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XMenbHUIBKUI HalliOHAIBHUIN YHIBEPCUTET

BUKOPUCTAHHS CYYACHHMX TEXHOJIOI'TA 3D-IIPOT'PAMYBAHHS JIJIS1
CTBOPEHHA TPBOXBUMIPHUX IT'OP

1Ipo6odumucs IpyHmMOSHUL aHANI3 CYHACHUX MEXHONO2I ma IHCMPYMENmapiio npoepamyeéanis npu po3pooyi
mpvoxeumipnux ieop. Iloxazano euxopucmannsa 6Oioniomexu XNA Framework — 6ucoxonpodykmugnozo kpocniam-
gopmosoco API ons po3pobru epagpiunux dodamxis nio Windows i XBOX 360.

There is carried out the fundamental analysis of modern technologies and tools of programming by developing
the three-dimensional games. It has been shown the libraries XNA Framework use — high-productive cross-platform
API for developing graphic applications under Windows and XBOX 360.

Knrouoei crnosa: incmpymenmapiti npocpamy8ans, mpboxeuMipHi icpu.

OmHMM 3 TIEpPCIIEKTUBHUX HANpsAMKIB B I1HAYCTpii po3poOKHM MPOTpamMHOTO 3a0e3NedeHHS € CTBOPEHHS
TproxBuMipHHX (3D) irop. SIxy 6 rpadiuny 6i6mioTexy abo TexHOJIOTiO Ha ii 0a3i He BUKOPHCTOBYBAIX IIPH PO3POOIIi
3D-moperneii, B OCHOBI JiexaTh (pyHIaMeHTaIbHI 3HaHHS 3 KOMIT IOTEPHOT rpadiky.

st focSTHEHHSI METH — CTBOpEHHS 3D-irop — HalHrOJOBHIIIUM 3aBJIaHHSM, IO [IOCTAE MEepe]] POrpamicToM,
€ BUOIp ONTUMAIBHOT CYYaCHOT TEXHOJOTIT Ta iHCTpYMEHTapio porpaMyBanus. [ pyHTOBHUI aHali3 cTany B il chepi
IporpamMHOi iHXKeHepil J03BOIUTH e(pEeKTHBHO peati3oByBaTH IIOCTaBJIEH] 3a1adyi.

3a ocTaHHI POKH KOMIT'I0TepHa rpadika oTpuMaa Jye MHUpOoKe NommpeHHs. 3apa3 3D-BuMipHi 300paeHHs
MOXHa 1M00aYUTH CKpi3b, MOYMHAIOYM Bifl MPOCTHX KOMIT IOTEPHUX Irop i 3aKiHUYIOYM CHCTEMaM{ MOJIENIOBAHHS B
peampHOMY 4aci. Pamime, xomn 3D-BumipHa rpadika iCHyBama TiIbKM Ha CYIIEPKOMIT FOTEepax, HE iCHYBaJIO €IMHOTO
CTaHIApTy B Tamy3i rpadiku. Bcei nmporpamu mucanucs 3 "Hynsa" abo 3 BUKOPUCTAHHSIM HAKOIIMYEHOTO TOCBiTy, aie B
KOXKHIH TIporpami peani3oByBaJIMCs CBOI METOIM IS BimoOpaxkeHHs rpadidroi iHopMarii. 3 IpUXoJoM MOTYKHHIX
MporecopiB i rpadiyHUX MPUCKOPIOBAdiB TPUBUMIpHA Ipadika cTaja peaibHICTIO IS MePCOHAIBLHUX KOMIT IOTEPIB.
Age B TOH e yac BUPOOHHUKH HPOTPaMHOTO 3a0e3MedeHHs 3ITKHYIIICS 3 CEPHO3HOI0 MPOOIEMOI0 — BiACYTHICTIO OYIb-
SIKUX CTAHAAPTIB, SKi JO3BOJISIIN MMUCATH TPOTPaMU, HE3aJICXKHI BiJ 00JIaJHAHHS Ta OTepaIliiiHOl CHCTEMH.

OnHUM 3 MepUIMX TAaKUX CTaHIApTIB, SKUH icHye 1 choronHi, sBiseTbcss OpenGL. OpenGL — ne rpadiunmii
cTaHAapT B oOyacti KoM toTepHol rpadiku. Ha naHuii MOMEHT BiH € OJHHMM i3 HaHOUIBII MOMYJSPHUX rpadiuHUX
CTaHAapTiB y BcboMy CBIiTI. Po3poOHnku OpenGL — ne HaiiOurbmii ¢(ipMH-pO3pOOHHMKH SK yCTaTKyBaHHS, Tak 1
nporpamuoro 3abesmedenns: Silicon Graphics, Inc., Microsoft, IBM Corporation, Sun Microsystems, Inc., Digital
Equipment Corporation (DEC), Evans & Sutherland, Hewlett-Packard Corporation, Intel Corporation Ta Intergraph
Corporation.

OpenGL mnepexmanmaetscs sk Binkputa I'padiuna bibmiorexka (Open Graphics Library). Lle o3nauae, mo
OpenGL — me Bimkputuit i MoOinmeHUH cranmapt. [Iporpamu, Hanmcani 3a momomoroto OpenGL, MOXKHa TTEPEHOCHTH
NPaKTHYHO Ha OyAb-siKi IAaTGOpPMH, OTPUMYIOUH NP IIbOMY OJHAKOBUH pe3yibTaT, Oyapb Le rpadidna craHmis abo
cynepkomm’torep. OpenGL 3BinbHSIE mporpamicra BiJ| HAMCAHHS NPOTpaM AJIsi KOHKPETHOro oOnaaHaHHs. SIKIIo
NPUCTPIK miATpUMYE SKych (YHKIIO, TO Ll (YHKIisS BUKOHYEThCS amapaTHO, SKIIO Hi, TO 0i0iioTeka BUKOHYE il
HPOTPaMHO.

Bunyck kopnopatieto Microsoft rpagiunoi 6i6miorexkn DirectX mocTynoBo IouyaB IE€peOpiEHTOBYBATH
BUpoOHMKIB irop Ha Windows. Came DirectX 3HauHO cHpocTHB poOOTY MPOrpaMicTiB, B3SBIIM Ha ceOe KepyBaHHS
MYJIbTUMEIMHIMI anapaTHUMH 3aco0aMu 1 Masimynstopamu. lle m03BOiMIO CTBOPIOBATH MpOTrpaMu Ta irpu
BUKOPHCTOBYIOUH CTaHAAPTU30BaHI HAOOPW KOMaH]I 1 He IMiJIaIITOBYBATHC I1iJ] KOHKPETHI BU/IM BiIEOKApPT 1 3BYKOBHX
KapT. 3 BHXomoM HOBUX Bepciii DirectX icroTHO 30inpIIMIAacs NPOAYKTHBHICTH Bif€0oafanTepiB 1 KiJIbKICTh
MiATPUMYBaHHUX (QYHKITIH.

o6 BupimmuTH, SKa X TEXHOJIOTiS Kpalla, MOTPIOHO IeTanbHO O3HAMOMHUTHCH 3 iX IlepeBaraMu Ta
HEIOIIKAMHU.

o x sBiusie coboro OpenGL? 3 Toukm 30py mporpamicra, OpenGL — 1ie nporpamuuii iHtepdeiic ams
rpadiYHUX MPHUCTPOIB, TaKUX SK rpadiddi npuckoproBavi. Bid Bkitoyae B cebe Oam3pko 150 pisHMX KOMaHm, 3a
JIOTIOMOT'OI0 SIKUX TPOTPaMiCT MOXKE BU3HA4YaTH Pi3HI 00’€KTH 1 BHPOOJSATH penaepuHr. Kaxyuyu OLIbLI 3BUYHOIO
MOBOIO, BU BH3Ha4yaeTe OO0 €KTH, 3aJa€Te iX MICIe PO3TallyBaHHS y TPUBUMIPDHOMY IIPOCTOpI, BH3HAYAETE iHILI
napaMeTpu (IIOBOPOT, PO3TATYBaHHS TOLIO), 33/1a€T€ BJIACTUBOCTI 00’€KTiB (KOMip, TEKCTypa, Marepial TOIIO),
TIOJIOXKEHHS criocTepiraya, a 6i6mioreka OpenGL noxbae npo te 1mo6 BiqoOpa3uTH Bee [ie Ha eKpaHi.

OpenGL mae noOpe mpomymaHy BHYTPIIIHIO CTPYKTYpY 1 JOCHTH IPOCTHI TNpOLEAypHUH iHTepdeic.
HesBaxxatoun ©Ha 1e 3a gomomororo OpenGL MokHa CTBOpIOBaTH CKJIaAHI 1 HOTY)XHI NpOrpaMHi KOMIUIEKCH,
BUTPAYarOYH MPH IOMY MiHIMAIGHUH Yac y MOPiBHAHHI 3 iHIINMHA TpadigHuME 0i0Ti0TEKaMH.

VY nmesxux 6iomiorekax OpenGL (Hanpukmian, minm X Windows) € MOXIHBICTE 300paKyBaTH pe3ysbTaT HE
TUIPKM Ha JIOKAIBHIN MaIIWHIi, ale Takox i mo Mepexi. Jomatoxk, sxwii Bupobmse komannu OpenGL, HazuBaeTbes
KIIIEHTOM, a TIporpama, sSika OTPUMYE Il KOMaH/IH 1 BitoOpaxxae pe3ynbTaT — CEPBEPOM.

OCHOBHI MOXITUBOCT] 010J1I0TEKH HACTYIIHI:
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1. TlinTpuMKa reoMeTpUYHMX 1 pacTpOBHX NMPUMITHBIB. Ha OCHOBI reoMeTpHYHUX 1 PacTpOBUX NPHUMITHBIB
OymyroThCsl Bci 00’ €KTH. 3 TEOMETPUYHMX IIPUMITHBIB 0101i0TEKa HAla€ TOUKH, JIiHII, OJIrOHH, 3 PACTPOBUX — OITOBHI
MmacuB (bitmap) Ta o6pa3 (image).

2. OOcnyroByBaHHS BHIOBHX Ta MOJCIBHHX IIEPETBOPEHb. 3a JONOMOIOI IHMX IEPEeTBOPEHb MOXKHA
pO3TamoByBaT 00’ €KTH B IIPOCTOPi, 00epTaTH iX, 3MiHIOBATH (POPMY, a TAKOXK 3MIHIOBAaTH ITOJIOKEHHS KaMepH, 3 SKOi
BEJICTHCS CIIOCTEPEKEHHSI.

3. Pob6ora 3 xompopoMm. OpenGL Hamae mporpamicTy MOXIHBICTH poOOTH 3 KoimbopoMm y pexxnMi RGBA
("epBoHMIA — 3eNeHN — CHHIN — anb(a) a00 BUKOPUCTOBYBATH 1HIEKCHUH PEKUM, J€ KOJIip 0OUPAETHCS 3 MATITPH.

4. 3abe3neueHns nonsiitnol Oydepusanii. OpenGL Hajmae sk oaMHApHY, Tak 1 HOABIKHY Oydepusariro.
[ongiiitna Oydepu3salis BUKOPHCTOBYETBCS Ul TOTO, 100 YCYHYTH MEPEXTiHHS NpU MyJbTUIUTIKalii, TOOTO
300pa)KeHHs KOXKHOT'O KaJlpy CHOYATKy MAJIOEThCS y Opyromy (HeBHIUMOMY) Oydepi, a moTiM, KOJIU KaJIp HOBHICTIO
HaMaJbOBaHUi, Beck Oydep BimoOpaxaeTbcst Ha eKpaHi.

5. HasBHicTp (yHKLIH 3 HakIaJeHHs TEKCTYpH, 3IJIaJUKyBaHHS, OCBITIIEHHS, aTMOc(hepHUX e]eKTiB (TymaH,
muM). Bce me Takok m03BONIsiE HamaTH 00 ’€KTaM abo CIEHI PeaiCTUYHOCTI, a TakKoX "BiAUyTH' TpHUBHMIpHE
300pakeHHS.

Xoua 6i6mioTexa OpenGL i BBaykaeThCsl OTHIEO 3 Kpammx 010ioTek K st mpodeciitHoro 3acTocyBaHHS, TakK
1 171 irop, y Hel iCHYIOTh 1 KOHKYpeHTH. 3Bu4aiiHo, 1ie Direct 3D 3 makety DirectX.

Direct3D 3 makety DirectX po3po6uenuii ¢pipmoro Microsoft. Direct3D cTBOproBaBCsi BUKIIIOYHO JJIsl ITPOBHX
JOAATKIB.

DirectX — 11e BUCOKOIIPOAYKTHBHA MYJIbTUMeilfHA 610mi0TeKa A pOTpaMyBaHHS JTOJATKiB BUMOTJIMBHX 0
NPOJIYKTUBHOCTI BijeomijacucTeMu, ayaiocucremu. B ocHoBi DirectX nexuts Ha0ip COM2-iHTepdeiiciB, 1110 HaaaTh
HpOrpamicToBi JOCTYN 1O amapatHoro 3abesneuyeHHs komm 'torepa. Lli inTepdeiicu po3podieni Microsoft B TicHil
CHIBIIpalLli 3 NPOBITHUMHU BUPOOHHKAMH arapaTHUX Mpuctpois, Takumu sk Intel, ATI, NVIDIA, Creative Tommo. Tomy
inrepdeiicn DirectX myxe OIM3bKI 10 Cy4acHOro amapaTHOro 3abes3rnedyeHHs 1 (aKTHYHO TOB’s3aHI 3 armapaTHUM
3a0e3reueHHsIM uepe3 TOHKHH MpOoIapoK JpaiBepiB, MUHAIOUH CTaHAapTHI inTepdeticu Win32, taxi sik GDI 1 MCI.

[ounnatouu 3 nepmmx Bepcii, DirectX y cBoeMy ckiiazii MaB psifl iIHCTPYMEHTIB:

1) DirectDraw — iHCTpYMEHT IUISL pacTpOBOi Tpadiky;

2) Direct3D — inctpyment ans 3D rpadikm;

3) Directlnput — iHCTpyMEHT IJIsl OTpUMAaHHS JaHWUX 3 MUIII, KJIaBiaTypH TOIIO;

4) DirectPlay — iHCTpyMeHT Jj1s1 OOMiHY TaHUMH B MEPExKi;

5) DirectSound — iHCTpyMeHT JJ1st pOOOTH 31 3BYKOM;

6) DirectMusic — iHCTpYMEHT BiITBOPEHHSI MY3HUKH;

7) DirectShow — iHCTpYMEHT JIJ1s BBEICHHSI-BUBEICHHS ayIio- i BiICOIaHUX;

8) DirectSetup — incTayATOP;

9) DirectX Media Objects — miaTprMKa MOTOKOBHX OOPOOHHKIB (KOAEPH, IEKOACPH).

Sxmo nopisHroBaty OpenGl ta Direct 3D y miani nepeHocuMocTi iporpam 3 o/Hi€el miaropmu Ha iHIIY, TO
Direct3D Oyzne npamoBary Tinbku Ha Intel-mmatdopmax mix ynpasmiHHSIM onepauiiinoi cucremn Windows, y Toi dac
Iporpamu, Hamucasi 3a qormomoror OpenGL MokHa yCIminTHO IepeHecTH Ha Taki miatdopmu, sk Unix, Linux, SunOS ,
IRIX, Windows, MacOS i 6arato iHmmx. A oT y miaHi 00’ekTHO-opieHTOBaHOTO Timxoxny OpenGL moctymaerbcs
Direct3D. OpenGL nparroe 3a IpHUHIMIIOM KiHIIEBOTO aBTOMAaTa, MEPEXOAIdH 3 OJHOTO CTaHy B IHIIWH, 3MIHCHIOIOYN
mpu 1boMy siKick meperBopeHHsA. llle omuiero mepemaroro Direct3D e minTtpumka nemeBoro obmamxanasa, OpenGL
MiATPUMYETHCS HE Ha BCiX rpadiunmx xaprax. OpenGL nerma, HiX Direct3D mnst BuBuenHs ocHoB Tpadiku; OpenGL
MOKHa 3aCTOCOBYBATH, HAIIPUKIIA[, A1 II0YaTKOBOTO BUBUYEHHS TPUBUMIPHOI Ipadiky.

3 Buxomom Windows Vista 3’sBuacs depropa, peBosttomiiina 10 Bepcis DirectX, sika iCTOTHO MOJIIMIINIIA
peanicTuyHICTh  (OPMOBAHUX 300pakeHb, 3HAYHO 30UIbIIWIA MPOMYKTHBHICTH BiJeoaganTepiB 1 J03BOJIMIA
PO3BaHTAXHUTH IECHTPAILHUI MPOLIECOP Yepe3 MEPEHECEHHS BENMKOI YacTHHHM (PyHKIN Ha Bigeouuncer. Lle crano
MOJJIMBHM 3aBJISIKW 3MiHI IIpOLieCy B3a€MOJIi CHCTEMHU Ta MyJIbTUMeniiHuX npuctpoiB. DirectX 10 HemocskHMI [u1s
iHmmx OC.

Cawme BigcyTHicTh niaTpuMku DirectX 10 i He 103BonUTh 3amyckaru HoBi irpu nig Windows XP. Btim, 1o 9-1
Bepcii moxxmuBocTi OpenGL i DirectX 3piBHSUHCS, IMiCs 9OTO HAMITHIIACS TEHICHIIIS O TEXHOJOTIYHOTO BiICTaBaHHS
OpenGL Bixg DirectX.

Y 2005 p. B mponax Hafgiimuia irposa mpucraBka Microsoft HacTymHoro mokomniHas — XBOX 360. Ha meit pa3
Microsoft Bupimiia BiAIMOBUTHCS BiJi BUKOPHCTAHHS IMIPOLIECOPIB 3BUYHOI apXiTeKTypH X86 Ha KOPHCTh Hpoliecopa
PowerPC, He cymichoro 3 x86. Cama apxiTekTypa irpoBoi MNpPUCTaBKM TaKk CaMO 3HAYHO BLApI3HSJIACS BIX
MEPCOHAIBHOTO KOMIT FOTepa, 10 MPAIIo€ Mijl YIPaBIiHHIM oneparliiitnoi cucremu Windows. Takum dnHOM, BIiepIie B
icropii y Microsoft BusiBiics 181 HecymicHUX irpoBux miatdopmu: Windows i XBOX 360. List o6craBuHa BigdyyTHO
YCKJIaHUJIA KHUTTS PO3POOHHMKAaM irop, Tak SK HaNmMCaHHS NPOrpaMH 3 HIATPUMKOI 000X miardopMm QakTHIHO
3BOJINTHCS JI0 HAIMMCAHHS OKPEMHX JIOAATKIB JUIsl KOXKHOI IIaTGOpMHU, 1110 i CHITY JIMIIE JOCUTh BEIMKAM KOHTOPAM.

[onibHa i3omsmiss 1BOX MuardopMm He BiamToBYBana Microsoft, ToMy BHHHKIA HEOOXIJHICTH CTBOPEHHS
IHCTpYMEHTapiI0, SIKMH JJ03BOJISIE HEBEIIMKMM KOHTOPAM 1 MOYATKIBISIM-PO3pOOHHKAaM CTBOPIOBATH KpociuiaT(opMeHH1
MporpaM, IO MpaIiolTs sSK Ha mmiatgopmi Windows, Tak i Ha XBOX 360. B sxocti ocHOBH Oyiio BHpimeHO
BukopuctoByBatu tiatpopmy .NET: sk Bimomo, .NET-momatkum KOMITUTIOIOTECS B MpoMikHY MOBY IL, a ¢inanphHa
KOMIUTAIIS B MAITMHHUH KO BIIOYBAETHCS TUTBKHU i 9ac 3aIyCKy IMPOrpaMy Ha KOHKPETHIN CHCTEMI.
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Takum unnom, .NET-nonarkam B3arani Oaiiayxe, SKHi IIPOLecOp B JaHHI MOMEHT BCTAHOBJICHHUI B CHCTEMI.

AJte Ha IPaKTHII BCe BUSBUIIOCS JICIIO CKIIAIHIIIE:

1. NET Framework mictuth moTyxHy O0i0JioTeKy KiIaciB Ha BCi BHUIAIKH JKUTTS, BKJIIOYAIOYH PO3POOKY
IomaTkiB 0a3 maHuX, web-cepBiciB, web-calTiB. 3po3ymino, nmaHa (QYHKIIOHATBHICTH €, M KO KaXydd, HEm0
HaJMIpHOIO ais irpoBoi mpuctaBku. Kpim toro, psn kiaciB .NET Framework cumpHO mpuB’sizaHi 1o omepariiifHO1
cucremu Windows (mpoctopu imeH System.Windows.Forms, System.Drawings), a nepenecenass Windows Ha irpoBy
IPHUCTAaBKY € BEJIbMU CYMHIBHOIO 17€€10;

2. Managed DirectX € pgocuth ToHkMM HanamtyBaHHsM Hajg DirectX. A rtak sk DirectX — ne oxus 3
komItoHeHTiB miardpopmu Windows, Managed DirectX aBroMaTH4HO BUSBIISIETHCS HecTeprnHUM API, npus’sizanum 10
iatropmu Windows. Kpim toro, kinacu i crpykrypu Managed DirectX akTHBHO BUKOPUCTOBYIOTH (DyHKLIIOHAJIBHICTh
3 mpocTopiB iMmeH System.Windows.Forms i System.Drawing.

[lepma npoGmema Oyna Bupimena uuiixoMm peanizanii Ha XBOX nume nigMHoxwuHOI0O KiaciB NET
Framework, Bimomux sk .NET Compact Framework. J[ns Bupimenns apyroi mpobiemu OyB pospobienuit XNA
Framework — BucokonpoxykrusHuii 6aratorardopmosuiit APl nnst po3poOku rpadiuHuX HONATKIB IS IIaThOpM
Windows i XBOX 360.

YmoBHO Bci komnoHeHTH XNA Framework Moxna po3ainuti Ha 4 piBHI abcTpakmii (puc. 1):

1. Platform (ITmardopma) — HAWHWKYHIA piBeHB, IO MICTUTH IUIaTdopmo3anexxHi API, Taki sk HekepoBaHUIH
DirectX. VYV mnepeBaxHiii OULIbIIOCTI BHUNAAKIB MporpamMa MOXKE HIYOrO HE 3HATHU MPO ICHYBaHHsS LLOTO PIiBHS,
BUKOPHCTOBYIOYHM KOMITOHEHTH OLIbIII BUCOKHX PIBHIB aOCTpaKiii NpUCTpoOIB.

2. Core Framework (OcnoBuuit Kapkac) — HmxkHil miardopmonesanexxuuii piBeHb XNA, 1o 3abe3nedye
6a3oBy (yHKIIOHAIBHICTE. Po3mimyeTtbest B 30ipui Microsoft.Xna.Framework.dll i mictute 5 xomnonenTis: Graphics
(pobota 3 rpadikoro), Audio (pobora 3i 3BykoMm), Input (pobGoTa 3 MPHUCTPOSIMH BBEACHHS-BHBEICHHs), Math
(MaTemMaTH4HI pO3paxyHKH), Storage (po0oTa 3 (aiIoBOI0 CHCTEMOIO).

3. Kitacu i cTpyKTypu KOXHOTO KOMIIOHEHTa 3TrpyIIOBaHi B IPOCTOPH iMeH 1 HaBeaeHi B Tabi. 1. Ha nmardopmi
Windows nepmi tpu kommonenra (Graphics, Audio, Input) € nHanOynoBamu Hax DirectX, a kommoneHT Storage —
HanOynoBoro Hay kiracamu .NET Framework mist po6oTu 3 haitiioBoro cucreMoro.

Games

Extended Framework
{Microsoft.Xna.Framework.Game.dll)
KomnoHeHT : Application Model, Content Pipeline

Core Framework
{Microsoft. Xna.Framework.dll}
KomnoHeHT : Graphics, Audio, Input, Math, Storage

Platform
KomnonenT : Direct3D, XACT, XINPUT, XContent

Puc. 1. Pisni XNA Framework

4. Extended Framework (po3mmpenunii kapkac) — HaOlp BHCOKOPIBHEBHMX KJIaciB, SIKi BHUPIIIYIOTH THIIOBI
3aBIaHHS, IO MTOCTAIOTH Mepe]] PO3POOHUKOM irop: iHimiamizamis rpadiqHOTO MPHUCTPOO, OpPTaHizallis HUKIY 00poOKH
MOBIIOMJICHB, €KCIIOPT MOZeNel 1 Tekctyp 3 rpadiunux penakropis. Ilo cyti Extended Framework moxxHa BBa)kaTu
yHiBepcampHUM  irpoBuM  OBIKKOM  (Game  Engine) mouatkoBoro piBHsA.  PosMimyerbes B 30ipii
Microsoft.Xna.Framework.Game.dll.

5. Game — Bi1acHe J0/1IaTOK KOPHCTYBaya, TOOTO Haiii 3 BamMu nporpamu. Jlo cioBa, B koMmruiekT XNA BXOAUTb
KijJbka npocTux irop (Starter Kits), siki MOKHa BUKOPHCTOBYBATH B SIKOCT1 3arOTOBOK JJIsl CBOIX JIOAATKIB.

Tabmums 1
3rpynoBaHi B IpOCTOpH iMeH KJIACH i CTPYKTYPH KO’KHOI0 KOMIIOHEHTA
BignosiaHui
KOMMNoHeHT XNA

MNpocTopw iMeH MNpu3HayeHHs

MaTeMaTu4Hi po3paxyHKu: MaTpuyHa anrebpa, aHaniTMyHa reoMeTpis,
nepesipka 3iTkHeHb i T.4. XNA Framework BUKOHyE MaTeMaTUYHi
Microsoft.Xna.Framework Math pO3paxyHKKU BNacHMMKU 3acobaMy, WO B AESKUX BMNaAKax AeLo
NiABULLYE NPOAYKTUBHICTb 3aBASKM BiACYTHOCTI HaknagHWUX BUTpaT
B3aemoaii 3 COM

Microsoft.Xna.Framework.G

raphics Pob6oTa 3 rpadikoto
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Pobota 3 ynakoBaHuMu BekTopamu. MpuknagoM ynakoBaHOro BeKTopa
Graphics € 32-6iTHe uncno, Wo MiCTUTb iHOPMAaLto NPO SICKPaBICTb YEPBOHOIO,
CMHBOTO i 3eN1eHOr0 KONbopY

Microsoft.Xna.Framework.G
raphics.PackedVector

Microsoft.Xna.Framework.A

. Audio Po6oTa i3 3BykoM
udio
Microsoft.Xna.Framework.In . "
put Input PoboTa 3 npucTposMu BBeAeHHs (KnaBsiaTypa, MyLLA, IKOUCTUKN)
Microsoft.Xna.Framework.St Storage Po6oTa 3 halt/IoBO0 CUCTEMOI MOTOYHOI NNATPOPMU: 3aBAHTAXKEHHS
orage 9 36epeXxeHHs HAaCTPOMOK 3acToCcyBaHHsI, "36epexeHux irop"

3aBmakun XNA Framework, mo mae mam 0araTo JOMOMDKHHX KJIAaciB i MPOCTHX CHOCOOIB Ui KepyBaHHS
BIKHOM TpH, irpOBUMH KOMITOHEHTaMH # (aimamu (MOIensiMu, TeKCTypaMH, IIeHaepaMu 1 3BYKOBIMH (aiiiiamu), BaM
He Tpeba TypOyBatucs mpo BiacHi Gopmaru QaiiiiB, HaMCAHHS BJIACHOTO KJIACy YIPAaBIiHHS BIKHOM a0o0 mpo Te, siK
3aBaHTXUTH MOJEJH Y Balll «IBIDKOK», a TIOTIM OTpUMATH ii Ha ekpaHi. Skmo B panime mpamoBanu 3 DirectX um
OpenGL, TO MOXINBO CTHKAIKCS 3 TUM, IO NPUKIAAA Ta YPOKH HE 3JIAI0THCSl BXKKHMHU, aJle K TUIBKH BU 3aX04eTe
BUKOPHCTOBYBaTH B «JIBMJKKY» BJIACHI TEKCTYpPH, TPUBUMIpHI Mojeii abo 3ByKOBi (haiiiu, To 3IIUTOBXY€ETECS 3 TAKUMHU
npobiiemMaMu, sSK HemiATpuMyBaHi Qopmaru QaiiniB, BiICYTHICTH MIATPUMKH TPUBUMIPHHX MOJENEH Ui Balloro
penakTopa abo HEMOKIIMBICT BIATBOPEHHS BalIMX 3ByKoBUX (haitmiB. [ToriM Bu a00 MposoBKyeTe NOIIYK, 200 MuIleTe
BJIACHI KJIACH JUISl ATPUMKH X MOXJIMBOcTer. Kitacu 1uist TekeTyp 1 MoJieneil icHyI0Tb, aje 1ie He 0O3Havae, 1110 BOHH
nockoHani. [Honmi BaM moTpiOHa JoAaTKOBA (DYHKIIOHATIBHICTE 200 OUIBII MPOCTHH CIIOCIO 3aBaHTaXKEHHS 1 IOCTYIY IO
TEKCTyp 1 Mofeneid. ToMy BU nuieTe HOBI KJIACH JJIsl YIIPABIIIHHS TEKCTYPaMHU i MOJIGIISIMH, SIKI BCEPEIMHI, SIK 1 paHimie,
BHKOPHUCTOBYIOTH KiTacu XINA, aie poOIsATh iX MpocTime A1 poOOTH 3 TEKCTypaMH 1 MOACIISIMH, a B TIOJAIBIIOMY — 1 3
MaTepiaraMu i melaepaMu TaKoX.

B po3po61i 2D-BuMipHHX irop BUKOPHCTOBYETHCS ABOBUMIpHA CHCTEMa KOOPAWHAT. [ '0JIOBHA BiqMIHHICTH i€l
CHCTEMH BiJ| TPAIULINHHOI NONATaE B TOMY, IO MOYAaTOK KOOPAUHAT PO3TAIIOBAHO B JIIBOMY BEPXHBOMY KyTKY CKpaHy.
KoopannaTtu mo oci X 3pOCTaroTh 371iBa HANpaBo, a BiCh Y BHSBISAETHCSA MEPEBEPHYTOIO — i KOOPIAMHATH 3POCTAIOTH
3BEpXY BHH3.

[Ipu poGoTi 3 TpUBHMIpHOIO Tpadikord BUKOPHCTOBYETHhCS JEKiIbKa BHIIB CHUCTEM KoopauHar. Ham
3HaI00UTHCS 1€ OHA BiCh — Bich Z. ICHYe KiNbKa BapiaHTiB TPUBHUMIPHUX CHCTEM KOOPJHMHAT, 30KpeMa, MOIIUPEH] TaK
3BaHi IPaBOCTOPOHHS 1 JIIBOCTOPOHHS cHUcTeMH. Mu OyneMo KOpHCTYBaTHCSl IPaBOOIYHOI CHUCTEMOI0 — BOHA
3actocoByeThest B XNA Framework. Ii cxematuune 306paeHHs HaBeJieHO Ha puc. 2.
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Puc. 2

Oco06muBICTh IIi€1 cUCTEMH KOOPAMHAT IMOJSATaE B TOMY, IO MOYATOK KOOPAWHAT MOXKHA 3iCTaBUTH 3 JIIBUM
HIDKHIM KyTOM MOHITOpa, NMO3UTHBHA YacTWHa oci X 3HaXOAUTHCS NPABOPYY BiJ| MOYATKy KOOPJHMHAT, MO3UTHBHA
yacThHa oci Y — 3BepXy, a [O3MTHBHA YacTHHA Oci Z — cliepeay. A Iie 03Hayae, 110 BUAMMA YacTUHa oci Z — e il
HeraTHBHA 4actuHa. L{s vacTuHA oci 3HAXOAMTHCS sKOM "B TIIMOMHI MOHITOpa" B TOW Yac, SIK MO3MTHUBHA YacTHUHA
3HaXOJUTHCS "monepesy MoHiTopa".

VY ABOBUMIpHIH CHCTEMi KOOPAWHAT iCHYE HOHSTTS TOYKH — il KOOPJMHATH 3aJal0ThCS ABOMA 3HAYEHHIMHU: X
1 Y. Touku icHYIOTH i B TPMBUMIpHIN CHCTEMI KOOPAWHAT — BOHH 33al0ThCsl BXKE TphoMa 3HaueHHsIMH: X, Y, Z.

3Hal0uN KOOPAWHATH BEPIIMH IIOJIITOHIB, 3 SKHAX CKJIAJA€ThCS 00 €KT, MH MOXEMO pO3TallyBaTH HOrO B
mpocTopi. Temep MOTpiGHO po3idpaTHcs 31 3MIHOO MOJIOKEHHS 00’ €KTIB y MpocTopi. ICHye Kinbka OCHOBHUX OTIeparii,
SIKI MOXYTh BHKOPHCTOBYBATHCS [UIS TIEPEMIIICHHA OO0 €KTiB y TpuUBHUMipHOMY mpocTopi. Lle — mnepemimeHHS
(translation), obepranns (rotation) i MaciutaOyBaHHs (scale).

Pesynbratn poboTtn rpadiuHOi MiACHCTEMH TPHBHMIPHOI Ipu MH 0a4MMO Ha IJIOCKOMY €KpaHi MOHITOpa —
3MOZEThOBaHA KOMIT IOTEPOM TPHBHMIpPHA CII€Ha NPOEKTYEThCS Ha JABOBHUMIpHY moBepxHI0. [Ipm mpoekTyBaHHI
NOTPiOHO 00paTH TOUYKY, SIKa BUKOHYE pOJIb KaMepH, IO J03BOJISIE OaYUTH TPUBUMIPHUI MpocTip. Y CBOIO 4Yepry,
00’€KTH B TPUBHMIPHOMY IPOCTOPI MOXKYTh IIepeCyBaTUCS BIIINOBIAHO /10 TEBHUX MpaBwil. J{Jsl ynpaBiiHHs BCIM LM
BUKOPHCTOBYIOThCS KiJibka MaTpuilb. Lle — cBiToBa Marpuus (World Matrix), marpuns Buny (View Matrix) 1 marpuns
npoekuii (Projection Matrix).

Marpuio MOXHA MPEACTAaBUTH Yy BHIVIAI TaONMI, IO CKJIANAETBCS 3 M PAAKIB 1 n CTOBNLIB. Y
KOMII'FOTEpHIA Tpadimi 3actocoByroTbes Marpumi 4x4 . Ilepmi Tpu CTOBOIN Mi€l MaTpWIi BigNOBITAlOTh 3a
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Moaudikaniro koopauHat X, Y, Z BeplIuH 00’ €KTa, Skuil Oepe ydacTs y TpaHcdopMarii.

CaiTOBa MaTpuIlsl JO3BOJISIE 33]aBaTH MEPETBOPEHHS — MepeMilleHHs, o0epTanHs 1 TpaHcdopmaii 00’ €KTiB.
Marpus Busy 103BOJISIE KEpYBAaTH KaMeporo. MaTpHus MPOeKIii CIyKHUTh IJIsl HaJIAIITyBaHHS MPOEKLii TPUBUMIPHOT
CLICHM HA €KpaH.

PosrnsHemMo Ha mpocToMy IpHKIIa i 3aBaHTaXECHHS Ta BUBIJ pocToi 3D-BuMipHOi Moeti.

Jis BUBeIeHHS MOJENi Ha eKpaH HeoOXigHO JOJaTH B MPOEKT BiMNOBIMHI i pecypcH, B HAIIOMY BHIAIKY —
mozenb y dopmari .FBX i1 tekcrypa y ¢opmari JPG. Jlami ciig 3aBaHTQXUTH MOZEIb B TPy, HaNAIITyBaTd Ii
BJIACTHBOCTI 1 BUBECTH Ha €KpaH.

VY TpuBuMIipHiit rpadiii icHye Take NOHSATTS, ik Mesh (ciTka, 1HOII BUKOPUCTOBYIOTh TPAHCIIITEPALIIIO 3 [[BOTO
cioBa — Mmein). TpUBUMIpHI MOJIETI CKIIQJal0THCS 3 CITOK — JIiHIH, 10 3’ €IHYIOTh BEPIIHHA. MOIeTh MOKE CKIIAZATUCS 3
JIEKUTBKOX B3a€EMOJIIIOUYHX CITOK, KOXKHY 3 SIKMX IOTPiOHO 0OpOOWTH TPH BUBEIEHHI MOJIEII.

CTBOpPHMO HOBHH TPOEKT /Il JIEMOHCTpalii TEXHIKM BMBEIECHHS TpuBHMipHOi Mojeni. Ha puc. 3 moxHa
nobauynt BikHO Project Explorer mporo mpoekry i BikHO Properties misi TeKCTypH, IPU3HAYEHOI JJIsl HAKJIAJEeHHs Ha
MOJIETIb.

Solution Explorer - Solution P14 _2° ... x| | IS x|
= | 2R [2] shield_nor.jpg Filz Properties -
Lo Solution 'P14_2' (1 praject) A

B £
- 4T P1a_2 :
- [ Properties Assek Mame shield_nor
¥ [ig] References Build Action Mone j
- ek Content Conkent Imporker Texture - XNA Framework
-
+ - |-3] References Content Processor Texture - XMA Framework |
Roundshield. FBx Copy o Oukpuk Directory, Do nok copy
_*ﬂ shield_nor.jpg File Mame shield_nor.jpg
i Game,ico : )
Eﬂ Gamel.cs
|=8 GameThumbnail.pn
% Eonar s i Build Action
- : Haoww the File relates ko the build and deployment
processes,

Puc. 3. Bikna Solution Explorer i Properties

TpusuMipHi Mozeni, sIKi epeadayaroTh BAKOPUCTAHHS TEKCTYP, MICTATH y CBOiX (aiiyiax BKa3iBKy Ha Te, IKUM
YUHOM HaKJIAJIaTH TEKCTYPY Ha 00’€KT 1 Tak caMo — Ha (a1 TeKCTypH. Y HAIIOMY BHIAIKY aapeca (ailily TeKCTypH
3a/aHa y BiTHOCHOMY BHpakeHHi, TOOTO cucTeMa Oynie IIykaTH 1ed (aiin B Tiif jke mamii, B sKiii po3ramoBaHuil ¢aiin
TpUBHMIpHOI Mozemi. TekcTypa MiINAeTbCsl MEePEeTBOPEHHIM Yy BIATIOBIAHOCTI 3 KOMaHAaMH, 3allUCAHUMH Yy (aiimi
TPUBUMIPHOT MOJIeNTi, TOMY MH BiKItouniiu napamerp Build Action y BIacTuBOCTSIX TEKCTYpH.

PosrisiHemMo netanbHO KoJ, sikuit Mu Hanmcanu y Visual Studio 2010:

Collection of Scientific Papers of Applied Math and Computer Technologies Faculty
of Khmelnytskyy National University / 2010, N. 1 (3)



Informational Technologies

using System;

using System.Collections.Generic;

using Microsoft.Xna.Framework;

using Microsoft.Xna.Framework.Audio;

using Microsoft.Xna.Framework.Content;

using Microsoft.Xna.Framework.GamerServices;
using Microsoft.Xna.Framework.Graphics;

using Microsoft.Xna.Framework.Input;

using Microsoft.Xna.Framework.Net;

using Microsoft.Xna.Framework.Storage;

namespace 3d_model

{

public class Game1 : Microsoft.Xna.Framework.Game
{
GraphicsDeviceManager graphics;
I Mogenb ans Bueogy
Model myModel;
/ICgiToBa MaTpHLa
Matrix WorldMatrix;
//BignoBigHicTb CTOpIH BikHa BUBOAY
float aspectRatio;
/IKyT noBopoTy Anst 0bepTaHHs Mogeni
float angle;
public Game1()
{
graphics = new GraphicsDeviceManager(this);
Content.RootDirectory = "Content";

}

protected override void Initialize()

{
/I TODO: Add your initialization logic here
base.Initialize();

}

protected override void LoadContent()

{
//3aBaHTaxeHHs Moaeni
myModel = Content.Load<Model>("RoundShield");
/lYcTaHoBKa CniBBigHOLLEHHS CTOPIH BikHa BUBOAY
aspectRatio = (float)graphics.GraphicsDevice.Viewport.Width /
(float)graphics.GraphicsDevice.Viewport.Height;

}

protected override void UnloadContent()

{

/I TODO: Unload any non ContentManager content here

}

protected override void Update(GameTime gameTime)

{
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//36inbLwKMOo KyT NOBOPOTY Ha 1
angle++;
//BCTAHOBMMO HOBYO CBITOBY MaTpuLly
//InosopoT no oci Y piBHWiA kyTy angle, noBopoT no X -
/langle, nogineHomy Ha 5
WorldMatrix = Matrix.CreateRotationY(MathHelper.ToRadians(angle))*
Matrix .CreateRotationX (MathHelper .ToRadians (angle /5.0f));
/I0Ns KOXHOI CiTKM B Mopeni
foreach (ModelMesh mesh in myModel.Meshes)
{
/IANs KOXHOTO eHeKTy B CiTL
foreach (BasicEffect effect in mesh.Effects)
{
//BCTaHOBITM OCBITNEHHS 33 3aMOBYYBaHHSIM
effect.LightingEnabled = true;
effect.EnableDefaultLighting();
//BcTaHOBUTW MaTPULO
effect. World = WorldMatrix;
effect.View = Matrix.CreateLookAt(new Vector3(0.0f, 0.0f, 119.0f), Vector3.Zero, Vector3.Up);
effect.Projection = Matrix.CreatePerspectiveFieldOfView(MathHelper. ToRadians(45.0f),
aspectRatio, 1.0f, 1000.0f);
}
}

base.Update(gameTime);

}

protected override void Draw(GameTime gameTime)

{
graphics.GraphicsDevice.Clear(Color.CornflowerBlue);
/I Buig mogeni
foreach (ModelMesh mesh in myModel.Meshes)

{

mesh.Draw();

}

base.Draw(gameTime);

[Ticnst ubOro MU MOXKEMO 00AYNTH pe3ynbTaT poboTH wmeiaepa B XNA (puc. 4).

(d [_1x]
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XNA Framework miarpumye meiinepu Ha High Level Shader Language (HLSL). Omnuc wmeiigepis

30epiraerbcst B .Fx-¢aiini. 3apa3 Mu po3misiHEMO CTPYKTYpy LIeHAepHOi IporpaMu 1 HaBeIeMO IPHKJIaL

Puc. 4

Haiirpocrimoro eiinepa Ha HLSL. Takox Oyne onucano Te, sik npautoBaT 3 meigepamu B XNA Game Studio.

leiinepna nporpaMa cxoxka Ha 3BHYAiHUIA (aiiia 3 TekcTamu nporpaM Ha Oynb-skiid C-moniOHii mosi. Taka
IporpamMa KOMIIUTIOETBCST B MAIIMHHMAN KOJ /IS BiICOKapTH 1 MOTIM BOYZOBYETHCS B TpadiyHMIl KOHBEEp Ha eTamax
00poOKyM BepimimH 1 mikceniB. [nus Toro, mo0 rmoyaTH CTBOPIOBATH BJIACHUM IIeWzep, HEOOXiAHO oJaTH B MKy

Content HoBuii daiin 3 edpexrom ((Fx-daitn) — puc. 5.
V BikHi, mo 3’sBHI0Cs, HeoOXiaHO oOpaTtu Effect File 1 BBecTn iM’s daiiny (puc. 6).

C
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Puc. 5
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XNA Game Studio crBoputh He TOpPOXHIH ¢aitn, a Qain 3 yxe HamucaHUM HANNPOCTINIMM IIeiIepoM.

PosrnsHemMo BUXITHHUN KOJI JaHOTO TIeHepa:
float4x4 World;

floatdx4 View;

float4x4 Projection;

// TODO: add effect parameters here.

struct VertexShaderlInput

{

float4 Position : POSITIONO

// TODO: add input channels such as texture
// coordinates and vertex colors here

¥

struct VertexShaderOutput

{

float4 Position : POSITIONO;

// TODO: add vertex shader outputs such as colors and texture

// coordinates here. These values will automatically be interpolated
// over the triangle, and provided as input to your pixel shader

}
VertexShaderOutput VertexShaderFunction(VertexShaderlnput input)

{

VertexShaderOutput output;

float4 worldPosition = mul(input.Position, World);
float4 viewPosition = mul(worldPosition, View);
output.Position = mul(viewPosition, Projection);
// TODO: add your vertex shader code here.

return output;

}
float4 PixelShaderFunction(VertexShaderOutput input) : COLORO

{

// TODO: add your pixel shader code here.
return

float4(1, 0, 0, 1);

}

technique Techniquel

{

pass Passl

{

// TODO: set renderstates here.
VertexShader = compile

vs_1 1 VertexShaderFunction();
PixelShader = compile

ps_1 1 PixelShaderFunction();

+
¥

Ileitnep mae tpu 3minni: Matpumi World, View, Projection. Bonn He MalOTh 3HaYCHHS 3a 3aMOBUYBAaHHSAM 1
MoBHHHI OyTH 3amoBHeHi B mporpami Ha XNA Framework, To0T0 y Bammiii MaitOyTHiii rpi.

He ckmamHO 3morazaTtucs, Mo 1l 3MiHHI BimoBinaroTh 3a CBITOBY MaTpHIlio, MaTpuiio Bumy i marpuio
Ipoexuii.

Hami #ime ommc npBox crpykryp: VertexShaderInput i VertexShaderOutput. Lli cTpykTypm OymyTs

Collection of Scientific Papers of Applied Math and Computer Technologies Faculty
of Khmelnytskyy National University / 2010, N. 1 (3)



Informational Technologies

BHKOPHCTOBYBATHCS B SIKOCTI BXIJHHX 1 BHXIJTHHMX IapaMeTpiB BEpIIMHHOrO Iielaepa. 3BEpHITh yBary Ha Te, IIO
CTPYKTYPH CKJIQ/IAIOTHCS TIJIBKH 3 OJJHOTO KOMIIOHEHTA — ITO3MIIIT BEPIIMHY.

Jaui fize omnuc BEpIIMHHOTO IIeiiepa, pO3MIIsIHEMO HOro OiIbII JOKIAJHO:
VertexShaderOutput VertexShaderFunction(VertexShaderIlnput input){

VertexShaderOutput output;

float4 worldPosition = mul(input.Position, World);
float4 viewPosition = mul(worldPosition, View);
output.Position = mul(viewPosition, Projection);
// TODO: add your vertex shader code here.

return output;}

Cnouarky ctBoproeTscst 3MiHHa Tuny VertexShaderOutput, sika Oyze 30epiraTté 3Ha4€HHS, 10 TOBEPTAETHCS.
3BEpHITh yBary Ha Te, 110 HEOOXIJZHO 3alOBHUTH BCi €JIEMEHTH, SIKi ICHYIOTh B CTPYKTYpi BHXIIHOTO 3HA4Y€HHs, B
IHIIOMY BUIMAJKy KOMIUIATOP TOBEPHE MOBIIOMIICHHS PO TIOMHUIIKY.

Hai crBoproetscst worldPosition, sixka Oyae 30epiraTi 3Ha4YSHHS CBITOBHX KoopauHAT. OTpUMATH 1€ 3HAYCHHS
MOJKHA, KOJIM JTOMHOKHMO JIOKaJIbHI KOOPAMHATH BEpIINHMW, MEpedaHi B SKOCTI €JIeMEHTa BXIJIHOI CTPYKTypH, Ha
CaitoBy matpuio. e MoxHa 3poduTH 3a mornoMororo (GyHkiT mul, sika TepeMHOXKY€E MAaTPUIIl 1 TOBEpTa€e Pe3ysbTaT
NIEPEMHOKEHHSL.

Jaii aHanoriyHuM cocoO0M OOYHCIIOIOTHCS 3HAYEHHS KOOPIUHAT BHY 1 POEKIIT 1 OCTaHHI 30epiratoThcs y
BUXIZHIN cTpyKTypi. Bukiuk “return output;” noBeprae 3 GpyHKIIT 3HaUSHHS 3MiHHOT output.

Tenep po3mIsiHEMO YBaXKHIIIE MTIKCETbHUIT IeHaep:

float4 PixelShaderFunction(VertexShaderOutput input) : COLORO {
// TODO: add your pixel shader code here.

Return float4(1, 0, 0, 1); }

OyHKIisS TIKCEJIBHOTO Ineiiiepa B JAHOMY BHIAJKy MOBEPTaE TUIBKU KOMIp mmikcesst 1 Jyuiss Hel BKazaHa
cemantuka COLORO, sika Bka3ye, 110 3HAU€HHs € caM€ KOJIbOPOM. 3BEpHITh yBary Ha Te, L0 B SIKOCTi BXIJTHOTO
nmapameTrpa IIKCEeIbHHMU IneWjep npuiiMae 3HadyeHHs Tumy VertexShaderOutput, B SKOMYy MICTATbCS —BXKE
IHTEpIIOJIbOBaHI 3HAUSHHS ITapaMeTPiB, IIEpejaHi 3 BEPIIMHHOIO LIeHepa.

Janwii nikceapHUH HIeiaep KOoIHIUM YHHOM HE BUKOPUCTOBYE BXiJHI apameTpH i 3aapOoBye KOXKEH ITIKCEIh
00’€eKTa YepPBOHUM HETIPO30PHM KOJILOPOM (YeTBEepTa KOMIIOHEHTa KOJILOPY BIJIIOBIAE 3a MIPO30PiCTh, BOHA TAKOX Mae
Ha3By ayb(a-KaHai).

Takox y ¢aitni € omiic equHOI TexHikH, HazBaHOi Techniquel, sska Mae OTMH MPOXi 1 BKa3ye, sSKi GyHKIIT CiTiz
BHKOPHCTOBYBATH B SIKOCTi BEPIIMHHOTO i MKCEIFHOTO MIeHepa.

Tenep posristHeMo, mo Moxke BiaTBopuTH XNA 3 momomororo peiinepis: Ha puc. 7 300paxena Boma, ska
CTBOpEHA 3 IONIOMOT0I0 ILIeHaepiB.
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Puc. 7
B pesysbrarti npoBeAEeHOTo JOCHIPKEHHS OyJI0 BCTAaHOBJIEHO, 110 BUCOKOpiBHEBA rpadiuHa Oibmioreka XNA
Framework Bixg Microsoft € B Hamr yac HaifOUTbII ePEKTUBHUM IHCTPYMEHTOM JUISl PO3POOKH TPHOXBUMIPHHUX irop.
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