
UNICAMPANIASUN01079901. Record Nr.

Titolo Delle lezioni di commercio o sia d'economia civile da leggersi nella
cattedra Interiana dell'ab. Genovesi regio cattedratico. Parte prima per il
primo semestre

Pubbl/distr/stampa In Napoli : nella Stamperia Simoniana, 1783

Descrizione fisica 514, [2] p. ; 8°

Lingua di pubblicazione Italiano

Formato

Edizione [Terza edizione napoletana]

Livello bibliografico

Autore Genovesi, Antonio <1713-1769>

Materiale a stampa

Monografia

UNINA99103376214033212. Record Nr.

Titolo Stability and Control of Conventional and Unconventional Aerospace
Vehicle Configurations : A Generic Approach from Subsonic to
Hypersonic Speeds / / by Bernd Chudoba

Pubbl/distr/stampa Cham : , : Springer International Publishing : , : Imprint : Springer, ,
2019

ISBN 3-030-16856-5

Descrizione fisica 1 online resource (418 pages)

Collana Springer Aerospace Technology, , 1869-1730

Disciplina 629.13236

Soggetti Aerospace engineering
Astronautics
Vibration
Dynamics
Engineering design
Aerospace Technology and Astronautics
Vibration, Dynamical Systems, Control
Engineering Design

Lingua di pubblicazione Inglese

Formato

Edizione [1st ed. 2019.]

Livello bibliografico

Autore Chudoba Bernd

Materiale a stampa

Monografia



Nota di contenuto

Sommario/riassunto

Introduction and Objectives -- Generic Aircraft Design – Knowledge
Utilization -- Assessment of the Aircraft Conceptual Design Process --
Generic Characterisation of Aircraft – Parameter Reduction Process --
‘AeroMech’ – Conception of a Generic Stability and Control
Methodology -- AeroMech Feasibility -- Conclusions -- Appendices.
This book introduces a stability and control methodology named
AeroMech, capable of sizing the primary control effectors of fixed wing
subsonic to hypersonic designs of conventional and unconventional
configuration layout. Control power demands are harmonized with
static-, dynamic-, and maneuver stability requirements, while taking
the six-degree-of-freedom trim state into account. The stability and
control analysis solves the static- and dynamic equations of motion
combined with non-linear vortex lattice aerodynamics for analysis. The
true complexity of addressing subsonic to hypersonic vehicle stability
and control during the conceptual design phase is hidden in the
objective to develop a generic (vehicle configuration independent)
methodology concept. The inclusion of geometrically asymmetric
aircraft layouts, in addition to the reasonably well-known symmetric
aircraft types, contributes significantly to the overall technical
complexity and level of abstraction. The first three chapters describe
the preparatory work invested along with the research strategy devised,
thereby placing strong emphasis on systematic and thorough
knowledge utilization. The engineering-scientific method itself is
derived throughout the second half of the book. This book offers a
unique aerospace vehicle configuration independent (generic)
methodology and mathematical algorithm. The approach satisfies the
initial technical quest: How to develop a ‘configuration stability &
control’ methodology module for an advanced multi-disciplinary
aerospace vehicle design synthesis environment that permits consistent
aerospace vehicle design evaluations?
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Founded in 2004, the Games for Health Project supports community,
knowledge and business development efforts to use cutting-edge
games and game technologies to improve health and healthcare. The
Games for Health Conference brings together researchers, medical
professionals and game developers to share information about the
impact of games, playful interaction and game technologies on health,
healthcare and policy. Over two days, more than 400 attendees
participate in over 60 sessions provided by an international array of
80+ speakers, cutting across a wide range of activities in health and
healthcare. Topics include exergaming, physical therapy, disease
management, health behavior change, biofeedback, rehab,
epidemiology, training, cognitive health, nutrition and health
education. Content The proceedings covers the peer-reviewed papers
from the Games for Health Conference 2014. Target groups - Game
Developers, Game Designers - Medical Professionals - Researchers &
Students Editors Prof. Dr. Ben Schouten BA is full professor in Playful



Interaction at Eindhoven University of Technology, as well as associate
professor Play & Game Design at Amsterdam University of Applied
Sciences. He is a Member of the Dutch Games Association and advisor
for the European Commission. Dr. Marlies P. Schijven is a surgeon at
the Academic Medical Center in Amsterdam, and a renowned
researcher in the field of Virtual Reality applications for healthcare,
Simulation and Serious Gaming. Dr. Mirjam Vosmeer is a member of the
Games & Play department, at the Hogeschool van Amsterdam. She has
a PhD in communication science and an academic background in game
studies, psychology, popular culture and media entertainment. Her
further professional background includes television production,
scriptwriting, journalism and publishing. Dr. Stephen Fedtke is an IT
specialist and highly recognized book author and editor.His focus is on
the interdisciplinary application of information and media technologies,
such as IT security, health and entertainment. Alex Gekker is a doctoral
candidate at Utrecht University and member of the Games for Health
Europe's founding team. His research focuses on playful everyday
interactions in the digital maps domain.


