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This book is a mini tutorial with plenty of code examples and strategies
to give you many options when building your own applications.This
book is meant for readers who are familiar with C/C++ programming
and want to write simple programs with Kinect. The standard template
library can also be used as it is simple enough to understand.
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This book contains a great deal of practical information for drives and
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industrial engineers who use motors and drives. It is a comprehensive
guide to the technology underlying drives and motors. It contains
sufficient theory to give both user and student an insight into the
design of these components and thereby the constraints and
opportunities that exist. It has been radically revised and expanded
from the previous edition to contain much new information.


