· C++ provides built-in types such as char, int, double, etc.

· These allow us to define simple variables to store single values

· Arrays can be used to store several values of a given type

· int ai[90];

· Arrays are homogeneous collection of values. All values are of the same type.

· Classes allow us to develop new types which may be collection of values of different types. Heterogeneous collection of values.

· struct { equivalent to class { public:

· Page 22, program 1.15 gives an example of class called currency.

· class Currency

· {

· 
private:

· 

sign sgn;

· 

int dollars;

· 

int cents;

· 
public:

· 

Currency();

· 

~Currency(){}

· 

Currency Add(const Currency& x);

· };

· Currency is the constructor, which usually will do the initialization of values

· ~Currency is the destructor which is used for cleanup

· Constructor and destructor are not explicitly called

· Constructor is automatically called when a variable of the type is declared

· Currency c1;

· Destructor is called when a variable goes out of scope.

· A function such as add is called as:

· Currency c2;

· c1.Add(c2);

· Private members can only be accessed by the functions of the type or “friends”.

· enum sign {plus, minus};

· Add is probably not best way of writing additions, we will look at the operator overloading

· We will also look at friends.

· class coordinate

· {

· 
double x, y;

· public:

· 
coordinate(){}

· 
friend bool operator==(const coordinate&, const coordinate&);

· };

· bool operator==(const coordinate& left, const coordinate& right)

· {

· 
return ((left.x == right.x) && (left.y == right.y));

· }

· void main(void)

· {

· 
coordinate p1, p2;

· 
if(p1==p2)

· 
{

· 

cout << "equal" << endl;

· 
}

· 
else

· 
{ 

· 

cout << "Not equal" << endl; 

· 
}

· }

· In the above example we have used a function called operator== which takes two parameters of the type coordinate.

· We can call it as before such as operator==(p1,p2);

· But there is a better way to call that function as p1==p2

· This mechanism is known as operator overloading

· Since the function operator== is not a member function of coordinate, it cannot access the private members. Therefore we have indicate that it is friend function as shown above.

· Friend functions ARE NOT member functions.

