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	A clear, visual way to learn Office 2010 quickly and easily


	If you're looking for a way to get up to speed quickly on the newest version of Microsoft Office, these 400 pages of step-by-step instructions and full-color screen shots make it easy. Office 2010 has new features and tools to master, and whether you're upgrading from an earlier version or encountering the Office applications for the first time, you'll appreciate this simplified approach.


	This easy-to-follow guide covers Word, Excel, PowerPoint, Outlook, and Publisher. Microsoft Office holds more than 90 percent of the market for Windows-based productivity suites.

	
		More than 90 percent of Windows users use Microsoft Office
	
		This guide covers all the Office applications: Word, Excel, PowerPoint, Outlook, and Publisher
	
		Designed for people who learn best visually, with step-by-step instructions illustrated with full-color screen shots throughout
	
		Revamped interior design makes it even easier to find and understand information
	
		Teaches dozens of common Office tasks



	Office 2010 Simplified makes this technology easy to understand, even for those who are completely new to computers.
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DevOps Troubleshooting: Linux Server Best PracticesGulf Professional, 2012

	“If you’re a developer trying to figure out why your application is not responding at 3 am, you need this book! This is now my go-to book when diagnosing production issues. It has saved me hours in troubleshooting complicated operations problems.”


	–Trotter Cashion,...
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Foot-and-Mouth Disease Virus (Current Topics in Microbiology and Immunology)Springer, 2005

	Foot-and-mouth disease (FMD) has been recognized in printed records dating from the sixteenth century, and since the eradication of rinderpest (cattle plague) in the early part of the twentieth century it has been rec- nized as the most important and feared disease of cattle and other dom- tic livestock. The beginning of the twenty-first...
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Axioms and Hulls (Lecture Notes in Computer Science)Springer, 1992

	A FEW YEARS AGO some students and I were looking at a map that pinpointed the
	locations of about loo cities. We asked ourselves, "Which of these cities are neighbors
	of each other?" We knew intuitively that some pairs of cities were neighbors and others
	were not; we wanted to find a formal mathematical characterization that...
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Reading External Data Files Using SAS: Examples HandbookSAS Institute, 2002
The goal when reading an external data file is to create a SAS data set or data view that SAS can process to produce meaningful reports and analyses.This book presents examples of reading external data files and instream data that you can adapt to read your own data.This chapter presents the concepts of reading these data sources with SAS.
...
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Reactive Design PatternsManning Publications, 2017

	
		Summary

	
		Reactive Design Patterns is a clearly written guide for building message-driven distributed systems that are resilient, responsive, and elastic. In this book you'll find patterns for messaging, flow control, resource management, and concurrency, along with practical issues like test-friendly...
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Microsoft® XNA Game Studio Creators GuideMcGraw-Hill, 2007
This book shows you how to write complete 3D games from scratch. It will teach you the math, graphics, audio effects, and algorithms for all the features you would expect in a quality 3D game. This text explains how to set up your environment to write your XNA and shader code. It also explains how to create 3D models on a budget and how to use...
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