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“This book is the most current and comprehensive analysis of the state of Internet
security threats right now. The review of current issues and predictions about problems
years away are critical for truly understanding crimeware. Every concerned person
should have a copy and use it for reference.” —Garth Bruen, Project KnujOn Designer
There’s a new breed of online predators—serious criminals intent on stealing big bucks
and top-secret information—and their weapons of choice are a dangerous array of tools
called “crimeware.” With an ever-growing number of companies, organizations, and
individuals turning to the Internet to get things done, there’s an urgent need to
understand and prevent these online threats. Crimeware: Understanding New Attacks
and Defenses will help security professionals, technical managers, students, and
researchers understand and prevent specific crimeware threats. This book guides you
through the essential security principles, techniques, and countermeasures to keep you
one step ahead of the criminals, regardless of evolving technology and tactics. Security
experts Markus Jakobsson and Zulfikar Ramzan have brought together chapter
contributors who are among the best and the brightest in the security industry.
Together, they will help you understand how crimeware works, how to identify it, and
how to prevent future attacks before your company’s valuable information falls into the
wrong hands. In self-contained chapters that go into varying degrees of depth, the book
provides a thorough overview of crimeware, including not only concepts prevalent in the
wild, but also ideas that so far have only been seen inside the laboratory. With this
book, you will Understand current and emerging security threats including rootkits, bot
networks, spyware, adware, and click fraud Recognize the interaction between various
crimeware threats Gain awareness of the social, political, and legal implications of
these threats Learn valuable countermeasures to stop crimeware in its tracks, now and
in the future Acquire insight into future security trends and threats, and create an
effective defense plan With contributions by Gary McGraw, Andrew Tanenbaum, Dave
Cole, Oliver Friedrichs, Peter Ferrie, and others.
As interactive application software such as apps, installations, and multimedia
presentations have become pervasive in everyday life, more and more computer
scientists, engineers, and technology experts acknowledge the influence that exists
beyond visual explanations. Computational Solutions for Knowledge, Art, and
Entertainment: Information Exchange Beyond Text focuses on the methods of depicting
knowledge-based concepts in order to assert power beyond a visual explanation of
scientific and computational notions. This book combines formal descriptions with
graphical presentations and encourages readers to interact by creating visual solutions
for science-related concepts and presenting data. This reference is essential for
researchers, computer scientists, and academics focusing on the integration of science,
technology, computing, art, and mathematics for visual problem solving.
In recent years, much work has been put into creating programming languages that
embody a blend of many of the most admired characteristics of their predecessors. One
such language is D, which provides developers with the speed of languages such as C
and C++ combined with the power and flexibility of languages such as Ruby and
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Python. Learn to Tango with D introduces you to the powerful D language, with special
attention given to the Tango software library. A concise yet thorough overview of the
language's syntax and features is presented, followed by an introduction to Tango, the
popular general–purpose library you'll find invaluable when building your D applications.
Authored by prominent D developers Kris Bell, Lars Ivar Igesund, Sean Kelly, and
Michael Parker, this book supplies not only the knowledge required to begin building
your own D applications, but also the insight these authors have acquired due to their
extensive experience working with and participating in the development of the D
language.
Covering a time span of 1968 to 1998, and encompassing a spectrum of over 14,000
items across the history of the computer, console, accessories and software markets,
the Vintropedia 2009 Price Guide is the definitive resource to a collector's
needs.Included within are prices (in GBP), machine specifications, regions of origin,
release dates, model names, publishing companies, old ads and more! Look no further
than Vintropedia, a guide created by collectors, for collectors.
This comprehensive guide to polygonal 3D graphics emphasizes techniques used in
computer games. It contains descriptions of the most useful algorithms and combines
them with practical programming examples to give programmers more control over their
programs.
Offers step-by-step instructions for preparing a program for a home computer to
organize names, addresses, and other information suitable for a record-keeping file.
Also includes shortcuts used by professional programmers.

Successfully managing the relationship between business and technology is a
daunting task faced by all companies in the twenty-first century. Beyond Software
Architecture is a practical guide to properly managing this mission-critical
relationship. In our modern economy, every software decision can have a
significant impact on business; conversely, most business decisions will influence
a software application's viability. This book contains keen insights and useful
lessons about creating winning software solutions in the context of a real-world
business. Software should be designed to deliver value to an organization, but all
too often it brings turmoil instead. Powerful applications are available in the
marketplace, but purchasing or licensing these technologies does not guarantee
success. Winning solutions must be properly integrated into an organization's
infrastructure. Software expert Luke Hohmann teaches you the business
ramifications of software-architecture decisions, and further instructs you on how
to understand and embrace the business issues that must be resolved to achieve
software success. Using this book as a roadmap, business managers and
development teams can safely navigate the minefield of important decisions that
they face on a regular basis. The resulting synergy between business and
technology will allow you to create winning technology solutions, and ensure your
organization's success--now and in the future.
More than live : game "a-liveness" and immediacy -- Game presence and
mediatization -- Pausing and resuming -- Saving and restoring -- An instinct
towards repetition : "replay value," mastery, and re-creation -- Recursive
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Go behind the scenes with your insider’s access to the high-pressure, highstakes business of professional sport. In Beyond the Scoreboard, Rick Horrow,
sport business analyst for Fox Sports, Bloomberg TV, Bloomberg Businessweek,
and the BBC and host of PBS Nightly Business Report’s “Beyond the
$coreboard,” and Horrow Sports Ventures’ vice president Karla Swatek take you
to the boardrooms, negotiating tables, and executive suites of sport’s most
influential powerbrokers. Beyond the Scoreboard tackles sport’s hot-button
topics head on. You’ll see • how sponsors measure return on investment with
sport organizations; • how pro teams negotiate with governments to make a
stadium deal; • the effect of the sport facility building boom on teams’ bottom
lines; • how sport agents try to maximize the value of their in-demand clients; and
• the effect on teams and fans of revolutionary changes in modern ticket selling.
Whether you are one of the millions of people who play fantasy sports or you just
want to know more about how your favorite teams determine their strategies,
you’ll learn how the experts make deals happen. And with engaging sidebars
and exclusive interviews from the most powerful figures in sport, including Roger
Goodell, David Stern, Brian France, and Gary Bettman, you’ll gain expert
analysis from people who have played leadership roles in some of the most
intense negotiations and lucrative business deals in sport history. There’s
nobody better equipped to explain what it takes to be a success in sport
marketing, sponsorships, facility financing, or generating media coverage than
Rick Horrow, the Sports Professor. In Beyond the Scoreboard, Horrow and
Swatek provide you with an all-access pass to the multibillion-dollar world of
professional sport.
An investigation of what makes digital games engaging to players and a
reexamination of the concept of immersion. Digital games offer a vast range of
engaging experiences, from the serene exploration of beautifully rendered
landscapes to the deeply cognitive challenges presented by strategic simulations
to the adrenaline rush of competitive team-based shoot-outs. Digital games
enable experiences that are considerably different from a reader's engagement
with literature or a moviegoer's experience of a movie. In In-Game, Gordon
Calleja examines what exactly it is that makes digital games so uniquely involving
and offers a new, more precise, and game-specific formulation of this
involvement. One of the most commonly yet vaguely deployed concepts in the
industry and academia alike is immersion—a player's sensation of inhabiting the
space represented onscreen. Overuse of this term has diminished its analytical
value and confused its meaning, both in analysis and design. Rather than
conceiving of immersion as a single experience, Calleja views it as blending
different experiential phenomena afforded by involving gameplay. He proposes a
framework (based on qualitative research) to describe these phenomena: the
player involvement model. This model encompasses two constituent temporal
phases—the macro, representing offline involvement, and the micro, representing
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moment-to-moment involvement during gameplay—as well as six dimensions of
player involvement: kinesthetic, spatial, shared, narrative, affective, and ludic.
The intensified and internalized experiential blend can culminate in
incorporation—a concept that Calleja proposes as an alternative to the
problematic immersion. Incorporation, he argues, is a more accurate metaphor,
providing a robust foundation for future research and design.
InfoWorld is targeted to Senior IT professionals. Content is segmented into
Channels and Topic Centers. InfoWorld also celebrates people, companies, and
projects.
Includes, beginning Sept. 15, 1954 (and on the 15th of each month, Sept.-May) a
special section: School library journal, ISSN 0000-0035, (called Junior libraries,
1954-May 1961). Also issued separately.
This book focuses on strategies for applying games, simulations and interactive
experiences in learning contexts. A facet of this project is the interactive and
collaborative method in which it was created. Instead of separated individual articles,
the authors and editors have orchestrated the articles together, reading and writing as a
whole so that the concepts across the articles resonate with each other. It is our
intention that this text will serve as the basis of many more discussions across
conference panels, online forums and interactive media that in turn will engender more
special collaborative issues and texts.
"This book presents a framework for understanding games for educational purposes
while providing a broader sense of current related research. This creative and
advanced title is a must-have for those interested in expanding their knowledge of this
exciting field of electronic gaming"--Provided by publisher.
Before the enormously successful NES console changed the video game landscape in
the 1980s, Nintendo became famous for producing legendary arcade machines like
Donkey Kong and Mario Bros. Drawing on original interviews, news reports and other
documents, this book traces Nintendo's rise from a small business that made playing
cards to the top name in the arcade industry. Twenty-eight game titles are examined indepth, along with the people and events that defined the company for more than four
decades.
Create the Digital Games You Love to Play Discover an exercise-driven, non-technical
approach to game design without the need for programming or artistic expertise using
Game Design Workshop, Third Edition. Author Tracy Fullerton demystifies the creative
process with a clear and accessible analysis of the formal and dramatic systems of
game design. Examples of popular games, illustrations of design techniques, and
refined exercises strengthen your understanding of how game systems function and
give you the skills and tools necessary to create a compelling and engaging game. The
book puts you to work prototyping, playtesting, and revising your own games with timetested methods and tools. It provides you with the foundation to advance your career in
any facet of the game industry, including design, producing, programming, and visual
design.
The overlooked history of an early appropriation of digital technology: the creation of
games though coding and hardware hacking by microcomputer users. From the late
1970s through the mid-1980s, low-end microcomputers offered many users their first
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taste of computing. A major use of these inexpensive 8-bit machines--including the TRS
System 80s and the Sinclair, Atari, Microbee, and Commodore ranges--was the
development of homebrew games. Users with often self-taught programming skills
devised the graphics, sound, and coding for their self-created games. In this book,
Melanie Swalwell offers a history of this era of homebrew game development, arguing
that it constitutes a significant instance of the early appropriation of digital computing
technology. Drawing on interviews and extensive archival research on homebrew
creators in 1980s Australia and New Zealand, Swalwell explores the creation of games
on microcomputers as a particular mode of everyday engagement with new technology.
She discusses the public discourses surrounding microcomputers and programming by
home coders; user practices; the development of game creators' ideas, with the game
Donut Dilemma as a case study; the widely practiced art of hardware hacking; and the
influence of 8-bit aesthetics and gameplay on the contemporary game industry. With
Homebrew Gaming and the Beginnings of Vernacular Digitality, Swalwell reclaims a
lost chapter in video game history, connecting it to the rich cultural and media theory
around everyday life and to critical perspectives on user-generated content.
Born after World War II, large-scale experimental high-energy physics (HEP) has found
itself limited ever since by available accelerator, detector and computing technologies.
Accordingly, HEP has made significant contributions to the development of these fields,
more often than not driving their innovations. The invention of the World Wide Web at
CERN is merely the best-known example out of many. This book is the first
comprehensive account to trace the history of this pioneering spirit in the field of
computing technologies. It covers everything up to and including the present-day
handling of the huge demands imposed upon grid and distributed computing by fullscale LHC operations—operations which have for years involved many thousands of
collaborating members worldwide and accordingly provide the original and natural
testbed for grid computing concepts. This book takes the reader on a guided tour
encompassing all relevant topics, including programming languages, software
engineering, large databases, the Web, and grid- and cloud computing. The important
issue of intellectual property regulations for distributed software engineering and
computing is also addressed. Aptly, the book closes with a visionary chapter of what
may lie ahead. Approachable and requiring only basic understanding of physics and
computer sciences, this book is intended for both education and research.

Although the law of infringement is relatively straightforward on the copying of
literal and textual elements of software, it is the copying of non-literal and
functional elements that poses complex and topical questions in the context of
intellectual property (IP) protection. In many cases, it is these non-literal and
functional elements that contain the real value of a software product. This book
concerns the copying of non-literal and functional elements of software in both
the United States (US) and European Union (EU), using a holistic approach to
address the most topical questions facing experts concerned with legal protection
of software products across a range of technological platforms. The book focuses
on four distinct but interrelated areas: contract, copyright, trade secrets, and
trade-dress; as well as dealing more briefly with patent law, designs, and
competition law, discussing these areas separately and in relation to one
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another. The book discusses software as a multi-layered functional product,
setting the scene for other legal discussions by highlighting software's unique
characteristics. It examines models for the provision of software, addressing
licensing patterns and overall enforceability, as well as the statutory and judicial
tools for regulating the use of such licences. It further assesses the protection of
non-literal and functional software elements under EU and US copyright law,
focusing on internal architecture and behavioural elements. The application of
trade secrets law to software is examined under traditional, online, and cloud
models. Finally, it examines the application of trade dress protection to software's
'look and feel', particularly relating to the highly topical area of cloud
environments. Protecting Software offers a unique outlook on contemporary
issues concerning the legal protection of computer software.
Presents an illustrated A-Z encyclopedia containing approximately 600 entries on
computer and technology related topics.
A guide for game preview and rules: history, definitions, classification, theory,
video game consoles, cheating, links, etc. While many different subdivisions have
been proposed, anthropologists classify games under three major headings, and
have drawn some conclusions as to the social bases that each sort of game
requires. They divide games broadly into, games of pure skill, such as hopscotch
and target shooting; games of pure strategy, such as checkers, go, or tic-tac-toe;
and games of chance, such as craps and snakes and ladders. A guide for game
preview and rules: history, definitions, classification, theory, video game
consoles, cheating, links, etc.
Today's blockbuster video games -- and their never-ending sequels, sagas, and
reboots -- provide plenty of excitement in high-resolution but for the most part fail
to engage a player's moral imagination. In Beyond Choices, Miguel Sicart calls
for a new generation of video and computer games that are ethically relevant by
design. In the 1970s, mainstream films -- including The Godfather, Apocalypse
Now, Raging Bull, and Taxi Driver -- filled theaters but also treated their
audiences as thinking beings. Why can't mainstream video games have the same
moral and aesthetic impact? Sicart argues that it is time for games to claim their
place in the cultural landscape as vehicles for ethical reflection. Sicart looks at
games in many manifestations: toys, analog games, computer and video games,
interactive fictions, commercial entertainments, and independent releases.
Drawing on philosophy, design theory, literary studies, aesthetics, and interviews
with game developers, Sicart provides a systematic account of how games can
be designed to challenge and enrich our moral lives. After discussing such topics
as definition of ethical gameplay and the structure of the game as a designed
object, Sicart offers a theory of the design of ethical game play. He also analyzes
the ethical aspects of game play in a number of current games, including Spec
Ops: The Line, Beautiful Escape: Dungeoneer, Fallout New Vegas, and Anna
Anthropy's Dys4Ia. Games are designed to evoke specific emotions; games that
engage players ethically, Sicart argues, enable us to explore and express our
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values through play.
Beyond GamesSystems Software for Your 6502 Personal
ComputerBYTEInfoWorld
Written for anyone who wants to learn how to create better video games, this
book is a series of essays by industry experts aimed at helping readers improve
their game design skills. Covering game design, marketing, and theory, the book
deals with the full spectrum of issues related to how and why players enjoy
certain games. The book reveals the psychology behind game play and also
explores untapped audiences of players with the goal of discovering how to make
games that everyone will want to play.
"Beyond the Box Score" provides a comprehensive, behind-the-scenes look at how the
ever-growing professional sports industry really works.
Computer games have attracted much attention over the years, mostly attention of the
less flattering kind. This has been true for computer games focused on entertainment,
but also for what for years seemed a sure winner, edutainment. These years the area
has gained new momentum and labels - game-based learning, serious games and
educational games are just some of them. This dissertation aims to be a contribution to
understanding educational use of computer games by building a framework that goes
beyond edutainment. The framework laid out extends from an experiential learning
approach, where concrete experiences are the starting point that can be transformed
through reflection, instruction and active experimentation. It is concluded that computer
games provide rich concrete experience that can be manipulated in the game universe
providing more handles for the student compared to other media formats.
Girls and women as game players and game designers in the new digital landscape of
massively multiplayer online games, “second lives,” “modding,” serious games, and
casual games. Ten years after the groundbreaking From Barbie to Mortal Kombat
highlighted the ways gender stereotyping and related social and economic issues
permeate digital game play, the number of women and girl gamers has risen
considerably. Despite this, gender disparities remain in gaming. Women may be
warriors in World of Warcraft, but they are also scantily clad “booth babes” whose sex
appeal is used to promote games at trade shows. Player-generated content has
revolutionized gaming, but few games marketed to girls allow “modding” (game
modifications made by players). Gender equity, the contributors to Beyond Barbie and
Mortal Kombat argue, requires more than increasing the overall numbers of female
players. Beyond Barbie and Mortal Kombat brings together new media theorists, game
designers, educators, psychologists, and industry professionals, including some of the
contributors to the earlier volume, to look at how gender intersects with the broader
contexts of digital games today: gaming, game industry and design, and serious
games. The contributors discuss the rise of massively multiplayer online games
(MMOs) and the experience of girl and women players in gaming communities; the still
male-dominated gaming industry and the need for different perspectives in game
design; and gender concerns related to emerging serious games (games meant not
only to entertain but also to educate, persuade, or change behavior). In today's gamepacked digital landscape, there is an even greater need for games that offer motivating,
challenging, and enriching contexts for play to a more diverse population of players.
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Contributors Cornelia Brunner, Shannon Campe, Justine Cassell, Mia Consalvo, Jill
Denner, Mary Flanagan, Janine Fron, Tracy Fullerton, Elisabeth Hayes, Carrie Heeter,
Kristin Hughes, Mimi Ito, Henry Jenkins III, Yasmin B. Kafai, Caitlin Kelleher, Brenda
Laurel, Nicole Lazzaro, Holin Lin, Jacki Morie, Helen Nissenbaum, Celia Pearce,
Caroline Pelletier, Jennifer Y. Sun, T. L. Taylor, Brian Winn, Nick YeeInterviews with
Nichol Bradford, Brenda Braithwaite, Megan Gaiser, Sheri Graner Ray, Morgan Romine
This volume presents case studies of language learning beyond the classroom. The
studies draw on a wide range of contexts, from North and South America to Europe and
the Asia-Pacific region. Each provides principled links between theory, research and
practice. While out-of-class learning will not replace the classroom, ultimately all
successful learners take control of their own learning. This book shows how teachers
can help learners bridge the gap between formal instruction and autonomous language
learning. Although English is the primary focus of most chapters, there are studies on a
range of other languages including Spanish and Japanese.
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