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Aedopmanmst o6beKTOB?
Aerko!

Kak no-Bawemy ynobHee Bcero MoaennpoBaTh raaBHble crubawiymecs obbekTol? [eHepauver no KpusBbiM? A
BoT u HeT! [llpeactaBum cebe TaKyl CUTyauuio: Bbl CMOAENPOBAIN KaKoW-HUbyab rubkuvi o6bekT, Harpumep,
TPybKy, 3melo nan ctebesnb pacteHus. VI Tenepb HeobxoanmMo AechopMUpPOBaThb €ro: COrHyTb, CKPYTUTb, pas3ayThb U
T.M. OT KpuBbIX TYT TOJIKY MasioBaTo. CKe/IeT CO34aBaTb TOXKE HE OYEHb-TO XO4YETCS — Aa U CMbIC/1a B 3TOM HET, €C/u
Bbl He genaete aHuMauu. O4HaKo eCTb BECbMa MPOCTOU BbiXO4: NCMOJIb30BaHUe MoangpukaTtopa MeshDeform.

Ceil MHCTPYMEHT B LIe/IOM HanoMuHaeT «MmoauncukaTop»
n3 nporpammbl Anim8tor (KOTopblii, KCTaTh, OblsT MOUM MEPBbLIM
TpeXMepHbIM pegaktopoM). CyTb €ro TakoBa: Mbl CO34aem
[OOMOMHUTENbHbLIA Mew B BUAE MHOTOYPOBHEBOW KOPOOGKM,
oKkpyxawwlein mogens. O6bekT O6yaeT «npuBA3aH» K 3TON
KOpoGKe TakuM 06pa3oM, 4YTO, U3MEHSS MNOSIOKEHME BePLUUH
KOpPOGK/M, Mbl COOTBETCTBEHHO TpaHCOpPMUPYEM U  Hally
Mogaesb.

PaccmoTtpum pgeiictBue MeshDeform Ha npumepe
npocTtoro uuamHapa (puc. 1). CHayana mbl JO/MKHbI 06beANHNUTL
BCE BepLUMHbI MOAENN B Tpynny. B pexvmMe pefaktupoBaHusa Ha
Bknagke Link and Materials psgom co cnuckom Vertex Groups
HaxmuTe New. MoxeTe BBeCTU rpynrne HOBOE MMS, Harnpumep,
DeformGroup. Tenepb Haxmute A, a 3aTem — KHOMKy Assign.

Tenepb  BbIAgUTE K3  pexuma  peJakTUpoBaHus,
pasmectute 3D-Kypcop Mo UeTpy uuamHgpa u gobaBbTe Kyo
(<npoben> - Add - Mesh - Cube). SkcTpyanpyiite ero, noka
OH He CTaHeT MHOrOypoBHEBbIM, Kak Ha puc. 2. MNonyumsLuasncs
Kopobka o06si3aTesibHO [O/DKHA MOSIHOCTBK 3aknyarb B cebe

LunnHAap.



Mpn 3TOM yAOGHO MEPEKTHUNTBLCS HA KapKacCHbIA PEXUM
oTobpaxeHusi. Takke BBeAMTE KOPOOKe Kakoe-Hubyab ums,
Hanpumep, DeformCube.

Tenepb BepHEMCS K LWVHAPY. BbigenvTe ero u, Haxogsach
B 06BLEKTHOM pexunme, Ha Bknagke Modifiers HaxxmmTe Add Modifier
n Bblbepute MeshDeform. B rpade Ob BBegute vMa KOpPOOGKM
(DeformCube), a B rpape VGroup — wumMA rpynnbl BepLUUH
(DeformGroup). Haxmute kHonky Bind. MNpouecc npuBs3kn MoXxeT
3aHATb HECKO/IbKO CeKYHZ, (B 3aBUCMMOCTUN OT C/IOXHOCTU MOAENN U
AethopMalMoHHOro MeLwa).

Tenepb geno 3a Bamu. Bbigenute kopobky, nepeignTe B
PEXUM pefakTMpoBaHWs W MNepeMellaiTe BepPLUMHbI KOPOOKM,
Habnwgaa 3a Tem, Kak «pearvpyeTr» Ha 370 UuavHap. MoxHo
MPOCTO COrHyTb ero (puc. 3), a MOXHO cAenaTb BOPOHKY, YBENUYNB
MacwTab HeobxoaMMbIX uYacTen kyba (puc. 4). Ecnm  Bbl
nepemecTTe KOPOOKy LLe/IMKOM, UMANHAP TOXe nepeMectutcd. To
X€ camMmoe — B OTHOLUEHWUM NOBOPOTA M MacLUTabupoBaHus.

Tenepb BCTaeT BOMPOC: Kak OTPEHAEPUTb MOLESNb, He
yoanasa  nedopmaunoHHY0  KOpobky? Haao cpaenatb KOpooky
«HEeBUAMMOL». YToObl OHa He 3acnoHana Ham LWAMHAP, MOXHO
HasHauMTb €Il KapkKacHbli pPexMM WHAMBUMAYaSIbHO: OOGBLEKTHBIN
pexum - Bknagka Draw — Drawtype — Wire. A uTobbl KOpO6Ka
He oTobpaxanacb Npu peHAEepVHre, CO34aeM el HOBbI MaTepuasl
N AeNaem criegyroLLee:

1. Ha Bknagke Material ymeHbLlaem 3HayeHne A 0 HyNs;

2. Ha Bknagke Links and Pipeline Bkntouaem Ztransp u
oTkIoYaem Traceabl n Shadbuf;

3. Ha Bknagke Shaders ymeHbllaeM 3HaveHue Spec [0
Hyns v oTktoyaem Shadows.

BoT Takoit HexuTpbllii meTod. C ero nomoLLbo Bbl 6e3 Tpyaa
cmoxeTe aechopmMmpoBaTh 1060 0O BHEKT.



PeHpepuHr cTekna B Blender ynpowaetr nogaepxkka Mpo3pavyHoOCTU U
OTPaXXEHUA NPV MOMOLLUM TPacCUPOBKW Jyyeld. Hwke npuBefeH NpOCToi npumep
3eneHoro crekna. CerogHsa Mbl pPacCMOTPUM HECKOSIbKO MPOCTbIX, HO 3DPeKTHbIX

npmnemos, AONOJ/THAKLLNX 3Ty TEXHO/0IMIO.

MyTHoe cTekno. [laHHblli  MeTopq
HanomMHMaeT NOALMNOBEPXHOCTHOE paccenBaHne
(Sub-Surface Scattering, SSS) U BO MHOrmx
CUTyaumusix  MNo3BOASET  [OCTWYb  MOXOXEro
pe3synbTara npw ropasgo MEHbLLNX
pecypcosaTtparax. Jlyun cBeTa, Npoxo4sa CKBO3b
NMOBEPXHOCTb 06BbEKTA, paccemBaroTcs. B Hallem
c/lyyae, BMECTO MOJIHOW MpPO3pavyHOCTW, Mbl
nosyyaem 3dppekT pasmbITVS, KOTOPbIA MOXHO
HabnwgaTte B MyTHOM CTeEK/e, NPOMAac/IEHHO
6ymare u apyrux nogobHbix marepuanax. Ans
yrpaB/IeHUsI CTEMEHbIO Pa3MbITUSI MPO3PaYHOCT
ucnonb3yetca napametp Gloss (3HayeHue O
COOTBETCTBYET MaKCUMa/IbHOMY pa3mbITuo, 1 —
OTCYTCTBUIO pasmbITHS). AHaNOrnyHbIi
napameTp ecTb 1 41 OTPAXKEHUS.

PeHAEPUVHI CTEKAQ



PenbechHoe cTeKkno. Bbl xe He cobupaeTecb MoAeNMpoBaTb 3TOT penbedd BPyuHYH M3 MOSIMFOHOB, Korga ecTb normal mapping?
JocTaToyHO TOMbKO A06aBUTL HYXXHYH TEKCTYpY, a 3aTeM B HacTpolikax Map To BKIOUATb KHOMKY Nor 1 yBennunTb napameTp Nor Ao Hy>HOro
3HauyeHus. Humke npuBegeH npuMmep penbedHOro cTekia ¢ TEKCTYPOWA stucci.

Mpo3payHas TeHb. Ha Bcex
NPUBEAEHHBIX Bbile N306PaKEeHUsX
BMOHa nNpo3payHas 3esieHoBaTas
TEHb OT CTEKNSAHHOW cchepbl. A no
YMO/ITYaHNIO TeHb He 3aBUCUT OT
ugeta o06bekTa. YTO06GLI pOpyrne
npeameTbl MOMM NPUHUMATb TEHU
OT NPO3payHbIX 06BEKTOB, BKIHUUTE
kHonky  TraShad Ha  BkIajke
Shaders.



Blender 2.5
PYyKOBOACTBO MO BbIXXNBAHUIO

3a rofpl CylLlecTBOBaHMA MO CBOOOAHON NULEH3MEN, NakeT TPEXMEPHOro
moZenupoBaHusa Blender npuobpen cToikyto penyTauuio KpanHe CI0XHOW B
OCBOEHUM Mporpammbl. VHTepdbeinic Blender — sBneHve oOpuUrMHasibHOE 1
CcaM0oObITHOE, U MHEHUSI O HEM BecbMa pacxoxu. OAHM CUUTAIOT €ro MPOCTbIM U
NOTVYHBbIM, ApyrMe — MOCTUratoT C OrPOMHbIM TPYAOM, TPEeTbU U BOBCE GOATCH.
OCO06EHHO Xe ero «He NbAT» npoeccrnoHasbl B 06/1acTh rpaumkn n aHuMaumm,
NPUKUMEBLLUME K CBOVM MPUBbIYHLIM MWHCTPyMEHTaM. B CBA3KM C 3TUM HeT U
OOHO3HAYHOW OUEHKW, noaxoaut v Blender Ana MNpUMEHEHMS B KPYMHbIX
KOMMEpPYECKMX NPOEKTax — MNOMNPOCTY HEKOMY OLEHUBATb. DTO, KOHEYHO, HE 3HAYWT,
4yTo Blender ncnonb3yeTca UCKIYUTENBHO B /II0OUTENLCKOW cpefe. OgHako Takol
MWD CyLLECTBYET, 1, B ONpenesieHHOM CMbIc/e, He gaeT Blender ctatb ctaHgapTom
B NCKXO0JIOTMYECKOM CMbIC/IE — B TO BPEMS Kak TEXHUYECKM Er0 YXKe [aBHO CTaBAT B
OoAvH pag c Maya, 3DS Max u np.

Ho Bce e ocTaeTcsa Bonpoc uHtepdoeiica. Ecnu, k npumepy, Gimp ceivac
[OBO/IbHO MOMNYASIPEH, TO TOJ/IbKO MOTOMY YTO Ha HEro CPaBHUTENILHO JIETKO
nepentn ¢ Photoshop nnn gpyroii aHasnornyHoli nporpammbl. Blender xe,
HanpoTvB, TpebyeT [O0BOMIbLHO A/IMTENbHOrO npouecca 0b6yyvyeHus U
npvBbikaHus. OpHako 3T0 cebs onpaBgbiBaeT: /060K  ONbITHbIN
nosib3oBaresib Blender ckaxeT BamM, UTO HET UHTepdoeica yaobHee. Bce 6bl
XOPOLLO, HO pa3paboTynkyu BPpEMS OT BPEMEHM MOL/IMBAIOT Macsa B OrOHb,
BblNycKas o4yepenHyto BEPCUIO C OYepeHbIMU U3MEHEHUAMN. 3MeHeHus,
Ka3asiocb Obl, HE3HAYUTE/IbHbl — HO MOPOV NMPUBOAAT K 3aTPYAHUTE/bHbIM
cuTyaumsiM, CTaBs B TynvK MOJSIb30BaTesNs, MPUBLIKLIErO K ONpeaesieHHoM
KOHUrypaumm v pacrosiOKEHUI0O TEX WM WHbIX KHOMOK B Mpeablayliei
Bepcun nporpamMmbl. K Bbixogy Bepcum 2.49 HarpomMoxpeHue 3Tux
«HE3HAYUTE/IbHbIX» W3MEHEHWIA AOCTUII0 anores — M Ham NPenogHoCcAT
oYepesHy PEBOIIOLMIO. ..




Bemky 2.5 A Hadasi omcsiexxusamb yxe C
BbIXOOOM Hy/iesoll a/ibghbl. 3anycmus ee B nepsbil
pas u o rnpusbiyke Haxas npobes, s cpasy MoHS,
umo npudemcs  nepey4dusamscsi. Ha  momeHm
HarucaHusi amux CmpokK y MeHs1 1Mod pykol smopas
azbha — U, rnosepbme, gozspawamscsi K 2.49 MHe
y)xe He xouyemcs. Xomume owymumbs abcosiromHbil
KOHMPO/Ib HA KOHYUKax nasabyes? 3abyobme B8ce, Ymo
Bbl 3Ha/1U 0 Blender. CmaHbme yacmbo pesosiroyuu.

MepBoe, 4TOo GpocaeTcs B [1a3a — HOBas,
ypesBblyaHO KpacuBas M CTWibHaa  Tema
odhopmneHns. 3Haukn (Mexay npo4vvMm, B cTune tango)
N 3N1EMEHTbI MHTEpdielica NPOCTO paaytoT rias. JIMYHo
S B 9TOM OTHOLUEHMM HEMPUXOT/IMB, HO KTO e He
nobut pabotaTtb B ICTETUYECKM MpUBIIEKATE/IbHOM
OKPYXXEHNN?

Mpn 3anycke Blender BbIBOAUT MeEHK, B
KOTOPOM MOXHO OTKPbITb OAWH W3 NpPeablayLnX
MPOEKTOB, BOCCTAHOBUTb MOC/IEAHIOID CECCUI0 WU
nounMTatb pPYKOBOACTBA WM OTNPaBUTLCA Ha CcainTt
nporpammbi.

Ha ckpuHwoTe nokasaH uHTepdpeiic Blender B
«3aBOACKOM»  KOHburypaumm. Y Bac OH MOXeT
HECKOJIbKO OT/INYaTbCH, B 3aBUCUMOCTW OT BEPCUUN U
paspeLueHns akpaHa. PefakTop CBOICTB Tenepb UMeeT
BEPTUKA/IbHYIO OPMEHTaUMIO U  pacnosaraetcsa no
YMO/IYaHWi0 B MpaBoOil 4YacTu okHa. Ecam  KHonkm
NepektoYEHNs CEKLMIA HE NOMELLAOTCA Ha aKpaHe (Kak
B MOEM cJlyyae), MX MOXHO MPOKPy4MBaTb KOJIECUKOM
MbIlK. KcTaTu, K MOei BeNukoW pagoctv, CTOMb
NoBbMMble BCEMM BKIAAKM, HA KOTOPbIX pacnonararoTcs
KHOMK/M CBOWCTB, HWKyAa He ucyesnu, a npocTo
BUA0V3MEHUSINCD.

Ha Mol B3risg, Havwbonee 3HauuTesibHble W3MEHEHWs KOCHY/ncb o061actu
npocmoTpa cueHbl (3D-okHa). MosBWMAOCH [ABE HOBMHKW. BO-MepBbIX, Tak HasbiBaemas
nosnka c uHctpymentamm (Tool Shelf) B neBoli yacTu okHa. Bce onepaumn Hag BeEpLUMHAMM
N MOSIMrOHaMn Tenepb CrpynnupoBaHbl MMEHHO 3Aecb. Ciofa e MOXHO A06aBnATb U
HOBblE HY)XXHble BaM UHCTPYMeHTbI. Tool Shelf MoXHO NpsATaTh 1 NokasbiBaTb kKNasuLien T.
Bo-BTOpbIX, Ypes3BblyaiHO ygobHas naHesb CBOWCTB B mpaBoi yactu (kiasuwa N), B
KOTOPOV MOXHO yKa3aTb TOYHbIE 3HAYEHMS pPas3/IMYHbIX aTprbyToB BbIGPAHHOTO 06bLEKTA:
KOOpAuHaTbl, Yros nosopota (MOXHO 3ajaBaTb B yriax Jdisiepa Wi KBaTepHUOHaXx),
mMacwTab n T.4. CoAepXVMOe MaHesM CBOMCTB MOXET MEeHATbCA B 3aBUCUMOCTU OT
TekyLlero pexuma. Mosiky MHCTPYMEHTOB U NaHesib CBOMCTB Takke MOXHO BbI3blBaTb Mpu
MOMOLLY MaJsIeHbKMX MJTIOCUKOB B JIEBOM 1 NPABOM BEPXHUX Yr1ax COOTBETCTBEHHO.




Ha naHesm WHCTPYMEHTOB TPEXMEPHOro OKHa, Hapsady C
MEHIO PEXMMOB, MHCTPYMEHTaMu TpaHcopMauum 1 naauTpol
C/I0EB, HAKOHEL-TO MOABUINCL KHOMKU MNEPEKIOYEHNS pexnMa
BblgeneHus (BeplumHa, pebpo, nosmroH). CogepxmmMoe BCeX MEHI0
B LLe/I0M OCT&/10Cb HEU3MEHHbIM.

OpHako BCTaeT BOMPOC: Kak co3jaTb HOBOE OKHO?
HunkKakoro KOHTEKCTHOrO MEHIO MPW HaXkaTuW MpaBON KHOMKOM Ha
rpaHuLe ABYX OKOH He nosBnseTca. MeHsa noHavasy 310 NMocTasuio
B Tynuk. Ha camom fene Bce MpPOCTO: B NMPaBOM BEPXHEM YI/y
KaKZOr0 OKHa €ecTb Mosiocathbiii  TpeyrosibHu4yek. JocTtaTouyHo
OTTAHYTb €ro BOBHYTPb, 1 MOABUTCHA HOBOE OKHO. COOTBETCTBEHHO,
€CNN  OTTAHYTb TPEYro/IbHUK HapyXy, MOXHO YHUYTOXUTb U
«MOr/I0TUTb» OOHO U3 COCEeAHUX OKOH (3Ta onepauust BO3MOXHAa
TONIlLKO B TOM C/lyyae, ecnM o6a CoCefHMX OKHa WMeT
O[IMHAKOBYIO LUMPUHY WAW BbICOTY — B 3aBUCUMOCTM OT TOrO, Ha
KaKoVi rpaHu1LLe OKHa NPOUCXOANT «MOT/IOLEHME).

Kctatn, BOT ele ofHa Mosie3Had onuus, Kotopas B
OO0/bLLMHCTBE C/lyYyaeB M36aBsieT OT HEOOXOAUMOCTM CO3[aBaTb
Heckonbko 3D-0koH: Toggle Quad View B MeHwo View (uiu
Ctrl+Alt+Q). OHa pa3ouBaeTr 3D-OKHO Ha YeTblpe Yactu AN
KaXxgol npoekuun (nepcrnekTMBHas M TpU OPTOroHaslbHbIX: Top,
Front n Right). MNMpaBga, Takoi cnocob6 WMMeeT OnpeAesieHHbIe
HegocTaTkn. Hanpuvep, Henb3s MHAWBUAYAIbHO HACTPOUTDL PEXUM
OTOOPaXEeHUs AN KaXAO0ro BuAa, PaBHO Kak WM WU3MEHUTb WX
nponopumn. Bo3mMoXHo, B 6yayliem pa3padboTumku yaesnatr 3ToMy
BHUMaHue.

VHorga ObiBaeT Tak, 4to Blender ¢ camoro Havana
paboTaeT C/AMLIKOM MeAJ/IeEHHO. B aTOM criyvae nonpobyiTe 3antn B
HacTpoikn (User Prefences) m B cekumm System nepekIyunTb
onuunio Window Draw Method ¢ Full Ha Overlap nnan Overlap Flip.

Mo npaBge rosopsi, koHurypaums GUI u pacnosioxeHue
BCEBO3MOXHbIX KHOMOK HEe MMeeT 0CO00ro 3HayeHws, ecsim Bbl
3HaeTe KknaBmaTypHble KombuHauuu Blender. B 60nblUMHCTBE
CBOEM OHM OCTa/INChb TakNMU Xe, Kak 1 B NpeablayLnx Bepcusx, HO
HEKOTOpble KMaBWULLM BCE X€ W3MEHUIN CBOK yHKumo. [A71A
Hauyana A nNepeynucno  TOMbKO camble, Ha MO  B3Misg,
pacnpocTpaHeHHble. bonee NosHbI CANCOK MOXHO NIErKO HaWTu B
VHTepHeTe.

lMpoGen. Tenepb OH BbI3bIBAET HE MEHI A0GaBEHUs
NPUMUTUBA, @ CTPOKY NOMCKa, B KOTOPO/ MOXHO BBECTV Ha3BaHue
MHCTPYMEHTA WA KOMaHAbl, KOTOPYIO Bbl HE MOXETE HaliTu cpeau
kHOMoK. Blender nonpobyeT yragaTtb, YTO UMEHHO Bbl ULLETE U
NPeasIoKUT BapuaHThbI.

B. B pexume pefakTMpoBaHUsi OHa, Kak U npexae,
BK/IOYAET PEeXVM BblAE/EeHUs] MPSIMOYTO/IbHUKOM, HO BTOPWUYHOE
HakaTne yXXe He MPUBOAUT K NEepPeKToUEHNI0 B PEXMM BblAe/IeHUS
OKPY>KHOCTbH0. OKPYXHOCTb BK/toYaeTcs knasuiueli C.

G. B pexume pefakTMpoBaHMs MNO3BOMSET CBOGOAHO
NepemMecTTb BblOpaHHble BepLUNHbI (WM  OpYrue S/IEMEHTHI).
BpawieHve npoussBogntca knasuwein R, macwTtabupoBaHne —
knaBuwel S. K coxaneHuto, B Blender 2.5 HeT (MM noka HeT)
MPVBBLIYHOTO MHTEPMNPETATOPA XECTOB MbILLbLIO, KOTOPbIV NO3BOMSET
nepemMeLLaTb BEPLUUHbI, HAPUCOBaB MPSAMYIO IMHUIO, U Bpalatb WX,
HapucoBaB 3/1/1MC.

Xogat cnyxu, 4to B 6yaywem B Blender nosiButcs
BO3MOXHOCTb BblGVpaTb NPOdM/IN ropsaumnx K1aBuLLl — kak B 2.5 nnu
2.4x. lNoxunBem — yBuaNM.




OTAEeNbHOro  YyNOMWHAaHWS  3ac/ly)XMBAET HOBbIA  yA06GHeWLWni
hainnoBblii  6pay3ep. Ewe 6bl — Bedb HaKOHEL-TO MOSIBUIUCH
NMOJIHOLIEHHbIE MUWHMATIOPbl rpadinyeckux dannoB (paHee [AOOCTYMHble
TONILKO B cheuuanbHOM 6paysepe u3obpaxeHuin). Ectb dwmnbTp,
NO3BONSAIOLLMIA BbIBOAUTL TOMBLKO (haisibl onpefenieHHoro Tuna, 3aknagku,
CMNCOK YacTo MOCELaeMbIX AUPEKTOPWUIA, CMUCOK CUCTEMHbIX [AUCKOB,
pa3nunyHble  pexuMMbl  NpocMoTpa  (CAMCOK, MOAPOOGHBIA  CMMCOK,
MUHMaTopbl). MOXHO OTKNHOUYMTL MOKa3 CKPbITbIX ddaiisioB, OTCOPTUPOBAaTb
chaiinbl N0 UMeHu, Tuny, pasMepy 1 gare naMmeHeHus. Mpu 3arpyske blend-
haiina MOXHO He 3arpyxatb KoHdurypaumo mHTepdeinca n OTKIHYUTb
aBTO3aMycK CKpUMNTOB. [MpU COXpaHEeHWM N3006paKEHUS MOXHO BblOpaTb
chopmat — paHblie 3TO Aenasniocb UCKIUYUTENbHO B NpeaABapuTesbHbIX
HaCTpoiiKax akcnopTa.

lMpodos/mkeHue ciedyem...

clocktower89@mail.ru

Gecko

Bbl paspa6atbiBaeTe MNEePCNEKTUBHbIA NPOEKT?
OTKPbI/IN UHTEPECHbIi caiT? XOTUTe «PacKpyTUTb» CBOIO
KomaHgy unu ctyguio? Mel Bam nomoxem!

CneynpepgioxeHue!

«FPS» npepnaraet yH/WKaslbHYH0 BO3MOXHOCTb: COBEPLUEHHO
BECI/IATHO pa3mectTuTb Ha CTpaHuuax XypHasna peknamy Batuero
npoektal!!l Mpu aTom oT Bac TpebyeTcs MUHUMYM:

- CooTBeTcTBME peK/laMMpyeMoro ob6uei TemaTuke
KypHana. 3T0 MOXeT ObITb urpa, nporpammHoe obecneyeHue A/
pa3paboTumkoB, Kakoih-nnbo ABMKOK w/mnm SDK, a Takke 6ol
OPYyrol pecypc B pamkKax WrpocTpos (Bkawyas calitbl MO
nporpaMMumpoBaHunio, rpadmke, 3Byky 1 T.4.). 3adBK1, He OTBevatLlve
3TOMY TPe60BaHuIo, paccmarprBaTbCs He by ayT.

- FoTOBbIA GaHHEP WM peKnamHblii NucT. Ana 6aHHepoB
npuemnemoe paspeweHve: 800x200 (cbopmat JPG, cxatve 100%).
Ona peknamHbix svctoB: 1000x700 (cpopmat JPG, cxatne 90%).
CogepxaHne — MpPOM3BO/IbHOE, HO HEe BbIXOAsLlee 3a paMku
OOLLENPUHATOTO M COOTBETCTBYIOLLEE TpaMMaTUYyeckKum HOpMaMm.
CoBeT: K CO34aHV0 PEKNAaMHOro J/iMcTa PeKoMeHAyemM OTHECTUChb
OTBETCTBEHHO. Ecnium He MoxeTe camy KayeCTBEHHO OOpMUTb
peknamy, HanguTe MNoAxXoAswero XyaoxHuka. !! «lonbiit» TekcT 6e3
rpadovkn 1 ohopMIIEHNS HE NPUHUMAETCS.

- Kpatkoe onucaHue Ballero npoekta u — o06s13aTe/IbHO —
CCblI/ZIKA Ha COOTBeTCTBYIOWMIA calT (peknamy 6e3 CCbIIKM He
nyo6avkyem).

- 3anBku co BK/IIOYEHHbIMU AOMNO/THATE IbHBbIMY
Marepuasiamu Asis KypHana (ctatbu, 0630pbl M T.4.) HE TOJMbKO
NPUBETCTBYHOTCS, HO Jaxe 60/1ee NpYopPUTETHbI.

3afBKM Ha peknaMy NPUHUMAlOTCS Ha MOYTOBbLIV LMK
pepakunm: clocktower89@mail.ru (tema: «CoTpyaHN4ecTBo ¢ FPS», a
He NpocTo «Peknama», Tak kak ee MOXeT 0TCesATb cnam-chunbTp).

MpuKpenieHHble Matepranbl (PEKNaMHbIA NNCT, MHhopMmaLms,
cTaTtby ¥ Np.) MOryT ObITb KaK NPUKPEN/IEHbI K NMCbMY, TaK U 3arpy>XeHbl
Ha Kakol-nMbo HafexHblli cepBep uau gaiioxpaHunuuie (Ho He
RapidShare wiu DepositFiles!). Bce marepuanbl xesaTenbHO
apxuupoBatb B popmarte ZIP, RAR wiu 7Z.
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HaunHoewm pabotatb ¢ GMOgre

3mo mema 0080/1bHO 0B6WUPHAasI, MO3MOMY oka paccMompum 6a3ossie kinaccbl GMOgre u Hayyumcsi ¢ HUMU pabomame.
A58 Havyana mMbl pacCcMompum BCe20 mpu Knacca. dmo SceneManager (MeHedxep cyeHbl), Entity (O6bekm CyeHbl) u
SceneNode (¥Y3en1 cyeHbl). Omu mpu Knacca SB/ISIIOMCs OCHOBHbIMU “cmpoumesiasMmu” uegposoli cyeHbl 8 GMOgre.
Moamomy rnepso-Harnepso Mbl 00/DKHbLI Hay4Yumcsi pabomams ¢ HUMU.

SceneManager

Kak NoHSATHO M3 nepeBofa — 3TO MEHEeAXXepP CLEHbI.
A KTO Takoli MeHemkep? [paBWbHO, YNPaB/SOLLMWIA.
CoOTBETCTBEHHO  SceneManager  ynpaBnsieT  BceMu
co3fjaHHbIMU 06bekTaMn. B GMOgre MeHemxepbl CLEHbI
MOryT OblTb HECKOJIbKMX TWUMOB. JTO cAenaHo Ans Toro,
yToGbl 6bIN0 MNpoWe YnpaBNsATb TPEXMEPHbIM  MUPOM.
[aBaiite paccMOTpUM uXx:

e ST_GENERIC — 06wwuin MeHexep CUEHbI.

e ST EXTERIOR_CLOSE — meHempxkep naHgwadgra
o ST _EXTERIOR_FAR — mMeHemxep npupogbl

e ST_EXTERIOR_REAL_FAR —

e ST_INTERIOR — meHepxep BSP.

[foka 3TO BCE, 4YTO BaM HYXHO 3Hatb O
SceneManager'e Ha nepBbix nopax wu3ydyeHns GMOgre.
Mo3xe Mbl OCTaHOBMMCSA Ha HeM 6osiee NoApo6Ho.

Entity

Entity — aTo 06bekT GMOgre. Nog HAM NoHMMaeTCs
3D mopgenb popmara *.mesh. Y 006BLEKTOBITOrO Ksiacca
CYLLLECTBYIOT crieymasibHble PyHKUUW 4015 ynpaBieHus umu,
HO O HMX Mbl MOTOBOPUM MO3XeE.

K  BbllueckazaHHOMY MOXHO  [o06aBUTb, 4TO
obbekTamu Knacca Entity asnswtca nmeHHo 3D mopgenu,
CcOo3[aHHble B pefakTtopax TpexmepHol rpaduki. A BOT
CBET, TMOJINIOH, Kamepbl,co34aHHble 4yepe3  YHKUUU
GMOgre,yxe He OyayT OTHOCUTCA K 3TOMY Knaccy, Tak Kak,
no CyTu, He ABNAIOTCA TPEXMEPHbIMU 0O bEeKTaMMU.

HyxHO oTmeTuTb, u4TOo GMOgre He 3arpyxaet
MOAENN B CLUEHY HanpsMyk, TaK KakK He MOXeT
CaMOCTOSITE/IbHO ONpefeniMTb MOJSIOKEHNE U OpUeHTauuto
3arpy)xaemoro ob6bekTta B npocTpaHcTBe. [ns 3agaHus
3TMX CBOWCTB 1 CyLLECTBYEeT Tak Ha3blBAEMblil y3en CLEHbl
(SceneNode), B KOTOpOM Mbl CaMuM MOXEM 3afaTb 3TU
napameTpbl.



SceneNode

WNTak, SceneNode — 3TO CTPYKTYpHbIii Ki1acc, He0BXOAUMBIA ANa pa3MeLleHns 06bEKTOB Ha CLieHe, Co3aHnsa nepapxuii y3noB, CoaepxaLlmx
Mogenu, fabbl B NOCNEACTBUN MaHWUNYIMPOBAaTb MU OblN0 MPOLLE. Y3e/ CLEHbl XPaHUT MHADOPMauuio O NOMIOXKEHUN U OpUEeHTaLMW CBA3AHHOIO C
HUM 06BbekTa. Cam no cebe SceneNode He ABNseTCA HUKaKuM 06 bekToM B GMOGgre 1 He oTobpaxaeTcs Ha akpaHe.

Hy>XHO Takxe OTMeTUTb, UTO NEePBbIi CO3AaHHbI BaMK y3en NprBa3aH K rnaBHOMY (KOPHEBOMY) y3/1y, COAepXalleMycs B MeHempkepe CLEHbI.
Mo3unLmMs KaXkAoro NocneayoLero yana Bcera BblUMC/SeTcsl OTHOCUTENbHO ero poanTensi, a Kaxablii HoBblli SceneManagercogepXuT B ce6e HOBbli
KOPHEBOIA y3€/1, K KOTOPOMY NpUHaA/iexar Bce apyrue y3sbl.

Muwem ocHoBy nporpaMmmbl Ha GMOgre

Kak n3BecTHo, K fitoboin 6ubnuoteke ana GM
(*.dll) npunaraetca ps4  CKPUNTOB, B KOTOPbIX
NHULMaNN3NPYIOTCS ee PyHKUUN. BbanoTekn OO/mMKHbI
XpaHUTCs BMecTe C dpaiisiom npoekTa B OAHONM narnke,
nHadye 6ygeTt cO0i Npu MHUUMaM3aummn. Takke MOXHO
NM3MEHUTb MyTb K OGMGIMOTEKE M pacnosioxXuTb €€ B
OPYroM [OCTYyNMHOM MeCTe, HO [Af1s1 3TOr0  HYXHO
nponncartb B CKpunTax NyTb K HEW. B mpuHUmne, 3To He
TaK BaXXHO, HO 3HaTb HEOBX0AUMO.

UNTak, nepeligem oT «/IMPUYECKOTO
OTCTYNNEHUSI» K NnoAroToBke npoekTa n
HenocpeACTBEHHO K NPaKTUKE.

BonblwMHCTBO uMrp co3gaeTcd  Ha  OCHOBe

cneumanbHOro mMHTepdoelica — 06blyHO M60 DirectX,
6o OpenGL. Ecnv KOpOTKO, OHM, B LESIOM, chayxart
015 BbIBOJA «KapTUHKM» Ha 3KpaH. Ha npemmyliecTBax
N HegocTaTkax aTux ABYX CUCTEM Mbl OCTaHaB/IMBATbLCS
He byaeM —B MHTEpHEeTe A0CTaTO4YHO pacCyXAeHuii Ha
3Ty TEMY.

B GMOgre goctyneH BbI6op Mexay HAMU:

e RENDER_DX9 — DirectX 9
e RENDER_GL — OpenGL

Co3pgaiite 06BbEKT 0Obj_engine u pasmecTute ero B KoMHate.B cobbitun Create
HeobxoaMMO pasmMecTUTb cAeayLLmii Koa;

/ /vHUUMAaIM3pyeM OUbIMOTEKY
//BEIOUMpPaeM MHTepderc

InitializeOgre3D() ;
StartOgre3DEngine (global .RENDER DX) ;

Tenepb HamMm HeoO6XOOMMO Ykas3aTb Nanku C BHEWHUMWU pecypcamu, 4TOObI
GMOgre 3Han, rge n 4yto wuckate. Ogre nopaepxunsaeTt ZIP-apxuBbl, 4TO AaeT
BO3MOXHOCTb XPaHWTb pecypcbl B CXartom Buae. [lobaBum MecTa, rae XpaHaTcs Bee
Hallu pecypcbl:

AddResourceLocation ("./media/packs/OgreCore.zip",global.LOC_ZIP);
AddResourceLocation ("./media/materials/programs"”,global.LOC_ FILESYSTEM
AddResourceLocation("./media/materials/scripts", global.LOC FILESYSTEM
(
(

’

’

’

AddResourceLocation ("./media/materials/textures",global.LOC FILESYSTEM
AddResourceLocation global.LOC FILESYSTEM

’

"./media/models",

MapameTtp global.LOC_ZIPykasbiBaeT GMOgre 0 TOM, 4YTO [aHHblli pecypc
aBnsetca ZIP-apxvueoMm. Aglobal.LOC_FILESYSTEM,cooTBeTCTBEHHO, —NankKoi, koTopas
HaxoamTCcs B JIOKa/IbHON (oaii/IoBOI cucTeme.

Tenepb, korga Mbl  gob6aBuivm  MNyTM K pecypcamM, Ham Heo6XxoAuMmo
VHULMANN3NPOoBaTh BCe WX rPynnbl. [15 3TOro Bbi3blBAEM CEAYIOLLYI0 (DYHKLMIO:

InitializeAllResourceGroups () ;

C pecypcamu pasobpanucb, Tenepb NepeiieM K co3gaHuio CLEHbl, Kamepbl
MPoYmnX aTpMByTOB UrpbI.



Co3spgaHue cBoeii cueHbl

Wtak, ™mbl 3anyctunn GMOgre, pob6aswnu nanku c¢
pecypcamu, OAHWM CJ/IOBOM — nogrotouiv - GM  gn4a
nocnegywouwein pabotel ¢  GMOgre. Ho, Bce Xxe, 3TOro

HeAo0CTaTOUHO A/151 TOT0, YTOObI YBUAETb CLEHY...

PaHee Mbl yxe rosopusiv o SceneManager n Bbl 3HaeTe,
[ONA Yero OH HyXXeH. Tenepb HamM Heob6XxoAMMOo co3aaTtb ero. Huwxe
npeacTaB/ieH Kof CO3fdaHMA MeHempkepa cueHbl. B kayectse
napametpa (Tvna meHemkepa) 3agaaum ST_GENERIC:

CreateSceneManager (global.ST GENERIC) ;

Tenepb MOXHO MATU Aanee. UTo6bl Mbl MOIIM YBUAETb
CLEHY, HaMm HyXHO co34aTb BWA WM kKamepy K Heil. Bugbl
(viewports)oueHb HanoMuHaloT Buabl B camom GM, noatomy, s
AyMato, B MOSICHEHUN HE HYXAAHTCS.

WTak, co3gaem BuAa:
view id = CreateViewport (0,0,0,room width,room height);

Ecnn ¢ nocnegHuMn AByMS aprymeHTaMmy BCe MOHATHO
(onpefensoT WNPUHY U BbICOTY BUAA), TO NEPBble TPU HyXAarTcs
B NOACHEHUAX. BbICTPOMM MX NO-NOPALAKY, HAYMHAsA C NEepBOro:

e zorder — apryMeHT, Oonpeaesnsowmnii YUC/IOBOM NOPSAOK BUAA B
urpe. 31O Kak cnou B potowone. bnarogapsa aTomy napameTpy
OAVH BW[ HakI1adblBAaeTCA Ha Apyroin B nopsgke yb6biBaHMS
BC/eACTBUE YBENMYEHUS 4UCNa aprymMeHTa B MOJIOXUTESbHYHO
CTOPOHY OTHOCUTENBHO HYNA. TO eCcTb, YeM Bbille napameTp, TeM
HWXe B C/l0e HaxoauTcs BUS,;

e left — x-koopavHaTa 1IeBOro BEPXHErO yria Buaa B MUKCENsx;

e top - y-KoopAMHaTa /IeBOr0 BEPXHEro yrna Buja B NMUKCessx;

e width — wnpuHa B1naa B nukcensx;

e height — BbicOTa Braa B nukcensix.

CnepgyowymM HawyMm warom 6yaeT co3flaHne KaMepbl K Hallemy Bugy.
O6 ycTpoiicTBe Kamepbl M CMoco6ax WX B3aMMOAENCTBUS W YNpaB/EHUS Mbl
MOroBOPKM Ha CrefyloLLleM Ypoke, a Nnoka, He BAaBasiCb B TOHKOCTU, CO34aAUM
KaMepy v NpUCBOUM eii BUA,

[ns atoro co3gagym HoBbli 06bekT GM, HasoBem obj_camera wu
[o6aBuM ero B KOMHaTy. B cobbiTue Create gobaBnsiem cneayowmii Koa;

camera_ id= CreateCamera (room_width/room_height, 5,10000,45);
SetViewportCamera (view id,camera id); //llpricBarBaeM BUIY KaMepy
SetCameraPosition (camera id,0,200,40); //3amaeM Mo3uLMI KaMepe

PaccmoTpum aprymeHTbl doyHKkum CameraCreate:

e aspect - OTHOLLEHWE BbICOTbI BUAA K LUMPUHE

® znear — paccTosiHue A0 G6/IKHEN NI0CKOCTN OTCEeYEHNS
e zfar - paccTosiHMe A0 JasibHel NI0CKOCTU OTCeYeHns

e fov — yron nons 3peHus.

Tenepb, HakoHel, MPULLIO BpeMsi co3daTb pabouylo nporpaMmy W
MOCMOTPETb Ha TO, UTO MOJy4nsiock. Mo3ToMy, He OTKNafbiBasi, NPUCTYNUM K
aeny...

MepBoe, YTO Mbl CAENAaEM — YCTAHOBMM NapameTpbl OKPYXXEHUS 1
OCBELLEHNS, MHAYe Mbl MOMNPOCTY HE YBUAMM Ha 3KPaHE HUYETO, KPOME YEPHOTO
nATHA.

OcBelleHne okpyxeHus 3agaetcs gyHkumein SetAmbientLigh(). B eé
aprymMeHTe 3ajaem LiBeT:

SetAmbientLight (c_white);

JobaBbTe 3TOT KOA, B 06BEKT 0bj_engine.



Tenepb 3arpy3um n nomectum 3D 06BbEKT Ha cueHy. [1a 3Toro
HeobxoaMMo cfenatb crepytouwee. Cosgaem o6bekt GM, npucsavBaem
emMy nmsa obj_entityn no6aensem ero B komHaty. B cobbiTneCreateatoro
006beKTa NoOMeLaeM creayoLwnii Koa:

ent id = CreateEntity("Robot.mesh");

B kauyecTBe napameTtpa 3Toi (hyHKUMM nepedaeTcs ums daiina
Mogenn B dopmaTte *.mesh. [BWXOK OygeTr wckaTb 3TOT paiin B
AnpekTopuu, ykasaHHoi doyHkumeli AddResourcelocation.

Tenepb, korga 06bEKT 3arpyXeH, HaM HYXXHO co3gaTtb y3esn Ans
Hero. Tak Kak y KaxJoro MeHemkepa CLEHbl €CTb [NaBHblli y3es, Mbl
6yzem co3gaBaTtb ero noTomka.

MOTOMOK — 3TO O06BEKT, M3HAYa/lbHO MMEHLMIA CBOICTBA B
TOYHOCTW Takme Xe, Kak u y poauTens. To ecTb, Hanpumep, ecsu
[06aBuTb NoToMKa K Kyby (Hanpumep, wwap) v gBuratb ero, To U wap
6ypnet asuratbcs € HUM. Bce npocTto!

[anee 3anvuwem COOTBETCTBYHOLWMIA Kkofd B cobbiTue Create
Hallero o6bekTa:

node id = CreateRootChildSceneNode () ;

3ateM Mbl NPUCBOUM O6BLEKT K Y37y CLEHbI, TaKUM 06Pa3oM Mbl
faauM po6oTy opueHTaumio (ANa OTAEe/bHBLIX NUL, C 0COBLIM YyBCTBOM
loMOpa, OrOBOPHOCh, YTO MO/, OpPUEHTALIMER A NoapasyMeBas NoMoXeHve
B MPOCTpaHCTBE :)

AttachEntityToSceneNode (ent id,node id);

Mogenb O6ygeT oTobpaxaTbCs Ha CLUEHe B LEHTpe 3KpaHa.
MouemMy? [a MOTOMY 4YTO [/I@aBHbIA Y3€/1 CLEHbl, a COOTBETCTBEHHO U
MeHeKep CLUeHbl, pacnonaraetcd B koopguHatax {0,0,0}. YT06bI
N3MEHUTb NOJIOXEHNE 06bEKTA, AOCTATOYHO BBECTM KOA;

SetSceneNodePosition (node id,-355,130,55);

3ameTbTe, UTO Mbl NpUcCBaMBaeM MO3ULMIO HE CO34aBaeMoMy
06bekTy (ent_id), a cozgaHHOMY NOTOMKY cueHbl (node_id). OcTanbHble
TpU aprymeHTa oOTBe4awT 3a KoopaumHatel no ocam X, Y u Z
COOTBETCTBEHHO.

Mbl NOYTVM 3a@KOHYMAWM HanucaHue Hallein nepBoii paboueli
nporpaMmbl Ha GMOgre un ceiiyac cpenaem duHanbHOe [eNCTBUE:
[06aBMM HWXenpusefeHHyo yHKUMI0 B cobbiTe End Step obbekta
obj_engine, 4yTo6bI OH CMOr, rPy6O roBOpPs,«OOHOBMATL» MOKa3blBAEMOE
N306paXKeHne B KOHLE KaXA0ro Lwara:

RenderFrame () ;

KoopauHatbl n BekTopsbl

Mpexge, Yyem Mbl nepeiigem pJanee, NOrOBOPUM O 3KPaHHbIX
KoopauMHaTax M Bektopax. Kak n GM, GMOgre wucnonb3yetr Tpu
KoopauHaTHble ocu — X, Y 1 Z, rae Z — BepTukasibHas oCb.

[na xpaHeHusa no3vumMm u nosopota GMOgreDwucnonb3yeT
BEKTOpbI. EC/M Bbl UX M/10X0 3HAETE WUAWM He NMOMHUTE, YTO OHW U3 cebs
NpeacTaBAoT, TO COBETYIO NOBTOPUTL MaTeMaTUKy Ha JaHHYl TeMy —
OHa O4YeHb MOMOXET MpW AanbHeiiem ucnonb3oBaHun GMOgre (Tem
6051ee ecnn Bbl CO6paNNCh NMcaTb CEPbE3HbI MPOEKT).

Jo6aBneHue gpyroro O6beKTa

Tenepb, KOraa Bbl 3HAeTe, kak paboTaeT cucTeMa KoopAMHAT, Mbl
MOXEM BEPHYTCS K HalleMy KoAdy. Bblille s npvBen npumMep, Kak HasHaunuT
3D 06bEeKTY No3uUM0. PAaccMOTprM €Le OAWMH BapuaHT, Kak 3TO MOXHO
caenartb.

Y HekoTopbix dyHKUMn B GMOgre ecTb napameTpbl Mo
yMosidaHuto: Hanpumep, B CreateRootChildSceneNodeunx wecTtb: Tpu Ans
HauyaNbHOW MNo3vuMK  y371a, WM TpU 418  HavyaNbHOW  OpueHTauuu
(BpaweHuns).Eciv Bbl OCTaBMTE 3TU aprymMeHTbl 6e3 W3MEHEHWR, TO
GMOgre aBTOMaTUYECKN ONPEAE T NO3ULMIO 1 OPUEHTALMIO MOZENN Kak
{0,0,0}. Ho Ha cein pa3 Mbl Bce e 3afadvM napameTpbl 1S Hallero
06bEeKTa TakMMm cnoco6om. [nsi 3Toro co3aaanm HOBbIA y3€e/ CUEHbI 1 B
Haw 06bekT obj_entity fobaBum eLLe napy CTPOk B cobbiTue Create:

ent2 id = CreateEntity ("Robot.mesh");
node2 id = CreateRootChildSceneNode (50, 0, 0);
AttachEntityToSceneNode (ent2 id);



Hapelocb, 3TO BbLINAAUT A1 Bac 3HAKOMO. Mbl caenanv noyTtu
TOXe camoe, YTO W Bblille, HO C ABYMSA pasnuuuamn. Nepsoe — Mbl
CO34a/11 HOBbI y3€e/ CLeHbl U 3arpy3usiv HOBbll 0GBEKT, MPUCBOUB EMY
HOBOe wuMmsA. BTopoe — BBenM MecTonosioxeHne obbekra, uepes
dyHKumio CreateRootChildSceneNode. B nepBbliii apryMeHT doyHKLMU Mbl
BBe/M 3HavyeHue 50. ITO roBopuT O TOM, YTO Tenepb MoAenb Gyaet
Haxogutca B 50 eguHULEAX pacCToAHNA OT LieHTpa y3/1a no koopauHarte X.

MoapoGHee 0 0GBbEKTaX

EcTb MHOXeCTBO (OyHKUMii ans TpaHcdopmaumm mogenein wu
onucbiBatb KX Bce ObL10 Obl kpaliHe HepeHTabenbHo. o3aTomy A
pacckaxy TO/IbKO O CaMblX HEOOXOAMMBbIX, & 06 OCTasibHbIX Bbl U camu
npouTeTe B 0hMLNA/ILHOM PYKOBOZACTBE.

PaccmoTpum cHavana dyHkumm ShowEntity n HideEntity.C mnx
MOMOLLBIO Bbl MOXETE MOoKa3aTb WM CKPbITb 06bEKT. ECM Bam HYXHO
CKpbITb OOBLEKT Ha Heb0/bLIOK Nepuos BPEMEHU, TO Bbi3blBaliTe
COOTBETCTBYIOLLYIO (OYHKUMIO, BMECTO TOro, YTOGbl YHWYTOXaTb €ro u
NoTOM CO3JaBaTb CHOBA.

MNMoapoGHee 0 y3nax CLUeHbl

Y3nbl CUEHbl JOBOJILHO CMOXHbI U 3anyTaHHbl. C HUMU MOXHO
npogenarb MHOXECTBO pa3HbIX BeLleli, HO MoKa Mbl PACCMOTPUM TOJIbKO
camble rnaBHble. Hanpumep, MOXHO NOyYUTb MO3ULMIO Y3/1a CLEHbI
nytem BbizoBa yHkUMM GetSceneNodePosition, atak xe ycTaHOBUTb
nosvumio  ans nwboro obbekta GMOgre ¢ nomouwbio  OyHKLMK
SetSceneNodePosition.

Mbl Takke MOXEM M3MEHWTb MO3MLMI0 06bEKTA OTHOCUTESIBLHO
ero npegbigywieii nosvuyun. Ons 3TOr0 Ham MOHaZoouTcsa (OYyHKUMSA
TranslateSceneNode. ¥Y3en cueHbl MOXeT MNpouM3BOAUTL  NHOOYHO
TpaHcchopmaumio obbekTa. Hanpumep, Mbl MOXeEM Bpawatb OOBEKT,
3aaB yron BpaweHusa.EcTb  Tpu  dyHKUMM  Ans BpaLeHNs:
PitchSceneNode, YawSceneNodeun RollSceneNode. MOXHO Takxe
ucnonb3oBatb PyHKUMO ResetSceneNodeOrientation, uTo6bl COpPOCUTL
BCe Mpeaplaylime BpauwleHWsi, NMPUMEHEHHblE K 00bekTy. Mbl MOXeM
Takke ucnonb3oBaTb  SetSceneNodeOrientation, GetSceneNode-
Orientation, u RotateSceneNodegnsa BpaweHus ¢ 60nee  TOYHbIMU
napameTtpamu.

Tenepsb, Koraa Bbl 3HaeTe, KakK U YTO MOXHO cleflaTb C 0GBLEKTOM,
A o6GaBnto elle, YTO Mbl MOXEM CO34aTb NOTOMKA A/11 06bekTa. Y Hac B
HacToslllee Bpemsi ecTb 3TOT Kof B obj_entity, VI3meHWUTe BblaeNeHHble
CTPOUKM Ha NPUBEEHHbIE HUXE:

entl id = CreateEntity("Robot.mesh");
nodel id = CreateRootChildSceneNode () ;
AttachEntityToSceneNode (entl id,nodel id);

ent2 id = CreateEntity("Robot.mesh");
node2 id = CreateRootChildSceneNode (50,0,0);
AttachEntityToSceneNode (ent2 id,node2 id);

Mbl N3MEHWUIN BbIAENEHHYH CTPOKY:
node2 id = CreateRootChildSceneNode (50,0,0);

Ha aTo:

node2 id = CreateChildSceneNode (nodel id,50,0,0);

Takum  obpasoMm  Mbl  caenaam  node2_id  NOTOMKOM
nodel id.Tenepb nNOTOMOK OyaeT nepemMewarbCss 3a poAUTEsNIEM.

Hanpumep, Mbl MOXeM f06aBUTb 3TOT kof, K RobotNode:
TranslateSceneNode (node2 id, 10, 0, 10);

MocmoTpuM, Kak 3TO BCe BbIFAAUT MaTtematuyecku. HauHem c
y3na cueHbl. Ero nosumums Bcerga {0,0,0}. Mosuvums nodel 6yget
BblpaxkeHa 4yepe3 {0,0,0} + {25, 0,0} = {25,0,0}.Tenepb node2: {,0,0} +
{25,0,0y + {60,0,10} ={85,0,10}. Takum 06pa3oM HETPYLHO
NPOAEMOHCTPUPOBATL BblUUC/EHe abCOMIOTHBIX NO3MLMIA Y3M0B CLEHDI,
TaKk ckasaTb, «Ha nanbuax». OfgHako B AEWCTBUTE/IbHOCTU BCe
NPONCXOAUT HEMHOro no-gpyromy. Befb HYXHO YyyecTb, 4TO npwu
BpalLeHUN y3M1a-poguTensi, KoOOpAMHATHasA cucTema ero notoMka Toxe
BpawaeTcA. BbluMcnieHve  abCOMOTHLIX — KOOpAUHAT nNpu  3TOM
OCYLLECTB/IAETCS NPWY MOMOLLUM OCOObIX MaTeMaTUY4eCKUX OOBHLEKTOB —
mMatpuy. OfgHa mMaTpuua MOXeT XpaHWTb cpasy Mo3vuuio, BpalleHve u
MacwTab obbekta. AbcontoTHasas TpaHcopmaums y3noB NpoM3BOAUTCS
nyTeM YMHOXEHUS 3TUX MaTpuy;

{0,0,0} * {maTpuua nodel} * {maTpuua node2}



UTtobbl 3agatb Macwitab Ansa ysna CueHbl, gobaBbTe B Kopg
cneayroLLyro QYHKUNIO:
SetSceneNodeScale (node2 id,1,2,1);

BpawyeHune ocywectasetcs dyHkumamm YawSceneNode (Bokpyr
ocu X), PitchSceneNode (Y) 1 RollSceneNode (2):

YawSceneNode (nodel id,-90);
PitchSceneNode (node2 id,-90);
RollSceneNode (node3 id,-90);

3aknouyeHue

Moagenem uTor. Mbl paccMOTPE/IN OCHOBHbIE NPUHLMMbI paboThbl
¢ GMOgre, B 4aCTHOCTM M3yunav Tpy Kacca — y3es CLEHbI, MEHEKEP
CueHbl M 06bekT. Bonee nNoApo6HO Bbl CMOXETE Y3HATb O HUX U3
ohMuManbHOW CnpaBkn — U, pasyMeeTcsl, U3 CNeayoLnX YPOKOB.



S13biIk AngelScript

B rnocnedHue 200kl Npou3soouUMe/IbHOCMb KOMIMbLIOMEPOB8 PEe3KO Bo3poc/aa. Kak cnedcmsue, UIMEHUUCHL U npuopumemsl fpu
paspabomke [1O: Ha MepsoM [/1aHe yxe He ofmumu3ayus, a rnopmupyemocms. Ha 2pebHe B0/1HbI amux meHOeHYuli MoOHAAUCL makue
KpoccriiamgopMeHHble NpodyKmel U mexHos02uu, kak Python, Java, .Net/Mono, Web 2.0 u ripoyue. VI pa3pabomka rnpospamMm ro/iHOCMbH
Ha CKpurnmosoM si3blke — y)xe He 6as108cmBo, a BIoJ/IHe adeksamHoe peweHue. B KoHUye KOHYOoB, 01 obs1iadamesis Intel Core i7 He 6ydem
ocoboli pasHuybl, Ha 4YeM HanucaH, Harnpumep, e20 Meduarieep — Ha yucmom C unu Ha Python. Tak 4mo uHeopuposamb
UHmMepnpemupyembie 3bIKU 8 HAWU OHU — 0 MeHbwel Mepe, CHOOU3M.

CerogHsi A xo4y NO3HaKOMUTb YnTaTenei xypHana
C OJHUM 13 MHTEPEeCHEeWLINX NpeacTaBuTeNein CKpUNTOBbIX
A3blkoB — AngelScript. Ero HeogHO3Ha4Hast 0COBEHHOCTb
3awilo4aeTcs B TOM, YTO OH WMEET CTPOryt TUNmU3aumo
(310 pogHuT ero ¢ C/C++, Pascal n gpyrumm «ctonnamm»
nporpammupoBaHunst). C 04HOI CTOPOHbI, MPUHATO CUUTaThb,
YTO B CKPUMTOBbIX A3blKaX 3TO COBEPLUEHHO WU3/MNLLHE, TaK
KaKk CKpUMTbl MULWYT, B OCHOBHOM, «HeNporpaMMepbi»
(Xy[OXHVKN, neBengn3aiiepbl — OAHMM C/IOBOM, 60/1bLLIe
nosib30BaTeIn, HEXenu pa3paboTumkn), a UX NoYemMy-To
CUATalOT HEBEPOATHO OTCTa/IbiIMW U HECNOCOOGHbIMU
oT/munTb int ot float. C gpyroi cTOpoHbI, e NepenoxunTb

3afayy onpefesieHns TUNOB C  TpaHCAATopa  Ha
nosib3oBarens, MOXHO Nosy4YnTb BbIArpbILL B
NpPon3BOANTENILHOCTH. CkopocTb AngelScript B

60/bLUMHCTBE C/ly4yaeB conoctaBuvma C¢ Lua (a B
OTAE/bHbIX CUTyaUnaxX — Aaxe NPeBOCXOAunT), B TO BPeMs
KaK peructpauus yHKUMA u knaccoB B AngelScript
penaetcsa ropasgo  npouwe. CwuHtakcmuc  AngelScript
MaKCUMasIbHO NpubamkKeH K C++, 4TO, HECOMHEHHO, ANs
MHOIUX SIBASIETCS OFPOMHbIM MJ1I0COM (HY HE nepeBapuBato
A BCskue Tam begin u end nnn taéynauuio B Python — uto
s MOry nogenarb?).

http://www.angelcode.com/angelscript/

Bubnunoteka  AngelScript nonHocTbld  6GecniatHa U OTKPbITA,
pacnpocTpaHsieTcs B BuAe WCXOAHbIX KOAOB nog nuueHsmeli zlib. K Hum
npunaraeTcs 60/bLUOE YMC/IO NMPOEKTHbIX YainfIoB A1 PasHbIX KOMMUASTOPOB U
IDE (ectb u pgna Dev-C++). MoxHO ckomnuamposatb AngelScript Kak
CTaTMYeCcKyld WM AuHaMUyeckyro 6mbnvoteky (IMMHO A npegnoyuTarn
nocnegHee). Kak v nonaraetcs, B KOMIJIEKTE Takke WAyT nNpuMepbl W
PYyKOBOACTBO.

AngelScript Bobpan B ceba nydwee or C++ u gpyrux C-nofo6HbIX
A3bIkoB. OHAaKO B HEM, HanpvMep, HET JIO6UMbIX BCEMU NMPOCTPAHCTB VMMEH,
wabnoHoB, cneuMguKaTopoB AOCTyna — C/I0BOM, BCEro TOrO, C Yewm,
LOOpPOBOMILHO WM BbIHYXAEHHO,  MNPUXOAUTCHA  CTa/IKmBaTbCsa  1l0O6OMY
nporpamMMmcTy Ha C++. Ho cKkpunT — 3TO He NOJIHOLEeHHas nporpaMmma, no3Tomy
fake Tex acnektoB OOI, uto peanmsoBaHbl B AngelScript, 6onee uyem
poctatoyHo. CyauTe camu: HacnefoBaHue KnaccoB (Bce MeTofbl —
BMPTYa&/lbHbIE), Meperpyska (OyHKUWiA, MEeTOAOB, ONepaTtopoB W MEepPEeMEHHbIX,
pabota c ykasarenamu (npasfga, NOAAEPXKMBAIOTCA TOMbKO YyKasaTenm Ha
06bekThl). Mpu XenaHuM Ha YPOBHE MPUIOKEHUS MOXHO 3aperMcTpupoBatb
CBOM TuMbl 1 KNaccbl. AngelScript komnunnpyeT ckpunTbl B 6aiiT-koA, (Ha AaHHbIN
MOMEHT BegeTcs pabota Hag JIT-KOMOMAATOPOM) U BK/OYAET MOJSIHOLLEHHYHO
BMPTY&s1bHYI0 MaLUMHY C NOAAEPXKKON MHOTOMOTOYHOCTM.


http://www.angelcode.com/angelscript/

PaccMoTpum BbinonHeHWe npocTeiiwero ckpunta «Hello World»:

void main ()

{
print ("Hello world\n");

Kpome OCHOBHOrO UCXOAHMKA, B NPOEKT HEOBXOAMMO BK/IHOUATL (haisbl
scriptstring.cpp, scripthelper.cpp, scriptbuilder.cpp 13 agnoHos B ocuumansHOM
anctpnbytmee AngelScript. He 3abyabTte ykasatb 6mbnumoteky AngelScript B
HacTpoikax KOMNOHOBLLVIKA.

Bkntoyaem HeO6X04MMble 3arofoBKU:

#include <cstdlib>
#include <iostream>

#include "angelscript.h"
#include "scriptstring.h"
#include "scripthelper.h"
#include "scriptbuilder.h"

using namespace std;

O6BABNSAEM DYHKLMN:

void print (string &msg)
{

printf ("%s", msg.c str());

void MessageCallback (const asSMessageInfo *msg,

{

void* param)

const char *type = "ERR ";
if ( msg->type == asMSGTYPE WARNING ) type = "WARN";
else if( msg->type == asMSGTYPE INFORMATION )

type = "INFO";

printf ("%s (%d, %d) : $s
msg->row, msg->col,

%$s\n", msg->section,
type, msg->message) ;

PyHKUMA print ByaeT 3apeructpuposaHa B AngelScript, 4To6bI CKpUNT
MOr ee BbI3bIBaTb.

B rnaBHOI chyHKLMM CO34aEM CKPUNTOBbIA ABUXOK:

int main(int argc,

{

char *argvl[])

asIScriptEngine *engine =

asCreateScriptEngine (ANGELSCRIPT VERSION) ;

CScriptString *p name = new CscriptString("stringl");

engine->SetMessageCallback (
asFUNCTION(MessageCallback),O,asCALL_CDECL);
RegisterScriptString(engine) ;

3arem 3apeructTpmpyem yHKUMI print:

engine->RegisterGlobalFunction (
"void print (const string &in)",
asFUNCTION (print), asCALL CDECL);

Cos3gaeM HOBbIi MOAYNb (HACKOMILKO S MOHAM, MOAynb B AngelScript
— 3T0 He4To BpoAe OO6GBLEKTHOro palina), 3arpyxaemM B Hero CKpunt wu
KOMMAUANpyem:

CScriptBuilder builder;
builder.StartNewModule (engine, "MyModule");

builder.AddSectionFromFile ("scripts/sample.as");
builder.BuildModule () ;

Y3HaeMm naeHTudmkaTop rnaBHol hyHKUMK B ckpunTe (main):

asIScriptModule *mod = engine->GetModule ("MyModule") ;
int funcId = mod->GetFunctionIdByDecl ("void main()");

Mocne yAauyHOro 3aBeplUeHUs Halel (DYHKUAY MOXHO YHUUTOXWUTb
KOHTEKCT 1 [IBUXOK:

ctx->Release () ;
engine->Release () ;

A 3aTeM U1 3aBepLUMTL paboTy NporpaMmbi:

return EXIT SUCCESS;



O0Ho u3 nipeumywecms OpenGL — mexaHu3Mm pacwupeHuli, 61azo0aps
KOmopomy npo2paMMucmsl MO2ym UcCro/1b308amb BO3MOXHOCMU COBPEMEHHbIX ( ;LSL B O en( ;L -l 4
BuUOeokapm daxe Cco cmapbiMu crieyuukayusimu — Auwb 6bl 3Mu BO3MOXHOCMU p '
rnoooepxxusasiucb opalsepomM. Tak, Hanpumep, 0/ UCMO/b30BaHUsi welidepHo20

si3bika GLSL coscem Heobsizame/ibHa nosiHas noooepxka OpenGL 2.0. KOMMAAMPYEM 1 KOMMOHyeM Leiiaep:

glCompileShaderARB (shader vert);
glCompileShaderARB (shader frag);
glAttachObjectARB (shader prog, shader vert);
glAttachObjectARB (shader prog, shader frag);
glLinkProgramARB (shader prog);

[ns Havana yb6eguTecb, 4TO JpaiiBep NOOLEPXKMBAET pacLUMpeHUs
ARB_vertex_shader n ARB_fragment_shader. 1o MOXHO caenartb npu NOMOLLN
cneuyanbHbIX YTUAUT UM 6eHYMapKoB, HO, Ha MOV B3I, ropasfo npoLe Tak:

printf ("$s\n",glGetString (GL EXTENSIONS)) ;

. MpoBepsieM, HET N OLWINGOK:
[Janee Heob6xoaMm cnocob 3arpysku pacluvpeHuin. 1 pekomeHayl ans

atoro 6ubnuoteky GLee (http:/elf-stone.com). char infobuffer[1000];
int infobufferlen = 0;
CosAaeM|ueﬁAep: glGetInfoLogARB (shader vert, 999,
&infobufferlen, infobuffer);
GLenum shader vert = 0; printf ("Vertex shader: %$s\n", infobuffer);
GLenum shader frag = 0; glGetInfoLogARB (shader frag, 999,
GLenum shader prog = 0; &infobufferlen, infobuffer);
shader prog = glCreateProgramObjectARB() ; printf ("Fragment shader: %$s\n",infobuffer) ;
shader vert = glCreateShaderObjectARB (GL VERTEX SHADER ARB) ;
shader frag = glCreateShaderObjectARB (GL_ FRAGMENT SHADER ARB); CoBepLuaemM OTPUCOBKY:
A1 He 6yay onucbiBaTb MPOLECC 3arpy3ku koda LueiifepoB M3 TeKCTOBbIX glUseProgramObjectARB (shader_prog) ;
(*)aVU'IOB, TaK KakK And 3TOro y Kaxaoro ectb CBOM cpeactsa. ,ﬂ,OI'IyCTVIM, yTo o
BepLUMHHAA U pparMeHTHasi NPorpamMmMbl yxe 3arpyXeHbl: glUseProgramObjectARB (0) ;
char* shader vert source; Ecnn doparmeHTHasi nporpaMmma Ucnosb3yeT TEKCTYPY, Nnepes
char* shader frag source; glUseProgramObjectARB nepefgaem cOOTBETCTBYIOLLMI NapameTp:
MNepenaem NCXOAHVKNA NPOrpaMm: GLint uniform location =
glGetUniformLocationARB (shader prog, "pTexture");
int len = strlen(shader vert source); glUniformliARB (uniform location, 0);
nghaderSourceARB (Shade;_vergl l, glActiveTextureARB (GLiTEXTUREoiARB) ;
(const GLcharARB**) &shader vert source, &len); glBindTexture (GL_TEXTURE_2D,glTexture);
len = strlen(shader frag source);

glShaderSourceARB (shader frag, 1,
(const GLcharARB**) &shader frag source, é&len);


http://elf-stone.com/

e Llleraepbl Ha BCe criydyaun XU3Hu e 2. GparmenTHas nporpamma:

OceelyeHre no OoHr
\/ PARAM materialAmb = state.material.ambient;
B coBpeMeHHbIX  Ugpax pPocmoe  BEPWUHHOe  OCBeweHUe Eiiiﬁ sziiiglii _ iiZﬂZEiii'zliiﬁii_
ucnosib3yemcsi yxe 00B0/1bHO peGKo, noymu Tr10/IHOCMbKO ycmyrnus Mecmo .. P : . : p !
PARAM shininess = state.material.shininess;

nukcesnbHomy. Ce200HS Mbl paccMompum welidep, peanusyrouuli OOUH U3
Memooo8 [MUKCEe/IbHO20 OCBeWeHUss — Mo @PoHey — 4Yepe3 paclupeHus
ARB_vertex_program u ARB_fragment_program. [lpu esiaHuu e20 HempyoHO
nepenucamsb Ha GLSL unu Cg. 3a ocHosy 51 8351 welidep u3 GLScene, sHecs 8
HEe20 HECKOJIbKO U3MeHeHul (B 4acmHocmu, [1000EepXKY MmeKcmypsbl).
PpasmeHmHas npoapamma mernepb He mpebyem HUKakKux rnapamempos u sce

HeobxoduMble daHHbLIe Yyumaem u3 napamempos cocmosiHusi OpenGL. DP3 temp, fragment.texcoord[2], fragment.texcoord[2];
RSQ temp, temp.x;

MUL light, temp.x, fragment.texcoord[2];

TEMP temp, light, normal, eye, R, amb, diff, spec, col;

DP3 temp, fragment.texcoord[l], fragment.texcoord[l];
RSO temp, temp.x;
MUL normal, temp.x, fragment.texcoord[l];

1. BepwunHHasa nporpamma: DP3 temp, fragment.texcoord[3], fragment.texcoord[3];
RSO temp, temp.x;
'TARBvpl.0 MUL eye, temp.x, fragment.texcoord[3];

OPTION ARB position invariant;
DP3 SAT diff, normal, light;

PARAM mvinv[4] = {state.matrix.modelview.inverse}; MUL diff, diff, materialDiff;
PARAM mvit[4] = {state.matrix.modelview.invtrans}; ADD diff, diff, materialAmb;
PARAM lightPos = state.light[0].position;
TEMP light, normal, eye; DP3 R, normal, light;

MUL R, R.x, normal;
ADD eye, mvit[3], -vertex.position; MUL R, 2.0, R;
MOV eye.w, 0.0; ADD R, R, -light;

DP3_SAT spec, R, eye;
DP4 light.x, mvinv[0], lightPos; POW spec, spec.x, shininess.x;
DP4 light.y, mvinv[1l], lightPos; MUL spec, spec, materialSpec;
DP4 light.z, mvinvI[2], lightPos;
ADD light, light, -vertex.position; TEX col, fragment.texcoord[0], texture[0], 2D;

MOV light.w, 0.0;
MUL col, col, diff;

MOV result.texcoord[0], vertex.texcoord[0]; ADD col, col, spec;

MOV result.texcoord[l], vertex.normal;

MOV result.texcoord[2], light; MOV result.color, col;
MOV result.texcoord[3], eye; MOV result.color.w, 1.0;

END END



Mepen Tem,

Kak ucnonb3oBath Lieiaep,

HeobxoAnMo

onpeaennTb UCTOYHMK CBETa, MaTepuan u TekcTypy

glEnable (GL LIGHTING) ;
glEnable (GL LIGHTO) ;

GLfloat lightpos[] = {
glLightfv

(GL_LIGHTO, GL_POSITION,

glEnable (GL_COLOR MATERIAL) ;

GLfloat ColorAmbient[4]
GLfloat ColorDiffuse[4]

GLfloat ColorSpecular([4]=
GLfloat HighShininess[4]=

glMaterialfv (GL_ FRONT,
glMaterialfv (GL_FRONT,
glMaterialfv (GL_ FRONT,
glMaterialfv (GL_FRONT,

5.0f, 10.0f, 0.0f, 1.0f };
lightpos);

= {0.2f, 0.2f, 0.2f, 1.0f };
{1.0f, 1.0f, 1.0f, 1.0f };
{1.0£, 1.0f, 1.0f, 1.0f };
{15.0f,1.0f, 1.0f, 1.0f };

GL AMBIENT, ColorAmbient) ;

GL DIFFUSE, ColorDiffuse);

GL SPECULAR, ColorSpecular) ;

GL SHININESS, HighShininess);

glBindTexture (GL TEXTURE 2D, tex);
glBlendFunc (GL_SRC_ALPHA, GL ONE MINUS SRC ALPHA);

glEnable (GL_TEXTURE_ 2D)

’



DevPak — 3amo cmaHOapm nakemos, U3Ha4a/lbHo
paspabomaHHsili 0159 IDE Dev-C++. O0Hako, Hanpumep, Lazarus
umeem cobcmBeHHbIU ¢hopmam rnakemos. [lakem Moxem
codepxxamb UCXOOHUKU, 3a20/10B04YHbIe ¢hali/ibl, cmamuydeckue
u/su QuHamuyeckue 6ubsiuomeku, wabsioHbl, 0OKyMeHmayur u
m.0. [llakembl codepxamcsi B8 CreyuasbHOM  Cemesom
XpaHunuwe — perno3umopuu. CrieyuasibHas rnpospavma —
MeHedxep  rnakemos —  [10380/19em  coeduHumcss  C
pernosumopueM u ycmaHosums 8 IDE o600 nakem. Mo3oHee
OHa Xe roMoxem O06HoBUMbL U/U yoanumes nakemsl. Takol
ooxod 6bI/1 yHacsiedosaH u3 Unix-nodobHeix OC, 20e MOWHbIe
MeHeoXxepbl nakemos (apt, rpm, autopackage, ebuild, portage u
0p.) M03BO/IAIOM  ycmaHas/iugamb  abCO/IIOMHO  J1H006bIe
KOMIMOHEHMbI cUCMEMbI, B/I0Mb 00 sidpa u e20 Mody/ied.

Ecnn Bbl He HawavM B Peno3nTopuu HyXHbIi Bam
DevPak, ero coBCceM HETpyaHO cobpaTb CamMOCTOSTEsIbHO.
PaccmoTtpum 310 Ha npumepe AngelScript — cB0o60gHOrO
KpoccnnaThopMEHHOIO CKPUNTOBOrO f3blka. Takoi DevPak,
npaega, yxe ecTtb (Ha devpaks.org), HO Mbl cobepem 6onee
cBexyto Bepcuio — 2.18.1.

1. Ans Havana BaMm, SICHOE [esi0, HYXHO cob6paTtb
AngelScript nnn goctaTb OTKOMNW/IMPOBAHHbIA BapyaHT.

2. Cospaiite aupektopuio  AngelScript-2.18.1-1xxX.
COOTBETCTBEHHO, MNOC/e cOOopKM nakeTa Mbl NOAyYMM dhaiin
AngelScript-2.18.1-1xxx.DevPak. C wumeHem dhaiina naketa
CBf13aHO HECKOJIbKO npasun. Nx npuaepXnBaTbcs
Heobs3aTesIbHO, HO XenaTesibHO (OCOOGEHHO €eCc/iM Bbl MOTOM
3axoTute BbIIOXWUTb CBOI DevPak B penosutopuit). B nepsoii
YyacT MMEHW HaxoAWUTCA Ha3BaHWe  YyCTaHaB/IMBAEMOIO
komnoHeHTa (AngelScript). Bo BTOpoii — Bepcua (2.18.1). B
TpeTbell — peBun3us naketa (1xxx). PeBusnsi COCToUT U3 Homepa
cbopku (1) u maeHTudmkaTopa (Xxx), KOTOpbIA MOXET ObITb
cokpalleHmem Bawleid hammnun nnn HukHeima. Hanpumep, B
MOoeM cnyvae nms naketa  6yget creayoLmM:
AngelScript-2.18.1-1gec.DevPak.

Kak cobpatb DevPak?

3. BHyTpu Haweli OMpekTopun Cco3paiiTe elle OfgHy M Ha3oBUTE ee
AngelScript. B Heit1 co3gaiite aupektopun docs, examples, include, lib n templates.
B docs nomectute chaiinbl gokymeHTaumm, B unclude — 3aronioBoYHble doaiinbl, B
lib — cratnueckyto 6muobnuoteky libangelscript.a. Mankn examples n templates
MOXHO MOKa 0CTaBWUTb MYyCTbIMMU.

4. B  aupektopum  AngelScript-2.18.1-1xxx  co3gaiite  dhaiin
AngelScript.DevPackage cnepytoLero cogepxaHus:
[Setup]
Version=1

AppName=AngelScript

AppVersion=2.18.1

AppVerName=AngelScript 2.18.1

MenuName=AngelScript

Description=AngelScript is a library designed to allow applications to extend their
functionality through external scripts.

Url=http://www.angelcode.com/angelscript/

Dependencies=

License=COPYING.txt

Readme=README.txt

[lcons]
Website=http://www.angelcode.com/angelscript/
Online Documentation=http://www.angelcode.com/angelscript/sdk/docs/manual/index.html

[Files]
AngelScript=<app>\

JT10T (paiin KoHdpurypaumm WCnosb3yeTcs MeHemKepoM NakeToB /15
nosnyyexusa nHdopmaumm o DevPak'e n ero cTpyktype. Bam noHago6utca ykasatb
UMA 1M BEpcUo ycTaHaeBnueaemoro komrnoHeHTa (AppName, AppVersion,
AppVerName), kpatkoe onucaHue (Description), alinbl  AMLEH3NOHHOIO
cornaweHns (License) n Readme (Readme), a Takke ajpeca oumuMaibHOIO
caiita n OHNalH-goKkymeHTaumn. Bcsa ata uHdopmauus 6yaeT BbiBefeHa npu
yCTaHOBKe nakeTa.



5. He 3abygbTe nomectutb B gupektopuio AngelScript-2.18.1-1xxx aiinel COPYING.txt 1 README.txt. mu
06bIYHO CONPOBOXAAETCS /060N apXMB C UCXOAHMKaMK, U AngelScript — He ucknoveHune.

6. OcTaniocb TOMLKO CO34aTb M3 Halleil ANpeKkTopun apxmB B oopmarte tar.bz2. B Windows 3To MOXHO caenartb,
Hanpuwmep, yA0o6HbIM apxuBaTopoM PeaZip. na Tex, KTo He B Kypce — B Unix-nogo6Hbix OC BMeCTO zip 1 rar 06bI4YHO
MCNoNb3yTCA CBOW (popmartbl, nNpefHasHavyeHHble [ON1A CKaTua Tak HasbiBaemoro tarball (Hecxkatoro apxvea

paclumpeHnem *.tar, UICTOPUA KOTOPOrO YXOOUT KOPHAMMW BO BpeMeHa paHHuX OBM, KOTOpble 3anucbiBaUlM AaHHble Ha
MarHuTHyt0 neHty). 370 tar.bz2 (bzip2), tar.gz (gzip) u tar.lzma.

7. Y Nnony4YeHHOro apxmea CMeHMTEe paclumpeHne Ha *.DevPak n — rotoBo! MOXHO 3anyckaTb MEHEMKEP NaKeToB
N TeCTUPOBAaTb.




Bo/IblWUHCMBO  HaYUHaKWUX  poepamMmMucmos  06bIYHO
Bblouparom  2omosbIl  «OxxeHmsIbMeHckuli  Habop» 8 Bude
Komnusiamopa, crieyuasiu3uposaHHo2o  pedakmopa  (IDE),
omsiadyuka u opyaux ymusum. He criopto, a3mo ydo6Ho. Ho makoli
1ooxo0 4pesam rpuBblIKaHUEM K KOHKpemHol cpede. Takue
rpogpaMmucmsl  3a4acmyro  3/10yriompebsistom — pas/iuydHbIMU
uzsiuwecmsamu  (Bpooe  OMKJ/IOHSAIWUXCS om  cmaHoapmos
oupekmus U KOHCMpyKyul) U yxe He MbIc/iam pabombsl 6e3
pedakmopa ¢hopM U BU3ya/IbHbIX KOMIIOHEHMOB. MHo2ue daxe He
ymerom  «obwambcsi» € KOMIU/IIMOPOM — Harnpsimyro,  6e3
rnocpedHuka 8 suye IDE. OOHako cpedu Linux-rnpogpamucmos 8bl
makux He scmpemume. C 4eM e amo c8583aH0?

Mo cebe 3Hal: npu nepexode Ha Linux Tak u TAHET K
MUHUMaIM3My. CTpeMULLbCA yCTaHaB/uBaTb W 3amnyckartb TOJIbKO
Heo6XoAMMbIA MUHUMYM NPUIOXKEHWI, 4YTOObl CIKOHOMWTH Kak
MOXHO 60nblUe pecypcoB ANs pelleHns cBoux 3agad. MNpu aTom
BO3HMKAeT HeobXoAMMOCTb paboTatb C KOMaHOHOW CTPOKOA,
nucatb pas/iMuyHble CKpUNTbl aBTomaTtumsaumm u T1.4. CO0pKy
nporpaMmMbl TOXE MOXHO aBTOMAaTU3MpoBaTb. HaBepHsika Bbl
cabliwann o GNU Make. [axe pasekve OT NporpaMMypoBaHns
Nnonb30BaTeNI YaCTEHbKO NpeanoynTalT cobmpartb nporpaMmbl 13
MCXOOHWUKOB, 4TOObI ONTUMM3WMPOBATb WX MOA4 CBOW CUCTEMHbIE
KOHdurypaumm — 310 JaeT OLWyTWUMbIA POCT MPOoM3BOAUTENIBHOCTH
(MpwY XXenaHWM MOXHO faxe BCH CUCTEMY COOpaTh U3 MCXOLHWKOB,
[ONA 3TOr0 CYLWEeCTBYHOT cneunasibHble AUCTPUOYTUBbLI — HanpumMep,
Gentoo nnu LFS). Tak uto KomaHga ./configure && make && make
install 3HakomMa no4yTn Kaxxgomy nvHykcouay. Make — ato ytunuta
Ana aBTOMaTtMsauuu onepauuii Nno npeo6pasoBaHWio aisos.
Yallle Bcero ee Mcnosb3yloT AN reHepaunum KoMaHa, KOMNuUIATopy.
[JaHHasa cTtatba paccmarpveBaeT paboTy make C KOMMUAATOPOM
GCC.

MporpammMa make BbINOMHSAET  KOMaHAbl  COr/1acHO
npaswiam B crneyuasibHoM paiine. 3ToT pan HasbiBaeTca make-
daiin (makefile). Kak npaBnno, make-haiisi ONMCbIBAET, Kakum
06pa3oM HY)XHO KOMMWMPOBATb M KOMMOHOBAaTb nporpamMmy. Tak
4TO BCA paboTa CBOAMUTCA K HanmcaHuio npaBusbHOro make-gaina.

Oopopmasiem Makefile

HayunTbCcs 3TOMy HECNIOXHO: AOCTATOYHO MOCMOTPETb, Kak OH BbIFAANT
B MCXOOHUKAX MNPOCTbIX AEMOHCTPAUMOHHBLIX nporpam (4YutaTb make-chaisbl
KPYMHbIX MPOAYKTOB HauMHAKOLWMM, & Takke CMabOHEepBHbIM HE PeKOMeHAyl —
ypeBarto :) F'opa3go TpyaHee HanucaTtb Takoii make-thaiin, KoTopbIil He NpuaeTcs
nepenucbiBaTb N0 CTO pa3 No Mepe yBennyeHus npoekta. OH [JO/KEH ObITb
KOMMNakTHbIM 1 uymTaembiM. OH [O/DKEH YMeTb aBTOMaTWYecku BbiCTpavBaTb
LLenoykM KOMMUAAUMM O06BEKTHbIX halinoB NO 3aAaHHbIM UCXOAHWMKaM. B Hem
OO/MKHO 6bITb SIEFKO MEHATb MYTU K UCXOAHMKam UM 06bekTHuMKam. HakoHeu, OH
[JOMKEH 6bITb TakMM, YTOGbI Bbl CaMU MOIIM B HEM pa3obpaTtbCcs No NPoLLEecTBUK
BpPEMEHW.

¢ npeanarato Takoii BapuaHT:

TARGET = mygame

SRCDIR = ./source

OBJDIR = ./source/ob]j

SRCNAMES = main.cpp Objects.cpp Sound.cpp

CXX = gt+

CXXFLAGS = -03

LIBS = -L"." -1GLU -1GL -1SDL libmystatic.a libmyshared.so
INCLUDE = -I"./source/include"

OBJ = $(addprefix $(OBJDIR)/, $(notdir $ (SRCNAMES:.cpp=.0)))

all: $(OBJ)
$(CXX) $(CXXFLAGS) -o $(TARGET) $(OBJ) $(LIBS) -Wl,-rpath,.
./$ (TARGET)

$ (OBJDIR) /%$.0: $(SRCDIR) /%.cpp
$ (CXX) $(CXXFLAGS) S$(INCLUDE) -o S@ -c $<

clean:
rm $ (OBJDIR)/*.o

.PHONY: all clean



TARGET — ueneBoil 06bekT. OTO UMSA MCnosiHAemoro cpaiina,
KOTOPbIV Bbl NO/yYMTE B pe3ysbTare Coopku;

SRCDIR — anpekTopus ¢ ucxogHbiMu channamm (*.cpp);

OBJDIR — anpekTopus ¢ 06beKkTHbIMK haitnamm (*.0). B gaHHOM
npumepe S pewun OTAe/MTb UX OT WMCXOLHWKOB, 4TOObl He
MeLLanunce;

SRCNAMES - cnMcok wucxogHbix dpaiinoB. Croga MOXHO
[06aBNsATb HOBbIE MO MepPe UX NOABNEHUS;

CXX = komMnnnAaTop;

CXXFLAGS - dnarn ontumusaumm. Habop [oCTynHbIX ¢hnaros
3aBUCUT OT UCMOMNb3yeMOro koMmnunaTopa. O6bIYHO 34echb NULyYT
-01, -02 wwm -0O3, 4YTO COOTBETCTBYET TPEM YPOBHAM
onTuMmmsauymm. -O3 — camblil BbICOKUA. ELle MOXHO [06aBUTb,
Hanpumep, -mtune=pentium4 — 37O ONTUMWU3MPYET KOZ MOf,
npoueccop Intel Pentium 4. A cnar -OSs NOMOXET YMEeHbLUUTb
pasmep ucnonHsemoro daina. bonee nogpobHble cBeAeHus
NLIMTE B AOKYMEHTaUMM K Bawel Bepcun GCC;

LIBS — cnucok 6mbnmnoTtek, nogxkaoyaemblx Npu KOMMOHOBKE, a
Takke onuusa -L “.”, ykasbiBawowlasa SMHKepy, 4YTo O6ubMoTekn
crnefyeT UckaTb U B TEKyLLEn AMpekTopum (OTHOCUTeNbHO make-
thaiina, pasymeeTtcs);

INCLUDE — gupekTtopun, B KOTOPbIX CNefyeT uckatb CTaHaapTHbIe
3arofioBOYHbIE chaiifbl;

OBJ - cnnucok O06bekTHbIX (oalinoB. OH  aBTOMaTUYECKM
reHepupyeTcs U3 CNnCKa NCXOAHbIX haios;

all — uyenb gns cbopkn Bcero npoekta M 3amycka LUeneBoro
ncnonHsemoro paiina. Bbi3biBaeTcs, ecnn nogaTb KomaHay make
nnn make all. ObpaTnTe BHUMaHWe, 4TO NPU 3TOM MepecodmparoTcs
He BCe O0ObEeKTHble (hainbl, a TOAbKO TE, B YbMX WCXOAHUKaX
NPOU30LWNN U3MEHEHUS — TakuM 06pa3oM, Aaxe KPYMHbIA NpoekT
byaeT cobmpatbCcsa AOBOJSIBHO BbICTPO;

$(OBJIDIR)/%.0 — uenb Ana c6opky O6BEKTHOro paina. Bbl
MOXeTe, Hanpumep, nogatb komaHay make Objects.o;

clean — uenb AnsA yganeHus Bcex 06bEKTHbIX dhaiinos. Ee MoXHO
MCMnosib30BaTh A1 nepecbopky NPOEKTa «C Hy/1A», Korga B NpoekTe
Npou3oLLNK KapAvHasibHble U3MEHeHNs, KoTOopble He
npocnexusarTcs aBToMmatuyeckn: make clean && make all;

.PHONY - yka3biBaeT abCTpakTHbIE LiefIn, KOTOpble He cnyxaT Ans
CcOOpPKM KaKoro-To KOHKpeTHoro dpaina. K Hum otHocsTes all n clean.
Ecnn Bbl fo6aBnsete cBOWM HOBble Lenn (Hanpumep, Ans cOopku
MpoeKTa C pa3NINYHO KOHUrypaumein nam sanycka ¢ pasnnyHbiMm
onuuamu), He 3abyabTe ykasaTb ux kak .PHONY.



9710 BCe!l

Hageemcsa, Homep Bbilen MHTepecHbIM. Ecnn Tak, nogaepxute FPS!
OTnpaBnsiite ctatbl, 0630pbl, MHTEPBbLIO U NpoYee Ha bble TeMbl
KacatesibHO urp, rpadvkn, 3Byka, NPoOrpaMmmMmMpoBaHnsa 1 T.4. Ha AWK
pegakuunm: clocktower89@mail.ru.

InasHbIl pedakmop XypHasna
Gecko


mailto:clocktower89@mail.ru
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