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Friends are the family we choose for ourselves. This book is
dedicated to my friends Romulo, Léo, Moto and Chris, who
kept pushing me to “finish the damn book already”.



I know that two & two make four—and should be
glad to prove it too if I could—though I must say if
by any sort of process I could convert 2 & 2 into five
it would give me much greater pleasure.
—LORD BYRON
1813 letter to his future wife Annabella.
Their daughter Ada Lovelace was the first programmer.
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