BuptyasiHu (yHKUNU



CtatnyHo cBbp3BaHe

e Kak KoMnuiaTopbT n3bmpa Ko MeTon Uimn Kost
cbyHKUMS ga 6bae n3BuKaHa?

 [TpaBun ce cpaBHeHNE Mexay hopMasIHU U
thakTrnyeckn napameTpun 1n ce n3drpa Hah-TOYHOTO
cbBnageHue

— B C/ly4yaun, Ye nMa HSKOJIKO Hal-TOYHW, rpeLlKa 3a
HeeqHO3HAaYHOCT

 BaxkHO: MeToAbT, KOUTO LLE Cce U3BUKa Ce
npeaonpenensa no BpemMe Ha kKomnuniauma n npu
BCAKO M3MbJ/IHEHME € eANH U CblLL



CTaTU4yHO CBbP3BaHe

e [1pnmep:

Player* pp = new Hero(,Gandalf“, 45, 15);
« Kon meTtoa uie nisunka pp->print()?

- Hero::print unn Player::print?

— NoACKa3Ka: Koe OT ABeTe MOXe aa ce onpeaenn cbe
CUIYPHOCT MO BpemMe Ha komnuiaumsa, a He rno Bpeme
Ha N3Nb/IHEHNe?

 CBbp3BaHETOo Mo BpeMe Ha komnunauua Hapruame
cTaTu4yHO nnu paHHo (early binding)

« B C++ no nogpasbmpaHe CBbpP3BaHETO € CTATUYHO

- Ma e3nuUu, B KOUTO No noapasdmpaHe He e cTaTu4yHo!



3allo camMo CTaTUYHO CBbP3BaHe He cTura

e [1pnmep:
Player* pp = NULL; char c;
cin >> C;
If (c =='b") pp = new Bot;
If (c =="'h") pp = new Hero;

i.l;.(pp 1= NULL) pp->print(); // Player::print

« HAMa Kak KoMnNnnaTtopbubT Aa 3Hae KakBo Lie
BbBeae NoTpedbunTenaT, 3aToBa ce ,3a/1ara Ha
CUTYPHOTO"

» Kak MOoXem fa Hanpasum Taka, ye aa ce n3Bumka
,TO31 MeToA, KOUTO Tpsabea“?



3allo camMo CTaTUYHO CBbP3BaHe He cTura

PeweHne Nol:

Player* pp = NULL; char c;
cin >> C;

If (c =='b") pp = new Bot;

If (c =="'h") pp = new Hero;

if (pp = NULL) {
if (c =="D’) ((Bot*)pp)->print();
if (¢ =="h") ((Hero*)pp)->print();
}



3allo camMo CTaTUYHO CBbP3BaHe He cTura

PelueHne Ne2:
const int PLAYER =0, HERO =1, BOT = 2;
struct SmartPlayer {
Player* player;
Int type;
void print() const {
If (type == PLAYER) player->print();
If (type == HERO) ((Hero const*)player)->print();
If (type == BOT) ((Bot const*)player)->print();
}
I
SmartPlayer pp = { NULL, PLAYER }; char c;
cin >> c;
If (c =="h") { pp.player = new Hero; pp.type = HERO; }
If (c =="'b") { pp.player = new Bot; pp.type = BOT, }
pp.print();




3allo camMo CTaTUYHO CBbP3BaHe He cTura

* |/ nBeTe pelleHnda He ca Hanb/IHO A06pK, MOHEXe
M3nckKBart nporpamara ga ,,mIoOMHU" AONB/THNTESTHA
Hella...

* Konko xy6aBo 61 6110, ako MOXelle CbC
Cb30aBaHETO CU 0OEKTHLT Aa nma ,,eTUKET" U Mo
BpemMe Ha U3nb/IHEHME eTUKETBT Ce U3N0J13Ba, 3a
fla ce onpenenn Kom MeToa Aa ce n3Buka



[IMNHaAMNYHO CBbp3BaHe

e [1pn anHamn4HOTO (KbCHO) CBbP3BaHe (late
binding) MeToabT, KOUTO LLIEe Ce N3BKUKa, ce
onpenend no Bpeme Ha n3nb/IHEHUE

* N3BMKBA CE€ METOABLT Ha TO3U K/1ac, OT KOWTO
BCBHLUHOCT € AafIeHNAT 06eKT

— He3aBMCUMO 4e yKasatenaTt Mmoxe aa e aedouHupaH
KbM 0a30B Knac




BupTyasiHn uneH-pyHKLnm

B C++ AMHaMMYHOTO CBbP3BaHe MOXe Aa ce BK/HUM 3a
BCAKa oTAeNHa YieH-PYHKUKA, KaTo T ce 068BU KaTto
BUpTyasiHa

e virtual <curHatypa>;
e KnacoBe c BUPTYasIHU pyHKLUWN ce HapuyaTt NnoAMMOP¢HU

e [1pnmepu:
class Player { ... virtual void print() const; ... };
Player p, *pp = &p;
op->print(); // Player::print()
Hero h; pp = &h;
op->print(); // Hero::print()
Bot b; pp = &b;
pp->print(); // Bot::print()




Oco6eHOCTN Ha BUPTYa/THUTE oyHKLIUK

e CaMo YneH-pyHKUMM MoraTt ga 6baaT BUPTYyasTHU

 KOHCTpYKTOpUTE HE MoraT Aa ca BUpTyasTHK
— Te ce U3BWKBarT ,npean” 06eKTsLT Aa e Cbh3aaaeH
e CTaTUYHNTE YNEH-PYHKLUNN HEe MOoraT Aa ca BUpTyasiHuU

— Te morar a ce u3BukKBar 6e3 06eKT
 Hacneaapalliara yieH-PyHKUNA B NPOU3BOAHUA Knac

TPA

6Ba fga e CbC Cchbllara curHarypa

— aKo curHatypara e pas/inyHa, ToBa e gpyra yHKLUMS

- HacfieggasalluTe (PyHKUUM ca aBTOMATUYHO BUPTYasTHU U
3anaseHara ayma virtual moxe ga ce nponycHe

neoc

virtual ce nuiie camo npea aeknapaunaTa, He npea

OMHULMATA



BnanMmMocT Ha BUPTYaUTHU (PYHKLNN

e [1paBnno:
BuanmocTTa Ha eAHa BUpPTyasiHa (PyHKLUKA ce
onpenens ot BUAMMOCTTA M B K/laca Ha 00eKTa,
(ykasaTens, ncesgoHnuma), npe3 KOUTo ce U3BUKBa

e TOBa 0O3HayaBa /n, 4e:

— MOXe private BUpTyasiHa (OyHKUMA Na ce N3BKKa U3BLH
Knaca?

— HAMa CMUCH/1 BUPTYyasiHa (PYHKLUMA B OCHOBHUA K/lac aa
e private nnu protected, NnoHeXe HAMa Kak aia ce
N3BMKa?

— OCHOBHWUAT K/lac, KOUTO CbAbp)Ka BUpPTyasiHaTa
doyHKUMSA, TPAGBa Aa e HacneneH ¢ public?




3BMKBaHE Ha BUPTYaUTHN (OYHKLMW

KakBo cTaBa ako BMpTyasiHa pyHKUMA, Ce U3BMKa:
* ypes 06eKT
- Player p; p.print();
— CTaTU4YHO CBbP3BaHe, NoHeXxe TUNbLT ce 3Hae npeaBapuTesiHo
* ypes ykasares
- Player* pp = &h; pp->print();
— AMHAMWUYHO CBbp3BaHe
* ypes nceBAoHUM
- Player& ap = b; ap.print();
— eKBMBAJ/IEHTHO Ha ykasaTe/, AMHaMWYHO CBbpP3BaHe
* ypes ykaspaHe Ha 06/1acT
- Player::print();
— CTaTU4HO CBbp3BaHe, yKkasaim CMe KO MeTof, Aa Ce U3BuKa



3BMKBaHE Ha BUPTYaUTHN (OYHKLMW

KakBO cTaBa ako BNPTYaJTHaA PYHKLUUA, CE€ N3BUKA.
* OT YNeH-PYHKUNA
- void Player::f() { ... print(); ... }

— eKBMBaAJIEHTHO Ha U3BMKBaHe npes this, AMHaAMNYHO
CBbp3BaHe!

* OT KOHCTPYKTOP Ha OCHOBEH Knac
- Player::Player() { print(); }

— CTATUYHO CBbpP3BaHe, 06eKTHbT OT NPOU3BOAEH K/lac OLle He
e NnocTpoeH!

* OT JECTPYKTOP HA OCHOBEH Kac
- Player::~Player() { print(); }

— CTaTUYHO CBbp3BaHe, 06eKTHbT OT NPOU3BOAHUA K/lac BeYe e
paspyLueH!




KocBeHO AHaMWN4YHO CBbp3BaHe

void Player::prettyPrint() const {
COoUt <<, ---------- [ Player Info ] --------- “

AKOo Hero h; kakBo Le n3pepar:
 Player p = h: p_prettyPrint();

e P ayer& ap = h; ap.prettyPrint();



KocBeHO AHaMWN4YHO CBbp3BaHe

void Player::prettyPrint() const {
cout <<, ---------- | Player Info | --------- “

AKO Hero h; KakBo Lle 1n3Beaar:
* Player p = h; p.prettyPrint();
e P ayer* pp p— &h, pp->prettyPrInt(),

e Player& ap = h; ap.prettyPrint();

* /1I3BOA: ,,BupTyanHocTtTa® aBTOMaTu4HO ce
pasnpocTtupa u cpen YneH-pyHKUNnTe, KOUTo
N3BUKBAT BUPTYaUTHU Y/1eH-QPYHKLINK!



Kosi peasiHa doyHKLMS LLE Ce U3BUKA?

e He e 3ab/HKUTENHO BUPTYasiHa OYHKUMSA Aa MMa HOBa
peasi3aumsi BbB BCEKM NPOU3BOAEH K/ac

* I36mpa ce BupTyasiHaTa (PyHKUUA, KOATO € ,Hau-
6/11M3K0" A0 Knaca, OT KOUTO e obeKTa

— final overrider
— TbPCW Ce OTA0/MYy-Harope

 [Tpn MHOXECTBEHO HacnegsiBaHe MoraT Aa ce nonaydyar
HeegHO3HAYHOCTH

— ako Boss He gedomnHumpalue print(), KakBo Lielle ga ussene
CNnepHuAT Koa?
Boss b; Player* pp = &b; pp->print();

- HeeJHO3HAYHOCTTa Ce BMXaa oLle Nno BpeMe Ha Komnunaums!



MexaHn3bM Ha BUpTyasiHuTe Tabnuum

e Kak nporpamara pewiaBa no Bpeme Ha U3nbJ/IHEHNE
KO MeToA Aa ce N3MbJHN?

e 3a BCEKU Knac C BUPTyasiHMN (PYHKUMKM ce Ccb3haBa
Tabnuua c ykasarenn KkbM Tax (BUpPTyasiHa Tadnuua)

e 3a BCEKN 0OEKT C BUPTYaUTHN (PYHKLUUN B HAYaU10TO CE
NnocTaBs yKasaten KbM BUPTYyasiHa Tadnuua

* [pn oMHAMMUYHO CBbP3BaHe, ce cny4Ba C/1eaHOoTO:

— KOMMMNaTopbT U34ncsaBa HoMepa | Ha U3BMKBaHarta
BUpTyanHarta yHKUNA

— KOMMUIATOPbT reHepupa Kog, KOMTo

e Hamupa i-Tus yKkasaTes BbB BUpTyasiHaTa Tabnuua Ha ob6ekTa
* N3BUKBA PYHKLMATA, KOSITO CE COUMN OT TO3M yKa3aTes



MexaHn3bM Ha BUPTYaUTHUTE Tabnmum

vy
Hero::Hero Player::Player Bot::Bot
o Hero::setlLevel = Person::setName e Bot::setDifficulty
:?:, Hero::print % E‘ Player::print < 0 Bot::print -
Hero::getLevel a Player::getPoints Bot::getDifficulty
Hero VTable Player VTable » Bot VTable
>
Player
vptr name id
Hero
Player
— vptr name points level




BupTyasiHu Tabnnum n MHOXXECTBEHO HacneasdaBaHe

* [1py MHOXXECTBEHO Hac/leasiBaHe ce cb3aasa Mo
efHa BMpTyasiHa Tabnmua 3a BCEKM OCHOBEH Kiac

e BbB BCEKM 0OEKT MMa Mo eAyH yKaszaTen KbM
BUPTYa/IHa Tabnmua 3a BCEKM OCHOBEH K/lac

 AKO MMaMe 1 BUPTYyaUTHO HacnegsasaHe,
npeacTaBsAHETO cTaBa OLe Mo-C/I0XKHO

e 3a llacTue, B paMkKUTe Ha TO3M Kypc HAMa aAa
nuwem komnunatop 3a C++ ©



Tunosa MHPopmauna rno Bpeme Ha nsnbvaHeHue (RTTI)

B C++ nma mexaHm3bM 3a HaMUpaHe Ha Tuna Ha
naneH 00eKkT No BpemMme Ha U3nbJ/IHEHME

e typeid(<nzpas>)
* BpbLUA 00eKT OT Tun type_info

— akKo <u3pas> e lvalue oT nosiIMMOpdoeH Knac, Bpblia
ANHAMUYHUA TUMN Ha <n3pas>

- MHauye, BpPblla cTaTUYHUSA TUN Ha <n3pas>
* MOXeTe Oa NosiydnTe MMEeTO Ha AaleH TUM

— cout << typeid(pp).name() << '' << typeid(*pp).name();
e 1Ba TUMa Morart fia ce cpaBHABAT C == UIN |=

- typeid(p) != typeid(s), typeid(*pp) == typeid(Student)



BupTtyasiHn AecTpyKTopun

* Player* pp = new Bot; ... delete pp;
e KoM AeCTPYKTOP Le ce n3BMKa?



BupTyautHn OeCTPYKTOPW

* Player* pp = new Bot; ... delete pp;
» Ko OecTpyKTop Lie ce n3Bmka?

- CTaTU4HO CBbP3BaHe, AeCTPYKTOPBT Ha Player

- AMHamMmnyHaTa namet Ha Bot ocTtaBa HeocBobodeHA
(n3TyaHe Ha namer)!

* l/ickame ga ce BUKa NPaBUTHUAT AeCTPYKTop!

« Moxem aa geknapupame gecTpykropa Kato
BUpTYyasieH

e ToraBa CBbp3BaHETO € ANHaAMWYHO U Le ce
N3BMKa OECTPYKTOPHLT Ha Bot
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