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CRITICAL_SECTION cs;
InitializeCriticalSection(&cs);
EnterCriticalSection(&cs);
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LeaveCriticalSection(&cs);
DeleteCriticalSection(&cs);
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std::mutex mtx;
std::lock_guard<std::mutex> lock(mtx);
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std::mutex m1, m2;

void thread1() {
std::lock_guard<std::mutex> lock1(m1);
std::this_thread::sleep_for(std::chrono::milliseconds(100));
std::lock_guard<std::mutex> lock2(m2); // v KB v & OETAE
}
void thread2() {
std::lock_guard<std::mutex> lock2(m2);
std::this_thread::sleep_for(std::chrono::milliseconds(100));

std::lock_guard<std::mutex> lock1(m1); //

}
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