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	The clamor for non-carbon dioxide emitting energy production has directly  impacted on the development of nuclear energy. As new nuclear plants are built, plans and designs are continually being developed to manage the range of challenging requirement and problems that nuclear plants face especially when managing the greatly increased operating temperatures, irradiation doses and extended design life spans. Materials for Nuclear Plants: From Safe Design to Residual Life Assessments  provides a comprehensive treatment of the structural materials for nuclear power plants with emphasis on advanced design concepts.


	Materials for Nuclear Plants: From Safe Design to Residual Life Assessments approaches structural materials with a systemic approach. Important components and materials currently in use as well as those which can be considered in future designs are detailed, whilst the damage mechanisms responsible for plant ageing are discussed and explained. Methodologies for materials characterization, materials modeling and advanced materials testing will be described including design code considerations and non-destructive evaluation concepts.


	Including models for simple system dynamic problems and knowledge of current nuclear power plants in operation, Materials for Nuclear Plants: From Safe Design to Residual Life Assessments is ideal for students studying postgraduate courses in Nuclear Engineering. Designers on courses for code development, such as ASME or ISO and nuclear authorities will also find this a useful reference.
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Time-Saver Standards for Architectural Design DataMcGraw-Hill, 1997

	In preparing this the Seventh edition, the first revision in more than a dozen years, the editors were challenged in many respects. This is evident in the fact that the volume has been almost entirely rewritten, with new articles by over eighty authors. It is also evident in its new format and contents, expanded to include...
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Decision Trees for Business Intelligence and Data Mining: Using SAS Enterprise MinerSAS Institute, 2006

	Using SAS Enterprise Miner, Barry de Ville's Decision Trees for Business Intelligence and Data Mining illustrates the application and operation of decision trees in business intelligence, data mining, business analytics, prediction, and knowledge discovery. It explains in detail the use of decision trees as a data mining technique and...
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Sennacherib at the Gates of Jerusalem: Story, History and Historiography (Culture and History of the Ancient Near East)Brill Academic Publishers, 2014

	Mordechai Cogan (Ph.D. University of Pennsylvania) is Professor Emeritus

	of Biblical History in the Department of Jewish History, The Hebrew University

	of Jerusalem. He has written widely on the relationship of Israel

	and Judah with the Mesopotamian empires during the first millennium

	b.c.e., and history-writing in the ancient...
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3D Game Engine Programming (Game Development Series)Course Technology PTR, 2004
Developing your own 3D game engine can be a demanding task. If you?re up for the challenge, then "3D Game Engine Programming" is ready to take you through each step. All you need to begin is a working knowledge of C or C++and basic knowledge of the DirectX and Direct3D interfaces. With these skills behind you, you?re ready to tackle the...
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C++ DemystifiedMcGraw-Hill, 2004
If you’re looking for an easy way to learn C++ and want to immediately start  writing your own programs, this is the resource you need. The hands-on approach  and step-by-step instruction guide you through each phase of C++ programming  with easy-to-understand language from start to finish.

Whether or not you have previous C++...
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Character Development and Storytelling for Games (Game Development Series)Course Technology PTR, 2004
This is a book of ideas and of choices. Knowing which choices to make is not teachable. It's part of that creative instinct we call talent whose secret voice guides us every time we sit down at the keyboard. All stories are not identical. They are shaped by all those unique facets of the human beings who write them. All any writer can do when he...
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