1)What is OOPs? 
Ans: Object oriented programming organizes a program around its data,i.e.,objects and a set of well defined interfaces to that data.An object-oriented program can be characterized as data controlling access to code.

2)What is the difference between Assignment and Initialization?
Ans: Assignment can be done as many times as desired whereas initialization can be done only once.

3)what is the difference between Procedural and OOPs?
Ans: a) In procedural program, programming logic follows certain procedures and the instructions are executed one after another. In OOPs program, unit of program is object, which is nothing but combination of data and code.
b) In procedural program,data is exposed to the whole program whereas in OOPs program,it is accessible with in the object and which in turn assures the security of the code.

4)What are Encapsulation, Inheritance and Polymorphism?
Ans: Encapsulation is the mechanism that binds together code and data it manipulates and keeps both safe from outside interference and misuse.
Inheritance is the process by which one object acquires the properties of another object.
Polymorphism is the feature that allows one interface to be used for general class actions


5)What are Class, Constructor and Primitive data types?
Ans: Class is a template for multiple objects with similar features and it is a blue print for objects. It defines a type of object according to the data the object can hold and the operations the object can perform. Constructor is a special kind of method that determines how an object is initialized when created.
Primitive data types are also called as basic data types and are of 8 types and they are: 
byte, short, int, long,float, double,boolean,char

6)What is an Object and how do you allocate memory to it?
Ans: Object is an instance of a class and it is a software unit that combines a structured set of data with a set of operations for inspecting and manipulating that data. When an object is created using new operator, memory is allocated to it.


7)What is the difference between constructor and method?
Ans: Constructor will be automatically invoked when an object is created whereas method has to be called explicitly.


8)What are methods and how are they defined?
Ans: Methods are functions that operate on instances of classes in which they are defined. Objects can communicate with each other using methods and can call methods in other classes.
Method definition has four parts. They are name of the method, type of object or primitive type the method returns, a list of parameters and the body of the method. A method's signature is a combination of the first three parts mentioned above.

9)How many ways can an argument be passed to a subroutine and explain them?
Ans: An argument can be passed in two ways. They are passing by value and passing by reference.
Passing by value: This method copies the value of an argument into the formal parameter of the subroutine.
Passing by reference: In this method, a reference to an argument (not the value of the argument) is passed to 
the parameter. 


10)What are different types of access modifiers?
Ans: public: Any thing declared as public can be accessed from anywhere.
private: Any thing declared as private can't be seen outside of its class.
protected: Any thing declared as protected can be accessed by classes in the same package and subclasses in the other packages.
default modifier : Can be accessed only to classes in the same package.

11)What is method overloading and method overriding?
Ans: Method overloading: When  methods in a class having the same method name with different arguments is said to be method overloading.

Method overriding : When  methods in a class having the same method name with same arguments is said to be method overriding.

12)What is difference between overloading and overriding?
Ans: a) In overloading, there is a relationship between methods available in the same class whereas in overriding, there is relationship between a superclass method and subclass method.
b) Overloading does not block inheritance from the superclass whereas overriding blocks inheritance from the superclass.
c) In overloading, separate methods share the same name whereas in overriding,subclass method replaces the superclass. 
d) Overloading must have different method signatures whereas overriding must have same signature.
13)What do you mean by Object Slicing?

Ans: When a derived class object is assigned to a base class, only the base class's part of content in the derived object are copied to the base class, leaving behind the derived class specific contents. This is referred as Object Slicing.

Class Base
{
public int i;
};

class Derived : public Base
{
public int j;
};

int main()
{
Base objB;
Derived objD;
objB = objD; 
//Here objD contains both i and j. 
//But only i is copied to objB.
}
14)What is message passing in object oriented programming?
Ans: Message passing is a method by which an object sends data to another object or requests other object to invoke method. This is also known as interfacing. It acts like a messenger from one object to other object to convey specific instructions.
15) What are the advantages of OOPs?
Ans: The major advantages of OOPs are: 

1. Simplicity: 
Software objects model real world objects, so the complexity is reduced and the program structure is very clear. 

2. Modularity: 
Each object forms a separate entity whose internal workings are decoupled from other parts of the system. 

3. Modifiability: 
It is easy to make minor changes in the data representation or the procedures in an OO program. Changes inside a class do not affect any other part of a program, since the only public interface that the external world has to a class is through the use of methods.

4. Extensibility: 
Adding new features or responding to changing operating environments can be solved by introducing a few new objects and modifying some existing ones.

5. Maintainability: 
Objects can be maintained separately, making locating and fixing problems easier.

6. Re-usability: 
Objects can be reused in different programs.
16) What is Operator Overloading?
Ans: The operator overloading is a specific case of polymorphisms in which some or all of operators like +, -, %, etc. are treated as polymorphic functions and as such have different behaviors depending on the types of its operands.
17) What is Method Overriding?
Ans: Method overriding allows a subclass to override a specific implementation of a method that is already provided by one of its super classes.
A subclass can give its own definition of methods but need to have the same signature as the method in its super class. This means that when overriding a method the subclass's method has to have the same name and parameter list as the super class's overridden method.
18) What is Method Overloading?
Ans: Method overloading is the ability to define several methods all with the same name.
19) What is the Difference between Class and Object?
Ans: A Class is actually a blueprint or a template to create an Object. Whereas an Object is a an actual instance of a Class. For example Employee ia a class, while John is a real employee which is an Object of Employee Class.
20) What is Polymorphism?
Ans: Polymorphism is an ability to appear in many forms. It refers to the ability of the system to call correct implementation of methods with the same name. For example, Engineer as well as Manager class might have a method called CalculateSalary(). However, at runtime depending on whether the underlying object is of type Engineer or Manager correct version of the method is called.
21) What is Inheritance?
Ans: In OOPs terminology, inheritance is a way to form new classes using classes that have already been defined. Inheritance is intended to help reuse existing code with little or no modification. The new classes, known as derived classes, inherit attributes and behavior of the pre-existing classes, which are referred to as base classes.
22) What is Abstraction?
Ans: Abstraction is the process of generalization by reducing the information content of an entity, typically to retain only information which is relevant for a particular purpose. For example, an Employee has various attributes like name, skin color, age, hair color, etc. But we consider only those attributes of employees which are required and relevent to program a system.
23) What is Encapsulation?
Ans: In OOPs terminology, Encapsulation refers to encapsulating data with the methods that operates on that data. Encapsulation is generally used interchangeably for information hiding. Each object typically deals with some kind of data or the other. Not all the data needs to be exposed to other objects. This can be controlled via data encapsulation.

