A7 WIOI‘*EH c‘:

R L1

(Singleton)
Singleton
Singleton
Singleton static static
//
class App {
public:
static bool Init(); //
static void Release(); //
static int Main(); //
private:
static HWND m_hWnd; //
}:
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atic App: :Main
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// Singleton.h
class Singleton {
public:
static Singleton* Getlnstance() //
if(m_plInstance == NULL)
m_plInstance = new Singleton;
return m_plnstance;
}
private:
Singleton(); //
Singleton(const Singletond); //

static Singleton* m_plnstance; //

};
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// Singleton.cpp
Singleton*  Singleton::m_plnstance = NULL;

private
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// Singleton.h
class Singleton {
public:
//

static Singleton* Getlnstance() { return &m_Instance; }

private:
Singleton(); //
Singleton(const Singletong); //

static Singleton m_Instance; //

};

// Singleton.cpp
Singleton  Singleton::m_Instance;
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delete delete
Windows

Singleton
Singleton& Getlnstance() //

static Singleton thelnstance;
return thelnstance;

static
Getlnstance thelnstnace
(LIFO
)



CGameApp

CGameApp

( )CGameApp private

private CGameApp

(. )CGameApp

//
static CGameApp& Getlnstance()

static CGameApp  theGameApp;
return theGameApp;

CGameApp: :GetlInstance CGameApp theGameApp
CGameApp

CGameApp: :GetlInstance() .- ;

)

/***************************************************************************************************/
* *
/***************************************************************************************************/

inline CGameApp& App() { return CGameApp::Getlnstance(); }

App CGameApp

App() - ;
Release

( WinMain

if(AppQ) - Initialize(hinstance, true) == false)
return -1;

return App().Main(Q);



