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Explorations in Computing Pergamon
The free book "Fundamentals of Computer Programming with C#"
is a comprehensive computer programming tutorial that teaches
programming, logical thinking, data structures and algorithms,
problem solving and high quality code with lots of examples in
C#. It starts with the first steps in programming and software
development like variables, data types, conditional statements,
loops and arrays and continues with other basic topics like
methods, numeral systems, strings and string processing,
exceptions, classes and objects. After the basics this fundamental
programming book enters into more advanced programming
topics like recursion, data structures (lists, trees, hash-tables and
graphs), high-quality code, unit testing and refactoring, object-
oriented principles (inheritance, abstraction, encapsulation and
polymorphism) and their implementation the C# language. It also
covers fundamental topics that each good developer should know
like algorithm design, complexity of algorithms and problem
solving. The book uses C# language and Visual Studio to illustrate
the programming concepts and explains some C# / .NET specific
technologies like lambda expressions, extension methods and
LINQ. The book is written by a team of developers lead by Svetlin
Nakov who has 20+ years practical software development
experience. It teaches the major programming concepts and way
of thinking needed to become a good software engineer and the
C# language in the meantime. It is a great start for anyone who
wants to become a skillful software engineer. The books does not
teach technologies like databases, mobile and web development,
but shows the true way to master the basics of programming
regardless of the languages, technologies and tools. It is good for
beginners and intermediate developers who want to put a solid
base for a successful career in the software engineering industry.
The book is accompanied by free video lessons, presentation
slides and mind maps, as well as hundreds of exercises and live
examples. Download the free C# programming book, videos,
presentations and other resources from
http://introprogramming.info. Title: Fundamentals of Computer
Programming with C# (The Bulgarian C# Programming Book)
ISBN: 9789544007737 ISBN-13: 978-954-400-773-7
(9789544007737) ISBN-10: 954-400-773-3 (9544007733) Author:
Svetlin Nakov & Co. Pages: 1132 Language: English Published:
Sofia, 2013 Publisher: Faber Publishing, Bulgaria Web site:

http://www.introprogramming.info License: CC-Attribution-Share-
Alike Tags: free, programming, book, computer programming,
programming fundamentals, ebook, book programming, C#,
CSharp, C# book, tutorial, C# tutorial; programming concepts,
programming fundamentals, compiler, Visual Studio, .NET, .NET
Framework, data types, variables, expressions, statements,
console, conditional statements, control-flow logic, loops, arrays,
numeral systems, methods, strings, text processing,
StringBuilder, exceptions, exception handling, stack trace,
streams, files, text files, linear data structures, list, linked list,
stack, queue, tree, balanced tree, graph, depth-first search, DFS,
breadth-first search, BFS, dictionaries, hash tables, associative
arrays, sets, algorithms, sorting algorithm, searching algorithms,
recursion, combinatorial algorithms, algorithm complexity, OOP,
object-oriented programming, classes, objects, constructors,
fields, properties, static members, abstraction, interfaces,
encapsulation, inheritance, virtual methods, polymorphism,
cohesion, coupling, enumerations, generics, namespaces, UML,
design patterns, extension methods, anonymous types, lambda
expressions, LINQ, code quality, high-quality code, high-quality
classes, high-quality methods, code formatting, self-documenting
code, code refactoring, problem solving, problem solving
methodology, 9789544007737, 9544007733
Python for Kids College Publications
"DK Workbooks: Computer Coding" teaches children the basics of
computer coding.
Hack Audio MIT Press
In programming courses, using the different syntax of multiple
languages, such as C++, Java, PHP, and Python, for the same
abstraction often confuses students new to computer science.
Introduction to Programming Languages separates programming
language concepts from the restraints of multiple language
syntax by discussing the concepts at an abstract level. Designed
for a one-semester undergraduate course, this classroom-tested
book teaches the principles of programming language design and
implementation. It presents: Common features of programming
languages at an abstract level rather than a comparative level
The implementation model and behavior of programming
paradigms at abstract levels so that students understand the
power and limitations of programming paradigms Language
constructs at a paradigm level A holistic view of programming
language design and behavior To make the book self-contained,
the author introduces the necessary concepts of data structures
and discrete structures from the perspective of programming
language theory. The text covers classical topics, such as syntax

and semantics, imperative programming, program structures,
information exchange between subprograms, object-oriented
programming, logic programming, and functional programming. It
also explores newer topics, including dependency analysis,
communicating sequential processes, concurrent programming
constructs, web and multimedia programming, event-based
programming, agent-based programming, synchronous
languages, high-productivity programming on massive parallel
computers, models for mobile computing, and much more. Along
with problems and further reading in each chapter, the book
includes in-depth examples and case studies using various
languages that help students understand syntax in practical
contexts.
An Introduction to Computer Programming Routledge
This book introduces Python programming language and
fundamental concepts in algorithms and computing. Its target
audience includes students and engineers with little or no
background in programming, who need to master a practical
programming language and learn the basic thinking in computer
science/programming. The main contents come from lecture
notes for engineering students from all disciplines, and has
received high ratings. Its materials and ordering have been
adjusted repeatedly according to classroom reception. Compared
to alternative textbooks in the market, this book introduces the
underlying Python implementation of number, string, list, tuple,
dict, function, class, instance and module objects in a consistent
and easy-to-understand way, making assignment, function
definition, function call, mutability and binding environments
understandable inside-out. By giving the abstraction of
implementation mechanisms, this book builds a solid
understanding of the Python programming language.
For Kids of All Ages Springer
This is both a first and a second level course in Pascal. It starts at
an elementary level and works up to a point where problems of
realistic complexity can be tackled. It is aimed at two audiences:
on the one hand the computer professional who has a good
knowledge of Cobol or Fortran but needs convincing that Pascal is
worth learning, and on the other hand the amateur computer
enthusiast who may have a smattering of Basic or may be an
absolute beginner. Its approach is based on two principles that
are not always widely recognized. The first is that computing is no
longer a specialist subject. In the early days of computing a
priesthood arose whose function was to minister to those
awesome, and awesomely expensive, machines. Just as in the
ancient world, when illiteracy was rife, the scribes formed a
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priestly caste with special status, so the programmers of
yesteryear were regarded with reverence. But times are
changing: mass computer literacy is on its way. We find already
that when a computer enters a classroom it is not long before the
pupils are explaining the finer points of its use to their teacher -
for children seem to have greater programming aptitude than
adults. This book, it is hoped, is part of that process of education
by which the computer is brought down to earth; and therefore it
attempts to divest computing of the mystique (and deliberate
mystification) that still tends to surround the subject.
An Introduction to Computer Programming and Data
Structures Using MACRO-11 Createspace Independent
Publishing Platform
A first programming course should not be directed towards
learning a particular programming language, but rather at
learning to program well; the programming language should get
out of the way and serve this goal. The simple, powerful Racket
language (related to Scheme) allows us to concentrate on the
fundamental concepts and techniques of computer programming,
without being distracted by complex syntax. As a result, this book
can be used at the high school (and perhaps middle school) level,
while providing enough advanced concepts not usually found in a
first course to challenge a college student. Those who have
already done some programming (e.g. in Java, Python, or C++)
will enhance their understanding of the fundamentals, un-learn
some bad habits, and change the way they think about
programming. We take a graphics-early approach: you'll start
manipulating and combining graphic images from Chapter 1 and
writing event-driven GUI programs from Chapter 6, even before
seeing arithmetic. We continue using graphics, GUI and game
programming throughout to motivate fundamental concepts. At
the same time, we emphasize data types, testing, and a concrete,
step-by-step process of problem-solving. After working through
this book, you'll be prepared to learn other programming
languages and program well in them. Or, if this is the last
programming course you ever take, you'll understand many of the
issues that affect the programs you use every day. I have been
using Picturing Programs with my daughter, and there's no doubt
that it's gentler than Htdp. It does exactly what Stephen claims,
which is to move gradually from copy-and-change exercises to
think-on-your-own exercises within each section. I also think it's
nice that the "worked exercises" are clearly labeled as such.
There's something psychologically appealing about the fact that
you first see an example in the text of the book, and then a
similar example is presented as if it were an exercise but they
just happen to be giving away the answer. It is practically
shouting out "Here's a model of how you go about solving this
class of problems, pay close attention ."" Mark Engelberg "1.
Matthias & team have done exceptional, highly impressive work
with HtDP. The concepts are close to genius. (perhaps yes, genius
quality work) They are a MUST for any high school offering serious
introductory CS curriculum. 2. Without Dr. Blochs book "Picturing
Programs," I would not have successfully implemented these
concepts (Dr. Scheme, Racket, Design Recipe etc) into an
ordinary High School Classroom. Any high school instructor who
struggles to find ways to bring these great HtDP ideas to the
typical high schooler, should immediately investigate the Bloch
book. Think of it as coating the castor oil with chocolate." Brett
Penza
An Introduction to Computer Programming CRC Press
You can create your own computer games and programs! No
experience needed. Anyone can learn to program computers! This
fun guide will show you everything you need to know to: tell a
computer what to do; make sounds and music; create moving
pictures; save and load; programs; build fun games you can play!
Includes seven complete games. Requires free "Mini Micro"
software available for Windows, MacOS, and Linux.
Basic Academic Press
Based on the author’s introductory course at the University of
Oregon, Explorations in Computing: An Introduction to Computer
Science focuses on the fundamental idea of computation and
offers insight into how computation is used to solve a variety of
interesting and important real-world problems. Taking an active
learning approach, the text encourages students to explore
computing ideas by running programs and testing them on
different inputs. It also features illustrations by Phil Foglio, winner
of the 2009 and 2010 Hugo Award for Best Graphic Novel.
Classroom-Tested Material The first four chapters introduce key
concepts, such as algorithms and scalability, and hone practical
lab skills for creating and using objects. In the remaining
chapters, the author covers "divide and conquer" as a problem
solving strategy, the role of data structures, issues related to
encoding data, computer architecture, random numbers,
challenges for natural language processing, computer simulation,
and genetic algorithms. Through a series of interactive projects in
each chapter, students can experiment with one or more
algorithms that illustrate the main topic. Requiring no prior
experience with programming, these projects show students how
algorithms provide computational solutions to real-world
problems. Web Resource The book’s website at
www.cs.uoregon.edu/eic presents numerous ancillaries. The lab
manual offers step-by-step instructions for installing Ruby and the

RubyLabs gem with Windows XP, Mac OS X, and Linux. The
manual includes tips for editing programs and running commands
in a terminal emulator. The site also provides online
documentation of all the modules in the RubyLabs gem. Once the
gem is installed, the documentation can be read locally by a web
browser. After working through the in-depth examples in this
textbook, students will gain a better overall understanding of
what computer science is about and how computer scientists
think about problems.
Starting Out with Python Longhouse Books
Introduction to Computing and Programming in Python, 3e, uses
multimedia applications to motivate introductory computer
science majors or non-majors. The book's hands-on approach
shows how programs can be used to build multimedia computer
science applications that include sound, graphics, music, pictures,
and movies. The students learn a key set of computer science
tools and topics, as well as programming skills; such as how to
design and use algorithms, and practical software engineering
methods. The book also includes optional coverage of HCI, as well
as rudimentary data structures and databases using the user-
friendly Python language for implementation. Authors Guzdial and
Ericson also demonstrate how to communicate compatibly
through networks and do concurrent programming. 0133591522 /
9780133591521 Introduction to Computing and Programming in
Python & MyProgrammingLab with eText Package Package
consists of 0132923513 / 9780132923514 Introduction to
Computing and Programming in Python 0133590747 /
9780133590746 MyProgrammingLab with eText -- Access Code
Card -- for Introduction to Computing and Programming in Python
An Introduction to Computer Programming in BASIC Language BP
Learning
New Programmers Start Here introduces students to the world of
computer programming using JavaScript and related technologies.
This book doesn't just teach the basics of programming, but also
all of the tools that new programmers need to get started,
including the basics of making web pages and how the Internet
works. This book offers practice problems, activities, and a host of
helps to get new programmers started, plus a large glossary of
terms introduced in the book and that a new programmer might
encounter when learning on their own or reading other material.
No special software is required - this book works on all computers.
Learn essential computer science concepts and coding
techniques to kick-start your programming career Danielle
K. Park
Get to grips with the building blocks of programming languages
and get started on your programming journey without a computer
science degree Key Features Understand the fundamentals of a
computer program and apply the concepts you learn to different
programming languages Gain the confidence to write your first
computer program Explore tips, techniques, and best practices to
start coding like a professional programmer Book Description
Learning how to code has many advantages, and gaining the right
programming skills can have a massive impact on what you can
do with your current skill set and the way you advance in your
career. This book will be your guide to learning computer
programming easily, helping you overcome the difficulties in
understanding the major constructs in any mainstream
programming language. Computer Programming for Absolute
Beginners starts by taking you through the building blocks of any
programming language with thorough explanations and relevant
examples in pseudocode. You'll understand the relationship
between computer programs and programming languages and
how code is executed on the computer. The book then focuses on
the different types of applications that you can create with your
programming knowledge. You'll delve into programming
constructs, learning all about statements, operators, variables,
and data types. As you advance, you'll see how to control the flow
of your programs using control structures and reuse your code
using functions. Finally, you'll explore best practices that will help
you write code like a pro. By the end of this book, you'll be
prepared to learn any programming language and take control of
your career by adding coding to your skill set. What you will learn
Get to grips with basic programming language concepts such as
variables, loops, selection and functions Understand what a
program is and how the computer executes it Explore different
programming languages and learn about the relationship between
source code and executable code Solve problems using various
paradigms such as procedural programming, object oriented
programming, and functional programming Write high-quality
code using several coding conventions and best practices Become
well-versed with how to track and fix bugs in your programs Who
this book is for This book is for beginners who have never
programmed before and are looking to enter the world of
programming. This includes anyone who is about to start studying
programming and wants a head start, or simply wants to learn
how to program on their own.
Introduction to Programming Languages Pearson
Python is a powerful, expressive programming language that’s
easy to learn and fun to use! But books about learning to program
in Python can be kind of dull, gray, and boring, and that’s no fun
for anyone. Python for Kids brings Python to life and brings you
(and your parents) into the world of programming. The ever-

patient Jason R. Briggs will guide you through the basics as you
experiment with unique (and often hilarious) example programs
that feature ravenous monsters, secret agents, thieving ravens,
and more. New terms are defined; code is colored, dissected, and
explained; and quirky, full-color illustrations keep things on the
lighter side. Chapters end with programming puzzles designed to
stretch your brain and strengthen your understanding. By the end
of the book you’ll have programmed two complete games: a clone
of the famous Pong and "Mr. Stick Man Races for the Exit"—a
platform game with jumps, animation, and much more. As you
strike out on your programming adventure, you’ll learn how to:
–Use fundamental data structures like lists, tuples, and maps
–Organize and reuse your code with functions and modules –Use
control structures like loops and conditional statements –Draw
shapes and patterns with Python’s turtle module –Create games,
animations, and other graphical wonders with tkinter Why should
serious adults have all the fun? Python for Kids is your ticket into
the amazing world of computer programming. For kids ages 10+
(and their parents) The code in this book runs on almost anything:
Windows, Mac, Linux, even an OLPC laptop or Raspberry Pi!
Basic BASIC Springer
Classroom-tested by tens of thousands of students, this new
edition of the bestselling intro to programming book is for anyone
who wants to understand computer science. Learn about design,
algorithms, testing, and debugging. Discover the fundamentals of
programming with Python 3.6--a language that's used in millions
of devices. Write programs to solve real-world problems, and
come away with everything you need to produce quality code.
This edition has been updated to use the new language features
in Python 3.6.
The Bulgarian C# Book Business & Educational
This book is suitable for use in a university-level first course in
computing (CS1), as well as the increasingly popular course
known as CS0. It is difficult for many students to master basic
concepts in computer science and programming. A large portion
of the confusion can be blamed on the complexity of the tools and
materials that are traditionally used to teach CS1 and CS2. This
textbook was written with a single overarching goal: to present
the core concepts of computer science as simply as possible
without being simplistic.
Introduction to Computing and Programming in Python Plus My
Programming Lab -- Access Card Package Prentice Hall
The new edition of an introductory text that teaches students the
art of computational problem solving, covering topics ranging
from simple algorithms to information visualization. This book
introduces students with little or no prior programming
experience to the art of computational problem solving using
Python and various Python libraries, including PyLab. It provides
students with skills that will enable them to make productive use
of computational techniques, including some of the tools and
techniques of data science for using computation to model and
interpret data. The book is based on an MIT course (which
became the most popular course offered through MIT's
OpenCourseWare) and was developed for use not only in a
conventional classroom but in in a massive open online course
(MOOC). This new edition has been updated for Python 3,
reorganized to make it easier to use for courses that cover only a
subset of the material, and offers additional material including
five new chapters. Students are introduced to Python and the
basics of programming in the context of such computational
concepts and techniques as exhaustive enumeration, bisection
search, and efficient approximation algorithms. Although it covers
such traditional topics as computational complexity and simple
algorithms, the book focuses on a wide range of topics not found
in most introductory texts, including information visualization,
simulations to model randomness, computational techniques to
understand data, and statistical techniques that inform (and
misinform) as well as two related but relatively advanced topics:
optimization problems and dynamic programming. This edition
offers expanded material on statistics and machine learning and
new chapters on Frequentist and Bayesian statistics.
An Introduction to Computer Programming Packt Publishing Ltd
The primary objective of this book is to provide readers with a
solid but enjoyable introduction to programming. The book is
designed for use in conjunction with a toolset packaged on a CD-
ROM with the book, and provides new programmers with visually
stunning programs with which they can play.
Practical Programming DK Publishing (Dorling Kindersley)
Computers are at the center of almost everything related to
audio. Whether for synthesis in music production, recording in the
studio, or mixing in live sound, the computer plays an essential
part. Audio effects plug-ins and virtual instruments are
implemented as software computer code. Music apps are
computer programs run on a mobile device. All these tools are
created by programming a computer. Hack Audio: An Introduction
to Computer Programming and Digital Signal Processing in
MATLAB provides an introduction for musicians and audio
engineers interested in computer programming. It is intended for
a range of readers including those with years of programming
experience and those ready to write their first line of code. In the
book, computer programming is used to create audio effects
using digital signal processing. By the end of the book, readers
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implement the following effects: signal gain change, digital
summing, tremolo, auto-pan, mid/side processing, stereo
widening, distortion, echo, filtering, equalization, multi-band
processing, vibrato, chorus, flanger, phaser, pitch shifter, auto-
wah, convolution and algorithmic reverb, vocoder, transient
designer, compressor, expander, and de-esser. Throughout the
book, several types of test signals are synthesized, including: sine
wave, square wave, sawtooth wave, triangle wave, impulse train,
white noise, and pink noise. Common visualizations for signals
and audio effects are created including: waveform, characteristic
curve, goniometer, impulse response, step response, frequency
spectrum, and spectrogram. In total, over 200 examples are
provided with completed code demonstrations.
A Playful Introduction To Programming MIT Press
A completely revised edition, offering new design recipes for
interactive programs and support for images as plain values,
testing, event-driven programming, and even distributed
programming. This introduction to programming places computer
science at the core of a liberal arts education. Unlike other

introductory books, it focuses on the program design process,
presenting program design guidelines that show the reader how
to analyze a problem statement, how to formulate concise goals,
how to make up examples, how to develop an outline of the
solution, how to finish the program, and how to test it. Because
learning to design programs is about the study of principles and
the acquisition of transferable skills, the text does not use an off-
the-shelf industrial language but presents a tailor-made teaching
language. For the same reason, it offers DrRacket, a programming
environment for novices that supports playful, feedback-oriented
learning. The environment grows with readers as they master the
material in the book until it supports a full-fledged language for
the whole spectrum of programming tasks. This second edition
has been completely revised. While the book continues to teach a
systematic approach to program design, the second edition
introduces different design recipes for interactive programs with
graphical interfaces and batch programs. It also enriches its
design recipes for functions with numerous new hints. Finally, the

teaching languages and their IDE now come with support for
images as plain values, testing, event-driven programming, and
even distributed programming.
Under One Condition: An Introduction to Computer Science
Principles and Programming in Python Addison-Wesley
Professional
This book is well designed for learners at all ages ranged from
middle or high school students to adults who want to learn coding
as it does not assume any prior background in computer
programming. Python is chosen as the programming language
used in this book as I believe it is suitable and convenient for all
beginners to start learning computer programming. If you are an
absolute beginner, this book is the right choice for you to step
into the world of Computer Science. If you are an experienced
learner, this book brings you to an interesting journey to Python
discovery.
How to Design Programs, second edition Brooks/Cole
Python ProgrammingAn Introduction to Computer ScienceFranklin,
Beedle & Associates, Inc.
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