
Playing with structures in C++ 
David Saenz 

 

In programming, it is all about structured instructions and data management. And this is what 

structures are all about. They organize blocks of related data in a contiguous place in memory. This even 

if they are of different kind. A structure can hold integers, characters and even pointer type variables. All 

this in a very ordered way. 

Programmers are normally interested in structures because it gives the possibility of nesting 

information. Also, they offer a very simple mechanism for accessing the data. The “dot” notation is 

commonly used, while in more advanced structures like classes (which will not be discussed here) a 

different notation is more convenient. 

In the examples presented, two of the most popular uses of simple structures are used. These 

are linked lists, which are linked chains of data structures that are used for organizing large amounts of 

data and have easy access to the elements within. A linked list is a structure which holds a pointer to a 

structure of it’s kind. This does not mean that the pointer points to its structure, but that it references 

the location of a structure of the same kind in another part of memory. Therefore, by having a first link 

to the chain of a linked list, one can dig through and access all of the elements linked. Furthermore, if 

the elements in the list contain references to only the next elements, the list is catalogued as a simple 

linked list. Then, if the elements contain references to both previous and next elements, the list is called 

a doubly linked list. 

These structures become handy when a phone directory is being programmed. One can store all 

data related to a person in a structure, and have two pointers pointing each to the next and previous 

person in the list. This way, one can reference and even add and erase data from the directory. While 

the process of adding and erasing elements in a data structure like this takes more effort, the basic use 

of structures is portrayed in the programs here presented.  

To make use of these examples, uncompress them. Then, in a UNIX terminal type “Make” while 

in the directory the specific example is stored at. Then, if the compilation is successful, type “./(name of 

the executable)” on the terminal, and the program should run and output characters to the prompt. The 

Makefile can also be browsed to have a notion of how the program is compiled.  

 


