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This is not intended as a map of things that are already written, but a path of things to
work on or that I already have. It’s a huge task to tackle a book and there’s a lot of stuff
I want to cover. I even keep coming upon things I forgot to mention in earlier chapters
so first I make a change here before going back (just in case I forget). In other words,
this is to keep my in line so I don’t ramble off into complete gibberish or start writing
about things out of there chapter context.
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b. The Decimal Numbering System
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a. Computers Use Binary

b. N-Bit CPU
c. Hexadecimal Saves Us
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5. The C++ Language
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C++ Software
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2. First Steps
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The ‘Hello World’ Program
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3. Variables
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What is a Variable
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. Input
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Logical Operators
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Do-While
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Pointers
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Pointer Types
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. Modularization
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Return
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Correct Main
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Initializing Arrays

Declaring Arrays without Size
Copying an Array

Arrays in Memory

Pointers to Arrays

Pointer Arithmetic

References to Arrays
Constant Arrays

Array Function Parameters

. Passing Arrays to Functions

SizeOf Array

Text is Character Strings
Character Literals
ASCII and Assumptions
Char

Character Functions
String Literals and Constants
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Initializing Strings
Pointers to Strings
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. Concatenation
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12. Files and I/O
a. Console I/O (cout/cin)
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Part 3: Advanced C++ and Programming
1. Memory
a. Stack Memory / Call Stack
b. Heap Memory
c. Allocating and Freeing Memory
2. Name Spaces
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4. Bit Manipulation
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c. Static Code Libraries
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6. Recursion
a. Show Folder and all Sub-Folders
b. Towers of Hanoi
7. Advanced Functions
a. Variable Arguments
b. Pointers to Functions



Callbacks
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Templates
Function Overloading
g. Operator Overloading
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a. Pointers to
3. Protected, Private, and Public
4. Member Scope
5. Operator Overloading
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Part 5: Performance and Tuning
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2. Cached and Volatile Variables
a. What is Caching?
b. Cached Variables: register
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6. Etiquette
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Part 6: Debugging
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3. Using a Debugger
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1. Correct C++
a. Default Name Space
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2. Intro to STL
3. Vectors and Iterators
4. Strings
Part 8: Multi-Threading
1. Synchronization Nightmare
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