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ONLINE ACCESS

Thank you for purchasing a new copy of Introduction to Programming with C++, Third Edition. 

Your textbook includes six months of prepaid access to the book’s Companion Website. This  

prepaid subscription provides you with full access to the following student support areas:
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Use a coin to scratch off the coating and reveal your student access code.

Do not use a knife or other sharp object as it may damage the code.

To access the Introduction to Programming with C++, Third Edition, Companion Website for the 
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browser. The process takes just a couple of minutes and only needs to be completed once.

1. Go to www.pearsoninternationaleditions.com/liang 

2. Click on Companion Website.

3. Click on the Register button.

4. On the registration page, enter your student access code* found beneath the scratch-off panel. 

Do not type the dashes. You can use lower- or uppercase.
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process, simply click the Need Help? icon.
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Introduction to Programming with C++ Companion Website!

To log in after you have registered:

You only need to register for this Companion Website once. After that, you can log in any time at 

www.pearsoninternationaleditions.com/liang�
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prompted.
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no longer be valid. 
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