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– static_cast
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B b;

A a = static_cast<A>(b);
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– virtual void toString2();
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● YX

Y *ptrY = new Y();

X *ptrX = ptrY; // Implicit cast

delete ptrX;

● delete ptrX
XptrX
Y
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class Element {  // Pure abstract class

 public:

  virtual int compare(const Element& other) = 0;

  virtual void print() = 0;

};

// Using multiple inheritance 

class House: public Property, public Element {

...

virtual int compare(const Element& other) { ... }

virtual void print() { ... }

...

};
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