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HPUKJIAJHE TIPOI'PAMHE 3ABE3IEYEHHSA 1JISA
JAUHAMIYHOI'O OCBITJIEHHSA CIHEH Y
PEAJIBHOMY YACI

BiHHULIBKHI HAI[IOHATBHUIA TEXHIYHUN YHIBEPCUTET

Anomauin

Cnpoexmoeano npuxiadue npozpamue 3abesnedenhs Oiiss MOOENOBAHHS. OUHAMIYHO20 —OCGIMIAEHHS Y
06osuMipHomy npocmopi 3 eurxopucmannim moeu CH#. Pezynomamom odocniodcenns € cucmema, wo 3abesneyye
peanicmuyny 8i3yanizayiio minel ma ceimao8ux NisiM y PearbHOMY Ydaci OJisl i2POSUX ma CUMYJISYIUHUX NPOSKMIG.

Kurouosi ciioBa: nunHamiune ocBimieHns, C#, 2D-rpadika, aaroputMu Bizyaiisallii, peaabHul Jac.

Abstract

Application software for modeling dynamic lighting in two-dimensional space using the C# language has been
designed. The result of the research is a system that provides realistic visualization of shadows and light spots in real
time for gaming and simulation projects.
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Beryn
Bizyamizamis cBiTIa Ta TiHI € KIIFOYOBHM AacCIIEKTOM CTBOPCHHS 3aHYPIOBAJILHOTO CEPEIOBHINA Y
CyJacHUX rpadiqHNX 3aCTOCYHKax. TpajMIiiiHi METOIH CTAaTHYHOTO 3aIliKaHHS CBITIIa HE MiAXOMATH IS
IHTEPAKTUBHUX CIICH, JIe JUKEpena CBiTiaa abo Mepemnrkoau MOCTIHHO 3MIHIOITh CBOE TONOKeHHS [1-3].
Jlana poboTa MpoIoHye MporpaMHe PIIIeHHS 11 00YMCIICHHS OCBITIICHHSI «BHIOM 3BEPXY», IO TO3BOJISE
JOCATTH OajaHCy MK BI3YaJIBHOIO SKICTIO Ta MPOMYKTHBHICTIO HA MPHCTPOSIX 3 CEPEAHIMHU TEXHITHUMHU
XapaKTEePUCTHKAM.

OcHoBHUIi po3aia

VY Mexax AocHipKeHHs O0ylIo po3po0IIeHO apXiTeKTypy MPHKIATHOTO MPOrpaMHOro 3a0e3MedeHHs s
CHUMYIIAIIi TMHAMIYHOTO OCBiTIeHHs y 2D-mpoctopi, peamizoBany moBoto C#. OcHOBHA ifiest po3poOKH
TOJIsiTae y CTBOPEHHI CUCTEMH, SIKa 3/1aTHA B PealbHOMY 4Yaci 0OUMCITIOBATA 30HM BHIUMOCTI Ta 3aTiHEHHA,
0a3younch Ha B3a€EMOIIi JPKEPEN CBITIIa 3 TEOMETPIEI0 00’ €KTIB CIIEHH.

LleHTpanbHUM €TEMEHTOM CHCTEMH € O0UHCITIOBANpHAN anropuTM Ray Casting (TpacyBaHHS IIPOMEHIB).
[Iporec popmyBaHHS OCBITIIEHOT CIIEHN PO3ALICHO Ha KilTbKa eTaITiB:

1. Amnani3 reomerpii: [Iporpama ckanye ciieHy Ha HasIBHICTb 00’ €KTiB-TIEpPEIIKO/, SKi IPEICTaBIEHI
y BUTIISAL HaOopiB BepmnH Ta pedep. s ontumizamii o09rcIeHh BUKOPUCTOBYIOTHCS JIMINE Ti
00'€KTH, IO OTPAILISAIOTE Y PaJIiyc Ail aKTHBHOT'O JKEpena CBiTia.

2. IloOyaoBa moJjiiroHy BHAMMOCTI: Bif KOXKHOI TOYKH JpKepena CBITIIa BHUIIYCKAIOTHCS BEKTOPH
(mpoMeHi) y HampsIMKy KOXKHOI BEpIIMHU Tepemkoan. KpiM Toro, BHUIMYCKAIOTHCS JTOMATKOBI
npoMeHi 3 HeBenmukuM BimxwmieHHsM (£0.0001 pamian), mo A03BONSE TOYHO BHU3HAYUTH TOUYKU
"3pizy" cBimia 3a mepemkonamu. CxemaTHyHe BiOOpa)KEHHS LBOTO IMPOLECY Ta MPUHIIMII
(hopMyBaHHS TiHEH HaBEACHO HA PUCYHKY 1.



Pucynok 1 — Cxema 1moOyi0BH ITOJIITOHY OCBITIIEHHS Uepe3 TpacyBaHHS IIPOMEHIB

3. Tenepamnisi Macku cBiT1a: OTpUMaHi TOYKH IEPETUHY TPOMEHIB 3 00’ €KTaMH 200 MEKaMH CIIEHH
COPTYIOThCSA 3a KYTOM, YTBOPIOIOYM 3aMKHEHHMH TONIroH. lleli TOMIroH 3aloBHIOETHCS
IPaJiEHTHOIO 3aJIMBKOIO, JIe IHTEHCHBHICTh KOJBOPY 3racae BiJ| MEHTPY J0 nepudepii, iMiTyroun
(izuvHEe pO3CiIOBaHHS CBITJIA.

4. Komno3umis cuenu: J{is peanizaiiii ehekTy IeKiIbKOX JKEPEN CBITJIa BUKOPUCTOBYEThCS METO/]
aJIMTUBHOTO 3MINIyBaHHS KONbOpiB. KoxkHE JpKepeno cBiTiia pEeHJIEPUThCS B OKPEMY TEKCTYPY
(Oydep), sKi MOTIM HAKJIAJAIOTHCS HA OCHOBHE 300paykeHHs crieHu. Lle 1o3BosIsie 1ocarTd epeKTy
MEPEKPUTTS TiHEH Ta 3MINIyBaHHS PI3HUX KOJILOPIB OCBITJIEHHS, SIK TOKa3aHO Y pe3ylibTaTrax
poOOTH TIpOrpaMH Ha PUCYHKY 2.

Pucynok 2 — ITpuxnag poOoTH CHCTEMH 3 IEKIIbKOMa JDKEPENaMH CBIT/Ia Ta MEePEIIKOofaMH CKIIaqHol GhopMu

Texniuna peamnizaniss Ha MoBi C# 103BONsIE €EKTUBHO KEPyBAaTH IaM’ATTIO Ta 00’€KTaMH CLEHU
3aBISIKM BUKOPHCTAHHIO BHCOKOPIBHEBHUX KOJEKILIiH Ta iHTerpauii 3 rpadiunumMu 6i0miorekaMu. 3aBasku
OIITUMI3allii alTOPUTMY COPTYBaHHS BEPIWH, CHCTEMa CTaOUIHHO MPAITIOE MPH YacTOTI KaapiB moHam 60
FPS HaBiTh nipy 3Ha4HIN KiIBKOCTI TMHAMIYHHUX 00’ €KTIB.



BucHoBku

Po3pobneno mporpamue 3abe3nedeHHs MOBO C# aiisi AMHAMIYHOTO OCBITJEHHS CLEH y PEalbHOMY
yaci. [lana po3poOka Moxe OyTH iHTErpOBaHa y HaBYaJIbHI CHMYIATOPH, iHAI-irpH 00 cCHCTeMH Bizyamizamil
IJIaHIB MpuMinieHb. llomanbin mocHipkeHHs OymyTh CHpPSMOBaHI Ha BIPOBADKCHHS IICHIEPIB IS
00pOOKM HaITiBTiHEH Ta BiJI3epKaJICHb.
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