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The Family Compurer Is Nor Going To Cur It!

SvovvvovwowePdawsxaxaxax I VMGBARNND

Ser The Mood 1
Locarion, Location, Location 10
Concepr Of The Flow 10
The Smges of Flow 10
Be Extreme n
The Programming Cycle n
The Programming Cycle Summarized 2
A Helpful Trick: Stubbing 12
Fix The First Compiler Error First 2
Managing Project Complexity 12
Conceprual Complexity 2
Managing Conceprual Complexity z
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Managing Physical Complexity 4
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