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Discusses most ideas behind a computer in a simple and straightforward manner. The book is also useful to computer enthusiasts who wish to gain fundamental knowledge of
computers.
As an introduction to programming for the Digital Humanities (DH), this book presents six key assignments oriented on DH topics. The topics include Computing Change Over
Time (calculating burials at a historic cemetery), Visualizing Change Over Time (visualizing the burials at the historic cemetery), Textual Analysis (finding word frequencies and
“stop words” in public domain texts), XML Transformation (transforming a simplified version of XML into HTML styled with CSS), Stylometry (comparing the measured features of
graphic images), and Social Network Analysis (analyzing extended relationships in historic circles). The book focuses on the practical application of these assignments in the
classroom, providing a range of variations for each assignment, which can be selected on the basis of students’ specific programming background and skills; “atomic”
assignments, which can be used to give students the experience they need to successfully complete the main assignments; and some common pitfalls and gotchas to manage in
the classroom. The book’s chief goals are to introduce novice computer science (CS) students to programming for DH, and to offer them valuable hands-on experience with core
programming concepts.
This concise guide is designed to enable the reader to learn how to program in assembly language as quickly as possible. Through a hands-on programming approach, readers
will also learn about the architecture of the Intel processor, and the relationship between high-level and low-level languages. This updated second edition has been expanded
with additional exercises, and enhanced with new material on floating-point numbers and 64-bit processing. Topics and features: provides guidance on simplified register usage,
simplified input/output using C-like statements, and the use of high-level control structures; describes the implementation of control structures, without the use of high-level
structures, and often with related C program code; illustrates concepts with one or more complete program; presents review summaries in each chapter, together with a variety of
exercises, from short-answer questions to programming assignments; covers selection and iteration structures, logic, shift, arithmetic shift, rotate, and stack instructions,
procedures and macros, arrays, and strings; includes an introduction to floating-point instructions and 64-bit processing; examines machine language from a discovery
perspective, introducing the principles of computer organization. A must-have resource for undergraduate students seeking to learn the fundamentals necessary to begin writing
logically correct programs in a minimal amount of time, this work will serve as an ideal textbook for an assembly language course, or as a supplementary text for courses on
computer organization and architecture. The presentation assumes prior knowledge of the basics of programming in a high-level language such as C, C++, or Java.
The growing trend for high-quality computer science in school curricula has drawn recent attention in classrooms. With an increasingly information-based and global society,
computer science education coupled with computational thinking has become an integral part of an experience for all students, given that these foundational concepts and skills
intersect cross-disciplinarily with a set of mental competencies that are relevant in their daily lives and work. While many agree that these concepts should be taught in schools,
there are systematic inequities that exist to prevent students from accessing related computer science skills. The Handbook of Research on Equity in Computer Science in P-16
Education is a comprehensive reference book that highlights relevant issues, perspectives, and challenges in P-16 environments that relate to the inequities that students face in
accessing computer science or computational thinking and examines methods for challenging these inequities in hopes of allowing all students equal opportunities for learning
these skills. Additionally, it explores the challenges and policies that are created to limit access and thus reinforce systems of power and privilege. The chapters highlight issues,
perspectives, and challenges faced in P-16 environments that include gender and racial imbalances, population of growing computer science teachers who are predominantly
white and male, teacher preparation or lack of faculty expertise, professional development programs, and more. It is intended for teacher educators, K-12 teachers, high school
counselors, college faculty in the computer science department, school administrators, curriculum and instructional designers, directors of teaching and learning centers,
policymakers, researchers, and students.
John Vince describes a range of mathematical topics to provide a foundation for an undergraduate course in computer science, starting with a review of number systems and
their relevance to digital computers, and finishing with differential and integral calculus. Readers will find that the author's visual approach will greatly improve their understanding
as to why certain mathematical structures exist, together with how they are used in real-world applications. Each chapter includes full-colour illustrations to clarify the
mathematical descriptions, and in some cases, equations are also coloured to reveal vital algebraic patterns. The numerous worked examples will consolidate comprehension of
abstract mathematical concepts. Foundation Mathematics for Computer Science covers number systems, algebra, logic, trigonometry, coordinate systems, determinants, vectors,
matrices, geometric matrix transforms, differential and integral calculus, and reveals the names of the mathematicians behind such inventions. During this journey, John Vince
touches upon more esoteric topics such as quaternions, octonions, Grassmann algebra, Barycentric coordinates, transfinite sets and prime numbers. Whether you intend to
pursue a career in programming, scientific visualisation, systems design, or real-time computing, you should find the author’s literary style refreshingly lucid and engaging, and
prepare you for more advanced texts.
This friendly guide is for anyone that currently is or are planning on taking a first or second computer science C++ course. It doesn't matter if it's high school or college. This guide
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will take you into the world of C++ programming, using easy to understand examples, explanations, and techniques to help you understand everything you need to know and
more! It's even designed so you can flip through the chapters, and get to what you need, a great way to study for your tests, or even your final exam. No matter if you're a
beginner, intermediate, or advanced programmer, this book is definitely for you!
Effectively deliver the latest Computer Science syllabus, with week-by-week teaching plans and ideas for practical application. Challenge high-achieving learners with plenty of extension
activities and ensure all students are prepared for exams with a clearly marked route through the course.
Over the last few years, increasing attention has been focused on the development of children’s acquisition of 21st-century skills and digital competences. Consequently, many education
scholars have argued that teaching technology to young children is vital in keeping up with 21st-century employment patterns. Technologies, such as those that involve robotics or coding
apps, come at a time when the demand for computing jobs around the globe is at an all-time high while its supply is at an all-time low. There is no doubt that coding with robotics is a wonderful
tool for learners of all ages as it provides a catalyst to introduce them to computational thinking, algorithmic thinking, and project management. Additionally, recent studies argue that the use of
a developmentally appropriate robotics curriculum can help to change negative stereotypes and ideas children may initially have about technology and engineering. The Handbook of
Research on Using Educational Robotics to Facilitate Student Learning is an edited book that advocates for a new approach to computational thinking and computing education with the use of
educational robotics and coding apps. The book argues that while learning about computing, young people should also have opportunities to create with computing, which have a direct impact
on their lives and their communities. It develops two key dimensions for understanding and developing educational experiences that support students in engaging in computational action: (1)
computational identity, which shows the importance of young people’s development of scientific identity for future STEM growth; and (2) digital empowerment to instill the belief that they can
put their computational identity into action in authentic and meaningful ways. Covering subthemes including student competency and assessment, programming education, and teacher and
mentor development, this book is ideal for teachers, instructional designers, educational technology developers, school administrators, academicians, researchers, and students.
Wallis's book on discrete mathematics is a resource for an introductory course in a subject fundamental to both mathematics and computer science, a course that is expected not only to cover
certain specific topics but also to introduce students to important modes of thought specific to each discipline . . . Lower-division undergraduates through graduate students. —Choice reviews
(Review of the First Edition) Very appropriately entitled as a 'beginner's guide', this textbook presents itself as the first exposure to discrete mathematics and rigorous proof for the mathematics
or computer science student. —Zentralblatt Math (Review of the First Edition) This second edition of A Beginner’s Guide to Discrete Mathematics presents a detailed guide to discrete
mathematics and its relationship to other mathematical subjects including set theory, probability, cryptography, graph theory, and number theory. This textbook has a distinctly applied
orientation and explores a variety of applications. Key Features of the second edition: * Includes a new chapter on the theory of voting as well as numerous new examples and exercises
throughout the book * Introduces functions, vectors, matrices, number systems, scientific notations, and the representation of numbers in computers * Provides examples which then lead into
easy practice problems throughout the text and full exercise at the end of each chapter * Full solutions for practice problems are provided at the end of the book This text is intended for
undergraduates in mathematics and computer science, however, featured special topics and applications may also interest graduate students.
Gives students a firm rooting in the fundamental principles of computer science, and an appreciation of the correlation between those principles and an introduction to programming. Maintains
strong coverage of the topics taught in the traditional introductory courses including algorithms and basic elements of programming languages and then goes further to introduce higher level
topics such as the structures of operating systems, databases and productivity tools.
For Introduction to Computer Science courses. Surveys the breadth of computer science--with the depth needed to explore concepts Computer Science: An Overview is written for students of
computer science as well as students from other disciplines. Its broad coverage and clear exposition are accessible to students from all backgrounds, encouraging a practical and realistic
understanding of the subject. Written to provide students with a bottom-up, concrete-to-abstract foundation, this broad background exposes beginning computer science students to the
breadth of the subject in which they are planning to major, and students from other disciplines to what they need to relate to the technical society in which they live. Individual chapters are
independent, and can be covered in an order that suits instructor course needs with selected content marked as optional for the introductory course. With a new full-color design, each chapter
in the 13th Edition has seen revisions, updates, and corrections from the previous editions. The text also continues to use Python to provide programming tools for exploration and
experimentation. More than 1,000 questions and exercises, Chapter Review Problems, and Social Issues questions reinforce core concepts. The text's Companion Website extends resources
to enhance the course.
This concise yet thorough textbook presents an active-learning model for the teaching of computer science. Offering both a conceptual framework and detailed implementation guidelines, the
work is designed to support a Methods of Teaching Computer Science (MTCS) course, but may be applied to the teaching of any area of computer science at any level, from elementary
school to university. This text is not limited to any specific curriculum or programming language, but instead suggests various options for lesson and syllabus organization. Fully updated and
revised, the third edition features more than 40 new activities, bringing the total to more than 150, together with new chapters on computational thinking, data science, and soft concepts and
soft skills. This edition also introduces new conceptual frameworks for teaching such as the MERge model, and new formats for the professional development of computer science educators.
Topics and features: Includes an extensive set of activities, to further support the pedagogical principles outlined in each chapter Discusses educational approaches to computational thinking,
how to address soft concepts and skills in a MTCS course, and the pedagogy of data science (NEW) Focuses on teaching methods, lab-based teaching, and research in computer science
education, as well as on problem-solving strategies Examines how to recognize and address learners' misconceptions, and the different types of questions teachers can use to vary their
teaching methods Provides coverage of assessment, teaching planning, and designing a MTCS course Reviews high school teacher preparation programs, and how prospective teachers can
gain experience in teaching computer science This easy-to-follow textbook and teaching guide will prove invaluable to computer science educators within all frameworks, including university
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instructors and high school teachers, as well as to instructors of computer science teacher preparation programs. Dr. Orit Hazzan is Professor at the Department of Education in Science and
Technology at Technion - Israel Institute of Technology. Dr. Noa Ragonis is Head of the M.Teach. program for Secondary Education and the M.Ed. program in Integrative STEM Education at
Beit Berl College, Israel. She is a computer science senior lecturer, and an adjunct senior lecturer at the Department of Education in Science and Technology, Technion. Dr. Tami Lapidot is
Executive Manager of Machshava - the Israeli National Center for Computer Science Teachers.
Provides information for learning disabled students and their families to understand the services they need, identify goals, and select an appropriate college to match individual needs.
If you've been thinking about digging into programming, Python Crash Course will get you writing real programs fast. Why wait any longer? Start your engines and code! Are you interested in
learning more about programming and coding? Do you need a guide that helps you with the basics? This book will help you a lot. There are a lot of benefits that come with the Python coding
language, and this is one of the reasons why so many people like to learn how to code with this language compared to other options. First, this coding language was designed with the
beginner in mind. There are a lot of coding languages that are hard to learn, and only more advanced programmers, those who have spent years in this kind of field, can learn how to use
them. This book contains: What Is Python And Why Should You Learn It Variables And Operators Learn About Simple Data Types Conditional Statements In Python Working With Functions
Object-Oriented Programming Working With Files Python From Scratch How Coding Works Python Libraries Lists, Tuples, and Dictionaries And many more. If you are a beginner who is just
getting started with doing data analysis or any kind of Python programming at all, then this large community is going to be one of the best resources for you to use. It will help you to get all of
your questions answered and ensures you are going to be able to finish your project, even if you get stuck on it for a bit. Want to know more about this book? Get it now
This textbook on Python 3 explains concepts such as variables and what they represent, how data is held in memory, how a for loop works and what a string is. It also introduces key concepts
such as functions, modules and packages as well as object orientation and functional programming. Each section is prefaced with an introductory chapter, before continuing with how these
ideas work in Python. Topics such as generators and coroutines are often misunderstood and these are explained in detail, whilst topics such as Referential Transparency, multiple inheritance
and exception handling are presented using examples. A Beginners Guide to Python 3 Programming provides all you need to know about Python, with numerous examples provided
throughout including several larger worked case studies illustrating the ideas presented in the previous chapters.
This user’s reference is a companion to the separate book also titled “Guide to Modelling and Simulation of Systems of Systems.” The principal book explicates integrated development
environments to support virtual building and testing of systems of systems, covering in some depth the MS4 Modelling EnvironmentTM. This user’s reference provides a quick reference and
exposition of the various concepts and functional features covered in that book. The topics in the user’s reference are grouped in alignment with the workflow displayed on the MS4 Modeling
EnvironmentTM launch page, under the headings Atomic Models, System Entity Structure, Pruning SES, and Miscellaneous. For each feature, the reference discusses why we use it, when
we should use it, and how to use it. Further comments and links to related features are also included.
???????????
This book provides insights drawn from the authors’ extensive experience in teaching Puzzle-based Learning. Practical advice is provided for teachers and lecturers evaluating a range of
different formats for varying class sizes. Features: suggests numerous entertaining puzzles designed to motivate students to think about framing and solving unstructured problems; discusses
models for student engagement, setting up puzzle clubs, hosting a puzzle competition, and warm-up activities; presents an overview of effective teaching approaches used in Puzzle-based
Learning, covering a variety of class activities, assignment settings and assessment strategies; examines the issues involved in framing a problem and reviews a range of problem-solving
strategies; contains tips for teachers and notes on common student pitfalls throughout the text; provides a collection of puzzle sets for use during a Puzzle-based Learning event, including
puzzles that require probabilistic reasoning, and logic and geometry puzzles.
"For intermediate Python programmers"--Back cover.
Have you always wanted to learn computer programming but you're worried it will take too long? Would you like to automate something simple with your PC but you don't know how to do it?
Or maybe you know other programming languages and are interested in learning Python quickly? As a beginner you might think that programming is difficult and the possibility to give up
before mastering it could be high... So, if you have a project to develop you could think on hiring a programmer to shorten the time. This may seem like a good idea but it is certainly very
expensive. Otherwise you could waste your time pursuing tutorials online. The best solution is to follow a complete programming manual with hands-on projects and practical exercises. What
you will find inside and a quick overview of the main topics: ? Why Python is considered the best programming language for a beginner ? The most common mistakes to avoid when you start
programming ? BOOK 1: PYTHON PROGRAMMING - The 7 built-in functions to make your life easier while coding a software program - The program you need to develop your first own
application ? BOOK 2: PYTHON MACHINE LEARNING - The algorithms that will make your life easier - The 2 libraries you need implementing to develop the desired ML models ? BOOK 3:
PYTHON DATA SCIENCE - 3 actions required to gain insights from big data - A simple method to implement predictive analytics ? Some projects to write Python codes in less than a week ?
Quizzes at the end of every chapter to review immediately what you've learned Why is this book different? Computer Programming Academy structured these guides as a course with seven
chapters for seven days with special exercises for each section.This protocol, tested on both beginners and people who were already familiar with coding, takes advantage of the principle of
diving, concentrating learning in one week. The result? The content of the course was learned faster and remembered longer. Even if you're completely new to programming in 2020 or you are
just looking to widen your skills as programmer this book is perfect for you. Now's the best time to begin learning Python... click the "BUY NOW" button and get started!
This book will enable the reader to very quickly begin programming in assembly language. Through this hands-on programming, readers will also learn more about the computer architecture of
the Intel 32-bit processor, as well as the relationship between high-level and low-level languages. Topics: presents an overview of assembly language, and an introduction to general purpose
registers; illustrates the key concepts of each chapter with complete programs, chapter summaries, and exercises; covers input/output, basic arithmetic instructions, selection structures, and
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iteration structures; introduces logic, shift, arithmetic shift, rotate, and stack instructions; discusses procedures and macros, and examines arrays and strings; investigates machine language
from a discovery perspective. This textbook is an ideal introduction to programming in assembly language for undergraduate students, and a concise guide for professionals wishing to learn
how to write logically correct programs in a minimal amount of time.
This open access book makes quantum computing more accessible than ever before. A fast-growing field at the intersection of physics and computer science, quantum computing promises to
have revolutionary capabilities far surpassing “classical” computation. Getting a grip on the science behind the hype can be tough: at its heart lies quantum mechanics, whose enigmatic
concepts can be imposing for the novice. This classroom-tested textbook uses simple language, minimal math, and plenty of examples to explain the three key principles behind quantum
computers: superposition, quantum measurement, and entanglement. It then goes on to explain how this quantum world opens up a whole new paradigm of computing. The book bridges the
gap between popular science articles and advanced textbooks by making key ideas accessible with just high school physics as a prerequisite. Each unit is broken down into sections labelled
by difficulty level, allowing the course to be tailored to the student’s experience of math and abstract reasoning. Problem sets and simulation-based labs of various levels reinforce the
concepts described in the text and give the reader hands-on experience running quantum programs. This book can thus be used at the high school level after the AP or IB exams, in an
extracurricular club, or as an independent project resource to give students a taste of what quantum computing is really about. At the college level, it can be used as a supplementary text to
enhance a variety of courses in science and computing, or as a self-study guide for students who want to get ahead. Additionally, readers in business, finance, or industry will find it a quick
and useful primer on the science behind computing’s future.
This is the best and most comprehensive guide to Manhattan's private schools, including Brooklyn and Riverdale. Written by a parent who is also an expert on school admissions, this guide
has been helping New York City parents choose the best private and selective public schools for their children for over 20 years. The new edition has been completely revised and expanded
to include the latest tuition, and scholarships. It now lists over 75 elementary and high schools including schools for special needs children.
The Academic Job Search Handbook is a comprehensive guide to finding a faculty position in any academic discipline. For more than twenty years, job seekers have relied on this resource for
help in their search for faculty positions. The new fifth edition provides updated advice and addresses current topics in today's competitive market.
This textbook presents both a conceptual framework and detailed implementation guidelines for computer science (CS) teaching. Updated with the latest teaching approaches and trends, and expanded with
new learning activities, the content of this new edition is clearly written and structured to be applicable to all levels of CS education and for any teaching organization. Features: provides 110 detailed learning
activities; reviews curriculum and cross-curriculum topics in CS; explores the benefits of CS education research; describes strategies for cultivating problem-solving skills, for assessing learning processes,
and for dealing with pupils’ misunderstandings; proposes active-learning-based classroom teaching methods, including lab-based teaching; discusses various types of questions that a CS instructor or trainer
can use for a range of teaching situations; investigates thoroughly issues of lesson planning and course design; examines the first field teaching experiences gained by CS teachers.
Guide to Teaching Computer ScienceAn Activity-Based ApproachSpringer
Are you looking for a super-fast computer programming course? Would you like to learn the Python Programming Language in 7 days? Do you want to increase your business thanks to basic acquaintance
with web applications? Ten keep reading! ?Python Crash course? will introduce you to Pyhton language and discover the world of data science, machine learning and artificial intelligence. You will also learn
all the best tricks of writing codes. The following list is just a tiny fraction of what you will learn: The basics of Python programming Differences among programming languages: Vba, SQL, R, Python 4 reason
why Python is fundamental for Data Science Introduction to some Python libraries, including NumPy, Pandas, Matplotlib. Python design patterns Business application of Python Data Analysis Optimal tools
and techniques for data mining Analysis of popular Python projects templates Game creation with Pyhton Even if you have never written a programming code before, you will quickly grasp the basics thanks
to visual charts and guidelines for coding. Examples and step-by-step guides will guide you during the code-writing learning process. Therefore, if you really wish to find a course to learn Python in 7 days,
learn and master its language, please click the BUY NOW button.
This book is a guide to designing curricular games to suit the needs of students. It makes connections between video games and time-tested pedagogical techniques such as discovery learning and feedback
to improve student engagement and learning. It also examines the social nature of gaming such as techniques for driver/navigator partners, small groups, and whole class structures to help make thinking
visible; it expands the traditional design process teachers engage in by encouraging use of video game design techniques such as playtesting. The author emphasizes designing curricular games for problemsolving and warns against designing games that are simply “Alex Trebek (host of Jeopardy) wearing a mask”. By drawing on multiple fields such as systems thinking, design theory, assessment, and
curriculum design, this book relies on theory to generate techniques for practice.
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