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AHHOTANUA

JlanHasi cTaThs MpEACTaBIsSET MPOIECC MPOSKTUPOBAHUS W pealu3aluu mnojacuctemsl 2D
peHIepUHTa ISl KPOCCIUTAT(OPMEHHOTO UTPOBOTO JIBMKKA ¢ mpuMeHeHueM Oubmmorexku SDL3 u
rpapuueckum APl OpenGL Ha si3pike nmporpammupoBanus C++. B paboTte onuceIBaeTcs mporece
BBIOOpa MOAXOMAAIIMX TEXHOJOTHH M pa3padOTKH CHUCTEMBl, MPHHLUI paboThl KOHBekepa
pEHIEpUHTa, 3aTparuBalOTCS TEXHUKH JUIsI  pa3pabOTKM  HMHTEPAaKTUBHBIX  TpapUuecKux
KpPOCCOMNEPALMOHHBIX MPUITOKECHHH.

KiroueBble c10Ba: KpocciuiaTOpMEHHbIE TPUIIOKEHUS, UTPOBOM TBMKOK, peHaepunr, API
pennepunra, SDL, OpenGL.

BBenenne

WrpoBoiil IBHKOK — KOMILJIEKCHOE MPOrpaMMHOE 00ecleueHre, KOTOpoe MaclTabupyeMo U
MOJKET NPUMEHATHCS B KaueCTBE OCHOBBI Ul MHOKECTBA PA3JIMYHBIX UIp 0e3 3HAYMTEIbHBIX
Moubukaryii [1]. UrpoBble MBUKKH BKIIOYAIOT B ce0s pabOTy ¢ HU3KOYPOBHEBBIMU KOHIICTIUSIMA
OIEPALIMOHHOM CUCTEMBI, C 00pabOTKON rpaduKy, 3ByKa, 0JIb30BaTEILCKOIO BBOJIA U B HEKOTOPBIX
cilydasx paboTy ¢ ceTeBbIMM TexHoyorusaMHU. [lofcucremMa penaepunra, B CBOIO O4epeb, SBISETCS
OJIHUM M3 CaMbIX BapMATHBHBIX KOMIIOHEHTOB U pEaIU3allMM, YTO SBJIAETCS IPUBJIEKATEIBHON
4EepTOM JJI IIPOBEACHUS MCCIEAOBAaHUS HA YPOBHE ApXUTEKTYpPhI ATOW CUCTEMBI. B TaHHOH cTaThe
IIPEICTaBICHA JIEKOMIIO3ULIUS MIPOLIECCOB, IPOUCXOASIINX IPU PEHIAEPUHIE, a TAKXKE pealu3anus
nojacucteMsl 2D peHJepuHra Kak OJHOTO W3 KOMIIOHEHTOB KpPOCCIUIAT(OPMEHHOIO HMIPOBOIO
JBUXKKA. boJpIi0e BHUMaHUE yIENAI0Ch COBMECTUMOCTH PEATTU3ALUU MEXKY IBYMS TONYJISIPHBIMU
OTIEPAIMOHHBIMH CHUCTEMaMH, YTO ObUIO JOCTUTHYTO 3a CUET MPUHUUIOB aOCTpakUMHU U BbIOOpa
KpocCIUIaT(OPMEHHBIX CPEACTB Pa3paboTKH.

Takum 0Opa3om, 1enbl0 paboTHI SBISIETCS MPOSKTUPOBAHUE W peain3anus mojacucteMmsl 2D
PEeHJIepUHTa I KpOCCIIaT(OPMEHHOTO UTPOBOTO JIBHXKKA.

JIj1s noCTHKEHUS! IOCTaBJIEHHOM 11e71U ObUIHM BBIIBUHYTHI CIEIYIOIINE 3a/1a4H:

1. Onpenenenue TpeboBaHM 11 MOJACUCTEMBI PEHIEPUHTA UTPOBOTO JABHIKKA.

2. IIpoexTrpoBaHNe apXUTEKTYphl MOJCUCTEMBI PEHEPUHIa UTPOBOTO JBHKKA.

3. Be16op TexHoI0rUi 1715 peanu3anuy TpeboBaHUN MOACHCTEMbI PEHIEPUHTAaUTPOBOTO JIBHKKA.

4. Peanuzanys ojiCHCTEMBl PEHIEPUHIa UTPOBOTO IBUKKA.

TpeOoBanus k paspadaTbiBaemMoii cucreme
[loncucrema peHepuHra — OJUH M3 CAMbIX KOMIUIEKCHBIX B peaju3alud KOMIIOHEHTOB
urpoBoro ABmwkka. Ilepea TeMm, Kak MPUCTYNUTh K pa3pabOTKe ATOH MOJCHCTEMBI, HEOOXOIUMO
3a1aTh TpeOoBaHus. B mepByto ouepep ObIITN BEISBIECHBI (PYHKIIMOHATBHBIE TPEOOBAHUS:
1. Cucrema nomkHa UMeTh (PYHKIHMOHANI ISl OTOOpPAXKEHUS JIBYMEPHBIX TpapuuecKux
MIPUMHUTHUBOB 0€3 CTIaKUBAHMUS:
a. KBajpar.
TPEYTOJIbHUK.
KpYT.
KarcyJa.
JIUHUSL.
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2. CucrteMa JOJKHA MONJEPKUBATh PEHICPUHT M300pakeHUN B BUAE TEKCTyp Ui
otoOpaxaeMbix 2D 00bEeKTOB.

3. Cucrema 10JKHA MTO3BOJISITh MEHATh OTTEHOK TEKCTYP Ui 0ToOpaxkaeMbix 2D 06bekToB.

4. Cucrema J0JDKHA OICPIKUBATh 0TOOPaKEHHE TEKCTYP C KOMIIOHEHTOM rpo3padnoctualpha

5. CucreMa peHiepUHra JI0JKHA TOIePKUBATh paOOTy B HECKOIBKUX OKHAX.

Takxe ecTh KOHKPETU3UPYIOIHe HeQYHKIIMOHATBHBIE TPEOOBAHUS:

1. Cucrema penjiepunra J0kHa paboTaTh B IPOrPAMMHOM MTOTOKE, OTITMYHOTO OT OCHOBHOTO.

2. CucreMa JI0JDKHA TIOIEPKUBATH (hopMaT n300paskeHUi .PNg TSl CO3aHUS TEKCTYP.

3. Cucrema peHJiepuHra He JOHKHA UCIIOJIb30BaTh CTOPOHHUE OMOIMOTEKH JIJIsl HETIPSIMOTO
B3auMozeiicTBus ¢ APl penaepunra.

4. IrpoBO#l ABMKOK JOJKEH PEAIM30BBIBATH CBOM IMOHBIM (PYHKIIMOHAT Ha 64-pa3psaHoi
BEpPCUHU ONEPALIMIOHHON CUCTEMBI ONepalMOHHOM cucTembl Ne 1.

5. UrpoBoii IBMXOK JOKEH PEaIM30BbIBATH CBOM MOJIHBIN (DYHKITMOHAN Ha 64-pa3psiiHON
BEpPCUHU ONEPALIMOHHON CUCTEMBI ONEPAMOHHON crucTeMbl Ne 2.

JIOTIOJIHUTENBHO  CTOUT TMPOKOMMEHTHPOBATh HEPYHKIMOHAIbHOE TpeOOBaHHE TIOJ
HoMepoM 3. D10 TpeOoBaHME OBUIO BBIIBUHYTO C IEIbI0 O3HAKOMJICHHsS paboTel ¢ camum API
pennepunra. B ciydae, ecnu cTopoHHsisE OuOimoTeka yxe OyJIeT peaan30BhIBAaTh B3aUMOJICHCTBHE
CBOIO pealM3alfio PeHACpUHTa, TO JJIA CO3/IaHUs MOJCUCTEMbl PEHJICPUHTa HYKHO OyJIeT JIMIIb
B3aumoeiictBoBatb API camoit 6ubnmotexu. I1lpu cooTBeTCTBUM IPUBEIECHHBIM BbIIIE TPEOOBAHUAM
MOJICKCTEMA PEHJIEPUHra BKIIIOYaeT B ce0s HeoOXOAMMbIN (DYHKIMOHAN, C MOMOIIBIO KOTOPOTO
MOXHO Oy/IeT pa3BUBATh JPYTUE€ CUCTEMBI UTPOBOTO JIBIKKA.

Br100p TexHoI0rMi 1J151 peain3anun

Cy1iecTBOBaHUE MOJCUCTEMBI pEHAEPUHTa HEBO3MOXKHO 0€3 criocoba 0ToOpa3uTh pe3yabTaThl
paboThI CHCTEMBI. B CBSI3M ¢ 3THM B MEPBYIO OYepe/ib HEOOXOAMMO BHIOPATh OMOIMOTEKY, KOTOPAs
OyZIeT MOKphIBaTh TPeOOBaHUS, CBSI3aHHBIE C YIIPABICHUEM OKHAMHU.

RayLib, Monogame, SFML wu napyrue BBICOKOYpOBHEBBIE (PEHMBOpPKH, KOTOpBIE YKe
pean3yloT COOCTBEHHYIO CHCTEMY pEHJIEpPHHTa He MOAXOJAT, TaK KakKk OHU MPOTHUBOpEYar
HeyHKIIMOHATIBHOMY TpeboBanuio Ne3. MTak, B kauecTBe OCHOBHBIX BApUAHTOB PaCCMAaTPUBAIIUCH
clenyromue OnOITNOTEeKH:

1. GLFW — 6ubnmoTteka, conepkarias B cebe (pyHKIIMOHAT il pabOThI ¢ OKHAMH, BBOJIOM
nosib3oBarens. M3HauansHO co3faBanack s B3aumoeiictsus ¢ API pennepunra OpenGL.

2. SDL — 6ubimoteka, KOTopasi peaocTaBisieT Oojee mmpokuil ¢pyHkimonan, yem GLFW.
B 6azoByro Bepcuio OMOMMOTEKM BXOASIT MOIYJU JUisi pabOThl C OKHAaMH, BBOJOM IOJIb30BaTENS,
3BYKOM, (aiijIoBOM cUCTEMOM, a Takxke 0a30BbIi 2D penaepep.

Hecmotpst Ha TO, uro SDL yxke mmeer cBoil coOcTBeHHBIH 2D peHmepep, OH 4Yalle BCETo
MOAXOIUT TOJBKO JJISl MPOCTHIX MPOEKTOB M €ro OyeT KpaiiHe Tspkeno MacintadupoBats. C apyroi
ctopoHbl, SDL Takxe mpeaocTaBiIsieT BO3MOXKHOCTH TOJIH30BATEII0 CO3/1aTh CBOM COOCTBEHHBIM
JBUKOK PEHAEpepa U UCIOJIb30BATh €r0 ISl CO3/1aBA€MbIX OKOH.

GLFW nyumie momoiner s 3aJaddl CO3JaHHUS OKOH M MAaHHUMYJSAIUA MMM, TaK Kak e€e
(YHKIIMOHATT COCPENOTOYEH JHIb Ha 3ToM. OJHAKO WUTPOBOM JBMKOK BKIIIOYAET B ceOsl Apyrue
KOMITOHEHTBI, KOTOpPBIE TaKXe JOJIKHBI OBITh PEATM30BaHBI KPOCCILUIAT(HOPMEHHO: YIpaBICHUE
(aiinoBoit cucTeMoll, ceTeBoe B3aMMOJEWUCTBHE W MHOTHE JApyrue mojacucrembl. SDL mmeer
JOTIOJTHUTEIbHBIE OMOJIMOTEKH-MOIYJIA JUTsI TIOKPBITHS 3THX MOTPEOHOCTEH (HampuMep, CETeBOTro
B3aumoeiictBuss npu momomu SDL_net [2]). Ucxons u3 storo SDL Gonee Oe3omacen mpu
pa3paboTKe WIpOBOTO JBHKKA, TaK KaK BCE HMHTEpECyIomue pa3paboTymka 4YacTH MOXKHO
pealin30BaTh CAaMOCTOATEIBHO, a ISl IPYTUX HCIIOIb30BaTh BCTPOSHHOE PEIICHHE 3TON OMOITNOTEKH.

K Tomy xe mipu 6osee peranpHoM cpaBHeHnn SDL u GLFW B oGiiacti ynpaBiieHUs OKHaMU
obu10 3amedeHo, yTo B GLFW HeT BcTpoeHHOH BO3MOMXHOCTH COXpPaHSATh KOHTEKCT JIBHIKKA
peHaepuHra npu pabore ¢ HECKOIbKUMH OKHaMmH [3]. HeoOxonuMo KOmupoBaTh CyIIECTBYFOIIHI
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KOHTEKCT M HCII0JIb30BaTh MMEHHO €ro KOMHIO TMPHU CO3JaHUM HOBOTO OKHA, 3TO J00aBIIsET
JIOTIOJTHUTEJbHBIE CIIOKHOCTH B YIIPaBJIEHUE KOHTEKCTOM B TOM CIIy4ae, €CJIM €ro Heo0X0AuMo OyaeT
n3MenuThb. B SDL 11 KOHTEKCTa eCTh OTAENbHBIN KI1acC, KOTOPBIM MOKHO MepelaTh B KOHCTPYKTOP
OKHA, 4TOOBI MEXJy OKHAMU KOHTEKCT COXpaHscs. Takum o0pa3oM, ObUIO MPHHITO PEIICHUE
BbIOpaTh SDL B KauecTBe CpeCTBa AJISl CO3/AaHUS OKOH U MAaHUTYJISALIUU UMH.

[lepeiinem x BeIOOpY API pennmepunra. Cpemu kpoccmiardopmeHHbix rpapudeckux API
HauOosiee pacnpoctpaneHHbiME cuuTatoTcs OpenGL u Vulkan. OpenGL npenocraiser He caMble
Jy4IIUE MOKA3aTelH 10 MPOU3BOAUTEIBHOCTH [4], 0OAHAKO MIMEHHO 3a CYET KPOCCIUIaT(hOPMEHHOCTH
U OTHOCUTEJIBHOW MPOCTOTHI UCIIOJIb30BAHUS MMEETCS CKIOHHOCTH MCMOJIb30BaTh €ro B KaYECTBE
HAYaJIbHOTO MHCTPYMEHTA JUISl CO3/IaHUs IBUXKKA PEH/ICPHUHTA.

Vulkan mpencrasisier coboii 6oee coBpeMeHHbIi rpadudeckuii APl, KOTOpbIi 1aeT Ooblie
cB0OOABI Tipu paboTe ¢ rpadukoii [4], 4To nenaer ero 0ojee KOMIUIEKCHBIM HHCTPYMEHTOM II0
cpaBrenuto ¢ OpenGL. Ha nanubiit MomenT Vulkan HaxomuTcs B aKkTHBHOM Pa3BUTHU U SIBIISICTCS
nepcrekTuBHBIM APl st u3yuenus B Oyaymem. Jliist cozmanust 6a30BOT0 JBUKKA PEHACPUHTA HET
HE0OXOMMOCTH HUCIOJB30BaTh MPOABHUHYThIE BO3MOXHOCTH Vulkan, mostomy B kadectBe API
penaepunra Oyner ucronb3oBarbest OpenGL. Opnako ¢ MpUMEHEHHWEM TMPUHIUNA aOCTPaAKIUH
Vulkan nmanupyercs BHEIPUTh B UTPOBOM JBIKOK B KauecTBe BToporo Bapuanta API, xoTopsiit
MOJKET UCIIOIB30BATh JIBIKOK PEH/ICPHHTA.

Takum 06pazom, nepeueHb UCMOIb3YEMBIX TEXHOIOTHI BKItouaeT B ce0st SDL ans cozmanus
ManumysnusmMu okHamu 1 API pengepunra OpenGL.

Onucanue noacucTeMbl peH/iepUHTa

Jljia peanu3anuy CUCTEMbI peHEpUHTra, HEOOX0AUMO MTOHUMATh €€ BHYTPEHHHE mpoliecchl. B
KayecTBe MpHUMEpa PacCCMOTPEHBI T€ ACWCTBUS, KOTOPBIC JOJDKHBI MPOU30MTH, YTOOBI 0TOOPa3UTh
MPOCTYIO TEKCTYPY Ha OKHE. DTalbl CylIECTBEHHO YIPOUIEHBI, TaK KaK CUCTEMa CO3[1a€TCsl TOJIbKO
JUIS. IByXMEPHOI'O IPOCTPAHCTBA.

1. [loaroroBka HEOOXOOUMBIX MAHHBIX, TEKCTYyp M wieinepoB. Ha sTom sTame HeoOXxoaumo
MOJIrOTOBUTH BCIO TeomeTpuio st AP| penepunra. B Hamewm ciyyae OyeT 10CTaTOYHO MPOCTOTrO
KBaJ[para, OBEpX KOTOPOro OyAeT 0ToOpaXKeHa COOTBETCTBYIOMIAst TEKCTypa. TeKCTYphl U MIeHaephl
OyIlyT 3arpyxaThCsi U3 (PailyioB B pexKUMe PEaAIbHOTO BPEMEHH.

2. 3arpy3ka B APl penpepunra mHboOpManud M CO3JaHUE KOHTEKCTA. 371€Ch IMPOWCXOJUT
nepeHoc Bceill nHpopmanuu u3 nepsoro stana B APl penaepunra. 9ty yacte HeoOXxoaumo Oyner
3aHecTH B cioil adctpakiuu ot APl pennepunra.

3. [Monkmrouenne meiinepoB. Lleiinepsl mpeacTaBIsAOT COOOH TMPOTPaMMBI, KOTOPBIC
WCTIONHSIOTCS Ha rpaduueckoM mporeccope. s oToOpakeHHus TEKCTypbl HEoOXoaumo OyaeT
WCIOJIb30BaTh BEPIIMHHBIN U (pparMeHTHBIN meiaepsl. BepiiHHable melepbl BBITOIHSIOTCS s
KaKJJ0W BEpIIMHBI 0TOOpakaeMoOro o0beKTa, a (parMeHTHbIE LIeHAephl — I KaXA0ro MUKCEIs
BBIXOJTHOTO H300pakeHus. B CBsI3M ¢ ATHUM, OOJNBIIYyI0 YacTh BBIUMCICHUN Oojee 3(P(HEeKTUBHO
MIPOBOANTH B BEPIIMHHOM IIEWJepe W 3aTeM IepenaBaTh MH(OpMannio B (pparMeHTHBIN 1mienaep,
YTOOBI HA ATOM 3Talle MPOUCXOIUIHN TOJILKO HEOOXOIMMbIE AEMCTBUSI, TAKUE KaK MOKpacKa MUKcesen
B HYXKHBIH IIBET U OTOOpaKEHUE TEKCTYP.

4. Kamepa. Kamepa npencrasisier co00i 00bEKT B TPOCTPAHCTBE, C MO3ULIUU KOTOPOTO B OKHO
BBIBOJMTCS POEKIHs 00bekTOB. B 1emsax 2D penaepuHra ucroib3yloT OpTOrOHAIBHYIO POEKIIHIO,
KOTOpast HE YYUTHIBAET PACCTOSIHUE OOBEKTOB JI0 TOUKH 0030pa. B KOHTeKcTe cucTeMBbl peHAeprHra
Kamepa OyJeT MpeICTaBIATbCS MaTpHUIe NMPOEKLUHU, KoTopas OyneT 3arpykaTbcs B IIEHAep Iis
MOJU(UKAIIH 0TOOpakaeMOro pe3yJsbTaTa.

205



EE OKHO NPUNOXEHUA TexcTypa LWeiinep Pexnepep AP pexfepuHra

MHMumanusauna ‘ H Cosganne
H Mogrroska pendepepa 1 Gaz0B0# reomeTpnl

: ‘DMHM man1saumA AP|
VHiupnansauma PeHiepep WHULKaNU3ApoBaH | = a

P!

OTpucoeka ofbekTa N
3arpyaka weisepa

- - Komnunauma
WWeiigep coaga D wedgepa
Cosganue
TeKCTypE!

TexcTypa coanaHa B KOHTKCTS

OFvexT ¢ Wwehnepom MpueR3LiBaHNE
W TeKCTypoii TEKCTYPHI W eigepa

HazHaueHue
uniform anasenuit

3anpoc Ha
OTPUCOBKY TEOMETDMM

3arpyaxa TeKCTypel

PerpepuHr 3aBeplueH

Puc. 1. luacpamma nocrnedosamenvrocmeti 0Jis1 ONUCAHUSL paOOMbL NOOCUCTEMbL PEHOEPUHEA

Tak kak peanusaius OTOOpPaKCHHs SJIEMEHTOB B OKHe 3aBucur oT APl pennepunra,
HEO0OXOIMMO HCITOJIB30BaTh MpUHIMI a0cTpakiuu. Kiracerl, ¢ o60o3HaueHueM «(virtual)» sBisiroTCs
abcTpaknuel ¥ HYXIAITCsS JAONOJHHUTEIBHOM KIIACCe-pean3alliy, UCIIONb3YIOMeM KOHKPETHBIN
API penniepunra. B pesynprare aHamm3a HEOOXOJMMBIX KOMIIOHEHTOB OBIITH BBIZCTICHBI CIICAYIOIINE
KOMITOHEHTBI JIBIDKKA PEHJICPUHTA:

1. VertexBuffer (virtual) — maccuB, KOTOpBIi comep:kuT MHGOPMAIMIO O BepinnHax. Yarie
BCEr0 3TO KOOP/AMHATBI, HO TAKXKE CIO/]a MOTYT BXOJIMTH I[BETA, HOPMAJIU U JPYTHe CBOWCTBA BEPILIUH.

2. BufferLayout (virtual) — npuHIUI pacnooXeHus JIEMEHTOB B MacCHBE BepIIMH. B Hem
OIpeCISIeTCs, KaK JBM)KOK PEHACPHHTa OyIeT CUYMTHIBATH [AaHHBIC, MPEJAOCTABISEMBIC €My
IUISL peHACPUHTA.

3. IndexBuffer (virtual) —maccuB ¢ WHAEKCaMHM BEpIIMH, KOTOpPbIE HEOOXOIUMO CO3/aTh.
Hcronp30BaHUEe 3TOrO DJIEMEHTA IMO3BOJSIET COKOHOMHTH BBIYMCIMTEILHBIE MOIIMHOCTH TPH
0TOOpakeHHE JTHOOBIX 3JIEMEHTOB, COCTOSIIIIUX U3 2 TIOJUTOHOB U OoJiee.

4. VertexArray (virtual) — maccuB, KOTOpBI COJCpPKUT B cebe Heckonbko VertexBuffer
C OJJMHAKOBBIM OPPceTOM. DTOT KOMIIOHEHT SIBJISIETCS YHUKaIbHBIM Juist APl pennepunra u npucyi
tonbko OpenGL.

5. Shader (virtual) — xon, koTophlii OymeT HMCHIOMHITHCS Ha TIpapUUEcKOM MPOIECCOope.
[MongnepxuBaer MexaHu3M uniform 3Ha4eHWH, KOTOpBIE MEPEAAIOTCS HANPSAMYIO M3 IpoIeccopa,
4TOOBI ONITHMU3UPOBATH HArPY3Ky MEXy MPOIIECCOPOM U BHICOKAPTOH.

6. Texture (virtual) — ctpykTypa, koTopas Oyaer conepkaTb HHDOPMAIHIO O (aiiie-TeKCcType,
KOTOPBIN OyJIeT 0TOOpaXkaThCs C MOMOIIBIO IBMKKA PEHJICPUHTA.

7. Renderer — ocHOBHOIi KJ1acc, MPEAOCTABIISIONIHIA JOCTYIT K OTOOPaKEHHIO JJIEMEHTOB B OKHE.

8. RendererAPI (virtual) — comepxut B cebe creruduyeckue 3IEMEHTHI M peaar3alinio
METOJIOB /ISl pa3HbIX rpaduyeckux APL

9. RenderCommand — komanapl uis peHaepuHra. KomaHABl peHIEpUHra HANPSMYIO
BBI3BIBAIOT peann3anuio mMeronoB M3 RenderingAPl. Ha naHHBI MOMEHT BKIIOYAIOT B cels
CIIEyIOIIHE:

a. EnableBlending — BkiroueH#e pesxxuma i1t OTOOpaKEHUS TEKCTYP € MPO3PAYHOCTHIO.
b. SetActiveWindow — ycraHoBKa OKHa, KOTOPOE Ha JAHHBI MOMEHT OOHOBJIISIETCSI.

c. SetClearColor — ycranoBka 1iseta (hoHa OKHa.

d. Clear — ounctka kajpa.

e. DrawlIndexed — oTprcoBKa 3JIeMEHTOB B COOTBETCTBUH C 33IaHHBIM MAaCCHBOM BEPIIIHH.
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Hpe,I[CTaBJ'ICHHBIe BbIIIC KOMITOHEHTBI TAKXKC 0T06pa}KeHLI Ha juarpaMmMeE KOMIIOHCHTOB HHIXKC.

Renderer E
RendererAPI 2
Buffers
Drawindexed
SetClearColor —1 VertexBuffer
EnableBlending IndexBuffer
SetActiveWindow BufferLayout
Clear $
RendererCommand 3 |
Texture2D Drawindexed VertexArray
Width SetClearColor VertexShader
. EnableBlending
Height SetActiveWind FragmentShader
NumChannels etActiveWindow
Clear
Camera Renderer {l Shader
Transform VertexShader VertexShader
FragmentShader FragmentShader
SetUniform

Puc. 2. Jluacpamma xomnonenmos 0.5 noocucmemvl peHoepunea

ITonoOHast abcTpakiust He SBIAETCS COBEPILIEHHOW: HAa JAaHHBIM MOMEHT i paboThl
C JIBUJKKOM pEeHJEpUHIa UCHOJb3yeTcs VertexArray, KOTopblil ncnosbzyercs Tosibko B OpenGL [5].
B nanpHeimemM IuiaHMpyeTCs W3MEHUTbh NPUHLIMI pabOThl ABMXKKA pPEHJEPUHIa, 4YTOObI OH
NEHCTBUTENBHO HE 3aBucesl oT ucnoibdyemoro API. Ora 3amaua Oyzaer pemarbcsi TOJBKO MpU
BHeapeHun API pennepunra Vulkan, maccuBsl BepinH o0s3atenbHbl 1 pabotel OpenGL.

PesyabTarsl

[lonmyuyeHHass cucteMa IMO3BOJIsIeT paboTarh OTOOpaxarh rpaduyeckue MPUMUTHUBBI
¢ tekcrypamu ¢ momombio API pennmepunra OpenGL u oxon SDL. bnaromapss npunuumnam
abCTpakuuu JUIsi B3aUMOJCHCTBUS CO CTOPOHHUMH OHMOJIMOTEKaMH HCIONB3yeTcs Toibko API
pa3paboTaHHOM cucTembl. TeM He MeHee, A BHelIpeHus Apyrux rpadguueckux API morpeOyercs
n3MeHUTH Kiacc VertexBuffer Tak, 4ToOBI OH yZIOBIETBOPSIT MaccuBaM JaHHBIX ATHX AP

JIBIDKOK peHJiepuHra paboTaeT Ha OCHOBE OTOOpakeHUS OOBEKTOB C COOTBETCTBYIOIIMMU
MacCHBaMH BEpIIMH, MaTpHIaMu TpaHchopmamnuu, ImendzaepaMu W TeKcTypamu (puc. 4).
OproroHanbHas Kamepa MO3BOJIIeT HAaOMoaaTh OOBEKTHl Ha CIIEHE B OPTOTOHAJIBHOM MPOEKIIUH,
MEepEe/IBUraThCsl U BPALIAThCsl OTHOCUTENIBHO OCH Z. [laHHast cuctemMa peHJIepHHra sSIBJISIETCS YacThIO
MIPOEKTa UIPOBOTO JABHXKKA, BBUIOXKEH B CBOOOAHBII TOCTYII U IOCTYIEH IO CChUIKE Ha pecypce [6].

Puc. 3. Hcnonvzosanue noocucmemst 2D pendepurea 05 uepo8o2o 08UNCKA

207



3akiro4enue

B pesynbrare mnpoBeneHHON pa®oThl OBLT TNPOBEJACH MPOIECC NPOSKTHPOBAHUSA H
peanu3anuu nojacucreMsl 2D penaepuHra A Kpocciiar(OpMEeHHOIO UTPOBOTO ABHIKKA.

Haubosiee BaXHBIM NOPUHIUIIOM B pa3paboTKe KpoccrylaTGOpMEHHBIX MPUI0KEHHUH
apiserca abctpakuus. OHa 1O3BOJIAET CO3/1aBaTh CHCTEMBl, PEATM3ALMIO KOTOPHIX MOKHO
OTIPEJIENIATH B 3aBUCUMOCTH OT MCIIOJIb3yeMOol miuatdopMel winn 6ubnuoreku. [IpuHmnun abctpakunu
ObUI IPUMEHEH B cHCTeMax AJIs YIPaBICHUs OKHAMHU, BBOJIOM U JIBUXKKA PEH/IEPUHTa.

He mMeHee OTBETCTBEHHO CTOMT IMOAXOIUTH K BBIOOPY ctoponHMX SDK mpu paspabotke
KpOCCIUIaT(OPMEHHOTO MTPOrPaMMHOI0 0OecledeHus, TaKk KaKk UMEHHO OHM OINpPENENSIIOT CIHCOK
nojaep kuBaeMbix miaardopm. Hanbosnee onTuManbHbIM MOIX0A0M OyneT pa3paboTka OCHOBHOMU
cucreMsl ¢ npumeHeHneM SDK ¢ MakcuMmallbHONM COBMECTHMMOCTBIO € II€JIEBBIMU ILIAT(OpMaMH,
a 3aTe€M PEaJM30BbIBAaTh CUCTEMBI, KOTOPbIE ONTUMU3UPOBAHBI IS KXKJ0H KOHKPETHOU MIIaT(HOPMBI.
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