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PEDEPAT

Kpanidikamiitna podora OakanaBpa «Po3poOka rpu 3acobamu 06107110TeKH
SDL nns moBu C++»: 66 c., 22 puc., 17 mxepen, 5 nomatkis.

BIBJIHIOTEKA SDL, MOBA TIPOTPAMYBAHHA C++, [TATTEPHU
[MTPOEKTYBAHHA, ITPUT'OAHUIIBKA I'PA, PO3POBKA, UML JATATPAMMU.

OO0’€eKT AOCHIIKEHHS — MPOIEC PO3POOKa IrpOBOTO 3aCTOCYHKY 3aco0ammu
616mioTexu SDL.

Mera poOOTH: CTBOPEHHS MPUTOJHULBKOI I'PH 13 MEXaHIKaMH MEePECYBaHHS
Ta 00I0.

Metoau pociikeHHsT — METOAU 300py Ta aHaji3y BUMOT 1O MPOrPaMHOTO
3a0e3MeYeHHsl, METOAM MOJENIOBAHHSA, TMPOEKTYBaHHA Ta KOHCTPYIOBAaHHS
IPOrpPaMHOTr0 3a0€3MEUEHHS.

VY kBamigikamiiHii podoTi OyJI0 JOCIIIKEHO MOXKIIUBICTh PO3POOKHU IrPOBOTO
3aCTOCYHKY 3 orioMororo 0i6motexu SDL ta MoBu nporpamyBanus C++. Ls kpoc-
miatopMHa 010i0TeKa TO3BOJISIE peaizyBaTh PI3HOMAHITHI 3aCTOCYHKH JIJIsI
MiATPUMYBAHUX TIATHOPM.

HeoOxinny mist mociipkeHHs iHGopmarlito 0yso 310paHo Ta mpoaHaii30BaHo.

Bbyno cnpoekroBaHo apxitekTypy cuctemu 3a gomnomororo UML y Burmsimi
Ha0OpiB JiarpaM BapilaHTIB BUKOPUCTaHHS, TMOCIIIOBHOCTEH Ta JiSTbHOCTI.
PeanizoBaHo 1rpoBi MeXaHIKM 3 BHUKOPHCTaHHSIM TaTEpHIB TMPOEKTYBAaHHSA Ta
MOXJIMBOCTEN MOBM NporpamyBaHHs C++.

Pesynbrarom poboTH CTaB irpoBHil 3aCTOCYHOK Y KaHP1 «IaTGopMepy.

3HaiiIeHI METO/IU Ta THCTPYMEHTU MOKHA BUKOPUCTOBYBATH JJISI CTBOPEHHSI

BJIACHOTO 3aCTOCYHKY, UM JJI MOIIYKY HOBUX METO/IIB PO3POOKH 1rop.



SUMMARY

Bachelor’s qualifying paper “Development of a Game Using the SDL Library
for the C++ Language”: 66 pages, 22 figures, 17 references, 5 supplements.

ADVENTURE GAME, C++ PROGRAMMING LANGUAGE, DESIGN
PATTERNS, DEVELOPMENT, SDL LIBRARY, UML DIAGRAMS.

The object of the study is the process of developing a game application using
the SDL library.

The aim of the study is creation of adventure game with movement and
combat mechanics.

The methods of research are methods of gathering and analyzing software
requirements, methods of modeling, projecting and designing software.

Including the qualifying work, the possibility of developing a game
application using the SDL Library programing language C++. This cross-platform
library allows you to implement a variety of applications for supported platforms.

Necessary information for research was token and analyzed.

The system architecture was designed using UML in the form of sets of
diagrams of use cases, sequences and activities. Implemented game mechanics using
design patterns and capabilities of the C++ programming language.

The result of the work was a game application as a “platformer”.

The found methods and tools can be used to create your own application, or

to find new game development methods.



SMICT

3aBaaHHs HA KBATI(PIKALIHHY POOOTY .. .uueenntttntt et et eete et eieeieeieenineenns 2
PeIEPAT ... e 4
SUMIMEIY ... ettt b e bt e e st e e s nbe e et e e e nbe e e bbeenneas 5
27 114 o SO 8
1 AHAITI3 TIPEIMETHOT OOTTACTI. ..vveeuvveetriesuteesteesbeeesieeessnesssbeesssesasbeessseeesssessnsesssesenns 9
1.1 ITPOBA THITYCTPIS «.vvveeivreieiiiiieesiteeesireesssteessssseeessssesssnsaeessnsseessnsaeessnseessnsnnns 9

| RARTA B s 1 L1110 000 (5] )7 5 SO PSPPSR 10
1.2.1 “DONKEY KONQ™ ...vviiiieiieiie ettt siae et sree e aneeas 11

1.2.2 “Super Mario BroS” ........ccceiiiiiiiiie st 12

1.2.3 “Sonic the Hedgehog™ ........oovviiviieeeceese e 12

1.2.4 “HOHOW KNGt ..o 13

1.3 MoBa nporpamMyBaHHS Ta OCHOBHI TIOHSITTS ..vvvvervvreesssreessssneeesssneesssseeesnnns 14

1.4 UML — sk 3aC10 POEKTYBAHHS CUCTEM ...ceevvveeinreeasneeanneassreessressnessnneeanes 15

1.5 METO TATIITHTY ...vvvveiiuiieessiieeessiiesessteessntnesssnssessssseessssseesssseessnsneessnsnessnes 16

1.6 BUCHOBKH J0 POBILITY 1 .ooiiviiiiiiiieiiiie ettt 17

2 TIPOEKTYBAHHS CHCTEMU ....vvenvveesnreessneesssesssnesaasseessseessneesnnessnnessnesansnessnneessneesnneens 18
2.1 UML IATPAME ..ottt sttt snneesnnee s 18
2.1.1 JJ1arpama HPELEICHTIB. ... .eeerrrrerureersreesreesneeesnneessneessreesnessnnesenes 18

2.1.2 Jliarpama TISITBHOCT . .uvveesiureeeisreesssresssssnesssssesssssseessssssessssneesnnes 19

2.1.3 Jliarpama TOCITITOBHOCTI «..uvvvveirrressssressssreesssssenssssseessssseesssseessnnns 20

2.2 T'070BHI MEXaHIKM Ta pillleHHA. BUKopucTaHi MaTepHu NPOEKTYBaHHS .. 21

2.3 BUCHOBKH IO POBIIILY 2 .uveiiuiieaieeasiriesiieeanseessteeesineesssessnsessseessseesssnesssnes 23
G T N ) 0T 3% (o N OO 24
3.1 MiHIManbH1 BUMOTH JI0 TPU TA KOPUCTYBAUIB. ....vvveruveeareeesreessneennneennenss 24
3.2 CTBOPECHHS 0Q30BOTO BIKHA.....cciuveeaureeatriassreassreesnsesaseessseessseeessseessessnsesss 24
3.3 Cucrema KIJ1aciB AJIS1 BIIOOPAKEHHS HA €KPAHL. ... veeruverereeereeerineenineenness 26

3.4 CTBOPEHHS ITPOBUX CIICH -.vvveeiureeasteeasreessreesssesssseessesssseesssesessnesssessnsesss 27



3.5 CTBOPECHHS MATIH ...vveeuvveeesiteeessteeeessssessssteessssssesssssessssssesssnsseesssssssssseessnnes 29

3.6 CTBOPEHHS CHCTEMH KOIIB1T.1eiivvvieiiiiieiiiiessiieesssieesssiieesssneessnneessssneesnnns 30
3.7 CTBOpEeHHS CIMEICTBA CTBOPIHD T 1X TIOBEIIHKH ..evvverveeirenireenreeeeeseenns 32
3.8 [IpaBmiibHE BITIOOPAKEHHS TEKCTYP Y BIKHI 1vvvvveiriieiiiieeesireeesinessssaneesnns 33
3.9 Knac Menemkepy AaHUX TPHU Ta JOJATKOBI THCTPYMEHTH .....vvenveerveerenene 34
3.10 OTTIAI PEBYIIBTATY .uvveerereernreessreeareeareeessseessreessreesnessressaneeessneesnneesneens 36
3.11 BHUCHOBKH JIO PO3IIIIY 3 vvvieiiuiieeiiieeesineesssisesssssesssssseessssseesssnesssnsnessnnes 37
|23 (632 10) 34 Z SO TR PT PP PUUPPROPRRR 38
S o Teh 00 8 010370 ) 4 PP URRRS 39
Honarok A Kop kmaciB cimeiicTBa Screen ta kiacy Drawable ..........ccoeeiveienen, 41
Jlomatok b Kox kimaciB ciMercTBa ENLILY.......ccooivviiiiecc e 48
Jonarok B Ko K1aciB 151 IEPEBIPKU BITKHEHD.......vverrereieeerireesireeseeessseessseeesenes 55
JlonaTok I Ko Ki1aciB CIMEHCTBA StAte ......ccvvvveeiiiiiiiee e 58

Honarok [] Kog Qaility MEHEIKEPY JAHMX . .....veerureerreearerasnreessneessneesnessnnessnseeensns 64



BCTYII

VY Haill yac KOMIT FOTEpHI iTpU CTajd YUMOCH OUIbIIE HIXK MPOCTO PO3BArolo.
Lle Benukwmii Oi3HEC, y AKUI BKJIaeHO Oarato rpoieil. IrpoBa iHAyCTpis 11e OKpema
BEJIMKA YaCTHHA BCECBITHHOTO PUHKY. 3apa3 HEMOXKJIMBO MPEICTaBUTHU TeleOoH un
KOMIT t0Tep 0€3 KO JHOT TPH.

Benukuii momutT Ha HOBI W Kpalll Irpu CHOPUYUHSE PO3BUTOK HOBHX
TEXHOJIOT1# Ta PillIeHb, 1[0 CTAIOTh BCE MIBUAIIMUMU Ta JOCTYMHIITUMHU HIXK JCKLJIbKA
pPOKIB TOMYy. A po3poOKa KOMII'IOTEPHHX IrOp 3aBXIU MpUBEpTaia yBary
IIPOTPAMICTIB CBOEIO CKIIAHICTIO 1 LIKABICTIO.

[Ipote GaraTo irop CTBOpEHI 3 OJIHAKOBUX IHCTPYMEHTIB Ta pecypciB. Takox
0arato 1rop KOMitOITh 1HII i pPUHOK NEPEHACUYEHUI IOTaHUMU ITPaMU YU KOIISIMU
inmmx [1].

SDL € motyxHO10 010J110T€KO0, sIKa JT03BOJISIE CTBOPIOBATH ITPH Pi3HOT
CKJIaIHOCTI, 3a0€3MeuyI0uH MPHU [bOMY BUCOKHI PiBEHb KOHTPOJIO HAJ MPOLIECOM
po3poOku. BonHa 3pydyHa y BHUKOPHCTaHHI Ta TIOCTIHHO PO3BHBAETHCI. A
BUKOpHUCTaHHA MOBU C++ BiJIpI3HAETHCS MIBUAKICTIO POOOTH Ta AOCTYNOM 0
nam’sTi. OJHaK Ha ChOTOJHI € JyX€ Majo Irop CTBOPEHUX 3a JOMOMOrOI0 LHUX
IHCTPYMEHTIB.

Came ToMy po3p0oOKa HOBOTO YHIKAJIBHOTO 3aCTOCYHKY Ma€ BEITMKE 3HAUCHHSI.
30UTBIIMBIIN PIBEHb YHIKATBHOCTI ITOp 3’SIBUTHCSI OLIBIIE MOKJIMBOCTEH ISt
KOHKYpPEHIIli, M0 IITOBXHE PO3pPOOHUKIB IIyKaTH HOBI pimieHHs. [IpuBepranHs
yBaru 10 SDL 103BOfuTH OUIBIIIN KUIBKOCTI JOOPOBOJIBIIB MPUEIHYBATUCH 0
po3poOku i€l 616mi0Texkn. Cam 3aCTOCYHOK CTaHe 3acO000M TapHOTO MPOBEICHHS

4acy Ta MiABUIIEHHS HACTPOIO.



1 AHAJII3 IPEJIMETHOI OBJIACTI

1.1 IrpoBa inaycrpis

Bineoirpu icuyroTs Bxke 6inbie 30 pokiB Ta 3a 1€ Yyac cTaidu HEeBiJ €MHOIO
YaCTHMHOIO Cy4YacHOI KyJbTypu Ta Oi3Hecy. Bemnuesni xopmoparlii, He MeHII 3a
HAMBIZOMII KOMIIaHii, [0 Y MHHYJIOMY NOYMHAJINUCH 3 TOPCTKU JIOJEH, 3apa3
OTPUMYIOTh MUIBHOHU AoJiapiB miopiyHo. Ctanom Ha 2023 pik npudiauzno 38%
JIIOJICTBA, HE 3aJIEKHO BiJl BIKy abo crari, rpae abo rpajio y BiJ€Oirpu, IO Ha

1 minbspx OinbIne, Hix 8 pokiB ToMmy (nuB. puc. 1.1).

Global active gamers over time
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Pucynok 1.1 — I'padik KiTbKOCTI IpaBIliB y irpH 3a OCTaHHI 8 pokiB [2]

[ToyaTkoM BEJIMKOI 1ICTOPIi IrOpP BBAXKAETHCS CTBOPEHHSI €JICKTPOHHOI Bepcii
rpu «OXO» — (xpectuku-Hoduku) y 1952 pori OputaHchkuM mpodecopoM
A. C. Jlyrnmacom y paMmkax Horo JOKTOpchkoi muceptanii y KemMOpumxcbkomy

yHiBepcuteti [3]. [yriac mMO3WIIIOHYBaB CBOE TBOPIHHS SIK JIEMOHCTPAILIiO
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MOJKIIMBOCTEH B3a€MO/IIi JIFOJIMHU Ta KOMIT I0TEpa, 10 CTaJI0 OJHUM 3 HaHMepImx
3aCTOCYBaHb MIPUMITUBHOTO, IIPOTE CIPABXHBOTO, ITYYHOTO 1HTEIEKTY [4].
3 TUX dYaciB BHHHUKJIO O34 >XKaHPIB BIEOITOp — BiJA PO3BaXKaJbHUX 0
3MarajJbHHX, B/l TOJIOBOJIOMOK Ta CTpATETIYHUX J0 aKTUBHUX Ta IIBUIKICHUX.
Jlo HaNO1TBIIT MTOMYJIIPHUX HAJIEKATh:
— IIyTep — XaHp, TOJIOBHOIO MEXaHIKOIO SIKOTO € CTPLIb0a;
— TIPUTOJIU — BUPI3HAIOTHCS TIMOWHOIO OMOBIII, JOCIIKEHHSIM ITPOBOTO CBITY
Ta PO3B’A3aHHIM T'OJIOBOJIOMOK;
— PpOJBOBI ITPU — JIO3BOJISIIOTH 3aHYPUTHCH y HACHUYEHI, 4acTo (paHTacTHUHI
CBITH, TPAIOYU POJIb PI3HUX NEPCOHAXKIB 31 CKIATHUM PO3BUTKOM;
— KOpOJIBChbKa OMTBa — OAMH 3 HAMOJIOAIINX kKaHPiB 0araTOKOPUCTYBAI[bKUX
1Irop, CyTh AKOTO y 3aKPUTTI1 I'PABIIIB Y MEBH1M 30H1, 110 MOCTIMHO 3BYKY€THCA,
HAIIOBHEHOT 30pO€I0, JIOKH HE 3aTMIIUTLCS OJIUH rpaBellb [5].

[Ipote a1 BUKOHAHHSA 3aBJIaHHS OyJ10 0OpaHO 1HIIMM KaHp — «II1aTGopmep».

1.2 «IlnaTtdopmepu»

«ITnardpopmep» — KaHp BiJI€OIrOp, TOJOBHUM IFPOBUN MPOLEC SKOTO

30CEPEIKYEThCS  HA TIEPECyBaHHI MO «mwiatdopMax», skl Tpeda mgoiatu

BUKOPUCTOBYIOYH MeXaHIKy cTprOKa (nuB. puc. 1.2).

Pucynox 1.2 — Shovel Knight: Shovel of Hope. Tumnoswuii piersb «ruiathopmepy»
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Ha Bigminy Big BumesragaHoro skaHpy «KopomiBcbka  OuTBay,
«matgopMepy» € OAHUM 3 HAHOLIII cTapuX >kaHpiB. Lle 00yMOBI€HO BiICYTHICTIO
3D-rpadiku Ha paHHIX eTanax cTaHOBJIECHHA irop. [lepiioio rporo B bOMy >KaHpi

crana rpa Big cryaii Nintendo mix nassoro “Donkey Kong”.

1.2.1 “Donkey Kong”

['pa Mana mocuTh IpOCTy YMOBY Jisi TpoxokeHHsa. KopuctyBaui rpaiu 3a
nepcoHaxka Jumpman i Ha KO)KHOMY PiBHI MTOBUHHI OyJH BpSITYBaTH MPUHIIECY BiJT
rirautcbkoi MaBnu Jlonki-Konra. BukopucTOByIOUM CBOI CHpPUTHICTH TIpaBll
OPOXOJWJIM  BEJMKY CEepilo  pIBHIB, MiJHIMAIOUKUCh BHUIE IO CXOJaX,
BUKOPHUCTOBYIOUM OOHYCH MOJIOTA, 11100 3HUIYBaTH 00’ €KTH, 1 30Mparouu OOHYCHI
npeMeTH 0 JA0po3i, 00 oTpuMaTH JoaaTkoBi Oamm. “Donkey Kong” ne3miHHO
XBaJIATh SIK OJMHY 3 HaWCKIaaHimmMx irop cBoei emoxu. “Donkey Kong”
O3HaMeHyBaJja JIeOIoT x)aHpy «miatdopmepisy» [6]. Icropis mepconaxa Jumpman
3HaHIIa MPOJOBKEHHS y HacTynmHux irpax Bim Nintendo. Orpumamu Opata
Jlyimxi Ta HOBe 1M’s1, Mapio, po3nouasnacs iCTopisi OJIHI€] 3 HAMBIOMIIIUX 1TPOBUX

cepiit “Super Mario Bros.” (aus. puc. 1.3).

000000 007650

Pucynoxk 1.3 — “Donkey Kong”
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1.2.2 “Super Mario Bros”

I'pa ctBopena Nintendo Company y 1985 porti st Nintendo Entertainment
System (NES). T'onoBuumu reposmu € Mapio Tta Jlyimki, aBa ITadiiChbKi
BOJIOTIPOBITHUKH, IO MAlOTh BPSATYBaTH TPHUHIECY Bia 310ro kopossi boysepa
nogopoxytodi ['pubHuM koposiBcTBoM. Lle ogHa 3 HaWOLIBII TPOJABAaHUX Cepid

irop, Korii sikux OyJo npoaano noxazd 40 MinsioHiB (auB. puc. 1.4).

SUpPER

3 »

@ %]

Pucynox 1.4 — “Super Mario Bros.”

VY rpi MOXKHa rpaTu BABOX, OJIMH rpaBellb 3a Mapio, a apyruit — Jlyimxi. I'pa
IPOXOJUTh HA cepii PIBHIB 13 OOKOBUM NPOKPYUYBAHHSIM, KOXKEH 3 SKHX
HAMoBHEHUU Boporamu. PiBHI BiOyBalOThCS B PI3HUX JIOKAIIAX: B IMiA3EMEIUIAX,
HaJ 3eMJIet0, KIHelb KOXKHOro y 3amky. Ilicis toro, sik ueproBuii camMo3BaHElLb
TOJIOBHOTO 3JI0[isl MEPEMOXKEHUM, kuTeiab ['pruOHOro KOpPOIIBCTBA MOBIIOMIISE
Mapio a6o Jlyimxi, 110 npuHIeca 3HaX0IMThHCS B 1HIIOMY 3aMKy. [ pa 3aBepiyerbes

NIOPa3KoIo CIparkHbOro boy3epa 1 mopsaTyHKoM npuHIecHu [7].

1.2.3 “Sonic the Hedgehog”

I'pa ctBopena kommaniero Sega y 1991 pomi sk mpsIMH KOHKYPEHT

HalnonyJisipHioMy Ha Toi yac Mapio. ["onoBHi po3poonuku, FOn31 Haka ta HaoTo



13
Ocima, B3sJMCA 3a CIIpaBy CTBOPUTH HOBOrO TajlicMaHa KOMIIaHii Sega Tta ii
OJTHOMMEHHO1 KOHCOJIbHO1 1rpoBoi npuctaBku. 11[o0 mokaszaTu ii moTyX)HICTh OYyJIO
oOpaHO HampsIMOK Tpu y MBUAKICTh. HaoTo OciMa cTBOpHB 00pa3 CHHKOTO iXKaka
Ha iM’s COHIK, SKUW JI0 ChOTOJIHI € CHHOHIMOM IIBHAKOCTI Ta OyHTapcTBa. Lls
KOHIICTIIIISI BUMarajia BeJIMKUX 3yCHJIb BiJI KOMaH/IH, aJ K€ JTOBOIMIOCH B KOPOTKI
TEPMIHM ONTHUMI3yBaTH MPOAYKTUBHICTh I'pH, 00 BIAMOBIIATH IMIBUIKOCTI TKaka,
3Maralouuch 3 THCKOM BiJI BXK€ YCTaJICHOT (hpaHIIIU3H 1TAIIHCHKOT0 BOAOTPOBITHUKA
Mapio Big Nintendo [8].

[HHOBaIII€IO ¥ KaHpl cTalu «KpUBD» IuiaTrGopMu. PiBHI OKpiM KIIaCHYHUX
NPSMOKYTHUX TUIATGOPM PiBHI Masld TUIAaBHI TPaMIUIIHU, MITAOMHU Ta CIIyCKH, Ta
HaBITh 3arOpHYTI y TMETII0 JOPIKKH, CTBOPEHI1 sl TPOKYy «MepTBa NETIIS.
Po3pobHMKK CTBOpUIM CHEMIaIbHUN aJrOpUTM ISl MEepecyBaHHA CIPaNTy Mo

KPHUBI, BUBHAYAIOYH MiCIICTIOJIOKECHHS 32 JIOIIOMOTO010 MaTpuIli (JiuB. puc. 1.5).

SCORE o @T00EW . : w X/
MMEQOTISETS g . ,‘4& vy
RINGS@ﬁg 26 . -~ 4/ /%

'
v

Ve v

LCTITL

Pucynok 1.5 — “Sonic the Hedgehog”

1.2.4 “Hollow Knight”

“Hollow Knight” — e meTpoinBasisi-riarhopmep, po3podIeHn KOMaH 100
Team Cherry. I'pa oTprMaia Bearue3Hy MOMY/ISPHICTh 3aBASKH CBOEMY 4y I0BOMY

JU3aifHy TIEPCOHAXIB, MY3HIIl, aTMOC(hEepi Ta TTHOOKOMY TeHMILICIO.
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Y rpil BUM BUCTyHaA€Te y POJi MAJICHBKOIO KOMAaXOIOAIOHOTO reposi, SKUu
JOCTIKY€E BETMKHUH 1 3araKoBHUii mia3eMHui cBIT i Ha3Boro Hallownest. I'omoBHa
MeTa — BIDKMBAaTH B HEOE3MEUHOMY CEpElOBHUII, OOpPOTHUCS 31 3J0BICHUMHU
MOHCTpaMH Ta OocaMu, 30HMpaTHd PI3HOMAaHITHI MPEIMETH Ta BIOCKOHAJIIOBATH
HABUYKH.

OpHi€ro 3 KIOYOBUX OCOOIMBOCTEH IpH € ii BEeMUYE3HUI BIAKPUTHUN CBIT 3
YHCICHHUMH CXOBaHUMH 30HAMH, CEKPETaMH Ta allbTEPHATUBHUMH HUIsixaMu. ['pa
TaKOXX BI1JI3HAYAETHCS BUCOKUM PIBHEM BHKIHKY, 0COOJIMBO y 004X 3 6ocamu, siKi
BHUMAraroTh Bijl IPaBIs BIIMIHHOTO peduiekcy Ta CTpaTeriYHoro MucjieHHs [9].

3aramom, “Hollow Knight” Bimomuii cBo€r0 Kpacoro, IITMOOKHM CHOKETOM Ta

aTMoc(heporo, siKa 3aXOILTIOE 3 MEePIIUX XBUIUH rpH (quB. puc. 1.6).

Y 2 )Tc=0-0 4 4

Pucynok 1.6 — “Hollow Knight”

1.3 MoBa nporpaMmyBaHHsI Ta OCHOBHi MOHATTS

IcHye Garato MOB TIporpamMmyBaHHS, IO JO3BOJISIOTH CTBOPIOBATH irpu. Taxi
BimoMi irposi pymii sk Unity Unreal ta Engine BukopucroBytore C# Ta C++
BiNOBiIHO. MeHm Bigomuii pymriii Godot takox BukopucrtoBye C#. Yci irpu Ha
MOOUITBbHI MPUCTPOi CTBOPIOIOTHCSI a00 MOBOIO Java st arapoin, abo Objective-C
gy Swift s cuctemu 10S. 3aBnsxu Habopy momyniB PyGame € MoxmuBicTh

cTBOproBaTH irpu Ha MoBi Python. ITpote Halikpamnum Bubopom € moBa C++.
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Ocob6muBictio C++ € BUIbHMM JocTyn a0 nam arti. [Iporpamict mae
MO>KJIMBICTh BUJIBHO PO3MOPSIKATUCS HEIO — 3aiiMaTH 32 MOTPEeOU YU BUBUIBHSITH Y
Oyab-sIKUIl MOMEHT Yacy. Irpu MOXKyTh HECTH Y co01 Ty’Ke «BaKK1» JaHi, 3a3BHUai
e TekcTypu. ToMy ayxe BaKJIMBO ONTHUMI3yBaTH iX poOOTy, ajke HaaMipHE
CIIO’KMBAHHS MMaM’ATi MpHU3BEIE 10 MOBLILHOT poOOTH yciel cuctemMu. KepyBanHs
nam’s1TI0 'y CH++ 103BOJIsIE MakCUMalbHO TOYHO OINTHUMI3YBaTH YCI BHUIAIKU
BUKOpucTaHHa mam’saTi. Ilpore C++ y dYWCTOMY BHIJISAI HEIOCTAaTHBO JIJIS
CTBOPEHHsI TOBHOIIIHHOT Tpu ojapa3y. Jlo 1boro HE3MIHHO OyJe CTBOPEHO
IHCTPYMEHT JIJI1 BUKOPHUCTAHHS KOMII IOTEPHOI rpadikyd Ta IHIIWNA BaKJIMBHX
eneMeHTiB moTpioHuUX Ay irop [10]. Came TakuM IHCTPYMEHTOM € KpocTiaTpOopMHa
616mioTexa SDL.

Simple DirectMedia Layer, Bona sx SDL — 11e 6i0mioTeka uist po3poOKH Kpoc-
m1aTOPMHOTO  TMPOTPaMHOTO  3a0e3MeueHHs, 110 BHHHKJIA B Ppe3yJbTarTl
JoCHiKeHHsT MiXKHApOAHOT CIUIKA €JIEKTPO3B’sA3Ky, po3modaroro B 1968 porii
10/I0 CTOCcO0y OOpOOKM CHCTEM KOMYTallli KepyBaHHS 30€pekKEHOI0 MpOorpamoro.
Bona nommproetscst 3a minensiero zIib, mo 103Boise BUTbHO BUKOPHCTOBYBATH ITHO
616m10TeKy y Oyap-sikoMy npoekTy. SDL Hagae HU3BKOPIBHEBUI JOCTYII 10 ay/Ii0
Ta rpadiyHOro 00JIaJHAHHS, Ta KOMIT I0T€pHOI nepudepii yepe3 Taki 010110TEKH K
OpenGL, Direct3D, Metal Ta Vulkan, ta BUKOPHUCTOBY€ThCS y Oaratbox KaTeropisx
POrpaMHOro 3a0e3MeUeHHs, TAKUX SK BIJICO MJICEPU, EMYJISTOPH Ta B1CO-ITPH.

OoiniriHo iICHYIOTH peltizu 1 Takux miatdopm sk Windows, macOS, Linux,
I0S, Ta Android ta 00po0I0€ KOJ TaKUM YHWHOM, IO MOKHA CKOMITLIIOBATH Ha
Oyne-sky 1Hmy maatgopmy. Takoxx SDL mommproeTbcss sSIK BUXIIHUNA KOJI,
HarmucaHuit Ha MoBi C. [ToBHicTIO miaTpuMye poboTy 3 C++ Ta 4aCTKOBO Mpalioe 3

KiJIbKOMa IHIIIMMHU MOBaMHu, BKimrouaroun C# i1 Python [11].

1.4 UML - sk 3aci0 npo€eKTYBaHHSI CHCTEM

Unified Modeling Language — 1ie ctanaapTH30oBaHa MOBa MOJICTFOBAHHSI, 10

CKIIAJAEThCsl 3 HAOOpy Jmiarpam, M0 PO3poOJieHi i Bi3yauizalli Ta MmoOyJ0BU
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IPOrpaMHUX CUCTEM, O13HEC-MO/IEIIIOBAHHS Ta IHIIMX HenporpaMHux cuctem. UML
ABIIl€ COOO0I0 301pKy HaMKpalux pillleHb, 110 HEOJAHOPA30BO JOBOJIWIM L€ B
MOJICTIIOBaHHI CHUCTEM pI3HOTO CKJIagy Ta CKIagHocTi. ['padiuni miarpamu
JOTIOMAaraloTb KOMaHJaM CHUIKYBAaTUCA Ha 3pO3YyMUIIM OJHE OJHOMY MOBI,
JOCTIPKYBaTH TOTEHLIWHI TMPOEKTH Ta TEPEBIPATH apXITEKTYpHUU JU3aiiH
nporpaMHoro 3abesneudenHs. [loBHMII mepenmik aiarpam 103BOJIA€ y TOBHIM Mipi
OMMCAaTH CUCTEMY Ha PI3HUX PIBHAX JeTai3allii.

UML € crangaptomM, TOMYy BIiH Ma€ YITKO BHM3HAUYE€HUN CHHTAKCUC 1
CEMaHTUYHY MOJIEJIb, SIKa JI03BOJISIE PO3POOHMKAM pPO3YMITH JlarpaMu, CTBOPEHI
iHmmMu. L1 niarpamMu MOXKHa BUKOPUCTOBYBATH JUUISI MOJIEIIOBAHHS CTPYKTYpH,
NOBEAIHKH, THTEP(PEICIB Ta 1HIIMX ACHEKTIB CUCTEMH Ha PI3HUX THUIIAX 1 eTanax
MPOEKTIB TporpamMHoro 3adesneueHHs. Bukopucranus UML sk eguHOi MOBHU
PO3pOOKH 103BOJISIE€ BCIM YYaCHUKAM IPOEKTY PO3YMITH OJIMH OJTHOTO Ta €(PEKTUBHO
OOroBOpPIOBATH, aHaNi3yBaTH Ta JOKYMEHTYBaTH BHMOTH JO MPOTPaMHOTO
3a0€3MEeYEeHHs], TUM CaMHUM 3HIKYIOUH PU3UK HETIOPO3YMiHb.

UML mae BenMKy KiIbKICTh Jlarpam, iK1 103BOJISIFOTh CTBOPIOBATH BEJIMKI Ta
CKJIaJIHI CHCTEMH, a IOTIM PO3KIaJaTH iX Ha HE3aJIC)KHI, MEHII CKIAQJHI Ta
nerkokepoBaHi cucreMu. UML niarpamu € rapHuMm 3acoOOM JOKYMEHTYBaHHS
MIPOEKTY, IO 3a0€3MeUyIOTh JETaIbHUN OMUC APXITEKTYPU Ta (PYHKIIOHAIBHOCTI
MpOrpamMHOro 3a0e3MeyeHHs, JO3BOJISIIOYN 30epiratu iH(OpMaIliio Mpo MPOEKT Y
CTPYKTYpOBaHOMY Ta 3p03yMiioMy dhopmaTi AJisi MailOyTHIX PO3pOOHMKIB Ta 1HIIIHUX

3allikaBJIeHUX CTOPiH [12].

1.5 MeToa TailstiHry

Jlist ctBopeHHs1 Manu 0yJsio o6paHo MetoA TaiHry. CyTh HbOIO METOAY Y
CTBOpPEHH1 HA0Opy «IUIUTOK» TEKCTYyp, SIKI MOKHA TMO€AHYBATH OJUH 3 OAHHUM Yy
0aratbox KOMOIHAIISX, aJKe X Kpai 3p00JieH] TAKMM YMHOM, 110 TEKCTypa IMIaBHO

NEePEeXOIUTh Ha HACTYNMHUHN Tailsl. Po3mipu TailsliB MOXKyTh OyTH Pi3HOTO po3Mipy,
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MpOTE 3a3BUYall BUKOPUCTOBYIOThCA po3Mmipu 16x16 a6o 32x32. KoxkeH Taiin

YHIKQJIbHUNA, TOOTO 1ICHY€ OJJHUM €K3eMIUIIpoM. J{Jisi moOyA0BH Maru KOXKEH Tail

HYMEpY€ETbhCS, 1 IOTIM 3 HUX BHOYJIOBYETbCA YCsI Mara 3alucyloyd HOMep Taliy y
MaTpHIII0 MaIli Ha BiJMIOBIJIHE MiCIIE.

Takuii MeTO TO3BOJIIE EKOHOMUTHU TaM’ SITh, ajpke He Tpeba sl KOXKHOI

Marnu 30epiraTa J0JaTKOBe 300paskeHHsI BETTHMKOTo po3Mipy (auB. puc. 1.7).

Pucynok 1.7 — [Ipukian nHabopy Taiinis

1.6 BucHoBku 10 po3aiay 1

VY nepomy po3ui 6ysi0 03HAHOMIIEHO 3 1ICTOPI€I0 PO3BUTKY 1Mop Ta 00paHo
UJIBOBUM JKaHp IS JOCHIIKEHHS Ta po3poOku. byno mpoaHanizoBaHO 0OpaHy
npeaIMeTHY 00J1acTh Ta IOCHIKEHO MPEACTaBHUKIB 00paHoro xaHpy. Po3risHyTo
IHCTPYMEHTH IS PO3POOKH ITLTHOBOI CUCTEMH, a caMe MOBY MporpaMmyBanHs C++
Ta rpadiuny 616mioteky SDL. Byno mociimkeHo MeTo TaliHTy JJIs ONTAMI3aIi

cuctemu. Jlocaimxeno ta oopano aiarpamu UML aiis nmpoexkTyBaHHS CCTEMHU.
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2 TPOEKTYBAHHA CUCTEMU

J1o po3po0roBaIbHOI cucTeMu 0yJi0 00paHO HACTYITHI BUMOTH: Tpa y KaHpi
«mmaTgopmep» 3 PIBHAMH Ta BOpPOTaMH, MEXaHIKOIO OO0 Ta IMepecyBaHHA IO

pIBHSIM.

2.1 UML niarpammu

J171s1 cTBOpeHHS rpu OyJI0 BUKOPUCTAHO JlarpamMu NpereeHTIB, AiSIbHOCTI Ta

MOCJIIJIOBHOCTI OMUCY ii TOJOBHUX AacHeKTiB, MOPSAKY TOMIM Ta 3arajbHOl

CTPYKTYPH.

2.1.1 liarpama npeueaeHTiB

Jliarpama npeneneHris, abo Use Case Diagram, nmoka3ye OCHOBHHX JIIHOBHX
0ci0 — akToOpiB, Ta OCHOBHMI (DYHKIIIOHATI CUCTEMH, OMUCY€E (PYHKIIOHATBHI BAMOTH
CUCTEMH 3 TOYKH 30py BapiaHTIB BHUKOPHCTaHHS. BapiaHTH BHUKOPUCTaHHS
JIO3BOJISIIOTE 3B’S13aTH BUMOTH IO CHUCTEMU 31 CIIOCOOOM 3aJI0BOJIEHHS IIUX BUMOT
[13].

Jlist cuctemu Oyiio 0OpaHO HACTYITHUN TIEPENTIK aKTOPIB Ta MPELE/ICHTIB:

— Player (I'paBerip) — akTop, 10 YOCOOJIIOE KOPUCTYyBaya CUCTEMH;
— Enter to Menu (IToBepHeHHss 10 MeHIO) — MpeLEACHT MOTPATUISHHS 0

TOJIOBHOTO MEHIO IPH 3aMyCKY T'PU UM 3aKIHUEHHI,

— Play game (I'patu rpy) — npeleieHT MO4aTKy IPH;
— Next Level (Hactynuwmii piBeHb) — mepexiq Ha HACTYHHHH piBEHb IPH

BIQJIOMY MTPOXO/KEHHI MOTIEPEIHBOTO;

— Game over (Kineup rpuw) — mopa3ka Ha TMEBHOMY piBHI, a00 yCIHIiIIHE
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— Back to Menu (IToBepuennst 10 MeHI0) — TOJIOBHE MCHIO IMICIIs 3aKiHUCHHS

rpy;

— Enemy Control (YnpasiinHs Boporamu) — IITyYHUIH IHTEJIEKT BOPOTIB Ha

piBHIi (quB. puc. 2.1).

Enemy Control

: o
r" L"
- . *
<include: <include:=
‘

» Y
) "

Player

Back to menu

GameOver

Pucynok 2.1 — Use Case diagram

2.1.2 liarpama aissjibHOCTi

Jiarpama AisIbHOCTI Bi3yallbHO IIPEICTABIISAE Psijg A1 a00 MOTIK KEPYBAHHS B

cuctemi, MOAiOHWM 10 OJIoK-cxeMu abo JiarpaMu TMOTOKY paHuXx. Jliarpamu

JUSTTBHOCTI YaCTO BHUKOPHCTOBYIOTHCS MPU MOJIENIOBaHHI Oi3Hec-TipoiieciB. Boru

TaKOK MOXKYTbh OIMCYBAaTH KPOKH Ha Jiiarpami BapiaHTiB BUKOPUCTAHHS.

3MojieboBaHi i1 MOXKYTh OyTH TOCHIJOBHUMHU Ta OJHOYACHUMH. B 000X

BUMAJKax JiarpaMa AisUIbHOCTI MaTUME MOo4YaToK (TOYAaTKOBUM CTaH) 1 KiHEIb

(xinueBuii cran) [14]. Jlns omucy MOTOKy mojid y cucteMi Oysio po3po0JieHO

HACTYIHY Jiarpamy JisuIbHOCTI (IUB. puc. 2.2).
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Start Game

.

Initialize Game

.

Initialize Level

.

Game Loop

.

Player input

.

Enemy act

.

Process collisions

.

Check player death

.

Diraw screen

.

End Game

Pucynok 2.2 — Activity diagram

2.1.3 Jliarpama mocjaigoBHOCTI

Hiarpama nocnigoBHocti UML — 1me giarpama B3aeMojii, sika JE€TaJIbHO
OMHUCYE€ BUKOHYBaHy omepalliro. Bona 300paxye B3aeMopil0o MK 00’€KTaMH B
KOHTEKCTI iX cmiBmparii. [ls giarpama 30cepeykeHa Ha Jaci 1 Bi3yajlbHO OKa3yloTh
MOPSAOK B3a€EMO/IIT 32 JOMMOMOTOI0 BEPTUKAJIBLHOI OC1 JilarpaMu JJis BiI0OpakeHHs
Jacy, sKi MOBiAOMIICHHS HaACHIal0ThCs [15].

VY HacTynmHiW Jiarpami MOKa3aHO B3a€EMOJII0 MiX 00’€KTaMH CUCTEMH Y
rOJIOBHOMY IrpoBoMy mporueci. Ilicisi moyaTtky rpu CTBOPIOEThCA Mara piBHS Ta
3aBaHTaXyeThesa. Jlami 3aBaHTaXyIOThCS TOTPIOHI PECypcu Ta CTBOPIOIOTHCA
00’€KTU CynpOTUBHUKIB. ITicis IbOTO MOYMHAETHCS ITPOBUH LMK Y SIKOMY 32 OJJUH
KaJIp BUKOHYIOTbCA [ii y KOpUCTyBada, BoporiB Ta Ha wmami. IlepeBipsitoThes

3ITKHEHHS Ta yMOBA JIJISl KiHIISI TPH, MIC/Is 4OT0 Ipa 3aBEPIIyEThCs (IHB. puc. 2.3).
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A

Player Game Map Enemy
i i i i
] ] ] ]
] ] ] ]
= Start game i = i
ot r
creale map
load map
h creale enemies
game act "
-
Input
___________________________ }
game act
{__________["E't_”_rﬂ ____________ enemy act
enemy collisions check -+
Result v
R
check death
{ .
L i
death > H H
i i
display game over H H
i i
i i

Pucynox 2.3 — Sequence diagram

2.2TonoBHi MexaHikm Ta  pimienHs. Bukopucrani mnarepum

NPOEKTYBAHHA

Jls mpaBWIIBHOTO BiIOOpakeHHS Ha eKpaHi O0yJio po3poOJieHO CUCTEMY 3
kiaacy Camera Ta cimeiictBa kiaciB Drawable. Kaptu piBHIB MOXYTh OyTH pi3HUX
pPO3MIpiB, TOMY JUIsl CTATUYHOTO PO3MIPY €KpaHy BUKOPHCTOBYETHCS KJac KaMepH,
10 MEePEMIIIAETHCS IO KapTi cliyroun 3a rpaBieM. CaM KJlac Ma€ OMuUC po3MipiB
B1JI0Opa)KEHOTO BIKHA I'PH, 1[0 MOKYTh HE CIIBIIAJIATH 3 PO3MipaMH BiKHA MPOTPaMu
Ta ekpany. Takox kiac Camera mae MeToIu JJIs IEpEeCyBaHHS B MEKax KapTH.

CimeiictBo kmaciB Drawable pospobOmeHe s omucy eaeMeHTiB, Mo
BiZJOOpaXkaroThCs Ha €KpaHi Ta Ma€ HACTYIIHY CTPYKTYpY (auB. puc. 2.4).

JUisi IpaBUJIBHOTO KEpyBaHHS PYXOMUMH O0’€KTaMu OyJio peani3oBaHo
Maiuuny craHiB.

MammHa cTaHiB — I1e MaTeMaTHYHa a0CTpaKTHA MOJIETh, [0 CKIAAA€ThCA 3

KIHIIEBOI0 HAOOPY CTaHIB, KOKEH 3 SIKUX Ma€ MEepexiJi 10 1HIIOr0 CTaHy BiJIMOBIAHO
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0 BXIHHMX JaHUX, Ta KU MO cBoeMy Kepye cuctemoro [16]. Lledi mpunimm
MOKJIaJICHO B OCHOBY ITOBEAIHKOBOTO MaTrepHy MpoekTyBaHHSA CTaH, SKHi OyI10
BUKOPHUCTAHO /ISl peajizaiii pi3HUX BapiaHTiB MOBEIIHKU 1CTOT. 3TiTHO MAaTEpHY,
icHye oauH 1HTepdeic 3 oMHUM a0 JACKUIbKOMa METOJIaMHM, SIKi OyJle BUKJIUKATH
IITHOBUH 00’€KT, Ta JEKUIbKa KJIaciB-HAIMAJKIB, M0 MO CBOEMY PEaTi3yIOTh IIi
METO/IY, YAM 3MIHIOIOTh MOBEIHKY 00’ €KTY, HIOU 3MIHMBCS BECh 00’ €KT. Y caMoro
IIJIbOBOTO 00’ €KTY TaKOK Ma€ OyTH BIIKPUTUN METOJ] 3MIHU CTaHy, 100 Mepexoau

MiX CTaHaMH MOTJIH icHyBaTH [17].

Drawable ¥
Class

i

- i 3
Screen ¥ Entity ¥
Class Class
+ Drawable —+ Drawable
B T
r- k I - ‘
MainMenu ¥ Map ¥ Player ¥ Enemy ¥
Class Class Class Class
¥ Screen + Screen =+ Entity =+ Entity
_ - p

Pucynok 2.4 — Jliarpama kiaciB cimeiictea Drawable

Takum yriHOM OYJ10 peanizoBaHO HACTYIHI CTaHU (IUB. puc. 2.5):

— ldle — cran criokor0, BUKIIMKAETHCS KOJIA ICTOTA HIYOTO HE POOUTH;

— Run — cran nepecyBaHHs iCTOTH (BUKIUKAETHCS Yepe3 METOIU MOVE);

— Jump — crtan cTpuOKy Ta maaiHHSA (BUKIMKAETHCS KIABIIIOK CTPUOKY Y
T'OJIOBHOT'O T€pOs);

— Attack — cran aTaku (came y IbOMY CTaHI BUKJIHKAEThCA MeTo attack);

— Hurt — cran orpumMaHHA MKOAW (BUKJIMKAETHCA TPHU YCHINIHINA aTari
CYIIEpPHUKA);

— Death — cran cMepTi icTOTH (BUKJIMKAETHCS JIMIIE 31 CTaHy OTPUMAaHHS

IIKOIH, OJIOKY€ Oy/Ib SIKE YIPaBIiHHA).
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‘Hun‘

‘ Idle I:: }} Run ‘

Pucynok 2.5 — [liarpama Mammnu CraHiB

2.3 BucHoBKkH 10 po3aiay 2

VY npyromy posaini Oymno po3podaeno Tpu UML piarpamu, a came miarpama
MPEIENCHTIB, TISIIBHOCTI Ta TOCHIIOBHOCTI. Byno omucaHo CTpykTypy KiaciB
CUCTEMHU IJisi BiJOOpakeHHsST Ha €KpaHi Ta CTBOPEHO jaiarpamy KiaciB s ii
JIeMOHCTpaIii. Bukopucrano natepH npoektyBaHHsS «CTaH» IS OMUACY TTOBEIIHKH
PYXOMHX CYTHOCTECH Y 3aJICKHOCTI BiJi HABKOJHUIIHIX TOAINA, YW BiJl BBEJCHHS

KOMaHA KOPpUCTYBA4YCM.
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3 PEAJIIBALIAA CUCTEMU

3.1 MiniMaibHi BUMOTHM /10 TPU TA KOPUCTYBA4iB

CtBOpeHa cucTeMa Ma€e TIeBHI 0OMEXEHHS JIsl BAKOPUCTaHHS, 0€3 BUKOHAHHS
SKUX MPaBUIIbHA POOOTA HE TAPAHTYETHCA.
["apanToBaHa nmpaBuiIbHA pOOOTA HA TAKMX BUMOTaX:
— y omepaniiHii cuctemi Windows Bepcii e Hiokye 10;
— TIpoIlecOop Mae MaTd JiBa sijjpa Ta TAaKTOBY 4YacTOTYy HE HIbKYe 1 rirarepiy
(peKOMEHI0BaHO HE MEHIIIE 4 siyiep Ta 2 rirarepiy);
— OIepaTHBHA IlaM’ATh MICTKICTIO HE MEHIIE 2 rira0amr;
— 100 merabaiitT nam’ATi Ha KOPCTKOMY AHCKY;
— BigeoamanTep, mo cymicHuit 3 “DirectX 97,
Takox 00O0B’si3KOBa HAsBHICTh KJIABIaTypyd Ta MHUII JJII MOKIJIUBOCTI

KEepyBaHHA rPOI0, Ta MOHITOP 3 MiHIMaIbHUM po3mupeHHsIM «800 x 600%.

3.2 CTBOpeHHs1 6230BOI0 BiKHA

BxigHoo TOYKOIO B Tpy € (aitni main.Cpp ¢ OJHONMEHHHM METOIOM
BcepenuHi. L{eit meTon ctBoproe 00’ ekt kiacy Game, o sBisie coboro dacam s
yC1X KOMIIOHEHTIB TPH.

VY koHcTpykTOpi Kiacy Game mpoxoauth iHimiamizamis cuctem SDL Tta
ITPOBUX JaHUX. A caMe BUKJIMKAIOTHCS HACTYITHI METOIH:

— SDL_Init — metop inimiamizamnii ocHoBHOT cucTtemMu SDL;

— IMG_Init — meton inimiamizamii komnonenta SDL_Image mns pobotu 3
daiinamu 300pakeHb;

— SDL_CreateWindow — meTo/ CTBOpEHHSI BiIKHA ITPOTPaMH;

— SDL_CreateRenderer — meto cTBopenns 06’ exty kiacy SDL_Renderer, 1o
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noTpibeH s BiIOOpakeHHS BIKHA 3aco0oM TpadiyHoro mporecopa
KOMII 10TEpA,;

— TTF_OpenFont — meTon amst CTBOpeHHS 00’ €KTy mpudTa.
KoxeHn Meron mnepeBipseTbCS HAa HASBHICTh IOMMIKH, IO IPOBOKYE
3aBepiIeHHs nporpamu. OKpiM BUIIE3a3HAYCHUX METOJIIB TAKOXK y KOHCTPYKTOP1
CTBOPIOETHCSI TEKCTypa 3aBaHTAKEHHS, 10 Oyne 3 SBIATUCH MPHU MEPEXOJ]l MIXK

CIICHaMH, Ta 3aBaHTaXKYIOThCS JaHi mpo irpoBi 00’ extu (aus. puc. 3.1).

if (SDL_Init(SDL_INIT_VIDEO) < 0){

}
window = SDL_CreateWindow("SDL Tutorial", SDL_WINDOWPOS_UNDEFINED,

SDL_WINDOWPOS_UNDEFINED, GAME_WIDTH, GAME_HEIGHT,
SDL_WINDOW_SHOWN | SDL_WINDOW_BORDERLESS);
renderer = SDL_CreateRenderer(window, -1, SDL_ RENDERER_ACCELERATED);
nitialize SDL_ttf
font = TTF_OpenFont(fontPath.c_str(), 28);

Pucynok 3.1 — 3aBantaxkenns cuctem SDL y kmaci Game

HacTynHuM KpOKOM BHUKIJIMKA€THCS METO] 3aBaHTAXEHHSI TOJIOBHOTO MEHIO.
Jlani moYnHA€ThCs TOJIOBHUM LUK, Y SKOMY 3YMTYIOTHCS HATUCHYTI Ta BIAIYILIEHI
kiaBimu. [Ticnsg mporo BUpaxoBy€EThHCS Yac BiJl MOMEPEAHHOTO KPOKY HMUKITY. SIKIIO0
ne yac Bulle a00 [JOPIBHIOE 3a3HAYEHOMY 4Yacy KaJapy TO BUKIMKAIOTHCA
nocioBHo Metoau act(delay) Ta render() mist 3anmycky Kazpy Ta MajJrOBaHHI HOBOTO
kaapy. Delay nmepenaerbest y meTos act mjist BUpaxyBaHHS MO3HUIIIH 00’ €KTIB 3r1IHO
yacy. Jlai UK TOBTOPIOETHCS.

VYMOBOIO BHXOJY i3 HHKIy € 3MiHHa QUIt, sika 3a 3aMOBYYBaHHSM Ma€
sHaueHHs false. ¥V mpoueci rpu kmac Game Moke 3MIHHUTH 1€ 3HAYEHHS, IO
npu3Belie 10 BUXOMY 3 Tpu. MeToa Main moBepTae 3HAYCHHS, SKE MOBEPTAETHCS
meToaoM quit kiracy Game, 1o MpOBOKY€E 3BIIbHEHHS MaM’SITi Ta BUX1J 3 CUCTEMHU

(muB. puc. 3.2).
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while (!quit) {
SDL_Event e;
while (SDL_PollEvent(&e) '= 0){
if (e.type == SDL_QUIT)
{
quit = true;

¥

quit = true;
}
game.handleEvent(e);
}
Uint32 newTicks = SDL_GetTicks();
delay += newTicks - oldTicks;
if (delay >=10) {
game.act(delay);
delay = delay % 10;
game.render();

}

oldTicks = newTicks;

if (e.type == SDL_KEYDOWN && e.key.keysym.sym == SDLK_ESCAPE) {

Pucynok 3.2 — I'onoBHUM UK TpU

3.3 Cucrema kiaciB A5 BiloOpakeHHsI Ha eKpaHi

Knac Drawable siBnsie coboro inTepdeiic, 110 OroJjolrye 3arajibHi s YCiX

HaIa/IKIB METO/HM, SIKI BOHM NTOBUHHI pealli3yBaTH 10 CBOEMY:

— MeToj act omucye 3MiHU a0 ii, AKi MalTh BiIOYTHCH 3 00’ €EKTOM 3a OJUH

IrpOBUIA Kajp;

— MeToj render BUKITMKAEThCS I BiTOOpakeHHs 00’ €KTa Ha eKpaHi;

— wmeron getRect moeeprae 00’ekt kimacy SDL_Rectangle, mo omwmcye

MOJIOKEHHS Ta pO3MIPU MPSIMOKYTHHKA 00’ €KTA;

— wmertox getFocus moBeptae 06’ekt kiracy SDL_Point, 1o onucye mojaoxeHHs
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TOYKH, y Ky «IparHe» moTpanuTu kamepa (aus. puc. 3.3).
AbcTpakTHHI Kiac SCreen, mo Haciiayerbes Big Drawable, € abctpakTum
KJIACOM, III0 OITHUCYE TMEBHY irpoBy ciieHy. He oromomrye HoBux meToiB. Oroornrye
nocuiaHHsa Ha 00’extu kiaciB Game, Data ra SDL_Renderer, Ta peanizye eauHuii

KOHCTPYKTOp JUIS X iHiIiasmi3arii.

class Drawable {
public:
virtual void render(Camera&, SDL_Renderer*) = 0;
virtual void act(Uint32) = 0;
virtual SDL_Rect getRect() = 0;
virtual SDL_Point getFocus() = 0;
virtual ~Drawable() {}

Pucynok 3.3 — Koz kimacy Drawable

3MiHa CIEH Yy T'pl BIIOYBAETHCS 33 PAXYHOK 3aMIHM OJHOTO O0’€KTY THILY
Screen na i1HmWMI. OcoOnuBICTIO MOBHU TmporpamyBaHHs C++ € THUN 3MIHHOL
«MOKaXX4YUK», IO ABJILE€ COOOI0 aapecy Ha AUIAHKY y nam’sTi. [Tokaxuuk Tumy
Screen mo’kHa iHiIami3yBaTh 00 €KTOM THUNY KJACIB-HAIAJKIB Kilacy Screen.
Buknukatu MoOXHa JMIIe METOOu Kiacy Screen, npoTe OyAe BUKOHYBATHCH
peanizauig Kjiacy, SKMM OyJo 1HIIIaTi30BaHO MOKaXYMWK. TakuM YMHOM Yy Kiaci
Game oroJoleHni MOKaXKYMK TUITY Screen, 0 € B1I0OpaKEHHSIM TOTOYHOT CIIEHH,
ta Metongamu loadMainMenu Ta setNewScreen, 110 peani3ylOThb 3aBAHTAKECHHS
CIICHH TOJIOBHOTO MEHIO, 1110 pealiizoBaHa kiacom MainMenu, ta 3MiHy CIIEHH Ha

BU3HAUEHY Y 33JaHOMY IapaMeTpi.

3.4 CTBOpeHHH irpOBHUX CLEH

Knac MainMenu peanizdye iHTepdelic TOJOBHOTO MEHIO, sIKe OaduTh

KOPHCTYBAY IiCJIs 3amycKy rpu. Metos render BUBOIUTh Ha eKpaH Bl 3arOTOBJICHI
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TEKCTYpH KHOIOK 3a KOOpJMHATaMu. Y MeToAl act 0OpoOIIOI0ThCS HATUCKAHHS
MUIIKO KOPUCTYBaueM JJIsl BUXOJy 3 TpH, 200 3aIyCKy MepIIoro piBHS.

BiptyansHuii 1ecTpyKTOp SIBHO BUBLIBHSE JTUHAMIYHY IaM’ SITh Ta 3HHIIYE

3aBaHTa)KeHI TeKCTypH (auB. puc. 3.4).

class Map : public Screen {
int curLvl;
int width, height;
int** tileNums;
int enemyCount;
vector<Collide*> walls;
vector<SDL_Texture*> tiles;
vector<Entity*> enemies;
Player* player;
Rectangle winZone;

public:
string error;
bool isError;
Map(Game*, Data*, SDL_Renderer*);

virtual ~Map();
virtual void render(Camera&, SDL_Renderer*) override;
virtual void act(Uint32) override;
virtual SDL_Rect getRect() override;
virtual SDL_Point getFocus() override;
private:
bool loadTiles(XMLElement*);
bool loadObjects(XMLElement*, Data*, SDL_Renderer*);
bool loadTextures(SDL_Renderer*, Data*);
bool loadMapData();
bool nextLevel();
void restart();

Pucynok 3.4 — Kog orosomensst kiaacy Map
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Kiac Map peanizye mManatoBaHHS PiBHS Ta ITPOBHUX ICTOT 13 3arOTOBJIEHUX
TEKCTYP, Ta KOHTPOJIIOE YC1 3ITKHEHHS! MK HUMU. 3a 1I01oMororo metoty nextLevel
€ MOXJIMBICTb MEPEX0Ay Ha HACTYNMHUI piBeHb. Kilac cam 3aBaHTa)xye JaHi HOBOTO
piBHs MeToaoM loadMapData He 3miHtorOuM crieHy. Lleit Meton BimkpuBae Qain
Many Ta OTPUMYE 3 HbOT'O PO3MIPH KapTH, HA OCHOBI SIKUX BUIUIAETHCS MaM AT Y
JTWHAMIYHOMY IMOJIBiifHOMY MacuBi tileNums.

[Ticms muporo BukmmkatoThess wMetonu loadTiles Ta loadObjects, 1m0
3aBaHTAXYIOTh 3 (ailily Malu MaTPHUII0 HOMEPIB TailliB, Ky 3amucye y tileNums,
Ta JIaH1 PO 30HU 3ITKHEHb ¥ TOUKH BIAPOKEHHS 1ICTOT BIAMOBIAHO. TakoX y MeTO i
loadObjects cTBOprOIOTBCST O0’€KTH ICTOT HA OCHOBI JAaHUX TMO3ULIN iX
B1JIPOJI>KEHHH.

Meron loadTextures BHKIMKA€TbCS OOUH pa3 y KOHCTPYKTOpI IS
3aBaHTAKCHHS TEKCTYp TaWIiB, SKI MalTh OyTH CIUIbHI JUIS YCIX Mam 3a
MIPUHITUTIOM METOTy TalJIiHTYy.

KoxeH xkaap rpu mepeBipsIeTbCcsl YW KUBUU TOJOBHUM MEPCOHAK,
OHOBIIIOETHCSI KUIBKICTh JKMBHUX BOPOTIB Ta YMOBHU 3aKiHYCHHS pIBHs, Ta

nepeBipsAeThCs HaTHCKaHH KiaBimi ESC, 1o BUKIIMKae BUXi HA TOJIOBHE MEHIO.

3.5 CTBOpeHHs Manu

JUisi BUKOPUCTaHHS METOJY TailmHry OyB BHUKOPUCTAHUM pEAAKTOp Mar
Tiled. Bin n03Boiisie y pexuMi pealbHOro 4acy OyayBaTH Mamy y rpadidHomy
1HTEpQEeicl Ta eKCIIOPTYBATH ii y BUTIIAL (haiimy 3 po3mupeHHsaM .tmX. Takox, as
3pYYHOCTI, IS TIporpama J03BOJIsiE CTBOPUTH (aidi .ISX, 10 y co01 MOB’SI3y€e MUIIX
710 TaiiTy 3 HOTO MOPSIIKOBUM HOMEPOM, IO TO3BOJISIE HE BUTPAYATH Yac Ha MOMIYK
MOTPiIOHOTO TaiIy, a T03BOJISIE 3BEPHYTUCH IO HHOTO 0/Ipasy 3a iHaexkcom. OouaBa
BUX1IHI (aitnu HacnpaBal € Qaitmamu tuny XML, ane nepeliMeHOBaHI st

3py4HOCTi (quB. puc. 3.5).
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1.tmx - Tiled

Maiin  Pegaryeatn  Bwa  World Kapra [powapok [poekt Jonomora

Thm X

B8 ¢ @a-Bus0or  dsab00oa=dA&de PE/NTRN
Hanawrysanna [0 3 “| Mpowapkn o %
Mapamerp e MpozopicTy: == |
D 14 i ground ©
Class
Winpmna 32
Bucota 32
Awmosipricte | 1,000
3o6parkeHHn '.i'|
» ImageRect |[(0, 0
[ —T" Ba e CTER
* =/ ] b =z ! HaGopu naw...
Qoo | B ground = [100% [~ | O News

Pucynox 3.5 — I[aTepdeiic mporpamu Tiled

Takox Tiled mo3Bossie OymayBath HEeBUAMMI O00’€KTH Ha Malli, sKi MOXKHA
BUKOPHCTOBYBATH JIJISl TIO3HAYCHHS THUITY Ta TOJIOKCHHS 30HM 3iTKHEHB Ta MICIlh
BIJIPOJIPKEHHS 1CTOT.

Jns 3unTyBaHHA TMX (ailiB BUKOPUCTAaHO O€3KOMITOBHY O0i0mioTeKy
TinyXML2, o 103BoJsi€ JETKO 3HAXOMUTH MOTPIOHI maHi y ¢aiim. bidbmioreka

PO3IMOBCOIKYETHCA Bil[pI/ITI/IM BI’IXiI[HI/IM KOJOM Ta KOMITLTIOETHCS 3 IIPOEKTOM.

3.6 CTBOpeHHs1 cMCTEMH KOJTi3ii

KinueBuil BapiaHT rpu ABOBUMIpPHUN Ta Ma€ MOHATTSA CHIM TsDKiHHA. Jls
TOTO, IO O ICTOTH HE MaJaJiM HIDKYE 3€MJI1 Ta HE 3aXOAWJIM 32 MEXK1 MaIlk Ta CTIH
Oy710 po3p0O0ICHO BIACHY CUCTEMY MEPEBIPKH 31TKHECHb.

VY 6i6mioTerii SDL icHYrOTh METOIM JJIS TIEPEBIPKH MMEPETUHY MPSIMOKY THHKA
3a IHIIMM MPSIMOKYTHUKOM a0o Toukoro. IIpoTe y rpi NmpuUCYTHI HE TUIBKH

NPSIMOKYTHI1 Talyin, a i TPUKYTHI, sIK1 IOBUHHI MaTH BJIACHY JIOTIKY 31TKHEHb. Takox
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y pe3yJIbTaTi 3ITKHEeHb 1CTOTH IMOBUHHI «PO3YMITH» SKUM YHHOM pearyBaTH Ha HUX.
Tomy Oyso BiacHa cucteMa 31TKHEHb Oyjia HEOOX1THUM PIIICHHSIM.

VY KopeHi HeBeNHMKOro ciMeiicTBa mokianeHo abcrpaktauii kinac Collide, mo
OT'0JIONTY€ METOIH JUIsSl IEPEBIPKU 31TKHEHD. L1 MeToM peani3yroTh Kilacu-Halla Ky
Square, LeftTriangle ta RightTriangle, mo yoco0mot0Th IpSIMOKYTHY 30HY Ta JTiBO-
1 IpaBOCTOPOHHI TPUKYTHI 30HM BiAMoBiAHO. KOXKE€H 3 HUX IO CBOEMY peasizye
METO/IM 3ITKHEHb 3 TOYKOIO YU MPSIMOKYTHHUKOM.

Pesynsratrom € 06’ext ctpyktypu CollisionInfo. s ctpykTypa oromomrye
HACTYTHI 3MiHHI:

— X1 — Biacrasb, sKy Mae ONpodTH 00’e€KT A, mo O Horo mpaBa CTOpOHA
JTOTOPKHYJIACh JI0 JIiBOi CTOPOHM 00’€KTa B, ane He mepeTHyTH Ti;

— X2 — BIACTaHb, SIKY Ma€ TPOUTH 00’ekT A, mo 6 Horo miBa CTOpoHa
JTOTOPKHYJIACh JIO IIPaBOi CTOPOHHU 00’ €kTa B, aje He mepeTHyTH ii;

— Yyl — BiacTaHb, Ky Ma€ MpOWTH 00’€KT A, MO O WOro HUXKHS CTOPOHA
JTOTOPKHYJIACh 10 BEPXHbOI CTOPOHM 00’ €KkTa B, ajne He mepeTHyTH 1i;

— Y2 — BijACTaHb, SIKYy Ma€ MPOUTH 00’e€KT A, mo O Horo BepxHS CTOPOHA
JTOTOPKHYJIACh 10 HUXKHBOI CTOPOHU 00’ €KTa B, ane He mepeTHyTH ii.
[HIIMMY crioBamu, SIKIIO IEPEMICTUTH 00’ €KT A Ha BIJICTaHb BKa3aHy y Oyb-

akiii 3miHHIA CollisionInfo y BinmoBigHuil HampsMOK TO 1€l 00’€KT He Oyne
nepeTuHaT 00’ ekT B, ane Oyae MakcumanbHO OJIM3BKO 10 1boro. HampsiMok mae
000B’SI3KOBE 3HAYCHHSI.

He muBnsuucek Ha Te, MO y TPUKYTHUX 30HAX BCHOTO TPU CTOPOHH, JIOTiKa
pe3ynbTaTy HE 3MIHUTHCS, & TaK K TPUKYTHUKH MPSMOKYTHI Ta pIBHOCTOPOHHI TO
BificTanb Y1 Ta ogHa 3 X-BijcTaHeH, 110 BIPIZHAIOTHCS 3aJI€KHO BiJl HAPaBICHHS
TPUKYTHHKa, OyayTh piBHI (1uB. puc. 3.6).

Taka cucreMa m03BOISIE KOHTPOJFOBATH HANIPSMKH 3ITKHEHb Ta KOPEr'yBaTH
MTOJIOKEHHS MK 00’ €KTaMH MaKCUMAaJILHO OJIM3bKO, HIOM BOHU JJOTHKAIOTHCS.

[Ticast TOrO SIK CTBOPEHO CUCTEMY 3I1TKHEHb, MEPIIY Mally Ta BiJOOpakeHHs

Ha €KpaHi JJ1si TOBHOLIIHHOTO ITPOBOIO PYIIIisl HE BUCTAYAE JIUILIE PYXOMHX 00’ €KTIB.
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CollisionInfo Rectangle::checkCollision(const Rectangle& box) {
int X1 = box.X + box.width - X;
int X2 = box.x - X - width;
if(x1<0]x2>0){

return { false };
¥
int yl = box.y + box.height - y;
int y2 = box.y - y - height;
if(yl<0]y2>0){
return { false };
}
if (yl!=0)yl=y1;
return { true, -x1,-x2,-y1,-y2 };

Pucynok 3.6 — [Ipukiajg po3paxyHKy BijacTaHei 3iTkHeHHs 3 Rectangle

3.7 CTBOpeHHd ciMelicTBAa CTBOPiHb TA iX MOBeTIHKH

Jlns peanizaiiii pyxoMux 00’€KTiB OyJI0 CTBOPEHO CiMeHCTBO KiaciB Entity,
mo € Hamagkamu Drawable. KopeneBuii abctpaktHuii kinac Entity oronormrye Ta
peajizye OCHOBHI aTpHOyTH Ta METOJM ISl YChOTO CIMEMCTBA, 3ajMINA0YM HE
MEePEBAHTAKEHUM JIMIIE METOJ act, KWW HamaAKd MaroTh IMEPEBAHTAKUTH Ta
BipTyasibHU# MeTo attack.

Knac-namanok Player nogae nuie oauH aTpuOyT — MOCUIJIAHHS HA CIHCOK
BOPOTIB, 3 SKUMHU BiH Ma€ B3a€MOJISATU Y MeXaHiIli 00F0.

Hpyruit Hamagok Enemy 3a ananoriero mMae nmocuiaaHHs Ha 00’ekT Player ta
Mae J0JAaTKOBY 3MiHHY-(JIar, 1110 MMOKa3ye YM 3HAWIeHa 1JIb JIJIs aTaKu.

OOwuBa HaIaIKK peati3yroTh MeTo attaCk cx0uM YMHOM — MEePEBIPSIETHCS
Yl € BOPOI/M y 30HI BpPa)XXEHHS Ta, SKIIO 1€ TaK, BUKIMKAIOTH y Il METOJ
takeDamage 3 mapameTpaMu MIKOJM Ta HAMPSIMKY yAapy.

KoskeH ctan mepeBaHTa)xye MeTOA act, sskuii BUKJIMKaeThest 3 00’ ety Player
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a6o Enemy. Cranu ajiss Enemy Bipi3HSIOTHCS BIJCYTHICTIO KEpyBaHHs 330BHi. J{jist
HUX JIOT1Ka KepyBaHHS 3aKpiIieHa y kjaaci Enemy.,

Jlpyroro BaXJIMBOIO (YHKITIE0 CTaHIB y CHCTEMi CTajia KepyBaHHS
aHIMaIlissMu TeKcTyp. KoxkeH cTaH 3aBaHTaXye CBiM HaOIp TEKCTYp, AKUH MO dep3i
BUBOAMTH Ha ekpaH. Okpemo ciia Buaintu ctanu Attack ta Death. [epmuit uekae
Ha TICBHUH KaJp JUII BUKJIMKY MeTo 1y attack, a nipyruii BUKOHY€E aHIMaIlito OJIH pa3
Ta 30epirae OCTaHHIO TEKCTYPY.

VYci cranu 30epiratloTbes y KOJIEKIII TUITy Map, 1o 30epirae napu « Tun ctany
— Crany y kiaci Entity. Takox 1ieii kiac 30epirae OCHJIaHHS Ha CIIMCOK CTiH, IO
nepenaeTbes 3 kiaacy Map uepe3 KOHCTPYKTOp, 3MiHHI ITapaMeTpiB 1CTOTH, TaKl SIK
KUIBKICTB 3I0POB’sl, IIBUJIKICTh, IIIKO/IA Ta MOJIOKEHHS y npocTopi. [jist mepeBipku
atraku € J1Bi TpsMokyTHI 3oHM hitbox Tta attackbox. Meron collissionUpdate
nepeBipsie 31TKHEHHS 3 yCIMa 30HaMU 31TKHEHb Ta BUIIPABIISAE MOJOKEHHS 3T1HO

pe3yJbTary.

3.8 IlpaBWibHe BiToOpakeHHs TEKCTYP Y BikHi

Tak gk po3mipu Mar, KaMepH Ta BIKHA IPHU BIAPIZHAIOTHCS YC1 KOOPAUHATH
NOTPiIOHO MEPETBOPUTH, a 3aralibHy KapTUHKY TPU MacITabyBaTu.

Jlnst mepuioi miti y KokeH MeToa render mepenaersest Kamepa, KOOpIUHATH
SKO1 B1IHIMAIOTBCS B/l KOOPJUHAT 00’ €KTY, 1110 MAJTFOETHCHL.

Hpyra mpoOiema BHPINIYEThCS MUIIXOM MOXJIHBOCTEeH O6i6mioTekun SDL.
3aBnsaku  Metony  SDL SetRenderTarget kmacy SDL Renderer  MoxxHa
nepeHanpaBUTH BUBIJI KAPTUHKH 3 €KpaHy Ha okpemuid 06’ ekt SDL._Texture.

VYci 00’eKTH MaNiolThesl Ha Il TEeKCTypl Yy MoBHOMY posmipi. IloTiM s
TEeKCTypa Macmradyerbes mia nmoTpiOuuii po3mip y metoni SDL RenderCopy, y
mapaMeTrpax SKOTO MOXHa TMepenaTH MPSMOKYTHHK IIJTbOBOTO €KpaHy (JIuB.

puc. 3.7).
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void Game::render() {

SDL_Texture* rawView = SDL_CreateTexture(renderer,
SDL_PIXELFORMAT_RGBA8888, SDL_TEXTUREACCESS_TARGET, camera.rect.w,
camera.rect.h);

¥

SDL_SetRenderTarget(renderer, rawView);

SDL_SetRenderDrawColor(renderer, OxXFF, OXFF, OxFF, OXFF);

SDL_RenderClear(renderer);

SDL_Rect back = { 0,0,camera.rect.w, camera.rect.h };

SDL_RenderCopy(renderer, background, NULL, &back);

screen->render(camera, renderer);

SDL_Rect pos{0,0,GAME_WIDTH,

camera.rect.h * (float)\ GAME_WIDTH / (float)camera.rect.w

b

/IClear screen

SDL_SetRenderTarget(renderer, NULL);

SDL_SetRenderDrawColor(renderer, OxXFF, OXFF, OxFF, OXFF);

SDL_RenderClear(renderer);

SDL_RenderCopy(renderer, rawView, NULL, &pos);

//Update screen

SDL_RenderPresent(renderer);

SDL_DestroyTexture(rawView);

Pucynok 3.7 — Kon MacmitabyBaHHSI KApTUHKH

3.9 Knac MeHerKepy JaHUX I'PH TA J0JATKOBI iIHCTPYMEHTH

barato KOMITIOHEHTIB CHCTEMH MarOTh MICTUTH ITOCHUJIaHHS Ha (paitnm Ta maHi
npo i ¢aiinu. Po3mingyBatu y KO)KHOMY KJ1aci CBO1 JaHl HE HalKparie pilieHHs,
ajpke mpu Oynb-sKik 3MiHI (PalijIoBOI CUCTEMU JOBEACTHCS 3HOBY IYKATH MICIS
cTapux JaHuX. Tomy Oys0 BUPIIIEHO CTBOPHUTH CTPYKTYpY, IO HEHTPATI30BAHO

MICTUTHUME yC1 TTIOTPiOH1 AaHi.
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Jlns 36epexkeHHs qaHux 0yino oOpaHo MoBy po3miTku XML. V karano3si rpu
ctBopeHo (aiin data.xml, skuit Oyme 30epiratu ycro moTpiOHY iH(popMAILiio.
BiamoBimHo 10 CTpykTypHm ¢aiiay CTBOpeHO HaOIp KiaciB, MO0 YOCOOIIOIOTH
eJeMeHTH (aiiy.

Knac Data 306epirae 00’€kTH IUX KJaciB Ta Y KOHCTPYKTOpI MpHiiMae
Bimkputuit Xml c¢ain, y sikomy mrykae MOTpiOHMI €leMEeHT Ta Tepeaae Horo
BIJIOBITHOMY 00’ €KTY, sIKUI 00po0IItoe ioro Ta 3anucye gaHi. 06’ ekt kinacy Data
CTBOpIOEThCS Yy Kiaci Game Ta mepefaerbcs y KOHCTPYKTOPH YCIM, XTO HOTO

notpebye (nuB. puc. 3.8).

struct Data {

TilesData tiles;

EntityData player;

EntityData bandit[2];

MenuData menu;

MapsData maps;

string backgroundPath;

bool set(XMLDocument& d) {
XMLElement* data = d.FirstChildElement("data™);
XMLElement* e = data->FirstChildElement("tiles");

tiles.set(e);

j3 s

Pucynok 3.8 — Knac Data

Takox Oysi0 ctBopeHo daiin Tools.h, y skomy 3amucano 101aTKOBI T00aTbHI
byHK11T, K1 MOXKYTh OYTH BUKOPUCTaHI Y OYyb-IKOMY MICII CUCTEMHU.
Bonu MicTath Taki GyHKIIIT:
— trim — dyHKIis 1T BUAATICHHS «HEBUANMHUX)» CHMBOJIIB 3 000X KIHIIIB pAKa,;
— split — «po3pizae» psAAOK HA MIAPSIKHA 32 BKA3aHUM PO3JIIIUTEIICM,;
— loadTexture — mpuiimae mocunanus Ha SDLRenderer Ta psAaok nutsxy 1o

¢aitny (3aBaHTa)Ky€e TEKCTYpy y IaM’sITh Ta MMOBEPTA€ MOCUJIAHHS Ha Hel).
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3.10 Orasa pe3yabTaTty

[Ticns 3amycKy Tpu Ha eKpaHi 3’ IBJISIETbCS TOJIOBHE MEHIO (TuB. puc. 3.9). [lns

no4yaTKy rpu Tpeba HaTucHyTH KHOtKy Play. J{ist Buxony 3 Hel kHomnka EXit.

Pucynok 3.9 — 'onoBHE MEHIO

[Ticns mepexony y rpy NMOYMHAETHCA yIpaBiiHHSA nepcoHaxkeMm. Ha ekpani
3’ SIBJISIETHCST OOME)KEHA YaCTHHA KapTH, Ha KN € MePCOHAK.

Kuagim A ta D BinoBi1at0Th 3a EpeCyBaHHs BJIIBO Ta BIIPABO BIAMOBIIHO.
Knagima SPACE Bianosigae 3a cTpuOok, a aTaka BUKOHYETHCS JIIBOKO KJIABIIIOIO
MHMIITI.

Ha xapti 3’sBHsIIOTBCS BOpPOTH, SIKUX Tpeba 370JaTH I TEpexoay Ha
HacTynHHUH piBeHb. 11[006 momomat BoporiB Tpeba BUKOPUCTOBYBATH «Y mapy, 110
BUKJIMKA€ETHCS JIIBOIO KJIaBiIO0 MUl BUKOpUCTOBYBaTH «Y 1ap» MOKJIMBO JIUIIIE
3HAXOSYHNCH HA 3eMII.

[Tomosani Boporu 3aduIiaroThCsl Ha 3eMJl 10 KiHI piBHA. [1ichs momonaHHs

yCiX BOPOTIB BIAKPUBAETHCS JOCTYII 10 HACTYIHOTO piBHS (auB. puc. 3.10).
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Pucynok 3.10 — IrpoBuii mpotec

3.11 BucHoBKM 10 po3aiay 3

Y TperboMy po3aiai OyJo ONUCAaHO MiHIMaldbHI BUMOTH 10 TpH. byio
peaizoBaHO CIIPOEKTOBaHY cucTeMy. CTBOPEHO yCl TOJIOBHI MEXaHIKH Ta MOETHAHO
yci Monyni cuctemu. PeanizoBaHOo cimelcTBa KJaciB ICTOT, CIIEH Ta CTaHiB.
CTBOpEHO nepiuii piBeHb 3 JormomMororo nporpamu Tiled Ta ronosHe MeHro. 'oTOBY

301pKy TIEpEeBIPEHO Ha MpaIe3/1aTHICTb.
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BUCHOBKHA

B pesynbrari kBamidikamiiinoi poOOTH po3po0JIeHO pPoOoYHMit  IrpOBHIA
3aCTOCYHOK Y *aHpi «muiatdopmep». s cTBOpeHHs A0JaTKy Oyjia BUKOPHCTaHA
0i0mioreka SDL Tta MoBa mporpamyBanHs C++. Byino BHUBYEHO TEXHOJOTIT
CTBOPEHHS 1rOp Ta JIOCIKEHO 0COOIUBOCTI BUKOpUCTaHHs 616mi0oTeku SDL.

VY mepmomy po3aim Oyia TpoaHai3oBaHA TMpeAMETHa 00yacTh. bynwm
MEPETJIIHYTI aHAJIOTH IIJTLOBOTO MPOIYKTY, OCHOBHI 1HCTPYMEHTH JUIsl peai3allii
3aCTOCYHKY Ta METO/| TallIHTY.

VY napyromy posnauii Oyna cnpoekTOoBaHA Ta MOOyJ0BaHA CTPYKTypa IpH, a
came Oyno ctBopeHo UML miarpamu: nmiarpama mpereieHTiB, aiarpaMa JIisiIbHOCTI
Ta JlarpaMma MOCHIAOBHOCTI. Takox OyJI0 CHOPOEKTOBAHO CUCTEMY KepyBaHHS
MOBEJIIHKOIO 00’ €KTIB.

Y TperboMy po3aini Oysio peanizoBaHO ycCl HEOOXigHI KOMIIOHEHTH TPH.
CtBOopeHO 0a30Be BIKHO IpOrpaMu, ITPOBI CIIEHU, CUCTEMa 31TKHEHb, CIMEHCTBO
CTBOPIHb, X TIOBE/IIHKA Ta IOAATKOBI IHCTpyMeHTH. OO’ €IHAHO yC1 MOJYJIi B OJIHY
CHCTEMY Ta MPOTECTOBAHO Ha MPaIe3JaTHICTb.

Y pesynbrari Oyj0o OTpUMAaHO ITPOBUM 3aCTOCYHOK, SKHUA € KOIITOBHUM
MPOYKTOM, SIKMII Ma€ CBOIO IiHY Ta BIUTUB Ha IrpoBY 1HAYCTpito. Bin mo3Bosie
3aJTy4UTH HOBUX JIFOJIEH 1O TOBAPUCTBA PO3POOHUKIB Irop, TOBAPUCTBA I'PaBILiB a00
TOBapHUCTBA O13HECMEHIB, sIKI CTBOPIOIOTH CBOI MUIBMOHHI ITPOB1 KOpIIOpaIlii.

Otxe, po3poOKa Irop € MEepPCrHeKTUBHOIO Taly33i0 PO3pOOKH MPOrPaMHOIO

3a0€e31eucHHS.
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JTOJNATOK A

Kon knaciB cimeiicTBa Screen Ta kiaacy Drawable

A.1 daiia Screens.h

#pragma once
#include "Drawable.h"
#include "Entity.h"
#include "Tools.h"
#include <filesystem>
#include <iostream>
#include <SDL_Image.h>
#include <string>
#include <vector>
namespace fs = std::filesystem;
using std::vector, std::string;
namespace myGame {
class Game;
class Screen : public Drawable {
protected:
Game *game,;
Data* data;
SDL_Renderer* renderer;
Screen(Game* _game, Data* data, SDL_Renderer* r) : game(_game), data(data), renderer(r) {}
h3
class MainMenu : public Screen {
SDL_Texture* playButtonTexture;
SDL_Texture* exitButtonTexture;
SDL_Rect play;
SDL_Rect exit;
int mX, mY;
bool mPressed,;

public:
MainMenu(Game* game, Data* data, SDL_Renderer* r);
virtual ~MainMenu() {}
virtual void render(Camera&, SDL_Renderer*) override;
virtual void act(Uint32) override;
virtual SDL_Rect getRect() override;
virtual SDL_Point getFocus() override;

¥

class Map : public Screen {
int curLvl,
int width, height;
int** tileNums;
int enemyCount;
vector<Collide*> walls;
vector<SDL_Texture*> tiles;
vector<Entity*> enemies;
Player* player;
Rectangle winZone;
public:
string error;
bool isError;
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private;

Map(Game*, Data*, SDL_Renderer*);

virtual ~Map();

virtual void render(Camera&, SDL_Renderer*) override;
virtual void act(Uint32) override;

virtual SDL_Rect getRect() override;

virtual SDL_Point getFocus() override;

bool loadTiles(XMLElement*);

bool loadObjects(XMLElement*, Data*, SDL_Renderer*);
bool loadTextures(SDL_Renderer*, Data*);

bool loadMapData();

bool nextLevel();

void restart();

A.2 daiia Screens.cpp

#include "Screens.h™
#include "Game.h"
using tinyxml2::XML_NO_ATTRIBUTE;
namespace myGame {
MainMenu::MainMenu(Game* game, Data* data, SDL_Renderer* r)

: Screen(game, data, r), play{ 0,0,0,0 }, exit{ 0,0,0,0 } {
playButtonTexture = loadTexture(renderer, data->menu.playButPath);
exitButtonTexture = loadTexture(renderer, data->menu.exitButPath);

play.w = data->menu.width * 10;
exit.w = data->menu.width * 10;
play.h = data->menu.height * 10;
exit.h = data->menu.height * 10;

play.x = game->CAMERA_WIDTH /2 - play.w / 2;
play.y = game->CAMERA_HEIGHT / 2 - play.h / 2 - 100;
exit.x = game->CAMERA_WIDTH / 2 - exitw / 2;

exit.y = game->CAMERA_HEIGHT / 2 - exit.h / 2 + 100;

void MainMenu::render(Camera& camera, SDL_Renderer* renderer) {

SDL_RenderCopy(renderer, playButtonTexture, NULL, &play);
SDL_RenderCopy(renderer, exitButtonTexture, NULL, &exit);

void MainMenu::act(Uint32 delay)

{

const Uint8* currentKeyStates = SDL_GetKeyboardState(NULL);
int mouseX = -1, mouseY = -1;

if (SDL_GetMouseState(&mouseX, &mouseY) & 1) {

mX = mouseX * game->CAMERA_WIDTH / game->GAME_WIDTH,;
mY = mouseY * game->CAMERA_HEIGHT / game->GAME_HEIGHT;
mPressed = true;

else if (mPressed) {
SDL_Point point(mX, mY);
if (SDL_PointInRect(&point, &play)) {
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mPressed = false;
game->setNewScreen(new Map(game, data, renderer));
return;

¥

if (SDL_PointInRect(&point, &exit)) {
mPressed = false;
SDL_Event event{};
event.type = SDL_QUIT,
event.quit.timestamp = SDL_GetTicks();
SDL_PushEvent(&event);

return;
}

}
¥
SDL_Rect MainMenu::getRect()
{

return { 0,0,0,0 };
¥
SDL_Point MainMenu::getFocus()
{

return SDL_Point();
}

Map::Map(Game *game, Data* data, SDL_Renderer* renderer) : Screen(game, data, renderer),
player(0), tileNums{ nullptr }, tiles{}, winZone(0,0,0,0), curLvl(1), enemyCount(0) {
loadTextures(renderer, data);
loadMapData();

}
Map::~Map() {
for (size_ti =0; i < height; i++)
delete[] tileNumsJi];
delete[] tileNums;

for (size_ti=0; i< walls.size(); i++)

{
¥

for (size_ti=0; i <tiles.size(); i++)

delete walls[i];

SDL_DestroyTexture(tiles[i]);

}
for (size_ti=0; i < enemies.size(); i++)
{
delete enemies|i];
}

delete player;

void Map::render(Camera& camera, SDL_Renderer* renderer) {
SDL_Rect pos ={0,0,32,32 };
for (size_t i = 0; i < height; i++)
{
for (size_tj = 0; j < width; j++)

if (tileNums[i][j] < 0) {

continue;
}
POS.X = j * pos.w;
pos.y =i * pos.h;

if (SDL_Haslntersection(&pos, &camera.rect) == SDL_TRUE) {
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pOS.X -= camera.rect.x;
pos.y -= camera.rect.y;

SDL_RenderCopy(renderer, tiles[tileNumsJi][j]], NULL, &pos);
}

#ifdef DEBUG
for (Collide* hitBox : walls)
{

hitBox->drawBorder(renderer, camera);
#endif // DEBUG
player->render(camera, renderer);

for (Entity* enemy : enemies) {
enemy->render(camera, renderer);
}

}

void Map::act(Uint32 delay)

{
const Uint8* currentKeyStates = SDL_GetKeyboardState(NULL);

if (currentKeyStates|]SDL_SCANCODE_ESCAPE])

{
game->setNewScreen(new MainMenu(game, data, renderer));
return;

}
player->act(delay);
for (Entity* enemy : enemies) {
enemy->act(delay);
if (enemy->isDead()) enemyCount--;
}
if (player->isDead()) {
/IDEAD
}

if (player->getHitBox().checkCollision(winZone) && enemyCount == 0) {
/IWIN
}

}

SDL_Rect Map::getRect()

{
return SDL_Rect{ 0,0,width * 32,height * 32 };

}
SDL_Point Map::getFocus()
{

return player->getFocus();

bool Map::loadTextures(SDL_Renderer* renderer, Data* data) {
string folder = data->tiles.place;
for (int i = 0; i < data->tiles.count; i++) {
string nameFile ="";
if (i <10) nameFile ="0";
nameFile += std::to_string(i) + "." + data->tiles.type;

SDL_Texture* newTexture = loadTexture(renderer, folder + nameFile);
if (newTexture == NULL) return false;

tiles.push_back(newTexture);
}
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#ifdef DEBUG

for (const auto& entry : fs::directory _iterator(folder)) {
std::cout << entry.path() << std::endl;

#endif // DEBUG

}
bool Map::loadMapData()

{

}

string path = data->maps.place + std::to_string(curLvl) + ".tmx";
XMLDocument doc;
doc.LoadFile(path.c_str());
XMLElement* map = doc.FirstChildElement("map");
map->QuerylntAttribute("width", &width);
map->QueryIntAttribute("height”, &height);
if (width == 0 || height ==0) {

isError = true;
error = "Failed read width/height data";

}
else {
tileNums = new int* [height];
for (size_ti =0; i < height; i++)
{
tileNums[i] = new int[width];
}
loadTiles(map->FirstChildElement("layer"));
loadObjects(map->FirstChildElement("objectgroup™), data, renderer);
}

return false;

bool Map::nextLevel()

{

curLvl++;

if (curLvl == data->maps.count) {
game->setNewScreen(new MainMenu(game, data, renderer));
return true;

}

if (tileNums != nullptr) {
for (size_ti = 0; i < height; i++)

{
if (tileNums != nuliptr)
delete[] tileNumsJi];

delete[] tileNums;

}

loadMapData();

void Map::restart()

curLvl =1;
loadMapData();

}
bool Map::loadTiles(XMLElement* layer) {

string data = layer->FirstChildElement("data")->GetText();
if (data.empty()) return false;
data = trim(data);
vector<string> lines;
split(data, lines, 10);
if (lines.size() != height) return false;
vector<string> buf;
for (size_ti=0; i < height; i++) {
split(lines[i], buf, ',";
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#ifdef DEBUG

#endif // DEBUG

if (buf.size() < width) return false;

for (int j = 0; j < width; j++) {
tileNums[i][j] = stoi(buf[j]) - 1;

}

bool a=0;

for (size_ti=0; i < height; i++)

for (size_t j = 0; j < width; j++)
{
printf("%2d, ", tileNums[i][j]);

¥
printf(*\n");

return true;

bool Map::loadObjects(XMLElement* objectgroup, Data* data, SDL_Renderer* r)

{

return false;

return false;

player, r));

false;

false;

XMLElement* element = objectgroup->FirstChildElement("object™);
if (element == NULL) return false;
while (element 1= NULL) {

intx=0,y=0;

string type = element->Attribute("type");

if (type.empty()) return false;

if (element->QueryIntAttribute("x", &x) == XML_NO_ATTRIBUTE) return false;
if (element->QueryIntAttribute("y", &y) == XML_NO_ATTRIBUTE) return false;

if (type =="rect") {
intw=0,h=0;
if (element->QuerylIntAttribute("width", &w) == XML_NO_ATTRIBUTE)

if (element->QuerylIntAttribute("height”, &h) == XML_NO_ATTRIBUTE)

walls.push_back(new Rectangle(x, y, w, h));

else if (type == "triangle™)

string name = element->Attribute("name");

if (name == "right")
walls.push_back(new RightTriangle(x, y - RightTriangle::SIDE));
else walls.push_back(new LeftTriangle(x, y));
}
else if (type == "playerSpawn")

player = new Player(X, y, &data->player, walls, enemies, r);

else if (type == "enemy") {
enemies.push_back(new Enemy(X, y, &data->bandit[rand() % 2], walls,

enemyCount++;
else if(type == "win") {

intw=0,h=0;
if (element->QueryIntAttribute("width", &w) == XML_NO_ATTRIBUTE) return
if (element->QueryIntAttribute("height”, &h) == XML_NO_ATTRIBUTE) return

winZone = Rectangle(x, y, w, h);
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element = element->NextSiblingElement("object");

¥

return true;




JTONATOK B

Kona kiacis cimelictBa Entity

b.1 ®aiia Entity.h
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#pragma once

#include "Drawable.h"
#include "Enums.h"

namespace myGame {
class Entity : public Drawable {
protected:

public:

¥

float x, y;

float speedY;

int health, damage;
Direction lookDir;
Direction hurtDir;

[Istates

map<States, State*> states;
States currentState;
/lcollides
vector<Collide*>& walls;

Rectangle hitBox;
Rectangle attackBox;

static const int GRAVITY = 600;

static const int MAXSPEEDY = 200;

static const int MAXSPEEDX = 200;

Entity(int, int, int, int, EntityData*, vector<Collide*>&, SDL_Renderer*);
virtual ~Entity();

float getX() const;

float getY() const;

float getSpeedY () const;

void setSpeedY (float);

Direction getLookDir();
Direction getHurtDir();

bool isDead();

void setState(States);

virtual void move(Direction, Uint32);
void jump();

void takeDamage(int, Direction);
virtual void attack() = 0;
Rectangle& getHitBox();

bool onGround();

void collissionUpdate();

virtual SDL_Rect getRect() override;
virtual SDL_Point getFocus() override;
virtual void render(Camera& camera, SDL_Renderer* renderer) override;

class Player : public Entity {
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vector<Entity*>& enemies;
public:
Player(int x, int y, EntityData* data, vector<Collide*>& ground, vector<Entity*>& enemies,
SDL_Renderer*r);
virtual ~Player();

virtual void attack() override;
virtual void act(Uint32 delay) override;

¥

class Enemy : public Entity {
Player* player;
bool targetSpotted;
public:
Enemy(int x, inty, EntityData* data, vector<Collide*>& ground, Player* player,
SDL_Renderer*r);
virtual ~Enemy();

virtual void move(Direction dir, Uint32 delay) override;
virtual void attack() override;
virtual void act(Uint32 delay) override;

B.2 ®aiin Entity.cpp

#include "Entity.h"

namespace myGame {
Entity::Entity(int X, int y, int health, int damage, EntityData* data, vector<Collide*>& walls,

SDL_Renderer*r) :

x{ (float)x }, y{ (float)y }, health{ health }, damage{ damage }, walls{ walls }, currentState{
States::Idle },

hitBox{ x - data->hitW / 2, y - data->hitH,data->hitW,data->hitH }, attackBox{ x, y -
hitBox.height / 2 - attackBox.height / 2,data->attack\W,data->attackH },

lookDir{ Direction::Right }, hurtDir{ Direction::Left }, speedY{ 0 }

{
int w = data->width;
int h = data->height;

}

Entity::~Entity()

{

}

float Entity::getX() const {
return x;

}

float Entity::getY() const {
returny;

}

float Entity::getSpeedY() const {
return speedY;
¥

void Entity::setSpeedY (float speed)
{
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speedY = speed;

}ISirection Entity::getHurtDir()
¢ return hurtDir;

gool Entity::isDead()

i return health <= 0;

Direction Entity::getLookDir() {
return lookDir;
}

void Entity::setState(States state) {
if (currentState == state) return;
currentState = state;
auto result = states.find(state);
if (result 1= states.end()) {

result->second->reset();

}

}

void Entity::move(Direction dir, Uint32 delay)
{
int dop = MAXSPEEDX * delay / 1000;
switch (dir)
{
case myGame::Direction::Right:
X += dop;
break;
case myGame::Direction;:Left:
X -=dop;
break;
default:
break;
}

}
void Entity::jump()
{

setState(States::Jump);
speedY = -(float)MAXSPEEDY:

void Entity::takeDamage(int damage, Direction dir)

if (health > 0) {
health -= damage;

}

if (health > 0) {
setState(States::Hurt);
hurtDir = dir;

}

else {

setState(States::Death);
}
}
Rectangle& Entity::getHitBox() {
hitBox.setPos(x - hitBox.width / 2, y - hitBox.height);
return hitBox;
}
bool Entity::onGround()
{

for (Collide* wall : walls) {
if (wall->checkCollision(x - hitBox.width /2 + 1, y + 1) || wall->checkCollision(x +




hitBox.width /2 - 1,y + 1))

}

return false;

return true;

}
void Entity::collissionUpdate()

for (Collide* wall : walls) {
if (CollisionInfo info = wall->checkCollision(getHitBox())) {
int_x = std::abs(info.x1) < std::abs(info.x2) ? info.x1 : info.x2;
int _y = std::abs(info.y1) < std::abs(info.y2) ? info.y1 : info.y2;

if (std::abs(_x) < std::abs(_y)) {

X+=_X;
}
else {
Yy += v
if Cy>0)y++;
speedY =0;
}
}
}
}
SDL_Rect Entity::getRect()
{
return getHitBox().getRect();
}
SDL_Point Entity::getFocus()
{
return { (int)x,(int)y - hitBox.height/ 2 };
}

Player::Player(int x, int y, EntityData* data, vector<Collide*>& ground, vector<Entity*>& enemies,

SDL_Renderer*r)

: Entity(x, y, 100, 50, data, ground, r), enemies{ enemies } {

int w = data->width;

int h = data->height;

states[States::Attack] = new AttackState(this, w, h, &data->attack, data->type, r);

states[States::Death] = new DeathState(this, w, h, &data->death, data->type, r);

states[States::Hurt] = new HurtState(this, w, h, &data->hurt, data->type, r);

states[States::Idle] = new IdleState(this, w, h, &data->idle, data->type, r);

states[States::Jump] = new JumpState(this, w, h, &data->jump, data->type, r);

states[States::Run] = new RunState(this, w, h, &data->run, data->type, r);

}

Player::~Player() {
delete states[States::Attack];
delete states[States::Death];
delete states[States::Hurt];
delete states[States::1dle];
delete states[States::Jump];
delete states[States::Run];

¥

void Player::attack()

if (lookDir == Direction::Left)
attackBox.setPos(x - attackBox.width, y - hitBox.height / 2 - attackBox.height / 2);
else
attackBox.setPos(x, y - hitBox.height / 2 - attackBox.height / 2);
for (Entity* enemy : enemies) {
if (attackBox.checkCollision(enemy->getHitBox())) {
enemy->takeDamage(damage, lookDir);
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}
}
}
void Player::act(Uint32 delay) {
float oldX = x;
states[currentState]->act(delay);
if (oldX <x) {

lookDir = Direction::Right;

}
else if (oldX > x) {

lookDir = Direction::Left;
}

y +=speedY * delay / 1000;
collissionUpdate();

if (lonGround()) {
speedY += (float)(delay * GRAVITY) / 1000;

speedY = std::min((float) MAXSPEEDY, speedY);
if(currentState = States::Hurt)
setState(States::Jump);
}
else {
speedY =0;

}
if (isDead()) setState(States::Death);

void Entity::render(Camera& camera, SDL_Renderer* renderer) {
states[currentState]->render(camera, renderer);
#ifdef DEBUG
SDL_Rectpos ={x,y,1,1 };
if (SDL_HasIntersection(&pos, &camera.rect) == SDL_TRUE) {
pos.x -= camera.rect.x;
pos.y -= camera.rect.y;
SDL_SetRenderDrawColor(renderer, 0x00, 0x00, OxFF, OxFF);
SDL_RenderDrawLine(renderer, pos.x, pos.y, pos.x + 10, pos.y);
SDL_SetRenderDrawColor(renderer, OxFF, 0x00, 0x00, OxFF);
SDL_RenderDrawLine(renderer, pos.X, pos.y, pos.x, pos.y + 10);
}
hitBox.drawBorder(renderer, camera);
attackBox.drawBorder(renderer, camera);
#endif // DEBUG
}
Enemy::Enemy(int x, int y, EntityData* data, vector<Collide*>& ground, Player* player,
SDL_Renderer*r)
: Entity(Xx, y, 100, 25, data, ground, r), player{ player }, targetSpotted{ false }

{
int w = data->width;
int h = data->height;
states[States::Attack] = new EnemyAttackState(this, w, h, &data->attack, data->type, r);
states[States::Death] = new EnemyDeathState(this, w, h, &data->death, data->type, r);
states[States::Hurt] = new EnemyHurtState(this, w, h, &data->hurt, data->type, r);
states[States::ldle] = new EnemyldleState(this, w, h, &data->idle, data->type, r);
states[States::Jump] = new EnemyJumpState(this, w, h, &data->jump, data->type, r);
states[States::Run] = new EnemyRunState(this, w, h, &data->run, data->type, r);

}

Enemy::~Enemy() {
delete states[States:: Attack];
delete states[States::Death];
delete states[States::Hurt];
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delete states[States::1dle];
delete states[States::Jump];
delete states[States::Run];

¥
void Enemy::move(Direction dir, Uint32 delay)

{
float dop = (float)MAXSPEEDX * (float)delay * 0.0005;

switch (dir)

{

case myGame::Direction::Right:
X += dop;
break;

case myGame::Direction::Left:
x -= dop;
break;

default:
break;

}

}

void Enemy::attack()

if (lookDir == Direction::Left)
attackBox.setPos(x - attackBox.width, y - hitBox.height / 2 - attackBox.height / 2);
else
attackBox.setPos(x, y - hitBox.height / 2 - attackBox.height / 2);
if (attackBox.checkCollision(player->getHitBox())) {
player->takeDamage(damage, lookDir);

}
}
void Enemy::act(Uint32 delay) {
if (isDead()) {
setState(States::Death);
}
else {

int distanceToPlayerX = player->getX() - getX();
if (abs(distanceToPlayerX) < 100) {
targetSpotted = true;
if (distanceToPlayerX < 0) lookDir = Direction::Left;
else if (distanceToPlayerX > Q) lookDir = Direction::Right;
}

else {

}

if (currentState == States::Hurt || currentState == States::Death || currentState ==

targetSpotted = false;

States::Attack) {
targetSpotted = false;

}
else {
bool onGroundTemp = onGround();
if (onGroundTemp) {
/to idle:

if (ItargetSpotted || player->isDead()) {
setState(States::Idle);

else {
/Ito attack:
if (abs(distanceToPlayerX) < attackBox.getRect().w) {
setState(States:: Attack);
}
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[Ito run:
else setState(States::Run);
¥
}
/to jump:
else {
setState(States::Jump);

if (targetSpotted) {
move(lookDir, delay);
}

}

states[currentState]->act(delay);

if (lonGround()) {
speedY += (float)(delay * GRAVITY) / 1000;
speedY = std::min((float)MAXSPEEDY, speedY);

}
y +=speedY * delay / 1000;
collissionUpdate();
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#include "Collide.h"
#include "Entity.h"

namespace myGame {

CollisionInfo RightTriangle::checkCollision(const Rectangle& box) {

if (box.y + box.height <) return { false };
if (box.x > x + SIDE) return { false };

int x1 = X - box.x - box.width;
if (x1 > 0) return { false };

inty2 =y + SIDE - box.y;
if (y2 <0) return{ false };

int Xdif = std::max(x1+SIDE, 0);

inttopY =y + Xdif;

intyl =topY - box.y - box.height;

if (y1 > 0) return { false };

int X2 = box.x > x ? box.x + box.width : y1;

return{ true, x1,x2,y1,y2 };

CollisionInfo RightTriangle::checkCollision(const int _x, const int _y)

{

¥

if (_y <y) return { false };
if ( x>x+ SIDE) return { false };

intx1=x-_x;
if (x1 > 0) return { false };

inty2 =y + SIDE - _y;
if (y2 <0) return{ false };

int Xdif = std::max(x1 + SIDE, 0);
inttopY =y + Xdif;

intyl =topY - _y;

if (yl >0) return { false };
intx2=_x>x?_x:yl;

return{ true, x1,x2,y1,y2 };

CollisionInfo LeftTriangle::checkCollision(const Rectangle& box) {

if (box.y + box.height <y) return { false };
if (box.x > x + SIDE) return { false };

int X1 = X - box.x - box.width;
if (x1 > 0) return { false };

inty2 =y + SIDE - box.y;
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if (y2 <0) return{ false };

int Xdif = std::max(box.x - x, 0);

int topY =y + Xdif;

intyl =topY - box.y - box.height;

if (yl > 0) return { false };

int X2 = box.x < x ? x + SIDE - box.x : -y1;

return{ true, x1,x2,y1,y2 };

CollisionlInfo LeftTriangle::checkCollision(const int _X, const int _y)
{

if (y<y)return {false };

if (x> x+ SIDE) return { false };

intx1=x-_x;
if (x1 > 0) return { false };

inty2 =y + SIDE - _y;

if (y2 <0) return{ false };

int Xdif = std::max(_x - x, 0);
inttopY =y + Xdif;

intyl =topY - _y;

if (y1 > 0) return { false };
intx2=_x<x?x+SIDE- _x:-yl;

return{ true, x1,x2,y1,y2 };
¥
CollisionInfo Rectangle::checkCollision(const Rectangle& box) {
int x1 = box.x + box.width - x;
int X2 = box.x - X - width;
if(xX1<0||x2>0){
return { false };
}

int yl = box.y + box.height - y;
inty2 = box.y -y - height;
if(yl<0]y2>0){

return { false };

}

if (y11=0){
yl=yl;

}

return { true, -x1,-x2,-y1,-y2 };
}

CollisionInfo Rectangle::checkCollision(const int _X, const int _y)
{
intxl=_x-Xx;
int x2 = _X - X - width;
if(xX1<0]|x2>0){
return { false };
}

intyl=_y-vy;

inty2 =_y -y - height;

if (y1<0]|y2>0){
return { false };

}

return { true, -x1,-x2,-y1,-y2 };
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void RightTriangle::drawBorder(SDL_Renderer* renderer, Camera& camera)

SDL_Rect pos{ x,y,SIDE,SIDE };

if (SDL_HaslIntersection(&pos, &camera.rect) == SDL_TRUE) {
pos.x -= camera.rect.x;
pos.y -= camera.rect.y;
SDL_SetRenderDrawColor(renderer, 0x00, 0x00, OXFF, OxFF);
SDL_RenderDrawRect(renderer, &pos);
SDL_SetRenderDrawColor(renderer, OxFF, 0x00, 0x00, OxFF);
SDL_RenderDrawLine(renderer, pos.x, pos.y + SIDE, pos.x + SIDE, pos.y + SIDE);
SDL_RenderDrawLine(renderer, pos.x + SIDE, pos.y, pos.x + SIDE, pos.y + SIDE);
SDL_RenderDrawL.ine(renderer, pos.x + SIDE, pos.y, pos.x, pos.y + SIDE);

}

void LeftTriangle::drawBorder(SDL_Renderer* renderer, Camera& camera)

SDL_Rect pos{ x,y,SIDE,SIDE };

if (SDL_HasIntersection(&pos, &camera.rect) == SDL_TRUE) {
pos.x -= camera.rect.x;
pos.y -= camera.rect.y;
SDL_SetRenderDrawColor(renderer, 0x00, 0x00, OXFF, OXFF);
SDL_RenderDrawRect(renderer, &pos);
SDL_SetRenderDrawColor(renderer, OxFF, 0x00, 0x00, OxFF);
SDL_RenderDrawL.ine(renderer, pos.x, pos.y + SIDE, pos.x + SIDE, pos.y + SIDE);
SDL_RenderDrawLine(renderer, pos.X, pos.y, pos.X, pos.y + SIDE);
SDL_RenderDrawLine(renderer, pos.X, pos.y, pos.x + SIDE, pos.y + SIDE);

}
}
void Rectangle::drawBorder(SDL_Renderer* renderer, Camera& camera)
{
SDL_Rect pos{ x,y,width,height };
if (SDL_HasIntersection(&pos, &camera.rect) == SDL_TRUE) {
pos.x -= camera.rect.x;
pos.y -= camera.rect.y;
SDL_SetRenderDrawColor(renderer, OxFF, 0x00, 0x00, OxFF);
SDL_RenderDrawRect(renderer, &pos);
}
}
CollideType RightTriangle::getType()
{

return CollideType::RightTriangle;
}
CollideType LeftTriangle::getType()
{

return CollideType::LeftTriangle;

}
CollideType Rectangle::getType()

¢ return CollideType::Rectangle;
}
void Collide::setPos(int x, int y)
{
this->x = x;
this->y = y;
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#pragma once

#include "Data.h"
#include "Enums.h"
#include "Tools.h"
#include <map>

#include <SDL.h>
#include <vector>

using std::map, std::vector;

namespace myGame {

class Entity;

class State {

protected:
intw, h;
Entity* entity;
vector<SDL_Texture*> frames;
int currentFrame;
Uint32 timer;
SDL_RendererFlip flip;

public:
State(Entity* e, int _w, int _h, StateData* data, string type, SDL_Renderer™* r);
virtual void act(Uint32 delay);
virtual void reset();
void render(Camera& camera, SDL_Renderer* renderer);
virtual ~State();
}.

/[Player States
class IdleState : public State {

public:
IdleState(Entity™* entity, int _w, int _h, StateData* data, string type, SDL_Renderer* renderer)
: State(entity, _w, _h, data, type, renderer) {}
virtual void act(Uint32 delay) override;
virtual ~IdleState() {}
h
/[Enemy States
class EnemyldleState : public State {
public:
EnemyldleState(Entity* entity, int _w, int _h, StateData* data, string type, SDL_Renderer*

renderer)

: State(entity, _w, _h, data, type, renderer) {}

virtual void act(Uint32 delay) override;
virtual ~EnemyldleState() {}
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I'.2 daiia State.cpp

#include "Drawable.h"
#include "Entity.h"
#include "Game.h"
#include "State.h"

namespace myGame {
//State

State::State(Entity™ e, int _w, int _h, StateData* data, string type, SDL_Renderer*r) :
entity{ e }, frames{}, currentFrame{ 0 }, timer{ 0 }, flip{ SDL_FLIP_NONE }, w{ _w} h{ _h

}
{
for (inti =0; i < data->count; i++) {
string name =i<107?"0": ™",
name += std::to_string(i) + "." + type;
SDL_Texture* buf = loadTexture(r, data->place + name);
if (buf == NULL) {
printf("Error state loading!\n");
getError();
else frames.push_back(buf);
}
}
void State::act(Uint32 delay)
{
timer += delay;
if (timer >= 100) {
currentFrame++;
if (currentFrame == frames.size())
currentFrame = 0;
timer -= 100;
}
void State::reset()
{
currentFrame = 0;
timer = 0;
void State::render(Camera& camera, SDL_Renderer* renderer)
{
currentFrame = min(currentFrame, frames.size() - 1);
SDL_Rect pos = { entity->getX() - w/ 2, entity->getY() - h, w, h };
if (SDL_HaslIntersection(&pos, &camera.rect) == SDL_TRUE) {
pos.x -= camera.rect.x;
pos.y -= camera.rect.y;
if (entity->getLookDir() == Direction::Left) flip = SDL_FLIP_HORIZONTAL,;
else if (entity->getLookDir() == Direction::Right) flip = SDL_FLIP_NONE;
SDL_RenderCopyEx(renderer, frames[currentFrame], NULL, &pos, 0.f, NULL, flip);
#ifdef DEBUG

SDL_SetRenderDrawColor(renderer, OxFF, 0x00, 0x00, OxFF);
SDL_RenderDrawRect(renderer, &pos);
#endif // DEBUG

}

¥
State::~State()

for (SDL_Texture* t : frames) {
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SDL_DestroyTexture(t);

}
}
/lldleState
void IdleState::act(Uint32 delay)
{
State::act(delay);
const Uint8* currentKeyStates = SDL_GetKeyboardState(NULL);
if (currentKeyStates|[SDL_SCANCODE_A])
{
entity->move(Direction::Left, delay);
entity->setState(States::Run);
}
else if (currentKeyStates]SDL_SCANCODE_D])
{
entity->move(Direction::Right, delay);
entity->setState(States::Run);
}
if (entity->onGround()) {
entity->setState(States::Jump);
}
else if (currentKeyStates|SDL_SCANCODE_SPACE])
{
entity->jump();
}
else if (SDL_GetMouseState(NULL, NULL) & 1) {
entity->setState(States:: Attack);
}
}
/[RunState
void RunState::act(Uint32 delay)
{
State::act(delay);
const Uint8* currentKeyStates = SDL_GetKeyboardState(NULL);
if (lentity->onGround()) {
entity->setState(States::Jump);
}
if (currentKeyStates]SDL_SCANCODE_SPACE])
{
entity->jump();
}
if (SDL_GetMouseState(NULL, NULL) & 1) {
entity->setState(States:: Attack);
}
else if (currentKeyStates[SDL_SCANCODE_A])
{
entity->move(Direction::Left, delay);
}
else if (currentKeyStates[SDL_SCANCODE_D])
{
entity->move(Direction::Right, delay);
}
else {
entity->setState(States::1dle);
}
}
/JumpState
void JumpState::act(Uint32 delay)
{

const Uint8* currentKeyStates = SDL_GetKeyboardState(NULL);
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if (currentKeyStates]SDL_SCANCODE_A])

{
entity->move(Direction::Left, delay);
}
if (currentKeyStates[SDL_SCANCODE_D])
{
entity->move(Direction::Right, delay);
}
int speedY = entity->getSpeedY ();
if (speedY < 0) currentFrame = 0;
else if (speedY > 0) currentFrame = 2;
else currentFrame = 1;

if (entity->onGround()) {
entity->setState(States::1dle);

}
}
//AttackState
void AttackState::reset()
{
State::reset();
ended = false;
cooldown = false;
}

void AttackState::act(Uint32 delay)
if (ended) {
const Uint8* currentKeyStates = SDL_GetKeyboardState(NULL);

if (currentKeyStates|SDL_SCANCODE_A])
{

entity->move(Direction::Left, delay);
entity->setState(States::Run);

}
else if (currentKeyStates|SDL_SCANCODE_D])

{
entity->move(Direction::Right, delay);
entity->setState(States::Run);

}
else if (currentKeyStates[SDL_SCANCODE_SPACE])
{

entity->jump();

}
else if (SDL_GetMouseState(NULL, NULL) & 1) {

reset();
}
else
{
entity->setState(States::1dle);
}
}
else {

timer += delay;
if (timer >=100) {
currentFrame++;
if (currentFrame == frames.size())
{
currentFrame = 0;
ended = true;
}
timer -= 100;

}

if (currentFrame == 1 && !cooldown) {
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entity->attack();
cooldown = true;

}

}
}
void HurtState::reset()
{

hurtTimer = 0;

State::reset();
}

void HurtState::act(Uint32 delay)

if (hurtTimer == 0) {
entity->setSpeedY (-25);
}

hurtTimer += delay;

if (hurtTimer > 500) {
entity->setState(States::Idle);

}

State::act(delay);
entity->move(entity->getHurtDir(), delay);
}

void DeathState::act(Uint32 delay)
{

if (currentFrame != frames.size() - 1)
State::act(delay);
}

/[Enemy States
void EnemyldleState::act(Uint32 delay)

{
State::act(delay);

}
void EnemyRunState::act(Uint32 delay)

{
State::act(delay);

entity->move(entity->getLookDir(), delay);

void EnemyJumpState::act(Uint32 delay)

/lif (entity->onGround()) {

I entity->setState(States::Idle);
I}
void EnemyAttackState::reset()

{
State::reset();

ended = false;
cooldown = false;

void EnemyAttackState::act(Uint32 delay)
{

if (ended) {
entity->setState(States::1dle);

}

else {

timer += delay;
if (timer >=100) {
currentFrame++;
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if (currentFrame == frames.size())

{
currentFrame = 0;
ended = true;

}

timer -=100;

}

if (currentFrame == 4 && !cooldown) {
entity->attack();
cooldown = true;

}

void EnemyDeathState::act(Uint32 delay)
{

if (currentFrame != frames.size() - 1)
State::act(delay);

void EnemyHurtState::reset()

{
hurtTimer = 0;
State::reset();
}
void EnemyHurtState::act(Uint32 delay)
{

hurtTimer += delay;
if (hurtTimer > 1250 + rand()%250) {
entity->setState(States::1dle);

State::act(delay);
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#pragma once
#include "Enums.h"
#include "tinyxml2.h"
#include <iostream>
#include <string>

using tinyxml2::XMLElement, tinyxml2::XMLDocument, tinyxml2::XML_SUCCESS;
using std::string;

namespace myGame {
struct TilesData {
string type, place;
int count, width, height;
bool set(XMLElement* e) {
type = e->Attribute("type");
if (type.empty()) return false;
place = e->Attribute("place™);
if (place.empty()) return false;
if (e->QuerylIntAttribute(“count”, &count) '= XML_SUCCESS) return false;
if (e->QueryIntAttribute("width"”, &width) '= XML_SUCCESS) return false;
if (e->QueryIntAttribute("height", &height) '= XML_SUCCESS) return false;
return true;
}
h
struct StateData {
int count;
string place;
bool set(XMLElement* e) {
place = e->Attribute("place");
if (place.empty()) return false;

if (e->QuerylIntAttribute("count”, &count) '= XML_SUCCESS) return false;
return true;

}

h
struct EntityData {

string type;

int width, height;

int hitW, hitH;

int attackW, attackH;

StateData attack;

StateData death;

StateData hurt;

StateData idle;

StateData jump;

StateData run;

bool set(XMLElement* e) {
type = e->Attribute("type");
if (type.empty()) return false;
if (e->QuerylntAttribute("width", &width) = XML_SUCCESS) return false;
if (e->QuerylntAttribute("height", &height) != XML_SUCCESS) return false;
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if (e->QuerylntAttribute("hitw", &hitw) = XML_SUCCESS) return false;
if (e->QuerylntAttribute("hitH", &hitH) 1= XML_SUCCESS) return false;
if (e->QuerylntAttribute("attackW", &attackW) != XML_SUCCESS) return false;
if (e->QuerylntAttribute("attackH", &attackH) 1= XML_SUCCESS) return false;
XMLElement* e2;

e2 = e->FirstChildElement(“attack™);

if (e2 == nullptr) return false;

if (lattack.set(e2)) return false;

e2 = e->FirstChildElement("death™);

if (e2 == nullptr) return false;

if (death.set(e2)) return false;

e2 = e->FirstChildElement("hurt");

if (€2 == nullptr) return false;

if ('hurt.set(e2)) return false;

e2 = e->FirstChildElement("idle™);

if (€2 == nullptr) return false;

if (lidle.set(e2)) return false;

e2 = e->FirstChildElement("jump");

if (e2 == nullptr) return false;

if ('jump.set(e2)) return false;

e2 = e->FirstChildElement(*run™);

if (e2 == nullptr) return false;

if ('run.set(e2)) return false;

return true;

}
h
struct MenuData {
int width, height;
string playButPath;
string exitButPath;
bool set(XMLElement* e) {
if (e->QueryIntAttribute("width", &width) 1= XML_SUCCESS) return false;
if (e->QuerylIntAttribute("height”, &height) '= XML_SUCCESS) return false;
XMLElement* e2;
e2 = e->FirstChildElement("play");
if (€2 == nullptr) return false;
playButPath = e2->Attribute("path");
if (playButPath.empty()) return false;

e2 = e->FirstChildElement("exit™);
if (e2 == nullptr) return false;
exitButPath = e2->Attribute("path");
if (exitButPath.empty()) return false;
return true;

h
struct MapsData {
string type, place;
int count;
bool set(XMLElement* e) {
type = e->Attribute("type");
if (type.empty()) return false;
place = e->Attribute("place");
if (place.empty()) return false;
if (e->QuerylntAttribute("count”, &count) '= XML_SUCCESS) return false;
return true;

}
h
struct Data {

TilesData tiles;
EntityData player;
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EntityData bandit[2];

MenuData menu;

MapsData maps;

string backgroundPath;

bool set(XMLDocument& d) {
XMLElement* data = d.FirstChildElement("data");
XMLElement* e;
e = data->FirstChildElement("tiles");
tiles.set(e);
e = data->FirstChildElement("player");
player.set(e);
e = data->FirstChildElement("bandit1");
bandit[0].set(e);
e = data->FirstChildElement("bandit2");
bandit[1].set(e);
e = data->FirstChildElement("menu™");
menu.set(e);
e = data->FirstChildElement("maps");
maps.set(e);
e = data->FirstChildElement(*background™);
backgroundPath = e->Attribute("path");
return true;




