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Learn the principles of good software design and then turn those
principles into great code. This book introduces you to software
engineering, from the application of engineering principles to the
development of software. You’ll see how to run a software development
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project, examine the different phases of a project, and learn how to
design and implement programs that solve specific problems. This
book is also about code construction — how to write great programs
and make them work. Whether you’re new to programming or have
written hundreds of applications, in this book you’ll re-examine what
you already do, and you’ll investigate ways to improve. Using examples
in the Java and C programming languages, you’ll look deeply into
coding standards, debugging, unit testing, modularity, and other
characteristics of effective programs. This new third edition
incorporates new content, new figures, clarifying revisions, and content
reorganization across all chapters. The Software Development
Approaches chapter has been updated to highlight the differences
between lean and agile general approaches, their various specific
implementations, and how they can be effectively combined in software
development practices. The Project Management Essentials chapter has
been expanded to incorporate "SoftAware Development": a new
paradigm which centers individuals, interpersonal relationships, and
workplace culture as the heart of healthy and sustainable joint creation
of software. Finally, a brand new chapter on intellectual property
discusses copyright, patents, and how joint work affects code
ownership rights. You Will Learn Modern agile methodologies How to
work on and with development teams How to leverage the capabilities
of modern computer systems with parallel programming How to work
with design patterns to exploit application development best practices
How to use modern tools for development, collaboration, and source
code controls.
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The mathematical theory of games has as its purpose the analysis of a
wide range of competitive situations. These include most of the
recreations which people usually call "games" such as chess, poker,
bridge, backgam­ mon, baseball, and so forth, but also contests
between companies, military forces, and nations. For the purposes of
developing the theory, all these competitive situations are called
games. The analysis of games has two goals. First, there is the
descriptive goal of understanding why the parties ("players") in
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competitive situations behave as they do. The second is the more
practical goal of being able to advise the players of the game as to the
best way to play. The first goal is especially relevant when the game is
on a large scale, has many players, and has complicated rules. The
economy and international politics are good examples. In the ideal, the
pursuit of the second goal would allow us to describe to each player a
strategy which guarantees that he or she does as well as possible. As
we shall see, this goal is too ambitious. In many games, the phrase "as
well as possible" is hard to define. In other games, it can be defined
and there is a clear-cut "solution" (that is, best way of playing).
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This book discusses the design methodology for chemical process
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equipment carrying out heat and mass transfer operations and various
types of reactors. Process design is an important step before achieving
a mechanical design of chemical process equipment. It requires
comprehensive knowledge of thermodynamics, fluid flow, heat, and
mass transfer operations, and chemical reaction engineering, which is
covered by the various chapters in this book. It covers process design
of (1) heat exchangers, condensers, and reboilers; (2) packed and stage
columns for distillation and gas absorption in chapter; (3) liquid–liquid
extractor and solid–liquid leaching systems; (4) cooling towers; and (5)
four different types of catalytic reactors, packed bed, fluidized bed,
slurry bubble column, and mechanically agitated slurry reactor. The
book emphasizes using correlations and equations in place of design
data available in graphical or tabular forms to make it suitable for
solving problems using spreadsheets and other software. It includes
new correlations if not available in the literature and references to data
available on web resources. The book covers all major topics for the
course Chemical Process Engineering for undergraduate students and is
also helpful in carrying out process design calculations for
undergraduate design projects.


