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Make developing basic math skills fun and painless With this great collection of
over 125 easy-to-use games, puzzles, and activities, teachers and parents can
help kids comprehend fundamental math concepts, including addition,
subtraction, multiplication, division, place value, fractions, and more. All games
and puzzles use easy-to-find household items such as paper and pencil, playing
cards, coins, and dice. The activities also help children develop problem-solving
skills, such as testing hypotheses, creating strategies, and organizing
information, as well as spatial relations skills, part-to-whole skills, and memory.
Michael Schiro, EdD (Chestnut Hill, MA), is an associate professor at the School
of Education at Boston College. He is the author of several books on teaching
and learning math and is a frequent presenter at local and national math
conferences.
Fourier analysis has many scientific applications - in physics, number theory,
combinatorics, signal processing, probability theory, statistics, option pricing,
cryptography, acoustics, oceanography, optics and diffraction, geometry, and
other areas. In signal processing and related fields, Fourier analysis is typically
thought of as decomposing a signal into its component frequencies and their
amplitudes. This practical, applications-based professional handbook
comprehensively covers the theory and applications of Fourier Analysis,
spanning topics from engineering mathematics, signal processing and related
multidimensional transform theory, and quantum physics to elementary
deterministic finance and even the foundations of western music theory. This
handbook's audience will be composed of professionals in the engineering and
applied mathematics communities, advanced undergraduate and beginning
graduate students and academics in electrical engineering, computer science,
statistics, and applied mathematics. It is meant to replace several less
comprehensive volumes on the subject - such as Processing of Multidimensional
Signals by Alexandre Smirnov, Modern Sampling Theory by John J. Benedetto
and Paulo J.S.G. Ferreira, Vector Space Projections by Henry Stark and Yongyi
Yang, and Fourier Analysis and Imaging by Ronald N. Bracewell - which are
often used as textbooks. So in addition to being primarily used as a professional
handbook, it includes sampleproblems and their solutions at the end of each
section and thus serves as a textbook for advanced undergraduate students and
beginning graduate students in courses such as: Multidimensional Signals and
Systems, Signal Analysis, Introduction to Shannon Sampling and Interpolation
Theory, Random Variables and Stochastic Processes, and Signals and Linear
Systems.
A source of amusements and diversions for bored young travelers, with hundreds
of things to draw, write, figure, read about, fold and play.
The ultimate beginner's guide to programming in the iOS environment The Apple
App Store is a gold mine for developers, but with more apps for the iPhone, iPad,
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and iPod touch being added every day, it?s essential to have a solid
programming foundation to create the best apps possible. If you're eager to learn
the ins and outs of iOS programming, this is your book. It teaches object-oriented
programming within the iOS framework from the ground up, preparing you to
create the next super iPhone or iPad app. Get a handle on the iOS framework,
object-oriented best practices, and the Xcode programming environment, then
discover how to create simple interfaces, use libraries, create and extend objects,
and more. Whether you're just starting out in programming or only new to iOS,
For Dummies is the perfect beginning. Focuses on teaching object-oriented
programming within the iOS framework and includes best practices for building
apps that are easy to debug, evolve, and maintain Uses simple examples to
demonstrate object-oriented programming output in the iPhone environment
while teaching real-world programming concepts and applications Provides a
thorough understanding of the framework and object-oriented principles to help
beginning programmers make optimum use of iOS Covers working with the
Xcode environment and storyboards; creating simple interfaces; using libraries,
functions, structures, arrays, and pointers; and creating and extending objects
Beginning iOS Programming For Dummies is your straightforward guide to
getting started with iOS programming.
It used to be that two laptops, sitting side by side, couldn't communicate with
each other; they may as well have been a thousand miles apart. But that was
then, before the advent of Zero Configuration Networking technology. This
amazing cross-platform open source technology automatically connects
electronic devices on a network, allowing them to interoperate seamlesslywithout any user configuration. So now you don't have to lift a finger! Needless to
say, it has completely changed the way people connect to devices and programs
for printing, file sharing, and other activities. Zero Configuration Networking: The
Definitive Guide walks you through this groundbreaking network technology, with
a complete description of the protocols and ways to implement network-aware
applications and devices. Written by two Zero Configuration Networking experts,
including one of Apple's own computer scientists, the book covers more than just
file sharing and printing. Zero Configuration Networking also enables activities
such as music and photo sharing and automatic buddy discovery on Instant
Messaging applications. In fact, Zero Configuration Networking can be used for
virtually any device that can be controlled by a computer. And this handy guide
has the inside scoop on all of its capabilities-and how you can easily apply them
in your own environment. For the technically advanced, Zero Configuration
Networking: The Definitive Guide examines the three core technologies that
make up Zero Configuration Networking: Link-Local Addressing, Multicast DNS,
and DNS Service Discovery. It also reviews a series of APIs, including C-API,
Java API, CFNetServices, and Cocoa's NSNetServices. Whether you want to
understand how iTunes works, or you want to network a series of laptops and
other devices at your office for maximum efficiency, you'll find all the answers in
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this authoritative guide.
Mathematical Statistics: A Decision Theoretic Approach presents an investigation
of the extent to which problems of mathematical statistics may be treated by
decision theory approach. This book deals with statistical theory that could be
justified from a decision-theoretic viewpoint. Organized into seven chapters, this
book begins with an overview of the elements of decision theory that are similar
to those of the theory of games. This text then examines the main theorems of
decision theory that involve two more notions, namely the admissibility of a
decision rule and the completeness of a class of decision rules. Other chapters
consider the development of theorems in decision theory that are valid in general
situations. This book discusses as well the invariance principle that involves
groups of transformations over the three spaces around which decision theory is
built. The final chapter deals with sequential decision problems. This book is a
valuable resource for first-year graduate students in mathematics.
Engage students in mathematics using growth mindset techniques The most
challenging parts of teaching mathematics are engaging students and helping
them understand the connections between mathematics concepts. In this
volume, you'll find a collection of low floor, high ceiling tasks that will help you do
just that, by looking at the big ideas at the first-grade level through visualization,
play, and investigation. During their work with tens of thousands of teachers,
authors Jo Boaler, Jen Munson, and Cathy Williams heard the same
message—that they want to incorporate more brain science into their math
instruction, but they need guidance in the techniques that work best to get across
the concepts they needed to teach. So the authors designed Mindset
Mathematics around the principle of active student engagement, with tasks that
reflect the latest brain science on learning. Open, creative, and visual math tasks
have been shown to improve student test scores, and more importantly change
their relationship with mathematics and start believing in their own potential. The
tasks in Mindset Mathematics reflect the lessons from brain science that: There is
no such thing as a math person - anyone can learn mathematics to high levels.
Mistakes, struggle and challenge are the most important times for brain growth.
Speed is unimportant in mathematics. Mathematics is a visual and beautiful
subject, and our brains want to think visually about mathematics. With engaging
questions, open-ended tasks, and four-color visuals that will help kids get excited
about mathematics, Mindset Mathematics is organized around nine big ideas
which emphasize the connections within the Common Core State Standards
(CCSS) and can be used with any current curriculum.
Why government outsourcing of public powers is making us less free Many
governmental functions today—from the management of prisons and welfare offices to
warfare and financial regulation—are outsourced to private entities. Education and
health care are funded in part through private philanthropy rather than taxation. Can a
privatized government rule legitimately? The Privatized State argues that it cannot. In
this boldly provocative book, Chiara Cordelli argues that privatization constitutes a
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regression to a precivil condition—what philosophers centuries ago called "a state of
nature." Developing a compelling case for the democratic state and its administrative
apparatus, she shows how privatization reproduces the very same defects that
Enlightenment thinkers attributed to the precivil condition, and which only properly
constituted political institutions can overcome—defects such as provisional justice,
undue dependence, and unfreedom. Cordelli advocates for constitutional limits on
privatization and a more democratic system of public administration, and lays out the
central responsibilities of private actors in contexts where governance is already
extensively privatized. Charting a way forward, she presents a new conceptual account
of political representation and novel philosophical theories of democratic authority and
legitimate lawmaking. The Privatized State shows how privatization undermines the
very reason political institutions exist in the first place, and advocates for a new way of
administering public affairs that is more democratic and just.
40 Game Pages with Compact size (6" x 9") 3D Tic Tac Toe, Kid and Adult Game,
Daily Mind Expaniding, Great For Travel, Family Fun, Educational, Cool Math Features6x9 Compact Classic Gift Great Mind Expanding Fun
Tic-tac-toe is a game for two players, X and O, who take turns marking the spaces in a
3×3 grid. The player who succeeds in placing three of their marks in a horizontal,
diagonal or vertical row wins the game. Cute Travel Tic-Tac-Toe Game Book for Kids
and Adults! Cover : Soft Cover (Matte) Size : 6" x 9" (15.24 x 22.86 cm) Interior: 110
pages (55 front/back sheets) with Blank 6 Games per Pages (660 Games) This 6" x 9"
Tic Tac Toe Game for outside / playground, featuring a total of 110 pages filled 660
games, is perfect for adults, kids for summer vacations. Tic-Tac-Toe Game also known
as "3-in-a-row" or "naughts and crosses" or "Xs and Os" is a paper-and-pencil game for
two players drawing pieces (typically Xs for the first player and Os for the second) on a
3×3 square grid. The winner is the first player to place three of his marks in a row,
column, or diagonal. The front cover consists of artistic, trendy, original, funny and
colorful background. Essential game idea for all ages for summer vacations. Easy fit in
a purse, tote and messenger bag to play in restaurants, planes, trains, car trips, waiting
rooms, picnics, home.
Showing off scheme - Functions - Expressions - Defining your own procedures - Words
and sentences - True and false - Variables - Higher-order functions - Lambda Introduction to recursion - The leap of faith - How recursion works - Common patterns
in recursive procedures - Advanced recursion - Example : the functions program - Files
- Vectors - Example : a spreadsheet program - Implementing the spreadsheet program
- What's next?
A hilarious reeducation in mathematics-full of joy, jokes, and stick figures-that sheds
light on the countless practical and wonderful ways that math structures and shapes our
world. In Math With Bad Drawings, Ben Orlin reveals to us what math actually is; its
myriad uses, its strange symbols, and the wild leaps of logic and faith that define the
usually impenetrable work of the mathematician. Truth and knowledge come in multiple
forms: colorful drawings, encouraging jokes, and the stories and insights of an
empathetic teacher who believes that math should belong to everyone. Orlin shows us
how to think like a mathematician by teaching us a brand-new game of tic-tac-toe, how
to understand an economic crises by rolling a pair of dice, and the mathematical
headache that ensues when attempting to build a spherical Death Star. Every
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discussion in the book is illustrated with Orlin's trademark "bad drawings," which convey
his message and insights with perfect pitch and clarity. With 24 chapters covering
topics from the electoral college to human genetics to the reasons not to trust statistics,
Math with Bad Drawings is a life-changing book for the math-estranged and mathenamored alike.
This series is for people—adults and teenagers—who are interested in computer
programming because it's fun. The three volumes use the Logo programming language
as the vehicle for an exploration of computer science from the perspective of symbolic
computation and artificial intelligence. Logo is a dialect of Lisp, a language used in the
most advanced research projects in computer science, especially in artificial
intelligence. Throughout the series, functional programming techniques (including
higher order functions and recursion) are emphasized, but traditional sequential
programming is also used when appropriate. In the second edition, the first two
volumes have been rearranged so that illustrative case studies appear with the
techniques they demonstrate. Volume 1 includes a new chapter about higher order
functions, and the recursion chapters have been reorganized for greater clarity. Volume
2 includes a new tutorial chapter about macros, an exclusive capability of Berkeley
Logo, and two new projects. Throughout the series, the larger program examples have
been rewritten for greater readability by more extensive use of data abstraction. Volume
1 Symbolic Computing, is addressed to a reader who has used computers and wants to
learn the ideas behind them. Symbolic computing is the manipulation of words and
sentences, in contrast both to the graphics most people associate with Logo and to the
numerical computation with which more traditional languages such as Pascal and C++
are most comfortable. This volume is well known for its clear and thorough presentation
of recursion, a key idea in computer science that other texts treat as arcane and
difficult. The Logo programs in these books and the author's free Berkeley Logo
interpreter are available via the Internet or on diskette.
Designed specifically for the CS-1 Introductory Programming Course, "Programming
with JavaScript: Algorithms and Applications for Desktop and Mobile Browsers"
introduces students to computer science and programming using a modern approach.
How to write mathematical proofs, shown in fully-worked out examples. This is a
companion volume Joel Hamkins's Proof and the Art of Mathematics, providing fully
worked-out solutions to all of the odd-numbered exercises as well as a few of the evennumbered exercises. In many cases, the solutions go beyond the exercise question
itself to the natural extensions of the ideas, helping readers learn how to approach a
mathematical investigation. As Hamkins asks, "Once you have solved a problem, why
not push the ideas harder to see what further you can prove with them?" These
solutions offer readers examples of how to write a mathematical proofs. The
mathematical development of this text follows the main book, with the same chapter
topics in the same order, and all theorem and exercise numbers in this text refer to the
corresponding statements of the main text.
Dotted Paper Notebook | 110 Game Sheets | Planner Journal | Dotgrid | 6 x 9 in | 15.24
x 22.86 cm | Dot Grid Book | Funny Great Gift
Video games as both a departure from and a development of traditional games; an
analysis of the interaction between rules and fiction in video games. A video game is
half-real: we play by real rules while imagining a fictional world. We win or lose the
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game in the real world, but we slay a dragon (for example) only in the world of the
game. In this thought-provoking study, Jesper Juul examines the constantly evolving
tension between rules and fiction in video games. Discussing games from Pong to The
Legend of Zelda, from chess to Grand Theft Auto, he shows how video games are both
a departure from and a development of traditional non-electronic games. The book
combines perspectives from such fields as literary and film theory, computer science,
psychology, economic game theory, and game studies, to outline a theory of what video
games are, how they work with the player, how they have developed historically, and
why they are fun to play. Locating video games in a history of games that goes back to
Ancient Egypt, Juul argues that there is a basic affinity between games and computers.
Just as the printing press and the cinema have promoted and enabled new kinds of
storytelling, computers work as enablers of games, letting us play old games in new
ways and allowing for new kinds of games that would not have been possible before
computers. Juul presents a classic game model, which describes the traditional
construction of games and points to possible future developments. He examines how
rules provide challenges, learning, and enjoyment for players, and how a game cues
the player into imagining its fictional world. Juul's lively style and eclectic deployment of
sources will make Half-Real of interest to media, literature, and game scholars as well
as to game professionals and gamers.
"Java 1.4 Game Programming" covers a number of key features in the game
development environment, including graphics, sound, input, networking, and
databases.
The contributions included in this volume arise from the Workshop on Locality and
Directionality at the Morphosyntax-Phonology Interface, which took place at Stanford
University on 12-14 October 2012.
A guide to the application of the theory and practice of computing to develop and
maintain software that economically solves real-world problem How to Engineer
Software is a practical, how-to guide that explores the concepts and techniques of
model-based software engineering using the Unified Modeling Language. The author—a
noted expert on the topic—demonstrates how software can be developed and
maintained under a true engineering discipline. He describes the relevant software
engineering practices that are grounded in Computer Science and Discrete
Mathematics. Model-based software engineering uses semantic modeling to reveal as
many precise requirements as possible. This approach separates business
complexities from technology complexities, and gives developers the most freedom in
finding optimal designs and code. The book promotes development scalability through
domain partitioning and subdomain partitioning. It also explores software
documentation that specifically and intentionally adds value for development and
maintenance. This important book: Contains many illustrative examples of model-based
software engineering, from semantic model all the way to executable code Explains
how to derive verification (acceptance) test cases from a semantic model Describes
project estimation, along with alternative software development and maintenance
processes Shows how to develop and maintain cost-effective software that solves realworld problems Written for graduate and undergraduate students in software
engineering and professionals in the field, How to Engineer Software offers an
introduction to applying the theory of computing with practice and judgment in order to
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economically develop and maintain software.
The fifth edition of this comprehensive resource helps future and practicing teachers
recognize and assess literacy problems, while providing practical, effective intervention
strategies to help every student succeed. DeVries thoroughly explores the major
components of literacy, offering an overview of pertinent research, suggested methods
and tools for diagnosis and assessment, intervention strategies and activities, and
technology applications to increase students' skills. Updated to reflect the needs of
teachers in increasingly diverse classrooms, the fifth edition addresses scaffolding for
English language learners, and offers appropriate instructional strategies and tailored
teaching ideas to help both teachers and their students. Several valuable appendices
include assessment tools, instructions and visuals for creating and implementing the
book's more than 150 instructional strategies and activities, and other resources. New
to the Fifth Edition: Up-to-date and in line with ILA, CCSS, and most state and district
literacy standards, this edition also addresses the important shifts and evolution of
these standards. New chapter on Language Development, Speaking, and Listening
covers early literacy, assessment, and interventions. New intervention strategies and
activities are featured in all chapters and highlight a stronger technology component.
Updated Companion Website with additional tools, resources, and examples of
teachers using assessment strategies.
This book constitutes the refereed proceedings of the 13th Asian Conference on
Intelligent Information and Database Systems, ACIIDS 2021, held in Phuket, Thailand,
in April 2021.* The 67 full papers accepted for publication in these proceedings were
carefully reviewed and selected from 291 submissions. The papers of the first volume
are organized in the following topical sections: data mining methods and applications;
machine learning methods; decision support and control systems; natural language
processing; cybersecurity intelligent methods; computer vision techniques;
computational imaging and vision; advanced data mining techniques and applications;
intelligent and contextual systems; commonsense knowledge, reasoning and
programming in artificial intelligence; data modelling and processing for industry 4.0;
innovations in intelligent systems. *The conference was held virtually.
This Tic Tac Toe Game book will provide hours of fun for kids and adults. With six
game boards per page, it won't take long before you will lose track of time and enjoy
the hours of fun playing tic tac toe provides. A great gift for children and grown ups
alike. Book contains: 750 tic tac toe games 6 puzzles per page Book Dimensions: 5.5
by 8.5 inch soft cover book This book will provide hours of fun competition. Tic-Tac-Toe
is a classic strategy game suitable for young children to adults. It's easy to learn and
fun to play.
This volume is the first in a series which deals with the challenge of AI issues, gives
updates of AI methods and applications, and promotes high quality new ideas,
techniques and methodologies in AI. This volume contains articles by 38 specialists in
various AI subfields covering theoretical and application issues.
Targeted for beginner to intermediate game designers, this handbook has step-by-step,
easy-to-follow instructions on how to express concepts into a real game.
This work represents a broad spectrum of new ideas in the field of applied artificial
intelligence and expert systems, and serves to disseminate information regarding
intelligent methodologies and their implementation in solving various problems in
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industry and engineering. Many innovative artificial intelligence (AI) systems have
emerged as the result of engineering machines to think like humans and perform
intelligent functions. However, only recently have intelligent systems been applied to
solve real life problems.
Traces the history and development of the three-in-a-row game for two players, popular
all over the world, that is similar to games played in ancient Egypt.
Invent Your Own Computer Games with Python will teach you how to make computer
games using the popular Python programming language—even if you’ve never
programmed before! Begin by building classic games like Hangman, Guess the
Number, and Tic-Tac-Toe, and then work your way up to more advanced games, like a
text-based treasure hunting game and an animated collision-dodging game with sound
effects. Along the way, you’ll learn key programming and math concepts that will help
you take your game programming to the next level. Learn how to: –Combine loops,
variables, and flow control statements into real working programs –Choose the right
data structures for the job, such as lists, dictionaries, and tuples –Add graphics and
animation to your games with the pygame module –Handle keyboard and mouse input
–Program simple artificial intelligence so you can play against the computer –Use
cryptography to convert text messages into secret code –Debug your programs and find
common errors As you work through each game, you’ll build a solid foundation in
Python and an understanding of computer science fundamentals. What new game will
you create with the power of Python? The projects in this book are compatible with
Python 3.
A friendly introduction to the most useful algorithms written in simple, intuitive English
The revised and updated second edition of Essential Algorithms, offers an accessible
introduction to computer algorithms. The book contains a description of important
classical algorithms and explains when each is appropriate. The author shows how to
analyze algorithms in order to understand their behavior and teaches techniques that
the can be used to create new algorithms to meet future needs. The text includes useful
algorithms such as: methods for manipulating common data structures, advanced data
structures, network algorithms, and numerical algorithms. It also offers a variety of
general problem-solving techniques. In addition to describing algorithms and
approaches, the author offers details on how to analyze the performance of algorithms.
The book is filled with exercises that can be used to explore ways to modify the
algorithms in order to apply them to new situations. This updated edition of Essential
Algorithms: Contains explanations of algorithms in simple terms, rather than
complicated math Steps through powerful algorithms that can be used to solve difficult
programming problems Helps prepare for programming job interviews that typically
include algorithmic questions Offers methods can be applied to any programming
language Includes exercises and solutions useful to both professionals and students
Provides code examples updated and written in Python and C# Essential Algorithms
has been updated and revised and offers professionals and students a hands-on guide
to analyzing algorithms as well as the techniques and applications. The book also
includes a collection of questions that may appear in a job interview. The book’s
website will include reference implementations in Python and C# (which can be easily
applied to Java and C++).
Jump in and build working Android apps with the help of more than 230 tested recipes.
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The second edition of this acclaimed cookbook includes recipes for working with user
interfaces, multitouch gestures, location awareness, web services, and specific device
features such as the phone, camera, and accelerometer. You also get useful info on
packaging your app for the Google Play Market. Ideal for developers familiar with Java,
Android basics, and the Java SE API, this book features recipes contributed by more
than three dozen Android developers. Each recipe provides a clear solution and sample
code you can use in your project right away. Among numerous topics, this cookbook
helps you: Get started with the tooling you need for developing and testing Android
apps Create layouts with Android’s UI controls, graphical services, and pop-up
mechanisms Build location-aware services on Google Maps and OpenStreetMap
Control aspects of Android’s music, video, and other multimedia capabilities Work with
accelerometers and other Android sensors Use various gaming and animation
frameworks Store and retrieve persistent data in files and embedded databases Access
RESTful web services with JSON and other formats Test and troubleshoot individual
components and your entire application
Tic-tac-toe is a game for two players, X and O, who take turns marking the spaces in a
3×3 grid. The player who succeeds in placing three of their marks in a horizontal,
diagonal or vertical row wins the game. Cute Travel Tic-Tac-Toe Game Book for Kids
and Adults! Cover: Soft Cover (Matte) Size: 6" x 9" (15.24 x 22.86 cm) Interior: 110
pages (55 front/back sheets) with Blank 6 Games per Pages (660 Games) This 6" x 9"
Tic Tac Toe Game for outside / playground, featuring a total of 110 pages filled 660
games, is perfect for adults, kids for summer vacations. Tic-Tac-Toe Game also known
as "3-in-a-row" or "naughts and crosses" or "Xs and Os" is a paper-and-pencil game for
two players drawing pieces (typically Xs for the first player and Os for the second) on a
3×3 square grid. The winner is the first player to place three of his marks in a row,
column, or diagonal. The front cover consists of artistic, trendy, original, funny and
colorful background. Essential game idea for all ages for summer vacations. Easy fit in
a purse, tote and messenger bag to play in restaurants, planes, trains, car trips, waiting
rooms, picnics, home.
This book constitutes the refereed proceedings of the 4th International Conference of Z
and B users, ZB 2005, held in Guildford, UK in April 2005. The 25 revised full papers
presented together with extended abstracts of 2 invited papers were carefully reviewed
and selected for inclusion in the book. The papers document the recent advances for
the Z formal specification notation and for the B method, ranging from foundational,
theoretical, and methodological issues to advanced applications, tools, and case
studies.
Pharmacy Calculations, 6e, provides pharmacy technician students and professionals
with the tools necessary to learn the types of calculations commonly encountered in
community and institutional pharmacy. The content of Pharmacy Calculations, 6e,
includes material covering the knowledge areas within the Pharmacy Technician
Certification Exam (PTCE) and Exam for Certification of Pharmacy Technicians
(ExCPT). This book is clearly written, accurate, and easy to understand. It can be used
in a classroom setting or for independent study to develop a careful and systematic
approach to pharmacy calculations and can be used as a study aid for the PTCE and
ExCPT exams. It aligns with the Fifth Edition of the American Society of Health-System
Pharmacists (ASHP) Model Curriculum for Pharmacy Technician Education and
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Training Programs and the 2020 content outline for the Pharmacy Technician
Certification Examination (PTCE).
If you know basic high-school math, you can quickly learn and apply the core concepts
of computer science with this concise, hands-on book. Led by a team of experts, you’ll
quickly understand the difference between computer science and computer
programming, and you’ll learn how algorithms help you solve computing problems.
Each chapter builds on material introduced earlier in the book, so you can master one
core building block before moving on to the next. You’ll explore fundamental topics
such as loops, arrays, objects, and classes, using the easy-to-learn Ruby programming
language. Then you’ll put everything together in the last chapter by programming a
simple game of tic-tac-toe. Learn how to write algorithms to solve real-world problems
Understand the basics of computer architecture Examine the basic tools of a
programming language Explore sequential, conditional, and loop programming
structures Understand how the array data structure organizes storage Use searching
techniques and comparison-based sorting algorithms Learn about objects, including
how to build your own Discover how objects can be created from other objects
Manipulate files and use their data in your software
Learn functional programming and build robust applications using the latest functional
features in C++ Key Features Learn programming concepts such as loops, expressive
code, and simple parallelization Understand the working of Lambdas and Currying and
write Pure functions Explore event sourcing and other functional patterns to improve the
efficiency of your applications Book Description Functional programming enables you to
divide your software into smaller, reusable components that are easy to write, debug,
and maintain. Combined with the power of C++, you can develop scalable and
functional applications for modern software requirements. This book will help you
discover the functional features in C++ 17 and C++ 20 to build enterprise-level
applications. Starting with the fundamental building blocks of functional programming
and how to use them in C++, you’ll explore functions, currying, and lambdas. As you
advance, you’ll learn how to improve cohesion and delve into test-driven development,
which will enable you in designing better software. In addition to this, the book covers
architectural patterns such as event sourcing to help you get to grips with the
importance of immutability for data storage. You’ll even understand how to “think in
functions” and implement design patterns in a functional way. By the end of this book,
you’ll be able to write faster and cleaner production code in C++ with the help of
functional programming. What you will learn Understand the fundamentals of functional
programming Structure your code by understanding the building blocks of functional
programming Compare design styles in functional programming and object-oriented
programming (OOP) Use the concept of currying to create new functions in C++
Become skilled at implementing design patterns in a functional way Get to grips with
multithreading by means of functional programming Learn how to improve memory
consumption when using functional constructs Who this book is for This book is for C++
developers who want to learn functional programming but have little to no knowledge of
the paradigm. Although no prior knowledge of functional programming is necessary,
basic C++ programming experience will help you understand key concepts covered in
the book.
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