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BBeneHue

[lnatpopma Android

Android — onepaunoHHasa cuctema Ana MobunbHbIX TenepoHOB, OCHOBAHHAA Ha Aape
Linux. 9Ta cuctema AoBonbHO Monoga, nepsoe ycrpoiicteo (HTC T-Mobile G1) ¢ Android
6bIn0 nNpe3eHTOBaHO B ceHTAbBpe 2008 roga. [Ana cpaBHEHWA: MepBOe YCTPOMUCTBO C
WinMobile — apnen2000, Symbian Ltd 6bina ocHoBaHa B 1998, a nepsBble cMapTPOHbI C
3TON cnctemon Ha 6opTy nosBmaunck Takxke B 2000 rogy. BepHemca kK Android: nsHayanbHo
3Ta cuctema paspabatbiBanacb KomnaHmen Android Inc., KoTopyto 3aTem Kynuna Google.
Bnocneacteun Google nHuunmposana cosgaHme busHec-anbaHca Open Handset Alliance
(OHA), KoOTOpbI ceryac W 3aHMMaeTca MNOAAEPKKOM M  AaNbHENWMM pa3BUTUEM
nnatdopmbl. Ha gaHHbIM momeHT B OHA BxoguT 65 KOMNaHMMK, BKAO4YalOWMX B ceba
npoussoguTesien MobubHbIX TenedpoHOB, pPa3paboTYMKOB NporpamMmHoOro obecrneyeHus,
HEKOTOPbIX MOBUNBbHbIX NOCTaBLMKOB M M3rotosutesnen umnos. Cpeaun Hux: Google, HTC,
Intel, Motorola, Qualcomm, Texas Instruments, Samsung, LG, T-Mobile, Nvidia. Mhatpopma
Android yxe o4yeHb NonynspHa Ha pblHKe MOBUNbHbIX ycTponcTe CoeanHeHHbIX LLTaTos.
TakK, cornacHo AaHHbIM uccneaoBaTenbckor KoHTopbl NPD Group, B nepsom KBapTtane 2010
roga Android OS o6owna iPhone OS no nonynapHocth. Mo aaHHbIMm NPD Ha cerogHsaWHMM
AeHb y Google 28% pblHKa, YTO CTaBUT MX Ha BTOpoe mecTo nocne Research in Motion
(36%), iPhone OS HaxoauTca Ha TpeTbeM mecTe ¢ 21%.

Android ncnonb3syeTtca He TONbKO, KaKk MObWIbHAA onepaunmoHHas cuctema. Hanpumep,
lwBeackaa komnaHua People of Lava aHOHcMpoBana Tenesu3op Ha nnatdopme Android.
Takxke Ha Mobile World Congress 2010 6bi10 aHOHCMPOBAHO HECKO/IbKO MAAHLLUETOB M
HeTbykoB ¢ Android B KauecTBe onepaunoHHON CUCTEMbI, CO3A4aHbl PO6OTbI, YNPaBAAOLWNM
YCTPOMCTBOM KOTOpbIX ABAAOTCA cMapTdoHbl ¢ Android OS. Tak e Ha Google 10 2010 6bino
aHOHcMpoBaHo Google TV, ocHoBaHHOe ToxKe Ha Android OS.

Paspab6oTka o AHApous

MpunoxeHna pna Android ABnAlTCA Nporpammamu B HecTaHZAPTHOM 6alT-koge AnA
BUpTyanbHoM MmawwuHbl Dalvik. Dalvik Virtual Machine — ocHoBaHHaa Ha perucrpax
BMPTYyaNbHaa MallMHA, OHA ONTMMM3MPOBAHA AAA HWU3KOro noTpedbaeHMAa nNamATw.
Mporpammsbl gna Dalvik nuwyTca Ha A3bike Java. HecmoTpA Ha 3To, CTaHZAPTHbIN 6aliT-KoA
Java He ucnonb3yetca, BmecTto Hero Dalvik VM ucnonnsaet 6aiitkon cobctBeHHoro ¢gopmara.
Mocne KOMNUAALMU UCXOAHbBIX TEKCTOB Mporpammbl Ha Java (npu nomouwim javac) yTmnauTta
dx n3 «Android SDK» npeobpasyer .class painbl B popmart .dex (MoapobHoe onncaHue dex
dopmaTa http://www.dalvikvm.com/), npurogHbiii ana nutepnpetaumnm B Dalvik. B Bepcuu



Android 1.5 paspabotumkm aobasmunum Native Development Kit, KoTopbIt N03BOAAET NUCATb
COBCTBEHHbIE HW3KOYPOBHEBblIE MOAY/IU ANA CUCTEMbl Ha A3blke C/C++, onupasacb Ha
cTaHAapTHble linux-6nbanoTeku.

OpenGL ES

OpenGL ES (OpenGL for Embedded Systems — OpenGL ana BcTpanBaemMbix cUMCTEM) —
NoAMHOKecTBO rpaduyeckoro nHtepdenca OpenGL, paspaboTtaHHoe cneumanbHoO anA
BCTPAMBAEMbIX CUCTEM — MODOUIbHbIX TeNePpoHOB, KAPMaHHbIX KOMMNbIOTEPOB, UTPOBbIX
KoHconen. OpenGL ES onpegensaetca u npoasuraetca koHcopumymom Khronos Group, B
KOTOpPbIN BXO4AT NPOU3BOANTENN NPOrPAaMMHOIO M annapaTtHoro obecneyeHus,
3auHTepecoBaHHbIe B OTKpbITOM APl ana rpadmkm n mynstumegma.

B HacToAWEee BpeMsA CyLLECTBYET y»Ke HECKOJIbKO Bepcui cneundukaymm OpenGL ES.
OpenGL ES 1.0 HanucaHa no cneuymdmkaumm OpenGL 1.3, OpenGL ES 1.1 onpeaeneHa
oTHocuTenbHo OpenGL 1.5, OpenGL ES 2.0 onpeaeneHa oTHOCUTENBHO cneumndunKaumnm
OpenGL 2.0. Bepcun 1.0 u 1.1 umetoT npodunm common n common lite. Common lite
OT/INYAETCA TEM YTO NOALEPKNBAET TO/IbKO BbIYMCAEHMSA HA YMCNaX C PUKCMPOBAHHOMN
AECATUYHOW TOYKOM, B TO BPEMA KaK COMMON NOALEPKUBAET TaKKe U BbIYNCNEHUSA C
N1aBatoLWeEN TOYKOM.

Bepcuu:

e OpenGLES 1.0 6b1n BbIbpaH B Kayectse opuumanbHoro 3D APl B Symbian OS n gna
nnatpopmbl Android.

e OpenGLES 1.0 nntoc HeKoTopble Bo3MoXKHOCTK 2.0 n Cg noaaepKMBatoTCA B
PlayStation 3 Kak ogMH 13 A0OCTYNHbIX rpaduyeckux API.

e OpenGLES 1.1 ncnonb3syetca B KayecTBe rpadpuyeckon 6ubanotekn B iPhone SDK.

e OpenGLES 2.0 ucnonbsyetca B Nokia N900, nogaep»xumBaetca B Symbian,
noaaep*kusaetca B Android Bepcum 2.2 1 Bblle, UCMOAb3YETCA B UTPOBOM KOHCON
Pandora, a Takke B iPhone SDK 3.0 (tonbko ana iPhone 3GS n HoBbix iPod Touch),
noaaepxusaetca B Bada OS. 3Tu ycTponcTea Tak»Ke BblbpaHbl 418 UCNONb30BaAHMA
WebGL, OpenGL gna 6pay3epos.



IlocTaHoBKa 3aza4yu

Oo61iasa yacThb

Lenbto npoekTa bblna paspaboTtka urpbl nog nnatdopmy Android, B KoTopoit 0b6beKT (B
Hawem c/iy4yae LWapuK) nepemewanca 6bl B TpexmepHOM nabupuHte. JITabUPUHT
aBTOMATMYECKN TeHepupyeTca MO PacTPOBOMY M300parkeHUto (KapTe), KoTopyto
Nno/sb3oBaTe/lb MOXET HapucoBaTb Cam B rpadumyeckom pegaktope. bonee Toro,
NPUCYTCTBYET BO3MOXHOCTb FeHepaLmnnm HECKONbKUX YPOBHEM MO HECKONbKMM KapTam.
TakKe B Urpy BCTPOEH CBOM TPEXMEPHbIN NUKCENbHbIA GUINYECKUI ABUMKOK, a yNpaBaeHne
0OBEKTOM NPOUCXOANT YEepe3 aKCeepoMeTp.

Mod 4yacThb
B pamKkax Bcero npoekta nepeao MHOWM CTaBW/iacb 3aJaya No pa3paboTke TpexmepHOro
NrPOBOro ABUKKA ANA UIPbl, BKAKOYAtoWwero B ceba gencrema no:

e 3arpyske 1 OTPUCOBKE YPOBHEW M yNpaBAseMoro obbekTa
e YnpaBneHunto ob6beKkTom
e OCBEeLEHNIO YPOBHS

TaKk»Ke co BpemeHeM NosiBUNAcb 3a4adya No ONTMMMU3ALMU OTPUCOBKM YPOBHSA, HYXKHaA Ann
TOro, YTobbl CHU3UTb Harpy3Ky Ha NpoLeccop.

CpencTtBa pa3pabOTKHU

PaspaboTka wurpbl Benacb B cpeae Eclipse ¢ wucnonbsoBaHmem nnarvHa «Android
Development Tools» (ADT), npeaHa3HayeHHoro ans Eclipse Bepcuit 3.3-3.5. Ona paboTbl ¢
rpapukoi ucnonb3oBanucb 6ubanotekn Khronos OpenGL ES (ctaHpapt OpenGL ans
MObuNbHbIX ycTpoiicTs) M Android OpenGL.



PellneHne noctaB/IeHHBIX 3a/4a4

ApxuTeKTypa ABWXKKA. YIIpaBJieHUE 00'bEKTOM

ApXMTEKTypa MOero [ABW)KKA OCHOBaHa Ha wWwabnoHe npoektnpoBaHma Model-View-
Controller. Mogensto (Model) B gaHHOM cny4yae sBAsSieTCA ynpaBAseMblit 00BEKT (lapuk). B
knacce Ball ectb none acceleration, koTopoe onpegensaeT yCKOPeHWe LWAPUKA B AaHHbIN
MOMEHT. ITO YyckopeHue 3aaaeT KoHTponnep (Controller). Knacc Controller peanusyet
CTaHAapPTHbIN MHTepdenc SensorEventListener. Mpu nomowm nepeonpeseneHHOro meToga
onSensorChanged() Controller nony4aet HoBble AaHHbIE C aKCENEPOMETPA U 3aNMCbIBaET UX
aKsemnnAp kKnacca Model. Koraa yckopeHue WapuKa NOJY4eHO, HaAyMHaeTcA
BbICYNTbIBAaHWE C/leAyOWEero ero noJIoXeHuA. 3To NPoUCXoAUT C  MUCMNO/b30BaHUEM
ABUMKEHWA, OCHOBAHHOro Ha BpemeHM (time-based movement). Takoe ABUMKEHUE HYXKHO,
4yTOobbl Urpa paboTana c 0AMHAKOBOM CKOPOCTbIO Ha YCTPOMCTBAX pa3HOM MmowHoOCTU. Mocne
pacyeTa cneayoLLero NosIoXKeHMA WapuKa NPOUCXOANT OTPUCOBKA BCel cueHbl. Jas 3Toro
MCNONb3yeTCA NoCneaHAN KOMNOHEHTa apXUTeKTypbl — npeacTasaeHme (View). OHa coctouT
n3 aByx Knaccos: GameSurfaceView (HacheaHuka android.opengl.GL SurfaceView) n
SceneRenderer (peanusaumn android.opengl.GLSurfaceView.Renderer). MopapobHee 06
OTPMCOBKe ByAeT paccKasaHO HUMKeE.

3arpyska ypoBHA

FeHepaumen TpexmepHbiXx O06BHEKTOB MO ABYMepHOMY M306parkeHuto 3aHMmanacb Hns.
MHe e HyXHO Oblno MCNo/b30BaTb €e Kjaccbl M 06beAMHUTb WX, 4TODObl MOAYYUTb
ypoBeHb. [lna 3storo mHon 6bln co3paH Knacc Level, copepxawun metoapbl init(),
loadTextures() w draw(). MepBble [ABa MeToAa BbI3bIBAOTCA NOCNEA0BATE/NIbHO B
KOHCTPYKTOpE K/lacca. B KOHCTPYKTOp Knacca nepeaatorca:

® uMmeHa $palinoB c n306parKeHnem ypoBHS U TEKCTYpaMMm

e 3K3eMnaAp Knacca javax.microedition.khronos.opengles.GL10 pna Toro, 4ToObI
3arpy3uTb TEKCTYpbI

® KOHTEKCT NMPUIOXKEHUA ANA JOCTYNA K pecypcam, TaKMM KaK M30bpakeHne ypoBHSA U
dann c TekcTypom

MeToa init() cayxut ana Toro, 4To6bLI MO ABYMEPHOMY MACCUBY, CO34aHHOMY U3
n3obparkeHuna 3anoNHUTb YeTbipe bydepa:

e vertexBuffer, coaeprkalmnini KoopAnHaTbl BCeX BEPLUMH HA YPOBHE

e texBuffer, coaeprkalunin TEKTYpHbIE KOOPANHATDI

e indexBuffer, cogepXawmii Homepa BEPLNH U ONPeaenAloLniA, B KaKOM nopsaaKe
OTPUCOBbIBATb MPUMUTUBbLI (TPEYrOSIbHUKK)



e normalBuffer, coaeprKalmin Hopmanu K BepLIMHaM

MeTop, loadTextures() npuHMMaeT uma daina c TEKCTYPOMN, KOHTEKCT MPUIOKEHMA AnA
A0CTyNa K aTomy danny n ak3emnnap Knacca javax.microedition.khronos.opengles.GL10 ana
TOro, YTOObI 3TY TEKCTYPY 3arpy3unThb.

MeTtoa draw() 3aHMMmaeTcA Tem, 4YTO OTPUCOBbLIBAET YypoOBeHb Ha cueHe. OTpMUCOBKa
NPOMCXOAMT 3a CYET BbI30BA CNeAyoLmMX MEeTOA0B:

gl. glEnableClientState (GL10. GL VERTEX ARRAY) — BkntoueHue paboTbl ¢ Gydepom

BEPLUMH.

gl. glVertexPointer (3, GL10.GL FLOAT, 0, vertexBuffer) — ycTaHoBKa Hayana
MaccMBa BeplIMH. 34ecb onpeaenAeTcs TO, CKOJIbKO KOMMOHEHT 6yaeT coaeprKaTtb
BEpPLUNHA, a TaK¥e CMelleHMe OTHOCUTE/IbHO Havyala MacCMBa BEPLLMH.

[anee npoucxoanT BCce TO e CaMO€, HO YK€ C MacCMBAaMW TEKCTYPHbIX KOOpAMHAT M
HOpManeun:

gl. glEnable (GL10. GL_TEXTURE 2D)

gl. glEnableClientState (GL10. GL_ TEXTURE COORD ARRAY)
gl. glTexCoordPointer (2, GL10.GL FLOAT, 0, texBuffer)
gl. glEnableClientState (GL10. GL_NORMAL_ARRAY)

gl. glNormalPointer (GL10. GL_FLOAT, 0, normalBuffer)

MocneaHnit meTond OTPMCOBLIBAET Hall YpPOBeHb. 34ecb onpeaenserca To, Kak byger
NPOUCXOAUTb OTPUCOBKA(B Hallem C/ay4vyae TpeyronbHWKamu), ANIMHA MacCcMBa WMHAEKCOB,
TWUN AAHHbIX MAacCMBa U yKa3aTe/lb HAa Ha4a/lo MaccuBa:

gl. glDrawElements (GL10. GL_TRIANGLES, indices. length,
GL10. GL_UNSIGNED SHORT, indexBuffer)



3arpyska ynpaBJisieMoro 06'beKTa

[na Toro ytobbl 3arpy3nTb ynpasaaemblii 06bEKT, HYKHO 6blI0 HalTK Nnapcep ¢annos B
dopmaTte obj. Popmat Ppannos OB) — 310 npocTor popmaT AaHHbIX, KOTOPbIA COAEPKUT
ToNbKO 3D reomeTputo, a UMEHHO, MO3ULMIO KaXKA0N BEPLUMHbI, CBA3b KOOPAMHAT TEKCTYpbI
C BEPWMHON, HOPManb ONA KaXKAOW BeplUMHbI, @ TaKXKe napameTpbl, KOTOpble cOo34atoT
NOMUTOHbI. BblNo NepenpoboBaHO HECKONbKO BapUaHTOB, U S B UTOre OCTAHOBWJICS Ha
6ubnmoteke objloaderforandroid (http://sourceforge.net/projects/objloaderforand/). Ann

3arpy3kM MOAENM HYXXHO €O034aTb 3K3emnaapbl AByx Knacco: OBJParser n TDModel.
OBJParser npn nomowmn metoga parseObj pasbupaetr BxogHoM .obj pann n coxpaHsaer
NoJIyYEHHYIO NO HEeMy moaenb B 3K3emnnAp Knacca TDModel. B knacce TDModel yxe
onpegeneH metog draw(), noaTomy BCce, YTO NOTOM OCTAaHETCA — 3TO BbI3BaTb 3TOT METOA, U3
KNacca, 3aHMMalOLLErOCA OTPUCOBKOW CLEHDI.

OTpuUCOBKa CLIEHBI

Ona Toro, 4tobbl OTpUCOBATL cuUeHY, bbin co3gaH Knacc SceneRenderer, peanusyowmin
nHtepdenc android.opengl.GLSurfaceView.Renderer. bBbinn peanusoBaHbl cneayowme
MmeToabl.

MeTton, onSurfaceCreated() Bbi3biBaeTcAs oOAMH pa3 NpU CO34aHUM CLEHbI, B Hem
onpeaenAlTcs Haya/lbHble NapameTpbl cueHbl. MHOM B 3TOT meTod 6biam gobaBneHbl
BbI30Bbl METOA0B A4 reHepaLnmn YPOoBHS, 3arpyske ynpaBnsemoro o6beKTa, a TakKe Bbi30B
meToga initLighting(), BKntoyatowero u 3agarowero napameTpbl OCBELWEHNSA CLEHDI.

MeTtog, onSurfaceChanged() Bbi3blBaeTcs BCAKWIM pas, KOraa MEHAITCA pa3mepbl OKHA
(Hanpumep, npu nosopoTe TenedpoHa). B Hero nepenatoTcs HoBble PAa3MEPHOCTM OKHa, TN
paboye maTpuubl (MaTpULbl, Ha KOTOPYH YMHOMAIOTCA BCE KOOPAWHATbI NpU
npeobpasoBaHMAX) MEHAETCA HA NPOEKTUBHYIO, U MPOUCXOAUT U3MEHEHWNE OKHA.

N, HakoHeu, meToa onDrawFrame(), KOTOpPbIN BbI3bIBAETCA KarKAbli pa3 Npu OTPUCOBKe
HOBOro Kagpa. 34ecb BaXHO cneaytouee. [na Toro 4tobbl 06beKT asuranca, Heobxoanmo
NPOM3BECTM MapasNafibHbIi MEepPeHOC BCEX ero BepLlMH. 3a4ecb 3Ty poab Ha ceba bepet
meTtog, glTranslatef(), KoTopbin U3 Hawen paboyeit maTpuubl AenaeT MaTpULy NepeHoca Ha
onpefeneHHbI BEKTOP. ITOT BEKTOp bepeTca M3 nepemeHHoOM nextFrame, onpeaenatoLen
cnegylouiee nonoxeHuve wapmka. O TOM, KaK BbICYMTbIBAETCA 3TOT BEKTOp, Obino
paccKasaHo Bbiwe. Ho npobaema B Tom, 4To Npu BbizoBe meToga glTranslatef() Ha maTpuuy
nepeHoca YMHOMXAETCA He TO/IbKO Hall 06BbeKT, HO U BcA cueHa. Takmum obpasom, ecnu
HMYEro He NpeanpPUHATb, BMecTe ¢ 06beKkToM byaeT ABUraTbCs BCA cLeHa. YTobbl n3berkatb
3TOro, He06X0AMMO A0 OTPMUCOBKM OOBEKTA COXPAHUTL TEKYLLYIO MaTpULY, NOMECTUB ee Ha
BEPLUMHY CTEKa, 3aTeM YMHOXMUTb Ha MaTpuLy NepeHoca BeplUMHbl 06beKTa (3a4ech Hawa
paboyas maTpuua yrKe M3MeHeHa) U OTpUcoBaTb 0OBEKT; NOCNE 3TOr0 Mbl AOCTAEM CTapyo


http://sourceforge.net/projects/objloaderforand/

MaTpuLy C BeplUMHbl CTEKA M OTPMCOBbIBAEM OCTaBLIylOCA CcUeHy. [OnAa Toro 4Ttobbl
NONO¥MUTb U CHATb MaTPULy C BEPLUMHbI CTeKa, wucrnonb3ytTca metoabl glPushMatrix() m
glPopMatrix(), a npouecc oTPUCOBKM 06BEKTA U CLLEHDI BbITIAANT Caeayolmm obpasom:

gl. glPushMatrix() ;

gl. glTranslatef (nextFrame. getX(), nextFrame.getY(), nextFrame.getZ());
ball. draw(gl) ;

gl. glPopMatrix () ;

level. draw(gl) :

OcBellleHHE CLIEHBI

OcBeleHne CueHbl — BaXHaA 4acTb, NOCKONbKY 6e3 Hero Bce 06beKTbl 6yayT Kas3aTbCs
nnockummn. OpenGL npepgoctasnsaeTr 6oratblie BO3MOXKHOCTM MO CO34aHUIO U HACTPOMKe
ocBelleHua. [ns 3agaHuA ocBelleHWA Obin co3pgaH meton initLighting() B Knacce
SceneRenderer. OH BbI3blBAeTCA eAMHCTBEHHbIN pa3 u3 metoga onSurfaceCreated() npwm
co3gaHum  cueHbl. OcseweHue  BKAKOYAETCA NpM  MNOMOWM  Bbl30Ba  MeToAa
glEnable(GL10.GL_LIGHTING). B OpenGL n3Ha4anbHO 3a/10’}KEHO BOCEMb MCTOYHMKOB CBETA,
HO AnAa  wurpbl  xBatuT M ogHoro. OH  BK/AKOYAETcA nNpu  BblI30OBE  MeEToAa
glEnable(GL10.GL_LIGHTO). Kak MOXHO BMAETb, 3TO WCTOMHUK C HOMEPOM HOAb. Y
NCTOYHWMKA CBETA eCTb C/ieaytolmne napameTpbl:

e ambient — napameTp GOHOBOro OCBELLEHUS, €CN 3aaTb TOJIbKO €ro, To 06bEKTbI He
OyAyT Ka3aTbCA TPEXMEPHbIMM

o diffuse — 3TOT MapameTp HanpaBNEHHOro OCBELLEHMA, €ro HyXHO 06s3aTesbHO
3a/aBaTb, YTOObI 0ObEKTbI BUAENNCH TPEXMEPHBIMM

e position — No3nUMA MUCTOYHMKA CcBeTa, OObIYHO AO0CTAaTOMHO OA/IEKO BBEPXY U He
POBHO Haj, YPOBHEM

e direction — HanpaBieHMe OCBELLEHWUs, €CIM ero He 3aAaTb, TO MOJNYYMM CBET,
KOTOpbI 6bET BO BCE CTOPOHBI

e attenuation — yracaHue cBeTa, Yem Aanblle 06BEKT OT UCTOYHMKA CBETA, TEM MEHee
OH OcCBelLleH

MapameTpbl 3agatoTca Npu BbizoBe meToaa gllightfv(). B Hero nepeaatoTca NCTOYHUK CBETA,
KOTOPbIM Mbl HacTpaMBaeM, Ha3BaHME MapamMeTpa M 3HAYeHMe 3TOro napameTpa. Ona
NO3ULMKN M HaMpaBJeHUA — 3TO COOTBETCTBEHHO KOOPAMHATblI U BEKTOP, 4NnA ambient m
diffuse — uset B popmate RGB, gns yracaHma — TN yracaHuA (AMHeHoe, KBaApaTUYHOE) K
MHOUTEeNb 3TOr0 yracaHus.



OnTyuMU3aLys OTPUCOBKHU

YpoBeHb B Urpe coctouT M3 60abloro (TbicAYM) ymcna BepwmH M Hopmanen. OAHaKo
[aNeko He BCe OHW nonagatoT B 06/1acTb BMAMMOCTM, TaK KakK YPOBHWU AOCTAaTOYHO
6onbline. HecmoTpsa Ha 3TO, BCe BepLUMHbI YPOBHA noaatotca Ha 0b6paboTKy npoueccopy,
HO OTPMCOBbLIBAETCA TONbKO 4acTb M3 HUX. CnepoBaTesibHO, NPOLLECCOP Harpyrkaertcd
HEeHYXHOM paboToi. K cyacTbio, ecTb xopollee pelleHue 3Tor npobaemol. Becb ypoBeHb
pa3busaeTtca Ha 610KN, U Ha 06PabOTKY Npoueccopy NOAATCA TONIbKO Te U3 HUX, BEPLLMHDbI
KOTOPbIX Nonanu B 061acTb BUAMMOCTU. XOTA cam Nno cebe npouecc pasbreHma ypoBHA Ha
6710KM He TaK MPOCT, B C/ly4ae Hallel Urpbl BCe CTAHOBUTCA 3HAYMTENbHO npolue. [leno B
TOM, YTO M3HA4YaNbHO Yy HaC eCcTb PacTpPoBOe M30Opa’KeHue — KapTa, N0 KOTOPON NOTOM
b6yaeT reHepnpoBaTbCA YpoBeHb. [103TOMYy CHavyana MoXHO pa3butb ee Ha 610KK, a NoTOM
no 3TUM 6/10Kam reHepupoBaTb YacTU YPOBHA.



3aKJIloueHue
B pamKkax gaHHOM KypcoBoW paboTbl 6b110 BbINOIHEHO CaeayloLlee:

e PeanunsoBaHa 3arpyska ypoBHS U 06bEKTa Ha CLEHY C UX NOC/eaytoLLe OTPUCOBKOM
e PeannsoBaHO ynpaB/ieHWE HA aKcenepomeTpe

e PeannsoBaHbl 3a4aHNE U HACTPOMKA OCBELLEHUA CLEHbI

e ONTMMM3MPOBAHA OTPUCOBKA YPOBHA
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