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HEPEJIK YMOBHHUX CKOPOYEHb

APL Application Programming Interface
OpenGL.... ..o Open Graphics Library
ECS . Entity Component System
G Graphics Library
VB ..o Vertex Buffer Object
LBO . Index Buffer Object
GLSL .o, openGL Shading Library
RGB.. ., Red, Green, Blue
SRGB. ..o, standard Red, Green, Blue
FBO .o Frame Buffer Object

GUIL o Graphics User Interface
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BCTYII

AKTyaJIbHiICTh TeMH. Y cydacHOMY 1H(pOpMaIiiiHO-KOMYHIKaI[IHiHOMY
cepeaoBUII 3pocTae moTpeda y po3poOlili mporpaMHOro 3a0€3MEeUeHHs, IKE MOXKE
MpamoBaTd Ha pi3HUX MmIaTdgopmax. 3 TMOSBOI0 MOOUIBHUX TPHUCTPOIB Ta
PI3HOMAHITHUX OMNEPaIIMHUX CUCTEM CTAa€ BAXKIUBHUM PO3POOJIEHHS MPOrpaMHOI0
3a0€3MeUeHHs, SIK€ MOXKE JIeTKO aJlalnTyBaTUCS A0 PI3HUX CEpPEJOBUIL, a caMe,
CTBOpPeHHS  (peiiMBOpKY, SKHH  TO3BOJIUTH  PO3pOOHHWKAM  e(EeKTUBHO
BIIPOBAKYBATH MPOTPaMHU Ta IHCTPYMEHTH Ha PI3HUX MPUCTPOSAX Ta IIaTGopmax.
Takuit kpoc-mutatpopMHUl GpeMBOPK MOXKE MATH IIUPOKUH MOTEHIIaN BILJIUBY
Ha pi3Hi cdepu. Lsg TexHomnoris Moxke OyTH BUKOpPUCTaHA IS

1) Po3poOiieHHs eleMeHTapHUX irop Ta iHmux 2D-mporpam cdepu possar

Ha OyIb-sIKUX TUIaTGopmax.

2) CTBOpEHHs CIEI[iaIbHUX PO3BHBAOUUX IMPOrpaM Ta irop s JiTed Ta

aroeit 3 00MEeKEHUMH MOJTUBOCTSAMH.

3) Po3po0OsieHHs mporpamM Ta IHCTPYMEHTIB 3arajibHOrO IMpPHU3HAYCHHS Ta

PI3HUX HAIPSIMKIB.

3 ornsay Ha BHINE3a3HAYCHE AaKTyaJlbHUM € CTBOPEHHS (peiiMBOpPKY
PixiPulse, sixkuii HagacTh po3pOOHMKAM MOTYKHHI IHCTPYMEHTAPIil AT CTBOPEHHS
iHTepakTUBHUX 2D-mporpaM 3 omopoM Ha MyJIbTUMEAiMHHMI KoHTeHT. PixiPulse
Oyne MaTh TPOCTUM 1HTYITHBHO 3pO3yMumHii iHTepdeic, 1o 3poO0uTh HOro
iIealbHUM BHOOpPOM I PO3POOKM 1Irop, OCBITHIX Irop, aHIMaIid Ta IHITUX
MPOEKTIB, MO0 MOTPeOYIOTh IHTEPAKTUBHOI B3a€MOJIl Ta BI3yaJdbHOTO KOHTEHTY.
Bin 3abe3neunth mupokuit HaOlp ¢GyHKIIM st poboTu 3 rpadikoro, aymio Ta
BiJI€O, JO3BOJIAIOYM JIETKO I1HTETpyBaTH pPI3HI MYJIbTHUMEIIMHI €JIEeMEHTH B
nporpamy.

Bin moe cinyryBaTH IHCTPYMEHTOM JJIi CTBOPEHHS JOCTYIHHMX JIOJATKIB,
aJanTOBAaHUX JI0 IHIWBIAYaTbHUX TOTPEO KOPHUCTYBaUiB 3 pizHUMHU (PiznaHUMU 200
KOTHITUBHUMH OOMEXCHHSIMHU. 3a0€3TMeUYeHHS] MOJIMBOCTI HAaBYaHHS Ta poO3Bar

JUISL ypa3muBHUX Ta 3aJ€KHUX ayAUTOPIM MOXE CHPUSITH IXHbOMY 3arajbHOMY
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PO3BUTKY Ta MOKPAIIEHHIO SIKOCTI KUTTA. TakuM YMHOM, OOpaHa Tema He JIMIIe
BIIMOBIAaE TOTpedaM pO3POOHUKIB MNPOrpaMHOro 3a0e3MEeYeHHs, ajle W Mae
MOTEHIlIaJl TO3UTUBHOIO BIUIMBY Ha COLIANbHY cQepy uepe3 CTBOPEHHS
IHKJTFO3UBHUX Ta OCBITHIX IHTEPAKTUBHUX 1rOp.

Meta nocaigxeHnsi: MeToro A0CTIKEHHS € po3p00JeHHs PyILis, 31aTHOTO
MOJIETIIYBATH CTBOPEHHS IHTEPaKTUBHUX 2D mporpam.

JUist NOCSITHEHHS TOCTaBJIEHOI METH OyJIio MOCTaBJI€HO HACTYIHI 3aaavi
AOCTIIKeHHS

- AHaJi3 NoJIOHUX Ta CYMIKHUX TEXHOJIOTIH.

- Ananiz moxnuBoctei rpadgiuaoro API OpenGL.

- [Momyk xopucHux 610J110TEK Ta iX BUBYCHHSI.

- BusnaueHHS CTPYKTYpH NPOEKTY.

- Po3pobinieHHs MOyIiB MPOEKTY.

006’exT nocaimxenns: ['padiuni API.

Ipeamet pocaimkenns: DpelMBOPK I CTBOPEHHS 1HTEpaKTHBHUX 2D-
porpam 3 oropoM Ha MyJIbTUMEIINHUN KOHTEHT.

Crpykrypa podotu: PobGoTa ckiamaerbcs 31 3MICTY, HEPETIKY YMOBHHX

CKOPOYCHB, BCTYNY, IBOX PO3ALTiB, BACHOBKIB Ta CIIUCKY BUKOPUCTAHUX JIKEpEI.



PO3JILI 1
TEOPETUYHA YACTUHA

1.1 Penaepep rpagiku

[Tepmoro cxoaMHKOIO Y peaiizailii IpoeKTy CTaHe PEHIEPED.

Pennepep rpadiku — 1€ mnporpaMHe 4u amapaTHe 3a0€3MEYEHHs, SKe

BIANOBIAaE 3a 0OpoOKy Ta BigoOpakeHHs TrpadiuHoi iHPopmalli Ha exkpaHi

KOMIT'FOTEpa M 1HIIIOTO MPHUCTPOIO.

Jnist ioro po3po6ku Oyio aexiibka pizHux rpadiunux API Ha BuGip:
e OpenGL,
e DirectX11,

e Vulkan.

B tabnui 1 saBegemo anani3 uux APIL.

Tabnuysa 1. Ananiz API

XapakTepHCTHKA OpenGL DirectX11 Vulkan

Turt AP Kpoc- [TponpieTapHuit Kpoc-
1aThOpMHUI (Microsoft) 1aThOpMHHUI
Windows, Windows, xbox Windows, Linux,

[Tnatdopmu macOS,  Linux, Android, macQOS,
Android, i0S 10S

CknamHicTh Husbka-cepennss | Cepenns Bucoka
Cepenns Cepenns Bucoxka

[IpoayKTUBHICTH-

e(heKTUBHICTh

I'padiuni Cepenni Cepenni Bucoki

MO>KJTUBOCTI

ACUHXPOHHICTb BincyTus [TpucyThs [TpucytHs

API Overhead Bucoxkwii Bucoxkwii Huzbknii




ACHHXpPOHHICTB: BHU3Hayae MOXJUBICTH 1ux APl 00pobnsatu nekisnbka
omepailiii mapanenbHo a0 He3aJIeXKHO OJHA BiJl OAHOI.

APl Overhead: Bu3Hauae HAaCKUIBKM €(QEKTUBHO MporpamMa MOXKe
BUKOPUCTOBYBaTH rpapiyHuil  iHTepdeiic s B3aemonii 3  amapaTHUM
oOJiaTHaHHIM, HaNPUKIIaa rpadiyHOI0 KapToro.

3 oy Ha pe3yibTat aHanizy 0yso oopano came OpenGL.

OpenGL — une kpocmarpopmennuid APl nns peamizauii rpadiunux
nporpaM. Bin Hamae QyHKIIOHAN JJi1 B3a€MOJIIi 3 anapaTHUM 3a0€3MEYeHHSM 1
BUKOHAHHS PI3HUX 3aBJaHb, MOB'SI3aHUX 3 TPadikoro0, BKIIOYAOUN 00pPOOKY MO
BBEJICHHSI, CTBOPEHHS TPHBUMIPHHUX OO'€KTIB Ta BUKOPUCTAHHS IICHIEpiB IS
JI0JIATKOBOTO KOHTPOJIIO HaJl BiIOOPaKEHH SIM.

Cranmaptr OpenGL (Open Graphics Library — Bigkpura rpadidna
610m10TeKa) OyB po3pobiieHuii 1 3aTBepkeHuit y 1992 pori npoBigHuMu hipmMamu
B cdepl 1HAYCTpii mporpamMHOro 3a0e3NedyeHHs SK e(QEeKTUBHMI amapaTHO-
HE3ICKHUN 1HTepdelic, MpuaaTHUN I peamizalii Ha pi3HUX IIaTgopmax.
OcHoBorwo cranaapty crana Oiomiorexka IRIS GL, po3pobnena dipmoro Silicon

Graphics Inc.[2]

1.2 Penaep rpadiku

Penoep epaghixu — 1e mporec CTBOpEHHS 300paKCHHS 3 TPUBUMIPHUX
MOJICJICH 9M CIICH JJIS TIOJIaJIBIIOTO BiIOOpaKeHHST Ha €KpaHi KOpHUCTyBaya.

[Ipouiec pennmepy rpadiku TPUCYTHIM y HaWpI3HOMAHITHIMUX cdepax
npodeciiiHol MisTTBHOCTI: KIHOIHIYCTpisl, irpoBa iHmycTpis, Tomo. Lle # He
JUBOBUKHO, TOMY IO 3 KOXXHUM POKOM MOXKIIMBOCTI Tpaikd Tak 4M iHAKIIIE
POCTYTh, 1 TAKUM YMHOM 11 CTa€ BCE CKJIAJIHIIIE BIAPI3HIATH BiJ peaJbHOCTI.

Le#i mporiec M03BOJISIE€ TOCUTh CHJIBHO 3¢KOHOMHTH Yac Ta CHJIM KOMaHIH 1
MiABUAIIUTH €)EKTUBHICTH POOOTH MpaIliBHUKA Y KOMAHII.

Pennep rpadiku — 1e oMH 3 HAUCKIAIHIIINX B TEXHIYHOMY IIJIaH1 €TariB Yy
po6orti 3 3D rpadikoro. II{o6 MOSICHUTH I}0 OTEpaIlif0 MPOCTOI0 MOBOI, MOYKHA

MpUBECTH aHaorio 3 podoramu (ororpadis. us Toro, mod 3’sBUIIACS TOTOBA



dortorpadis, Qororpady mnoTpiOHO TPOUTH uyepe3 JAesKl TEXHIYHI eTalu,
HalpuKiIaja, NposiB IUIIBKM abo Apyk Ha npuHTepi. llpubnuszHo Takumu x
TEXHIYHUMHU eTanamMu o0TshkeHl 1 30 XyHOXKHUKH, $KI JUIS CTBOPCHHS

MIJICYMKOBOT'O 300pakeHHs MPOXO/IATh €Tall HaJlallTyBaHHs peHaepy.[3]

Grayscale CGl for Grayscale renders Viewport Fast 3D renders Final CGI before
an empty room with furniture screenshots with textures post-production

Check Check Check Check Check
+« geometry « composition « composition « colors + materials
« proportions of « camera angle * camera angle « lighting + need for final
aroom « proportions of a « proportions of a touches
room & objects room & objects

« lighting scheme

Pucynox 1.1 Ilpuknao pendepy sunadkosoi cyenu

[poriec pennepy koHkpetHo y OpenGL Moke BKITIOYaTH HACTYITHI KPOKHU:

1. 3anoBuenHs OydepiB JaHUMHU, TAKUMU K BEPIIMHHI JAaH1, TeKcemi(mKceni)
TEKCTYp 1 IHIIII.

2. BukopucTtaHHS BEpIIMHHOTO Ta ITIKCEIBHOIO IICHAEpIB IS OOpoOKHU
reoMeTpil Ta KOIbOopYy.

3. 3acTocyBaHHS TEKCTYp JJIA MOKPAIICHHS BUTJISITY MOJIEIIL.

4. Bukopucta"Hs rauOuHHOTO Oydepa nis BUPINIEHHS NMPOOIeMH 3aTIHEHHS
Ta BU3HAYCHHS, sIKi 00'€KTH mepeOyBarOTh MEpeNl IHIMUMHU JJIsi CTBOPEHHS
MEePCTIEKTUBH Ta OAraTOMIpHOCTI.

5. BuBeneHHs pe3ynbTaTiB Ha eKpaH depe3 ppertmOydep.



1.3 EnemenTu rpagiuHoro penaepy

Enementn rpadiuyHoro peHaepy — 1€ KOMIIOHEHTH Ta pecypcH, sKi
BUKOPUCTOBYIOTBCSA [UIi CTBOPEHHSI BI3YyaJIbHUX 300pa)k€Hb Y KOMII'FOTEpPHIM
rpadiri.

Haiinepiium 3aaisHUM eJ1€MEHTOM € Oydep.

bygepu (Buffer Object) y OpenGL — 1ie 06’ext OpenGL, siki 30epirarothb
MacuB HepopMaToBaHOi mam’sTi, BUAUIEHOT KoHTekcToM OpenGL ans pizHux
iieli. BoHM MOXXYTh BUKOPHUCTOBYBATHCS ISl 30€piraHHs JaHUX BEPIIWH, TaHUX
miKceniB, OTPUMAHUX 13 300pakeHb abo KajpoBoro Oydepa, 1 6araTboX I1HIIMX
peueil. [4]

Bepwunnuii 6ygep (Vertex Buffer). lle Oydep, sikuif MiCTUTh T€OMETPUYHI1
JaHl, Takl K KOOPIAWHATH BEPIIMH, HOpMaJll, TEKCTYpHI KOOpJIMWHATU ToIlo. BiH
JI03BOJISI€E BUBOJIUTH T€OMETPit0 00’ €KTa 3a oWH equHUN BUKIUK QyHKiii APL. Le
B CBOIO UEpry J03BOJISI€E PO3POOHHKY €(EKTHBHO BHKOPHUCTOBYBATH I1aM SITh
mporpamu, 3anodiratv 6araTb0X MOMHJIOK Ta TPOOIEM.

[IpoctuMu crnoBamMu Kaky4yH, L€ 3arajdbHUl TepMIH HJisi 3BUYAWHOTO
OydepHoro 00’€KkTa, KOJM BIH BHUKOPHUCTOBYETHCS SK CXOBHUIIE TaHUX MaCUBY
BepiiuH. BiH HIYUM He BiIPI3HAETHCS Bi OYyIb-IKOTO 1HIIOr0 OydepHOro 00’ €KTa,
IPOCTO MOro 3HAYEHHS, MOXHA BUKOPUCTOBYBATH SIK BUXIIHI 3HAYCHHS [JIS
MAaCHBIB BEpIIHUH. [5]

bygep inoexcie (Index Buffer). MicTuTh 1HIEKCH BEpIIWH, IO BKa3yIOTh
MOPSAJIOK X BUKOPUCTAHHS ISl CTBOPEHHS TPUKYTHHUKIB 200 1HIIKUX MPUMITUBIB. B
3D-rpadirti 9yacTo BEpIIMHU HaJNEKaTh OApa3y MEKUIBKOM TPUKYTHHUKaM. | came
JUTsE TOTO, MO0 HEe MOTpiOHO Oyno O6arato pa3 BUKOPUCTOBYBATH OJHI 1 Ti cami X
BEpIIMHN Yy BepIIMHHOMY Oydepi Oyna BBeIeHa IHIEKcAllisl BEPIIMH. 3aBISKU
npoMy Oydepy MOKHAa TNPU3HAUYUTH BEpIIMHAM IHJIEKCH Ta 0araropa3oBO
BUKOPHCTOBYBATH X MPOCTO BKA3aBIIH LIeH 1HAEKC.

Llett O6ydep 30epirae crnmcok OaiTiB, OE33HAKOBHUX KOPOTKHX abo0 IIIHX
yucen, ski noigomisitorb OpenGL, axy BepmmHy B Hapasi noB’sizanux VBO

MaJIIOBATH HACTYIHOO.[6]
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bygepne cxosuwe(Storage Buffer). Jlo3Bonsie 30epiratu iHboOpMalio aas i
BUKOPHUCTaHHS IHIIUMU Oydepamu.

JpyruM BUKOPHCTOBYBAHHUM E€JIEMEHTOM € IIeiaep.

llletioep — 11e TporpamMa, sika BUKOPUCTOBYETHCS JUIsl BU3HAUCHHS PI3HUX
etamiB oOpoOku rpadiku, Takux sSK 00poOka BepiiuH, ¢GparMeHTiB(MiKCeNTiB),
reomerpii, Tomo. Iledigepu BHUKOHYIOTBCS Ha TrpadiuHOMy mpouecopi 1
JI03BOJISIFOTH BIITBOPIOBATH HA €KpaH1 Taki CKJIaaHI ePeKTH, K TiHi, OCBITJICHHS,
edexktr po3MuUTTA Ta iHmm. [lelaepy HamaOTh KOA ISl TIEBHUX MPOTPAMOBAHUX
eTarniB KOHBeepa Bizyasnizaiiii. [7]

Icnye Oarato BuUAIB IIeHepiB, ajie y poOOTI OyIyTh PO3IISAATUCS JIUIIIEC
7BA.

- Bepwunnuii weiioep (Vertex Shader). 11i meigepun BUKOPUCTOBYIOTHCS
JUIsl 0OpOOKM KOXKHOI BEPIIMHM B MOJENI, BKIIOYAIOYHM X TO3MI[II0, TEKCTYpHI
KOOpJMHATH, HOPMaJTi, KOJIip, TOI0. BepIuHHI el 1epu BUKOPUCTOBYIOTHCS JUTS
TpaHchopMallii BepIuH y 6araToMipHOMY ITPOCTOPI.

- [likcenvnuti wetioep (Pixel Shader abo Fragment Shader). Lli meinepu
BIJINIOBIIalOTh 3a OOpPOOKY KOXKHOT'O ITIKCENss Ha eKpaHi. BoHM BH3Ha4aroTh
KOJBOPH Ta IHIINI BJIACTUBOCTI KOXKHOTO ITKCENS, II€¢ MOXKE€ OYTH OCBITJICHHS,
TEKCTYpH, €PEKTH, TOIIO.

3arajom, pi3HI mIeWepd KOMOIHYIOTbCS Ta JO3BOJIAIOTH OCSTTH IMPOCTO
HEHMOBIpHHUX €(EKTiB HA EKpaHi KOPUCTyBaya.

Hnst pobotu 3 mieinepamu Oyne BUKOPUCTOBYBATHMCS MOBAa HaNMCaHHS
meinepis GLSL.

Ile — wmoBa mporpamyBaHHS, pO3po0JeHa CIEIiaTbHO I HamuCaHHS
meinepiB y kontekcti OpenGL. Xoua 3aBasku posmuperHsm OpenGL 1 icHye
KiJTbKa MOB TI€HIepyBaHHS TOCTYMHUX JiJIsi BuKopuctanus, GLSL miaTpuMyroTbcs
6e3mocepenabo OpenGL 6e3 po3mmpeHs.

GLSL € yHIKQIBHOIO 3aBASKH CBOid MOJETI KOMITUISAII. Ii momenp
KOMITUIAIIT OunbIiie cxoXka Ha craHmapTHy mapaaurmy C (00 cama MoBa myxke

cxoxa Ha C), BOHa KOHTPOJIFOETHCS KITbKOMa TUIIAaMK 00’ €KTiB. [ 8]
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Bona € BOynoBanorwo Moo B ctanaapT OpenGL 1 BUKOPUCTOBY€ETbCS s
MpOrpaMyBaHHS  BEPUIMHHHUX, TE€OMETPUYHHUX, (parMEeHTHUX(MMIKCETbHUX),
OOYHUCIIOBATBHUX, TECENSIINHUX KOHTPOJIBHUX Ta TECENSIIHHUX OLIIHIOBAIBHUX

uieiiiepis, ToOTO AJiA YCIX MOXKIUBUX.

PixiPulse > Shaders > FFShaders > St > E trianglevert
1 430 core

(location=0) inPosition;
(location=1) inUVs;

(location=@) outUVs;
Matrices {

uViewProjection;
uModel ;

main( )}
gl Position uViewProjection * uModel * (inPosition.xyz, 1.8);

outUVs = inUVs;

Pucynox 1.2 Ilpuxnao sepuunnozo wetioepy GLSL

3romoM, 1meiaepu 00 €qHYIOThCS y MmedaepHii mnporpami. Ilporpama
menaepiB MICTUTh Pi3HI TUNW IIEHAEpiB 1 BUKOPUCTOBYBATUMETHCS T dac
penznepy. [9]

OcHoBHA (QyHKIIS TIEHAEpHUX TPOrpaM — 3a0E3MEUYUTH PO3POOHHKAM
KOHTPOJb HAaJ THM, SK TpadiuHi maHi 0OpOOJAIOTHCS Ta BIAOOpaKArOTHCS Ha
eKpaHi.

Bonu HamamTh mporpamictaM BEJNIHMKY THYUYKICTh POOOTH Ta KOHTPOJIb Haj
rpa¢iYHAM TPOIECOM, IO JIO3BOJIIE CTBOPIOBATH CKJIAJHI Ta pealiCTHYHI
Bi3yalibHI epeKTH.

OcTaHHIM 3 OCHOBHHX €JICMCHTIB € TEKCTypa.
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Texcmypu — 1ie Ay>Ke BaXJIUBUM €leMEHT peHiaepy rpadiku. Came 3aBIsiKu
HUM KOpDUCTYyBad MOX€ N00auuTu “o0roprky” oO0’€KkTy Ha eKkpaHi. BoHu
BUKOPUCTOBYIOTHCA JUIsl CUMYJISILIL MaTepiaiiB, HAKIAIaHHS TIHEW Ta OCBITJICHHS,
JeTanizallii, HaKJIaJaHHs e(PeKTiB.

300pakeHHs BU3HAYAETHCS K OKPEMUN MAaCHB MIKCEIIB MEBHOT PO3MIPHOCTI
(1D, 2D a6o 3D), neBHOro po3Mmipy Ta neBHoro ¢gopmary. Tekctypa — 1€ BMICT
OJIHOTO a0o0 KUIBKOX 300pa)keHb. AJle TEKCTypu He 30epiraloTh JIOBUIbHI
300pa)KeHHs; TEKCTypa Mae MEeBHI OOMEXEHHS II0J0 300pakeHb, sIKI BOHA MOXKE
MICTUTU. ICHye Tpu BH3HauYaJbHI XapAaKTEPUCTHKU TEKCTYypH, KOXHA 3 SIKUX
BU3HAYa€ YACTHHY IUX OOMEKEHBb: THUI TEKCTYpH, pO3Mip TEKCTypH Ta (opmar
300paKeHHS, SKUH BUKOPUCTOBYETHCA JIJIs1 300paxeHs y TekcTypi.[10]

Tekcem TEKCTYpH — TIPOCTHMH CJIOBaMH, II€ ITKCENi TEKCTyp, iX
dparmMeHTu.

3po3yMiN0, 1O i AOCSATHEHHS PEaliCTUYHOTO BimoOpaxeHHs Tpadiku
HEOOXITHO TO€JHATH PI3HI €JIEeMEHTH, BKIIOYAIOYHW TEKCTYpPH, 3 IHIIUMH
TEXHOJIOT1SIMHM, HAIPUKIIAJ KOJBOPOBUM abo0 riaubOuHHUM Oydepamu. He Tpeba
IUTYTAaTH iX 3 BEPUIMHHHUMH, 1HJIEKCHUMH Ta Oydepamu cxoBul. Lle 30BcimM pizHI
TOHSITTSI

JlaBaiiTe po3TJITHEMO POJIb KOJLOPOBOTO Ta TIIMOMHHOTO OydepiB y mporieci
pennepy rpadiky OLIbIN JETATBHO.

Bygep xonvopy (Color Buffer). Bydepu koabopiB — 11€ Ti, Ha SIKI KOPHCTyBa4
MPOEKTY€E KOJIbOpH. BoHu MicTsaATh komipHi nani RGB a6o sRGB, a Takox MOXyTb
MICTHTH ayibda-3HAYCHHS JUIS KOXHOTO ImKcels B ¢peiimMOydepi (kaapoBoMy
Ooydepi). Y HbOMYy MOXKe OyTH JeKiIbKa KOJIb0poBUX Oydepin.[11]

bygep enubounu (Depth Buffer). BukopucroByerbes s 30epeKeHHS
iHbOpMaIlii po TIMOWHY TIKCEIIB I MPaBUILHOTO BiATBOPEHHS MEPCICKTUBH.
Lle nocsaraeTbcs 3aBASKH TECTY INTMOWHU, SKHM BUKOHYETHCS Y MPOCTOP1 OTJISAY
(viewport) micis 3amycky Oydepy iHACKCIB.

bydep rmubunn mictuth 3HauenHs rauodunu Big 0,0 1o 1,0 1 mopiBHIOE CBil

BMICT 13 3HAUYCHHSMHM Z yCiX 00’€KTIB Ha CIIEHI, sSKi BUJIHO 3 OOKy risaada. Lli z-
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3HAUEHHS Yy MPOCTOpl OMNISIAY MOXYThb OYyTH OyIb-KMUMU 3HAUYEHHSAMH MIXK
OJMKHBOKO Ta IaJbHBOIO TUIONIMHAMHU yCideHOT mpoekirii. [12]

Konu yBiMKHeHU#H pexum TtectyBaHHA InnOuHu, To OpenGL mnopiBHIOE
3Hau€HHs MUOMHM PparMeHTy (IHAEKCY) 3 JTaHUMH, K1 3HaXOoAsAThcs y Oydepi
MIMOWHM, 1 SKIIO IeH TEeCT MPOXOJIUTh YCHIIIHO, TO PparMeHT Bi3yali3yeTbcs Ha
ekpaHi, a Oydep TJIUOUHM OHOBIIOETHCS HOBUM 3HAYEHHSAM. SKIIO X TeCT
MPOXOJIUTh HEBJIAJIO, TO (PPArMEHT MOMPOCTY BIAKUIAETHCS.

B uinomy, BUKOpUCTaHHSI TEKCTYp J103BOJISi€ HAAATH 00’ €KTY NMpUBAOIUBUN
30BHILIHIA BUIJIAM, 3aBFOJHUA PO3pOOHHKY a00 KOpHUCTYyBauy, Ja€ MOXJIUBICTh
3aCTOCYBAaTH PI3HOMAHITHI CKJIaJH1 €(eKTH, 0 B CBOIO YEPry IPa€ KIKOYOBY POJIb

y Bi3yasi3allii ClIeHH.

Pucynox 1.3 Ilpuxnao mamepianie ma mexcmyp

1.4 Render pipeline

[Totik pernepy (Render pipeline) — me mocnimoBHICTH KPOKIB, SIKY BHKOHYE
OpenGL mig 4gac BinTBOpeHHS 00’€KTiB. B HROMY BHKOPHUCTOBYIOTHCS SIK BXKE
nepesiueHi eJIeMeHTH TpadiyHOTO PEHIePY, TaK 1 1HIII, OLTBIT CKIJIA IHI.

OpeitmOypep — 11e 00'eKT, SKMA BHUKOPHCTOBYETHCS Il 30epiraHHs
rpadiuHAX JaHUX TIepen iX BimoOpaxeHHsIM Ha ekpaHi. DpeitmOydep ckinamaeTbes

3 pi3HUX KOMIIOHEHTIB, 116 MOXYTh OyTH HPHUKPIIUICH] 300pakeHHsI (KOJbOPOBI,
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ribuHu, TpadapertHi), Oydepu rimbunu, Oydep Tpadapery (AKUH BITHOCUTHCA
Oesnocepenubo 10 (peiimOydepa Ta HE Mae HIUOrO CHIIBHOIO 3 IHIIMMU
Oydepamu), Tomo. Yci LI KOMIOHEHTH BUKOPHUCTOBYIOTHCS MJI PEHAEPY Ta
NoAANBIIOT 00pOOKH rpadiuHUX 00'€KTIB.

OpenGL mae aBa tunu ¢peitmOydepis: ¢peitmOydep 3a 3aMOBUYBAHHSIM,
aKui HanaeTbest KoHTekcToM OpenGL; 1 dpelimOydepu, cTBOpeH1 KOPUCTYBaYEM,
SK1 Ha3uBarOThes 00’ ektamu 0ydepa kaapis (FBO). bBydepu nnsa dhperimOydepin 3a
3aMOBYYBAaHHSM € YaCTUHOIO KOHTEKCTY 1 3a3BHYail MPEACTaBISIOTH BIKHO a0o0
npucTpii BitoopaxeHHs.[13]

[IpocTumu cnoBamu, 11e KOHTEHHED 1S pi3HUX OydepiB.

OcHoBHOIO TepeBaroro € Te, 1o ¢GpedMOydep T03BOISIE OTHOYACHO
NpaloBaTy 3 KUIbKOMa OydepamMu Ta BUKOHYBAaTU PI3HI OOYHCICHHS Ta 0OpOOKH
niepe]] BUBSJICHHSM Ha €KpaH.

Ak 1 yci BuIeHa3BaHi JieTalli, BUKOpPUCTaHHS ¢peiMOydepiB TakoxK
BIJIKpMBAE TIepe]] PO3POOHUKOM BEIUKY KUTBKICTh MOKJIMBOCTEH.

[ToBepTarounch 7O MOHSATTS MOTOKY PEHAEPY, aTpUOYT BEpIIMHU Ta 1HIII
JaH1 TIPOXOJSITh MOCHIJOBHICTh KPOKIB JIJIi CTBOPEHHSI OCTATOYHOTO 300pakeHHS
Ha €KpaHi. Y IIbOMY KOHBEeEpl 3a3BHUYaii € 9 KpokiB, OUIBIIICTH 3 SKUX €

HCOOOB’I3KOBUMH, a 0arato 3 HUX IporpamyroThes.[14]
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Vertex Shader

Pucynox 1.4 Render Pipeline

B mpoekTi naHoro JOCiKEHHS 11 TIOCTiJOBHICTh MOYKE BUTJIAATH TaKHM
YUHOM

e Ogppa3y micna iHimiamizamii koHTexkcty OpenGL, Oydepu 3anoBHIOIOTHCS
JAHUMHU, 11€ MOKYTh OyTH BEPIIHUHHI JJaH1, TEKCEI1 TEKCTYP, TOIIIO.

o CTBOPIOIOTHCS Ta KOMIIIOIOTHCS 33 {yMaH1 pO3POOHUKOM IICHIEPH.

e TJloriMm, &mJg TMOKpAIICHHS 30BHINIHBOTO BHIJISIY MOJEI, HAKIaAalOThCs
TEKCTYPH.

o [mOunnuii Oydep Bupimye mnpobiieMH 3aTiHCHHS Ta BH3HAYCHHS, SKI
00'ekTH TIepeOyBaIOTh MEPE/T IHIIUMHU TSI CTBOPCHHS TTEPCIICKTHBH.

o CTBOpeHHs Ta HalamTyBaHHS ¢GpeiimOydepiB i BimoOpakeHHS 00’ €KTIB
Ha eKpaHi 3 BUKOPUCTAHHSIM YCiX MUHYJIUX KPOKIB.

3ro/IoM 3aJTy4aroThCsl KaMepa Ta MaTPHII MPOCKITIH.
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1.5 Kamepa Ta maTpuui npoexuii

Kamepa Tta wmatpumi mnpoekuiii B OpenGL BHUKOpUCTOBYIOThCA s
BU3HAYEHHS TOrO, SIK TPUBUMIPHUN CBIT TEPETBOPIOETHCS Yy JABOBUMIpHE
300pakeHHs Ha ekpaHi. Kamepa BU3HaYa€ TOUKY CIIOCTEPEKEHHS Ta HANPSAMOK, Y
AKOMY “IUMBHUTBCS~ CIOCTEpirady, a MaTpull MPOEKUId BIAMNOBIIAIOTh 3a
TpaHchopMallii KOOpAUHAT 00'€KTIB ISl TPABUIILHOTO BIOOpaXKEHHS Ha €KpaHi.

Aune HacmpaB/ll KaMepa HE PyXa€ThCA.

[Ilo6 cTBOpUTH BpakeHHs, IO Kamepa pyxaeTbcs, nporpama OpenGL
NIOBHHHA TEPEMICTHTH CIICHY 3a JIOTIOMOTOI0 TpaHCcdopMallii, po3MiCTHBIIN ii Ha
Mmatpuili neperysay. e 3a3Buyait Ha3uBarOTh TpaHchopMalliero neperysiay.[15]

Marpunsa neperysiny (model view projection) BifmoBiznae 3a mepeMilieHHS
00’€KTIB y CII€HI, 00 IMITyBaTH 3MIHY IOJOKEHHSA KaMepu, 3MIHIOIOYU Te, IO
risaa4q 3apas Moxke 6auntu. [16]

[Ipoctumu cioBamu, KamMmepa — 1€ OYl, SIKUMHU KOPHUCTYyBau ‘‘B3aeMopie” 3
BIpTyaJIbHUM CBITOM IIporpamMu. MaTpuIll IpoeKIliid, B TAKOMY BUNAKY, 1€ JIH3H,
SKI MaHINYJIOITh 300paXeHHSM Ha CITKIBII OKa J0 TOro, sK iH(opmarlis
nepeaaeThes aaji. SIK 1 1HII1 eJIEMEeHTH, MaTPHIIl TeXK BIIPI3HIIOTHCS MK COOOIO:

o Opmoeconanvna mampuys npoekyii (Orthographic Projection Matrix):

Ile matpuis, sKka BUKOPHUCTOBYETHCS JJII CTBOPEHHS OpTOrpadiuHOi
IIPOEKITIi, MPHU SAKIH BCI MapaiebH1 JiHIT 3aUIIAI0ThCS TapajieJIbHUMU Ha
BimoOpaxeHH1. 3a3BUYail BOHA BHUKOPUCTOBYEThCS Mg peHaepy 2D
rpadiku abo s BimoOpakeHHS 00'eKTiB 0€3 MEepPCHEKTHUBH, TaKUX SIK
iHTepdeiicu KopucTyBaya.

o [lepcnexmusna mampuys npoexyii (Perspective Projection Matrix): Le

MaTpHIS, SIKA& BHUKOPUCTOBYETHCS JJII CTBOPECHHS TIEPCIEKTHUBHOI
NpOeKIii, SKa BIATBOPIOE e(EeKT TMepCrneKTuBU, A¢ O00'€KTH, 110

3HAXOASATHCS Jall, 34al0ThCSI MEHIIIUMH, HIXK T1, 1[0 3HAXOAATHCS OIMKYe
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70 crocTtepiraya. 3a3BU4Yall BOHA BHUKOPHUCTOBYETHCS JII CTBOPEHHS

peanictuuHux 3D cueH y rpadiyHUX NporpaMax Ta irpax.

Perpective Orthographics

Pucynox 1.5 Iopisnanus nepcnekmuenoi ma opmoepaghiunoi npoexyitl

Koxken Tum matpuii mpoekiiii Mae cBOi OCOOJMBOCTI Ta MOMKIJIMBOCTI
BUKOPUCTAHHS. BuOIp MiIXOASAIIOr0 TUITY 3alieKUTh BiJ MOTPeO Mporpamu ado
IrpH, a TaKOX Bij OakaHOT MEPCIIEKTUBY Ta BIIOOPaKEHHS CLICHH.

[Tomanmpmuii  mporec peHaepy BKIOYAE CTBOPEHHS IIMX MaTPHIIb,
o0'eqHaHHS X Ta epeaavy y BEPIIMHHUHN IIeiaep A Tpanchopmaliii KoopauHaT
BepIIMH. Pe3ynbTaT OOYHUCICHb IIEPENAOTHCSA IMKCEIBHOMY MICHACPY IS
JI0TATKOBOT 0OpOOKHM Ta BijoOpakeHHsI Ha €KpaHi.

Llefi miaxim JO3BOJISE BpaxyBaTH IIEPCIICKTUBY Ta KYyT OTJISAAY KaMEpH,

ONTUMAJIBHO BifJ0Opakatouu TPUBUMIPHHM CBIT Ha €KpaHi.
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PO3/1J1 2
IMMPAKTUYHA YACTHUHA
2.1 ®peiiMmBopK
OpeiimBopk  (Framework) — 1me crpykTypoBaHuil Hablp HpPOrpaMHHUX

IHCTPYMEHTIB, 010110TEK, KOMIIOHEHTIB Ta MpaBWI. 3arajoM, Ii¢ CTPYKTypa, Ha
AKIi MOXXHa CTBOPIOBATH MpOrpaMHE 3abe3nedeHHs. BiH CIyXUTh OCHOBOIO,
3aB/SIKA YOMY HE MOTPIOHO MOYMHATHU Bee 3 Hys.[17]

OcHoBHa MeTa (hpelMBOPKY — HaJlaTh 0a30BY apXITEKTYpy Ta IHCTPYMEHTHU
I pO3pOOKH KOHKPETHOT'O TUITY TIPOTPAMHOTO MPOAYKTY, 3a0e3Neuyodyn eBHUN
piBeHB abCTpaKIlii Ta TOTOBUX PIIIEHB JUIsI PO3B'SI3aHHS TUTIOBUX 3a]1a4.

Jliss  BUKOHAHHS TIOCTAaBIEHOI 3amadi  Oyno TeperisiHyTo JIeKiTbKa
pI3HOMaHITHUX (GPEHMBOPKIB PI3HUX HAMPSIMKIB, IIE:

e pyuIii 1yt po3poOKH BeO-101aTKIB, HAIIPUKJIIA] Taki ik Django.

e (peitmBopKkHU 17151 po3poOKH irop, Taki sk Unity, Unreal Engine, Toro.
e pymrii Mo61TEHOT po3poOku: React Native abo Flutter.

e pyIIii A1 pO3pOOKH IECKTOITHUX JT0aTKiB, Taki sik .NET.

Koxken 3 HHMX Mae cBOi OCOOJMBOCTI Ta MpU3HAYCHHS, aje BCi BOHHU
CIPONIYIOTh TPOIEC PO3POOKH MPOTPaMHOTO 3a0€3MEUYeHHS IUIIXOM HaJaHHS
CTPYKTYpOBAaHOTO HAOOpY IHCTPYMEHTIB Ta PillIeHb.

VYci BulleHa3BaH1 MPUKIAAN — 1€ CKJIAJHI Ta MOTYXKHI (pEeHMBOPKHU, HAJl
SKUMH TPALIOIOTh COTHI JIOJEH, TOMYy BOHM MOXYTh OyTH 3aHaJTO MOTY>KHUMHU
MPUKJIaaMHy, 00 Ha HUX OPIEHTYBATHCS.

binbimn npoctuMu mpuKIagaMu MOXKYTh CTaTH:

e Raylib,

e Ogre3D,
Ile ®xke OULIBII TPOCTI TPHUKIAAW, SKI MOXHA BHUKOPHCTOBYBATH Y
MOPIBHSTHHI.

OyHKIi0HAT PpeMBOPKY NOBUHEH BKJIIOYATH B celde:
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Peunep rpadiku (skuit Oyae peani3oBaHUN 3aBASKM HAMKUCAHOMY
BJIACHOPYY pEHACPEPY).

Monaynb Aynio ajis BUBOAY MPOCTOPOBOro 3BYKY. Lle Moxe OyTH KOpUCHO
JUIsT  MaHIIyJTFOBaHHS 3BYKOM Y CTBOPEHUX 3aBASKH (PEHMBOPKY
nporpamax, irpax i IHCTpyMEeHTax.

Monaynp @i3uku Ajig CUMyJIALiA (i3UYHUX 00’€KTIB Ta SIBUIL, MaJIHHS Ta
KOJI311.

Jlorika (pelMBOpPKY MYCHUTh BKJIIOYATH B ceO€ CHUCTEMY KOMIIOHEHTIB
cyrnocreii (Entity component system). Ile mapagurma — apXiTeKTypHHUM
1a0JI0H, KW BUKOPUCTOBYETHCS Y (DpeiMBOpPKAxX Ta iHIIMX CUCTEMaX IS
opraHizaiii Ta KkepyBaHHs 00'ektamu B rpi abo mporpami. ECS myxe dacto
BUKOPUCTOBYETHCS JIJIsI MOOYI0OBU T'PaJIbHUX JIBUTYHIB Ta IHIIUX MPOTrpam,
71 BQXJIMBO YIIPABIISITH BEJIMKOIO KUIBKICTIO 00'€KTIB 3 PI3HUMH (PYHKIIIMH
Ta XapaKTePUCTHUKAMH.

Moaynb CKpUNITYBaHHS HaJa€ MOXJIMBICTh BUKOPUCTOBYBATH CKPHUIITH IS
CTBOPEHHS JIOTIKM I'pu abo mporpamu 6e3 HeoOXITHOCTI 3MIHM BUXITHOTO
koxy. Lleit Mmomynb 103BoJIsIE pO3pOOHUKAM MUCATU KOJI, SIKUA BUKOHYETHCS
y BIPTyaJIbHOMY CEpPEeIOBHIINI IIiJi dYac poOOTH TMpOorpamMH, IO Ja€
MOXJIMBICTh ~ JIMHAMIYHO  3MIHIOBAaTH  IOBEAIHKY  Iporpamu  0e3
nepexkoMnuIsiii abo mepe3aBaHTakeHHsA mnporpamu. CKpuUNTyBaHHS Oyze
peaizoBaHO Ha MOBI ITporpaMmyBaHHs Lua.

I'padpiune abo BizyanbHE CKpHUNTYBaHHS Oyjae peani3oBaHO y BUIJISIAL
HOMOBOI cucteMu. llg cucTema 3apa3 BUKOPUCTOBYETbCS y 0araTbox
cydyacHUX ¢peiiMBopkax Ta pymisgx. Y 1id cucteMi 00'€ekTH, SKi
B3a€EMOJIIOTh MDK CO00I0, TIPEACTaBleHI By3JlaMH(HOJAaMH), a ix
B3a€EMO3BSI3KH — 3BSI3kKaMH MDK ITUMH By3JamMH. HojoBi cucremwu
JI03BOJISIIOTH  CTBOPIOBATH THYYKI Ta PO3IIMPIOBAHI MPOTpPaMHu, a TaKOXK

CITPOIIYIOTh PO3POOKY, TECTYBaHHS Ta 30€pEKCHHS Bi3yaJIbHUX PillleHb.
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biOniorexku-cyOMoayni MOXyTb OYTH BHKOPHUCTaHI JJsi TOro, I100

36KOHOMHUTHU 0araTo 4yacy Ta Iie OUIbII 3MEHIIUTH HOPIT BXOKEHHS Y MOXKJIMBOCTI

($peiiMBOpPKY.

JUIsl KOKHOTO 3 MEpeNiueHuX y CHUCKY IYHKTIB OyJe BHKOPHCTOBYBATHUCS

CBOS BjacHa 010J1i0TEKA.

[e 3po6uTh po3poOKy OUIBII 3PYUYHOIO Ta THYYKOIO.

" gxdend Assign an object

graphics component

Changing the
appearance of an
object

Linking fo the visual
display of an object

.-\sds_lgn an Dmeclt extend
audio componen extend
Writing & shader
Agsign an object a extend
behavior

extend

Writing a script Creste a scene

Scene selection

Pucynox 2.1 PixiPulse use case oiacpama

User

Assign an objecta
gid body componen

Assign an object a
physice

2.2 I'pa¢iunnii/KopucryBanbkuii Intepgeiic

Play test in the editor
Building the final
project

JIist CTBOpEHHS KOPHUCTYBAIbKOTO iHTepdeiicy Oyae BUKOPHUCTOBYBATHUCH

6i0mioTexa Imgui.

Dear Imgui — 1ie mpocra 6i6:ioTeka rpadigHoro iHTepdeicy KopucTyBaua

st C++. BoHna BUBOAWUTH ONTHMIi30BaHI Oydepr BEpIINH, SIKi MOXHA OyIb-KOJIH

BitoOpasutu y nporpami 3 miarpumMkor 3D-korBeepa. Bona mBuaka, mopTaTuBHa,

HE 3aJIeKUTH Bij] 3acOo0y Bi3yauizallii Ta aBToHOMHA(0€3 30BHIMIHIX 3aJI€KHOCTEH).

[18]
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¥ Hellao, world! year ImGui Demo
Examples Tools

dear imgui says hello! {1,896 WIP) (18957
 Help
Configurakian
Ri117 G130 131 clear colaor Window opkions

Bukkbon counter o Widgeks

Sdpplication average 13,355 ms/frame (74,9 FPS) Layoukt & Scrolling

¥ Another Window * Popups & Modal windows
Table olurmns

Inputs & Focus

Pucynok 2.2 Tunosi npuxknaou Dear ImGui

Bona mnparroe y pexumi OesmocepenHboi B3aeMojii, J€ KOXEH KaJp
MaJIIOEThCSl OKPEMO, a HE Ha OCHOBI PO3MITKM. Yci JaHi 6i6imioreka 306epirae y
BiIacHOMY aiisi. TakuM YUHOM, TIporpamMa 3aram’siTOBY€ BCl 3MiHH, SIK1 BHOCUTH
KOpHUCTYBa4 10 iHTepdeiicy mporpamu.

[rimiamizamis ImGui  BimOyBaeTbcsi y JOAaTKy TMPOCTO BKa3yBaHHSAM
po3ramyBanHs BikHa GUI Ta immmx mapamertpiB. [loTiM B KOXXHOMY Kajapi
KOpPUCTYBau BHKJIMKae pi3Hl ¢yHkii ImGui s  cTBOpeHHsS €JIEeMEHTIB
iHTEepdeicy, TaKuX sIK KHOTIKH, TEKCT, TOJIST BBOJY, TOIIO.

Onniero 3 nmepeBar ImGui € Te, 110 BiH aBTOMAaTHYHO 0O0POOJIsi€ B3aEMO/IIO
KOpUCTyBaua 3 iHTepdeiicoMm, BKIIOYAIOYM HATHUCKAHHS KHOIIOK, IEpPEMIIICHHS
muti Ta inme. KopuctyBauy He moTpiOHO MUCATH KO JUTS IIbOTO BPYYHY, a 1€ B
CBOIO Yepry BIUIMBA€E HA MBUIKOII0 Ta THYYKICTh MPOTPAMH.

[Ticns Toro, sik Oyme moOymoBaHMii Bech iHTEpGENC UIsl TOTOYHOTO Kajpy,
mporpama 3akingye ioro, i ImGui BimoOpaxae cTBOpeHHid iHTEp]Eiic Ha eKpaHi.
SKIo craH mporpaMu 3MIiHIOETBCS, BUKIMKAIOThCS BiamoBiaai GyHkii ImGui mis
OHOBJICHHS 1HTEep(deiiCy.

ImGui € nyxe momymspHHUM Ta OIOJUKETHUM BHOOPOM ISl PO3POOKHU

HEBEJIMKOTO MPOEKTY Y MaJIeHbKi komnaHii abo BiacHopyd. Lls 6161i0Texa yacTo
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BUKOPUCTOBYETBCSI Il CTBOPEHHSI 1HCTPYMEHTIB pPO3POOHUKA, PEAAKTOPIB
pecypciB Ta IHIIUX MpoOTpaM, Jie IHTepdeic KOpUCTyBaua € BaXKJIMBOIO CKJIaJHOIO
YaCTHHOIO.

[To 3aBepmieHHi poOOTH A0JATKy OOOB’S3KOBO HEOOXIAHO BUBIIBHUTHU

pecypceu, 1110 BukopuctoBye ImGui.

2.3 MonyJib Ayaio AJisi BUBOY POCTOPOBOIO 3BYKY

Miniaudio — e 6i0ioTeka JUIsl BIATBOPEHHS Ta 3aXOIUICHHS ayaio JIs
C/C++. Bona ckinamaerbcs 3 OJHOTO BHUXIAHOTO (ailily, He Mae 30BHIIIHIX
3aJIEKHOCTEN Ta 3HAXOAUTHCS Y BIAKpUTOMY AocTymi.[19]

B nepmry uepry BoHa cripsMoBaHa Ha TIPOCTY Ta €(hEKTUBHY pOOOTY 3 ayio.
Bona Hajmae 3pyunuii iHTepdeiic nns BIITBOPEHHS 3BYKIB, 3alHCy 3BYKOBHUX
MOTOKIB Ta 1HIIMX OTEpallii 3 ay/io, Kl JO3BOJISIIOTh 3HAYHO MOKPAITUTH JTOCB1J
KOpHCTYyBaya.

[rimiamizamis miniaudio BimOyBaeTbesl y M0AATKY, 1 3a3BUYAM 1I€ BKIIOYAE
CTBOpEeHHs 00'ekTa miniaudio(ieBaiicy) Ta HaJalITyBaHHS HOTO MapaMeTpiB, TAKUX
gk gopmMar aymio, yactora JUCKpETH3allli, KUIbKICTh KaHaliB, Tomo. Miniaudio
HaJ1a€ MOXJIMBICTh POOHTH II€ TIPOCTO Ta €(PEKTUBHO, HE YCKIIATHIOIOUU KOI.

[ Bke micisi IIbOro KOPHCTYyBad MOXKE B TOBHIM Mipl BHUKOPHUCTOBYBAaTH YCi
MOYKJIMBOCTI 1{i€] O10JII0TEKH.

Miniaudio BKJIIOYa€e SK HHU3BKOPIBHEBI, Tak 1 BHCOKopiBHeBi APIL
HusbkopiBueBuii APl Oyne kopucHUM 1t THX, XTO XO4Ye BHUKOHYBAaTH BCE
MIKIITYBaHHS CaMOCTIHHO 1 MOTpeOye JuIIe JIerkoro iHTepdeicy ais OCHOBHOTO
aynionpuctporo(neBaiicy). APl Bucokoro piBHA miAidfe * IJIs THUX, XTO Ma€

CKJIaJHI BUMOTH JI0 MIKIIYBaHHS Ta €(eKTiB, 1acTh iM OuIbIe MOKIUBOCTEM.[20]
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PixiPulse {
AudioEngine* AudioEngine::s_Instance;

, &m_Engine);

(O
_Engine);

String& path) {

sound(&m_Engine, path.c_str(),

String& path)

i

ma_sound sound:
ma_result result = ma nd_init_from_file(&m_Engine, path.c_str()
if (result !=

, B, ) , &sound):
T
("Failed to load file {}", path);

return ;

1 = sound;

che[path] ;

Pucynox 2.3 Knac AudioEngine, wo suxopucmosye sucoxopisnesuii API

Onniero 3 mepeBar miniaudio € Te, MO BOHA TIpaIlOe 3 PIZHUMHU
aymiopopmaramMu Ta Moke OYTH BHUKOPHCTaHa Ha pi3HUX IUIaTdopmax 06e3
0COOJIMBUX 3yCHJIb 3 OOKY pO3pOOHHKA Ta KOPUCTyBada. TakuM YMHOM, BOHA MOXKE
OyTH TOTY)XHHM IHCTPYMEHTOM i poOOTH 3 ayaio B BallOMy JOJATKY,
HE3aJIe)KHO BiT HOTO crienu(iku Ta MiIeH.

Ha 3aBepmienHss poOOTH Bamoro noaatky, Sk 1 y Bumaaky 3 ImGui,
HEOOXITHO BUBUIBHUTH PECYPCH, IO BHUKOPHUCTOBYE miniaudio, /Ui 3BUIbHCHHS

MaM'sATi Ta IHITUX PECYPCIB CHCTEMH.
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2.4 Monyab Dizuka

Box2D — ue aBoBuMipHa 0i0nioTeka MOJENIOBaHHS (I3UKU AJiA 1rOp.
[IporpamicTd MOXYTh BHUKOPHUCTOBYBaTH HOIrO Yy CBOIiX iIrpax, mo0 3MYyCHTH
00’ €KTU pyXaTHUCS PEAICTUYHO Ta 3pOOUTH IrPOBUIl CBIT OUIBII IHTEPAKTUBHUM.

Bona Hanmae inTepdelic aJigs CTBOPEHHS TBEPAUX TUI, 3ITKHEHb, CHJI

rpasitaiii Ta iHmuX Gi3uIHuX eekTiB Ta ABuml.[21]

O Box2D

Pucynox 2.4 Bioniomexa ¢izuxu Box2D

[Tparroroun 3 box2d, po3poOHUK 3a3BHYAll MMOYMHAE 3 IHIIIATI3AIi CBITY
(ciienun), Ta BKa3zye IapaMeTpHu, Taki sSK TpaBiTarlis Ta MacimrabysaHHs. [licis
IIOTO BiH MOXXE CTBOPIOBATH OO0’ €KTH, SIKi MPEACTaBISIOTh CYTHOCTI Yy Tpi 4H
CUMYJISIIT, 1 BKa3yBaTH iXHI BJIACTHUBOCTI, TakKli SK pO3MipH, Macy, Gi3UYHI
MaTepiaiu TOIIO.

Box2d aBromMaTW4HO BHpINIy€ 3ITKHEHHS MDK TIJIaMH, pO3paxoBye iXHI
peakiii Ha CWJIM, IO MIIOTh HAa HUX, Ta 00poOmse iHmi acmektu (izuku. Lle
HA3MBAEThCs Komiziero. Hampukian, 0i0mioTeka MOXe BUSBISATH 3ITKHEHHS MK
TLTaMH, PO3PaXxOBYBATH iXHI MIBUAKOCTI, KyTOBI IIBUIKOCTI Ta IHIIIE.

Opniero 3 krouoBUX nepeBar box2d € ##oro eheKTUBHICTh Ta CTAOLTHHICTS.
Bin ontumizoBaHui 711 pOOOTH 3 BEIMKOIO KIIBKICTIO TBEPJUX TiJ y PeaJbHOMY
9aci, 10 J03BOJISIE CTBOPIOBATH CKJIAJIHI (PI3UYHI CUMYIISIIT 3 BUCOKOIO KUTBKICTIO

€JIEMEHTIB.
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Kpim Toro, box2d mMae sikicHy JOKyMEHTAI1}0 Ta IHUPOKUK HAOIp NPUKIIAIIB,

110 COPOIILY€E BUBYEHHSI Ta BUKOPUCTAHHS 010J110TEKH.

2.5 CkpuntyBaHHs Ta irposa Jorika

VY ¢peitmBopky Oyne BUKOpUCTOBYBaTHCS apxitekTypa Entity-Component-
System (ECS). I ocHoBHe ckpuntyBaHHsI Oyje peanaizoBaHO 3a JOMOMOTOI0 MOBH
nporpamyBaHHs Lua.

ECS — ne miaxia A0 cTpyKTypyBaHHs KOAy, 1€ 00'ekTH B rpi abo mporpami
HpeCTaBIIeHI K CyTHOCTI (entities), siki MarOTh HAOIp KOMITOHEHTIB (COMponents),
10 OMUCYIOTh iXH1 BIACTMBOCTI Ta MOBEAIHKY. BiH MOBHICTIO BUIPABIOBYE CBOE
M’

CkpuntyBanHs B koHTekcTi ECS no3Bossie po3aumuTu JOriky rpu abo
nporpamMH Ha JIBi YaCTHMHU: OCHOBHY JIOTiKY, HAallMCaHy Ha MOBI IpOTpaMyBaHHS
C++, Ta 501Ky, 1110 MOXe OyTH 3MiHEeHa abo po3IIupeHa, Harucany Ha MoBi Lua.

OnuH 13 crioco6iB peanizallii CKpUNITYBaHHS Y (pEeHMBOPKY IOJISTAE B TOMY,

10 KOXHA CYTHICTh Ta il KOMIIOHEHTH MOXKYTh MaTH acolliiioBadi ckpuntu Lua.

Player 1 Tree Character

A

bool doLeft
bool doRight
bool doJump

Position

Sprite Velocity

Float x. v

Image* images(] Image® images(]

Pucynox 2.5 Ilpocmuii npuxiao ECS

Ili ckpunTH BU3HAYAIOTH JIOTIKY, TMOB'A3aHy 3 IMMH CYTHOCTSIMH abo
KOMITIOHeHTamMu. Hampukman, cyTHICTh '"mepcoHaxk" MOXKe MaTdh CKPUIT, IO

BHU3HAYA€ HOTO MOJIOKEHHS Y MPOCTOP1 Ta IITYYHUU 1HTEIICKT.
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IlepeBaroro Bukopuctanus Lua € iforo npocrora B iHTerpaii 3 C++ koaom,
HOro JErkicTb Ta THYYKICTb. MOXHa BUKOPUCTOBYBaTH HOro AJid BU3HAYEHHS
CKJIAJHOI JIOTIKM TpH, HANPUKIAJL IITYYHOTO IHTEJIEKTY CYTHOCTEH, CUCTEMU
MOBEAIHKU MEePCOHaX1B, 00poOKH moaiil. Bei 11 00’ ekt MOXKYTh OyTH ONMKCaH1 Ha
Lua, npu nipomy 30epiratouu npu oMy OCHOBHMM kox y C++.

Kpim Toro, Bukopuctanus Lua 103Bojsi€ TMHAMIYHO 3MIHIOBATH JOTIKY TpU
MiJ 4YaC BHUKOHAHHA 1i TpoOrpaMu, IO TOJICTIIYE TECTYBaHHS Ta PO3POOKY.
Hanpuknaa, MokHa 3MIHIOBaTH MapamMeTpu piBHA ab0 BIUIMBAaTH Ha MOBEAIHKY
CYyTHOCTEH 06€3 NepeKOMMUISIi OCHOBHOTO KOJY.

HonmoBa cucrema 1€ [0BOJNI CHIIBHE JIOMOBHEHHS OCHOBHOI JIOTIKH
nporpamu. Lleit miaxin 103BOJIsIE PO3POOHUKY CTBOPIOBATHU JIOTIKY Ta B3a€EMOJIIIO
o0'ekTiB y Tpi abo mporpami HUIIXOM 3'€lHaHHA TpadiyHUX BY3JIB, SKi

NPEeJICTABISAIOTh PI3HI /i1 Ta YMOBH.

Event: Start Print String
String
Event: On Hit Play Sound
Make String
Sti

ng the Game!

Event: Step Move Character

delta i

Pucynox 2.6 3o06pascenns nooosoi cucmemu y PixiPulse

I'padpiune ckpunTyBaHHS MOXKE BHKOPHCTOBYBATHUCS JUISI BH3HAYCHHS
MTOBEIIHKK CYTHOCTEH Ta iX KOMIIOHEHTIB: KOKEH BY30J1 MPEJCTABIIIE OKPEMY JTiIO
a0bo yMOBy, sika MOXe OyTH BUKOHaHa a0o mepeBipeHa. Bysmu 3'e1HYIOTBCS MiX

co0010, yTBOpIOOYH rpad, KUl BU3HAYAE MMOPSAOK Ta YMOBH JIOTIKH.
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Hampuknan, By3on "Pyx Bmepea" wmoxe OyTu 3'eHaHUN 3 BY3JIOM
"[TepeBipka KOmI31H", 1 AKIIO KOJIi3i1 HE BUSBIEHA, CYTHICTh Oyjae pyxaTucs
Brepen. B iHmIOMY BuUMNaaKy, SIKIIO KOJi3ls BHUSBIEHA, TO CYTHICTh INOBHWHHA
3ynuHUTUCA. AOO Moke OyTM BUKOHaHa ajbTEepHATHBHA Mis, Taka SK 3MiHA
HaIpsIMKY pyxy a00 B3a€MOJIs 3 IHIIUMU CYTHOCTSIMH.

I'padiune ckpunTyBaHHS HaJa€ IHTYITUBHO 3pO3yMUINH CIOCIO BU3HAYCHHS
JOTIKM TPU YU MPOrpaMH, OCOOJMBO ISl TUX, XTO HE Ma€ TIMOOKMX 3HAHb
IporpaMmyBaHHs. 3aBISKU IbOMY (PpEeMBOPKOM MOXYTh KOPUCTYBATUCS HABITH Ti,
KTO HISIK HE MOB’ I3aHUM 3 IPOrpaMyBaHHSIM.

Kpim TOro, rpadiune CkpunTyBaHHS MOMITHO MOJIETHIYE Bi3yaii3allilo Ta
peaaryBaHHs JIOTIKH, a TAKOXK CIPHsIE MIBUKII po3po0O1li Ta TECTYBAHHIO.

OpHiero 3 OCHOBHUX MepeBar rpadiqyHOro CKPUNTYBAHHS € HOTO MOXIIMBICTh
iHTerparii 3 I1HIIMMHU AacCleKTaMHU CHUCTEMH, TaKUMU SK CHCTeMa Bi3yaurizalii
rpadiunoro iHTepdeiicy, cucreMa Gi3UKM UM cucteMa ympasiiHHA. Lle go3Bosse
CTBOPIOBATH MTOBHOI[IHHI Ta BUCOKOE(EKTHBHI Irpu Ta MPOTPaMH 3 BUKOPUCTAHHIM

BI3yaJIbHUX IHCTPYMEHTIB Ta MiHIMaJIbHOT'O 00CSTY NMPOTpaMyBaHHSI.

2.6 OnTumizauis Ta pegakTop

VY Mipy 3pocTaHHs MPOEKTY BIAKpUiIOca O0arato npobieM 3 epeKTUBHICTIO Ta
NIOKa3HUKOM CIIOKMBaHHSA pecypciB. [l 3riapkyBaHHS IUX TPOOJIEMHUX
MOMEHTIB OYJ10 peai3oBaHO AeKiTbKa MOAUDIKAIIIM.

Opniero 3 ux MoaudiKaliil cTajga IMIUIEMEHTAIlisl TaK 3BAHOTO PEHICPUHTY
nagkamu  (batch-rendering). Moro npuHIMI HampsMy BHIDIMBAE i3 IPOOIEMH
BEIIMKOi KUTBKOCTI BUKIHWKIB MEBHUX (YHKIIHA, IO TOCUTh CHUJIBHO BIUTMBAaE Ha
e(eKTHBHICTH MTPOTPAMH.

ITix wac Bizyamnizarii pi3HUX 00’ €KTIB JaHUX HAWKpalle OpraHi30BYyBaTH JIaH1
B TPyNH, 00 MiHIMI3YBaTH KUIBKICTh BUKJIMKIB BiJl IEHTPAIBHOTO MPOIIECOpa 0
rpadiunoro mporecopa. 30ipka, sika MICTUTH JaHi, sIKi MOTPIOHO BiAOOpa3WTH,

HasuBaeThes naukoro (batch).[22]
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OcHoBHa i€es B TOMY, IO JUIsl PI3HUX OO’€KTIB CTBOPIOIOTHCA HE PI3HI
Oydepu, a oquH abo AekUIbKa cnulbHUX. HacmpaBni, 1€ TakoXX HakjIajgae MEBHI
0OMEKEHHS, ajie 1y>K€ CHJIbHO MOJIIMIITY€E MPOAYKTUBHICTh IPOrPaAMHU.

e oaniero ineero s onTUMIzalii GpedMBOPKY MOXKYTh CTaTh TEKCTYpHI
aTyiacu. BoHU BUKOPUCTOBYIOTBCA JIJISl TOTO, 11100 HE HAKJIA/IaTHU HA KOXKHUN 00’ €KT
OKpeMI1 TeKCTYpH, a MaTH OAMH CIUIbHUA TEKCTYpPHUH aTiac, IKUi CKIIAJAa€ThCs 3
BEJIUKOT KUIBKOCTI TeKCTyp. JlJIsi KOXHOTO 00’€KTa IHIMIANI3YIOThCS TIEBHI
KOOPJIMHATH, SIKI HANpsMY BKa3ylOTh Ha MEBHUI ()parMeHT TEKCTYPHOIro aTiacy, y

AKOMY 1 ICHY€ TeKCTypa 00’ €KTa.

r
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Pucynok 2.7 Ilpuxnao mexcmyproco amaaca

HB15b001_3jpeg HB15b001_4,jpeg

(b)

2.7 TectyBanHs
[IpoexT morpebye wmacmrabHOTO TecTyBaHHS. KokHa oOkpemMa cucrema
moTpedye MEeBHUX IMEPEBIPOK, SIKI MIATBEPIAATH IO MOIYJb MPAIIOE caMe Tak, SK

OyJ10 3aTyMaHo.
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BUCHOBOK

VY kBaniikanidHii poOOTI TOCTIIKEHO NOHATTS (PpelMBOPKY Ta MPUKIATU
foro peamizauii st pi3HUX TUIaTGopM Ta HanpsMKiB. [I0BHICTIO ONMUCAHO MPOIIeC
pennepy rpadiku, KOHBEEp KOMI'IOTEpHOI rpadiku, pi3SHOMAaHITHI KOMIIOHEHTH Ta
€JIeMEeHTH rpapiuHOro peHaepy ta MoxiuBocTi rpadiunoro API OpenGL.

Y xoxi pobotn Oyyo po3poOieHO MPOCTUH (GPEHMBOPK ISl CTBOPCHHS
eneMeHTapHuX 2D-mporpam, 3aBASKU SKOMY MOXHa PO3pOOJSITH Pi3HOMaHITHI
Irpy, 1HCTPYMEHTH Ta MPOrpaMH, B MOMEHTI MOBHICTIO aOCTparyBaBIIUChH BiJ
poTrpamMyBaHHA. 3aBISKU IbOMY, HaBiTh JIFOJIH, SIKi HE 3HAIOTHh MPOTPaMyBaHHS Ha
JIOCTaTHLOMY PiBHI 3MOXKYTh peajli3yBaTH CBOI MEBHI i7iei Ta TyMKH.

[IpakTuyHe 3HAYeHHS pe3ynbTaTiB € BaroMuMm. DOpeiiMBOpK BIANOBIAAE
CBOIM yMOBaM Ta MOXK€ OyTH BUKOPHUCTAHHMM JJIi PO3POOKHU 1rop 1 mporpam.
MoxnuBocTI (PpeMBOPKY MaKCUMaJbHO HAOJMIKEH1 10 3a3HAUYCHHUX IMPHUKIAIIB,
30kpeMa Scratch.

[TimcymoByroUH BHIIEBKa3aHE, MOYKHA 3pOOMTH BHCHOBOK, IO (peiMBOpPK
Mae€ MOTEHITIAJ JJIs PO3BUTKY. B HbOMY MOke OyTH pealizoBaHO I 6araro ijei ta
MeXaHiK. 3 COIlaJIbHOI K€ TOYKH 30pYy, BIH Ma€ MOXIMBICTh BIUTMBY Ha PI3HI
ayIuTOpil Yepe3 CTBOPEHHS 1HKIIO3UBHOTO Ta 0araTOrpaHHOTO IHCTPYMEHTApIIO

PO3pOOKHU.
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