MHOXeCTBEeHO HacieaaBaHe

HacT 1



KakBO € MHOXeCTBEeHO HacneasisaHe?

* [lpon3BoageH Knac c noseye OoT eAnH OCHOBEH Knac

e [1pON3BOAHUAT K/1aC KOMOMHMPA XapakTEPUCTUKNTE N NOBEAEHNETO
Ha BCUYKUTE CU OCHOBHW K/lacoBe

e [lpumep:
class Bot : public Player, public Al { ... };

Player N @




dunsnvecko npeacrtaBsHe

Bot
Player Al
name points algorithm threshold difficulty
\J y
Player::Player Al::Al

= Player::setPoints = Bot::Bot Al::setThreshold
E‘ Player::print @ Bot::print < Al::print
a Player::getName Bot::getDifficulty Al:.:getAlgorithm




JKM3HEeH UMKbA Ha OOEKT OT NPOM3BOAEH Kac

3a o6ekTa ca 3a7en1a naMeT (Ha cTeka unn B AMHaMuUYHaTa namer)

13BMKBa Ce KOHCTPYKTOP, KOUTO

— W3BUKBA KOHCTPYKTOPUTE Ha OCHOBHUTE KN1AaCOBE B pefa Ha HacseasaBaHe
— W3BMKBA KOHCTPYKTOPUTE HA BCUYKN CbAbPXKAHN 00EKTU

... (pabota c obekTa)

[locTura ce Kpas Ha ob6siacTrta Ha ,CI,EI7ICTBI/I€ Ha o6eKTa

13BMKBa ce NeCTPYKTOpP, KOWUTO

— WN3BMKBA OECTPYKTOPUTE HA BCUYKM CbAbPXAHN 06EKTH

- M3BUKBA [ECTPYKTOPUTE Ha BCMYKM OCHOBHM K/1lacoBe B pef ob6paTeH Ha peja Ha
HacneasiBaHe

[TameTTa Ha ob6ekTa ce ocBobOXAaBa



KOHCTPYKTOPU

e KOHCTpYKTOpUTE Ha NPOM3BOAHUS KNnac TpsibBa Aa yKa3BaT Kak Cce
KOHCTPYyMparT BCsiKa efiHa OT Hac/leleHNTe YacTu

— aKO 3a HSKOW OT OCHOBHUTE K/1ACOBE He € YKa3aH Kol KOHCTPYKTOp Aa ce
N3BUKA, TOraBa ce M3BMKa TO3W No nogpasbupaHe

e [lpnmep:
Bot::Bot(char const* _name, int _pts, char const* _algo,
double _threshold, int _difficulty)
. Player(_name, pts), Al(_algo, _threshold), difficulty(_difficulty)



[lecTpyKTopn

« JlecTpyKTOpuUTE HAa OCHOBHUTE K/1ACOBE CE BUKAT aBTOMAaTUYHO



[MpenednHnpaHn yHKU N

* [peaeunHupaHnTe PyHKLMM MoraT Aa U3BMKaT CbOTBETHA
(PYHKUNSA BbB BCEKN €AMH OT OCHOBHUTE K/1acOBEe

e [lpumep:
void Bot::print() const {
Player::print();
Al::print();
cout << ,HmBO Ha TpyaHocT: , << difficulty << endl;

}



[onamaTa YeTBopkKa

CUCTEMHO reHepupaHnTe METOAN OT ronisiMara YeTBopKa npaBsAT
TOBa, KOETO TpsAbBa

KOHCTPYKTOPBT NO nogpaldnpaHe Ha NPOU3BOAHUS Knac U3BMKBaA
CBbOTBETHUTE KOHCTPYKTOPW MO noapasbupaHe Ha OCHOBHUTE
K/lacoBe

KOHCTPYKTOPBT 3a KonupaHe Ha NPou3BOAHMS Klac U3BMKBA
CBbOTBETHUTE KOHCTPYKTOPW 3a KONMpaHe Ha OCHOBHUTE K/1acOBe

OnepaunaTa 3a npuceosaABaHe Ha NpPon3BOAHUA Kac N3BUKBa
CbOTBETHUTE Oonepaunn 3a npmncBosiBaHe Ha OCHOBHUTE K/1aCOBE

BuHaru pegbT e CbLUUAT KaTo peja Ha HacnegsiBaHe



Mpo6nemn Npy MHOXECTBEHOTO HacneasBaHe

« YcnoxHsiBa ce liepapxusita (ctaBa no-TpyaHa 3a noagbpxaHe)

e [IBycMUCAULUM NPN OOPBLLUEHUA KbM KOMMOHEHTU Ha Knac
— KOA OT HAKOJIKOTO HacsiedeHN KOMIMOHEHTUN CE€ NMa I'Ipe,EI,BI/I,CI,?
e [lpumep:
bool Player::operator>(Player const& p) const
{ return points > p.points; }
bool Al::operator>(Al const& ai) const
{ return threshold > ai.threshold; }

« Bot botl(,Deep Thought®, 20, ,minimax®, 3.8, 5),
bot2(,HAL 9000 40, ,alpha-beta“, 1.9, 15);

« If (botl > bot2) cout << botl <<, e no-go6bLP;



KOCBeHO NMOBTOPHO HacsieasaBaHe

e Deadly Diamond of Death



dunsnvecko npeacrtaBsHe

Boss
Bot Hero
Player Al Player
name points algorithm threshold difficulty name points level damage

» Bcsdka komnoHeHTa Ha Player ce nosTaps

« Kos HacnegeHa KkomnoHeHTa LWe BbpHe (Player)boss?
* AKo Boss b, kakBo Le BbpHe b.getName()?

« PasanBosaBaHe Ha nuyHocTtTal

» KakBO BCbLUHOCT UCkame aa ce nosay4vmn?



>KenaHoTto don3nyecko npeacraBaHe

Boss
Player Hero Bot
Al
name points level algorithm threshold difficulty damage

* lckame ga paspeLlum HeeHO3HAYHOCTTa KaTo noaabp)Kame
eJMHCTBEHO Konne Ha o0LLMs Npa-OCHOBEH Kac

« [Mpobnem: HapyllaBame CTpPyKTypaTta Ha liepapxusaral

* AKO npeo6pasysame Bot ao Bot, HAMa ga moxem fa ro
npeobpasyBame nocne o Player!
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