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* NMonnmopdusm (abctpakuma)
* HKancynayua

* HacnepoBaHue



KaK obls1o Ha C

enum Type struct Object
{ {

Square, // Object type

Circle, Type id;

Triangle // Object parameters
|5 inta, b, c;

// Handle

int InitSquare(Object *pObj, ...); Handle h;
int InitCircle(Object *pObj, ...); };

int InitTriangle(Object *pObj, ...);

void DrawSquare(Object *pObj, ...);
void DrawCircle(Object *pObj, ...);
void DrawTriangle(Object *pObj, ...);

void CloseSquare(Object *pObj, ...);
void CloseCircle(Object *pObj, ...);
void CloseTriangle(Object *pObj, ...);



KaK obls1o Ha C

Object obj;

switch (obj.id)
{
case Square:
res = InitSquare(&obj, ...);
break;
case Circle:
res = InitCircle(&obj, ...);
break;
case Triangle:
res = InitTriangle(&obj, ...);
break;
default:
break;



Kak 6b1210 Ha C

struct Object

{

/£ Objecttype
// Pointer to Init function

int (*Init)(Object *pObj, ...);
// Pointer to Draw function

void (*Draw)(Object *pObij, ...);

// Pointer to Close function

void (*Close)(Object *pObj, ...);

// Object parameters
inta, b, c;
// Handle
Handle h;



KaK obls1o Ha C

struct Object

{

// Pointer to Init function
int (*Init)(Object *pObj, ...);
// Pointer to Draw function

void (*Draw)(Object *pObj, ...);

// Pointer to Close function

void (*Close)(Object *pObj, ...);

// Object parameters
inta, b, c;
// Handle
Handle h;

>

InitTriangle

>

DrawTriangle

>

CloseTriangle




KaK obls1o Ha C

Object *pObj;

pObj = malloc(sizeof(Object));
PrepareFunctionPointers(pObj, Triangle);
res = pObj->Init(pObj, ...);
pObj->Draw(pObj, ...);

pObj->Close(pObj, ...);
free(pObij);



Kak 6b1210 Ha C

struct Object

// Pointer to function table
const FuncTable *table;

// Object parameters
inta, b, c;
// Handle
Handle h;

struct FuncTable

{

// Pointer to Init function
int (*Init)(Object *pObj, ...);
// Pointer to Draw function

void (*Draw)(Object *pObj, ...);

// Pointer to Close function

void (*Close)(Object *pObj, ...);



Kak 6b1210 Ha C

struct Object struct FuncTable

{

// Pointer to function table // Pointer to Init function ‘
const FuncTable *table; int (*Init)(Object *pObj, ...);

// Pointer to Draw function
// Object parameters

inta, b, c; // Pointer to Close function
// Handle void (*Close)(Object *pObj, ...);
Handle h; b

void (*Draw)(Object *pObj, ...);

InitTriangle

DrawTriangle

CloseTriangle
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KaK obls1o Ha C

A

struct FuncTable for Triangle

struct FuncTable for Circle

InitTriangle

DrawTriangle

CloseTriangle

>
—
—
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CloseCicrle DrawCircle InitCircle




KaK obls1o Ha C

Object *pObj;

pObj = malloc(sizeof(Object));
PrepareFunctionPointers(pObj, Triangle);

res = pObj->tali(@Chjjt(gObj, ...);
pObj->Cariale{pDraiw(QObj, ...);

pObj->tbse{pQbje(dDbj, ...);
free(pObij);



Kak 6b1/10 M KaK CTano

Object *pObj; Object *pObj;

pObj = malloc(sizeof (POJEct)pew Triangle;
PrepareFunctionPointers(pObj, Triangle);
res = pObj->table->IniHpO pQbj}>Init(...);
pObj->table->Draw(pp®hj->Draw(...);

pObj->table->Close(pddete. hObj;
free(pObj);
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KaK ctano Ha C++ Triangle:
Triangle
struct FuncTable for Triangle
P Triangle::Init
: Triangle::Dra
w
—>| Triangle::~
struct FuncTable for Circle
1’ Y
Circle:: Circle Circle::~ Circle::Draw Circle::Init




KaK 6b1710 U KaK cTano

Object *pObj; Object *pObj;

pObj = malloc(sizeof(Object)); pObj = new Triangle;
PrepareFunctionPointers(pQObj, Triangle);

res = pObj->table->Init(pObj, ...); res = pObj->Init(...);
pObj->table->Draw(pObj, ...); pObj->Draw(...);
pObj->table->Close(pObj, ...); delete pObj;

free(pObj);



Kak ctano Ha C++

pObj = new Triangle;

pObj = malloc(sizeof(Triangle);
pObj->table = &FuncTableTriangle;
mov ecx, [pObj]

call Triangle::Triangle();



Kak ctano Ha C++

AN

struct FuncTable for Triangle

Triangle::
Triangle

>

Triangle::Init

Triangle::Dra
w

Triangle::™




KaK 6b1710 U KaK cTano

Object *pObj; Object *pObj;

pObj = malloc(sizeof(Object)); pObj = new Triangle;
PrepareFunctionPointers(pObj, Triangle);

res = pObj->table->Init(pObj, ...); res = pObj->Init(...);
pObj->table->Draw(pObj, ...); pObj->Draw(...);
pObj->table->Close(pObj, ...); delete pObj;

free(pObj);



Kak ctano Ha C++

res = pObj->Init(...);
mov ecx, [pObj]
call pObj->table->Init(...)



Kak ctano Ha C++
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Triangle::
Triangle
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>

Triangle::Init

Triangle::Dra
w

Triangle::™




KaK 6b1710 U KaK cTano

Object *pObj; Object *pObj;

pObj = malloc(sizeof(Object)); pObj = new Triangle;
PrepareFunctionPointers(pObj, Triangle);

res = pObj->table->Init(pObj, ...); res = pObj->Init(...);
pObj->table->Draw(pObj, ...); pObj->Draw(...);
pObj->table->Close(pObj, ...); delete pObj;

free(pObj);



Kak ctano Ha C++

delete pObj;

mov ecx, [pObj]

call pObj->table->~Triangle()
free(pObj)



Kak ctano Ha C++
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struct FuncTable for Triangle

Triangle::
Triangle
P Triangle::Init
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Kak ctano Ha C++
Object *pObyj;
pObj = new Triangle;

res = pObj->Init(...);
pObj->Draw(...);

delete pObj;



Kak ctano Ha C++

class Square class Circle class Triangle

{ { {

public: public: public:
// Destructor // Destructor // Destructor
~Square (void); ~Circle(void); ~Triangle(void);

// Initialize the object // Initialize the object // Initialize the object

res Init(...); res Init(...); res Init(...);

// Draw the object // Draw the object // Draw the object
void Draw(...); void Draw(...); void Draw(...);

// Close the object // Close the object // Close the object
void Close(...); void Close(...); void Close(...);

|5 I3 I



C++: HacnepoBaHue

class Object

{

public:

// Destructor
virtual
~Object(void) = 0;
// Initialize the object
virtual

res Init(...) = 0;

// Draw the object
virtual

void Draw(...) = 0;
// Close the object
virtual

void Close(...) = 0;

class Circle

{

public:

|5

// Constructor
Circle(void);
// Destructor

~Circle(void);
// Initialize the object

res Init(...);
// Draw the object

void Draw(...);
// Close the object

void Close(...);

class Circle : public Object

{

public:

// Constructor
Circle(void);

// Destructor
virtual
~Circle(void);

// Initialize the object
virtual

res Init(...);

// Draw the object
virtual

void Draw(...);

// Close the object
virtual

void Close(...);

Qe
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C++: noammopdpusm

Square
riangle

void PrintArea(Object *pObj)
{

}

printf("Object area is %u\n", pObj->Area());



C++: MHKancynaums
Object *pObyj;
pObj = GesatETaingigle();

res = pObj->Init(...);
pObj->Draw(...);

delete pObj;



C++:HacnepgoBaHuUe

Object /< @

class Object class Circle : public Object class Ball : public Circle
{ { {
public: public: public:
// Destructor
|5 |5 virtual
~Ball(void) ;
// Draw the ball
virtual

void Draw(...);

// Get the volume
virtual

int Volume(...);



C++:HacnepgoBaHuUe

struct FuncTable for Ball Ball::Ball
B L) Ball::Draw
—> Ball::~
CD\ struct FuncTable for Circle > Ball::Volume
j’ Y lv
Circle:: Circle Circle::™ Circle::Draw Circle::Init




C++:HacnepgoBaHuUe

class Object

{

public:

// Destructor
virtual
~Object(void) = 0;
// Initialize the object
virtual

res Init(...) = 0;

// Draw the object
virtual

void Draw(...) = 0;
// Close the object
virtual

void Close(...) = 0;

class Circle : public Object
{
public:
// Constructor
Circle(void);

protected:
int x,y;
int radius;

I

class Ball : public Circle
{
public:
// Constructor
Ball(void);

protected:
int z;
float delta;
int k;

7



C++:HacnepgoBaHuUe

vtable

X

y

radius

/

struct FuncTable for Ball

Init

Draw

~Ball

Volume




C++:HacnepgoBaHuUe

struct FuncTable for Ball
vtable / Init

X Draw

i ~Ball
radius Volume
Z

delta

k




C++: KOHCTPYKUMA OO BEKTA

struct FuncTable for Ball Ball::Ball

L) Ball::Draw

—_—> Ball::~

struct FuncTable for Circle | Ball::Volume

51 Ul

Circle:: Circle Circle::~ Circle::Draw Circle::Init




C++: pectpykuma obbeKTa

struct FuncTable for Ball Ball::Ball
B L) Ball::Draw
—> Ball::~
struct FuncTable for Circle > Ball::Volume
j’ Y lv
Circle:: Circle Circle::™ Circle::Draw Circle::Init




C++: HNUYero cnoyxHoro




[ToxkenaHusa

* Yynte accembnep
* MMnwmnte yacto Ha C n C++ ona cebs

o [lymainTe, Kak bbl peann3oBanm 31O Bbl



