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BBeaenue

B Hacrosmiee Bpems IMOIMYJSIPHBI pasHOTO poja
NPWIOKEHNUs (B TOM YHCIE W WIPHI), Kak Uit
HACTOJIBHOTO KOMIIBIOTEpA, TaK M Ul MOOWJIBHBIX
ycrpoiicTB. CyIIeCcTBYeT MHOTO pPa3iIM4YHbIX Cpex
pa3paboTKH €O  BCTPOCHHBIMH  HHCTPYMEHTAMH,
obyieryaromux pazpadoTKy TpeOyeMbIX MPOIYKTOB
(Visual Studio, Unity, Android Studio, GameMaker).
Tarke a1 pa3pabOTKU IMPUIOKEHHH CYIIECTBYET
cBOOOHO pacmpocTpansiemblii ppeiimBopk LibGDX,
KOTOpBII 0e3 mpobieM BCTpauBaeTcs B JIIOOYIO cpeny
pa3paboTku, MOAJCPIKUBAIOLIYIO S3BIK
nporpammupoanus Java (Eclipse, Android Studio,
IntelliJ IDEA).

LibGDX sBiseTcsi onHOBpeMEHHO 3()()EKTUBHBIM
U JETKMM B HCIOJB30BaHHHU, IIO3BOJACT CO3IaTh
MHOKECTBO Pa3IMYHBIX UTP OBICTPO U PE3YJIbTATUBHO.
LibGDX mocTymHbIif U UMEET OTKPBITHIA HCXOMHBIN
koa. OH ucnomnp3yercss s co3ganus 2D u 3D wurp,
OpH  9TOM  JIETKO COBMEWIAeTCsl C  JIPYTHMH
O6ubnuoTekaMu IS TOMNEPKKH JOMOJHUTEIbHBIX
BO3MOXHOCTeil.  [IpWioXeHWs,  CO3MaHHBIE  C
ucnons3oBanreM LiIDGDX kpoccmnarhopMeHHBI |
HO/ICPKUBAFOTCS Pa3IMYHBIMH CUCTEMaMU, BKITFOYAst
Windows, Mac OC X, Linux, Android, 10S u
HTML5/WebGL [1].

Bo3mozxnoctu LibGDX

LibGDX »sto Java ¢peiimBopk s pa3paboOTKH
urp, obecneunBaroiunii enuHblit API, paboratommii Ha
BCeX MoaJepkuBaeMblXx Iuiarhopmax. OH  TaKke
npe/IaraeT ClieTyoIie BO3MOKHOCTH [2]:

e Kpoccruarpopmennast pazpadorka aist Android,
10S, Windows, Linux n HTMLS5;

e  Bmsyammsanus mocpencteom OpenGL ES 1.0, 1.1
u 2.0 Ha Bcex mIaThopmax;

BricokoyposreBoe 2D u 3D;
BocnpousBenenne My3blkd U 3BYKOBBIX 3Q(ekToB
3 WAV, MP3 u OGG ¢aiinos;

e JlocTyn K NPUKOCHOBEHUSIM CEHCOPHOI'O JKpaHa,
MBIIIN U KJIABHATYyphl OCHOBaHHBIX Ha 00paboTke
COOBITHH M OYepey;

e  Kuacce! nuneltHo# anre6pst B 2D u 3D.
Kpoccnaargpopmennocrb
Java, Kak W3BECTHO, SIBJISICTCS

KpoccIuIaTGOPMEHHBIM SI3BIKOM HPOrPaMMHPOBAHMUS,
TO €CTh MPOTPaMMbl, HAlMCaHHblE Ha Java, MOryT
paboTath Ha pa3HbIX 1aTdpopmax. OIHAKO Ha PA3HBIX
wiatrgopmax 3amyck HPHIOKEHHUS OCYIIECTBIISIETCS
no-pazHomy, u nostomy B LibGDX wucnons3yercs
pa30OueHue BCero MpOoeKTa CO3aBaeMOro IPHI0KEHHS
Ha NOATPOEKTHI (puc. 1):

®  OCHOBHAas 9acCTbh, KOTOPas COJEPKUT B cebe Bech
UCTIOHAEMBIN KO/,

e  JIOTIOJIHUTEIBHBIC MPOEKTHI, COAEpXaIne B cebe
KJTacChI COOTBETCTBYIOIICH m1athopMBl,
OTBCYAIOIINE 32 WHULMATU3ALHI0 OCHOBHOTO
npoekrta. Tak mis Desktop maatdopmber — Kiace,
cofepskamuii Mmetoa main. us Android mpoexta
9TO Kiace, Haciexyemsiit ot AndroidApplication u

nepeonpenensitomuii - mMeron onCreate  storo
kmacca. Jma HTML MPOEeKTa 93TO KJAcC,
Hacmenyembiid ot GwtApplication. [Ima  10S

WIaTGOpMBl  3TO
I0SApplication.

Libgdx Project Generator

KJacc,

HaCHeZ[yeMBIﬁ oT

b

PROJECT SETUP

Game class:
Destinatior Browse

Android SDK droid\Sdk. Browse

+ Desktop

+/ Android

Bullet Freelype Controllers

Boxadlights Ashley Al

Show Third Parly Extensions
Advanced Generate

BUILD

Total ime: 2
Done!

Puc. 1. MeHto co3nanust mpoeKTa ¢ BLIOOPOM
Pa3HbIX LENEeBbIX IAT(HOPM.

CaoxHoCcTH B pa3padoTke

Hecmorpss wa TO, uro LibGDX sBusercs
KpPOCCIUIATPOPMEHHEIM M JOJDKEH  OJWHAKOBO
obecrieunBate pabOTy TNPHIOKEHHS Ha Ppa3HbIX
miatpopMax, CyHIECTBYIOT HEKOTOPBIE CIIO)KHOCTH,
KOTOpBIE CTOWUT YYHUTHIBATH IPH HPOCKTUPOBAHUU
NPOrpaMMHOT0 Npojykra. CaMble 3aMeTHbBIE M3 HUX
9TO pa3iau4us B GaiioBoil cucTeMe U cucTeMe BBOJA
Pa3HBIX MIATHOPM.

B ciyuae o6paGotku BBoja it Desktop u HTML
MPOEKTOB MOXHO HCIIOJIb30BaTh KJIABUATYPY W MBIIIb.
Ilpn WCMONIB30BaHUM MBI MOYHO OTCIICKHBATH
MOJIO’KEHHE KypCcopa M pearupoBaTh Ha MOSBIEHUE €T0
B KaKOH-JIn00 001acTH (HE aKTyaJIbHO 1T MOOMIIBHBIX
mw1athopM), a TAKIKe KITMKH MBIIIH, BOCIPUHUMAEMBIE,
KaKk TPUKOCHOBEHHE K OSKpaHy (10 aHaJoruu C
CEHCOPHBIMU TeJIe()OHAMH).

Just moGmnbHON tardopmer (Android u 10S)
MIOYTH BECh BBOJ IIPOUCXONUT Yepe3 IPUKOCHOBEHUS K

311



XV MexayHapoaHasi HAy4HO-IIPAKTHYECKast KOHPEPEHIHs CTYACHTOB aCIIMPAHTOB U MOJIOJIBIX YUEHBIX
«Monoaéxp U COBpeMEHHBIC HH(POPMALMOHHBIE TEXHOIOTUI

dKpaHy, a TaKXe BIIOJHE BO3MOXXHO 00paboTarh

HakaTue (PU3NUECKUX KHOIOK CMapT()OHOB.

Taxxe crour He 3a0BIBaTH IIPO  CIOXKHOCTH,
CBSI3aHHBIC C pa3MuusIMH B (DailIOBBIX cHCTEMax
mratpopMm. Camoe 3aMETHOE OTIIMYHE 3TO YTEHHE U
3anuch (aitnos Ha Desktop u Android mratdopmax.
[poGnema 3akimrowgaercss B ToM, gro B Android, B
ormuure ot  Desktop,  BHyTpeHHHe  (aiiibl
NPHIOKSHNUS 3alUIIEHbI OT 3aIIUCH, JOCTYITHO TOIBKO
YTEHHE.

[loaToMy HyXHO peanM30BBIBaTH IPOEKT C
ITOPUTMaMHU 160 YHUBEPCATbHBIMH JUIsT
UCIIONIB30BAaHMSl Ha BCEX CHUCTEMaX, JIMOO OTIEIBHO
UCIIOJIb3YEMBIMH Ha Pa3HbIX IaThopMax.

OCHOBHBIE HCIOJIb3yeMble HHCTPYMEHTBI

J1st co3nanust OTHOCUTEIBHOTO MPOCTOT0, HO B TO
ke  BpeMs  (YHKIHOHAJIBHOTO  IPHIOKCHUS
JOCTaTOYHO  WICHOJIb30BaTh  YETHIPE  OCHOBHBIX
uHCTpyMeHTa (¢peiimBopka LibGDX: SpriteBatch,
Texture, TextureRegion, OrthographicCamera.

1. SpriteBatch — ymakoBmmk crpaidToB, KOTOPBIi
NO3BOJIICT PHCOBATh pa3iU4HbIC TpaduuecKue
9JIEMEHTHI B 3aJIaHHBIX KOOPAMHATAX B IByMEPHOU
CHCTEME KOOpIMHAT.

2. Texture — rpaduueckas eauHHLA, B3ATas U3
KapTHHKH B (¢opmare .png, .jpg © Apyrue.
HUcnons3yeTcs st pucoBanus Ha SpriteBatch.

3. TextureRegion — onpenenéunsiii  (parMeHT
TEKCTYpbI, UIMEIOIUI T€ XK€ CaMble CBOMCTBA, 4TO
u Tekctypa. U tak e pucyercs Ha SpriteBatch.

4. OrthographicCamera — kamepa MpsIMOYTOJbHOM
NPOCKINK, MpeIHAa3HAYCHHAs Ul BH3YaJbHOTO
oToOpakeHus (hparMeHTa 00JIaCTH PUCOBAHUS.
Peanuzanusa
Jns  neMOHCTpallMd OCHOBHBIX BO3MOYHOCTEH

LibGDX 6bina co3nana HeOobIIIast UTpa MO/1 LEJIEBbIe
miarpopmer  Desktop u  Android (puc. 2). Kak

OIKCBIBAJIOCH PaHee, [T Kax 0 m1aThopMbl CO3/1aH

KJIacC, MHMIMAIU3UPYIOMINI OCHOBHOM KJacc HUIPbI

MyGame.

w iz Game

w [ core
1 MyGame,java

v (= android
d] Andreidlauncherjava

w [ desktop
J| Desktoplauncher java

Puc. 2. KpaTkast cTpyKTypa MpoeKTa ¢ KIaccaMu
JayHYepaMU IO/ Pa3HbIe IIaT(GOPMEL.

MyGame B cBoro odepenp peamusyer HHTepdeiic
ApplicationListener,  obecneunBarommit  paboTy
MPUJIOKEHUS IO ONIPeeIEHHOMY KU3HEHHOMY LIUKITY,
PEryJupyoIeMy OCHOBHBIE COCTOSIHUSI TIPUIIOKEHUS,
TaKhe KaK CO3JlaHWe, MPUOCTaHOBKa, BO30OHOBIICHNE,
BU3yaNM3alMsi W yTWIM3aOWa.  OJTOTHHTEpdeiic
peamusyer MeroApl Create, render, resize, pause u
dispose. Kaxplii u3 3Tux MeTo0B [3, 4]:

. MeTton create BbI3bIBaeTCS OIMH pa3 npu
3aIyCcKe MPUIIOKEHUS;

e Merox  render
NPWIOKEHUS. KaXIblid pas,
BBITIOJTHEHA BH3YaJIM3allNs;

e  MeTon resize BbI3BIBACTCS MPH  KaXKIOM
U3MEHEHHH pa3Mepa dKpaHa B UIPE;

e Meton pause BBI3BIBACTCS, KoTza
MIPIIOKEHUE ITEPEXOIUT B (POHOBBIN PEXUM pabOTEHI;

e  Meton diSpose BbI3bIBaCTCS MPH 3aKPHITUH
HPHIIOKSHUSL.

[TporpaMMHO UTpa COCTOHMT M3 OCHOBHOTO Kjacca
MyGame, o0ecreunBaromero MepeKkiIoueHue |
paboTy OKOH cocrosHUst urpbl. Kaxkmoe OKHO
COCTOSHHS UrPBI uMeeT TpU MeToja,
COOTBETCTBYIOILIME  PACHPOCTPAHEHHOM  MOJENH
noctpoerns npoekra MVC. D1o MeTobI:

e  OOHOBUTH — COOTBETCTBYET BHyTpEHHEH paboTe
C TaHHBIMH UTPBI U HX OOHOBJIICHHIO C TEUCHUEM
Bpemenu (Model);

e OTpHCcOBKa — COOTBETCTBYET BH3YaJbHOMY
NPE/ICTaBICHUIO BCEX TpaUueCKHX 3JIEMEHTOB
npunoxenus (View);

e BBox — COOTBETCTBYeT peakLUMM Ha BHEIIHEE
Bo3eiicTeue Ha urpy (Control).

Urpa (puc. 3) mpencrasnser coboii HeOONBIIYIO
MOMIArOBYIO CTPATErHio, KOTOPYIO Sl B JAJIbHEHIEM
IUIAHUPYIO Pa3BUBATh, BBITONHEHHYIO B 2D rpaduke.

BBI3BIBACTCA IIHUKJIOM
Korga JOJDKHa OBITH

~oHEu =
soan |
i =

Puc. 3. Kagp n3 HanucaHHOM UTpPHI,
JIEMOHCTPHPYIOIINIT CreHepHUPOBAHHOE TI0JIE U
mpolieane Ha HEM 00eBbIe EHCTBUSL.

3akJloueHue

Paccmotpennsiii ¢peiimBopk  LiIbGDX mpoct B
WCTIONIb30BAaHUN M TIO3BOJIIET € JIETKOCTBIO CO3/aTh
IPWIOKEHUSI Ha PACIPOCTPAHEHHBIE KOMIIBIOTEPHBIE
wiaTGopmMbl, 4YTO SBISETCS BECbMa IIOJE3HBIM H
BOCTpe6OBaHHLIM B HACTOAIIEC BPpEMH.
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