Class structure
class currency  {


friend function declarations; // defined outside the class


public members;       // variable and function declarations 

// accessible to any function 



currency;       // constructor; initializes data members; called auto





// when an object of the class is created; specify how to 





// create an object of the given type/class



~ currency;    // destructor: destroys the object created with this

                                                // type/class when it goes out of scope


protected members;  // accessible by member functions of derived classes

// and friends of derived classes 


private members;      // accessible to members of the class & friends of the class

};

1) a friend function is declared inside a class;

                              is   defined outside that class’s scope;

                              can access private / protected members of that class;

2) to declare class A as a friend class of class B, place a declaration of the form

friend A; 

      as a member of B;

3) this: a pointer implicitly declared in every non-static member function of a class. 

   It points to the object for which this member function has been invoked.

4) create new data types/objects using tag names such as

currency curr;   

boolean bool;          // enum boolean {False, True}       (numeration) 

5) #ifndef Currency_

#define Currency_

  BODY

#endif        // ( code for Currency gets compiled only once per program

6) dynomic memory allocation and exception handling

int *y; y = new int; *y = 10;            delete y;

      or  int *y = new int; *y = 10;

      or  int *y = new int (10);

      or  int *y; y = new int (10);

            float *y = new float [n]; // if new can not allocate sufficient memory,

            delete [] y;                       // exception occurs. To detect, insert the code of P16





      // using try, catch, xalloc

Examples: 

1) friends.cpp       2)   non-friends.cpp      3)   this.cpp      4)  operator overload

5) curr3.cpp

6) timing: total time (number ticks / CLK_TCK) in seconds

       OR counter = total number of operations (Chapter 2)

7)   recursion 

