*Example of Overload Constructor: exercise 13.12 with explanation: The program is stepped through one
   line at a time. The number with RED underscores are the steps of execution. Follow the number step
   by step to see how the program flow and jump between invItem and main(). 
This is invItem.h file. Pay attention to Immediate Window the address of description, cost and units.
 Same names for all 3 Constructors but different address, this is overload.
[image: 13]
This is the main(): Follow the step number back and fore to invItem.h and back.
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erload constructor ~| % nvitem | Invitem(char *desc, double ¢ int u)
] =class InvItem
| [ {privat. char *description; const int L = 51; double cost; int units;

: ' InvItem() // Constructor #1 |description

: {description = new char [L];/W (exeapsacs -

: *description = "\0';// J,----Default value o

. cost = 4.95; units = 30; }// 2--Default values launits

B InvItem(char *desc) //12 Constructor#2 lexeo3braes (0}

: {description = new char [strlen(desc) + 1];//13
; strncpy_s(description, strlen(desc)+1,desc,strlen(desc)+1)|//14-main(,
: cost = 0.0; units = @; }//15.--Default value
3 E InvItem(char *desc, double c, int u)//18;Constructor#3,No defau!
; {description = new char [strlen(desc) + 11;//19
v strncpy_s(description, strlen(desc)+1,desc,strlen(desc)+1);
; cost = c; units = u; }//21 --From main()
: ~InvIten() { delete [] description; }//42, 43,44 // Destructor
. //Mutator functions, only for Constructor#l.

void setDesc(char*d){ strncpy_s(description,10,d,10);}//5; -Constructor}l]
: void setCost(double c){ cost = c; }// Z--Constructor#l only

; void setUnits(int u) { units = u; }//2 --Constructor#l only

» //Accessor functions for all 3 constructors

: const char *getDesc() const { return description; }//25, 31, 31
; double getCost() const { return cost; }//2Z, 33 A%

v int getUnits() const { return units; }//29, 35, &L

: ¥

r #endif

fescription
lexeebs1ace "Pliers”
lacost

lex003b7520 {0.0000000
launits

lexeo3beaas (0}

description
lexeebs1650 "Hrench”
lacost

lex003b7570 {0.0000000
launits

loxeo3b7378 (0}
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=int main()

{// Create an TnvItem object itemi, jump to Constructor#l, set default values
InvItem item;

char cAr1[] = "Hammer”;// 3
iteml.setDesc(cAr1); // 4--to mutator.
iteml.setCost(6.95); // §--to mutator.
iteml.setUnits(12); // &s-to mutator
Create an InvItem object item2.
char cAr2[] = "Pliers”;// 1g;-input to parameter to item

InvItem item2(cAr2); //Ll--cost and units are filled by default in Constructor#2
Create an InvItem object item3.

char cAr3[] = "Wrench";//16_-for input to parameter to item3

B Invitem item3(cAr3, 8.75, 20);//17--for input to parameter to item3

/1To display to screen

cout << "The following items are in inventory:\n";//22

cout << setprecision(2) << fixed << showpoint;//23,

71 Display the data for item.

cout << "Description: " << iteml.getDesc() << endl;//24,

cout << "Cost: $" << itemi.getCost() << endl;//26.

cout << "Units on Hand: " << iteml.getUnits() << endl << endl;//28

Display the data for item 2.

cout << "Description: " << item2.getDesc() << endl;//38_

cout << "Cost: $" << item.getCost() << endl;//32_

cout << "Units on Hand: " << item2.getUnits() << endl << endl;//34

Constructor#1 has all the default
These are data to overwrite default.

Display the data for item 3.

cout << "Description: " << item3.getDesc() << endl;//36
cout << "Cost: $" << item3.getCost() << endl;//3&

cout << "Units on Hand: " << item3.getUnits() << endl;//48
return @ -





