The quiz will cover from pointers in C++ to object behaviour (primarily in Java). Although all content will be important, some particularly big things to know/understand:
· Pointers in C++: be able to read code with pointers that point to either dynamic or stack-allocated memory, keeping in mind the various uses of * and &

To create a pointer array: "int *pointerArray = new int[SIZE];" 
To create a pointer the hard and fucked up way: "object** pointerArray = new object*[SIZE]"
To create an object inside of index zero of the array: "pointerArray = new object();"
in the case of object = to a struct or class. 




· Memory: how is memory laid out in Java and C++ (particularly stack and heap)?
· Memory in java and C++ are laid out the same way, using both stack and heap. 
· What kinds of things does C++ let you decide on that Java does for you?
· C++ lets you decide whether or not you would like to allocate memory in the stack or heap. Java automatically allocates memory for objects into heap and variables(int, double, float, boolean) into the stack.
· What about getting rid of memory you're done with? 
· Java has a garbage collection built in to it, where it will automatically frees memory. In C++ you must go through and manually delete. 
· Object behaviour: constructors, methods, static attributes/methods (be sure you can write a Java class from scratch)
· Constructors are normally necessary in java to create a class (unless u use static void main()), where they are not in C++. What a constructor does is it of code that allows you to create objects from a class. You call the constructor by using the keyword new , followed by the name of the class, followed by any necessary parameters.
· methods are functions, there are two types of method implementation; procedural and object oriented. Procedural coding is when you have the function outside the class itself and you take an instance of the object to change it. Object oriented coding is when you have the method inside the actual class itself and hence call it from within. 
· When you declare the variable static, you have access to the variable without the need to create an object instance and hence the variable is shared between all the object instances (changing the value of the variable will change it for all the object instances). Static methods you only have access to variables that are static.
· References in Java: what they are and how to use them, linked list concepts, drawing memory diagrams of objects that refer to other objects
· 

