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Just Play
Golfers everywhere, from professionals like Darren Clarke and Padraig Harrington
to the humblest amateur on the driving range, are familiar with the sport's 'Rotella
Rules', which reinforce the attitude needed to maximize a player's performance.
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Now, beloved 'Doc' Rotella, author of GOLF IS NOT A GAME OF PERFECT and
PUTTING OUT OF YOUR MIND presents an anytime, anywhere quick reference tool
sure to become a vital addition to every golf bag. THE GOLFER'S MIND gives
players exactly what they want - a quick reference they can carry with them easily
to consult any time they need reinforcement from Rotella's guiding principles. In
the perfect format for the busy golfer, THE GOLFER'S MIND is a concise and
convenient guide that will appeal to Rotella's millions of followers and is sure to
become a golf classic.

Keep Sharp
Discusses the nature of thought and volition, examines past philosophical theories,
and clarifies the relation between will and freedom

Mind At Play
An examination of the ways in which the unconscious mind shapes everyday life
traces recent scientific advances to reveal the pivotal role of the subliminal mind in
influencing experiences and relationships. By the author of The Drunkard's Walk.
100,000 first printing.
Page 2/28

Read Free A Mind At Play How Claude Shannon Invented The Information
Age
A World Lit Only by Fire
A revolutionary new understanding of the mind is transforming the field of
performance psychology, making it easier than ever before for musicians to bring
out the best in themselves and make music as nature intended. Not only that, but
it offers renewed hope for sufferers of anxiety, depression and a whole host of
other psychological disorders.

Lifelong Kindergarten
Winner of the Neumann Prize for the History of Mathematics **Named a best book
of the year by Bloomberg and Nature** **'Best of 2017' by The Morning Sun** "We
owe Claude Shannon a lot, and Soni & Goodman’s book takes a big first step in
paying that debt." —San Francisco Review of Books "Soni and Goodman are at
their best when they invoke the wonder an idea can instill. They summon the right
level of awe while stopping short of hyperbole." —Financial Times "Jimmy Soni and
Rob Goodman make a convincing case for their subtitle while reminding us that
Shannon never made this claim himself." —The Wall Street Journal "Soni and
Goodman have done their researchA Mind at Play reveals the remarkable human
behind some of the most important theoretical and practical contributions to the
information age." —Nature "A Mind at Play shows us that you don't need to be a
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genius to learn from a genius. Claude Shannon's inventive, vibrant life
demonstrates how vital the act of play can be to making the most of work." —Inc.
“A charming account of one of the twentieth century’s most distinguished
scientists…Readers will enjoy this portrait of a modern-day Da Vinci.” —Fortune In
their second collaboration, biographers Jimmy Soni and Rob Goodman present the
story of Claude Shannon—one of the foremost intellects of the twentieth century
and the architect of the Information Age, whose insights stand behind every
computer built, email sent, video streamed, and webpage loaded. Claude Shannon
was a groundbreaking polymath, a brilliant tinkerer, and a digital pioneer. He
constructed the first wearable computer, outfoxed Vegas casinos, and built
juggling robots. He also wrote the seminal text of the digital revolution, which has
been called “the Magna Carta of the Information Age.” In this elegantly written,
exhaustively researched biography, Soni and Goodman reveal Claude Shannon’s
full story for the first time. With unique access to Shannon’s family and friends, A
Mind at Play brings this singular innovator and always playful genius to life.

The Mind at Work
New York Times Bestseller An exciting--and encouraging--exploration of creativity
from the author of When: The Scientific Secrets of Perfect Timing The future
belongs to a different kind of person with a different kind of mind: artists,
inventors, storytellers-creative and holistic "right-brain" thinkers whose abilities
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mark the fault line between who gets ahead and who doesn't. Drawing on research
from around the world, Pink (author of To Sell Is Human: The Surprising Truth
About Motivating Others) outlines the six fundamentally human abilities that are
absolute essentials for professional success and personal fulfillment--and reveals
how to master them. A Whole New Mind takes readers to a daring new place, and a
provocative and necessary new way of thinking about a future that's already here.

Mind at Play
Considered by many to be mentally retarded, a brilliant, impatient fifth-grader with
cerebral palsy discovers a technological device that will allow her to speak for the
first time.

Cure
Examines the psychological processes involved in playing video games, discusses
behavior problems frequent players can develop, and compares video games to
other fads of the past

A Whole New Mind
Page 5/28

Read Free A Mind At Play How Claude Shannon Invented The Information
Age
Steps to an Ecology of Mind
Hidden Valley Road
Sets out the principles of banking law and explains both case law and legislation.
Author from University of Sydney, Australia.

A Midsummer-night's Dream
"Cato, history's most famous foe of authoritarian power, was the pivotal political
man of Rome; an inspiration to our Founding Fathers; and a cautionary figure for
our times. He loved Roman republicanism, but saw himself as too principled for the
mere politics that might have saved it. His life and lessons are urgently relevant in
the harshly divided America—and world—of today. With erudition and verve, Rob
Goodman and Jimmy Soni turn their life of Cato into the most modern of
biographies, a blend of The Decline and Fall of the Roman Empire and Game
Change."—Howard Fineman, Editorial Director of The Huffington Post Media Group,
NBC and MSNBC News Analyst, and New York Times bestselling author of The
Thirteen American Arguments "A truly outstanding piece of work. What most
impresses me is the book's ability to reach through the confusing dynastic politics
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of the late Roman Republic to present social realities in a way intelligible to the
modern reader. Rome's Last Citizen entertainingly restores to life the stoic Roman
who inspired George Washington, Patrick Henry and Nathan Hale. This is more
than a biography: it is a study of how a reputation lasted through the centuries
from the end of one republic to the start of another."—David Frum, DailyBeast
columnist, former White House speech writer, and New York Times bestselling
author of The Right Man Marcus Porcius Cato: aristocrat who walked barefoot and
slept on the ground with his troops, political heavyweight who cultivated the image
of a Stoic philosopher, a hardnosed defender of tradition who presented himself as
a man out of the sacred Roman past—and the last man standing when Rome's
Republic fell to tyranny. His blood feud with Caesar began in the chamber of the
Senate, played out on the battlefields of a world war, and ended when he took his
own life rather than live under a dictator. Centuries of thinkers, writers, and artists
have drawn inspiration from Cato's Stoic courage. Saint Augustine and the early
Christians were moved and challenged by his example. Dante, in his Divine
Comedy, chose Cato to preside over the souls who arrive in Purgatory. George
Washington so revered him that he staged a play on Cato's life to revive the spirit
of his troops at Valley Forge. Now, in Rome's Last Citizen, Rob Goodman and Jimmy
Soni deliver the first modern biography of this stirring figure. Cato's life is a
gripping tale that resonates deeply with our own turbulent times. He grappled with
terrorists, a debt crisis, endemic political corruption, and a huge gulf between the
elites and those they governed. In many ways, Cato was the ultimate man of
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principle—he even chose suicide rather than be used by Caesar as a political pawn.
But Cato was also a political failure: his stubbornness sealed his and Rome's
defeat, and his lonely end casts a shadow on the recurring hope that a singular
leader can transcend the dirty business of politics. Rome's Last Citizen is a timeless
story of an uncompromising man in a time of crisis and his lifelong battle to save
the Republic.

A Mind For Numbers
OPRAH’S BOOK CLUB PICK #1 NEW YORK TIMES BESTSELLER ONE OF THE NEW
YORK TIMES TOP TEN BOOKS OF THE YEAR ONE OF THE WALL STREET JOURNAL
TOP TEN BOOKS OF THE YEAR PEOPLE'S #1 BEST BOOK OF THE YEAR Named a
BEST BOOK OF THE YEAR by The New York Times, The Washington Post, NPR, TIME,
Slate, Smithsonian, and Amazon The heartrending story of a midcentury American
family with twelve children, six of them diagnosed with schizophrenia, that became
science's great hope in the quest to understand the disease. Don and Mimi Galvin
seemed to be living the American dream. After World War II, Don's work with the
Air Force brought them to Colorado, where their twelve children perfectly spanned
the baby boom: the oldest born in 1945, the youngest in 1965. In those years,
there was an established script for a family like the Galvins--aspiration, hard work,
upward mobility, domestic harmony--and they worked hard to play their parts. But
behind the scenes was a different story: psychological breakdown, sudden
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shocking violence, hidden abuse. By the mid-1970s, six of the ten Galvin boys, one
after another, were diagnosed as schizophrenic. How could all this happen to one
family? What took place inside the house on Hidden Valley Road was so
extraordinary that the Galvins became one of the first families to be studied by the
National Institute of Mental Health. Their story offers a shadow history of the
science of schizophrenia, from the era of institutionalization, lobotomy, and the
schizophrenogenic mother to the search for genetic markers for the disease,
always amid profound disagreements about the nature of the illness itself. And
unbeknownst to the Galvins, samples of their DNA informed decades of genetic
research that continues today, offering paths to treatment, prediction, and even
eradication of the disease for future generations. With clarity and compassion,
bestselling and award-winning author Robert Kolker uncovers one family's
unforgettable legacy of suffering, love, and hope.

The Life of the Mind
An authoritative survey of current groundbreaking research into the human mind
reveals how top international laboratories have innovated unique technologies for
recording profound mental capabilities and enabling controversial opportunities in
the field of cognition enhancement.
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Can't Hurt Me
Are videogames bad for us? It’s the question on everyone’s mind, given teenagers’
captive attention to videogames and the media’s tendency to scapegoat them. It’s
also—if you ask clinical psychologist Alexander Kriss—the wrong question. In his
therapy office, Kriss looks at videogames as a window into the mind. Is his patient
Liz really “addicted” to Candy Crush—or is she evading a deeper problem? Why
would aspiring model Patricia craft a hideous avatar named “Pat”? And when Jack
immerses himself in Mass Effect, is he eroding his social skills—or honing them via
relationship-building gameplay? Weaving together Kriss’s personal history,
patients’ experiences, and professional insight—and without shying away from
complex subjects, such as online harassment—The Gaming Mind disrupts our
assumptions about “gamers” and explores how gaming can be good for us. It
offers guidance for parents, clinicians, and the rest of us to better understand the
gaming mind. Like any mode of play, at their best, videogames reveal who we
are—and what we want from our lives.

The Righteous Mind
Originally published by Viking Penguin, 2014.
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Rome's Last Citizen
William Manchester's A World Lit Only by Fire is the preeminent popular history of
civilization's rebirth after the Dark Ages.

How the Mind Works
Featuring a new preface for the 10th anniversary As did the national bestseller
Nickel and Dimed, Mike Rose’s revelatory book demolishes the long-held notion
that people who work with their hands make up a less intelligent class. He shows
us waitresses making lightning-fast calculations, carpenters handling complex
spatial mathematics, and hairdressers, plumbers, and electricians with their
aesthetic and diagnostic acumen. Rose, an educator who is himself the son of a
waitress, explores the intellectual repertory of everyday workers and the terrible
social cost of undervaluing the work they do. Deftly combining research,
interviews, and personal history, this is one of those rare books that has the
capacity both to shape public policy and to illuminate general readers.

A Mind at Play
'If you're thinking about trying mindfulness, this is the perfect introduction.I'm
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grateful to Andy for helping me on this journey.' BILL GATES 'It's kind of genius'
EMMA WATSON Feeling stressed about Christmas/Brexit/everthing? Try this
Demystifying meditation for the modern world: an accessible and practical route to
improved health, happiness and well being, in as little as 10 minutes. Andy
Puddicombe, founder of the celebrated Headspace, is on a mission: to get people
to take 10 minutes out of their day to sit in the now. Here he shares his simple to
learn, but highly effective techniques of meditation. * Rest an anxious, busy mind *
Find greater ease when faced with difficult emotions, thoughts, circumstances *
Improve focus and concentration * Sleep better * Achieve new levels of calm and
fulfilment. The benefits of mindfulness and meditation are well documented and
here Andy brings this ancient practice into the modern world, tailor made for the
most time starved among us. First published as Get Some Headspace, this reissue
shows you how just 10 minutes of mediation per day can bring about life changing
results.

The Mathematical Theory of Communication
Scientific knowledge grows at a phenomenal pace--but few books have had as
lasting an impact or played as important a role in our modern world as The
Mathematical Theory of Communication, published originally as a paper on
communication theory more than fifty years ago. Republished in book form shortly
thereafter, it has since gone through four hardcover and sixteen paperback
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printings. It is a revolutionary work, astounding in its foresight and
contemporaneity. The University of Illinois Press is pleased and honored to issue
this commemorative reprinting of a classic.

How People Learn
A rigorous, skeptical, deeply reported look at the new science behind the mind's
surprising ability to heal the body. Have you ever felt a surge of adrenaline after
narrowly avoiding an accident? Salivated at the sight (or thought) of a sour lemon?
Felt turned on just from hearing your partner's voice? If so, then you've
experienced how dramatically the workings of your mind can affect your body. Yet
while we accept that stress or anxiety can damage our health, the idea of "healing
thoughts" was long ago hijacked by New Age gurus and spiritual healers. Recently,
however, serious scientists from a range of fields have been uncovering evidence
that our thoughts, emotions and beliefs can ease pain, heal wounds, fend off
infection and heart disease and even slow the progression of AIDS and some
cancers. In Cure, award-winning science writer Jo Marchant travels the world to
meet the physicians, patients and researchers on the cutting edge of this new
world of medicine. We learn how meditation protects against depression and
dementia, how social connections increase life expectancy and how patients who
feel cared for recover from surgery faster. We meet Iraq war veterans who are
using a virtual arctic world to treat their burns and children whose ADHD is kept
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under control with half the normal dose of medication. We watch as a transplant
patient uses the smell of lavender to calm his hostile immune system and an
Olympic runner shaves vital seconds off his time through mind-power alone.
Drawing on the very latest research, Marchant explores the vast potential of the
mind's ability to heal, lays out its limitations and explains how we can make use of
the findings in our own lives. With clarity and compassion, Cure points the way
towards a system of medicine that treats us not simply as bodies but as human
beings. A New York Times Bestseller Finalist for the Royal Society Insight
Investment Science Book Prize Longlisted for the Wellcome Book Prize

A Mind at Play
Keep your brain young, healthy, and sharp with this science-driven guide to
protecting your mind from decline by neurosurgeon and CNN chief medical
correspondent Sanjay Gupta. Throughout our life, we look for ways to keep our
mind sharp and effortlessly productive. Now, globetrotting neurosurgeon Dr.
Sanjay Gupta offers insights from top scientists all over the world, whose cuttingedge research can help you heighten and protect brain function and maintain
cognitive health at any age. Keep Sharp debunks common myths about aging and
cognitive decline, explores whether there’s a “best” diet or exercise regimen for
the brain, and explains whether it’s healthier to play video games that test
memory and processing speed, or to engage in more social interaction. Discover
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what we can learn from “super-brained” people who are in their eighties and
nineties with no signs of slowing down—and whether there are truly any benefits to
drugs, supplements, and vitamins. Dr. Gupta also addresses brain disease,
particularly Alzheimer’s, answers all your questions about the signs and symptoms,
and shows how to ward against it and stay healthy while caring for a partner in
cognitive decline. He likewise provides you with a personalized twelve-week
program featuring practical strategies to strengthen your brain every day. Keep
Sharp is the only owner’s manual you’ll need to keep your brain young and healthy
regardless of your age!

A Lie of the Mind
A bold and profound meditation on trauma, legacy, oppression and racism in North
America from award-winning Haudenosaunee writer Alicia Elliott. In an urgent and
visceral work that asks essential questions about the treatment of Native people in
North America while drawing on intimate details of her own life and experience
with intergenerational trauma, Alicia Elliott offers indispensable insight into the
ongoing legacy of colonialism. She engages with such wide-ranging topics as race,
parenthood, love, mental illness, poverty, sexual assault, gentrifcation, writing and
representation, and in the process makes connections both large and small
between the past and present, the personal and political--from overcoming a yearslong battle with head lice to the way Native writers are treated within the Canadian
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literary industry; her unplanned teenage pregnancy to the history of dark matter
and how it relates to racism in the court system; her childhood diet of Kraft Dinner
to how systemic oppression is directly linked to health problems in Native
communities. With deep consideration and searing prose, Elliott provides a candid
look at our past, an illuminating portrait of our present and a powerful tool for a
better future.

A Mind at Play
In Kindergarten, children spend more time with math worksheets than building
blocks and finger paint. Kindergarten is becoming more like school. School (even
the rest of life) should be more like kindergarten. To thrive in today's fast-changing
world, people of all ages must learn to think and act creatively. The author
discusses new technologies and strategies for engaging young people in creative
learning experiences. He tells stories of how children are programming their own
games, stories, and inventions, and collaborating through remixing, crowdsourcing,
and large-scale group projects.

The Tudor Play of Mind
Highlights achievements of Bell Labs as a leading innovator, exploring the role of
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its highly educated employees in developing new technologies while considering
the qualities of companies where innovation and development are most successful.

The Gaming Mind
Tom is not prepared for what is about to happen when he hears the grandfather
clock strike thirteen. Outside the back door is a garden, which everyone tells him
does not exist.

Own Your Game
Creativity and the Wandering Mind: Spontaneous and Controlled Cognition
summarizes research on the impact of mind wandering and cognitive control on
creativity, including imagination, fantasy and play. Most coverage in this area has
either focused on the negative consequences of mind wandering on focused
problem solving or the positive effect of mindfulness, but not on the positive
consequences of mind wandering. This volume bridges that gap. Research
indicates that most people experience mind wandering during a large percentage
of their waking time, and that it is a baseline default mode of brain function during
the awake but resting state. This volume explores the different kinds of mind
wandering and its positive impact on imagination, play, problem-solving, and
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creative production. Discusses spontaneous and controlled processes in creativity
Examines the relationship between mind wandering, consciousness, and
imagination Reviews research on problem-solving, imagination, play, and learning
Highlights the positive impact of mind wandering on creative thought and output

The Headspace Guide to Mindfulness & Meditation
"A model of scientific writing: erudite, witty, and clear." —New York Review of
Books In this Pulitzer Prize finalist and national bestseller, one of the world's
leading cognitive scientists tackles the workings of the human mind. What makes
us rational—and why are we so often irrational? How do we see in three
dimensions? What makes us happy, afraid, angry, disgusted, or sexually aroused?
Why do we fall in love? And how do we grapple with the imponderables of morality,
religion, and consciousness? How the Mind Works synthesizes the most satisfying
explanations of our mental life from cognitive science, evolutionary biology, and
other fields to explain what the mind is, how it evolved, and how it allows us to
see, think, feel, laugh, interact, enjoy the arts, and contemplate the mysteries of
life. This edition of Pinker's bold and buoyant classic is updated with a new
foreword by the author.

The Mind Games Women Play on Men
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The companion book to COURSERA®'s wildly popular massive open online course
"Learning How to Learn" Whether you are a student struggling to fulfill a math or
science requirement, or you are embarking on a career change that requires a new
skill set, A Mind for Numbers offers the tools you need to get a better grasp of that
intimidating material. Engineering professor Barbara Oakley knows firsthand how it
feels to struggle with math. She flunked her way through high school math and
science courses, before enlisting in the army immediately after graduation. When
she saw how her lack of mathematical and technical savvy severely limited her
options—both to rise in the military and to explore other careers—she returned to
school with a newfound determination to re-tool her brain to master the very
subjects that had given her so much trouble throughout her entire life. In A Mind
for Numbers, Dr. Oakley lets us in on the secrets to learning effectively—secrets
that even dedicated and successful students wish they’d known earlier. Contrary to
popular belief, math requires creative, as well as analytical, thinking. Most people
think that there’s only one way to do a problem, when in actuality, there are often
a number of different solutions—you just need the creativity to see them. For
example, there are more than three hundred different known proofs of the
Pythagorean Theorem. In short, studying a problem in a laser-focused way until
you reach a solution is not an effective way to learn. Rather, it involves taking the
time to step away from a problem and allow the more relaxed and creative part of
the brain to take over. The learning strategies in this book apply not only to math
and science, but to any subject in which we struggle. We all have what it takes to
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excel in areas that don't seem to come naturally to us at first, and learning them
does not have to be as painful as we might think! From the Trade Paperback
edition.

Subliminal
For David Goggins, childhood was a nightmare - poverty, prejudice, and physical
abuse colored his days and haunted his nights. But through self-discipline, mental
toughness, and hard work, Goggins transformed himself from a depressed,
overweight young man with no future into a U.S. Armed Forces icon and one of the
world's top endurance athletes. The only man in history to complete elite training
as a Navy SEAL, Army Ranger, and Air Force Tactical Air Controller, he went on to
set records in numerous endurance events, inspiring Outside magazine to name
him The Fittest (Real) Man in America. In this curse-word-free edition of Can't Hurt
Me, he shares his astonishing life story and reveals that most of us tap into only
40% of our capabilities. Goggins calls this The 40% Rule, and his story illuminates a
path that anyone can follow to push past pain, demolish fear, and reach their full
potential.

A Mind Spread Out on the Ground
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Whether they want to admit it or not most women play mind games on men. Some
do it ruthlessly and maliciously and others do it because they feel that this is a
clever way and the only way sometimes to get men to do exactly what they want
them to do in a relationship. These mind games that women play involve the
highest form of manipulation. For example, a woman shedding crocodile tears with
the sole purpose of getting a man to bend to her will. Some of these mind games
are easy to detect and identify and others are not. In her book entitled The Mind
Games Women Play On Men author Tonya Love identifies and describes in great
detail the 23 most played mind games by woman in a relationship and how to
effectively deal with and thwart these games if you're a man. The author has
admittedly engaged in these mind games herself throughout the course of her
relationships, so this book is based on her personal experiences as well as from her
observation of other women and the mind games that they play in their
relationships.

The Idea Factory
Chronicles the life and times of the lesser-known Information Age intellect,
revealing how his discoveries and innovations set the stage for the digital era,
influencing the work of such collaborators and rivals as Alan Turing, John von
Neumann and Vannevar Bush.
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The Future of the Mind
A prize-winning biography of one of the foremost intellects of the twentieth
century: Claude Shannon, the neglected architect of the Information Age.

Creativity and the Wandering Mind
“The Pro Tour’s hottest coach” (Golf Digest) distills the lessons of a private
strategy session into an indispensable “soft skills” companion. Credited with
transforming the short games of world-class golfers like Rory McIlroy, Phil
Mickelson, Annika Sorenstam, and Yani Tseng, Dave Stockton is one of the most
sought-after coaches in golf. Yet Stockton’s natural abilities are more like the
average player’s than those of most tour superstars. Not particularly long off the
tee and average in terms of ballstriking, Stockton has won multiple major
championships through a willingness to set his ego aside and analyze his game
objectively—precisely what make him so effective as an instructor. The hallmark of
Stockton’s coaching is the idea that “trying doesn’t work.” He shows students how
to get out of their own way and let their subconscious take over. In Own Your
Game, Stockton recreates the experience of riding eighteen holes with him at one
of his highly sought-after corporate outings. He explains how any player can learn
to use his or her mind effectively—both in the microcosm of the shot at hand and
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in plotting a way through a round. Amateur golfers are tired of trying to imitate the
swings of the pros—to mostly disastrous results. Stockton gives players the tools
and the freedom to play better with the swing they currently have. Portable,
conversational, practical—and complete with a mini-guide to playing business golf
with colleagues and clients—Own Your Game shows how players at all levels can
master the all-important mental game.

Silent Mind Golf
Gregory Bateson was a philosopher, anthropologist, photographer, naturalist, and
poet, as well as the husband and collaborator of Margaret Mead. This classic
anthology of his major work includes a new Foreword by his daughter, Mary
Katherine Bateson. 5 line drawings.

The Golfer's Mind
First released in the Spring of 1999, How People Learn has been expanded to show
how the theories and insights from the original book can translate into actions and
practice, now making a real connection between classroom activities and learning
behavior. This edition includes far-reaching suggestions for research that could
increase the impact that classroom teaching has on actual learning. Like the
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original edition, this book offers exciting new research about the mind and the
brain that provides answers to a number of compelling questions. When do infants
begin to learn? How do experts learn and how is this different from non-experts?
What can teachers and schools do-with curricula, classroom settings, and teaching
methods--to help children learn most effectively? New evidence from many
branches of science has significantly added to our understanding of what it means
to know, from the neural processes that occur during learning to the influence of
culture on what people see and absorb. How People Learn examines these findings
and their implications for what we teach, how we teach it, and how we assess what
our children learn. The book uses exemplary teaching to illustrate how approaches
based on what we now know result in in-depth learning. This new knowledge calls
into question concepts and practices firmly entrenched in our current education
system. Topics include: How learning actually changes the physical structure of the
brain. How existing knowledge affects what people notice and how they learn.
What the thought processes of experts tell us about how to teach. The amazing
learning potential of infants. The relationship of classroom learning and everyday
settings of community and workplace. Learning needs and opportunities for
teachers. A realistic look at the role of technology in education.

The Body Keeps the Score
Winner of the 2017 JPBM Communications Award for Expository and Popular Books.
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“A delightful meta-biography--playful indeed--of a brilliant iconoclast.” --James
Gleick, author of The Information John Horton Conway is a singular mathematician
with a lovely loopy brain. He is Archimedes, Mick Jagger, Salvador Dali, and Richard
Feynman all rolled into one--he boasts a rock star's charisma, a slyly bent sense of
humor, a polymath's promiscuous curiosity, and an insatiable compulsion to
explain everything about the world to everyone in it. At Cambridge, Conway
wrestled with "Monstrous Moonshine," discovered the aptly named surreal
numbers, and invented the cult classic Game of Life--more than just a cool fad, Life
demonstrates how simplicity generates complexity and provides an analogy for
mathematics and the entire universe. As a "mathemagician" at Princeton, he used
ropes, dice, pennies, coat hangers, even the occasional Slinky, as props to extend
his winning imagination and share his many nerdish delights. He granted Roberts
full access to his idiosyncrasies and intellect both, though not without the
occasional grumble: "Oh hell," he'd say. "You're not going to put that in the book.
Are you?!?"

Genius At Play
Imagine being able to achieve the perfect mental state to make your best possible
swing over every shot - stepping up fearlessly, with an inner calm that allows you
to play great golf every time you stand over the ball. Now, Robin Sieger, a lifelong
golfer who also happens to be one of the world's leading motivational speakers,
Page 25/28

Read Free A Mind At Play How Claude Shannon Invented The Information
Age
removes the mystery behind the mental prowess that lies at the heart of peak
performance. Too often golfers concentrate all their efforts on technique, in the
belief that it is only the mechanics of the game they need to master. Instead, using
easy-to-follow exercises and inspiring examples drawn from the lives of golf’s
greatest players, Robin's silent mind approach focuses on developing the single
most neglected, least understood, but ultimately decisive dimension of the game:
mental strength. A practical, jargon-free guide to mental conditioning that will
enable any golfer, whether weekend hacker or full-time professional, to understand
the dynamics crucial to getting into the ‘zone’, Silent Mind Golf reveals how to
empty your mind and play golf instinctively.

Out of My Mind
THE STORY: Involves two desperate families connected by the marriage of the son
of one (Jake) to the daughter of the other (Beth). As the play begins Beth, braindamaged from a savage beating that Jake has given her, is being tended by her
parents,

Tom's Midnight Garden
Presents a groundbreaking investigation into the origins of morality at the core of
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religion and politics, offering scholarly insight into the motivations behind cultural
clashes that are polarizing America.
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