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Preface

We are living through a transformation in software development. Large
language models write code, generate documentation, and accelerate de‐
velopment in ways unimaginable just a few years ago. Yet this AI revolu‐
tion runs on infrastructure that demands performance, reliability, and ef‐
ficiency at scale. The models themselves execute on optimized runtimes
written in low‐level languages. The inference servers handling millions
of requests need predictable latency andminimal memory overhead. The
edge devices running local AI require code that squeezes maximum per‐
formance from constrained hardware. Python may be the language of AI
research, but the systems powering AI in production increasingly speak
Rust.
This shift explains why Python and Go programmers are learning Rust

in record numbers. Python dominates machine learning and data science,
offering unmatched productivity for experimentation and prototyping. Go
excels at building the distributed systems and cloud infrastructure that
modern applications depend on. Both languages serve their domains bril‐
liantly. But both hit walls when performance becomes critical, whenmem‐
ory must be managed precisely, or when the cost of garbage collection
pauses becomes unacceptable.
Rust breaks through these walls without sacrificing safety. It delivers

the performance of C and Cðð while preventing the memory errors that
have plagued systems programming for decades. Buffer overflows, use‐
after‐free bugs, and data races, the vulnerabilities behind countless secu‐
rity breaches, simply cannot occur in safe Rust code. The compiler catches
thembefore the programever runs. For Python programmers accustomed
to trading performance for safety, and Go programmers accustomed to
trading expressiveness for simplicity, Rust offers a third path: you can
have all three.
The question is not whether to learn a systems language, but which one.

C remains essential for legacy code and certain embedded contexts, but its
manual memory management invites exactly the bugs that cost billions of
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dollars annually. Cðð offersmore safety features than C, but its complexity
has grown unwieldy, and safe usage requires discipline the language does
not enforce. Rust achieves memory safety through its ownership system,
a compile‐time model that tracks who owns each piece of data and when
that data can be accessed. The learning curve is real, but once internalized,
the ownershipmodel becomes intuitive, and the guarantees it provides are
absolute.

Consider the use cases driving Rust adoption today. AI inference en‐
gines like Hugging Face’s Candle and the Burn framework are written
in Rust, providing Python‐friendly bindings while executing with native
performance. LLM serving infrastructure at companies like Cloudflare
and Discord handles millions of concurrent connections with latency re‐
quirements that garbage‐collected languages cannot reliably meet. We‐
bAssembly, the portable compilation target transforming both browser
and server‐side computing, treats Rust as a first‐class citizen, with tooling
and ecosystem support unmatched by any other language. Command‐line
tools written in Rust start instantly and consume minimal resources. Rip‐
grep searches faster than grep, and fd finds files faster than find, not by
small margins but by factors of ten or more.

The embedded and IoT revolution presents another compelling case. As
AI moves to the edge (into phones, cameras, sensors, and autonomous ve‐
hicles) the software running on these devices must be efÏcient, reliable,
and secure. Rust runs on microcontrollers with kilobytes of RAM, pro‐
vides memory safety without a garbage collector, and prevents the buffer
overflows that havemade IoT devices notorious attack vectors. For Python
programmers who have used MicroPython for prototyping, Rust offers
production‐ready performance. For Go programmers who have pushed
TinyGo to its limits, Rust provides full language support without compro‐
mises.

This book exists because Python and Go programmers share a unique
perspective that makes Rust accessible. Neither language requires man‐
ual memory management, so Rust’s ownership system is genuinely new
territory for both. Neither makes the distinction between stack and heap
allocation explicit, so Rust’s approach requires fresh thinking rather than
unlearning bad habits. And both languages attract pragmatic program‐
mers who value getting things done over theoretical purity. Rust shares
this pragmatism. It is not an academic exercise but a tool designed for
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building real software, shaped by the needs of Mozilla’s browser engine
and refined through years of production use.
The path from Python to Rust often begins with performance. A data

pipeline runs too slowly, a machine learning preprocessing step bottle‐
necks training, or a web service cannot handle the required load. Python’s
PyO3 librarymakeswritingRust extensions straightforward, letting you ac‐
celerate hot pathswhile keeping the rest of your codebase in Python. Many
programmers start here, intending to write only performance‐critical
modules, and find themselves reaching for Rust more broadly as they dis‐
cover its expressiveness.
The path fromGo to Rust often begins with expressiveness. Go’s simplic‐

ity is a strength, but its lack of generics (until recently) and limited type
system can feel constraining for complex domains. Rust offers algebraic
data types through enums, pattern matching that the compiler verifies is
exhaustive, traits that provide flexible polymorphism, and generics that
work naturally with the type system. Go programmers often find that prob‐
lems requiring awkwardworkarounds in Go have elegant solutions in Rust.
Both paths converge on the same destination: a language that handles

complexity gracefully while producing efÏcient, reliable software. This
book guides you along that journey. Each chapter builds on previous ones,
introducing concepts when they become useful rather than front‐loading
theory. When Rust does something similarly to Python or Go, we point out
the connection. When Rust does something fundamentally different, we
explain the reasoning behind the design.

How This Book Is Organized
This book follows a deliberate pedagogical approach: broad introduction
followed by deep exploration. Chapter 1, “Getting Started with Rust,” is in‐
tentionally comprehensive. It introduces many concepts (variables, types,
functions, control flow, error handling, strings, files, and more) at a level
sufÏcient towriteworking programs. Youwill encounter ideas that receive
only a paragraph or two in Chapter 1 but deserve (and receive) entire chap‐
ters later.
This design serves a purpose. Learning a new language means con‐

stantly encountering unfamiliar constructs. If every new concept required
reading a full chapter before proceeding, you would never write meaning‐
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ful code. Chapter 1 gives you enough vocabulary to read and write Rust
immediately. When you encounter Option or Result in Chapter 1, you
learnwhat they do and how to use them. When you reach Chapter 3 (Types
and Pattern Matching) and Chapter 6 (Error Handling), you explore them
in depth, understanding not just themechanics but the philosophy behind
Rust’s approach.

Think of Chapter 1 as amap of the territory. Subsequent chapters are the
detailed explorations of each region. You may read Chapter 1 and feel you
understand the concepts well enough. Later chapters will deepen that un‐
derstanding, reveal nuances, and connect ideas in ways that only become
clear with fuller context. Cross‐references throughout the book point you
to related material, helping you build a complete mental model of the lan‐
guage.

You may occasionally notice examples that reference concepts from
later chapters, even with cross‐references pointing forward. This is inten‐
tional. Real‐world Rust code does not respect chapter boundaries; thread‐
ing appears in discussions of closures, error handling intersects with iter‐
ators, and ownership touches everything. Rather than artificially isolating
each topic, we show these connections where they naturally arise. On a
first reading, you can follow the forward reference or simply note that the
concept will be explained later. On subsequent readings, or when using
this book as a reference, you will appreciate seeing how Rust’s features in‐
terconnect without having to flip between distant chapters. The goal is a
book that remains useful long after your first encounter with the language.

This layered approach extends beyond forward references. Important
topics reappear throughout the book, each timewith greater depth and nu‐
ance. Error handling illustrates this pattern well: Chapter 1 introduces
Result and the ? operator at a practical level, enough to write functions
that propagate errors sensibly. Chapter 3 revisits the topic through the lens
of patternmatching, showing how Result fits into Rust’s broader type sys‐
tem. Chapter 6 dedicates itself entirely to error handling, exploring cus‐
tom error types, the an}how and thiserror crates, and the philosophy of
when to panic versus when to return errors. By the time you finish, you
will have encountered error handling frommultiple angles, each building
on the last.

This spiral structure reflects how programmers actually learn. You can
start writing useful Rust code after Chapter 1, applying patterns you un‐
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derstand well enough to use correctly. As you progress, those patterns
gain context and sophistication. The repetition is deliberate: encounter‐
ing a concept multiple times, in different contexts and at increasing depth,
builds genuine understanding rather than superficial familiarity. Not ev‐
ery reader will finish every chapter, and many will return to the book as
a reference. For both groups, revisiting core concepts where they natu‐
rally arise reinforces learning and provides multiple entry points into the
material. The cost is some redundancy on a straight‐through reading; the
benefit is knowledge that sticks.

The early chapters establish foundations: ownership and borrowing,
Rust’s type system, error handling, and the module system. These chap‐
tersmove deliberately because the concepts are essential; rushing through
ownership leads to frustration later. The middle chapters explore the ab‐
stractions that make Rust powerful: generics, traits, smart pointers, and
concurrency. Here you will see how Rust achieves zero‐cost abstractions,
providing high‐level expressiveness that compiles to code as efÏcient as
hand‐written low‐level implementations. The later chapters apply every‐
thing to practical domains: command‐line tools, web services, WebAssem‐
bly, and embedded systems.

Throughout, code examples are complete enough to compile and run.
We favor clarity over cleverness, demonstrating idiomatic patterns youwill
use daily rather than exotic techniques that impress but confuse. Where
trade‐offs exist between approaches, we discuss them honestly. Rust has
multiple ways to solve most problems; understanding when to use each is
part of mastering the language.

By the end of this book, you will understand Rust’s ownership model
and why it eliminates entire categories of bugs without runtime overhead.
Youwillwrite safe concurrent codewith confidence, knowing the compiler
prevents data races. You will know when to reach for Bo|, Rc, or Arc, and
when simple ownership sufÏces. You will build applications that start in‐
stantly, use memory efÏciently, and handle errors gracefully.

More importantly, you will think in Rust. The patterns and idioms will
become natural, the compiler’s error messages will feel like helpful guid‐
ance rather than obstacles, and you will read unfamiliar Rust code with
understanding. Whether you adopt Rust as a primary language, use it for
performance‐critical components, or return to Python and Go with new
perspectives on memory and safety, the concepts here will serve you well.
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Read with a terminal open. Type the examples, modify them, break
them and observe the compiler’s response. Rust’s error messages are fa‐
mously helpful, and learning to read them is part of learning the language.
The appendices provide quick reference material for Cargo commands,
language syntax, and translations from Python and Go constructs to their
Rust equivalents.
All code listings in this book are available, as complete, runnable pro‐

grams, in the companion GitHub repository:

https://github.com/s}lvanit}/rustbook

The typesetting of code inside thebook is optimised for on‐page readabil‐
ity, so if you are reading this in PDF form and copy‐paste code directly, you
may find that something is broken, or that it does not run as expected. In
that case, compare your pasted code with the source in the GitHub reposi‐
tory, and prefer the version in the repository. If you find errors in the book,
please email infoJsylvanity.eu.
TheAI erademands software that is fast, safe, andefÏcient. Rust delivers

all three. Welcome to the language that is reshaping systemsprogramming
for a new generation.
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