Answer on Question#39188 - Programming — C++

#include <iostream>
#include <string>
#include <math.h>
#include <stdlib.h>
using namespace std;

#tdefine pi 3.1415926535897932384626433832795

class Shape

{
protected:
string name;
public:
Shape(string n): name(n) {}
virtual float SurfaceArea() = 0;
¥
class Shape2D:public Shape
{
float par;
public:
Shape2D(string n, float a):par(a),Shape(n){};
float SurfaceArea()
{
if(name == "Square")
return par*par;
if(name == "Circle")
return pi*par*par;
if(name == "Triangle")
return sqrt(3)*par*par/4;
}
¥

class Shape3D:public Shape
{
float parl,par2;
public:
Shape3D(string n, float a,float b):parl(a),par2(b),Shape(n){};
float SurfaceArea()
{
if(name == "Cylinder")
return (2*pi*parl*parl) + (2*pi*parl*par2); //parl - radius, par2 -
height
if(name == "Pyramid") //4-angle pyramid
return (2*parl*sqrt(par2*par2+parl*parl/4) + parl*parl); //parl - side,
par2 - height

s
¥
int main()
{

Shape2D Squarel("Square",1);

cout << "Square,s area: " << Squarel.SurfaceArea() << endl;
Shape2D Circlel("Circle", 1);

cout << "Circle,s area: " << Circlel.SurfaceArea() << endl;
Shape2D Trianglel("Triangle",1);

cout << "Triangle,s area: " << Trianglel.SurfaceArea() << endl;
Shape3D Pyramidl("Pyramid", 1,1);
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cout << "Pyramid,s surface area:
Shape3D Cylinderl("Cylinder",1,1);
cout << "Cylinder,s surface area:
system("PAUSE");

<< Pyramidl.SurfaceArea() << endl;

<< Cylinderil.SurfaceArea() << endl;
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