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Annoranusi. Ha s13pike nporpammupoBanus Java Hanucana urpa-muatdopmep Afterglow c wnc-
nosip3oBanueM QpeiimBopka 1ibGDX. I'otoBoe mpusoxenue co3nano anst rardpopmsl Android.
YcranoBieHo, yto libGDX npenoctaBisieT XOpoIo NPOBEPEHHYIO M HAJIGKHYIO Cpely Ui HallH-
CaHUsI IPUIIOKEHUH C TIOJTHOH CBOOOIOH B BEIOOPE CTHIIS.
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Beseoenue. OpeiimBopk 1ibGDX - 310 GecrmarHas miaardopMa ¢ OTKPBITBIM HCXOTHBIM KO-
JIOM, HalMcaHHass Ha s3blKe MPOrpaMMHUpOBaHMs Java, KOTOpas I03BOJII€T pa3pabaThiBaTh
HACTOJIbHBIE U MOOWJIbHBIE WTPBI, UCIIOJIB3YSl OJHY M Ty e KOJIOBYIO 0a3y. Tak kak (peiiMBOpK
Kpocc-naaT(GopMeHHbIH, OCYIECTBIIAETCS OecrpoOIeMHBbIN MEPeHOC MpOorpaMMbl Ha TakHe ara-
patHbie iatopmel kak Windows, Linux, Mac OS X, Android, i0S, BlackBerry u Be6-Opay3eps ¢
noanepxxkkoir WebGL [1].

Hanmcanue koma Beaércst Ha sI3pIKE MPOTPaMMHUpPOBaHUS Java, HECCOMHEHHBIM TLTIOCOM TLIAT-
(dopMBbl SABISIETCS BO3MOXKHOCTH OOJIBIIOrO KOJIMYECTBA YIPABICHHUS CO CTOPOHBI pa3paboTyuka,
HanpuMep, KOHTPOJIb IUKJIOB pUCOBaHMS U 00paboTka coObITHI BBOJA Ha 0a30BOM ypoBHe. J[is
HalMCaHUs KOJa HE BBICTABJIEHO XKECTKUX TPeOOBaHMM, MOATOMY €r0 CTUJIb 3aJ1aéTcs MpOorpaMMu-
CTOM, IIPHU 3TOM IOJIy4Y€HHAasl Urpa He 3aHMMaeT MHOTo MecTa [2].

Ocnosnasn wacme. llenpio poexTa siBisiercst Hanucanue urpsl Afterglow. Dto mardopmep ¢
TOPU30HTAIBHOW MPOKPYTKOM 3KpaHa, MECTO AECHCTBHS — JIECHAs J0pOra, Mo KOTOPOMW IMepe/BUra-
eTcs IEPCOHAX, 10 MyTHU cobupasi TpUObI U NMPeoioeBas NPENATCTBUS B BUJE PYUbEB, IM M NTHIL.
[To croxeTy MajneHbKasi JeBOUKa yOeraer u3 JayHoro jaoma 0alyliKu B Jec A TOro, 4ToObl CO-
OpaTb rpulbl K Cyly, ypOBEHb 3aKaHUMBAETCS, KOTJa OHA BO3BPALIAETCS JTOMOM.

Box2D siBnsiercst pU3MUECKUM JABIKKOM PEabHOTO BPEMEHHU M TPEIHA3HAYEH JUTSl PaOOTHI C
JIByXMEpPHBIMU (PU3NYECKUMHU OOBEKTaMM, OH MCIIOJIb3YETCs, €CIU LIEbI0 SBISIETCS pa3paboTKa Ur-
pI ¢ BuAoM cooky/mnatdopmepa [1]. Pazpadotka B 1ibGDX Benércs uepes nsiTh OCHOBHBIX MHTEp-
(eiicoB, KOTOpBIE B3aUMOJICHCTBYIOT C ONEPALMOHHON CUCTEMOM U peanu3ytoT 03keH. MuTtepdeiic
Application 3amyckaerT HpUIOKEHHE M COOOIMIAET KIMEHTY O COOBITHSX YPOBHS TMPHIOKCHUS,
HarpuMep, U3MEHEHHE pa3Mepa OKHa, oOecreuynBaeT JorupoBaHue 3ampocoB. WHtepdetic Files
MIPEIOCTABIISET JIEKAIYI0 B OCHOBe Tu1atdopmsl (aitnoByro cucremy. Uutepdeiic Input nudopmu-
pyetr APl kimreHTa o 1mosib30BaTeIbCKOM BBOJIE U MOAJIEPKUBAET 00paboTKy coObiTuil. MHTEpdeiic
Audio npemoctaBisieT cpeicTBa JUIS BOCIPOU3BEICHHS 3BYKOBBIX 3((EKTOB M MOTOKa MY3BIKH,
obecrieunBaeT MPsAMOM JocTyn K aymuoycrpoiictBam. Murtepdeiic Graphics mpenocrasnser O-
penGL u mo3BossieT 3anpamuBaTh U yCTAaHABITUBATH BHICOPEIKUM.

Jnst BBI30Ba KOHKPETHOM IIaT(OPMBI CO3IAETCs CIIMANbHBIN Kilace, Tak, Moayiab Android
3aITyCKaeT KOJI Ha COOTBETCTBYIOIIEH MOOMIBHOW TuTaTopMe WiIH IMYISITope, a Moxyinbs Core co-
JICP’)KUT OCHOBHOM TTaKeT UTPHI, B KOTOPOM Haxomutcs kinacc Afterglow u mononHutenbHbIe make-
ThI: Scenes ¢ kmaccom Hud u Screens ¢ kimaccamu PlayScreen, GameOverScreen.

Kuacc Afterglow sto rinaBHbIN UTPOBOM IIUKII, KOTOPBIM Yepe3 MeToA Create() ycraHaBIuBacT
aKTUBHBIM OJIMH M3 JBYX 9kpaHoB: PlayScreen mwiaun GameOverScreen - u geaerupyer eMy BBIMOI-
HEHUE JIOTHKH UTPbl, IporiucanHoi B Metoe render().



57-s1 Hay4Hast KOH(EpEeHIHs aCIUPaHTOB, MAarCTPAHTOB U CTYACHTOB

Kiacc PlayScreen BeimosHseT JIOTHKY UTPOBOTO SKpaHa MpHIOKeHUs. B koj BBeJeHa mepe-
menHas tuna OrthographicCamera, KoTopasi ClieyeT 32 UTPOBBIM MUPOM H PETYIUPYET OTOOpaxKe-
HHE KapThl MHpPa, B CBOIO 0Yepe/b, CBOCOOPA3HBIM «OKHOM» B UTPOBOW MHUD SIBIISICTCS] IEpEMEHHAsI
tuma Viewport, oHa moka3siBacT HIPOBYIO KapTy. B 3aBHCHMOCTH OT MPEIIOYTECHHS COOTHOIICHHUS
CTOpOH, Kamepa Viewport ObIBaeT HECKOJbKUX BHAOB. SCreenViewport ycraHaBiuBaeT 3HaYCHHE
UTPOBOTO MHpa B IOHUTAaX, OCHOBBIBASICh HA pa3Mepe dKpaHa (10 yMOIYaHHio | FOHUT paBeH | muk-
Celly), 4TO MO3BOJISICT YCTPOHUCTBAM C Pa3HBIMHU Pa3pelICHUSIMU SKpaHa BHIETh OOJIBIIEC WA MCHb-
e kaptel Mupa. [Ipu BeIOOpe kamepsl Tuna StretchViewport cootHoleHue cTopoH HE COXpaHseT-
Csl M KapTa MHpa pacTsruBaeTcs Ha Bech 3kpan. [l urper Afterglow aBropom Obita BeiOpaHa Ka-
Mmepa FitViewport, kotopas Macmradupyer UrpoBOd MHp, YBEIHYHMBAs JJIMHY WIH IIUPHHY U JI0-
6aBysist u€pHble noockl. Tak ke B kiacce PlayScreen oObsiBieHa UrpoBasi KapTa, OTPUCOBAHHASA
yepe3 npuiiokeHue «Tiled», koTopoe mpenamosaraeT pasjieicHHE BCEX OOBEKTOB Ha CJIOH, YTO
npeycMaTpuBacT OOJICTUYEHHYIO peau3alliio JIOTHKU CTAJKWBAaHUS C WIPOKOM B JaJIbHEIIEM
HAlMCAHUU JIOTMKU Wrpbl. MHUIManu3aius BceX MEepeMEHHbBIX 3a1aéTcs B KOHCTPYKTOpPE Kiacca
PlayScreen, kotopslii ipuHUMaeT mepeMeHHyo game tuna Afterglow u npemycmarpuBaeT BbIOOD
urpoBoro 3kpana. Meron render() He COAEPKUT MaTEMATHKH, OH BBI3bIBACTCS MIOCTOSIHHO TIPU pa-
00TE MPUIOKEHHS U OCYIIECTBIIIET OTPUCOBKY BCEX OOBEKTOB UTPOBOTO Mupa. B cBOrO ovepens,
metoa update() mpoBOAMUT BCe BBHIYMCICHUS I Meronaa render(), oH mpeaycMaTpuBaeT MPBDKKH,
OTCJIC)KMBACT TPABUTALIMIO. DTOT METO/ BbI3bIBaeTcs 1o deltatime, To ecTh BpeMst MEKIY KaxkIbIM
OTPUCOBaHHBIM KaJpoM. Ba)KHBIM METOJIOM TakK ke sIBIsieTCs IeSize(), KOTophIil mpucnocadiuBaeT
Viewport k cmene pa3mepa skpana. Kitacc GameOverScreen mosiBisieTcst Ipyd OCTAHOBKE HIPhI JIH-
00 Tpu MPOUTPHIIIE, B HEM MTPOUCXOAUT OCBOOOKICHUE PECYPCOB.

Kitacc Hud (Heads-up display) onuceiBaer noruky ctpoku cocrostauii [1]. Kitace Stage Bxo-
IUT B Tpaduyeckuii maker SCene2d, KOTOpbIi SBISETCS MEHEIKEPOM IJIAHUPOBAHUS BHUIKETOB,
pa3MemEHHbIX Ha 3kpane. Kitacc Stage BrIcTymaeT Hamono0ue mycToit KOpoOKH, B KOTOPO pa3me-
IAI0TCS BCe MepeMeHHbIi Tuna Label, aTo taiiMep, urpoBbie 0UKH, HOMEP YPOBHSI, JIOTHKA PaOOThI
¢ KOTOpbIMH Tpornucana B Hud.

3axniouenue. Ha s3pike mporpammupoBanus Java Hanucana urpa-mardopmep Afterglow c
ucrnosib3oBanueM dpeiimBopka lihGDX. T'oToBoe nmpunoxenue co3nano st miardopmber Android.
Ycranosieno, uto libGDX npenocraBiser XOpoio NPOBEPEHHYIO M HAJACKHYIO Cpeay Ul HaIlu-
CaHUs MPHIIOKEHUH C TIOTHON CBOOOION B BEIOOpE CTHIIS.
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Annotation. In the programming language Java, is written platformer game Afterglow using frame-
work LibGDX. Ready-made application is created for the Android platform. It is established that
LibGDX provides a well-tested and reliable environment for creating applications with complete
freedom in choosing the style.
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