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PE®EPAT

BUKOPHUCTAHHSI CYYaCHHUX TEXHOJOTIM JJisi HamMCaHHA IrPOBOTO pyLIis s
PO3pPOOKHU KOMIT IOTEPHUX 1TOP.

KBanidikamiiina 6akanaBpcbka poOoTa Ha 3100y TTS OCBITHROTO CTYTIEHs OaKajiaBp
3a crietianbHicTiO 121 «Imxenepis IIporpamuoro 3abesneuenHs». — HarloHanbHUM
YHIBEPCHUTET BOJHOTO rOCIOJApPCTBA Ta MPUPOTOKOPUCTYyBaHHs. — PiBHe, 2023.

BakanaBpcbka podoTa: n CTOPIHOK, N PUCYHKA, N TabJIHIb Ta N JITEPATYpPHUX
THKepert.

Meto1o po60oTH € HanMCaHHA ITPOBOTO PYIIis 71 PO3POOKH KOMIT IOTEPHUX ITOP
3 BUKOPUCTAHHIM Cy4acCHHX TEXHOJIOTIH.

B po060Ti po3rasiHyTO OCHOBHI METOAU Ta IHCTPYMEHTH PO3POOKH PYIIis Ta iXH1
cnerudikarii. HaBeneni marematuuni GopMyiiu npyu 0OUUCICHHS HEOOX1THUX JIaHUX,
TaKuX, HalpUKIaA, sSKI HEOOXiJHI MpH BIAMAaIbOBIN 00’e€kTa Ha cieHi. HaemeHi
npukiagy pizHux iHTepdeiiciB musa 3D 1 2D rpadiku Ta ix mopiBHAHHS.

KuarwuoBgi cioBa: OpenGL; GLEW; GLFW; Cmake; GLSL; oBuep; API, Gydep,

BEPTEKC, IECUIED.



INEPEJIIK YMOBHMUX IIO3HAYEHD

OpenGL — Open Graphics Library
GLEW - The OpenGL Extension Wrangler Library
GLFW - Graphics Library Framework
GLSL - OpenGL Shading Language

API — Application Programming Interface
VS - vertex shader

FS - fragment (pixel) shader

VAO - Vertex Arrays Object

VBO - Vertex Buffer Object

IBO - Index Buffer Object

GPU - rpadiunuii nporecop

CPU - nenTpanbHANA OpOLECOP



BCTVYII

Irpu € HEBIA'€MHOIO YaCTHHOIO JAO3BLIA cydacHuX JroAed. COTHI MUIbHOHIB
Jqr0JIled OJTHOYAcCHO TparoTh B Irpu Ha pi3HUX Mmiarpopmax: Oyap-To TenedoHw,
KOMIT' FOTepr 4u KoHcomi. Ile Benwdesna Ta OGaraTto MUTbsipAHA 1HIYCTpis, fKa 3
KOKHHM POKOM POCTE Ta PO3BHBAETHCA.

OcHoBHOI0O MIaTGOPMOIO ISl ITOP € MEePCOHANIbHI KOMIT I0TEpPH, TaK s Oarato
JIO/ICN MaloTh 1X y BJIACHOCTI HE TUIHKH JIJIsI PO3Bar, a y BUIbHUHN B poOOTH/HaBYaAHHS
Yyac MpOBOAATH Yac B I[bOMY BHJI J03BULIA. PO3BUTOK KOMIT'IOTEPHHMX TEXHOJIOTIH
Ty’Ke IIKaBUi Ta OOIIMPHUH 1 OJTHUM 13 YHHHHKIB IIPOTPECY € caMe KOMIT IOTEPHI irpH,
Kl 3MYIIYIOTh BUPOOHHUKIB 30UIbIIYBAaTH MPOAYKTHBHICTH KOMIUIEKTYIOUHMX, THUM
caMuM 30OUIBIIYIOYM MOKJIMBICTh PO3BUTKY HACTYNMHHUX TOKOJIHb 1rop JJIst
PO3pPOOHUKIB.

CydacHi irpu Bpa)kaloTh CBOEIO TilEp PeaTiCTUYHOIO Tpadikoio, MIBUAKICTIO
BIZI'YKY, 3BYKOBUMH e(eKTaMu, Bpaxardoro ¢i3ukoro 1 Tomy nojaioHoro. Kuibkictb
JOJIEH, SIKI TIPAIIOI0Th HAJl TPOIO MOXKYTh JIOCSTaTH AEKITBKOX TUCSY 0CI0 1 MOTPIOHUMN
THCTPYMEHT, SIKUW JIOMIOMOYE ONTUMI3yBaTH BCIO pOoOOTH Ta YHI(PIKYBaTH MPOLIECU Ta
METOIM  PO3pOOKH [IJIsi KOXHOIO, IO JacTh 3MOTYy JIETKO MIATPUMYBAaTH Ta
MaciTadyBaTH NPOEKT. TakuM IHCTPYMEHTOM € ITPOBHIA Py, sIKUii 00’ €AHy€ 637114
IHCTPYMEHTIB Ta JI03BOJISI€ MIBUAKO PO3POOJISITH IrpH, Maloyd B €00l CTaHIApTHI
MO>KJIMBOCTI, 5IKi MOKHA PO3IIUPIOBATH.

bazoro koxuoro pymiisi € rpadiune API, a came meBHuil iHTepdeiic, saKui
HE3JIE’KHO BiJ MOBHU MpOrpaMyBaHHs, OyJe 3BepTaTUCh /10 aapaTHOI CKJIaJ0BOi JJIs
peHiepy MPOCTUX NPUMITHUBIB, SKI B CBOIO Yepry MOXKYTh CKJIagaTu CKIaAHl (irypu
yu mozeini. Koxxne rpadiune API mae cBoi mepeBaru Ta HemOJIKM, TOMY IpU BUOODI
NOTPIOHO JAETaTbHO BpaXyBaTH KOXKHY JI€Talb.

[1s1 6akamaBpcbka poOOTa Ma€e Ha METI1 3arTTMOUTHCH Y chepy pO3pPOOKH IrpOBUX
pyLIiiB, 30CEpEeIUBIINCh HA BUKOPUCTaHHI MOkJuBocted rpadiunoro API OpenGL
JUTSL PEHJIEPUHTY B pealbHOMY Yacl Ta IHTEpaKTUBHOTO 1rpoBOro mpoiecy. bepyuuch
3a 1ed MPOEKT, MU TPAarHeMO OTpPUMATH BceOIUHE PO3yMiHHSA (DyHIAMEHTATbHUX

KOHIICTILIA 1 METOJIIB, MOB'A3aHUX 3 MOOYJOBOIO ITPOBOTO PYIIisl, 1 JOCIIINUTH, SK
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OpenGL, mupoko BuKOpucTOBYBaHa rpadiyHa 010J10TeKa 3 BIIKPUTHM BUXITHUM
KOJIOM, MOK€ CITyTyBaTH HAJIMHOIO OCHOBOIO JUISl HOTO. A TaK0X MOCIIIUTH BIUIUB
Ha TPOIYKTUBHICTh Ta ONTHMI3allilo, TMOB'SI3aHI 3 BUKOPUCTAHHAM PI3HUX METO/IB
po3po6ku Ha 6a3i rpadiunoro API OpenGL. [IpoBoasiuu perenbHe TeCTyBaHHS Ta
aHai3, OyJie mpeACTaBleHe JOCIIIKEHHS PI3HUX TEXHIK PEHJIEPUHTY, IPOTPaMyBaHHS
miekepiB Ta METOAU BiAOOpaKEHHS TEKCTYp JJIi JOCATHEHHS ONTHUMAJIbHOTO PIBHS
IPOTyKTUBHOCTI.

[IpoexkT Mae 3a MiIb JOCHIIUTH BHUKJIMKH Ta MIPKyBaHHS, TNOB's3aHl 3i
CTBOPEHHSIM KpOC-IUIaTPOPMHOTO IrpOBOTO pyIiis. YHiBepcaabHICTh TpadiuHoro API
OpenGL no3Bosisie po3po0IIsITH irpH, SIKi MOXKYTb 0€3 Ipo0IeM NpalioBaTi Ha Pi3HUX
omepariiHux cucremax, BikIovaroun Windows, macOS Ta Linux. A Takox B
pe3ysbTari JaHa podoTa 3p00UTh BHECOK B ICHYIOUHI 00CST 3HaHBb B 00J1aCTI pO3POOKH
IrpoBuX pymriiB. JIOKyMEHTYIOUM TPOEKTHI PIMICHHS, JETalll peai3allii Ta OIHKH
OPOIYyKTUBHOCTI, 111 poOOTa Mae Ha METI HaJaTH I[IHHUN pecypc ais ManOyTHIX
PO3pOOHUKIB, 3allIKaBIEHUX Yy BUBYEHHI PO3POOKHM IrpOBHX PYIILIiB 32 JOMOMOTOIO

OpenGL.
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PO3A1JI 1
INOCTAHOBKA 3AJJAYI JOCJIAXKEHb
[Tepr 3a Bce MOTPIOHO YITKO BU3HAYUTH IIUJI1 Ta OKPECIUTH MEX1 BPaxOBYIOUHU
3alUTH Ta MOTPeOU, KPIM TOTO MPOaHATI3yBaTH Ta OI[IHUTH MOMJIMBOCTI aHAJIOTTYHUX
pyIiiB, K1 MpeAcTaBiIeHl Ha pUHKY. KpiM Toro, moTpiOHO 0oOpaTv IHCTPYMEHTH Ta

METOJIH PO3POOKH - BCe 1e Oy e OMMCAHO B JAHOMY PO3ILII.

1.1 3agaua po3poOKH irpoBOro pyuis

Metoto naHoi IUIIOMHOT poOOTH € po3poOKa IrpoOBOTO pyIllis Ha OCHOBI
BIIKpUTOTO TpadiuHOrO 1HTEpPEiicy, a TAKOK JOCHIAUTH Ta MOPIBHATH HASIBHI PYIIii.

OG’€eKTOM JOCHIJDKEHHS € IHCTPYMEHTH Ta KOMII FOTEPHI TEXHOJOTIl IS
pO3pOOKHU pyIIIis.

[IpenmeToM MOCHIKEHHS € METOAU PO3POOKH OCHOBHHX CHUCTEM IMPOBOTO
py1is.

Jlst BUpilIeHHs! TIOCTABIICHOT 3a7a4i - chopMOBaHi HACTYIIHI 3aBJIaHHS:

e [IpoananizyBatu icHyioui TrpadiuHi iHTEepdencH, IHCTpYMEHTH Ta

TEXHOJIOTI1, IKI BAKOPUCTOBYIOTHCSI B CYyYaCHUX PYIIisIX.

e  (OOparu OCHOBHI CUCTEMH, HEOOX1IHI JJI1 IPOTPAMHOTO MPOTYKTY

e  CTBOPUTH CTPYKTYpPY MPOrpaMMu.

e  Po3poburtu pyuiii 1isi CHPOLIEHHS pO3pOOKH 1rop.

[ToTeHIHHUM KOPUCTYBaueM JAHOTO IMPOBOIO PYLIis MOXKYTh OyTH MaJlIeHbKI
1HI1 CTY/Iii YU KOMaH[IHU, Y SIKMX HEMa€ BEJIUKUX OIOJKETIB Ta BUMOTH J0 I'pu HabaraTo
MeHIIl HiX B AAA irop.

IrpoBuit pymiit po3pobieHuit 3a JOMOMOTro0 MOBH IporpamyBanHs C++, Ha

ocHoB1 2017 craHmapTy B iIHTErpoBaHOMY cepeaoBuili po3pooku Visual Studio 2019.
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1.2 XapakrepucTuka ta pyHKIii irpoBOro pyuis
1.2.1 I'pa¢iunmii KOHBEEP Ta OCHOBA KOMII'IOTePHOI rpadiku

['padiunmii KOHBEEp — 1€ HU3KA €TaIliB 1 MPOLECIB, SIKi BUKOHYE CUCTEMa
komm'rorepHoi  rpadiku  (rpadiune API) ans  nmepeTrBOpeHHs — aOCTpaKTHHUX
TCOMETPUYHUX 1 Bi3yalbHHMX JaHMX Yy KIHIIEBE 300paKEHHs, IO peHAEpUThCS. BiH
ABJIsiE COOOI0 MOTIK JIaHUX 1 Oomepaliil, moB'si3aHuX 3 neperBopeHHsM 3D-monenei,
TEKCTYp Ta IHIMX TpadidyHUX JNaHuX y mikceni Ha ekpaHi. KokHe 300paskeHHS
CKJIQ/IA€ThCA 3 €IEMEHTIB, a caMe rpapiuHUX NMPUMITHBIB.

VY komm'totepHiil rpadini mpumiTuB - 1e 0a3oBa reomerpuuyHa (opma abo
€IEMEHT, SIKUI BHUKOPHCTOBYETHCS K OyAIBeIbHUM OJOK s MoOyIOBH OLIbII
ckinagHux o00'exTiB abo creH. [lpumituBu - 1e dyHIaMeHTanbHi 00'€KTH, SKi
(GbOpPMYIOTh OCHOBY KOMITIOTEPHHUX 300paKeHb.

IcHye xinpka THUIIB TPUMITHBIB, SKi 3a3BUYail BUKOPHUCTOBYIOTHCA B
KOMI'IOTEpHIN rpadii, 30KkpemMa:

e Touku - HaWmpoCTIIMA  NPUMITUB, TPEICTABICHUNA  OJHIEIO
KOOPJMHATOI y MpocTopl. TOYKM 4YacTO BUKOPHUCTOBYIOTHCSA MJi INPEACTABIECHHS
YaCTUHOK, JIXKEPEI CBITJIa a00 sk Oy iBeNbHI OJIOKH NI OUTBII CKJIAAHUX 00'€KTIB.

e  JliHii - yTBOpEHI MOEAHAHHAM JBOX TOYOK. JIiHII MOXYTh OyTH IPSIMUMHU
a00 KpUBUMHU 1 BUKOPUCTOBYIOTHCSA I CTBOPEHHS KapKaCHUX MOJIeNIeH, KOHTYpiB a0o
MITPUXIB.

e  baraToxkyTHUKHU - CKIIaJal0ThCs 13 3aMKHEHO1 (PIrypu 3 NpSIMUMHU KPasiMH,
yTBOPEHOT1 3'€THAHHSM JIEKUIPKOX BEPUIMH. TPUKYTHUKA Ta UYOTUPUKYTHUKH €
HAUMOTIMPEHIIUMH TOJITOHATBHUMH npuMiTuBamu. (Pucynox 1.1)

e KpuBi - BU3HA4YalOTh IUIaBHI, Oe3nepepBHI KOHTYypHu. KpuBi 3a3Buyaii
BUKOPHUCTOBYIOTHCS JJIsl CTBOPEHHS IJIaBHUX JIIHIM a00 KOHTYpiBl. o momynsipHUX

THUIIIB KPUBUX HaJIeKaTh KpUB1 be3be Ta criiaifHOB1 KpHBI.
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Puc. 1.1. OnuH 13 IPpUMITHBIB - TPUKYTHHUK (TIOJIITOH)

eiinepu - 1€ HEBENUKI NPOTpaMM, IO BHUKOHYIOTbCS Ha TIpadiyHOMY
npuckoproBaui (GPU). L{i nporpaMu BUKOHYIOTHCS JIJIs1 KOKHOT KOHKPETHOT JAUISTHKU
rpadiuHOro KOHBeepa. SIKIO OmuCyBaTU WIEHAEpU HAWMPOCTIIIUM CIIOCOOOM, TO
meiiepu - e He Oulbllle HDK MPOTpamu, IO NEePEeTBOPIOIOTh BXOJAM y BUXOJIU.
[etinepu 3a3Buyait 130J1b0BaHI OJWH BijJ OJTHOTO, 1 HE MAIOTh MEXaHI3MIB KOMYHIKaIlii

MK c00010, KpiM 3rajlaHuX BHIIE BXOM1B 1 BuxodiB. (PucyHnox 1.2)

[eomeTpuyHUN

Bepwurnuii wengep @opmysaHHAa popmu et

BeplwuHHI
AaHi

pParmMeHTHUA
wengep

Pacrepuzauin

Tectn i 3miwyBaHHA

Puc. 1.2. I'padiunuii koHBeep 1IeiaepiB
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[Iponiec moOyn0BM NPUMITHBY BHUMArae JIMIIE BH3HAYEHHS pPO3TAlllyBaHHS
TOYOK IIbOTO CaMOT0 MPUMITHUBY Ta BIAMOBIAHO HAMHUCAHUX MIEHAEPIB, B 3aJI€KHOCTI
BiJl TOTO, III0 CaM€ MU TOBHHHI 3pOOHTH 3 UM MPUMITHBOM: yHIKaJIbHI €eKTH I
NPUKIIATy, KOJUM XO0YEeMO BidyallizyBaTu €(eKT XBWUJIb, TO MOTPIOHO 0OpaxoByBaTH

MOJIITOHANIBHY CITKY (CITKY, IO CKJIaa€ThCs 3 TPUKYTHUX MPUMITUBIB).

1.2.1 I'pa¢iune API

I'padpiuni API (intepdeiicn mnpukiagHOro NpOrpaMmyBaHHs) - 1€ BaXKJIUBI
nporpaMHi iHTepdercu, sKi J03BOJISIOTH PO3POOHHMKAM B3a€EMOIISTH 3 rpadiyHUM
00JIaIHAHHSAM KOMIT'IOTEPHOI CUCTEMU Ta BUKOPUCTOBYBaTH Horo. BoHu HagaroTh
CTaHIapTU30BaHUM HaOlp QyHKIHM, MPOTOKOJIB Ta IHCTPYMEHTIB, SIKI a0CTparyoThCs
BiJI CKJIaJHOIIIB 0a30BOT0 TpadiuHOTO OO0JaTHAHHSA 1 JO3BOJISIOTH CTBOPIOBATH Ta
MaHIIyJIIOBATU Tpadikoro y J0JaTKax.

I'padiuni APl ciayryroTh MOCTOM MDK MPOTpaMHHUM JOJATKOM 1 rpadiyHUM
o0JIaIHaHHSAM, HAJlal0Ud PO3POOHHMKAM MOXKIIMBICTh CHUIKYBaTUCS 3 TpadiuHUM
npotiecopoM (GPU) 1 BukopucToByBaT HOTO MOTYXHICTh JUIsl peHaepunry 2D 1 3D
rpadiku, 3acTOCyBaHHS IIeiaepiB, OOPOOKM TEKCTyp 1 MarepialiB Ta BUKOHAHHS
THIIMX OTepalliid, MOB'A3aHUX 3 rPadiKO0.

Icaye xinpka momynsapaux rtpadiuamx API, 3o0kpema OpenGL, DirectX,
Vulkan. Koxxen API mae cBoi 0cOOJMBOCTI, MOMKIMBOCTI Ta CYMICHICTh 3 PI3HUMU

mwiatgopMaMu Ta 00IaTHAHHSM.

OpenGL — me mmpoko BHKOpucTOBYBaHMil rpadiunuii APl 3 Bimkpurum
BUXITHUM KOJOM, SIKMM HaJa€ HU3bKOPIBHEBUH, Kpoc-TutarGopMHUil iHTepdenc s
pennepunry 2D 1 3D rpadiku (sioro API moxHa orisHyTtu Ha pucyHky 1.3). Bin
NPOTIOHY€ MHUPOKUIA CIIEKTP MOMIIMBOCTEN Ta MIMPOKY anapatHy cyMicHicTb. OpenGL
7103BOJIsSIE €(DEKTUBHO BUKOPHUCTOBYBATH pecypcu rpadigyHOTO mpolecopa, o poOuTh
Horo mpuaTHUM ISl JOJATKIB PEHJACPUHTY B pealbHOMYy dYaci. OnHak Horo
HU3LKOPIBHEBA NPHPOJa BUMArae€ py4yHoro KepyBaHHs TpadidHIM KOHBEEPOM i MOXKE

MAaTH KpyTy KPUBY HaBUaHHS.



14

Puc 1.3. Jloro rpagiunoro API OpenGL

DirectX — po3po6ienuit kommnaniero Microsoft, DirectX - mie rpadiunnii API,
10 BUKOPUCTOBYEThCS TMepeBakHO Ha twiatrdopmax Windows (moro API moxna
OTJISTHYTH Ha pUCYHKY 1.4). Bin Hajae noBHUi HaO1p IHCTPYMEHTIB Ta 010J110TEK IS
po3poOku irop, Bkitouatouu Direct3D st 3D-penaepunry, Direct2D aist 2D-rpadiku
ta DirectCompute 115 o6uuciens Ha 6a3i rpadigHoro npouecopa. DirectX npornonye
BUCOKY MPOJYKTUBHICTD 1 TICHY 1HTerpaito 3 cuicreMamu Windows, ane ilomy Opakye

KpocC-11aThOpPMHOI MATPUMKH, IO MOXKE 0OMEXyBaTH MOPTATUBHICTH 1rop.

Microsoft®

DirectX

Puc. 1.4. Jloro rpadiunoro API DirectX

Vulkan — nie cyuacHuii kpoc-miatdopmuuii rpadiauamnii API, po3pobnenuit s

3a0e3MevYeHHs BHUCOKONPOIYKTUBHOTO JOCTYIy JO MOXJIUBOCTEH TpadidHOro



15
npoiiecopa. BiH mponoHy€e HU3bKOPIBHEBUIM KOHTPOJIb HaJA IpadiuHuM 001aJHAHHSM,
10 J103BOJISIE PO3POOHUKAM ONTUMI3yBaTH KOHBEEPHU PEHACPUHTY JJIsI MAKCUMAIbHOT
edpexruBHOCTI (10r0 API MOXHa ornsiHyTH Ha pucyHKy 1.5). Vulkan Binomuii 3aBnsxu
3HIDKEHOMY HABAaHTAXEHHIO Ha MPOIIECOP 1 MATPUMIII 0araTormoToKOBOCTI, IO POOUTH
HOTO IPUIATHUM ISl KPUTUYHO BKIIMBUX JI0 MPOAYKTUBHOCTI J0AaTKiB. OHAK HOTO
CKJIaJIHICTh 1 KpUBa HaBYaHHS MOXYTb OyTH CKJIQAHUMHU JJIs MOYATKIBIIB 1 MOXKYTh

BUMaraTu OUIBII MNPOCYHYTHUX 3HAHb IPOTPaMyBaHHSI.

Kan.

Puc. 1.5. Jloro rpadiunoro API Vulkan

Jlst Toro o6 o6patu rpadgiuae API moTpiOHO 3BaXXUTH BCIO TUTFOCH Ta MIHYCH
KOXXHOTO 3 HUX 1 MEpeaycCiM CKJIACTH CIHMCOK HEOOXITHOCTEH, SKi IMOCTAIOTh Mepe

CTBOPEHHSI TPH 1 SIKI MaIOTh OYTH 11 MO>KJIMBOCTI.

1.3 IcHyroui pilieHHs pyuIiiB

CboroHi Ha pUHKY MPEACTaBIeHA BEIUKA KUTBKICTh PYIILIiB JJIs1 pO3pOOKH irop
1 KOXKEH 3 HUX Ma€ CBOi 0COOJMBOCTI, (PYHKIIIOHAN 1 BHYTPIIIHI IHCTPYMEHTH.

Unity - oIWH 3 HaWMOMYJISIPHIMIHMX 1 HAWUMOMIMPEHIINX IrPOBHX PYIIIiB,
JTOCTYIHUX ChOTOJAHI. BiH Hajmae mMOBHMM HaOIp I1HCTpYMEHTIB Ta (YHKIINA i
PO3pOOKHU Irop Ha PI3HUX IIaTGopmax, BKIOUAIOYM HACTLIbHI, MOOUIbHI Ta KOHCOTI.
Unity miaTpuMye IIUPOKUHN CIIEKTP MOB MPOTpaMy BaHHs, MPOMOHY€ BETUKUI Mara3uH
pecypciB Ta Ma€ MOTYKHY CHUIBHOTY JUIs MIATPUMKHU Ta pecypciB. Ognak Unity moxe

OyTH pecypCOEMHHM 1 Ma€ KPyTy KPUBY HaBUAHHS JIJIsl MOYATKIBIB.
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unity

Puc. 1.6. Jlorotun Unity

Unreal Engine - po3pobnenuii Epic Games, Unreal Engine Bimomuii cBO€IO
NPUrOJIOMIIUTUBOIO Ipaikoro Ta Bi3yalbHOIO TOYHICTIO. BiH MpomoHye moTyXHUH
HaO1p IHCTPYMEHTIB, THYUYKY CUCTEMY Bi3yaJbHUX CKPHUMTIB 1 BEJIMKY JOKYMEHTAIIIIO.
Unreal Engine 4ynoBO MIAXOIWUTH [Jis CTBOPEHHS BHUCOKOKIIACHUX, BI3yalbHO
BpaXxarouux 1rop i marpumye pizi miargopmu. OaHaK HOro CKIIajiHa apXiTeKTypa Ta
ONTHUMI3allisl MPOJAYKTUBHOCTI MOXYTh CTBOPIOBATH MPOOJIEMH JJIsi HOBAYKiB, 1 BIH

BUMarae OUThII MTUOOKOT0 PO3yMIHHS MPOrpaMyBaHHS.

NF!EAL

INE




Puc 1.7 - Jlorotun Unreal Engine
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CryEngine - e moTy>XHUH ITpOBUHM pyLIid, BIIOMHIA CBOIMHU PO3IIUPEHUMHU

MOXJTUBOCTSIMH PEHJICPHUHTY Ta PEaiCTUYHOIO Bizyaiizamiero. BiH Hajmae mupokuid

CIEKTP MOKJIMBOCTEH, BKJIIOYAIOUU MPOCYHyTe (i3MUHE MOJCIIOBAHHS, JTUHAMIYHE

OCBITJIEHHSI Ta IHTYiTUBHO 3po3yMuiuii penakrop piBHiB. CryEngine ixeanbHO

IﬂﬂXOHHTB 11 CTBOPCHHA BByaano HpHFOHONHHHHBHX,CGpGﬂOBHHI}/IﬂﬂKpHTOMy

CBITI, aJie MOK€ MaTH KPYTIlly KPUBY HaBYAHHS MOPIBHAHO 3 IHITUMH PYUIISIMU.

CRY=NGIN=

Pucynoxk 1.8 - Jlorotun CryEngine

Tabnuus 1.1 - [TopiBHsSIbHA XapaKTEPUCTHUKA ITPOBOTO PYLIis 3 HASBHUMHU aHAJIOTAMH.

XapakTepucTuka

Unity

Unreal Engine

CryEngine

TestOpenGL

Mosu
IIporpaMyBaHHs

C#, Java

C++

C++

C++

ABTOMarn4yHa
reHeparlist
MPOEKTa B

3aJIE)KHOCTI1 Bif

MaIlIUHA

Cepiamnizariis
JOaHUX

ITIOBHA

ITIOBHA

IIOBHA

qaCTKOBa
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[linTpumka + + + -
MYJIbTUIIIATHOPM
[IponyKTHUBHICTH obMexeHa Oe3moranHa Oe3moranHa Oe3moranHa
4yepe3 HassBHY
apXiTeKTypy
Ta MOBH
nporpamMyBaHH
s
[Topir Bxony cepeaHii BUCOKHIA BUCOKHI cepeaHin
Iina HasiBHA HasiBHA Big 9.90$ Ha | OE3KOIITOBHO
O€e3KOIIITOBHA | OE3KOIITOBHA Micsab. 5%
BepCis, ajie 3 | Bepcis, aie 3 POSLITI 3
00MexKEHUM 0OMeKEeHUM MPOJIAXKIB TPU
byHKIIOHATOM | PYHKITIOHAIOM
: Big 408 Ha ;Bix 199 3a
MICSIb Micsab. 5%
POSITI 3
MPOJIAXKIB TPU

[IpoananizyBaBmu TaOJHIIO MOKHA 3pOOUTH BUCHOBKH, IO PO3pOOIEHUM
IrpoBUil pyIIili € B IEBHIM Mipi YHIKaTIbHUM, TakK sK 3a0e3neuye 6a30Buil (yHKIIOHAI
Ta MOJXJIMBOCTI JJisi CTBOPEHHS TIpH, ajle TOJOBHOIO HOro IepeBaror €

OE3KOIITOBHICTD, 1110 BUAUISE MOTO BiJl IHIIUX PYIIIIiB.

1.4 3aco0u peadi3amii

1.4.1 I'pa¢iune API OpengGL

[IpoanamizyBaBmmm Bci moctymHi rpadiunai APl BuGip OyB 3poOieHuii Ha
kopucth OpenGL, OCKUIbKM BIH Ma€ MIATPUMKY KpOCIDIaT(GOPMHOCTI, a TaKOK
BIJIHOCHO JIETIIUN B OCBO€HHI Ta BUKOpucTaHHi HbX Vulkan. 3aramom Bech mporiec

penzaepy (rpadidyHuil KOHBEEP) MA€ OCh TAaKUW BUTTIS HA PUCYHKY 1.9.
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Cnncok
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BepLinHHi
—> P106uncniosay _bﬂEPETB.OPEHHﬂ —» PacTepnzauia —» ®parmeHTHa o Bydep kagpy
36ipka > 36ipka
npuMiTUBIB
T A
Mam’aTb
TeKCTyp
¢ A 4 MikcenbHi
onepauii |g

Puc. 1.9. I'padiunuii korseep rpadiaaoro API OpenGL

Tak sk OpenGL 1ie nume Bceoro API, To6t0 1HTEepdeiic ado HIIUMEU CIOBaMU
cneuu@ikaiis, TO JJs TOro 00 BUKOPUCTOBYBAaTH i HaM MNOTPIOHI BIANOBIAHI
6107110TeKH 3 MOTPIOHUMU AJIst HAC DYHKLISIMH.

OnmHicro 3 Takux monoMiKHuX 010miorek € GLFW - me nerka 010mioreka 3
BIIKPUTUM BHXITHUM KOJOM, SIKa HaJa€ MPOCTUM 1 HE3ISKHUM Bif miathopmu
iHTEepdeic 1 CTBOPECHHS BIKOH, KOHTEKCTIB 1 00pOOKH MO/l BBEACHHS B J0JaTKax
OpenGL. Bona ciyrye oCHOBOIO IJii CTBOPEHHS KpoOc-IUIaTGOPMHHUX JIOJATKIB Ha
ocHoBl OpenGL, aGcrparyrounch Bia crneuudiunux s miarGopmu geTanen i
Hanatoun ysrompkenud API. GLFW mpononye psn moximBocTed 1 (QYyHKIIH,
HEOOX1THUX AJis1 po3poOku nporpam Ha OpenGL, BKII0OUa0Oun CTBOPEHHS 1 KEpyBaHHS
BiKHaMH, cTBOpeHHs KoHTekcTty OpenGL, o6poOky BBoay (kiaBiarypa, Muiia i
JOKOMCTHK), a TaKOX OOpOOKY CUCTEMHHUX MOJiH, TaKUX SK 3MiHA pO3MIPYy BiKHA 1
3akpuTTs. BiH Takox miaTpumye poOOTy 3 JEeKUIbKOMa MOHITOpaMU Ta Hajae QPyHKINT

KEpyBaHHS 4aCoOM 1 KypCOpOM.

3HoBY ) ockuibku OpenGL - nuie iHTepdeiic, To peanizauis Jisirae Ha IUieyl
PO3pOOHUKIB BiieokapT. 3 1€l MPUYUHHU, OCKUIbKU iICHY€e Oe3miu peanizauiii OpenGL,

peansHe posramyBanHs OpenGL QyHKIIINH HEe € JOCTYITHUM Ha eTarni KOMIUISINT 1 iX
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JIOBOJUTHCA OTPUMYBATH Ha eTari BUKOHAHHS. DakTUYHO OTpUMAaHHS agpec QPyHKIIN
jsrae Ha Tuiedi nporpamicrta. [Ipornec oTpumanns aapec crenudiyHUN s KOXKHOT

wiarpopmu, aist Windows 11e BUTIsija€ MPUOIU3HO Tak:

// BU3HaYaeMo NpoTOoTUN OQYHKIILI

typedef void (*GL GENBUFFERS) (GLsizeil, GLuint¥);

// 3BHaxomummo L OyHKII1D B peasizanii Ta =36epiraemo
[IOKaX4yMK Ha Hel

GL GENBUFFERS glGenBuffers =
(GL_GENBUFFERS)wglGetProcAddress ("glGenBuffers");

// Temep MM MOXEMO HOPMAJIbBHO BUKJIMKATKU 110 OYHKI[10

GLuint buffer;

glGenBuffers (1, &buffer);

HeoOxinHicTh oTpuMyBaTH aapecy s koxHoi OpenGL yskiii pobuts nei
nporiec mpocto OoJicHuM. AJie, Ha TIACTs, ICHYIOTh 010JIOTEKH, 10 peali3yloTh Ie
JTUHAMIYHe JIiHKyBaHHsA, a came GLEW.

GLEW - 06ibmioTeka, siKa CIpOIIYy€ MPOIEC 3aBaHTAXEHHS Ta KepyBaHHS
posmupenusimu OpenGL. Bona wnamae kpoc-mnardhopmumii APl nns moctymy no
HaiiHOBIMX (yHKIIN Ta posmupens OpenGL, mo miaATpuUMYIOThCS TpadiuHUM

00JIaTHAHHSM.

Posmmpenns OpenGL - 11e 101aTkoB1 QyHKIIT Ta MOMKIUBOCTI, Kl BUXOASThH
3a Mexi 06a30B0i QyHKUIOHANBHOCTI ctangapTy OpenGL. 11 po3mupeHHs HagawOTh
JOCTYT J10 BIOCKOHAJIEHUX METO/IIB PEHJIEPUHTY, HOBOI (DYHKIIIOHAILHOCTI HIEHIEPiB
Ta IHIIKUX CIEIaTi30BaHUX MOXJIMBOCTEeW. BiH abcTparyerbcs Bif cnenupiuHUX I
wiatgpopmu eranel 1Hajae pyHKII 11 3anuTy 13aBaHTakeHHs1 po3mupenb OpenGL

1171 YaC BUKOHAHHS.
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1.4.2 MoBa nporpaMmyBaHHsl Ta cepel0OBHIIE PO3POOKH

Tak sk HeoOXigHI 0i10710TEKH MIATPUMYIOTbCS MOBY C++ 10 TOTrO * BOHA €
OJHIEI0 3 HAWKpaIIMX MOB MPOTPaMyBaHHS JJIs PO3POOKH CKJIAIHUX TMPOEKTIB, SIKi
NOTPeOYIOTh BEITMKUX 3aTpaT MOTYKHOCTEH, OCKUTBKH HAJa€ MOKIWBICTh THYUYKOTO
MpoTrpaMyBaHHs Ta MEHEIKMEHTY nam’siTi. Jlo Toro * yci irpoBi pyIIii HamMcaHi Ha
uiii MoBi. Tomy BuOip OyB AOBOJI1 OUEBUIHHIA.

C++ - me MoBa mporpaMyBaHHS 3araJIbHOTO MPU3HAYEHHS, sika Oyia po3po0ieHa
AK po3imupeHHs MoBu nporpamyBanHs C. Po3po6nena b'spruom Ctpaycrpymnom (aHrai.
Bjarne Stroustrup) y 1979 pomi. Bona BimoMa cBO€I0 €EeKTHUBHICTIO, THYUYKICTIO Ta
NOTYXHUMH MOXJTUBOCTIMHU. C++ moeaHye B co0i TpoueAypHY HapagurMmy
nporpamyBanHs MoBU C 3 [0JaBaHHSIM MOMKIHMBOCTEH 00'€KTHO-OPIEHTOBAHOTO
nporpamyBanus (OOII).

OcHOBHUM cepeioBUIIEM pO3poOKH OyIb-sKuX nporpam Ha C++ € iHTerpoBaHe

cepenoswuie po3pooku Visual Studio.

Puc. 1.10. Jlorotun IDE Visual Studio 2019

InTerpoBane cepenoBuiie po3poOku (IDE) - nie nporpamue 3a0e3neueHHs, ske

Hajla€ TOBHUM HAOIp 1HCTPYMEHTIB 1 (QYHKIIA JUIs MOJIETHIEHHS pPO3pOoOKHU
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nporpaMHOro 3a0e3nedyeHHs. BoHO ciiyrye LEHTpaJbHUM IIEHTPOM JJIsl HAlKCaHHS,
pelnaryBaHHs, KOMIIUIALII, HAJIaro/ KeHHs Ta KEPYBaHHS KOJOM Yy MEXax €JIMHOTO
iHTepdeiicy, Mo CIpOoIIye MPOIEC PO3POOKH.

OckibKM HamlMCaHHS PYIIis TOTpedy€e He TUTbKK HamucaHHs koay Ha C++, a
TaKOX CTBOPEHHS Ta pelaryBaHHs PI3HUX TEKCTOBUX (ailyliB pi3HOTO PO3LIUPEHHA 3
pi3HMMH MoBamu. J[Jisi LbOro 3aBAaHHS YYyJOBO MIIXOIUTh IIBUAKUAN Ta 3py4HHM
tekcroBuii penaktop Visual Code, skuit Mmae BOynOBaHHII MarasuH 3 JOTIOBHEHHIMU,
K1 JOTIOMararoTh B poOOTI 3 OyAb SKUMH TEKCTOBUMHU (Qaitnamu. [lns mpukiamy
HaNWCaHHA IIeinepiB Ha cremnianbHid MoBi GLSL.

GLSL - moBa BHCOKOTO piBHA sl IporpaMmyBaHHA IueiaepiB. CHHTaKcHC

MOBH 0a3zyeTbcsi Ha MOBI nporpamyBaHHs ANSI C.

1.4.3 IHCcTPyMeHT reHepauii NpoexkTy

BukopucranHs 1HCTpYMEHTIB TeHepallii MoJsira€ y CHPOIIEHHI MpoIecy
CTBOPEHHS Ta YMPABIIHHS CKJIAJHUMU MPOTPAaMHUMM TpoekTamu. Lli iHCTpymeHTu
aBTOMATHU3YIOTh e€Tanmu KoH}Irypamii Ta KOMIUIALII, MOJETHIYI04d poooTy 3
3QJIKHOCTSAMH, CHelU(PIUHUMH I 11aTGOPMH BIIMIHHOCTSAMHU Ta OPTaHI3aIi€l0
IPOEKTY.

[HCTpyMeHTH TreHepallii, HaJalTh HE3AISKHUM Bia IuaTpopmu  crHocid
BU3HAYEHHS TIPOIECy 30IpKH MPOTPAMHOTO TMPOEKTY. 3aMiCTh TOTO, MO0 MHCATH
cneungivHi 175 miatopmu ckpuntu 30ipku adbo make-daiinu, po3poOHUKH MOKYTh
BUKOPHUCTOBYBATH MOBY KOH(Iryparli BUIIOTO PiBHS [JIs BU3HAYEHHS BHUMOT TPOEKTY
Ta 1u1ei 30ipku. e nae 3Mory rHy4koro 1 aBBTOMaTUYHOTO YIPABIIHHS MPOEKTOM, TUM
caMuM 30epiraroud B CUCTEM1 KOHTPOJIIO BepCii Jule BUXiAHI (ailin 1 KOMIUTIOBATH
MIPOEKTH B 3aJICKHOCTI BiJl MAIlTUHU PO3POOHUKA.

Bubip OyB 3pobisiennii Ha kopucth CMake, OCKiIbKM BiH Ma€ Taki mepeBaru

HaJl IHIIUMU IHCTPYMEHTaMU TeHeparlii:
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e Kpocmnarpopmenna  miaTpumka: ~ CMake — aOctparyeTtbess — BiA
wiaTOpMHUX BIAMIHHOCTEH 1 CTBOpro€ (aitmu 301pKM, CYMICHI 3 pI3HUMU
wiatrpopmamu. lle cropoirye mporec 30MpaHHS TPOEKTIB HA PI3HUX OMNEpAIlifHUX
cUCTEeMax, 3201 KYIOUU Yac Ta 3y CUILIS.

e KepyBanus 3anexHocTsiMu: CMake Hamae MexaHi3Mu 1jisi poOOTH 3
3aJICKHOCTSIMHM, TakKi K MOMIYK 1 MIAKIIOYEHHs 30BHIMIHIX 0i0miotek. Ile cmporrye
npollec BKJIIOYEHHS Ta KepyBaHHS CTOPOHHIMHU 0i0mioTekamu, 3abe3neuyrodu
HaJIEKHY 1HTETPaLI0 Yy MPOEKT.

e MonaynsHa crpykTypa mnpoekty: CMake migTpuMye opraizamio
CKJIAHUX TMPOEKTIB y BUIISIAI OKpeMUX MOAydiB abo O6ibmiorek. lle mo3Bosisie
pO3pOOHMKAaM BHM3HAUAaTH Ta KEPyBaTH 3AICKHOCTAMHU MIK PI3HUMU MOIYJISIMH,
MOKpAIIyYu MOJIYJIbHICTh KOAY Ta MOXKJIMBICTh TOBTOPHOTO BUKOPUCTAHHSI.

e [HyukicTh Ta MacmTaboBaHicTh: CMake mnpomoHye THYYKy Ta
MmaciTaboBaHy cucremy 30ipku. BoHa Moke mpaiioBatd 3 MPOEKTaMH PI3HOTO
pO3MIpy Ta CKJIQJIHOCTI, JO3BOJISIOUM KAacCTOMI3YBaTH Ta aJanTyBaTHUCh 10 BUMOT

MPOEKTY, 1110 3MIHIOIOThCSI.

1.4.4 lonmomiskHi 0i0JTioTeKN

Koxxna 6i0110TeKa MICTUTh B 001 HEOOXITHUM (yHKIIOHAT ISl TOTO, 00 HEe
CTBOPIOBATH BEJIOCHUIIE]l KOXHOTO pa3y Ta HE MapHyBaTH 4yac Ha po3poOKy TOTO 4u
iHImoro (yHKIIOHANY, AKIIO BXK€ ICHYIOTH BiAmoBiaHi 0i0miorekn. Och mepernik Ta
KOpPOTKHUH onuc 010J110TEK, 1110 BUKOPUCTAHI B JAHOMY iIrpOBOMY PYIIiIO:

e Dboost - 1l¢ MHUPOKO BUKOPHUCTOBYBAHA 1 BHUCOKO OIIHEHA KOJICKIIIS
616motek C++ 3 BIAKPUTUM BHUXITHUM KOJIOM. BoHa Hanmae moBHUM Habip 0i0I10TEK,
SIKI PO3IIMPIOIOTh Ta MOKPAIIyIOTh (YHKIIOHATBHICTE MOBH TporpamyBaHHs C++.

Boost mae Ha MeTi JOMOBHUTHU cTaHAApPTHY 010mioTeky C++, MPOMOHYIOYH J0/1aTKOBI
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MOXJIUBOCTI Ta aOctpakuii. Jleski 3 peanizamiil miei 06i01i0Tekn Oyiau MPUUHATU A0
pi3HUX ctanaapTiB C++.

e stb - mpocra OibmioTeka [ 3aBaHTaXEHHS TpadiyHUX (GailiiB
(KapTUHOK) PI3HOTO PO3UIMPEHHS Ta TNpeodOpakeHHs ix B ¢opmar JaHUX, SKi
HiAAal0ThCss 00pOoOII AJ1s Mmoanbioro Bukopuctanus B OpenGL

®  pugi - jerka 0i0mioTeka, sKa Hajae (PyHKIIOHAT JJIi MPOCTOi poOOTH 3
xml ¢aitnamu B C++

e RTTR - ne mnoryxHa O0i0mioteka C++, sKa Hagae MOMKIUBOCTI
camoaHarizy Ta peduiekcii THIB mix Yac BUKOHAHHSA. BoHa 103BOJIsSIE TIEpEBIPSTH,
3aMUTYBAaTH Ta MaHIMYJIOBATH THIIAMH, KJacaMM, METOJaMU Ta BIACTUBOCTSMH TIiJl

yac BUKOHAHHS, HaBITh JJIs KJIACIB, K1 HE B1IOMI ITiJI Yac KOMITLISIIII.
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PO3JILI 2
AJTOPUTMM TA METOJH CTBOPEHHS BA30BOTI'O
®YHKIIOHAJY ITPOBOTO PYIIIS

Bechb irpoBuit pyuriit nounHaetsest 3 Game Loop (irpoBuii 1UKIT) 1€ 3BUYAHU A
IIUKJI, SIKUW B1AOYBA€ThCS MOCTIMHO 1 3yMUHSAETHCS SKIIO OyJIM BUKOHAHI BiIMOBIAHI
omepamii 1Mo  TUy BUXoAy 3 TIpu  abo  aBapiilHe  3aBEpIICHHS.

Bes norika BinOyBaeTbesl camMe B IbOMY IIMKJIl Ta BCl HACTYIIHI CHUCTEMH, SIKi
OyayTh MpalioBaTH B peaJbHOMY 4acy YU TO rpadiyHUM KOHBEEP UM TO CUCTEMa
yIPaBJIiHHS peCypCaMy BUKOHYIOTHCS 3 IIi€1 TOUKH.

Bin mae nmpuOIM3HO OCh TaKWil BUTIIS:

while(ShouldClose())

{
calculateDeltaTime();
update();
draw();

}

2.1 Pengepunr

Jlns ycnimHoi iMruieMeHTanii pesaepunry 3a gonomororo OpenGL noTpidbno

BUKOPHUCTATH BIJMOBIAHI MOCIIOBHI KPOKH, 10 BKJIIOYAIOTh B COO1 MIEBHI aJITOPUTMH.

e  HanamryBaHHs KOHTEKCTY PEHICPHHTY
[lepenbauae inimanizamito OpenGL Ta cTBOpeHHS KOHTEKCTY PEHICPUHTY, SKHI
Kepy€e CTaHOM peHAepuHTy. BiH BKJIIOuae CTBOpPEHHA BIKHa ab0 TOBEPXHI JJIs

peHIEpUHTY Ta HajmamTyBaHHs KOoHTeKcTy OpenGL 3 moTpiOHMMEU mapaMeTpamu.

° [TixroroBka JaHUX BEPLIMHU:

[lepen pernepuHroMm HEOOX1IHO MIATOTYBATH JaHi BEpIIWH Uil 00'ekTiB y cueHi. Lle
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nepen0ayae BU3HAYEHHS TeOMETpli OO0'€KTIB HIISIXOM BHU3HAYEHHS BEpIIMH Ta iX
aTpuOyTiB, TaKUX SIK MOJIOKEHHS, HOpMail, KOOPAUHATH TEKCTYp Ta KoJibopH. [laHi
Npo BEpIIMHU 3a3BUYail 30epiratoTecs y OydepHux ob'exkrax Bepmmn (VBO) abo

MaCuBax BCPIIIHWH.

e [IporpamyBaHHs menaepiB:
B OpenGL no3BoseHo suiiie nepenporpaMmyBaHHs JBOX THUIIB MICHIEPIB.
o BepmuHHMIA meinep TpaHCPOpMYe€ BX1IHI BEPIIMHU, 3aCTOCOBYIOUH TaKi
MIEPETBOPEHHSI, SIK TPAHCIISIIISA, 00epTaHHS Ta MAacIITa0yBaHHS.
o0 @parMeHTHHUI IIelaep BU3HAYAE KOJIIP KOXKHOTO MIKCENs, BPaXOBYIOUHU

OCBITJICHHSI, TEKCTYPYBaHHS Ta 1HII e()eKTH.

e  Kommimsmis Ta KOMITOHYBaHHSI menaepiB:
[Ilo6 cTBOpUTH BHUKOHYBaHi OO0'€KTH MIEHAepiB, MNpOrpaMu IIeWaepiB MOTPIOHO
CKOMIIUTIOBATH 1 3B's13aTH 3 porpamoro OpenGL. [{e Bki1toyae KOMIUIALIIO BUX1THOTO
KOy IIeiepiB, MepeBipKy HAa HASBHICTh MOMMWIOK, MPUETHAHHS CKOMIIUILOBAHUX
nieiiiepiB 10 mporpamMu Ta 3B'A3yBaHHS MpOrpamMu JJisl CTBOPEHHS OCTaTOYHOL

nporpamu menaepis.

e  TekcrypyBaHHS:
TekcTtypyBanHs pgojaae o0'ekTaMm JeTaizalii IMMOBEPXHI MIIAXOM 3aCTOCYBaHHS
300paxeHb abo BizepyHkiB. KoopauHaTu TEKCTypH BHUKOPUCTOBYIOThCS IS
HaKJIaJlaHHS TeKCTYpU Ha reoMmeTpilo 00'exta. TekcTypu MOTpiOHO 3aBaHTAXHUTU B
nam'sstb TpadivHOTO TpoIllecopa, MPHUB'A3aTH 0 TEKCTyPHUX OJIOKIB 1 3aCTOCYBaTH y

dbparMeHTHOMY IIEHEepl Mi Yac pEeHICPHUHTY.

e  TecrtyBaHHA TIUOUHU Ta BiIOpaKOBYBaHHS :
Jlnst 3a0e3nedeHHs] KOPEKTHOTO peHIepuHTy 00'ekTiB y 3D-CIieHI BUKOPUCTOBYETHCS

TECTYBaHHS IMIMOWHM, K€ BU3HAYa€, SKi PparMeHTH CIiJl peHJEPUTH Ha OCHOBI IXHIX
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3HauYCHb IIMOMHU. BincikaHHs 3aHIX TpaHEW BUKOHYETHCS MJISl TOTO, 100 BIAKUHYTH

rpani 00'e€KTiB, Kl HE € BUIUMHUMMU.

e  Marpumi Ta NIEPETBOPEHHS :
Martpuiii BUKOPUCTOBYIOTHCS JJIsI IEPETBOPEHHSI TEOMETPIi Ta MOJIOKEHHS 00'€KTIB y
cueHi. Haiimommpenin TEepeTBOPEHHS BKIIOYAIOTh TPAHCHAIN0, OO0epTaHHS,
MacmTabyBaHHS Ta MPOEKIiOBaHHSI. Marpuilli 3aCTOCOBYIOTHCS Yy BEPIIUHHOMY

meiaepi A1l IepeTBOPEHHS MO3UILIINA BEPILHH.

2.2 Kamepa 1a tpancdopmanii

OpenGL mnepenbauae, 1mo BCl BEpPUIMHH, SIKI MU XOUEMO MOOAYUTH, MICIsA
3almycKy Iieinepa OyAyThb y HOpMaiizoBaHux KoopauHarax mnpuctporo (NDC -
normalized device coordinates). L{e o3Hauae, 1110 X, y 1 Z KOOPJAUHATH KOKHOI BEpIIUHU
MaioTh O0yTH M -1.0 1 1.0; KoopAMHATH 32 MEXaMH 1IOTO J1alla30Hy BUIHO He OyJe.
3a3Bu4ail MU BKa3y€eEMO KOOpPJMHATH B Jiana3oHi, sSIKUH HANAIITOBYEMO CAMOCTIHHO, a
y BEpIIMHHOMY Mieiaepi neperBoproemo i koopaunatu B NDC. ITotim, i NDC
NIEPEIA0THCS PACTEPU3ATOPY MJIS IEPETBOPEHHS iX Y IBOBUMIPHI KOOPIWHATH/MKCE1
BaIIOr0 €KpaHy.

JUisi TmepeTBOpEHHs KOOpAMHAT 3 OJHOTO TPOCTOPY B IHIIUHA MU
BUKOPUCTOBYBAaTUMEMO  KUIbKa  MaTpuilb  TpaHcdopmarlii,  cepea  SKHX
HalBaxuBIMMHU € Martpuii Mogeni, Buny ta Ilpoekmii. Koopaunatu nHammx
BEPIUIMH MOYMHAIOTHCS B JIOKAJIBHOMY MPOCTOP1 SIK JIOKAJIbHI KOOPJUHATH, 1 Haaal
NEPETBOPIOIOTHCS HA CBITOB1 KOOPJAMHATH, MOTIM HA KOOPJIMHATHU BUTIISIAY, BIACIKAHHS,
1, HApeIlTi, BCE 3aKIHYYEThCA EKpaHHUMHU KoopauHatamu. HacTymHe 300paxeHHs

(pucyHOK 2.1) mokasye 110 MOCTIIOBHICTD, 1 T€, 110 POOUTH KOKHE MEPETBOPEHHS:
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Q CHMETE

MODEL MATRIX w VIEW MATRIX

1. LOCAL SPACE 2. WORLD SPACE

. | - VIEWPORT TRANSFORM -

PROJECTION MATRIX

3. VIEW SPACE 4. CLIP SPACE 5. SCREEN SPACE

Puc. 2.1. Cxema nepeTBOpEHHsSI KOOPIMHAT 3 JIOKATBLHUX B €KpaHHI

JlokalibHI KOOPJAWHATH - 1€ KOOPJIHUHATHU BalIoro 00'€KkTa, sIKi BUMIPIOIOTHCS
BITHOCHO TOYKH BIIUTIKY, pO3TallIOBAaHOI TaM, JIe TOUYUHAETHCS caM 00'€KT.

Ha nactynmHoMy Kpoiii TOKaJibHI KOOPIMHATH TIEPETBOPIOIOTHCSI HA KOOPIUHATH
CBITOBOTO TMPOCTOPY, fAKi 3a 3MICTOM € KoopJauHatamu Ounbimoro cmiry. Lli
KOOPJWHATH BUMIPIOIOTHCS BIJHOCHO MIOOATBHOI TOYKHU BIIUIIKY, €IMHOT JJIS
BCIX IHIIMX 00'€KTIB, pO3TAIlIOBAaHUX Yy CBITOBOMY MPOCTOPI

Jani mu TpancGopmMyeMO CBITOBI KOOPJIMHATH B KOOPAWHATH TpocTopy Bumy
TaKUM YUHOM, 1[0 KOKHY BEPIIHMHY CTa€ BUJIHO TaK, Hade Ha Hel JUBISATHCS 3
KaMmepu abo 3 TOUKH 30Py crocTepiraya

[Ticna Toro, ik KoopJaUHATH OYJIO MEpETBOPEHO B mpoctip Buay, Mu xouemo
CIpoeKkTyBaTu iX y koopauHaTu Biacikanns. Koopawnatu BiacikanHs e
niicHUMY B aianaszoHi Big -1.0 1o 1.0 1 BU3HA4arOTh, SIKi BEPIIUHU 3'SIBISIIOTHCS
Ha eKpaHi.

I, mapemTi, y mpolieci NEpEeTBOPEHHS, SKMM MM Ha3BeMO TpaHChOpMaIli€to
00J1acTi IEepersiay, MU IEPETBOPUMO KOOpAUHATH BifcikaHHs Big -1.0 1o 1.0 B

00J1acTh €KpaHHUX KOOPAMHAT, 3ajaHy ¢yHkuieo glViewport.
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B OpenGL Hemae Takoro moHATTS SIK Kamepa, OCKUTBKH MPU pyci caM rpaBelb

HE MEPEMIITYETHCS, a BECh CBIT 3MIHIOE CBOIO TpaHcopmalito. ToMy 1ie BU3HAUCHHS
HACTIpaB/i BiJHOCHE.

Hue onmucani kKpoku peanizallii KaMepH.

e  BusHauuTtu rnapaMeTpu Kamepu:
[TonmoxeHHsT KaMepHu, BEKTOP HAMpaBIICHHA 1 BEKTOP Bropy (BU3HAYa€E OPIEHTAIIIIO

kamepu). i mapamerpu OynyTh BUKOpUCTaHI AJs MOOYA0OBH MAaTPUII OTJISIY.

e  OOuucauTH MAaTPHILIIO OTIIANY:
Matputist orssiy siBiisie COO010 MEPETBOPEHHSI, SIKE MO3UIIOHYE Ta OPIEHTYE KaMepy B
CleHl. 3a3Bu4ail BOHA CTBOPIOETHCS 3a JOMOMOTOIO MapameTpiB KaMepH, 3rajaHux
BHIIle. MaTpHIlio OrIsily MokKHA TOOYAyBaTH 3a JOTIOMOToto PyHKIIiH abo 6i0I10TeK,

SIK1 0OpOOJISIIOTh MAaTPUUHI OTIEparlii.

e  3acrocyBaru MaTpPHUIIIO BUTIISITY:
VY 1Kl peHaepuHry, nepe peHIepuHrom Oy ib-saKux 00'€KTIB, 3aCTOCY€EMO MaTPUIIO
BUTIISIAY 10 TOTOYHOTO cTeKy Mmarpuilb OpenGL. Ile MoxHa 3poOuTH 3a JOMOMOTOIO
byukmit  glLoadMatrix(), glUniformMatrix() a0o BCTaHOBHMBIIM MAaTPHUIIO SIK

OJHOPIAHY y HIeHaepi.

e  HanamryBatu MaTpULIO HPOEKII:
Bubepemo Tun mpoexiiii, Harpukiaa, NepcrneKTUBHY ab0 OpTOrOHANbHY, 1 BU3SHAYUMO
napaMeTpu MpOoeKIlii, Taki K MoJie 30py, CMIBBIIHOIICHHA CTOPIH Ta OJIMXKHI 1 JalbHI
IUTOIIMHU BIACIKaHHSI. BUKOPHUCTOBYEMO III TMapaMeTpu JJjisg CTBOPEHHS MaTpHIli

MIPOEKIIIH.

e  3acrocyBaru MAaTPHIIIO MIPOEKITIA:
VY 1MKI peHaepUHry, epel peHAECPUHIOM OYIb-SIKUX 00'€KTIB, 3aCTOCY€EMO MATPHIIIO

npoekuiid 10 nmotounoro creky marpuib OpenGL. [Toaibno o marpumi BUMIISY, 1€
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MOYXHa 3pOOUTH 3a JOMOMOTOI0 BIAMOBIMHMX (QYHKLIA a00 3a4aTH MaTpPUIIO SIK

OJHOPIAHY B HIEHEPI.

e  OO'enHanHs MaTpHILb BUIJIS LY Ta TPOEKIII:
CTBOpPUMO MaTPHUIlIO IEPETBOPEHHS IS KOKHOTO 3 BUIIE3a3HAYCHUX KPOKIB: MOJEI,
BUIIISILY 1 MaTpuill npoekiii. KoopanHata BepIIMHN NEPETBOPIOETHCA B KOOPAMHATH
pOCTOPY BiJICIKAHHS TaKUM YUHOM:
H'H}J = -'-1'-!}1:'Ujr['h'm| ' -'1-‘r1'z'ru' ' -'-uirmrfrf ' 1r’?m'rtf

[ToTpiOHO 3BEepHYTH yBary, o MOPSIOK MHOXEHHS MaTPHUIlb 3BOPOTHHUMN
(MHOXXCHHSI MAaTpHUIlb TMOTPIOHO YWUTATH cIpaBa HaliBo). OTpuUMaHy KOOpIWHATY
BEPUIMHU TMOTPIOHO MPUCBOITH Yy BEPIIMHHOMY Miedaepi BOyJoBaHId 3MIHHIN
gl Position, micist yworo OpenGL aBTOMaTuyHO BUKOHA€ MEPCHEKTUBHUM PO3MOJLT 1

BIJICIKAQHHS.

2.3 CTpyKTypa KOMIIOHEHTIB pyuIis

OcHOBHa CTPYKTypa PYIIis MPeCTaBisie co00r iepapXito 0a30BUX 00’ €KTIB 3
SKUX CKJIaHaeThesi cueHa (piBeHb rpu). OCHOBHOIO OJMHMIICIO HA CIICHI MOBHHEH
Buctynatu SceneObject (00’€KT ClieHM), sIKMH Ma€e CBOIO TpaHpopMallito (MMO3HIII0,
MacmTad Ta TOBOPOT) Ta MICTUTh B COO1 KOMIIOHEHT, KOXEH 3 SIKUX MOY€E MICTUTH B
co01 IUTSAY1 KOMIIOHECHTH.

KosxeH KOMIOHEHT MICTUTh B c001 1Bl 6a30B1 QyHKIIOHAIBHI CTPYKTYPH:

e Drawable - BigmoBigae 3a Bi3yallbHE TMpEJCTaBICHHS 00’€kTa Ta
BIIMaJIbOBKY MOTO Ha clieHl. Moske OyTH JuIlle OJTHUM B KOKHOMY KOMIIOHEHTI.

e Behaviour - € MOBEAIHKOBOIO CTPYKTYPOIO, JI€ MICTUTbCS BCl HEOOX1HI
METOJU JJIsl CTBOPEHHS JIOTIKM KOMITIOHEHTY/00’€KTa Ha CUeHl. B oJHOMY KOMIIOHEHTI1

MOKYTh MICTUTHCh JIEKUTbKA MTOBEIIHKOBUX CTPYKTYD.
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2.4 Cucrema reHepaiii MpoeKkTy Ta CTPyYKTypa (paijiiB

OcHoBHMIT a00 X OYaTKOBHNA (aiin reHeparii Oyje 3HaXOJAUTUCh B KOPIHHIN
nanti. [TocaigoBHICTE HaNANITYBaHb, sIKi IOBUHHI OyTH peasi3oBaHl MalOTh BUMIISATH
npuOJIU3HO OCh TaK:

CTBOpIOEMO TPOEKT 3 HA3BOIO PYIIIs, [0 HAa3By NPOEKTY, SIK 3MiHHY Oyje
BUKOPHUCTOBYBATH CUCTEMa TeHeparlii.

BucrapnsieTbcsi TOUKa 3amycKy MPOEKTY (MPOEKT, KUl OyJie KOMILITIOBATHCh
IDE Visual Studio), a came 1moi#tHO CTBOPEHUI TPOEKT.

HanamToByeMo KOMOUISIINHHI (BIIaXKK JJ1s1 TOrO, 00 KOKHE MOMEPEeIKeHHS
PEECTPYBAIOCH CUCTEMOIO SIK MOMMJIKA, OCKUIbKUA MPOEKT MOBUHEH OyTH 0e3 Oyih-
SKUX TTOMapOK.

[TinkarouaemMo KOXKHY 3aiexHy O010J110T€Ky, B KOXKHIN mamniy sSKOi MOBUHHUUI
aexatu (aiin 3 BKaziBKaMHM, K MpaBWIbHO ii peectpyBaTu. KoxkHa Taka 0i0mioTeka
NOBMHHA 3HAaXOJHWTHCh B OKPEMO BUJAUICHIM mMamii 3 BIAMNOBIIHOIO Ha3BOW (A0
npukiany dependecies - 3aJeXHOCTI), 3BIIKM cHUCTeMa TeHeparlii OyJe BUAMpATH
noTpioH1 i aiinu.

3amyckaemMo MUK, SSKUi Oye 30upatu (aitn KOHTeHTY (mehaepH, TEKCTYPH i
T.I.) Ta BUXiAHI (aitnu (po3mupeHHs .h Ta .cpp), AoAar0Yd iX 10 BUKOHYBaHOTO
IPOEKTY.

Peectpyemo Hamr mpoekT, SK CTaTHUHY O10JI0TeKy, OCKUIBKM ii MOBUHHI
HJKIIOYATH iTpH, K1 OyAyTh BUKOPUCTOBYBATH PYLIiil.

Busznauaemo crangapt C++, sikuif Oyae BUKOPUCTOBYBATHUCK.

I Ha KiHEIIb BUMUKAEMO KOHCOJIb TP 3aITyCKY.
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PO3/LI 3
IMTPOI'PAMHA PEAJIISALISA
Peanmizamiis  mporpamHoro 3abe3rnedeHHs - II€  TIPOIEC IEPETBOPCHHS

NPOTPAMHOTO JIM3aliHy y BUKOHyBaHUM KoOJ. BiH Bk/touae B cebe¢ HamucaHHS Ta
HaJAIITyBaHHS KOy, IHTErpamilo HeoOXimHuxX 010i0TeK 1 GpelMBOPKIB, a TaKOX
TECTYBaHHS IMPOTPAMHOTO 3a0€3MeUeHHs, 00 MepEeKOHATUCS, 10 BOHO (YHKIIOHY €
Tak, AK 3aaymaHo. I[Iporpamna peanizailisi € HaWBa)XJIUBILIUM €TarioM Yy po3poOil
NpOrpaMHOro 3a0e3MeueHHs, Ha SIKOMY Au3aiiH 1 (DyHKIIOHAJIBHICTH MPOTPAMHOT
CUCTEMU BTUIIOIOTHCS B JKUTTS.

Jlns ycmimrHOT peanizamii pymriss mOTpiOHO Tepen yciM CTBOPUTH Habip
OCHOBHMX CHUCTEM, SIKi OyAayTh (opMyBaTH 3arajbHy CTPYKTYypy pylIisi Ta HOro
GyHKIIOHATBHICTE. JlaHWI PO3AUT JETAThHO OMNHCYE apXITEKTypy PO3pOOJIEHOTO

py1Iist Ta HOrO BUKOPUCTAHHS.

3.1 ApxiTekTypa pyuuist

ApXITEKTYypy IrpOBOTO PYIIisi MOXKHA pO3TIAAaTH SK CKIaAHYy MEpPEKY
B3a€EMOIIOB'SI3aHUX KOMIIOHEHTIB, KOJK€H 3 SKHX BIIIIOBIJIA€ 3a II€BHUM aCIEKT
CTBOPEHHSI Ta BUKOHAHHSA TPU. L[i KOMIOHEHTH BKJIIOYAIOTh CHCTEMHU PEHIEPHHTY,
¢i13uyHe MOAENIOBaHHA, yIPaBIiHHS 3ByKOM, 00pOOKY BBO Ty, YIIPaBJIiHHS pecypcamu,
opraHizamito cueH i1 Oararo ixmoro. [[oOpe mpoaymana apxitekrypa 3a0e3mneuye
0e3nepenIkoAHy IHTErpalil0 HUX KOMIIOHEHTIB, IO J03BOJISIE PO3POOHHKAM irop
30CEpEAUTHCS Ha CTBOPEHHI 3aXOIUIMBOTO IrPOBOTO MPOIIECY Ta KOHTEHTY. PO3yMiHHS
0a30BO1 apXITEKTypHd Ma€ BHUpIIIATbHE 3HAYEHHS I BUKOPHUCTAaHHS TIOBHOTO
MOTEHIIIaTy IrPOBOTO PYIIis Ta CTBOPEHHS 3aXOIUTIOI0YUX IHTEPAKTUBHUX CBITIB.

Po3poOnenuit irpoBuil pyuriii MicTUTh B €001 HEBiJ €MHI CHUCTEMHU Ta

MiJICKCTeMH, KOXKHA 3 SKUX Ma€ CBOIO IIJIb Ta (DYHKITIOHAJ, 110 3a0e3Meuye 3araibHy



pPOOOTOCHPOMOIKHICTh  pyIIis. 3arajbHa

BI3yaJIbHOMY O0(OpMJIEHHI Ha pUCYHKY 3.1:

CTPYKTypa pyIlisg MpeacTaBicHa
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B

Pywwia

ABTOMATHYHA

reHepatia npoeKTy

CucTema peHgepeHry PiBeHb

CucTema noryeaHHA

CucTeMa ynpaeniHHA
BBEAEHHA KnasiaTypu
Ta MuLi

Kamepa O6'ekTun

/N

TpaHcdomauisa

KomnoHeHTH

LN

MoeeniHka

BiamaneoByBad

Puc. 3.1. 3aranpHa CTpyKTypa py1lis

3.1.2 liarpama kJaciB

Jliarpama KJ1aciB OMUCY€ peallizaliiio po3po0JIeHOro pylllis, 3a JOMOMOTo00

uml-giarpamu 3

BHUKOPHUCTAHHAM

napaaurmMu

00'€KTHO

nporpamyBanHs. J{iarpama 0a30BHX KJ1aciB HaBeJeHa Ha pUCYHKY 3.2 Ta 3.3.

OpPIEHTOBAHOTO




Level

- _name: string

Layer

— & Transform

+_pos: vec3

+ _rotation: vec3

- _sceneObjects: vesctor<SceneObjectBase: Pir

-

+void Update()

+ void Draw()

+ void AddSceneObject(SceneObjectBase: Ptr)

+ _localMatrix: matdx4*

+ void OnModelMatrixChanged()

+ void SetLocalPosition(const vec3&)

+ vecd GetLocalPosition()

l“

SceneQbjectBase

+ vec3 GetWorldPosition()

+ _root: Component::Ptr e‘

- void Update(float dt)

- void Draw()

+ Transform* GetTransform()

parent | = ComponentObject jparent

+ _component: Component::Ptr

+ Transformé& GetTransform()

+ SceneObjectBase:Ptr GetOwner()

{1

Component

+ _transform: Transform

+_owner. SceneObjectBase®
+ _children: list<Component::Ptr=
+ _behaviours: list<Behaviour::Ptr=

+ _drawable: Drawable:Ptr

+void Init()

+ void Update(float dt)

+ void DrawlInternal(}

+ TBehaviour AddBehaviour(TBehaviour&)

+ void SetParentOwner(Compaonent*, SceneCbjectBase®)

+ void RemoveBehaviour(const Behaviour::Ptr& behaviour)

child parent [ ]
DrawableObject
Benaviour + 1BO: GLuint
child  child
+ void OnEnabled() Drawable + _VBO: GLuint
+ void OnDisabled() + _VAO: GLuint

+ void Draw()

+ void Update(float dt)

+ _vertices: float*

+ _shader: ShaderProgram::Ptr

+ void Draw()

+ void SetShader(const std::string&, const std::string&)

Puc. 3.2. Jliarpama 6a30Bux kiaciB yactuHa 1
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Application

- _window - unique_ptr<Window>  @p———
———®| - _|ayerStack : LayerStack

- void Run()

+void Close()

Window

LayerStack

- _window: GLFWwindow”

F 3

- _layers: vector<Layer>

- _rendererContext: RendererContext™ @

—

* void PushLayer - _inputHandler: InputHandler* >—

+ void PushOverlay

_ + void OnUpdate()
+ void PopLayer «interface»

- void Init()
+ void PopVerlay RendererContext

- void Shutdown()

1

«interface»
Layer

InputHandler

+ static void KeyCallback()
+ static void MouseCallback()
+ static void ScrollCallback()

+ static void MouseButtonCallback()

Puc. 3.3. Jliarpama 6a30BuX KjaciB yacTuHa 2

KopoTkwuii onuc HassBHUX KJIAciB Ta iX ()yHKLUIOHATbHICTH:
e Application - ocHOBHMIA KJ1ac, 110 YOcoOJt0€ B co01 rpy. I{e Touka BiTIKY BCi€i

IpOTpaMHu.
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Window - BIKHO Tpu, LI0 MICTUTh BIANOBIAHI HajlamTyBaHHS (po3Mip, 4u
BBIMKHEHA BEpTHKaJIbHA CHUHXpOHI3alis Toilo). HanpsMy mianopsakoByeTbCs
Application.
Log - MicTUTh CTaTHYHI METOJIM JIsi BUKOPHUCTAHHA CHCTEMH JIOTYBaHHSI
IIOBIIOMJIEHD
Camera - Kjac KaMmepu, M0 MICTUTh BIANMOBIIHUM (YHKIIOHAT Ta
HaJIAIITYBaHHS.
Layers - 6a3oBuii kjac, 10 BiJIMOBiIa€ 32 OKPEME YMPABIIHHSA PIlIyeEM, O
NPUKIIATy BIAMAIIOBAHHS JOTIOMDKHOT CITKM B PEAAKTOpi, B OKpPEMOMY MIapi
peIaKkTopa, OCKUTLKH 1€ HE € YACTHHOIO TPH.
Layers stack - komekiiis, 1mo BIANOBIA€E 3a T€ B SAKiM MOCTITOBHOCTI TTOBUHHI
BUKOHYBATHCh BUKJIMKHU IIapiB 3 6230BOT0 KJacy JA0JATKY.
InputHandler - meHemkep ynpaBiiHHSIM BBEACHHIM KOPUCTYBaya.
RefCounter - MeHemxep mipaxyHKy CWIBHUX Ta CIaOKUX TOCHUIAHb IS
MPaBWIBHOTO BHUIAJCHHS [aHUX 3 Kyd4l, HEOOXITHUHU JJI BUKOPHUCTAHHS
intrusive ptr 3 6i01ioTexku boost.
Texture - onucye TEKCTypy 3 ii JaHUMH Ta MICTUTh HEOOX1THUN (DYHKIIOHAT JIJIs
11 BUKOPpUCTAHHS.
ShaderProgram - onucye meinep, MiCTUTh J1aHi PO HHOTO Ta (PYHKIOHAT JJIs
HOro BUKOPUCTAHHS.
RendererContext - aOcTpakTHUM Kjac, LIO0 OMNKHCY€ KOHKTEKT, sIKUil Oyne
BUKOPHUCTOBYBATHUCh. B JTAHOMY pyuiii IIPEICTaBICHUN JINIIe
OpenGLRendererContext.
FrameBuffer - abcrpakthuii kiac, mo onucye 6ydep kaapy. B manomy pymrii
npeactasiaenuit gunie OpenGLFrameBuffer.
Transform - kmac, mo omucye TpaHcPopMallil0 CYIIHOCTI Ta Ma€ MPOCTUM
byHKIIOHAT AJIsI yIPaBJIiHHS.
Level - piBens rpu/penakropa.
SceneObjectBase - 6a3oBa OAWHMIIA TPH, IO MICTUTh B COO0l KOMIIOHEHT Ta

TpaHcdopmalliro.
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e Component - kopinaui kiac SceneObjectBase, MICTUTh 00’ €KTH MOBEAIHKA Ta
BIIMaTbOBKHA. MOke MICTUTH B COO1 I0UipHI KOMIIOHEHTH.

e ComponentObject - 6a30BHii K1ac 00’ €KTa KOMIIOHEHTA.

e Drawable - 00’ekT KOMIIOHEHTA, SIKWI BIJOBIZAE 32 BiIMAIbOBKY.

e Behaviour - 00’€KT KOMIIOHEHTA, SIKUH BIAMOBIJA€ 3a JIOTIKY/TIOBEAIHKY.

e (Canvas - 00’€KT CIieHH, 110 BIJIMOBIAA€E 3a IHTEpPeIic.

e ResourcelLoader - meHemKep pecypceis.

e (CubeDrawable - kmac, mo mamioe KyO 3 BIANOBIIHUMHU TapameTpaMu, Ta
TEKCTYPOIO.

e Timer - 3BUUaiiHUil Kjac TaiiMepy 3 BUKOPUCTAHHAM (YyHKI[IOHATY O0i0IioTeKu
chrono.

e Singleton - mabnoHHUN KI1ac, U0 peaizye NaTepH.

3.2 Kamepa

Konu mMu roBopuMo mpo mpocTip KaMepu/BUAy, MU MaeMO Ha yBa3i BUJ YCIX
BEPIIHH 13 TOTISATY KaMepH, TIOJ0KEHHS K01 B IIbOMY MPOCTOPi € 6230BOI0 TOUKOIO
NOYaTKy KOOPAMHAT: MaTPHUILIS BUIY TpaHC(HOPMYE CBITOBI KOOPIUHATH B KOOPAUHATH
BUIY, 110 BUMIPIOIOTHCS BIJHOCHO pO3TAlllyBaHHS Ta HaNpsMKy kamepu. Jlus
OJTHO3HAYHOTO MATEMAaTHMYHOTO OIKCY KaMepu HaM HeoOXigHe i1 TOJIOKEHHS Y
CBITOBOMY MPOCTOP1, HAPSIMOK, Y SIKOMY BOHA JIMBUTHCS, BEKTOP, 1110 BKa3y€ BIIPABO,
1 BEKTOP, 110 BKa3y€ Bropy.

3a nornomororo 616110Teku glm, MU MOKEMO CTBOPHUTH JIB1 Pi3HI TUIIU KaMEPHU:
NEPCIEeKTUBHA Ta OPTOTOHAJbHA 3a IOTIOMOTO0I0 BX1JTHUX JaHHX, a CaMe:

e fov - SKMif MU IEPETBOPIOEMO B pajiaHu JJisl MPaBUILHUX 00YMCIICHD

® SKIIO Yy HAac TNEpCHeKTHMBHA Kamepa, TO MU BHU3HadaeMo Ratio 3a
JIOTIOMOTO0 TUICHHS ITMPHUHN BiKHA HAa BHCOTY.

® Onmk4a Mexa

® JalbHA MEXa
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B Engine - X

Puc. 3.4. Bizyanizailis nepcrneKTUBHOI KaMepu

Matpuiii MaroTh BJIACTUBICTh, 3aBIISKU AKIH MOYKHA BU3HAYUTH KOOPIMHATHUM
NpocTip 3 TpbOMa NEPHCHAMKYJISIPHUMHU (200 JIHIHHO HE3AIC)KHUMH) OCSMHU.
[ToOynyBaBIIM MATPHUILIIO 3 BAKOPUCTAHHSIM BEKTOPIB IIUX OCEH 1 10JJaTKOBOTO BEKTOpa
3CyBY, Oyb-5Kl 3a/1aH1 BEKTOPU MOXKYTh OYTH NIEPETBOPEHI B 33JlaHUN KOOPAUHATHUI
IpOCTip 3a JOTIOMOTOI MHOXEHHsA. L[ TouHa (yHKIIOHAIBHICTh € caM€ THM, IO
JOCSITAETHCS 3a 1oroMoroio Matpuii LookAt.

Pospaxynok marpuiii LookAt Burmnsigae npuOInu3HO OCh TakK SIK 300pakeHO Ha

pUCYHKY 3.5.
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R. R, R. 0 1 00 —P,
o U, U, 0 0 1 0 —-F,
Look At = ! % ”
D, D, D. 0 001 —P
0 0 0 1 000 1

Puc. 3.5. O6uucnenns matpuili LookAt

e R - mpasuit Bektop, U - BEKTOp, 110 BKa3ye Bropy, D - BekTop HanpsMmky
Kamepu, a P - mo3uiis kamepu. 3BEpHITh yBary Ha Te, 110 BEKTOP TOJIOKEHHSI KaMepu
IHBEPTOBAaHUM, OCKUIBKM B KIHIIEBOMY TIiJACYMKY MH 3MIHIOBaTUMEMO CBITOBI
KOOpJAMHATH B HANpPSIMKY, MPOTUICKHOMY PyXy Kamepu. Bukopucranus marpwuii
LookAt sax matpuii Burisay pae 3Mory eQeKTHUBHO TNEPETBOPUTU BCi CBITOBI
KOOPJWHATH y IOWHO 3a7aHuii Hamu npocTip. Marpuns LookAt pobuts came Te, mpo
110 TOBOPHUTH 11 Ha3BAa: BOHA CTBOPKOE MATPULIO BUIINIAAY, KA JUBUTHCS HA 3aaHy

LUIb.

3.3 YupagpJjiiHHA B Ipi Ta pegakTopi

BBenenns B pemaktopi - 1€ crnocid, y SKUH KOpPUCTyBad B3aEMOJIE 3
iHTEepdeiicoM pemakTopa A BUKOHAHHS i 1 HagaHHA KoMmaHJ a0o maHuXx. BiH
BKJIIOUa€e B cebe pi3HI METO/IM BBEICHHS, TaKl SIK BBEJICHHS 3 KJIaBiaTypu YU MUIII, K1
JO3BOJISIIOTh  KOPUCTYBY MAHINMYJIOBaTH 1 KOHTPOJIOBATH  (DYHKIIIOHATBHICTh
penakropa. BeejeHHs B peakTopl BIAIrpae *XUTTEBO BAXKIIMBY POJIb y MOJIETHICHHI
B3a€EMOJIIT 3 KOPUCTYBaueM, JO3BOJISIIOUM HOMY €(PEKTUBHO CTBOPIOBATH, 3MIHIOBATHU
Ta KEPyBaTU KOHTEHTOM y CEPEIOBHIII pPeaaryBaHHS.

OcHOBHUM MeEHEMKEpoM sIKuil BifnoBigae 3a BBeaeHHs € InputHandler. Bin
CIIOBIIIA€ CHUCTEMY TIPO Te€, IO BiAOyJach sSKach MEBHA i 1 PO3POOHUK MOXKE
CTBOPUTH PEAKILII0 Ha Ty YU IHIIY Jif0, @ TAKOK BU3HAYUTH YHIKAJIbHI YMOBH LI€T i,
JUI TIPUKJIaay: KiaBima OyJjia HATHCHYTa YW BIJMYIEHA, aKTUBAIlS SKIIO KiIaBilia

3a)Kara MeBHUI NepioJl yacy, TOIIO.
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B penakropi mpencraBieHO OCHOBHE yIPaBIiHHS, K€ HEMOYJIUBO 3MIHUTH.
Ocb nepesik MOXKIUBOCTEH, sIKI KEPYIOThCS 32 JOIOMOTOIO KJIaBilaTypH YU MUIIIL:
e Jlnsa toro mo6 3mictutu Gokyc OC Windows, moTpiOHO BUIUIMTH BIKHO 1
HaTUCHYTH Kiaimy “E”, nis moBepHeHHs! (OKyC MOTPIOHO 1€ pa3 HATUCHYTH.
e IIpokpyTka cepeaHbOi KiaBillla MHIIl ab0 X Kojeca BIANOBIZAE 3a HIBUAKE
nepecyBaHHs KaMepH peJakToOpy BIepe YU Ha3al B3IOBXK OCi HAMPSMY KaMepHu.
® 3aTHCHYTH CEpelHIO KJABIIly MHILII Ta pyXarodyd MHIIY Ja€ 3MOTY pyXarTu
KaMepy penakropa B3JoBxk oci XY.
e WASD - oOCHOBHI KiaBilli, IO 3MIHIOIOTHCS TOJOXKEHHS KaMepu
BIIEpE/I/BII1BO/HA3a]l/BIPABO.
e JSlkuio npu pyci3a gonomororo WASD 3atucHytu knasimy “Shift” BigOynerbcs
NPUCKOPEHHS 3MI1HU TOJIOKEHHS.
e Pyxarouu Munly Mu MOXKEMO 3MIHIOBAaTH HaxWJi Kamepu penakrtopa. Tak sk
MHUIIIa MOKE PyXaTHCh 10 ABYM OCSIM, TO 1 Kamepa 3MiHIoe juiie Yaw Ta Pitch,

a TaKOK 0OMeXKy€e 3MIHY TOBOPOTY, SIKILIO 3HAYEHHS TIepexoauTh 3a 90 rpanycis.

3.4 Intepdeiic penakropa

[aTepdeiic kopucTyBaua B pelakTopi - 11e BI3yalibHI €JIEMEHTH Ta IHTEPaKTUBHI
KOMIIOHEHTH, SIKI JI03BOJISIIOTH KOPHCTyBadaM B3a€EMOJIATH 3 I[POTrpaMHHUM
3a0€3MeUeHHsAM [JIsi peJaryBaHHs. BiH OXOIUTI0OE MEHIO, KHOTIKM, TaHeli, MaHemi
IHCTpyMEHTIB Ta 1HII TrpadiuyHl eleMeHTH, SKi JO03BOJISIIOTh KOPHUCTyBayam
BUKOHYBATH i, IepeMilaTics 1no (pyHKIIAX 1 MaHIMyJIIOBaTH BMICTOM Yy PEIaKTOPi.
[aTepdeiic penakropa Mae Ha MeTi 3a0€3MEYUTH THTYITUBHO 3PO3YMUIMH 1 3pyUHUN
iHTepdeiic, skuil cnpusie ePekTuBHOMY poOOYOMY MPOIIECy Ta MOKPAIye 3araibHUN
JOCBIJ] pefaryBaHHs.

3a pomomoroto 6i6miorekn ImGui cTBOpeHO 3py4HUEl i1HTepdeic s
yOpaBiiHHSA 00’ €KTaMH Ha CIIeHI: BUIAICHHS, NOJAaBaHHS, 3MiHAa MapameTpiB CUEH

00’€exTa. 3a 11e BIANOBIIA€ 1Iap PEIAKTOPY, IKU CTBOPIOE BIAMOBIIHI BIKHA.
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®  App - roJIOBHE MEHIO I B3aEMOJIIi 3 PETaKTOPOM Ta CIICHOIO. (JIMB.

PUCYHOK 3.6)

R -1 pp

Add obj

Add moveable cube
add cube

Exit

Puc. 3.6. 'onoBHe MeHIO penakTopa

e  SceneObjects - MICTUTh CIIMCOK BCIX HasiBHUX 00’ €KTiB Ha cueHi. [Ipu
HATUCKaHHI Ha 00’ €KT 3’SIBISIETHCS BIKHO HAJIAIITyBaHb
e  Properties - BikHO HanamTyBaHb BUOpaHOTo 00’ €kTa Ha cueni. Ha pasi

npcacTraBiisac MO>KJIMBICTh 3MIHH JIUIIIE HOBI/II_[i.l. Ta IOBOPOTY.

Y Properties

1,008 0. AR 9. 000

Puc. 3.7. Iurepdetic 3MiHn apaMeTpiB 00’ €KTIB Ha CIIEH1
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3.5 ABTOMATHYHA reHepalis NPOeKTy Ta HAJAIUTYBAaHHS

3aJI€KHOCTEN

Kosxna 616:110Teka Oya po3milieHa B okpeMoMy karaino3i - dependecies 1 mae
cBiii CmakeLists.txt, 10 MicTUTh MpaBuia 301PKU KOXKHOT 010110TEKH BIAMOBITHO. Y
KOHO1 010;110TEeKH MOKYTh MICTUTUCh YHIKaJIbHI MpaBuia, aje 3arajJbHui
iHTepdelc MIKIIOUYEeHHS BUTIISAIA€ OCh TaK:
e [linxmroueHns Qaitnip oromomienus (.h) Ta Buxigaux daitnis (.cpp).
e CTBOpPEHHS CTaTUYHOI 0107T10TEKH 3 BIAMOBIIHOIO HA3BOIO.

o [ligkmroueHHs O10TIOTEKH A0 MPOEKTY PYIIis.

3.6 O0’eKTH ClIeHHU TA KOMIIOHEHTH

SceneObject - 6a30Ba oauHMIIA HA CIeHI. Pearizye 1Ba OCHOBHI METOJIH:
Draw Ta Update. Koxuuii Takuit 06’ ekt mae kiiac Component, 110 BUCTYTIA€
KOpiHHOIO cTpYKTyporo. [Ipu crBoperns SceneObject Mu 3MyIIyeMo KOpiHHY
CTPYKTYPY MPUCBOITH CcOOI1 I1ei 00’ €KT K TOJIOBHOTO BJIACHHUKA Ta 0aThKa, OCKUIbKH
Component Mosxe OyTH JOYIpHIM JUIsl 1HILIOTO, ajl€ B JAHOMY BUIAJKY BiH €
KOPIHHUM, TOMY Taka yMOBa HEOOX1IHa.

Draw - 3amyckae JaHIIO)KOK BiIMabOBKA KOMIIOHEHTA, SIKUI B CBOIO YEpTy
3MYIIIY€ BIAMaIbOBYBaTHCh 00’ €kTH KoMIoHeHTa (Drawable).

Update - Takox 3aIycKae JAHIIOXKOK 1 CUTHAII3Y€ MPO MOBHE MPOXOKEHHS
IrPOBOTO MUKITY 1 3MIHY KaJpy, 3a sSIKUM MOBUHHO BIOYTHUCS 3MiHA JIOTIKU TPHU.
[Tapamerpom mporo merony € dt (delta time) - pi3HUIT MK MOTOYHUM Ta
HoTiepeaHIM KaJpOM JJIsl BAKOPUCTAHHS B PI3HUX OOYHCICHHAX (PI3MYHOI MTOBEIIHKH
TOTIIO.

3a BIAMAJIbOBKY 5K yke OyJ10 cKa3aHo Biamosinae kiac Drawable, mo
MmictuTh B c0o01 Vertex Arrays Object, Vertex Buffer Object, Index Buffer Object,

MacuB BEpIIUH, Ta MIeiaep 1 BIANOBLAHI METOU ISl IHIIANI3aI] [IUX JaHUX.



B pyuiii yxe € n1ekiibka peanizoBaHUX BiIMalboByBauiB. [[o mpukiagy:

e  (CubeDrawable - Mmanioe Ky0, 1110 MICTUTh B CO01 1Bl TEKCTYPH, 1110 3a
T0TIoMOTO0 MOXJIHBOCTI OpenGL 3MilIyr0ThCs 3a I0MTOMOTO0 BiITOBITHOTO
mieiaepa, Je BU3HAUYa€ThCSl HACKUTBKU CHJIBHO 1HINA TEKCTypa BUTICHSE 1HITY.

e LineDrawable - BignmoBijiae 3a BiAMalOBaHH JIiHIT B IPOCTOP1 3
BKA3aHOIO MMOYATKOBOIO Ta KIHIIEBOIO TOYKOIO, @ TAKOK KOJIBOPOM.

Jl71st Toro 1106 CTBOPUTH CBiMl BiAMaIbOBYBa4: 1OCTaTHLO CTBOPUTH KJIac Ta
HacligyBaTHCh Bij kiacy Drawable, mjo 3naxoauts B mpocropi imen Visual. ITicis
I[LOTO MOTPIOHO BU3HAYUTH MeToa Draw Ta 3p0OUTH BIANOBIAHY 1HIIIATi3aIliI0
NaHuX (TEKCTypH, IIEHIepH TOIIIO).

Behaviour - noBexainkoBuit kiac, mo peanizye meron Update, sikuit
BUKJIMKAETHCS 3 BIIACHUKA LIbOTO 00’ €KTY.

Tak camo sk 1 151 Drawable, 11106 cTBOpUTH CBOIO MOBEIIHKY JOCTaTHHO
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CTBOPUTH KJIac, IKUi Haciigyerbes Big Behaviour ta peanizyBaru meton Update. o

npUKIaay MOKHa po3risiHyTH kinac MoveBehaviour, mo pyxae fioro BnacHuka no oci

Y, BUKOpUCTOBYy104YHM TUN pyXy PingPong - ToOTO 3 INIMHOM Yacy BiH MOBEPTAETHCS

Ha MOTEPEIHE MICIIE.

3.7 BUKopuCTaHHS pyLUisl 1JIsl pO3PO0OKHU rpu

Po3pobxka pymris 11e auiie ojHe, a HOro NpaBUIbHA IHTErPalLlis 3 MPOEKTOM TPU

- 30BCIM IHIIOTO piBHA 3aBAaHHA. [lepin 3a Bce OyJio MOCTaBIeHO 3a METy 3pOoOUTH

npolec IHTerpamii MaKCUMalIbHO 3pYYHUM JUIsl KOPUCTYBava.

1 Toro mo0 movaTd po3poOJSITH TPy 3a JAOMOMOIOI0 PYIIis, JOCTaTHHO

NEPEHECTH PENO3UTOPii 3 pyIllieM B KOpEHEBY marnky Tpu. Jlami cTBoproeMo daiin

Cmake, ne nomaeMo Haml pyulii sk cTaTU4Hy O10J10TEKy, a Micis IbOro MOTPIOHO

CTBOPUTHU CKPUIT, sIKHii OyJie reHepyBaTH costorieH. [licins BCix uux B3aeMOJIid y Hac

TOTOBHUM MPOEKT 3 yciMa MiIKIIOYEHUMU 3a71€KHOCTSIMU.
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[licna wporo HaM NOTPIOHO CTBOPUTH caM OO €KT Tpu, SKUA Oyje
HacllilyBaTHCh Bil 0a30Boro kiacy - Application, a Takox goAaTH BU3HAYCHHS
¢ynkuii CreateApplication (BoHa mo3HaueHa K extern, 110 J1a€ 3MOTY BU3HAYMTH ii B
IHIIIOMY TIPOEKTI) BCEpeauHI SKOT MU CTBOPIOEMO HOBHM TOAATOK (new ‘“HaszBa Kiiacy
rpu”’). 1106 1ie 3po6uTH qocTanbo miakIounT ¢aiin EntryPoint.h.

Ockinbku B C++ TOUYKOIO BIUTIKY € MeTo main(), To HOTpiOHO 130JII0BATH IO
dbyHKIIIO IS KOpUCTyBada, 1100 pyIIiii cam MpaBWIBHO BIANOBIAaB 3a CTapT
BUKOHAHHS.

1106 e 6yso MoxuBO B Ki1aci Application ¢yHkiiro main(), 1€ CTBOPIOETHCS
cam Application, Oyi0 3p0o0IeHO K IPUBATHO APY>KHSI, 10 1a€ 3MOTY Y Hili BUKJIUKATH
NPUBATHUM METOJ Hamioi Tpu, a came MeToa Run, skuil BIiAMOBIZaE 3a CTapT

3aCTOCYHKY Ta 3aIlyCK irpOBOTO IHUKITY.
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BUCHOBKHA

Mertoto 1aHOiT TUIIIOMHOT poOOTH OyJ10 CTBOPEHHS 3pYUYHOIO B KOPUCTYBaAHHI,
HIBUJKOTO B BUBYEHHI Ta MPOCTOTO IrPOBOrO PYIIisl JJI PO3POOKH Irop, a TaKoxX
JOCTIIATA METOM peanizallii apXiTeKTypHu PYIIIiB.

[Ipu peanizamii Ta BUKOHAHHI OCHOBHUX 3aBJaHb MOHa KOHCTAaTyBaTH
pe3yiabTaTH:

e PeanizoBaHO aBTOMATHMYHY TIeHepalil0 MPOeKTy 3a nomnomororo Cmake,
0 3HAYHO CIPOIIye poOOTy Haa MaHOYTHIMM TIPOCKTAaMU Ta
Moau(iKariero Bepciit pyris, 6€3 J0AaTKOBUX BTPYUaHb.

e CTBOpPEHO CHUCTEMY peHJepeHTy, Ha ocHOBI rpadigroro API OpenGL.

e JlomaHe 3pydHE YIpaBJIIHHSA PEIAKTOPOM, IO CHPOIIYE POOOTY HaL
PIBHSIMH.

e PeanizoBani 6a30B1 KJ1acH, K MalOTh MPOCTHHA (PYHKIIOHA, 110 MOXHA
3MIHIOBATHU 151 3a0€3MEeUCHHST CBOIX IILIeH.

Ha 3akindenHsi, po3poOka irpoBOro pyilis il MOTO JUIUIOMHOTO TPOEKTY
OyJla CKJIaIHOIO, ajie BAXJIMBOIO CIPaBOI. 3aBASKH OOIIMPHUM JOCTIIKEHHSM,
peanizalii Ta TECTYBaHHIO, 5 YCIIITHO CTBOPUB (DYHKIIIOHATLHUNA ITPOBUHN PYIIIIA, STKHA
3abe3reuye MIIHYy OCHOBY JJisl po3poOku irop. Pymriii Bkimtouae B cebe KIHOYOBI
KOMIIOHEHTH, TaKl sIK peHJIEPUHT, CUCTEMHU BBEJICHHS, TeHEpallli MPOEKTy Ta 1HIII, 10
JTI03BOJISIE CTBOPIOBATH 3aXOIUIIOK0Yl Ta IHTEPAKTHUBHI Irpy. XO0ua 3aBXKJIHU € MICIE IS
BJIOCKOHAJIEHHS Ta MMOJAlbIIOr0 JOOMPAIIOBAHHS, 1IEH MPOEKT Ha/laB I[IHHE PO3y MIHHS
CKJIQJIHOCT1 apXITEKTypu IrpoOBOrO pyIlis Ta TOHKONUIIB MOOYyJ0BH HAAINMHOT
OpOTrpaMHOT CUCTEMH. 3arajioMm, Led AUIUIOMHHM MPOEKT MOTJIUOUB MO€E PO3yMIHHS
NPUHIUIIB PO3pOOKHU irop 1 3a0e3leyuB MEHE IIHHUMHM HaBUYKaMH, SKi OyayTh

OE3IIHHUMHU B MOIX MalOyTHIX MOYMHAHHAX Yy IIH ramysi.
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CIIMCOK BUKOPUCTAHUX /I’KEPEJI

1. Fast and effective occlusion culling for 3D holographic displays: Be6-cair.

URL:https://www.researchgate.net/figure/Projection-modes-a-orthographic-

projection-and-b-perspective-projection fig2 265693452

2. OpenGL Projection Matrix: Be6-caiir. URL:
http://www.songho.ca/opengl/el projectionmatrix.html

3. 3D Graphics with OpenGL Basic Theory: Be6-caiir. URL:

https://www3.ntu.edu.sg/home/ehchua/programming/opengl/CG BasicsTheory

.html

4. 3aci6 ctBopenHs UML niarpam: Be6-caitr. URL: https://app.diagrams.net/

5. Cmake noxkymenrariisi: Beo-cait. URL:

https://cmake.org/cmake/help/latest/guide/tutorial/index.html

6. Joxymenramis C++: Be6-caiit. URL: C++ reference - cppreference.com

7. UnrealEngine: Be6-caitr. URL: The most powerful real-time 3D creation tool -

Unreal Engine

8. http://ce.eng.usc.ac.ir/files/1511334027376.pdf

9. JloxymenTartis no boost: Be6-caiit. URL: https:/www.boost.org/

10. GLFW noxymenrarisi: Be6-caiit. URL:

https://www.glfw.org/docs/3.3/input guide.html
11.biomioreka SPDLOG: BeO-carit: URL:
https://github.com/gabime/spdlog/wiki/1.-QuickStart

12. Unity: Be6-caitr: URL: https://unity.com/

13.0penGL noxymenTartisi: Beo-caii: URL:
https://www.opengl.org/sdk/docs/tutorials/TyphoonlLabs/Chapter 3.pdf
14. Khronos OpenGL® and OpenGL® ES: Be6-caiit: URL:

https://registry.khronos.org/OpenGL-Refpages/

15. Glew: BeO-caiit: URL: https://glew.sourceforge.net/
16. GLM: Be6-cair: URL: http://glm.g-truc.net/0.9.5/index.html
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17. Intro to the trigonometric ratios : Be0-cair:

URL:https://www.khanacademy.org/math/geometry-home/right-triangles-

topic/intro-to-the-trig-ratios-geo/v/basic-trigonometry

18. Vertex Buffer Objects: Be6-caiit: URL:

https://antongerdelan.net/opengl/vertexbuffers.html

19. DirectX: Be0-caiit: URL: https:/support.microsoft.com/uk-
ua/topic/%D0%B7%D0%B0%D0%B2%D0%B0%D0%BD%D1%82%D0%B
0%D0%B6%D0%B5%D0%BD%D0%BD%D1%8F -
%D0%BF%D0%B0%D0%BA%D0%B5%D1%82%D0%B0-directx-
%D1%96-%D0%B9%D0%BE%D0%B3%D0%BE-
%D1%96%D0%BD%D1%81%D1%82%D0%B0%D0%BB%D1%8F%D1%8
6%D1%96%D1%8F-d1f5ffa5-dae2-246¢c-91bl-eele973ed8c2

20. API Vulkan: Be0-caiit: URL: https://www.vulkan.org/

21. JoxymenTamisa imgui: Be0-cait: URL:

https://github.com/ocornut/imgui/wiki#general-documentation

22. CryEngine: Be6-caiiT: URL: https://www.cryengine.com/
23. Introduction to Computer Graphics: Be6-caiit: URL:

https://www.geeksforgeeks.org/introduction-to-computer-graphics/

24. JloxymeHTaris 3 CTBOpeHHs aiarpam: BeO-caiit: URL:

https://venngage.com/blog/class-diagram/

25. Use _crtBreakAlloc to debug a memory allocation: Be6-caiiT: URL:

https://learn.microsoft.com/en-

us/troubleshoot/developer/visualstudio/cpp/libraries/use-rtbreakalloc-debug-

memory-allocation

26. Tunm 6i16mioTex: BeO-caiitT: URL: https://domiyanyue.medium.com/c-
development-tutorial-4-static-and-dynamic-libraries-7b537656163¢
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JOJIATOK A

Jlonatok HaBOAWTH BUXIJHUM KOJ OCHOBHUX KJaciB Ta 00’€KTIB irpOBOTO

pymrist Harmcanoro Ha C++. JlaHW KOJ JEMOHCTPYE CTPYKTYPY Ta J1a€ MOMKJIUBICTh

Kpallle 03HaHOMUTHUCH 3 APXITEKTYPOIO PYIIIisl.

Peanizariia kinacy kamepu:

Camera: :UpdateProjection ()

{
Engine::Application¥* app
Engine: :Application: :Get () ;
uint32 t Height = GlobalSettings::HEIGHT;
uint32 t Width = GlobalSettings::WIDTH;

_projection = glm::perspective (glm::radians( fov),
>(Width / Height),

GlobalSettings: :zNearPlane, GlobalSettings::zFarPlane);
}

Camera: :UpdateCameraVectors ()

glm: :vec3 front;

front.x = cos (glm::radians ( yaw))
cos (glm::radians( pitch));

front.y = sin(glm::radians( pitch));

front.z = sin (glm::radians (_yaw))

cos (glm::radians( pitch));

_front = glm::normalize (front);




glm: :normalize (glm::cross( front,

~up = glm::normalize(glm::cross( right, front));
}
Camera: :SetPitch (GLfloat pitch)
{
if (pitch < -89.0f)
{
_pitch = -89.0f;
}
else if (pitch > 89.0f)
{
_pitch 89.0f;

_pitch pitch;
}

UpdateCameraVectors () ;

Camera: :SetFov (GLfloat fov)

if (fov >= 1.0f && fov <= 120.0f)
{
_fov = std::clamp(fov, 1.0f, 120.0f);

Camera: :Instance () .UpdateProjection () ;

Peanizariis ciTku B pemakTopi 3a TOMOMOTOR0 IiekiaepiB. BepTekcuuit meiaep:




410 core

(location = 0) position;
near;
far;
nearPoint;
farPoint;
fragView;
fragProj;
projection;
view;
zNear;

z¥Far;

UnprojectPoint (
projection)
{
viewlnv = inverse (view) ;

projInv = inverse (projection);

unprojectedPoint = viewlInv * projlInv *
-0);

return unprojectedPoint.xyz / unprojectedPoint.w;

p = position;

nearPoint UnprojectPoint (p.x,

projection) .xyz;

farPoint = UnprojectPoint (p.x,

projection) .xyz;

near = zNear;

far = zFar;

fragView = view;

(x,

Y




fragProj = projection;

gl Position =

Peanizamis game loop:

Application: :Run ()
{
while (_isRunning && !glfwWindowShouldClose ( window-
>GetNativeWindow () ))

{

< >(glfwGetTime () ) ;
_deltaTime = time - lastFrame;

_lastFrame = time;

glClearColor (0.2f, 0.3f, 0.3f, 1.0f);
glClear (GL COLOR BUFFER BIT
GL _DEPTH BUFFER BIT);

for (Layer* layer : layerStack)

{
layer->OnUpdate (_deltaTime) ;

_imGuiLayer->Begin () ;
{
for (Layer* layer : layerStack)

{

layer->OnImGuiRender () ;

}
_imGuiLayer->End() ;

_window->OnUpdate () ;




