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Mac OS X Developer's GuideMorgan Kaufmann, 2001
As you begin developing for Mac OS X, you'll face major changes, lots of difficult decisions, and also some terrific opportunities. The Mac OS X Developer's Guide aims to do more than help you make the transition painlessly: It's dedicated to helping you capitalize on these opportunities and positively thrive in this new environment....
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Complete Maya Programming: An Extensive Guide to MEL and C++ APIMorgan Kaufmann, 2003
Learning Maya, the world's leading 3D animation and effects package, is a challenge, especially for those who want to master Maya's versatile programming features in addition to its built-in tools.
 
Finally, here is a practical, step-by-step guide that shows how to use Maya to its fullest potential, beginning with the basics. Readers of...
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MPLS Network Management: MIBs, Tools, and TechniquesMorgan Kaufmann, 2003
S everal years ago, there were only a handful of deployments of Multi-Protocol Label Switching (MPLS) technology, and those were restricted to researchers or nonproduction networks. Even in practice, MPLS was largely still theory. Over the past several years, MPLS has matured as a technology, and its acceptance and popularity in the marketplace has...
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Building Intelligent Interactive Tutors: Student-centered strategies for revolutionizing e-learningMorgan Kaufmann, 2008
Computers have transformed every facet of our culture, most dramatically communication, transportation, finance, science, and the economy. Yet their impact has not been generally felt in education due to lack of hardware, teacher training, and sophisticated software. Another reason is that current instructional software is neither truly responsive...
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Executing Data Quality Projects: Ten Steps to Quality Data and Trusted Information (TM)Morgan Kaufmann, 2008
No two data quality projects are the same. Some are large efforts focused entirely on improving some quality aspect of information. Others are subprojects within other efforts, such as a data migration. Still others are led by a few individuals trying to make a difference as they perform their everyday activities. What I like about McGilvray's Ten...
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Distributed Algorithms (The Morgan Kaufmann Series in Data Management Systems)Morgan Kaufmann, 1997
In Distributed Algorithms, Nancy Lynch provides a blueprint for designing, implementing, and analyzing distributed algorithms.  She directs her book at a wide audience, including students, programmers, system designers, and researchers.

Distributed Algorithms contains the most significant algorithms and impossibility...
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Learning Processing: A Beginner's Guide to Programming Images, Animation, and InteractionMorgan Kaufmann, 2008
Teaches graphic artists the fundamentals of computer programming within a visual playground!     

   This book teaches you the basic building blocks of programming needed to create cutting-edge graphics applications including interactive art, live video processing, and data visualization. A unique lab-style manual, the book gives graphic...
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HCI Beyond the GUI: Design for Haptic, Speech, Olfactory, and Other Nontraditional InterfacesMorgan Kaufmann, 2008
As technology expands and evolves, one-dimensional, graphical user interface (GUI) design becomes increasingly limiting and simplistic. Designers must meet the challenge of developing new and creative interfaces that adapt to meet human needs and technological trends. HCI Beyond the GUI provides designers with this know how by exploring new ways to...
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Network Quality of Service Know It All (Morgan Kaufmann Know It All)Morgan Kaufmann, 2008
This book brings all of the elements of network quality of service (QoS) together in a single volume by the best and brightest experts in the field!     

       The term Quality of Service, abbreviated QoS, refers to network resource control mechanisms. Quality of Service is the ability to provide different priority to different...
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The Designer's Guide to VHDL, Volume 3, Third Edition (Systems on Silicon)Morgan Kaufmann, 2008
VHDL may sound like a new Internet language, but it really  stands for VHSIC (Very High Speed Integrated Circuit) Hardware Definition  Language. VHDL borrows ideas from software engineering (architectural,  behavior, and formal models, as well as modular design) and is used to  design today's custom integrated circuits, from cell phones to...
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Database Design: Know It AllMorgan Kaufmann, 2008
All of the elements of database design together in a single volume written by the best and brightest experts in the field!     

       This book brings all of the elements of database design together in a single volume, saving the reader the time and expense of making multiple purchases. It consolidates both introductory and advanced...
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Game Feel: A Game Designer's Guide to Virtual Sensation (Morgan Kaufmann Game Design Books)Morgan Kaufmann, 2008
"Feel" is the essence of human-computer interaction.  It is the single most important (yet often overlooked) element in games that makes the game art form unique. No other traditional art form like film, literature, music encompasses interactivity, as games do.  This book bring "feel" to the forefront and gives it a proper...
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