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THINK LIKE A PROGRAMMER
AN INTRODUCTION TO CREATIVE PROBLEM SOLVING
No Starch Press The real challenge of programming isn't learning a language's syntax—it's learning to creatively solve problems so you can build something great. In this one-of-a-kind text, author V.
Anton Spraul breaks down the ways that programmers solve problems and teaches you what other introductory books often ignore: how to Think Like a Programmer. Each chapter tackles a single
programming concept, like classes, pointers, and recursion, and open-ended exercises throughout challenge you to apply your knowledge. You'll also learn how to: –Split problems into discrete
components to make them easier to solve –Make the most of code reuse with functions, classes, and libraries –Pick the perfect data structure for a particular job –Master more advanced programming tools
like recursion and dynamic memory –Organize your thoughts and develop strategies to tackle particular types of problems Although the book's examples are written in C++, the creative problem-solving
concepts they illustrate go beyond any particular language; in fact, they often reach outside the realm of computer science. As the most skillful programmers know, writing great code is a creative
art—and the ﬁrst step in creating your masterpiece is learning to Think Like a Programmer.

HOW TO THINK LIKE A CODER
WITHOUT EVEN TRYING
Batsford A back-to-basics guide on coding for absolute beginners, whether adults or children – no prior experience required! Coding is set to change the way we work and the skills we will need in the
future. For those who know nothing about coding, getting to grips with the basics is daunting. Too many of the beginner books launch straight into programming techniques but what is really needed is an
understanding of the key concepts of coding. Programming then becomes much easier to grasp. This accessible, fun book goes right back to the very basics, teaching central concepts such as loops, data
types, pseudocode and calculations without having to learn a single line of code! Using a set of dice, a deck of cards or a pack of dominoes to enjoy fun and straightforward exercises, you will practise key
skills such as critical thinking, creativity, logic and problem-solving and begin to think like a coder without even turning on your computer. Once you are equipped with this basic toolkit, Think Like a Coder
discusses the basic programmes that are available for beginners, keeping a focus on simple activities that draw analogies with the outside world to make learning easy and fun. Suitable for absolute
beginners, adults and children. Designed to be a thorough yet lighthearted introduction for the complete beginner, Think Like a Coder is an essential addition to any keen programmer’s bookshelf.

GET PROGRAMMING WITH GO
Simon and Schuster Summary Get Programming with Go introduces you to the powerful Go language without confusing jargon or high-level theory. By working through 32 quick-ﬁre lessons, you'll
quickly pick up the basics of the innovative Go programming language! Purchase of the print book includes a free eBook in PDF, Kindle, and ePub formats from Manning Publications. About the Technology
Go is a small programming language designed by Google to tackle big problems. Large projects mean large teams with people of varying levels of experience. Go oﬀers a small, yet capable, language that
can be understood and used by anyone, no matter their experience. About the Book Hobbyists, newcomers, and professionals alike can beneﬁt from a fast, modern language; all you need is the right
resource! Get Programming with Go provides a hands-on introduction to Go language fundamentals, serving as a solid foundation for your future programming projects. You'll master Go syntax, work with
types and functions, and explore bigger ideas like state and concurrency, with plenty of exercises to lock in what you learn. What's inside Language concepts like slices, interfaces, pointers, and
concurrency Seven capstone projects featuring spacefaring gophers, Mars rovers, ciphers, and simulations All examples run in the Go Playground - no installation required! About the Reader This book is
for anyone familiar with computer programming, as well as anyone with the desire to learn. About the Author Nathan Youngman organizes the Edmonton Go meetup and is a mentor with Canada Learning
Code. Roger Peppé contributes to Go and runs the Newcastle upon Tyne Go meetup. Table of Contents Unit 0 - GETTING STARTED Get ready, get set, Go Unit 1 - IMPERATIVE PROGRAMMING A gloriﬁed
calculator Loops and branches Variable scope Capstone: Ticket to Mars Unit 2 - TYPES Real numbers Whole numbers Big numbers Multilingual text Converting between types Capstone: The Vigenère cipher
Unit 3 - BUILDING BLOCKS Functions Methods First-class functions Capstone: Temperature tables Unit 4 - COLLECTIONS Arrayed in splendor Slices: Windows into arrays A bigger slice The ever-versatile
map Capstone: A slice of life Unit 5 - STATE AND BEHAVIOR A little structure Go's got no class Composition and forwarding Interfaces Capstone: Martian animal sanctuary Unit 6 - DOWN THE GOPHER HOLE
A few pointers Much ado about nil To err is human Capstone: Sudoku rules Unit 7 - CONCURRENT PROGRAMMING Goroutines and concurrency Concurrent state Capstone: Life on Mars

HOW TO THINK LIKE A PROGRAMMER
PROBLEM SOLVING FOR THE BEWILDERED
Thomson Course Technology How to Think Like a Programmer is a bright, accessible, fun read describing the mindset and mental methods of programmers. Anticipating the problems that students
have through the character of Brian the Bewildered Wildebeest, the slower pace required for this approach is made interesting and engaging by hand-drawn sketches, frequent (paper-based) activities and
the everyday tasks (e.g. coﬀee making) used as a basis of worked examples. How to Think Like a Programmer provides a fun and accessible way to learn the mental models needed to approach
computational programmable problems.

HT THINK LIKE A COMPUTER SCIEN
Samurai Media Limited The goal of this book is to teach you to think like a computer scientist. This way of thinking combines some of the best features of mathematics, engineering, and natural science.
Like mathematicians, computer scientists use formal languages to denote ideas (speciﬁcally computations). Like engineers, they design things, assembling components into systems and evaluating
tradeoﬀs among alternatives. Like scientists, they observe the behavior of complex systems, form hypotheses, and test predictions. The single most important skill for a computer scientist is problem
solving. Problem solving means the ability to formulate problems, think creatively about solutions, and express a solution clearly and accurately. As it turns out, the process of learning to program is an
excellent opportunity to practice problem-solving skills. That's why this chapter is called, The way of the program. On one level, you will be learning to program, a useful skill by itself. On another level, you
will use programming as a means to an end. As we go along, that end will become clearer.

THINK JAVA
HOW TO THINK LIKE A COMPUTER SCIENTIST
"O'Reilly Media, Inc." Currently used at many colleges, universities, and high schools, this hands-on introduction to computer science is ideal for people with little or no programming experience. The
goal of this concise book is not just to teach you Java, but to help you think like a computer scientist. You’ll learn how to program—a useful skill by itself—but you’ll also discover how to use programming
as a means to an end. Authors Allen Downey and Chris Mayﬁeld start with the most basic concepts and gradually move into topics that are more complex, such as recursion and object-oriented
programming. Each brief chapter covers the material for one week of a college course and includes exercises to help you practice what you’ve learned. Learn one concept at a time: tackle complex topics
in a series of small steps with examples Understand how to formulate problems, think creatively about solutions, and write programs clearly and accurately Determine which development techniques work
best for you, and practice the important skill of debugging Learn relationships among input and output, decisions and loops, classes and methods, strings and arrays Work on exercises involving word
games, graphics, puzzles, and playing cards

COMPUTER SCIENCE MADE SIMPLE
LEARN HOW HARDWARE AND SOFTWARE WORK-- AND HOW TO MAKE THEM WORK FOR YOU!
Crown Be smarter than your computer If you don't understand computers, you can quickly be left behind in today's fast-paced, machine-dependent society. Computer Science Made Simple oﬀers a
straightforward resource for technology novices and advanced techies alike. It clariﬁes all you need to know, from the basic components of today’s computers to using advanced applications. The perfect
primer, it explains how it all comes together to make computers work. Topics covered include: * hardware * software * programming * networks * the internet * computer graphics * advanced computer
concepts * computers in society Look for these Made Simple titles: Accounting Made Simple Arithmetic Made Simple Astronomy Made Simple Biology Made Simple Bookkeeping Made Simple Business
Letters Made Simple Chemistry Made Simple Earth Science Made Simple English Made Simple French Made Simple German Made Simple Inglés Hecho Fácil Investing Made Simple Italian Made Simple
Keyboarding Made Simple Latin Made Simple Learning English Made Simple Mathematics Made Simple The Perfect Business Plan Made Simple Philosophy Made Simple Physics Made Simple Psychology
Made Simple Sign Language Made Simple Spanish Made Simple Spelling Made Simple Statistics Made Simple Your Small Business Made Simple www.broadway.com
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A BEGINNER'S GUIDE TO PROGRAMMING AND PROBLEM SOLVING
No Starch Press Programming isn't just about syntax and assembling code--it's about problem solving, and all good programmers must think creatively to solve problems. Like the best-selling Think Like
a Programmer before it (with over 75,000 copies sold worldwide), this Python-based edition will help you transition from reading programs to writing them, in, Python. (No prior programming experience
required!) Rather than simply point out solutions to problems, author V. Anton Spraul will get you thinking by exposing you to techniques that will teach you how to solve programming problems on your
own. Each chapter covers a single programming concept like data types, control ﬂow, code reuse, recursion, and classes, then a series of Python-based exercises have you put your skills to the test. You'll
learn how to: -Break big problems down into simple, manageable steps to build into solutions -Write custom functions to solve new problems -Use a debugger to examine each line of your running program
in order to fully understand how it works -Tackle problems strategically by turning each new concept into a problem-solving tool The Python edition of Think Like a Programmer aims squarely at the
beginning programmer, with additional chapters on early programming topics such as variables, decisions, and looping. Version: This book is based on Python 3.

THINK PYTHON
HOW TO THINK LIKE A COMPUTER SCIENTIST
"O'Reilly Media, Inc." If you want to learn how to program, working with Python is an excellent way to start. This hands-on guide takes you through the language a step at a time, beginning with basic
programming concepts before moving on to functions, recursion, data structures, and object-oriented design. This second edition and its supporting code have been updated for Python 3. Through
exercises in each chapter, you’ll try out programming concepts as you learn them. Think Python is ideal for students at the high school or college level, as well as self-learners, home-schooled students,
and professionals who need to learn programming basics. Beginners just getting their feet wet will learn how to start with Python in a browser. Start with the basics, including language syntax and
semantics Get a clear deﬁnition of each programming concept Learn about values, variables, statements, functions, and data structures in a logical progression Discover how to work with ﬁles and
databases Understand objects, methods, and object-oriented programming Use debugging techniques to ﬁx syntax, runtime, and semantic errors Explore interface design, data structures, and GUI-based
programs through case studies

ALGORITHMIC THINKING
A PROBLEM-BASED INTRODUCTION
No Starch Press A hands-on, problem-based introduction to building algorithms and data structures to solve problems with a computer. Algorithmic Thinking will teach you how to solve challenging
programming problems and design your own algorithms. Daniel Zingaro, a master teacher, draws his examples from world-class programming competitions like USACO and IOI. You'll learn how to classify
problems, choose data structures, and identify appropriate algorithms. You'll also learn how your choice of data structure, whether a hash table, heap, or tree, can aﬀect runtime and speed up your
algorithms; and how to adopt powerful strategies like recursion, dynamic programming, and binary search to solve challenging problems. Line-by-line breakdowns of the code will teach you how to use
algorithms and data structures like: • The breadth-ﬁrst search algorithm to ﬁnd the optimal way to play a board game or ﬁnd the best way to translate a book • Dijkstra's algorithm to determine how many
mice can exit a maze or the number of fastest routes between two locations • The union-ﬁnd data structure to answer questions about connections in a social network or determine who are friends or
enemies • The heap data structure to determine the amount of money given away in a promotion • The hash-table data structure to determine whether snowﬂakes are unique or identify compound words
in a dictionary NOTE: Each problem in this book is available on a programming-judge website. You'll ﬁnd the site's URL and problem ID in the description. What's better than a free correctness check?

LEARN TO PROGRAM
Pragmatic Bookshelf It's easier to learn how to program a computer than it has ever been before. Now everyone can learn to write programs for themselves - no previous experience is necessary. Chris
Pine takes a thorough, but lighthearted approach that teaches you the fundamentals of computer programming, with a minimum of fuss or bother. Whether you are interested in a new hobby or a new
career, this book is your doorway into the world of programming. Computers are everywhere, and being able to program them is more important than it has ever been. But since most books on
programming are written for other programmers, it can be hard to break in. At least it used to be. Chris Pine will teach you how to program. You'll learn to use your computer better, to get it to do what you
want it to do. Starting with small, simple one-line programs to calculate your age in seconds, you'll see how to write interactive programs, to use APIs to fetch live data from the internet, to rename your
photos from your digital camera, and more. You'll learn the same technology used to drive modern dynamic websites and large, professional applications. Whether you are looking for a fun new hobby or
are interested in entering the tech world as a professional, this book gives you a solid foundation in programming. Chris teaches the basics, but also shows you how to think like a programmer. You'll learn
through tons of examples, and through programming challenges throughout the book. When you ﬁnish, you'll know how and where to learn more - you'll be on your way. What You Need: All you need to
learn how to program is a computer (Windows, macOS, or Linux) and an internet connection. Chris Pine will lead you through setting set up with the software you will need to start writing programs of your
own.

LEARN PYTHON 3 THE HARD WAY
A VERY SIMPLE INTRODUCTION TO THE TERRIFYINGLY BEAUTIFUL WORLD OF COMPUTERS AND CODE
Addison-Wesley Professional You Will Learn Python 3! Zed Shaw has perfected the world’s best system for learning Python 3. Follow it and you will succeed—just like the millions of beginners Zed has
taught to date! You bring the discipline, commitment, and persistence; the author supplies everything else. In Learn Python 3 the Hard Way, you’ll learn Python by working through 52 brilliantly crafted
exercises. Read them. Type their code precisely. (No copying and pasting!) Fix your mistakes. Watch the programs run. As you do, you’ll learn how a computer works; what good programs look like; and
how to read, write, and think about code. Zed then teaches you even more in 5+ hours of video where he shows you how to break, ﬁx, and debug your code—live, as he’s doing the exercises. Install a
complete Python environment Organize and write code Fix and break code Basic mathematics Variables Strings and text Interact with users Work with ﬁles Looping and logic Data structures using lists and
dictionaries Program design Object-oriented programming Inheritance and composition Modules, classes, and objects Python packaging Automated testing Basic game development Basic web
development It’ll be hard at ﬁrst. But soon, you’ll just get it—and that will feel great! This course will reward you for every minute you put into it. Soon, you’ll know one of the world’s most powerful,
popular programming languages. You’ll be a Python programmer. This Book Is Perfect For Total beginners with zero programming experience Junior developers who know one or two languages Returning
professionals who haven’t written code in years Seasoned professionals looking for a fast, simple, crash course in Python 3

PYTHON AND ALGORITHMIC THINKING FOR THE COMPLETE BEGINNER (2ND EDITION)
LEARN TO THINK LIKE A PROGRAMMER
Thoroughly revised for the latest version of Python, this book explains basic concepts in a clear and explicit way that takes very seriously one thing for granted-that the reader knows nothing about
computer programming. Addressed to anyone who has no prior programming knowledge or experience, but a desire to learn programming with Python, it teaches the ﬁrst thing that every novice
programmer needs to learn, which is Algorithmic Thinking. Αlgorithmic Thinking involves more than just learning code. It is a problem-solving process that involves learning how to code. This edition
contains all the popular features of the previous edition and adds a signiﬁcant number of exercises, as well as extensive revisions and updates. Apart from Python's lists, it now also covers dictionaries,
while a brand new section provides an eﬀective introduction to the next ﬁeld that a programmer needs to work with, which is Object Oriented Programming (OOP). This book has a class course structure
with questions and exercises at the end of each chapter so you can test what you have learned right away and improve your comprehension. With 250 solved and 450 unsolved exercises, 475 true/false,
about 150 multiple choice, and 200 review questions and crosswords (the solutions and the answers to which can be found on the Internet), this book is ideal for novices or average programmers, for selfstudy high school students ﬁrst-year college or university students teachers professors anyone who wants to start learning or teaching computer programming using the proper conventions and techniques

AUTOMATE THE BORING STUFF WITH PYTHON, 2ND EDITION
PRACTICAL PROGRAMMING FOR TOTAL BEGINNERS
No Starch Press The second edition of this best-selling Python book (over 500,000 copies sold!) uses Python 3 to teach even the technically uninclined how to write programs that do in minutes what
would take hours to do by hand. There is no prior programming experience required and the book is loved by liberal arts majors and geeks alike. If you've ever spent hours renaming ﬁles or updating
hundreds of spreadsheet cells, you know how tedious tasks like these can be. But what if you could have your computer do them for you? In this fully revised second edition of the best-selling classic
Automate the Boring Stuﬀ with Python, you'll learn how to use Python to write programs that do in minutes what would take you hours to do by hand--no prior programming experience required. You'll
learn the basics of Python and explore Python's rich library of modules for performing speciﬁc tasks, like scraping data oﬀ websites, reading PDF and Word documents, and automating clicking and typing
tasks. The second edition of this international fan favorite includes a brand-new chapter on input validation, as well as tutorials on automating Gmail and Google Sheets, plus tips on automatically updating
CSV ﬁles. You'll learn how to create programs that eﬀortlessly perform useful feats of automation to: • Search for text in a ﬁle or across multiple ﬁles • Create, update, move, and rename ﬁles and folders •
Search the Web and download online content • Update and format data in Excel spreadsheets of any size • Split, merge, watermark, and encrypt PDFs • Send email responses and text notiﬁcations • Fill
out online forms Step-by-step instructions walk you through each program, and updated practice projects at the end of each chapter challenge you to improve those programs and use your newfound skills
to automate similar tasks. Don't spend your time doing work a well-trained monkey could do. Even if you've never written a line of code, you can make your computer do the grunt work. Learn how in
Automate the Boring Stuﬀ with Python, 2nd Edition.

LEARN JAVA THE EASY WAY
A HANDS-ON INTRODUCTION TO PROGRAMMING
No Starch Press Java is the world’s most popular programming language, but it’s known for having a steep learning curve. Learn Java the Easy Way takes the chore out of learning Java with hands-on
projects that will get you building real, functioning apps right away. You’ll start by familiarizing yourself with JShell, Java’s interactive command line shell that allows programmers to run single lines of code
and get immediate feedback. Then, you’ll create a guessing game, a secret message encoder, and a multitouch bubble-drawing app for both desktop and mobile devices using Eclipse, an industrystandard IDE, and Android Studio, the development environment for making Android apps. As you build these apps, you’ll learn how to: -Perform calculations, manipulate text strings, and generate random
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colors -Use conditions, loops, and methods to make your programs responsive and concise -Create functions to reuse code and save time -Build graphical user interface (GUI) elements, including buttons,
menus, pop-ups, and sliders -Take advantage of Eclipse and Android Studio features to debug your code and ﬁnd, ﬁx, and prevent common mistakes If you’ve been thinking about learning Java, Learn Java
the Easy Way will bring you up to speed in no time.

INTRODUCTION TO COMPUTATION AND PROGRAMMING USING PYTHON, SECOND EDITION
WITH APPLICATION TO UNDERSTANDING DATA
MIT Press The new edition of an introductory text that teaches students the art of computational problem solving, covering topics ranging from simple algorithms to information visualization. This book
introduces students with little or no prior programming experience to the art of computational problem solving using Python and various Python libraries, including PyLab. It provides students with skills
that will enable them to make productive use of computational techniques, including some of the tools and techniques of data science for using computation to model and interpret data. The book is based
on an MIT course (which became the most popular course oﬀered through MIT's OpenCourseWare) and was developed for use not only in a conventional classroom but in in a massive open online course
(MOOC). This new edition has been updated for Python 3, reorganized to make it easier to use for courses that cover only a subset of the material, and oﬀers additional material including ﬁve new
chapters. Students are introduced to Python and the basics of programming in the context of such computational concepts and techniques as exhaustive enumeration, bisection search, and eﬃcient
approximation algorithms. Although it covers such traditional topics as computational complexity and simple algorithms, the book focuses on a wide range of topics not found in most introductory texts,
including information visualization, simulations to model randomness, computational techniques to understand data, and statistical techniques that inform (and misinform) as well as two related but
relatively advanced topics: optimization problems and dynamic programming. This edition oﬀers expanded material on statistics and machine learning and new chapters on Frequentist and Bayesian
statistics.

PROBLEM SOLVING 101
A SIMPLE BOOK FOR SMART PEOPLE
Penguin The fun and simple problem-solving guide that took Japan by storm Ken Watanabe originally wrote Problem Solving 101 for Japanese schoolchildren. His goal was to help shift the focus in
Japanese education from memorization to critical thinking, by adapting some of the techniques he had learned as an elite McKinsey consultant. He was amazed to discover that adults were hungry for his
fun and easy guide to problem solving and decision making. The book became a surprise Japanese bestseller, with more than 370,000 in print after six months. Now American businesspeople can also use
it to master some powerful skills. Watanabe uses sample scenarios to illustrate his techniques, which include logic trees and matrixes. A rock band ﬁgures out how to drive up concert attendance. An
aspiring animator budgets for a new computer purchase. Students decide which high school they will attend. Illustrated with diagrams and quirky drawings, the book is simple enough for a middleschooler
to understand but sophisticated enough for business leaders to apply to their most challenging problems.

LEARN TO CODE BY SOLVING PROBLEMS
A PYTHON PROGRAMMING PRIMER
No Starch Press Learn to Code by Solving Problems is a practical introduction to programming using Python. It uses coding-competition challenges to teach you the mechanics of coding and how to think
like a savvy programmer. Computers are capable of solving almost any problem when given the right instructions. That’s where programming comes in. This beginner’s book will have you writing Python
programs right away. You’ll solve interesting problems drawn from real coding competitions and build your programming skills as you go. Every chapter presents problems from coding challenge websites,
where online judges test your solutions and provide targeted feedback. As you practice using core Python features, functions, and techniques, you’ll develop a clear understanding of data structures,
algorithms, and other programming basics. Bonus exercises invite you to explore new concepts on your own, and multiple-choice questions encourage you to think about how each piece of code works.
You’ll learn how to: • Run Python code, work with strings, and use variables • Write programs that make decisions • Make code more eﬃcient with while and for loops • Use Python sets, lists, and
dictionaries to organize, sort, and search data • Design programs using functions and top-down design • Create complete-search algorithms and use Big O notation to design more eﬃcient code By the
end of the book, you’ll not only be proﬁcient in Python, but you’ll also understand how to think through problems and tackle them with code. Programming languages come and go, but this book gives you
the lasting foundation you need to start thinking like a programmer.

FUNDAMENTALS OF COMPUTER PROGRAMMING WITH C#
THE BULGARIAN C# BOOK
Faber Publishing The free book "Fundamentals of Computer Programming with C#" is a comprehensive computer programming tutorial that teaches programming, logical thinking, data structures and
algorithms, problem solving and high quality code with lots of examples in C#. It starts with the ﬁrst steps in programming and software development like variables, data types, conditional statements,
loops and arrays and continues with other basic topics like methods, numeral systems, strings and string processing, exceptions, classes and objects. After the basics this fundamental programming book
enters into more advanced programming topics like recursion, data structures (lists, trees, hash-tables and graphs), high-quality code, unit testing and refactoring, object-oriented principles (inheritance,
abstraction, encapsulation and polymorphism) and their implementation the C# language. It also covers fundamental topics that each good developer should know like algorithm design, complexity of
algorithms and problem solving. The book uses C# language and Visual Studio to illustrate the programming concepts and explains some C# / .NET speciﬁc technologies like lambda expressions,
extension methods and LINQ. The book is written by a team of developers lead by Svetlin Nakov who has 20+ years practical software development experience. It teaches the major programming
concepts and way of thinking needed to become a good software engineer and the C# language in the meantime. It is a great start for anyone who wants to become a skillful software engineer. The books
does not teach technologies like databases, mobile and web development, but shows the true way to master the basics of programming regardless of the languages, technologies and tools. It is good for
beginners and intermediate developers who want to put a solid base for a successful career in the software engineering industry. The book is accompanied by free video lessons, presentation slides and
mind maps, as well as hundreds of exercises and live examples. Download the free C# programming book, videos, presentations and other resources from http://introprogramming.info. Title:
Fundamentals of Computer Programming with C# (The Bulgarian C# Programming Book) ISBN: 9789544007737 ISBN-13: 978-954-400-773-7 (9789544007737) ISBN-10: 954-400-773-3 (9544007733)
Author: Svetlin Nakov & Co. Pages: 1132 Language: English Published: Soﬁa, 2013 Publisher: Faber Publishing, Bulgaria Web site: http://www.introprogramming.info License: CC-Attribution-Share-Alike
Tags: free, programming, book, computer programming, programming fundamentals, ebook, book programming, C#, CSharp, C# book, tutorial, C# tutorial; programming concepts, programming
fundamentals, compiler, Visual Studio, .NET, .NET Framework, data types, variables, expressions, statements, console, conditional statements, control-ﬂow logic, loops, arrays, numeral systems, methods,
strings, text processing, StringBuilder, exceptions, exception handling, stack trace, streams, ﬁles, text ﬁles, linear data structures, list, linked list, stack, queue, tree, balanced tree, graph, depth-ﬁrst
search, DFS, breadth-ﬁrst search, BFS, dictionaries, hash tables, associative arrays, sets, algorithms, sorting algorithm, searching algorithms, recursion, combinatorial algorithms, algorithm complexity,
OOP, object-oriented programming, classes, objects, constructors, ﬁelds, properties, static members, abstraction, interfaces, encapsulation, inheritance, virtual methods, polymorphism, cohesion, coupling,
enumerations, generics, namespaces, UML, design patterns, extension methods, anonymous types, lambda expressions, LINQ, code quality, high-quality code, high-quality classes, high-quality methods,
code formatting, self-documenting code, code refactoring, problem solving, problem solving methodology, 9789544007737, 9544007733

THINK JULIA
HOW TO THINK LIKE A COMPUTER SCIENTIST
"O'Reilly Media, Inc." If you’re just learning how to program, Julia is an excellent JIT-compiled, dynamically typed language with a clean syntax. This hands-on guide uses Julia 1.0 to walk you through
programming one step at a time, beginning with basic programming concepts before moving on to more advanced capabilities, such as creating new types and multiple dispatch. Designed from the
beginning for high performance, Julia is a general-purpose language ideal for not only numerical analysis and computational science but also web programming and scripting. Through exercises in each
chapter, you’ll try out programming concepts as you learn them. Think Julia is perfect for students at the high school or college level as well as self-learners and professionals who need to learn
programming basics. Start with the basics, including language syntax and semantics Get a clear deﬁnition of each programming concept Learn about values, variables, statements, functions, and data
structures in a logical progression Discover how to work with ﬁles and databases Understand types, methods, and multiple dispatch Use debugging techniques to ﬁx syntax, runtime, and semantic errors
Explore interface design and data structures through case studies

C# PROGRAMMING FOR ABSOLUTE BEGINNERS
LEARN TO THINK LIKE A PROGRAMMER AND START WRITING CODE
Apress Get started using the C# programming language. Based on the author’s 15 years of experience teaching beginners, this book provides you with a step-by-step introduction to the principles of
programming, or rather, how to think like a programmer. The task-solution approach will get you immersed, with minimum theory and maximum action. What You Will Learn Understand what programming
is all about Write simple, but non-trivial, programs Become familiar with basic programming constructs such as statements, types, variables, conditions, and loops Think like a programmer and combine
these programming constructs in new ways Get to know C# as a modern, mainstream programming language, and Visual Studio as one of the world’s most popular programming tools Who This Book Is
For Those with very little or no experience in computer programming, who know how to use a computer, install a program, and navigate the web

C# AND ALGORITHMIC THINKING FOR THE COMPLETE BEGINNER (2ND EDITION)
LEARN TO THINK LIKE A PROGRAMMER
Thoroughly revised for the latest version of C#, this book explains basic concepts in a clear and explicit way that takes very seriously one thing for granted-that the reader knows nothing about computer
programming. Addressed to anyone who has no prior programming knowledge or experience, but a desire to learn programming with C#, it teaches the ﬁrst thing that every novice programmer needs to
learn, which is Algorithmic Thinking. Algorithmic Thinking involves more than just learning code. It is a problem-solving process that involves learning how to code. This edition contains all the popular
features of the previous edition and adds a signiﬁcant number of exercises, as well as extensive revisions and updates. Apart from C# 's arrays, it now also covers dictionaries, while a brand new section

3

4

provides an eﬀective introduction to the next ﬁeld that a programmer needs to work with, which is Object Oriented Programming (OOP). This book has a class course structure with questions and exercises
at the end of each chapter so you can test what you have learned right away and improve your comprehension. With 250 solved and 450 unsolved exercises, 475 true/false, about 150 multiple choice, and
200 review questions and crosswords (the solutions and the answers to which can be found on the Internet), this book is ideal for novices or average programmers, for self-study high school students ﬁrstyear college or university students teachers professors anyone who wants to start learning or teaching computer programming using the proper conventions and techniques

CODE COMPLETE
Pearson Education Widely considered one of the best practical guides to programming, Steve McConnell’s original CODE COMPLETE has been helping developers write better software for more than a
decade. Now this classic book has been fully updated and revised with leading-edge practices—and hundreds of new code samples—illustrating the art and science of software construction. Capturing the
body of knowledge available from research, academia, and everyday commercial practice, McConnell synthesizes the most eﬀective techniques and must-know principles into clear, pragmatic guidance.
No matter what your experience level, development environment, or project size, this book will inform and stimulate your thinking—and help you build the highest quality code. Discover the timeless
techniques and strategies that help you: Design for minimum complexity and maximum creativity Reap the beneﬁts of collaborative development Apply defensive programming techniques to reduce and
ﬂush out errors Exploit opportunities to refactor—or evolve—code, and do it safely Use construction practices that are right-weight for your project Debug problems quickly and eﬀectively Resolve critical
construction issues early and correctly Build quality into the beginning, middle, and end of your project

DEEP LEARNING FOR CODERS WITH FASTAI AND PYTORCH
"O'Reilly Media, Inc." Deep learning is often viewed as the exclusive domain of math PhDs and big tech companies. But as this hands-on guide demonstrates, programmers comfortable with Python can
achieve impressive results in deep learning with little math background, small amounts of data, and minimal code. How? With fastai, the ﬁrst library to provide a consistent interface to the most frequently
used deep learning applications. Authors Jeremy Howard and Sylvain Gugger, the creators of fastai, show you how to train a model on a wide range of tasks using fastai and PyTorch. You’ll also dive
progressively further into deep learning theory to gain a complete understanding of the algorithms behind the scenes. Train models in computer vision, natural language processing, tabular data, and
collaborative ﬁltering Learn the latest deep learning techniques that matter most in practice Improve accuracy, speed, and reliability by understanding how deep learning models work Discover how to turn
your models into web applications Implement deep learning algorithms from scratch Consider the ethical implications of your work Gain insight from the foreword by PyTorch cofounder, Soumith Chintala

THE RUST PROGRAMMING LANGUAGE (COVERS RUST 2018)
No Starch Press The oﬃcial book on the Rust programming language, written by the Rust development team at the Mozilla Foundation, fully updated for Rust 2018. The Rust Programming Language is
the oﬃcial book on Rust: an open source systems programming language that helps you write faster, more reliable software. Rust oﬀers control over low-level details (such as memory usage) in
combination with high-level ergonomics, eliminating the hassle traditionally associated with low-level languages. The authors of The Rust Programming Language, members of the Rust Core Team, share
their knowledge and experience to show you how to take full advantage of Rust's features--from installation to creating robust and scalable programs. You'll begin with basics like creating functions,
choosing data types, and binding variables and then move on to more advanced concepts, such as: • Ownership and borrowing, lifetimes, and traits • Using Rust's memory safety guarantees to build fast,
safe programs • Testing, error handling, and eﬀective refactoring • Generics, smart pointers, multithreading, trait objects, and advanced pattern matching • Using Cargo, Rust's built-in package manager,
to build, test, and document your code and manage dependencies • How best to use Rust's advanced compiler with compiler-led programming techniques You'll ﬁnd plenty of code examples throughout
the book, as well as three chapters dedicated to building complete projects to test your learning: a number guessing game, a Rust implementation of a command line tool, and a multithreaded server. New
to this edition: An extended section on Rust macros, an expanded chapter on modules, and appendixes on Rust development tools and editions.

VISUAL BASIC AND ALGORITHMIC THINKING FOR THE COMPLETE BEGINNER
LEARN TO THINK LIKE A PROGRAMMER
CreateSpace This book is for anyone who wants to learn computer programming and knows absolutely nothing about it. Of course, if you are wondering whether this book is going to teach you how to
create amazing applets or incredible desktop or mobile applications, the answer is "no"-that is a job for other books. So many books out there can teach you those skills in Visual Basic, C#, or Java. Many of
them even claim that they can teach you in 24 hours! Don't laugh! They probably can do that, but all of them take one thing for granted-that the reader knows some basics about computer programming.
None of those books, unfortunately, bothers to teach you the ﬁrst thing that a novice programmer needs to learn, which is "Algorithmic Thinking." Algorithmic Thinking involves more than just learning
code. It is a problem solving process that involves learning how to code. With 800 pages, and containing more than 300 solved and 400 unsolved exercises, over 450 true/false, 150 multiple choice, and
180 review questions (the solutions and the answers to which can be found on the Internet), this book is ideal for students, teachers, professors, novices or average programmers, or for anyone who wants
to start learning or teaching computer programming using the proper conventions and techniques.

THINK PERL 6
HOW TO THINK LIKE A COMPUTER SCIENTIST
"O'Reilly Media, Inc." Want to learn how to program and think like a computer scientist? This practical guide gets you started on your programming journey with the help of Perl 6, the younger sister of
the popular Perl programming language. Ideal for beginners, this hands-on book includes over 100 exercises with multiple solutions, and more than 1,000 code examples so you can quickly practice what
you learn. Experienced programmers—especially those who know Perl 5—will also beneﬁt. Divided into two parts, Think Perl 6 starts with basic concepts that every programmer needs to know, and then
focuses on diﬀerent programming paradigms and some more advanced programming techniques. With two semesters’ worth of lessons, this book is the perfect teaching tool for computer science
beginners in colleges and universities. Learn basic concepts including variables, expressions, statements, functions, conditionals, recursion, and loops Understand commonly used basic data structures and
the most useful algorithms Dive into object-oriented programming, and learn how to construct your own types and methods to extend the language Use grammars and regular expressions to analyze
textual content Explore how functional programming can help you make your code simpler and more expressive

THINK LIKE A CODER!
CONNECTING COMPUTATIONAL THINKING TO EVERYDAY ACTIVITIES
Coding is everywhere! Follow along with a girl and her dog as they explore computational thinking in their everyday activities. Colourful illustrations and easy to access text help readers recognize that
many of their daily explorations - cooking, playing, and even being outdoors - provide opportunities to explore and problem solve. Readers will be entertained by the antics of the girl and her dog, and
parallels can be drawn between their daily work and that of computational thinkers. A great text for anyone wanting to introduce, and learn more, about computational thinking in the world around us.

THE ART OF FAILURE
AN ESSAY ON THE PAIN OF PLAYING VIDEO GAMES
MIT Press An exploration of why we play video games despite the fact that we are almost certain to feel unhappy when we fail at them. We may think of video games as being "fun," but in The Art of
Failure, Jesper Juul claims that this is almost entirely mistaken. When we play video games, our facial expressions are rarely those of happiness or bliss. Instead, we frown, grimace, and shout in frustration
as we lose, or die, or fail to advance to the next level. Humans may have a fundamental desire to succeed and feel competent, but game players choose to engage in an activity in which they are nearly
certain to fail and feel incompetent. So why do we play video games even though they make us unhappy? Juul examines this paradox. In video games, as in tragic works of art, literature, theater, and
cinema, it seems that we want to experience unpleasantness even if we also dislike it. Reader or audience reaction to tragedy is often explained as catharsis, as a purging of negative emotions. But, Juul
points out, this doesn't seem to be the case for video game players. Games do not purge us of unpleasant emotions; they produce them in the ﬁrst place. What, then, does failure in video game playing
do? Juul argues that failure in a game is unique in that when you fail in a game, you (not a character) are in some way inadequate. Yet games also motivate us to play more, in order to escape that
inadequacy, and the feeling of escaping failure (often by improving skills) is a central enjoyment of games. Games, writes Juul, are the art of failure: the singular art form that sets us up for failure and
allows us to experience it and experiment with it. The Art of Failure is essential reading for anyone interested in video games, whether as entertainment, art, or education.

C++ AND ALGORITHMIC THINKING FOR THE COMPLETE BEGINNER (2ND EDITION)
LEARN TO THINK LIKE A PROGRAMMER
Thoroughly revised for the latest version of C++, this book explains basic concepts in a clear and explicit way that takes very seriously one thing for granted-that the reader knows nothing about computer
programming. Addressed to anyone who has no prior programming knowledge or experience, but a desire to learn programming with C++, it teaches the ﬁrst thing that every novice programmer needs to
learn, which is Algorithmic Thinking. Algorithmic Thinking involves more than just learning code. It is a problem-solving process that involves learning how to code. This edition contains all the popular
features of the previous edition and adds a signiﬁcant number of exercises, as well as extensive revisions and updates. Apart from C++'s arrays, it now also covers unordered maps, while a brand new
section provides an eﬀective introduction to the next ﬁeld that a programmer needs to work with, which is Object Oriented Programming (OOP). This book has a class course structure with questions and
exercises at the end of each chapter so you can test what you have learned right away and improve your comprehension. With 250 solved and 450 unsolved exercises, 475 true/false, about 150 multiple
choice, and 200 review questions and crosswords (the solutions and the answers to which can be found on the Internet), this book is ideal for novices or average programmers, for self-study high school
students ﬁrst-year college or university students teachers professors anyone who wants to start learning or teaching computer programming using the proper conventions and techniques

PRACTICAL PROGRAMMING
AN INTRODUCTION TO COMPUTER SCIENCE USING PYTHON 3 (PRAGMATIC PROGRAMMERS)
Createspace Independent Publishing Platform This book is for anyone who wants to understand computer programming. You'll learn to program in a language that' s used in millions of smartphones,
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tablets, and PCs. You'll code along with the book, writing programs to solve real-world problems as you learn the fundamentals of programming using Python 3. You'll learn about design, algorithms,
testing, and debugging, and come away with all the tools you need to produce quality code. In this second edition, we've updated almost all the material, incorporating the lessons we've learned over the
past ﬁve years of teaching Python to people new to programming. You don't need any programming experience to get started. First, you'll get a detailed introduction to Python and to programming. You'll
ﬁnd out exactly what happens when your programs are executed. Through real-world examples, you'll learn how to work with numbers, text, big data sets, and ﬁles. Then you'll see how to create and use
your own data types. The incremental examples show you the steps and missteps that happen while developing programs, so you know what to expect when you tackle a problem on your own. Inspired by
"How to Design Programs" (HtDP), you'll learn a six-step recipe for designing functions, which helps you as you start to learn the concepts--and becomes an integral part of writing programs by the end. As
you learn to use the fundamental programming tools in the ﬁrst half of the book, you'll see how to document and organize your code so that you and other programmers can more easily read and
understand it. Beyond the basics, you'll learn how to ensure that your programs are reliable, and how to work with databases, download data from the web automatically, and build user interfaces. Most
importantly, you'll learn how to think like a professional programmer. You'll need to download Python 3, available from "python.org." With that download comes IDLE, the editor we use for writing and
running Python programs. (If you use Linux, you may need to installPython 3 and IDLE separately.)

UNDERSTANDING HOW WE LEARN
A VISUAL GUIDE
Routledge Educational practice does not, for the most part, rely on research ﬁndings. Instead, there’s a preference for relying on our intuitions about what’s best for learning. But relying on intuition may
be a bad idea for teachers and learners alike. This accessible guide helps teachers to integrate eﬀective, research-backed strategies for learning into their classroom practice. The book explores exactly
what constitutes good evidence for eﬀective learning and teaching strategies, how to make evidence-based judgments instead of relying on intuition, and how to apply ﬁndings from cognitive psychology
directly to the classroom. Including real-life examples and case studies, FAQs, and a wealth of engaging illustrations to explain complex concepts and emphasize key points, the book is divided into four
parts: Evidence-based education and the science of learning Basics of human cognitive processes Strategies for eﬀective learning Tips for students, teachers, and parents. Written by "The Learning
Scientists" and fully illustrated by Oliver Caviglioli, Understanding How We Learn is a rejuvenating and fresh examination of cognitive psychology's application to education. This is an essential read for all
teachers and educational practitioners, designed to convey the concepts of research to the reality of a teacher's classroom.

HOW SOFTWARE WORKS
THE MAGIC BEHIND ENCRYPTION, CGI, SEARCH ENGINES, AND OTHER EVERYDAY TECHNOLOGIES
No Starch Press We use software every day to perform all kinds of magical, powerful tasks. It's the force behind stunning CGI graphics, safe online shopping, and speedy Google searches. Software drives
the modern world, but its inner workings remain a mystery to many. How Software Works explains how computers perform common-yet-amazing tasks that we take for granted every day. Inside you'll
learn: –How data is encrypted –How passwords are used and protected –How computer graphics are created –How video is compressed for streaming and storage –How data is searched (and found) in
huge databases –How programs can work together on the same problem without conﬂict –How data travels over the Internet How Software Works breaks down these processes with patient explanations
and intuitive diagrams so that anyone can understand—no technical background is required, and you won't be reading through any code. In plain English, you'll examine the intricate logic behind the
technologies you constantly use but never understood. If you've ever wondered what really goes on behind your computer screen, How Software Works will give you fascinating look into the software all
around you.

ELOQUENT JAVASCRIPT
A MODERN INTRODUCTION TO PROGRAMMING
No Starch Press JavaScript is at the heart of almost every modern Web application, whether it's Google Apps, Twitter, or the newest browser-based game. Though it's simple for beginners to pick up and
play with, JavaScript is not a toy—it's a ﬂexible and complex language that can be used to build full-scale applications. Eloquent JavaScript dives into this ﬂourishing language and teaches you to write code
that's beautiful and eﬀective. By immersing you in example code and encouraging experimentation right from the start, the author quickly gives you the tools you need to build your own programs. As you
follow along with examples like an artiﬁcial life simulation and a version of the classic game Sokoban, you'll learn to: –Understand the essential elements of programming: syntax, control, and data –Use
object-oriented and functional programming techniques to organize and clarify your programs –Script the browser and make basic Web applications –Work with tools like regular expressions and
XMLHttpRequest objects And since programming is an art that's best learned by doing, all example code is available online in an interactive sandbox for you to experiment with. With Eloquent JavaScript as
your guide, you can tweak, expand, and modify the author's code, or throw it away and build your own creations from scratch. Before you know it, you'll be ﬂuent in the language of the Web.

PRACTICAL PROGRAMMING
AN INTRODUCTION TO COMPUTER SCIENCE USING PYTHON 3.6
Pragmatic Bookshelf Classroom-tested by tens of thousands of students, this new edition of the bestselling intro to programming book is for anyone who wants to understand computer science. Learn
about design, algorithms, testing, and debugging. Discover the fundamentals of programming with Python 3.6--a language that's used in millions of devices. Write programs to solve real-world problems,
and come away with everything you need to produce quality code. This edition has been updated to use the new language features in Python 3.6.

REAL WORLD OCAML
FUNCTIONAL PROGRAMMING FOR THE MASSES
"O'Reilly Media, Inc." This fast-moving tutorial introduces you to OCaml, an industrial-strength programming language designed for expressiveness, safety, and speed. Through the book’s many
examples, you’ll quickly learn how OCaml stands out as a tool for writing fast, succinct, and readable systems code. Real World OCaml takes you through the concepts of the language at a brisk pace, and
then helps you explore the tools and techniques that make OCaml an eﬀective and practical tool. In the book’s third section, you’ll delve deep into the details of the compiler toolchain and OCaml’s simple
and eﬃcient runtime system. Learn the foundations of the language, such as higher-order functions, algebraic data types, and modules Explore advanced features such as functors, ﬁrst-class modules, and
objects Leverage Core, a comprehensive general-purpose standard library for OCaml Design eﬀective and reusable libraries, making the most of OCaml’s approach to abstraction and modularity Tackle
practical programming problems from command-line parsing to asynchronous network programming Examine proﬁling and interactive debugging techniques with tools such as GNU gdb

THE SELF-TAUGHT COMPUTER SCIENTIST
THE BEGINNER'S GUIDE TO DATA STRUCTURES & ALGORITHMS
John Wiley & Sons The Self-Taught Computer Scientist is Cory Althoﬀ's follow-up to The Self-Taught Programmer, which inspired hundreds of thousands of professionals to learn how to program outside
of school. In The Self-Taught Programmer, Cory showed readers why you don't need a computer science degree to program professionally and taught the programming fundamentals he used to go from a
complete beginner to a software engineer at eBay without one. In The Self-Taught Computer Scientist, Cory teaches you the computer science concepts that all self-taught programmers should understand
to have outstanding careers. The Self-Taught Computer Scientist will not only make you a better programmer; it will also help you pass your technical interview: the interview all programmers have to pass
to land a new job. Whether you are preparing to apply for jobs or sharpen your computer science knowledge, reading The Self-Taught Computer Scientist will improve your programming career. It's written
for complete beginners, so you should have no problem reading it even if you've never studied computer science before.

HOW TO BE A PROGRAMMER
A COMPREHENSIVE SUMMARY
This book summarizes so many things we need to know as a programmer, from a programmer 's perspective. Starting from the basic technical skills one must acquire, to managerial skills to manage a
team of programmers.Emphases are put on the ethics of working as a programmer and as a member of the team. Inside this book you'll ﬁnd tips on how to learn communication language among your
peers, how to talk to non-engineers, and how to deal with diﬃcult people. This book also shows us how to take a break when needed, and how to recognize when to go home, and how to communicate and
negotiate with your boss, so that you won't end up working for 50 to 60 hours a week. This is a very good book, one that should be a mandatory for wannabe and professional programmers. If you
happened to be a manager who supervises a hive of programmers, this book should provide you with useful insights into their minds and habits.

COMPUTATIONAL THINKING
FIRST ALGORITHMS, THEN CODE
Springer This book oﬀers a gentle motivation and introduction to computational thinking, in particular to algorithms and how they can be coded to solve signiﬁcant, topical problems from domains such as
ﬁnance, cryptography, Web search, and data compression. The book is suitable for undergraduate students in computer science, engineering, and applied mathematics, university students in other ﬁelds,
high-school students with an interest in STEM subjects, and professionals who want an insight into algorithmic solutions and the related mindset. While the authors assume only basic mathematical
knowledge, they uphold the scientiﬁc rigor that is indispensable for transforming general ideas into executable algorithms. A supporting website contains examples and Python code for implementing the
algorithms in the book.

THE SELF-TAUGHT PROGRAMMER
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