Chapter 1: Object-Oriented Design
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Chapter 2: Objects in Python
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Chapter 3: When Objects Are Alike
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Chapter 4: Expecting the Unexpected
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Chapter 6: Abstract Base Classes and Operator Overloading
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Chapter 7: Python Type Hints
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Chapter 8: Python Data Structures
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Chapter 10: The Iterator Pattern
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Chapter 11: Common Design Patterns
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Chapter 12: Advanced Design Patterns
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Buffer MessageFactory
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Chapter 14: Concurrency
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