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Get more out of your legacy systems: more performance, functionality, reliability,
and manageability Is your code easy to change? Can you get nearly
instantaneous feedback when you do change it? Do you understand it? If the
answer to any of these questions is no, you have legacy code, and it is draining
time and money away from your development efforts. In this book, Michael
Feathers offers start-to-finish strategies for working more effectively with large,
untested legacy code bases. This book draws on material Michael created for his
renowned Object Mentor seminars: techniques Michael has used in mentoring to
help hundreds of developers, technical managers, and testers bring their legacy
systems under control. The topics covered include Understanding the mechanics
of software change: adding features, fixing bugs, improving design, optimizing
performance Getting legacy code into a test harness Writing tests that protect
you against introducing new problems Techniques that can be used with any
language or platform—with examples in Java, C++, C, and C# Accurately
identifying where code changes need to be made Coping with legacy systems
that aren't object-oriented Handling applications that don't seem to have any
structure This book also includes a catalog of twenty-four dependency-breaking
techniques that help you work with program elements in isolation and make safer
changes.
Completely revised and updated with the latest version of C++, the new Fifth
Edition of Programming and Problem Solving with C++ provides the clearest
introduction to C++, object-oriented programming, and software development
available. Renowned author team Nell Dale and Chip Weems are careful to
include all topics and guidelines put forth by the ACM/IEEE. A new chapter on
Data Structures makes this text ideal for the one- or two-term course. New
Software Maintenance Case Studies teach students how to read code in order to
debug, alter, or enhance existing class or code segments. Important Notice: The
digital edition of this book is missing some of the images or content found in the
physical edition
Introduces the features of the C programming language, discusses data types,
variables, operators, control flow, functions, pointers, arrays, and structures, and
looks at the UNIX system interface
"Raymond Chen is the original raconteur of Windows." --Scott Hanselman,
ComputerZen.com "Raymond has been at Microsoft for many years and has
seen many nuances of Windows that others could only ever hope to get a
glimpse of. With this book, Raymond shares his knowledge, experience, and
anecdotal stories, allowing all of us to get a better understanding of the operating
system that affects millions of people every day. This book has something for
everyone, is a casual read, and I highly recommend it!" --Jeffrey Richter,
Author/Consultant, Cofounder of Wintellect "Very interesting read. Raymond tells
the inside story of why Windows is the way it is." --Eric Gunnerson, Program
Page 1/8

Where To Download How To Use Dev C
Manager, Microsoft Corporation "Absolutely essential reading for understanding
the history of Windows, its intricacies and quirks, and why they came about."
--Matt Pietrek, MSDN Magazine's Under the Hood Columnist "Raymond Chen
has become something of a legend in the software industry, and in this book
you'll discover why. From his high-level reminiscences on the design of the
Windows Start button to his low-level discussions of GlobalAlloc that only your
inner-geek could love, The Old New Thing is a captivating collection of anecdotes
that will help you to truly appreciate the difficulty inherent in designing and writing
quality software." --Stephen Toub, Technical Editor, MSDN Magazine Why does
Windows work the way it does? Why is Shut Down on the Start menu? (And why
is there a Start button, anyway?) How can I tap into the dialog loop? Why does
the GetWindowText function behave so strangely? Why are registry files called
"hives"? Many of Windows' quirks have perfectly logical explanations, rooted in
history. Understand them, and you'll be more productive and a lot less frustrated.
Raymond Chen--who's spent more than a decade on Microsoft's Windows
development team--reveals the "hidden Windows" you need to know. Chen's
engaging style, deep insight, and thoughtful humor have made him one of the
world's premier technology bloggers. Here he brings together behind-the-scenes
explanations, invaluable technical advice, and illuminating anecdotes that bring
Windows to life--and help you make the most of it. A few of the things you'll find
inside: What vending machines can teach you about effective user interfaces A
deeper understanding of window and dialog management Why performance
optimization can be so counterintuitive A peek at the underbelly of COM objects
and the Visual C++ compiler Key details about backwards compatibility--what
Windows does and why Windows program security holes most developers don't
know about How to make your program a better Windows citizen
Programming Fundamentals - A Modular Structured Approach using C++ is
written by Kenneth Leroy Busbee, a faculty member at Houston Community
College in Houston, Texas. The materials used in this textbook/collection were
developed by the author and others as independent modules for publication
within the Connexions environment. Programming fundamentals are often
divided into three college courses: Modular/Structured, Object Oriented and Data
Structures. This textbook/collection covers the rest of those three courses.
Designed for the way many developers work, this practical problem-solving guide
balances the need for rapid development with a trusted source of information.
An Essential Reference for Intermediate and Advanced R Programmers
Advanced R presents useful tools and techniques for attacking many types of R
programming problems, helping you avoid mistakes and dead ends. With more
than ten years of experience programming in R, the author illustrates the
elegance, beauty, and flexibility at the heart of R. The book develops the
necessary skills to produce quality code that can be used in a variety of
circumstances. You will learn: The fundamentals of R, including standard data
types and functions Functional programming as a useful framework for solving
Page 2/8

Where To Download How To Use Dev C
wide classes of problems The positives and negatives of metaprogramming How
to write fast, memory-efficient code This book not only helps current R users
become R programmers but also shows existing programmers what’s special
about R. Intermediate R programmers can dive deeper into R and learn new
strategies for solving diverse problems while programmers from other languages
can learn the details of R and understand why R works the way it does.
I wrote this book specially for people who prefer reading in English. In order to simplify your
understanding of the C++ programming language I ve used the famous Integrated
Development Environment called Dev-C++ which will help us greatly in writing our programs.
Have fun, nice to have you along.
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.
Multitasking refers to performance of multiple tasks. The most prominent types of multitasking
are situations including either temporal overlap of the execution of multiple tasks (i.e., dual
tasking) or executing multiple tasks in varying sequences (i.e., task switching). In the literature,
numerous attempts have aimed at theorizing about the specific characteristics of executive
functions that control interference between simultaneously and/or sequentially active
component of task-sets in these situations. However, these approaches have been rather
vague regarding explanatory concepts (e.g., task-set inhibition, preparation, shielding, capacity
limitation), widely lacking theories on detailed mechanisms and/ or empirical evidence for
specific subcomponents. The present research topic aims at providing a selection of
contributions on the details of executive functioning in dual-task and task switching situations.
The contributions specify these executive functions by focusing on (1) fractionating assumed
mechanisms into constituent subcomponents, (2) their variations by age or in clinical
subpopulations, and/ or (3) their plasticity as a response to practice and training.
This guide was written for readers interested in learning the C++ programming language from
scratch, and for both novice and advanced C++ programmers wishing to enhance their
knowledge of C++. The text is organized to guide the reader from elementary language
concepts to professional software development, with in depth coverage of all the C++ language
elements en route.
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If you’ve thought of programmers as elite intelligentsia whopossess expertise (and perhaps
genes) the rest of us will neverhave, think again. C++ For Dummies, 5th Edition,debunks the
myths, blasts the barriers, shares the secrets, andgets you started. In fact, by the end of
Chapter 1, you’ll beable to create a C++ program. OK, it won’t be newest,flashiest video
game, but it might be a practical, customizedinventory control or record-keeping program. Most
people catch on faster when they actually DO something, soC++ For Dummies includes a CDROM that gives you all youneed to start programming (except the guidance in the book,
ofcourse), including: Dev-C, a full-featured, integrated C++ compiler and editor youinstall to get
down to business The source code for the programs in the book, including codefor BUDGET,
programs that demonstrate principles in the book Documentation for the Standard Template
Library Online C++ help files Written by Stephen Randy Davis, author of C++ Weekend
CrashCourse, C++ for Dummies, takes you through the programmingprocess step-by-step.
You’ll discover how to: Generate an executable Create source code, commenting it as you go
and usingconsistent code indentation and naming conventions Write declarations and name
variables, and calculateexpressions Write and use a function, store sequences in arrays,
anddeclare and use pointer variables Understand classes and object-oriented programming
Work with constructors and destructors Use inheritance to extend classes Use stream I/O
Comment your code as you go, and use consistent codeindentation and naming conventions
Automate programming with the Standard Template Library(STL) C++ for Dummies 5th Edition
is updated for thenewest ANSI standard to make sure you’re up to code. Note: CD-ROM/DVD
and other supplementary materials arenot included as part of eBook file.
Covers all aspects of programming using the C++ language, including objects and classes,
data structures, the standard library, lambda expressions, templates, and debugging.
Computer animation and graphics–once rare, complicated, and comparatively expensive–are
now prevalent in everyday life from the computer screen to the movie screen.Interactive
Computer Graphicsis the only introduction to computer graphics text for undergraduates that
fully integrates OpenGL and emphasizes application-based programming. Using C and C++,
the top-down, programming-oriented approach allows for coverage of engaging 3D material
early in the course so students immediately begin to create their own 3D graphics. Low-level
algorithms (for topics such as line drawing and filling polygons) are presented after students
learn to create graphics. This book is suitable for undergraduate students in computer science
and engineering, for students in other disciplines who have good programming skills, and for
professionals.

Unit I : Sets and Functions 1. Sets, 2. Relations and Functions, 3. Trigonometric
Functions, Unit II : Algebra 4. Principle of Mathematical Induction, 5. Complex Numbers
and Quadratic Equations, 6. Linear Inequalities, 7. Permutations and Combinations, 8.
Binomial Theorem, 9. Sequences and Series, Unit III : Co-ordinate Geometry 10.
Straight Lines, 11. Conic Sections, 12. Introduction to Three-Dimensional Geometry,
Unit IV : Calculus 13.Limits and Derivatives, Unit V : Mathematical Reasoning
14.Mathematical Reasoning, Unit VI : Statistics & Probability 15.Statistics, 16.
Probability, Value Based Questions (VBQ) Board Examination Papers.
"Jumping into C++ covers every step of the programming process, including : * getting
the tools you need to program and how to use them * basic language features like
variables, loops and functions * how to go from an idea to code * a clear,
understandable explanation of pointers * strings, file IO, arrays, references * classes,
object oriented programming, and advanced class design * data structures and the
standard template library (STL). Key concepts are reinforced with quizzes and over 75
practice problems. You'll also get over 70 sample source code files to use or adapt. [...]"
(extrait du résumé de quatrième de couverture).
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In its first five years of existence, The Perl Journal ran 247 articles by over 120 authors.
Every serious Perl programmer subscribed to it, and every notable Perl guru jumped at
the opportunity to write for it. TPJ explained critical topics such as regular expressions,
databases, and object-oriented programming, and demonstrated Perl's utility for fields
as diverse as astronomy, biology, economics, AI, and games. The magazine gave birth
to both the Obfuscated Perl Contest and the Perl Poetry contest, and remains a proud
and timeless achievement of Perl during one of its most exciting periods of
development.Computer Science and Perl Programming is the first volume of The Best
of the Perl Journal, compiled and re-edited by the original editor and publisher of The
Perl Journal, Jon Orwant. In this series, we've taken the very best (and still relevant)
articles published in TPJ over its 5 years of publication and immortalized them into
three volumes. This volume has 70 articles devoted to hard-core computer science,
advanced programming techniques, and the underlying mechanics of Perl.Here's a
sample of what you'll find inside: Jeffrey Friedl on Understanding Regexes Mark Jason
Dominus on optimizing your Perl programs with Memoization Damian Conway on
Parsing Tim Meadowcroft on integrating Perl with Microsoft Office Larry Wall on the
culture of Perl Written by 41 of the most prominent and prolific members of the closelyknit Perl community, this anthology does what no other book can, giving unique insight
into the real-life applications and powerful techniques made possible by Perl.Other
books tell you how to use Perl, but this book goes far beyond that: it shows you not only
how to use Perl, but what you could use Perl for. This is more than just The Best of the
Perl Journal -- in many ways, this is the best of Perl.
If you program in C++ you've been neglected. Test-driven development (TDD) is a
modern software development practice that can dramatically reduce the number of
defects in systems, produce more maintainable code, and give you the confidence to
change your software to meet changing needs. But C++ programmers have been
ignored by those promoting TDD--until now. In this book, Jeff Langr gives you hands-on
lessons in the challenges and rewards of doing TDD in C++. Modern C++ Programming
With Test-Driven Development, the only comprehensive treatment on TDD in C++
provides you with everything you need to know about TDD, and the challenges and
benefits of implementing it in your C++ systems. Its many detailed code examples take
you step-by-step from TDD basics to advanced concepts. As a veteran C++
programmer, you're already writing high-quality code, and you work hard to maintain
code quality. It doesn't have to be that hard. In this book, you'll learn: how to use TDD
to improve legacy C++ systems how to identify and deal with troublesome system
dependencies how to do dependency injection, which is particularly tricky in C++ how to
use testing tools for C++ that aid TDD new C++11 features that facilitate TDD As you
grow in TDD mastery, you'll discover how to keep a massive C++ system from
becoming a design mess over time, as well as particular C++ trouble spots to avoid.
You'll find out how to prevent your tests from being a maintenance burden and how to
think in TDD without giving up your hard-won C++ skills. Finally, you'll see how to grow
and sustain TDD in your team. Whether you're a complete unit-testing novice or an
experienced tester, this book will lead you to mastery of test-driven development in
C++. What You Need A C++ compiler running under Windows or Linux, preferably one
that supports C++11. Examples presented in the book were built under gcc 4.7.2.
Google Mock 1.6 (downloadable for free; it contains Google Test as well) or an
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alternate C++ unit testing tool. Most examples in the book are written for Google Mock,
but it isn't difficult to translate them to your tool of choice. A good programmer's editor
or IDE. cmake, preferably. Of course, you can use your own preferred make too.
CMakeLists.txt files are provided for each project. Examples provided were built using
cmake version 2.8.9. Various freely-available third-party libraries are used as the basis
for examples in the book. These include: cURL JsonCpp Boost (filesystem,
date_time/gregorian, algorithm, assign) Several examples use the boost
headers/libraries. Only one example uses cURL and JsonCpp.
Reference and compendium of algorithms for pattern recognition, data mining and
statistical computing.
Do you love video games? Ever wondered if you could create one of your own, with all
the bells and whistles? It's not as complicated as you'd think, and you don't need to be
a math whiz or a programming genius to do it. In fact, everything you need to create
your first game, "Invasion of the Slugwroths," is included in this book and CD-ROM.
Author David Conger starts at square one, introducing the tools of the trade and all the
basic concepts for getting started programming with C++, the language that powers
most current commercial games. Plus, he's put a wealth of top-notch (and free) tools on
the CD-ROM, including the Dev-C++ compiler, linker, and debugger--and his own
LlamaWorks2D game engine. Step-by-step instructions and ample illustrations take you
through game program structure, integrating sound and music into games, floatingpoint math, C++ arrays, and much more. Using the sample programs and the source
code to run them, you can follow along as you learn. Bio: David Conger has been
programming professionally for over 23 years. Along with countless custom business
applications, he has written several PC and online games. Conger also worked on
graphics firmware for military aircraft, and taught computer science at the university
level for four years. Conger has written numerous books on C, C++, and other
computer-related topics. He lives in western Washington State and has also published
a collection of Indian folk tales.
A Complete Guide to Programming in C++Jones & Bartlett Learning

Written by a bestselling and well-known author, this is the only book on
programming for Linux using GNU C++, covering all aspects of Linux including
fundamentals, object-oriented programming, advanced techniques, X Windows,
and more. CD contains Red Hat Linux source code and all the code from the text.
Looks at the principles and clean code, includes case studies showcasing the
practices of writing clean code, and contains a list of heuristics and "smells"
accumulated from the process of writing clean code.
Authored by two of the leading authorities in the field, this guide offers readers
the knowledge and skills needed to achieve proficiency with embedded software.
Describes the basic features of Fedora and offers instructions concerning its use,
administration, network and server set-up, and its compatibility with new
technology.
C++ is a powerful, highly flexible, and adaptable programming language that
allows software engineers to organize and process information quickly and
effectively. But this high-level language is relatively difficult to master, even if you
already know the C programming language.The new second edition of "Practical
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C++ Programming is a complete introduction to the C++ language for
programmers who are learning C++. Reflecting the latest changes to the C++
standard, this new edition takes a useful down-to-earth approach, placing a
strong emphasis on how to design clean, elegant code.In short, to-the-point
chapters, all aspects of programming are covered including style, software
engineering, programming design, object-oriented design, and debugging.It also
covers common mistakes and how to find (and avoid) them. End of chapter
exercises help you ensure you've mastered the material. Steve Oualline's clear,
easy-going writing style and hands-on approach to learning make "Practical C++
Programming a nearly painless way to master this complex but powerful
programming language.
Strictly according to the latest syllabus prescribed by Central Board of Secondary
Education (CBSE), Delhi, NCERT, State Boards of Bihar, Jharkhand, Haryana,
H.P. Uttarakhand, M.P., Chhattisgarh etc. & Navodaya, Kendriya Vidyalayas
following CBSE curriculum based on NCERT guidelines. Volume - I UNIT- I
RELATIONS AND FUNCTIONS 1.Relations, 2 .Functions, 3. Inverse
Trigonometric Functions, UNIT-II : ALGEBRA 4.Matrices, 5. Determinants, 6
.Adjoint and Inverse of a Matrix, 7. Solution of a System of Linear Equations,
UNIT-III : CALCULUS 8.Continuity, 9. Differentiability, 10. Differentiation,
11.Second Order Derivative, 12. Rolle’s Theorem and Lagrange’s Mean Value
Theorem, 13. Applications of Derivatives, 14. Increasing and Decreasing
Functions, 15.Tangent and Normal, 16. Approximation, 17. Maxima and Minima
Board Examination Papers. Volume - II 1.Indefinite Integrals, 2. Definite Integrals,
3 .Applications of Integrals, 4. Differential Equations, 5. Applications of
Differential Equations, 6 .Vectors, 7. Scalar or Dot Product of Two Vectors, 8
.Vector or Cross Product of Two Vectors, 9 .Angle between Two Lines,
10.Straight Line, 11. The Plane, 12 .Linear Programming, 13. Multiplication
Theorem of Probability, 14. Theorem of Total Probability and Bayes’ Theorem,
15. Random Variable and Probability Distribution, 16. Bernoulli Trials and
Binomials Distribution, Board Examination Papers.
An affordable, easily scannable one-day training guide designed for use in
instructor-led training courses.
This book is about learning from data using the Generalized Additive Models for Location,
Scale and Shape (GAMLSS). GAMLSS extends the Generalized Linear Models (GLMs) and
Generalized Additive Models (GAMs) to accommodate large complex datasets, which are
increasingly prevalent. In particular, the GAMLSS statistical framework enables flexible
regression and smoothing models to be fitted to the data. The GAMLSS model assumes that
the response variable has any parametric (continuous, discrete or mixed) distribution which
might be heavy- or light-tailed, and positively or negatively skewed. In addition, all the
parameters of the distribution (location, scale, shape) can be modelled as linear or smooth
functions of explanatory variables. Key Features: Provides a broad overview of flexible
regression and smoothing techniques to learn from data whilst also focusing on the practical
application of methodology using GAMLSS software in R. Includes a comprehensive collection
of real data examples, which reflect the range of problems addressed by GAMLSS models and
provide a practical illustration of the process of using flexible GAMLSS models for statistical
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learning. R code integrated into the text for ease of understanding and replication.
Supplemented by a website with code, data and extra materials. This book aims to help
readers understand how to learn from data encountered in many fields. It will be useful for
practitioners and researchers who wish to understand and use the GAMLSS models to learn
from data and also for students who wish to learn GAMLSS through practical examples.
A guide to the project-comprehension tool covers such topics as generating a Maven report,
publishing a project site, setting up a Continuous Integration environment, and developing
Maven plug-ins.
Game Programming All in One, Third Edition gives aspiring game programmers the skills that
are needed to create professional-quality games. If you have a working knowledge of C or C++
and are ready to expand your skills into the field of game programming, then get ready to begin
your journey with this latest edition! You won't cover the topic of programming in general, but
rather the specifics of programming for games. Using the cross-platform Allegro game library,
you'll learn how to write complete games that will run on almost any operating system. Both
Windows© and Linux© screenshots are displayed throughout. Using the techniques taught
within this book and the tools included on the CD-ROM, you'll be able to write standard
Windows and DirectX© programs without the cost of an expensive compiler.
Learning a language--any language--involves a process wherein you learn to rely less and less
on instruction and more increasingly on the aspects of the language you've mastered. Whether
you're learning French, Java, or C, at some point you'll set aside the tutorial and attempt to
converse on your own. It's not necessary to know every subtle facet of French in order to
speak it well, especially if there's a good dictionary available. Likewise, C programmers don't
need to memorize every detail of C in order to write good programs. What they need instead is
a reliable, comprehensive reference that they can keep nearby. C in a Nutshell is that
reference. This long-awaited book is a complete reference to the C programming language and
C runtime library. Its purpose is to serve as a convenient, reliable companion in your day-today work as a C programmer. C in a Nutshell covers virtually everything you need to program
in C, describing all the elements of the language and illustrating their use with numerous
examples. The book is divided into three distinct parts. The first part is a fast-paced
description, reminiscent of the classic Kernighan & Ritchie text on which many C programmers
cut their teeth. It focuses specifically on the C language and preprocessor directives, including
extensions introduced to the ANSI standard in 1999. These topics and others are covered:
Numeric constants Implicit and explicit type conversions Expressions and operators Functions
Fixed-length and variable-length arrays Pointers Dynamic memory management Input and
output The second part of the book is a comprehensive reference to the C runtime library; it
includes an overview of the contents of the standard headers and a description of each
standard library function. Part III provides the necessary knowledge of the C programmer's
basic tools: the compiler, the make utility, and the debugger. The tools described here are
those in the GNU software collection. C in a Nutshell is the perfect companion to K&R, and
destined to be the most reached-for reference on your desk.
Fundamentals of Semiconductor Devices is a comprehensively written text which deals with
both qualitative and quantitative analysis of semiconductor theory & devices. This book is
perfect for the first course on Semiconductor Physics and Devices at the UG level.
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