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asm, 31

bool, 21
break, 37

Char, 264
char, 20
cin, 24
const, 22
container

list, 122, 128
map, 132, 138
pair, 132, 134, 138
queue, 143, 146
set, 132, 135
stack, 143, 144
vector, 122, 124

continue, 38
cout, 19, 23

define, 22, 30
delete, 87
do-while, 35
double, 21

endl, 24
exit, 39

float, 20
for, 35
friend, 71

if, 32
int, 20

KeyDown, 264
KeyUp, 264

long, 21

macros, 30
main, 18

menu
MENUITEM, 212, 230
POPUP, 212

mod, 196
MouseEvents, 267

namespace, 18
new, 87

precision, 24
primes, 181
printf, 26

resource script, 212, 230
RGB, 222, 248
RNG, 186, 187

scanf, 26
short, 21
sizeof, 88
sort

bubble-sort, 151
cocktail-sort, 153
comb-sort, 156
heap-sort, 161
insertion-sort, 174
merge-sort, 179
odd-even-sort, 158
quick-sort, 177
selection-sort, 166
shell-sort, 170, 171

static, 49
strcpy, 53
swap, 150
switch, 33
system, 24

template, 150
this, 115

Vernam, 191
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virtual, 77

while, 33
width, 24
windows.h

BeginPaint, 223
callback, 203, 209, 219
CreatePen, 222
CreateWindow, 206, 218
CreateWindowEx, 202
DeleteObject, 223
Ellipse, 225
EndPaint, 223
GetStockObject, 205, 218
header, 211, 230
InvalidateRect, 224, 230
LineTo, 225
LoadAccelerators, 209
MessageBox, 210
MoveToEx, 225
PatBlt, 230
Pie, 225
Rectangle, 228
RoundRect, 228
SetPixel, 224
WinMain, 200, 205, 215

wxButton, 242
wxCheckBox, 263
wxComboBox, 263
wxDC, 270
wxDialog, 277, 280
wxEdit, 243
wxFont, 243, 249
wxListBox, 263
wxMenu, 287
wxPopupMenu, 276, 280
wxRadioButton, 263
wxScrollBar, 258
wxSlider, 258
wxStaticBitmap, 270
wxStaticText, 242
wxStopWatch, 254, 256
wxTimer, 252

XOR, 196
xor, 191, 196
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