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stream; An event type; Event Processing Network; Event processing
languages and extensibility; Processor event node methodologies;
Processor extensibility; Event processor "Intelligence Injection™"

Holistic Event-Driven and Service Orientated ArchitecturesPredicting an
event; Summary; Chapter 2: An Overview of Oracle Event Processing;
Understanding the heritage of Oracle Event Processing; The Java Event-
Driven Server, the bits and bytes of the architecture; The adopted event
language; CQL concepts; The philosophy and fundamentals of
developing; Creating an Oracle Event Processing application; Some
hints and tips; Controlling from the command line; Watching things
happen and changing what happens; Summary; Chapter 3: Adapting
Events for OEP; Creating and converting events
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Applications; Implementing the component model; Exploring the EPN
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This book is a practical guide with examples and clear steps to explain
terrain modeling with Grome.If you're a developer or artist looking for a
guide to walk you through GROME 3.1, then this book is for you. This
book will help you from the first step to exporting a terrain as a
workable art asset in a game engine.
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Great guide to the fundamentals of Autodesk 3ds Max 2014 This
Autodesk Official Press guide is just what you need to learn the basics
of Autodesk 3ds Max 2014 quickly and easily. Through a series of cool
projects like designing an alarm clock, animating a thrown knife, or
lighting a scene, you'll learn the essentials of modeling, rigging,
animating, and rendering using the popular Autodesk 3ds Max 3D
animation and effects software. It's a practical, hands-on approach
allowing you to constantly reinforcing skills as you learn them.
Downloadable before-and-after project files let



