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The Practice of Programming-Brian W. Kernighan 1999-02-09 With the
same insight and authority that made their book The Unix Programming
Environment a classic, Brian Kernighan and Rob Pike have written The
Practice of Programming to help make individual programmers more
effective and productive. The practice of programming is more than just
writing code. Programmers must also assess tradeoffs, choose among
design alternatives, debug and test, improve performance, and maintain
software written by themselves and others. At the same time, they must be
concerned with issues like compatibility, robustness, and reliability, while
meeting specifications. The Practice of Programming covers all these topics,
and more. This book is full of practical advice and real-world examples in C,
C++, Java, and a variety of special-purpose languages. It includes chapters
on: debugging: finding bugs quickly and methodically testing: guaranteeing
that software works correctly and reliably performance: making programs
faster and more compact portability: ensuring that programs run
everywhere without change design: balancing goals and constraints to
decide which algorithms and data structures are best interfaces: using
abstraction and information hiding to control the interactions between
components style: writing code that works well and is a pleasure to read
notation: choosing languages and tools that let the machine do more of the
work Kernighan and Pike have distilled years of experience writing
programs, teaching, and working with other programmers to create this
book. Anyone who writes software will profit from the principles and
guidance in The Practice of Programming .

Making Practice Fun, Algebra Two and Trigonometry-Ray Chayo 1980

Making Practice Fun, Algebra One-Ray Chayo 1978

Deep Learning Illustrated-Jon Krohn 2019-08-05 "The authors’ clear
visual style provides a comprehensive look at what’s currently possible with
artificial neural networks as well as a glimpse of the magic that’s to come."
–Tim Urban, author of Wait But Why Fully Practical, Insightful Guide to
Modern Deep Learning Deep learning is transforming software, facilitating
powerful new artificial intelligence capabilities, and driving unprecedented
algorithm performance. Deep Learning Illustrated is uniquely intuitive and
offers a complete introduction to the discipline’s techniques. Packed with
full-color figures and easy-to-follow code, it sweeps away the complexity of
building deep learning models, making the subject approachable and fun to
learn. World-class instructor and practitioner Jon Krohn–with visionary
content from Grant Beyleveld and beautiful illustrations by Aglaé
Bassens–presents straightforward analogies to explain what deep learning
is, why it has become so popular, and how it relates to other machine
learning approaches. Krohn has created a practical reference and tutorial
for developers, data scientists, researchers, analysts, and students who
want to start applying it. He illuminates theory with hands-on Python code
in accompanying Jupyter notebooks. To help you progress quickly, he
focuses on the versatile deep learning library Keras to nimbly construct
efficient TensorFlow models; PyTorch, the leading alternative library, is also
covered. You’ll gain a pragmatic understanding of all major deep learning
approaches and their uses in applications ranging from machine vision and
natural language processing to image generation and game-playing
algorithms. Discover what makes deep learning systems unique, and the
implications for practitioners Explore new tools that make deep learning
models easier to build, use, and improve Master essential theory: artificial
neurons, training, optimization, convolutional nets, recurrent nets,
generative adversarial networks (GANs), deep reinforcement learning, and
more Walk through building interactive deep learning applications, and
move forward with your own artificial intelligence projects Register your
book for convenient access to downloads, updates, and/or corrections as
they become available. See inside book for details.

Management 3.0-Jurgen Appelo 2011 Introduces a realistic approach to
leading, managing, and growing your Agile team or organization. Written
for current managers and developers moving into management, Appelo
shares insights that are grounded in modern complex systems theory,
reflecting the intense complexity of modern software development.
Recognizes that today's organizations are living, networked systems; that
you can't simply let them run themselves; and that management is primarily
about people and relationships. Deepens your understanding of how
organizations and Agile teams work, and gives you tools to solve your own
problems. Identifies the most valuable elements of Agile management, and
helps you improve each of them.

Extreme Programming Explained-Kent Beck 2004 The first edition of
"Extreme Programming Explained" is a classic. It won awards for its thenradical ideas for improving small-team development, such as having
developers write automated tests for their own code and having the whole
team plan weekly. Much has changed in five years. This completely
rewritten second edition expands the scope of XP to teams of any size by
suggesting a program of continuous improvement based on: five core values
consistent with excellence in software development; eleven principles for
putting those values into action; and, thirteen primary and eleven corollary
practices to help you push development past its current business and
technical limitations. Whether you have a small team that is already closely
aligned with your customers or a large team in a gigantic or multinational
organization, you will find in these pages a wealth of ideas to challenge,
inspire, and encourage you and your team members to substantially
improve your software development.

Rails AntiPatterns-Chad Pytel 2010-11-09 The Complete Guide to Avoiding
and Fixing Common Rails 3 Code and Design Problems As developers
worldwide have adopted the powerful Ruby on Rails web framework, many
have fallen victim to common mistakes that reduce code quality,
performance, reliability, stability, scalability, and maintainability. Rails™
AntiPatterns identifies these widespread Rails code and design problems,
explains why they’re bad and why they happen—and shows exactly what to
do instead. The book is organized into concise, modular chapters—each
outlines a single common AntiPattern and offers detailed, cookbook-style
code solutions that were previously difficult or impossible to find. Leading
Rails developers Chad Pytel and Tammer Saleh also offer specific guidance
for refactoring existing bad code or design to reflect sound object-oriented
principles and established Rails best practices. With their help, developers,
architects, and testers can dramatically improve new and existing
applications, avoid future problems, and establish superior Rails coding
standards throughout their organizations. This book will help you
understand, avoid, and solve problems with Model layer code, from general
object-oriented programming violations to complex SQL and excessive
redundancy Domain modeling, including schema and database issues such
as normalization and serialization View layer tools and conventions
Controller-layer code, including RESTful code Service-related APIs,
including timeouts, exceptions, backgrounding, and response codes Thirdparty code, including plug-ins and gems Testing, from test suites to testdriven development processes Scaling and deployment Database issues,
including migrations and validations System design for “graceful
addison-wesley-making-practice-fun-answers

UML Distilled-Martin Fowler 2018-08-30 More than 300,000 developers
have benefited from past editions of UML Distilled . This third edition is the
best resource for quick, no-nonsense insights into understanding and using
UML 2.0 and prior versions of the UML. Some readers will want to quickly
get up to speed with the UML 2.0 and learn the essentials of the UML.
Others will use this book as a handy, quick reference to the most common
parts of the UML. The author delivers on both of these promises in a short,
concise, and focused presentation. This book describes all the major UML
diagram types, what they're used for, and the basic notation involved in
creating and deciphering them. These diagrams include class, sequence,
object, package, deployment, use case, state machine, activity,
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communication, composite structure, component, interaction overview, and
timing diagrams. The examples are clear and the explanations cut to the
fundamental design logic. Includes a quick reference to the most useful
parts of the UML notation and a useful summary of diagram types that were
added to the UML 2.0. If you are like most developers, you don't have time
to keep up with all the new innovations in software engineering. This new
edition of Fowler's classic work gets you acquainted with some of the best
thinking about efficient object-oriented software design using the UML--in a
convenient format that will be essential to anyone who designs software
professionally.

successfully. Royce discusses, with refreshing candor, some of the fads,
follies, and excesses of the software industry, clearly differentiating proven
techniques and obsolete methods. Paired with this insightful examination
are compelling arguments for new management approaches that are sure to
stimulate debate. The relative impacts of these new techniques are
quantified through simple economic analyses, common sense, and anecdotal
evidence. The resulting framework strikes a pragmatic balance between
theory and practice that can be readily applied in today's challenging
development environment. An extensive case study analysis of a large-scale,
million-line project deployed successfully on schedule and under budget
using these methods further illustrates their application.

The Art of UNIX Programming-Eric S. Raymond 2003-09-23 The Art of
UNIX Programming poses the belief that understanding the unwritten UNIX
engineering tradition and mastering its design patterns will help
programmers of all stripes to become better programmers. This book
attempts to capture the engineering wisdom and design philosophy of the
UNIX, Linux, and Open Source software development community as it has
evolved over the past three decades, and as it is applied today by the most
experienced programmers. Eric Raymond offers the next generation of
"hackers" the unique opportunity to learn the connection between UNIX
philosophy and practice through careful case studies of the very best
UNIX/Linux programs.

Improving Agile Retrospectives-Marc Loeffler 2017-12-11 Agile
retrospectives help you get to the root of your real problems, so you can
solve them quickly and effectively. They’re the cornerstone of a successful
continuous improvement process, and one of your best tools for triggering
positive cultural change. In Improving Agile Retrospectives, leading agile
coach/trainer Marc Loeffler combines practical guidance, proven practices,
and innovative approaches for maximizing the value of retrospectives for
your team—and your entire organization. You can apply his powerful
techniques in any project, agile or otherwise. These techniques offer
exceptional value wherever continuous improvement is needed: from
“lessons-learned” workshops in traditional project management to
enterprise-wide change management. Loeffler’s detailed, results-focused
examples help you recognize and overcome common pitfalls, adapt
retrospectives to your unique needs, and consistently achieve tangible
results. Throughout, he integrates breakthrough concepts, such as using
experimentation and learning from system thinking. He presents small ideas
that make a big difference—because they’re deeply grounded in real
experience. • Learn from failures and successes, and make good things even
better • Master facilitation techniques that help you achieve your goals (and
have fun doing it) • Prepare your retrospective so it runs smoothly •
Practice techniques for generating actionable insights • Keep your
retrospectives fresh and interesting • Perform retrospectives that address
the entire system, not just your team • Focus on your “better future” with
solution-focused retrospectives • Learn how to avoid typical pitfalls when
facilitating retrospectives • Lead retrospectives across multiple distributed
teams • Use retrospectives to support large-scale change

Foundations of Deep Reinforcement Learning-Laura Graesser
2019-11-20 The Contemporary Introduction to Deep Reinforcement
Learning that Combines Theory and Practice Deep reinforcement learning
(deep RL) combines deep learning and reinforcement learning, in which
artificial agents learn to solve sequential decision-making problems. In the
past decade deep RL has achieved remarkable results on a range of
problems, from single and multiplayer games—such as Go, Atari games, and
DotA 2—to robotics. Foundations of Deep Reinforcement Learning is an
introduction to deep RL that uniquely combines both theory and
implementation. It starts with intuition, then carefully explains the theory of
deep RL algorithms, discusses implementations in its companion software
library SLM Lab, and finishes with the practical details of getting deep RL
to work. This guide is ideal for both computer science students and software
engineers who are familiar with basic machine learning concepts and have a
working understanding of Python. Understand each key aspect of a deep RL
problem Explore policy- and value-based algorithms, including REINFORCE,
SARSA, DQN, Double DQN, and Prioritized Experience Replay (PER) Delve
into combined algorithms, including Actor-Critic and Proximal Policy
Optimization (PPO) Understand how algorithms can be parallelized
synchronously and asynchronously Run algorithms in SLM Lab and learn
the practical implementation details for getting deep RL to work Explore
algorithm benchmark results with tuned hyperparameters Understand how
deep RL environments are designed Register your book for convenient
access to downloads, updates, and/or corrections as they become available.
See inside book for details.

Genetic Algorithms in Search, Optimization, and Machine LearningDavid Edward Goldberg 1989 A gentle introduction to genetic algorithms.
Genetic algorithms revisited: mathematical foundations. Computer
implementation of a genetic algorithm. Some applications of genetic
algorithms. Advanced operators and techniques in genetic search.
Introduction to genetics-based machine learning. Applications of geneticsbased machine learning. A look back, a glance ahead. A review of
combinatorics and elementary probability. Pascal with random number
generation for fortran, basic, and cobol programmers. A simple genetic
algorithm (SGA) in pascal. A simple classifier system(SCS) in pascal.
Partition coefficient transforms for problem-coding analysis.

Facts and Fallacies of Software Engineering-Paul Becker 2003 PLEASE
PROVIDE SUMMARY
Practical Object-oriented Design in Ruby-Sandi Metz 2013 The
Complete Guide to Writing More Maintainable, Manageable, Pleasing, and
Powerful Ruby Applications Ruby's widely admired ease of use has a
downside: Too many Ruby and Rails applications have been created without
concern for their long-term maintenance or evolution. The Web is awash in
Ruby code that is now virtually impossible to change or extend. This text
helps you solve that problem by using powerful real-world object-oriented
design techniques, which it thoroughly explains using simple and practical
Ruby examples. Sandi Metz has distilled a lifetime of conversations and
presentations about object-oriented design into a set of Ruby-focused
practices for crafting manageable, extensible, and pleasing code. She shows
you how to build new applications that can survive success and repair
existing applications that have become impossible to change. Each
technique is illustrated with extended examples, all downloadable from the
companion Web site,poodr.info. The first title to focus squarely on objectoriented Ruby application design, Practical Object-Oriented Design in Ruby
will guide you to superior outcomes, whatever your previous Ruby
experience. Novice Ruby programmers will find specific rules to live by;
intermediate Ruby programmers will find valuable principles they can
flexibly interpret and apply; and advanced Ruby programmers will find a
common language they can use to lead development and guide their
colleagues. This guide will help you Understand how object-oriented
programming can help you craft Ruby code that is easier to maintain and
upgrade Decide what belongs in a single Ruby class Avoid entangling
objects that should be kept separate Define flexible interfaces among
objects Reduce programming overhead costs with duck typing Successfully
apply inheritance Build objects via composition Design cost-effective tests
Solve common problems associated with poorly designed Ruby code

Eloquent Ruby-Russ Olsen 2011-02-07 It’s easy to write correct Ruby code,
but to gain the fluency needed to write great Ruby code, you must go
beyond syntax and absorb the “Ruby way” of thinking and problem solving.
In Eloquent Ruby, Russ Olsen helps you write Ruby like true Rubyists do–so
you can leverage its immense, surprising power. Olsen draws on years of
experience internalizing the Ruby culture and teaching Ruby to other
programmers. He guides you to the “Ah Ha!” moments when it suddenly
becomes clear why Ruby works the way it does, and how you can take
advantage of this language’s elegance and expressiveness. Eloquent Ruby
starts small, answering tactical questions focused on a single statement,
method, test, or bug. You’ll learn how to write code that actually looks like
Ruby (not Java or C#); why Ruby has so many control structures; how to use
strings, expressions, and symbols; and what dynamic typing is really good
for. Next, the book addresses bigger questions related to building methods
and classes. You’ll discover why Ruby classes contain so many tiny methods,
when to use operator overloading, and when to avoid it. Olsen explains how
to write Ruby code that writes its own code–and why you’ll want to. He
concludes with powerful project-level features and techniques ranging from
gems to Domain Specific Languages. A part of the renowned AddisonWesley Professional Ruby Series, Eloquent Ruby will help you “put on your
Ruby-colored glasses” and get results that make you a true believer.

Software Project Management-Walker Royce 1998 Description This book
provides a clear and provocative discussion of the economics, metrics, and
management strategies necessary to plan and execute a software project
addison-wesley-making-practice-fun-answers
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Over Configuration" pattern, designed to help integrate entire applications
and frameworks. Engaging, practical, and accessible, Design Patterns in
Ruby will help you build better software while making your Ruby
programming experience more rewarding.

Gameplay and Design-Kevin Oxland 2004 What exactly is the elusive
ingredient that makes a game worth playing? To create a great game you
need passion, imagination, talent, a good understanding of game-play and
design, experience, a dedicated team, good project management and lots of
hard work. Every game developed is individual, but there are certain
techniques and fundamentals that can be learnt to understand the creative
process of game design, and those fundamentals will be discussed
throughout this book. Covering the process of game design, the book builds
up a set of techniques used by designers within the industry. It will show
and tell, explaining how and why things are done the way they are, and will
feature first-hand experiences, examples and case studies from the creators
of successful games such as ¿Lara Croft/Tomb Raider¿ and Peter
Molyneux¿s ¿Black and White¿. Throughout the book an imaginary game
"Jumping Jack" will be discussed, taking the reader through the process of
developing a design from the initial idea through to the full-blown
specification. Demonstration levels and the design documents will be
included on the accompanying CD, and these documents can be used as
templates for future designs. The book is divided into two parts. The first,
Design DNA, discusses the components that make up a game design. The
second part, Building the Design, describes the process of creating and
formatting design documents. Using case studies and examples, the
elements that create fun and absorbing game-play will be revealed. The
book covers the range of major consoles such as PS2, Nintendo Gamecube,
Xbox, Gameboy Advance and the PC, providing an insight into the different
considerations a designer must be aware of for different platforms and
producing cross-platform games.

Things That Make Us Smart-Don Norman 2014-12-02 By the author of
THE DESIGN OF EVERYDAY THINGS. Insightful and whimsical, profoundly
intelligent and easily accessible, Don Norman has been exploring the design
of our world for decades, exploring this complex relationship between
humans and machines. In this seminal work, fully revised and updated,
Norman gives us the first steps towards demanding a person-centered
redesign of the machines we use every day. Humans have always worked
with objects to extend our cognitive powers, from counting on our fingers to
designing massive supercomputers. But advanced technology does more
than merely assist with memory—the machines we create begin to shape
how we think and, at times, even what we value. In THINGS THAT MAKE
US SMART, Donald Norman explores the complex interaction between
human thought and the technology it creates, arguing for the development
of machines that fit our minds, rather than minds that must conform to the
machine.

Concrete Mathematics: A Foundation for Computer Science-Ronald L.
Graham 1994

The Pragmatic Programmer-Andrew Hunt 1999-10-20 What others in the
trenches say about The Pragmatic Programmer... “The cool thing about this
book is that it’s great for keeping the programming process fresh. The book
helps you to continue to grow and clearly comes from people who have been
there.” —Kent Beck, author of Extreme Programming Explained: Embrace
Change “I found this book to be a great mix of solid advice and wonderful
analogies!” —Martin Fowler, author of Refactoring and UML Distilled “I
would buy a copy, read it twice, then tell all my colleagues to run out and
grab a copy. This is a book I would never loan because I would worry about
it being lost.” —Kevin Ruland, Management Science, MSG-Logistics “The
wisdom and practical experience of the authors is obvious. The topics
presented are relevant and useful.... By far its greatest strength for me has
been the outstanding analogies—tracer bullets, broken windows, and the
fabulous helicopter-based explanation of the need for orthogonality,
especially in a crisis situation. I have little doubt that this book will
eventually become an excellent source of useful information for journeymen
programmers and expert mentors alike.” —John Lakos, author of LargeScale C++ Software Design “This is the sort of book I will buy a dozen
copies of when it comes out so I can give it to my clients.” —Eric Vought,
Software Engineer “Most modern books on software development fail to
cover the basics of what makes a great software developer, instead
spending their time on syntax or technology where in reality the greatest
leverage possible for any software team is in having talented developers
who really know their craft well. An excellent book.” —Pete McBreen,
Independent Consultant “Since reading this book, I have implemented many
of the practical suggestions and tips it contains. Across the board, they have
saved my company time and money while helping me get my job done
quicker! This should be a desktop reference for everyone who works with
code for a living.” —Jared Richardson, Senior Software Developer,
iRenaissance, Inc. “I would like to see this issued to every new employee at
my company....” —Chris Cleeland, Senior Software Engineer, Object
Computing, Inc. “If I’m putting together a project, it’s the authors of this
book that I want. . . . And failing that I’d settle for people who’ve read their
book.” —Ward Cunningham Straight from the programming trenches, The
Pragmatic Programmer cuts through the increasing specialization and
technicalities of modern software development to examine the core process-taking a requirement and producing working, maintainable code that
delights its users. It covers topics ranging from personal responsibility and
career development to architectural techniques for keeping your code
flexible and easy to adapt and reuse. Read this book, and you'll learn how to
Fight software rot; Avoid the trap of duplicating knowledge; Write flexible,
dynamic, and adaptable code; Avoid programming by coincidence; Bulletproof your code with contracts, assertions, and exceptions; Capture real
requirements; Test ruthlessly and effectively; Delight your users; Build
teams of pragmatic programmers; and Make your developments more
precise with automation. Written as a series of self-contained sections and
filled with entertaining anecdotes, thoughtful examples, and interesting
analogies, The Pragmatic Programmer illustrates the best practices and
major pitfalls of many different aspects of software development. Whether
you're a new coder, an experienced programmer, or a manager responsible
for software projects, use these lessons daily, and you'll quickly see
improvements in personal productivity, accuracy, and job satisfaction. You'll
learn skills and develop habits and attitudes that form the foundation for
long-term success in your career. You'll become a Pragmatic Programmer.

The Humane Interface-Jef Raskin 2000 Cognetics and the locus of
attention - Meanings, modes, monotony, and myths - Quantification Unification - Navigation and other aspects of humane interfaces - Interface
issues outside the user interface.

Computer Graphics-James D. Foley 1996 A guide to the concepts and
applications of computer graphics covers such topics as interaction
techniques, dialogue design, and user interface software.

Design Patterns in Ruby (Adobe Reader)-Russ Olsen 2007-12-10 Praise
for Design Patterns in Ruby " Design Patterns in Ruby documents smart
ways to resolve many problems that Ruby developers commonly encounter.
Russ Olsen has done a great job of selecting classic patterns and
augmenting these with newer patterns that have special relevance for Ruby.
He clearly explains each idea, making a wealth of experience available to
Ruby developers for their own daily work." —Steve Metsker, Managing
Consultant with Dominion Digital, Inc. "This book provides a great
demonstration of the key 'Gang of Four' design patterns without resorting to
overly technical explanations. Written in a precise, yet almost informal style,
this book covers enough ground that even those without prior exposure to
design patterns will soon feel confident applying them using Ruby. Olsen
has done a great job to make a book about a classically 'dry' subject into
such an engaging and even occasionally humorous read." —Peter Cooper
"This book renewed my interest in understanding patterns after a decade of
good intentions. Russ picked the most useful patterns for Ruby and
introduced them in a straightforward and logical manner, going beyond the
GoF's patterns. This book has improved my use of Ruby, and encouraged me
to blow off the dust covering the GoF book." —Mike Stok " Design Patterns
in Ruby is a great way for programmers from statically typed objectoriented
languages to learn how design patterns appear in a more dynamic, flexible
language like Ruby." —Rob Sanheim, Ruby Ninja, Relevance Most design
pattern books are based on C++ and Java. But Ruby is different—and the
language's unique qualities make design patterns easier to implement and
use. In this book, Russ Olsen demonstrates how to combine Ruby's power
and elegance with patterns, and write more sophisticated, effective
software with far fewer lines of code. After reviewing the history, concepts,
and goals of design patterns, Olsen offers a quick tour of the Ruby
language—enough to allow any experienced software developer to
immediately utilize patterns with Ruby. The book especially calls attention
to Ruby features that simplify the use of patterns, including dynamic typing,
code closures, and "mixins" for easier code reuse. Fourteen of the classic
"Gang of Four" patterns are considered from the Ruby point of view,
explaining what problems each pattern solves, discussing whether
traditional implementations make sense in the Ruby environment, and
introducing Ruby-specific improvements. You'll discover opportunities to
implement patterns in just one or two lines of code, instead of the endlessly
repeated boilerplate that conventional languages often require. Design
Patterns in Ruby also identifies innovative new patterns that have emerged
from the Ruby community. These include ways to create custom objects
with metaprogramming, as well as the ambitious Rails-based "Convention
addison-wesley-making-practice-fun-answers
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applications, which you can read from start to finish to understand the
scope of the book's lessons. The next section, the bulk of the book, is a
detailed reference to the patterns themselves. Each pattern provides usage
and implementation information, as well as detailed code examples in Java
or C#. The entire book is also richly illustrated with UML diagrams to
further explain the concepts. Armed with this book, you will have the
knowledge necessary to make important architectural decisions about
building an enterprise application and the proven patterns for use when
building them. The topics covered include · Dividing an enterprise
application into layers · The major approaches to organizing business logic ·
An in-depth treatment of mapping between objects and relational databases
· Using Model-View-Controller to organize a Web presentation · Handling
concurrency for data that spans multiple transactions · Designing
distributed object interfaces

The Requirements Engineering Handbook-Ralph Rowland Young 2004
Gathering customer requirements is a key activity for developing software
that meets the customer's needs. A concise and practical overview of
everything a requirement's analyst needs to know about establishing
customer requirements, this first-of-its-kind book is the perfect desk guide
for systems or software development work. The book enables professionals
to identify the real customer requirements for their projects and control
changes and additions to these requirements. This unique resource helps
practitioners understand the importance of requirements, leverage effective
requirements practices, and better utilize resources. The book also explains
how to strengthen interpersonal relationships and communications which
are major contributors to project effectiveness. Moreover, analysts find
clear examples and checklists to help them implement best practices.

Mathematics Teacher Resource Handbook- 1993

Essential Scrum-Kenneth S. Rubin 2012 This is a comprehensive guide to
Scrum for all (team members, managers, and executives). If you want to use
Scrum to develop innovative products and services that delight your
customers, this is the complete, single-source reference you've been
searching for. This book provides a common understanding of Scrum, a
shared vocabulary that can be used in applying it, and practical knowledge
for deriving maximum value from it.

Programming Pearls-Jon Bentley 2016-04-21 When programmers list their
favorite books, Jon Bentley’s collection of programming pearls is commonly
included among the classics. Just as natural pearls grow from grains of sand
that irritate oysters, programming pearls have grown from real problems
that have irritated real programmers. With origins beyond solid
engineering, in the realm of insight and creativity, Bentley’s pearls offer
unique and clever solutions to those nagging problems. Illustrated by
programs designed as much for fun as for instruction, the book is filled with
lucid and witty descriptions of practical programming techniques and
fundamental design principles. It is not at all surprising that Programming
Pearls has been so highly valued by programmers at every level of
experience. In this revision, the first in 14 years, Bentley has substantially
updated his essays to reflect current programming methods and
environments. In addition, there are three new essays on testing,
debugging, and timing set representations string problems All the original
programs have been rewritten, and an equal amount of new code has been
generated. Implementations of all the programs, in C or C++, are now
available on the Web. What remains the same in this new edition is
Bentley’s focus on the hard core of programming problems and his delivery
of workable solutions to those problems. Whether you are new to Bentley’s
classic or are revisiting his work for some fresh insight, the book is sure to
make your own list of favorites.

Programming-Bjarne Stroustrup 2014 An Introduction to Programming by
the Inventor of C++ Preparation for Programming in the Real World The
book assumes that you aim eventually to write non-trivial programs,
whether for work in software development or in some other technical field.
Focus on Fundamental Concepts and Techniques The book explains
fundamental concepts and techniques in greater depth than traditional
introductions. This approach will give you a solid foundation for writing
useful, correct, maintainable, and efficient code. Programming with Today's
C++ (C++11 and C++14) The book is an introduction to programming in
general, including object-oriented programming and generic programming.
It is also a solid introduction to the C++ programming language, one of the
most widely used languages for real-world software. The book presents
modern C++ programming techniques from the start, introducing the C++
standard library and C++11 and C++14 features to simplify programming
tasks. For Beginners--And Anyone Who Wants to Learn Something New The
book is primarily designed for people who have never programmed before,
and it has been tested with many thousands of first-year university students.
It has also been extensively used for self-study. Also, practitioners and
advanced students have gained new insight and guidance by seeing how a
master approaches the elements of his art. Provides a Broad View The first
half of the book covers a wide range of essential concepts, design and
programming techniques, language features, and libraries. Those will
enable you to write programs involving input, output, computation, and
simple graphics. The second half explores more specialized topics (such as
text processing, testing, and the C programming language) and provides
abundant reference material. Source code and support supplements are
available from the author's website.

Domain-driven Design-Eric Evans 2004 Describes ways to incorporate
domain modeling into software development.

The Design and Evolution of C++-Bjarne Stroustrup 1994-10-08

Bayesian Methods for Hackers-Cameron Davidson-Pilon 2015-09-30
Master Bayesian Inference through Practical Examples and
Computation–Without Advanced Mathematical Analysis Bayesian methods of
inference are deeply natural and extremely powerful. However, most
discussions of Bayesian inference rely on intensely complex mathematical
analyses and artificial examples, making it inaccessible to anyone without a
strong mathematical background. Now, though, Cameron Davidson-Pilon
introduces Bayesian inference from a computational perspective, bridging
theory to practice–freeing you to get results using computing power.
Bayesian Methods for Hackers illuminates Bayesian inference through
probabilistic programming with the powerful PyMC language and the
closely related Python tools NumPy, SciPy, and Matplotlib. Using this
approach, you can reach effective solutions in small increments, without
extensive mathematical intervention. Davidson-Pilon begins by introducing
the concepts underlying Bayesian inference, comparing it with other
techniques and guiding you through building and training your first
Bayesian model. Next, he introduces PyMC through a series of detailed
examples and intuitive explanations that have been refined after extensive
user feedback. You’ll learn how to use the Markov Chain Monte Carlo
algorithm, choose appropriate sample sizes and priors, work with loss
functions, and apply Bayesian inference in domains ranging from finance to
marketing. Once you’ve mastered these techniques, you’ll constantly turn to
this guide for the working PyMC code you need to jumpstart future projects.
Coverage includes • Learning the Bayesian “state of mind” and its practical
implications • Understanding how computers perform Bayesian inference •
Using the PyMC Python library to program Bayesian analyses • Building
and debugging models with PyMC • Testing your model’s “goodness of fit” •
Opening the “black box” of the Markov Chain Monte Carlo algorithm to see
how and why it works • Leveraging the power of the “Law of Large
Numbers” • Mastering key concepts, such as clustering, convergence,
autocorrelation, and thinning • Using loss functions to measure an
estimate’s weaknesses based on your goals and desired outcomes •

El-Hi Textbooks & Serials in Print, 2005- 2005

Practice Workbook-Scott Foresman 1995-04

Honeypots-Lance Spitzner 2003 Provides instructions for using honeypots
to impede, trap, or monitor online attackers, and discusses how honeypots
can be used, the roles they can play, and legal issues surrounding their use.

Fowler-Martin Fowler 2012-03-09 The practice of enterprise application
development has benefited from the emergence of many new enabling
technologies. Multi-tiered object-oriented platforms, such as Java and .NET,
have become commonplace. These new tools and technologies are capable
of building powerful applications, but they are not easily implemented.
Common failures in enterprise applications often occur because their
developers do not understand the architectural lessons that experienced
object developers have learned. Patterns of Enterprise Application
Architecture is written in direct response to the stiff challenges that face
enterprise application developers. The author, noted object-oriented
designer Martin Fowler, noticed that despite changes in technology--from
Smalltalk to CORBA to Java to .NET--the same basic design ideas can be
adapted and applied to solve common problems. With the help of an expert
group of contributors, Martin distills over forty recurring solutions into
patterns. The result is an indispensable handbook of solutions that are
applicable to any enterprise application platform. This book is actually two
books in one. The first section is a short tutorial on developing enterprise
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Selecting appropriate priors and understanding how their influence changes
with dataset size • Overcoming the “exploration versus exploitation”
dilemma: deciding when “pretty good” is good enough • Using Bayesian
inference to improve A/B testing • Solving data science problems when only
small amounts of data are available Cameron Davidson-Pilon has worked in
many areas of applied mathematics, from the evolutionary dynamics of
genes and diseases to stochastic modeling of financial prices. His
contributions to the open source community include lifelines, an
implementation of survival analysis in Python. Educated at the University of
Waterloo and at the Independent University of Moscow, he currently works
with the online commerce leader Shopify.

Advanced Game Design-Michael Sellers 2017-10-30 In Advanced Game
Design, pioneering game designer and instructor Michael Sellers situates
game design practices in a strong theoretical framework of systems
thinking, enabling designers to think more deeply and clearly about their
work, so they can produce better, more engaging games for any device or
platform. Sellers offers a deep unifying framework in which practical game
design best practices and proven systems thinking theory reinforce each
other, helping game designers understand what they are trying to
accomplish and the best ways to achieve it. Drawing on 20+ years of
experience designing games, launching game studios, and teaching game
design, Sellers explains: What games are, and how systems thinking can
help you think about them more clearly How to systematically promote
engagement, interactivity, and fun What you can learn from MDA and other
game design frameworks How to create gameplay and core loops How to
design the entire player experience, and how to build game mechanics that
work together to create that experience How to capture your game’s “big
idea” and Unique Selling Proposition How to establish high-level and
background design and translate it into detailed design How to build,
playtest, and iterate early prototypes How to build your game design career
in a field that keeps changing at breakneck speed

Extreme Programming Installed-Ron Jeffries 2001 Extreme
programming. The circle of life. On-site customer. User stories. Acceptance
tests. Sidebar: Acceptance test samples. Story estimation. Interlude: Sense
of completion. Small releases. Customer defines release. Interation
planning. Quick design session. Programming. Sidebar: Code Quality. Pair
programming. Unit tests. Sidebar: xUnit. Test first, by intention. Releasing
changes. Do or do not. Experience improves estimates. Resources, scope,
quality, time. Steering. Steering the interation. steering the release.
Handling defects. Sidebar: Advanced Issue: Defect databases; Advanced
practice: Tests as database. Conclusion. Bonus tracks: We'll try. How to
estimate anything. Infrastructure. It's chet's fault. Balancing hopes and
fears. Testing improves code. XPer tries Java. A Java perspective. A true
story. Estmates and promises. Everything that could possibly break.

Refactoring to Patterns-Joshua Kerievsky 2005 Kerievsky lays the
foundation for maximizing the use of design patterns by helping the reader
view them in the context of refactorings. He ties together two of the most
popular methods in software engineering today--refactoring and design
patterns--as he helps the experienced developer create more robust
software.

Refactoring-Martin Fowler 1999 Users can dramatically improve the
design, performance, and manageability of object-oriented code without
altering its interfaces or behavior. "Refactoring" shows users exactly how to
spot the best opportunities for refactoring and exactly how to do it, step by
step.
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