CoBMecCTHOE UCII0JIb30BaHUE.
Ileperpyska onepanmuu



double abs(double x);
int abs(int x);

abs(1);
abs(1.0);



class Buffer
{ private:
char *p;
int size;
protected:
Buffer(int s, char *np) {size = s; p = np; }
public:
Buffer(int s) {p = new char[size = s]; }

i



IIpouecc noucka nmoaxoasiiei QyHKIMU U3 MHOKECTBA

MEPErPY>KEHHBIX 3aKJIIOYACTCS B HAXO0KACHUY HAWJTYYIIIErO
COOTBETCTBHUS TUIOB (DOPMATIbHBIX U (PAKTUYECKUX APTYMEHTOB. ITO
OCYIIECTBISACTCA ITyTEM ITPOBEPKH HAOOpa KPUTEPUEB B CIEAYIOIIEM
MTOPSIIKE:

TOYHOE COOTBETCTBUE TUIIOB, T.€. IIOJIHOE COOTBETCTBUE UJIU
COOTBETCTBHUE, JOCTUTAEMOE TPUBHATIBHBIMHU MPEOOPA30BAHUSIMHU
TUIMOB (HAIpUMEP, UMsI MACCUBA U yKa3aTeJlb, UM (DYHKIIUU U
yKa3arellb Ha (GyHKIuto, Tunbl T u const T);

COOTBCTCTBHUC, IOCTUTI'ACMOC «IIPOABHMIKCHHUCM» MHTCT'PAJIbHBIX

TtunoB (Hanpumep, bool B int, char B int, short B int) u float B
double;

COOTBETCTBHE, JOCTUTAEMOE MyTEM CTaHIaPTHBIX MTPe0Opa30BaHUN
(manpumep, int B double, double B int, double B long double,
yKa3areJieil Ha IPOM3BOHbIC TUIIBI B YKa3aTeIu Ha 0a30BhIC,
yKazarejel Ha IPOU3BOJIbHBIC TUIIBI B vVoid*, int B unsigned int);

COOTBETCTBHUE, JOCTUTA€MOE IIPH MOMOIIU MPE0Opa30BaHMH,
ONPEICIISIEMBIX IT0JIb30BATEIIEM;

COOTBETCTBHE 3a CYET MHOTOTOYMI B OOBSABICHUN (DYHKIIHH.



void f(int);

void g()
{ void f(double);
f(1); // Bbi3os f(double)

}



X+y*z
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class Complex
{ private:
double r, m;

public:

iE

Complex(double nr

r(nr), m(nm) { }

@, double nm = 0)

Complex operator ++ ();
Complex operator
Complex operator
Complex operator

bool

operator

o
+

+=

(int);

(const Complex& c) const;
(const Complex& c);
(const Complex& c) const;



Complex Complex::operator ++ ()
{ ++r; return *this; }

Complex Complex: :operator ++ (int)
{ Complex x = *this;
r++;
return Xx;

¥

Complex Complex: :operator + (const Complex& c) const
{ return Complex(r + c.r, m + c.m); }

Complex Complex: :operator +=(const Complex& c)
{r +=c.r; m += c.m; return *this; }

bool Complex: :operator == (const Complex& c) const
{ return r == c.r && m == c.m; }



void main()
{ Complex a(o, 0), b(2, -2), c;

++a; // a.operator++()
a++; // a.operator++(0)
= a + b; // a.operator+(b)



class Complex

{ private:
double r, m;
public:
Complex(double nr
Complex operator +

s

O, double nm = 0);
(const Complex& c);

Complex Complex::operator += (const Complex& c)
{r+= c.r;
m += c.m;
return *this;

¥



Complex operator + (const Complex& cl, const Complex& c2)
{ Complex x = c1;
return x += c2;

}

void main()
{ Complex a(@, ©), b(2, 2), c(7, -5);

Complex rl1 = a + b + c; // rl = operator+(a, operator+(b, c))
Complex r2 = a; // r2 = a

r2 += b; // r2.operator+=(b)

r2 += c; // r2.operator+=(c)



class Vector
{ private:
int size;
double *v;
public:
explicit Vector(int n = 0);
Vector(const Vector& vector);
~Vector(); // LecTpykTtop
int GetSize() const { return size; }
int SetSize(int n);
Vector operator = (const Vector& vector);
double& operator [] (int n);
Vector operator - () const;



}s

int

int

Vector
Vector
Vector
Vector
Vector
Vector
Vector
Vector
double

operator ==
operator =
operator +

operator +=
operator -

operator -=
operator +

operator +=
operator -
operator -
operator *

(const
(const
(const
(const
(const
(const
(double
(double
(double
(double
(const

Vector& vector) const;
Vector& vector) const;
Vector& vector) const;
Vector& vector);
Vector& vector) const;
Vector& vector);

value) const;

value);

value) const;

value);
Vector& vector) const;



Vector: :Vector(int n)
{ if (n < 8) n = 0;
size = n;
v = NULL;
if (size)
if ((v = (double *)malloc(size * sizeof(double))) == NULL)
size = 0;
}

Vector: :Vector(const Vector& vector)
{ size = vector.size;

\Y; = NULL;

if (size)

if ((v = (double *)malloc(size * sizeof(double))) == NULL)
size = 0;

else
for (int i = @; 1 < size; i++)

(v + 1) = vector[i];



Vector: :~Vector()
{ if (v) free(v); }

int Vector::SetSize(int n)
{ if (n < ©) n = 0;
size = n;
if (size)
if ((v = (double *)realloc(v, size * sizeof(double))) == 0)
size = 0;
return size;

¥



Vector Vector::operator = (const Vector& vector)
{ if (this == &vector) return *this;

size = vector.size;

if (size)

if ((v = (double *)realloc(v, size * sizeof(double))) == 0)
size = 0;

else
for (int i = @; 1 < size; i++)

(v + 1) = vector[i];
return *this;

¥



double& Vector::operator [] (int n)
{ if (n < @) n =0,
if (n >= size) n = size - 1;
return *(this->v + n);

¥

Vector Vector::operator - () const
{ Vector res(size);

for (int i = 9; 1 < size; i++)
*(res.v + 1) = -*(this->v + 1i);
return res;

¥



int Vector::operator == (const

{ if (size != vector.size) return
for (int 1 = @; 1 < size; i++)
if (*(this->v + i) != *(vector
return 0;
return 1;
}
int Vector: :operator != (const
{ if (size != vector.size) return
for (int 1 = @; i < size; i++)
if (*(this->v + i) != *(vector
return 1;
return 0;

¥

Vector& vector) const
9;

vV o+ 1))

Vector& vector) const
1;

.V o+ 1))



Vector Vector::operator + (const Vector& vector) const
{ Vector res(size);

if (size != vector.size) return res;
res = *this;
return res += vector;

¥

Vector Vector::operator += (const Vector& vector)
{ if (size != vector.size) return * this;
for (int i = @; 1 < size; i++)
*(this->v + 1) += *(vector.v + i);
return *this;

¥



Vector Vector::operator - (const Vector& vector) const
{ Vector res(size);

if (size != vector.size) return res;
res = *this;
return res -= vector,
}
Vector Vector::operator -= (const Vector& vector)
{ if (size != vector.size) return * this;
for (int i = @; 1 < size; i++)
*(this->v + 1) -= *(vector.v + 1i);

return *this;

¥



Vector Vector::operator + (double value) const
{ Vector res(size) = *this;
return res += value;

¥

Vector Vector::operator += (double value)
{ for (int i = @; 1 < size; i++)
*(this->v + 1) += value;
return *this;

¥



Vector Vector::operator - (double value) const

{ Vector res(size) = *this;

return res -= value;
}
Vector Vector::operator -= (double value)
{ for (int i = @; 1 < size; i++)
*(this->v + 1) -= value;

return *this;

¥



double Vector::operator * (const Vector& vector) const
{ double res = 0;
int i;

if (size != vector.size) return res;
for (i = @; 1 < size; i++)

res += *(this->v + i) * *(vector.v + 1i);
return res;

¥



void main()
{ Vector v1(3), v2, v3(2), v4;
double r;

v2.SetSize(3);
for (i = 0; i < vl.GetSize(); i++)
{ vi[i] = 1 + 1; v2[i] =1 + 5; }

v3d = vl + v2;
vhd = vl - v2 + v3;

v4d = -v4;
V3 -= Vv2;
vd += Vv2;
r=vl * v2;

vd = vl * v2 + v3;



