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	Data Structures &amp; Algorithms in Swift: Implementing practical data structures with Swift 4, 9781942878483 (1942878486), Razeware LLC, 2018

	Learn data structures and algorithms in Swift! Understanding how data structures and algorithms work in code is crucial for creating efficient and scalable apps. Swift’s Standard Library has a small set of general purpose collection types, yet they definitely don’t cover every case! In this book, you’ll learn how to implement the most popular and useful data structures, and when and why you should use one particular data structure or algorithm over another. This set of basic data structures and algorithms will serve as an excellent foundation for building more complex and special-purpose constructs. As well, the high-level expressiveness of Swift makes it an ideal choice for learning these core concepts without sacrificing performance. Who This Book Is For This book is for developers who are comfortable with Swift and want to ace whiteboard interviews, improve the performance of their code, and ensure their apps will perform well at scale. Topics Covered in Data Structures & Algorithms in Swift


	* Basic structures: Start with the fundamental structures of linked lists, queues and stacks, and see how to implement them in a highly Swift-like way. * Trees: Learn how to work with various types of trees, including general purpose trees, binary trees, AVL trees, binary search trees, and tries.


	* Sorting: Go beyond bubble and insertion sort with better-performing algorithms, including mergesort, radix sort, heap sort, and quicksort.


	* Graphs: Learn how to construct directed, non-directed and weighted graphs to represent many real-world models.


	* Traversals: Traverse graphs and trees efficiently with breadth-first, depth-first, Dijkstra’s and Prim’s algorithms to solve problems such as finding the shortest path or lowest cost in a network.


	* And much, much more! By the end of this book, you’ll have hands-on experience solving common issues with data structures and algorithms — and you’ll be well on your way to developing your own efficient and useful implementations!
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GUI Bloopers: Don'ts and Do's for Software Developers and Web DesignersMorgan Kaufmann, 2000
GUI Bloopers looks at user interface design bloopers from commercial software, Web sites, and information appliances, explaining how intelligent, well-intentioned professionals made these dreadful mistakes--and how you can avoid them. While equipping you with all the theory needed to learn from these examples, GUI expert Jeff Johnson also presents...

		

Beginning C++ Through Game Programming, Third EditionCourse Technology PTR, 2010

	Cutting-edge computer games rival the best that Hollywood has to offer in visual effects, musical score, and pure adrenaline rush. But games are a form of entertainment unlike any other; they can keep players glued to their monitors for hours on end. What sets games apart and makes them so engrossing is interactivity. In a computer game, you...


		

Practical BGPAddison Wesley, 2004
  			Hands-on guidance for deploying and optimizing BGP networks--enterprise and ISP  		

Now there's a practical guide to deploying and managing BGPv4 in any environment--from small enterprises to the largest Tier 2 and Tier 3 service providers. A team of the world's...





	

Facilitation Basics (ASTD Training Basics)American Society for Training and Develpment, 2004
Facilitation Basics allows you to focus on the learners and help an audience "get" a facilitator's message by focusing on the basic principles that underlie effective learning facilitation. In addition, you will find solid tips and techniques on creating a learning climate, facilitating learning activities, managing difficult...


		

iPhone 3D Game Programming All In OneCourse Technology PTR, 2010

	This is a complete guide to iPhone and iPod Touch game development. Beginning with the basics and ending with a finished game published in the App store this book covers all the fundamentals. The combined strength of Unity and the iPhone development platform are used to full effect allowing even complete novices to create and publish an...


		

Learning Cocos2d-JS Game DevelopmentPackt Publishing, 2015

	Learn to create robust and engaging cross-platform HTML5 games using Cocos2d-JS


	About This Book

	
		Create HTML5 games running both on desktop and mobile devices, played with both mouse and touch controls
	
		Add advanced features such as realistic physics, particle effects, scrolling, tweaking,...







	





©2021 LearnIT (support@pdfchm.net) - Privacy Policy
