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I[TAPAJIEJIIBALIA, SIMD, VULKAN, WINDOWS, GLM, GLFW,
MVIJIBTUIIOTOYHICTDb, ACUHXPOHHICTD.

OO0’ €eKT TOCTIKEHHS — ITPOLIECC CTBOPEHHS ITPOBOTO PYIIIiS.

[IpeameT noCHIKEHHS —IrpoBl pylIli, MO BHKOPHUCTOBYIOTHCS IS
CTBBOPEHHS IBOMIPHHUX Ta TPUMIPHHUX KOMIT FOTEPHUX 1rOp.

Meta pobotu — BusiBuTH, HOCHIIUTU Ta TPOAUBUTHUCH MPOLIEC CTBOPEHHS
irpoBoro pyiumisi. JIoCTiAUTH apXiTeKTypy IrpOBOTO PyIilisi, TUMU Ta MPU3HAYEHHS
CTPYKTYPHUX KOMIOHEHTIB. CTBOPUTH CB1i OCOOMCTHUH IrpOBUIA PYILIN.

Marepianu, MeToAM Ta TEXHIYHI 3acoO0u: OO’€KTHO OpIEHTOBaHE
nmporpamMyBaHHs, MoBa TmporpamyBanHHsi C++, matematnyna 6i6inoteka GLM,
0i6mioTexka B3aemomii 3  omepariiiHoro cucremoro  GLFW,  rpadiunuit
iHcTpymenTapHiii Vulkan SDK, nepconanenuii komm’rorep 3 npouecopom AMD
Ryzen 5800HS mix ynpasninasm onepariitnoi cucremu Microsoft Windows 10.

Pesynbratu. CTBOpeHO IrpoBUM pyIlIiil Jyisi BHKOPUCTAHHS WOTO 3
orepariiiiHoro cuctemoro Windows.

BucHoBku. Po3po6iieHo irpoBuil pyiiiid Ajis CTBOPEHHSI TPUMIPHHX 1rop Ta
MPOBEJICHHS 3aJlady TUIMY «PEHIEPIHI» Ta «OTJIAJl MaTeMaTU4dHOi iHdopmalii y
TPUBUMIPHOMY MIPOCTOPI».

["any3b BuKopucTanHs —Po3poOka KOMIT FOTEpHUX 1T0p.



ABSTRACT

Explanatory note to the diploma qualifying work of the bachelor: 99 pages,

17 figures, 2 tables, 2 appendixes, 18 sources.

GAME ENGINE, COMPUTER GAMES, CURRENT STATE OF GAME
ENGINES, SHADERS, RENDER, GRAPHICS, VECTORISATION,
PARALLELISATION, SIMD, VULKAN, WINDOWS, GLM, GLFW,
MULTITHREADING, ASYNC.

Object of study is a process of a game engine implementation.

Subject of study are game engines that’s being used to create a three-
dimensional and two-dimensional computer games.

The purpose of the work is to learn and analyze a process of game engine
implementation. Analyze an overall game engine architecture and different game
engine systems and components. Implement my own game engine.

Materials, methods, and tools:object-oriented programming, C++
programming language, methenatical library GLM, library for interation with
operational system GLFW, graphical instruments pack Vulkan SDK, personal
computer with AMD Ryzen 5800HS central processing unit under control of
Microsoft Windows 10 .

Results. Implemented game engine that can be used to produce computer
games for operational system Windows.

Conclusions. The game engine can be used in variety of different ways: to
create a computer game for operational system Windows, or to use it in tasks of
render family, or to simply visualize mathematical information in three-
dimensional system.

The field of use is a game development industry.
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BCTYII

VY HUHINIHIA Yac, KOMIT'IOTEPHI IrpU CTadd HEWMOBIPHO KOMILJIEKCHUMHU
IPOrPaMHUMU 3aCTOCYHKaMHU. |HKOJM CTa€ThCs Tak, 10 (iHATBHHUM MPOIYKT HE
MiJMagae MiJ CMaKd TpaBIliB HaBITh HE 3BaKaloud Ha KOMIUICKCHITh Ta
CEepHO3HICTh MpoekTy. OJHI€EI0 3 NPUYMH TaKuX peakuid € ¢yHKIioOHAIbHA
0OMEKEHICTh PO3POOHUKIB ITPOBUX 3aCTOCYHKIB, IO BUKJIMKAaHA HU3BKOIO SKICTIO
irpoBOro pyiiis. ¥ HUHIIIHINA 9ac cdepa po3poOKH IrPOBUX PYIIIIB PO3BUBAETHCS
CEMHUMIIBHUMU KpOKaMH, ajie y il cdepi ycs yBara MpuKoBaHa JIUIIE 10 TPHOX
BEJIMKHX PYILIIiB, aHAII3 Ta ONMUC SAKUX HABEJAEHO Yy MEPIIOMY PO3LIl AUIIOMHOT
poOoTu. MoHa cka3aTH, 1110 BOHU € BETMKUMHU MOHOMOJIICTAMH PUHKY PO3POOKH
irpoBUX pyIIiiB Ta irop. IXHi MpoayKTH MAalOTh SK IUIIOCH, TaK 1 HEJONIKH.
[TincTaBoro JUIsi CTBOPEHHS ITPOBOTO PYIIisl CTajla CKpyTHAa CHUTyallld 3 BUOOPOM
MDXK ICHYIOUMMH ITPOBUMH PYIIisIMU Ta Oa)KaHHS IMIUIEMEHTYBATH T€, IO HE OyJI0
JIOJIAHO 0 KPYIHUX ITPOBUX PYIIIiB.

MeTor0 poOOTH € CTBOPEHHS IrpOBOrO pyllis JJIsi BUKOPUCTAaHHS Ta
CTBOPEHHS IrpPOBHX 3aCTOCYHKIB ITij] onepaiiiiny cucremy Windows.

OCHOBHMMH 3aBAAHHSIMH POOOTH €: MPOrpPaMHE CTBOPEHHS 3aCTOCYHKY THITY
«irpoBUi pymriii» s omepariinoi cucremu WINAdOWS, BHBUYCHHS Ta aHai3
po0eMHOI 00y1acTi po3pOOKH ITPOBHUX PYUIIiB, BUBUECHHS PI3HOMAaHITHUX BUJIIB
Ta apXITEeKTYPHUX MITXOIB 10 PO3POOKU MPOTPAMHUX 3aCTOCYHKIB THITY «ITPOBUN
PYILLII».

[IpakTUyHa IIHHICTH OTPUMAHUX B POOOTI PE3yIbTATIB MOJATAE B TOMY, IO
CTBOPEHMI IrpOBUN pyIIiil  J03BOJSIE BUKOPUCTOBYBATH  HHU3bKOPIBHEBUU
(byHKLIOHAN ISl AOCATHEHHS OUIbII SKICHOTO PIBHS BiJI0Opa)keHHs rpadiku Ta

MPUIIBUAICHHS MPOBEJACHHS OTIepalliil TUITY «CKAJSIPHUM PUMITHUB).



1 AHAJII3 IPEJMETHOI OBJIACTI

Y mpoMmy po3aiai MPOBOAUTHCA aHai3 MPEAMETHOI 00JacTi, OMUC Ta
BU3HAUEHHS 3aBJaHHS Ha JUIJIOMHY poOOTY, aHaji3 Ta MOPIBHSIHHS 1CHYIOYHX

MPOrpaMHUX PillIEHb

1.1 AnaJi3 3aBaanus

OCHOBHMM TEXHIYHUM 3aBAaHHSIM € CTBOPEHHsSI ITPOBOTO pPyIIis s
omnepaniiiHoi cucremu Windows. Lleit mporiec moaiisieThcsl Ha BEIUKY KiTBKICTB
M1J-TIPOIECIB, TAKUX SK: BUBUCHHS Ta aHAJ3 MPOIECY PO3POOKH IrpOBUX PYIIIiB,
O3HAHOMIICHHSI 3 apXITEKTyYpHHUMH OCOOJMBOCTSAMU TOOYAOBH MPOTrpaMHOro
3a0€3MeUYCHHSI TUITY «ITPOBUM PYLIii», 03HAHOMIICHHS Ta IMIUIEMEHTAIlisl QyHKIIINA
JUTSL B3a€EMOJI11 KOPUCTYBaya 3 MPOTPaMHUM PYILIEM Ta CUCTEMOI0. OCTaHHIN ITyHKT
€ HaWOUIbII I[IKABUM, TOMY IO IrPOBUH Pyl HE BUKOPHCTOBYETHCSA SIK
saranpHONpuiiHATH  APl, uym sk 6i06mioreka HaOopy ¢yHkmii. Llei tun
MPOTPaMHOTO 3a0€3MEeUeHHS MOBUHEH (PYHKIIIOHYBATH MapalieIbHO pO3pO0IeHOMY
I'POBOMY 3aCTOCYHKY Ta BUCTYIATH Y POJII CBOEPIIHOI TPOTPAMHOI «ITPOKITAIKID)
Uit QUTbTpaIii Ta IMIUIEMEHTAIlli 3aluTIiB M) BHCOKOPIBHEBUM 3aCTOCYHKOM
TUITy «KOMII FOTEpPHI Tpay Ta CUCTEMOIO0 KOPUCTyBaya.

IIporiec BUBYEHHS NpeaMeTHOI 0O0JacTi BKJIOYae y ceOe. BUBYEHHS Ta
aHaJi3 NpeAMETHOI 001acTl pO3pOOKHU IrPOBUX PYIIIiB Ta MPOTPAMHUX 3aCO01B JIJIs
PEHAEPUHTY, aHAJI3 ICHYIOUUX PIIIeHb, aHAJ3 CTOPOHHIX KPUTEPIiB, BUBUCHHS Ta
OTJISiZI JTITEPAaTypH 3a TEMATHUKOIO 1 CTBOPEHHS ITPOBOTO PYIIIisl BUKOPUCTOBYIOUU
HOBITHI CTAaHJAPTH Ta TEXHOJIOT1.

3 TeXHIYHOI TOYKHU 30Dy, MPOIIEC PO3POOKH ITPOBOTO PYIIIis MOAUISIETHCS HA
po3po0OKy #oro cucrem, 00 IrpOBHH pyllil — KOMIUIEKCHE MpPOrpamHe
3a0e3NeUeHHs, SIK€ CKJIAJacThCcsl 3 0araTboX MaJIeHbKUX IijcucteM. Ilig dac
HamucaHHs poOOTH OyJduM CTBOPEHI HACTYNHI €JIEMEHTH MPOrpamMHOro

3a0e3nedeHHs: rpapiyHuil pyliid, cucTeMa OTpUMaHHSI KOPHUCTYBAllbKOTO BBOJY,
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CHUCTEeMa JIECKPHUIITOPiB, MPOTPAMHHUI 1HCTpyMEHTapiid, CIMEHCTBO IIeHepiB,
CHCTEMa PEHICPHOTO «IMaWIUTaifHy», CUCTeMa «TpadiuHUX JIAHIIOTIB», CHCTEMa-
Oydep Ta Oarato OiTBII BHUCOKOPIBHEBUX YACTHH MPOTPAMHOIO 3a0e3MeUYeHHS.

JleTanbHUM ONMUC pa3oM 3 MPUKIAJIOM IMIUIEMEHTAllll HaBEJICHO y po3ai 3.

1.2 AnaJji3 npodjemMu

[IpeameTHa 006JacTh MOAUISETHCS HA PO3POOKY IrPOBOTO pyIIiss Ta Ha
po3poOKy rpu. Lli nBa MyHKTH ayKe TICHO IOB’si3aHi oauH 3 ogHUM. OOJacTh
BKJIIOYa€ B ce0€ KOMIUIEKC TEXHOJIOTIH Ta 3HaHb, L]0 BUKOPUCTOBYIOTHCA IS
CTBOPEHHsSI KOMI'IOTepHHUX 1rop. Lle BkIloyae pi3HI acmekTH, Takl SK:
IPOEKTYBaHHS reiiMIuielo, po3poOka 1HTepeEiCcCy KOpUCTyBaya, CTBOPEHHS
BI3yaJIbHUX Ta 3BYKOBUX €(EKTIB, peami3aliio IITYYHOTO 1HTEJIEKTYy Ta MEXaHIK
IpH, a TAKOX ONTHUMI3aLII0 MPOrPAMHOrO 3a0€3MEeUeHHs s PI3HUX IMIaT(OpPM.
OcHOBOIO PO3pOOKHU OY/Ib-IKUX ITOP € IrPOBI PYIIIIi.

IrpoBuii pymiid - mnporpaMHe 3a0e3leyYeHHs, [0 BUKOPUCTOBYETHCS
PO3pOOHMKAMHU IS CTBOPEHHS! KOMIT I0TepHUX irop. [Iporpama uporo Buy Hajae
KOPUCTYBauyaM JOCTYI JI0 PI3HOMAaHITHUX 1HCTPYMEHTIB 1 (YHKIIM, HEOOX1THHUX
JUISl CTBOPEHHS ITPOBOTO 3aCTOCYHKY. Takux siK: IHCTpyMEHTapiil sl B3a€EMOJIi 3
rpadiYHIMH KOMIIOHEHTAMH CHCTEMH, KOMIIOHEHTH (DI3UKH, INITYYHUH IHTEIEKT,
3BYKOBY OOpOOKY, B3a€MO/IiI0 3 TPaBIEM Ta Jy’ke 0araTo 1HIIMX KOMIIOHEHTIB, 110
JIOTIOMOYKYTh CTBOPHUTH IiKaBy Ipy [1].

VY HuHIiIHIA Yac cdepa po3poOKH ITPOBHUX 3aCTOCYHKIB MOTpeOye Oararto
IHHOBAL[IMHUX pIIEHb BiJ PO3POOHHUKIB ITPOBUX PYIIIiB, TOMY WO aleTUTH
rpaBIliB pocTyTb. Came yepe3 11e po3poOHUKH Irop MOTPEOYIOTh BCE HOBIMIUX Ta
HOBILIUX pilIeHb. Y HUHIIIHINA Yap, KoMepliitHa cepa po3poOKH IrpOBUX PYLIiiB
HAJICOKUTh MOHOTIONICTAM 3 iXHIMH mporpamaumMu npoaykramu: Unreal Engine 4,
Unreal Engine 5, Unity. IlopiBHAHHS 3a3Ha4eHHUX paHillle IMPOBHX PYIIiB
HaBejgeHO y mianyHKTi 1.4. Uepes ckiaaHICTh BUKOPUCTAHHS JICSIKUX 3 3a3HAYCHUX

BUIIIE PYUIiB Ta iXHI HEAONIKH, OyJI0 TPUMHITE pIIMIEHHS PO3POOUTH CBIU
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OCOOMCTHI IrpoBUM pyIIik, 10 OyB OM MO30aBJIEHUM HEIONIKIB MPOrpaMHUX
MPOJYKTIB 3a3HAYCHUX paHIIIIE.

[ToTpi6HO 3a3HayMTH, MO pPO3poOKa IrPOBUX pYIIiB € CKIAAHUM Ta
3aTPaTHUM IIPOIECOM, 1[0 BUMArae BiJi KOMaHIU PO3POOHHMKIB BEJIUKOI KiTBKOCTI
HAaBUYOK Ta 3HaHb 3 PI3HOMAHITHUX HayKoBUX cdep. [Ipomec po3poOku irpoBOro
pylisi, 3a3BHYail, pO3MOYNHAETHCS 3 BU3HAUCHHSI BUMOT /10 (PYHKIIIOHATBHOCTI Ta
MPOJYKTUBHOCTI (piHAIbHOTO MNPOoayKTy. Ilicis 1boro po3poOHUKH CTBOPIOIOTH
OCHOBHY apXiTEKTypy pyIIis, BKIIOUAIOYH CHCTEMY KEPYyBaHHS peCypcaMu,
CUCTEMY BIATBOPEHHS 3BYKY Ta rpadiku, cucreMmy (i3uku Ta 6arato iHIioro.

Ile HacTimpKM CKJIQJHMA Ta 3aTpaTHUN Mpollec, MO Jedkl cTymii AAA
piBHS BCE YacCTILIE Ta YAcCTIIIE BUPINIYIOTh BUKOPUCTOBYBATH I'OTOBI MPOTPaMHI
pIlIEHHST 3aMIiCTh CTBOPEHHS O0COOMCTHX irpoBux pyimiiB. Hanpukmax, Offworld
Industries e crymiero po3poOku irop, mo Oyia 3acHoBaHa y Kanami. HaiGiiabin
BIJIOMUM Ta YCHIIIHUM HPOIYKTOM III€l CTYJIi € KOMII FOTEpHA rpa MiJ HAa3BOIO
«Squady, 110 3 aHMIHCHKOT 03Ha4Yae «3arin» [2]. Lle mpubnamwkeHa 10 peanrbHOCTI
BIMICBKOBO-TAaKTMYHA Tpa BIJ Tmepmoi ocobu, 1mo Oyma po3pobieHa 3
BUKOpHUCTaHHAM irpoBoro pyiis Unreal Engine 4. Po3poOHUKKM BHPIIIAIH, IO
Kpalle BUKOPHUCTOBYBATU B)KE ICHYIOUl PINIEHHS HA PUHKY ISl CTBOPEHHS CBOTO
3aCTOCYHKY THUIIy «T'pa», TOMY II0 HamMCaHHS HOBOTO IrpOBOT0 pyuIiss MOryio O

OyTu OaHaAJIBHO HE BUTIJHUM 3 TOUKH 30py 3aTpadeHoro yacy Ta (piHaHCIB

1.3 Kpurepii oliHKku iCHy10uMX pilieHb

VY 06a3zoBoMy BWIJSAl, OLIHKA ITPOBUX PYIIIiB MOXE MPOBOJUTUCA 3a
JEKUIbKOMa KPUTEPISIMU, TAaKUMU SK. MPOAYKTUBHICTh, (DYHKIIIOHAIBHICTB,
HAJIHHICTh, PO3LIMPIOBAHICTh, 3PYYHICTh BHUKOPHCTAHHS Ta MIATPUMKA
miaTpopMaMu, TPOTE€ HAWOUIbII TapHUM PIMICHHSIM Oyjae PO3MIMPUTH CIHUCOK

KpUTEPIiB Ta OIMIHUTH MaJi JIeTal.
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[lin dyac oOuiHIOBaHHS TOTOBHUX ICHYIOUHMX IIPOBHX PYIIIiB, aBTOPOM
MOSICHIOBAJIBHOI 3aMMMCKU MPOMOHYETHCS BUKOPUCTOBYBATH HACTYIIHI KpUTEPIi AJis
MPOBEJICHHS OLIHKH ITPOBUX PYIIIiB.

[lepmum kputepieM € MoBa mporpamyBaHHs. CamMe BOHa J103BOJISIE
KOPHUCTYBa4€Bl 3BEpTAaTHCS 1O IrPOBOrO pyIlis Ta BiJ ii MBUAKOAI HampsMy
3aJICKUTh ONMTHUMI3aIlisi MAaliOyTHROTO TTPOTPAMHOTO TPOIYKTY.

[IpornonyeThCst  B3SITM 7O yBark HAABHICTh CHUCTEMH  BI3yaJbHOTO
CKPUNTHUHTY, 00 HasSBHICTh CHCTEMHU TAaKOTO PIBHS J1a€ MOXKIIUBICTH KOPUCTYBAUYEBI
MpaIoBaTu 3 pyuriem 0e3 3HaHb MOBHU MTPOTrpaMyBaHHS.

HasBHicTs miaTpuiMKa MyJNBTHIIOTOYHOTO peHaepy. lLleit kputepiit
BIIMOBIJAIBHUMN 32 1HAMKAIIIO HASIBHOCTI MIATPUMKH MPOLIECY MYJbTUIOTOYHOTO
peHnepy. HasBHICT UM BIJICYTHICTh ITLOTO SIBHINA ICTOTHO BIJIOOpakaeThCsA Ha
piBHI MPOAYKTUBHOCTI 1FPOBOTO PyIIIisl, KOJIA MOBAa CTOCYEThCSI 0OpOOKHU rpadiku
Ta rpadiYHUX €JIEMEHTIB.

Takox MPOMOHYETHCS B3SITH JI0 YBAard HAsIBHICTb MIATPUMKH BEKTOPHU3AILlii
Ta BEKTOPHOIO MPOCTOPY, OO 1€l NyHKT BIJANOBIAAIBHUN 3a HASIBHICTD
MOJIMBOCTI ~BHUKOPHUCTAHHS OCOOJMBOI  apXITEKTYpHOI KOMIIOHOBKH, IO
CKJIQJIAa€ThCs 3 BEKTOPHUX PETICTPIB Ta OCOOJMBOTO NUISAXY B3aeMoil 3 HUMH. [lei
X1 ICTOTHO MIABHUIIY€E MIBUIKOIIF0 TPOTPAMHOI0 3a0€3MEUCHHS.

Jlo Kkputepiro BHIIE JTOMAIOTHCA HAOOPU MIATPUMYBAHMX BEKTOPHUX
1HCTpyKLid. Llel kpuTepii AEMOHCTPYE MOXIIMBOCTI ITPOBOrO pyImisl MiJ Yac
orTuMmi3zaiii rpu 3po0eHoi Ha 6a3i bOro0 CaMOro MPOTPAMHOTO 3a0€3MEUECHHS.

[linTpumMka 1HCTPYKIIM  po3mapaljeltoBaHHs — oOmepailii — KpUTepii
BIJINOBIIAJILHUN 3a 1HIUKALIFO HasIBHOCTI MIITPUMKH THCTPYKIIIH
po3IapajeIoBaHHs OIepallii.

[TlinTpuMka METO/IB BUPIBHIOBaHHS JAHUX y BEKTOPHOMY IPOCTOpI, IO €
CTOPOHHIM METOJIOM OINTHMI3allli JJis BUPIIICHHS HemnepeadadyyBaHUX IPoOJieM,

10 MOXKYTb CTATHUCS 1] YaC aBTOMATHUYHOI ONTUMI3allii 3aCTOCYHKY.
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1.4 Anani3 icHyo4ux pilieHb

Unreal Engine 4 - 1ie ouH 3 HAUMIOMYJISIPHIIINX iIrPOBUX PYIIiiB, CTBOPEHUIA
komraniero Epic Games. Bin moGauuB cBiT y 2014 poui, Ta Mae BIIKpUTHN
BUXITHUHN KOJI, III0 1€ MOXJIMBICTH PO3POOHUKAM 3 YChOTO CBITY MOAHM(IKyBaTH
Ta MPHUCTOCOBYBATU PyIIiK 10 cBOix ocobmuBux notped. UE4 minTpumye Garato
maTGopM: TIEPCOHATBHI KOMIT FOTEPH, KOHCOJI, MOOUIBHI mpuctpoi, VR-
rapHiTypu, Tomo [3].

Pymiiit mae mmpokuii HaGip 1HCTPYMEHTIB, IO JTO3BOJISIIOTH PO3POOHUKAM
CTBOPIOBATH IrpW OUIBII BHUCOKOi SIKOCTI y muiaHi rpadiku Ta ¢izuku. Hripkue
HaBEJICHI OCHOBH1 KOMITIOHEHTH Ta CUCTEMH LIbOTO IrPOBOTO PYIIIs:

Unreal Editor - iHTerpoBane cepenoBHille pPO3POOKH, IO JIO3BOJISE
pPO3pOOHMKAM CTBOPIOBATH ITPU Ta IHTEPAKTHBHI A0JaTKU. L{g yacTuHa nporpamu
Mae rpadiuHuid 1HTepdenrc Uil KOpHUCTyBaya, Ta psAd 1HCTPYMEHTIB, SIKI
JIO3BOJISIIOTh  PO3pOOHMKAaM CTBOpIOBaTH TpadiuHi edexTd, mnporpaMmyBaTu
TIOBEJIIHKY aKTOPiB, pO3MIIIyBaTH 00'€KTH Yy BIpTyaJIbHOMY CBiTi, TOMIO [3].

Blueprint Visual Scripting - Bi3yaspHa cucTeMa NpPOTrpaMyBaHHS, IO
JI0O3BOJIIE PO3POOHUKAM CTBOPIOBAaTH JIOTIKY Tpud 0€3 3HaHb Ta HaBHUYOK
nporpaMmyBaHHs. 3a JIOMIOMOTOK0 I[i€l CHUCTEMH MOKHA CTBOPIOBATH CKJIAIHY
JIOTIKY, 1110 OXOILTIOE JIii IpaBIliB, Qi3uuHi 00'€KTH, cTaHH, TOIIIO [3].

Material Editor - me iHCTpyMEHT naisi CTBOPEHHS Ta MOIUQIIKAIT
MaTepiaiiB, 0 BHUKOPUCTOBYIOTHCS JUIsi CTBOPEHHS TEKCTYyp Ta TpadiuHmux
edekTiB. 3a JOMOMOTOI0 IIi€i CHCTEMH, MOKHAa CTBOPIOBATH Marepiaiu, SKi
pEeaTICTUYHO B110OpaKatoTh pi3HI MOBEPXHI, TaKi SIK: KAMIHb, IEPEBO, METAJI, CKJIO,
tomro [3].

Animation Editor - cucremMa a1 CTBOPIOBaHHS aHIMAIliii MEPCOHAXKIB Ta
irpoBux 00'extiB. Animation Editor mo3Bosise po3poOHUKAM CTBOPIOBATH

PI3HOMaHITHI aHIMaIlii, TaKl K. pyX, IOBOPOTH, CTPUOOK, TIPHUCi, OIT, TOIIO.
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Audio Editor - incTpyMeHTapiii Juisi CTBOPEHHS 3ByKOBOT'O CYIIPOBOAY I'PH.
3a ponomoroo Audio Editor MokHa CTBOpIOBAaTH PI3HOMAaHITHI 3BYKOB1 e(eTu.
[TounHarOYM 3 My3UKH, Ta 3aKIHYIOIOYH JIOKAJTLHUMHU 3ByKAMHU.

Visual Effects - iHCTpyMeHT ajisi CTBOPEHHS Bi3yallbHUX €(EKTIB, IO A€
MO>KJIMBICTh CTBOPIOBATH PI3HOMaHITHI €()eKTH, Taki AK: ePeKT mocTpinty, edekT
3HUKHCHHS, e()eKT BHHUKHECHHS, ToIIo [3].

[TepeBaramu Unreal Engine 4 € Benukuii HaOip ¢yHKIi#. Pymiii Mae 6arato
IHCTPYMEHTIB, SIKI JI03BOJISIIOTH PO3POOHMKAM CTBOPIOBATU Pi3HI €JIEMEHTH TpH,
BKJIIOUaroun: rpadiky, ¢i3uky, aHimalliio, 3ByK, Ta 6arato ixmoro. Takox Unreal
Engine 4 mae cucteMy Bi3yalbHOTO CKPHIITHHTY, IIIO JIOTIOMArae JFOIIM JajJeKUM
BiJl TEMH TMpOTpaMyBaHHS IIpaIfOBaTH 3 KOMIIOHEHTaMu pymris. [Iporpamue
3a0e3NeyeHHs] Ma€ JqyKe THYYKUi (PyHKIIIOHaI, came 4yepes 1€ 3 Horo 10noMOror
PO3pPOOHUKH CTBOPIOIOTH ITPU Y PI3HUX JKaHpaX JJIsl pPI3HOMAHITHUX MIAT(HOPM.

[Tpore, Unreal Engine 4 mae i mpoOiemHi cTopoHH. Brcoka CKIIaaHICTB
poboTH 3 pylIieM MmiAiiiMae MPOXiJHY IUIAHKY Ta BIJCIIOE HOBadkiB y cdepi
po3poOku irop. IIporpamue 3abe3neueHHs1 MoTpedye Oarato CUCTEMHUX PECYPCIB
s HopMmanbHOi poOoTu. [lepmr Bepcii Unreal Engine 4 mamu npoOGiemu 3
ONTUMI3AIIE0, SKIIO TOYHIIIE, TO 3 CUCTEMOIO Bi3yaJbHOTO CKPUIITHHTY: BOHA
Kpalie mpaioBajia Ha Iporecopax Big Benzopa «Intely nik Bim AMD,
HE3Ba)Kal0YM Ha CYTTEBY MepeBary OCTaHHIX.

Unreal Engine 5 - e ocranns Bepcist irpooro pyuris Unreal Engine, sikuit
OyB aHoHcoBanui Epic Games B tpaBHi 2020 poky i BumyineHuit y TpaBHi 2021
poky. Unreal Engine 5 3asBieHuii sk HOBE CJIOBO B TpalibHIM 1HIYyCTpii, sKe
JI0O3BOJIUTHh PO3POOHMKAM CTBOPIOBATH I11€ OUJIBIII JIeTaNIi30BaHl Ta PeaiCTUYHI 1TpH
3 MEHIMMHU 3ycwisiMu. Ll Bepcist BiIPI3ZHAETHCS BiJ TMOMEPEIHBOIO OUIBII
SKICHUM Ta po3ImupeHuM pyHkiioHanom [3].

Ocpb Aesiki 3 HOBOBBEAEHb Y HACTYITHOMY MOKOJIIHHI pyLIis:

Nanite - TexHoyoriss TeoMeTpii B peaabHOMY dYaci, sKa J103BOJISE

pO3pOOHUKAM CTBOPIOBATH JeTaibHI Ta ckiamHi 3D-Mozeni 6e3 oOMexeHb y
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po3mipi. Jlomae MOXKIMBICTH TOJINIIUTH SKICTh 00’€KTa 3a JOMOMOTOIO
HapOIyBaHHS KIJIbKOCTI BIPTYaJIbHUX IOJIITOHIB.

Lumen - me cuctema MIO0ATBHOTO OCBITJICHHS B peadbHOMY 4Yaci. Bona
JI03BOJISIE CTBOPIOBATH JIMHAMIYHE OCBITJICHHS, 110 pearye Ha KOXKHHUM €JIeMEHT
irpoBoro cepenoBuia. L{s TexHomoris 3abe3nedye BigoOpakeHHS HATYpaIbHHX
TiHEH, peanbHe OCBITICHHS Ta e(eKTH, SKi paHimie OylId HEMOXJHBI B ITPOBUX
cBiTax 0e3 Bukopuctanus RT ta CUDA sizep [3].

[Toxpamenuii iHCTpyMeHTapii - pO3POOHHMKH JOJalnu JyXxe Oararo
HOBOBBe/IcHb. Blueprint mae HoOBi (yHKIIi, sSKi pOOJIATH MPOrpaMyBaHHS OLUIBIII
3py4HUM Ta edeKTUBHUM. byra gogaHa miaTpuMKa aBTOMAaTHOTO (popMaTyBaHHS,
3JIaTHICTh KOIIIOBATH Ta BCTABIIATH OJOKH KOMAY, a TAKOX OLIbII 3pyYHa HaBIrallis.

Geometry Collection Editor, 1o m03Bosisie po3poOHHKaM JIETKO CTBOPIOBATH
Ta peJaryBaTH CKJIaJIHI TEOMETPUYHI 00'€KTH.

Unreal Engine 5 no3Bossie po3poOHMKaM CTBOPIOBATH OULTBIN CKJIaJHI Ta
peanicTuuHi eeKTH, BKIYAIOYU TeHepallil0 YaCTUHOK Ta (UII0iIB B pealbHOMY
yaci.

Unreal Engine 5 € HOBMM KpOKOM y pPO3BUTKY pyiriiB tumy «Unrealy.
P03po6HUKHN CYTTEBO MOKpAIIUIN MPOrpaMHe 3a0e3MeUYeHHs Ta IPKO MiIKPECIHIN
OCHOBHI repeBaru HoBoro nokostiHHsA. Unreal Engine 5 mae nepenoswuii rpadivnmii
JBUTYH, IIO0 JA€ 3MOTY KOPHCTyBauaM CTBOPIOBAaTH HEWMOBIPHO peaNiCTUYHY
rpadiky He IpUKIagaound 0arato 3ycuiib. PO3poOHMKY MOKpAIIWIN Ta PO3IMIUPUIIN
dbyHKIIOHAT pyII0, THM CaMHM TPUIIBAIIIMB PO3poOKy irop, 00 HOBI
IHCTpYMEHTH CTaJqu Habarato MpOCTIMIMMH Yy BHUKOPUCTAaHHI Ta BHBYCHHI.
BBenenns HoBuX TexHoJorid «Lumeny ta «Nanite» 3po0uiu OypHY PeBOJIIOLIO Y
CBITI OOYHCICHHS TMapaMeTpiB O00’€KTiB Ha piBHI. BuKoOpuCTaHHS HOBHX
HU3bKOPIBHEBUX MAIIMHHUX 1HCTPYKIiH Ta Ouibll cnerudiynoro C++ koay, 1ano
MO>KJIMBICTh PO3POOHUKAM YIS MIHIMI3yBaTH PI3HUIIO Y MPOAYKTUBHOCTI MIXK
pi3HUMH BEHI0paMH KOMIT FOTepHHX KomroHeHTiB. Hanpuknana, y Unreal Engine 4
Oynu mpoOiemMu TNOB’si3aHl 3 ONTHUMI3aIi0 1rop mia npouecopu mapku AMD:

HCHTPaAJIbHUI Tporiecop BUpoOHuUITBa Intel maB 3HauHy mepeBary y BHXIiIHIH



16

KUTBKOCTI KaJpiB y MOPiBHSAHHI 3 mporiecopoM BupooHuirea AMD. V HoBil Bepcii
Unreal Engine s mpoOiema Oyia aHyJbOBaHa 3a JOTOMOIOI0 BHKOPHUCTAHHS
O1npII crienniyHOrO (PYHKIIOHATY.

Ane i Unreal Engine 5 He € 10CKOHAILHUM Ta Ma€ CBOI HEIOMIKH, a caMe
npobsieMu 31 cTabinpHIcTIO. Yepe3 Te, MO irpoBUil pymllid € HOBUM, Y HBOMY
MICTUTBCSI Oarato OariB Ta mpoOsem, siKi po3pOOHUKH OOILSIOTH BHUIIPABUTH Y
HalOmkuoMy MaiOyTHhoMy. HesBakarounm Ha TmoOJIETHIEHHS poOOTH 3
iHCcTpyMeHTapiem pymris, Unreal Engine 5 cra me OuIbII KOMITJICKCHUM
OPOAYKTOM, TOMY pIBEHb BXOJPKEHHS 3HAYHO MIJIBUILUBCA Yy TOPIBHSAHHI 3
HOTEPEIHBbOI0 Bepcieto. Yepes 10oAaBaHHS HOBHUX CHCTEM Ta MOKpALICHHS PIBHA
MPOTPAMHOTO 3a0€3MeUYEeHHs, BUMOTH J0 CUCTEMHOTO OO0JIaJHaHHS 301IbIIUIUCE:
K JI0 JIeBaiicy IrpaBlis, TaK 1 1O J€BalCy pO3pOOHHUKA.

Unity - me mnomymisipHUE IrpOBHIA pPYIINiid, SKAH BHKOPHCTOBYIOTH JIJIS
CTBOPEHHSI IrOp Ta IHTEPAKTUBHUX J0JATKIB Ha Pi3HUX IuiatgopMmax, Takux sk [1K,
KOHCOJT1, MOOUIBHI MPUCTPOT Ta BIpTyajbHA PEAbHICTD.

Pymiit  po3poOmroetsest kommaniero Unity Technologies. Opniero 3
ocobmBocTei Unity e crucrema KOMIIOHEHTIB Ta CIIEH, sIKa J03BOJISIE CTBOPIOBATH
CKJIaJHI 1rpoB1 O0'€KTHU NUISIXOM JOJaBaHHS Ta HaJalITyBaHHsS Pi3HOMaHITHUX
KOMITOHEHTIB 1rpoBOro cBiTy. lle nae OuibIly THYYKICTh Ta JOJA€ MOKJIUBICTDH
MMOBTOPHOTO BUKOPHCTAHHS KOJY, IO CIPOIIYE PO3POOKY Ta MIATPUMKY irpOBOTO
MIPOEKTY.

Unity moxi6uuit 1o Unreal Engine, ane y HHMX, 3BiCHO, € Pi3HOMAaHITHOCTI.
OCHOBHOIO MOBOIO TMporpaMmyBaHHs aisi B3aemonii 3 Unity e€ C#. Lleit dakrop
BIJIMBA€ Ha WIBUIKOIII0 KOMIIOHEHTIB IrpOBOTO pyllisl Ta IrPOBOrO CBITY.
Hanpuknan, Unreal Engine BukopuctoBye C++, skuii IiCTOTHO IIBHIIIANA Ta
rayukimuii 3a C# [4].

[TepeBaramu Unity € Hu3bkuii mopir BxokeHHs. Lle# irpoBuit pymriii mo
NpaBy BBa)KA€ThCs OJHUM 3 Haiermux y BuBuerHi. Unity Technologies crBopuu
IHTEPAKTUBHY Ta TMOBHICTIO 3po3yMily JokyMmeHTaunito. Lleit mapamerp nae

MO>KJIMBICTh IIIBUJIKO BUBYUTH OCHOBHHM (DYHKITIOHAJ IFPOBOTO PYIIIisi Ta MEPEUTH
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JI0 PO3POOKH CBOE OCOOMCTOI I'pH. IIMPOKA MIATPUMKA PI3HOMAHITHUX IIATHOPM
Ta JeBaiiciB. 3aBmgku KpocruiatdopmerocTi  Unity, po3poOHUKH MOXKYTh
CTBOPIOBATH OJMH KOJI Ta 3aCTOCOBYBaTHM Horo Ha pi3HMX Iuiardopmax. Lle
3MEHIIYE Yac Ta 3yCHJUISI HEOOXIAHI JJIs pO3poOKM TpuU MiJ Pi3HOMAaHITHI
orepalliifHi CHCTEMH Ta KOMITOHCHTH.

OcHoBaumu Hemosikamu Unity e mBuakomis. Y mopiBasHHI 3 Unreal
Engine, mBuakoist pyuIis € 3HaYHO HIOKYOI0, ToMy 110 Unity BukopucroBye C#, a
He C++. BincytHicTe Aeskux (QyHKIIN, MO0 Yy IHIIMX PYIISIX BBaXKAIOTHCA
0azoBumu. Unity Moxe BHSBUTHCh MEHII THYYKHM VY JCSIKHUX acIleKTax,
HampuKiIaa: y o0poOmi ¢izuku, o0poOdii rpadiku, oOpoOIll 3BYKY, 00poOIT
JeKajJe, Ta IHIMMX ManuxX jAckanei. UNnity BHKOPUCTOBYE CTapHil HPHHIIMII
00poOKkHM TpadiuHUX EJEMEHTIB, IO CYTTEBO 3HWXKYE SAKICTh 300paKeHHS Ta
30UTbLIY€ Yac NOTPIOHUI HAa OOPOOKY €JIEMEHTY CBITY.

Godot Engine - me 0e3KOMTOBHUH, BiIKPUTUN IrpOBUE pyIIiii 3 BIACHUM
IHTETPOBAHUM PEJIAKTOPOM, 110 BUKOPUCTOBYETHCS JJIsi cTBOpeHHs 2D Ta 3D irop,
a TaKOX IHIIMX IHTEPAKTUBHUX JOJATKIB Ha pi3HUX Mminatdgopmax. Godot OyB
ctBopeHuii 'y 2014 pomi aBomMa po3pOoOHMKAaMH 3 METOK  HAIMCaHHS
OE3KOIITOBHOTO 1TPOBOTO PYIIIs 3 BIAKPUTUM KOJOM, 110 OyB OM JNOCTYMHUM 1JIs
BUKOPHUCTaHHA BCiMa OQKarOUMMH.

Godot mae BrmacHy ckpumntoBy MoBy — GDScript. 3a cuHTakcucoM BOHA €
cxoxoro Ha Python. Takox 1 ckpunToBa MOBa HPOrpaMyBaHHS MIATPUMYE
Bukopuctanns C#, C++ ta Visual Scripting.

OcHoBHOlo mepeBaroro  Godot Engine e ineHsis 3a  sSKOW  BiH
pPO3MOBCIOJKYEThCA. BoHa mpomoHye BIAKpUTUM KOA Ta  OE3KOIITOBHE
BUKOopucTanHsa. Tobro, Godot Engine € moBHiCTIO OE3KOIITOBHUM IS
BUKOPUCTAaHHA y KOMEPLUIMHUX LISAX IrpoBUM pyiieM. [Iporpamue 3a6e3neueHns
Mae Majgui po3Mmip, 10 POOUTH MOro iJ€aIbHUM MJiE PO3POOKH MOOUIBHHUX
noaatkiB Ta BeOSiirop. Takosk, ciif 3a3HaunTH, 1o Godot Engine mictuts y cobi
nyke OaraTo peanizalii cTaHZApTHUX (PYHKIINA 171 CTBOPEHHS KOMIIOHEHTIB Y

IrPOBOMY CBITI.
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OcHoaumu Minycamu Godot Engine € oOMexeHi MOKIMBOCTI pearyBaHHs
Bi3yaibHUX e(ekTiB. Pymiiii Mmae oOMexeH1 MOKIMBOCTI BI3yaJIbHOTO peAaryBaHHs
edexriB nopiBHsHo 3 Unreal Engine a6o Unity. Godot Engine mae npo0iiemu 3i
IIBUJIKOJIIEI0 — BIH TMpAIO€ TOBUIBHINIE HA OUIBII CTApUX MPUCTPOSX, abo
KoMrnoHeHTax, nopiBusiHo 3 Unreal Engine abo Unity. Takox MiHycoMm € Mmana
KOMaH/a po3poOHUKIB. IrpoBuil pyiniii cTBOpIOBaIM JHILE ABI JIOJUHU, a MICIs
HaIlMCaHHS OCHOBHOT'O KOJy, OyJ0 BHUPIIICHO CTBOPUTH IMyOJIYHUM PErO3UTOPIN
Ha matdopmi GitHub. Takum yrHOM, MOXKHA CKa3aTH, IO ITPOBHA PYIIIH IMiCHs
penizy po3poOiiroBajia BelIMYe3HAa KUIBKICTh PO3POOHHUKIB 0€3  yCIIAKOi
KOOpAWHAIIIT, Y1 JOMOBJICHOCTI. TaKoX MUTaHHS BUKJIMKA€E KBamidiKaIlisg ASIKUX 3
pO3pOOHUKIB, 00 BOHU HE NPOXOIATH BiAOIp.

Buxoasuu 3 ganux ta iHgopmMallli BUIIE, CTBOPUMO MOPIBHIbHY TaOJIHUIIIO

JUTsL OUTBII IETATbHOTO aHAJIi3y IMMyHKTIB Ta KpuTepiiB (Tadi. 1.4).

Tabnuus 1.4 — IlopiBHSHHS HASBHUX PIIICHb

Unreal Engine Unreal Unity Godot Engine
4 Engine 5
I'padiunmii pymiii | Unreal Engine Unreal Unity Engine | Godot Engine
4 Rendering Engine 5 rendering
Architecture renderer engine
OcHoOBHa MOBa C++ C++ C# C++
porpamyBaHH1
HasBHICTE Tak Tak Tax Tak
BI3yaJIbHOTO
CKPUIITUHTY
[TinTpumka Tak Tak Tak, ane 3 Tak, ane 3
MYJIBTUIIOTOYHOTO Bepcii 5.0 Bepcii 3.2
peHIEpY
HasBHICTE Tax Tak Tax YacTtkoBo
BekTopH3arlii[5]
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1 2 3 4 5
Habopu BekTopuux | SSE, SSE-2, SSE, SSE-2, SSE, AVX, SSE-2,
THCTPYKIiK[5] SSE-3, SSE-4, | SSE-3, SSE-4, AVX-2 SSE-3
AVX, AVX-2 | AVX, AVX-
2, AVX-512
[TinTpumka Hi Tak Hi Tak
THCTPYKIIIH
po3mapanentoBaHHs
ornepaii[5, 6]
[TinTpumka Perynspizanis | Perymspizauisa | Perynspizauist | BiacyThi
METO/IiB naTepHy naTepHy naTepHy
BUPIBHIOBAHHSI BEKTOpH3allii, | BEKTOpHU3aIlii, | BEKTOpHU3allii
JTaHUX y | Momudikamis | mMoaudikaiis
BEKTOPHOMY I1JI-JTyTIB, T1JI-JTYTIB,
npoctopi[5] METOJI CTPIIl- | METOJI CTPIIl-
MalHUHTY MalHUHTY
3 indopmarii 3a3HaueHoi y Tabmuii BuxoauTh, 1o Unreal Engine 5 €

HalKpaluM BUOOPOM ISl pO3pOOKH KOMIT IOTEPHUX Ta HE TUIbKH 1rop. Llen pymiii
HNIATPUMYE Ta peaii3oBye Ay)Ke 0arato ONTUMIZAI[IHHUX MOMEHTIB, TaKHX SK:
posmapanenatoBaHHs  iHGopMarlii, BEKTOpH3ALlis,

BEKTOPHUH  TIPOCTIp,

MYJbTUIOTOYHUNA peHJep, MYJbTUIIOTOYHA Ta aCHHXPOHHA poboTa KOuy.
Po3poOHMKM HACTUIBKM JalieKO 3allllId y THUTaHHI ONTHUMI3allli, 0 HaBiTh
ONTHUMI3yBajy ONTUMI30BaHI PO3paxyHKH, AOOABUBIIM PETYJSIPI3alil0 MaTEPHY
BEKTOpH3aIlii, MOIU(DIKAIIIO MUIT-TYIB Ta METOJ] CTPIM-MalHUHTY .

[Ipote, HaBITh LeH pyLIii HE TO30aBIECHUIN HEJOJIKIB, TAKUX SK: TPOOJIEMU

31 cTabinbHICTIO, Oararo OariB, Ounbma kKomruiekcHicTh 3a Unreal Engine 4,

MTHSATTS TJIAHKA BUMOT SIK JIJIST TPABIIS, TaK 1 1711 PO3pOOHUKA TPH.
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1.5 incymox

[TincymMoByrOUH, MOXHA 3a3HAYUTH, 110 3apa3 IHIYCTPisk PO3POOKHU ITPOBUX
pYIIiB Ty>Xe aKTHUBHA Ta PO3BUBAETHCA 3 KOXKHUM POKOM, TOMY aKTyaJbHICTh 1€l
poOOTH 3yMOBJIEHA IIBHAKHUM DPO3BUTKOM Ta MOIYJSPHICTIO 1HAycTpii. barato
KOMIaHIi 3 yChOTo CBITY aKTHBHO MpAIIOIOTh HaJ CTBOPEHHSIM HOBHUX PYIIIiB Ta
MOKPAIICHHSIM ICHYIOUMX. 3'SBISIETHCS BCE OUIbIIE THCTPYMEHTIB Ta TEXHOJIOTIMH,
K1 J03BOJISIIOTH PO3POOHHMKAM CTBOPIOBATH OLIBII MPOMYKTUBHI ITPOB1 pyIIii.
Takox Ha pUHKY 3’SBJISIETbCA Oararo HOBUX KOMIIaHIM, 110 PO3POOJIIOIOTH ITPH,
THM CaMUM IMJABUIIYIOYH IUJIAHKY BIAMOBIZHOCTI JO 1CHYIOUHMX IPOTPaMHHUX
3aco0iB. Y HuHImHIA 4yac (aBopurom € Unreal Engine 5, mo e HaiOLIbII
HOBITHIM Ta JIOCKOHAJIMM pillieHHsM y cBiTi. Came 11e mporpamHe 3a0e3neueHHs
3a]1aJ10 HOB1 CTaHJApTH po3pOOKH IrpoBUX PYIIIiB y HUHIMIHIA yac. [Ipote, uepes
PI3HOMaHITHI NMPOOJEMHU y ONMKUCAHUX BUILE ITPOBUX PYUIISX, aBTOPOM JTUIIIIOMHOI
poboTu OyJI0 BHUPIIIEHO CTBOPUTH CBiii OCOOMCTHH irpoBuil pymrii. [leTanbHuii
TE€XHOJIOTIYHUNA OIHKC IrPOBOrO PyUIisl aBTOpa JUILIOMHOI POOOTH 3pOOJIEHHUN Y

HACTYITHOMY ITYHKTI 2 MOSCHIOBAJILHOT 3aMMCKH.
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2 PO3POBKA APXITEKTYPHU IIPOI'PAMHA

Sk Oyyo 3a3HA4eHO Yy TOMEPENHIM YacTHHI TIOSCHIOBAIBHOI 3alUCKH, Y
IIbOMY PO3AUT BiIOyBA€ETHCS IMOKA3 Ta OMHC TEXHIYHUX BIJOMOCTEH IrpOBOTO
pylIis Ta WOro CKJIAJOBUX: MOBH TNpOTpaMyBaHHs, apXiTEeKTypd Ta IHIIUX
€JIEMEHTIB MporpamMHOro 3abe3nedeHHs. (OCHOBHOIO METOIO0 pO3AULY €
JEMOHCTpAIIiSI TEXHIYHUX OCOOJMBOCTEH Ta OOpaHWX PINIEHh CTOCOBHO IPOIIECY

PO3pOOKH MPOTPAMHOI0 3aCTOCYHKY.

2.1 Onuc TexHiYHUX BioMOCTEH

[Ticnst mpoBeAeHOTO aHalli3y MOCTABJICHOTO 3aBlaHHs, OYyJIO BHUPIIICHO
BUKOPUCTOBYBAaTH HACTYMHHUN TEpeNiK KOMIIOHEHTIB Ta 1H(QOpMaliiHUX
TEXHOJIOT1H JIJIsl CTBOPEHHSI POTPAMHOTI'0 3aCTOCYHKY «ITPOBUH PyLIIi»:

- MoBa nmporpamyBaHHs: C++;

- MaremaTtuuHuii pymriii: GLM;

- OibmioTeka auis B3aeMoIii 3 omeparttiiHoro cuctemoro: GLFW;

- apXITEeKTypHA MOJIEJb ITPOBOTO PYIIIisi: KOMIIOHEHTHO-TIOTOKOBA,;
- ciMelicTBO omepamiiaux cucrem: Windows;

- rpadivauii API: Vulkan SDK.

C++ - e cTporo TuIli30BaHa CTaTMYHA MOBA MPOTPAMyBaHHS 3arajibHOTO
npu3Ha4YeHHs, 1m0 Oyma po3pobieHa y 1983 pori sk QyHKIIIOHATEHE PO3IIMPEHHS
MoBu C. C++ BUKOPHUCTOBYETHCS JJISI HANUCAHHS TMPOTPAMHOTO 3a0e3MeueHHs
PI3HUX THUITIB, BKJIFOYAIOYH OIEpaIliiiHl CUCTEMH, apaiiBepu, Opay3epH, irpa TOIIO.
Bynyun BHCOKO MpPOAYKTHBHOIO MOBOIO  mporpamyBaHHs, C++  Moxke
0e3Mmocepe/THbO KEPYBATH MaM'ATTI0 Ta BUKOHYBAaTH HU3BKOPIBHEBI Orepartii, 110
pOOUTH Ti MOMYISPHOIO IJI PO3POOKH MPOrPAMHOTO 3a0e3MeUeHHS, 1€ IIBUIKO IS
€ HalOLIbII MPIOPUTETHOIO 3a/ayero. Takok MOBa MPOrpaMyBaHHS Ma€ HIUPOKY
NIATPUMKY O10J110TEK, 10 JT03BOJISIE IIBUIKO CTBOPIOBATH MPOTpPaMU PI3HOTO

NpU3HAaYeHHs1 0€3 HaIllMCaHHS CBOiX OCOOMCTHX MPOTrpaMHUX pillieHb. Takox C++
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MIITPUMYE PI3HOMAHITHI  PIBHI  3B’SI3yBaHHS: JHWHAMIYHE Ta CTaTU4HE
3B’s13yBaHHs [6, 7].

C++ Mae mMpOKy MIATPUMKY PI3SHOMAHITHUX MapajurM MpOorpaMmyBaHHS,
TaKHUX fIK:

O06’extHO-0pieHTOBaHa mapamurma (OOIIl) — 1me cTuiae mporpamyBaHHS,
KU 30CEPEIKYETHCS Ha 00'€KTax Ta CyTHOCTSX, IO MAIOTh IMEBHI BIIACTUBOCTI Ta
peani3dyioTh SKych ImoBeaiHky. C++ wmae BOyJIOBaHY MIATPUMKY 00'€KTHO-
OpPIEHTOBAHOTO  TpOrpaMyBaHHS,  BKJIIOYAIOYM:  KJacW,  HacCJiAyBaHHS,
noJiMopdi3M, IHKAICyJIsAIio Ta abcTpakitito [6, 7].

[IpouienypHa mapaaurma - napajaurmMa nporpaMmyBaHHsI, 0 30CEPEIIKYEThCS
Ha HamucaHHl npoueayp. lle TpaaumiiiHUI CTWIb NOPOrpaMyBaHHS, SKAW
BUKOPHCTOBYBABCSI Ha PaHHIX €Tamax po3BUTKY 1HAycTpii. HalOuibin sickpaBuM
IPEICTABHUKOM MPOIICTYPHUX MOB IporpamyBaHHs € AcemOiep [7].

OyHKIIOHATbHA MapagurMa - TapagurMa, 0 30CEpPeKYyeTbCs Ha
BUKOPHUCTaHHI (DYHKIIIH B SKOCTI OCHOBHOTO 3aco0y 1moOymoBu nporpam. Y C++
(GyHKIIIOHAIBHE MPOrpaMyBaHHS pPeali3yeThCs 3a JOMOMOIoK (PYHKIIN BHIIMX
HOPSIKIB, TIMO1a-BUpa3iB, GYHKIIIH-00'EKTIB Ta IHIINX KOHCTPYKIIiH [7].

[ITabnoHHE TIpOrpaMyBaHHS - II€ CTHJIb NPOTPaMyBaHHS, Y SKOMY
MIPOTPaMICT BUKOPUCTOBYE MAOJIOHU KOy JIJIi CTBOPEHHS THYYKHX, Ta TIOBTOPHO
BUKOPUCTOBYBaHUX pimieHb. [1labnonHe nporpamyBaHHs 3a0e3Meuye MOKIUBICTD
CTBOPIOBATHU 3arajibHONPUNHATI (DYHKIIII Ta KJIACH, SIKI MOXKYTh OyTH BUKOPUCTaH1
B Pi3HHMX KOHTEKCTax [7].

C++ 3gaTHHI TPOBOJUTH CKaJSPHI OOYMCIICHHS HAJl BEJIMKOIO KUTHKICTIO
JAHUX Y 4OTHUpH pa3u mBuAlie 3a C#, y BiciM pas3iB mIBU/LIE 32 Java Ta y COpOK
pasiB mBumme 3a Python. Ilig uyac BHKOpPHCTAaHHS BEKTOPHOTO IPOCTOPY Ta
BEKTOPHUX IHCTPYKIIN AonaBaHHs, C++ 31aTHUN NEpPEBEPIIUTH CBIM CKaJIsIpHUN
pe3yapTaT y I STHAAUATH pasiB, pe3ynbrar C# y wiicTaecsaT WICTh pasis,
pe3yabTaT Java y cTo TPHALATh TPH pasu Ta 4dac Python y mrictcoT miictmecst
nricth pasiB. Came mBuiaKicTh C++ cTajla OCHOBHUM (pakTopoMm mijg yac BUOOPY

MOBH TIPOTPaMyBaHHs JIJIsl HATMCAHHS 1TPOBOTO pylIIisi, 60 Maibke yci B3aeMoii 3
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rpagiyHUM pyIIieM TOTPeOYyIOTh BEIWKOI IMIBUAKOCTI IMiJI Yac CKaSIPHUX
004YHCIICHb, a IHKOJIM HaBiTh MOTPEOYIOTh MEPEBOAY Y BEKTOpHHMI mpocTip [5 - 8].

GLM — 616110TeKa 3arojioBKiB 71 BUKOPUCTAHHS 3 MOBOIO IIPOrpaMyBaHHS
C++. Iz Oi0moreka MICTUTh MaTeMaTH4HI (YHKII Ta CTPYKTYpH JIaHHX
HeoOximHi anst poboru 3 OpenGL Tta iHmumu 6167i0TeKamMu, IO peai3yloTh
byHKuil a1 poboT 3 rpadgiuHuM mporecopom aeaiicy. GLM Hanae peanizariiro
O0aratb0X MaTeMaTUYHUX OO'€KTIB Ta oOmeparliid, TakuX SK BEKTOPH, MaTpHIIL,
npoekuii Ta Tpancdopmanii. [1ix gac B3aemonii 3 3a3HadeHor0 BuUIle 6107I10TEKOIO,
POrPaMICT Ma€ 3MOTY BUKOPUCTOBYBATH OUIBII 3pYYHHM 1 3p03yMIJIMIl CHHTAKCHUC
JUIsT BUKOHAHHS MaTE€MaTUYHUX OIepaliid y MpoIleci mporpamyBaHHSI rpadiki.
Takox cmig 3a3HaunTH, 10 GLM € 610110TeK0I0 3 BIAKPUTUM KOJIOM, Ta BOHA €
JIETKO JIOCTYIHOIO JUIsi BUKOpUCTaHHsA B mporpamax Ha C++. GLM He wmae
3ajieHOCTEeN BiJ 1HIIMX O10110TeK. baraTto mporpamictiB BUKOpUcTOBY10Th GLM
pa3om 3 OpenGL 15 cTBOpEHHS irop Ta Bi3yautizamii rpadgiuaux ganux [9].

GLM wmae mupokuit HaOip iHCTpyMeHTIB. OcoOJMBO MOKHA BUAUIUTU
GyHKii 11t poOOTH 3 BeKTOpaMHu. bi0mioTeka MICTUTh Tyke 0arato QyHKIIN 17
oOpoOKM omeparliii HaJg BEKTOpaMH, HAMPUKIAA. JOJaBaHHS, BIJIHIMAHHS,
MHOXEHHS, AUIeHHs Toulo. KpiM Toro, BoHa MICTUTh (PYHKUIi 17 BU3HAYEHHS
JIOBXKMH BEKTOPiB, (PyHKIIOHAN Uil HOpMasi3alii BEKTOpa, BH3HAYCHHS
CKaJIsipHOrO MOOYTKY JBOX BekTopiB, Ta iHmIe. Takox GLM mae dynkmii nmis
poOOTH 3 MaTpulsIMHU, BOHA Mae (YHKIIT [0 M[poBeAeHHs O0a3uCHUX
MaTeMaTUYHUX ONEpaIliil HaJl MaTPHUISIMHU, TaKUX SK: JOJaBaHHA, BITHIMAHHS Ta
MHOXeHHsT MaTpuilb. Kpim Toro, GLM MicTuTh QyHKIIOHAN Ta CTPYKTYpY AaHUX
JUISL CTBOPEHHSI MaTpHIlh TpaHchopmallli Ta GyHKIIOHAT JJi1 POOOTH 3 KyTaMU -
byHKIIT 1711 KOHBEpTallii KyTiB MK PI3HUMH CUCTEMaMU BUMIPIOBAHHS, a TaKOX
THCTPYMEHTAapid 715l MPOBEAEHHS OOYUCIICHHS] TPUTOHOMETpUYHUX PyHKIIH. Crif
3a3HauuTH, 10 GLM Takox peanizoBye 1 (yHKIIOHAN AJi1 pOOOTH 3 MPOEKIISIMH.
bibmioTeka MICTUTBH IHCTpYMEHTAPii JUIsi CTBOPEHHSI MaTPHUIlh IPOEKIIiT y opMarti
NEePHEKTUBHOI Ta opToroanbHoi Matpullk. GLM mae mmpokuii HaOip GyHKLIN A1

poOoTH 3 Koibopamu. bibmioTeka Mae QPyHKITIOHAN I KOHBEPTAIIil KOJIBOPIB MIXK



24

pizaumu  dopmatamu, Hanpukiaang RGB ta HSV. Takox 0i0nioTeka MICTUTH
GyHKINT 1T CTBOPEHHS Ta 3MIHM KOJBOPIB, (PYHKII MaTeMaTUYHOI OOpOOKHU
KOJIBOPiB, ToIIIO [9].

Bume 3a3HadyeHi ¢yHKINT J03BOJIAIOTH IEPETBOPIOBATH  iH(OpMaIlito
BIJIMOBIAHO /10 MOTpeO mporpamu, Ta OTPUMYBATH 3HAYEHHS, 110 HEOOXIAHI i
oOuncmoBaHHg rpadiyHuX 00'ekTiB. BekTopu MOXyTh OyTH BHUKOPHUCTaHI AJist
MPEAICTABICHHS] KOOPJMHAT TOYOK y TPUBUMIPHOMY Ta JBOBHUMIPHOMY MHPOCTOPI,
MaTpulll Ui ONUCY TpaHcopmarliii 00'€xTiB, a (QYHKII TPUTOHOMETpIi i
oOuucieHHs Mmo3uIlii Touyok Ha ekpani. Cmig 3a3Hauutd, mo GLM nosBoise
BUKOHYBaTH MaTeMaTU4HI omepalii 3 BUCOKOIO TOYHICTIO Ta MIBUAKICTIO, IO €
Jy’K€ BaXJHMBUM JUJIsl €(PEKTUBHOI poOOTH 3 rpadiKoro, MIKCEIIMH, BEPTUKAISIMU
Ta IHIIUMH TpadiuHUMH eJeMEeHTaMHu MporpamMHoro 3abesnedeHHs. bibmioTeka
TaKOX J103BOJIsIE BUKOPUCTOBYBATH ONTUMI30BAHUI KO JJIsl pi3HUX IIAT(HopM, 110
JI03BOJISIE PO3POOHHMKAM JIETKO MEPEHOCUTH CBOI MPOTrpaMu Ha PI3HI OnepauiiHi
CUCTEMHU Ta arnapatHi mIaThopMH.

V3aranpHiorour, GLM € mnoTy)XKHUM 1HCTPYMEHTOM JiJIi BHUKOHAHHS
MaTeMaTUyHuX omnepairiii. bibmioTeka A03BoJIIE PO3POOHUKAM 30CEPEAUTHCS Ha
peanizailii (yHKIIIOHAIBHOCTI MpOTpaMH, HE BUTpadaroud Oaratro yacy Ha
BUPIIICHHS MaTeMaTUYHUX 3aBJIaHb Ta ONTUMI3AIII0 pOOOTH 3 rpadikoro.

GLFW - 06i6mioTeka, sika J03BOJISIE PO3POOHHMKAM JIETKO CTBOPIOBATH
BIKOHHI JofaTku Ta iHTepdeiicu mia podotu 3 OpenGL nHa pizHHX maaTdopmax.
bibmioTtexka Oymna ctBopena y 2002 porii, Ta NPUYUHOIO JIJIi CTBOPEHHS OYyII0
MaciiTabHe He3aJ0BOJICHHSI pO3POOHHKIB TOTOYACHUMH BapiaHTaMu 010110TeK 1Jis
pob6otu 3 rpadikoto. GLFW Oyna cTBopeHa sik mpocTa Ta Jjerka 0i0mioreka ajis
po6otu 3 OpenGL. OCHOBHIO METOIO, HA MOMEHT CTBOpPCHHs, Oyjo OakaHHS
JOTIOMOITH  PO3pOOHMKAM CTBOPIOBAaTHM BIKOHHI JOJAaTKUM Ta 1HTEepdeiicu 3
MaKCHMAaJIbHOO JICTKICTIO IS Pi3HUX IJIaTGOopM Ta omepaliiiuux cucrem [9].

Komanna po3poOuukiB 3 YHiBepcutery KemOpimky, Brmtouatoun Kemepona
Coeitrca, TOJIOBHOTO pO3poOHHMKA O10JI0TEKM Ha MpOTs31 AEKUIBKOX POKIB,

cteopwia GLFW. Ila 06i6moTeka € MOpoCTUM Ta JETKUM Y BUKOPUCTaHHI
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iHTepdeicoM CTBOPEHHS BIKOH Ta KOHTEKCTIB it podoTu 3 OpenGL. Y HuninHik
gac 010110TeKa MOCTIMHO PO3BUBAETHCS Ta MA€ aKTUBHY CHIJILHOTY PO3POOHHUKIB.
[Tporpamue 3abe3mneueHHs MIATPUMY€E PI3HOMAHITHI (PYHKIIII, Taki sIK: CTBOPEHHS
BIKOH Ta KOHTEKCTIB /i1 OpenGL, oOpoOka KOpUCTYBallbKOIo BBOAY, 00poOKa
nmoai, oOpoOka TMOMHIJIOK Ta 3BiTiB mpo cTaH cuctemu, Tomo. GLFW takox
niaTpumye cydacHi ¢ynkuii OpenGL, Bkitoyaiouu MyJIbTUCEMILTIHT, BOYZOBaHI
nieiiiepn Ta TEKCTYpU BHCOKOI pPO3AUIBHOCTI Juisi Retina-gucrieiB, a Takox
OpenGL ES mns po3pobkn MoOinpHUX moxaTtkiB. Kpim Toro, 0iGmioTeka Mae
JeKJIbka noAaTKoBUX (yHKIINA. Hampukasn, miaTpuMka BUBOJY BIKOH Ha PI3HUX
MOHITOpax, MIATPUMKA CTBOPEHHS KYypCOpIB Ta iX BIJOOpakKeHHS Ha EKpaHi,
MO>KJIMBICTh YCTaHOBKM OOMEXEHb Ha pO3MIp BIKHAa Ta HOro MiHIMajbHy Ta
MaKCUMaJIbHY IIMPUHY Ta BucoTy [9].

[Iporpamuuii 3acid Hagae NPOTpaMmicTy MIATPUMKY OaraThboXx IIaTdopM, 1o
JI03BOJISIE CTBOPIOBATU JOJATKHU JUIsl BUKOPUCTAaHHSA Ha PI3HUX IulaTgopMax 0Oe3
notpedbu y crBopeHHI HOBoro koay. GLFW e BUIbHUM 1711 pO3MOBCIOJKEHHS
IPOrpaMHUM 3a0€3MEYEHHSIM 3 BIAKPUTUM KOJIOM, IO JI03BOJISIE BAKOPHUCTOBYBATH
HOro sl KOMEPIIHHUX TPOEKTIiB Oe3komToBHO. OJIHIEID 3 ICTOTHUX IlepeBar
6i6i0TeKH € Te, 10 BOHA € JIETKOI y BUKOPUCTAHHI Ta HanmainTyBaHHi. 1i API
Oy70 po3po0IeHE 3 OpiEHTAIlIEI0 HA MPOCTOTY Ta JIETKiCTh BUukopuctanus. GLFW
TaKOXX Ma€ HU3KY MPHUKIIAJIB, SKI JOMOMArarTh IMOYATKIBISM IIBHIKO 3PO3YMITH
CyTh TMPOrPaMHOTO 3a0e3Me4YeHHs Ta MIBUAKO HABYUTUCS TMpAlIOBaTH 3
616mioTexoro. Kpim Toro, GLFW minrpumye pi3Hi mporpamHi 3aCTOCYHKH JIJIs
pob6oTtu 3 rpadikoro, Taki sk OpenGL, OpenGL ES ta Vulkan [9].

3arasiom, GLFW € noty>xHO010 Ta €(heKTUBHOIO 010110TEKOO ISl CTBOPECHHS
BIKOH Ta KOHTEKCTIB, IO € OCOOJMBO KOPUCHOIO JJISi PO3POOHMKIB, SIKI XOUYTh
CTBOPIOBATU JOJATKHU 3 MIATPUMKOI PI3HOMAHITHUX IUIATQPOPM Ta B3aEMOJIIIO 3
BHUCOKOSIKICHOIO 00pOOKOI0 Tpadiku Ta BBOY.

Vulkan SDK - me Habip I1HCTpYMEHTIB s pPO3pOOKH Mporpam 3
BUKOpUCTaHHAM Tpadiunoi 610miorekn Vulkan. Bin OyB cTBOpeHMiII KOMIaHIEO

Khronos Group B 2016 pomi Ta mOpU3HAYCHWA JUIS  CTBOPEHHS
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BUCOKONPOAYKTUBHUX 3D-mojgaTkiB Ta 1rop s pi3HUX IiaThopMm Ta
onepaniiaux cucreM. Vulkan SDK mpamoe Ha OaraThbox apXiTeKTypax Ta
orepariHux crucremax, BKiarodaroun Windows, Linux, MacOS Ta Android. Ile#
Hallp IHCTPYMEHTIB MiATpUMye Oarato pizHux QyHkuii. Kpim Toro, BiH MIiCTUTb
PI3HOMAaHITHI IHCTPYMEHTH JIJIsl aHAITI3y Ta ONTUMI3allii MPOTyKTUBHOCTI JI0/IATKIB,
o po3podmstoTeest Ha Horo ocHoBi. Vulkan SDK naith Mae (yHKIiOHaN is
MIPOBEJICHHS HESBHOI TUHAMIYHOI ONTHMI3aIlii M1 Yac paH-TaliMy 3aCTOCYHKY, IO
Jy’K€ TMIO3UTHBHO CKA3Y€ThCS HA MBUJIKOIIT MPOTpaMu, TOMY IO BiH Peali30BY€ HE
TUIBKH METOJIU CKaJIAPHOI ONTHUMI3AIlil, a 11e i pI3HOMAaHITHI METOJIU BEKTOPHOI Ta
napayiesIbHO1 ONTHUMI3allii, IO Ja€ 3MOTYy BUKOHYBATH O1JbIlie POOOTH 3a MEHIIUN
IPOMIXKOK Yacy 4YM 3a MEHIITy KiUTbiCTh IIMKIIIB IIEHTPAIBHOTO mporiecopa [10].

Vulkan SDK migTpumye pi3HOMaHITHI — apXiTeKTypud MPOIIECOPIB,
Btouaroun:  Intel, AMD, NVIDIA, Qualcomm Tta ARM. Ilporpamue
3a0e3meYeHHs CKJIAJacThCsd 3 JIEKUIBKOX KOMIIOHEHTIB. OCHOBHHUMHU 3 HHUX €:
0107110TEKH, ApaliBepH, 3aroJ0BOYHI (Al Ta JOKyMeHTallisl. bi0IioTeKu MICTATh
peaiizamiro pynkmionary Vulkan API, a npaiiBepu 3a0e31edyIOTh B3aEMO/III0 MK
IpOrpaMoro Ta armapaTHUM 3a0e3MeueHHIM IeBaiicy kopucTtyBada [10].

Vulkan 3acHoBaHuii Ta mpartoe Ha 0a3i 00’ €KTHOI MOJICII, JIe KOXKEH 00'€KT
Ma€ pi3HI acleKTH Ta IMIUIEMEHTYE PI3HUM (yHKIIOHAT AJid B3aeMOJIi 3
rpadiyHUM  KOMIIOHEHTOM JeBaiicy. Iligx d9ac po3poOku  mporpaMHOTO
3abe3neueHHs 3 BukopucraHHsaMm Vulkan, mporpamicram moOTpiOHO CTBOprOBATH
00'€KTH Ta HaJAIITOBYBATH iX JUIsl JOCSTHEHHSI 3pO3yMIJIOro pe3ynbTaTy. Bci
00'€KTH y CHCTEMI € HE3aJIeKHUMH OJIMH BiJI OJTHOTO, TOMY KOPUCTYBadl MOXYTh
KepyBaTH KOXXHUM €JIEMEHTOM OKPEMO, Ta YIPaBIATH pecypcaMu e(eKTHBHIIIES
HiX y Tomy camomy OpenGL [10].

OnHiero 3 ocHOBHUX BiaMiHHOCTEH Mibk Vulkan ta OpenGL € te, mo Vulkan
e HusbkopiBHEBUM API, Toai sk OpenGL e BucokopiBeBuM. Lle o3Hauae, 1m0
po3pobka Ha Vulkan € Oinbln ckiIagHOMO, ajie BOHA 3a0e3reyye OUIbII BHUCOKY
NPOAYKTHBHICTh HiX po3pobka Ha OpenGL. Kpim toro, Vulkan € opienToBaHNM

Ha notoku API, Tomi sax OpenGL He miarpumye MyJIbTHUIIOTOKOBICTh. OJHAK,
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3aBJSIKH OUTBII TIPSAMOMY JOCTYITy JO0 amapaTHUX pecypciB, Vulkan mae O1nbiuii
piBeHb JOCTYIy JI0 anapaTHUX pecypcis, Hixk OpenGL [10, 11].

Jlyis OLiHIOBAaHHS Ta MOPIBHSHHA JABOX MPOTPAMHUX 3aC001B, MPOMOHYETHCS
BUKOPUCTATH HACTYIIHI KPUTEpii CTBOPEHI aBTOPOM AUILUIOMHOI pPOOOTH:
OpIEHTOBAHICTH Ha MOTOKH, TUN APIl, OKa3HMK MBUAKOMAII, piBEHb JAOCTYIY IO
arapaTHUX pPEcypciB, piBEeHb BUKOPHUCTAHHSA MaM’ ST MPUCTPOIO, CYMICHICTH 3
ONepaliiHUMH  CUCTEMaMH, [EPEHOCUMICT, 0€3 TMOpTyBaHHS, HAsABHICTh
MIATPAMKA MOOITBRHUX TPHUCTPOIB, MIATPUMKA BUKOPUCTAHHS MYJIBTHIIOTOYHOTO
Ta MYJBTUAJIEPHOTO MPOTPAMyBaHHS, KUIBKICTh JHOCTYMHUX (YHKIIH, MIATPUMKA
CTapux OIEpallifHuX CHUCTEeM, MIATPUMKA ACHHXPOHHOI 00poOku iH(DOpMaIlii,
HNIATPUMKAa T€OMETPUYHUX MIEHJEepiB, MIATPUMYBaHI MOBU NIPOrpaMyBaHHS IS
B3a€MOAII 3 MPOTrpaMHUM 3aCTOCYHKOM, HIATPUMKA MYJIbTUIIATPOPMEHHOI
o0poOku rpadiuHoi 1HPopmalli, rpadiyHl MOXKIUBOCTI, PECYPCO3ATCKHICTD,
HasBHICTh Bi3yaiizaropa MpOQiIOBAHHS, HAasABHICTh 1HCHEKTOpa WIECHAEpPIB, THII
MNIATPUMYBAHOI MOBHM TpOTpaMyBaHHA UICHAEpIB Ta MIATPUMYBaHI CHUCTEMHU
KoHTpoyto Bepcii [11]. Hmwkye HaBeneHa TaOMWIld MOPIBHHSAHHS MK JBOMA

TexHoJorismMu (Tad. 2.1)

Tabmuus 2.1 — Iopisastaas Vulkan ta OpenGL

Vulkan OpenGL

OpieHTOBaHICTh Ha Tak Hi
MTOTOKH
Tun API HusbkopiBHEBHMIMA BuxopoiBHeBuit
[Toxa3HuK MBUAKOAIT Bucoxkwnii 3aeKuTh Bl

IMIJIEeMEHTaII1
PiBenr  mocTtymy 10 [Tpsamwuit Ob6mexeHuit
anmapaTHUX PecypciB
CyMICHICTb 3 | Mynbrumnardopmenuit MynbrumiardopmeHuit
orepariiHuMu
CHUCTeMaMU
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1 2 3
[TepenocumicTh 0e3 Taxk Taxk
MOPTYBaHHS
[linTpumMka  MOOITBHUX Tak Tak
IIPUCTPOIB
[TinTpumka Tax Hi
BUKOPHUCTAHHS
MYJIBTHIIOTOKY
KinekicTs JTOCTYITHUX Bennka Meunma 3a Vulkan API
byHKITIH
[TinTpumka CTapux Hi Tak
OTepaIlifHuX CUCTEM
[linTpmMKa acHHXPOHHOT Tak Hi
00poOkH 1HpopMarii
[TinTpumka Tax Hi

reOMETPUYHUX IIEHIEPiB

[TinTpuMyBaHi MOBH C, C++, Java, Rust, C++, C, Python
porpaMyBaHHs Python, C#.

[TinTpumka Tak Hi
MYJIbTHILIAT(HOPMEHHOT

00poOKu rpadiqHOi

1H(popmarii

['pacdiuni MOXKIUBOCTI MO>XIIMBICTh MpPaLIOBATH BucokopiBHeBi

3 lIeuaepaMu Ta
HaJIallITyBaHHIMHA
rpadiku Ha HU3BKOMY

piBHI

MO>KJIMBOCTI, BiJICYTH1
HaJIAIITyBaHHS Ha

HU3bKOMY piBHI
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[TponorxenHus Tadmuii 2.1

1 2 3
Pecypco3anexHicts Bumarae Big po3poOHrKa | ABTOMaTUYHHIA PO3MOILT
BJIACHOPYYHOTO Ta yNpaBIiHHSI

yIPAaBIIHHS pecypcamMmu

[HCTIeKTOD TICHIEPiB Vulkan Shader Editor, Shader Builder,
FXC glslangValidator

Moga metiziepin GLSL, SPIR-V GLSL

KonTpoub Bepcii Git, SVN Git, SVN, CVS

Buxoasuu 3 iHdopmailii 3a3Ha4€HOI0 y TaOJIHII, MOKHA 3pOOUTH BUCHOBOK,
mo Vulkan APl € nmyxe TOHKMM Ta TIOTY>KHUM I1HCTPYMEHTOM B3aeMOIii 3
KOMIT I0OTepHOIO rpadiKoro, 0 Ma€ MATPUMKY HU3bKOPIBHEBUX (YHKIIIM Ta MOXKE

I[IpanroBaT y OaraTbox PCKHUMax Ta 3 BCIIMKOIO KIJIBKICTIO AACp I[CB&I?ICY.

2.2 Onuc apXiTeKTypH NPOrPaMHOro 3aCTOCYHKY

OCHOBHUM apXITEKTypHHM IIa0J0OHOM OyJI0 00paHO KOMIIOHEHTHO-
MOTOKOBY apxitektypy [12].

BoHa € opHi€e0 3 HaWCydyacHINIMX, A€ PYLIH CKIAJA€TbCA 3 PI3HUX
KOMITIOHCHTIB, KOXKEH 3 SIKMX BIATOBiJA€ 3a MIEBHUM acmekT poOoTu pymiis. Koxken
KOMIIOHEHT MOYK€ MaTH CBOIO BJIACHY apXiTEKTypy Ta OyTH pO3pOOJIECHHUM OKPEMO
BIJl IHIIUX KOMIOHEHTIB. KOMITIOHEHTHA apXITEeKTypa 3a0e3neuye BUCOKUN PIBEHb
PO3IMIMPIOBAHOCTI Ta MiATpUMKU. Hampukiman, sKio po3poOHUKH XOUyTh JOJATH
HOBY (YHKIIOHAJIBHICTh, BOHU MOXYTh PO3POOUTH HOBUN KOMIIOHEHT Ta MPOCTO
nomatid  Woro o icHyrouoro pymms. lle mae 3mory 30epiratu  OCHOBHUU
dbyHKIIOHAT PyIIis HE3MIHHUM, TUM CaMUM 3MEHIIYIOYH PU3HK PO3POOKH HOBOT
¢dbyHkuioHagsHOCTI. KpiM TOro, KOMINOHEHTHa apxiTeKTypa 3a0e3neuye MeBHUMN
piBeHb CTaHAApTH3allli, OCKIIBKHA KOXKEH KOMIIOHEHT Ma€ CBil BiIacHUM iHTEpdeic

Ta crnenudikaiii. ¥ KOMIOHEHTHIH apXiTEKTypi KOXEH KOMIIOHEHT MOXe OyTu
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pO3pO0IICHUH 3 BUKOPUCTAHHSM OY/Ib-KO1 apXiTEKTYpH, siKa HalKpalie miaIx0IuTh
JUIS BIAMOBINHOI  (yHKI[IOHANBHOCTI. Hampukian, s KOMIIOHEHTY, SIKUM
BiANOBiIa€ 3a Tpadiky, MOxe OyTH BUKOPHCTaHA apXiTEKTypa THIY «Ay», a A
KOMITOHEHTY, SKUW BIJNOBIJA€ 3a 3BYK, MOKE€ OYTH BHKOPUCTAaHA apXiTEKTypa
tuny «by» [12].

3a3Buuaii  apxiTeKTypa  ITPOBOTO  pYyIIis  BUISAAAE  HACTYIHUM

qrHOM (pHUCYHOK 2.1) Ta MOAUIAETHCS HA 00 €KTH TUITY «MEHEDKEP» Ta «PYILiiy.

ITPOBWA PYLLIA

CLIEHA

TPADIYHAN
PYLUIA

3BYKOBAW
PYLIA

DIZUUHWA
- PYLLIV
TPADIMHWA

IHTEP@ENC

MATEMATAUHAA
PYLLIIA

OCHOBHWIK
LmKn

MEHEDKEP
CYTHOCTEM

ImﬂEm@hHHﬁ
PYLLIM

L. -

Pucynok 2.1. — Cxema cTaHIapTHOI y3araJbHEHOT KOMITIOHOBKH [17]

APpXITEKTypa CKIAHA€ThCsl 3 YOTHPHOX IIAPIB: CLEHA, APYTOPSAHMMA 1Iap,
JIPYropsiHI KOMIIOHEHTH Ta IIap OCHOBHOIO LMKy irpoBoro pymms. Ilig uac
pO3pO0KH IrpoBOro pymiiss OyJ0 BHUPIMIEHO BiAMOBUTHUCH BiJ MOJIIOHOTO
KOMIIOHYBaHHS Ta BUKOPUCTAaTH KOMIIOHEHTHO-TIOTOKOBUH MiJAX1A.

Ha pucynky 2.2 300paxkeHo cucteMy BUBOAY rpadiuHoi iH(opmarii

KOPHUCTYBady IIPH BUKOPUCTAHHI KOMIOHEHTHO-TTOTOKOBOI CHCTEMH
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BAO Window MNOTIK

BAO_Device BIJOBPAXEHHA
BAO_Renderer IHOOPMALII
BGameObjects KOPNCTYBAYY

Width
Height
ResizedFrame

WindowName

BAQO_Renderer

BWindow
BDevice
BChainSwap
BCommandBuffer|

Pucynok 2.2 — Cucrema BuBOy rpadiunoi iHpopmarrii kopuctyBaua [17]

Ha it cxemi Bugno komnonents cucremu. BAO Renderer, BAO Window,
BAO_Application y iepapxiuHoMy TOpPSIKY BiJi HaWOJWKYOTO J0 MPOTPAMHOTO
(GyHKLIOHATY 10 HAHOIMKYOTO IO KOPUCTYBALBKOTO (PyHKIIOHATY. TakuM 4nHOM
mporpama TMOAUISETbCS Ha MIApW HE TUTBKM MO MPU3HAYEHHIO, ajie 1 3a piBHEM
TJTMOUHMU.

BAO_Renderer € mpeacTaBHUKOM HAWMHMKYOrO IHapy, IO 3a0e3medye
o0poOKy rpadiunoi iHpopmMarllii 3 BUKOPUCTAHHSAM TpadiuHOTO MPOLECOPY
JeBaiicy Ta moB’si3aHuil TpaHcheprauM notokoM 3 BAO_Window, skwuii y cBOIO
Yepry € MpeCTABHUKOM «BHUIIOTO MIAPY», TOOTO YaCTHHH ITPOBOTO PYIIIis, 10 HE
npamioe 3 MporpaMHuUM (YHKIIIOHAJIOM HampsMy, a TUIbKM BigoOpaxkae
iHdopmarliito. 3  TOYKM 30pY apXITEKTypH, CHCTEMa Ma€ HaCTyIHUU

Burisiz (pucyHok 2.3).
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O[IUHWLY TPAHCTIALUT "BUCOKOTO PIBHA™

3BEPTAHHA

BId
KOPUCTYBAYA

OFMHML TPAHCTIALY "HU3LKOTO PIBHS" BIAMNOBIOb

-- - - o

Pucynok 2.3 — Posnoninenns Ha mapu [17]

OnuHuIll TpaHCHAIIT BUCOKOTO piBHA — (QYHKIIOHAN, IO 3abe3nedye
B3a€EMOJII0 3 KOPUCTyBaueM 3a JOMOMOIOI0 PI3HOMAaHITHUX TpadidyHUX
IHCTPYMEHTIB, HANPUKIAJ: TpaQiuHUl €IEeMEHT «KHOMKa», rpapiyHuil €IeMEeHT
«TEKCTOBE TOJIe», TOMIO. € CTApTOBOIO TOYKOKO MPU 3BEPHEHHI KOPUCTyBada JI0
cucremu [12, 13].

Onuuuil TpaHCHAIli MEepexiTHOTO piBHS — (YHKIOHAN, M0 HE Mae
0e31MmoCcepeTHHOTO OCTYITY A0 (PYHKITIOHATY HHU3BKOTO PIBHSI Ta y TOW K€ 4Yac He
BUCTyINa€e Oe3MmocepeHiM 3B S3YIOUUM €JIEMEHTOM MIXK KOpPHUCTyBadeM Ta
¢byHKIioHamoM cuctemu [12, 13].

OnuHuil TpaHCHALIl HU3BKOTO pIBHA — Oe3mocepenHiil (yHKIIOHAT Ta
«cepue» MporpaMHoOro 3actocyHky. Ha mpomy piBHI BiIOyBa€ThCs 3BEpTaHHS 0
KOMIIOHEHTIB JIeBaiicy, JI0 OIepaliifHoi CHUCTeMHM Ta JI0 pPI3HOMAaHITHUX

YTBOPIOIOYHMX KOMITOHEHTIB [13].
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VYc¢i 3BepTaHHs KOpUCTYyBava WAyTh BiJ HAWBUIIIOTO PIBHS J0 HAMHUKYOTO, a
BIIMOBIZb CUCTEMU WJE BIJ HAWHWIKYOTO piBHA. T0OTO, Y CHCTEMH 3 TaKOIO
KOMIIOHOBKOIO HE MOXE OYyTH 3BepTaHb 1O OJUHHIL TPAHCIMIT MEpexigHOro
piBHs. [ToTpiOHO 3a3HAYMTH, 1110 3BEPTAHHS KOPUCTyBaya 3a3BUYAl «IIOKJIAJCHO Ha
MOTIK» TOOTO BOHO OOpPOOIOETHCS HE3AICKHO BiJ CTaHy cucTeMHu. Hampukmian,
KOpPUCTyBad Oa)ka€ OJHOYACHO 3aBAaHTAXKYBATH SIKUWCHh BEKTOPHHU NPHUMITHUB Ta
nepersiiaTi CBoi 00’ €KTH Ha clieHl. KOMITIOHEHTHO-TTOTOKOBHM MiAXiJ pO3JLIsie
ITI0 TIPOTICAYPY Ha JBA HE3AJICKHUX, alle 3aXUIICHUX ITOTOKH.

«IloTik A» CTBOPIOETBCA Ta 3allyCKA€ThCA I Yac 3BEPHEHHS [0
KOMIIOHCHTY 3aBaHTa)XyBaHHS BEKTOPHOT'O NMPUMITHBY.

«ITotik by BimoOpaxkae clieHy 3 00’ €KTamu.

TakuM YMHOM Yy KOMIIOHEHTHO-TIOTOKOBOMY apXITEKTypHOMY  CTHJI1
peai3oBaHO BHKOPHUCTAHHS MYJBTHSAIACPHOI PO3POOKH, IO JOTIOMArae 3HAYHO

NPUILIBUALIYBATH MIBUAKICTH POOOTH Ta B3a€MO/I1i KOMIIOHEHTIB IFPOBOIO PYIIIsl.

2.3 BucHOBKH 3a po3aijiom

Buxonsuu 3 oTpuMaHOoi Ta 3a3HaueHOi Bule 1HQpopmalli, poOUTHCA
BHUCHOBOK, 1[0 ITPOBUM pylIiil OyJe MaTu NMpUONMKEHE 10 CepeAHbOr0 3HAYEHHS
MDK aOcTpakiiero Ta 3alexHicTio. UYepe3 BUKOPUCTaHHS KOMIIOHEHTHO-
MOTOKOBOT'O apXITEKTYPHOTO MiAXOAY, Y pyuIiss OyJe MOXJIMBICTh MPALIOBATH HAJl
OaraTtbMa 3aBIaHHSMU HE BTpavyar04yu PiBEHb IMIBUIKOCTI.

['oTtoBuit MaremarnuHuii pymni Ta 6i0mioTexka s B3aemomnii 3
OTIEpAIlifHOI0 CHUCTEMOIO, € HAWKpAaIUM BHOOPOM ISl TMPUIIBUAIICHHS TPOIECY
CTBOpeHHsI irpoBoro pymis. GLM wMae mmupokuii (yHKIIOHAN, 10 3HaWE
3aCTOCYBaHHS IIiJl Yac poOOTH 3 BEKTOPHOIO IpadikKOl0 Ta IHIIMMH €JIeMEHTaMU
rpadiunoro pymis. GLFW ngae MOXIMBICTH B3a€EMOIISITH 3  OIEpaliiHOO
CUCTEMOI0 He BHKOpucTOBYIoun API| omeparriiinoi cuctemu, 60 KokHa (DyHKITis

11€i 010J1I0TEKH € CBOEPITHOIO OOTOPTKOIO AJIs BUKIUKY (DYHKIIIT CUCTEMH.
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Vulkan SDK e naiiinmumM BHOOpoM MmOMiK ycix iHmmx rpadiuaux API, 60
3aB/SIKM BUTOHYEHIM KOMITOHOBIII BUCOKOPIBHEBUX Ta HU3BKOPIBHUBUX (DYHKIIIN
PO3POOHUKH 3MOTJIN JOCSITTHA BEJIMKOI IIBUIAKOCTI pOOOTH 3aCTOCYHKY Ta BHCOKOTO
PIBHS SKOCT1 BUX1JIHOI 1H(pOopMaITii.

Y HacTymHOMY po3/iai OyyTh HaBEeIEHI: MPUKIIATN MPOrPAMHOI peami3artii
KOMITOHEHTIB, aHai3 JESIKMX YaCTUH CHUCTEMHU IPOTPaAMHOTO 3a0e3MedeHHs Ta

pe3yabTaTH pO3POOKU YaCTHH MPOTPAMHU.
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3 PO3POBKA ITPOI'PAMHA

Sk Oyyo 3a3HAa4eHO Yy TIOMEPENHId YacTHHI TOSCHIOBAIBHOI 3alUCKH, Y
IIbOMY PO3JIiIi BiIOYBAETHCS OMUC, aHATI3 Ta HABOASATHCSA MPHUKIATU pearizariii

JCAKHX 3 4aCTUH CHUCTCMU.

3.1 Peanizanis BAO_BWindow

Omnepariitna cucrema Window moOynoBaHa Ha TepMiHI «BIKOHHA
CHCTEMay.

BikonHa cucrema - 11e CKJIaJl0Ba YaCTHHA OINEpalliifHOl CUCTEMH, sIKa Kepye
B1IOOpakE€HHSAM BIKOH Ta B3a€EMOJIl€ 3 KOopucTyBaueM. BoHa Hamae 3acobu s
CTBOPEHHsI, KEpyBaHHA Ta VIPaBIiHHSA BIKHAMHM, a TaKOX OOpOOKH TMO/IiH,
MOB'SI3aHUX 3 BIKHAMU.

Jlns B3aeMopii 3 (YHKIIIOHAJIOM OMNepalifHoi CHUCTEMHU, a caMme IS
CTBOpEHHsI BIKOH, Oyna oOpana 60i0miotreka GLFW. Ile xpocmiardopmona
010J110TEKa IMTpOorpamMyBaHHs AJi1 CTBOPEHHS BIKOHHHUX 1HTEp(eENCIB, 00pOOKHU MO
BiKHA Ta yrpaBiiHHsa koHTekcTtamu OpenGL.

Bikno B GLFW mnpezacraBisie co60r0 mpsMOKyTHY 0OJacTh Ha €KpaHi, e
MOXHa BigoOpaxaTtu rpadiuti 00'ekTH, a00 B3aEMOJISITH 3 KOpUCTyBadeM. BikHO
Ma€ CBOi 0COOMCTI pO3MIpH, YHIKAIBHHUI 3ar0JIOBOK, Ta MOYKE MaTH P13HI CHUCTEMHI
HanamryBanHs. GLFW 3abe3nedye MOXJIUBICTh CTBOPIOBATH KOHTEKCTU JJIA
B3aemoli 3 OpenGL, siki, y CBOWO uepry, MNOB's3aHi 3 BIKOHHOK CHCTEMOIO.
KoHnTtekcT Bu3Hauae 00JacTh maM'saTi, B SIKii BIIOYBAETHCS MaTOBaHHS Tpadiku 1
oOpoOka rpadiuynux komana, a GLFW no3Boisisie cTBOproBaTM Ta KepyBaTu
KOHTEeKCTOM y BikHax [1]. BibmioTeka Hagae MOXKIUBICTH OOPOOKH PI3HUX TMOJIN
NOB'A3aHUX 3 BIKHAMH, TakKl SK. MEpPEeMIUIEHHS, 3MiHa pO3MIpy, 3aKpUTTA,
HATUCKAHHS KJIaBilll MUIIl TOIIO. PO3poOHUK MOXe 3apeecTpyBaTH OOpOOHHMKH

MOJi 1 pearyBaTH Ha HUX 3aJ€KHO BiJx moTped cBoro momatky. Takox GLFW



36

Hajiae HaOlp GyHKIIN A1 6a30BOOTO KEpyBaHHS BIKHOM, HANPHUKIIAJ: 3aKpUTTS,
HepEeMIIIEHHS, 3MiHA PO3Mipy, IPUXOBYBAHHS Ta BigoOpaskeHHs, Tomro [9].

Knac BikHa y peamisix GLFW e 3BuuaiiHOI0 OOTOPTKOIO Ui BHUKIHKY
HU3BKOPIBHEBOIo (GyHKIIOHAIy omnepaniiinoi cucremu Windows. Pooutbes e 3
Bukopuctansm Windows AP [14].

Bxigaumu nanumu ais kouctpykropy BAO_BWindow e nBi 3miHHI THIY
ITICTHAIUSATHOITHE I11JIe YUCIO Ta MAaCHUB CUMBOJIIB, SKUW TIPEACTaBICHUN y hopMi
Bpamepa «psAaok». Y TepiIiii 3MiHHIA MICTUTBCA YMCIIO, IO BIAMOBIJANbHE 32
IIMPUHY BIKHA, y JPYTid 3MiHHIA MICTUTBCS 1H(OpMAIlS PO BUCOTY BiKHA. Y
CBOIO Yepry, pAA0K MICTHTB iM’sI It MalOyTHBOTO BikHa [1].

Beboro knac Mae BiciM (pyHKII: yoTHpU (PYHKIIT TUIY «OTPUMATH», IO
MOBEPTalOTh 1H(OpMAII0 MPO pi3HI KOMIOHEHTH CHUCTEMH, Ta Bl (QYHKIII
KOJIOEKY Ta JB1 (PyHKIII1 BIIMOBIAaJIbHI 32 CTBOPEHHS Ta 1HIIiaT13a1li0 BiKHA.

Kinac BikHa MOBHHEH OYyTH YHIKadbHUM, TOMY IIiJI 4ac PO3pOOKH OyJio
BUPIIIEHO BUJAIUTH KOHCTPYKTOP KOIIIOBAHHS Ta OMEPATOpP MPHUBIACHEHHS, 1100
3amo0IrTM  HEeoluykBaHMX OariB Ta mpodieM 3 poOOTO  MNPOrpaMHOrO
3abe3ncueHus [14]. Ha pucynky 3.1 mnokasaHo 3BHYaiHEe IyCTe€ BIKHO, IIO
CTBOPIOETHCS 3a JOMOMOTO0 0a3oBoro (GyHkiioHany. Bono He Mae y cobi HISIKOTO
(GyHKILI0HATY, OKPIM MPUMITUBHUX MOKJIMBOCTEN HaJallITyBaHHS CTaHy: 3aKpUTH,

3rOpHYTH, po3ropHyTH. Ha pucynky 3.2 300paxeHO CTPYKTypy Kiacy

BAO_BWindow.

B ' Bendo B.L Diplom - a X

Pucynok 3.1 — bazoBe BikHO.
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BAOD_BWindow

bool ShouldClose()

VikExtent2D getExtent()

bool resetResize()
GLFWWindow* getWindow()
bool wasResized()

void resizeBFrameBEBuffer()
void initBWindow()

wint16_t height

wint16_t width

bool blsEFrameEBufierResized
std:-string bWindowMName
GLFWWindow® BWindow

Pucynok 3.2 — Crpykrypa kiacy BAO_BWindow [18]

[leit kiac HaMEXUTh JO KOMIIOHEHTIB, II0 3HAXOJSATHCS HA HAWBUIIIOMY
PiBHI y BCiif i€epapxXii 1mapiB 3aCTCOYHKY.

3 iHdopmMmarii 3a3HauYeHOI BHINE BHUTIKAE, IO KJAaCc BIKHA € OJHUM 3
HAWMpOCTIIIUX IO CKJIAJHOCTI, aje OJHUM 13 HAWUTOJIOBHINIMX €JIIEMEHTIB
MPOTPAMHOT0 3aCTOCYHKY, TOMY IO CaM€ KJIac BIKHA Ja€ 3MOTy KOPHCTYBadeBi

BI3yaJIbHO TOOAYUTH PEAKIII0 3aCTOCYHKY Ha HOTO Aii.

3.2 Peanizanisa kaacy BAO_BApp

Kmac BAO _BApp € 00'€eKTHO-OpI€HTOBAaHOK KOHCTPYKIi€ro [15], mio
BUKOPHCTOBYETHCS JJISI CTBOPEHHS 1 KEPYBaHHS OCHOBHMM TOTOKOM BUKOHAHHS
nporpamu. Lle BUCOKOpiBHEBUI 00'€KT, IO MICTUTh Y €001 yCIO HEOOXIIHY AJis
3aImycKy JnojaTka (QyHKIIOHAIBHY YacTuHy. Ll CTpyKkTypHa OAMHMIIS BiAMOBiNA€E
3a KepyBaHHS JKUTTEBUM IMKJIOM IrPOBOTO Jo0jaTka. BoHa MICTHTh METOIU JIS
HImiami3arii pynrsi, CTBOPEHHS BiKHA, OOpPOOKM TOAiN, OHOBJICHHS TpH,
MatoBaHHs Tpadiku, Ttomo. Lle m03BossiE KOHTPOIIOBATH TMOPSAOK BUKOHAHHS
PI3HUX €TaliB rpH 1 3a0e3nevyBaTi NMpaBUIIbHY poOoTy noaatka. Jlo cTpyKTypHOi
OJIMHUIIl MOXYTh OIIIOHATBFHO BKJIIOYATH JIOTIKY JUIS 3aBaHTAKCHHS Ta
YOPaBIIHHSA pecypcaMu TpU: TEKCTypaMH, 3ByKamMH, MOJEISIMHU, KapTaMH, TOIIO.

Krac Moxe BUKOHYBAaTH 3aBaHTXKEHHSI PECYPCIB Mepe] TOYaTKOM TPH 1 3BUTLHATH
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ix micns 3akinyenHs. Lle gornomarae epekTUBHO yIPABISATH pecypcamu 1 3aro0irTv
BUTOKaM mam'sti. IIpore, HalikpaliuMm pillICHHSM Yy IIbOMY BHMOaAKy Oyino O
CTBOPUTH 30BHIIIHIO OJMHHIIIO TPAHCIIAILIT, 110 Oy/1e MpaIfoBaTH y JBOX PEKUMAX:
SK CHCTeMa BHJIIJICHHS IIaM’sTi, Ta K cHcTeMa-ipuOupanbHuk cmitts [16]. Kiac
BKIJII0OYa€ y coOl JIOTIKY JJsi KepyBaHHS cTaHOM TIpH. BiH Mae 3MiHHI, L0
IPECTaBISIIOTh MOTOYHHWIM CTaH TPHU. PiBEHb, CTAaH IMEpPCOHa)Xa, CTaH BOPOTIB.
OniioHanbHO, BIH MOXKE TaKOK MaTH METOIM JUIsl 3MIHHM CTaHy T'pH, ISl IEPEXOIY
M1X PI3HUMH PEKUMaMU a0 eTaraMu Ipu.

BAO_BApp He mae Oe3nocepeqHiX BXIJIHMX JaHUX, ajie BiH 3a0e3mnedye
B3a€MOJIII0 KOPUCTyBada 3 PI3HOMaHITHUMM cucTeMamMu. Bcboro kiac mae 1Bl
¢GyHKLI{: moyaTH poOOTy, Ta 3aBaHTAXUTU ICHYroYl irpoBi o0’exktu. Kiac
«3acTOCYHOK» TpUMae y co01 KOIK BIKHA, KOIMIO KJIAacy JJIs 3YUTYBaHHS
B3a€MO/IIi KOPHCTYyBaya 3 €JI€MEHTaMU MaHIMYJIALII IEPCOHATBHUM KOMIT I0TEPOM,
Ta MICTUTh KOMil0 Ha O0’€KT peHuepy. Takoxk 3aCTOCYHOK MICTUTh CTPYKTYpPY
JAHUX TUITY «XEHI-TaONuIs» A 30epeKeHHs IrpOBUX OO0’€KTIB, Ta PO3YMHHUU
NOKXYUK THUIY «yHIKaJIbHUN» Ha MpocTip aeckpuntopiB. Ha pucynky 3.3

HaBeJIeHO CTPYKTYpy kiacy BAO_BApp.

BAO_BApp
void run{)
wint16_t width
wint16_t height

void loadBEGameBECObjects

BEWindow bWindowRef

EDevice bDeviceRef

ERender bRenderRef
std:-unique_ptr<=BACDescriptors= glo-
balDescriptorsPool

BCbject:map() bObjects

Pucynok 3.3 — Crpykrypa kiacy BAO_BApp [18]

Ile#i xmac HaIEXHUTh JO KOMIIOHEHTIB, IO 3HAXOASTHCA HA HAWBHUIIIOMY

PI1BHI y BCIif 1€papXii mapiB 3aCTCOYHKY.
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3 i”dopmallli 3a3HauYCHOI BHINE, BHTIKAE, IO KJIAC 3aCTOCYHKY €
GyHIaMEHTOM IS 3aIyCKy PIIICHHSI TUITy «KOMII FOTepHa MporpamMa Ha JeBaici
KOpHCTyBaya, TOMY IIO caMe 3a JOMOMOIOI0 LbOTO KJAcy KOPHUCTYyBay 3JaTHHA
B3aEMOJIISATH 13 3aCTOCYHKOM Ta, 1HKOJIM, HaBITh KOHTPOJIFOBATH Iepedir Mmojii y

JIOTIIi MPOTPAMHOTO 3aCTOCYHKY.

3.3 Peadizanisa kiaacy BAO BKeyboard

BAO_BKeyboard BBomy Mae GyHKINT IS 34YUTyBaHHS BBEICHHS
KOPHUCTYBaya 3 Pi3HUX MPUCTPOIB, TAKUX SK: KJIaBiaTypa, MUIIIA, TedMIIaId, TOIIO.
V CBITI irpoBUX PYIIiiB BaXKIIMBY pOJIb MarOTh Tak 3BaHi moxii [1]. Kirac BBogy mae
bynHkuii 11t 00poOKM BBEACHUX MO Ta 3yMOBJICHUN CIIEHapiil pearyBaHHS Ha
Hux. Hanpukian, BiH nepeBipsie, un Oyjla HATUCHYTA ME€BHA KJIABIIIA 1 Y BUIMAJKY
AKIIO0 BOHA OyJia HATUCHYTA, TO BIH BUKIMKA€E BIAMOBIAHI (yHKIIi, a00 MeTOaU
rpu. Lle 103BoJIsI€ BIACTIIKOBYBATH /i1 KOPUCTYBaya Ta BUKOHYBATH BIAMOBIAHI Jii
y rpi. Kmac BBomy ciyrye sl KepyBaHHS pPyXOM II€PCOHa)Ka, B3a€MOMIl 3
00'ekTamMM, BUKOHAHHS PI3HUX [ TpaBisd B Tpi, Tomo. Kimac mMoxke BKIIOUATH
METOJU JJIs TIEPEMIILICHHS TePCOHaXKa, B3aEMOJII 3 MpeaMeTamMu ab0 BUKOHAHHS
cremanbHuX i [1].

BximnuMu naHuMu Uil Kacy € MIBUAKICTh pyXy, MOKa3uWK Ha BIKHO,
3MIHHY JeNbTa-4acy JUIsl CBOEYACHOIO OHOBJIEHHS Oy(epiB BiKHA, Ta MOCHJIAHHSA
Ha irpoBuil 00’ekT. Takoxk Kiac mpuiiMae BBiJ KOPUCTyBadya Ta OyIye CBOIO
peaKilifo COUPAIYNCh Ha TOPIBHSHHSA BBOJY 31 CTPYKTYypOK, IO MICTUTH
PI3HOMAHITHI KOJY KJIaBill ONepaliiHoi CUCTeMH, 1110 OyJu B3sTI 0a3ylouuch Ha
1HOpMaIlil BiJi MEPCOHATBHOTO KOMIT' IOTEpa KopucTyBada. Ha pucynky 3.4

HaBezieHo cxeMy kiiacy BAO_BKeyboard.
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BAO_BKeyboard

struct BkeyMap { }
void bMovelnPlaneXsy

EKeyMap bKeys
float moveSpeed
float lookSpeed

Pucynok 3.4 — Crpykrypa knacy BAO_BKeyboard [18]

3 apXiTeKTypHOI TOUYKH 30Dy, L€ KJIaC HAJIEXKHUTh 10 OJUHUIb TPAHCIIALIL
BHCOKOTO PiBHS.

3 iH¢opMallii BUIIE BUXOIUTH, 110 KJIac i1 00OpOOKU BBOJIy KOPHUCTYyBaua €
ONHUM 3 (YHIAMEHTAJIBHUX [IOCTYJATIB MPOrPAMHOTO 3a0€3MEYEHHSI THITY
«IrpOBUM pyLIii», Ta BIH JOMOMAarae po3poOHUKaM TPU YMNPABIATH B3aEMOJIEIO
IpaBIld 3 IPOTPaAMHUM MPOAYKTOM JJi 3a0€3MeUEeHHsI O1IBIIOrO PiBHS 3PYYHOCTI 1
TOYHOCTI KepyBaHHs. lLlell MyHKT BIAKpUBae MOXJIMBOCTI JJis peani3auii

PI3HOMAaHITHUX B3a€MO/IIH Ta (DYHKIIIOHATLHOCTI TPH.

3.4 Peanizania knacy BAO_BCamera

Knac kamepu BimoOpaxkae sik Oyjae BHIHO T'py 3 NEBHOI MO3MUIII Ta KyTa
OTJISTY, 1IE JTO3BOJISIE KOHTPOJIOBATH TEPeris)] CleHH 3 pisHuX Touok [1]. Kiac
BAO_BCamera mae BIacTMBOCTI, 110 BH3HAYAIOThH il MO3HILI0 1 opieHTalo. Lle
JI03BOJISIE PO3MILIYBAaTH KaMepy y BIPTyaJbHOMY IIPOCTOPI Ta COPSIMOBYBATH ii Ha
noTpiOH1I 00'ekTH, abo mguIstHKH cueHd. Kamepa Bkiouae mnapameTpu, IO
BU3HAYAIOTh THUI TMPOEKLIi: MEepCHeKTUBHA, YW OPTOTOHAJbHA MPOEKIis, Ta
GyHKILIOHAT 71 HAMAIITYBaHHS MPOeKIiiHOT MaTpulil. CiiJ 3a3Ha4uTH, 10 KJ1Ac
MOJK€ OIIIOHAJIFHO BKJIIOYATH METOAM Il KEepyBaHHS OTJISAOM  CILEHH,
HaIMpUKIaA, JJIs 3MIHU TO3MIIIT Ta OpIEHTAIlll KaMepH - 11€ JI03BOJISIE MOJICIIIOBATH
pyXy Kamepu, MaHOpaMyBaHHs, HaXWJj, 30UIbIICHHS a00 3MEHIIEHHS MaciiTaly,
tomo. [Tpote, Bix wi€i i1ei Oya0 BUpILIEHO BIAIMOBUTUCH Y€pe3 Te, 0 HAMKpAIIUM
pILIEHHSIM y Takiil cuTyalii OyJe CTBOPEHHS KOMIIOHEHTa «IPY>KHUHa», YU

«manka», sKa 3’€lHye KOMIIOHEHT Kamepu 3 mepcoHaxkem. Lleit kmac micTuTh
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METOJW IJIsl PO3paxyHKy Marpuili TpaHcopmarlii, a came Uil PO3paxyHKY
MaTpuill TpaHcpopMmyBaHHS Ta MaTpuill mpoekiii. [li maremaThyHi OJMHUIN
BUKOPHCTOBYIOTHCS JJIS TIEPETBOPEHHS KOOPAUHAT 00'EKTIB y CUCTEMY KOOPJIWHAT
KaMepH 3 HaCTyIHHUM IepeTBOpeHHIM iX Ha 2D mpocTtip ekpany. Ha pucynky 3.5

HaBezieHo cxemy kiacy BAO_BCamera

BACQ_ECamera

void bSetOrthoProj()
void bSetOrthoPraj()
void bSetiewDir()

void setViewTarg()

void setViewyXZ()
gim:mat4& getProject()
glm:matd& getView()
gim::mat4& getinvview()
glm:vec3 getPos()

glm:mat4 projMat {}
glm::mat4 invMat {3
glm::matd viewhMat {}

Pucynok 3.5 — Crpykrypa knacy BAO_BCamera [18]

BximHuMu maHuMH OIS KJIacy €: CTPYKTYpPH JaHUX THUIY «TPUBUMIPHUHN
BEKTOp», IO MICTATh Yy coO1 1H(popMallli Mpo MOJOXKEHHS KaMepH, MOJO0KEHHS
IpaBIlsl, PI3HOMAHITHI HAMpsIMKH pyXy, Ta YHCIAa 3 IUJIABAIOUOI0 KPAIKOIO, IO
nepeaarThs 1H(opMaio npo: JiBy Ta NpaBy CTOPOHH, MPO BEPXHIM Ta HUXKHIN
KOPJIOHH, Ta YUCJIO JUCTAHIIII.

3 apXiTeKTypHOI TOUYKH 30py, Iled KiIac HaJIeKHUTh 0 KOMIIOHCHTIB
NEPEeXITHOTO PIBHS, 110 HE 3AaTHI NpuiMaTH Oe3nmocepe/iHid KOpUCTYBalbKUI
BBIJI, MPOTE€ MOXYTh OTPUMYyBaTH 1H(MOPMAIIO BiJ IHIIUX KOMIIOHEHTIB Ta
byHkiid cucremu. s OUIBIN  ACTAIBHOTO O3HAMOMIICHHS 3 BI3yaJlbHUM
TIOTAHHSIM TIOHSATTSI «KOMITOHEHT TIEPEXiTHOTO PiBHSI.

3 iHdopMarlii 3a3Ha4eHOI BHIIEC BHUILIMBAE, IO KJIAC KaMEPH € BAKIIMBOIO
CKJIaJIOBOIO ITPOBOIO pYIIis, OCKUIBKA caMe BIH JIO3BOJISIE PEATICTUYHO
BIJITBOPUTH TIEPCTIIEKTUBY Ta OIS Yy MaOyTHIN rpi. BiH 3a0e3nedye TOUYHICTH

KEpyBaHHA Ta CTBOPIOE BPAXKEHHS] IMMEPCUBHOCTI J1JIs1 TPaBIIS.
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3.5 Peadqizanis kiaacy BAO_BDevice

Knac BAO_BDevice — cTpykTypHa OJUHHIIS, 1110 30Mpae iHpOopMaIIiio mpo
CUCTEMYy Ta KOMII'IOTEp KOpucTyBadya. BoHa mnoTpiOHa i1 OTpuUMaHHS Ta
YOPaBIiHHSA XapaKTepUCTUKAMU Ta MOXJIMBOCTAMU TPUCTPOIO, HA SKOMY
3aIylieHa rpa Ta irpouit pymii [1]. Kimac mo3Bossie oTpuMaTi iHpOpMAIIio po
amapaTHi MOXJIMBOCTI. Hampukmaa, mpo Tum 1 Mojenb rpadiqHoi KapTKH,
KUTBKICTh JIOCTYITHOI ONepaTUBHOI Mmam'aTi, Bepcii rpadiunoro API, kiIbKicTh saep
IPOLECOPY, MOMKJIMBICTh BHUKOPUCTaHHS BEKTOPHOIO MPOCTOPY, Ta 1HIII
XapaKTepUCTUKH IpucTporo. Lle 103Bossge aganTyBaTy NporpaMHUi MPOIYKT THILY
«rpa» 10 MOMKJIMBOCTEH KOHKPETHOTO MPHUCTPOI, Ta ONTUMI3YBaTH il
OpOAYKTUBHICTb. Kilac mpHUCTpol0 Hajae MOXIIMBICTH OTPUMATH HaJlalITyBaHHS
rpadiku, SKI MIATPUMYIOTbCS OpHUCTPOoeM. KOXHUN MNPUCTpil KOpHUCTyBauda
NOAUIAETbCA Ha KOMIOHeHTH. Hampukman, Ha ekpaH, rpadiyHy KapTky,
LCHTPaJIbHHUI IpOIECOp, ommepaTUBHY mam’a1h, Toino. BAO_ BDevice momomarae
OTpUMATH JOCTYN JO 3HAYEHHS PO3IUIBHOI 3JaTHOCTI €KpaHy, OTpUMAaTH
iHopMaIlilo Mpo MIATPUMKY MIeHAepiB, (QYHKIINA 3riaaKyBaHHs, Tomlo. Lla
iH(popMarlliss  103BOJIsiE  pO3pOOHMKAM TP ABTOMATHYHO  BCTAHOBIIIOBATH
ONTUMAJIbHI HaJamTyBaHHS rpadiku. Takox kiac Hajgae iHGOPMAIO TPO
HAsIBHICTb Ta TUII NIAKIIOYEHUX MPUCTPOIB KOPUCTYBALLKOTO BBOAY.

BxinHuMu nanuMu Juist Kiacy € iHpopMalis npo OiATPUMKY MKpiB aedary,
1H(popMarris mpo ciM 10 TpadigHOro MPUCTPOIO, IHPOPMAILlIS TIPO MATPUMKY 3MIHU

rpadiunux nanmooris. Ha pucynky 3.6 HaBeneno cxemy kiaacy BAO_BDevice.
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BAO_EBDevice

void bSetOrthoProj()
void bSetCOrthoProj()
void bSetiewDir()

void setViewTarg()

void setViewyYXZ()
glm::mat4& getProject()
gim:mat4& getView()
gim::matd& getinviiew()
glm::vec3 getPos()

glm:mat4 projMat {}
glm:mat4 invMat {3
glm::matd viewhMat {}

Pucynok 3.6 - Ctpykrypa kiaca BAO_BDevice [18]

3 apxXiTEeKTypHOI TOUKH 30Dy, LIeH KiIac HAJIEKUTh O TaK 3BaHUX OJMHUIb
TPaHCJSALIT HHU3BKOIO PpIBHSA, TOMY MIO BIH O€3MOCEPEIHhO B3aEMOMIE 3
KOMIIOHEHTaMU JIEBACY .

3aranom, KJlac IPUCTPOIO HAJA€ PO3POOHUKY TpU AOCTYI N0 iHPOpMaIlii
Npo TMPUCTPIM, Ha SKOMY 3amylleHUN mnporpamMHuii npoaykrt. lle mo3Boisie
pPO3pOOHMKY aJanTyBaTH TIpy /A0 MOXIIMBOCTEH MPUCTPOIO, JUHAMIYHO
HaJalTOBYBaTU Tpadiky Ta BBIJ BIAMNOBIIHO JI0 XapaKTEPUCTUK KOMIIOHCHTIB
neBaiicy, Ta 3a0e3neyyBaTH ONTHUMAalbHY HPOAYKTUBHICTb Ta IIBUIKOIIIO

3aCTOCYHKY.

3.6 Peadizania kaacy BAO BRender

Knac BAO_BRender € xoMmoHeHTOM, sSIKHW BiIIOBigae 3a Bi3yalizallito
rpadiku Ta BimoOpakeHHs TpadiuHux oO0'ekTiB Ha ekpaHi. Bin 3abe3neuye
BIITBOPEHHSI TrpadiyHOi CHEHM Ta B3aeEMOAI0 3 rpadiyHUM anapaTHUM
oOnaaHaHHsAM. Knac peHnepy BUKOHY€E peHAEpUHT TpadiuHuX O0'€KTIB, TAKUX fK:
NepCOHaxi, 00'€KTH CBITY, TEKCTYpH, OCBiTIeHHs, Tomio [1, 11]. Bin nmepeTBoproe
3D-moneni Ta iHmI rpadiyHi pecypcu Yy Bi3yallbHI 300pa)X€HHS, IO Ha
HACTYIHOMY eTami BiIoOpakaloThCsl Ha €KpaHl KOPUCTyBaya 4yepe3 B3aEMOIII0 3
KiacoM BikHa. Kiac penjepy Ha aBTOMAaTHMYHOMY PiBHI 3abesneuye mpolec

Bi3yaunizauii mia-nmpouecomM AuHaMiyHoi ontumizanli. @yHkuionan rpadiunoro API
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BUKOPHUCTOBYE PI3HI TEXHIKHM, Takl SK. BHOIp ONTHUMAJILHOIO PIBHS JeTasi3allii,
BUKOPHUCTAHHSA TEXHIKM PO30UTTS Ha CIEHHU, ONTHUMI3allisd IIeiaepiB, Ta IHIII
METO/IH, 11100 3a0e3NeunT MBUAKY Ta e(EeKTHBHY Bi3yalli3allil0 Ha aBTOMATUHOMY
piBHl. Kinac penaepy BiamoBijae 3a ymnpapimiHHSA Tpadiuaumu Oydepamu Ta
pecypcamu. Hampukmnan, mporpaMHa CTpyKTypa mpairoe 3 Oydepamu BepiIuH,
oydepamu Texctyp, Oydepamu kaapis.. Kinac kepye 3aBaHTaXEHHSIM, PO3IMOILIOM,
Ta BUKOPUCTaHHSIM pecypciB Mg 3a0e3nedeHHs €(QEeKTUBHOIO BUKOPUCTAHHS
TIaM'sTi.

BximHuMu naHuMH A9 KJacy peHJEpy CIyTyIoTh TMOCHIJIAHHA Ha KJac
BIKHA, TOCUJIAaHHSA Ha KJac JeBaiiCy, YHIKaJbHUW pO3YMHUN TMOKa3uMK Ha
(GyHKLIOHAT 3MIHA TpaiuHUX JAHIIOTIB, CTPYKTYPY JAaHUX THUILY «BEKTOP», IO
Mae y cob1 komanmu i Oydepa. Takoxk kiac Mae 1HAEKC HUHINIHBOTO
300paKe€HHSI, 1HAEKC HUHIIMIHBOIO KaJpy, Ta OyJieBe 3HAYEHHs ISl MEPEBIPKU Ha
noyarok kazapy [11].

BAO_BRender mae 12 cTBopeHUX (QYHKIIIH, TP 3 AKUX € QYHKIISIMH THITY
«OTpUMAaTH» Ta CTBOPEHI 3 BUKOPHCTAHHIM CTaTHYHOTO 3B’3yBaHHs. CTPYKTypHa
OJIMHUILIA 37]JaTHA BUKOHYBAaTH PI3HOMaHITHY poOOTYy HaJ KaJapamu, rpapiyHUMU
naHmroramu, Oydepamu, Tomo. Crpykrypy kinacy BAO_BRender naBemeno Ha

pUCyHKY 3.7.

BAO_BRender

VkRenderPass getBSwapBChainRen-
derPass()

float getAspectRatiof)

bool blsEFramelnProgess()
VikCommandBufier getCurrentBBuffer()
int getEFrameBIndex()
VEkCommandBuffer beginBFrame()

void endBFrame()

void beginBSwapBChainERenderFass()
void endBSwapBChainBRenderPass()

void createBECommandBBuffers()

void freeBCommandBBuffers()

void recreateBSwapBChain()

BWindow& b\Window

BDevice& bDevice
std:-unique_ptr<=BSwapBChain>= b3wapBChain
std:-vector=VkCommandBufier= commandBBufiers
wint32_t currentBlmageBlIndex

uint32_t currentBFrameBIndex

bool bisBFrameStarted()

Pucynok 3.7 — Ctpykrypa kiaca BAO_BRender [18]
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3 apXiTeKTypHOI TOUYKH 30pY, LIl KJac HAJIEKHUTH J0 TaK 3BAaHUX OAMHUIb
TPaHCJALINT HHU3BKOTO PIBHS, TOMY IO BiH O€3MOcepeHbO B3aEMOJIIE 3
KOMITOHEHTaMU JieBaicy Ta Hu3bKopiBHeBUM rpadivanm Vulkan SDK.

3 iH(opMmalii 3a3Hau€HOI BUIE, BUIUIMBAE, 110 CTPYKTypHa OJAMHHULS
peHzepy € OJHUM 3 (PyHIaMEHTATbHUX MOCTYJATIB apXITEKTypH IrPOBOTO PYIIis,
OCKUIbKM BiH BIJIOBIJa€ 3a CTBOPEHHSA BI3yaJdbHOIO JOCBIAY MAJis TpaBI, Ta
3abe3reuye rpadiuny pealiCTUYHICTD, ABTOMATHUYHY ONTUMI3AIT110
OPOAYKTHUBHOCTI Ta MIBUAKOAII pa3 13 yOpaBIiHHAM TpadidyHUMH pecypcamu

JIeBaiiCy KOpHUCTyBaya.

3.7 Peanizanisa kaacy BAO_BPipeline

Knac BAO_BPipeline € kommoHeHTOM, 110 BiJIIOBIa€ 3a OpraHizaiiio Ta
KEpyBaHHA TIOCIIJOBHUMHU eTanmamMud OOpoOKM rpadiyHUX JaHUX II1J Yac
pernepurry [1]. BiH BUKOHY€ Ba)UIMBY POJIb Y BU3HAYCHHI Ta KOHTPOJII TPOIIECY
Bi3yam3anii rpadiku 1 rpapiyHux edektiB y rpi. OCHOBHa MeTa MaWIIaliHy -
ONTUMI3AIlil PEHICPUHTY Ta JOCATHEHHS BHCOKOi mpoaykTuBHOCTI [11]. Ilsa
CTPYKTypHa OAMHHIII Ma€ y co0i PI3HOMaHITHI eTanu oOpoOku Ta poOOTH 3
meinepamu. Hanpuknan, kiac moke o0poOioBaTH BepivHHI miedaepu. Ha
[bOMY €Tari 0OpOOKM BUKOHYIOTHCSI OIepallii 3 OKpeMUMH BEPIIMHAMU MOJIEIII.
BeneTbcs nepeTBOpEHHSI KOOPAMHAT, HOPMAJIEW Ta TEKCTYpHHUX KoopauHar. Ilain-
JaliH Mo)ke 0OpoOIIoBaTH TI'eOMETPUYHI IIeHaepH, NPOBOJUTH T'EHEpaIliio
JOJJaTKOBUX BEPILUH, IPOBOJUTH MOBTOPHE OOYUCIIEHHSI HOpMaJieH, BIIKUAATH Ta
nyomoBatu BepiiuHH, Tomno. Ctpyktypy kiacy BAO_BPipeline HaBeaeHo Ha

pUCYHKY 3.8.
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BAO_EPipeline

struct bPFipelingConfig { }
void bindi)

void defaultBFipelineConfig()
void enableslphaBlending()

std:vector=char= readFile()
void createBGraphicsBPipeline])
void createBEShaderiModule()

Pucynok 3.8 — Ctpykrypa kiaca BAO_BPipeline [18]

BxigHum# naHuMu Ans KJIacy €: CTPYKTypa-HalallTyBaHHS TMalI-JlaiHy,
OUIAX J0 (parMEeHTapHOro wieijaepy, LUIAX [0 BEPTUKAJIBHOIO LIeiiaepy,
MOKAa34MK Ha MOJYJIb LIEHAEPY.

3 apxXITEeKTypHOI TOUKH 30Dy, LIeH KJac HaJEKUTh JI0 TaK 3BAHUX OJMHHUILIb
TPaAHCJISLIT HU3BKOTO PIBHA, TOMY IO BIH B3a€MOJIE€ 3 KOMIIOHEHTAMHU MPUCTPOIO
KOPUCTYBaya, Ta MPOBOAUTH OOpPOOKY I1HIIMX HHU3BKOPIBHEBUX EJEMEHTIB —

menaepis.

3.8 BucHoBok

3 1Hdopmalli Ta ONUCAHWX IYHKTIB BHUIIE, BHUTIKAE BHUCHOBOK, IO
mporpamMHe 3a0e3leyeHHsT PO3pOoOJICHE aBTOPOM JUIJIOMHOI POOOTH MIMCHO
nianagae mif apXiTeKTYpHUH CTaHIAapT KOMIIOHEHTHO-TIOTOKOBOI CHUCTEMH, Ta Y
TOM >xe 4yac 3abesneuye 00’ €KTHO-OpieHTOBaHWU minaxid. Ha manomy erami, y
poraMHOMYy 3a0e3leyeHHl € psii AK HEeAOJIKIB, Tak 1 mepemar. Hampuxman, 3
apXITEKTYpHOI TOYKH 30py, JEsKi €JIEMEHTH MOoTpeOyBalu BEKTOpHU3aIlii.
HaiikpamuMm pimenasm O0yino 6 BekTopusyBatu (DyHKIT MOB’si3aHI 3 poOOTOIO 3
BEIIMKOI0 KIJIBKICTIO JAaHWX: BEPTHUKATl, BEKTOPH, TPUKYTHUKH, ToIio. [Ipore,
MOTPIOHO 3a3HAYUTH, IO BEKTOpHU3Allisl KOy 3aCTOCYHKY — JyXKe JIOBTMMA Ta
CKJIQJHUH TIPOIIEC, TOMY 3 TOUKH 30py MIAXOAY «4ac-sSKICTh», TpaTa TaKoi BEJIMKOT
KUTHKOCTI TOJIMH Ha ONTUMI3AIII0 ACKIIbKOX (PYHKIIIN — Jajeko He HalKparla ijes.

Takox mOTpIOHO TPUBEPHYTH YyBary A0 BUKOPUCTAHHS PO3YMHHUX

NOKa)XUMKIB y KJIacl peHjaepy, 3aCTOCYHKY, Tomlo. Lli kiacu BHKOPUCTOBYIOTH
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YHIKaJIbHUM MOKaX4MK, TOOTO, CTPYKTypa THUIY IOKKYUK» MOXKE MaTH JIUILIE
OJIHE TIOCHJIAHHS Ha 06’€kT. Moro He MOXHa KOIIIOBaTH, UM TIepeNaBaTH iHIINM
nokaxxunkaM. TakuMm 49uHOM  3a0e3nedyerbcs  Oe3lneka MOBOKEHHS 3
KOMII'FOTEPHOI0  MaM’STTIO, TOMY IO PO3YMHUH MOKaXXUMK I1MIUIEMEHTY€E
KOMIT'IOTEpHY iAioMy 3 KopoTkoro Ha3Boio «RAIll». YkpaiHChKOI0O MOBOIO BOHO
po3mU(POBYETHCS SIK «OTPUMAHHA pPECypcy — € IHiliali3aiieo» To0To, IIe
O3Hauae, 10 OTPUMAHHSA INPOLECY IOBHMHHO OyTH HEBIJI'€MHO IIOB’sI3aHE 31
3HUIIEHHSIM TOTO X caMoro mpoiecy. CaMe 3 BUKOPUCTAHHSAM Li€i imioMu Oynu
CTBOPEHI PO3YMHI MOKaXYUUKH. BUKOPHUCTAHHS «YHIKAJBHOTO MOKAKYUKa» Ja€
IPOrpaMiCTy MOXKJIMBICTh HE CIIAKYBaTH 3a WOTO CTaHOM Ta HE BUAAIATU MOro
pyKaMu 3 BUKOPUCTAHHSM orieparopy delete - crpykrypa manux Bce 3poOHTH cama.

Y  HacTtymHOMy po3numi  OyayTh  HaBeACHI TECTH  MPOTPamMHOrO

3a0€3MeUeHHs Ta aHaJll3 pe3yJIbTaTiB HOT0 poOOTH
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4 EKCIIIYATAIUA, TECTYBAHHSA TA EKCIIEPUMEHTAJIBHE
JOCJIIIZKEHHSA ITPOT'PAMUA

VY po3aini 3 Oys0 3a3HUEHO, IO Y HACTYITHOMY pO3/Iiii Oy/ie MpOBEIEHO Ta
HABEJICHO pe3yJbTaTH PI3SHOMAHITHUX TECTIB Po3poOsieHoi cuctemu. Lls gactuna
3BITY BIANOBIZA€ 3a BIAOOpaXKEHHS pe3yNbTaTiB pPOOOTH HaJ CTBOPEHHSIM

MPOTrPAMHOTO 3aCTOCYHKY THUITY «ITPOBUH PYIIiii».

4.1 Onmc pe3yabTaTiB eKCILTyaTallii MPOrpamMHoOro 3ade3neyeHHst

[Iporpama peanizye 0a3oBuii (DyHKI[IOHAJT, a camMe: CTBOPEHHSI IIEWUIEpIB,
KOMIUISALIS IIEeWIepiB, CTBOPEHHS BIKHA KOPHCTyBada, CTBOPEHHSI MPOTrPaMHOIO
3aCTOCYHKY, B3a€MOJMisi 3 KOPHUCTyBaueM 3a JIONIOMOTOI0  KJIaBiaTypH,
BiJI0OpaXkeHHs 1H(OpMaIlili K y JBOBUMIPHOMY MPOCTOPI, TaK 1 Y TPUBUMIPHOMY,
BEJCHHS JIOry po0oTH mporpamu. Takoxk MporpaMa 34aTHa ONIIOHAJIBHO
IpaioBaTl 3 OJHAM BHJOM CBITJIa, Ta 3aBaHTAKyBAaTH TPUBHUMIpPHI MEIl, L0
CKJIAJal0ThCAd BUKIIOYHO 3 Ha0Opy BEpPTUKAJEH Ta TOYOK THUITY «TPUBUMIPHUMN
BeKTOp». DYHKIIsl 3aBaHTAXyBaHHS TEKCTyp Oyya peai3oBaHa Ha HayaJlbHOMY
€Tari CTBOPEHHsS MPOrpaMHOro 3a0e3leueHHs, aje y MaiOyTHboMy OyJio
BUPIIIEHO BIJIMOBUTHCH BiJl HEi uepe3 BENUKY KUIbKICTH TpoOiem, mo Oyiu
CTBOpEHI miag 4ac ii poOotu. binbil neransHy i1HGOpPMALO MPO pe3yJbTaTH
rpadiuHoi poOOTH HaBeAeHI y MyHKTI 4.2 y BTl JTOKa3iB Mpaie3aiOHOCTI

MIPOTPAMHOT0 3a0€3MeUEHHSI.

4.2 AHai3 npoBeleHUX TECTIB Ta OTPUMAHOI0 Pe3yJibTaTy

[Tix yac mepmIoro TECTOBOTO 3aMyCKy 3aCTOCYHKY «IPOTPaMHHIA PYIIIiii»,
crajacsi KpUTUYHA MOMWJIKA 3 NIeWJepaMd — BOHM HE MOTJIM CKOMITUTFOBATUCS
yepe3 NMOMWIKY Ha piBHi debuglLayers. Cucrema OBy KPUTHYHUX MOMHIIOK
BiJMpalioBaiga InrtaTHo, Ta Bukiukaiga debugBreak mis 3ynuHkH poOOTH

IPOTPaMHOTO 3aco0y, a Takok BuBena iHopmariro Bix Vulkan SDK. Ha pucynky
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4.2 3a3Ha4YEeHUI CIHCOK MOMUJIOK OTPMMAaHUM BiJ MPOTrpaMHOI0 3aco0y Mmija 4ac

KPUTUYHOI OITMOKM BUKJIMKAHOT HEMOSKITUBICTIO CKOMIIUIIOBATH LIEHIIEPH.

:\VSProjects\BAO_Engine\BAO_Engine>D:\VulcanSDK\Bin\glslc.exe BAO_BTestShader.vert -o BAO_BTestShader.vert.spv

ror: 'dataToPush’

ror: 'dataToPush’
: 'dataToPush’
: 'pushOffset’
: 'pushOffset’
: 'pushOffset’
: 'pushOffset’

: block instance name redefinition
: cannot be used (maybe an instance name is needed)
: undeclared identifier
: vector swizzle too long
: unknown sw selection
: unknown selection
: vector swizzle selection out of range

D:\VSProjects\BAO_Engine\BAO_Engine>D:\VulcanSDK\Bin\glslc.exe BAO_BTestShader.frag -o BAO_BTestShader.frag.spv
BAO_BTestShader.frag:5: error: 'dataToPush

BAO_BTestShader.frag:13: error: 'dataToPush’
BAO_BTestShader.frag:1 r: 'dataToPush'
BAO_BTestShader. fra, rror: 'fillColor

BAO_BTestShader.fra : 'fillColor
BAO_BTestShader.fraj .

: block instance name redefinition
: cannot be used (maybe an instance name is needed)
: undeclared identifier

: vector swizzle too long

: unknown swi selection

' : unknown swizzle selection

' : unknown swizzle selection
' ¢ unknown swizzle selection

: error: 'constructor
cannot convert from ' const float' to 'layout( location=8) out highp 4-com|

BAO_BTestShader.frag:13: error: ‘assign'
nent vector of float'
10 errors generated.

D:\VSProjects\BAO_Engine\BAO_Engine>pause

: not enough data provided for construction

Pucynok 4.2 — Criucok mOMWIOK BUKJIMKAHUM I11]1 Yac MEePIIOro 3amycKy

Takum YMHOM, MOXXHA HO6a‘{I/ITI/I, mo CUucCTeMa JIOBY IIOMHIIOK IIpAIio€

IITATHO Ta MTOBHICTIO BUKOHYE CBOIO 3a3HaueHy poboTy. Ha pucynky 4.3 HaBe1eHO

NPUKJIAA pe3yJbTaTy IITaTHOI POOOTH YACTMHU MPOTPamMHOro 3a0e3MeueHHs Mijl

HA3BOI0 «KOMIMUISITOP MICHIEPIBY.

D:\VSProjects\BAO_Engine\BAO_Engine>D:\VulcanSDK\Bin\glslc.exe BAO_BTestShader.vert -o BAO_BTestShader.vert.spv

D:\VSProjects\BAO_Engine\BAO_Engine>D:\VulcanSDK\Bin\glslc.exe BAO_BTestShader.frag -o BAO_BTestShader.frag.spv

D:\VSProjects\BAO_Engine\BAO_Engine>pause

Pucynok 4.3. — llltaTHuil BUBIJ KOMITIIATOPY MICHAEPIB

[Ticns cramii koMmOuIsUli IIEWIEpIB TMOYMHAETHCS iX aceMOayBaHHS,

pacrepi3zallisi, TOEHAHHS KOJbOPIB, Ta BUBI/ HA €KpaH. Y CBITI Ipadiku, peHIepy

Ta IrpoBUX pymiiB, icHye mpomenypa mig Ha3soro «the born of the first

polygony [16]. Lle nporiec BUBOLy TPUKYTHUKA HA €KPaH, TOMY IO YCi MOJITOHH €

TPUKYTHUKAMHM Ta CKJIAJAIOThCA 3 TPbOX TOYOK y mpoctopi. Yacrime 3a Bce,

HIOJIITOH PENpPEe3CHTYIOTh SIK BeKTOp Ha Tpu enemeHtd tumy float. IMomiron e

HallMEHIIOK TrpadiuHO CTPYKTYPHOI OJMHMICIO, IO TOAIOHA aTroMmy Yy
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3puuaiiHoMy cBiTi. Ha pucynky 4.4 300pakeHo npoueaypy mij Ha3zsoo «the born
of the first polygon», To0To BiZOOpa)KEHHS IEPIIOr0 CTATUYHOIO IOJITOHY, 0

SKOr'0 MPUB’sI3aHUN TECTOBUH IIEUIEp, 110 3aa€ IOMY YKOBTHI KOJIbOP.

B " Bendo B.I. Diplom — O X

Pucynok 4.4. — BuBij nepuoro noyiroHy

Ha nactynHomy etami OyJji0 BHUPIIIEHO MPOTECTYBaTH 3MIHY CTPYKTYpHU
meiaepa Ta i peKOMNUIALIO MiJ 4ac BUKOHaHHs mporpamu. Ha pucynky 4.5
MOXHa TO00aYyuTH 3MHY KOJIbOpa IIeiaepa, 1€ SIBUIIE 3YMOBJIEHE IPOIIECOM
Moaudikaiii CTpyKTypu (aiiy 1eiiepa Ta mpoiecoM KOMIUISIIT (aiisry 3 HOBOIO

1H(OopMallI€TO.



o1

B " Bendo B.I. Diplom — [a] X

Pucynox 4.5 — 3MiHeHMI1 KOJIIp NOJIITOHY HAa YEPBOHHIA 3 )KOBTOI'O

Ha HacTtynmHOMy erami TeCTyBaHHS IPOrpamMHOro 3ade3neyeHHs Oylio
BUPILIEHO BHUKJIMKATH (YHKLIIO IHTEPHOJISLIi YacTHH meiaepa. TakuM 4uHOM,
rpadgiyauii mporecop OyB 3MylIeHUNH OOpOOJIIOBATH HE OJAMH KOJIP JIJISi BCHOTO
noiirony, a oxapasy tpu:. RGB(Red-Green-Blue) xomsopu Oynu HakmiameHi Ha
MOJIITOH 32 TOAWHHUKOBOIO CTPLIKOIO. Y NESIKMX YaCTHHAX IOJITOHY, IIE SIBUIIE
BUKJIMKAJIO CTBOPEHHS HOBUX KOJBOPiB, HAPUKIIAMI, dKOBTOTO i Yac MOETHAHHS

YEPBOHOTO Ta 3€JICHOTO. Pe3ybpTaT boro eramy BitoOpakeHui Ha PUCYHKY 4.6.
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B ' Bendo B.I. Diplom = O X

Pucynok 4.6 — [HTepnosiboBaHU MOTITOH

Ha mHnacrymHomy erami OyJio TpOBEIEHO TECTYBaHHS pEHAECPY Y
TPUMIpHOMY TMpOCTOpi. Bysi0 CTBOPEHO MPUMITHB THUITY «KyO» 3 3a0apBlIEHUMU
PI3HUMH KOJILOpaMH CTOpoHaMH. BuBin 3a3HaueHuil Ha pUCYHKY 4.7. BizyambHO
MOXHa TOOAYUTH JEsSIKI HAIUIMBH CTOPIH Ta KOJBOPIB Ha pIi3HI TpaHi uepes
BUKOPHCTAaHHS OAHOPITHUX KoopauHaT. [IpoTe, BUBI CTBEPIKYE, MO TMPOTPAMHE
3a0e3neYeHHs 3/1aTHe BUKOPUCTOBYBATH SIK JBOMIPHMIA, TaK 1 TPUMIPHUN pEHIAED

JUTs1 BijoOpaskeHHs iHdopMaIlii KOpuCTyBaueBi.

' Bendo B.I. Diplom — O X

Pucynoxk 4.7 — Tpumipuuii kyo
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Buxonsuu 3 iHpopmariii 3a3HaueHOi BUIIE, MOKHA 3pOOUTH BUCHOBOK, 110
nmporpamMa peanizye 0a3oBi (yHKIII, Takl sIK: CTBOPEHHs IIEHIEpiB, KOMITUISAIIS
IeiIepiB, CTBOPCHHsI BIKHA KOPHCTYBada, CTBOPEHHSI MPOTPAMHOTO 3aCTOCYHKY,
CTBOPEHHS CHCTEMH B3a€MOJIIi 3 KOpPUCTyBadeM, BioOpakeHHS 1HGopMali K y
JBOBUMIPHOMY TMPOCTOpl, TaKk 1 y TpPUBUMIpHOMY. Takok mporpama 37aTHA
MpaIoBaTl 3 OJHMWM BHJJIOM CBITJIa, Ta 3aBaHTKyBAaTH TPUBUMIPHI MeIIIi, IO
CKJIQIal0ThCS BHUKIIOYHO 3 HAO0OPY BEpPTHKAJICH Ta TOYOK THUIY «TPUBHMIipHUHN

BEKTOPY.
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BUCHOBOK

VY nepuioMy po3iii MOSCHIOBAJIBHOI 3amHMCKU Oyslo MpoaHaTi30BaHO
MOCTABJICHE 3aBJIaHHSI, MPEIMETHY 00JIaCTh Ta ICHYIOYl aHAIOTH y cdepl po3pooKu
IrpOBUX pyMIiiB. Y BHUCHOBKY BKa3aHO, II0 HaWKpamiuMm, ajie He 1eaJIbHUM
icayrounM pimennsaM € Unreal Engine 5.

Y napyroMmy po3miii TMOSHIOBAIBLHOI 3amUCKH OyJI0 OIMKCAaHO MPOIEC
PO3pOOKH apXITEKTYypH IMPOTPAMHOTO 3a0€3MEUCHHS TUITY «ITPOBHM pyIIii», e
Oynu 3a3Hay€HO, M0 MPOrPAMHHI 3aCTOCYHOK MOOYJOBaHWW 3 BUKOPHUCTAHHSIM
MOBH nporpamyBaHHsa C++ Ta KOMIIOHEHTHO-TIOTOKOBOT apXiTEKTYpH.

Y TperboMy pO3AUII TOSCHIOBAJIBHOI 3alHMCKU HABOJMBCS  OIUC
IMIUIEMEHTOBAaHUX KOMIIOHEHTIB cucTeMu 3 BukopuctaHHsM UML miarpam nms
pernpe3eHTallii CTYpKTypHU KJIacy y 3po3yMiuIoMy JitoauHi popmarti. byso po3kazano
npo CcTpykTypy Ta ¢yHKionan HactynHux kiacis: BAO_BWindow, xnac
BAO_BApp, xrac BAO_BDevice, k1ac BAO_BRender, xtac BAO_BCamera,
kiac BAO_BKeyboard Ta ktac BAO_BPipeline.

VY derBeproMy pO3AUTI MOSCHIOBAJIBHOI 3alMCKU OyJO HABEIEHO
iH(}opMaIlil0 Mpo BUKOPUCTAHHS Ta TECTH MporpamMHoro 3adesnedyeHHs. byro
HABEJIEHO OTPUMAHUH TICIIS TECTIB rpadiyHUIl pe3yIbTar.

Pestomytoun, 13 ypaxyBaHHsSM iH(GOpMAIlii BUIIIE, BUTUIMBAE BUCHOBOK, 1110
Ml Yac BUKOHAHHS IIOCTABJICHOTO 3aBjJaHHSA, OYJIO YCHIITHO PO3pOOJICHO
POrpaMHUNl 3aCTOCYHOK THUIIy «ITpOBUM pyIIii», [0 3JaTHUA NOpUiMaTd
KOPUCTYBAIlbKMI BBiJI Ta Bi3yaldbHO BigoOpaxkatu rpadiuHy iH(opmallito
MOB’si3aHy 3 00’€KkTaMu peHjaepy. IrpoBuil pyImniil cnopaBHO Mpalioe i
ynpaBimiHHAM omepariiiaoi cucremu Windows. TIpore moTpiOHO 3a3HAYMTH, IO
CTBOPECHMI ITPOBHI Py Mae CBOI OCOOMCTI sIK mepeBaru, Tak 1 Hemomiku. J[o
OCHOBHUX HEJIOJIKOB MOHA BIJHECTH KaTtacTpodiuHO Manuil (PyHKIIOHAT Yy
NOPIBHSAHHI 3 ICHYIOUMMHM PIIIEHHSMH, Ta BIJICYTHICTh IIMPOKOIO CIEKTPY
onTUMI3AIiiHUX TpuitoMiB ski mpucyTHi y Unreal Engine 5, mo e Hadikparimm

IrPOBUM PYILIIEM BUXOJSYM 3 BUCHOBKY MEPILIOi YACTUHU AUILIOMHOI poOOTH
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A.l ¢aitn BAO_BApplication.h

#ifndef BAOBAPPLICATIONFILE_H
#define BAOBAPPLICATIONFILE_H

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

<string>
"BAO_BWindow.h"
"BAO_BPipeline.h"
"BAO_BSwapChain.h"
"BAO_BDevice.h"
"BAO_BModel.h"
<memory>

<array>
<stdexcept>

namespace bao

{
class BApplication
{
public:
intlé_t width = 900;
intl6_t height = 600;
public:
inline BApplication()
{
LoadModels();
RecreateChainSwapper();
CreatePipelLayout();
CreateCommandBuffer();
}
BApplication(const BApplication& other) =
delete;
BApplication& operator=(const BApplication&
other) = delete;

void run();

~BApplication();

private:
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void LoadModels();
void RecreateChainSwapper();

void CommandBufferOnRecording(int32_t imgIndex);

void CreatePipelLayout();

void DrawFrame();

void CreatePipe();

void CreateCommandBuffer();
void ClearBufferOfCommands();

bao: :BWindow bWindowHandler_

{
}

width, height, "Bendo B.I. Diplom"

bao: :BDevice LocalDeviceInstance {
bWindowHandler_ };
std: :unique_ptr<bao: :BSwapChain> ChainSwapper;
std: :vector<VkCommandBuffer> commandBuffer;
std: :unique_ptr<BModel> bModel;
std: :unique_ptr<BPipeline> bPipelineHandler_;
VKkPipelineLayout pipelLayout;
3
}

#endif

A.2 — ¢aiin BAO_BApplication.cpp

#include "BAO_BApplication.h"

#define GLM_FORCE_RADIANS
#define GLM_FORCE_DEPTH_ZERO_TO_ONE
#include <glm/glm.hpp>

using namespace bao;

struct PushBuffer
{
glm: :vec2 pushOffset;
alignas(16) glm::vec3 fillColor;
}i
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bao: :BApplication: :~BApplication()
{

vkDestroyPipelineLayout(LocalDeviceInstance.GetDevic
e(), pipeLayout, nullptr);
}

void bao::BApplication: :run()

{
while (!bWindowHandler_.bShouldClose())
{
glfwPollEvents();
DrawFrame();
}
vkDeviceWaitIdle(LocalDeviceInstance.GetDevice());
}

void BApplication::LoadModels()
{
std: :vector<BModel: :Vertex> vVerticies{
{{0.0f, -0.5f}, {1.0f, 0.0f, 0.0F}},
{{0.5f, 0.5f}, {0.0f, 1.0f, 0.0F}},
{{-0.5f, 0.5f}, {0.0Ff, 0.0Ff, 1.0f}}

b

bModel =
std: :make_unique<BModel>(LocalDeviceInstance,
vVerticies);

}

void bao::BApplication: :CreatePipelLayout()
{
VKkPushConstantRange constantRangePush{};
constantRangePush.stageFlags =
VK_SHADER_STAGE_VERTEX_BIT |
VK_SHADER_STAGE_FRAGMENT_BIT;
constantRangePush.offset = 0;
constantRangePush.size = sizeof(PushBuffer);

VKkPipelineLayoutCreateInfo pipeLayoutInfo{};

pipeLayoutInfo.sType =
VK_STRUCTURE_TYPE_PIPELINE_LAYOUT_CREATE_INFO;

pipeLayoutInfo.setLayoutCount = 0;
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pipeLayoutInfo.pSetLayouts = nullptr;
pipeLayoutInfo.pushConstantRangeCount = 1;
pipeLayoutInfo.pPushConstantRanges =
&constantRangePush;
pipeLayoutInfo.pNext
pipeLayoutInfo.flags

= nullptr;
:@,

if
(vkCreatePipelineLayout(LocalDeviceInstance.device(),
&pipeLayoutInfo, nullptr, &pipelLayout) != VK_SUCCESS)

BAOFATAL(EReportCodes: :PIPE_FAILURE, "Faield to
create a Pipeline", true);

}

}

void bao: :BApplication: :CreatePipe()

{
BPipeLineCfg bPCfg{};
BPipeline: :configureDefaultPipe(bPCfg);
bPCfg.RenderPass = ChainSwapper->getRenderPass();
bPCfg.PipelineLayout = pipelLayout;
bPipelineHandler_ =

std: :make_unique<BPipeline>(LocalDeviceInstance,

"BAO_BTestShader.vert.spv",

"BAO_BTestShader.frag.spv", bPCfg);
}

void bao::BApplication: :CreateCommandBuffer()

{
commandBuffer.resize(ChainSwapper->imageCount());
VkCommandBufferAllocateInfo AllocationInformation{};
AllocationInformation.sType =

VK_STRUCTURE_TYPE_COMMAND_BUFFER_ALLOCATE_INFO;
AllocationInformation.level =

VK_COMMAND_BUFFER_LEVEL_PRIMARY;
AllocationInformation.cPool =

LocalDeviceInstance.GetCommandPool();
AllocationInformation.commandBufferCount =

static_cast<uint32_t>(commandBuffer.size());

if
(vkAllocateCommandBuffers(LocalDeviceInstance.GetDevice()
, &AllocationInformation, commandBuffer.data())
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I= VK_SUCCESS)

{
EReportCodes: :ALLOC_FAILURE, "Failed to allocate

command buffer", true
}
}

void bao::BApplication: :RecreateChainSwapper()

{
auto localExtentValue = bWindowHandler_.GetExtent();

while (localExtentValue.height == 0 ||
localExtentValue.width == 0)
{
localExtentValue = bWindowHandler_.GetExtent();
glfwWaitEvents();
}

vkDeviceWaitIdle(LocalDeviceInstance.GetDevice());
ChainSwapper = nullptr;

if (ChainSwapper == nullptr)
{
ChainSwapper =
std: :make_unique<BSwapChain>(LocalDeviceInstance,
localExtentValue);
}
else
{
ChainSwapper =
std: :make_unique<BSwapChain>(LocalDeviceInstance,
localExtentValue, std::move(ChainSwapper));
if (ChainSwapper->imageCount() !=
commandBuffer.size())

{
ClearBufferOfCommands();
CreateCommandBuffer();
}
}
CreatePipe();

}

void BApplication::ClearBufferOfCommands()
{
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vkFreeCommandBuffers(LocalDeviceInstance.GetDevice()
, LocalDevicelInstance.GetCommandPool(),

static_cast<uint32_t>(commandBuffer.size()),

commandBuffer.data());
commandBuffer.clear();

}

void bao::BApplication: :CommandBufferOnRecording(int32_t
imgIndex)
{

static int32_t Frame = NULL;

Frame = (Frame++) % 100;

VkCommandBufferBeginInfo beginInformation{};
beginInformation.sType =
VK_STRUCTURE_TYPE_COMMAND_BUFFER_BEGIN_INFO;

if (vkBeginCommandBuffer(commandBuffer[imgIndex],
&beginInformation) != VK_SUCCESS)
{
EReportCodes: :REC_FAILURE, "Faield to record",
true

}

VKkRenderPassBeginInfo renderPassInformation{};

renderPassInformation.sType =
VK_STRUCTURE_TYPE_RENDER_PASS_BEGIN_INFO;

renderPassInformation.renderPass = ChainSwapper-
>getRenderPass();

renderPassInformation.framebuffer = ChainSwapper-
>getFrameBuffer(imgIndex);

renderPassInformation.renderArea.offset

renderPassInformation.renderArea.extent
ChainSwapper->getSwapChainExtent();

{0, 01},

std: :array<VkClearValue, 2> ValuesToClear{};

ValuesToClear[0].color = { 0.1f, 0.1f, 0.1f };

ValuesToClear[1].depthStencil = { 1.0f, 0 };

renderPassInformation.clearValueCount =
static_cast<uint32_t>(ValuesToClear.size());

renderPassInformation.pClearValues =
ValuesToClear.data();



64

vkCmdBeginRenderPass(commandBuffer[imgIndex],
&renderPassInformation, VK_SUBPASS_CONTENTS_INLINE);

VkViewport viewP{};

viewP.x = 0.0f;

viewP.y = 0.0f;

viewP.width = static_cast<float>(ChainSwapper-
>getSwapChainExtent().width);

viewP.height = static_cast<float>(ChainSwapper-
>getSwapChainExtent().height);

viewP.minDepth = 0.0f;

viewP.maxDepth = 1.0f;

VKRect2D scissor{ {0, 0}, ChainSwapper-
>getSwapChainExtent()};

vkCmdSetViewport(commandBuffer[imgIndex], 0, 1,
&viewP);

vkCmdSetScissor(commandBuffer[imgIndex], 0, 1,
&scissor);

bPipelineHandler_->bind(commandBuffer[imgIndex]);
bModel->bind(commandBuffer[imgIndex]);

for (int32_t iterator = 0; iterator < 4; iterator++)
{
PushBuffer dataToPush{};
dataToPush.pushOffset = { -0.5f + Frame * 0.02f,
-0.U4f + iterator * 0.25f };
dataToPush.fillColor = { 0.0f, 0.0f, 0.2f + 0.2f
*x iterator };

vkCmdPushConstants(commandBuffer[imgIndex],
pipeLayout, VK_SHADER_STAGE_VERTEX_BIT |
VK_SHADER_STAGE_FRAGMENT_BIT, O,
sizeof (PushBuffer),
&dataToPush);
bModel->startDrawing(commandBuffer[imgIndex]);
}

vkCmdEndRenderPass(commandBuffer[imgIndex]);

if (vKEndCommandBuffer(commandBuffer[imgIndex]) !=
VK_SUCCESS)
{
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EReportCodes: :CBUFFER_FAILURE, "Faield to obtain
a command buffer", true

}
}

void bao::BApplication: :DrawFrame()
{

uint32_t IndexOfImage;

auto Resulted = ChainSwapper-
>acquireNextImage(&Index0fImage);

if (Resulted == VK_ERROR_OUT_OF_DATE_KHR)
{

RecreateChainSwapper();

return;

}

if (Resulted != VK_SUCCESS && Resulted !=
VK_SUBOPTIMAL_KHR)
{
EReportCodes: :NCIMG_FAILURE, "Faield to obtain
next chain image", true

}

CommandBufferOnRecording(IndexOfImage);

Resulted = ChainSwapper-
>submitCommandBuffers(&commandBuffer[Index0fImage],
&IndexO0fImage);

if (Resulted == VK_ERROR_OUT_OF_DATE_KHR ||
Resulted == VK_SUBOPTIMAL_KHR ||
bWindowHandler_.isFrameResized())

{
bWindowHandler_.resetFlagOfResize();
RecreateChainSwapper();
return;

}

if (Resulted != VK_SUCCESS)

{

EReportCodes: :CCIMG_FAILURE, "Faield to obtain a
current image chain swapper", true

}
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A.3 ¢aiin BAO_BWindow.h

#ifndef BAOBWINDOWFILE_H
#define BAOBWINDOWFILE_H

#define GLFW_INCLUDE_VULKAN
#include <GLFW/glfw3.h>

#include <string>

namespace bao

{

class BWindow

{
public:

inline BWindow(const intl6_t& width, const
intl6_t& height, const std::string& name) : width(width),

height(height),
bWindowName(name)

{
init();

}

inline ~BWindow()

{
glfwDestroyWindow(bWindow) ;
glfwTerminate();

}

inline void createSurfaceForBWindow(VkInstance
vkInst, VKSurfaceKHR* vkSurf)

{
if (glfwCreateWindowSurface(vkInst, bWindow,
nullptr, vkSurf) != VK_SUCCESS)

{
BAOFATAL (EReportCodes: : VBUFFER_FAILURE,
"Faield to create a window surface", true);

}
}

inline VKExtent2D GetExtent() {



67

return { static_cast<uint32_t>(width),
static_cast<uint32_t>(height) };

}
inline bool bShouldClose()
{
return glfwWindowShouldClose(bWindow);
}

BwWindow(const BWindow& other) = delete;
BWindow& operator=(const BWindow& other) =

delete;
inline bool isFrameResized()
{
return bIsFrameResized;
¥
inline void resetFlagOfResize()
{
if (bIsFrameResized == true)
{
bIsFrameResized = false;
return;
}
bIsFrameResized = true;
}
private:

inline void frameBufferResize(GLFWwindow* w,
int32_t wi, int32_t h)
{
auto bWindowLocal =
reinterpret_cast<BWindow*>(glfwGetWindowUserPointer(w));
bwindowLocal->bIsFrameResized = true;
bwindowLocal->width = wi;
bwWindowLocal->height = h;
}

inline void init()
{
glfwInit();
gLfwWindowHint (GLFW_RESIZABLE, GLFW_TRUE);
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glfwWindowHint (GLFW_CLIENT_API,
GLFW_NO_API);

bWindow = glfwCreateWindow(width, height,
bWindowName.c_str(), nullptr, nullptr);
glfwSetWindowUserPointer(bWindow, this);
}

bool bIsFrameResized = false;
int32_t width;
int32_t height;

std: :string bWindowName;

GLFWwindow* bWindow;
3
¥

#Hendif

A.4 ¢aiin BAO_BDevice.h

#ifndef BAOBDEVICEFILE_H
#define BAOBDEVICEFILE_H

#include "BAO_BWindow.h"
#include "BAO_Logger.h"

#include <string>
#include <vector>
#include <vulkan/vulkan.h>

namespace bao

{

struct SupportedChainSwappersInformation

{

std: :vector<VkPresentModeKHR> VCurrentModes;
VKkSurfaceCapabilitiesKHR KHRCapabilities;
std: :vector<VkSurfaceFormatKHR> vKHRFormats;

b

struct QueuedIndecies

{



uint32_t GraphicsProcessingUnitFamily;
uint32_t CurrentFamily;

bool doesCurrentFamilyOwnsAValue = false;
bool doesGPUFamilyOwnsAValue = false;

inline bool isComplete()

{
return doesGPUFamilyOwnsAValue &&

doesCurrentFamilyOwnsAValue;

}
b

class BDevice

{

public:

#ifdef NDEBUG

const bool enableValidationLayers = false;
#else

const bool areValidationLayersEnabled = true;
#endif

BDevice(BWindow &window);
~BDevice();

inline VKQueue GetCurrentQueue()

{
}

inline VKCommandPool GetCommandPool()
{

return pPresentQueue;

return cPool;

}
inline VKQueue GetGQueue()
{
return pGQueue;
}

inline VKDevice GetDevice()

{
}

return pDevice;
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inline VKSurfaceKHR GetKHRSurface()
{

}

void BufferCopyFun(VKBuffer srcBuffer, VKkBuffer
dstBuffer, VKDeviceSize size);

void BufferCopyToImageFun(VkBuffer buffer,
VkImage image, uint32_t width, uint32_t height, uint32_t
layerCount);

SupportedChainSwappersInformation
GetSupportedChainSwappers() { return
queryChainSwappersAcceptance(phDevice); }

uint32_t LookForMemType(uint32_t typeFilter,
VkMemoryPropertyFlags PhysDeviceProperties);

void CreateBBuffer(VkDeviceSize size,
VkBufferUsageFlags usage, VKkMemoryPropertyFlags
PhysDeviceProperties, VkBuffer &buffer,

VkDeviceMemory &bufferMemory);

VkCommandBuffer StartExecutingSTimeCmds();

void StopExecutingSTimeCmds(VkCommandBuffer
commandBuffer) ;

QueuedIndecies LookForPhysDeviceFamilies() {
return LookForQueuedFamilies(phDevice); }

VKkFormat LookForSupportedVKFormat(const
std: :vector<VkFormat>& candidates, VkImageTiling tiling,
VKkFormatFeatureFlags features);

return pSurface;

void AssemblyImageWithInformationFun(const
VkImageCreateInfo &imageInfo, VkMemoryPropertyFlags
PhysDeviceProperties, VkImage &image,
VkDeviceMemory
&imageMemory) ;

VKPhysicalDeviceProperties PhysDeviceProperties;

private:
void AssemblyInst();
void AssemblylLogicDevice();
void AssemblyPoolOfCommands();
void ChoosePhysDevice();
void AssemblyDBManager();
void AssemblySurfaceInformation();
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bool DoesSupportVKValidationLayers();

bool IsCurrentDeviceAcceptable(VKPhysicalDevice
GetDevice);

std: :vector<const char*> GetExtentions();

QueuedIndecies
LookForQueuedFamilies(VKPhysicalDevice GetDevice);

bool
LookForDivesExtentionsAcceptance(VKPhysicalDevice
GetDevice);

SupportedChainSwappersInformation
queryChainSwappersAcceptance(VkPhysicalDevice GetDevice);

void
RearrangeDBManagerCInformation(VkDebugUtilsMessengerCreat
eInfoEXT& createlInfo);

void DoesGflwRequiresInstanceExtension();

VkInstance inst;

VkDebugUtilsMessengerEXT bMessageDebug;
VKPhysicalDevice phDevice = VK_NULL_HANDLE;
BwWindow &window;

VkCommandPool cPool;

VkDevice pDevice {};
VKkSurfaceKHR pSurface;
VKQueue pGQueue;
VKQueue pPresentQueue;

const std::vector<const char*>
nValidationLayersHandler =
{"VK_LAYER_KHRONOS_validation"};

const std::vector<const char*> deviceExtensions =
{VR_KHR_SWAPCHAIN_EXTENSION_NAME};

};
}
#Hendif

A.5 ¢aitn BAO_BDevice.cpp

#include "BAO_BDevice.h"

#include <cstring>
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#include <iostream>
#include <set>
#include <unordered_set>

using namespace bao;
static VKAPI_ATTR VkBool132 VKAPI_CALL

debugCallback(VkDebugUtilsMessageSeverityFlagBitsEXT
msgSev, VKDebugUtilsMessageTypeFlagsEXT messageType,

const
VkDebugUtilsMessengerCallbackDataEXT *pCallbackData, void
*pUserData)
{
std::cerr << "validation layer: " << pCallbackData-

>pMessage << std::endl;
return VK_FALSE;
VKResult CreateDebugUtilsMessengerEXT(VKInstance inst,

const VkDebugUtilsMessengerCreateInfoEXT
*pInformationRepresentation,

const
VKAllocationCallbacks *pCallbackForAllocation,
VkDebugUtilsMessengerEXT *pVkDebugMessage)

{

auto tmpLocal =
(PFN_ kareateDebugUtllsMessengerEXT)vaetInstanceProcAddr
(inst, "vkCreateDebugUtilsMessengerEXT");

if (tmpLocal != nullptr)
{
return tmpLocal(inst, pInformationRepresentation,
pCallbackForAllocation, pVkDebugMessage);
}

else

{
return VK_ERROR_EXTENSION_NOT_PRESENT,

}
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}
void DestroyDebugUtilsMessengerEXT(VkInstance inst,
VkDebugUtilsMessengerEXT messageForDebuging, const
VKAllocationCallbacks *VulkanAllocCB)
{

auto tmpLocal =

(PFN_vkDestroyDebugUtilsMessengerEXT)vkGetInstanceProcAdd
r(inst, "vkDestroyDebugUtilsMessengerEXT");

if (tmpLocal != nullptr)

{
tmpLocal(inst, messageForDebuging,
VulkanAllocCB);
}

}

BDevice: :BDevice(BWindow &window) : window{window}
{
AssemblyInst();
AssemblyDBManager();
AssemblySurfaceInformation();
ChoosePhysDevice();
AssemblylLogicDevice();
AssemblyPoolOfCommands();
}

BDevice: :~BDevice()

{
vkDestroyCommandPool(pDevice, cPool, nullptr);

vkDestroyDevice(pDevice, nullptr);

if (areValidationLayersEnabled)

{
DestroyDebugUtilsMessengerEXT(inst,
bMessageDebug, nullptr);
}

vkDestroySurfaceKHR(inst, pSurface, nullptr);
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vkDestroyInstance(inst, nullptr);

}
void BDevice::AssemblyInst()
{

if (areValidationLayersEnabled &&
IDoesSupportVKValidationLayers())

{

throw std: :runtime_error("validation layers

requested, but not available!");

}

VKkApplicationInfo BApplicationInformationLocal = {};
BApplicationInformationLocal.sType =
VK_STRUCTURE_TYPE_APPLICATION_INFO;
BApplicationInformationLocal.pApplicationName =
"Bendo B.I. Diplom";
BApplicationInformationLocal.applicationVersion =
VK_MAKE_VERSION(1, 0, 0);
BApplicationInformationLocal.pEngineName =
"BAO_Engine";
BApplicationInformationLocal.engineVersion =
VK_MAKE_VERSION(1, 0, 0);
BApplicationInformationLocal.apiVersion =
VK_API_VERSION_1_0;

VkInstanceCreateInfo VulkanInformationStructure = {};

VulkanInformationStructure.sType =
VK_STRUCTURE_TYPE_INSTANCE_CREATE_INFO;

VulkanInformationStructure.pApplicationInfo =
&BApplicationInformationLocal;

auto localRequiredExtensions = GetExtentions();

VulkanInformationStructure.enabledExtensionCount
static_cast<uint32_t>(localRequiredExtensions.size());

VulkanInformationStructure.ppEnabledExtensionNames
localRequiredExtensions.data();
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VkDebugUtilsMessengerCreateInfoEXT
VKDebugInformationStructure;
if (areValidationLayersEnabled)

{

VulkanInformationStructure.enabledLayerCount
static_cast<uint32_t>(nValidationLayersHandler.size());

VulkanInformationStructure.ppEnabledLayerNames
nValidationLayersHandler.data();

RearrangeDBManagerCInformation(VKDebugInformationStructur
e);

VulkanInformationStructure.pNext =
(VkDebugUtilsMessengerCreateInfoEXT
*)&VKDebugInformationStructure;

¥

else

{
VulkanInformationStructure.enabledLayerCount = 0;
VulkanInformationStructure.pNext = nullptr;

¥

if (vkCreateInstance(&ulkanInformationStructure,

nullptr, &inst) != VK_SUCCESS) {
BAOFATAL(EReportCodes: :VINST_FAILURE, "Faield to
create a VInformationStructureInstance", true);

}

DoesGflwRequiresInstanceExtension();

}

void BDevice::ChoosePhysDevice()

{

uint32_t NumberOfDevices = 0;

vKkEnumeratePhysicalDevices(inst, &NumberOfDevices,
nullptr);

if (NumberOfDevices == 0)

{
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BAOFATAL(EReportCodes: :GPU_FAILURE, "Faield to

find GPU with Vulkan support", true);

}

std::cout << "Device count: " << NumberOfDevices <<
std::endl;

std: :vector<VKkPhysicalDevice>
vDevices(NumberOfDevices);

vKkEnumeratePhysicalDevices(inst, &NumberOfDevices,
vDevices.data());

for (const auto &GetDevice : vDevices)

{
if (IsCurrentDeviceAcceptable(GetDevice))
{
phDevice = GetDevice;
break;
}
}

if (phDevice == VK_NULL_HANDLE)
{
BAOFATAL(EReportCodes: :GPU_FAILURE, "Faield to
find GPU", true);
}

vkGetPhysicalDeviceProperties(phDevice,
&PhysDeviceProperties);

std: :cout << "physical device: " <<
PhysDeviceProperties.deviceName << std::endl;

}

void bao::BDevice::AssemblylLogicDevice()
{

bao: :QueuedIndecies indices =
LookForQueuedFamilies(phDevice);

std: :vector<VkDeviceQueueCreateInfo>
CreatedQueueInformation;
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std: :set<uint32_t> uniqueQueueFamilies =
{indices.GraphicsProcessingUnitFamily,
indices.CurrentFamily};

float queuePriority = 1.0f;
for (uint32_t queueFamily : uniqueQueueFamilies)
{
VkDeviceQueueCreateInfo DeviceInformationQueue =
i}
DeviceInformationQueue.sType =
VK_STRUCTURE_TYPE_DEVICE_QUEUE_CREATE_INFO;
DeviceInformationQueue.queueCount = 1;
DeviceInformationQueue.queueFamilyIndex =
queueFamily;
DeviceInformationQueue.pQueuePriorities =
&queuePriority;

CreatedQueueInformation.push_back(DeviceInformationQueue)
i

}

VKkPhysicalDeviceFeatures deviceFeatures = {};
deviceFeatures.samplerAnisotropy = VK_TRUE;

VkDeviceCreateInfo VKLocalDeviceInformation = {};
VKLocalDeviceInformation.sType =
VK_STRUCTURE_TYPE_DEVICE_CREATE_INFO;

VKLocalDeviceInformation.queueCreateInfoCount =
static_cast<uint32_t>(CreatedQueueInformation.size());

VKLocalDeviceInformation.pQueueCreateInfos =
CreatedQueueInformation.data();

VKLocalDeviceInformation.pEnabledFeatures =
&deviceFeatures;

VKLocalDeviceInformation.enabledExtensionCount =
static_cast<uint32_t>(deviceExtensions.size());
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VKLocalDeviceInformation.ppEnabledExtensionNames
deviceExtensions.data();

if (areValidationLayersEnabled)
{
VKLocalDeviceInformation.enabledLayerCount =
static_cast<uint32_t>(nValidationLayersHandler.size());
VKLocalDeviceInformation.ppEnabledLayerNames
nValidationLayersHandler.data();

}
else
{
VKLocalDeviceInformation.enabledLayerCount = 0;
¥
if (vkCreateDevice(phDevice,
&VKLocalDeviceInformation, nullptr, &pDevice) =

VK_SUCCESS) {
BAOFATAL(EReportCodes: :LDP_FAILURE, "Faield to
create logical device", true);

}

vkGetDeviceQueue(pDevice,
indices.GraphicsProcessingUnitFamily, 0, &pGQueue);

vkGetDeviceQueue(pDevice, indices.CurrentFamily, O,
&pPresentQueue) ;

}

void BDevice: :AssemblyPoolOfCommands()
{

QueuedIndecies bQueueIndiciesOfFamily =
LookForPhysDeviceFamilies();

VkCommandPoolCreateInfo VKPoolOfCommandsInfo = {};

VKPoolOfCommandsInfo.sType =
VK_STRUCTURE_TYPE_COMMAND_POOL_CREATE_INFO;

VKPoolOfCommandsInfo.flags =
VK_COMMAND_POOL_CREATE_TRANSIENT_BIT
VK_COMMAND_POOL_CREATE_RESET_COMMAND_BUFFER_BIT;
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VKPoolOfCommandsInfo.queueFamilyIndex =
bQueueIndiciesOfFamily.GraphicsProcessingUnitFamily;

if (vkCreateCommandPool(pDevice,
&VKPoolOfCommandsInfo, nullptr, &cPool) != VK_SUCCESS)

{
BAOFATAL(EReportCodes: :VCP_FAILURE, "Faield to
create command pool", true);

}
}
void BDevice::AssemblySurfaceInformation()
{
window.createSurfaceForBWindow(inst, &pSurface);
}

bool BDevice::IsCurrentDeviceAcceptable(VKkPhysicalDevice
GetDevice)

{

QueuedIndecies LocalQueueIndiciesOfFamily
LookForQueuedFamilies(GetDevice);

bool extensionsSupported =
LookForDivesExtentionsAcceptance(GetDevice);

bool swapChainAdequate = false;
if (extensionsSupported) {
SupportedChainSwappersInformation
swapChainSupport =
queryChainSwappersAcceptance(GetDevice);
swapChainAdequate =
I'swapChainSupport.vKHRFormats.empty() &&
I'swapChainSupport.VCurrentModes.empty();

}

VKPhysicalDeviceFeatures
ListOfSupportedDeviceFeatures;

vkGetPhysicalDeviceFeatures(GetDevice,
&ListOfSupportedDeviceFeatures);
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return LocalQueueIndiciesOfFamily.isComplete() &&
extensionsSupported && swapChainAdequate &&

ListOfSupportedDeviceFeatures.samplerAnisotropy;

}

void
BDevice: :RearrangeDBManagerCInformation(VkDebugUtilsMesse
ngerCreateInfoEXT &createInfo)
{
createInfo = {};
createInfo.sType =
VK_STRUCTURE_TYPE_DEBUG_UTILS_MESSENGER_CREATE_INFO_EXT;
createInfo.messageType =
VK_DEBUG_UTILS_MESSAGE_TYPE_GENERAL_BIT_EXT |

VK_DEBUG_UTILS_MESSAGE_TYPE_VALIDATION_BIT_EXT |

VK_DEBUG_UTILS_MESSAGE_TYPE_PERFORMANCE_BIT_EXT;
createInfo.messageSeverity =
VK_DEBUG_UTILS_MESSAGE_SEVERITY_WARNING_BIT_EXT |

VK_DEBUG_UTILS_MESSAGE_SEVERITY_ERROR_BIT_EXT;
createInfo.pUserData = nullptr;
createInfo.pfnUserCallback = debugCallback;

}
void BDevice: :AssemblyDBManager()
{
if (lareValidationLayersEnabled)
{
return;
}

VKkDebugUtilsMessengerCreateInfoEXT
LocalDebugUtilsCreateInformation;
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RearrangeDBManagerCInformation(LocalDebugUtilsCreateInfor
mation);

if (CreateDebugUtilsMessengerEXT(inst,
&LocalDebugUtilsCreateInformation, nullptr,
&bMessageDebug) != VK_SUCCESS)

{

BAOFATAL(EReportCodes: :DEBUGMES_FAILURE, "Faield
to setp debug messenger", true);
}
}

bool BDevice: :DoesSupportVKValidationLayers()
{
uint32_t layerCount;
vkEnumerateInstancelLayerProperties(&layerCount,
nullptr);

std: :vector<VkLayerProperties>
availablelLayers(layerCount);

vkEnumerateInstancelLayerProperties(&layerCount,
availablelLayers.data());

for (const char *NameForLayer
nValidationLayersHandler)
{

bool exactLayer = false;

for (const auto &lLayerProps : availablelLayers)

{
if (strcmp(NameForLayer,
LayerProps.layerName) == 0)
{

exactlLayer = true;
break;
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if (!exactLayer)

{

return false;

}

return true;

std: :vector<const char*> BDevice::GetExtentions()
{

uint32_t glfwAmountOfExtensions = 0;

const char **glfwExtensions;

glfwExtensions =
glfwGetRequiredInstanceExtensions(&glfwAmountOfExtensions

);

std::vector<const char*> vExtentions(glfwExtensions,
glfwExtensions + glfwAmountOfExtensions);

if (areValidationLayersEnabled)
{

vExtentions.push_back(VK_EXT_DEBUG_UTILS_EXTENSION_NAME);
}

return vExtentions;

void BDevice: :DoesGflwRequiresInstanceExtension()
{
uint32_t localExtensionsAmount = 0;
vkEnumerateInstanceExtensionProperties(nullptr,
&localExtensionsAmount, nullptr);
std: :vector<VKExtensionProperties>
vLocalExtensions(localExtensionsAmount);
vkEnumerateInstanceExtensionProperties(nullptr,
&localExtensionsAmount, vLocalExtensions.data());

std::cout << "obtained extensions:" << std::endl;
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std: :unordered_set<std::string> sExtentionsToPrint;
for (const auto &extension : vLocalExtensions)

{

std::cout << "\t" << extension.extensionName <<
std::endl;

sExtentionsToPrint.insert(extension.extensionName);

}

std: :cout << "needed extensions:" << std::endl;
auto requiredExtensions = GetExtentions();
for (const auto &required : requiredExtensions)

{

std::cout << "\t" << required << std::endl;

if (sExtentionsToPrint.find(required) ==
sExtentionsToPrint.end())
{

BAOFATAL (EReportCodes: :GLFW_FAILURE, "Missing
GLFW", true);
}
}

bool
BDevice: :LookForDivesExtentionsAcceptance(VKkPhysicalDevic
e GetDevice) {
uint32_t localExtensionsAmount;
vKkEnumerateDeviceExtensionProperties(GetDevice,
nullptr, &localExtensionsAmount, nullptr);

std: :vector<VKExtensionProperties>
vExtentionsToPrint(localExtensionsAmount);

vkEnumerateDeviceExtensionProperties(GetDevice,
nullptr, &localExtensionsAmount,
vExtentionsToPrint.data());
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std: :set<std::string>
sRequiredExtensions(deviceExtensions.begin(),
deviceExtensions.end());

for (const auto &extension : vExtentionsToPrint)

{

sRequiredExtensions.erase(extension.extensionName);

}

return sRequiredExtensions.empty();

}

QueuedIndecies
BDevice: :LookForQueuedFamilies(VKkPhysicalDevice
GetDevice)

{

QueuedIndecies LocalQueueFamilyIndicies;

uint32_t queueFamilyCount = 0;
vkGetPhysicalDeviceQueueFamilyProperties(GetDevice,
&queueFamilyCount, nullptr);

std: :vector<VkQueueFamilyProperties>
vFamilyOfQueues(queueFamilyCount);

vkGetPhysicalDeviceQueueFamilyProperties(GetDevice,
&queueFamilyCount, vFamilyOfQueues.data());

int iterator = 0;
for (const auto &queueFamily : vFamilyOfQueues)

{

if (queueFamily.queueCount > 0 &&
queueFamily.queueFlags & VK_QUEUE_GRAPHICS_BIT)
{

LocalQueueFamilyIndicies.GraphicsProcessingUnitFamily
iterator;

LocalQueueFamilyIndicies.doesGPUFamilyOwnsAValue = true;
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VkBool132 bIsSupportedPresently = false;
vkGetPhysicalDeviceSurfaceSupportKHR(GetDevice,
iterator, pSurface, &bIsSupportedPresently);

if (queueFamily.queueCount > 0 &&
bIsSupportedPresently)
{

LocalQueueFamilyIndicies.CurrentFamily
iterator;

LocalQueueFamilyIndicies.doesCurrentFamilyOwnsAValue
true;

}

if (LocalQueueFamilyIndicies.isComplete())
{
break;

}

iterator++;

}

return LocalQueueFamilyIndicies;

SupportedChainSwappersInformation
BDevice: :queryChainSwappersAcceptance(VKkPhysicalDevice
GetDevice)
{
SupportedChainSwappersInformation
ChainSwapperSupportDetails;
vkGetPhysicalDeviceSurfaceCapabilitiesKHR(GetDevice,
pSurface, &ChainSwapperSupportDetails.KHRCapabilities);

uint32_t FormatCounter;
vkGetPhysicalDeviceSurfaceFormatsKHR(GetDevice,
pSurface, &FormatCounter, nullptr);
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if (FormatCounter != 0)
{

ChainSwapperSupportDetails.vKHRFormats.resize(FormatCount
er);

vkGetPhysicalDeviceSurfaceFormatsKHR(GetDevice,
pSurface, &FormatCounter,
ChainSwapperSupportDetails.vKHRFormats.data());

}

uint32_t PresentisedModeAmount;
vkGetPhysicalDeviceSurfacePresentModesKHR(GetDevice,
pSurface, &PresentisedModeAmount, nullptr);

if (PresentisedModeAmount != 0)

{

ChainSwapperSupportDetails.VCurrentModes.resize(Presentis
edModeAmount) ;

vkGetPhysicalDeviceSurfacePresentModesKHR(GetDevice,
pSurface, &PresentisedModeAmount,
ChainSwapperSupportDetails.VCurrentModes.data());

}

return ChainSwapperSupportDetails;

}
VKkFormat BDevice: :LookForSupportedVKFormat(const
std: :vector<VkFormat> &vCandidates, VkImageTiling

VkImgTiling, VKFormatFeatureFlags VkFeatureFlags)
{
for (VKkFormat format : vCandidates)
{
VKFormatProperties LocalProperties;
vkGetPhysicalDeviceFormatProperties(phDevice,
format, &LocalProperties);
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if (VKkImgTiling == VK_IMAGE_TILING_LINEAR &&
(LocalProperties.linearTilingFeatures & VKFeatureFlags)
== VKkFeatureFlags)
{
return format;
}
else if (VKImgTiling == VK_IMAGE_TILING_OPTIMAL
&& (LocalProperties.optimalTilingFeatures &
VKkFeatureFlags) == VKFeatureFlags)
{
return format;
}
}
BAOFATAL (EReportCodes: : FORMAT_FAILURE, "Faield to

find supported format", true);

¥

uint32_t BDevice: :LookForMemType(uint32_t Filter,
VkMemoryPropertyFlags VKkMemProperties)

{

VKkPhysicalDeviceMemoryProperties
PhysDeviceMemProperties;

vkGetPhysicalDeviceMemoryProperties(phDevice,
&PhysDeviceMemProperties);

for (uint32_t iterator = 0; iterator <
PhysDeviceMemProperties.memoryTypeCount; iterator++)
{
if ((Filter & (1 << iterator)) &&
(PhysDeviceMemProperties.memoryTypes[iterator].propertyFl
ags & VKkMemProperties) == VKMemProperties)
{

return iterator;

}
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BAOFATAL(EReportCodes: :MEM_FAILURE, "Faield to find
suitable mem type", true);

}

void BDevice::CreateBBuffer( VkDeviceSize DeivceSize,
VkBufferUsageFlags UsageFlags, VkMemoryPropertyFlags
VKkMemProperties,

VKkBuffer &Buffer,
VkDeviceMemory &DeviceMemBuffer)

{
VKkBufferCreateInfo CreatedLocalBufferInformation{};

CreatedLocalBufferInformation.usage = UsageFlags;
CreatedLocalBufferInformation.sType =
VK_STRUCTURE_TYPE_BUFFER_CREATE_INFO;
CreatedLocalBufferInformation.sharingMode =
VK_SHARING_MODE_EXCLUSIVE;
CreatedLocalBufferInformation.size = DeivceSize;

if (vkCreateBuffer(pDevice,
&CreatedLocalBufferInformation, nullptr, &Buffer) I=
VK_SUCCESS)
{
BAOFATAL(EReportCodes: :VERTEX_FAILURE, "Faield to
create vertex buffer", true);

}

VKkMemoryRequirements LocalMemoryRequirments;
vkGetBufferMemoryRequirements(pDevice, Buffer,
&LocalMemoryRequirments);

VkMemoryAllocateInfo LocalMemAllocationInformation{};

LocalMemAllocationInformation.sType =
VK_STRUCTURE_TYPE_MEMORY_ALLOCATE_INFO;

LocalMemAllocationInformation.allocationSize =
LocalMemoryRequirments.size;

LocalMemAllocationInformation.memoryTypeIndex =
LookForMemType(LocalMemoryRequirments.memoryTypeBits,
VkMemProperties);
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if (vkAllocateMemory(pDevice,
&LocalMemAllocationInformation, nullptr,
&DeviceMemBuffer) != VK_SUCCESS)

{

BAOFATAL(EReportCodes: :VMEM_FAILURE, "Faield to
alloc vertex buf mem", true);

}

vkBindBufferMemory(pDevice, Buffer, DeviceMemBuffer,
0);
}

VkCommandBuffer BDevice::StartExecutingSTimeCmds()
{
VkCommandBufferAllocateInfo
LocalCommandBufferInformationAllocation{};
LocalCommandBufferInformationAllocation.sType
VK_STRUCTURE_TYPE_COMMAND_BUFFER_ALLOCATE_INFO;
LocalCommandBufferInformationAllocation.commandPool
cPool;

LocalCommandBufferInformationAllocation.commandBufferCoun
t =1,

LocalCommandBufferInformationAllocation.level =
VK_COMMAND_BUFFER_LEVEL_PRIMARY;

VkCommandBuffer LocalCommandBuffer;
vkAllocateCommandBuffers(pDevice,
&LocalCommandBufferInformationAllocation,

&LocalCommandBuffer) ;

VkCommandBufferBeginInfo
VkBufferBeginLookingForInformation{};

VKkBufferBeginLookingForInformation.sType =
VK_STRUCTURE_TYPE_COMMAND_BUFFER_BEGIN_INFO;

VKkBufferBeginLookingForInformation.flags =
VK_COMMAND_BUFFER_USAGE_ONE_TIME_SUBMIT_BIT;
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vkBeginCommandBuffer(LocalCommandBuffer,
&VKkBufferBeginLookingForInformation);

return LocalCommandBuffer;

}

void BDevice: :StopExecutingSTimeCmds (VkCommandBuffer
VkBufferOfCommands)

{

vkEndCommandBuffer(VkBufferOfCommands) ;

VKkSubmitInfo VKkLocalInformationForSumbittion{};

VkLocalInformationForSumbittion.sType =
VK_STRUCTURE_TYPE_SUBMIT_INFO;

VKLocalInformationForSumbittion.commandBufferCount

1;

VKLocalInformationForSumbittion.pCommandBuffers
&VKBufferOfCommands;

vkQueueSubmit(pGQueue, 1,
&VKkLocalInformationForSumbittion, VK_NULL_HANDLE);
vkQueueWaitIdle(pGQueue);

vkFreeCommandBuffers(pDevice, cPool, 1,
&VKBufferOfCommands) ;
}

void BDevice: :BufferCopyFun(VkBuffer VKkSourceBuffer,
VKkBuffer VkDestinationBuffer, VkDeviceSize VKDeviceSize)
{

VkCommandBuffer commandBuffer =
StartExecutingSTimeCmds();

VkBufferCopy copyRegion{};

copyRegion.srcOffset = 0;

copyRegion.dstOffset = 0;

copyRegion.size = VkDeviceSize;

vkCmdCopyBuffer(commandBuffer, VkSourceBuffer,
VkDestinationBuffer, 1, &copyRegion);
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StopExecutingSTimeCmds(commandBuffer);
}

void BDevice: :BufferCopyToImageFun(VKkBuffer buffer,
VkImage image, uint32_t width, uint32_t height, uint32_t
layerCount)
{

VkCommandBuffer VKkLocalCommandBuffer =
StartExecutingSTimeCmds();

VkBufferImageCopy VKBufferImageRegionLocal{};
VKkBufferImageRegionLocal.bufferOffset = 0;
VKkBufferImageRegionLocal.bufferImageHeight = 0;
VKkBufferImageRegionLocal.bufferRowLength = 0;

VKkBufferImageRegionLocal.imageSubresource.aspectMask
= VK_IMAGE_ASPECT_COLOR_BIT;

VkBufferImageRegionLocal.imageSubresource.baseArraylLayer
:@;
VKkBufferImageRegionLocal.imageSubresource.mipLevel =

0;

VKkBufferImageRegionLocal.imageSubresource. layerCount
= layerCount;

VkBufferImageRegionLocal.imageOffset = {0, 0, 0};

VkBufferImageRegionLocal.imageExtent = {width,
height, 1};

vkCmdCopyBufferToImage(VKLocalCommandBuffer, buffer,
image, VK_IMAGE_LAYOUT_TRANSFER_DST_OPTIMAL, 1,
&VKkBufferImageRegionLocal);

StopExecutingSTimeCmds(VKkLocalCommandBuffer);

}
void BDevice: :AssemblyImageWithInformationFun(const
VkImageCreateInfo &VkImageInformation,

VkMemoryPropertyFlags VkMemProperties,
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VkImage &VkImg,
VkDeviceMemory &VKImgMem)
{
if (vkCreateImage(pDevice, &kImageInformation,
nullptr, &kImg) != VK_SUCCESS)

{
BAOFATAL(EReportCodes: :ASSEMBLY_FAILURE, "Failed
to assembly", true);

}

VKkMemoryRequirements memRequirements;
vkGetImageMemoryRequirements(pDevice, VKImg,
&memRequirements);

VkMemoryAllocateInfo allocInfo{};

allocInfo.sType =
VK_STRUCTURE_TYPE_MEMORY_ALLOCATE_INFO;

allocInfo.allocationSize = memRequirements.size;

allocInfo.memoryTypeIndex =
LookForMemType(memRequirements.memoryTypeBits,
VkMemProperties);

if (vkAllocateMemory(pDevice, &allocInfo, nullptr,
&kImgMem) != VK_SUCCESS)
{
BAOFATAL(EReportCodes: :IMEM_FAILURE, "Faield to
allocate image memory", true);

}

if (vkBindImageMemory(pDevice, VkImg, VKImgMem, 0) !=
VK_SUCCESS)
{
BAOFATAL(EReportCodes: : IMEMBIND_FAILURE, "Faield
to bind image memmory", true);
}
}
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HauioHaAbHWIA YHIBEpCUTET «3anopisbka NoAITEXHIKa»

Kadeppa nporpamHumx 3acobis

[TPOrPAMHA PEAANISALIIA
ITrPOBOIO PYLUIA ANA

WINDOWS

3aB.KadeADOI0, NPoHecop

Pucynox b.1 — Crnaiin 1

IHpopMmaLia npo pobdoty

m  O0’eKT AOCAIAXKEHHA: NPOLEC CTBOPEHHA IFPOBOro pyLuUina.

boraas BEHAOQ

Ceprii CYBBOTIH

m  MeTa poboTu: BUABKUTH, AOCAIAMTH Ta MPOAMBUTMCE NPOLLEC CTBOPEHHSA irpoBOro
pywis. AOCAIAWTM apXiTEKTYpPY IFPOBOro pyLUIA, TUNK Ta NPU3HAYEHHA CTPYKTYPHUX
KOMMOHEHTIB. CTBOPWTH GBI 0COBUCTHI irpOBUIA YLLK

m  3aBAaHHA Ha AMMAOMHY poboTy:

1)
2)
3)
4)
5)

AHanis npeaMeTHOT obAacTi

AHaAI3 Ta NOPIBHAHHA ICHYOUYKX pilUEHb
BuvBYEHHA Ta aHaAI3 AiTepaTypy
[poeKTyBaHHA NPOrpamMHoOro 3acTOCYHKY
CTBOpPEHHSA NPOrpamMHoOro 3acTOCYHKY
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MNpadivHwui pywin

OcHoBHa moBa
nporpamysBaHHs

HaGopu sexroprux
IHCTPYKUiA

Miarpumka meroais
BUPIBHIOBAHHA AaHNX
Y BEKTOpPHOMY
npocropi

Miarpumka iHCTPyKUin
po3napanenioBaHHA
onepauin

Mapametp wewakoaii

CknafHicTb

MOPIBHAHHSA INPPOBUX PYLUIIB

Unreal Engine 4

Unreal Engine 4
rendering
architecture

SSE, SSE-2, SSE-3,
SSE-4, AVX, AVX-2

Perynsipizauis
narepHy
BeKTopuaauil,
moauddikauis "nin-
nynis”

Unreal Engine 5

Unreal Engine 5
renderer

SSE, SSE-2, SSE-3,
SSE4, AVX, AVX-2,
AVX-512

Perynsipiaauis
narepHy
BeKTopuaauir,
moaudpikauis "nin-
nynis”

Unity Engine

SSE, AVX, AVX-2

BiacyrtHi
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MOPIBHAHHA MOB MNMPOrPAMYBAHHA

C++

Bucokwii

Bucoka

HasBHicTb 361pava cmiTTs

Tunizauis

PiseHb

Anokauif nam'aTi

CratnyHa

Husbkuid + Bucokuia

MporpamicTom

C#

CepepHit

CepepnHs

Tak

CratnuHa

Bucokuid

ABTOMaTW4YHa
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Godot Engine

Godot Engine
rendering engine

SSE-2, SSE-3

BiacyrHi

Python

Hu3abkmin

Hu3abka

Tak

[vHamiyHa

Bucokwid

ABTOMaTWYHa




OpieHTOBaHICTb Ha NOTOKN

Tun API

MokasHuk wauakopait

MiaTpumka acuHxpoHHOi 06pobky iHcbopmaLii

PiBeHb focTyny Ao anapaTtHUX pecypcis

MOPIBHAHHA MPA®IYHUX BIBNIOTEK

VULKAN

Tak

HuabkopiBHeBwit

Bucokuii

Tak

Mpsimuin
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BukopoisHeBUi
3anexuTb Big iMnneMeHTauii
Hi

Ob6mexeHu

[igTpMMKa BUKOPUCTAHHS MYNBTUNOTOKY Tak

MepeHocumicTb Ge3 nopTyBaHHs Tak

MiaTpumka reoMeTpuYHUX Wenaepis Tak

Nigrpumka mynsTunnatgopmeHoi 06pobku
rpadiyHoi iHdopmauii
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Y3aranbHeHa apXiTektypa irpoBoro pyLuis

IFPOBMA PYLLIA

CUEHA

PYLLI

DIZAHHAA
PYLIA

MATEMATU4HWAA
PYLLIW

TPADINHAA
IHTEPOEWC

OCHOBHWIA
UMKn

MEPEXEBAA PYLLIA
PYLLIA E®EKTIB
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IHTENEKTYATNLHUA
PYLLIA




ApxiTeKTypa po3pobAEHOro irpoBoro pyLum

OAHUHWLY TPAHCISALUT "BMCOKOIO PIBHA™
BIO
KOPWUCTYBAYA
OAMHALYI TPAHCIAL “NEPEXIAHONO PIBHA™
N 1
TPAHCIAL BIANOBIAb
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CxemMa NoToKy BiAnOOPaXeHHS
iIHpopMaLii y po3pobAeHOMY 3aCTOCYHKY

MOTIK
BAO_Device BIJOBPAXXEHHHA
BAO_Renderer |H(DOPMALU|

BGameOblects| | KOPUCTYBAYY

BAO_Window

Width
Height
ResizedFrame

WindowName

BWindow

BDevice
BChainSwap
BCommandBuffe 8
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YactuHu peHaepy

m Lleiaep - WerHAEPOM HAa3UBAETLCA NPUMITUBHA I I
nporpamMa AAA BidyaAbHOTO BH3HAYEHHA NoBepxHi 06'ekTa

m  [padiyHuiA nalinAaiiH - NOCAIAOBHICTb eTaniB NPOLLECY BIATBOPEHHA rpadiuHKx 300 paxeHsb, Lo
BiABYBaETLCA Y rpadiyHOMy NpoUecopi KoMn'totepa

b _
ymﬁﬁ;:ﬁ;““ " 36upanbHnk BBOAY Weiigep BeplumH MporpamyeTeest
MoenHaHHs Konbopis LWeiinep dparmeHTiB Pacrepisauis CTBOD'OE_;T"CH
CaMocCTiliHO
9
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OBPOEBINEHA OBPOBIEHA

IHOOPMALUSA
Enement 1 Enemenr 1
Enement 2 Enemenr 2

Enement 3 EnemenT 3

EnemenT 4 EnemenT 4
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MopiBHAHHA NPOrPaMHOTO PiLLIEHHS 3 KpaLwuM pyLUiEM

BAO_Engine Unreal Engine 5

LiHa besKoLTOBHMIA 5% Big goxogy rpw

®yHKUioHan MeHwwuia 3a Unreal Engine 5 Lnpokuia

MigTpymka RT Tak Tak

Bara BioHocHo mana Benuka

HasgHicTb 6ibniotek gnsa pobotu
3i LUTYYHWUM IHTENEKTOM
HaseHicTb cuctemu BisyanbHoro
CKPINTUHTY

Hi Tak
Hi Tak
OcHoBHa MOBa nporpamyBaHHs C++

BukopuctaHus nam'ati O3I1 [lye Benuka

MigTpMmka MoXnMBoCTi

KOMNIinAWii Wwenaepis y paHTanMi Hi
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BUCHOBOK

m [liz yac BUKOHAHHS [I0CTABICHOIO 3aBJIAHH, Oy/IO YCHIIIHO
PO3pO0ICHO NPOrpaMHHuii 3aCTOCYHOK THITY «irpOBHii pyniii,
1110 37AaTHUI NPUIIMATH KOPHCTYBALbKUH BBI,E[ Ta BI3yaJIbHO
B1100pakat rpadidHy 1H§00pMau1}o TOB’s3aHY 3 00’ €KTaMH
pernepy. IrpoBwii pymiii cIpaBHO MPAIIOE M yNPaBIiHHAM
onepauiinoi cucreMn Windows. TTpore NOTPIOHO 3a3HAYMTH,
1110 CTBOPEHHUH IrPOBHH PYILIii Mae CBOT 0COOMCTI sIK MIepeBary,
TaK 1 HeloNiKK. JI0 OCHOBHHUX HE0MIKOB MOKHA BIJHECTH
KaracTpo(ivHO Manuii GyHKIIOHAN y MOPIBHAHHI 3
ICHYIOUMMH PILIICHHAMH, Ta BIACYTHICTb LIUPOKOTO CIICKTPY
OnTUMI3alifHUX npuiiomiB ki npucyTHi y Unreal Engine 5,
110 € HAMKPAIMM ITPOBMM PYLIIEM BHXOASYH 3 BHCHOBKY
HEpIIOi YACTHHU JTUILIOMHOI poOOTH
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