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Bopo6eup JI.C. IrpoBuii pymiiii ast po3poOkH iH11 irop Ha ocHoBl OpenGL:
kBasi(ikariiiina po6ora OakanaBpa cremianbHOCTI 121 «IHkeHepis mporpamHOro
3a0e3nedeHHs» / HayK. kepiBHUK B. 1. 3asu. 3anopixoks : 3HY, 2023.

Mera moniirae y CTBOPEHHI 3PYYHOTO Ta MIBUIKOTO 3aCTOCYHKY, SKHMA
JI0O3BOJIUTh PO3POOHMKAM IIBUAKO CTBOPIOBATH Bif€O-irpu, 0€3 HEO0OX1AHOCTI
HaIMCaHHS BChOTO KOJy 3 HYJIA, HA onepaiiiHiil cuctemi Windows.

Y mnpoueci po3poOku Oyina po3risiHyTa mpoOiieMa MNOOYIOBU ITpOBHX
JIOJIaTKiB, BUKOPHUCTOBYIOUM 3pyYHUN I1HCTpyMEHTapid. VY pesynbTari OyB
po3pobaenuit 3acrocynok TWE, ctBopenuit Ha ocHoBi rpadiunoro API OpenGL.
Jlaauii 3aCTOCYHOK MICTUTH B €001 2 TOJNIOBHUX IIapH (pymmiid Ta pegaktop) Ta 1
3B’s13ytounil map(KoHTpoiuiep). Pymiiit BimoBijzae 3a ycio JIOTIKY MaJIFOBaHHS,
B3a€EMO/Iii CyTHOCTEH, BIAIrpiBaHHS 3BYKIB, B3a€MO/Iii CKpUNTIB. Penaktop Hamae
3pYYHHUM 1THCTPYMEHTAapid, y BUTIsAAlI rpadiuyHOro iHtepdeincy, sSKUil aoroMarae
MIBUJKO Ta ©O€3 TpPyAHOIIB CTBOpIOBaTH 1rpoBi gomarku. OkpiM 1boro, OyB
po3pobiieHuii BeO caiiT, Ha ocHOBI MaTdopmu Node JS, 115 mpocyBaHHS JaHOTO
NpoayKTy y cdepi po3poOiii irop. BUKOpHCTOBYIOUM callT MOXHa BCTaHOBUTH
nonatok TWE a0o neperiasiHyTd HOBUHH MPO HBOTO.

KitouoBi cnoBa: ieposuti pywiti, inoi epa, pedakxmop, Mait08aAHHs, 83AEMO0Is

cymunocmeti, 63aemooisn ckpunmis, OpenGL, Node JS.
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Vorobets D.S. Game engine for the development of indie games based on
OpenGL: bachelor's thesis in specialty 121 "Software Engineering” / Science.
manager V.l. Zayats. Zaporizhzhia: ZNU, 2023.

The goal is to create a convenient and fast application that will allow
developers to quickly create video games, without the need to write all the code
from scratch, on the Windows operating system.

During the development process, was considered the problem of building
gaming applications using convenient tools. As a result, was developed the TWE
application based on the OpenGL graphics API. This application contains 2 main
layers (engine and editor) and 1 binding layer (controller). The engine is
responsible for all the logic of drawing, interaction of entities, sound warming, and
script interaction. The editor provides a convenient toolkit in the form of a
graphical interface that helps to create game applications quickly and easily. In
addition, a website based on the Node JS platform was developed to promote this
product in the field of game development. Using the website, you can install the
TWE application or view news about it.

Keywords: game engine, indie game, editor, drawing, entity interaction,

script interaction, OpenGL, Node JS.
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BCTYII

AKTYaJILHICTh TeMH

CTBOpEHHA BJIACHOI BiICO TPH € CKIIAJTHUM 3aBJaHHAM, sIKE BUMarae 0araro
yacy Ta 3ycuib. OHaK, 3aBJIIKU 3POCTAHHIO MOMYJISAPHOCTI 1HA1-ITOp, BCe OLIbIIe
pPO3pOOHUKIB HaMaraeTbcsi CTBOPUTHU CBOIO BiacHy Trpy. [Ipote, opaniero 3
HANOUTBIINX MPOOJIEM, 3 IKUMU CTUKAIOTHCS PO3POOHUKH 1HII-1ITOP, € BIJICYTHICTD
MOTY)KHOTO 1rpOBOr0 pyIlis, SKui OM BIANOBiAaB iX moTpebam Ta BHUMOTaM.
BinpiricTh TOTOBHX ITPOBHUX PYIIIIB MalOTh BUCOKY BapTicTb a00 OOMEXeHHS
BUKOPUCTaHHSA, 10 POOUTH iX HETOCSHKHUMHU ISl OUIBIIOCTI PO3POOHUKIB 1HI-
1rop. AKTyaJIbHICTh MPOOJEMU CTBOPEHHS MOTYXHOTO IpPOBOTO PYIIis JJIs 1HI-
Irop MoJisirae B TOMY, IIO0 PO3POOHMKHM IHJI-ITOp MNOTPEOYIOTh JOCTYIHOIO Ta
e¢(eKTUBHOTO pIIIEHHS JUIsi CTBOPEHHS CBOiX irop. IrpoBuit pymiil, skuii Ou
BIJINOBIJIaB iX MOTpedaMm, JO3BOJMB OW 3pOOUTH TPOIIEC PO3POOKU 1rop OUIbII
JOCTYITHUM Ta MPOCTHM, IO 30LIBIIMTH KUIBKICTh SIKICHUX IFOp HAa PUHKY Ta
3a0e3MeunTh KOHKYPEHTHY IepeBary JJig po3poOHUKIB 1HI1-1Top.

JUist  1HA1-po3pOOHUKIB, $KI MalOTh OOMEXKEHUU OIJKET Ta KOMaHIY,
CTBOPEHHSI BJIACHOTO IrPOBOTO PYIIisS MOXE CTaTh CKJIAQAHMM 3aBiaHHsM [1].
OpnHak, Ha CHOTOJIHIINIHIA JI€Hb, ICHY€ 0arato 1IHCTPYMEHTIB Ta TEXHOJIOTIH, SKi
MOYTbh JOIIOMOITH y po3po0Lil BIACHOTO irpoBoro pyuris. OCHOBHI npobiemu, 3
SKUMHU CTHUKAIOTHCS 1HJII-PO3POOHUKU TPU CTBOPEHHI BIACHOTO ITPOBOTO PYIIIis,
BKJTFOYAIOTh.

1. Bucoki BuTpaTM Ha po3poOKy. Po3poOka irpoBoro pyuiis Moxe OyTu
JIOPOTUM Ta CKIAAHUM TporiecoM. st 1HA1-pO3pOOHHKIB, SIKI MPAIIOIOTh 3
oOMeXeHUM OIOKETOM Ta pecypcamu, CTBOPEHHS BJIACHOTO ITPOBOTO
py1Iisi MOKe OYTH HETOCSHKHUM.

2. BincyrtHicte nocBigy. CTBOpEHHs BJIACHOTO IrPOBOTO pyIis BHUMAarae
3HAQYHOTO JIOCBIY Y IporpaMyBaHHI Ta po3poOlll irpoBoi MexaHiku. J[ms
PO3pPOOHUKIB, SKI TUTBKH MOYMHAIOTH CBIl NMUISIX y Tally31 pO3poOKH irop, 1e

MOKe OyTH BUKIIUKOM.
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3. BiacyrHicTs 3HaHB Mpo apxiTeKTypy. CTBOPEHHS BJIACHOTO ITPOBOTO PYIIIis
BHUMarae po3yMiHHS apXiTeKTypH T'pH Ta NPUHIMIIB ii ¢pyHKIionyBaHHs. Le
MOXke OYTH CKJIQJHUM 3aBJIaHHIM ISl PO3POOHUKIB, SIKI HE MalOTh JIOCBIAY Y
i 00acTi.

CTBOpEHHSI ITPOBOTO PYIIIS A 1HAI ITOp € aKTyallbHOK NPOOJEeMOI0 B
1HIyCTpii TeiimaeBy(po3poOku irop). Icaye 6arato mpuyuH, sKi MiIATBEPKYIOThH
ITI0 aKTYaJbHICTb.

[To-mepiire, 3pocTaHHs MOMYJIAPHOCTI iHAI-irOp B ocTaHHi poku [2]. Immi-
PO3POOHUKH CTBOPIOIOTH ITPH HA PI3HOMAHITHI TEMH Ta KaHPH, IO BIAPI3HIIOTHCS
BIJl TPAJAMLIIIHUX ITOp BEJIIMKUX BUAABHUUTB. [HAI-IrpH MOXYTh OyTH YCHIIIHUMU
Ta HaBITb BUTPABaTH HArOpOJH, sIKI paHimie Oyau 3ape3epBOBaHI ISl BEIMKHX
BU/IaBHUIITB.

[lo-npyre, CTBOpEHHs BJIACHOTO IrPOBOrO  PYIIis  JTO3BOJSE  1HII-
pO3pOOHHKaM MaTH MOBHUI KOHTPOJb HaJ CBOIMH irpaMu. BoHUM MOXXYTh BHECTU
CBOI yHIKaNbHI 11€i Ta (QyHKUII y CBIM pylIiid, M0 MOXE JJOMOMOITH iM
BUPI3HATHUCS HA PUHKY.

[lo-Tpere, CTBOpPEHHS BIACHOTO ITPOBOrO PYIIisl MOXKE JOMOMOITH 1HI-
pO3pOOHUKAM 3MEHIIUTH BHUTPATU Ha PO3pOOKy irop. [HOMI BUKOpUCTaHHS
CTOPOHHIX PYIIIiB MOXKe OYTH JOPOKYUM Ta HE JaBAaTH MOBHOTO KOHTPOJIO HaJ
MPOIIECOM PO3POOKH.

[To-dyeTBepTe, CTBOPEHHS BIACHOTO ITPOBOTO PYIIIiS MOXKE JOTOMOITH 1HJI-
pPO3pOOHMKAM 30€perTy yac Ta 30CEePEAUTUCS Ha BAXKIIMBUX acCIEKTax CBOIX irop.
BoHU MOyTh BUKOPUCTOBYBATH CBIil pyILIi JUIsi CTBOPEHHS PI3HUX IFOp Ha Pi3HI
TEMU Ta KaHPHU, 110 T03BOJISIE IM e(eKTUBHIIIE BAUKOPUCTOBYBATH CBiil Uac.

CTBOpeHHsT IrpOBOrO  pyulisi MOXe JOMOMOITH  1HAI-PO3pOOHUKAM
CTBOPIOBATH OUIIBIN SIKICHI Ta KPEAaTHUBHI ITPH 3 MEHIIIUMH BUTPATaMU Ta OLTBIITUM
KoHTpoJieM. Kpim Toro, po3poOka BJIIACHOTO irpOBOTO PYIIis MOXE JIOMOMOTTH
1HA1-pO3pOOHUKAM BIAPI3HATUCA BiJl KOHKYPEHTIB Ha PUHKY, II0 MOKE 301JIBIIUTH
iXHIO MOMyNApHICTh Ta Aoxif. 1lle omHi€r0 MPUYMHOIO, YOMY CTBOPEHHS 1TPOBOTO

pyllisl € aKkTyaJlbHOIO MPOOJIEMOIO JUIsl 1HII-PO3POOHUKIB, € Te, Mo OaraTo
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CTOPOHHIX irpoBUX pymriiB, Takux sik Unity, Unreal Engine ta CryEngine, MoxyTb
OyTH JOCUTH CKJIQJHUMHU JUIsi BUBYCHHS Ta BHUKOPUCTAHHS JJsl TOYATKIBIIB.
CTBOpEHHS BJIACHOTO PYIUis MOXE JOMOMOITH I1HAI-pO3pOOHMKAM 3MEHIIUTH
CTYIiHb CKJIQJHOCTI Ta JO3BOJUTH iM OLibll €()EeKTUBHO BUKOPHCTOBYBATH CBIii
Jac.

3arangom, CTBOPEHHSI IrpOBOTO PYIIIsl € aKTyaJIbHOIO MPOOJIEMOIO IJis 1Hi-
pPO3pOOHUKIB, sKI 0akalOThb CTBOPIOBATU SIKICHI Ta KPEATHWBHI ITpU 3 MEHIIUMHU
BUTpaTaMH Ta OUTBIIMM KOHTpOJIEM. [HIi-pO3pOOHUKH MOXKYTh BUKOPUCTOBYBATH
CBIM pyIIii 171 CTBOPEHHS PI3HUX ITOp Ha Pi3HI TEMH Ta KaHPHU, 110 JO3BOJISIE M

e(eKTHBHIIIE BUKOPUCTOBYBATH CBIM Yac Ta PECypCH.

Meta pociiazKeHHs
CTBOpEHHSI MPOCTOTO THCTPYMEHTAPII0, SIKWW JT0O3BOJISIE 1HI1-PO3POOHUKAM

CTBOPIOBATH BUCOKOSKICHI Ta 3aXOILIIOK0Y1 ITpH.

3aBaaHHSA 10CJiIKEHHA

AHani3 ICHYIOYMX pIIIEHb MIOJ0 CTBOPEHHS 1rop. BUBUEHHS apxXiTeKTypH
OpenGL Ta iioro ocHOBHUX (YHKIIOHAJIBHUX MOKJIUBOCTEH 3 METOIO PO3YMIHHS
MPUHITUIIB pOOOTH Ta BUKOPUCTAHHS iX y CTBOpPEHHI irpoBoro pytris. Po3poOka
e(DeKTUBHOI apXITEKTypH IFPOBOrO pyIlisl, SKa JO3BOJUTH 3a0e3MeYUTH

ONTUMAJIbHY TIPOJIYKTUBHICTH Ta THYUKICTh B PO3POOII PI3HOMAHITHUX 1TOP.

O0’exT Hoc/TiKeHHS
OO0'exTOM JOCIHIJKEHHS € TIPOIeC pO3pOOKH IrpOBOTO PYUIis IJs 1HAI-ITOP

Ha ocHOB1 OpenGL.

Ipeamer mocaigxeHHs
[IpenmMeToM nOOCHIIKEHHS € BHUBYEHHS OCHOBHUX MPHUHIUIIB pPoOOTH 3
OpenGL, anani3 cydacHUX TEHAEHIIN y po3po0Ili 1H/II-ITOp Ta ITPOBUX PYIIEH, IS

BpaxyBaHHS aKTyaJIbHUX BUMOT /10 PO3pOOJIFOBAHOTO PYIIIis.
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MeToau n0cTiTKeHHS

[IpoBeneHHST MAETATBLHOTO OTJSAY JITEpaTypHUX  JDKEpEN, HayKOBUX
nmyOJTiKalii, cTaTei, MiAPyYHUKIB Ta 1HIIUX JHKEPEN, 10 CTOCYIOThCS TEXHOJIOTIH
po3poOKkm irpoBux pymiiB, ocobmmBocter OpenGL; BuBUEeHHS Ta aHam3
NOMYJISIPHUX ITPOBUX PYIIIiB, K1 BUKOPUCTOBYIOTH OpenGL, 3 MeTOI0 BUSIBICHHS
iX 0coOMMBOCTEH, CHIBHUX 1 CIA0OKMX CTOPIH, a TaKOXX HAKOMWYEHHS JIOCBITY

PO3pOOKH IrpOBHX PYIIiiB; anmpoballis pe3ybTaTiB.

IIpakTuyHe 3HAYEHHS OJIeP:KAHUX pe3yJIbTATiB

[IpakTiuHe 3HAYEHHS OJEPKAHUX PE3YNbTATIB OCHIIKEHHS TMOJIATAE Y
HaJaHHI pO3pOOHMKAaM I1HCTPYMEHTapilo, 110 CIPOCTUTh Ta MPUCKOPUTH IPOILEC
po3poOku 1rop. 3a0e3ledyeHHs TOTOBUX MOAYJIIB Uil rpadikv, ayaio Ta
YIpaBJIiHHSA pecypcaMu J03BOJIUTh 30CEPEAUTHCS Ha CaMOMy KOHTEHTI IpH,
3MEHIIYIOYM 4Yac Ta 3yCWUIS, MOTPIOHI JJis BUPINICHHS TEXHIYHUX ACIIEKTIB.
Pe3ynpTaTi HOCHIIKEHHSI MOXKYTh CIIPUATA OOMIHY 3HAaHHSAMH Ta JOCBIIOM CEpeJl

1H/TI-ITPOBOT CIIJIBHOTH.

I'nocapii

Inoi iepu (amen. Indie games) — 1€ HEBEIMUKI ITpH, SKI CTBOPIOIOTHCS
MajeHbKkUMH KomnaHisiMu (5-10 yoisioBik) 06e3 (iHAHCOBOI MIATPUMKU BEITUKHX
BUJIABHMIITB Ta KOMIaHI.

OpenGL — e rpadiuna 6i6i0oTeKa, sika BUKOPUCTOBYETHCS AJISI CTBOPCHHS
Bizyamizanii 2D ta 3D rpadiku.

ImMGUI (Immediate Mode Graphical User Interface) — me miaxig mo
CTBOpeHHs rpadiuyHoro iHTepdeicy KOpUCTyBaya, /i€ KOXKEH KaJap 300pa>kKeHHS
00poOmsieThest 6e3nocepeHbO, 0€3 He0OX1THOCTI BUKOPUCTAHHS CTPYKTYPHU JTAHUX
JUTst 30epiranHs iHpopMailii mpo iHTepdeiic.

CUDA Toolkit (Compute Unified Device Architecture) — me mnaker

po3po6ku nporpamuoro 3adesneueHds (SDK) Bix kommnanii NVIDIA, skuit Hamae
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Ha0ip 1HCTPyMEHTIB, O0i10mioTeK 1 pecypciB Ais pO3poOKM Tporpam, sKi
BUKOPUCTOBYIOTH rpadiunmii mporiecop (GPU) NVIDIA 3 rexnonoriero CUDA.

Bullet Physics Library — e Bigkpurte nmporpamue 3a0e3IeUeHHs, SIKE HaIa€
HaO01p ITHCTPYMEHTIB AJIs1 CUMYJISIIT (p13UKH TBEPAUX TiI.

CMake — 1me kpoc-miaTOpPMHHI CHCTEMHHH  IHCTPYMEHT IS
aBToMarm3aiii mnpouecy 30upands (build) mporpamuHoro 3abe3medeHHs. Bin
J03BOJIIE  PO3POOHMKAM BH3HAYaTH Ta KEPyBaTH MPOIECOM  KOMIUIALIL,
JIHKYBaHHS Ta YIAaKOBKH MPOTPaMH HE3aJeKHO Bil KOHKPETHOI Imatgopmu abo
KOMITUIATOPA.

VAO (Vertex Array Object) — 1me 00'€eKT y KOHTEKCTI TpadigHOro
nporpamMyBaHHsl, SKUM BHUKOPUCTOBYEThCS JUIsl 30epiraHHs KoH}iryparii
BEPLIMHHOTO MacHUBY, TaKy K BEPIIMHHI J1aH1, BKa31BHUKH HAa aTpUOYTH BEPIIHH.

VBO (Vertex Buffer Object) — 1i¢ 00'€eKT y KOHTEKCTI TpadidHOro
IporpaMyBaHHs, KM BUKOPHCTOBYETbCA MJisi 30€piraHHs BEPIIMHHUX JaHUX,
TaKUX SIK KOOPAMHATH BEPIIWH, HOPMali, TEKCTYpHI KOOPAUHATH.

EBO (Element Buffer Object) — me o0'ektr y koHTekcTi rpadiyHOro
porpamMyBaHHS, SIKUA BUKOPUCTOBYETHCS ISl 30€piraHHs 1HIEKCIB BEPIIMH, SK1
BUKOPUCTOBYIOTHCS JUTsl Bizyanizailii rpadiyHuX 00'€KTIB.

FBO (Frame Buffer Object) — me o0'ekt y KOHTeKcTi rpadigHOTO
nporpaMyBaHHS, KU JO3BOJISIE CTBOPIOBATH Ta KEepyBaTH BIAaCHUMH Oydepamu
KaJIpiB.

lletioep (anen. Shader) — 1e mporpamMHHA KOJ, SIKHH BUKOPHCTOBYETHCS
JUTSL KEpYBaHHS BIJOOpaXeHHSAM rpaiuHuX 00'€KTIB.

Mesh — 1e cTpykTypa MAaHuX y KOMI'HOTepHiH rpadimi, 1110
BUKOPUCTOBYETHCS ISl OMUCY FT€OMETPUYHHUX O0'€KTIB y TPUBUMIPHOMY MPOCTOPI.
Bin cxmamaetscs 3 HaOOpy BEpIIMH 1 3B'S3aHUX 3 HUMHU TpaHel, pedep abo
TPIKYTHHKIB.

DLL (Dynamic Link Library) — ue tun daiiny, sikuit MicTuTh KOJI 1 1aHi, sIKi

BUKOPUCTOBYIOTHCS ITpOrpamMaMu IIiJ] 9ac BUKOHAHHS.
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Popup menu (cnausaroue menio) — e eneMeHT iHTepdeiicy KopUcTyBaya,
SKHUI 3a3BUYai 3'SIBISE€THCS MPU HATHCKaHHI MPaBOIO KHOIMKOO MHIII 1 BitoOpaxkae
COUCOK OIMI ad0 KOMAaH/I.

Endpoint — me mo3HaueHHs KIiHIICBOI TOYKH ab0 aapecH, 3a JOMOMOTOI0
SAKO1 KJIIEHTChKA IporpaMa MO B3aeMOJISATH 3 BeO-ciryxk0010, APl abo iHIIoN0
CHCTEMOIO.

Pagination — 1e mporec po3moAlTy BETUKOTO HAOOpYy MaHWX Ha OKpeMi
CTOPIHKH 3 METOIO IMOKa3y iX MOeTanmHo ab0 MOCTOPiHKOBO.

Thunks — me oOroptka HaBKOJIO [ii, sKa MOXE NPUAMATH JOJATKOBI

napamMeTpH Ta BUKOHYBATH aCHHXPOHHI OIeparti.
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1 AHAJII3 IPEJIMETHOI OBJIACTI

1.1 Orasg jJiTepaTypHHUX KepeJ

VY CBITI 1HAI-ITOp, J€ TBOPYICTh Ta IHHOBAIlI € OCHOBHUMHU CTOBIIAMH
pPO3BUTKY, po3poOka edeKTHUBHOro irpoBoro pymiss Ha ocHoBi OpenGL crae
0co0MBO akTyanbHOIO. [Ipy MIATOTOBI IWUIIJIOMHOI pOOOTH, METOIO € OTJISA
JITEpaTypHUX JDKEpeN, M0 JOMOMOXE PO3IIUPUTH PO3YyMIHHS Ii€l TeMH Ta
BUSIBUTH PO3POOKH, 1110 BXKE ICHYIOTh y Tajly3l iIrpOBHX PYIIIiiB.

Benuka yBara npuauisieTbea 300py 1 aHami3dy JITEpaTypHUX JKEpeEI, SKi
CTaHOBJISITh (DyHIAMEHTAJIbHY OCHOBY Halioi poOoTH. MeTomonoris BKIIIOYAE
BUKOPUCTaHHA 0a3 JaHUX, OHJIAH-010J1I0TeK Ta akajgeMiuHuX XKypHamiB. [lig gac
BIJIOOpY JITEPATYpPHUX JIKEPEI S KEPYIOCh KPUTEPISIMU aKTyalIbHOCTI, HAYKOBOTO
PIBHSI Ta aBTOPUTETHOCT1 aBTOPIB.

Biakputi miTepaTypHi [Kepena NigAaHl JeTalbHOMY aHaili3dy, 30Kpema
30CEpEKEHHSIM Ha OCHOBHUX TeMax Ta po3poOKax y ramaysi irpoBUX pYyIIiiB Ha
ocHoBl OpenGL. Pi3Hi miaxoan 10 po3poOKH IFPOBHX PYIIIiB PO3TISAAIOTHCS 3
ypaxyBaHHSM IXHbOTO BIUTUBY Ha €()EeKTUBHICTH 1HA1-1TOP.

Cepen OCHOBHUX TeM, BUSIBICHHUX IIiJ] Yac aHaJI3y JITEPaTypHUX JKEPE,
BapToO 3a3HaunTH HacTynHi. [lo-nepie, onuc Texnomnorii OpenGL Ta i noTeHmiany
i po3poOku irpoBux pymiiiB [15]. Tlo-mpyre, moCTiKeHHS PI3HUX METOJIB
onTuMizalli rpadiyHux OOYMCICHb I 3a0e3MedYeHHs TUIaBHOCTI Ta MIBUAKOAIT
irpoBoro mpouecy. [lo-Tpere, BUBYEHHS apXITEKTypu pyllisd Ta TIAXOAIB [0
PO3pOOKH MOIYIBHOI CUCTEMHU KOMIIOHEHTIB.

BaxxnuBicTh JOCIIKEHHS Ta PO3pOOKHU 1rpoBOro pyirisi Ha ocHoBl OpenGL
IJIKPECITIOETHCS, OCKIILKM BiH CTaHE OCHOBOIO JIJII CTBOPECHHS BPa)KarOUUX 1H/II-
irop. JlogaTkoBO, BKa3y€eThCs HA MOXKJIMBOCTI MOAAIIBIIOTO JOCTIPKCHHS B Taly3l
I'POBUX PYUIIiB Ta IX BUKOPUCTAHHS AJI TOCATHEHHS! HOBUX BEPIIMH Y cepi 1H1-

irop.
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CTBOpEHHA IrpOBOTO PyIIis sl 1HAI-ITOp MOXe OyTH CKJIaJHOIO 3a/Jadvyero,
0COONMMBO I THUX, XTO TUIbKM TMOYMHAE CBIM muwsix y ramysi GameDev . Ane
Mar4M CBIM BJIACHUN PYIIIA BU MOXXETE MAaTH HE TIIBKH OLIbIIE KOHTPOJIIO HaJl
pO3pOOKOI0 irop, ajie 1 CTBOPHUTH CBil BIACHWM OpEeHJ Ta BU3HAYUTH WMOTO
yHIKanbpHICTh. ToMy 3apa3, Ta MalOyTh y HaWOImxK4oMy MalOyTHhOMY, Oyle
aKTyaJIbHOIO TeéMa CTBOPEHHS BJIACHOIO irpoBoro pyumis [14].

Opniero 3 HaUOUTBIIMX TPOOJIEM MPU CTBOPEHHI IrPOBOTO pyIIis IS 1HAL
irop € Opak pecypciB Ta 0OOMEXEHUH TOCTyN 10 1H(OpMAaIlii Mpo TEXHOJOrIi, 110
BUKOPHUCTOBYIOThCS B Taiy3i [13]. IHmi po3poOHMKM 3a3BWUail MpaIolTh 3
OOMEKEHUM OIOJPKETOM Ta HE MAalOTh JIOCTYIy JI0 PECypCiB Ta 3HaHb, Kl €
JOCTYITHI JUTIsl BETUKHUX CTYIH.

Po3po0ka irpoBoro pyiist AJj1sl 1H1-1r0p 3a3BUYai 3yCTPIYAETHCA 3 KIJIbKOMa
Bukiukamu. [lepm 3a Bce, L€ CKIAAHICTh mpolecy po3poOku. OcoOauBo s
OJIMHOYHUX PO3POOHUKIB a00 HEBEIMKUX KOMAaHJ, CTBOPEHHS €(QEKTUBHOTO
IrpOBOTO pyLIisi NOTpeOy€e 3HAUHKUX 3YCUJIb, YACY, 3HAHB 1 TEXHIYHOI EKCIIEPTU3H.

Jlpyra mnpoOnema moB'si3aHa 3 BUMOramMu 10 HpoayKTuBHOCTI. [1]00
3a0€3MeYNTH MJIABHUWA FeAMIUIEH 1 YHUKHYTH 3aTPUMOK, ITPOBUI pyIIiil MOBUHEH
MaTH BHCOKY MpOAYKTHUBHICTH [14]. Ile Moke BMMaratv BEIMKHX IHBECTHIIIN Y
KOMI'IOTEpHY TEXHIKY 1 IporpaMHe 3a0e3MeUeHHs, a TaKOXK OCBITH 3 ONTHUMI3aIlii
KOMY.

Tperss mpobOiiema, 3 SKOK CTHKAIOTHCS 1HI1-PO3POOHUKH, - HEJOCTATHS
NIATPUMKA BiJl BUPOOHMKIB ITpOBUX pyiliB. Lle Moxke ycKiiaJHIOBaTH BUPILIECHHS
npoOJieM, 110 BUHUKAIOTH T1]T 4ac pO3pOoOKH, 1 YIIOBUIHLHIOBATH MPOIIEC.

Hapemiti, HecTaObHICTh PUHKY 1TOpP € I1I€ OAHUM BUKIUKOM. Po3poOHUKH
ITPOBUX pYIIIiB TOBHHHI 3a0€3MEYUTH THYYKICTb CBOIO MPOAYKTY, 100
BIJINOBIJIATH 3MiHAM 1 MOTpedaM pUHKY, SIKUH € HeTlepe10adyBaHUM.

AJie CTBOPEHHS IrpOBOTO PYIIIis AJIs 1H/1-1TOp HAJA€ TaKi IEpeBaru:

1. 3HmKeHHs BUTpAT Ha Po3poOKy: [HII-PO3pPOOHUKH MOXKYTh CKOPUCTATUCA

TOTOBUM ITPOBHM PYIIIEM, IO JO3BOJIAE IM 30CEPENUTHUCS HA CTBOPEHHI
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BMICTY T'pU, HE BUTpAuYalOyu 4yac Ha po3poOKy BiacHoro pyuris. Lle moxe
JOTIOMOTTH 3HU3UTH 3arajibHi BUTPATH Ha PO3POOKY T'pH.

2. 3MEHUIEHHs Yacy J0 BUITYCKY.

3. IlinTpumka po3poOHuKiB: ['0TOBI irpoBi pyIii 4YacTO MAaiOTh AaKTUBHY
CIIJIBHOTY PO3pPOOHMKIB, sSIKa MOYKE JIOIMIOMOITH 3 BHUPIIMICHHSIM IpoOJieM Ta
HaJaHHSIM MIATPUMKH. PO3pOOHMKHM MOXKYTh 3HAaWTH BIJMOBIAI Ha CBOI
nuTaHHS a00 3BEPHYTHUCS 32 JTOIIOMOTOI0 JI0 IHIINX PO3POOHUKIB.

4. MOXIUBICTb TPUCKOPUTH PO3POOKY.

1.2 Amnani3 nporpaMHoro 3aée3ne4eHHst

1.2.1 Unreal Engine

Unreal Engine — 1ie irpoBuil pyimid, po3poOJieHHH 1 MiaTpUMyBaHUN
komrianiero Epic Games. BiH BUKOpUCTOBYETHCS JIsl CTBOPEHHS ITOP, a TAKOXK TS
PO3pOOKHK BIPTyaJIbHOI PEaIbHOCTI, apXITEKTYpHHUX Bi3yalli3alliii, BiIeO Ta IHIIHUX
IHTEpaKTUBHHX JTOAATKIB [8].

Unreal Engine mMIiCTUTh IIMpOKUi HaOIp 1HCTPYMEHTIB ISl PO3POOKHU 1rop,
BKJIIOYArOYM TpadiuHuii pymnii, (pi3UuHAN pyIIiid, CUCTEMY IITYYHOTO 1HTEIEKTY,
CUCTEMY 3BYKY Ta 1HIII KOMIIOHEHTH, IO JO3BOJISIIOTH PO3POOHUKAM CTBOPIOBATH
pPI3HOMaHITHI ITpU 3 PI3HUMHU MEXaHIKaMHu Ta reiimiuieeM. Pyl Mae moTyxHY
rpadiuHy MmiJCHCTEMY, IO JI03BOJISIE CTBOPIOBATH BI3yaJIbHO 3aXOIUIIOKOYl ITpHU 3
BHUCOKOIO SIKICTIO rpadiKi Ta peasiCTUYHUM OCBITJICHHSIM.

Unreal Engine BukopucToBye MOBY nporpamyBaHHs C++, a TakoX MOBY
ckpuntyBanHsi Blueprint. Mosa Blueprint mo3Bosisie po3poOHHUKaM CTBOPIOBATH
CKJIaJHI 1rpOBI CHUCTEMHM Ta TMOBEIIHKY OO0'€KTIB 0€3 HamucaHHs KOIy, IO
MOJIETIITYE TIporiec po3poOku st HoBaukiB. Ha Puc.l 1 300paxeno rpadiununii

iHTepdetic irposoro pymris Unreal Engine.
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Puc.1 I pagiunuii inmepghertic ieposozo pywia Unreal Engine

Pymiit mae BOy1oBaHy NIATPUMKY AJi pO3pOOKH BIPTYaJIbHOI PEAIbHOCTI Ta
360-rpagycHuUX BiJ€0, IO JI03BOJISIE CTBOPIOBATH BpaXkaroul Bi3yalibHi JIOCBIIU IS
VR-rapHITyp Ta IHIIMX NPUCTPOIB.

Unreal Engine TakoX Mae MOTYXHY CHCTEMY pPEIaKTOpa, IIO I03BOJISE
pO3pOOHMKAM CTBOPIOBATU Ta pelaryBaTH ITPOBHM KOHTEHT 0e€3 HEOOXiTHOCTI
BUXOJUTU 3 CEpPEAOBHUIA PO3pOOKH. PemakTop MICTUTH Pi3HI IHCTPYMEHTH JIsi
CTBOPEHHSI Ta pefaryBaHHs rpadiku, aHiMarlii, 3ByKy Ta 1HIIIOTO KOHTEHTY.

BuxopucroBytoun Unreal Engine Oyno cTtBopeHo OaraTo XOpoIIUX Ta
BiIoMHUX irop, sik Fortnite, Gears of War, Borderlands, Batman: Arkham Knight Ta
Oararo iHImMX. Pymriit Mae 1O0CUTh BENMUKY CHITBHOTY PO3POOHUKIB, 1110 3a0e3medye
CTaOUIbHY MIATPUMKY Ta IOCTIHHE OHOBJIEHHS IHCTPYMEHTIB U1 PO3POOKH.

Unreal Engine Takox Mae BOyJOBaHY CHUCTEMY MYJIbTHILIAT()OPMEHHOCTI,
10 JIO3BOJISIE PO3POOIIATH irpu IJst pi3HHUX 1iaTdopm, Takux sk Windows, Mac,
Linux, i10S, Android, PlayStation, Xbox Ta iumi. Ile mae po3poOHUKaM
MOKJIMUBICTh CTBOPIOBATH OJHY BEpPCil0 TpH Ta pO3ropTatd il HaA PI3ZHUX
maTdopMax 6€3 HeOOX1AHOCTI EPENUCYBAHHS KOY.

Jns Unreal Engine noctynHuil Benukuid HaOIip CTOPOHHIX 010J10TEK Ta
TJIATiHIB, 10 JO3BOJISIOTH PO3IIUPIOBATH (DYHKITIOHAIBHICTh JIBMKKA Ta J0JIaBaTU

HOBI MOXJIHMBOCTI A0 mpoekty. Hampuknaa, mns Unreal Engine icHye Benmka
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KUTBKICTh IUIATIHIB Ui CTBOpEHHs irop B kaHpi RPG, BUKOpHCTaHHSA cucTeMHU
¢i13uxu Havok, minrpumku VR-rapHiTyp Ta 6arato iHIINX.

Unreal Engine Tako Mae BeJIMKY CIUIBHOTY KOPUCTYBadiB Ta PO3POOHUKIB,
IO JI03BOJISI€ 3HAWTHU BIAMOBIAI Ha OyAb-sKI TEXHIYHI MUTAHHS Ta MPOOIEMHU, SIKI
MOXYTh BUHUKHYTH MiJ 4yac po3poOku. CHUIbHOTa aKTUBHO MIATPUMYE pPi3HI
MIPOCKTH, SIK1 IaI0Th MOXJIMBICTh PO3POOHHMKAM CITIBIIPAIIOBATH Ta OOMIHIOBAaTUCH
3HAHHSIMU Ta JIOCBIJIOM.

V3aranpHioroun, Unreal Engine € moTy>KHUM 1HCTPYMEHTOM ISl PO3POOKU
irop Ta IHTEPAKTHUBHUX JOAATKIB 3 BHUCOKOIO SIKICTIO Tpadikd Ta IIHPOKUM
CIIEKTPOM (PYHKIIOHATBHUX MOMIIMBOCTEi. MOro BelMKa CIiIbHOTa PO3POOHHKIB
ta marpumka 3 Ooky Epic Games poOnste Unreal Engine omnum 3

HaWUMONYJISIPHIIINX IFPOBUX JBUKKIB HA PUHKY.

1.2.2 Unity

Unity — 1ie monynspHU irpoBHH pYIIiid, M0 BUKOPUCTOBYETHCS IS
CTBOPEHHsSI 1rop Ta IHTEpAaKTUBHUX JoAaTkiB. Llelt pymiii po3poOsieTbes
xoMmrmaniero Unity Technologies 3acHoBHUKOM sik0i € [{eBin Xencoi.

Unity Hamae 3pydnuit iHTepdeiic s po3poOKH, 110 T03BOJISIE PO3POOHUKAM
aerko crtBoproBatu 2D Ta 3D irpu [9], nomaBath B HHMX PI3HOMAaHITHI 00'€KTH,
e(deKTH Ta aHIMAIlilo, HAIAIITOBYBAaTH (I3UKY Ta MOBEIIHKY 00'€KTIB, pO3ropTaTH
rpy Ha pi3HUX Mmatdopmax Ta 6arato 1HIIOTO.

OcobmuBicTio Unity € Benmka KUIBKICTh CTOPOHHIX PECypCiB, TaKUX SK
MOZIeJII TMEepPCOHAXIB, My3WMKa, 3BYKHM, TpadiuHi epeKkTh Toulo, SIKI MOXKHa
O€3KOIITOBHO 3aBaHTAXUTU 3 1HTEPHETY Ta BUKOPHCTOBYBATH Y CBOIX MPOEKTAX.
Unity TakoXX Ma€ BEIUKY CIUIBHOTY KOPHUCTYBa4iB Ta pPO3POOHMKIB, SKa
JoTioMarae BUPINIyBaTH TEXHIUHI MTUTAHHS Ta HAaJa€ MOPaaM 11010 PO3POOKH 1rop.

Ha Puc.2 2 300paxeno rpadiunuii intepdeiic irposoro pymris Unity.
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Puc.2 I'pagiunuii inmepghetic icposoeo pywis Unity

Jlist Unity noctynauii MmoBHUM cTtek C# Ta JavaScript, siKi € TOMyISIPHUMU Y
CBITI IporpamyBaHHs. L{e 103Bossi€ pO3pOOHUKAM 3 PI3HUM PIBHEM JOCBIAY JIETKO
3pO3YMITH Ta 3MIHIOBATH KOJI TPH.

Unity TakoX Haga€e MOXIIMBICTH PO3POOHUKAM POOUTH B3aEMOJIIO 3i
CTOPOHHIMH TMporpamMamMud Ta 0i0jioTekaMu, IO JO03BOJISE€ PO3IIMPIOBATH
MoxJMBOCTI Tpu. Kpim Toro, Unity miaTpumye BipTyalbHy Ta JONOBHEHY
peanbHICTh, IO JO03BOJISIE CTBOPIOBAaTHM irpu 3 BUKOpucTaHHsM VR Ta AR
TEXHOJIOT1H.

Pymiiit Unity miarpumye 6arato pi3Hux miat@opM Ta MOB NpOrpaMyBaHHS,
0 JI03BOJISIE PO3POOHMKAM CTBOPIOBAaTH Irpd Ha pi3HUX I[aTdhopmax Ta
BUKOPHCTOBYBaTH MOBY IpOrpaMyBaHHS, 3 KOO BOHM 3Hailomi. Kpim Toro, B
Unity € BenMKa KUIBKICTb TOTOBHUX KOMIIOHEHTIB Ta PECYpCIB, IO JI03BOJISIE
PO3pOOHKKAM €KOHOMHUTH Yac Ta 3yCHJUIA Ha CTBOPEHHI BJIACHUX €JIEMEHTIB I'PH.

Unity Takox mMae OaraTo 1HCTPYMEHTIB ISl TECTYBAaHHSI Ta HaJIaro/>KEHHSA
I'pH, IO JI03BOJISIE PO3POOHUKAM BIJICTEKYBATH Ta BUPINITYBaTH MPOOJIEMH 3 TPOIO
Ha paHHIX cTajiax po3pooku. Kpim toro, Unity mae BOy0BaH1 3ac00M aHAMI3y TpU
Ta 300py JaHMX, K1 JOMOMAaramTh pO3POOHHKAM 3pO3YMITH MOBEAIHKY T'PaBIliB Ta

MOKPAIIUTH TPy HAa OCHOBI IUX JaHUX.
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Opniero 3 ronoBaux nepeBar Unity € Te, 110 BiH Ma€ BEIMKY Ta aKTUBHY
CHUIBHOTY PO3POOHUKIB, sIKa PO3pOOIIsi€ Pi3HI AOAATKOBI IHCTPYMEHTH Ta PECYpCH
st Unity. e mo3Bomsie po3poOHUKaM irop BUKOPUCTOBYBATH T'OTOBI PIICHHS J1JIs1
PI3HUX 3a/1a4, 10 3HAYHO CIIPOIIY€E Ta MPUCKOPIOE MPOLIEC PO3POOKH 1rop.

Unity Takox Mae BeIMKY KUIbKICTh BOyAOBaHUX (DYHKIIIH At podotu 3 2D
ta 3D rpadikoro,3BykoM, (Pi3MKOI0, IITYYHUM IHTEJIICKTOM Ta IHIIUMH acleKTaMu
rpu. Lle no3Bomsie po3poOHMKaM HEe BUTpAvyaTH 4ac Ha HAMKMCAHHS BIACHUX PIllIEHb
JUISL UX 3aBJlaHb, a 30CEPEIUTHUCS Ha OUIbII CKJIQJHMX Ta IIKAaBUX acleKTax
PO3pOOKH irop.

[lle ogna BaxnuBa nepesara Unity mosisirae B TOMy, 110 BiH HIATPUMYE Pi3HI
1aTGopMHU, BKIIOYAI0YM MOOUTBHI PUCTPOI, KOMITIOTEPH, KOHCOJII Ta BIPTyalbHY
peanbHicTh. Lle 103BOJII€E pO3pOOHHMKAM JIETKO IMOPTYBAaTH CBOi IpM Ha PI3HI
w1aT(opmMu Ta MaKCUMaIbHO PO3IIMPIOBATH CBOIO ayAUTOPIIO.

3aranom, Unity € TOTY>KHUM Ta THyYKUM 1HCTPYMEHTOM JIJIsl PO3POOKHU 1rop,
SAKUU J03BOJISIE PO3pOOHMKAM HIBUAKO Ta €(EKTHBHO CTBOPIOBATH SKICHI 1rpu

PI3HUX KaHPIB Ta JJIs PI3HUX TIATPOPM.

1.2.3 CryEngine

CryEngine — me irpouii pymiii  Big Crytek GmbH, skuii
BUKOPUCTOBYETHCS JJI1 PO3POOKH BIZEOIrOp HA PI3HUX IUIAT(HOpMax, BKIOYAIOUU
[1K, koHCO1 Ta MOOLIIBHI IPUCTPOI.

CryEngine OyB po3poOneHuil crodatky njsi Bimeoirop cepii Crysis, aie
3rOJIOM CTaB JOCTYIHHUM JJIsl 3arajlbHOTO BHUKOPUCTaHHS. BiH BOJIOJi€ BETMKUMHU
MOKJIMBOCTAMH B POOOTI 3 rpadikoro, (i3UKOI0 Ta MTYYHUM 1HTEJIEKTOM. Py
BUKOPUCTOBYE TEXHOJOTiI0 penbedHoro wmamyBanHs (height mapping) Ta
TEXHOJIOT1r0 3aTiHeHHA (soft shadows), 110 103BOJIsIE CTBOPIOBATH pEaiCTUYHY Ta
JIeTalli30BaHy rpadiky 3 BUCOKOIO neTtam3aiiieto [10].

Onniero 3 ocobnmuBocteit CryEngine € nuHamiyHe cepeloBUILE 3MiH, SKE

JI03BOJISIE pO3POOHUKAM CTBOPIOBATH ITPOBI CBITH 31 3MIHHUMH yMOBaMH, TAKUMU
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SIK JIEHHA Ta HiYHA 3MiHA, 3MiHa MMOTOJJHUX YMOB, C€30HHI 3MiHU Ta inmi. Ha Puc.3

3 300paxeHo rpadiunuii inTepdeiic irposoro pymris CryEngine.

Puc.3 I'pagiunuii inmepgpeiic icposoeo pywis CryEngine

CryEngine Takox Mae BOYIOBaHy MIATPUMKY BIpTyaJIbHOI PEaIbHOCTI Ta
MO’K€ IIPALIOBATH 3 PI3HUMHU BIPTYyaJbHUMU MPUCTPOSMHU.

CryEngine TakoX Ma€ BEJIHMKY CIUIBHOTY pO3pOOHHKIB, $IKa Hajaae
HNIATPUMKY, pecypcu Ta iHdopmallito ajis po3poOku irop. BiabIIICTh pecypcis,
Takux sk 3D-mopeni, TekcTypu Ta edextu, MOxyTb Oytu B3aTi 3 CryEngine
Marketplace, 1o cnpoiirye po3po0Oky irop.

Henonikamu CryEngine € ckiiagHicTh BUKOPHCTaHHS Ta BiJIHOCHA BHCOKA
BapTICTh JIILIEH31i MOPIBHSHO 3 JACSIKUMH IHIIMMHU ITPOBUMH pyIIisiMU. Takox
po3po0Oka irop 3 BukopuctanusiM CryEngine moTpeOye O1IbIIT BUCOKUX TEXHIYHHX
3HaHb Ta JIOCBILY, HIK Y IEIKUX 1HIINX IHCTPYMEHTIB.

Kpim toro, CryEngine mae Taki nepeBaru:

1. Bucoka skicte rpadiku: CryEngine BigoMHil CBO€IO BHCOKOSIKICHOIO
rpadikoro Ta criemiaibHUMU e(heKTaMU, TAKUMH K 3aTIHCHHS, TYMaH, BOJH1

e(eKTH Ta IHIIII.
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2. MoxmuBocti mommdikamii: CryEngine wmae BenmMKi MOXKIHUBOCTI JIS
Moaudikarii irop, o JT03BOJISIE PO3POOHUKAM HAIAIITYBATH CBOi MPOEKTH
HACTUIbKHU, HACKUIBKH 11€ MIOTP1OHO.

3. Ilintpumka wmyneTuiuieepy: CryEngine wmae BOynoBaHy MiIATPUMKY
MYJbTUILICEPY, 11O JIO3BOJIIE PO3POOHUMKAM  CTBOPIOBATH Irpu 3
MOXKJIMBICTIO TP B MEPEKI.

VY 3aranpHOMY, CryEngine — 1€ MOTY>XKHHI Ta BUCOKOSKICHUN ABUTYH IS
CTBOPEHHSI 1TOp 3 Bpa)karouoio rpadikoro Ta MOKIUBOCTAMU Moaudikarii. OnHaxk,
BiH Ma€ TI€BHI HEJIOJIIKH, TaKi K BHCOKI BUMOTH JI0 allapaTHOTO 3a0e3MeUeHHs Ta
CKJIQJHICTh HaBYaHHA. Llell 1BUryH MOXe OyTH KOPHCHHM JUIsl PO3POOHUKIB, SIKI
MaloTh JIOCTaTHIA JOCBIJ y raiy3l TeMmaeBy Ta MarOTh BEJIUKI amOiIli 11010
CTBOPEHHSI 1TOp BHCOKOI SIKOCTI. 3 ypaxyBaHHSIM HMOro mnepeBar Ta HEIOJIKIB,
PO3pPOOHUKH MOXKYTh MNPUUHITH OOrpYHTOBAHE PIIIEHHS M[0JI0 BUKOPUCTAHHS

[[bOTO JBUTYHA Y CBOEMY IIPOEKTI.

1.3 IlocTaHOBKA 3aBIAHHSA

Merta xBamidikaiiifHoi poOOTH — 1€ CTBOPEHHSI ITPOBOTO PYIIis st
cTBOpeHHs 1HAI irop Ha ocHoBi OpenGL. IlocTtanoBka 3aBAaHHS JOCHIIHKCHHS
BKJIFOYA€ HACTYIHI €Tamu:

1. Anami3 notpe® 1 Bumor: Bu3HaueHHS OCHOBHHMX MOTpPeO Ta BUMOT, SKi
MOBUHEH 3aJIOBOJIBHATH po3pobsieHnid irpoBuit pymriil. lle Bkiouae
miaTpumky rpadiku 2D ta 3D, 00poOky aynio, ¢i3uky, ymnpaBiliHHS
pecypcaMu, ONTUMI3AIII0 IPOYKTUBHOCTI.

2. Bubip TexHnoumoriii: BuOip TEXHOJOTIYHOTO CTEKy, SKWH HaWlKpale
BIJIMOBIAa€ MOTpedaM AOCIIKCHHS. Y JTaHOMY BUNAJKY, BUOIP TEXHOJIOT11
OpenGL six ocHOBU JyTsT iITPOBOTO PYIIIis.

3. Po3poOka apxiTekrypu: Bu3HaueHHS apxiTEKTypH IrpoBOro pyIiis,

BKJIFOYAOYM MOAyi s rpadiku, Gpi3uKu, ay/1io, CKPUIITUHTY, TpadiqHOrOo
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iHTep(deiicy. BpaxyBaHHS NPUHLUIIB THYYKOCTI, pPO3IIUPIOBAHOCTI Ta
€(EeKTUBHOCTI PyIIis.

4. Po3poOka ¢yHKIioOHATBHOCTI: Peaiizaliisi OCHOBHHX (PYHKIIOHAJIBHUX
MOXJIMBOCTEH ITPOBOTO DpYyIIis, Takux sK oOpoOka rpadiku, aymio,
B3a€EMOJIII 3 KOPHUCTYBaue€M Ta YIpaBJiHHA pecypcamu. BpaxyBanHs
MPUHIIUAIIB ONTUMI3AIlI] MPOAYKTHBHOCTI.

5. Anpo6auis: BukoHanHs psiy mepeBipoK i MEPEKOHAHHS B KOPEKTHOCTI
poboTn po3pobiieHOro irpoBoro pyimnisa. Bamigaris pymriss Ha OCHOBI
BU3HAUEHUX BUMOT Ta TMOPIBHAHHA pE3yNbTaTiB 3 IHIIMMH ICHYIOUUMHU
ITPOBUMH PYILIISMH.

Takox 111 MpoCyBaHHS ITPOBOTO pPyIlis MOTPIOHO CTBOPUTH CaMT, IIO

JOTIOMOXk€E MailOyTHIM pO3pOOHUKAM O3HAOMHUTHUCH 3 CUCTEMOIO.

1.4 BucHoBkM 10 po3aiay 1

1. Byno orasiHyTO roJIOBHI MPOOJIEMU CTBOPEHHS ITPOBHUX PYIIIiB: CKIIAJIHICTD
pO3pOOKH, BHUMOTM JO MNPOAYKTHBHOCTI, HEAOCTAaTHA MIATPUMKA,
HECTaOUIbHICTh PUHKY.

2. IlpoanamizoBani KoHKypeHTHI irposi pymii: Unreal Engine, Unity,
CryEngine. Bynu Bu3Ha4eHi iX IUTFOCH Ta MiHYCH.

3. BwusHauena nmoctaHOBKa 3aBIAaHHS JOCIIHKEHHS.
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2 BUMOI'M 10 OTOYEHHA

2.1 AHaJti3 cy4yacHMX TEXHOJIOTi| Jisl pO3pO0KHM irpoBUX PyIUiiB

[rpoBuit pymiiii € mporpaMHOI0 MWIATHOPMOIO, IO J03BOJIE POIPOOHUKAM
CTBOPIOBaTH KOMM'IOTEepHI irpu. BiH Hamae HaOlp 1HCTPYMEHTIB ISl PO3POOKH
rpadiku, 3ByKy, ¢i3uku, iHTepdelcy KOpucTyBada Ta IHIIUX KOMIIOHEHTIB, IIO
BUKOPUCTOBYIOThCA B Irpax. Tak sk 3 MOYaTKy PO3BUTKY BiJI€O-ITPOBOrO KAHPY
MPOWIIIIO BXKE OaraTto pokKiB, 3a Ied Yac Oyso po3pobiieHo OaraTo 3pydHHX
TEXHOJIOT1H, SIKI MOXYTh JOMOMOITH po3poOuTu pymiiil. Tomy 3a OCHOBY CBOTO
1rpoBOTrO pylisg 0yso oOpaHO caMe Taki TEXHOJOTIi:

Moga nporpamyBanHsa C++: 3a0e3nedye MOXIMBICTh €PEKTUBHOI POOOTH
31 MIBUJIKOJIIFOUUMH aJITOPUTMAaMU Ta CTPYKTYpaMu JaHUX, 10 JTI0O3BOJISIE JOCATTH
BHUCOKOI MTPOJTYKTUBHOCTI IFPOBOTO PYIIIisl.

I'padiunmii pywiii (Graphics Engine): Lle nporpamue 3a0e3nedeHHs, 1o
BIJINOBIJIa€ 3a BiOOpakeHHA Tpadiku Ha ekpaHli Komm'torepa abo 1HIIOTO
npucTtporo. BoHo 3miiicHioe 00poOKy rpadiuHoi 1H(oOpMamii Ta yHopaBIiHHS
rpadiYHUMH pecypcaMu, TAKUMU SIK TEKCTYPH, MOJIETI, OCBITJICHHS Ta 1HIIIE.

OmgHuM 3 TOJIOBHUX MPUHIMITB PoOoTH rpadiyHui pymIiB € podoTa 3
kagpamu (frames) [3]. KoxkeH kagp — 1ie oJHE MOBHE BIATBOPCHHS TI'pH, SIKE
B1JIOYBAETHCS IPOTATOM TMIEBHOTO MEPIOy Yac.

3a ocHOBY Moro pymisi Oyno oOpaHo Taky rpadiyHy OI107TI0TEeKy SIK
“OpenGL”, Tak sk BOHAa € CTaHIApPTOM Yy Trajy3i KOMIT'IOTepHOI Trpadiku Ta
BUKOPHCTOBYETHCS JUIsl PO3POOKU TpadiuHUX JOJATKIB y 0araThoX raiy3six, TAKUX
K BIJCOIrpH, Bizyasizallis JaHUX, KOMIT'IOTepHa apxiTekTypa Ta iHmi. OpenGL
3a0e3mnedye JOCTyN 10 HHU3bKOPIBHEBUX rpadivyHuX (YHKIIH Ta MOKIUBOCTEH
amapaTHOro MPHUCKOPEHHsI, 10 J03BOJISIE CTBOPIOBATH CKJIAAHI rpadidHi CIICHH 3
BHUCOKOIO IIBUJIKICTIO PEeHAEPUHTY [4].

®izuunnii pywiii (Physics Engine): Ile nmporpamae 3a0e3mneueHHs, 10

BI/IMOBIZA€ 3a 3MIHY IOJOXKEHHS TUIa BIAHOCHO 1HIIOTO Tijla YU CHUCTEMH TiT B
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gaci. Lle Mmoxxe OyTH pyX B3IOBX IpsIMOI JIiHIT (JIHIAHUI pyX) a00 B310BXK KPUBOT
(KpUBOJIHINHUM pyX), a TaKOXK 00epTalbHUM pyx. Pyx Moxe OyTH OAHOBUMIpHUM
(HampuKJIaa, pyX MO BYJIHIII), IBOBUMIPHUM (PyX Y IUIONIMHI) a00 TPUBUMIPHUM
(pyx y mpoctopi).

Po3pobka (i3udHOro pyxy € CKJIAJHOIO 33/1auel0, OCKUIbKM BOHA MOB'si3aHa
31 CKJIQJIHOIO B3a€EMOJIIEI0 TUI, PI3HUMU (I3UYHUMH 3aKOHAMU, €heKTaMHu, IO
BINTMBAIOTh Ha pyx Tuma. J[ns omwmcy (i3mdHOTO pyXy BUKOPHUCTOBYIOTHCS
MaTeMaTU4YHl METOU Ta (GOPMYIIH, a TAKOXK PI3HI BUAU MOJIENEH, 0 JO3BOJISIIOTh
anpOKCUMYBATH peaibHi (Pi3UUHI MPOLIECH.

3a ocHOBY Moro pyuis Oyiao oOpaHo ¢izuunuid pymnii “Bullet Physics
Library” [5], a Tounime “Bullet3”, Tak sk BiH BUNYIIEHUA Wi JIIEH3IEIO
zlib/libpng, 1110 103BOJIsSI€E BUKOPUCTOBYBATH 11 Y KOMEPLINHUX Ta HE-KOMEPLIMHUX
npoekTax Oe3komToBHO. e Benukuii oc y tomy, mo Bullet Physics Library
BUKOPUCTOBYEThCSI ¥ 0araThOX BIJOMHX BIJI€OIrpax, a TaKOX B PI3HUX MPOEKTax
BIPTYyaJIbHOI PEAJIbHOCTI Ta CUMYJIALIl (P13MyHUX mpoueciB. BoHa € moTyXHUM
ITHCTPYMEHTOM JUIsl PO3pPOOKH 1rop Ta AOJATKIB 3 (I3UYHUMH epeKTaMH, SKi
BIJITBOPIOIOTH peajbHl (i13UuHI sBUIIA. Takox Uisi KOMOUIALIT 010110TeKu OyIio
Bukopuctano CUDA Toolkit.

3BykoBuii pymiii (Audio Engine): Ile mporpamne 3abe3reueHHs, IO
BIJINOBIJIA€ 32 BIATBOPEHHSA 3BYKOBUX €(EKTIB Ta MY3UKH B Irpax 3 METOIO
MOKpAIIeHHs TEMMIUICIO Ta 3a0e3MeueHHs O1IbII IMMEPCHUBHOTO JOCBITY TPaBIIs.

3BYKOBHM pylIiid [ajis irop HEOOXiAHWN uisi TOro, 100 CTBOPUTH
peanicTUUHU aTMOoc(epHU 3BYKOBUHN (POH, SKMU JoroMarae rpaBLEBI Kpaile
3aHYpPUTHCS y Tpy. 3BYKOBI €(EKTH TaKOX MOXYTh OYTH KOPHUCHUMH [IJIs
CHOBIIIEHHS TPaBIsl MPO BaXJIMBI MOAIl B Ipl, HANpPUKIAL, NpO Te, L0 HOro
NEPCOHAXX OTPUMAB YpakeHHsA ab0 BUKOHaB sIKych Micito. KpiMm Toro, 3ByKoBi
pyuIii MOXXyTh JOTIOMOTTH TMOKPAIIUTH KOMYHIKAIII0O MK T'PaBISIMH, IO MOXE
OyTH KOPHCHO B OHJIAMH-ITpax, Jie TPaBIli 3 yChOTO CBITY MOXKYTbh I'paTH Pa3oM.

3a ocHOBY MoTO pyiisi Oyno oOpano 6i6moreky “irrKlang”, Tomy 1o BoHa

3a0e3neuye pi3HOMaHITHI MOXJIMBOCTI JiJI1 0OpPOOKHU 3BYKOBUX €(EKTIB, TAKUX SIK
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eKBajaiizep, MIACWIIOBaHHS 3BYKYy Ta iHII edektu [6]. Takoxk, 1ell 3ByKOBHA
pYIIil JT03BOJISAE 3iHCHIOBATH POOOTY 3 3D-3ByKOM, 110 AO3BOJISIE PO3MINTYBaTH
3BYKOB1 €(EKTH y BIPTYyaJIbHOMY IPOCTOpPi, IO JO3BOJISIE CTBOPUTU OUIBIII
pEaNTICTUYHUN 3BYKOBUI JOCBIJ.

Cucrema ckpuntinry (Scripts System): e Mexadi3M, IO J03BOJISIE
pPO3pOOHUKAM CTBOPIOBATH CKPHITH , SIKI KEPYIOTh MOBEAIHKOIO 00'ekTiB B rpi. Lle
BAXJIMBA YacCTUHA PO3POOKH 1rop, OCKUIBKH J03BOJSIE THYYKO KEpyBaTH
reiMIieeM, (pi3UKOIO Ta 1HIIUMH aclieKTaMu I'PH, HE 3MIHIOIOYH caM JBUTYH.

JIJisi HamMCaHHST CKPHUIITIB BUKOPUCTOBYEThC MoBa C++. OmHa 3 TOJIOBHUX
nepear C++ Tmonsrae y WIBUAKOCTI BUKOHAaHHS. SIK HU3BKOpIBHEBA MOBA
nporpamyBaHHsi, C++ Ha0araTo IIBHUJIIE BUKOHYETHCS IOPIBHAHO 3 I1HIIMMHU
BHUCOKOPIBHEBUMHU MoOBamH. Lle 0coOnumBO BaXJIMBO JUIsl ITPOBOTO PYIIs, SKUN
noTpedye BEIMKOI MPOAYKTHUBHOCTI ISl OOpOOKM BEIHMKOI KUIBKOCTI JTaHUX Yy
peasbHOMY Yaci.

Inrepdeiic kopucryBaua (User Interface Engine): Ile xoMnoHeHT
porpaMHoOro 3a0e3MeueHHs], SKUM BIJIMOBIJAE 3a CTBOPEHHS Ta KEpyBaHHS
KOpUCTYBallbKUM 1HTepdeiicom B nomatky. OCHOBHa MeTa - I1I¢ 3a0e3MeuuTH
3py4HYy Ta €(EeKTUBHY B3aEMOJII0 KOPHUCTYBayda 3 J0JIATKOM, KPIM TOTO, JTO3BOJISE
3a0e3MeUnT €AHICTh NU3alHy Ta CTWIIO 1HTEpQeicy, Mo JomoMarae 3poOuTH
J0JIaTOK O1IbII MPOQECIiHUM Ta MPUBAOIMBUM JJIsI KOPUCTYBAYiB.

3a ocHOBY Moro pyiis 6yio obpano 6i6mioTeky “ImGUI”, Tomy 1mo BoHa
BiIpi3HsAEThCA Bif TpaauuiiHux 010miotek GUI, takux sk Qt yn GTK, Tum, mo
BOHA BUKOPUCTOBYE O€3MOCepeHIN peKUM peHIAEPUHTY [7].

VY 6i16mioreni ImGUI BinOyBaeThcs mpsMa B3a€MOi MK HPOrPaMo0 Ta
iHTEepdeiicom kopucTyBauda. IHTepdelc CTBOPIOETbCA Ta  BIIOOpakKaeThCs
MPOTATOM OJHOTO MHKJIY Tporpamu. SIKIo KOpUCTyBad 3MIHIOE CTaH EJIEMEHTIB
iHTepdeicy, To BiH 0e3mocepeIHhO BILUTMBAE HA JIOTIKY MpOTrpamMu, He 30epiraoyuu
HaJMIpHOI KUIbKOCTI iH(opmarii B mam'sTi. Takuil miaxing poObuts 010710TEKy
ImGUI edpexTrBHOTO /UIsI BAKOPUCTAHHS B ITPOBIN po3po0Ili, /Ie MTPOyKTUBHICTH €

KPUTUYIHO BAXKIINBOIO.
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Tax sixk irpoBuii py1Iiif MOTPiOHO AKOCH MOIIKMPIOBATH Yy MacH, AJsl HHOTo OYyB
CTBOpEHHMI BnacHWM cailiT. J{ns cTBOpeHHs calTy OyJlno BHKOPUCTAHO Taki
TEXHOJIOT1i:

TypeScript: mo3Bomsie mucaTH CTPYKTYPOBAHUH Ta O€3MEYHHUN KO, 3HUKYE
KUIBKICTh TIOMHJIOK B TIPOIlECl PO3pOOKH Ta TMIABHIINYE IIBUJIKICTH PO3POOKH.
BukopuctoByBaBcs /17151 HAIMCAHHA CEPBEPHOI Ta KIIIEHTCHKOT YaCTHUHHU.

NodeJS: mmardopma, 1m0 3abe3leyye  MOXKIHUBICTH  CTBOPCHHS
BHUCOKOIIPOJIYKTUBHUX, MACIITA0OBaHUX Ta €(PEKTUBHUX JOJATKIB Ha OCHOBI
JavaScript Ta TypeScript. BukopucTtoByBanace j1s HallMCaHHS CEPBEPHOI Ta
KJIIEHTCHKOI YaCTHUHU.

NestJS: BUKOPUCTOBYETHCS JJI1 PO3POOKH CEPBEPHUX 3aCTOCYHKIB Ha MOBI
nporpamyBanHs TypeScript, 30kpema aiist ctBopeHHs1 BeO-cepBepiB, RESTful API.

ReactJS: BUKOPUCTOBYEThCSA Il CTBOPEHHS KIIIEHCTHKUX 3aCTOCYHKIB 3
0araToro Ta IHTEPaKTUBHOIO B3aEMOIEI0 3 KOPUCTYBAUEM.

PostgreSQL: BJI, sxa 3a0e3medye MUAPOKI MOKIUBOCTI 1T pOOOTH 3
JTAHUMU.

PrismaORM: wmogens iHTepdeiicy mnporpaMmyBaHHS JOJATKiB, sKa

3abe3reuye JIerky poooTy 3 6azamMu JaHUX.

2.2 AHaJli3 BUMOT /10 KOPUCTYBa4iB irpoBOro pyiiisi Ta caiiTy mia

irpoBuid pyuii

['o0BHOIO METOI LBOTO aHali3dy Oyjo 3'sacyBaHHS MOTPeO Ta OYIKyBaHb
IIJIbOBOI ayAuTOpii, a TaKoX BHU3HAYECHHS BHUMOT, SKI TIOBHHHI BIANOBIIATH
PO3p00JIFOBAHOMY ITPOBOMY PYIIIIIO.

3'scyBasiocsi, IO TOJOBHUMH KOPUCTyBayaMU J@HOTO IrpOBOTO PYIIIis
OyayTh pO3pOOHUKH 1HIAI-irop, siki obOuparoTe OpenGL mist cTBOpeHHS CBOiX
npoekTiB. JIjisi OUIBII AETaTbHOTO PO3YMIHHS MOTPEO IIJILOBOI ayauTopii, Oyiu
BpaxoBaHl pI3HI XapaKTEPUCTUKH, TaKi SK PIBEHb JOCBIIY y po3poOi irop Ta

1HTEpeCH.
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Bbyno Bu3HaueHO roJIOBHI POJIl KOPUCTYBadiB I'POBOTO PYIis Ta CalTy Mif
irpoBuii pymriit. IrpoBuit pymiit “TWE” micTuTh B c0061 Taki poi:
1. Po3po6HuK irop.

- Oynkuii:  CTtBopeHHs 1 penaryBaHHs — TpadiuyHUX — 00'€KTiB,
pOrpaMyBaHHS JIOT1KU TPH.

-  MoxmuBocti  cucremu: JlocTym 510 poO3MIMpPEHOr0  HAOOpy
IHCTPYMEHTIB MJi1 CTBOPEHHA TrpadiuHux OO0'€KTIB, B3aEMOMISA 3i
menaepamMu, HaJamTyBaHH (I3MYHUX MapaMeTpiB, podoTa 31 3ByKOM,
CTBOPEHHS CKPHIITIB.

- Bumoru: Po3ymMiHHA NpUHUUIIB KOMM'IOTEPHOI Tpadiku, ITOCBIA
nporpaMmyBaHHs (mepeBara MoBH C++ abGo mnomiOHMX), 3HAHHS
MaTE€MAaTUKH JJI PO3PAXYHKIB (PI3UUHUX MOJIETEH.

2. TI'paBelib.

-  O@Oyskiii: BigTBOpeHHS Ta TPOXOKEHHS 1rop, B3aEMOMIS 3
KJIaB1aTypOIO Ta MUILKOIO, HAJIAIITYBAaHHS TapaMeTPiB TPH.

-  MoxmuBocti cuctemu: ['padiuyHe BIATBOPEHHS BIJANOBITHO [0
MOXIJIMBOCTEA  ITPOBOrO  pYIIisi, MOXKJIMBICTb  HaJAIITYBaHHS
rpadiyHX, 3ByKOBUX Ta KEPYBaHHS I'POIO.

- Bumoru: OCHOBHI HaBHUYKH I'pU Ha KOMIT'IOTEP1, PO3yMIHHS B3a€EMOJIT
3 I'POBUMU NPUCTPOSIMU, 3HAHHS OCHOB T€UMILICIO Ta KaHPIB 1rop.

3aranapH1 BUMOTH JI0 BCIX KOPUCTYBa4yiB CUCTEMH:

- bazose po3yminns npunuumiB 3D-rpadiku Ta OpenGL.

- 3paTHICTP O  CaMOCTIMHOTO  BHUBYCHHS  JIOKYMEHTallli  Ta
BUKOPUCTAHHSI PECYPCIB CIUIBHOTH PO3POOHUKIB JJIsI OTPUMAHHS
J0JIaTKOBOI 1H(OpMaIlli Ta pillIeHHs MPOOJIEM.

Jlnisa caitTy mij irpoBHid pyurisi Oyiu BU3HAUYEHI TaKi KOPUCTYBAIbKI POJIL:
1. Po3poGuukwu irop abo iHIIi 3aIliKaBJIeHI KOPUCTYBaYi.
- @Oyukuii: [lepernisaa HOBUH NIPO IFPOBUI PYIIIIi, OI[IHIOBAaHHS HOBHUH.
- MoxmuBocti cuctemu: JlocTynm 10 CTOpPIHKM HOBHWH, JOCTYN JO

OIIIHIOBAHHS HOBUH.
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- Bumoru: O6ikoBuii 3amMmc Ha CauTI.
2. Anminictpatop/Mogepartop.
- Ilo3nauennsa gynkuiii: Moaepailisi KOHTEHTY, CIIBIIpalls 3 TPaBISIMHU.
-  MoxmuBocti cucremu: Jloctym 10 MoaepaTOpChbKOi  TMaHen,
MO>KJIMBICTh TIEPETIISAY Ta BUIAJICHHSI KOHTCHTY.
- Bumorum 10 3HaHb, yMiHb 1 HaBHKIB: 3HAHHS MOJITHK Ta IpPaBUII
miatGopmMu,  KOMYHIKQTUBHI ~ HaBHUYKM Ui B3aeMOAil 3

KOPHUCTYBAa4aMHU.

2.3 AHaJ1i3 BUMOT /10 allapaTHOI0 Ta MPOTrPaMHOI0 3a0e3neYeHHs

IrpoBi pyurii 3a3Bu4ail € JOBOJII BUMOTJIMBUMHM /0 MPOAYKTHBHOCTI TaK SIK
BOHM HAJalOTh BEJIMYE3HUHN (PYHKIIOHAN, BKIOYAOYM Xopouy rpadiky. ¥ Moemy
BUIAJIKY s HamMaraBCs 3HU3UTH 1€l mopir, mo0 OiIbllle KOPUCTYBaudiB MOTJIHU
BUKOPUCTOBYBATH caMe€ MIi pyIIIH.

Huxdye HaBeneHO 3aranbHI BHMOTH JIO amapaTHOrO 3a0€3MEYEHHS, SIKi
MO>KHa BpaxyBaTH MPHU MOYATKY PO3POOKH(XapaKTEPUCTHUKU CaMe€ TaKl, TaK AK Ha
TaKOMY anapaTHOMY 3a0e3neueHi Oysv MpoBeACHI 3aMipu IPOYKTUBHOCTI):
PekoMeH0BaHI XapaKTepUCTUKHU arapaTHOro 3a0e3MeueHHs:

[Tponrecop: AMD Ryzen 5 2600 3.4Ghz.
['padiunmii nporecop: Nvidia RTX 2060 6GB.
RAM: 16GB 3200Mhz.

XKopcrkuit auck abo SSD: 1GB.

ok WD

3BykoBa kapta: Realtek HD Audio.
OCHOBHI BUMOTH JI0 TPOTPaMHOrO 3a0e3MEUYEHHs BKJIOYAIOTh HACTYIHI
MyHKTH:

1. Omneparmiitna cucrema Windows 10 x64.

2. Komnussrop MSVC 2019.

3. CMake 3.20.

Takox 111 poOOTH callTy MOTpiOHE Take MporpaMHe 3a0e3MeYEHHS:
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NodeJS 16.13.0.
Web-Browser 3 Chrome V8.
VYci 3aBaHTakeH1 MOJTYJII IPOCKTY.

TypeScript Compiler: 5.0.4.

2.4 BUCHOBKHM /10 po3aiiay 2

Po3risinyTi 3araiabHi BUMOTH JI0 allapaTHOTO Ta MPOrpPaMHOTOo 3a0e3meYeHHs
I ITPOBOTO PYIIiA Ta CAUTY Mij IFPOBUHN PYIII.

BxkazaHi pekoMeHJ0BaHI MapameTpH, 110 € JOCTaTHIMH JJid 3a0e3neueHHs
BHCOKOI MPOAYKTHUBHOCTI Ta TpadidyHOi AKOCTI B IrpOBUX JOAATKaX, IO
BUKOPUCTOBYIOTh LIEW PYIIIH.

BusznaueHi BUMOTH 7151 KOXKHOT 13 pOJIei.

[IpoBeneHo aHami3 TEXHOJOTIH, IO BHKOPHCTOBYBAJIUCH IIPH PO3POOII
irpoBoro pymist: C++, rpadiunuil pymrii, ¢Qi3UYHUN pymIiid, 3ByKOBHI
Py, cucTeMa CKpPUNTIHTY, iHTepdelc KopucTyBada; Ta MPH po3pooi
caiity minx irpoumii pymni: TypeScript, NodelS, NestJS, ReactJS,
PostgreSQL, PrismaORM.
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3 PO3POBKA ITPOBOI'O PYIIIS JIJISI THJII ITOP TA CAUTY ITIJL
HbOI'O

3.1 Onuc npeaMeTHOI 061aCTi

[Ipenmerna oOnacte 1iei poOOTH BKJIOYae B cebe po3poOKy Ta
BUKOPHUCTAHHA ITPOBOTO PYIIisl AJsi CTBOPEHHS HE3AJICKHHUX 1T0op, K1 HAIIJICHI Ha
1H11-po3poOHKKIB. JlaHa TpeaMeTHa 00JIACTh MOEJHYE 3HAHHSA 3 KOMITHOTEPHOT
rpadiku, mporpaMmyBaHHs Ta iIrpoBOi PO3POOKH.

IrpoBuii  pymiiii € OCHOBHMM KOMIIOHEHTOM B TIPOLIECI pPO3POOKHU
KOMI'IOTEPHUX 1rop, sIKUM 3a0e3nedye BUKOHAHHS PI3HUX 3aBJlaHb, TAaKUX SK
penaepunr rpadiku, o0poOka (i3MKHM, YHOpaBIiHHSA B3a€EMOJIIEI0 TpaBUA 3
OTOYEHHSIM 1 0araTo iHIOro. BHKOpHCTaHHS IrpOBOrO YIS CIPOIIYE IPOIEC
PO3pOOKH, TO3BOJISIIOUM PO3POOHHUKAM 1HJII-ITOp CKOHIICHTPYBATHUCA HA TBOPUOMY
IpOLIeCt CTBOPEHHS I'PU, 3aMICTh BUPIIICHHS TEXHIYHUX MPOOJIEM.

MeToro CTBOPEHOTrO CaWTy IMijJ IFPOBHM pPyIIid € HaJdaHHS MOMKJIUBOCTI
3aBaHTaXEHHSI CAMOTO ITPOBOIrO PYLIis, MEPErisiAy HOBUH MPO PYIIIA Ta OLIHKA
IUX HOBUH.

JlurioMHa poOoTa 30CePEIKYETHCS Ha PO3POOIIl IrpOBOTO PYIIisS HA OCHOBI
OpenGL - Bimkputoi rpadiuHoi 6i07i0TeKH, sIKa Haga€e PO3pOOHUKAM JOCTYI IO
HU3bKOpiIBHEBUX (yHKIIN Tpadiunoro mnpuckoproBadya. OpenGL 3abe3neuye
IIMPOKI  MOXJIMBOCTI  JIJI1 CTBOPEHHSA BI3yaJlbHO NpHUBAOIMBHX 1rop 3
BUKOPUCTAHHAM PI3HOMAHITHUX €(EKTIB, TAKUX SIK OCBITIEHHS, TiHI, TEKCTypU Ta
HICUAEPH.

OxpiM 1BOro, y po0oTi OyAyTh PO3IJSHYTI 3arajibHl MPUHLMIHA PO3POOKH
ITPOBUX PYIIIIiB, BKIIOYAIOYH apXITEKTYpy Ta (YHKIIIOHATBHICTb.

[ls gumuiomHa poOoTa cCHpsMOBaHAa Ha PO3IIMPEHHS 3HAHL Yy Talysi
KOMIT'FOTEpHOI Tpadiku Ta irpoBOi po3poOKH, a TaKOX HA CTBOPEHHS KOPUCHOTO
IHCTPYMEHTY JIJIsl 1H11-pO3pPOOHUKIB, sIKI MalOTh Oa’kKaHHSI CTBOPIOBATU CBOI BIJIACHI

He3allexH1 irpu 3 BukopuctanHsam OpenGL.
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3.2 ApxiTeKkTypa cuCTeMH

3.2.1 ApxiTtekTypa irpoBoro pyumiro aJjs inai irop

ApXITEKTypa € Ba)JIMBHM acleKTOM IIpU CTBOPEHHI IrpOBOTO pPYIIis,
OCKIJIbKM BOHA BHU3HAYa€ CTPYKTYpPY Ta OpPTaHi3allito KOAy, 0 BHKOPHUCTOBYETHCS
JUIs po3poOku Bifeoirop. Jims peamizamii pyiriss OyJ0 CTBOPEHO JBa T'OJIOBHHX
Irapy JoAatky Ta ofuH 3B’ s3yrounii [11]. Ha Puc.4 4 300pakeHo 3B 530K IIapiB

JIOAATKY 1FPOBOTO PYIIIis.

P ~ nr ~
/ AN V4 “\\
/ \ / \
Vo] |
| Game Engine  je- +\ Ul Editor |
1 ."IIII '...' 'III
\\\\-\'\-\._x _-d___.-f'f/ | \.;‘mx . /
— \ N __d__d-:-"
\ e —L_ \/
I;CO ntrol Ierﬁl
Y
N4

Puc.4 Illapu oooamxy “leposuii pywiu”

3B's3ytounii map (Controller) € BaXIUBOIO CKJIAIOBOIO II1€i CHUCTEMH,
OCKUJIbKH BIH BIJTMIOBIJIa€ 3a 3a0€3MeUEHHS B3aEMOJIT MK PI3HUMU KOMIIOHEHTaMHU
pyuris Mg yac 3amycKy AojaTtky. Jms peanmizamii 1poro KoHTposiepy OyB
cTBopeHmil kinac “Engine”.

3B’s3yI04Mil 1Iap MOB’sA3yl0€ PoOOTY ABOX TOJOBHUX IIApIB MIXK COOOIO:

Irposuii pymiit (Game Engine) Ta I'padiunuii penaktop (UI Editor).
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3.2.1.1 Hlap “Irposuii pymiii”

[lepmnii map mporpamu e cam irpoBuil pyuriii. IrpoBuii pymiii mae

CKJIAJHY apXIiTeKTYypy, sika BKJIIO4Yae B cebe 6arato Moaynei:

OpnuMm 13 Takux mMonyneit € penaepep (xnac “Renderer”) — momyns, sikuid

BIJIMOBIa€ 3a Bizyanizallito rpadiku Ha ekpaHi. BiH oTpumMye faHi 3 irpoBoi CIIeHH,

00po0IIsie X 1 CTBOPIOE BI3yalIbHUHM pe3yJbTaT, KKK IpaBellb OaYUTh Ha CBOEMY

expani. Ha mictuary 1 300pakeHO CTPYKTYpY MOIYJIIO peHaepepa.

Jlictunr 1 Mooynv “Renderer”

class Renderer {

glm:

public:

static void init(int lightShaderNamesSize = 30);
static void render2D(const RendererSpecification& rendererSpec);

static void render3D(const RendererSpecification& rendererSpec, const

:vec3& cameraPosition, const glm::mat4& cameraView, const glm::matédé&

cameraProjection,

const glm::mat4& cameraProjectionView, int lightsCount);
static void renderScene (IScene* scene);
static void cleanScreen(const glm::vec4& color);
static void cleanDepth{();
static void setViewport (int startX, int startY, int endX, int endY);

static void setLight (MeshRendererComponent& meshRendererComponent,

const LightComponent& light, TransformComponent& transform, int lightIndex);

static void setShadows (MeshRendererComponent& meshRendererComponent,

const glm::mat4& lightSpaceMat, int lightIndex);

static void generateDepthMap (LightComponent& lightComponent, const

TransformComponent& transformComponent, const glm::mat4& lightProjection,

const glm::mat4& lightView, const

glm: :mat4& projectionView, IScene* scene);

private:

static void renderShadowMap (IScene* scene, const glm::vec3& position,

const glm::matd4& view, const glm::matd4& projection, const glm::matéds&

projectionView) ;

}s

static std::vector<LightShaderNamesSpecification> lightShaderNames;

init() — Llei ctaTiuHUi METO 1HILIAII3YE peHACpEp.
render2D() ta render3D() — CraTtuuni Mmetoau ais Bizyamizamii 2D ta 3D
300pakeHHs.

renderScene() — CraTudHMI METOJ IS Bi3yauli3allii CIICHH.
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cleanScreen() — Cratuunuii MeTOA IS OYMIICHHS €KpaHy 3 3aJlaHUM
KOJILOPOM.
cleanDepth() — Craruunuii Mmetoxa a1 ounineHHs Oydepa rimOuHH.

[Hmmit  BaknmuBuUH  Momynbr €  ¢i3muHuMil  pywiii  (inTepdeiic

“IScenePhysics”) — wmonynb, sgkud BiANOBITa€E 3a OOpoOKy Gi3uku B Ipi.

®i3uyHUI  IBUTYH po3paxoBye (i3M4HI B3aeMoJii MDK 00'€KTaMM, Takl SK

3ITKHEHHs Ta rpaBiTamias. Ha mictuHry 2 300pakeHO CTPYKTYpPy MOIYITIO

(b13UYHOTO Py,

Jlictunr 2 Mooyne “IScenePhysics”™

class IScenePhysics {

public:

IScenePhysics () = default;
virtual void reset(entt::registry* registry) {}

virtual void updateWorldSimulation (entt::registry* registry, float

deltaTime) {}

virtual void debugDrawWorld() {}
virtual void checkCollisionsDetection() {}
virtual void cleanCollisionDetection() {}

[[nodiscard]] virtual std::vector<const btCollisionObject*>

getCollisionDetection (const btCollisionObject* obj) { return {}; }

[[nodiscard]] wvirtual btDynamicsWorld* getDynamicWorld() const

noexcept { return nullptr; }
[[nodiscard]] wvirtual SceneBulletDebugDrawer* getDebugDrawer () const
noexcept { return nullptr; }

}s

reset() — Merox I CKUIAHHS CTaHy (I3MYHOT ClIeHH a00 CHMYJISIIII.
updateWorldSimulation() — meTox Uit OHOBJIEHHST CUMYJIALIT CBITY.
debugDrawWorld() — wmerox ans  BimoOpakeHHs — Bi3yalbHOTO
MpEACTABICHHS CBITY. BiH Moxe BijjoOpaxaTu (pi3uuHi 00'€KTH, KOMI31i a00
1HIII Bi3yaJibH1 €JIEMEHTH JJIsl HAJIaro)KyBaHHS 1 TECTYBaHHS.
checkCollisionsDetection() — weTtoa s BUSBIACHHS KOMI3IH MK
o0'ektamu y (i3udHii crieHi 400 CUMYJISIIII.

getCollisionDetection() — wmeTon, skl MOBEPTa€ BEKTOP KOHCTAHTHHMX
BkasziBHUKIB  btCollisionObject, 1m0 npeACTaBIsAOTh 00'€KTH,  SIKi

31IITOBXHYJIUCA 3 3a1aHUM 00'€KTOM Ob)j.
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Tperim BaxJMBUM MOIyJIeM € CHCTeMa CKpUOTIB (iHTepdeiic
“ISceneScripts”) — Moaymb, KU BIAMOBIAAE 3a B3AEMOIII0 CYTHOCTEH Ha CIICHI
3a JIOTIOMOTOI0 CTBOPEHHMX, PO3POOHWKOM TpH, CKPHUIITIB, SKI HAJAOTh
peani3oBaHUM, B IMX CKpuNTax, (QyHKIIOHAN naHiii cyTtHocTi. Ha mictunry 3

300paKE€HO CTPYKTYPY MOIYJIIO CUCTEMH CKPUIITIB.

Jlictuar 3 Mooyns “ISceneScripts”

class ISceneScripts {
public:
ISceneScripts () = default;
virtual void reset(entt::registry* registry) {}
virtual void update(entt::registry* registry, IScene* scene) {}
virtual void bindScript (DLLLoadData* dllData, Entityé& entity) {}
virtual void bindScript (DLLLoadData* dllData, std::vector<Entity>é&
entities) {}
virtual void validateScript (const std::string scriptName, IScene*
scene) {1}
virtual void validateScripts (IScene* scene) {}
virtual std::vector<Entity> unbindScript (entt::registry* registry,
DLLLoadData* dllData, IScene* scene) { return {}; 1}
}i

1. reset() — meld MeTom BUKIHMKAETHCS, KOIU CIIEHA CKHIAEThCS abo
nepe3aBaHTAKYEThCS. BiH BUKOPHUCTOBYETHCS JUIsl OYHINEHHS JaHMX,
MOB'SI3aHUX 31 CKPUIITaMH, sIK1 30€peKeH1 B PEECTPl CYTHOCTEH.

2. update() — el MeTon BHUKIMKAEThCA KOXKEH Kaap TIpu. Bin
BUKOPUCTOBYETHCS JIJI OHOBJICHHS CTaHy CKPHUNTY BIJAIMOBIIHO JI0 3MIH, SIKi
B110YBarOTHCS B TPi.

3. bindScript() — meii MeTOx BUKIMKAETHCS TPU 3B'I3YBaHHI CKPUNTY 3
KOHKPETHOIO CYTHICTIO a00 rPpyIOI0 CYyTHOCTEH.

4. validateScript() Ta validateScripts() — 1ieii MeTOa BUKIMKAETHCS IS
NEepEeBIPKU BATHOCTI CKPUNTY/CKPUNTIB NIEPE]] 3B'I3yBAHHAIM 3 CYTHICTIO.

5. unbindScript() — 1eit MeTo BUKIMKAETHCSA AU BiA'€IHAHHS CKPHIITY BiJl
CYTHOCTI YH TPYIH CyTHOCTEH.

OcraHHIM, Ta HE MEHIILIC BaXXJIMBUM, MOJIyJIEM € ayaio cucrema (iHTepderic

“ISceneAudio”) — moynb, SKUH BIAMOBITAE 32 BIITBOPEHHS 3BYKOBHUX €(DEKTIB Ta
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My3WKH B Irpax 3 METOI0 TIOKPAICHHS TehHMIUIeI0 Ta 3a0e3nedeHHs OuTbIn
IMMEpPCHUBHOTO JOCBimy TpaBil. Ha mictuHry 4 300pa)k€HO CTPYKTYPY MOJYITIO

ayJli0 CUCTEMH.

Jlictunr 4 Mooyns “ISceneAudio”™

class ISceneAudio {
public:

ISceneAudio () = default;

virtual void reset() {}

virtual void startAudioOnRun (entt::registry* registry) {}

virtual void setAudioPauseState(entt::registry* registry, bool
paused) {}

virtual bool updateAudiolListenerPosition (const
SceneCameraSpecification& cameraSpec) { return false; }

virtual irrklang::ISoundEngine* getSoundEngine() { return nullptr; }

}i

1. reset() — meron, SIKMil BUKOPUCTOBYETHCS JIJIsl CKUJAHHS TIOTOYHOTO CTaHY
00'eKTa;

2. startAudioOnRun() — weron, SKuUH CIYKUTh Ul 3alyCKy 3BYKOBHX
e(eKTiB B ITPOBIi CIIEHI;

3. setAudioPauseState() — wmeTox, SKHi J03BOJISIE TMPHU3YNMHUHUTH a00

MIPOJIOBXKUTH BIATBOPEHHS 3BYKIB B I'POBIi CIIEHI;

4. updateAudioListenerPosition() — wMeTox, SKH OHOBIIIOE IO3UIIIIO
ciyxada 3BYKIB B ITPOBIH CIIEHI;
5. getSoundEngine() — merton, sikuii moBepTae 00'€KT 3BYKOBOT'O JIBUTYHA TSI

B3a€MO/IIi 31 3ByKaMH B IrpOBIH CIICHI.

JI71st cTBOpEHHS B3a€MO/I1i MIXK BCIMa, IEPETIYeHUMU 3BEpXy (OKpIM MOAYJIs
“Pennepep”), MOAYISIMH BHKOPHUCTOBYETHCS CHCTEMa IIiJI Ha3BOK “creHa”
(Scene). Cuena mictuTh B COOi Ili MOAYJI, TaK SK BOHA YCHAJIKOBYETHCS BiJI
iHTepdeiicy “IScene”, Ta BUKOpPHUCTOBYE Ied (DYHKI[IOHAN, KOXEH Kajap, s
3a0e3MeUeHHsI TaK 3BaHOTO “pyxy I'pH’’, TAKMM YMHOM T€HEpPYEThCS KapTuHKa. Ha

Puc.5 5 300pakeHo niarpaMy KiaciB MOBEPXHEBUX MOJIYJIIB PyIIis.
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= Renderer

+init{lightShaderMamesSize: int = 30): void
+render2Di{rendererSpec: RendererSpecification): void
+render3D{rendererSpec. RendererSpecification,
cameraPosition: glm:vec3,
cameraView: gim:mai4,
cameraProjection: gim::mat4,
cameraProjectionView: glm:mat4,
lightsCount: int): void
+renderScene(scene: |Scene): void
+cleanScreen(color: glm:vecd): void
+cleanDepth(): void
+setViewport{startX: int, starty: int, endX: int, endY" int):void
+setLightimeshRendererComponent-MeshRendererComponent,
light: LightComponent,
transform: TransformComponent,
lightindex: int): void
+setShadows(
meshRendererComponent. MeshRendererComponent,
lightSpaceMat: glm::mat4,
lightindex: int): void
+generatebDepthiMap(
lightComponent: LightComponent,
transformComponent: TransformComponent,
glm::mat4,
lightWiew: glm:-matd,
projectionView: glm:-mat4,
scene: |Scene): void
-renderShadowhMap(scene: IScene,
position: gim:wvec3,
wview: glm::mat4,
projection: glm::mat4,
projectionView: glm:-matd): void

lightProjection:

- lightShaderMames: std:.vector=LightShaderMamesSpecification=

= IScene

+lScene()

+update(): void

+reset(): void

+setDebugCameraldebugCamera: DebugCamera®): void
+setMame(name: const std::string&): void
+getisFocusedOnDebugCamera(isFocusedCOnDebugCamera: bool): void
+getScriptiDLLRegistry(scriptDLLRegistry: Registry=DLLLoadData="): void
+setProjectData(projectData:; ProjectData™): void

+setState(state: SceneState): void

+cleanEntity(entity: Entity&): void

+createEntity(name: const std::string& = "Entity™): Entity
+copyEntityState(entity: Entity&, to: SceneStateSpecification&): Entity
+getlsFocusedOnDebugCameral): bool

+getReqistry(): entt::registry™

+getDynamicWorld(): biDynamicsWorld*

+getMame(): const std::string&

+getScriptDLLReqgistry{): Registry=DLLLoadData=*

+geiLights Count(): int

+getSceneStateSpecification(): SceneStateSpecification™
+getSceneAudiol): IScenefudio®

+getSceneScripts(): ISceneScripts*

+getScenePhysics(): |ScenePhysics™

+getProjectiData(): ProjectData®

+getSceneCameral): SceneCamerasSpecification™®
+getSceneRegistry() SceneReqistrySpecification™

+getSceneState(). SceneState

- tempStr: std:-string

Puc.5 [liaepama xknacie nosepxnesux mooynie pyuiis

37
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Jna peanizamii iHTepdeiicy cieHn OyB cTBOpeHHM kiac “Scene”, skuid
peari3oBye HE TITBKH YCHAIKOBaHI METOIH, a II¢ MICTUTh B cO01 Taki JaHi, SK
peectp cytHocTei ciieHu. [1lo6 cTBOproBaTH B3a€MO/Iit0 CYyTHOCTEH 31 CIICHOIO, JJIs
HUX MOXKHA J0oAaBaTH KOMIIOHEHTH. KoXXHa CyTHICTh MOXXE MICTUTH B CO01
JIeK1IbKa, 3a37aJIeTiIb CTBOPEHUX, KOMIIOHEHTIB, KOXXEH 3 SKMX MICTUTh B COOi
CB1M (hyHKITIOHAT:

1. AudioComponent: Lleil kmac Hagae MOXIUBICTH JOAaBaTH, BUIAAIATH Ta
OTpUMYBaTH 1H(oOpMaIil0 MPO JpKepesia 3ByKY B KOMIIOHEHTI aynio. Bin
TaKOX MICTUTh TIOCWJIaHHS HA JABUTYH 3BYKy, SKAA  MOXHA
BUKOPUCTOBYBaTM Il  BIATBOpeHHS  3ByKOoBUX  e¢ekTiB.  Kiac
AudioComponent J03BoJisie CTBOpIOBaTH 0Oarato JpKepenl 3BYKY Ta
YIOPABJISITH HUMU JJI1 CTBOPEHHS P13HUX ayI10(QYHKLINA B POTrpami.

a. clean() — BUKOHyE OUMIICHHS KOMIIOHEHTA ayJio, BKJIIOYAIOYH
BUJIAJICHHS BCIX JIKEPEII 3BYKY;

b. addSoundSource() — nmomae HOBe Kepeno 3BYKY 0 KOMITOHCHTA
aynio,

c. removeSoundSource() — Buaaisge BKa3zaHE JDKEPENO 3BYKY 3
KOMITOHEHTA ay/lio;

d. getSoundSources() — moBepTae BeKTOp BKa3iBHHMKIB Ha BCI JpKepesa
3BYKY, 1110 MICTSITbCSI B KOMIIOHEHTI ay/lio;

e. getPathsOfSoundSources() — moBepTae BEKTOp PAAKIB 31 HUIAXaMU
710 BCIX JKEpEJT 3BYKY, II0 MICTSTHCS B KOMIIOHEHTI ay/io.

2. CameraComponent: MiCTUTh METOH JIJIsl BCTAHOBJICHHS JDKepesa Ta GoKyCy
KaMepu, a TaKoXX METOAM Jig OTpuMaHHsA iHdopmarii npo (Gokyc Ta
TDKEPENIO KaMepH.

a. setSource() — BCTaHOBIIIOE JKEPETIO KaMEpH;
b. setFocuse() — BcraHoBIIOE HOKYC Ha KamMepy;
c. isFocusedOn() — moBepTae JIOriuHe 3HAYCHHS, SIKE TOKa3ye, Yd €

(oKyc HaNAIITOBAaHUM Ha II0 KaMepy;
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d. getSource() — moBeprae nocunaHHsg Ha 00'ekT Ty Camera, SIKUH €

JDKCPCIIOM KaMCPU IJII 1aHOTO KOMITIOHCHTY.

3. CreationTypeComponent: MiCTUTb JJaH1 ITPO TUIT CYyTHOCTI.

4.
S.

a. setType() — BCTaHOBJIIOE THIT CYTHOCTI;
b. getType() — moBepTae THI CYyTHOCTI.
IDComponent: MICTUTB 1aHi 715 1A€HTU(IKYBaHHS CYTHOCTI.
LightComponent: Lleit knac npeacTaBiisie KOMIOHEHTY CBITJA, sIKa MICTUTh
nmapaMeTpd Ta HaJAIITyBaHHS CBITJa, TakKi SK KOJIp, pajlyCH, THII,
Koe(irieHTH 3aTyXaHHs Ta iHII. BiH TakoX Hajgae METOAM JJisi OTPUMAaHHS
LMX HAJIAIITYBaHb 1 B3aeMo/li 3 00'ektroM FBO 1515t BUKOpUCTaHHSA CBITIIA.
a. setType() — BCTaHOBJIIOE THIT OCBITJICHHS;
b. setlnnerRadius(), setOuterRadius() — BCTaHOBIIOE BHYTPIIIHIN/
30BHIIIIHIN pajilyc OCBITIEHHS;
c. setConstant(), setLinear(), setQuadratic() —  BCTaHOBIIIOE
KOHCTaHTHUU, JTIHIHHUN/KBaAPAaTUYHUI/KOEPIIEHT OCBITICHHS;
d. setColor() - BcTaHOBIIFOE KOJIP OCBITJICHHS;
e. getlnnerRadius(), getOuterRadius() @ — moBepTae BHYTpIIIHIH/
30BHIIIHIN pajilyc OCBITICHHS;
f. getConstant(), getLinear(), getQuadratic() — moBepTae KOHCTAaHTHUH,
JHIAHANA/KBaIpaTUYHUI/KOE(PILIEHT OCBITICHHS;
g. getType() — noBepTae THIT OCBITJICHHS;
h. getColor() — moBepTae KoJIip OCBITICHHS.
MeshComponent:  npencraBisie  KOMIOHEHT  MEIIy B KOHTEKCTI
KOMIT'IOTepHO1 Tpadiku. Bin 30epirae nani npo BepmnHHU, iHAeKCH, VAO,
VBO, EBO Ta Ttekcrypy, mnoB'sizani 3 wemeMm. Kiiac Hamae pi3Hi
KOHCTPYKTOpU i cTBOpeHHs o00'ekta MeshComponent 3 pizHUMH
KOMOIHAIISIMU  TIapaMeTpiB. MeTonu 103BOJISIIOTH BCTAHOBJIIOBATH — Ta
OTPUMYBATH 3HAYCHHS VIS PI3HUX BJIACTUBOCTEH KOMITOHEHTA MEIITY, TAKHX
sk VAO, VBO, EBO, tekctypa, ineHTrdikatop peectparii ta crienudikaris

mozaeni. IlpuBatHi mosig 30€piratoTh BHYTPILIHI JaHI KOMIIOHEHTa MeEIly, a
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MIPUBAaTHUI METOJ create BUKOPUCTOBYeThes Juisi ctBopeHHs VAO, VBO Ta

EBO Ha ocHOBI niepejaHX MacUBIB BEPIIIMH Ta 1HAEKCIB.

a.

setMesh() — BcranoBmoe HoBI 3HaueHHs a1 VAO, VBO, EBO,
imeHTrdikaTopa peectpariii Ta cnerudikarii MoIei;

setTexture() — BCTaHOBIIIOE HOBY TEKCTYPY;

getVAO(), getVBO(), getEBO() — moBeprae crinbHMI BKa31BHUK Ha
VAO/ VBO/ EBO;

getTexture() — moBepTae CriIbHUI BKa3iBHUK HA TEKCTYPY;

create() — ctBoproe VAO, VBO ta EBO Ha ocHOBI mepemaHux

MacHBIB BEpPIINH Ta 1HJIEKCIB.

MeshRendererComponent: peainizye ¢GhyHKIIOHAIBHICTh Bi3yasiailii MEIIiB

3a JIONOMOIOK IeinepiB Ta MarepiamiB. BiH 3abe3nedye 3pydHHid

iHTepdeic I BCTAHOBJICGHHA Ta OTPUMAHHS PI3HUX BIIACTUBOCTEU

KOMITOHEHTa, TaKuX SK IIeWaep, marepiali, 1AeHTHU(IKATOp CYTHOCTI Ta

11eHTU(IKATOP PEECTPY.

a.

o ©

@

a.

updateMaterialUniform() — onoB:r0€ T7100aTBbHI 3MiHHI MaTepiany y
ueiaepi;

updateMatsUniform() — onHoBmoe T00aibHI 3MiHHI  MaTPHIlb
MOJIEITi, BUY Ta MPOESKITIi;

setShader() — BcraHoBIIOE HICHAED;

setMaterial() — BcTaHOBIIOE MaTepia;

getMaterial() — moBeprae nocunanns Ha 00'ext Material;

getShader() — mnoBeprae o0'ekt std::shared ptr<Shader>, sxwuii

IMpCaAcCTaBIAI€ mefmep KOMIIOHCHTA.

8. NameComponent: MICTUTH J1aHi TIPO Ha3BY CYTHOCTI.

setName() — meToq, [0 BCTAHOBJIIOE 3HAUYCHHS IMEH;

b. getName() — merton, ssKuii moBepTac 3HAYCHHS IMEHI.

9. ParentChildsComponent: micTuTh ngaHi mpo OATHKIBCHKOTO Ta IOYipHIX

CYTHOCTEM.
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10. PhysicsComponent:  BUKOPHCTOBYETbCS IS KepyBaHHS  (DI3UIHOIO

MOBEAIHKOIO 00'ekTiB y rpi. BiH Mae pi3HI MeToau Asisi BCTaHOBIICHHS

napaMeTpiB (Gi3UYHUX BJIACTUBOCTEH 00'€KTa, TaKuX SK Maca, IO3MILis,

oOepranHs, po3Mmip 1 TuUnm Komjaigepa. Kmac Takok Mae meroaw s

OTpUMaHHS IIMX MapaMmeTpiB. BiH Takox Hajgae CTaTUYHI METOAM IS

CTBOpPEHHS (hOpMH KOJi311 BIJIMOBIIHO IO BKa3aHOTO THUITY KoJiaiiepa.

a.
b.

setMass() — BcraHOBITIOE Macy 00'€KTa;

setPosition(), setRotation(), setSize() — BcTaHOBIIOE MO3UIIIO/
obOepTaHHs/po3Mip 00'€KTa;

setColliderType() — BcTaHOBIIOE THIT KOJIaiIepa;

setlsTrigger() — BCTaHOBIIIOE Tparmopelb, 0 BKa3ye, Yu € 00'€KT
TPHUIEPOM;

getMass() — noBepTae Macy 00'€KTa;

getColliderType() — nmoBepTae Tm Konanaepa,

getlsTrigger() — moBepTae mpamopernb, IO BKa3zye, YU € O0'€KT
TPUTEPOM,;
getPosition(), getRotation(), getSize() — moBeprae mMO3MIIIIO/

obepTaHH/po3Mip 00'€KTA;
createShape() — ctBoproe hopMy KoIi3il 3 BKa3aHUMHU pO3MIpaMu JIst

BKa3aHOTO THUITY KOJIAaepa.

11. ScriptComponent: HaJlae MOXJIUBICTh JOJAaBAaTH, BUJIAJIATH Ta OTPUMYBAaTH

1H(pOpMaIiO PO CKPUIITH, MTOB'A3aH1 3 IEBHUMH MOBEIIHKAMHU.

a.
b.

clean() — Bumassie BCi CKPHUIITH 3 KOMITIOHEHTY;

bind() — 3B'A3ye HOBHI CKPHUIT 3 KOMIIOHECHTOM,;

unbind() — Bix'eaHye CKpHUIIT, MMOB'A3aHMUI 3 TIOBEIIHKOIO 32 3aJaHUM
IM'SIM KJTacy TIOBEIHKH;

getScript(), getScripts() — mnoBepTac BKa3iBHHMK/BKAa3iBHUKH Ha
CKPUIIT/ CKPUIITH;

getScriptsBehaviorName() — moBeprae BeKTOp iMEH IIOBEIIHOK,

3B'I3aHUX 3 yCIMa CKPUIITAMHU.
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12. TransformComponent: ~ BinmoBigae 3a  oOpoOky 1  30epiraHHs

TpaHcQopMaIliitHUX JaHUX 00'€KTa B TPUBUMIPHOMY MPOCTOPI.

a.

o6

rotate AroundOrigin() — moBopoT 00'ekTa HABKOJIO BKa3aHOT TOYKH I10
TPHOM OCSIX;

rotate() — moBopoT 00'ekTa HABKOJIO 3aaHOT BiCci HA IICBHUH KYT;
move() — nepemiieHHs 00'€KTa 10 BKa3aHOI MO3MIIIT;

scale() — 3mina po3MipiB 00'ekTa,;

getPosition(), getRotation(), getSize() — mnoBepTae MO3MIIIO/
obOepTaHHs/po3Mip 00'€KTa;

getForward(), getRight(), getUp() — oTpumaHHS BeKTOpAa, 110 BKA3y€
y HaMpsAMKY BIEpe]/TIpaBOPyY/Bropy Bij 00'€KTa;
getZeroRotationAroundPos() — oTpuMaHHS BEKTOpa, IO BKa3ye Ha
no3uililo o0'ekta micisi moBopoTy Ha O rpaayciB HaBKOJO BKa3aHOI
TOYKH.

KOPUCTYBau MII' B3a€EMOJISATH 31 CIEHOIO, CYTHOCTSIMH Ta iX

KOMIIOHCHTaMH HiII qac 3anymeHo'1' I'pu, HOTpi6HO CKOpHUCTATHUCA CHCTCMOIO

CKpHUNTIB. J{71s1 IbOro NOTPIOHO CTBOPUTH OJMH 3 HUX. /{15 Toro, mo0 ckpunt OyB

BaJliTHUM, BIH TOBMHEH YCIMaJaKoByBaTucs Bin kiacy “Behavior”, mo Hamae

iHTepdeiic

METOMIB, SIKI TOTPIOHO peani3yBaTh [JIsi HAJAaHHS TEBHOTO

¢dynkuionany. Ckpuntu nuirytbesa Ha MoBi “CH++”. Ha mictunry 5 300pakeHO

kJi1ac Behavior.

Jlictunr 5 Knac “Behavior”

class Behavior {

public:

virtual void start() {}

virtual void update(float deltaTime) {}

virtual void collisionDetection(Entity collidedEntity, const
btCollisionObject* collisionObj) {}
protected:

template<typename T>

bool hasComponent () ;

template<typename T>

T* getComponent () ;

template<typename T, typename ...Args>
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T* addComponent (Argsé&é&... args);
template<typename T>
void removeComponent () ;
template<typename T = void>
void destroy ()
void loadScene (const std::filesystem::path& scenePath);
InputSpecification* input;
ImGuiContext* imguiContext;
Entity gameObject;
std::filesystem: :path rootPath;
ShapeSpecification* shapeSpec;
private:
bool needLoadScene = false;
std::filesystem: :path loadScenePath;
void setInput (InputSpecification* input);
void setImguiContext (ImGuiContext* context);
void setRootPath(const std::filesystem::path& rootPath);
void setShapeSpecification (ShapeSpecification* shapeSpec);
friend class ScriptSpecification;

friend class SceneScripts;

[Ticnss cTBOpeHHS cKpuIiTa, BiH KoMmnutoeTsest y DLL ¢aitn, sxuit moTim

M1IKJTFOYAETHCS JI0 iITPOBOTO PYIITis.

3.2.1.2 Mlap “I'padiunmii pegakrop”

Hpyruii map nonatky Mae Ha3By — I'padiunuii pegakrop. Bin no3Bossie
KOpPUCTYBauyaM pelaryBaTH BMICT Ta MapaMeTpH IrPOBUX O0'€KTIB 3a JOMOMOTOIO
3pyuHoro iHTepdeiicy. Ha Puc.6 6 300paskeHo miarpamy KjaciB BIKOH TpadiqHOTO

penakropy.



B GUIViewport implemets 1GUIPanel

+ GUIViewportPanel()

+ showPanell(): void

+ setGUIState(guiState; GUIStateSpecification®): void
- seleciEntity(entity: Entity&): void

- unselectEntity(entity: Entity&): void

- showViewportStatePanel(): void

- getlshMouseDisabled(): bool

- showGizmo(): bool

- _guistate: GUIStateSpecification®

= GUIScenePanel implemets IGUIPanel

+ GUIScenePanel()

+ showPanel(): void

+ cetGUIState(guiState: GUIStateSpecification®): void
- showFileDialog(): void

- addEntityToSelected(): void

- showSceneEntity{entity: Entity&). void

- showSceneEntityPopup(popupld: std:-string const&): void .

- showSceneMenuPopup(popupld: std:string const&): void
- showCreateEntityMenu{): bool

- selectEntity(entity: Entity&): void

- unselectEntity(entity: Entity&): void

- showSeparator(entity: Entity&, isUpper: bool = false): void

- _canOpenWindowPopup: bool

- _showSceneEntityPopup: bool

- _showSceneEntity: Entity

- _guistate: GUIStateSpecification®

= Gul

= guistartPanel implemets IGUIPanel

+ GUIStartPanel()
+ showPanel(): void

- fontRobotoBold16: ImFont™
- fontRobotoBold32: ImFont™
- fontRobotoBold64: ImFont™
- fitle: std::string

B GUIComponentsPanel implemets IGUIPanel

= GUIConsolePanel implemets IGUIPanel

+ GUIConsolePanel()
+ showPanel(): void
—’ + setGUIState(guiState: GUIStateSpecification™): void

- _guiState: GUIStateSpecification*
- _coutBuffer: std:ostringstream

L4

+ GUIComponentsPanel{)

+ showPanel() - void

+ setGUIState{guiState | GUIStateSpeciiication™) : void
- showFileDialog() : void

- showNameComponent() : void

- showTransformComponent() : void

- showMeshComponent() : void

- showMeshRendererComponenti) : void
- showCameraComponent() - void

- showLightComponent() : void

- showPhysicsComponent() : void

- showScriptComponent() : void

- showAudioComponent() - void

- showAddComponenthMenu() : void

- showSeparator() : void

B GlU|DirectoryPanel implemets IGUIPanel

+ GUIDirectoryPanel()

+ showPanel(): void

+ setGUIState(guiState: GUIStateSpecification™): void

- setRootPath{rootPath: std::filesystem::path&): void

- loadScene(scenePath: std: filesystem::patha): void

- loadTextures(): void

- showDirectoryMenuFPopup(popupld: std:-string&): void

- showDirectoryFileMenuPopup{popupld: std::string&, filePath: std::filesystem::path&): void
- renderContent(): bool

- _guistate - GUIStateSpecification™

- _curPath: std:-filesystem::path

- _rootPath: std:-filesystem::path

- _dirTexture: Texture®

- _fileTexture: Texture®

- _dirimgPath: std::string

- _filelmgPath: std::string

- _QuiState: GUIStateSpecification®

Puc.6 [liaecpama xnacis sikon epaghiunozo pedaxmopy
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['onoBuuM kmacom wnporo mapy € “GUI”. Leit kmac mictute B coOi
dbyHKIioHaN 17 peanizaiii BiqoOpakeHHs rpadiyHOTO peIaKkTopa.
1) begin() ta end() — BukoHyIOTh IIOYAaTOK Ta 3aBEPIICHHS IIPOLECY
BioOpakeHHs rpadivyHoro iHTepdeicy KopucTyBaya,
2) getHasBGFuncs(), getlsMouseOnViewport(),
getlsFocusedOnViewport(), getlsMouseDisabled() Ta
getlsURExecuted() — IloBepTaroTh cTaH MEBHUX aTpUOYTIB rpadigHOTrO
iHTepdeiicy;
3) showDockSpace() — BigoOparkae TOK-TIpOCTIp;
4) showFileDialog() — BimoOpaskae miaoroBe BikHO Qaiiiy;
5) showGizmo() — Binob6paxae ri3M0 (iHCTpYMEHTH
MepEMIIIICHHS/TIOBOPOTY/MacITA0yBaHHs ),
6) showMenuBar() — BigoOpaxae MEHIO MaHelIi;
7) processinput() — O0poOJisie BBEACHHS KOPUCTYBAYa;
8) processBGFuncs() — OOpobnse ¢yHKii (HoHOBOro rpadidHOro
iHTepdeicy;
9) processUR() — OOpo0Oiisie KoMaHIU CKaCyBaHHS/TIOBTOPEHHS.
3aranpHa cTpykTypa kiacy GUI momsirae B ToMy, 10 BiH BHKOHYE
HIIIATI3AI[I0 Ta YOPaBIIHHS PI3HUMH KOMIIOHEHTaMu rpadivyHOro iHTEepdeiicy,
BiJI0Opakae pi3HI maHenl, oOpoOJisie BBEAEHHS KOpUCTyBada Ta 30epirae craH
iHTepdeiicy. Knac Takox Hajgae METOAM JJI YCTAaHOBKH CIICHM, BIKHA Ta JaHHUX
MPOEKTY JUIsi B3aeMojli 3 iHTepdericoM. Ll apxiTekTypa 103BOJIIE 3PYyUHO
oprasizyBatu po6oty 3 rpadiunum iHTepdericom y konTekcri kiacy GUI Ta iforo
METO/IB. 3a JOMOMOTOI0 BKa3aHUX METOAIB Ta mpuBaTHUX ¢yHkiii, kinac GUI
MOKe e€()eKTUBHO BiJI0Opa)kaTu pi3HI eJ1eMEeHTH 1HTepdeicy, 0OpoOasSTH BBEACHHS
KOpPHUCTyBaua Ta 30epiratu cTaH iHTepdency s MogaIbIIoT0 BUKOPUCTAHHS.

Jlnst  BimoOpaskeHHST pefakTopa Oyiaud CTBOPEHI OKpeMi BiKHA, IO
peani3oByOTh CBIM ¢yHKIioHan. Jis 30epiraHHa IMX BIKOH y OJHOMY
KOHTEIHepl, BOHU ycnaakoByroThes Bia iHTepdeiicy “IGUIPanel”. Lleit inTepdeiic

MICTUTh METOJl ISl BiIOOpa)K€HHS CaMOro BiKHA Ta, METOJ JJI BCTAHOBJICHHS
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crany BikHa. CtaH BikHa — 1e kiac “GUIStateSpecification”, mo MicTUTh B cede

TaKi JaHi;

1)
2)
3)
4)
5)
6)
7)
8)
9)

MOCUJIaHHA Ha 1HTEpQeHC CLIeHH,

oOpaHa CyTHICTb;

JaHi PO MOTOYHUH MPOCKT;

MOCUJIaHHS HA BIKHO;

MacuB (POHOBUX (PYHKIIIH;

1H(opMariis mpo oOpaHui MiKceab Ha MmaHen “Viewport”;
iHGOpMallis PO Te, YU Kypcop MUllll Ha maHeni “Viewport™;
iH(opmMmarttis ipo te, uu pokyc Ha naneni “Viewport”;

MIOTOYHA OIepallisi HaJ CYTHICTIO;

10) mani mpo undo/redo.

a)

b)

c)

['padiunmii pegakTop MiCTUTH B COO1 JEKUJIbKA BIKOH:
BiknHo 31 cueHoro (Scene): MICTUTH JlaHI MPO PEECTP CYTHOCTEH Ta Hajae
3MOTy HOTO 3MIHIOBATH.

a) showPanel() — BimoOpaskae maHenb CIICHH;

b) showFileDialog() — BimoOpaxae mianoroBe BikHO (haiiiy;

c) addEntityToSelected() — momae CyTHICTD 10 BUOPAHHUX €JICMEHTIB;

d) showSceneEntity() — BigmoOpaxae CyTHICTh CIICHH;

e) showCreateEntityMenu() — BimoOpaae MEHIO CTBOPEHHS CYTHOCTI.
BikHO 3 Bi10OpakeHHAM Pe3yNbTyiouoi KapTUHKHU (Viewport): MICTUTD JIaHi
PO 300pakeHHS TP Ta HAJIA€ 3MOTY JIETKO B3a€EMOJIISATH 3 CYTHOCTSIMHU.

a) showPanel() — BimoOpaskae maHeb;

b) showViewportStatePanel() — BigoOpaxae maHenb CTaHy BiKHA
neperisay;
c) showGizmo() — wmeron, skuii BimoOpaxkae ri3Mo (IHCTpYMEHT JUis

TpaHcgopmaiiii 00'eKTiB).
BikHo 3 kommnoHeHTamu cyTtHocTi (Components): MICTUTh JaHl Mpo
KOMIIOHEHTH 0OpaHOi CYTHOCTI Ta HaJIa€ 3MOT'Y 3MIHIOBAaTH iX MapaMeTpH.

a) showPanel() — BizmoOpaskae maHelb;
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b) showFileDialog() — BimoOpakae miajgorose BiKHO I BUOODPY daiiy;

c) showNameComponent(), showTransformComponent(),
showMeshComponent(), showMeshRendererComponent(),
showCameraComponent(), showLightComponent(),
showPhysicsComponent(), showScriptComponent(),

showAudioComponent(), showAddComponentMenu() — BigobOpaskae
KOMITOHEHT.
d) Bikao gupekropii mpoekty (Directory): MICTHTh JaHI HPO IOTOYHY

JIUPEKTOPIIO Ta HAJa€ 3MOTY 3MIHIOBATH 1i BMICT.

a) showPanel() — BimoOpaxae maHenb;

b) loadScene() — 3aBanTa)kye CIICHY 3a 3aJJaHUM LUIIXOM;

c) loadTextures() — 3aBaHTaXye TEKCTYpH;

d) renderContent() — penaepuTh BMICT MaHelIi;

e) Bikno 3 koHcosto (Console): MiCTUTh J1aHi PO MOBIAOMIICHHS PYIIIis
ta BimoOpaxkae ix: showPanel() — BimoOpaskae maHeb.

Takox pemakTop MiICTUTH B coOl peamizaimito MeHoOapa (menubar) Ta
rapssunx knasim (hot keys), mo ngo3Bonsie 3pydHO Ta €(EKTUBHO KepyBaTu
poiiecoM po3poOku irop. MeHroOap MiCTUTh HaOiIp MYHKTIB MEHIO, SIKI TPYIYIOTh
OCHOBHI (YHKIIIi Ta OmIii pemakTopa. 3aBASKU MEHI00apy pPO3POOHHK MOXKE
HIBUAKO 3AIMCHIOBATH Takl [ii, SK BIIKPUTTS Ta 30€pEeKEHHS NPOEKTY,
HaJaIITyBaHHS TapamMeTpiB poOOYOro cepefoBHINA, KepyBaHHS OO0'€KTamMH Ta
pecypcamu IpH, a TAaKO BUKOHAHHS 1HIINX HEOOX1THUX omnepaliii. ["apsiai knasinri
HAJIal0Th MOKJIUBICTH MIBUIKOTO JOCTYMY A0 OCHOBHUX (YHKIIIH pemakTopa 0e3

noTpeOr BUKOPUCTOBYBATH MUIILY 00 HaBIramiiHi maHeri.

3.2.2 ApxiTrekTypa caiTy nijx irpoBuii pymii
Caiit Oy0 CTBOPEHO 3 BUKOPUCTAHHSIM KIIIEHT-CEPBEPHOI apXiTeKTypy [12],
TaKk sSIK BOHAa € CTaHJAPTHUM IMIAXOJAOM O PO3pOOKH BeO-I0AATKIB, SIKUM

nepeadavae po3aiieHHs GYHKIIH Ha 1BI OCHOBHI YacTHHHM: KiieHTChKY (Front-end)
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ta cepBepHy (Back-end) wactunm, 3 BukopucranHsMm 0asu manux (DB) mmsa

30epiraHHs 1 KepyBaHHS JaHUMH.

3.2.2.1 DB yacTuna

Yactuna 6a3u nanux (DB) B Kili€HT-cepBepHiN apXiTEKTypl BIAMOBIJIAE 3a
30epiraHHs, opraHizaiilo Ta KepyBaHHS JaHUMH, SIKi BUKOPUCTOBYIOTHCS B BeO-
nonatky. baza maHux € MeHTpaIbHUM €JIEMEHTOM CUCTEMH, SIKa BUKOPHCTOBYEThCS
JUIsL  JTIOBTOTpUBAJIOrO 30epiraHHs JaHUX Ta MoOxke OyTu JOoCTynHa s
BUKOPUCTaHHS cepBepHOi YacTuHH. (11 moOymoBu Oysno oOpaHO pemsiliiHy 0a3y
nanux PostgreSQL, mo Hamae MOXIWBICTH BHUKOHYBAaTH CKJIQJHI omeparii 3
JTAHUMH, 3a0€3MeIYOYH IIITICHICTh JaHUX, MacIITa00OBaHICTh, CTA0LIbHICTb.

baza manux mictuth B co0i Taki cyrHocTi(Taom.1 — 11):

Tabmuus 1

b

Tabnuys “Token’

Token

userld: yHikaabHHN PSIOK, 110 MICTUTH 1ICHTU(IKATOP KOPUCTyBaya

accessToken: yHiKaIbHHUE PSIOK, IO MICTHTh TOKCH JOCTYITY

ISActive: OyneBe 3HaYCHHS, sSIKE BKa3ye, UM aKTHBHHI [IeH TOKCH

lastAuthorization: mone natu/gacy, sike MiICTUTB 1aTy OCTaHHBOI aBTOPH3AIlii, 31

3HA4YCHHAM 3d 3aMOBYYBAHHIM - IMOTOYHHUM Yac
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Tabmus 2
Tabnuys “Role”
Role
Id: yHIKaIbHUH PSIOK, 0 MICTUTD iACHTH(IKATOp poi
value: psiok, SKuif MiCTHTh Ha3BY poTi
Taomurg 3

Tabnuys “ActivationLink”

ActivationLink

userld: yHikaabHHN PSIOK, 110 MICTUTH 1ICHTHU(IKATOP KOPHCTyBaya

link: yHiKanbHUH pAIOK, IO MiCTUTH MMOCHJIAHHS HA aKTHBAIIIIO aKKAYHTY

ISActivated: OyseBe 3HauCHHS, SKE BKa3ye, UM aKTHBOBAHE I1¢ MOCHIAHHS Ha

AKTHBAIIIO

Tabmuis 4

Tabnuys “ResetPassword”

ResetPassword

userld: yHikaabHHUN PSIOK, 110 MICTUTH 1IEHTU(IKATOP KOPUCTyBaya

token: yHikanpHUH PAIOK, 1[0 MICTUTh TOKCH BiJIHOBJICHHS

ISApproved: OyieBe 3HaYCHHS, 1[0 BKa3ye Ha MiATBEPXKCHHS 3MIHH ITapOJIs
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Tadomurs 5

Tabnuys “User”

User

Id: yHiKaIbHUH PSAIOK, 1[0 MICTUTH 1ACHTH(IKATOP KOPUCTyBaya

email: psoK, o MiCTUTH CIEKTPOHHHN aJpec KOPHUCTyBada

username: psox, 0 MIiCTUTD IM'sl KOpUCTyBaya

password: psiok, 110 MiCTUTh MapoJib KOPUCTyBaya

roleld: psinok, 1o MicTUTH iIeHTH(IKATOP PO KOPUCTyBada

createdAt: nata, sika BUKOPHUCTOBYETHCS SIK JaTa CTBOPCHHS 3aINCY, 3HAYCHHSI

3a 3aMOBYYBAaHHM - IIOTOYHHUM Yac

Tabmuis 6
Tabnuys “NewsCard”

NewsCard

id: yHIKaIBHUHN PAAOK, 110 MICTUTH 1IeHTH()IKATOp HOBMHHOT KAPTKH

imgPath: psaok, 1110 MICTUTh IIISAX A0 300paXKCHHS HOBUHU

createdAt nara, sika BUKOPHCTOBYETHCS SIK J]aTa CTBOPCHHS 3aITUCY, 3HAUCHHS 32

3aMOBYYBaHHM - MOTOYHHUM Yac

createdByld: psiok, 1o MiCTUTB ieHTH(DIKATOP KOPUCTYBAYa, IKHH CTBOPUB

HOBHHY
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Tabmuus 7
Tabnuys “NewsBlock”

NewsBlock

Id: yHiKaIbHUH PSAIOK, 1[0 MICTUTH 1ACHTH()IKATOP HOBHHHOI'O OJIOKY

imgPath: psaok, o MiCTUTh IIISX O 300payKeHHS OJIOKY

createdAt: mara, 110 MICTUTB JaTy 1 4ac CTBOPEHHS OJIOKY

newsCardld: psmok, 1110 MICTUTh 30BHIIIHIN K104 Ha 1moJie id Tabmii

NewsCard

createdByld: psaok, 110 MicTUTh i1eHTH(IKATOP KOPUCTYBaya, SKUH CTBOPUB

HOBUHY

Tabmuis 8
Tabnuys “NewsText”

NewsText

Id: yHIKaJIBHUH PAMOK, 110 MICTUTH 1IeHTH(IKATOP TEKCTY HOBUHHU

title: psoK, 110 MICTUTH 3ar0JI0BOK HOBHHH

body: psiok, 1110 MICTHTB BMICT HOBUHH

globalRegionld: psmok, 110 MicTUTh 30BHIIIHIN K04 Ha moJie id Tadmwmii

GlobalRegion

newsCardld: psiok, 110 MiCTHTh 30BHILTHIN KJIF0Y Ha ToJie id Tabmui

NewsCard

newsBlockld: psaok, 1o MicTUTh 30BHIIIHIM KiIt04 Ha mosie id Tabumi

NewsBlock
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Tadomurs 9

Tabauya “GlobalRegion”

GlobalRegion

Id: yHiKaIbHUI PAIOK, [0 MICTUTH 1ACHTH(IKATOP rII00aIBHOIO PETIOHY

name: psiaoK, 0 MICTUTh Ha3BY PET10HY

Taomurs 10

Tabauysa “NewsBlockRate”

NewsBlockRate

Id: yHIKQJIBHUI PAAOK, 110 MICTUTH 1ICHTH(IKATOP OLIIHKK HOBUHHOTO OJIOKY

likes: mise unco, mo MICTUTH KUIBKICTE JaHKIB

dislikes: wise uyncio, 1o MiCTUTH KIJIBKICTh JU3JIAHKIB

newsBlockld: psaok, 1o MicTUTh 30BHIIIHIHA KiTt04 Ha mosie id a0

NewsBlock

Tabmmms 11

Tabnuys “UserBlockRate”

UserBlockRate

newsBlockRateld: psmox, 1o MicTUTh 30BHIMIHIH K104 Ha Toj¢ id Tabmui

NewsBlockRate

userld: yHikaabHHUN PSIOK, 110 MICTUTH 1IEHTU(IKATOP KOPHCTyBaya

isLike: OyneBe 3Ha4eHHs, 110 ITO3HAYAE, UM OLIIHEHUI ICH PEHTHHT JTaHKOM UM

Hi.

Bbyno ctBopeno taky ER cxemy 0asu nmanux nanoi cucremu. Ha Puc.7 7

300paxkeHo ER niarpamy 6a3u ganux.
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ResetPassword Token ActivationLink
UserBlockRate P User Bt Role
4
N i\
NewsBlockRate H NewsBlock = NewsCard
H NewsText H
Y
GlobalRegion

Puc.7 ER diacpama 6a3u oanux

3.2.2.2 Back-end yactuna

Back-end wactruHa B Kili€eHT-CepBepHiil apXiTEKTypi BiIOBiIae 3a 0OpOOKY
3alWTIB, JIOTIKY, OI3HEC-JIOTIKM, JOCTyHn a0 0a3 JaHuX, aBTEHTH(}IKAIIO Ta
aBTOPU3ALlII0 KOPUCTYBAYiB, @ TAKOX 3a HAJAHHS JAHUX Ta PECypCIB KIIEHTCHKIM
JaCTHHI JIoJaTKa BeO-caiTy.

Back-end wactuna Oyna crBopena Ha miardopmi NodeJS BukopucToByroun
dpeiimBopk NestJS, Tak sk BiH IPOMOHYE MOIYIBHY CTPYKTYpPY, SKa CIPOIIYE
Oprasizaiiro Koiy, MiATpUMYye martepH apxitektypu MVC Ta mae BOymoBaHy
HNIATPUMKY I pO3pOOKM MacIiITabOBaHUX 1 €PEeKTUBHUX AOJATKiB. Takox ue
no3BonuThk cTBopuTH REST API nonatoxk, sxuit 6asyetsest Ha HT TP nporokoui.

[loOynyBaBimm cxemy ©Oa3u JaHUX, Yy TONEPEIHbOMY IIYHKTi, MOKHa
BUJIUTUTH 2 TOJIOBHUX JoMeHu noaaTky: User Ta NewsCard.

User — nomeH, sikuii BigoOpakae 00IIKOBUH 3alTUC KOPUCTyBaya Ta MICTUTh

B c001 Takl CyTHOCTI, SIK:
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1. ActivationLink — cyTHICTh, sKa Haga€ TIOCWIAHHSA JUII CTBOPCHHS

OOJIIKOBOTO 3aMKCy KOPUCTYyBaya.

2. ResetPassword — cyTHiCTh, siKa HaJa€ MOJKJIMBICTH BIJHOBHUTH IapoOJb

KOpHCTyBaya.

3. Token — cytHicTh, 110 aBTeHTH(DIKY€E Ta HaJa€ JOCTYI KOPHUCTYBAaudeBi 110

TOJIOBHOI YaCTHHU JIOAATKY.

4. Role — cyTHicTs, O SKa Ha/la€ KOPUCTYBAUEBi IEBHUHA (DYHKITIOHA.

NewsCard — momeH, sikuii BigoOpaskae HOBUHHY KapTKy Ta MICTHUTh B 001
TaKi CyTHOCTI, SIK:

1. NewsBlock — cyTHicTb, sika MiCTHTB B c00i JaHi PO HOBUHY.
2. NewsText — cyTHICTb, sIKa MICTUTh B COOl1 TEKCTH HOBHUHHOTO OJIOKY a0o0

HOBHUHHOT KapTKa, KU 3aJIC)KUTh B PETIOHY.

3. GlobalRegion — cyTHicTb, 110 Bi0Opa)xae perioH.
4. NewsBlockRate — cyTHicTb, siKa MICTHTh B OOl OIIIHKM KOPHUCTYBadyiB

MIEBHOTO HOBUHHOTO OJIOKY.

5. UserBlockRate — cyTtHicTb, 110 OB s3Y€ JIBi CyTHOCTI Mixk co0or0: User Ta

NewsBlockRate.

Jlnsa monermendss poooru 3 BJ] Oyno Bukopucrano Prisma ORM. 3a
nornoMororo mporo ORM MokHa MBUAKO MOOYIyBaTH yCi MOJIET1, 3p0OUTH JJO HUX
Mmirpamii (migrations) ta 3pooutu cigu (seeds) go Hux. Knac, sikuii BUKOHYye
nigkmrodeHHs 1 bJl HasuBaetbes “TWEPostgreSQLMainPrismaService”. Llei
KJIaC HaJa€ JIOCTYI A0 yCIX MOJENeH, 3a JOMOMOTOI0 SKUX MOYKHA BHKOHYBATH
3anuti 70 BJl. Yci Moayni, sikum notpibeH poctyn o B/, micTaTe B co01 e
kiac. J{ns qogaHHs 1bOTo KJacy y 1HIM MOJYJi, BUKOPUCTOBYETHCS Taka TEXHIKa
sk Dependency Injection.

Jist peamizarii eng noiHTHB (end-points) 17 MOAy B Oyl CTBOPEHI CBOI
KOHKpETHI KOHTpoJiepu (controllers), siki BiAJIOBIIOIOTH 3alIUTH KOPUCTYBadiB Ta
NOBEPTAIOTh BIAMNOBIAb 3 TMEBHUM pe3yibTaToM oO0poOku 3amuty. Cami

KOHTPOJUUIEPU B CBOIO 4YEPry peasizoBYIOTh (yHKIIOHAT OOpOOKM KOHKPETHHX
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3amuTiB. TakoX KOHTPOJIEPH BKIIOYAIOTh B cebe IMie Taki CyTHOCTI, SK:
peno3utopii(repositories) Ta ceppicu(services):

1. Pemno3utopii BUKOPUCTOBYIOTHCS JIJIsi PO3JIUICHHS O13HEC-JIOTIKH BIJ JIOT1KU
JOCTYIy A0 AAHMX Ta HAJalOTh 3MOTY B3a€EMOJISTH 3 JIaHUMHU 3a NIEBHUM
1abJIOHOM.

2. CepBicM BUKOPHUCTOBYIOTBhCS JIi BUKOHAHHS O13HEC-JIOTIKU Ta OOpOOKH

013Hec-omnepailiii B OKpeMHX KOMIIOHEHTaX J0JaTKy.

3.2.2.3 Front-end yacTuHa

B kiieHT-cepBepHiil apxiTekTypi, front-end BignmoBizae 3a Ty 4YacTUHY
JoJlaTKa, fKa B3aeMoOJie Oe3moceperHbo 3 KopucTtyBadem. Front-end 3aiiicHioe
BI3yaJlbHE TMIPEACTABICHHS 1HpoOpMalii, 0OpoOKYy KOpHUCTyBalUbKUX I Ta
B3a€MO/IIIO 3 CEPBEPOM JUIsl OTPUMAHHS Ta BIANPABICHHS JTaHUX.

Front-end wyactuna, Tak 5K i cepBepHa, modymaoBaHa Ha riardopmi NodeJs.
3a ocHOBY Oyno obpano ¢peiimBopk ReactJS, Tak sk BiH J03BOJISIE CTBOPIOBATH
MacimtaboBaHi, e(EeKTUBHI Ta JWHAMIYHI KOPHUCTYBallbKi 1HTepdeiicu 3a
JIOTIOMOTOI0 KOMITOHEHTHOI apXiTeKTypH, SIKa CIIPOIIYy€ PO3MOALIT BeO-I0JaTKy Ha
OKpeMi PeakTHBHI KOMIIOHEHTH, 1110 JIETKO KepyBaTH Ta miaTpumyBatu. Kpim Toro,
React]S 3a0esmeuye BUCOKY MPOIYKTUBHICTh, 3aBASKA BUKOPUCTAHHIO
BipryainbHoro DOM, sikmii no3Bossie €eKTHBHO OHOBIIOBATU BiAOOpaKECHHS
iHTepdeicy npu 3MiHaX JTaHUX.

VYci cTropiHku AuAThes no okpemuM ¢aiinam. KoxkHa cTopiHka MICTUTH B
co0l OKpeMl KOMIIOHEHTH, SKI peani3oBylOTh CBii QyHkuioHan. Jlns
YHIBEPCAIBHOCTI ITUX KOMIIOHCHTIB BOHHM MalOTh CBOi IEBHI aTpuOyTH (props), 3a
JIOTIOMOTOFO SIKHX MOYKHa KOHTPOJIOBATHU X CTAHOM.

Jns Toro, moO KIIEHTChKa YacTWHA pO3yMiJia, SIKY CTOPIHKY MOTPIOHY
Bi0Opa3uTH, Oysia peamizoBaHa poyT (route) YacTHWHA, IO PETYNIIOE 3a UM 3a
nonomoroto mnepeBipkn URL muisixy kopucryBawa. JlocTym 10 BCiX pOYTIB
perymnroeThcsi aBTeHTU(IKaI€l0 KopucTyBadya. Ha mictuHry 6 300paxkeHO

KOMITOHEHT PETyJIIOBaHHS JOCTYIIIB KOPUCTYBaya 10 CTOPIHOK.
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Jlictunr 6 [onosHUll KOMNOHEHM KIIEHMCLKOI YaCMUHU, WO Pecynto€ Wasix

Kopucmyeaua

<div className={styles.app}>
<div className={styles.app_ container}>
<NavbarComponent ready={ready}/>
<Routes>
<Route path={'/main'} element={<MainPage/>}/>
<Route path={'/news'} element={<NewsPage/>}/>
<Route path={'/news/:newsCardId'} element={<NewsCardPage/>}/>
<Route path={'/forgot-password'} element={<ForgotPasswordPage
/>Y/>
<Route path={'/reset-password/:userId/:token'}
element={<ResetPasswordPage />}/>
{!isAuth && <Route path={'/login'} element={<LoginPage/>}/>}
{!isAuth && <Route path={'/registration'}
element={<RegistrationPage/>}/>}
{!isAuth && <Route path={'/registration/accept/:userId/:1link'}
element={<UserActivationPage/>}/>}
<Route
path="*"
element={<Navigate to="/main" replace />}
/>
</Routes>
<FooterComponent />
</div>
</div>

JUist BiAOpaBKM 3aluTIB Ha CEPBEP peaji3oBaHa OKpeMa JUPEKTOpIs
“actions”, 1m0 MICTUTh B co0i (aitnu 3 peam3amiero. Ilicisa BianmpaBKku KIiE€HTCHKA
YacTHMHA OTPUMYE BIJAMOBI/Ib HA 3alUT 3 IEBHUMHU JAaHuMH. L[i naHi moTpiOHO Aech
30epiratu Tomy s BukopuctaB Redux, skuii gae 3MOTy ympaBisiTH CTaHOM, 32
JIOTIOMOT'OI0 OKpeMHXx penarocepiB (reducers), monatky Ta 30epiraTd TaMm OTpUMaH1
naHi. byno ctBopeno 3 pemrocepu:

1. userReducer: 36epirae qaHi mpo MOTOYHOrO0 KOPUCTyBayYa,

2. newsReducer: 30epirae naHi mpo MOTOYHHUI CIHUCOK HOBHH Ta IMOTOYHY
o0paHy HOBHHY;

3. globalRegionReducer: 36epirae gaHi npo MOTOYHUI PETiOH.
KoseHn 3 mux pearocepiB BUKOPUCTOBYETHCS Y CTOPIHKAX Ta KOMIIOHEHTAX,

10 JIoNoMarae y BijjoOpa>keHi KOHKPETHOTO CTaHy KJI1€HTCHKOT YaCTHUHHU.
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3.3 OyHKIiOHAJBHI BUMOTH CHCTEMU

3.3.1 3arajbHi BUMOIrH

3.3.1.1 IrpoBuii pywiii “TWE”

1. Cucrema mnoBMHHA 3abe3nedyyBaTH peaiizalilo TpadiuHOro pyxy Ta

Bi3yalli3allito iIrpoBOro CBITY 3a J1onomMororo TexHosuorii OpenGL.

2. CucreMa MOBMHHA HaJaBaTH MOXKIJIMBOCTI JIJIsl B3a€MO/IIi 3 IFPOBUM CBITOM,

30KpemMa.

a.

CTBOproBaTH Ta 3aBaHTAXyBaTH 00'€KTH Tpu (MOJACHI IMEPCOHAXIB,
00'€eKTH OTOYEHHSI, TEKCTYPH TOLLO).

OOpoOusiTy BXiJIHI JaH1 BiJ KOpHUCTyBauya (KjiaBlaTypa, MUIIA) JJIs
KEepyBaHHSI TPOIO.

PeanizoByBatu ¢i3uKy pyxy OO'€KTIB Ta B3aEMOII0 MK HUMH
(koui3ii, TpaBiTaIlisl TOIIO).

3abe3neuyBatu BioOpakeHHs TpadiuHux edekTiB (OCBITIEHHS, TiHI,
YACTUHKHM TOIIIO).

OG6poOnaTu moAli Ta cTaH T'pu (3aBAHTAXEHHS PIBHIB, 30€pEKEHHS

nporpecy, oOpoOKa BTpaTH KUTTIB TOIIIO).

3. Cucrema moBuHHa OyTH MOJIYJIBHOIO 1 PO3AUIMTH (YHKIIOHAIBHICTH Ha

M1JICUCTEMHU 3T1JTHO 3 HACTYITHUMU BUMOTaAMH

a.

I'padiuna migcucrema.
1. 3abe3neunTy CTBOPEHHS Ta YIpPaBIiHHS BIKHOM T'pH.
2. PeamizyBatu cucTeMy Kamepu A BITOOpaK€HHS IrpOBOTO
CBITY.
3. 3albesneuntn Binobpaxenns 2D ta 3D rpadiku.
4. PeamnizyBaTn MexaHi3M 00pOOKHU TEKCTYp Ta IIEHIEPIB.
®diznuna migcuctema: 3a06e3MeunTH CUMYIISI0 (Hi3uku 00'€KTIB y Tpi
(pyx, Komi3ii, rpaBiTallis TOIIO).
VYmpasninus BBeneHHsM: PeanizyBaTu 0OpoOKy BXIHHMX JaHHUX Bif

KOpHUCTYyBaua (KJ1aBiarypa, MUILA).
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d. 3BykoBa migcucrema.

1. 3abe3neunT BIATBOPEHHS 3BYKOBUX €(EKTIB Ta My3UKH Y TPi.

2. PeainizyBatu cucteMy 00pOOKH 3BYKOBUX IOJIM Ta MIKIIIYBaHHS
3BYKOBHUX JIOPIXKOK.

e. Ilizcucrema CKpuMTIB.

1. 3abe3neunTy CTBOPEHHS CKPUITIB.

2. 3abe3neuntn 0OpOOKY CYTHOCTEHW TpHU Ta iX KOMIIOHEHTIB 3a
JIOTIOMOT'OI0 CKPUITIB.

3. Cuctema mMOBMHHAa MaTH MIATPUMKY OTMEpaIifHOl CHCTeMHU
Windows.

4. Cucrtema noBMHHA 3a0€3MeYyBaTH MOKIIMBICTh 30€pEKEHHS Ta
3aBaHTAKEHHS CTaHy MPOEKTIB PyIiis Ta HOTO CIEH.

5. Cucrema mopuHHa 3a0e3MeyyBaTH ONTHUMI3AII0 IIBUIKOI Ta
MPOYKTUBHOCTI, BUKOPUCTOBYIOUM OINTHUMAJbHI aJITOPUTMHU Ta
CTPYKTYPH JTaHUX.

6. Cucrema nmoBMHHA HaJaBaTu 3py4Hi rpadiyHi IHCTPYMEHTHU JJIst
CTBOPEHHSI Ta pEJaryBaHHs pI3HOMaHITHUX PECYpPCIB I'pHU, TAKUX
SIK MOJICITI, TEKCTYPH TOIIIO.

/. CucreMa MOBMHHA HaJaBaTH MOXKJIHMBICTb CTBOPIOBATH OLII

IpH.

3.3.1.2 Caiir nix irpoBuii pyuuiii

Cucrema MmoBMHHA MaTH CTOPIHKY 31 CIIUCKOM HOBHH, SIKI B1I00paKatoThCs B
XPOHOJIOTTYHOMY TOPSIIKY.

Cucrema moBuHHa 3a0e3NeyyBaTH MOXKIIMBICTh NEPErysAy IMOBHOI Bepcli
KO>XHO1 HOBUHU OKPEMO.

Cucrema TNOBHHHA JIO3BOJISITY  KOPHCTyBauyaM  pEECTpyBaTuCA  Ta
aBTEHTU(]IKyBaTUCA HA CAMUTI.

Cucrema mnoBMHHa  3abe3nmedyyBaTd  pi3HI  pIBHI  JOCTymy IS

KOPHUCTYBauiB(aIMIHICTPATOPH Ta 3BUYAITHI KOPUCTYBaul).
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Cucrema TOBMHHA MaTH MOXJIMBICTh 3aBaHTAXCHHS ITPOBOTO PYIIis 3
Caury.

Cucrema TmOBMHHa 3a0e3ledyBaTH MOXJIMBICT 3MIHM Mapojs Ta
BIJTHOBJICHHS 3a0yTOT0 MapoJisi KOPUCTYBadaMH.

CucreMa nmoBuHHaA 30epiratu iHpopMallio Ipo KOPHUCTYyBadiB, BKIIOYAIOUYN
iXH1 00JIIKOBI /1aH1 Ta IEPCOHAIBHY 1H(GOPMAITITO.

Cucrema nmoBHHHA 3a0€3MEeUyBaTH 3aXUCT BiJl HECAHKI[IOHOBAHOTO JOCTYITY
710 0ocobucToi 1HpopMaIlii KOpUCTYBaviB.

Cucrema NoBHHHA BioOpa)kaTy MOB1IOMIJICHHS PO TOMUIIKH.

3.3.2 bi6aioTreka mignporpam (Kjacis)

3.3.2.1 Biogaioreku irposoro pyuis “TWE”

assimp: 010ioTeKa BUKOPUCTOBYEThCS Mg IMIopty Ta oOpoOku 3D-
Mojaenel |y pidHux (¢dopmarax. BoHa  03BOJIIE  KOPUCTYBaudeBl
3aBaHTaXKyBaTH MOJIEJl, OTPUMYBATH JOCTYH JI0 X T€OMETpii, MaTepiajiB Ta
aHiMaIli.

bullet3: Bullet Physics Engine € BUCOKOC(HEKTUBHHM IBUTYHOM (i3HUKH,
KWW HAJA€ peaiCTUIHE MOJIeoBaHHs (i13uKU 00'eKTIB y rpi. BiH n103BosI€
KOPHUCTYBAu€Bl CTBOPIOBATH TBEpAl Tijda, BCTAHOBIIOBATH  (Di3UYHI
BJIACTUBOCTI, OOYHMCIIIOBATH 31ITKHEHHS Ta pearyBaTy Ha HUX.

entt: 010y10TeKa, 10 HAJae CUCTEMY YIPABIIHHS KOMIOHEHTaMH JJis
peanizaiii eK3eMIUISIPHO-OPIEHTOBAHUX CHUCTeM Yy Tpi. BoHa mo3Boisie
KOPUCTYBaueBl BHU3HAYAaTH KOMIIOHEHTH, CHUCTEMH Ta CHUCTEMHU OOpOOKU
oAl 17151 €()eKTUBHOTO YNPABIIHHSA CYTHOCTSIMU TPH.

glad: 6i6moTeka TeHepye KOJ sl 3aBaHTaKEHHS TOouoK Bxoxy OpenGL B
3anexHocTi Bif Bepcii OpenGL, sika BukopuctoByeThcsi. BoHa momomarae
KOpPHUCTYBadyaM OTPUMATH IOCTYI 10 GyHKIiH OpenGL Ta po3mmpeHs.
GLFW: 6i6mioTexa Hagae nepeHoCcUMUl iHTepdeic s podoTH 3 BIKHAMH,

koHTekctamu OpenGL, BBeaeHHsAM moAili Ta oOpoOkoro kiaBimi. Bona
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JI03BOJISIE  KOPUCTyBayaM CTBOPIOBAaTH BikHA, OOpOOJSATH BBEICHHS,
kepyBatu koHTekctamu OpenGL Ta 00po0sTi moii BikHA.

glm: 6i6mioTexka Hamae maTeMaTWdHi (YHKIT Ta KjIack Jjs poOoTH 3
reoMetpiero 1 mMatpuusamu y 3D-rpadini. Bona mo3Bossie xopucTyBauam
BUKOHYBAaTH OIepalii 3 BEKTOpaMH, MATPUISIMHU, KyTaMd IOBOPOTY,
MPOCKIISIMU Ta 1HIIN MaTEMaTH4YH1 oreparlii, HeoOXiaHi st o0pobku 3D-
rpadiku.

imgui: 616mioreka (ImGui, mo o3nauyae "Immediate Mode GUI") nanae
THCTPYMEHTH JUIsl MIBHUIIKOI Ta TPOCTOI peamizarii rpadivyHoro iHTepdeiicy
kopuctyBaua (GUI). Bona pno3Bosisie po3poOHHMKaM CTBOPIOBATU KHOIIKH,
MOJIOCU TPOKPYTKH, BIKHA Ta 1HIII €JIeMEHTH 1HTepdeicy aisi B3aeMoli 3
KOPHCTYBa4yeM.

Imgui-filedialog:  6i6GmioTeka posmuproe  GyHKIIOHATBHICTE  ImGui,
J03BOJISIIOYM  KOPHUCTYBaueBl BIOKpUBaTU Ta 30epiratd ¢aiaum depes
nianoroBl BikHA. BoHa Hamae MOXIIMBICTH BHOOpPY (DailyliB Ta KarTajoris
3pYYHHM CIIOCOOOM Yy Balliil irpoBiii porpami.

ImGuizmo: 616moTeka € po3mupeHHsM ImGui 1 gojae IHCTPYMEHTH s
MaHimnyoBanHs 00'ektamu y 3D-nipoctopi. BoHa no3Bossie KopucTyBadyam
nepemimarty, ooepraty Ta MmacmTadyBatu 00'ekTH y Bizyauizaiii 3D-crienu.
irrKlang: 610110TeKa € NOTYXKHUM ayJ10-ABUTYHOM JJisl BIATBOPEHHS 3BYKIB
y Bali irpoBiii mporpami. BoHa Hamae MOXIUBOCTI TPOTpaBaHHS 3BYKIB
pi3HOi (opmaTy, 3MIHM TYYHOCTI, TO3ULII 3BYKOBUX JDKEpENl Ta 1HIII
(GyHKUIT ayAio-ynpaBIiHHS.

nlohmann json: 6i6mioTexa a03BoJisie poOoTy 3 hopmaTtom JSON y Barmiii
nporpaMi. BoHa 103Boiisie KOpuCTyBauaM 3pyYHO YHTATH Ta 3alUCyBaTh
nani B ¢opmati JSON, o0poOasiTH X, BUKOHYBATHU MOUIYK, 3UUTYBaTH Ta
3aMyucyBaTH 3HAYEHHS 3a KJIOYaMHM Ta 1HINI omepamii ans podoTu 31
CTPYKTYPOBaHUMH JaHUMHU.

KHR: 6i6mioTexa Hagae noctyn no posmuperb OpenGL, Bkitodaroun HOBI

MOXJIMBOCTI Ta (PYHKIIOHANbHICTh. BoHa 103BOJNsE KOpUCTyBauam
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BUKOPHUCTOBYBATH ocTaHH1 po3muperHs OpenGL, ki miaATpUMYIOTbCS IXHIM
amapaTHUM 3a0e3MeYeHHsIM, Ui TOJIMIIEHHS TpadigHoro Bidyanmy Ta
IPOAYKTUBHOCTI.

stb: 6ibmioTexka MicTUTh Halip OAHOpa30BUX (aililiB 3aroyioBKIB IS
3aBaHTAKECHHS 300pakeHb, MIPUQTIB Ta I1HIIUX pecypciB. Bona Hamae
KOpHUCTyBauaM TIPOCTI Ta JIETKI Yy BHUKOPUCTAHHI 1HCTPYMEHTH JJIst

3aBaHTAXKEHHS Ta POOOTU 3 PI3HUMHU THUNAMH (ailliB 300paxeHb Ta THIIUX

pecypciB.

3.3.2.2 bi0JioTeku calTy miJx irpoBUil pyLIin

Express: 616;i0Teka 103BoJIsie CTBOpIOBaTH BeO-mojaTku Ha 06aszi Node.js,
HaJlal04u po3lIupeHy (QyHKIioHaNbHICTE st 00poOku HTTP-3anuTis,
POYTIHTY Ta YIPABIIHHS CECISIMU Ta KyKaMH.

NestJS: 06i6mioTexka € ¢GperMBOpPKOM Il CTBOPEHHS €(PEKTUBHHX Ta
MacmTabOBaHUX CepBEpHUX JoaaTkiB Ha 0a31 Node.js. Bona nHanae
MOAYJbHY CTPYKTYpy, BOyagoBaHy oOpoOoky HTTP-3anmutiB Ta miaTpuMmky
BE0-COKETIB.

Uuid: 616mioTexa g03BoJisie TeHepyBaTu yHiKalnbHI ineHTudikatopu (UUID)
it 00'exTiB. BoHa KOpUCHA NJisi CTBOPEHHSI YHIKQJIBHHUX 17€HTU(IKATOPIB
JUIsl 00'€KTIB, HAIIPUKJIIA], KOPUCTYBayiB a00 IrpOBUX €JIEMEHTIB.

Bceryptjs: 6i6mioTeka Hagae QyHKINT A1 XEITyBaHHS Ta MEPEBIPKH MapOJIiB.
Bona BukopucTOBye airopuTMm bcerypt, mo 3abesnedye Oe3mneKy MapoJaiB
IIUISIXOM XEIITYBAaHHS 3 COJIBIO Ta MOBITLHUM OOUYHCIICHHSIM XCIITy.

Prisma: ORM (Object-Relational Mapping) miast Node.js, ske 103BOJIsIE
JIETKO B3aeMOMISATH 3 0a30r0 JaHuX. BOHO Hajgae MOYKIJIMBICTH BU3HAYaTH
MOJIeJTi JJaHUX Ta BUKOHYBATH orepailii 3 0a3010 JaHUX, Takl SK CTBOPEHHS,
YUTAHHS, OHOBJICHHS Ta BUJAJICHHS IaHUX.

React Ta  React-DOM:  06i0nioTexkn  A03BOJISAIOTH  PO3POOIATH

KOPUCTYBAIIbKHI 1HTEpQEHC 3a JTOMOMOTOI0 KOMIIOHEHTHOI Mojeni. React
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HaJa€ pEaKTHUBHI KOMIIOHEHTH Ta react-dom 3abe3meuye MOXIMBICTD
B1I0OpaKaTH 111 KOMIIOHEHTH B Opay3epi.

7. React-Router-DOM: 6i06mioTeka 103BOJIsE peadizyBaTH MapUIpyTH3allil0 Ha
cTtopoHi kiieHTa B React-momatky. BoHa Hamae MOXIUBICTH BHU3HAYATH
IUISIXKM Ta BIANOBIJHI KOMIIOHEHTH, SKI MalTh OyTH BIJOOpakeH1 IIpHU
BIJIMOBIAHOMY HIIAXY.

8. Node-Sass: 6i0moTeka q03BOJIIE BUKOPUCTOBYBATH IPEIIPOIIECOp Sass IS
HaIMCAaHHA CTWIIB y MpoekTi. BoHa Hajgae MOXKIMBICTH BUKOPUCTOBYBATH
3MiHHI, MIKCMHM Ta 1HOI QYHKIIT Sass s OUTbII 3py4YHOrO Ta
opraHizoBaHoro HarucanHs CSS.

9. Redux ta React-Redux: 111 6165110TekH 103BOJISIOTH peali3yBaTH YIIPaBIiHHS
CTaHOM J0JaTKy B React-momaTtky 3a jmomomororo matepHy Flux. Redux
HaJa€ IEHTPaJIi30BaHEe CXOBWINE CTaHy, a react-redux 3abesneuye 3B'SI30K
Mk React-komnonentamu Ta Redux-cxoButiem.

10. Redux-Thunk: 6i0iioTeka 03BOJSIE BHUKOPUCTOBYBATH ACUHXPOHHI il
(thunks) y Redux-momatky. Bona Hamae MOXIUBICTH BHUKOHYBATH

ACUHXPOHHI 3aIUTH, 00pOOJIATH MOO1YHI €(PEeKTH Ta JUCIIETYEPU3YBATH il B

Redux.

3.4 ®yHKIiOHAJ CUCTEMU

3.4.1 dyunkuionaJ irposoro pyuwis “TWE”

Tak sk irpoBuil pymIiii Mae HanaBaTH SK MOXHa OUIblIe (YyHKLIOHATY
KOpPHUCTYBaueBl, OyJi0 peani3oBaHO 3HAYHY KUIBKICTh PI3HOMAHITHUX (DYHKIIIH,
100 MOJIETHIUTH PO3pOOKY KOpHUCTyBadyaM, peai3oByIOUYM MPUMITHUBHI pedi, 1100
BOHM HE Trasjii dYac Tpu po3polii Ta Hamatu Oiursmmid (pokyc po3pooIr
KOHTKpeTHUX (QyHKIIN rpu. Tak sk ycursikux GyHKIii 6arato 0ys0 CTBOpeHO Oye
MOKAa3aHO JIMIIE TOBEPXHEBIII, 110 JOMTOMOKE CKIIACTH YSBJICHHS MPO TE, SIK BOHO

B3aralii Mpafoe Ta siKi aITOPUTMHU BUKOPUCTOBYBAIHCH.
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3.4.1.1 ®yukuionan wapy “Irposuit pyuriin”

IrpoBwii pyiiit MICTUTH B COO1 UMMao 3a3/1aJeri/lb CTBOPEHUX (PYHKIIIM, SKi
HE TOTPeOyIOTh IMOBTOPHOTO CTBOPEHHS NIPH PO3pOOI JEKUIBKOX 1rop, Ho €
BYXJIMBUM KOMITIOHEHTOM JJIs1 €KOHOMII Yacy Ta MPUIIBUALIECHHS PO3POOKH.

Penpep cuenu

Tak sk permepep Mae MiCTUTH (YHKITIOHAJ I TEHEPYBAaHHS 300paKeHHS,
OyJo cTBOpEHO MeBHUN PyHKIIOHAN. [[1s1 peHaepy ClieHn rph BUKOPUCTOBYIOTHCS
meron “renderScene” knacy “Renderer”. Ha mictunry 7 300pa’keHO METOJ

PEHJIEpPY CLICHHU.

Jlictunr 7 Memoo penoepy cyenu “renderScene”

void Renderer: :renderScene (IScene* scene) {

SceneCameraSpecification* camera = scene->getSceneCameral();

if (!camera->camera)

return;

int lightsCount = scene->getLightsCount () ;

bool isFocusedOnDebugCamera = scene->getIsFocusedOnDebugCamera () ;

static std::vector<RendererSpecification> 2DEntities;

scene->getRegistry () ->view<MeshComponent, MeshRendererComponent,
TransformComponent> ()

.each([&] (entt::entity entity, MeshComponent& meshComponent,
MeshRendererComponent& meshRendererComponent, TransformComponenté
transformComponent) {

if (!meshRendererComponent.getIs3D()) |
if (!isFocusedOnDebugCamera)
_2DEntities.push back ({&meshComponent,
&meshRendererComponent, &transformComponent}) :;
return;
}
render3D ({ &meshComponent, &meshRendererComponent,
&transformComponent}, camera->position, camera->view, camera->projection,
camera->projectionView, lightsCount);
}):
if (isFocusedOnDebugCamera) {

#ifndef TWE BUILD

scene->getSceneStateSpecification () ->physics->getDebugDrawer () -
>setMats (camera->view, camera->projection);

scene->getSceneStateSpecification () ->physics->debugDrawWorld() ;

#endif

return;

}
cleanDepth () ;

for (auto& rendererSpec : 2DEntities)
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render2D (rendererSpec) ;

_2DEntities.clear();

Y wmeton “renderScene” mepemaeThcs BKa3IBHUK Ha 1HTepdeEiC CleHu
“IScene”. Jlam oTpumyeTbcs BKa3iBHUK Ha 00'eKT Kamepu 3 iHTepdeticy “IScene”,
KU MICTUTH 1H(GOPMAIIiI0 TIPO KaMepy, TaKy SK MO3UIIis, MPOSKI[iitHa MaTpHI 1
T. A. [loTiM mepeBipsieTbes, Un iCHye KaMmepa (TmepeBipka Ha HyJIeBHI BKa3iBHUK), 1
SKIIO BOHA HE ICHY€E, TO PEHICPUHT CIICHU MPUMUHSIETHCS 1 (YHKIIISI TOBEPTAETHCA.
OTpuMyeMO KUIBKICTh JKEpesl OCBITJICHHS B CIEHI, 3HAYEHHA SKOTO Oyze
nepenano y meiaepu (shaders) cyrnocreit. Otpumye cran GoKycy Ha Kamepy st
nebary (debug), mo Bkaszye, yu Hapasi GOKyC 3HAXOIUTHCS Ha Kamepl jaedary.
Oronomyerbcsi  cratuyHud  Bektop Tuny  RendererSpecification,  sikwuii
BUKOPUCTOBYEThCS i 30epiraHHs BIJOMOCTEM TMpo 00'€ekTH, sSKi OyayTh
penneputuca B 2D. BUKOHY€eThCS iTepallisi 1O BCiX 00'€KTax CIIEHH, SKI MarOTh
komnoHeHTH MeshComponent, MeshRendererComponent 1 TransformComponent,
BUKOpUCTOBYIOUM (yHKIIIO each(). 1yt KoxKHOTo 00'€KTa BUKOHYETHCS TIEPEBIPKa,
yu 1e 2D-00'ekT, 1 SKIIO Tak, TO BIANOBiAHA 1HQOpMaIlliss Opo el 00'exT
nonaeTbes 10 BekTopa tuny RendererSpecification st mogaibIioro peHaepyHTy.
Axo 00'ext € 3D-00'exkToM, TO BUKIMKaeThes GyHKLUI render3D(), sika npuiimae
BIJIOMOCTI MPO 1€ 00'€KT, Kamepy Ta KUIbKICTh JuKepen ocBiTiieHHs. g dyHkiis
Bi/MOBilae 3a peHuepuHr 3D-o00'ekta Ha ekpaHi, BUKOPUCTOBYIOUM BKa3aHI
napamMeTpu KaMepu Ta CBITJIOBI Mozeini. Skmo (okyc 3HaXoauTbcd Ha Aedar
KaMmepi, TO BUKOHY€EThCS BIAMOBIIHUM peHAepUHT A KoJutaiinepis(colliders), mio
BI3yani3yloTh (i3uyHi 00'ekTu cuieHd. [loTiM BUKOHYyeThCs ouMileHHS Oydepa
rOuHu niepes peHaepuHrom 2D-00'exTiB. Bukonyerbes peniepunr 2D-00'exTiB
Ha €KpaHi, BUKOPUCTOBYIOUM BIJJOMOCTI MPO I1i 00'€KTH, sKi Oynu 30epekeHi B
BekTopi RendererSpecification. Ta Ha y KIHIII OYHILYETbCS BEKTOpP THUILY
RendererSpecification micis peraepunry 2D-00'ekTiB, 00 MiArOTYBaTH HOTO JI0

HACTYIIHOT'O KaJpy.
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OHoBJIeHHS 10J103KeHHS QI3UYHHUX 00’ €KTIB
Jl7iss OHOBNIEHHS MOJOXEHHS (PI3UYHUX 00’ €KTIB BUKOPHUCTOBYETHCS METO/I
“updateWorldSimulation” xnacy ‘“ScenePhysics”. Ha mictunry 8 300paxeHo

METO/I OHOBJICHHS TIOJIOKEHHS (pi3MUIHUX 00’ €KTIB CIICHH.

Jlictruar 8 Memoo onoenenHs nonodicenHs @izuunux o06°cKkmie cyeHu

“updateWorldSimulation”

void ScenePhysics::updateWorldSimulation(entt::registry* registry, float
deltaTime) {
registry->view<PhysicsComponent,
TransformComponent> () .each ([] (entt::entity entity, PhysicsComponenté&
physicsComponent,
TransformComponenté& transformComponent) {
btRigidBody* rigidBody = physicsComponent.getRigidBody () ;
rigidBody->activate () ;
if (physicsComponent.getMass () == 0.f)
return;
btTransform worldTransform;
rigidBody->getMotionState () ->getWorldTransform(worldTransform) ;
btVector3 pos = worldTransform.getOrigin() ;
btQuaternion quat = worldTransform.getRotation();
transformComponent.setPosition (glm::vec3 (pos.getX (), pos.get¥(),
pos.getZ()));
glm::vec3 rot;
quat.getEulerZ¥X (rot.z, rot.y, rot.x);
transformComponent.setRotation (rot) ;
physicsComponent.setNeedUpdate (false) ;
}):
_world->stepSimulation(deltaTime) ;

checkCollisionsDetection () ;

Meron updateWorldSimulation mae nBa mapameTpu: BKa3iBHUK Ha PEECTP
registry Tumy entt:registry, SKUWA MICTUTh CYTHOCTI 3 KOMIIOHEHTaMH
PhysicsComponent ta TransformComponent, 1 3Hauenns deltaTime tuny float, sike
BIJINOBIJIA€ 32 YaCOBUM KPOK cuMyldiii. BukopucroByerbest meron each peectpy
registry s iTepaiii 4epe3 KOXKHOiI CYTHOCTiI, SKa Ma€ KOMIIOHEHTHU
PhysicsComponent Ta TransformComponent. Bcepeanti KOXKXHOTO UKy (YHKITIS
BUKOHY€ HACTYIIHI Jii:

1. Axrusye tino rigidBody, sike 30epiraersest B 00'exti PhysicsComponent, 3a

JI0TIOMOTO0 MeToy activate() 3 610morexku Bullet Physics.
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2. Tlepesipsie, un maca izuanoro 06'ekTy, 30epexkenoro B physicsComponent,
nopiBaIoe 0. SKiIo Tak, TO QyHKIIS MPOITYCKAE II0 iTEpaIlito 3a JOTOMOT OO
orepaTopa return, iHaKIIe BOHA MPOIOBXKY€E BUKOHAHHS HACTYITHUX Jiil.
3. Otpumye Ttpancdopmarito ¢izuunoro tina rigidBody 3a momomororo
metoniB getWorldTransform() Ta getOrigin() Ta getRotation() BignmosiaHo.
4. OHOBIIIOE MO3UIIIIO Ta OplEHTAIII0 TpaHchopmarlii 00'ekTy, sika 30epiraeTbces
B transformComponent, BuxopuctoBytoun wmetoau setPosition() Ta
setRotation() 1 meTon getEulerZY X().
5. BcranoBmoe mpanop needUpdate B false B physicsComponent, 1mo6
BI3HAYUTHU, 10 (PI3UYHUN KOMIIOHEHT OlJIbllie HE MOTPeOye OHOBJICHHS.
[Ticns iteparmii yepe3 BCl CyTHOCTI, (YyHKIIS BUKIMKae meron _world-
>stepSimulation(deltaTime) nns BUKOHAHHSA KPOKY CUMYJIALII (PI3UYHOTO CBITY.
ITicna BUKOHAHHS CUMYJIAIII, byHKIISA BUKJINKAE METO.I
checkCollisionsDetection(), sikuii, mepeBipsie BUSBICHHS KOMi31d MK 00'€KTaMH B
(13UYHOMY CBITI.

OHOBJIEHHSI CTAHY CKPHUIITIB

JIJisi OHOBJIEHHS CTaHy CKPHUNTIB BUKOPHUCTOBYEThCS MeTOJ “‘update” kiacy

“SceneScripts”. Ha mictunry 9 300pakeHO METO]T OHOBJICHHS CTaHYy CKPHIITIB.

Jlictuar 9 Memoo onoeénennss cmany ckpunmie “‘update”

void SceneScripts::update(entt::registry* registry, IScene* scene) {
static std::filesystem::path loadScenePath;
bool needLoadScene = false;
registry->view<ScriptComponent> () .each([&] (entt::entity entity,
ScriptComponenté& scriptComponent) {
auto& scripts = scriptComponent.getScripts();
for (auto& script : scripts) {
if (!script.isEnabled)
return;
try {
if (!script.isInitialized) {
script.initialize(entity, scene, projectData-
>rootPath, Shape::shapeSpec):;
script.instance->start();
}
if (script.instance-
>gameObject.hasComponent<PhysicsComponent>()) {
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auto& physicsComponent = script.instance-
>gameObject.getComponent<PhysicsComponent> () ;
auto collisions = scene-
>getSceneStateSpecification () ->physics-
>getCollisionDetection (physicsComponent.getRigidBody ()) ;
for (auto collisionObj : collisions) {
auto userPointer =
(PhysicsUserPointer*)collisionObj->getUserPointer () ;
script.instance->collisionDetection (Entity{
userPointer->entity, scene }, collisionObj);
}
}
script.instance->update (Time: :getDeltaTime () ) ;

if (script.instance->needLoadScene) {

needLoadScene = true;
loadScenePath = script.instance->loadScenePath;
script.instance->needLoadScene = false;

}

} catch(const std::exception& error) {
std::cout << error.what () << "\n\n";
script.isEnabled = false;

}):
if (needLoadScene) {
if (SceneSerializer::deserialize(scene, loadScenePath.string(),
_projectbData)) {
std::filesystem: :path scenePath =
std::filesystem: :relative (loadScenePath, projectData->rootPath);
if (!scenePath.empty())
_projectData->lastScenePath = scenePath;

else

_projectData->lastScenePath loadScenePath;

scene->setState (SceneState: :Run) ;

Bin mpuiimae nBa apryMeHTH: entt:registry, skuil 30epirae naHi Mpo
CYTHOCTI B cIleHl, 1 [Scene, sikuit mpeacTaBisie co00r0 crieHy.MeTo1 MiICTUTD UK,
SKUW TPOXOJUTHCA MO KOXKHIM CYTHOCTI, sika Mae KoMroHeHT ScriptComponent.
J171s1 KO>KHOI TaKoi CyTHOCTI1, METOJ] OTPUMY€E CIUCOK CKPUITIB, K1 OYyJIM A0JaH1 10
CyTHOCTI 3a gonomororo ScriptComponent, 1 IPOXOAUTHCS MO KO)KHOMY CKPUIITY B
cnucky. i1 KO)KHOTO CKpUIITY METOA NepeBipsie, uu BiH BkimtoueHui (isEnabled) 1
cripoOye Horo iHiIiaai3yBaTH, SKIIO BiH I1Ie He OYB 1HINiaI130BaHUM. SIKIIO0 CKPHUIIT

Mmictuth PhysicsComponent, MeTos OTpUMy€e CTaH KOJIi3ii 1 3M1MCHIOE OOpOOKY
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nomi 3iTKHeHHsA. [loTiM MeTOJ OHOBIIOE KOXKEH CKPWUIIT Ta TEpEBIpsS€E, YU €
noTpeda 3aBaHTAXUTH HOBY CIHEHY. Koo Tak, TO BIH BHUKOPHCTOBYE
SceneSerializer mns necepiamizaiii HOBOi cIreHH, 30epirae IUISIX 10 Hel Ta
BCTAHOBIJIIOE CTaH CIIeHU Ha Run.

3aBaHTaKeHHSA CIIEHH

JIIst 3arpy3kd CIICHH TPH BHKOPHUCTOBYEThCS MeToi “‘deserialize” kiacy
“SceneSerializer”. Meton BukoHye pecepiamizamito cuenn 3 JSON-¢aimy 1
3allOBHIOE 00'€KT Scene BIAMOBIIHUMH JaHUMHU IPO 1MEHA CIIEHH, CYTHOCTI Ta
KOMITOHEHTH, 39UTYyI0uH ix 3 BXigHoro ¢aiimy JSON. Ha micturary 10 300pakeHo

MECTO/J 3aBaHTA>XCHHA CLICHU.

Jlictunr 10 Memoo 3asanmasicenns cyenu “deserialize”

bool SceneSerializer::deserialize(IScene* scene, const std::stringé& path,

ProjectData* projectData) {

std::string jsonBodyStr File::getBody (path.c str());
nlohmann::json jsonMain = nlohmann::json::parse (jsonBodyStr) ;
if(!jsonMain.contains ("Scene"))
return false;
scene->reset () ;
scene->setName (jsonMain["Scene"]) ;
auto& entities = jsonMain["Entities"].items()
for (auto& [index, components] : entities) {
Entity instance = deserializeCreationTypeComponent (scene,
components, projectData->rootPath);
if (instance.getSource() != entt::null)
deserializeEntity(scene, instance, components, projectData-
>rootPath) ;
}
revalidateParentChildsComponent (scene) ;

return true;

[Ipuitmae mapametpu: scene: BkasiBHuk Ha oO0'ekt Tumy IScene, sikwuii
MIpEJICTaBIIsE CIIEHY, B IKY OYIyTh Jiecepiali3oBaHi gaHi; path: Psaok, mio MicTUTh
nuigx 710 (aitmy, 3 skoro OyAayTh 34MTYBATHCh JaHl JJIs Jlecepiamizaliii CIeHHU;
projectData: Bka3iBauk Ha 00'ekt Ty ProjectData, sxuii MiICTUTh 10JaTKOBI JaH1
PO MPOEKT. 3YuTye BMICT ¢aiily, BKazaHoro uuisixom path, 3a momomororo

bynkmii File::getBody() 1 otpumye psimok jsonBodyStr, mo MicTuth 1meil BMICT.
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[Tapcuts psinmox jsonBodyStr B o0'ekt tumy nlohmann::json 3a mgomomororo
¢ynkii nlohmann::json::parse() 1 oTpumye 00'ekT jsonMain, SKuil TpeACTaBIIE
ocHoBHMM 00'ekT JSON. IlepeBipsie HasgBHICTH Kitova "Scene" B 00'ekTi jsonMain.
Axmo mel KoY BIACYTHIM, MeToa moBepTae false, mo Moxe CBITYUTH IIPO
MOMUJIKY Jiecepiamizalii. Bukiukae meton reset() Ha 00'ekTi scene, 1100 OYUCTUTH
Horo MoToYHUi cTaH. BcTaHOBIIOE iM'SL CIICHH 3 3HAUCHHS, 110 MICTUTHCS Y KITHOYi
"Scene" 00'ekta jsonMain. Ilepebupae koxxeHn enemeHnT "Entities" y jsonMain. s
KOXHOTO ejemeHTa Bukiankae QyHnkiio deserializeCreationTypeComponent(),
nepeaardn HoMy 00'€KT scene, KOMIIOHEHTH €JIEMEHTA 1 NMUISIX KOPEHEBOI MarnKu
npoekTy 3 projectData. PesynbTaT 1i€i QyHKIIi 30epiraeTbcs B 3MIHHIN Instance.
[lepeBipsie, un instance Mae JpKepesio, BAKOPUCTOBYIoun MeTo| getSource(). Skiio
Tak, TO BHUKIUKae (QyHkuito deserializeEntity(), mepematoum il 00'exT SCENe,
instance, KOMIIOHEHTH €JIEMEHTA 1 IIJITX KOPEHEBOiI Manku MpoekTy 3 projectData.
[Is yHkIis BiAMOBiIae 3a aecepiainizaiito cyTHocTi. [licis 3aBepiieHHs iTeparlii
10 BCIX eJIeMEHTax "Entities" BHUKJIMKA€THCS METO
revalidateParentChildsComponent(), skuii TepeBipsie Ta OHOBIIOE 3B'S3KU
0aThKIBCHKO1 Ta JOYIPHBOI CYTHOCTEH B ClieHl. MeTo/1 moBepTae 3HaUeHHS true Jyist
MO3HAYEHHS YCIIIITHOTO BUKOHAHHS Jiecepiaizarlii.

CrtBopens 0ii Bepcii rpn

Jlist ctBopeHHs O Bepcii rpd BUKOPUCTOBYEThCS METOJ “‘create” Kiacy

“BuildCreator”. Ha mictunry 11 300paxkeH0 METO CTBOPEHHS 0111 BEpCii TpH.

Jlictunr 11 Memoo cmeopenus 6in0 eepcii epu “create”

bool BuildCreator::create(ProjectData* projectData, const
std::filesystem: :path& startScenePath) {
if (!projectbhata)
return false;
if (projectData->rootPath.empty())
return false;
if(!std::filesystem::exists (projectData->rootPath.string() + '/' +
startScenePath.string()))
return false;
std::string buildDirPath = projectData->rootPath.string() + "/build";
if(!std::filesystem::exists (buildDirPath))
std::filesystem: :create directory (buildDirPath);
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std::string debugPath = buildDirPath + "/Release";

if(!std::filesystem: :exists (debugPath))
std::filesystem: :create directory(debugPath);

std::string buildFilePath = debugPath + '/' + projectData-

>projectName + ".build";

createBuildFile (projectData, buildFilePath, startScenePath);

createCMakeFile (projectData, buildDirPath);

copyRootPathFiles (projectData, buildDirPath);

std::string generateCommand = "cmake -DCMAKE BUILD TYPE=Release -S "
+ buildDirPath + " -B " + buildDirPath;
if (system(generateCommand.c_str()) != 0) {

std::cout << "Failed to generate project build files\n";
return false;

}
std::string buildCommand = "cmake --build " + buildDirPath + " --
config Release";
if (system(buildCommand.c_str()) != 0) {
std::cout << "Failed to build project\n";
return false;

}

return true;

[Ipuitmae mnapametpu: projectData: BkasiBHMK Tuiy ProjectData*, skwmii
MICTUTh B cOOl JaHi Mpo MOTOYHHUM mpoekT; startScenePath: nuisx mouaTkoBoi
cueHu rpu. [lepeBipsieTbes, Un mepenaHo MiACHUNA BKa3iBHUK projectData. Skiio
BKa3ziBHUK HepidicHuil (nullptr), moBepTaeThcs 3HaueHHs false 1 poOoTa meTomy
npunuHseTses. [lepeBipserses, un rootPath B projectData He € mopoxkHIM psiaKOM.
Axmo rootPath mopoxHiid, moBepraeThcsi 3HaueHHs false 1 pobora Mmeromy
npunuHseTscs. [lepeBipseTses, un IcHye (aiin, mo BiAnosigae nuiaxy rootPath +
'/'" + startScenePath. flkmio ¢aiin He icHye, moBepTaeThcs 3HaUeHHA false 1 podoTa
METOAy TNpunuHgeTbes. PopMyeThess mUIsiX A0 aupektopii buildDirPath, sxuit
cknanaerbes 3 rootPath 1 "/build". SIkmo buildDirPath He icHye, cTBOproeThes s
nupekropist. Dopmyerbest nuisx 1o aupekrtopii debugPath, sxuii ckmamaerbes 3
buildDirPath 1 "/Release". fxmo debugPath He icHye, cTBOprOeTbCsS 115
nupekrTopist. Dopmyerbes nusx 1o ¢aiiny 30ipku buildFilePath, sikuii cknanaerscs
3 debugPath, "/", 1 iMeHi mpoekty 3 projectData 1 posmmupenusm ".build".
Buxnukaerscs ¢Gynkimis createBuildFile nnms ctBopenns daitmy 30ipku  3a

nornomororo projectData, buildFilePath i startScenePath. Buknukaerbest GyHKItis
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createCMakeFile mams ctBopenns ¢aitmy CMake 3a momomororo projectData i1
buildDirPath. Buknukaetscs ¢ynkiis copyRootPathFiles ms xomiroBanus aiinis
3 rootPath B buildDirPath. ®opmyerbesa komanna generateCommand 11t 3amycKy
komauaun CMake s reHepamii  ¢aitniB  mpoekty 31 30opku. Komanna
BUKOPHUCTOBYE IUISX buildDirPath 1 nepeaae napameTp -
DCMAKE BUILD TYPE=Release nans BcTaHOBJIEHHS pexuMy 30IpKH Ha
"Release". Buknukaetbcsi ~ QyHKIS ~ system, sKa  BUKOHYE  KOMaHIY
generateCommand y KoMaHAHOMY pSAIKY. SKIO pe3ysibTaT BUKOHAHHS KOMaHIU
He JnopiBHIOE 0, BHUBOJIMTHCS TMOBIJOMJICHHS MPO HEBAauy TeHepaiii Qaiinis
IIPOEKTYy, IMOBEpTa€eTbcs 3HaueHHa false 1 poOoTra MeTromay NPUIUHSAETHCA.
®opmyetbest komanaa buildCommand nnst 3anmycky komanau CMake st 36ipku
npoekty. Komanna BukopucroBye 1nuisx buildDirPath i nepenae mapametp --config
Release mns BkazanHs koHpiryparii 30ipku "Release". Buknukaerbes QyHKITisA
system, sika BUKOHye KoMaHny buildCommand y kxomangHOMY psiaky. Skino
pe3ynbTaT BUKOHAHHSA KOMaHIW HE JOPiBHIOE (), BUBOIUTHCS MOBIAOMIICHHS PO
HeB/ayy 30IpKM TMPOEKTy, IOBEpPTaeThcs 3HaueHHs false 1 pobora Meromy
NPUNUHAETHCA. SIKIIO BC1 KPOKHM YCIIIIHO BUKOHAHI, METOJ IMOBEPTAE 3HAUCHHS

true, 10 BKa3y€e Ha YCITIITHE CTBOPEHHS 1 301pKYy MPOCKTY.

3.4.1.2 ®yukuionas mapy “I'pagiunuii pexaxkrop”

Tak stk rpadiuHui 1HCTpYMEHTapiil € OJHUM 13 HAMTOJIOBHIIIUM aCMEKTOM
npyu BUOOp1 1rpoBOTO pyuIiss s po3poOKH, Oyso po3poOJIEHO MaKCUMAaIbHO
POCTHH, sl KOPUCTyBaviB, pyHkuioHanpHuid iHTepdeiic. Ha Puc.8 8 300paxeno

rpadiunmii pegakrop pymrist “TWE”.
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I'padiunmii penakrop Hamae GyHKIIOHAN, SIKUM onomarae, 0e3 HaluCaHHS

KOy, J0JaBaTH, CTBOPIOBATM HOBUH (PYHKIIOHAN T'pU, BUKOPUCTOBYIOUM MPHU

IOMY 3pYYHUN Ta KOMIAakTHUM rpadiunmii momatok. Ha Puc.9 9 3o00paxkeHo

Jiarpamy IpereieHTIB rpadiuHoro peiakTopy pyuisl.
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CTBOpEHHS HOBOI'O NPOEKTY

['padiunmii pemakTop HaAa€ MOXKIUBICTH CTBOPUTHM HOBHM TPOEKT 3a
nornoMoror knacy “ProjectCreator”. KopucTyBau MoOKe CTBOPUTH MPOEKT 3
MOYaTKOBOTO BIKHA pEJaKkTOpy abo BKE MPHU BIMYMHEHOMY I1HIIOMY MPOEKTI 3a
nonomoror MeHro-6apy. Ha Puc.10 10 300paxeno giarpamy MOCIHiIOBHOCTI IO

CTBOPCHHIO HOBOI'O IIPOCKTY.

ImGuiFileDialog ‘ProjectCreator

KopwcTysay

1 1. Hartuckac Ha kHonky "New project”

k4

2. JanoeHrE ©opmy

1]

alt 3. Hatucrae Ha kHonky "Ok"

|._______________________________

[directory and name=valid]

4 1. BianoenteTLCA HATUCKAHHA KHoMEM "OK"
5. CTBODHETLLR NPOSKT

.................................. e e E T e e :I_

v

[elsg]
4.2, J84UMHRETECA QopMa
.‘._- ___________________________________
alt | ,
i 6.1. BigKpWBAETECA NPOBKT
[project = created] T T
[else] G.2. NoMurka NpW CTEODEH] MPOSKTY
{. ----------------------------------------------

7. 384YUHRETECA opmMa

m =
' i
P
i

Puc.10 Sequence odiacpama “Cmeopenusn Hoso2o npoexmy”



JlomaHHA CYyTHOCTI 10 CLIEHH

['padiunmii penakTop MiATPUMY€E CTBOPEHHS POPUP MEHIO, IO

CTBOpPIOBAaTH OUIbII THYYKHH iHTepdeilic AoaaTKy. 3a JOMOMOIOK popup MEHIO

MO’KHA JI0JIJaBaTH HOBI CyTHOCTI 110 ciieru rpu. Ha Puc.11 11 306paxeno giarpamy

MOCJIJOBHOCTI 10 JIOJJAaHHIO HOBO1 CYTHOCTI.

Joromarae

GUISeenePanel

15cene

KopucTyaay

'_______.

1. HaTucKae NpAB0K: KHONKOK MMLLI N0 naxeni “Scene”

w

2. 0BUpaE TN cyTHoCTi

3. [100GETCA CyTHICTE 10 CLIEHM

4. [lo&ETHCA DOKYC HA CYTHICTE

B

-
i
i
i
i
i
i
i
i
i
i
i
i

Puc.11 Sequence odiacpama “/{ooanus noeoi cymnocmi

Banigauis ckpunry

BuxopuctoByeThCst 1711 TOrO, MO0 MICs HAMUCAHHS CKPHUNTa WOTO HOBHMA
(GyHKI[IOHaT MOKHa OyJI0 BUKOPHUCTOBYBATHU. 3a JOMOMOIOI0 PEAAKTOPy MOXHA

HIBUAKO BajigyBatu ckpunT. Ilicis Bamijamii CKpUOT OHOBIIOETHCS B YCIX

.‘ .............................................

w

—— T

»
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CYTHOCTSIX, J10/1aI0uu abo mpubuparoun NeBHUM (QyHKIIOHAMN, IKUi OyB 3MiHEHUH

y ckpunti. Ha Puc.12 12 300pakeHo miarpamy MOCTIJOBHOCTI MO Basigarii

CKPHUIITY.
‘GUIDirectoryPanel ato ‘
:GUIComponentsPanel ISceneScripts DLLCreator
Kopuctysay : :
1. OBupae cxpunT :
2. Hamuckae "Validate script”
-

3. Big'enHyeThCA LR CKOUNT BIZ YCIX CYTHOCTEl

ey Sy pyn

4. KoMninteTsea ckpunt

v

alt

[script=compiled] 5.1. CKpuNT NOEAHYETLCR 3 BIAOKPEMTEHHIM

6. [oBIZOMNEHHA NPO YCMILKY AO =00 CYTHOCTAMA

BanigaLix CKpUMTy

-1

[else]

Puc.12 Sequence oiacpama “Banioayis ckpunmy”

3.4.2 ®yHKuioHAJ caliTy mig irpoBuiil pyuii
Caiit MicTUTh B COOl HEBENMYKUN (DYHKIIIOHAJ, SIKMM IOTIOMarae OTpuMaTtu
caM IrpoBUM pylIid Ta HOBUHM TIPO HBOTO, M0 JONOMAararTh OiIbIIe

03HAHOMHUTHCH 3 PO3POOKOIO0 CAMOTO PYIITis.
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3aBanTakeHHs irposoro pyuis “TWE”

3aBaHTaXEHHS pYyIIisT — 1€ HaWMpocTilma ais, SKy MOXE BHUKOHATH
KopucTyBad. JIJisi BUKOHAHHS M€l 11, KOpUCTYBa4YeBl MOTPIOHO JIUIIE MEPEUTH 110
TOJIOBHOI CTOPIHKU CalTy Ta HATUCHYTH Ha KHONIKY ~3aBaHTaXHUTH .

He menm npoctuM € peaizanis 1iboro ¢yukiionany. Ha backend gactuni €
okpeMuil endpoint, SKUM HaJae MOXIMBICT, OTpuMaTu (aitn 3 cepBepy. Ha

aictuaTy 12 300paskeHO METOI 3aBaHTaxeHHs irpoBoro pymiis “TWE” 3 ceppepy.

Jlictunr 12 Memoo 3asanmasicenus ieposoco pyuiisi “TWE” 3 cepgepy

@Get ('/twe/download"')
async tweDownload () {
if(!fs.existsSync (TWE BUILD PATH))
throw new HttpException('TWE build was not found.',6 404);
const file = fs.createReadStream(TWE BUILD PATH) ;
return new StreamableFile (file);

Ha mouaTky BHKOHY€TbCA MEPEBIPKH, UM ICHYE caM JIOAATOK Ha cepBepli,
SKILO Hi, TO KOPUCTYBad OTPUMY€E IMOBIIOMJIEHHS PO Ie. SIKIo A0JaToK €, TO
CepBep BiANpaBiise el (aia KOpucTyBaueBl, K BIMOBIIb HA OTO 3aIuT.

Ha frontend yacTuHi micias HATUCHEHHS KHOMKY ~3aBaHTAXKUTH KOPUCTYBay
Binnpasnsie “GET” 3amut o cepBepy. Ilicms mepeBipsie, 4u YCHIINIHOIO €
BiAnoBiAs. Ilicins mepeBipku, y BHUNAAKYy YCHIIIHOTO 3aluTy, 10 Opaysepy
JOJA€ThCsl TpUB’si3Ka (ailly 3 MOCHIAHHSM, 3 JIOIOMOIOK sKOro Opaysep
aBTOMATUYHO 3aBaHTaXye el ¢ain no aesaiicy kopuctyBada. Ha mictunry 13

300pak€HO METOJ1 3aBaHTakeHHs irpoBoro pyuris “TWE” 3 KIi€HTChbKOT YaCTHHH.

Jlictunr 13 Memoo 3asanmadicenns iepogozo pywis “TWE” 3 knienmcokoi

yacmuHu

const tweDownload = async () => {
try {
const response = await fetch( ${BACK URL}/file/twe/download’);
if (response.status !== 200)
throw response;

const blob = await response.blob();
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const downloadLink = window.URL.createObjectURL (blob) ;
const link = document.createElement('a');
link.href = downloadLink;

link.download = "TWE.rar";
document .body.appendChild (1link) ;
link.click();

link.remove () ;
return response;
} catch (error) {

alert (error);

Jlorin
Ha backend uactuni norin BinOyBaeThcsi TakuM unHOM. Ha mictunry 14

300pak€HO METO/I JIOTIHY Ha CEPBEPHIM YaCTHHI.

Jlictunr 14 Memoo nociny Ha cepsepHiil yacmumi

@Post ('/login')
async login (@Body () dto: LoginDto) {
dto = loginMapper.fromControllerToService (dto) ;
const user = await this.userRepository.getOneByEmail (dto.email,
SelectUser) ;
if (luser)
throw new HttpException('Incorrect data.', 400);
const activationLink = await

this.activationLinkRepository.getOneByUserId (user.id) ;

if (!activationLink || !activationLink.isActivated)
throw new HttpException('Incorrect data.', 400);
const comparePasswords = awailt bcrypt.compare (dto.password,

user.password) ;
if (!comparePasswords)
throw new HttpException('Incorrect data.', 400);
const token = await this.tokenService.generateToken (user);
if (!token)
throw new HttpException ('Error creating a token.', 400);
await this.tokenService.saveToken (user.id, token);
delete user.password;

return { user, token };

Bin mpuitmae POST-3anut Ha nuisx '/login' 1 o0po0Osie tioro. [Tapamerp dto
npuiiMae JaHi 3amuTy, sIKI NepenarThes B TUTl 3anuty. Lli gaHi moBuHHI OyTH Y

dopmari  LoginDto. loginMapper.fromControllerToService(dto) mneperBoproe
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oTpuMaHi faHl B (opmar, 3pydyHuil s moaanbiioi oOpoOKH CEpBICHUM piBHEM
nomatka. MMoBipHO, BinOyBaeTbCs HOpMawi3amisi a00 BaNiTalis  JJAHHX.
this.userRepository.getOneByEmail(dto.email, SelectUser) otpumye xopuctyBaya
3 0a3u JaHWX 3a WOTO eNeKTpOHHOI0 anapecoro. [lapamerp SelectUser Bkasye, siki
MoJIsE KOPHCTyBada CIiJl BKJIIOYHTH JO pe3ylbTaTy. SIKII0 KopucTyBada He
3HaiimeHo (luser), TeHepyeThcs BHHATKOBa cutryamis HttpException 3
noBigomiieHHsM "Incorrect data." i ctatycom 400 (Bad Request). Lle o3nauae, mio
TaHi, Ha/IaHi KOPHCTYBa4EM, HE € NPaBIJILHUMHU.
this.activationLinkRepository.getOneByUserld(user.id)  orpumye  mocwiaHHs
aKTHUBAllll KOPUCTyBaya 3 0a3u JaHUX 3a HOoro ieHTUdikaTopom. SKI0 NOCHIaHHS
aKTUBaIlli He 3HaiieHo abo BoHO He akTtuBoBaHe (lactivationLink ||
lactivationLink.isActivated), renepyerbcs BHHsATKOBa cutyauis HttpException 3
noBigomiieHHsM "Incorrect data." 1 crarycom 400. Lle o3Hauae, 110 KOpUCTYyBa4 HE
aKTHBYBaB CBiil 00JiKOBHM 3amuc. berypt.compare(dto.password, user.password)
MOPIBHIOE  BBEJACHUN KOPHUCTyBadeM TMapoJib 3 3aXCIIOBAaHUM  IapoJieM
KopucTyBauda. Skmio maposi He 30iratotbes (!comparePasswords), renepyerbes
BUHATKOBA cutyartlisi HttpException 3 nosigomiiennsim "Incorrect data." 1 ctatycom
400. Ile o3Hauae, 10 KOpPUCTYBa4 HaJAaB HENPABUIBHUA  MapOJIb.
this.tokenService.generateToken(user) renepye TOKeH JOCTyINy i KOPUCTyBaya.
[leii TOkeH MOKE€ BHUKOPUCTOBYBATHCSA i ayTeHTU(IKalli Ta aBTOpU3allil
KOpUCTyBauya Ha cepBepi. SKm0 TOkeH He Baanocs 3reHepyBatu (!token),
reHepyeThcsl BUHATKOBA cuTyartlist HttpException 3 nosinomienusm "Error creating
a token." 1 crarycom 400. Lle o3Hauae, 1m0 cTanacss MOMHJIKA MPU CTBOPEHHI
TokeHy. this.tokenService.saveToken(user.id, token) 30epirae TokeH y 6a3i TaHuUX
JUIsl MailoyTHBOTO BUKOpucTaHHs. delete user.password Buganse none "password"
3 00'€eKTy KOpUCTyBaua mepea Woro moBepHEHHSM y BiAnoBiab. Lle 3pobieno ms
Oe3neku, Mmo0 He BIAMPABIATH HApoJib Yy BIIKPUTOMY BHIJISIII Ha KIIEHTCHKY
ctopoHy. Ha octaHok, mMeToa moBepTae 00'€KT, IO MICTUTh KOpHUCTyBada (0e3
nosis "password") Ta 3reHepoBaHuil TokeH. lle BimmoOBiAe HA YCHINIHUKA BXia B

CUCTEMY.
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Ha frontend uwacTuni mepes BIANpPaBKOIO 3amUTy 1O CEPBEPY, KOPUCTyBad
3armoBHIOE (hopMy, y sKii BBOauTH email Ta maposs. [licas 1poro BigOyBarOThCsS

HactymHi 1ii. Ha mictunary 15 300pakeHO METO/1 JIOTIHY Ha KIIIEHTChKIN YacTHHI.

Jlictunr 15 Memoo noziny Ha KNiEHMCbKIU Yacmumi
const login = (body: LoginDto) => {
return async (dispatch: any) => {
try |
const response = await request ( ${BACK URL}/auth/login-,
'POST', body);
if (response instanceof Error)
throw response;
if (response.message)
alert (response.message) ;
dispatch (setUserAction (response.user));
localStorage.setItem('token', response.token);
return response;
} catch (error) {

alert (error);

Bianpasnserscsa “Post” 3anut 1o cepsepy. Ilicns BinOyBaeThcs mepeBipkH,
YW YCHIIIHUKA OyBa 3amuT. SKIIO Hi, TO KOPUCTYBad OTpUMYE alert moBiIOMIIEHHS
npo 1e. Skmo 3amuT OyB YCHINIHWNM, TO JO KIIEHTCHKOTO KEIIy JOMAEThCS
iHdopMmaitis npo kopuctyBaua dispatch(setUserAction(response.user)) Ta 10 Keury
Opay3epa nonaetbesi TokeH goctyny localStorage.setltem('token', response.token).
[Ticnss 1mpOro KIEHTCKA YacTHHA 1AEeHTHU(IKYE IIHOTO KOPUCTyBada Ta HaJa€
OuIbIIMI (DyHKIIIOHAT.

OTpuMaHHS HOBHH

Ha backend wactuni oTpuMaHHS HOBHMH BiZIOyBa€TbCS 3 BUKOPUCTAHHSIM
nariHaii, o CyTTE€BO 3HM)KYE HABAHTAXKEHHSI CEpBEpYy MPHU poOOTI 3 BEIUKUMHU
o0’emamu nanux. Ha mictuary 16 300pa)keHO METOJ OTPUMAaHHS HOBHH Ha
CEpBEpHIN YaCTHHI.

Jlictunr 16 Memoo ompumanHs HOBUH HA CePEEPHIll 4ACTMUHI

QGet ()
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async getAll (QQuery('gr') globalRegion: string = GlobalRegionTypes.US,

@Query ('limit', ToNumberPipe) 1limitQ: number = 9, @Query('offset',
ToNumberPipe) offsetQ: number = 0) {

const { limit, offset } =
getNewsCardsMapper.fromControllerToService (1imitQ, offsetQ);

let newsCards = await
this.newsCardRepository.getManyFront (globalRegion, limit, offset);

newsCards = newsCards.filter ((newsCard) => {

return newsCard.newsTexts.length > 0;

1)
const total = await this.newsCardRepository.getTotal (globalRegion) ;
return {

newsCards,

total

Y naHoMy MeTOJ1 BUKOPHUCTOBYEThCS Aekopatop @Get() 1ist BKa3iBKH, 110
e mero Oyne Bianosigatu Ha HTTP-3anutu tunmy GET. 1le o3nauae, mo ko
BeO-KimeHT abo iHma mporpama Hajacwiae GET-zanut no BignmosigHoro URL-
nuiaxy, uel Meron  Oyae  BHKOHYBAaTHCh. Y — MapameTpax  METOAdY
BUKOPHUCTOBYIOThCA JekopaTopu @Query(), 100 oTpuMaTu 3HAYEHHS MapamMeTpiB
3anuty. Hampuknan, @Query('gr') globalRegion: string o3Hauae, mo mnapamerp
globalRegion Oyne oTpuMaHo 3 3amuTy SK 3HAYEHHA TapameTpa gr. 3a
3aMOBUYYBaHHSIM, SIKIIO 3HAYEHHS MMapaMeTpa He BKazaHo B 3amuTi, globalRegion
oyne matu 3naueHHs GlobalRegionTypes.US. Ananoriuno, 1t mapametpis limitQ
1 offsetQ BukopuctoByerbes @Query('limit', ToNumberPipe) 1 @Query('offset’,
ToNumberPipe) BianosigHo. LI nexkopaTopu TakoX BKa3ylOTb, L0 3HAYEHHS
napamMeTpiB TOBHMHHI OyTH TMEpEeTBOPEHI B UHUCIOBUH THUII 32 JTOMOMOTOIO
ToNumberPipe. VYcepenuni MeTOAy BHUKOHYEThCS JIOTIKa JUIsi OTPUMAaHHS
HOBUHHUX KapTok 3 0Oasm gaHuxX. CrnoyaTky BUKIHUKAETBCS  METO
getNewsCardsMapper.fromControllerToService(limitQ, offsetQ), skuii BUKOHYE
MamnmiHr 3HadeHb limitQ 1 offsetQ mo BHyTpimHbOro GopmMary, HEOOXITHOTO s
o0poOku 3anmuTy. OTpuMaHi 3HAYECHHS  BUKOPHUCTOBYIOTHCS HJIi OTPUMAHHS
HOBUHHUX KapTOK 3 0a3u JaHuWX 3a JgomoMoror meroay getManyFront o6'exra
newsCardRepository. OTpumaHi KapTKu NOTIM (IIBTPYIOTHCS, 3aTUIIAI0YH JIHILE

Tl, Y SIKHX KUIBKICTh TEKCTIB HOBUH Ouible Hyms. Jlaii, 32 TOMOMOTOI0 METOIY
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getTotal 06'exta newsCardRepository, oTpuMyeTbes 3arajibHa KiTlbKiCTh HOBUHHHUX
KapToK y 0a3i manux s BkazaHoro globalRegion. Hapemiri, metox moBeprae
o0'ekT 3 nBoMa BiacTtuBOcTsAMU: newsCards, sike MICTUTh OTPUMAaHI HOBHMHHI
KapTKu michs (uieTparii, Ta total, ske MICTUTHh 3arajbHy KiJIbKICTh HOBHHHHX
kaptok. el meron mpusHaueHuit s oOpoOku GET-3amuTiB 10 BiANOBIIHOTO
URL-nu1sxy 1 moBepTae CMCOK HOBUHHUX KapTOK Pa3oM 13 3arajibHOIO KIJIBKICTIO
TaKUX KapTOK y 0a3i JaHUX I IEBHOTO PETiOHY.

Ha frontend dacTtuHi i1 OTpUMaHHS HOBUH JOCTaTHBO MEPEHUTH [0
cropinuk “HoBunu”. Ile Mo)kHa 3pOOMTH 3a JONMOMOIOI0 HaBIraIliifHOI MaHen
3BEpXY CaWTa.

[Ticns mepexody 10 CTOPIHKU Kili€eHCThKa dacTuHi Bigmpasiase “GET” 3anut mo
cepBepy 3 neBHUMU napamerpamu nariHaiii (limit Ta offset). Sxmo 3anuT He OyB
YCHIIIHUHI, TO KOPUCTYBau OTpuMye alert moBiIOMIIEHHS Mpo 1ie. SAKio 3anuT OyB
YCHIIIHUM, TO JO Kelly KIIE€HTChKOI YaCTUHHM 3alUCYEThCS OTpUAHI HOBUHU
dispatch(setNewsCardsAction(response)). Jami 1i HOBHHH BigoOpakarOThcs Ha
cTopiHlll KopuctyBaya. Ha mictunry 17 300pakeHO METOJl OTpUMaHHS HOBUH Ha

KJIIEHTCHKIA YaCTHUHI.

Jlictunr 17 Memoo ompumanHs HO8UH HA KAIEHMCHKIU YaACTMUHI

const getNewsCards = useCallback((globalRegion: GlobalRegionTypes, limit:
number, offset: number) => {
return async (dispatch: any) => {

try {
setReady (false);
const response = await request (' ${BACK URL}/news-
card?gr=${globalRegion}&limit=${limit}&offset=${offset} , 'GET');

if (response instanceof Error)
throw response;
dispatch (setNewsCardsAction (response)) ;
return response;
} catch (error) {
alert (error);
} finally {
setReady (true) ;

}, [request]);
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3.5 Bumornu 1o inTepdeiicy

3.5.1 Bumoru a0 irposoro pyuis “TWE”

Bumoru no 3aransHOTO BUTIISINY 1 Tu1aTopmu iHTEpQEHCy:

[aTepdeiic moBuHeH OyTH peanizoBanuil Ha muatdopmi Windows.

Burnsn iaTepdeiicy MNOBMHEH BIANOBIIATH CTaHAapTaM 1HTepdency
Windows ans 3abe3nedeHHs: 3pyYHOrO Ta 3pO3YMIJIOr0 KOPUCTYBAIbKOTO
JTOCBITTY.

[arepdeiic moBunen Oytu peanizoBaHuil 3 BukopuctanHsiM OpenGL s
rpad1yHOTO BiAOOPAKEHHSI €JIEMEHTIB.

CrnerianbHi BUMOTH JI0 iIHTEepdeiicy:

Iatepdeiic moBUHEH OyTH IHTYITUBHO 3pO3yMUIMM Ta JIETKUM Y
BUKOPHCTAHHI.

[aTepdeiic moBuHeH OyTH aganTOBaHUM JJIsi BUKOPUCTAHHS Ha PI3HHUX
PO3AUIBHUX 3JaTHOCTSIX €KpaHy, 3a0e3leuyrodyd 3pydHY HaBiramioo Ta
YUTAOCIbHICTD.

[nTepdeiic MOBUHEH MaTW MOKIUBICTh HAJAlITYBaHHS TpapiyHUX
napameTpiB JUIsl MIATPUMKUA Pi3HUX THUIIB OONagHAHHS Ta YNEBHEHOCTI B
HOT0 TUIaBHOMY BIJITBOPEHHI.

CrpykTypa iHTepdeicy:

l'omoBHe MeHrO: MICTUTh TOYATKOBI KOMAaHJM, IIOJ0 CTBOPEHHS abo
BIJIKDUTTS MPOEKTY.

[lanens rpadiunoro Buxony: BinoOpaxae rpadiuHuii BMICT TIpH,
BKJIFOUAIOYH 00'€KTH Ta OTOUYIOUUI CBIT.

[Tanens cuenu: MicTuTh yci 00'€KTH, 0 3apa3 3HAXOAATHCA Ha CLEHI.
[Tanens kKoMIOHEHTIB: MicTuTh 1H(pOPMAIIIIO PO yC1 KOMIOHEHTH OOpaHOi
CYTHOCTI.

[Tanens nupekTopii: BigoOpaxkae AUPEKTOPIi TOTOUYHOTO MPOEKTY.

[Tanens koHcOMi: BimoOpakaro MOBIIOMIICHHS PYIIIisS PO BUKOHAHHS SKOiCh

mii.
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Mento 6ap: MicTUTh KOMaHIH JIJIs1 YIPABIIHHS IPOEKTAMHU.

3.5.2 BuMoru 10 cauTy mijg irpoBuid pyuii
Burnsn 1 mmardopma intepdeticy: Beb-iaTepdeiic.
OYHKIIIOHAIBHICTD JOCTYITHA Yepe3 BeO-1HTepdeiic:
['onoBHa cTopiHKa: 3aBaHTaXKEHHS ITPOBOTO PYIIIis.
Cropinka HoBuH: [leperisg HOBHH PO CaiT.
dopma ayreHTudikarii kopuctyBada: Bxim mgo cucrtemu abo peectparrist
HOBOTO KOPHCTyBaya.
Cropinka koHKpeTHOi HoBUHHU: llepernmsn OnokiB  iHGoOpmamii  Mpo
KOHKPETHY HOBHUHY.
CrnemnianbHi BUMOTH J10 1HTEpeiicy:
[aTepdeiic moBuHeH OyTH NOOpE 3pO3YMUTMM Ta 1HTYITUBHO 3pO3YMLIUM
JUTSI KOPUCTYBAYIB.
IaTepdeiic moBuHEeH OyTH aZanTUBHUM 1 pearyBaTd Ha pi3HI pO3MIpU
eKpaHy, 100 3a0e3neYnTH KOPEKTHE BIAOOPaXKEHHS HA PI3HUX MPUCTPOSIX,
BKJIFOYAIOYM KOMII'FOTEPH, MIAHILETH Ta MOOLIBHI TEIE(POHH.
3 ypaxyBaHHSM IIJILOBOT ayIUTOPii, IHTEpPEic MTOBUHEH OyTH 3pyUYHUM IS
BUKOPHCTaHHS reiMepaMH Ta JIFOAbMH, 3aIliKaBJICHUMH B 1H1-1rpax.
3a0e3neunT MOXKJIMBICTh B3a€MOJII 3 1HTEep(dEercoM 3a TOMOMOTOK MHMIIIL,
KJIaB1aTypH Ta CECHCOPHUX MPUCTPOIB.
CrpykTypa iHTepdeicy:
I'onoBHa cTopiHKa.

a) 3aroJIoBOK CauTy.

b) Po3min ans 3aBaHTaXKEHHS IFPOBOTO PYIIIis.
CropiHKa HOBHH.

a) CHUCOK HOBUH 3 KOPOTKHM OITUCOM.

b) TMocunanHs Ha KOXHY OKpEMYy HOBHHY ISl TIEPEXOIYy Ha CTOPIHKY

KOHKPETHOI HOBUHU.

®opMma ayTeHTH}IKaIli].
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a) Iloxst mis BBeneHHs ineHTU(iKaiMHUX JaHUX (JIOTiH, TTAPOIIh).

b) Knomka st BXOay 0 CUCTEMH a00 peecTparlii HOBOro KOPUCTyBayJa.
CropiHKa KOHKPETHOI HOBUHH.

a) 3aroJIoBOK Ta 3MIiCT HOBHHH.

b) Bnoku indopmarii mpo HOBUHY.

3.6 Peanizanis i TectyBanHs

3.6.1 Peanizauis

@D13U4HI XapaKTEPUCTUKU TOTOYHOI BEPCIi CUCTEMH:

O06'eM koxy:

C++ — 812 ximo6aiit, ~15 300 psiaxis.

GLSL — 12 xino6aiiT, 266 psakis.

CMake — 8 kinobaiir, 85 psiakis.

TypeScript — 1150 kino6aiit, ~29500 psakis.

SCSS — 47 kino6aiit, ~1500 psinkis.

Prisma — 4 kino6aiitu, 115 psaaxis.

KinpkicTs Mogyimis: 16.

Kinbkicth 1 00'eM, B KitoOaiiTax, MporpaMHUX KOMITOHEHT:

Honatok “TWE” — 88400 kino0Oaiit, 13 KOMIIOHEHTIB.

Caiit — 1198000 kim006aiT, 12 KOMIIOHEHTIB.

dakTryHa MBUAKOIIS.

HNonmatok “TWE” — Tak gk mBHUAKOAIS AOJATKY 3aJeKWUTh BiJ] MMOTOYHOI
rpu, 3amylieHoi Yy pemakTopi, MHOK OyJlo MpPOBEIEHO 3aMipH
BUKOPHCTOBYIOYM B)KE CTBOPEHHUH MPOEKT y IBOMY JOJATKY IIaThopmep

“Ball”.
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Tabmums 12
Tabauysa weuokooii oooamxy “TWE”

Cran nopatky CPU, % | RAM, MB GPU, % FPS
Y  penmaktopt 1pu | ~10.7% |~94 MB ~42% ~1000
3yOUHEHiH rpi. FPS
Y penmaktopt 1pu | ~11% ~ 100.4 | ~44% ~900
3aIyIIeHii rpi. MB FPS
VY 6ingi rpu ~12% ~83 MB ~ 55% ~1600

FPS

2. Cait mix irpouii pymiii — CPU: <1%; RAM: 700 MB; GPU ~0%;

3.6.2 Anpodauist

Jlns mepeBipku gongarky “TWE” Ha Te, 110 BIH BIJIIIOBIIa€ CBOIM BUMOTaM 1
HACIIpaB/l € IrPOBUM pYIIIEM, MHOIO OyJI0O CTBOPEHO 2 TpHU PI3HUX XKaHPIB 3a
JOTIOMOT'OX0 HBOTO.

[lepmra rpa xanpy “mardopmep”. Y 1l Ipi BU MOBUHHI KEPYBATH M'sTYEM
Ta aojaTtu nepenonu. 1lo6 3aBepmuTi rpy noTpiOHO MPOMTH yCi PiBHI HOXOAIYU
1o (Qinimry koxkHoro piBHA. LI rpa qoOpe BimoOpakae B3aeMOi0 (PI3UKU Ta SK
BOHA BIUTMBAE HA M'sIY MPU NIEpPEMIIIIeH] 0 00’ €KTax, Ta MpHU MajiHHI 3 HUX. TaKkoxK
y 1wl rpi MOXKHA TMMOOAYUTH B3AEMOJIII0 JKEpEd CBITIa Ha M'f4 Ta SK
BiloOpakatoThesi TiHI Ha o0’ektax. Ha Puc.13 13 300paxkeHo rpy KaHpy

wiatgopmep “Ball”.
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Puc.13 I'pa orcanpy nnamepopmep “Ball” (Ilepwa noxayis)

JUjis OKpaIieHHs: HaBKOJIMIITHBOTO CepeioBUILA OYyJI0 10AaHO (POH Ta 3BYKH
HABKOJIMIIHBOTO cepenoBuiia. Jljisi MBHUAKOTO 3aBEPIICHHS T'PU MOXKHA MPOCTO
BIJIKPUTH MEHIO T'pH, HATHCHYBIIM Ha KiaBimry ‘“Tab”, Ta HATUCHYTH Ha KHOIKY
“Exit”. Ha Puc.14 14 wmoxHa mO0QUUTH BXKE IHIIY JIOKAI[IO TPU JKAHPY

wiatgopmep “Ball”.



S

Puc.14 I'pa swcanpy nnamepopmep “Ball” (/lpyea noxayis)

Jlpyra rpa skanpy “Aim Trainer”. YV il rpi BU 3HaAXOAUTECh y THPY 3
NOBITPSHUMHU KYyJIbKaMH, SKI BH IOBHHHI JIOMATH 3a JOIOMOTOIO ITPaIIKOBOTO
mictonery. Ha Puc.15 15 300pakeHo movaTkoBe MEHIO T'pH aHpy aim trainer

“Shooting Range”.

¥ Main menu

Flay

Exik

Puc.15 Menio epu orcanpy aim trainer “Shooting Range”
I'pa HEe Mae 3aBepIlIeHHs, 3aT¢ BOHA JOIIOMAarae MOKPaIUTH PEaKIlito TPaBIIs
Ta WOTro BOJIOMIHHS YMPABIIHHS MUIIOK. Y i TPl TaKOX MOXHA MOOAYUTH

B3a€MO/III0 (PI3MKHU Ha KYJIbKH, TaK SIK JIONAHHS KyJIbOK pPEasli30BOHA 3a JIONOMOTOI0
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KUJAHHS TIPOMEHIB, SIKI IEPETUHAIOTH KYJIbKU Ta JonaioTh iX. [Ipu momani Kyabok
BOHU BHUJAIOTh 3BYK JOmMaHHSA. ['pa MicTUTHh My3uKy Ha (OHI, IO IOKpaIrye
atMocdepy Tpu. Takoxk MokHa 1M0Oa4uTH poOOTY 3 UMIOPTOBAHHUMH MOJEIISIMU
(irpamkoBUi MICTOJNET, KyJIbKH, KoJieco orisiay). Llg rpa Takoxx MiCTUTH B c00i
MCHIO, SIKe HaJae 3Mory MokuHyTH rpy. Ha Puc.16 16 300paxeno rpy xaHpy aim

trainer “Shooting Range”.

Puc.16 I'pa orcanpy aim trainer “Shooting Range”

3.7 BucHoBKH 10 po3aiay 3

1. Apxitekrypa irpoBoro pyuris “TWE” cknagaerbcs 3 JBOX rOJIOBHUX IIAPIB -
PYIIIA Ta peakTop Ta 3B’SA3YI0UOro mapy - Konrposep. CaiTy mia irpoBuit
PYIIii Ma€e KIIIEHT-CEPBEPHY apXiTEKTypa.

2. bynu BU3HaAYeHI 3arajbHl BUMOTH, 100 peanizaiii irpooro pyuris “TWE”
Ta caWTy mija irpoBuil pymni. Bynu Bukopucrtani 6106J110TE€KH MiANPOrpam,
[0 BUKOPUCTOBYBAJIMCH Mpu po3podui noxatky “TWE” Ta caiity mia

ITPOBUIA PYIIIIH.
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3. byB pospobOnenwnii ¢yukmionan momatky “TWE” Ta caiity mig irpoBwuid
PYIIIH.

4., BuzHadyeHl OCHOBHI BHUMOTH 10 iHTepdeiicy irpooro pymis “TWE” Tta
cailTy mix irpoBuil pymii. byno ctBopeHo cTpykTypy iHTEepdeicy irpoBoro
pyuriss TWE” ta caitty mijg irpoBuii pyurii.

5. Posrnsayta peamzaris irpoBoro pymiis “TWE” Ta caifty mig irpoBuii
pymriii. CTBOpeHO 2 TpH pi3HHX KaHpiB: tiardhopmep Ta aim trainer, mms

NepEeBIPKHU BIJIMOBIAHOCTI BUMOTaM 1FPOBOTO PYIITis.
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BUCHOBKHA

PesynbpraTn aHamizy nocTynHux iHGOpPMAIIMHMX MaTtepialiiB Ta HayKOBHUX
JOCTIKEHb CBIYaTh MPO TE, IIO BEJIMKA yBara MPUIUISIETbCS CTBOPEHHIO
JOCTYITHUX, TOTYXKHUX 1 JIETKO BUKOPUCTOBYBAHUX PYIIIiB, 110 JI03BOJISIOTh
HE3aJIC)KHUM PO3POOHHUKAM CTBOPIOBATH BUCOKOSKICHI ITpH.

[IpoBeneHo MOPIBHSIBHUI aHaNi3 ICHYIOUMX ITPOBUX PYIIIIB Ha PHUHKY:
Unreal Engine, Unity, CryEngine. Bu3zHadeHo iX IUIOCH Ta MiHYCH, BUBYCHO
ix ocobnmBoCTi. Byno omparnboBaHo JiTEpaTypHi JKepena, Mo CTOCYIOThCS
PO3pOOKH IrPOBUX PYILIiB.

Byno po3pol6ieHo apXiTeKTypy CHCTEMH, BU3HAYEHO OCHOBHI KOMIIOHEHTH
pyuis Ta iX B3a€EMOJII0, a TAKOXX BU3HAYEHO OCHOBHI (PYHKIIOHAJIbHI
BUMOTH JI0 PYIIIis.

B pesynbrari BUKOHaHHS KBaji(ikaiiidHoi poOOTH OyJI0 CTBOPEHO IrPOBHIA
pyunid st iHgi-irop. JBuryH OyB po3poOsieHMd 3 BHKOPHUCTAHHSIM
TEXHOJIOTIM 1HAYCTpii TelWMIEeBY, 30KpeMa BHKOpUCTaHa IOIYJIIpHA

iHCTpyMeHTanpHa miatgopma OpenGL Ta moBa mporpamyBanHs C++.
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