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Develop the strong programming skills in Visual C# you need for success with Farrell's MICROSOFT VISUAL C# 2012:
AN INTRODUCTION TO OBJECT-ORIENTED PROGRAMMING, 5E. Engaging examples and a straightforward
approach help readers establish solid skills in both structured and object-oriented programming, introducing critical
principles and techniques that are easily transferrable to other programming languages. This edition incorporates the
most recent versions of both C# and Microsoft Visual Studio 2012 with approachable You Do It sections, Video Lessons
for each chapter, and a variety of new debugging exercises, programming exercises, and case studies to keep readers
actively involved. Important Notice: Media content referenced within the product description or the product text may not
be available in the ebook version.
Provides information on analyzing, designing, and writing object-oriented software.
This textbook mainly addresses beginners and readers with a basic knowledge of object-oriented programming
languages like Java or C#, but with little or no modeling or software engineering experience – thus reflecting the majority
of students in introductory courses at universities. Using UML, it introduces basic modeling concepts in a highly precise
manner, while refraining from the interpretation of rare special cases. After a brief explanation of why modeling is an
indispensable part of software development, the authors introduce the individual diagram types of UML (the class and
object diagram, the sequence diagram, the state machine diagram, the activity diagram, and the use case diagram), as
well as their interrelationships, in a step-by-step manner. The topics covered include not only the syntax and the
semantics of the individual language elements, but also pragmatic aspects, i.e., how to use them wisely at various stages
in the software development process. To this end, the work is complemented with examples that were carefully selected
for their educational and illustrative value. Overall, the book provides a solid foundation and deeper understanding of the
most important object-oriented modeling concepts and their application in software development. An additional website
offers a complete set of slides to aid in teaching the contents of the book, exercises and further e-learning material.
For courses in programming and computer science. Hands-on Programming with Greenfoot Introduction to Programming
with Greenfoot: Object-Oriented Programming in Java with Games and Simulations teaches the basics of Java computer
programming languages in the context of Greenfoot. Readers are able to learn the general fundamentals and principles
of programming by creating their very own fun and interesting games and simulations. Major concepts are conveyed in
modern, object-oriented programming language through hands-on, practical activity that allows readers to create,
observe, and play. The Second Edition employs a unique approach that teaches by doing--concepts are often explained
after readers have had a chance to engage in interactive examples. Because of its uniquely hands-on approach in the
context of the Greenfoot environment, Introduction to Programming with Greenfoot makes programming a fun, interactive
subject for readers to enjoy.
Develop the strong programming skills needed for professional success with Farrell's MICROSOFT VISUAL C# 2017: AN
INTRODUCTION TO OBJECT-ORIENTED PROGRAMMING, 7E. Approachable examples and a clear, straightforward
style help readers build a solid understanding of both structured and object-oriented programming concepts. You Users
master critical principles and techniques that easily transfer to other programming languages. This new edition
incorporates the most recent versions of both C# and Visual Studio 2017 to ensure readers have the contemporary skills
required in business today. Short You Do It hands-on features and a variety of new debugging exercises, programming
exercises, and running case studies help users prepare for success in today’s programming environment. Discover the
latest tools and expertise for programming success in this new edition. Important Notice: Media content referenced within
the product description or the product text may not be available in the ebook version.
Overview: This text will be the first to present an object-oriented methodology from the outset for beginning Systems
Analysis and Design students. It is the first book to introduce object-oriented methods without relying on classical
methods to introduce key concepts or without requiring students to know Java or C++. It will presume no knowledge
whatsoever about process modeling or data modeling. The widely used UML notation (unified modeling language) will be
used throughout the book for all diagrams and model renderings. The key benefit to this approach is that it makes the
course easier to teach and learn since many students come to this course with limited backgrounds having only taken
one introductory MIS course. Also, this approach is appealing because object-oriented methodology is widely used in
industry.
This book is a very general and accessible introduction to Object Oriented Analysis. It contains extensive pedagogy and
incorporates patient explanations, making it ideal for beginners. Incorporation of real-world examples, case studies, and
in depth theory and skills for practical application makes this book very user-friendly.
This book offers an engaging approach to Java desktop application programming focused on the unique needs and
interests of business students. Examples are drawn from real business scenarios to help you learn the essential subjects
within a relevant frame of reference. Interactive "playground" apps let you explore important concepts such as text
styling, data comparisons, math operations, random number generation, and the handling and rounding of money.
Beginners will learn the fundamental concepts and techniques one step at a time across 17 hands-on chapters illustrated
with over 100 sample apps.
What is reality, really? Are humans more special or important than the non-human objects we perceive? How does this change the
way we understand the world? We humans tend to believe that things are only real in as much as we perceive them, an idea
reinforced by modern philosophy, which privileges us as special, radically different in kind from all other objects. But as Graham
Harman, one of the theory's leading exponents, shows, Object-Oriented Ontology rejects the idea of human specialness: the
world, he states, is clearly not the world as manifest to humans. At the heart of this philosophy is the idea that objects - whether
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real, fictional, natural, artificial, human or non-human - are mutually autonomous. In this brilliant new introduction, Graham Harman
lays out the history, ideas and impact of Object-Oriented Ontology, taking in everything from art and literature, politics and natural
science along the way. Graham Harman is Distinguished Professor of Philosophy at SCI-Arc, Los Angeles. A key figure in the
contemporary speculative realism movement in philosophy and for his development of the field of object-oriented ontology, he was
named by Art Review magazine as one of the 100 most influential figures in international art.
This comprehensive examination of the main approaches to object-oriented language explains key features of the languages in
use today. Class-based, prototypes and Actor languages are all examined and compared in terms of their semantic concepts. This
book provides a unique overview of the main approaches to object-oriented languages. Exercises of varying length, some of which
can be extended into mini-projects are included at the end of each chapter. This book can be used as part of courses on
Comparative Programming Languages or Programming Language Semantics at Second or Third Year Undergraduate Level.
Some understanding of programming language concepts is required.
An Introduction to Object-oriented ProgrammingAddison Wesley Publishing Company
Discover the basic concepts of object-oriented programming and the elements of object-oriented design. Timothy Budd teaches
objects, class methods, inheritance (including multiple inheritance), polymorphism and principles in a language-independent
manner, with examples from five different languages: C++, Delphi, Java, Objective-C, and Smalltalk.
The Complete Guide to Writing More Maintainable, Manageable, Pleasing, and Powerful Ruby Applications Ruby's widely admired
ease of use has a downside: Too many Ruby and Rails applications have been created without concern for their long-term
maintenance or evolution. The Web is awash in Ruby code that is now virtually impossible to change or extend. This text helps
you solve that problem by using powerful real-world object-oriented design techniques, which it thoroughly explains using simple
and practical Ruby examples. Sandi Metz has distilled a lifetime of conversations and presentations about object-oriented design
into a set of Ruby-focused practices for crafting manageable, extensible, and pleasing code. She shows you how to build new
applications that can survive success and repair existing applications that have become impossible to change. Each technique is
illustrated with extended examples, all downloadable from the companion Web site,poodr.info. The first title to focus squarely on
object-oriented Ruby application design, Practical Object-Oriented Design in Ruby will guide you to superior outcomes, whatever
your previous Ruby experience. Novice Ruby programmers will find specific rules to live by; intermediate Ruby programmers will
find valuable principles they can flexibly interpret and apply; and advanced Ruby programmers will find a common language they
can use to lead development and guide their colleagues. This guide will help you Understand how object-oriented programming
can help you craft Ruby code that is easier to maintain and upgrade Decide what belongs in a single Ruby class Avoid entangling
objects that should be kept separate Define flexible interfaces among objects Reduce programming overhead costs with duck
typing Successfully apply inheritance Build objects via composition Design cost-effective tests Solve common problems associated
with poorly designed Ruby code
Especially designed to teach object oriented programming using the C++ language to those with no previous experience of
programming. Throughout the text many straightforward examples are used to introduce and illustrate new techniques and
language features. Each chapter starts with learning objectives and concludes with a number of exercises. Solutions for all
exercises are given in an appendix.
O'Reilly's bestselling book on Linux's bash shell is at it again. Now that Linux is an established player both as a server and on the
desktop Learning the bash Shell has been updated and refreshed to account for all the latest changes. Indeed, this third edition
serves as the most valuable guide yet to the bash shell.As any good programmer knows, the first thing users of the Linux
operating system come face to face with is the shell the UNIX term for a user interface to the system. In other words, it's what lets
you communicate with the computer via the keyboard and display. Mastering the bash shell might sound fairly simple but it isn't. In
truth, there are many complexities that need careful explanation, which is just what Learning the bash Shell provides.If you are
new to shell programming, the book provides an excellent introduction, covering everything from the most basic to the most
advanced features. And if you've been writing shell scripts for years, it offers a great way to find out what the new shell offers.
Learning the bash Shell is also full of practical examples of shell commands and programs that will make everyday use of Linux
that much easier. With this book, programmers will learn: How to install bash as your login shell The basics of interactive shell use,
including UNIX file and directory structures, standard I/O, and background jobs Command line editing, history substitution, and key
bindings How to customize your shell environment without programming The nuts and bolts of basic shell programming, flow
control structures, command-line options and typed variables Process handling, from job control to processes, coroutines and
subshells Debugging techniques, such as trace and verbose modes Techniques for implementing system-wide shell customization
and features related to system security
Which comes first, learning object-oriented design or programming in C++? The authors present an object-oriented approach at
the outset as the best way to learn introductory programming concepts. C++ doesn't have to be the top hierarchical level at the
end of a programming journey. The object-oriented features of C++ are used as an appropriate foundation for learning to program.
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 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.
An Introduction to Object-Oriented Programming with Java provides an accessible and technically thorough introduction to the basics of
programming using java. The text takes a truly object-oriented approach. Objects are used early so that students think in objects right from
the beginning.
An Introduction to Object-Oriented Programming with Java takes a full-immersion approach to object-oriented programming. Proper objectoriented design practices are emphasized throughout the book. Students learn how to use the standard classes first, then learn to design
their own classes. Wu uses a gentler approach to teaching students how to design their own classes, separating the coverage into two
chapters. GUI coverage is also located independently in the back of the book and can be covered if desired. Wu also features a robust set of
instructors' materials including PowerPoint slides, code samples, and quiz questions.
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Learn the tools and techniques needed to design and implement moderate-sized software systems! Do you want to gain the necessary skills
to effectively write moderate-sized (10,000 to 50,000 line) programs? Would you like to develop a more advanced understanding of objectoriented design and learn how to implement important design and style rules? Do you want to be able to take a project from the concept
stage to completion? This is all possible with Steven Reiss's innovative text, A Pracical Introduction to Software Design with C++. Reiss
provides you with all the tools and techniques to enable you to design and implement moderate-sized software systems alone or in a team.
The book details the proper use of inheritance, design notations using a simplified form of OMT to describe designs, the use of object libraries
such as STL, creating library classes, and the use of design patterns. You'll also find useful discussions on advanced language and
programming features such as exception handling, interprocess communication, and debugging tools and techniques.
Object-Oriented Design and Programming with C++: Your Hands-On Guide to C++ Programming, with Special Emphasis on Design, Testing,
and Reuse provides a list of software engineering principles to guide the software development process. This book presents the
fundamentals of the C++ language. Organized into two parts encompassing 10 chapters, this book begins with an overview of C++ and
describes object-oriented programming and the history of C++. This text then introduces classes, polymorphism, inheritance, and
overloading. Other chapters consider the C++ preprocessor and organization of class libraries. This book discusses as well the scope rules,
separate compilation, class libraries, and their organization, exceptions, browsers, and exception handling. The final chapter deals with the
design of a moderately complex system that provides file system stimulation. This book is a valuable resource for readers who are
reasonably familiar with the C programming language and want to understand the issues in object-oriented programming using C++.
Why Another Book on c++ and why Programming and Graphics? Anyone who has browsed through the 'Computing' section of a bookshop
(assuming it has one) will not need much convincing that there are a lot of C++ books out there. So why add yet another to the shelf! This
book attempts to introduce you to the C++ language via computer graphics because the object-oriented programming features of C++
naturally lend themselves to graphics. Thus, this book is based around a central theme: computer graphics and the development of 'real'
object-oriented tools for graphical modelling. This approach is adopted (as opposed to learning by small, unrelated, often hypothetical,
examples) because I didn't want to introduce C++ as a collection oflanguage features. While introducing the syntax and features of C++, it is
just as important to demonstrate simultaneously the reason for such features and when to apply them - in otherwords,language and design
are given equal priority. Also, a key objective in writing this book is to present you with a comprehensive introductory text on programming in
the C++ language.
Object-Oriented Programming under Windows presents object-oriented programming (OOP) techniques that can be used in Windows
programming. The book is comprised of 15 chapters that tackle an area in OOP. Chapter 1 provides an introductory discourse about OOP,
and Chapter 2 covers the programming languages. Chapter 3 deals with the Windows environment, while Chapter 4 discusses the creation of
application. Windows and dialogue boxes, as well as controls and standard controls, are tackled. The book then covers menus and event
response. Graphics operation, clipboard, bitmaps, icons, and cursors are also dealt with. The book also tackles disk file access, and then
discusses the help file system. The last chapter covers data transfer. The text will be of great use to individuals who want to write Windows
based programs.
Written to appeal to both novice and veteran programmers, this complete and well-organized guide to the versatile and popular objectoriented programming language Java shows how to use it as a primary tool in many different aspects of one's programming work. It
emphasizes the importance of good programming style—particularly the need to maintain an object's integrity from outside interference—and
helps users harness the power of Java in object-oriented programming to create their own interesting and practical every-day applications.
Discusses the basics of computer systems, and describes the fundamental elements of the Java language, with complete instructions on how
to compile and run a simple program. Introduces fundamental object-oriented concepts, and shows how simple classes may be defined from
scratch. Explores Java's exception-handling mechanism, and investigates Java's interface facility (i.e., polymorphism). Covers all Java
applications, including use of the Abstract Windowing Toolkit, graphical programming, networking, and simulation. Includes numerous
exercises, periodic reviews, case studies, and supporting visuals. For those in the computer science industry.

Dan Clark shows beginning VB.NET programmers how one goes about architecting an object oriented programming
solution aimed at solving a business problem.
An Introduction to Object-Oriented Programming with Java provides an accessible and thorough introduction to the
basics of programming in java. This much-anticipated revision continues its emphasis on object-oriented programming.
Objects are used early so students begin thinking in an object-oriented way, then later Wu teaches students to define
their own classes. In the third edition, the author has eliminated the author-written classes, so students get accustomed
to using the standard java libraries. In the new update, the author has included the Scanner Class for input, a new feature
of Java 1.5. Also new is the use of smaller complete code examples to enhance student learning. The larger sample
development programs are continued in this edition, giving students an opportunity to walk incrementally walk through
program design, learning the fundamentals of software engineering. The number and variety of examples makes this a
student-friendly text that teaches by showing. Object diagrams continue to be an important element of Wu's approach.
The consistent, visual approach assists students in understanding concepts.
A Comprehensive Introduction to Object-Oriented Programming with Java provides an accessible and technically
thorough introduction to the basics of programming using java. The text takes a truly object-oriented approach. Objects
are used early so that students think in objects right from the beginning. The text focuses on showing students a
consistent problem solving approach.
The new edition of this introductory programming text continues to emphasize problem-solving techniques using the C++
language. Coverage develops strong problem-solving skills using problem abstraction and stepwise refinement through
the Programmer's Algorithm. The author first emphasizes the structured (procedural) paradigm, then gradually advances
to the object-oriented paradigm. Traditional data types are presented as classes early, with constants and variables
treated as objects of those classes. The author's approach prepares students for in-depth coverage of classes and
objects presented later in the text, while building essential structured programming concepts. This edition now integrates
problem-solving through 19 Problem-Solving in Action case studies, and offers early treatment of reading/writing C++
files for program I/O.
Readers develop the strong programming skills they need for professional success with the latest edition of Farrell's
MICROSOFT VISUAL C# 2015: AN INTRODUCTION TO OBJECT-ORIENTED PROGRAMMING, 6E. Approachable
examples and a clear, straightforward style help build a solid understanding of both structured and object-oriented
programming concepts. Readers are introduced to fundamental principles and techniques that are easily transferrable to
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other programming languages. This new edition incorporates the most recent versions of both C# and Visual Studio to
ensure readers have the contemporary skills required in business today. Short You Do It hands-on features, new
debugging exercises, programming exercises, and running case studies effectively prepare readers for programming
success. Important Notice: Media content referenced within the product description or the product text may not be
available in the ebook version.
In An Introduction to Object-Oriented Programming, Timothy Budd provides a language-independent presentation of
object-oriented principles, such as objects, methods, inheritance (including multiple inheritance) and polymorphism.
Examples are drawn from several different languages, including (among others) C++, C#, Java, CLOS, Delphi, Eiffel,
Objective-C and Smalltalk. By examining many languages, the reader is better able to appreciate the general principles
that lie beyond the syntax of the individual languages. KEY TOPICS: This new edition presents examples drawn from a
wider range of languages, including Eiffel, CLOS, and Python in addition to the mainstream languages, as well as
extensive comparisons between C++, C# and Java. Case studies explore the application of polymorphism in the STL in
C++ and the AWT in Java. UML notation and diagrams are integrated and utilized throughout. The book also features
advanced sections on design patterns, reflection and introspection, network programming, and the implementation of
object-oriented languages. MARKET: This book is appropriate for programmers looking to read about the theory behind
and functionality of a variety of object-oriented programming languages. It is also useful as a reference.
Javas support for GUI and network programming makes a great setting for diverse programming examples: a calculator,
a strategy game, reading the Dow Jones from Yahoo , a Web surveyor application, scheduling songs for a rock-and-roll
radio station, as well as traditional payroll and student GPA computations. Working with these and other examples,
students learn to think like a programmer, analyze problems, devise solutions, design classes, and write code. Features
*Uses the necessary features of Java 1.1 while teaching CS1 concepts. *Uses object-oriented concepts from the very
beginning--classes, objects, and messages are all introduced in Chapter 1--and develops them throughout. *Applies a
consistent class design procedure, usable by beginners. *Contains graphic user interface (GUI) supplements in each
chapter. *Provides an early introduction to testing, covering test drivers, debugging, and test case selection. *Includes a
chapter with three robust applications--a LOGO turtle, a Web surveyor, and Mancala (a strategy game)--which use the
texts class design procedure and allow the students to tie the material together.
This creative approach to learning C++ programming introduces readers to Karel the Robot and then shows them how to
design programs that instruct Karel to perform complex tasks. Karel's world is essentially a practice field on which
readers learn valuable lessons about creating and debugging program. The programs instruct the robot to move and
manipulate its environment using object orientation.
This second edition shows readers how to build object oriented applications in Java. Written in a clear and concise style,
with lots of examples, this revised edition provides: a detailed understanding of object orientation, a thorough introduction
to Java including building blocks, constructs, classes, data structures etc, coverage of graphical user interfaces and
applets (AWT; Servlets), and object oriented analysis. If you are looking for a good introduction to Java and object
orientation, then this is the book for you. Source code for the examples in this book is available on the Internet.
Object-Oriented Information Engineering: Analysis, Design, and Implementation discusses design, both its objectoriented and traditional development and analysis, on which the book gives much focus. The book begins with an
introduction to information engineering and its phases, object-oriented information engineering, and object orientation.
The text then moves on to more specific topics, such as business information requirements; detailed object modeling;
business functions and subject areas; and individual object behaviors and object interactions. The book also explains the
integration and validation of analysis models; object structure designs; and system designs and its different applications.
The text is recommended for undergraduates and practitioners of computer and/or information engineers who want to
learn more about object-oriented design, its relation with traditional design, and its analysis. The book is also for those
who wish to contribute and conduct further studies in the field of object-oriented design.
The Object-Oriented Thought Process Third Edition Matt Weisfeld An introduction to object-oriented concepts for
developers looking to master modern application practices. Object-oriented programming (OOP) is the foundation of
modern programming languages, including C++, Java, C#, and Visual Basic .NET. By designing with objects rather than
treating the code and data as separate entities, OOP allows objects to fully utilize other objects’ services as well as
inherit their functionality. OOP promotes code portability and reuse, but requires a shift in thinking to be fully understood.
Before jumping into the world of object-oriented programming languages, you must first master The Object-Oriented
Thought Process. Written by a developer for developers who want to make the leap to object-oriented technologies as
well as managers who simply want to understand what they are managing, The Object-Oriented Thought Process
provides a solution-oriented approach to object-oriented programming. Readers will learn to understand object-oriented
design with inheritance or composition, object aggregation and association, and the difference between interfaces and
implementations. Readers will also become more efficient and better thinkers in terms of object-oriented development.
This revised edition focuses on interoperability across various technologies, primarily using XML as the communication
mechanism. A more detailed focus is placed on how business objects operate over networks, including client/server
architectures and web services. “Programmers who aim to create high quality software–as all programmers should–must
learn the varied subtleties of the familiar yet not so familiar beasts called objects and classes. Doing so entails careful
study of books such as Matt Weisfeld’s The Object-Oriented Thought Process.” –Bill McCarty, author of Java Distributed
Objects, and Object-Oriented Design in Java Matt Weisfeld is an associate professor in business and technology at
Cuyahoga Community College in Cleveland, Ohio. He has more than 20 years of experience as a professional software
developer, project manager, and corporate trainer using C++, Smalltalk, .NET, and Java. He holds a BS in systems
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analysis, an MS in computer science, and an MBA in project management. Weisfeld has published many articles in major
computer trade magazines and professional journals.
Introduction to Object-Oriented Databases provides the first unified and coherent presentation of the essential concepts
and techniques of object-oriented databases. It consolidates the results of research and development in the semantics
and implementation of a full spectrum of database facilities for object-oriented systems, including data model, query,
authorization, schema evolution, storage structures, query optimization, transaction management, versions, composite
objects, and integration of a programming language and a database system.The book draws on the author's Orion
project at MCC, currently the most advanced object-oriented database system, and places this work in a larger context
by using relational database systems and other object-oriented systems for comparison.Won Kim is Director of the
Object-Oriented and Distributed Systems Laboratory at Microelectronics and Computer Technology Corporation (MCC)
in Austin, Texas.Contents: Introduction. Data Model. Basic Interface. Relationships with Non-Object-Oriented Databases.
Schema Modification. Model of Queries. Query Language. Authorization. Storage Structures. Query Processing.
Transaction Management. Semantic Extensions. Integrating Object-Oriented Programming and Databases. Architecture.
Survey of Object-Oriented Database Systems. Directions for Future Research and Development.
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