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C# constructors

A constructor is a public method with the same name as the
class with no return type, which is called once upon object
creation.

Constructors may be passed one or more arguments.

Any construct with no arguments is called the default
constructor and if no constructors are written then the
compiler creates a default constructor.

There can be more than one constructor associated with an
object if this is useful.

Each constructor must have unique signature, that is, the

types and number of arguments are unique. This is called overloading,
something which can be done with all methods (see later).



C# constructors

syntax:

[access-modifier] class-name ([parameters list])

{

constructor-body

5

[access-modifier] — public;
class-name — the same name as the class, where constructor is created;
[parameters list] — optional;



namespace ConsoleApplicationl

{

class MyClass

{
public string Name;
public byte Age;

// Constructor with parameters
public MyClass(string s, byte b)
{

Name =s;

Age = b;
}

G lle:lIIC:IDocuments and Settings/Adm

public void reWrite()

{
Console.WriteLine(“Ums: {0}\nBo3pacrT: {1}", Name, Age);

}
}

class Program

{
static void Main(string[] args)

{
MyClass ex = new MyClass("Alexandr", 26);
ex.reWrite();
Console.ReadLline();



this Keyword

The keyword this refers to the current instance of an object. It is
used in a variety of settings. Firstly it can be used in the case of

ambiguous and unrecommended naming.

For example:

public complex(double real)

{

this.real = real;

}

Here this distinguishes between the passed in real and the real of
the current object instance. This vagueness is preferably avoided by

using a sensible naming strategy.



namespace ConsoleApplicationl

{
class MyClass

{
public char ch;

public void Method1(char ch)
{

ch =ch;
}

{public void Method2(char ch) e file:///C:/Documents and Settings/Admin/Local Settings/A

this.ch = ch: ' CXOHWMKW cumBoa A

) Mcnoab3oBaHue MeTofa 6€3 Kawuyesoro caosa this:
Mcnoab30BaHWe METOfa C KAwyYesmM caosom this: A

}

class Program

{

static void Main()

{
char myCH ="A";
Console.WriteLine("WcxogHbin cumson {0}",myCH);

MyClass obj = new MyClass();

obj.Method1(myCH);
é:onﬁ)ole.WriteLine("I/IcrlonbsoBaHMe mMeToga 6e3 kno4eBoro crnoea this: {0}",

obj.ch);
obj.Method2(myCH);
Console.WriteLine("Wcnonb3oBaHne MeToaa c KIo4eBbIM CrioBoM this: {0}", obj.ch);
Console.ReadLline();

}

}
}



Static and Instance Members

The properties and methods of class can be either instance or static.

By default properties and methods are instance and this means that
they are to be used only with a specific instance of a class.

Sometimes it makes sense to have data and methods that operate
at a class level, that is, independently of any particular instance. Such
methods are prefixed with the keyword static in their declaration
and can only be accessed using the class name rather than through a
particular instance.

Static data and methods can be accessed/invoked inside in instance
methods however static methods can only access static data and
obviously don’t have access to the this object reference.



namespace ConsoleApplicationl

{

class myCircle

{

// 2 methods return area and long of circle
public static double SqrCircle(int radius)

{
}

return Math.Pl * radius * radius;

o file:/1C:Documents and Settings/Admin/Local Settings/App

public static double LongCircle(int radius) lrowans kpyra pamuycon 10 = 314,16
{ HHa Kpyra pasHa 62,83

return 2 * Math.PI * radius;

}
}

class Program
{
static void Main(string[] args)
{
intr=10;

// Use the methods of another class without creation an instance of this class
Console.WriteLine("lnowanab kpyra pagunycom {0} =
{1:4.##}",rmyCircle.SqrCircle(r));

Console.WriteLine("[nuHa kpyra paBHa {0:#.##}",myCircle.LongCircle(r));

Console.ReadLline();
}
}
}



There are some limitations for using static methods:

In the static method must be absent this reference, as such
method doesn’t work with any object;

In the static method allowed immediate call only other static
methods, but not an instance method of the same class. The fact
that the instance methods operate on the specific objects, and
static type method is not called for object;

Similar restrictions are imposed on the static data. For the static
method are directly accessible only to other static data defined in
its class.



Static keyword can be used for:

e Methods;

* Constructors;

e Classes;

* Properties (Data);



namespace ConsoleApplicationl

{
static class MyMath

{
static public int round(double d)

{

return (int)d;

}
static public double doub(double d)

{ o file:///C:fmyProject/ConsoleApplication6/ConsoleApy

return d - (int)d; McxonHoe uucao: 12.44

}

static public double sqr(double d) D Siacri

{ lposHas yacTb uucaa: 0,44
return d * d: panpar uucaa: 154,75
! BANpPATHLIM KOpeHb uucaa: 3,527

}
static public double sqrt(double d)

{

return Math.Sqrt(d);

}

class Program
{
static void Main(string[] args)
{
Console WriteLine("/cxogHoe uncno: 12.44\n\n-------------------- \n");
Console.WriteLine("Llenas yactb: {0}",MyMath.round(d: 12.44));
Console.WriteLine("Opo6Has yacTb uncna: {0}",MyMath.doub(d: 12.44));
Console.WriteLine("KBagpat unicna: {0:#.4#}",MyMath.sqr(d: 12.44));
Console.WriteLine("KBagpaTtHbii KOpeHb umcna: {0:#.4##}",MyMath.sqrt(d: 12.44));
Console.ReadLine();



Methods overloading

We already encountered overloading in the case of
constructors. We can apply the same logic to all methods, that
is we can create many versions of the same method, provided a
unique signature is present.

Overloading was developed to reduce the number of different
method names to be created by the programmer and it also
makes life easier for the end object user. Although there is no
restriction on what functionality goes into methods of the same
name, it makes good logical and functional sense that the
behavior should be in some way related. For example, a
method named add shouldn’t implement subtraction.



namespace ConsoleApplicationl

{

class Userlnfo

{
public void ui()

{
Console.WriteLine("lNycTon metog\n");
}
public void ui(string Name)
{
Console.WriteLine("Wmsi nonb3oBartens: {0}",Name);
}
public void ui(string Name, string Family)
{
Console.WriteLine("Wmsi nonb3oBatens: {0}\n®amunua nonb3oatens: {1}",Name,Family);
}
public void ui(string Name, string Family, byte Age)
{
Console WriteLine("msa nonb3oBatens: {0\n®amununsa nonb3osartensa: {1}\nBoapacrT: {2}", Name, Family, Age);
}
}
class Program
{
static void Main(string[] args)
{
Userl”f‘?()userl = new Userinfo(); e+ file://IC:Mocuments and Settings/Admin/Local S
userl.ui(); :
userl.ui("Epoxun", "AnekcaHap", 26); FIYCTOH  HeTOR
Console.ReadLline();

} fPamuaua noab3osarean: AaekcaHap
} Bospacrt: 26

Mia noab3osarean: Epoxuu




C# Properties

namespace ConsoleApplication4 namespace ConsoleApplication4
{ {

class Program glass Program

{ static void Main(string[] args)

static void Main(string[] args) {

{ calculator calc = new calculator();
calculator calc = new calculator(); calc.a = 10;
Console.WriteLine(calc.plus(10,15)); calc.b = 15;
Console.WriteLine(calc.minus(10, 15)); Console.Wr?teLine(caIc.plys());
Console.WriteLine(calc.division(10, 15)); Console.Wr!teL!ne(calc.rrTlr']u_s());

T _ Console.WriteLine(calc.division());
Console.WriteLine(calc.multip(10, 15)); Console.WriteLine(calc.multip());
Console.ReadLine(); Console.ReadLine();

} }

} }
class calculator class calculator
{

{

. . : publicint a, b;
public int plus(int a,int b) { return a + b; }

public int plus() { return a + b; }

public int minus(int a, int b) { returna - b; } public int minus() { return a - b; }
public int division(int a, int b) { returna / b; } public int division() { return a / b; }
public int multip(int a, int b) { return a * b; } public int multip() { returna * b; }
} }
}



Thank youl!



