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PE®EPAT

[TosicHroBabHA 3amuicka KBamidikamiiaoi podotu: 66 c., 16 puc., 1 Tadm.,

1 noxn., 17 mxepen.

KOMIT'IOTEPHA TPA®IKA, 3D-MOIAEJIIFOBAHHA, BI3YAJII3ALIA,
TPAHCOOPMAILA, KOOPAMHATHA CUCTEMA, BEKTOP, MATPULA,
KAMEPA, IIEPCIIEKTHUBHA IIPOEKILIIA, JAVA, T'APBAK-KOJIEKTOP,
KPOCIIJIAT®OPMHICTD, BIBJIIOTEKA, APXITEKTYPA ECS, IIABJIOHU
[TPOEKTYBAHHA, SOLID-ITPUHIUIIN, MOAYJIBHICTDb, OPENGL, JOGL,
JOML, JINPUT, GLSL, IIENJIEP, TEKCTYPA, MEIII, UV-KOOPJIUHATH,

Mertoro kBamidikaiiiHoi podoTu € po3podka kpocmiaaThopMHOi 610T10TeKH
s 3D-Bizyamizamii 3 BukopuctanHsM OpenGL, mio 3abe3neuye 0a3oBuid
GyHKITIOHAT pPEHACPHHTY, OOpOOKM BBOJYy Ta MOXKJIHUBICTh IOAAIBIIOTO
PO3IIMPEHHS.

VY xomi BuUKOHaHHS KBamidikaimiitHoi poOGotu Oyso cTBOpeHO TrpadiuHy
616;10TeKy Ha MOBI Java, 10 103BOJISi€E BUBOJAUTH HA €KpaH MPOCTI TPUBHUMIpHI
00’€KTH, OOpPOOJIATH B3a€EMOJIII0 3 KOPUCTYBAYEM Ta THYYKO 3MIHIOBATH CIEHY. Y
peamizailii TPOEKTy BUKOpUCTOBYBasuch Oi0mioreku JOGL (mns B3aemomii 3
OpenGL), JOML (o1 maremaTH4HHX po3paxyHkiB) Ta JInput (mns oOpoOku
KOPUCTYBAIIbKOTO BBOJY). ApxiTekrypa O0101i0Tekn m0o0yJ0BaHa Ha OCHOBI
KOMIIOHEHTHOTO MiAX0Ay, 110 3a0e3neuye MpocTOTy MacmTaOyBaHHS —Ta
HNIATPUMKY MailOyTHIX JTONOBHEHb. Y po0OOTI OyJi0 BpaxoBaHO K (yHKIIOHAJbHI,
Tak 1 HePYyHKIIOHATbHI BUMOTH — MPOAYKTHBHICTh, KPOCIUIAT(POPMHICTH
(Windows/Linux), MOAYJBHICTh 1 u4ucTOTa Kouay. OTpuMaHHWii pe3ynbTaT €
HAJ1HOI0 OCHOBOIO [IJIsl TIOJIAJIBIIOT0 PO3BUTKY BJIACHOTO IpadiyHOro pyuiis ado

SIK HaBYAJIBHOT'O 1HCTPYMEHTY U1 O3HalHOMJIEHHS 3 TpuHuunamu 3D-rpadiku.



ABSTRACT

Bachelor’s thesis: 66 pages, 16 figures, 1 tables, 1 appendices, 17 sources.

COMPUTER GRAPHICS, 3D MODELING, VISUALIZATION,
TRANSFORMATION, COORDINATE SYSTEM, VECTOR, MATRIX,
CAMERA, PERSPECTIVE PROJECTION, JAVA, GARBAGE COLLECTOR,
CROSS-PLATFORM, LIBRARY, ECS ARCHITECTURE, DESIGN
TEMPLATES, SOLID PRINCIPLES, MODULARITY, OPENGL, JOGL, JOML,
JINPUT, GLSL, SHADER, TEXTURE, MESH, UV COORDINATES.

The major goal of this thesis is to develop a cross-platform library for 3D
visualization using OpenGL, which provides basic rendering functionality, input
processing and the possibility of further expansion.

In order to complete qualification work, a graphical library in Java was
created that allows you to display simple three-dimensional objects, process user
interaction, and flexibly change the scene. The project was implemented using the
JOGL (for interaction with OpenGL), JOML (for mathematical calculations), and
JInput (for processing user input) libraries. The library architecture is based on a
component-based approach, which ensures easy scalability and support for future
additions. The work took into account both functional and non-functional
requirements - performance, cross-platform (Windows/Linux), modularity, and
code cleanliness. The result is a reliable basis for further development of your own
graphics engine or as a learning tool for familiarizing yourself with the principles

of 3D graphics.
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CKOPOYEHHA TA YMOBHI IIO3HAKH

API — Application Programming Interface (iHTepdelic npuKIagIHOTO
porpamMmyBaHHS)

AWT — Abstract Window Toolkit (abcTpakTHu#l iHCTpyMEHTapiil BIKOH)

CPU — Central Processing Unit (ieHTpansHUi IpoLiecop)

EBO — Element Buffer Object (6ydep enemeHTIB)

ECS — Entity-Component System (cuctema «CyTHICTb-KOMITOHEHT))

FPS — Frames Per Second (kazipiB Ha CeKyHIY)

GC — Garbage Collector (36upau cMmiTTs)

GPU — Graphics Processing Unit (rpadiunuii mpoiecop)

GLSL — OpenGL Shading Language (moBa meiinepiB OpenGL)

GUI — Graphical User Interface (rpagiunuii inTepdeiic kopuctyBaya)

IDE — Integrated Development Environment (iHTerpoBaHe cepeaoBHIIE
PO3pOOKH)

IO — Input/Output (BBia/BUBII)

JOGL — Java OpenGL (Java-obroptka Hax OpenGL)

JOML - Java OpenGL Math Library (marematuuna Oi0mioTeka ist
OpenGL Ha Java)

JRE — Java Runtime Environment (BukoHyBajbHE cepeoBuiie Java)

JVM — Java Virtual Machine (BipTyanbHa mMamuHa Java)

OOP -  Object-Oriented  Programming  (00'ekTHO-Opi€HTOBaHE
porpamMmyBaHHS)

VBO - Vertex Buffer Object (6ydep BepmmH)



BCTVII

3 PpO3BUTKOM TIpaiyHUX MPUCKOPIOBAYIB CBIT TOYaB HAMOBHIOBATU
Bi3yaJbHHUM, CTBOpeHM Ha Komi torepax koHTeHT. llle 50 pokiB Tomy Bci
cnerneekTH y (HiTbMax CTBOPIOBAIHCS 3a JOIIOMOTOIO0 Pi3HOMAHITHUX TPIOKIB 200
KacKaJiepiB, 1 BaXXKO OyJIO ySIBUTH, III0 BUOYX YW 3axiJ COHIISI HA 1HIIN TUTaHETI
MOKYTh OyTH BIATBOPEHI IITYYHO — Ta IlI€ ¥ HACTUIBKH peaTiCTUYHO, IO iX Maiike
HEMO>KJIUBO BIJIPI3HUTH BiJl CTIPABKHIX.

Cporosi Bxe CKJIaJHO YSIBUTH 3BOPOTHE: 1100 (IbM HE BUKOPUCTOBYBAB
KOMIT FOTE€pHI creleeKTH. 3aBAsIKU TOCTYIHOCTI OOYUCITIOBAILHUX MOTYKHOCTEN
HaBITh HU3BKOOIOKETHI MPOEKTH MOXKYTh JO3BOJUTU COO1 BUKOpuUCTaHHS 3D-
rpagiku.

be3z komm’roTepHOoi Tpadiku ChOTOAHI HE OOXOIUTHCS aHli IpE3eHTAIlis
MPOJYKTY, aHl HaBITh I1HXKEHEPHE TMPOEKTYBaHHA. Y BCIX Taly3sX — BIJ
MalmMHOOYAyBaHHS 10 CTBOPEHHS pO3BAXKAJTIbHUX 3aCTOCYHKIB — yCl 3aJ1€KaTh BiJl
mTy4yHoi Tpadiku 3aBASKM 1i BIAHOCHO HHU3BKIM BapTOCTI Ta CHJIBHOMY
Bi3yaJbHOMY BIUIMBY Ha KIHIIEBOTO CIIOKMBauda. AJKe JIEIIEBINE CIPOEKTYBAaTH
Ky30B aBTOMOOUIS Yy CHELiali30BaHOMY TNPOrpaMHOMY 3a0e3NedyeHHi, HIXK
CTBOpIOBaTH (I3MYHUIA MakeT. A KymyBaTH NPOAYKT Yy KpacHUBOMY JU3aiiHI
MPUEMHIIIIE, HIK TOM, B IKOTO JU3aiiH HE BUHOCUTh KPUTUKHU Cy4aCHOCTI.

Jlo mosBu  TpadiuHMX  MPUCKOPIOBAYiB  KOMIT'IOTepHa  rpadika
oOumuciroBanacss Ha 1eHtpaigbHoMmy mporecopi (CPU). ITlpore CPU morano
MIIXOAUTh JIJISL 3aBAaHb PEHJEPUHTY uepe3 crenudiky napajieabHUX OO0YUCIIEHbD,
xapakTepHux g Trpadiku. OmHodacHa oOpoOKa MiIBHOHIB IIKCETIB, CKJIAIHI
pO3paxyHKH CBITJIa YU TEKCTYpyBaHHA OO'€KTIB MOXYTh OyTH BHKOHAHI Ha
cremiaJbHOMy OOJNaJHaHHI SIK€ MIATPUMYE BEJIMKY KUIbKICTh MapalieIbHUX
oOuuciens. [ mux motpeod 1 Oyso crBopeHo rpadiuni BixrBoproBadi (GPU).

UYepe3 BeNMKY KUIbKICTh PI3HMX MPUCKOPIOBAYIB CTBOPEHHS Mporpam

OKpEeMO IiJi KOXXHOTO 3 HHUX € MaJoe()eKTUBHHUM Ta HEMpakTUYHUM. J[7s
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po3B'si3aHHA 1€l poOsemMu Oynu po3poOieHi rpadiuni API, Taki sk OpenGL,
Vulkan, DirectX, Metal — BoHM 3a0e3meuyroTh yHIBEpCaJlbHHI 1HTEpdenc Mix
nporpamMamMu Ta rpadiuaumu npuctposmu. Lli APl cmyxare yHiBepcaibHUM
MICTKOM MK POTPaAaMHUM 3aCTOCYHKOM Ta arapaTHUM 3a0€3MECUCHHSIM.

Koxen rpadiunmii APl mae cBoi gocratku Tta Hemomiku. lle moxke
OPOSBISATUCS y MIATPUMIN KPOCIIIAT(HOPMHOCTI, CKJIQIHOCTI, ONTHUMI3aLIN s
PI3HUX CUCTEM YM JIOCTYMY J0 HU3bKOPIBHEBOT'O KOHTPOJIIO.

3a nonomororo rpadgiunux APl He TINBKU CHIPOILY€ETHCS MPOLIEC CTBOPEHHS
rpaiyHUX 3aCTOCYHKIB, a TAaKOX 3 SBISETbCS MOJMJIMBICTb PO3LIMPEHHS
HOIATPUMKH 3aCTOCYHKY W Ha I1HUI cucTeMH. Tak A NpUKIaay MOXHa HAaBECTU
irpoBi pyuii Taki sk Unity abo Unreal Engine, B HUX € MOXJIHUBICTh 00paTH KU
came APl BUKOpPHCTOBYBaTH UIsl PEHAECPUHTY, L0 T03BOJIAE PO3POOHUKY OUIBII
TOYHE HaJaIITyBaHHS MPOrpamHu IiJi oOpaHy CUCTEMY 3 MIHIMAJIbHHUMH 3MiHAMU B
KO/l.

He nuBnstanch Ha MOKIMBOCTI siki Taki APl HajgaroTh, 3 iX BUKOPHUCTAaHHAM
BUHUKAIOTHh CKIAQAHOCTI. Tak At CTBOPEHHs 6a30BOi mporpaMu 3 BUBOIY KyOa Ha
eKpaH MOTPIOHI HE TUIBKW JOCHUTh TJIMOOKI 3HAHHA CaMOi MOBHU IPOrpamMyBaHHS
sIKa BUKOPUCTOBYETHCS NIl CTBOPEHHS 3aCTOCYHKY, a i 0a30B€ pO3yMiHHS BHUIIIO1
MaTEeMaTHKH, KOMIT IOTEPHUX HayK Ta 3HAHHA TaKUX KOHIEMIN SK KOHBEEP
pPEHCPUHTY, MICHIEPH, CUCTEMH KOOPJIMHAT, MAaTPUIll TpaHChOopMaIliii, KepyBaHHS
nam’saTTi0. Takox API B cepeHbOMY X0Y 1 MAalOTh CXOXY CTPYKTYpY, ajie MaroTh
CYTT€BI1 BIAMIHHOCT1 Y TOCTYNHUX (YHKIIISIX Ta PI3HUNA CUHTAKCHC MOBH IIIECHIEPIB.
[IBuakuii po3BUTOK TpadiuHUX MPHUCKOPIOBAYIB BHOCUTH CBOi 3MiHM B API Tak
JUISL miATpUMaHHs crenudiuaux MoxuiuBocTed B OpenGL Oyno mogaHo MexaHizm
po3mpens. Jle mnporpamMHO MOXKHA 3alUTaTH CUCTEMY TMPO  MIATPUMKY
cnenupIYHOTO pO3IIMPEHHS.

BuxopucroBysaru rpadiuni APl Hanpsimy Ayske CKIaaHO 4epe3 iX HU3bKHM
piBeHb. lle MOXHaA TIOPIBHATH 3 HAMMCAHHAM MPOTPaM Ha MOBI MPOTPaMyBaHHS
Assembler. Tak mnporpamu OyayTh BHCOKO OITHMIi30BaHi, aje€ BapTICTh 1

CKJIQIHICTh CTBOPEHHS TaKOTO MPOIYKTY 3aTbMapHUTh MIBUAKICTH 11 podoTH. Tomy
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3a3Buyail popmMytoTh npomapok Mix rpadgiuaumu APl Ta komom camoi nporpamu
— rpadiuni 0i0mioTexku. Takuii miaxia 3HIMA€E BiAMOBIIAIBHICTh 32 B3a€EMOJIIIO 3
API 3 mporpamicrta KIiHLIEBOTO MHPOAYKTY Ha TOTO, XTO pO3podisie rpadiuHy
010110TEKYy .

binpmricts  rpadiunux 0i0mioTeK HE TUIBKM  HAJAI0Th  MOKIIHUBICTH
B3aemoniatu 3 rpadiuaum API y crnpomenoMy Burisii, a 1 HagalOTh JTOAATKOBI
IHCTpYMEHTU PO3POOHMKY, Takl SK: BiKHA, (DYHKI B3a€MOJii 3 KOPUCTyBayeM,
abcTpakiii ais Jerkoi B3aeMoii 3 610J110TEKO0 Ta OaraTo 4oro iHIIOTO.

bibmioTekn CTBOPIOIOTHCS HA BEJHMKIM KUIBKOCTI MOB MpPOTpaMyBaHHS.
ABXEX JJii TaKoro THUIYy TIPOEKTIB 3a3BUYaili BUKOPUCTOBYIOTH MOBU
mporpamMyBaHHS SKi MarOTh BEIUKY INBUAKICTP BHKOHAHHS Ta HaJaOTh
MO>KJIMBOCTI ISl B3a€MOJIii 3 KOMIIOHEHTaMH cucTeMu Harpsimy. Taki sik C ym
C++. Ane dyHkiioHan s Bigyandizaimii mNoTpiOeH s OUIBIIOCTI MOB
nporpamyBaHHs. HaBiTh 111 Takoi BIZHOCHO MOBLIBHOT MOBU MPOTrpaMyBaHHS SIK
Python icHytoTh iHTEepdeiicu s B3aemo/ii 3 rpadiunuMu 010I10TeKaMU HaIPsIMY .
Taxki iHTEepdeiicu 3a3BHyUail Ha3UBAKOTh OOTOPTKAMU, Yepe3 Te, 10 BOHU Maiike He

3MiHIOI0Th BUTIIsSIT APl 10 sikoT0O Ha/ar0Th JOCTYII.
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1 AHAJII3 ITPEJIMETHOI OBJIACTI

1.1  MoBu nporpaMmyBaHHsI

3a Bech yac icHyBaHHS cdepH MporpaMmyBaHHs OyJI0 CTBOPEHO Oe3Mid pi3HUX
MOB TIpOTpaMyBaHHSI ISl BEIMKOI KUIBKOCTI PI3HHX TMOTped. SKich OuIbII
HiAXOASTHh IS CTBOPEHHS CEpBEPHOI YACTMHU MAOJATKiB, SIKICb B OCHOBHOMY
BUKOPUCTOBYIOTbCS JUIsl po3poOKu rpadiuHux iHTepdeiciB kopuctyBada. Jlo
OCHOBHUX XapaKTEPUCTHK MOB IPOTrPaMyBaHHs MOKHA BITHECTU: IPOTyKTUBHICTb,
po0OOTy 3 mam’sTTIO, MPOCTOTY, MIATPUMYBaH1 IUIAT(GOPMH, BHKOPHUCTOBYBaHI
napaaurMud nporpamyBaHHsA. s po3pobku 6i6mioreku 3D-Bizyamizamii Bcl 1
XapaKTEPUCTHKH € BAYKITMBUMH.

C — MoBa nporpaMmyBaHHsI, SIKa € OJIHIEI0 3 HAUCTapIInX, aje JO0C1 aKTUBHO
BUKOPHCTOBYBaHMX. BOHa Ma€e BUCOKY IIBHUJKICTh BUKOHAHHS, PYYHHI KOHTPOJIb
HaJ TIaM’SITTIO Ta Ha/la€ JOCTYM JO0 CUCTEMHUX KOMIOHEHTIB. 3aBAsSKN OJIM3bKOCTI
no «3amiza» (hardware) msg mMoBa He € MyJIbTUILIATGOPMHOIO B CY4acHOMY
pPO3yMiHHI: KOJ JJI1 KOXHOI TIaTGOpMH YW  apXITEKTYpU JOBOJUTHCA
KoMmmimoBaTd okpemMo. C € TMpoleaypHOI MOBOK, TOMY HalHMCAaHHA Ta
CTPYKTYpYBaHHS BEJIMKHUX MPOrpaM YCKIATHIOETHCS 31 3pOCTaHHSAM MpoekTy. Kon
Ha C cTae CKIQIHUM JJI PO3LIMPEHHS, BIIJIArOJKEHHS YU MIATPUMKH.

C++ — MoBa nporpamyBanHs, oxigHa Bif C, ska Hagae MoxiauBocTi OOIN,
mabJIOHIB, MEPEeBaHTAXKEHHs omeparopiB tomro. 3aBasku miaTpumii OOIl Bona
JIO3BOJIIE  BUKOPHUCTOBYBAaTH BHUCOKOPIBHEBI abcTpakiiii, 30epiratoumn
HU3LKOPiBHEBHIT KOHTPONb Ta e€(EKTHBHICTb. i 3aCTOCOBYIOTH Y CHCTEMHOMY
porpamMyBaHHi, po3po0Il IrpOBUX PYIIIiB, IpaiyHUX 3aCTOCYHKIB, BOYJIOBaHUX
cucteM 1 T.a. Jlo mepeBar C++ HanmexaTb: KOHTPOJb HaJ Iam’SITTIO, BHCOKa
MIBUJAKICTh BUKOHaHHA. CaMe ToMy i BUKOPHCTOBYIOTh Y TpadiuyHux 010a10TeKax
(OpenGL, DirectX, Vulkan), ne mBUAKICTE KPUTUYHO BaxkiauBa. o HeMOJIKIB

MO’KH@ BIIHECTH — CKJIAJHUI CHUHTAKCHUC Yepe3 MIATPUMKY KIJIbKOX IMapajurm
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(OOII, mpouenypHa, y3arajibHeHe mporpamyBanHHs). Sk 1 C, BOHa MHIATpUMYE
Oarato miatdopmM, aje KoJ TaKOXK MOTpedye OKpeMoi KOMITIISAILIII.

Java — cywacHa 00’€KTHOOpiI€HTOBaHa MOBa, SKa KOMITUTIOETHCS B
NPOMIKHMI OalT-KOJ, 110 BHUKOHYEThCA Ha BipTyanbHid MamuHi (JVM). lLle
poOuTh 11 KpocmiarGopMHOIO: OalT-KOI Mpamroe Ha Oynb-AKid cuctemi 13
BcTaHOBIIeHUM JVM. Java BUKOpHCTOBY€THCS B KOPHOPATHBHIM Ta MOOUIBHIN
pO3po0IIi, a TaKOX JIJIsi CTBOpPEHHS 1HTepdeliciB. Xoua BOHA PIJKO 3aCTOCOBYETHCS
s 3D-rpadiku, 11 MOXXHA BUKOPHUCTOBYBATH JUIs HaBUYaIbHHUX IIUIed. 3a
MBUIKICTIO Java nocTynaerbest C++, ane Mae aBTOMaTUYHUM CMITTE301pHUK, SIKUN
Kepye mam’arTio. [lepeBaru: mpocTimmii CHHTaKCUC, KPOCIIATGOPMHICTh, BEJIMKA
cTaHaapTHa 010mioreka. Heponiku — HI>K4Ya MPOAYKTUBHICTD 1 0OMEXEHUN AOCTYI
JI0 CUCTEMHHX PECYPCIB MOPIBHSHO 3 HU3bKOPIBHEBUMH MOBAMH.

C# — wmoBa, pospobnena Microsoft mus mmarpopmu .NET. Bona
CTBOpIOBAJIacsl SIK KOHKYPEHT Java, TOMy Ma€ CXOXHH MPOCTUH CHHTAKCHC, aje
no/1ae HOBI MOxJHBOCTI. C# BKIIIOUa€ aBTOMAaTUYHE KEpPyBaHHS pecypcaMu, IO
cnpourye poboty. HaliuacTiie ii moB’s13ytoTh 3 irpoBuM pyiuieM Unity. Sk 1 Java,
C# € xpocmnaTOpMHOIO Ta Ma€ TIOPIBHSHHY MIBUJIKICTh BUKOHAHHS.

Python — MoBa BHCOKOro piBHS, BiJloMa NPOCTOTOI0, IO POOUTH ii
NonyJisIpHOIO cepen mouatkiBiiB. Bona miarpumye OOII, npouenypHy Ta
GbyHKIIOHATBPHY TapaaurMu, 110 3abe3nedye THy4YKicTh. Python BUKOPHUCTOBYIOTH
y BeOpo3poOLil, MAaIIMHHOMY HaBYaHHI, aBTOMaTu3allii, TecTyBaHHi, 3D-rpadimi
tomo. lLle iHTeprpeToBaHa MOBa 3 BEIMYE3HOIO E€KOCHUCTEMOIO O10I10TEK, TOMY
BOHa Kpocrutargopmua. Hemonmik — Hu3bKa mBUAKICTH BUKoHaHHS. OnHak Python

JIO3BOJISIE€ IHTETPYBAaTU MOy, HanucaHi Ha C++ a0o 1HIIMX MOBaXx.

1.2 Cdepu 3acTocyBaHHSI KOMIT IOTEpHOT Tpadiku

Kowmm’rotepHa rpadika € vactuaowo chepu koM roTepHuX Hayk. L{s ramysp

JOCIIKY€E€ METOJIM MaHIMYJISIii Bi3yalbHUM KOHTEHTOM, sIKUi Moxe matu 3D Ta

2D ¢opmatu. [Jo Takux MaHIMyJALINA HaldeKaTh METOIU CTBOPEHHS, 30€pe:KeHHS
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Ta 3MIHU PI3HUX THUIIB 300pakeHb 1 00’ekTiB. Jlami OyayTh OUIBII AETAIHHO
PO3TJISIHYTI JesK1 3 MOIMYJIApHUX chep 3aCTOCYyBaHHS KOMIT FOTEPHOI Ipadiku:

KoM’ rotepae MucTenTBo: 3a JOMOMOTOK KOMIT IOTEpHOI Tpadikd MOKHA
CTBOpIOBATH 00pa3oTBOpuUe Ta KOMepIiidHEe MHUCTenTBO. Jlo 1HCTPYMEHTIB
HaJeXKaTh TAaKeTH aHIMaliil Ta TporpaMy Uid MajloBaHHA. BOHM HanawoTh
MOKJIMBOCTI JIJI1 TMPOEKTyBaHHSA (opM OO’€KTIB, HAMpPUKIAA: CTBOPEHHS
MYJIbT()UIBMIB, KAPTHH, JIOTOTHUIIIB KOMIIAHIMH.

[TpoexTyBaHHs: Y cydacHOMY CBITI TIPOEKTYBaHHS OymiBelh, aBTOMOOLTIB,
JTaKiB 3MIMCHIOETBCS 3a JomoMOrorw komm 'rorepHoro kpecienns (CAD). Lle
JTI03BOJISIE BHOCHTH HEBEJIMKI TPaBKW 3a KOPOTKUH Yac, CTBOPIOBATH TOYHIIII
KPECJICHHS 3 MMOKPAIIEHUMHU TEXHIYHIUMH XapaKTEPUCTHKAMHU.

Posaru: Haitnommpenimumu cdepamMu  3acTOCyBaHHS € irpoBa Ta
KIHOIHIYCTpisl. Y KIHOIHIYCTpli KOMIT'IOT€pHa Tpadika BUKOPHCTOBYETHCSA IS
CTBOPEHHSI MYJbT(QLIBMIB, My3UYHUX KIIMIB, TEJIEBI3IMHUX IOy Ta BI3yaJbHUX
edekTiB y KiHO. B irpoBiit iHAycTpii, 1€ KIIFOYOBUM ACIIEKTOM € 1HTEPaKTHUBHICTH,
BOHA 3a0e3Meuye peai3aiito Iux QyHKIHN.

HaykoBo-ocBiTHs cepa: BukopuctanHsi KOMIT FOTEPHUX MOJENCH 3HAYHO
crpoiye poOOTy BUKIanauiB. Bizyamizaiisi JornomMarae MNpeaCTaBUTH CKJIaaH1
KOHLEMNLIT (HaMpUKIaa: MaTeMaThuuHi rpadiki, CTPYKTYpYy MOJEKYH) Y 3pyYHOMY
Ta HaouHOMY ¢opmari. Lle migBuIlly€e iHTEpEC YUHIB 1 MOKPAIIy€E IXHI HABUYKH.

Komepuiiina Bizyamizamis: Bce OuIbIl NOMyJsSipHUM CTa€ OHJIANMH-IIOMNIHT.
BaxnuBy ponp BimirpaloTb Mara3wHH, J€ KOPUCTYBadl MOXKYTh HE JIUIIE
NeperaisiHyTH (POTO TOBApPY, a M IHTEPAKTHUBHO JTOCIIKYBATH TPUBUMIPHI MOJIETII.
[le mokparye sSIKicTb BAOOPY Ta JOCBIJ MOKYIIOK.

OOpobka Mopeneir Ta 300paxkeHb: ICHye BennuYe3Ha KUIBKICTh PI3HUX
dbopmaTiB AaHUX, sIKI MOTPeOYIOTh pelaryBaHHs sl TOJAIBIIIOT0 BUKOPHUCTAHHS.
[lepeTBOopeHHsI HasBHUX 300pakeHb a00 Mojeneld Ha OLIbII JOCKOHAl Bepcii —
OJIHE 3 KJTFOYOBHX 3aCTOCYBaHb KOMIT IOTEPHOT Tpadiku.

[nTepdeiic kopucTyBaua: MPOEKTYBAHHS MEHIO, IKOHOK, rpapiyHUX 00’ €KTIB

Ta MIKTOrpaM JOIOMarae CTBOPUTH 3py4YHE KOpHCTyBalbke cepenoBuiie. s
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pO3poOKHU BeOCAaTIB BUKOPHUCTOBYIOTh 1HCTPYMEHTH, SKI BI3yali3ylOTh MakKeT Y

TPUBUMIPHOMY MPOCTOPI, 1110 AOMIOMAra€ YHUKHYTH TOMWJIOK Ha €Tarll JU3aiHy.

1.3 OCHOBHI MOHATTA Ta MPUHIIUITN KOMIT IOTEpHOT Tpadiku

KouBeep peHmepuHry — 1€ MOCIHIJOBHICTh €TaliB, SIKI BUKOHYIOTHCS JJIS
nepeTBOpeHHs 00’ €KTIB y TOTOBE 300pa)keHHs. BXiaH1 MaHl MpOXOasITh Yyepe3 BCi
i etanu, Noku He Oyjae chopMoBaHO (PiHATBEHUHN pe3ynbTaT Ha ekpaHi. KimpkicTh
€TamiB KOHBEEpA MOXKE BIJPIZHATUCA 3aJEKHO BiA TexHosorli. Hampukian,
OpenGL BukopucroBye mpuoim3Ho 9 eramis, Toji sk Vulkan — 6au3pko 14. Taka
PI3HMIISL TOSICHIOETBCA THYYKICTIO Ta HU3bKOpiBHeBUM miaxin  Vulkan.
[TocnigOBHICTh KOHBEEpAa PEHAECPUHTY MOKHA MMOOAUUTH Ha pHUCYHKY 1.1.
BizyanbHo eranu koHBeepa penaepunry OpenGL BigoOpakeHi Ha pucyHky 1.2.

[lepmm eranom € cneuudikamis BepmuH. Lle ToM eram, npu sKomy
dbopMyeThCS MacuUB BEPIIWH, SKUM Hanaial Oyae BiampaBiaeHui 10 xkoHBeepa. Lli
BepiIMHU (OpMYyIOTh NMpUMITUBH. L[ yacTHHA KOHBeepa B3a€EMOJII€ 3 TaKUMU
00’extamu, sk VAO (00'ektu BepmmHHUX MacuBiB) Ta VBO (BepumuHi OydepHi
o0'ekt). VAO BiANoBiaoTh 3a Te, KUK HaOlp gaHux koxeH VBO 30epirae, y
ToM yac, sik VBO 30epirae caMi BepIInHHI JaH1 y BUTIISAA1I MacuBYy. CBO€IO 4eproro,
Il BEPIIUHU € HabopoM aTpuOyTiB. KoxeH aTpuOyT BIAMOBIIAE 3a MEBHY YaCTUHY
JAaHUX BEPIIMHU — Xai TO MOJI0XKEHHS YU KOJIp.

Hactymaum etanmom € BuKOHaHHS BepiimHHOro meigepa (Vertex Shader).
[eiinep — e mporpama, sika BUKOPUCTOBYE CIICIIAIbHY MOBY IIEHIEPiB, Y IIbOMY
Bunanky e GLSL. Ha BigmiHy Bif 3BUYalHUX MOporpam, Il BUKOHYETHCS Ha
CTOpoHi rpadigyHOro mpuckopoBada. Ha mpoMy erami mmieiifiep BUKOHye 0a30Bi
oreparii OKpeMO HaJl KOXHOH BEpIIMHOK0. BiH oTpumye Ha BXij atpulyTu 3
MONEepeAHLOTO €Tany 1 MEPETBOPIOE BXiAHI JJaHI B OJIMHUYHUH MOTIK BepiiuH. ek
eTan nporpamict Moxe moaudikyBatd. TyT MOXyTh OyTH CTBOpPEH1 JOJATKOBI,
BU3HAYEHI KOpUCTyBaueM (YHKIIi Ta BHMBOJM Ha HACTYNHUN eTam, aje €

CHellaJIbHUN BUBII, SKHM BKa3ye Ha pe3yJbTyIOu€ IOJOKEHHS BEPIIMHU —
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gl Position, sxuii He MOXe OyTH IEPEBU3HAYCHUM.

Tecensiiss — e TOCTYNMHUNA JIJIsl IpOrpamicTa, ajie He 00O0B’SA3KOBUI €TaIl,
Ha SKOMY BUKOHYETBCS MU e Tecensii. BoHa BUKOPHCTOBYEThCS JIsT pO3OUTTS
reoMeTpii Ha yacTuHU. Lle Haae MOXIIMBICTh CTBOPIOBATH JICTAII30BaH1 MTOBEPXHI
0e3 motpebu ix wmojemoBaHHSA. lle 3py4HO 11 MOIETIOBaHHS penbedy,
MPUMIIIEHB, IEPCOHAXKIB, 301TBIIYIOYH KUIBKICTh MOJITOHIB.

['eomeTpuunHmMil 1meiaep — TaKoX AOCTYIHHM JJisg MporpamMicTa, ajie HE €
000B’SI3KOBUM JI0 3MiHU €TalioM, Ha SKOMY BUKOHY€ETHCS T€OMETPUYHUHN IIeHaep.
Bin Hagae MOXIMBICTP MAaHIMYJIOBATH T'E€OMETPIEI0 TIiJI 4Yac BUKOHAHHS
rpadiuHOro KOHBeepa. Takok TIEOMETpUYHHUUN IIEHJEp MOXKE MEepPEeTBOPIOBATH
MO/IaH1 B HHOT'O MPUMITHBH B 1HIII TUIU — TaK, TOYKOBI IPUMITUBU MOXKYTh CTaTH
TPUKYTHUKAMM 1 HaBMaku. Xou IIeM eTam Mae 0arato MO>KJIMBOCTEH, 3a3BHuaid
HOro BUKOPUCTOBYIOTH ISl JOJIaBaHHs €(eKTiB. ' eHepyBaHHs MEIIB Ha CTOPOHI
rpa¢i4HOrO MPUCKOPIOBaUa MOXKE OyTH 3aHAATO PECYPCOMICTKUM MPOIIECOM.

Bepmmnna noctoOpoOka — 1€ eTar, 0 SIKOr0 PO3pOOHUK HE Ma€ MPSIMOIo
noctymy. TyT BUKOHYIOTBCS KPOKH 300py BEpPIIMH y TMPUMITHBU Ta BiAKWIAHHS

TUX, MO0 3HaxomsaThes 3a moiem 30py (Clipping). Takox Ha mbpoMmy erari

BukoHyeTbcsa Face Culling — BiACikaHHS TNPUMITHUBIB, SKI HampaBi€Hl BiJ
KOPHUCTYBaua.
Pacrepusariiss — 1me OauH €Tal, 0 SIKOrO PO3POOHHK HE Mae MPSIMOIo

noctyny. TyT mpuUMITHBH, SKI MIMIUIM A0 I[OTO €Taly, MEepPEeTBOPIOIOTHCS Ha
MOCJIIJIOBHICTh (pparMeHTiB. Y CBOIO 4epry, (pparmMeHT — 1ie¢ Halip CTaHiB, SKi
BUKOPHUCTOBYIOTHCSL Ul PO3PaxXyHKy AAaHUX JJIsi KOXKHOTro mikcenst aucres. Ll
JIaH1 OTPUMYIOTHCS IIJISIXOM IHTEPIOJIALIT MK IaHUMH BEPILUH.

@®parMeHTHUN TIeHaep — BAXKIWUBHUNA €Tam, J0 SKOrO0 PO3POOHUK Mae
noctyn. Tyt dopmyrorhest nani Oydepa konbopy. Sk pesyiabTaT poOOTH I[HOTO
nieiiiepa — CIMCOK KOJIbOPIB JIJISt KOXKHOTO 3 KOJIPHUX OydepiB, a TAKOX 3HAYEHHS
rmOuHu Ta Tpadapery. Xod el eTam 1 He € 00OB’SI3KOBHM, MPU ITHOPYBaHHI
3HaueHb TIMOWHU Ta Tpadapery ¢GparMeHTH MAaTHUMYTh 3HA4Y€HHS 3a

3aMOBYYBAaHHSM.
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Omneparii AJ1s1 KOXKHOTO 3pa3ka — 1€ HeJOCTYIHUHN JJIs IIporpaMicTa erarl,

Ha SIKOMY BHUPIIIYETHCS, SK KOKHA BUOIpKa B MekKax IIKcess (piHaI3y€eThCs Mepe

3amrcoM y Oydep kaapy. TyT BUKOHYIOTHCS TaKi Ba)KJIMBI MPOIECH, K TECT Ha

MIPUHAJICKHICTh  MKCEJIs,

TECT HOXHUIb, TeCT Tpadapery, TECT TIUOUHH,

3MIITyBaHHS, 3T1a/KyBaHHsI, JIOT1YHI ONepallii Ta Macka 3amucy.

vertex array

10
20 30
40

50 60
70

vertex shader

{1, 2, 3}
(3,2, 4}
{4,2, 7}
{7.2,5}

element array

| Vertex Sp_ecifi::atiun

| Ve r'tex'Shader |

[ Vertex Post-Processing

| Primitive Assembly

¥

| Rasterization

PN,

¥
| Per-Sarmple Operations

Pucynok 1.1 — Etanu konBeepy penaepunry OpenGL

framebuffer

triangle assembly rasterization fragment shader  testing and blending

g

uniform state

Pucynoxk 1.2 — Bizyami3aiiis etamniB KoHBeepy peraepunry OpenGL
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1.4 ['eomeTpu4Hi1 IPUMITUBHU

OpenGL migrpumye nekisibka 6a30BUX MPUMITHBHHX THUIIIB, TAKUX SK TOYKH,
JiHI{, YOTUPUKYTHUKU Ta MOJiroHu. KokeH 13 WX NPHUMITHUBIB 3a/Ja€ThCs 3a
JIOTIOMOTOIO TMOCJTITOBHOCTI BepIuH. [[puMiTHBH Ta OPSAAOK BKa3yBaHHS BEPIIHH
HABEJICHO HA PUCYHKY 1.3.

Baxmnugo, mo nis npumituBy GL LINES st BimoOpaxeHHs JiHii moTpiOHi
napu Touok, Toai Ak st mpumituBy GL TRIANGLES koxnHa Tpers Touka 3
MacHBY BEpIIMH CTBOPIOE HOBUW TPUKYTHHK. Y BHUMAJAKYy 3 TNPUMITHBAMU
GL TRIANGLE STRIP ta GL TRIANGLE FAN HOBUI MOJITOH CTBOPIOETHCS
JUUISl KOYKHOT HOBOT BEPIIMHU. Y Cl ONEPEAH] NPUMITUBU MalOTh 3alTIOBHEHHS, TO/II

gk GL_LINE LOOP BinoOpaxae nuiiie JiHii, M0 3'€JHYIOTh BEPIINHH.

1, & 0 d 5
0+ . 5/4 m
+2 3 2 o 2 ] 4

GL _POINTS GL_LINES GL_LINE_STRIP
1 2 2
1 2 0 5
i|>a A
2
0
a 1] [} 3 4 7
GL LINE_LOOP GL_POLYGON GL_QUADS
a 5 4 a
0
1 2
E$T \7AA
0 a 7
2~ 1 A
GL_QUAD_STRIP GL_TRIANGLES
1
a
2 4
: PN
5
2 4 0
GL_TRIANGLE STRIP GL _TRIANGLE_FAN

Pucynox 1.3 — Bizyamnizais etamiB kouBeepy penaepuary OpenGL
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1.5 Tpanchopmariii Ta CUCTEMHU KOOPHUHAT

TpuBuMipHUIT TPOCTIp 3a3BUYAl MPEJCTABIAETHCA 3a JTOMOMOTOI0 TPHOX
oceit: X, Y ta Z. Lli Tpu oci MOXKXyTh OyTH OpraHi3oBaHi y JBOX KOH(DIryparisax —
npaBoOiYHy Ta J1BOOIUHY, K1 MPOIEMOHCTPOBAHO HA PUCYHKY.

JIJIsi TIpaBUIIBHOTO PO3MIIIEHHST 00’€KTIB HA CIIEHI Ba)KJIMBO 3HATH, SKY
KOOpDJMHATHY CHUCTEMY BHUKOPHUCTOBYE rpadidHe TporpaMHE CEepeIOBHIIC.
Hanpuknan, koopaunatai cuctemu B OpenGL — mpaBoOiuni, a B DirectX —

J1BOO1YHI, pUCYHOK 1.4.

v X

Left-handed
Coordinate System

Right-handed
Coordinate System

Pucynox 1.4 — Bizyanizaiis etamniB kouBeepy penaepunry OpenGL

[Ilo6 cTpykTypa cuieHn He OyJia 3MiHEHAa YM BUKPHUBIEHA, MOTPiOHO
pPO3yMITH Take MOHATTS, SK CHUCTeMa KoopauHaT. Hampukiaa, Mo)Ha BKa3zaTu
chepy B mosuiii (0, 0, 0) BiTHOCHO TJIOOATBHUX KOOPJAWHAT. AJie SIKIIO MH
3aX04€MO BUKOPHUCTATH L0 cepy, HapHUKIa, s OOy I0BU MOBITPSHOL KYJIi, 10
Hei JOBENEThCS JTOJaTH HOBI KOMIIOHEHTH — HAMPUKIAJ, KOIMK. | TyT BHHHUKaE
npoOJieMa: SKIO MU TaKOX J0JaMO KOIIUK BIAHOCHO IJ100aIbHUX KOOPAWHAT, TO

BCSA CTPYKTypa pO3MaleThcsi IpH crpoOi mepeMicTUTd uu noBepHyTH ii. 11106
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YHUKHYTH 1bOTO, JOBEAEThCS ab0 BUKOPUCTOBYBATH CKJIAJHI PO3PAXyHKH, SKI
BPaxOBYIOTh MEPEMIllIEHHs], 400 3aCTOCYBaTH JIOKAJIbHY CUCTEMY KOOpPJIMHAT KyJIi
— TOOTO PO3PAaXyHOK MOJOKEHHS KOP3UHU B MPOCTOPI BIIOYBATUMETHCS BIAHOCHO
KyJii. TakuM 4MHOM MO>KHA CKa3aTH, 1110 BOHHU OB’ s13aH1 MIXK CO00I0.

Marpunsg — ne npsSMOKYTHUW MAacuB 3HadeHb. JloCcTynm 10 IUX 3HAYECHb
3IACHIOETHCS 3a JOMOMOIOI0 1HJIEKCIB: CIIOYATKy BKA3ye€ThCA PSAAOK, a MOTIM —
CTOBIICIIb. BUIBIIICTH MaTpHUIlb, SIKI BHKOPUCTOBYIOTHCS B  IpadiuHHUX
OOYHCIIEHHSX, MalOTh PO3MIpHICTh 4x4. HalmomupeHimoo €0 3 MaTPUISIMU B
rpadimi € tpanchopmarris. Hanpuknan, MaTpuIlio MokKHa BUKOPUCTOBYBATH JIJIs
NEepeMIlIeHHs] TOYKM 3 OJHOTO Micls B iHIIE a0o s ii MOBOPOTY HABKOJIO
NEBHOIO LEHTpa. JleMoHcTparllii Toro, K y JBOBHUMIPHOMY MHPOCTOPI MPAIIOIOTh
MaTpHlll IEPETBOPEHHSI, MO>KHA TOOAYUTH HA PUCYHKY 1.8.

Martpuns TpaHchopmalli BUKOPUCTOBYETbCA ISl NMEPEMINIEHHS TOYOK 3
OJIHOTO MICIIS B 1HIIIE HA JESKUN BEKTOP.

Matpuus MaciTaOyBaHHS 3aCTOCOBY€ETHCS I 3MIHU PO3MIPY I'PYIH TOUOK.
Mo>kHa 3MIHIOBAaTH YTBOPEHHM III€EI0 TPYIMOI OO0’€KT SK PIBHOMIPHO B YCIX
BUMIpax, TaK 1 CIUTFOCHYTH YU BUTATHYTH MOTO JIUIIIE B OOpaHUX HAIPsSMKaXx.

Martpuiisi TOBOPOTY € TPOXH CKJIQJHIIIOK 3a CBOEI MOOYAO0BOI0, OCKUIBKU
BUMAarae TMoOCJIiJIOBHOTO TOBOPOTY 00’€KTa MO KOXHIA 3 ocell okpemo. Kyrtu
MOBOPOTY MIJK OCSIMU Ta caMUM 00’ €KTOM Ha3MBalOThCs KyTamu Eitnepa.

Martpuisl nepcrneKkTHUBU MEPETBOPIOE TPUBUMIPHE 300pa’Ke€HHSI 00’ €KTIB y
nBoBuMipHe. BoHa peanidye KOHIEMIIO MEPCHEKTUBH, MPU SKIA 00’ €KTH, IO
3HAXOJATHCS OJIMKYE 10 KaMEPH, 3af0ThCs OUTBIIUMHM, a Ti, IO JaJli — MEHITUMH
pucynok 1.5. 11106 3po3yMiTH, K AOCSTAEThCS 1IeH €(PEeKT, JOCTATHbO YSBUTH
EKCIIEPUMEHT: B3SITH JIBl MapajebHO PO3MIIICHI IUIONMIMHA HEBEIMKOTO PO3MIpy
(HanpuKIIa, KBaApaTH), IPHU I[bOMY KaMepa po3MillieHa NepreHIuKyISPHO 10 IUX
KBaJpaTiB. SIKIIO pPEHACPUTH KOXKHY 3 IUIOLIMH IOYEeproBo, Oyae HEMOKIMBO
BU3HAYHTH, 5K 3 HUX OJIMKYa — BOHU BUTIISIATUMYTh OJHAKOBO. {151 cTBOpeHHs
edeKkTy TIMOMHM ¥ BUKOPUCTOBYETHCS MATpPHIISl MPOEKI[ii: BOHA MEPETBOPIOE

napaJieNibH1 JIiHIT MPOEKITIi HA TaKi, IO CXOJATHCS B OJTHY TOUKY — YMOBHY Kamepy.
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Jns moOyoBu 1€l MaTpuIll MOTPIOHO BKa3aTH: CIIBBIAHOIICHHS CTOPIH, MOJIE
30py, a TAKOX OJIDKHIO Ta JTaJbHIO TUIOLIMHU MPOEKIi, popMya BigoOpaxeHa Ha
pucyHky 1.6.

Optorpadiuna Matpuis 30epirae napajieiabHICTh JiHIM, TOMy 00’€KTH, IO
3HaXOJATHCSA B 00’€MI Meperisiay, MPOEKTYIOThCS MPSIMO Ha €KpaH, a BCE 1HIIE —
BIIKUIAETHCS. Taka MaTpULI BUKOPUCTOBYETHCS Y ABOBUMIpPHIN rpadilii.

Look-At marpuis — Xo4 BOHa ¥l HE € OOOB’SI3KOBOIO (ke TOM camuid
edeKT MOXKHA OTPMMATH 3a JIOMOMOTOK KOMOIHAIA yKe 3raJlaHiuX MAaTpHIh),
OJIHAaK 3PYYHICTb, SIKy HaJa€ Takui Mmiaxia, nepeBaxae. [[ns moOynoBu Takoi
MaTpulll MOTPIOHO BKa3aTH: MOJOXKEHHS KaMepH, TOUKY, Ky/Iu Kamepa TUBUTHCH,
BEKTOp, IO BIAMOBIJAa€ HAMpPSMKY «BrOpY» BITHOCHO KamepH, ¢opmyia

00YMCIICHHS HajJlaHa HA PUCYHKY 1.7.

frustum
(viewing
volume)

Pucynox 1.5 — BizyabHe npejcTaBieHHsI pOOOTH MAaTPUIll TPOEKITiT
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Pucynok 1.6 — O0uncneHHst MaTpUIll TEPCIIEKTUBH

fwd = normalize(target — eye)

sude = normalize(m X 17)

up = normalize(side x fwd)

The look-at matrix then equals:

[ sidey  sidey, side, —(side ®eyé)]
upy Upy upz —(up e eye)
—fwdy —fwdy —fwd; —(fwd eeye)

L0 0 0 1

Pucynox 1.7 — O6uncnenns look at maTpwuiri
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Pucynoxk 1.8 — Bizyaini3zaiiisi MaTpullb IEPETBOPEHD

1.6  Tlousartsa rpadiuHoi 0101i10TEKH

I'padpiuna OibGmioTeka — 1€ cCrHemiali30BaHUN TPOTPAMHUN KOMIIOHEHT.
MeTo0 1BOrO KOMIIOHEHTAa € HaJaHHA (yHKIIOHANYy Ta I1HCTPYMEHTIB st
MaHIIyJIIOBAHHS, CTBOPEHHS Ta PEHJEPUHTY BI3yallbHOTO KOHTEHTY. bibmioTeku €
abCTpakIlisiMU MK KOJIOM MPOTrpamMu Ta OUIbII HU3bKOPIBHEBUMHU KOHCTPYKITISIMHU.
3a3BuYail BOHU HAJAOTh CIEKTP (PYHKIIIOHATHHUX MOXIJIMBOCTEH IS MaTIOBAHHS
1 penaryBaHHsi KOMIT IOTepHUX (iryp. AOCTparyBaHHA [a€ MOXIJIMBICTb
pPO3POOHUKY 30CEpPEAUTHCS Ha acleKTax, BaXJIMBIMMX Uil (YHKIIOHYBaHHS
caMoro J0AaTKy, He 3arjJu0I0YUCh Y HU3bKOPIBHEB] AeTall.

B ocHoBHOMY Tpadivni 6167110TEKH MOKHA PO3IUIMTH Ha ABAa OCHOBHI THUIIH:
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Hu3bKopiBHEB1 API Ta BUcOKopiBHEB1 010J110TEKH.
HwusbkopiBueBi API HafaroTh npsaMuii JOCTYII 10 KOMIIOHEHTIB KOMIT I0Tepa,
0 € MEeHII Oe3neyHuM, ane e(peKTUBHUM CIOCOOOM B3aeMOJIIi 3 amapaTHUMU
pecypcamu. Jlo Takux 3a3Buuaii BimHocsaTh OpenGL, Vulkan, Metal, DirectX.
BucokopiBHeBi  0i10110TeKM  BHKOPHUCTOBYIOTH JUIs  CBO€I  poOOTH
Hu3bkopiBHEBI API, crmyryioun aGcTpakiii€ro HaJ HUMH 4epe3 iXHIO CKIIaJHICTb.
YacTo B HUX pealli3oBYIOTHCS JIOAATKOBI MOJKJIMBOCTI y BHIJISA/I BIKOH, 0OpOOKH

BBOAY-BUBOAY TomIo. [lomynsipunmu pimenusimu € SFML, JavaFX, LibGDX.

1.7  Ornspg ta nopiBHaHHS rpadiyaux API

OpenGL — y HenmanekoMy MUHYJIOMY OyB OCHOBHUM IHCTPYMEHTOM JJis
nporpamMyBaHHsI rpadiku, CTaB MOIMYJSPHUM 3aBISKA CBOIM KpOCIUIAT(POPMHUM
MO>KJIMBOCTSAM Ta BiiHOCHO npoctomy API. Ilpote yepe3 3acrapinuii qu3aiiH BiH
Maike He MIATPUMY€E 0araTomoTOKOBICTb, IO 3akBHil pa3 HaBaHTaxye CPU.
[Tompu 11e, OpenGL noci 3anumaeTbess NPUAATHAM JJIS OCBITHIX LUJIEH Ta MPOCTUX
JOJIaTKiB, XO4Ya MOro akTyaJgbHICTh Y BHCOKONPOJIYKTUBHUX CIIEHAPIAX
3MEHIIMIIACS.

Vulkan — € mnpoposxkyBaueM OpenGL, 3poOuBIIM 3HAYHUN CTPUOOK
yrnepe, HaJalour MporpaMicTy HU3bKOPIBHEBUI JTOCTYM JI0 OMEeparliii i 1eTaabHui
KOHTPOJIb HaJl yIIpaBIiHHAM nam'atTio Ta Oydepamu komana GPU. Ile 3a0e3neuye
MIATPUMKY 0araronoTOKOBHX TMpOTpaM, aje TaKWid JAeTadbHUNA KOHTPOJIb 3a
pecypcaMu CynpOBOIKY€ETHCS IT1IBUIIICHOIO CKIIATHICTIO.

DirectX 12 — wmae cxoxwuit 13 Vulkan HU3BKOpIBHEBUU MiAXiJ, aje
amantoBanuii Jyume s mwiatrgopmu  Windows. Hamae Taki  yHkmii, sk
TpacyBaHHS IPOMEHIB JJI MPOCYHYTUX BI3yallbHUX €(EeKTIB. X04 BiH 1 MPOCTILNN
3a Vulkan, Bce x 3anumaeThcst Habararo ckiaanimmm 3a OpenGL.

Metal — Bnacuuit API, po3poGnenuii Apple BuKIOUHO IS CBOEL
ekocucteMu. Mae OalaHCc MK NPOAYKTHUBHICTIO Ta 3PYYHICTIO BUKOPUCTAHHS,

HaJal04Yu JA0CTyn 10 GyHKIIH rpadigyHOro mporecopa 3 HU3LKUMH HAKJIATHUMHU



BHUTpPATaMMU.

Tabmuis 1 — IopiBusuus rpadiuanx API
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XapakTepucTuka OpenGL Vulkan DirectX12 Metal
Po3pobumk Khronos Khronos Group Microsoft Apple Inc
Group
Pix Bumycky 1992 2016 2015 2014
PiBenn Bucokui Huszbkuit Huzbkuit Hwuzbkuit
adcTpaxiii
[TinTpumyBaHi Kpoc Kpoc Windows, [0S, macOS,
aTpopMu m1aTpOpMeHUi | TIaTGopMeHui Xbox tvOS
[IpoyKTHUBHICTB Cepenns Bucoxka Bucoxka Bucoxa
IIpocrorta Cepenus CknangHa CknangHa Cepenns
BUKOPHUCTAHHS
bararo Oomexena | [ligtpumyetscs | [lintpumyetsbes | [linTpumyeThest
MPOIECOPHICTh
Moga mieitnepin GLSL SPIR-V, GLSL HLSL MSL
1.8  Ornsg 1 nopiBHSHHS rpadiuHux 01010TeK Ta T0AaTKIB
Unity — oamH 3 HaWpPO3MOBCIOHKCHINNMX IrPpOBUX pymiiiB. €

KpOCIUIATOPMHUM TOMY BHKOPHUCTOBYETHCS [JI1 CTBOPEHHS 1rop Mia pi3Hi
miathopMu, Taki SK MOOUTBHI TPUCTPOi, KOMIT'IOTEpHI cuctemMu uu VR,
[lintpumye sk 2D, tak 1 3D rpadiky. Takox Mae (izuyHUN MOAYJb, Mae
THCTPYMEHTHU Il pOOOTH 31 3BYKOM Ta MEPEKEBUMH TEXHOJIOTIIMA. MOBOIO /151
HaAIMCaHHs IrpoBoi JIoTiku € CH#.

Unreal Engine — irpoBa 6i161ioTeka 1o 0ysa po3pobiieHa komnaHiero Epic
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Games. Mae un He Haiikpalry rpadiky 3 TOHAJ YCIX ICHYIOUYHUX IrpOBUX pymIiiB. B
Hili BUKOPUCTOBYETHCSI MOBa IIporpamyBaHHs C++ 1Jig HaMCcaHHS 1IrPOBOi JIOTIKH.
Takoxx 7OTiKy MOKHa 3ajaBaTé 3a gomomMoroio Blueprint — me Taka cucrtema
BIPTYaJbHOI'O CIIEHAPIIO 10 HaJIa€ MOXJIMBICTh BIIPOBAHKYBATH ITPOBY JIOTIKY SIK
JTOCBIJYCHUM TporpaMicTaM, TaK 1 THM XTO Ma€ OOMEXeHI 3HaHHI B
nporpamyBaHHi. Yepe3 CBOIO CKIAAHICTh 3a3BHYail BUKOPUCTOBYETHCS IS
po3pooku AAA-irop.

Godot — irpoBuil pyuIiii 3 BIAKPUTUM MPOTPAMHUM KOJIOM, TaKOX MAae
ninTpumky 2D Ta 3D rpadiku. [Jns Hanucanss noriku BukopuctoBye GDScript —
CKpHUIITOBA MOBa ToJi0Ha 3a cuHTakcucoMm a0 Python. € mpocrimmm irpoBum
pYIIIEM y TOPIBHSAHHI 3 monepeaHiMu aBoma. IIIupoko BHKOPHUCTOBYETHCS SIK B
OCBITHIX IUISX, TaK 1 JUIsl pO3pOOKH MPOCTUX HEBEIMUYKHUX MTPOEKTIB.

SFML (Ilpocta Ta mBuaka MyibTHMenliiHa O10mioTeka) — 01010TEKA
HanmucaHa Ha MoBi C++ Ta nopToBaHa Ha BEJIMKY KUIBKICTh I1HIIMX MOB
nporpamyBaHHs. Mae 3py4Huil nporpamuuii iHTepdeiic. Moxke BUBOJIUTU MPOCTY
2D rpadiky, oOpoOnroBaTH BBEIAEHHS KOpPUCTyBaya, ayJal0 Ta B3aEMOJIIIO 3
Mepexkero. Moke BHKOPHCTOBYBAaTHCh Yy HAaBUAJBHUX LIISAX Ta AJsS CTBOPEHHS
npoctux 2D irop. Mae kpocmiiatropMHy MiATPUMKY.

I'padpiunnmii pymiit Skia — rpadiunuit pywiid nus 2D rpadiku Bin Google
sakuii. Po3poOmioBaBcst Jisi BUKOpPUCTaHHS y Tpoaykrax Big Google Takux sk
Chrome Ta Android. Moro API Hafjae MOXIIMBICTB I PEHAEPUHTY TEKCTy , hiryp
Ta 300pa’KeHb 3 MATPUMKOIO arapaTHOTO MPUCKOPEHHS.

bgfx — kpocmardopmua 61610TeKa sika abcTparye Bimpasy nekinpka API:
OpenGL, DirectX ta Metal. 3abe3neuye iHTepdeiic Ay peHIepUHry, dyepe3 110
CIIPOITY€ThCs po3poOka rpadiunux noaatki. [linTpumye kpocrnaThOpMHICTS.

Magnum — Jerkuii KpocmiarQopMHUW rpapiyHUN  pywIid, SKUM
BukopuctoBye Taki API sk OpenGL Ta Vulkan. Cam pymiii HanMcaHuid MOBOIO
nporpamyBaHHs C++. BUkopucTOBYBAaTHCh MOKE SIK JUJIsI CTBOPEHHS irop, Tak 1

Bi3yaJizailii JaHuX.
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1.9  Omwmc BUMOr Ta IIOCTAaHOBKA 3a1a4l

Metoro ganoi kBamidikamiitHOi poOoTH € po3pobka Oidmiotexku 3D
Bigyam3zanii Ha ocHoBI OpenGL. Ilotpeba B iHTEpaKTUBHUX 3aCTOCYHKaxX B SIKHX
BUKOPHUCTOBYEThCSI TpHUBHMIpHA rpadika crae Bce OUIbIION. Irpu, HayKOBI
JNOCTIDKeHHs, Ju3ailH  Tomo. Yci I Tramy3l MawTh moTpedy y
BHUCOKONPOAYKTUBHUX T'paIyHUX 00UMCICHHAX. Takuil MPOEKT Ma€ MOEIHYBATH B
co0l sIK BHUCOKOpIBHEBE, TaK 1 HU3BKOPIBHEBE MPOrpaMyBaHHS IO BHUCTABIISE
JIOCUTh BHCOKI BUMOTH J0 PO3pOOHMKA, a caMme: 3HaAHHS MOBHM IpOrpaMyBaHHS,
ma0JIOHIB TMPOEKTYBAaHHS, IMPAKTUK HANMCAaHHA YHCTOrO KOAy. 3aayMaHa
010;10TeKa Mae MaTU (PyHKIIOHAT Il BigoOpakeHHs npoctux 3D-00’€ekTiB Ha
CIIEH1, MOXJIUBICTh OTPUMAaHHsSI KOPUCTYBallbKOIO BBOJY, Ta IHTEPAKTUBHICTb.
Takox Mae OyTH MOXJIMBICTH 10 MOAAIBLIOTO PO3MIMPEHHS (YHKIIOHAIBHOCTI
TOOTO JOJAaBAHHS MOJYJIA 3 (P13UKOI0, OCBITJICHHSM Ta 1HIIHUX TpadiuHuX e€(EeKTiB.

JIist  MOCATHEHHSI TOCTaBJeHOI MeTH, Oi0iioTeka Mae MiATPUMYBATH
(GyHKIIOHAJIBHI MOJKJIMBOCTI: CTBOPEHHS BIKHA Ta BHUBOAY Ha HUX TIpadiky,
nojaBaHHs Ha cleHy 3D-o0’ekTiB 3 MEBHUMHU MapaMeTpaMy, HalpUKIal:
MOJIO’KEHHSI, TIOBOPOT, KOJIIp, po3Mip uu TekcTypa. OTpuMaHHSI KOPUCTYBAIIBKOTO
BBOJy Ta 3MIHEHHS CII€HM BIAMNOBIAHO A0 Hboro. BuBin iHdopmarii npo cran
IpOrpaMu y KOHCOJIb.

Jlo He(dyHKIIOHATbHUX BHMOT MOKHA BIJHECTH: MNPOAYKTHUBHICTH TOOTO
po3pobieHa 0i0mioTeka HEe Mae BHUTpayaTH 0OaraTo pecypciB MpH CTBOPEHHI
o0’extiB, KpocmmatdopmHicTh, TporpamMa IMOBMHHA 3alycKaTUCs Xoua O Ha
Windows Ta Linux, npocTy apxXiTeKTypy, TOOTO KOJ Ma€ OyTH MOIYJIbHUM Ta
HaIMMcaHuM 3Ti1HO 3 puHIunamu SOLID.

MogBoro HanucaHHs 010mi0oTekn OyJio BHpilIeHO o0patu Java uyepe3 ii
aBTOMAaTUYHE 3BUIBHEHHS MaM’siTl, BIAHOCHY MPOCTOTY, KPOCIIaT(OPMHICTB,
mupoKy 6a3oBy 010mioreky. s B3aemonii 3 GPU notpiOne HusbkopiBHeBe API.
OmuuM 3 HaOubm po3noBcrokeHnx Takux APl € OpenGL, BiH imeaibHO

MIIXOMUTh JJI1 HABYAIBHHMX IIUIeH, 00 Mae BENHMKY KUIBKICTh HaBYAIBHHUX
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MaTepiajiB  Ta IIJATPUMYEThCS Maibke yciMa CHCTEMaMd Ta MOBaMHU
nporpamyBaHHs. Jng inTerpamii OpenGL ta Java icHye 6i0mioTexka oGroprka
JOGL, BoHa Hanmae QyHKIOHAN 1MeHTHYHUN 10 HaTuBHUX (yHKUIA OpenGL Ta
IHCTPYMEHTHU JJI1 CTBOPEHHSI CUCTEMHMX BIKOH. JlJi TOro, 100 MaTH MOMJIUBICTh
IHTEPAaKTUBHO B3a€MOJIIATHU 3 TOJATKOM MOTPIOHO MaTH CHoci0 OTpUMAaHHS BBOY,
TyT B IIPUTOJII 3HaIOOUTHCS Oi0moTeka Jinput, Tak y Java € BOymoBaHi 61010TeKH
JUIsL OTpUMaHHSI KOPHUCTYBAIIbKOTO BBOJY, ajie iX (PYHKI[IOHAly MOXKe OyTH He
JIOCTaTHhO B MAaliOYTHHOMY Ta MOKYTh BHHHKHYTH CKJIQJHOCTI B OTPUMaHHI BBOJTY
3 TaKUX THUMIB TMPUCTPOIB AK JHKOWCTUK 4YM Teimman. Jlius BUKOHAHHS
MaTeMaTHIHUX oOuucieHp mimiidae Oi6mioreka JOML, BoHa € MpoOCTOrO Ta
MOPTATUBHOIO.

BignoBimHo a0 BuUMOr Ta oOOpaHHMX I1HCTPYMEHTIB 3aBJaHHS MOJKHA
cOpMyJIOBaTH TaK: HEOOXIAHO CTBOpPUTH O10mioTeky 1isi 3D peHaepuHry 3
MIITPUMKOIO 1THTEPAKTUBHOCTI, JIe¢ PYyHKIIOHA pEHIEPUHTY Oyje peanaizoBaHuil 3a
nonomororo JOGL, maTtemaTn4Hi 00YUCICHHS BUKOPUCTOBYBATUMYTh O10J110TEKY
JOML, a iHTepakTMBHAa B3a€MOlisl 3 KOpUCTyBaueMm OyJie BigOyBaTHCS dYepes

616m10TeKy Jinput.
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2 OI'JISAJTI BUKOPUCTAHUX TEXHOJIOI'T!

2.1  Moga nporpamyBaHHs Java

Java — 00’ekTHOOpiEHTOBaHA MOBa MPOTrPaMyBaHHS BHUCOKOTO PIBHS sKa
IIMPOKO BUKOPUCTOBYETHCA IMiJ 4Yac poO3poOKH BEOJOAATKIB, KOPMOPATUBHHUX
MPOrpaMHUX CUCTEM Ta MOOUIBHUX M0AaTKiB. JIO3YHT 111€1 MOBU MporpamMyBaHHS 1€
«Hanumm oauH pas, 3amyckail Oynb-me». 3apa3 IIUM HaBpsAl YU MOKHA KOTOCH
3nuByBaTH, aine Java Oyna OnOHIEWD 3 TMEpmHUX MOB sSKa IMATpUMYBala
KpocIutaT)OpMHICTh, Ta BHHHUKJIA B TOW Yac, KOJHM HAWIOMYJSPHIIIMMHA MOBaMU
nporpamyBaHHs Oyiu Taki MoBH sk C/C++, mporpamMu HamucaHi Ha SIKUX TOTPiOHO
OyJ0 OKpeMO KOMIIIIOBATH MiJ KOXHY cuctemy. Hatomicte Java BUKOpHCTOBYE
BipTyansHy mammHy Java (JVM). Tobto Oynp-sika cuctemMa Ha sIKiii BCTAaHOBJICHO
JVM 3moske 3amyctutu 1ieit koa. CuHTakcuc Java nepeiHsia BiJl MOMYyJISPHUX MOB
nporpamyBanHs C++ ta C, BIAKMHYBIIM 3 HUX MNOpAMYy poOOTy 3 mam’ STTIO,
MEPCHICIIN  BIAMOBIAAIBHICT, 3a 3BUIBHCHHS I1aM’STI Ha  aBTOMATHYHUUN
cMiTTe30ipHUK. TOoMy BOHa JOCHTH HEMOTAHO MiAikAe s po3poOku rpadivyHOl

010,TI0TeKHM Y HaBYAJIbHHUX ITLIAX.

2.2 OOII Ta npunuumu SOLID

SOLID — me abpeBiarypa, YTBOpEHa 3 BEJIUKHUX JITEP MEPIIUX II'SATH
npuniunie OOII ta qu3aiiny.

1) [IpyuHIMT €UHOT BIAMOBIIATbHOCTI — L€l mpUHIIUIT CTBEPIXKYE, IO
HIKOJIM HE MMOBUHHO OYyTH OLIbIIIe OJIHI€T MPUYMHU AJid 3MIHU Kiacy. KoxeH 00'ekT
Ma€ OJMH OOOB’SI30K, MOBHICTIO 1HKANCYJhOBaHUM y Kiaci. Ycl cepBicH Kjacy
CIpsIMOBaH1 Ha 3a0e3MeueHHs bOTo 000B’s3Ky. Taki Kilacu 3aBXKIu OyJie JIETKO
3MIHUTH 32 TIOTPeOH, OCKUIBKK 3pO3yMijio, 3a IO BIJMOBIJA€ KJac, a 3a 1m0 Hi.
ToOGTO0 MOXHA BHOCUTH 3MiIHHU, HE OOSYMCHh HACTIAKIB BIUIMBY Ha 1HIII OO'€KTH.

Takoxx Takuit KOJ HabaraTo Jeriie TECTYyBATH, OCKIJIBKH IMOKPHUBAETC TCCTaMU
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OJIUH (PYHKIIIOHAJI, 130JIbOBAHO B1J] YCiX 1HIIHMX.

2) [IpuHIMO BiAKpUTOCTI/3aKpUTOCTI — llell mnpuHIMO JaKOHIYHO
OMMHMCYETHCSA TaK: MPOTPAMHI CYTHOCTI (KJach, MOJYJ, (YHKIIi TOIO) IMOBHHHI
OyTH BIIKpUTHMHM JUIsl PO3LIMPEHHS, alie 3aKkpUTHUMH 1Jis 3MiH. Lle o3Hauae, 110
Mae OyTH MOXIIMBICTb 3MIHIOBATH 30BHIIIHIO TMOBEAIHKY Kjacy, HE BHOCAYHU
¢i3uyHUX 3MIH 710 caMoro kiacy. JloTpuMylOYHCh IHOTO MPHUHIUITY, KIACH
PO3pOOIISIIOTH TaK, MO0 JJIs ajamnTallii mij; KOHKPETHI YMOBH BHUKOPHUCTAHHS OyJI0
JIOCTaTHBO PO3IIMPHUTH 1X Ta MEPEBU3HAYUTH Jesiki (yHKIIi. 3aBASKU IBOMY
CHUCTEMAa € THYYKOIO 1 MOXE IMpaIfoBaTh B 3MIHHMX yMoBax 0e3 moaudikaiiii
BUX1AHOTO Kony. IIpoaoBkyroun nmpukiiaj 13 3aMOBJIEHHSIM, IPUITYCTUMO, 1[0 HAM
NOTpIOHO BHUKOHATHM TEBHI [ii mepen OOpoOKOK 3aMOBJIEHHA Ta MICHA
BIJIIIPABIICHHS €JIEKTPOHHOT'O JIUCTA 3 MIATBEPIKEHHSIM.

3) [Ipunmun bapbapu JlickoB — Ile neBHUN pi3HOBUJ NPUHLIHITY
BIJIKpUTOCTI/3aKpuTOCTl. KOPOTKO BIH ONUCY€ETHCS SIK: 00’ €KTH (KJIaCH) B MPOTpami
MalTh MAaTH MOXJIMBICTh OYTH 3aMIHEHUMHU KJacaMu SIKI iX HACIIAYIOTh, MPHU
IbOMY CTapui KOJ MporpamMu He Mae OyTU 3MIHEHUN YU MOAU(DIKOBAHUM, TaKOK
MiCTsl 3aMIHM TMpoTrpaMa Mae€ 3ajuIIaTHCS TMOBHICTIO (YHKIIOHANbHOIO. Takum
YUHOM, HOBUW KJac, SKUWA po3mupioe (yCHmaJKoBye€) IHIIMN Kiac, TOBUHEH
NIepEeBU3HAYNTH HOTO METOAM TaKHMM YHHOM, 1100 HE MOPYIIUTH (PYHKI[IOHATBHICTH
cucremu. [ligkmacu TOBHMHHI TIepeBH3HaYyaTH MeETOOM ©a30BOro Kiacy, He
MOPYIIYIO4YH (QYHKIIOHAIBHICTD 3 MOTJISAY KIIEHTA.

4) [Tpuniun posnineHHst iHTEpQENCciB — BIH CTBEPIKYE IO KJIACH HE
MalOTh BIPOBAKYBAaTH METOAM, sKi HEe OyayTh BHUKOPHCTOBYBaTHCH. Llei
OPUHITUI CTBEP/DKYE IO 3aHAATO BEJMKI «TOBCTI» 1HTepdelcH MarTh OyTH
PO3IJICHI HAa MEHII Ta OB KOHKPETHI, 1100 KJIaCH 3HAJIM JIUIIE MPO Ti METO/IH,
AKki moTpiObHi iM y poboti. Toai y pesynbraTi, pu Moaudikailii Y4 BUAAICHHI
MeTOoy 1IHTepdeiiCy MeHIIIa KUIbKICTh KJII€HTIB Oy/1e 3aTOPKHYTA.

5) [Mpuniun i1HBepcii 3anexxHocred — ued npuHiun SOLID y Java
ONUCYETHhCA TaK: 3aJeKHOCTI BCEPEAMHI CHCTEMU OyIylOThCS Ha OCHOBI

abctpakiii. Moy BepXHbOTO pIBHA HE3JIEKHI BiJl MOAYJIIB HUKUOTO DPIBHS.
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AOcTpakIii He MOBUHHI 3aJIeKaTH BiJl AeTalell — HABIMAaKH, JETajll MalOTh 3aJIeKaTH
Bi abctpakiiid. [Iporpamue 3abe3reueHHss Mae OyTH CIIPOCKTOBAHE Tak, 1100 pi3HI

MOyl OyJIM aBTOHOMHHUMH Ta 3’ €THYBAIKCS OJUH 3 OJTHUM Yepe3 a0CTpPaKIIi.

2.3 OpenGL

OpenGL — e cnernudikaiis mo po3poosieTbes Ta miaTpumyetrhess Khronos
Group, sika Aekiapye HaOlp cTaHAAPTU30BaHUX (PYHKIIH SKI MalOTh BUKOHYBATHCS
OJIHAaKOBO Ha OYIb-SKHX CHCTEMax, SKi MATPUMYIOTh JaHy crnernudikaiito. Takox
gacto OpenGL 3raayioTh sik mpo Hu3bKOpiBHeBWii rpadiuynuii API, moxHa 1 Tak
CKa3aTH, aje Ko OyTu OUIbII TOYHHUM, TO IIe crienudikaiis KOXKHY 3 SKUX KOXKEH
BUPOOHUK peanizye caM. ToMmy pi3Hi TpadiuyHi CHUCTEMH MOXYTh MAaTH Pi3HI
peaunizalii IbOro cTaHgapTy, Xoua BCl BOHM MaloTh BiAmosinatu crangapty OpenGL
JUIsL  y3roJukeHoi pobotu Ta kpocmiatdopmuocti. [paiiBepu nmns OpenGL
MOCTAYal0ThCsl BUPOOHUKOM KOMIIOHEHTIB, Ta MOXYTh OHOBIIIOBATHUCh 3 YacoOM
NIJBUILYIOUM MPOIYKTUBHICT UM MOKpalnlytouu cyMicHicTb. CtpyktypHo OpenGL
Ipaiioe sK KIHIEBUII aBTOMaT TOMYy Mae MpoOiieMH 3 0araTomoTOKOBICTIO.
Bzaemonis 3 intepdeticom OpenGL B ocHOBHOMY BinOyBa€eThCsi 4epe3 KOHTEKCT,
KWW € MPUB’SI3aHUM JIMIIE A0 oAHOTO MoToKy. Lle ine 3 tux yaciB ko OpenGL
BUKOPHUCTOBYBAaB CTapUil METOJ PEHACPHUHTY, IO 3apa3 Ha3MBAETHCS (HIKCOBAHUM
KOHBeEpOM (YHKIIH. 3apa3 1meil MeToj MaiKe He BHUKOPHUCTOBYETHCS Ta HE
HNIATPUMYEThCSA B cydacHuX crenudikarisax OpenGL uepe3 1oro moBUIBHICTH Ta
BHUCOKe HaBaHTakeHHs Ha CPU. ¥V Oinbln cydacHUX BEpCIAX MOYMHAIOYU TMPUOIU3HO
3 OpenGL 3.3 € moBHicTIO BUKJIIOUeHUM 31 crnenudikarii. HatomicTs BnpoBaguim
OUTbII THYYKUH Ta e(peKTHUBHUI MeTOoJ OCHOBHOro mnpodumo koHBeepa. Hoswii
MiaXi7 Hagae OTbIle MOXIMBOCTEHN JJIsl ONITUMI3AIliil Ta KOHTPOJTIO.

Takox cmifg 3ragatu npo Taky ocoommBicTe OpenGL sk po3mmpeHHs, e Taka
(GyHKIIOHANBHICTh siIKa He € YacTuHOw crneuudikauii OpenGL, ane moxe Oytu
BUKOpDUCTaHa, I 1HOTO TOTPIOHO ONUTATH CHCTEMY MpO  MIATPUMKY
(GYHKI10HAIBHOCTI, MPU MO3UTHBHIN BIANOBIJII Ha 3alUT MOXKHA BUKOPHCTOBYBATU

noMaTKOBY (GyHKIioHANBbHICTE. Lle Oyno 3poGieHo mnsa Toro, mod BUPOOHHMKHU
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KOMITOHEHTIB MaJld MOXJIMBICTh JIOJaBaTH HOBI (DYHKIIli HE YEKalO4YW iX TMOSBH Y

cnenu@ikaiii Ta NiATPUMYIOYH KOHKYPEHTHY 3/110HICTh KOMITaHIH.

2.4 KommnoHeHTHa apXiTeKTypa

VY cydacHiit po3poOili irop Ta 6i0Ji0TeK A1 peHASPUHTY (yHIaAMEHTATBHUM
MiIX0I0M € KOMIIOHEHTHI CHUCTeMH, TOuYHimie, apxitektypa Entity-Component-
System. Taka apxiTekTypa 103BOJSIE 3 JIETKICTIO JOMOBHIOBaTH Ta MOAM(IKyBaTH
cuctemu. Tak Oynb-siKuii 00’ €KT TaKUH SIK TpaBelb YU MPEAMET iHTep epy Mae OyTH
CKJIQJICHUI 3 OKPEMHUX KOMIIOHEHTIB, TaKuX SIK (popma, Komip, monoxeHHs i T.4. [o
TOTO X KOMIIOHEHTH 30epiraroTh abo sk e KaxyTthb “lHkancymoroTs” B coli maHi
npo 00’ekT Ta B3aemMoAito 3 HUM. lle moBosi 3pyyHO AN JIOJAEH SKI MaroTh
MOBEPXHEBI 3HaHHA B mporpamyBanHi. llle Takuii miaxig 3pydHHil TUM IO HaJae

MEeBHUI piBEHb a0CTPaKIIii CIPOIIYIOUN HAMMCaHHS KOy Ha 06a31 TaKOi CUCTEMH.

2.5 JlomatkoBi 0610110TEKH

JOGL — me 6ibmioreka Java, 15 6101i0TeKka Hajga€e MPAMHA JTOCTYM [0
OpenGL Ta maitke He 3MiHIOE B3aemoito 3 Horo API. BukopuctoByerbes Tak
camo sk 1 OpenGL y 2D Tta 3D rpadiui, Hagaroud MOKIMBOCTI anapaTHOTO
MIPUCKOPEHHS Ta JOCTYI 10 HU3bKOpiBHEBUX (PyHKIIH OpenGL. Mae miarpumky
BCix Bepcii Ta BeHaopiB OpenGL, Bepcii 1.0 — 4.5, 1.0 — 3.2 OpenGL ES, 1.0 - 1.5
EGL. € wuactuHoo 1poekTy JogAmp sKUi Mae Ha METI CTBOPEHHS
BHUCOKOIIPOIYKTUBHUX 010moTtek Java nist 3D-rpadiku, MmyiasTUMeia Ta 00poOKU
JAaHUX TOMY TakoxX Mae Taki 6101i0Teku ik JOCL (OpenCL) — BUKOPUCTOBYETHCS
st matematuaanx obuncnens Ha GPU, JOAL (OpenAL) — poGoTa 31 3ByKOM.
JOGL € «kpocmiargpopMHO0 OiOTIOTEKO0 Ta MIATPUMYE CYMICHICTH 3
oneparitnumu cucremamu Windows, Linux, MacOS Tta iHmummu. Is 6i61ioTeka
Mae ¥ TeBHI a0CTpakilii, ki € HEOOXIIHMMH JJIi MOBM TporpamyBaHHs Java:

GLProfile, GLCapabilities, GLCanvas Ta GLAutoDrawable. Taki kmacu Ta
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1HTEppENCH BUKOPHUCTOBYIOTHCS [IJIi BCTAHOBJICHHS BHUKOPHUCTOBYBAHUX BEPCIit
OpenGL, kepyBaHHS Ta HaJalITyBaHHS KOHTEKCTY, B3a€MOI€I0 3 0a30BUMHU
6i0miorekamu Java sk, Hanpukinax AWT, Swing, JavaFX ta Hamae cBiid
1HCTpYMEHTapii 1t poOoTH 3 BikHamu sikuil HazuBaeTbest NEWT (Native window
toolkit). Takum YMHOM HamaeTbCs AOCTYN 10 BCiX MoxiuBocTedl OpenGL He
nepexonsaun Ha MoBH C abo C++. 3a3Buuail 1o 010110TEKy BHKOPHUCTOBYIOTH B
rpadiyHUX ITHCTPYMEHTAX, irpax, CAMYJIALISIX, HaBYAIbHUX ITIAX.

JOML — ue nerka 6161i0Texa A BUCOKONPOIYKTUBHUX MaTEMaTUYHHUX
o04KCclIeHb MOBOIO MporpamyBaHHs Java. BoHa Hajgae MaTemMaTHuHI KOHCTPYKIIT
TaKi sIK: MaTPUIll, BEKTOPHU, KBATEPHIOHH, X MEPETBOPEHHS Ta Pi3H1 PO3MIPHOCTI Ta
BeIMYMHU. B HIli BUKOpPUCTOBYeThcd uMcTa Java 0€3 BHUKOPHUCTAHHS 30BHIIIHIX
3aJIeKHOCTE TOMy 111 010i0oTeka € HEeWMOBIPHO MOPTATUBHOIO Ta 3PYYHOIO B
BUKOpUCTaHHI. OCHOBHOIO LU0 O10J10TEKH € ii BHKOPUCTAHHS B
BHUCOKOTIPOAYKTUBHUX OOYUCIIEHHAX, TOMY BOHAa € Jy>X€ OITHMI30BaHOIO
CHeliaJIbHO IMiJ] MOBY IporpaMyBaHHs Java TOMy Mail)keé HE CTBOPIOE HOBHX
00’€KTIB MiJ yac po3paxyHkiB. Mae 3pyuHi QyHKIi Taki sik: translate, rotate, scale,
perspective, lookAt nns mogudikaiii nanux. JOML BHKOpUCTOBYIOTH Y HAYKOBHUX
BHUCOKOIIPOJIYKTUBHUX OOUUCIIEHHSX, irpax, 3D pepakTopax, CUMYJISLISIX.

JInput — ue kpocrmiardopmua 0i0i0oTeKa JJs OTPUMAHHS BBOAY BIJ
nepudepitHuX TPUCTPOIB NIl MOBU MporpaMmyBanHs Java. [linTpumye BBeIeHHS 3
MU, KJaBlaTypu, TelMmany, JKOMCTHKY Ta Oarato iHIIMX OpUCTpoiB. B il
01010TeIll BCl MPUCTPOi aOCTparyrOThCsA O KOHTpOJepa, sSKuil 30epirae cTaH
MPUCTPOIO Ta ioro Oydep BBEICHHS. KPOCIIAaTGOPMHICTh JO3BOJISIE T TIpaIfOBaTH
Ha OaraThbOoX oOmepaniiHuX cucremMax. MoKHa cKa3zaTh IO 1€ HU3bKOPIBHEBA
016mioTexa ana B3aemofili 3 mepudepiitHuMu puctposmMu. OHOBICHHS TaHUX
BIIOYBA€EThCS YE€pe3 PEryJsipHI HEBEIMKI IHTEPBaJM 4Yacy IO JI03BOJIsIE
OTpUMYBATH J1aHi Maixe 0e3 3aTpuMku. [linTpumye rapsuy 3amiHy OpHUCTPOIB IO
JI03BOJIsIE€ TIEPEIIKII0YaTH MIPUCTPOT M1l Yac BUKOHAHHS nporpamu. Yepes 11e Taka
010/1i0TeKa MIIXOAUTh JIJIs1 OYIb-SIKMX CUCTEM PEAJIbHOTO 4Yacy, TaKuX fK irpu, 4u

3D penakTopu.



34

3 CTPYKTYPA TA PO3POBKA BIBJIIOTEKU

3.1 BikoHHHUI MOIYIb

BikHO € oHMM 3 HaWTOJIOBHIMIUX MOMYMIB y Oi0moTteri. BoHo koopaunye
IIUKJI PEHJACPUHTY Ta BIJTOBIIa€ HA BUBEJEHHS IpadiuHoi iHPopMarlii Ha AUCTIIEH
poOnstun i JOCTYMHOIO KOpHUCTyBaueBi. be3 mboro KOMIIOHEHTY Oyio O He
MO>KJIMBO OTPUMATH PE3yJIbTaTU BUKOHAHHS MPOTPaMU Yy pEalbHOMY 4aci Ta Xou
SAKOCh B3aEMOJIISITU 3 MpOrpamoro, 00 BIKHO 30epirae (OKyC BBEACHHS, NpU
BTpayeH1 bOro GoKycy OyJie HEMOXIJIMBO OTPUMATH BBEJECHHS KOPUCTYBaya.

UML niarpamy peanizaiiii bOro MOJyJisi MOKHA TOOAYUTH HA PUCYHKY 3.1.
[st miarpama JieTainbHO BiioOpaxkae apXiTeKTypy MOJYJIS.

[aTepdeiic Window € 6a3zoBuM iHTEepdeiicom, sikuil aekiiapye (PpyHKIIOHA
10 Ma€ peai30ByBaTHUCS JJi TOro, 100 BIKHO ycmimHO (yHKIiioHyBano. Kiacu
o0 peani3yloTh JaHuM 1HTepdeiic MOXKYyTb BUKOPUCTOBYBAaTH OynIb-sKl
IHCTpYMeHTH i peanmizamii mux ¢yHkuin. Ha UML miarpami MoxkHa mo6auntu
[0 3apa3 BUKOPUCTOBYIOTHCS Tpu O10i0TeKH st cTBOpeHHS BiKOH: NEWT,
AWT, Swing. 30epiraerbcsi MOXJIMBICTb PO3MIMUPEHHS (PYHKIIOHATY MUISIXOM
J0/IaBaHHS HOBUX peami3aiid BikoH. Kiro4oBUM I KOXXHOTO BiKHA €
koMmrnoHeHTH: Animator, InputHandlers, GLCanvas, Camera, Scene.

Animator — kJjac BIANMOBIJATBHUN 3a MEPIOJAMYHE OHOBJICHHS BiKHA. €
HEOOXITHUM Y JToAaTKax 3 PEHACPUHIOM B peaibHOMY 4aci. Bukinkae oHOBIEHHS
KOHTEHTY BIKHA 4epe3 MeBH1 IHTEepBaIN yacy. BiH npaitoe He3aneXHO B OKPEMOMY
MOTOL 110 € BAXJIMBUM JJI1 YHUKHEHHs OJIOKYBaHHS IIOTOKY BiANOBIJAIBHOTO 32
peHaepuHr. Mae QyHKIiOHAT JUIs 3aITyCKY, 3yIIMHKH Ta 3alUTy CTaHy MOTOKY.

InputHandlers — kyac BinmoBiaqbHUI 32 OTPUMaHHS BBOJYy KOPHCTyBaya 3
pi3HHX mnepudepifHUX MPUCTPOIB, TAaKUX SK MHUIIA, KJaBiaTypa, KOHTPOJIEPH
pi3HUX THOIB. Moxke OyTu peani3oBaHMii BHUKOPUCTOBYHOUM 0a3oBi Java

610miorekn, Taki sk AWT um Swing. AG0 BUKOPHCTOBYBaTH CKJIAJHINIl SIK Ha
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npukian Jinput ;i oTpuMaHHs BBOAY 31 crieliu(piyHUX TTPUCTPOIB.

Ane y 6ynp-skoMy pasi InputHandler Mae maTu 1ocTyn 10 KOHTEKCTY BBOAY
JUTsl KOpEKTHOI poOotu. [licis oTpumaHHS BBOMY BiH Jaji Hajgae NMaHi J0 1HIIAX
cucteM 010110TeKH, BUKOPUCTOBYIOUM TAaTEpH MporpaMyBaHHs Listener T camum
OTIOBIIIYIOYH 1HIIT 00’ €KTH TIPO MOII.

GLCanvas — xoMmnoHeHT 1o Mmictuth B cobi OpenGL koHTekct, came B
MOTOIIl B SKOMY OYJIO CTBOpPEHO I O00’€KT Ma€e BHUKOHYBATHUCh JIOTIKa
BIJIMIOBIIa7IbHA 3a peHmepuHT Ta goctyn 1m0 ycix OpenGL dynkmiit. [yxe
BKJIMBO 1100 MOTIK 3 KOHTeKCTOM OpenGL He BUKOHYBaB HIsIKY CKJIQJHY JIOTIKY
0e31Mmocepe/IHbO HE OB’ S3aHy 3 PEHJEPUHIOM, 1HAKIIE OYIyTh 3aiiBl 3aTPUMKU Y
BUKOHAHHSI TIPOTPAMH.

Camera — Oe3nocepeHbO TIOB’sA3aHa 3 BIKHOM, CIICHOIO Ta BBOJOM
KopucTyBaua. be3 Hei He MOXIMBO Oyno O OTpUMATH TPUBHUMIpHE 300pakKeHHS
CLIEHU Ta NEpEeMIlIeHHs MO HIM 4Yepe3 BIACYTHICTh TakKoi (PYHKIIOHAIBHOCTI B
OpenGL. el k1ac BAKOPUCTOBYE MaTPUYHY MAaTEMATHUKY JIJIsi TOOYTOBU MIPOEKITIT
JAHUX CLICHW HAa TBOBUMIPHUN TUCIUIEH IMITYIOYM TPhOX BUMIPHICTb.

Scene — Kjac SKWM BIANOBIZA€ 3a TOCHIAHHSA 00’ €KTIB 10 TOTOKY 3
KOHTEKCTOM pPEHIEPUHTY, abo IiHIIIaNi3yBaTU TEKCTypU TaK dYepe3 Te, IO
KOPHUCTYBa4 HE Ma€ MOXKJIMBOCTI HampsimMy 3BepTaTuch 10 OpenGL KOHTEKCTY.

Tak Moynb BIKHA TaKOXX Ma€ MEBHY MOJYJIBHICTH IO JIOAA€ THYYKICTH Ta

MOXJIMBICTH JIJ11 MOJU(DIKAIIIN KOTY.



<<Java Class»>

o i S i

{¥}GameEngineWindowFactory

 GameEngineWindowFactery

<<Java Class>>
EIMainANTCanvasWindow
argenykytinua smpisgamesngne windmw

o robot: Robo

@ apply )
@ applyPressedkeys(Set<integer=)voi

<<Java Interface=:
DwWindow

g myytinus SmpegErmemngrewindw

@ getl

@ getCamera{):Camer k=]
# getDisplayRelatedWindowCenter():Fo [} -....___
» getScene():Scent

isten

istener):L

_.7] # getWindowDimention{}:Dimensi

@ getWindowPasition(): Poir

<< ava Class==

{E)MainGL SwingPaneWindow
arg mykytainus smplegamesngine window

o robot: Robo
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<=lava Classs>
[E)MainNEWTWindow
argrnyiytiun smplegneegine window

@ applyMouseMavement(Paint2D)v

@ apply Ik
@ applyPressedKeys(Set<Integersjvo

J‘MsinAWTCanvssV‘Iin:Ia'.v(GLCspsbiliti i TwWindow{GLCapabilitii

& MainAWTC: Wil G ilities,bool # MainGLSwingPanelWindow(GLCapsabilil & Mai WTWi c ilities boole|
:!'MEiHAWTCEn\«as't"a’inda.\'(GLCapabili(iEs.in(. # MainGL! g Wi C. ilities, bool| o Mai WTWi c ilities.int

# applyMouseMovement(Point2D):w # MainGLS wingF C in @ apphyh o

FRly !
# applyPressedKeys(Set<integer=)voi

# getCamera(}:Camer.

@ getCamera().Camer.
j: isplavRelstedWi

wienter:Po

“framg 0..1
-cafves 0.1

=< )ava Class=>
EiGLCanvasWrapper
argmykytinua sSmglsgamesngnewindow

<<lava Class>s
[EIGLPanelWrapper

arg s S e e

FaLe Wrapp c ities, MainAWTC: T
# getCamera():Camer. # getCamera{):Camer.
# getDisplayRelatedWindowCenter():Po

# getDisplayRelatedWindowCenter{);Po

@ getScene():Scens # getScens():Scens
# getUserinpulListenes() UserinputListen

windows

@ getl
@ getWidowDimentionInPixels{): Dimensi

o \,llr 1
=<<Java Class=>

C. ilities, MainGLSwingPanelWin

istener)L isten

@ getiWindowDimention() Dimensi
- P i naitinniy Pair

-windowCompeagnt
0.1 {E)CommonWindowCemponents
argmykylinusmplegamengnewindas

@ animator: Animatc

o camera: Camer:

@ isCursor¥isible: boolea

o isMouselodked: boolea

o renderer: Rendere

o userlnputListener. UserinputListen
o widowDimensionInPizels: Dimensi

I

Pucynok 3.1 — UML giarpama MoayJit0 BIKOH

3.2 OrpuMaHHS BBOJly KOPUCTyBaua

Moaynbs st OTpUMaHHS BBOJY KOPHCTyBada BIJITPa€ KIIOYOBY pPOJIb B
peaizailii 1HTEPaKTUBHOCTI ojaTKa. BiH BiMOBIMaIbHUN 3a OTPUMAHHS CHPOTO
BBOJIy KOpHCTyBaua 3 nepudepifHUX MPUCTPOiB, MOJATIBIIOT OOPOOKU UX JaHUX
Ta OMOBIIIEHHS BCIX 00 €KTIB CiyXadiB Mpo MOfli. Y JaHOMYy KOHTEKCTI 0
nepudepiiHuX NPUCTPOIB 3a3BUYAl BITHOCITH: MHINY, KIaBiaTypy, redMIia,
JUKOUCTUK Ta OYJb-SKWH 1HIINN TPUCTPIA 4yepe3 SKUH KOPUCTYBad B3aEMOJIE 3
IPUCTPOEM. 3a BIICYTHOCTI IILOTO MOIYyJiS Oyjio O HE MOXJIMBO peaii3yBaTH
MEePEMIIIICHHS TI0 ClieHl, a00 Oy/b-Ky MOJAJIbIIIy B3a€MOJII0 3 00 ’€KTaMu Ha
CIICHI.

B uboMy Mopyi peanizyerbes naTepH nporpamyBanHs Listener. Lle moxxHa
nobaunty Ha UML niarpami pucyHok 3.2, Tak O00’€KTH $SIKI BUKOHYIOTb

3YUTYBaHHS Ta TMEPBUHHY OOpOOKY JaHUX BBEACHUX KOPUCTYyBaueM Mae
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peanmizoByBatu iHTepdeiic UserlnputListener. Ileit inTepdelic nekmapye Bech
dbyHKITIOHANT SKWW Mae OyTH pealdizoBaHO KJIacOM, SKUW BIAMOBIIAJbHUN 3a
3YNTYyBaHHSA BBOAY KopucTyBada. O0'€KTH SKI XOUyTh OTPHUMYBATH CIOBIIIICHHS
PO BBEJICHHS KOPUCTYBada MaloTh peanizoByBaTu iHTepdeiicu MouseResponser
ta abo KeyResponser. 3rimHo 3 iX Ha3BaMu OTpUMYBaTH OHOBJIEHHS MPO CTaH
MHUIIT Ta KJIaBlaTypH.

PoGora 3 O6ib6miorekamu AWT abo Swing y 1maHi OTpUMaHHS
KOPHUCTYBAaI[bKOTO BBOJY IMOAI0HA [0 peali30BaHOi B CaMOMY MOJyJi, BOHa
OCHOBaHA Ha CHCTEM1 TOJii, 00’€KTH peani3yloTh BIIMOBIIHI 1HTEpdEicH,
Hanpukiag KeyListener, Tomi Bci 00’€KTH sIKi peani3yloTh JaHUM 1HTEpQeiic
OyIyTh CHOBIIIEHI Yepe3 BIAMOBIIHY (YHKLIIO sIKa 3a/I€KIapOBaHa B MOTPiIOHOMY
iHTepdeiici sk, Hanpukian keyPressed(KeyEvent e), 06’ ekt KeyEvent 36epirae B
co01 Bci naHi npo nofito. [nma copasa 3 Jinput, Ha BiaMiHy Bit AWT Ta Swing TyT
peanizoBaHa polling-based cucrema. Jljist oTpruMaHHst BBOAY BIIOYBA€ThCS iTEpalis
yepe3 yci mnepudepiitni npuctpoi. [lpuxman BuxkopuctanHs 6i0miorexu Jinput
MOXHa moOayuTu Ha JictuHry 3.1. Ilpu xokHOMY Kazpi Hae OnmMTYBaHHS BCIX
MPUCTPOIB Kl € MHUIIAMH Ta WJe TepeBIpKa 4Yu TpHUCTpid akTuBHUHU. [licis
OTPUMAaHHS aKTUBHOTO TMPHUCTPOIO B IIbOMY BWITQJIKy MHIII Wae OTPUMAHHS IO
ctan mumi. Jlami mani mpo uei cran iHTepnpeTyroTbes Yy MouseResponser Ta

BIIMPABIISAIOTHECS 10 00’ €KTIB cimyxaviB. Takux sk Camera.

Jlictunr 3.1 — OyHKIIA 1151 OTPUMAHHS BBOJIy MHUIII KOPUCTyBada

public void fetchMouseData () {

if (this.activeMouse == null) {
Logging.message (Level .INFO, "Trying to get
mouse...");
this.activeMouse =
this.tryToGetCurrentActiveMouse () ;

}

successfully polled
if (activeMouse != null && activeMouse.poll()) {



38

Component[] components =
activeMouse.getComponents () ;

private Controller tryToGetCurrentActiveMouse () {
Controller activeMouse = null;

Logging.message (Level .FINEST, "List of found
controllers:");

for (Controller controller : controllers) {
try {
Logging.message (Level .FINEST,
" — " + new

String(controller.getName () .getBytes ("ISO-8859-1"), "Windows-
1251") +
\AJ (" _I_
controller.getType () +
"))
} catch (UnsupportedEncodingException e) {
e.printStackTrace() ;
}
}

for (Controller controller : controllers) {
if (controller.getType() == Controller.Type.MOUSE) ({

controller.poll ();
EventQueue queue

I~

controller.getEventQueue() ;

Event mouseEvent = new Event () ;

while (queue.getNextEvent (mouseEvent)) {
activeMouse = controller;
break;

}

if (activeMouse != null) {
break;

}

return activeMouse;

for (Component component : components) {
if (component.getIdentifier() ==
Component.Identifier.Axis.X) {
this.setXShift (component.getPollData())
Logging.message (Level .FINEST, "Mouse moved
along X by " + this.getXShift());
} else if (component.getlIdentifier() ==
Component.Identifier.Axis.Y) {
this.setY¥Shift (component.getPollData());
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Logging.message (Level .FINEST, "Mouse moved
along Y by " + this.get¥YShift()):

}

(@ KeyResponser
org.mykytainua.simplegameengine.userinput

© applyPressedKeys(Set<Integer=)void

<<Java Interface==
(@MouseResponser
org.mykytainua.simplegameengine.userinput

@ applyMouseMovement(Point2D)void
@ applyMouseWheelMovement(float):void

<<Java Class=> <<Java Class>» <<Java Class=>

©KeyCodeMapper (©MouseMovementData (©UserlnputSwingAWTActionListener
org.mykytainua.simplegameengine userinput org.mykytainua simplegameengine.userinput org.mykytainua.simplegameengine. userinput

&KeyCodeMapper() o mousePositioninWindow: Point o pressedieys: Set<Integer>

° muusea:uriﬁ: ‘i:im - mOCDHSE lER‘UBIS;VIJIF@/ED%VTACUDHUSWHEFQ

o mouseWhee/Movement: floa i

o relativeMouseShift: Float =1° add sermpu e<ponser).void -
- P &lapplyMouseMovementFor(UsernputResponser)void

vementData _| &MouseMovementData() E applyPressedKeysFor(UserinputResponser):void

01 @ getMousePositioninWindow():Point 4@ get(int):UserlnputResponser
o pressedKeys: Set<Integer= @ getMouseShift():Point @ netMonsaCursamlisnlavRelatedPasitinn/\-Paint

& UserlnputNEWTActionListener() © getMouseWheelMovement()
@ add(UserinputResponser)void Foat _ _ /
= applyMouseMovementFor(UserinputResponser)-void - /

= applyPressedkeysFor(UserlnputResponser)void ’

@ get(int):UserinputResponser /
-re\atlveMouseMovementLlstener\LU__1 /

igterfhputControllablelist ,Q/*

<<Java Class>>
(@UserinputNEW TActionListeneg,,sond
org.mykytainua.simplegameenging.us erinput

<<Java Class>>
(©RelativeMouseMovementListener
org.mykytainua.simplegameengine.userinput

i

EL"B]arlnputCnmrnIIab

i T <<Java Interface=>
o activeMouse: Controller <<Java Interface:> @UserinputListener
o controllers: Controller(] @UserlnputResponser org.mykytainua.simplegameengine.userinput
a SEIQi 1;Uatt org mykytainua simplegameengine userinput © add(UserinputRes panser)-void
a .
Shity- foa @ get(int):UserlnputResponser

& RelativeMouseMovementListener()

& nathlaneairenrDicnlovDalatadDnecitinn - Dnint

Pucynox 3.2 — UML niarpama MoyJir0 34UTyBaHHS BBEJICHHS KOPUCTyBaya

3.3  O06’extu (Entity)

€ onniero 3 0azoBux abCTpakiliii, sika BUKOPUCTOBYETbCA i Bcix 3D
00’ekTiB. OCHOBHOIO LUUIIO I[bOTO KJIacy € 30epiraHHs  YHIKaJIbHUX
imeHTudikatopiB 00 €KTIB JJIs1 TOro, MO0 iX MOXHaA OYyJIO BIAPI3HUTH OJIUH BIJ
OJHOTO Ta KEpPyBaHHA KOMIIOHEHTaMH SKI Jami  OyayTb  PO3IJISIHYTI.
Inentudikaropu o6’extam HagaroTbea kinacoM GloballDProvider, skuit peanizye

natepH Singelton, Ta rapanTye yHiKaIbHICTb 11€HTU(DIKATOPA Y CUCTEMI.
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3.4 Moaysb KOMIIOHEHTIB

KoMmnoHneHTHa cuctema € po3MOBCIOIKEHOI0 Y 0araTb0X CydacHUX IrpOBHUX
pYIISIX YM mporpam Juist Bizyamizauii. ¥ Takiil apxitektypi Entity QyHKIIOHYIOTH
K KOHTEHHepu sl 30epiraHHs KOMIIOHEHTIB, SIKI OMUCYIOTh CTaH Ta MOBEAIHKY
00’exTiB. Ilpym TakoMmy miAXO0Hi CHUCTeMa CTa€ JIETKO PO3IIMPIOBAHOIO, TaK IS
JI0JIaBaHHSI HOBOTO (PYHKI[IOHATY MOTPIOHO JIUIIE CTBOPUTH HOBHM KOMIIOHEHT Ta
nporcatu Horo (¢yHKmioHan. lleHTpanbHOIO aOCTPaKIi€l0 KOMIIOHEHTHOI
cuctemu € iHTepdeiic Component. Bci KOMIOHEHTH MarOTh peanizyBaTu Iiei
iHTepdeiic, ajge cam no coli BIH HE HECE HISIKMX KOPUCHUX JaHUX, JUIS IbOro OYJI0
CTBOpPEHO 1HIIl 1HTepdehcH sKi € OUIbll Cheriagi30BaHUMU, Takl fK
MeshComponent —  BUKOpPUCTOBYe€TbCs Il omucy  (GopMu  00’€kTa,
ShaderComponent — curnaizye njo KOMIOHEHTH BUKOPUCTOBYETHCS B IIEHIepax
Ta HaJa€e JOJAaTKOBHM (yHKIIoHAN s 1poro. VisualComponent — no3Havyae mio
KOMITOHEHT BIUIMBa€ Ha 30BHIIIHIN Burisan o0’ekra, EntityComponent nekiapye
byHKINT 18 goctyny A0 JAaHuX. JleTalbHO CTPYKTYpy KOMIIOHEHTIB MOXHA

no6aunt Ha UML miarpami 300pakeHiit Ha pucyHKy 3.3.

<< laa Irartacen
£ thaderCodeFroviderComponsnt
T T—————

 QEACOMEOrenis Ser Typa | List=5a
* geRlccup eeShaderSeciond |5y

<<lava Class>
' MeChEUldar
egia.t e copon

e s rncar rusary

<<lawa Class:

& indewedvarizaie:
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Pucynox 3.3 — UML niarpama cTpyKTypHu KOMIIOHEHTIB

3.5 Cucrema 30ipku meiaepis

B rpadiynnx Oi0mioTexkax 3a3BUYAil IIEWAEpU 3aAIOTHCS  HAMpPSIMY
KopuctyBaueM. lle Hagae THYUYKICTh A0 3MIHHM Ta ONTUMI3AIlli IIEHAEpIB, aje
HATOMICTh 3000B’s3y€ pPO3pOOHWKA CIIAKYBAaTH 3a TPABIJIBHICTIO HAIWCAHHS
mielgepiB 10 € JIOCUTh CKJIAJHUM 3aBJAaHHSAM 4Yepe3 HEMOXKIIUBICTh
HAJIaroJUKyBaHHA KoAy wieinepa. BianmoBiIHO 1O KOMIIOHEHTHOI cHCTEMHU OyIio
peani3oBaHO CHUCTEMY aBTOMATHYHOrO 300py IueinepiB. BianoBigaibHUM 3a
CTBOpEHHsI 1ieiaepiB st 00’ ekta € kiac ShaderBuilder BiH Bigirpae HagBaKIuBYy
pPOJIb Y BCbOMY KOHBEEP1 pEeHIEPUHTY, OO CTBOPIOE KO JJIs IIeWaepa BEpIINH Ta
(dparmMeHTiB BIANOBIAHO 10 00'ekTa sikuid OyB y Hboro nepenanuii ta Uniform
o0’extiB.Taka cucremMa J03BOJIsI€ JOJABaTH KOMIIOHEHTH MiJ 4Yac BUKOHAHHS
IpOrpamMu Ta HE MIKJIYBATHCh MPO NPABWIBHICTh HATMCAHHS KOAY ISl IIEUIEPIB.

ShaderBuilder kmac BukoHye 30ipKy MmielaepiB BIANOBIAHO JO CIHCKY
ShaderCodeProviderComponent KOMIOHEHTIB $IKi 3HAXOASTHCS B MEPEIAHOMY
00’exTi. Koxen ShaderCodeProviderComponent 36epirae B co01 KojJ NmOTpiOHUI
came Juig Horo peHuaepuHry. llumum kommoHeHTamMu Moke OyTH $K Mell,
TpaHchopmyBaHHs 00'ekTa, Tekctypa uu cBiTio. ShaderBuilder po3bupae kon
KO)KHOT'O 3 KOMIIOHCHTIB Ha HOro CKJIAIHUKH, Taki SK layout, BUXiJHI 3MiHHI,
nekiapyBaHHs (GyHKIIA Ta ix peamizarii. Jo7aTKoBO KOMIOHEHT MOKE BKa3aTu
KOJ[ IKMi1 OyJle BMOHTOBAaHUI B OCHOBHY (PYHKIIIIO IIeiiepa main() BKa3aBIIN KOA
0 TOTPIOHO BMOHTYBaTH MDK CHOCHIATBPHUMH MapKepaMu, TaKUMHU SK
#{MAIN BODY}# ta #{END_ MAIN BODY }# npukiaa Takoro KOAy MO>Ha
no6aynT y JicTuHTy 3.2. OJHUM 3 TOJIOBHMX IE€peBar Takoro MmiAXoay € MpocTe
po3mmpeHHs. Taka cucTeMa € MOAYJBHOIO TOMY OYIb-SKMA KOMIIOHEHT Mae
noctyn go medaepa swmme imiuiemeHntyroun ShaderCodeProviderComponent

iHTepdeic Ta HAIAr9H KOJI TS ek iepa BEpIIMH Ta GparMeHTHOMY IIeHaepy.



Jlictunr 3.2 — [pukian menaepy KOMIIOHEHTY rotation

layout (location = 0) in vec3 instanceRotation;
vecd4 rotateX(vecd position, float rad);
vecd rotateY(vecd4 position, float rad);

vecd4 rotateZ(vecd position, float rad);

//#{MAIN BODY }#

vertex position = rotateZ(vertex position,
instanceRotation.z);

vertex position = rotateY (vertex position,
instanceRotation.y);

vertex position = rotateX(vertex position,

instanceRotation.x) ;
//#{END_MAIN BODY}#

vecd rotateX(vecd position, float rad)

{

return mat4(1.0, 0.0, 0.0, 0.0,
0.0, cos(rad), -sin(rad), 0.0,
0.0, sin(rad), cos(rad), 0.0,
0.0, 0.0, 0.0, 1.0) * position;

vecd rotateY(vecd position, float rad)

, 0
1 OI ’

-sin(rad), 0.0, cos(rad), 0.0,
0.0, 0.0, 1.0) * position;

vecd rotateZ(vecd position, float rad)

return mat4 (cos(rad), -sin(rad), 0.0, 0.0,
sin(rad), cos(rad), 0.0, 0.0,
0.0, 0.0, 1.0, 0.0,
0.0, 0.0, 0.0, 1.0) * position;
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[Ticns 306ipku MOKHA OTPUMATH KO/ IICHIepiB MPEACTaBICHUX HA JIICTHHTAX

3.3Ta3.4.

Jlictunr 3.3 — CpopmoBanuii mieiiep BepIinH



#version 430

//#{UNIFORMS} #

uniform sampler2D samp;
uniform mat4 v matrix;
uniform mat4 p matrix;

//#{INPUTS}#

in vec3 instanceRotation;
in vec3 instanceSize;

in vec3 instancePosition;
in vec?2 UVcoords;

in vec3 vertices;

//#{OUTPUTS}#
out vec?2 texCoord;

//#{FUNCTION_DECLARATIONS}#

vecd rotateZ(vecd position, float rad);

vecd4 rotateY(vecd position, float rad);

vecd rotateX(vecd4 position, float rad);

vecd4 scale(vecd position, float x, float y, float z);
vecd4 translate(vecd4 position, float x, float y, float z);

volid main (void)

{

vecd vertex position = vecd(vertices, 1.0);

//#{SIZE_TRANSFORMATION}#

vertex position = scale(vertex position, instanceSize.x,
instanceSize.y, instanceSize.z);

//#{ROTATION TRANSFORMATION}#

vertex position = rotateZ (vertex position,
instanceRotation.z) ;

vertex position
instanceRotation.y);

vertex position = rotateX(vertex position,
instanceRotation.x) ;

//#{POSITION TRANSFORMATION}#

vertex position = translate(vertex position,
instancePosition.x, instancePosition.y, instancePosition.z);

//#{CAMERA_TRANSFORMATION}#

vertex position = v _matrix * vertex position;

vertex position = p matrix * vertex position;

rotateY (vertex position,

gl Position = vertex position;

//#{TEXTURE } #
texCoord = UVcoords;

}

//#{FUNCTION REALIZATIONS}#



vecd rotateZ(vecd position, float rad)

return mat4 (cos(rad), -sin(rad), 0.0, 0.0,
sin(rad), cos(rad), 0.0, 0.0,
0.0, 0.0, 1.0, 0.0,
0.0, 0.0, 0.0, 1.0) * position;

vecd4 rotateY(vecd position, float rad)

return mat4 (cos(rad), O
0.0, 1.0, ,
-sin(rad), 0.0, cos(rad), 0.0,
0.0, 0.0, 1.0) * position;

vecd rotateX(vecd position, float rad)

return mat4(1.0, 0.0, 0.0, 0.0,
0.0, cos(rad), -sin(rad), 0.0,
0.0, sin(rad), cos(rad), 0.0,
0.0, 0.0, 0.0, 1.0) * position;

vecd scale(vecd position, float x, float y, float z)

return mat4(x, 0.0, 0.0, 0.0,
0.0, y, 0.0, 0.0,
0.0, 0.0, z, 0.0,
0.0, 0.0, 0.0, 1.0) * position;

vecd translate(vecd position, float x, float y, float

return mat4(¢(1.0, 0.0, 0.0, 0.0,
0.0, 1.0, 0.0, 0.0,
0.0, 0.0, 1.0, 0.0,
X, y, z, 1.0) * position;

Jlictunr 3.4 — ChopmoBanuii meitaep GpparMeHTiB

#version 430
//#{INPUTS}#
in vec2 texCoord;

//#{UNIFORMS } #
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uniform sampler2D samp;

//#{OUTPUTS } #
out vecd fragColor;

//#{FUNCTION DECLARATIONS}#
vecd getTextureColor (vec2 texCoord, sampler2D samp) ;

volid main (void)

{
//#{TEXTURE } #

fragColor = getTextureColor (texCoord, samp);

//#{FUNCTION REALIZATIONS}#

vecd getTextureColor (vec?2 texCoord, sampler2D samp)

{

return texture2D (samp, texCoord);

Xoua HaA JaHUW dYac CHUCTeMa MIATPUMY€E JHUIIEe JBA OCHOBHUX BHIU
mieiiiepiB, a caMme Ieiep BEepIIMH Ta Ieinep (pparMeHTiB. € MOXIUBICTH 3a
NOTpeOU pO3MIUPUTH TIATPUMKY T€OMETPUUHHUX IIeHIepiB, EHAepIB TeCEAllii, Ta
PO3pPaxXyHKOBHX IIEHIEPIB.

Y mincymky ShaderBuilder kmac Hamae mnoTyxHy aOCTpakiliio Haj
CTBOPEHHSIM IICHIEPiB, PO3MNIANAIOYN MICHIEpPH SIK KOMITO3UTHI CHUCTEMH IIIO

JTUHAMIYHO CTBOPIOIOTHCS 3 KOMITOHEHTIB.

3.6 Bzaemopis 6i16miotrexu 3 OpenGL

B kontekcti mporo npoekt OpenGL ciyrye 6a30BOI0 TEXHOJIOTIEIO, sKa
00po0OJsie BCi HU3bKOPIBHEB] B3a€MO/IIT 3 TpadiyHUM 00JagHAHHSAM. X04a CHCTeMa
PEHJIEpUHTY B pylIii abcTparoBaHa y BUCOKOPIBHERB1 KOHIICMIIi1, TaKi SIK CyTHOCTI,
KOMITOHEHTH Ta OJIOKM pEeHJEPHUHTY, BeCh rpadiuyHUil BUBIA JOCATAETHCS HUIIXOM
npsmoi B3aemonii 3 API OpenGL. 1ls B3aemomiss € KPUTUYHO BAKIIUBOIO [IJIS
3MaTHOCTI pyIIis KOMIIUJIIOBaTH IIeiaepu, KepyBaTh MNam'siTTIO rpadiyHOro
Ipolecopa, HaJAIITOBYBaTU CTaHH PEHIECPUHTY Ta 3/IHMCHIOBATH BUKIUKHU

MaJIFOBaHHS.
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Onniero 3 ocHoBHUX (yHKIIH OpenGL y 1upoMy pymri € KOMIISALISA
miekepiB Ta KepyBaHHA IporpaMamu. Pymiiii mae cucTteMy AWHaMI4HOi 301pKu
mieiepiB, peaizoBany 3a qonoMororo kimacy ShaderBuilder. s cuctema renepye
BuxigHui koj GLSL nns BepmmHHUX Ta ¢GparMeHTHHX IIEHEpiB, 30Uparoyu
dbparMeHTH KOIy 3 TpHEIHAHUX KOMIOHEHTIB. Ilicis reHepariii BUXITHUN KOX
nepenaetbest 10 kiacy ShaderProgram, sikmii BukopuctoBye ¢(ynkuii OpenGL,
taki sk glCreateShader, glShaderSource ta glCompileShader, nns cTBopeHHs Ta
KOMIOUTAMIT okpeMux etamiB mmeinepiB. I[lotim BoHM 00'€IHYIOTBCS y TOBHY
mporpamy Ieiepis 3a gonomororo pyskiii glCreateProgram, glAttachShader ta
glLinkProgram. IlepeBipka MNOMUIIOK BHUKOHYETHCS 3a JOIMOMOTOI (PYHKITIH
glGetShaderiv ta glGetProgramiv, mo 103BoJjisie cuUCTeMi HaJaBaTH JeTalbHI
KYpHAIIM y BUMAJKY MOMIUIOK KOMIUIAIIT a00 komnonyBaHHs. [licis ycmimHoro
CTBOpPEHHS WICHJEpHY MporpaMy MOKHAa AaKTUBYBaTH /I BHUKOPUCTAHHS 3a
nonomoror glUseProgram, 1mio 103BoJsie il KOHTPOJIIOBATH IHTEPIPETALIIIO
MOJAJIBIITUX KOMaH]I PEHACPUHTY.

[Hmoro BaxkiuBoto B3aemoziero OpenGL € kepyBaHHS JaHUMU BEPILIMH 32
JIOTIOMOTO10 Pi3HHX OydepHux 00'ekTiB. 'eomeTpis merry 30epiracTbes B 00'€KTax
Vertex Buffer Objects (VBO), a posramyBanHs nux OydepiB OmHCyeThCs 3a
nonomororo o0'ekTiB Vertex Array Objects (VAO). Kpim Toro, iHaekcHi aaHi
30epiratoTbes B Oydepaux ob'ektax enementiB (Element Buffer Objects, EBO),
K1 JI03BOJISIFOTH OUIbII €(EeKTUBHO BUKOHYBAaTH PEHJACPUHT 3a JIOIMOMOTOIO
1HIeKkcoBaHoro MajtoBaHHs. Lli Oydepu CTBOPIOIOTBCS Ta KEpPYIOThCA 3a
nornomoroto  ¢yHkuin glGenBuffers, glBindBuffer Ta glBufferData. VAO
HaJallToOBYIOThCs 3a gomoMoror glGenVertexArray, glBindVertexArray Tta
glVertexAttribPointer nns Bu3HaueHHs crocoOy iHTepmperartii gaHux. Ilicms
HaJallITyBaHHS 11 Oypepu AO03BOJIAIOTH PYILIII0 PEHAECPUTH MEII 332 OJUH BUKIHMK
OpenGL, 3MeHIIyrouM HaBaHTAXCHHA Ha TPOIECOp Ta  MiABHINYIOYH
npoayktuBHICTE. UML miarpama kiaciB 0OrOpTKA MOXKHO MOOAYUTH HA PUCYHKY
3.4.

3MiHHI IEHIEpiB TEPenarThCs Yy MPOrpaMu 3a JOMOMOTOK (opMm Ta
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aTpuOyTiB, sIKI 00poOIIsIIOThCS 3a jgornoMororo OpenGL. ®opmu ABIAIOTE COO0I0
r100aabHI 3MiHHI, SIKI € HEe3MIHHMMH IPOTATOM OJHOTO BUKIHUKY MaJlFOBaHHS 1
BUKOPHUCTOBYIOThCSL JJII TaKUX peyeil, sk maTpulll TpaHchopmaiii, mapameTpu
OCBITJIEHHS Ta TPUB'A3KM TEKCTyp. IX MOKHA 3HAWTH 3a JIOMOMOIOIO
glGetUniformLocation 1 BCTaHOBUTHM 3a JOMOMOTOK TakuxX QYHKIH, SK
glUniformMatrix4fv a6o glUniformlf, 3anexxno Bim tumy dopmu. AtpubytH, 3
1HIIOTO OOKY, € BXIJHHMM JaHUMU JJISI KOXKHOI BEpIIMHU abo eK3eMIulipa y
BEPUIMHHOMY menepi 1 HAJIAIITOBYIOTHCA 3a JOTIOMOTOFO
glEnableVertexAttribArray Tta  glVertexAttribPointer. Pymiit  nuHamiuHO
HAJAIITOBYE Il TMPUB'S3KM HA OCHOBI TOTO, $IKI KOMIIOHEHTH MPHUEIHAHO [0
CYTHOCTI 1 5IK1 1aH1 BOHU HAJIal0Th.

Pymiiii Takox OMIIIOHANBHO MIATPUMYE I1HCTAHIIWHUN peHaepuHr. Ls
TEeXHIKa JI03BOJIIE MaJIOBaTH JEKUIbKAa KOMIM OJIHI€ET W Ti€l K CITI 3 PI3HUMU
NEePEeTBOPEHHAMH ab0 MapameTpamu, 1 BCe 1€ 3a OJWH BUKJIMK MalioBaHHA. J{7s
OO CTBOPIOIOTHCS JoAaTkoBl VBO st 30epiraHHs AaHMX JJs KOKHOTO
eK3eMIUIsIpa,  TaKUX  AK  MaTpull  MOJEd, 1 BUKOPUCTOBYETHCS
glVertexAttribDivisor, mo6 BKa3zaTH, 110 TIE€BHI aTPUOYTH MarOTh OHOBIIOBATHUCS
JUIS  KOXKHOTO €K3eMIUIsipa, a He /I KOXHOI BEpIIMHU. BracHe BUKIHMK
MaJltOBaHHsI 3/1HCHIOEThCS 3a aonoMoroto glDrawElementsInstanced, mo 3nadHo
nokpainye eheKTUBHICTh Bi3yami3allii y CIIeHaX 3 BEJIHUKOK KIUJIBKICTIO CXOXKHX
00'€eKTiB.

KepyBanus Ttekcrypamu - 1mie oaHa ob6nacte, ne OpenGL Bimirpae
[EHTPAIbHY POJb. Pyl BUKOPUCTOBYE KOMIOHEHTH TEKCTYp JIS MPUETHAHHS
JTaHuX 300paxkeHb 0 cyTHocTed. L{i 300paxeHHs 3aBaHTaxyroThcs 10 GPU 3a
nornomoroto  glGenTextures, glBindTexture Ta glTexImage2D. Ilapamerpu
TEKCTYp, Takl SK pPEeXUMH GUIbTpalii Ta OOropTaHHs, HaJAlITOBYIOTHCS 3a
nonomororo glTexParameteri. Iling yac Bi3yamizaiii TEKCTypH aKTHUBYIOThCS 3a
nonomoroto glActiveTexture Ta NpuUB'A3yIOTbCA [0 MICHAEPIB 3a JIOMOMOIOIO
glBindTexture, a acomiamist 3aBepuryetbcsi 3a ponomMoror glUniformli, o6

BKa3aTH IIEUIepy, SIKy TEKCTYpHY OJMHHUIIO CIiJ BUKOpucTOByBaTH. CHcTeMa
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JMHAMI4HOI 301pKH MIeHIepiB rapaHTye, 110 NnpaBmwibHI popmu sampler2D OynyTh
NPUCYTHI y IIeiiepax mopasy, KOJIu 3aTy4eHO TeKCTYPHUI KOMITOHEHT.

['mobGanpHa xoHpirypanis crany OpenGL Takox oOpoOIsSeThCS SIK 4YacTUHA
KOHBeepa penaepunry. Hampukian, tecTyBaHHS TJIMOMHM BMHUKAEThCS 3a
norniomororo  glEnable(GL DEPTH TEST), mo nmo3Bomse GPU kopekTHO
PEHIEPUTH HAWOMMKYy TeoMmeTpiro. BincikaHHs 3aJHIX TpaHEH HaIaIlITOBYETHCS
3a pomnomoroio glEnable(GL CULL FACE) 1 glCullFace(GL BACK), mo
BIJIKM/Ia€ TIOJIITOHM, CIPSIMOBAHI BiJ KamepH, JJIsl MOKPAIEHHS MPOIYKTUBHOCTI.
Jnst edexTiB mpo30pocTi Ta 3MINIyBaHHS pYIIiA BMHUKAE 3MIIIyBaHHA 3a
nonomororo  glEnable(GL BLEND) Ta 3amae ¢yHKIII0 3MillyBaHHS 3a
nonomororo glBlendFunc.

Cam mpoliec peHJIEepUHTY BKJIIOYAE 3B'SI3YBaHHS yCIX HEOOXITHUX PECypcCiB
Ta BUKJIMK BJIaCHE BUKJIMKIB MamtoBaHHsA. UML cTpyKTypy MOXHO m0oOayuTH Ha
pucynky 3.5. Ile Bxirodae 3B's3yBaHHs BianoBigHoro VAQO 3a J0MOMOroo
glBindVertexArray, BUKOpPUCTaHHS CKOMIIUILOBAHOT IWIEHAEpHOT NporpamMu 3a
nonomororo glUseProgram, 3B'a3yBaHHSI HEOOXITHUX TEKCTYp 1, HAPEILTI, BUKJIHK
glDrawElements a6o glDrawArrays s penaepury reomerpii. L{g mociaigoBHICTh
OPKECTPYEThCS AJII KOXKHOTO BUIMMOTO O0'€KTa y CIICHI TOJIOBHUM IIHKIIOM
peHnepuHry abo CHUCTEMOIO pPEHIEPHUHTY, IO TapaHTy€ 3aCTOCYBaHHS
npaBwibHOTO cTany OpenGL nepen peHaepuHIroM KOXKHOTO Kapy.

VY wmaiibytaboMy BukopucTanHs OpenGL y upomy pymii Moxe OyTu
pPO3IIMPEHO 3a KITbKOMA 3HAUyHIMMH HampsMmkamu. CucrtemMa Moxe OyTu
aJlanToBaHa I MIATPUMKHU TOAATKOBUX CTaJii MIEHIEpiB, TAKUX K T€OMETPUYHI
menaepy, TeceNsIidHI Ieiaepu Ta OOYMCIIOBAIbHI IIEHJIEpPH, IUIIXOM
BrockoHaneHHs: ShaderBuilder mnms reHepyBaHHS Ta KOMIUIAIIT KOAY JJIS IHX
ctamii. MoxkHa Oyso O MiATpUMYBAaTH METOAM BIAKIAAECHOTO PEHJCPUHTY 3
BUKOPUCTAHHAM JIEKUIBKOX LIJIEH PEHACPUHTY, 10 J03BOJIAIIO O PYIIiI0 PO3AUIATH
TEOMETPII0 Ta TMPOXOPKCHHS OCBITICHHS JIsi TOKPAIIEHHS MPOIYKTUBHOCTI Yy
CKIagHuX cueHax. KpiMm Toro, miaTpuMka yHiikoBaHUX OydepHHX O00'€KTIB

(Uniform Buffer Objects, UBO) 1 O0ydepHux 00'exTiB 1 30epiranHs IIenaepis
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(Shader Storage Buffer Objects, SSBO) wMoxe 11e OuIbllie IiJABUIIUTH
MPOJYKTUBHICTh 1 THYYKICTh IpPH POOOTI 3 BEIMKUMU HabopaMu JaHuX abo
CHUIbHUMHU O0'€KTaMu. 3 BOPOBA/DKCHHAM CHCTEM BIJICIIOBaHHS Ta pIBHS
neramizauii (LOD) na 6a31 GPU 3 BUKOpUCTaHHSM OOYHMCIIOBAJIBHUX IIEHIEPIB
a00 HeMpsMUX BUKIUKIB MAJTIOBAaHHS, Py MOXHA ONTUMI3yBaTh JJIs poOOTH 31
3HayHO OUTBIIMMHU clieHaMu 3 MiHiManbHUM BTpy4yaHHsM CPU. Cucrema moxe
OyTM ajanToBaHa IS MIATPUMKH JOAATKOBHX CTaaiil IIEHAEpiB, TaKUX SK
TeOMETPUYHI IIeHIepH, TEeCesAliiiHI Imelaepu Ta OOYHMCIIOBANBHI IIeHIEpH,
nusixoM BrockoHasieHHs ShaderBuilder aist renepyBaHHS Ta KOMIIUIIALIT KOy ISt
nux craaid. Moxna Oyno O miATPUMYBATHU METOAM BIJIKJIAJICHOTO PEHIAEPUHTY 3
BUKOPHUCTAHHAM JCKUIBKOX IIJIEH peHACPUHTY, IO I03BOJIKIIO O PYILII0 PO3IIIUTH
TEOMETPII0 Ta MPOXOKEHHS OCBITICHHS [IJISl MOKPAIEHHS MPOAYKTHUBHOCTI Y
CKJIaJIHUX CI[€HaX. 3 BOPOBAKCHHSIM CHUCTEM BIJCIIOBAHHS Ta PIBHS JAeTamizaiil
(LOD) na 6a31 GPU 3 BukopucTaHHSIM 00YUCIIOBAILHUX HIE€iIEpIB a00 HEMPSAMUX
BUKJIMKIB MAJIIOBaHHS, Pyl MOXKHAa ONTHUMI3yBaTh JUisi poOOTH 31 3HAYHO

OUIBIIMMHU CLIEHaMHU 3 MiHIMaJbHUM BUKOpUCTaHHSIM CPU.
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i+ setData|{ByteBufferint)voi

i+ setData{ByteBuffer,long, long.int)w

o isAttributeAmsyActive() booles
8 isLayoutSet{):boclea
8 markAttributeArayActivel)voi
8 marklLayoutSet{)voi
o reallocateBuffer{long, boolean)
5 resetAttributeAmayActivel):voi « setlisedCapacity{leng):voi
> setVertexLayout(int, String.int.int,boolean, int,long)]
@ toString():String
& vertexAttributeDivisor(int, String, int)v

8 resetl ayout()voic
@ setData{int,int, ByteBuffer, boolean)w
@ toString{):String
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Pucynok 3.4 — Moaynb 11t B3aemonii 3 0ydepamu OpenGL

FENIER CONE

Pucynok 3.5 — llelinepauii MOy b

3.7  ®opmyBaHHs 610710TEKH

CtBopenns 6i10mioTexu 3 Java-mpoekTy 3a gomoMororo Maven mepenbavae
HU3KY KpOKIB, pe3yJbTaTOM SIKUX € Oararopa3zoBuii JAR-daiin, skuii 3romom
MOXHa I1HTErpyBaTH B 1HII MPOEKT. Maven crpoliye Bech MPOLEC, KEePyrouu
3aJIC)KHOCTSIMH, KOMITUIIOIOYM BHXIJHUM KOJ Ta MakKkylo4yd #oro y ¢opmMar,
OpUAATHUM 11 po3ropTaHHs. KiHIEBOIO METOI0 € CTBOpEHHs .jar-Ghaiiy, sKui
MICTUTh BCl CKOMIMUIBOBAHI KJIACHM Ta OMIIOHAJBHO YMAaKOBaH1 3aJ€kKHOCTI, IO
POOHTH 1OTO IPUAATHUM JIJIS1 PO3IOBCIOKEHHS 200 30BHIITHLOTO BUKOPUCTAHHS.

Jisi modaTtKy mpoekT OyB CTPYKTYpOBaHMI BIANOBIIHO 10 CTaHAApTIB
Maven. Buxigauii Kox  3HaXoAMTbCA B Src/main/java, pecypcu B
src/main/resources, a (aiim pom.xml po3MminryeTbest B KOpeHeBoMY KaTano3i. Lleit

daitn pom.xml € ocHOBHMUM KoH}IirypariiHuMm Qaitjom, 1€ BKa3zaHi BCl jaeTani
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30ipku Ta 3ajexHOCTi. s Horo BUKOHAHHS TpebOa BHUKOHATH KOMaHIy: “mvn
clean package”. BaxxiuBo OyJi0 BKa3aHO TUIarid ajis 301pku jar (aiaiB gicTuHr 3.5,

o6 Maven 3i06paB came 010;1i0TeKy, a He B€OJ0JaTOK UM BUKOHYBaHUH (haii:

Jlictunr 3.5 — [narin qyist CTBOpeHHS jar (aiiry

<plugin>
<artifactId>maven-jar-plugin</artifactId>
<version>3.4.2</version>

</plugin>

Ile mpu3BOAUTH 10 KOMIUIALIT BUXIAHOTO KOAY, 3aIyCKY TE€CTIB (SIKIIO iX HE
Oyne mpomyiieHo) 1 ctBopeHHs: JAR-(daiiny B qupekrtopii target/. Onnak mneit JAR
MICTUTh JIMIIE CKOMIJIbOBaHI KJIacH, ajie HE 30BHINIHI 3aJ€XKHOCTI. Y LbOMY
MIPOEKTI BUKOPUCTOBYIOThCA cTOpoHHI 610mioTexku: JOGL, JOML ii JInput. Tomy
iX mOoTpiOHO 3amakyBaTh OCOOJUBHM CIIOCOOOM pa3oM 3 KOJOM Y OJIUH
po3noBcroKyBanuil JAR, sikuil 1ie Ha3UBaKOTh " KUPHUM .

Jlist iboro BUKOPHUCTOBYIOTH Tarii Maven Shade Plugin. Bin mgo3Bossie
o0'eqHaTH BCl HEoOXiAHI 3anexHocTi y (iHanbHuM JAR-¢aiin. Ock npukian
KoH(irypaiii, siky OyJ0 momaHo A0 pom (daily ais peaniizalii 1[bOro HagaHi B

Jictunry 3.6.

Jlictunr 3.6 — Buxkopucranusa Maven Shade Plugin

<plugin>
<groupId>org.apache.maven.plugins</groupId>
<artifactId>maven-shade-plugin</artifactId>
<version>3.4.1</version>
<executions>
<execution>
<phase>package</phase>
<goals>
<goal>shade</goal>
</goals>
<configuration>
<transformers>
<transformer
implementation="org.apache.maven.plugins.shade.resource.Manifest
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ResourceTransformer">

<mainClass>org.mykytainua.simplegameengine.main.Main</mainClass>
</transformer>
</transformers>
</configuration>
</execution>
</executions>
</plugin>

Tenep 3amyck makyHka mvn clean mpu3BoauTh 10 CTBOpeHHS eauHOro JAR-
daiiny, sIKhii MICTUTH BECh KOJI MPOEKTY Ta Moro 3anexHocTi. OTpuManuil daiin
3a3BUYail 3HAXOAUTHCS Y KaTasiosi target/.

[Ticns Toro, sik JAR 3iOpaHo, HOro MoHa BHUKOPUCTOBYBAaTH M03a

MIPOEKTOM.
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4 IHCTPYKLIA KOPUCYBAYA

[Ilo6 BUKOpUCTOBYBaTH poO3po0JIeHY O10JI0TEKY CHOYaTKy MOTPIOHO
iMOopTyBatu jar ¢aitl B MPOEKT Ta NepeKoHaTucs Mo ¢yHKIIT 610110TeKu
NPALOI0Th YCIHIIIHO.

[Ticnst toro, sik JAR-daiin 616/110TeKu YCIIITHO J0IaHO 0 HOBOTO MPOCKTY
pPO3pOOHMK MOXe 1HIIladi3yBaTH 1 3amycTUTH O010J1I0TeKy, BHUKOPHCTABIIH
GameEngineWindowFactory 11t cTBOpeHHS BikHA. ApXiTeKTypa 0i10JI10TeKHn Mae
MOJIeJIb BIKOHHOTO CEPE/IOBHUINA, J€ CTBOPIOETHCS BIKHO PEHIEPHUHTY, a CIeHA
3aMOBHIOETHCS CyTHOCTSIMU. Jlnst moudatky oO'ekt Window oTpumyeThcs 3a
nornomororo metony GameEngineWindowFactory.getNEWTWindow(true), sikuii
cTtBoproe BikHO Ha ocHOBI NEWT 3 moxnuBoctsaimu penaepunry OpenGL. Ile
BIKHO MOKa3yeThcsl 3a fonomororo showWindow(), a moTiM 3aXOIUTIOE MHUIIY 32
nornomororo lockMouseCursor(true) st kepyBaHHs BBeAeHHsM. [licnms 1boro
3aMyCKa€eThCs PEHICPUHT 3a J1oroMoror Merofay startRendering().

3 BiKHa MOXHa OTpuMaTd o00'eKT Scene, JOCTYIIHUM  depe3
window.getScene(), sIKMi € OCHOBHUM KOHTEMHEpPOM [Jisi BCIX OO'€KTiB, IO
MaTIOIOTBCS.  TEKCTypd  3aBaHTAXKYIOTBCS Yy CHEHYy 32  JOTIOMOTOIO
scene.addTexture(String path), a mi3Hime BUTATYIOTHCS 3a  JOIIOMOTOIO
scene.getTexture(String path), mo0 OyTH BUKOPUCTAHUMH SIK KOMIIOHEHTH JIJIsi
PEHJIEPUHTY CYTHOCTEM.

CyTHOCTI CTBOpIOIOTBCA 3a nomomororo  SimpleEntityBuilder, skwmif
JI0O3BOJISIE KOPUCTYBA4eBl BKazaTu reometpito (Mesh) Ta mogaTu KOMIIOHEHTH, SKi
KEepyIOTh Bi3yallbHUMHU aTpuOyTamu Ta aTpubytamu TpaHchopmamii. Jlo Takmux
KOMITOHEHTIB HaJeXaTh TextureComponent, SolidColorComponent,
PositionComponent, RotationComponent 1 SizeComponent. CyTHOCTI MOXHa
CTBOPIOBATH KPOK 3a KpPOKOM, 3aaarouu hopmy (Hanpukiam, chepy adbo mutiHap 3
ShapeProvider), nomatoun TeKCTypHI a00 KOJBOPOBI KOMIIOHEHTH Ta

no3uifionytoun ix y 3D-mpocrtopi. Ilicas namamTyBaHHS 00'€KT TOMA€THCS A0
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cieHu 3a jgonomMororo scene.addObject().

Takum uymHOM, 0107i0TEKa MOXKEe OYTH IHTErpoBaHa y OyIb-skuii Java-
JOJIaTOK, KWW TOTpeOdye THYYKOI Ta PO3MIMPIOBAHOI CHCTEMH PEHICPUHTY Ha
ocHoBi OpenGL. [loTpumyrounch CTpyKTypu Kiacy Main Ta BHUKOPHUCTOBYIOYH

KOMITOHEHTHY apXIiTEeKTypy, PO3pOOHUKH MOXKYTh IIBHUIKO CTBOpIoBaTH Oarati 3D-

cueHu. [Ipuknaau po3poOieHux CclieH MOHa 00aunTH Ha pucyHkax 4.1 —4.3.

Pucynox 4.1 — Bizyanizaiiist MOJIEKyIH BOIA
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Pucynok 4.2 — Bizyanizaiisi COHI4YHOI CUCTEMU

Pucynok 4.3 — Bizyanizaiiist KiMHaTH
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BHUCHOBKU

byno po3pobneno 6i6mioreky mis 3D-pizyamzanii Ha ocHoBi OpenGL.
OCHOBHOIO MOBOIO TTpOorpamMyBaHHs OyJi0 0OpaHo Java, 1o 3yMOBJICHO ii ITUPOKUM
PO3MOBCIO/IKEHHSIM, BETUKUM Ha0OpoM 0a30BuX O010710TEK, BHUCOKMM pIBHEM
abcTpakilii, a TaKOX MiITPUMKOIO aBTOMAaTUYHOTO KEPYBAHHS MaM’ ATTIO. 3aBISKU
UM TiepeBaram Java € nmpuBaOIMUBOIO AJIsi CTBOPEHHS KPOCIIIaT(GOPMEHUX PillIeHb
y ranysi rpadiku Ta Bi3yasizarlii.
Jlst peanizariii poiiecy peHjepunry 0yso Bupimieno sukopuctatu OpenGL, BoHa
€ OJIHIEIO 3 HAWIMOIIMPEHINIUX BIIHOCHO MPOCTUX O10J10TEK IO MHITXOIUTh st
HaBuaiabHuX Ined. doctyn no ¢yskmionanry OpenGL 3 mMoBu mporpamyBaHHS
Java nocsraerbcs yepe3 JOGL (Java OpenGL), ne Ttaka Java-oOroptka Han
HaTUBHOIO 010J110TEKOIO.
[IIo6 mosermuTu OOYMCICHHSA TOB’sA3aHI 13 BEKTOPHOI Ta MATPUYHOIO
MaTeMaTukow, Oyso Bukopucrtano O010mioreky JOML (Java OpenGL Math
Library), BOHA HaJae byHKIIOHAT 15 MaTeMaTUYHUX PO3PaxyHKIB
BUKOPHCTOBYIOUH MaTpHII Ta BEKTOPH.
JloBenock okpeMy yBary npuaiauTa oOopoOIl BBeAeHHs. Uepes cnabky MiATPUMKY
MOCTIHOTO BBOJy 3 KJIaBlaTypu Ta MUII cTaHAapTHI O10mioTeku Java Taki siK
Swing un AWT. Jlsi1 yHUKHEHHS] Takux IpoOsemM Oyjio BUKOPUCTAHO O10110TEKY
JInput. [{s 616mi0Teka oTpuMye JaHi PO BBOJA KOPHCYyBayda HAMpsSMY Bij] CHCTEMHU
YHUKAIOYH 3aiBUX 3aTPUMOK Ta MPOOJIEM 3 CHHXPOHI3AIIE0 Un (IKCAIIEI0 TOIN.
B ocHOBI apXiTeKTypu MOAYJS PEHACPUHTY JICKHTHh IMPUHIIAI KOMITOHCHTHOT
mozeni (Entity-Component System). Lle mo3Bossie kopuctyBady OyayBaTh CIICHH 3
OKpPEMHX, B3a€MO3aMIHHMX KOMIIOHEHTIB, IO CYTTE€BO IIJIBUILYE THYYKICTH 1
MacIITa0OBaHICThL CHUCTEMH. TaKWM IMMAX1J M[O30aBJIIEHUM HEMONIKIB 00’ €KTHO-
OpPIEHTOBAHOTO TMIJIXOQY 3 Il€papXisMH CHAJKyBaHHS IO 3aBaxaio O B
MaiOyTHbOMY PO3IIMPIOBATH CUCTEMY. TakoXk BIJKPUBAIOTHCS HOBI MOMJIMBOCTI

JUIsL aBTOMATHU3allli reHeparii meiaepiB 3riIH0 3 HAOOPOM BKa3aHUX KOMIIOHEHTIB.
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Ha BigMiHy Bia 1HIIUX ICHYHOYHX O1010TeK peHACpUHTY i Java, TaKUMHU SIK
Java3D a6o LWIGL, po3poOneHna 6i01i0TeKa Mae MEHITY CKJIAJIHICTh, III0 POOUTH
il HemoraHow aJbTePHATHUBOIO BXKE ICHYIOUMM pIMICHHAM Yy Taly3sx Je He
noTpioeH JeTaIbHUM KOHTPOJIb 3a pecypcamu.
[Tonanpimmii po3BUTOK 1€l 010110TEKH MOKIMBUN MUIIXOM 3HAYHOTO PO3IIUPEHHS
¢dyHkionanpHOCTI 610mi0TeKkH. Tak, HaNMpPUKIaJA MOXKIUBE BIPOBAHKCHHS TaKUX
GyHKINHN, K miaTpuMKa (Gi3uKy, KOJI31H, aHIMAIlii, a TaKoX IOKpallieHa CUucTeMa
MatepiamiB 1 ocBiTiaeHHS. [l]e mepcrneKTHBHUM HAMPSMKOM € po3po0ka rpadigHOTo
iHTepdeiicy kopuctyBaua (GUI) mist 3pydHimoi po6oTH 3 KOMIOHEHTaAMH CIIEHU
Ta CTBOPEHHSI BJIACHOTO pelakTopa clieH. Jlyis onTuMmizalli € CeHC BIPOBAAUTU
HNIATPUMKY 0araTonoTOKOBOCTI, KEUTYBaHHS PECypCiB, a B JaJIEKiil MepCreKTUBI 1
nigrpumka HoBimux rpadiunux API, Takux sk Vulkan, npns 30uibmieHHs
IPOYKTUBHOCTI Ha Cy4aCHUX GPU.
TakuM YuHOM, pe3yNbTaTOM TPAKTHKK cTana (QyHKI[IOHATbHA, THyYKa Ta
po3mpioBaHa 0i0iioTeka Il TPUBUMIPHOI Bigyamizamii 3 O€3MEKHUM
MNOTEHIIAJIOM JIJIsl MOAAJIBIIOT0 po3BUTKY. OTpHMMaHI 3HAaHHA Ta JOCBIA Yy Takiid
cdepi sk rpadivyHe MporpaMyBaHHI MAaTUMYTh MO3UTUBHUYN BIUIUB Ha TpodeciiiHe

CTaHOBJICHHS SIK PO3POOHUKA.
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