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Learning is the process of acquiring new understanding, knowledge, behaviors, skills, values, attitudes, and
preferences. The ability to learn is possessed - Learning is the process of acquiring new understanding,
knowledge, behaviors, skills, values, attitudes, and preferences. The ability to learn is possessed by humans,
non-human animals, and some machines; there is also evidence for some kind of learning in certain plants.
Some learning is immediate, induced by a single event (e.g. being burned by a hot stove), but much skill and
knowledge accumulate from repeated experiences. The changes induced by learning often last a lifetime, and
it is hard to distinguish learned material that seems to be "lost" from that which cannot be retrieved.

Human learning starts at birth (it might even start before) and continues until death as a consequence of
ongoing interactions between people and their environment. The nature and processes involved in learning
are studied in many established fields (including educational psychology, neuropsychology, experimental
psychology, cognitive sciences, and pedagogy), as well as emerging fields of knowledge (e.g. with a shared
interest in the topic of learning from safety events such as incidents/accidents, or in collaborative learning
health systems). Research in such fields has led to the identification of various sorts of learning. For example,
learning may occur as a result of habituation, or classical conditioning, operant conditioning or as a result of
more complex activities such as play, seen only in relatively intelligent animals. Learning may occur
consciously or without conscious awareness. Learning that an aversive event cannot be avoided or escaped
may result in a condition called learned helplessness. There is evidence for human behavioral learning
prenatally, in which habituation has been observed as early as 32 weeks into gestation, indicating that the
central nervous system is sufficiently developed and primed for learning and memory to occur very early on
in development.

Play has been approached by several theorists as a form of learning. Children experiment with the world,
learn the rules, and learn to interact through play. Lev Vygotsky agrees that play is pivotal for children's
development, since they make meaning of their environment through playing educational games. For
Vygotsky, however, play is the first form of learning language and communication, and the stage where a
child begins to understand rules and symbols. This has led to a view that learning in organisms is always
related to semiosis, and is often associated with representational systems/activity.

Machine learning

Machine learning (ML) is a field of study in artificial intelligence concerned with the development and study
of statistical algorithms that can learn - Machine learning (ML) is a field of study in artificial intelligence
concerned with the development and study of statistical algorithms that can learn from data and generalise to
unseen data, and thus perform tasks without explicit instructions. Within a subdiscipline in machine learning,
advances in the field of deep learning have allowed neural networks, a class of statistical algorithms, to
surpass many previous machine learning approaches in performance.

ML finds application in many fields, including natural language processing, computer vision, speech
recognition, email filtering, agriculture, and medicine. The application of ML to business problems is known
as predictive analytics.

Statistics and mathematical optimisation (mathematical programming) methods comprise the foundations of
machine learning. Data mining is a related field of study, focusing on exploratory data analysis (EDA) via



unsupervised learning.

From a theoretical viewpoint, probably approximately correct learning provides a framework for describing
machine learning.

Dev-C++

in C++ on Facebook. In his screenshot, he&#039;s using Microsoft Windows and Dev-C++ as his IDE. It is
often recommended for beginners learning C or C++, and - Dev-C++ is a free full-featured integrated
development environment (IDE) distributed under the GNU General Public License for programming in C
and C++. It was originally developed by Colin Laplace and was first released in 1998. It is written in Delphi.

It is bundled with, and uses, the MinGW or TDM-GCC 64bit port of the GCC as its compiler. Dev-C++ can
also be used in combination with Cygwin or any other GCC-based compiler.

Deep learning

In machine learning, deep learning focuses on utilizing multilayered neural networks to perform tasks such as
classification, regression, and representation - In machine learning, deep learning focuses on utilizing
multilayered neural networks to perform tasks such as classification, regression, and representation learning.
The field takes inspiration from biological neuroscience and is centered around stacking artificial neurons
into layers and "training" them to process data. The adjective "deep" refers to the use of multiple layers
(ranging from three to several hundred or thousands) in the network. Methods used can be supervised, semi-
supervised or unsupervised.

Some common deep learning network architectures include fully connected networks, deep belief networks,
recurrent neural networks, convolutional neural networks, generative adversarial networks, transformers, and
neural radiance fields. These architectures have been applied to fields including computer vision, speech
recognition, natural language processing, machine translation, bioinformatics, drug design, medical image
analysis, climate science, material inspection and board game programs, where they have produced results
comparable to and in some cases surpassing human expert performance.

Early forms of neural networks were inspired by information processing and distributed communication
nodes in biological systems, particularly the human brain. However, current neural networks do not intend to
model the brain function of organisms, and are generally seen as low-quality models for that purpose.

Reinforcement learning

Reinforcement learning is one of the three basic machine learning paradigms, alongside supervised learning
and unsupervised learning. Reinforcement learning differs - Reinforcement learning (RL) is an
interdisciplinary area of machine learning and optimal control concerned with how an intelligent agent
should take actions in a dynamic environment in order to maximize a reward signal. Reinforcement learning
is one of the three basic machine learning paradigms, alongside supervised learning and unsupervised
learning.

Reinforcement learning differs from supervised learning in not needing labelled input-output pairs to be
presented, and in not needing sub-optimal actions to be explicitly corrected. Instead, the focus is on finding a
balance between exploration (of uncharted territory) and exploitation (of current knowledge) with the goal of
maximizing the cumulative reward (the feedback of which might be incomplete or delayed). The search for
this balance is known as the exploration–exploitation dilemma.
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The environment is typically stated in the form of a Markov decision process, as many reinforcement
learning algorithms use dynamic programming techniques. The main difference between classical dynamic
programming methods and reinforcement learning algorithms is that the latter do not assume knowledge of
an exact mathematical model of the Markov decision process, and they target large Markov decision
processes where exact methods become infeasible.

C-STEM Center

The C-STEM Center has developed educational technology C-STEM Studio and RoboBlockly with
computing in C/C++ for K-14 hands-on integrated learning. C-STEM - C-STEM (Center for Integrated
Computing and STEM Education) is a UC-approved educational preparation program for undergraduate
admission for UC campuses to prepare students for college and career. C-STEM has University of California
A-G Program status. High schools can add the A-G approved C-STEM curriculum to their own school’s A-G
course lists for the UC/CSU admission requirements.

The C-STEM center is located on the University of California, Davis, campus. The Center aims to transform
computing, science, technology, engineering, and mathematics (C-STEM) education in both formal and
informal K-14 programs through integrated learning, guided by two key objectives:

Close the achievement gap by broadening participation of students traditionally underrepresented in
computing and STEM related careers and post-secondary study.

Develop students’ 21st century problem-solving skills through integrated computing and STEM education.

The C-STEM Center has developed educational technology C-STEM Studio and RoboBlockly with
computing in C/C++ for K-14 hands-on integrated learning.

C-STEM Studio is a platform for teaching computing, science, technology, engineering and mathematics
with robotics (Barobo Linkbot, Lego Mindstorms NXT, EV3, and Arduino boards). RoboBlockly is a web-
based robot simulation for learning coding and math. The Center has also developed integrated C-STEM
curriculum that integrates computing and robotics into Common Core compliant math courses with coding
and math activities for grades 1 through 9.

The vision of the C-STEM is to provide formal computing education for all K-12 students. C-STEM ICT
Pathway provides 12-years computer science education for K-12 students. The Pathway includes robotics and
math with coding activities in RoboBlockly and C/C++ for elementary school students, rigorous Computer
Programming course for middle school students, and Computer Programming courses and AP Computer
Science Principles for high school students.

The C-STEM Center studies the use of innovative computing and robotics technologies to increase student
interest, with an emphasis on Algebra. The C-STEM program tries to close the achievement gap, engages
traditionally unrepresented groups and at risk students in learning STEM subjects. The C-STEM Center
provides C-STEM 2-Day Academy, On-Site Training, 1-Week Institute, and Train-the-Trainer program to
integrate computing and robotics into their classroom teaching.

Educational technology
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June 2024. Moore, J. L.; Dickson-Deane, C.; Galyen, K. (2011). &quot;E-Learning, online learning, and
distance learning environments: Are they the same?&quot;. The - Educational technology (commonly
abbreviated as edutech, or edtech) is the combined use of computer hardware, software, and educational
theory and practice to facilitate learning and teaching. When referred to with its abbreviation, "EdTech", it
often refers to the industry of companies that create educational technology. In EdTech Inc.: Selling,
Automating and Globalizing Higher Education in the Digital Age, Tanner Mirrlees and Shahid Alvi (2019)
argue "EdTech is no exception to industry ownership and market rules" and "define the EdTech industries as
all the privately owned companies currently involved in the financing, production and distribution of
commercial hardware, software, cultural goods, services and platforms for the educational market with the
goal of turning a profit. Many of these companies are US-based and rapidly expanding into educational
markets across North America, and increasingly growing all over the world."

In addition to the practical educational experience, educational technology is based on theoretical knowledge
from various disciplines such as communication, education, psychology, sociology, artificial intelligence,
and computer science. It encompasses several domains including learning theory, computer-based training,
online learning, and m-learning where mobile technologies are used.

C (programming language)

(2014). Programming and problem solving with C++ (6th ed.). Burlington, Massachusetts: Jones &amp;
Bartlett Learning. ISBN 978-1449694289. OCLC 894992484. &quot;Development - C is a general-purpose
programming language. It was created in the 1970s by Dennis Ritchie and remains widely used and
influential. By design, C gives the programmer relatively direct access to the features of the typical CPU
architecture, customized for the target instruction set. It has been and continues to be used to implement
operating systems (especially kernels), device drivers, and protocol stacks, but its use in application software
has been decreasing. C is used on computers that range from the largest supercomputers to the smallest
microcontrollers and embedded systems.

A successor to the programming language B, C was originally developed at Bell Labs by Ritchie between
1972 and 1973 to construct utilities running on Unix. It was applied to re-implementing the kernel of the
Unix operating system. During the 1980s, C gradually gained popularity. It has become one of the most
widely used programming languages, with C compilers available for practically all modern computer
architectures and operating systems. The book The C Programming Language, co-authored by the original
language designer, served for many years as the de facto standard for the language. C has been standardized
since 1989 by the American National Standards Institute (ANSI) and, subsequently, jointly by the
International Organization for Standardization (ISO) and the International Electrotechnical Commission
(IEC).

C is an imperative procedural language, supporting structured programming, lexical variable scope, and
recursion, with a static type system. It was designed to be compiled to provide low-level access to memory
and language constructs that map efficiently to machine instructions, all with minimal runtime support.
Despite its low-level capabilities, the language was designed to encourage cross-platform programming. A
standards-compliant C program written with portability in mind can be compiled for a wide variety of
computer platforms and operating systems with few changes to its source code.

Although neither C nor its standard library provide some popular features found in other languages, it is
flexible enough to support them. For example, object orientation and garbage collection are provided by
external libraries GLib Object System and Boehm garbage collector, respectively.
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Since 2000, C has consistently ranked among the top four languages in the TIOBE index, a measure of the
popularity of programming languages.

Learning management system

programs, materials or learning and development programs. The learning management system concept
emerged directly from e-Learning. Learning management systems - A learning management system (LMS) is
a software application for the administration, documentation, tracking, reporting, automation, and delivery of
educational courses, training programs, materials or learning and development programs. The learning
management system concept emerged directly from e-Learning. Learning management systems make up the
largest segment of the learning system market. The first introduction of the LMS was in the late 1990s. LMSs
have been adopted by almost all higher education institutions in the English-speaking world. Learning
management systems have faced a massive growth in usage due to the emphasis on remote learning during
the COVID-19 pandemic.

Learning management systems were designed to identify training and learning gaps, using analytical data and
reporting. LMSs are focused on online learning delivery but support a range of uses, acting as a platform for
online content, including courses, both asynchronous based and synchronous based. In the higher education
space, an LMS may offer classroom management for instructor-led training or a flipped classroom. Modern
LMSs include intelligent algorithms to make automated recommendations for courses based on a user's skill
profile as well as extract metadata from learning materials to make such recommendations even more
accurate.

Active learning (machine learning)

Active learning is a special case of machine learning in which a learning algorithm can interactively query a
human user (or some other information source) - Active learning is a special case of machine learning in
which a learning algorithm can interactively query a human user (or some other information source), to label
new data points with the desired outputs. The human user must possess knowledge/expertise in the problem
domain, including the ability to consult/research authoritative sources when necessary. In statistics literature,
it is sometimes also called optimal experimental design. The information source is also called teacher or
oracle.

There are situations in which unlabeled data is abundant but manual labeling is expensive. In such a scenario,
learning algorithms can actively query the user/teacher for labels. This type of iterative supervised learning is
called active learning. Since the learner chooses the examples, the number of examples to learn a concept can
often be much lower than the number required in normal supervised learning. With this approach, there is a
risk that the algorithm is overwhelmed by uninformative examples. Recent developments are dedicated to
multi-label active learning, hybrid active learning and active learning in a single-pass (on-line) context,
combining concepts from the field of machine learning (e.g. conflict and ignorance) with adaptive,
incremental learning policies in the field of online machine learning. Using active learning allows for faster
development of a machine learning algorithm, when comparative updates would require a quantum or super
computer.

Large-scale active learning projects may benefit from crowdsourcing frameworks such as Amazon
Mechanical Turk that include many humans in the active learning loop.

https://eript-
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