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JIOJIATOK A

['padiunnmii matepian kanidikaiiHoi poooTH

XapKiBCbKMI HaUioHaNbHUN YHIBEpCUTET

Po3pobka bibrioTeku
3D-Bigyani3auii Ha
ocHoBi OpenGL

KeanidikaujiiHa pobota

MepLwnin (6akanaBpcbkuin) piBeHb
ABTOp: HaykoBui KepiBHUK:
Mwukuta BaptHoBchkMr ~ PomivoB O.O.
cryva. rp. KIYKI-21-3 CT. BUKI. kacp. EOM

XapKiBChKWUIA HaUioHaBHUA YHIBEPCUTET
PafioenekTROHIKA
Kadegpa EOM

L

ai-

Lnpoke ABToMaTu3aLlin T8  3HWKEHHA nopory  Benukuii iHTepec [0
abcTparyBaHHs. i

33CTOCVBAHHS abcTparyBaHHA Bxomy B IpadiuHe  onowenHs

KoM oTEPHOT rpadhiku B3aemonll 3 nporpamyBaHHA rpaciyHoro

B Di3HMX ramy3sx - Bia  rPadiunumn APl ansa nporpamyBaHHs 33

gornoMorolo  Gibniotek
Ta hpeliMBODKIB

po3Bar 4o iHxeHepii. 3HWKEeHHSA nopory
BXody B rpadiyHe

nporpamysaHHA



|CHYIOMI piLLEHHSA

Unity SFML

[loTyxHUIA KpocnnardopMHUK TNerka C++ fibnioTeka ans
iCPOBWIA. Py, AKMA miaTpumye 2D OibnioTeka ANns peHAEepUHry, ska

Ta 3D rpadiky, disuky, aHimaLlito Ta (B, LU0 HAOae MpOCTUA mix Ve Kinbka hiyHMX APl
IHTEPAKTMBHICTL. Mae  3pyyHuA [OCTYN Ao rpadiky, 3ByKy, BBOAy Ta (OpenGL, DirectX,

iHTepdenc Ta BEOUKY KiNbKICTb BoHa opi BaHa Ha po
iHCTPYMEHTIB AnA po3pobki irop. i pywiie i pae [A. KOHTPONb Hap
CUMYNALLIA, BUKODVCTOBYIOYM MOBM [ i M.

C# abo UnityScript.

BukopucTaHi TexHonorii

cucTemMa KepyBaHHA NPOEKTaMu
Ta 3anexHocTaMu B Java, BoHa

aBToOMaTn3ve npoLec 36VIQaHHF|,
TECTYBaHHA Ta NigKNHOYEHHA

06'eKTHO-OpiEHTOBaHA MOBa

nporpamMmyBaHHA, AKa MNnpaLe 3a
NPUHUKMNOM «Hanucaes OOWH pa3

— 3anyckai BCraN». S
CTOPOHHIX GiBnioTeK A0 NPOEKTY.

KpocnnatchopMHWA  rpadiivyHmi

API ans pobotu 3 rpadikoto. BiH
Hagae HW3bKOPIBHEBWIA O0OCTYN
0o rpadivyHoro npouecopa ans

CTBOPEHHS Bi3yallbHX edeKTiB.

6ibniioteka Ha Java ana pobotu
3 NpUCTPOsSIMX BBedeHHs. BoHa

3aﬁe3r|euys HichikoBaHWIA

JOCTYNn [0 KOHTPONepiB Ha
Pi3HMX OnepaLinHMX cUcTemax.




[NocTaHoOBKa 3agadvi

MoTtpi6HO cTBOPUTKU GiBMiOTEKY, AKa MOBWHHA 336e3ne4YnTi

BinoOpaxeHHa 3D-06'ekTiB, 00pPOOKY KOPWCTYBALIbKOIO
BBOAY Ta MIATPMMKY MOAANbLIOIO PO3LUMPEHHA (Hampuknaa,
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chisvkM ym ocBiTneHHs). bibnioTeka mae matu moayni Ans Funcson 1 Functon 1
—_—
CTBOPEHHA: BIKOH, peHOepwHr cueHu, obpobka BBoaOy Ta ——>
KOHCOMbHWI BMBIA. 3aranom Gibnioteka Mae nmarti Taki == Le ; |
XapaKTeEPUCTUKK AK: MPOOYKTWMBHICTb, KpocnnatthopMHICTb l T e—
Ta MoaynbHY apxitektypy. Ona peanizauii 6yno ofpaHo [meees | [ |
MOBY Java, a Takox 6i6nioteku JOGL (ana OpenGL), Jinput
(ans BBogdy) Ta JOML (ana cnpolleHHA MaTemaTuyHuX
03DaxXVHKIB).
<<Java Class>> <<Java Interface>:
(©)GameEngineWindowFactory @window
orgmykyssnus smgegsmesngne window ogmykytana smgegamengne window
N S ol ey S Sy ciat iAo Cantad e
@ getScene():Scen¢
© getUserinputListener():UserinputListen
,7» i i i Dimensi
<<Java Class>> W |~ ition():Poi !
EMainAWTCanvasWindow 2 & N <<Java Class>> <<Jgva Class>>
oG MYy SMEegITOmgNe WIndow A T ©'MainGL SwingPanelWindow ©MainNEWTWindow
© robot: Robo' % orgmykysanus smglegamemngne window
& MainAWTCanvasWindow(GLCapsbiliti o robot: Robo F VTV Ci
& MainAWTC; i Capabilities,bool & MainGL Capabilit & TWi = rommentll
& MainAWTCanvasWindow(GLCapabilities,int, &' MainGL C Y TWi 5 e
© applyMouseMovement(Point2D)v #MainGL C ° D)
° @ applyMouseMovement(Point2D)v °
© applyPressedKeys(Set<Integer>):voi @ applyMouseWheelMovement(float):v © spplyPressedKeys(Set<integer>}voi

fral 0.1,
-cabvas (0.1

@ applyPressedKeys(Set<integer>):vo
© getCamera():Camer
igplgvRelstedWin nter()P:

<<Java Class>>
{©GLCanvasWrapper
gy ooy oo wonkas

<<lava Claess
[©)GLPanelWrapper
ramyeyianus smapomgne o

JeLc Capabilities,MainAWTC: oL Capabilities,MainGL anelWir|
© getCamera():Camer J © getCamera():Camer
© getDisplayRelatedWindowCenter():Po \ © getDisplayRelatedWindowCenter():Po
@ getScene():Scent © getScene{):Scent
® getUserinputListener():UserinputListen © getUsernputListener(): UserinputListen
® getWidowDimentionlnPixels():Dimensi
© getWindowDimention():Dimensi
° i it Y Pois
windowC i
-windowCom| nt <<Java Class>>
0.1 [ CommonWindowComponents

rgmykysinmus smgegamengoe window

© animator: Animatc

o camers: Camert

@ isCursorVisible: booles

© isMouseLocked: boolea

© renderer: Rendere

© userinputListener: UserinputListen
= widowDimensionInPixels: Dimensi

dc

© getCamera():.Camer




@KeyResponser

org

© applyPressedKeys(Set<Integer=>):void

<<Java Interface>>

@MouseResponser

org.

© applyMouseMovement(Point2D).void
® SbotoM Wi

)-void

<<Java Class>>

<<Java Class>>

<<Java Class>>

@©UserinputNEW TActionListener, ;< .nd

org.

@KeyCodeMapper @©MouseMovementData @Userinp ingAW TActionLi
org. i i i org i i i org i i i
&KeyCodeMapper() o mousePositioninWindow: Point o pressedKeys: Set<Integer>
= mouseShift: Point &U = T
se) cm.étSw: \WTActionListener()
= mouseWheelMovement: float mousslidveme: gs%onser)void
<<Java Class>> = relativeMouseShift: Float (S i Jvoid

vementData
Of

& MouseMovementData()
© getMousePositionInWindow():Point

o pressedKeys: Set<Integer>

© getMouseShift():Point

& UserinputNEWTActionListener()
© add(UserinputResponser)-void
= applyM M For(UserlnputR )-void
= applyPressedKeysFor(UserinputResponser):void

@ get(int):UserinputResponser

@ getMouseWheelMovement():

© getRelativeMouseShift()-Float

@ setM Positil i oint):void

o sitMoussPEEIa Ak ) i
)void

|

@ applyPressedKeysFor(UserlnputResponser):void
@ get(int):UserinputResponser

M Listener

M. 0.1

N istener

<<Java Class>>
M M L 0.1

@Relati

org.|
= activeMouse: Controller
= controllers: Controller[]
= shiftX: float
o shiftY: float

ool
&R

istener()

<<Java Class>>
[©)EBOWrapper

© id: int
@ indicesCount: in

& EBOWrapper(]

@ bindBuffer():voi

© equals(Object):booles

8 genBuffer():voi

© getindicesCount():ir

© hashCode()y:in

© sendStaticintegerData(int]]):va

© sendStsticintegerData(IntBuffer):v
© setindicesCount(int):voi

© toString():String

<<Java Class>>
[©'VAOWrapper

© id: int
#'VAOWrapper()

© bindVertexArmay():voi
@ equals(Object):boolea
3 genVertexArmray():voi
@ hashCode():in

© toString():String

P i

<<Java Interface>>

rd

a urearDienlavRslatedPasition()-Paint

Y]

<<Java Interface>>
@UserlnputListener

@UserlnputResponser org
org: © add(UserlnputResponser)-void
@ get(int):UserinputResponser
a nrearNicnlavRalstadDncitinn/\-Paint
<<Java Class>>
Eveostorage
&' VBOStorage(]
@ bindBuffer(int).vo
o il SLType, Stri: Ve
© equsls(Object)booles
og i O(GLSLType. :VBOALtrit
© getVBOAttributeAt(int): VBOWrapp:
© hashCode():in
@ toString():String
@ toString(int.int):Strin
-VBOAttributes| 0.~
<<Java Class>> <<Java Class>>
[©VBOAttribute [©'VBOWrapper

o attributeArrayActive: booles © allocatedCapacity: lor

o attributeName: Strin: :r usedCapacity: long

o dataType: GLSLTyp vbo: in

© layoutSet: boolea ¢;vsow,.pp¢.(;

& VBOAttribute(GLSLType, Strin. ¢ allocate(long,int):vo

© appendDatafint, \ © bindBuffer():voi

3 i »

© equals(Object)booles " © enableVertexAttributeArsy(int, String):v
© getAttributeName():Strin — R equals(Objeet):boo{es

© getDataType():GLSLTyg © getAllocatedCapacity():lor

@ getDataTypeSize():ir ° BetDauf():ByteBuﬂe

© hashCode()in © getiD(yint

8 isAttributeArrayActive():booles ° ﬂe*usedcﬂ_?éﬂ'v():'on

1 isLayoutSet():booles © hashCode(yin

8 markAttributeArrayActive():voi ¢ satAllocatedCapacity(long):ve

8 markLayoutSet():voit © setData(ByteBuffer,int):voi

@ resllocateBuffer(long,boolean):y « setData(ByteBufferlong.long.int):w

8 resetAttributeArrayActive():voi @ setUsedCapacity(long):voi _
3 resetLayout()voic © setVertexLayout(int,String.int.int,boolean.int.long):
© setData(int,int, v ° losuing()v_suing N -

© toString():String @ String.int):v
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ﬂ,eMOHCTpaLI,iFI MOXXJTMBOCTEMWN: MOJieKyla BOAU
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ﬂ,eMOHCTpaLl,iﬂ MOXXITMBOCTEWN: COHAYHA cUCTEMA




BucHoBKKM
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