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CraH, MOCATHEHHS Ta TEPCHEKTHBH 1HPOPMALIHHUX CHUCTEM 1 TEXHOJIOTIH /
Marepianmu  XXIII  BceykpaiHcbkoi HayKOBO-TEXHIUHOI KOH(EpeHIll MOJIOIUX
BUEHHUX, acmipaHTiB Ta cryaeHTiB. Opeca, 20-21 kBitas 2023 p. - Opeca,
Bunasuunreo OHTY, 2023 p. — 449 c.

30ipHUK BKJIIOYAa€ MaTepiadd JOMOBiAed y4yacHUKIB KOHGepeHiii, sKi
00'eTHaH1 32 TeMATUYHUMHU HaNpsIMKaMu KOH(epeHIti.
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KOMI'FOTEPHOT'0 MOJICIIIOBAHHS Ta PO3POOKHU KOMIT'FOTEPHUX 1r0p.
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Penakrop 36ipauka Kotk C.B.
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<

Spaceship

Wl Engine condricn

| Connection conaicon |G

Puc. 3 — 3araneuuii user interface

BHCHOBOK: 1100 YHUKHYTH HaWNOMMPEHINMX NOpobiaeM, TMOB’SI3aHUX 3 PO3POOKOIO
MPOrPaMHUX MPOIYKTIB, HEOOX1THO BUKOPHUCTOBYBATH YITKO C(OPMYIHOBaHY CHCTEMY KJIAaciB Ta
CTBOPHUTH IHTYITUBHO 3po3yMinuii User interface.

CIIUCOK BUKOPUCTAHOI JIITEPATYPU
1.Schell J. The Art of Game Design (second edition) / Jesse Schell. — Pittsburgh,
Pennsylvania, USA: Crnegie Mellon University and Schell Games, 2014. - (2).URL:
https://iums.ac.ir/uploads/%5BJesse_Schell%5D The Art_of Game_Design_A book_of I(BookFi

).pdf.

V]IK 004.738.5

KACTOMI3ZABEJBbHUM TETPIC HA OCHOBI PYIIISI HGE
JAHYEHKOB B.O. (danchenkov_ak20@nuwm.edu.ua),
JAHYEHKOB 51.B. (ja.v.danchenkov@nuwm.edu.ua).
HarnionanbHuii yHIBEpCUTET BOJHOTO FOCIIOAAPCTBA Ta IPUPOJLOKOPUCTYBAHHS

2D epa y cmuni Tempic suxonana na pywii Haaf’s Game Engine, wo npayioe 3 mogoio
C++. Ha nouamxositi cmaodii po3podoxku 0y10 cmeopeHo OnmuMaibHy CMpyKmypy HAcli0y8aHHs,
wWo 0onomazae 102IYHO po3NOOLIUmMU 00 €KMU 3a iX NPUSHAYEHHSIM.

Custom (anrn.) — xopucryBaibkuii, ability (amrm.) — 3matHicT, TOOTO CIIOBO
«KacToMi3a0eNbHUI»  XapakTepu3ye CIPOMOXKHICTh TI'PU  HPUCTOCOBYBAaTHChH A0  IMOTped
KOpHCTYBaya B acleKTi JU3aiiHy, HapaMeTpiB MOJs, Ta CKIAAHOCTI.

Jlns BitoOpaXkeHHs IrpoBOro mojsi, (irypu He pPO3MILIYIOTBCS MpsSMO B MaTpHli, a
30epiraroThCsl y BUTIISAAI MacuBY (iryp, OCKUIBKH II€ M030aBiisi€ MporpaMicta 0aratbox mpoodsieM
npu poOOTI 3 MepeMilleHHsAM. BHpoBa/ukKeHHS MeXaHi3My HAaCHilyBaHHS 3HA4YHO CKOPOTHIIO
nyOIIOBaHHS KOAY — 3aCTOCYBaHHSI MEXaHI3MY € HEOOX1THUM, aJKe HAsBHICTh CEMH CTaHJApPTHUX
¢iryp nepenbavae BU3HAUEHHS IMOJIIB Ta METOMAIB HE JIMIIE JJIs KOXHOI 3 BUAiB ¢iryp [1]. Takox,
0e3 HacliAyBaHHS HEMOXJIMBUM Oysio O IeHTpaii3oBaHe 30epeKeHHS PI3HOTUIIHUX (iryp, ajxe
C++ € craruuHO THUMI30BaHOK MOBOIO. J[ns mpeacraBneHHs camoi ¢irypu Oyno ommcano 4
MIPOrpaMHi CTPYKTYpPH, 1110 arperyoTh ogHa oaHy (Puc. 1).

Jlnst mepeBipKH 3iTKHEHb BUKOPUCTOBYETHCS CUCTEMY IpeB’10-uekiHra. Bona e kpaioro 3a
3BUYATHY TEPEBIPKY 3a 1Tepallicro, aJke BOHA MOXKE BUKOPUCTOBYBATHCS III€ ¥ MPU 00epTaTbHUX
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pyxax. B Takuii cnoci6 nocsaraeTscsi yHiBepCalbHICTh KOHLEMIIH sl BCIX HIECTH MOXJIMBUX PYXIB
¢birypu. Jlns mepeBipku 3ITKHEHb 13 KpasMH TIOJII 3aCTOCOBYETHCS HE METOJ BIJJIOBIIOBaHHS
MEPEeTHHY 13 MpPEeB’I0, a OKpeMa yMOBa, IO MEpeBipsie KOXKEH 3 OJIOKIB MOTO4YHOI ¢irypu. Y rpi
TaKOX MPHUCYTHS MexaHika KuAaHHs (Irypu, Ta peaii3oBaHO il IO HE3BUYHO: Yy LUKII, IS
KOXKHOT 13 3aliMaHMX TMO3MIIH TMOTOYHOI (irypu, BUMIPIOETHCS HalMeHIIa pi3HUL, 31
BCTAHOBJICHUMU OJIOKAMHU Y CTOBITYHKY.

B3aemonist i3 rpadikoro y rpi mpairoe Ha ocHOBI nmartepHy Instance. B iepapxii cyrHocTei
MPUCYTHIN OKpeMHil Kjac, 10 MICTUTh JHIIE OAUH MeToA. Lleli MeTon BUKOPHCTOBYETHCS IS
OTpUMaHHS TpadiuHOrO EIEeMEHTY, 13 BKa3aHUMH B IMapaMeTpax HaJallTyBaHb, aJ)Ke TaKUi Mpoliec,
pu po6ori 13 pymriem HGE, 3aiimae HanTo 6araTo psakiB, Ta € HAAMIPHO KOMIUIEKCHUM. [2]

3 ToukM 30py peaiizaiii, LIKaBUM € 1 BUPIBHIOBaHHS irpOBOTO Moyii. Y KOHCTPYKTOpI
HaJalITyBaHb BCTAHOBJIIOETHCS BUCOTA Ta MIMPUHA BiKHA — 1X 3a3Ha4eHO KoHCcTaHTaMu. [llupuna Ta
BHCOTA MOJIS B OJIOKaX BU3HAYAETHCS Y MOJISIX IrPOBOTO «CTakaHy». Tomy, Ko po3mipu OJ0KiB (y
MIKCENSIX) € PIBHUMH — HE CTaHE MPOOJIEMOIO 1 MOIIYK ONTHMAJIbHOTO 3HAYCHHS BUPIBHIOBAHHS;
JUIE BUPIBHIOBAHHS 110 IIMPHHI, 3HAYEHHS HIYKA€MO 3a CIIIBBIIHOLICHHSAM: «IIMPHHA BIKHA Y
MIKCEISIX»/ «p0o3Mip OJI0KY B IMKCEIAX»-«KUTbKICTh OJIOKIB, 3aHATHX TOJIEM IO mupuHi» (Puc. 2).

BaxxnuBoro Juist TpY y IIbOMY CTHJII € 1 MEXaHiKa OYUCTKU PSJIKA, TIPU HOro 3alOBHEHHI.
[lepeBipka psaIKiB Ha 3alIOBHEHICTh BUKOHYETHCS 3HU3Y BBEPX. SIKIIO BUKOHYETHCS YMOBA PIBHOCTI
MK KUIBKICTIO OJIOKIB psifiKa, Ta IIMPUHOIO IMOJISL — PSIOK OYHIIYETHCS, a BEPXHI IO I[BOTO PSIJIKa
OJIOKM MPOXOMATH JHOHU3Y 3a iTepalliero. BcranoBienHs (irypu Bi0OyBaeTbcs OylieBUM 3HAYCHHSIM
ISl KOYKHOTO OJIoKa — OmnepyBaHHs 1X 3HaYCHHsAMH nepenbauene s TetrominoBase. CtBopeHHs
¢biryp 3a 3a1aHOIO0 MMO3ULIEI0 BIIOYBAETHCS 3a MPUXOBAHUM HajalTyBaHHAM (aiiny. [lepeBipka Ha
noTpedy y CTBOPEHHI OrJisiiae, 9u yci 00’ €KTH Oyl MpHU3EMIICHI; SKIO TaK — y BUXIIHIN MMO3HUIIIT
CTBOPIOETHCS HOBa (irypa. [3]

+ rotations: int

+ squares: SquareBatch

+ center: Position*

+ figureType: TetrominaTypes

meSquare + TetrominoBase {): void
+ rotate_clockwise (): void

+ graphics: hgeQuad + rotate_counterclockwise (): void
— + pos: Position +move up (): void
osition + landed: bool + move down (int step): void

+ move left (): void

+ N y
+ ; ::: + GameSquare (): void +move_right 0: void
+ get clockwise i (Position center): int + place (): void
+ get_clockwise_j (Position center): int - +lis_landed (): baol R
+ Position(): void + get_counterclockwise_i (Position center): int SquareBatch + intersects {TetrominoBase*tetromino): bool
+ Position(int i, int j): void + get_counterclockwise | (Position center): int + intersects_any (vector<TetrominoBase*>): hool
+ intersects{Position pos): boal + rotate_clockwise {Position center): void + squares: vector<GameSquares> +ir any (vector: iare>): bool
+ above(): Position + rotate_counterclockwise (Position center): void +is_above (TetrominoBase*tetromino): bool
+ under(): Position + move_up (): void +is_above (vector<GameSquare>crowd): bool
+ leftside(): Position +move down (int step): void +is under (TetrominoBase*tetromino): bool
+ rightside(): Position + move left (): void +is_under (vector<GameSquare>crowd): bool
+is above(): bool +move right (): void + !s_leftsl_de (TetrominoBase*tetromino): bool
+is_under(): hool +land () : void +is_leftside (vectorcGameSquare>crowd): bool
+is_leftside(): boal + intersects (GameSquare square): bool + !5 rightside (TetrominoBase*tetromino): bool
+is_rightside(): boal + intersects_any (vector<GameSquare> crowd): bool +is_rightside (vector<GameSquare>crowd): hool
+ operator-(): Position + is_above (GameSquare square): bool + urev!ew down (int step): vector<GameSquare>
+is_under (GameSquare square): bool + preview_up (): vector<GameSquare>
+is leftside (GameSquare square): bool + preview_left (). vector<GameSquare>
+is_rightside (GameSquare square): bool + preview right (): vector<GameSquare>
+ preview_clockwise (Position* center):
vectorcGameSquare>
+ preview counterclockwise (Position* center):
vector<GameSquare>

+ clear_row (int iVal): int

+ count row squares (intival): int

+ fall_above row (int iVal): void

+ takes_position (Position pos): bool
+max i(intj):int

+ <<abstract>> detect_center (): void

Puc. 1. CtpykTypa KOMITO3UILIi1
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Puc. 2. Irposuii mpouec

BucHoBok. KiHumeBuii TpOEKT € MPOTrpaMHUM MPOAYKTOM, HIO MAa€ BEIHMKY KUIBKICTh
3MIHHHX TIapaMeTpiB, Ta MOXKeE JIETKO IPUCTOCOBYBATHUCS 10 OakaHb KOpHCTyBada. Yepe3 00’ €KTHO
OpIEHTOBaHMK MiJXiJ, Ta KOMIIJIHOBAHICTh KOJIy WOTO MIATPHUMKA Ta OHOBJICHHS HEWMOBIPHO
crpoInyoThes. OTISHYTH IPOEKT MOXKHA B 0diliiiHOMY perno3uTopii [4].

CIIMCOK TH®OPMALIIMHUAX TKEPE
1. Tetromino | Tetris Wiki | Fandom // [Enektponnmii pecypc]. Pexum moctymy:

https://tetris.fandom.com/wiki/Tetromino
2. Haaf's Game Engine - Hardware accelerated 2D games engine // [Enekrponnuii pecypc]. Pexum

JOCTyIY: Hardware accelerated 2D games engine (kvakvs.github.io)
https://kvakvs.github.io/hge/doc/index.html
3. HGE | ModDB Wiki /l [EnexTpoHHwMIA pecypc]. Pexum JIOCTYITY:

https://moddb.fandom.com/wiki/HGE
4. HappyUnknown/TetrisHGE-2008: Ported IOne testing project // [Enexkrponnmuii pecypc]. Pexxum
nocrymy: https://github.com/HappyUnknown/TetrisHGE-2008

YIIK 004.94

PO3POBKA IHTEJEKTYAJIbHOI T'PU-BIKTOPUHU
3A 1OIIOMOI'OKO UNITY 3D
JTEPKAY T.M., BITEP B.B. (vukladach.tnd@gmail.com)
Hamionansuuii yaiBepcutet «llonTaBcbka nomitexuika imeHi FOpis Konapatiokay

Memorw 0Oanoi po3pobku € cmeopenHs MOOLILHOI IHMeNeKmMyaibHoi 2pu-6ikKmopuHu Ous
Android kopucmysauie 3a odonomoecoro naamgpopmu Unity 3D. Poszensmymo eumocu 6i0 sKux
3aeAHCUMsb CMEOPeHHs YCNIUHOT MOOINbHOL epu.

Ha manmit vac BimOyBaeThCs CTPIMKE 3pOCTAaHHSA TOMYJSIPHOCTI cMmaptdoniB. Ywucio
KOPUCTYBa4iB MOOUTBHUX MPUCTPOIB, a TAKOK KUIBKICTh 3aBaHTA)KEHb MOOUIBHUX JJOJATKIB 3pOCTA€E
3 KOXHUM JHeM. lle 3yMOBIE€HO BHCOKOI (PYHKIIOHANBHICTIO, MIBUIKICTIO Ta 3PY4YHICTIO
«KHIIIEHBKOBOI» TEXHIKM, OCKUIbKU 3a JOMOMOTrO Hei MOXKHA 3HAWTH MOTpiOHY iHQopMaIliio,
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