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BBE/JIEHUNE

[Ipu pazpaboTke MpoOrpaMMHOTO MPOLYKTa BCerja ObLIN BayKHBI YMeHbIIIe-
HUE CTOMMOCTHU ¥ YIIPOIIEHNE caMOTo IIpoliecca pa3padoTku. B HacTosiee BpeMs
CYIIIECTBYET OOJIbIIOE KOJIMIECTBO PEIIeHUl JIIsi JIOCTUXKEHUsT 9TUX Iiejieil, B TOM
quc/ie U IporpaMMHBbIX. B pa3paboTke UI'p IJIaBHBIM TaKUM PEIIeHHeM SIBJISZeTCs
HCIIOJIb30BAHIE CIEIUAJIbHBIX UT'POBBIX JBUYKKOB.

[enbio namHoit pabOThl ABJISAETCS UCCIE0BAHNE apXUTEKTYPbl PA3TMIHbIX
UT'POBBIX JIBIXKKOB. Ha ocHoBe jlaHHOrO 1McciieioBannsl HeoOX0ouMO pa3paboTaTh
COOCTBEHHYIO apXUTEKTYPY, KOTOpasi IO3BOJIUT pean30BaTh NPUJIOKEHHE ¢ MU-
HUMAaJIbHBIM (DYHKIIMOHAJIOM UI'POBOIO JIBUKKA.

[esbio mpakTUYEeCcKOil JacTh padOThI SIBJISETCS pas3padOTKa COOCTBEHHOI'O
UI'POBOIO JIBUKKA.

B pamkax mocTaJieHHBIX TieJieil ObLIN OIpeesIeHbI CJIeIYIONINE 3a/1aun:

— paspaboraTh apXUTEKTYPY JIBUKKA;

— pean3oBaTh HHTEP@ENChl UTPOBLIX 00HLEKTOB;

— peam30BaTh PeaJN30BaTh MEXaHU3MbI OTOOPaYKEHUS UTPOBBIX O0HEKTOB;
— peaJin30BaTh IOJCUCTEMY 3arPY3KH UI'POBOIl CIleHbl U3 (aiiios;

— peaim30BaTh BO3MOXKHOCTH YIIPaBJICHUS 00beKTaMU MIPU TTOMOIIN CIICHAPH-

€B, HallMCaHHbIX Ha CKPHUIITOBbLIX A3bIKaX IIPOr'paMMHNPOBaHMI.



1 UrposBoii JBU>KOK

B nepByto ouepe/ib, Jjis BBEJIEHUS B KOHTEKT PAbOThI, B JJAHHOIT Iy1aBe JIaHO
OIpeJieJIeHne TAKOTO MPOrPAMMHOTO MPOJYKTa, KaK MIPOBOil JIBIKOK. Onucana
ero oCHOBHasi (byHKIMOHAJIBHOCTD, & TaKKe MOJPOOHO PACCMOTPEHbI Pa3/InIHbIe
KOMIIOHEHTBI UI'POBOIO JIBIZKKA U UX POJIb B TOTOBOI CuCTEME.

Jlajiee paccMOTpeHbI HECKOJIBKO TIOIYJISIPHBIX UI'POBbBIX JIBUXKKOB, OIUCAHbBI
X OCHOBHBIE 0COOeHHOCTH U oTmans [1}2].

B saksovennn 1aHHOM TIaBBI PACCKA3AHO O TOM, MOYEMY UI'DOBbIE JIBIKKHI

HCIIOJIb3YIOTCA, U IIpUBEJCHbI OCHOBHBLIE IIPEMMYIIECTBa NX MCIIOJIb30BaHMA.



2 ApxureKkTypa pa3padaTbIBA€MOro UTPOBOTO JABUXKKA

B jlanHoi1 1y1aBe ONnchbIBalOTCs OCHOBHBIE apXUTEKTYPHbIE 0COOEHHOCTH pa3-
padaThIBAEMOTO UTPOBOTO JTBUKKA.

HeobxoIuMo OTMETHUTD, 9TO B JIAHHON paboTe paccMaTPUBAIOTCS TaKe KOM-
MOHEHTHI UTPOBOTO JIBUYKKaA Kak I'padudecknii 3D NBUKOK 1 MOy b 00pabOTKM
CIIeHAPHEB, TaK KaK OHU SABJISIIOTCS OCHOBHBIME 1 C X MTOMOIIBIO MOYKHO CO3/IaBATh
BITOJTHE (PYHKIIMOHUPYIONINE UTPHI. TaK, HarpuMmep, (pusndeckKoe B3anmMo/ieiicTBIe
00BEKTOB MOXKHO CUMYJTUPOBATH ITPH MOMOIIHU CIIeHAPHER.

B mepByio ouepesib B JAHHON IJlaBe OMPEIeIIIOTCs KOMIOHEHTDI, 13 KOTO-
PBIX JIOJKHA COCTOATH Urpa. PopManbHO UTpa COCTOUT U3 Habopa CIeH, CMeHs-
IOIUX JIPYT JIpyra B OlpeJie/IeHHble MOMEHTHI BpeMenu. Taxkum oOpa3oM, 1epBblii

KOMIIOHEHT, IIPEJICTAB/ISIIOIINIT BCto Urpy B 1iesoM, 310 Game (puc. [1)).

Scene Scene Scene

Pucynok 1 — KoMmoneHTbr urpbt

Hanee onpejienstercs, 910 n3 cebst MOXKET TPEJICTAB/IAThH KayKjias M3 CIIEH.
[TopobHO ONMUCHIBAIOTCS COCTABJISIONTIE KOMIIOHEHTHI CIIEHBI, KOTOPBIE MTOKA3aHbI
B BUJIe HEKOTOPOI YJI0OHOI mepapxuu, NpejcTaBieHHol Ha yupomienHoir UML
JuarpaMme, u300pazkeHHON Ha pucyHke [2

B zak/roueHnn JJAHHOMN TJIaBbl IPUBOJINTCA OKOHYATEIbHBII CITICOK KOMITO-

HEHTOB, U3 KOTOPBIX B pa3padaTbiBAEMOM JIBUZKKE COCTOUT HUIPA.
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Pucynok 2 — BazoBble KOMIIOHEHTBI UT'POBOIT CIIEHBI




3 I'paduyeckass moacucTeMa UTPOBOTO ABUXKKA

Oj1H0i1 U3 HEeHTPaJIBHBIX T€M JIAHHON PabOTHI sIBJISIETCsT pa3padboTKa rpadu-
YeCKOM IOJICUCTEMbI UTI'POBOIO JIBUKKA.

B nepByto odepenb B JaHHOI IiaBe IPUBOIUTCS OlpejieieHne rpaduiecKo-
My JBUKKY. [IpuBOIATCSA OTIIMIUTEIbHBIE OCOOEHHOCTH < UI'POBBIX» I'PaPUIECKIX
JIBUYKKOB OT HEMI'POBBIX [3].

JlaJiee TPUBOUTCST HECKOJIBKO ITPUMEPOB MOTOBBIX I'PpadUUYeCKUX JIBUYKKOB,
KOTOpbI€ MOYKHO HCIIOJIb30BaTh B COOCTBEHHBIX Pa3pabOTKaX, ONNUCHIBAIOTCSA HEKO-
Topble nxX ocobeHHocTu. OJIHAKO OHU B 3a9aCTYIO SIBJISIIOTCSI JIOBOJIbHO MACCHUBHBI-
MU U CJIOXKHBIME MPOJIYKTaMU, TIO9TOMY OBLIO B JIAHHOI pa3paboke JiydIie Hallu-
caTh CBOE COOCTBEHHOE peIleHNe, UCIIO0/Ib3YsT BO3MOKHOCTH I'paduieckoii OubJmo-
tekn OpenGL.

Hanee npupojurcs onpejenenne OpenGL. OObsicHsII0TCS IJIaBHbIE TTPUH-
uIbl paboThl JlaHHoi 6ubmorekn. [IpuBojgTCS JiBA OCHOBHBIX IYyTH PabOTHI C
OpenGL: nipu omorn puKCHpOBaHHOTO WK TPOrPAMMUPYEMOro KoHsediepa [4].

OnucebiBaeTCst apXUTEKTypa Kak PUKCHPOBAHHOTO, TaK U IIPOIPAMMUIPYEMO-
o0 KOHBeiepoB, HECKOJIBKO YIIPOIIEHHBI BapruaHT KOTOPOU IIPeJICTaB/ICH Ha PU-
cyHke [3]

[anee ommchbiBaeTcs, COOCTBEHHO, TPOIECC MTOCTPOEHNS N300parKeHus KOH-
Beitepom OpenGL.

B sak/odennn JgaHHOI IVIaBbl HMPUBOJATCS OTJIMNYUUS ITPOIPAMMUPYEMOIO
KOHBeliepa 0T (DUKCUPOBAHHOIO, a TaKKe HEKOTOPble 0COOEHHOCTU PAOOTHI C IIPO-

IpaMMUPYEMbIM KOHEepOM €O CTOPOHBI pa3pabOTUNKa IIPUIOYKEHUSI.

3.1 Apxurekrypa rpadmnieckoro JBUKKA

B jlamHOi Ty1aBe ONMKMCHIBAIOTCS apXUTEKTYPHbIE OCOOCHHOCTH KOHKDPETHO
rpaduIecKoii MoJICUCTEMbBI Pa3padaThIBAEMOI0 UI'POBOI0 JIBUKKA.

Bce orobpazkaembie 00bEKThI TaK WM HHAYE COCTOSIT U3 KAKOI'O-TO KOJINUe-
CTBa BEPIIIH, KOTOPbIE IIPU PEHJIEPUHTe OYIyT 00bEeINHATHCS B TOJTUTOHBI (0ObIY-
HO B TpeyrosibHUKN). [109TOMY B MEpBYIO 0OUepeib OMpeesisieTcst TO, KK 00beKThI
OyJlyT XPAHUTBHCS B IMaMSITH JIBUZKKA.

asiee TPUBOIATCA HECKOJIBKO OCODEHHOCTEH paboThl 10 MEPEeCchIIKe 0TOD-

pazKa€MbIX JaHHBIX B BUJICOIIaMATD. HO,ZLpO6HO OIICBHIBAIOTCS TaKe 00bEKTHI KaK

Vertex Array Object (VAO) u Vertex Buffer Object (VBO).
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Pucynok 3 — Kongeitep OpenGL

[ dparMeHTHbI }

[aee onpejesnsiercsd aJropuTM 110 pabore ¢ IeiijiepaMi B IPUIOYKEHUN U

[IPUBOJUTCS OlIpeJIeICHNE Ieitjiepa.

3.2 PazaumvHble TEXHUKW, UCTIOJIb3yIONecs B rpapniecKux JIBUXK-

KaX

B rZL&HHOIQ/JI IJlaBE OIIMCBbIBalOTCA HEKOTOPbIE TEXHUKU U 0CODEHHOCTH IIO II0-

CTPOEHUIO N300parKeHuil B rpapuiecKuil JBIKKaX.

3.2.1 Mopnenn ocsernieHus

Ha mansbIil MOMEHT cyIIecTBYeT OO0JIbIIIOE KOJIMYECTBO MOJIE/Iel OCBEIEeHNs
pa3INYIHON CJIOKHOCTH. B 1epByio odepeb TPUBOIATCS HEKOTOPBIE TPUMEPDLI MO-
JeJieil OCBeleHudd.

OpHOIl M3 caMbIX PaCHpPOCTPAHEHHBIX MOJeJeil OCBEIeHUsI sIBJISIeTCST MO-

neib @onra. B janHoit pabore ncnosib3yercs: umenHo oxa [5-7]. Mogesb ocserrie-
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Hus @onra TpedyeT cpaBHAUTEIHLHO HEMHOI'O PECYPCOB KOMIILIOTEPA, OJHAKO 00JIb-
ITUHCTBO ONTHYCCKUX SIBJICHUIT UTHOPUPYIOTCS JINOO pacCUYNTBIBAIOTCS ¢ T'PYObIM
HPUOINZKEHUEM.
[lajiee OMMCHIBAIOTCS COCTABJISIONINE UTOTOBOI OCBEIIEHHOCTH O0BEKTOB B
mogerm Pomra — donosas (ambient), paccestunas (diffuse) u rostanesas (specular).
[asee npuoauTcest popmyiia [l| paccuera ocBelIeHHOCTH TOYKHU Ha, IIOBEPX-

HOCTH KAKOI'O-TO OO'bEKTA.

—

[ = Ko I, + Kq(it, 1) + K(it, h)?, (1)

rje

—

7L — BEKTOP HOPMaJIl K MOBEPXHOCTU B TOYKE;

—

| — HampaBJieHUe TPOeNNpPOBatusl (HAPABIEHIE HA HCTOYHUK CBETA);
h— HaIpaBjeHne Ha HaOJI0IaTes;

K, — xo3ddurimeHT poHOBOTO OCBEIEHNT;

K — ko3 dunmenT 3epKajbHOIO OCBEIEHNS;

Kj— xoadbdurmenT auddy3HOro ocBeIeHus.

3.2.2 NcTtouyHuku cBera

®opwmyiia [l mokaswiBaeT 0Ol cirydail OCBeIeHusI JIObIMI HCTOIYHUKAMM
cBeta. B JlaHHOIl T1aBe ONMUCHIBAIOTCS PA3/IMIHbIE TUIIBI HCTOYHUKOB cBeTa [8]:
— manpasJeHubiil ncrounuk ceeta (Directional light source);
— Toveunblii ncrounnk ceeta (Point light source);

— mpoxkekTop (Spotlight source).

3.2.3 Penbednoe TekcTypupoBaHue

B koMmmbioTepHOil rpacduke 4acTO NPUMEHSIOTCS pa3JnydHble METOIBI pe-
JIbe(pHOTO TEKCTYPUPOBaHU JIJId MPUIAHIA OOJIbIIE PeATUCTUIHOCTH 00 HEKTaM
3a cUeT J100aBJIeHNs JIOTOJTHUTE/IHLHOM NH(OPMAITIN O TIOBEPXHOCTH O0HEKTA.

B nmanHO# T/1aBe MPUBOJNTCS OIpeeseHne U BO3MOKHOCTI TaKO! TeXHUKH

pesibebHOrO TeKTypupoBanus, kak normal mapping [9-11].

3.2.4 T'amMma-KoppeKIus

['1a3a BOCIIpUHUMAIOT CBETa He Tak, YeM KaMepbl. B mudpoBoii kamepe yiBo-
eHHOe KOJTMYECTBO (DOTOHOB, TMONAJIAIONTINX HA CEHCOD, O3HAYAET Y/IBOEHNE CUTHa~

Jla — JIMHellHad 3aBUCUMOCTb. O,ZLH&KO IJla3a YCTPO€HbI NHa4e. YBennuenue ocse-
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IMEHHOCTU BJ[BOE O3HAYAET, YTO CBET CTaJl JIUIIb CJIerka sipue. B jamHOil riaBe
IIPUBOJIUTCS PEIICHNE JAHHOI TPOOJIEMBI TIPH MOMOIIH TAKOTO NCKAKCHHST SPKO-
cTH IEpPHO-0EI0r0 MM TBETOJEICHHBIX COCTABIAIONINX IIBETHOIO M300pasKeHNs
KakK raMMa-Koppekist [12].

[Ipuourcst dopmyia 2, onpenessiionast crenenb KoppeKiun n3o0pazke-

HUA.

%ut - A‘/inry; (2)

rjie A caykut KosddunrenTom, a BXogHble Vi, 1 BBIXOJIHbIE Vi, 3HATEHHSI

— HeOTpunaTeJIbHbIEe BENICCTBCHHBLIEC M CJIA.

3.2.5 Kapra Teneii

Camo 110 cebe ocBellleHne 00bEKTOB B KOMIIBIOTEPHOI I'pacduke He Iojpa-
3yMeBaeT oTOpacbiBaHue nMu TeHeil. OHAKO TeHH HEOOXOIMMbI JIJId MPUIAHMI
n300parkeHuIo OOJIbIIell peaJucTUIHOCTH. B J1aHHOM IJIaBe OIMUCHIBAETCS TaKOi
MeTOJT co3ianust Tereil kak shadow mapping (kapTa Teneit).

[TopobHO paccMaTpuBaeTCs MPOIECC MOCTPOEHUsT KAPTHI TEHEll JIJ1s1 0HOTO
ncrounnka ceeta [13-15]. Kpome Toro, ormeuaercs pasHuiia B TOCTPOCHUN KapT

TeHeit JJIA Pa3JIM9IHbIX TUIIOB NCTOYHHUKOB OCBCIICHMA.
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4 Pa3zpaboTKa UTPOBOTO JBUXKKA

JlaHHast ryaBa siBJISIETCSI OIICaHUEM ITPAKTUIECKON YacTi HaCTOsIIel pado-

ThI, TO €CThb HaIlOCPEJICTBEHHO CaMOil pa3spabOTKI UTPOBOIO JIBUYKKA.

4.1 IIporpaMmMmHOe OKpy2KeHHe pa3pabaTbIBaeMOro ABUXKKA

B nanHoit rjiaBe MPUBOJNTCH ONUCAHWE TPOTPpAMMHOE OKPYy KeHHWe paspa-
HaTHIBAEMOTO NMPUJIOYKEHNS. B 9acTHOCTH OMCHIBAIOTCS OTepAllnOHHASA CUCTEMA, B
KOTOPOIT BejleTcs pa3paboTKa, SI3bIK pa3pabOTKM, BEPCUN KOMITUISITOPA U CUCTe-
MBI COOPKH H TIP.

Kpome Toro nepevuncasiorces JOMOTHATEIbHBIX ONOJINOTEKHN, NCIOTb3yeMble

B pa3paboTKe, a TakzKe OMUChIBAETCsT UX (PYHKIMOHATLHOCTE [16,(17,|17H32].

4.2 Tlosiesuble BcioMorareJibHbIe KJIaCChI

B pazpaborke npumiaoxKeHus OyleT IOJIE3HO MMETh HEKOTOPhIE BCIIOMOTa-
TeJIbHbIE KJIACCHI, YIIPOIIAIONINE HAUCaHNe OCTAJIbHOIO Koja. B manHoil riase
OITMCBIBAIOTCS TaKle BCIIOMOraTe/IbHbIe KJIACCHI.

B paspabaTbiBaeMOM JIBUKKE TUIIOM XPaHEHUS UT'PBI B TOCTOSHHON MAMSITH
spiisiercss XML. [Tosromy, Kpome Bcex MPOYMX, BOJUTCS U TTOAPOOHO OMUCHIBACTCS

kiacc XMLReader aj1g paboThI ¢ JJOKYMEHTAMHU TAKOTO THUIIA.

4.3 Pa3zpaborKa rpadpmndeckoro JIBHXKKa

B jannoii riiaBe onmuchIBAIOTCS OCHOBHBIE KJIACCHI, COCTABJIAIONTIE Tpadutie-
CKYIO TIOJICUCTEMY pa3padaThIBAacMOT0 UI'POBOIO JIBUKKA.

B nepByto odepesb, 9TO KJacchl-00epTKHU JIJisi yI00HON paboThl ¢ Ieiijie-
pamu Shader u ShaderProgram. [IpuBouTcs nx moapodHOe ONucaHue, a TaKyKe
BarKHbIe MOMEHTBI B peajin3aliuid X MeTO/IOB.

Cute1y1oIuM 3TaloM IIPUBONTCS pa3paboTKa CaMuX IIeiiepos.

B niepByto ouepe/ib onpe/ie/isieTcs, KaKue meiiiepbl HCOOXOIUMBI 1 JIJI Yero.

— simple — oTBeYaeT 3a HEMOCPEICTBEHHO OTPUCOBKY BCEX OOBHEKTOB;
— shadow — oTBedJaeT 3a OTPUCOBKY 00BEKTOB B KapThl TEHEIT;
— skybox — oTBeJaeT 3a OTPUCOBKY CKailbOKCa;
— gui — oTBeuaeT 3a OTPUCOBKY I'pamidecKoro mHTepdeiica.
[laJiee onmcbiBaeTCsi HEIIOCPEICTBEHHO pa3pabOTKa KazKJIoro U3 BbIIE00O-

3HAYCHHBIX MICHICPOB.
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Cite/LyoIuM 9TaIOM OIMCHIBAETCS IIPUMEP HCIOJIH30BAHUS IIEHIepOB 1IPH
BBIBOJIE M300pakeHnsi 00ObEKTOB Ha 3KpaH. [IpuBoggTcs BazKinble MOMEHTBI B Pe-
AJN3AINT MEXaHU3MOB OTOOpaXKeHnsi 0O BHEKTOB.

asiee BBOJATCS U MOJPOOHO OMUCHIBAIOTCS JIOMOJHUTEIbHBIE KJIACCHI JIJIs
pabOTHI CO CIMCKOM e IepoB, JIjId YTeHnd KoHurypanuii meiijgepos m3 XML-
daitsioB, a Tak¥ke s pabOTHl ¢ OKHOM, B KOTOPOM IPOUCXOJIUT OTOOparKeHue

UTDHI.

4.4 IIpoMeKyTOYHbBII pe3yJIbTaT

B mannoii riaBe MOABOAATCS TTPOMEKYTOUHBIE UTOTH O PeaTn30BaHHOMY K
JTAHHOMY MOMEHTY (PYHKIIMOHAJY MUTPOBOTO JIBUKKA.

Taxke HIPUBOIUTCA IPUMEP HCIIOJIb30BaHUA HOﬂyquHOﬁ CUCTEMBDBI.

4.5 NrpoBble 00 bEKThI

Coeytomum marom 6yjier paspaboTka cCOOCTBEHHO UTPOBBIX 0OObEKTOB (Ka-
Mepbl, UCTOYHUKN CBETA U JIp.), CIEHBI M CAMOW WI'DBI, COLJIACHO apXHTEKTYpe,
npuHATON B passeine [2]

B nepByto odepeb B JIaHHOI IiaBe OLpeJIesisieTcsl TO, KaK OYIyT IPOU3BO-
JIATHCSI CJIeIyIIne JeficTBusI:

1. orobpazKkeHue ClieH Ha SKpaHe;

2. 0bpaboTKa, CIleHAPUEB.

4.5.1 OTpucoBka 00bEKTOB

B nanHoil ryiaBe, yauThIBasg apXUTEKTYDPY, paspaboTanuyio B pasese 2] BBo-
JINTCS U IIOAPOOHO OIMCHIBAETCS I0C/IeJ0BATeIbHOCTD JIeHCTBUIL JI/IsT OTOOpaske-

HUA CHEH 1 UX 00 BEKTOB.

4.5.2 O6paboTKa ClieHapHeB UI'PhI

B nmanHOIll raBe, B CBOIO OY€pe/lb, ONPEIEIAeTCs U OIIChIBAETCS TOCIEI0-

BaTeJbHOCTD JIeHCTBUIl JI/IsT 00pabOTKU ClIeHApPUEB UrPHI.

4.5.3 PazpaboTKa KOMIIOHEHTOB UT'PbI

Jlajiee MOXKHO IEPEXOJINTH K PaspadOTKe OCHOBHBIX KOMIIOHEHTOB HIDHI.
[IpeHasHauenne Kax0ro u3 HuX ObLIO OIUCAHO B pasjeie [, mosToMy B JaHHOM

pasaesie MIpuBOJATCA OCHOBHBIE Ha60pbl UX II0JIeH 1 METOLOB.
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BayKHbIM 9TAIOM sBJISIETCsl PAOOTHI JIBUKKA, sIBJISETCsT CO3/IaHNEe BCEX UIPO-
BBIX 00'bEKTOB COTJIACHO KOHMUTYyparuu, 3aianHoit Bo Bxojgnom XML-daitne. s
9TOTO BBOJUTCA U OMHUCHIBaeTcd Kjaace GameReader. Ero ocHOBHOI TeTbIO ABJIS-
eTcs areHue Bcero daiijia u jJodaB/eHre MPOYNTAHHBIX 00bEKTOB B IVI0OAJIbLHBIH

oobekT Game.

4.6 Moayab o6paboOTKN ClieHapueB

Ciie Iy oImM 3TaM sIBJIIeTCs pa3paboTKa PyHKIMOHAIA MOIYJ/IsT 00pabOTKH
CIleHapHUEB.

B kadecTBe cKpUIITOBOTO s13bIKa MporpamMMupoatst Bbiopan ChaiScript [22]
Kak HanboJjiee yIoOHbIN TPU MPUBS3bIBAHUN PYHKINN 1 KiraccoB C++.

B nannoil ryiaBe nmpuBouTCs onucanne paborel ¢ ChaiScript npu peannza-

1un pYHKIIMOHAJIA 110 00PabOTKN UI'POBBIX CIIEHAPUEB.
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5 /lemoHcTpalus paboThl C pa3padoTaHHBIM JIBUKKOM

B kauecrse gemoHcTpaiun paboThl pa3paboTaHHOIO JIBUKKA B JIAHHOI 1111a-
BE€ C €ro MOMOIIBIO IPUBOJANTCS IIPUMED CO3AaHNsT HEOOJIBIIOM IPOCTOI UIPHI.

[IpuBopurcsa noapodbHoe onucanne XML-daiiia ¢ Kondurypalueir urpbl, a
TakzkKe aiisia ¢ OCHOBHBIM CII€HAPHEM HIPbI.

B zax/ioueHnn MpUBOJISITCS CKPHUHIIOTHI, JEeMOHCTPUPYIONINE PabOTOCIIO-

CcOOHOCTB UT'PbI, CO3JAHHON IIPU ITOMOIIU CO3/IAHHOIO JIBUXKKA.
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SAKJIIOYEHNE

B pesyibrare gaHHOl pabOTHI:
— ObLIN M3yYeHBbI Pa3/InUHble TEXHUKU, UCIIOJb3YIONNEeCs] B PA3JIMIHBIX IPa-
dryecknx JBUKKAX;
— ObLI paszpaboTaH COOCTBEHHBIN I'paduuecKmii JIBUYKOK C HCIIOJIb30BaHUEM
oudmorexkn OpenGL;
— OblLj1a U3y4eHa apXUTeKTypa HEKOTOPBIX HOIIY/ISIPHBIX UI'POBBIX JIBUYKKOB;
— Obli1a pazpaboTaHa cOOCTBEHHAST apXUTEKTYPa MPUJIOYKEHIST, Pea N3y I0NIero
MUHUMAJIBHBIN (DYHKIIMOHA UTPOBBIX JIBUKKOB;
— Ha OCHOBE IOJIYYeHHOI apXUTeKTYPhl ObLI pa3padoTaH cOOCTBEHHBII UI'PO-
BOIl JIBUZKOK;
— OBLII CYIIECTBEHHO YJIYUIIeH HaBbIK Pa3paboTKu Ha sA3bike C+4+;
— JIJIsI IeMOHCTPAIIN BO3MOYKHOCTEll IOy YeHHOI'O MPUJIOZKEHHUSI C ero IIOMO-
B0 ObLIa MOCTPOEeHA HEOOJIbIIAsT IPOCTAsT Ur'pAa.
Ha ocHoBe 110J1y4eHHbIX Pe3yJIbTaTOB MOYKHO CIEIATh CJIEYIONNEe BhIBOIbI.
B nanHoit pazpaboTke paccMaTpUBaJIUCh TOJIBKO CaMble TJIaBHbIE KOMIIOHEH-
ThI HI'POBOI'O JIBIZKKA: rpaduyeckast oJCHCTeMa U MOJLyJIb 00pabOTKU CIieHAPUEB.
B nasibHeiiem BO3MOXKHO J100aBIeHIE IPYTHX KOMIIOHEHTOB, HAIIPUMED, HHTEPEeC-
HOIT 3aJiadeil OyjaeT paszpaboTKa (PU3MIECKOro JABUKKA, JIMOO »Ke UCIOJIH30BAHIEe
IOTOBOTO.
B nacrosiiiiee BpeMsi HAOUpaeT MOIYJ/ISIPHOCTh HU3KOYPOBHEBasI a/IbTepHATH-
Ba OpenGL — Vulkan. JIjs1 obecriederust OoJibIiei MpOn3BOANTEIHLHOCTH 1 KPOC-
c11aTOPMEHHOCTH MOYKHO Pean30BaTh rpaduiecKuii IBUKOK, HCIIOIb3YsT TMEH-
no Vulkan mym, nanpumep, DirectX.
rpoBoit 1BUXKOK sIBJISIETCS OOJIBIINM 1 KOMILIEKCHBIM IIPOIPAMMHBIM IIPO-
aykroMm. Hecmorpst Ha 9T0, 3a/1ada 110 pazpabOTKe UI'POBOIO JBUKKA BIIOJIHE MO-
’KeT ObITh BBINIOJTHEHA OJHUM YeJ0BEKOM. Bjiarogapst TOMy, 9TO OHa COIEPIKUT
JIOBOJIBHO MHOI'O Pa3IMIHBIX aCIIeKTOB CO3IaHIs IPIIOKEHNI, pa3paboTKa UrPo-
BOT'O JIBIUZKKA MOYKET BBICTYIIATh B KQUeCcTBe yIeOHOIO MPOEKTa, a JTaHHas padboTa

MOKeT ObITH HCIOJIb30BaHa B Ka4eCTBe MEeTOAMNYICeCKOI'O 110CO0NS.
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