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IT changes everyday’s life, especially in education and medicine. The goal of ITME 2013 is to further explore the theoretical and practical
issues of IT in education and medicine. It also aims to foster new ideas and collaboration between researchers and practitioners.
The volume includes a set of selected papers extended and revised from the 2011 International Conference on Computers and Advanced
Technology in Education. With the development of computers and advanced technology, the human social activities are changing basically.
Education, especially the education reforms in different countries, has been experiencing the great help from the computers and advanced
technology. Generally speaking, education is a field which needs more information, while the computers, advanced technology and internet
are a good information provider. Also, with the aid of the computer and advanced technology, persons can make the education an effective
combination. Therefore, computers and advanced technology should be regarded as an important media in the modern education. Volume
Advanced Information Technology in Education is to provide a forum for researchers, educators, engineers, and government officials involved
in the general areas of computers and advanced technology in education to disseminate their latest research results and exchange views on
the future research directions of these fields.
The biennial Digital Review of Asia Pacific is a comprehensive guide to the state-of-practice and trends in ICT for development (ICT4D) in
Asia Pacific, carrying 31 updated country reports on the theme of ICT and education.
This book is a capstone to the magisterial career of one of Japan's most senior scholars of risk, accounting, and management. How can
companies and organizations navigate today's world, rife with unexpected challenges and opportunities? In this trenchant book, Nishimura
offers case studies, theoretical models, and useful strategies for the new normal. This book will be useful to scholars, businesspeople, and
bankers.
This book presents the status quo of Information and Communication Technology (ICT) in Education, with a focus on China and the 17
Central and Eastern European Countries (CEECs), including Albania, Bosnia and Herzegovina, Bulgaria, Croatia, the Czech Republic,
Estonia, Greece, Hungary, Latvia, Lithuania, Macedonia, Montenegro, Poland, Romania, Serbia, Slovakia and Slovenia (the “17+1”
cooperation mechanism, as an incubator for pragmatic trans-regions cooperation platform, created by China and the 17 CEECs). With recent
advances in ICT in China and the CEECs, it has assumed increasingly important roles in education, including the improvement of the quality
of teaching and learning, as well as the promotion of equity in education. The significant contribution of ICT in education is an enabler to
achieving the goals of the “17+1 cooperation” mechanism between China and the CEECs, which has attracted considerable attention
worldwide, given fresh impetus to cooperation between the two parties, and opened a new chapter in China-CEEC cooperation. The
contributors, all of whom hail from these 18 countries, describe the state-of-the-art of ICT in education in their respective country, and focus
on three major aspects, namely: the country profile, general status of education development, and ICT in education. In turn, leading experts in
educational informatization research compare the situations in different countries. Taken together, the papers offer valuable insights for
policymakers and educators on how to integrate ICT into educational processes, and on inter-regional cooperation with regard to ICT in
education.
In Tutorial 1, you will start building a Visual C# interface for database management system project using MySQL. The database, named
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DBMS, is created. The designed interface in this tutorial will used as the main terminal in accessing other forms. This tutorial will also discuss
how to create login form and login table. In Tutorial 2, you will build a project, as part of database management system, where you can store
information about valuables in school. The table will have seven fields: Item (description of the item), Location (where the item was placed),
Shop (where the item was purchased), DatePurchased (when the item was purchased), Cost (how much the item cost), SerialNumber (serial
number of the item), PhotoFile (path of the photo file of the item), and Fragile (indicates whether a particular item is fragile or not). In Tutorial
3 up to Tutorial 4, you will perform the steps necessary to add 6 tables using phpMyAdmin into DBMS database. You will build each table and
add the associated fields as needed. In this tutorials, you will create a library database project, as part of database management system,
where you can store all information about library including author, title, and publisher. In Tutorial 5 up to Tutorial 7, you will perform the steps
necessary to add 8 more tables using phpMyAdmin into DBMS database. You will build each table and add the associated fields as needed.
In this tutorials, you will create a high school database project, as part of database management system, where you can store all information
about school including parent, teacher, student, subject, and, title, and grade.
Neuroscience research deals with the physiology, biochemistry, anatomy and molecular biology of neurons and neural circuits and especially
their association with behavior and learning. Of late, neuroscience research is playing a pivotal role in industry, science writing, government
program management, science advocacy, and education. In the process of learning as experiencing knowledge, the human brain plays a vital
role as the central governing system to map the images of learning in the human brain which may be called educational neuroscience. It
provides means to develop a common language and bridge the gulf between educators, psychologists and neuroscientists. The emerging
field of educational neuroscience presents opportunities as well as challenges for education, especially when it comes to assess the learning
disorders and learning intentions of the students. The most effective learning involves recruiting multiple regions of the brain for the learning
task. These regions are associated with such functions as memory, the various senses, volitional control, and higher levels of cognitive
functioning. By considering biological factors, research has advanced the understanding of specific learning difficulties, such as dyslexia and
dyscalculia. Likewise, neuroscience is uncovering why certain types of learning are more rewarding than others. Of late, a lot of research has
gone in the field of neural networks and deep learning. It is worthwhile to consider these research areas in investigating the interplay between
the human brain and human formal/natural learning. This book is intended to bring together the recent advances in neuroscience research
and their influence on the evolving learning systems with special emphasis on the evolution of a learner-centric framework in outcome based
education by taking into cognizance the learning abilities and intentions of the learners.
Within educational organizations, administration and leadership are relied upon for the allocation of resources as well as the optimization of
processes that can include data storage, knowledge management, and decision making. To support these expectations, technologies,
knowledge, and smart systems must be put into place that allow administrators and leaders to accomplish these tasks as efficiently as
possible. Utilizing Technology, Knowledge, and Smart Systems in Educational Administration and Leadership is an academic research book
that examines knowledge regarding the scholarly exploration of the technologies, information/knowledge, and smart systems in educational
administration and leadership. It provides a holistic, systematic, and comprehensive paradigm. Featuring a wide range of topics such as
technology leadership in schools, technology integration in educational administration, and professional development, this book is ideal for
school administrators, educational leaders, principals, IT consultants, educational software developers, academicians, researchers,
professionals, educational policymakers, educators, and students.
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With this book, Web designers who usually turn out static Websites with HTML and CSS can make the leap to the next level of Web
development--full-fledged, dynamic, database-driven Websites using PHP and SQL.
This book presents a collection of research-based, effective, and culturally responsive practices that are used in schools and communities to
support and empower families of students with disabilities to be equal partners for schools. As the demographics of the U.S. population
become increasingly diverse, the U.S. Census Bureau projects that, by 2044, more than half of the U.S. population will belong to a minority
group. Currently, students from diverse backgrounds comprise over 53% of the special education student population. While their parents are
the key decision makers and advocates who ensure that they receive services and support that address their individual needs, research
consistently indicates that families from diverse backgrounds face many challenges that prevent them from taking on these active roles.
Along with the improvements in the U.S. since the enactment of its first special education law in 1975, other parts of the world are also
making changes to their special education systems in terms of responding to the diverse needs of children and students with disabilities and
their families. This book also shares research-based and effective practices from other countries. The studies presented employ both
qualitative and quantitative methods to investigate family-school-community partnerships.
In chapter one, you will learn to know the properties and events of each control in a Windows Visual C# applications. You need to learn and
know in order to be more familiar when applying them to some desktop applications in this book. In chapter two, you will build Throwing Fire
program. This program can be played by two human players or human player versus computer. You will use 12 labels, a large control panel,
and three control buttons on the form. In the control panel, a smaller panel with two group box controls and a button control are placed. In the
first group box, you will use 2 radio buttons; in the second box group, place 4 radio buttons. Next, two timer controls are added to the project.
All label controls are used for titles and provide scoring and game information. The large panel (Panel1) is the playing field. Three button
controls are used to start / stop a program, set options, and exit the program. One timer control is used to control game animation and
another is used to represent the computer's decision process. The second control panel (Panel2) is used to select game options. One group
box contains radio buttons which are used to select number of players. A group box contains radio buttons to select the level of difficulty of
the game, when playing against a computer. A small button is used to close the options panel. The default properties are set for one-player
games with the easiest game difficulty. In chapter three, you will build Roasted Duck Delivery simulation. In this simulation, a number of
decisions are needed. The basic idea is to read the order by incoming telephone and tell the delivery scooter to go to the location of the
order. You also need to make sure that you always provide a roasted duck ready to be transported by the delivery scooter. The delivery area
is a 20 by 20 square grid. The more roasted duck is sold, the more profit it gets. The panel control on the left side of the form contains the
delivery grid. On the upper right are group boxes with two label controls to display the time or hour and sale results. The computer monitor (in
a picture box) displays order and delivery status using a list box and label control. Another group box contains a roasting oven when the
roasted ducks are displayed using eight picture box controls. Two button controls on the group box control the operation of the oven. Group
boxes under the oven show how many ducks are ready to be delivered and how many are in the delivery scooter (a button control is to load
the roasted duck into the scooter). The two button controls beneath are used to start/pause the game and to stop the game or exit the game.
In the area under the form there are several timers for controlling a number of aspects in the program. The delivery grid consists of 400 label
controls on 20 rows (marked with numbers) and 20 columns (marked with letters). Here, you will learn how to place controls on a form (or
panel in this case) using code (when the program runs, not when designing the form). This mechanism can save time designing the form. In
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chapter four, you will build a Drone Simulation. In this simulation, you control both vertical and horizontal thrusters to maneuver the ride to the
landing pad. You will adjust the landing speed so that it is slow enough so that no accident occurs. You build the form in two stages, the first
stage creates two option group boxes, and then the second stage uses both those group boxes as landing controls. Two control panels are
placed on the left side of the form: one panel for drawing and another panel for the edge. On the right side of the form, place the two group
control boxes. In the first group box, five radio buttons and a check box are added. In the second group box, two radio buttons are placed. In
the below section of the form, three buttons are added. Finally, one timer control is added. Then in the form, a group box is added overlap
panel. Then, 11 label controls are added to the group box. After that, a progress bar is added. Under the bar, two control panels are added,
one high panel and one short panel. In the second (short) panel control, two small label controls are added. Underneath, three button controls
are placed. Under these three buttons, a label control is added. For each label control, set the AutoSize property to False to be resized and
set (temporarily) the BorderStyle property to FixedSingle so that you can see the edges to facilitate the layout process. In this chapter, you
will build Jumper game. In this game, you will move the jumper across the busy road, avoid the tiger, and cross the river with the changing
current to get to house safely. You will place four label controls on the top part of the form (set the AutoSize property to False so that it can be
resized and the BorderStyle property temporarily becomes FixedSingle so you can see the edges). Then, you use five panel controls below
the labels. These panels will be a place for image graphics. Each panel has a width of 16 jumpers or 640 pixels, because one jumper will be
given a width of 40 pixels. The first panel will be the jumper house, which will be given a height of 80 pixels. The next panel will become a
river, with a height of 120 pixels. The next panel will be a place for tiger, 40 pixels high. Under the snake panel, there is a road panel. This
panel will contain three boat lanes. Each boat has a height of 40 pixels, but you will give it a height of 140 pixels (not 120 pixels) to make
room for lane markers. The fifth panel is the place where the jumper will begin its journey or leap. This panel will be given a height of 40
pixels. Add the last control panel below the form with three button controls. Then, finally, add four timer controls. Adjust the size of the form so
that the panel controls can occupy according to the width of the form.
"The objectives of the proposed book are to provide techniques and tools appropriate for building application portfolios and develop strategies
that increase financial performance"--Provided by publisher.
Combines language tutorials with application design advice to cover the PHP server-side scripting language and the MySQL database
engine.
Book 1: Practical Data Science Programming for Medical Datasets Analysis and Prediction with Python GUI In this book, you will implement
two data science projects using Scikit-Learn, Scipy, and other libraries with Python GUI. In Project 1, you will learn how to use Scikit-Learn,
NumPy, Pandas, Seaborn, and other libraries to perform how to predict early stage diabetes using Early Stage Diabetes Risk Prediction
Dataset provided by Kaggle. This dataset contains the sign and symptpom data of newly diabetic or would be diabetic patient. This has been
collected using direct questionnaires from the patients of Sylhet Diabetes Hospital in Sylhet, Bangladesh and approved by a doctor. You will
develop a GUI using PyQt5 to plot distribution of features, feature importance, cross validation score, and prediced values versus true values.
The machine learning models used in this project are Adaboost, Random Forest, Gradient Boosting, Logistic Regression, and Support Vector
Machine. In Project 2, you will learn how to use Scikit-Learn, NumPy, Pandas, and other libraries to perform how to analyze and predict
breast cancer using Breast Cancer Prediction Dataset provided by Kaggle. Worldwide, breast cancer is the most common type of cancer in
women and the second highest in terms of mortality rates.Diagnosis of breast cancer is performed when an abnormal lump is found (from selfPage 4/19
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examination or x-ray) or a tiny speck of calcium is seen (on an x-ray). After a suspicious lump is found, the doctor will conduct a diagnosis to
determine whether it is cancerous and, if so, whether it has spread to other parts of the body. This breast cancer dataset was obtained from
the University of Wisconsin Hospitals, Madison from Dr. William H. Wolberg. You will develop a GUI using PyQt5 to plot distribution of
features, pairwise relationship, test scores, prediced values versus true values, confusion matrix, and decision boundary. The machine
learning models used in this project are K-Nearest Neighbor, Random Forest, Naive Bayes, Logistic Regression, Decision Tree, and Support
Vector Machine. Book 2: Step by Step Tutorials For Data Science With Python GUI: Traffic And Heart Attack Analysis And Prediction In this
book, you will implement two data science projects using Scikit-Learn, Scipy, and other libraries with Python GUI. In Chapter 1, you will learn
how to use Scikit-Learn, Scipy, and other libraries to perform how to predict traffic (number of vehicles) in four different junctions using Traffic
Prediction Dataset provided by Kaggle. This dataset contains 48.1k (48120) observations of the number of vehicles each hour in four different
junctions: 1) DateTime; 2) Juction; 3) Vehicles; and 4) ID. In Chapter 2, you will learn how to use Scikit-Learn, NumPy, Pandas, and other
libraries to perform how to analyze and predict heart attack using Heart Attack Analysis & Prediction Dataset provided by Kaggle. Book 3:
BRAIN TUMOR: Analysis, Classification, and Detection Using Machine Learning and Deep Learning with Python GUI In this project, you will
learn how to use Scikit-Learn, TensorFlow, Keras, NumPy, Pandas, Seaborn, and other libraries to implement brain tumor classification and
detection with machine learning using Brain Tumor dataset provided by Kaggle. This dataset contains five first order features: Mean (the
contribution of individual pixel intensity for the entire image), Variance (used to find how each pixel varies from the neighboring pixel 0,
Standard Deviation (the deviation of measured Values or the data from its mean), Skewness (measures of symmetry), and Kurtosis
(describes the peak of e.g. a frequency distribution). It also contains eight second order features: Contrast, Energy, ASM (Angular second
moment), Entropy, Homogeneity, Dissimilarity, Correlation, and Coarseness. The machine learning models used in this project are K-Nearest
Neighbor, Random Forest, Naive Bayes, Logistic Regression, Decision Tree, and Support Vector Machine. The deep learning models used in
this project are MobileNet and ResNet50. In this project, you will develop a GUI using PyQt5 to plot boundary decision, ROC, distribution of
features, feature importance, cross validation score, and predicted values versus true values, confusion matrix, training loss, and training
accuracy.
Spatial technologies like GIS, CAD, and spatial DBMS have proved their applicability and usability in almost every sector of urban
development. Urban Planning Systems, Public Participation Systems, and others have been continuously developed and improved
contributing to better decision making, communicating ideas between different actors as well as
In this book, you will implement deep learning on detecting vehicle license plates, recognizing sign language, and detecting surface crack
using TensorFlow, Keras, Scikit-Learn, OpenCV, Pandas, NumPy and other libraries. In Chapter 1, you will learn how to use TensorFlow,
Keras, Scikit-Learn, OpenCV, Pandas, NumPy and other libraries to perform detecting vehicle license plates using Car License Plate
Detection dataset provided by Kaggle (https://www.kaggle.com/andrewmvd/car-plate-detection/download). In Chapter 2, you will learn how to
use TensorFlow, Keras, Scikit-Learn, OpenCV, Pandas, NumPy and other libraries to perform sign language recognition using Sign
Language Digits Dataset provided by Kaggle (https://www.kaggle.com/ardamavi/sign-language-digits-dataset/download). In Chapter 3, you
will learn how to use TensorFlow, Keras, Scikit-Learn, OpenCV, Pandas, NumPy and other libraries to perform detecting surface crack using
Surface Crack Detection provided by Kaggle (https://www.kaggle.com/arunrk7/surface-crack-detection/download).
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The ICT Handbook for Primary Teachers will help all those involved in primary education, whether in training, teaching or
leadership roles, to develop the ICT knowledge, understanding and skills required to enhance children’s learning in the
classroom. This new edition reflects the changes to the curriculum from 2014. It includes a new section on the Computing
curriculum and an overview of the reorganisation of those online agencies that serve to support ICT. Covering theory and
practise this essential handbook explores and outlines the usefulness of a wide range of up to date ICT resources in a
range of primary contexts, and advice is offered on assessing whether ICT is preferable to other approaches for
‘enhancing learning’. With reference to supplementary online resources, providing activities, multimedia resources and
further reading, the book covers: the requirements of the new Computing curriculum, the place for ICT in enhancing
teaching and learning across the curriculum, using ICT in core curriculum subjects and in cross-curricular contexts,
different models of e-learning (interactive whiteboards, tablet PCs, mobile devices, the Internet etc), how ICT can be
used to help pupils with special educational needs and using ICT for planning, delivery, assessment and recording. This
book is an indispensible guide to ICT for students on PGCE, BEd and undergraduate teaching courses, along with
practising teachers, SENCOs, ICT coordinators and school leaders.
This book provides a unique map of the focus and directions of contemporary research on school leadership since 2000
in 24 countries. Each of these directions has its own particular cultural, educational and policy history. Taken together,
the various chapters in the volume provide a rich and varied mosaic of what is currently known and what is yet to be
discovered about the roles and practices of principals, and their contributions to the improvement of teaching and the
learning and achievement of students. The particular foci and methodological emphases of the research reported
illustrate the different phases in the development of educational policies and provision in each country. This collection is
an important addition to existing international research that has shown beyond any reasonable doubt that the influence of
school principals is second only to that of teachers in their capacity to impact students’ progress and achievement and to
promote equity and social justice.
This book will guide you through building a practical web application project. You will learn how to use PHP, MySQL,
HTML, CSS and JavaScript. You will also learn more about working with databases to build a school library management
system. The book will show you how to host a live and data-driven web application.
In Tutorial 1, you will start building a Visual C# interface for database management system project with SQL Server. The
database, named DBMS, is created. The designed interface in this tutorial will used as the main terminal in accessing
other forms. This tutorial will also discuss how to create login form and login table. In Tutorial 2, you will build a project,
as part of database management system, where you can store information about valuables in school. In Tutorial 3 up to
Page 6/19

Bookmark File PDF School Management System Php Project Documentation
Tutorial 4, you will perform the steps necessary to add 6 tables into DBMS database. You will build each table and add
the associated fields as needed. In this tutorials, you will create a library database project, as part of database
management system, where you can store all information about library including author, title, and publisher. In Tutorial 5
up to Tutorial 7, you will perform the steps necessary to add 6 more tables into DBMS database. You will build each table
and add the associated fields as needed. In this tutorials, you will create a high school database project, as part of
database management system, where you can store all information about school including parent, teacher, student,
subject, and, title, and grade.
The book focuses on what we know about contemporary educational improvement, transformation, and change. It will
provide insights into what strategies work, long term, to build the capacity for principled change at the school and system
level. The book will consider what leaders can do to secure principled school and system improvement which fully
embraces diversity, equity, and equality. It will also dispel some myths about reform at scale and challenge some
prevailing ideas about educational change that, it will be posited, are not helping many young people to reach their
potential.
This proceedings addresses the challenges of urbanization that gravely affect the world's ecosystems. To become
efficiently sustainable and regenerative, buildings and cities need to adopt smart solutions. This book discusses
innovations of the built environment while depicting how such practices can transform future buildings and urban areas
into places of higher value and quality. The book aims to examine the interrelationship between people, nature and
technology, which is essential in pursuing smart environments that optimize human wellbeing, motivation and vitality, as
well as promoting cohesive and inclusive societies: Urban Sociology - Community Involvement - Place-making and
Cultural Continuity - Environmental Psychology - Smart living - Just City. The book presents exemplary practical
experiences that reflect smart strategies, technologies and innovations, by established and emerging professionals,
provides a forum of real-life discourse. The primary audience for the work will be from the fields of architecture, urban
planning and built-environment systems, including multi-disciplinary academics as well as professionals.
BOOK 1: LEARN FROM SCRATCH VISUAL C# .NET WITH SQL SERVER To Develop Database-Driven Desktop
Applications In Tutorial 1, you will start building a Visual C# interface for database management system project with SQL
Server. The database, named DBMS, is created. The designed interface in this tutorial will used as the main terminal in
accessing other forms. This tutorial will also discuss how to create login form and login table. In Tutorial 2, you will build a
project, as part of database management system, where you can store information about valuables in school. In Tutorial
3 up to Tutorial 4, you will perform the steps necessary to add 6 tables into DBMS database. You will build each table
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and add the associated fields as needed. In this tutorials, you will create a library database project, as part of database
management system, where you can store all information about library including author, title, and publisher. In Tutorial 5
up to Tutorial 7, you will perform the steps necessary to add 6 more tables into DBMS database. You will build each table
and add the associated fields as needed. In this tutorials, you will create a high school database project, as part of
database management system, where you can store all information about school including parent, teacher, student,
subject, and, title, and grade. BOOK 2: LEARN FROM SCRATCH VISUAL C# .NET WITH MYSQL To Develop DatabaseDriven Desktop Applications In Tutorial 1, you will start building a Visual C# interface for database management system
project using MySQL. The database, named DBMS, is created. The designed interface in this tutorial will used as the
main terminal in accessing other forms. This tutorial will also discuss how to create login form and login table. In Tutorial
2, you will build a project, as part of database management system, where you can store information about valuables in
school. The table will have seven fields: Item (description of the item), Location (where the item was placed), Shop
(where the item was purchased), DatePurchased (when the item was purchased), Cost (how much the item cost),
SerialNumber (serial number of the item), PhotoFile (path of the photo file of the item), and Fragile (indicates whether a
particular item is fragile or not). In Tutorial 3 up to Tutorial 4, you will perform the steps necessary to add 6 tables using
phpMyAdmin into DBMS database. You will build each table and add the associated fields as needed. In this tutorials,
you will create a library database project, as part of database management system, where you can store all information
about library including author, title, and publisher. In Tutorial 5 up to Tutorial 7, you will perform the steps necessary to
add 8 more tables using phpMyAdmin into DBMS database. You will build each table and add the associated fields as
needed. In this tutorials, you will create a high school database project, as part of database management system, where
you can store all information about school including parent, teacher, student, subject, and, title, and grade.
Teaching and Learning at a Distance is written for introductory distance education courses for preservice or in- service
teachers, and for training programs that discuss teaching distant learners or managing distance education systems. This
text provides readers with the basic information needed to be knowledgeable distance educators and leaders of distance
education programs. The teacher or trainer who uses this book will be able to distinguish between appropriate uses of
distance education. In this text we take the following themes: The first theme is the definition of distance education.
Before we started writing the first edition of Teaching and Learning at a Distance we carefully reviewed the literature to
determine the definition that would be at the foundation of our writing. This definition is based on the work of Desmond
Keegan, but is unique to this book. This definition of distance education has been adopted by the Association for
Educational Communications and Technology and by the Encyclopedia Britannica. The second theme of the book was
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the importance of research to the development of the contents of the book. The best practices presented in Teaching and
Learning at a Distance are validated by scientific evidence. Certainly there are “rules of thumb”, but we have always
attempted to only include recommendations that can be supported by research. The third theme of Teaching and
Learning at a Distance is derived from Richard Clark’s famous quote published in the Review of Educational Research
that states that media are mere vehicles that do not directly influence achievement. Clark’s controversial work is
discussed in the book, but is also fundamental to the book’s advocacy for distance education – in other words, we
authors did not make the claim that education delivered at a distance was inherently better than other ways people learn.
Distance delivered instruction is not a “magical” approach that makes learners achieve more. The fourth theme of the
book is equivalency theory. Here we presented the concept that instruction should be provided to learners that is
equivalent rather than identical to what might be delivered in a traditional environment. Equivalency theory helps the
instructional designer approach the development of instruction for each learner without attempting to duplicate what
happens in a face to face classroom. The final theme for Teaching and Learning at a Distance is the idea that the book
should be comprehensive – that it should cover as much of the various ways instruction is made available to distant
learners as is possible. It should be a single source of information about the field.
Book 1: VISUAL C# .NET WITH MYSQL: A Definitive Guide to Develop Database-Oriented Desktop Applications In
chapter one, you will learn to know the properties and events of each control in a Windows Visual C# application. You
need to learn and know in order to be more familiar when applying them to some applications in this book. In chapter two,
you will go through step by step to build a SALES database using MySQL. You will build each table and add associated
data fields (along with the necessary keys and indexes). The first field in the Client table is ClientID. Enter the clien ID in
the Name Field and select AutoNumber in the Data Type. You define primary key and other indexes which are useful for
quick searching. ClientID is a primary field. You will define FamilyName as an index. You then will create Ordering table
with three fields: OrderID, ClientID, and OrderDate. You then will create Purchase table with three fields: OrderID,
ProductID, and Quantity. And you will create Product table with four fields: ProductID, Description, Price, and QtySold.
Before designing Visual C# interface, you will build the relationships between four tables. The interface will be used to
enter new orders into the database. The order form will be used to enter the following information into the database:
order ID, order date, client ID, client’s first name and family name, client’s address, product information ordered. The
form will have the ability to add new orders, find clients, add new clients. The completed order invoice will be provided in
a printed report. In chapter three, you will build a database management system where you can store information about
valuables in your warehouse. The table will have seven fields: Item (description of the item), Location (where the item
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was placed), Shop (where the item was purchased), DatePurchased (when the item was purchased), Cost (how much
the item cost), SerialNumber (serial number of the item), PhotoFile (path of the photo file of the item), and Fragile
(indicates whether a particular item is fragile or not). The development of this Warehouse Inventory Project will be
performed, as usual, in a step-by-step manner. You will first create the database. Furthermore, the interface will be built
so that the user can view, edit, add, or add data records from the database. Finally, you add code to create a printable list
of information from the database. In chapter four, you will build an application that can be used to track daily high and low
pollutant PM2.5 and air quality level. The steps that need to be taken in building Siantar Air Quality Index (SAQI)
database project are: Build and test a Visual C# interface; Create an empty database using code; and Report database.
The designed interface will allow the user to enter max pollutant, min pollutant, and air quality for any date that the user
chooses in a particular year. This information will be stored in a database. Graphical result of the data will be provided,
along with summary information relating to the maximum value, minimum value, and mean value. You will use a tab
control as the main component of the interface. The control has three tabs: one for viewing and editing data, one for
viewing graph of pollutant data, and another for viewing graph of air quality data. Each tab on this control operates like a
Visual C# control panel. In chapter five, you will perform the steps necessary to build a MySQL book inventory database
that contains 4 tables. You will build each table and add the associated fields as needed. You will have four tables in the
database and define the relationship between the primary key and foreign key. You will associate AuthorID (foreign key)
field in the Title_Author table with AuthorID (primary key) in the Author table. Then, you want to associate the ISBN
(foreign key) field in Title_Author table with ISBN (primary key) in the Title table. Book 2: Visual C# .NET For
Programmers: A Progressive Tutorial to Develop Desktop Applications In chapter one, you will learn to know the
properties and events of each control in a Windows Visual C# application. You need to learn and know in order to be
more familiar when applying them to some applications in this book. In chapter two, you will go through step by step to
build a SALES database using Microsoft Access and SQL Server. You will build each table and add associated data
fields (along with the necessary keys and indexes). The first field in the Client table is ClientID. Enter the clien ID in the
Name Field and select AutoNumber in the Data Type. You define primary key and other indexes which are useful for
quick searching. ClientID is a primary field. If the small lock symbol is not displayed next to the ClientID row, then you
need to place it there. Right click on ClientID row and select Primary Key. A small key is now displayed next to the entry
indicating it is the primary key. You will define FamilyName as an index. Select the FamilyName line. On the General tab,
set the Indexed property to Yes (Duplicates OK). You then will create Ordering table with three fields: OrderID, ClientID,
and OrderDate. You then will create Purchase table with three fields: OrderID, ProductID, and Quantity. And you will
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create Product table with four fields: ProductID, Description, Price, and QtySold. Before designing Visual C# interface,
you will build the relationships between four tables. In chapter three, you will build a Visual C# interface for the database.
The interface will be used to enter new orders into the database. The order form will be used to enter the following
information into the database: order ID, order date, client ID, client’s first name and family name, client’s address,
product information ordered. The form will have the ability to add new orders, find clients, add new clients. The completed
order invoice will be provided in a printed report. In chapter four, you will build a database management system where
you can store information about valuables in your warehouse. The table will have seven fields: Item (description of the
item), Location (where the item was placed), Shop (where the item was purchased), DatePurchased (when the item was
purchased), Cost (how much the item cost), SerialNumber (serial number of the item), PhotoFile (path of the photo file of
the item), and Fragile (indicates whether a particular item is fragile or not). The development of this Warehouse Inventory
Project will be performed, as usual, in a step-by-step manner. You will first create the database. Furthermore, the
interface will be built so that the user can view, edit, add, or add data records from the database. Finally, you add code to
create a printable list of information from the database. In chapter five, you will build an application that can be used to
track daily high and low pollutant PM2.5 and air quality level. You will do this in stages, from database development to
creation of distribution packages. These steps are the same as those used in developing a commercial database
application. The steps that need to be taken in building Siantar Air Quality Index (SAQI) database project are: Build and
test a Visual C# interface; Create an empty database using code; and Report database. The designed interface will allow
the user to enter max pollutant, min pollutant, and air quality for any date that the user chooses in a particular year. This
information will be stored in a database. Graphical result of the data will be provided, along with summary information
relating to the maximum value, minimum value, and mean value. You will use a tab control as the main component of the
interface. The control has three tabs: one for viewing and editing data, one for viewing graph of pollutant data, and
another for viewing graph of air quality data. Each tab on this control operates like a Visual C# control panel. In chapter
six, you will perform the steps necessary to build a SQL Server book inventory database that contains 4 tables using
Microsoft Visual Studio 2019. You will build each table and add the associated fields as needed. You will have four tables
in the database and define the relationship between the primary key and foreign key. You will associate AuthorID (foreign
key) field in the Title_Author table with AuthorID (primary key) in the Author table. Then, you want to associate the ISBN
(foreign key) field in Title_Author table with ISBN (primary key) in the Title table.
This is a Java GUI crash course. This book will help you quickly write efficient, high-quality access-database-driven code
with Java. It’s an ideal way to begin, whether you’re new to programming or a professional developer versed in other
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languages. The lessons in this book are a highly organized and well-indexed set of tutorials meant for students and
programmers. Netbeans, a specific IDE (Integrated Development Environment) is used to create GUI (Graphical User
Interface applications).The finished product is the reward, but the readers are fully engaged and enriched by the process.
This kind of learning is often the focus of training. In this book, you will learn how to build from scratch two access
database management systems using Java. In designing a GUI and as an IDE, you will make use of the NetBeans tool.
In chapter one, you will create School database and six tables. In chapter two, you will study: Creating the initial three
table projects in the school database: Teacher table, TClass table, and Subject table; Creating database configuration
files; Creating a Java GUI for viewing and navigating the contents of each table; Creating a Java GUI for inserting and
editing tables; and Creating a Java GUI to join and query the three tables. In chapter three, you will learn: Creating the
main form to connect all forms; Creating a project will add three more tables to the school database: the Student table,
the Parent table, and Tuition table; Creating a Java GUI to view and navigate the contents of each table; Creating a Java
GUI for editing, inserting, and deleting records in each table; Creating a Java GUI to join and query the three tables and
all six. In chapter four, you will study how to query the six tables. In chapter five, you will create dan configure database.
In chapter six, you will some image processing tehniques using Java. In chapter seven, you will create Suspect table in
crime database. This table has eleven columns: suspect_id (primary key), suspect_name, birth_date, case_date,
report_date, suspect_ status, arrest_date, mother_name, address, telephone, and photo. You will also create GUI to
display, edit, insert, and delete for this table. In chapter eight, you will create a table with the name Feature_Extraction,
which has eight columns: feature_id (primary key), suspect_id (foreign key), feature1, feature2, feature3, feature4,
feature5, and feature6. The six fields (except keys) will have VARBINARY(MAX) data type. You will also create GUI to
display, edit, insert, and delete for this table. In chapter nine, you will create two tables, Police and Investigator. The
Police table has six columns: police_id (primary key), province, city, address, telephone, and photo. The Investigator
table has eight columns: investigator_id (primary key), investigator_name, rank, birth_date, gender, address, telephone,
and photo. You will also create GUI to display, edit, insert, and delete for both tables. In the last chapter, you will create
two tables, Victim and Case_File. The Victim table has nine columns: victim_id (primary key), victim_name, crime_type,
birth_date, crime_date, gender, address, telephone, and photo. The Case_File table has seven columns: case_file_id
(primary key), suspect_id (foreign key), police_id (foreign key), investigator_id (foreign key), victim_id (foreign key),
status, and description. You will create GUI to display, edit, insert, and delete for both tables as well.
The essential introduction to graphic design for the digital era Graphic Design School provides a comprehensive
introduction to visual design for modern media. From the fundamentals of design to advanced techniques and problem
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solving, this book is packed with practical advice and tutorials for a broad range of applications in any media. This
updated sixth edition features a wealth of new guidance that reflects the evolution of the field, including extensive
discussion of digital design and resourcing. New discussion tackles User Experience and User Interface Design, plus the
latest tools, requirements, and resources for designing for the web, mobile apps, social media, and more. Updated
assignments reflect the latest graphic design processes and guide students through the transition from simple solutions
to starter portfolio pieces, while full-color illustrations, case studies, and designer biographies bring real-world perspective
to this complex, multi-faceted skill. As media continues to evolve, graphic designers must possess a core set of
competencies that translate across all applications. This book teaches the critical concepts and essential skills that build
the framework for successful, innovative design. Master the principles, elements, and tools of design Delve into
typography, color, and layout for print and screen Understand coding requirements and information architecture Design
for apps, social media, mobile devices, and more Graphic design has never been a static field, and the continual honing
of skills and techniques is an essential part of the job. Innovation comes from change, and today's design landscape is
evolving at an ever-increasing pace—expanding diversity in media, audience, topic, technique, tools, and more offer
unprecedented opportunity to make your mark. Graphic Design School equips you with a rock-solid foundation to support
whatever your talent builds.
This book presents the outcomes of the 2019 International Conference on Cyber Security Intelligence and Analytics
(CSIA2019), an international conference dedicated to promoting novel theoretical and applied research advances in the
interdisciplinary field of cyber security, particularly focusing on threat intelligence, analytics, and countering cyber crime.
The conference provides a forum for presenting and discussing innovative ideas, cutting-edge research findings, and
novel techniques, methods and applications on all aspects of Cyber Security Intelligence and Analytics.
This is a Java GUI crash course. This book will help you quickly write efficient, high-quality access-database-driven code
with Java. It’s an ideal way to begin, whether you’re new to programming or a professional developer versed in other
languages. The lessons in this book are a highly organized and well-indexed set of tutorials meant for students and
programmers. Netbeans, a specific IDE (Integrated Development Environment) is used to create GUI (Graphical User
Interface applications).The finished product is the reward, but the readers are fully engaged and enriched by the process.
This kind of learning is often the focus of training. In this book, you will learn how to build from scratch two access
database management systems using Java. In designing a GUI and as an IDE, you will make use of the NetBeans tool.
In chapter one, you will create School database and six tables. In chapter two, you will study: Creating the initial three
table projects in the school database: Teacher table, TClass table, and Subject table; Creating database configuration
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files; Creating a Java GUI for viewing and navigating the contents of each table; Creating a Java GUI for inserting and
editing tables; and Creating a Java GUI to join and query the three tables. In chapter three, you will learn: Creating the
main form to connect all forms; Creating a project will add three more tables to the school database: the Student table,
the Parent table, and Tuition table; Creating a Java GUI to view and navigate the contents of each table; Creating a Java
GUI for editing, inserting, and deleting records in each table; Creating a Java GUI to join and query the three tables and
all six. In chapter four, you will study how to query the six tables. In chapter five, you will be taught how to create Crime
database and its tables. In chapter six, you will be taught how to extract image features, utilizing BufferedImage class, in
Java GUI. In chapter seven, you will be taught to create Java GUI to view, edit, insert, and delete Suspect table data.
This table has eleven columns: suspect_id (primary key), suspect_name, birth_date, case_date, report_date, suspect_
status, arrest_date, mother_name, address, telephone, and photo. In chapter eigth, you will be taught to create Java GUI
to view, edit, insert, and delete Feature_Extraction table data. This table has eight columns: feature_id (primary key),
suspect_id (foreign key), feature1, feature2, feature3, feature4, feature5, and feature6. In chapter nine, you will add two
tables: Police and Investigator. These two tables will later be joined to Suspect table through another table, Case_File,
which will be built in the seventh chapter. The Police has six columns: police_id (primary key), location, city, province,
telephone, and photo. The Investigator has eight columns: investigator_id (primary key), investigator_name, rank,
birth_date, gender, address, telephone, and photo. Here, you will design a Java GUI to display, edit, fill, and delete data
in both tables. In chapter ten, you will add two tables: Victim and Case_File. The Case_File table will connect four other
tables: Suspect, Police, Investigator and Victim. The Victim table has nine columns: victim_id (primary key), victim_name,
crime_type, birth_date, crime_date, gender, address, telephone, and photo. The Case_File has seven columns:
case_file_id (primary key), suspect_id (foreign key), police_id (foreign key), investigator_id (foreign key), victim_id
(foreign key), status, and description. Here, you will also design a Java GUI to display, edit, fill, and delete data in both
tables.
This book gathers a selection of peer-reviewed papers presented at the first Big Data Analytics for Cyber-Physical
System in Smart City (BDCPS 2019) conference, held in Shengyang, China, on 28–29 December 2019. The
contributions, prepared by an international team of scientists and engineers, cover the latest advances made in the field
of machine learning, and big data analytics methods and approaches for the data-driven co-design of communication,
computing, and control for smart cities. Given its scope, it offers a valuable resource for all researchers and professionals
interested in big data, smart cities, and cyber-physical systems.
What is this book about? PHP, Apache, and MySQL are the three key open source technologies that form the basis for
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most active Web servers. This book takes you step-by-step through understanding each — using it and combining it with
the other two on both Linux and Windows servers. This book guides you through creating your own sites using the open
source AMP model. You discover how to install PHP, Apache, and MySQL. Then you create PHP Web pages, including
database management and security. Finally, you discover how to integrate your work with e-commerce and other
technologies. By building different types of Web sites, you progress from setting up simple database tables to tapping the
full potential of PHP, Apache, and MySQL. When you’re finished, you will be able to create well-designed, dynamic Web
sites using open source tools. What does this book cover? Here's what you will learn from this book: How PHP serverside scripting language works for connecting HTML-based Web pages to a backend database Syntax, functions, and
commands for PHP, Apache, and MySQL Methods and techniques for building user-friendly forms How to easily store,
update, and access information using MySQL Ways to allow the user to edit a database E-commerce applications using
these three technologies How to set up user logins, profiles, and personalizations Proper protocols for error handling
Who is this book for? This book is for beginners who are new to PHP and who need to learn quickly how to create Web
sites using open source tools. Some basic HTML knowledge is helpful but not essential.
In chapter one, you will learn to know the properties and events of each control in a Windows Visual C# application. You
need to learn and know in order to be more familiar when applying them to some applications in this book. In chapter two,
you will build a project so that children can practice basic skills in addition, subtraction, multiplication, and division
operations. This Math Game project can be used to choose the types of questions and what factors you want to use. This
project has three timing options. Random math problems using values ??from 0 to 9 will be presented. Timing options are
provided to measure accuracy and speed. There are many controls used. Two label controls are used for title
information, two for displaying scores. There is a wide label in the middle of the form to display math questions. And, long
skinny label is used as separator. Two button controls are used to start and stop question and one button to exit the
project. There are three group control boxes. The first group box holds four check box controls that are used to select the
type of questions. The second group box holds eleven radio buttons that are used to select values ??that are used as
factors in calculations. The third group box contains three radio button controls for timing options. A scroll bar control rod
is used to change the time. In chapter three, you will build Bank Code game. The storage box is locked and can only be
opened if you enter the correct digit combination. Combinations can be 2 to 4 non-repetitive digits (range of digits from 1
to 9). After a guess is given, you will be notified of how many digits are right and how many digits are in the right position.
Based on this information, you will give another guess. You continue to guess until you get the right combination or until
you stop the game. On the left side of the form is a large picture box control. On the right side, two group box controls
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and two button controls are placed. In the picture box, a control panel is placed. In the panel, there are four label controls
(set the AutoSize property to False) and nine button controls. In the first group box control, place three radio buttons. In
the second group box control, a text box control is placed. The picture box contains an image of bank and a panel. The
label controls in the panel are used to display the combinations entered (the BorderStyle property set to FixedSingle to
display the label size). The nine buttons on the panel are used to enter combinations. Radio buttons are used to set
options. The buttons (one to start and stop the game and another to exit the project) are used to control game operations.
The text box displays the results of the combinations entered. In chapter four, you will build Horse Racing game. This is a
simple game. Up to 10 horses will race to the finish line. You guessed two horses that you thought could win the race. By
clicking on the Start button, the race will start. All horses will race speed to get to the finish line. Labels are used to
display instructions and number of horses in a race. Four button controls are used: two buttons to change number of
horses, one button to start the game, and one other button to stop the game. The picture box control is used to load the
horse image. A timer control is used to update the horse's movement during the race. In chapter five, you will build
Catching Ball game. The bird flew and dropped ball from the sky. Users are challenged to position man under the fallen
ball to catch it. Labels are used for instructions and to display game information (remaining time, number of balls
captured, and game difficulty level). Two buttons are used to change the game difficulty level, one button to start the
game, and another button to stop the game. Picture box controls hold images for man, bird, and ball. In chapter six, you
will build Smart Tic Tac Toe game. That said, this is the first game ever programmed on a computer and one that had
been programmed by Bill Gates himself when he was a teenager while attending Lakeside School in Seattle. The aim of
this game is to win the game on a 3 x 3 grid with the victory of three identical symbols (X or O) on horizontal, diagonal, or
vertical lines. The players will play alternately. In this game given two game options: player 1 against player 2 or human
player against computer. A smart but simple strategy will be developed for computer logic to be a formidable opponent
for humans. In chapter seven, you will build Fighting Plane program. This program can be played by two human players
or human player versus computer. The controls of the player are done via the keyboard. Player 1 presses A key to move
up, Z key to move down, and S key to throw rudal. When you choose Two players from the Options button, this game
can be played by two human players. Player 1 presses the same keys, while player 2 presses key K to move up, M to
move down, and key J to throw rudal. All label controls are used for titles and provide scoring and game information. The
large panel (Panel1) is the playing field. Three button controls are used to start / stop a program, set options, and exit the
program. One timer control is used to control game animation and another is used to represent the computer's decision
process. The second control panel (Panel2) is used to select game options. One group box contains radio buttons which
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are used to select number of players. A group box contains radio buttons to select the level of difficulty of the game,
when playing against a computer. A small button is used to close the options panel. The default properties are set for oneplayer games with the easiest game difficulty.
In this book, you will learn how to build from scratch a PostgreSQL database management system using Java. In
designing a GUI and as an IDE, you will make use of the NetBeans tool. Gradually and step by step, you will be taught
how to utilize PostgreSQL in Java. In the first chapter, you will learn: How to install NetBeans, JDK 11, and the
PostgreSQL connector; How to integrate external libraries into projects; How the basic PostgreSQL commands are used;
How to query statements to create databases, create tables, fill tables, and manipulate table contents is done.In the first
chapter, you will learn: How to install NetBeans, JDK 11, and the PostgreSQL connector; How to integrate external
libraries into projects; How the basic PostgreSQL commands are used; How to query statements to create databases,
create tables, fill tables, and manipulate table contents is done. In the second chapter, you will learn querying data from
the postgresql using jdbc including establishing a database connection, creating a statement object, executing the query,
processing the resultset object, querying data using a statement that returns multiple rows, querying data using a
statement that has parameters, inserting data into a table using jdbc, updating data in postgresql database using jdbc,
calling postgresql stored function using jdbc, deleting data from a postgresql table using jdbc, and postgresql jdbc
transaction. In the third chapter, you will study: Creating the initial three table projects in the school database: Teacher
table, TClass table, and Subject table; Creating database configuration files; Creating a Java GUI for viewing and
navigating the contents of each table; Creating a Java GUI for inserting and editing tables; and Creating a Java GUI to
join and query the three tables. In the fourth chapter, you will learn: Creating the main form to connect all forms; Creating
a project will add three more tables to the school database: the Student table, the Parent table, and Tuition table;
Creating a Java GUI to view and navigate the contents of each table; Creating a Java GUI for editing, inserting, and
deleting records in each table; Creating a Java GUI to join and query the three tables and all six. In the last chapter, you
will study how to query the six tables. Finally, this book is hopefully useful and can improve database programming skills
for every Java/PostgreSQL programmer.
The biennial Digital Review of Asia Pacific is a comprehensive guide to the state-of-practice and trends in information
and communication technologies for development (ICTD) in the Asia Pacific region. This fourth edition (2009-2010)
features 30 economies and four sub-regional groupings. The chapters provide updated information on ICT infrastructure,
industries, content and services, key programs, enabling policies and regulation, education and capacity building, open
source, and research and development initiatives, as well as ICTD challenges in each of the economies covered. The
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common framework that underpins these reports allows readers to undertake a comparative analysis and assess
progress across Asia Pacific. In addition, regional overviews provide a synthesis of ICTD trends, regulatory issues, and
lessons for managing innovation in the network economy. The thematic chapters focus on issues in ICT in education, a
key area in ICTD. The authors are drawn from government, academe, industry and civil society, providing a broad
perspective on the use of ICTs for human development.
The human condition is affected by numerous factors in modern society. In modern times, technology is so integrated
into culture that it has become necessary to perform even daily functions. Human Development and Interaction in the
Age of Ubiquitous Technology is an authoritative reference source for the latest scholarly research on the widespread
integration of technological innovations around the globe and examines how human-computer interaction affects various
aspects of people’s lives. Featuring emergent research from theoretical perspectives and case studies, this book is
ideally designed for professionals, students, practitioners, and academicians.
The edited volume provides multiple lens to view school governance practices, exploring its modernization, ethical
review, future trend, as well as the reciprocal influence of educational policy. Drawing on a wide-spread experience in the
field of education governance from leading scholars, emerging scholars, doctoral research students and school
principals, this book includes insights from 11 countries and economies across four continents: Asia, Europe, North
America and Oceanic. Most of them are high achievers in the OECD’s PISA 2018 worldwide ranking in mathematics,
science and reading. The book not only lifts to the forefront school governance educational thinking, but also
acknowledges their complex evolution, especially under the current impact of COVID-19 Pandemic. This book will be of
interest to academics, professionals and policymakers in education and school governance, and any scholars who
engage in historical studies of education and debates about educational governance.
For organizations to thrive, indeed to survive, in today's global economy, we must find ways to dramatically improve the
performance of large-scale projects. Applying the concepts of complexity theory can complement conventional project
management approaches and enable us to adapt to the unrelenting change that we ignore at our own peril. Managing
Complex Projects: A New Model offers an innovative way of looking at projects and treating them as complex adaptive
systems. Applying the principles of complexity thinking will enable project managers and leadership teams to manage
large-scale initiatives successfully. • Explore how complexity thinking can be used to find new, creative ways to think
about and manage projects • Diagnose complexity on a wide range of projects — from small, independent, short projects
to highly complex, longer projects • Understand and manage the complexity of the business problem, opportunity,
solution, and other dimensions that come into play when managing large-scale efforts Use the Project Complexity Model
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to determine the most effective approach to managing all aspects of a project based on the level of complexity involved.
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