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PA3BOJ U APXUTEKTYPA GAME ENGINE IOTOHA UTPE
GAME ENGINE DEVELOPMENT AND ARCHITECTURE

Hejan JoBanosuh, @axyarmem mexnuukux nayka, Hoeu Cao

Ooaact — EJIEKTPOTEXHUKA U PAYYHAPCTBO

Kparak canp:kaj — [7asuu npeomem pada jecme uc-
mpaoicugar.e U npoyuasarbe 001acmu pazgoja No2oHa
uepe 3a kpeuparse 2D u 3D pauynapckux ueapa. Ha oc-
HOBY CmeveHux ungopmayuja u 3Hara, UMNiIEMEeHmMUpan
je u y pady npeocmasmen Game Engine nozon uepe,
deckmon annauxayuja 3a Windows onepamusnu cucmem
nocebHO  OuzajHupana 3a  Kpeupare U  pyKoGarbe
Jjeourncmeenum komnonenmama npojexama 3D ueapa,
xopucmehu C# u C++ npoepamcke jesuxe. Hmniemenma-
yuja aniuxayuje u rbeHe apxumekmype OemdambHO CY
objawirbene, y3 c8e00yXeaman npe2ied meopujcke 0CHO8e
U mpeHymuoz cmarsa y 001acmu pazeoja no2ona u2apa.

Kibyune peum: Game Engine nozom ucpe, 3D mooen,
noeot 3a epaguxy, MVVM, DLL

Abstract — The main subject of the Master’s Thesis is to
research and study the field of game engine development
for creating 2D and 3D computer games. Based on the
acquired information and knowledge, the Master’s Thesis
features Game Engine, desktop application for a
Windows operating system that is specifically designed to
create and handle the unique 3D games project
components, using C# and C++ programming languages.
The implementation of the application and its architecture
are explained in detail, with a comprehensive overview of
the theoretical basis and current situation in the field of
game engine development.

Keywords: Game Engine, 3D models, graphics engine,
MVVM, DLL

1. YBOJ

Tokom pa3Boja wurapa, mpBu mpoOieM ca KOjuUM ce
Pa3BOjHM THMOBH CyO4aBajy, IIOpEJ caMor Ji3ajHa Hrpe,
jecte m300op amara 3a pas3Boj. Ocum wu300pa anara,
pa3BOjHM TUMOBH ce cycpehy ca OpojHHMM H3a30BHMa.
Jenan on xpyuHMx ¢axkTopa je  ONTHMHU3AIMja
nepdopmancu urpe. Kako 6u npaBuiHo (QyHKIHMOHHCAIA
7 Tpykala 3aJ0BOJbaBajyhnl MOXKHMBJba] KOPHUCHHUIINMA,
BaXKHO j€ OCUTypaTH Jja urpa pagu 0e3 3acrtoja, moceOHO
Ha pa3nnyuTuM miardgopmama u ypehajuma. Ilopen tora,
JM3ajHupambe e(uKacHe JIOTMKE M MeXaHHMKe 3axTeBa
NaXJbUBO IUIAHUPAkE M HMIUIeMeHTaljy. EdukacHo
yIpaBJbakhe MEMOPHUjOM MOJXKe 1T000JbIIATH NephopMaHce
Urpe ¥ CMambUTHU MOTPOILBY pecypca.

HAITIOMEHA:
OBaj pax npoucTekao je U3 MacTep paga 4iju MEHTOpP
je oua np I'oppana MugocaBibeuh, pea. npod.

V3umajyhu cBe HaBeleHe H3a30Be y 003Mp, THMOBH 32
pa3Boj Urapa 4ecto Kopucte KOMOMHAIH]Y ajaTa, TeXHO-
JIOTHja ¥ TMPUCTYyIa KaKo OM MOCTHUIIIH ONTHMATHE pe3yii-
tate. bamancupame n3Mely GyHKIHOHATHOCTH, (IEKCH-
OMITHOCTH, Op3UHE pa3Boja U HephOPMAHCU UTPE KIBYUHO
je 3a cTBapame 0XkHBJbaja Koju he nmpuByhu u 3aapkartu
Naxmy urpada. Ysumajyhu y o03up HaBesneHe dakrope,
3a 0Baj mpojekat KpeupaH je Game Engine moron wurpe.
[IpexncraBiba KOMOMHAIN]Y PA3IHMYUTUX €JIEMEHaTa I10To-
Ha wrapa Hamucanux y C++ u C# mporpamckum je3u-
Ma, Kako OW ce UCKOPHUCTHIIC IPEIHOCTH KOje OBH MPO-
TPaMCKH je3WIHU TPYykKajy, y3 MoryhHOCT crmoGogHOT pas-
BUjama Urapa y KeJbeHOM IIPaBILy.

2. MPOJEKTOBAILE U UMIIVIEMEHTALINJA
TEXHUYKOI' PEHIEIbA

2.1. PauyHapcke Urpe, HCTOpHjaT U pa3Boj

Pauynapcke urpe ucropujcku aatupajy u3 1950-ux roau-
Ha, KaJa Cy HAy4YHWIM IOYeIM Ja IU3ajHUPAjy jel-
HOCTaBHE WTPE 33 pauyyHape KOju Cy Tajaa OWIH y pas3Bojy.
Jlanac, caapikaj paduyHapCcKHUX Urapa je HeBepOBaTHO pas-
HOBPCTaH, W HMXOB YTHIA] Ha JAPYIITBO j€ 3HA4YajaH.
[oka3zayio ce 1a urpe uMajy MO3UTHBAH YTHIAj HA KOTHU-
TUBHE (QYHKIHje, yKJbydyjyhu mnobosplmany memopwjy,
MaXmby W CIIOCOOHOCT pemaBama npobnema. Takole,
NpUMEUBE Cy Y 00pa30BHHM CBpXama, IIPH 4YeMy MHOTE
IIKOJIE KOPUCTE Wrpe Kako OW IogydaBaje IMpeaMeTe
MIOITYT UCTOpHje, HayKe B MareMaTuke. MeljyTum, mocto-
ju u Opura 300r TOTEHIMjATHUX HEraTUBHUX edekara
MPEKOMEPHOT UTpama, TOIMYT 3aBUCHOCTH U COLMjajiHe
n3onanuje. Ca TEXHUYKE CTpaHE MPEACTAaBIbajy BEIHKU
M3a30B 3a pa3BOjHE THMOBE. 3axXTeBajy BUCOKe mnepgop-
MaHce W ontummzanyjy. OcuMm Tora, pa3BOjHM THMOBHU
MOpajy UMaTH pa3yMeBambe 3a AU3ajH, YMETHUUKE acIeK-
Te, My3HKY U 3ByK Kako OW CTBOPWIIM 3aHUMJBHB H MPUB-
JayaH JOKUBJbAj 33 Hrpaye.

2.2. Pa3Boj urapa

Pa3Boj mrapa je mporec cTBapama BHAEO UTapa, Of II0-
YeTHOI' KOHIIeNTa 10 Kpajier mpomsBona. [Ipencramipa
CJIO’KEH W M3a30BaH MpoIiec, 3axTeBajyhu my0oko pasyme-
Bambe TEXHOJIOTHjE U MPUHIMIA J13ajHa. 3aXTeBa LHIMPOK
CHEKTap TEXHUYKHX U YMETHHUYKUX BEIITHHA, YKIbYUYjy-
hu nporpamupame, AnW3ajHUpame, BU3YEIHY YMETHOCT,
ayJIM0 MHXXEHEPHHT, YIIPaBJbakhe NPOjeKTUMA M jOILl MHO-
ro Ttora. [Ipouec pa3Boja urapa oOHMYHO MOYHELE (Ha30M
KOHLENTya n3aluje W [u3ajHa, TJe Pa3BOjHU THMOBHU
onpelyjy OCHOBHY MEXaHUKY, IIpU1y, KapakTepe U Apyre
outHe enemente. Paza mporpamupama je cple pasBoja,
rIe pa3BOjHM THMOBH KOPHCTE€ IIOrOHE Hrapa 3a
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HUMIUIEMEHTAllMjy OCHOBHHMX MexaHuka urpe. CTBapame
3ByKa je jOll jelaH KJbYYHH acleKT pa3Boja, jep Moxe
3Ha4ajHO yYTHIATH Ha YKyHHy arMmocdepy Wurpe u
JIOYKUBJbA] UTPAYHMA.

2.3 Iloron urpe

Ioron wmu mortop wmrpe [1] je kipydHa codrBepcka
KOMITOHEHTa MHTEPAaKTUBHUX IIporpamMa, koja omoryhasa
Pa3BOjHUM THMOBHMA Kpeupame 00raTux U y30yIJbUBHX
BHUJICO UTpe, cMawbyjyhu Bpeme U moTpeGHe pecypce dumMe
ce 3Ha4ajHO yOp3aBa pa3BojHU mpouec. [Ipyxa cer yHar-
pen neduHMCaHUX anaTta, OMONMMOTeKa W (yHKIHja 3a
JIAKIIe JU3ajHUpame, WMIUIEMEHTAIl]y W TeCTUpPambe.
OwmoryhaBa pa3BOjHUM THMOBHMA J1a KPEUpajy KOMILIEK-
CHEC W HMHTCPAKTUBHC CBETOBE HUTapa ca }ICCI)I/IHI/ICS.HI/IM
npaBWINMa Urpe, 10Aajyhu UM Kapakrtepe, 00jeKkTe, aHH-
Manujy u ¢usuky koja noxaceha Ha peanan cer. Ilopen
OCHOBHUX €JIeMEHaTa IoIyT rpaduykor npukasa 3a 2D n
3D rpaduxy, cumynanuje GU3HMIKHX 3aKOHA, 3BYKa, CKPH-
IITH, aHUMallija u yMpe)KaBamba, [IOTOHU Urapa npyxajy u
MoryhHocT 3a Kopuinhieshe BemTauyke HWHTEIUTCHL]E,
JeTeKIWjy cylapa W OATOBOp Ha cynape. [Ipe morona
urapa, urpe cy oOM4YHO Omiie cTBapaHe Kao jeIMHCTBEHU
SHTHUTETH, OW3ajHUpPaHe OX Hyje. YCleA I0jaBe IOTOHA
urapa, pa3BojHM THMOBH YMECTO Ja JIOTHKY HTPE HMILIe-
MEHTHPAjy OJ HyJIe, JHUIEHINPajy OCHOBHE JeNI0BE CO(T-
Bepa M (OKYCHpajy Ce Ha AM3ajH COICTBEHUX pecypca
urpe. [ToHOBHO yrmoTpeO/pHUBH ITOTOHK Urapa oMoryhasajy
OpXM W JIaKIIK Pa3Boj, IITO je AparoieHa MPeIHOCT Y
KOHKYPEHTHO] WHIYCTpHju Buaeo wrapa. Ha cmmim 1,
MpUKa3aHa je TIOHOBHA ymoTpeba MoroHa urapa, Koju je
npencraeuo Llejcon I'peropu (Jason Gregory) y cBojoj
ku3m ,,Game Engine Architecture, Second Edition* [1].

t_. p t ‘I_H.

Cnuka 1 - I'pag nonosne ynompebmougocmu nocona uepe
xoju je npedcmasuo [lejcon I'pecopu

CBe KOMIIOHEHTE y MOTOHY WIPE Ce Ipaje W MHTETPHUIILY
Kako OW Tmonpkayie IMJbeBe pas3Boja urapa. Heke oxg
HAjBAXHMAjUX KOMIIOHEHATa Cy TJIABHH MPOTpaM Urpe
(emrn. main game program), ypehaju 3a yHOC
urdopmanuja (edri. input devices), moron 3a rpaduky
(eurn. rendering engine), moron 3a ayauo (enri. audio
engine), Bemrauka wHrenurenuuja (enria. Al, artificial
intelligence), norou 3a ¢usuky (eurn. physics engine), u
yMpexaBamwe (eHrL. networking).

Jenan ox majehmx m3a3zoBa ca KojuMa ce cCyodaBajy
pa3BOjHM THUMOBM IIOTOHa Wrapa Cy XapjaBepcka
orpannuema. lllto je mrpa Beha (6wio ma ce pagm o
Behem Opojy oOjexaTa WM CIIOKEHHjO] JIOTHIM) ITOTOH
urapa Mopa OOaBHTH BHIIE padyHama, LITO 3aXTeBa
Bucoko omntepeheme CPU-a. Ilepdpopmance urpe mory
Outn yTHiaHe OpP3MHOM W KOJNWYHMHOM JIOCTYIIHE
Memopuje Ha xapa-mucky (eur. HDD, hard disk drive).
VY cnyuajy cmnopujer HDD-a, moxe mohu mo myxux
BpeMEHA yuyWTaBama o0jekata M came urpe. Jomn jeaan
(axTOp XapABEPCKOr OrpaHHYeHa je KOJINYnHa 1 Op3uHa
RAM wmewmopuje (enrs. random-access memory). Heku
Pa3BOjHM TUMOBH OJUTy4yjy la BehuHy pecypca y4uurajy y

RAM wmemopujy kako Ou yOp3anu mpolec y4duTaBama.
MelyTum, 3a Behe urpe nim urpe ca BACOKOM rpaduukoM
PE30JIyLIHjOM, OBO MOXE OMTU U3a30B, jep 3aXTCBa BEJIUKE
konnunHe RAM memopuje. Mako je nusb norona urapa zia
omoryhu Kpeupame BHUIlE Pa3IMYUTUX WUrapa, TO HUjEe Y
MOTIYHOCTH ocTBapuBo. CBaka HOBa UTpa Koja ce pa3BHja
Ha UCTOM IIOTOHY UTpE je caMO Bapujanuja NpeTXoiHe, a
YKOJIMKO Pa3BOjHH THMOBH K€J€ Jla HalpaBe Jpyradujy
BpcTy urpe, mopahe &a Npmiarone WIH J0Iajy HOBE
(YHKIMOHATHOCTH y TIOrOH Urpe. M3naBavm, cyodeHn ca
CH&)XHOM KOHKYPSHIIMjOM Ha TP)KHUINTY Hrapa, 4ecTo
3aapKaBajy cBoja oTkpuha u amare 3a cebe. MHorm
pa3BOjHM THMOBH CTBapajy MHTEpHA pellema M ajiaTe 3a
Kpeupame T[OroHa Wrpe, INTO OTeXaBa JpyruMa
Pa3BOjHMM THMOBUMA Ja Ca3Hajy Kako Cy OHHM Pa3BHIIN
cBoja pemiema. OBO CTBapa HEIOCTATaK CTAHIAPIU3AIH]e
y Meronama u npakcama. Kao pesynrar, HOBU pa3BOjHH
TUMOBH MOpajy CcaMH Ja HCTPaXyjy Kako Ja Kpeupajy
MIOTOH UTPE, jep He M0CTOje YHUBEP3aIHE CMEPHHUILIE.

3. MPUKA3 UMIIVIEMEHTUPAHOTI PEHIEIHA
3.1. Tenepanna apxurektypa Game Engine morona

Ha cmunum 2, mpukasana je apxurektypa Game Engine
noroxa urpe. ['maBaa kommonenra Game Engine morona
urpe je crarnuka 6ubmmoreka morona (Engine.lib) koja
IpyXa CBe HEONXOIHEe (PyHKIIMOHATHOCTH 3a IIOKpETame
urpe. Mehytum, cama 6ubIroTeka HUje TOBOJbHA 3a Kpe-
Upame KOMILIETHOT 1pojekta urpe. Kopucru ce u enurop
uuBoa (Level Editor) 3a m3rpammby KOPUCHHYKOT HHTEp-
¢ejca. JenaH on KIbyUHHX e€JIeMEHATa KOjU OJIaKIaBa Ko-
MYHUKanujy u3mely morona urpe M eguropa HHUBOA Cy
6ubnnoTeke quHaMUIKKX Be3a [2]. OBe OuOIHOTEKE OMO-
ryhaBajy edukacHy pazMeHy (hyHKIHMOHAJIHOCTH M I0Ja-
taka u3amely apa aena Game Engine morona urpe. Iot-
pe6un cy DLL norona (EngineDLL.DLL) u DLL xoma wr-
pe (GameCode.DLL) kako 6u ce yBesanme (yHKIHje H3
oba DLL-a y eagmrop HUBOAa pamud HHUXOBE YCIEIIHE
KOMYHHKaIH]e.

}Engml lib |

Voo — Helds the game code &
functions for instantiation

Gwc-:dac:t/

{ | Engine. tib | 1 [ engine lib |

o — | \ -<
!GngnMDLL.OLL | Gome.exe
|

—l Level Editor

\ s ~ \ —

Holds the data & the
engine code

Cnuka 2 - Apxumexmypa Game Engine nocona uepe
3.2. JIu3aju kopucHUYKOT HHTep(ejca euTOPa HUBOA

Ha cnunwm 3, npukasaH je equTop HHBOA Ca CBUM CBOJHM
KOMITOHEHTamMa uHTepdejca o3HaueHHM OpojeBuMa ox 1
no 8. Te kommoHeHTe cy Tpaka Menuja (1), Tpaka ca
amarnma (2), YeTHpHW He3aBHCHa peHuep ekpana (3),
TPO30p CIIEHA M BUXOBUX eHTHTETa (4), Mpo30p 32 MCIHC
nopyka (5), mpo3op 3a cuctemcke mopyke (6), mperpa-
®uBad caapxkaja (7) u, IpO30p CBOjCTBA CEIEKTOBAHOT
edruTera ciene (8).
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Cnuka 3 - I[Ipukas eoumopa nueoa Game Engine nocona

3.3. I[Ipojekar — clieHe — EHTUTETH UIPe — KOMIIOHEHTE

VY mpormecy pa3Boja mrapa ImpojekaT, CIeHe, CHTUTCTH H
KOMIIOHEHTE MI'PE MMajy Ba)XKHY YJIOTY y OpraHu3alluju U
CTPYKTYPH MIPE Kao HhEeHH KJbYYHH KOHIenTd. Ha ciunm
4, mpuKkazaHa je apXHUTEKType OBOT KOHIENTa YHYyTap
Game Engine morona wurpe. IlpojekaT je MeHTpaIHU
KOHTEJHEp KOjH CaJp)Kd CBE IMOJATKe W pecypce Hrpe,
crieHe nedUHHITY TOJpYyYja 3a UTPY YHYTap came Hrpe,
EHTUTETH Urpe MPEACTaBJbajy HHTEPAKTUBHE €JIeMEHTe, a
KOMITOHEHTE TIpyXKajy crenuduune (yHKIMOHATHOCTH U
MOHAIlakha EHTUTETHMA.

f |

Project I‘—"‘ Scene =¥ Game Enfities =¥ Components
|| Gaw) (Zat) Cox)

%

Cnuka 4 - Apxumexmypa uepe kpeupaune y Game Engine
3.4. EHTUTETH OPMjEeHTUCAHM HA NOJATKe

Enrturetn opujeHtrucann Ha mojaatke (eurn. Data-Orien-
ted Entitiec) [3] je mpucTyn opraHm3aiuju mojaraka y
urpama. Y OBOj mapagurmMu, (GOKyC je Ha cpHUKaCHOM
CKIIAMUIITCy W 00paad TNOojaTaka, ca pas3[BajambeM
OJITOBOPHOCTH W3Mel)y mojaTaka M moHamama. CTBapHU
MOAAIM 332 CBAKM CHTUTET C€ CKIAJHUIITE Y OJBOjCHHM
KOMIIOHEHTaMa, KOjé Cy CTPYKTypHUCaHe KOIEKIIHje
nojaraka. Hynu mpeanoctd y morieny nepdopmanc,
ONTHMHU3AIMjOM IIa0JIOHA TPUCTyNa TOAalMMa |
MaHunynaiujom ¢parmMenranuje memopuje. OBaj cucrem
ce O0OMYHO KOPHCTH y ClieHapHjama ca BEJIHKHM OpojeM
CHTHTETA WIX Kaja cy nephopmaHce KbyuHH (akrop. Y
Game Engine moroHy urpe, 0oBaj MPUCTYN MHpEACTaBsba
HampeJHy BEp3Wjy IU3ajHa OPHjCHTHCAHOT Ha MOJATKE,
NpU YeMy Cy SHTHTETH CaMoO JIMCTa MHIEKca, Oe3 Kiaca
WM CIMYHUX KOHIenaTa (PUKa3aHo Ha CIUIHN D).

i | osen oo 0003 0004 008
= | |
T |

"x,"'l"" oot | 0oeR [ 0o o0

Sonpr | ! |

- 1 o o = so02
"'"x:‘" 0301 0%e ' 00y 2004

—— — e —

Righd

ot Tos 3 } ' 003 2002

Cnuka 5 - Enmumemu opujenmucanux na nooamke y
Game Engine nozony uepe

OBaj mpuctyn je gomatHo yOp3ao mporec, cMamyjyhu
onrrepeherse mporecopa 1 Opoj MPOIyCTa Kl MEMOpPH]E.

3.5. Ckpuinre eHTUTETA

Ckpurnra eatuteta y Game Engine morony urpe ¢yHKIwm-
OHHIIIEC Ka0 ,,M03aK" MOrOHA Urpe, NCPHUHUIIC TTOHAIIAHE
enemeHata urpe. C 003UpoM Jla ce SHTUTETH H3JIaXy KO-
Iy Urpe IMyTeM Kjaca CHTUTETa, OHe ce Hacielyjy Kako
OM ce KOHCTpyHcalla OCHOBHA KJIaca 3a CBE CKPUIITE SHTH-
teta. Jlakie, Kiaca eHTUTETa CIy)KH Kao OCHOBA 3a CKpH-
NTy EHTHTETa, Koja je TeMeJb 3a CBe Jpyre Kiace
CKPHIITH.

CBe KJace CKpUNTH 3ajeIHO 4ymHe Koj urpe. OBe kiace
CKPHIITH [eNyjy Kao KOMIIOHCHTE EHTHTETa y IOTOHY
urpe. lMruteMeHTanujoM OBe JIOTHKE jgobuja ce
ApPXUTEKTypa T CHTUTET UMa jeTHy CKPHIIT KOMIIOHEHTY
Koja MMa TOKa3uBaye Ha WHCTAHIE KOJOBAa CKPUIITH
CKJIaJIMIITEHUX HET/Ie Y MEMOPH]H.

3.6. IIpoTrouna oOpajaa reomeTpuje u pecypca
Komnonenrta mnporouHe oOpaae reomerpuje (€HII.
geometry pipeline) y Game Engine morony wurpe je
OJITOBOpPHA 3a TpaHC(OpMalrjy ¥ IpUKa3uBame o0jexara
Ha ekpany. Cactoju ce on Hu3a (aza Koje MaHUITYJIUITY U
00pal)yjy reoMeTpujcke moJaTke Kako OM ce TeHeprcaia
KOHauHa ciHka. ['eomerpuja Moxke OWTH MMIIOpPTOBaHA
kao 3D Mozmen kpeupaH ajaTHMa 3a KpeHpame pecypca.
VMmopToBaHM MOZENW ce Iajky Ha mporec obpane u
ImakoBama Ja Om ce Kpeupao pecypc y dopmaTy Koju
Game Engine moron urpe Moxe KOPHCTHTH U YyBaTH Kao
JaTOTeKy pecypca y eautopy HuBoa. IIpotouna obpana
pecypca (enri. asset pipeline) o6yxsaTa ckym mporeaypa
W ajara KOjU Cc€ KOpHUCTE 3a YINpaBJbambe HMIIOPTOM,
obpamoM, ONTHMH3AIMjOM M HHTETPALHjOM Pa3IUYHTUX
pecypca ynytap Game Engine morona urpe. Onakiasa
e(HKaCHO yNpaBjbakbe pECypCMMa TOKOM YHTAaBOT
mpomeca pas3Boja wurapa omoryhasajyhm  pas3BojHEM
TUMOBHMa Ja OJIpXKE CTPYKTypHCaH M e(pHKacaH palHH
Tok. [loGospmiaBa capammy wm3Melly ymeTHHKAa U
IporpaMepa Kao 4IaHOBa Pa3BOjHHUX THMOBA, CMamyjyhu
nojaBy rpemaka u mnoBehaBa mepdopmaHce ¥ BH3YETHU
KBaJIMTET pecypca YHyTap urpe.

3.7. lIporouna o6pana Direct3D-a

Direct3D [4] je rpaduuku unTepdejc 3a mporpaMupame
amMKaiyja passujer on crpade Microsoft-a. Kopucrtu ce
MPETEKHO 32 PEHACPOBAKkE TPOIUMCH3UOHATHE rpaduke
U KpeHpame  WHTCPAKTHBHHX  MYJITUMEAUjaHUX
aluIMKanuja, TOCeOHO y KOHTEKCTY pas3Boja Hrapa.
IMporouna oOpama rpaduke WM TOK Tpaduke (EHII.
graphics pipeline) [5] wasuBa ce u mporouHa o6Gpama
Direct3D-a unu Tox Direct3D-a.

YV Game Engine moromy wrpe OJHOCH CE€ Ha HH3
onepanuja kpo3 koje GPU mposiasu na 6u mpukazao 3D
rpaduky Ha ekpaHy pauyHapa. OBaj mporiec je omucaH
Kao TpOTOYHa o00paja peHIepoBama Ca HEKOIHKO
pa3nuuuTUX (aza, Koje TPaHCHOPMHUIIY TEOMETPHUjCKE
MOJIATKE M TEKCType Y KOHAYHY CITHKY KOja ce peHaepyje.

3.8. Forward+ apxuTekTypa peHaepoBama

PealncTHYHO OCBETI/hEHC CLCHE MPEACTaB/ba H3a30BaH,
aKo He M Haju3a30BHHjH J1e0 peHaepoBama. Game Engine
moron wurpe kopucth Forward+ [6] apxurekTypy
OCBETJhEHA Y PEaTHOM BpeMeHy (ciuka 6). Forward+ je
TEXHHKa peHIepoBama Koja KoMmOuwHyje Forward
PEHZIEpOBabe Ca YKIAmambeM IMOIUIOYaHOI CBETIa KakKo
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O0u ce cMamHO Opoj cBeTajga KOjU Ce MOpajy y3eTH y
003up TOKOM ceHuera. [lobospimaBa Forward penmepo-
Barbe TAKO IITO IPBO ojpel)yje koja cBemia ce mpekianajy
ca KOjoM MOBPIIHHOM y TIpocTopy ekpana. Tokom ¢dase
CCHUCHa, MOTPEOHO je y3eTH y 003Up caMo CBETIa Koja ce
,,IIOTCHIHjATHO* MPEKJIANajy ca TPEHYTHHUM (parMeHTOM.
Cacroju ce ox mponasa ykiamama cBetiaoctd (exri. light
culling pass), Hermpo3upHor mposiasa (eHri. opague pass),
Y TPaHCIAPEHTHOT mposasa (eHri. transparent pass).

May sancsr of separate opague
Repth Death betfer 909 Pansparent passes

prejpass
]
i .
Cakuets Light Down-cample for
frustum grid " adlingBisaing Randar pods st parpoces
|
[——
Lght data | Pozt-prosess | e
r(m;«’ ::::m- fpy Flaal
| besed effears '\ (swep than) )
o) —_—

L ;
Cnuka 6 - Forward+ apxumexmype pendepogarva y
Game Engine noeony uepe

3.9. Tpancdopmauuja ogjexara

Game Engine moroH wWrpe BpHOIM CKYN PpasiHYUTHX
MaTeMaTHYKHX OIepanuja Tpanchopmanmje odjekara mpe
HEro ImTO ce O0jeKTH PEeHAepyjy W NPUKaXy Ha eKpaHy
(ciuka 7). O6jexTH cy nehUHHUCAHN HA OCHOBY JIOKAIHOT
KOOPAWHATHOI CHCTEMa KOjU C€ 3acCHHMBa Ha IPOCTOPY
o6Gjekra (Object space). Ceako teme y 3D mozeny uma
MO3HIIM]Y KOja je pelaTUBHA y OJHOCY Ha JIOKAJIHE KOOp-
nuHate oOjekta. OBa MO3WIMja Y CBETY UIPE je TPaHC-
(dbopmarmja cBeTa W YecTo je KoMOWHammja TpaHC)op-
Malyje, poTaluje W CKaJMpama OPUTHHAIHOT O0jeKTa.
ITocne oBe Tpanchopmarmje, 3a 00jeKTe ce Kaxke Ja ce
Hanase y npocrtopy csera (Word space).

HeomxomHo je ma Game Engine moron wurpe wuspasu
TIO3MIIN]Y W OPHMjEHTALN]y CBaKor 00jeKTa Kpo3 KOOp.IH-
HaTHH CHCTEM KaMepe II03HAaT Kao IPOCTOp MOorjiena
(View space) kamepe. Cremeha ¢dasa tpanchopmanmje
objexkta je Tpanchopmanmja mpojekije (Projection
transformation) y kojoj morou urpe cBaky Tadky y mpoc-
Topy BUUbUBY Kamepu yHocu Yy NDC. V oBoj ¢a3u noron
UTpEe KOMITPECyje CBE 00jeKTe KOje KaMepa BUIH y OKBHU-
py. OHO 1ITO ce BUIYM HA paBHH OKBUpa Kamepe Ouhie cka-
JUPAHO TpeMa BEIUYMHU OKBUPA M MPHKA3aHO Ha CKpPaHy
TOKOM pacTepu3alyje.

Mermalized Device
Cosedinates (NGC)

"C’;,u “-s) -
World spoce (

Cnuka 7 - IIpuxas npoyeca mpancgopmayuje objexma y
Game Engine nozony uepe

3.9. FBX ¢opmar naroreke

FBX [7] je ¢opmar natoTeke, KOju Ce MPBEHCTBEHO
KopHCTH 32 pa3meHy 3D mopena, aHMMamnuja u IpyTrux
rmojaTaka u3Mel)y pa3nuauTux cO)TBEPCKUX ATUIMKAIlHja.
Cepxa FBX-a je na 06e30enn cBecTpaH u KOMITATHOMIIaH
(dbopmar naToTeke, Koju Ipyxa CTaHIapAN30BaH HAYMH 32
npeHoc cinoxennx 3D acera wu3Melly pazauuMTHX

mporpama, 6e3 ryOnuTaka Ba)KHUX [TOJIaTaKa U BU3yeTHE
BpPEAHOCTU. MoXe calp)aTH LIMPOK CIIEKTap MOJaTaxa,
yKJbyudyjyhu reoMeTpujy, TeKCType, aHUMalujy CKeleTa,
Marepujasie, Mellame OO0JMKa, CBETJIa, KaMepe M joII
MHOro tora. OwmoryhaBa ouyBame Xujepapxuje Ha
pa3nuuuTUM co(pTBEpCKUM IuiatdopMama, oakiiaBajyhn
capanmy pasBojuux THMoBa. Kopucrehm FBX, Game
Engine moron wmrpe Moxe HECMETaHO IEIHTH pecypce,
mojemrHoCcTaBbyjyhu pagHe TOKOBe W moOoJbIIaBajyhn
KOMIATHOMIHOCT y pagy ca JPYTHM MOTOHMMa urapa. Y
ocHOBU FBX-a mexxu koHment rpada CIeHe, CIyXH Kao
KOHTEjHEep 3a cBe eneMeHTte. ['pad cuene je mirpaleH Ha
XHjepapXxmjcKoj CTPYKTYpH cacTtaBibeHoj ox FBX uBoposa
(Be3a pomuTesb-A€TE) KOjU TpeAcTaBbajy onapeheHu
€JIEMEHT y CIICHH.

4.3AK/bYYAK

Y oBOM paay HCTpaXkeHa je M OmHcaHa KOMIUIEKCHOCT
mpolieca pa3Boja NOroHa Urapa M MakJbHBO JIEKOHCTPYH-
caHa Kpo3 J1Ba KJby4Ha moryiaBsba. O0janImeH je CoXKeH
JIM3ajH U AIMIDIEMEHTAlHja TEXHUYKOT Pelliekha ca OIIUCOM
cllojeBa pa3Boja HMrapa, Kako OM ce HCTaKIH OCHOBHHU
TeMeJbH KOHCTPYKLMje IoroHa urapa. Hymu yBun y pas-
JUYUTE acleKTe y OKBHPY pa3Boja Mpykajyhu BU3yelHy
MaHHU(ecTaIljy KOHIENTYAIHOT AW3ajHa W UMILIEMEHTa-
je Kpo3 pa3oj Game Engine morouna urpe.
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