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Fonti delle illustrazioni

Capitolo 1

L’'informatica e il pensiero algoritmico

p.2: ardiwebs/Shutterstock, Chinnapong/Shutterstock, Dragon Images/Shutterstock, Syda
Productions/Shutterstock

p.3: Library of Congress, Prints & Photographs Division, photograph by Harris & Ewing
p.5: Voyagerix/Shutterstock

p.6: Zern Liew/Shutterstock

p.7: vitmore/Shutterstock

p.10: Kanyapak Lim/Shutterstock

p.11: Photobank gallery/Shutterstock

p.12: garagestock/Shutterstock

p.13: 2016 CERN, for the benefit of the CMS Collaboration

p.14: SINITAR/Shutterstock, Wolfgang Beyer/Wikimedia

p.16: Bobkov Evgeniy/Shutterstock

p.17: Branislav Nenin/Shutterstock, d-e-n-i-s/Shutterstock, Veniamin Kraskov/Shutterstock,
Tan Dikhtiar/Shutterstock

p.18: nukeaf/Shutterstock

p.19: Carnegie Mellon University

Capitolo 2

La codifica digitale dei dati

p.20: Preechar Bowonkitwanchai/Shutterstock

p.22: Macrovector/Shutterstock

p.23: Nattika/Shutterstock

p.33: milicad/Shutterstock

p.36: Christian Bertrand/Shutterstock, William Scherer/Shutterstock
p.37: I AM CONTRIBUTOR/Shutterstock

p.40: Evgeny Prokofyev/Shutterstock

p.41: ProStockStudio/Shutterstock

p.42: Kanan Shabanov/Shutterstock, Mauro Carli/Shutterstock
p.44: Fouad A. Saad/Shutterstock

p.45: Vitaly Titov/Shutterstock, JMiks/Shutterstock, Yuravector/Shutterstock
p.46: jtairat/Shutterstock, Official/Shutterstock

Capitolo 3

L’architettura del computer

p.48: Raimundas/Shutterstock

p.49: Scanraill/Shutterstock

p.50: Everett Historical/Shutterstock

p.54: KAE CH/Shutterstock

p.57: Geza Farkas/Shutterstock

p.58: iceink/Shutterstock

p.60: jamakosy/Shutterstock, JNKubikulas/Shutterstock, Boris Ryaposov/Shutterstock
p.61: Mehmet Cetin/Shutterstock, volturi/Shutterstock, Nikolay Kuleshin/Shutterstock, Mile
Atanasov/Shutterstock, rangizzz/Shutterstock, iceink/Shutterstock, simm49/Shutterstock,
Hurst Photo/Shutterstock

p.62: Alexandr III/Shutterstock, ngaga/Shutterstock

p.64: Be Yourself Stock Photos/Shutterstock

p.65: cristil80884/Shutterstock, fizkes/Shutterstock

p.66: Florian Hirzinger/Wikimedia, R. Stanley Williams/Wikimedia
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Capitolo 4

Sistemi operativi e applicazioni

p.68: Asif Islam/Shutterstock

p.75: pking4th/Shutterstock

p.84: Open Source Initiative (OSI)

p.87: Antonio Guillem/Shutterstock, wildlywise/Shutterstock,

p.88: Monkey Business Images/Shutterstock

p.89: Red Hat and the Shadowman logo are trademarks of Red Hat, Inc. or its subsidiaries in
the United States and other countries. Linux® is the registered trademark of Linus Torvalds in
the U.S. and other countries.

Capitolo 5

I computer in rete e Internet

p.90: Freestyle_stock_photo/Shutterstock

p.91: Jason Kolenda/Shutterstock, Zagach Design/Shutterstock, Flegere/Shutterstock,
Photographicss/Shutterstock, Designua/Shutterstock

p.98: Barrett Lyon/The Opte Project

p.99: Noska Photo/Shutterstock

p.104: Sashkin/Shutterstock

p.110: ArthurStock/Shutterstock

p.115: andersphoto/Shutterstock

p.116: Artfury/Shutterstock, NextNewMedia/Shutterstock, schistra/Shutterstock, Burdun
Iliya/Shutterstock

p.117: CERN

Capitolo 6

Lo smartphone, un computer mobile

p.118: Poravute Siriphiroon/Shutterstock

p.123: Photomans/Shutterstock

p.129: elenabsl/Shutterstock

p.130: NicoEINino/Shutterstock, Wachiwit/Dreamstime

p.132: Sergey Ryzhov/Shutterstock

p.133: Sebastien Coell/Shutterstock, Art Family/Shutterstock, SkyPics Studio/Shutterstock,
PHOTOCREO Michal Bednarek/Shutterstock

p.134: Mechanik/Shutterstock, Sam DCruz/Shutterstock, Monkey Business
Images/Shutterstock, Cherries/Shutterstock

Capitolo 7

La sicurezza informatica

p.136: spaxiax/Shutterstock

p.137: MatiasDelCarmine/Shutterstock
p.139: ET1972/Shutterstock

p.140: oatawa/Shutterstock

p.141: Viktoria Gavrilina/Shutterstock
p.142: Thomas Bethge/Shutterstock
p.143: Pe3k/Shutterstock

p.145: Rawpixel.com/Shutterstock
p.148: Marc Bruxelle/Shutterstock
p.157: metrue/Shutterstock, Orange Vectors/Shutterstock
p.158: Jane Kelly/Shutterstock

Capitolo 8

L’elaborazione di testi

p.162: David Whitemyer/Shutterstock
p.165: vasabii/Shutterstock

Tibone PROGETTARE E PROGRAMMARE © Zanichelli 2018



Capitolo 9

L'uso del foglio elettronico

p.194: echoevg/Shutterstock, mirzavisoko/Shutterstock, Rawpixel.com/Shutterstock
p.209: Jozsef Bagota/Shutterstock

p.210: Sophie James/Shutterstock

p.222: Michele Paccione/Shutterstock

p.228: Argonne National Laboratory/Flickr

Capitolo 10

Le presentazioni al computer

p.230: Rawpixel.com/Shutterstock

p.236: Andrea Izzotti/Shutterstock, Shane Gross/Shutterstock, Tory Kallman/Shutterstock
p.247: Nature Art/Shutterstock, jamesteohart/Shutterstock

p.248: Valentyna Chukhlyebova/Shutterstock

p.253: jo Crebbin/Shutterstock

p.254: ake petchson/Shutterstock

Capitolo 11

La programmazione strutturata
p.258: Infografx/Shutterstock

p. 259: Gts/Shutterstock

Capitolo 12

Le basi della programmazione in C

p.280: Wlad74/Shutterstock

p.281: SalomeNJ]/Shutterstock, Graeme Dawes/Shutterstock, Bruno Barral/Wikimedia
p.283: Museo nazionale della scienza e della tecnologia Leonardo da Vinci, Milano
p.286: life_in_a_pixel/Shutterstock, Inara Prusakova/Shutterstock

p.291: Peter Hamer

p.292: Mega Pixel/Shutterstock

p.304: Ronald Caswell/Shutterstock

p.306: Singkham/Shutterstock, Plan-B/Shutterstock

Capitolo 13

Le strutture di selezione

p.308: Casimiro PT/Shutterstock

p.313: Volodymyr Horbovyy/Shutterstock
p.323: Andrey Arkusha/Shutterstock
p.324: Arsenie Krasnevsky/Shutterstock

Capitolo 14

I cicli iterativi

p.326: Phonlamai Photo/Shutterstock, TWStock/Shutterstock, Iakov Filimonov/Shutterstock
p.330: Standret/Shutterstock

p.350: Orkidia/Shutterstock, Syda Productions/Shutterstock

Capitolo 15

Gli array e le stringhe: un’introduzione

p.352: NerdPhoto/Shutterstock

p.359: wavebreakmedia/Shutterstock

p.380: Georgejmclittle/Shutterstock, frank_peters/Shutterstock

Capitolo 16
Funzioni e librerie: un’introduzione
p.382: REDPIXEL.PL/Shutterstock
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