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PA3ZPABOTKA ITPOT'PAMMHOI'O OBECIIEYEHU S
JJIA CO3JAHUA KPOCCIINIAT®OPMEHHDBIX
2D M 3D NPUJIOXKEHUM

TepMuH «UrpoBOM IBUXKOK» TOsiBUJCA B cepenune ] 990-x rogos B
OTHOIIEHWW WTP-IITYyTEPOB OT MEPBOTO JIMIIA, TAKUX KaK.0€3YMHO IOITYJIsIp-
Hasg urpa Doom ot komnanuu id Software. Doom ObII CIpOEKTHPOBAH C
JIOCTAaTOYHO YETKUMHU pa3JieJICHUSIMH MEXITY OCHOBHBIMHU MPOTPAMMHBIMU
KOMITOHCHTaMH W TpauueCKUMHU pecypcamMu, ATPOBBIMU MHpPaMH W TIpa-
BUJIAaMU WTPBI, KOTOPHIE BMECTE COCTABJEIM “UTPOBOM ombIT. LleHHOCTH
ATOTO pa3lefieHUs CTajia OYEBUIHOM, KOTHA Pa3paOOTYMKK HAYaId Tepe-
JIENBIBaTh UX B HOBBIC MPOAYKTHI, CO3AABAST HOBBIC M300paKEHNS, MAKETHI
MUPOB, OPY>KUS, IEPCOHAKEH, TPAHCHOPTHBIE CPEJICTBA U TIPaBUJIa UTPHI
P MUHUMAJILHBIX H3MEHCHHUSIX B'CAMOM JIBHIKKE.

['paHnIa MEXTYy UTPOM M.e€ ABMKKOM YacTO pa3MbITa. B HEKOTOPHIX
CllydasiX OHa JOBOJIbHAS UETKas, B APYIHX pa3paOOTUYHKHU JIaXKe HE IhITa-
IOTCS €€ MPOBECTU. B OMHOM Urpe KO peHASPUHTa MOKET «TOYHO 3HATHY,
KaK prCcOBaTh OopKa.‘B|pyroi urpe IBUKOK PEHIEPHUHTA CIOCOOEH MPE/0-
CTaBJISITh YHUBEPCAIbHBIN MaTepuall U CPEJICTBA 3aTCHCHUS U MOXKET OBIThH
MIOJTHOCTHIO OTpe/ieicHa B BU/IC JaHHBIX.

HasnaueHre mporpaMMbl — TPEAOCTaBUTh ITOJHOICHHBIA HHCTPY-
MEHT JJisl \pa3paboTku kpoccrmiat@opmeHHbix 2D u 3D MHTEepaKTHBHBIX
IPWIOMKEHNH, I TOTO YTOOBI «pa3paboTYMK» MOT HE JyMaTh O peaan3a-
MU TEXHUYECKUX JIeTallel MPoeKTa, a CPOKYyCUpPOBATHCS HUCKIIOYUTEIHHO
fa'cBoeM npoxaykte. [IporpaMMHBIN TPOIYKT BKIIOYAET CICTYIONINE KOM-
MOHEHTHI: KOMIIOHCHTBI PEHIICPUHIA, ayJHU0 CHUCTEMa, YIPABJICHHUE IMaMsi-
THIO0, CKPUTITOBBIN JIBIJKOK, CHCTEMA OIPECIICHHS CTOJIKHOBEHUH.

B kadecTBe MHCTPYMEHTAIBHOTO CPEJCTBA ISl CO3JaHUS MPOTpaM-
MbI ObuTa BbIOpaHa cpena paspadbotrku Microsoft Visual Studio 2019 ¢
nojAKItoYeHHoN Oubnunorekoit OpenGL, pa3paboTka Benercss Ha SI3bIKE
nporpammupoBanue C++ B cooTBeTCTBHE cO cTanaapTom C++14.
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