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Modern software systems are becoming more complex in many ways
and are having to cope with a growing number of abnormal situations
which, in turn, are increasingly complex to handle. Exception handling
is an essential part of software and system architectures and a crucial
element in the tool-set that enables the building of resilient, robust
and safe software systems. Two ECOOP workshops on exception
handling were held in 2003 and 2005. This book is primarily an
outcome of these two events - several workshop participants as well as
a number of other leading researchers in the field were invited to
contribute a chapter each. This book is composed of five parts; the first
four deal with topics related to exception handling in the context of
programming languages, concurrency and operating systems, pervasive
computing systems, and requirements and specifications. The last part
focuses on case studies, experimentation and qualitative comparisons.
The 16 coherently written chapters by leading researchers competently
address a wide range of issues in exception handling.



UNINA99107974098033212. Record Nr.

Titolo Finding and seeking / / Oliver O'Donovan

Pubbl/distr/stampa Grand Rapids, Michigan : , : William B. Eerdmans Publishing Company, ,
2014

ISBN 1-4674-4223-2

Descrizione fisica 1 online resource (x, 249 pages)

Collana Ethics as Theology ; ; Volume 2

Disciplina 241

Soggetti Christian ethics
Self-knowledge, Theory of
God

Lingua di pubblicazione Inglese

Formato

Livello bibliografico

Note generali Includes index.

Nota di bibliografia

Nota di contenuto

Includes bibliographical references and indexes.

Sommario/riassunto

1. Spirit and self -- 2. Faith and purpose -- 3. Faith and meaning -- 4.
The good of man -- 5. Wisdom and time -- 6. Love and testimony --
7. Hope and anticipation -- 8. Deliberation -- 9. Discernment.
This volume traces the logic of moral thought from self-awareness to
decision through the virtues of faith, hope, and love, blending biblical,
historico-theological, and contemporary ideas.
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Serious Games provides a thorough exploration of the claim that
playing games can provide learning that is deep, sustained and
transferable to the real world. ""Serious games"" is defined herein as
any form of interactive computer-based game software for one or
multiple players to be used on any platform and that has been
developed to provide more than entertainment to players. With this
volume, the editors address the gap in exisiting scholarship on gaming,
providing an academic overview on the mechanisms and effects of
serious games. Contributors investigate the psychological mec


