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Programming with C++ Egitimi

Aciklama

C++, nesneye dayal sistemlerin gelistirilmesinde hi¢ siiphesiz en ¢ok kullanilan
programlama dilidir. C++, poptler C programlama dilini temel alan bir dildir. C++
Programming, C++ programlama dilinde hi¢ deneyimi olmayan ya da ¢ok az deneyimi
olan kapsamli uygulamali ve teorik bilgiler saglayan uygulama programcilarina yonelik
bir egitimdir.

Bu egitim, en iyi uygulamalar1 zorlayan standart kiitiiphaneleri ve programlama
ozellikleri ile acik ve guglu kod yazmay1 tesvik etmeye odaklanarak birgok soruna yol
acabilecek kavram yanilgilan ve zayif programlama uygulamalarinin ortadan
kaldirilmasina yardimc olur.

Bu, egitimde islenen C++ sozdizimi ve nesneye dayali programlama tekniklerinin
pekistirilmesi i¢in tasarlanmis, her teknik boliim i¢in farkli 6gretim sekillerini ve
uygulamali oturumlar: bir araya getiren blylik oranda uygulamaya agirlik verilmis bir
egitimdir.

Bu egitimde neler ogreneceksiniz?

o Nesneye dayali ana kavramlar ve kelime dagarcigi

o Temel ve birlesik veri turlerini kullanma

o Siniflan belirleme ve kullanma

o Smif uyesi islevleri yazma

o Isaretci ve dinamik bellek kullanimi

o Yapicilarn ve yikicilar kullanma

o Verimli ve guclu kod yazma

o Toplama ve iligkilendirme kullanarak diger siniflardan yeni siniflar olusturma
o Devralma kullanarak diger siniflardan yeni siniflar olusturma

o Sablon siniflan dahil konteyner siniflarimi kullanma
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o Operator asir1 yuklemesini kullanma

Programming with C++ Egitimi

o Cok bicimli davranisa sahip kod yazma ve tasarlama

Egitim Icerigi

Course Introduction

e Course Prerequisites
» Course Objectives

e Course Delivery

e Course Practicals

e Course Structure

C ++ Programs

» Key features of C++

* Identifiers and keywords

» Simple declarations, expressions and statements
» Basic I/O

e Layout

 Guidelines

Fundamental Data Types

e Built-in types

* Integer numbers

» Floating Point numbers

e Characters

» Booleans

e Assignment

e Compound Assignment
 Increment and Decrement
 Defining constants
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 Type conversions

Composite Data Types

 Defining and using enumerations

e Built-in arrays and their limitations
» Using the vector class

e Built-in strings as character arrays
» Using the string class

 Defining and using structures

Control Flow

» Simple and compound statements
 Selection with if else and switch statements
» Conditional expressions

» Looping with while and for statements

Functions

» Declaring, calling and defining functions
 Overloading

» Default arguments

» Scope issues

 Pass by copy

 Pass by reference

e Inline functions

» Header files and source files

» Pitfalls and guidelines

Object Concepts

» Object behaviour
» Object state

» Object identity, Object-oriented programming

* Classes
» Encapsulation

Using Classes

 Associating functionality with data
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* Class definitions

 Public and private

¢ Queries functions and modifier functions
 Struct vs class

Pointers

» Concepts and syntax

 Pointers to structured types
 Pointers for encapsulated objects
e Null pointers

 Pointers vs. references

Implementing Classes

 Defining member functions
» Object identity

 The this pointer

» Initialisation

» Constructors

» Default constructors

» Member Initialisation

» Scope issues

e Inlining member functions

Operator Functions

» Operators as functions
 Global operators

e Member operators

e [/O stream operators

» Pitfalls and guidelines

Object Relationships

» Associations and their implementation
» Compositions and their implementation
e Navigation

» Delegation

» Multiplicity
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Dynamic Memory

» The need for dynamic memory
e Dynamic objects

» Using new and delete

e Dynamic arrays

» Using new[] and delete[]

e Destructors

More Pointers

» Pointers and arrays
 Pointer arithmetic

» Pointers as array iterators
 Pointers and const
 Pointers vs. references

Containers

» Container concepts and classification
» Template classes

 Standard containers

e Vector

e List

e Iterators

» Template functions

 Algorithms

Copying

» Copy construction

» Copy assignment

» Compiler generated copy behaviour
e Problems

 Solutions

On Kosullar
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Temel programcilik bilgisine sahip olmak
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