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M1y ommOKHu B TBOEM KOAE




Pesynbrar HenpaBUIbHOTO IPUBEACHUA
TUMOB B IIpoekTe ShareX




Pesynbrar HenpaBUIbHOTO IPUBEACHUA
TUMOB B IIpoekTe ShareX

TuIl Byte

Kaxk Ob110: /

float pixelWeight = color.Alpha / 255;

Kak monpaBuiiu:

float pixelWeight

(float)color.Alpha / 255;
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PVS-Studio A~ Epic Games




Y10 Takoe cTaTUYeCKUU aHaIuz"?

DTO aHaIX3 OPOrpaMMHOI0 00€CIIeUEHMS, IIPOU3BOAUMBIN 0€3
pPEaJIbHOTO BBIIIOJIHCHUS UCCICIYEMBIX IPOTrPaMM.




J1JIs1 4ero HyKE€H CTaTUYECCKUM aHaJIn3?

* OOHapyXeHHUE OIIMOOK B KOAE HA PaHHMUX ATanax pa3pad0TKH
IPOrpaMMHOTO 00ECIICUCHMS

* [lomydyeHune pexkoMeHaanum 1mo oOpMICHHUIO KOJIa,
IIpOBEPKA IIPABOIMCAHUS

* [loacu€r pa3IuYHBIX METPUK HPOTPAMMHOTO
o0ecrneyeHu




CTOMMOCTH UCIIpaBiICHUS AC(PEKTa

A NcnpaBb paHbLle,
$1000+ COKpaTu 3aTpaThbl!
$100
$10
5, ;m

Specification  Design Release

Cost To Fix A Bug

Time When Bug Is Found




J1JIs1 4ero HyKE€H CTaTUYECCKUM aHaJIn3?

* OOHapyXeHHUE OIIMOOK B KOAE HA PaHHMUX ATanax pa3pad0TKH
IPOrpaMMHOTO 00ECIICUCHMS

* [lomydyeHune pexkoMeHaanum 1mo oOpMICHHUIO KOJIa,
IIpOBEPKA IIPABOIMCAHUS

* [loacu€r pa3IuYHBIX METPUK HPOTPAMMHOTO
o0ecrneyeHu




[IpeumyI1iecTBa CTATUYECKOTO aHAIM3a?’

* PaHHee oOHapyXeHHE MOTEHIIHAIbHBIX MPOOJIEM B KOJIE

* 110JIJHOC ITIOKPBITHC KOJa

* [IpocToTa ucnoyiL30BaHUsA




[IpeumyI1iecTBa CTATUYECKOTO aHAIM3a?’

button_checked gradient_begin = use system_colors ? Color.Empty : Color.Frombrgbh (255, 223, 154);

button_checked gradient_end = use_system colors ? Color.Empty @ Color.Fromirgh (255, 166, 76);

button_checked _gradient_middle = use_system_colors ? Coclor.Empty : Color.Fromérgb (255, 195, 116);

button_checked highlight = Cclor.Fromargbh (195, 211, 237);

button_checked highlight border = Color.FromknownColor (KnownColor.Highlight);

button_pressed_border = use_system_colors ? Color.FromKnownColor (KnownColor.Highlight) : Color.FromArgbh (8, @, 128);
button_pressed gradient_begin = use system_coclors ? Coclor.Fromfrgh (152, 181, 226) : Color.Fromfrgbh (254, 128, 62);
button_pressed gradient_end = use_system colors ? Color.FromArgb (152, 181, 226) : Color.FromArgh (255, 223, 154);
button_pressed_gradient_middle = use_system_colors ? Color.Fromérgb (152, 181, 228) : Color.FromArgb (255, 177, 189);
button_pressed _highlight = use system_coclors ? Coclor.Fromfrgbh (158, 179, 225) : Color.Frombrgbh (158, 179, 225);
button_pressed highlight border = Color.FromKnownColor (KnownColor.Highlight);

button_selected_border = use_system_colors ? Color.FromKnownColor (KnownColor.Highlight) @ Color.FromArgb (@, @, 128);
button_selected gradient _begin = use system_colors ? Color.Fromfrgb (193, 21@, 238) : Color.FromArgb (255, 255, 222);
button_selected gradient end = use_system_colors ? Color.Fromfrgh (193, 218, 238) : Color.Fromf&rgbh (255, 283, 1368);
button_selected_gradient_middle = use_system_colors ? Color.FromArgb (193, 218, 238) : Color.FromArgbh (255, 225, 172);
button_selected _highlight = use_system_coclors ? Color.Fromfrgb (195, 211, 237) : Coclor.Fromfrgb (195, 211, 237);
button_selected highlight border = use_system colors ? Color.FromKnownColor (KnownColor.Highlight) @ Color.FrombArgh (@2, @, 128);

check_background = use_system coclors ? Color.FromKnownColor (KnownColor.Highlight) : Color.From&rgb (255, 192, 111);
check _pressed background = use system _colors ? Color.Fromfrgbh (152, 181, 228) @ Color.Fromfrgbh (254, 128, 62);
check_selected_background = use_system_colors ? Color.FromArgb (152, 181, 226) : Color.Fromfrgbh (254, 123, 62);

grip dark = use_system colors ? Color.FromArgh (193, 198, 179) : Color.Fromférgh (39, 65, 118);
grip_light = use_system_colors ? SystemColors.Window : Color.Fromérgb (255, 255, 255);

image margin_gradient begin = use_system colors ? Color.FromArgb (251, 258, 248) : Color.FromArgh (227, 239, 255)%;
image_margin_gradient_end = use_system_colors ? SystemColors.Control : Color.Fromfrgbh (123, 164, 224);

image _margin_gradient middle = use_system_colors ? Color.Fromérgh (246, 244, 238) : Color.Frombrgbh (283, 225, 252);

image margin_revealed gradient begin = use system colers ? Color.FromArgb (247, 246, 239) : Coclor.FromArgh (283, 221, 246);
image_margin_revealed gradient_end = use_system_cclors ? Color.FromArgb (238, 235, 228) : Color.Fromérgb (114, 155, 215);
image _margin_revealed gradient middle = use_system colors ? Coclor.FromArgh (242, 248, 228) : Color.Fromérgh (161, 197, 249);




[IpeumyI1iecTBa CTATUYECKOTO aHAIM3a?’

button_checked gradient_begin = use system_colors ? Color.Empty : Color.Frombrgbh (255, 223, 154);

button_checked gradient_end = use_system colors ? Color.Empty @ Color.Fromirgh (255, 166, 76);

button_checked _gradient_middle = use_system_colors ? Coclor.Empty : Color.Fromérgb (255, 195, 116);

button_checked highlight = Cclor.Fromargbh (195, 211, 237);

button_checked highlight border = Color.FromknownColor (KnownColor.Highlight);

button_pressed_border = use_system_colors ? Color.FromKnownColor (KnownColor.Highlight) : Color.FromArgbh (8, @, 128);
button_pressed gradient_begin = use system_coclors ? Coclor.Fromfrgh (152, 181, 226) : Color.Fromfrgbh (254, 128, 62);
button_pressed gradient_end = use_system colors ? Color.FromArgb (152, 181, 226) : Color.FromArgh (255, 223, 154);

button_pressed_gradient_middle = use_system_co]::c P e T T YW =1 N N N N e a0 =1 S L [ = )

button_pressed _highlight = use system_coclors ?Cclor.Fromfrgbh (158, 179, 225) : Color.Fromfrgbh (158, 179, 225};'

button_pressed highlight border = Color.Fromkn i e g =g =y

button_selected_border = use_system_colors ? Color.FromKnownColor (KnownColor.Highlight) @ Color.FromArgb (@, @, 128);
button_selected gradient _begin = use system_colors ? Color.Fromfrgb (193, 21@, 238) : Color.FromArgb (255, 255, 222);
button_selected gradient end = use_system_colors ? Color.Fromfrgh (193, 218, 238) : Color.Fromf&rgbh (255, 283, 1368);
button_selected_gradient_middle = use_system_colors ? Color.FromArgb (193, 218, 238) : Color.FromArgbh (255, 225, 172);
button_selected _highlight = use_system_coclors ? Color.Fromfrgb (195, 211, 237) : Coclor.Fromfrgb (195, 211, 237);

button_selected highlight border = use_system colors ? Color.FromKnownColor (KnownColor.Highlight) @ Color.FrombArgh (@2, @, 128);

check_background = use_system coclors ? Color.FromKnownColor (KnownColor.Highlight) : Color.From&rgb (255, 192, 111);
check _pressed background = use system _colors ? Color.Fromfrgbh (152, 181, 228) @ Color.Fromfrgbh (254, 128, 62);
check_selected_background = use_system_colors ? Color.FromArgb (152, 181, 226) : Color.Fromfrgbh (254, 123, 62);

grip dark = use_system colors ? Color.FromArgh (193, 198, 179) : Color.Fromférgh (39, 65, 118);
grip_light = use_system_colors ? SystemColors.Window : Color.Fromérgb (255, 255, 255);

image margin_gradient begin = use_system colors ? Color.FromArgb (251, 258, 248) : Color.FromArgh (227, 239, 255)%;
image_margin_gradient_end = use_system_colors ? SystemColors.Control : Color.Fromfrgbh (123, 164, 224);

image _margin_gradient middle = use_system_colors ? Color.Fromérgh (246, 244, 238) : Color.Frombrgbh (283, 225, 252);

image margin_revealed gradient begin = use system colers ? Color.FromArgb (247, 246, 239) : Coclor.FromArgh (283, 221, 246);
image_margin_revealed gradient_end = use_system_cclors ? Color.FromArgb (238, 235, 228) : Color.Fromérgb (114, 155, 215);
image _margin_revealed gradient middle = use_system colors ? Coclor.FromArgh (242, 248, 228) : Color.Fromérgh (161, 197, 249);




[IpeumyI1iecTBa CTATUYECKOTO aHAIM3a?’

button pressed highlight = use system colors ?
Color.FromArgb (150, 179, 225) :
Color.FromArgb (150, 179, 225);

Mono

V3012 The '?:' operator, regardless of its conditional expression, always
returns one and the same value: Color.FromArgb (150, 179, 225).
ProfessionalColorTable.cs 258




HenocraTku ctatndeckoro aHajausa

* Hensz0exxHoE MOSIBIIEHUE JT0KHO-TIO3UTUBHBIX Cpa0aThIBAHUM

e CTarnyecKuil aHaanu3, KaK MpaBuiio, ciad B JUArHOCTHUKE
yTEUEK MNaMSTH U TapaljielbHbIX OIIHOOK




HenocraTku ctatndeckoro aHajausa

void OutstandinglIssue(const char *strCount)

1

unsigned nCount;
sscanf_s(strCount, "%u", &nCount);

int array[10];
memset(array, 0, nCount x sizeof(1int)




CTarn4ecKue aHaAIN3aTOPbl — 3TO HE N30JIUPOBAHHEIC
MHCTPYMEHTBI U PEAKHE IMMPOBEPKHU, a 4acTh DevOps

[TnanupoBanue » Harmmcanue xona » Kommrsays » Unit TecTsr

8 HNHTEerparmonHrie !
Pa3BépThIBaHUE « B ‘ Commit xona
TECTBI




CTarn4ecKue aHaAIN3aTOPbl — 3TO HE N30JIUPOBAHHEIC
MHCTPYMEHTBI U PEAKHE IMMPOBEPKHU, a 4acTh DevOps

[TnanupoBanue » Harmmcanue xona » Kommrsays » Unit TecTsr

I1oJHBIN CTaTHUECKHUI

" HHTrerpanioHHbIe .
Pa3BépThiBanyeE « feCL;I;I)I « aHaIM3 Ha OUIL '« Commit kozta
cepBepe




CTarn4ecKue aHaAIN3aTOPbl — 3TO HE N30JIUPOBAHHEIC
MHCTPYMEHTBI U PEAKHE IMMPOBEPKHU, a 4acTh DevOps

From Me <gainulin@vivatd.com> ¥ € Reply -~ Forward (3 Archive )
Subject Full PV5-5tudio Analysis Results for Solution: VerylmportantProject
To Me <ilyagainulin@gmail.com> W

MESSAGES FOR ILYA

General Analysis (GA)

VerylmportantProject Program.cs (20) V3120 Potentially infinite loop. The
'shouldTryToConnect' variable from the loop exit
condition does not change its value between
iterations.

VerylmportantProject Program.cs (20) V3032 Waiting on this expression is unreliable, as
compiler may optimize some of the variables.
Use volatile variable(s) or synchronization
primitives to avoid this.

VerylmportantProject Program.cs (15) V3022 Expression '‘DBConnection ==
newDBConnection’ is always true.

VerylmportantProject Program.cs (24) V3010 The return value of function 'ChangePassword' is
required to be utilized.




CTarn4ecKue aHaAIN3aTOPbl — 3TO HE N30JIUPOBAHHEIC
MHCTPYMEHTBI U PEAKHE IMMPOBEPKHU, a 4acTh DevOps

NHKkpeMeHTanbHbI
CTaTUYECKUM aHaJIN3 i
[TnannpoBanue Harmmcanue xoza KomMmunsusa Unit Tectrl
Ha MallliHE
pa3zpaboTymnka
[lonHbIl cTaTUUECKU N
. Nurerpanmonxbie )
Pa3BépThiBaHME aHau3 Ha OuJI Commit kona

TCCTHI

cepBepe




MHKpeMEHTAIbHBIN aHAIHU3

* COoKpalllcHUE BPEMEHM aHAIN3a, TAK KaK AaHATU3UPYETCS TOJIBKO
VCIIPABJICHHBIU UJIU HOBBIN KOJI

* XOpOIIO MOAXOAUT A1 paHHETO OOHAPYKEHUS OITHOOK




C110CcOO0BI IIPOBEACHUS CTAaTUYCCKOrO aHAJIN3a
UE npoekra

e OTCIICKUBaHUA 3dIIyCKOB KOMIIMJIATOPA

* [Ipsimas uHTErpays ¢ CUCTEMON COOpPKHU




Camplii pocToi cnocod npoepuTh UE mpoekT — 3To OTII0BUTH BCE
BBI30BBI KOMITHJISTOPA

-

MSBuild Build finished

\_
L

Unreal Build
Tool

¥

Invoking CL.exe
compiler

Building Unreal Engine
projects

Gathering




OtcaexuBaHue 3anyckoB koMmnuisitopa n3 GUI npunoxeHus

v Compiler Menitoring (C and C++]) 4

Compiler monitoring traces compiler invocations during build process and allows to
analyze the files that wers built. To start monitoring, press the "Start Monitoring”
button and build your projects. When building is complete, press the "Stop
Maonitoring” button to launch analysis.

Supported compilers are;
= Visual C++
+ GCC
* Clang
= Keil MDK [ARM Compiler 5/6)
= |AR C/C++ Compiler for ARM
= TI ARM CGT - Compiler
= GNU Arm Embedded Toolchain

-Additional Options
Path to .suppress file. Can be generated through Tools|Message Suppression’,

Path to .pvsconfig diagnostic configuration file.

Path to compilation monitoring dump file on which analysis will be performed.




OtcaexuBaHue 3anyckoB koMmnuisitopa n3 GUI npunoxeHus

PWS-5tudio compiler monitoring 1s running in background, now you can build
your projects normally. When done, press the "Stop Monitonng' button to start

PWS-5tudio analysis.

Compiler invocations detected: O

Save compilation monitoring dump before analysis Stop Monitoring




OTtcaexuBaHue 3amyckoB komnusitopa u3 GUI PHIIOKECHU

T Cand Ces Compiler Monitoring Ul - MyActor.cpp - O

File Edit View Tools Help

Blel@e-o-

iyActor.cpp X -
7 AMyActor: tAMyActor() ~
8 H{
9 // Set this actor te call Tick() every frame. You can turn this off to improve performance if you don't need it.
18 PrimaryActorTick.bCanEverTick = true;
11
12 1
13
14 // Called when the game starts or when spawned
15 wvold AMyActor::BeginPlay()
16
17 bool shouldSpawn = false;
18 if (shouldSpawn)
19 return;
28 Super::BeginPlay();
21
22 3
23 W
< b3
Analyzer Output =

= Falz0 A ¥ IHl'gh:O IMedium:1 Low: 4 | General Optimization 64-bit T

#r Code Message File Line

<% w208 Explicit conversion from 'enum ™ to 'void ™', MyProject?3GameModeBase.h 15

7| V524 It is cdd that the body of "StaticClass’ function is fully equivalent to the body of MyProject23GameModeBase.ge... 78 ()
'Z_Construct_UClass_AMyProject?3GameModeBase_NoRegister' function.

<% w208 Explicit conversion from 'enum ™ to 'void ™', MyActor.h 12

7| V524 It is cdd that the body of "StaticClass’ function is fully equivalent to the body of MyActor.gen.cpp 75 ()
'Z_Construct_UClass_AMyActor_McoRegister' functicn.

bk} | V547 | Expression 'shouldSpawn’ is always false, MyActor.cpp | 18

D:\UE Projects\MyProject23\Source\MyProject23\MyActor.cpp | Row: 16 | Calumn: 2 | Zoom: 100% | .:




[Ipsimast uHTETpanvsa B COOPOYHYIO CUCTEMY U
VS

* Bo3amoxxHOCTE ITpoBOANTE aHaau3 Hanpsamyio u3 IDE Visual Studio

* ABTOMaTHYECKHUM 3aIllyCK aHaJIM3a MpHU ocylecTBIeHNU coopku UE
IIPOEKTAa

* BO3MOXHOCTbH OCYIIECTBIATh UHKPEMEHTAJILHBIN aHAJIN3




OObIuHBIN crieHapuii coopku C++ mpoekra B VS

Build/Clean/... ] .
Invoked by user Visual Studio 2010 IDE
(devenv.exe)
Build/Cleand...
VC++ Project
- System Ins{ance Project info passed l @
Log msgs
@ during build
Design time MSBuild Build Manager Build log
Read/Write (singleton) files
by user
o
23
53
Build-related files of proj1 ©
s N ?u})
User property
e ™ sheet (.props)
System property - J @
sheets (.props) p . Rea_d, On
\_ J Project file Build Build MSBuild Node
izati msbuild.exe
(Proj1.vexproj) Customization ( )
P N (.props)
System target p
files Build
(.targets) ) Customization
(.targets)




OObIuHBIN crieHapui coopku C++ mpoekra B VS

Project file
(proj1.vcxproj)

Read, On
Build

MSBuild Node
(msbuild.exe)




OcobenHocth cOopkn UE mpoekra

* Mcnonp3oBaHue HE CTaHIAPTHOM cOOpOYHOM cucTtemsl M1t Visual
Studio - MSBuild, a co6crBennoit — UnrealBuildTool (UBT)

* Mlcnonp30BaHne IPOSKTHRIX (haiIoOB ¢ pacimpeHueM .Uproject

MyProjectdds Property Pages

? >
Configuration: | Active(DebugGame) » | Platform: | Active(xid) ~ Configuration Manager...
4 Configuration Properties v General
General Build Command Line

"CA\Program Files\Epic Games\UE_4.2 3\Engine\Build\BatchFiles\Build.bat"

Debugging Rebuild All Command Line "CA\Program Files\Epic Games\UE_4.2 3\Engine\Build\BatchFiles\Rebuild.bat"
VC++ Directories Clean Command Line "C:\Program Files\Epic Games\UE_4.23\Engine\Build\BatchFiles\Clean.bat" M
MMake

Qutput =\ \Binaries\Wint64\MyProject423-Wint4-DebugGame.exe




Ocobennocts cOopkn UE mpoekra

:> Build.bat

MSBuild
Node
msbuild.exe

Visual Studio

HasBaHMe npoekTa

Solution Platform

Solution Configuration

[1yTb OO NpoeKTHOro dawnna .uproject




B uém npoOiiema?

* B npoexTHOM (hakiyie MOTYT OTCYTCTBOBATh MYyTH 0 HUCXOJIHBIX
(aitI0B, KOTOpPbIE HEOOXOAUMO ITPOBEPSTH

* [IprCyTCTBYIOT HE BCE MapaMeTPbl KOMIWJISIIMHA, HEOOXOAUMBIE IS
IIPABUJILHOTO MPENPOLECCUPOBAHUS




Kakoe pemenue?

* Betpouts B UBT 3amyck crarndeckoro anaauzaropa, TO €CTh
HarcaTh cBoi toolchain ms coopounoii cucTeMsl

* [IepenaBarh kKakoKW-HUOYIb ITapaMeTp cOopounon cucreme UBT npu
3aIyCKe, YKa3bIBAIOIINN O HEOOXOIMMOCTH IIPOBEICHUS aHAJIN3a




Kakoe pemenue?

:> Build.bat

MSBuild
Node
msbuild.exe

Visual Studio

HasBaHue npoekTa

Solution Platform

Solution Configuration

[lyTb OO NpOeKTHOro anna .uproject

PVS-Studio.exe

-StaticAnalyzer=PVSStudio
PVSToolChain.cs




HeCcKonbKO OrpaHHYEHUM CYIIECTBYIOILIETO
toolchain’a

* TosibkO COOPKa WJIM TOJBKO aHAIN3 MPOEKTA

« Het ananu3a .cpp ¢aiina, ecau ObLT H3MEHEH MOAKIIIOUEHHBIHN N (aiin




AHannu3 IPOEKTa MOCIIE €ro COOPKHU

* Momndukanus ckpunroB Build.bat u Rebuild.bat




AHannu3 IPOEKTa MOCIIE €ro COOPKHU

3anyck Build.bat

3anyck UBT c
00bIYHbIMK
napameTpamu
cbopku

UBT 6bIn HangeH




AHann3 IpOEKTa MOCJIE €ro COOPKHU

3anyck Build.bat

Oa 3anyck UBT ¢
OObIYHbIMU
napameTpamu cOopkun

UBT 6bIn HanoeH

Het

3anyckaem UBT ¢

donarom
-StaticAnalyzer

BT orpabotan
yCneLHo

Het A




AHanm3 .CPP (aitaa npu Mogu(pUKaIn
ITOIKJIFOUEHHOTO N

* ViajeHue U BOCCTAaHOBJICHHUE KA1 (paiiia, ucrojabzyemoro UBT




AHanm3 .CPP (aitaa npu Mogu(pUKaIn
ITOIKJIFOUEHHOTO N

3anyck Build.bat

UBT 6bin HangeH

Het

[la

3anyck UBT ¢
00bIYHBIMM
napamMmeTpamu
cbopKn

BT otpaborarn
yCMneLHo

HeTt

BpemeHHo ygansem
ActionHistory.bin

3anyckaem UBT ¢
donarom
-StaticAnalyzer

BocctaHaBnuBaem
ActionHistory.bin




[Tpumepsl ommoO0k B Koae aprkka Unreal Engine

static bool PositionIsInside(....)
{
return
Position.X >= Control.Center.X

Position
Position
Position

.X <= Control.Center.X
.Y >= Control.Center.Y
.Y >= Control.Center.Y

+

BoxSize.X
BoxSize.X
BoxSize.Y
BoxSize.Y

*

*

*

*

0.5f &&
0.5f &&
0.5f &&
0.5F;




[Tpumepsl ommoO0k B Koae aprkka Unreal Engine

static bool PositionIsInside(....)

{
return
Position.X >= Control.Center.X - BoxSize.X * 0.5f &&
Position.X <= Control.Center.X + BoxSize.X * 0.5f &&
Position.Y >= Control.Center.Y - BoxSize.Y * 0.5f &&
Position.Y »>= Control.Center.Y - BoxSize.Y * 0.5f;
}

[Tpenynpexaenne PVS-Studio: V501 There are identical sub-expressions
'Position.Y >= Control.Center.Y — BoxSize.Y * 0.5f" to the left and to the right of
the '&&' operator. svirtualjoystick.cpp 97




[Tpumepsl ommoO0k B Koae aprkka Unreal Engine

static bool PositionIsInside(....)

{
return
Position.X >= Control.Center.X - BoxSize.X * 0.5f &&
Position.X <= Control.Center.X + BoxSize.X * 0.5f &&
Position.Y >= Control.Center.Y - BoxSize.Y * 0.5f &&
—Pgeition VM >= Contnsl Conton V/  DoxCaizo MV ¥ o
Position.Y <= Control.Center.Y + BoxSize.Y * 0.5f;
}

[Ipenynpexnenne PVS-Studio: V501 There are identical sub-expressions
'Position.Y >= Control.Center.Y — BoxSize.Y * 0.5f' to the left and to the right of
the '&&' operator. svirtualjoystick.cpp 97




enum ECubeFace;
ECubeFace CubeFace;

friend FArchive& operator<<(FArchive& Ar, FResolveParams& UNREAL
ResolveParams) ENGINE

{

i%&Ar.IsLoading())
1

ResolveParams.CubeFace = (ECubeFace)ResolveParams.CubeFace;




enum ECubeFace;
ECubeFace CubeFace;

friend FArchive& operator<<(FArchive& Ar, FResolveParams&

NREAL
ResolveParams) - P
{
if(Ar.IsLoading())
{
‘ResolveParams.CubeFace = (ECubeFace)ResolveParams.CubeFace;
}

¥

[Tpenynpexaenne PVS-Studio: V570 The 'ResolveParams.CubeFace' variable is assigned
to itself. rhi.h 1279




bool VertInfluencedByActiveBone(
FParticleEmitterInstance* Owner, USkeletalMeshComponent* InSkelMeshComponent,
int32 InVertexIndex, int32* OutBonelIndex = NULL);

void UParticleModulelLocationSkelVertSurface: :Spawn(....)

{

int32 BoneIndexl, BoneIndex2, BoneIndex3; UNREAL

BoneIndexl = BonelIndex2 = BoneIndex3 = INDEX NONE; ENGINE
if(!VertInfluencedByActiveBone(
Owner, SourceComponent, VertIndex[@], &BoneIndexl) &&
I'VertInfluencedByActiveBone(
Owner, SourceComponent, VertIndex[1l], &BoneIndex2) &&
I'VertInfluencedByActiveBone(
Owner, SourceComponent, VertIndex[2]) &Bonelndex3)




bool VertInfluencedByActiveBone(
FParticleEmitterInstance* Owner, USkeletalMeshComponent* InSkelMeshComponent,
int32 InVertexIndex, int32* OutBonelIndex = NULL);
void UParticleModulelLocationSkelVertSurface: :Spawn(....)
{
int32 BoneIndexl, BoneIndex2, BoneIndex3; UNREAL
BoneIndexl = BonelIndex2 = BoneIndex3 = INDEX NONE; ENGINE
if(!VertInfluencedByActiveBone(
Owner, SourceComponent, VertIndex[@], &BoneIndexl) &&
I'VertInfluencedByActiveBone(
Owner, SourceComponent, VertIndex[1l], &BoneIndex2) &&
I'VertInfluencedByActiveBone(
< Owner, SourceComponent, VertIndex[2]) &BoneIndex3) —>




Coo0I1IeHre aHaIn3aTopa K XUTPOU OIITHOKE

Ipenynpexnenne PVS-Studio: V564 The '&' operator is applied to bool
type value. You've probably forgotten to include parentheses or intended
to use the '&&' operator. particlemodules location.cpp 2120




void GetRenderData(....)

{
FT _Bitmap* Bitmap = nullptr; UI:II\lI?EEEAL
if( Slot->bitmap.pixel mode == FT_PIXEL_MODE_MONO )
{

FT Bitmap NewBitmap;

Bitmap = &NewBitmap;

OutRenderData.RawPixels.AddUninitialized(
Bitmap->rows * Bitmap->width );




void GetRenderData(....)

{

FT _Bitmap* Bitmap = nullptr; U':'.\'.?;EEAL
if( Slot->bitmap.pixel mode == FT_PIXEL_MODE_MONO )
{
FT _Bitmap NewBitmap;
cee PVS-Studio: V506 Pointer to local variable
Bitmap = &NewBitmap; 'NewBitmap' is stored outside the scope of this
) variable. Such a pointer will become invalid.
fontcache.cpp 466

OutRenderData.RawPixels.AddUninitialized(

IBitmap—>rows * Bitmap—>width|);




void UGameplayStatics: :DeactivateReverbEffect(....) <::::>

{
if (GEngine || !GEngine->UseSound()) UNREAL
{ ENGINE
return;
}

UWorld* ThisWorld = GEngine->GetWorldFromContextObject(....);




void UGameplayStatics: :DeactivateReverbEffect(....) @

{
|if (GEngine || !'GEngine->UseSound()) UNREAL
{ ENGINE
return;
}

UWorld* ThisWorld = GEngine—>GetWorldFromContextObject(....);‘

¥

PVS-Studio: V522 Dereferencing of the null pointer 'GEngine' might take place. Check the
logical condition. gameplaystatics.cpp 988




void UGameplayStatics: :DeactivateReverbEffect(....) @

{
—i—6Frgie—H—-6Enge =9 UNEE AL
if (GEngine == nullptr || !GEngine->UseSound()) NG
{
return;
¥

UWorld* ThisWorld = GEngine->GetWorldFromContextObject(....);

¥

PVS-Studio: V522 Dereferencing of the null pointer 'GEngine' might take place. Check the
logical condition. gameplaystatics.cpp 988




template< typename DefinitionType >
FORCENOINLINE void Set(....)

{
UNREAL

ENGINE

if ( DefinitionPtr == NULL )

{
WidgetStyleValues.Add( PropertyName,

MakeShareable( new DefinitionType( InStyleDefintion ) ) );
}

else

{

WidgetStyleValues.Add( PropertyName,
MakeShareable( new DefinitionType( InStyleDefintion ) ) );




template< typename DefinitionType >
FORCENOINLINE void Set(....)

PVS-Studio: V523 The 'then' statement is
{ H 1 1
equivalent to the 'else' statement. paths.copp UNREAL
o o o o 703 ENGINE
if ( DefinitionPtr == NULL )
{
WidgetStyleValues.Add( PropertyName,
MakeShareable( new DefinitionType( InStyleDefintion ) ) );
}
else
{

WidgetStyleValues.Add( PropertyName,
MakeShareable( new DefinitionType( InStyleDefintion ) ) );




3aKIIFOYCHHUE

* Cratnueckui aHaian3 UE mpoekToB 3TO HE TaK CI0KHO

* CTaTUYECKHUM aHAIN3 JOJIKEH COUYETAThCA C IPYTMMU METOIAMHU
TECTUPOBAHUS




Cracu00 3a BHUMAaHUE




