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#include<iostream>

#include<string>

using std::cout;

using std::cin;

using std::endl;

using std::string;



int main()



{

 const int GOLD_PIECES = 900;

 int adventurers, killed, survivors;

 string leader;

 // 获取信息

 cout << "欢迎来到个性化冒险\n\n";

 cout << "请为您的个性化冒险输入以下内容\n";

 cout << "请输入一个数字:";

 cin >> adventurers;

 cout << "再输入一个数字，要比第一个输入的数字小:";

 cin >> killed;

 survivors = adventurers - killed;

 cout << "输入你的名字：";

 cin >> leader;



 //讲故事

 cout << "\n一群勇敢的" << adventurers << "人组成了一个任务";

 cout << "--一起去寻找Ancient矮人的宝藏.";

 cout << "然后这个团体是由传说中的盗贼，" << leader << "带领.\n";

 cout << "\n一路走来，在路上被一群抢劫的团伙给伏击了.";

 cout << leader << "指挥所有人勇敢的战斗";

 cout << ",盗贼终于被打败了，不过还是付出了代价的.";

 cout << "有" << killed << "个冒险家被杀死了,";



 cout << "现在只剩下" << survivors << "人.\n";

 cout << "\n伙伴们都失去了信心.";

 cout << "但他们在死去的伙伴旁边休息的时候，";

 cout << "他们偶然发现了埋在地底下的宝藏.";

 cout << "因此，冒险家们分" << GOLD_PIECES << "金币.";

 cout << leader << "帮助了大家，所以为了公平起见，额外多分" << (GOLD_PIECES%survivors) << "块金币.\n";

 system("pause");

 return 0;

 

}
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#include<iostream>
#include<iomanip>
using namespace std;

int main()
{
float score1, score2, score3;
cout << "请输入您的三次游戏得分：";
cin >> score1 >>score2 >>score3;
float sum;
sum = (score1+score2+score3) / 3;
cout << "您游戏的平均值为：" << setprecision(5) << sum << endl;
system("pause");
return 0;
}
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#include<iostream>
using namespace std;

int main()
{
int choice =1;
cout << "请输入难度水平\n\n";
cout << "1 - 容易的\n";
cout << "2 - 一般的\n";
cout << "3 - 困难的\n\n";
cin >> choice;
if (choice <= 0)
{
cout << "输入错误，请重新输入！\n";
cin >> choice;
}
if (choice > 3)
{
cout << "输入错误，请重新输入！\n";
cin >> choice;
}
enum difficulty
{
Easy = 1,
Normal=2,
Hard=3,
};
if (choice==Easy)
{
cout << "你选择的是容易的.\n";
}
else if (choice==Normal)
{
cout << "你选择的是一般的.\n";
}
else if (choice==Hard)
{
cout << "你选择的是困难的.\n";
}
system("pause");
return 0;
}
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#include<iostream>

#include<string>



using namespace std;



int main()

{

 const int MAX_ITEMS = 10;

 string inventory[MAX_ITEMS];

 int numItems = 0;

 inventory[numItems++] = "剑";

 inventory[numItems++] = "盔甲";

 inventory[numItems++] = "盾";

 cout << "您的物品有:\n";

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

 {

  cout << inventory[i] << endl;

 }

 cout << "\n你可以用剑换战斧.";

 inventory[0] = "战斧";

 cout << "\n您的物品有：\n";

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

 {

  cout << inventory[i] << endl;

 }

 cout << "\n物品名称‘" << inventory[0] << "'有" << inventory[0].size() << "个字母.\n";

 cout << "\n你找到一个治疗药水.";

 if (numItems < MAX_ITEMS)

 {

  inventory[numItems++] = "治疗药水";

 }

 else

 {

  cout << "你的物品太多，不能携带了.";

 }

 cout << "\n您的物品有:\n";

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

 {

  cout << inventory[i] << endl;

 }

 cout << endl;

 system("pause");

 return 0;

}
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int main()

{

 const int ROWS = 3;

 const int COLUMNS = 3;



 char board[ROWS][COLUMNS] = { {'O','X','O'},

 {' ','X','X'},

 {'X','O','O'} };

 cout << "这里是#字棋盘:\n";

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

 {

  for (int j = 0; j < COLUMNS; j++)

  {

   cout << board[i][j];

  }

  cout << endl;

 }

 cout << "\n‘X’移到空位置.\n\n";

 board[1][0] = 'X';

 cout << "现在的#字棋盘是：\n";

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

 {

  for (int j = 0; j < COLUMNS; j++)

  {

   cout << board[i][j];

  }

  cout << endl;

 }

 cout << "\n‘X’获胜！" << endl;

 cout << endl;

 system("pause");

 return 0;

}
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#include<iostream>

#include<string>

#include<cstdlib>

#include<ctime>



using namespace std;



int main()

{//选择一个单词来打乱顺序，玩家将要猜的就是这个单词

 enum fields

 {

  WORD, HINT, NUM_FIELDS

 };

 const int NUM_WORDS = 5;

 const string WORDS[NUM_WORDS][NUM_FIELDS]=

 {

  {"wall","Do you feel you are banging you head against something？"},

  {"glasses"," These might help you see the answer."},

  {"labored","Going slowly,is it？"},

  {"persistent","Kepp at it."},

  {"jumble","It is what the game is all about."}

 };

 //随机选择一个单词

 srand(static_cast <unsigned int>(time(0)));

 int choice = (rand() % NUM_WORDS);

 string theWord = WORDS[choice][WORD];           //猜词

 string theHint = WORDS[choice][HINT];        //提示词



 string jumble = theWord;  //给单词生成一个乱序版本

 int length = jumble.size();

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

 {

  int index1 = (rand() % length);

  int index2 = (rand() % length);

  char temp = jumble[index1];

  jumble[index1] = jumble[index2];

  jumble[index2] = temp;

 }

 //告诉玩家操作指南，包括如何退出游戏和如何请求提示

 cout << "\t\t欢迎来到字谜游戏！\n\n";

 cout << "把字母整理成原来的样子.\n";

 cout << "输入‘hint’出现提示.\n";

 cout << "输入‘quit’退出游戏.\n\n";

 cout << "搞乱是：" << jumble;

 string guess;

 cout << "\n\n你的猜测：";

 cin >> guess;



 //游戏主循环

 while ((guess != theWord) && (guess != "quit"))

 {

  if (guess == "hint")

  {

   cout << theHint;

  }

  else

  {

   cout << "对不起，猜错了.";

  }

 }

 cout << "\n\n你的猜测：";

 cin >> guess;

 if (guess == theWord)

 {

  cout << "\n是，你猜对了！\n";

 }

 cout << "\n感谢您的参与！\n";

 cout << endl;

 system("pause");

 return 0;

}
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#include<iostream>

#include<vector>

#include<string>

using namespace  std;



int main()

{

 vector<string>inventory;

 inventory.push_back("sword");

 inventory.push_back("armor");

 inventory.push_back("shield");

 cout << "你有" << inventory.size() << "个物品.\n";

 cout << "\n你的物品有：\n";

 for (unsigned int i = 0; i < inventory.size(); i++)

 {

  cout << inventory[i] << endl;

 }

 cout << "\n你用剑换了战斧.";

 inventory[0] = "battle axe";

 cout << "\n你的物品有：\n";

 for (unsigned int i = 0; i < inventory.size(); i++)

 {

  cout << inventory[i] << endl;

 }

 cout << "\n物品的名称‘" << inventory[0] << "’有" << inventory[0].size() << "个字母.\n";

 cout << "\n你的盾在战斗中被销毁.";

 inventory.pop_back();

 cout << "\n你的物品有：\n";

 for (unsigned int i = 0; i < inventory.size(); i++)

 {

  cout << inventory[i] << endl;

 }

 cout << "\n你被贼抢走了所有的物品.";

 inventory.clear();

 if (inventory.empty())

 {

  cout << "\n你现在什么都没有了.\n";

 }

 else

 {

  cout << "\n你现在至少还有一件物品.\n";

 }

 cout << endl;

 system("pause");

 return 0;



}
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#include<iostream>

#include<vector>

#include<string>



using namespace std;



int main()

{

 vector<string>inventory;

 inventory.push_back("sword");

 inventory.push_back("armor");

 inventory.push_back("shield");

 vector<string>::iterator myIterator;

 vector<string>::const_iterator item;

 cout << "你的物品有：\n";

 for (item = inventory.begin(); item != inventory.end(); ++item)

 {

  cout << *item << endl;

 }

 cout << "\n你用剑换战斧.";

 myIterator = inventory.begin();

 *myIterator = "battle axe";

 cout << "\n你的物品有：\n";

 for (item = inventory.begin(); item != inventory.end(); ++item)

 {

  cout << *item << endl;

 }

 cout << "\n物品名称‘" << *myIterator << "’有" << (*myIterator).size() << "个字母\n";

 cout << "\n物品名称‘" << *myIterator << "’有" << myIterator->size() << "个字母\n";



 cout << "\n你从一个被杀得敌人那里获得一把石弓.";

 inventory.insert(inventory.begin(), "crossbow");

 cout << "\n你的物品有：\n";

 for (item = inventory.begin(); item != inventory.end(); ++item)

 {

  cout << *item << endl;

 }

 cout << "\n你的盔甲在战斗中被销毁.";

 inventory.erase((inventory.begin() + 2));

 cout << "\n你的物品有：\n";

 for (item = inventory.begin(); item != inventory.end(); ++item)

 {

  cout << *item << endl;

 }

 cout << endl;

 system("pause");

 return 0;



}
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#include<iostream>

#include<algorithm>

#include<vector>

#include<ctime>

#include<cstdlib>

using namespace std;



int main()

{

 vector<int>::const_iterator iter;

 cout << "创建了一个分数列表.";

 vector<int>scores;

 scores.push_back(1500);

 scores.push_back(3500);

 scores.push_back(7500);

 cout << "\n分数有：\n";

 for (iter = scores.begin(); iter != scores.end(); ++iter)

 {

  cout << *iter << endl;

 }

 cout << "\n查找分数.";

 int score;

 cout << "\n输入一个要查找的分数：";

 cin >> score;

 iter = find(scores.begin(), scores.end(), score);

 if (iter != scores.end())

 {

  cout << "找到分数.\n";

 }

 else

 {

  cout << "没有找到分数.\n";

 }

 cout << "\n随机的分数.";

 srand(static_cast<unsigned int>(time(0)));

 random_shuffle(scores.begin(), scores.end());

 cout << "\n高分数有：\n";

 for (iter = scores.begin(); iter != scores.end(); ++iter)

 {

  cout << *iter << endl;

 }

 cout << "\n排序分数.";

 sort(scores.begin(), scores.end());

 cout << "\n高分数有：\n";

 for (iter = scores.begin(); iter != scores.end(); ++iter)

 {

  cout << *iter << endl;

 }

 cout << endl;

 system("pause");

 return 0;

}
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#include<iostream>

#include<string>

#include<vector>

#include<algorithm>

#include<ctime>

#include<cctype>

using namespace std;



int main()

{

 const int MAX_WRONG = 8;  //允许玩家猜错的最多次数

 vector<string>words;            //包含可能猜测的单词

 words.push_back("GUESS");

 words.push_back("HANGMAN");

 words.push_back("DIFFICULT");

 srand(static_cast<unsigned int>(time(0)));

 random_shuffle(words.begin(), words.end());

 const string THE_WORD = words[0];    //猜单词

 int wrong = 0;                                      //错误猜测数

 string soFar(THE_WORD.size(), '-');            //目前所猜的单词

 string used = "";                            //猜到字母 

 cout << "欢饮来到Hangman,祝你好运!\n";



 while ((wrong < MAX_WRONG) && (soFar != THE_WORD))

 {

  cout << "\n\n你还有" << (MAX_WRONG - wrong);

  cout << "次不正确的猜测.\n";

  cout << "\n你使用了以下字母：\n" << used << endl;

  cout << "\n到目前为止，这个词是：\n" << soFar << endl;



  char guess;

  cout << "\n\n输入你的猜测：";

  cin >> guess;

  guess = toupper(guess);

  while (used.find(guess) != string::npos)

  {

   cout << "\n你已经猜到了" << guess << endl;

   cout << "输入你的猜测：";

   cin >> guess;

   guess = toupper(guess);

  }

  used += guess;

  if (THE_WORD.find(guess) != string::npos)

  {

   cout << "那个是正确的！" << guess << "是在这个词里.\n";

   for (int i = 0; i < THE_WORD.length(); ++i)

   {

    if (THE_WORD[i] == guess)

    {

     soFar[i] = guess;

    }

   }

  }

  else

  {

   cout << "对不起，" << guess << "不在里面.\n";

   ++wrong;

  }

 }

 if (wrong == MAX_WRONG)

 {

  cout << "\n你已被绞死！";

 }

 else

 {

  cout << "\n你猜对了！";

 }

 cout << "\n这个词是：" << THE_WORD << endl;

 cout << endl;

 system("pause");

 return 0;

}
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#include<iostream>

#include<string>

using namespace std;

string askText(string prompt);

int askNumber(string prompt);

void tellStory(string name, string noun, int number, string bodypart, string verb);

int main()

{

 cout << "欢迎来到 Mad Lid.\n\n";

 cout << "回答以下故事，帮忙创建一个新的故事.\n";

 string name = askText("Please enter a name:");

 string noun = askText("Please enter a plural noun:");

 int number = askNumber("Please enter a number:");

 string bodypart = askText("Please enter a body part:");

 string verb = askText("Please enter a verb:");

 tellStory(name, noun, number, bodypart, verb);

 cout << endl;

 system("pause");

 return 0;

}

string askText(string prompt)

{

 string text;

 cout << prompt;

 cin >> text;

 return text;

}

int askNumber(string prompt)

{

 int num;

 cout << prompt;

 cin >> num;

 return num;

}

void tellStory(string name, string noun, int number, string bodypart, string verb)

{

 cout << "\nHere is your story:\n";

 cout << "The famous explorer";

 cout << name;

 cout << "had nerly given up a life-long quesr to find\n";

 cout << "The Lost City of ";

 cout << noun;

 cout << " when one day,the ";

 cout << noun;

 cout << " found the explorer.\n";

 cout << "Surrounded by ";

 cout << number;

 cout << " " << noun;

 cout << ", a tear came to ";

 cout << name << "'s ";

 cout << bodypart << ".\n";

 cout << "After all this time,the quest was finally over.";

 cout << "And them,the ";

 cout << noun << "\n";

 cout << "promptly devoured";

 cout << name << ".";

 cout << "The moral of the story? Be careful what you";

 cout << verb;

 cout << "for.";

 

}
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#include<iostream>

using namespace std;



void badswap(int x, int y);

void goodswap(int &x, int &y);



int main()

{

 int myScore(150);

 int yourScore(1000);

 cout << "输出它们的初始值为："

  << "myScore: " << myScore <<"\t"

  << "yourScore: " << yourScore << endl << endl;



 cout << "使用badswap（）函数" << endl;

 badswap(myScore, yourScore);

 cout << "myScore: " << myScore << endl;

 cout << "yourScore: " << yourScore << endl << endl;



 cout << "使用goodswap() 函数" << endl;

 goodswap(myScore, yourScore);

 cout << "myScore: " << myScore << endl;

 cout << "yourScore: " << yourScore << endl << endl;



 cout << endl;

 system("pause");

 return 0;

}



void badswap(int x, int y)

{

 int temp = x;

 x = y;

 y = temp;

}



void goodswap(int &x, int &y)

{

 int temp = x;

 x = y;

 y = temp;

}

Administrator
备注
#include<iostream>

using namespace std;



void badswap(int x, int y);

int main()

{

 int myScore(150);

 int yourScore(1000);

 cout << "输出它们的初始值为："

  << "myScore: " << myScore <<"\t"

  << "yourScore: " << yourScore << endl << endl;



 cout << "使用badswap（）函数" << endl;

 badswap(myScore, yourScore);

 cout << endl;

 system("pause");

 return 0;

}



void badswap(int x, int y)

{

 cout << "交换前，x的值为：" << x << "　ｙ值为：" << y << "\n" << endl;

 int temp = x;

 x = y;

 y = temp;

 cout << "交换后，x的值为：" << x << "　ｙ值为：" << y << "\n" << endl;

}

Administrator
备注
#include<iostream>

using namespace std;



void badswap(int myScore, int yourScore)

{

 cout << "交换前，myScore的值为：" << myScore << "　yourScore值为：" << yourScore << "\n" << endl;

 int temp = myScore;

 myScore = yourScore;

 yourScore = temp;

 cout << "交换后，myScore的值为：" << myScore << "　yourScore值为：" << yourScore << "\n" << endl;

}

int main()

{

 int myScore(150);

 int yourScore(1000);

 cout << "输出它们的初始值为："

  << "myScore: " << myScore <<"\t"

  << "yourScore: " << yourScore << endl << endl;



 cout << "使用badswap（）函数" << endl;

 badswap(myScore, yourScore);

 

 cout << endl;

 system("pause");

 return 0;

}
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#include<iostream>

#include<string>

#include<string>

#include<vector>

using namespace std;

void display(const vector<string>& inventory);

int main()

{

 vector<string>inventory;

 inventory.push_back("sword");

 inventory.push_back("armor");

 inventory.push_back("shield");

 display(inventory);

 cout << endl;

 system("pause");

 return 0;

}

void display(const vector<string>& inventory)

{

 cout << "你的物品有：\n";

 for (vector<string>::const_iterator iter = inventory.begin(); iter != inventory.end(); ++iter)

 {

  cout << *iter << endl;

 }

}
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#include<iostream>

#include<string>

#include<vector>

using namespace std;

string &refToElement(vector<string>&inventory, int i);

int main()

{

 vector<string>inventory;

 inventory.push_back("sword");

 inventory.push_back("armor");

 inventory.push_back("shield");



 cout << "用cout输出返回的引用：\n";

 cout << refToElement(inventory, 0) << "\n\n";



 cout << "将返回的引用分配给另一个引用.\n";

 string &rStr = refToElement(inventory, 1);

 cout << "用cout输出新返回的引用：\n";

 cout << rStr << "\n\n";



 cout << "将返回的引用分配给字符串对象.\n";

 string str = refToElement(inventory, 2);

 cout << "用cout输出新的字符串对象：\n";

 cout << str << "\n\n";



 cout << "通过返回的引用改变对象.\n";

 rStr = "Healing potion";

 cout << "用cout输出改变的对象：\n";

 cout << inventory[1] << endl;



 cout << endl;

 system("pause");

 return 0;

}

string &refToElement(vector<string>&vec, int i)

{

 return vec[i];

}
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#include<iostream>

#include<string>

#include<vector>

#include<algorithm>

using namespace std;



const char X = 'X';  //表示的是一个棋子

const char O= 'O';   //另一个棋子

const char EMPTY = ' ';  //表示棋盘上的空格，是一个空格字符

const char TIE = 'T';   //表示和棋的字符，所有的方格已填满

const char NO_ONE = 'N';  //表示还没有任何一方胜出的字符，但还有空余的空格



void instructions();

char askYesNo(string question);

int askNumber(string question, int high, int low = 0);

char humanpiece();

char opponent(char piece);

void displayBorad(const vector<char>& board);

char winner(const vector<char>& board);

bool isLegal(const vector<char>& board, int move);

int humanMove(const vector<char>& board, char human);

int computerMove(vector<char> board, char computer);

void announceWinner(char winner, char compter, char human);



int main()

{

 int move;

 const int NUM_SQUARES = 9;

 vector<char>board(NUM_SQUARES, EMPTY);

 instructions();

 char human = humanpiece();

 char computer = opponent(human);

 char turn = X;

 displayBorad(board);

 while (winner(board) == NO_ONE)

 {

  if (true == human)

  {

   move = humanMove(board, human);

   board[move] = human;

  }

  else

  {

   move = computerMove(board, computer);

   board[move] = computer;

  }

  displayBorad(board);

  turn = opponent(turn);

 }

 announceWinner(winner(board), computer, human);

 system("pause");

 return 0;

}

//显示游戏指南

void instructions()

{

 cout << "欢迎来到终极人机对决：Tic_Tac_Toe.\n";

 cout << "--在这里是人类的大脑对决计算机的地方\n\n";

 cout << "通过输入0-8之间的数字，来知道你的移动次数\n";

 cout << "对应所需的棋盘的位置，如果所示：\n\n";

 cout << " 0 | 1 | 2\n";

 cout << " ---------\n";

 cout << " 3 | 4 | 5\n";

 cout << " ---------\n";

 cout << " 6 | 7 | 8\n\n";

 cout << "自己做好准备，人类，战斗即将开始.\n\n";

}

char askYesNo(string question)

{

 char response;

 do

 {

  cout << question << "(y/n):";

  cin >> response;

 } while (response != 'y'&& response != 'n');

 return response;

}

int askNumber(string question, int high, int low)

{

 int number;

 do

 {

  cout << question << "(" << low << "-" << high << "):";

  cin >> number;

 } while (number > high || number < low);

 return number;

}

char humanpiece()

{

 char go_first = askYesNo("你需要第一步先移动吗？");

 if (go_first == 'y')

 {

  cout << "\n然后现在你必须先移动.\n";

  return  X;

 }

 else

 {

  cout << "\n那我先走.\n";

  return O;

 }

}

char opponent(char piece)

{

 if (piece == X)

 {

  return O;

 }

 else

 {

  return X;

 }

}

void displayBoard(const vector<char>& board)

{

 cout << "\n\t" << board[0] << " | " << board[1] << " | " << board[2];

 cout << "\n\t" << "---------";

 cout << "\n\t" << board[3] << " | " << board[4] << " | " << board[5];

 cout << "\n\t" << "---------";

 cout << "\n\t" << board[6] << " | " << board[7] << " | " << board[8];

 cout << "\n\n";

}

char winner(const vector<char>& board)

{

 const int WINNING_ROWS[8][3] = { {0,1,2}, //所有可能获胜的行数

           {3,4,5},

           {6,7,8},

           {0,3,6},

           {1,4,7},

           {2,5,8},

           {0,4,8},

           {2,4,6} }; 

 const int TOTAL_ROWS = 8;

 for (int row = 0; row < TOTAL_ROWS; ++row)//如果赢得胜利，那么任何一行都有三个值是相同的，不能为空

 {

  if ((board[WINNING_ROWS[row][0]] != EMPTY) &&

   (board[WINNING_ROWS[row][0]] == board[WINNING_ROWS[row][1]]) &&

   (board[WINNING_ROWS[row][1]] == board[WINNING_ROWS[row][2]]));

  {

   return board[WINNING_ROWS[row][0]];

  }

 }

 //如果没有玩家获胜，但棋盘上没有空余方格，则和棋

 if (count(board.begin(), board.end(), EMPTY) == 0)

  return TIE;

 //如果没有玩家胜出，且没有和棋，那么游戏暂时没有胜利者

 return NO_ONE;

}

inline bool isLegal(int move, const vector<char>&board)  //接受一个棋盘和一招棋作为参数，这招棋合法，返回true

{

 return (board[move] == EMPTY);

}

int humanMove(const vector<char>& board, char human)

{

 int move = askNumber("你将移到哪里？", (board.size() - 1));

 while (!isLegal(move, board))

 {

  cout << "\n那个方格已经被占领了，人类.\n";

  move= askNumber("你将移到哪里？", (board.size() - 1));

 }

 cout << "好的...\n";

 return move;

}

int computerMove(vector<char> board, char computer)

{

 unsigned int move = 0;

 bool found = false;

 //如果电脑下一步棋能够赢得胜利，那就选择这一招棋

 while (!found && move < board.size())

 {

  if (isLegal(move, board))

  {

   board[move] = computer;

   found = winner(board) == computer;

   board[move] = EMPTY;

  }

  if (!found)

  {

   ++move;

  }

 }

 if (!found)   //检查人类玩家是否能在下一招棋获胜

 {

  move = 0;

  char human = opponent(computer);

  while (!found && move < board.size())

  {

   if (isLegal(move, board))

   {

    board[move] = human;

    found = winner(board) == human;

    board[move] = EMPTY;

   }

   if (!found)

   {

    ++move;

   }

  }

 }

 if (!found)  //顺序循环访问最优棋招的列表，选择第一个合法的棋招

 {

  move = 0;

  unsigned int i = 0;

  const int BEST_MOVES[] = { 4,0,2,6,8,1,3,5,7 };

  while (!found && i < board.size())  //循环访问最好的棋的列表

  {

   move = BEST_MOVES[i];

   if (isLegal(move, board))

   {

    found = true;

   }

   ++i;

  }

 }

 cout << "取出方格中的数字" << move << endl;

 return move;

}

void announceWinner(char winner, char computer, char human)

{

 if (winner == computer)

 {

  cout << winner << "取得胜利！\n";

 }

 else if (winner == human)

 {

  cout << winner << "取得胜利！\n";

 }

 else

 {

  cout << "此局为平局！" << endl;

  cout << "祝贺你，你是目前做得最好的.\n";

 }

}
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#include<iostream>

#include<string>

using namespace std;



int main()

{

 int *pScore = 0;

 int score = 1000;

 pScore = &score;

 cout << "&score 变量的地址" << endl;

 cout << "&scre is:" << &score << endl;

 cout << "pScore is:" << pScore << endl;

 cout << "score is:" << score << endl;

 cout << "*pScore is:" << *pScore << "\n\n";



 cout << "score再加500\n";

 score += 500;

 cout << "score is:" << score << endl;

 cout << "*pScore is:" << *pScore << "\n\n";



 cout << "*pScore 增加500\n";

 *pScore += 500;

 cout << "score is:" << score << endl;

 cout << "*pScore is:" << *pScore << "\n\n";



 cout << "pScore重新指向新的变量&newScore\n";

 int newScore = 5000;

 pScore = &newScore;

 cout << "&newScore is:" << &newScore << endl;

 cout << "pScore is:" << pScore << endl;

 cout << "newScore is:" << newScore << endl;

 cout << "*pScore is:" << *pScore << "\n\n";



 cout << "指针变量pStr指向&str\n";

 string str = "score";

 string *pStr = &str;

 cout << "str is:" << str << endl;

 cout << "*pStr is:" << *pStr << endl;

 cout << "(*pStr).size() is:" << (*pStr).size() << endl;

 cout << "pStr->size() is:" << pStr->size() << endl << endl;

 system("pause");

 return 0;

}
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#include<iostream>

using namespace std;



void badSwap(int x, int y);

void goodSwap(int *const px, int *const py);



int main()

{

 int myScore = 150;

 int yourScore = 1000;

 cout << "初始值分别为：" << endl;

 cout << "myScore:" << myScore << endl;

 cout << "yourScre:" << yourScore << endl << endl;



 cout << "调用 badSwap()\n";

 badSwap(myScore, yourScore);

 cout << "myScore:" << myScore << endl;

 cout << "yourScre:" << yourScore << endl << endl;



 cout << "调用 goodSwap()\n";

 goodSwap(&myScore, &yourScore);

 cout << "myScore:" << myScore << endl;

 cout << "yourScre:" << yourScore << endl << endl;

 system("pause");

 return 0;

}

void badSwap(int x, int y)

{

 int temp=x;

 x = y;

 y = temp;

}

void goodSwap(int *const px, int *const py)



{

 int temp = *px;

 *px = *py;

 *py = temp;

}
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#include<iostream>

#include<string>

#include<vector>

using namespace std;



string *ptrToElement(vector<string> *const pVec, int i);

int main()

{

 vector<string>inventory;

 inventory.push_back("sword");

 inventory.push_back("armor");

 inventory.push_back("shield");



 cout << "用cout输出返回的指针所指向的对象：\n";

 cout << *(ptrToElement(&inventory, 0)) << "\n\n";



 cout << "将返回的指针赋值给另一个指针.\n";

 string *pStr = ptrToElement(&inventory, 1);

 cout << "用cout输出新的指针所指向的对象:\n";

 cout << *pStr << "\n\n";



 cout << "将指针所指向的对象赋值给一个字符串变量.\n";

 string str = *(ptrToElement(&inventory, 2));

 cout << "用cout输出新的字符串变量：\n";

 cout << str << "\n\n";



 cout << "通过返回的指针改变一个对象.\n";

 *pStr = "Healing Potion";

 cout << "用cout输出改变的对象：\n";

 cout << inventory[1] << "\n\n";

 system("pause");

 return 0;

}

string *ptrToElement(vector<string> *const pVec, int i)

{

 return &((*pVec)[i]);

}



涛水
放置图像



涛水
注释框
用cout输出新的指针所指向的对象

涛水
注释框
复制一个字符串对象  --  高效的复制

涛水
注释框
将指针所指向的对象分配给字符串对象

涛水
注释框
用cout输出新的字符串对象

涛水
注释框
通过返回的指针改变字符串对象

涛水
注释框
通过返回的指针改变一个对象


涛水
注释框
治疗药水

涛水
注释框
用cout输出改变的对象

涛水
注释框
返回pVec指向的向量的位置i中的字符串的地址









涛水
注释框
增加

涛水
注释框
创建一个高分数组


涛水
注释框
使用数组名作为指针常量显示分数

涛水
备注
#include<iostream>

using namespace std;



void increase(int *const array, const int NUM_ELEMENTS);

void display(const int *const array, const int NUM_ELEMENTS);

int main()

{

 cout << "创建一个高分数组.\n\n";

 const int NUM_SCORES = 3;

 int highScores[NUM_SCORES] = { 5000,3500,2700 };

 cout << "使用数组名作为指针常量来显示分数.\n";

 cout << *highScores << endl;

 cout << *(highScores + 1) << endl;

 cout << *(highScores + 2) << endl << endl;



 cout << "通过将数组名作为指针常量来改变分数.\n\n";

 increase(highScores, NUM_SCORES);

 cout << "通过将数组作为常量的指针常量来显示分数.\n";

 display(highScores, NUM_SCORES);

 cout << endl;

 system("pause");

 return 0;

}

void increase(int *const array, const int NUM_ELEMENTS)

{

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

 {

  array[i] += 500;

 }

}

void display(const int *const array, const int NUM_ELEMENTS)

{

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

 {

  cout << array[i] << endl;

 }

}
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#include<iostream>

using namespace std;



class Critter

{

public:

 Critter(int hunger = 0);

 int GetHunger()const;

 void setHunger(int hunger);

private:

 int m_Hunger;

};

Critter::Critter(int hunger) :

 m_Hunger(hunger)

{

 cout << "一个新的动物诞生了！" << endl;

}

int Critter::GetHunger()const

{

 return m_Hunger;

}

void Critter::setHunger(int hunger)

{

 if (hunger < 0)

 {

  cout << "你不可以设置动物的饥饿度是一个负数.\n\n";

 }

 else

 {

  m_Hunger = hunger;

 }

}

int main()

{

 Critter crit(5);

 cout << "Calling GetHunger():" << crit.GetHunger() << endl << endl;

 cout << "Calling SetHunger() with -1." << endl << endl;

 crit.setHunger(-1);

 cout << "Calling SetHunger() with 9.\n";

 crit.setHunger(9);

 cout << "Calling GerHunger():" << crit.GetHunger() << "\n\n";

 system("pause");

 return 0;



}
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#include<iostream>

using namespace std;



class Critter

{

public:

 static int s_Total;

 Critter(int hunger = 0);

 static int GetTotal();



private:

 int m_Hunger;

};



  int Critter::s_Total = 0;

Critter::Critter(int hunger) :

 m_Hunger(hunger)

{

 cout << "一个动物诞生了" << endl;

 ++s_Total;

}

int Critter::GetTotal()

{

 return s_Total;

}



int main()

{

 cout << "动物的总数是：";

 cout << Critter::s_Total << "\n\n";

 Critter crit1, crit2, crit3;

 cout << "输出动物的总数为：";

 cout << Critter::GetTotal() << endl;



 system("pause");

  return 0;

}
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#include<iostream>

using namespace std;



class Critter

{

public:

 Critter(int hunger = 0, int boredom = 0);

 void Talk();

 void Eat(int food = 4);

 void Play(int fun = 4);



private:

 int m_Hunger;

 int m_Boredom;

 int GetMood()const;

 void passTime(int time = 1);

};

Critter::Critter(int hunger, int boredom) :

 m_Hunger(hunger),

 m_Boredom(boredom)

{

 cout << "调用构造函数初始化私有数据成员." << endl;

}

inline int Critter::GetMood()const

{

 return (m_Hunger + m_Boredom);

}

void Critter::passTime(int time)

{

 m_Hunger += time;

 m_Boredom += time;

}



void Critter::Talk()

{

 cout << "我现在的情绪是";

 int mood = GetMood();

 if(mood > 15)

 {

  cout << "我现在愤怒的.\n";

 }

 else if (mood > 10)

 {

  cout << "我现在是沮丧的.\n";

 }

 else if (mood > 5)

 {

  cout << "我现在是很好的.\n";

 }

 else

 {

  cout << "我现在是非常高兴的.\n";

 }

 passTime();

}

void Critter::Eat(int food)

{

 cout << "Brruppp.\n";

 m_Hunger -= food;

 if (m_Hunger < 0)

 {

  m_Hunger = 0;

 }

 passTime();

}

void Critter::Play(int fun)

{

 cout << "wheee!\n";

 m_Boredom -= fun;

 if (m_Boredom < 0)

 {

  m_Boredom = 0;

 }

 passTime();

}





int main()

{

 Critter crit;

 crit.Talk();

 int choice;

 do

 {

  cout << "\n动物管理员游戏\n\n";

  cout << "按0，退出游戏\n";

  cout << "按1，听你的动物说话.\n";

  cout << "按2，喂你的动物吃东西.\n";

  cout << "按3，跟你的动物玩耍.\n\n";

  cout << "请输入相应的序号，做出选择：";

  cin >> choice;

  switch (choice)

  {

  case 0:

   cout << "游戏结束，再见！" << endl;

   break;

  case 1:

   crit.Talk();

  case 2:

   crit.Eat();

   break;

  case 3:

   crit.Play();

   break;

  default:

   cout << "您输入的序号不正确，请重新输入！\n";

  }

 } while (choice != 0);

 cout << endl;

 system("pause");

 return 0;

}
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#include<iostream>

#include<string>

#include<vector>

using namespace std;



class Critter

{

public:

 Critter(const string &name = "");

 string GetName()const;

private:

 string m_Name;

};

Critter::Critter(const string &name) :

 m_Name(name)

{

 cout << "Critter 的构造函数被调用" << endl;

}



inline string Critter::GetName()const

{

 return m_Name;

}



class Farm

{

public:

 Farm(int space = 1);

 void Add(const Critter &aCritter);

 void RollCall()const;

private:

 vector<Critter>m_Critters;

};

Farm::Farm(int space)

{

 cout << "Farm的构造函数被调用" << endl;

 m_Critters.reserve(space);

}

void Farm::Add(const Critter &aCritter)

{

 m_Critters.push_back(aCritter);

}

void Farm::RollCall()const

{

 for (vector<Critter>::const_iterator iter = m_Critters.begin(); iter != m_Critters.end();++iter)

 {

  cout << iter->GetName() << " here.\n";

 }

}

int main()

{

 Critter crit("poochie");

 cout << "我的动物的名字叫：" << crit.GetName() << endl;

 cout << "\n创建动物农场.\n";

 Farm myFarm(3);

 cout << "\n在农场中添加三个动物的名字.\n";

 myFarm.Add(Critter("Moe"));

 myFarm.Add(Critter("Larry"));

 myFarm.Add(Critter("Curly"));

 cout << "\n这些动物在.\n";

 myFarm.RollCall();

 cout << endl;

 system("pause");

 return 0;

}
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#include<iostream>

#include<string>

#include<vector>

using namespace std;



class Critter

{

 



public:

 Critter(const string &name = "");

 string GetName()const;

 ~Critter()

 {

  cout << "Critter析构函数被调用" <<endl << endl;

 }

private:

 string m_Name;

};

Critter::Critter(const string &name) :

 m_Name(name)

{

 cout << "Critter 的构造函数被调用" <<endl << endl;

}



inline string Critter::GetName()const

{

 return m_Name;

}



class Farm

{

public:

 Farm(int space = 1);

 void Add(const Critter &aCritter);

 void RollCall()const;

 virtual~Farm()

 {

  cout << "Farm的析构函数被调用" << endl << endl;

 }

private:

 vector<Critter>m_Critters;

};



Farm::Farm(int space)

{

 cout << "Farm的构造函数被调用" << endl << endl;

 m_Critters.reserve(space);

}

void Farm::Add(const Critter &aCritter)

{

 m_Critters.push_back(aCritter);

}

void Farm::RollCall()const

{

 for (vector<Critter>::const_iterator iter = m_Critters.begin(); iter != m_Critters.end();++iter)

 {

  cout << iter->GetName() << " here.\n";

 }

}

int main()

{

 Critter *crit = new Critter("poochie");

 cout << "我的动物的名字叫：" << crit->GetName() << endl;

 cout << "\n创建动物农场.\n";

 Farm *myFarm = new Farm(3);

 cout << "\n在农场中添加三个动物的名字.\n";

 myFarm->Add(Critter("Moe"));

 myFarm->Add(Critter("Larry"));

 myFarm->Add(Critter("Curly"));

 cout << "\n这些动物在.\n";

 myFarm->RollCall();

 cout << endl;

 cout << "释放内存" << endl;

 delete crit;

 delete myFarm;



 cout << endl;

 system("pause");

 return 0;

}
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#include<iostream>

#include<string>

using namespace std;



class Critter

{

 friend void peek(const Critter &aCritter);

 friend ostream &operator<<(ostream &os, const Critter &aCritter);

public:

 Critter(const string &name = "");

private:

 int a = 10;

 string m_Name;

 

};

Critter::Critter(const string &name)

{

 m_Name =name;

}

void peek(const Critter &aCritter)

{

 cout << aCritter.m_Name << endl;

}

ostream &operator<<(ostream &os, const Critter &aCritter)

{

 os << "Critter object - m_Name: " << aCritter.m_Name << " " << aCritter.a << endl;

 return os;

}



int main()

{

 Critter crit("poochie");

 cout << "调用 peek()函数来访问私有成员m_Name:\n";

 peek(crit);

 cout << "用<<运算符将对象输出：" << crit<< endl;

 cout << endl;

 system("pause");

 return 0;

}
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#include<iostream>

using namespace std;



int *intOnHeap();

void leak1();

void leak2();



int main()

{

 int *pHeap = new int;

 *pHeap = 10;

 cout << "*pHeap:" << *pHeap << endl << endl;



 int *pHeap2 = intOnHeap();

 cout << "*pHeap:" << *pHeap2 << endl << endl;



 cout << "释放pHeap的内存.\n\n";

 delete pHeap;



 cout << "释放pHeap2的内存.\n\n";

 delete pHeap2;



 pHeap = NULL;

 pHeap2 = NULL;

 cout << endl;

 system("pause");

 return 0;

}

int *intOnHeap()

{

 int *Temp = new int(20);

 return Temp;

}

void leak1()

{

 int *drip1 = new int(30);

}

void leak2()

{

 int *drip2 = new int(50);

 drip2 = new int(100);

 delete drip2;

}
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#include<iostream>

#include<string>

using namespace std;



class Player

{

public:

 Player(const string &name = "");

 string GetName()const;

 Player *GetNext()const;

 void SetNext(Player *next);



private:

 string m_Name;  //队列的数据域，

 Player *m_pNext;  //队列的指针域，指向队列的下一个节点的指针

};



Player::Player(const string &name) :

 m_Name(name),

 m_pNext(0)

{

 cout << "Player 类的构造函数将被调用" << endl << endl;

}

string Player::GetName()const

{

 return m_Name;

}

Player* Player::GetNext()const

{

 return m_pNext;

}

void Player::SetNext(Player *next)

{

 m_pNext = next;

}



//Lobby类表示大厅或者玩家等待的队列

class Lobby

{

 friend ostream &operator<<(ostream &os, const Lobby &aLobby);

public:

 Lobby();

 ~Lobby();

 void AddPlayer();

 void RemovePlayer();

 void Clear();



private:

 Player *m_Head;  //指向Player对象的头指针，是指向队列中的第一个节点的指针

};

Lobby::Lobby() :

 m_Head(0)  //将m_Head设置为空指针

{

 cout << "Lobby 类的构造函数将被调用" << endl << endl;

}

Lobby::~Lobby()

{

 cout << "Lobby类的析构函数被调用" << endl << endl;

 Clear();  //从列表中删除所有的Player对象，释放分配的内存

}

void Lobby::AddPlayer()

{

 cout << "请输出一个新的游戏玩家的名字：";

 string name;

 cin >> name;

 Player *pNewPlayer = new Player(name);  //创建一个新的玩家节点并且为它分配内存

 if (m_Head ==0)  //如果m_Head指针指向的位置空，那么此队列为空队列，添加的新玩家在队列的第一个节点的位置

 {

  m_Head = pNewPlayer;  //那么就把新玩家变成m_Head指针指向的第一个节点的位置

 }

 else

 {

  Player *pIter = m_Head;//把m_Head指针变成一个临时指针pIter，那么这两个指针都指向同一个位置，即指向队列的第一个节点

  while (pIter->GetNext()!= 0)  //如果pIter指针指向的后继位置不为空时 就循序，否则，执行最后一句

  {

   pIter = pIter->GetNext();  //那么就把pIter指针就往后移动一格，每次循环都是如此

  }                         //如果pIter指针指向的后继位置为空时 就退出循序

  pIter->SetNext(pNewPlayer);   //把pIter指针指向新玩家的地址，那么新玩家在队列的末尾

 }

}



void Lobby::RemovePlayer()

{

 if (m_Head == 0) //判断m_Head指针是否指向空

 {

  cout << "游戏大厅是空的，没有玩家可以删除" << endl << endl;

 }

 else

 {

  Player *pTemp = m_Head;  //创建一个临时指针pTemp跟m_Head都指向队列的第一个玩家的位置

  m_Head = m_Head->GetNext();  //然后m_Head指针往后移动一格，每次循环都是如此

  delete pTemp;   //然后把p_Temp指向的第一个玩家的位置删除释放

 }

}

void Lobby::Clear()

{

 while (m_Head != 0)  //判断m_Head指针是否指向空

 {

  RemovePlayer();  //不为空就删除都队列中的所以玩家

 }

}

ostream &operator<<(ostream &os, const Lobby &aLobby)

{

 Player *pIter = aLobby.m_Head;  //创建一个临时指针pIter跟m_Head都指向队列的第一个玩家的位置

 os << "\n是谁在游戏大厅:\n";

 if (pIter == 0)  //当pIter指针指向空时，说明没有玩家存在

 {

  os << "这个大厅是空的.\n";

 }

 else

 {

  while (pIter!=0)  //当pIter指针不指向空时，循环

  {

   os << pIter->GetName() << endl; //就输出pIter指针指向的第一个节点的玩家名字

   pIter = pIter->GetNext();  /*输出后，再把pIter指针指向的第一个节点变成pIter指针，每次循环都会往后移动一次*/

  } 

 }

 return os;

}



int main()

{

 Lobby myLobby;

 int choice;

 do

 {

  cout << "输出myLobby" << myLobby << endl;

  cout << "\n游戏大厅\n";

  cout << "0 - 退出游戏！" << endl;

  cout << "1 - 添加一个游戏玩家到游戏大厅." << endl;

  cout << "2 - 在游戏大厅中删除一个玩家." << endl;

  cout << "3 - 清除所有游戏玩家." << endl;

  cout << endl << "输出你的选择：";

  cin >> choice;

  switch (choice)

  {

  case 0:

   cout << "再见！" << endl;

   break;

  case 1:

   myLobby.AddPlayer();

   break;

  case 2:

   myLobby.RemovePlayer();

   break;

  case 3:

   myLobby.Clear();

   break;

  default:

   cout << "您选择的序号不正确！" << endl;

  }

 } while (choice != 0);



   system("pause");

   cout << endl;

   return 0;

}
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#include<iostream>

using namespace std;



class Enemy

{

public:

 int m_Damage;

 Enemy();

 void Attack()const;

};

Enemy::Enemy()

{

 m_Damage = 10;

}

void Enemy::Attack()const

{

 cout << "攻击造成" << m_Damage << "点伤害！" << endl;

}

class Boss :public Enemy

{

public:

 Boss();

 void m_SpecialAttack()const;

 int m_DamageMultiplier;

};

Boss::Boss()

{

 m_DamageMultiplier = 3;

}

void Boss::m_SpecialAttack()const

{

 cout << "特殊攻击造成" << (m_DamageMultiplier*m_Damage) << "点伤害！" << endl;

}



int main()

{

 cout << "创建Enemy对象." << endl;

 Enemy enemy1;

 enemy1.Attack();

 cout << "\n创建Boss对象." << endl;

 Boss boss1;

 boss1.Attack();

 boss1.m_SpecialAttack();



 cout << endl;

 system("pause");

 return 0;

}
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#include<iostream>

using namespace std;



class Enemy

{

public:

 

 Enemy();

 void Attack()const;

protected:

 int m_Damage;

};

Enemy::Enemy()

{

 m_Damage = 10;

 cout << "Enemy类的构造函数被调用" << endl;

}

void Enemy::Attack()const

{

 cout << "Enemy类的攻击造成" << m_Damage << "点伤害！" << endl;

}

class Boss :public Enemy

{

public:

 Boss();

 void m_SpecialAttack()const;

 void Attack()const;

private:

 int m_DamageMultiplier;

};

Boss::Boss()

{

 m_DamageMultiplier = 3;

 cout << "\nBoss类的构造函数被调用" << endl;

}

void Boss::m_SpecialAttack()const

{

 cout << "Boss类的特殊攻击造成" << (m_DamageMultiplier*m_Damage) << "点伤害！" << endl;

}

void Boss::Attack()const

{

 cout << "Boss类的攻击造成" << m_Damage << "点伤害！" << endl;

}



int main()

{

 cout << "创建Enemy对象." << endl;

 Enemy enemy1;

 enemy1.Attack();

 cout << "\n创建Boss对象." << endl;

 Boss boss1;

 boss1.Attack();

 boss1.m_SpecialAttack();

 cout << endl;

 system("pause");

 return 0;

}
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#include<iostream>

using namespace std;



class Enemy

{

public:

 

 Enemy();

 void Attack()const;

protected:

 int m_Damage;

};

Enemy::Enemy()

{

 m_Damage = 10;

 cout << "Enemy类的构造函数被调用" << endl;

}

void Enemy::Attack()const

{

 cout << "Enemy类的攻击造成" << m_Damage << "点伤害！" << endl;

}

class Boss :public Enemy

{

public:

 Boss();

 void m_SpecialAttack()const;

 void Attack()const;

private:

 int m_DamageMultiplier;

};

Boss::Boss()

{

 m_DamageMultiplier = 3;

 cout << "\nBoss类的构造函数被调用" << endl;

}

void Boss::m_SpecialAttack()const

{

 cout << "Boss类的特殊攻击造成" << (m_DamageMultiplier*m_Damage) << "点伤害！" << endl;

}

void Boss::Attack()const

{

 cout << "Boss类的攻击造成" << m_Damage << "点伤害！" << endl;

}



int main()

{

 cout << "创建Enemy对象." << endl;

 Enemy enemy1;

 enemy1.Attack();

 cout << "\n创建Boss对象." << endl;

 Boss boss1;

 boss1.Attack();

 boss1.m_SpecialAttack();

 cout << endl;

 system("pause");

 return 0;

}
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#include<iostream>

using namespace std;



class Enemy

{

public:

 Enemy(int damage = 10);

 void virtual Taunt()const;

 void virtual Attack()const;

private:

 int m_Damage;

};

Enemy::Enemy(int damage)

{

 m_Damage = damage;

}

void Enemy::Taunt()const

{

 cout << "敌人说他会打死你的" << endl;

}

void Enemy::Attack()const

{

 cout << "Enemy类的Attack函数造成" << m_Damage << "点伤害.";

}



class Boss :public Enemy

{

public:

 Boss(int damage = 30);

 void virtual Taunt()const;

 void virtual Attack()const;

};

Boss::Boss(int damage):Enemy(damage)

{}



void Boss::Taunt()const

{

 cout << "首领说他将会结束你这可伶的存在." << endl << endl;

}

void Boss::Attack()const

{

 Enemy::Attack();

 cout << "并嘲笑你." << endl;

}



int main()

{

 cout << "Enemy 对象：";

 Enemy anEnemy;

 anEnemy.Taunt();

 anEnemy.Attack();

 cout << "\n\nBoss对象：\n";

 Boss aBoss;

 aBoss.Taunt();

 aBoss.Attack();



 cout << endl;

 system("pause");

 return 0;

}
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 损害

涛水
注释框
使用虚函数重写

涛水
注释框
嘲讽

涛水
注释框
敌人说他会打你的

涛水
注释框
虚拟关键字可以选择使用

涛水
注释框
首领说他将结束你可伶的存在

涛水
注释框
用参数调用基类构造函数



涛水
注释框
调用基类成员函数

涛水
注释框
重写基类成员函数

涛水
注释框
攻击。造成30点伤害。并对你嘲笑
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#include<iostream>

using namespace std;



class Enemy

{

public:

 Enemy(int damage = 10);

 virtual~Enemy();

 void virtual Attack()const;

protected:

 int *m_pDamage;

};

Enemy::Enemy(int damage):

 m_pDamage(new int(damage))

{}

Enemy::~Enemy()

{

 cout << "Enemy的析构函数被调用，释放 m_pDamage." << endl;

 delete m_pDamage;

 m_pDamage = NULL;

}

void Enemy::Attack()const

{

 cout << "普通敌人的攻击造成" << m_pDamage << "点伤害." << endl;

}



class Boss :public Enemy

{

public:

 Boss(int multiplier = 3);

 virtual~Boss();

 void virtual Attack()const;

protected:

 int *m_pMultiplier;

};

Boss::Boss(int multiplier)

{

 m_pMultiplier = new int(multiplier);

}

Boss::~Boss()

{

 cout << "Boss的析构函数被调用，释放m_pMultiplier.\n";

 delete m_pMultiplier;

 m_pMultiplier = NULL;

}

void Boss::Attack()const

{

 cout << "Boss的攻击造成" << ((*m_pMultiplier)*(*m_pDamage)) << "点伤害" << endl;

}

int main()

{

 cout << "Enemy通过对象指针指向Boss对象，调用Attack（）函数：\n";

 Enemy *pBadGuy = new Boss();

 pBadGuy->Attack();

 cout << "\n\n释放Enemy指针：" << endl;

 delete pBadGuy;

 pBadGuy = NULL;



 cout << endl;

 system("pause");

 return 0;

}
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涛水
备注
include<iostream>

using namespace std;



class Enemy

{

public:

 Enemy(int damage = 10);

 virtual~Enemy();

 void virtual Attack()const;

protected:

 int *m_pDamage;

};

Enemy::Enemy(int damage):

 m_pDamage(new int(damage))

{

 cout << "Enemy的构造函数被调用" << "\n" << endl;

}

Enemy::~Enemy()

{

 cout << "Enemy的析构函数被调用，释放 m_pDamage." << endl;

 delete m_pDamage;

 m_pDamage = NULL;

}

void Enemy::Attack()const

{

 cout << "普通敌人的攻击造成" << m_pDamage << "点伤害." << endl;

}



class Boss :public Enemy

{

public:

 Boss(int multiplier = 3);

 virtual~Boss();

 void virtual Attack()const;

protected:

 int *m_pMultiplier;

};

Boss::Boss(int multiplier):Enemy(multiplier)

{

 m_pMultiplier = new int(multiplier);

 cout << "Boss类的构造函数被调用" << endl;

}

Boss::~Boss()

{

 cout << "Boss的析构函数被调用，释放m_pMultiplier.\n";

 delete m_pMultiplier;

 m_pMultiplier = NULL;

}

void Boss::Attack()const

{

 cout << "Boss的攻击造成" << ((*m_pMultiplier)*(*m_pDamage)) << "点伤害" << endl;

}

int main()

{

 cout << "Enemy通过对象指针指向Boss对象，调用Attack（）函数：\n";

 Enemy *pBadGuy = new Boss;  /*首先调用的基类的构造函数，然后传递值3给基类的构造函数，

        并将赋值给了m_Damage.然后在调用派生类的构造函数，对m_pMultiplier做初始化工作*/

 pBadGuy->Attack();  //然后在调用派生类的同名成员函数

 cout << "\n\n释放Enemy指针：" << endl;

 delete pBadGuy;  //先释放派生类的析构函数，在释放基类的析构函数

 pBadGuy = NULL;



 cout << endl;

 system("pause");

 return 0;

}



涛水
备注
#include<iostream>

using namespace std;



class Enemy

{

public:

 Enemy(int damage = 10);

 virtual~Enemy();

 void virtual Attack()const;

protected:

 int *m_pDamage;

};

Enemy::Enemy(int damage):

 m_pDamage(new int(damage))

{

 cout << "Enemy的构造函数被调用" << "\n" << endl;

}

Enemy::~Enemy()

{

 cout << "Enemy的析构函数被调用，释放 m_pDamage." << endl;

 delete m_pDamage;

 m_pDamage = NULL;

}

void Enemy::Attack()const

{

 cout << "普通敌人的攻击造成" << (*m_pDamage) << "点伤害." << endl;

}



class Boss :public Enemy

{

public:

 Boss(int multiplier = 3);

 virtual~Boss();

 void virtual Attack()const;

protected:

 int *m_pMultiplier;

};

Boss::Boss(int multiplier)

{

 m_pMultiplier = new int(multiplier);

 cout << "Boss类的构造函数被调用" << endl;

}

Boss::~Boss()

{

 cout << "Boss的析构函数被调用，释放m_pMultiplier.\n";

 delete m_pMultiplier;

 m_pMultiplier = NULL;

}

void Boss::Attack()const

{

 cout << "Boss的攻击造成" << ((*m_pMultiplier)*(*m_pDamage)) << "点伤害" << endl;

}

int main()

{

 cout << "Enemy通过对象指针指向Boss对象，调用Attack（）函数：\n";

 Enemy *pBadGuy = new Boss; 

 pBadGuy->Attack();  



 Boss myBoss;  //先调用基类的构造函数，在调用派生类的构造函数

 myBoss.Attack(); //调用派生类的Attack()函数

 myBoss.Enemy::Attack();//调用的是基类的Attack（）函数

 cout << "\n\n释放Enemy指针：" << endl;

 delete pBadGuy;  //先释放派生类的析构函数，在释放基类的析构函数

 pBadGuy = NULL;



 cout << endl;

 system("pause");

 return 0;

}



涛水
备注
#include<iostream>

using namespace std;



class Enemy

{

public:

 Enemy(int damage = 10);

 virtual~Enemy();

 void virtual Attack()const;

protected:

 int *m_pDamage;

};

Enemy::Enemy(int damage):

 m_pDamage(new int(damage))

{

 cout << "Enemy的构造函数被调用" << "\n" << endl;

}

Enemy::~Enemy()

{

 cout << "Enemy的析构函数被调用，释放 m_pDamage." << endl;

 delete m_pDamage;

 m_pDamage = NULL;

}

void Enemy::Attack()const

{

 cout << "普通敌人的攻击造成" << (*m_pDamage) << "点伤害." << endl;

}



class Boss :public Enemy

{

public:

 Boss(int multiplier = 3);

 virtual~Boss();

 void virtual Attack()const;

protected:

 int *m_pMultiplier;

};

Boss::Boss(int multiplier)

{

 m_pMultiplier = new int(multiplier);

 cout << "Boss类的构造函数被调用" << endl;

}

Boss::~Boss()

{

 cout << "Boss的析构函数被调用，释放m_pMultiplier.\n";

 delete m_pMultiplier;

 m_pMultiplier = NULL;

}

void Boss::Attack()const

{

 cout << "Boss的攻击造成" << ((*m_pMultiplier)*(*m_pDamage)) << "点伤害" << endl;

 Enemy::Attack();  //这里会调用基类的Attack（）函数

}

int main()

{

 cout << "Enemy通过对象指针指向Boss对象，调用Attack（）函数：\n";

 Enemy *pBadGuy = new Boss; 

 pBadGuy->Attack();  

 cout << "\n\n释放Enemy指针：" << endl;

 delete pBadGuy;  //先释放派生类的析构函数，在释放基类的析构函数

 pBadGuy = NULL;



 cout << endl;

 system("pause");

 return 0;

}





涛水
注释框
普通敌人的攻击造成10点伤害



涛水
注释框
boos的攻击，造成30点伤害

涛水
注释框
Enemy的通过对象指针指向Boss对象，调用Attack（）函数

涛水
注释框
删除Enemy的指针
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#include<iostream>

using namespace std;



class Creature

{

public:

 Creature(int health = 100);

 virtual void Greet()const = 0;

 virtual void DisplayHealth()const;

protected:

 int m_Health;

};

Creature::Creature(int health) :

 m_Health(health)

{}

void Creature::DisplayHealth()const

{

 cout << "生命值是：" << m_Health << endl;

}



class Orc :public Creature

{

public:

 Orc(int health = 120);

 virtual void Greet()const;

};

Orc::Orc(int health) :

 Creature(health)

{}

void Orc::Greet()const

{

 cout << "半兽人向你发出问候！" << endl;

}



int main()

{

 Creature *pCreature = new Orc();

 pCreature->Greet();

 pCreature->DisplayHealth();



 cout << endl;

 system("pause");

 return 0;

}



涛水
放置图像
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纯虚成员函数

涛水
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半兽人你好
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涛水
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#include<iostream>

using namespace std;



class Creature

{

public:

 Creature(int health = 100);

 virtual void Greet()const = 0;

 virtual void DisplayHealth()const;

protected:

 int m_Health;

};

Creature::Creature(int health) :

 m_Health(health)

{

 cout << "Creature类的构造函数被调用" << endl;

}

void Creature::DisplayHealth()const

{

 cout << "生命值是：" << m_Health << endl << endl;

}



class Orc :public Creature

{

public:

 Orc(int health = 120);

 virtual void Greet()const;

 virtual void DisplayHealth()const;

protected:

 int m_Qhealth;

};

Orc::Orc(int health) :

 Creature(health),

 m_Qhealth(health)

{

 cout << "Orc类的构造函数被调用" << endl;

}

void Orc::Greet()const

{

 cout << "半兽人向你发出问候！" << endl;

}

void Orc::DisplayHealth()const

{

 cout << "Orc类的生命值是：" << m_Qhealth << endl << endl;

}





class OrcBoss :public Orc

{

public:

 OrcBoss(int health = 180);

 virtual void Greet()const;

 virtual void DisplayHealth()const;

protected:

 int m_health;

};

OrcBoss::OrcBoss(int health):

 //Orc(health),

 m_health(health)

{

 cout << "OrcBoss类的构造函数被调用" << endl;

}

void OrcBoss::Greet()const

{

 cout << "The orc boss growls hello. (首领向半兽人问好)" << endl;

}

void OrcBoss::DisplayHealth()const

{

 cout << "OrcBoss类的生命值是：" << m_health << endl << endl;

}



int main()

{

 Creature *pCreature = new Orc();

 pCreature->Greet();

 pCreature->DisplayHealth();



 Creature *myCreature = new OrcBoss();

 myCreature->Greet();

 myCreature->DisplayHealth();

 cout << endl;

 system("pause");

 return 0;

}
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