Introduction

C++ Unleashed is a survey of advanced topics in C++. The goal of this book is to pro-
vide a focused examination of each of these topics, covering the essential information
you need to fully exploit the power of the C++ language.

Many of the topics in this book deserve a book in their own right. Because it is not pos-
sible, given the available space, to cover every aspect of some of these subjects, the
chapters in this book explain only what is most necessary for you to gain a working
understanding of the technologies they describe. Often, you will find that the informa-
tion provided here is sufficient for your immediate needs. Even if that is not always the
case, these chapters provide a useful foundation in these advanced issues that will allow
you to quickly gain a more comprehensive understanding of them with further study.

What Is Covered
Part |, “Object-Oriented Programming”

We begin with a comprehensive introduction to object-oriented analysis and design. It is
my view that C++ is best used to implement a well-designed object-oriented model,

rather than to bang out quick-and-dirty code. The significant advantages of object-orient-
ed programming can only be realized once you have done the necessary analysis and put
the time in to design a well-conceived product. Chapter 1 will get you started on the dif-
ficult but rewarding path of object modeling. Along the way, I'll teach you the funda-
mentals of the Unified Modeling Language (UML)—the emerging industry standard.

In Chapter 2, you'll learn how to implement your object model in C++. This mapping,
from design model to code, is essential if you want to use C++ to its fullest potential as
an object-oriented programming language.

Chapter 3 continues this theme, focusing on how C++ supports inheritance and polymor-
phism. This detailed examination of the intricacies of polymorphism will lay the ground-
work for creating high-quality commercial C++ applications.

Part Il, “Implementation Issues”

In Chapter 4, we discuss advanced memory management techniques. We’'ll consider
advanced issues with pointers and references and we’ll discuss auto pointers and smart
pointers. In Chapter 5, we’'ll discuss application frameworks and, within that context,
we'll consider such advanced topics as multi-threading.
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Also in Part Il, we'll offer an in-deth introduction to the Standaifemplae Library.
Chapter 6 bcuses on the STL containdagses and Clpger 7 bllows with a discussion
of STL itertors and algrithms. In Chater 8,we move on to one of the mest aures
of ANSI C++—namespaces—andveonsider h@ namespaces can helpwavoid
name tashes asgu use thid-paty libraries.

In Chapter 9,we focus on untime type identi€ation and the ng@ ANSI-style casting
opestors. Fnally, in Chapter 10,we’ll consider hav you tune pur gplicaion perbr-
mance to optimie for speed or code &z

Part Ill, “Manipulating Data”

Part 11l opens Chater 11—a discussion of eahced telaniques usingeacussion. In
Chapter 12,we discuss sting algorithms,and in Chater 13,we discuss object-@nted
seaching. This discussion isounded out in Chater 14 with a considation of hashing
and pasing tetiniques.

Part IV, “Object Persistence and Encryption”
Chepter 15 considerobject pesistence and demonates hav to write your objects to
disk and hw to mange memoy with pesistent objects. Clpéer 16 etuns to the ppli-
céion framevorks and considerODBC and MFC D@base connections. Qpizr 17
extends this discussion to consider objecs@dence usingetational ddabasesand
Chapter 18 discusses objectiemted déabases. ally, in Chapter 19,we discuss
enciyption induding Diffie, Hellerman,Hoffman,and Caesar ciph&rpubic encryption
and popular engption gproades sub as Petty Good Pivagy; and DES and Clipper

Part V, “Distributed Computing Topics”

Chapter 20 considesr CORB\, and Chater 21 povides an in-dpth introduction to
COM. Hnally, Chagter 22 @amines the ditrences beteen dva and C++ and consider
whether these diérences ar signifcant.

What You Need To Know Already

C++ Unleashedassumesqu hare read & least one god pimer (sut asSamsTeat
Yourself C++ in 21 Dgs) and/or hae been psgramming in C++ ér & least six months.
More expelienced pogrammes will find detail on subjects thienay not hare consid
ered bebre; less gpelienced pogrammes will find a host of n& ideas,nformation,

and best pactices.
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What Software You Need

All of the programs in this book can beeaed and un with MicrosoftVisual C++ or
ary ANSI-compliant 32-bit compileWhile the &kample pograms in the kapters on the
MFC will only compile on aVindows madine (Windows 95 oWindows NT), just
about all the other mgrams in the book will compile on propegting system.

You need no other sofase—just an editgrcompilet and linker. If you use an inggated
development evironment suls asVisual C++,you ae all setWhile we've endegored
to test all the pgrams in this book on aumber of compiles, we do knev tha it all
works in MicrosoftVisual C++,and thus & recommend thtacompiler if you dont
alread/ have another

How To Read This Book

Think of this book as a ges of“white pgers” on adranced topics in C++.del free to
jump apund among thehgpters, dipping into those &as vhich intrigue you.Again,
remember thawe made notéempt to be‘comprehensie” on eab topic; ether, our
goal was to povide detailed intvductions to these adnced topics. E&cof these topics
is the subject of one or nmad/anced books. Ouragl heke is to povide theessential
informaion necessarfor you to either staryour futther stug or to obtain a quicand
useful averview.

One god way to read this book is as Humpty Dumptyvésid:begin a the bginning,
proceed to the en@nd then stopAs an altendive, you might vant to ead theifst
three tgpters and then plcand dioose among those topichish ae of most integst
to you.

In ary caseenjoy and please let us kwohow we did You can ead me Jesse Libey,
on the Intenet 4 jliberty@libertyassociates.com . Ther is suppdrfor the book &
the Sam&Veb site (http://samsplishing.com) as wll as & my own Web site
(http:/mww.libertyassociates.com )—click the books andessouces link.
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