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Introduction to Fiber Optics is well established as an introductory text
for engineers, managers and students. It meets the needs of systems
designers, installation engineers, electronic engineers and anyone else
looking to gain a working knowledge of fiber optics with a minimum of
maths. Review questions are included in the text to enable the reader
to check their understanding as they work through the book.The new
edition of this successful book is now fully up to date with the new
standards, latest technological developments and includes a new
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If you are a game developer with experience in Objective-C and are
interested in creating games for iOS or Android, this is the book for
you. It will help you to quickly get started with Cocos2D and guide you
through the process of creating a game, giving you the essential skills
and knowledge you need to do so.


