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AHAJII3 MOKJIMBOCTEM ITPOBOTI'O PYIIISI PLAYCANVAS

BIHHULIbKWI HAIIIOHAJIBHUM TEXHIYHUA VHIBEPCUTET

AHoTanis

PosmsiHyTO CydacHi iHCTpyMEHTH po3poOku irop st Web mmargopmu. [IpoBeneHo aHANi3 MOKIHBOCTEH irpOBOTO
pyuris Playcanvas.
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Abstract

Modern game development tools for the Web platform are considered. An analysis of the capabilities of the game
engine Playcanvas.
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Beryn. 3 poctoM motykHOCTE AeBaiiciB Ta 3 po3mupeHHsM Web cranmapriB BnpoBamkeHHssM WebGL.
WebGL - ue mixk mnar¢opMHuil Binkputuii BeO-ctangapt i Hu3bkopiBHeBoro API 3D-rpadiku Ha 0cHOBI
OpenGL ES, moctymHoro mo ECMAScript uepe3 enement Canvas HTMLS.[1] Ceoromui Mu MOXeMO
CTBOPIOBaTH CalTH 3 iHTepakTHBHOIO 3D Bizyasmizamiero, Ta HaBiTh MOBHOIIIHHI IrpH SKi HE MOTPIOHO
BCTaHOBIIIOBATH.

Buxopucranas Oynp sxoro HHU3bKOpiBHEBOTO APl € mocuTh CKIamHUM TOMY SIK i B PO3pOOIl irop min
HaTUBHI TIaTGOPMHU BUKOPHCTOBYIOTH IrpoBi pyrmii. Ha maHuit MOMEHT cepen HaNMOIYISPHIIIMX irpOBHX
pyuiiB 1uist po3pobku Web irop € PlayCanvas.

Meta po6otu. [IpoBecTr aHasi3 0CHOBHUX MOXJIMBOCTEH irpoBoro pyurist PlayCanvas.

Marepianu Ta meromu. PlayCanvas — irpoBuil pymriii 3 BiZKpUTHM KOaoM. BiH BHKOpHCTOBYE
HTMLS5 1 WebGL muist 3amycky irop Ta iHIIOro inTepaktuBHoro 3D-BmicTy B Oy/ib-siIKoMy MOOITBHOMY 200
HacTiIbHOMY Opay3epi.[2]

Pizni kommanii BukopucToBYIOTh PlayCanvas y mpoekrax pi3HUX JUCHHIUIIH 1HTEPAKTUBHOTO
3D-koHTeHTY B IHTEpHETI.

Disney crBopuB HaBuanbHy rpy ais Hour of Code Ha ocHOBI cBoro ¢inbmy MoaHa.

King ony6mnixysas Shuffle Cats Mini sik ctapToBy Ha3By st Facebook Instant Games.

TANX - 6araTokoprcTyBarbka OHJIAHH-Tpa PO TAHKHA B MYJIBTAITHOMY CTHUII.

Miniclip ony0iikyBaB KiNbKiCTh irop Ha CBOiH Tuardopmi 3i 3pOCTaHHSM MOMYNISAPHOCTI irop B
IaTepueri.

Mozilla cmiBmpamoBana 3 komanmoro PlayCanvas, ctBopuBmm aemonctpariito After the Flood mms
npezcTaBieHHs nepeaoBux QyHkiiin WebGL 2.0.

KommnaHnii cBiTOBOro piBHS BKE BUKOPUCTOBYIOTH JaHWH IrPOBUM PYILiH, IO CBITYUATH MPO MOMYISPHICTH
Ta HaIWHICTh TAHOTO PIllIeHHS JUIA CTBOPEHHS irop.

Pe3yabTatu i o0rosopenns. Jlo ocaoBaux nepesar PlayCanvas MoxHa BiHECTH:

e PlayCanvas Editor — 1e iHCTpyMEeHT Bi3yaJbHOTO pENaryBaHHs, SKHHA BUKOPHUCTOBYETHCS JUIS
CTBOPEHHSI Ta pelaryBaHHs CLEH i 00’ €KTiB, Kl CKJIaJaloTh Bally Ipy.

e Biakpuruii kox PlayCanvas Engine. Jlinensis po3nosciomkeHass MIT, mo Takox gae MOXIJIUBICTD
BHKOPHUCTOBYBATH Ta MOAM(IKYBaTH irpoBUH pyIiii OE3KOIITOBHO.

e migTpumka WebGL 2 me naitHOBimma Bepcis API WebGL i moxxe moBepryTHcs 10 WebGL 1, xomu
notpibHo. Lle mae 3mory BukopucToByBard HOBI (hyHKIIT WebGL 2 Ta 3anuimaru miaTpuMKy JUIS CTapux
JIeBalCiB.

e  Po3poOka B Opay3epi 6e3 HeOOX1THOCTI 3aBaHTaXyBaTH irpoBiil pyIIii.

B PlayCanvas € me Benmuka KiTbKIiCTh IUTIOCIB MATpUMKa (i3WKK 3 BUKOPUCTAHHAM Ammo.js,
MiATPUMKa BeIHMKOi KuTbkocTi (opmatiB 3d mMoxenel, OonTHMI3allis MIBHIKOCTI 3aBAaHTaXEHHSI 338 paxXyHOK
BOYZOBaHUX 3aCO0IB CTUCHEHHS aCCETiB.



[NopiBHIOIOYM 3 IHIIMMHU ITPOBUMH PYLIisIMU HaiieHuMH mig Web mnardopmy takux sik Three.js,
Babylong.js, Pixi.js, PlayCanvas Burpae 3aBasiku moTy>KHOMY Bi3yallbHOMY PENAKTOPY.

PlayCanvas rapawmii irpoBuii pyImmii ajis CBOiX ITijIeH, ajle B HROTO TAKOXK € CBOi HEIOJIKH Ta
obomexeHHs1. [lepmuii i camMuii BeNWKUN HENOMIK HEMOXIHMBICTH CTBOPEHHS AAA irop, 1ie 0OMeXeHHS He
crimeku PlayCanvas ckinmbku Web 1uiaropMu OCKIIBKH Ui BEIMKUX irop MOTpiOHa BeJIHMKa KiJIbKICTb
JAHUX SIKy Ha JaHUH MOMEHT MU HE MOKEMO 3aBaHTaXHTH 3a 5-15 cex AKi OBHHHA TPUBATH 3aBAHTAXKECHHS
rpu mig Web.

Takox xo4a i irpoBuil pywid 3 BIIKPUTUM KOAOM 3a TOJIOBHY I€peBary moTpiOHO ILUIaTHTH
Bi3yaJIbHUH PEAaKTOp € OKPEMHUM MPOLYKTOM Ta PO3IOBCIOMKYETHCS 32 MiAIHUCKOIO.

€ HeoJiK TOB'I3aHMI 3 TUM, 1[0 HAITUCAHHS KOJy B Opay3epi He € HACTUIBKH K KOM(POPTHUM, SIK
B IDEI nmo sikoro 3BuKiIO OumblIicTh po3poOHMKIB. lleli Hemonik MoXHAa OO0IMTH 32 JJOMOMOTOKO
3aBaHTaxkeHHs Kony yepe3 REST API no PlayCanvas pegakropy.

BucnoBku. PlayCanvas € omanM 3 Haiikpammx irpoBux pymriiB mis Web miardgopmu. Ha manuit MoMeHT
BiH IIIBUJIKO PO3BUBAETHCS 1 MeTa po3poOHuKiB ctaru Unity, asie ains Web. Buxopucranust Unity B Web mysxe
o0MeKeHe OCKIJIbKY MiHiManbHui po3mip rpu 40 MerabaidT, o € 3abararo ans Web mnardopmu.

PlayCanvas € rapHuM pimeHHsM g cTBopeHHsS 3D  Bisyamizamiii [y calTiB, CTBOpEHHS
rinmepkasyaqpHux irop. Ta 03BOJNSE€ MOYaTH PO3POONSATH Iirpu JEOISIM HAaBiTh 3 HEBEIHKHM JIOCBIIOM
MporpaMyBaHHSI.
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