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PEDEPAT

KBanidikariiitna po6ora 6akanapa «Po3pobka Bedbirop 3acodamu JavaScript
ta WebGL»: 82 c., 30 puc., 9 mxepen, 2 momaTku.

BEBI'PA, ITPOBUI PVYIIIM, PO3POBKA II'OP, 3D-TPA®IKA,
JAVASCRIPT, WEBGL.

OO0’ ext mocmimkeHns — Bukopuctanus WebGL st po3poOku BeGirop.

Merta po6oTH: JOCTIKEHHS MPOIECy PO3POOKH IrPOBOIO PYIIisi Ta po3poOKa
BeOrpu Ha Horo ocHoB1 3acobamu JavaScript Ta WebGL.

Meroa 10CiIKEHHS — METOJIM TPOrPaMHOI 1HKEHEPIi.

Y po6oTi MpoBEIEHO IOCTIHKEHHS IPOIECy PO3POOKH ITPOBOTO PYIIis 3
Bukopuctanas WebGL Tta JavaScript Ta po3pobOka BeOrpw Ha HOro OCHOBI.
HaBeneno aprymeHrarito BHOOpY I1HCTPYMEHTIB, BHM3HA4€HO BHMOTH JI0
3aCTOCYHKY, MMOOY/IOBAaHO BIAIMOBIJIHI JiarpaMyd Ta peajizoBaHO ITpOBUM pylii 3
BeOIrporo.

Pesynbrat po60TH MOXYTh OYTH BUKOPHUCTAHI JUIsl JOCTIHKEHHS PO3POOKH
BEOIrOp 3 TPHOX-BUMIPHOIO Tpaikoro, a TakoXk y cepi po3poOKHU IrpoBUX pyLIiiB

JUTs1 Be03aCTOCYHKIB.



SUMMARY

Bachelor’s Qualifying Paper «Development of a Web Games using JavaScript
and WebGL»: 82 pages, 30 figures, 9 references, 2 supplements.

WEB GAME, GAME ENGINE, GAME DEVELOPMENT, 3D-GRAPHICS,
JAVASCRIPT, WEBGL.

The object of the study is using WebGL for development of a Web Games.

The aim of the study is to research process of development of game engine
and development of a Web Game based on it.

The methods of research are methods of software engineering.

Work contains analysis of game engine development process using WebGL
and JavaScript and development of a Web Game based on it. Given argumentation
of instrument choice, defined requirements for application, built corresponding
diagrams and implementation of game engine and Web Game.

Results of work can be used for research of development of Web Games with
three-dimensional graphics, and also in the game engine development for Web

applications sphere.
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BCTYII

CyyacHuil ~ PO3BUTOK  TEXHOJOTIA  MPU3BOAUTH  JI0  IOIIUPEHHS
iHQopMaIITHUX TEXHOJIOTIM B yciX cdepax KUTTS, Hampukiaa, B cdepi
NOMyJISIpHOIO cTae cepa BeO-po3pOOKH, pa3oM 3 SIKOI 3pOCTAE MOMYJSAPHICThH
BeOIrop.

OTxe, aKTyaJIbHOIO 33/1a4€l0 € TOCIHIKEHHS Ta PO3pOo0Ka IrpOBOIO PyIIis Ta
rpu 3 oro BUKopucTtanHaM 3acobamu WebGL ta JavaScript.

Meroro kBamiikaiiitHoi poOOTH € TOCIIKEHHS TPOIIECY PO3POOKH IrPOBOTO
pylisi Ta po3poOka MpocToi BeOrpM Ha MOro ocHOBI 3acobamu JavaScript Ta
WebGL.

3anaui, sIKi HEOOX1THO PO3B’SI3aTH JJIsI IOCATHEHHSI TTOCTaBJIECHOT METHU:

1)  mpoaHai3yBaTH iCHYIOUI 3aCO0M po3pOoOKH BEOITop;

2)  BHU3HAYUTH HEOOXiTHWI (DYHKITIOHA ITPOBOTO PYIIIis;

3)  po3poOutH irpoBuii pymriii 3acooamu WebGL Ta JavaScript;

4)  BU3HAYUTH HEOOXiMHUHN QYHKIIIOHAT IPH;

5)  po3poOuTH TPy, BUKOPUCTOBYIOUH MONEPEIHBO PO3POOICHHM PYIITii;

6)  mpoTtecTyBaTH PO3pOOJICHUH 10IATOK.

OG’ext nochimkeHHs — Bukopuctanuss WebGL st po3poOku BeGIrop.

Metoau JOCHTIIKEHHST — METOAM MPOrpaMHO1 1HXKEHEPIi.

CTpyKTypHO JUIIZIOMHA poOOTa CKIAAAETHCS 3 TAKMX KOMIIOHEHTIB: BCTYII, 3
PO3iIH, BUCHOBKH, 2 JTOJATKH, MIEPEJIiK MOCUIaHb 3 9 HalilMCHYBaHb.

B nmepromy po3ainii mpoBeaeHO aHai3 ICHYI0UuX 3ac001B po3poOKHu BeOIrop,
BU3HAYCHO HEOOX1THUN (QyHKITIOHAT PO3pOOJIFOBAHOIO 10JaTKy. B npyromy po3aiii
HABEJCHO MpOIEC TPOEKTYyBAaHHS 3aCTOCYHKY. B TpeTboMy po3aiii IMOKa3aHO
mpoliec peanizaiii IrpoBOrO pylmisi Ta TPpU 3 WOTO BUKOPHUCTAHHSIM, HABEICHO

JieTalibHI MOSICHEHHS MEXaH13My POOOTH 3aCTOCYHKY.



1 AHAJII3 BUMOT 10 3ACTOCYHKY

1.1 AnaJi3 3ac00iB po3po0xu Bedirop

3 aKTMBHUM PO3BUTKOM 1H(POpPMALIMHUX TEXHOJOTIH X MOMyJSpHICTh Ta
3aTpeOyBaHICTh HOBHX IHCTPYMEHTIB Ui PO3pPOOKM MPOTPaMHUX MPOAYKTIB
3poctae monHa. OcobOnuBOi yBaru NOTPEOYIOThH BEO-TEXHOJIOTII, Ta 30KpeMa
PO3IMOBCIOIPKEHE BIJITATYKEHHS 1TpOBO1 1HAYCTpIi, a came BeOirpu. [lomynsipHicTh
BeOIrop, B TMOPIBHSAHHI 31 3BUYAMHMMM Bi€o-irpaMu, OOyMOBJIEHa MPOCTUM
JIOCTYIIOM JI0 HUX, 6€3 HEOOX1JHOCTI 3aBaHTaKEHHS, BCTAHOBJICHHSI Ta MOKJIMBHX
npoOieM 13 BIAMNOBIAHICTIO CUCTEMHHUX BUMOT TPU JO KOMII'IOTEPA, a TAKOX
HIBUIKOI poOoTor0. Bebirpu Moke 3amyckaTH Ta BIATBOPIOBAaTH O€3 3aBUCaHb
Maike OyIp-skuil cydacHuil Opaysep. Po3poOka BeOIrop € akTyalbHOIO 3a/1ayelo,
TaK CaMo SIK 1 CTBOPEHHS HOBUX 3PYYHUX IHCTPYMEHTIB JUJISl JOCATHEHHS L1€1 METH.

Hait6inpm BigomMoro Ta €(heKTHBHOIO TEXHOJIOTIE JIJIs PO3poOKH BeOIrop €
WebGL. SBasioun co6oro Hu3bkopiBHeBUi API, 1m0 6a3yeThcs Ha MOMYISAPHOMY
CTaHJAPTI PO3pOOKKH MOOIIBLHUX JOAATKIB 3 TphoX BuMIipHOIO (fani 3D) rpadikoro
OpenGL ES 2.0, WebGL no3Bonsie ctBoproBatu Ta BukoprctoByBatu 3D rpadiky
3 enemenToM HTML «canvasy y Bcix Opay3epax, 110 NATPUMYIOTh L}0 TEXHOJIOT1IO
[1, c. 8]. WebGL BukopucToBye MOBY e iepiB, 1110 Takox € eaemeHTom HTML,
st BiarBopenHs 3D rpadiku y Opaysepi, Ta MOXKe MpalfoBaTd 13 MOBOIO
nporpamyBanHs JavaScript. Onnak, WebGL He € TOBHOI[IHHUM irpOBHM PYIIiEM, a
JIUIIIE THCTPYMEHTOM, Ha OCHOBI SIKOTO MOYXHA CTBOPUTH BJIACHHM ITPOBHUM PYIIIiH,
13 3a/JI0BOJICHHSIM HEOOXIJTHUX TEXHIYHUX MOTped Ta OyAb-sSKUM CTyIEHEM
1HIMB1 Ay asi3arltii.

Ha ocHoBi WebGL Bixxe iCHYyIOTh OiIbIII BUCOKO PiBHEBI 010110TEKH, TakKi K
Three.js, mo BHKOPHCTOBYIOTh (YHKIT BHUIIEC 3a3HAYEHOI TEXHOJIOTIi JUIs
CTBOpeHHsI ciieHd, 3D 00’€KTiB, KaMepH, OCBITIEHHS, TOIMIO. TaKkoX iCHye MeBHA

KIJIBKICTh TOTOBHMX IFPOBUX PYIIIiB CTBOPeHUX 3 BukopuctanusMm WebGL, taki sk
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Unreal Engine a6o Cocos2D, 1110 103BOJISIIOTH PO3POOHKKY IIBHIKO CTBOPIOBATH
BJIACHUI MPOJYKT, MPOTE BOHHU HE € MOBHOIIIHHUMH 3aCTOCYHKaMH JIJIsl pO3pOOKHU
came Beoirop.

Taxox anpTepuatuBoro WebGL e Adobe Flash, cucrema mist BigoOpaskeHHs
MYyJIbTUMEAIMHUX MaTepianiB y Opaysepi, BKIo4arouu BeO-rpadiky. OgHak, HE
3Ba)XAl0YM Ha CBOIO MOIMYJISIPHICTh Y MUHYJIOMY, IIed MPOJYKT Ma€ HE TaKui
BEJIMKUN 00CIT MOXIIMBOCTEH, € 3acTapiiuM Ta Oifblle HEe MIATPUMYETHCA Y
O1pIIOCTI Opay3epiB.

Takum yuHOM YiTKO 3po3ymiso, mo WebGL e momyssipHuM 3aco6om,
MPU3HAYEHUM JIJIs1 CTBOPEHHS Ta BiATBOpeHH:s 3D rpadiku B Opaysepi, € MBUAKUM
Ta MATPUMYEThCS Maike B ycix Opaysepax. Bume 3a3nauenuin APl ineansHO
HIOXOOUTh JUJIsl pO3pOOKH 1rPOBOrO PyUIlsl JJIsi CTBOPEHHS BEOIrOp 3 Cy4YacHOIO
rpadikoio, TOMY aKTyaJIbHOIO 3a7a4€l0 € JOCIIHPKEHHS ITPOIIECY PO3POOKHU IrpOBOTO
pymris Ha ocHoBi WebGL, 1j1s1 MOBHOILIHHOTO PO3YMIHHS POOOTH MPOTPaMU Ta
MO>KJIMBOCTI 1HJMBIIyaJIbHOTO HAJIAIUTYBAHHS pyLIis M1J HEOOX1AH1 BUMOTH.

Opnak, ans peainizallii TOBHOIIIHHOTO ITPOBOrO PYIIis, 3aBaHTAXKEHHS Ta
BIJITBOpPEHHS Tpadiku HE TOCTaTHBO. [ hyHKIIOHYBaHHS Tpy HEOOXiaHA (i3HKa,
10 JIO3BOJIUTH ITPOBUM 00’€KTaM PEAJTICTUYHO B3a€EMOJISATH OJUH 3 OJHUM Ta 3
OTOYYIOUMM CEPEJOBHINEM, TOMY HACTYIMHUM KpPOKOM € BHOIp MiAXOAAIIO01
JavaScript 6i0mioTexu, 1Mo 103BOJIsIE CTBOpIOBATH irpoBy ¢isuky. L[o6 oOpatu
HalOUIbII Mmiaxonsmly O010J110TeKy MOTPIOHO NPOBECTH MOPIBHSUIBHUMA aHAaI3
icHytouuX (Pi3uyHUX 010TI0TEK.

Ammo.js ne ¢izuuna 6i0IIOTEKA, IO € TTOBHOK KOMI€H 1HINOT 0i0IiOTeKH
Bullet namucanoi ma C++, sk 3a3Hauvae mkepeno [1]. Lls Gibmioreka Oyina
aBTOMATHYHO TICPEBEJICHA HA MOBY TMporpaMmyBaHHs JavaScript, tak camo sk i
JOKyMEHTAIisl 10 Hei, TOMY ii BUKOPUCTaHHS MOX€ BUKJIMKATH CKiIaHoIIi. OKpiM
toro, Ammo.js He Oyia po3pobiieHa s BUKOPUCTaHHSA 3 JavaScript, Tomy 1
0i0moTeKa MOXKE 3HU3UTH MIBHIKICTE poOOTH TporpaMu. Xoya AMMO.JjS MiCTHTb
BEIUYE3HY KUTbKICTh (h13MYHUX (PYHKITIHA, BOHA HE € ONTUMAJILHUM BapiaHTOM JIsI

BHUKOPHUCTAaHH:.
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JigLibJS rakox € moprom (hizuunoi 6i6moreku Jiglib 3 moBu C++, npoTte s
0i0ioTeka BpydYHY IepenucaHa Ta nepepoOsieHa Juis podoTu Ha JavaScript [1].
JigLibJS mae BHCOKI TOKa3HHKHM IIBHAKOCTI POOOTH, MpOTEe Opakye IMEeBHOI
KUTBKOCTI (DYHKIIIM, Ha BIAMIHY BiJI TONEpeaHLO1 O10J10TEKH, a TaKOXX HE Mae
HAJIEKHOI JOKyMEHTallli Ta € 3acTapijiolo, OCKUIbKA HE MIATPUMYETHCS
PO3POOHHUKOM MPOTATOM JTOBTOTO Yacy.

Cannon.js e ¢izuuna 6i0ioTeka HammcaHa Ha JavaScript, mo mae Gararto
HeoOXimHuX (DYHKIIH, OCKIIBKM 3acHOBaHA Ha AMMO.jS. bibmioreka po3pobieHa
crieniajgbHOo JuIs JavaScript Ta BeO-po3poOKH, TOMY HE CIHOBUIBHIOE POOOTY
IIPOTPaMH, a TAKOXK € 3py4dHoro s podoTr 3 WebGL. Takoxx Cannon.js € cy4acHoro
010J110TEKOI0, 10 MIATPUMYETHCS ABTOPOM, a TAKOXK MA€ 3pYUHY JTOKYMEHTAIIIIO0 Ta
0arato HIIMX MaTepiaiiB JJIs MOJETIIEHHS poOOTH 3 010I10TEKOIO.

TakuM YMHOM Ha OCHOBI MPOBEJIECHOTO MOPIBHSIHHS JEIKUX ICHYIOYHUX
¢bi3nynux 010710TeK, MOXKHA 0OpaTH HAMOUIBII MMIAXOMSAINY JUIS JTOCATHCHHS
NIOCTaBJICHUX Mijie. B manoMmy Bumanky Haiikpammm Bapiantom € Cannon.js 3 ii
GyHKI10HATBHICTIO, IBUIKICTIO Ta 3PYYHICTIO BUKOPUCTAHHS.

OTxe, 3BaKalO4YM HAa BCIO BUIE 3a3HaueHy iHQopmaliito, s po3poOKH
BJIACHOTO IFPOBOTO PYIIisl Ta TpU HAa MOro ocHOBI Oyjae BuxkopuctoByBaTucs API
WebGL ans cTBopenns Ta Bimoopaxkenus 3D rpadiku ta 6i6mioreka Cannon.js mist

IMIUTeMeHTaIli Pi3uku y rpy.

1.2 BuzHaueHHs PYyHKUIOHAJIbHUX BUMOT

Ilepen moyatkom po3poOKH OyAb-SKOrO MPOrPAMHOrO 3aCTOCYHKY B MeEpIIy
yepry HEoOX1JHO BU3HAYUTHU BUMOTH [0 MaWOyTHHOIO MPOAYKTY, a came SKi
(GyHKIIT BIH TOBUHEH BUKOHYBATH Ta K1 MOXJIMBOCTI Ha/1aBaTH KOPUCTYyBavaM.

OckUIbKHM METOI0 po0OTH €, Mepil 3a Bce, po3poOKa IrpoBOro pyuiis 3
BukopuctanasMm WebGL Ta Cannon.js, 1o 103BOJIMTh KOPHCTYBadaM 0e3 MeperKo

CTBOPIOBATHM BJAcCHI BeOIrPH BUKOPHUCTOBYIOUM HASBHHUM (QYHKIIOHAT, TO
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PO3pO0IIOBaHMM 10AATOK MOBUHEH MaTH TaKli OCHOBHI MOYJIMBOCTI:

- CTBOPEHHSI IrpPOBOi CLIEHH, JI0 SIKOT MOKHa OyJie J0/1aBaTh 00’ €KTH,

- 3aBaHTaXeHHs BIacHUX 3D Mopenei;

- penaryBaHHs MO3UIIi, KyTy 0OepTaHHS Ta MacIITabyBaHHA 00’ €KTY;

— 3aBAHTAXKCHHS TEKCTYP MOJEIEH;

- CTBOPEHHS JKeped OCBITJICHHS, 3MiHA iX TMO3Mllli, HAmpsSMKy Ta
KOJIbOPY;

— CTBOPEHHS KaMepH, BCTAHOBJIICHHSA 1ii TO3UIII Ta HaIpPsIMKYy
B1JI0Opa)KEHHS IrPOBOTO CBITY;

- CTBOPEHHsI (PI3UKH Yy T'pi, BCTAHOBIICHHS I'PaBiTaIlli;

- npucBoeHHs 3D Mozenam Ghi13MIHUX T1JT, 3aBISIKU SIKUM 00’ €KTH Oy 1y Th
B3a€EMO/IISITH OJMH 3 OJIHUM;

- HaJaHHS KOXKHOMY (DI3MYHOMY TLTy Macu, (POpMH Ta po3MIpy;

- OHOBJIEHHA (DI3UYHOTO CBITY Ta rpadiyHOro 300paKeHHs Yyepe3 MeBHi
MPOMIXKKH Yacy JUIsl CHHXPOHI3allii 3MiH 13 iX B1I0OOpaXEHHSIM;

— OHOBJICHHSI KO>KHOT MOJIEJI1 Y iIrPOBOMY CBITI JIJI BIJIIOBIIHOCTI CTaHY
Moedi ii pizugHOMY Tiy.

TakuM 4MHOM 3 LBOTO MEPENIKy YITKO 3pO3YMLIO, SIKI CaM€ MOKJIMBOCTI
KOpHUCTyBayda Ta (QyHKIIT HEOOX1JHO peati3yBaTu y MaiilOyTHLOMY MPOJTYKTI.

OxkpiM IrpoOBOTO pyIIIisi, METOIO POOOTH € TaKOK pO3pOOKa MPOCTOL I'pH 3 HOTO
BUKOPUCTaHHAM, JIJISl IEMOHCTPALIll MOKIMBOCTEN Ta HasiBHUX (YHKILIH CTBOPEHOT
nporpamu. ToMy HacTymHUM KPOKOM € BH3HA4Y€HHS HEOOX1THOTO (yHKIIOHATY
MaiOyTHBOI BEOTpH.

IrpoBwuii mporec po3poOIIOBAHOTO AOJATKY MPEICTABIISIE COOOK0 CUMYIISITOP
Kyxapa B Kade 3 JjecepTaMu: KyXapro HaJXOSTh 3aMOBJICHHS BiJ] KJII€HTIB, a BIH B
CBOIO 4Yepry IMOBHUHEH MPaBUJIBHO 310paTH 3aMOBJICHHS Ta BIJJaTH BijBiyBauy.
IrpoBwii poriec He € 3aHAATO CKIIAJHUM, OCKIJIBKH METOI0 pOOOTH € JIEMOHCTpAITis
MO>KJIMBOCTEN PO3POOIIEHOrO IrPOBOTO PYIIIs.

OTxe, 11 CTBOPIOBAHOT BEOIpyM HEOOX1THO 3a0e3nmeyuTH Taki (yHKII Ta
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MO>KJIMBOCTI KOPUCTYyBaya:

- MOKIJIMBICTh KEpPYBaHHS KyXapoM 3a JONOMOTrOI0 KJaBill, Moro
nepeMileHHs Ta 00epTaHHs B HEOOX1THOMY HaNpsMKY;

- MOJKJIMBICTh OpaTh CTpaBH, NMPEACTaBICHI Ha KyxHi, a00 MiTHOC s
BUJIa4l 3aMOBJICHb, TIEPEMIIILYBATH iX Pa30M 13 IEPCOHAKEM;

- BUKHW/JIAaHHS TPEIMETIB Ha MIAJIOTY ab0 po3MIIIeHHs iX Ha cToji abo
M HOCI;

- GyHKIiST BUKHAAHHSA 3aliBUX TMpeAMETiB ab0 HEmpaBHIBLHOTO
3aMOBJICHHSI 32 IOTIOMOTOIO CMITHHUKA;

- HAIXO/KEHHS Ta B1IOOpaKEHHSI BUITAJKOBUX 3aMOBJICHb Ha CTEHJaX;

- Opyu  BUJAYl 3aMOBJIEHHS (QYHKLIS MEPEeBIPKUM  MPABUIIBLHOCTI
3aMOBJICHHSI — SIKIIO BOHO BIpHE, TO 3’SIBJIIETHCS HOBE 3aMOBJICHHS, B 1HIIOMY
BUIMAJKY 3aMOBJICHHSI HEOOX1JHO POOUTH 3 MOYATKY.

3a3naveHi Bulle (YHKIII € HEOOXITHUMHU Il (PYHKIIOHYBaHHS TpU Ta
JEMOHCTPALIli MOKJIMBOCTEN CTBOPIOBAHOTO INPOBOTO PYLIIis.

Takum uynHOM OyJl0 BHU3HAYEHO Ta OMHCAHO (DYHKI[IOHAJIBHI BHUMOTH J10
MaiOyTHBOTO MPOTPAMHOTO MPOIYKTY — IFPOBOTO pyIinis, 3acHoBaHoro Ha WebGL
ta Cannon.js, a TakoX MPOCTOI T'PH, PO3POOJICHOI 3a JOMOMOTOK CTBOPEHOT
nporpamu. IIporec peanizarfii BCix 3a3HadeHUX paHimie (QyHKIIA 3aCTOCYHKY

OMMKMCAHO y HACTYITHUX PO3JILIaX.

1.3 BucHoBkM 10 po3ainy 1

B pozaimi 1 Oyno HaBeAeHO aHali3 ICHYIOUMX TEXHOJOTIN Ui po3poOKu
BeOirop, obpano Tta omwmcano 3acoom (WebGL Tta Cannon.js), mo OyayTbh
BUKOPHUCTaHI1 JIJIsl TOCSITHEHHSI IOCTABJICHUX Y PoOOTI 11ij1eil. Takoxk Oys10 BUBHaUEHO
Ta ONUCAaHO BECh HEOOXIMHMW (PYHKIIOHAT Ta MOXKJIMBOCTI KOpPHUCTyBada Yy

PO3pO0TFOBAHOMY MTPOrPAMHOMY 3aCTOCYHKY.
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2 TIPOEKTYBAHHA 3ACTOCYHKY

2.1 IIpo€KTYBaHHS CTPYKTYPH 32CTOCYHKY

[Ticast BUOOpY TEXHONOTIH i peanizallii 3aCTOCYHKY, a TAaK0X BU3HAYCHHS
(GYHKIIIOHATPHUX BHMOT Ta MOXIIMBOCTEH KOpPUCTyBaua, HACTYIMHUM €TaloM €
MPOEKTYBAHHS pO3POOIIIOBAHOTO JT0JATKY .

Jlng  nemoHcTpaiii  CTPYKTYypH MailOyTHBOrO IrpoBOTO pyimis Oyne
Bukopuctano UML niarpamy kiacis, po3po0iieHy 3a peKoMeHaaIlisMu mprepena [3].
Ha pucynky 2.1 300paxkeHO niarpamy KiaciB IFpOBOrO pyuIisi, IO MOKa3zye
HEOOX1/IH1 KJIacH JJIg 3a/I0BOJICHHSI BCIX 3a3HAUYEHUX PaHIIlIe BUMOT JI0 IPOrpaMu Ta
MO>KJIMBOCTEH ISl TOJANIBINOT peatizallii BeOrpu.

OCKUTBKM METOI0 pOOOTH € HE JIMIIE po3po0Ka IrpoOBOr0 PYIIisl, a TaKOXK
MIPOCTO1 BEOTPHU 3 MOr0 BUKOPUCTAHHSM, TO HACTYITHUM KpOKOM € po3podka UML
JiarpaMy KJIaciB JUIsl IFPOBHUX KJAciB, IO peali3yBaTUMYTh ITpOBI 00’€KTH Ta iX
joriky. Cnia 3ayBakKUTH, IO BCl KjJacu, MNPOAEMOHCTPOBAHI Ha Jiarpami, €
Hamaakamu kiacy StageObject, 300pakeHoro Ha puc. 2.1, a TOMy MarOTh Ti cami
BJIACTUBOCTI Ta PYyHKIIII M0 ¥ OaThKiBCbKUH Ki1ac. OTpuMaHa giarpama 300pa)ceHa
Ha PUCYHKY 2.2.

OxkpiMm niarpamMu KjaciB po3poOiioBaHa BeOrpa motpedye CTPYyKTypOBaHOI
JIEMOHCTpaIlIlli TPoIeCy T'PU Ta MOXKJIMBOCTEH rpaBlig. ToMy HEOOX1THO CTBOPUTH
UML giarpamMy akTHBHOCTI, SIK MOKa3aHo y [3], 100 4iTKO po3ymiTH Mpolec Ta
MalOyTHIO JIOTIKY TpU Ta K caMme OyIyTh 3a/J0BOJI€HI BUMOTH, BU3HAY€H1 Yy
poznu 1.

JliarpamMa akTHBHOCTI TPH IEMOHCTPYE, SIK CaMme rpaBellb Oy/1e B3aEMOIIATH 3
IrpOBUM OTOYEHHSIM, 1110 BIH MOXE poOUTH Ta 1o Oyjae BimOyBatucs, sk Oyje
3MIHIOBATHUCS CTaH 00’ €KTIB y IrpOBOMY CBITI y BIJIOBi/Ib HA MEBHI Al Ta CUTYyalii

(muB. puc. 2.3).
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Pucynok 2.3 — UML giarpama akTUBHOCTI 1IFPOBOTO TIPOIIECY

Takum yuHOM OYJI0 CIPOEKTOBAHO MaOYTHIN IrpOBHIA pyIIiil Ta BeOrpy Ha
Horo ocHoOBI, po3podsieHo HeoOxiaHi UML miarpamu juist AeMOHCTpallii Toro, siK

OyAyTh 3aJJOBUIbHEHI BUMOTH JI0 3aCTOCYHKY.
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2.2 BUCHOBKH 10 po3aiiay 2

VY pozaini 2 Oyno copoekTOBaHO MaMOyTHIM 3aCTOCYHOK Ta MOOYI0BaHO
BianoBigHi UML  nmiarpamu 11 geMoHCTpallli CTPYKTypu TIPO€EKTy. byio
pO3pO0IICHO JiarpaMy KJIaciB IrpOBOTO PYIIIis, TaK caMo SIK 1 JAJIs irpoBoOi JIOTIKK Ha
roro ocHoBi. OkpiM Toro, Oyyno moOyJ0BaHO JiarpamMy akTUBHOCTI JUIsl irpOBOT
JIOTIKH, TII00 MOKa3aTu SIK came OyJie MpaIfoBaTi MailOyTHS Tpa Ta SK KOPUCTYBad
MO’K€ B3a€EMOJIISITH 3 I'POBUM CBITOM. Y Cl HaBECHI JllarpaMu JEMOHCTPYIOTh, SIK Y
nporpami Oyjie peai30BaHO BHU3HAYEHI Yy MOMEPEIHbOMY PO3JUII BUMOTH 10

3aCTOCYHKY Ta MO>KJIMBOCTI KOPUCTYBaya.



18

3 IIPOI'PAMHA PEAJIIBAIIA

3.1 IIporpamua peaJiizanisi irpoBoro pyuuis

[Ticns BuOOpPYy I1HCTPYMEHTIB JUIsi PO3POOKH 3aCTOCYHKY, aHaIi3y
(GYHKIIIOHATFHUX BUMOT Ta MOXJIMBOCTEH KOpPUCTyBauda, a TAKOX MPOEKTYBAaHHS
MaiOyTHBOI MPOrpaMu, HACTYITHUM KPOKOM € TIpOrpaMHa peajizaiisl.

WebGL mnparmtoe 3 HTML-enemenToM «Canvas», OTKe B TeEpIIy Yepry
HeoOx1HO cTBOpUTH HTML-10KyMeHT 3 BiJIMOBITHUM €JeMEHTOM B HhoMy. 11[00
nigkrount 10 Hhoro WebGL, motpibHO cTBOpHTH «SCripty s podoTh 3
JavaScript, otpumaru eneMeHT «Canvasy 3a JOIMOMOror Horo ineHTugikaropa Ta
nepeaatu no ¢yHkiii inimiamizamii WebGL [1]. V wi#t ¢pyHKII1, BUKOPHUCTOBYOYH
pi3nHi BapianTu Ha3zeu WebGL API, mporpama HaMaraeTbcsi BU3BHAYUTH KOHTEKCT
enmemeHTy «canvasy (puc.3.1). Skmo WebGL ne minrpumyerbcs y Opaysepi,

BUBOJIUTHCS BIAMOBIIHE MOBIIOMJICHHS.

function initGL (canvas) {
var names = ["webgl", "experimental-webgl", "webkit-3d", "moz-webgl"];
for (var i = 0; i < names.length; ++i) {

try {
gl = canvas.getContext(names[i]);

}
catch (e) { }
if (gh) {
break;
}
}
if (gl ==null) {
alert("Could not initialise WebGL");
return null;

¥

gl.viewportWidth = canvas.width;
gl.viewportHeight = canvas.height;

Pucynok 3.1 — Inimiamizamis WebGL
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I'padika y WebGL cTBOprO€ThCS 3a JOMOMOTrOI0 MICHACPIB — 1€ MPOTrPaMH,
0 MepeaaroTh MaHl y TpadiuHuil MPoIiecop KOMIT I0Tepa, 3aBISIKA YOMY Ha HbOMY
BiaTBOpIoeThess rpadika. WebGL BHKOpHCTOBYE 1Ba THIH MLICHAEpIB: IIEHaep
BEPIIMH Ta menaep hparMeHTiB.

[Tepmmii pairoe 3 TaHUMH BEPIIVH, TAKUMH SK TIO3UILiSI, HOPMaJli, KOJIbOPH
1 T. 1. [pyruii B CBOIW uepry Mmpaioe 3 JaHUMHU (parMeHTiB (IIKCEIiB), Ta
BUKOPHUCTOBYIOUH JaHi 3 MW epy BEPIINH Ta BIACHI JaH1 BU3HAYAE KOJIIP KOKHOTO
MIKCEJIst Ha eKpaHi.

st poGoTu 3 mieiaepaMu HEOOX1THO BUKOPHUCTOBYBATH MOBY II€HIepiB
GLSL.

Ha pucynky 3.2 ta 3.3 nokaszaHo peaiizaiiito 000X meiaepaux mporpam [1],
110 3 BUKOPUCTAHHSAM HEOOXITHUX JAHUX PO3PaXxOBYIOTh MO3MULII BEPIIUH Ta KOIIP

KO>KHOTO MIKCEJISl Ha €KPaHI.

<script id="shader-vs" type="x-shader/x-vertex">
attribute vec3 aVertexPosition;
attribute vec3 aVertexNormal;
uniform mat4 mVMatrix;
uniform mat4 pMatrix;
uniform mat4 nMatrix;
varying vec3 transformedNormal;
varying vec3 vertexPos;
attribute vec2 aTextureCoord,;
varying highp vec2 vTextureCoord;
uniform bool hasTexture;
void main(void) {
vecd vertexPos4 = mVMatrix * vec4(aVertexPosition, 1.0);
vertexPos = vertexPos4.xyz;
transformedNormal = vec3(nMatrix * vec4(aVertexNormal,1.0));
gl_Position= pMatrix *vertexPos4;
if(hasTexture){
vTextureCoord = aTextureCoord,;

¥
ks

</script>

Pucynox 3.2 — lllefinep Bepiiun
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<script id="shader-fs" type="x-shader/x-fragment">
precision mediump float;
varying vec3 transformedNormal;
varying vec3 vertexPos;
uniform vec3 uAmbientColor;
uniform vec3 uLightingPosition;
uniform vec3 uDirectionalColor;
uniform vec3 uSpecularColor;
uniform vec3 materialDiffuseColor;
uniform vec3 material AmbientColor;
uniform vec3 materialSpecularColor;
uniform sampler2D uSampler;
varying highp vec2 vTextureCoord,
uniform bool hasTexture;
void main(void) {
vec3 normal=normalize(transformedNormal);
vec3 eyeVector=normalize(-vertexPos);
vec3 lightDirection = normalize(uLightingPosition);
float specular = 0.0;

float directionalLightWeighting = max(dot(normal, -lightDirection), 0.0);
if(directionalLightWeighting>0.0)

{

vec3 halfDir = normalize(-lightDirection + eyeVector);

float specAngle = max(dot(halfDir, normal), 0.0);

specular = pow(specAngle, 4.0);

}
if(hasTexture){
vec3 iColor = uAmbientColor+ uDirectionalColor*

directionalLightWeighting+uSpecularColor*materialSpecularColor*specular;
vec4 tColor=texture2D(uSampler, vec2(vTextureCoord.s, vTextureCoord.t));

gl_FragColor = vec4(iColor, 1.0)*texture2D(uSampler, vec2(vTextureCoord.s,
vTextureCoord.t));

}

else{

vec3 iColor = uAmbientColor*materialAmbientColor+  uDirectionalColor
*materialDiffuseColor *

directionalLightWeighting+uSpecularColor*materialSpecularColor*specular;
gl_FragColor = vec4(iColor, 1.0);
}
}

</script>

Pucynox 3.3 — llleiinep pparmenTis

{06 mefimepn MOTIIM TPAIIOBATH Ta OTPUMYBATH 1H(GOpPMAIlit0, TOTPIOHO

3pobwuTH iX iHimam3aiito. lllenepu miakIFO9at0THCS 10 OJIHIET CIIITEHOT MPOTPaMu
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Ta MOB’SI3YIOTHCS ISl TIOJANBINOT B3aeMOil. Takok CTBOPIOETHCS MOCHIAHHS Ha
aTpuOyTH IenaepiB, MO0 Mmi3HIImIE iX MOXHa Oyno 3B’s3aTH 3 Oydepamu, II0
MICTUTUMYTh JaHi, sSK 1e moka3aHo y [1]. Yactuna ¢yHKIil iHimiamizamii

MPOJAEMOHCTPOBAHA HA PUCYHKY 3.4.

var fragmentShader = getShader(gl, "shader-fs");
var vertexShader = getShader(gl, "shader-vs");

shaderProgram = gl.createProgram();
gl.attachShader(shaderProgram, vertexShader);
gl.attachShader(shaderProgram, fragmentShader);
gl.linkProgram(shaderProgram);

if (!gl.getProgramParameter(shaderProgram, gl.LINK_STATUS)) {
alert("Could not initialise shaders™);

}

gl.useProgram(shaderProgram);

shaderProgram.vertexPositionAttribute =  gl.getAttribLocation(shaderProgram,
"aVertexPosition");

gl.enableVertexAttribArray(shaderProgram.vertexPositionAttribute);

shaderProgram.vertexNormalAttribute =  gl.getAttribLocation(shaderProgram,
"aVertexNormal);

gl.enableVertexAttribArray(shaderProgram.vertexNormalAttribute);

shaderProgram.pMatrixUniform = gl.getUniformLocation(shaderProgram,
"pMatrix™);

shaderProgram.mvMatrixUniform = gl.getUniformLocation(shaderProgram,
"mVMatrix");

shaderProgram.nMatrixUniform = gl.getUniformLocation(shaderProgram,
"nMatrix");

shaderProgram.ambientColorUniform
"uAmbientColor");

shaderProgram.specularColorUniform
"uSpecularColor");

gl.getUniformLocation(shaderProgram,

gl.getUniformLocation(shaderProgram,

Pucynox 3.4 — Inimianizanis meiaepis

{06 miedimepy MOIIM OTPUMYBATH 1HGOPMAIIO I KOXKHOTO 00’€KTa
CTBOPIOETHCS Oydepu, 110 30epiraTUMyTh JIaH1, Takl SIK BEPUINHU, 1HIEKCH BEPILUH,
Hopmaii. Ha pucynky 3.5 moka3zaHo NMpUKJIagu CTBOpPEHHs OydepiB BepUIMH Ta

1HIEKCIB I 00’ €KTa, @ TAKOXK BHECEHHS JaHUX y HUX [1].
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this.vbo = gl.createBuffer();
this.ibo = gl.createBuffer();

gl.bindBuffer(gl. ELEMENT_ARRAY_BUFFER, this.ibo);

gl.bufferData(gl. ELEMENT_ARRAY_BUFFER, new
Uint16Array(this.geometry.indices), gl.STATIC_DRAW);

gl.bindBuffer(gl. ELEMENT_ARRAY_BUFFER, null);

gl.bindBuffer(gl. ARRAY_BUFFER, this.vbo);

gl.bufferData(gl. ARRAY _BUFFER, new Float32Array(this.geometry.vertices),
gl.STATIC_DRAW);

this.vbo.itemSize = 3;

this.vbo.numltems = this.geometry.vertices.length/3;

Pucynok 3.5 — CtBopenHst Oydepin

OCKIJIbKH CTBOPEHHSI irop 0€3 BUKOPUCTaHHS TEKCTYP € Mail’ke HEMOXKIIUBUM,
iX 3aBaHTAKEHHSI € HACTyIIHUM KPOKOM Yy peamizauli pymnid. Jljis 3aBaHTaKE€HHS

TEKCTYP TaK0’K BUKOPUCTOBYIOThCS Oydepu, 1o 30epiraroTh ix maHi (puc. 3.6) [1].

this.gl.bindTexture(this.gl. TEXTURE_2D, texture.texture);

this.gl.teximage2D(this.g. TEXTURE_2D, 0, this.gl.RGBA, this.gl.RGBA,
this.gl.UNSIGNED_BYTE, img);

this.gl.texParameteri(this.g. TEXTURE_2D, this.g. TEXTURE_MAG_FILTER,
this.gl. NEAREST);

this.gl.texParameteri(this.gl. TEXTURE_2D, this.g. TEXTURE_MIN_FILTER,
this.gl. NEAREST);

if(clampToEdge){
this.gl.texParameteri(this.gl. TEXTURE_2D, this.g. TEXTURE_WRAP_S,
this.gl. CLAMP_TO_EDGE);
this.gl.texParameteri(this.gl. TEXTURE_2D, this.g. TEXTURE_WRAP_T,

this.gl. CLAMP_TO_EDGE);

¥
this.gl.bindTexture(this.gl. TEXTURE_2D, null);

Pucynox 3.6 — CtBopenns Oydepy s 3aBaHTaXKEHHS TEKCTYpHU

[ToenHaHHSIM TEKCTYpH 3 00’ €KTOM 3aliMarOThCs Meiaepu. [3 nanux 06’ ekTa
BEPIIMHHUIN MICHEp MI3HAETHCS, SIKI KOOPJAWHATH TEKCTYpPH BIJMOBIIAIOTH MMEBHIN
BEpUINHI, a meiaep pparMeHTiB po3paxoBye, sIKOMY KOJbOPY Ha TEKCTypl Oyne
BIJINOBIIATH KOKEH MIKCENb MK JBoMa BepimnHamu. Ha pucynky 3.6 mokaszaHo

BCTAHOBJICHHSI MTapaMeTPiB BUOOPY KOJIbOPY Ha TEKCTYPI 1IEH1epoM (PparMeHTIB.
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[Ilo6 kepyBaTu  BiJIOOpaXEeHHSIM  OO’€KTIB y  ITPOBOMY  CBITI
BUKOPUCTOBYEThCS Kiac Camera. Bin po3paxoBye Ta 30epirac MaTpHUIO BUTIISITY
(BimmoBizae 3a TpaHcdopMmallilo irpoBUX OO0’€KTIB Yy CBITI BIJHOCHO KaMepH,
HaIpUKIaa o0epTaHHs 00’ €KTY MPH IMOBOPOTI UM MEPEMIIIEHHI KaMepH), a TaKOXK
MaTPHITIO TPOEKIIi (BIAMOBIAaE 3a MacmTaOyBaHHS 00’€KTIB, PO3PAXOBYETHCS 13
nmapaMeTpiB KaMepHu, TaKMX sSK HalOJIrk4ya BiJICTaHb SKy OadnTh Kamepa Ta
HalBIJIaNeHia, a TaKoX KyT orjsiny kamepH). [Ipu po3paxyBaHHI BiZoOpakeHHS
00’€KTIB BUKOPHCTOBYIOThCSI came LI ABI marpuill. s poGoTu 3 MaTtpuisMu
BUKOPUCTOBY€EThCs Oi0mioTeka gl-matrix-min.js. Takox kimac kamMepu MICTHTh
GyHKLIT 4714 3aaHHS [TO3UILIIT KaMepH, HallpaBJICHH KaMepH (3aJa€ThCs TOUKOIO Y
CBITi), Ta IHIIN (PYHKIT JUIs 3aJlaHHAd Ta OTPUMAaHHS IMapaMeTpiB KaMepH, sKi
NoKa3aHo Ha aiarpami kiaciB (puc. 2.1). Ha pucynky 3.7 moka3aHo (yHKIIiO

PO3paxyHKy MaTpHIli BUIJISTy Ta MaTPHIIl MTPOEKIIil, 3a IHCTPYKITi€ro Kepena [1].

var matView=mat4.create();

var lookAtPosition=vec3.create();

vec3.add(lookAtPosition,this.pos, this.dir);

mat4.lookAt(matView, this.pos, lookAtPosition, this.up);

mat4.translate(matView,matView,vec3.fromValues(-this.pos[0], -this.pos[1],
this.pos[2]));

this.viewMatrix = matView;

this.projMatrix=mat4.create();
mat4.perspective(this.projMatrix, degToRadian(this.fieldOfView), aspectRatio,
this.nearClippingPlane, this.farClippingPlane);

Pucynox 3.7 — CTBOpeHHsI MaTpHUllb BIAOOpaKEHHSI

[Ticnss Bcix momnepeAHiX KpPOKIB MOXHA TEPEeXOJIUTH JIO 3aBAHTAKCHHS
00’€KTIB Ha IrpoBy ciieHy. 3D-Mojeni CKIagarThCad 3 MOJITOHIB, B OUIBIIOCTI
BUIIAJIKIB — TPUKYTHUKIB, TOMY PO3pOOIOBAaHUI ITPOBUM Py Oy/e mpaitoBaTi
came 3 HUMH. KokeH MOoNIroH MiCTUTh Taki MapaMeTpH, sIK BEPIUIMHU, X MO3MIII,
KOJIbOPHU, KOOPAMHATH TEKCTYp, HOPMaJih MOJIrOHY, HOpMaJli BEPIIUH Ta 1HIIHX.
OCKIJIbKM BpYYHY CTBOPIOBATH MOJIET IIJISXOM 3alKCy KOOPJAWHAT iX BEPIIHH

3a/laya 3aHaATO CKJIAJIHA Ta HE MPAKTU4YHA, MOJEN PO3POOIISIIOTh Yy CleliaIbHUX
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nporpamax. ToMy Il TOro, 00 OTpUMaTH JlaHi IPO MOJeNb HEOOXITHO
nepeTBOpUTH ¢aiii 3 06’ €kToM y 3pyuHuii 1t 00pooku popmar, a came JSSON. Jlis
I[LOTO BHKOPHUCTOBYEThCS CIEIiabHMIA CKpUOT Cconvert_obj_three.py, mio
3HaXOJUTHCS Y BUTBHOMY JIOCTYIIL.

Jam nns 30epiradHs JaHUX KOXKHOI MOJEN HEOOXITHO PO3pOOHUTH KiIacH
Face ta Geometry, 110 npeacTaBIsitOTh MOJITOH Ta T€OMETPIF0 MO/IS BIAIOBITHO.
JIst 3aBaHTaKEHHS JAaHUX Yy KJIACcH MOTPiOHO CTBOpUTH (DYHKIIII, IO pO30MparoTh
JSON-aiin ta 3anucyroTh iHGOPMAIIIIO Y IIi KJIacH, aHAJOTIYHO JI0 MTOKa3aHOTO Y
[1]. Peamnizaris oroBopeHHX KjaciB Ta PyHKIIIH HaBeIeHA Yy TOJATKy A.

OxkpiMm TOro, myia 30€peKeHHS caMoro OO0’€KTa CTBOPIOETHCS —KIlac
StageObject, mo 36epirae Bci gaHi mpo 00’€KT Ha CIIEHI, IO pealli3yeTbes 3a
JoroMoror kiacy Stage ta micTuTh MacuB 00’ekTiB kiacy StageObject. Ha
pUCYHKY 3.8 HaBeIeHO (PYyHKIIIIO 3aBaHTaKEHHS 00’ €KTa, a TAKOK po301p JaHUX PO

foro matepiai (KOJIbOpHU Ta TEKCTYPA).

StageObject.prototype.loadObject= function (data){
this.geometry=parseJSON(data);
this.name=data.metadata.sourceFile.split(".")[0];

if(this.geometry.materials.length>0){
try {
if(!(this.geometry.materials[0].colorDiffuse===undefined))
this.diffuseColor=this.geometry.materials[0].colorDiffuse;

} catch (error) {
console.log(error);

}

if(!(this.geometry.materials[0].colorAmbient===undefined))
this.ambientColor=this.geometry.materials[0].colorAmbient;

if(!(this.geometry.materials[0].mapDiffuse===undefined)){
this.materialFile=this.geometry.materials[0].mapDiffuse;

¥

Pucynox 3.8 — 3aBanTa)keHHs 00’ €KTa

Takox HeOOX1JHUM €JIEMEHTOM Ha CIICHI € OCBITJICHHS, OCKIJIBKH 0€3 HHOTO

KOJIeH 00’ eKT He Oyze BimoOpakarucs. /[ moaBaHHS OCBITIEHHS CTBOPEHO KJ1ac
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Light, Ta xmac nmns 30epiraHHs KiTbKOX JpKepen ocBiTieHHs Lights. Hmkue
MOKa3aHo, K BCTAHOBJIIOIOTHCS IMapaMeTPH JKEpena cBitTia y meiaepu (puc. 3.9)

[1], mro Byke MicTATH KOJI IS X OOPOOKH.

gl.uniform3f(shaderProgram.ambientColorUniform,0.5,0.5,0.55);
gl.uniform3f(shaderProgram.specularColorUniform,1.0,1.0,1.0);

var lightingDirection = [0,-1.25,-1.25];
gl.uniform3fv(shaderProgram.lightingDirectionUniform, lightingDirection);
gl.uniform3f(shaderProgram.directionalColorUniform,0.5,0.5,0.55);

Pucynok 3.9 — CTBopeHHS 1Kepena CBiTiIa

[Ticns Toro, sk Bci HEOOXimHI Kjack Ta (YHKIlT MATOTOBIEHO, MOKHA
3aBaHTXKHUTH OaxkaHi 00’ €KTH Ta IMMOJUBUTHCS, sIK Oy/1e BUTIISIIaTH MaiiOyTHS BeOrpa
(puc. 3.10).

Komu criena ctBopeHa, BCl MOJCII 3aBaHTaXEHO Ta PO3MIIICHO, HEOOXITHO
peanizyBaTd TpOLeC OHOBJIEHHS ITPOBOI CIIEHU uYepe3 MEBHUM MPOMIXKOK 4Yacy,
OCKUTBbKH Mi3HIIIE B MPOLIECl TPU CTaH 00’ €KTIB Oy/e MOCTIITHO 3MIHIOBATHCS 1 HOTO
HEOOXITHO CBO€YAacHO BimoOpaxkarwu. [ 1mporo Oyio po3poOieHO (YHKITIO
aHiMarllii, 10 MepeBips€ CKIIbKA Yacy MPOMIIO, Ta SKIIO BiH OUIBIINANA 3a
3a3HAYEHUI 4Yac OHOBJICHHS — BHUKJIMKae (YHKIIIO JJI1 OHOBJIICHHS CTaHy BCIX

00’exTiB Ha crieHi (auB. puc. 3.11) [1].

Pucynox 3.10 — 3aBanTaxeHi 00’ €kTu
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function animate(){

currentTime = (new Date).getTime();

elapsedTime = currentTime - lastFrameTime;

if (elapsedTime < rate) return;

var updatelterations = Math.floor(elapsedTime / MINIMUM_FRAME_RATE);
while(updatelterations > 0){

try{

drawScene();

}

catch(e){

console.log(e);

}

updatelterations -= 1;

}

lastFrameTime = (new Date).getTime();
}

Pucynok 3.11 — ®dyHk1ig a”nimariii

Takox xiac StageObject mae (yHKIIIO OHOBICHHS, IO BUKIMKAETHCS Y
nonepenHii ¢Gyukiii. B Hiil BigOyBaeTbcs 3MiHa rpadiyHOTO BiJ0OpakeHHS MOJIET1
y BIJIOBIHOCTI IO MAaTPUIIl BUTJISY CBITY Ta BIACHUX MapaMeTpiB 00’ €KTa, TAKUX
SK TIO3UIlisl Ta oOepraHHs, 3a Jpkepenom [1]. B pesymbrari mmx oO4HCIieHB

3MIHIOETBCS BJIACHA MaTPHIl BUTIIALY 00’ ekTy (puc. 3.12).

StageObject.prototype.update=function(){
mat4.identity(this.modelMatrix);

mat4.translate(this.modelMatrix,this.modelMatrix, this.location);

mat4.rotateX(this.modelMatrix,this.modelMatrix,this.rotationX);
mat4.rotateY (this.modelMatrix,this.modelMatrix,this.rotationY);
mat4.rotateZ(this.modelMatrix,this.modelMatrix,this.rotationZ);

Pucynok 3.12 — @yHKII19 OHOBJIEHHS 00’ €KTa

Takum urHOM peanizoBaHo BigoOpaxeHHs 3D-rpadiku y HTML-enemenTi
«Canvas», MOXJIMBICTh 3aBaHTAXyBaTH MOJENI, TEKCTypH, 3a/JaBaTH BIACHI
napaMeTpH MoJieJIe, 10JaBaHHsI OCBITJICHHS Ta BCTAHOBJICHHSI TapaMeTPiB KaMepH,
a TaKOK OHOBJICHHS IFPOBOIO CBITY. IMmieMeHTalist Pi3uku y rpy Oyae po3risiHyTa
y migpo3aun 3.2, pa3oMm 13 peaizali€ro irpoBoi JOTIKM Ta BCiMa HEOOXiTHUMU

byHKIIsIMU BEOTPH.
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3.2 Ilporpamua peaJtizauis Be0Orpu

[Ticns peanizariii rpadigyHOT YaCTUHM ITPOBOTO PYIIIS, MOXKHA TIEPEXOIUTH 10
pO3poOKK BeOTrpu Ha MOro OCHOBI. Pa3om 31 CTBOpEHHSM IrpOBHX 00’€KTIB Oyjie
no1aHo (DI3UUHI MOJIETI 10 HUX Ta B3a€MOJIII0 (PI3UYHUX 00’ €KTIB OJUH 3 OJHUM.

[I{o6 mnpairoBatu 3 ¢Qyukmismu Cannon.js B mepiny 4epry HEoOXiJHO
CTBOpUTH (i3uyHUi CBIT. JJI1 LIBOTO CTBOPIOETHCA 3MiHHA CBITY, 10 SIKOTO
JOTA€ThCS TPABITAIliS B HEOOXITHOMY HAIPSIMKY, V TAaHOMY BUMAJKY II€ BiJ €MHA

Bich Y (puc. 3.13) [4].

function initCannon() {
system = new CANNON.World();
system.gravity.set(0, -9.8, 0); // m/s?
}

Pucynok 3.13 — [Himianizamis (pi3M4HOTO CBITY

Konu ¢i3uuHumii cBIT CTBOPEHO, HACTYITHUM KPOKOM € pO3pOOKa KJIaciB IS
irpoBux 00’ekTiB. Ilepin 3a Bce HEOOXIAHO AOJATU MIAJIOTY Ta CTIHU, Kl OyAYTh
0OMEKyBaTH MEepeMillieHHs peaMeTiB y Tpi. J{is nporo nomaerses kiac Floor, o
MICTUTh y ¢001 3D-monens migyoru. o0 mijyora He A03BOJIsIIA 1HIIUM 00’ €KTaM
MPOBAIIOBATUCH KPi3b HBOIO, MOTPIOHO 10AATH oMy (Pi3UYHE TIJI0 33 JOTIOMOIOO
Cannon.js, sik moka3aHo Ha pucyHky 3.14. [lns Tina BcTaHOBIIOETHCS (hopma (KyO,
cdepa, MOBEpXHs, TOIIO), PO3Mip, Maca, mo3miis Ta obepraHHs [4]. Te came
MOBTOPIOETHCS 1 JIJIS CTIH.

Takox 3a THM caMHUM TPUHITUIIOM CTBOPrOeThes Kinac Kitchen, ekzemmisipom
SKOTO € KyXOHHHUH CTLJI, Ha SKUW MOXHA CTAaBUTH MPEIMETH. Pi13HUIIA 3 TONIepeIHIM
MPUKIAA0M (DI3UIHOTO TiJIA € Te, 110 IS CToJia (POPMOIO TiJia € KyO, a He TIJIOIIMHA.
Taxkox kimac Kitchen mae 3miHHY 17151 30epiranHs npeaMeTa, SK|id CTOITh Ha CTOJI.

AHAJIOTIYHO CTBOPIOETHCA 1 Kaac FOOd, 110 MiCTHTh €K3EMILIIPH CTPaB, IO
nomaBatume kyxap. Lleit kimac mae 3MiHHY 17151 30epiraHHsl CTEKYy KOMiii 00’ €KTiB

bOT0 KJacy, JJIsl TUX CTpaB, 110 3 CaMOro MOYaTKy po3MilleHi Ha KyxHi. Komau
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rpaBellb Oepe MpeaAMEeT 3 I[LOTO CTEKY, TOJOBHHUM 00’ €KT 3aJHMIIAETHCS HA MICII, a
rpaBeIb OTPUMYE JIAIIE HOTO KOIif0. TakuM YHHOM IMITY€ThCS BEJIMKA KUTHKICTh

OJHAKOBHX CTpaB.

var groundBody = new CANNON.Body({
mass: 0,
position: new CANNON.Vec3(0, 0, 0),
collisionFilterGroup: GROUP2,
collisionFilterMask: GROUP2
b
var groundShape = new CANNON.Plane();
groundBody.addShape(groundShape);
groundBody.quaternion.setFromEuler(-Math.P1 / 2, 0, 0);
this.rigidBody=groundBody;
this.system.addBody(groundBody);

Pucynox 3.14 — Jlomasanus (Gp13MyHOTO TLJIA 10 00’ €KTa
y

Ha pucynky 3.15 HaBeneHO QyHKIIIIO KJIOHYBaHHS CTpaB Ta 30€piraHHs ix y

CTCK.

if(food_names.includes(stageObject.name)){
var items=[];
for(var j=0;j<3;++j){
var item=stageObject.clone();
items.push(item);
item.system=system;
item.visible = false;

stage.addModel(item);
k

stageObject.stack = items;

¥

Pucynok 3.15 — KnonyBaHHs cTpaB

Tax camo, sk i mornepeaHi 00’ €KTH, po3podioeThes kiaac Plate, exzemmispom
SKOTO € MIIHOC, Ha KUl HEOOXIJHO KJIACTU CTPABU MeEpe]] BUIAYOI0 3aMOBIICHHS

KiieHTy. [{el kiiac Mae 3MIHHY-MacHB JiJ1s1 30€piraHHsl 10 TPhOX €K3EMILISPIB Ki1acy
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Food, 110 iMiTye BIAMOBIIHO MPOIEC CKIaJaHHs €JIEMEHTIB 3aMOBJICHHS Ha ITiTHOC
Ta 30epiranHs iX Ha HbOMY. TakoX IMIHOC MICTUTh BEKTOP Opi€HTAIlli, 1m0 30epirae
BiCh 00€pTaHHS MiTHOCY.

HactynHuM kpokoM € po3poOka OJHOr0 3 HaBaXJIMBIIIMX KJIAciB, a came
kiacy Chef, exzemruisipom sikoro € 00’€KT Kyxapa — MOJEIb KO Oy/ie KepyBaTH
rpagelb. Y ¢yHkiii update() mporo KJiacy BCTAaHOBJICHO CiIyXad MO, 110 30epirae
y BIATMIOBITHOMY 00’ €KT1 CTaH HATUCKAHHSI KJIABIIIl YIIPABIIIHHS IEPCOHAKEM, a CaMe
WASD. BiamnoBiHo 10 HATHCHYTUX KJIABIII KOJT HA pUCYHKY 3.16 3MiHIOE TIO3HITIIO
KyXapa, a TaKoXX 3alUCy€ JI0 BEKTOPY HampaBlIeHHS 00’ €KTy — HANPUKIAA, SKIIO
HATUCHYTAa KJaBima A, IepCOHaX MepPEMIILY€eThCs BIIBO Ta IOBUHEH TTOBEPHYTUCS

y TOH camuii OIK.

var pos = this.rigidBody.position;
if(this.Keys.up){
this.rigidBody.position.z-=1;
this.direction.z=-1;
if(1this.Keys.left&&!this.Keys.right) this.direction.x=0;
}
if(this.Keys.down){
this.rigidBody.position.z+=1;
this.direction.z=1;
if('this.Keys.left&&!this.Keys.right) this.direction.x=0;
}
if(this.Keys.left) {
this.rigidBody.position.x-=1,
this.direction.x=-1;
if('this.Keys.up&&!this.Keys.down) this.direction.z=0;
}
if(this.Keys.right){
this.rigidBody.position.x+=1;
this.direction.x=1;
if(this.Keys.up&&!this.Keys.down) this.direction.z=0;

Pucynox 3.16 — [lepeMileHHs nepcoHaxa

Taxox Ha pucyHKy 3.16 moka3aHo, IK pO3paxoBYy€eTbCsl OakaHUN KyT 00epTy
MOJIEI1, BIJIMOBITHO 10 HATUCHYTHUX KJIABIII Ta MONEPEIHHOT0 3HAYEHHS 00epTaHHs

00’€eKTYy.
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var ax, az, tx, tz;

ax = this.location[0];

az = this.location[2];

tx = this.rigidBody.position.x;
tz = this.rigidBody.position.z;

const desiredAngle = Math.atan2(tx-ax, tz-az);
if(Object.values(this.Keys).includes(true)){
this.rotation'Y=desiredAngle;
this.angle = this.rotationY;
}
mat4.rotateY (this.modelMatrix,this.modelMatrix,this.rotationY);
this.rigidBody.quaternion.setFromEuler(0, this.angle, 0);

Pucynox 3.17 — OGepTanHs nepcoHaxa

Konu mepconaxk Moxe pyxartucs, HEOOXITHO peani3yBaTh MOKIIUBICTb
KopucTyBaua Opatu Ta kjactu npeametu. Illo0 migibpatu mpeamer, HEOOXiAHO
BU3HAUMTH, KU caMme mnpeaMer Oyne BukopuctaHo. [lns mporo y O10mioTeri
Cannon.js icaye kiac Ray, 1o nmpeacTaBiise co000 IPOMiHb, IKOMY MOXHA 33J1aTH
BUXIJHY Ta KIHIIEBY TOuYKy. Koiau mpomiHbp nepeTuHae 1rpoBHi (Pi3MYHUI CBIT
3aIOBHIOETLCA Horo BiaacTuBicTh RaycastResult, mo BiAmoBigHO MicTUTH Y cOO1
pe3ynbTaT MEPEeTUHY CBITY MPOMEHEM, BKIIOUAOUM HalOmmk4de (izuyHe Ti1o, 3
SAKUM 3ITKHYBCS TpoMiHb. CTBOpPEHHS MPOMEHIO, IO BUXOIUTH 13 TOYKHU
MICII€3HAXO/[KEHHSI IrpOBOTO MEPCOHAXKA, Ta WJE B HAIPSMKY HOro MOBEpTaHHS,

MOKa3aHo Ha pucyHKy 3.18 [4].

const from = new CANNON.Vec3(this.rigidBody.position.x+this.direction.x*2, 1,
this.rigidBody.position.z+this.direction.z*2);
const to = new CANNON.Vec3(this.rigidBody.position.x+this.direction.x*5, 1,
this.rigidBody.position.z+this.direction.z*5);
var ray = new CANNON.Ray(from, to);
ray.intersectWorld(this.system, {mode: CANNON.Ray.CLOSEST,
collisionFilterGroup: GROUP3, collisionFilterMask: GROUP2 | GROUP4});

Pucynok 3.18 — CTBOpeHHS MPOMEHIO

3a pesynpratoMm RaycastResult mporpama mepeOupae pi3Hi BapiaHTH TO/IiH,
OMMCaHl Ha Jiarpami akTUBHOCTI (AuB. puc. 2.3). Km0 NpPOMiHb CTUKAETHCS 31

CTOJIOM, Ha SKOMY € IIpeAMET, KOPUCTYyBad MOXKE B3ATH Led mpenmer. Ilpu
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HAaTHUCKaHHI KJaBiml E nepeBipseTbes, M NMepeTUHAE IPOMiHb TaKUN CTIT y JaHUN
MOMEHT — SIKII[O TaK, TO MPEAMET 31 CTOJIy 3aKpIIUISIETbCS HAa HEBENUKIN BiICTaH1
nepes; KyxapoM (TakoK BPaxOBYETHCS HANPSAMOK, y SIKHH PO3BEPHYTHI T'PaBeIlb),
IMITYIOYH Te, III0 BiH TpUMae npeaMet nepea codoro (puc. 3.19). ko npeamer —
1€ CTpaBa, 0 Ma€ CTEK BIACHUX KOMIiH JJIsi BAKOPUCTAHHS, TO MPU B3a€EMO/IIT B LIUM

npeaMecToOM OJHA KOs 6ep€TLCSI I'paBOCM Td BUAAJAECTHCA 31 CTCKY.

if(ray.hasHit&&!this.picked){
for(var t in this.tables){
if(tables[t].rigidBody==ray.result.body && tables[t].food && tables[t].food.stack)

this.fromTable = true;
this.item = tables[t].food.stack;
this.table = null;

break;

k
¥
k

if(chef.fromTable&&chef.table==null){
chef.item = chef.item.pop();
chef.item.place =  vec3.fromValues(
chef.rigidBody.position.x+chef.direction.x*3, chef.rigidBody.position.y,
chef.rigidBody.position.z+chef.direction.z*3);
chef.item.location =  vec3.fromValues(
chef.rigidBody.position.x+chef.direction.x*3, chef.rigidBody.position.y,
chef.rigidBody.position.z+chef.direction.z*3);
chef.item.initializePhysics();
chef.item.visible = true;
chef.item = chef.item.rigidBody;
chef.fromTable = false;

ks

Pucynok 3.19 — [linObupanHs npeaMeTy 31 CTOTY

AHaNOriYyHUM YHMHOM TPOBOJMTHCS TEPEBIPKA BCIX IHIIMX BaplaHTIB
B3aeMOJIIT TpaBiis 3 00’ ekTamMu. Hampukiias, Ko cTil, SKuid mepeTuHa€e MPOMiHb,
MyCTUN — HIYOTO HE BIOYIETHCS, a SIKIIO Ha CTOJII CTOITh IMiTHOC, CTBOPEHHSI SIKOTO
OyJ0 omucaHo paHilie, TO KOTii HE CTBOPIOETHCS, & TPEAMET MPOCTO 3aAKPITUISIETHCS
nepea KyXapom.

Konu npenmeru moxkHa OpaTu, TO HEOOXITHO MAaTU MOXKJIMBICTh 1X KJIACTH.
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Tak camo 5K 1 3 TMAOUpaHHSAM MPEAMETIB — MPOMiHb NEPETUHAE CBIT, Ta MOXKHA
TI3HATHCS, 3 IKUM caMe 00’€KTOM BiH CTHUKA€THCS. SIKIO KOPHUCTYBad TPUMAE Y
pyKax MpeaMeT, Ta IPOMiHb HIYOTO HE TIEPETHHAE, TO MPEAMET BIAKPIIIIAETHCS Bl
IpaBIld Ta MaJae Ha MiJJIOTY. SIKII0 K nepes TpaBleM 3HaXOAUThCS ITyCTUH CTLJI, TO
MpPEeAMET TEPEMIIAEThCsl Ha HROTO, & B CAMOMY CTOJIi OHOBJIIOETHCS 3MiHHA, IO
30epirae mpeaMeT Ha HbOMY. BiamoBiIHO 10 pUCYHKY 2.3 Ha 3alHATHH CTLI
HEMO>KJIUBO HIYOTO TIOMICTHTH.

bimbm 1ikaBoro € (yHKIS pO3MIMICHHS CTpaB Ha MITHOCI IS BUAAdi
3aMoBlieHb. [liIHOC MOKe MICTUTH /0 TPhOX MPEAMETIB, SIKI 3aKPIIUISIOTHCS Ha
HHOMY Ta 30epiraroThCsl y BiAMOBIHIHN 3MiHHIN Ki1acy Plate. € quHOoI0 CKIaIHICTIO B
111 3a/1a4l € po3BepTaHHA 00’ €KTIB Ha MIHOCI pa30M 13 HUM 0€3 3MIHHU iX TOPSJIKY.

Pimenns 1i€i npo6iemMu nmokasaHo Ha pucyHky 3.20.

if(this.plate.direction.x!=0&&this.plate.direction.z!=0){

if(this.plate.food[0]) this.plate.food[0].position = new
CANNON.Vec3(this.plate.location[0]-this.plate.direction.z*1.2, this.plate. Iocatlon[1]+0 2,
this.plate.location[2]+this.plate.direction.x*0.8) ;

if(this.plate.food[1]) this.plate.food[1].position = new
CANNON.Vec3(this.plate.location[0], this.plate.location[1]+0.2, this.plate. Iocatlon[2])

if(this.plate.food[2]) this.plate.food[2].position new
CANNON.Vec3(this.plate.location[0]+this.plate.direction.z*0.8, this.plate. Iocatlon[1]+0 2,
this.plate.location[2]-this.plate.direction.x*1.2) ;

} else{

if(this.plate.food[0]) this.plate.food[0].position = new
CANNON.Vec3(this.plate.location[0]+this.plate.direction.z, this.plate. Iocatlon[1]+0 2,
this.plate.location[2]+this.plate.direction.x) ;

if(this.plate.food[1]) this.plate.food[1].position = new
CANNON.Vec3(this.plate.location[0], this.plate.location[1]+0.2, this.plate. Iocatlon[2])

if(this.plate.food[2]) this.plate.food[2].position new
CANNON.Vec3(this.plate.location[0]-this.plate.direction.z, this.plate. Iocatlon[1]+0 2,

this.plate.location[2]-this.plate.direction.x) ;

Pucynox 3.20 — Po3miniensst Ta 06epTaHHS MPEAMETIB Ha T1THOCI

[Ticnst po3poOKu BCiX BHUIlE 3a3HAUYCHUX (PYHKITIH, HEOOX1THO MPOTECTYBATH
KOpEKTHICTh iX poboTu. Ha pucynkax 3.21 ta 3.22 mokazaHo NpuKIagu podoOTH
BeOrpH Ta Mpare31aTHOCTI OMUCAHUX (PYHKIIIH.

Takum urHOM OyJI0 PO3pOOJICHO TOJOBHI MexaHiku Tpu. Jlam HEoO0XiTHO
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CTBOPHUTH OJMWH 3 TOJIOBHUX MEXaHI3MIB — HAJIXO/PKCHHS Ta NIEpeBipKa 3aMOBJICHb.

Pucynok 3.22 — I[Ipuknan poboTu rpu

Jls peanizaiiii 3aMOBJIEHB Ta CaMOi CTIMKHM 3aMOBJICHbB, @ TAKOX CTEH/IIB, 1110

HIOKa3ylOTh 3aMOBJIEHHS, po3pooisieThest kiac Order. Exzemiunsip mporo kiacy €
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CXO0KUM Ha ex3eMInisip kiacy Kitchen, ta nmpu cripo6i KopucTyBadeM MOKJIACTH Ha
HBOTO M1THOC PaXyeThCs K 3BUUaiHUM CTUI. OHAK MPU B3a€MOIT 3 €K3eMILIIPOM
kiaacy Order Ta maroum MiZHOC B pyKaxX, 00’€KT MiJHOCY 30epiraerbes y Kiaci
3aMOBJICHHS JIJIs1 TTOAQIIBIIIOT 0OPOOKH.

1106 0OpoOIATH 3aMOBIICHHS, B TIEPIIy Yepry HEOOXiTHO WOTO CTBOPHUTH.
OyHKIisE Ha PUCYHKY 3.23 ToOKa3zye, K T'€HEPYEThCS BUIAIAKOBE 3aMOBJICHHS.
CrovyaTKy 00Mpa€eThcs BUMAAKOBE 9nciio B 1 10 3, 1100 BUBHAYHMTH CKITBKH CTPAaB
Oyae y 3amoBiieHHI. [I0TiM BHIIaKOBO 31 CIHCKY ICHYIOUHX CTpaB OOHMPAETHCS
HEOOX1HA TX KUTBKICTh Ta 30epiraeTbes y BIAMOBIIHIN 3MIHHINA €K3EMIUISIPY KiIacy
Order. B Toii camuii 9ac 10 CTEHIIB, 10 BiI0Opa)KaTUMYTh 3aMOBJICHHS, TOJIA€ThCS
a0bo TekcTypa oOpaHoi cTpaBu, abo Oija TeKcTypa ISl TO3HAYEHHS BIJCYTHOCTI

CTpaBH.

function MakeOrder(obj){
var count = Math.floor(Math.random() * 3) + 1;

for(var i=0; i<count; i++){
var item = Math.floor(Math.random() * obj.food _names.length);
obj.order.push(obj.food_names[item]);

ky

for(var i=0; i<3; i++){
if(obj.order[i]){
for(var o in obj.stage.stageObjects){
if(obj.stage.stageObjects[o].name == obj.order[i]){
obj.boards[i].texturelndex = obj.stage.stageObjects[o].texturelndex;
}
}
}

else obj.boards[i].texturelndex = obj.clear_texture;

Pucynok 3.23 — CTBOpEHHS 3aMOBJICHHS

Konu 3amoBneHHST CTBOpeHe, HEOOXIJHO JO4YeKaTHCs, KOJU TpaBellb

MOCTaBUTh Ha CTIHKY MIAHOC 13 mpeaMmeTamu. [licist mporo moTpiOHO MepeBipUTH,
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K1 caMe CTPaBH 3HAXOJAThCS HA MIJHOCI, Ta YU 301ral0ThCsl BOHU 3 3aMOBJICHUMHU.
Jiis 1poro o0’€KTH Ha MiAHOCI MepeONpaloThCs Ta MOPIBHIOIOTHCS 31 CTpaBaMu y
3aMOBJICHHI. JSIKIIO BCi TpeaMeTH 30iraloTbCs, TO 3aMOBJICHHS BBaXKA€ThCS
BUKOHAHUM, BC1 MPEIMETH Ha IT1JTHOCI BUJIATITFOTHCSA 13 IPOBOTO CBITY ISl EKOHOMIT
naMm’sITi KOMI'I0Tepa, MIJHOC MOBEPTAE€ThCS HAa CBOE IMOYATKOBE MiCIe, a Tpa
reHepye HoBe 3aMoBJIeHHS. OJIHAK, SKIIO 3aMOBJICHHS BUKOHAHO HE BIPHO, ITITHOC
MICTUTh HENpPaBWIbHI, 3aiiBi ab0 HE BCI CTpaBH, TO MPEAMETH BCE OJIHO
BUJIAJISTIOTHCSI, TIPOTE 3aMOBIICHHS HE 3MIHIOETBCS 1 MOT0 HEOOXITHO BHUKOHATH 3

noyatky. Peanizaiiito Takoi nepeBipku MpoAeMOHCTPOBAHO HA PUCYHKY 3.24.

var order=[];

for(var i=0; i<this.order.length; i++){
order.push(this.order[i]);

}

if(this.plate.food.length > 0){

for(var i=0; i<this.plate.food.length; i++){

for(var o in this.stage.stageObjects){
if(this.stage.stageObijects[o].rigidBody == this.plate.food[i]){

if(order.includes(this.stage.stageObjects[o].name)){

const index = order.indexOf(this.stage.stageObjects[0].name);
order.splice(index, 1);

}

const index = this.stage.stageObjects.indexOf(this.stage.stageObjects[0]);
console.log(this.stage.stageObjects[0]);
this.stage.stageObjects.splice(index, 1);

break;

k
k

k
if(this.order.length == this.plate.food.length && order.length == 0) this.order = [];

this.plate.food = [];
}

Pucynok 3.24 — [lepeBipka npaBUILHOCTI BUKOHAHOTO 3aMOBJICHHS

Takum yuMHOM y Tpi BiAOYyBa€ThCSd HECKIHUCHHMM LMKI HAAXOIKCHHS Ta
BUKOHAHHS 3aMOBJeHb. OCTaHHIM KpOKOM Yy peaiizaiii BeOTpu € IoJaBaHHS

CMITHHKA, II00 MO>KHA OyJ10 BUKMHYTI 3aiiBl IpeIMETH a00 HEMPaBUILHO BUKOHAHE
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3aMOBJICHHS HA IT1THOCI.

JIist bOTO CTBOPIOETHCS Kitac Bin, sikuii mparroe cX0KUM YHHOM i3 KITaCOM
Order. Bin npuiimae B cebe cTpaBy, IO TPUMA€E rpaBellb, a00 MacHB CTpaB IO
3HAXOJAThCSA Ha TifgHOCI. [licis bOro BUKOHYETHCS KOJ, IO BHIAJISE OTPUMAaHi
00’ €KTH 3 IrPOBOTO CBITY, SIK TOKa3aHO Ha pUCyHKY 3.25. [Ipu iboMy NpH BUKUIAHH1

K1 3 HiI[HOC&, BIH HE IOBCPTACTHCA HAa CBOE€ ITOIICPCIAHE MiCHe, a 3aJIMIIa€ThCA B

pyKax y TpaBLi.

if(this.items){
if(this.items.length > 0){
for(var i=0; i<this.items.length; i++){
for(var o in this.stage.stageObjects){
if(this.stage.stageObjects[o].rigidBody == this.items[i]){

const index = this.stage.stageObjects.indexOf(this.stage.stageObjects[0]);
this.stage.stageObjects.splice(index, 1);

delete this.itemsJi];

break;

}
}
}
this.items = [];
}
}

Pucynok 3.25 — BunanenHst 00’€KTiB 3 iIrpOBOTO CBITY

Takum unHOM OyJ10 peanizoBaHO BCl HEOOX1HI (PYHKI[IT I'pU T4 MOMKIUBOCTI
KopucTyBada. bysno 3pobiieHo Bce HeoOXigHe Il poOOTH BEOrpH Ta 1rpOBOTO
IPOLECY, @ TAKOXK MPOTECTOBaHA Mpale31aTHICTh TPH.

Ha pucynky 3.26 noka3zaHo ¢iHagbHUN BUIJIS TPU Ta MPUKIA] TPUMAHHS
H1JHOCY 3 MPAaBUJILHUM 3aMOBJICHHSIM Ha HHOMY.

Ha pucynky 3.27 neMOHCTpYeTbCsl IMOSiBA HOBOTO 3aMOBJICHHS, KOJH
noTiepeTHeE BUKOHAHO BipHO. J[0Ka30M mpaiie3aTHOCTI BUCTYTA€E OJUH 00’ €KT, 1110

Ha 000X 300paXKeHHAX 3HAXOAUTHCS HA OTHOMY i TOMY CAMOMY MICIII.
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Pucynok 3.27 — TectyBanus rpu

Taxum unHOM Ha prucyHkax 3.26 Ta 3.27 nokazaHo NpUKIa]g poOOTH Ipu Ta 1i
biHabHUM 30BHIMIHIN BUTIIsIA. OKpiM BChOTO (DYHKITIOHATY TP Ta IFPOBOTO PYIIIis,
Ha CTOPIHKY TPHU JIOJA€THCS OJIOK 3 MTpaBUIaMU T'pH, a cama CTOPIHKA CTUITI3YETHCS

3a monomororo CSS (peamnizairis X MyHKTIB HaBEAEHA Y JOIATKY A).
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3.3 BucHoBKH 10 po3aiay 3

B posznini 3 Oyio moka3zaHo peajizaliito irpoBOro pyiiis Ta BeOTpu Ha HOro
OCHOBI 3 BHUKOHAHHSIM YCiX BHMOT 3a3HaueHUX y po3ain 2. bymo HaBemeHo
pealizaiifo OCHOBHUX (YHKIIIM 3aCTOCYHKY Ta ONHCAHO iX NpPU3HAYCHHS 1
npuHIUAT PoOoTH. Takox OyiI0 MPOBEACHO TECTYBaHHS PO3pOOICHOTO OJATKY Ta

HABECHO BIIOBIIHI 300pa)KEHHS 3 IEMOHCTPALIIEIO MPALIe31aTHOCTI IPOTPAMH.
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BUCHOBKHA

B pesynbrarti poboTu Oyno JOCTIIKEHO MPOIeC PO3POOKU IrPOBOTO PYIIis
3acobamu WebGL Tta JavaScript, peami3oBaHO BIiANOBIZHHI IPOrpaMHUM
3aCTOCYHOK, a TaK0K CTBOPEHO BEOTpy Ha HOro OCHOBI.

CnouaTky OyJi0 TpOaHai30BaHO ICHYIOY1 TEXHOJIOTIi I pO3pOOKH BeOIrop
13 3D-rpadikoro, HaBeACHO iX XapaKTEPUCTUKY Ta apryMEHTOBaHMM BUOIp 3ac001B
JUTsT pO3pO0KH 3acTOCYHKY. [licis mporo Oyiio Bu3HAUYEHO (PYHKITIOHATHHI BUMOTH
JI0 IrpOBOTO PYIIIisl Ta BEOTPH, a TAKOK MOXKIIMBOCTI KOPUCTYBaya.

HactynHuM KpokoM OyJi0 IpO€KTYBaHHS MaWOYTHIX YacTHUH MPOrpaMH, a
caMme IrpoBOro pyliilisi Ta BeOrpu Ha oro ocHoBl. CriMparoyuch Ha BU3HAUCHI PaHIIIe
BUMOTH OyJI0 PO3pOOJIEHO CTPYKTYpH KjaciB 000X YaCTHUH MPOEKTY, MICIS YOO
BimoOpaxkeHo ix Ha UML-miarpamax kmnaciB. OxpiM TOoro Oyjio po3po0JieHO
JiarpaMmy akTHUBHOCTI, 1100 3pO3yMiJIO0 Ta HAOYHO OIUCATU MPOIEC TPU TaM
MO>KJIMBOCTI KOPUCTYyBaya y Hiil.

OcranHiM eTanoM OyJia mporpaMHa peaiizailisi 3aCTOCYHKY, TPOTSITOM SIKOTO,
BIJIMOBIJTHO JI0 PO3POOJICHUX paHilie giarpaM, 0yJI0 CTBOPEHO BC1 HEOOX1HI KJ1acu
Ta 33/JI0BUTLHEHO BUMOTH JI0 MPOEKTY, OCHOBHUMH 3 SKHX € 3aBAaHTAKEHHS Ta
BinTBOpeHHs1 3D-rpadiku y Opaysepi, CTBOpeHHs (DI3UYHOTO CBITY Ta pO3poOKa
ICPOBOTO IPOIIECY.

Takum urHOM OyJO JOCATHYTa MeTa PoOOTH — peani3alis IrpoBOTO PyIis
3acobamu WebGL Tta JavaScript ta po3poOka Tpu Ha #Horo ocHOBi. byB
apryMEHTOBaHUN BHUOIpP IHCTPYMEHTIB, CHPOEKTOBAHO 3aCTOCYHOK, MICISI YOTO

PO3pO0JIEHO BIAMOBIIHUNA IPOrPaMHUN TPOTYKT.



40

HEPEJIIK IIOCUJIAHb

1. Sumeet A. WebGL Game Development. Birmingham : Packt
Publishing, 2014. 397 p.

2. [MiBusax I'. I'., bycurin b. C., HiBizintok M. M. Ta iH. Tnymaunuit
cloBHUK 3 iHpopmatuku. uinpo : Ham. ripauy. yH-1, 2010. 600 C.

3. Patrick G. Henriette B. Philippe B. UML 2.0 in Action. Birmingham :
Packt Publishing, 2005. 229 p.

4, Cannon. Github. URL.: https://schteppe.github.io/cannon.js/docs/ (nata
3pepHenHs: 05.04.2023).

5. WebGL 2.0 Specification. The Khronos Group Inc. URL:

https://registry.khronos.org/webgl/specs/latest/2.0/ (nata 3eepuenns: 01.03.2023).

6. JavaScript documentation. DevDocs APl Documentation. URL:

https://devdocs.io/javascript/ (nara 3Bepaenns: 01.03.2023).

7. Blender 3.5 Reference Manual. Blender Documentation. URL:

https://docs.blender.org/manual/en/latest/ (nata 3Bepaenns: 25.03.2023).

8. Cruni O. T'., 3inoBeeB 1. B., Mansko H. 1.-B. Jliniitna anrebpa Tta
aHAJTITUYHA TeOMETPIsl : HABUAJbHUM MOCIOHUK JJIs 3100yBadiB CTYMEHsS BUIIOI
ocBITU OakanaBpa crneuiaibHoCcTi 121 «IHXKeHepiss MporpamMHOro 3a0e3MEeUCHHS
ocBiTHRO-TIpodeciiinoi mporpamu «IIporpamua imkenepis». 3amopixoks : 3HY,
2022. 96 c.

9. Matsuda K., Lea R. WebGL Programming Guide: Interactive 3D
Graphics Programming with WebGL. Michigan : Pearson Education, 2013. 516 p.


https://schteppe.github.io/cannon.js/docs/
https://registry.khronos.org/webgl/specs/latest/2.0/
https://devdocs.io/javascript/
https://docs.blender.org/manual/en/latest/

41

JTOJNATOK A

Kopn irpoBoro pyuis

<html>

<head>

<title>Cooking</title>

<meta http-equiv="content-type" content="text/ntml; charset=1SO-8859-1">
<link rel="stylesheet" href="style.css">

<script type="text/javascript" src="js/gl-matrix-min.js"></script>
<script type="text/javascript" src="js/jquery.js"></script>
<script type="text/javascript" src="js/webgl-utils.js"></script>
<script src="./js/cannon.js"></script>

<script type="text/javascript" src="primitive/Face.js"></script>
<script type="text/javascript" src="primitive/Geometry.js"></script>
<script type="text/javascript" src="primitive/parseJSON.js"></script>
<script type="text/javascript" src="primitive/utils.js"></script>

<script type="text/javascript" src="primitive/StageObject.js"></script>
<script type="text/javascript" src="primitive/Light.js"></script>
<script type="text/javascript" src="primitive/Lights.js"></script>

<script type="text/javascript" src="primitive/game/Chef.js"></script>
<script type="text/javascript” src="primitive/game/Floor.js"></script>
<script type="text/javascript" src="primitive/game/Kitchen.js"></script>
<script type="text/javascript" src="primitive/game/Food.js"></script>
<script type="text/javascript" src="primitive/game/Plate.js"></script>
<script type="text/javascript" src="primitive/game/Order.js"></script>
<script type="text/javascript" src="primitive/game/Bin.js"></script>

<script type="text/javascript" src="primitive/Stage.js"></script>
<script type="text/javascript" src="primitive/camera.js"></script>

<script id="shader-fs" type="x-shader/x-fragment">
precision mediump float;
varying vec3 transformedNormal;
varying vec3 vertexPos;

uniform vec3 uAmbientColor;
uniform vec3 uLightingPosition;
uniform vec3 uDirectionalColor;
uniform vec3 uSpecularColor;

uniform vec3 materialDiffuseColor;
uniform vec3 material AmbientColor;
uniform vec3 materialSpecularColor;
uniform sampler2D uSampler;
varying highp vec2 vTextureCoord;
uniform bool hasTexture;
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void main(void) {

vec3 normal=normalize(transformedNormal);

vec3 eyeVector=normalize(-vertexPos);

vec3 lightDirection = normalize(uLightingPosition);
float specular = 0.0;

float directionalLightWeighting = max(dot(normal, -lightDirection), 0.0);
if(directionalLightWeighting>0.0)

vec3 halfDir = normalize(-lightDirection + eyeVector);
float specAngle = max(dot(halfDir, normal), 0.0);
specular = pow(specAngle, 4.0);

}

if(hasTexture){

vec3 iColor = uAmbientColor+ uDirectionalColor*
directionalLightWeighting+uSpecularColor*materialSpecularColor*specular;

vec4 tColor=texture2D(uSampler, vec2(vTextureCoord.s, vTextureCoord.t));

gl_FragColor = vec4(iColor, 1.0)*texture2D(uSampler, vec2(vTextureCoord.s,
vTextureCoord.t));

}

else{

vec3 iColor = uAmbientColor*material AmbientColor+ uDirectionalColor

*materialDiffuseColor * directionalLightWeighting+uSpecularColor*material SpecularColor*specular;

gl_FragColor = vec4(iColor, 1.0);
}
}

</script>

<script id="shader-vs" type="x-shader/x-vertex">
attribute vec3 aVertexPosition;
attribute vec3 aVertexNormal;
uniform mat4 mVMatrix;
uniform mat4 pMatrix;
uniform mat4 nMatrix;
varying vec3 transformedNormal;
varying vec3 vertexPos;
attribute vec2 aTextureCoord;
varying highp vec2 vTextureCoord;
uniform bool hasTexture;
void main(void) {
vecd vertexPos4 = mVMatrix * vecd(aVertexPosition, 1.0);
vertexPos = vertexPos4.xyz;
transformedNormal = vec3(nMatrix * vec4(aVertexNormal,1.0));
gl_Position= pMatrix *vertexPos4;
if(hasTexture){
vTextureCoord = aTextureCoord;

¥
¥

</script>

<script type="text/javascript">
var canvas;
var gl;



var shaderProgram;

var mvMatrix = mat4.create();
var pMatrix = mat4.create();
var stage;

var textureCount=-1;

var move=0, plate=0, food =[], boards = [];

var food_names=["blue_cake", "chocolate_cake", "giwi_cake",
"strawberry_cake", "blue_cola", "red_cola", "green_cola", "yellow_cola"];

var matrixStack = [];

var textureList=[];

var cam;

var tables=[];

var nextitemIndex=0;

var system=0;

var rate=30; //Animation should fire after every 300

var MINIMUM_FRAME_RATE=30;

var lastFrameTime = undefined:;

var cyclesLeftOver;

var currentTime;

var elapsedTime;

var clampToEdge=true;

function pushMatrix() {
var copy = mat4.create();
mat4.copy(copy,mvMatrix);
matrixStack.push(copy);

}

function popMatrix() {
if (matrixStack.length == 0) {
throw "Invalid popMatrix!";

¥

mvMatrix = matrixStack.pop();

}

function initCannon() {
system = new CANNON.World();
system.gravity.set(0, -9.8, 0); / m/s?

}

async function start() {
canvas = document.getElementByld("game");
lastFrameTime=(new Date).getTime();

initCannon();
initGL(canvas);

initShaders();

stage=new Stage(gl);

gl.pixelStorei(gl. UNPACK_FLIP_Y_WEBGL, true);
cam=new Camera();

cam.setPosition(new Array(0.0, 20.0, 20.0));
cam.setLookAtPoint(vec3.fromValues(0.0, 0.0, 0.0));

initScene();

await loadStageObject(""'model/obj/wall.json",[-30.0,0.0,0.0],0,0,0);
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"fruit_cake",
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await loadStageObject(""'model/obj/wall.json",[0.0,0.0,-30.0],0,Math.P1/2,0);
await loadStageObject(""'model/obj/wall.json",[30.0,0.0,0.0],0,0,0);

await loadStageObject(""'model/obj/board.json",[-17.0,0.0,-30.0],0.0,-Math.P1/2,0.0);
await loadStageObject(""'model/obj/board.json",[-4.0,0.0,-30.0],0.0,-Math.P1/2,0.0);
await loadStageObject(""'model/obj/board.json™,[9.0,0.0,-30.0],0.0,-Math.P1/2,0.0);

await loadStageObject(""'model/obj/table.json",[-20.0,0.0,-20.0],0.0,0.0,0.0);
await loadStageObject(""'model/obj/floor.json*,[0.0,0.0,0.0],0.0,0.0,0.0);

await loadStageObject(""'model/obj/red_cola.json",[0.0,0.0,0.0],0.0,0.0,0.0);

await loadStageObject(""'model/obj/blue_cola.json",[0.0,0.0,0.0],0.0,0.0,0.0);

await loadStageObject(""'model/obj/yellow_cola.json™,[0.0,0.0,0.0],0.0,0.0,0.0);
await loadStageObject(""'model/obj/green_cola.json",[0.0,0.0,0.0],0.0,0.0,0.0);
await loadStageObject(""'model/obj/blue_cake.json",[0.0,0.0,0.0],0.0,0.0,0.0);

await loadStageObject(""'model/obj/qgiwi_cake.json",[0.0,0.0,0.0],0.0,0.0,0.0);

await loadStageObject(""'model/obj/chocolate_cake.json",[0.0,0.0,0.0],0.0,0.0,0.0);
await loadStageObject(""'model/obj/fruit_cake.json",[0.0,0.0,0.0],0.0,0.0,0.0);

await loadStageObject(""'model/obj/strawberry_cake.json",[0.0,0.0,0.0],0.0,0.0,0.0);

await loadStageObject(""'model/obj/plate.json",[0.0,0.0,0.0],0.0,Math.P1/2,0.0);
await loadStageObject("'model/obj/order.json",[-20.0,2.0,3.0],0.0,0.0,0.0);
await loadStageObject(""'model/obj/bin.json",[-20.0,2.0,5.0],0.0,0.0,0.0);

await loadStageObject(""'model/obj/chef.json",[0.0,0.0,0.0],0.0,0.0,0.0);

async function loadStageObject(url,location,rotationX,rotationY,rotationZ){
await $.getJSON(url,function(data){
var nameOfObject=data.metadata.sourceFile.split(".")[0];
var stageObject=null;

if(nameOfObject=="chef"){
stageObject=new Chef();
stageObject.document = document;
stageObject.tables = tables;
move = stageObject;

}
else if(hnameOfObject=="floor"){
stageObject=new Floor();

}
else if(hnameOfObject=="table"){
stageObject=new Kitchen();

else if(food_names.includes(nameOfObject)){
stageObject=new Food();

var positions = [3,5,7,8,9,17,19,21,23];

var num = positions[food_names.indexOf(nameOfObject)];

food[food_names.indexOf(nameOfObject)] = stageObject;

console.log(num)

tables[num].food = stageObject;

stageObject.place = vec3.fromValues(tables[num].location[0],
tables[num].location[1]+0.1, tables[num].location[2]);
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}
else if(nameOfObject=="plate"){
stageObject = new Plate();
var num = 25;
tables[num].food = stageObiject;
stageObject.place = vec3.fromValues(tables[num].location[0],
tables[num].location[1]+0.2, tables[num].location[2]);

}

else if(nameOfObject=="order"){
stageObject=new Order();
tables.push(stageObject);
stageObject.stage = stage;
stageObject.tables = tables;
stageObject.food_names = food_names;
stageObject.boards = boards;

}

else if(hameOfObject=="bin"){
stageObject=new Bin();
tables.push(stageObject);
stageObject.stage = stage;
stageObject.tables = tables;

}

else if(nameOfObject=="board"){
stageObject = new StageObiject();
boards.push(stageObject);

}

else{
stageObject=new StageObject();

}

//stageObject.camera=cam;

stageObject.loadObject(data);

loadTexture(stageObject,false);

addStageObject(stageObiject,location,rotationX,rotationY rotationZz);

stageObject.system=system;

if(stageObject.name!="board" &&stageObject.name!="wall")
stageObject.initializePhysics();

o)

}
function loadTexture(stageObject,bool){

if(stageObject.materialFile!=null){
if((textureList[stageObject.materialFile.trim()]===undefined)){
var currentDate=new Date();
var texturelndex=currentDate.getMilliseconds()*Math.random();
stageObject.texturelndex=texturelndex;
textureL.ist[stageObject.materialFile.trim()]=texturelndex;

initTextures(stageObject.materialFile.trim(),texturelndex,bool);

¥

else{
stageObject.texturelndex=textureL ist[stageObject.materialFile.trim()]
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function initTextures(fileName,textureCount,clampToEdge){
var image = new Image();
image.onload = function()
{ stage.addTexture(textureCount,fileName,image,clampToEdge); }

image.src = "model/textures/"+fileName;

¥

async function addStageObject(stageObject,location,rotationX,rotationY,rotationZ){

cloneObjects(stageObject);
stageObject.location=location;
stageObject.rotationX=rotationX;
stageObject.rotation'Y=rotationY’;
stageObject.rotationZ=rotationZ;
stage.addModel(stageObject);
}
function cloneObjects(stageObject){
if(stageObject.name=="table"){
tables.push(stageObject);
stageObject.chef=move;

for(var i = -20; i<=20; i+=40){
for(var j=-20; j<=20; j+=5){

if((i==-20 && j==-20) ) continue;
var tablel=stageObject.clone();
tablel.location=[j,0.0,i];
stage.addModel(tablel);
tablel.system = system;
tablel.initializePhysics();
tables.push(tablel);
tablel.chef = move;

if(Math.abs(i)==Math.abs(j)|| (i==-20 && j==0)|| (i==-20 && j==5) || (i==-20 &&
j==10)) continue;

var table2=stageObject.clone();

table2.location=[i,0.0,j];

stage.addModel(table2);

table2.system = system;

table2.initializePhysics();

tables.push(table2);

table2.chef = move;

¥
¥
¥

if(food_names.includes(stageObject.name)){
var items=[];
for(var j=0;j<3;++j){
var item=stageObject.clone();
items.push(item);
item.system=system;
item.visible = false;

stage.addModel(item);
¥

stageObject.stack = items;

¥



¥

function initScene(){

gl.clearColor(1.0, 1.0, 1.0, 1.0);
gl.enable(gl.DEPTH_TEST);
mat4.identity(mvMatrix);

tick();

function tick(){
requestAnimFrame(tick);

animate();

}

function animate(){
currentTime = (new Date).getTime();
elapsedTime = currentTime - lastFrameTime;
if (elapsedTime < rate) return;

var updatelterations = Math.floor(elapsedTime / MINIMUM_FRAME_RATE);

system.step( elapsedTime / 1000);
while(updatelterations > 0){

try{
drawScene();

}
catch(e){

console.log(e);

updatelterations -=1;

}

lastFrameTime = (new Date).getTime();

}

function initGL(canvas) {
var names = ["webgl", "experimental-webgl", "webkit-3d", "moz-webgl"];
for (var i = 0; i <names.length; ++i) {

try {
gl = canvas.getContext(namesli]);

}
catch (e) { }
if(gh) {
break;
}
}
if (gl ==null) {

alert("Could not initialise WebGL");
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return null;

¥

gl.viewportWidth = canvas.width;
gl.viewportHeight = canvas.height;

function getShader(gl, id) {
var shaderScript = document.getElementByld(id);
if (!shaderScript) {
return null;

¥

var str =",
var k = shaderScript.firstChild;
while (k) {

if (k.nodeType ==3) {

str += k.textContent;

}

k = k.nextSibling;
}

var shader;

if (shaderScript.type == "x-shader/x-fragment") {
shader = gl.createShader(gl.FRAGMENT_SHADER);

} else if (shaderScript.type == "x-shader/x-vertex") {
shader = gl.createShader(gl. VERTEX_SHADER);

}else {

return null;

}

gl.shaderSource(shader, str);
gl.compileShader(shader);

if ('gl.getShaderParameter(shader, gl. COMPILE_STATUS)) {
alert(gl.getShaderinfoLog(shader));
return null;

¥

return shader;

}

function initShaders() {
var fragmentShader = getShader(gl, "shader-fs");
var vertexShader = getShader(gl, "shader-vs");

shaderProgram = gl.createProgram();
gl.attachShader(shaderProgram, vertexShader);
gl.attachShader(shaderProgram, fragmentShader);
gl.linkProgram(shaderProgram);

if (1gl.getProgramParameter(shaderProgram, gl.LINK_STATUS)) {
alert("Could not initialise shaders");

¥

gl.useProgram(shaderProgram);
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shaderProgram.vertexPositionAttribute = gl.getAttribLocation(shaderProgram,
"aVertexPosition");

gl.enableVertexAttribArray(shaderProgram.vertexPositionAttribute);

shaderProgram.vertexNormalAttribute = gl.getAttribLocation(shaderProgram,
"aVertexNormal™);

gl.enableVertexAttribArray(shaderProgram.vertexNormalAttribute);

shaderProgram.pMatrixUniform = gl.getUniformLocation(shaderProgram, "pMatrix");
shaderProgram.mvMatrixUniform = gl.getUniformLocation(shaderProgram, "mVMatrix");
shaderProgram.nMatrixUniform = gl.getUniformLocation(shaderProgram, "nMatrix");

shaderProgram.ambientColorUniform = gl.getUniformLocation(shaderProgram,
"uAmbientColor");

shaderProgram.specularColorUniform = gl.getUniformLocation(shaderProgram,
"uSpecularColor");

shaderProgram.lightingDirectionUniform = gl.getUniformLocation(shaderProgram,

"uLightingPosition");

shaderProgram.directionalColorUniform
"uDirectionalColor");

shaderProgram.material DiffuseColor
"materialDiffuseColor");

shaderProgram.material AmbientColor
"material AmbientColor");

shaderProgram.materialSpecularColor
"materialSpecularColor");

shaderProgram.textureCoordAttribute = gl.getAttribLocation(shaderProgram,
"aTextureCoord");

gl.enableVertexAttribArray(shaderProgram.textureCoordAttribute);

shaderProgram.hasTexture = gl.getUniformLocation(shaderProgram, "hasTexture");

gl.getUniformLocation(shaderProgram,

gl.getUniformLocation(shaderProgram,

gl.getUniformLocation(shaderProgram,

gl.getUniformLocation(shaderProgram,

¥

function calculateMvMatrix(){

cam.apply(gl.viewportWidth / gl.viewportHeight);
mat4.multiply(mvMatrix,mvMatrix,cam.viewMatrix);

}

function setMatrixUniforms() {
gl.uniformMatrix4fv(shaderProgram.pMatrixUniform, false, cam.projMatrix);
gl.uniformMatrix4fv(shaderProgram.mvMatrixUniform, false, mvMatrix);
var invertMatrix = mat4.create();
mat4.invert(invertMatrix, mvMatrix);
var normalMatrix=mat4.create();
mat4.transpose(normalMatrix, invertMatrix)

gl.uniformMatrix4fv(shaderProgram.nMatrixUniform, false, normalMatrix);

}
function setLightUniform(){

gl.uniform3f(shaderProgram.ambientColorUniform,0.5,0.5,0.55);
gl.uniform3f(shaderProgram.specularColorUniform,1.0,1.0,1.0);

var lightingDirection = [0,-1.25,-1.25];
gl.uniform3fv(shaderProgram.lightingDirectionUniform, lightingDirection);
gl.uniform3f(shaderProgram.directional ColorUniform,0.5,0.5,0.55);

¥

function drawScene() {
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gl.viewport(0, 0, gl.viewportWidth, gl.viewportHeight);
gl.clear(gl. COLOR_BUFFER_BIT | gl. DEPTH_BUFFER_BIT);

setLightUniform();

pushMatrix();

calculateMvMatrix();

for(var i=0;i<stage.stageObjects.length;i++){
if(stage.stageObjects[i].visible==true){

pushMatrix();

if(stage.stageObjects[i]) stage.stageObjects[i].update();
if(stage.stageObjects[i]) i-=5;
if(stage.stageObijects[i]){

mat4.multiply(mvMatrix,mvMatrix,stage.stageObjects[i].modelMatrix);

setMatrixUniforms();

gl.bindBuffer(gl. ARRAY_BUFFER, stage.stageObjects[i].vbo);

gl.vertexAttribPointer(shaderProgram.vertexPositionAttribute,
stage.stageObjects[i].vbo.itemSize, gl.FLOAT, false, 0, 0);

gl.bindBuffer(gl. ARRAY_BUFFER,stage.stageObjects[i].nbo);

gl.vertexAttribPointer(shaderProgram.vertexNormalAttribute,
stage.stageObjects[i].nbo.itemSize, gl.FLOAT, false, 0, 0);

gl.uniform3f(shaderProgram.material DiffuseColor,stage.stageObjects[i].diffuseColor[0],stage.stageObjec
ts[i].diffuseColor[1],stage.stageObjects[i].diffuseColor[2]);

gl.uniform3f(shaderProgram.material AmbientColor,stage.stageObjects[i].ambientColor[0],stage.stageObj
ects[i].ambientColor[1],stage.stageObjects[i].ambientColor[2]);

gl.uniform3f(shaderProgram.materialSpecularColor,stage.stageObjects[i].specularColor[0],stage.stageObj
ects[i].specularColor[1],stage.stageObjects[i].specularColor[2]);
if(stage.stageObijects[i].materialFile!=null){
gl.uniformZli(shaderProgram.hasTexture,1);
try{
gl.activeTexture(gl. TEXTUREOQ);
gl.bindTexture(gl. TEXTURE_2D,
stage.textures[stage.stageObjects[i].texturelndex].texture);
gl.uniformli(gl.getUniformLocation(shaderProgram, "uSampler"), 0);
gl.bindBuffer(gl. ARRAY_BUFFER, stage.stageObjects[i].verticesTextureBuffer);
gl.vertexAttribPointer(shaderProgram.textureCoordAttribute, 2, gl.FLOAT, false, 0, 0);

}
catch(e){

¥

else{
gl.uniformZli(shaderProgram.hasTexture,0);

gl.bindBuffer(gl. ELEMENT_ARRAY_BUFFER, stage.stageObjects][i].ibo);
gl.drawElements(gl. TRIANGLES, stage.stageObjects[i].geometry.indices.length,

gl.UNSIGNED_SHORT,0);
popMatrix();



o1

else console.log(stage.stageObjects[i]+" "+i+" "+stage.stageObjects.length);

3}
popMatrix();

if(food){
for(var i=0; i<food.length; i++){
if(food[i]&&food[i].stack.length == 0) cloneObjects(food[i]);

¥

</script>
</head>

<body onload="start();">
<div class="flexbox">
<canvas id="game" width="1980px" height="1080px"></canvas>
<div id="rules">
<h2>IIpaBuna rpu</h2>
<ul>
<li>Buxopucroyiite WASD nainst kepyBanHs nepconaxem</li>
<li>Ha crilikax y KiHIlI KyXHi BiTOOpa)kacThCs 3aMOBICHHA</11>
<li>Ha cromax KyXHi JiexaTh Pi3Hi CTPaBH - 3aMOBJICHHS TIOKA3ye, AKi caMe CTpaBH X04e
oTpuUMaTH KIieHT</li>
<li>BukopucroByiite E mo06 Opaty Ta KIacTw MpeIMeTH Ha CTOIH abo Ha mimiory</li>
<li>Ha ogHOMY 3 CTOJIIB € I THOC - Ha HHOTO Tpeba MmokIacTu oopaHi ctpaBu</li>
<li>11106 BHKOHATH 3aMOBJICHHS MiTIHIITh 3 MIAHOCOM 10 CTIMKM BHJa4i 3aMOBJICHb Ta
HaTUCHITh E</li>
<li>Slkmo 3aMOBJICHHS BHKOHAHO BIPHO - 3'SBUTHCS HOBE 3aMOBIICHHS, B 1HIIIOMY
BUTAAKY 3aMOBJICHHS JOBEICThCA MepepoouTn</1i>
<li>fkmo Ha migHOCI ab0 y pyKax € CTpaBH, 110 BaM He MOTPiOHI - BUKUHBTE iX /IO
CMITHHKA 3a qonomoror E</li>
<li>Haconomxkyiirecs rporo!</li>
</ul>
</div>
</div>

</body>

</html>

#game {
border: 15px double rgb(22, 111, 171);
background-color:transparent;
width: 85%;
height: 85%;
margin: 10px;

¥

flexbox{
display: flex;
flex-direction: column-reverse;
align-items: center;

¥



#rules{
font-family: Comic Sans MS, Comic Sans, cursive;
font-size: x-large;

¥

body{
background-color:rgh(160, 232, 252);

}

Face = function ( a, b, ¢, normal, color, materiallndex ) {
this.a = a;
this.b = b;

this.c =¢;

this.normal = normal ;
this.vertexNormals = [ ];

this.vertexColors = color instanceof Array ? color : [];
this.colorIndex = color;

/Ithis.vertexTangents = [];

this.materiallndex = materiallndex !'== undefined ? materiallndex : O;

Y
Face.prototype = {

constructor: Face,
clone: function () {

var face = new Face(this.a, this.b, this.c);
if(!(this.normal===undefined))
face.normal=vec3.clone(this.normal );
face.colorIndex= this.colorIndex;
face.materiallndex = this.materialIndex;

var i

for (i =0; i <this.vertexNormals.length; ++i){

face.vertexNormals[ i ] = vec3.clone(this.vertexNormals[ i ]);

¥

for (i = 0; i<this.vertexColors.length;++i ){
face.vertexColors[ i ] = this.vertexColors[ i ];
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return face;

}
h

Geometry = function () {

this.vertices = [];
this.verticesFromFile=[];
this.uvsFromFile=[];

this.uvs=[[]];

this.colors = [];
this.normals = [];
this.indices=[];

this.faces = [J;
this.faceUvs = [[]];
this.faceVertexUvs = [[]];
this.textureCoordinates=[];
this.materials=[];

Y
Geometry.prototype.indicesFromFaces=function (){

for(var i=0;i<this.faces.length;++i){
this.indices.push(this.faces[i].a);
this.indices.push(this.faces[i].b);
this.indices.push(this.faces[i].c);

}

Geometry.prototype.meshFromFaces=function(){
var redundantVertices=[];
var newIndex=0;
this.indices=[];
this.normals=[];

for(var i=0;i<this.faces.length;i=i+1){
var aVertices=["a","b","c"],
for(var j=0;j<3;++)){
var aVertex=aVertices[j];

if(!(this.faces[i].normal==undefined)&&this.faces[i].vertexNormals.length==0){
this.faces[i].vertexNormals[aVertex]=vec3.clone(this.faces[i].normal);

¥

redundantVertices.push(this.verticesFromFile[this.faces[i][aVertex]*3]);
redundantVertices.push(this.verticesFromFile[this.faces[i][aVertex]*3+1]);
redundantVertices.push(this.verticesFromFile[this.faces[i][aVertex]*3+2]);
this.indices.push(newlIndex);
this.normals.push(this.faces[i].vertexNormals[aVertex][0]);
this.normals.push(this.faces[i].vertexNormals[aVertex][1]);
this.normals.push(this.faces[i].vertexNormals[aVertex][2]);
newlndex=newlIndex+1;
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¥

this.vertices=redundantVertices;

¥

Geometry.prototype.verticesFromFaceUvs=function(vertices,uvs,materialIndex){

var vertexVectors=[];
var redundantVertexVectors=[J;

var vertexCovered=[];
for(var i=0;i<vertices.length;i=i+3){
var vectorA=vec3.fromValues(vertices[i],vertices[i+1],vertices[i+2]);

vertexVectors.push(vectorA);

}

var count=0;
for(var i=0;i<this.faceVertexUvs[materialIndex].length;++i)
{
var face=this.faces][i];
var texturelndices=this.faceVertexUvs[materiallndex][i];
var aVertexIndices=["a","b","c"];
for(var vertexIindex=0;vertexIndex<aVertexIndices.length;++vertexindex){
var aVertexIndex=aVertexIndices[vertexIndex];

if(redundantVertexVectors[texturelndices[aVertexIndex]]==face[aVertexIndex]|[redundantVertexVectors
[texturelndices[aVertexIndex]]===undefined){

if(face[aVertexIndex]==undefined) console.log("error" + aVertexIndex);

redundantVertexVectors[texturelndices[aVertexIndex]]=face[aVertexIndex];
face[aVertexIndex]=texturelndices[aVertexIndex];

¥

else{

uvs[materiallndex].push(uvs[materialIndex][textureIndices[aVertexIndex]*2]);
uvs[materiallndex].push(uvs[materialIndex][texturelndices[aVertexIndex]*2+1]);
var newlndex=Math.floor(uvs[materiallndex].length/2)-1;
if(face[aVertexIindex]==undefined) console.log("error" + aVertexindex);
redundantVertexVectors[newIndex]=face[aVertexIndex];
face[aVertexIndex]=newIndex;

texturelndices[aVertexIndex]=newIndex

¥
¥
¥

for(var i=0;i<redundantVertexVectors.length;++i)

{
var vectorA=vertexVectors[redundantVertexVectors[i]];
this.vertices.push(vectorA[0]);
this.vertices.push(vectorA[1]);
this.vertices.push(vectorA[2]);

¥
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this.uvs=uvs;
}
Geometry.prototype.morphedVertexNormalsFromObj=function(){
var vertexVectors=[];
var normalVectors=[];

for(var i=0;i<this.faces.length;i=i+1){
if(!(this.faces[i].normal==undefined)&&this.faces[i].vertexNormals.length==0){
this.faces[i].vertexNormals["a"]=vec3.clone(this.faces[i].normal);
this.faces[i].vertexNormals["b"]=vec3.clone(this.faces[i].normal);
this.faces[i].vertexNormals["c"]=vec3.clone(this.faces[i].normal);

}
if(normalVectors[this.faces[i].a]===undefined)
{
normalVectors|[this.faces[i].a]=vec3.clone(this.faces[i].vertexNormals["a"]);
}
else{

vec3.add(normalVectors[this.faces[i].a],normalVectors[this.faces[i].a],this.faces[i].vertexNormals["a"])
}
if(normalVectors[this.faces[i].b]===undefined){
normalVectors[this.faces[i].b]=vec3.clone(this.faces[i].vertexNormals["b"]);

¥

else{

vec3.add(normalVectors[this.faces[i].b],normalVectors[this.faces[i].b],this.faces[i].vertexNormals['b"])
}
if(normalVectors[this.faces[i].c]===undefined){
normalVectors[this.faces[i].c]=vec3.clone(this.faces[i].vertexNormals["c"]);

¥

else{

vec3.add(normalVectors[this.faces[i].c],normalVVectors[this.faces[i].c],this.faces[i].vertexNormals[*'c"])

}

this.normals=[];

for(var j=0;j<normalVectors.length;j=j+1){
vec3.normalize(normalVectors[j],normalVectors[j]);
this.normals.push(normalVectors[j][0]);
this.normals.push(normalVectors[j][1]);
this.normals.push(normalVectors[j][2]);

}

Geometry.prototype.calculateVVertexNormals=function(){
var vertexVectors=[];
var normalVectors=[];

var j;

for(var i=0;i<this.vertices.length;i=i+3){
var vector=vec3.fromValues(this.vertices][i],this.vertices[i+1],this.vertices[i+2]);
var normal=vec3.create();//Intiliazed normal array
normalVectors.push(normal);
vertexVectors.push(vector);
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}

try{
for(j=0;j<this.indices.length;j=j+3)//Since we are using triads of indices to represent one

{

IIv1-v0

var vectorl=vec3.create();
vec3.subtract(vectorl,vertexVectors[this.indices[j+1]],vertexVectors[this.indices[j]]);
I2-v1

var vector2=vec3.create();

primitive

vec3.subtract(vector2,vertexVectors[this.indices[j+2]],vertexVectors[this.indices[j+1]]);
var normal=vec3.create();
/lcross product of two vector
vec3.cross(normal, vectorl, vector2);
//Since the normal calculated from three vertices is same for all the three vertices(same
face/surface), the contribution from each normal to the corresponding vertex is the same
vec3.add(normalVectors[this.indices[j]],normalVectors[this.indices[j]],normal);
vec3.add(normalVectors[this.indices[j+1]],normalVVectors[this.indices[j+1]],normal);
vec3.add(normalVectors[this.indices[j+2]],normalVVectors[this.indices[j+2]],normal);

}

}catch(e){
alert(e);

}

for(var j=0;j<normalVectors.length;j=j+1){
vec3.normalize(normalVectors[j],normalVectors[j]);
this.normals.push(normalVectors[j][0]);
this.normals.push(normalVectors[j][1]);
this.normals.push(normalVectors[j][2]);

Geometry.prototype.clone=function(){

var geometry=new Geometry();

var i,j;

for(i=0;i<this.vertices.length;++i){
geometry.vertices[i]=this.vertices]i];

}

for(i=0;i<this.faces.length;++i){
geometry.faces[i]=this.faces[i].clone();

}

for(i=0;i<this.uvs.length;++i){
for(j=0;j<this.uvs[i].length;++j) geometry.uvs[i][j]=this.uvs[i][j];

}

for(i=0;i<this.indices.length;++i){
geometry.indices[i]=this.indices]i];

¥

for(i=0;i<this.colors.length;++i){
geometry.colors[i]=this.colors[i];

}

for(i=0;i<this.normals.length;++i){



geometry.normals[i]=this.normals[i];
}
for(i=0;i<this.textureCoordinates.length;++i){
geometry.textureCoordinates[i]=this.textureCoordinates][i];
}

for(i=0;i<this.faceUvs.length;++i){
for(j=0;j<this.faceUvs[i].length;++j) geometry.faceUvs[i][j]=this.uvs[i][j];
}

for(i=0;i<this.faceVertexUvs.length;++i){
for(j=0;j<this.faceVertexUvsli].length;++j)
geometry.faceVertexUvs[i][j]=this.faceVertexUvs[i][j];
}

geometry.materials=jQuery.extend(true, {}, this.materials);
return geometry;

¥

function isBitSet( value, position ) {

return value & (1 << position );

}
function parseJSON(data){

var geometry=new Geometry();;
var i, j, fi,

offset, zLength, nVertices,

colorindex, normallndex, uvindex, materiallndex,

type,

isQuad,

hasMaterial,

hasFaceUv, hasFaceVertexUv,
hasFaceNormal, hasFaceVertexNormal,
hasFaceColor, hasFaceVertexColor,

vertex, face, color, normal,
uvLayer, uvs, u, v,

faces = data.faces,

vertices = data.vertices,

normals = data.normals,

colors = data.colors,

nUvLayers = 0;
geometry.verticesFromFile=data.vertices;
/I disregard empty arrays

for (1 =0;i<data.uvs.length; i++) {

if (data.uvs[ i ].length ) nUvLayers ++;
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for (i=0;i<nUvLayers; i++){

geometry.faceUvs[ i ] =],
geometry.faceVertexUvs[ i ] =[];

offset = 0;
zLength = faces.length;

while ( offset < zLength ) {

type = faces| offset ++ ];

isQuad = isBitSet( type, 0);
hasMaterial = isBitSet( type, 1);
hasFaceUv = isBitSet( type, 2);
hasFaceVertexUv = isBitSet( type, 3);
hasFaceNormal = isBitSet( type, 4 );
hasFaceVertexNormal = isBitSet( type, 5);
hasFaceColor = isBitSet( type, 6 );

hasFaceVertexColor = isBitSet( type, 7);

if (isQuad) {
face = new Face();
face.a = faces[ offset ++ ];
face.b = faces[ offset ++];
face.c = faces|[ offset ++1];
face.d=faces[ offset ++ ];
nVertices = 4;

}else {
face = new Face();
face.a = faces[ offset ++ ];
face.b = faces[ offset ++ ];
face.c = faces[ offset ++ ];
nVertices = 3;

}

if ( hasMaterial ) {

materiallndex = faces|[ offset ++ |;
face.materiallndex = materialIndex;

¥

/lJust iterating and moving offset index forward. UV not relevant to this chapter.
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fi = geometry.faces.length;
/lJust iterating and moving offset index forward. UV not relevant to this chapter.
if (hasFaceUv ) {
for (i=0;i<nUvLayers; i++){
uvLayer = data.uvs[ i |;

uvindex = faces[ offset ++ ];

geometry.faceUvs[ i ][ fi ] = uvindex;

¥

/lJust iterating and moving offset index forward. UV not relevant to this chapter.
if (hasFaceVertexUv ) {

for (i=0;i<nUvLayers; i++) {

uvLayer = data.uvs[ i ];
uvs = [l;

var aVertexIndices=["a","b","c","d"];
for (j =0; j <nVertices; j ++) {

uvindex = faces[ offset ++];

//u = uvLayer[ uvindex * 21];
IIv = uvLayer[ uvindex * 2 + 17;

uvs[ aVertexIndices[j] ] = uvindex;

¥

geometry.faceVertexUvs[ i ][ fi ] = uvs;

¥

if (hasFaceNormal ) {

normallndex = faces[ offset ++ ] * 3;
normal = vec3.fromValues(normals| normalindex ++ ],normals[ normalindex

++ ],normals[ normalindex ]);
face.normal = normal;

¥

if ( hasFaceVertexNormal ) {
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var aVertices=["a","b","c","d"]
for (i=0;i<nVertices; i++) {
var aVertex=aVertices[i];
normallndex = faces[ offset ++] * 3;
normal = vec3.fromValues(normals[ normallndex ++ ],normals[ normalindex

++ ],normals[ normalindex ]);
face.vertexNormals[aVertex]= normal,

if (hasFaceColor ) {
colorindex = faces[ offset ++ ];

face.colorIndex = colorIndex;

if (hasFaceVertexColor) {
for (i=0;i<nVertices; i++) {
colorindex = faces[ offset ++ |;

face.vertexColors.push( colorindex );

}

geometry.faces.push( face );

¥

geometry.materials=data.materials;
geometry.verticesFromFaceUvs(data.vertices,data.uvs,0);

geometry.indicesFromFaces();
if(geometry.vertices.length==0){

geometry.vertices=vertices;

}
if(data.normals.length>0){

geometry.morphedVertexNormalsFromObj();

¥

else{
geometry.calculateVertexNormals();

¥

/lgeometry.meshFromFaces();
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return geometry;

¥

Camera =function ()

{
/I Raw Position Values
this.left = vec3.fromValues(1.0, 0.0, 0.0); // Camera Left vector
this.up = vec3.fromValues(0.0, 1.0, 0.0); // Camera Up vector
this.dir = vec3.fromValues(0.0, 0.0, 1.0); // The direction its looking at
this.pos = vec3.fromValues(0.0, 0.0, 0.0); // Camera eye position
[Ithis.projectionTransform = null;
this.projMatrix;
this.viewMatrix;

this.fieldOfView = 55;
this.nearClippingPlane = 0.1;
this.farClippingPlane = 1500.0;

h
Camera.prototype.setPosition =function (newVec)
{
this.pos=vec3.fromValues(newVec[0],newVec[1],newVec[2])
}
Camera.prototype.setLookAtPoint =function (hewVec)
{
if (isVectorEqual(this.pos, [0, 0, 0]) && isVectorEqual(newVec, [0, 0, 0]))
{
}
else

/I Figure out the direction of the point we are looking at.
vec3.subtract(this.dir,newVec, this.pos);
vec3.normalize(this.dir,this.dir);
// Adjust the Up and Left vectors accordingly
vec3.cross(this.left,vec3.fromValues(0, 1, 0), this.dir );
vec3.normalize(this.left this.left);
vec3.cross(this.up,this.dir, this.left);
vec3.normalize(this.up,this.up);
}
}
Camera.prototype.apply =function (aspectRatio)
{
var matView=mat4.create();
var lookAtPosition=vec3.create();
vec3.add(lookAtPosition,this.pos, this.dir);
mat4.lookAt(matView, this.pos, lookAtPosition, this.up);
mat4.translate(matView,matView,vec3.fromValues(-this.pos[0Q], -this.pos[1], -this.pos[2]));
this.viewMatrix = matView;

this.projMatrix=mat4.create();
mat4.perspective(this.projMatrix, degToRadian(this.fieldOfView), aspectRatio,
this.nearClippingPlane, this.farClippingPlane)



Camera.prototype.getFarClippingPlane =function ()

{
return this.farClippingPlane;

¥

Camera.prototype.getFieldOfView =function ()

{
return this.fieldOfView;

¥

Camera.prototype.getLeft =function ()
{

return vec3.clone(this.left);

¥

Camera.prototype.getNearClippingPlane =function ()
{

return this.nearClippingPlane;

¥

Camera.prototype.getPosition =function ()

{

return vec3.clone(this.pos);

}

Camera.prototype.getProjectionMatrix =function ()

{

return mat4.clone(this.projMatrix);

¥

Camera.prototype.getViewMatrix =function ()

{

return mat4.clone(this.viewMatrix);

}

Camera.prototype.getUp =function ()
{

return vec3.clone(this.up);

}
Camera.prototype.setFarClippingPlane =function (fcp)
{

if (fcp > 0)

this.farClippingPlane = fcp;

¥
¥

Camera.prototype.setFieldOfView =function (fov)
if (fov > 0 && fov < 180)

this.fieldOfView = fov;

¥
¥

62
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Camera.prototype.setNearClippingPlane =function (ncp)

if (ncp > 0)
this.nearClippingPlane = ncp;
}
}
Camera.prototype.update =function (timeStep,linVel,angularVel)
{

if (vec3.squaredLength(linVel)==0 && vec3.squaredLength(angularVel)==0) return false;
if (vec3.squaredLength(linVel) > 0.0)

// Add a velocity to the position
vec3.scale(velVec,velVec, timeStep);

vec3.add(this.pos, velVec, this.pos);
}

if (vec3.squaredLength(angularVel) > 0.0)

/I Apply some rotations to the orientation from the angular velocity
this.pitch(angularVel[0] * timeStep);
this.yaw(angularVel[1] * timeStep);
this.roll(angularVel[2] * timeStep);
}

return true;

}

Stage = function (gl) {
this.stageObjects=[];
this.gl=gl;
this.textures=new Object(); //This will have texture index,filename,loaded img object,and texture
object
¥
Stage.prototype = {
constructor: Stage,
addModel:function(stageObject){

if(!(this.gl===undefined)) {
stageObject.createBuffers(this.gl);

}
this.stageObjects.push(stageObject);
b
getByName:function(name){
var sceneObject=undefined;
for(var i=0;i<this.stageObjects.length;++i){
if(this.stageObjects[i].name==name){
sceneObject=this.stageObjects[i];
break;

¥
¥
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return sceneObject;
}
checkTexture:function(name){
var flag=-1,
for(var i=0;i<this.textures.length;++i){

if(name==this.textures[i].fileName){
flag=this.textures[i].index;
break;

}
}
return flag;
h
addTexture:function(index,name,img,clampToEdge){
var texture=new Object();
texture.fileName=name;
texture.img=img;
texture.index=index;
texture.texture=this.gl.createTexture();
this.gl.bindTexture(this.gl. TEXTURE_2D, texture.texture);

this.gl.texImage2D(this.gl. TEXTURE_2D, 0, this.gl.RGBA, this.gl.RGBA,
this.gl.UNSIGNED_BYTE, img);
this.gl.texParameteri(this.gl. TEXTURE_2D, this.g. TEXTURE_MAG _FILTER,
this.gl. NEAREST);
this.gl.texParameteri(this.gl. TEXTURE_2D, this.g. TEXTURE_MIN_FILTER,
this.gl. NEAREST);
if(clampToEdge){
this.gl.texParameteri(this.gl. TEXTURE_2D, this.g. TEXTURE_WRAP_S,
this.gl. CLAMP_TO_EDGE);
this.gl.texParameteri(this.gl. TEXTURE_2D, this.g. TEXTURE_WRAP_T,

this.gl. CLAMP_TO_EDGE);

this.gl.bindTexture(this.gl. TEXTURE_2D, null);
this.textures[index]=texture;

}
+

StageObject=function(){
this.name=""";
this.geometry=new Geometry();
this.location=vec3.fromValues(0,0,0);
this.rotationX=0.0;
this.rotationY=0.0;
this.rotationZ=0.0;
this.ibo=null;//Index buffer object
this.vbo=null;//Buffer object for vertices
this.nbo=null;//Buffer Object for normals
this.diffuseColor=[1.0,1.0,1.0,1.0];
this.ambientColor=[1.0, 1.0, 1.0];
this.specularColor=[0.000000000000001, 0.0000000000000001, 0.0000000000000001];
this.verticesTextureBuffer=null;
this.texturelndex;
this.materialFile;



{lthis.camera=null;
this.visible=true;
this.modelMatrix=mat4.create();
this.rigidBody=null;
this.system=null;
/Ithis.callBack=null;

/Ithis.Keys = null;

¥
StageObject.prototype.loadObject= function (data){

this.geometry=parseJSON(data);

this.name=data.metadata.sourceFile.split(".")[0];

if(this.geometry.materials.length>0){
try {
if(!(this.geometry.materials[0].colorDiffuse===undefined))
this.diffuseColor=this.geometry.materials[0].colorDiffuse;

} catch (error) {
console.log(error);

}

if(!(this.geometry.materials[0].colorAmbient===undefined))
this.ambientColor=this.geometry.materials[0].colorAmbient;

if(!(this.geometry.materials[0].mapDiffuse===undefined)){
this.materialFile=this.geometry.materials[0].mapDiffuse;

}
}
}
StageObject.prototype.createBuffers=function(gl){

this.vbo = gl.createBuffer();
this.ibo = gl.createBuffer();

gl.bindBuffer(g. ELEMENT_ARRAY_BUFFER, this.ibo);

65

gl.bufferData(gl. ELEMENT_ARRAY_BUFFER, new Uintl6Array(this.geometry.indices),

gl.STATIC_DRAW);
gl.bindBuffer(g.ELEMENT_ARRAY_BUFFER, null);

gl.bindBuffer(gl. ARRAY_BUFFER, this.vbo);

gl.bufferData(gl. ARRAY_BUFFER, new Float32Array(this.geometry.vertices),

gl.STATIC_DRAW);
this.vbo.itemSize = 3;
this.vbo.numltems = this.geometry.vertices.length/3;

this.nbo = gl.createBuffer();
gl.bindBuffer(gl. ARRAY_BUFFER, this.nbo);

gl.bufferData(gl. ARRAY_BUFFER, new Float32Array(this.geometry.normals),

gl.STATIC_DRAW);
this.nbo.itemSize = 3;
this.nbo.numltems = this.geometry.normals.length/3;
if(this.materialFile!=null){

this.verticesTextureBuffer = gl.createBuffer();
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gl.bindBuffer(gl. ARRAY_BUFFER, this.verticesTextureBuffer);
gl.bufferData(gl. ARRAY_BUFFER, new
Float32Array(this.geometry.uvs[0]),gl.STATIC_DRAW);,

¥

StageObject.prototype.clone=function(){
var stageObject=new StageObject();
stageObject.geometry=this.geometry.clone();

var i;

for(i=0;i<this.diffuseColor.length;++i){
stageObject.diffuseColor[i]=this.diffuseColor[i];

}

for(i=0;i<this.ambientColor.length;++i){
stageObject.ambientColor[i]=this.ambientColor[i];

}

for(i=0;i<this.specularColor.length;++i){
stageObject.specularColor[i]=this.specularColorl[i];

}

stageObject.rotationX=this.rotationX;

stageObject.name=this.name;

stageObject.rotation'Y=this.rotationY’;

stageObject.rotationZ=this.rotationZ;

stageObject.materialFile=this.materialFile;

stageObject.texturelndex=this.texturelndex;

stageObject.loaded=true;

return stageObject;

}
StageObiject.prototype.update=function(){

mat4.identity(this.modelMatrix);
mat4.translate(this.modelMatrix,this.modelMatrix, this.location);

mat4.rotateX(this.modelMatrix,this.modelMatrix,this.rotationX);
mat4.rotate (this.modelMatrix,this.modelMatrix,this.rotationY);
mat4.rotateZ (this.modelMatrix,this.modelMatrix,this.rotationZ);

Light = function ( ) {

this.specularColor=[0,0,0];
this.diffuseColor=[0,0,0];
this.ambientColor=[0,0,0];
this.direction=[];
this.position=[];

Y

Light.prototype = {

constructor: Light

¥

Lights = function () {
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this.lights=[];

I3
Lights.prototype = {

constructor: Lights,

addLight:function(light){
this.lights.push(light);

+H

getDataByType:function(type,lightType){
var sum=[J;

if(type=="position"){
for(var i=0;i<this.lights.length;++i){
if(this.lights[i].position.length>0){
sum=sum.concat(this.lights[i][type])
¥
}

} else if(type=="direction"){
for(var i=0;i<this.lights.length;++i){
if(this.lights[i].direction.length>0){
sum= sum.concat(this.lights[i][type])
}
}

else if(type=="ambientColor"){
sum=[0,0,0];
for(var i=0;i<this.lights.length;++i){

sum[0]=sum[0]+this.lights[i].ambientColor[0];
sum[1]=sum[1]+this.lights[i].ambientColor[1];
sum[2]=sum[2]+this.lights[i].ambientColor[2];

¥
¥

else{
//Since in our shader we expect color(diffuse and specular) of directional lights first then
positional lights
for(var i=0;i<this.lights.length;++i){
if(this.lights[i][lightType].length>0){
sum= sum.concat(this.lights[i][type])
}

}
}
return sum;
}
}
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var Chef= function (){
StageObject.apply(this);
this.Keys = {
up: false,
down: false,
left; false,
right: false
¥
this.document = null;
this.item = null;
this.picked = false;
this.angle = Math.atan2(this.location[0], this.location[2]);
this.direction = new CANNON.Vec3(0,0,1);
this.tables;
this.fromTable = false;
this.toTable = false;
this.table = null;
this.plate=null;
Y
Chef.prototype = Object.create(StageObject.prototype);
Chef.prototype.constructor = Chef;
Chef.prototype.initializePhysics=function(){
const GROUP1 =1
const GROUP2 =2
const GROUP3 =4
const GROUP4 =8
var box = new CANNON.Body({
mass: 150, // kg
position: new CANNON.Vec3(0, 0, 0), // m
shape: new CANNON.Box(new CANNON.Vec3(1, 1, 1)),
collisionFilterGroup: GROUP2, // Put the sphere in group
collisionFilterMask: GROUP2 | GROUP1
b
box.angularDamping = 0.9;
this.rigidBody=box;
this.system.addBody(box);

¥

Chef.prototype.update=function() {
if(this.rigidBody){
var pos = this.rigidBody.position;
mat4.identity(this.modelMatrix);
this.location=vec3.fromValues(pos.x, pos.y, pos.z);
mat4.translate(this.modelMatrix,this.modelMatrix, this.location);
mat4.scale(this.modelMatrix,this.modelMatrix,vec3.fromValues(1.2,1.2,1.2));

1 else{
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mat4.identity(this.modelMatrix);
mat4.translate(this.modelMatrix,this.modelMatrix, this.location);

mat4.rotateX(this.modelMatrix,this.modelMatrix,this.rotationX);
mat4.rotate (this.modelMatrix,this.modelMatrix,this.rotationY);
mat4.rotateZ(this.modelMatrix,this.modelMatrix,this.rotationZ);

}

const GROUP1 =1

const GROUP2 =2

const GROUP3 =4

const GROUP4 = 8

if(this.plate == null && this.tables){
for(var t in this.tables){
if(tables[t].food!=0){
try{
if(tables[t].food.name == "plate"){
this.plate =tables[t].food;

break;
}
¥
catch{}
}
}
}
const from = new CANNON.Vec3(this.rigidBody.position.x+this.direction.x*2, 1,
this.rigidBody.position.z+this.direction.z*2);
const to = new CANNON.Vec3(this.rigidBody.position.x+this.direction.x*5, 1,

this.rigidBody.position.z+this.direction.z*5);

var ray = new CANNON.Ray(from, to);

ray.intersectWorld(this.system, {mode: CANNON.Ray.CLOSEST, collisionFilterGroup:
GROUP3, collisionFilterMask: GROUP2 | GROUP4});

if(ray.hasHit&&!this.picked){

for(var t in this.tables){
if(tables[t].rigidBody==ray.result.body && tables[t].food && tables[t].food.stack) {
this.fromTable = true;
this.item = tables[t].food.stack;
this.table = null;
break;

}

else if(tables[t].rigidBody==ray.result.body && tables[t].food!=0){
this.fromTable = true;
this.table = tables[t];
if(this.plate && this.table.food == this.plate.rigidBody) this.item = this.plate;
else this.item = this.table.food;
break;

}

else if(tables[t].rigidBody==ray.result.nody){
this.fromTable = true;
break;

¥



else this.fromTable = false;

}
if('this.fromTable){

if(this.plate && ray.result.body == this.plate.rigidBody) this.item = this.plate;

else this.item = ray.result.body;

}

}

else if('ray.hasHit&&!this.picked){
this.item = null;
this.table=null;
this.fromTable = false;
this.toTable = false;

}
else if(ray.hasHit&&this.picked){
for(var t in this.tables){
if(tables[t].rigidBody==ray.result.body) {
this.toTable = true;
this.table = tables[t];
break;
}
}

}

else if('ray.hasHit&&this.picked){
this.table=null;
this.fromTable = false;
this.toTable = false;

}

var Keys = this.Keys;
var chef = this;

this.document.onkeydown = function(e){
var kc = e.keyCode;
e.preventDefault();
if(kc === 65) Keys.left = true;
if(kc === 87) Keys.up = true;
if(kc === 68) Keys.right = true;
if(kc === 83) Keys.down = true;
if(kc ===69) {
if(!chef.picked&&chef.item!=null){
chef.picked = true;
/[console.log(chef.item);
if(chef.fromTable&&chef.table==null){
//console.log(chef.table);
chef.item = chef.item.pop();
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chef.item.place =vec3.fromValues(chef.rigidBody.position.x+chef.direction.x*3,

chef.rigidBody.position.y, chef.rigidBody.position.z+chef.direction.z*3);

chef.item.location =vec3.fromValues(chef.rigidBody.position.x+chef.direction.x*3,

chef.rigidBody.position.y, chef.rigidBody.position.z+chef.direction.z*3);

chef.item.initializePhysics();
chef.item.visible = true;
chef.item = chef.item.rigidBody;
chef.fromTable = false;

}

else if(chef.fromTable&&chef.table){
if(chef.item == chef.plate){

chef.plate.deleteConstraint();
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/[chef.item.rigidBody.collisionFilterMask = GROUP1 | GROUP2 | GROUP3 |
GROUP4;

¥

else if('chef.table.food.rigidBody) chef.item = chef.table.food:;
else chef.item = chef.table.food.rigidBody;

chef.table.food = 0;

chef.fromTable = false;

chef.table = null;

}
chef.item.collisionFilterMask = GROUP1 | GROUP2 | GROUP3 | GROUP4;
} else{
if(chef.toTable && chef.table.name == "bin"){
if(chef.item == chef.plate){
chef.table.items = chef.plate.food;
chef.plate.food = [];
chef.item.food = [];
}
else{
chef.table.items.push(chef.item);
chef.item == null;
chef.picked = false;

}

}
else if(chef.toTable && chef.table.name == "order" && chef.item == chef.plate){

chef.table.plate = chef.plate;

chef.item.rigidBody.collisionFilterMask = GROUP4 | GROUP3 | GROUPZ2;

chef.item.rigidBody.position = new CANNON.Vec3(chef.table.location[0]+1,
chef.table.location[1]+1, chef.table.location[2]) ;

chef.item = null;

chef.picked = false;

}
else if(chef.toTable&&chef.table.food==0){
if(chef.item == chef.plate){
chef.item.addConstraint(chef.table);
chef.item = chef.item.rigidBody;

}

chef.item.position = new CANNON.Vec3(chef.table.location[0],
chef.table.location[1]+1, chef.table.location[2]) ;
chef.item.collisionFilterMask = GROUP4 | GROUP3 | GROUP2 ;
chef.table.food = chef.item;
chef.item = null;
chef.picked = false;
}
else if(chef.toTable&&(chef.table.food==chef.plate.rigidBody |
chef.table.food.rigidBody==chef.plate.rigidBody)&&chef.plate.food.length<3){
chef.item.collisionFilterMask = GROUP4 | GROUP3 | GROUP2;
chef.item.position = new CANNON.Vec3(chef.plate.location[0],
chef.plate.location[1]+1, chef.plate.location[2]) ;
chef.plate.food.push(chef.item);

chef.item = null;
chef.picked = false;

¥

else{
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chef.item = null;
chef.picked = false;

chef.table = null;
chef.toTable = false;
}
}
j2

if(this.picked&&this.item!=null){

if(this.item == this.plate){

this.plate.direction = new  CANNON.Vec3(this.direction.x, this.direction.y,
this.direction.z)

this.item.rotationY = this.rotationY;

this.item.rigidBody.position = new
CANNON.Vec3(this.rigidBody.position.x+this.direction.x*3, this.rigidBody.position.y+2,
this.rigidBody.position.z+this.direction.z*3);

else this.item.position = new CANNON.Vec3(this.rigidBody.position.x+this.direction.x*3,
this.rigidBody.position.y, this.rigidBody.position.z+this.direction.z*3);
}
if(this.plate&&this.plate.food.length>0){
if(this.plate.direction.x!=0&&this.plate.direction.z!=0){

if(this.plate.food[0]) this.plate.food[0].position = new
CANNON.Vec3(this.plate.location[0]-this.plate.direction.z*1.2, this. plate location[1]+0.2,
this.plate.location[2]+this.plate.direction.x*0.8) ;
if(this.plate.food[1]) this.plate.food[1].position = new
CANNON.Vec3(this.plate.location[0], this.plate.location[1]+0.2, this.plate.location[2]) ;
if(this.plate.food[2]) this.plate.food[2].position = new
CANNON.Vec3(this.plate.location[0]+this.plate.direction.z*0.8, this. plate location[1]+0.2,
this.plate.location[2]-this.plate.direction.x*1.2) ;
else{
if(this.plate.food[0]) this.plate.food[0].position = new
CANNON.Vec3(this.plate.location[0]+this.plate.direction.z, this. plate location[1]+0.2,
this.plate.location[2]+this.plate.direction.x) ;
if(this.plate.food[1]) this.plate.food[1].position = new
CANNON.Vec3(this.plate.location[0], this.plate.location[1]+0.2, this.plate. Iocatlon[2])
if(this.plate.food[2]) this.plate.food[2].position new
CANNON.Vec3(this.plate.location[0]-this.plate.direction.z, this. plate location[1]+0.2,
this.plate.location[2]-this.plate.direction.x) ;
}
}

this.document.onkeyup = function(e){
var kc = e.keyCode;
e.preventDefault();

if(kc === 65) Keys.left = false;

if(kc === 87) Keys.up = false;

if(kc === 68) Keys.right = false;

if(kc === 83) Keys.down = false;
j3

this.Keys = Keys;



if(this.Keys){
var pos = this.rigidBody.position;
if(this.Keys.up){
this.rigidBody.position.z-=1;
this.direction.z=-1;
if('this.Keys.left&&!this.Keys.right) this.direction.x=0;

¥

if(this.Keys.down){
this.rigidBody.position.z+=1;
this.direction.z=1;
if(!this.Keys.left&&!this.Keys.right) this.direction.x=0;

¥

if(this.Keys.left) {
this.rigidBody.position.x-=1;
this.direction.x=-1;
if(!this.Keys.up&&!this.Keys.down) this.direction.z=0;

¥

if(this.Keys.right){
this.rigidBody.position.x+=1,;
this.direction.x=1;
if('this.Keys.up&&!this.Keys.down) this.direction.z=0;

¥

var ax, az, tx, tz;

ax = this.location[0];

az = this.location[2];

tx = this.rigidBody.position.x;
tz = this.rigidBody.position.z;

const desiredAngle = Math.atan2(tx-ax, tz-az);
if(Object.values(this.Keys).includes(true)){
this.rotation’Y=desiredAngle;
this.angle = this.rotationY;
}
mat4.rotate (this.modelMatrix,this.modelMatrix,this.rotationY);
this.rigidBody.quaternion.setFromEuler(0, this.angle, 0);

var Floor= function (){
StageObject.apply(this);
}.

Floor.prototype = Object.create(StageObject.prototype);
Floor.prototype.constructor = Floor;
Floor.prototype.initializePhysics=function(){

const GROUP1 =1
const GROUP2 =2
const GROUP3 =4
const GROUP4 = 8
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var groundBody = new CANNON.Body({
mass: 0,
position: new CANNON.Vec3(0, 0, 0),
collisionFilterGroup: GROUP2,
collisionFilterMask: GROUP2
b
var groundShape = new CANNON.Plane();
groundBody.addShape(groundShape);
groundBody.quaternion.setFromEuler(-Math.P1/ 2, 0, 0);
this.rigidBody=groundBody;
this.system.addBody(groundBody);

this.system.addBody(createWall(new CANNON.Vec3(15,0, 0), 0, -Math.P1/2, 0));
this.system.addBody/(createWall(new CANNON.Vec3(-15,0, 0), 0, Math.P1/2, 0));
this.system.addBody/(createWall(new CANNON.Vec3(0,0, 15), 0, -Math.PI, 0));
this.system.addBody/(createWall(new CANNON.Vec3(0,0, -15), 0, 0, 0));

}

function createWall(position, rotX, rotY, rotZ){
const GROUP1 =1
const GROUP2 =2
const GROUP3 =4
const GROUP4 =8

var groundBody = new CANNON.Body({

mass: 0,

position: position,

collisionFilterGroup: GROUPL,

collisionFilterMask: GROUP2
b
var groundShape = new CANNON.Plane();
groundBody.addShape(groundShape);
groundBody.quaternion.setFromEuler( rotX,rotY, rotZ);

return groundBody;

var Food= function (){
StageObject.apply(this);
this.stack = [];
this.place = null;
Y
Food.prototype = Object.create(StageObject.prototype);
Food.prototype.constructor = Food,
Food.prototype.initializePhysics=function(){
const GROUP1 =1
const GROUP2 =2
const GROUP3 =4
const GROUP4 =8

const halfExtents = new CANNON.Vec3(1, 1, 1)

const boxShape = new CANNON.Box(halfExtents)

var boxBody = new CANNON.Body({
mass: 1, // kg
position: new CANNON.Vec3(this.place[0], this.place[1], this.place[2]), // m
shape: boxShape,



}

collisionFilterGroup: GROUP2,
collisionFilterMask: GROUP4

b

this.rigidBody=boxBody;
this.system.addBody(boxBody);

Food.prototype.clone=function(){

}

var stageObject=new Food();

stageObject.geometry=this.geometry.clone();

stageObject.system = this.system;

var i;

for(i=0;i<this.diffuseColor.length;++i){
stageObject.diffuseColor[i]=this.diffuseColor[i];

}

for(i=0;i<this.ambientColor.length;++i){
stageObject.ambientColor[i]=this.ambientColor[i];

}

for(i=0;i<this.specularColor.length;++i){
stageObject.specularColor[i]=this.specularColorl[i];

}

stageObject.rotationX=this.rotationX;

stageObject.name=this.name;

stageObject.rotationY=this.rotationY;

stageObject.rotationZ=this.rotationZ;

stageObject.materialFile=this.materialFile;

stageObject.texturelndex=this.texturelndex;

stageObject.loaded=true;

return stageObject;

Food.prototype.update=function(){

if(this.rigidBody){
var pos = this.rigidBody.position;
mat4.identity(this.modelMatrix);
this.location=vec3.fromValues(pos.X, pos.y, pos.z);
mat4.translate(this.modelMatrix,this.modelMatrix, this.location);

mat4.scale(this.modelMatrix,this.modelMatrix,vec3.fromValues(1.2,1.2,1.2));

1 else{
mat4.identity(this.modelMatrix);

mat4.translate(this.modelMatrix,this.modelMatrix, this.location);

mat4.rotateX(this.modelMatrix,this.modelMatrix,this.rotationX);
mat4.rotateY (this.modelMatrix,this.modelMatrix,this.rotationY);
mat4.rotateZ(this.modelMatrix,this.modelMatrix,this.rotationZ);
//mat4.scale(this.modelMatrix,this.modelMatrix,vec3.fromValues(10,10,10));

var Kitchen= function (){

+

StageObject.apply(this);
this.food=0;
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Kitchen.prototype = Object.create(StageObject.prototype);
Kitchen.prototype.constructor = Kitchen;
Kitchen.prototype.initializePhysics=function(){

const GROUP1 =1

const GROUP2 = 2

const GROUP3 =4

const GROUP4 =8

const halfExtents = new CANNON.Vec3(4,2, 4)
const boxShape = new CANNON.Box(halfExtents)
var boxBody = new CANNON.Body({
mass: 0, // kg
position: new CANNON.Vec3(this.location[0], this.location[1], this.location[2]), // m
shape: boxShape,
collisionFilterGroup: GROUP4, // Put the sphere in group 1
collisionFilterMask: GROUP2 | GROUP3
ok
this.rigidBody=boxBody;
this.system.addBody(boxBody);
}
Kitchen.prototype.clone=function(){
var stageObject=new Kitchen();
stageObject.geometry=this.geometry.clone();

var i;

for(i=0;i<this.diffuseColor.length;++i){
stageObject.diffuseColor[i]=this.diffuseColor[i];

}

for(i=0;i<this.ambientColor.length;++i){
stageObject.ambientColor[i]=this.ambientColor[i];

}

for(i=0;i<this.specularColor.length;++i){
stageObject.specularColor[i]=this.specularColorl[i];

}

stageObject.rotationX=this.rotationX;

stageObject.name=this.name;

stageObject.rotation'Y=this.rotationY;

stageObject.rotationZ=this.rotationZ;

stageObject.materialFile=this.materialFile;

stageObject.texturelndex=this.texturelndex;

stageObject.loaded=true;

return stageObject;

}
Kitchen.prototype.update=function(){

if(this.rigidBody){
var pos = this.rigidBody.position;
mat4.identity(this.modelMatrix);
this.location=vec3.fromValues(pos.x, pos.y, pos.z);
mat4.translate(this.modelMatrix,this.modelMatrix, this.location);

//mat4.scale(this.modelMatrix,this.modelMatrix,vec3.fromValues(5,5,5));

} else{
mat4.identity(this.modelMatrix);

mat4.translate(this.modelMatrix,this.modelMatrix, this.location);



mat4.rotateX(this.modelMatrix,this.modelMatrix,this.rotationX);
mat4.rotate (this.modelMatrix,this.modelMatrix,this.rotationY);
mat4.rotateZ(this.modelMatrix,this.modelMatrix,this.rotationZ);
//mat4.scale(this.modelMatrix,this.modelMatrix,vec3.fromValues(10,10,10));

var Order= function (){
StageObject.apply(this);
this.stage;
this.order = [J;
this.plate;
this.tables;
this.boards = [];
this.food _names = [];
this.clear_texture;
Y
Order.prototype = Object.create(StageObject.prototype);
Order.prototype.constructor = Order;
Order.prototype.initializePhysics=function(){
const GROUP1 =1
const GROUP2 =2
const GROUP3 =4
const GROUP4 =8

const halfExtents = new CANNON.Vec3(3,4, 4)
const boxShape = new CANNON.Box(halfExtents)
var boxBody = new CANNON.Body({
mass: 0, // kg
position: new CANNON.Vec3(this.location[0], this.location[1], this.location[2]-1), // m
shape: boxShape,
collisionFilterGroup: GROUP4,
collisionFilterMask: GROUP2 | GROUP3
b
this.rigidBody=boxBody;
this.system.addBody(boxBody);
}
Order.prototype.clone=function(){
var stageObject=new Order();
stageObject.geometry=this.geometry.clone();

var i;

for(i=0;i<this.diffuseColor.length;++i){
stageObject.diffuseColor[i]=this.diffuseColorl[i];

}

for(i=0;i<this.ambientColor.length;++i){
stageObject.ambientColor[i]=this.ambientColor[i];

}

for(i=0;i<this.specularColor.length;++i){
stageObject.specularColor[i]=this.specularColorf[i];

}

stageObject.rotationX=this.rotationX;

stageObject.name=this.name;

stageObject.rotationY=this.rotationY:;

stageObject.rotationZ=this.rotationZ;
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stageObject.materialFile=this.materialFile;
stageObject.texturelndex=this.texturelndex;
stageObject.loaded=true;

return stageObject;

}
Order.prototype.update=function(){

if(this.rigidBody){
var pos = this.rigidBody.position;
mat4.identity(this.modelMatrix);
this.location=vec3.fromValues(pos.X, pos.y, pos.z);
mat4.translate(this.modelMatrix,this.modelMatrix, this.location);

} else{
mat4.identity(this.modelMatrix);

mat4.translate(this.modelMatrix,this.modelMatrix, this.location);

mat4.rotateX(this.modelMatrix,this.modelMatrix,this.rotationX);
mat4.rotate (this.modelMatrix,this.modelMatrix,this.rotationY);
mat4.rotateZ(this.modelMatrix,this.modelMatrix,this.rotationZ);

}

if('this.clear_texture && this.boards.length>0) this.clear_texture = this.boards[0].texturelndex;
if(this.boards.length>0 && this.order.length == 0) MakeOrder(this);

if(this.plate){
var order=[];
for(var i=0; i<this.order.length; i++){
order.push(this.order[i]);

}
if(this.plate.food.length > 0){
for(var i=0; i<this.plate.food.length; i++){
for(var o in this.stage.stageObjects){
if(this.stage.stageObjects[o].rigidBody == this.plate.food[i]){

if(order.includes(this.stage.stageObjects[o].name)){
const index = order.indexOf(this.stage.stageObjects[0].name);
order.splice(index, 1);
}
const index = this.stage.stageObjects.indexOf(this.stage.stageObjects[0]);
this.stage.stageObjects.splice(index, 1);
break;

}
¥

}
if(this.order.length == this.plate.food.length && order.length == 0) this.order =[];
this.plate.food = [];

¥

var num =25;

tables[num].food = this.plate;

this.plate.addConstraint(tables[num]);

this.plate.rigidBody.position = new CANNON.Vec3(tables[num].location[0],
tables[num].location[1]+0.1, tables[num].location[2]);

this.plate.rotationY = -Math.P1/2;

this.plate.rigidBody.linearVelocity = 0;

this.plate = null;



}
¥

function MakeOrder(obj){
var count = Math.floor(Math.random() * 3) + 1;

for(var i=0; i<count; i++){
var item = Math.floor(Math.random() * obj.food_names.length);
obj.order.push(obj.food_names[item]);

for(var i=0; i<3; i++){
if(obj.order[i]){
for(var o in obj.stage.stageObjects){
if(obj.stage.stageObjects[o].name == obj.order[i]){
obj.boards[i].texturelndex = obj.stage.stageObjects[0].texturelndex;
}
}

else obj.boards[i].texturelndex = obj.clear_texture;

var Plate= function (){

StageObject.apply(this);

this.food = [];

this.place = null;

this.direction = new CANNON.Vec3(1,0,0);

this.constraint;
¥
Plate.prototype = Object.create(StageObject.prototype);
Plate.prototype.constructor = Plate;
Plate.prototype.initializePhysics=function(){

const GROUP1 =1

const GROUP2 =2

const GROUP3 =4

const GROUP4 = 8

const halfExtents = new CANNON.Vec3(1, 1, 1);
const boxShape = new CANNON.Box(halfExtents)
var boxBody = new CANNON.Body({
mass: 1, // kg
position: new CANNON.Vec3(this.place[0], this.place[1], this.place[2]), // m
shape: boxShape,
collisionFilterGroup: GROUP2, // Put the sphere in group 1
collisionFilterMask: GROUP4 | GROUP2
b
boxBody.linearDamping = 0.95;
this.rigidBody=boxBody;
this.system.addBody(boxBody);
}
Plate.prototype.clone=function(){
var stageObject=new Plate();
stageObject.geometry=this.geometry.clone();
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stageObject.system = this.system;

var i;

for(i=0;i<this.diffuseColor.length;++i){
stageObject.diffuseColor[i]=this.diffuseColor[i];

}

for(i=0;i<this.ambientColor.length;++i){
stageObject.ambientColor[i]=this.ambientColor[i];

}

for(i=0;i<this.specularColor.length;++i){
stageObject.specularColor[i]=this.specularColorl[i];

}

stageObject.rotationX=this.rotationX;

stageObject.name=this.name;

stageObject.rotation'Y=this.rotationY;

stageObject.rotationZ=this.rotationZ;

stageObject.materialFile=this.materialFile;

stageObject.texturelndex=this.texturelndex;

stageObject.loaded=true;

return stageObject;

}
Plate.prototype.update=function(){

if(this.rigidBody){
var pos = this.rigidBody.position;
mat4.identity(this.modelMatrix);
this.location=vec3.fromValues(pos.X, pos.y, pos.z);
mat4.translate(this.modelMatrix,this.modelMatrix, this.location);

mat4.scale(this.modelMatrix,this.modelMatrix,vec3.fromValues(1.5,1.5,1.5));
this.rigidBody.quaternion.y = this.rotationY;
mat4.rotate (this.modelMatrix,this.modelMatrix,this.rotationY);

1 else{
mat4.identity(this.modelMatrix);

mat4.translate(this.modelMatrix,this.modelMatrix, this.location);

mat4.rotateX(this.modelMatrix,this.modelMatrix,this.rotationX);
mat4.rotateY (this.modelMatrix,this.modelMatrix,this.rotationY);
mat4.rotateZ(this.modelMatrix,this.modelMatrix,this.rotationZ);
//mat4.scale(this.modelMatrix,this.modelMatrix,vec3.fromValues(10,10,10));

}
Plate.prototype.addConstraint=function(table){

this.constraint = new CANNON.PointToPointConstraint(
this.rigidBody,
new CANNON.Vec3(0, 0, 0),
table.rigidBody,
new CANNON.Vec3(0, 2.5, 0)

this.system.addConstraint(this.constraint);
}
Plate.prototype.deleteConstraint=function(){
this.system.removeConstraint(this.constraint);
this.constraint = null;

¥



var Bin= function (){
StageObject.apply(this);
/lthis.visible=true;
this.items = [];
this.stage;
3
Bin.prototype = Object.create(StageObject.prototype);
Bin.prototype.constructor = Bin;
Bin.prototype.initializePhysics=function(){
const GROUP1 =1
const GROUP2 = 2
const GROUP3 =4
const GROUP4 =8

const halfExtents = new CANNON.Vec3(4,4,4)
const boxShape = new CANNON.Box(halfExtents)
var boxBody = new CANNON.Body({
mass: 0, // kg
position: new CANNON.Vec3(this.location[0], this.location[1], this.location[2]), // m
shape: boxShape,
collisionFilterGroup: GROUP4, // Put the sphere in group 1
collisionFilterMask: GROUP2 | GROUP3
ok
this.rigidBody=boxBody;
this.system.addBody(boxBody);
}
Bin.prototype.clone=function(){
var stageObject=new Bin();
stageObject.geometry=this.geometry.clone();

var i;

for(i=0;i<this.diffuseColor.length;++i){
stageObject.diffuseColor[i]=this.diffuseColor[i];

}

for(i=0;i<this.ambientColor.length;++i){
stageObject.ambientColor[i]=this.ambientColor[i];

}

for(i=0;i<this.specularColor.length;++i){
stageObject.specularColor[i]=this.specularColorl[i];

}

stageObject.rotationX=this.rotationX;

stageObject.name=this.name;

stageObject.rotationY=this.rotationY;

stageObject.rotationZ=this.rotationZ;

stageObject.materialFile=this.materialFile;

stageObject.texturelndex=this.texturelndex;

stageObject.loaded=true;

return stageObject;

}
Bin.prototype.update=function(){

if(this.rigidBody){
var pos = this.rigidBody.position;
mat4.identity(this.modelMatrix);
this.location=vec3.fromValues(pos.X, pos.y, pos.z);
mat4.translate(this.modelMatrix,this.modelMatrix, this.location);



mat4.scale(this.modelMatrix,this.modelMatrix,vec3.fromValues(2.5,2.5,2.5));

1 else{
mat4.identity(this.modelMatrix);

mat4.translate(this.modelMatrix,this.modelMatrix, this.location);

mat4.rotateX(this.modelMatrix,this.modelMatrix,this.rotationX);
mat4.rotate (this.modelMatrix,this.modelMatrix,this.rotationY);
mat4.rotateZ(this.modelMatrix,this.modelMatrix,this.rotationZ);
//mat4.scale(this.modelMatrix,this.modelMatrix,vec3.fromValues(10,10,10));

}

if(this.items){
if(this.items.length > 0){
for(var i=0; i<this.items.length; i++){
for(var o in this.stage.stageObjects){
if(this.stage.stageObjects[o].rigidBody == this.items][i]){

const index = this.stage.stageObjects.indexOf(this.stage.stageObjects[0]);
this.stage.stageObjects.splice(index, 1);

delete this.items[i];

break;

}
¥

}

this.items = [];

¥
}
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