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Choose a template for your new project

b ios 5 ’ @
Application A * &
Framework & Library \\/

Other
— Cocoa Application SpriteKit Came Cocoa-AppleScript Command Line Tool
ﬁ 05 X Application

Application
Framework & Library
s | Application Plug-in
T Systerm Plug-in
Other

- Command Line Tool

] This template builds a command-line tool.
fininer

@)
\_-w
([ Provious | (N

Choose options for your new project:

Product Name | MyFirstApg| |

Organization Name |Willlam Sherif |

Company Identifier | com.mycompany |

Bundle Identifier com.mycompany. MyFirstApp

Type [ Co+ H ]

[ Preion) (—




EIRH = D ERIETG i (@ )

[ Desktop
ﬁ Applications

Source Control: || Create git repository on = My Mac

¥code will place your project under version control

Ak

(Cancer ) [

eoo MyFirstApp — [¢] main.cpp
> F = op ) =i My bit Finished running MyFirstApp : MyFirstApp
« » | [ MyFirstApp » (] MyFirstApp » |e main.cpp  No Selection

/! main.cpp

B
1 target, OS X SDK 10.9 /1 MyFirstApp
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" MyFirstApp.1
» | Products

/f Created by William Sherif on 7/21/14.
Copyright (c) 2014 William Sherif. ALL rights reserved.

#include <iostream>
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~
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11 int main(int argc, const char % argv(l)

14 fi{ insert code here...
15 std::icout << "Hello, World!\n";
18 return @;

}




Microsoft Yisual Studio Express 2013 fo...

This project is out of date:

HyFirstapp - Debug Winzz

Would wou 1ike to build it?
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#include-<iostreams:1
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--count-<<-"Hello, -world-<<-ender:¥
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#include =iostreams=
using namespace std;

int maind{

{

count =< "Hello, world =< ender:

) tiostreams’ file not found

count == "I am nowb a C++ programmer." =< ender;
l}
#include <iostream> // Import the input-output library
-lusing namespace std; // allows us to write cout
'/ instead of std::cout

—Jint main{)

ello. world
I am now a C++ programmer.
ress any key to continue . . .

1
cout €< "Hello, world” << endl;
cout << "I am now a C+H+ programmer.” << endl;
return @;

}
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Chapter 2. Variables and Memory
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string int float
William 322 75.5
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Vector
Float Float Float
20 30 40
X Y L




String Float Vector
Float Float Float
William 100 0 0 0
4 -y 2
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another space another space another space

X
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0023F740 0023F744 0023F748 0023F74C 003388FF
1} #include <iostream>
2] using namespace std; & =lol.
z “int main() ' appl.exe has stopped working
5011 Windows can check online for a solution to the prablem.
6 int *x = @;
7 cout << *x << endl; 2 Check online for a solution and close the program
: } ‘ % Close the program

% Debug the program

j Wiew problem details

printf( "integer/%d, character|/%c\n"
integer}[character]);
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Chapter 3. If, Else, and Switch
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1$

Food food = Fish; // Change the food here
(:)switch( food )
{
(2)case Fish:
(:>cout << "Here fishy fishy fishy" << endl;
break;
case Bread:
cout << "Chomp! Delicious bread!"™ << endl;
break;

}

~ ‘cout << "End of switch" << endl;




Chapter 4. Looping

intx=1;

while(x <=5)
{
cout << "X is " << X << endl;

X++;

’



happens only once, on
first time we hit for loop

Then we check the condition to see if we
are allowed into the body of the for loop

v
for(intx=1;x<=5;x++) for(intx =1;x <=5;x++)
{ {
cout << x << endl; cout << x << endl;
} 1|1} 2
Assuming we're allowed into the body, After execution of all the lines of code,
we execute all the lines of code inside we hit the 3rd statement of the for loop
for(intx=1,x<=5;x++) for(intx=1;x<=5;x++))
{ {
cout << x << endl; cout << x << endl;

We then go back and check the loop
condition. Are we going to be allowed
into the body of the for again?

e N
for(intx = 1; x <=K§; X++)

If so, we enter the body of the loop again,
and the loop continues (until x exceeds 5)

for(intx=1;x <= 5;x++)

: cout << x << endl; { cout << x << endl;
} }
5 6
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; Intermediate DSE7/2014 842 A File folder
| Saved 9/25,/214 5:85 &Y File folder
| Saurce 9/25/2014 5:5a AYM File folder
Puzzle.opensdf 9/27/2014 5:42 A OPENSDF File 9 KB
Puzzle.sdf 9/27,/2014 8142 AN SDF File 49,038 KB
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Chapter 5. Functions and Macros
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% Chef-dude pizzas, pronto.
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I need to find sgrt (5).

| don't care what ittakes
just get me the result.

sgri()
function

sqrt()

function

i 100101000010101 !
i 100010100101010 i
i 101001lots100f001 i
{ 10101010work 100 i
|
|
|

Its 2.23606797749978
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sqgrt
func

E ()
tion




function name

void |printRoad({)
{
cout << "¥ ¥ << endl;
function cout << "* | *' << endl;
body cout << "*¥ | *' << endl;
cout << "¥ ¥ << endl;
¥

parameter

void printRoad(int num)

{

The assignment of
p, humSegments

void printRoad(int numSegments)  happensatfunction
{ invokation time



return type

parameters

sum(| int a, int b |)

return a + b;
2
main.cpp v X prototypes.h v X funcs.cpp -
(Global Scope) v/ | ¥main() v | iGlobal Scape) v v || {Glabal Scope) v "isPositive(double value)
1= #include <iostream» f 1-1// Make sure these prototypes f 1-1#include "prototypes.h”
2 | using namespace std; 21| // only included in compilatio 2l
3 3-)#ifndef PROTOTYPES H // includ 3-1bool isPositive{ double value )
4| #include "prototypes.h” 4| #detine PROTOTYPES_H 4 {
5L 5 5 return value > 9;
6{=] int main{) 5 | bool isPositive{ double value 6}
HiE 7| bool absEqual({ int a, int b }); 7{-
g cout << boolalpha 2| char getGrade( int grade ); 2-1bool absEqual{ int a, int b )
9| << |isPositive( 4 ) 9 al| {
10| << endl; 10 L#endif 19 // Make a and b positive
11 cout 11 if(ac<e)
127| << absEqual( 4, -4 ) 12 a= -a;
13| << endl; 13 if(b<@)
14 } 14 b = -b;
1544 15 // now since they're both +ve,
16] - // we just have to compare equality of
17 return a == b;
18| 1
191~
20[-char getGrade{ int grade )
21| {
22 if( grade »>= 80 )
. . 23 return 'A';

— _-r Header Files
o |n] prototypes.h
L Resource Files

S ¥ Source Files

----- &1 funcs.cpp

-~ & main.cpp

> |«



Chapter 6. Objects, Classes, and Inheritance

e o Wy =Y
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—1int main()
d
string s = "strings are objects";
S.

¥ append a1

-} ¥ assign
¥ at

¥ begin

¥ oo str

¥ capacity
¥ clear

¥ compare
Y copy
¥ data v




Mammal

__"\q.
Dog Cat Horse Human
new, inheriting The colon means The class to
class - derived “inherits from", inherit from -
class or, "is-a" base class
class Human“EIpublic Mammal
Mamma
has: Heart
Blood
Lungs
I}s-a
Human
Human

Has: | Mammal
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& o-e - #s00g - -] | Bl c1assmamma1 -
Search Solution Explorer (Ctrle;) o~ 1} #include <iostream> + ; #include <iostream>
T solution "classMsmmal® (1 project) 2| using namespace std; - using namespace std;
4 [ classmanmal 3 3
I: :E iﬁiZTLZ'ZZm"““ q@ i — 4|-class Mammal
3 Mammal.h 5 5
. fesuree e 6| // This next line says "cl Dog inhe 6| protected:
b+ source.cpp 7l=class Dog public Mammal // i 7E // protected variables are accessible
E I 8 // but not outside the class
9| public: 9 int hp;
1e|= Dog() \ 1e double speed;
11 { 11
12 cout << "A dog is born!" << en 12 public:
13 } 13 // Mammal constructor - runs FIRST bef
14|= ~Dog() 14|= Mammal()
15 { 15
16! cout << "The dog died" << endl 16 hp = 100;
17 17 speed = 1.9;
18|= virtual void talk() override 18 cout << "A mammal is created!" <<
19 { L19 }
solution Explorer v Q% source.cpp 8 X - Dog.h & X v Mammal.h & X
m -2 8 B o ’E ¥l classrammal - #3cat - - | [ classManmal - (Global scope) ~ - [ classMammal - (Global scope) -
Search solution Explorer (ctrl+;) P~ 1| #include <iostream = 1 #include <iostream> L 1| #include <iostream>
537 solution ‘classkamal’ (1 project) 2| using namespace std; - 2 using namespace std; - 2| using namespace std;
4 [ classManmal 3 3 3
i :EE:::;:E;:ZEMMES 4|o#1 de "Mammal.h" m 4 #include "Mammal.h" LI 4loclass Mammal
¥ o o 5 5 5 |¢
'i ;:z:'::];:lgs 6 & // This next line says 6| protected:
4 {2 source Files 7|-class Cat public Mammal 7 oclass Dog : public Mamm 7= // protected variabl
b+ source.cpp g8l { 8 |{ 8 // but not outside t
9| public: 9 public: 9 int hp;
1e|= cat() 10 & Dog() 10 double speed;
11 11 { 11
12 cout << "A cat is born 12 cout << "A dog 12| | public:
13 } 13 } 13 // Mammal constructc
14|= ~Cat() 14 = ~Dog() 144= Mammal()
15 15 { 15
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Source.cpp £ X

[ classHamal -

~ Dog.h 4 X

(clobal scope) -

v Mammal.h & X
[ classMammal

- [ classvamsl - o gpe) - - - abal Scope) -
1| #include <iostream> L 1 + 1
2| using namespace std; - 2 . 2
3 3| #include <iostream> I_ 3| #include <iostream>
4|=#include "Mammal.h" | 4 using namespace std; 4| using namespace std;
5 l#include "Dog.h" 5 5
6 6 #include "Mammal.h" 6leclass Mammal
7loclass Cat public Mammal 7 71 {
8] ({ 8 // This next line says 8| protected:
9| |public: 9 =class Dog : public Mamm ] G // protected variab
10]= Cat() 10 |{ 10 // but not outside
11 { 11 |public: 11 int hp;
12 cout << "A cat is born] 12 8 Dog() 12 double speed;
13 } 13 | { 13
solution Explorer ::i v I3 | |Source.cpp & X - ~ cat.h B X * Dog.h & X v wammal.h & X
& o-e g | Eessam (Global Scope. ~ - Fclasstam - (global « - | Flclasshar +| 4y cat - © talk() - [gclassMai.|  (Global - - |Flclasstan | (Global
search Solution Explarer ( D - 1| #include <iostream> + 1| #pragma once* 1} #include <i¥ 1| #pragma onc*® 1| #pragma onc
] solution *classvamal’ (3 p 2| using namespace std;~ 2 - 2| using names’ 2 - 2
“ Ff;z::::iwmdmigs 3 _ 3 #il?clude <ig| 3 . 3 #irjclude <iI— 3 #irjclude <1
4 2] Header Files 4)=#include "Mammal.h" 4| using namesp 4| #include "M 4 uslng names 4} using names
b Bt 5| #include "Dog.h" il 5 m 5 5 5
E; :'::;:_n 6] #include "Cat.h" 6] #include "Ma 6leclass Cat : 6 #include "V 6lcclass Mamme
b B mammal.n 7| #include "Human.h" 7 71 1{ 7 711 {
.- ::i‘:::i];i“ 8 8|=class Human 8| public: 8 // This nex 8| protected:
b e source.con ol=int main() ol l{ 9|= Cat() 9 =class Dog : ] // prot
18| { 18| // Data memb 18 { — 16 { 16 // but
11 Human human; 11 bool civ 11 cou 11 public: 11 int hp;
12 human.breathe(); 12| |public: 12 } 12§ Dog() 12 double

Chapter 7. Dynamic Memory Allocation

int main()

{

» begin main() block

INt X; ——> x's scope is from here to the end of main()

if( some_condition )

{

» begin if block

INtY; v'sscope is from here to the end of the if

» end if block [y destroyed]
» end main() block, [x destroyed]



Mame Status CPU Memory I

=21 dynmem.exe (32 bit) 26.3%  1,961.9 MB l

element

index

array

Chapter 8. Actors and Pawns
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Choose Parent Class Name Your New Game Mode

You are about to add a C++ source code file. To compile these files you must have Visual Studio 2013 installed.
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