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cnonb3oBaHue Python B Ka4eCTBE CKPUNT-A3blKa B NTPOBbIX OBWNXKaX
Jlbidbapb Omutpui



Overview

B CpegcrBa nHterpauum ¢ C++

® /lcnonb3oBaHue B Urpax
[Tpon3BoANTENBHOCTDL
Memory management
Cbopka npoekTa
3arpys3ka\coxpaHeHue

B KpaTkoe cpaBHeHue python vs. lua.



[Touemy Python MOXHO 1 HYyXXHO
ncrnosib3oBatb B KayectBe Game
Scripting Ergi

B [lerkag u

B OtcytcTBue link-time, BO3MOXHOCTb M3MEHATL U
BbIMNOMHATL CKPUNTLI «HAa NETY»

B CtabunbHoCTb M 6onbLlioe community
B [Noooepxka OOI



Python moxeT nomo4yb B aBTOMaTmM3auunm
cOOopKM

B B Hawem npoekTe python o4eHb obnerymn
cOOpPKY KOHEYHOM BEPCUM AONs1 TECTUPOBAHUS
(Kpome Toro, python nHrerpupoBaH c svn)

B Habop ckpunToB AN 3KcnopTa U3 rpauyecknx
NnakeToB

B CkpunT Ans c6opkn Urpbl «OAHUM 3aMycKOM» Ha
MaLLMHe TecTepa



" SN
Kak uncnonb3osatb C++ koa?

B Hanucatb wrapping Anga KaxXaou yHKL K
n obecnevnTb NPOBEPKY 3HAYEHUN

B Tabnuua akcnopTupyembixX PyHKLNN
B OyHKUMS MHUUManu3aumm moaynsi



UTto ymeeT Boost.Pyste?

B ABTOMaTM3auuda HanncaHua glue-code npu nomoLym
NHTEPJENCHbIX .pyste dpannos

" [lpumep .pyste panna:

NPCPlayer_wrapper = Class('NPCPlayer', 'NPCPlayer.h')
getAl = Function(‘getAlPlayer', 'NPCPlayer_wrapper.h')
set_policy(getAl, return_value_ policy(reference existing_object));

B [logoepxka:
KnaccoB v wabnoHos
[Meperpy3kn doyHKLMI
BupTtyanbHbIX yHKLUMA
Boost::shared ptr u std::auto_ptr
etc
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Uto ymeeT Boost.Pyste”?(npoaonx.)

B [Ipumep creHepupoBaHHoro koga ana moaynsa NPCPlayer

void Export_c_Work_chepaev_include pyste npcplayer_wrapper()

{

class_< NPCPlayer_wrapper >("NPCPlayer_wrapper", init< const NPCPlayer_wrapper& >())

.def(init< unsigned int, const std::string& >())
.def_readwrite("mInfo", &NPCPlayer_wrapper::minfo)
.def_readwrite("mDraught", &NPCPlayer_wrapper::mDraught)
.def_readwrite("mScriptPassed", &NPCPlayer_wrapper::mScriptPassed)
def("findPath", &NPCPlayer_wrapper::findPath)
def("findTakeOffPath", &NPCPlayer_wrapper::findTakeOffPath)
.def("checkFreeBonusVisibility", &NPCPlayer_wrapper::.checkFreeBonusVisibility)
.def("getRealDraughtindex", &NPCPIlayer_wrapper::getRealDraughtindex)
.def("getRealEnemyDraughtindex", &NPCPlayer_wrapper::getRealEnemyDraughtindex)
.def("isPointInSight", &NPCPlayer_wrapper::isPointinSight)

def("getAlPlayer", &getAlPlayer, return_value policy< reference_existing_object >());

}



HacneoosaHue ot C++ Knaccos

B |[Icnonb3ys Pgthon MO>XHO J1€rko ornpenendartb CcODCTBEHHbIE MOTOMKM KnaccoB C++ un
nx noseneHun

B class Base {
public: virtual int f(std::string x) { return 1; }

3
®  [lncnatyep

struct BaseWrap : Base

{
BaseWrap(PyObject* self ) : self(self ) {}
PyObject* self;
f _default(std::string x) { return this->Base::f(x); }
f(std::string x) { return call_method<int>(self, ", x); }

= %’KCI'IODT 3TOro Knacca:
class_<Base, BaseWrap>("Base") .def("f", &Base:.f, &BaseWrap::f default)



Object Interface B Boost.Python

B Bl MmOXeTe nucaTb Ha C++, Tak Kak OyaTo genaeTte 3TO

Ha Python:

object s("hello, world");
object ten_Os = 10 * s[4]; // -> "0000000000"

B icnonbays wabnoH extract<T> n3 Boost.Python moxHo
npeobpasoBaTb TUN object B Tun C++:

double x = extract<double>(obj);



" B
Memory Allocation and its problems

JTrobasa cywHocTb B Python — ob6bekT
Bce 06bekThl reference-counted
Bo3moxHocTb nageHusa frame rate Bo Bpemsi paboTbl gc

[Tpn HeOpEXXHOM NCNONL30BaHNM BCTPOEHHOIO gC
BO3MOXHO 3aHATNE 3HAYNTENbHOrO NPOCTPAHCTBA
BUPTYarbHON NaMATU



"
Memory Allocation problems
resolution

® Moaynb gc no3sBongaeT ynpasnsatb padboton cbopLumnka
Mycopa n yposHamu otnagku(DEBUG_SAVEALL,
DEBUG_STATS)

® [cnonb3oBaHue nynos namaTtn (Pymalloc,
ncnosnb3yetca cenyac B Python no ymonyanumio)



" BN
[Tpon3BoOANTENBHOCTL

B CnoxHble BblYUCIUTENBHbIE 3aaa4n He ansa Python

B [lepenoxuTte Bce KPUTMUYHbIE Y4acTKkM Koda Ha nneyun C+
+

® [lcnonb3oBaHue python B kadectBe game-loop, Al logic
N ONa HanncaHusa NPoTOTUMNOB BMNOMHe onpasgaHHoO

B |/ BCce e B HEKOTOPbIX crnydasax Python beicTpee:

PaboTta co cTtpokamu(reference-count nossonsiet nsdexartb
KONMPOBAHME B HEKOTOPLIX CIy4YasaX, B KOTOPbIX OHO
ncnonbadyetca B C++)

BonbwurHcTBO onepauunn ¢ std::map — O(log(n)), Python hash-
tables — O(1)



" S
[Tpon3BoaNTENBHOCTL(MPOAONXK. )

® [TomHuTe o npasune 90/10

" lcnonb3ynte BCTpOEHHbIE MOAYNN ANst
npodounuposaHus(profiler, trace)

® Habop “yHuBepcanbHbIX COBETOB”:
He yntante dpansnbl NOCTPOYHO, NOMNbL3YUTECH
bydepom
KopoTkne nmeHa gns nepemMeHHsix B Python aT1o He
LLyTKa

N3beramnte heavy-use nepemMeHHbIX B 0bnactu
BUWOUMOCTWN MOOYNS, UCNONb3YNUTE NMOKanbHYH
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3arpy3ka\coxpaHeHNe COCTOSAHUS
MrpoBOro Mmpa

B Ha C++ 910 O0OnbLLOE HEMNOBOPOTINBOIO KONMYECTBO KOAa

B Moaynb cPickle no3BonsieT 3arpyxaTb U BOCCTaHaBNMBaTb OO BHLEKTLI
nobdoKn CNoXHOCTU

B 3arpyska
gameObject = cPickle.load(open("C:\game.sv"))

B CoxpaHeHue:
import cPickle

gameObject = {'Attack’: 3, 'Defence': 2, 'Health": 89, 'name': 'Ogre_1'}
cPickle.dump(gameObiject, open("C:\game.sv", "wb")



[Tpobnembl 1 HegoCTaTKN

® TpyoHo oTnaxuneaTb KO4
B YTomuTenbHasa pa3spaboTtka n nogaepxka glue-code

B CnoXHOCTb M3-3a B3aMMOCBS3€eN Mexay ABYMS
pa3HbIMU S3blKaMu

B OTtcTtytcTBYeT compile-time nposepku, kak B C++, n3-3a
4ero MHOro OLMOOK NMPOABASAOTCA TOMBLKO B run-time



Python vs Lua

® Python

[TlpoTuB
" HenoBopoTnuBble U HEYAOOHbIE OTNAagYNKK

" D,OBOJ'IbHO CuJibHbIE MNMageHnAa Npon3BoOUTEINIbHOCTUN B HEKOTOPDLIX
MecCTax

3A

" MHOXeCTBO XOPOLUO AOKYMEHTUPOBAHHbLIX BMBNNOTEK,
BbINOMNHAWMX 6ONbLYI YacTb PYTUHHOW paboThl

" [NpocTon N yaobHbIN CUHTaKCUC
" Bosnbwoe community
" Jlyqwaga nognepka unicode u locales



"
Python vs Lua

B | ya

[1poTuKB
" He o4yeHb xopoLlas JOKYMeHTauungd
" MeHbLuas built-in doyHKUMOHANBHOCTL
" [1noxas noggepxka locales

3a

" bbicTpee 1 UCnosb3yeT MeHbLLEe
namaTtu(http://shootout.alioth.debian.org)

" Xopouwasa nHterpaumsi ¢ C++
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[ ne ncrnonb3oBanca?

® Open source 3D pepaktop Blender3D
B Open source 3D engine Nebula
® Commercial
Eve Online
Battlefield
Freedom force
Severance: Blade of Darkness
Tooltown
etc



