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Microsoft’s Windows Phone 7 handsets have injected a new vibrancy into the smartphone marketplace and provided bold new opportunities for the Microsoft development community. Now in its second
edition, Beginning Windows Phone 7 Development has been written to help you identify those opportunities and to learn the skills you’ll need to harness them. It covers the very latest developments in the
field, including the extended APIs offered in Microsoft’s automatic platform update, so you'll have timely, accurate information at your fingertips. Beginning Windows Phone 7 Development, Second Edition
starts with the basics, walking you through the process of downloading and setting up the right development tools, including Visual Studio, Expression Blend, Silverlight SDK, and Windows Phone SDK. It then
takes you step-by-step though the development process as you build and deploy a working application, complete with a sophisticated user interface. Finally, you'll receive step-by-step instructions on selling
your applications through the Windows Phone Marketplace.
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In this fully updated second edition, award-winning author Tim Leung explains how to build data-centric business applications for the desktop, cloud, web, and mobile devices in just a few clicks—with no code
required—using Visual Studio Lightswitch 2015. This book explains the basics of Visual Studio Lightswitch 2015 plus new features and key advanced topics that every Microsoft developer needs to know to
create modern data services and build clients that can run on multiple devices. Visual Studio LightSwitch 2015 is a rapid application deployment tool that simplifies and shortens the time needed to develop
business applications. The basics are very easily understood but more advanced users will hunger for more. How do you design complex layouts? How do you query data using LINQ and other syntax
structures? How do you secure your application against malicious use? Visual Studio LightSwitch 2015 answers these questions and more as author Tim Leung—winner of a Microsoft 2011 Community
Contributor Award for his LightSwitch expertise—covers this breakthrough product in detail. For serious developers building, enhancing, and deploying advanced business applications using LightSwitch
makes sense because they can benefit from the elegance, convenience, and cost savings afforded by rapid application development before going beyond the "click-and-you're-done" interface to include the
extra value and depth of coding expertise that their clients value. What You Will Learn: Build Desktop and HTML5 business applications for PC or mobile devices Create compelling user interfaces that can
support multiple languages Fine tune your application with C#, VB.NET, JQuery, JavaScript, and CSS code Integrate with mapping, GPS, and location services Provide email notification, and Microsoft Office
compatible data exports Enable users to carry out advanced searches on data Build screen controls that you can share with other developers
Java 8 Recipes offers solutions to common programming problems encountered while developing Java-based applications. Fully updated with the newest features and techniques available, Java 8 Recipes
provides code examples involving Lambdas, embedded scripting with Nashorn, the new date-time API, stream support, functional interfaces, and much more. Especial emphasis is given to features such as
lambdas that are newly introduced in Java 8. Content is presented in the popular problem-solution format: Look up the programming problem that you want to solve. Read the solution. Apply the solution
directly in your own code. Problem solved! The problem-solution approach sets Java 8 Recipes apart. Java 8 Recipes is focused less on the language itself and more on what you can do with it that is useful.
The book respects your time by always focusing on a task that you might want to perform using the language. Solutions come first. Explanations come later. You are free to crib from the book and apply the
code examples directly to your own projects. Covers the newly-released Java 8, including a brand new chapter on lambdas Focuses especially on up-and-coming technologies such as Project Nashorn and
Java FX 2.0 Respects your time by focusing on practical solutions you can implement in your own code
This is a tutorial on Spring MVC, a module in the Spring Framework for rapidly developing web applications. The MVC in Spring MVC stands for Model-View-Controller, a design pattern widely used in
Graphical User Interface (GUI) development. This pattern is not only common in web development, but is also used in desktop technology like Java Swing. Sometimes called Spring Web MVC, Spring MVC is
one of the most popular web frameworks today and a most sought-after skill. This book is for anyone wishing to learn to develop Java-based web applications with Spring MVC. Sample applications come as
Spring Tool Suite and Eclipse projects.
This is an excellent resource for programmers who need to learn Java but aren’t interested in just reading about concepts. Introduction to Java Programming with Games follows a spiral approach to
introduce concepts and enable them to write game programs as soon as they start. It includes code examples and problems that are easy to understand and motivates them to work through to find the
solutions. This game-motivated presentation will help programmers quickly apply what they’ve learned in order to build their skills.

Looks at the features and functions of Windows Presentation Foundation, covering such topics as XAML, creating an application object, content controls, pages and navigation, commands,
data binding, and data templates.
Learn iOS 8 App Development is both a rapid tutorial and a useful reference. You'll quickly get up to speed with Swift, Cocoa Touch, and the iOS 8 SDK. It's an all-in-one getting started guide
to building useful apps. You'll learn best practices that ensure your code will be efficient and perform well, earning positive reviews on the iTunes App Store, and driving better search results
and more revenue. The iOS 8 SDK offers powerful new features, and this book is the fastest path to mastering them—and the rest of the iOS SDK —for programmers with some experience who
are new to iPhone and iPad app development. Many books introduce the iOS SDK, but few explain how to develop apps optimally and soundly. This book teaches both core Swift language
concepts and how to exploit design patterns and logic with the iOS SDK, based on Swift and the Cocoa Touch framework. Why spend months or years discovering the best ways to design
and code iPhone and iPad apps when this book will show you how to do things the right way from the start? Get an accelerated treatment of the core fundamentals of Swift. Develop your first
app using Xcode's advanced interface design tools. Build your first iPhone app using the code that you're given as you walk through this book. Finally, debug and distribute your first app on
Apple's iTunes App Store. Learn how to create apps for any model of iPhone, the iPod Touch, the iPad, or build universal apps that run on all of them. After reading this book, you'll be creating
professional quality apps, ready to upload to the app store, making you the prestige and the money you seek!
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The complete, start-to-finish guide to Android development -- from concept to market -- completely updated for the latest Android SDK! • •At least one market research firm has predicted that
by 2012 there will be more Android phones than iPhones. •Covers application design, development, debugging, packaging, distribution, and much more. •Includes invaluable real-world tips
from experienced mobile developers. •This book covers multiple Android SDK versions, which is how developers must work with Android. Android is rapidly gaining traction as an exciting
alternative to Apple's iPhone platform, and thousands of developers are eagerly seeking the information they need to begin creating Android applications. Drawing on their experience in
mobile and wireless software development, the authors walk through the entire process of developing successful Android applications, from concept through coding, testing through
distribution. The only book developers will need, Android Wireless Application Development 2/e is the comprehensive resource for developers who are new to Android - or to wireless
development in general. Conder and Darcey cover: • •Mastering the Android development environment. •Understanding the entire Android application lifecycle. •Building effective user
interfaces. •Using Android's APIs for networking, location-based services, data, storage, multimedia, telephony, graphics, and more •Working with Android's optional hardware-specific APIs
•Designing more effective applications using Notifications and Services •Developing and testing bulletproof Android applications The book also provides valuable appendices on Android's
Emulator, DDMS, Debug Bridge, and SQLite database, as well as a convenient glossary that demystifies the terminology of mobile development.
The Metasploit Framework makes discovering, exploiting, and sharing vulnerabilities quick and relatively painless. But while Metasploit is used by security professionals everywhere, the tool
can be hard to grasp for first-time users. Metasploit: The Penetration Tester's Guide fills this gap by teaching you how to harness the Framework and interact with the vibrant community of
Metasploit contributors. Once you've built your foundation for penetration testing, you’ll learn the Framework's conventions, interfaces, and module system as you launch simulated attacks.
You’ll move on to advanced penetration testing techniques, including network reconnaissance and enumeration, client-side attacks, wireless attacks, and targeted social-engineering attacks.
Learn how to: –Find and exploit unmaintained, misconfigured, and unpatched systems –Perform reconnaissance and find valuable information about your target –Bypass anti-virus
technologies and circumvent security controls –Integrate Nmap, NeXpose, and Nessus with Metasploit to automate discovery –Use the Meterpreter shell to launch further attacks from inside
the network –Harness standalone Metasploit utilities, third-party tools, and plug-ins –Learn how to write your own Meterpreter post exploitation modules and scripts You'll even touch on exploit
discovery for zero-day research, write a fuzzer, port existing exploits into the Framework, and learn how to cover your tracks. Whether your goal is to secure your own networks or to put
someone else's to the test, Metasploit: The Penetration Tester's Guide will take you there and beyond.
Revised edition of first part of: Android wireless application development / Shane Conder, Lauren Darcey. c2010.
"When QuickTime application developers get stuck, one of the first places they look for help is example code from Tim Monroe. Finally, Tim's well-crafted examples and clear descriptions are
available in book form—a must-have for anyone writing applications that import, export, display, or interact with QuickTime movies." —Matthew Peterson; University of California, Berkeley; the
M.I.N.D. Institute; and author of Interactive QuickTime QuickTime Toolkit Volume One is a programmer’s introduction to QuickTime, the elegant and potent media engine used by many of
Apple's industry-leading services and products (such as the iTunes music store, iMovie, and Final Cut Pro) and also used by a large number of third-party applications. This hands-on guide
shows you how to harness the powerful capabilities of QuickTime for your own projects. The articles collected here from the author's highly regarded column in MacTech Magazine are packed
with accessible code examples to get you quickly started developing applications that can display and create state-of-the-art digital content. This book begins by showing how to open and
display QuickTime movies in a Macintosh or Windows application and progresses step by step to show you how to control movie playback and how to import and transform movies and
images. QuickTime Toolkit also shows how to create movies with video data, text, time codes, sprites, and wired (interactive) elements. Part of the official QuickTime Developer Series,
publishing the finest books on QuickTime in cooperation with Apple. Written in a clear, engaging style by one of Apple's premier media engineers known for his ability to make QuickTime's
sophisticated technology accessible to software developers Offers many undocumented insider tips for making applications that work well in both Mac OS and Windows

Many problems encountered by engineers developing code for specialized Symbian subsystems boil down to a lack of understanding of the core Symbian programming
concepts. Developing Software for Symbian OS remedies this problem as it provides a comprehensive coverage of all the key concepts. Numerous examples and descriptions
are also included, which focus on the concepts the author has seen developers struggle with the most. The book covers development ranging from low-level system
programming to end user GUI applications. It also covers the development and packaging tools, as well as providing some detailed reference and examples for key APIs. The
new edition includes a completely new chapter on platform security. The overall goal of the book is to provide introductory coverage of Symbian OS v9 and help developers with
little or no knowledge of Symbian OS to develop as quickly as possible. There are few people with long Symbian development experience compared to demand, due to the rapid
growth of Symbian in recent years, and developing software for new generation wireless devices requires knowledge and experience of OS concepts. This book will use many
comparisons between Symbian OS and other OSes to help in that transition. Get yourself ahead with the perfect introduction to developing software for Symbian OS.
Master the new Windows Driver Model (WDM) common to Windows 98 and Windows 2000. You get theory, instruction and practice in driver development, installation and
debugging. Addresses hardware and software interface issues, driver types, and a description of the new 'layer' model of WDM. ;
Quickly find solutions to dozens of common programming problems encountered while building Java applications. Content is presented in the popular problem-solution format.
Look up the programming problem that you want to resolve. Read the solution. Apply the solution directly in your own code. Problem solved! This revised edition covers important
new features such as Java 9's JShell and the new modularity features enabling you to separate code into independent modules that perform discrete tasks. Also covered are the
new garbage collection algorithm and completely revamped process API. Enhanced JSON coverage is provided as well as a new chapter on JavaServer Faces development for
web applications. What You'll Learn Develop Java SE applications using the latest in Java SE technology Exploit advanced features like modularity and lambdas Use JShell to
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quickly develop solutions Build dynamic web applications with JavaScript and Project Nashorn Create great-looking web interfaces with JavaServer Faces Generate graphics and
work with media such as sound and video Add internationalization support to your Java applications Who This Book Is For Both beginning Java programmers and advanced Java
developers
Full Color: Figures and code appear as they do in Visual Studio. Universal Windows apps are a total game-changer. You can now write once and deploy your app to any modern
PC, tablet, phone, or other Windows device. Suddenly, it’s quick and easy to serve new devices and form factors, sharing unified assets ranging from code to styles to user
controls. It has never been easier to reach multiple-device markets! Now, the world’s #1 expert on Microsoft XAML brings together all the knowledge Windows developers need
to build universal apps that adapt smoothly for any device running Windows 8.1, Windows Phone 8.1, or their successors. Drawing on his unsurpassed personal experience and
direct input from Microsoft’s Windows and Visual Studio teams, Adam Nathan illuminates core development concepts, answers your most important questions, and candidly
assesses the technology’s strengths and limitations. This full-color guide walks you through every key task involved in building a universal Windows app: layout and input,
working with the app model, using advanced controls, leveraging XAML’s powerful rich media features, and much more. Detailed information on how to... Quickly build universal,
localized apps that exploit the vast global scale of the Windows Store Size, position, and transform elements within layouts that gracefully adapt to different devices Handle input
from touch, mouse, pen, keyboard, and any sensor Monetize apps with Windows Store sales, in-app purchases, and advertising Make the most of controls for managing content,
items, text, images, media, speech, and more Create efficient 2D vector graphics and animations Use styles, templates, and visual states to redesign controls without losing
functionality Bind data sources to simplify data presentation and updates Easily integrate data from apps, users, and networks Support Windows app commands: Search, Share,
Print, Play, Project, Settings Use contracts to build apps that cooperate to perform complex tasks Improve the user experience even when your app isn’t running
Help your nonprofit thrive Need practical advice on running a nonprofit? No problem! Packed with the latest tips and techniques on starting and managing a charitable
organization, this easy-to-follow guide offers everything you need to help your nonprofit endure the ups and downs of the economy. From applying for your tax exemption to
raising money to pay for your programs, it covers it all. So get ready to bring in the bucks — and enjoy watching your nonprofit prosper. Write a mission statement Craft a
compelling pitch Raise money online Apply for grants Get the word out Adapt in hard times Prepare a solid budget Project cash flow
A quick and thorough introduction to Motif programming. Here is a straightforward, easy-to-understand introduction to Motif application development, covering both basic and
advanced features of graphical user interfaces as implemented under Motif. Even though you may have little or no experience with X or other window programming
environments, this useful guide will ease you into Motif programming smoothly and quickly. Using simple examples and explanations, it shows you how to design and build
graphical applications with Motif in a reasonable amount of time. By the end of the book, you'll be familiar with all of the Motif widgets as well as the process of application design
in Motif, the basic capabilities of the X and Xt layers, and the X drawing model.
Written by an authoritative practitioner, this book explores the changing nature of cataloguing in the aftermath of e-journal invasion. It traces the development of the issue by examining
changes in AACR2 and CONSER rules, focusing on the revision of AACR2, Chapter 12, and emergence of the concept of ‘Continuing Resources’. The book analyzes challenges of e-journal
cataloguing that stem from an ever-growing number of online publications and aggregator databases. It assesses the complexities of incorporating commercially produced cataloguing into a
local database, and offers practical solutions to the most common questions in the process. The book concludes with a look into the future of e-resource cataloguing from technical and
conceptual standpoints. Helps understand terminology and key elements of e-serials cataloguing with examples Focuses on challenges of e-journal cataloguing in aggregator database
environments Explores local considerations for implimetation of commercial cataloguing products
The Game Maker's Companion is the long-awaited sequel to The Game Maker's Apprentice. This book picks up where the last book left off, advancing your game development journey with
some seriously impressive gaming projects. This time you'll learn how to make professional-quality platform games with solid collision detection and slick control mechanisms and you'll get
acquainted with a long-lost icon of platform gaming history on the way. You'll go on to discover techniques to add depth and believability to the characters and stories in your games, including
The Monomyth, cut scene storyboarding, and character archetypes. This culminates in the creation of an original atmospheric platform-adventure which will take your GML programming skills
to new heights. There's even a handy reference section at the back of the book which will be invaluable for adding common features to your own games. With contributions from four games
industry professionals and a highly respected member of the Game Maker community, The Game Maker's Companion is another labor of love that will give you even more hours of enjoyment
than the original. If you already own Game Maker, then you really must own this book as well.
This book is a complete programmer's guid to the X library, which is the lowest level of programming interface to X. It includes chapters on:
Android is one of the major players in the mobile phone market. Android is a mobile platform that is built on the top of Linux operating system. The native-code support on Android offers
endless opportunities to application developers, not limited the functionality that is provided by Android framework. Pro Android C++ with the NDK is an advanced tutorial and professional
reference for today's more sophisticated app developers now porting, developing or employing C++ and other native code to integrate into the Android platform to run sophisticated native apps
and better performing apps in general. Using a game app case study, this book explores tools for troubleshooting, debugging, analyzing memory issues, unit testing, unit test code coverage,
performance measurement, on native applications, as well as integrating the Android NDK toolchain into existing Autoconf, Makefile, CMake, or JAM based build systems. Pro Android C++
with the NDK also covers the following: · The Android platform, and getting up to speed with the Android NDK, and exploring the APIs that are provided in native space. An overview of Java
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Native Interface (JNI), and auto-generating JNI code through Simplified Wrapper and Interface Generator (SWIG). An introduction to Bionic API, native networking. native multithreading, and
the C++ Standard Template Library (STL) support. Native graphics and sound using JNI Graphics, OpenGL ES, and OpenSL ES. Debugging and troubleshooting native applications using
Logging, GNU Debugger (GDB), Eclipse Debugger, Valgrind, strace, and other tools. Profiling native code using GProf to identify performance bottlenecks, and NEON/SIMD optimization from
an advanced perspective, with tips and recommendations.
Beginning SharePoint 2013 Building Business Solutions eBook and SharePoint-videos.com Bundle
Android Wireless Application Development has earned a reputation as the most useful real-world guide to building robust, commercial-grade Android apps. Now, authors Lauren Darcey and
Shane Conder have systematically revised and updated this guide for the latest Android SDK 4.0. To accommodate their extensive new coverage, they’ve split the book into two volumes.
Volume I focuses on Android essentials, including setting up your development environment, understanding the application lifecycle, designing effective user interfaces, developing for diverse
devices, and optimizing your mobile app development process--from design through publishing. Every chapter has been thoroughly updated for the newest APIs, tools, utilities, and hardware.
All sample code has been overhauled and tested on leading devices from multiple companies, and many new examples have been added. Drawing on decades of in-the-trenches experience
as professional mobile developers, Darcey and Conder provide valuable new best practices--including powerful techniques for constructing more portable apps. This new edition contains full
chapters on Android manifest files, content providers, effective app design, and testing; an all-new chapter on tackling compatibility issues; coverage of today’s most valuable new Android
tools and utilities; and even more exclusive tips and tricks. An indispensable resource for every Android development team member.

Learn iOS App Development is both a rapid tutorial and a useful reference. You'll quickly get up to speed with Objective-C, Cocoa Touch, and the iOS 7 SDK. It's an all-in-one
getting started guide to building your first iPhone or iPad app. You'll learn best practices that ensure your code will be efficient and perform well, earning positive reviews on the
iTunes App Store, and driving better search results and more revenue. The iOS 7 SDK offers powerful new features, and this book is the fastest path to mastering them—and the
rest of the iOS SDK —for programmers with some experience who are new to iPhone and iPad app development. Many books introduce the iOS SDK, but few explain how to
develop apps optimally and soundly. This book teaches both core Objective-C language concepts and how to exploit design patterns and logic with the iOS SDK, based on
Objective-C and the Cocoa Touch framework. Why spend months or years discovering the best ways to design and code iPhone and iPad apps when this book will show you
how to do things the right way from the start? Get an accelerated treatment of the core fundamentals of Objective-C. Develop your first app using Xcode's advanced interface
design tools. Build your first iPhone app using the code that you're given as you walk through this book. Finally, debug and distribute your first app on Apple's iTunes App Store.
Learn how to create apps for any model of iPhone, the iPod Touch, the iPad, or build universal apps that run on all of them. After reading this book, you'll be creating professional
quality apps, ready to upload to the app store, making you the prestige and the money you seek!
A guide to conducting genealogical research, focusing on the role of electronic databases, computer programs, and Internet resources in revolutionizing the process of tracing
family histories. Includes charts, forms, exercises, Web site addresses, and bibliographies.
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