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In real world, anything is an object, and object consists of object.

Characteristics of real world objects: (1) states (of attributes) (2) behaviors.
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How to describe/model real-world object?

Terms:

1. % i*(object)

2. = B (member)

3. {4 (attribute)

4. ;& ik (state)

5. 17 % /s * (behaviors)
6. 4 @ (interface)



Definition of Object in Object-Oriented Programming:

In Object-Oriented Programming, an object is a software bundle of variables and

related functions/methods to model real-world object. Everything that a software

object knows (states) and can do (behaviors) is expressed by the variables and
functions/methods with that object.

Features of Object-Oriented Programming:
1. Encapsulation( 7 # 4} £):
Each object has a public interface that other objects can use, but the
implementation of that interface is kept private.
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2. Inheritance(#-ik) :
New classes are created from existing classes by absorbing their attributes and
behaviors and add the capabilities the new classes require.
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&]: Inher.cpp
3. Polymorphism( % &|):  (virtual function in C++)
The ability for objects of different classes related by inheritance to response
differently to the same member function call.
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