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Introduction

If you already know C and are moving up to C++, this book is for you.
C++ is the C programmer's answer to Object-Oriented Programming

(OOP). Built upon the solid foundation of C, C++ adds support for
OOP (and many other new features) without sacrificing any of C's
power, elegance, or flexibility. C++ has become the universal language
of programmers around the world and is the language that will create
the next generation of high-performance software. It is the single most
important language that a professional programmer must know.

C++ was invqtcd in 1979 by Bjarne Stroustrup at Bell Laboratories
in Murray Hill, New Jersey. Initially it was called "C with classes." The
name was changed to C++ in 1933. Since then, C++ has undergone
three major revisions, the first in 1985 and the second in 1990. The
third occurred during the C++ standardization process. Several years
ago, work began on a standard for C++. Towards that end, a joint ANSI
(American National Standards Institute) and ISO (International
Standards Organization) standardization committee was formed. The
first draft of the proposed standard was created on January 25, 1994.
In that draft, the ANSI/ISO C++ ommittee (of which .1 am a member)
kept the features first defined by Stroustrup and added some new ones
as well. But, in general, this initial draft reflected the state of C++ at
the time.

Soon after the completion of the first draft of the standard an event
occurred that caused the standard to be greatly expanded: the creation
of the Standard Template Library (STL) by Alexander Stepanov. As
you will learn, the STL is a set of generic routines that you can use to
manipulate data. It is both powerful and elegant. But it is also quite
large. Subsequent to the first draft, the committee voted to include the
STL in the specification for C++. The addition of the STL expanded the
scope of C++ well beyond its original definition. While important, the
inclusion of the STL, among other things, slowed the standardization
of C++.

It is fur to sa y that the standardization of C++ took far longer than
any one had expected when it began. However, it is now nearly
complete. The final draft has been ;rpared and passed out of

xv
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committee. It now awaits only formal approval. In a practical sense, a
standard for C++ is now a reality. Compilers already are beginning to
support all of the new features.

The material in this book describes Standard C++. This is the
version of C++ created by the ANSI/ISO standardization committee
and it is the one that is currently accepted by all major compilers.
Therefore, using this book, you cair he confident that what you learn
today will also apply tomorrow.

What is New In the Third Edition

This is the third edition of Teach Yourself C++. It includes all of the
material contained in the first two editions and adds two new chapters
and many new topics. The first new chapter covers Run-Time Type ID
(RTTI) and the new casting operators. The second covers the Standard
Template Library (STL). Both of these topics are major features added
to the C++ language since the previous edition was published. New
topics include namcspaces, the new-style headers, and coverage of the
modern-style I/O system, In all, the third edition of Teach Yourself
C++ is suhstJntially larger than its preceding two editions.

If You!re Using, Windows

If your computer uses Windows and your goal is to write Windows-
based programs, thr'n you have chosen the right language to learn.
C++ is completely at home with Windows programmipg. However,
none of the programs in this book are Windows progrr!1s. Instead,
they are console-based programs. The reason for this is easy to
understand: Windows programs are, by their nature, large and
complex. The overhead required to create even a minimal Windows
skeletal progratn is 50 to 70 lines of code. To write Windows programs
that demonstrate the features of C++ would require hundreds of lines
of code each. Put simply, Windows is not an appropriate environment
in which to learn programming. However, you can still use a Windows-
based compiler to compile the programs in this book because the
compiler will automatically create a console session in which to
execute your program.

Once you have mastered C++, you will be able to apply your
knowledge to Windows programming. In fact, Windows programming
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using C++ allows the use of class libraries such as MFC, that can
greatly simplify the development of a Windows program.

Now This Book Is Oapanized

This book is unique because it teaches you the C++ language by
applying mastery learning. It presents one idea at a time, followed
by numerous examples and exercises to help you master earn toic.
This approach ensures that you fully understand each topic before
moving on.

The material is presented sequentially. Therefore, be sure to work
carefully through the chapters. Each one assumes that you know the
material presented in all preceding chapters At the start of every
chapter (except Chapter 1) there is a Review Skills Check that tests
your knowledge of the preceding chapter. At the end of each chapter
you will find a Mastery Skills Check that checks your knowledge of the
material present in the chapter. Finally, each chapter concludes with a
Cumulative Skills Check which tests how well you are integrating new
material with that presented in earlier chapters. The answers to the
book's many exercises are found in Appendix B. 	 -

This book assumes that you are already an accomplished C
programmer. Put simply, you can't learn to program in C++ until you
can program in C. If you can't program in C, take some time to learn it
before attempting to use this book. A good way to learn C is to read my
book Teach Yourself C, Third Edition (Osborne/McGraw-Hill, Berkeley
CA, 1997). It uses the same presentation style as this book.

Don't Forg.t Code on the Web

Remember, the source code for all of the programs in this book is
available free-of-charge on the Web at http://www.osborne.com .
Downloading this code prevents you from having to type in
the examples.



For Further Study

Teach Yourself C++, Third Edition is your gateway into the 'Herb
ShiIdt" series of programming books. Here is a partial list of Schildt's
other books.

If you want to learn more about C++, then you will find thes. books -
especially helpful.

• C++: The Complete Reference
C++ From the Ground Up
Expert C++

If you want to learn more about C, the foundation of C++,
we recommend

Teach Yourself C
C: The Complete Reference
The Annotated ANSI C Standard

If you will be developing programs for the Web, you will want
to read

Java: The Complete Reference

co-authored by Hrbert Schildt and Patrick Naughton.
Finally, if you want to program for Windows, we recommend

Schildt's Windows 95 Programming in C and C++
Schildt's Advanced Windows 95 Programming in C and C++
Windows NT 4 From the Ground Up
MFC Programming From the Ground Up

When you need solid answers, fast, turn to
Herbert Schildt, the recognized authority
on programming.
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