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PE®EPAT

OO6csr pobotu: 56 cTopiHok, 21 intocTpartis, 2 TadauIl, 21 1Kepesno nocuiaHb.

O06’exT pobOTH: IrpoBUI pyIIIiH sl po3poOku Bigeoirop. [Ipenmerom podoTu
€ peanizaiis cuctemu Ha C++ 3 Bukopuctanasm OpenGL.

Meta poOOTH: CTBOpPEHHS CHUCTEMH JJisi CIPOIIEHHS MPOIECy PpO3pOOKHU
BiJI€OIrop.

Mertoau po3poOeHHs: aHaI13 ICHYIOUUX CUCTEM, BUBYEHHS HASIBHUX IT1JIXO/1B
710 pO3pOOKH 1rop, po3poOKa CUCTEMH.

[HcTpymenT po3poOieHHs: MoBa nporpamyBanHsa - C++ ta GLSL, CLion —
iHTerpoBane cepenosuine po3podku (IDE) mns moBu C++, GLFW - Graphics
Library Framework, 6i0mioreka, sika nHamae OpenGL Bce HeoOxigHe, I
pennepunry koHteHty Ha ekpaH, GLEW - OpenGL Extension Wrangler Library,
0i6mioTeka, ska nae omHakoBuii APl nmo ¢ysaknii OpenGL, He3zanexHO Bia
miarGopMu.

Pesynerarn pobotu: Oyno JOCTIIKEHO HasBHI ITpOBi1 pyIrii, crmocodw ix
peamizailii, mTepeBard Ta HEIONIKH, PO3POOJICHO BIACHUW ITPOBUN PYIIiiH,
dyHKITIOHAIy SKOTO BXKE JOCTAaTHBO JUIi CTBOPEHHS TpocTHX irop. s
JEMOHCTpallii MOXJIMBOCTEH pyIrist Oysio ctBopeHo rpy PacMan.

BucHoBkM Ta mpomo3uilii IoI0 PO3BUTKY 00’€kTa po3poOJeHHS W
JOITBHOCTI TPOJOBKEHHS PO3p0o00OK: TpH MOAANBIIIKA Ppo3poOllll MporpamHa
cuctema Mae 6arato BapiaHTIB PO3IIMPEHHS, K1 IETAIbHO OMKMCAaH1 y BUCHOBKAX.

Kimouosi cnosa: OPENGL, GLSL, GLFW, I'POBUI PYIUIM/ABUT'YH,
C++, HIEVJIEPU.
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CKOPOYEHHS TA YMOBHI IO3HAYEHHSA

GDB - GNU Debugger

STL - Standard Template Library
OpenGL - Open Graphics Library

GLSL - OpenGL Shading Library.
GLFW - Graphics Library Framework
GLEW - OpenGL Extension Wrangler Library
I - mTyYyHUH IHTEAEKT

API - Application Programming Interface
GPU - Graphics Processing Unit

CPU - Central Processing Unit

DPI - dots per inch

GLM - OpenGL Mathematics

NDC - normalized device coordinates



BCTYII

AKTyaJIbHiCTh POOOTH Ta MiACTABYU IJIA il BUKOHAHHA. Y Cy4acHOMY CBIT1
JIy’Ke Barome Micliie 3aiimae 1HaycTpis po3Bar. IcHye 6arato BU/IB BiIMIOYMHKY, OJUH
13 IKUX — B1JICOITpH.

3a ocTaHH1 JEeCATWIITTS IHAYCTPisl BIACOIrop NMepeiiiia BiJi CTEPEOTUIy “irpu
TUIBKU JJIS1 JITEH” 0 MUTbSIpJHUX MPUOYTKIB Ta MUIbSP/IB IPAIOUUX LIOIHS JIFOACH.
[HaycTpiss pocTe 1 pO3BHBAETHCS, TOMY il MOTPiIOHI 3aco0H, sIKI O CHpOILyBaIH
mpoiec po3poOKu MPOAYKTIB. 3BICHO ICHYE Jyxe Oararo JaBHO HaNHMCaHUX 1
NPOTECTOBAHUX ITPOBUX PYIIiiB, Takux sk, Hampukiana, Unreal Engine, skum
KOPUCTYIOThCSI 0arato BiIOMMX 1 HE TUIbKM KOMIMaHiN (0COOJIMBO KOJM 3’ SBHJIACH
rioro odimiitna 6e3koITOBHA Bepcisi). Ajie BOHU He ifealnbHi. [lepiia Bepcist Toro x
Unreal nanmcana Ouibllle ABAJISATA POKIB TOMY, 1 X049 Kojx Oarato pasiB
MonudikyBaBcs, cTapa Hee(peKTUBHA apXiTEKTypa Ja€ Mpo cede 3HATH HaBITh 3apas.
A SKIIO TOCTapaTuch, TO MOXKHAa HaBITh 3HAWTH HE3MIHHI IIMATKd KOOy 3
Hairepioi Bepcii pymris. 3BICHO, IO 3 TaKUM IMJIXOJOM apXiTEKTypa CHCTEMHU
naneka BiJ 1IeanbHOI. Y JEIKHUX MICIIX 3YCTpidaeTbesl AyOIIOBaHHS KOAY, Pi3HI
KJIACH MarOTh OJTHAKOBHH (PYHKITIOHAJ 3 MIHIMAJIPHUMHU 3MiHAMH, aj¢ BOHH MOXYThb
OyTH Iy)Xe KPHUTHYHI 1 1X 3MiHA MOXKE€ MOTATHYTH 32 COO0OI0 3MIHHM IOJIOBUHHU
IIPOEKTY.

OTxe, MeTO poOOTH € PO3poOKa IrpOBOTO PYINiS HA OCHOBI ICHYIOUHX, 3
BUKOPHCTAHHIM CyYaCHUX TMIAXOIB Ta MAOJIOHIB UIsi pO3POOKH IrpOBUX PYIIIiB.

JInst nocsATHEHHS 1€l METH OyJI0 TIOCTaBJICHO TaKi 3aBAaHHSI:

° JIOCITITUTH HAasIBHI IrpoOBi pyIIIii, criocoOu iX peanizaiiii;
° BUSIBUTH TI€PEBAru Ta HEMIONIKY;
° PO3POOUTH BIACHHM ITPOBHI PYIITiii, BpaXOBYIOUH MOTIEPETHIN MTyHKT.

O06’exktu Ta MeTOnM po3podseHHsi. OO0’€KTOM pO3POOJICHHS € IrPOBHIA
pyiIii 1t po3poOku Bizmeoirop. Ilpeamerom podoTu € peamizarisa cuctemu Ha C++

3 Bukopuctanusam OpenGL.






PO3JILTI 1. OIS ICHYIOUHMX ITPOBUX PYIIIIB

1.1 IrpoBuii pyutiii Ta HOro NpU3HAYECHHA

[rpoBuil pyiiii € OCHOBHUM NMPOrpaMHUM 3a0€3MEYEHHSIM, HEOOXITHUM IS

MpaBUIbHOI po60TH irpoBoi nporpamu[1][2].

Po3poOHMKM BUKOPUCTOBYIOTH IrpOBI pymiii Jjs 1oOyaoBH irop Juis
KOHCOJIEH, MOOUIbHUX TMPUCTPOIB Ta MEPCOHAIBHUX KoMIl toTepiB. (OCHOBHA
(YHKIIIOHAJIBHICTb, SIKY 3a3BHYail HaJa€ IrpOBUM Py, MOXKE BKIIIOYATH MEXaH13M
Bizyanizaii ("Bizyamnizarop") mist 2D a6o 3D rpadiku, ¢izuunnii MexaHizm abo
BUSIBJIICHHSI 3ITKHEHb (1 BIAMOBiAb Ha 3ITKHEHHS), 3BYK, CIIEHapii, aHIMaIIio,
ITYYHUH 1HTEJIEKT, MEPEXKY, IOTOKOBE Iepe/laBaHHs, YIMPABIIHHSI TaM’ STTIO,
MOTOKaMH, WIATPUMKA JIOKami3alii, rpadik CIEeHM Ta WiATPUMKA BiJeo s
KiHeMaTuku. PeamizaTopu IrpoBHX MEXaHI3MIB YacTO EKOHOMJISTH Ha TIPOIleci
pPO3pOOKH Irop, MOBTOPHO BUKOPUCTOBYIOUW/aJaNTyIOud, B OCHOBHOMY, OIMH 1 TOU
e IMPOBUH PYIIIN JUIsi CTBOPEHHS PI3HHUX irop abo I IONMOMOTH B NEPEHECEHH1

irop Ha KiJIbKa TiaTgopm.

VY Gararpox BUNaAKax irpoBi pyIrii HaJarOTh HAOIp IHCTPYMEHTIB Bi3yaJIbHOT
poO3poOKKM Ha JOAAaTOK J0 Oararopa3oBUX MporpamMHuUX KkKommoHeHTiB. Lli
THCTPYMEHTH, K MMPABWIO, HATAIOTHCSA B IHTETPOBAHOMY CEPEIOBHIII PO3POOKH, IO
JI03BOJIIE CIIPOCTUTH IIBUAKUN PO3BUTOK IrOp HAa OCHOBI NaHUX. Po3poOHUKH
ITPOBUX MEXaHI3MIB YacTO HAMAaramThCs MaKCUMAaJbHO 3aJ0BOJIBHUTH TOTPEOHU
PO3pOOHMKIB irop, po3poOisAtour HaAiHI TPOrpaMHiI KOMIUICKTH, IO MICTATH
0araTo eneMeHTIB, sIKi pO3POOHUKY IrOp MOXYTh 3HAOOWUTHUCS IJIS TIOOYIOBU TPH.
binemicte HaOOpiB irpoBHX pyIIiiB 3a0e3medyioTh (YHKIIOHAT, M0 IOJICTIIYE
pOo3po0OKy, Harpukiaz, rpadika, 3ByK, ¢izuka Ta ¢yHKIii mrydHoro iHTenekry ().
Ili irpoBi pymiii iHOAI Ha3WBaIOTh "MPOMDKHHM TPOTPAMHUM 3a0e3MedeHHsIM",
OCKUIbKH, fIK 1 B JIUJIOBOMY CEHCl IIbOTO TEPMiHY, BOHM 3a0€3MeUyl0Th THYUYKY Ta
Oararopa3oBy mporpamuy miaropmy, sika 3abe3nedye BCl OCHOBHI (DyHKIIOHATbHI

MOXJIMBOCTI, HEOOXiIH1 Oe3mocepeHbO0 3 KOPOOKH, UIsi pPO3pOOKHA TpuU HpH
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OHOYaCHOMY 3MEHILIEHHI BUTpPAT, CKJIAJHOCTI Ta 4Yacy BUXOAY Ha PHUHOK - YCI
HalBaXJMBIIT (AKTOpU y BUCOKOKOHKYPEHTHIM rany3i Bigeoirop. OgHumMu 3
HaWMOMYJSIPHIMINX cyyacHUX irpoBux pymiiB € Unity 3d, Unreal Engine, CryEngine

Ta IHIII.

SIK 1 1HIII TUOKM TPOMDKHOTO MPOTPAMHOTO 3a0e3NedyeHHs, IrpoBi pymii, K
MpaBUJIO, 3a0€3MeUyI0Th abCTpakiiio MmiaThopMH, JTO3BOJISIOUM OAHIN 1 Til camiii
Ipi MpaioBaTi Ha PI3HUX IMIaTGopMax (BKIOYAIOUM IFPOBI KOHCOJ1 Ta NEPCOHAIBHI
KOMIT I0T€pH) 3 HE3HAUHHUMH, SIKIIO TaKl €, 3MIHAMHU, BHECEHUMH Y BUXITHUNA KOJ
rpu. Yacto mporpamicTd po3poOJISIIOTh IrpoBi pymlii 3 apXITEKTypOlO Ha OCHOBI
KOMITOHEHTIB, SIKa J03BOJISI€ 3aMIHUTHA a00 PO3IIMPUTH KOHKPETHI CUCTEMU B PYIIii
Ha OUTBII Creliaii3oBaHi (a 4acTo 1 JOPOXKYl) KOMIIOHEHTH I'POBOTO MPOMIKHOTO
nporpaMHoro 3abesnedeHHs. Jleski irpoBi pyiii MICTITh cepito ciaabo MoB’s3aHUX
KOMITOHEHTIB IFPOBOTO MPOMDKHOTO MPOrpPaMHOrO 3a0e3MeueHHs, AKI MOXKHa
BUOIPKOBO KOMOIHYBaTW [Jii CTBOPEHHsI BJIACHOTO MEXaHI3MY, 3aMICTh OLUIbIII
HOLIMPEHOr0 MiAXOAY IO PO3LIMPEHHS a00 HAJNAIITYBAHHS THYYKOTO IHTETPOBAHOTO
nponykty. OJHaK pO3LIMPIOBAHICTh 3aJMILAETHCS TOJIOBHUM IMPIOPUTETOM IS
ITPOBUX pYIIIiB 3aBASKU IIHPOKOMY CIIEKTPYy BUKOPUCTAHHS, AJI SIKUX BOHH
3aCTOCOBYIOThCS. HesBakaroum Ha crnernudiky Ha3Bu "IrpoBHM pymrii", KiHIEBI
KOPHUCTYBa4l 4acTo MepepoOsstoTh irpoBi pyIii /Il 1HIIMX THIIB IHTEPAKTUBHHUX
TOMaTKIB 13 TpadiyHUMH BHMOTaMH B PEXHMI PEaJbHOTO 4Yacy - HaIpUKIa,
JIEMOHCTpAIliifHI MapKETUHTOBI IEMOHCTpaIlii, Bi3yali3allisi apXiTeKTypH, CUMYIIAII1

TPEHYBaHb, CEPEIOBUIIA MOJICITIOBAHHS Ta BUPOOHUIITBO (HiJIbMIB.

Jlesiki irpoBi pymiii HaaOTh JUIIE MOXIUBOCTI 3D-peHIepuHTy B peXuMi
peampHOTO 4Yacy, a He IIHPOKUNA CHEKTp (YHKI[IOHAIBHUX MOXJIHBOCTEMH,
HeoOximaux irpam. Lli pymrii mokimamaroThCs Ha po3poOHMKA irop, Mmoo pearizyBaTu
pemty 1€l (QyHKIIOHAIBLHOCTI a0o0 3i0parn ii 3 IHIIUX KOMIIOHEHTIB IrPOBOTO
MIPOMDKHOTO TporpamMHoOro 3abe3medeHHs. L{i Tumu pymiiiB 3a3BHYail Ha3WBAIOThH
"rpadgiuauM pymrieM", "MexaHi3MoM peHAepuHTyY" abo "pyuriem 3D" 3aMicTh OLIBIIT

OXOIUTIOKYOoro TepMina "irpoBuit pymiii". IIpuknagamu rpa@iyHuX MEXaHI3MIB €:
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Crystal Space, Genesis3D, Irrlicht, OGRE, RealmForge, Truevision3D ta Vision
Engine. CyuacHi irpoBi uu rpadiusi pyuiii, sSIK IpaBWiIO, HAJAIOTh Ipad ClLEeHH -
00’ €KTHO-OpiEHTOBaHE mMpencTaBieHHss 3D-rpoBOro CBITY, SIK€ 4YacTO CHPOIIYE
IrpOBUM TU3aiiH 1 MOXXe OyTH BUKOPHCTAHO AJisi OUIbII €()EKTUBHOTO BIITBOPEHHS

BEJIMYE3HUX BIPTyaJIbHUX CBITIB.

VY Mipy cTapiHHS TEXHOJOT1l KOMIIOHEHTH PYIIisl MOXKYTh 3acTapiTi abo OyTH
HE JOCTaTHIMH I BUMOT TpoekTy. OCKUIBKH CKJIQJHICTh MpOrpaMyBaHHS
aOCOJIFOTHO HOBOTO pYIIisE MOXE TMPU3BECTH 10 HeOakaHUX 3aTpuMok (abo
BUMAarat MOBTOPHOTO 3aIyCKy MPOEKTY 3 CaMOro MOYaTKy), KOMaH/aa PO3pOOHHUKIB
pywiiB  MOXe BHOpaTH OHOBJEHHS CBOIO ICHYIOUOTO pYIIii  HOBUMU

Q)yHKHiOHaJILHI/IMI/I MO>KJIMBOCTSIMU 200 KOMITOHEHTaMHU.

1.2 AnaJi3 irpoBux pyuiiB

3apa3 icHye Oararo pi3HOMaHITHHUX ITPOBHX PYIIIiB, AKI BIAPI3HSIIOTHCS 3a
MPU3HAYEHHSAM, 3PYUYHICTIO Ta TMONYJspHicTIO. [IpoBecTtu mociifkeHHs BCix abo
Xo4a O OUTBIIOCTI ICHYIOUHX PYIIIiB HE € MOXJIMBUM, TOMY OYJIO BUPIIICHO B3STH
JIUIIIE KUThbKA TOMYJIAPHUX 1 IETAIBHO 1X BUBYUTH.

KnacudikyBarn pymii 3a HOOyISIPHICTIO MOXKHA JACKUIBKOMa CIIOCOOaMU:
IIPOBECTH OMHUTYBAaHHS PO3POOHMKIB IIOAO CHCTEMH, SIKY BOHU BHKOPHUCTOBYIOTD,
abo meperisHyTH O0a3W JaHWX BHUNYIIEHUX Iirop (Hampukian, SteamDB) Ta
BU3HAYUTH SKHUI Pyl BOHU BUKOPUCTOBYIOTb.

3rigHo 3 AOCHiIKeHHSM [3] MpoBeNeHHM CHIBPOOITHUKAMH YHIBEPCUTETY
[IkoBne Oymo mpoananizoBano 2 1mudposi mMarazunu irop: Itch.io Ta Steam. Bubip
MarasuHiB irop 0a3yBaBcCsl Ha JJBOX OCHOBHUX (hakTopax: Ha maHux 3BiTy “The State
of the Industry”, omy6mikoBanuii y cniBmpaiii 3 Game Developers Conference 2019
[4] mpo Te, mo Steam (47%) Ta Itch.io (18%) - me nBa HalvacTime
BUKOPUCTOBYBaH1 1u(ppoBi Marazuuu juis irop Ha IIK, Ta Ha pi3HULI BMICTY MIX

JBOMa MarasuHaMu. Steam MICTUTh B cOO1 CHEKTpP Irop, IO CKIAAAETHCS 3 Irop SIK
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BEJIMKOTO, TaK 1 MaJloro BUpPOOHMIITBA, ToAl sK Itch.io romoBHUM 4YMHOM
OpIEHTOBAHMI HA 1H/I1 Ta PO3POOHUKIB 3 MPOEKTAMU MEHIIOTO MACIITa0Y.
B pe3ynbrari nmpoBeaeHOro AOCHIKEHHS Oynu oTpumani gaHi no ltch.io

(Tabmums 1) Ta Steam (Tabmurs 2).

Tabnuus 1. [nenTudikoBani irpoBsi pyurii B irpax, BunyuieHux B Itch.io [3]

[rpoBuii pymriii KinbkicTs irop % Bi1 3arajgbHOI
KUIBKOCTI 1TOp

Unity 24200 47.3

Construct 6275 12.3

GameMaker 5643 11

Twine 3184 6.2

RPG Maker 1982 3.9

Bitsy 1683 33

PICO-8 1479 2.9

Unreal Engine 1458 2.8

Godot 1274 2.5

Ren'Py 1008 2

[aII pymmii 2993 5.9

Beworo 51179
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TaOnuis 2. [nenTudikoBani irpoBi py1Iii B irpax, BUMYIIEHUX B Steam [3]

[rpoBuii pyiii KinbkicTs rop % B11 3arajgbHOI
KUIBKOCTI 1rop

Unreal Engine 1726 23.9

Unity 889 12.3

Source 270 3.7

Cryengine 238 3.3

Gamebryo 215 3

W 192 2.7

Anvil 166 2.3

id Tech 113 1.6

Essence 73 1

Clausewitz 68 0.9

[HII1 pyTii 3266 45.3

Beboro 7216

[lepetnn 10 nHaiikpamux irpoBux ABUTYHIB Ha Itch.io Ta cmmcky irpoBux
nBuryHIiB Steam HeBenukuil: Tutbku Unity Ta Unreal mpucyTtHi B 000X CHHMCKax.
XKonmen iHmMA NBWKOK 13 HabOpy maHmx Steam B3arajii HE MPUCYTHIA y JaHUX
Itch.io. Tomy mist metanpHOTO aHami3y Oyno BupimeHo ooparu came Unity Ta Unreal

Engine.
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1.3 Unity (komnoHeHTH 141 2D po3podku)

Unity - kpocruiarOpMOBHil IHCTPYMEHT JJisi pO3pOOKH BIJIEO irop 1 mporpam,
1 pywid, Ha gkoMy BOHM mpauoiTh (puc. 1). CtBopeHi 3a gomomorotro Unity
IporpaMu TMpaliolTh Ha HACTUIBHUX KOMIT'IOTEPHUX CHUCTEMax, MOOUIBHUX
MPUCTPOSIX Ta TPATIbHUX KOHCOJAX Y ABO- Ta TPUBUMIPHIN rpadili, Ta Ha TPUCTPOSIX
BIPTyaJIbHOT 4YM JIOMOBHEHOI peanibHOCTI. Unity 103BOJISIE CTBOPIOBATH IIPOrpamMu i3

miaTpuMkoro sik DirectX, Tak 1 OpenGL. [5]

Pucynok 1. Burnsn Bikna penakropa Unity 3d

[Iporpama-penakrop Unity mpairoe Ha Windows, macOS i Linux, a cam
pyuIiii Moxe 3amyckaTucs Ha 25 miaropMmax, a came 10S, Android, Tizen, Windows,
Universal Windows Platform, Mac, Linux, WebGL, PlayStation 4, PlayStation Vita,
Xbox One, 3DS, Oculus Rift, Google Cardboard, Steam VR, PlayStation VR, Gear
VR, Windows Mixed Reality, Daydream, Android TV, Samsung Smart TV, tvOS,
Nintendo Switch, Xbox Series X ta Series S, PlayStation 5, Facebook Gameroom,

Apple ARKit, Google ARCore, Vuforia, 1 Magic Leap.
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IrpoBa norika mnumeTbess 3a JonomMororo MoBu C#, padille Takox Oyna
MOKJIUBICTh BHUKOpPHUCTOBYBaTH Boo Ta JavaScript, ajge po3poOHHKH BiIMOBHIIUCH

BiJl iX MIATPUMKH.

IlepeBarn: OGararomiatrdopMHUM, OE3KOIITOBHUM, MPOCTUU JJIT OCBOEHHS,
Ma€ IIBUJKY KOMIIUIALIIO, AETalbHy JOKYMEHTAIll0, MAa€ BEIUKy O0107I10TeKy
B1JICOYPOKIB, Bi3yaJIbHE CEPEOBUIIE PO3POOKHU Ta MOIYIbHY CUCTEMY KOMITOHEHTIB,

3a JIONOMOTO0 K01 BiZJOYBAa€THCSI KOHCTPYIOBAHHSI IPOBUX 00’ €KTIB.

Henmosikn: oOMexeHHs  BI3yallbHOTO  peAakropa npu  poboTi 3
0araTOKOMIIOHEHTHUMHU CXE€MaMH, HEOCTaTHIM (hyHKITIOHAT Bi3yaJIbHOTO pelaKTopa
npu po6oTi 3 2D komMnoHeHTamMu (HanpUKIad, BIACYTHI IHCTPYMEHTH MOJCIIIOBaHHS
[6]), cknaagHe pemaryBaHHs 11a0JoHIB mpuMipHUKIB (aHri. Prefabs), mpoGnemu
onTuMizaiii Ta MPOAYKTUBHOCTI, BETUKUIA 00’€M IMaM’STi HABIThb HEBETUKUX IrOp,
He3py4yHa B KOPUCTYBaHHI cHUCTeMa TOJiNA, oOMexeHud (QyHKIIOHAN aebary B
OE3KOITOBHIA Bepcii, M1 HOPMaJdbHOI POOOTH TOTPIOHO BCTAHOBUTH Oarato

JOJaTKOBUX HHaFiHiB, 9aCToO IIIaTHUX.

1.4 Unreal Engine (koMmmonenTu 11s 2D po3poOkmn)

Unreal Engine - irpoBuii pymriii, po3poOitoBaHWN 1 MIATPUMYBAHUMA

xomradiero Epic Games (puc. 2) [7].

[lepmia rpa, cTBopena Ha 1bomy pymiii - Unreal - 3’ ssBunacsa 1998 poky. 3 tux
mip pi3Hi Bepcii bOTO iIrPOBOTO PYIIlis BUKOPUCTAIN B OUIBII HIXkK COTHI Irop, cepen
akux Deus Ex, Lineage II, Thief: Deadly Shadows, Postal 2, a Takox y BimomMux
irpoBux cepisx Unreal Tta Unreal Tournament Bim camoi Epic Games.
[IpucTocoBanmii y mepury dYepry s IIyTepiB BiAg Tepmioi ocolu, pyrrii

BUKOPHCTOBYBABCS 1 TIPH CTBOPEHHI irOp 1HINX JKAHPIB.

Hanucanuit moBoto C++, pymriii 103BoJisi€ CTBOPIOBATU ITPH ISl OUTBIIOCTI

onepaiiiinux cucteM 1 margpopm: Microsoft Windows, Linux, Mac OS 1 Mac OS
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X, xonconent Xbox, Xbox 360, PlayStation 2, PlayStation Portable, PlayStation 3,
Wii, Dreamcast 1 Nintendo GameCube, iPod Touch Ta iPhone 3GS, webOS.

s
_L Y
.
_E
s
&
4

” . a
BABHEE &impont BSweAl €5 % Costent »

Pucynok 2. Burnsag BikHa penaktopa Unreal Engine 4

IlepeBaru: OararoriatrdopMHuUi, MouynHaOYM 3 4 Bepcii OE3KOIITOBHHM,
HasiBHE Bi3yaJibHE CEpEIOBHINEC PO3pPOOKH, HasBHI BC1 HEOOXIMHI IHCTPYMEHTH IS
MOBHOI pO3pOOKM T'pH, HasBHA JeTallbHa JOKYMEHTAIlis Ta Beluka O010J10Teka
BiJIEOYPOKIiB, JJIS MPOTPaMyBaHHS BUKOPUCTOBYEThCS MoBa C++, 110 MO3UTHUBHO
BIUTUBA€ Ha TPOAYKTUBHICTH Ta IMIBHAKICTH POOOTH TPH, € CHCTEMa Bi3yaJIbHOTO
nporpamyBanHs Blueprints, sika 103BoJsi€ MUCAaTH CKPUNTH Ta CTBOPIOBATH 00’ €KTH
0e3 HamMCcaHHS MPOTPAMHOTO KOJy, HasiBHA BEJIMKA KUTbKICTh O€3KOIITOBHUX ACETIB,
aKi 0e3 0OMeKeHb MOKHA BUKOPHCTOBYBAaTH B KOMEPIIMHUX MPOAYKTAX, BIIKPUTHN
BUXITHUN KON pyIIis, SKWA MOKHAa MOoAM(IKyBaTH, ONTHMI30BaHA MEpEeKeBa

apxiTEeKTypa, MATPUMKA BCIX Cy4YaCHUX TEXHOJOT1 PEHACPUHTY.

Henmosikn: penaktop BaKKuUM B OCBOEHHI, MOTPIOHO MAaTU JIOCBi pO3pOOKH,
nmoraHa onrtumizaiisi cucremu Blueprints, 3aroueHuil miag MyJIbTUILICEPHI IIYTEPH,

“IepeBaHTAXXEHICTH KJIaciB, OOMEXEHHS KUIBKOCTI MapaMeTpiB, K1 MOXKe Nepeaaru
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nenerar noaii (0OMeXeHHsI MOKJIMBO OO1MTH, ajie 1le OoTpedye HalMCAaHHS BEJIMKO1

KUIBKOCT1 KOAY).

Jlns po3poOku BiacHoOro irpoBoro 2D pymrist Oyji0 BHpIIIEHO CTBOPUTH
cucteMy KOMINOHEHTIB K Unity. Takox BUpIIIEHO CTBOPUTH BIACHY CUCTEMY MOJIH,

ska Oyna 0 mpoCTOI0, HAAIIHOO Ta MIBUIKOI Y BUKOPUCTAHHI.
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PO3JILTI 2. OIISAJ] BUKOPUCTAHUX TEXHOJIOI'TH

2.1 CLion

CLion - kpocmiaTtdopMHe IHTETPOBaHE CEPEOBUIIE PO3POOKH J1JIsi MOBU

C++ (puc. 3). [8]

(-]

2DEngine - PhysicsSystem.h - @
File Edit View Navigate Code Refactor Build Run Tools Git Window Help
2DEngine src PhysicsSystem i PhysicsSystem.h - A 20Engine|Debug ~ | B # G G - % Git: " @5 Q
Project ~ GBI % # texturevert - # texture.frag & colliderh - it imageh - & window.cpp © &k Enginecpp © &k eventqueuecpp - - PhysicsSystem.h & signalh - & eventqueueh

E 2DEngine %2 -
- build
£
£
3
>

seme &

resources PHYSICSSYSTE_H
shaders PHYSICSSYSTEN_H
textures £
src
Audio
Components
Engine
EventSystem
& eventqueue.cpp
W eventqueue h
* Functionwrapper.h
i signalh
PhysicsSystem ¥
£ PhysicsSystem.cpp
i PhysicsSystem.h constexpr CollisionType operaters(Coll Type 1sh, Coll Type rhs){ return Coll Type(std::minCint(1sh), int(rhs))):}
RenderSystem
utils < class
gitignore class Physicssyst
2 cellepp
#cellh class
A cMakeLists.txt public:
# CMakeLists.txt.user class Builder{

1. Structure

F Pull Requests

= Food.cpp 3 friend class Coll
¥ Foodh sto::string name_;
£ Ghost.cpp st ered_s
¥ Ghosth public:
2 main.cpp : Builder (std: :str
= Map.cpp 3 8 & add
= maph ollisi
= PacMan.cpp 3
« PacMan.h
% Path.cpp ta::string getName() const;
 Pathh

£ £ PlayerMove.cpp

i PlayerMoveh std:isize_t hash() const{

Zwallepp - massmnnnsns

td::string, Lisi > collisions_;

isteing name, Type type);

aew z

will b
PGt =TODO  ® PythonPackages @ Problems Terminal A CMake Q Event Log
231 LF UTF8 Tab P master W €

Pucynok 3. Burnsin pexakropa CLion

OcHOBHI 1OTO MOXJIMBOCTI:

e (yHKITIOHAT JJIT ABTOMAaTHIHOTO JIOTIOBHEHHS KOJY;

e (hopMaTyBaHHS Ta CIiTyBaHHSI IEBHOMY CTUITIO KOJY;

e anamizatop xkoxy Clang-Tidy;

e reHepailis (QYHKIIH, KOHCTPYKTOPIB, CETEpiB Ta TEeTepiB, OIeparopiB
MOPIBHSIHHS;

e miaTpuMka Doxygen aiis fOKyMeHTyBaHHS (DyHKIIIH Ta KJIaciB;

e OararoyHKIIOHaIBHUHN 3HEBaKyBau 3 miaTpuMkoo GDB ta LLDB;

e miaTpuMka cucteM 30ipku CMake, Makefile, Gradle.
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2.2 C++

C++ - moBa mporpamyBaHHs BHUCOKOTO piBHS [9], po3pobOsnena b’sipHom
Crpayctpynom 1979 poky 3 modarkoBor Ha3zBorw “C 3 kilacamu”. 3aCHOBaHa Ha
MoBl C. Mae mniATPUMKY JAEKUIBKOX NapajJurM MporpaMmyBaHHs: 00’ €KTHO-
OpI1EHTOBAHOI, y3araJlbHEHO1 Ta MPOLIETYPHOI.

C++ Oyno CTBOpPEHO 3 OpIEHTAIIEI0 HAa CHCTEMHE MPOrpaMyBaHHS Ta
BOY/IOBaHE MpoOrpamMHe 3a0e3leueHHs, OOMEeXeHe pecypcaMu, Ta BEJIHKI CUCTEMH,
10 BUMAararmTh MPOAYKTHBHOCTI, €(EKTHBHOCTI Ta THYYKOCTI BUKopucTaHHs. C++
TaKOXK BUSIBUBCSI KOPUCHHUM Yy 0ararboX iHIIHUX cepax, TOJTOBHAMH BUMOTAMH SKHX
€ mporpamHa iH(QpacTpykTypa Ta OOMEXKEH1 pecypcu (Hampukiaj, eJIeKTpOHHa
KoMepIisi, BeO-momyk abo 0a3m maHux, TenedoHHI KoMyTaropu abo KOCMIYHI
30H11). [10]

C++ cranpaptu3oBaHuil MDKHaApOIHOI OpraHizali€lo 31 CTaHJIapTU3aIlii
(ISO), octanHsa cranmapTHa Bepcis parudikoBaHa ta omyosiikoBaHa ISO y rpymaHi
2020 poky sk ISO / IEC 14882: 2020 (meodimitino Bimoma sk C++20). Moga
nporpamyBanHs C++ Oyna criouatky ctangaptuszoBaHa B 1998 pomi sk [SO / IEC
14882: 1998, ska motim Oyna 3MmineHa ctangapramu C++03, C++11, C++14 ta
C++17. Tlotounuit cranmaptr C++20 A0mMOBHIOE i1X HOBUMHU (QYHKIIIMH Ta
pPO3IIMPEHOI0 cTaHAapTHOW OibmioTtekoro. 3 2012 poky C ++ mpairoe Ha
TpupiuHOMYy rpadiky Bumycky, a C ++ 23 - HaCTYNHHI 3allJlaHOBaHHWM CTaHIAPT.
[11]

Crangapr C++ cKIamaeThcs 3 JBOX YAaCTHH: SIPO MOBH Ta CTaHAApTHA
0i6mioTeka. CranmaptHa 0i0iioTeka BKIFOUae 30ipHI THIHU (vectors, lists, maps,
sets, queues, stacks, arrays, tuples), anroput™u (find, for_each, binary_search,
random_shuffle Tomo0), 3aco0u BBeICHHS / BUBSACHHS (iostream, JUIs YMTaHHS Ta
3amucy B KOHCONMb Ta (ainmm), Oibmioreka (aityioBoi cHUCTeMH, MiATPUMKA
Jokamizailii, po3yMHI BKa3IBHUKH JJIi ABTOMATUYHOTO KEpyBaHHS TMaM’SITTIO,
MIATPUMKA PETYISIPHUX BUpPa3iB, OararonotoyHa 01010TeKa, MIATPUMKA aTOMapHHUX
onepailiii (o J03BOJSIOTh YUTATU a00 3aMKMCyBAaTU 3MIHHY JIMILIE OJJHUM MOTOKOM),

YTWIITA 4Yacy (BUMIPIOBaHHS, OTPUMaHHSA MOTOYHOIO 4Yacy TOIIO), CHUCTEMY
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BUHSATKIB, TEHEpPAaTOp BHUIMAJKOBUX YHCENI Ta Jemo MoAu]iKoBaHYy BEPCitO
ctangapTHoi 610mioTeku C (1151 3a0€3MeUeHHs] CyMICHOCT1 3 CUCTEMOIO TUIIB C++).
[12]

3nayHa yacTuHa O010mioTrexku C++ 0a3yeTbcsd Ha cTaHAapTHIA Oi0mioreni
maosnoniB (STL). Kopuchi iHcTpymMeHTH, 10 HajawTbess STL, BKIOYaoThH
KOHTEHHEpH SIK KOJIEKIIi 00’ €KTIB (HAPUKJIAJl, BEKTOPH Ta CIIUCKH), ITEPATOPH, 10
3a0e3MeUy0Th CXOXKHH Ha MAcHB JIOCTYN JO KOHTCWHEPIB, Ta aJrOPUTMH, IO
BUKOHYIOTh TaKi OTepallii, K MOIIYK Ta COPTYBaHHS.

KpiM Toro, HasiBHI acoIliaTHBHI MAaCHBHU Ta MHOKHHH. TOMY, BAKOPUCTOBYIOUH
mabjJoHM, MOXKHA TIMCATH 3arajibHi allfOPUTMH, SKi MPaIOTh 3 OyIb-SIKAM
KOHTEHEpOM a00 3 OyJIb-SKOI IMOCIITOBHICTIO, BUBHAUEHOI ITepaTopaMu. Sk 1 B
C, nmoctyn 5o ¢yHKIIH Oi10T10TeKH 3IIMCHIOETHCS 3a JOTIOMOTOK JTUPEKTHBHU
#include 11 BKJIIOYEHHS CTaHAApTHOTO 3arosioBka. CranpaprHa 6i6mioteka C++
3abe3neuye 105 craHgapTHUX 3aroj0BKIB, 3 IKUX 27 3aCTapiiIu.

Cragmapr Brimouae STL, sxuii crodatky OyB po3poOiienuit OiieKCaHIpOoM
CrenaHoBUM, SKUH MPOTAroM OaraTbOX POKIB E€KCIIEPUMEHTYBAB 13 3arajbHUMHU
anropuTMaMM Ta KoHTelHepamu. [louaBmmu 3 C++, BIH HapemITi 3HAUIIIOB MOBY, Ji¢
MOKHa OyJ0 CTBOPUTH 3arajbHI anropuT™Mu (Hampukiana, copryBanHs STL), ski
IPAIIOIOTh HABITH Kpallle, HidK, HAaPUKJIaJ, cTanaapTHa 6i6mioTtexka moBu C - gsort,
3aBASKH TakuM (QYHKINSM, SK BOYIOBYBaHHS Ta 3B’S3yBaHHS Yacy KOMILIAIT
3aMicTh BKa31BHHKIB QyHKI[IH. CTanmapT He nmo3Havae ioro sk "STL", ockinbku BiH
€ JIMIIe YacTUHOI CTaHAapTHOI O10ioTekH, aje Iel TepMiH BCE IIE HIUPOKO
BUKOPHCTOBYETHCS, W00 BIIPI3HUTH MOTO BiJf PEIITH CTaHAAPTHOI O10I10TEKH
(motoku BBOmMY / BHWBONY, IHTEpHAIlIOHATI3allisd, MIarHOCTHKA, IIIMHOXHHA

6i6miorexkn C Tomo). [13]

2.3 OpenGL

OpenGL (Open Graphics Library) - 1me MDKMOBHA, KpocmiarhopMHa

nporpama iHTepdeiicy nporpamysanns (API) mis Bizyanizauii 2D ta 3D BektopHOT
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rpadiku. API 3a3BHuail BUKOPUCTOBYETHCS I B3a€MOIII 3 Tpa)iuHUM MPOLIECOPOM

(GPU) nnsa nocsirHeHHs anapaTHO MPUCKOPEHOro Bizyanizauii. [14]

Silicon Graphics, Inc. (SGI) po3nouana po3pobky OpenGL y 1991 pomi Ta
punyctwia noro 30 vepBHsA 1992 poky; IOmATKM HIMPOKO BUKOPHUCTOBYIOTH il B
oOnactsax aproMmaru3zoBaHoro mnpoekryBanHs (CAIIP), BipTyaibHOi peanbHOCTI,
HAyKOBOI BI3yasi3allii, Bi3yaizamis iHpopMalii, iMiTalis NoJbOTIB Ta BiIE€OIrpH. 3
2006 poxy OpenGL ynpaBisieThcss HEMPUOYTKOBUM TEXHOJIOTTYHUM KOHCOPIIIYMOM

Khronos Group.

Crneuudikauis OpenGL onucye abcrpaktauii API nns mamoBanus 2D ta 3D
rpadiku. He3Baxkaroun Ha Te, mo APl MoxHa TmOBHICTIO peali3yBaTd B
NporpaMHOMY 3a0e3MeueHHl, BiH MPU3HAUYEHMI IJis pealizailii B OCHOBHOMY abo

MOBHICTIO B anaparHoMy 3a0€3MeUeHHI.

API Bu3HauaeThcs K HaO1p QYHKIIIH, K1 MOYKE BUKIUKATH IIporpamMa-KIIi€eHT,
nopsia 13 HaOOpOM IMEHOBAHMX MIJIOYUCIOBUX KOHCTAHT (HANpHUKIIAJ, KOHCTaHTa
GL_TEXTURE_2D, mo BIANOBiga€e necsaTkoBoMy uuciy 3553). Xoya BU3HAUYECHHS
(GYHKITIM 32 30BHINIHIM BUIJBSIAOM TOIOHI 10 BU3HAYE€Hb MOBH INporpamyBaHHs C,
BOHM HE 3ajexaTh Bim MoBH. Takum uywmHOM, OpenGL mae 06e3nidy MOBHHX
IpUB’SI30K, cepell AKX HaMOUIbII BapTUMU yBaru € npuB’sizka JavaScript WebGL
(API, 3acunoBanuit Ha OpenGL ES 2.0, mns 3D-penaepunry 3 BeG-Opaysepa); C-
mpuB’ i3k WGL, GLX 1 CGL; mpuB’s3ka C, mamgana i0S; Ta npus’sa3ku Java ta C,

Haxauil Android.

Okpim Toro, mo OpenGL He 3alexuTh BiI MOBH, BiH TaKOX €
kpocrutaropmuum. Crenudikaiiis HIY0TO HE TOBOPUTH MPO T€, K OTPUMATH Ta
kepyBatu KoHTekcToM OpenGL, 3anumiaiodn 11e IeTaTio OCHOBHOI CUCTEMH BiKOH.
3 Tiei x mpuuman OpenGL 3aiimaeTscs cyTo penmepuHroMm, He Hagatoun API-

iHTepdeiiciB, MOB’A3aHMUX 13 BBEACHHIM, 3ByKOM YH BIKHOM.

¥ OpenGL Bce 3HaXoAUTHCSA Y TPUBUMIPHOMY IIPOCTOPI, ajie eKpaH ado BIKHO
- ue 2D-macuB mikceniB, ToMy Beiuka udactuHa podotu OpenGL mnosnsrae y

nepeTrBopeHH1 Bcix 3D-koopaunar B 2D-mikceni, ki BMIIIYIOThCSI Ha BalloMy
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expani. [Ipouecom neperBopenHs 3D-koopaunar y 2D-mikceni kepye rpadiunuii
koHBeep OpenGL. I'padiunnii kKoHBEEp MOXKHA PO3AUIUTH Ha KUIbKa eTamiB (puc. 4),
7€ KOKEH KPOK BHMAara€ BUXIIHUX JAaHUX MONEPEIHbOIO KPOKY SIK BXIAHUX JAaHUX.
[15] Yei mi KpoKM € By3bKOCIELIaIi30BaHUMHU (BOHM MAalOTh OAHY KOHKPETHY
(GyHKI1110) 1 MOXKYTh OyTH JIETKO BUKOHAHI MapaiesIbHO. 3aBIIKU CBOIM mapaseiabHIi
CYTHOCTI CyYacHl BIJICOKApTHM MalOTh THUCSYl HEBEJIUMKHX OOpPOOHUX dAnep s
mBUAKOI OOpOOKM BalMX JaHUX Yy TrpapiuHOMY KOHBeepi. Snpa o0poOku
3aMyCKalTh HEBEJIMKI MPOrpaMu Ha rpadiyHOMY MPOILECOPl Jsi KOXKHOTO KpPOKY

koHBeepa. L1 HeBeIuKi mporpamMu Ha3UBAIOTHCS LI IepaMu.

VERTEX SHADER SHAPE ASSEMBLY GEOMETRY SHADER
G )
VERTEX DATA[]
\_ 4
4 B
1
Ll
- -
& \ 4
TESTS AND BLENDING FRAGMENT SHADER RASTERIZATION

Pucynoxk 4. I'padiunanii kouBeep OpenGL [15]

Hesxi 3 1mux miedaepiB MOXyTh OyTH HaJIAITOBaHI PO3POOHUKOM, IIIO
JI03BOJIIE HAM TIMCATH BIIACHI WICHaepu IS 3aMiHU ICHYIOUMX IIEHJepiB 3a
3amoBuyBaHHsIM. lle mae Ham Habarato 4YITKIIMH KOHTPOJb HAJX MEBHUMHU

JacTHHAMU KOHBE€EPA, 1 OCKUIBKU BOHH MPALIOIOTh HA TpadpiuHOMY MPOLIECOpi, BOHU
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TaKO MOXXYTb 3a0IIaJIUTH HaM I[IHHUM Yac mpoiecopa. [llefinepu HamucaHi MOBOIO

GLSL.

[lepuia yacTHa KOHBEEPA - L€ BEPIIMHHUN 1Ieiaep, sSIKUi NpuiiMae B SIKOCT1
BXOAly OIHY BeplinHY. OCHOBHOIO METOKO BEPIIMHHOTO ILIEHAEpa € NEPETBOPEHHS
TPUBUMIPHUX KOOpPAMHAT y Pi3HI 3D-KOOpAuMHATH, BiH J03BOJII€ BUKOHATU 0Oa30BY
00poOKy arpuOyTiB BepiinHU. [lepiia yacTuHa KOHBE€Epa - 1€ BEPUIMHHUN TIEHIED,
AKUN TpUiiMae B SKOCTI BXOAY OAHY BepuinHy. OCHOBHOIO METOI BEPIIMHHOIO
mieiiepa € MepeTBOPEHHS TPUBUMIPHUX KOOpAMHAT y pi3HiI 3D-koopauHaTH, BiH

J103BOJIsSI€ BUKOHATH 0a30By 00pOOKY aTpuOyTiB BEPIIMHU.

Etan cknaganHHs mpuMITUBY TpHiiMae K BXiAHI JaHl Bcl BepmuHU (abo
BEpIIMHY, KO 00paHo GL_POINTS) 3 BEpIIMHHOIO IIeHaepa, KU YTBOPIOE
OpUMITHB, 1 30Mpae BCl TOUKU B 3a/laHiii MPUMITUBHIN (OpMi; B IIbOMY BHUIAIKY

TPUKYTHUK.

Pesynprar eramy ckiiagaHHS TPUMITHBIB MEpENaeThCsl B MICHAEp TeOMETpii.
[eiinep reoMeTpii Oepe sIK BXiJ KOJEKI[IIO BEPIIHH, SKI YTBOPIOIOTH NMPUMITHB, 1
Ma€ 3/1aTHICTh TeHepyBaTH iHINI (Irypu, BUTATYIOYM HOBI BEPIIMHH, YTBOPIOIOYHU
HOBI (200 1HIII) MpUMITUBH. Y puC. 4 BIH T€HEpPye IPYruid TPUKYTHUK 13 3aJ1aHOL
¢irypwu.

IToTiMm pe3yasrar TEOMETPUYHOTO IICHIepa TMepenaeTbcsi Ha  CTadllo
pacTtepu3zailii, e BiH BioOpaxkae pe3ylnbTyIodl IPUMITHBHU 0 BiMOBIIHUX MIKCETB
Ha KIHIICBOMY €KpaHi, [0 Ja€ MOXIUBICTh i1 BHUKOPHUCTAHHS Ieimepa
¢parmentiB. Ilepen 3amyckoM mielnepiB (QparMeHTIB BHUKOHYETHCS BiICIKaHHS.
Bincikanns Binmkumae Bci parMeHTH, mo nepeOyBaroTh 103a OTIISIOM, 30LTBITYI0OYN

MPOAYKTHBHICTb.

OcHOBHOIO MeTOIO mieiaepa (parMeHTiB € OOYMCICHHS KiHIIEBOTO KOJIBOPY
MmKCceNsi, 1 1e, SAK IMPaBWJIO, €Tall, KOJW BHUHHUKAIOTh YCi BIOCKOHAJCHI e(eKTH
OpenGL. 3a3Buyaii meiaep gparMeHTiB MICTUTH AaHi po 3D-ciieny, siki BiH MOXe
BUKOPHCTOBYBATH I OOYHCIICHHS OCTAaTOYHOTO KOJBOPY TIKCeNs (HampHKIa,

JDKEpEeJIo CBITJa, TiHi, Kouip cBimia toulo). llleiinep ¢pparMeHTiB HE MOXKE 3MIHUTHU
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noyioxkeHHst (parmenta (X, y). Hoctyn mo cycimHix (parMeHTIB HE J03BOJICHO.
3HayeHHs, oOO4YMCleHl IeiepoM  (QparMeHTiB, B  KIHUEBOMY paxyHKY
BUKOPHCTOBYIOTBCS JJIsI OHOBJICHHS IaM’ STl Oydepa KaapiB abo TEKCTYpPHOI 1mam’sTi,

3aJIe’KHO Bij motoyHoro crany OpenGL.

[Ticas Toro, sk OyAyTh BU3HAYEHI BC1 BIAMOBIHI 3HAYEHHS KOJIbOPY, KIHIEBUIA
00’€KT mpoiie 1ie OIMWH eTam, SKUI Ha3UBa€EThCS eTanoM anbda-Tecty Ta
3MimyBaHHs. Ha 1ipoMy erami mepeBips€Tbcsl BIAMOBIAHE 3HAY€HHS DIUOWMHU (1
Tpadapery) ¢parMeHTa 1 BUKOPUCTOBYETHCA, 1100 MEPEBIPUTHU, YU OTPUMAHUU
dbparMeHT 3HaXOAUTHCS criepeay ado mo3aay 1HIIKUX 00’ €KTIB, 1 HOTO CIIi BIAKUIATH
BiAnoBiAHO. Etam Takox mnepeBipsie HasgBHICTH aib(a-3HaueHb (ajbda-3HaueHHs
BHU3HAYAIOTh HEMPO30PICTh 00’€KTa) 1 BIAMOBIAHO 3Mimye o0’ ektu. OTe, HaBITh
AKIIO BUXITHUN KOMIp MIKCENsl OOYHMCIIOEThCS y Ieiaepl GparMeHTiB, KIHIEBUN
KOJIIp TIKCENsl BCE OJHO MOXK€ OyTM YMMOCH 30BCIM IHIIUM IIiJl Yac pPEHIEPIHTY

JEKUTBKOX TPUKYTHHUKIB.

I'padiunuii KOHBEEp € JOCUTHh CKJIQJHUM IIUIMM 1 MICTUTH 0Oararto
HaJalmToBaHUX 4YacTUH. OjHAaK Maibke y BCIX BHUIIaJKaX HaM JOBOJIUTHCS
IIPAIIOBATH JIUIIE 3 BEPIIMHHUM Ta (PparmMeHTHUM mieraepom. Llleiinep reomerpii €

HEO0OOB’ I3KOBHUM 1 3a3BUYAN 3aTUIIAETHCS 32 3aMOBUYBaHHSM.

IcHye Takok eTam Tecensmii, sSKUM He 300paxkeHnidi Ha puc. 4. BiH
BUKOHYETBCSI TICHS BepmmHHOrO Imeiaepa. llleligep ympaBiiHHS TECENSITIEO
BUKIIUKAETHCS JJISI KOKHOI BEPITUHU BUX1AHOTO Mar4ya. Ko)KHe BUKIIUK MOXKE YUTATH
arpuOyTu OyIb-SKO1 BEPIIMHHU y BXIMHUX a00 BUXIIHMX IaT4ax, aje MOXKE MUCATH
nuIie aTpulyTH AJis KOXKHOI BEPIIUHM IS BiMOBIAHOT BEPIIMHN BUXITHOTO TMaTya.
Buknuku meiaepiB COuTbHO CTBOPIOIOTH HAOIp OKpEeMHUX TMardiB arpuoOyTiB
BuxigHoro marda. [licms 3aBepiieHHS BCIX BHKIMKIB IIeHaepa yIpaBiIiHHS
TECETAIIEI0 BUBOAUTHCS PE3ynbTaT. Bukiuk mieliaepa ympaBiiHHS TECENSITIE0
BUKOHYETHCS 37€O0LIBIIOTO HE3aJIeXKHO, 3 HEBU3HAYCHUM BIJHOCHUM MOPSIAKOM
BUKOHaHHS. OgHak BOygoBaHUN (DyHKI[IOHATBHUN Oap’ep MOXKHAa BUKOPUCTOBYBATH

JUISL  YNPaBIIHHS TMOPSAJIKOM BHUKOHAHHSI [UIAXOM CHHXPOHI3alil BUKIIHUKIB,
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€()EeKTHUBHO PO3MOAUISIOUM BUKOHAHHS II€HAepa YIpaBIiHHS TECEILie€r0 Ha HalIp

das.

VY cyuacuomy OpenGL norpiOHO BH3HAUWTH NpPUHAWMHI BIAaCHUM IIewaep
BepmH 1 ¢parmentiB (Ha GPU Hemae melinepiB BepumiuH / (parMeHTiB 3a

3aMOBYYBAHHSIM).

2.4 TonmomizxHi 0i0mioTexn as podoru 3 OpenGL

GLM (OpenGL Mathematics) - 6i6miorexka jsi OpenGL, mo Hamae
nporpamicty Ha C++ cTpyKTypH 1 QyHKIIII, 1110 TO3BOJISIOTH BUKOPUCTOBYBATH JIaH1
st OpenGL. Tak six Maiixe BCl MaHImyIsIIii 3 Tpancgopmariiero o6’ extiB B 3D abo
2D mpocTopi BUKOHYIOTHCSI 3aBISKH MarpuisiM, To HasBHICTH GLM, sika Hazgae
HaOlp onTuUMi3oBaHUX (GYHKIIA i1 pobotu 3 MarpuisimMu 3x3 ta 4x4, nyxe

noriomarae. [16]

Opnna 3 ocobnmuBocteit GLM mosmsirae B Tomy, 1110 HOTo peaizallis 3acCHOBaHa

Ha crienudikarnii GLSL (OpenGL Shading Language).
Ycepenuni 61010TeKa po3ijieHa HA 2 YACTUHU:

® 1iepIia yacTuHa - glm.hpp - MiCTHTB ONKC OCHOBHUX THITIB,;
® jpyra vacTuHa - 0i0mioTeka po3mupeHs ext.hpp - migkimrouae O6e3miy

KOpUCHUX (PYHKIIIH, TAKUX SIK rotate, translate, scale, lookAt 1 1HIIII.

Xoya B JIOKYMEHTAIlli IPOMOHYETHCS MiAKIIOYATH PO3IMIHUPEHHS OKPEMO,
BKa3yIOuM Ty 4M iHIIY 016710TeKYy. [17]

[Tpuknan Bukopuctanus GLM pazom i3 OpenGL:

#include <glm/glm.hpp>

#include <glm/gtc/matrix_transform.hpp>

void foo(){

glm::vec4 Position = glm::vec4(glm:: vec3(0.01), 1.0f);
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glm::mat4 Model = glm::translate(glm::mat4(1.0f), glm::vec3(1.0f{));
Model = glm::rotate(Model,45,0,1,0);
glm::vec4 Transformed = Model * Position; }

GLFW - 1ne OararomiarpopMua 0i0mioreka 3 BIIKPUTHM KOAOM JIJIst
po3pobku OpenGL, OpenGL ES Ta Vulkan Ha po6oduomy croni. Bona 3a6e3neuye
npoctuii APl ayig cTBOpeHHS! BIKOH, KOHTEKCTIB 1 MOBEPXOHb, OTPUMAHHS BXITHUX
nanux ta nofin. GLFW nanucana moBoto C Ta miarpumye Windows, macOS, X11.

[18]
MOKJIUBOCTI:

® CTBOpIOE BikHO Ta KoHTekcT OpenGL qBOMa BUKITMKaMK (PYHKITIH;

o miarpumka OpenGL, OpenGL ES, Vulkan Ta moB’si3aHi 3 HUMHM OIIIIii,
IIPAropy Ta PO3NTUPCHHS;

® IIiATPUMKA JCKUILKOX BIKOH, JIEKIJILKOX MOHITOPiB, BUCOKUX DPI;

® IIATpUMKa KJIaBlaTypu, MUIII, TeiMImaaa, BBEICHHS Yacy Ta BiKHA TMOIIM 3a
JIOTIOMOTOr0 OMUTYBaHHs a0o callback-byHkiii;

e minTpuMka kogyBanHsa Unicode.

OpenGL Extension Wrangler Library (GLEW) - ne wmikmiardgopmHa
610mioreka Hanmcana Ha MoBi C/C++ mys 3aBaHTa)xeHHs po3mupens A OpenGL.
GLEW 3a6e3mneuye edekTHBHI MEXaHI3MU BUKOHAHHA JJI BU3HAYEHHS TOTO, SIKi
posmmpenas OpenGL miaTpumyroThest Ha 1ITBOBIN MIaTgopmi. DyHKIIOHAT sSapa
ta posmmpenHs OpenGL mpencraBineHuit B OMHOMY 3aroJIOBKOBOMY (ailnii, SKu
aBTOMATUYHO TeHepyeThcs 3  odimiiinoro cmucky posmupenb. GLEW  Oys
MPOTECTOBAaHUHN HA PI3HMX OINEpaIiiHUX cucTemax, BkItodaroun Windows, Linux,

Mac OS X, FreeBSD, Irix Ta Solaris. [19]

2.5 GLSL

OpenGL Shading Language (GLSL) - e MmoBa 3aTiHEHHS BHCOKOTO PIBHS 3

CUHTAaKCUCOM, 3aCHOBaHMM Ha MoOB1 mporpamyBanHs C. Bona Oyna crBOpeHa
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OpenGL ARB (OpenGL Architecture Review Board), mo6 Hagatu po3poOHUKaM
OuIbIlIe OE3MOCEePETHHOI0 KOHTPOJIIO HaJl rpaiyHUM KOHBEEPOM O3 HEeOoOXiTHOCTI
BUKOPUCTOBYBaTH MOBY 30ipku ARB 4m MOBH, 1[0 CTOCY€ThCS KOHKPETHOTO

obmanHanHs. [20]
Hesiki nepeBaru Bukopuctanust GLSL:

e MixmiarpopMHa CyMiCHICTH y OaraTbOoX OINEpaliiHUX CHUCTEMaX,
BKJIFoyaroun Linux, macOS Tta Windows;

e MoxIMBICTh MHUCATH LIEHIEPH, AKI MOKHA BUKOPHCTOBYBAaTH Ha rpadiuHiii
KapTi Oyab-SKOr0 IMOCTa4yaJibHUKa OONaJHaHHS, [0 MIATPUMYE MOBY
3arinenHs OpenGL;

o KoxeH mnocrayanbHUK oOjagHaHHS BKIowae kommuisitop GLSL y cBiit
IpaiiBep, 110 [JO03BOJIIE KOXHOMY IIOCTAaUaJIbHUKY CTBOPIOBATHU KO,

ONTUMI30BaHUM JJI1 KOHKPETHOT apXITEKTypH rpadiuHOi KapTH.

GLSL micTuth Ti cami oniepaTopH, 110 it oneparopu B C ta C++, 3a BUHATKOM
Bka3iBHUKIB. [lomiOHO 10 MoBu mporpamyBanHs C, GLSL minrpumye mukim Ta
po3ranykeHHs, Hampukian: if-else, for, switch Ttomo. Pekypcis 3abopoHeHa Ta

NePEBIPSETHCS i YaC KOMITUISITI.

[TinTpuMyrOThCS KOPHCTYBAIbKI (PYHKIII Ta HaAarThCs BOymoBaHI (DYHKIII.
BupoOHUK BicokapTH MOXKE ONTHMI3yBaTH BOymoBaHI (yHKII Ha amapaTHOMY
piBHi. bararo 3 mux QyHkmii noaioH1 10 GYHKIIH B MaTeMaTu4yHii 010110TeIl MOBU
nporpamyBanas C, Tomi sk iHImI cnerudivHi A rpadiqHOrO MPOTpaMyBaHHS.
binbmiicte BOymoBaHuX (yHKIIM Ta omeparopiB MOXKYThb MpaIfoBaTH SK Ha
CKajsipax, TaK 1 Ha BEKTOpax (10 4 emeMeHTIB), Il OMHOTO abo 000X OmepaH/IiB.
[Momupennmu  BOymoBaHWUMH  (QYHKIISIMH, SKI  HAJAlOThCA 1  3a3BUYAl
BUKOPHCTOBYIOThCSL JUIsl TpadiuHuMx IIijied, €: mix, smoothstep, normalize,
inversesqrt, clamp, length, distance, dot, cross, reflect, refract, min Ta max.
Hanmarotrbes 1Hmn Qyskiii, Taki sk abs, sin, pow TOINO, aje Il TaKOX MOXYThb
omnepyBaTH BEKTOPHUMH BeJIMUMHAMHU, TOOTO pow(vec3(1.5, 2.0, 2.5), abs(vec3(0.1,

-0.2, 0.3))). GLSL nigTpumye nepeBaHTaXeHHS (QYHKUIN (K 1uisi BOyJOBaHUX
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(yHKII1}, TaK 1 AJI1 ONEpaToOpiB, a TAKOXK JJI1 BUSHAYEHUX KOPUCTYyBaueM (DyHKIIi),
TOMY MOK€ OyTH KiJIbKa BU3HAYEHb (DYHKLIM 3 OHAKOBUM IMEHEM, 1[0 MAIOTh Pi3HY
KUIBKICTh mapaMeTpiB abo TumiB napameTpiB. KokeH 3 HUX MOXKE MaTu BIaCHHUI

HE3aJIC)KHUN THUII IOBCPHCHHS.

GLSL Buznauae nigmuoxuny npenpouecopa C (CPP) y noegnanHi 31 cBOiMH
crenialbHUMU JAUPEKTUBAMU Ui BU3HA4YeHHS Bepcid Ta po3mupenb OpenGL.
Bunydeni 3 CPP yacTuHu - 1le 4acCTUHHU, IO CTOCYIOThCSA IMEH (aiiIiB, TaKuxX SK

#include Ta _ FILE _ .

Posmupennss GL_ARB_shading language_include peanidye MOXJIUBICTb
BUKOPHUCTaHHs #include y BUXiTHOMY KO/, III0 JT03BOJISIE TIPOCTilie 0OOMIH KOJIOM Ta
BU3HAUCHHIMU MDK Oararbma IieiizepamMu 0e3 J0JaTKOBOI MOIepeaHboi 00poOKu
BPYUHY. [Toni6H1 PO3LIMPEHHS GL_GOOGLE _include_directive Ta
GL_GOOGLE_cpp_style_line_directive icHytoTh st BuxkopuctanHs GLSL 3
Vulkan.

[eitnepu GLSL He € okpeMuMHU IporpaMamu; iM MOTpiOHA Iporpama, sika
BukopuctoBye APl OpenGL, axuii mocTymHHil Ha Oararbox pi3HHX IIaTdopmax
(manpuknan, Linux, macOS, Windows). Icaytots MoBHI nipuB’si3ku miis C, C++, C#,

JavaScript, Delphi, Java Ta 6aratbox iHIIHX.

Cami meiigepu GLSL - nie mpocto HaOip psAAKIB, SIKiI MEPEAAIOTHCS ApanBepy
MocTavajbHUKa OOJIaJIHAHHS JUIA KOMIUIAIIT 3 MPOrpamMu, BUKOPUCTOBYIOYH TOYKHU
Bxony API OpenGL. Illeiinepn MoxHa CTBOPIOBaTH Ha JILOTY 3 MporpamMu ado
YUTATH K TEKCTOBI (haiiyu, ajie BOHU TMOBHHHI HAJICUJIATHUCS JIpaiBepy y BHUIIISIIIL

psaaka.

Hab6ip API, mo BHKOPHCTOBYIOTHCS IJIsi KOMITUIAIII, 3B’A3Ky Ta mepemadi
napameTpiB mporpamam GLSL, Bkazani y Tprox posmupeHHsx OpenGL 1 ctanm
yactuHO0 ocHOoBHOro OpenGL cranom Ha OpenGL Bepcii 2.0. API po3mmpeno 3a
JOTIOMOTO10 reoMeTpuyHuX menaepis y OpenGL 3.2, teccensiuiiHux menaepis y
OpenGL 4.0 Ta oGuucnroBanbHux meiaepiB y OpenGL 4.3. i API OpenGL

MICTITBCS B PO3IMKUPCHHAX!



Bepuinanuit mennaep;
@parMEeHTHUH LIEUAED;
OO0’ exTHUl menaep;
['eomeTprunuy meunaep;
Tecensuiiinuii meiaep;

OO6uucnoBaIbHUAN HICHIED;
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PO3A1JI 3. PEAJVII3ALIA

3.1 TexniuHi BUMOI'H 10 CHCTEMH

3arajbHi BUMOI'H

cuctemMa IOBMHHAa OyTu aOcTparoBaHa Big miaargopmu, JUisl  SKOT
pO3pOOIIAEThCS TPa;

pyuiii Mae OyTH MOAUIEHUNA HA MIJICUCTEMH, K1 MOBUHHI OyTH MakCUMaiIbHO
HEe3aJIeKHUMH OJIMH Bl OITHOTO;

JUISL TIepeadi TaHuX MDK CHCTeMaMu (Ta MOXJIMBO BCEPEAWHI CHUCTEM) Mae
OyTH CTBOpEHA THyYKa Ta 3py4YHA CHCTEMa CUTHAJIIB (BpaXOBYIOUHW IEpEBaru
Ta HEJIOJIIKU TTpOaHaIi30BaHUX PYIIIiiB);

Ha OCHOBI cucTeMu KoMmoHeHTIB Unity po3poOuTH BlIacHY;

PO3pOOHTH CUCTEMY PEHACPHUHTY 00’ €KTIB, BUKOopucToByroun OpenGL;

Mae Oytu crarnuHmil (a0o Singleton) kiac, akui Oyne KepyBaTH poOOTOIO
PYIIis;

KO’KHAa CHUCTEMa TMOBMHHA MaTH cTaTUYHUU (abo Singleton) kiac, sikuii Oyme
KepyBaTH ii poOOTO¥0;

Mae OyTH KOPEKTHO OpraHi3OoBaHE CITUIBHE BOJOMIHHS 00’ €KTamu, s
YHUKHEHHS TTPOOJIEMH BUCAYNX TTOCUJIAHb Ta BUTOKY ITaM ATi;

cUCTeMa TOBHHHA po3pobisaTuchk i3 BukopuctaHHsM OOIl Ta cydacHuX

1abJIOHIB JIJIst TPOTPaMyBaHHS irop.

Bumoru 10 cucTeMu CUTHAJIIB

cucTeMa OBUHHA 30epirat (PyHKIIi1, MPUB’A3aH1 10 KOYKHOTO CUTHAIY;
¢GyHKIIIT MOKYTh OyTH SIK CTAaTHYHUMH, TaK 1 Hajexartu o0’ekty. B mpyromy
BUIIAJKy CHCTEMa TIOBHHHA KOPEKTHO TpAaIIOBaTH 13 HE BaliIHUMHU

00’ eKTaMu;
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CUCTEMa NMOBMHHA BMITU 0OpOOJIATH CUTHAJIM HATUCKaHHS KJIABILI KJIaBiaTypH
Ta MULIKHA, MPU 4YOMY IMOBMHHA OyTHM HIATpUMKa OOpOOKH OJHOYACHOTO
HAaTHCKaHHS KUIBKOX KJIaBiIL.

BuMoru 10 cucteMn KOMIIOHEHTIB

BCs MMOBEAIHKA 00’ €KTIB MOBUHHA OyTH OMMCAaHA BUKIIIOYHO B KOMIIOHEHTAX;
st 30epiraHHsg  KjaciB pI3HUX TUIIB Mae OyTH CTBOpeHHIl 0a3oBuid
aOCTpaKTHUI KJ1ac, Bl IKOTO HACHIlyBaTUMYThCSI BC1 KOMIIOHEHTH;

JUIsl KOPEKTHOTO CTBOPEHHS Ta IHINIANI3alli KOMIIOHEHTIB KOHCTPYKTOPH
KJaciB MaroTh OyTH MPUBAaTHUMHU, a KOHCTPYIOBaHHA 00’ €KTIB TMOBHHHO
BiI0yBaTuCch ab0 3a JOMOMOIOK CTarudHoi (yHKINi, abo 3a JOMOMOIOI0

mabsnony Builder. [21]

Bumorn 10 cucremu ¢izuku

pPyX 00’ €KTIB MOBHHEH KOHTPOJIIOBATUCH CUCTEMOIO (hi3UKH;

Mae OyTH peajli3oBaHa MepeBipKa 3ITKHEHHS 00’ €KTIB;

Mae OyTH MOXJIMBICTH 3aJaBaTH 5Ki 00’€kTH OyayTh NEPEBIPATUCH IIPHU
31TKHEHHI, a SKI HI;

MaroTh OyTH Pi3HI TUITH Ta CXEMHU 31TKHCHB;

CHCTEMa TIOBMHHA TIOBIAOMJIATH IHIII CHCTEMH IpPO Te, IO BIIOYIOCH

31ITKHEHHS 1 HaJaBaTty iHQopMaIlito npo o0’ €KTH, SKi 3ITKHYITUCH.

BuMmoru 10 cucteMu peHIAepUHTY

NOBMHHA OyTHM TMIATPUMKA 3aBaHTAXCHHS Ta BIIOOpPaXKEHHS TEKCTYD,
Marepialis;

meiaepy TOBUHHI KOPEKTHO OOYMCITIOBATH MO3UITII0 00’ €KTa B CBITI;

Mae OyTH Kamepa 3 OpPTOTOHAIBHOIO MPOCKITIEI0 BUIY, Ky MOXKHa Oyme
NpWB’SI3yBaTH O TEBHOTO ITPOBOTO 00’€KTa, SKUH KepyBaTuMe ii
TIePEMIIICHHSIM;

cucreMa Mae OyTH ONTHUMI30BaHa (HE BHUTpayaTH PECypcH Ha PEHACPHUHT

00’€KTIB, 5Kl 3HAXOJATHCS 32 MEXKaMU KaMEPH).
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3.2 3araJpHu# OIS TAa IPUHIKII PO0OTH

3.2.1 Knacu Engine, Window, Scene

[lin yac po3poOku pymriss Oylo BHUPIIIEHO PO3AUIUTH BCIO CHCTEMY Ha

JEKUIbKa 3rPYNOBAaHUX 32 MPU3HAYECHHSIM YaCTHUH:

® /PO pymIis;

® cucreMa IoJii;

e cucrtema QI3UKH;
® cucTema peHJepy;

® KOMIIOHCHTH.

Jist 3a0e3medeHHsT Oe3MeYHOr0 BUKOPUCTAHHS I1aM’sITi, 3SMEHIIICHHS KITbKOCTI
MOMMJIOK, TIOB’SI3aHUX 3 “‘CUPUMU’ BKa31BHHUKaMH, Oy10 BUPILIEHO BUKOPUCTOBYBATH
PO3yMHI BKa3iBHUKHU. B¢l 00’ €KTHU-BIaCHUKH MalOTh THN std::shared_ptr, a Bci 1HIIT
ITOCWJIAaHHS Ha Ti caMi 00’€KTH MaroTh TN std::weak_ptr. Std::weak_ptr € TaKox
TUTIOM TOBEPHEHHS TaKuX 00’ €KTiB. [[71s1 TOro, 100 YHUKHYTH CUTYaIlil 3aXOIJICHHS
BKa3iBHUKA this JIBOMa PI3HUMHU PO3YMHHMH BKa31BHUKaMH, BC1 KJIACH, SIKI MOXKYTh
3HaXOJIUTUCh B TaKMX BKa3iBHMKAaX, HACHIAYIOThCS Bija Kiacy std::enable_shared-
from_this<T> Ta MalOTh MPUBATHUN KOHCTPYKTOP, CTBOPEHHS 00’ E€KTIB peaslizoBaHe

3 BUKOPUCTAHHSAM CTaTHYHOT (PYHKITIT.

OCHOBHI KJlacH CHUCTEMH, TaKi SK, Hampukiad, PhysicsSystem abo Engine
OyJ10 BUPIIIEHO 3pOOUTH CTAaTUYHHUMH, a HE 3a JOTIOMOTOr0 mabiony Singleton [21],
JUTSE CKOPOYEHHSI KOAY MiJ Yac iX BHUKOPUCTaHHSA. MOXJIMBUM OyB TaKOXX BapiaHT
mo30yTUCh KJIaciB, a BCl (YHKINIT Ta TaHI MEpEeHeCTH B BIAMOBIAHI MPOCTOPH IMEH,
ajie Ipyu TaKOMy TiAXo/i OyB OM BTpaueHUH MOALT KOMY MO PiBHIO HOCTyNy (private,
protected, public). Kpim Toro, me moxmmBuM Oyno O KOHQMIIKT iMEH, MpU
BUKOPUCTAHHI JIBOX YW OLIbIIE MPOCTOPIB IMEH, SKOM BOHHU MICTUIIM OJHAKOBI

curHarypu. Tomy BuOip Oys0 3po0JIeHO HAa KOPUCTh CTATUYHUX KJIACIB.
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LenTpansaum mopynem pyumlisa € Engine (puc. 5). Bin Bianosimae 3a

HaJAlITyBaHHS KOPEKTHOI pOOOTH I'pH, a caMe:

® iHiIliaTi3aIlilo IHIIUX MOIYIIIB,;
® CTBOpEHHS 1 HAJJAITYBaHHA BIKHA;
® CTBOpEHHS 1 HaJAIITYBaHHSA CLICHH;

® 3aBaHTAXKEHHS Ta 3BUILHEHHS PECYPCIB.

Window
Class
= enable_shared_fram_this <Windaow=>

Scene Panel
Class Class
. = anable_shared_from_this<Scene> =+ gnable_shared_from_this<Panel >
4 Fields
. height_ « Fields 4 Fields
-
> panel_ . camera . objects_
. scene_ @ ahjects_ . parent_

o itk
s Widin ©, parent_ 4 Methods

Methods o ~Panel

. window_

4 Methods ~5Scene T addObject
~Window ¢ addObject T draw
addToPane| draw tw  getProjection

addTo5cene getCameraPosition @ Panel

draw getPrajection o update
getHeight

getPanel

Scene

update

getScene

getWidth

it .

GameObject

Class

setWidth +# =nable_shared_from_this < Gam=Object>
update

Wind ow 4 Fields

setHeight

“‘_ chillds
Ccomponents
Engine parent
Class scene
updated_

4 Methods

4« Fields
HEIGHT
WIDTH

window

~GameObject
addChild
addComponent=CampType, Args=>
create

4 Methods draw

close D, GameObject

closeWindow @ getComponent<CompType:=

createWindow <\W, . Args=  getParent

getHeight @ getScene

getWidth  removeChild

getWindow 7 setReadyTelUpdate

init W, setScene

key_callback % update

rumn

Pucynok 5. liarpama kJaciB siipa pyIist
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SAnpo ckinagaeTbes 3 TAKUX KIIACIB:

e Engine — rojoBHUH Kiac pyulid. Kepye roloBHUM LUKIOM Ta poOOTOIO BCIX
HIIMX MOy/iB. € ctatnyHUM. Bosozie BIKHOM Nporpamu;

e Window — KJac NporpaMHOro BikHa. MicTuth B co01 00’ ekT GLFWwindow
(crannmaptauil knac, 3 skuM GLFW 3B’s3ye moaii kinaBiaTypu Ta MULIKH).
Takox MICTUTH 00’ €KTH CIICHU Ta MaHell KOPUCTYBAIbKOTO 1HTep(deiicy;

® Scene — KJac, sikui 30epirae Bci 00’ €KTH, MPUCYTHI B TPl Ta BIAMNOBIAAE 3a iX
OHOBJIEHHSI. MICTUTh KaMmepy, fka 30epiraerbcs y BUINIAI1 std::unique_ptr,
JUISL TOTO 1100 1HIII 00’ €KTH CUCTEMH HE MOIVIM BIUIMBATH Ha poOOTY KaMepHu;

® Panel — KJac, sIKuii MiCTUTB Bci 06’ ekTH inTepdeiicy. Ix nosumis BkasyeThcs
BITHOCHO TOJIOKEHHSI BIKHA 1 HE 3MIHIOETHCS MPHU NIEPEMIILICHH] KaMepH;

® GameObject — OCHOBHMI KJac irpoBUX 00’ €KTiB. SBisie cO00I0 KOHTEWHEp
JUTsl KOMIIOHEHTIB, 5Kl OMUCYIOTh HOTO JIOTIKY, Ta JOYIPHIX I'POBUX 00’ €KTIB.

CaM 110 c001 HEe MICTATH HIIKOT HOBEIIHKU.

ITim gac cTBOpeHHS HOBOI I'pU MEPII 3a BCE MOBUHEH OyTH iHIIIali30BaHUN
caMm pymriii. B ocHoBHOMY 11e poOuThCcs B (PyHKINT main(). KopuctyBauy norpioHo

BUKOHATH TaKi KPOKH:

1. CtBopuTH BIKHO TMpoOrpamMud 3a JOMOMOror  GyHKIIl  I1a0JIOHHO]
Engine::.createWindow(), sIkiii Tpeba miepenaTu TUII BikHa, 10 Oye CTBOPEHO.
Bona ctBOpHTH 5K 1 00’ €KT GLFWwindow, TaK 1 CTaHIapTHHUHA 00’ €KT BiKHA
pymiss. Mo)XHa CTBOpPUTHM CBIM BIACHUW KJlac BiKHA, SIKAA TIOBHHEH
HACJIIyBaTH CTaHAApTHUH. €auHa BipTyanbHa QyHKIST — update(). SAxmo
BOHA TEPEBU3HAYAETHCS, OOOB’SI3KOBO B TNl (pyHKIIT Mae OyTH qoqaHUi
BUKIIMK CTaHAAPTHOI peanizamii miei pyHKIIii.

2. 3amycTUTH Tporlec iHimiamizamii pymiis Ta Woro miacuctem. s mboro
BUKOPUCTOBYEThCA (pyHKITSI Engine::init().

3. 3aBaHTaXUTH piBeHb TpuU 1 BCi HeoOximHi o00’exktu. Ileit kpok €
OMI[IOHATIBHUM, TaK SIK BUOIp PIBHS 1 MOTO 3aBaHTAXEHHS MOXE BIJOYBAaTHCH

3aJI€KHO Bl BUOOPY TpaBIlsl BXKE 1] 4ac TPU.
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4. Buknukatu (QyHkIio Engine::run(), sika 3amyckae OCHOBHHUU IUKI T'pH, €
00poOIIAIOTECS TMOAll KJaBlaTypu Ta MUILIKH, 00OpoOka (hi3UKH, OHOBJICHHS

BCiX 00’€KTIB Ta X PEHICPUHT.

[Tix yac mporuecy iHimianizamii (puc. 6) pymriit nepenae GLFW 006’exT BikHa,
10 siIKoro OynyTh MpUB’si3aH1 0OpOOKU MOJiH, 1HIIATI3YE MO Yep3i BC1 MiJICUCTEMH,
npuB’a3yeThesi mopails HaTuckaHHs kHonku ESC nmo ¢yskuii kimacy Engine. s
KHOIIKa BIJATMOBIIa€ 3a 3aKpUTTS BiKHA 1 3yNUHKY pymris. OcTaHHBOIO e
iimianizamiss GLEW, 6i0mioTeku, sika CHpOIIy€e 3alUTHA 1 3aBaHTAKEHHS (QYHKIIIT

OpenGL nns koxkHOT mtarhopmu.

void Engine::init() {
glfwMakeContextCurrent(window) ;
PhysicsSystem::init();
EventQueve: :init(window);
RenderSystem: :init(window);

EventQueuve: :addFunctionForKey (GLFW_KEY_ESCAPE, function: { closeWindow });
glewExperimental = GL_TRUE;

glewInit();

Pucynok 6. @yHkIis iHimiami3amii pymris

Knac BikHa MicTUTH creHy (Ha SIKi BiIOyBa€ThCS BECh MPOIEC TpU) Ta
naHenb rpadivyHoro iHTepdeiicy kopuctyBada. [lpu cTBOpeHHI BiKHA MOTPIOHO
000B’SI3KOBO BKa3aTH WOTO IIMPUHY Ta BHCOTY, SIKI MOTIM TEPENAIOThCS TOYipHIM
eJIeMEHTaM Ta BHUKOPHCTOBYIOTHCS JUIA 3aJaHHS oOnacTi penaepunry. [licis
CTBOpEHHs, 00’€KT BikHAa Mae OyTH IHIIiaTi30BAaHWUM, CaMe€ TOJAl CTBOPIOIOTHCS
JOYIpHI CIleHAa Ta TaHedb. TakWid MiAXiJA 3YMOBICHHW BHKOPHCTAHHSIM KJacy
std::enable_shared_from_this<T>, sKkuil HE [OO3BOJSE OTPUMATH PO3YMHUU
BKa31BHUK B KOHCTPYKTOpPl, TaKk SIK MOBUHEH OyTH BXE€ Xoua O OAUH Takuii

BKa31BHUK.
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Kinac BikHa Mae QyHKIIIT 17151 TUHAMIYHOTO JI0AaBaHHS Ta BUJIAJICHHS 00 €KTIB
Ha CIIEHY Ta MaHelib. TakoXX B CTaHAApPTHOMY Kjaci orojoiieHi QyHkKIii update()
(17151 OHOBIJIEHHS AOYIpHIX 00’ €KTIB) Ta draw() (711 pEHAEPUHTY T04ipHIX 00’ €KTIB),
npu 4omy update() € BipTyaJdbHOIO, TOOTO 1i MOXKHa MEpPEBU3HAYUTH B KJaci-

HaIlaJKYy, T10AaBIIN HEOOX1HY JIOTIKY.

[I1o6 BkazaTu pymieBi, 0 TpeOa BUKOPUCTOBYBATH ISl CTBOPEHHS BIKHA
caMe  KJjac-Hamauok, Tpeba  BKa3aru  MNOTPIOHMM TN s (QYHKIIT

createWindow<T>().

Krnacu Scene Ta Panel sBJISI0TE CO00I0 KOHTEIHEPH AJi ITPOBUX 00’ €KTiB. B
HUX MPUCYTHI BIAMOBIAHI (PYHKITIT 1151 TOMaBaHHS Ta BUJAJICHHs 00’ €KTiB. Takoxk €

aHaJjoriuHi QyHkiisiM kiacy Window::update() Ta draw().

3.2.2 GameObject

GameObject OIMH 13 TOJIOBHHX KJIACiB PYIIIisi, IKUH SBJIsE€ COOOK KOHTEHHED
JUISL TOUipHIX 00’€KTIB Ta KOMIIOHEHTIB, SIKI OMKMCYIOTh HOTO IMOBEIIHKY. €IUHUMA
KJlac, SKUM MOKe OyTH TIpeACTaBICHO IrPOBUH OO0 €KT Ha CIIEHI Ta €JIEMEHT

iHTepdeicy BiKHA.

KoncTpykTop Kilacy 3akpUTH AJis TOCTYITY IHITUMHU KJIACAMH, TaK K MPOIEC
CTBOPCHHSI HE TpuBialbHHI. HaromicTh s cTBOpeHHS 00’€KTa HasBHA CTaTMYHA
byHKIis create<T>(), gKa npuitMae 6aTbKIBChKUN 00’ €KT (KO TaKWil HasBHUH, 3a
3aMOBYYBaHHSIM — nullptr) Ta mo3uiito 00’€KTa B CIIEHI (32 3aMOBUYBaHHSM II€
MOYaTKOBa TOYKa KOOpAHWHAT). B camiii QyHKIIIT CTBOPIOETHCS PO3YMHUK BKa31BHUK
s 00’ekTa, 10 3a0e3nedyye yHIKajdbHE BOJIOAIHHA Haja this Ta JojaeThes

KOMIIOHEHT Location.

JlomaBaHHST caMUX KOMIIOHEHTIB BiIOyBAa€ThCsl 3 JOMOMOTOIO IMIAOJIOHHOT
dyHKIIi create<T>(): mapaMmeTp Ia0JIOHY IO3HAYa€ TUIl KOMIIOHEHTA, SIKUU Mae
OyTH CTBOpEHUN. APryMEHTH KOHCTPYKTOpa KOMIIOHEHTAa TaKOXK MEpeHaroThCs Y

¢ynkuito. Ilig yac cTBOpEHHS HOBOTO KOMIIOHEHTa MEPEBIPSETHCS UM HEMAE BIKE



37

TaKOro KOMIIOHEHTa B ILbOTO 00’€KTa, YU HEMA€ IHIIMX KOMIIOHEHTIB JESKOTO
nintumny (Collider, Drawable) 1, SKII0 HIYOro He Oyno 3HAWJEHO, TO Oyae Takuii
KOMIIOHEHT Oyne ctBopeHo. Ilepenani mapameTpu nepenarThecsi B KOHCTPYKTOP 3a
nonomororo  “perfect forwarding”. HoBocTBOpeHHII  KOMIIOHEHT  BiApa3y
30epiraeTbcsa B KOHTEHHEP1, a MOTIM HNPUBOAUTHCS TO TUIY, IKUW OyJI0 MEpelaHo K
napaMerp 1abmoHy (3a gomomororw (QyHkiii std::dynamic_pointer_cast<T>()) 1
noBepraeTbes 3 ¢yHkiii. lle m03Bossie Binpa3ly HanalITOBYBaTH KOMIIOHEHT 0Oe3

J0JJATKOBO 3BEPHEHHS 1O (PYHKIIIT MOUTYKY.

[Ila6i0HH1 QYHKIIIT MOMIYKY Ta BUAAJECHHS IMPALIOIOTh CXOXKUM CIIOCOOOM: 32
JIOTIOMOT010 range-based for UK MPOXOAUTH MO BCHOMY KOHTEHHEPY, KOXKEH 13
KOMITOHEHTIB 3a JonoMoror GyHkKIIi std::dynamic_pointer_cast<T>() IPUBOIUTHCS
710 TIEPEIaHOTO THILY, SIKIIO MPUBEACHHS HEMOXKIIMBE, TO Oyle moBepHeHu# nullptr,
10 MOKHA MEPEBIPUTH B YMOBHOMY oreparopi. SAKio KoMrnoHeHT Oyino 3HaijieHo,

TO BIH 200 MOBEPTAETHCS, A00 BUAATAETHCS, 3aJI€KHO Bl QYHKIIII.

IrpoBi 00’€KTH TakoXX MalOTh JICIIO 3MIHEHUH MpoIlec OHOBJIEHHA. B kiaci €
OyneBa 3MiHHA, SIKa MO3Ha4Ya€e 4 OyB OHOBJICHUH Ilel 00’ €KT HA MOTOYHOMY Kajapi.
Axmo BoHa nopiBHIOE false, TO (yHKIA update() BUKOHYETbCS 0€3 IMEPEIIKOI,
iHaKIIe 1i BUKOHAHHS Bizpasy nepepuBaerhes. Lle 3pobmeHo s toro, mod 00’ €Kt
HE OHOBIIIOBABCS JCKUIbKA Pa3iB MPOTITOM OIHOTO Kaapy, IO MOXKINBO TIPU JESTKUX
ymoBaxX. Ha modarky KOKHOTO Kajpy sl BCIX OO0’ €KTIB BHUKJIMKAETHCS (YHKIIIS

setReadyToUpdate(), micias 9oro iae 6e3mocepeaHe iX OHOBICHHS.

3.3 CucremMa curaaJjiBs

OnHiero 3 OCHOBHUX 3aBJIaHb IiJ] 4ac po3poOKH pyiisi Oyma 30epertu oro
MONYABHY CTPYKTYpy 3 MiHIMaIbHUMHA (0aXaHO HYIbOBUMH) 3aJICKHOCTIMU
MOIYIIIB ONMH Bix omHoro. Jlms mepemadi iHopMmarii MK MigcHCTEMaMHu OYII0

BUPIIIEHO CTBOPUTU CHELIAJbHUI MeEXaHI3M 3B’s13Ky — curdHaiau (puc. 7).
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OcHoBHMM KJlacoM € Signal, nonoMibkHUM — FunctionWrapper. [ns o6poOku

MOJIM KJIaBiaTypH Ta MUIIKH CTBOPEHO OKpeMHUil Kilac — EventQueue.

FunctionWrapper<ReturnType(ParamTypes...), Flags>

Template Class

Fields

@ comparable_eq
comparable_less
func
function_address
hashable

. owner

Methods
equal_to
FunctionWrapper (+ 2 overloads)
hash
less
operator bool
operator()

hash<Function... #
Template Struct

4 Methods

@ operator(}

FunctionFlags
Enum Class

none
comparable_less
comparable eq
hashable

A

Signal<C, ...Args>
Template Class

4 Fields
“E objects
4 Methods
@ add
@ emit

@ remove

ContainerType
Enum Class

UNOCRDERED_SET
SET

EventQueue
Class

4 Fields
keyPressedSignals
keys
lastx
lasty
mouse

s MousePressedSignals

4 Methods
addFunctionForKey
addFunctionfForMouse
consumeEvents
init
key_callback
mouse_callback
mouse_key
removeFunctionForKey
removeFunctionForMouse
scroll_callback

Pucynok 7. Jliarpama kj1aciB CHCTEMHU CUTHAIIIB

3.3.1 Signal

Krnac Signal moBuHEH BUPIIIUTH IPOOJIEMY 3B’ SI3KYy PI3HUX MOAYIIIB CUCTEMHU.

3a OCHOBY MPHUHIIMIY HOro poOOTH B3ATO IMaONIOH mau3aiitHy — Observer [21].
[Ila6ioHH1 MapamMeTpH, siKi MOTPIOHO BKa3aTH MPH CTBOPEHHI CHTHANy — 1€ THUIH
apryMEHTIB, SIKi TIEPENalOThCsl MM CUTHAJIOM, a BIAMOBITHO 1 TUMH apTyMEHTIB
byHKIIII, sKa MOXKEe OYIKyBaTH CUTHAJ. Pe3ynbraT BUKOHAHHS Takux (DyHKIINA Hime
HE BUKOPHUCTOBYETHCS, TOMY CUTHAJI MOXKE MEpPEAaBaTUCh JUIIEC (PYHKI[ISIM 3 TUIIOM

IMOBEPHEHHS void.
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Jist 30epexeHHs (QYHKLIM B CHUrHajgl BUKOPUCTOBYIOTHCS [B1 Baplamii
CTaHJAapTHOTO KOHTENHEPY “MHOXKMHA : std::set Ta std::unordered_set. [lepeBaroro
HOro BUKOPHUCTAHHSA € YHIKAJbHICTh €JIEMEHTIB, TOMY 3HUKAaE HeOe3MeKa Jo/laBaHHs
OIHIET Ti€T caMoi (PyHKLIT OLIbILIE OAHOIO pasy, o0 MO0 O Maru HenepeadadyBaHi
Hachigku. CopryBaru QyHKIIIT B OUTBIIOCTI BUMAAKIB HE TTOTPIOHO 1 HEMAE KOPUCTI,
TOMY 3a 3aMOBYYBaHHSIM 0OpaHO KoHTeWHep std::unordered_set. Tun koHTeitHEepa
TEXX MOXe OyTH BKasaHMid SK mapameTp Mmabnony kiacy Signal. Lle cTBoproe
npobneMy, Tak sk std::set TeX MIAOJOHHUI KJac, a OTKE€ MOBUHHA BKa3yBaTUCh
noBHa crierudikailis Tuny. A napamerp s std::set 3a71€XKUTh BiJl IepeJaHUX THUIIIB
B Signal, SKUX Moxe OyTH 3MIHHA KUIBKICTh. [l iX mepegadi BUKOPHUCTOBYETHCS
CUHTaKCM4YHa KOHCTpyKuis MoBu C++ - variadic template. Ane BOHM MOXYTb
BKa3yBaTHUCh JIMIIE OCTaHHIMH B CIKHCKy I[apaMeTpiB Ta HE MOXYTh
BUKOPUCTOBYBAaTUCh 10 MOMEHTY CBOro (axtuyHoro orojomieHHS. Tomy TN
KOHTEHHEpY TMepeNaeTbcs y BHUMIAAI KOHCTAaHTH, fKa IOTIM B KOAI Ha eTari
KOMITUISALIT BUKOPUCTOBYETHCS JUIsl BU3HAYeHHS (DAKTUYHOTO THUIY KOHTEWHepa.
Busnaduenns BinOyBaeThes 3a qomoMoror ¢GyHKINI std::conditional_t 3 type_traits.
Bci HeoOX11H1 TPOMDKHI THITH 30€pIiraroThCs 3a JOTIOMOTOK0 OTOJIOIIECHHS CHHOHIMIB

TUIIB (puc. 8).

enum class ContainerTyped{
UNORDERED_SET,

template<ContainerType C, typename ...Args>
class Signal{
public:
using CallableObject = void(Args...);
using hashable_function_t = FunctionWrapper<CallableObject,
FunctionFlags: :hashaoble FunctionFlags::comporable_eq FunctionFlags: :comparable_less>;
using Container = std::conditional_t<C == ContainerType::UNORDERED_SET,

std: :unordered_set<hashable_function_t>, std::set<hashable_function_t=>>;

private:

Container objects;

Pucynox 8. BuBin Tunis knacy Signal
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[nma npobnema, sika BUHUKIA — 30epiranHs (yHKIIi B KoHTelHepl. Cama 1o
co01 ¢yukuia B C++ - BkasziBHUK. [l BKa3iBHHKIB HE BH3HA4Y€HI OINEpPaTOPHU
“MeHIIe”, “piBHO”, Ta BIICYTHE OOYMCIIEHHS XEllly, sIKI MOTPiOH1 11 30epiraHHs B
MHOHUHY. CrannapTtHa 0161i0Texa C++ Mae peai3oBaHy 0OTOpTKY HaJl QYHKIISIMU
1 namMOgamu — std::function, ane 1 BoHa He Mae mepeiideHux omepauii. Tomy
BUPIIICHHSIM TIpo0ieMu Oyo JiMIe CTBOPEHHS BIACHOTO KJacy, sSKUid OM MaB BCi
notpiOH1 PyHKIIT — FunctionWrapper. B kiHneBomy BapiaHTi kiacy Signal B

KOHTEHHep1 30epiratoTbesi 00’ €KTU 1HOTO THITY.

Knac Takox Mae pyHKUIT Ay JogaBaHHS 1 BUAAJIeHHS QYHKIIIM B KOHTEHHED,
(GYHKIIIS CHOBIIICHHS, KOJIM TPAIUISEThCSA $KACH MOMAIS, Ta (YHKIS OYHILEHHS
KOHTeWHepy BiJ (yHKIIIH, sIKI HaJleXaTh SIKOMY 00’€KTy Ta Leil 00’ekT Bxke OyB

BUJAJICHUM.

3.3.2 FunctionWrapper

FunctionWrapper - 1abJoOHHUN Kiac OOTOPTKU (yHKINIi, SIKMM Mae BCi
oreparlii MOpiBHIHHS Ta XemryBaHHs. [Ipu oro cTBOpeHH1 MarOTh OyTH BKa3aHi THII
noBepHeHHs (PyHKIIT, TUTIK i1 apryMeHTIB Ta OMIlii, SKi BKJIFOUAIOTh KOXHY 3 TPhOX
nepeniyeHux Buie GyHkiii. TodTo MokHa HajmamTyBaTu QYHKINIO 1Jis 30epiranHs

B 3BUYAliHOMY std::set, ajie 3a0paTu MOKIIMBICTh 30epexkeHHs B std::unordered_set.

Knac mae nBa KOHCTPYKTOpH: OIWH JJIsi 30€pEeKECHHsS 3BUYAMHMX (DYHKIIIH,
apyruii s 30epekeHHsT (GYHKIIIN, SKi Halexarb KoMy 00’ ekty/kmacy. Skino
nepenaeTscss (QYHKINS Kiacy, TO TMepemaeTbcs 1 00’€KT, 3 sIKoro BoHa Oyme

BUKJIMKAaHA, SKAW IOTIM 30epiraeTbcsa. A 1HaKmie 30epiraeTbcs aapeca camoi
(byHKITI.

Jlnst 3abe3nedeHHs KOpPEKTHOTO 30epiraHHs (QYHKIIH 000X THUIIB OYIO0
BUKOpUCTaHO std::function. AJie HampsiMy B HHOTO HE MOKHA 30epertu (pyHKIlito,

gka Oyna mnepefaHa B KOHCTPYKTOpP, TOMY CIHOYaTKy CTBOPIOEThCS JISIMOAA, siKa

MPOCTO BHKJMWKAE TMepeAaHy (yHKIII0, a MOTIM I JiAaMOaa 30epiraeTbCsi B
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std::function. Jly11 ontuMizariii nepenadya napameTpiB B JIAMAY 3 JOMOMOIOI0 rvalue
(Tak sk Oulbllle HiAE Il MapaMeTpu He MOTpiOHI), a id nepenadi 3 JaMOAu y
(YHKIII}0O BHUKOpPHUCTOBYEThbCsl Tak 3BaHui ‘“‘perfect forwarding” (puc. 9). Ane
BUHUKIJIA MpoOjemMa NpH BIICYTHOCTI NepeAaHux napamerpiB (QyHKIIS HIYOTO HE
npuitmae). JIns ii BupimieHHs OyJ0 BHUKOPUCTAHO constexpr MOXJIMBOCTI C++, a
came ormeparop if constexpr, KUl MOke OyTH OOUYMCICHUM MiA yac KoMmmiisiii. B
Horo ymoBI BiI0OYBa€ThCs MepEBIpKa HAa KUIBKICTh apaMeTpiB B MEPelaHOMY MaKy,

SKIIO BOHU BIJCYTHI, TO 1 BiACYTHS pyHKIIs std::forward<T> (puc. 9).

FunctionWrapper(ReturnType(*function) (ParamTypes...))
{
if constexpr(sizeof...(ParamTypes) == 8){
func = [functionl() -» ReturnType
{
return function();
¥
Yelse {
func = [function](ParamTypes&&... args) -> ReturnType
{
return function(std::forward<ParamTypes>(args)...);
+;
+

function_address = (size_t) function;

Pucynok 9. [Ipuknan KOHCTpyKTOpa JIJIsl CTaTUIHOT QYHKIIIT

Hns migTpumku xemryBanHs C++ BUMarae CTBOPEHHS OKpeMoOi MabIOHHOI
CTpyKTypH std::hash<T>. B cTpykTypi MatoTh OyTH BU3HAUEHI TUIH argument_type
(turm 00’€KTa, KW XemryeThes) Ta result_type (Tum xemry). Takoxk aJisi BacHe
XellyBaHHS Mae OyTh TepeBaHTaXXeHUM operator(). Ilpuknaag crpykrypu
XCITyBaHHS, CTBOPEHOI s kiacy FunctionWrapper (puc. 10). Jlns 3pydrHOCTI

00YHMCIICHHS XEITy pealli3oBaHO B caMOMYy KJjiaci FunctionWrapper.
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namespace std
g
<T,FunctionFlags Flags> struct hash<FunctionWrapper<T, Flogs>>
1
using argument_type [[maybe_unused]] = FunctionWrapper<T, Flogsz;
using result_type [[maybe_unused]] = std::size_t;
result_type operator()(const argument_type &Ff) const
1
return f.hash();

¥

Pucynok 10. Peanizauis ctpyktypu std::hash<T> ais kiacy

FunctionWrapper
3.3.3 EventQueue

EventQueue — CTaTHYHHUU KJac, SKUH MICTUTh CUTHAIU I KOXKHOT KHOIIKU
KJIaBiaTypu Ta MUIIKH. Kol KHOTIKY Ta BIAMOBIAHUN CUTHAJ 30€piraroThCsl y BUTTISIL
cinoBHuka. CuUrHaN JUisi KHOMKHM KJIaBIaTypyd HE IMepefae Higkoi 1Hdopmarii
OB’ s13aHUM (DYHKI[ISIM, @ CUTHAJ JJig KHOIKH MHUIIKH Tepeae KOOPAWHATH Y

MOMCHT HaTUCKaHH:I.

Jlns Toro, mo0 cucTeMa KOPEeKTHO TpalffoBajia BOHa Mae OyTH iHIIiaIi30BaHa
npu 3ammycky pyuris. [1ix gac iHiiamizanii 38’ 13yr0Thes moaii kiacy GLFWwindow 3
byHKIIIMH ~ cucTeMU. [IOTIM  CTBOPIOIOTBCS CUTHAJIM Ta 3B SI3YIOTBCA 3

BIITOBIJHUMH KHOIIKAMH.

Koxna 3 ¢ysakmii, ska npuitmae Bim GLFW mopii, He mnepemae momiro
HanpsiMy B BianoBigHuil curHai. lle Bukiukano 6 mpodiieMy MOXKIUBOCTI 0OpOOKU
JIMIIIE OJTHOTO HATHCKAaHHS Ha Kaap. BupimeHHs miel mpobieMu MOXKIHUBE 3aBISKH
BUKOPHCTAHHS Ma6ioHy — Event Queue [21]. Moro cyTs momsrae B 36epiransi

CTaHy KO’KHOI KHOTIKH 1 MOAIBIII0T 0OPOOKH BCiX MOJIH 3a OJUH pas.

B xnaci oronomeni ¢GyHKIii Ay J07aBaHHS Ta BUAAJICHHS (QYHKIN 10
CUTHAITy ISl BIATOBIMHOI KHOMKH. TakMM YMHOM MOXKHA, HAMPUKIIAJ, THMYACOBO

3a0uparu B TPaBIlsl MOKIIUBICTh KEPYyBaTH CBOIM IEPCOHAKEM.
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3.4 Komnonentu

T'onoBHOIO OCOONMUBICTIO CUCTEMU € KOMIIOHEHTHa cuctema (puc. 11). Bes

MOBE/AIHKA KOXHOTO OO’€KTy B Tpl MICTUThCS B Ha0Opi JEKUIbKOX HOro

KOMIIOHEHTIB.

Drawable ‘Component zameObject #
Clazz ] Clazs
4 Comgonent + enable_shared_from_this<Component> = enahle_shared_from_ths <GameObje
4 Methods MouseCollider I 4 Fizlds 4 Fields
~Dravable Class . owner @ childs
+ Methods @ components
= -
T ~Companent ', parent_
4 Fialds o \ ' @ seeng
@  coliide ¥, Component overlgad) - | _d
- ol ate
- - i craame<l, . + \pcated

draw = Camponent

Drawable

4 Muethods

Sprite
Class
# Drawabie

4 Fields
@ color

EBO
height_
HEIGHT 5
Indices

. shader_
VAD
VBO

wartices

. WIDTH_SCALE
Methads
~Sprite
draw
GetCalor
GetHeight
GetWidith

~MouseCollider
addOnCallide

Mouselallider

onleftButtonChi..
7. onRightButton..
update

Image
Class
=+ Drawabile

a Fields
EBD
height_
ndices
shader
Taxture
VAD
VBD
vertices
width,

4 Methods
draw
gatHeight
gati\idth
mage [+ 1 ove
cad Testure
setHeight

setTaxture

getCner

sharadFromThisByCompaonent <CompType=

40 =]
update
weakFromThisByComponent < CompTypa:

Collider
Class
= Corn parenl

4 Fields

@ collide

= eollisionMame
+ Mathods

= wCollider
addOnCellide
checkCollision (.
Collider
getCenter
rside [+ 2 over,

rarnovelnCol

BoxCollider
Class Class
= Collider = Collider

s Flukds 4 Flelds

CircleCollider

« Methods
1 wGarme0bject
adaChild

addCormponent < CompType,..

create
draw
Garnelbject

grCompanent=Complype=

getParent
geticens
rernoveChild

1 setReadyTolpdate

LT T ]

update

Location
Clasg
= Companenl

Fiwlde

. matrizPos_
positian_
previousPogition_
ratatienang

&, velocity_
hiods
~Location
getlocalPosition

SetColor ©  setWidth
SetHeight T update
Setidth W wideh_

getlocalRotationangle

@ haight_ gethdatrizPos

@ radius_
4 Mathods
Sprite « Methods @ checkCollision (..
147= ]

SMScresnFos
get\elocity
CircleCallicar | getWorldPosition
getBorderPoints @ getWorldRaotationAngle
Location (+ 1 overload)

BoxCollider (+
Update ehmckCalligimn |
:;ll'.C #nter e
getCorners
getHeight
getWidth @ setRadius s anCollide
resice [+ 2 over update m o rotate
satHeight setPaosition

getRadius @ movely

nside [+ 2 over @ meveTa

satWidth W setRetationAngle
update ;o setVelocity
update

Pucynox 11. Jliarpama ki1aciB CHCTEMH KOMITOHEHTIB
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[Tpukianu HasIBHUX KOMIIOHEHTIB:

® CircleCollider, BoxCollider;
® Location;
® Image;

® MouseCollider Ta 1HIIII.

[Ilo6 ™maru MOXIMBICTH 30epiraTu KOMIIOHEHTH BCiX BHJIB B OJHOMY
KOHTEHHepl, OyJlo CcTBOpeHO alcTpakTHUM Kiac Component, SKHM TOBWUHHI
HaciiayBatd iHmnl. [lo cyTi, Kjac SBISETbCS KOMIIOHEHTOM, SIKIIO BIH HACIAYEThCS
BT Component, AKUN B CBOIO 4yepry HACHIIYEThCS BIJ

std::enable_shared_from_this, 1110 703BOJISIE KpaIlle KOHTPOIIOBATH 00’ EKT.

[Ipu cTBOpeHH1 OyAb-SKOTO KOMIIOHEHTY Ma€ OyTH BKa3aHHUil 00’€KT, SIKOMY
BiH Oyae Hasmexaru. Tak camo sik i B GameObject, KOHCTPYKTOp HE MOxe OyTu
BUKJIMKAHUM THITUMU KJIacamu, a JIJIsi CTBOPEHHsS KOMIIOHEHTA HasBHA CIelliajibHa
mabionHa GyHKIIA create<T>(), B Ky TaKoX TIepeAalOThCs MapaMmeTpu
KOHCTpYKTOpa. B Timi QyHKIIIT CTBOPIOETHCSI pO3YMHUM BKa31BHUK 13 00’ €KTOM, SIKHIM
BiJIpasy iHimianizyerbes. ledontHuii KOHCTpYKTOp 0e3 mapaMmeTpiB BUAAJICHUMN, TakK

SIK KOMIIOHEHT 0€3 iIrpoBoro o0’ €KTa HE MOXKE ICHYBATH.

B xnaci HasBHI criemiaibHI JTONMOMDKHI MA0IOHHI (YHKIIT ISl OTpUMaHHS
PO3YMHUX BKa31BHUKIB: weakFromThisByComponent<T>() Ta
sharedFromThisByComponent<T>(), sIki JUIsl IPUBEICHHSI 00’ €KTa 0 KOPEKTHOTO

TUITY BUKOPUCTOBYIOTh PyHKIIIIO std::dynamic_pointer_cast<T>().

Kosken 13 kmaciB, siki HacHiayOThCs Bin Component, MOBUHHI IEPEBU3HAYUTH
9uCcTO BipTyadbHI (yHKIII init() Ta update(), Tak Sk X peamizailis MOBHICTIO

3aJIC)KHUTD Bi,Z[ THUITY KOMIIOHCHTA.

[onoBHMIT KOMIIOHEHT, SKWUH TOBHHEH OyTH y BCIX IrpoBUX 00’€KTIB Ta
JOJIA€ThCS aBTOMATUYHO MpPHU 1X CTBOPEHHI - Location. MIiCTUTh Mo3ullil0 00’ €KTa
BITHOCHO OaThKIBChKOTO (a00 CIeHH, SKIIO0 OaThbKO BIACYTHINW), IIBUJIKICTD,

TIOTIEPETHIO TTO3UITII0 (11 cUCTeMU (PI3MKH) Ta KyT ITOBOPOTY.
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HasiBHi Bcl (hyHKILIT, yepe3 sKI MOXKHA 3a7aTi ad0 OTpUMATH MepeiueH] BUILe

JaHl, y BITHOCHOMY a00 a0COIFOTHOMY BUIJISIIL.

SKmo  KOMITOHEHTY 3aJaHa IIBUAKICTH, TO Tpolec pyxy Oyae
CYNPOBO/I)KYBATUCH MEPEBIPKAMU Ha KOMi3110. SIKIIO MOTPIOHO MPOCTO MEPEMICTUTH
00’€KT B 3aJ]laHy TOUKY ab0 Ha 3a/JiaHy BiJICTaHb, HE3BAYKAIOUN HAa MOMJIMBY KOJI31I0,

TO JIJI IIbOTO ICHYIOTH clieliaibH1 (yHKINT moveTo() Ta moveBy().

3.5 Cucrema ¢izuku

Jlns 06poOku (izuku Oyno CTBOpeHO psija kiaciB (puc. 12), ski moB’si3aHi
CTaTMYHUM KjacoM PhysicsSystem. B HbOMY € KOHTEHHEp JUIsl BCiX KOMIIOHCHTIB

tuny Collider, siKi 10AaIOTbCSI aBTOMATUYHO MPH CTBOPEHHI.

CollisionScheme A PhysicsSystem Collider

Class Class Class

Signal<C, ...Args> #
Template Class
<+ Component

4 Fields 4 Fields 4 Fields

4 Fields
O; collisions_ @, colliderNames LN objects

4 Methods

B .
. name_ @ collisionName

4 Methods
@4 CollisionScheme
@ getName
@ hash

» Nested Types

colliders
4 Methods
~Collider
addCnCollide
checkCollision (+ 1 overload)
Collider
getCenter
inside (+ 2 overloads)
removeCnCollide

@ colliderSchemes
4 Methods
addCollider
addColliderNames
addCollision5cheme

emit
rermove

checkCollision
getCollisionType
init

hash <CollisionS... # @ update

Struct

BoxCollider
Class

=+ Collider
CircleCollider

Class 4 Fields

¥ Collider gﬁ height
4 Fields s width_

4 Methods

4 Methods

@ operator()

9; radius_

4 Methods BoxCollider (+ 1 overload)

CollisionType checkCollision (+ 1 overload)

Enum Class

IGNCRE
OVERLAP
BLOCK

@ checkCollision {+ 1 overload)

5]
@
]
5]
@
]

i)

CircleCollider (+ 1 overload)
getBorderPoints

getCenter

getRadius

inside (+ 2 overloads)
setRadius

update

getCenter
getCorners
getHeight

getWidth

inside (+ 2 overloads)
setHeight

setWidth

update

Pucynok 12. Jliarpama kiaciB cucteMu (hi3uku
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[lepeBipka Kkomi3iii BiIOyBAa€ThCS MICHAS KOKHOTO MEPEMILEHHS OYIb-SIKOTro
00’eKkTa, a HE OJUH pa3 Ha KajJp, [0 HE € ONTHUMAJIbHUM. 3 IHIIOTO OOKY, AJIs
onTUMI3aIlli 0yJI0 BBEJCHO MOHSITTS “TUIT K031l Ta “‘cxeMa komi3ii”. TumiB komi3ii

ICHY€ TpH:

® ignore — KOJi3isd MK 00’ €KTaMH He MepPeBIPAETHCS;
e overlap — Koumi3ig TUIBKH MOCUJIA€ CUTHAJL, IPO TE 1110 BOHA B1AOY/IaCh;

® block — komi3is mocuae cUrHam i 3ynuHse 00’ €KT.

Tun koni3ii Mk 00’ €KTaMu 3 PI3HUMH BJIACHUMH TUIIAMU BUPAXOBYETHCS TaK

SIK HaBEJIEHO Ha puc. 13.

Ignore Overlap Block
Ignore Ignore lgnore Ignore
Overlap Ignore Overlap Overlap
Block lgnore Overlap Block

Pucynok 13. Tunu xomi3ii

Cxemu xomi3ii HEOOXimHI JUIsl TOTO, MO0 PO3AUTUTH OO0’€KTH Ha TPYIH.
Hanpuxnan, Bci cratndHi 00’ €KTH, K1 HIKOTU HE OyIyTh PyXaTUCh i Ti€0 Di3UKH,
BiTHECEH]1 N0 Tpymu ‘“‘static”, a BCi 00’€KTH, SIKI MOXYTh PyXaTHCh TOIEPEIHBO
BimHeceHi A0 rpynu “dynamic”. KoxkHiil Tpymi BKa3yeThCs, SIKWHA THIT KOJi31i BOHA
MaTuMe 3 IHAUBIAYaIbHO IHINMMHU TpynaMmu. Hampukinan, “static” 610Kye BCi HasiBHI

[13 by b} (13 29 b
rpynu, a “dynamic” cama 3 co0oro mae tun “overlap”. SAkiio Tun Komi3ii Jjs rpynu

HE BKa3yeThCA, TO 32 3aMOBUYBaHHSIM BiH Oyne “block™.
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I'pynu Komizii MOXYTh OyTH HE JMILE CTAaHAAPTHI, KOPUCTYBad TAKOXK MOXKE
CTBOPIOBATU BJIACHI TPYIH, iX KUIBKICTh He oOMexeHa. J[jist iboro OyB CTBOpEHUM
cnenianbHuil kiac Builder. [Ing cTBOpeHHsS HOBOi Ipynu Mae OyTu 3ajaHa xoda O ii
Ha3Ba. CrenianpHa pyHkuig addCollisionType() npuiiMae Ha3By IpyIH, 3 KOO Oyne
KOJNI3isl, Ta ii Tum. Tak Hampukiaj, MOXXHA CTBOPUTH TPyIy JJsi 00’ €KTIB THUILY
“pOCIMHHICTE”, 3 SKOI IpaBellb HE MAaTMME KOJi3ii, a BOHA camMa MaTUMeE BILIUB

(b13UYHOT CUCTEMH.

Jlns  30epiraHHs cxeMm Koiizlii B Kkiaci PhysicsSystem HaWKkpamum
KOHTeliHepoM BUsIBUBCS std::unordered_set, aje BiH BUMarae HasiBHOCTI (yHKI[IH
piBHOCTI Ta XelryBaHHA. Tomy s kinacy CollisionScheme Oyna cTBOpeHa

cTpykTypa std::hash<T>, B siKiil 3a71aHO 00OB’SI3KOB1 TUITM Ta BU3ZHAYEHO operator|().

JUis onaBaHHs Kjacy B cucteMy (i3suku Oyllo CTBOPEHO KJlac aOCTpaKTHUMN

Collider, Ta 1oro Hamaaku: BoxCollider Ta CircleCollider.

Kiac Collider mMae Halip YHCTUX BIPTYaJIbHUX (YHKINIH JJI1 BUSBICHHS

KOJIi31i 3 IBOMa HasIBHUMHM peati3alisiMu:

e bool checkCollision(const std::weak_ptr<BoxCollider>& other);

e bool checkCollision(const std::weak_ptr<CircleCollider>& other)

Takox B Kiaci € a”ajoriuyHi QyHKIIl s TEPEeBIPKM YU € OAUH 00’ €KT
BCEpPEIMHI 1HIIOr0, Ta (YHKIlisA, SKa TEPEBIpsS€ UM 3HAXOAUTHCH IepeaHa TOuKa

BcepeanHi 00’ exta. Bei i GyHKIIiT peanizytoTbes B HalaAKax 3ajekHO B X THITY.

J11s1 TOBiIOMJIEHHSI CHCTEMH PO HASBHY KOJII310 KJIaC MICTHUTH CIICIiaIbHUN
CUTHAJI, KWW mepenae o0’€KT, 3 sSKUM BimOynach komiziga. Jns momaBanHs abo
BUJAJICHHsT (YHKIII1 B CUTHAJ iICHYIOTHh crnemianbHi ¢yHkiii. [Ipu cTBopeHH] Oyrb-
SKOTO 3 HAIAJKIB KJIaCy B CUTHAJ aBTOMATUYHO JOMAETHCS (PYHKIIISI KOMIOHEHTH

Location::onCollide(), fika 3yMHHATH 00’ €KT, SKIIO THI KoJi3ii “block™.
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3.6 Cucrema peHAepHHTY

Jlns BimoOpakeHHsT 00’€kTa Ha €KpaH NOTpIOHO TmepeAaru Iieiaepam
KOOPJIMHATU MOT0 BEPILIWH, KOJIp, TEKCTYpY, IH(opmMaIlito npo cBitio Touio. Podoty

3 [IUMU omepaliisiMu 0yJ0 BUHECEHO B OKpeMy cucteMy (puc. 14).

Shader

Cl
RenderSystem =

Class
4 Fields
4 Fields @ D

- -
@ drawable_ = h_texture
4 Methods 4 Methods
addDrawable @ checkCompileErrors
G getlD
dran Sprite Image
Class Class

W readFile
1 setBool

@ setFloat

@ setint

1 setMat2

@ init

=+ Component = Component
= Drawable = Drawable

4 Fields 4 Fields

G setMatd
1 setTexture
1 setVec? [+ 1 overload)
W setVecd (+ 1 overload)
1 sefVecd [+ 1 overload)
1 Shader
W use

Class =3 =3 height_

. height_ . indices

4 Fields EL HEIGHT_SCALE shader_

@ position_ #_ indices #_ texture_
@ sensitivity . shader_ L VAD
@ cpeed @, VAO @. VBO

@ zoom VBO vertices

4 Methods ®_ vertices @, width_

i Camera (+ 1 overload) . width_ 4 Methods
EL WIDTH_SCALE

i)
I
I
;i
T
Camera 2 EBC @ setMat3
T
T
7
I
1
T
I

2 draw

¥ getHeight

~Sprite @ getWidth

draw @ Image (+ 1 overload)
GetColor g loadTexture
FORWARD @ GetHeight @ setHeight

Camera_Movem... #
Enum

BACKWARD @ GetWidth @ setTexture
LEFT @ SetColor @ setWidth
RIGHT @ SetHeight @ update
@ SetWidth
Sprite
7 type
update

Pucynoxk 14. Jliarpama kaciB CUCTEMU PEHACPUHTY

3.6.1 Drawable

AOcTtpakTHuii ki1ac Drawable mOTpiOHMIA IS BU3HAYEHHS KOMITOHEHTH SIK
TaKoi, o Oyze BimoOpaxeHa Ha exkpaHi. [Ipu oMy kokeH 00’ €KT MOXKE MaTH TUTBKH
OIUH Takuil KoMmoHeHT. KoxeH Kiac, skl HacaiayeThes Big Drawable MOBUHEH

MepeBU3HAYATH YUCTY BipTyalibHy PyHKI110 draw(). CTaHIapTHUX TaKUX ICHYE 2:

® Sprite — BUKOPUCTOBYETHCS ISl 3AJIMBKU 00’ €KTa POHOM;
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® Image — BUKOPUCTOBYETHCS JJIsl BITOOPa’KEHHS TEKCTYP.
[IpuHnun Bu3HaueHHA o0nacti, ska Oyae BimoOpakeHa, B IIMX JIBOX
KOMITOHEHTIB ogHakoBuil. OpenGL moxke mpaiioBaTtu TUIbKH 3 TPUKYTHUKAMU, TOMY

HaBITh AKIIO MporpamMa MOBUHHA BiOOpa3UTH KBAAparT, BIH MOBUHEH CKIIAJATUCh 3

JIBOX TPUKYTHHUKIB. € JIBa cr1OCOOU 3a/1aHHSI TAKUX TPUKYTHHUKIB.
B neprioMy BepiIvHYA TPUKYTHUKIB 33JJaI0THCS TaK:
GLfloat vertices]| = {
0.5f, 0.5f, 0.0f, // Top Right
0.5f, -0.5f, 0.0f, // Bottom Right
_0.5f, 0.5f,0.0f, // Top Left
-0.5f, -0.51, 0.0f, // Bottom Left
_0.5f, 0.5f,0.0f, // Top Left
0.5f, -0.5f, 0.0f // Bottom Right
I
[To3wurlii BepmuH TPUKYTHUKIB PO3MIIITYIOTHCS TTOCIIIOBHO, TOOTO BEPIIMHH 3
NEPIIOi O TPETIO (OPMYIOTh OIMH TPUKYTHUK, a 3 UETBEPTOi MO MIOCTY — APYTHI.

Lentp xBaapara posmimnryerbcss B Tourll (0,0,0), a #oro BucOoTa 1 MIMpUHA
3a/1aHi piBHUMU oauHUIi. [Ipyu peHaepuHry mi mapaMmeTpu 3MIHIOIOTHCS BIIIOBITHO
no 3amanux. Ockinbku OpenGL mparmioe TUTBKH 3 TPUBUMIPHUM IMPOCTOPOM, TO
MOTPiIOHO BKA3aTW 1 Z KOOPIMHATY, sfika Oyne piBHOIO HY/IO. BimmoBigHo rmmOuHa

TPUKYTHHKIB Oy/i€ OTHAKOBOIO 1 BiJ Oy/ie BUITISIATH TBOBUMIPHUM.

[Ticns BU3HAYEHHS BEPITUHHUX JaHUX MOTPIOHO Mepeaary iX B MEpIIUi eTar
rpadiuHOrO KOHBEEpa: B BepmMHHUN Tmmeiaep. Lle poOuThcs B Takwii cmocio:
BUIIAEThCS TTaM’ Th Ha GPU, kymm OymyTh 30epeeHi Hallll BEpIIMHHI JaHi, Ja
noTpiObHo Bkazat OpenGL sk BiH MOBUHEH IHTEPIPETYBaTH NEpelaHi HoMy JaHi i
Bkazatu GPU kinbkicTh mepenanux aaHux. [loTiM BepuinHHMM mielaep oOpoOUThH

TaKy KUIbKICTh BEPUIMH, CKUIbKA MOMY MOB1JIOMJIEHO.
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KepyBanHs 11i€r0 mamM’sITTIO 31IMCHIOETBCS 4epe3, TaK 3BaHi, 00’ €KTH
BepuinHHOTO Oydepa (vertex buffer objects (VBO)) sik Ha pucyHky 15, siki MOXYTb
30epiratu BeNUKY KuibKicThb BepminH B mam’siti GPU. IlepeBara BukopucTaHHSA
Takux 00’ekTiB Oydepa, B TOMY IO MOXXHA MOCHJIATH B BIJIEOKAPTY BEIIUKY
KUIbKICTh HA0OpIB JaHUX 3a OAWH pa3, 0e3 HEeOOXITHOCTI BIANMPABIATU MO OFHIN
BepuinHi 3a pas. Ilepenaya nanux 3 CPU na GPU nocuth moBiuIbHA, TOMY Kpalie
HaMaratucs BUINPABISITH SIKOMOTa OUIbIINE JaHUX 3a OJUH pa3. AJle K TUIbKU JaHi

BuABIATECA B GPU, BeplIMHHUIN mIEHAep OTpUMAE 1X MPAKTUYHO MUTTEBO. [15]

WVERTEX 1 VERTEX 2 WVERTEX 3

POSITION: =——— STRIDE: 12 ——»
=0FF5ET: O

Pucynok 15. ®opmar BepimunaHoro 0ydepa [15]

e [udopmaris mpo mos3uilito 30epiraerbcss B 32 OiTHOMY (4 OaiiTa) 3HaYEHHI 3
TUIaBal0Y0I0 TOUYKOIO;

e KorkHa mo3uttis GopMyeThes 3 3 3HAYCHB;

e He icHye HisSKOrO po3aUTPHUKA MK HaOopamu 3 3 3HaueHb. Takuii Oydep
HA3UBAETHCA MUTHHO YIIAKOBAHUM;

e [leprie 3HaYeHHS B TIEPEIaHUX JIAHKUX - 1€ ITOYaTok Oydepa.

Hpyruii criocid mepenadi qaHux — BUKopucTtanHs element buffer objects
(EBO). Bin no3Bonsie Bka3yBaTH HE BC1 BEPIIMHH TPUKYTHHKIB, a JIMIIE BEPUTUHU
KBaJIpara, a MOTIM BKa3aTH sIKa 3 HUX JI0 AKUX TPUKYTHUKIB BimiHOCcUThCA. EBO - 11e
oydep, na xmrant VBO, ane BiH 30epirae ingekcu, ski OpenGL BHKOPHCTOBYE,
mo0 BUPINIUTH SKyCh BEPIIMHY HamamoBaTd. lle Ha3WBaeThCs pEHIAEPHUHT 3a

iaexkcamu (indexed drawing). MacuB BepIlIMH MPU TAKOMY HIAXO/1 3aJA€THCS TAK:

GLfloat vertices][] = {
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0.5f, 0.5f, 0.0f, // Top Right
0.5f, -0.5f, 0.0f, // Bottom Right
-0.5f, -0.5f, 0.0f, // Bottom Left
-0.5f, 0.5f, 0.0f // Top Left
I
GLuint indices|] = {
0, 1, 3, // First Triangle
1,2,3 // Second Triangle
I
[Tomanpiie HamamTyBaHHS MalXe Take came SK 1 JJIs MEPIIOro crocoly, 3

TIEIO JIUILIE PI3HUIICIO, 1110 TENep MOTPIOHO BpaxOBYBAaTH TAKOXK 1 Apyruil macus. Jis

PO3pPOOKH KOMIIOHEHTIB CUCTEMH OyJ10 BUKOPUCTAHO JIPYTrUil crocio.

[Ipomiec peHmepuHry cmpaita Ta KapTUHKH BIIPI3HAETHCS MIHIMAIIBHO.
Cnouarky TpebOa BupaxyBaTH aOCOJIOTHI KOOPAMHATH IIEHTPY O0’€KTa, TMOTIM 13
CIICHH OTPUMAaTH MATPHIIO TPOEKIIil, IMICIs YOro CTBOPUTH MAaTPHIFO MOJEII,
TPAHCJIIOBATH i1 HAa TO3UIIIIO IIeHTpa 00’ €KTa, PO3IIMPHUTH IO MOTPIOHMX 3HAYCHD
IIUPUHU Ta BUCOTH 1 MOBEPHYTH Ha 3aJaHy KUIbKICTh TpaayciB (y aOCOMIOTHIN
BenuuuHi). Jlami oTpuMaHi MaTpuIll EepenarThes B MIEHISpHY Mporpamy, a TaKox
Komip (mmst crpaiiTiB) abo Tekctypa (mis kaptud). OcTaHHIM i1e Oe3mocepenHbo

MpolieC BUKIUKY (QYHKIIIT pEHICPUHTY.

3.6.2 lleitnepu

B cucremi Oyn0 BHUKOpPHCTaHO JBa TWUMH MICHAEpIB: BEPIIMHHUN Ta

¢bparMeHTHUI, 110 Ba HA KOKCH THUIT KOMIIOHeHTa Drawable (puc. 16 — 19).
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#version 330 core
layout (location = 8) in vec3 position;

uniform mat4 model;
uniform mat4 projection;

void main()
{

gl_Position = projection % model % vec4(position, 1.8f);

Pucynok 16. BepmmHauii meiaep ans Sprite

#version 330 core

uniform vec3d color;

void main() {
gl_FragColor = vec4(color, 1.08f);

Pucynox 17. ®parmeHTHUi mienaep aiasa Sprite

#version 330 core
layout (location = @) in vec3d position;
layout (location = 1) in vec2 texture;

out vec2 TexCoords;

uniform mat4 model;

uniform mat4 projection;

void main() {
gl_Position = projection % model % vec&(position, 1.8f);

TexCoords = texture;

Pucynok 18. Bepmmauuii meiaep 1 Image

Hversion 330 core

in vec2 TexCoords;

uniform sampler2D tex;

void main() {
gl_FragColor = vec4(vec3(texture(tex, TexCoords)), 1.f);

Pucynox 19. ®@parmentauil menaep aia Image
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OO0uzaBa BepLIMHHI IIEHIepU NPUIMAIOTh KOOPAWHATH BEPIIWHHU, ajle B
mieiiiepi 3 TEKCTypaMu MPUCYTHI 1€ i TEKCTYpHI KOOPJAWHATH, SIK1 MOTPIOHI, 1100
BU3HAYUTH SIKa caMe TOYKa TEKCTYPH BIANOBIAAE MIKceMto 00’ekTa. B Tini GpyHKIii
main BigOyBaeTbCs MHOXKEHHS OTPUMAHUX paHIlle MaTpHUIlb Ta KOOPAMHAT
BepmHU. OTpuManuii pesynsrar Oyne koopauHaroro y NDC (normalized device

coordinates).

[Ticns Toro, sk BEpIIMHHI KOOPAMHATU OyAyTh OOpOOJEeHI B BEPUIMHHUX
mieiiepu, BOHM MOBUHHI OyTu HopMaiizoBaHi B NDC, skuii mpencrasisie 3 cebe
MaJICHbKUW MPOCTIp, JI€ X, Y 1 Z KOOPAUHATH 3HAXOIATHCS B MPOMDKKY Bin -1.0 1m0
1.0. Bynb-siki KOOpJAWHATH, SIKI BUXOJATH 3a II0 MEXY OYyIyTh BIAKMHYTI 1 HE

Bi10Opa3sThCs Ha EKpaHi.

Otpumani NDC koopauHatd OyayTh TOTIM IEPETBOPEHI B KOOPIAWHATH
EKpPaHHOTO TPOCTOPY depe3 Viewport 3 BHKOPHCTAHHSAM JaHUX, HAJaHUX Yepe3
BUKIIMK glViewport(). MHOXEHHSI MaTpHIIb SIKpa3 1 BUKOHYE OTepalliio HopMai3arlii.
KoopauHatu ekpaHHOTO TPOCTOPY MOTIM TpaHCHOPMYIOThCS y ¢parMeHTH i

MOJIAFOTHCS Ha BXiJl (PparMeHTHOTO mIeHaepy.

s poGOTH i3 MIeiIepHIME TporpaMaMu Oyio cTBOpeHo Kiac Shader. Momy
B KOHCTPYKTOp TMEpEaloThCcs IUISIXH JI0 PO3MIIIEHHS TEKCTOBUX (aliiB 13
BEpPIIMHHUM, (PparMeHTHUM Ta (OMIIIOHAIBHO) T€OMETPpUYHUM Ieinepamu. Jlami
BiI0yBa€ThCS 3UMTYBAaHHS HEOOXIMHUX (DaiiIIiB Ta KOMITUISIIS MIEHACPHUX MIPOTpaM.
[Ilo6 mepematv paHi B Ieinep CTBOPeHMM HaOIp (QYHKIH, sKi TPUAMAIOTh
Oimpmiicte miaTpumyBaHux TumiB gaHux GLSL. Jlnsg axtwBamii menaepHoi

MpOrpaMu HEOOXiTHO BUKIUKATH (YHKITIIO use().
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PO3ALJI 4. ITIPUKJIAA BUKOPUCTAHHA U151 PO3POBKHA

Pymmiit 6yno Bukopuctano juist po3poOku kiaoHa rpu PacMan (puc. 20)

GL Engine - 9

Pucynok 20. PacMan cTBopeHHi 3 BUKOPUCTAHHSM PO3pPOOIEHOT CUCTEMHU
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B rpi npucyTHe 3aBaHTaKE€HHsSI PIBHA 3 TEKCTOBOIO psiAKa (TEOPETUYHO HOTro
MOXKHa Opatu 3 (Qailny), Mamna Opu LbOMY T'€HEPYETbCS IUHAMIYHO, & TEKCTYpHU

BUOUPAIOTHCS 3aJI€KHO Bl CYCIIHIX KJIITHH.

Bcest mana noaiieHa Ha KIIITUHU, B IKUX MOXe OyTH po3MilIeHUuH abo rpaBellb,
abo npuBu, ado ixka, ado ctiHa. I rpaBenp, 1 IpUBUA 17151 BUOOPY ILISAXY KEPYIOTHCS
anroputMoM A* (peani3oBaHO TaKOX NOIIYK B IMMOMHY Ta IIUPUHY, >KaTlOHUN

aJITOPUTMH).

Hine npuBuaa: 3’icty rpaBus. s rpaBug: 3’icTH BCIO DKY 1 3aJIUIIUTHCH
#uBUM. KokeH pa3 Koiu rpaBelp iCTh iKYy, B HbOrO 30UIbIIYETHCS KUIBKICTh OYOK,

YUCJIO BUBOIUTBHCA B KOHCOIJIb.

Takoxx 3 BUKOPUCTAHHAM py1ilis O0ylio CTBOpEeHO KJoH rpu Battlecity (puc. 21).

Tanks - 9

Pucynok 21. Battlecity, cTBopeHHi1 3 BAUKOPUCTAHHSIM PO3POOJICHOT CUCTEMHU
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B rpi peanizoBaHO MIATPUMKY OararboX pIBHIB, SIKI 3aBaHTAXYIOThCS MICIIA
MEPEMOrY B MONEPEIHBOMY. YMOBOIO NIEPEMOrY Ha PIBHI € 3HULIEHHS BCiX BOPOTIB.
Boporu cnaBHATECS y Hamepen 3a/laHuX TOYKaX, MPU YOMY iX OJHOYACHA KUIBKICTh
Ha Malll He MO)Ke MEePEBULIYBATH KUIbKICTh CIIaBHEPIB. 3arajbHa KUIbKICTh BOPOTIB 1
iX TUIM Hanepes 3aJaHl B HaJallITyBaHHAX piBHS. [ paBelb Ma€ NEKUIbKa KUTTIB, K1
BTpayae€, KO B HbOTO BIYYUTh BOPOXHM cHapsi. Ilicias BTpaTH KOKHOTO >KUTTS
rpaBellb CIaBHUTHCA B CTapTOBIM Toulll. SKIO BTpayeHO BCl KUTTS, a00 3HUILECHA
0a3a, TO 11e O3Hauae, MO0 TPaBElb MPOTPaB, MICIS YOro Oy/e BUBEJAEHO BIAMOBIIHE

[MOBIJIOMJICHHS.

TumiB BoporiB icHye 4, BOHU BIUIPI3HSIOTBCA CHUJIOI0, MIBUAKICTIO Ta
KUTBKICTIO KUTTIB. KOkeH T Mae CBOIO TEKCTypy. Takox peanizoBaHO Pi3HI TUIU
CTIH: cTajieBa (He MOXKHA 3HMILIUTH), LETNITHA (3HUILYETHCS MOTPAIISTHHSAM OIHOTO
CHapsiiy), Bojla (He MOXKHA MPOIiXaTH, MPOTE CHAPAIU MOXYThb MPOJIETITH), JIepeBa

(MOXyYTb TIPUXOBATH B CO01 00’ €KTH).

Jlns Bcix edekTiB, HANIPUKIIAJ, MOsIBa BOPOTIB Ta TpaBIlsi, BUOYX, 3HUIICHHS,

peaizoBaHo BIATIOBIIHI aHIMAaIli.
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BUCHOBKH

[1in yac BUKOHAHHS NaHOI KBaji(ikaniiHOT poOOTH Oyno AOCHIIHKEHO HasBHI
I'pOBI pyIIii, TpoaHaIi30BaHO MEpeBaru Ta Henomiku. Ha OCHOBI OTpuMaHKUX 3HAaHb
Oys0 po3po0sieHo BIacHUM irpoBuid pyiiid Ha MoBi C++ 3 Bukopuctanusim OpenGL.
['onoBHi ioro nepesaru:

® KOMIIOHEHTHA CTPYKTypa 00’ €KTiB;

® Ui B3aEMOJIi MK 00’€KTaMH 1 MiJCUCTEMAaMHU peajli3oBaHa 3py4yHa cucTema
CHUTHAJIIB;

® THydYKa CUCTeMa HajalllTyBaHHS TPYI Koi3iid 00’ €KTiB.

Y Bumaaky MOAANBIIOl PO3POOKM CHUCTEMa Ma€ TaKi MOXJIMBOCTI
PO3IIMPEHHS:

® [ICHTPAJII30BAHY CUCTEMY KEPYBaHHS TEKCTYPaMHU;

® JI071aBaHHS aBTOMATUYHOI TeHepallii KapTy JJIs1 MOKIMBOCTI TOIIYKY HIJISXY.
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