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Scratch & Sketch Dragons & Mythical Creatures (Trace Along) Peter Pauper Press, Incorporated Wire-o bound hardcover 6-3/8 wide x 8-1/2 high (16.2 cm wide x 21.6 cm high) 64 pages (20
scratch-oﬀ, 20 illustrated, 20 sketch pages) Shrink-wrapped with a wooden stylus. White outlines on black scratch-oﬀ pages create a fun way for younger children (ages 5 and up) to trace illustrations,
revealing magniﬁcent colors beneath. Non-toxic. Potential eye irritant. Avoid inhaling particles of scratch coating. Not for children under 5 years. Meets all applicable safety standards. Super Scratch and
Sketch A Cool Art Activity Book for Budding Artists of All Ages Peter Pauper Press Presents twenty drawing and design projects, including hieroglyphics, tattoos, super-heroes, and African
sculpture. Teaching Computing Unplugged in Primary Schools Exploring Primary Computing Through Practical Activities Away from the Computer Learning Matters Teaching primary
computing without computers? The Computing curriculum is a challenge for primary school teachers. The realities of primary school resources mean limited access to computer hardware. But computing is
about more than computers. Important aspects of the fundamental principles and concepts of computer science can be taught without any hardware. Children can learn to analyse problems and
computational terms and apply computational thinking to solve problems without turning on a computer. This book shows you how you can teach computing through ‘unplugged’ activities. It provides
lesson examples and everyday activities to help teachers and pupils explore computing concepts in a concrete way, accelerating their understanding and grasp of key ideas such as abstraction, logic,
algorithms and data representation. The unplugged approach is physical and collaborative, using kinaesthetic learning to help make computing concepts more meaningful and memorable. This book will
help you to elevate your teaching, and your children's learning of computing beyond the available hardware. It focuses on the building blocks of understanding required for computation thinking. Coding
in Scratch: Projects Workbook DK Publishing (Dorling Kindersley) Get kids building exciting computer projects, such as animations, games, and mini-movies, with DK Workbooks: Coding in Scratch:
Projects Workbook. Perfect for children ages 6-9 who are new to coding, this highly visual workbook is a fun introduction to Scratch, a free computer coding programming language. With easy-to-follow
directions and fun pixel art, DK Workbooks: Coding in Scratch: Projects Workbook helps kids understand the basics of programming and how to create cool projects in Scratch through fun, hands-on
learning experiences. All they need is a desktop or laptop with Adobe 10.2 or later, and an internet connection to download Scratch 2.0. Coding can be done without download on https://scratch.mit.edu.
Kids can light up the night sky with their own colorful messages and drawings or make their own music and become the ultimate DJ. They can create a digital portrait of a pet and customize the pictures
with sounds and animations, or test their knowledge with a times tables quiz. This workbook is ﬁlled with open-ended projects that use art, music, sound eﬀects, and math and can be shared online with
friends. Kids can even test their coding knowledge with written vocabulary and programming quizzes at the end of each project. Supporting STEM education initiatives, computer coding teaches kids how
to think creatively, work collaboratively, and reason systematically, and is quickly becoming a necessary and sought-after skill. DK's computer coding books are full of fun exercises with step-by-step
guidance, making them the perfect introductory tools for building vital skills in computer programming. Beginner's Guide to Drawing Manga Chibi Girls Create Adorable Mini Characters (Over
1,000 Illustrations) Expressive eyes, oversized heads and doll-like cuteness--chibi are beloved in the world of manga! Beginner's Guide to Drawing Manga Chibi Girls shows artists of all ages and abilities
how to create their own kawaii characters in six, easy-to-follow lessons. Step-by-step instructions walk you through the basics every aspiring artist needs to learn, like body proportions and facial
expressions. Once you've mastered those, learn how to add diﬀerent hats, hairstyles and costumes to your chibi girls or pose them in fun positions--from jumping for joy to hugging a friend. This all-in-one
guide includes everything you need to start drawing these adorably exaggerated manga characters: Photo-illustrated tutorials let you look over the authors' shoulders as they create original chibi
characters from scratch, right before your eyes! Before-and-after comparisons help you pinpoint mistakes and avoid common pitfalls Step-by-step progressions that help you master a range of head-tobody ratios and create charming ﬁgures that pop oﬀ the page Professional manga artists and chibi experts Mosoko Miyatsuki and Tsubura Kadomaru guide you through the drawing process and essential
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steps as your characters take shape. Follow along as they oﬀer a trove of tips and examples, which help you to track and assess your progress. Before you know it, you'll be creating super cute chibi girls
all on your own! The Artful Parent Simple Ways to Fill Your Family's Life with Art and Creativity Shambhala Publications Bring out your child’s creativity and imagination with more than 60
artful activities in this completely revised and updated edition Art making is a wonderful way for young children to tap into their imagination, deepen their creativity, and explore new materials, all while
strengthening their ﬁne motor skills and developing self-conﬁdence. The Artful Parent has all the tools and information you need to encourage creative activities for ages one to eight. From setting up a
studio space in your home to ﬁnding the best art materials for children, this book gives you all the information you need to get started. You’ll learn how to: * Pick the best materials for your child’s age and
learn to make your very own * Prepare art activities to ease children through transitions, engage the most energetic of kids, entertain small groups, and more * Encourage artful living through everyday
activities * Foster a love of creativity in your family Scratch & Sketch Extreme Mandalas (Trace Along) Scratch and Sketch Trace-Along Calling all extreme artists! Create detailed designs that
glitter with color. Each two-page spread features an intricate mandala design to trace and color. The left-page image is for coloring with ﬁne-tip markers or colored pencils; the right-page image on black is
for Scratch and Sketching with the ﬁne stylus included. Follow the lines to uncover brilliant foils and colorful swirls lying just beneath the surface as you sketch your way to inner peace. White outlines on
black scratch-oﬀ pages create a fun way for younger children (ages 5 and up)to trace illustrations, revealing magniﬁcent colors or sparkly foil beneath. Wire-o bound hardcover - 6-3/8" wide x 8-1/2" high
(16.2 cm wide x 21.6 cm high) - 64 pages (20 scratch-oﬀ, 20 illustrated, 20 sketch pages) - Shrink-wrapped with a wooden stylus. Generative Art A practical guide using Processing Simon and
Schuster Summary Generative Art presents both the technique and the beauty of algorithmic art. The book includes high-quality examples of generative art, along with the speciﬁc programmatic steps
author and artist Matt Pearson followed to create each unique piece using the Processing programming language. About the Technology Artists have always explored new media, and computer-based
artists are no exception. Generative art, a technique where the artist creates print or onscreen images by using computer algorithms, ﬁnds the artistic intersection of programming, computer graphics, and
individual expression. The book includes a tutorial on Processing, an open source programming language and environment for people who want to create images, animations, and interactions. About the
Book Generative Art presents both the techniques and the beauty of algorithmic art. In it, you'll ﬁnd dozens of high-quality examples of generative art, along with the speciﬁc steps the author followed to
create each unique piece using the Processing programming language. The book includes concise tutorials for each of the technical components required to create the book's images, and it oﬀers
countless suggestions for how you can combine and reuse the various techniques to create your own works. Purchase of the print book comes with an oﬀer of a free PDF, ePub, and Kindle eBook from
Manning. Also available is all code from the book. What's Inside The principles of algorithmic art A Processing language tutorial Using organic, pseudo-random, emergent, and fractal processes
================================================= Table of Contents Part 1 Creative Coding Generative Art: In Theory and Practice Processing: A Programming Language for
ArtistsPart 2 Randomness and Noise The Wrong Way to Draw A Line The Wrong Way to Draw a Circle Adding Dimensions Part 3 Complexity Emergence Autonomy Fractals Lifelong Kindergarten
Cultivating Creativity through Projects, Passion, Peers, and Play MIT Press How lessons from kindergarten can help everyone develop the creative thinking skills needed to thrive in today's
society. In kindergartens these days, children spend more time with math worksheets and phonics ﬂashcards than building blocks and ﬁnger paint. Kindergarten is becoming more like the rest of school. In
Lifelong Kindergarten, learning expert Mitchel Resnick argues for exactly the opposite: the rest of school (even the rest of life) should be more like kindergarten. To thrive in today's fast-changing world,
people of all ages must learn to think and act creatively—and the best way to do that is by focusing more on imagining, creating, playing, sharing, and reﬂecting, just as children do in traditional
kindergartens. Drawing on experiences from more than thirty years at MIT's Media Lab, Resnick discusses new technologies and strategies for engaging young people in creative learning experiences. He
tells stories of how children are programming their own games, stories, and inventions (for example, a diary security system, created by a twelve-year-old girl), and collaborating through remixing,
crowdsourcing, and large-scale group projects (such as a Halloween-themed game called Night at Dreary Castle, produced by more than twenty kids scattered around the world). By providing young
people with opportunities to work on projects, based on their passions, in collaboration with peers, in a playful spirit, we can help them prepare for a world where creative thinking is more important than
ever before. Learn to Program with Scratch A Visual Introduction to Programming with Games, Art, Science, and Math No Starch Press Scratch is a fun, free, beginner-friendly programming
environment where you connect blocks of code to build programs. While most famously used to introduce kids to programming, Scratch can make computer science approachable for people of any age.
Rather than type countless lines of code in a cryptic programming language, why not use colorful command blocks and cartoon sprites to create powerful scripts? In Learn to Program with Scratch, author
Majed Marji uses Scratch to explain the concepts essential to solving real-world programming problems. The labeled, color-coded blocks plainly show each logical step in a given script, and with a single
click, you can even test any part of your script to check your logic. You'll learn how to: –Harness the power of repeat loops and recursion –Use if/else statements and logical operators to make decisions
–Store data in variables and lists to use later in your program –Read, store, and manipulate user input –Implement key computer science algorithms like a linear search and bubble sort Hands-on projects
will challenge you to create an Ohm's law simulator, draw intricate patterns, program sprites to mimic line-following robots, create arcade-style games, and more! Each chapter is packed with detailed
explanations, annotated illustrations, guided examples, lots of color, and plenty of exercises to help the lessons stick. Learn to Program with Scratch is the perfect place to start your computer science
journey, painlessly. Uses Scratch 2 The Restoration of Engravings, Drawings, Books, and Other Works on Paper Getty Publications Ever since its original publication in Germany in 1938, Max
Schweidler's Die Instandsetzung von Kupferstichen, Zeichnungen, Buchern usw. has been recognized as a seminal modern text on the conservation and restoration of works on paper. This volume, based
on the authoritative revised German edition of 1950, makes Schweidler's work available in English for the ﬁrst time, in a meticulously edited and annotated scholarly edition. An extensively illustrated
appendix presents case studies of eleven Old Master prints that were treated using the techniques Schweidler discusses. You Can Draw in 30 Days The Fun, Easy Way to Learn to Draw in One
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Month or Less Hachette UK Pick up your pencil, embrace your inner artist, and learn how to draw in thirty days with this approachable step-by-step guide from an Emmy award-winning PBS host.
Drawing is an acquired skill, not a talent -- anyone can learn to draw! All you need is a pencil, a piece of paper, and the willingness to tap into your hidden artistic abilities. With Emmy award-winning,
longtime PBS host Mark Kistler as your guide, you'll learn the secrets of sophisticated three-dimensional renderings, and have fun along the way -- in just twenty minutes a day for a month. Inside you'll
ﬁnd: Quick and easy step-by-step instructions for drawing everything from simple spheres to apples, trees, buildings, and the human hand and face More than 500 line drawings, illustrating each step
Time-tested tips, techniques, and tutorials for drawing in 3-D The 9 Fundamental Laws of Drawing to create the illusion of depth in any drawing 75 student examples to encourage you in the process
Drawing on the Right Side of the Brain A Course in Enhancing Creativity and Artistic Conﬁdence Tarcher Helps the reader gain access to right-brain functions, which aﬀect artistic and creative
abilities, by teaching the skills of drawing through unusual exercises designed to increase visual skills Popular Science Popular Science gives our readers the information and tools to improve their
technology and their world. The core belief that Popular Science and our readers share: The future is going to be better, and science and technology are the driving forces that will help make it better.
Processing, second edition A Programming Handbook for Visual Designers and Artists MIT Press The new edition of an introduction to computer programming within the context of the visual
arts, using the open-source programming language Processing; thoroughly updated throughout. The visual arts are rapidly changing as media moves into the web, mobile devices, and architecture. When
designers and artists learn the basics of writing software, they develop a new form of literacy that enables them to create new media for the present, and to imagine future media that are beyond the
capacities of current software tools. This book introduces this new literacy by teaching computer programming within the context of the visual arts. It oﬀers a comprehensive reference and text for
Processing (www.processing.org), an open-source programming language that can be used by students, artists, designers, architects, researchers, and anyone who wants to program images, animation,
and interactivity. Written by Processing's cofounders, the book oﬀers a deﬁnitive reference for students and professionals. Tutorial chapters make up the bulk of the book; advanced professional projects
from such domains as animation, performance, and installation are discussed in interviews with their creators. This second edition has been thoroughly updated. It is the ﬁrst book to oﬀer in-depth
coverage of Processing 2.0 and 3.0, and all examples have been updated for the new syntax. Every chapter has been revised, and new chapters introduce new ways to work with data and geometry. New
“synthesis” chapters oﬀer discussion and worked examples of such topics as sketching with code, modularity, and algorithms. New interviews have been added that cover a wider range of projects.
“Extension” chapters are now oﬀered online so they can be updated to keep pace with technological developments in such ﬁelds as computer vision and electronics. Interviews SUE.C, Larry Cuba, Mark
Hansen, Lynn Hershman Leeson, Jürg Lehni, LettError, Golan Levin and Zachary Lieberman, Benjamin Maus, Manfred Mohr, Ash Nehru, Josh On, Bob Sabiston, Jennifer Steinkamp, Jared Tarbell, Steph
Thirion, Robert Winter Scratch & Sketch Extreme (Trace Along) Peter Pauper Press Young artists will love exploring the exciting world of Scratch and Sketch Extreme! with this challenging collection
of 20 cool and complex drawings, from the wild to the wonderful! As you trace intricate artwork on the black-coated pages, a wolf, night sky, unicorn, and so much more emerge in sparkling foils of silver
and green, or colorful swirls! White outlines on black scratch-oﬀ pages create a fun way for younger children (ages 5 and up) The War of Art Break Through the Blocks and Win Your Inner Creative
Battles Black Irish Entertainment LLC What keeps so many of us from doing what we long to do? Why is there a naysayer within? How can we avoid the roadblocks of any creative endeavor—be it
starting up a dream business venture, writing a novel, or painting a masterpiece? The War of Art identiﬁes the enemy that every one of us must face, outlines a battle plan to conquer this internal foe, then
pinpoints just how to achieve the greatest success. The War of Art emphasizes the resolve needed to recognize and overcome the obstacles of ambition and then eﬀectively shows how to reach the
highest level of creative discipline. Think of it as tough love . . . for yourself. M. C. Escher The Graphic Work Taschen Introduction and explanation of each print by the artist. WHO Guidelines on
Drawing Blood Best Practices in Phlebotomy Phlebotomy uses large, hollow needles to remove blood specimens for lab testing or blood donation. Each step in the process carries risks - both for
patients and health workers. Patients may be bruised. Health workers may receive needle-stick injuries. Both can become infected with bloodborne organisms such as hepatitis B, HIV, syphilis or malaria.
Moreover, each step aﬀects the quality of the specimen and the diagnosis. A contaminated specimen will produce a misdiagnosis. Clerical errors can prove fatal. The new WHO guidelines provide
recommended steps for safe phlebotomy and reiterate accepted principles for drawing, collecting blood and transporting blood to laboratories/blood banks. Art and Visual Perception A Psychology of
the Creative Eye Univ of California Press The Guided Sketchbook That Teaches You How To DRAW! Peachpit Press Always wanted to learn how to draw? Now’s your chance. Kean University
Teacher of the Year Robin Landa has cleverly disguised an entire college-level course on drawing in this fun, hands-on, begging-to-be-drawn-in sketchbook. Even if you’re one of the four people on this
planet who have never picked up a pencil before, you will learn how to transform your doodles into realistic drawings that actually resemble what you’re picturing in your head. In this book, you will learn
how to use all of the formal elements of drawing–line, shape, value, color, pattern, and texture–to create well-composed still lifes, landscapes, human ﬁgures, and faces. Keep your pencils handy while
you’re reading because you’re going to get plenty of drawing breaks– and you can do most of them right in the book while the techniques are fresh in your mind. To keep you inspired, Landa breaks up the
step-by-step instruction with drawing suggestions and examples from a host of creative contributors including designers Stefan G. Bucher and Jennifer Sterling, artist Greg Leshé, illustrator Mary Ann
Smith, animator Hsinping Pan, and more. ScratchJr Coding Cards Creative Coding Activities No Starch Press The ScratchJr Coding Cards are a deck of 75 activity cards covering fun and exciting
projects designed to educate young children with the visual programming language, ScratchJr. ScratchJr is a free, introductory computer programming language that runs on iPads, Android tablets, Amazon
tablets, and Chromebooks. Derived from Scratch, the wildly popular programming language used by millions of kids worldwide, ScratchJr helps even younger children (5 to 7 years old) create their own
playful animations, interactive stories, and dynamic games. The ScratchJr Coding Cards encourage kids to think creatively and systematically while developing computational thinking skills. Kids will learn
powerful ideas about computer science by using ScratchJr programming blocks to make characters move, jump, dance, sing, and more. As they work through the deck, they will become creative thinkers
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and problem solvers. Written by the ScratchJr co-creator, Prof. Marina Umaschi Bers, and Dr. Amanda Sullivan, the exercises in ScratchJr Coding Cards will encourage kids to develop coding skills as well as
foundational concepts for literacy, math, planning, and problem-solving, all while having fun. The cards are created using the pedagogical approach developed by Prof. Bers to teach coding in a playful way
to young children. Drawing Futures Speculations in Contemporary Drawing for Art and Architecture UCL Press Drawing Futures brings together international designers and artists for
speculations in contemporary drawing for art and architecture.Despite numerous developments in technological manufacture and computational design that provide new grounds for designers, the act of
drawing still plays a central role as a vehicle for speculation. There is a rich and long history of drawing tied to innovations in technology as well as to revolutions in our philosophical understanding of the
world. In reﬂection of a society now underpinned by computational networks and interfaces allowing hitherto unprecedented views of the world, the changing status of the drawing and its representation
as a political act demands a platform for reﬂection and innovation. Drawing Futures will present a compendium of projects, writings and interviews that critically reassess the act of drawing and where its
future may lie.Drawing Futures focuses on the discussion of how the ﬁeld of drawing may expand synchronously alongside technological and computational developments. The book coincides with an
international conference of the same name, taking place at The Bartlett School of Architecture, UCL, in November 2016. Bringing together practitioners from many creative ﬁelds, the book discusses how
drawing is changing in relation to new technologies for the production and dissemination of ideas. Debt The First 5,000 Years Melville House Publishing Economic history states that money replaced
a bartering system, yet there isn't any evidence to support this axiom. Anthropologist Graeber presents a stunning reversal of this conventional wisdom. For more than 5000 years, humans have used
elaborate credit systems to buy and sell goods. Since the beginning of the agrarian empires, humans have been divided into debtors and creditors. Through time, virtual credit money was replaced by gold
and the system as a whole went into decline. This fascinating history is told for the ﬁrst time. The Art of Renaissance Europe A Resource for Educators Metropolitan Museum of Art Signs and
Symbols Their Design and Meaning Discusses the elements of a sign, and looks at pictograms, alphabets, calligraphy, monograms, text type, numerical signs, symbols, and trademarks Out of My
Mind Simon and Schuster Considered by many to be mentally retarded, a brilliant, impatient ﬁfth-grader with cerebral palsy discovers a technological device that will allow her to speak for the ﬁrst
time. Democracy and Education Read Books Ltd This antiquarian volume contains a comprehensive treatise on democracy and education, being an introduction to the 'philosophy of education'.
Written in clear, concise language and full of interesting expositions and thought-provoking assertions, this volume will appeal to those with an interest in the role of education in society, and it would
make for a great addition to collections of allied literature. The chapters of this book include: 'Education as a Necessity of Life'; 'Education as a Social Function'; 'Education as Direction'; 'Education as
Growth'; 'Preparation, Unfolding, and Formal Discipline'; 'Education as Conservative and Progressive'; 'The Democratic Conception in Education'; 'Aims in Education', etcetera. We are republishing this
vintage book now complete with a new prefatory biography of the author. Artiﬁcial Hells Participatory Art and the Politics of Spectatorship Verso Books Since the 1990s, critics and curators have
broadly accepted the notion that participatory art is the ultimate political art: that by encouraging an audience to take part an artist can promote new emancipatory social relations. Around the world, the
champions of this form of expression are numerous, ranging from art historians such as Grant Kester, curators such as Nicolas Bourriaud and Nato Thompson, to performance theorists such as Shannon
Jackson. Artiﬁcial Hells is the ﬁrst historical and theoretical overview of socially engaged participatory art, known in the US as “social practice.” Claire Bishop follows the trajectory of twentieth-century art
and examines key moments in the development of a participatory aesthetic. This itinerary takes in Futurism and Dada; the Situationist International; Happenings in Eastern Europe, Argentina and Paris; the
1970s Community Arts Movement; and the Artists Placement Group. It concludes with a discussion of long-term educational projects by contemporary artists such as Thomas Hirschhorn, Tania Bruguera,
Pawe? Althamer and Paul Chan. Since her controversial essay in Artforum in 2006, Claire Bishop has been one of the few to challenge the political and aesthetic ambitions of participatory art. In Artiﬁcial
Hells, she not only scrutinizes the emancipatory claims made for these projects, but also provides an alternative to the ethical (rather than artistic) criteria invited by such artworks. Artiﬁcial Hells calls for
a less prescriptive approach to art and politics, and for more compelling, troubling and bolder forms of participatory art and criticism. Python for Data Analysis Data Wrangling with Pandas, NumPy,
and IPython "O'Reilly Media, Inc." Get complete instructions for manipulating, processing, cleaning, and crunching datasets in Python. Updated for Python 3.6, the second edition of this hands-on guide
is packed with practical case studies that show you how to solve a broad set of data analysis problems eﬀectively. You’ll learn the latest versions of pandas, NumPy, IPython, and Jupyter in the process.
Written by Wes McKinney, the creator of the Python pandas project, this book is a practical, modern introduction to data science tools in Python. It’s ideal for analysts new to Python and for Python
programmers new to data science and scientiﬁc computing. Data ﬁles and related material are available on GitHub. Use the IPython shell and Jupyter notebook for exploratory computing Learn basic and
advanced features in NumPy (Numerical Python) Get started with data analysis tools in the pandas library Use ﬂexible tools to load, clean, transform, merge, and reshape data Create informative
visualizations with matplotlib Apply the pandas groupby facility to slice, dice, and summarize datasets Analyze and manipulate regular and irregular time series data Learn how to solve real-world data
analysis problems with thorough, detailed examples Mathematics for Machine Learning Cambridge University Press Distills key concepts from linear algebra, geometry, matrices, calculus,
optimization, probability and statistics that are used in machine learning. The Art Spirit Annotated with Illustrations Written 100 years ago, The Art Spirit by Robert Henri is most inﬂuential book for
artists, and especially American artists. It still remains one of the best selling books on art and creativity, and it attracts new readers with every generation. Henri with the assistance of Margery Ryerson
prepared this book from four decades of his lecture notes and hundreds of letters to students and friends. The Art Spirit deserves to be in every artist's library.Although Henri oﬀers practical advice on
painting, the book is not just about how to do art, but how to become an artist. For Henri, there was no greater human ambition than to be an artist. Although Henri's own life was not without challenges,
especially ﬁnancial ones, he does not dwell on his personal adversities. The book is a gloriﬁcation of the artist's life, and how mundane diﬃculties pale to the joys of the artistic life. The Art Spirit provides
insights into the mind of one of America's most inﬂuential artists and teachers, and the reader-artist comes away with an uplifting sense in what it means to be a part of the great "Brotherhood" of art. One
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of the problems of the original edition was that Henri was a frequent name-dropper. In this new edition, names and terms are annotated along with illustrations, making the read more informative and
enjoyable. It is the best of The Art Spirit reprints. Emerging Research, Practice, and Policy on Computational Thinking Springer This book reports on research and practice on computational
thinking and the eﬀect it is having on education worldwide, both inside and outside of formal schooling. With coding becoming a required skill in an increasing number of national curricula (e.g., the United
Kingdom, Israel, Estonia, Finland), the ability to think computationally is quickly becoming a primary 21st century “basic” domain of knowledge. The authors of this book investigate how this skill can be
taught and its resultant eﬀects on learning throughout a student's education, from elementary school to adult learning. The SparkFun Guide to Processing Create Interactive Art with Code No
Starch Press Processing is a free, beginner-friendly programming language designed to help non-programmers create interactive art with code. The SparkFun Guide to Processing, the ﬁrst in the
SparkFun Electronics series, will show you how to craft digital artwork and even combine that artwork with hardware so that it reacts to the world around you. Start with the basics of programming and
animation as you draw colorful shapes and make them bounce around the screen. Then move on to a series of hands-on, step-by-step projects that will show you how to: –Make detailed pixel art and scale
it to epic proportions –Write a maze game and build a MaKey MaKey controller with fruit buttons –Play, record, and sample audio to create your own soundboard –Fetch weather data from the Web and
build a custom weather dashboard –Create visualizations that change based on sound, light, and temperature readings With a little imagination and Processing as your paintbrush, you’ll be on your way to
coding your own gallery of digital art in no time! Put on your artist’s hat, and begin your DIY journey by learning some basic programming and making your ﬁrst masterpiece with The SparkFun Guide to
Processing. The code in this book is compatible with Processing 2 and Processing 3. Beginning Programming with Python For Dummies John Wiley & Sons The easy way to learn programming
fundamentals with Python Python is a remarkably powerful and dynamic programming language that's used in a wide variety of application domains. Some of its key distinguishing features include a very
clear, readable syntax, strong introspection capabilities, intuitive object orientation, and natural expression of procedural code. Plus, Python features full modularity, supporting hierarchical packages,
exception-based error handling, and modules easily written in C, C++, Java, R, or .NET languages, such as C#. In addition, Python supports a number of coding styles that include: functional, imperative,
object-oriented, and procedural. Due to its ease of use and ﬂexibility, Python is constantly growing in popularity—and now you can wear your programming hat with pride and join the ranks of the pros with
the help of this guide. Inside, expert author John Paul Mueller gives a complete step-by-step overview of all there is to know about Python. From performing common and advanced tasks, to collecting data,
to interacting with package—this book covers it all! Use Python to create and run your ﬁrst application Find out how to troubleshoot and ﬁx errors Learn to work with Anaconda and use Magic Functions
Beneﬁt from completely updated and revised information since the last edition If you've never used Python or are new to programming in general, Beginning Programming with Python For Dummies is a
helpful resource that will set you up for success. Alice in wonderland Painting on Light Drawings and Stained Glass in the Age of Dürer and Holbein Getty Publications The names Albrecht
Dürer and Hans Holbein the Younger evoke the dazzling accomplishments of Renaissance panel painting and printmaking, but they may not summon images of stained glass. Nevertheless, Dürer, Holbein,
and their southern German and Swiss contemporaries designed some of the most splendid works in the history of the medium. This lavish volume is a comprehensive survey of the contribution to stained
glass made by these extraordinarily gifted draftsmen and the equally talented glass painters who rendered their compositions in glass. Included are discussions of both monumental church windows and
smaller-scale stained-glass panels made for cloisters, civic buildings, residences, and private chapels. The subjects of these rarely seen drawings and panels range from religious topics to secular themes,
including love, planets, hunts, and battles. Focusing on stained glass produced in Germany and Switzerland from about 1495 to 1530, Painting on Light includes drawings by Dürer, Holbein, Albrecht
Altdorfer, Hans Baldung Grien, Jörg Breu the Elder, Hans Burgkmair, Urs Graf, Hans von Kulmbach, Hans Leu the Younger, Niklaus Manuel Deutsch, Hans Schäufelein, Hans Weiditz, and others. This
informative book is published in conjunction with an exhibition at the Getty Museum from July 11 through September 24, 2000, and from November 7, 2000, to January 4, 2001, at the Saint Louis Art
Museum. Painting with Mixed Media Stackpole Books How to use painting mediums such as acrylic, watercolor, oil paint, ink, tempera, and pastels in combination with glazes, gesso, wax, and other
materials for use in collages, scrapbooks, memory boxes, photo albums, and individual art pieces. Handbook of Drawing Understanding Children's Drawings Guilford Press This practical resource
demonstrates how all clinicians can broaden and enhance their work with children by integrating drawing into therapy. The book enables therapists to address the multidimensional aspects of children's art
without resorting to simplistic explanations. Approaching drawing as a springboard for communication and change, Malchiodi oﬀers a wealth of guidelines for understanding the intricate messages
embedded in children's drawings and in the art-making process itself. Topics covered include how to assist children in making art, what questions to ask and when, and how to motivate children who are
initially resistant to drawing. Assimilating extensive research and clinical experience, the book includes over 100 examples of children's work.
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