
//    std::unique_ptr<LargeObject> pLarge(new LargeObject());
    std::unique_ptr<LargeObject> pLarge(make_unique<LargeObject>());

Pattern RAII : https://fr.wikipedia.org/wiki/Resource_acquisition_is_initialization

Implémentation avec les smart pointers :
#include <memory>
class widget
{
private:
    std::unique_ptr<int[]> data;
public:
    widget(const int size) { data = std::make_unique<int[]>(size); }
    void do_something() {}
};

void functionUsingWidget() {
    widget w(1000000);  // lifetime automatically tied to enclosing scope
                        // constructs w, including the w.data gadget member
    // ...
    w.do_something();
    // ...
} // automatic destruction and deallocation for w and w.data

https://fr.wikipedia.org/wiki/Resource_acquisition_is_initialization


Consultez les membres de Weak et Shared Pointers :
Weak :
https://docs.microsoft.com/fr-​fr/cpp/standard-​library/weak-​ptr-​class?​view=msvc-​170#expired
Shared :
https://docs.microsoft.com/fr-​fr/cpp/standard-​library/shared-​ptr-​class?​view=msvc-​170

https://docs.microsoft.com/fr-fr/cpp/standard-library/weak-ptr-class?view=msvc-170#expired
https://docs.microsoft.com/fr-fr/cpp/standard-library/shared-ptr-class?view=msvc-170


Lambdas :



Type something















Règles Sonar :
https://rules.sonarsource.com/

Nouveautés en fonction des OS
Windows 11 : https://docs.microsoft.com/fr-​fr/windows/apps/whats-​
new/windows-​11-​build-​22000

https://rules.sonarsource.com/
https://docs.microsoft.com/fr-fr/windows/apps/whats-new/windows-11-build-22000
https://docs.microsoft.com/fr-fr/windows/apps/whats-new/windows-11-build-22000



