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3I'O/JIA 3m00yBauya BHIIOL OCBITH
JlepkaBHOT'O YHIBEPCUTETY €KOHOMIKH 1 TEXHOJIOT1H PO MepeBIpKy KBajidikamiitHo1
po0OOTH Ha MPOSIBU aKaJIEeMIYHOTO TIjIariaTy
Ta po3MiiieHHs B Peno3urapii YHiBepcutery

A, Hocyp Jlanuio MuxainoBuy (ITIIT),
MIATPUMYIO TOJMITHKY Jlep)KaBHOTO YHIBEPCUTETY €EKOHOMIKM 1 TEXHOJIOTiH 3
aKaJIeMIgHO1 TOOPOUECHOCTI 1 BIIKPUTOTO JIOCTYIIY.

3acBiauyo, o kBamdikamiifHa 6akanaBpcbka podoTa
«Po3pobxka rpu y sxanpi RPGy
BUKOHAHA CAMOCTIMHO Ta HE MICTHTh aKaJeMiuyHOTO Iuiariary. Sl He HajaBaB i HE
0JIEP’KYBAB HE03BOJIEHY JIOMIOMOTY TI1]1 Yac MiArOTOBKU I11€i poboTu. PoOoTa MICTUTH
pE3yNbTaTH BIACHUX JOCIIIKEHb. BUKOpHCTaHHS 171€H, pe3yNbTaTiB 1 TEKCTIB IHIIUX
aBTOPIB MAlOTh MOCUJIAHHS Ha BIJIMOBIIHE JIKEPETIO.

I3 ynnauM [TonoxkeHHsaM po 3aroOiraHHs Ta BUSBJICHHS aKaJeMIYHOTO IUIariaTy
B pobotax 3m00yBayiB BHIOI OCBITH Jlep:KaBHOTO YHIBEPCUTETY EKOHOMIKH 1
TEXHOJIOT1M o3HahomisieHHWi. YITKO yCBIIOMIIIOIO, IO B pa3l BHUABJICHHS Y
KBamiQiKaiiitHii poOOTI MOPYUIEHHS HOPM aKaJeMIYHOi JOOpOYEeCHOCTI poOoTa HE
JIOTYCKA€ETHCS JI0 3aXUCTy a00 OILIHIOETHCS HE3aI0BUIBHO.

Takox s1 moiHdopMoBaHuid, 110 BiAMOBIIHO J10 «IlomoxkenHs mpo PemosuTtapiii
Jlep:kaBHOTO YHIBEPCUTETY €KOHOMIKM 1 TEXHOJIOTI» 3a3HadeHa pobora Oyne
po3MilieHa B EnekTpoHHOMY apxiBl YHIBEPCUTETY. 3 YMOBAaMHU TaKOr'0 PO3MIILEHHS
O3HallOMJICHHI(HA).

[ara I1IUC 1HILIAJIK, TIPi3BUILE (BJACHOPYY)
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AHOTALIA
Ha 0akaJIaBpCbKY po0oTy
«Po3podka rpu y xanpi RPG»
Hocyp A. M.

Kpamidikamiitna pobora 3a cnemiandpHicTI0 121 — IHXEHEpis MPOTrpaMHOrO
3abe3rneueHHs — Jlep)kaBHUM yHIBEpCUTET €KOHOMIKU 1 TexHojoriit. — Kpusuii Pir,
2025.

VY kBamiikamiiiHiii  poOoTi po3pobneHo rpy y kaHpi RPG na wmoBi
nporpamyBaHHsi C++ 3 BukopuctanHsaMm rpadiunoro APl OpenGL nns moGynosu
BI3yaJIbHOT'O CE€PE/IOBUINA T'PU Ta aHIMaIlli IEPCOHAXIB.

Cucrema moOynoBM Ta 30€peKeHHs IrpOBOTO CBITY Tpu MOOyJOBaHA 3a
nonomoroo XML penaktopy kapt TiledMapEditor, koTpa 103BoJisI€ T00Y/10BYBaBTH
Ta 30epiraTu iIrpoBy Maily Ta BMICT ITpOBOTO CBITY.

3a Juisl BUBaHTa)XEHHs Ta B1JOOpakXeHHs 1IrpoBoOi Mamu OyJo CTBOPEHO Hallp
1HCTPYMEHTIB JIJIsl 3YUTYBaHHS Ta PEHIEPY MAIIH.

Y  migcymky  kBamidikamiiHoi  poOOTH  po3pobiieHO  (QYHKIIIOHATBHY
KOMIT'IOTEpHY Ipy y >kaHpi RPG, 1o 3a10BObHSIE OCHOBHI BUMOI'M JO ITPOBOIO
nporecy, TpadiyHoro o¢pOpMIICHHS, CHCTEMH 30€peXeHHS Ta 3pPy4HOCTI
BUKOPHCTAHHS.

Kirouoni cnosa: AHIMAIIIA, C++, OpenGL, OpenAL, JSON, C#, Windows
Forms, RPG, I'PA.



HEPEJIIK YMOBHUX ITO3HAYEHb

IHo3Hauenusa

IosicHeHHHA

C++

MoBa mnporpamyBaHHs, SKa IOEIHYE TPOIEAYPHY Ta
00'€KTHO-OPIEHTOBaHY MapaJaurMu. BUKOPUCTOBYEThCS IS
CTBOpPEHHS BHCOKOIIPOTYKTUBHOTO IPOTPaMHOTO
3a0e3IeueHHs, 30KpeMa irop.

OpenGL (API)

['padiunuii iHTEpdeiic mporpaMmyBaHHs, IO 3a0e3neuye
npsaMuUid  goctynm g0 TpadivyHOrO  mpoliecopa A
Bij0OpaxkeHHs 2D- ta 3D-rpadiku.

Windows Forms

[Inatrdopma nisi cTtBOpeHHsI rpadidyHuX 1HTEp(DENciB y
cepenopuili Windows Ha 6a3i .NET.

RPG (Role-Playing
Game)

Kanp KOMIT'IOTEpHUX Irop, y SKHX TpaBellb Kepye
MEPCOHAXKEM, BUKOHYE 3aBJaHHS, JOCHIJKYE CBIT Ta
BILUIMBAE HA PO3BUTOK CIOKETY.

NPC (Non-Player

[lepcoHaxk, 0 HE KOHTPOJIOEThCA rpaBueM. Moxe OyTu

Character) BOPOT'OM, COFO3HHUKOM 200 HEUTPATLHUM 00’ EKTOM.

A* AJTOPUTM TMOUIYKYy HAWKOPOTHWIOr0 UHUIIXy B Tpadi.
BukopucTOBY€EThCS AJI HABITallll HEPCOHAXKIB Y Ipi.

TileMap Cucrema moOynOBM KapTH 3 OKPEMHUX IUIMTOK (TaiisiB).
BukopucToBY€EThCS AJ1 CTBOPEHHS PiBHIB y 2D-irpax.

Shaders Hesenuki mnporpamm, mo BUKOHYIOThCS Ha GPU mus

00poOkM rpadiku (OCBITIEHHS, TiHI, KOJIbOPH TOILO).

Renderlnstance

bazoBuii kmac mng penaepy OO'eKTIB y rpl, IO Kepye
oydepamu Ta reometpieto Ha piBHI OpenGL.

Content Karanor, y sxomy 30€piratoTbCsi BC1 peCypcH Irpu: TEKCTYPH,
Maru, 3BykH, ckpunty, Ul, animariii To1o.
XML dopMar  CTPYKTYPOBAHMX  TEKCTOBUX  JaHHUX, IO

BUKOPUCTOBYETHCS IJIsi 30€pEeKEHHSI Mal, BJIACTUBOCTEH,
TaUJIIB TOILIO.

Ul (User Interface)

KopucryBainpkuii iHTEppeiic — Bi3yajabHl €JIEMEHTH, 3
SKMMHM B3a€MO/IIE IpaBellb (MEHIO, KHOTIKH, TTaHEeJIl TOIIO).
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BCTYII

CydacHa 1HAYCTpis KOMII IOTEPHUX IrOp CTPIMKO PO3BUBAETHCS, OXOILTIOIOUU
JieJIaiIi MUpIIe KOJIO KOPUCTYBAUiB Ta IHTETPYIOYHCH Y pi3HI chepH KUTTS — Bl po3Bar
710 OCBITH, HAyKH U McUXoJorii. Irpu nepeTBopuiucs Ha MOBHOLIHHUN KYJIbTYPHUH 1
TEXHOJOTIYHUM (PEeHOMEH, 10 TMO€IHYE TIporpaMyBaHHs, TpadiuyHuUN aU3aiiH,
CIICHApPHY MaWCTEpHICTh 1 MOJEIIOBaHHS CKIAAHUX BipTyasbHHX CBiTiB. OcoOmBe
MICIle cepell YMCICHHUX JKaHpiB 3aiiMaroTh irpu xaHpy RPG (role-playing game) —
POJIbOBI IrpH, IO JO3BOJISIOTH KOPUCTYBady HE MPOCTO OpaTH ydyacTh y MOAISIX, a U
BTLJTIOBATUCS Y BUTA/IaHOTO MEPCOHAXKA, BIUTUBATH HA PO3BUTOK CIOXKETY, PO3BUBATU
HABUYKH Iepost Ta JOCIIKYBaTH ITPOBUH CBIT.

AHaTITUKA CTBEPIKYIOTh, 1110 3arajbHl MPUOYTKHU KIHOTHAYCTPIi Ta My3UYHOI
IHAYCTpIi BXKE MEePEeBULIMIM MPUOYTKH Bijeoirop. Lle BUKIIMKae BUCOKHMII MOMUT Ha
¢axiBIiB, SKI MOXKYTh CTBOPIOBAaTH BUCOKOSAKICHUM IrpoBHil KOHTEHT. Kpim Toro, y
TEXHIYHUX YHIBEPCUTETaX JAeNalll 4YacTillle BUKOPUCTOBYETHCS PO3POOKA Irop sK
HAaBYAJIbHUN I1HCTPYMEHT. Y ULHMX YHIBEpCHUTETax KypCOBI Ta JHUILIOMHI NPOEKTU
0a3yr0ThCS Ha ITPOBUX PYIIisX.

CTBOpeHHsI IrOp TaKOro 3>KaHpy MOTpedye TIMOOKUX 3HAaHb B OO0'€KTHO-
OpIEHTOBAHOMY TIporpamMyBaHHi, po3poOIli i1HTepdeicy KopucTyBada, MOOYI0BI
ITPOBOI JIOT1KK, 30€pEKEHHI JaHUX Ta BiAoOpakeHHI rpadikv y peasbHOMY dHaci.
Oco06nuBoi nomyisipHOCTI Ha0yBatoTh RPG-1rpu 3 BIAKPUTHM CBITOM, y SIKUX IpaBellb
OTPUMYE MOXKJIMBICTh BUIBHOTO TEPECYBaHHS JIOKAI[ISIMU, B3a€EMOJIIi 3 €JIeMEHTaMu
CepeIOBHINA, BUKOHAHHS 3aBAaHb Y OBIILHOMY MOPSIKY Ta MPUHHSTTS PillieHb, 110
0e3nocepeIHbO BIUIMBAIOTh HA PO3BUTOK MOoJIN y rpi. Takuil mixia cyTTeBo 30arauye
reimIuiei, Hajxawoyu HOMy OUIbIIY THYYKICTh, PI3HOMAHITHICTh 1 3aHYpPEHHS Y
BIpTyaJIbHUI CBIT.

JIJisi CTBOpEHHsI TaKWX IrOp HEOOXIMHO BOJOMITA TAKUMHU TPEAMETaMH, SK
MaTteMaTtuku (JMiHiiiHa anrebpa Ta reoMmerpis), (izuku (ans peanizaiii B3aeMOIii
00’€KTIB) 1 OCHOB JM3aiiHy KOPUCTYBaIbKOro 10cBiay. Oco0auBa yBara nmotpioHa ais
CTBOPEHHSI BHYTPIIIIHBO1 IrPOBOi CHCTEMH, SIKa BKJIF0OUa€ OOMOBY MEXaHIKy, IHBEHTaAp,

CUCTEMY J1aJIOT1B 1 KBECT.



VY pamkax nanoi kBamiikaniiHoi pod0TH peani3oBaHO po3poOKy KOMIT FOTEPHOI
rpu y kaupi RPG 3 BiaKpUTUM CBITOM, sIKa CTBOpPEHA MOBOIO TporpamyBaHHs C++ 3
BukopuctanuaMm rpadigdoro API OpenGL. Bukopucrtanns texnozorii OpenGL
3a0e3rneuye SKiCHE Bi10OpaKeHHsI ABYBUMIPHOT Ta TPUBUMIPHOI rpadiku, BKIOYAI0UN
peaiizaliilo OCBITJICHHS, TiHEH, aHiIMallli Ta I1HIIMX Bi3yaJdbHUX €QeKTIiB, SKI €
HEOOXTHUMHU IS (popMyBaHHS TPaBAOMOMIOHOTO IrpOBOTO MPOCTOPY. Takox y
MPOCKTI MPHUAUICHO yBary 3py4HOCTI KOPHCTYBAIbKOTO iHTEp(DENHCYy, MOKIMBOCTI
30epeKeHHsl IrpOBOrO MPOrpecy, a TAKOXK ajamnTaiii rpu AJs BCTAHOBJIEHHS Ha
NEPCOHAIIbHI KOMIT FOTEPH.

CTBOpeHHsI BJAcCHOi CHUCTEMH PEHJIEPUHTY Ta onTuMizaimii rpadiku s
cTabuibHOi pobotu Ha 3BHuarHuX [IK Oyno omHiero 3 HaWIIKaBIIUX MPOOJIEM Yy
npoekTi. Lle 703BONMMITO TIIMOIIE 3aHYPUTHCS B CTPYKTYPY I'padiyHOro nanruiaiiHy ta
3pO3YMITH, SIK JOCSATAETHCS TAPMOHIT MK MPOAYKTUBHICTIO Ta AKICTIO Bi3yalli3arlii.

[Ipoekt Oyno peanizoBaHo 3a gonomorow OpenGL, BIAKPUTOTO CTaHIAPTY
rpadiku, SKUi 103BOJISIE IPALIOBATH 3 HU3bKOPIBHEBUMHU I'papiuHUMH MOKIMBOCTAMU
anmapatHoro 3a0esneueHHs. lle mokpanmio po3yMiHHS OCHOB TpadiqHOrO PYIIis «3
HyJIs» 0€3 BUKOPUCTAHHSA TOTOBUX IrpoBHX muiargopM, Takux sk Unity abo Unreal
Engine.

AKTyallbHICTh TEMH MOSICHIOEThCS HE Juiie nomnyispHicTio RPG-xaHpy cepen
IpaBIliB, a ¥ TUM, IO pO3poOKa TaKUX IrOp J03BOJIE HA MPAKTHII 3aCTOCOBYBATU
MIUPOKHM CTIEKTP 3HAHB y Taly31 MPOrpaMHOI 1HXEHEePii, KOMIT IOTEPHOI rpadiku.

MeToro AUIIIOMHOT pOOOTH € CTBOPEHHSI IPOTOTHUITY KOMIT FOTEPHOI TPH y JKaHPi
RPG, mo 3abe3neuye 0a30Bl MEXaHIKUM T'PU y BIAKPUTOMY CBITI 3 BUKOPUCTAHHSIM
Cy4yaCHUX IHCTPYMEHTIB po3poOKH rpadiku Ta 3BYKy. Y Tpoleci poOoTu OyIio
MpoaHaIi30BaHO OCOOJIMBOCTI JKaHPY, BHU3HAUYCHO KIIIOYOBI KOMIIOHEHTH TpH,
peanizoBaHo TpadivyHe cepeoBHINE, MEXaHIKy MEePEMIIEHHS Ta B3a€MOJIIi, a TAKOX
3a0€3MeUYeHO TEXHIYHY MOXKJIMBICTh 3aITyCKYy MPOEKTY HA LIIbOBUX MPUCTPOSIX.

V natui AH1, KoJiu po3po0Ka Irop CTae JETOo 3aBIIKH BIAKPUTUM 010110TeKam

1 (hpeitMBOpKaM, OCOOIMBO BaXKIMBO CIIPOOYBATH CTBOPUTH irpH 3 HyJs. Lle He nuie
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MOKa3ye, HACKIIBKU T00pE BU BOJIOAIETE IHCTPYMEHTAMH, ajie i IOMOMOKE BaM Kpallie
3pO3yMITH, SIK OyAYIOTHCS CKJIaHI CHCTEMH.

Takum uuHOM, cTBOpeHHS Biakputoro cBity RPG — 1e He mpocto cnocio
peaizallii TBOpUMX iAeH, a i TOBHOIIIHHE TEXHIYHE 3aBJIaHHS, K€ OXOILIIOE OApa3zy
KUIbKa HampsMKiB mnpukiaaHoi iHopMmatuku. [IporpamyBaHHS, apXITEKTypHE
MIPOCKTYBaHHS, O0OpoOKa Tpadiku B pealbHOMY daci, poOoTa 3 BI3yaJIbHUMHU Ta
3BYKOBUMHU PECYpCaMH, ONTHMI3allisl MPOIYKTUBHOCTI Ta po3podOka iHTepderciB
KOPHUCTYyBaya — yCe 1€ CKJIaJI0B1 IIbOTO MPOEKTY. PO3poOHKK MOBUHEH T0OpE pO3yMITH
QITOPUTMHU, CTPYKTYPU JAHUX, NPUHUUNM POOOTH 3 TaM ATTIO Ta rpadiuHui
nalIIaiiH i yac mnpoiiecy peaiizaiii. BiH Takok TOBUHEH BMITH 3aCTOCOBYBATH I1€
PO3yMIHHS B pEaIbHOMY CBITI.

KpiMm TOro, BHKOHAHHS TaKOTO 3aBJaHHS 3HAYHO TOKPAIILyE PO3YMIHHS
KoMIT' FoTepHO1 rpadiku, ocobaruBo npamtoroun 3 OpenGL, onHi€0 3 HAWBIIOMIIIMX
010J110TeK 1J11 HU3bKOPIBHEBOrO peHaAepuHry. [liarotoBka cnerianicra, IKUil I1aHye
npaioBatd B cdepi reiimaeBy ad0 CyMIXKHUX Taly3six, BKIIOYA€ BUBYEHHS OCHOB
noOyI0BH CIICHH, IIEHePiB, 0OPOOKH KOOPAMHAT 1 MATPHUIlh TpaHCHOPMAIIiii.

Takum YMHOM, CTBOPEHHS BiIKpUTOTO CBITY RPG — 11€ 3aBaaHHs, K€ BKIIOYaE
B ce0e 1HKEHEepPHUI MiAXiJl, TBOPUYICTh, CHCTEMHE MUCIJICHHS Ta 1HXXCHEPHUU IMiJIXiJ.
3aBIsSKU IIbOMY MOKHA PO3BUBATHU K TEXHIYHI HABUYKHU, TaK 1 HABUYKU TUIAHYBAHHS,
KOMaHTHOT pOOOTH, CAaMOCTIHHOTO MPUUHSTTS PIIlICHb, TPOEKTYBAHHS Ta TUTAHYBAHHS.
[le He mpocTO TEXHIUYHE MOCSATHEHHS; 1€ TaKOX Mokazye mpodeciiiHy 3puTicTh 1

TOTOBHICTb JI0 CIPaBKHIX BUKJIMKIB y cdepi cyyacHux IT.
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PO3JILI 1
MMOCTAHOBKA 3AJTAYIT

1.1. OcHOBHI BU3HAUEHHS Ta XapaKTEPUCTHKA 3ajadi

Po3pobka rpu y xkanpi RPG y BimkputomMy BCECBITI € 3aBIaHHSIM HE 3 JICTKHX,
Ta MoTpedye BiJl BUKOHABIIS BEJIUKOI BIIMOBIAAIBHOCTI Ta MIUPOKO CIIEKTPY 3HAHB K
y cdepi nporpaMmyBaHHs 13 BUKOpUcTaHHsAM Tpadiunoro APl OpenGL, BneBHeHUX
3HaHb MOBHM HporpamyBaHHs C++, Tak 1 OpIEHTYBATHCS y ITPOBUX TEXHOJIOTISX,
1o0y10B1 BUCOKOSIKICHOTO IrpOBOTO TIPOYKTY, Ta PO3YMITH 0a30B1 IrpOB1 MEXaHIKHU Ta
THUIIN ITPOBUX KAHPIB.

B nepury yepry npu CTBOpEHHI IpU TaKOTO >KaHPY HEOOX1THO YITKO BUPIIIUTH
OCHOBHY TEMaTHKY Ta IFPOBUI CETTIHT Ipu. Bike 6a3zyrounch Ha IbOMY B IOJAJIBIIOMY
HEOOX1JTHO 13 BEJIMKOIO BIATIOBIAAIBHICTIO MIAIATH 10 MA00PY IFPOBUX aCETIB, HA AKUX
Oyzne OyayBaTHCh Hallla rpa, Ta MponucaT 0a30BUM CIIEHAPIN TPH.

[Ticnss 4iTKOT MOCTAHOBKM 3aJayi, HACTYITHUM KpPOKOM, HEOOX1AHO BHUPILIUTH
SAKUU CTEK TEXHOJOTiid Oyne Hailouibll e(pEeKTUBHMM Ui BUPIMICHHS MOCTaBJIEHOI
3anayi. [licis goro, MokHa BIIEBHEHO MIAXOAUTH 10 (hopMyBaHHS 6a30BO1 CTPYKTYpH
HAIO1 TPH.

B mamomy Bumaaky, sik Oyjo cka3aHO Bulle, rpa Oyae peaiizoBaHa i3
Bukopucrtanusam rpadpigaoro APl OpenGL na moBi C++ y xkanpi RPG. Certinr rpu s
o0OpaB cepeHbOBIYHUH 13 BMICTOM MariyHUX Ta Mi()IYHUX CTBOPIHHB, I[OCh HA KIITAJT
CETTIHTY TakuXx irop sk “Bigemak”. [{st irop moaiOHOTO KaHpPy ¥ CETTIHTY Y MPOCTOPI
IHTEpHET € 0araTo Pi3HOMAaHITHUX aceTiB. Takox, BEJIUKUM IUIFOCOM TaKUX Irop € iX
NOMYJSIPHICTh, 0 HAAACTh HAM 3MOTY 3apOOMTH TapHi T'POIIl y BUIMAJKY SIKICHOTO
CTBOPEHHSI TPH Ta i MOHETH3AIlll y MaiilOyTHHOMY.

CtBOpeHHSs rpu 0COOJIMBO TAKOTO )KaHPY Ta MaclITady - 3a/1ada, KOTpa moTpedye
BEJIMKOTO BMICTY THYYKOTO 1HCTPYMEHTapilo y apceHasi po3pooHuka. Tomy, Takox,
SK OJTHIEIO 3 MPOBITHUX 337a4 [IPU CTBOPEHHI LIbOT'O JUIIOMHOI'O MTPOEKTY S BUPIIINB
CTBOPHUTH HaO1p IHCTPYMEHTAPIIO JIJIsi CTBOPEHHS JTBOBUMIPHUX 1TOp, IIIOCHh HA KIITAIT

IrPOBOTO JIBUTYHA, KOTPUI Y MallOyTHbOMY CIIPOCTUTH CTBOPEHHS 1rop, Ta HaJacTh
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3MOTy €(EeKTUBHO BHKOPHMCTOBYBATH MOOYIOBY Ta peHAep rpadiku 3a TOMOMOTOI0
OpenGL.
Takum yuHOM, MM Ma€eMO Tiepesi cCOOOI0 HACTYIIHI 3a/1aui:

1. B mepmry 4yepry, MA MaeMO CTBOPHTH SIKICHUH MPOTOTHUIT TPU Y JKaHPi
RPG, koTpuil MiCTUTHUME IrpoBYy Mamy BUIbHY ISl JTOCHIIPKEHHS, Ta
CTa01IbHY pOOOTY I'PH 3 TAPHUM O(POPMIICHHSM Ta MPUBAOIUBOIO IpadiKoIo
Ta atMocdeporo. I'pa mMae maTu 3ByKOBe CynpoBojKeHHs. CerTiHr -
CepeHbOBIUYHO-MI(DIYHUHN, HA KINTAIT cepii irop “Bigpmak™.
2. Mary rpu Ta BMICT KOHTEHTY Ha HI MH MAaEMO PeIaryBaTH 3pyYHUMH
cTopoHHIMU (200 * CBOIMHU) 3aco0aMu, KOTPl MOTIM MU MaTUMEMO 3MOTY
34UUTYBATHU Ta BIJIPEHACPUTH 1 BIIOOPA3UTH Y TPI.
3. 3a st 3py4HOrO Ta €EeKTUBHOTO CTBOPEHHS TPU HEOOXIAHO CTBOPUTH
3pYYHHUI 1HCTPYMEHTAapiid, Ha KIITAIT IrPOBOTO JBUTYHA, KOTpHUil OyJe
CIPOITYyBaTH CTBOPEHHS I'PH Y JOBTOCTPOKOBIH MEPCIICKTHBI.
4. CTpyKTypa I'pd Ha IHCTPYMEHTIB JiJIsl pO3pOOKH Mae OyTH 3pYy4YHOIO Ta
IHTYITUBHO 3pO3YyMIJIOI0 IS €KCIUTyaTailii 1HIIMMH PO3POOHUKAMHM, IO
HaJacTh 3MOTY JUIS CTBOPEHHS Ta WIATPUMKHA TPH KOMAaHIOK Y
MaiOyTHHOMY.
5. 'pa Mae paBaTu BeNMKUN TPOCTIp AJiE PO3BUTKY Ta MOHETH3AIlli
(HampuKJIag OpOCTip IS CTBOPEHHSI CUKBeNy, chiH ody, ¢aH-cepsicy,

OHJIaWH PEXXHUMY, Ta THIIIOTO BUIY PO3BUTKY Y MaiilOyTHHOMY).

1.2. AmHani3 aHanoriB Ta KOHKYPEHLIIi Ha pUHKY

BiaBepTto kaxkyuu, aHAIOr1B irop M011I0HOTO )KaHPY 1 CETIHTY Ha PUHKY € Oararo.
Ane, HEe BapTO BTpayaTH €HTY31a3My, aJKe CIIAKYIOYM 3a TEHJEHIIIEI0 Jerpajartii
CydacHoro puHky AAA irop MokHa 3 MOBHOIO YIIEBHEHICTIO CKa3aTH, 1110 1HJII 1TPH,
ocoomBo xaHpy RPG Ta Takoro cerinry, € 10CuTh 3aTpeOyBaHUMH cepesl TeimMepiB

YCbOT'O CBITY.
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Are, He BapTO HEJOOIIHIOBATH KOHKYPEHIIIIO Ha PUHKY, aJK€ MPUXUIbHUKIB
crapoi mkoim RPG y Hac wac Takok BHCTadae, i 4ac BiJl 4acy PUHOK JUBYE Hac
TaKUMH IIEJeBpaMU IrpoBO1 1HAYCTPii, SIK, HaANpUKIad, HEIIOJAaBHO BUITYILIEHA
Kingdome Come: Deliverance 2.

Kingdome Come: Deliverance 2 - 1ie rpa BiJ 4yechbkux po3poonukiB Warhorse
Studio, croxeT KOTpoOi po3MOBiJlae HaAM MpO MOJIli, KOTpl BiaOynucs y boremii XV
cromitts. [lomii rpu MaroTh ICTOPHUYHUNA KOHTEKCT 13 HOTKAMH JOMHCIIB (SIK,
HaMpUKJIaJ1, TOJOBHUM Tepoid rpu IHIpo).

[IoiiHO rpa 3'1BUIACA HA CBIT, SIK B Ty K MUTh BOHAa 003aBenach BEIUYE3HOIO
T000B't0 TelMEPIB 3 YChOTO CBITY, SIK HOBHX, TaK 1 CTapuX BETEpaHIB cepii KOTpi
YeKaJIu MPOJAOBXKEHHS IUTNX 7 POKiB!

Peuent ycnixy rpu OyB JOCHTH MPOCTHH - Yy KepMa JOCUTh MOJIOAOi CTYAil
Warhorse OyB rapuuii cuienapuct Jlaniens BaBpa, KoTpuii paHiiie HalucaB CIOKETU Ta
CTBOPHB Takl CBITOBI XiTH AK “Madis 17 ta “Madis 2”. Yonosika B mnepury yepry
LIKaBUJIO HE BJAcHEe 30aradyeHHs, a CTBOPEHHs /IMCHO TrapHUX Irop, KOTpI
PO3MOBIAAIOTH JIHMCHO I11KaB1, 3BOPYIUINBI Ta IHTpUTYI0Ui icTopii! Came Takumu Oyiu
CIOJKETH HOro 1rop.

Takox, BearKe 3HAYCHHS ISl YCIIXY TpU BiAIrpae ii HApaTUBHUM JTU3aiiH, CBIT
rpu (HaCKUIbKHU BiH KMBHUH Ta HACKUIBKH BiH BiOOpakae Te, 10 BiAOYBa€ThCA Y TPi),
Ta SIK CBIT pearye Ha .ii rpasud. [ligOuBaroum MiACYMKM CKa3aHOTO BHUIIE, HAM
BaXKJIMBO CTBOPUTH CBIT, B IKOMY CIIPaB/ii TPABIISIM XOUYEThCS KUTH!

OTxe, TAKUM YMHOM, MH MOYKEMO 3pOOUTH BHCHOBOK, III0 HE MAJIO BOXKIIUBUM
aCIeKTOM Yy CTBOPEHHI I'PU € CTBOPEHHS KHBOTO IrPOBOT0O BCECBITY, IKUH pearye Ha
nii KopucTyBaya, Ta BiIoOpa)ka€ OCHOBHI MOTHUBU Ta IICHTPAIBHY 1CTOPIIO, KOTPY
PO3IOBIAA€ HAM CIOXKET T'PH.

Takox, 3amis OuTbil KOMGOPTHOTO Ta MPHUEMHOTO ITPOBOTO IMPOIIECY,
HEOOX1JTHO 3pOOUTH rapHy ONTUMI3AIIIO AJIS TPU HA PI3HUX MPUCTPOSIX, 00 HABITh
KOpHCTYBa4i i3 HE HAATO CUILHUMH MEPCOHATBHUMHU KOMITBIOTEpAMU MOTJIM TPaTh Y

rpy 13 kompopTtom! Jocsia nepuroi yactuau Kingdom Come: Deliverance nokasye sik
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HisSKa 1HIA Tpa, M0 KOPHUCTYBadl Iy>KE€ YyTJIMBI O ONMTHUMI3allii Ta Mpae3aaTHOCTI
ITPOBOTO MPOIYKTY!

He nuBnsauuce na Tte, mo Kingdom Come: Deliverance 2 - r1pa y
TPHOXBUMIPHOMY BCECBITI, @ MOSI Tpa HalllIeHa Ha JABOXBUMIpHE, JOCBiJI CTBOPEHHS
KOPHCTYBAILKOTO iHTep(delicy € €NWHUM, Ta HE JOCUTHh BHIO3MIHEHHUM Cepell irop

xanpy RPG. Tox, po3riissHeMo KOpUCTyBallbkuil iHTepdeiic rpu (puc. 1.1).

Puc. 1.1. Kopucrtysauskuii intepderic rpu Kingdom Come: Deliverance 2

Sk MU MOXKEMO criocTepirati Ha pucyHky 1.1, y BepXHiil yacTUHI €KpaHy MU
MOKEMO CITOCTEpIiraTi paaap, KOTpHA BKa3ye KOPUCTYBadeBi Ha HOTO IOTOYHE
HaIpaBJICHHS, Ta HAMPABJICHHS IMOTOYHOTO KBECTY, KOTPE BUKOHYE I'PABEITb.

Takuii croci6 HaBirailii € TOCUTh PO3MOBCIOKEHUM cepea irop xkanpy RPG.
TakuM 4YMHOM KOpHUCTYBad Oyje OiIbIe 3a0XOYEHUU JO0 AOCIIKEHHSI 1rPOBOTO
BCECBITY, aJK€ BIH HE Ma€ KOHKPETHOTO MapIIpyTy , KOTPUH Belle MOTO BiJ TOUKH A
70 TOYKH b KOpOTHIMM NUISIXOM, IO CIIOHYKA€ TPaBIsd CaMOMY IIYKATH MUISX IS
TOCSITHCHHS TOYKH.

Takum ynHOM, MPOKJIAAAIOYH IIJISAX 10 TOTOYHOTO 3aBJAaHHS KOPUCTYBad MOXKE
HAaTKHYThCS Ha 0Oarato IHIIUX I[IKaBUX MICIIb Ha IrpoBIA KapTi (HampuKiIag

JIPYTOPSIAHUX KBECTIB 200 MPOCTO LIKABUX MICIb AJIs JOCTIIKEHB ).
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Takox, Ha MO0 AYMKY, 3aJid OLibIl O€3IIOBHOTO JOCIIKEHHS ITPOBOTO
BCecBiTYy OyJi0 6 1006pe CTBOPUTH BEIUKY IrpOBY MaIy KOTpa Oy/ie MmiIBaHTaXXyBaTHUCh
B 3aJIC)KHOCTI BiJI MOTOYHOTO MICII€3HAXO/DKCHHS KOPHCTyBada, HE BIAIOYUCH JO
EKpaHiB 3aBaHTAXEHHS MK ITPOBUMH JIOKAITISIMH.

He wMano BaximBow yacTuHO KokHOi RPG rpu € Takox 1HBEHTap
kopuctyBada. Y Kingdom Come: Deliverance 2 po3poOHUKK peamizyBalid HOro

HACTYITHUM YUHOM (pHC. 1.2).

Books Mlh:mh Quiest v ﬂﬁlﬁ"’yﬁ
» # 2 @ & &

TERRAAN

i
R

+ MAIN LEVEL 6

B Change outfic [l Help B Exit

Puc. 1.2. IuBenTap rpasis y rpi Kingdom Come: Deliverance 2

Ha Mo10 cy0'ekTUBHY JyMKY 1HBEHTAp Yy I'pl peasli30oBaH HE IOCUTh J00pe, ajxKe
BIH Jy’K€ MepeBaHTaXEeHUH 1H(OpMaIli€ro, Ta IOCUTh BAXKKO 0JIpa3y 30PIEHTYBATUCS
10 3a IO BIAMOBIAAE M KyaH 3BEPTATUCH ISl OTPUMAHHS MOTPIOHOT TOO1 Y MOMEHTI
yacy iHpopMmaliii.

Tyt Mu 6auMO MOKJIHMBICTH MEPEKIIOUYUTUCH CEpell MyHKTaMU IrPOBOTO MEHIO
(Mara, >)KxypHas MoJii, iHBEeHTap, TOIO), KOXKEH 3 AKX MPU3BAHUN BIJOOpaXKaTH CBIi
ocobuctuii acmekT iHdopmarii, Oyap TO IirpoBa mama a0o0 CIHCOK B3SITHX
KOpPHCTYBaueM KBECTIB.

VY irpoBoro MeHw, KOTpe MM 3apa3 pPO3TISJAEMO, € CBOI MiAMYHKTH, KOTpi

G1IBTPYIOTH BMICT 1HBEHTApsl KOPUCTYBaya Mo TUILY BMICTY (30pos, 001aayHKH, 1Ka,
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TOIIO), MO0 3 JIOCUTh 3PYYHO SKIIO HaM HEOOXiAHO BiA(IIBTPYBaTH BMICT CBOTO
Oaraxy, KOTpUH y irpax MOAIOHOTO >KaHPY 3arajioM 3aBXIH JOCUThH MEPEIIOBHEHUM
BMICTOM.

BindineTpoBanuii iHBeHTap, B CBOIO 4YEpry, MH MOXKEMO BIJICOPTYBAaTH 3a
Ha3BOIO, I[IHOIO, SIKICTIO, TOIIIO.

3rosoM, oOpaBIIU SIKUUCHh BMICT 1HBEHTApIO, MU MOKEMO MPOYUTATH KOPOTKY
1HpOpMaIIiI0 MO0 HOTO, IEPETVIIHYTH HOTO XapaKTEPUCTHKH, Ta SIKIIO 11e 30post a60
& 00JIalyHKH, TO MO>KEMO MEPErISHYTH UM € BOHU JIMIIMMU a00 K TIPIIMMHU 32 HaIllX
MOTOYHI1, KOTP1 HaJIIB KOPUCTYBa4 Ha CBOr'0 MEPCOHAXKA.

Bpemri-pemt, skmo 30pos 4u OOJagyHKH HaM MiAXOASTb, MU MOXKEMO
3aCTOCYBaTH iX JI0 HAUIOro MepcoHaxka (abo K BUKOHATU 3 MPEAMETOM 1HBEHTaps
AKYCh B3a€MOJI110, HAPUKJIIAL 3 iCTH, SKIIO 1€ IOCh ICTHE).

Takum yuHOM, nocniKyroun iHBeHTap rpu Kingdom Come: Deliverance 2, mu
MO>KEMO 3pOOMTH BUCHOBOK, 1110 B MEPIIY Yepry IHBEHTAp rpaBLs Mae OyTH JETKUM 1
IHTYiITUBHO 3pO3YMUIMM Yy €KCIUTyaTallii, HaJaBaTH KOPUCTYyBauyeBl KOPOTKY Ta
BUYEPNHY 1H(POpMAIlII0 IIOJ0 €JIEMEHTY IHBEHTaps, Ta HaJaTH KOPUCTYBayeBi
MO>KJIMBICTh COPTYBATH MOr0 BMICT 3a BIACHUMHU BUMOTaMH Ta MOTpedamu.

Takox, iIHBeHTap HE Ma€ OYTH MEPENOBHEHUH BETUKOIO KUTBKICTIO 1H(pOpMAITii.

OminuBim gocBia Benukoi AAA rpu, kotporo 3 Kingdom Come: Deliverance
2, s MPOMOHYIO MEPEUTH A0 YOTroCh OUIbLI MPU3EMJIEHOTO Ta OUIBII CXOXOro IO
TEeXHIYHIA YaCTHHI 10 MO€T TPH.

['oBopstun mpo ABOBUMIpHI 1HA1 irpu y *aHpi RPG HemoxnuBO He 3ragaTu
Stardew Valley, kotpa He Oysa 3po0JieHa BEJIMKOI KOMIIAHIIO, & CTBOPEHA OJHUM
€TMHUM €HTY31aCTOM.

Jlana rpa BUKOHaHa y JJOCUTh IPUBAOIMBIN Ta MPOCTIH IBOBUMIPHIH MIKCETbHIN
CTWJIICTHII, Ta yocoOmoe y cobi aBoBuMipHy Tpy B kaHpi RPG B kotpiit
KOPHCTYBau€Bl HEOOX1THO JOTJISAIaTH 3a BJIACHOIO (hepMoIo!

He nuBnsiunck Ha CBOIO MPOCTOTY, Tpa 3aBOJIOJIIa Belrkow (aH 0azoro, Ta
HIATPUMYETHCS PO3POOHUKOM IO CHOTOACHHS!

Po3risaeMo 0CHOBHI aclieKTH 3aBSKH AKHM I'pa CTaJla TAKOO ITOITYJIAPHOIO:
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1. TIpocToTa Ta HEBHOATIMBICTh IO alapaTHUX MOMJIMBOCTEH KOMITBIOTEpA
KopHucTyBaua. Tak sIK Tpa € JIBOBUMIPHOIO, Trpadika sKOi OyayeThCs
3aBSKU CIIpaiiTam, rpa € 30BCIM HE BUMOTJIUBOIO JI0 MOTY>KHOCTEH. BoHa
3aIyCKAeThCsl Ta KOMGOPTHO TpaIfioe Ha Oyab-sakiid cuctemi! Takum
YIHOM HaBITh KOPUCTYBaYi 31 CJIAOKMMU MEPCOHATIbBHUMH KOMITBIOTEpaMU
MOXXYTh HACOJIOJMTHCS LI€I0 TPOI0, 10 HANA€ TPl JIOCUTh BEIUKUHN
pOCTIp 70 3100yTTs Pan 6azu.

2. IlpocToTa Ta HecmimHUK IrpoBHi mporec. SAKkiio aeski irpu xaupy RPG
€ MBUJIKUMH, CKIQJIHIMH, Ta MOKYTh BUBECTH JEIKHX KOPUCTYBaUiB i3
piBHOBaru, To Stardew Valley HaBnmaku 3auapoBye KOpUCTyBaya CBOIM
MPUMHUPEHHSIM Ta CIIOK1iTHOI0 aTMocdeporo. ['pa cTBopeHa came Jisi TOro,
100 KOpHCTyBa4 OTPUMYBAB HACOJIONY, 33 JOBOJICHHS, PO3CIabIeHHS Ta
BIIMOYMHOK BiJl OYACHHOCTI IT1J1 Yac irpoBOIo mpoiecy. Y rpi TH MPOCTO
JOTJIA/Iacll 3a BIAcCHUM paHuo! InaeanbHUN MeaUTATUBHUN IrpOBHIA
MpoIeC KOTPUM MPU3BAHUM 3aCMOKOITH Ta BIABOJIKTU KOPUCTYBAUiB Bij
OyneHHocTi!

3. Ilpuemnue BizyanpHe odopmieHHs. He nuBnsumch Ha Te, 10 T'pa Mae
MIKCEJIbHY JBOBUMIPHY Tpadiky, Bi3yaldl TpU € JIOCUTh NMPUEMHHM Ta
3aCTOKIMIMBUM.

Po3rasiHyBIIM OCHOBHI MOMEHTH KOTpPlI TPHUHECIH TPl MOMYJSPHICTb, MU
MO>KEMO 3pOOUTH HACTYITHI BUCHOBKHU:

1. I'pi He 000OB’SI3KOBO MaTH CKJIAJKy rpadiky KoTpa BKIOYATHME B ceOe
INPOBIJHI TEXHOJOTii, Tpl HEOOXIAHO MaTH MPOCTO MNPUBAOTUBUN
Bi3yaJIbHUW BUTJISI].

2. 3a s OLIBIIOTO 0XOITy ayAuTOPii, BAXKIUBO 1100 rpa q00pe mnpairoBalia
Ha OUTBIIIOCTI CUCTEMaX Ta KOMIUICKTYIOUHX.

3. BaxnuBo 1100 rpa Gyia He JOCUTh CKIIaIHOIO, 0O KOPUCTYBay MOYyBaB
ceOe B Hiil KoM(DOPTHO Ta po3CcIabIICHO.

PosrnsiHemo BizyanbHe opopmiteHHs rpu (puc. 1.3).
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Puc. 1.3. Bizyanenae odopmitenns rpu Stardew Valley

Sk MM MOXXEeMO crocTepiraTu, rpadika Ipy € He CKIaJHOI0, alieé B TY XK caMmy
MUTb JOCHUTH IIPUEMHOIO.

KopucryBanpkuii iHTepdeiic CKIagacThcs 3 TMAaHENl MIBUIKOTO JOCTYIY
KOpHUCTyBaua JI0 MpeIMETiB 1HBEHTaps (HW)KHS T[aHenb), M0 HaJaBaTHUMe
KOPHUCTYBAYEB1 3MOTY IIIBUKOTO IOCTYITY /10 OyIb IKMX 3 00paHUX paHIIIe eIEMEHTIB.

Taxuit migxix € TakoX JOCUTh MONYJISIPHUM CEepe] irop MoAIOHOTro KaHpy, aje
B HaIlIOMY BHIIQJKy AopeuHimie Oyae obpatu miaxin kotpuii OyB y Kigdom Come:
Deliverance 2. Tam Takox OyJsi0 Take MEHIO MIBUIKOTO JOCTYITY, ajie J0 HbOTO MOYKHA
Oy70 10omaTH HEBENMKY KUIbKICTh €JIEMEHTIB, KUIBKICTh SKHUX TaKOXXK Oa3zyBajach B
3aJIEKHOCTI BiJl TOTO SIKMH MOSIC HAJITUM Ha KOPUCTYyBaya.

OOuparoun Takuil MAXIT 00 peaizamii MEHI0 MIBHIKOIO JOCTYIy MU
OTPUMAEMO MOKJIMBICTh HaJaTH KOPHUCTYBayeBl OUIbIIE MPOCTOPY Ui MOOYAOBU
BJIACHOTO THUITY MEPCOHAXKA.

Posrnsnatoun 300paxenHs 1.3, MU TakKOXK MOKEMO ITOMITUTH BIJICYTHICTb Oy/1b-
SIKOT HaBITaIi, aje MU MOKEMO MOMITUTH JJATYUK KOTPUH JEMOHCTPYE MOTOYHUM Yac

J00M y T'pl Ta KUIbKICTh IPOIIIEH, KOTP1 HAsIBHI HA paxXyHKY I'PaBIIs.
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Takwuii migxiag 3yMOBJICHWIA TUM, IO T'pa OLIBIN aKIEHTYE yBary Ha MpoIieci
JIOTJISITy KOPUCTyBada 3a BJIACHUM TOCIOAAPCTBOM, JOPOTY 0 SIKOTO KOPUCTYBau
3aBk M nam'sitae. ['pa He Mae sIK Takoi CUCTEMU KBECTIB, SK 1HIII irpu xaHpy RPG, ta
BEJIMKOTO IrPOBOTO BCECBITY, TOMY 1 BEJIMKOI MOTPEeOH y cUCTEMI HaBiraiii y rpu He
Mae.

He meH11 BaKTMBUM aClIEKTOM 1rop MOAIOHOTO TUITY € J1aJI0TH 13 MepCOHaXaMu
Ta moaaya iHdopmartii.

HianoroBa cucrema tpu Stardew Valley peanizoBaHa HacTymHUM YHWHOM

H]I'

:

-,

i

The soloon gets pretty lively at mght

Puc. 1.4. Bizyansue odopmiienns rpu Stardew Valley

Taka cucteMa € JOCUTH PO3IMOBCIOHKEHOIO Cepell 1rop MOAIOHOTO KaHPYy Ta
rpadiuHOi peaizaillii, aJyke CBOPIOYH TPy Yy MiKceIbHOMY (hopMaTi JOCUTh TUBHO OYyJI0
0 4yTH cnpaBkHIA TyOispk 3 ByCT mepcoHaxiB rpu! Tomy, Takuil miaxig € JOCUTh
ONTUMAJILHUM, Ta HE BUKJIMKAE MUTAaHHB Ta 00YPEHHS cepell TPaBIliB.

Bumoroto 10 Mo€i rpu y MailOyTHbOMY OyJle CTBOPEHHSI CUCTEMU J1aJIOTIB Ta
pO3rajyKeHHs IPOBOTO CIOXKETY Ta MOJIM B 3aJIe’KHOCTI BiJi BUOOPY KOpHCTyBaya B

MPOIIEC] TPH.
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Taxa cucrema HagacTh HaM He JuIIe e()eKT 3aHypPEHHS KOPUCTyBaya y Ipy Ta ii
CBIT, aJie¢ ¥ BIAYYTTS BIUIMBY Ha Hel.

Takox, Oe3CHipHUM IUIIOCOM € MOXIIUBICTh IEPENPOXODKEHHSI TpU Y
MalOyTHHOMY 3aJUIsl OTPUMAaHHS 1HIIMX (MOMKJIMBO HAaBITh YHIKaJIbHUX) BapiaHTIB

PO3BUTKY THUX YH 1HIITUX MOJIIH.

1.3. ®opmyBaHHS BUMOT /10 MPOJIYKTY

OTxe, pO3IVIAHYBIIM HAasiBHI Ha Cy4YaCHOMY DPHUHKY IrOop aHajoriB, MO)Ha
3poOUTH HACTYIHI BUCHOBKH Ta BUMOTH JI0 MOT'O BJIIACHOT'O IrpOBOT0 NPOAYKTY:

1. B nepury 4yepry HEOOXIJHO CTBOPUTH AHAJIOT BJIACHOTO I1rPOBOTO
JIBUTYHA, KOTpHUM Oy/e CIpOIIyBaTH CTBOPEHHSA Ta MIAPTUMKY TPpHU Y
JIOBIOCTPOKOBIH TIEPCTIEKTHUBI.

2. CTpykTypa TpOEKTy Ta WOro KoJ Mae OyTH 3po3yMimMM, Mmoo i
PO3pPOOHUKH TAKOXK MOTJIA 3pO3yMITH KOJI T 30pIEHTYBATUCH Y CTPYKTYP1
MIPOEKTY.

3. IIpoekt mae OyTH rapHO ONTHUMI3OBAHHWM IiJ HOBI Ta HE YK€ HOBI
CUCTEMHU KOPUCTYBauiB. AJKE SIK MU 3pOOWIIM BHUCHOBOK Ha MPHUKIIAITL
JIBOX PO3IIIIHYTUX MHOIO 1r0p, PALe3JaTHICTh Ta IJIaBHICTh POOOTH IpH
JOCUTh TO3UTHUBHO BIITYKYEThCS Y KOpPHUCTyBadiB. TakoX, JOCUTH HE
3axXMapHi CUCTEMHI BUMOTH TIO3UTHBHO BIUIMBAIOTH Ha MOUIMPEHHS TPU
cepes relmepis.

4. T'padika rpu ta ctumictTuaHe opopmiIeHHS Mae OyTH HE CKJIQJHHUM, ajie
JOCUTh TIpUE€MHUM. HuHI Ha pPUHKY KOMM'IOTEPHUX Irop JOCTaTHHO
MPOCKTIB 13 CKIQAHUMHU Ta IPOTPECUBHUMU TpadiuHUMU TEXHOJIOTISIMH.
Meta 1bOro mpoeKTy - 3400yTH HABUYKHU Ta MOKJIACTH MOYATOK MOEMY
HUIAXy y cepi reiimMaeBy, a axx HisIKk He CTBOPEHHSI IPOPUBHOI Ta JOPOTOi
KOMIT'FOTEpHOI Tpadiku, KOTPY 1 TaK HUHI MOXYTh MPOJEMOHCTPYBATH
Taki mnepenosi irpoBi auryHu sik Unity a6o »x Unreal Engine 5.

CydacHUi PUHOK KOMIT'IOTEPHUX IMOp HACUTHUBCS BIOCTAb TApHUMU
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rpadiunumu Texuosorisimu. HuHi cepen reiimMepiB 3 yChOro CBITY Y

NPIOPUTETI LIKABUM reiiMIUIEH, IiKaBa 3a{yMKa Ta CIOKeT!

BMCHOBKH 1O PO3JIIY 1

OCHOBHI BUMOTH J0 PO3pOOJIFOBAHOTO IMPOBOTO MPOJAYKTY OYyJIM BHU3HAUYECHI
[UIIXOM aHali3y MOToYHOTo puHKY RPG-irop 1 MOpiBHSIHHS 3 ICHYIOUMMH aHAJIOTaAMH.
OCHOBHHUH aKIIEHT JIGKUTh HAa CTBOPEHHI BJIACHOTO ITPOBOTO pyIIis, KU Oyne
POCTUM, ajie PYHKIIOHAIBHUM, 1100 3a0€3MeYNTH THYUYKICTD 1 JIETKICTh MIATPUMKHU
MPOEKTY B MaiOyTHbOMY. Bkpail BaXJIMBO JOTPUMYBATUCA CTAHAAPTIB YHMCTOL
apXITEKTYpH Ta 3pO3YyMUIOI CTPYKTYpPH KOAY, IIOO 1HII pO3pOOHHKM MOTJH JIETKO
OpIEHTYBATHUCS B MTPOEKTI.

Oco0smBa yBara NpUAUISIETHCS ONTHMI3allll, OCKUIBKM I'pa MOBUHHA A00pe
IpaloBaTH Ha HIMPOKOMY CIEKTpl amapaTHoro 3a0esneueHHs. lle cmpustume
NoMyJsipu3alii Tpyu Ta NIABUUIUTH ii AOCTYNHICTh. ['padpiuHa ckiagoBa HE MOBHUHHA
OyTH HAAMIPHO NMEPEBAHTAXKEHOIO, OCKUIBKU 1 (PYHKIIE€IO € CTBOPEHHSI MPUEMHOTO

BI3yaJIbHOTO BPAXXEHHS, @ HE JIEMOHCTpAIIisl TEXHOJOTIYHUX MOXKJIUBOCTEH.
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PO3JILI 2
AJTOPUTMM PO3B’SI3YBAHHS 3AJIAUI

2.1. AnropuT™MH CTBOPEHHS Ta 3aBaHTAXEHHS IrPOBOT MarH

3annsi CTBOPEHHS MOBHOIIHHOTO IFPOBOTO CBITY MEHI HEOOXIJHO MEpeBipeHe
gacoMm pimeHHs st GOpMYBaHHS IBOBHMIPHOI Mamd I CTBOPEHHS 31 CIIPAWTIB
rpadiku MOET TpH.

Moe pimenns nano Ha BukopuctanHs TiledMapEditor, moBHOIIHHOrO
CHpPalTOBOrO peAakTopa IrpOBUX Marl, KOTPUI J03BOJISE CTBOPIOBATH Mall PI3HUX
NO3UIIOHYyBaHHS. B MoeMy BHUMaIKy - BHJ Ha Mary B MeHe Oyie 3BepXy J0 HU3Y.

TiledMapEditor popmye irpoBy many y Buai xml Koy, KOTpHil IpeACTaBICHHMA
y BUJII .tmX Ta .tsx ¢ailiiB, e .tmx - 11e cama irpoBa mara, a .tsx - ¢aii 13 JTaHHUMH
JUJISl 3UATYBAHHS TEKCTYpH 13 (ailiy.

3a ana 3uuTyBaHHS Manu 13 ¢aliB HEOOXIHO CTBOPUTH HAJCKHUI
IHCTpYMEHTapid i Moro pyiris. TomMy, CTBOPHUBIIHM 1HCTPYMEHT pYIIisi, MOBHA

CTPYKTypa SIKOTO Ma€ HACTYIMHUN BUTIISAL (puc. 2.1).

B timoy
Aumimation
TilessetProperties

142 xwcl 2= el —

1

Tile.cpp
Tile_n
TilebMap.cpp

etsController.cpp
etsControaller.ih
TimnyChunk.cp e
TimnyChurmk
Tiny Class.cpp

ontroller.cp
ontroller.h
TimnyMap.cpp
TinmnwihMap.-h
TinySpritelLayer.cpp
TinwvwSpriteLawer.h
TinySrpitelLayersController.cppe

9/B/B/B/B/B/B/B D/

TinwSrpiteLaversController.h
TinyXml.cp e
BN Tanr A mnl Ma

[
[
[
[
[
[
[
[
[
[
[
B>
[
B
[
B
[
B
=2
B
=2
[

Puc. 2.1. CtpykTypa iHCTpyMeHTY i1 3untyBanHs TileMap man



23

Jlna toro, mo0 KapTku, cTBOpeHi B penakropi Tiled, mpairoBanu, HeoOX1aHO
BCTAaHOBHUTU CHCTEMY OOpOOKHM Ta 3unTyBaHHs (aiiiB y dhopmarti.tmx. [Imanyerbes,
o kiac TinyXml, sikuil 3amyckae mpoliec 3aBaHTaXKEHHS KapTH, CTaHE OCHOBHUM
KOMIIOHEHTOM 1Ii€i CHUCTeMH. 30KpeMa, 3alyCK BiJOYBaTUMETHCS 3a JIOTIOMOTOIO
Metony LoadMap, sikuii BUKOHYBaTHME MOYATKOBY OOpPOOKY BX1HOTO (hailiry Mariu.

Ha nepmomy etani nependayaeTbesi IPOBECTH MEPEBIPKY HASIBHOCTI (hailiry. tmx
1 IEPETJISIHYTH Horo cTpykTypy. HacTymHuM KpoKOM Mae OyTH 3UMTyBaHHS KOKHOTO
Talicera, SKMM € MIOKIIOYeHUM. J[Is 1poro moTpiOHO BUKOPHUCTOBYBATH KIac
TilesetsController, sxuii oOpoOIsITUME CTPYKTYpYy TaiiiB, BKJIIOYAIOUM HUISX [0
300paKeHHsI, pO3MIpH, TUMHU Ta i1HIN BiacTuBocTi. KoHTposiep moBuHEH 30epiratu
3YUTaH1 TAWJICETH y 3pYUHOMY JUIsl BAKOPUCTaHHS (pOopMaTi.

Jlami mnjnaHye CTBOPUTH CHUCTEMY JUIsl 3YMTYBAaHHsS KIJACIB MamH, TOOTO
rJI00aJIbHUX TIaPiB, SIK1 JOTIYHO IPYIYIOTh Pi3HI 00’ €KTH, TaKi SIK OyAMHKHU, TPUPOJIHI
KOMITIOHEHTH a00 (pyHKIIOHaJIbHI 30HU. Lle MO)kHa 3poOMTH 3a JOMOMOIOK Kjacy
TinyClassController, skuii BianmoBiJaTUME 3a CTBOPEHHS CTPYKTYpU WIapiB 1
BU3HAYCHHS MOPSAIKY 1X BIIOOpaKEHHS.

Hactynmaum kpokomM Mae OyTth o00poOka chopalTOBUX IIapiB, SKI €
Oe3mocepeHIMA MICHSIMH pO3TallyBaHHs rpadiuyHux eneMeHTiB. Ha mpomy erami
MJIAHY€ThCSA 3UMTYBATH TaKl €JIEMEHTH, SIK KOOPJIMHATU TaWJIiB, aHIMaIlii, BJIACTUBOCTI
KOJI31i, TOYKM CHaBHy, 30HM B3aeMofii Tomo. CopaiToBl mapu € BaKJIUBUM
KOMIIOHEHTOM BI3yaJIbHOTO IMPEACTaBICHHS KapTH, TOMY IepeAdadyuTH THYUYKY
CTPYKTYpPY OOpOOKH JJisl X 3UUTYBAHHS.

[Ticns 00poOKM BCIX AaHUX KapTa MOBUHHA OyTH nepenana B TinyMap, 00’ exT-
KoHTerHep. lledl kmac maTuMme 3MaTHICTHP BUKOHYBAaTH (PYHKIII KOHTpOJEpa Mard,
30epiraloyM CTaH KOXHOTO €JIEMEHTa, KOOpJAWHATH OO0’€KTIB, 1H(OpMaIio Mpo
B3a€EMO/III0, JIOTIKY OHOBJICHHS Ta BUBEJICHHS HA €KPaH.

CtBOpeHHs MOXITHOTO Kiacy Ha ocHOBI TinyMap mependadaeTrbcsi 3 METOIO
BIIPOBAKEHHS CIIEL1AJIbHOT JIOTIKH JUIsl KOXKHOT IrpOBOi Manu. TakuM KJIacoMm y IbOMY
npoekTi mae crtatu WonderWorld, y sikomy metomu Update() 1 OnTriggerEnter()

OyyTh 3MiHEHI BIJMIOBIHO 70 CIIEHAPiiB I'PH.
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[TomimMopduMit 1 po3MIMPIOBaHUN MIAXiA 10 ™NOOYIOBHM IrPOBOTO CBITY
3a0e3MevyyeThCsl 3a JIONOMOTOI0 TOMIOHOI CTpykTypu moOynoBu wmamu. Taki
apXITEKTYpH JT03BOJIIOTH PO3POOHMKAM MOJU(DIKYBaTH JIOTIKY MOBEIIHKH 00’ €KTIB,
CTBOPIOBATH HOBI THUIIM JIOKAIlId 1 peani3oBYBAaTH B3a€MOJil, HE 3MIHIOIOYH SIIPO
pyuris. Y MaiilOyTHBOMY 1€ JT03BOJISIE€ PO3IIUPIOBATH IPOEKT, 101aI0YU HOBI Maru abo

CIOJKETHI pO3TaTyKEHHS, 30€pirarouu 3arajbHy CTa0lJIbHICTh CUCTEMH.

2.2. CTBOpEHHS aJITOPUTMIB PEHACPY

[Ticnst 3aBaHTaKEHHS ITPOBOT MaI HEOOX1THO CTBOPUTH CUCTEMY PEHJICPUHTY,
sKa JJO3BOJIUTH B1JJ0OOpakaTH IrpoBi 00’ €KTH Ha €KpaHi B peKUMi peasibHOro yacy. 1106
3a0€3MeUYUTH MNPOCTUH PEHACPUHI CTATUYHUX E€JIEMEHTIB 1 BHBIJ CKJIQJHUX
aHIMOBaHUX OO0’€KTIB, TaKa CHCTEMa MOBMHHA OyTH MacIITabOBaHOIO, THYYKOIO Ta
MPUIATHOIO IO PO3IIUPEHHS.

OueBuaHo, 1m0 Rect craHe OCHOBHUM KJ1acoM il rpadiyHOro MPeACTaBICHHS
irpoBux 00’ekTiB. Ll Tpymna moBuHHA BUKOHYBaTH (DYHKIIIIO T€OMETPUYHOI OCHOBH,
TOOTO MPSIMOKYTHOT'O 00’€KTa, HA SIKWM MOKHA HAKJIAJaTH TEKCTYpy. TakuM YUHOM,
KokeH Rect mae mepeTrBoproBaTHCS 3 MPOCTOi (BIrypu Ha MOBHOILIHHUKN Bi3yalbHUM
€JIEMEHT, IKUI MOKe OyTH TIEpCOHaXKEM, IEKOPOM, OyAIBHUIITBOM a00 iHTephercHUM
KOMIIOHEHTOM.

VY kiaci Rect cimia nepen6adyuT METOIU IS

1. BcraHoBnEHHS po3MIpy, MICIIS Ta KOJIBODY.

2. Tlpur’sizka maTepiany abo TEKCTYpH.

3. Bukopucranns munii (HaBeICHHs, HATUCKAHH).
4. OHOBJICHHS BI3yaJIbHOTO CTaHY Ta KOOPJUHAT.

Ile no3Bossie Rect BUKOpUCTOBYBAaTH K YyHIBepCajdbHHI OyAiBeNbHUN OJOK,
00 BMBECTH BCl BHJIHUMI €JIE€MEHTU TPHU. ['HydKiCTh I[HOTO KJacy MOBMHHA JaTU
MOJKJIMBICTh JIETKO PO3IIMPHUTH Ta aJanTyBaTH CBOIO TMOBEHIHKY J0 KOHKPETHHX

3aBJaHb.
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[TapanenbHO 3 IIMM HEOOX1IHO BIPOBATUTH CHUCTEMY KEpyBaHHS IICHIepaMu,

ska Oyzne neHTpanizoBaHor. [le Bumarae crBopenns kimacy ShadersController, sikwmii

BIIIIOBIIaTUME 3.

1.
2.

CTBOproBaTH Ta KOMITUTIOBATH IIeiaepu 3 (aiimiB. BepT i.frag.

30epiranHss iXx y KoHrteiHepi unordered map, sAKuM Mae€ yHIKaJbHI
imeHTudikaropu.

YnpaBniHHS HIEHIEPOM Mij Yac peHACPUHTY.

[lepenaua yHipopM-niapameTpiB, Takux sk int, float, bool, vec2, vec3 ta mat4,
cepell IHIIUX.

3anannsam ShaderController € wamanns npocroro APl mis poGotu 3

rpadiuHuMu epexTamMu, SIKUA T103BOJIUTh 3MIHIOBATH Bi3yalibHe OPOPMIICHHS 00’ €KTIB

0e3 BTpy4aHHs B BHYTPIIIHIO JIOTIKY peHaepuHry. Lle ayxe BaXJIHMBO IJii CTBOPEHHS

aJalTHBHOTO OCBITJICHHS, HAKJIAJCHHS TIHEH 1 BI3yaJIbHMX 3MiH Ha 00’ €KTax, sKi

3MIHIOIOTBCS 3aJIEXKHO BiJl CTaHy T'PU YU TPaBLsl.

Po3poOka cTpykTypu mJis MiATOTOBKM T€OMETPUYHUX Ta OypepHUX AaHUX €

HEOOX1THOIO KpiM TieiaepiB. g nporo HeoOxiqHO BuKoHaTH Kiac Renderlnstance.

Horo 060B’s13kaMu GyIyTh:

1.

2
3.
4

CrtBoproBatu Ta 36epiratu 6ydepu VAO, VBO ta EBO.

[lepernsamy reoMeTpUYHUX JTAHUX.

[Tepenaua ix mist penaepunry Ha GPU.

["apanTyBaTH, 10 JOTIKa PEHAECPY 3AIMIIAETHCS OKPEMOIO BiJ JIOTIKH PEIITH
TpH.

Renderlnstance mae OyTu peanizoBaHuid sk 0a30BHM KJac, SIKMM JIETKO

aIaNTYETHCS JI0 PI3HUX THUIIIB 00’ €KTIB. 3aJIe’KHO BiJ] CUTYaIlii BiH JI03BOJIUTH:

1.
2.

[IBK KO MTEPEXOAUTH MiXK PI3HUMHU METOJaMU PEHICPHUHTY.

BuxopucroByBatu Oydepu 3HOBY 1 3HOBY.

[TiIBUIIMTH TMPOAYKTUBHICTH 3a JIOTIOMOIOK ONTHUMI3Allli 3aBaHTaKEHHS
rpadiyHUX JaHUX.

3aBmanasam B3aemozii Rect, ShadersController 1 RenderInstance € cTBopeHnHs

€IMHOT MOJTYJIbHOT CUCTEMU PEHJICPUHTY, i€ KOKEH €JIEMEHT Ma€ BiJIIIOBIIaTH 3a CBOIO
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30HY BIJMOBITATBHOCTI, ajlé BCE OJHO JIETKO BMIHCYETHCS B 3arajbHy apXiTEKTYpy
pyurisi. TakuM YMHOM MOJKHA peami3yBaTH SK MPOCTI CIEHH (KOPUCTYBauyeBi
iHTepdeiicu, MEHI0), Tak 1 CKJIaHl JUHAMIYHI KapTH 3 BEJIHUKOI KUIBKICTIO 00’ €KTIB
0e3 BTpaTH MPOAYKTUBHOCTI.

[TigBoAsTYM TiACYMOK, pEHACPUHT Ma€e OyTH aJalTABHUM JI0 BUMOT KOHKPETHO1

IpH, 1100 3a0e3MeYUTH CTA0IbHY Bi3yalli3allilo He3aJIeKHO Bl CKIATHOCTI CIIEHH.

2.3. Peamizaiiist Kacy nmepcoOHaxiB

3anponoHOBaHWM  pyHIid Mae MICTUTH  YHIBEpCAJIbHUW  KJac, SKHi
BIJINOBIIATUME 32 KEPYBAaHHS Ta MIPE/ICTABJICHHS ITPOBUX MTEPCOHAXKIB, SIK 1 B OyAb-sIKiii
rpi xaHpy RPG. [IpenbavaeTncs, 1110 TakuM kinacom O0yne Pawn, skuii moBuHeH OyTH
OCHOBHHM JIJIsl BCIX *KUBUX ICTOT y I'pi, HE3aJEKHO BiJI TOTO, UM 11€ TPaBelb, BOPOT YU
NPC.

OcHoBHI (yHKIII1, HEOOX1AH1 AJI ICHYBaHHS 00’€KTa B CBITI I'PH, BKIIOYAIOTh
JIOTIKY PYyXy, 0OpoOKy KOJIi3ii, B3a€EMOJIIIO 3 1HIMUMH 00’ €KTaMH, BigoOpakeHHs Ha
€KpaHi Ta peakIlilo Ha Jii KOPUCTyBaua, BKIIOYAIOUM HABEJEHHS Kypcopa, KIIKU Ta
nonii 3iTkHeHb. Llei kimac moBuHEH OyTH CTBOPEHHUH SK OCHOBA ISl HACIITyBaHHSI,
1100 PO3POOHUKU MOTJIM CTBOPIOBATH HOBI1 NMEPCOHAXKI 3 YHIKAIBLHOIO MTOBEIIHKOIO, HE
3MIHIOIOYHA OCHOBHUX (PYHKIIIH.
3rigHo 3 1M METO0/I0M, Pawn mMae MaTH Taki OCHOBHI XapaKTEePUCTHUKU:
Micuie3HaxopKeHHs Ta po3Mip 00’ €KTa Ha Marli.

[IBuAKICTH PyXy, Bary, opieHTaIlisl.
PiBeHb 3M0pOB’S TIOUHU Ta PUSHKH.

BoiioBi BIacTUBOCT1, 0COOJIMBO paJilyC aTakHu.

o~ WD e

MO>KJIMBICTh B3a€EMOIATH 3 IHIIUMH 00’ €KTaMH Ta OTOYEHHSIM MAaIIH.
Kpim TOro, HeoOXiAHO BOPOBAJUTH CHUCTEMY CTaHIB, SKa BHU3HAuUae, fK
MOBOJUTHCSI NIEPCOHAXK, OYyJlb TO >KMBH, KEPOBaHWI TpaBlieM, NPUXOBaHUN a00 B

KIHEMAaTUYHOMY PEXHUMI.
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AwniMaris, ayaioeeKkTd, CUCTEMHU IITYYHOTO 1HTEJNEKTY Ta OOpOOHMKH MOJIN
MOBUHHI OyTH TiAKIIOYEHI M0 Kiacy. Peamizariis aOCTpakKTHHX METOIB, TaKHX SIK
AlMovement(), Update() un Draw(), siki 000B’3K0BO MepeBU3HAYAIOTh HACII1yBaHI
KJIacu, Mae 0yTu ocoOymBicTIO apxiTekTypu Pawn. Ile mo3Bomsie po3podutu mabdioH
MOBEIIHKU JIJIs1 KO)KHOTO TUITY TIEPCOHAXKA.

VY MmaiitbyTHhOMY Mae OyTH pealli3oBaHa iepapXis MOXIJHUX KJIAcCiB, SIK-OT:

1. JIns BOPOXKHUX MEPCOHAXKIB, K1 PyXalOThCs MO KapTi, BIANOBIIAIOTH TPABIIIO Ta
3aBAAIOTh IIKO/H;
2. Jlng KopucTyBaya, KM Kepye irpOBUM MEPCOHAKEM.

Kpim Toro, HeoOXiTHO CTBOpUTHU iHTEpdercH I B3aEMO/IIT 3 KOPUCTYBayeM,
TaKi K HATUCKaHHS, HABEICHHs MUIIIl Ta TIEPEBIPKa Ha MEPETUH 3 PI3HUMH 00’ €KTaMH.
DyHKIII-XYKH MalOTh Ha METI HaJaTU MOXJIMBICTh JUHAMIYHO MIJKJIIOYATH BJIACHI
0OpOOHUKH, SIK1 MOKYTh BUKOPHUCTOBYBATH KaCTOMHI1 BIJMIOBII O6€3 3MiHHM sipa Pawn.

BaxxnmiBo CTBOpHUTH MOIYJIbHY CTPYKTYPY, SKa PO3JIIJIS€ BCI BAKIUBI €JIEMEHTH
(animamuis, peHaep, Kojisii, 3ByK 1 marepianu) okpemo. lle no3BonuTh He JsHIIe
CIIPOCTUTH PO3MIUPEHHS (PYHKIIIOHAIBHOCTI, ajie i 3p0OUTH TOBTOPHE BUKOPHUCTAHHS
€JIEMEHTIB Y PI3HUX aCleKTaxX rpu OIBII MOKIUBUM.

Takum umHOM, Kimac Pawn Mae cTaTd OCHOBHMM KOMIIOHEHTOM CHCTEMH
IEPCOHAXIB irpoBOro pyis. Moro BHKOHAHHS MOBHHHO 3a0€3IICYNTH FAPMOHIIO MiX:

1. IIpoctum mporiecoM CTBOPEHHS HOBUX 1CTOT.
2. IlinTpumyBaTH CKJIaAHY MTOBEIIHKY.

3. CtabuibHMM pIBEHb NPOAYKTUBHOCTI PYIIIisl.
4

[ToTentian 15 pO3MIKUPEHHS TPOEKTY B MalOyTHHOMY.

BMCHOBKH 1O PO3UIY 2

Y 1mpomMy po3aiil OMHUCAHO CTPATETii0 peaiizaiii OCHOBHUX AaJITOPUTMIB 1
apXITEKTYpHUX KOMIIOHEHTIB, HeoOXimHux i cTBopeHHs RPG-tpu, ska
BukopuctoBye OpenGL. Oco6amnBa yBara npuaiisieThest po3po0Li KOHCTPYKIIIT Py,
sgKka Mae OyTh MOOyIOBaHA 3a TPHUHIIMIIOM OO0’ €KTHO-OPIEHTOBAHOTO MOIYJIHHOTO

JU3aiiHYy, 11100 103BOJUTH €(hEeKTUBHO KEPYBATH ITPOBUMU 00’ €KTAMU Ta PECypcamu.
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Knac Pawn Mae ctaT OCHOBHUM KOMITOHEHTOM CHCTEMH IMEPCOHAXKIB, OCKUTBKU
BiH BI/MOBIA€ 3a JIOTIKY PYyXy, aHIMAIlif0, B3aEMOJIIIO 3 CEPEIOBUIIEM, PEHICPHUHT i
00poOKy Toiil. Woro musaiin Mae MNIITPUMYBAaTH METOAM HaCIyBaHHS Ta
NEPEeBU3HAUYCHHS, MI00 JJO3BOJUTH CTBOPIOBATH JOYIpHI KJIAacd 3 PI3HUMH
NOBENIHKaMH, TakuMU siK rpasii, NPC Tta Boporu. 'HyuKiCTh € )KUTTE€BO Ba)KJIMBOIO
JIUIs BUKOPHUCTaHHs MoBHOIIIHHOT RPG-jorikwy.
Lle Takox mepenbayae BrpoBakeHHs kiaciB Rect, TinyMap 1 WonderWorld.
Jl71st BI3yaJbHOTO TMIPEACTABICHHS 00’ €KTIB 0a30Ba T€OMETPUYHA OJUHUIIL Ma€ OyTH
kiac Rect. WonderWorld € koHKpeTHOO peai3alii€ro irpoBoro CBITy 3 BIAMOBIIHUMU
CIEHApiIMU Ta eJleMeHTaMH B3aemofii, a TinyMap ciyXuth yHIBEpCcaJIbHUM
KOHTEHHEPOM JIJIsl BCIE€T JIOTIKM MaIly.
KoHTposiepu pecypciB NOBUHHI BIAITPABAaTH OKPEMY POJb Y CTPYKTYpl pylIis,
30Kpema:
1. TilesetsController — iHcTpyMeHT /I KEpYBaHHS TalJICETaMHU.
2. TinyClassController — 1ie npucTpiii, npu3HAYCHUIA JIJIsI 3YUTYBAHHSI JIOTTYHIX
IapiB MaIm.
3. TinySpriteLayersController — 1e mporpamauii MPOIYKT, MPU3HAYCHUH IS
KEepYBaHHsI CIIPAaTOBUMH €JIEMEHTaMHU.
[li KOMIOHEHTH TOBWHHI MpaIIOBaTH 3 JaHUMHU y (Daitnmax.tmx i.tsx, 100
penaxtop Tiled mir 06po6asATH BCl BXIAHI CTPYKTYPH.
Knac meiaepHux KOHTPOJIEPIB € 11€ OJTHUM BaKJIMBUM KOMIIOHEHTOM CHUCTEMH.
Bin npusnaueHuil ang 3MmiHM anroputMy pobotu 3 OpenGL-meiinepamu. Bin
BIJINOBIJIA€ 32 3pyYHE KEpyBaHHA ILIEHIEpaMH, aKTHBALil0, Mepeaady mapaMmerpiB 1
MOBTOPHE BHKOPUCTaHHS. Y TO€IHAaHHI 3 HUM Kiac RenderInstance Binmmosinmae 3a
niaroroBky 0ydepis (VAO, VBO, EBO) i penaepuHr rpagiuHux 00’ €KTiB, 1110 pOOUTH
Horo yHiBepCcalbHUM I11a0JI0HOM JUIsl OyIb-IKOTO 00’ €KTa CIEHH.
TakuMm unHOM, nependavyyBaHa cuctema Kiacudikailii CTBOPIOE MIIIHY OCHOBY
Juist peanizainii nmoBHOUIHHOI RPG-Tpu, nemoHcTpyrour epeKTHBHE BUKOPHCTAHHS
texHosori OpenGL 1 cnyryroun mo4aTkoBUM IIa0JOHOM IS PO3poOKHU 1HIHMX 2D-

irop.
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PO3JILI 3
OPTAHIBAIIS THOOPMAIIIMTHOTO 3ABE3IEYEHHS

3.1. 3aranpHa xapakTepucTuka iH(hopMaliiHOTO 3a0e3neUeHHs

[HdopmariitHe 3a0e3meueHHs irpoBOTO PyIIis GOPMYE 3MICT TpH. Y irpOBOMY
MPOEKTI BX1JAHA 1HQoOpMariss 30epiraerbcs 3a AOMOMOror (GaiaoBOi CTPYKTYpH,
00’e¢qnanoi y nammi Content. Ile Biapi3Hsae Horo BiJ TpaaMIIHHUX 1HGOPMALIHHUX
CHUCTEM, Jie AaH1 30epiratoTbcs B 0a3zax JaHuX, Takux sk Microsoft Access abo MySQL.

[lanka nqaHUX € OCHOBHUM CXOBHIIIEM JaHUX PO TPy, SKI HAJIEKATH JI0 JIOTIKH
KOHKPETHOI TpU Ta HE MOB’sA3aHl 3 pyllieM. ¥ HbOMY € BCl HEOOX1HI KOMIIOHEHTH,
BKJIIOYAIOYM Maru, 300pakKeHHsI, aHiMailii, mpudTH, 3BYKOBI €(EKTH, €IEeMEHTU
iHTepdeiicy Ta Oarato iHmoro. KouTpojepu pyinis 34UTYIOTh Il JaHl, SIKI
3aBaHTAXYIOThCS TIiJ] Yac 3alyCKy TpW Ta BHUKOPUCTOBYETHCS IS CTBOPEHHS
IHTEPaKTUBHOTO IrPOBOTO CBITY.

daiinoBa crucTeMa Ma€ HACTYIHY CTPYKTYypy (Tabmmms 3.1).

Tabmuus 3.1
Crpykrypa nanku “Content”
Ne Ha3zga karaJjory IIpu3HayeHHsn

1 Animations Mictuth (aitnm aHiMaIrii
MEPCOHAXKIB

2 Assets 3aranpHi pecypcH,
30Kpema 1mabioHu, 6a3oBi
Marepiaiu

3 Fonts Mpudtu, mo
BUKOpPUCTOBYIOThCA B Ul

4 Images 300pakeHHsI, CTIpanTH,
TEKCTYpHU

3) Maps IrpoBi kaptu y popmaTax

mx;, .tsx
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[Tponosxenus Tabnwi 3.1

Ne Ha3zga karaJjiory

IpusHayeHHst

Saves

30epexeHHs IrpOBOTO
npoiiecy (BIacHUI
dbopmar, 06pobIITETHCS
KJIacOM Saves)

Scripts

IrpoBi cuienapii Ta jorika
(y dopwmari .txt, .lua, .cpp)

Sounds

Ayniodaitnu: My3uKa,
edexTu

Ul

Enementn
KOPHUCTYBAI[bKOTO
iHTepdeicy

10

Winods

KacTtomHi BikHa Ta MOAYJI1
iHTepdeiicy (okpeMi
KJIACH)

Sk MU MOXKEeMO crocTepirate i3 npejcTaBieHoi Buie Tadmuil 3.1, cTpykTypa

nanku Content Ma€e 4ITKUNA PO3MOJILIT CEPET ITPOBUX KOMITOHEHTIB.

Takuit miaxig BIIOKPEMIIIOE ITPOBHI BMICT BiJl JIOTIKH PYIIis, IO JI0O3BOJISIE

KepyBaTH MOro pi3HOMaHITHO. KokeH miaKaTaior MiCTUTh IEBHUM TUII PECYpPCiB, IO

noJjiermrye oOpoOKy 3a JOMOMOTOI0 BIAMOBIIHMX KJIACIB-KOHTPOJIEPIB, TaKUX SK

TinyXml, TilesetsController, TinyMap, AudioController 1 ShaderController, cepen

1HIINX.

[adopmarrisi 3 KOHTEHTY BHUKOPUCTOBYETHCS TMijJ Yac TOYaTKy TpuU Ta ii

JUHAMIYHOTO BUKOHAHHS. TakuM 4MHOM, 115 TankKa BUKOHYE (DYHKIIIIO 1H()OopMaliiHoT

0a3u JaHUX TPOEKTY, XO04a BOHA 30epiraeThcsi y QaitmoBoMy dopmari, SIKAN

HECTaHJAAPTHUM.

3.2. CtpykTtypa iHhOopMaIliiHUX MacHBIB TPH

CtpykTypa, sika 3a0e3reuye 30€pexeHHS ITPOBOTO CepeloBHINA, 00’ €KTIB,

KOJII31, TOYOK CHaBHY Ta IHIIUX €JIEMEHTIB, € BaXXJUBOK YACTHHOIO MPOIECY
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po3podku rpu RPG. 17151 1boro npoexkT BUKOPUCTOBYE (hopmat tmx — e XML-¢aiin,
crBopenuii Tiled Map Editor. Bin mictuth moBHy iH(pOpMaIlil0 PO IrpoBYy Kapry,
BKJIFOYAIOYH I1apH, 00’ €KTH, 3B’ A3KHU 3 TalJICETaMU Ta TUITU KOJi31H.

@aitn kaptu world.tmx MiICTUTh CTpPYKTypoBaHy iHoOpMaIi0 Mpo BCl
KOMITIOHEHTH KapTH, IO J03BOJSE HOMY BBaXXAaTHCS CBOEPIIHOIO 0a3010 JaHHUX
irpOBOrO CepefoBUINA. KOPHCTh BiJ BHUKOPHCTaHHS (opMary MOro BiIKpHUTICTS,
pO3IIMPIOBaHICTh 1 TpocToTa iHTerpaiii 3 XML-mapcepamu € mepeBaramu tmx. Y
MIPOEKTI BUKOPUCTOBYEThbCS psia kiaciB, Takux sk TilesetsController, TinyMap,
TinyClassController 1 TinyXml, nist 3unutyBanHsa Ta 00poOKH IBOTO (haiimy.

Hwxye mnpencraBieHo KOPOTKHM BiApi3ok (Qaimy irpoBoi mamu world.tsx

(puc. 3.1).

r="right-down" width="32" height="32" tilemidth="32" tileheight="32

38.333" width-"26.6667" height-"28

Puc. 3.1. Ctpykrypa ¢aiiny world.tmx

SIk MOXKHa cTIoCTepiraTH, y BEpXHii 4acTHHI (ailily CroyaTKy BHU3HAYAIOTHCS
TaWJICeTH, KOTP1 HaJal MU Oy/1eMO BUKOPUCTOBYBATH JIs BKa31BOK Ha IrpOBIi Mari.

Taitncern matoth napametp firstgid, KoTpuii Bkazye HaM OYAaTKOBH 1HIEKC, 3
KOTPOT'0 MOYMHAIOTHCS YC1 Tallsii, KOTP1 BUKOPUCTOBYIOTHCS /1JIsl BKa31iBKHM Ha Mari.

Hactynna tabmuns 3.2 nmpoIeMOHCTpye Ta JAETalbHO OINMILIE TErd, KOTpl

BUKOPHUCTOBYIOThCS Y .tmx ¢haiini.
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Tadomurs 3.2

Tern .tmx gainy

XML-Tter Ilpu3HayeHHs

<map> OcHoBHa 00ropTKa KapTH: 3a]1a€
PO3MipH, THUIT TAMIIIB, PEKUM PEHACPY

<tileset> ITinKIIFOYEeHHS 30BHILIHIX TAUJICETIB
(HampukJaz, Aepena, OyIiBIi, TiHb)
gepes .tsx
<group=> ['pynyBaHHs m1apiB 3a

(GyHKI1OHATBHICTIO (HAIPUKJIIA,
Collisions, Spawns)

<objectgroup> Crnucok 00’€KTiB: KOJi311, TOUKU CIIAaBHY
TOILO
<object> KonkpeTHHi 00'€KT Ha KapTi 3 THIIOM,

KOOpJIMHATAMHU, PO3MIPOM

OTtxe, AeTanbHO OrJISHYBIIM Tabnuiro 3.2, MU MOXEMO MEPEUTH 10 OrJIsALy

TAMJICETIB, KOTPi MAIOTh HACTYIIHY CTPYKTYpY (puc. 3.2).

132" columns="24"=>

nt® value="1%/>

Puc. 3.2. Ctpykrypa ¢aiiny Taiincety tiny sword_tree.tsx

I3 ¢aiiny Tainicery Ha puCYyHKY 3.2, MU MOXEMO CIOCTEpIratd, IO
MpEeACTaBICHUM Ha JTaHOMY 300paKEHHI TaWJICET Ma€ TaKOXX TMapaMeTpy aHiMarlii,

KOTP1 MU TaKOX MOKEMO CTBOpPIOBAaTH Ta HanamroByBaTu y TiledMapEditor-i.
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Takoxx, TNOMDK 1HIIOTO, TalIW J[JAaHOTO TAMWJICETy BUKOPUCTOBYIOTh
HajamtyBaHHs  (property Ter) zIndex, xoTpi y momampmoMy — OyayTh
BUKOPUCTOBYBATHUCH ISl peaiizallii cloiB.

PosrissHeMo cTpykTypy Taiicery y HacTymHii Tadmuii (tTadmmms 3.3).

Taomung 3.3
Crpykrypa aTpu0yTiB TailjiceTiB
ATpHOYT 3HaveHHSs Onuc
tile id="2" [udpa ID Taitna YHikanpHUI
11eHTudikaTop y TaityiceTi
<properties> zlndex =1 Bkasye Ha opsaok
HaKJIaJIaHHs
<animation> HalOip <frame> Amnimariitaa

[MOCJIIIOBHICTH Taiijia

<frame tileid="2" Kaqp 1 Bino6paxae Taiin 3 ID=2
duration="300"/> npotsarom 300 mc

OrnsnyBiy Tabmuio 3.3, MU MOXKEMO 3pO3yMITH, 1110 JaHUM MiIX17] peasizaiii
13 BUKOPUCTAHHS TaUJIECTIB JI03BOJISIE peaIi30ByBaTH aHIMaIllifH1 IepeBa, BO1Y, CBITJIO
TOIIIO — HE Yepe3 OKPEeMHI KOJI, a yepe3 JaHi, 10 JIETKO 3MIHIOIOTHCS B PEIAKTOPI.
Otxe, st cebe MU MOKEMO BiJIOKPEMUTH HACTYITHI MEpeBaru BUKOPUCTAHHS
tmx/.tsx ¢ainis:
1. 3pyune penaryBanns B Tiled 6e3 moTpeOu mepeKOMIIIAIIT PYIIIis.
2. I'myuka cTpykTypa: MOXkHa JI0AaBaTH CBOI BIacTUBOCTI (type, collision, zIndex)
0€e3 3MIHM PYIIIis.
3. Imrerpamiss 3 XML-koHTponepamu: Jerko mapcutd dYepe3 TinyXml,
TilesetsController.
4. TliagTpuMmka rpyt, mapiB i 00’ €KTIB — J03BOJISE€ PO3AUIATH JIOTIKY KapTH.
5. MacmtaboBaHICTh: ATPUMKA HECKIHUCHHUX KapT depes infinite="1".

6. IligTpumka aHiMallil Ta TOBEIIHKU HAIMPSIMY B TaiJiax.
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Taxum ynHOM, (haiinu.tmx 1.tsX € TOBHOLIHHUMH 1H()OpPMALITHUMHU MacUBaMH,
SKl CKJaJaloTh IrPOBE CEpeloOBHUINE, Ta SKI MOXHa 3py4yHO MamTaOyBaTH Ta
BUJIO3MIHIOBATU y OyIb KM MOMEHT, BukopuctoBytoun TiledMapEditor. Ycs us
CTPYKTypa IHTETpyeThCsl O€3MOCepeHbO B PYIIIN, IO J03BOJSIE JIETKO 3MIHIOBATH

PIBHI, J10/1aBaTH 00’ €KTHU Ta 3MIHIOBATH JIOTIKY 0€3 3MiHU KOJIy IPOTPaMH.

BHUCHOBKHA 1O PO3JUIY 3

VY 1poMy po3ii po3MIISIA€ThCs opraHizallis iHGopMailiitHoro 3ade3nedyeHHs
IPOrPaMHOTO MPOAYKTY. 30KpeMa pO3TIISIIal0ThCS ACTIEKTH CTPYKTYPYBAaHHSI ITPOBUX
pecypciB 1 30epiranHs JaHuX y ¢popmarax, siki 3py4Hi AJi1 rediMIEB-PO3POOKH.

[IpoaHanizoBaHO CTPYKTYpy HAlKu KOHTEHTY, sIka € OCHOBHUM CXOBHIIEM YCIX
pecypciB, HEOOXIAHUX JJIsl pOOOTH TpU. Takuil METOJl TO3BOJISE YITKO BIIOKPEMUTH
pyLIIHY JIOTIKY BiJi KOHTEHTY KOHKpeTHoi rpu. lle no3Bonisie miaTpumMyBaTH,
MacmTadyBaTH Ta MOBTOPHO BUKOPUCTOBYBATH PYLIIHY JIOTIKY Ha IHIIUX NPOEKTAX.

VYBara mnpuauIsIETbCS CTPYKTYpl IrpoBUX KapT y ¢opmarax.tmx 1.tsx.
[ndopmariitni macii MOXyTh (QyHKIIOHYBaTH B 1ux XML-daiinax, ski MICTITbH
1H(popMaIliro Tpo KapTy, 00’ €KTH, IIApH, KOJI31i, aHIMALII0 Ta BIACTUBOCTI KOKHOTO
eJleMeHTa. 3 X JOIMOMOrol MOKHA JIETKO KEepyBaTH IPOBUM CEPEIOBHILEM, HE
MEePENUCYIOUH KO, 3MiHM MOKHA BHOCUTH Oe3mocepeHb0 uepe3 penakrop Tiled.

Bukopucranus Takoi Mozem iHGoOpMaliiiHOro 3a0e3neueHHs 30UIbIIye
MPOJIYKTUBHICTH PO3POOKH, TIOKpAIlye€ KEPOBAaHICTh IPOEKTOM 1 3abes3rneuye
MacmTabOBaHICTh, OCKUJIBKM 3MIHM B IFPOBHX 00’€KTax abo Mamax MOXYyTb OyTu
BIIPOBAKEHI IIBUIKO, HE OPYIIYIOUU apXITEKTYpy PYyILisl.

Takum ymHOM, cucteMa iH(boOpMarliitHoro 3abe3neueHHsT eeKTHUBHA, JIOTIYHO

CTPYKTYypOBaHa Ta IMOBHICTIO aIallTOBAHA 0 BUMOT Cy4aCHOT'O IFPOBOTO MPOEKTY.
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PO3JILI 4
PO3POBKA IPOTPAMHOI'O 3ABE3NEYEHHS 3AJTAYUT

4.1. 3aranpHa XapakTepHUCTUKA 1HPOPMAIIITHOTO 3a0e3MeYeHHS

OTxe, BpaxyBaBIlIM BC1 HEOOX1/IHI aCIIEKTH, HEOOX1/IHI HaM JIJIs1 pO3POOKH BHILIE
IIOCTaBJICHOI 3a/1a4l, MOXHA BIIEBHEHO MIAXOJUTH /10 CTBOPEHHSI BJIIACHOT'O 1IrPOBOTO
MpOayKTY!

B nepury uepry npu 3amycKy rpH y Hac BiiOyBa€ThCs 3UMTYBAHHS JAHUX 11010
30epexeHHs TpU, IFPOBOI MaIlM, 3aBaHTAKEHHS Ta KOMIIUIALIS MIEHIEpiB, TeHepallis
MEPIIOYEPTrOBUX JAHUX AJIS IFPOBUX 00’ €KTiB HAIIOT MAIIH.

Taxum yrHOM, 32 J171s1 TOTO, 100 I'PaBEellb HE OUIKYBaB 3aBAHTAKEHHS JUBIISTUYNCH

Ha YOPHHIA eKpaH, OYyJIO CTBOPEHO €KpaH 3aBaHTaXEeHHs IpH (puc. 4.1).
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Puc. 4.1. EkpaH 3aBaHTaX€HHS I'pU
Takuit miaxin 00 eKpaHy 3aBaHTAKEHHS I'PU € HE YHIKAJIbHUM, a JOCUTh
PO3IOBCIOJIPKEHUM CEPEJl IrPOBUX PO3POOHHUKIB 3 YChOTO CBITY!
Sk Mu crioctepiraeMo 13 pucyHky 4.1, ekpaH MICTUTh LIEHTpaJIbHE 300paKeHHS

(KoTpe, 10 pedl, HE € CTATUYHHM, a 3MIHIOETHCS B MPOLIEC] 3aBaHTAKEHHS I'pH ), Ha (POH1
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SIKOTO MU Ma€eMO progress bar, KOTpHil JEMOHCTPY€E MPOLIEHT 3aBaHTaXKEHHA TPH, ij
SIKUM, Y CBOIO Uepry, OyyTh pO3MillleHI MiJKa3KH Ta MOPaJl CTOCOBHO TpH (HUHI TaM
po3MillieHa (hpaza-3arayiika).

Takox, TyT MM MOXEMO CIIOCTEpIraTH KaCTOMHI MIPUPTH, KOTPIH Mii pymriit
TaKOX MOXKE 3aBaHTAXyBaTH Ta 0OPOOIISTH.

Came 3aBIAKU 37aroJKEHIA poOOTI 1HCTPYMEHTIB 3aBaHTAKECHHS IIPUQTIB,
KJIacy KOHTPOJIEpY MIEHIEPiB, KJIACiB PEHIEPY Ta MOJYJIIO 13 KACTOMHUMH ITPOBUMU
acceramu (manka Content, y KOTpiil po3MilieH1 CKPUITH BiKHA 13 3aBaHTAICHHSIM ), BCE
1€ B KYTIi T03BOJISIE CTBOPUTH II€H €KpaH 3aBaHTaXCHH rpu!

TakuMm 4MHOM, BUKOPHCTOBYIOUM JAaHUI €KpaH 3aBaHTaKEHHS I'pU, B MpoLEC]
HIATOTOBKM BCIX IrPOBUX €JIEMEHTIB, TpaBelb MOXE HACOJOAUTHUCS TapHUMHU
300pa)KEHHSIMH Ta MPOUYUTATH MOPAIU, KOTPI HOMY MOKYTh OyTH KOPUCHUMHU TIiJ] 9ac
1rpoBoOro mpoiiecy!

[Ticas ycmimHOTo 3aBaHTaXEHHS TPH, TPaBEIlb CMOXKE CIIOCTEPIraTH JUBOBIKHI
KPa€BUAM ITPOBOTO BCECBITY, KOTpPi MOXKE HaM MPOIAEMOHCTPYBaTH Mara

WonderWorld (puc. 4.2).

® | Dangeon & Dgarons = [m] *
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El'llrk.indwngrzss = e g e s
Puc. 4.2. Jlokamis WonderWorld
Ax ™MoxxkHa Oauutd Ha pucyHKY 4.2, 1rpoBa JIOKallisg, 110 Ham

IPOJIEMOHCTPOBAHA, MA€ JIiC, IEPEBA SIKOTO MPOTPAIOTh aHiIMaIlito (KoTpa OyJia 3unTaHa
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13 .tsx (pail;ry, TPOJEMOHCTPOBAHO BHIIE), MA€ JOPOTY, XaTh, |-TO BOPOXKE
HanamroBanoro NPC (ckeneT), KOTpuil maTpyIroe TepUTOPIro.

Sk MOXXHa criocTepiratu, rpaBellb Ta CKeJIeT TaKOXK MarOTh ITPOB1 aHIMAITi.

3a 3unTyBaHHA IrpoBOi Mamu BiamoBimae kiacc TinyXml. Jlam HaBemeHo

TaOJIUITIO0 3 KOPOTKUM OIKMCOM 3MIHHUX Ta MeToiB kKiacy TinyXml (tabmuis 4.1).

Taomung 4.1
3minni Ta MeToau kaacy TinyXml
Ha3zga Tun Po3mip (0aiiT) IIpuznayeHHst
root_dir static std::string ~32 CraTtnyHa 3MiHHA
TU1s1 30epiraHHs
KOPEHEBOTO HUIAXY
10 XML-aitnis
ReadDoc static 4 3uutye XML-
tinyxml2::XMLErr JTOKYMEHT 3 (hailiry
or
LoadMap static ~8 3aBaHTaXy€e KapTy
std::unique_ptr<Til 3 XML, cTBOpIOE
eMap> o0'ext TileMap
ParsePolygon static ~24 [TepeTBoproe
std::vector<Coord> TEKCTOBE
IPEICTABIICHHS
MOJIITOHY Y BEKTOP
KOOpAUHAT
GetPathToTileSour |  static std::string ~32 dopmye X 10
ce pecypcy 3 Tannamu

Sk Oyno ckazano Buie (y MyHKTi 2.1), HACTYTHUM KOPOKOM TICJIsl YUTAHHS
IrpOBOi MaIy € 3UUTYyBaHHS 11 TalJICETIB, 3a sKi Bianosiaae kinacc TilesetsController.

TaitnceTn € HE3aMIHHOIO Ta OJIHIEI0 3 HaWBAXKIIMBIIIKUX pedyeill KOTpl HEOOXiaHI
3a JUIA 3UMTYBaHHS IrpOBO1 MarH.

Otpumaru Ounbill AeTanbHEe mpeactaBieHHsa mpo kiac TilesetsController Ham

HAJaCTh OMKC 3MIHHUX Ta METOIB KJIacy, IpeACTaBlIeHHUX y Tabnuiil Hux4de (Tabmuus

4.2).
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Tabmuis 4.2
3minHi Ta MeToau kaacy TilesetsController
Ha3zga Tun Po3mip (0aiT) IpusnayeHHst
tilesets std::vector<std::sha ~24 BekTop
red_ptr<Tileset>> BKa31BHUKIB Ha
TalJIceTn
TilesetsController() KoncTpykTop - CtBOpIOE
TTOPOKHIM
KOHTpOJIEp
TilesetsController(. KoncTpykrop - [Himiami3y0Th
) KOHTpOJIEp
TaMJICETIB 3 PI3HUX
TDKepen
~TilesetsController JlecTpyKTOp - 3BUTBHSIE PECYpCH
0
LoadTilesets static void 0 CraTuyHuil METO
3YNTYBaHHS
TaiinceriB 3 XML
3a 3uMTyBaHHS Ta 30epiraHHs HaIMX KIJIACiB  BIANOBIZAE  Kjacc

TinyClassController.

3a 1 OLIbIIOro po3ymiHHsS cTpykTypH Kimacy TinyClassController, HeoOxigHo

PO3IIIIHYTH HACTYMHY Tabnuiio 4.3.

Tabmmis 4.3
3minHi Ta MeToau kaacy TinyClassController
Ha3zga Tun Po3mip (0aiiT) IIpusnayeHHs
classes std::unordered_ma ~56 Mamna 00'exTiB
p<int, kiaciB 3a ID
std::shared_ptr<Ti
nyClass>>
TinyClassControlle KoncTpykrop - CTBOpIOE
r() TIOPOKHIH

KOHTpOJIEP
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[Iponossxenns Tabmui 4.3

Ha3zga Tun Po3mip (0aiiT) IpusnayeHHnst
TinyClassControlle Konctpykrop - Iniriamizye
r(...) KOHTPOJIEP TaHUMU
abo XML
~TinyClassControl JlecTpyKTOp - 3BUTBHSIE peCypCcH
ler()
LoadClasses static void 0 Cratnune
3YNTYBaHHS KJIACciB
3 XML

BupimansHuM eranom y (opMyBaHHI HAIIOi I'POBOi Maly € 3YUTYBaHHS CJIOIB

TaMJIiB.

SAki11o Kiacu - 1e OUTbII TJI00aIbHI CI01, TO CIPAUTOBI CJIOi, OB JIOKAJIBHI.

Knacu mMoxyTh 30epiratv Ta BiIoOpa)kaTh KOHTEKCT TOro, IO BOHH B cede

BMINIYIOTh (HAmpUKIaa, AepeBa, OYIWHKH, IOpPOry, TOIIO), TO CIpalTOBI CJOi

30epiratoTh caMe PO3MIIICHHS TUX UM 1HIIMX CIPATIB Ha IrpOBIi Marti.

binbim neranbHO OTISIHYTH KJlac HaM JIOTIOMOJKe Tabuiis 4.4.

Tabmunsa 4.4

3minni Ta MeToau kiaacy TinySpriteLayersController

ontroller(...)

Hasga Tun Po3mip (0aiiT) IIpu3HaueHHs
spriteLayers std::unordered_ma ~56 Mana cripaiiToBux
p<int, mapis 3a ID
std::shared_ptr<Ti
nySpriteLayer>>
spriteLayerOrders | std::vector<int> ~24 [TocmioBHICTH
BiJIOOpaXKeHHS
mapiB
TinySrpiteLayersC KoncTpykrop - CTBOpIOE
ontroller() TIOPOXKHIH
KOHTPOJIEP
TinySrpiteLayersC KonctpykTop - IHimiam3aris

nmaHuMu 200 XML
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[Iponorxenus tadmuili 4.4

Hasga Tun Po3mip IIpu3HaueHHs
(0aiiT)
~TinySrpiteLayersController() | Iectpykrop - OumnieHHs
pecypciB

3rofoM, Mmiciig MPOBEIEHHS BCIX BHILE OMUCAHUX MPOLENyp, ITPOBY Mamy

HEOOX1THO MepeaTH KOHTPOJIEPY ITPOBOI MAIIH.

3a JuIs CTBOPEHHS ITPOBUX Mall CTBOpPEHO Kitac TinyMap

HetanbHa cTpykTypa kiacy TinyMap mpeacraBieHa 10 OIISIAY Y HACTYIHIM

tabnui 4.5.
Tabmuws 4.5
3minHi Ta MeToaH Kiaacy TinyMap
Hasga Tun Po3mip (0aiiT) IIpu3HaueHHs
tileMap std::unique_ptr<Til ~8 BkaziBHuk Ha
eMap> 00’€KT KapTu
position Coord ~8 Koopaunaru
PO3MIIIICHHST MaIH
animationControlle | AnimationControll ~128 Kepye animarismu
r er Ha Marrl
gameObjects std::vector<std::sha ~24 CIHCOK IrpoBHX
red_ptr<IGameObj 00'exTiB
ect>>
gameClasses std::vector<std::sha ~24 Knacu 00'exTiB

red_ptr<lGameObj
ect>>

(1rab0HM)

Knac TinyMap M0oXyTb HacIi{yBaTH 1HIII KJIACH IFPOBUX Marl, 3a JUIsl TOTO 11100

Ha OT0 OCHOBI KOPUCTYBa4l MOTJIM CTBOPIOBATH BJIACHI irpOBI CBITH.

Takum ynHOM, HacaiayrouHu Kiac TinyMap, MHOIO OyJ10 CTBOPEHO KJIac 1rpoBOi

manu Moei rpu WonderWorld.
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VY Ttabmumi 4.6 mpencTaBleHO NETaIbHUN OTJISAM CTPYKTYpU Ta TOJIB KIacy

WonderWorld.

Tabmuis 4.6
IMoas knacy WonderWorld
Ha3zga Tun Po3mip (0aiT) IpusnayeHHst
player std::shared_ptr<Pla ~8 ["o0BHUI
yer> IIEPCOHAX I'pU
enemys std::vector<std::sha ~24 CIICOK BOPOXKUX
red_ptr<Pawn>> MIEPCOHAXKIB
audioController AudioController ~32 Binnosinae 3a
3BYKH
pawnUpdate std::mutex ~40 CunxpoHi3zartis
OHOBJICHHS Pawn
posUpdate std::mutex ~40 CunxpoHizartis
OHOBJICHHS TO3HUIII1

SIk MU MOKEMO criocTepiraTi 3i cTpykTypu kiaacy WonderWorld, kinac Hacmiaye
Ta TIepeBU3HaUae Metoau kiacy TinyMap, taki sk Update, ra OnTrigerEnter.

Taka momMopdHa apXiTekTypa J03BOJIIE HAaM 0Oararopa3oBO HACIITyBaTH Ta
nepeBM3HaYaTh METOIM Ta 3MiHHI Kjacy TinyMap mij Hamni BiacHi OTPeOH.

3a 114 pe/ICTaBICHHS OJMHUII 00’ €KTY clapiTy Ta OyJio CTBOpeHO Kiac Rect.

Kirac Rect € ofHIM 13 HAWTOJIOBHIIIMX KJIACiB, aJ[’K€ BIH BUKOPUCTOBYETHCS TS
MPECATABIICHS ITPOBUX OO0’€KTIB, Ta BUKOHYE iX peHuep. Tomy, 3a AJigi MOBHOIO

PO3YMIHHS HOT0 MOJIB Ta METO/11B, HEOOX1THO PO3TIISIHYTH HOTO CTPYKTYPHY TaOJIHIIIO

4.7 HUXKUe.
Ta0Omuis 4.7
3minHi Ta MeToau Kiaacy Rect
Ha3zBa Tun Po3mip (0aiiT) IIpusnayeHHns
OnMouseHover, | MouseHoverHandl ~8 OOpOOHMKY MO i
OnMouseOver er HaBEJIECHHS MUIII
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[Tponorxenus Tadmnuii 4.7

Hasga Tun Po3mip (0aiit) | Ilpu3HavyeHHs
OnMouseClick MouseClickHandl ~8 OOpoOHHK oIl
er KJIIKY MHIII
OnCollisionEnterHandle | OnCollisionEnter ~8 OO6poOHuUK moAil
r 31TKHCHHS
renderinstance std::unique_ptr<R ~8 O0'exT, 1110
ectRenderlInstance BIJITIOBITa€ 32
> pEHAECPUHT
collision std::shared_ptr<I ~8 KommnoneHT
Collision> KOJIi3i1

3a mns onTuMizalii poOOTH Tpu OYyJI0 CTBOPEHO KOHTPOJUIEP MICHIEPIB IS

pylis, KoTpuii Oyne Opatu Ha ceOe 3a/1auy CTBOPEHHS, KOMITUIALII, 30epeKeHHs Ta

HaJaHHS JOCTYMY 710 OyAb-sKOTO 3aBaHTAXEHOTO MIeHepa.

Huxue npencrasnena orsia ctpyktypu kinacy ShadersController (Tabnuris 4.8).

Tabmums 4.8
Crpykrypa kaacy ShadersController
Ha3zsa Tun Po3mip (0aiiT) IIpusnayenns
shaders static ~8 Kownretinep as
std::unique_ptr<std BCIX IIIEHICPiB 3a
::unordered_map< ID
GLuint,
std::unique_ptr<Sh
ader>>>
LoadShader(...) void - 3aBaHTa)KECHHS
menaepa
GetShader(GLuint) Shader* 4 OTtpumaru 1ienaep
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[Tponorxenus Tadmnuii 4.8

Ha3zga Tun Po3mip (0aiiT) IpusnayeHHnst
SetVec?2, SetVec3, void - [lepenatu BekTOpH
SetVecs y meiaep
SetMat4 void - [lepenatu

MaTpuIrro 4x4
SetColor void - [lepenatu xouip y
meuaep
GetShaderID(string | const GLuint& 4 Otpumaru ID
_View) meiaepa 3a
Ha3BOIO
Use, Disable void - AxTHuBYBaTH a00
JICaKTUBYBATH
menaep
SetBool, Setint, void - [lepenatu 3MiHHI
SetFloat tumy bool/int/float
y menep

SIk MM MOXXEMO CIOCTepiraTd 3 TPEJCTaBICHOTO MaTepialy MOTO KIacy
KOHTpoOJIepa JUIs mieiaepiB, Kiac 30epirae menaepy y po3yMHOMY BKa3iBHUKY shaders,
KOTpHi y CBOIO uepry 30epirae BkasiBKy Ha unordered_map enemeHt, KOTpuii 30epirae
00’exT Kaacy Shader 3a #oro yHikaabHUM iCHTH(IKATOPOM.

Takox, 3a JUIsl MBUAKOTO JOCTYIY A0 OyAb-SKOT0 HasBHOTO IIeWepa y Kiaci
CTBOPEHO METOAM 3a IJis Mepefayl MapaMmeTpiB 10 Ieiaepa, WOro akTUBAIli Ta
JeaKTHUBAIl].

3a nns MOKpalleHHs Ta ONTHUMI3allii aJrOPUTMIB MOLIYKY, OyJIO MPUHHATO
piteHHs1 BUKOpUCTOBYBaTH unordered map.

Takox y Kiaci HasBHI METOJHM JIJISl 3aBAaHTAXKEHHS MIeHepa, KOTPpl MPUHMaIOTh
Horo yHikaJbHYy Ha3BYy, NUISAX J0 vertex meiaepa ta fragment meiaepy.

MeToauka BUKOPUCTaHHS IIEHAEpY Yy MOEMY pyIIii HE TUIBKH ONTHMI3y€e
po0OTY rpH, ajie il HaAaCTh MOXKJIUBICTh 3pYYHO Ta €PEKTUBHO HAJIAIITOBYBATH PEHJIEP

OyAb-SIKOTO 1IrpOBOT0 00’ €KTY MiJ] aKTyaabHI MOTPEOH.
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Buxopucranns meiaepy e 3BiCHO JoOpe, aje MOMUM HHUX TaK0XX HEOOX1THO
CTBOPUTH KJIACH METOJIIB peHIepy, KOTpi OyayTh TOTyBaTH BCl HEOOXITHI JaHl
pO3paxyHKH, HEOOXIJHI HaM JUIsl pEeHJEpy TOr0 YW IHIIOrO IrpoBOTO 00 €EKTY,
BpPaxoBYyIOUH iX crenudikaiiii Ta 0COOIMBOCTI.

3a ju1s peanizariii i€l mocTaBiIeHOi 3aa4i, 0ysio cTBopeHo kiac Renderlnstance,
KOTpHUH Ma€ BIAMOBIAATH BCIM IMOCTAJIBEHUM IMOTpeOaM, Ta OpaTu Ha CBOI IUICUH 3a]1auy
13 peasi3allii Ta CTBOPEHHS METOIUK PEHIEPY.

Posrasinemo ctpyktypy kiacy Renderlnstance, koTpa npeacraBieHa A0 OISy

HiKue (Tabmnuis 4.9)!

Tabmuns 4.9
Crpykrypa kiaacy RenderlInstance
Ha3zga Tun Po3mip (0auT) IIpusnayeHHst
VBO, VAO, EBO unsigned int 12 bydepu mns

BEpUINH, aTPUOYTIB
Ta 1HJEKCIB

GenerateVertices() virtual void - AOCTpaKkTHUI
METOJ1 FeHeparlii
BEPIINH
Initialize() virtual void - IHimiam3anis
OydepiB 1 TaHUX
UpdateVertices(...) void - OHOBJICHHS
reoMeTpii 00’ekTa
SetVBO/VAO/EB void, const 4 JocTyn 10
o, unsigned int& OpenGL-0ydepi
GetVBO/VAO/EB
O
GetVertices, const 32 Otpumaru 4u
SetVertices std::vector<float> 3a]]aTH BEPIIUHU
&, void
Render() virtual void - Meron
pEHAECPUHTY
(unucro

BIpTyaJIbHHI )
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Knac Renderlnstance peanizoBaHO TakMM YHHOM, IO CTPATETIIO PEHIEPY

MO>KHA 3MIHUTHU B OYy/Ib SIKUH MOMEHT!

BukopucroByrouu caMme Takuil MiIX1/1, MM MOYKEMO HE TIPUB SI3yBAaTHCh JI0 OHO1

MCTOJUKHU PCHACPY, @ BUKOPHUCTOBYBATHU Ta CTBOPIOBATHU aJ'IBTepHaTI/IBHi MCTOIUKH,

KOTp1 OyIyTh peaai3oByBaTH Ta PEHIASPUTH HaIlll ITPOB1 00’ €EKTH, BPAaXOBYIOUH YCi iX

TOHKOII[ Ta OCOOJIUBOCTI.

Taxox, “mig KamoToM” iIrpoBOTO PYIIis, BOPOTH MalOTh peaai30BaHUIl alrOpUTM

MOIITYKY HAWIIBUIIOTO MUISIXY J0 BKa3aHOTO 00’ €KTy (A*).

Ham pymnii mae knac Pawn, koTpuii 6epe Ha cebe BCIO BIAMOBIIAIBHICTD 3a

KEepyBaHHS Ta MPEICTABJICHHS MIEPCOHAXKIB y T'pi.

PosrasitneMo OubI IeTalbHO CTPYKTYpY Kiacy Pawn y Tabnui 4.10.

Crpykrypa kiacy Pawn

Taomuusa 4.10

er

Hasga Tun Po3mip (0aiiT) IIpu3HaueHHs
OnMouseHover, | MouseHoverHandl 8 O0poOka moiit
OnMouseOver er HaBEJACHHS
Kypcopy
OnMouseClick | MouseClickHandle 8 O0poOka KKy
r MHIIII
OnCollisionEnterH | OnCollisionEnter 8 O6poOka 31TKHEHB
andler
target std::weak_ptr<Paw ~8 [{iap mepcoHaxa
n> st 11 abo 6oro
renderinstance | std::unique_ptr<Re ~8 Pennepunr
ctRenderInstance>
animations AnimationControll 3aJICKUTh Kepye animarismu

nepcoHaxa
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[Tponorxenus Tadmui 4.10

Ha3zga Tun Po3mip (0aiiT) IpusnayeHHnst
audioController AudioController 3aJICKHUTD 3BYKOBI e(heKTH
playerimages std::unique_ptr<Sli ~8 I'padiune
cedlmage> [IPEICTaBICHHSA
IIEpCOHaXKa
characterType CharacterTypes 4 Tun nmepconaxa
(rpaBenb, BOpor
TOIIIO)
layer Layer 4 ['padiunmii map
action Actions 4 [Torouna mist
(atakyetbcs,
pyXaeThes)
title std::string ~32 HazBa nepconaxa
speed, maxSpeed, float 4x3 =12 HIBUIKICTE PYXY
minSpeed
health, maxHealth float 4x2 =8 [Toroune Ta
MaKCHUMaAJIbHE
310pOB's
weight float 4 Bara o0'exra
viewWidth, float 4x2 =18 [Tone 30py Ta ioro
viewDistance JAITbHICTh
damage, float 4x2 =8 Cua araku Ta ii
damageDistance paniyc
damageObiject, std::weak_ptr<iGa ~8x2 =16 [im nis ataku abo
interactiveObject meObject> B3a€MOZI1
interactiveDistance float 4 Paniyc mos
B3aeMo il
isDead, isPlayable, bool 1x4=4 CraH nepcoHaxxa

isHidden,
kinematic
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VY BepxHiil JiBI YacTHHI €KpaHy TaKOXX PO3MIIIEHUN 1HAMKATOP 3J0POB’s
IpaBIIsL, KOTPUI TAKOK MOXKeE a00 3MEHIITyBaTHUCS (TIPU OTPUMaHHI IPaBIEM HIKOIU TSI
310pOB’s1), @00 K BIAHOBJIIOBATH CBOI MMOKA3HUKH 3 YaCOM.

Ha pganomy 300pakeHHI He MOKHA 3HAMTHU CHiAIB OyIb-SKuX “apredakTiB”,
OariB a00 MOMUJIOK JOMYIIEHUX Yy MPOIEC] PEeHIepy, 3 YOr0 MH MOXKEMO 3pOOUTH
BHCHOBOK, 1110 CTBOpPEHA MHOIO CUCTEMa PEHEPY, MIECHIepiB, Ta iX B3aEMO/III - MpaIltoe
CIIPaBHO, 1110 HE MOXKE HE BUKIIMKATH 3aXBaTy!

3BUYailHO, Mama IrpoBOrO BCECBITY HE 3aBEPIIYETHCS IUM HEBEIUKUM
BiZIPi3KOM, POJIEMOHCTPOBAHUM Ha MEPIIOMY 300paxeHi.

[IpoiimioBiIn TpOXW TpaBillle, MU MOXKEMO CIOCTEepIraTd 1HII JIOKarlii

(puc. 4.3).

¥ Dangeon & Dgarons == 0 ®

Puc. 4.3. Tnma noxkariis irpoBoi manu WonderWorld

SIk MOXHAa TIOMITUTH, aHIMalli y TpaBIlsl 3MIHIOIOTHCS B 3aJIEXKHOCTI BiJl
HaANpsSMKy HOTO pyXy Ta Aii, KOTpY BiH BUKOHYE B MOMEHT 4acy.

Taxox, HE MaJIO BAXKJIMBUM MOMEHTOM, KOTPUN BapTO B3SATH JI0 YBaru € Te, M0
TpaBeIlb 3aBXK M IIEHTPYETHCS KAMEPOIO TI0 IIEHTPY IrPOBOTO €KpaHy. 3a JJIs peani3aitii
1IbOT0 OyJIO CTBOpPEHO okpemuit kitac Camera, KOTpHUM BUPAXOBYE View matrix Ta view

rojection 3HaY€HHS, KOTP1 IIOTIM BUKOPHUCTOBYIOTHCH V IIEHepax IrpoBUX 00’ €KTIB
, Y y
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3a 7S TOTO, 00 BHpaxyBaTH iXHIO JIOCTOBIPHY MOTOYHY MO3HUII0 HAa IrPOBOMY
eKpaHi.

Takuii npuifoM BUKOPUCTaHHS KaMEpU HE TUIbKK JI03BOJISIE ONTUMI3YBAaTH
poOoTy Hamoi rpu (Hema motpedu nmepepaxoByBatu VAO, VBO ta EBO 3nauenHs 1yis
00’€KTIB KOXKEH pa3), aje ¥ peandizyBaTH 3pYYHUM Ta MPAKTUYHUUA 1HCTPYMEHT IS
CJI1IKYBaHHS Ta IIEHTPYBAaHHS HAILIOTO TPaBIIsl HA €KPaHi.

Takox, 3a s €KOHOMIi pecypciB Mmporecopa Ta BiJCOKapTH, 0COOIMBa yBara
Oyna mpuaiieHa IrpoBUM 00’ €KTaM, KOTP1 3HAXOJATHCS M03a MEXKOK JOCSHKHOCTI
00’ekTUBY Kamepu. byno mpuiiHATO Barome 3a IJis ONTUMI3AIll T'pU PIIICHS HE
BUKOPHCTOBYBATHU PEHJIEP /IO IIUX €JIEMEHTIB, a JIUIIE TPOpaxyBaTH JOTIKY MOBEIIHKA

THUX 00’ €KTIB, KOTPI JIHCHO 1IbOT'O MOTPEOYIOTh.

BMCHOBKHA 1O PO3IY 4

Y 1mpomy poznuti Oyno peani3oBaHO OCHOBHI YacTHHM IMPOTPAMHOTO
3a0e3MeUeHHsl TPH, SIKI BU3HAYAIOTh 11 3arajbHy Mpare3aTHICTh, IHTEPAKTUBHICTS 1
BI3yallbHy fKICTb. Po3poOka BKIIOYajga OCHOBHY JIOTIKY 3alyCKy HpOTpaMH,
BKJIFOYAIOYH 1HIIIAI3AIII0 PECYpCiB, 3UYUTYBAHHS JaHUX 1 KOMIUIALIIO IIeHaepiB, a
TaKO»K CTBOPEHHS MMOYATKOBOTO 1HTep(deiicy kopucTtyBaya. OCTaHHIN BKIIOYA€E EKpaH
3aBaHTaXEHHS 3 Bi3yaJIbHUM MporpecOapoM, mopagaMu JUisl TpaBUs Ta WPUQPTH, SKI
MO’KHa 3MIHUTH.

Oco6nuBa yBara Oyna npuaiieHa po3po6oii WonderWorld, irpoBoi manu, sika
JIEMOHCTPYE SIKICHY Bi3yaJlbHY CKJIQJIOBY Ta CKJIQJHY BHYTPIIIHIO JIOTIKY, BKJIIOYAIOUH
aHIMAIIIIo JIEPEB, PyX BOPOTiB, B3aEMOJIIIO 3 KOMI31SIMH Ta MOSBY MEPCOHAXKIB Y TIEBHUX
TOYKaX. YCl €JIEeMEHTH CIEHM MaloTh JIOTIYHY Ta CTIKYy B3a€EMOII0 3aBASKU
IpaBHJIbHINM opraHizaliii kiaciB, Takux sk Pawn, Camera, TileMap 1 RenderInstance.

Peanizamiss anroputmy mnomyky unuisixy (A*) mns BOporiB € 3HAYHUM
JOCSITHEHHSIM, 110 CBITYUTH MPO HASABHICTh 0A30BHX €JIEMEHTIB IUTYYHOTO 1HTEJIEKTY

B poekTi. KpiMm TOT0, Bi3yanabH1 YaCTUHU TPH PAIOIOTH 0€3 apTedakTiB a00 TOMIIIOK



49

peHzepy, O CBIAYUTD PO HAAINHICTh CUCTEMH LIEHAEPiB, yIPaBIIHHSI KaMepamMu Ta
aHIMAaIIHHOTO KOHTPOJTIO, SIKi OYJIM CTBOPEHI.

Takoxx, Oyma mpujijeHa yBara ONTHUMI3aIlli peHJIepy Ta PO3pPaxyHKY JIOTIKU
MOBEIHKHA ITPOBUX OO0 €KTIB 3aiTHMX HA Malli. bylo CTBOpEHO Kamepy, KOTpa
pO3paxoBye view matrix Ta view projection 3HaueHHs, HEOOX1JIHI TOJAJIBIIOMY JIJIs
po3paxyBaHHs y IIeHiepl MOTOYHOI MO3MIlT IrpOBUX 00 €KTIB Ha Malll, 110 3HAYHO
MOKpAIIy€e MPale3IaTHICTh Ta 3arajbHy ONTUMI3allis rpu!

VYce 11e cTano MOXJIMBUM 3aBJISIKU MPABUIbHIN CTPYKTYP1 PYyIIis, TpoyMaHii
apXiTEeKTypl KOAY Ta YITKOMY PO3MOAUTY BIAMOBIJAIBLHOCTI MDK Kiacamu. Takum
YHUHOM, IIPOrpaMHe 3a0e31eueHHs He TIJIbKU BUKOHYE 3aB/IaHHS, aJI€ i CTBOPIOE CTINKY

waTGopMy I MOAABIIOTO CTBOPEHHS MOBHOIIHHOT RPG-Tpw.
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BHUCHOBKHA

VY mporieci BUKOHaHHS JUIJIOMHOI poOOTH OyJi0 CTBOPEHO MOBHHUM MPOTOTHUI
komn 1oTepHoi Tpu RPG 3 BiAKpUTHUM CBITOM, pO3pO0JIEHOT MOBOIO MPOTPaMyBaHHs
C++ 13 BukopuctanasiM APl OpenGL. ITpo€eKT 0XONnMUB OCHOBHI €JIEMEHTH CYy4acHO1
TeHMIEB-PO3POOKH, BKIIFOYAIOYN CTBOPCHHSI CTPYKTYPH PYIIis, AU3aiiH Bi3yaIbHOTO
CEPEIOBUIIA, JIOTIKY MEPCOHAXKIB 1 IHTEPaKTUBHI 00’ €KTH.

Bumoru m0 rpu, apxiTekTypa pyuiis Ta sapo, skl 3a0e3MeuyroTh aHiMaIlllo,
JIOTIKY TOBEIIHKU TNEPCOHaXIB, 31TKHEHHS, HaBITaIlilo, PEHIEPUHT 1 B3aEMOJII0 3
KOpHCTyBaueM, Oy po3poOiieHi Ha OCHOBI aHaii3y icHyrounx RPG-npoekriB. Kiac
Pawn cTaB OCHOBHMM KOMIIOHEHTOM pYIIIisl, KMl MICTUTh OCHOBHI (DYHKIIIi BCIX
KUBHX 00’ €KTIB IpH, BKJIIOYar04uu rpasus, BoporiB 1 NPC. Cucrtema sierko macuradye
Ipy Ta J0/1a€ HOB1 MEXaHIKHU 3aBASKH CBOIH MOIYJIbHIN CTPYKTYPI.

Oxpema yBara Oyna nOpuAUIEHa TOMY, K OpraHi3yBaTh 1H(POpMaLIMHHIA
koHTeHT. CTBopeHa cTpykTypa mnamnku Content asist 30epiraHHs irpoBUX pecypciB, sika
MICTHTh BCl HEOOX1THI KOMITIOHEHTH, TaKi K IMPUQPTH, 300pakKeHHs, MaIld, CKPUIITH,
aHiMauii Tomo. BukopuctoByroTscst popmatu B rpi. tmx Ta tsX, M0 AO3BOJIAE JETKO
MpaIftoBaTH 3 PIBHAMU, 00’ €KTaMU, IIapaMU Ta aHIMAIIIsIMH 32 JOTIOMOTOI0 peaKkTopa
Tiled. Yci mi mani oOpoOisitoThesi BianoBiAHUMU XML-koHTposiepamu, siki Oyiu
peanizoBaHi B pyIIii.

Kpim TOro, mMpoEKT BKIIOYAE CUCTEMY IICHIIEPIB, €KpaH 3aBAHTAKECHHS TpPH,
KaCTOMHY KaMepy 3 (PYHKI1€:0 aBBTOMATUYHOTO IIEHTPYBAHHSI TPaBIIs Ta alroputM A*
JUTSL TIONTYKY TUIAXY BOporiB. ['padiuamii KOMIIOHEHT po3poOJieHUH 3a JTOMOMOTOIO
METOJIB ONTHUMI3aIlii, 0 TapaHTye CTabLIbHYy poOOoTy 0e3 apTedakTiB 1 MOMIIIOK
Bi3yamizailii. JloOpe opraHizoBaHa cucTeMa KiaciB, sfiKa MNpalIO€ 3a MPUHUIHUIIAMU
00’€KTHO-OPIEHTOBAHOTO  TPOTPAMYBaHHs, KOHTPOIIOE yCi  B3aEMOIT  MIXK
KOMITOHEHTaMH.

Taxum yrHOM, MeTa OyJia JOCSITHYTa — CTBOPUTH MPOTOTHUI BIIKPUTOTO CBITY

RPG-rpu.
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Homatox A
Knacu hopmyBanHs irpoBoi mamna
TinyXml.cpp

#include "TinyXml.h"

#include "TileMap.h"

#include "../../Content/Scripts/Ul/ProgressBar/ProgressBar.h™
#include "../../Content/Scripts/Ul/ProgressBar/utilities.h"

std::string TinyXml::root_dir = "Content/";

std::string TinyXml::GetPathToTileSource(std::string path)

{
std::filesystem::path fullPath = std::filesystem::absolute(path);
std::filesystem::path fullSource = std::filesystem::path(root_dir) / path.substr(8);
return root_dir + fullSource.string();

}

std::vector<Coord> TinyXml::ParsePolygon(std::string polygon, const Coord& offset)
{

std::vector<Coord> coords;

std::istringstream stream(polygon);

std::string point;

while (std::getline(stream, point, ' ")) {
std::istringstream coordStream(point);
std::string xStr, yStr;

if (std::getline(coordStream, xStr, ") && std::getline(coordStream, yStr)) {
try {
double x = std::stod(xStr) + offset.X;
double y = std::stod(yStr) + offset.Y;
coords.emplace_back(X, y);

catch (const std::invalid_argument& e) {
throw std::runtime_error(*Invalid coordinate format in points attribute");
¥

¥

else {
throw std::runtime_error(*"Invalid points format");

¥
¥

return coords;

}

tinyxml2::XMLError TinyXml::ReadDoc(tinyxml2::XMLDocument& doc, std::string path)

{
if (doc.LoadFile(path.c_str()) !=tinyxml2::XML_SUCCESS) {

std::cerr << "Failed to load map file." << std::endl;
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[IponoBxxenHs nomarky A
return tinyxml2::XML_ERROR_FILE_READ_ ERROR,;
¥
return tinyxml2::XML_SUCCESS;
¥
std::unique_ptr<TileMap> TinyXml::LoadMap(
std::string path,

std::string title,
std::weak_ptr<ProgressBar> progressBar

)

{
NextProgressBarValue(progressBar);
tinyxml2::XMLDocument doc;

if (TinyXml::ReadDoc(doc, path) = tinyxml2::XML_SUCCESS) {
return std::make_unique<TileMap>();
¥

//Map

std::unique_ptr<TileMap> map = std::make_unique<TileMap>();
tinyxml2::XMLElement* mapElement = doc.FirstChildElement("map");
map->size.width = mapElement->IntAttribute("width");
map->size.height = mapElement->IntAttribute("height™);

map->title = title;

map->infinite = mapElement->BoolAttribute("infinite");

map->nextLayerld = mapElement->IntAttribute("nextlayerid");
map->nextObjectld = mapElement->IntAttribute("nextobjectid");

map->orientation = mapElement->Attribute("orientation™);
map->renderOreder = mapElement->Attribute("renderorder”);

map->tileSize.height = mapElement->IntAttribute("tileheight™);
map->tileSize.width = mapElement->IntAttribute("tilewidth");

NextProgressBarValue(progressBar);
std::cout << "[MapLoad]:: TILESETS::LOAD" << std::endl;

/[Tilesets
TilesetsController tilesetsController(mapElement, path);

std::cout << "[MapLoad]:: TILESETS::OK" << std::endl << std::endl;
NextProgressBarValue(progressBar);

std::cout << "[MapLoad]::CLASSES::LOAD" << std::endl;
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/IClasses
TinyClassController objects;
tinyxml2::XMLElement* classes = mapElement->FirstChildElement("group™);

std::cout << classes->Attribute(*name™) << std::endl;

if (classes != nullptr) {
objects = TinyClassController(classes);

}

std::cout << "[MapLoad]::CLASSES::OK" << std::endl << std::endl;
NextProgressBarValue(progressBar);

std::cout << "[MapLoad]::SPRITES::LOAD" << std::endl;

//Sprites

TinySrpiteLayersController layersController;

tinyxml2::XMLElement* sprites = classes->NextSiblingElement("group™);

it (sprites !'= nullptr) {

layersController = TinySrpiteLayersController(sprites);

}

map->tilesetsController = tilesetsController;
map->classesController = objects;
map->spriteLayersController = layersController;
NextProgressBarValue(progressBar);

return std::move(map);

TilesetsController.cpp

#include "TilesetsController.h"

TilesetsController::TilesetsController()

{
¥

TilesetsController::TilesetsController(std::vector<std::shared_ptr<Tileset>> tilesets)

{
¥

TilesetsController::TilesetsController(tinyxml2:: XMLElement* element, std::string path)

{
¥

tilesets = std::vector<std::shared_ptr<Tileset>>();

this->tilesets = tilesets;

LoadTilesets(element, tilesets, path);
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TilesetsController::~TilesetsController()

{
}
void TilesetsController::LoadTilesets(tinyxml2::XMLElement* element,
std::vector<std::shared ptr<Tileset>>& tilesets, std::string path)
{
for (tinyxml2::XMLElement* tileset = element->FirstChildElement("tileset™);
tileset = nullptr;
tileset = tileset->NextSiblingElement(*tileset")
){
std::string source = tileset->Attribute("'source™);
if (!source.empty()) {
std::string pth = fs::path(path).parent_path().string() + "/*;
tilesets.push_back(
LoadTileset(
tileset->IntAttribute(*"firstgid™),
(pth + source).c_str()
)
);
std::cout << source << " OK" << std::endl;
continue;
}
std::cout << source << " ERROR!" << std::endl;
}
}

std::shared_ptr<Tileset> TilesetsController::LoadTileset(int firstgld, std::string path)

{
tinyxml2::XMLDocument doc;

if (TinyXml::ReadDoc(doc, path) = tinyxml2::XML_SUCCESS) {
return nullptr;

}

tinyxml2::XMLElement* tilesetElement = doc.FirstChildElement("tileset");
std::string name = tilesetElement->Attribute("name");

int tileWidth = tilesetElement->IntAttribute("tilewidth™);
int tileHeight = tilesetElement->IntAttribute("tileheight");

int tileCount = tilesetElement->IntAttribute("tilecount™);
int columns = tilesetElement->IntAttribute("columns™);

TilesetPropertiesController tilesetProperties = TilesetPropertiesController();
//Load image

tinyxml2::XMLElement* image = tilesetElement->FirstChildElement("image");
std::string source = image->Attribute("'source");
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int width = image->IntAttribute("width");
int height = image->IntAttribute("height");

if (source.length() == 0) {
return nullptr;
}

source = TinyXml::GetPathToTileSource(source);
Image image_obj = ImagesController::Loadlmg(source.c_str(), name);
if (image_obj.Getlmage() <=0) {
return nullptr;
}

std::unordered_map<int, std::shared_ptr<Tile>> tiles;

/Tiles

for (tinyxml2::XMLElement* tileset = tilesetElement->FirstChildElement("tile");
tileset != nullptr;
tileset = tileset->NextSiblingElement(*tile")

) {
int tile_id = tileset->IntAttribute("id");

//Properties
tinyxml2::XMLElement* properties = tileset->FirstChildElement("properties");
if (properties !'=nullptr) {

tilesetProperties = TilesetPropertiesController(properties);

}

/lanimation
tinyxml2::XMLElement* animation = tileset->FirstChildElement(*animation");

std::shared_ptr<Animation> animation_obj = nullptr;
if (animation !'= nullptr) {
animation_obj = std::make_shared<Animation>(animation);
}
//Object group
tinyxml2::XMLElement* objectGroup = tileset->FirstChildElement(*objectgroup");

if (objectGroup == nullptr) {
std::unique_ptr<Tile> tile = std::make_unique<Tile>(
tile_id,
nullptr,
animation_obj

);
tile->SetTilesetProperties(tilesetProperties);

tiles[tile_id] = std::move(tile);
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continue;

}

//Object
tinyxml2::XMLEIlement* object = objectGroup->FirstChildElement(*object™);

if (object == nullptr) {
std::unique_ptr<Tile> tile = std::make_unique<Tile>(
tile_id,
nullptr,
animation_obj

);

tile->SetTilesetProperties(tilesetProperties);
tiles[tile_id] = std::move(tile);
continue;

}

int object_id = object->IntAttribute("id");
std::string object_name ="",
std::string object_type ="";

{

const char* temp_name = object->Attribute("name");
const char* temp_type = object->Attribute(* type™);

if (temp_name !'= nullptr) {
object_name = temp_name;
}
if (temp_type = nullptr) {
object_type = temp_type;
}
}

Coord object_pos = {
object->DoubleAttribute("x"),
object->DoubleAttribute("y")

}

Size object_size ={
object->DoubleAttribute("width™),
object->DoubleAttribute("height™)

}

tinyxml2::XMLElement* polygon = object->FirstChildElement("polygon™);

if (polygon == nullptr) {
std::unique_ptr<Tile> tile = std::make_unique<Tile>(
tile_id,
std::make_shared<BoxCollision>(
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object_pos,
object_size,
object_id,
object_name,
object_type
),
animation_obj

);
tile->SetTilesetProperties(tilesetProperties);

tiles[tile_id] = std::move(tile);
continue;

}

std::unique_ptr<Tile> tile = std::make_unique<Tile>(

tile_id,

std::make_shared<PoligonCollision>(
TinyXml::ParsePolygon(polygon->Attribute("points"), object_pos),
object_id,
object_name,
object_type

)

animation_obj

)i
tile->SetTilesetProperties(tilesetProperties);

tiles[tile_id] = std::move(tile);

}

return std::make_shared<Tileset>(
firstgld, tileWidth, tileHeight, width, height,
tileCount, columns, name, source.c_str(),
image_obj, tiles, tilesetProperties

);
b
int TilesetsController::GetSize()
{
return tilesets.size();
¥
std::weak_ptr<Tileset> TilesetsController::GetTilesetByTileld(int tileld)
{

for (std::shared_ptr<Tileset>& tileset : tilesets) {
if (tileset->IsContains(tileld)) {
return tileset;
}
}
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return std::make_shared<Tileset>();

}

std::weak_ptr<Tileset> TilesetsController::operator[](int index)

{

for (inti =0; i < tilesets.size(); i++)

if (i == index)
{

return tilesets[i];
}
} .
return std::make_shared<Tileset>();

}

std::weak_ptr<Tileset> TilesetsController::operator[](std::string name)

{

for (inti=0; i <tilesets.size(); i++)
If (tilesets[i]->GetName() == name)

return tilesets[i];
}
} .
return std::make_shared<Tileset>();

}

TinyClassController.cpp
#include "TinyClassController.h"

TinyClassController::TinyClassController()

{
¥

TinyClassController::TinyClassController(std::unordered_map<int,  std::shared_ptr<TinyClass>>
classes)

{

this->classes = classes;

}

TinyClassController::TinyClassController(tinyxml2:: XMLElement* element)
{

LoadClasses(element, classes);

¥

TinyClassController::~TinyClassController()

{
¥
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void TinyClassController::LoadClasses(tinyxml2::XMLElement* element, std::unordered_map<int,
std::shared_ptr<TinyClass>>& classes)
{
for (tinyxml2::XMLElement* child = element->FirstChildElement("group™);
child !'=nullptr;
child = child->NextSiblingElement("group™)
)
{
std::unique_ptr<TinyClass> temp = std::make_unique<TinyClass>(child);
classes[temp->Getld()] = std::move(temp);

¥
¥

std::unordered_map<int, std::shared_ptr<TinyClass>>::iterator TinyClassController::begin()

{

return classes.begin();

}
std::unordered_map<int, std::shared_ptr<TinyClass>>::iterator TinyClassController::end()
{
return classes.end();
¥
int TinyClassController::GetSize()
{
return classes.size();
}
std::weak_ptr<TinyClass> TinyClassController::GetByld(int id)
{

auto it = classes.find(id);

if (it == classes.end()) {
return {};

}

return it->second;

}

std::weak_ptr<TinyClass> TinyClassController::operator[](std::string_view name)
{
for (auto& it : classes) {
if (it.second->GetName() == name) {
return it.second;
}

¥
return {};

}

std::weak_ptr<TinyClass>TinyClassController::operator[](int index)

if (index <0 || index >= classes.size())
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{
¥

auto it = classes.begin();
std::advance(it, index);
return it->second:;

return {};

TinySrpiteLayersController.cpp
#include "TinySrpiteLayersController.h"

TinySrpiteLayersController:: TinySrpiteLayersController()

{
¥

TinySrpiteLayersController:: TinySrpiteLayersController(std::unordered_map<int,
std::shared_ptr<TinySpriteLayer>> spriteLayers)
{

this->spriteLayers = spriteLayers;

}

TinySrpiteLayersController::TinySrpiteLayersController(tinyxml2::XMLElement* element)
{

LoadSpriteLayers(element, spriteLayers, spriteLayerOrders);

}

TinySrpiteLayersController::~TinySrpiteLayersController()

{
¥

void TinySrpiteLayersController::LoadSpriteLayers(
tinyxml2::XMLElement* element,
std::unordered_map<int, std::shared_ptr<TinySpriteLayer>>& spriteLayers,
std::vector<int>& spriteLayerOrders
)
{
for (tinyxml2::XMLElement* group = element->FirstChildElement("'group™);
group != nullptr;
group = group->NextSiblingElement("group™)

)
for (tinyxml2::XMLElement* layer = group->FirstChildElement("layer");
layer 1= nullptr;
layer = layer->NextSiblingElement("layer")
){
if (layer) {

std::unique_ptr<TinySpriteLayer> temp = std::make_unique<TinySpriteLayer>(layer);
int id = temp->Getld(); // Coxpansiem ID nepen move!
spriteLayerOrders.push_back(id);
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spriteLayers[temp->Getld()] = std::move(temp);
std::cout << layer->Attribute("name") << " OK" << std::endl;
continue;

}
std::cout << layer->Attribute("name") << " ERROR!" << std::endl;

¥
¥
¥

int TinySrpiteLayersController::GetSize()
{

return spriteLayers.size();

}

std::weak_ptr<TinySpriteLayer> TinySrpiteLayersController::GetByld(int id)

{
auto it = spriteLayers.find(id);
if (it == spriteLayers.end())

{
return {};

}

return it->second;

}

std::unordered_map<int, std::shared_ptr<TinySpriteLayer>>::iterator
TinySrpiteLayersController::begin()

return spriteLayers.begin();

}

std::unordered_map<int, std::shared_ptr<TinySpriteLayer>>::iterator
TinySrpiteLayersController::end()

return spriteLayers.end();

}

const std::vector<int>& TinySrpiteLayersController::GetSpriteLayerOrders()
{

return spriteLayerOrders;

}

std::weak_ptr<TinySpriteLayer> TinySrpiteLayersController::operator[](int index)
{

if (index < 0 || index >= spriteLayers.size())

{
return {};

¥

auto it = spriteLayers.begin();
std::advance(it, index);



return it->second;
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}
std::weak_ptr<TinySpriteLayer> TinySrpiteLayersController::operator[](std::string name)
{
for (auto& item : spriteLayers)
{
if (item.second->GetName() == name)
{
return item.second;
}
¥
return {};
¥

TinyMap.cpp
#include "TinyMap.h"
#include "../GameStatuses.h"
#include "../animator/VertexAnimation.h"

void TinyMap::MoveCollison(std::shared_ptr<ICollision> collision, Coord* position)

{
if (collision == nullptr) {
return;

}

if (position == nullptr) {
position = new Coord(this->position);

}

std::vector<Coord> points;

for (Coord& coord : collision->GetPoints()) {
coord += *position;
points.push_back(coord);

}

collision->SetPoints(points);

b
void TinyMap::Initialize()

//Math Map Texture Position

for (const int& spriteLayerld : tileMap->spriteLayersController. GetSprlteLayerOrders()){

std::shared_ptr<TinySpriteLayer> spriteLayer

>spriteLayersController.GetByld(spriteLayerld).lock();
if (!spriteLayer) {
continue;
}

const Size spriteLayerSize = spriteLayer->GetSize();

= tileMap-
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std::cout << "Layer: " << spriteLayer->GetName() << std::endl;

for (int chunk_id = 0; chunk_id < spriteLayer->GetChunksCount(); chunk_id++) {
std::weak_ptr<TinyChunk> weakChunk = spriteLayer->operator[](chunk_id);
std::shared_ptr<TinyChunk> chunk = weakChunk.lock();

it (chunk == nullptr) {
continue;

}

for (int i = 0; i < chunk->size.height; i++) {
for (int j = 0; j < chunk->size.width; j++) {
int tileld = chunk->tilelds[i][j];

if (tileld) {
continue;

}

std::shared_ptr<Tileset> tileset = tileMap-
>tilesetsController.GetTilesetByTileld(tileld).lock();
if (tileset == nullptr) {
continue;

}

std::shared_ptr<Tile> tile = tileset->GetTileByld(tileld).lock();

std::shared_ptr<ICollision> collision = tile ? tile->GetCollision().lock() : nullptr;
std::shared_ptr<Animation> tileAnimation = tile ? tile->GetAnimation().lock() : nullptr;

std::shared_ptr<Rect> rect = nullptr;
std::unique_ptr<VertexAnimation> animation = nullptr;

{

int ciclesCount = tile == nullptr
?0
: tileAnimation != nullptr
? tileAnimation->FrameCount()
. 0;

Coord vertex1, vertex2;
Coord textureVertex1, textureVertex2;

std::string random_str = GenerateRandomString(5);
std::string obj_title = random_str.c_str();

for (int k = 0; k < (ciclesCount ? ciclesCount : 1); k++) {

const int tileWidth = tileset->GetTileWidth();
const int tileHeight = tileset->GetTileHeight();



(float)tileV));

const int width = tileset->GetWidth();
const int height = tileset->GetHeight();

const int columns = tileset->GetColumns();

int tileValue = tileld > tileset->GetFirstgld()
? tileld - tileset->GetFirstgld()
: tileld;

int atlasX = tileVValue % columns;
int atlasY = tileValue / columns;

float tileU = (float)tileWidth / (float)width;
float tileV = (float)tileHeight / (float)height;

if (rect == nullptr) {
const int chunk_j = j + chunk->coord.X;
const int chunk_i = i + chunk->coord.Y;
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vertexl] = Coord(Window::PixelToGLX(((chunk_j + 1) * tileWidth) +
position.X), Window::PixelToGLY (((chunk_i + 1) * tileHeight) + position.Y));

vertex2 = Coord(Window::PixelToGLX(((chunk_j * tileWidth)) + position.X),
Window::Pixel ToGLY ((chunk_i * tileHeight) + position.Y));

}

textureVertex1 = Coord(((float)atlasX + 1.0f) * tileU, 1.0f - ((float)(atlasY + 1) *

textureVertex2 = Coord((float)atlasX * (float)tileU, 1.0f - ((float)atlasY * tileV));

if (animation == nullptr && ciclesCount > 0) {

animation = std::make_unique<VertexAnimation>(

obj_title,
4,

true,
false,
rect.get()

);

tileld = tileAnimation->operator[](k)->tileld;

animation->AddFrame(tileAnimation->operator[](k)->duration, {

textureVertex1,
textureVertex2

H

tileld = k + 1 < ciclesCount

? tileAnimation->operator[](k + 1)->tileld

s tileld;
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if (rect I= nullptr) {
animation->AddFrame(tileAnimation->operator[](k)->duration, {
textureVertex1,
textureVertex2

H;

tileld = k + 1 < ciclesCount
? tileAnimation->operator[](k + 1)->tileld
 tileld:;

continue;

}

rect = std::make_shared<Rect>(
obj_title,
vertex1,
vertex2,
textureVertex1,
textureVertex2

);

}
}

if (animation !'= nullptr) {
animation->SetGameObject(rect.get());
animationController. AddAnimation(std::move(animation));

}

Coord rectPos = rect->GetPos();
MoveCollison(collision, &rectPos);

if (std::shared_ptr<BoxCollision> boxCollision
std::dynamic_pointer_cast<BoxCollision>(collision)) {
boxCollision->SetSize(boxCollision->GetSize() * Size(.7f, .7f));
rect->SetCollision(std::make_unique<BoxCollision>(*boxCollision));

}

rect->GetMaterial().lock()->SetDiffuseMap(std::make_shared<Image>(tileset-
>Getlmage()));

if (collision) {
rect->HookOnCollisionEnter([](IGameObject*  object, 1GameObject*
GLFWwindow™* window) {

H
}

gameObjects.push_back(
rect
);
¥

sender,
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¥
¥

std::cout << std::endl;

}

//IClasses

for (auto& classes : tileMap->classesController) {
std::cout << "Class: " << classes.second->GetName() << std::endl;
std::cout << "Size: " << classes.second->GetSize() << std::endl;

for (std::weak_ptr<ICollision> item : *classes.second) {
std::shared_ptr<ICollision> collision = item.lock();
if (collision == nullptr) {
continue;

}

std::cout << "Collision: " << collision->GetRootTitle() << std::endl;

MoveCollison(collision);
std::ostringstream 0ss;
0ss << collision->GetRootld() << ™ _" << collision->GetType();

std::shared_ptr<Rect> circle = std::make_shared<Rect>(
0ss.str(),
collision->GetPoints()[0],
Size(35, 35),
Color(1,1,1)
);

if (std::shared_ptr<BoxCollision> boxCollision =
std::dynamic_pointer_cast<BoxCollision>(collision)) {
circle->SetCollision(boxCollision);

}

/lcircle->SetCollision(collision);
circle->HookOnCollisionEnter([](IGameObject* object, IGameQObject* sender,
GLFWwindow™* window) {
std::cout << object->GetTitle() << " collided with " << sender->GetTitle() << std::endl;

H

gamecClasses.push_back(circle);

¥
¥
¥

TinyMap::TinyMap(std::unique_ptr<TileMap> tileMap, Coord position)
{

this->tileMap = std::move(tileMap);

this->position = position;
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Initialize();
¥
std::vector<std::weak ptr<IGameObject>> TinyMap::GetClassesByType(std::string type)
{

std::vector<std::weak_ptr<IGameObject>> result = std::vector<std::weak ptr<IGameObject>>();

for (std::shared_ptr<lGameObject>& object : gameClasses) {
if (object->GetCollision().lock()->GetType() == type) {
result.push_back(object);

¥
¥

return result;

}

std::vector<std::weak_ptr<lGameObject>> TinyMap::GetClassesByName(std::string name)

{

std::vector<std::weak_ptr<lGameObject>> classes;

for (std::shared_ptr<iGameObject>& object : gameClasses) {
if (object->GetCollision().lock()->GetRootTitle() == name) {
classes.push_back(object);

¥
¥

return classes;

}

std::weak_ptr<lGameObject> TinyMap::GetClassByName(std::string name)

{
for (std::shared_ptr<lGameObject>& object : gameClasses) {

if (object->GetCollision().lock()->GetRootTitle() == name) {
return object;

¥
¥

return std::weak_ptr<Rect>();

}

const std::vector<std::shared_ptr<IGameObject>>& TinyMap::GetGameObjects()
{

return gameObjects;

¥

const std::vector<std::shared_ptr<IGameObject>>& TinyMap::GetGameClasses()
{

return gameClasses;

}



void TinyMap::InitializeRender()

{
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for (std::shared_ptr<lGameObject>& object : gameObjects) {

object->InitializeRender();

¥
}
TileMap* TinyMap::GetTileMap()
{
return tileMap.get();
¥
WonderWold.cpp
#include "WonderWold.h"
#include /Characters/Enemys/Skeleton.h"
#include /..1../Dodge/raycast/Raycast.h"
#include /..1../Dodge/GameQbjects.h"
#include /..1../Dodge/shaders/ShadersController.h"

void WonderWold::SpawnPlayer()

{

std::unique_ptr<Material> playerMaterial = std::make_unique<BaseFigureMaterial>();
std::weak_ptr<lGameObject> weakPlayerSpawn = GetClassByName("PlayerSpawnPoint");
std::shared_ptr<IGameObject> playerSpawn = weakPlayerSpawn.lock();

if (playerSpawn == nullptr) {
return;

}

playerMaterial->SetShader(
ShadersController::GetShaderID(*"BaseFigure™)

);

playerMaterial->SetDiffuse(Color(1, 1, 1));
playerMaterial->SetDiffuseMap(
std::make_shared<Image>(
ImagesController::Loadlmg(
"Content/Assets/Ipc_entry/males/player.png”,
"Player"

)
)
);

/IplayerMaterial->SetCamera(camera);

player = std::make_shared<Player>(
"Player",



}

void WonderWold::SpawnSkeleton(Coord position)

{

);

Window::GetCamera().lock()->SetObservedObj(player);

WindowPointerController::SetPointer(
WindowPointer<Player>("player”, player)

);

std::make_unique<BoxCollision>(
playerSpawn->GetPos(),
Size(24, 16),
_1’
(char*)"Player",
(char*)"Player"
)
std::move(playerMaterial),
Directions::DOWN,
playerSpawn->GetPos(),
Size(64, 64),
50,
53,
48,
100,
100,
true,
false,
false
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GameObjects::Add(std::dynamic_pointer_cast<class Pawn>(player));

for (std::weak_ptr<IGameObject>& weakSpawn : GetClassesByName(*'SkeletonSpawnPoint")) {

std::shared_ptr<IGameObject> spawn = weakSpawn.lock();

if (spawn == nullptr) {
continue;

¥

/Iskeleton->SetTarget(player);

std::unique_ptr<Material> skeletonMaterial = std::make_unique<BaseFigureMaterial>();

skeletonMaterial->SetShader(

);

skeletonMaterial->SetDiffuse(Color(1, 1, 1));

skeletonMaterial->SetDiffuseMap(
std::make_shared<lmage>(
ImagesController::Loadlmg(

"Content/Assets/Ipc_entry/males/skeleton.png"”,

"Skeleton"

ShadersController::GetShaderID(*"BaseFigure™)
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)
)
);

std::shared_ptr<class Skeleton> skeleton = std::make_unique<class Skeleton>(
"Skeleton",
std::make_unique<BoxCollision>(
spawn->GetPos(),
Size(24, 16),
-1,
(char*)"Skeleton",
(char*)"Enemy"

),
std::move(skeletonMaterial),
Directions::DOWN,
spawn->GetPos(),

Size(64, 64),
50,

53,

48,

100,

100,

true,

false,

false

);

GameObijects::Add(std::dynamic_pointer_cast<class Pawn>(skeleton));
enemys.push_back(std::move(skeleton));

return;

}
}
void WonderWold::OnTriggerEnter(IGameObject* object, IGameObject* triggeredObject)
{
}
Propertie* WonderWold::GetObjectPropertie(std::string propertie_name, IGameQObject* object)
{

return nullptr;
}
void WonderWold::Initialize()
{

SpawnPlayer();
SpawnSkeleton(Coord (450, 300));

for (std::shared_ptr<iGameObject>& obj : gameObjects) {
if (lobj->GetMaterial().lock() || obj->GetMaterial().expired()) {
continue;
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¥
¥

for (std::shared_ptr<lGameObject>& classObj : gameClasses) {
if (IclassObj->GetMaterial().lock() || classObj->GetMaterial().expired()) {
continue;
}
¥

std::unique_ptr<Audio> main = std::make_unique<Audio>("main",
"Content/Sounds/WonderWorld/main.wav");
main->SetVVolume(0.05f);

std::make_unique<Audio>("wind",

std::unique_ptr<Audio> wind
"Content/Sounds/WonderWorld/light-wind.wav");
wind->SetVolume(0.15f);

audioController.Load(std::move(main));
audioController.Load(std::move(wind));

audioController.Play("main", true);
audioController.Play("wind", true);

}

WonderWold::WonderWold(std::unique_ptr<TileMap> tileMap, Coord position)
: TinyMap(std::move(tileMap), position)

Initialize();
}
void WonderWold::Update()
{
if ("Window::GetCamera().lock() || Window::GetCamera().expired()) {
std::cout << "NULL CAMERA!" << std::endl;
return;
}
std::shared_ptr<IGameObject> lockedObserved = Window::GetCamera().lock()-

>GetObservedObj().lock();
if ("lockedObserved) {
std::cout << "Camera need observed object!" << std::endl;
return;

¥

bool isPause = Window::GetGameStatus() == GameStatuses::Pause;
for (std::shared_ptr<lGameObject>& obj : gameObjects)

if (tisPause) {
animationController.Play(obj->GetTitle());
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}

if (lockedObserved == nullptr) {
continue;

}

const Coord& distance = lockedObserved->GetDistanceTo(*obyj);

if (distance.X >= Window::GetRenderResolutionView().width * 0.5f || distance. X <= -
(Window::GetRenderResolutionView().width * 0.65f) ||
distance.Y >= Window::GetRenderResolutionView().height * 0.5f || distance.Y <= -
(Window::GetRenderResolutionView().height * 0.65f)) {
continue;

}

obj->Update();
}

UpdatePawns();

void WonderWold::UpdatePawns()
{

for (std::shared_ptr<class Pawn>& pawn : enemys)

pawn->Update();

player->Update();

if (Window::GetCamera().lock() && 'Window::GetCamera().expired()) {
Window::GetCamera().lock()->Update();
}
}
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Rect.cpp

#include "Rect.n"
#include "../shaders/ShadersController.h"

std::vector<unsigned int> defaultIndicies = {

0,1, 2,
2,3,0
}
bool Rect::MouselnRect(Mouse& mouse)
{
float normMouseX = (mouse.GetMouseCoord().X
Window::GetRenderResolution().GetWidth()) * 2.0f - 1.0f;
float normMouseY = 1.0f - (mouse.GetMouseCoord().Y

Window::GetRenderResolution().GetHeight()) * 2.0f;

const Coord& vertex1 = renderinstance->GetVertex1();
const Coord& vertex2 = renderlInstance->GetVertex2();

return (normMouseX >= vertex1.X && normMouseX <= vertex2. X &&
normMouseY >= vertex1.Y && normMouseY <= vertex2.Y);
¥

void Rect::MathPos(Coord& vertex1, Coord& vertex2)
{

renderInstance->SetVertexes(vertex1, vertex2);

float width = (vertex2.X - vertex1.X) * (Window::GetRenderResolution().GetWidth() / 2.0f);
float height = (vertex2.Y - vertex1.Y) * (Window::GetRenderResolution().GetHeight() / 2.0f);

size = Size(round(std::abs(width)), round(std::abs(height)));
float centerX_GL = (vertex1.X + vertex2.X) / 2.0f;
float centerY_GL = (vertex1.Y + vertex2.Y) / 2.0f;
position = Coord(
((centerX_GL + 1.0f) / 2.0f) * (float)Window::GetRenderResolution().GetWidth(),

);
¥

void Rect::MathPos(Coord& position)

{
this->position = position;
float glCenterX = Window::PixelToGLX(position.X);
float glCenterY = Window::PixelToGLY (position.Y);

((1.0f - (centerY_GL + 1.0f) / 2.0f) * (float)Window::GetRenderResolution().GetHeight())

75

float glwidth = (float)size.GetWidth() / (float)Window::GetRenderResolution().GetWidth() *

2.0f;
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float glHeight = (float)size.GetHeight() / (float)Window::GetRenderResolution().GetHeight() *
2.0f;

/l Calculate the vertex1 and vertex2 coordinates
IIvertex2.X = glCenterX - glWidth / 2.0f;
IIvertex1.Y = glCenterY - glHeight / 2.0f;
IIvertex1.X = glCenterX + glWidth / 2.0f;
IIvertex2.Y = glCenterY + glHeight / 2.0f;

renderInstance->SetVertexes(
Coord(glCenterX + glWidth / 2.0f, glCenterY - glHeight / 2.0f),
Coord(glCenterX - glWidth / 2.0f, glCenterY + glHeight / 2.0f)

);
¥

void Rect::MathSize(Size& size)
{

this->size = size;
MathPos(position);
}

void Rect::MathSide(double& sideSize, bool isWidth)
{

}

Rect::Rect()

{
title = (char*)"Undefined";

collision = nullptr;

OnMouseHover = OnMouseOver = nullptr;
OnCollisionEnterHandler = nullptr;
OnMouseClick = nullptr;

kinematic = false;
this->layer = Layer::Undefined,;

moveDirection = Directions::DOWN;

renderlInstance = std::make_unique<RectRenderInstance>();

}

Rect::Rect(
std::string title, Coord
position, Size size, Color color,
Directions moveDirection

)
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this->title = title;

this->size = size;
this->color = baseColor = color;

OnMouseHover = OnMouseOver = nullptr;
OnCollisionEnterHandler = nullptr;
OnMouseClick = nullptr;

std::unique_ptr<Material> material = std::make_unique<BaseFigureMaterial>();
material->SetShader(
ShadersController::GetShaderID("BaseFigure™)

);

material->SetDiffuse(color);
material->SetDiffuseMap(ImagesController::GetDafaultimage().lock());

this->moveDirection = moveDirection;

kinematic = false;
this->layer = Layer::GameOQObject;

collision = nullptr;
renderInstance = std::make_unique<RectRenderInstance>(std::move(material));

MathPos(position);
}

Rect::Rect(

std::string title,

Coord vertex1, Coord vertex2,

Color color, Directions moveDirection
)
{

this->title = title;
this->color = baseColor = color;

OnMouseHover = OnMouseOver = nullptr;
OnCollisionEnterHandler = nullptr;
OnMouseClick = nullptr;

std::unique_ptr<Material> material = std::make_unique<BaseFigureMaterial>();
material->SetShader(
ShadersController::GetShaderID("BaseFigure")

);

this->moveDirection = moveDirection;
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kinematic = false;
this->layer = Layer::GameOQObject;

collision = nullptr;
renderinstance = std::make_unique<RectRenderInstance>(std::move(material));

MathPos(vertex1, vertex2);

}

Rect::Rect(
std::string title,
Coord vertex1, Coord vertex2,
Coord textureVertex1, Coord textureVertex2,
Color color, Directions moveDirection

)
{
this->title = title;

this->color = baseColor = color;

OnMouseHover = OnMouseOver = nullptr;
OnCollisionEnterHandler = nullptr;
OnMouseClick = nullptr;

std::unique_ptr<Material> material = std::make_unique<BaseFigureMaterial>();
material->SetShader(
ShadersController::GetShaderID(*"BaseFigure™)

);

std::vector<Coord> verticies = std::vector<Coord>{
textureVertex1, textureVertex2

b
material->SetDiffuseMapVerticies(verticies);
this->moveDirection = moveDirection;

kinematic = false;
this->layer = Layer::GameOQObject;

collision = nullptr;
renderInstance = std::make_unique<RectRenderInstance>(std::move(material));

MathPos(vertex1, vertex?2);

¥

void Rect::Update()
{
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Draw();
}

void Rect::Draw()
{

renderInstance->Render();

}

void Rect::UpdateVertices()
{

renderInstance->UpdateVertices();

}

void Rect::UpdateVertices(std::vector<float>& vertices)

{

renderInstance->UpdateVertices(vertices);

}

void Rect::InitializeRender()

{

renderInstance->Initialize();

}

std::vector<float> Rect::GetVerticesByDirection(Rect& rect, Directions moveDirection, bool
returnTexCoords)
{

Coord vertex1 = rect.renderInstance->GetVertex1();

Coord vertex2 = rect.renderInstance->GetVertex2();

std::weak_ptr<Material> weakMaterial = rect.renderInstance->GetMaterial();
if (weakMaterial.expired() || 'weakMaterial.lock()) {

return rect.renderinstance->GetVertices();
}

std::shared_ptr<Material> material = weakMaterial.lock();

const bool isHasDiffuseVertexs =
material->GetDiffuseMapVerticies().size() >= 2 &&
material->GetDiffuseMap().lock() != nullptr;
const Coord& textCoordl = isHasDiffuseVertexs ? material->GetDiffuseMapVerticies()[0] :
Coord(0, 0);
const Coord& textCoord2 = isHasDiffuseVertexs ? material->GetDiffuseMapVerticies()[1] :
Coord(1, 1);

if (moveDirection == Directions::UP) {
return returnTexCoords ? std::vector<float> {

(float)vertex2.X, (float)vertex2.Y, 0.0f, (float)textCoordl.X, (float)textCoordl.Y,
(float)vertex1.X, (float)vertex2.Y, 0.0f, (float)textCoord2.X, (float)textCoordl.Y,
(float)vertex1.X, (float)vertex1.Y, 0.0f, (float)textCoord2.X, (float)textCoord2.Y,
(float)vertex2.X, (float)vertex1.Y, 0.0f, (float)textCoord1.X, (float)textCoord2.Y
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}

: std::vector<float>{

(float)vertex2.X, (float)vertex2.Y, 0.0f,
(float)vertex1.X, (float)vertex2.Y, 0.0f,
(float)vertex1.X, (float)vertex1.Y, 0.0f,
(float)vertex2.X, (float)vertex1.Y, 0.0f

b
¥

if (moveDirection == Directions::DOWN) {
return returnTexCoords ? std::vector<float> {

(float)vertex1.X, (float)vertex1.Y, 0.0f, (float)textCoord1.X, (float)textCoordl.Y,
(float)vertex2.X, (float)vertex1.Y, 0.0f, (float)textCoord2.X, (float)textCoordl.Y,
(float)vertex2.X, (float)vertex2.Y, 0.0f, (float)textCoord2.X, (float)textCoord2.Y,
(float)vertex1.X, (float)vertex2.Y, 0.0f, (float)textCoord1.X, (float)textCoord2.Y

¥
. std::vector<float>{

(float)vertex1.X, (float)vertex1.Y, 0.0f,
(float)vertex2.X, (float)vertex1.Y, 0.0f,
(float)vertex2.X, (float)vertex2.Y, 0.0f,
(float)vertex1.X, (float)vertex2.Y, 0.0f

b
¥

if (moveDirection == Directions::LEFT) {
return returnTexCoords
? std::vector<float> {
(float)vertex1.X, (float)vertex1.Y, 0.0f, (float)textCoord1.X, (float)textCoordl.Y,
(float)vertex1.X, (float)vertex2.Y, 0.0f, (float)textCoord2.X, (float)textCoordl.Y,
(float)vertex2.X, (float)vertex2.Y, 0.0f, (float)textCoord2.X, (float)textCoord2.Y,
(float)vertex2.X, (float)vertex1.Y, 0.0f, (float)textCoord1.X, (float)textCoord2.Y

3

std::vector<float>{
(float)vertex1.X, (float)vertex1.Y, 0.0f,
(float)vertex1.X, (float)vertex2.Y, 0.0f,
(float)vertex2.X, (float)vertex2.Y, 0.0f,
(float)vertex2.X, (float)vertex1.Y, 0.0f,
b
¥

if (moveDirection == Directions::RIGHT) {
return returnTexCoords ? std::vector<float> {

(float)vertex2.X, (float)vertex2.Y, 0.0f, (float)textCoord1.X, (float)textCoordl.Y,
(float)vertex2.X, (float)vertex1.Y, 0.0f, (float)textCoord2.X, (float)textCoordl.Y,
(float)vertex1.X, (float)vertex1.Y, 0.0f, (float)textCoord2.X, (float)textCoord2.Y,
(float)vertex1.X, (float)vertex2.Y, 0.0f, (float)textCoord1.X, (float)textCoord2.Y

¥
: std::vector<float>{
(float)vertex2.X, (float)vertex2.Y, 0.0f,
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(float)vertex2.X, (float)vertex1.Y, 0.0f,
(float)vertex1.X, (float)vertex1.Y, 0.0f,
(float)vertex1.X, (float)vertex2.Y, 0.0f,
b
¥
¥

void Rect::RotateToDirection(Directions direction)

{

Coord vertex1 = renderInstance->GetVertex1();

Coord vertex2 = renderInstance->GetVertex2();

if ((moveDirection == Directions::RIGHT && direction == Directions::LEFT) ||
(moveDirection == Directions::LEFT && direction == Directions::RIGHT) ||
(moveDirection == Directions::UP && direction == Directions::DOWN) ||
(moveDirection == Directions::DOWN && direction == Directions::UP)) {
std::swap(vertex1.X, vertex2.X);
std::swap(vertex1.Y, vertex2.Y);

else if ((moveDirection == Directions::RIGHT && direction == Directions::UP) ||
(moveDirection == Directions::UP && direction == Directions::LEFT) ||
(moveDirection == Directions::LEFT && direction == Directions::DOWN) ||
(moveDirection == Directions::DOWN && direction == Directions::RIGHT)) {
float centerX = (vertex1.X + vertex2.X) / 2;
float centerY = (vertex1.Y + vertex2.Y) / 2;

float tempX = vertex1.X - centerX;
float tempY = vertex1.Y - centerY;

vertex1.X = -tempY + centerX;
vertex1.Y =tempX + centerY;

tempX = vertex2.X - centerX;
tempY = vertex2.Y - centerY;

vertex2.X = -tempY + centerX;
vertex2.Y =tempX + centerY;

¥
else if ((moveDirection == Directions::RIGHT && direction == Directions::DOWN) ||

(moveDirection == Directions::DOWN && direction == Directions::LEFT) ||
(moveDirection == Directions::LEFT && direction == Directions::UP) ||
(moveDirection == Directions::UP && direction == Directions::RIGHT)) {
float centerX = (vertex1.X + vertex2.X) / 2;

float centerY = (vertex1.Y + vertex2.Y) / 2;

float tempX = vertex1.X - centerX;
float tempY = vertex1.Y - centerY;

vertex1.X = tempY + centerX;
vertex1.Y = -tempX + centerY;
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tempX = vertex2.X - centerX;
tempY = vertex2.Y - centerY;,

vertex2.X = tempY + centerX;
vertex2.Y = -tempX + centerY,

}

renderInstance->SetVertexes(vertex1, vertex2);
moveDirection = direction;

}

const Coord& Rect::GetPos()
{

return position;

}

const Coord& Rect::GetOpenGIPos()

{
return Coord(Window::PixelToGLX(position.X), Window::PixelToGLY (position.Y));

}

void Rect::SetSize(Size size, bool render)

MathSize(size);

if (Irender) {
return;

¥

UpdateVertices();

Size Rect::GetSize()
{

return size;

}

void Rect::SetSideSize(Sides sides, bool render)

{
const Coord& vertex1 = renderInstance->GetVertex1();
const Coord& vertex2 = renderlnstance->GetVertex2();

if (sides.bottom !'=0) {
float glDelta = abs((float)sides.bottom / (float)Window::GetRenderResolution().GetWidth() *
2.0f);

if (sides.bottom > 0) {
renderInstance->SetVertexes(
Coord(vertex1.X, vertex1.Y - glDelta),
vertex2
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);
}
else {
renderInstance->SetVertexes(
Coord(vertex1.X, vertex1.Y + glDelta),
vertex2
);
¥
}

if (sides.top '=0) {
float glDelta = abs((float)sides.top / (float)Window::GetRenderResolution().GetWidth() * 2.0f);

if (sides.top > 0) {
renderlInstance->SetVertex2(
Coord(vertex2.X, vertex2.Y + glDelta)

);
¥
else {

renderlInstance->SetVertex2(

Coord(vertex2.X, vertex2.Y - glDelta)

);
¥
¥

if (sides.left 1=0) {
float glDelta = abs((float)sides.left / (float)Window::GetRenderResolution().GetWidth() * 2.0f);

if (sides.left > 0) {
renderlInstance->SetVertex2(
Coord(vertex2.X - glDelta, vertex2.Y)

);
¥

else {
renderlInstance->SetVertex2(
Coord(vertex2.X + glDelta, vertex2.Y)

);
¥
¥

if (sides.right 1=0) {
float glDelta = abs((float)sides.right / (float)Window::GetRenderResolution().GetWidth() *

2.0f);

if (sides.right > 0) {
renderlInstance->SetVertex1(
Coord(vertex1.X + glDelta, vertex1.Y)

);
¥

else {
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renderInstance->SetVertex1(
Coord(vertex1.X - glDelta, vertex1.Y)

);
¥
¥

size.SetWidth((vertex1.X - vertex2.X) * Window::GetRenderResolution().GetWidth() / 2.0f);
size.SetHeight((vertex1.Y - vertex2.Y) * Window::GetRenderResolution().GetHeight() / 2.0f);

position.X = Window::GLXToPixel((vertex1.X + vertex2.X) / 2.0f);
position.Y = Window::GLYToPixel((vertex1.Y + vertex2.Y) / 2.0f);

if (frender) {
return;
}

UpdateVertices();
¥

bool Rect::MouseHover(Mouse& mouse)

{
if (mouse.lsEqual()) {

return false;
}
const bool isHover = MouselnRect(mouse);
if (isHover && OnMouseHover) {
OnMouseHover(this, Window::GetWindow());
¥

if (YisHover && OnMouseOver) {
OnMouseOver(this, Window::GetWindow());

¥

return isHover;
}
bool Rect::MouseClick(Mouse& mouse)
{

if ('mouse.isClick() || 'MouselnRect(mouse)) {
return false;
}

if (OnMouseClick) {
OnMouseClick(this, Window::GetWindow());
b

return true;
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bool Rect::CollisionEnter(IGameObject& gameObject)
{

if (Icollision || collision == nullptr) {
return false;
}

bool isEnter = collision->IsCollisionEnter(&gameObject);

if (isEnter && OnCollisionEnterHandler) {
OnCollisionEnterHandler(this, &gameObject, Window::GetWindow());
¥

}

void Rect::SetColor(Color color)

{

this->color = color;

}

Color Rect::GetColor()
{

return color;

}

Color Rect::GetBaseColor()
{

return baseColor;

}

void Rect::SetPos(std::vector<Coord> vertices, bool render)

{
MathPos(vertices[0], vertices[1]);

if (Irender) {
return;
¥

UpdateVertices();
}

void Rect::SetPos(Coord position, bool render)

{
MathPos(position);

if (Irender) {
return;
¥

UpdateVertices();
}

void Rect::SetMaterial(std::shared_ptr<Material> material)

{



renderInstance->SetMaterial(material);

}

std::weak_ptr<Material> Rect::GetMaterial()
{

return renderInstance->GetMaterial();

}

void Rect::SetCollision(std::shared_ptr<ICollision> collision)

{

this->collision = collision;

}

std::weak_ptr<ICollision> Rect::GetCollision()

{

return collision;

}

const std::string& Rect::GetTitleString()
{

return title;

}

std::string_view Rect::GetTitle()
{

return title;

}

void Rect::SetTitle(std::string title)

{
this->title = title;

}

void Rect::SetMoveDirection(Directions moveDirection)

{

this->moveDirection = moveDirection;

¥

Directions Rect::GetMoveDirection()

{

return moveDirection;

}

const bool Rect::IsMouseOverlap()

{
return MouselnRect(*Window::GetMouse().lock());

¥

void Rect::SetLayer(Layer layer)
{
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this->layer = layer;

}

Layer Rect::GetLayer()
{

return layer;

}

bool Rect::IsKinematic()

{

return kinematic;

}

void Rect::SetKinematic(bool kinematic)

{

this->kinematic = kinematic;

}

const Coord& Rect::GetDistanceTo(IGameObject& gameObject)

{
Coord temp = gameObject.GetPos();

return temp - position;

}

void Rect::HookMouseHover(MouseHoverHandler handler)

{

OnMouseHover = handler;

}

void Rect::HookMouseOver(MouseHoverHandler handler)

{

OnMouseOver = handler;

}

void Rect::HookMouseClick(MouseClickHandler handler)

{
OnMouseClick = handler;

}

void Rect::HookOnCollisionEnter(OnCollisionEnter handler)

{

this->OnCollisionEnterHandler = handler;

¥

bool Rect::operator==(const Rect& other) const
{
return position == other.position &&
*renderInstance == *other.renderlnstance && size == other.size &&
color == other.color && baseColor == other.baseColor &&
title == other title;
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¥

bool Rect::operator!=(const Rect& other) const
¢ return !(*this == other);

¥

?ect& Rect::operator=(const Rect&& other)

if (this == &other) {
return *this;

¥

this->position = other.position;
*this->renderInstance == *other.renderInstance;
this->size = other.size;

this->color = other.color;
this->baseColor = other.baseColor;

this->OnMouseHover = other.OnMouseHover;
this->OnMouseOver = other.OnMouseOver;
this->OnMouseClick = other.OnMouseClick;

this->title = other title;

return *this;

ShadersController.cpp

#include "ShadersController.h"
#include <glm/gtc/type_ptr.hpp>

std::unique_ptr<

std::unordered_map<GLuint, std::unique_ptr<Shader>>
> ShadersController::shaders = std::make_unique<std::unordered_map<GL.uint,
std::unique_ptr<Shader>>>();

void ShadersController::LoadShader(std::unique_ptr<Shader> shader)

{
shaders->operator[](shader->GetID()) = std::move(shader);
}
void ShadersController::LoadShader(std::string title, std::string vertexPath, std::string fragmentPath)
{

std::unique_ptr<Shader> shader = std::make_unique<Shader>(title, vertexPath, fragmentPath);
shaders->operator[](shader->GetID()) = std::move(shader);

¥
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Shader* ShadersController::GetShader(GLuint id)
{

auto it = shaders->find(id);
if (it != shaders->end())

return it->second.get();
return nullptr;

}

const GLuint& ShadersController::GetShaderID(std::string_view title)
{

for (auto& shader : *shaders)
if (shader.second->GetTitle() == title)
return shader.first;
return -1;

}

void ShadersController::Use(GLuint id)

{
glUseProgram(id);

void ShadersController::Disable()

glUseProgram(0);

void ShadersController::SetBool(const GLuint& id, const char* name, bool value)

{

glUniformli(glGetUniformLocation(id, name), (int)value);

}

void ShadersController::SetInt(const GLuint& id, const char* name, int value)

{

glUniformli(glGetUniformLocation(id, name), value);

}

void ShadersController::SetFloat(const GLuint& id, const char* name, float value)

{

glUniform1f(glGetUniformLocation(id, name), value);

¥

void ShadersController::SetVec2(const GLuint& id, const char* name, float x, float y)

{
glUniform2f(glGetUniformLocation(id, name), X, y);

}

void ShadersController::SetVec3(const GLuint& id, const char* name, float x, float y, float z)

glUniform3f(glGetUniformLocation(id, name), X, vy, 2);
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}

void ShadersController::SetVec4(const GLuint& id, const char* name, float x, float y, float z, float
w)
{

glUniform4f(glGetUniformLocation(id, name), X, y, z, w);

}

void ShadersController::SetMat4(const GLuint& id, const char* name, glm::mat4& matrix)

{
glUniformMatrix4fv(glGetUniformLocation(id, name), 1, GL_FALSE, glm::value_ptr(matrix));

}

void ShadersController::SetColor(const GLuint& id, const char* name, Color color)

{
SetVec4(id, name, color.r, color.g, color.b, color.a);
¥
RenderInstance.cpp

#include "Renderlnstance.h"
#include <glad/glad.h>

void RenderlInstance::UpdateVertices()
{
GenerateVertices();
if (IVBO || 'VAO || IEBO) {
return Initialize();

}

gIBindBuffer(GL_ARRAY_BUFFER, VBO);
void* ptr = gIMapBuffer(GL_ARRAY_BUFFER, GL_WRITE_ONLY);
if (ptr) {
memcpy(ptr, vertices.data(), vertices.size() * sizeof(float));
glUnmapBuffer(GL_ARRAY_BUFFER);

¥
¥

void RenderlInstance::UpdateVertices(std::vector<float> vertices)
{
this->vertices = vertices;
if "VBO || 'VAO || 'EBO) {
return Initialize();

¥

glBindBuffer(GL_ARRAY_BUFFER, VBO);
void* ptr = gIMapBuffer(GL_ARRAY_BUFFER, GL_WRITE_ONLY);
if (ptr) {
memcpy(ptr, vertices.data(), vertices.size() * sizeof(float));
glUnmapBuffer(GL_ARRAY_BUFFER);

¥
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}

Renderinstance::RenderlInstance()
: VBO(0), VAO(0), EBO(0)

{

}

RenderlInstance::RenderlInstance(unsigned int VBO, unsigned int VAO, unsigned int EBO)
: VBO(VBO), VAO(VAO), EBO(EBO)

{
¥

void Renderlnstance::SetVVBO(unsigned int& VBO)

{
this->VBO = VBO;

}

void Renderlnstance::SetVAO(unsigned int& VAO)

{
this->VAO = VAOQO;

}

void Renderlnstance::SetEBO(unsigned int& EBO)

{
this->EBO = EBO;

}

const unsigned int& RenderInstance::GetVBO()

{
return VBO:;

}

const unsigned int& RenderInstance::GetVAO()

{
return VAO;

}

const unsigned int& RenderInstance::GetEBO()

{
return EBO;

¥

const std::vector<float>& RenderInstance::GetVertices()

{

return vertices;

}

void Renderlnstance::SetVertices(std::vector<float> vertices)

{

this->vertices = vertices;
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¥

bool RenderInstance::IsInitialized()

¢ return VAO && VBO && EBO;

¥

?ool RenderlInstance::operator==(RenderInstance& other)

return VAO = other.VAO && VBO == other.VBO && EBO == other.EBO &&
vertices == other.vertices;
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Pawn.cpp

#include "Pawn.h"

#include "../render/RectRenderInstance.h”

#include "../utilities/ptrs.h"

#include "../../Content/Scripts/Al/Movements/MovementsController.h™

void Pawn::MathPos(std::vector<Coord> vertexes)

{

Coord& vertex1 = vertexes[0];
Coord& vertex2 = vertexes[1];

size = Size(vertex2.X - vertex1.X, vertex2.Y - vertex1.Y);

float centerX_GL = float(vertex1.X + vertex2.X) / 2.0f;
float centerY _GL = float(vertex1.Y + vertex2.Y) / 2.0f;

renderInstance->SetVertexes(vertex1, vertex2);

position = Coord(((centerX_GL + 1.0f) / 2.0f) *
(float)Window::GetRenderResolution().GetWidth(),
((2.0f - (centerY_GL + 1.0f) / 2.0f) * (float)Window::GetRenderResolution().GetHeight()));
¥

void Pawn::MathPos(Coord& position)
{

this->position = position;

float glCenterX = Window::PixelToGLX(position.X);
float glCenterY = Window::Pixel ToGLY (position.Y);

float glWidth = (float)(size.GetWidth()) / (float)Window::GetRenderResolution().GetWidth() *
2.0f;

float glHeight = (float)size.GetHeight() / (float)Window::GetRenderResolution().GetHeight() *
2.0f;

float halfWidth = glwidth / 2.0f;
float halfHeight = glHeight / 2.0f;

Coord vertex1, vertex2;

vertex1.X = glCenterX - halfWidth;
vertex1.Y = glCenterY - halfHeight;

vertex2.X = glCenterX + halfWidth;
vertex2.Y = glCenterY + halfHeight;

renderInstance->SetVertexes(vertex1, vertex2);
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}

void Pawn::MathSize(Size& size)
{
this->size = size;
MathPos(position);
}

bool Pawn::MouselnRect(Mouse& mouse)

{
const Coord& vertex1 = renderinstance->GetVertex1();
const Coord& vertex2 = renderlInstance->GetVertex2();

float normMouseX = (mouse.GetMouseCoord().X
Window::GetRenderResolution().GetWidth()) * 2.0f - 1.0f;

float normMouseY = 1.0f - (mouse.GetMouseCoord().Y
Window::GetRenderResolution().GetHeight()) * 2.0f;

return (normMouseX >= vertex1.X && normMouseX <= vertex2. X &&
normMouseY >= vertex1.Y && normMouseY <= vertex2.Y);

}

Pawn::Pawn(
std::string title,
CharacterTypes characterType,

std::shared_ptr<ICollision>  collision,  std::shared_ptr<Material> material,  Directions

moveDirection,
Coord position, Size size, float speed, float maxSpeed, float minSpeed,
float health, float maxHealth, bool isPlayable, bool isKinematic, bool isHidden,
std::vector<std::shared_ptr<lAnimation>> animations

A

SetTitle(title);

this->characterType = characterType;

renderlInstance = std::make_unique<RectRenderInstance>(std::move(material));
this->collision = collision;

this->size = size;
MathPos(position);

this->moveDirection = moveDirection;
this->speed = speed,;
this->maxSpeed = maxSpeed;

this->minSpeed = minSpeed;

this->health = health;



this->maxHealth = maxHealth;
this->isPlayable = isPlayable;
this->kinematic = isKinematic;
this->isHidden = isHidden;
target = {};
SetLayer(Layer::Pawn);
SetAction(Actions::Idle);

this->animations.AddAnimations(animations);

}

void Pawn::SetMoveDirection(Directions moveDirection)

{
¥

void Pawn::SetPos(std::vector<Coord> vertexes, bool render)

{

this->moveDirection = moveDirection;

MathPos(vertexes);

if (Irender) {
return;

}

UpdateVertices();

void Pawn::SetPos(Coord position, bool render)

{
MathPos(position);

if (‘render) {
return;

¥

UpdateVertices();
¥

void Pawn::RotateToDirection(Directions direction)

{
¥

void Pawn::SetTitle(std::string title)

{
this->title = title;
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}

void Pawn::SetSize(Size size, bool render)

{
MathSize(size);

if (frender) {
return;

}

UpdateVertices();

void Pawn::SetSpeed(float speed)
{

this->speed = speed,;

}

void Pawn::SetMaxSpeed(float maxSpeed)
{

this->maxSpeed = maxSpeed,;

}
void Pawn::SetMinSpeed(float minSpeed)
{
this->minSpeed = minSpeed;
}

void Pawn::SetHealth(float health)

this->health = health;
}

void Pawn::SetMaxHealth(float maxHealth)
{

this->maxHealth = maxHealth;

}

void Pawn::SetWeight(float weight)

{
this->weight = weight;

b
void Pawn::SetlsPlayable(bool isPlayable)
{
this->isPlayable = isPlayable;
¥

bool Pawn::IsKinematic()
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{

return kinematic;

}

void Pawn::SetKinematic(bool kinamatic)

{

this->kinematic = kinamatic;

}

void Pawn::SetlsHidden(bool isHidden)

this->isHidden = isHidden;
}

void Pawn::SetCollision(std::shared_ptr<ICollision> collision)

{

this->collision = collision;

}

void Pawn::SetMaterial(std::shared_ptr<Material> material)

{

renderInstance->SetMaterial(material);

}

void Pawn::SetColor(Color color)

{
if ('VValidWeakPtr<Material>(renderInstance->GetMaterial())) {

return;

}

renderInstance->GetMaterial().lock()->SetDiffuse(color);

}

void Pawn::Damage(float damage)

if (health<=0) {
return;

}

health -= damage;

¥

void Pawn::Die()

{
health = 0;

}

bool Pawn::MouseHover(Mouse& mouse)

{
if (mouse.lsEqual()) {
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return false;

}

const bool isHover = MouselnRect(mouse);

if (isHover && OnMouseHover) {
OnMouseHover(this, Window::GetWindow());

}

if (YisHover && OnMouseOver) {
OnMouseOver(this, Window::GetWindow());

}
return isHover;
¥
bool Pawn::MouseClick(Mouse& mouse)
{
if ('mouse.isClick() || 'MouselnRect(mouse)) {
return false;
¥

OnMouseClick(this, Window::GetWindow());
return true;

¥
bool Pawn::CollisionEnter(IGameObject& gameObject)
{
if (Icollision || collision == nullptr) {
return false;
¥

bool isEnter = collision->IsCollisionEnter(&gameObject);

if (isEnter && OnCollisionEnterHandler) {
OnCollisionEnterHandler(this, &gameObject, Window::GetWindow());
¥

¥

void Pawn::SetTarget(std::weak_ptr<Pawn> target)

{

this->target = std::move(target);

}

std::weak_ptr<class Pawn> Pawn::GetTarget()

{

return target;

¥
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void Pawn::HookMouseHover(MouseHoverHandler onMouseHover)

{
this->OnMouseHover = onMouseHover;
}
void Pawn::HookMouseOver(MouseHoverHandler onMouseOver)
{
this->OnMouseOver = onMouseOver;
¥
void Pawn::HookMouseClick(MouseClickHandler onMouseClick)
{
this->OnMouseClick = onMouseClick;
}
void Pawn::HookOnCollisionEnter(OnCollisionEnter onCollisionEnter)
{
OnCollisionEnterHandler = onCollisionEnter;
¥
const Coord& Pawn::GetPos()
{
return position;
}
Coord Pawn::GetStartPos()
{
return startPos;
¥
const Coord& Pawn::GetOpenGIPos()
{

return Coord(Window::PixelToGLX(position.X), Window::PixelToGLY (position.Y));
¥

Size Pawn::GetSize()
{

return size;

}

Color Pawn::GetColor()
{

return ValidWeakPtr<Material>(renderInstance->GetMaterial())
? renderInstance->GetMaterial().lock()->GetDiffuse()
: Color();

¥

Offset& Pawn::GetOffset()
{



return offset;

}

std::weak_ptr<Material> Pawn::GetMaterial()

{
¥

Directions Pawn::GetMoveDirection()

{
¥

std::weak_ptr<ICollision> Pawn::GetCollision()

{
¥

Color Pawn::GetBaseColor()

{

return renderInstance->GetMaterial();

return moveDirection;

return collision;

return ValidWeakPtr<Material>(renderInstance->GetMaterial())
? renderInstance->GetMaterial().lock()->GetDiffuse()
: Color();

}

AnimationController& Pawn::GetAnimations()

{
¥

Layer Pawn::GetLayer()
{

}

void Pawn::SetLayer(Layer layer)
{

}

Actions Pawn::GetAction()

{
¥

void Pawn::SetAction(Actions action)

{
¥

return animations;

return layer;

this->layer = layer;

return action;

this->action = action;

100

[Iponosxkenusa noparky B



float Pawn::GetSpeed()
{

return speed;

}

float Pawn::GetMaxSpeed()
{

return maxSpeed,

}

float Pawn::GetMinSpeed()
{

return minSpeed,;

}

float Pawn::GetViewDistance()

{

return viewDistance;

}

float Pawn::GetViewWidth()
{

return viewWidth;

}

std::string_view Pawn::GetTitle()

{

return title;

}

const std::string& Pawn::GetTitleString()
{

return title;

}

float Pawn::GetHealth()
{

return health;

¥

float Pawn::GetMaxHealth()
{

return maxHealth;

}

float Pawn::GetWeight()
{

return weight;
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}

float Pawn::GetDamageDistance()

{

return damageDistance;

}

bool Pawn::GetlsPlayable()
{

return isPlayable;

}

bool Pawn::GetlsHidden()
{

return isHidden;

}

const bool Pawn::IsNear(Coord startPos, Coord targetPos, float distance)

return (std::abs(startPos.X) == std::abs(targetPos.X)
&& std::abs(startPos.Y) == std::abs(targetPos.Y)) ||
(std::abs(startPos.X - targetPos.X) <= distance &&

std::abs(startPos.Y - targetPos.Y) <= distance);

}
const bool Pawn::IsMouseOverlap()
{
return MouselnRect(*Window::GetMouse().lock());
¥
const bool Pawn::IsDead()
{
return health <= 0;
}
const bool Pawn::IsWalkable(Coord& position)
{

return CheckForCollision(position);

}



