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OOG’eKT JIOCHIKEHHS — TPOIEC MOJACTIOBAaHHS JAWHAMIYHUX CHCTEM 3a
JIOTIOMOTOI0 KJIITHHHUX aBTOMATIB, 110 0a3yIOThCS HA MPOCTUX MpaBUIIaX B3a€MOIIT MiXkK
€JIEMEHTAaMU CHCTEMHU.

[IpeameTr pOCHIKEHHS — METOAUM Ta IHCTPYMEHTH MpOrpamMyBaHHS, SKi
BUKOPHUCTOBYIOTHCS ISl CTBOPEHHSI CUMYJISLIIM.

Mera po6oTtu — po3poOka koM toTepHoi cumyisiii “I'pa XKutrsa” Konges, 110
JI03BOJISIE JTOCHIIUTH 3aKOHOMIPHOCTI PO3BUTKY CHCTEM 13 MPOCTUMU MpPaBHIIAMHU
B3a€MOJli Ta MPOAEMOHCTPYBaTH MPHUHIMUIKN CaMOOpraHizamii y JUCKPETHOMY
CEpEIOBHIIII.

Marepianu, METO/IM Ta TEXHIYHI 3aCO0U: 00’ €KTHO-OPI€EHTOBAHE ITPOTrPaMyBaHHS,
MoBa TiporpamyBaHHs C++, iHTerpoBaHe cepeaoBuile po3pooku Visual Studio, meta-
build cucrema CMake, irpoBuii pyuriit Godot, nepcoHanbHUNA KOMIT IOTEP 3 MIPOLIECOPOM
AMD Ryzen 7 5700U nix ynpaBiiHHsIM onepauiiiHoi cuctemu Microsoft Windows 10,
O3V 8I'b.

Pesynbrat. Po3pobneno xomm’rotepHy cumyssiiio “I'pa Xurra” Kouses, ska
JT03BOJISIE PO3TIISAIATH MTPOLIEC CTBOPEHHS Ta 3HUILEHHS KUTTS, CTBOPIOBATH CBOI ATEPHU
Ta aHaII3yBaTH 1X MOBEIIHKY.

BucHoBku. byno mpoBemneHO MOCHIIKEHHS METOIIB MPOrpamMHOi po3pOoOKH
KOMIT'IOTEPHOT CHUMYJIALIL 3 BHKOPUCTaHHAM irpoBoro pymiss Godot Ta MoBuU
nporpamyBanHs C++.

l'ay3p BHKOpHCTaHHS — Taly3b pO3Bar, OCBITM Ta JOCTIIKEHb y cdepi

KOMIT IOT€PHUX 1TOp Ta CUMYJISITIH.



ABSTRACT

Explanatory note to the diploma qualifying work of the master: 140 pages, 6

tables, 47 figures, 2 appendixes, 24 sources.

2D SIMULATION, GAME ENGINE, DEVELOPMENT ENVIRONMENT, API,
C++, GODOT, SANDBOX, UL

The object of research is the process of modeling dynamic systems using cellular
automata, which are based on simple rules of interaction between system elements.

The subject of research is programming methods and tools used to create
simulations.

The purpose of the work is to develop a computer simulation of Conway’s “Game
of Life”, which allows to investigate the patterns of development of systems with simple
rules of interaction and demonstrate the principles of self-organization in a discrete
environment.

Materials, methods and tools: object-oriented programming, C++ programming
language, Visual Studio integrated development environment, CMake meta-build system,
Godot game engine, personal computer with AMD Ryzen 7 5700U processor running
Microsoft Windows 10 operating system, 8GB RAM.

Results. A computer simulation of Conway’s “Game of Life” has been developed,
which allows us to consider the process of creation and destruction of life, create our own
patterns, and analyze their behavior.

Conclusions: A study was conducted on computer simulation software
development methods using the Godot game engine and the C++ programming language.

The field of use is the field of entertainment, education, and research in the field

of computer games and simulations.
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BCTYII

CyuyacHi 1HdoOpMaIliiiHi TEXHOJOT1i BIJKPUBAIOTh IIUPOKI MOMJIMBOCTI IS
MOJICJTIOBaHHS CKJIQAHUX CHCTEM 1 IPOILECIB 32 JOMIOMOTOI0 KOMIT FOTEPHHUX CUMYJISIIIH.
Taki cumMyssiii J03BOJISIIOTH BIATBOPIOBATH, JIOCIIKYBAaTH Ta aHAII3yBaTH SBUINA, SKi
CKJIaJIHO a00 HEMOXIJIMBO CIIOCTEpiraTé Oe3MocepeHb0 y peanbHOMY CBITI. Bonnu
BUKOPUCTOBYIOTHCSI Y HaWpI3HOMAaHITHINIMX Tramy3sXx — BiJI (i3uku, Oionorii Ta
€KOHOMIKH JIO COIII0JIOT1 Ta IITYYHOIO 1IHTEJICKTY.

CTBOpEHHSI KOMII'IOTEPHUX CUMYISLIN Ja€ 3MOTy BUSBIISATH 3aKOHOMIPHOCTI y
MOBE/IIHIII CUCTEM, IMPOTHO3YBaTH iX PO3BHUTOK, a TaKOX IEPEBIPATH TimoTe3u Oe3
HEOOX1JTHOCT1 TIPOBEACHHS JIOPOTUX a00 TPUBAIUX EKCIEPUMEHTIB. 30KpeMa, BaXKIIMBE
MICIIE cepe]l TAKUX MOJIeNIel 3aiiMatoTh KIITHHHI aBTOMAaTH — MaTeMaTU4H1 CTPYKTYpH,
10 J03BOJISIIOTH JOCHIIKYBAaTH €BOJIIOLII0 CHCTEM 13 BEJIMKOKO KiJIBKICTIO TPOCTHX
€JIEMEHTIB, SIK1 B3aEMOIIOTh M3k COO0I0 32 BUBHAYCHUMH MTPABHIIAMHU.

AKTYaJIbHICTh TEMH IIOJISITAE y TOMY, IIO CTBOPEHHSI IPOTPaMHUX peati3alliif
NMoAIOHUX MOJENeH Mae SIK HayKOBY, TaK 1 MPAKTUYHY I[IHHICTh. 3 OJHOTO OOKY, II€ Ja€
MOKJIUBICTh BUBYATH (YHIAMEHTAIbHI TPHUHIIMIN PO3BUTKY CHCTEM, a 3 1HIIOTO —
CIIyI'y€ HAaBYIbHUM I1HCTPYMEHTOM JIsI JE€MOHCTpAlii Mii MPOCTUX aJrOPUTMIB, IO
MPU3BOIATH 10 Hemepen0aqyBaHUX 1 IIKaBUX pe3yNbTaTiB. TakuM YUHOM, JTOCIIKSHHS,
MPUCBSYCHE peatizallii Ta aHai3y KIITHHHUX aBTOMArTiB, 30KpemMa mozenen tumy “ITpa
Kutts”, € CBO€YaCHHMM 1 BRXKJIMBUM Y KOHTEKCTI PO3BUTKY CYYaCHUX MiIXOMIB IO
KOMIT FOTEPHOTO MOJICTFOBAHHS Ta IMTYYHOTO 1HTEIICKTY.

JIJist TOCATHEHHS MOCTABIEHOT METH Y pOOOTI BU3HAYAIOTHCS HACTYIIHI 3aBAaHHS:

- IPOaHaJII3yBaTH TEOPETHUYHI OCHOBH KJIITUHHUX aBTOMATIB Ta iX 3aCTOCYBAaHHS
y MOJICJTFOBAaHHI CKJIAJTHUX CUCTEM;

- O3HAMOMUTHCS 3 MPUKIATAMU ICHYIOUUX MOJENIed Ta MiIXOAIB 10 MOOYA0BH
CUMYJISIIIHN;

- po3poOUTH anTOpUTM (PYHKIIIOHYBaHHS KJIITUHHOTO aBTOMAara BiJIMOBIJHO IO
oOpaHuX MpaBUIL;

- peamnizyBatu 113 13 MOXKIMBICTIO Bi3yasti3allii MpoIeCcy €BOIOIT AaTEPHIB;
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- TPOBECTU TECTYBAaHHS CHUMYJSLIT Ta JOCIIIUTH XapaKTepHI 3aKOHOMIPHOCTI
MOBE/IIHKYU TIaTEPHIB;

- TpoaHali3yBaTH OTPUMaHI pe3yldbTaT Ta BU3HAYUTH IOTEHIIMHI HaIPsSMH
MOJANIBIIOTO BJOCKOHAICHHS CUMYJISIIII.

Meronuka 10ociiKeHHs OyJie BKIIFOYATH aHalli3 JIITepaTypHUX JKepell, pO3poOKy
IPOrpaMHOTO 3a0€3MEUEHH 3a JOMOMOT0I0 Cy4aCHOTO IrPOBOTO PYIIIisl, HOTO TECTyBaHHS
Ta OLIIHKY €()EeKTUBHOCTI.

VY naHiii po6oti Oyne PO3KPUTO MPUHIUIKM TOOYTOBH KIITHHHUX aBTOMATIB,
0COOJIMBOCTI iX MOBEAIHKM Ta MPAaKTUYHI acHeKTH peajizailili CUMYJSIIIHHUX CHUCTEM.
Takox Oyne MpoIeMOHCTPOBAHO, SIK 13 MPOCTUX JOKAIbHUX MPaBUI MOXYTh BUHUKATH
CKJIaJIH1 CTPYKTYPH Ta €eMEPIPKEHTHI BIACTUBOCTI cucTeM. OTpuMaH1 pe3yabTaThi MOXYTh
OyTH BUKOPHCTaHI JJIsl HaBYAJIbHUX, HAYKOBUX 1 JEMOHCTpAIIHUX LI, a TaKoXK 5K

OCHOBA JIJIs1 TOJAJIBIIUX JOCTIIKEHB y chepl MOICIIOBaHHS JUHAMIUYHUX MPOIIECIB.
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1 AHAJII3 IPEJIMETHOI OBJIACTI

[Tepuuii po3ia Oye TPUCBSYECHO IETAIbBHOMY aHalli3y KIITHHHUX aBTOMATiB, iX
BUJIB Ta MpuU3HaueHHS. bydae po3missHyTO OCHOBHI NMpUYMHU peanizauii came “I'pu

Kutts” Konses. Takoxx OynyTh MOCTaBJIEHI OCHOBHI 3aB/IaHHS.

1.1 OcHOBHI NOHATTH i BU3HAYECHHSHA

Knitunamii aBTOMaT — 1€ JUCKpPETHA MOJENIb OOYUCIIEHb, 10 BUBYAETHCS B
Teopii aBToMariB. KIIITMHHI aBTOMAaTW TaKOXX HA3WMBaIOTh KIITUHHUMH IPOCTOPAMH,
TECENAMIMHNMHU aBTOMaTaMH, OAHOPITHUMHU CTPYKTYpaMH, KIITHHHHUMH CTPYKTypaMH,
TeCESALINHUMU CTPYKTYypaMu Ta iTepaliiiHuMu MacuBaMu. KiliTHHHI aBTOMAaTH 3HANIILIN
3aCTOCYBaHHS B PI3HUX Tally3sX, BKJIIOYarOud (Di3UKy, TEOpeTUYHy O10JI0TiI0 Ta
MOJIETIOBaHHS MIKPOCTPYKTYp [1].

KiiTuHHUN aBTOMAT CKJIAA€THCS 3 PETYJISIPHOI CITKU KOMIPOK, KOXKHA 3 SIKHX
3HAXOAUTHCS B OJHOMY 3 KIHIIEBOI KUJIBKOCTI CTaHIB, TAKUX SIK YBIMKHEHO Ta BUMKHEHO
(Ha BigMIiHY Bif 3B’ s3aHO1 penriTku BinoOpakeHnHs ). CiTka MOke MaTH Oy/lb-sIKy KIHIIEBY
KUIBKICTh BUMIPIB. [[J151 KOXKHOT KOMIPKHM BU3HAYAETHCS HA0IP KOMIPOK, SIKMI1 HA3UBAETHCS
il okoyHMIIeIO, BIIHOCHO 3a/aHoi komipku. IlodarkoBuii cran (yac t = () BuOHMpaeTbCs
[UIIXOM TPU3HAYEHHS CTaHy KOXHIM Komipii. HoBe TOKOMIHHS CTBOPIOETHCS
(mpocyBatoun t Ha 1) BIANOBIIHO 10 JAesIKOro (PIKCOBAHOTO TNpaBWia (3a3BUYAM,
MaTeMaTnuyHoi (yHKINI{), K€ BU3HAYa€ HOBUU CTaH KOXKHOI KOMIPDKH 3 TOYKH 30Dy
MOTOYHOTO CTaHy KOMIPKM Ta CTaHIB KOMIPOK y ii OKoyuui. SIK MpaBWiio, MPaBHIIO
OHOBJICHHS CTaHy KOMIPOK OJJTHAKOBE JIJIsl KOXKHOI KOMIPKH Ta HE 3MIHIOETHCS 3 4ACOM, 1
3aCTOCOBYETHCS JI0 BCI€T CITKM OHOYACHO, XOUa B1JIOMI BUHSTKH, TaKl SIK CTOXaCTHYHUN
KJIITUHHUN aBTOMAT Ta aCHHXPOHHUHN KJIITUHHUYN aBTOMaT [1].

OcHoBHI KJiacu@ikarii KIITHHHUX aBTOMAaTiB MPOHYMEPOBaHI1 BiJ OMHIET 10
yotuphox. lle, mo mopsiaky, aBToMaTd, B SIKMX IIA0JIOHU 3a3BUYail CTaOLII3yIOTHCA /10
OJTHOP1AHOCTI, aBTOMATH, B KUX I1a0JIOHU €BOJIOIIIOHYIOTh Y TIEPEBAYKHO CTaOUIbHI 200

KOJIMBAJIbHI CTPYKTYPH, aBTOMAaTH, B SIKUX IIa0JOHHU €BOJIOIIOHYIOTh, 37aBajiocs O,
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Xa0TUYHO, Ta aBTOMATH, B AKUX MIA0JOHM CTAIOTh HAJA3BUYAWHO CKJIAIHUMH Ta MOXYTh
TPUBATA TPOTATOM TPHUBAJIOTO 4Yacy 31 CTaOUIPHHUMH JIOKaJbHUMH CTPYKTypaMmHu.
BBaxaeTbcs, 1110 1€ OCTaHHIN KJlac € OOYMCIIIOBAIbHO YHIBEpCAJIbHUM ab0 3/1aTHUM
iMiTyBatu MammHy Tropinra. CreniaibHi TUIIM KJIITUHHUX aBTOMATiB € 00OPOTHUMH, JI€
jauie ogHa koHirypariis Beae 0e3mocepeHbO A0 HACTYIHOI, Ta TOTAJIICTUYHHUMH, B
AKUX MalOyTHE 3HAUEHHS OKPEMHUX KOMIPOK 3aJIeKUTh JIMIIE BiJ 3arajJbHOr0 3HAUYCHHS
IpynH CycCiiHIX KoMipok. KIliTHHHI aBTOMAaTu MOXYTh IMITYBaTH Pi3HOMaHITHI peajbHi
CHCTEMH, BKIIFOYAIOYX 010J10T19H1 Ta XiMidH1 [1].

OpuH 13 crmoco6iB MOMETIOBaHHS JTBOBUMIPHOTO KJIITHHHOTO aBTOMara — II¢
BUKOPUCTAHHS HECKIHYEHHOTO apKyllla MUIIMETPOBOTO Iarepy pa3oM 13 HaboOpoM
npaBuj, SKUX IIOBUHHI JOTPUMYBaTHCS KIITHHKHA. Ko)keH KBajpar Ha3HBAETHCS
“KIIITUHOIO”, 1 KOYKHA KIIITUHKA Ma€ J[Ba MOXJIMBI CTaHW: YOpHUU abo Oimmit. OKoIuIs
KJIITUHKA — 11€ HalOMMK4l, 3a3BUYall CyMIXKHI, KJIITUHKHU. [[Ba HaAUMOMIMPEHIII THUIIH

OKOJIHITH — T1e okoymilst poH Heiimana ta okonunsg Mypa (puc. 1.1) [1].

Pucynox 1.1 — Oxomnurs ¢hon Heitmana(3 mpaBa) Ta okonuiis Mypa(3inisa) [1]

3a3Bryail BBaXKAEThCA, 0 KOKHA KIITUHKA Y BCECBITI MOYMHAETHCA B OJJHOMY I
TOMY > CTaHi, 3a BHHSITKOM CKIHYEHHOI KUIBKOCTI KJIITHHOK B IHIIMX CTaHax.
[Ipu3HaueHHs 3HAUCHb CTaHIB HA3WBAETHCS KOHOIryparier. Y OUIbII 3araibHOMY

BUIIAJIKY 1HOJII BBAXKAETHCS, 110 BCECBIT MOYUHAETHCS BKPUTHM TEPIOANYHUM ITATEPHOM,
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1 JIMIlIe CKIHYEHHA KUIbKICTh KIITHUHOK Mopyilye 1ei narepH. OCTaHHE TPUITYIIECHHS €
MOIIMPEHUM B OJHOBUMIPHHUX KJIITUHHUX aBTOMarax [1].

KniTuHHI aBTOMaTM 4YacTO MOJCIIOIOTHCS HA CKIHYEHHIM CITII, a HE Ha
HECKIHUEHHIN. Y JBOX BUMIipax BCECBIT OyB OM NPSIMOKYTHHKOM, a HE HECKIHUYEHHOIO
wiomuHoo. OueBuaHa MnpobiemMa 31 CKIHUEHHUMMM CITKaMHU IIOJSITa€ B TOMY, SK
00po6siTH KOMipkH Ha pedpax. Te, sk BOHH 0OpOOJISIOTHCS, BIUIMBATUME HA 3HAYCHHS
BCIX KOMIpOK y CiTiii. OauH 3 MOXJIUBUX METOMIB — JIO3BOJUTH 3HAYCHHSIM Y IHX
KOMIpKax 3aJuIIaTUCs MOCTIMHUMU. [HIUNA METOI — MO-pI3HOMY BH3HAYaTH OKOJIHUIII
JUTSL IUX KOMIPOK. MOKHA CKas3aTrd, 10 BOHU MAarOTh MEHINE CYCiiB, aji€ TOMl TaKOX
JIOBEJIETHCSI BU3HAYMTH HOBI MpaBWiia JUIsl KOMIPOK, po3TaimioBaHuX Ha pebpax. Lli
KOMIpDKM 3a3BU4Yail  OOpOOJIAIOTHCS MEPIOAUYHUMHU TPAHUYHUMH yMOBAaMH, IO
MPU3BOANTH JI0 TOPOINATILHOTO PO3TAITYBaHHS: KOJIHM OfHA 3 HUX BUXOIUTH 3BEPXY, 1HIIA
MOTpAaIuIsie y BIAMOBIIHY MO3UIIIIO 3HU3Y, a KOJIU OJIHA 3JIMBAETHCS 3J11Ba, 1HIIIA TTOTPAILIsE
npaBopyd. Lle rmo cyTi iMiTy€e HECKIHUEHHE MEep10UYHE MO3aTuHe PO3KIaAaHHS, 1 B TaTy31
nudepeHIiaTbHUX PiBHSHR 3 YAaCTUHHUMHU TOXIIHUMH 1€ 1HOAI Ha3WBaIOTh
NEPIOJUIHIMHU TPAaHUYHUMHU yMoBaMH. lle MOXHa ySIBUTH SIK CKJICIOBAHHS JIIBOTO Ta
PaBOTO KpaiB MPSIMOKYTHHKA JIJIs1 YTBOPEHHS TPYOKH, a MOTIM CKJICFOBAaHHS BEPXHHOTO
Ta HXKHBOTO Kparo TPYOKH AJisi YTBOpeHHsS Topa (dhopmu nmoHuuka). BececBiTy 1HIIMX
BUMIPiB OOpOOIISIFOTECS aHasoriuHo. [le Bupinrye rpaHnyHi 3a/1a4i 3 OKOJIMIISIMH, aJIe e
OJTHIEI0 TIEPEBAro € Te, IO II€ JIETKO MPOTPaMYEThCS 3a JOMOMOTOK) MOIYJIBHUX

apupmeTnyHux QyHKin [1].

1.2 O icHYI0YHMX KJIITHHHAX ABTOMAaTiB

Januit  miapo3ain  po3misiae  HAWMOMYJSPHINN — KIITUHHI  aBTOMAaTH, SIKi
BUKOPHUCTOBYIOTHCS Y CBITI. 3@ CTPYKTYPOIO MPOCTOPY KIIITUHHI aBTOMATH MOALISAIOTHCS
Ha!

- onHoBuMIpHi (1D);

- 1BOoBUMIpHI (2D);

- 6araroBumipHi (3D Tta Buie).
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OxpimM TOTO, 32 TUTIOM OHOBJICHHSI KJTITHH aBTOMAaTH MOXYTh OyTH CHHXPOHHUMH
(BC1 KJIITUHU OHOBJIIOIOTHCSI OJHOYACHO) a00 aCHHXPOHHUMHU (OHOBJICHHS BiJIOYBAETHCS
MOCJIJOBHO YW BHIMAAKOBO). 3a TIPUPOJOIO0 TMEPEXOJiB BOHM TMOJIUISAIOTHCA Ha

JIETEPMIHOBAHI Ta CTOXaCTUYHI.
1.2.1 EnemeHTapHuil KJIITHHHUI aBTOMAT

EnemeHnTapHuii KIITUHHUM aBTOMAT — 11€ OTHOBUMIPHUN KJIIITUHHUN aBTOMAT, JI¢
ICHy€ JIBa MOXJIMBUX CTaHU, a MPaBUJIO BU3HAYEHHS CTAaHy KOMIPKH B HACTyITHOMY
MOKOJIIHHI 3aJICKUTh JIMIIIE BiJl MMOTOYHOTO CTaHY KOMIPKHM Ta JBOX ii Oe3MocepenHix
cycimiB. IcHye eneMeHTapHUM KIITUHHHM aBTOMAT, SIKMIl 3JaTHUM J0 YHIBEpCAJTIbHUX
0OYHCIICHD 1 € OJTHIEIO 3 HAMTPOCTIIMUX MOXJIMBUX MOJIeNIel 00YMCIIECHb [2].

[IpaBuna, 110 BU3HAYaIOTh 3MIHM CTaHy Ha KOXXHOMY KpOIIl 4acy, CTOCYIOThCS
MOJIOKEHHSI caMOoi KOMIpKH Ta ii 6e3mocepenix cyciaiB. OTxe, SKIIO0 MU 3HAXOTUMOCS
Ha KpOIll Yyacy t 1 XoueMO 3HaTU HOBUM CTaH KOMIPKH B MO3MIIIi N Y MOMEHT vacy t + 1,
HaM MOTPi1OHO MOJUBUTHUCS HA CTaH KOMIPOK Yy mo3uiisix n - 1, n Tan + 1 y MOMEHT 4acy
t. OCKUIbKM JI KO)KHOT KOMIPKH ICHY€ JIMIIE JIBa MOXJIMBI CTaHH, ICHY€ JIMIIE BiCiM
MOKJIMBUX CHOCO0IB KOHGIrypauii Tpidku n - 1, n Ta n + 1. Skuo My BU3HaYUMO, 1110
MOJKE CTaTHCS B KOXKHIH 3 IIMX BOCBMHU KOH(ITYpaIliid, MU MOXEMO BUUEPITHO BU3HAUUTH,
SIK TIOBOJIUTUMETHCS KIIITUHHHUM aBToMaT. CTaHW 4acTo BiI0Opa)karoThCs BI3yaldbHO 3a
JIOTIOMOTOI0 KOJIbOPIB, HANpPUKJIaA, OUIMM JJI1 OMHOTO CTaHy Ta YOPHUU IS 1HIIOTO.
CucrtemMu mpaBWJI MOXHA JIETKO BiI0Opa3WTH, MOKA3ABIIH 111 BiCIM TPIHOK Ta CTaH, /10
SIKOTO BOHM TIPHW3BOAATH. Hanmpukian, y HaCTymHIN cucTeMi NpaBUiI Ha PUCYHKY 1.2 Mu
0aunMo 3 MpaBuIIa, Mo AKIMO n - 1, n Tan + 1 4opHi B MOMEHT t, TO n Oyze O17ITMM B MOMEHT
t + 1. Jlpyre 3miBa mpaBuiIo TOBOPUTH, 110 SKIO N - 1 Ta n 4opHi, ane n + 1 Oine, To B

MOMeEHT t + 1 n Oyae yopHuM 1 Tak nani [3].

st rFiI "

Pucynox 1.2 — IlpaBuiio renepartii [3]
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K110 MU TOYHEMO 3 OHI€T YOPHOI KIITUHKHU B LIEHTP1 psiiKa O17TMX KIITUHOK Ta
ITEpaTUBHO 3aCTOCYEMO IO CHCTEMY IPaBHJ TMPHUOIM3HO MPOTIATOM 15 KpOKiB, MU

OoTpuUMaeMo IikaBuii pe3ynsrat (puc. 1.3) [3].

Pucynok 1.3 — Pesynprar cumymsii [3]

IcHye nBa OCHOBHI MIAXOAM, K1 YaCTO BUKOPUCTOBYIOTHCS M Yac COHi(pikarii
EKA: omuH monsrae y reHepailli mapaMeTpiB, SKI MOXXHa BUKOPHUCTOBYBAaTH IS
KepyBaHHS, HANPUKJIaA, CHHTE3aTOpOM. [HIIMI mixia mossrae y BiJoOpa)keHHI CTaHIB
KoMipok y my3udHi nofii (MIDI-Hota, cemmut ynapaux Tomo) [3].

Icnye Gararo crioco6iB Bi1oOpakeHHs 1TuX noAid. Hanpukiasa, Mu MOXKEMO B3SITH
CITKYy 3 BOCbMH KJIITHHOK 1 BIATBOPIOBAaTH iX MOCIIJOBHO 3JiBa HampaBo, A€ YOpHa
KJIITUHKA O3Havae MoJIio (Hampukiaa, yaap mno 6apabany), a Ouia KIiTUHKA — nay3y. Ls
CiTKa 3 BOCBbMH KJIITHHOK T'€HEPYBATUME OJIUH TAKT PUTMY, 3 IKOTO MU MOYKEMO OTPUMATH
Ipyruil TakT 1 Tak gami. Llei miaxig mikasimmi, axjo y Hac € KA 3 Gararbma ctaHamu
(to6To He EKA), ne Mu MOxkeMo BiJIOOpa3uTH KOXKEH CTaH Ha Pi3HY BUCOTY TOHY [3].

OcHOBHI TIepeBarv CUMYJIAIIII:

- mpoctora peamizamii (EKA Mae nmyxe mpocTi mpaBujia, TOMY HOTO JIETKO
3arporpaMyBaTH HaBITh OYATKIBIIIO);

- HAISAHICTH Momeni (pe3yiabTaT MOXKHA JIETKO Bi3yami3yBaTh Yy BUIVISAI

MOCIIOBHOCTI PSAKIB, IO 1a€ 3MOTY IHTYITUBHO PO3YMITH NOBEIIHKY CUCTEMH);
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- JOCHDKEHHS CKJIAJAHMX SBHII 13 MPOCTUX MpaBUi (HABITH MPOCTI MpaBuia
MOXXYTh IMOPOJKYBaTH CKJIaJHI, XaOTUYHI a00 HaBITh OOUYMCIIIOBAJIBLHO YHIBEpCaJbHI
CTPYKTYpH);

- Mana oOuuCiIIoBaJibHA CKJIaIHICTh (MOTPIOHO HeOarato mam’ATi Ta
00YHUCITIOBAIBHUX PECYPCIB, CUMYJISIT MOXKYTh ITPaIOBaTH IIBUAKO HABITh Ha CIA0KOMY
o0JaHaHH1 ),

- BukopuctanHs B MozemoBaHHl (EKA 3acTocoByrOTh /i1 BHBUCHHSA
caMOOpraHizailii, pocTy CTPYKTYp, OIUPEHHS 1HPopMaIlii, (i3UIHUX MPOIIECIB, TOIIO).

OcCHOBHI HEAOTIKA CUMYJIALIII:

- oOMeXeHa peaiCTUYHICTh (Yepe3 MPOCTOTY MPaBUI 1 JUCKPETHICTh MPOCTOPY
Ta Yacy Taki aBTOMaTd HE 3aBXIU TOYHO OIMUCYIOTh peaybHi (PizuyHi ab0 010J0T1YHI
MPOIIECH. );

- YyTJIMBICTh JO MOYATKOBUX YMOB (HEBEJMKa 3MiHA CTApTOBOTO CTAaHYy MOXKE
KapJAMHAIBHO 3MIHUTH PE3YJIBTaT, 10 YCKIIaIHIOE POTHO3YBAHHSL. );

- BIJCYTHICTh aHAJITUYHUX PIlICHb (MOBEIIHKY JESIKHUX MpPaBUI BaXKo abo
HEMOJKJIMBO OMKCATH MAaTEMATHYHO — MOTPIOEH JIMILIE EKCIIEPUMEHT);

- ogHoBuMIpHIcTh (EKA € 1D monemto, ToMy JUtsl CKIIaIHIIINX CHCTEM MOTPiOHI
1HII MOZeNl);

- MEXOB1 e(eKkTH (IMOBEIIHKA HA KpasX PEIIiTKH MOKE BILUTUBATH HA Pe3yibTar i

CITIOTBOPIOBATH 3aKOHOMIPHOCT).

1.2.2 Mypaxa Jlenrrona

Mypaxa JleHrrona — 1e KJIITUHHUN aBTOMAaT, cTtBopeHuii Kpicom JIeHrToHOM y
1986 pori. Bin gocnimxye 11€10 KUTTsI, TOOTO IITYYHOTO XKHUTTS a00 JKUTTSA, SIKUM BOHO
“moke Oytu”. lle sk ysSIBHUI €KCIIEpUMEHT, 1110 JEMOHCTPYE, 10 CKJIaTHA MOBEIIHKA Y
BCECBITI HE 3aBXK/IH € PE3YAbTATOM CKIIATHUX CUCTEM. [HO/I HEMMOBIPHO MPOCTI CUCTEMH,
mpaBuia YW TOBEAIHKA, MacIiTa0OBaHI, MOXYTh CTBOPIOBATH 3aXOIUIMBO CKJIQJHY

eMEPIKEHTHY MOBEIIHKY [4].
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OpurinanbHa Mozienb JIeHTToHa mpaifioe TpUOIU3HO TaK: MU MOYNHAEMO 3 CITKH
KOMIPOK Ta areHtra abo Kypcopa, SKOro Ha3uBaroTh ‘“‘Mypaxoro”. KokHa KiliTHHA MOXe
MaTH OJIMH 13 IBOX MOKJIMBHX CTaHIB: 01Ul Ta YopHU. Mypaxa MmoBepHyTa 10 OJHOTO

3 YOTUPHOX HAMPSAMKIB CBITY. Mozens npairtoe moeramHo (puc. 1.4) [4].

Pucynok 1.4 — Mypaxa [4]

Och 1110 B110YBAETHCSA HA KOXKHOMY KPOIIi:

- SKILO KJIITMHKA, Ha SIKIH 3HAXOIUTHCS Mypaxa, Olra, Mypaxa poOUTh YBEPThH
00epTy npaBopyY; SKIIO KIITHHKA YOpPHA, Mypaxa poOUTh YBEPTh 00EpTy J1BOPYY;

- CTaH KJITUHKHU 3MIHIOETHCS (KO KIITHHKA 01714, BOHA CTa€ YOPHOIO, a SKIIO
YOpHa, TO CTae O1JI010);

- Mypaxa pyXaeThbCs BIEpel y Oy[ib-sIKOMY HAIIPSIMKY, B SIKOMY BOHA 3BEpHEHA J10
CYCIJIHBO1 KJIITUHU [4].

[1in yac mOBTOPHUX iTepalliil mpaBuia, Mypaxa MpOXOAUTh TPU €TaIH:

- CTI0YATKY BIH MTOBOAMUTHCS JAEII0 CUCTEMATHYHO, 3/IIMCHIOIOUN 3MIiHH, 3/1aBaJIOCS
0, cuMeTpUyHO (1€ TPUBAE K1JIbKa COTEHb KPOKIB);

- TIOTIM BIH “TamMa€eThCs”, SKIIO MOYKHA TaK CKa3aTH (BiH MOBOAUTHLCS XaOTHYHO,
3MIHIOIOUM CTaH KOMIPOK 3 OIHOTO CTaHy B 1HIIMI MICEBJOBUIIAIKOBUM YNHOM IMIPOTSTOM
npubm3Ho HacTynHuX 10000 iTepariii);

- 1€ CTBOPIOE YMOBY sl niepioguyHoro uukiy (104 kpoku), sikuid
CaMOBIITBOPIOETHCS Ta TPUBATUME /10 HECKIHUEHHOCTI [4].

OcHOBHI nIepeBaru CUMYJISIIIi:
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- mpocToTa npaBui (Mypaxa JIeHrToHa KepyeThCsl AyKe MPOCTUMHU MPaBUIIAMHU,
aJie IOPOIKY€ HaJI3BUYAHO CKJIQJIHI Ta HemepeadauyyBaHi CTPYKTYpH.);

- HaDISIAHICTH 1 JIETKICTh Bi3yauizallli (CHMYJSIS JIETKO BiIOOpaKAEThCA Y
BUIVISIL IBOBUMIPHOI PEUIITKH, TOMY 11 IPOCTO Bi3yali3yBaTH i CIOCTEpIraTd pO3BUTOK
CHUCTEMH Y Yaci);

- JEMOHCTpallisl MPHUHIMIIB caMooprasizaimii (mcias XaoTH4Hoi (a3 Mypaxa
cTBOproe cTabinpHy “mopory” (highway), mo moOpe uTOCTpye, SK TOPSIOK MOXKE
BUHHUKATH 3 XaocCy);

- HU3BKI OOYMCIIOBAJbHI BHMOTH (IJI 3allyCKy CHUMYJSAIT HE MOTPiOHO
MOTY>KHOTO 00JIaTHAHHS);

- OCBITHS I[IHHICTh (BUKOPUCTOBYETHCS JMJII HABUAHHSA TOHATH KIITUHHUX
aBTOMATIB, CHCTEMHOT JUHAMIKH, CKJIATHOCTI Ta IITYYHOTO IHTETIEKTY ).

OCHOBHI HEJOJIKU CUMYJIALIII:

- oOMe)keHe 3aCTOCYBaHHS B peajbHUX MOJAEsAX (MOMpU LIKAaBy MOBEIIHKY,
Mypaxa JIEHrToHa Mae 37e01IbIIOr0 AEMOHCTPAIIMHUN XapakTep 1 HE ONUCY€E pealibHi
¢b1314HI YK G10JIOT1YHI MTPOLIECH);

- YyTJIMBICTh JI0 TIOYaTKOBUX YMOB (HEBEJMKa 3MiHA MOYaTKOBOTO CTaHy MOXKE
CYTT€BO 3MIHUTH PE3yJIbTAT CUMYIISILI1);

- BIJCYTHICTh aHAJITUYHOTO ONUCY (TOBEIIHKY MypaxXd BaXXKKO OIKCATH
MareMaTU4HO, TOX TMependauynTH KIHLEBUM pe3yapTaT MOXKHA JIMIIE 4Yepes
MOJICJIFOBaHHS );

- TIOBUIBHUN PO3BUTOK CKJIAJHUX CTPYKTYp (1100 Mypaxa rmoyana CTBOPIOBATH
BIIOPSAKOBAHY “‘Z0pOry”’, MOTpiOHO Oarato KpoKiB CUMYJISAILLII);

- MeXO0Bi1 e(peKTH (SKILO Mosie Mae OOMEKEH1 pO3MIPH, Mypaxa MOXKe “‘BIUpaTUCs’

B MEXI, 0 TIOPYIITY€ TPUPOIHUA PO3BUTOK CUCTEMU).

1.2.3 “I'pa XKurrsa” Konest

“I'pa XKurra” KoHBes — 1€ KIITUHHUN aBTOMAT, PO3pOOJIEHUNA OPUTAHCHKUM

matemarukoMm J[xonom Xoptonom Kouseem y 1970 porti. Lle rpa 3 Hynb0oBUM rpaBiieMm,
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0 O3Hayae, M0 11 EBONIOIIS BU3HAYAETHCS IMOYATKOBUM CTAaHOM 1 HE MOTpedye
nojanpmuX Aii. [paBers B3aemMoi€ 3 KIITHHHUM aBTOMAaTOM, CTBOPIOIOYH TOYATKOBY
KOH(IryparIiito Ta criocTepirarodu 3a ii eBosroiriero. BoHa € moBHO 3a TIOPIHTOM 1 MOXeE

IMITYBaTH YHiBepCaJIbHUI KOHCTPYKTODp (puc. 1.5) [5].

e 4Tl
|

-

Pucynok 1.5 — “I'pa Kurrsa” Konses [5]

Jxon Xopron Konseit ctBopuB “I'py Kutts”, 60 XOTiB 1I3HATUCS, YU 3MOXKE BIH
CTBOPHUTH YSBHOTO po0OOTa 3 KIITHH, KUK 3MIr O 3017bIIyBaTHCS B po3mipax. Bin
noeHaB 0e3Jliy MaTeMaTUYHUX 17el, mo0 cTBopuTH npaBuia rpu. Lle ogna 3 nepmux
“CUMYISILIIMHUX 1rop”, KA BiI0Opakae pedi, 110 Bi0yBatOTHCs B pealbHOMY KUTTI. BoHa
Ba)KJIMBA, TOMY IIIO MPH BUKOPUCTAHHI B CKJIAJHIN MaTeMaTuIli, BOHA MOXKE PO3IJIsIaTH
Oararto peuei, Takux sK (izuka, 010J10ris1, eKOHOMIKA Ta (Pinocodis [6].

BcecBit rpu — 11e HECKIHUCHHA TBOBHUMIpPHA OPTOTOHAJIbHA CITKA 3 KBAJPATHUX
KOMIPOK, KO)KHA 3 SIKUX 3HAXOAUTHCS B OJHOMY 3 JBOX MOMKJIMBHX CTaHIB: >KHMBIA a0o0
MepTBii (abo 3aceneHid Ta He3aceleHId BinmoBiaHO). KokHa kiiTWHA B3aeMmojie 31
CBOIMH BICBMOMA CyCiJaMH, SIKi € KJIITHHAMH, IO PO3TalloBaHI TOPU3OHTAIIBHO,
BEpPTUKAIBHO 200 JiaroHaIbHO [5].

Ha xoxHOMY KpoOTI1i yacy BiJI0OyBalOThCS TaKi MEPEXOIH:

- Oyzib-sIKa >KMBa KJIITUHA 3 MEHII HIXK JIBOMA >KUBUMU CyClJlaMU THHE, HIOU Yepe3

HCOOHACCJICHHA,
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- Oyzmp-sKa >KMBa KIITHHA 3 JBOMa a00 TphOMa >KMBHMH CYCiJaMHU JKHBE [0
HACTYMHOTO MOKOJIIHHS;

- OyIb-sKa KMBa KJIITUHA 3 OUIBII HIXK TPhOMa KUBUMH CyClJlaMUi THUHE, HIOU Bif
nepeHaceICHHS;

- Oynb-sika MepTBa KJITHHA 3 PIBHO TPbOMa >KMBUMH CYCIJJaMH CTa€ »KHUBOIO
KJIITUHOO, HIOW IIITXOM PO3MHOXEHHS [5].

[loyarkoBuil 1mIAOJOH CTAaHOBUTH 3apoAOK cuctemu. Ilepiie moKoIiHHS
CTBOPIOETHCS LIUISIXOM OJJHOYACHOTO 3aCTOCYBaHHS BUIIE3a3HAUYCHUX MPABUI 10 KOKHOT
KIIITUHH B 3apOJIKY, )KHBO1 Y MEPTBO1; HAPOIKEHHS Ta CMEPTh B1A0YBaIOThCS OHOYACHO,
a JUCKPETHUM MOMEHT, y SIKUM 1€ BiJI0yBaeTbcs, 1HOAI Ha3UBalOTh TiKoM. KoxkHe
NOKOJIHHA € 4YHUCTOW  (QYHKII€  mnomnepenHboro. IlpaBuna  mpoaoOBKYHOTh

3aCTOCOBYBATUCA OaraTopa3oBo il CTBOPEHHS HACTYIMHUX MOKOMiHb (puc. 1.6) [5].

Generation 2849
Population 39

Pucynok 1.6 — CTBOpeHHS MMOKOIHb [5]

Bueni Biakpunm epomtomito diryp 'y  “I'pt XKurta” KouBes 3aBasku
CUCTEMaTUYHOMY JOCHIpKeHHIO 1i mpaBuil. [loumnatoun 3 mouatky 1970-x pokis,
TBOpiHHSA J[koHa KoHBess cramo BipTyandpbHOIO JabopaTtopi€ro, 1€ TOCTIIHUKA
EKCIIEpUMEHTYBAJIH, 100 PO3KPUTH 3aXOIUIMBI Ta HemepeaoayyBaHi 3aKOHOMIPHOCTI, 1110
BUHUKAIOTH 13, 3/1aBaJIOCS O, MPOCTUX B3a€EMOJIN KIITHH [6].

OpHakx 1HOro 6yII0 HEAOCTATHLO IS BACHHX. [XHBOI0 METOIO 3aJIMIIANOCS 3HANTH

nie Oubllle PI3HUX 3aKOHOMIpHOCTe. BOHM BHUSBMIM 3aKOHOMIPHOCTI, $IKI MOXYTh
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CTBOpIOBATH HOBI *uBI KimiTHHH. Ha pucynky 1.7 moxHa mobauntu 2 ¢irypu, mo
PYXaloThCsl y 2 HaINpsIMKax, 1 KOJIM BOHU CTUKAIOTHCS OJIHA 3 OHOIO, BOHU YTBOPIOIOThH

IJIAHEPH, 110 PyXartOThCs JIUIIE B OJTHOMY HAIMPSIMKY [6].

Pucynok 1.7 — CTBOpeHHS HOBUX KIIITUH [6]

[TouarkoBoto meToro KonBest Oyno BH3HAUMTH I[IKaBUN Ta HemependadyBaHUM
KJIITUHHUN aBTOMaT. KoHBel excriepMeHTYBaB 3 PI3HUMHU [TpaBUIaMu, PAarHyyu 3HaUTH
npaBuiia, siKi 6 J03BOJISUIM 11a0j0HAM OYEBHIHO 3pocTaTu 0e3 OOMeXeHb, BOJHOUAC
YCKJIQIHIOIOYU JIOBEJCHHS TOTO, IO Oyab-sIKMW 3aJaHuii 1M1a0JIOH MOXKEe 1€ pOOUTH.
binbiie Toro, meski MpOCTi MOYaTKOBI IIa0JOHW MOBHHHI 3pOCTAaTH Ta 3MIHIOBATHUCS
IPOTSTOM 3HAYHOTO MEPIOTy Yacy, MepIl HiXk 3yIMMHUTHUCS Y CTaTUYHIN KoHiryparlii ado
noBToptoBanoMy 1Ky, [li3Hime KouBel mmcaB, 0 OCHOBHOIO MOTHBAIIEIO JIJIS
“Kutta” Oys0 CTBOPEHHS YHIBEPCAJIBHOTO KIIITUHHOTO aBTomara [6].

“I'pa Kuttsa” neMOHCTpY€ AMBOBHXKHE BHUHMKHEHHS CKJIAQIHOCTI 3 MPOCTOTH.
Hes3Baxxaroun Ha OCHOBHI IMpaBWia, BUHUKAIOTH CKJIaJHI 3aKOHOMIPHOCTi, MOZEI
MOBEAIHKA Ta HABIThb CHUMYJIALII peaiCTUYHUX CTPYKTYp. BoHa CIy)XHUTh SICKpaBOIO
UTIOCTPALIIEI0 TOTO, SIK MPOCTI CUCTEMU MOXYTh MOPOIKYBaTH CKJIaJHICTh, a B3a€EMOIIS
OKpEeMHUX KOMIIOHEHTIB MOXKE TPU3BECTH JI0 €MEpIKEHTHUX BiacTuBocTeld. Kpim Toro,
BOHA IMJKPECITIOE 3HAYEHHS TMOYaTKOBHX YMOB 1 T€, SIK BOHU (POPMYIOTH €BOJIIOIIIIO
JTUHAMIYHUX CHUCTEM, B1I0Opakaloyu IIMPIII KOHIIEMINT B rajay3sx BiJ MaTeMaTHKU Ta
1H(hopmaTuku 10 6ioJorii Ta Pinocodii [6].

OcHOBHI TIepeBaru CUMYJISIIII:
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- IpocTi npaBuia (6a3yeThes Ha AyKe MPOCTUX JIOKAJbHUX MpaBUiIax, ajie 31aTHa
MOPOKYBAaTH HEMMOBIPHO CKJIAJIHI, IMHAMIYHI Ta HaBITh OOYUCITIOBAIFHO YHIBEpPCAIbHI
CTPYKTYpH);

- HAIVISITHICTB 1 JIETKICTh CUMYJISIIT (MOJIEINb JIETKO pealli3yBaTH Ta Bi3yasi3yBarH,
CTaH KOXKHOI KJIITUHKHU J0Ope BUIHO HA IBOBUMIPHIN CITII);

- IEMOHCTpAIlisl EMEPHPKEHTHUX BIACTUBOCTEH (TIOKA3Yye, SIK 3 MPOCTUX B3a€EMOJI1i
MOKYTh BUHUKATH CKJIaJIHI 3aKOHOMIPHOCTI, CAaMOOpPTraHi3allisl Ta CTIHKI CTPYKTYpH);

- OCBITHS I[IHHICTh (4aCTO BUKOPUCTOBYETHCS JIJIs MOSCHEHHS MOHATH KJIITUHHUX
aBTOMATIB, CKJIQJHUX CHCTEM, TEOPii XaoCy, €BOJIOLII Ta IITYYHOTO XKHUTTS);

- aKTHUBHA JOCIIJHUIIBKA CIHUIbHOTA (ICHy€e O€3Jiu JOCIHIIKEeHb, IMaTEepHIB 1
Mon(iKalin, 1o poOUTs ii 3py4HOIO IATHOPMOIO TSl EKCIEPUMEHTIB).

OcCHOBHI HEJOTIKA CUMYJIALIII:

- BIJCYTHICTh MPAKTUYHOTO MOJICIIOBAHHS PEaTbHOCTI (TOMPH CKJIATHICTh
noBeiHKH, “I'pa )KUTTA” HEe BAOOpa)kae KOACH KOHKPETHUN MPUPOTHUN yu (i3UyHUIA
MpoIleC — BOHA pajillie abCTpaKTHA MOJIEIIb);

- YyTJIMBICTh O TIOYATKOBUX YMOB (HEBEIHMKA 3MiHA y CTapTOBIA KOH(Irypaiii
MOYKE TMOBHICTIO 3MIHUTHU PE3YJIbTAT CUMYJIALIIT);

- BaXKICTh mependadeHHss (HEMOXIJIMBO aHAJIITUYHO TMepeadadyuTi €BOJIIOIIIO
CUCTEMH);

- Mek0BI1 e(ekTr (Ha 0OMEKEHOMY IOJII KIITUHKH “BMHUPAIOTh” HA MEXaX, TOMY
YaCTO BUKOPUCTOBYIOThH MEPIOAMYHI MEK1 a00 OE3KIHEUHI PELIITKU AJI PEaTiCTUYHOCT1);

- 0OMEXEHHS y MIBUIKOMIT TIPH BEITMKHUX TOJSAX (IUIs1 BEIUKUX CITOK 1 TPUBATIUX
CUMYJISIIIIN TTOTPIOHI 3HAYHI 0OUHCITIOBAILHI PECYPCH).

“I'pa XKuttsa” Konpes € HalO1b1 1ikaBUM KA, HIXK 1HIII aHAJIOTH TOMY, 110 Ma€
BHCOKY HAOYHICTh 1 OCBITHIO IHHICTh. lle mo3Bomnsie epeKTUBHO MEMOHCTPYBaTH
MPUHIUIK KIITUHHUX aBTOMATIB, CaMOOpraHizallii, €BOJIIOLIT Ta CKJIaJIHUX cucTeM. Bona
€ JBOBHMIPHOIO MOJICIUIIO, IO Kpalle BigoOpakae MPUPOJHI MPOIESCH Ta JIO3BOJISE
CTBOPIOBAaTH DPI3HOMAaHITHI marepHU (Taigepu, OCHUISATOPU, CTAOUIBbHI CTPYKTYpH).
Kpim Toro, us cumynsiis € TIOpIHT-IIOBHOIO CUCTEMOIO, IO POOUTSH ii yHIBEPCATIBHOIO

mwiatrGopmMor0 s AOCHIJDKEHHS  OOYMCIIOBAJIBHUX MPOIECIB, CUMYJIAIINA Ta
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MOJICTTIOBAHHS MITYYHOTO XUTTS. 3aBASKHA BEIUKIA KUIBKOCTI ICHYIOUHMX JTOCTIIKEHb 1
BIIKpUTOMY TOTEHIANy i Moaudikarii, 1 peamizaiis y JAUIUIOMHIM poOOTI € sIK

HAyKOBO OOTPYHTOBAHOI0, TaK 1 MPAKTHUYHO I1KaBOIO.

1.3 IlocTaHoBKA 3aBJaHHA 10 po0OTH

Mertoto poOoTu € mporpaMHa peasisailist KoM oTepHoi cumyisuii “I'pa XKurrsa”
Konsest. Cumyssiiisi Ma€e BiJIOBIIaTH BCIM KPUTEPIsAM Ta MpaBuiaM, SKUM BIiJIOBIIA€
obpanuit KA.

3agaui poboTH:

- aHaJI13 BUMOT JI0 CUMYJIALIIT;

- BUOIp 1HCTPYMEHTIB PO3POOKHU;

- po3poOka apxitekrypu I13;

- IPOTpaMHa peai3allisi CUMYJIALIT;

- TECTyBaHHS (PiHAJIBHOTO MPOEKTY;

- IOCJIIJIPKEHHSI TaTePHIB.

1.4 BucHoBok

VY 1mpomy posnimi OyJ0 MPOBENEHO aHami3 MpeaMeTHOT 00acTi, BU3HAYEHO
OCHOBHI TIOHSITTS, IOB’SI3aHI 3 MPEIMETHOK O00JIACTIO, 00’€KTOM JOCHIKCHHS Ta
PO3POOKH CUMYJIAIIII.

byno nmocnimkxeno ocHoBHi KA nis peanizanii KOMIIIOTEPHOT CUMYJISIIT Ta
MPOBEACHO MOPIBHAUIBHUN aHami3 nux KA, skuil mokazaB MpUUUHM peajli3yBaTh caMme
“I'py Kurts” Konses.

Byno chopMyniboBaHO 1 MOCTABIEHO 3aBIaHHS 10 pOOOTH.
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2 MATEPIAJIN 1 METOIHN

Hpyruit po3aii Oyae MpucBIYeHO BUOOPY OCHOBHUX 1HCTPYMEHTIB JIJIs peaizaiii
CUMYJISIII, a came: IrPOBUH pyIIiid, MOBa MPOTpaMyBaHHS Ta IHTETPOBAHE CEPEIOBUIIIE

PO3pPOOKHU.

2.1 Oisax icHyOYHMX irpoBHX pyLIiiB

IrpoBuii pymiii — 1e nporpamMuuil GpperMBOPK, MPU3HAUECHUIN NEPEBAKHO IS
pPO3pOOKHU BiACOITOp, KU MOXKE BKJIFOUATH CIIeliaii30BaHi MporpamMHi 010J10TeKH Ta
NaKeTH, Takl SK pedakTopu piBHIB. TepmiH “pymriii” € mpsMUM aHAJIOTOM TEpMiHa
“mporpaMHUil pyIIii”, OCKUIBKM BiH BUKOPHUCTOBYETHCSI B PI3HHUX CEKTOpax 1HAYCTPii
poTrpaMHOro 3abe3neueHHs [7].

Po3pobHMKHN irop MOXYTh BUKOPHCTOBYBAaTH ITPOBI pyIIii A7l CTBOPEHHS Ta
myOJTiKarlii BiIeoirop Ha pi3HuX miatdopmax, TaKux K HACTIJIbHI KOMIT FOT€pPH, MOOLIbHI
MNPUCTPOI, ITPOB1 KOHCOJI Ta 1HII THUIM KoMIl toTepiB. OCHOBHI (QYHKIII, K1 3a3BUYal
OXOILTIOE ITPOBUH PyIIiH, BKIOUaOTh 2D- a6o 3D-penaepep, dbizuunuil pymriid, aymio
pyIIlA, CKpUIITH, aHIMallilo, IITYYHUW IHTENEKT, MEpEXyY, IIOTOKOBY Iepeaauy,

yIpaBJIiHHAS TaM’ ITTIO, TOTOKH, TATPUMKY JIOKaJi3arlii, rpadika clieH Ta KinemMatuky [7].

2.1.1 Unity

Unity — ne kpocmiaropMHUi IrpoBHil pymIiii, IO NPONOHYE HaIINHE
CepeloBUIIE JIA CTBOpPEHHs 1HTepakTUBHMX 2D Ta 3D-mocBimiB. BiH BUKOPHUCTOBYE
KOMITOHEHTHY apXiTeKTypy, 1e GameObjects — 6a30Bi CYTHOCTI B CIIEHAX JI€ OTPUMYIOTh
(YHKIIOHATBHICTh 3aBASIKM TaKUM KOMIIOHEHTaM, aKk Transform (st mosjoxxeHHS,
oOepranHs Ta MaciutadyBanHs ), MeshRenderer (114 BizyanbHuX enemenTiB), Rigidbody
(mmst ¢izukm) ta Script (st joriku). Po3poOHUKM NUITYTh TOBEMIHKY 32 JOIOMOTOIO
ckpuntiB C#, BUkopuctoByroun cepefonuiie BukoHanHs Mono/.NET Unity. Pegaktop

Unity n03BoJisie penaryBaTv CIICHH B PEXKHUMI PEaIbHOTO Yacy, HaJaro[KyBaTh iX Ta
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IMIIOPTYBAaTH pecypcH, mMATpuMyrouH Taki popmaru, sk FBX, PNG ta WAV. Penaepunr
3nicHIOEThCS 3a Jonomoroto BOynoBaHoro URP (Universal Render Pipeline) abo HDRP
(High Definition Render Pipeline) 3 HamamtyBaHHsIM 1ieiaepiB 3a pornomororw Shader
Graph a6o0 HLSL. ®i3uka mpaitoe Ha 6a31 NVIDIA PhysX, mio 3a6e3neuye peanicTuune
MOJICIIOBAaHHS 31TKHEHb, CHJI Ta TKaHUH [8].

Unity crpoiiye po3po0Ky irop, BUKOPHUCTOBYIOUM KOMIIOHEHTHY apXITEKTypy, 1€
CKPUITH BU3HAYAIOTh MOBEAIHKY IrpOBUX 00’ €KkTiB y 2D- a6o 3D-cepenoBuii. Pegakrop
Unity npornoHye BizyajdbHUN 1HTEepdEIC sl MPOEKTYBAHHS ITPOBUX PIBHIB, JIe peCypcH
MOYKHA YTOPSAKOBYBAaTH JUIsl CTBOpEHHS clieH. KopucTyBaui MOXYyTh HEpeTAryBaTH
pecypcu B penaktop, Taki sk 3D-momeni, TekcTypu Ta ayaiodaiad, a IMoTIM
YHOPSAIKOBYBATH Ta HAJIAIITOBYBATH iX JJIsi CTBOPEHHSI OaxaHOro irpoBoro nocsiny. C# €
OCHOBHOIO MOBOIO CIIEHApIiB, sIka MIATPUMYETHCSA IIUPOKOID €KOCHCTEMOIO PECYpCIB,
npedabiB Ta mabIoOHIB JJI1 ONTUMI3allil po3po0KkH [8].

OCHOBHI IlepeBaru pyIuisi:

- kpocmiiargopmHicTs (Unity miarpumye noHaz 25 miatdopm: Windows, macOS,
Android, 10S, WebGL, Linux, koHcomi);

- 3py4yHe CepeIoBHIINEe PO3POOKH (IHTYITUBHHM 1HTEpPEiic, BI3yaTbHUN PElaKTop
CLIE€H, MOXJIMBICTh HajalTyBaHHa 00’ ekTiB “drag and drop”);

- BEJIMKA CIUIbHOTA Ta JOKyMeHTauis (icHye Oe3nid TyTopiamiB, (OpyMiB i
MPUKJIAIIB, 110 3HAYHO CITPOIIYE HABYAHHS Ta MONIYK PIIIEHB);

- MOTYXXHUU (I3UYHMI Ta aHiMaliiiHui pyumniil (BOymoBaHi cuctemMu (Pi3uKH,
aHiMarlii Ta YacCTMHOK JO03BOJISIOTh CTBOPIOBATH PEANICTHYHI CIEHH O€3 CKIIaJIHHX
pPO3paxyHKIB);

- THYYKICTh 1 MaclITabOBaHICTh (MOXHA CTBOPIOBATH SIK MPOCTI MOOUIbHI ITPH,
TaK 1 BEJIMKI CUMYJISAIIT, Bi3yali3aiii ab0 IHTEpaKTUBHI HaBYaJIbHI1 TIPOTPAMH).

OCHOBH1 HEAOIKH PYILIA:

- Mpo0OJIeMH 3 TPOAYKTUBHICTIO Y BEJMKHUX MPOEKTAX (711 MacIITaOHUX irop abo
cumyssitid Unity Moxe CIIOKUBaTH 6arato pecypciB, a ONTUMI3AIlS BUMArae JI0CBiay);

- oOMexxeHHs Oe3KOIITOBHOI Bepcii (y KOMEPIIMHUX MPOEKTAX 13 BEITUKHUM

npuOyTKOM NOTPiOHA JIEH31s, IO MOXKe OyTH JOBOJI JOPOTO0);
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- MmeHma BizyanpHa sKicTh (Unity moTpebye MONAaTKOBHUX HaJalITyBaHb a0o
HienepiB s JOCATHEHHs (hOTOPEaiCTUYHOTO PEHICPUHTY);

- CKJAJIHICTh y CTBOPEHHI BJAaCHUX 1HCTpyYMeEHTIB (xoua Unity mo3BoJIs€
PO3MIMUPIOBAaTH (PYHKIIOHAJ, CTBOPEHHS CKIAAHUX PEAAKTOPCHKUX CKPUMTIB MOTpedye
ruookoro 3HaHHs API);

- BEJIMKI PO3MIpU roTOBUX 301pOK (HaBITh MPOCTA Ipa MOXKE 3aiMaTH JECATKH

Mera0ailT uepe3 CTpyKTypy pyliis Ta BOyoBaHi 010J110TEKH ).

2.1.2 Unreal

Unreal Engine — 11e m1poko BUKOPUCTOBYBAHUM ITPOBHI pyIIIiid, BIIOMUIN CBOEIO
Bpa)Xkaro4yol0 YHIBEpCAJIbHICTIO Ta NoTyxkHIicTi0. Epic Games cTBopuiia pyiiid, 106
HaJaTH pO3pOOHUKAM TIOBHMM Hallp 1HCTPYMEHTIB JUIsi CTBOPEHHS Bi3yalbHO
PUTOJIOMIIMBUX, 3aXoruuBuX 3D-irop Ta BipTyanpHUX irop. HesamexHo Bia Toro,
HOBAYOK BH 4YM JIOCBiqYeHUM po3poOHuK, Unreal Engine mnpomoHye BeIUKY
JIOKYMEHTAIl1}0, HaBYaJbHI TMOCIOHUKH Ta OHJAWH-PECYypCH IJis MIATPUMKH BaIloro
HaBYaHHs. 3aBASKH TaKUM TIOMITHHUM CIICHapisM BHKOpHcTaHHs, sk Fortnite, Rocket
League ta Gears of War. Unreal Engine 3apekomenayBaB cebe ik mpOBiIHUNA BUOIp A5t
pO3pOoOKH 1rop, a TakoX JoloMarae B apXITEeKTYpHIM Bi3yamizalli, BipTyaJbHil
peaabHOCTI Ta KIHOBUPOOHUIITBI [9].

36ipka Unreal Engine 0a3yeTbcsi Ha MOAYIBHIM apXiTEKTypi, sIKa JTO3BOJISIE
PO3pOOHUKAM MIATPUMYBATH YUCTOTY Ta PO3AUTHHICTE Koy. Lle mo3Bomsie po3pobHIKam
JIETKO OHOBJIOBAaTH a00 J0/AaBaTH KOHTEHT JO IrpoOBOTO KOy, HE MOPYIIYIOUHM HOTO
poboty. Unreal Engine Takox Mae BEJIMKY KOJEKI[II0O MOKIIMBOCTEH Bi3yalbHUX €(DEKTIB
Ta IHCTPYMEHTIB PEH/ICPUHTY, a TAKOXK MPOTIOHYE MUPOKUA HAOIp JOJATKOBUX (DYHKITIMH,
BKJIIOUalOYM (DI3WYHI CUMYJIALIT, 1HCTPYMEHTH aHIMallii, ayJiOCUCTEMH, MEPEKEBl
GYHKIIIT Ta TOTY>KHY CUCTEMY Bi3yaJllbHHMX ClLIEHapiiB mia Ha3Boio Blueprints, noctynny
JUTSI TUX, XTO Ma€ 0OMEKEHUM JOCBI IporpaMmyBaHHs [9].

OcHOBHI IlepeBaru py1isi:
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- (Qoropeanictuuna rpadika (Unreal Engine mpomoHye mepemoBi TEXHOJOTii
Bi3yauti3ailii, siki 3a0e3Meuy0Th pealiCTUYHE OCBITIEHHS, TIHI Ta ACTaji3aIlilo CIICHH);

- Bi3yaJlbHE IpOrpaMyBaHHS (JI03BOJISE CTBOPIOBATH JIOTIKY I'pu 0e3 MIMOOKHX
3HaHb KONY);

- MOTY)XHUU (PI3MYHUN pymIid Ta cucTteMa aHiMarlii (BOyIOBaHI 1IHCTPYMEHTH
3a0e3MmeuyIoTh peanicTuuHy (i3UKy, YACTUHKH W CKIIAJIHY aHIMAIlil0 IePCOHAXIB);

- mpodeciiiHa exocucTeMa (BUKOPHCTOBYEThCS HE JIMIIE Yy TrelmueBi, a U y
KIHOBUPOOHMIITBI, apXiTEKTypHIN Bi3yasisallli, aBTOMOOUILHOMY JM3aliHI Ta HAyKOBHX
CUMYJISIIISX);

- Oe3komToBHa JineH3is 10 mneBHoro piBHA npuOyTtky (Unreal Engine
OE3KOINTOBHUHN [IJIs BUKOPUCTAHHS, @ POSITI CIUIAYY€ThCS JUIIE TICHs OTPUMAaHHS
3HAYHOTO MPHUOYTKY).

OCHOBHI1 HEJOJIIKHU PYIIiS:

- BHUCOKI CHUCTEMHI1 BHUMOTH (Iisi KOM(OPTHOI poOOTH MOTPiOEH MOTYXHUIA
KOMIT I0Tep, 110 MOXe OyTH ITPoOIEMOIO JIJIsl CTYACHTIB 00 HEBEJIIMKUX KOMaH[);

- kpyTa kpuBa HaByaHHs (Unreal Engine Mae 6arato IHCTpyMEHTIB 1 CUCTEM, TOX
MOYATKIBITIO BAYKKO IIIBUJIKO OTIAHYBATH BECh (DyHKIIIOHAM);

- BEJIMKUIA pO3Mip MPOEKTIB 1 pymlisd (HaBiTh 0a30B1 MPOEKTH MOXYTh 3aiiMaTH
JIECATKH TirabaiT, a cam pyrii morpedye 6araro TUCKOBOTO MPOCTOPY);

- IOBIIMI Yac KOMIUIALIT (3MIHH y KO/l @00 Marepianax MOXKYTh KOMIIIIOBATHCS
3HAYHO JIOBIIIE);

- BUIIl BUMOTH JI0 omTUMi3alii (HE3BaXalo4W HAa BHUCOKY SIKICTh rpadikd,

JTOCSITHEHHS CTa01IbHOI MTPOIYKTUBHOCTI MOTPEOy€ PETEILHOTO HANAIITYBaHH).

2.1.3 Godot

Godot — 11e kpocmiaThopMHMiA, OE3KOIITOBHUN ITPOBHUMA PYIIINA 3 BIIKPUTUM
BUXIJTHUM KOJIOM, BUMyIIeHnH 3a Jinensieto MIT. Crouatky #oro po3poouiu B byeHoc-
Alipeci apreHTUHChKI pO3pOOHHMKH MPOrpaMHOro 3a0e3neueHHs XyaH Jlinienki ta Apienb

Man3zyp 11 KiTbKOX KommaHii y JlatuHcbkin Amepuini A0 myOiaigyHOTO BUITyCcKy B 2014
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porri. CepenoBuiie po3poOKH MpaIiroe Ha 0ararbox miargopmax i MOXKe eKCIIOPTyBaTH Ha
me Kuibka. BoHo mpusHadeHe miis ctBopeHHs sk 2D, Tak 1 3D irop (puc. 2.1),
opienToBaHux Ha [1K, MoOUIbHI TIpUCTPO1, BeO-CaliTH, a TAaKOXK TIATGHOPMH BIpTYyaJIbHOT,
JIOTIOBHEHO1 Ta 3MIIIaHOT PeaIbHOCTI, @ TAKOK MOXKE BUKOPHUCTOBYBATHUCS JIJIST PO3POOKU

HEIrpoBOTO MporpamMHoro 3abdesnedeHus [10].

Pucynok 2.1 — CtBopenns 3D rpu B Godot [10]

Godot no3Bossie po3poOHMKaM Bijeoirop crBoproBatu sk 3D, Tak 1 2D irpu,
BUKOPHCTOBYIOUM KiJIbka MOB IporpamyBaHHs, Takux sk C++, C# ta GDScript. Bin
BUKOPUCTOBYE 1€papXit0 BY3JIB JJis CIHpOIICHHS po3poOku. Kmacu MoxyTh OyTH
NOXIIHUMHU BiJl TUIY By3Jla JJIsl CTBOPEHHS OLbII CHEliali30BaHUX THUIMIB BY3JiB, SKi
YCIJIKOBYIOTh TOBEAIHKY. By3nu opraHizoBaHl BCEpeIuHI “CLIEHH’, SIKI € TOBTOPHO
BUKOPHCTOBYBaHMMH, EK3EMIULIPHUMH, YCHAJKOBYBAaHHMMU Ta BKJIAJEHUMH TpylamMH
By3.iB. By3mnu 3’€/lHaH1 cUrHanaMu, Kl MOXKYTh IiepefaBaTu 00’ €KTU JJaHuX. YC1 irpoBi
pecypcH, BKIII0Yal0Yu CKPUITH Ta rpadivHi pecypcH, 30epiraloThbes K yacTuHa GhaisioBoi
cUCTeMHU KoMIl toTepa (a He B 0a3i nanux). Lle pimenHs 1 30epirants npu3HavYeHe AJis
CHPUSHHS CHIBOpaLl MK KOMaHAaMHU PO3POOHUKIB 1TOp, sIKI BUKOPUCTOBYIOTh CUCTEMHU

KOHTPOJIIO BepCiii mporpamMHoro 3ade3neueHHs [10].
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OCHOBHI IlepeBaru pyuuisi:

- Biakputuil BuxigHuii koj (Godot MOBHICTIO OE3KOIITOBHHI 1 Ma€ BIAKPUTY
minensiro MIT);

- HEeBeJMKa Bara Ta HIBUJAKE 3aBaHTAaXCHHs (pylIid ayKe JEerkuil, MIBHIKO
BCTAHOBIJIIOETHCSA 1 HE MOTPeOy€e MOTYKHOTO OONaHAHHS, 10 3PYyYHO JJIsl HAaBYAHHS Ta
HEBEJIMKHUX MPOEKTIB);

- IHTYiTHBHa CTpPYKTypa CIeHH (OCHOBHA apXiTEeKTypa pyllis moOyaoBaHa Ha
By3J1ax, 1110 3a0€3Ie4y€e MOAYIbHICTh 1 IPOCTOTY MOOYIOBHU CKJIAIHUX CIICH);

- BrmacHa MmoBa nporpamyBanHs (GDScript cxoxka Ha Python, Tomy i nerko
BUBUUTH HABITh MOYATKIBIIM);

- BIJICYTHICTb pOSUITI 200 KOMEPIIHHUX 0OMEXEHb (BU MOBHICTIO BOJIOJIETE CBOIM
IIPOEKTOM 1 HE CIIIaYy€eTe KOIHUX BiIpaxyBaHb HE3AJIEKHO BiJl MPUOYTKY).

OCHOBHI1 HEJOJIKHU PYIIiA:

- BIACYTHICTh O(ILIIHOT MIATPUMKH KOMEPLIMHOTO piBHS (y BUMAIKY TEXHIYHUX
npo6eM Hemae o(iIiiHOT CITy>KOU MIATPUMKH);

- oOMeXeHa MiATPUMKAa MOOUIBHMX Ta KOHCOJEH (XO4 eKCIOpPT Ha MOOUIbHI
mwiatGopMu  MOXJIMBHHM, ONTHMI3aIis MOTpeOye MOAATKOBUX 3YyCWJIb, a MIATPUMKA
KOHCOJIeH o(iIiiHO 0OMexKeHa);

- GDScript MmeHIT TPOAYKTUBHUH (IJ1sI CKIIATHUX 200 peCypCOMICTKUX MPOEKTIB
MOke OyTu oTpiOHe nepenucyBanHs Joriku Ha C# abo C++);

- MEHIIE HaBYAJIbHMX MarepiaiiB (Xo4 [JOKyMEHTallsd SKICHA, KUJIbKICTb
TYTOpIaJiiB 1 BiZI€O BCE II€ MEHIIA, HIXK Y 1HIIMX PYyIiiB);

- MeH1a 0a3a aktuBiB 1 iaridiB (Godot Asset Library moku He Taka po3BUHYTA,

K HaO1p MJIAriHIB y 1HIIKUX PYIIiiB).

2.2 llopiBHSUIbHMH aHAJI3 irPOBUX PyUIiiB

O3HAaOMUBIINCH 3 ONMMCAHUMHU BHIIE ITPOBUMH pPYyUIisiMU, OylI0 TPOBEIEHO

NOPiBHSUIbHUY aHasi3 (Tabm. 2.1).
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Tabmuus 2.1 — [opiBHsIbHA XapaKTEPUCTUKA ITPOBUX PYILIiiB

Xapaxrepucrtuka /

. o Unity Unreal Godot
[rpoBuii pymu
SxicTh rpadiku Bucoka Jyxe Bucoka Cepenns
B : : :
MMOTH J10 Cepenni Bucoki Husbki
oOJaiHaHHA
Po3mip pymiiTa Cepenniit Jyxe BenuKui Jly’xe KOMITaKTHUI
301pOoK
KpocmnargopmHicTh Jyxe mmpoka Jyxe mmpoka [ITupoka
M :
OBd C# C++ GDScript, C#, C++
MIpOrpaMmyBaHHs
be3komrroBHO 10 | be3komToBHO, ajie IToBHicTIO
Jliniensist Ta BapTICTh |  TIEBHOTO PiBHSA 5% posnTi micins O€3KOLITOBHUH,
npulyTKy $1 mua mpubyTKy | open-source (MIT)
: : Horyxcxa OpieHToBaHMIA .I[yxce Aobpa
[Tintpumka 2D/3D iATpUMKa 000X niaTpuMka 2D,
) nepeBaxxHo Ha 3D
dbopmaris nokpaiena 3D

I[Tix yac mOpIBHSHHS ITPOBUX PYUIIiB ISl pO3POOKH CUMYJISILIT, OyJI0 BU3HAYEHO,
mo Godot € Halikpanum Bubopom. Godot — 11€ TOBHICTIO OE3KOIITOBHUMN 1 BIAKPUTHI
pyIIi#, 10 HEe MOTpedye >KOMHMUX JIIEH3IMHUX TUIaTeXIB un posaTi. Lle BaxkmuBo s
aKaJeMIgYHOTO CEPEIOBHINa, /Ie HeoOXiTHa TOBHA CBOOOIa BUKOPHUCTAHHS MPOTPAMHOTO
3a0e3MeYeHHs Ta MOXJIUBICTh MOAU(IKaIli HOro miJ moTpedu npoekTy. Takox py1iiit Mae
3py4yHy MOIyJbHY apxiTekTtypy (Node-cucrema), sika CIipoIiye mooy10By CUMYJIISAIIIHHUX
Mojienieit. 3aBIsSKH IIbOMY MOKHA IIIBHIKO CTBOPIOBATH, TECTYBATH 1 3MIHIOBATH 00’ €KTHU
0€3 CKJIQJIHOTO HAJIAIITYBAaHHS CIIEH YU B3aEMOIIN.

Taxum ynHOM, BUOIp Godot OOrpyHTOBAaHUN TaKUMH KPUTEPISIMU:

- BIAKPUTICTB 1 BIICYTHICTh KOMEPIIIHHUX OOMEKEHb;

- BIAKPUTICTH KOAY;

- IPOTPECHUBHA CILIILHOTA;

- JIETKICTh OCBOEHHSI Ta THYUKICTb y peai3allii CUMYJIAILIiN;

- HU3bKI CUCTEMHI BUMOTH Ta IIBUKE TECTYBaHHS;

- MOXJIMBICTH JA€TAIBHOTO KOHTPOJIIO 32 JIOT1KOK MOJIETII;

- aKkaJeMIyHa JOLUILHICTE I HaBYAJIbHUX 1 TOCIIIHUILKUX 3aBIaHb.
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2.3 O iCHYl0YHMX MOB NIPOTrpaMyBaHHS

Mogu nporpamyBaHHs OyBaroTh pi3Hi. | xoua o6panHuit KA mMoxHa po3poosTu
Ha Oyab-AKiii MOBi, B JaHi poOOTI #ae mNpuB’si3ka 10 irpoBoro pymisa. Tomy
CTBOPIOBATUChH CUMYJIAILIISI Ma€ B caMe Till MOBI, Ha sIKii 11e MoxHa 3pooutu B Godot. B
CBOIMl OCHOBI, LIl IrPOBUN pyLIil JO03BOJSE NPOrpaMyBaTH Ha TPbOX MOBax

nporpamyBanss: GDScript, C# ta C++.

2.3.1 GDScript

GDScript — 1ie BOyzmoBana moBa ciieHapiiB Godot Engine. Ha BingmMiHy Bijg MOB
mporpaMyBaHHS 3arajbHOTO TMpu3Ha4deHHs, Takux sk C++ abo Java, GDScript
ONTUMI30BaHO sl po3poOku irop y Godot. Bin nerkuii, iHTYiTUBHO 3pO3yMUIHH 1
JI03BOJISIE PO3POOHUKAM HIBUIKO KEPYBATH IrPOBUMHU 00’ €KTaMH, OOpOOJIATH BX1HI JIaHi,
KepyBaTH (i3uKoI0 Tomo. M1oro CHHTaKCHC 3p03yMiNHil Ta YHTAGEIBHHUIA, 110 JOOMATAE
MOYATKIBIISIM IIBU/IIIE PO3YMITH KOHIIENIIT mporpamyBaHHs [11].

GDScript — e cepie ckpuntunry B8 Godot Engine. Moro mpoctuii cunTakcuc,
TicHa 1HTerparis 3 Godot Ta 3py4HICTh JJIs1 TOYATKIBIIB POOJIATH HOTO 171€aIbHUM IS
OyIIb-KOTO, XTO TIOYMHAE PO3POOKY irop. BuBUMBIIKM OCHOBU 3MIHHUX, (DYHKIIIH, TOTOKY
KEepPYBaHHS, CHUTHAJIB Ta B3a€MOJIi BYy3JiB, PO3POOHHK 3MOXKE IOYaTH CTBOPIOBATH
IHTEpPaKTUBHI ITPHU Ta BTUIIOBATH CBOi TBOPYI 171€1 B KUTTS [11].

OcHOBHI TIEpeBaru MOBH:

- BHCOKAa HIBUIKICTb PO3POOKH (3aBISKH MPOCTOMY CHHTAKCHUCY, BIJICYTHOCTI
KOMITUIAII Ta MHTTEBOMY IIEPE3aIyCKy CIICH, KO MOXKHA IIBUAKO TECTyBaTH U
3MIHIOBATH TIi]] 4ac POOOTH);

- MIATPUMKA CHUTHAIIB 1 CIEHOBOI apXiTeKTypu (MOBa TPHUPOIAHO Mpaloe 3
MOJII€EBOIO0 MOJIEIUTIO PYIIIisl: CUTHAJM, BY3JH, CIICHH);

- IPOCTOTA Ta 3PO3YMLIICTh cUHTAaKcUCy (cuHTakcuc GDScript myxe cxoxuii Ha

Python);



33

- mnboka iHTerpauis 3 pyuriem Godot (GDScript po3pobriena cnemnianbHO s
Godot, Tomy 3a0e3neuye npsiMuil JOCTYH A0 BCiX 00’ €KTIB, CIIEH 1 BY3J1iB 06€3 oTpedu B
J0/1IaTKOBUX O10moTekax adbo API);

- JIeTKa 1HTeTrpallis 3 IHIIKMMU MOBaMHU (3a ToTpeOu MoxkHa KomOiHyBaTi GDScript
13 C#, C++ abo VisualScript y Mexkax 0JTHOTO IIPOEKTY).

OcCHOBHI HEJIOTIKH MOBH:

- MEHIIE CTOPOHHIX 0107i0TeK 1 makeTiB (Ha BiAMIHY Bija iHIMX MoB, GDScript
Ma€e 0OMEXEHY €KOCUCTEMY CTOPOHHIX MOMAYIIB);

- oOMexeHe 3actocyBaHHS 1mo3a Godot (MOBa CTBOpEHA BUKIIIOUHO JUISI PYIIis
Godot, ToMy HE BUKOPUCTOBYETHCS B IHIIIUX CEPEAOBHUIIAX UM TUIaTGopMax);

- MOJIOAICTH MOBH (MOBa 1€ PO3BUBAETHCS, TOMY MOXKYTh OyTH HE3HA4H1 3MIHU Y
CHUHTaKcHC1 a00 HeJoMpalboBaHi PyHKIT y PI3HUX BEpCIAX PyIIif);

- BIJICYTHICTh CTAaTMYHOI TUMI3aIlil 32 3aMOBYYBaHHAM (XOU CTAaTHYHA THUITI3allis
HIATPUMY€EThCS, BOHa HE € 000B’S3KOBOIO, 10 MOXKE MPU3BECTH 0 MOMUJIOK Mij Yac
BUKOHAHHS, SIKIIO KOJI HE MEePEeBIPEHUN YBaXKHO);

- MeHuIe HaByaibHUX pecypciB (GDScript Mae MOpiBHSHO HEBENUKY KIJIbKICTh
TYTOpiadiB 1 KHMKOK, TOMY HaBUYAHHS YaCTO CIUPAETHCS Ha OQiIiiHY JOKYMEHTAIIIIO Ta

CIIUIBHOTY).

2.3.2 C#

Moga C# € natnonynsipHimoto MoBoto ais miargopmu .NET, 6e3komToBHOTO,
KpOCIUIaT(OPMHOTO CepeloBUINa PO3pOoOKU 3 BIAKpUTUM KomoM. IIporpamu Ha C#
MOXYTh MpaloBaTh Ha 0araTbOX PI3HUX MPUCTPOSX, BIJ MPUCTPOIB IHTEpHETY peueit
(IoT) mo xmapu ta Oymb-Ie MK HUMU. MOXXHA MHUCATH TPOTpaMH sl TeJe(OHIB,
HACTIJIbHUX KOMIT I0TEPiB, HOyTOYKIB Ta cepBepis [12].

C# — mue kpocmiuargopMHa MOBa 3arajbHOTO MPU3HAYEHHS, KA POOUTH
PO3pOOHUKIB MPOMYKTUBHUMH IIiJl YaCc HAMHCAHHS BUCOKOMPOAYKTHBHOTO KOIY. 3
MiTbHOHaMu po3poOHuKiB C# € HadnomymsipHimo Moot .NET. C# mae mmpoky

HIATPUMKY B €KOCHCTEeMi Ta Juisl BCiX poOoumx HaBaHTaxeHb .NET. basyrouuce Ha
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00’ €KTHO-Op1€EHTOBAHUX MPUHIIMIIAX, BOHA BKJIIOUae Oararo (PyHKIIN 3 1HIIUX Mapajnrm,
HE B OCTaHHIO Uepry (QpyHKIlIOHAJIbHE MporpamyBaHHs [12].

OcHOBHI nIepeBaru MOBH:

- pocTuii 1 3po3yminuii cunrakcuc (C# noeanye B cobi pucu C++ 1 Java, mae
JIOT14YHY CTPYKTYPY, CTPOT1 IIpaBuiia i 3p03yMUIMM CUHTAKCHC);

- 00’exTHO-OpieHTOBaHAa MoBa (yce B C# 0a3yeTbcsi Ha MPUHIMMIAX 00’ €KTHO-
OpPIEHTOBAHOTO  MpPOrpaMyBaHHs, IO MOJIETIIyE  PO3POOKYy  MacHmTabHUX 1
CTPYKTYPOBAaHUX ITPOEKTIB);

- kpocmiatpopmuicTs (3aBasku .NET Core 1 cyqacuum Bepcisim .NET, C# moxHa
BUKopucTOBYBaTH Ha Windows, macOS 1 Linux);

- Oe3neyHicTh TUMIB 1 KepyBaHHs nam arTio (C# mae BOyHOBaHHMII MeXaHI3M
“garbage collection” 1 cTporuii KOHTPOJIb THUIIIB, IO MIHIMI3Y€ PU3UK TOMUJIOK);

- BeJIMKa CIUJIbHOTA Ta miaTpuMka Microsoft (HasBHICTb O(iIIMHOT JOKYMEHTAIlIi,
peryasipHUX OHOBJICHb 1 YMCICHHHX HaBUaJbHUX MarepiaiiB CIPOIIy€e HABYAHHS Ta
BUPIIICHHS TTpo0IeM).

OCHOBHI HEQOJIKH MOBHU:

- zanexHnicth Bix NET cepemoBumia (st BUKOHAaHHS Mporpam MOTpiOHA
ycranoBka 1ardopmu .NET, 1110 yckiiaiHIO€ pO3ropTaHHs Ha JISIKUX CUCTEMaX);

- BUII BUMOTH JO pecypciB (mporpamu Ha C# 4acTo CHOXKHUBAIOTH OLIBIIE
naMm’siTi, HiX eKkBiBajeHTHI peanmizalii Ha C/C++, 0cOOIMBO y BEIUKUX 3aCTOCYHKAX);

- CKJIQJHICTH JUIsl MOYATKIBIIIB Y BETUKUX MPO€EKTaxX (uepe3 Oaratuil pyHKIIOHAT
1 00’emMHMI (PpeMBOPK HOBaYKaM MOKe OyTH Ba)KKO 3pPO3YMITH apXITEKTypy BEIHKHUX
3aCTOCYHKIB);

- 3akputa exocucrema Microsoft (xoua C# craB BigkpuTimum 3aBasku NET
Core, icropuuHo BiH TMOB’s3aHuil 3 Microsoft, 1 0Gararo pileHb 3aJTUIIAIOTHCS
opieHToBaHMMHU Ha Windows);

- MEHILA THYYKICTh Y HHU3bKOpPIBHEBOMY mnporpamyBanHi (C# He ae MOBHOIO
KOHTPOJIIO HaJ Mam’ATTI0, TOMYy HE€ HIAXOAUTH JJIsi CUCTEMHOIO IporpamyBaHHs a0o

MIKPOKOHTPOJIEPIB).
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233 C++

C++ — 1e BHCOKOpiBHEBa MOBa NPOrpPaMyBaHHS 3arajbHOTO MPU3HAYCHHS,
CTBOpEHA JaTChKHM BUYEHUM-KOMI IOTepHUKOM b’sipHe Ctpayctpynom. C++ 3a3Buuait
peai3yeThcsl K KOMIIJIhOBaHAa MOBa, 1 0araro mocradajibHUKIB HaJAalOTh KOMITUISTOPU
C++, Bximouaroun Free Software Foundation, LLVM, Microsoft, Intel, Embarcadero,
Oracle Ta IBM [13].

MoBa C++ Oyna po3poOieHa 3 ypaxyBaHHSIM CHCTEMHOTO MpOrpaMyBaHHS,
BOYJIOBAaHOTO MPOrpaMHOro 3a0e3MeueHHsT 3 OOMEXKEHHMHU pecypcaMu Ta BEIUKUX
CHUCTEM, 3 ypaxXyBaHHSAM MPOAYKTUBHOCTI, €)EKTUBHOCTI Ta THYUYKOCT1 BUKOPUCTAHHSI SIK
OCHOBHHUX 0c00MMBOCTEH 11 po3poOku. C++ TakoXX BUSBHUBCS KOPUCHUM Yy Oararbox
IHIIMX KOHTEKCTaX, KIIOYOBHMHU MEpeBaraMu SIKOrO € MporpaMmHa iH(pacTpykTypa Ta
nporpamMu 3 OOMEXKEHUMH pecypcaMu, BKJIIOYAIOYM HACTIIBHI MPOTrPaMH, BIIEOITpH,
CepBepH Ta MPOrpamMu, KPUTUYHO BaXKIIMBI U1 IPOAYKTUBHOCTI [13].

OcCHOBHI IepeBaru MOBU:

- BUCOKa MPOAYKTUBHICTh 1 MIBUAKICTb BUKOHAHHS (CH++ KOMIIUIIOETHCS Y
HAaTUBHUM MalIMHHUNA KOJ, 110 3a0e3Meyye MaKCUMaJIbHO MOXIIMBY IIBUIKICTH POOOTH
nporpam);

- TIOBHUW KOHTPOJb HaJ TaM ATTIO (pO3pOOHHMK caM Kepye BHUIIJICHHSM 1
3BUJIBHEHHSIM T1aM’SITi, 10 TO3BOJISIE TOYHO ONTHMI3yBaT BUKOPUCTAHHS PECYPCiB);

- IOTY>KH1 MOXKJIMBOCTI JJ1 onTUMi3alii (pO3pOOHHUK MOXKE KOHTPOJIIOBATH HABITh
NpiOHI aCTIEKTH BUKOHAHHS, 110 JIO3BOJISIE TOCSITaTH MAaKCUMAbHOT €()eKTUBHOCTI);

- MATPUMKA KITBKOX mapaaurMm nporpamyBanHs (C++ 103Bojsie KOMOIHYBaTH
NPOLEAYPHUN, 00’€KTHO-OPIEHTOBAHWUM 1 IIAOJIOHHUN MIJXOAM, IO POOUTH HOro
yHIBEpPCaTHLHOIO MOBOIO);

- crangaptHa Oi0mioreka STL (STL micTuTh Hallp TOTOBUX KOHTEHHEpIB 1
aJITOPUTMIB, SIK1 3HAYHO CIIPOIIYIOTh PO3POOKY).

OCHOBHI HEIOTIKH MOBH:

- ckiagHicTh MoBM (C++ Mae CKIaQAHUN CHUHTAaKCUC 1 BEJIUKY KUIBKICTh

0COOJIMBOCTEH, 1110 CTBOPIOE BUCOKHUI MOPIT BXOY JIJIsi HOBAUKiB);
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- py4HE KepyBaHHS MaM ATTIO (MOMWJIKH y BHJIUICHHI a00 3BUTHHEHHI mMam’sTi
MOXXYTh MPU3BECTH J0 “BUTOKIB MaM’sATi”, aBapiil a00 HECTaOIILHOCTI MPOTPaAMH);

- JIOBIIMM ITMKJI PO3pOOKH (Yepe3 KOMIIALII, CKIIAJHICTh CHHTAKCUCY Ta
notpely B onTUMI3aIlii po3poOka 3aiiMae OUIbIIE Yacy);

- MOB1JIbHA KOMITUISIIIISL BEJTUKUX MPOEKTIB (Y BETUKUX KOJOBHX 0a3aX KOMITIJIAIIIS
MOJKE 3aiiMaTy 3HAYHUH Yac yepes3 MabJOHH Ta CKIAIHY CUCTEMY 3aJICKHOCTEH);

- BHCOKa CKJIQJHICTh HaJIAroJpKeHHs (IIOMUJIKH, IIOB’S3aHi 3 I1aM’ SITTIO abo
m1abJIOHaMHM, YaCTO BaXKKO BIJICTC)KUTH M BUIIPABUTH ).

2.4 IlopiBHsIIbHUN aHAJI3 MOB IIPOrpaMyBaHHS

O3HallOMMBIIKCH 3 OMUCAHUMH BUIIIE MOBaMU IIPOrpaMyBaHHsI, OyJI0 MPOBEICHO

MOPiBHSUILHUM aHai3 (Tabm. 2.2).

Tabmuis 2.2 — [lopiBHsJIbHA XapaKTepUCTUKA MOB ITPOTrpaMyBaHHs

XapakTepucTtuka /
Moga GDScript C# C++
IpPOrpaMyBaHHsI
[TpOayKTHUBHICTH Cepennst Bucoka Jlyxe BuCcoOka
KepyBanus
py, ABTOMaTu4He ABTOMaTu4He Pyune
nam’ ITTIO
CKI1aiHiCTh
a Husbka Cepenns Bucoxka
CUHTAKCHUCY
[IBuaKICTH
A Bucoxka Cepenns Hwuspka
PO3pOOKHU
MOoXITUBOCTI : : :
o OoOMexeHi Cepenni MaxkcumaibHi
ONTHUMI3alll]
[TigTpumka O06’ekTHO- O06’ekTHO-
) ) bararomapagurmua
napajurm OpIEHTOBaHA OpIEHTOBaHA
[TopTaTuBHICTH Bucoka Bucoka Jlyxe BuCOKa

[TopiBHSIBIIM TpU MOBU MpOTrpamMyBaHHs, Oylio BupiieHo oopatu came C++ mmis
po3po0OUTH KOMIT'toTepHOI cumyisiiii. C++ 3abe3meuye MakCHMajbHY IIBHIKICTh
BUKOHAHHSA, TOYHHI KOHTPOJIb HAJ PECypcaMmH, THYUYKICTb y peajizaiii aJropuTMiB i

cTab1IpHICTh poOoTH. Lle poOuTh HOro HaMONTUMANBHIIIUM BUOOPOM [IJIi CTBOPEHHS
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BHUCOKOMPOAYKTUBHUX CUMYJISIIINHUX CHUCTEM, /i€ €(PEKTUBHICTh Ta HAAIWHICTh MAlOTh

KJIIOYOBC 3HAUYCHHA.

2.5 O iCHYI0YMX cepegoBHIL PO3POOKH

[aTerpoBane cepemoBuIilie po3poOKHM — 1€ TPOTPAMHHUI 3aCTOCYHOK, SIKHIA
JorioMarae mnporpamicram e(pexkTUBHO po3poOisTH mporpaMHuil koa. BoHo migBuirye
MPOIYKTUBHICTh PO3POOHUKIB, MOETHYIOUM TakKi MOXKJIMBOCTI, SIK pelaryBaHHs, 30ipKa,
TECTYBaHHS Ta MaKyBaHHS MPOTPaMHOTO 3a0€3MEUYEHHs, y MPOCTI y BUKOPUCTaHHI
nporpami. Tak camo, SIK aBTOPH BUKOPUCTOBYIOTh TEKCTOBI PEIAKTOPHU, a OyXrajaTepu —
CJICKTPOHH1 TaOJIMIll, PO3POOHUKH MPOrPAMHOTO 3a0e3MeueHHs] BUKOPUCTOBYIOTH IDE,
100 TOJIETIIUTH CBOIO poboTy [14].

binpmricte  iHTEerpoBaHux  cepeaoBuil  po3pooku  (IDE)  wmictath
(YHKIIIOHAJBHICTD, SIKa BUXOJUTH 32 PaMKH pefaryBaHHs TekcTty. Bonu 3abe3neuyrorsb
[EHTpaJII30BaHUN 1HTepdeic s MOMUPEHUX IHCTPYMEHTIB PO3pOOHHUKA, 1110 POOUTH
MpoIEC PO3pOOKH MPpOTrpaMHOro 3abe3rnedeHHs Habararo edeKTUBHIMKUM. Po3poOHUKH
MOXKYTh IIBHJIKO TOYATH MPOTpaMyBaTH HOBI MPOTpPaMu, 3aMiCTh TOTO, OO0 BPYYHY
iHTerpyBaTH Ta HAJIAIITOBYBATH Pi3HE MpOrpaMHe 3abe3NeueHHs. [M Takoxk He HOTpiOHO

BUBYATH BC1 IHCTPYMEHTH, 1 BOHH MOXYTbh 30CEPEIUTUCS JIUIIIE HA O/IHIN mporpami [14].

2.5.1 Qt Creator

Qt Creator — 11e kpocmiarpopMHe IHTErpOBaHe cepeoBulle po3pooku Ha C++,
JavaScript, Python Ta QML, sixe crpoiiye po3poOKy rpadiuHux 3acTocyHKiB. BoHO €
yactuHoro SDK mist hpeiiMBOpKy po3poOku rpadiyHuX 3aCTOCYHKIB Qt Ta BUKOPUCTOBYE
Qt API, axuii 1HKancynoe BUKIMKA QyHKIIH rpadiunoro intepdeiicy xoct-OC. Bono
BKJIIOYA€ Bi3yaJIbHUM Hajaro/pkyBad Ta inTerpoBanuil WY SIWY G-KoHCTpyKTOp MaKeTiB
1 ¢opm rpadiunoro iHtepdericy. Pemaktop mae Taki GyHKINI, SK TiACBIYYBaHHS
cUHTaKcucy Ta apro3anoBHeHHs. Qt Creator BukopucroBye kommiasitop C++ 3 Konekiii

xomriyiaTopiB GNU B Linux. ¥ Windows BiH Moxe BukopuctoByBati MinGW abo
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MSVC 31 craHgapTHOIO I1HCTANALIEI0, a TAaKOXXK MOXe BHKOpUCTOByBaTH Microsoft
Console Debugger mia yac koMnuiAii 3 BUXigHoro koxy [15].

Qt Creator 3abe3rneuye MiITPUMKY CTBOPEHHs Ta 3amycKy Qt-3acTOCYHKIB ISl
pobounx cepenosui (Windows, Linux, FreeBSD Ta macOS), MoOiTEHUX TIPUCTPOIB
(Android, BlackBerry, 10S, Maemo Ta MeeGo) Ta BOymoBaHuX NpHUCTpoiB Linux.
HanamtyBanHus 30ipku 1O3BOJISIIOTH KOPUCTYBAY€Bl MEPEMUKATHUCS MK ILUIOBUMHU
cepeoBUILaMU 301pKH, pi3HUMU Bepciamu Qt Ta koHGirypauisiMu 30ipku. [ HiIbOBUX
MPUCTPOIB Ta Il MOOUIBHUX TpUCTpoiB Qt Creator MOXKe CTBOPHUTH 1HCTAISIIIAHUM
NakeT, BCTAHOBUTH MOro Ha MOOUIBHUN NPHUCTPIN, MIAKIIOUYEHUH J0 KOMII IoTepa
pO3pOoOHUKa, Ta 3aIyCTUTH Horo TaMm [15].

OcCHOBHI TIepeBaru cepeoBuIIa:

- kpocmnarpopmuicTs (Qt Creator mpamroe Ha Windows, Linux 1 macOS, a
CTBOPEHI B HbOMY MPOTrpaMH MOXKHA KOMITUTIOBATH IiJl Pi3HI omeparliiHi cucteMu 0e3
CYTTEBUX 3MiH y KOJ1);

- motyxHui nuzanHep iHTtepdeiicy (IDE wMicTuTh Bi3yallbHUH peaakTop
iHTep(deCiB, SIKU T03BOJISIE CTBOPIOBATH BIKHA Ta €JIEMEHTH yIpaBiiHHs y drag-and-
drop ctuii, Mo CyTTEBO IPUCKOPIOE PO3POOKY);

- BOy/mOBaHI IHCTpYMEHTH Il Hamaro/pkeHHs Ta mnpodimoBanHs (IDE wmae
BinacHui debugger, aHamizarop mam’sTi, TpO(UIIOBATHFHUK MPOMXYKTUBHOCTI, a TaKOX
inTerpaniro 3 GDB, LLDB i Valgrind);

- MOAYNIbHICTH Ta HanamToByBaHicTh (IDE miarpumye mnnariau, g03BOJISIE
HAJAIITOBYBaTH 1HTEpdEiic, CXeMU KOJIbOPIB, KIaBlaTypHI CKOPOYEHHS Ta I1HII
napameTpH il KOHKPETHOTO pO3pOOHHUKA);

- TOKyMEHTaIlisl Ta MATPpUMKa criiyibHOTH (Qt Ma€e YiTKy, JeTallbHy TOKYMEHTAIIII0
Ta aKTUBHY CHUJIBHOTY, IO JOMOMAra€ IIBUIKO 3HAXOAUTH PIIMIEHHS JJIA OUIBIIOCTI
TUTIOBUX MPOOJIEM).

OCHOBHI HEJIONIKH CEPEOBUIIA:

- BUCOKHUH TOPIT BXOAY JUIsl MIOYATKIBIIB (HE3BAXKAIOUHM HA 3pY4YHHUI 1HTEpeEiic,

MOBHOI[IHHE PO3yMIHHS NPUHIUIIB poOoTH Qt moTpedye vacy);
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- CKJIQHICTh HAJAIITyBaHHA CEepeloBHINA (1 KOPEKTHOI POOOTH MOXKe
3HaJOOUTHCS HAJAIITYBaHHS KOMIIISATOpa, 1edarepa Ta MUIAXiB 10 010J110TeK, 0COOIMBO
Ha Windows);

- pecypcoemHicTh (Qt Creator cioXuBa€e JOCUTH Oararo ONEPaTUBHOI mam’sTi,
0CcO00JIMBO 111 Yac poOOTH 3 BETMKUMH IIPOEKTAMHU a0 Mij] 4ac 301pKH);

- obmexxkeHa 1HTerpanis 3 iHmmuMU QperimBopkamu (IDE onmrumizoBana mig Qt,
TOMY po0oTa 3 IHIIUMHU 61010TeKaMu YM PYLIISIMU MOXe OyTH MEHII 3pY4YHOI0);

- MEHIIIE PO3MMUPEHb (KUIBKICTh JIOCTYIHUX IUIATIHIB Ta 1HCTPYMEHTIB MEHIIIA,

HiXK y Benukux [IDE).

2.5.2 CLion

CLion — 11¢ KOMIUJIEKCHE Ta CKJIaJIHE CEPEIOBUINE PO3POOKH, PO3POOJICHE IS
po3pooHukiB Ha C Ta C++. BoHO Hajae IHCTPyMEHTH Ta PYHKIII1, IO CIIPOIIYIOTh IPOIIEC
IpOrpaMyBaHHs, MOJIETIIYIOYM HalMCaHHS, TECTYBAaHHS, HAJAroOJKEHHS Ta MiIATPUMKY
KOy. 3aBISKW 1HTEJIEKTyaJlbHUM MOXJIuBOCTsIM JetBrains, CLion miarpumye
PO3pOOHKKA TPOTATOM yChOTO TPOIECy KOIyBaHHS, BiJl aBTONOMOBHEHHS Ta TeHeparlii
KOy /10 pe(aKkTOpUHTY, HAJaroJKEHHs Ta TecTyBaHHs [16].

CLion cymicuuii 3 iarpopmamu Windows, macOS Tta Linux, mo pobuts ioro
9y0BUM BHOOPOM 17151 KpocTutaropmHoi po3pooku. Kpim Toro, BiH 31aTHUI 00p0o0IIsaTH
IPOEKTH PI3HUX THUMIB Ta PO3MIpPIB, BIA NporpaM 3 OIHUM (aiiaoM OO0 MacIITaOHHUX
poeKTiB [16].

OcCHOBHI niepeBaru cepeoBuINa:

- mpodeciiine cepenonuie st C/C++ (CLion cTBopenuii crieniaibHo 1715t MOB C
1 C++, Tomy Mae mMOOKY 1HTErpalLliio 3 IX 0COOIUBOCTSIMHU);

- po3ymHe aBromonoBHeHHs komy (IDE 3aGesmeuye iHTENEKTyallbHE
aBTOJIOTIOBHEHHS, HABITAIIO TI0 KOAY, Pe(haKTOPHHT, IBU K] ITIIKA3KH Ta aHaJ13 TTOMUIIOK

y peaJIbHOMY Yaci);
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- miarpumka CMake 3a 3amoBuyBaHHsIM (BHKOpHCTOBYye CMake sik OCHOBHY
CUCTEMY CKJIaJlaHHA, 10 pOOUTH POOOTY 31 CKJIAJHUMHM MPOEKTAMH 3pPYyYHOIO Ta
nependavyyBaHoIo);

- kpocmnargopmuicTs (CLion mpamroe Ha Windows, Linux 1 macOS, 1o3Bossoun
PO3pOOJIATH ¥ TECTYBaTH OJIMH 1 TOM CAMUM MPOEKT HA PI3HUX CUCTEMAX);

- moTyxHui anam3zarop komy (CLion aBTOMaTM4YHO BHUABISAE TOTCHINIHHI
OMUJIKH, BUTOKH 1aM’SIT1, HEKOPEKTHI TUITH, HEJOCSHKHUN KO TOIIIO).

OCHOBHI HEIOJIIKU CEPEIOBUIIIA:

- BUCOKI BuMoru 1o cucreMHux pecypciB (IDE cnoxuBae 6arato onepaTtuBHOI
nam’sITi Ta IPOILIECOPHOTO Yacy, 0COOIMBO Ha BEJIMKUX MPOEKTAX);

- CKJIQJIHICTh JJIi HOBAuKiB (BEJIMKa KUIBKICTh HaJalITyBaHb 1 (DyHKIIH MOXe
CIOYATKy BIIUIAKYBATH MOYATKiBLIB y C++);

- TIOBUIbHE 1HJEKCYBaHHsS BEJIMKUX MPOEKTIB (mpu mepmomy BiakpuTTi IDE
BUKOHYE TIOBHE 1HJIEKCYBaHHSA, LI0 MOXXE TPHUBATHU KUIbKA XBWJIMH JUJISI TPOEKTIB 13
TUCsTYaMu (ailtiB);

- Menie ontumizanii ayg GUI-npoekri (CLion Oible OpiEHTOBaHUN HA JIOTIKY
Ta aJTOPUTMIYHY YaCTHHY, HI’K Ha Bi3yaJbHY PO3pOOKY iHTEp(QEHCIB);

- He Taka mMOOKa iHTerpamis 3 JAeskuMu kommuisropamu Windows (xod
MIATPUMKA TOKpaIuiacs, 1HOAI BUHUKAIOTH APiIOHI HECYMiCHOCTI abo morpeda B

PYYHOMY HaJIalITyBaHHI CEPEIOBUILIA).

2.5.3 Visual Studio

Visual Studio — e noTyXHUHl IHCTPYMEHT JJisi pO3pOOHHUKIB, KM MOXHA
BUKOPUCTOBYBAaTH JJIi 3aBEPIICHHS BCHOTO LMKIY po3poOKuM B oaHomy Micui. lle
KOMIUJICKCHE IHTErpOBAHE CEPEeNOBHUIINE PO3POOKH, sSIKE MOXXHA BHUKOPHCTOBYBATH IS
HAIMCaHHA, pelaryBaHHs, HAJIArOHKeHHsS Ta 30IpKH KOy, a MOTIM JJisi PO3rOpPTaHHS
nporpamu. Visual Studio MiCTUTH KOMOUISTOPH, IHCTPYMEHTH aBTOJOTIOBHEHHS KOLY,
CUCTEMY KepyBaHHS BEPCISIMU, pO3LIMPEHHS Ta 0arato 1HIMMX (GYHKUINA 111 TOKPALIEHHS

KOYKHOTO €TaIry Mmpoliecy po3poOKu mporpaMmHoro 3ade3nedeHHs [17].
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3aBIsgKH pi3HOMaHITHOCTI (DYHKIII# Ta MOBHOI miATpuMKH Yy Visual Studio, MoxkHa
neperTu BiJ HamucaHHs cBoel mepiioi mporpamu “Hello World” mo po3poOku Ta
po3ropraHHs noaarkiB. Hampukiaa, cTBOpIOBATH, HAJIATO)KYBaTH Ta TECTYBAaTH JIOJIaTKU
NET Tta C++, penaryBaru cropinku ASP.NET y pexxumi BeOauzaiinepa, po3poOnaTu
KpociuiaropMHi MOOUIBHI Ta HACTUIBHI 0aTKK 3a gonoMoror .NET a6o ctBoproBatu
anantuBHI BeOiHTepdeticu nHa C# [17].

OcHOBHI TIepeBaru CepeI0BHIINA:

- 3py4yHU# 1 TmpoaymaHui iHTepdeic (Mae IHTYITMBHY CTPYKTYpPY, BKJIAIKH,
MaHesl, IHTerpoBaHui (pailyIoBUid OTIIA/Iad 1 PEJAaKTOp MPOEKTIB, IO CIIPOILYE POOOTY
HaBITh 3 BEJIMKUMH IIPOEKTAMU);

- IHTeNeKTyabHe aBToonoBHEeHHs koay (Visual Studio Hamgae po3ymHi TiKa3KH,
aBTOJIONIOBHEHHS, MiJICBIYYBaHHS MOMMUJIOK, KOHTEKCTHY 1H(oOpMaIlilo Mpo 3MiHHI U
METO/IH, 110 MiJBUIIYE TPOIYKTUBHICTD MPOTPaMicTa);

- TOTYXXHUW BOYIOBaHWIN HaIAro/pKyBad (7J03BOJISIE CTABUTH TOYKH 3YIHHY,
nepersiaTd 3HaueHHsI 3MIHHUX, BIJICTEKYBAaTU CTEK BUKIIMKIB, aHATI3yBaTH Mam’sTh 1
BUKOHAHHS KOy 10 KPOKax);

- 3pYYHICTH ISl HABYAHHS Ta KOMAaHIHOI PO3pOOKH (3aBISKH BEJUKIN KiJTBKOCTI
HaBYaJLHUX MaTrepiajiiB, TyTopiaiiB 1 rotoBux madiaoHiB Visual Studio migxonuts aiis
CTY/ICHTIB 1 BUKJIaJIa4iB);

- IHTerpaIlis 3 TeCTyBaHHSAM 1 Mpod1TIOBaHHIM (BOYI0BaH1 IHCTPYMEHTH JIJIs unit-
TECTyBaHHs, MPOPLIIOBAHHSA MPOYKTUBHOCTI, aHAJI3Y MaM’sTi).

OCHOBHI HEIOTIKH CEPEOBHIIA:

- BUCOKI CUCTEMHI1 BUMOTH (1MOTpedye Oararo ornepaTUBHOI Mam’sITi Ta IUCKOBOTO
IPOCTOPY);

- BEJIMKUU Yac 3aBaHTaXEHHs (Yepe3 BENMKY KUTbKICTh MOMAYIIB, 3amyck Visual
Studio moxke TpuBaTH KijibKa JECITKIB CEKyHI, 0c00arBO Ha crnaduux [1K);

- obMexxeHa kpocriaTdopMHicTh (moBHOMIHHO Visual Studio mpaitroe nmire Ha
Windows);

- BEJIMKA KUJIBKICTh OILIN 1 MeHIO (depe3 0e3liy HajallTyBaHb HOBAauKaM MOXKE

OyTH CKJIaIHO MIBUAKO 30pieHTyBarucs B inTepdeiici IDE);
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- OpIEHTOBaHICT, Ha exkocucreMy Microsoft (OUTBIIICTE MOXKIMBOCTEH
ontuMizoBano mig Windows 1 .NET, Tomy po0oTa 3 1HIIUMU €KOCUCTEMaMH MOTpelye
JIOJIAaTKOBUX HaJIAIITyBaHb a00 PO3IIUPEHB ).

2.6 IlopiBHsIIbHUI aHAJI3 cepedOBHIL PO3POOKH

O3HalOMUBIINCH 3 ONTMCAHUMH BUIIE CEPENOBUIIIAMU PO3POOKH, OYII0 TPOBEICHO

MOPIBHSUILHUY aHasi3 (Tab. 2.3).

Tabmuus 2.3 — [lopiBHSIIbHA XapaKTEPUCTUKA CEPETOBUII] PO3POOKH

XapakTepucTtuka /

Cepenosuiiie Qt Creator CLion Visual Studio
pO3poOKHU
. . | MiHIMaJIICTHYHUH, .
. [IpocTwuii, merkuid, : . [TotyxHMiA,
InTepdeiic ) . TEXHIYHUH, 3 - .
OpIEHTOBaHUH Ha 3py4yHUi, rpadigHO
KOpHCTyBada NIHOOKUMH .
Qt HACHYCHUI
HaJIAIITyBaHHIMU

C++, C#, Python,

C, C++, Python, JavaScript, HTML,

[TinTpumyBani moBu | C++, QML, Python Rust, Kotlin

SQL
KpocrardopMHicTs Windows, Linux, Windows, Linux, Windows
macOS macOS
[IponyktuBHicTh | Bucoka, nerka qis | Cepenusi, 3alexKUTh Bucoxka, ane
IDE CHCTEMU B1JI IPOEKTY pecypcomicTka
I{ina beskomroBHa [LatHa beskomroBHa
MSTest, Google
[TigTpumka Google Test, Test, Catch2,
basosa ) :
TECTyBaHHS Catch2, Boost.Test IHTETPOBaHI1
bperMBOpKHU

[TopiBHSIBIIM TpU cepenoBuUIla po3poOku, Oyno BupimeHo oOpartu came Visual
Studio ansa po3pobuTu komm’rorepHoi cumyssiii. Visual Studio Mae ogun 13 HalKpammmx
Hajaro/pkyBadiB cepen ycix IDE, mo mo3Bosisie €(eKTUBHO 3HAXOIUTH 1 BUIPABIIATH
MOMUJIKH, BICTEKYBAaTH 3MIHH1, KOHTPOIIOBATH POOOTY 3 MaM SITTIO Ta BUKOHAHHS KOJY.
Ile 0co0aMBO BaXKJIMBO MIPU CTBOPEHHI CUMYJIALIIH, /1€ MpaBUjIbHA JIOT1KA M ONTUMI3allis

o0OurCIIeHb BIIITPAIOTh KIOUOBY poiib. Takoxk Visual Studio mpomnoHye iHTENnEKTyaabHe
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aBromonoBHeHHs kony (IntelliSense), iHTerpoBaHy cucTeMy TeCTyBaHHs, KOHTPOJIb
Bepciit uepes Git 1 3pydHe npodiTroBaHHS TPOIYKTUBHOCTI, 10 POOUTH pO3POOKY O1JIBII

e()EeKTUBHOIO Ta KOHTPOJIbOBAHOIO.

2.7 BucHoBOK

Y upoMmy po3nauni Oyau mpoaHadi30BaHl OCHOBHI 1HCTPYMEHTH PO3POOKH Ta
3po0JieH] BIAMOBIIHI MOPIBHSHHS 3151 TOTO, OO0 OTpUMATH HaWKpaIllll BapilaHTH ISl
po3podku cumyssuii “I'pa XKutrs” Konsest.

Byno mpoBeaeHo omisa irpoBUX PyIIiiB, Ta BCTAHOBJICHO, IO HAWOUIBII
nepeBaru Mmae came Godot, ToMy 1110 11l IrpOBUM Py JIETKUI Ta Ma€ TapHY 1HTErpario
3 OararbMa MOBaMH MPOTPAMyBaHHSI.

Byno npoBeneHo NOpiBHUIBHUM aHajli3 MOB IPOrpaMyBaHHs T4 BCTAHOBJICHO, 1110
HaWKpaluM BapiaHTOM € MoBa mporpamyBaHHs C++, ToMy mo BoHa €(eKTHBHA B
PO3pOoOII CUMYIIALT, Ma€ TapHY 1HTETpaIlilo 3 IrPOBUMH PYIIISIMU, a TAKOXX Ma€ MOBHUMN
KOHTPOJIb HAJl PECypCamH.

Takox B SIKOCT1 IHTETPOBAHOTO cepeoBHII po3poOku OyB oOpanuii Visual Studio.
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3 PO3POBKA CUMYJISAIIII

Tperiit po3ain Oyzne npucBSIYEHUI po3po0ILIl apXITEKTypH Ta Koxy cuMyJisuii “I'pa

Kutts” Konses. BytyTh po3misiHyTi OCHOBHI KJIacH, SIK1 CIIyTyBaTUMYTh siipom [13.

3.1 CTpyKTYypa NPOEKTY

CrpykTypa MHpO€KTy Tpu — L€ Miclle, /€ 3HaXOASAThCSA pedl Ta SK BOHHU
HA3MBAIOTHbCA. Y MIMPOKOMY CEHCl BOHAa TakOK MOXKE BKJIIOYATH PIIIEHHS IOJ0
BUKOPUCTAHHS XMapHUX CEPBICIB, KOHTPOJIO BEpCii Ta KOHTpoto AocTymy. KokHa
KOMaHJIa Ta KOXEH MPOEKT Pi3Hi, 1 HEMOXJIMBO Mepe0ayuTH BCl HACHIIKU PIIIEHb Ha
noyaTtky. Kpamie Mati mpocTi nmpaBuiia, SKUX JIOAH MOXYTh JIETKO JTOTPUMYBATHUCS, Ta
KOPUT'YBaTH iX 3 4aCOM, KOJIM BUHUKAIOTh MEeBH1 00J1b0B1 TOUKH [18].

OCHOBHI IPUHITUTIN CTPYKTYPH MPOEKTY:

- 3poOUTH peyl JETIIUMHU JJIs MOLTYKY;

- CIIPOIIyBaTH TECTYBaHHS, OHOBJICHHS Ta PO3TOPTAHHS;

- CIIPOIITYBATH MIEPEMIIICHHS aceTiB Yepe3 poOoUuit mpoCTip;

- 3poOUTH TakK, 00 JIFOISAM OYyJI0 JIETKO MPAIFOBATH Pa30M;

- mepeaaBaT iHGOPMAITIIO PO JIOTIYHY CTPYKTYPY TPOEKTY;

- 3po0OuTH POOOTY 3 TPOEKTOM MpUeMHOIO [ 18].

Crpyxkrypa C++ gamedev NpoeKTy 3ajIe)KUTh Bij] HOro MacmTady Ta CKJIaJHOCTI,
aJie 3araJioM OBMHHA BKJIFOUATH OKPEMI MaKu JJIsl BUX1JHOTO KOy, pecypciB (rpadika,
3BYKH), TOKYMEHTAaIli1, 301pKu Ta CTOpOHHIX 010J110TeK. KITtouoBi e1eMeHTH MOXKYTh OyTH
PO3/UIEHI Ha JIOT14HI Tpynu. Y CHUIBHOTI PO3POOHUKIB PEKOMEHI0BAHO PO30MBATH KOJ
HAa MEHII, TOBTOPHO BHWKOPUCTOBYBaHI MOMAYJI [JIsi TIOJIETHICHHS PO3POOKH Ta
TECTYBaHHS.

VY nmaniil TUIIIOMHIA pOOOTI CTPYKTypa MPOEKTY MaTUME Maibke TaKhil Cammii

ma6iIoH, K B Oararbox C++ mpoekrax Ha peno3urtopisx B GitHub (puc. 3.1).
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B bin

B Binding
B Build
B Engine
B Info
B Project
B Script

B Ship

E Shortcut

B Source

B Stuff

B CMakeLists.txt+
CMakePresets.json
i README.md

Pucynok 3.1 — CTpykTypa nNpoekTy

Hupektopis Bin — mnpusHadeHa s 30epiranHa OiHapHux ¢aimiB. Taxi
JTUPEKTOPii 1e 3a3BUYail MaroTh JAUHAMIUHI O10710TeKH, cTaruyHi 010110TeKH, (aitnu
0a3u naHux, aedar Qaitim (B 3a7€KHOCTI B TUITY 301pKH MPOEKTY). 3a OakaHHAM, 115
JTUPEKTOPIS MOKE MaTH JACKIJIbKA BEPCIA OTHOTO TPOEKTY.

Hupekropis Build — npusnadena juis 30epiraHHs MPOMIXKHUX (aiiliB MpOEKTY.
Taxi aiinu He € KPUTHUHO BAXKJIMBUMHU 1 CIYTYIOTh JIUILE JIJIS1 IPUCKOPEHHS PO3POOKHU
npoekTy. [{ro 1upexTopito MOXKHA CMIJIMBO OYUCTUTH B OyIb-SIKUHi MOMEHT CaMOCTIHHO,
aJie TaKUM 3a3BHYail 3aliMaeThCsl cucTema 301pku abo MeTa-cucTema 301pKH IIPOEKTY.

Hupekropis Engine — nmpusnauena anst 30epirans ¢aitnis irpooro pymiis. Le
MOXYTh OyTH (pailii po3poOKH (SIKIIO KOJ BIAKpUTHI) abo OiHapHi ¢aiinu. [ToBHICTIO
310panuii Godot Mae onuH 3BUYaliHUI OiHapHuU ¢aitn Ta OlHapHMIA (daili 3 JOrom y
KOHCOJTI.

Hupekropis Info — npusHayena js 30epiranHs kopucHoi iH@opwmarii. Taka
JTUPEKTOPis MOXKE MaTH JTOKYMEHTAllll0 J0 IrpOBOTO pyllis, KOPUCHI MOCUJIAHHA Ha
JKEpelia, HOTaTK|, CXeMH, TabuIll Ta Oyab-sAKa 1Hia iHdopmMallis, ska MOKe TPUHECTH

KOPUCTh Y PO3POOIT TTPOEKTY.
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Hupekropisa Project — mpu3naueHa i 30epiranasi OCHOBHUX (haiiiiB nmpoekty. Lls
JTUPEKTOpiss Mae Oararo aceTiB, SIKi BHUKOPHUCTOBYIOTHCS ITPOBUM PYIIIEM: CIpaiTH,
My3HKa, CLIIEHH, MOJIEJI, TEeKCTYpH, IIehaepH, MPpUQPTH Ta TEKCTOBI1 (aitnu. Y BUMMAIKY
irpoBoro pymis Godot, nupekTopist Project Takox Mae MaTu ¢aiin 3 po3mpeHHsM godot,
IO CIIYTY€E MAsKOM JIJIsl PyLIisi 1 TO3HAYa€ AUPEKTOPIIO SIK MOYATKOBY TOUKY MPOEKTY. be3
IIHOTO, HEMOXJIMBO BiIKpHUTH MPOEKT Y Godot.

Hupekropisa Script — npu3HaueHa i 30epiraHis JOMOMDKHUX CKpUNTIB. Lle He
000B’SI3KOBO MalOTh OyTU CKPHUIITH ITPOBOTO pyimis. Jupekropis Moxke MaTH Oyab-sKi
ckpuntu: shell, bat, python, cmake, Tomo. Ckpuntu ciyryroTh I aBTOMaTH3aIlii
PYTHHHUX POOIT, TAKUX SIK:

- CTBOPEHHSI MOBTOPIOBAHMX (DaiiIIiB;

- OUMIIICHHSI TUPEKTOPIH;

- moaudikaris cienudpiuHux (aiis;

- MONIYK OyJb-sIKUX KOMIIOHEHTIB.

Hupekropiss Ship — npuszHadeHa s 30epiraHds (QiHaJbHUX (AMIIB MPOEKTY
(To6TO Ha pemni3i mpoekty). Li daiinu MaroTh OyTH BiANpaBiIeHI 3aMOBHHUKY MPOEKTY a0
roro mokymito. [IpoexT He Mae MaTH KOAHUX OariB, HECIIPABHOCTEHN UM KOJI31H.

HupexTopis Source — npu3HayeHa A 30epiranis OCHOBHMX (haiiniB 3 koxom. Lli
(aiinu ciIyryioTh OCHOBOIO JIJIsl BCHOTO MTPOEKTY. MOBa MporpaMyBaHHs MOXe OyTH Oyb-
ska. Y sunaaky 3 Godot — e C++, Tomy aupekropis mae ¢aitnm hpp Ta cpp.

Hupextopia Stuff — npusHauena st 30epiranns Oynb-skux iHmMX (aitmis. Lle
MOKe OyTH:

- cTapi abo HEMoTPiOHI Qailiu MPOEKTY;

- 301pKa, Ky MOTPIOHO TUMYACOBO 30€perTH;

- (paiiM 1HIIUX TIPOEKTIB.

3.2 PoOounii mpoiec

Bechb pobounii nporec CKiIagaeTbes 3 1eKUIbKOX €TariB, KOXKEH 3 AKX MOTpedye

0COOHMCTOro HaJAIITYBaHHS Ta yBaru.
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3.2.1 GDExtension

GDExtension — 11e Texnouoris, crnenudiuna mias Godot, sika 103BOJISIE PYIIIiTO
B3a€MOJIIATHA 3 HAaTUBHUMH CIUIBHUMHU O010110TE€KaMU MiJ yac BUKOHaHHS. Po3poOHHK
MO)K€ BUKOPHCTOBYBATH ii JJI 3aIyCKy HAaTUBHOTO KOAY 0€3 MOro KOMIUIALIT pa3oM 13
pyuriem [19].

IcHye Tpu OCHOBHI METO/IH, 32 IOTIOMOTOIO SIKUX 11€ JOCATAETHCS:

- HaOip ¢ynkuiit C, sxi Godot Ta GDExtension MOXyTh BUKOPUCTOBYBATH JIJIS
B3aemoii (gdextension interface.h);

- cniucok pynkiin C, mo Hagatothes 3 APl Godot (extension api.json);

- ¢dopmar daitnny, sxuit 3untyerbest Godot mis 3aBanTaxkeHHs GDExtension
(gdextension) [19].

binbmricte po3pobHUKiB cTBOproloTh GDExtensions 3 AeSKUMHU 1CHYHOUUMH
MOBHUMH 3B’si3kaMu, Takumu sk godot-cpp (ans C++) abo 3 OqJHUMH, CTBOPEHUMHU
cnutbHOTOMO (pHC. 3.2). [Tpur’s3ku C++ mist GDExtension nmo6ymoBani Ha ocHOB1 API C
GDExtension Ta 3a0e3Me4yl0Th 3pY4YHIIIMNA CHOCIO “pO3MIMPEHHS” BY3JiB Ta IHILUX
BOynoBanux kiaciB 'y Godot 3a pomomoroto C++. Il HOBa cuctema J03BOJIsiE
po3mmproBat Godot Maif>ke 40 TOTO X PiBHA, IO W CTAaTUYHO MOB’S3aHI MOAYJI Ta

6i6miorexu C++ [19].

Godot Engine

Godot API —» (GDExtension

l l |

C++ C# Rust

Pucynok 3.2 — Ctpykrypa GDExtension
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Came GDExtension mim C++ 1 Oyae BHKOPHCTOBYBAaTHCS IJsi CTBOPEHHS
cumyisiiii “I'pa XKuttsa” Konses. Ll TexHosoris ciyryBaTuMe KJIHO4eM Ta HaAidHUM
MOCTOM i cTBOpeHHsI C++ KjaciB, 3 AKUMH MOTIM Oy/ie B3a€MOJISTH ITPOBUM pyIIIiii.
Criouarky MHIIETHCS KOJ, SKUW po30WUTHH Ha JeKibka cpp (ailiiB, a MOTIM CHUCTEMa
301pku 30upac 111 hailsii y ogHy JuHaMidHy 0101i0TeKy. [lani mpo nruHamigHy 010110TeKy
000B’s13k0BO BHOCSThC y aitn gdextension. Godot 3uutye neit Qaiin Ta 3aBaHTaXKYE
BIANOBIAHY O10mioreky. Takuil mpolec HaBiTh HAJa€ MOXIIMUBICTb PO3POOHUKY
KOMIIJTIOBAaTH Ta 3aBaHTa)KyBaTH KOJ HE BUXOISYHU 3 peJaKTopa IrPOBOTO PYIIIis, IO
poOUTH PO3POOKY POEKTA HAOATATO TPUEMHIIIIAM MPOIIECOM.

Taxum ynnom GDExtension no3Bosisie HaM BUKOpUCTOBYBatu C++ y po3poOiii

CUMYJIALII1, III0 POOUTH 1i O1IBIIT ONTUMI30BAHOIO JJIsl POOOTH Ta TECTYBaHHS.

3.2.2 CMake

CMake — 1ie kpocriatopMHe CIMEMCTBO IHCTPYMEHTIB 3 BIIKPUTUM BUX1THUM
KOZIOM, TpW3HA4YeHE g 30UpaHHs, TECTYBaHHA Ta TAaKyBaHHA MPOTPAMHOTO
3abe3neuennsa. CMake Hamae po3poOHHMKY KOHTPOJIb Haa MPOIECOM KOMITUISITT
IPOrpamMHOro 3a0€3MeUeHHs 3a JOMOMOTOI0 MPOCTUX HE3AJIeKHUX (aiiIiB KOH(ITypallii.
Ha BigMiny Big Oaratbox kpocriarpopmuux cucreM, CMake po3poOneno s
BUKOPHCTAHHS pa3oM 13 piIHUM cepeaoBuiem 30ipku [20].

CMake € (akTUUHO CTaHIAPTHOIO METa-CUCTEMOIO 30ipKHM MPOrpaMHOTO
3a0e3Me4YeHHsl, OCKUJIbKA BOHA MOXe:

- PO3LIMPIOBATUCS 32 HEOOX1THOCTI JJIs MIATPUMKHA HOBUX (DYHKIIH;

- CTBOPUTH BJIaCHE cepeoBuUIle 301pKH, SIKE KOMIIUIIOBATUME BHXIJHUW KO,
CTBOpIOBaTUME 010110TeKH, TeHepyBaTHUMe OOTOPTKH Ta 30MpaTuMe BUKOHYBaH1 daiiin B
JIOBUILHUX KOMOIHAIIISX

- MATPUMKA K1JIBKOX 301pOK 3 OJTHOTO JIepeBa BUX1THOTO KOMY;

- MATPUMKA CTaTHYHUX Ta JUHAMIYHUX 301pOK 010110TEK;

- CTBOpUTH (ailn Kemy, NPU3HAYEHUH JUIsi BUKOPUCTAHHA 3 TpadiuHUM

PEIaKTOPOM;
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- MATPUMKA CKJIaJHUX 1€papXiil KaTajoriB Ta mporpam, o 3ajekaTh Bl KITbKOX
010J110TEK;

- 00pO0IIATH cCUTYallil, KOJIM BUKOHYBaH1 daiiyii HeoOx1HO 310paTu Jj1s reHeparii
KOJTY, IKUI TIOTIM KOMITUTIOETHCS Ta 3B SI3y€ThCS B KIHIIEBY Tiporpamy [20].

Xouya Godot B O0CHOBI BHUKOpHUCTOBYE cuctemy 30ipku SCons, BIH TakoX 1a€
MOXIMBICTh BuUKopucToByBath (CMake. CrnodaTtky CTBOPIOETbCS TEKCTOBUHM (paiin
CMakelLists.txt, sskuii BKa3ye OCHOBHI HaJaIlITyBaHHS MMPOEKTY:

- Ha3Ba, OTIHC, TOCHJIAHHS;

- IUIAXY 7151 3T€HEPOBAHUX (pailiB;

- apXITEKTypa;

- omepailliiiHa cucTema;

- Tu 30ipkH (medar, penis);

- (paiiu 3 KOIOM.

[Totim Bukonyrothcst CMake komanau: reHepaiiist Ta 30ipka. 301pKy BKE BUKOHYE
MOBHOIIIHHA cucTema 30ipku, Tomy 1o CMake nuiie Bkazye, mo Tpeda 3pooutu. Ilicis
KOMIIJISILIIT Ta JIIHKOBKHY MPOEKTY, HOTO MOXHA 3aITyCTUTH Y IrPOBOMY py1IIii 400 3 KOHCOTI

Ta MepEeBIPUTH pe3yIbTaTu. Bech mporec MOXKHA PO3AUIATH HA TpH etan (puc. 3.3).

['eHeparig 30ipka 3amyck

CMakeL ists txt main.cpp —» mainasm —» main.obj Program exe

Pucynoxk 3.3 — [Iporec po3pooku

B minomy, po3poOka 3 Takum mporiec BiOyBa€eThCs TOCUTH MBUIKO. Bix 3minu

KOy 710 B1TOOpa)keHHs pe3ysIbTaTy MiHIMYM MOKE 3aiHATH Bia 5-7 CEKyH]I.

3.2.3 IntelliSense

ABTOZIOTIOBHEHHSI KOy — 1€ (YHKI[S aBTOJOMOBHEHHS B 0ararbox

IHTErPOBAHUX CEPENOBUINAX PO3POOKHU, AKa MPHUINBHUAINIYE TPOLEC HAMUCAHHS KOIY
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3aCTOCYHKIB, BUIIPABJISIIOYH TIOMUPEH] TOMIJIKH Ta TIPOTIOHYIOUH PSAJIKH KOAY. 3a3BHUan
11 B1I0YBA€THCA Yepe3 CIUIMBAIOYl BIKHA ITi/1 YaC BBEICHHS TEKCTY, 3alIUTH MapaMeTpiB
GYHKIIM Ta MAKAa3KA IMOA0 CHHTAKCHYHHUX TOMIJIOK. ABTOJOTMOBHEHHS KOAY Ta
NOB’s3aHI 3 HHUM IHCTPYMEHTH CIIyKaThb JUIs JOKyMEHTalli Ta yCyHEHHs
HEOJHO3HAYHOCTEH JIJIsl IMEH 3MIHHUX, (PYHKIIA Ta METOJIB 3a JOIIOMOTO CTaTUYHOTO
anamizy [21].

[Is MOXJIMBICTh MPUCYTHA B OaraTbOX CepeAoBUIIAX MporpamyBaHHA. Visual
Studio He € BUKIIOUEHHSM B IIbOMY MHUTaHHI 1 Ma€ IO TEXHOJIOTIIO IIiJI Ha3BOIO
IntelliSense. Visual Studio HaBiTh mae MoxiuBicTh HajamTtyBaT IntelliSense mig cBiit
cMak. Tak sk mporiec po3poOKH J1aHoi poOOTH He Mae chenu(iuHuxX MoTped IIoao
aBTOJIOTIOBHEHHSI, HAJIAINTYBaHHS Oyau 3aiuineHi cranpapTHumu. Y Visual Studio
IntelliSense aBTOMaTMYHO HANAIITOBYETHhCS TiJ KOKHY TeHepamiro CMake, Tomy
HEOOOB’SI3KOBO Tpeba pPOOUTH JIOAATKOBMX HAJIAIITyBaHb. AJie IiJI 4aCc CTBOPEHHS
KOXHOTO cpp (aiimy, moTpiOHO BukOoHyBaTH TeHepauito CMake, mo0 IntelliSense
NPAaBUJILHO BHKOHYBAB aBTOJIOTIOBHEHHS KONy, 1HAKIIE MOXXYTh BHHHKHYTH TPOOIEMH

pu po3poOii (puc. 3.4).

godot

s Cell : Node

GDCLASS(Cell, Node);

&g int godot::CellzGDCLASS(godot:Cell, <error type>)

Search Online

Show potential fixes

Pucynok 3.4 — [Tomuiika B IntelliSense

3aranom mia yac po3pooku cumyisinii, IntelliSense maBaB Taki MOKIUBOCTI:
- JIOTIOBHEHHSI KoAy (MPOTIOHY€ KIIOYOBI CJOBa, 3MiHHI Ta METOAM TiJ dYac
BBCJICHHS TEKCTY, SIKi MOYKHA BHOpaTH /IS 3aBEPIICHHS KOy KiTbKOMa HATHCKAHHSIMHU

KJIaBII);
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- 1HpopMamis mpo mapaMeTpu (BiHOOpa)ka€ HEBEJIHMKE BIKHO, IO TIOKa3ye
napameTpH, TUIHM Ta MepeBaHTaKEeHHA A GYHKIIT a00 KOHCTPYKTOpa, JT0MOMAararoyu
PO3POOHUKY MTPABUIIBHO iX BUKOPHUCTOBYBATH );

- mBuaka iHopmarlis (Hamae BOymoBaHy iH(oOpMarlito, Taky sK THI Ta
BU3HAYCHHS 3MIHHOI a00 (yHKIIIi, MpU HaBEJACHHI Ha HEl Kypcopa MHUIIIl);

- IOMUJIKY 3 XBWJIACTUMH JIIHISIMH (BUAUISIE MOTEHINIAHI TOMIJIKU 200 mpoOiemMu
y BallloMy KOJli KOJHOPOBUM ITIIKPECIICHHSM, JOMOMAralouu po3poOHUKY BHUSBISATH Ta
BUTPABJISITH TOMUJIKY Ha PaHHIN cTafii);

- CHHTaKCW4YHI mopanau (BigoOpaka€ CHHTAKCHC oOleparopa Mij Yac HOro
BBEJICHHS, 0COOJIMBO KOPUCHO JIJIs CKJIaJHUX OINEpPaTOpiB);

- BII(UIBTpOBaH1 CHNUCKU (MOXKe (IIBTPYBaTH CHUCOK ABTOAONOBHEHHS, 11100
BiJIOOpaKaTH JIMIIE HAWBAXIMBIIII €JIEMEHTH Ha OCHOBI BBEJICHMX CUMBOJIB);

- MaHeJb HaBiraiii (JIBOpiBHEBE BUMaAal0de MEHIO Y BEpXHIN YaCTHHI peAakTopa,
AKe B0Opaka€ BU3HAYEHHS BEPXHBOTO PIBHA Y IOTOYHOMY (Daiiiii Ta 1omomMarae mBuaKo

MepeMIIaTUCS MK HUMH).

3.3 ApxiTeKkTypa cuMYJIsILil

Bes apxiTektypa po3OuBaeTbest Ha aekiabka C++ kmaciB. 3aBOsKH irpOBOMY
pymito Godot, po3poOKy Ta KITbKICTh KJIaciB MOXKHA 3MEHIIUTH (HETOTPiOHO
CTBOPIOBATH CBil Benocurnen), Tomy 1o Godot 3abe3rnedye BCiM HEOOX1THUM 1 Mailke He
notpelye Oyab-SKUX JOMOBHEHB. Bcl iHm enementH, e CMake ckpintu, Godot po6oui

dbaiinu Ta mwenaepu.
3.3.1 Simulation
Knac Simulation — 1ie mepmmit C++ kjac, 3 SKOro Bce MounHaeThes. BiH cimyrye

CTapTOBUM MICIIEM JUIsl BCIX 1HIMUX mporeciB. Bes o6pobka ¢izuku, peHuepa, JOTiKH,

no/iid Tta (peiiMy MOYMHAETHCS 3 HHOTO. TakoX 1€l Kjac peasizy€e OCHOBHI (DyHKIIIT
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Himam3anii ta aeiimianizamii. [licas 3aKkiHYeHHHS CUMYIISIii, KJIAaC BUKOHYE BHUKJIHK
BUXOY 3 MPOTPAMH.

Opmnak, ciij 3a3HaYUTH, 10 JAAaHUW KJIac HE peaiizye TOJIOBHUN IUKI BCIET
cumymsimii. L{um 3aiimaerbes irpoBuit pymiin Godot. Knac Simulation iHTerpyerbest y

WK1, JIe TIOTIM BiH CJIYTy€ TOJIOBHUM IIPOBUM 00’ €kTOM (puc. 3.5).

> Input Update — Render
on_input() on update() on_render()
Simulation T

Pucynok 3.5 — [aterpariis Simulation

Cam irpoBuii IMKJI BUKOHY€ThCS OesmepepBHO Iif yac rpu. Ha koxHOMY
MOBOPOTI LUKIY BiH 00p0OJIsie BBEICHI KOPUCTYBAaYeM JlaHi O6e3 OJOKyBaHHS, OHOBIIIOE
CTaH I'pU Ta PEeHAEPUTH Ipy. BiH BiACTEkKYe IUIMH Yacy, 100 KOHTPOIIOBATU TEMII I'pH, 1i

IIBUJIKICTH [22].

3.3.2 Player

Knac Player — me kmnac, sikuii peanizye 0a3oBi morpeOu kopuctyBauda. Kiac
o0po0sisie BBENEHHS 3 KiaBlaTypu, MUIIl Ta 3a0e3nedye IUIaBHE IEePECyBaHHSA
BIPTYaJIbHOTO TpaBLs IO JBOBUMIPHOMY TMpOCTOPY CHUMYJAMil. MexaHi3Mm pyxy
pealli3oBaHO 4Yepe3 OHOBJICHHs MO3UIIIT By3ja BIAMOBIIHO J0 MIBHUIAKOCTI Ta HAMPIMKY,
BU3HAYEHUX KopucTyBadeMm. l[lepemimieHHs BinOyBaeThcsi 3a paxyHOK aBox (Godot
bynkmii:  “set_velocity” Ta “move and slide”. Bonu peanizyloTbcsi  Kiacom
CharacterBody2D, sxuii Player nomae sx autuny B iepapxii. O0poOka mepemiiieHHs

000B’s13k0BO OBUHHA OyTH B yHKIIT 00poOku ¢izuku “ physics process”.
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Takox kmac mae kamepy. Kamepa mo3Bossie 30UbIryBaTH abO 3MEHIITYyBATH

300pak€HHs, 10 Ja€ MOXKJIMUBICTh KOPUCTYyBaueBl 30UIbIIyBaTh ab0 3MEHIITyBaTH

dbparMeHT moJisi AJis AE€TAJbHOIO MEeperisay YU HaBMaKd — OMISAY OUIbIIOT YaCTUHU

ciTku. O6poOKy IIUX MPOIIECIB MOYXKHA CTBOPUTH 1 B 3BUYAIHIN PyHKIIT 0OpOOKH JIOTIKK

“ process” abo oOpoOKHM Mol

‘ input”. B minomy knac Player mae gocuthb

CTPYKTYPY, 4aCTO SIKy BAKOPUCTOBYIOTh B IEMO-IIPO€KTAX (puc. 3.6).

Object

Node

poCTy

+ cancel_free(): void
+ free(). void

+_get(property: StringMame): Variant

+_to_string(): String
+ get_class(): String
+is_queued_for_deletion(): bool

+is_class(class: String): bool

+ set_script{script: Variant): void

+_set(property: StringMame, value: Variant): bool

- name: StringName
- process_priority: int
- process_physics_priority: int

- editor_description: String

Player

- speed: float

- zoom_Speed: float

+ notification{what: int, reversed: bool = false): void

+ can_process(): bool
+find_parent(pattern: String): Node
+ get_node(path: NodePath): Node
+ gel_tree() SceneTree

+ get_window(): Window

+ get_viewport(): Viewport
+is_node_ready(): bool

+is_processing(): bool

+ _enter_tree(void): void

+ _exit_tree(void): void

+ _physics_process(delta: double): void
+ _process(delta: double): void

+_input{event: Ref<InputEvent=): void

Pucynok 3.6 — Peamizanis kinacy Player

Takum uymHOM, kiac Player Bimirpae posib iHTep(deEMCHOTO eleMeHTa, Mo

3a0esreuye 3pydyHy HaBIralil0 KOPUCTyBaua IO IOJI KIITHHOK Ta B3a€EMOIIIO 3

MaciTaboM Bizyaizailii, 0 € BaKIJIUBUM JJ1s1 KOM(DOPTHOT poOOTH 13 cumysisiieto. [Tics

3aBEpIICHHS CUMYJIALII, el KiIac 3HULIOETHCS TOJOBHUM KiacoM Simulation. Godot

aBTOMATUYHO OYHIIIOE BUJIIJICHY TIaM’sITh, TOMY PO3pOOHUKY HEe 000B’SI3KOBO 1€ pOOUTH

B PYUHY.

3.3.3 Playground

Knac Playground — me knac, sikuii peanizye >KUTTS KIIiTUH. BiH BiamoBigae 3a

NpeACTaBlIeHHs, 30epiraHHs Ta OHOBJICHHS CTaHy KJIITHHOK y cumyssamii “I'pa Xurrs”

Kongesi. € wneHTpaJbHUM KOMIIOHEHTOM JIOTIKM MOJENI Ta peajizye BCi omeparti,

MOB’si3aHl 3 €BOJoLi€r0 irpoBoro mosst. Came 1eil Kiac 03BOJSE KOPHCTYBady

nepecyBaTucs 1Mo irpoBomy nosito (puc. 3.7).
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Node2D Node
- global_position: Vector2 - name: StingName
- global_rotation: floal - process_priority- int
global_scale: Vector2 process_physics_priority: int
- transform: Transforma2n - editor_gescription: String
-+ apply_scale(ratio: Vacior2) void + can_process(): bool
+ get_angle_to(point: Vector2): float + find_parent{pattern: String): Node
+ global_translate(ofiset: Veclor2): void « get_node(path- NodePath): Node
+ look_atfpoint. Vecior2): void ~ get_tree(): SceneTres
+ rofate(radians: floal) void - gel_window(). Window
+ translate(offset: Vector2): void + get_viewpori(): Viewport

Player
+15_node_ready(): boel
- speed: float

= is_processing(): bool

- zoom_Speed: float

+ _enter_tree{void): void

TileMapLayer + _exit_tree{void): void

- enabled: bool Playground + _physics_process(delta: double): void
- grid_Size: int32_t ~_process(della: double) void
- population_Size. int32_t + _input{event: Ref<inputEvent-): void

- navigation_enabled: bool - generation_Count: int32_t

use_kinematic_bodies: bool - tps_Count: double
- current_Pattern: Patiem

+ clear(): void

+ erase_celi(coords: Veclor2i) void + create(). void

+ fix_invalid_bles(): void + destroy(): void

+ sel_pattam{pasition: Vector2i, pattem: TiieMapPattern): void * gel_grid(): TieMapLayer*

+ upaste_intemals() void = gel_player(): Flayer

+ notify_runtime_tile_data_update(): void «+ set_grid_size{value: int32_{): void

< In_grig(coordinates: Vector2i): bool
= select_pattern(index: int32_) void
+ increase_grid_size(): void

+ decrease_gria_size(): void

Pucynok 3.7 — Peanizanis kiacy Playground

OcHOBHI (PyHKI10HAJIbHI MOXKJIMBOCTI KJIACy OXOILTIOIOTh!

- 30epiraHHs CTaHy KJIITHH;

- 00YMCIICHHS! HACTYITHOTO TTOKOTIHHS;

- IHIIIaJII3a1isl Ta OYUILEHHS OIS,

- 3MiHa CTaHy OKPEMUX KJIITHH;

- TICHA B3a€MO/IIA 3 IPOBUM PYLIIEM;

- onTUMI3aLs OOUYHCIIECHb.

Krnac mictuth ABOBUMIpHHUIT MachB a00 BEKTOPHY CTPYKTYpY, SKa BioOpaxkae
MOTOYHUN CTaH KOXKHOI KIITUHKU (KuBa/MeptBa). Ll cTpykTypa naHux 3abesreuye
IIBUAKHUI TOCTYII IO CTaHy €JIEMEHTIB Ta e()eKTUBHE OHOBIIEHHS. BiH peanizye nmpaBuia
“I'pu XKutts” Konses, 110 BU3HA4Yal0Th BUHUKHEHHS, BIDKHBAHHS 200 CMEPTh KITITHHOK
3QJIEKHO BT KIJTBKOCTI iXHIX >XKMBUX CyCiAiB. OOUMCIICHHS 31HCHIOETHCS OKPEMO Bij
OCHOBHOT'O MacHBY CTaHIB, a caMe y TUMYacOBHIi HaO1p KIIITUH, 1100 YHUKHYTH MOOIYHUX
3MIH y Tporieci OHOBJEHHsS. J[ns Toro, mo0 3MEHIIMTH BUTpPATH Ha OOUYMCIICHHS, Y
TUMYaCOBUN KOHTEHHEp 30epiraloThbCs JIMIIE KUBI KIITUHHU, € HAa KOKHOMY KpOIIl

CUMYJISAIIT B1IOYBa€ThCS MEepEBipKa CTaHy IT1€1 KJIITHHU, a TAKOXK TIEPEBipKa i CyCiliB.
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Taxox ki1ac HajJja€ METOAM /AJIsl BCTAHOBJICHHS a00 MEepeMHUKaHHS CTaHy 0O0paHoi
KJIITHHY, 10 BUKOPUCTOBYETHCS il Yac B3a€MOJI{ KOpUCTyBaya 3 mojieM (HalpuKia, y
peXUMI pelaryBaHHs I1OYAaTKOBOTO TMOKOJIHHA). SIKIIO MEepeMUKaHHS JUIe OJHIET
KJIITUHU HE JOCTaTHbO, TO KJac HaJa€ BaplaHT MEPEMUKaHHS CTaHIB LIJIUM MaTEPHOM.
MoskHa o6patu Oyab-sSKui 13 3a31aJIeTITh PO3POOJIEHOTO CITHUCKY.

Takum umnoM, knac Playground BukOHye poiib OCHOBHOTO OOYHMCIIOBAJIBHOTO
MOJYJISI CHMYJISILT, BIATIOBIAl0UM 32 30€piraHHs CTPYKTYpH MOJIS Ta peai3aliio MpaBuil

€BOJTIONIT KJIITHHOK, 110 € (PyHIAaMeHTaJIbHOI YacTuHOIO “Ipu XKuttsa™.

3.3.4 Interface

Knac Interface 3abe3neuye rpadiuHy Ta JIOTIUHY B3a€MOJII0 KOPUCTyBada 3
cumyisitiero “I'pa XKurts” Konses. OCHOBHUM NMPU3HAYCHHSIM KJIacy € BiJoOpaKeHHsI
CJIEMEHTIB KOPHUCTYBAIbKOTO 1HTEpdeiicy, oOpoOka moiid Ta mepegada HEOOXITHUX
KOMaH/| 1HIIIUM KOMIIOHEHTaM CHUCTeMH, TakuM sk Simulation ta Playground. B cBoiii

ocHoBi BiH BukopuctoBye Godot Ul knacu (puc. 3.8).

CanvasLayer Interface TextureRect
- custom_viewport: Node - theme: Ref<Theme> - fiip_h: bool
- layer: int - font: Ref<Font= - flip_v: bool
- offset: Vector2 -shader. Ref<Shader= - expand_mode: ExpandMode
- rotation: float - shader_Material: Ref<ShaderMaterial> - mouse_filter: MouseFilter
- scale: Vector2 - normal @ - texture: Texture2D
+get_canvas(): RID + create_menu(): void + update_minimum_size{): void
+ get_final_transform(): Transform2D + destroy_menu(): void +Warp_mouse(position: Vector2): void
+ hide(): void + create_exit(): void + set_offset(side: Side, offset: float): void
+ showi(): void + destroy_exit(): void +set_drag_preview(control: Control): void
~ print_iree(): void + create_info(): void ~ resel_size(): void

+ destroy_info(): void
+ create_rule(): void
+ destroy_rule(): void

+create_play(): void

&
+ destroy_play(): void v
¢
Label Button ItemList
- text: String - text: String - item_count: int
- text_direction: TextDirection - flat: bool -icon_scale: float
- uppercase: bool - icon: Texture2D - max_columns: int
- visible_characters: int - clip_text: bool - auto_width: bool
- visible_ratio: float - expand_icon: bool - auto_height: bool
+ get_character_bounds(pas: int): Rect2 + accept_event(): void ~ clear(): void
~ get_line_count(): int + get_begin(): Vector2 ~ deselect(ichc int): void
+get_line_height{line: int): int +get_end(): Vector2 + get_item_icon(idx: int): Texture2D
+ get_total_character_count(): int + get_rect(): Rect2 +is_anything_selected(): bool
+ get_visible_line_count(): int + grab_focus(): void + remove_item(idx: int): void

Pucynok 3.8 — Peanizauis kiacy Interface
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@OyHKI10HATIBHI MOXKIIUBOCTI KJ1acy BKJIIOYAIOTh:

- BimoOpaxkeHHs enemeHTiB Ul;

- 00poOKa oI KOpUCTyBaua,

- IepeIaBaHHs KOMaH]I JI0 JIOTTYHUX MOJYTIB;

- HAJIAIUTYBaHHS MapaMeTpiB CUMYJISAIT;

- BimoOpakeHHsI 1HGOPMAIIMHUX TTOB1JOMJICHb;

- inrerpauisa 3 Godot Ul-cucremoro.

Interface orpumye noaii BBeJAeHHs (HaTUCKaHHS KHOIOK, BUOIp MyHKTIB MEHIO,
3MiHA TMapaMeTpiB) 1 BU3HAuyae BiAMOBiAHI Aii. Hampuknazg, 3amyck abo 3ynuHEHHS
CUMYJISIIT, MEepexiJ MO0 HACTYIHOIO IOKOJIHHS, OYMINCHHS IOJs, 3MIHY IIBHJKOCTI
pobotu Tomo. Takok BiH MICTUTh MEXaHi3M BUBOJY CIIyKO00BO1 1H(OpMaIlii: MOTOYHOTO
MOKOJIIHHSA, KUJIBKOCTI JKUBHUX KINTHHOK, FPS, cTarycy cumymsuii Ta iHIIMX JaHUX, 110
MOKPAILYyIOTh 3pYYHICTh KOPUCTYBaHHS.

Takum unHOM, Kiac Interface BUKOHYe poJib MOCEPETHUKA MK KOPUCTYBayeM Ta
OCHOBHMMH KOMIIOHEHTaMH CHUMYJISAIi, 3a0e3leuyioud 1HTYiTHBHE KepyBaHHS,

Bi3yaJli3allif0 CTaHy CUCTEMH Ta y3ro/KEHY B3a€EMO/III0 PI3HUX YACTHUH 3aCTOCYHKY.

3.3.5 Locator

Knac Locator peamizye mabnon mpoekrtyBanHs ‘“‘Service Locator” Ta cimyrye
LHEHTPaTi30BaHUM MEXaHI3MOM JOCTyly A0 IoOajdbHUX cepBiciB cumymsmii “Ipa
Kurrs” KonBesi. OCHOBHUM TPU3HAYEHHSIM KJIACy € CHPOIIEHHS TOCTYyIy 10 YacTo
BUKOPHCTOBYBaHUX 00’ €KTIB, YCYHCHHS KOPCTKUX 3aJIGKHOCTEH Mi’K KOMIIOHCHTaMH Ta
3a0€3MeueHHs 3pYYHOI0 KepyBaHHsI CIIyKOamu 1] 4ac poOOTH 3aCTOCYHKY.

Knac cepBicy Bu3Hauae aOCTpakTHHM iHTepdeiic 10 Habopy omeparliil.
KonkpeTHuMii mocrayaibHUK CepBICY peanisye 1eu intepdeiic. OxpeMuii JJoKaTop cepBicy
3abe3nedye MOCTYII 0 CEPBICY, 3HAXOASYH BIJIMOBITHOTO MOCTAYaIbHUKA, PUXOBYIOUN
SIK KOHKPETHUHW THUII MOCTAaYaIbHUKA, TaK 1 MPOIIEC, KUl BUKOPUCTOBYETHCS ISl HOTO

nouryky [23].
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3aBasgku IbOMY Kilacy Moyl Ha kutant Player, Playground ta Interface moxyTh
B3a€EMOJIIATH Yepe3 CHTbHUIA JOCTYITHHI KOHTEHHEP CepBicCiB, a He Hampsamy. Lle 3HmKye
3B’SI3HICTh CHCTEMH, CIIPOIIY€E PO3IMIMPEHHS Ta MOJIETIIyE MATPUMKY Koay (puc. 3.9).
Takox, Locator Moxke 3a0e3medyBaTH TMEpPEeBIPKY HAsSBHOCTI CEpBICY TMepea WOro
BUKOPUCTAHHSIM 1 KUJATW BUHATKH, a00 TOBEpTaTH 3HAYCHHS 32 3aMOBUYBAHHSM Y

BUIIAJKY B1ICYyTHOCTI 3apeecTpoBaHOro 06’exra. Lle miaBuIye HaaiiHICTh MPOTpamMH.

Locator

l ., l

Player Playground Interface

Pucynok 3.9 — [Ipunuun podotu Locator

Taxum ynHOM, Ki1ac Locator 3a0e3neuye eTuHUI TOUKOBHI JOCTYT IO KIIFOYOBUX
CEpBICIB CHUCTEMHM Ta CJIYrye IHCTPYMEHTOM OpraHizaiii apxiTeKTypu 3aCTOCYHKY
BizmoBinHO m0 mra6nony Service Locator. Mloro BHKOPHCTAHHS 3MEHIIYe KiTbKiCTh
3aJIEKHOCTEH MIXK KOMITIOHEHTaMHU, MiJIBUILYE MOAYJbHICTh Ta MOJIETUIY€E PO3LIUPEHHS

(GYHKIIOHATBHOCTI CUMYJISIIII.
3.4 lleiinepu

[Metinepn — 1e coemiaabHUN BUJ TPOrpaM, IO MPAIOTh Ha rpadidyHuX
npouecopax (GPU). CnoyaTrky BOHH BUKOPUCTOBYBAJHUCS s 3ariHeHHs1 3D-clieH, ane
CBOTOJIHI MOXYTh PoOMTH Habararo OiibIne. PO3poOHUK MOKe BUKOPHUCTOBYBATH iX JIJIS
KEPYBAHHS THUM, SIK JIBMDKOK MAaJIO€ T€OMETPII0 Ta MIKCENl Ha eKpaHi, 10 J03BOJIsE
nocsiratu pisHuX eexTiB [24].

Cy4acHi peHIepUHTOBI MeXaH13MH, Taki sk Godot, MaIOIOTh BCE 3a JIOMTOMOTOIO

HieiiiepiB: BIJCOKAPTH MOXYTh BUKOHYBATH THUCSYl I1HCTPYKILIM NapalieabHO, 1110
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NPU3BOIUTH 10 HEUMOBIPHOI MIBUAKOCTI peHaepuHry. OnHak, yepe3 CBOIO MapajelibHy
pUpoay, mekaepu He oOpoOIIA0Th iH(pOpMaLIiio Tak, K 11e POOUTHh TUIOBA Mporpama.
Kon mieiiiepa BUKOHY€ETHCS Ha KOXKHIM BepITHI 200 mikceli okpeMo. Po3poOHUK HE MOxke
30epiratu naHi Mk Kajgpamu. SIK pes3ynbTar, mij 4ac poOoTu 3 mieiaepamMu, moTpiOHO
KOJTyBaTH Ta MUCJIUTH 1HAKIIIE, HDK B 1HIITUX MOBaX MporpamyBaHHs [24].

Komnu BinOyBaeThcst peHaep KIITHHU Ha 1oii, kiaac Playground Bxxe aBromatnyHo
BUKOPHUCTOBY€E CTaHIAPTHUU mieiaep. TakuM yuHOM He MOTpiOHO mucatu Bech “Render
Pipeline” 3 wmynsa. OnHak mjis AOCSATHEHHS ACSKUX crenedekTiB, Oylno po3po0iieHo
BJIACHU BEPIIMHHUH Ta mikcenbHUl menaep. Li melaepu “npukpamaioTs”’ CUMYIISLIO
Ta JalTh i edeKT craporo Tenesizopa, 60 “I'py XKutra” Jxon Konsel mpuaymas 1ie

3aJI0BT'O JI0 CTBOPEHHSI CY4YaCHUX MOHITOPIB.

3.5 BucHOBOK

Y upoMmy po3auti Oyao CTBOPEHO CTPYKTYpy IpO€KTY. BH3HaueHi OCHOBHI
JTUPEKTOpli, e MaroTh 30epiraTucs ¢aiiau pi3HOro nmpusHadeHHs. B minomy daitinoa
lepapxis mpo3opa Ta 3po3yMiJia sl HaBirarii.

byno o6paHo poGouuii mporiec, SKUNA HaOUIbIIEe MiAXOAUTH IiJl CTBOPEHHS
KoMmIT PoTepHoi cumyisiiii. CMake mificHO criporroe poOOTy, Mae rapHy IHTETparliio 3
Visual Studio Ta gynoBo npairroe pazom 3 IntelliSense.

Bbynu po3pobieni ocHoBHI C++ Kjacu, KOXKEH 3 SIKUX MAa€ CBOIO UITKY pOJib Y
MIPOEKTI:

- Simulation (Touka Bxony);

- Player (nepemimienss, 3mina Gokycy);

- Playground (cTBOpeHHS Ta 3HUIIEHHS KIIITHH);

- Interface (BinoOpaxkeHHs iHTEpENCY);

- Locator (rmo0GansHuii JOCTYII).

BuxopuctoBytoun irpoBuii pyuriii Godot, Bqanocst 3HU3UTH KUTBKICTh KJIACIB JI0

HEOOX1THOTO MIHIMyMa Ta 3HAYHO MPHUIIBUIIINTHA PO3POOKY MPOEKTY.
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4 EKCILJTYATAIISI CUM YJISIIITI

UYerBepTuit po3ain Oyae MPUCBIYCHUN TECTYBAHHIO Ta €KCIUTyaTallli CUMYJISLIT

“I'pa XKutta” Konses. BynyTs po3misiHyTI OCHOBHUH (yHKIIIOHAI Ta iHTEpdeiic.

4.1 3amyck cumyasimii

diHanbHa 301pKa MPOEKTY Ma€ BChOTO YOTUPH ¢aiinu (puc. 4.1). LLlo6 3amyctutu
rpy, AOCTaTHBO JBa pa3u HaTucHyTH Ha “Life.exe”. B 3anexHocTi Bix moTped, 3amyckaru
rpy MOXHa 3 TepMmiHaldy BBOASYM HeoOXimHi aprymentu. Paiin “Life.console.exe”

JT03BOJISIE 3AITYCTUTHU TPY 3 BIIKPUTUM TEPMIHAIIOM.

Name Date modified Type Size

“| CustomModuleDebug.dll 11/23/2025 5:28 AM Application extens... 4,891 KB
[®] Life.console.exe 11/23/2025 5:28 AM Application 49 KB
[m] Life.exe 11/23/2025 5:28 AM Application 92,191 KB
| Life.pck 11/23/2025 5:28 AM PCK File 68 KB

Pucynok 4.1 — dinanpHa 3061pKa IPOEKTY

@aiin “Life.pck™ cmyrye cxoBuimeM i BCIX MarepiajiB I'pU: CIIEHU, TEKCTYPH,
ayJiio, menaepu, Tomo. TakoK BaXKJIMBO 3a3HAYNTH, 110 KOPHUCTYBady B J)KOJHOMY pa3i HE
MO>KHA TIEpeMIIyBaTH, 3MiHIOBaTH uu Buaansatu ¢aiin “CustomModuleDebug.dll”. Came
1151 TMHaMigHa 610J110TeKa pealnidye BClo CUMYIISIII0. Bunanenns mporo ¢aitiry mpusBee

JI0 BIIKPHUTTS MOPOKHBOT CIICHHU.

4.2 CucTeMHi BUMOTH

MiHiMabHI CUCTEMHI BUMOTH JIJI1 pOOOTH CUMYJISIIIT:

- oniepaniiina cucrtema: Windows 10;
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- mpouecop: Intel Core 13;

- oneparvBHa naM’s1h: 4 1'0;

- Bigeonam’aThb: 256 MO;

- MiCIIe Ha JKOpCTKOMY 1ucky: 10 MO.

PexoMeH10BaH1 CUCTEMHI BUMOTH JIJI1 POOOTH CUMYIISIIIT:
- oniepartiiina cucrema: Windows 11;

- nmpouecop: Intel Core 15;

- oneparvBHa 1aM’ATh: 8 ['0;

- Bijeomnam’ate: 512 MO;

- MiCII€ Ha )KOpCcTKoMY aucky: 10 M6.

4.3 OyHKIiOHAJ CUMYJISALIT

Komm’roTepHa cumynisiisi mpu3HaueHa JjIsl pO3Bar, JOCIIIKEeHb, IEMOHCTpPAIliH,
TOIILIO.

Cumynsiiisi Ma€ HACTYyHUM (QyHKIIOHA:

- IIIBUJIKMU 3aITyCK;

- 3py4He TOJIOBHE MEHIO;

- 3py4YHUI Ta aJanTOBaHUM i pi3HI MOHITOPH 1HTEPEIiC;

- HaJIalITyBaHHS CITKH;

- py4Ha Ta aTBOMaTH4Ha reHepallisi KJIITHH,

- MOXKJIUBICTh BPYYHY IIPOBOJIUTH CUMYJIALIIIO;

- BUOIp MaTepHiB 31 CIIHCKY.

4.4 3acrocyBaHHS CUMYJISLIL

Konmu kxopuctyBau 3amyckae KOMII'IOTEpHY CHMYIIALIIO, TO MEPUIMM, IO BiH

nobaunts Oyne rojoBHe MmeHio (puc. 4.2). I[lapamerpu mieiaepy, kil poOuTh epexT

CTaporo TeJeBi3opa, Oyl HaJAlITOBaHI TaKMM YMHOM, 100 BCl Hamucu OyiM JAEIo
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CIOTBOPEHHI, MPOTE€ 1 4YWTabeNbHI OAHOYACHO. TakoXK CIiJl 3a3HAYUTH, IO BECh

iHTepdeiicy TMHaAMIYHO 3MIHIOETHCS M1 Pi3HI PO3MIpU MOHITOPIB.

CONWAY'S GAME OF LIFE

Pucynok 4.2 — I'o10BHE MEHIO
Bci kHOTIKM MarOTh CBi#l CTUJIB IM1/1 KOXKEH BUMAI0K. Y 3BUYATHOMY CTaHi, KHOIIKA

- TeMHa. Konau KopucTyBad HaBOAMTH KypcOp MHUII, KHOIKA 3MIHIOETHCS Ha CBITIY

BEpCit0. A KOJIM HaTUCKAa€ Ha Hel, TO BOHA 3HOBY 3MIHIOE CBiM CTHJIb Ha 1HIIUHK (puc. 4.3).

CONWAY'S GAME OF LIFE

Pucynok 4.3 — AHiMallist TOJIOBHOT KHOTIKH



62

Knonka “Exit” BiIKpuBa€ MEHIO BUXOAY 3 TPU 1 IPOMOHYE KOPUCTYyBadyy BUUTH
a00 3anmumuTuchk (puc. 4.4). Ilpu HaruckanHi “No”, KOpucTyBada OBEPTAE JI0 TOJIOBHOTO

MeHro. [Tpu Hatuckanni “Yes”, Bi1Oy1€ThCsl TOBHOIIIHHUM BUXI1] 3 TPH.

Are you sure about this?

Pucynok 4.4 — Buxin 3 rpu

Knonka “Info” BimkpuBae MEHIO 3 OCHOBHOIO 1H(OpPMAIIIEID TIPO PO3POOKY
npoekTy (puc. 4.5), a came: iM’s1 po3poOHHUKa, ITPOBUHN PYIIIiii, MOBa POTpaMyBaHHS Ta

MeTa-cucTteMa 301pKH.

% This implementation of the Corway’s Game of
Life is done by Yarosiaw Kolokol. The program is
mads in Godot game £ngine using C++ and CHMaks.

Enjouy!

Pucynox 4.5 — Indopmartist mpo po3pooKy
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Knonka “Rules” BigkpuBae MeHIo 3 iH(poOpMalii€to, sika MOACHIOE TpaBmiia “I'pu
Kurtts” Konses (puc. 4.6). Knonka “Back™ nmoBeprae kopucTyBada Ha3aj 10 TOJIOBHOTO

MCHIO.

11 Amy live -cell with fewer than bwo
neighbours dies, az if by underpopulation.

21 Any  live  cell with Etwa or three live
neighbours lives on to Ehe nexk generation.

31 Any live cell with more Ehan Ehree live
neighbours dies, as if by overpopulation.

4) Any deod cell with exactly three live

neighbours becomes a lwe <oll, a5 f by
| reproduction.

Pucynok 4.6 — [ndopmarris npo npaBuia rpu

Knomnka “Simulate” BimkpuBae 0CHOBHY Iy, 1€ 1 Oy/ie Bi10yBaTUCS BCS CUMYJIAIIIS

“I'pu XKutrsa” Kouses (puc. 4.7).

Iaria Lixll a2 N Fakicn L

Block

Blirkees

Glider

Pucynok 4.7 — OcHoBHa rpa
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Komn moumHaeTscss ocHOBHa rpa, po3poOnenuit [13 moBHICTIO Hamae mOCTym
KOPUCTYBady 1 came BiH BHUPINIy€ 3 SKUMHU IMOYATKOBUMHU JTaHUMU MTOYUHATA CHUMYJISIIIO
Ta 3 sKkuM TeMrioM. Cama Tpa B )KOJHOMY pasi HE AUKTYE SKiCh YMOBH Ta HaJa€ MOBHUMN
JOCTYIL. 3 TPU MOXKHA BUMTH B OyIb-sIKWIi MOMEHT 1 TIOBEPHYTHCS JI0 TOJIOBHOTO MEHIO,
SKIIO HATUCHYTH Ha KHOMKY “‘Back”.

3BepXy B OCHOBHIH Tpi PO3TANIOBaHI YOTUPH HAMKMCH, KOXKEH 3 SIKHUX MA€ CBOIO
BIJIMTOBIJTHY POJIb:

- fps (BimoOparkae KUIbKICTh KaJpiB 3a CEKYHY);

- grid (BimoOpakae iH(OpMAIIitO TIPO CITKY);

- generation (BiJo0paskae HOMEp MOTOYHOTO MOKOJIIHHS);

- population (BimoOpakae KiIbKICTh )KMBUX KJIITHH).

Konu xopucryBau Haxkumae Ha KHOTIKY “+ Grid”, ciTka 301/blIy€ CBil po3Mip Ha
OJTHY OJIMHUIIIO 0 BUCOTI Ta IIUPHHI. A SKIIIO KOPUCTYBau HaXKUMa€ Ha KHOTIKY “- Grid”,
TO CITKa 3MEHIIIY€E CBiil po3Mip Ha OJHY OJIMHUIIIO 110 BUCOTI Ta mupuHi (puc. 4.8). Takox
CITKY MO)XHa TepeMillaTd, Ko Hatuckatu knaBimu W, A, S, D 1 macmraGyBaru

BUKOpHUCTOBYIOUM Kiasimu Q ta E.

Elock

Blinker

Glider

Pucynok 4.8 — CiTka jy1st CUMYJISIITif
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OcHOBHA CyTh MOJISITa€ B TOMY IO KOPUCTYBA4 MOKE BIACHOPYY CTBOPIOBATH Ta
BUJIQJISITH 1LILJT1 TATEPHM Ha CITI (OHA KITITHHA TAKOXK BBAXKAETHCS MarepHoM). /{71 iporo
Ha TIpaBii CTOPOHI I'PU KOPUCTyBauy HAJAEThCSA CIUCOK 13 HAWBIIOMINIUX TMATEPHIB Y
BChOMY CBITI. SIKIIIO HATUCHYTHU Ha MaTEpPH 13 COHUCKY 1 HABECTH Kypcop Ha CITKY, TO
MOXXKHa TMOOAUYUTH TMOoIepenHid mnepersin pesyiabrary (puc. 4.9). Ilicias HaTHCKaHHS
cepeaHbOi KHOIKMA MHUIII 1O CITII, TaTepH BCTAHOBUTHCS 1 Oyle TOTOBUN 10 CUMYJISIIII.
3HHUIYBaTH KJIITHHA MOXKHA TaK CaMo IJIMMHU MaTepHaMHU, TUIbKH Tpeba Be HaBECTH Ha

Oynb-aKy 3adapOoBaHy 00JaCTh Ta HATUCHYTH Ha MpaBy KHOMKY MHUIIII.

aen&ration L

— 3

Blinkeer

Beacar

Pucynox 4.9 — BcraHOBIIEHHS TTaTepHY

Cawm nporiec cumyssiis Big0yBaeTbes 1o0cUTh pocTo. I11lo0 BUKOHATH OJIMH KPOK
CUMYJISIIT, JOCTaTHRO Ha)kaTh Ha KHONKY “Step” abo Ha mnpoOur. Ilicas mworo,
B110yA€eThC 00poOKa 3a Bcima npasmiiamu “Tpu JXKurra” Konses (puc. 4.10):

- Oy/b-siKa JKMBa KJIITHHA 3 MEHII HIXK JIBOMA KUBUMHU CYC11aMu TUHE, HIOH uepes
HEJIOHACCIICHHS;

- Oynmp-sKa >KMBa KIITHHA 3 JBOMa a00 TphOMa >KMBHMH CYCiJJaMHU J>KHBE [0
HACTYITHOTO TTOKOJIIHHS;

- OyIb-siKa JKMBa KJIITHHA 3 OUTBII HIK TPhOMa KUBUMH CyCiIaMH TUHE, HIOU Bij

MNCPCHACCIICHHA,
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- Oyab-sika MepTBa KJIITHHA 3 PIBHO TPhOMa KUBHUMH CYCIJaMH CTa€ KUBOIO

KJIITHHOO, HIOW HUISXOM PO3MHOXKECHHS.

Elink:e:

Glider

Pucynok 4.10 — [Iponec cumyssiii

Takum 4MHOM, MOXHA MPOBOJUTH CUMYIALII OyAb-IKMX MaciuTabiB, ajne BCe
3aJICKUTh BiJl CHCTEMHUX MOXJIMBOCTEH KOpUCTyBaya. YuM O1jIbIIIa CiTKa Ta YUM O1JIbIIE
KJIITHH TIPUCYTHI HA CITII, TUM OLIbIIA ¥/I€ Harpy3Ka Ha anapTHY YaCTUHY KOPUCTyBada.

3 Bemmuku macmrabamu FPS mounnae magatu, o npuBOIUTE 0 HETAaTUBHOTO JIOCBIY.

4.5 BucHOBOK

Y mpomy po3aun Oysi0 MOKa3aHO I1HCTPYKIIO IIOAO 3alyCKy KOMITHOTEPHOT
CUMYJIALIT Ta BiTOOpakeHO OCHOBHUM (DYHKIIIOHAJ.

Bynu onucani MiHIMaJIbHI Ta PEKOMEHI0BaH1 CUCTEMHI BUMOTH JjIsl 00J1a THAHHSI
KOpPHUCTYBaya.

Byno neranbHO OmIsiHYTO KOXKHMI acniekT peanizoBaHoi “Tpu Xutrs” Konses 13

B1I00OpaXE€HHSIM OCHOBHUX /il 3a IOMTOMOTOIO CKPIHIIIOTIB.
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5 JOCIIKEHHA ITATEPHIB

I[atuit posain Oyne NMpUCBIYEHUN JOCHIIHKEHHIO TarepHiB cumymsaiii “I'pa
Kutrs” Konsess. BynyTh po3misiHyTI maTtepHU 13 HEOJHAKOBOIO MOBEIIHKOIO B PI3HUX

yMOBaX CUMYJIALIT 3 JI0MTOMOTOI0 TPhOX €KCIIEPUMEHTIB.

5.1 Orisia iCHYOYHX aTEepHiB

[Tatepuu y “I'pt XKutts” KonBest — e ctanu 1 KoH(irypaiii KJITHH Ha CITI, SIKi
MOBOJISITHCS TIEBHUM YMHOM II1]] Yac €BOJIIONIIT 3a MpaBmiIaMu Tpy. BoHM IIATHCS Ha Taki
THUIIN:

- KOHCTaHTH (1l MaTepHU 3aJUIIAIOThCc a0CONIOTHO HE3MIHHHUMH BiJl OJHOTO
MOKOJIIHHS JI0 HACTYITHOIO);

- ocHWJIATOPH (Ll MaTepHU MOBEPTAIOTHCS JI0 CBOTO MOYATKOBOTO CTaHY MICI
(bhiKCOBaHOT KIJIBKOCTI MOKOJI1Hb, IIOBTOPIOIOYH ITUKN);

- Kopaouti (111 MaTepHU PYXarOThCs IO CiTIl, 3MIHIOIOYHM CBOE MOJI0KEHHSI 3 YaCOM,
30epirarouu Mpu IIOMy CBOIO (hopMmy);

- rapMaTtu (111 TaTepHU HEOTHOPA30BO CTBOPIOIOTH KOPabJIl Ta 1HII MAaTePHH).

5.1.1 Block

Block — me criiikuit matepn B “I'pi xutts” KonBes, 110 03Ha4ae CTalLIbHY

KOH(ITypalito 3 YOTUPbOX KIITHH, sIKa HE 3MIHIOEThCS 3 yacoM (puc. 5.1).

Pucynok 5.1 — Block marepn
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Ile my»e momMpEeHH MaTepH, YTBOPEHUI KBAJAPATOM >KMBUX KIITHH 2X2, 1 BIH
MPUMITHUN THM, 1110 € €JUHUM MATEPHOM, JIe BCl KHB1 KJIITHHU MalOTh TPhOX CYCIJIIB.
Woro HeBenmkwmii po3Mip Ta cTabiIbHICTh poOISTH H0ro GyHIaMEHTaIbHIM Oy 1iBe/IbHUM
OJ0KOM ISl TOOYJOBHM CKJIQMHIMIMX TarepHiB. BiH TakoX BUKOPHUCTOBYETHCS SIK
KaTaJi3aTop y peakuisX, 1 HUM MO)KHa MaHIIyJIIOBaTH 3a JIOMOMOTOIO 1HIIMX IMaTepHIB,

takux sk Glider.

5.1.2 Blinker

Blinker — e npoctuit 3-xmitunHuil narepH y “I'pi skutts” Kouses, sikwuii
KOJIMBAETHCA, a00 OMMae, MiX BEPTHKAJIbHUM 1 TOPU3OHTAIILHUM CTAHOM KOXKHI J[Ba

nokoJiHHA (puc. 5.2).

Pucynok 5.2 — Blinker natepH

[le HaWMOMUpPEHIMHMA OCIWISATOP, IO CKJIANA€ThCA 3 JiHII TPhOX KIIITHH,
OpIEHTALllSl SIKUX 3MIHIOETHCS 3 KOXKHUM TOKOJIHHSM, IPUYOMY KJIITHHU BMUPAIOTH 1

HAPOHKYIOTHCS BIATIOBIHO JI0 MPABUII TPH.

5.1.3 Glider

Glider — ue HaliMeHIIMKA 1 HAUMOLIMPEHIIWI NaTepH, SKUH pPyXaeTbcs IO
JliaroHaJIl 1Mo CITIIi, TOBTOPIOKOYHN CBOIO (POPMY KOXKHI YOTHUPH TTOKOIIHHS, 3MIIIYIOUU MPU

bOMY OHY KJIITUHKY BHM3 1 OIHY KJIITHHKY IIpaBopyy (puc. 5.3).
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Pucynok 5.3 — Glider narepn

Horo Biakpus Piuapa Tait y 1970 poui, komu BuB4aB R-pentomino, mepumit
HaTepH Ui CTBOpeHHs 1uiaHepiB. [lnanepu MoKy Th B3a€EMOISITH 3 iHIIMMU NIaTEpPHAMH,

1 icHye 6arato CKJIaJHUX MMaTEPHIB, K1 IX BUKOPUCTOBYIOTb.
5.1.4 LWSS

LWSS, a6o nerkuii kocmiyHui Kopabenab, — II€ MaTepH KOCMIYHOTO KOpaolis,
SKUW PyXa€eTbCs MO JlaroHal Mo CITIl, MPOCYBalOUUCh Ha 4 KIITUHKH 3a 14 MOKOJIIHB,

a00 Ha 2 KJIITUHKY 3a JllarOHaJIbHE MTOKOIiHHSA (puc. 5.4).

Pucynok 5.4 — LWSS narepu

[le nHaliMeHIIMI 1 HAWMOMIMPEHIIINNA MaTEPH PYyXOMOTrO KOCMIYHOTO KOpalis,
KU MO’KHA CTBOPUTH 3 1HIIUX MPOCTHUX IMAaTepHiB, Takux sk muaHepu. [larepa LWSS
Ma€ yHIKaJIbHY XBOCTOBY 1CKpY, SIKa MOKE BIUIMBATH Ha 1HII 00’ €KTH. Takox HOro MoXkHa
CHUHTE3YyBAaTH 3 IHIIMX MAaTEPHIB, TAKUX SK TPH IJIaHEpU a00 KOMOIHAIlIS BOX IJIaHEPiB

Ta III€ OJHOI'0 HEBEJIMKOro 00’ €KTa.
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Toad — e mpocTii KOMWBAJIBHUN TMaTepH 13 IMIECTU KIITHH, SKUN HUKITYHO

NEPEMUKAETHCSA MK JIBOMa KOHQITYypalisiMi KOXKHI JiBa MOKOJIHHS (puc. 5.5).

Pucynok 5.5 — Toad narepn

[le mommpeHnii mpuKIaa OCHUIATOPA, SIKUW MEPIOIUYHO MOBTOPIOE CBIM CTaH.

Toad Takox MO’kHa BUKOPUCTOBYBATH SIK KOMIIOHEHT y OUIBIINX, CKJIQAHIIINX MTaTEpPHAX,

TaKMX SIK OJIHOPA30BUH IMOBOPOTHUK JUIsl IJIaHEpiB abo sIK 4YacTUHY ‘“Kal’s4oro

nepeBepTaHHs’, SIKUW NIepeBepTae MaTepH 10 HOBOI KOH(Irypaliii.

5.1.6 Acorn

Acorn — 1e MaJlecHPKMA CEeMHUKIITHHHUN TaTepH, BIJIOMHUHM SK OJHWH 13

HaliMeHIMX “‘madycain” (puc. 5.6).

Pucynok 5.6 — Acorn narepH
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Madycainu — e narepHu, i cTabinizamii SKuX NoTpiOeH AyKe TPUBAJIUH Yac,
1 Acorn moTpioHO 5206 TOKOJIIHB, MO0 MOCITTH CTAaOUIHLHOTO CcTaHy 3 633 KIIITHH.
[IpoTsirom cBO€T JOBIOi €BOJIIONIT BIH BUPOOIISE€ Pi3HI CKIaAH1 B3a€MOI1, BKIIoUaroun 13

TTaHEPIB.
5.1.7 Pulsar

Pulsar — e Benukuii, 100pe BiJOMHI OCIUIIATOP, KU MTOBEPTAETHCS 10 CBOTO

MOYaTKOBOTO CTaHy MICJsS TPhOX MOKOJIHG (puc. 5.7).

Pucynok 5.7 — Pulsar natepn

[e HalfmomMpeHimuil OCIUIATOP 3 epiogoM Onbiie ABoX. [larepH cTBOpIOETHCS
ciTkoro 13x13 KOMIpOK, SIKI PO3IIMPIOIOTHCS Ta CTUCKAIOTHCS, CTBOPIOIOYH ITYJIHCYHOUHMA

edeKT, 1 CKJIaIa€ThCs 3 IBOX MOJIOBUH, K1 MYJIbCYIOTh Y IPOTHIICKHUX HAPSIMKAX.

5.2 Bu:kuBaHHs NaTEePHIB y BUNAIKOBOMY CepeloBH I

Y nepuioMy exkcnepuMeHTi Oyjo MPOBEICHO CHUMYIISII0 BEIMKOI KUIBKOCTI

BUITAAKOBHX ITOYAaTKOBHX CTaHIB I10JIsA, IO AO3BOJIMJIO BU3HAYUTH, SIK1 came CTPYKTYpPHU
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HalyacTimie 3’ ABISI0THCS Ta 30epiraloThCs MPOTATOM TpUBAIOro yacy (Tadm. 5.1). Koxna
BUMAJKOBa KOH(QIrypallisi TeHepyBaiach sk nojie po3Mipy 50 Ha 50 KIITHH 13 3aJ1aHOIO
MOYaTKOBOIO HMOBIpHICTIO 3amoBHeHHs (p = 0.25). 3arazom Oyno mporeaeHo 100

CUMYIISILIN, TpuBamicTio B 500 MOKOIIHb KOXKHA.

Tabnwuis 5.1 — YactoTa mosiBM MaTepHiB Y BUTIAIKOBUX 1HIIIATI3aAIlISIX

Xapakrepucrtuka /
[Tarepn
Yacrora BUSIBICHHSA
(%)
Cepenns
TPUBATICTh
1CHYBaHHS
(TTOKOJI1HB)

Blinker Toad Beacon Glider LWSS

82% 37% 19% 12% 3%

45 28 55 120 160

AHani3 mnokas3aB, LIO0 INONPH IIOYAaTKOBY XaOTHYHICTh, CHUCTEMAa LIBUAKO
eBOJIIOIIOHY€E [0 CTaOUIbHOTO HAOOpy MOBTOPIOBAaHMX CTPYKTYp. 3HauHa YacTHHA
BUIIAJKOBUX IMOYATKOBUX CTAHIB 3a3BMUall MPOXOANUTH Yepe3 KilbKa (pa3: Bl XaOTUYHOTO
“BHOYXOBOTr0” 3pOCTaHHS Ha MEPIIUX KpPoKax 10 (popMyBaHHS OLIbII BIOPSIKOBAHUX
pETioHIB, 1€ MPUCYTHI OCHUIISATOPH, KOpadil Ta cTalOlIbHI CTallloHAPHI 00’ €KTH.

Y O1IpIIOCTI CUMYJISIIIA CIOCTEpIraBcsi MOMAUI TOJsI HAa HEBEJHKI CEKTOpH,
BCEpENMHI SKHUX 3aJHUIIAIUCh MPOCTI CTAOLIBHI CTPYKTYpPH — HaNpuUKIaa, OMOKU Ta
BYJMKH, — @ TAKOX THUIIOBI KOPOTKONEPIOAUYHI OCHUIATOPH, Takl sk Blinker uu Toad.
HaGarato pigme B xaoci dopmyBaiucs “kopaOmi”, ajie SKIIO BOHM BUHHUKAJIH, TO
371€0UTBIIOT0 POIOBKYBAIH 1CHYBAaTH TPUBAIUN Yac, YaCOM 31IITOBXYIOUHCH 13 IHITUMHU
CTPYKTypamH Ta MOBHICTIO IIEPETBOPIOKOUN JIOKAJIbHY YaCTHHY MOJISL.

[li cnocTepekeHHsl Y3Tro/DKYIOThCSA 3 KJIaCHU4YHOIO mMoBeaiHkoro “Tpu XKurrsa™:
cucTema He 30epirae xaoc, a HaBMaky MparHe A0 GparMeHTaii Ha He3aJeXH1 JIOKaIbHI
CTPYKTypH. TakuM 4MHOM, €KCTIEPUMEHT MiATBEPAUB BIOMY BJIACTHUBICTH KJITHUHHOTO
aBTOMara — TeHJCHIIIIO 10 CTabuI13alii 3 MOsBOIO YHIBEPCAIIbHOTO HAOOPY €JIeMEHTapHUX

biryp, ki € QyHIaMEHTAIBPHUMU ‘‘aToOMaMu’ B MOAAJBIIIN €BOIIONI].
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5.3 3MiHa KUIBKOCTI »KMBHUX KJITHH y 4aci

Hpyruii ekcnepuMeHT OyB NMPHUCBSIYCHUN TOCTIIHKEHHIO TIO0AIbHOI JTUHAMIKH
cuctemu. CuMymsilis 3amyckaiacs IJisi KUIBKOX THIIB TOYaTKOBHX KOH(DIryparriii:
cTpykTypoBanux mnarepHiB (Pulsar, Beacon, LWSS), BumaakoBux MojiB i3 pi3HUMH
TYCTUHAMHU Ta KOMOIHAlIi KIJTbKOX NarepHIB OAHOYACHO. [l KOXKHOI CUMYISLii
3aMucyBasiacs KUTbKICTh )KUBUX KJIITHH Y KO)KHOMY MOKOJIHHI, IO JO3BOJMIO OTPUMATH

YHUCJIOBI XapaKTePUCTUKH Tporiecy (Tabm. 5.2).

Tabmuus 5.2 — AMIUTITYAa 3MIH KIJTBKOCTI1 )KUBUX KJIITHH

Xapakrepuctuka / Bunanxosa
P P Pulsar Beacon . H )
ITarepH 1H1I1aJTi3a1is
MiH. KUJIBKICTh
) 12 6 200-250
KJIITUH
Makc. KiIJIBKICTh
) 36 8 900-1200
KJIITUH
) Yitka ) .
Xapakrep 3MIHU . . Huspka ammmityna | XaoTuuHuii BUOyX
MEeP1OANYHICTD

byno BusBIEeHO, MO AWHAMIKa 3MIHM KITBKOCTI KIIITHH YK€ 3aJICKUTHh Bi
MOYaTKOBOI BIOPSAKOBAHOCTI Ta ryctuHu. Hampukinazn, Pulsar nemMoHCTpye 4iTKO
BUpaXEH! IMMKIIYHI KOJIMBAHHA 3 JAOBKHHOIO miepiogy 3. Lle cTBoproe sickpaBwmii
PUTMIYHUN MAITIOHOK, Y IKOMY KUTbKICTh KJIITHH 3MIHIOEThCS 32 IIOBTOPIOBAHOIO CXEMOIO.
VY Bunaaky Beacon konvBaHHS MEHII BUPAXEH1 Ta MalOTh aMILTITYly, 3Ha4YHO MEHIIY 32
Pulsar, npote cuctema Takox I€MOHCTPY€E CTAOUIbHY MEPIOIUUYHICTb.

[{isikoM 1HIY KapTUHY Jal0Th BUIAIKOBI 1HIIIAMI3allli: KIJIBKICTh KIITHH Pi3KO
3pOCTa€ B MEPIIUX MOKOJIHHAX Yepe3 UMCICHHI MOXKJIMBI BaplaHTU B3a€MOJIi CyCiIHIX
KITUH, npotre uepe3 20-50 KpokiB OEpeBO PO3BUTKY IOCTYHOBO ‘“‘BUCHAXYETHCS .
Cucrtema BTpavae 3HaYHy YaCTUHY KJITHH YHACJIIIOK KOH(IIKTIB Ta MEpeHAaCEIeHHS, 1
HaJa KiJTbKICTh CTa0UTI3y€EThCSI HA HEBEJIMKOMY PiBHI.

VY ckiagHuX KOMOIHAIlISIX TATEPHIB CIlOocTepiraiucs 1ikaBi peHoMeHu: kopadii,

[0 PYXarThCAd Yepe3 IoJjie, 3MIHIOBAIM (OpMY JIOKAJbHUX PETIOHIB, MOPYUIYIOYH
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CTabUIbHICTh OCIIMIIATOPIB Ta YTBOPIOIOYM HOB1 OcLUIIO0Y1 a00 cTabunpH1 ¢irypu. Taki
CUMYJISIIII AI0Th 3MOTY MOOAYHTH, SIK B3a€EMOJIisI OKPEMHX CTPYKTYP CTBOPIOE CKIIAIHI
eMepIKeHTH1 e(PEeKTH, 10 BaXKKO MepeadadynT 0e3 MpOBEICHHS EKCIICPUMEHTY.

TakuM 4uHOM, JPYTHI €KCIIEPUMEHT TOKa3aB, M0 €BOJIOIIS KUIBKOCTI KMBUX
KJIITHH Y Yaci € BAKJIMBUM 1HIUKATOPOM TOTO, HACKIJILKH “‘€HEPriiiHOI0” € KOH]Irypartis,
a TaKOXX JIO3BOJISIE€ BIJIPI3HUTH XaOTHYHI CUCTEMH BiJl CUCTEM 13 YITKOIO IMEPiOIUIHOIO

[MOBEIIHKOIO.

5.4 Cepeansi TpMBAJICTD JKUTTS NATEPHIB

VY Tperbomy ekcriepuMeHTI Oylo BH3HAYEHO, CKIJIbKM 4Yacy >KMBYTh IEBHI
KJIaCHM4HI KOHQIryparlii 10 nepexoay B CTalllOHApHUI CTaH a0o0 0 MOBHOTO 3HUKHEHHS.
Jns koxHOTO TIaTepHa Oyino npoeieHo 100 3amyckiB 13 BUMTaIKOBUM OTOYEHHSM HABKOJIO
(mexinpKa BUMAJAKOBUX KIITHH Ha BIJCTaHi), IO JO3BOJHIJIO JOCTIIUTH TIOBEIIHKY B

O1IBII peaiCTUMHUX YMOBAX, a He B 130JIb0BaHi (opmi (Tadi. 5.3).

Tabnuis 5.3 — Cepenust TpUBATICTD KUTTS MATEPHIB Y BUTIAKOBOMY CEPEIOBHIIII

AAPaKTEPHCT | gy 4 | Blinker Toad | Pulsar | Glider | LWSS
uka / [latepH
Cepenns
ThuBaicTh 85 120 70 40 95 110
KUTTS
(TIOKOJTiHB)
Yacro
ijmeu PYHHYETH
CTIMKHI N 3anexu o .
Xapaxtep e Harictiikimmm cs Bucoxka 5 B Crifikim
D : ’ um 30BHIIIHI | YYTJIMBIC | . ui 3a
CTIAKOCTI Yy TIINB 3ITKHECH .
it 10 OCIIUJISITOP MU Th . Glider
30ypeHHSs
30ypeHb .

CepenHsi TpUBAIICTh XUTTS cTabuIbHUX Giryp, Takux sk Block abo Toad,
¢dakTHyHO HeoOMeXeHa 3a YMOBH BIJCYTHOCTI 30BHIIIHIX 30ypeHb. Alle HaBiTh

MiHIMaJbHE BTPYYaHHS XAOTHYHUX E€JIEMEHTIB MOOJIM3Yy MOXE 3allyCKaTH JIaHLIOTOBI
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peaxirii, siKi pyHHYIOTh CTpyKTypy. Tak, Block, mompu cBoto cTabinpHICTh, MOXE OyTH
3pyitHOBaHU# yxe uepe3 10—15 mokoiHb, SKIIO B TOYaTKOBOMY OTOYEHHI € Xo4ya O O/IUH
aKTUBHUU OCHIIIATOP 200 PparMeHT pyxomoi hirypu.

Ocmuiaropu JeMOHCTpYBaJH 1likasiini pe3ynsTatu. Blinker y cepennbomy xuBe
JIOBIIIE 3a 1HIII OCHWISATOPH, OCKIIBKM HOTO CHMETPpHYHA CTPYKTypa CTiMKa 10
BUIIAJIKOBUX B3aeMojii. Pulsar BUSBUBCS BHCOKOUYTIMBHM J0 OTOYCHHS: MOTO BEJIHUKI
“00epToBi” MO JETKO 30ypIOIOTHCS, 4Yepe3 MO0 CTPYKTypa abo pyHHyeThcs, abo
TpaHC(HOPMYETHCS B MEHIII OCIHIISITOPH.

Pyxomi martepuu, taki sk Glider ta LWSS, moka3anu naiibuiein BapiaTHBHI
pe3yabTaTi. Y NeSIKuX 3alyckax Kopaoil pyXaluch ACCATKH MOKOJiHb, 3aJIUIIAI0YUCH
MOBHICTIO HEYIIKOM)KCHUMHU, TOJI1 SIK B 1HIIMX — 31IITOBXYBAJIUCS 3 MEPEIIKOAAMHU BKE
Ha nepmux kpokax. Lle miarBepmxye BiqoMuid (hakT: pyxomi CTPYKTYpH 3HAYHO 3aJI€XKHI
BiJI cepeloBHIa W OCOOIMBO BiJl HAasIBHOCTI “CMITTS’ — JpiOHMX HECTaHIAApPTHHUX
KOH(}ITYypaIiif XaOTHIHOTO MTOXOKCHHS.

3arajyioM TpeTiil eKCIIEPUMEHT IMOKa3aB, 10 TPUBAJIICTD KUTTS TAaTEPHIB HE MOXKHA
OITIHIOBATH JIMIIIE BUXOMSYM 3 IXHBOI TEOPETUUYHOI cTablabHOCTI. HaBiTh M0CKOHAIO
BIIOMI CTPYKTypH B PEAIICTUYHOMY CEpPEIOBWINI BHUSBISIOTH CKJIAJHY Ta

Hernepen0auyBaHy MOBE/IHKY.

5.5 BucHoBok

VY 1ipoMy po3aii Oys10 pO3MISIHYTO IEKTbKA HAUTOMYJISIPHINTUX MMaTePHIB, KOKEH
3 SIKUX Ma€ CBOIO CTPYKTYpY Ta MOBEIIHKY B PI3HUX YMOBAX CUMYJISAIIII.

Bynu npoBeneH1 Tpu eKCIepUMEHTH — MacCOBI 3aITyCKHU BUMAIKOBUX MOYaTKOBUX
KOH(pITypaIii, aHaigi3 JUHAMIKH 3MIHM KUIBKOCTI JKMBUX KIITHH Ta BU3HAYCHHS
CEepeNHbOI TPUBAJIOCTI JKUTTA OKPEMHX MarepHiB. Pe3yiabrartu excrnepuMeHTIB
JI03BOJISIFOTH OTPUMATH y3arajibHEHE YSBICHHS MPO XapakTep eBoIrollli cuctemMu B “Ipi

Kutrsa” Konsest Ta mpo MOBEAIHKY Pi3HUX CTPYKTYP.
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BUCHOBKHA

B xomi BukoHaHHsS KBamidikaiiiHoi poOdoTH wMmaricTpa Oyilo po3poOsIeHo
KoMIT 10TepHy cumyisiito “I'pa XKutrs” Konses.

Byno mpoBeneHo aHai3 mpeaMeTHOI o0nacTi, BHU3HAUCHI KIIIOYOBI TEPMiHH,
NOB’s13aH1 3 HEI0, a TAKOXK 3 00 €KTOM JOCIHIHKEHHS W po3poOKu. Po3misiHyTi OCHOBHI
KJIITUHHI aBTOMaTH. Bu3Ha4eH1 OCHOBHI MTpaBuJia, 3a SKUMHU Ma€ BiI0OyBaTUCS CUMYJISITISL.

[IpoBeneno omisa Ta BiAOIp 1HCTPYMEHTIB  PO3POOKH  MPOTrPaMHOTO
3a0e3nedyeHHs. Takok OyB MpOBENEHUI MOPIBHAJIBHUI aHalll3 MOB IMPOrpaMyBaHHS,
CepesoBUII pO3pOOKH Ta irpoBux pymiiiB. OOpaHi IHCTPYMEHTH BAAJIO TTIALLIN IS
HIBUIKOI pO3POOKH CUMYIISIIII.

Byna po3pobiena mpocra CTpyKTypa IPOEKTY Ta OpraHi3oBaH poOoUHii mporec,
SKUU J03BOJISIE€ JIETKO 1 HIBUJKO JI0/1aBaTH a00 BUAQIATH HOB1 €JIEMEHTH CHUCTEMH.
CTBOpPEHO OCHOBHI KJIaCH, KOXKEH 3 SIKHUX Ma€ CBO€ MpHu3HaueHHs. Po3poliieHo ocHOBHE
MEHIO, IKe 3a0e3neuye 3pydHuit inTepdenic 1 nepeMUuKanHs MK BikHaMu. PeasizoBaHo
OCHOBHHMM pEXKUM CHUMYJAILII, 1€ KOPUCTYBad MOXE IMEpeMillaTUCh IO CITIl Ta
CTBOPIOBATH a00 BUJAISTH MAaTEPHU, a MOTIM MTPOXOAUTHUCH 11O TTOKOJITHHSIM CUMYJISAIIIT.

OnucaHa HeBeNMKa IHCTPYKIISA MIOAO 3ayCKy KOMIT IOTepHOT cuMyJisiii. Takox
OMHCAHO OCHOBHUI (PyHKIIOHAJ MpPOTpaMu Ta MPOBEACHO JIETAIbHHUM OIS KOKHOTO
acmekTy il BUKOPUCTAHHS, BKIIIOYAIOYM 300pa’KeHHS OCHOBHHUX i 3a JOIMOMOTOIO
CKPIHIIIOTIB.

Byno mpoBeneHo omisi BiIOMHX MAaTEpHIB, Ta MPOBEACHO TPH €KCIIEPUMEHTH 3
HUMU. JloCHipKeHHs LMX MaTepHIB MPOJEMOHCTPYBAJIO iX XapaKTep Ta TMOBEIIHKY B
pI3HUX yMOBax cumyssuii. Pesynsratn miarBeppkyroth, mo “I'pa Xutrs” Konses e
CUCTEMOIO, 3[JaTHOIO MPOSBIATH SIK XAOTHUHY, TaK 1 BIOPSAIAKOBAaHY IMOBEIIHKY, aje
TpUBajil CTa0IbHI JIMHAMIYHI MpoOLEcH 3a3BuYail € BUHATKOM. CHcCTeMa CXWJIbHA /10
caMooprasizailii Ta mepexoay BiJi XaOTUYHUX KOHQITypalliid A0 cTidkux narepHis. [Ipu
IbOMY CKJIQJHI JOBTOTPUBANIl CTPYyKTypu abo pymri moTpeOyroTh CIelialbHO

noOyI0BaHUX MMOYATKOBUX YMOB 1 Maii’ke HIKOJIM HE BUHUKAIOTh BUITAJIKOBO.
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A.1 dDaita CMakeLists.txt

# Minimum CMake version

cmake minimum required(VERSION 4.1.1)

# Add godot-cpp library
add subdirectory ("${CMAKE SOURCE DIR}/Binding"
"${CMAKE_BINARY_DIR}/Binding")

# Module data
project (
"Custom Module"
VERSION 1.0.0
LANGUAGES CXX
DESCRIPTION "This is custom Godot module made by Yaroslav Kolokol."
HOMEPAGE URL ""

# C++ standard

set (CMAKE CXX STANDARD 17)

set (CMAKE CXX STANDARD REQUIRED ON)
set (CMAKE CXX EXTENSIONS OFF)

# Module source files

file (GLOB RECURSE GD SOURCE *.cpp)

list (FILTER GD_SOURCE INCLUDE REGEX "${CMAKE_SOURCE_DIR}/Source")
set (ENV{GD MODULE_SOURCE} "${GD SOURCE}")

# Debug vs Release
set (TEMP_NAME SENV{GD MODULE NAME})
if ("${CMAKE BUILD TYPE}" STREQUAL "Debug")
set (ENV{GD MODULE NAME} "${TEMP NAME}Debug")

else ()
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set (ENV{GD_MODULE NAME} "S${TEMP NAME}Release")

endif ()

# Module

add_library(
"SENV{GD MODULE NAME}"
SHARED

# Source

target sources(
"SENV{GD MODULE NAME}"
PUBLIC
"SENV{GD_MODULE_SOURCE}"

# Include

target include directories(
"SENV{GD MODULE NAME}"
PUBLIC
"SENV{GD MODULE SOURCE PATH}"

# Link godot-cpp

target link libraries(
"$ENV{GD_MODULE_NAME}"
PUBLIC

"godot-cpp"

A.2 @aiin Simulation.hpp

#ifndef SIMULATION HPP
#define SIMULATION HPP

81



#include "Core/Declaration.hpp"

#include "Global/Locator.hpp"

#include <godot cpp/classes/node.hpp>

namespace godot

{

class Simulation : public Node

{

GDCLASS (Simulation, Node) ;

private:

Node* interface{ nullptr };

Node* playground{ nullptr };

Node* player{ nullptr };

Node* renderer{ nullptr };

protected:

static void bind methods();

public:
void enter tree() override;
void exit tree() override;

void exit();

#define GD SIMULATION NAME "Simulation"
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#define GD_ SIMULATION GD LOCATOR->get data<Simulation>(GD SIMULATION NAME)



#endif

A.3 ®Daiin Simulation.cpp

#include "Simulation.hpp"

#include "Memory/Memory.hpp"
#include "Renderer.hpp"
#include "Player.hpp"
#include "Interface.hpp"
#include "Playground.hpp"

#include <godot cpp/classes/scene tree.hpp>
#include <godot cpp/classes/world environment.hpp>

#include <godot cpp/classes/environment.hpp>

namespace godot

{

void Simulation:: bind methods ()

{

print line ("Binding methods in ", typeid(Simulation) .name());

void Simulation:: enter tree()

{

print line("Starting simulation");

set name (GD_SIMULATION NAME) ;
GD_LOCATOR->set data (GD_SIMULATION NAME, this);



interface = GD NEW(Interface);
interface->set name (GD INTERFACE NAME) ;
GDiLOCATOR—>Set7data(GDiINTERFACEiNAME, interface);

playground = GD NEW(Playground) ;
playground->set name (GD PLAYGROUND NAME) ;
GD_LOCATOR->set data (GD_ PLAYGROUND NAME, playground);

add child(interface);

add_child(playground) ;

GD_INTERFACE->create menu();

void Simulation:: exit tree()

{

print line ("Ending simulation");

void Simulation::exit ()

{

get tree()->quit();



A.4 @aiin Player.hpp

#ifndef
#define

#include
#include
#include
#include
#include

#include

#include

namespac

{

clas

{

priv

prot

publ

PLAYER HPP
PLAYER HPP

"Core/Declaration.hpp"

<godot cpp/classes/node.hpp>

<godot cpp/classes/input event.hpp>
<godot cpp/classes/canvas_texture.hpp>
<godot cpp/classes/shader material.hpp>

<godot cpp/classes/shader.hpp>
<godot cpp/classes/sprite2d.hpp>

e godot

s Player : public Node

GDCLASS (Player, Node)

ate:

Ref<CanvasTexture> background Data{};
Ref<ShaderMaterial> shader Material{};
Ref<Shader> shader{};

CharacterBody2D *body{ nullptr };
CollisionShape2D* shape{ nullptr };
Cameraz2D *camera{ nullptr };

Sprite2D* background{ nullptr };

float speed{ 500.0f };

float zoom speed{ 1.0f };

ected:

static void bind methods();

ic:



void _enter tree() override;

void exit tree() override;

void physics process(double delta) override;
void process(double delta) override;

void _input (const Ref<InputEvent>& event) override;

#endif

A.S ®aiia Player.cpp

#include "Player.hpp"

#include "Memory/Memory.hpp"

#include "Input/Input.hpp"

#include "Resource/Resource Loader.hpp"

#include <godot cpp/classes/character body2d.hpp>
#include <godot cpp/classes/collision shape2d.hpp>
#include <godot cpp/classes/camera2d.hpp>
#include <godot cpp/classes/input event key.hpp>
namespace godot

{

void Player:: bind methods ()

{

print line ("Binding methods in ", typeid(Player) .name());

void Player:: enter tree()

{
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background Data.instantiate();

shader = GD RESOURCE LOADER->load ("res://Life/Background.gdshader");
shader Material.instantiate();

shader Material->set shader (shader);

shader Material->set shader parameter ("colour 1", Color{ 0.4, 0.4,

shader Material->set shader parameter ("colour 2", Color{ 0.0, 0.0,

shader Material->set shader parameter ("colour 3", Color{ 0.2, 0.2,

shader Material->set shader parameter ("spin speed", 5);

shader Material->set shader parameter ("pixel filter", 2000);

body = GD_NEW (CharacterBody2D) ;
shape = GD _NEW(CollisionShape2D);
camera = GD NEW (Camera2D) ;

background = GD NEW (Sprite2D);

body->set name ("Body") ;
shape->set name ("Shape");
camera->set name ("Camera") ;

background->set name ("Background") ;

add_child (body) ;
body->add child (shape) ;
body->add child(camera);
body->add child(background) ;

camera->set zoom(Vector2{ 3, 3 });
background->set scale(Vector2{ 1000, 1000 });
background->set texture (background Data) ;

background->set material (shader Material);

void Player:: exit tree()

{
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void Player:: physics process (double delta)
{

body->set velocity (GD INPUT->get vector ("Left", "Right", "Up",

"Down") * speed);

body->move and slide();

void Player:: process (double delta)

{

void Player:: input(const Ref<InputEvent>& event)

{

Ref<InputEventKey> input Event Key = event;

if (input Event Key.is valid() == true)
{
if (input Event Key->is pressed() == true)
{
if (input Event Key->get keycode() == Key::KEY Q)

{

camera->set zoom(camera->get zoom() * 1.1f);

background->set scale (background->get scale() / 1.1f);

}
else if (input Event Key->get keycode() == Key::KEY E)

{

camera->set zoom(camera->get zoom() / 1.1f);



background->set scale (background->get scale()

A.6 ®Daiin Playground.hpp

#ifndef PLAYGROUND HPP

#define

#include

#include

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

#include

namespac

{

PLAYGROUND HPP

"Core/Declaration.hpp"

"Global/Locator.hpp"

<godot cpp/classes/node.hpp>

<godot cpp/classes/texture2d.hpp>

<godot cpp/classes/sprite2d.hpp>

<godot cpp/classes/tile set atlas source.hpp>
<godot cpp/classes/tile set.hpp>

<godot cpp/classes/input event.hpp>

<godot cpp/templates/hash set.hpp>

e godot

enum class Pattern

{

CELL,
BLOCK,
BLINKER,
GLIDER,

* 1.1f);
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}i

BEACON,

TUB,

R _PENTOMINO,
ACORN,
QUEEN BEE SHUTTLE

class Player;

class Playground : public Node

{

GDCLASS (Playground, Node) ;

private:

int32 t grid Size{ 0 };
int32 t population Size{ 0 };
int32 t generation Count{ 0 };

double fps Count{ 0.0 };

int32 t source ID{ 0 };

bool is Playing{ false };

Pattern current Pattern{ Pattern::CELL };

Ref<Texture2D> cell{};
Ref<TileSetAtlasSource> source{};

Ref<TileSet> set{};

HashSet<Vector2i> generationl{};

HashSet<Vector2i> generation2{};

protected:

static void bind methods();

public:

void enter tree() override;

void exit tree() override;
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void _input (const Ref<InputEvent>& event) override;

void process(double delta) override;

void create();

void destroy () ;
TileMapLayer* get grid();
TileMaplLayer* get pattern grid();

Player* get player():;

int32 t get grid size() const;

int32 t get population size() const;
int32 t get generation count() const;
double get fps count() const;

int32 t get source id() const;

bool get is playing();

void set grid size(int32 t value);

void increase grid size();
void decrease grid size();

bool in grid(Vector2i coordinates);

int32 t get cell status(Vector2i coordinates);
int32 t get cell live neighbors amount (Vector2i coordinates);

void step();

void select pattern(int32 t index);

Vector<Vector2i> get pattern data(Vector2i coordinates);

void create cell (Vector2i coordinates);

void destroy cell (Vector2i coordinates);

#define GD_ PLAYGROUND NAME "Playground"
#define GD_PLAYGROUND GD LOCATOR->get data<Playground>(GD PLAYGROUND NAME)
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#endif

A.7 ®aiin Playground.cpp

#include "Playground.hpp"

#include "Memory/Memory.hpp"
#include "Engine/Engine.hpp"
#include "Resource/Resource Loader.hpp"

#include "Player.hpp"

#include <godot cpp/classes/tile map layer.hpp>
#include <godot cpp/classes/tile data.hpp>

#include <godot cpp/classes/input event mouse button.hpp>
#include <godot cpp/classes/input event key.hpp>

#include <godot cpp/classes/input event mouse motion.hpp>
namespace godot

{

void Playground:: bind methods ()
{

print line("Binding methods in ", typeid(Playground) .name());

void Playground:: enter tree()

{

cell = GD_RESOURCE LOADER->load("res://Life/Cell.png");

source.instantiate () ;

source->set name ("Cell Source");
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source->set texture(cell);

source->set texture region size (Vector2i{ 16, 16 });

source->create tile(Vector2i{ 0, 0 });

source->create tile(Vector2i{ 1, 0

source->create tile(Vector2i{ 0, 1 });
1, 1

source->create tile(Vector2i/{

set.instantiate();

set->set name ("Cell Set");
set->set tile size(Vector2i{ 16, 16 });

set->set tile shape(TileSet::TILE SHAPE SQUARE) ;
set->set uv_clipping(true);
set->add custom data layer(0);

set->set custom data layer name (0, "Status");
set->set custom data layer type (0, Variant::INT);
set->add custom data layer(1l);

set->set custom data layer name(l, "Future");
set->set custom data layer type(l, Variant::INT);

source ID = set->add source (source);

void Playground:: exit tree()

{

void Playground:: input (const Ref<InputEvent>& event)

{

Ref<InputEventMouseButton> input Event Mouse Button = event;
Ref<InputEventKey> input Event Key = event;

Ref<InputEventMouseMotion> input Event Mouse Motion = event;

if (input Event Mouse Motion.is valid() == true)

{
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Vector2 position = input Event Mouse Motion-

>get global position();

if (input Event Mouse Button.is valid() == true && is Playing ==
true)
{
if (input Event Mouse Button->is pressed() == true)
{
if (input Event Mouse Button->get button index() ==

MouseButton: :MOUSE BUTTON MIDDLE)
{

TileMapLayer* grid = get grid();
Vector2i coordinates = grid->local to map(grid-

>get local mouse position());

Vector<Vector2i> array = get pattern data(coordinates);

for (int 1 = 0; 1 < array.size(); ++1)

{

create cell (arrayl([i]);
if (in_grid(array[i]) == true &&
generation2.has (array[i]) == false)
{

generation2.insert (arrayl[i]);

}

else if (input Event Mouse Button->get button index() ==
MouseButton: :MOUSE BUTTON RIGHT)

{

TileMapLayer* grid = get grid():;
Vector2i coordinates = grid->local to map (grid-

>get local mouse position());
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Vector<Vector2i> array

get pattern data(coordinates);

for (int i = 0;

{

i < array.size(); ++1)

destroy cell(arrayl[il);

if (in_grid(array[i]) == true &&
generation2.has (array[i]) == true)
{
generation2.erase (array([i]);
}
}
}
}

}
if (input Event Key.is valid() == true && is_Playing == true)

{

if
{

(input Event Key->is pressed() == true)

if
{

(input Event Key->get keycode () == Key::KEY SPACE)

step ()

void Playground:: process (double delta)
{
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fps Count = GD ENGINE->get frames per second();

if (is_Playing == true)
{

TileMapLayer* grid = get grid();

TileMapLayer* pattern Grid = get pattern grid():;

pattern Grid->clear();

Vector2i coordinates = pattern Grid->local to map(pattern Grid-

>get local mouse position()):;

Vector<Vector2i> array = get pattern data(coordinates);

for (int i = 0; 1 < array.size(); ++1i)

{

if (in _grid(array[i]) == true)

{

pattern Grid->set cell(arrayl[i], source ID, Vector2i{ 1,

void Playground: :create ()

{

print line ("Creating the Playground");

Player* player = GD NEW(Player);
player->set name ("Player");

add_child(player);

TileMapLayer* grid = GD NEW(TileMapLayer) ;



grid->set name ("Grid");
grid->set tile set(set);
add child(grid);

TileMaplLayer* pattern Grid = GD NEW(TileMapLayer);
pattern Grid->set name ("Pattern Grid");
pattern Grid->set tile set(set);

add child(pattern Grid);

is_Playing = true;

void Playground: :destroy ()
{

print line ("Destroying the Playground");

Player* player = get player();
TileMapLayer* grid = get grid();
TileMapLayer* pattern Grid = get pattern grid():;

remove child(grid);
GD_DELETE (grid) ;

remove child(pattern Grid);
GD DELETE (pattern Grid);
remove child(player);

GD_DELETE (player) ;

grid Size = 0;
population Size = 0;
generation Count = 0;
fps Count = 0.0;

is Playing = false;

current Pattern = Pattern::CELL;
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Player* Playground::get player ()
{
return Object::cast to<Player>(get child(0));

TileMapLayer* Playground::get grid()
{
return Object::cast to<TileMapLayer>(get child(1l)):;

TileMapLayer* Playground::get pattern grid()
{
return Object::cast to<TileMaplLayer>(get child(2));

int32 t Playground::get grid size() const
{

return grid Size;

int32 t Playground::get population size() const
{

return population Size;

int32 t Playground::get generation count() const

{

return generation Count;

double Playground::get fps count () const
{

return fps Count;

int32 t Playground::get source_ id() const

{

return source ID;

bool Playground::get is playing()
{



});

return is_ Playing;

void Playground::set grid size(int32 t value)

{

TileMapLayer* grid = get grid();

grid->clear();

grid Size = value;

for (int i{ 0 }; i < grid Size; ++1i)

{

for (int j{ 0 }; J < grid Size; ++3J)
{

grid->set cell(Vector2i{ i, J 1},

grid->get cell tile data (Vector2i({

>set custom data("Status", 0);

grid->get cell tile data (Vector2i({

>set custom data ("Future", 0);

void Playground::increase grid size()

{

set grid size(get grid size() + 1);

population Size = 0;

void Playground::decrease grid size()

{

set grid size(get grid size() - 1);

source ID, Vector2i/{
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population Size = 0;

bool Playground::in grid(Vector2i coordinates)

{

TileMapLayer* grid = get grid();

return grid->get cell source id(coordinates) != -1;

int32 t Playground::get cell status (Vector2i coordinates)

{

TileMapLayer* grid = get grid();
int32 t status = 0;

if (in_grid(coordinates) == true)

{

status = grid->get cell tile data(coordinates)-

>get custom data ("Status");

int32 t live Neighbors =

get cell live neighbors amount (coordinates);

if (status == 1 && live Neighbors < 2)
{
status = 0;

}

else if (status == 1 && (live Neighbors == 2 || live Neighbors
{
status = 1;
}
else if (status == 1 && live Neighbors > 3)
{
status = 0;

}
else if (status == 0 && live Neighbors == 3)
{
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status = 1;

return status;

int32 t Playground::get cell live neighbors amount (Vector2i coordinates)

{

TileMapLayer* grid = get grid();

int32 t live Neighbors = 0;

TypedArray<Vector2i> neighbors

{
Vector2i{l, 0},
Vector2i{-1, 0},
Vector2i{0, 1},
Vector2i{0, -1},
Vector2i{l, 1},
Vector2i{l, -1},
Vector2i{-1, 1},
Vector2i{-1, -1}

}i

for (int 1 = 0; 1 < neighbors.size(); ++1)

{

Vector2i coordinates Neighbor = coordinates + neighbors([1l];

if (in_grid(coordinates Neighbor) == true)

{

int32 t status_ Neighbor = grid-

>get cell tile data(coordinates Neighbor)->get custom data("Status");

if (status_ Neighbor == 1)
{

++live Neighbors;



return live Neighbors;

void Playground::step ()
{

TileMapLayer* grid = get grid();

generation Count++;

generationl.clear();
generationl = generation2;

generation2.clear();

TypedArray<Vector2i> neighbors

{
Vector2i{l, 0},
Vector2i{-1, 0},
Vector2i{0, 1},
Vector2i{0, -1},
Vector2i{1l, 1},
Vector2i{l, -1},
Vector2i{-1, 1},
Vector2i{-1, -1}
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for (auto iterator = generationl.begin () ; iterator 1=
generationl.end(); ++iterator)
{
Vector2i coordinates = *iterator;
//print line("c = ", coordinates);
//print line("s = ", grid->get cell tile data(coordinates)-
>get custom data ("Status"));
//print line("f = ", get cell status(coordinates));

//print line ("1

get cell live neighbors amount (coordinates));
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if (get_cell status(coordinates) == 1 &&
generation2.has (coordinates) == false)
{
generation2.insert (coordinates);
}
for (int 1 = 0; 1 < neighbors.size(); ++1)

{

Vector2i coordinates Neighbor = coordinates + neighbors[1l];
if (get_cell status(coordinates Neighbor) == 1 &&
generation2.has (coordinates Neighbor) == false)

{

generation2.insert (coordinates Neighbor) ;

//print line("gl = ", coordinates);
//print line("sl = ", get cell status(coordinates));
}
for (auto iterator = generationl.begin () ; iterator I=
generationl.end(); ++iterator)
{
Vector2i coordinates = *iterator;

destroy cell (coordinates);

//print line("gl = ", coordinates);

for (auto iterator = generation2.begin () ; iterator I=
generation2.end(); ++iterator)

{

Vector2i coordinates = *iterator;
create cell (coordinates);

//print line("g2 = ", coordinates);
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void Playground::select pattern(int32 t index)
{

current Pattern = static cast<Pattern>(index);

Vector<Vector2i> Playground::get pattern data(Vector2i coordinates)

{
Vector<Vector2i> dataf{};

if (current Pattern == Pattern::CELL)
{

data.push back(coordinates + Vector2i{ 0, 0 });

}
else if (current Pattern == Pattern::BLOCK)
{
data.push back(coordinates + Vector2i{ 0, 0 });
1, 0 });
Vector2i{ 0, 1 });
1, 1 1)

data.push back(coordinates + Vector2i({

+

data.push back(coordinates

+

data.push back(coordinates Vector2i{

}
else if (current Pattern == Pattern::BLINKER)

{

data.push back(coordinates + Vector2i{ 0, 0 });
data.push back(coordinates + Vector2i{ 1, 0 });

data.push back(coordinates + Vector2i{ 2, 0 });

}
else if (current Pattern == Pattern::GLIDER)

{

data.push back(coordinates + Vector2i{ 0, 0 });
data.push back(coordinates + Vector2i{ 1, 1 });

data.push back(coordinates + Vector2i{ 1, 2 });



}

data.push back(coordinates + Vector2i{ O,

data.push back(coordinates + Vector2i{ -1,

else if

{

}

data.
data.
data.
data.

data

data.
data.
data.

else if

{

}

data
data
data
data

else 1if

{

}

data.
data.

data

data.
data.

else 1if

{

(current Pattern == Pattern::BEACON)

push back(coordinates
push back(coordinates
push back(coordinates
push back (coordinates
.push_back (coordinates
push back (coordinates
push back (coordinates

push back (coordinates

Vector2i{
Vector2i{
Vector2i{
Vector2i{
Vector2i{
Vector2i{
Vector2i{

Vector2i{

(current Pattern == Pattern::TUB)

.push_back (coordinates
.push_back (coordinates
.push back (coordinates

.push back (coordinates

+

+

Vector2i{
Vector2i{
Vector2i{
Vector2i{

2 1);
2 1);

w w N N [ = o o
—
~

1 1)

(current Pattern == Pattern::R PENTOMINO)

push back (coordinates
push back (coordinates
.push _back (coordinates
push back (coordinates

push back (coordinates

(current Pattern == Pattern::ACORN)

Vector2i{
Vector2i{
Vector2i{
Vector2i{
Vector2i{

data.push back(coordinates + Vector2i{ O,

data.push back(coordinates + Vector2i{ O,

data.push back(coordinates + Vector2i{ -1,

N = (@) (@)
—
~
~

0 1)
2 1)
2 1)
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}

data
data
data
data

else 1if

{

data.
data.

data

data.
data.
data.
data.

data

data.
data.
data.
data.

data

data.
data.
data.
data.

data

data.
data.

.push_back (coordinates
.push_back (coordinates
.push _back (coordinates

.push _back (coordinates

(current Pattern == Pattern::QUEEN BEE SHUTTLE)

push back(coordinates
push back (coordinates
.push_back (coordinates
push back (coordinates
push back (coordinates
push back (coordinates
push back (coordinates
.push_back (coordinates
push back (coordinates
push back (coordinates
push back (coordinates
push back (coordinates
.push_back (coordinates
push back (coordinates
push back (coordinates
push back (coordinates
push back (coordinates
.push _back (coordinates
push back (coordinates

push back (coordinates

return data;

+

+

Vector2i{ 2,
Vector2i{ 3,
Vector2i{ 4,
Vector2i{ 5,

Vector2i{ O,
Vector2i{ 1,
Vector2i{ O,
Vector2i{ 1,
Vector2i{ 5,
Vector2i{ 6,
Vector2i{ 7,
Vector2i{ 6,
Vector2i{ 7,
Vector2i{ 8,
Vector2i{ 8,
Vector2i{ 8,
Vector2i{ 9,
Vector2i{ 9,
Vector2i{ 9,
Vector2i{ 9,
Vector2i{ 20,
Vector2i{ 21,
Vector2i{ 20,
Vector2i{ 21,

void Playground::create cell (Vector2i coordinates)

{

if
{

(in_grid(coordinates)

== true)

TileMapLayer* grid = get grid();

NN
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int32 t status = grid->get cell tile data(coordinates)-

>get custom data("Status");

if (status == 0)

{

grid->set cell (coordinates, source ID, Vector2i{ 0, 0 });

grid->get cell tile data(coordinates)-

>set custom data("Status", 1);

++population Size;

void Playground::destroy cell(Vector2i coordinates)

{

if (in_grid(coordinates) == true)

{
TileMapLayer* grid = get grid();

int32 t status = grid->get cell tile data(coordinates)-

>get custom data("Status");

if (status == 1)

{

grid->set cell (coordinates, source ID, Vector2i{ 1, 0 });

grid->get cell tile data(coordinates)-

>set custom data("Status", 0);

--population Size;



A.8 ®Daiin Interface.hpp

#ifndef INTERFACE HPP
#define INTERFACE HPP
#include "Core/Declaration.hpp"
#include "Global/Locator.hpp"
#include <godot cpp/classes/color rect.hpp>
#include <godot cpp/classes/node.hpp>
#include <godot cpp/classes/font.hpp>
#include <godot cpp/classes/theme.hpp>
#include <godot cpp/classes/shader material.hpp>
#include <godot cpp/classes/shader.hpp>
#include <godot cpp/classes/texture2d.hpp>
#include <godot cpp/classes/style box.hpp>
#include <godot cpp/classes/style box flat.hpp>
namespace godot
{

class Interface : public Node

{

GDCLASS (Interface, Node);
private:

Ref<Theme> theme{};

Ref<Theme> info Theme({};

Ref<Font> font{};

Ref<ShaderMaterial> shader Material{};
Ref<Shader> shader{};

Ref<Texture2D> background Cell Texture{};
Ref<StyleBoxFlat> normal{};
Ref<StyleBoxFlat> hover({};
Ref<StyleBoxFlat> pressed{};
Ref<StyleBoxFlat> info Normal{};

108



protected:

static void bind methods();

public:

CanvasLayer* get canvas layer();

void

void

void

void

void

void

void

void

void

void

void

void

void

create menu();

destroy menu() ;

create exit();

destroy exit();

create_info();

destroy info();

create rule();

destroy rule();

create play();
destroy play();

_enter tree() override;

_exit tree() override;

_process (double delta)

override;

#define GD_INTERFACE NAME "Interface"

#define GD_INTERFACE GD LOCATOR->get data<Interface>(GD_ INTERFACE NAME)

#define GD_INTERFACE CANVAS LAYER NAME "Canvas"

#endif
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A.9 ®aiia Interface.cpp

#include

#include
#include

#include

#include

#include

#include

#include
#include
#include

#include

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

#include

"Interface.hpp"

"Memory/Memory.hpp"
"Engine/Engine.hpp"

"Resource/Resource Loader.hpp"

"Simulation.hpp"
"Playground.hpp"

"Tile Map Cell.hpp"

<godot cpp/classes/label.hpp>
<godot cpp/classes/label settings.hpp>
<godot cpp/classes/button.hpp>

<godot cpp/classes/canvas_layer.hpp>

<godot cpp/classes/margin_ container.hpp>
<godot cpp/classes/h box container.hpp>
<godot cpp/classes/v_box container.hpp>
<godot cpp/classes/grid container.hpp>
<godot cpp/classes/center container.hpp>
<godot cpp/classes/panel container.hpp>
<godot cpp/classes/texture rect.hpp>
<godot cpp/classes/item list.hpp>

namespace godot

{

void Interface:: bind methods ()

{

print line ("Binding methods in ", typeid(Interface).name());

110



111

CanvasLayer* Interface::get canvas layer ()

{

return Object::cast to<CanvasLayer>(get child(0)):;

void Interface::create menu()

{

print line("Creating menu");

shader Material->set shader parameter ("roll", true);
shader Material->set shader parameter ("roll size", 20.0);
shader Material->set shader parameter ("roll variation", 0.566);

shader Material->set shader parameter ("static noise intensity",

shader Material->set shader parameter ("aberration", 0.01);

shader Material->set shader parameter ("brightness", 2);

CanvasLayer* canvas = GD NEW(CanvasLayer) ;
canvas->set name (GD_INTERFACE CANVAS LAYER NAME) ;

add_child(canvas) ;

CenterContainer* container(0 = GD NEW (CenterContainer);
container0->set name ("Menu Container 0");
container0->set anchors preset (Control::PRESET FULL RECT);

canvas->add child(container0);

MarginContainer* containerl = GD NEW(MarginContainer) ;
containerl->set name ("Menu Container 1");
containerl->set anchors preset (Control::PRESET FULL RECT);

canvas->add child(containerl);

PanelContainer* container2 = GD NEW(PanelContainer) ;
container2->set name ("Menu Container 2");

container2->set anchors preset (Control::PRESET FULL RECT);
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container2->set mouse filter (Control::MOUSE FILTER IGNORE) ;
container2->set material (shader Material);

canvas->add child(container2);

GridContainer* grid = GD_NEW(GridContainer);
grid->set name ("Grid");

grid->set columns (20);

grid->add theme constant override ("h separation", 0);
grid->add theme constant override ("v_separation", 0);

container0->add child(grid);

TextureRect * background Cell = GD NEW(TextureRect);

background Cell->set name ("Background Cell");

background Cell->set texture (background Cell Texture);

background Cell->set custom minimum size (Vector2{ 130, 130 });

grid->add child(background Cell) ;

for (int i = 0; 1 < 200; ++1i)

{

grid->add child(background Cell-

>duplicate (Node: :DUPLICATE SIGNALS | Node::DUPLICATE GROUPS)) ;

}

VBoxContainer* v_Box = GD NEW(VBoxContainer);
v_Box->set name ("Vertical Box");

v_Box->set h size flags(Control::SIZE SHRINK CENTER) ;
v_Box->set v size flags(Control::SIZE SHRINK CENTER) ;
v_Box->add theme constant override ("separation", 100);

containerl->add child(v_Box);

Label* title = GD NEW(Label);

title->set name ("Title");

title->set text ("CONWAY'S GAME OF LIFE");
title—>set_horizontal_alignment(HORIZONTAL_ALIGNMENT_CENTER);
title->set vertical alignment (VERTICAL ALIGNMENT CENTER) ;

float k = 0.8f;

title->set modulate(Color{0.0f + k, 1.0f + k, 0.8f + k, 1.0f});
title->set theme (theme) ;
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title->add theme font size override("font size", 70);

v_Box->add child(title);

HBoxContainer* h Box = GD NEW (HBoxContainer);

h Box->set name ("Horizontal Box");

h Box->set h size flags(Control::SIZE SHRINK CENTER) ;
h Box->set v size flags(Control::SIZE SHRINK CENTER) ;
h Box->add theme constant override ("separation"”, 75);

v_Box->add child(h Box);

Button* play = GD _NEW(Button);

play->set name ("Play");

play->set text ("Simulate");

play->set focus mode (Control::FOCUS NONE) ;

play->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
play->set theme (theme) ;

play->set custom minimum size (Vector2{ 200, 70 });

h Box->add child(play);

Button* rule = GD NEW(Button);

rule->set name ("Rule");

rule->set text ("Rules");

rule->set focus mode (Control::FOCUS NONE) ;

rule->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
rule->set theme (theme) ;

rule->set custom minimum size (Vector2{ 200, 70 });

h Box->add child(rule);

Button* info = GD NEW(Button);

info->set name ("Info");

info->set text ("Info");

info->set focus mode (Control::FOCUS NONE) ;

info->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
info->set theme (theme) ;

info->set custom minimum size (Vector2{ 200, 70 });

h Box->add child(info);

Button* exit = GD NEW(Button);

exit->set name ("Exit");
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exit->set text ("Exit");

exit->set focus mode (Control::FOCUS NONE) ;

exit->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
exit->set theme (theme) ;

exit->set custom minimum size (Vector2{ 200, 70 });

h Box->add child(exit);

exit->connect ("pressed", callable mp(this,
&Interface: :destroy menu), CONNECT DEFERRED) ;
exit->connect ("pressed", callable mp(this, &Interface::create exit),

CONNECT DEFERRED) ;

info->connect ("pressed", callable mp(this,
&Interface: :destroy menu), CONNECT DEFERRED) ;
info->connect ("pressed", callable mp(this, &Interface::create info),

CONNECT DEFERRED) ;

rule->connect ("pressed", callable mp(this,
&Interface: :destroy rule), CONNECT DEFERRED) ;
rule->connect ("pressed", callable mp(this, &Interface::create rule),

CONNECT DEFERRED) ;

play->connect ("pressed", callable mp(this,
&Interface: :destroy menu), CONNECT DEFERRED) ;

play->connect ("pressed", callable mp(this, &Interface::create play),
CONNECT DEFERRED) ;

play—->connect ("pressed", callable mp (GD PLAYGROUND,
&Playground: :create), CONNECT DEFERRED) ;

void Interface::destroy menu()

{

print line ("Destroying menu");

CanvasLayer* canvas = get canvas layer();

remove child(canvas);

GD_DELETE (canvas) ;



115

void Interface::create exit()

{

print line("Creating exit");

CanvasLayer* canvas = GD NEW(CanvasLayer) ;
canvas->set name (GD INTERFACE CANVAS LAYER NAME) ;

add child(canvas) ;

CenterContainer* container(0 = GD NEW (CenterContainer);
container0O->set name ("Exit Container 0");
container0O->set anchors preset (Control::PRESET FULL RECT);

canvas->add child(container0);

MarginContainer* containerl = GD NEW(MarginContainer) ;
containerl->set name ("Exit Container 1");
containerl->set anchors preset (Control::PRESET FULL RECT);

canvas->add child(containerl);

PanelContainer* container2 = GD NEW(PanelContainer) ;
container2->set name ("Exit Container 2");
container2->set anchors preset (Control::PRESET FULL RECT);
container2->set mouse filter (Control::MOUSE FILTER IGNORE) ;
container2->set material (shader Material);

canvas->add child(container2);

GridContainer* grid = GD_NEW(GridContainer);
grid->set name ("Grid");

grid->set columns (20) ;

grid->add theme constant override ("h separation", O0);
grid->add theme constant override ("v_separation", 0);

container0->add child(grid);

TextureRect* background Cell = GD NEW(TextureRect) ;
background Cell->set name ("Background Cell");

background Cell->set texture (background Cell Texture);
background Cell->set custom minimum size (Vector2{ 130, 130 });

grid->add child(background Cell);
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for (int i = 0; 1 < 200; ++1i)
{
grid->add child(background Cell-
>duplicate (Node: :DUPLICATE SIGNALS | Node::DUPLICATE GROUPS)) ;
}

VBoxContainer* v _Box = GD NEW(VBoxContainer);
v_Box->set name ("Vertical Box");

v_Box->set h size flags(Control::SIZE SHRINK CENTER) ;
v_Box->set v _size flags(Control::SIZE SHRINK CENTER);
v_Box->add theme constant override ("separation", 100);

containerl->add child(v_Box);

Label* info = GD_NEW (Label) ;

info->set name ("Info Text");

info->set text ("Are you sure about this?");

info->set horizontal alignment (HORIZONTAL ALIGNMENT CENTER) ;
info->set vertical alignment (VERTICAL ALIGNMENT CENTER) ;
info->set autowrap mode (TextServer::AUTOWRAP WORD) ;

info->set custom minimum size (Vector2{ 200, 200 });

float k = 0.8f;

info->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
info->set theme (info Theme) ;

v_Box->add child(info);

HBoxContainer* h Box = GD NEW(HBoxContainer);

h Box->set name ("Horizontal Box");

h Box->set h size flags(Control::SIZE SHRINK CENTER) ;
h Box->set v size flags(Control::SIZE SHRINK CENTER) ;
h Box->add theme constant override ("separation", 75);

v_Box->add child(h Box);

Button* yes = GD NEW (Button);

yes->set name ("Yes");

yes->set text ("YES");

yes->set focus mode (Control::FOCUS NONE) ;

yes->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });

yes->set theme (theme) ;
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yes—>set custom minimum size (Vector2{ 200, 70 });

h Box->add child(yes);

Button* no = GD NEW (Button) ;

no->set name ("No") ;

no->set text ("NO");

no->set focus mode (Control::FOCUS NONE) ;

no->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
no->set theme (theme) ;

no->set custom minimum size (Vector2{ 200, 70 });

h Box->add child(no);

yes->connect ("pressed", callable mp (GD SIMULATION,
&Simulation::exit), CONNECT DEFERRED);

no->connect ("pressed", callable mp(this, &Interface::destroy exit),

CONNECT DEFERRED) ;
no->connect ("pressed", callable mp(this, &Interface::create menu),

CONNECT DEFERRED) ;

void Interface::destroy exit()

{
print line ("Destroying exit");
CanvasLayer* canvas = get canvas_ layer();

remove child(canvas);

GD_DELETE (canvas) ;

void Interface::create info()

{

print line ("Creating info");

CanvasLayer* canvas = GD NEW(CanvasLayer) ;

canvas->set name (GD_INTERFACE CANVAS LAYER NAME) ;
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add_child(canvas) ;

CenterContainer* container0 = GD NEW(CenterContainer);
containerO->set name ("Info Container 0");
container0O->set anchors preset (Control::PRESET FULL RECT);

canvas->add child(container0);

MarginContainer* containerl = GD NEW(MarginContainer);
containerl->set name("Info Container 1");
containerl->set anchors preset (Control::PRESET FULL RECT);

canvas->add child(containerl);

PanelContainer* container2 = GD NEW (PanelContainer) ;
container2->set name ("Info Container 2");
container2->set anchors preset (Control::PRESET FULL RECT);
container2->set mouse filter (Control::MOUSE FILTER IGNORE) ;
container2->set material (shader Material);

canvas->add child(container2);

GridContainer* grid = GD _NEW(GridContainer);
grid->set name ("Grid");

grid->set columns (20);

grid->add theme constant override("h separation", O0);
grid->add theme constant override ("v_separation", 0);

container0->add child(grid);

TextureRect* background Cell = GD NEW(TextureRect) ;

background Cell->set name ("Background Cell");

background Cell->set texture (background Cell Texture);

background Cell->set custom minimum size (Vector2{ 130, 130 });

grid->add child(background Cell) ;

for (int i = 0; 1 < 200; ++1i)

{

grid->add child(background Cell-

>duplicate (Node: :DUPLICATE SIGNALS | Node::DUPLICATE GROUPS));

}

VBoxContainer* v_Box = GD NEW(VBoxContainer);

v_Box->set name ("Vertical Box");



119

v_Box->set h size flags(Control::SIZE SHRINK CENTER);
v_Box->set v _size flags(Control::SIZE SHRINK CENTER);
v_Box->add theme constant override ("separation", 100);

containerl->add child(v_Box);

Label* info = GD_NEW (Label) ;
info->set name ("Info Text");

info->set text("This implementation of the Conway's Game of Life is

done by Yaroslav Kolokol. The program is made in Godot game engine using C++ and

CMake. Enjoy!");

info->set horizontal alignment (HORIZONTAL ALIGNMENT CENTER) ;
info->set vertical alignment (VERTICAL ALIGNMENT CENTER) ;
info->set autowrap mode (TextServer::AUTOWRAP WORD) ;

info->set custom minimum size (Vector2{ 800, 200 });

float k = 0.8f;

info->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
info->set theme (info Theme) ;

v_Box->add child(info);

Button* back = GD NEW(Button);

back->set name ("Back") ;

back->set text ("BACK");

back->set focus mode (Control::FOCUS NONE) ;

back->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
back->set theme (theme) ;

back->set custom minimum size (Vector2{ 200, 70 });

v_Box->add child (back) ;

back->connect ("pressed", callable mp(this,

&Interface::destroy info), CONNECT DEFERRED) ;

back->connect ("pressed", callable mp(this, &Interface::create menu),

CONNECT DEFERRED) ;

void Interface::destroy info()

{

print line ("Destroying info");



CanvasLayer* canvas = get canvas_ layer();
remove child(canvas) ;

GD_DELETE (canvas) ;

void Interface::create rule()

{

print line("Creating rule");

CanvasLayer* canvas = GD NEW(CanvasLayer) ;
canvas->set name (GD_INTERFACE CANVAS LAYER NAME) ;

add_child(canvas) ;

CenterContainer* container(0 = GD NEW (CenterContainer);
container0O->set name ("Rule Container 0");
container0->set anchors preset (Control::PRESET FULL RECT);

canvas->add child(container0);

MarginContainer* containerl = GD NEW(MarginContainer) ;
containerl->set name ("Rule Container 1");
containerl->set anchors preset (Control::PRESET FULL RECT);

canvas->add child(containerl);

PanelContainer* container2 = GD NEW(PanelContainer) ;
container2->set name ("Rule Container 2");

container2->set anchors preset (Control::PRESET FULL RECT);

container2->set mouse filter (Control::MOUSE FILTER IGNORE) ;

container2->set material (shader Material);

canvas->add child(container2);

GridContainer* grid = GD_NEW(GridContainer);
grid->set name ("Grid");

grid->set columns (20);

grid->add theme constant override("h separation", 0);
grid->add theme constant override ("v_separation", 0);

container0->add child(grid);
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TextureRect* background Cell = GD NEW(TextureRect) ;

background Cell->set name ("Background Cell");

background Cell->set texture (background Cell Texture);

background Cell->set custom minimum size (Vector2{ 130, 130 });

grid->add child(background Cell);

for (int 1 = 0; i < 200; ++1i)

{

grid->add child(background Cell-

>duplicate (Node: :DUPLICATE SIGNALS | Node::DUPLICATE GROUPS)) ;

}

VBoxContainer* v _Box = GD NEW(VBoxContainer);
v_Box—>set_name("Vertical Box") ;

v_Box->set h size flags(Control::SIZE SHRINK CENTER);
v_Box->set v _size flags(Control::SIZE SHRINK CENTER);
v_Box->add theme constant override ("separation", 100);

containerl->add child(v_Box);

Label* info = GD NEW(Label);

info->set name ("Rule Text");

info->set text (" 1) Any live cell with fewer than two live
neighbours dies, as if by underpopulation.\n 2) Any live cell with two or three
live neighbours lives on to the next generation.\n 3) Any live cell with more

than three live neighbours dies, as if by overpopulation.\n 4) Any dead cell with
exactly three live neighbours becomes a live cell, as if by reproduction.");
info->set horizontal alignment (HORIZONTAL ALIGNMENT FILL);
info->set vertical alignment (VERTICAL ALIGNMENT CENTER) ;
info->set autowrap mode (TextServer::AUTOWRAP WORD) ;
info->set custom minimum size (Vector2{ 800, 200 });
float k = 0.8f;
info->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
info->set theme (info Theme) ;

v_Box->add child(info);

Button* back = GD NEW(Button);
back->set name ("Back") ;
back->set text ("BACK");

back->set focus mode (Control::FOCUS NONE) ;
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back->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
back->set theme (theme) ;
back->set custom minimum size (Vector2{ 200, 70 });

v_Box->add child(back);

back->connect ("pressed", callable mp(this,
&Interface: :destroy rule), CONNECT DEFERRED) ;
back->connect ("pressed", callable mp(this, &Interface::create menu),

CONNECT DEFERRED) ;

void Interface::destroy rule()

{

print line ("Destroying rule");

CanvasLayer* canvas = get canvas_ layer();
remove child(canvas);

GD_DELETE (canvas) ;

void Interface::create play()

{

print line ("Creating play");

shader Material->set shader parameter ("roll", false);

shader Material->set shader parameter("roll size", 0);

shader Material->set shader parameter ("roll variation", 0);

shader Material->set shader parameter ("static noise intensity",
0.04);

shader Material->set shader parameter ("aberration", 0);

shader Material->set shader parameter ("brightness", 1);

float k = 0.8f;



CanvasLayer* canvas = GD NEW(CanvasLayer) ;
canvas->set name (GD_INTERFACE CANVAS LAYER NAME) ;

add child(canvas) ;

MarginContainer* containerO = GD NEW(MarginContainer) ;
container(0->set name ("Play Container 0");
container0O->set anchors preset (Control::PRESET FULL RECT);

canvas->add child(container0) ;

VBoxContainer* v_Box = GD_NEW(VBoxContainer);
v_Box—>set_name("Vertical Box") ;

v_Box->set h size flags(Control::SIZE SHRINK CENTER) ;
v_Box->set v size flags(Control::SIZE SHRINK CENTER) ;
v_Box->add theme constant override ("separation", 500);

container0->add child(v_Box);

HBoxContainer* h Box0 = GD NEW (HBoxContainer);

h Box(O->set name ("Horizontal Box0");

h Box(O->set h size flags(Control::SIZE SHRINK CENTER);
h Box(O->set v size flags(Control::SIZE SHRINK CENTER);
h Box(O->add theme constant override ("separation", 75);

v_Box->add child(h Box0);

HBoxContainer* h Boxl = GD NEW (HBoxContainer);

h Boxl->set name ("Horizontal Boxl");

h Boxl->set h size flags(Control::SIZE SHRINK CENTER);
h Boxl->set v size flags(Control::SIZE SHRINK CENTER);
h Boxl->add theme constant override ("separation", 75);

v_Box->add child(h Boxl);

Label* fps = GD NEW (Label) ;
fps->set name ("FPS") ;
fps->set text ("FPS Q0");

fps->set horizontal alignment (HORIZONTAL ALIGNMENT CENTER) ;

fps—>set_vertical_alignment(VERTICAL_ALIGNMENT_CENTER);

fps->set modulate (Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });

fps->set theme (theme) ;
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h Box0->add child(fps);

Label* size = GD _NEW (Label) ;

size->set name ("Grid Size");

size->set text ("Grid 0x0");

size->set horizontal alignment (HORIZONTAL ALIGNMENT CENTER) ;
size->set vertical alignment (VERTICAL ALIGNMENT CENTER) ;
size->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
size->set theme (theme) ;

h Box(0->add child(size);

Label* generation = GD_NEW (Label) ;
generation->set name ("Generation");
generation->set text ("Generation 0");

generation->set horizontal alignment (HORIZONTAL ALIGNMENT CENTER) ;
generation->set vertical alignment (VERTICAL ALIGNMENT CENTER) ;

generation->set modulate (Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f

generation->set theme (theme) ;

h Box0->add child(generation);

Label* population = GD NEW (Label) ;
population->set name ("Population");
population->set text ("Population 0");

population->set horizontal alignment (HORIZONTAL ALIGNMENT CENTER) ;
population->set vertical alignment (VERTICAL ALIGNMENT CENTER) ;
population->set modulate (Color{ 0.0f + k, 1.0f + %k, 0.8f + k, 1.0f

population->set theme (theme) ;

h Box0O->add child(population);

Button* grid Up = GD_NEW (Button);

grid Up->set name ("+ Grid");

grid Up->set text ("+ GRID");

grid Up->set focus mode (Control::FOCUS NONE) ;

grid Up->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
grid Up->set theme (theme);

grid Up->set custom minimum size (Vector2{ 200, 70 });



h Boxl->add child(grid Up);

Button* grid Down = GD_ NEW (Button);

grid Down->set name ("- Grid");

grid Down->set text("- GRID");

grid Down->set focus mode (Control::FOCUS NONE) ;

grid Down->set modulate(Color{ 0.0f + k, 1.0f + %k, 0.8f + k, 1.

grid Down->set theme (theme) ;
grid Down->set custom minimum size (Vector2{ 200, 70 });

h Boxl->add child(grid Down) ;

Button* step = GD NEW(Button);

step->set name ("Step");

step->set text ("STEP");

step->set focus mode (Control::FOCUS NONE) ;

step->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
step->set theme (theme) ;

step->set custom minimum size (Vector2{ 200, 70 });

h Boxl->add child(step);

Button* back = GD NEW(Button);

back->set name ("Back");

back->set text ("BACK");

back->set focus mode (Control::FOCUS NONE) ;

back->set modulate(Color{ 0.0f + k, 1.0f + k, 0.8f + k, 1.0f });
back->set theme (theme) ;

back->set custom minimum size (Vector2{ 200, 70 });

h Boxl->add child(back);

MarginContainer* containerl = GD NEW(MarginContainer);
containerl->set name ("Play Container 1");

containerl->set h grow direction (Control::GROW DIRECTION BOTH) ;
containerl->set v grow direction(Control::GROW DIRECTION BOTH) ;
containerl->set anchors preset (Control::PRESET CENTER RIGHT) ;
containerl->set mouse filter (Control::MOUSE FILTER IGNORE) ;
containerl->add theme constant override ("margin top", 300);

containerl->add theme constant override ("margin bottom", 300);

125

0f



containerl->add theme constant override("margin right",

canvas->add _child(containerl);

ItemList* list = GD NEW(ItemList);
list->set name ("List");

list->set custom minimum size (Vector2{ 200, 300 });
list->set focus mode (Control::FOCUS NONE) ;
list->set modulate (Color{ 0.0f + k, 1.0f + k, 0.8f + k,
list->set theme (theme) ;

list->add item("Cell");

list->add item("Block");

list->add item("Blinker");

list->add item("Glider");

list->add item("Beacon");

list->add item("Tub");

list->add item("R-pentomino");

list->add item("Acorn");

list->add item("Queen Bee Shuttle");
containerl->add child(list);

list->select (0);

PanelContainer* container2 = GD NEW(PanelContainer) ;

container2->set name ("Play Container 2");

300);

1.0f });

container2->set anchors preset (Control::PRESET FULL RECT);

container2->set mouse filter (Control::MOUSE FILTER IGNORE) ;

container2->set material (shader Material);

canvas->add child(container2);

list->connect ("item selected",

&Playground: :select pattern), CONNECT DEFERRED) ;

back->connect ("pressed",

&Playground: :destroy), CONNECT DEFERRED) ;
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callable mp (GD PLAYGROUND,

callable mp (GD_ PLAYGROUND,

back->connect ("pressed", callable mp(this,

&Interface: :destroy play), CONNECT DEFERRED) ;

back->connect ("pressed", callable mp(this, &Interface::create menu),

CONNECT DEFERRED) ;
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grid Up->connect ("pressed", callable mp (GD_ PLAYGROUND,
&Playground: :increase grid size), CONNECT DEFERRED) ;

grid Down->connect ("pressed", callable mp (GD PLAYGROUND,
&Playground: :decrease grid size), CONNECT DEFERRED) ;

step->connect ("pressed", callable mp (GD_ PLAYGROUND,
&Playground::step), CONNECT DEFERRED) ;

void Interface::destroy play()
{

print line("Destroying play");

CanvasLayer* canvas = get canvas_ layer();
remove child(canvas) ;

GD_DELETE (canvas) ;

void Interface:: enter tree()

{

font = GD _RESOURCE_ LOADER->load("res://Life/PixelFont.ttf");

shader = GD RESOURCE LOADER->load("res://Life/CRT.gdshader");

background Cell Texture = GD_RESOURCE_LOADER-
>load("res://Life/Background Cell.png");

shader Material.instantiate();

shader Material->set shader (shader);

normal.instantiate();
normal->set bg color (Color{ 0, 0, 0, 0.8 });
normal->set border width all(5);
normal->set border color(Color{ 1, 1, 1, 1 });
normal->set corner radius_all(0);

normal->set corner detail (0);
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hover.instantiate () ;
hover->set bg color(Color{ 1, 1, 1, 0.8 });
hover->set border width all(5);
hover->set border color (Color{ 0, 0, 0, 1 });
hover->set corner radius all(0);

hover->set corner detail (0);

pressed.instantiate();

pressed->set bg color(Color{ 0.7, 0.7, 0.7, 0.5 });
pressed->set border width all(0);
pressed->set corner radius all(0);

pressed->set corner detail (0);

theme.instantiate () ;

theme->set color ("font color", "Label", Color{ 1, 1, 1, 1 });
theme->set color ("font color", "Button", Color{ 1, 1, 1, 1 });
theme->set color ("font hover color", "Button", Color{ 0, 0, 0, 1 });

theme->set color ("font pressed color", "Button", Color{ 0, 0, 0, 1

theme->set font ("font", "Button", font);

theme->set font ("font", "Label", font);
theme->set font size("font size", "Button", 32);
theme->set font size("font size", "Label", 32);

theme->set stylebox ("normal", "Button", normal);

theme->set stylebox ("hover", "Button", hover);

theme->set stylebox ("pressed", "Button", pressed);
theme->set font ("font", "ItemList", font);
theme->set font size("font size", "ItemList", 32);

theme->set color("font color", "ItemList", Color{ 1, 1, 1, 1 });

theme->set color ("font hovered color", "ItemList", Color{ 0, 0, 0, 1

theme->set color ("font selected color", "ItemList", Color{ 0, 0, O,

theme->set color ("font hovered selected color", "ItemList", Color{

theme->set constant ("h separation", "ItemList", 40);

theme->set constant ("v_separation", "ItemList", 40);

Ref<StyleBoxFlat> item List Hovered{};



item List Hovered.instantiate();

item List Hovered->set bg color(Color{ 1, 1, 1, 0.8 });
item List Hovered->set border width all(5);

item List Hovered->set border color(Color{ 0, 0, O, 1 });
item List Hovered->set corner radius all(0);

item List Hovered->set corner detail (0);

theme->set stylebox ("hovered", "ItemList", item List Hovered);

Ref<StyleBoxFlat> item List Selected{};

item List Selected.instantiate();

item List Selected->set bg color(Color{ 0.7, 0.7, 0.7, 0.5 });
item List Selected->set border width all(0);

item List Selected->set corner radius all(0);

item List Selected->set corner detail (0);

theme->set stylebox ("selected", "ItemList", item List Selected);

Ref<StyleBoxFlat> item List Panel{};

item List Panel.instantiate();

item List Panel->set bg color (Color{ 0, 0, 0, 0.8 });
item List Panel->set border width all(5);

item List Panel->set border color (Color{ 1, 1, 1, 1 });
item List Panel->set corner radius_all(0);

item List Panel->set corner detail (0);

theme->set stylebox ("panel", "ItemList", item List Panel);

info Normal.instantiate();

info Normal->set bg color (Color{ 0, 0, 0, 0.8 });

info Normal->set border width all(5);

info Normal->set border color(Color{ 0.5, 0.5, 0.5, 1 });
info Normal->set anti aliased(false);

info Normal->set corner radius_all (40);

info Normal->set corner detail(l);

info Normal->set expand margin all(30);

info Theme.instantiate();

info Theme->set color ("font color", "Label", Color{ 1, 1, 1, 1

info Theme->set font ("font", "Label", font);

info Theme->set font size("font size", "Label", 32);
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info Theme->set stylebox("normal", "Label", info Normal);

void Interface:: exit tree()

{

}

void Interface:: process(double delta)

{

if (GD_PLAYGROUND->get is playing() == true)
{
CanvasLayer* canvas = get canvas_ layer();
Label* fps = Object::cast to<Label>(canvas->get child(0) -

>get child(0)->get child(0)->get child(0));

fps->set text(String{ "FPS " + String::num real (GD PLAYGROUND-
>get fps count()) });
Label~* grid = Object::cast to<Label>(canvas->get child(0)-

>get child(0)->get child(0)->get child(1l));

grid->set text (String({ "Grid " +
String::num int64 (GD PLAYGROUND->get grid size()) + "x" +
String::num_int64 (GD_PLAYGROUND->get grid size()) });

Label* generation = Object::cast to<Label>(canvas->get child(0)-
>get child(0)->get child(0)->get child(2));
generation->set text (String({ "Generation " +

String::num_int64 (GD_PLAYGROUND->get generation count()) 1});

Label* population = Object::cast to<Label>(canvas->get child(0)-
>get child(0)->get child(0)->get child(3)):;
population->set text (Stringf{ "Population " +

String::num_int64 (GD_ PLAYGROUND->get population size()) });



131

A.10 ®aiia Locator.hpp

#ifndef LOCATOR_ HPP
#define LOCATOR HPP

#include <godot cpp/templates/a hash map.hpp>
#include <godot cpp/variant/string.hpp>

namespace godot
{

class Locator

{
private:
AHashMap<String, void*> data{};
public:
static Locator* get();
void set data(String key, void* wvalue);
template<typename T> T* get data(String key)

{

return static cast<T*>(datalkey]);

#define GD_LOCATOR godot::Locator::get ()

#endif



A.11 ®aiia Locator.cpp

#include "Locator.hpp"

namespace godot

{
Locator locator{};
Locator* Locator::get ()

{

return &locator;

void Locator::set data(String key,

{

datalkey] = value;

void* wvalue)
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JIOJATOK B

Caaiign npe3eHrauii
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HauioHanbHWA yHiBepcuTeT «3anopizbka NoniTexHika»
Kageapa nporpamHux 3acobie

BunyckHa pobota marictpa Ha Temy

HocnipkeHHa Ta nporpamHa peanisauis

cumynauii "'pa Kurra" KoHees

BukoHae:
ct1. rp. KHT-214m SApocnae KOJTOKOJ
KepieHuk:

K.T.H., AOUEHT Terana TEOOPOHYAK

Pucynok b.1 — Cnaiig Nel

META POBOTH
OB'EKT OOCNIOMKEHHA

Pospobka TIPEOMET OOCNIOXEHH
KOMM'FOTepHOT
cumynauit "Tpa Kurra”
KoHeesa, wo poizsonge
aocnianTy
3GKOHOMIpHOCTI
PO3BUTKY CUCTeM i3
NpPoOCTMMM MPABUNIGMMU
B3GEMOAIT Ta
NpoAeMoHCTPYBATH
NpUHLMAK
camoopraxisauii y
AUCKpeTHOMY
cepenoBuLi.

TTpouec moaentoBaHHs ]

OMHAMIUHUX CUCTEM 3a Metoau Ta iHcTpyMeHTH

[ONOMOTOHO KIMITUHHUX NPOrpaMyBaHHA, sKI
aBTOMaTiB, WO 6a3yroThca Ha MO yioIbee g
NPOCTUX MPABUIIAX BIAEMOAIT CTDOPEHHSICHMYJ LY.
MK ereMeHTaMn CUCTeMU.

Pucynok b.2 — Cnaiig Ne2
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TIPABUIA TPU

ByAb-aKa XMBQ KMITMHG 3 MEHLU HiXK ABOMG XUBMMMA CYCIAGMU MUHE Yepe3l HeAoHaceneHHA.

BY.CI.D-HKG XMBQ KMiTWHG 3 ABoma abo TPbOMQ KUBUMM CYCiAﬂMH XMBE A0 HACTYNHOro MOKONIHHA.

Byab-aKka xMBa KNiTMHA 3 6iNblU HiX TPbOMA KUBMMM CYCIAGMU FMHE Bifl NepeHaceneHHs.

Byab-ska mepTBa KMiTMHG 3 PiBHO TPbOMA XMBUMM CYCIAGMM CTGE XMBOHO
KNiTMHOM LUNAXOM POMHOKEHHA.

Pucynok b.3 — Cnaiin Ne3

ornan IrerosBux PYLUIIB

XapaxkTepuctuka / :
b oo Gt | et | o

BeskowTosHo Ao
TNiuensia Ta BapTicTb feBHOro piBHA

TToTyxHa niaTpUMKG OpieHToBaHUWiA DOywe nobpa

TTiatpumea 2D/3D : :
obox copmaris nepesaxHo Ha 3D niaTpumea 2D

Pucynoxk b.4 — Cnaiig No4
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XapakTepucTuka / :

e R N

[ I i IS

[T | o | oo | e |
onTumiIzadl

TTopTaTtuBHicTD Bucoka Bucoka Oyxe Bucoka

Pucynok b.5 — Cnaiig No5

I COrCUVDYILY T

XapakTepuetuka / . :
IHTeppelic TTooc v & ety MiHimanicTuy TTOTYKHUIA, 3PYYHUM,
KOpUCTYBa4a POCTIM, TexXHIYHUIA rpaiuHo HacuJeHuiA

i Windows, Linux Windows, Linux, I
: Bucoka, nerxa ana | Cepeara, 3anexurb Bucoka, ane
WEsREnGHcE DS cucTemM BiA MPOEKTY pecypcomicTxa

BesxowroeHa TinarHa BesxowrToeHa

TTiaTpUmKa TecTyBaGHHA Google Test, Catch2| MSTest, Google
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FONOBHWUW KNAC

Update Render

I I T

on_input() on_update() on_render()

Simulation T T T
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FONOBHE MEHKO

CONWAY'S GAME OF LIFE L ot T e

mads in Godok game engine using Ces and CMake.
Enjout
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TIPOLIEC CMMYNALUIT
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LAXEHHSA TTATEPHIB

X apaKTepucTMKaG
/ TlarepH

TpUBaAnicTh
KMTTA
(nokoniHb)

Oywe cTitikmid,
ane YyTnMBUiA
no 36ypeHb

Xapaktep
CTiUKOCTI

HalcTidkilwmi pYiHYETbCA 3anexuts Bia | CTilAKiLmiA 30
ocumnatop 3JOBHILLHIMUA 3iTKHeHb Glider
36ypeHHamm
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BUCHOBRA

B xoai EuKoHaHHA KBanigikauilHoi poboTk maricTpa 6yno pospobnero 2D komn'roTepHy cumynsuire “Tpa
HutTa" KoHpes, wWo nO3BONSE AOCHIAWTM 3GKOHOMIPHOCTI PO3BMTKY CMUCTEM i3 MPOCTMMM MPABMIIGMM BIGEMOAIT
Ta 6yNo NPOAEMOHCTPOBAHO MPUHUMMM CAMOOPraHi3aUil Y AMCKpeTHOMY cepeaoBui.

Takox 6yno nposeAeHo ornan BIAOMWX NATEPHIB, Ta NpoBeeHO TP eKcnepumeHTM 3 HumW. JocnigkeHHA Lmx
naTepHie MPOAEMOHCTPYBANO X XapakTep Ta MOBEAIHKY B Pi3HMX YMOBAX CWMynauii. Pesynbratu
niaTsepaxyroTh, wo “Tpa XutTa" KoHses € cucTemoro, 30aTHOMO MPOABNATU AK XAOTUMHY, TaK | BROpAAKOBAHY

noBeAiHKY, ane Tpueani, cTabinbHi Ta AMHAMIMHI NpolecH 3a3BMYAA € BUHATKOM. CucTema CXunbHa A0
camoopradisauii Ta nepexoAy Bifl XAOTUYHUX KOHPIrypauiiA Ao cTilikux natepHis. TIpu uUbomy cknaaHi
ROBroTpUBAni CTPYKTYPU abo pywii notpebyroTh cneuianbHo No6yAoBaHMX NOHATKOBMX YMOB | maiike Hikonu He
BUHWKQFOTb BUMAAKOBO.
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