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++

int double
int

operator ( )

operator (= + )
Character = +=

//

struct POINT {
double  x;
double v;

};

//

struct VECTOR2 {
double  x;
double vy;

};

//

class Character {

public:
Characteré& operator=(const POINT&); //
Characteré& operator+=(const VECTOR2&); //

private:
double x_; //
double vy ; //
¥



//

Character& Character::operator=(const POINT& pt)

return *this;

{

X_ = pt.x; //

y_ = pt.y; //

return *this; //
}
//
Character& Character::operator+=(const VECTOR2& vec)
{

X_ += vec.X; //

y_ += vec.y; //

return *this; //
}
Character chara;
POINT pt = {320.0, 240.0}; //
VECTOR2 vec = {100.0, -50.0}; //
chara = pt; //
chara += vec; //
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private
public
++ (friend)
private
friend
public
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private:
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//

class B;
//
class A {

//

friend class B; //
protected:

double d_;
private:

int i_;
}:
//
class B {
public:

void InitA(A& a)

a.d_ = 0.0; // private protected
a.i_ = 0; //

}

}:
private protected
InitA private protected
private
public
friend private
private
public \\\\\4 P///// public:
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private

//
class A;

//
A& operator+(const A&, const A&);

//
class A {
//

friend A& operator+(const A&, const A&); //

public:
A(const double d, const int 1)
A& operator=(const A&);

protected:
double d_;
private:
int i_;
¥
//
A& A::operator=(const A& op)
if(&op != this) { //
d_ = op.d_; //
i_ = op.i_;
3 -
return *this; //
}
//

//
Dd(d), () {}

A& operator+(const A& opl, const A& op2)

static A 0p3(0.0, 0); //

op3.d_ = opl.d_ + op2.d_; //
op3.i_ = opl.i_ + op2.i_;
return op3; //

A a(100.0, 50), b(-50.0, -50), c(89.3, 3); //
a b+ c; //

=a+b+c;

operator+

//
//

(a =2a)



