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AHoTAaIl
VY paMkax JUIIIOMHOT poOOTH PO3POOJEHO ITPOBUN pyIIiid, HA OCHOBI
SIKOTO CTBOPEHO MYJBTHIUICEPHY TPy B kaHpi mrytep. OCHOBY IBOTO irpOBOTO
Ipoliecy CKJajgae cTpianba 31 30poi mo uuisx. Jlany mporpaMmy po3po0sieHo Ha
OCHOBI anroput™My Ray casting (kugaHHS TPOMEHIB), peai30BaHO MOBOIO

nporpamyBaHHs C++.



Beryn

B nanwuii yac Bif€oirpu B HAIIOMY HUTTI Ha3UMBaIOTh KOMIT'FOTEPHUMHU
ITpPOBUMH  JoAaTKaMu. AJie pO3pOOHMKM IUMX Irop Ta JOCIITHUKH
BUKOPHUCTOBYIOTh T€PMIH “Bijeorpa”. Bigeoirpu nosiBUnucs 3aBIsku Mporpecy
IPOrpaMOBaHUX KOMI'FOTEPHUX TEXHOJIOTIH (OpMyBaHHS 300pa’K€HHS Ha
MOHITOpAaX €JNIEKTPOHHUX MpucTpoiB. llepmumu 1 HalnomyJspHILIUMU
BiJICOITpaMU € IrpU JJisi IEPCOHATBLHOTO KOMITIOTEPA, Ky MOKHAa BCTAHOBHUTH
Ha TIEpCOHAILHOMY KOMIT'ToTepi. Takox ii Ha3MBalOTh MPOCTO KOMITIOTEPHA T'pa.
MexaHika BIJEOTPU BHU3HAYAETHCS PO3MIPOM IFPOBOTO TMPOIIECY, a TaKOXK
NpaBUJIaMHU, 32 IKUMU TPaBelb IPOXOAUTH Bineorpy. OCHOBHHUM Yy Tpi € 00'€KTH,
Taki K rpaBelb, 00'€KTH, AIKUMU BOHH MOXKYTb KepyBaTH, TeKcTypu. [Lis Toro,
00 IrpaBellb SKMMOCh YHHOM 3MIT K€pYBaTH CBOIM IEPCOHAKEM ab0 IrpoOBUM

CBITOM € ME€XaHiKa yIIpaBJIiHHS.


https://uk.wikipedia.org/wiki/%D0%9F%D0%B5%D1%80%D1%81%D0%BE%D0%BD%D0%B0%D0%BB%D1%8C%D0%BD%D0%B8%D0%B9_%D0%BA%D0%BE%D0%BC%D0%BF%27%D1%8E%D1%82%D0%B5%D1%80

Po3ain 1. OCHOBHI OHATTS NMPO NMpeAMETHY 00J1aCTh

1.1 Bineoirpu

[TosiBI MyNBTUIICEPHUX IrOp TMEpeAyBald PO3BUTOK TEXHOJOTIH Ta
KOMITIOTEpPHUX TIporpaM, sKi BijoOpakanu 300pakeHHS Ha MOHITOpax
€JIEKTPOHHUX MPHUCTPOiB. Jleski MexaHiuHI ab0 eJeKTPOHHI IrpoBI IMPHUCTPOL
3'SIBUJIMCS. 1€ B TepIiiid mojoBuHI XX CTONITTS, ane He Oyiau JOCTYIHI
kokHOMYy. [lepia ycmimHa cipo®a CTBOPEHHSI €IEKTPOHHOTO MPUCTPOIO, SIKUH
BUKOPUCTOBYETBCS ISl 3B'A3KY 13 IpaBLUEM Yy BIJEOTpl, HANECKUTh Biabsimy
I'rin6oramy. Y 1958 6yno crBopeno Tennis For Two.

¥ 2000-H1 poku 1rpu B IJIaHl rpadikd CTaBajdd BCE pPeaiCTUUYHIIINMU,
po3BUHYIMCS online-irpy, sIKI MOKHA TpaTd MO JIOKAJIbHIA Mepexi, 110 Aae€
MOXJIMBICTh 0araTbOM TPaBISIM IpaTd B peajdbHOMY 4aci. Hampukinmi 2010-x
B1IOYBCSI PO3BUTOK Ta BIUIMB COLIAIBHUX Mepex. Bimeoirpm Ha (i3MIHUX
HOCISIX TepecTanu OyTH TaKUMU MOMYJIIPHUMU, MOCTynaduch udposum. Lle
3yMOBUJIO TIOMIUPEHHs indi-irop, BiJ€OIrop BiJ HE3AJICKHUX MPOTPAMICTIB YU
HaBiTh OKpemux mrofedd. Cami TpaBmi CcTaJid  pO3pOOJSATH, CTBOPIOBATU 1
MOM(DIKyBaTH BIJCOITPH HUIIXOM MOJJIMHTY, KOHCTPYIOBaHHS 1HTEPAKTUBHUX
TBOPIB y clieliaJIbHUX cepenoBuiiax. [lomynspaum craB Buiyck 010110TeK s
JIOITOBHEHHS J10 irop, y TOMY YUCIl TUIaTHUX,
3anpoBaKyBaTH MIKPOTpaH3aKlii, I TOro, o0 nosernryBatu rpy. LBuako
MJBULIMINCS SKICTh Tpadiku MICHs BUXOJY 8-TO MOKOJIHHS IPOBUX CHUCTEM,
10 3yMOBuUJI0 nomupenHs 4K-aucreis.

3HayHO 301TbIIIHIIACS KUTBKICTh irop 1 MIPUCTPOIB 3
niaTpuMkoro VR-peansHocTi. Takox po3BUHYJACA 1HAYCTPisS JOJATKIB JUIs
MOOUTBHHUX MPUCTPOIB, 30kpeMa cMapTdoHiB. CTPUMIHT iIrpOBOTO MPOIIECY CTAB
YaCTUHOIO KyJbTypu Bifeoirop. Po3poOka rpu Mae AexiibKka eTamiB, X € TpH:
HaMMCAaHHS MPOTPAMHOTO (JKEPEIbHOr0) KOAY, BIPOBAKEHHS KOHTCHTY

(MaJFOHKH, MOJIEN) Ta po3poOKa irpoBOro pyuiisi. [X mpoekTyBaHHS BKIIHOYAE —


https://uk.wikipedia.org/wiki/Tennis_for_Two
https://uk.wikipedia.org/wiki/2000-%D0%BD%D1%96_%D1%83_%D0%B2%D1%96%D0%B4%D0%B5%D0%BE%D1%96%D0%B3%D1%80%D0%B0%D1%85
https://uk.wikipedia.org/wiki/%D0%9E%D0%BD%D0%BB%D0%B0%D0%B9%D0%BD-%D0%B3%D1%80%D0%B0
https://uk.wikipedia.org/wiki/%D0%A6%D0%B8%D1%84%D1%80%D0%BE%D0%B2%D0%B0_%D0%B4%D0%B8%D1%81%D1%82%D1%80%D0%B8%D0%B1%D1%83%D1%86%D1%96%D1%8F
https://uk.wikipedia.org/wiki/%D0%86%D0%BD%D0%B4%D1%96-%D1%96%D0%B3%D1%80%D0%B8
https://uk.wikipedia.org/wiki/%D0%9C%D0%BE%D0%B4
https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BD%D1%82%D0%B5%D0%BD%D1%82_%D0%B7%D0%B0%D0%B2%D0%B0%D0%BD%D1%82%D0%B0%D0%B6%D0%B5%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BD%D1%82%D0%B5%D0%BD%D1%82_%D0%B7%D0%B0%D0%B2%D0%B0%D0%BD%D1%82%D0%B0%D0%B6%D0%B5%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%9C%D1%96%D0%BA%D1%80%D0%BE%D0%BF%D0%BB%D0%B0%D1%82%D1%96%D0%B6
https://uk.wikipedia.org/wiki/%D0%92%D0%BE%D1%81%D1%8C%D0%BC%D0%B5_%D0%BF%D0%BE%D0%BA%D0%BE%D0%BB%D1%96%D0%BD%D0%BD%D1%8F_%D1%96%D0%B3%D1%80%D0%BE%D0%B2%D0%B8%D1%85_%D1%81%D0%B8%D1%81%D1%82%D0%B5%D0%BC
https://uk.wikipedia.org/wiki/4K
https://uk.wikipedia.org/wiki/%D0%92%D1%96%D1%80%D1%82%D1%83%D0%B0%D0%BB%D1%8C%D0%BD%D0%B0_%D1%80%D0%B5%D0%B0%D0%BB%D1%8C%D0%BD%D1%96%D1%81%D1%82%D1%8C
https://uk.wikipedia.org/wiki/%D0%A1%D0%BC%D0%B0%D1%80%D1%82%D1%84%D0%BE%D0%BD
https://uk.wikipedia.org/wiki/Live-Streaming

CTBOpEHHs ijei 1070 MaWOyTHBOI TPH, BIPOBA/DKEHHS J>KAHPY, TEMATHKH,
0COOJIMBOCTEM IrpOBOTO PYIIis, CTBOPEHHs CIIEHapit0 Ta 00pa3iB TPaBIlB 3
OTOUYCHHSIM. MeHepKep Kepye MisIMU PI3HUX JIIOJICH, K1 3aTy4eHl 10 pO3pOOKH,
CKJIJIa€ TUIaH IXHBOI POOOTH, BU3HAYAE TEPMIH iX BUKOHAHHS, IUIAHYE BUTPATHU
Ha CTBOpEHHA. Bimeorpa B CBOIO 4epry MpOXOAWTH JEsAKl €Tanu NMEpPeBipKHU, B
X0Ml  SKMX  IOTpaIvise 10  JIIoAes 1 IIATPUMYE  1HTEpec 0
IPOXODKEHHS. Bimeoirpu oXomoTs 6araTo toIei 3 pi3HUX KpaiH.

Y 2011-mi Bimeoirpu cramu oQILIHUM BUAOM MHUCTELTBA, aj€ y CBITI
BU3HAHHS 1X MUCTEIITBOM 3aJTUIIIAE€THCS ITi/T TUTAHHSM.

[lepuiuM, coriadbHUM aCIEKTOM PO3TJSYy BIACOITOp € MOJEib
MOBE/IIHKM CYCIUIbCTBA Ta Jitojaeu. [IpoBoasiun HOCIIKEHHS TTPO TOBEIIHKY B
CTaHAAPTHUX 1 HECTAaHAAPTHUX ITPOBUX  CHUTYyallidX, TaKOX MOXHa
MPOTHO3yBaTH SK JIOJMHA Oyjae OisTH B 1HUX cdepax KutTa. [pyrum,
TyMaHITApHUM  acCIlleKTOM  BIJCOITOp € CKJIaJoBa CydYacHOi KYJIbTYpH
cycnuibcTBa. BiH BW3Hauae iX 3B'SI30K 3 PI3HUMH CTPYKTypaMH KyJIbTYPHU
JIOUHU ¥ MHCIICHHS Ta 1HIIMMHU BUJAMH MHCTENTBA. TpeTiM crocoOoMm irpu
BUBYAIOTh 3 TOYKU 30py SIK iX HOTpiOHO po3poOssaru. lleit Hampsim BUBYAE
poOJieMH y CTBOPEHHI YCIIIIHUX BiJI€OITOp, BUPIIIEHHI MPOOeM, TTOB'A3aHUX 3

HHUMMH.


https://uk.wikipedia.org/wiki/%D0%86%D0%BD%D0%B4%D1%83%D1%81%D1%82%D1%80%D1%96%D1%8F_%D0%B2%D1%96%D0%B4%D0%B5%D0%BE%D1%96%D0%B3%D0%BE%D1%80
https://uk.wikipedia.org/wiki/%D0%9C%D0%B8%D1%81%D1%82%D0%B5%D1%86%D1%82%D0%B2%D0%BE

1.2 Po3poOka KoMII’IOTepPHUX irop

Po3pobka irop mouanack y 1970-11 poku XX cTopiuysi, pa3oM 3 MOSBOIO
Ta BHUKOPHUCTAHHSIM apKaJHUX aBTOMATIB Ta TpaJbHUX NpPHUCTaBOK. Yepes
HE3HAYHY IIOTYXXKHICTh TMEpPHIMX KOMITIOTEpHUX oOOJlagHaHb, Irpu OyJH
MPOCTHMM y CTBOPEHHi i He MmoTpeOyBanm 6araTo yacy Ha po3poOKy. IX wmir
CTBOPIOBATHM 1 YCIIIIHO 3aBEepIIyBaTH OJWH PO3POOHHUK. Y 3B S3Ky 3
3pOCTaHHSAM OOYMCIIOBAILHUX TOTYKHOCTEM TIpaBlsiM OyJio 3amMallo TaKUX
npoctux Bigeoirop. Tomy 3pociia 1 CKIaAHICTh PO3POOOK, M SKUX MOTpIOHA
poboTa HUIMX KoMaH1 po3poOHUKIB. Po3po0OKa Biieorpu NpOXoaUTh y AEKIIbKa
ckiagHux etamniB. CrovyaTky CTBOPIOETHCS 3aralIbHUM 1EMO-TIPOEKT MailOyTHHO1
IpU, ONUCYETHCS AW3AWH-IOKYMEHT SIKMM Oyjie BCECBIT, ITPOBHI mpolec 1
CIOJKET, CTBOPIOIOTHCA KOHIICNITH PIiBHIB Tpadiku 1 MEPCOHAXKIB Yy Tpi, SKi
BU3HAYaTUMYTh JKaHpP I'PU 1 K1 CIIyIyBaTUMYTh 3aBJIaHHSAM JUJISl XYJIO’KHUKIB Ta
nu3aiiHepiB. J{u3aifH-TOKyMEHT Ta MaJIIOHKA TaKOX BUKOPUCTOBYIOTHCS IS

PUBEPHEHHS yBarv BU/IABIIIB.

SIkmo BupimeHo npodieMy 3 (piHaHCYBaHHSM, MOUYMHAETHCS MOBHOLIIHHA
poOoTa Haja BIACOTPOIO, SKa BKJIIOYAE€ CTBOPEHHS YW HAJAIITyBaHHS i
notpedu (yHKLIOHAJIBLHOCTI TPU Ta IrPOBOr0 PYIisA, CTBOPEHHS rpadiyHOro,
2-3-BUMIPHOTO, Ta IHTErpallis ayJio y irpu, BIPOBAKEHHS Ta TECTYBaHHS IS
HaJIaroJDKEHHs IrpoBUX MexaHIK (irpoBuil au3aiiH). Jo cBo€i ocTaHHBOI Bepcii
rpa iue yepes Oera-anbda Bepcii, sIKi peTeIbHO MEPEBIPSIOTHCA 1 TECTYIOThCS
pO3pOOHMKAMHU, 1HOAI TMPOBOJATH TECTyBaHHS cami TpaBili  (BIAKPHUTI
anbda/Obeta-tectn). Yepe3 Aeskuii 9ac MICHIS OCTaHHIX TEPEBIPOK TpU Ta
TECTyBaHb (DYHKITIOHATy, Tpa BHUXOJWTh, TOOTO TOYMHAE TMPOAABATUCH IS
mroaeit. Ilicns Buxoqy naHOi TpU TPUBAE MIATPUMKA, MPOTITOM JIESIKOTO 4Yacy

I'py BAOCKOHAIIOIOTH 1 JOITIOBHIOIOTBH.

Konom rpu € koMn'toTepHa nporpama, ii croci0 BUKOPUCTAHHS, TEXHIYHI

MOXJIMBOCTI, rpadika Ta IrpoBud yac 3a0e3Meuy€eThCs MPOTrPaMHUM KOIOM.


https://uk.wikipedia.org/wiki/%D0%86%D0%B3%D1%80%D0%BE%D0%B2%D0%B8%D0%B9_%D1%80%D1%83%D1%88%D1%96%D0%B9
https://uk.wikipedia.org/wiki/%D0%86%D0%B3%D1%80%D0%BE%D0%B2%D0%B8%D0%B9_%D0%B4%D0%B8%D0%B7%D0%B0%D0%B9%D0%BD

Po3poOka Bieorpu BKIIOYAE JIESIKI €Tamu, SK 1 po3poOKa MporpaMHOro Kouy,
ane 3 Habarato OUIBLIO POOOTOI0 HAJl KOHTEHTOM 1 CTBOPEHHSIM ITPOBOIO
dyukiionany. Bigeoirpu 3ae0UIbIIOr0 HamMcaHI Ha TOTOBUX IMPOTPAMHUX
010;10TeKaM — IFPOBHUX PYIIisX, A€ Bxke 3poOjeHi 0a3oBi (PyHKINI, 37aTHI

3B'I3yBaTH B OJHE I1ijie TpadiKy, 3BYK, 00'€KTH 1 iX ii.

IrpoBuit  ¢yHKIIOHAT BU3HAYAa€ HACKUIBKA IrpOBUN Tipoiec Oyze
HACHYCHUM, TPaBUJIa NIEeBHOI Bijieorpu. OCHOBOIO MEXaHIKH € ITPOBI1 MEPCOHAXKI,
SKI TIOB’si3aH1 3 o0'ekTamMu a00 3 SIKUMU BOHU MOXYTh MAaHIMMYJIOBATH.
YacTHHOIO ITPOBOIO CBITY € YHPAaBIIHHS, SIKUM YHMHOM IPaBelb KEPYE CBOIM
nepcoHaxkeM a0o IHIIMMU OO0 €KTaMU B IrpoBOMy CBITI. Hampukmnan, sk
BKa3y€eThCSl HAMNPSIM PYyXy, K IpaBellb B3aEMOJIIE€ 3 BIPTyaJIbHUMH 00’ €KTamu.
Kpim Toro, Ha erari po3poOku (pyHKIIOHATY CTBOPIOETHCS IPOBUI 1HTEp(ENC,
SKAA B CBOIO 4epry iHGOpMye TpaBlsg 1 JO3BOJISE B3aEMOJII0 TEPCOHAXA 13

CBITOM TPH.

3a3Buyail Mmicias BUXOAY BIEOrpU B HIA MOXYThb OyTH J0CI HEB1IOMI
noMuiIkd. ['paBiio Moke He MOoAOOAaTHCh MEBHHUM acHeKT IpH, 10 MPHUKIALY,
nu3aitH. Po3poOHMKY, SIKI CTBOPUIIY TPY, B TAKOMY pa3i po3poOJIsiiOTh Matyl, sSKi
BUIPABJISIIOTh MIOMUWJIKK 1 J0JIal0Th SIKICh BIOCKOHaNIeHHs. Po3poOka 1 BUITyCK
HOBUX 010JII0TEK HE MPUHOCHTH BEIMKUX MPUOYTKIB, ajie MOXKYThb 30UTbIINTH

IIPOJIaXK1 BIJICOTPU, OCKUIBKYA BOHA M030aBISE€THCS HEOJIKIB.


https://uk.wikipedia.org/wiki/%D0%93%D1%80%D0%B0%D0%BB%D1%8C%D0%BD%D0%B8%D0%B9_%D1%80%D1%83%D1%88%D1%96%D0%B9

1.3 Inaycrpis Bixeoirop

PozBuTok irop BiiOyBcsi B cepeanni 70-x pokiB SIK pyX pO3pOOHUKIB 1 3a
HMIBUAKANA Yac BUPIC 3 HEBEIUKOIO0 PUHKY MpojaxiB B MeHHCTpiM. CydacHi
NEPCOHANBHI KOMI'IOTEPHI CUCTEMHU J1alii 0araTo HOBUX IFpOBUX 1HAYCTpii. o
YHCJIa HAMBIJOMIIIMX BIHOCATH 3BYKOBI Ta rpadiuni Bigeokaptu, CD 1 DVD -
npuBoau, UnixTa Linux nentpanpHi  mporecopu. Takok omeparliiiHa
cuctema Unix po3poOieHa s 3amyCcKy KOMI'TOTEPHOI TPH MPO JOCHTIKCHHS

MJIMOOKOTO KOCMOCY.

CnoyaTky 3BYKOBI KapTuW OyJid CTBOpPEH1 JUIsl 1HTErpyBaHHA YITKOTO
u(poBOro 3ByKy B KOMIT'IOTEpPHI BIACOITPH, 1 TUIBKK MOTIM 3BYKOBI MPUCTPOI

OyJid BIOCKOHAJICHI TI1JT TOTPeOr MEeJIOMaHiB.

I'padiuni BimeokapTH, sKi Ha eTani KOMI'IOTEPHOI €MOXH PO3BUHYIINCH Y
HampsiMi 301TBIIEHHS KUIBKOCT1 JTIOCTYNMHHUX KOJBOPIB, MI3HINIE TAKOX CTaju
PO3BUBATHUCS TUISt rpadiqHOrO iHTEpdeicy KOpHUCTyBaua Ta
Bifmeoirop. GUI 3irpaB ponb y 30UTBIICHHI PO3AUIBHOI 3aTHOCTI €KpaHy, a
irpu — B 3D npuckopeHHs 1 BUHaxoAu Takux TexHousorii, sk SLI 1 CrossFire.
Bukopucranns CD 1 DVD nuckiB  fisi  pO3MOBCIOJKEHHS  1TOp  MOPOJIUB

HEOOX1THICTh y 301IbIIIEHH] OOCATIB 1 IBUIKOCTI YATAHHS.

B irpogiii po3po01ii 4acTo MpamrioTh Ti, XTO BXKE MA€ X0 SIKUICh JOCBI
y nomioHux 10 Hei mpodecisx (Takux SK MpOrpamicT, XyJI0KHHUK, MY3UKaHT),
aje JIesKi JIIOJM MarTh JIOCBiA y poOOTI CTOCOBHO JIMIIE JI0 BiJI€OIrpOBOI
iHaycTpii. barato 13 TuX, KOTo HaiMaroTh (ipMU-PO3POOHUKH, 3aHMAIOTHCS
npojgaxkemM Komm'torepHux irop. OnmHak € OaraTo po3pOOHUKIB, SKi

PO3pOOIISIIOTH IrPH CAMOCTIMHO, @ TIOTIM BUCTABJISIOTH iX HA TIPOJAXK.

JocmipkeHHs, SKI Majld BIJIOYyBaTUCS B YKPAiHCBKIM BIJEOITPOBIN
IHAYCTpli, TpUBAJIMl Yac HE MPOBOJAMIMUCSA, a 3a LEH Yac Irpu CTalu

nonyiasipaumu.  lle  nuTaHHAs = cTanu  OiAHIMATH  TUIBKA B JpYTid


https://uk.wikipedia.org/wiki/%D0%9C%D0%B5%D0%B9%D0%BD%D1%81%D1%82%D1%80%D1%96%D0%BC
https://uk.wikipedia.org/wiki/%D0%9F%D0%B5%D1%80%D1%81%D0%BE%D0%BD%D0%B0%D0%BB%D1%8C%D0%BD%D0%B8%D0%B9_%D0%BA%D0%BE%D0%BC%D0%BF%27%D1%8E%D1%82%D0%B5%D1%80
https://uk.wikipedia.org/wiki/%D0%97%D0%B2%D1%83%D0%BA%D0%BE%D0%B2%D0%B0_%D0%BA%D0%B0%D1%80%D1%82%D0%B0
https://uk.wikipedia.org/wiki/%D0%92%D1%96%D0%B4%D0%B5%D0%BE%D0%BA%D0%B0%D1%80%D1%82%D0%B0
https://uk.wikipedia.org/wiki/Unix
https://uk.wikipedia.org/wiki/CPU
https://uk.wikipedia.org/wiki/%D0%9E%D0%BF%D0%B5%D1%80%D0%B0%D1%86%D1%96%D0%B9%D0%BD%D0%B0_%D1%81%D0%B8%D1%81%D1%82%D0%B5%D0%BC%D0%B0
https://uk.wikipedia.org/wiki/%D0%9E%D0%BF%D0%B5%D1%80%D0%B0%D1%86%D1%96%D0%B9%D0%BD%D0%B0_%D1%81%D0%B8%D1%81%D1%82%D0%B5%D0%BC%D0%B0
https://uk.wikipedia.org/wiki/Unix
https://uk.wikipedia.org/wiki/GUI
https://uk.wikipedia.org/w/index.php?title=SLI&action=edit&redlink=1
https://uk.wikipedia.org/wiki/AMD_CrossFireX
https://uk.wikipedia.org/wiki/CD
https://uk.wikipedia.org/wiki/DVD

nosioBuHi 2000-x. Ha mnowatky 1e OyJ0 3yMOBJIEHO 3aCeKpPEUYECHHSIM
YKpPaiHCbKMMU MpPOrpaMicTaMH JAUIOBOI 1H(oOpMalii  MO0A0 BapTOCTI CBOIX
IpoeKTiB. AJie 6araTo XTO 3HaB, MO0 po3poOKa BiJieoirop B YKpaiHi KOIITYe
3HAYHO MeHIe. B Hamiil kpaiHi mporpamyBanocsi 0araTo pi3HOMaHITHHX
3aMOBJICHb, aJié O03BYYEHHS 1 aHIMaIlisd TEPCOHaXIB HE PO3pOoOIsIUCS.
[Ipu4rHOIO HOTO BBAXKATMCS BUMOTH 3aMOBHHUKIB 1 BIJICYTHICTh MOTPIOHMX

TEXHOJIOTIH.
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https://uk.wikipedia.org/wiki/2000-%D0%BD%D1%96_%D1%83_%D0%B2%D1%96%D0%B4%D0%B5%D0%BE%D1%96%D0%B3%D1%80%D0%B0%D1%85

Po3ain 2. TeoperuyHa yacTuHA

2.1 Meroa Kupanus npomeHis

Meron Ray cast (peiikacTuHr) abo KUJaHHS TPOMEHIB MOJISITAe Y
NEPETHHI MPOMEHIB 3 MOBEPXHEIO JUIsi OOYMCIEHHS Ta PO3B'SI3yBaHHSA PI3HHUX
MaTeMaTUYHUX 3a/1a4 y KOMI'FOTepHii rpadiii Ta reomeTpii. PelikacTUHT MoXke

CTOCYBATHUCHA piBHI/IX IIPpUKIIaAHUX 3a1a4 Ta ACAKUX MGTOI[iBZ

e 3arajpHa 3a/laya 3HAXOXKEHHSI NEPIIOr0 00’€KTa, SIKUWA TMEePEeTUHAETHCA

BUITYIICHHUM ITPOMCHEM,

e METOJ YCYHEHHS MPUXOBAHOI HE B TOJII 30pYy MOBEPXHI, M0 0a3yeThCs Ha

3HAXO/KEHHI TEPIIOro TEPETHHY MPOMEHs, SIKU TOYMHAETHCA 3 TOYKU

OTJISITy Yepe3 KOKEH MIKCETb 300paxeHHs;

e QITOPUTM MOOYIOBU TEpUTOPIi 0€3 PEeKypCUBHOTO TPACYBAHHS IMPOMEHIB,

KWW BKJIIOYA€E TUTHKU TIEPBUHHI TPOMEHI;

e METOJl MPSIMOro 00'eMHOro BigOOpa)keHHs Teputopli (00’e€MHE KUAaHHS
MPOMEHS), B IKOMY IPOMiHb “NPOIITOBXY€E” 00'€KT, a 3-BUMIPHE CKAJISIPHE
noJjie, 1O Mae BigoOpa)xaTucs, 30MpaeTbCS B3JIOBXK MPOMEHS BCEpPEIUHI
naHoro o0'ekta (y UbOMYy METOJI HE BiIOYBA€ThCA YTBOPEHHS BTOPUHHUX

IIPOMEHIB).

Otxe, TMOHATTS “KUJaHHS MPOMEHIB” Ta ‘“TpacyBaHHS NPOMEHIB” B paHHIN
KOMIT'IOTepHIM Tpadilli 9acTO BUKOPHUCTOBYBAIMCS SK TOTOXHI. OcTaHHIM
gacoMm iX TpoOyIOTh BIJIPI3HATH. BIAMIHHICTE TOJISITA€ B TOMY, IO KHJAHHS
MPOMEHIB — II€ METOJ BIATBOPECHHS PEHACPUHTY, TPH SIKOMY PEKYPCHUBHO
HIKOJIM HE BIJCTEXKYIOTHCS BCl BTOPUMHHI MPOMEHI, TOMAI SIK I1HII alrOPUTMHU

BIJI0OpaK€HHS HA OCHOB1 TPACyBaHHS MPOMEHIB MOXKYTb LI€ 3pOOUTH.
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KunanHas npoMeHiB € HalOUIbII 3pyYHHUM 1 MPOCTUM 3 0araTboX METO/IIB
peHAEpUHTy B KOMM'tOTEpHIM rpadiii, sKi 0a3ylOThCS Ha TE€OMETPUYHOMY
METOJIl TpacyBaHHsI MPOMEHIB. ANTOPUTMHU BIOOpaKeHHS TepuTopii Ha 0asi
TpacyBaHHS POMEHIB MPAIIOIOTH B image order yisi BiITBOPEHHS 3-BUMIPHUX
CIIEH Ha 2-BUMIPHUX €KpaHaxX MOHITOpa. ['eoMeTpHuuHi MPOMEH1 BUITYCKAIOTHCS
3 OKa rpaBIls ISl 3pa3ka CBiTia (CsiiBa), MO0 PYyXaeThCs JI0 CIOCTepirada Bil
HAMPSIMKY BHUMYIIEHOTO mpoMeHs. [IIBUAKICTH 1 JIETKICTh KHUJAHHS MPOMEHIB
3a0e3neuyeTbCs BCIM OOUYMCIEHHSM KOJIbOPY CBITIa 0€3 pPEKypCHBHOIO
BIJICTEKEHHS BCIX JOJIaTKOBUX IMPOMEHIB, SIK1 B1IOUBAIOTH CAMBA, 1110 NaAal0Th
Ha JJaHy TOYKY TOTMaJaHHs BUMYIIIEHOTO MpoMeHs. Lle nae MOXIHUBICTh TOYHOTO
PEHIIEPUHTY BIIOUTTS MPOMEHS, 3aJIOMJICHHS a00 MPUPOIHOTO MaJiHHS TiHEH
Ha KapTy. A€ BCl Il €IeMEHTH MOXJIMBO OyayTh MEBHOI MIPOIO MiAPOOIICH]
IUISXOM 3MIHM TBOPYOTO BHUKOPHCTAHHS TEKCTYpPHUX KapT a0  IHIIUX
aNropuTMIB. Y CBOIO Yepry BHCOKA MIBUIKICTH OOYUCIICHHS 3p0o0Ouiia KUIaHHS
IPOMEHIB 3PYYHUM aJFTOPUTMOM  BIJJOOpaKeHHS TEpPUTOpii B  paHHIX

3D-Bimeoirpax peasibHOTO 4Yacy.

Puc. 1 (Ilpuxinan meroxy Kumanas npoMeHiB)

VY Hamiil mpupoal JpKEepeno CBiTia BUITYCKA€ MPOMIHb CBITJA, SKHM, Y
CBOIO UEPTy, PYXa€ThCs J0 MOBEPXHI, KA W 3yMUHAE HOTo Xim. Mu MOXKEMO
YABUTH LIEW “TIPOMIHB” SIK MOTIK MEBHOI KUIBKOCTI JOTOHIB, IO PYXarOThCS
B3JIOBXK Ti€l camoi TpaekTopii. Ha fioro nuisixy moxke OyTH MO€IHAHHS TPbOX
pedyedt 3 UM BUIYIIEHUM CBITJIOBUM IPOMEHEM: MOTJIMHAHHS, BIAOUTTS Ta

pedpakiis. Jleski MoBepxHI MOXYTh BIIOUTH BeCh a00 YaCTHMHY CBITJIOBOTO
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https://uk.wikipedia.org/w/index.php?title=Image_order&action=edit&redlink=1
https://uk.wikipedia.org/wiki/%D0%A1%D0%B2%D1%96%D1%82%D0%BB%D0%BE%D0%B2%D0%B8%D0%B9_%D0%BF%D1%80%D0%BE%D0%BC%D1%96%D0%BD%D1%8C
https://uk.wikipedia.org/wiki/%D0%9F%D1%80%D0%BE%D0%B5%D0%BA%D1%82%D0%B8%D0%B2%D0%BD%D0%B0_%D0%B3%D0%B5%D0%BE%D0%BC%D0%B5%D1%82%D1%80%D1%96%D1%8F
https://uk.wikipedia.org/wiki/%D0%92%D1%96%D0%B4%D0%B1%D0%B8%D1%82%D1%82%D1%8F_(%D1%84%D1%96%D0%B7%D0%B8%D0%BA%D0%B0)
https://uk.wikipedia.org/wiki/%D0%97%D0%B0%D0%BB%D0%BE%D0%BC%D0%BB%D0%B5%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%A2%D1%96%D0%BD%D1%8C
https://uk.wikipedia.org/wiki/%D0%A2%D0%B5%D0%BA%D1%81%D1%82%D1%83%D1%80%D0%B0_(%D1%82%D1%80%D0%B8%D0%B2%D0%B8%D0%BC%D1%96%D1%80%D0%BD%D0%B0_%D0%B3%D1%80%D0%B0%D1%84%D1%96%D0%BA%D0%B0)
https://uk.wikipedia.org/wiki/%D0%A4%D0%BE%D1%82%D0%BE%D0%BD
https://uk.wikipedia.org/wiki/%D0%9F%D0%BE%D0%B3%D0%BB%D0%B8%D0%BD%D0%B0%D0%BD%D0%BD%D1%8F_%D0%B5%D0%BB%D0%B5%D0%BA%D1%82%D1%80%D0%BE%D0%BC%D0%B0%D0%B3%D0%BD%D1%96%D1%82%D0%BD%D0%BE%D0%B3%D0%BE_%D0%B2%D0%B8%D0%BF%D1%80%D0%BE%D0%BC%D1%96%D0%BD%D1%8E%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F

NpOMEHSI B OJIHOMY HaIpsiIMKy abo 3pa3y B JeKUTbKOX. [loBepXHs TaKkoX MOXKe
NOTJIMHYTH YacTHHY CBITIIOBOTO MPOMEHS, IO MPUBEE B Pe3ybTaTi 10 BTpaTH
IHTEHCUBHOCTI BigoMTOrO (Tajado) 3asoMieHoro cBitia. SIKino moBepxHs, Ha
SIKY TIOTIaB IMIPOMiHb, Ma€ Oyab-sKi IPO30pi a00 HAIIBIPO30Pi BIACTUBOCTI, BOHA
3JIOMJTIOE JICSIKY YacTHHY CBITJIOBOrO INMpoMeHs B coOi. B iHImomy BuUmaaky
B1IOYZCThCS MOMVIMHAHHSA a00 3MiHa KOJBOPY. MiX IOTJIMHAHHSAM, BIIOUTTSIM
Ta 3JIOMJICHHSIM TOBHHHO BPAaXOBYBAaTHCS BCE CBITIIO, sike mpuimnio. Jleska
NOBEPXHA, HAIpPUKIAJ, HE MOXe B1IOUTH 60-66% BXITHOrO CBITIOBOTO
BUITYILIEHOTO MPOMIiHHS, 1 Bitoopazutu 50%. OTxe, BiaOUTI (Talabo) 3aio0MIiieHi
IPOMEHI MOXYTh “Bpa)aTW’ 1HIII MOXJIMBI MOBEpPXHI, JI€¢ iX MNOrJIMHAIoul,
pedpakiiiiHi Ta BiOMBaOYl 3HAYEHHS 3HOBY IMIJIPAaXOBYIOThCSI HAa OCHOBI
BX1THUX TIpoMeHiB. JlesiKi 3 WX MPOMEHIB pyXarThCsl TakK, 10 TIOTPATUIIOTH B
o4l, 3MYIIYIOUYM HAac OAYUTH TEBHY JIMCHICTH 1 UM CaMUM CHPHSIOTH MOSBI
300pakenns. Cnpoba iMITyBaTH 1€l peaJbHUN TIPOIEC BUIIPOMIHIOBAHHS
CBITJIOBUX TIPOMEHIB 3a JIOMIOMOTOIO0 €JIEKTPOHHOI MAIllMHU MOXE BBAKATHCS
HAJ3BUYAaHO MAPHOIO, OCKUTHKY JIMIIIE Majia YacTKa (hi3MIHUX MTPOMEHIB CBITIIa

JIHACHO 3MOXKYTb MOTPANMUTH Y BUJUMICTb.

TepuTopist moOy0BaHa 3 KBaJPaTHOI CITKH CTiH OJHAKOBOi BHUCOTH, 5Kl
KOHTaKTYIOTh 3 CYIIIbHUMHU Tijpioramu 1 creiasimu. OTxe, o0 mpoMantoBaTH
TEPUTOPIIO, BIJCTEKYETHCS OJUH BUIYIIEHUH MPOMIHb JUISI KOXXKHOTO
CTOBILA MiKceniB Ha 2D ekpani, Ae BepTHKaNIbHMI (parMeHT AaHOT CTIHKU
BUOMpPAETbCS Ta MAJIOETHCA BIANOBIAHO [0 TOTO, SK JaHUW MPOMIHb
HAaTUKAETbCS Ha CTIHY TEpUTOpii 1 Ky BIACTaHb BIH pyXaBCs MeEpe] LHUM

31TKHEHHSM.

CTBOpeHHSI NIEBHUX PIBHIB, MOOYJAOBAHUX Ha CITIIl, MPOBOJAMUTHCS 3a JIBA
eTany: 31TKHEHHS BUITYIIEHOI'O MPOMEHIO 31 CTIHOIO MOYKHA 3HAMTHU IHIBUALIE,

OCKUJIbKHM TTOTEHIIIMHI 31TKHEHHS € O1JIbIII OYEBUIHUMHU Ta I1e ToTpedye HabaraTo
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https://uk.wikipedia.org/wiki/%D0%9F%D1%96%D0%BA%D1%81%D0%B5%D0%BB%D1%8C

MEHIIIe pecypciB st po6oTu. IIpore MojentoBaHHS MIMPOKUX BIIKPUTHX

oOnacTelt 3aiiMae NeSKUI 10AaTKOBUI TPOCTIP

Takoxx B reomeTpii TUTaHHS pEWKACTHHTY TaKOX BIAOME SK
npobiema Ray shooting i mMoxxe OyTu 3a3HaveHe SK HACTylHa IOCTaBJICHA
3amaya. BpaxoBytoun Benukuii Ha0lp 00'€KTIB y N-BUMIPHOMY MPOCTOPI, Mepiia
00poOKa CTPYKTYpH BCiX JaHMX € TaKO, MO0 IS KOXKHOTO BHITYIIEHOTO
IPOMEHSI MOKHA OYyJIO JOCUTh IIBUJKO 3HAWTH MOYATKOBUM CTaH, HA SIKUM
norparisie npoMidb. OJHUM 3 METOZIB BHUPIIICHHS LBOTO MUTAaHHS € Sparse

Voxel Octree.
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https://uk.wikipedia.org/wiki/%D0%9E%D0%B1%D1%87%D0%B8%D1%81%D0%BB%D1%8E%D0%B2%D0%B0%D0%BB%D1%8C%D0%BD%D0%B0_%D0%B3%D0%B5%D0%BE%D0%BC%D0%B5%D1%82%D1%80%D1%96%D1%8F
https://uk.wikipedia.org/w/index.php?title=Ray_shooting&action=edit&redlink=1
https://uk.wikipedia.org/w/index.php?title=Sparse_Voxel_Octree&action=edit&redlink=1
https://uk.wikipedia.org/w/index.php?title=Sparse_Voxel_Octree&action=edit&redlink=1

2.2 AJITOPpUTM XYI0KHUKA

ANTOPUTM  XYIOKHWKA, SIKHA 1€  HA3WBAIOTh  IPIOPUTETHUM
MaJfOBaHHSM, € OJJHUM 3 HaWMpOCTIMIUX 1 3PYYHHUX METOJIB PO3B'S3yBaHHS
npobjieM SKi MOXYTh BHHUKHYTH B Komm'ioTepHid 3D rpadimi. Ilpwm
pennepenry 3D-cnenn Ha 2D miommuHy, HEOOXITHO B SKHHWCH MOMEHT dacy
3HATH, SKI 0araTOKyTHUKH OyayTh BUIAMMHUMH, a SIKI mpuxoBaHuMU. HasBa
“anropuTM XYyMOXKHUKA® TaKOX BITHOCUTHCS JIO JESIKOT TEXHIKH, sKa
BUKOPUCTOBYETHCS OaraTbMa BIIOMUMH XYyJOXHUKAMH JKUBOIHCY  JUJISI
BiJITAJICHHS SIKOICh YaCTHHH CIIEHU, SKa MEPEKPUBAETHCS 1HITMMHU YaCTHHAMM,
pO3TalIOBaHUMU OJIMK4YE 7O CIOcTepiraya. AJITOPUTM XYJO0KHHMKA COPTYE BCI
00’€KTH Ha CLIEHI 32 iX TVIMOMHOIO 1 OTIM OYKWHAE MAJIIOBATH iX y MOPSAKY BiJ
HaWBIITAICHIIIOT0 A0 HalOmmk4doro. AiroputMm OyJe 3aMallbOBYBaTH Ti
YaCTHHHU, K1 He OyJe BHJHO TUisigady. Tomy He Tpeba MairoBaTH BiJayeHi
o0'ekTH, sIKI 1 Tak HE OyIyTh BHAMUMHMH. AJTOPUTM BUKOPHUCTOBYE TOHSTTS
“MoOpsSA0K rIMOMHK, TOOTO YHMCIIOBY BiJICTaHb JIO BCiX YaCTHH CIIeHH. I 0j0BHA
BJIACTUBICTH I1i€i Yepru, MOJSITa€ B TOMY, IO SKIO OJWH 3 00'€KTIB 3aCTyIae
YaCTUHY 1HIIOTO 00’€KTa, TO MEPIIHil 00'€KT Oy/Ie 3amMaiboBaHMil micis 00'ekTa,
AKui BIH Oyne mnpuxoByBaTu. OTKe, Takuidl MOPSJIOK 3BICHO MOXKe OyTH
300paK€HUI  SIK TOMOJIOTIYHE BIOPSAKYBAHHS OPIEHTOBAHOTO  ALUKJIIYHOTO

rpada, 110 3HAE MICIIE PO3TAIllyBaHHS 00'€KTIB.

Henoinik B TOMy, 1110 HE 3aBXIU AITOPUTM MOXKE PO3TAlllyBaTU O00'€KTH B
JEesKUX BUTaIKaX. Takui BUTIAJ0K MOKIMBUN MPU IUKITIHOMY MIEPEKPUTTI a00
BiIOOpaXkeHHI ~ 0araTOKyTHUKIB. Y  pa3l  [UKIYHOTO  TEPEKPUTTS
0araToKyTHUKIB, SIK MOKa3aHO Ha MamoHKY (Puc.2), 6aratokytauku A, B, 1 C
MEePEKPUBAIOTh OJUH OJHOTO TAaK, IO HEMOXJIMBO 3HATH, KU 0araTOKyTHHK
HAaWOMMKIMK, a KUK HI. Y JaHOMY BUNAAKYy OaraTOKyTHHKH MOBUHHI OyTH
po3pizaHi Jisg MOAAJIBIIOrO COpTyBaHHS. TakoX € BUMAAOK “‘TPOKOJIFOBAHHS

6aFaTOKYTHI/IKiB, KOJIM OAWH 6aFaTOKy'THI/IK MNEpeTNHAEC YACTUHY IIIOIIUHU
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https://uk.wikipedia.org/wiki/%D0%A2%D0%BE%D0%BF%D0%BE%D0%BB%D0%BE%D0%B3%D1%96%D1%87%D0%BD%D0%B5_%D1%81%D0%BE%D1%80%D1%82%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%9E%D1%80%D1%96%D1%94%D0%BD%D1%82%D0%BE%D0%B2%D0%B0%D0%BD%D0%B8%D0%B9_%D0%B3%D1%80%D0%B0%D1%84
https://uk.wikipedia.org/wiki/%D0%9E%D1%80%D1%96%D1%94%D0%BD%D1%82%D0%BE%D0%B2%D0%B0%D0%BD%D0%B8%D0%B9_%D0%B3%D1%80%D0%B0%D1%84

1HIIOTO. K 1 3 HMKIIIYHUM NEPEKPUTTSIM, JaHy IpoOiIeMy MOKHA BUPILIIUTH 3a

PaxyHOK po3pi3aHHs BIAMOBIAHOIO 0araTOKyTHHKA.

B GarathboX OCHOBHHMX pealli3allisiX aJlrOPUTM XYI0KHHUKA MOXe OyTH He
MOBHICTIO eeKTUBHUM. Lle mae cucTemMi po3risiaTi KOKHY TOYIIl TUIOIIHMHU Ta
KO)KHUM 0araTOKyTHHK y BUJIUMIK 30H1, HABITh SKIIO 1S MOJIeNIb 0araTOKyTHHKA
€ B roToBii cueni. OTxke, Ile¢ O3Hayae, MO IS OTPUMAaHHS YITKUX CIICH,

AITOPUTM XYJA0KHUKA MOXKE OYTH CKJIQJHUM JIJI1 KOMII'FOTEPHOTO 00JIa HAHHS.

Puc. 2 (Hemae Haitbnmxk4yoro 6araTOKyTHHUKA)

3BOPOTHHUIN aJrOPUTM XYJOKHHUKA TOBEPTAE BMOPSAJKOBaHI 00'€KTH,
IMOYMHAIOYU 3 HANOJIMXKYOro 1 3aKIHUYIOUH HAWBIIJAJICHIIIINM.
BuxopuctoByeThcsl npaBuiio, mo ¢papda He MOBUHHA OYTH BUKOPUCTaHA JI0 TOT
YaCTUHU 300pakeHHs, sKa BkKe € 3amaiboBaHa. [Ipu moOymoBi Oyab-sSKOTro
300pakeHHs, 1€ MOXe OyTH Jyke €(hEeKTUBHHUM METOJOM, OCKUIbKU BIJIAJa€
notpeba B O0O4YHMCICHHI 300pakeHHsS (VIS LBOrO TMOTPIOEH BHUpaxyBaTH
OCBITJICHHS, HAaKJIaJIaHHS TEKCTYp Ta 1HINE) JUIsl YaCTUH OUTBIN BiJAICHUX Bij
TOYKHM 30Dy, SIKI 3aKpuTi OnmxuuMu o0'ektamMu. OJHAK y IBOTO AJITOPUTMY

TaKOX € HEJIOJNIKH, SIK 1 Y CTAaHAapTHOTO.

[li a TakoX 1HIII HEJOJIKH AJTOPUTMY 3MYCHIIM MEPEHTH 10 PO3BUTKY
metony Z-Oydepa, SKUI MOKHA PO3IJSAaTH SIK HACTYIHY BEPCIIO alrOpUTMY

XYAOKHUKA. L[eﬁ AJITOPUTM ITOMIKCEIBHO pOSB'SISy(—Z IMUTAHHS TTHOMHHU KOKHOTO
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https://uk.wikipedia.org/wiki/%D0%A2%D0%B5%D0%BA%D1%81%D1%82%D1%83%D1%80%D0%B0_(%D1%82%D1%80%D0%B8%D0%B2%D0%B8%D0%BC%D1%96%D1%80%D0%BD%D0%B0_%D0%B3%D1%80%D0%B0%D1%84%D1%96%D0%BA%D0%B0)

o0'ekta. HaBiTh B TaKMX CKJIAIHUX CHCTEMAaX 1HOJII BUKOPUCTOBYIOThH AITOPUTM
xynokauka. OCKUTBKM TpU BUKOpUCTaHHI Z-Oydepa 3acTOCOBYIOTH CTaly
TOYHICTh pericTpiB Oydepy, Ky peanrizoBaHO Ha HU3BKOMY amapaTHOMY PiBHI.
Tomy BUHHMKAOTh MOXJIUBI TIPOOJEMU BUIUMOCTI Yepe3 MOMHUIKHA OKPYTJICHHS
00’ektiB. Illo60 yHMKaTH 1€l TOMWIKMA, JesAki rTpadiuai peamizamii
“HakyanaroTh”’ pedpa Takux 00’€KTIB JTaHUX MHOTOKYTHUKIB TaK camo SIK 1 B
anroputMmi XyjoxkHuka. lle o3Hagae, moO MeAKi €IeMEHTH TEKCTyp OyayTh
oOuuciieHl JBa pa3u (Tak camo SIK 1 B allTOPUTMI XYyJOKHHKA), ajie 1e Oynae
JUIIEe BUKOPHUCTOBYBATUCS HA HEBEJIMKHUX [UISHKAX MEBHOTO 300pa)K€HHS 1

Maso OyJie BIUIMBATH HA MPOJLYKTUBHICTh BChOTO aITOPUTMY.
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Po3ain 3. TexnoJorii Ta cepenoBuiie po3pooKu

3.1 MogBa nporpamyBanusa C++

C++ oHa 3 MOB MpOrpaMyBaHHs BUCOKOTO PIBHA 3 MIATPUMKOIO KUIBKOX
0a30BUX MapajurM MNporpaMmyBaHHs: 00'€KTHO OpPIEHTOBAHOI, y3arajlbHEHOI Ta
npouenypuoi. [lana moBa pospoOnena b'spuom Crpayctpynom B 1979-my
pori. ¥ 1990-x pokax C++ crana ofHi€I0 3 HAMOUIBIT BUKOPUCTOBYBAHUX MOB
IpOrpaMyBaHHS JJIs 3arajbHOTO TPHW3HAYEHHS 1 pI3HUX 3a7ad. MoBy
BUKOPUCTOBYIOTh [IJII CHCTEMHOTO TMPOTpaMyBaHHS Ha HHU3BKHX PIBHIX
CHUCTEMH, PO3POOKH MPOrpaMHOro 3a0e3MEeUeHHs, HAMUCAHHS JpailBepiB Jis
BIIEO Ta ayJio, MOTYKHHUX CEPBEPHUX, KIIIEHTCHKUX MporpamM Ta XMAapHUX
0o0UYHCIICeHb, a TaKOX [JIi PO3POOKH PO3BaXKAIBHUX IMPOTpaM, HAIPUKIIA],
Bijieoirop abo momarkiB. Takoxk MoBa C++ CyTT€BO BIUIMHYJIAa Ha IHIII

NOMYJISIPHI Teep MOBHU MporpamyBaHHs Taki sk C# Ta Java.

[lepen tum, sik ctBOproBasin C++, mparHyiau 30€perTd CyMICHICTH 3
MoBoI0 TioniepeaukoM C. binbmricts mporpam Ha C cripaBHO MPaIOBaTUMYTh 1
3 komriisiTopom st C++. MoBa mporpaMyBaHHSI Ma€ CHHTAKCHC, 3aCHOBaHUN

Ha cuHTakcuci C.

HoBoBBeaenusamu B MoBi C++ ¢:

e IIATPUMKA 00'€KTHO-OPIEHTOBAHOIO MPOTPaMyBaHHS Yepe3 KIIacH;
e TIATPUMKA y3arajlbHEHOTO MPOTPAMyBaHHs Yepe3 MabIoHu;

e JIOTIOBHEHHS JI0 CTaHAAPTHOI 010J110TEKH;

e JIOJATKOBI TUIH JAHUX;

e 00poOKa BUHSTKIB,;

e TIPOCTOPH IMEH;

e BOyIOBaHI PYHKIIIT;

e TIEPEBAHTAXEHHS ONEPATOPIB;
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https://uk.wikipedia.org/wiki/%D0%9C%D0%BE%D0%B2%D0%B0_%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%9F%D0%B0%D1%80%D0%B0%D0%B4%D0%B8%D0%B3%D0%BC%D0%B0_%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%9E%D0%B1%27%D1%94%D0%BA%D1%82%D0%BD%D0%BE-%D0%BE%D1%80%D1%96%D1%94%D0%BD%D1%82%D0%BE%D0%B2%D0%B0%D0%BD%D0%B5_%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%A3%D0%B7%D0%B0%D0%B3%D0%B0%D0%BB%D1%8C%D0%BD%D0%B5%D0%BD%D0%B5_%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%9F%D1%80%D0%BE%D1%86%D0%B5%D0%B4%D1%83%D1%80%D0%BD%D0%B5_%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%91%27%D1%8F%D1%80%D0%BD_%D0%A1%D1%82%D1%80%D0%B0%D1%83%D1%81%D1%82%D1%80%D1%83%D0%BF
https://uk.wikipedia.org/wiki/C_Sharp
https://uk.wikipedia.org/wiki/Java
https://uk.wikipedia.org/wiki/%D0%9E%D0%B1%27%D1%94%D0%BA%D1%82%D0%BD%D0%BE-%D0%BE%D1%80%D1%96%D1%94%D0%BD%D1%82%D0%BE%D0%B2%D0%B0%D0%BD%D0%B5_%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%9A%D0%BB%D0%B0%D1%81_(%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F)
https://uk.wikipedia.org/wiki/%D0%A3%D0%B7%D0%B0%D0%B3%D0%B0%D0%BB%D1%8C%D0%BD%D0%B5%D0%BD%D0%B5_%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%A2%D0%B8%D0%BF_%D0%B4%D0%B0%D0%BD%D0%B8%D1%85
https://uk.wikipedia.org/wiki/%D0%9E%D0%B1%D1%80%D0%BE%D0%B1%D0%BA%D0%B0_%D0%B2%D0%B8%D0%BD%D1%8F%D1%82%D0%BA%D1%96%D0%B2
https://uk.wikipedia.org/wiki/%D0%9F%D0%B5%D1%80%D0%B5%D0%B2%D0%B0%D0%BD%D1%82%D0%B0%D0%B6%D0%B5%D0%BD%D0%BD%D1%8F_%D0%BE%D0%BF%D0%B5%D1%80%D0%B0%D1%82%D0%BE%D1%80%D1%96%D0%B2

e TIEPEBAHTAXEHHS IMEH (DYHKIIIH;

e TIOCWJIAHHS 1 ONlepaTOpH yIPABIIHHS BUJILHO PO3IOALICHOIO MaM'sITTIO.

Moga nporpamyBanHs C++ Garato B 4oMy € HaJIMHOXHHOIO MoBU C.
baraTo HOBUX MOxMBOCTeH C++ BKIIIOYAIOTh OTOJIOIIECHHS Y BUIJISAI BUPa3iB,
NEPETBOPEHHS MPUMITUBHUX THUIIIB Y BUMIAAI (QYHKLIN, a TAKOXK ONEpaTopu
new 1 delete, Tunn bool, nocunanusa, po3mIMpeHe NOHATTS KOHCTAHTHOCTI TaK
AK 3MIHHUX, (DYHKIi, 10O MIJCTaBJISAIOTHCS, aprTyYMEHTHU 3a 3aMOBUYYBaHHSM,
NEPEeBU3HAUCHHS, NPOCTOpU iMEH (namespace), Tun class (Bkiro4ae i1 BCl
MOB'sI3aH1 3 HUM KJIACH MOKJIMBOCTI, TaKi SIK yCHaKyBaHHs, METO/IH, BIpTyasbHi
byHKIIi, abCTpakTHI KJIacH 1 KOHCTPYKTOPH), NMEPEBU3HAYCHHS OMEPaTOPIB,
mabJIOHH, omepaTop ::, BCl OOpOOKHM BHHSATKIB, JUHAMIYHY 1JCHTHQIKAIIIO 1
6araro mio iHme. MoBa C++ € TakoXK MOBOIO CTPOTOI'O BUKOPHCTAHHS THIIIB 1

HaKJIa/1a€ O1IbIIe BUMOT MO0 JOTPUMAaHHS THIIB, TOPIBHIHO 3 MOBOIO C.

Hesiki ocobmuBocti CH++ mizHime Oymu mneperecedi B C, HampuKiaa
KJIFOUOBI ciioBa const 1 inline, orosomenHs B nukiax for 1 KOMeHTapl B CTHII
C++ (/7). ¥V mi3Himmx peanizanisax C Takox OyJiH IpeacTaBlIeH] MOXKIUBOCTI,
akux Hemae B C++, HampuKiIaJ MaKpoCU vararg i IMOKpaileHa pobota 3

MacCHBaMHU-IIAPAMETPAMMU.

IlepeBaru moBu C++

o IBuakonis. llIBuakicts podoTu nporpam Ha C++ MpakTUYHO HE
noctynaerbes rnporpamam Ha C, Xo4a MporpaMicTé OTPUMANH B CBO1 pyKU
HOBI MO>KJIMBOCTI 1 HOBI 3aCO0MU.

e Macmraboanicts. Ha MoBi C++ po3po0istoTh Iporpamu Jijis

HaWpI3HOMAHITHIIIMX IIATPOPM 1 CUCTEM.
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MosuBICTh pOOOTH HA HU3BKOMY PIBHI 3 TAM'ATTIO, aipecamu, opTaMu
(1o mpu HeoOepeKHOMY BUKOPUCTAHHI1 MOKE JIETKO NMEPETBOPUTHCS Ha
HEJI0JTIK).

MOKITMBICTh CTBOPEHHS y3aralbHEHUX aJTOPUTMIB JIJISl PI3HUX THITIB
JTAaHUX, TXHS cIIeriaai3alisa 1 oOYrcIeHHs Ha eTaml KOMIUISIIT 3
BUKOPUCTAaHHSAM IIA0JIOHIB.

[TinTprMyIOTBCS Pi3HI CTUJII Ta TEXHOJIOTIT IPOrpaMyBaHHs, BKIIOUYAIOUU
TpaauliiiHe 1upeKkTuBHE nporpamyBaHHs, OOII, y3aranbHeHe

porpamMyBaHHs, METANPOrpaMyBaHHs (11A0JIOHU, MAKPOCH).
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3.2 Cepenosuine po3podoku — Visual Studio
Microsoft Visual Studio — cepis npoayktiB ¢ipmu Maiikpocodt, ski
BKJTFOUAIOTh IHTETPOBAHE CEPEIOBHUIIE PO3POOKH MPOTPaMHOTO 3abe3rmeueHHs
Ta HU3KY IHIIUX I1HCTPYMEHTAJIbHUX 3aco0iB. LI mpoaykTu H03BOJISIOTH
pO3pOOJIATH  SIK KOHCOJBHI ~ MpOTpaMu, Tak 1 Nporpamu 3 rpapiyHUM
iHTepdeiicom, B ToMy uMcii 3 miaTpuMkoro TexHoisorii Windows Forms, a

TaKOX BeO-caiiT, BeO-3aCTOCYHKH, BEO-CITyKOH.

Matoun monan 250 HOBuX (GYyHKIIOHATBHUX MOXIuBOcTeHd, Visual Studio

MPOIIOHYE 1CTOTHI MOJIMIIIEHHS KOXKHOT 3 BEpPCIH:

o Language Integrated Query (LINQ)3amnoBHio€e TMNporajiiHy MIiX
O0’€KTHUM TMpOrpamMyBaHHSM 1 JaHUMHU Ta JO3BOJSE PO3POOHUKAM
30CEepeIUTHCS HE Ha JOCTYI J0 JJaHUX, a Ha PoOOTI 3 HUMHU.

e Visual Studio Team System miaTpuMye yrpaBiiHHA 30ipKOIO TpOTpam,
BKJIFOYAI0YM BUKOHAHHS TUIAHOBHX 301pOK Ta 301pOK B pe3yJbTaTi MPOIECY
oe3nepepBHoOi 1HTerpamii. Team Build 3a0e3neuye iHTErpoBany HiATPUMKY
CTaTUYHOI'O aHali3y KOAY MiJA 4Yac BUKOHAaHHS 30IpKH 1 MPOBEACHHS
KOHTPOJIbHUX BUMPOOYBaHb 301PKHU.

e 3HayHe CHpoImeHHS po3poOku st Web 3aBasku HOBIM TexHIll OOMiHY
iHpopMariiero 3 B€O-CEpPBEPOM IS BeO-CalTIB, K1
ninTpumytoTh AJAX/JSON. Hosi enementun ympaBminas ASP.NET
nependavaroTh MOKPAIIeHe YIPaBIiHHA CTOPIHKaMU 1 mabmonu, a Windows
Communication Foundation nependavae BOy/IOBaHY
niaTpuMky RSS 1 REST.

e .NET Framework 3.5 Takox MICTUTh JeKiIbKa HOBHX (DYHKI[IOHAJBHUX
MOXJIMBOCTEH, cepejl SKUX MOXKHA Ha3BaTH MOXIMBOCTI 111 Web 2.0,
cepBic-opieHTOBaHy apxiTekTypy (Service-Oriented Architecture, SOA) Ta
nporpamu Ha 6a3i Texnounorii [13 + Cepsicu (Software+Services). Cepsicu 3

MIITPUMKOIO TTOCIIIOBHOCTI OIepariii HaJarTh HOBI KJIack MOJETI
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https://uk.wikipedia.org/wiki/Microsoft
https://uk.wikipedia.org/wiki/%D0%86%D0%BD%D1%82%D0%B5%D0%B3%D1%80%D0%BE%D0%B2%D0%B0%D0%BD%D0%B5_%D1%81%D0%B5%D1%80%D0%B5%D0%B4%D0%BE%D0%B2%D0%B8%D1%89%D0%B5_%D1%80%D0%BE%D0%B7%D1%80%D0%BE%D0%B1%D0%BA%D0%B8
https://uk.wikipedia.org/wiki/%D0%A2%D0%B5%D0%BA%D1%81%D1%82%D0%BE%D0%B2%D0%B8%D0%B9_%D1%96%D0%BD%D1%82%D0%B5%D1%80%D1%84%D0%B5%D0%B9%D1%81_%D0%BA%D0%BE%D1%80%D0%B8%D1%81%D1%82%D1%83%D0%B2%D0%B0%D1%87%D0%B0
https://uk.wikipedia.org/wiki/%D0%93%D1%80%D0%B0%D1%84%D1%96%D1%87%D0%BD%D0%B8%D0%B9_%D1%96%D0%BD%D1%82%D0%B5%D1%80%D1%84%D0%B5%D0%B9%D1%81_%D0%BA%D0%BE%D1%80%D0%B8%D1%81%D1%82%D1%83%D0%B2%D0%B0%D1%87%D0%B0
https://uk.wikipedia.org/wiki/%D0%93%D1%80%D0%B0%D1%84%D1%96%D1%87%D0%BD%D0%B8%D0%B9_%D1%96%D0%BD%D1%82%D0%B5%D1%80%D1%84%D0%B5%D0%B9%D1%81_%D0%BA%D0%BE%D1%80%D0%B8%D1%81%D1%82%D1%83%D0%B2%D0%B0%D1%87%D0%B0
https://uk.wikipedia.org/wiki/Windows_Forms
https://uk.wikipedia.org/wiki/%D0%92%D0%B5%D0%B1-%D1%81%D0%B0%D0%B9%D1%82
https://uk.wikipedia.org/wiki/%D0%92%D0%B5%D0%B1-%D0%B7%D0%B0%D1%81%D1%82%D0%BE%D1%81%D1%83%D0%BD%D0%BE%D0%BA
https://uk.wikipedia.org/wiki/%D0%92%D0%B5%D0%B1-%D1%81%D0%BB%D1%83%D0%B6%D0%B1%D0%B0
https://uk.wikipedia.org/wiki/LINQ
https://uk.wikipedia.org/wiki/%D0%92%D0%B5%D0%B1-%D1%81%D0%B5%D1%80%D0%B2%D0%B5%D1%80
https://uk.wikipedia.org/wiki/AJAX
https://uk.wikipedia.org/wiki/JSON
https://uk.wikipedia.org/wiki/RSS
https://uk.wikipedia.org/wiki/REST
https://uk.wikipedia.org/wiki/Web_2.0

IporpaMyBaHHs, $KI CHPOILIYIOTh CTBOPEHHS CEpPBICIB 3 MiATPUMKOIO
MOCIIIJIOBHOCTI ~ omepaiiii  3a  paxyHOK BuKopucTaHHs  Windows
Communication Foundation 1 Windows Workflow Foundation. Ile mo3Bo:sie
po3poonukam Ha NET Framework ctBoproBaTu Oi3HEC-TIOTIKY CEpBICY,
BukopuctoBytoun WF, Ta opranizoByBaTd OOMiH TMOBIJOMJICHHSIMH 3 ITUM
cepicom 3a goromororo WCEF.

e IlinTpumka  JONATKOBMX  MPOTOKONIB  BeO-cepBiciB y  Windows
Communication Foundation, Bkimtodarouu npotokoiau Web Services Atomic
Transaction (WS-AtomicTransaction) 1.1, WS-ReliableMessaging 1.1,
WS-Secure Conversation Ta Web Services Coordination (WS-Coordination)
1.1.

e Text Template Transformation Toolkit ma6ioHHO oOpieHTOBaHMI

re’Heparop Kouay, BKJIIOUCHMH SIK YaCTHHA cCCpcaoBuIIia.

Inctpymentu Visual Studio qomoMoxyTh HE TUIBKM B CTBOPEHHI 3BHUHUX
nporpam i MOOUTbHUX TenedOoHIB 1 MEPCOHAIBHUX KOMI'IOTEpIB, aje B
po3po0Ili  XMapHUX  3acTocyHKiB. [lpm mpoMy mporec TeCcTyBaHHS 1
po3ropTa”Hsl mporpaM B “xmapi”’ aHajoriunuii ctBopeHHIo .NET-3acToCyHKIB.
[HmMM BaxuBUM JonoBHEHHSM B Visual Studio € iHCTpyMeHTH AJist pO3pOoOKU

3 BUKOPUCTAHHAM K HeKepoBaHOTO Koy, Tak 1 .NET Framework.
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https://uk.wikipedia.org/wiki/WCF
https://uk.wikipedia.org/wiki/Text_Template_Transformation_Toolkit
https://uk.wikipedia.org/wiki/%D0%A5%D0%BC%D0%B0%D1%80%D0%BD%D1%96_%D0%BE%D0%B1%D1%87%D0%B8%D1%81%D0%BB%D0%B5%D0%BD%D0%BD%D1%8F

3.3 IrpoBuii pyuuii

[Iporpamuui PYILIA, LIEHTpaJIbHa IIporpaMHa yacTHHA
OyZ1b-SIKOi1 B1JICOTPH, SKa BIJAINOBIJAE€ 3a BCHO ii TEXHIUYHY CTOPOHY, J03BOJISE
MOJITIIMUTH  PO3pOOKY TpHU IUIAXOM yHidIKamii Ta cucreMarusarii i
BHYTPIIIHBOI CTPYKTYpU. BaxJIMBUM 3Ha4YeHHSM pyIIs € MOXIHUBICTh
CTBOpEHHsI OaratornaTtdopMoBuX 1irop (ChOTOAHI HaWYacTimie OJHOYACHO

s TTK, PS4 ta Xbox One).

OcHOBHY (YHKILIOHAJIBHICTh T'PU 3a3BUMYail 3abe3meuye ii pymiiid, 10
AKOTO BXOJUTh pyIlIiil penaepunry (“Bizyanizatop”), GI3UUHUIA pylIiil, 3BYK,
CUCTEMA CKpPHUNTIB, aHiMallis, IrpOBUH IITYYHUH IHTEIEKT, MEPEKEBUMN
KO/, KEpyBaHHS  NaM’ SITTIO, OaraToHuUTeBICTh 1 rpad  cueHu. Yacro Ha
npoueci po3poOKH MOKHA 3a0IIAJUTH LUISIXOM HOBTOPHOI'O BUKOPHUCTaHHS

OJIHOTO PYIIIis IPH JIJIsl CTBOPEHHS IEKUIBKOX PI3HUX 1TOpP.

[lonanbiie BAOCKOHAJIEHHS ITPOBUX PYUIIIB MPU3BEIO 1O CHIBHOIO
PO3IUTICHHS MK PEHACPUHTOM, CKPUIITHHTOM, XYJI0’KHIM JTU3aiHOM 1 TU3aitHOM
piBHIB. 3apa3 AJii TUIIOBOI KOMaHAU PO3POOHHKIB irOp € LIJIKOM 3BUYANHUM
MaTH B CKJaJl CTUIBKH K XYJOXKHHUKIB, CKUIBKM ¥ mporpamicTiB. IrpoBi pymii
TaKO’)X BUKOPHCTOBYIOTHCS B irpax, CIOYAaTKy pO3pOOJICHHX IS FpajbHUX
KOHCOJIEH; HaIpuKIai, pyuriii RenderWare BUKOpUCTOBY€ETBCS y

dpanuaiizax Grand Theft Auto I1I Ta Burnout.

CyuacHi IrpoBi pymii— oOAHI 3 HaWCKIAMHINIMX Yy HaIMCaHHI
3aCTOCYHKIB, III0 HAWYacTIIE CKJIQJAarOThCs 3 JECATKIB PI3HMX KOMIIOHEHTIB,
KOKEH 3 SKUX MOXKHa HaJallTOBYBaTH OKpeMo Tij motpedbu rpu. Ha
caiti Future Game Coders € pi3Hi Temu Tpo MiACUCTEMHU cydacHuX irop. Ha
JOIaTOK 10 0aratopa3oBO BUKOPHUCTOBYBAHWUX MPOTPAMHUX KOMITOHEHTIB,
IrpoBl pyllli HaAarOTh HaOlp BI3yallbHUX IHCTPYMEHTIB Uisl po3poOku. Lli
IHCTPYMEHTH 3a3BHYail CKJIaJIal0Th IHTETPOBAHE CEPEJIOBUILE PO3POOKHU ISt

CITPOIIIEHOT, IBUAKOT pO3POOKH IrOp Ha 3pa30K MOTOKOBOTO BUPOOHHUIITBA. Taki
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https://uk.wikipedia.org/wiki/%D0%9F%D0%9A
https://uk.wikipedia.org/wiki/PlayStation_4
https://uk.wikipedia.org/wiki/Xbox_One
https://uk.wikipedia.org/wiki/%D0%93%D1%80%D0%B0%D1%84%D1%96%D1%87%D0%BD%D0%B8%D0%B9_%D1%80%D1%83%D1%88%D1%96%D0%B9
https://uk.wikipedia.org/wiki/%D0%A4%D1%96%D0%B7%D0%B8%D1%87%D0%BD%D0%B8%D0%B9_%D1%80%D1%83%D1%88%D1%96%D0%B9
https://uk.wikipedia.org/wiki/%D0%97%D0%B2%D1%83%D0%BA%D0%BE%D0%B2%D0%B8%D0%B9_%D1%80%D1%83%D1%88%D1%96%D0%B9
https://uk.wikipedia.org/wiki/%D0%A1%D0%BA%D1%80%D0%B8%D0%BF%D1%82%D0%BE%D0%B2%D0%B0_%D0%BC%D0%BE%D0%B2%D0%B0
https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%BF%27%D1%8E%D1%82%D0%B5%D1%80%D0%BD%D0%B0_%D0%B0%D0%BD%D1%96%D0%BC%D0%B0%D1%86%D1%96%D1%8F
https://uk.wikipedia.org/wiki/%D0%86%D0%B3%D1%80%D0%BE%D0%B2%D0%B8%D0%B9_%D1%88%D1%82%D1%83%D1%87%D0%BD%D0%B8%D0%B9_%D1%96%D0%BD%D1%82%D0%B5%D0%BB%D0%B5%D0%BA%D1%82
https://uk.wikipedia.org/w/index.php?title=%D0%9C%D0%B5%D1%80%D0%B5%D0%B6%D0%B5%D0%B2%D0%B8%D0%B9_%D0%BA%D0%BE%D0%B4&action=edit&redlink=1
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https://uk.wikipedia.org/wiki/%D0%9C%D0%B5%D1%82%D0%BE%D0%B4%D0%B8_%D0%BA%D0%B5%D1%80%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F_%D0%BF%D0%B0%D0%BC%27%D1%8F%D1%82%D1%82%D1%8E
https://uk.wikipedia.org/wiki/%D0%91%D0%B0%D0%B3%D0%B0%D1%82%D0%BE%D0%BD%D0%B8%D1%82%D0%B5%D0%B2%D1%96%D1%81%D1%82%D1%8C
https://uk.wikipedia.org/wiki/%D0%93%D1%80%D0%B0%D1%84_%D1%81%D1%86%D0%B5%D0%BD%D0%B8
https://uk.wikipedia.org/wiki/%D0%A0%D0%BE%D0%B7%D1%80%D0%BE%D0%B1%D0%BA%D0%B0_%D0%B2%D1%96%D0%B4%D0%B5%D0%BE%D0%B3%D1%80%D0%B8
https://uk.wikipedia.org/wiki/%D0%93%D1%80%D0%B0%D0%BB%D1%8C%D0%BD%D0%B0_%D0%BA%D0%BE%D0%BD%D1%81%D0%BE%D0%BB%D1%8C
https://uk.wikipedia.org/wiki/%D0%93%D1%80%D0%B0%D0%BB%D1%8C%D0%BD%D0%B0_%D0%BA%D0%BE%D0%BD%D1%81%D0%BE%D0%BB%D1%8C
https://uk.wikipedia.org/wiki/RenderWare
https://uk.wikipedia.org/wiki/Grand_Theft_Auto
https://uk.wikipedia.org/w/index.php?title=Burnout&action=edit&redlink=1
http://slashdot.org/comments.pl?sid=228385&cid=18510759
https://uk.wikipedia.org/wiki/%D0%86%D0%BD%D1%82%D0%B5%D0%B3%D1%80%D0%BE%D0%B2%D0%B0%D0%BD%D0%B5_%D1%81%D0%B5%D1%80%D0%B5%D0%B4%D0%BE%D0%B2%D0%B8%D1%89%D0%B5_%D1%80%D0%BE%D0%B7%D1%80%D0%BE%D0%B1%D0%BA%D0%B8
https://uk.wikipedia.org/w/index.php?title=RAD_(%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F)&action=edit&redlink=1
https://uk.wikipedia.org/wiki/%D0%9F%D0%BE%D1%82%D0%BE%D0%BA%D0%BE%D0%B2%D0%B5_%D0%B2%D0%B8%D1%80%D0%BE%D0%B1%D0%BD%D0%B8%D1%86%D1%82%D0%B2%D0%BE

pyluIii 1HO/A1 HA3UBAIOTH “ITPOBUM MIAMPOTrPaMHUM 3a0€3MEUECHHSIM ™, TOMY 1110, 3
norJisiiy Oi3HECy, BOHM HAJal0Th THYUYKY M 0araTopa3zoBO BUKOPHUCTOBYBaHY
nmporpaMHy 1iathopmy 3 yci€ro He0OX1THOW (YHKIIIOHATBHICTIO ISl PO3POOKH
IPajibHOTO 3aCTOCYHKA, CKOPOYYIOUM BUTPATH, CKJIAJHICTh 1 4ac pO3pOOKH —

yCl KpUTHUYHI (paKTOPH B CHJIBHO KOHKYPEHTHIH 1HIyCTpii Bieoirop.

Jlesiki irpoBl pymiii HaJalOTh TUTBKHM MOXJIMBOCTI 3D peHaepuHry B
peanbHOMY Yaci 3aMmicTh yciel (yHKIIOHATBLHOCTI, HeoOXiaHOl irpam. Li pymii
JOBIPSAIOTh PO3POOHUKY TpHU peatizailito 1HIIOI (YHKIIOHATBLHOCTI abo 1i
CKJIaZJaHHS Ha OCHOBI 1HIIMX TpaidbHUX KoMoHeHTiB [II13. Taki Tunu pyuriis
3a3BUYail BIAHOCATH A0 “rpadiuHux pyurii”, “pyuriiB penaepunry”’ abo “3D
pywiiB” 3aMicTb TepMiHy “irpoBuil pymni”. OpHak Ug TEPMIHOIOTIA
BUKOPHUCTOBYETHCS CyNEPEWINBO: O0araTo MOBHOPYHKI[IOHAJBHUX TpasIbHUX 3D

pymIiiB 3rajani mpocTo gk “3D pymmii”.

Haiiwactime 3D pymii abo cucTeMu peHACPUHTY B ITPOBUX PYIIisX
noOynoBani Ha Trpadiunomy API, Ttakomy sk Direct3D a6o OpenGL, mo
3abe3neuye mporpamHy abctpakimito GPU a6o Bimeokaptu. HwusbkopiBHEBI
610miorexu, Hampukian, DirectX, SDL 1 OpenAL, TakoX BUKOPUCTOBYIOTHCS B
Irpax, TOMy IO 3a0e3MeuyloTh anapaTHO-HE3aJIECKHUW JIOCTYN JI0 I1HLIOrO
amapaTHOTO 3a0e3MeYeHHs KOMIT I0Tepa, TAKOTO SK MPUCTPOi BBEACHHS (MHUIIIA,
KJlaBlaTypa H JIKOMCTHK), MepekeBl i 3ByKOB1 kapTu. [[o mosBM amapaTHO
IPUCKOPIOBAHOT 3D rpadiku BUKOPHCTOBYBAJIUCS IpOrpaMHi
Bi3yasnizaTopu. [IporpaMHuil peHIEepUHT yCce I1I€ BUKOPUCTOBYETHCS B JESKHUX
THCTPYMEHTaX MOJCIIOBAHHSA JIJISl PEHJEPUHTa 300paKeHb, IS SIKUX Bi3yalbHa
JIOCTOBIPHICTh BAXIMBIIIA 32 MPOAYKTHUBHICTH (KUTBKICTh KaJpiB 3a CEKYHIY)
abo KoiM amapaTHe 3a0e3le4YeHHs KOMIT'IoTepa HE 3aJ0BOJBHSE BHUMOTH,

HAIPUKJIaa, HE MIATPUMYE HIEHACPH.
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https://uk.wikipedia.org/wiki/%D0%9F%D1%96%D0%B4%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D0%BD%D0%B5_%D0%B7%D0%B0%D0%B1%D0%B5%D0%B7%D0%BF%D0%B5%D1%87%D0%B5%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%97%D0%B0%D1%81%D1%82%D0%BE%D1%81%D1%83%D0%BD%D0%BE%D0%BA
https://uk.wikipedia.org/wiki/%D0%86%D0%BD%D0%B4%D1%83%D1%81%D1%82%D1%80%D1%96%D1%8F_%D0%B2%D1%96%D0%B4%D0%B5%D0%BE%D1%96%D0%B3%D0%BE%D1%80
https://uk.wikipedia.org/wiki/API
https://uk.wikipedia.org/wiki/Direct3D
https://uk.wikipedia.org/wiki/OpenGL
https://uk.wikipedia.org/wiki/DirectX
https://uk.wikipedia.org/wiki/Simple_DirectMedia_Layer
https://uk.wikipedia.org/wiki/OpenAL
https://uk.wikipedia.org/w/index.php?title=%D0%9F%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D0%BD%D0%B8%D0%B9_%D1%80%D0%B5%D0%BD%D0%B4%D0%B5%D1%80%D0%B8%D0%BD%D0%B3&action=edit&redlink=1
https://uk.wikipedia.org/wiki/%D0%9A%D0%B0%D0%B4%D1%80%D0%BE%D0%B2%D0%B0_%D1%87%D0%B0%D1%81%D1%82%D0%BE%D1%82%D0%B0
https://uk.wikipedia.org/wiki/%D0%A8%D0%B5%D0%B9%D0%B4%D0%B5%D1%80

Po3zaia 4. IlinroroBua yacTuHa
4.1 IlocTtanoBKa 3aaa4i
Temoro MoO€i AUIUIOMHOI poOoTH € “Po3po0Ka MYJIBTUILICEPHOI Ipu’.
JUist po3poOKM Tpy HAMMIIEMO BJIACHUW ITPOBHM pyliid 0e3 BUKOPUCTAHHS
Cy4acHUX TEXHOJIOT1H Ta 010J110TeK K1 CIPOINYIOTh HanmucaHHs rpu. Ha ocHOBI
HBOTO CTBOPUMO MYJIBTHIUICEPHY TPy Yy *KaHpi myTtep. ['pa Oyne HamucaHa B

koHcomi Windows, B sikiii Oyzie cTBopeHo ito3ito 3D.

OCHOBHOIO 1JIC€10 y CTBOPEHHI T'pu OYJIO TI0OABJIEHHS TEPUTOPIi, MO SKIH
MOXK€ pyxaTuch TpaBellb. [lepen rpaBieM A00aBiIeHO MEPENIKOAM, CTiHH,
miJUIoTy, J3€pKajia, Ha sIKI HAKJIQJarThCsA TEKCTYpU Ui peantizallii irpoBOTo
CBITY. Y TpaBld € MEeBHA KUIbKICTh 37I0POB's, MIBUIKICTh MEPECYBAHHS, & TAKOK
30posi, 3 sKOi MOkHa 3poOutu mocTputd. | mias Toro, moO rpa Oyna
MOBHOL[IHHOIO B aHpi HIyTEp, peali3yeMO MOXJIMBICTh T'PAaTU MO JOKAIbHIN

MEpPEXi 3 IHIINM IpaBLEM OAUH-HA-OAMH a00 KOMaHJa Ha KOMaH/Y.
J17is HanmucaHHsI IrpOBOTO PYIIis 1 caMoi Tpu Oy1eMO BUKOPUCTOBYBATH:

e MeTo KuaaHHs npomeHiB (Ray casting);
® QITOPUTM XYJI0XKHUKA,

e MoBY nporpamyBanHs C++ y cepenoBuiii Visual Studio.

Mera mpoekTy - HamMCaHHS BJIACHOTO IPOBOrO PYIIis, HA OCHOBI SIKOTO
OyZie CTBOPEHO MYJIBTUIUICEPHY TPy, B SIKIM I'paBIll 3MOXYTh 3MaraTuch Mix

co0010 B JKaHPi IIyTe.
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4.2 BuB4eHH JiTepaTypu
JUisi BUKOHaHHS MaricTepcbkoi poOOTH BUKOpUCTAaHO KHUTH Ray
Tracing: A Tool for All i Komn'torepna rpadgika. MoaeJi i aaropurmu, a

TaKOX P13H1 HABUAJIbHI MaTepiayin y Mepexi [HTepHeT.

Kuaura Ray Tracing aBropa Jon Peddie ommcye anroputm "Kumannas
npoMeHiB" HeMOB OM "3 ouei" TiAmada, Kpi3b KOXKEH ITKCET eKpaHa, 1
3HAXOXKEHHsI HAaHOJIMK4YOro o0'ekra, 10 OJIOKYE X1 TaKoro nmpoMmeHs. TepmiH
"KumaHHs TpoMeHiB" OyB BIEpIlIE€ BUKOPUCTAHUM y KOMI'IOTEpHIN rpadiii B
1982 porui B poboti Ckorra Pora, sikuii 3actocyBaB HOTo AJisl ONMUCY METOLY

pennepunry CSG-moneneil.

VY kuu3i Komn'iorepua rpadika. Moaedai i anroputmMu aBropa €BreHis
Hikynina neTanpHO BHUKIIAAIOTBCS MaTEMaTH4YHI Ta aJTOPUTMIYHI OCHOBH
Cy4acHO1 KOMI'toTepHO1 rpadiku: Mojaeli rpapiyHuX 00'€KTIB Ha TUIONIUHI 1 B
pocTopi (TOYKH, BEKTOPH, JiHII 1 MOBEPXHI BKIIFOYAIOUN CKJIAJOBI, MOMICAPH,
CYLIbHI), T€OMETPUYHI 3aBJaHHS Bi3yai3ailil - KOMIUIEKC aaroputmiB 2D- i
3D - BIACIKAaHHS 1 BHJAJNEHHS, QIrOPUTMH a(iHHUX 1 TMPOEKTUBHHUX

NNepEeTBOPCHL, MCTOAU 306pa)K€HH$[ MMOBCPXOHb, BKIIIOYAIOYM TCKCTYPYBAHHA.
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Po3zaia S. IIpakTyHa yacTuHAa

dopMyBaHHA KapKaca rpu

OcnoBoto Oyne € kiac “World”, B sskomy OyyTh 30epiratucs Bci 00'eKTu
Ha KapTi. BaxnuBo BIA3HAYUTH TOU (DAKT, 110 BCl 00'€KTH SIBISIOTH COOOIO
Ha01p 3 TOYOK B ABOBUMIpHOMY npocTopi. ToOTo peansHo Hisikoro 3D He Oyze,
ajie JaJii CTBOPUMO 1JIF031K0 TPUBUMIPHOTO 300pakeHHs 1 TpaBlIeBl Oyie

3/1aBaTHCS, 110 BiH Oirae mo TpUBUMIpPHIM KapTi.

Puc. 3

ITo cyTi knac “World” roToBuii 1 Ternep MOKHa CTBOPUTH HEBEJIHMKY 2D
CleHy 3 JHekiIbkox 00'ekTiB. JloOpe O Takoxk mgomaTh Ha CLEHY Kamepy 1

MPOIKCATH YIPABIIHHS 3 KJIaBlaTypH.
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2D kapra, kamepa i ynpasBJiHHA

Kamepa noBunHa BigoOpakatucs Tak, o0 0yJI0 BUAHO 00JaCTh OTIIALY.

ToOTo moTpiOHO JaTH KaMepi JiXTap, SKUi Oyae CBITUTH B HAIIPSIMKY TOTJISIY.

Puc. 4

Knapimmamu Bnepen 1 Hazaa Kamepa OyzAe TMepecyBaTHCS B3JI0BXK

HANpPsIMKY NOTJISIY, a KJIaBiiii “BiIiBO” 1 “BpaBo’ OyIyTh MOBEPTATU IPABIIS.

Puc. 5

28



Ray-cast i orpumanns 3D 300paxeHHst

Tenep nHaitronosHiue - pymiid rpu. IlotpidHO 3poOuTtH Tak, mood Kamepa
MOTJIa MaJlF0OBaTH 300paX€HHS Ha €KpaH, 1 00 1€ BUTIISIAAIIO, SIK cipaBxkHe 3D.

JInst iboro My OyJ1IeMO BUKOPHUCTOBYBATH aJITOPUTM ray-cast.

Horo cyTh monsirae B HacTynHomy: ['paBenb myckae MpoMiHb 10 CTIHH.
Ao Mu 3HAWAEMO TOUKY MEPETHUHY MPOMEHS 1 MEpPeuIkoaud, TO 3MOXKEMO
BU3HAYUTH BIJCTaHb BiJl KaMepH J0 CTIHKH. Tak OT SIKIIO CTIHKA OJU3bKO, TO

MU B IbOMY HAIIPAMKY HAMAJIKOEMO BCIMKY CMYKKY, a AKIIO CTIHKA JaJICKO, TO

1 CMy’>KKa TOBUHHA OYTH MaJICHBKOIO.

Biacranp 10 criHm OyaeMo IMyKaTd 1TepaliifHO: Ha MOYaTKy MH MaeMoO
HAIMPSIMOK, B IKOMY X04YEMO MEePEeBIPUTH HAIBHICTh MIEPEIIKOIU, TICIS I[OTO MU
IIUKJIIYHO, HEBEIMKUMHU KpPOKAaMH WJIEMO B I[bOMY HAMNpPSIMKYy. 3pElITOr0

MOKJIMBO JBa PE3yJbTaTH: a00 MPOMiHb 3ITKHYBCS 3 IMEPEIIKOA0I0, abo BiH

BIJIMPABUBCS B HECKIHYEHHY TTOI0POXK.
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Puc. 7

[I{o6 He MOTparuIsITH B HECKIHUCHHUH IUKJI, IIOTPIOHO OOMEXKUTH padlyc
BUIUMOCTI. SIKIIO CTIHKA HE MOTpamwia B pajalyC BUIUMOCTI, TO MU OyaemMo

CHpuUiMaTH 1€ SIK BIJCYTHICTh MEPEUIKOIN B JAHOMY HAIPSIMKY.

Burnsgae Hama mporpama B)K€ HENOTAHO, aje OpIEHTYBAaTHCS MO KapTi
Bce onHO Baxko. Jlo6pe 0 momatu BimoOpaxkeHHs pedep CTiH. Ale K MU
3pOo3yMi€EMO, IO JUBUMOCS came Ha peOpo? SIKmo MU BHU3HAUWIM, IO
BIIOYJ0CS 31ITKHEHHS 31 CTIHOIO, TO MU BiJpa3y K MOXEMO (TOYHO) BU3HAUYUTH

il Miclle po3TalllyBaHHS, @ 3HAYUTH 1 MICII€ PO3TaIlyBaHHS 1i YOTUPHOX pedep.

ToOTo y Hac € YOTUPHU BEKTOPH, SIKI CIIPSMOBAHI B1J] CIIOCTEPiradya TOYHO
B pebpa CTIHKH. SIKIIO KyT MK BHITYILICHIM ITIPOMEHEM 1 OJTHUM 3 IIUX BEKTOPIB
CTa€ MaJ€HbKHM, TO MM OyJeMO CIpPUHAMATH I}0 YACTHHY CTIHKH 3a pedpo 1

MAQJIFOBATH 11 1HIIIAM CUMBOJIOM.

HacTinbku mpocTuil  aaroputM Ja€ MOKIIHUBICTH CTBOPUTH  LITIO31I0

peanibHOTO 3D.
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Puc. 8

TexcTypyBaHHs

Jlobpe O Temep 3poOMUTH Tak, MO0 CTIHKH MOTJIM MaTH SKYCh TEKCTYDY.
[Ipunyctumo, Mu MaemMo TekcTypy cTiHu. Tenep mu Oyaemo mMaryBaTu ii Ha
BEPTUKAJIbHI CMYXXKH 1 KOXHY 3 LHX CMYKOK HAKJIaJaeEMO Ha BiINOBIAHY

CMY’KKY CTIHH.

Puc. 9
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B npunnumi, e i € Bech anroputm. [yxe mpoctuit 1 3posyminuii. Tenep

KOXEH 00'€KT Ma€ CBOIO TEKCTYpPY SIK BJIACTUBICTH 1 KO’KHA TOYKA HA MOBEPXHI

00'eKTy Temnep BIJNOBIIa€ KOHKPETHOMY 3PYIIEHHIO B CTPYKTYPI.

Puc.10

[IpupogHo, OuIbII Janeki AUISIHKA TEKCTYpu MU OyJeMO MallloBaTH
TEMHIIIMMU. Termep MOXHA 3HAWTH, HANPUKIAA, TEKCTypy KOJIOHU 1

3aCTOCYBATH ii JijIsl O1YHUX KOJIOH.

TyT moTpiOHO 3BEpPHYTH yBary Ha Te, 10 NP MOEMY MiJIXOMAl, MaJIOIOUH
BEPTUKAJIbHI CMYKKH, MU HE 3MOKEMO 3p00UTH KpacuBy miayory. He6o MmoxHa
3po0OUTH, MPOCTO MAJIOIOYU TEKCTYpPY, Ky MU OyJeMO pyXaTd MpHU MOBOPOTI
Kamepu. Y MiJICYMKY BUiJe epekT mapajiakca i o0csary, a miajory s BUPIIINB

MIOKH 1110 TIPOCTO 3pOOUTH OJHOTOHHOIO.

BaxnuBo, mo0 TekcTypa Heba Oyna Oe3moBHa, TOOTO MpH ii CKIEHIl He
MOBUHHO OyTH po3puBiB. Tojl modaTok 1 KiHelb 0e3 BUIUMHUX CMYT Oyje

3'€JHYBATUCA OJIUH 3 OJTHUM.
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30pos

Sxuit mytep Moxe o6iiTucs 06e3 30poi? CroyaTky HamuIIeMo Kiac
“Weapon”, 1O MICTUTh BCIO HEOOXIJHY JIOTIKYy, Ha 3pa30K IOCTPLIIB,
HiJpaxyHKy KUIbKOCTI MaTpoHIB 1 MBUAKOCTI mepe3apsaku. Kmac “Camera”

(ToOTO TpaBellb) Oyae MICTUTU B cOO1 MacuB 30poi Ta 1HJIeKC 00paHoi 30poi.

Puc.11

Takox OyJo HamMalabOBaHO MPOCTY TEKCTYpPY MPHUILILTY, SIKY MOTPIOHO Oyne
IIPOCTO TMOMICTUTH B ILIEHTp ekpaHy. IIpupoaHo, y pi3HUX BUIIB 30poi Oyje

PI3HUH TIPHUIILI.

[Io6 mocTpis BUTIIAIAB KPACHBO, MOTPIOHO TOJATH aHIMAIIIIO TIEPE3apsIKH.
Jlns poro B (ortormnomni s po3pizaB TEKCTypy 30poi Ha TpH CKJIAJO0BI, OJIHY 3
SKUX TPOXH jomaitoBaB. OTxke, pyka Oy/ie 3aBXKIU 3HAXOIUTHCS HaJ CTBOJIOM,
a TpUKIAN 1 PymHUI Hax pykoro. Ilepemimaroum pykKy, MOKHAa CTBOPUTH
utro3ito  mepeszapsiaku.  IBuakicts cTpiibOu 30poi MokHa Oyne MIHSATH
(HampuKIaa, MpOKavyyBaTH CIPUTHICTH TPaABIsl) 1 TOMY IIBUIKICTh aHIMAIT TEX

OyJie 3MIHIOBATHCS.
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Puc.12

Kouaisis kamepu 3i cTiHkamu

JlomaMo komi3ir0 kKamepu 31 cTiHaMu, o0 JI0IMHA HEe MOTJIA XOJUTH KPi3b

MEPEIIKO/IH.

Tenep 3amicTh TOro, MO0 KHAATH MPOMEHI TIIBKA B HANPSMKY IOTJISIY
KHIaeMo iX y Bci 6oku. Haimo 1e motpi6HO? SKII0 BHSBISEMO O0'€KTH, SKi
MOTCHIIIHHO MOXYTh 3a3HATH KOJI3iI0 3 TpaBIEeM, TO JOJAEMO iX B MacuB

«collision» mOTIM TpH 3CYBi MPOXOIUMO TIO BCIM MOTEHIIIMHAM KOJTi3i5X.

Puc.13
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Jns KOKHOi KOMI311 OOYMCIIOETHCS MPOEKIlIS TEPEMIIICHHS Ha BEKTOP
HOpMaJll JI0 MOBEPXHI MEPEIIKOAU. SIKII0 I MPOEKIis BUSIBUIACH OLIBIIOO,
HIXK pO3MIp I'paBlisl, TO TPOXH 3MEHIITYEMO ii 1 30epiraeMo IiJICYyMKOBUM BEKTOP
nepeMimieHas. Tak poOUMO Il KOXKHOT MOTEHIIIHHOI KOJIi31i 1 B KIHI[ KIHIIIB

BEKTOD MEPEMIIICHHS MOXKE JTy>KE CUIILHO 3MIHUTHUCS.

[Iponieaypa OuIbII peCypCHOMICTKA, ajieé 3aTe MyKe THydka 1 B Teopil
JI03BOJIUTh TPaBIIEBI KOB3aTH Y3JOBX CTIHH. AJie Ternep MOTpiOHO 3ajaBaTH
TOYKH JUISI CTIH CTPOTO 3a TOJWHHUKOBOI CTPiIKOIO. HampsiMm BU3HAYa€THCS
BEKTOPOM HopMaJii. HempaBuibHO 3a7aHl HOpMalli MPUBEAYTH O TOTO, III0 MU

3MOKEMO TIOTPANUTH BCEPEANHY CTIHU, & BUUTH BXKE HE 3MOXKEMO.

Puc.14
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J3epkaJjia i cTiHM Pi3HOI BUCOTH

Ray-cast no3Bosisie 3poOutu A3epkano. SKIIO CTIHKA € A3€pKajioM, TO

MOTPIOHO MPOCTO  BIOOpPAa3UTH MPOMIHB 1 PEKYPCUBHO MPOJOBKUTHU

00YHCIIEeHHS.

€IMHUI HIOAHC, KU TOTPIOHO 3pO3YyMITH - 1€ SIK MPaBUIBHO B1I0Opa3uTH

MPOMIHb BiJ] JaHOT MOBEPXHI 3 BIIOMUM BEKTOPOM HOpMAII.

Puc.15

Jnst Toro, mo0 J0AaTH CTIHKM PI3HOI BHUCOTHU, MOTPIOHO BUKOPHUCTATH
ray-cast HE TUIBKM JI0 HaWOJIMXKYOro mpeamera, a W Jyuis BCIX MPEIMETIB B
JAaHOMY HaIpsMKy 1 30epiraTd Bcl KoJji3ii B BekTop. Temep 30epiraemo Bci

BIJICTaH1 JI0 BC1X 00'€KTIB, SIK1 MOTPANTUIM B PaJilyC BUIUMOCTI.
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O0podka nocTpiiiB

Jns toro, mo6 3pobutH 0OpOOKY MOCTPUIIB, MOTPIOHO MICHSI MOCTPLUIY
IyCKaTH MPOMiHb B HAMPSMKY TOTJISTY. SIKIO 1ed MpOMiIHb MEPETHHAE SIKYCh

KaMepy, TO MU 3MEHILYEMO Y HEl KUIbKICTh 3/I0POB's.

Puc.16

AJjie mpu 3ycTpiul Ha HUIAXY JA3€pKajia MPOMiHb PEKYPCHBHO BiOWBA€THCS.
SIko BuUKOpHUCTATH Ty X (QYHKIIIO, TO 1 KyJi TaKoX OyAyTh BiIOMBATHCS Bif

J3epKaJl.

Puc.17

-42hp
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[le BBOAWTH HOBY IIiKaBy MEXaHIKy B Tpy.SIKIIO Temep KOPUCTYBATHCS
N3epKajlaMyd, MOXXHA BOMBATH BOPOTIB, CTPUISIOUM MPSIMO B 3aJ3epKalil.
Brpartu Bix kynb 3asexats BiJ BiACTaHi 10 1iIl. TOOTO SIKIIO CTOSITH BIPUTYII,
TO BOPOT BiApa3y TUHE, a SIKUIO0 CTPUIATH 37ajieKy abo, HAlpuKIaa, depes

A3CPKaJI0, IIKOAU 6YI[€ KyJIu MCHUIC.

Multiplayer

[To cyTi, 3apa3 BKe MOXKHa IpaTH, aje MnpoodjiemMa B TOMY, IO Hi 3 KHUM.
Jlonamo MOXUJIMBICTH TPaTH JEKUIBKOM TpaBisM Ha oaHid kapti. Y SFML €
BOYZIOBaHI COKETH, IO JO03BOJSIOTH OOMIHIOBAaTHCS TIOBIAOMJICHHSIMH MIXK

kiienTamu o npotokonry TCP a6o UDP.

JlomaBim CMyKKy 3J0pOB'A, 1100 rpaBellb PO3YyMIB, K BiH OJU3BKUI 10
MOpa3KM 1 3pO00OUB TaK, 100 MIBUJIKICTh HOPMYBAJIOCS Ha MOBHE 3710poB's. ToOTO

TCIICP, KOJIH FpaBHCBi 3aBJAal0Th IIKOJH, BIH HE MOXE IMBHUAKO IIECPECYBATHUCH.
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BucHoBku

Y poOoTi CTBOPEHO MYJBTUILICEPHY TPy 3 BHKOPHUCTAHHSIM MOBH
nporpamyBanHsi C++ B cepenoBuil Visual Studio. Jjisi cTBOpeHHS Bieorpu
OyJ10 HAaNMCaHO IrPOBUM PYIIiM 3 BUKOPUCTAHHS AJITOPUTMY KUJAHHS TPOMEHIB.
Jlanuii MeToj 3py4YHO BUKOPHMCTOBYBATH IUIsl PEHACPUHTY TEPUTOPIi, MO KA
rpaBelb Oyne pyxaTucs, TEKCTypH (CTiHH, IMIJJIOTa, J3epKalia, Mepenikoan) i
iy Qyskmii ana BimoOpaxkeHHs 3D rpu. Takok Ha OCHOBI JaHOTO PyIIis
HAIIMCAaHO MYJIBTHIUICEPHY BIEOTPY B KaHpl ImyTep. B miif rpi MoxHa
3MaraTucs OJIMH-HAa-OoJuH a00 KOMaHJa Ha KOMaHAy MDK Cc000¥o,

BUKOPUCTOBYIOUH 30pOIO JIJIsl IEPEMOTH.
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JliTepaTypa Ta BUKOPHCTaHI JKepeJia

[1] https://habr.com/ru/post/187720

[2] https://litportal.ru/avtory/evgeniy-nikulin/kniga-kompyuternaya-geometriya-

1-algoritmy-mashinnoy-grafiki-688211

[3] https://www.youtube.com

[4] https://visualstudio.microsoft.com
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JonaTrku

Settings

#include <SFML/Graphics.hpp>
#define PI 3.1415926535897932384626433832795
#tdefine SCALE 40 //How much pixels = 1 unit of distance measure

#tdefine SCALE_WINDOW 500

// OBJECTS

#define OUTLINE_THICKNESS 3

#define OUTLINE_COLOR {0, ©, @, 100}
#define FILL_COLOR {255, 174, 174, 255}

#define CIRCLE_CONVEX_NUMBER 10

// CAMERA

#define OUTLINE_CAMERA_THICKNESS 1

#define OUTLINE_CAMERA COLOR {@, ©, ©, 255}
#define FILL_CAMERA_COLOR {255, 67, 67, 255}
#define RADIUS_CAMERA SCALE/10

#define CONVEX_NUMBER 100

#define FILED_OF_VEW_COLOR {255, 67, 67, 0}
#define RED_COLOR {255, @, 0}
#tdefine SKIN "texture/hero.png"
// FOR COLLISION DETECTION
#tdefine COLLISION_DISTANCE 0.1
#define COLLISION_AREA 1

#define OPTICAL_HEIGHT 100

//RENDER SETTINGS

#tdefine FILL_RENDER_COLOR {255, 255, 255, 255}
// SCREEN SIZE

#define SCREEN_WIDTH 1280

#tdefine SCREEN_HEIGHT 720

#tdefine DISTANCES_SEGMENTS 640 // How much vertical sectors we use in ray cast
//BACKGROUND

#define OUTLINE_BACK_THICKNESS 5

#define OUTLINE_BACK_COLOR {255, 255, 255, 255}
#define FILL_BACK_COLOR {255, 255, 255, 255}

//TEXTURES

#define WALL_TEXTURE "texture/brickWall.jpg"
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#tdefine
#tdefine
#tdefine
#define
#define
#define
#define
#define

#tdefine
#tdefine

#tdefine
#tdefine
#tdefine
#tdefine

#tdefine
#define
#define
#define

#tdefine
#tdefine
#tdefine
#tdefine
#tdefine
#tdefine

#tdefine

t#tdefine

WALL_TEXTURE2 "texture/brickWall2.jpg"

COLUMN_TEXTURE "texture/column2.jpg"

VOLODYA_TEXTURE "texture/volodya.jpg"

FROZEN_TEXTURE "texture/frozen.jpg"
DOG_TEXTURE "texture/dog.jpg"

DINOZAVR_TEXTURE "texture/dinozavr.png"

WHITE_TEXTURE "texture/white.jpg"
BLACK_TEXTURE "texture/black.jpg"

SKY_TEXTURE "texture/back.jpg"
FLOOR_TEXTURE "texture/floor.jpg"

PLAYGAME_PRESSED_TEXTURE "texture/buttons/playGameSelected
SETTINGS_PRESSED_TEXTURE "texture/buttons/settingsSelected
ABOUT_PRESSED_TEXTURE "texture/buttons/aboutSelected.jpg"
QUIT_PRESSED_TEXTURE "texture/buttons/quitSelected.jpg"

PLAYGAME_TEXTURE "texture/buttons/playGame.jpg"
SETTINGS_TEXTURE "texture/buttons/settings.jpg"
ABOUT_TEXTURE "texture/buttons/about.jpg"
QUIT_TEXTURE "texture/buttons/quit.jpg"

ABOUT_INFO "texture/info.jpg"

TEXTURING_SELECT "texture/buttons/texturing.jpg"
SMOOTHING_SELECT "texture/buttons/smoothing.jpg"
COLLISION_SELECT "texture/buttons/collosion.jpg"

TEXTURING_SELECT_S "texture/buttons/texturingSelected.jpg"
SMOOTHING_SELECT_S "texture/buttons/smoothingSelected.jpg"
COLLISION_SELECT_S "texture/buttons/collosionSelected.jpg"

INSTRUCTION_TEXTURE "texture/instruction.jpg"

// WINDOWS

#define

TIMEQUANTA 0.1

// WEAPONS

#define
#define
#tdefine
#tdefine

#tdefine
t#tdefine

t#tdefine
f#tdefine

SHOTGUN_TEXTURE "texture/weapons/shotgun.png"
SHOTGUN_ARM_TEXTURE "texture/weapons/shotgun_arm.png"

.jpg"
.jpg"

SHOTGUN_HANDLE_TEXTURE "texture/weapons/shotgun_handle.png"

SHOTGUN_TRUNK_TEXTURE "texture/weapons/shotgun_trunk.png"

AIM_TEXTURE "texture/weapons/aim.png"

FIRE_SHOTGUN_TEXTURE "texture/weapons/gunBlast.png"

GUN_SHOT_SOUND "sounds/gunShot.ogg"
WALK_SOUND "sounds/walkSound.ogg"
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World.h

#include "Object2D.h"
#include <string>
#include <map>

class World : virtual public Idrawable {
private:
mutable std::map<std::string, Object2D&> map_objects;

double d_length = 0;
double d_width = @;

sf::Texture T_sky_texture;

sf::Texture T_floor_texture;

mutable bool sky_texture_loaded = false;

mutable bool floor_texture_loaded = false;

mutable std::string s_sky_texture;

mutable std::string s_floor_texture;
public:

World(double length, double width, std::string sky_texture = SKY_TEXTURE, std::string
floor_texture = FLOOR_TEXTURE) : d_length(length), d_width(width),
s_sky_texture(sky_texture), s_floor_texture(floor_texture) {}

bool addObject2D(Object2D& object, std::string name) {

object.setName(name);

return map_objects.insert({name, object}).second;
}
Object2D& findObject2D(std::string name) { return map_objects.at(name); }
Object2D& findObject2D(std::string name) const { return map_objects.at(name); }
bool isExist(std::string name) const {return map_objects.count(name) != 0; }

bool removeObject2D(std::string name) { return map_objects.erase(name) > 9; }

Object2D& operator[](std::string name) {
return findObject2D(name);

Object2D& operator[](std::string name) const {
return findObject2D(name);

double width() const { return d_width; }
double length() const { return d_length; }

void draw(sf::RenderWindow& window) override;
const std::map<std::string, Object2D&>& objects() const { return map_objects; }

const sf::Texture& skyTexture() {
if(sky_texture_loaded) return T_sky_ texture;
sky_texture_loaded = true;
if (!T_sky_texture.loadFromFile(s_sky texture)) {
sky_texture_loaded = false;

}
T_sky_texture.setRepeated(true);
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return T_sky texture;

const sf::Texture& floorTexture() {

if(floor_texture_loaded) return T_floor_texture;

floor_texture_loaded = true;

if (!T_floor_texture.loadFromFile(s_floor_texture)) {
floor_texture_loaded = false;

}

T_floor_texture.setRepeated(true);

return T_floor_texture;

1

World.cpp

#include "World.h"
#include "settings.h"

void World::draw(sf::RenderWindow &window) {

sf::ConvexShape background;

background.setPointCount(4);

background.setPoint (0, sf::Vector2f(9, 0));
background.setPoint(1, sf::Vector2f(SCALE_WINDOW*SCALE/100, 0));
background.setPoint(2, sf::Vector2f(SCALE_WINDOW*SCALE/100, SCALE_WINDOW*SCALE/100));
background.setPoint(3, sf::Vector2f(0, SCALE_WINDOW*SCALE/100));
background.setOutlineColor(OUTLINE_BACK_COLOR);
background.setFillColor(FILL_BACK_COLOR);
background.setOutlineThickness(OUTLINE_BACK_THICKNESS);
background.setPosition(@, 0);

window.draw(background);

for(auto object : map_objects) {
object.second.draw(window);
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Weapon.h

#include <SFML/Audio.hpp>
#include <chrono>
#include "settings.h"
#include "Object2D.h"

class Weapon : virtual public Idrawable {
private:
double d_elapsedTime;

sf::Texture T_weapon_arm;
sf::Sprite S_weapon_arm;
sf::Texture T_weapon_handle;
sf::Sprite S_weapon_handle;
sf::Texture T_weapon_trunk;
sf::Sprite S_weapon_trunk;

sf::Sprite S_aim;

sf::Texture T_aim;
sf::Sprite S_fire;
sf::Texture T_fire;

st::SoundBuffer fireSoundBuffer;
st::Sound fireSound;

double d_speed =
int i_amount = 0;
int i_damage = 9;

1;

double fireShift = 9;
double d_amplitude = 100;
double d_fireAnimTime 9;

double d_lastFireTime
public:
Weapon(int amount) : i_amount(amount) { };

9;

Weapon(const Weapon& weapon);

void choiceWeapon(std::string name);

bool fire();

double speed() const { return d_speed; }
void draw(sf::RenderWindow& window) override;

int damage() const { return i_damage; }

1
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Weapon.cpp

#include "Weapon.h"

Weapon: :Weapon(const Weapon &weapon) {
this->i_amount = weapon.i_amount;
this->d_speed = weapon.d_speed;

this->S_weapon_arm = weapon.S_weapon_arm;
this->T_weapon_arm = weapon.T_weapon_arm;
this->S_weapon_handle = weapon.S_weapon_handle;
this->T_weapon_handle = weapon.T_weapon_handle;
this->S_weapon_trunk = weapon.S_weapon_trunk;
this->T_weapon_trunk = weapon.T_weapon_trunk;

this->S_aim = weapon.S_aim;
this->T_aim = weapon.T_aim;
this->S_fire = weapon.S_fire;
this->T_fire = weapon.T_fire;

this->fireSoundBuffer = weapon.fireSoundBuffer;
this->fireSound = weapon.fireSound;
this->fireSound.setBuffer(this->fireSoundBuffer);

this->d_amplitude = weapon.d_amplitude;
this->i_damage = weapon.i_damage;

S_weapon_handle.setTexture(T_weapon_handle);

void Weapon::choiceWeapon(std::string name) {
if(name == "shotgun") {
T_weapon_arm.loadFromFile (SHOTGUN_ARM_TEXTURE);
T_weapon_handle.loadFromFile (SHOTGUN _HANDLE_TEXTURE);
T_weapon_trunk.loadFromFile(SHOTGUN_TRUNK_TEXTURE);

T_aim.loadFromFile(AIM_TEXTURE);
T_fire.loadFromFile(FIRE_SHOTGUN_TEXTURE);
d_speed = 0.4;

S_aim.scale(.05, .05);

fireSoundBuffer.loadFromFile(GUN_SHOT_SOUND);
fireSound. setBuffer(fireSoundBuffer);
fireSound.setVolume(10.f);

i_damage = 50;

bool Weapon::fire() {
if((i_amount > @) && (d_lastFireTime == 0)) {
d_lastFireTime = d_speed;
d_fireAnimTime = .1;
--i_amount;
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fireShift = d_amplitude;
fireSound.play();
return true;

}

return false;

void Weapon::draw(sf::RenderWindow &window) {
auto tp = std::chrono::system_clock: :now();
std::chrono: :duration <double> elapsedTime = tp.time_since_epoch();
double diff = elapsedTime.count() - d_elapsedTime;
d_elapsedTime = elapsedTime.count();

if(fireShift > 0)

fireShift -= 2*d_amplitude*diff/d_speed;
else

fireShift = 0;
double shift = 15*(1 + cos(3*d_elapsedTime));

Point2D weaponPosition = {SCREEN_WIDTH - S_weapon_handle.getTextureRect().width + shift
+ fireShift, SCREEN_HEIGHT - S_weapon_handle.getTextureRect().height + shift + fireShift};

// FIRE EFFECT HERE
d_lastFireTime -= diff; // Time when you can't fire
if(d_lastFireTime < 0)

d_lastFireTime = ©;

d_fireAnimTime -= diff;

if(d_fireAnimTime > 0) {
S_fire.setTexture(T_fire);
S_fire.setPosition(sf::Vector2f(weaponPosition.x - 490, weaponPosition.y - 792));
window.draw(S_fire);

// All about weapon

double d_armShift = 50*sin(PI*2*d_lastFireTime/d_speed);
if(d_lastFireTime <= @ || d_lastFireTime > d_speed/2)
d_armShift = 0;

S_weapon_arm.setTexture(T_weapon_arm);

S_weapon_handle.setTexture(T_weapon_handle);

S_weapon_trunk.setTexture(T_weapon_trunk);

S_weapon_arm.setPosition(sf: :Vector2f(weaponPosition.x + d_armShift, weaponPosition.y +
d_armShift)); // Shift arm when we shoot

S_weapon_handle.setPosition(sf::Vector2f(weaponPosition.x, weaponPosition.y));

S_weapon_trunk.setPosition(sf::Vector2f(weaponPosition.x, weaponPosition.y));

window.draw(S_weapon_trunk);
window.draw(S_weapon_arm);
window.draw(S_weapon_handle);

S_aim.setTexture(T_aim);

S_aim.setPosition(sf::Vector2f(SCREEN_WIDTH/2 - S_aim.getTextureRect().width/50,
SCREEN_HEIGHT/2 - S_aim.getTextureRect().height/50)); // a6conwTHafA No3unWUMKUSH

window.draw(S_aim);
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}
Object2D.h

#include <utility>
#include <vector>
#include <cmath>
#include "Idrawable.h"
#include "settings.h"

struct Point2D {
double x = 0;
double y = 0;

Point2D& operator+=(const Point2D& point2D) { this->x += point2D.x; this->y

point2D.y; }

Point2D& operator=(const Point2D& point2D) { this->x = point2D.x;
return *this; }

Point2D& operator*(double number) { this->x *= number; this->y *=

double operator*(const Point2D& point2D) { return x*point2D.x +

Point2D operator-(const Point2D& point2D) const { return {this->x
- point2D.y}; }

Point2D operator+(const Point2D& point2D) const { return {this->x
+ point2D.y}; }

this->y =
number; }
y*point2D.
- point2D.

+ point2D.

Point2D normalize() { return Point2D{this->x/abs(), this->y/abs()};}

double abs() {return sgrt(x*x + y*y); }
¥

class Object2D : virtual public Idrawable {
protected:
std::vector<Point2D> v_points2D;

Point2D p_position;
Point2D p_velocity;

std::string s_name;
double d_height = 1;
bool b_isMirror = false;

sf::Texture T_texture;

std::string s_texture;

bool texture_loaded = false;
public:

point2D.y;

y; }
x, this->y

X, this->y

Object2D(Point2D position = {@, 0}, std::vector<Point2D> points = {}, double height =

1, std::string texture = WALL_TEXTURE, Point2D velocity = {0, 0})
: p_position(position), v_points2D(points), p_velocity(velocity),
s_texture(std: :move(texture)), d_height(height) {}

Object2D(const Object2D& object2D) { // copy constructor
v_points2D = object2D.v_points2D;
p_position = object2D.p_position;
p_velocity = object2D.p_velocity;
s_name = object2D.s_name;
d_height = object2D.d_height;
b_isMirror = object2D.b_isMirror;
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T_texture = object2D.T_texture;
s_texture = object2D.s_texture;
texture_loaded = object2D.texture_loaded;

const double x() { return p_position.x; }
const double y() { return p_position.y; }

void setPosition(Point2D position) { p_position = position; };
void shift(Point2D vector) { p_position += vector; }
std::vector<Point2D>& nodes() { return v_points2D; }

static bool segments_crossing(std::pair<Point2D, Point2D> segmentl, std::pair<Point2D,
Point2D> segment2, Point2D& point);

void setName(std::string name) {s_name = name;}
std::string getName() const { return s_name; }

Point2D position() const { return p_position; }

bool isMirror () const { return b_isMirror; }
void makeMirror() { b_isMirror = true; }
void makeItNotMirror() {b_isMirror = false; }

void draw(sf::RenderWindow& window) override;
double height() const { return d_height; }

sf::Texture& loadTexture() {
if(texture_loaded) return T_texture;
texture_loaded = true;
if (!T_texture.loadFromFile(s_texture)) {
texture_loaded = false;

}

T_texture.setRepeated(true);
return T_texture;

virtual int type() { return 0; }
void setPoints2D (std::vector<Point2D> points2D) {
v_points2D = std::move(points2D);

1

Object2D.cpp

#include "Object2D.h"
#include "settings.h"

int sign(double number) { return number >= 0 ? 1 : -1; }

double cross(Point2D pl, Point2D p2) {
return pl.x*p2.y - pl.y*p2.x;
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bool Object2D::segments_crossing(std::pair<Point2D, Point2D> segmentl, std::pair<Point2D,
Point2D> segment2, Point2D& point)
{
// {vll = segmentl.first, v12 = segmentl.second}, {v21 = segment2.first, v22 =

segment2.second}

Point2D cutl = segmentl.second - segmentl.first;

Point2D cut2 = segment2.second - segment2.first;

double prodi;

double prod2;

prodl = cross(cutl, (segment2.first-segmentl.first));
prod2 = cross(cutl, (segment2.second-segmentl.first));

if(sign(prodl) == sign(prod2) || (prodl == @) || (prod2 ==0)) // OTceKkaeM
TaKXe M NorpaHUWUyYHbE CNy4Yam
return false;

prodl = cross(cut2, (segmentl.first - segment2.first));
prod2 = cross(cut2, (segmentl.second - segment2.first));

if(sign(prodl) == sign(prod2) || (prodl == @) || (prod2 ==0)) // OTcekaeM
TakXe M NOrpaHUYHBE CAyYYawm
return false;

point.x
point.y

segmentl.first.x + cutl.x*std::abs(prodl)/std::abs(prod2-prodl);
segmentl.first.y + cutl.y*std::abs(prodl)/std::abs(prod2-prodl);

return true;

}

void Object2D::draw(sf::RenderWindow& window) {
sf::ConvexShape polygon;
polygon.setPointCount(nodes().size());
int i = 0;
for(auto p : nodes()) {

polygon.setPoint(i++, sf::Vector2f(p.x*SCALE, p.y*SCALE));

}
polygon.setOutlineColor (OUTLINE_COLOR);
polygon.setFillColor(FILL_COLOR);
polygon.setOutlineThickness(OUTLINE_THICKNESS);
polygon.setPosition((float)x()*SCALE, (float)y()*SCALE);
window.draw(polygon);

50



Menu.h

#include
#include
#include
#include
#include
#include
#include
#include
#include
#include

<SFML/Audio.hpp>
<SFML/Graphics.hpp>
<map>

<iostream>

<chrono>
"settings.h"
"Poligon2D.h"
"Circle2D.h"
"Object2D.h"
"Camera.h"

struct Button {
sf::Texture T_Texture;
sf::Texture T_PressedTexture;
sf::Sprite button;

std::

bool
bool

void

}

void

void

1

string name;

selected = false;
pressed = false;

select() {

if(!selected && !pressed) {

button.setTexture(T_PressedTexture);
selected = true;
button.scale({1.01, 1.01});

unSelect() {

if(selected && !pressed) {

button.setTexture(T_Texture);
selected = false;

button.scale({1/1.01, 1/1.01});

press() {

if(!pressed) {

button.setTexture(T_PressedTexture);
pressed = true;

} else {

button.setTexture(T_Texture);
pressed = false;

class Menu {

private:

std::vector<Button> buttons;

bool

bool

b_pause = true;

b_settings = false;
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bool b_about = false;

bool b_textures = true;
bool smooth = false;
bool b_collision = true;
double lastTime = 0;

public:
Menu();

void drawMenu(sf::RenderWindow& window, double elapsedTime);

void settings(sf::RenderWindow& window);

void about(sf::RenderWindow& window);

bool isPaused() { return b_pause; }
void setPause() { b_pause =

true; }

bool isSmooth() { return smooth; }

void switchSmooth() { smooth = !smooth; }

bool isCollision() { return b_collision; }

void switchCollision() { b_collision = !b_collision; }
bool isTextures() { return b_textures; }

void switchTextures() { b_textures = !b_textures; }

1

Menu.cpp

#include "Menu

Menu: :Menu() {

h"

buttons.assign(7, {});

buttons[0].
buttons[1].
buttons[2].
buttons[3].

buttons[0]
buttons[1]
buttons[2]
buttons[3]

buttons[0]
buttons[1]
buttons[2]
buttons[3]

buttons[4].
buttons[5].
buttons[6].

name = "ABOUT";
name = "QUIT";

name = "PLAYGAME";
name = "SETTINGS";

.T_Texture.loadFromFile (PLAYGAME_TEXTURE);
.T_Texture.loadFromFile(SETTINGS_TEXTURE);
.T_Texture.loadFromFile (ABOUT_TEXTURE);
.T_Texture.loadFromFile(QUIT_TEXTURE);

.T_PressedTexture
.T_PressedTexture
.T_PressedTexture
.T_PressedTexture

name

.loadFromFile(PLAYGAME_PRESSED TEXTURE);
.loadFromFile (SETTINGS_PRESSED TEXTURE);
.loadFromFile(ABOUT_PRESSED_TEXTURE);
.loadFromFile(QUIT_PRESSED_TEXTURE);

"TEXTURING";
name = "SMOOTHING";
name = "COLLISION";

buttons[4].T_Texture.loadFromFile(TEXTURING_SELECT);
buttons[5].T_Texture.loadFromFile(SMOOTHING_SELECT);
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buttons[6].T_Texture.loadFromFile(COLLISION_SELECT);

buttons[4].T_PressedTexture.loadFromFile(TEXTURING_SELECT_S);
buttons[5].T_PressedTexture.loadFromFile (SMOOTHING_SELECT_S);
buttons[6].T_PressedTexture.loadFromFile(COLLISION_SELECT_S);

buttons[4].press();

for(int i = @; i < buttons.size(); i++) {
buttons[i].button.setTexture(buttons[i].T_Texture);
if(i < 4)
buttons[i].button.setPosition(SCREEN_WIDTH/2 - 170, 50 + 150*i);
else
buttons[i].button.setPosition(SCREEN_WIDTH/2 - 170, 50 + 150*(i-4));

void Menu::drawMenu(sf::RenderWindow &window, double elapsedTime) {

st::ConvexShape back;

back.setPointCount(4);

back.setPoint (@, sf::Vector2f(0, 0));

back.setPoint(1, sf::Vector2f(SCREEN_WIDTH, 9));
back.setPoint(2, sf::Vector2f(SCREEN_WIDTH, SCREEN_HEIGHT));
back.setPoint(3, sf::Vector2f(®, SCREEN_HEIGHT));
back.setPosition({@, 0});

back.setFillColor({255, 255, 255});

window.draw(back);

for(int i = @; i < buttons.size(); i++) {

if(buttons[i].button.getGlobalBounds().contains(sf::Mouse::getPosition(window).x,
sf::Mouse: :getPosition(window).y)) {

buttons[i].select();
if (sf::Mouse::isButtonPressed(sf::Mouse::Left))
{

buttons[i].unSelect();

if(!b_settings) {

if (buttons[i].name == "PLAYGAME") {
b_pause = false;

}

if (buttons[i].name == "SETTINGS") {
b_settings = true;

}

if (buttons[i].name == "ABOUT") {
b_about = true;

}

if (buttons[i].name == "QUIT") {
window.close();

}

} else {

if (buttons[i].name == "TEXTURING") {
buttons[i].press();
b_textures = buttons[i].pressed;

}

if (buttons[i].name == "SMOOTHING") {

buttons[i].press();
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smooth = buttons[i].pressed;

}

if (buttons[i].name == "COLLISION") {
buttons[i].press();
b_collision = buttons[i].pressed;

}

}
}
} else {

buttons[i].unSelect();

if(!b_settings & !b_about && i < 4)
window.draw(buttons[i].button);

settings(window);
about(window);

void Menu::about(sf::RenderWindow &window) {
if(!b_about) return;

sf::Texture T_Texture;
T_Texture.loadFromFile(ABOUT_INFO);
sf::Sprite button;
button.setTexture(T_Texture);

button.scale((double)SCREEN_WIDTH/1920, (double)SCREEN_WIDTH/1920);
window.draw(button);

if (sf::Keyboard::isKeyPressed(sf::Keyboard::Escape))
b_about = false;

void Menu::settings(sf::RenderWindow &window) {
if(!b_settings) return;

for(int i = 4; i < buttons.size(); i++) {
window.draw(buttons[i].button);

if (sf::Keyboard::isKeyPressed(sf::Keyboard::Escape))
b_settings = false;
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Camera.h

#include <algorithm>
#include "Object2D.h"
#include "World.h"
#include "settings.h"
#include "Menu.h"
#include "Weapon.h"

struct RGB {
int RED = 255;
int GREEN = 255;
int BLUE = 255;

s

struct RayCastStructure {
double distance; // How far is this texture
double progress; // progress defines the point of texture we should load
std::string object; // particular object. We need this to show particular texture.
double height; // objects has different height

std: :vector<RayCastStructure> v_mirrorRayCast; // When we have mirror, we should know
about all objects we can see

1

struct CollisionInformation {
double distance;
Point2D collisionPoint;
std::pair<Point2D, Point2D> edge;
}s
class Camera : public Circle2D {
private:

std::vector<std: :vector<RayCastStructure>> v_distances;

//For collision detection
std::vector<CollisionInformation> allCollisions;

double d_direction;
double d_fieldOfView;
double d_depth;

double d_walkSpeed;
double d_viewSpeed;

double i_health;

bool b_collision = true;

World& W_world;

sf::Vector2i localMousePosition;

bool b_textures = true;
bool b_smooth = false;
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std: :vector<Weapon> v_weapons;
int i_selectedWeapon = 0;

sf::SoundBuffer walkSoundBuffer;
sf::Sound walkSound;

std::string s_lastKill;

void objectsRayCrossed(std::pair<Point2D, Point2D> ray, std::vector<RayCastStructure>&
v_rayCastStruct, const std::string& name, int reflections = 0);

void drawVerticalStrip(sf::RenderWindow& window, const RayCastStructure& obj, int
shift, double s);

void recursiveDrawing(sf::RenderWindow& window, const std::vector<RayCastStructure>&
v_RayCastStructure, int shift);

static void recursivelIncreaseDistance(std::vector<RayCastStructure>&
v_RayCastStructure, double distance);

static double scalarWithNormal(Point2D edge, Point2D vector);

void fire();
std::pair<std::string, double> cameraRayCheck(RayCastStructure& structure);

std::map<std::string, Camera&> m_playersOnTheScreen;

static void drawHealth(sf::RenderWindow& window, int x, int y, int width, int health);
public:

explicit Camera(World& world, Point2D position, double direction = @, std::string
texture = SKIN, int health = 100, double fieldOfView = PI/2, double depth = 14, double
walkSpeed = 1.5, double viewSpeed = .005)

: W_world(world), Circle2D(COLLISION_DISTANCE, position, 0.5, texture, 4),
d_direction(direction), d_fieldOfView(fieldOfView), d_depth(depth), d_walkSpeed(walkSpeed),
d_viewSpeed(viewSpeed), i_health(health) {

Weapon weaponl(100000);
weaponl.choicelWeapon("shotgun");
v_weapons.push_back(weaponl);

walkSoundBuffer.loadFromFile (WALK_SOUND);
walkSound. setBuffer(walkSoundBuffer);
walkSound.setLoop(true);
walkSound.setVolume(50.f);

Camera(const Camera& camera) : W_world(camera.W_world) { // copy constructor
d_height = camera.d_height;
v_points2D = camera.v_points2D;
T_texture = camera.T_texture;
s_texture = camera.s_texture;
p_position = camera.p_position;
v_distances = camera.v_distances;
allCollisions = camera.allCollisions;
d_direction = camera.d_direction;
d_depth = camera.d_depth;
d_fieldOfView = camera.d_fieldOfView;
d_walkSpeed = camera.d_walkSpeed;
d_viewSpeed = camera.d_viewSpeed;
i_health = camera.i_health;
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b_collision = camera.b_collision;

b_textures = camera.b_textures;

b_smooth = camera.b_smooth;

localMousePosition = camera.localMousePosition;
V_weapons = camera.v_weapons;

i _selectedWeapon = camera.i_selectedWeapon;
walkSoundBuffer = camera.walkSoundBuffer;
walkSound = camera.walkSound;
setName(camera.getName());

void updateDistances(const World& world);

void drawCameraView(sf::RenderWindow& window);

void draw(sf::RenderWindow& window) override;

bool keyboardControl(double elapsedTime, sf::RenderWindow& window);
void shiftPrecise(Point2D vector);

bool isSmooth() { return b_smooth; }

void switchSmooth() { b_smooth = !b_smooth; }
bool isCollision() { return b_collision; }

void switchCollision() { b_collision = !b_collision; }
bool isTextures() { return b_textures; }
void switchTextures() { b_textures = !b_textures; }

void previousWeapon();
void nextWeapon();

double health() const { return i_health; }
bool reduceHealth(double damage = 0);

void fullHealth () { i_health = 100; }
void setHealth(double h) {i_health = h; }

int type() override { return 1; }
std::string lastKill() { return s_lastkill;}
void cleanLastKill(){s_lastkill = "";}

1

Camera.cpp

#include <cmath>
#include <windows.h>
#include "Camera.h"

using namespace std;

void Camera::recursivelncreaseDistance(std::vector<RayCastStructure>& v_RayCastStructure,
double distance) {
for(auto& rcs : v_RayCastStructure) {
rcs.distance += distance;
recursiveIncreaseDistance(rcs.v_mirrorRayCast, distance);
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void Camera::objectsRayCrossed(pair<Point2D, Point2D> ray, std::vector<RayCastStructure>
&v_rayCastStruct, const std::string& name, int reflections) {
std::string obj;
double len = 0;
double progress = 0;
for(auto object : W_world.objects()) {
Point2D crossPoint = {0, 0};
obj = "";
Point2D nearCross = ray.second;
std: :vector<RayCastStructure> v_reflectedRayCastStructure;
if(object.first == name || object.second.nodes().size() < 2)
continue;
progress = 0;
pair<Point2D, Point2D> segment2 = {object.second.position() +
object.second.nodes().back(), object.second.position() + object.second.nodes().front() };
for(int k = @; k < object.second.nodes().size(); k++) {
if(segments_crossing(ray, segment2, crossPoint)) {
if ((nearCross - ray.first).abs() > (crossPoint - ray.first).abs()) {
nearCross = crossPoint;
obj = object.second.getName();
len = @*progress + (segment2.second - nearCross).abs();
// For collision detection
if(name == getName() && COLLISION_AREA >= (nearCross -
position()).abs()) {
CollisionInformation newCollision;
newCollision.distance = (nearCross - position()).abs();
newCollision.edge = segment2;
newCollision.collisionPoint = nearCross;
allCollisions.push_back(newCollision);
}
if(object.second.isMirror() && scalarWithNormal(segment2.second -
segment2.first, ray.second - ray.first) < 0) {
Point2D edgeVector = segment2.second - segment2.first;
Point2D rayVector = ray.second - ray.first;
double twistAngle = 2*acos((edgeVector.x*rayVector.x +
edgeVector.y*rayVector.y)/(edgeVector.abs()*rayVector.abs()));
Point2D twistedRayVector = {rayVector.x*cos(twistAngle) +
rayVector.y*sin(twistAngle), -rayVector.x*sin(twistAngle) + rayVector.y*cos(twistAngle)};
pair<Point2D, Point2D> newRay = {crossPoint, crossPoint +
twistedRayVector};

if(reflections < 40) {
objectsRayCrossed(newRay, v_reflectedRayCastStructure,
object.first,reflections + 1);
recursivelIncreaseDistance(v_reflectedRayCastStructure,
(ray.first - nearCross).abs());

}

}
} else {

progress += (segment2.second - segment2.first).abs();

}

if(k+1 < object.second.nodes().size())
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segment2 = { object.second.position() + object.second.nodes()[k],
object.second.position() + object.second.nodes()[k+1] };
}
if(lobj.empty())
v_rayCastStruct.push_back({(ray.first-nearCross).abs(), len, obj,
object.second.height(), v_reflectedRayCastStructure});
}
sort(v_rayCastStruct.begin(), v_rayCastStruct.end(), [](const RayCastStructure& lh,
const RayCastStructure& rh) { return lh.distance > rh.distance; });

}

void Camera::updateDistances(const World& world) {
v_distances.clear();
allCollisions.clear();

for(int i = @; i < 2*PI/d_fieldOfView*DISTANCES_SEGMENTS; i++) {
double left = d_direction - d_fieldOfView/2;
double right = d_direction + d_fieldOfView/2;
// find distance to near object in that direction
double direction = d_direction + ((double)i/DISTANCES_SEGMENTS -
0.5)*d_fieldOfView;

pair<Point2D, Point2D> segmentl = {{x(), y()}, {x() + d_depth*cos(direction), y() +
d_depth*sin(direction)}};

std::vector<RayCastStructure> v_rayCastStructure;
objectsRayCrossed(segmentl, v_rayCastStructure, getName());

for(const auto& rcs : v_rayCastStructure)
if((m_playersOnTheScreen.count(rcs.object) == @) & (W_world[rcs.object].type()
== 1))
m_playersOnTheScreen.insert({rcs.object,
dynamic_cast<Camera&>(W_world[rcs.object])});

if(!v_rayCastStructure.empty())
v_distances.push_back(v_rayCastStructure);
else
v_distances.push_back({{d_depth, @, "", 1}});

void Camera::draw(sf::RenderWindow& window) {

if(v_distances.empty() || i_health <= @)
return;

sf::CircleShape circle;

circle.setRadius(COLLISION_DISTANCE*SCALE);

circle.setOutlineColor(OUTLINE_CAMERA _COLOR);

circle.setFillColor(FILL_CAMERA_COLOR);

circle.setOutlineThickness(OUTLINE_CAMERA_THICKNESS);

circle.setPosition((float)x()*SCALE - COLLISION_DISTANCE*SCALE, (float)y()*SCALE -
COLLISION DISTANCE*SCALE);

double left = d_direction - d_fieldOfView/2;
double right = d_direction + d_fieldOfView/2;
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sf::ConvexShape triangle;
triangle.setPointCount (CONVEX_NUMBER + 2);
triangle.setPoint (0@, sf::Vector2f(o, 0));
for(int i = @; i <= CONVEX_NUMBER; i++) {
int index = v_distances[(int)i*DISTANCES_SEGMENTS/CONVEX_NUMBER].size() - 1;
triangle.setPoint(i+1,
sf::Vector2f(v_distances[(int)i*DISTANCES_SEGMENTS/CONVEX_NUMBER][index].distance*cos(left
+ (right - left)*i/CONVEX_NUMBER)*SCALE,
v_distances[(int)i*DISTANCES_SEGMENTS/CONVEX_NUMBER][index].distance*sin(left + (right -
left)*i/CONVEX_NUMBER)*SCALE));
}
triangle.setOutlineColor(OUTLINE_CAMERA_COLOR);
triangle.setFillColor(FILED_OF_VEW_COLOR);
triangle.setOutlineThickness(OUTLINE_CAMERA_THICKNESS);
triangle.setPosition((float)x()*SCALE, (float)y()*SCALE);

window.draw(triangle);
window.draw(circle);

std::pair<std::string, double> Camera::cameraRayCheck(RayCastStructure &structure) {
std::pair<std::string, double> result = {"", 1};
if(W_world[structure.object].type() == 1) {
result.first = structure.object;
result.second = structure.distance;
}
else if(!structure.v_mirrorRayCast.empty()) {
return
cameraRayCheck(structure.v_mirrorRayCast[structure.v_mirrorRayCast.size()-1]);

}

return result;

void Camera::fire() {

pair<Point2D, Point2D> segmentl = {{x(), y()}, {x() + d_depth*cos(d_direction), y() +
d_depth*sin(d_direction)}};

std: :vector<RayCastStructure> v_rayCastStructure;

objectsRayCrossed(segmentl, v_rayCastStructure, getName());

if(!v_rayCastStructure.empty()) {
std::pair<std::string, double> hitted =
cameraRayCheck(v_rayCastStructure[v_rayCastStructure.size()-1]);
//W_world.removeObject2D(hitted.first);
if(hitted.first == "") return;

dynamic_cast<Camera&> (W_world[hitted.first]).updateDistances(W_world);

double dir = 2*PI * rand() / RAND_MAX;

dynamic_cast<Camera&>(W_world[hitted.first]).shiftPrecise({0.05*cos(dir),
0.05*sin(dir)});

if(dynamic_cast<Camera&>(W_world[hitted.first]).reduceHealth(static_cast<int>(v_weapons[i_s
electedWeapon].damage() / hitted.second))) {

//W_world.removeObject2D(hitted.first);

W_world[hitted.first].setPosition({2.5, 0});

s_lastKill = hitted.first;
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dynamic_cast<Camera&>(W_world[hitted.first]).setHealth(100);

bool Camera::keyboardControl(double elapsedTime, sf::RenderWindow& window) {
double dx = 0;
double dy = 0;

// left and right
if (sf::Keyboard::isKeyPressed(sf::Keyboard::A))

{
dx += sin(d_direction);
dy += -cos(d_direction);
}
if (sf::Keyboard::isKeyPressed(sf::Keyboard::D))
{
dx += -sin(d_direction);
dy += cos(d_direction);
}

// forward and backward
if (sf::Keyboard::isKeyPressed(sf::Keyboard::W))

{
dx += cos(d_direction);
dy += sin(d_direction);

}

if (sf::Keyboard::isKeyPressed(sf::Keyboard::S))

{
dx += -cos(d_direction);
dy += -sin(d_direction);

}

if (sf::Keyboard::isKeyPressed(sf::Keyboard::Escape))

{
return false;

}

// Mouse

if (sf::Mouse::isButtonPressed(sf::Mouse::Left))

{
// neBafA KHOMKa MbllUKW HaxaTa, cTpenaem!
if(v_weapons[i_selectedWeapon].fire())

fire();

}

if(sf::Mouse::getPosition(window).x != localMousePosition.x) {
double difference = sf::Mouse::getPosition(window).x - localMousePosition.x;
sf::Mouse::setPosition({SCREEN_WIDTH/2, SCREEN_HEIGHT/2});
localMousePosition = sf::Mouse::getPosition(window);
d_direction += d_viewSpeed * difference;

}

if((dx*dx + dy*dy) > d_walkSpeed * elapsedTime * d_walkSpeed * elapsedTime / 10) {
if(walkSound.getStatus() != sf::Sound::Status::Playing)
walkSound.play();
} else {
walkSound.pause();
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shiftPrecise({dx * d_walkSpeed * elapsedTime * ((double)i_health/100), dy * d_walkSpeed
* elapsedTime * ((double)i_health/100)});
return true;

pair<double, double> heightInPixels(double distance, double height) {
pair<double, double> h = {0, 0};
h.first = (1 - height/distance)*SCREEN_HEIGHT/2;
h.second = (1 + 1/distance)*SCREEN_HEIGHT/2;
return h;

void Camera::drawVerticalStrip(sf::RenderWindow &window, const RayCastStructure& obj, int
shift, double s) {

sf::ConvexShape polygon;

polygon.setPointCount(4);

pair<double, double> height _now = heightInPixels(obj.distance, obj.height);

int hl = height_now.first + s;
int h2 = height_now.second - s;

polygon.setPoint(@, sf::Vector2f(@, hl));
polygon.setPoint(1, sf::Vector2f(@, h2));
polygon.setPoint(2, sf::Vector2f(SCREEN_WIDTH / DISTANCES_SEGMENTS, h2));
polygon.setPoint(3, sf::Vector2f(SCREEN_WIDTH / DISTANCES_SEGMENTS, hl));

int alpha = 255 * (1 - obj.distance / d_depth);
if (alpha > 255)

alpha = 255;
if (alpha < 9)

alpha = ©;

if (!b_textures)

polygon.setFillColor ({255, 174, 174, static_cast<sf::Uint8>(alpha)});
else

polygon.setFillColor ({255, 174, 174, 255});

polygon.setOutlineThickness(@); // we can make non zero thickness for debug
polygon.setPosition(shift * SCREEN_WIDTH / DISTANCES_SEGMENTS, ©0);
if (abs(obj.distance - d_depth) > 0.001)

window.draw(polygon);

double scaleFactor = (double) (h2 - hl) / SCREEN_HEIGHT;
sf::Sprite sprite;

if (obj.object != "" && b_textures) {
int left = obj.progress * SCREEN_WIDTH;
int top = 0;

if(W_world[obj.object].isMirror()) { // In case of mirror
sprite.setTexture(W_world.skyTexture());
left = (d_direction/10) * SCREEN_WIDTH;
top = sprite.getTextureRect().height/2-SCREEN_HEIGHT/2;
} else {
sprite.setTexture(W_world[obj.object].loadTexture());
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sprite.setTextureRect(sf::IntRect(left, top, SCREEN_WIDTH / DISTANCES_SEGMENTS,
SCREEN_HEIGHT));

sprite.setPosition(sf::Vector2f(shift * SCREEN_WIDTH / DISTANCES_SEGMENTS, hl));
abconwTHaA No3unuUMKSA

sprite.scale(1, scaleFactor);

sprite.setColor ({255, 255, 255, static_cast<sf::Uint8>(alpha)});

window.draw(sprite);

void Camera::recursiveDrawing(sf::RenderWindow& window, const
std: :vector<RayCastStructure>& v_RayCastStructure, int shift) {
for(const auto & k : v_RayCastStructure) {
drawVerticalStrip(window, k, shift, @);
if(!k.v_mirrorRayCast.empty())
recursiveDrawing(window, k.v_mirrorRayCast, shift);

void Camera::drawHealth(sf::RenderWindow& window, int xPos, int yPos, int width, int
healthProgress) {

sf::ConvexShape polygonil;

polygonl.setPointCount(4);

sf::ConvexShape polygon2;

polygon2.setPointCount(4);

polygonl.setPoint(@, sf::Vector2f(xPos, yPos));
polygonl.setPoint(1, sf::Vector2f(xPos + width, yPos));
polygonl.setPoint(2, sf::Vector2f(xPos + width, yPos + 20));
polygonl.setPoint(3, sf::Vector2f(xPos, yPos + 20));

polygon2.setPoint(@, sf::Vector2f(xPos, yPos));

polygon2.setPoint(1, sf::Vector2f(xPos + width*healthProgress/100, yPos));
polygon2.setPoint(2, sf::Vector2f(xPos + width*healthProgress/100, yPos + 20));
polygon2.setPoint(3, sf::Vector2f(xPos, yPos + 20));

polygonl.setFillColor({255, 174, 174, 100});
polygon2.setFillColor({static_cast<sf::Uint8>((100 - healthProgress)*255),
static_cast<sf::Uint8>(healthProgress*255/100), 0, 255});

polygonl.setOutlineThickness(3);
window.draw(polygonl);
window.draw(polygon2);

void Camera::drawCameraView(sf::RenderWindow& window) {

if(v_distances.empty())
return;

//SKY AND FLOOR

if(b_textures) {
sf::Sprite sprite_sky;
sprite_sky.setTexture(W_world.skyTexture());
sprite_sky.setTextureRect(sf::IntRect(d_direction * SCREEN_WIDTH/2,

sprite_sky.getTextureRect().height/2-SCREEN_HEIGHT/2, SCREEN_WIDTH, 1080));

sprite_sky.setPosition(sf::Vector2f(0,0));
window.draw(sprite_sky);
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for(int i = @; i < DISTANCES_SEGMENTS-1; i++)
recursiveDrawing(window, v_distances[i], i);

//m_playersOnTheScreen
for(const auto& player : m_playersOnTheScreen) {
Point2D enemyDirection = (player.second.position() - position()).normalize();
Point2D cameralLeftDirection = {cos(d_direction - d_fieldOfView/2), sin(d_direction
- d_fieldofview/2)};
double angle = acos(enemyDirection*cameralLeftDirection);
if((cameraLeftDirection.x*enemyDirection.y -
enemyDirection.x*cameralLeftDirection.y) > 0) {
int xPos = SCREEN_WIDTH * angle/d_fieldOfView;
int yPos = heightInPixels((player.second.position() - position()).abs(),
1).first;
auto healthProgress = (double)player.second.health();
drawHealth(window, xPos-50, yPos, 100, healthProgress);

}
drawHealth(window, 50, SCREEN_HEIGHT - 50, 400, health());

v_weapons[i_selectedWeapon].draw(window);

double Camera::scalarWithNormal(Point2D edge, Point2D vector) {
Point2D normal = {edge.y, -edge.x};
normal = normal.normalize();
double scalar = vector.x*normal.x + vector.y*normal.y;
return scalar;

void Camera::shiftPrecise(Point2D vector) {

if(!b_collision) {
shift(vector);
return;

for(auto c : allCollisions) {
Point2D edgeVector = c.edge.second - c.edge.first;
Point2D normal = {edgeVector.y, -edgeVector.x};
normal = normal.normalize();
double scalar = vector.x*normal.x + vector.y*normal.y;
if(scalarWithNormal(edgeVector, vector) < 0) {
if(c.distance - abs(scalar) < COLLISION_DISTANCE) {

vector.x -= normal.x*scalar;
vector.y -= normal.y*scalar;
¥
}
¥
shift(vector);

void Camera::previousWeapon() {
if(i_selectedWeapon > 0)
i_selectedWeapon--;
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else
i_selectedWeapon = v_weapons.size() - 1;

void Camera::nextWeapon() {
if(i_selectedWeapon < v_weapons.size() - 1)
i_selectedWeapon++;
else
i_selectedWeapon = 0;

bool Camera::reduceHealth(double damage) {
if(i_health > 100)
i_health = 100;
i_health -= damage;
return i_health < 0;

UDPSocketConnection.h

#include <iostream>
#include <SFML/Network.hpp>
#tinclude <utility>

#tinclude "World.h"

#include "Camera.h"

class UDPSocketConnection {
private:
World& W_world;
Camera& C_camera;
sf::UdpSocket socket;

std: :map<short unsigned, Camera> m_cameras;
std::string s_ipAdress;
short unsigned i_myPort;

std::vector<Point2D> v_spawns = {{1.5, 1.5}, {1.5,
public:
UDPSocketConnection(World& world, Camera& camera)

void bind(std::string ip, short unsigned port) {
s_ipAdress = std::move(ip);
socket.bind(port);
socket.setBlocking(false);
i_myPort = port;
C_camera.setName(std::to_string(port));

void update() {
double x = 0;
double y = 0;
int health = 100;
std::string killedName;
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sf::Packet packet;

sf::IpAddress sender;

short unsigned int senderPort = 0;
short unsigned int port = 0;

bool ackl false;
bool ack2 = false;

while((socket.receive(packet, sender, port) == sf::Socket::Status::Done) && (port
>= 54000) && (port <= 54010)) {
packet >> x >> y >> killedName >> ack2 >> health;
senderPort = port;

}

while((socket.receive(packet, sender, port) == sf::Socket::Status::Done)) {};

if(ack2)
C_camera.cleanLastKill();

if(killedName == C_camera.getName()) {
C_camera.setPosition(v_spawns[i_myPort % v_spawns.size()]);
C_camera.fullHealth();
ackl = true;

if(W_world.isExist(std::to_string(senderPort))) {
m_cameras.at(senderPort).setPosition({x, y});
C_camera.setHealth(health);
m_cameras.at(senderPort).reduceHealth(-0.1);
} else if ((senderPort >= 54000) && (senderPort <= 54010)){
Camera camera(W_world, {2.5, 0});
camera.setName(std: :to_string(senderPort));
m_cameras.insert({senderPort, camera});
W_world.addObject2D(m_cameras.at(senderPort), std::to_string(senderPort));

for(int i = 54000; i < 54010; i++) {
sf::Packet packetSend;
int h = m_cameras.count(i) != @ ? m_cameras.at(i).health() : 100;
packetSend << C_camera.x() << C_camera.y() << C_camera.lastkKill() << ackl << h;
if (i !'= i_myPort)
socket.send(packetSend, s_ipAdress, 1i);

1
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Main.cpp

#include <SFML/Audio.hpp>
#include <SFML/Graphics.hpp>

#include <map>
#tinclude <iostream>
#include <chrono>
#include "settings.h"
#include "Poligon2D.h"
#include "Circle2D.h"
#include "Object2D.h"
#include "World.h"
#include "Camera.h"
#include "Menu.h"
#include "UDPSocketConnection.h"

using namespace std;

int main()

{
sf::Music music;
music.openFromFile("sounds/unrealSuperHero3.ogg");
music.setVolume(10);
music.setLoop(true);
music.play();

sf::Music backSounds;
backSounds.openFromFile("sounds/backSounds.ogg");
backSounds.setVolume(20);

backSounds.pause();

vector<Point2D> columnPositions = {{0,0}, {3,0}, {3,3}, {6,3}, {6,8}, {3,8}, {3,11},
{9,11}, {9:8}: {'318}: {'3:3}1 {9,3}};

vector<Circle2D> columns(12);

vector<Poligon2D> walls (12);

sf::RenderWindow window(sf::VideoMode (SCREEN_WIDTH, SCREEN_HEIGHT), "Pseudo3DEngine",
sf::Style::Fullscreen);

World world(100, 100);
Camera camera(world, {1.5, 1.5});

for(int i = @; i < columns.size(); i++) {
columns[i].setPosition(columnPositions[i]);
if(i !'= columns.size()-1)
walls[i].setPoints2D({columnPositions[i], columnPositions[i+1]});
else
walls[i].setPoints2D({columnPositions[i], columnPositions[@]});

world.addObject2D(walls[i], "wall" + std::to_string(i+l));
world.addObject2D(columns[i], "col" + std::to_string(i+1));
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std::to_string((double)l/elapsedTime.count()) + "fps. x:
y:

UDPSocketConnection udpSocketConnection(world, camera);
udpSocketConnection.bind("192.168.137.255", 54001); // 192.168.137.255

//walld.makeMirror();

Poligon2D object1({{1, 1}, {2.e5, 1}, {2, 2}}, {2.7, 5}, 1, INSTRUCTION_TEXTURE);
Poligon2D object2({{o, o}, {1, o}, {1, 1}, {e, 1}}, {-
Poligon2D object3({{1, 1}, {2, 2}, {1, 2}, {1, 2}}, {-0.79, 3.95});

Poligon2D object4({{o, o}, {.1, o}, {.1, .1}, {o, .1}}, {1.92, 6.18});

Poligon2D object5({{0, 0}, {
Poligon2D object6({{0, 0}, {.
Poligon2D object7({{0, 0}, {

.3, 0},

-1, o},

1.9, 6.7}, 1, FROZEN_TEXTURE);

3 {.3, .3}, {o, .3}}, {1.84, 9});
3, o}, {.3, .3}, {o, .3}}, {1.11, 7}, 0);
1 {.1, .1}, {e, .1}}, {1, 2}, @);

Poligon2D object8({{o, o}, {.3, o}, {.3, .3}, {0, .3}}, {3.6, 4.6}, 0.9);
Poligon2D objecto({{e, o}, {.3, o}, {.3, .3}, {0, .3}}, {1.5, 4.2}, 0.9);
Poligon2D objectie({{e, o}, {.1, e}, {.1, .1}, {o, .1}}, {2.5, 5.2}, 0.9);

//object2.makeMirror();
object3.makeMirror();

//cameraw
world.addObject2D(camera, camera.getName());

world.addObject2D(objectl, "objectl");
world.addObject2D(object2, "object2");
world.addObject2D(object3, "object3");
world.addObject2D(object4, "object4");
world.addObject2D(object5, "object5");
world.addObject2D(object6, "object6");
world.addObject2D(object7, "object7");

world.addObject2D(object8, "object8");
world.addObject2D(object9, "object9");
world.addObject2D(object10, "objectle");

Menu menu;

auto tpl = chrono::system_clock: :now();
auto tp2 = chrono::system_clock: :now();

while (window.isOpen())

{

tp2 = chrono::system_clock::now();
chrono: :duration <double> elapsedTime = tp2 - tpil;
tpl = tp2;

double d_elapsedTime = elapsedTime.count();
std::string title = "Pseudo3DEngine

+

+ std::to_string(camera.y());

window.setTitle(title);
sf::Event event;
while (window.pollEvent(event))
{
if (event.type == sf::Event::Closed)
window.close();
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+ std::to_string(camera.x()) +

"
)



window.clear();
if(!menu.isPaused()) {
udpSocketConnection.update();
window.setMouseCursorVisible(false);
camera.updateDistances(world);
camera.drawCameraView(window);
//world.draw(window);
if(!camera.keyboardControl(d_elapsedTime, window)) {
menu.setPause();
music.play();
backSounds.pause();
s
} else {
window.setMouseCursorVisible(true);
if(menu.isTextures() != camera.isTextures())
camera.switchTextures();
if(menu.isCollision() != camera.isCollision())
camera.switchCollision();

menu.drawMenu(window, d_elapsedTime);
//FOR MUSICS
if(!menu.isPaused()) {
backSounds.play();
music.pause();

}
}
window.display();
¥
return 0;
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