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No matter what.
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No data races = 
No accidentally-shared state. 

All sharing is explicit!
// Assume some_value: &mut i32 

*some_value = 5; 
return *some_value == 5;  // ALWAYS true



Shop till you drop!

By QuentinUK (Own work), via Wikimedia Commons
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Locks



fn sync_inc(counter: &Arc<Mutex<i32>>) { 
  let mut data = counter.lock().unwrap(); 
  *data += 1; 
}
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Exercise: threads
http://www.rust-tutorials.com/RustConf17/

Cheat sheet:
let (name, sum) = thread.join().unwrap();

http://doc.rust-lang.org/std

use std::sync::mpsc::channel; 
let (rx, tx) = channel(); 
tx.send(value).unwrap(); 
let value = rx.recv().unwrap();

use std::sync::{Arc, Mutex}; 
let mutex = Arc::new(Mutex::new(data)); 
let data = mutex.lock().unwrap();

http://www.rust-tutorials.com/RustConf17/


fn send<T: Send>(&self, t: T)
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Arc<Vec<int>>: Send
Rc<Vec<int>> : !Send
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