#include <iostream>

using namespace std;

class circle

{

  private:


 int radius;

  public:

// member function prototypes

 circle(int);


 ~circle();


 float area(void) const;


 void display(void) const;

};

// member function definitions
circle::circle(int r)
// constructor
{

  radius = r;

}

circle::~circle()
// constructor
{

  cout << "The destructor is called now\n";

}

float circle::area(void) const

{

  return 3.14 * radius * radius;

}

void circle::display(void) const

{

  cout << radius << endl;

  return;

}

int main(void)

{

  circle c(5);             // an instance (object) of circle class
  cout << "The area of circle c is " << c.area() << endl;

  cout << "Circle c has radius ";

  c.display();

  return 0;

}

#include <iostream>

using namespace std;

class test

{

  private:


 char ch;

  public:


 test(char);  // constructor

 ~test();     // destructor
};

test::test(char c)

{

  ch = c;

  cout << "*** constructor called for object " << ch << endl;

}

test::~test()

{

  cout << "destructor called for object " << ch << endl;

}

int main(void)

{

  test a('a');

  {


 test b('b');

  }

  {


 test c('c');


 {



test d('d');


 }

  }

  return 0;

}

//--------------------------------

#include <iostream>

#include <cstring>

#include <cstdlib>

using namespace std;

class person

{

  private:

    char* name;

  public:

    person(const char *);       // constructor
    ~person();                  // destructor
    void print(void);           // display person's name
};

person::person(const char* n)

{

  name = new char[strlen(n)+1];

  strcpy(name,n);

}

person::~person(void)

{

  delete[] name;

}

void person::print(void)

{

  cout << name << endl;

  return;

}

int main (void)

{

  person mary("Mary");

  person joe("Joe");

  mary.print();

  joe.print();

  return 0;

}

#include <iostream>

#include <cstdlib>
// needed for rand() function
using namespace std;

const char* value_name[13] = {"two","three","four","five","six",


"seven","eight","nine","ten","jack","queen","king","ace"};

const char* suit_name[4] = {"clubs","diamonds","hearts","spades"};

class card

{

  private:


 int value;


 int suit;

  public:


 card() {}


 card(int);


 int get_value(void) { return value;} 
// accessor function

 int get_suit(void) { return suit;} 
// accessor function

 void print(void);

};

card::card(int x)


// constructor
{

  value = x % 13;

  suit = x / 13;

}

void card::print(void)

{

  cout << (value_name[value]) << " of "


 << (suit_name[suit]) << endl;

  return;

}

class deck

{

  private:


 card d[52];


 int next_card;

  public:


 deck(void);


 void shuffle(void);


 void deal(int=5);


 void print(void);

};

deck::deck(void)

{

  for (int i = 0; i < 52; i++) d[i] = card(i);

  next_card = 0;

}

void deck::shuffle(void)

{

  int i, k;

  card temp;

  cout << "I am shuffling the deck\n";

  for (i = 0; i < 52; i++)

  {


 k = rand() % 52;


 temp = d[i];


 d[i] = d[k];


 d[k] = temp;

  }

  return;

}

void deck::print(void)

{

  for (int i = 0; i < 52; i++)


 d[i].print();

  return;

}

void deck::deal(int no_of_cards)

{

  cout << "\nOk, I will deal you " << no_of_cards << " cards:\n";

  for (int i = 0; i < no_of_cards; i++)


 d[next_card++].print();

  return;

}

int main (void)

{

  deck poker;

  poker.shuffle();

  poker.print();

  poker.deal();

  poker.deal(3);

  return 0;

}

#include <iostream>

#include <cstdlib>
// needed for rand() function
using namespace std;

const char* value_name[13] = {"two","three","four","five","six",


"seven","eight","nine","ten","jack","queen","king","ace"};

const char* suit_name[4] = {"clubs","diamonds","hearts","spades"};

class card

{

  private:


 int value;


 int suit;

  public:


 card(int=0);


 int get_value(void) { return value;} 
// accessor function

 int get_suit(void) { return suit;} 
// accessor function

 void print(void);

};

card::card(int x)

{

  x = abs(x)%52;


// make sure x is between 0 and 51
  value = x % 13;

  suit = x / 13;

}

void card::print(void)

{

  cout << (value_name[value]) << " of "


 << (suit_name[suit]) << endl;

  return;

}

class deck

{

  private:


 card**  d;


 int size;


 int next_card;

  public:


 deck(int s = 52);


 ~deck(void);


 void shuffle(void);


 void deal(int=5);


 void print(void);

};

deck::deck(int s)

{

  size = s;

  d = new card*[size];

  for (int i = 0; i < size; i++) d[i] = new card(i);

  next_card = 0;

}

deck::~deck(void)

{

  for (int i = 0; i < size; i++) delete d[i];

  delete [] d;

  cout << "The deck is gone" << endl;

}

void deck::shuffle(void)

{

  int i, k;

  card* temp;

  cout << "I am shuffling the deck\n";

  for (i = 0; i < size; i++)

  {


 k = rand() % size;


 temp = d[i];


 d[i] = d[k];


 d[k] = temp;

  }

  return;

}

void deck::print(void)

{

  for (int i = 0; i < size; i++)


 d[i]->print();

// same as (*d[i]).print()
  return;

}

void deck::deal(int no_of_cards)

{

  cout << "\nOk, I will deal you " << no_of_cards << " cards:\n";

  for (int i = 0; i < no_of_cards; i++)


 d[next_card++]->print();

  return;

}

int main (void)

{

  deck poker;

  poker.shuffle();

  poker.print();

  poker.deal();

  poker.deal(3);

  return 0;

}



	Top of Form

Bottom of Form


#include <iostream>

using namespace std;

class Z

{

  public:

    Z(void) { cout << "Z's constructor is called now" << endl;}

};

int main(void)

{

  cout << "\n1. Is the constructor called?\n";

  Z z;                          // declare a Z
  cout << "\n2. Is the constructor called?\n";

  Z bunch[5];                   // declare a bunch of Zs
  cout << "\n3. Is the constructor called?\n";

  Z* ptrZ;                      // declare a pointer to Z
  cout << "\n4. Is the constructor called?\n";

  Z* a_new_prtZ = new Z;        // allocate memory for a Z
  cout << "\n5. Is the constructor called?\n";

  Z* threeZ = new Z[3];         // allocate memory for 3 Zs
  cout << "\n6. Is the constructor called?\n";

  Z** ptr_ptr_Z;                // declare a ptr to ptr to a Z
  cout << "\n7. Is the constructor called?\n";

  Z** ptr_ptr_newZ = new Z*;    // allocate memory for a ptr to ptr to a Z
  return 0;

}

#include <iostream>

using namespace std;

class Z

{

  public:


 Z(void)


 {


  cout << "Z's constructor is called now" << endl;


 }


 ~Z()


 {



cout << "Z's destructor is called now" << endl;


 }

};

Z funk1(Z hey)

{

  cout << "This is funk1\n";

  return hey;

}

int main(void)

{

  Z temp;

  funk1(temp);

  return 0;

}


#include <iostream>

using namespace std;

class Z

{

  public:


 Z(void)


 {


  cout << "Z's default constructor is called now" << endl;


 }


 Z(const Z& zed)


 {


   cout << "Z's copy constructor is called now" << endl;


 }


 ~Z()


 {



cout << "Z's destructor is called now" << endl;


 }

};

Z funk1(Z hey)

{

  cout << "This is funk1\n";

  return hey;

}

int main(void)

{

  Z temp;

  funk1(temp);

  return 0;

}

#include <iostream>

#include <cstring>

#include <cstdlib>

using namespace std;

class Person

{

  private:


 char* name;

  public:


 Person(const char *);       // constructor

 ~Person();


 void print(void) const;           // display Person's name
};

Person::Person(const char* n)

{

  name = new char[strlen(n)+1];

  if (name == NULL)

  {


 cerr << "Insufficent memory to store " << n << endl;


 exit(1);

  }

  strcpy(name,n);

}

Person::~Person()

{

  cout << "Person destructor call for " << name << endl;

  delete [] name;

}

void Person::print(void) const

{

  cout << name << endl;

  return;

}

class People

{

  private:


 Person** array;


 int Person_index;
// Person index

 int Max_People;
// number of People in array
  public:


 People(int);


 ~People();


 void addPerson(void);


 void print(void) const;

};

People::People(int nope)

{

  Max_People = nope;

  array = new Person*[Max_People];

  Person_index = 0;

}

People::~People()

{

  cout << "\nPeople destructor called" << endl;

  for (int i = 0; i < Max_People; i++)

  {

    cout << "deleting pointer to Person[" << i << "]\n";

    delete array[i];

  }

  delete [] array;

}

void People::addPerson(void)

{

  char temp[20];

  cout<<"Enter the Persons name => ";

  cin >> temp;

  array[Person_index++] = new Person(temp);

  return;

}

void People::print(void) const 

{

  cout << "\nHere's the People:\n";

  for (int i = 0; i < Person_index; i++) array[i]->print();

  return;

}

int main (void)

{

  cout << "How many friends do you have? ";

  int no_friends;

  cin >> no_friends;

  People friends(no_friends);

  for (int i = 0; i < no_friends; i++) friends.addPerson();

  friends.print();

  return 0;

}

#include <iostream>

#include <cstring>

using namespace std;

class text

{

  private:


 char* s;


 int length;

  public:


 text(void);
// default constructor

 text(const char *);


 text(const text&);
// copy constructor

 text(int);


 text(char);


 ~text() { delete [] s; };
// inline destructor

 void print(void) const;

};

text::text(void)
// default constructor
{

  s = new char[1];

  s[0] = '\0';

  length = 0;

}

text::text(const char* str)

{

  s = new char[strlen(str) + 1];

  length = strlen(str);

  strcpy(s,str);

}

text::text(const text& str)

{

  length = str.length;

  s = new char[length + 1];

  strcpy(s,str.s);

}

text::text(int len)

{

  length = len;

  s = new char[length + 1];

}

text::text(char ch)

{

  length = 1;

  s = new char[2];

  s[0] = ch;

  s[1] = '\0';

}

void text::print(void) const

{

  cout << s << endl;

}

int main (void)

{

  text a("Have a nice day");

  a.print();

  text b(a);

  b.print();

  text c;

  c.print();

  text d(15);

  d.print();

  text e('x');

  e.print();

  return 0;

}

#include <iostream>

using namespace std;

class xyz

{

  private:

    int a, b, c;

  public:

    xyz() {a = 1; b = 2; c = 3; } // default constructorƒ
    xyz(int, const xyz&); // constructor prototypeƒ
    void print(void) { cout << a << b << c << endl; }

};

xyz::xyz(int aa, const xyz& hey) : a(aa), b(5), c(hey.c) {}

int main (void)

{

  xyz yo;

  xyz yoyo(2,yo);

  yo.print();

  yoyo.print();

  return 0;

}

#ifndef POINT_H

#define POINT_H

inline double square(double d) { return d*d; }

class Line;

// forward declaration
class Point

{

  private:


 double x;


 double y;

  public:


// Constructors

// Create Point at origin

Point(void);


// Create Point using x-y coordinates

Point(double x1,double y1);


// Create Point as midpoint of two Points

Point(const Point& p, const Point& q);


// Create Point as intersection of two lines
    Point(const Line& l,const Line &m);


// Copy constructor

Point(const Point& p);


// print a point as (x,y)

void print(void) const;


// accessor functions

double get_x(void) const;


double get_y(void) const;


// assign value to x member

void set_x(double x1);


// assign value to y member

void set_y(double y1);


// determine the distance to another point

double distance_to_Point(const Point& p) const;

};

#endif

#include <cmath>

#include <iostream>

using namespace std;

#include "ex4-12p.h"

#include "ex4-12l.h"

Point::Point(void) 

{ 


x = 0.0; y = 0.0; 

}

Point::Point(double x1,double y1) 

{ 


x = x1; y = y1; 

}

Point::Point(const Point& p) 

{ 


x= p.x; y = p.y; 

}

Point::Point(const Point& p, const Point& q) 

{ 


x = (p.x+q.x)/2.; y = (p.y+q.y)/2.; 

}

Point::Point(const Line& l,const Line &m)

{


if (l.slope() == m.slope())   // parallel or coincident Lines

{



x = HUGE_VAL;



y = HUGE_VAL;


}


else


{



x = (m.get_b()*l.get_c()-m.get_c()*l.get_b())/




(l.get_b()*m.get_a()-m.get_b()*l.get_a());



y = (l.get_a()*m.get_c()-m.get_a()*l.get_c())/




(l.get_b()*m.get_a()-m.get_b()*l.get_a());


}

}

void Point::print(void) const 

{ 


cout << '(' << x << ',' << y << ')'; 

}

void Point::set_x(double x1) 

{ 


x = x1; 

}

void Point::set_y(double y1) 

{ 


y = y1; 

}

double Point::get_x(void) const 

{ 


return x; 

}

double Point::get_y(void) const 

{ 


return y; 

}

double Point::distance_to_Point(const Point& p) const

{ 


return sqrt(square(p.x-x)+square(p.y-y)); 

}

#ifndef LINE_H

#define LINE_H

#include "ex4-12p.h"
// include Point header file
class Line

{

  private:


Point p1;


Point p2;


double a,b,c;
// coefficients for equation of a Line
  public:


// Constructors

// Create Line using two Points

Line(const Point& pp1,const Point& pp2);


// Create Line using coefficients for the equation of a Line

Line(double c1, double c2, double c3);


// Create Line parallel/perpendicular to a Line through a Point

Line(const Point& p,const Line& l, char* Line_type);


// Create horizontal/vertical Line through a Point

Line(const Point& p, char* Line_type);     // horiz/vert through pt

// Create an offset Line from a given Line

Line(const Line& l,double offset);


// Create Line though a Point with a given lenght and and angle

Line(const Point& p,double length, double angle);


// Print Line: equation, Points, and slope

void print(void) const;


// Accessor functions

double get_a(void) const { return a; }


double get_b(void) const { return b; }


double get_c(void) const { return c; }


const Point& get_p1() const { return p1; }


const Point& get_p2() const { return p2; }


// Length of a Line (distance between two Points)

double length(void) const;


// Midpoint of a Line

Point midpoint() const;


// Slope of a Line

double slope(void) const;


// distance to a parallel Line

double distance_to_Line(const Line&) const;


// distance to a Point

double distance_to_Point(const Point&) const;


// x-intercept of a Line

double x_intercept(void) const;


// y-intercept of a Line

double y_intercept(void) const;

};

#endif

#include <cmath>

#include <cstring>

#include <iostream>

using namespace std;

#include "ex4-12l.h"

Line::Line(const Point& pp1,const Point& pp2) : p1(pp1), p2(pp2)

{

  if (slope() == HUGE_VAL)

  {


 a = 1.0;


 b = 0.0;


 c = -pp1.get_x();

  }

  else

  {


 a = -slope();


 b = 1.0;


 c = slope()*pp1.get_x()-pp1.get_y();

  }

}

// create a Line using equation coefficients
Line::Line(double c1, double c2, double c3)

: a(c1), b(c2), c(c3)

{

  if (c1 != 0.0) p1 = Point(-c3/c1,0.0);

  else if (c2 != 0.0) p1 = Point(1.0,-c3/c2);

  else p1 = Point(0.0,0.0);

  if (c2 != 0.0) p2 = Point(0.0,-c3/c2);

  else if (c1 != 0.0) p2 = Point(-c3/c1,1.0);

  else p2 = Point(0.0,0.0);

}

// create a Line through a Point parallel or perpendicular to a Line
Line::Line(const Point& p,const Line& l, char* Line_type) : p1(p)

{

  double m;      // slope
  if (strcmp(Line_type,"parallel")==0.0) m = l.slope();

  else if (l.slope() == 0.0) m = HUGE_VAL;

  else if (l.slope() == HUGE_VAL) m = 0.0;

  else m = -1./l.slope();

  if (m == HUGE_VAL) {

    a = 1.0;

    b = 0.0;

    c = -p.get_x();

    p2.set_x(p1.get_x());

    p2.set_y(p1.get_y()+1.0);

  }

  else {

    a = m;

    b = -1.0;

    c = -m*p.get_x()+p.get_y();

    p2.set_x(0.0);

    p2.set_y(c);

  }

}

// create a vertical/horizontal Line through a Point
Line::Line(const Point& p, char* Line_type) : p1(p)

{

  if (strcmp(Line_type,"vertical") == 0)

  {

    p2.set_x(p1.get_x());

    p2.set_y(p1.get_y()+1);

    a = 1.0;

    b = 0.0;

    c = -p1.get_x();

  }

  else

  {

    p2.set_x(p1.get_x()+1);

    p2.set_y(p1.get_y());

    a = 0.0;

    b = 1.0;

    c = -p1.get_y();

  }

}

Line::Line(const Line& l, double offset)

  :p1(l.p1.get_x(),l.p1.get_y()+offset/fabs(sin(atan(l.slope())))),

   p2(l.p2.get_x(),l.p2.get_y()+offset/fabs(sin(atan(l.slope()))))

{

  if (slope() == HUGE_VAL)

  {


 a = 1.0;


 b = 0.0;


 c = -p1.get_x();

  }

  else

  {


 a = -slope();


 b = 1.0;


 c = slope()*p1.get_x()-p1.get_y();

  }

}

// create an angled-length Line
Line::Line(const Point& p,double length, double angle)

  :p1(p),p2(p1.get_x()+length*cos(angle),p1.get_y()+length*sin(angle))

{

  if (slope() == HUGE_VAL)

  {


 a = 1.0;


 b = 0.0;


 c = -p1.get_x();

  }

  else

  {


 a = -slope();


 b = 1.0;


 c = slope()*p1.get_x()-p1.get_y();

  }

}

void Line::print(void) const

{

  cout << "Line  eqn: ";

  if (a == 1.0) cout << 'x';

  else if (a == -1.0) cout << "-x";

       else if (a != 0.0) cout << a << 'x';

  if ((a != 0.0) && (b != 0.0)) cout << " + ";

  if (b == 1.0) cout << 'y';

  else if (b == -1.0) cout << "-y";

       else if (b != 0.0) cout << b << 'y';

  if (c != 0.0) cout << " + " << c;

  cout << " = 0";

  cout << "  pts: ";

  p1.print();

  cout << ',';

  p2.print();

  cout << "  slope: " << slope() << endl;

}

double Line::length(void) const

{

  return sqrt(square(p2.get_x()-p1.get_x())+square((p2.get_y()-p1.get_y())));

}

Point Line::midpoint() const

{


return Point((p1.get_x()+p2.get_x())/2,(p1.get_y()+p2.get_y())/2);

}

double Line::slope(void) const

{

  if (!(p2.get_x()-p1.get_x())) return HUGE_VAL;

  else return ((p2.get_y()-p1.get_y())/(p2.get_x()-p1.get_x()));

}

// returns distance from a Line to a Point
double Line::distance_to_Point(const Point& p) const

{

  return (fabs(a*p.get_x()+b*p.get_y()+c)/




 sqrt(square(a)+square(b)));

}

// returns distance between two parallel Lines
double Line::distance_to_Line(const Line& l) const

{

  if (slope() != l.slope()) return 0.0;

  else return distance_to_Point(l.p1);

}

double Line::x_intercept(void) const

{

  if (a != 0.0) return -c/a;

  else return HUGE_VAL;

}

double Line::y_intercept(void) const

{

  if (b != 0.0) return -c/b;

  else return HUGE_VAL;

}

#include <iostream>

#include <iomanip>

// for setprecision
using namespace std;

#include "ex4-12p.h"

#include "ex4-12l.h"

const double pi = 3.14159265;

int main(void)

{

  cout << setprecision(3) << endl;      // print with 3 decimal place accuracy
  Point origin;

  Point p1(1.,2.);

  Point p2(3.0,4.0);

  Point p3(3.0,5.0);

  Point p4(4.0,5.0);

  Point p5(0.0,5.0);

  Point p6(-2.0,3.0);

  Line l1(p1,p2);

  Line l2(p2,p3);

  Point p7(l1,l2);

  Line l3(p3,p4);

  Line l4(p5,p6);

  Line l5(1.,2.,3.);

  Line l6(p1,l4,"parallel");

  Line l7(p1,l4,"perpendicular");

  Line l8(p6,"vertical");

  Line l9(p7,"horizontal");

  Line l10(l4,1.0);

  Line l11(l5,-2.0);

  Line l12(origin,4.0,pi/3.0);

  Line l13(p1,5.0,-pi/4.0);

  cout << "origin="; origin.print(); cout << endl;

  cout << "p1="; p1.print(); cout << endl;

  cout << "p2="; p2.print(); cout << endl;

  cout << "p3="; p3.print(); cout << endl;

  cout << "p4="; p4.print(); cout << endl;

  cout << "p5="; p5.print(); cout << endl;

  cout << "p6="; p6.print(); cout << endl;

  cout << "p7="; p7.print(); cout << endl;

  cout << "l1-"; l1.print();

  cout << "l1 (x-intercept): " << l1.x_intercept()

       << "   (y-intercept): " << l1.y_intercept() << endl;

  cout << "l2-";l2.print();

  cout << "l3-";l3.print();

  cout << "l4-";l4.print();

  cout << "l5-";l5.print();

  cout << "l6-";l6.print();

  cout << "l7-";l7.print();

  cout << "l8-";l8.print();

  cout << "l9-";l9.print();

  cout << "l10-";l10.print();

  cout << "l11-";l11.print();

  cout << "l12-";l12.print();

  cout << "l13-";l13.print();

  cout << "length of l1 = " << l1.length() << endl;

  cout << "length of l2 = " << l2.length() << endl;

  cout << "midpoint of l1 = "; l1.midpoint().print(); cout << endl;

  cout << "distance p1 to p2 = " << p1.distance_to_Point(p2) << endl;

  cout << "distance p1 to p3 = " << p1.distance_to_Point(p3) << endl;

  cout << "distance p1 to p4 = " << p1.distance_to_Point(p4) << endl;

  cout << "distance p2 to p3 = " << p2.distance_to_Point(p3) << endl;

  cout << "distance p1 to p1 = " << p1.distance_to_Point(p1) << endl;

  cout << "distance l1 to p3 = " << l1.distance_to_Point(p3) << endl;

  cout << "distance l1 to p4 = " << l1.distance_to_Point(p4) << endl;

  cout << "distance l2 to p5 = " << l2.distance_to_Point(p5) << endl;

  cout << "distance l3 to p6 = " << l3.distance_to_Point(p6) << endl;

  cout << "distance l1 to l4 = " << l1.distance_to_Line(l4) << endl;

  return 0;

}

#include <iostream>

class ABC

{


int * p;


public:



ABC(int P=0) { p = new int(P); }



~ABC() { delete p; }



int value() const { return *p; }

};

void print (ABC object)

{


std::cout << object.value() << std:: endl;

}

int main()

{


ABC x(2);


print (x);


ABC y(3);


print(y);


print (x);

}

/* MS VC++ 6.0 output with runtime error 

2

3

-572662307

*/
/*  Borland 5.5.1 output with runtime error

2

3

8716456

*/
#include <iostream>

using namespace std;

class thing {

  public:

    thing() { cout << "thing constructor called for " << this << endl; }

    ~thing() { cout << "thing destructor called for " << this << endl; }

};

thing& funk() {

  static thing T;

  cout << "funk() called: &T=" << &T << endl;

  return T;

}

int main() {

  cout << &(funk()) << endl;

  cout << &(funk()) << endl;

  cout << &(funk()) << endl;

  return 0;

}

// delete or delete []
#include <iostream>

using namespace std;

class X

{

private:


int n;

public:


X() { n = 0; cout << "X constructor called\n"; }


~X() { cout << "X destructor called\n"; }

};

int main(void)

{


X* ptrX;


cout << "allocate space for 1 X\n";


ptrX = new X;


delete ptrX;


cout << "allocate space for 3 Xs\n";


ptrX = new X[3];


delete ptrX;


// MS Visual C++ 5.0, 6.0 produce a run-time error message

// gnu version 3.04b calls dtor only once)

// borland version 5.51 calls dtor only once

//  delete [] ptrX;

return 0;

}

#include <iostream>

using namespace std;

class x {


int a;

public:


x() { cout << "x default ctor called\n";}


x(int j) : a(j) {cout << "x second ctor called\n";}

};

class y {


x obj;

public:


y() {}


y(int k) : obj(k) {}

};

int main() {


y OBJ1;


y OBJ2(5);


return 0;

}


#include <iostream>

using namespace std;

class A

{

public:


A(int);



// non-explicit ctor
};

class B

{

public:


explicit B(int);
// explicit ctor
};

A::A(int) 

{ 


cout << "A ctor called\n";

}

B::B(int) 

{ 


cout << "B ctor called\n";

}

void funkA(A object)

{


cout << "funkA called\n";

}

void funkB(B object)

{


cout << "funkB called\n";

}

void funkAB(A obj) {


cout << "funkAB(A) called\n";

}

void funkAB(B obj) {


cout << "funkAB(B) called\n";

}

int main()

{


A objA(2);

// instantiate an A object

B objB(3);

// instantiate a B object

funkA(objA);
// call funkA() with an exact match of the argument

funkA(9);

// call funkA() with an non-exact match of the argument

funkB(objB);
// call funkB() with an exact match of the argument
//
funkB(16);

// compile error - cannot convert an int to a B object

funkAB(6);

// compile error if B(int) is not explicit

return 0;

}

