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220DEKT CBEYEHUS]

OMBITHBIE monb3oBarenu Blender HaBepHska
3HAIOT O TaKOW I[IOJIe3HOW BellM, KaK pemaKTop
KOMIIO3UTHBIX Y3JI0B, MO3BOJISIONINIA TPOMYCTUTh OTPEH-
IepeHHoe WU300paXkeHre uepe3 pasuyHble (QUITBTPBL
dddexT cBeuenwust (glow) ass Beeit CLIEHBI € €ro MOMOIIBIO
fienaeTcs 3a MATh MUHYT.

=[1 RenderL = |

| =|1 Renderl =

s1 06BIYHO WCIIONB3YI0 I1BA MCXOAHBIX Oydepa.
OmuH pasmbiBaeTcs mo layccy, 3aTem oba CMelInBa-
I0TCS B pexkume cymmupoaHus. Takow addekT xoporir,
KOrZla HY)XHO 3allOJIHUTh BCIO CIIEHy MATKHUM,
«BOJTIIEOHBIM» CBETOM.

Bce Obl HUYero, HO BCTaeT mpobrema: Kak
IPUMEHUTh CBEYEeHUe He KO BCel ClieHe, a K OTZellb-
HOMy 06bekTy? KommoBaTh ¢ y3namu MaTepuana? Her,
MBI [IOCTYITUM TOPa3zo MpoLIe.

I'paduueckuii KoHBeitep Blender pacnonaraer
yIOGHOM BO3MOXHOCTBIO PacpenenaTh OOBEKTHI IO TakK
HasbIBaeMbIM CJIOsIM (scene layers). OHM HalOMUHAIOT
cmou B Photoshop mmu B Gimp. Ha skpaHe u mpu
peHIepUHIe OTOOPAXalOTCS TONBKO Te OOBEKTH,
KOTOpbIe TPUHAJIEXAT aKTUBHOMY CJIOK0. MBI MOXXEM
aKTHBUPOBATh HECKOJBKO CJI0eB Cpasy. OGBIYHO Criou
WCIIONB3YIOTCS, UTOObI MpsATaTh HEHYXXHble B MaHHBIN
MOMEHT OOBEKTBHI /I TOBBIIEHUS OBICTPONENCTBUS
POrPaMMBI.

KpoMe  TOro, CymeCTBYIOT TakXe  CJIOU
pennmepunra (render layers). 2ro  MomHe#nuMiA
UHCTPYMEHT, XOTS U PEeOKO WCIOoIb3yeMbii. Croi
peHIeprHTa COBEpINaeT OTPUCOBKY ONHOTO WM
HECKOJIbKUX CII0€B CLIEHBI, MPUMEHSS COOCTBEHHBIE
HaCTpoMKM Busyanmusaumy. Ho camoe, Ha MOM B3IJIAL,
[7IaBHOE, 3aK/TI0YaeTCsi B TOM, YTO OTHAeNbHbIE CIIOU
peHIeprHTa MOHO WCIIONTh30BaTh OIHOBPEMEHHO B
KayeCTBE WCXOOHBIX OydepoB Mpu  KOMIIOSUTHOMN
o6pabotke!

BoT 4TO MBI COenaeM: Ha OOWH CIIOM CLI€HBI
MOMECTMM CBETSIIUNACS OOBEKT, a Ha [OPyrol — ero
KOITHIO, HO C IPYTMM MaTepUasioM — TaKUM, YTOObI [[BET
CBEUEHUS] HEMHOrO OT/INYajCs OT IBeTa CaMoro
o6bekTa. Hampumep, caMm O0OBEKT MOXKET ObITh CBETIIO-
3€J/IeHBIM, TIOUTH OefnbiM, a CBeueHue — OGosee
HACBII[EHHOTO 3€JIEHOTO LIBETA.



1. Co3gaem cam 06wekT. ITycts 310 OyzmeTr obbiuHast chepa. BHyTpu Hee
MOXKHO CO37jaTb MCTOYHHK cBeTa. Co3zaeM cdepe marepvan M BBICTaBIsieM
HaCTPOMVKU:

Shaders

Link to Object [Lambert = |[Ref  0.80 s |TanuEﬂt |

| Nodes |
A [Shadeles | BOGE ,| .
ShagAlop |(ME:sphere  [oB TR« 1Mat1 .| :

Mo Mist Env ObColor

Material

|CookTorrz|[Spec 0.50 ma|

Hard:50 i

Render F"iFIEliI'IF'

spe ||G 1.000 . Ziansp. : Exclusive |
Full Osa Tralu 0.00 | SBias 0.00)
RGE DYN ||A D627 i | Radio DnlyCart Mw 0 Emit 0.00 |

LBlas 0.00

2. Kommpyem o0bekT (Shift+D), HemMHOro yBenMuuWBaeM KOIUIO U
repeMeliiaeM ee Ha BTOPOM Cjoi. [Ijisi 3TOro OTKpbIBaeM HACTPOWKKU 00BeKTa
(F7) u Ha Bkagke Draw Ha)kuMaeM BTOpPYIO KHOTIKY C/ieBa B BepXHeM psily B
Tab/MIle C/I0eB. 3aTeM CO3/jJaeM MaTepHasl M BbICTAB/IsieM HAaCTPOWKH.

Shaders

Link to Object [Lambert =|[Fef (.50 |Tanqent|
= | MA:Material. 003 . F|| Nodes
TSI shodeles F a | e
e - e [me:Sphere.oo1[os [TE- 1mar1 -
NoMist | Env__|ObColor|Sha . | CookTorr = || Spec 0.50 mal TraShado
Hard:50 i/ OnlySha

] | Ir— C I:I
. Col - Render Pipeline
Spe || G 1.000 — | i 7ot 000, : Exclusive
7] (80000 o000 [sesos |
 RGI DYN |[A 1000 s | " OnlyCast Shadhuf Amb 0.50 W Emit 0.60 i

LBias 0.00




3. Tlepexoaum B Hactpouiku cueHbl (F7), co3gaem gaBa cios
peH/iepyHTa U yKa3bIBaeM /IJisl HUX CJIOU CLIeHBI.

Render Layers = it Render Layers

B =Zaow | singe x| | #[lisphere | Single [x]

Layer:

Col [ Dift | Spe | Sha| - A |- Refl-Refr] Red

4. TlepexoJuM B DEeJKTOpP y37I0B U CO3[jaéM CHUCTeMy Kak Ha
pucCyHKe. AKTUBHpPYeM 00a cJ1osi (/151 3TOT0 [JOCTaTOUYHO BK/IIOUUTE 00e
KHOTIKM Ha 000¥ Tabnuie cioes, yaepxuBasi Shift) u Haxxumaem F12,
YTOOBI OTPEH/IEPUTD.

Ecru BBl CO3/1aeTe aHUMAIIWIO, He TIUITHUM OymeT
crmenatb OOBEKT CBEUEHUS MOYEPHUM [Jisi TJIAaBHOTO
00beKTa, UTOOBI MPU €ro TepeMelleHnr MPOUCXOIUIIa
aBTOMaTHYeCKast CHHXpOHU3auusl. [lepeiimnre Ha BTOPOI
CJIOM, BBIZIENIUTE 06'bEeKT U HaxkmuTe F7. Ha Bkanke Obj ect
and Links B mosnie Par BBeiuTe UMsI ITIaBHOI'O 0OBEKTA.

=[L1 sphere=[u] e K : . Gecko
- clocktower89@mail.ru

Image
|4 Size 1.00 »

|OB:ob_Glow | F | | Par:iob_Sphere |

| Add to Group |  Passindex: 0 |

||z glow z]@|
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[Tpoekums N3obpadkeHms HO

BITATOOAPA mnonpep>kkKe MPO3payvHBIX TEeHENW B = :
Blender BBl MoxeTe 6e3 ocob6oro Tpyma HOGUTECA ; = :
mo6omnbITHeNMX — 3ddekToB. OAMH U3 HUX - = e = =
«KUHOTIPOEKTOP»: MPO3payHoe M300paskeHre MPOCBEYM- = g g
BaeTcsl, U MOJy4YeHHas TeHb OTOpachIBA€TCS Ha 3KpaH o \ i e
HaNpOTHS, o ol ™
1. CosmaiiTe IUIOCKOCTP U TIOBEPHUTE €€ == ’ e e
BepPTHUKAIIbHO. ITO y HAC GyIeT sKpaH. S '
2. Co3maiiTe HOBYIO JIaMITy U yKa)KUTe el TUIT Spot. ___ﬁ__ﬂi,,v«ix
TloMecTUTe JTaMITy Ha HY>KHOM PacCTOSIHUM OT SKpaHa U
noBepHUTE Ha 90 rpamycos. [TapameTp SpotSi Ha BKIamke ;
Shadow and Spot mamenure Ha 30. TaMm Xe BKIIIOUHTE C
kHomky RayShad u Halo. P i
¥ Preview ¥ Lamp ¥ Shadow and Spot
"Lamp T LA:Lamp Dist: 20.00 Ray Shad SEOESTS0M0]
Area lAverse LI - Energy 1.0 | Buf'Shad SpotBl 0.15
Spot Sphere e = Halolnt 1.00
sun 1000 i OnlyShad Adaptive GMC
Hemi ~ Layer B 1.000 o Soft Size 1.00
“weprve I S Semples 1
HN{:E%?:E:E? Halo Threshold: 0.001
Ho Spacular



-

3. CosmaiTe HOBYIO IIJIOCKOCTbH, IOMEHBIIE, YKaXXUTe el B e
KavyecTBe POAUTEIIS JIaMILy U ITOMECTUTE Ha OJIM3KOM PacCTOSHUU OT : %‘5 _
nmammbl. EClM HYXKHO - M3MEHUTe MPONOPLMHU. ITa IIOCKOCTh OymeT ===
BBICTYIIAaTh B KauecTBe Claiza. Sy

4. Cospaiite mnst cnavima marepwan. Ha Bkmamke Links and e
Pipeline BkmounTe KHOIKY Ztransp. Ha Bkmanke Material ymenbimuTe Nyt S
snavenve Alpha mo 0.5. Jlo6aBbTe HOBYIO TeKCTypy Tuma Image u E
3arpysure KapTUHKY. I KCIonb3oBanm MJisi 3TOW Lend  CJierKa T A
OTPENAaKTHUPOBAHHYIO pPENpoOoyKIuo KapTuHbl W. M. [lumkuHa
“Illamam”.

¥  Materal Rarmps ¥ Links and Fipeline ¥ Shaders  Mirror Tra 555
T Link to Ohject lember Ref 08 = Tangent
= ' MaMaslide FIEGE | FRegesT
PCREES NCHTT PRRE DV o e 001 O M . LMEET Shadow
Mo Mist ~ Env Obtolo had A 1.00 . : 'CookTE | Spec0S T NEESEd
Hard 50 Oniysh
_. Col RT/00O0 | Render Fipeline : C;:?
B <re G 1000 : MaloRW ZTransp [Zoffssoipg) (SR Exclusive
I vir BEIO00 ! "Full Osa’ Wire | Strands " Znvert Tralu 0.0 SBias 0.0 -
RGE HSV VN A DS503 ] Radic ORIVESEE Traceabl Shadbuf ‘Bmb 0.5 ! "Emit 0.0 1]
LBias 0.00 |
¥ Preview ¥  Texture Colars ¥ Map Image
T TE:Tex.001 FIriE MipMap TEa0Ss | Interpol TTRGESET
Tox Texture Type Useslpha T CalcAlpha © Neghlpha
e image ? :
= NoUES ' "M Filter: 1.000 "Normal Tangen
——
— ‘Extend’ Clip TlipCub Repeal Checke
———
—
P :
= Minx 0.000 Maxx 1.000
T MinY 0.000 Maxy 1,000

¥  Texture Map Input Map To

Tex Lo Lo | e |

s Eexi0l

Fr—

T

 —

—

e

T
¥ Image

Still "Movie "Sequence 'Generated’
T M:film.png "Reload T

% derfTutorials/Projectionfiim.png
Image : size 512 x 512, RGBA byte

Felds " odd
Anti Prermul’



5. BbibepuTe MIIOCKOCTB-9KpPaH W CO3MaiiTe eii HOBBIA
Marepuar. Ha Bkrazke Shaders BkimounTe KHOTIKY
TraShad.

6. Haxxmute F12 1 mocMoTpuTe pesynbTart.

Gecko
clocktower89@mail.ru

Bbl paspaGatbiBaeTe MNEpPCrneKTUBHbIA MPOEKT?
OTKPbI/IN UHTEPECHbIi calT? XOTUTe «pPacKpyTUTb» CBOIO
KomaHay nnu ctyguio? Mel Bam nomoxxem!

CneunpensioxeHue
& oT «FPS»!

«FPS» npegnaraet yHWKaslbHyt0 BO3MOXHOCTb: COBEPLUEHHO
BECIMJIATHO pa3mMecTuTb Ha cTpaHuuax XypHasia pekiamy Ballero
npoekta!! Mpu aToM 0T Bac TpebyeTcss MUHUMYM:

- CooTBeTCTBME peKnamMupyemoro o6Guieil Temartuke
XXypHana. 370 MOXeT O6biTb Mrpa, nporpaMMHoOe obecneyeHune ass
paspaboTumKoB, Kakol-nnmbo ABmxok u/mnu SDK, a Takke 6o
Opyroi pecypc B pamkax Wrpoctpost (Bk/Jwuas caitbl no
nporpaMM1poBaHunio, rpadvke, 3Byky M T.4.). 3asBK1, He OoTBevatoLmne
3TOMYy TPeboBaHWI0, paccMaTpuBaThCs He Oy ayT.

- FoToBbIli GaHHEpP WAW peknaMHblii AucT. [Ana 6aHHepoB
npuemnemoe paspelleHve: 800x200 (dpopmat JPG, cxatve 100%).
[na peknamubix nuctos: 1000x700 (chopmat JPG, coxatne 90%).
CofepxaHne — TnpPOM3BOJIbHOE, HO He BbIXOAfALWEe 3a pamku
O6GLLENPUHATOTO 1 COOTBETCTBYIOLLEE T[pPaMMaTUYECKUM HOpMam.
CoBeT: K CO3[aH/l0 pPEeKaMHOro Jfincta PeKoMEHAYEM OTHECTUCH
OTBETCTBEHHO. EC/IM He MoOXeTe camy KayeCTBEHHO OOPMUTL
peknamy, HaguTe MOAXOAALEro XyAokHuka. !! «lofbli» TekcT 6e3
rpacomkn 1 0hopMNEHNS HE MPUHUMAETCS.

- Kpatkoe onucaHue Balero npoekta u — 06s13aTe/ibHO —
CCbl/IKA Ha COOTBETCTBYWOLWMIA caiT (peknamy 6e3 CCblIKU He
ny6nvkyem).

- 3asBku co BK/IIOYEHHbIMU [ONONHUTE/IbHBIMU
Matepuasiamu AJsisi KypHana (ctatby, 0630pbl M T.4.) HE TOJMIbKO
NPUBETCTBYIOTCA, HO faxe 60s1ee NPUOPUTETHBI.

3asBKM Ha peksaMmy NPUHUMAOTCA Ha MNOYTOBbIM SALWMK
pepakuun: clocktower89@mail.ru (tema: «CoTpygHuyectso ¢ FPS», a
He NpocTo «Peknama», Tak Kak ee MOXEeT OTCesTb cnaM-puabTp).

MpuKpenieHHble matepuasibl (PEKIAMHBIA TNCT, NHOpMaLs,
cTatbu 1 MP.) MOTYT ObITb KaK NMPUKPENIEHbI K MUCbMY, TaK 1 3arpyXXeHbl
Ha Kakoii-nmbo HagexHbli cepsep wau hainoxpaHuauiie (HoO He
RapidShare wnu DepositFiles!). Bce wmartepuanbl xenaTefbHO
apxvBupoBarth B hopmaTte ZIP, RAR waun 7Z.


mailto:clocktower89@mail.ru
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AR Art For Code

Open Bounties

./ /www.artforcode.org/

HEIABHO oTKpblnicst uHTepecHbilt mpoekT Art for Code
("apr B o6bmeH Ha kom"), TMaBHas Ie/lb KOTOPOrO — [aTh
BO3MOXKHOCTb XYHOXKHMKAM U TporpaMmucTam (B MepBYIO
odepenb, paspaboTUMKaM WIP) B3aUMHO IIOMOYb APYr OPYTY.

Wpmesa  3akimovaeTcs B CHeAyMOLIeM:  XYIOXHUKU
COCTaBNAIT CIKCOK YIIyuIleHWi, KOTOpble Obl OHM XOTeNu
Bumetb B 3D-pemaktope Blender (Hampumep, mopmepikka
UMIIOpTa/9KCIIopTa B ONpefieNieHHbli  opmar  aiina,
yJIy4IlleHUs] I0JIb30BATENbCKOrO HHTepdeiica u T.n.). Jlroboit
JKeJarolIil, KOTOPOMY IIOA CHJIy CHPaBUTHbCS C YKa3aHHOM
3ajjayeli, MOXeT ITIONIyYUTh B KauecTBe BO3HATPAKHEHUs 3a e€
pellleHre UTPOBOM KOHTEHT — 3D-Momenb Wiu TeKCTypy (3To
3apaHee OrOBapUBAETCS C XYIOKHUKOM).

CanT mpoeKTa BBICTYIIAeT B KaueCTBe ITOCPeOHUKA MeXOy
MIPOrpaMMUCTaMU U XY[IOXXKHMKAaMU; Ha HEM Bbl MOXeTe HalTu
CIIMCOK aKTya/IbHbIX 3a[1a4 [J1s PelleHN.



http://www.artforcode.org/

Pa3mMblTne
MEU ABUKEHNN

DOOEKT pasmeiTusi mpu ABMKeHuW (motion
blur) MoxHO mepemaBaTh pasIUYHBIMKA CIIOCOGAMM.
Ceromst MBI PAcCMOTPUM TOT €ro CIiyyaii, Korma
pasMbBIBaeTCSl OKpYy’Kalolllee MPOCTPAHCTBO, TOrHA Kak
caM [OBMKYIIUMCS 00BEeKT ocTaeTcs 4YeTKuMM. Tak
MPOUCXOMUT, €CNTA KaMepa IBIKETCS C TOM Ke
CKOPOCTBIO, UTO U 00BEKT. 51 paccMaTpuBam 3ddekTt
TONIBKO IUIsi CTATUYHOTO M300pa’keHusi, HO HUYTO He
MeIllaeT BaM aallTUPOBATh €ro /ISl aHUMAIHH.

YpPOK UYacTUYHO OCHOBaH Ha «3JddekTe
cBeuenus» (cTp. 3).

1. Ina Havana HaM Hy’)XHa Kaka-HUOYOb CLieHa.
Nna memoHcTpauuu 3ddekTa mydle BCEro MONONUIET
TYHHENIb C HEPOBHBIMU CTEHKaMH. §I CMOAenrpoBas
TYHHENlb W3 OTHENbHBIX OJIOKOB, COCTAaBIIEHHBIX B
[IaXMAaTHOM TOpsiiKe. BHYTpM Hero HaXOAWUTCS
«OBYDKYIIUCS» OOBEKT — KPACHBIIA I1ap.

2. IloCKONBKY pasMbITHE MOXHO IIPUMEHSATH
TONMBKO K Y)Xe€ OTpPeHIEepeHHOMYy H300paXkeHMUIO,
HEOOXOIMMO OTHENUTh TyHHENb OT Iapa. PasmecTuTe
TYHHEJIb Ha IIEPBOM CJIO€, a IIap — Ha BTOPOM.

3. B HacTpoiikax ClLeHbl Ha BKJIaZlKe Render
Layers cosmaiiTe [iBa C/I0s1 PEHIOEPHHIA U YKaXKUTE OJIA
HUX CJIOU ClI€HBI.

- 10 -

1) Camera

" Dbject Mode

View 5Select Object

FY R v « DS o

View Select Object ' Object Mode

&1 Glebal

¥ Output Render Layers
SCene:

'1 RenderLayer Singla’ "
Layer
Zina Solid Halo Ztra Sky | Edge | Stran
A g mat |

Combined Z "WEE URGE O NSt Inde
Col 'O "Spe Sha” A Refl Ref Rad

¥ Output Render Layers
Scene:

'2 RenderLayer TEingla T
Layer L
Zina Solid Halo! Ztra Sky  Edge Stran
RIIZ Light: - Mat: ‘

Combined Z "WEe VRGE UV IMSE Inde
Col Diff "Spe” Sha A Refl Ret  Rad




¥ Soften AN
¥ 2 RenderlLayer =

¥ Bright/Contrast

Bright 0.00

Image @

L] Contrast 20.00

Image ®.
Image @&—__ —_—— 2 \
Alpha'® Soften "-.‘
zZe @ Fac1.00 §
~— @ Image ¥ AlphaOve =
¥ Image ®.
1 b1
L ConvertPremu
¥ Directional Blur e Premul: 0.000
Image®-—_ Y | Fac1.00 |
_ iy \
Iterations: 10 \ ® Image \&image
T DU _UU Vrap “® Image ;
2 Renderlayer e o i L]
Center
X: 0.500 ¥ 0.500
¥ 1 RenderLayer = Distance: 0.000
Image @ Angle: 0.00
Alpha @ Spin: 0.00
Z®
Zoom: 0.25
~@lmage

4. Camoe UHTepecHOe — cepusd oIlepauurl Haf
MOJTyYeHHBIMU U300paXeHUAMH B pelaKTOpe KOMIIO3UTHBIX
y3moB. CjioMi C TYyHHEJIeM pasMBIBaeTCs IIPU ITOMOIIU
dunerpa Directional Blur, 3arem pmBa u306pakeHUs
COeNUHAITCA B omHO mpu momomu ysma AlphaOver, a
pe3ynbTaT KOPPEeKTUPYETCs IyTeM IMOBBILIEHNT KOHTPACTA.

Gecko
clocktower89@mail.ru
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¥ Compaosite

® Image
@ Alpha
8z
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‘ Blender 2.5 Alpha 2 1 CUMYASILMS ABIMO

CUMYIALMNA neima B Blender 2.5 yKe ycresna CTaTb IPUTUYel BO A3billeX. CTOUT BBECTU «Blender 2.5» B IIOVICKOBYIO CTPOKY
Google, 1 B peIoXKeHHOM CITUCKE TIOXOXKHX 3aIIPOCOB BbI 00si3aTennbHO HaimeTe «Blender 2.5 smoke» :) Hacko/ibKo MO>KHO CyOuTb I10
IEMOHCTPAIIMOHHBIM PONMKaM, 3PPeKT [IeHCTBUTEILHO BIIEUATIISIONINA, PaHee HEUTO MOMOOHOE MOXHO OBUIO BUIETh B U3BECTHOM
nakete Houdini — HO OH, K COXaJleHUIO, KOMMEPYECKHII U TOTOMY HOCTYIIeH Haleko He Kakmomy. OfHAKO Terephb W MOJTb30BATENH
Blender 3amomyunnu aTOT 3aMeuaTenbHBI NHCTPYMEHT B CBOE pacropsbkeHue. [JaHHBIN yPOK pacCMaTpUBAET OpPraHU3anuio 6a30Boi
CUMYJIALIMUA C IPOCTEMIIMMU HACTpoMKaMU. Boree ClIOXKHBIE WM MHTEPEeCHble pPe3y/IbTaTbl MOXHO IIOJIyYUTh IIyTeM [AalbHeMIIero
SKCIIEPUMEHTUPOBAHMS.

1. CosmaiiTe Ky6 1 Cpasy MepeKITIounTe Jr o [dMesh » (O Material
ero Ha KapkacHoe oTobpaxenue (Properties >
Object > Display > Type > Wire). Material

¥ Smioke

Rermowve |

4 Divis

Particle:
@ initial Velocity

2. TepeiinuTe B CBOWCTBA (U3MKU U
no6aBbTe MomudukaTrop Smoke (Properties >
Physics > Smoke > Add). HaxxmuTe Domain. ' . . -

Ernission: 0.0C0O

mietry:

3. Cospmavite kyOy Marepuan u

Transmission Color: [« Reflection: 1.000

BBICTABbTE HaCTpOfIKH KaK Ha CKpHUHIIOTE. ]




4, [lo6aBbTe HOBYIO TEKCTYpY, BbibepuTe Tum Voxel Data. Ha Bkmamke

Voxel Data ykaxxuTe Ky6 B cBoiicTBe Domain Object. Ha Bkmanke Influence
CHUMMUTe TanouKy ¢ Emission C 1 mocrasbTe Ha Density.

¥ \oxel Data

Files Format:

‘Daornain Object: omainCube
St:ﬁrt:g: Dermfgr

@ still Frame Only

{ 5till Frame Nurmber: 0

Interpolation:

ﬁ Extension:

¥ influence

€ Density:1.000 )
B _ElangrLl_l:rﬂ[] 1 @ InnC.Lﬂ{}ﬂr :l

.' TFEHEI'T!IESHII 1.000 |

5. Co3pmaiiTe IIOCKOCTb. YMEHBIINTE ee M IOMEeCTHUTe BHYTpb Kyba- \_ Reflection: 1. ) @(_Reflection:1.000 )
momeHa. B cBoiicTBax Particles mo6aBeTe eit cuctemy yactuil. Ha BKamke oy [ o @
Physics naxxmure No, Ha Bknamke Display — None. e : = il

W RGE to Intensity @ stencil

( | pvaciooo )

6. B cBoiicTBax ¢usuku mobasbre Smoke. Ha aToT pas HaxxMuTe
Flow. B cBoiicTBe Particle System BriGepuTe CO3IaHHYIO CUCTEMY YaCTHII,

7. HaxxMUTe K/1aBUILY «BIIPaBO». Bel yBUIUTE, KaK C IIOBEPXHOCTHU
IJIOCKOCTY HaYHET IOAHMMAThCA ObIM. YTOOBI AbIM IIen OBICTpee,
BBIIEZINTE KyO-IOMEH M IOBBICETE CBOMCTBO Heat Ha Bkamke Smoke
(Hampumep, 110 4).

X Gecko
S clocktower89@mail.ru

- 13 -
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KAXIBIA rom B TedeHME MIECTU
Hellelb  XY[OXKHUKM CO BCero Mupa
COOUPAIOTCS I/Is TOrO, YTOOBI MPUHATH
yuactve B IOpyxeckoi "mudposoit BoiHe"
MeXy KpPYIMHEeWIIUMU apT-KOMMBIOHUTH
BCEro Mupa. B TeueHue BCero KOHKypca y
XyIOXXHMKOB TIOAB/IAETCA BO3MOXKHOCTD
UCITBITATh Cebst, IPOBEPUTD CBOM YPOBEHD,
MI03HAKOMUTHCS M 3aBECTH HOBBIX APY3elt,
NOCTUYL HOBBIX TPaHUIl CBOEro TajaHTa,
BBIUTPATH [IeHHbIE TPU3HI. v

-14 -

TEMATHKA KOHKypca - WIPOBBIE
IepcoHaXu. KaXOpli XyOOXHUK  HOJDKEH
BBIOPATh OOHO W3 HECKONbKUX MpPEeLCTaB-
JIEHHBIX COOOIIECTB, KOTOPOE OH XOTeN OBl
IpencraBnaATb. COpeBHOBAHNUE BBIUIPBIBAET TO
KOMMBIOHUTH, Y KOTOPOrO OKa)XeTCs Jlyyllas
paboTta no 3D wmu 2D-apTy. OGe HOMHHAIMN
He3aBUCUMBIE U CYOATCA OTHEBHO.

Dominance War BIIEpBEbIE 61T
IIpoBefleH B 2006 I. IpYU MOLIHOW NIOALEpPXKe
pAf0a UMEHUTBIX UT'POBBIX CTYAUM (Epic Games,
Neversoft, Ensemble Studios, Iron Lore). Torza,
KCTaTu, Ho6e)1y onepxxarn Butanuii HaiMyImH,
corpynuuk id Software. B Hauame 2008 ropa,
06 beIMHUB IO CBOM 3HAMEHA M3BeCTHeMue
VMHTEPHET-PECYPChl  KOMIBIOTEPHON TpaduKu
(CGTalk.com, Polycount, 3DTotal) Dominance
War II cTanm rnaBHBIM COOBITUEM IIOIOOHOIO
poma B Mupe, a MPU30BOM (OHI COCTABUII
IEeCATKU THICSAY foJutapos CIIA.

B 2009 romy mpouia o4depenHas
MHUpoBasdg apT-BoviHa - DW IV. UTto mpusaTHO,
OOHUM W3 TIJIaBHBIX 30JIOTBIX [IPU3EPOB CTal
Halll COOTEeYECTBEHHUK - Bagum Baxnbiues. Ero
paboTa 3aHsizia MepBOe MeCTO. A B HOMUHALIUK
2D eme OOVIH POCCUMICKUM y4YacTHUK - Cepreit
KosecoB - monyuus 6poHsy.

K coxaneHur, B 3TOM IOy COpPEB-

HOBaHMe He IUIaHUpyeTcs - Dominance War V
TepeHeceH Ha ssHBapb 2011 ropa.

http://www.dominancewar.com


http://www.dominancewar.com/
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ECJIN B Dominance War akiieHT CTaBUTCS Ha
XyOOXKHUKOB I10 TIEPCOHaXXaM, TO B ITON OUTBe
YUYaCTBYIOT II€U3aKUCThI, U3-TIOf Iepa U MBIIIKA
KOTOPBIX BBIXOOAT (AHTACTUUYECKUE MUPBI U
JIOKaIlM - TaK HasbIBaeMble environment artists
(XyImOXKHUKH IO OKPYKEHUIO).

Mepsoiit Unearthly Challenge 6511 nposenen
B 2008 romy. Ero cosgarens - OpPraHU3aToOp
Dominance War &pen XynbkBucT. B 2009 ropy
IIOMIMO TpafuuoOHHBIX Polycount u GameArtisans
B 6oif BCTymuny KoMaHfbl LeewART (Kutaii) u
CGTalk.ru.

BaM npeziaraeTcs BbIOPATh OOHY U3 CTOPOH
(cBeTnytO 1797} TEMHYIO) u co3IaTh
COOTBETCTBYIONIMIT MUP. KaKiM OH Oy[eT - 3aBUCUT
TOJIBKO OT Bac, OfHAKO Ui IoGedbl TpebyeTcs
CO6MIOAaTh pAL MpaBUIL. BaXKHO cIienlaTh He IMPOCTO
KpacHBYyl0 KapTUHKY, HO WUIPabesbHYIO JIOKALHIO.
JlpyrUMy CIIOBaMH, BBl [OJDKHBI HapHCOBAaTh WU
CMOLIENTUPOBAaTh HUIPOBOY YpPOBEHb, Ha KOTOPOM
OBLIO OB UHTEPECHO UTPaTh.

MOXXHO OUThCS B OOUHOYKY (2D u 3D-apt)
UITU 00'beAMHSTHCS B KOMaH/IBI [0 Tpoe (To/mbKo 3D).
[Tpy 5TOM KOHLENT-XyOOXHMKN HE OrpaHNYeHbl B
BOOOpaXeHMH, a BOT 3D-IIHWKaM 3a OCHOBY
NpUAeTCs  B3ATb OOWH M3  MPEeOIoKEeHHBIX
OpraHMU3aTOpaMU KOHIIEIT-apTOB.

http://www.unearthlychallenge.com



http://www.unearthlychallenge.com/
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TOBOPSIT, uTo paHblile U TpaBa Oblyia 3e/iIeHee, ¥ BOfa
MOKpee. A ellle y Kak[IOro paHblile Obllla CBOS JTEOOMMAast
urposas koHcosnb — NES, SNES, SMD, GameBoy u T.11. Y Koro-
TO Iake — JIIOOUTENBbCKUN 8-paspsOHBI KOMIbIOTEP. U
CerofHs YyTh JIA HEe KaXIbl TPETUM KaK MHUHUMYyM
MHTEPEeCyeTCs SMYJIALMEeNR STUX KOHCOIe! Ha COBPEMEHHOM
KOMIIBIOTEPHOM 060pyZoBaHNY. Ha II0UBe 3TOro MHTepeca B
cpefe reriMaeBeIONEepPOB BO3HUK/IA CTPacTb K CO3OaHUIO
PUMENKOB CTapbIX IPUCTABOUHBIX Wrp. Kakmbiii ¢aHat
Mapro wunu COHMKA CUYMTAeT CBOMM [OJITOM CHENaTh
COOCTBEHHYIO BEPCHIO TOXOXKIEHWI TTIOOMMBIX TepoeB. C
ONHOW CTOPOHBI, 3TO, KOHEYHO, XOpOIIO: CTapbIM
IepCoHaxaM Y KAesM [AlOT HOBYIO )KM3Hb, He OaBas MM
KaHyThb B JIeTy. HO 3TO Takxe CBUOETENbCTBYET U 00
OTCyTCTBUM B  JIIOOUTENIBCKOM  TeiiMieBe  Yero-To
COBEpIIEHHO HOBOrO. JIIOAM MPUXOOAT B TeiiMzeB 6e30
BCAKUX CBEXUX wuaed. OmHako s He Oydoy CyOuTh UX
CIIMIIKOM CTPOrO: BCAKMUM, KTO Ye€M-TO 3aHAT, OOCTOMH
yBakeHudA. HelocToMH ero nuiib TOT, KTO BMECTO TOrO,
yTOOBl  [IEMCTBOBATh, yOWBaeT BpeMs, paccyXxmas o
IeVCTBUAX Opyrux. JoOPOTHO CHeNaHHbI KIIOH MOpaayeT
cepale renMepa-BeTepaHa He MeHbIe, YeM OpPUIMHAII,
3allyLIeHHBI B 3MYJIATOpPE, He rOBpOsA yXe O TOM, 4YTO
[NOTOIIHOE KONMPOBaHME WIP CTAapOMl IIKOJIBI IIOMOraeT
OB/IafieThb OIpe[e/IeHHbIMY HaBblIKAMU U  HAyUYUTHCA
Co3faBaTh TIpPaMOTHBlE, COalaHCUPOBAaHHbIE BO  BCEX
OTHOILIEHUAX UIpbl. He 3pA MHOrMe MOJIOAble XyIOXHUKU
«HAOMBAIOT PYKY», KOMTUPYs pabOThl CTAPbIX MAaCTEPOB.

Ecnu ¢ rpadmKo «B CTHJIE PETPO» BCE TOBOIBHO MPOCTO
(bepu M CpUCOBBIBAl C OpPUTHHATA), TO C MY3BIKOM He BCE Tak
OZIHO3HAUYHO. He MMest My3bIKaIbHOTr0 00pa30BaHuUs, TUYHO MHE,
HampuMmep,  TPYOHOBATO IIPUXOUTCS co 3BYKOBOM
CoCTaBJAOIIeN Urpbl. Hy He IpyaymManu elne aBToMaTHYeCKoro
reHepaTtopa MeJIONWIM, KOTOPbI 3aMeHWUT OBl OIBITHOTO
KoMIosuTopa. Tak e, KaKk HeT U rpaduyueckoro pemakrTopa,
KOTOPBI1 pricoBas OBl 3a BaC CIIpaiThl U POHEL [109TOMY, ecru y
BaC HeT 3HAKOMOIO0 My3bIKaHTa, IMPUXOOUTCSI HUOTA Ha
yxuipeHus. Ecu TpebyeTcst My3blKa OIpe/ie/IeHHOM )KaHpOBOM
HampaBJIeHHOCTU, MOYXXHO BOCIIO/Ib30BAaThCSA CEpPBUCAMU Bpofe
Jamendo, rme WCHONMHUTENU CaMU BBIK/IABIBAIOT CBOU
KOMITO3VILIMA B CBOOOMHBIN IOCTYII (mom nuueHsueit Creative
Commons, KoTopas IIO3BO/IIET BaM MCIIO/Ib30BaTb WX B
HEKOMMepUeCKUX Iefsix). Ho, o OueBUOHBIM MPUYUHAM, LIS
PUMENKOB TaKas My3blKa He IOAXOOUT. MOXXHO BOOPYKUThCS
ayoropenakTOpoM M 3alMcaTh MySbIKY U3 OpUI'MHasa IpsMO BO
BpeMsI SMyJISIIKU. ECTU XKe BBI HE XOTUTE, YTOOBI apXUB C UTPOM
BeCH/I B [IBafl[aTh pa3 OoIbllle KCIONMHSIeMOro (aiima, Kpyr
cyxaeTcss mo Tpex BapuaHToB. [lepBele gBa — 3TO0 MIDI 1
TpekepHble popMaThl. EC BBl CyMeITM HaiTH CayHATPEK UTPH,
CKoMIIoHOBaHHbIV B MIDI niny MOD, BaM moBessio. B mpoTuBHOM
C/lydae OCTaeTCs BCErO OAWH OeCIpPOUTpPHILIHBIA BapuaHT —
SMYJIALINSA 3ByKOBOI'O IIpolieccopa Hy»KHOM HaM KOHCOJIM.

Bes nmaHuK :) 5, KOHEYHO, He CTas Obl IIpefiyiaraTh Takoe,
ecmu Obl He ObUIO TroTOBOM 6Oubmuorekyu. OHa Ha3bIBAETCHA
Game_Music_Emu (coxpameHHo GME) ¥ HailTM ee MO>XHO Ha
CTpaHulle

9TO MynbTUGOPMATHBIN 3MYTIATOP, MOAAEPKUBAIOIINN
My3bIKy ZX Spectrum, Amstrad CPC, Game Boy, Sega Mega Drive,
TurboGrafx-16, PC Engine, MSX Home Computer, NES/Famicom,
SNES, Atari, Sega Master System m BBC Micro. Pacmpo-
CTpaHsAETCS B BUIE NCXOOHBIX KOOOB 110 nuieHsnu GNU LGPL.


http://www.fly.net/~ant/libs/audio.html

static void sdl callback( void* data,
Uint8* out, int count )

{
emu->play( count/2, (short*)out );

}

void sound stop ()

{

SDL PauseAudio( true );
) on.n, olargg_source.n, SDL LockAudio () ;

4, blargg configh, Data_Readerh, SDL_UnlockAudio () ;

h. Ina Bocmpowmssemenuss 3Byka Gymem }

r30BaTh SDL.

void sound play ()

il
[TomkiroyaeM 3aroJIOBKU; { ,
SDL_ PauseAudio( false );

#include <string.h>

#include <stdlib.h> =
#include <stdio.h> HobaBrisieM QYHKIIMIO [JIs TEPEKITIOUEHUS IOPOKEK:

#include <math.h>

#include <ctype.h> void set track( int track )

#include <SDL/SDL.h> {

#include "include/Music_Emu.h" sound stop () ;

#include "include/blargg_source.h" emu->start track( track );

emu->track info( &track info );
char str[256];

OGBSIBNISIEM SMYJTISITOP, @ TAKXKE CTPYKTYPY, KOTOpast COMEPXKUT sprintf ( str, "$s: %d/%d4d",
[laHHBIE O MPOUTPHIBAEMON MY3BIKATIbHOM IOPOXKe (3BYKOBBIE track info.game,
daiifibl HEKOTOPBIX THUIOB — Hampumep, NSF — wMoryT track,
COIepPXKaTh HECKOJIBKO OPOIXKEK): emu->track_count () );
SDL WM SetCaption( str, str );
sound play () ;

Music Emu* emu;

track info t track info;
i i = JTa (bYHKI_II/IH TaK>Xe BbIBOOUT B 3adrojiIOBOK OKHa

Ha3BaHWE UT'Pbl 1 HOMEP NOPOXKKU.



int main( int argc,

{

char** argv )

bool running = true;
bool pause = false;
while ( running )
{
SDL Delay (10) ;
SDL_Event event;
while ( SDL PollEvent ( &event ) )
{

if (SDL Init (SDL_INIT VIDEO|SDL INIT AUDIO)<O0)
return EXIT FAILURE;

atexit ( SDL Quit );

SDL EnableKeyRepeat ( 500, 80 );

SDL_SetVideoMode ( 480, 240, 0, 0 );

switch ( event.type )
{

case SDL QUIT:
running = false;
break;

SDL KEYDOWN:
int key = event.key.keysym.sym;
switch ( key )

{

int sample rate = 44100;
int track = 0;

T- el - case SDLK RIGHT:
qaeM;y o D if (track < emu->track count()) &
‘e 1 set track (++track);
" break;

SDL_AudioSpec as;
as.freq = sample rate;
as.format = AUDIO S16SYS;

case SDLK LEFT:
if (track > 0)

N set track(--track);

as.callback = sdl callback; break;

as.samples = 1024; -

if ( SDL OpenAudio(&as, 0) < 0 ) SEAE SPILEC sl

return EXIT FATILURE; if (pause) sound_play(); |

else sound stop();
pause = !pause;

3arpy»aem aiin u 3anyckaem BocripousBenenue (myTh K daiimy break;

3a4a€TCd ITEePBBIM IIAPaMETPOM K IIporpamMme). -

A p p p porp ) case SDLK ESCAPE: i.

running = false; .
break;

gme open file( argv[argc-1], &emu, sample rate ); } 1

set track( track ); } = |



B Tele UMK/IA TaKXe WMEIOTCS MPOBEPKM HAKATHs
K/IaBUII «BIPABO», «BIIEBO» U «IPo6es», KOTOphIe BBI3BIBAIOT,
COOTBETCTBEHHO, IIEPEXO K CIIeMyoLelt/ Ipeablaylieil JOpoKKe
¥ 11ay3y/BO306HOBIIEHHE.

HakoHell, 0 3aBepLIEHNH LWKIa OTK/IIOYaeM 3BYyK WU
3aBepiaeM paboTy IMPOrpaMMBbIL:

sound stop () ;
SDL CloseAudio () ;
return EXIT SUCCESS;

CobupaeM KOMaH/IOwM
g++-03 -0 player main.cpp -L"." libgme.a -ISDL
¥ 3aITyCKaeM:

./player musicfile.xxx

HyxHo ormMeruTh, uTOo Game_Music_Emu coBepIeHHO
He3aBUCHMMa OT KaKWX-TMO0 WHTepdeicoB BOCIIPOM3BENEHNUS
3ByKa, Oyab To SDL wmmu 4To-TO erme. [Ipy >XKelaHUU €e MOXKHO
«ozpy>uTh» ¢ DirectSound, OpenAL u T.1. B HallleM nprMepe Ml
MCIonb30Basu SDL, Tak Kak 9TO Harboree MPOCTOV BAPUAHT.

V Hamocnefok — Mapy CIOB O MPUCTABOYHON My3bIKe.
HekoTopsie MY JIATOPHI HOANEPKUBAIOT U3BIIEUEHIE
MY3bIKalIbHOM TOPOXKKY B daii. Ho, Kak mpaBuiio, HeOOXOOUMOCTb
B 3TOM HE BOSHMKAET, TaK KaK [OYTH U3 BCEX MOIMYJISIPHBIX WIP
MY3bIKy yXKe W3BIEeK/IM., K MpuMepy, HEIUIOXYK KOJIIEKIIUIO
cayHaTpekoB u3 urp NES, SNES, SMD MOXHO HallTU Ha cauTe

A KeNall¥M MHUCaTh MY3bIKYy CAMOCTOSATENIBHO MOXHO
nocosetroBaTb FamiTracker ( [
ISITUKaHAJIbHBIA TpeKep C MOmfepkKoi akcropra B NSF (popmar
My3bIku NES).

Gecko
clocktower89@mail.ru


http://www.zophar.net/
http://famitracker.shoodot.net/
mailto:clocktower89@mail.ru

BMPTYQABHAST ANAOBAST CUCTEMA

[leppble warn B PNyskS

YTEHME u 3anuch (aityioB — 0YeHb BakHast 0671acTh 3amay
[UIss WIPOBOTO TPOTPAMMUCTA. [Iyiss HeOOJBIINX, JTOKATbHBIX
IIPOEKTOB B 3TOM OTHOIIEHUM CrOOATCA U CTaHOAPTHBIE CpeacTBa
BBOIa-BbIBOZa C/C++, craBiuve me-pakTo 4acThio sA3bIKa (XOTs Ha
ZieJie 3TO He COBCEM TaK — 3TU CpeCTBa peajli30BaHbl Ha OCHOBE
CHUCTEMHBIX 616/oTeK). OHAKO, CTOMT TOJIBKO B3SITHCS 3a TIPOEKT
IIOKpyIIHee, WM K€, BBIMAS 3a IIpefesibl POIHOMN Windows,
MONBITAaTbCA  «IOOPYXUTb» CBoe pnetume ¢ apyrumu  OC,
CTaHOBUTCS $ICHO — HEOOXOAWMO peIleHNe YPOBHEM IIOBBIIIIE.
TOYHO TaK >e, KaKk MHOTMe KpOCCIIaTGOpMeHHbIE IBMXKU
obecrieunBaioT abcTpakiuio moBepx OpenGL u DirectX, mpemtarast
YHUGUIIMPOBAHHBIN MHTEpdENC U MacKupys AN MporpaMMUCTa
pasHULLY MeXAy STUMHU AByMst API, CyIIeCTBYIOT 1 abCTpaKIUU Haf
daitnoBeiMu crcTeMamu. Ho [/l Uero, CIPOCUTE BbI, OHU HY>KHBI,
€C/IM CTaHIAPTHBIE CPENCTBa BBOAa-BbiBoma C/C++ M Tak Besme
onuHakoBele? OTBeuy.

Bo-mepBbIX, 6€30macHOCTh. OYeHb YacTO MPOrPaMMUCTBI,
npuBbIkiire B Windows Bcerzma pa6oTaTh M3-TI07] yUETHO 3aITUCH
amMuUHUCTpaTopa (M, COOTBETCTBEHHO, MMCATh MPOrPAMMEI,
paboTaromivie TONBKO U3-TIOf Hee), 3a6bIBAIOT, YTO, CTPOTO TOBOPS,
9TO He eCTh XOPOILIMii TOH. B NT-coBMecTUMBIX Bepcusax Windows
CyILIeCTBYeT paclipelie/ieHre MpaB [OCTYIIa, KOTOPOe BCe IMOYeMY-
TO UTHOPUPOBasu. [Io HelaBHero BpeMeHU — Korza Boliia Vista ¢
ee 0ojlee CTPOrMM OTHOIIEHMEM K IMpaBaM [OCTYyIa, BCE OTHU
HeOoYeThbl BCIUIBUIA Ha IMOBEPXHOCTb. I JIMYHO CTONKHYJICA C
npob6nemMort, korma Delphi 7 orkasanmcs samyckarbesi us-miofn
OOBIYHOTO TTONIb30BaTerst. COOCTBEHHO, KOHKPETHO TYT Microsoft
YIIPEKHYTh HEe B UeM — OHU YCIIOXKHUIIN XKU3Hb BUPYCOMUCATEIIAM,
a y Vista ecTb mpo6reMbl Mocepbe3Hel, YeM COBMECTHMOCTDH CO
CTapbIM IpuKIagHeiM T10.
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Ho paxke Vista B OTHOmEHWH 0e30MacHOCTH U
pacripejie/ieHydss IpaB JoCTyna U psgom He croutr ¢ UNIX-
nofobHBIMK cucTeMaMH. UM mpuyrHa 37eck He TOJNBKO B
OpUeHTallMM *nix Ha cepBepa, U Jaxe He B IMPeC/JIOBYTHIX
HeJiouerax «yMeJIbL|EB» u3 MS. [TporpamMmMucTsi,
aZIMUHUCTPATOpLl U Tosb3oBaTenu Linux, BSD u gp. cucrem
caMu BecbMa /100pOCOBECTHO  OTHOCSATCS K  BOIpoOcam
Ge3omacHOCTH, B TO BpeMsi Kak B Windows ClI0XWIach Takas
CUTyalysi, YTO TOPOM He OT/IMYMIIb T0JIe3HYy, 0e300uaHYyI0
rporpaMMy OT BpE€JOHOCHOW. 3aJymalTech: C TO3ULIUU
IOHUKCOWJIa, BCe 3TU TaK HasblBaeMble «TBUKEDbI», «THOHEpbI»,
«ONTUMU3ATOPbI»,  «JedparMeHTaToOpbl» W IIpoYMe  CTO/b
TIOMYJISIPHbIe CeliyaC COMHHWTe/IbHbIe I10/le/IKH, BBITBOPSIOLIME
T10/] BUZIOM O/1arvx HaMepeHH HeBeCThb UTO B CUCTEMHBIX Tarkax
u peectpe Windows (B cBsitas CBATHIX!), [Ja emle
PacnpoCTpaHSOLIeCs M0/ 3aKPbITOW JIMLIeH3Uel, He BbI3bIBAKOT
HM rpaMMa JloBepusi, a UX Oe37yMHOe HCII0/b30BaHKe (KOTOPOe,
MeXXly MPOYMM, 3auacTyio OLIMOOYHO TPUHWMAETCs 3a TIPHU3HaK
ONBITHOCTYA  IIONIb30BaTeNsA) BBIVIAAUT KaK [JUKOCTb U
Ha/IpyraTenbCTBO HaJj coOcTBeHHOW cucremoit. OTcioga U
penyrauusi Windows Kak W3m00/€HHOTO TOJIMTOHA /ISt
KOMITBIOTEPHBIX MOILIEHHHMKOB U 3/I0YMBIIIIEHHUKOB — HUKTO,
OT MPOrpaMMUCTOB [0 03epOB, He AyMaeT O IpaBax [JOCTyIIa.
Windows moBepuMBO MO3BOJsieT MpOrpaMMaM, 3amylieHHbIM OT
VMMeHU aJJMUHHCTpaTopa (a WHaue WX, Crackubo MporpaMMHCTaM,
Y He 3allyCTHUIIb) 3asie3aTh B JIFOOble KaTasor | JieaTb BCe, UTO
uM  3abnaropaccygutcsa. CoBceM UWHas — CUTyauusi IIpU
WCMOMb30BaHMM BUPTyaabHOM (hali/ioBOM cuCTeMbl, KOTOpast
CTPOTrO perjaMeHTUpyeT BO3MOKHOCTA YTeHUsI M 3alllCH,
OrpaHWuMBasi MX TOJILKO TEMM KaTajoraMu, KOTOpble yKaXKeT

MPOrPaMMHUCT.
Bo-BTOpBIX, He3aBUCUMOCTh oT ocobeHHOCTeH
¢dusnueckot  daiyioBort  cucrtembl. B Linux  kaTamoru

pa3ziesisitoTcs  0ObIYHOM Hak/JIOHHOW uepTo, B Windows —
obparHoii, B Mac OS — Boobirie gBoeTourieM... A OYKBbI TUCKOB?
A myTu K AMCKOBOAY U AOMalliHel TarKe ToJib3oBaTensi? ['osoBa
uper kpyrom! BupryasibHas @C  ckpelBaeT BCe 3THU
VHJUBU/YyalbHble  pa3/inuus, obneruasi  TeM  caMbIM
MOPTHMPOBaHKE UTPHI Ha ApyTrue mi1aT(hopMbI.



B-TpeTbux, maHHble (pecypchbl) WIPbl MOTYT HAXOOUTCS B
CaMBbIX pasHbIX MecTax (B paboueil QUPEKTOpPUM, HA ONTUYECKOM
OVICKe, B OMAIIIHEH Malike — eCJIM 3TO KakKue-HUOYob afJOHbI TN
natyu). OHM MOTYT UMETh PasHble BEPCUU U Pas3HBIA MPUOPUTET
npu  3arpyske. [lonb3oBarenibCckue — aiiel  KOHQUTypaluu,
HAMpUMeEp, OOJDKHBI IepeKpbiBaTh AedONTHBIE, W TaK [aJlee.
Hakower, mro6as yBaxaromas ce0s KpymHas wurpa mOJDKHA
SKOHOMUTH MeCTO Ha BHHYECTepe M XPaHUTh [laHHBIE B CXKATBIX
apXuBax — OOHAKO He Bcerna OblBaeT BO3MOXHOCTH pac-
NaKOBBIBaTb MX Ilepel 3arpyskoil. BupTyampHasgs ®C u 3pech
OKa’)KeTcsl He3aMeHUMBIM TIOMOIHHUKOM.

Ha Moy B3srmam, nyumias BOC, MOIMHOCTBIO OTBedarolast
BCEM 3TU TpeOOBaHUIM, OyIoydn IETKOBECHOM, OTKPBITON U JTETKOM
B 0CBOeHUM — 3TO PhysFS ( ).

B®C PhysFS cocTonT M3 KaTamoros, KOTOPbIe MOIKHBI ObITH
ABHBIM 00pa3oM OIpefie/IeHbl Iepel TeM, KaK YWuTaTh WU
3alMChIBaTh (aiybl. ITH  KAaTajorM MPEeCTaBISIOT — COO0M
OVPEKTOPUM WA apXWBbl B peanbHOU daiimoBoit cucteme. Ilpu
3TOM OOCTYII K COOEPXKMMOMY apXvBa OCYIIECTBIISIETCS KaK eClIu
661 3TO OblTa AupekTopus. PhysFS mommepxwuBaer apxusbl ZIP,
GRP (Build Engine), PAK (Quake I u 1), HOG (Descent I u 1), MVL
(Descent 1), WAD (Doom). ApxuBbl He OOsi3aHBI WMETH CO-
OTBETCTBYIOIlEe pPaCUIMpPeHre, ero MOXXHO M3MEHUTh Ha J000e
npyroe — PhysFS onpenensieT THI apXuBa [0 €r0 COMEeP>KUMOMY.

TIpeMonoXM, UTO Pecypchl Urpbl (TEKCTYphI, MOMIENH,
CKPWIITHI U T.f.) MOTYT XPaHUTHCS B PAa3/IMYHBIX MECTAX C Pa3HbIM
NPUOPUTETOM: He TONBKO B paboueil AMPEKTOPUM UIPOBOTO
NPUIOKEHHUs, HO U B JOMAIIHEN MarKe MOJIb30BATENS, a TaKXKe,
BO3MOJKHO, B apXVBe Ha KOMITAKT-IUCKe C UTPOit. COOTBETCTBEHHO,
B PhysFS MOXXHO 106aBUTE CIIEyIOIIe Ty TH:

C:\Documents and Settings\user\game\data — marnka data B
[IVPEKTOPUY UIPBI B IOMAIIIHEH TTaTIKe;

\data — marika data B paboueit qMPEKTOPUYN UTPHI;

D:\data.zip — apxuB data.zip Ha mvCcKe C UTPOIL.

- 23 -

JTU MyTH HA3BIBAIOTCA MyTsMU moucka (search path).
llpu urenun davina PhysFS Oymer wuckaTh ero cHavama B
NOMAIlTHel Manke, 3aTeM B pabodeil NUPEKTOPUM, 3aT€M B
apxuBe Ha mOucke. [lpy 3TOM IyTh K ait/ly yKasbIBaeTCs
OTHOCHTENIBHO IyTH MOMCKa. Hampumep, B OaHHOW CUTYaLMU
darin C:\Documents and Settings\user\game\data\
textures\image.jpg Oymer «BumeH» mamsi  PhysFS  kak
textures/image.jpg. To ke camMoe — B OTHOIIEHWU APXUBOB:
D:\data.zip\textures\image.jpg = textures/image.jpg.

V3 coobpakeHuit GesomacHocty, B PhysFS orpaHuueHs!
BO3MOXKHOCTH 3armucy. PhysFS MoXXeT 3amuchlBaTh TOIBKO B
OLHY [AWPEKTOPHIO (XOTsi BBl MOXeTe ee IepeolpemnensiTh
BCSKMM pas, Korma aTo Tpebyercs). JUpeKTOprs 3amucy He
106aBse€TCS aBTOMATUYECKH B CIIMCOK ITyTell [IOVCKa.

PekoMeHIyemMast O4YEpeNHOCTb [MOOaBIeHUs TMyTelt
MOMCKA TaKOBa: AWPEKTOPWS 3amucu, padouas OUPEKTOPHs,
KOMIIAKT-AUCK, aPXUBBL

PhysFS mo ymonmuaHWio He pacro3HaeT CUMBOJIbHBIE
cChUIKM  (KOTOpBIE BCTPEYaloTCs B HEKOTOPBIX apXWBax U
daimoBbix  cucremax UNIX). Bbl  MOXeTe paspelinTh
CUMBOJIbHBIE CCBUTKY (yHKIMed PHYSFS_permitSymbolicLinks,
HO MMeliTe B BUIY, YTO CCHUIKM MOTYT yKa3bIBaTh Ha (aiifibl 1
oupekTopuu BHe o6mactu noctyma PhysFS, uro HeGesomacHo.

Vicrionb3oBaTh PhysFS maxke mpoiie, yeM CTaHAapTHYIO
6u6NMMOTEKy BBOLA/BBIBOAA. PacCMOTPUM IpUMEpP UTEHUs
TekcToBOro (aizta w3 apxuBa. CHayama MOAK/ITIOYNM
HEOOXOIVIMBIE 3arOJIOBKU:

#include <stdio.h>
#include "physfs.h"


http://icculus.org/physfs

JlanbHEAIINI KO TIOMEI[AeTCsI BHYTPb ITIaBHOM PyHKIINU:

int main (int argc, char *argvl[])

{

Wuunnrami3anys PhysFS BBITISAUT ciefyroiumM o0pa3oMm:

PHYSFS_init (argv([0]);

B 9Ty (QYHKUMIO MBI [€peflaeM TEPBBIA MTapaMeTp
MIPUIIOXKEeHHA. ITOr0 MOXHO He [ieflaTh, HO peKOMeHyeTCs.

Tlo6aBrisieM apxuB:
PHYSFS addToSearchPath( "myarchive.zip", 1);

3HaueHMe 1 yKasblBaeT, UTO [AHHBIA MyThb [OJDKEH MMEeTb
HUBMIWNA NPUOPUTET MpU Moucke. ECIM M3MEeHUThb ero Ha O,
HPUOPUTET OYZET BBICIINM.

OmpemernisieM Hy>KHBIV HaM (aiii ¥ TpoBepsieM, CYIeCTBYeT
JIA OH:

char* filename = "file.txt";
if ( !PHYSFS exists(filename) )
{

printf ( "physfs error: no such file\n" );
return 1;

Ecmu aiin He cyljecTByeT HU B OJZHOM W3 IyTel ITOUCKa,
TporpamMMa BbIJIaCT OLIMOKY M 3aBepILKT CBOIO PaboTy.
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OTKpbIBaeM (paiiyl [l YTEHUs U y3HAEM €ro pasmep B
barirax:

PHYSFS file* myfile =
PHYSFS openRead( filename );
int length = PHYSFS filelLength (myfile);

OOBABNIAEM MacCUB 0aiiTOB Y BBIAE/NsAEM IOI HEro
HY’XKHBI! 00BEM MaMSATH:

char *buffer = new char[length];
Komupyem maHHbIe u3 daiiiia B MacCHB:

PHYSFS read(myfile, buffer, 1, length);
Maccus AOJI’KEH OKaHYMBATbHCA HYTIGMZ
buffer[length-1] = 0;

[TocKOMBbKY AaHHBIE YK€ B MaMATH, dailll HaM yXe He
HY>XeH:

PHYSFS close (myfile);

Ecmu mb1 3aBepmmimu paboty ¢ PhysFS, ee Heobxoaumo
BBITDY3UTh:

PHYSFS deinit ()

BBIBOAVIM TEKCT, yHASeM ero U3 MaMsTH U 3aBepIIaeM
padoTy mporpaMMsl:

printf ("$s\n",buffer) ;
delete buffer;
return 0;



BOT MO/IHBIN NMUCTUHT:

#include <stdio.h>
#include "physfs.h"

int main (int argc, char *argv([])

{
PHYSFS init (argv[0]);
PHYSFS addToSearchPath( "myarchive.zip", 1);
char* filename = "file.txt";

if ( !PHYSFS exists(filename) )

{
printf ( "physfs error: no such file\n" );
return 1;

}

PHYSFS file* myfile = PHYSFS openRead( filename );
int length = PHYSFS filelLength (myfile);

char *buffer = new char[length];

PHYSFS read(myfile, buffer, 1, length);
buffer[length-1] = 0;

PHYSFS close (myfile);

PHYSFS deinit ();

printf ("%$s\n",buffer) ;

delete buffer;
return O;

Gecko
clocktower89@mail.ru
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[lapcep cBOMMU PYKAMU

Co3paem cobCTBEHHbBIN 513bIK PAMAOBR
KOHOUrypaumm Ha C++

#include <stdio.h>
#include <stdlib.h>
#include <cstdlib>
#include <sys/stat.h>
#include <string.h>

enum type { KEYWORD, TOKEN, DATA, NAME, END };

struct Token

{
char* Name;
type Expecting;
type Type;

1%

struct CharDef
{

char Src;
char Dest;
char* Type;

# Configuration file example
string gw = "Hello World!"
string Word = gw public:
int One =1 char* Type;
int Four = 4 char* Name;
float Value = 12.5 Chér*Data;

i ! Object () ;
string WordLink = Word ~Object () ;
int NumLink = Four char* GetType () ;
char* GetName () ;
char* GetDataString () ;
int GetDatalnt () ;
float GetDataFloat ()

Object

Ananmsarop (mapcep) OymeT «IpeBpaliaTb» 3TH
NlaHHBlE B CIe[UalbHble OOBEKTHI, XPaHSIIME WMEHa,
3HAUEHUs U TUIIbI IPOYUTAHHBIX [TAPAMETPOB.



class Object
{

public:

char* Type;

char* Name;

char* Data;

Object () ;

~Object () ;

char* GetType () ;

char* GetName () ;

char* GetDataString () ;

int GetDatalnt () ;

float GetDataFloat () :;
i

Object::0bject () {1}
Object::~Object () {};

char* Object::GetType ()
{

return Type;

}

char* Object: :GetName ()
{

return Name;

}

char* Object::GetDataString ()
{

return Data;

}

int Object::GetDatalnt ()
{

return atoi (Data);

}

float Object::GetDataFloat ()
{

return atof (Data) ;

}

class CfgParser
{
public:
char* newlinestr;
char newline;
int MaxWordLength;
char* buffer;
int MaxKeywords;
int Keywords;
Token* kwdlist;
int MaxCharDefs;
int CharDefs;
CharDef* chardeflist;
int MaxObjects;
Object* Database;
int ObjectsCount;
char CommentsChar;
char StringChar;
CfgParser () ;
~CfgParser () ;
void Init () ;

void DefineChar (char src, char dest, char* itype);

void SetCommentsChar (char chr);
void SetStringChar (char chr) ;

void RegisterIdentifier (char* iname, type itype,

type iexpect);
void RegisterType (char* iname) ;
void RegisterAssignment (char* iname) ;
void RegisterEnd(char* iname) ;
Object* GetObject (char* name) ;
Object* GetObject (int index) ;
bool ObjectExists (char* name);
int ParseFile (char* Source, int Length,
bool dbgmode) ;
}i

Object::0bject () {}:
Object::~Object () {};
char* Object::GetType ()

{

return Type;

}



Object: :GetName () void CfgParser::DefineChar (char src, char dest,

{ {
return Name; chardeflist[CharDefs].Src = src;
} chardeflist[CharDefs].Dest = dest;
chardeflist[CharDefs].Type = new char [MaxWordLength];
char* Object::GetDataString () strcpy (chardeflist[CharDefs] .Type, itype) ;
{ CharDefs++;
return Data; }

char* itype)

void CfgParser::SetCommentsChar (char chr)
int Object::GetDatalnt () {
{ CommentsChar = chr;

return atoi (Data) ; }

}

void CfgParser::SetStringChar (char chr)
float Object::GetDataFloat () {
{ StringChar = chr;
return atof (Data) ; }

}

void CfgParser::RegisterIdentifier (char* iname, type itype,

CfgParser::CfgParser () {} type iexpect)
CfgParser::~CfgParser () {} {
kwdlist [Keywords] .Name = iname;
void CfgParser::Init () kwdlist [Keywords].Type = itype;
{ kwdlist [Keywords] .Expecting = iexpect;
i newlinestr = (char*)"\n"; Keywords++;
newline = newlinestr[1]; }

MaxWordLength = 128; void CfgParser::RegisterType (char* iname)

MaxKeywords = 128; {

Keywords = 0; kwdlist [Keywords] .Name = iname; 1

MaxCharDefs = 128; kwdlist [Keywords].Type = KEYWORD;

CharDefs = 0; kwdlist [Keywords] .Expecting = NAME;

MaxObjects = 128; Keywords++;

ObjectsCount = 0; }

CommentsChar = "#';

StringChar = '\047"'; void CfgParser::RegisterAssignment (char* iname)
{

buffer = new char[MaxWordLength]; kwdlist [Keywords] .Name = iname;

kwdlist = new Token[MaxKeywords]; kwdlist [Keywords].Type = TOKEN;

chardeflist = new CharDef [MaxCharDefs]; kwdlist [Keywords] .Expecting = DATA;

Database = new Object[MaxObjects]; Keywords++;



{

}

{

}

i {

}

{

void CfgParser::RegisterEnd(char* iname)

kwdlist [Keywords] .Name = iname;
kwdlist [Keywords] .Type = KEYWORD;
kwdlist [Keywords] .Expecting = END;
Keywords++;

Object* CfgParser::GetObject (char* name)

for (int iterator objects=0;
iterator objects<=0bjectsCount;
iterator objects++)

if (!strcmp (
Database[iterator objects] .Name,
name) )
{

return

& (Database[iterator objects]);

}
return NULL;

Object* CfgParser::GetObject (int index)

if (index<=0ObjectsCount)
return & (Database[index]) ;
else return NULL;

bool CfgParser::0bjectExists (char* name)

for (int iterator objects=0;
iterator objects<=0bjectsCount;
iterator objects++)

if (!strcmp (
Database[iterator objects].Name,
name) )
return true;
}

return false;

int CfgParser::ParseFile(char* Source,

{

int Length,
bool dbgmode)

int i1 = 0;

type expecting = KEYWORD;

int line = 1;

type ExpectAfterName = TOKEN;
type ExpectAfterData = KEYWORD;
int iterator db = -1;

int state = 0;
int ret = 0;

int comment = 0;
int thestring = 0;

printf ("libcfgp: Parsing...\n");
for (int i=0; i<=Length; i++)

{

if (Source[i]==StringChar and comment==0)

{
if (thestring==0) thestring = 1;
else thestring = 0;

}

else if (Source[i]!=" "'

and Source[i1]!='\012"
and Source[1]!='\011")
{
if (Source[i]==CommentsChar)
{
if (comment==0) comment=1;

else comment=0;

}

buffer[ii] = Sourcel[il]:;
il il kak 2

}

else

{
if (Source[i]=='\012")

//newline (end of comment)
{

if (comment==1) comment=0;
}

if (comment==1) continue;



if (thestring==0)
{
state = 0;
ret=0;
for (int j=ii; j<(MaxWordLength-ii); Jj++)
buffer[j]="\000";
atal. = (0)5
for (int k=0; k<=Keywords-1; k++)
{
if ((!strcmp (buffer,kwdlist[k].Name)) and ret==0)
{
if (expecting!=kwdlist[k].Type)
{
printf ("%d: error: unexpected '%s'\n",
line,buffer);
state=3;
break;
}
expecting=kwdlist[k] .Expecting;
if (dbgmode)
printf ("libcfgp: %d: Detected keyword: %$s\n",
line,buffer);
if (kwdlist[k].Type!=TOKEN)
{

iterator db++;
Database[iterator db].Type =
new char[MaxWordLength];
strcpy (Database[iterator db].Type,buffer);

}
}

else { expecting==DATA; buffer[ii] = Source[i]; ii++; }




if (state==0)
{
if (expecting==NAME)
{
if (strcmp (buffer,""))
{
expecting = ExpectAfterName;
if (dbgmode)
printf ("libcfgp: %d: Detected name: %s\n",line,buffer);
Database[iterator db].Name = new char[MaxWordLength];
strcpy (Database[iterator db].Name,buffer);
}
}
if (expecting==DATA)
{
if (strcmp (buffer,""))
{
expecting = ExpectAfterData;
if (dbgmode)
printf ("libcfgp: %d: Detected data: %s\n",line,buffer);
Database[iterator db].Data = new char[MaxWordLength];
if (thestring==1)
{
sprintf (Database[iterator db].Data,
"$s%$s%c",
Database[iterator db].Data,buffer,' ');
}
else strcpy(Database[iterator db].Data,buffer);
//Process links
for (int iterator objects=0; iterator objects<iterator db;
iterator objects++)

{

if (!strcmp(Database[iterator objects] .Name,
Database[iterator db].Data))

if (dbgmode)
printf ("libcfgp: %d: Detected link\n",line);
if (!strcmp(Database[iterator objects].Type,
Database[iterator db].Type))
Database[iterator db].Data =
Database[iterator objects] .Data;




//Process character definitions
for (int iterator chars=0;
iterator chars<MaxWordLength; iterator chars++)
{

for (int iterator chardefs=0; iterator chardefs<CharDefs;
iterator chardefs++)

if (!strcmp(Database[iterator db].Type,
chardeflist[iterator chardefs].Type))

if (Database[iterator db].Data[iterator chars]==
chardeflist[iterator chardefs].Src)

Database[iterator db].Data[iterator chars]=

chardeflist[iterator chardefs].Dest;

}
}

if (state==3) { break;}
//Newline

if (Source[i]=='\012") line++;
state = 2;

}

}
delete buffer;
delete kwdlist;

if (state==2) { printf ("libcfgp: Parse finished at line %d\n",line); }
if (state==3) { printf ("libcfgp: Parse failed at line %d\n",line); }

if (state==3) return 1;
ObjectsCount = iterator db;
return 0;



BoT mpuMep WCIONb30BaHUA Iapcepa Ha KOHGU-
TypalMoHHOM (aiisie, comepiKalleM TeKCT, NPUBEAEHHbIA B
Hayarse CTaThu:

Object* Value =
Config.GetObject ( (char*) "Value") ;

Object* WordLink =
Config.GetObject ((char*) "WordLink") ;

int FileGetSize (char *filename) Object* NumLink =

{ ' Config.GetObject ((char*) "NumLink") ;
struct stat fileStats;
if (stat (filename, &fileStats) !=0) return O;

printf ("One+Four: %d\n",
One->GetDatalInt () + Four->GetDataInt () )
} printf ("Value: $f\n",
Value->GetDataFloat ()) ;
printf ("WordLink: %s\n",
{ WordLink->GetDataString()) ;

return fileStats.st size;

char* ReadTextFile (char *filename)

FILE *file = fopen( filename, "r" ); printf ("NumLink: %d\n",

if (file == NULL) return 0; NumLink->GetDatalnt ()) ;
int size = FileGetSize (filename) ;

if (size==0) return 0; #ifdef WIN32

char *buffer = new char[size]; system ("PAUSE") ;

int bytes = fread(buffer,1,size,file); #endif

buffer[bytes] = 0; return 0;

return buffer; }

}

int main (int argc, char *argvl[]) I EEOME Lile IOl

I {

CfgParser Config; libcfgp: Parsing...

libcfgp: Parse finished at line 11
Config.Init(); One+Four: 5
Config.RegisterType ( (char*)"int") ; Value: 12.500000 I

Config.RegisterType ( (char*)"float"); WordLink: Hello World!

Config.RegisterType ((char*)"string") ; ; : '

Config.RegisterAssignment ( (char*)"="); NumLink: 4

Config.SetStringChar ('""); K
Gecko

char* Source = ReadTextFile ((char*)"test.txt"); clocktower89@mail.ru

int Length = FileGetSize ((char*)"test.txt");

if (Config.ParseFile (Source,Length, false))

return 1;

Object* Word = Config.GetObject ((char*)"Word") ;
Object* One = Config.GetObject ((char*)"One") ;
Object* Four = Config.GetObject ((char*)"Four") ;
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Pa3mblTne

npwv nomoLm GLSL

PasMbITHE — He Takoul MpoCcToi addeKT, Kak KakeTcs Ha
TIepBbIil B3rTsiA. UTOOBI MOOUTHCST BBICOKOW CKOPOCTU 00paboTKH,
Heo6XomrMa TpaMOTHAs ONTUMM3ALWs aJropuT™Ma. B mpuBe-
[IEHHOM MIeiepe MAJisi STOTO TOPU3OHTA/IbHOE W BEPTUKAIBHOE
pasMbITHE TIOMEIIEHBI B [IBE OTHEJIbHBbIE (QYHKINU, Pe3yIbTaThl
KOTOPBIX 3aTE€M CMEIINBAIOTCS Py TIoMory mix().

[leiimep MOKHO UCTIONT30BATh, HATPUMED, [IJISl Pean3al UK
addexTa glow.

®parMeHTHas IporpamMma:

BepumnHHas rporpaMma:




Gecko
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penakunn. OCKlowerovy@ma

nasHbIl pedakmop XypHasa
Gecko
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