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Sketch of the book
This book is intended as a guide to learning to write computer programs. 

Surprisingly very few books (none that I’m aware of) deal with this question directly. Most programming-related books are either computer science textbooks which are very academic, or books dealing with a specific computer language.

The book is divided into four parts:
(a) A summary discussion of the key concepts involved in programming languages.

(b) A practical treatment of various topics from computer science focusing on the techniques that are of most use in practical life.

(c) A detailed description of a range of issues involved in the ‘art’ of writing effective, quality, reliable programs.

(d) A detailed glossary.

The book is targeted at students of computer science or information technology courses. It would also be very useful for people from any discipline with a desire or a need to write non-trivial computer programs.
About the author

I began my career with a Bachelor of Science degree majoring in Computer Science and Applied Mathematics.

Over the 20 years that have followed I have worked as a professional computer programmer and analyst in several industry sectors using a wide variety of programming languages. 

My writing experience includes writing many documents such as user manuals and technical reference documentation. 
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