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OCOBJINBOCTI BIBJ/IIOTEKWN SFML Y MOBI C+ +

Koneda C.C.

cmydeHm 1 Kypcy cakynememy kibepbesneku ma iHpopmMayiliHux mexHono2il
HayioHaneHozo yHisepcumemy «Odecbka ropuduyHa akademis»

Simple and Fast Multimedia Library (SFML) — ue kpocnaatdopmHa 6ibnioteka
ANs po3pobkm nporpamMHoro 3abesneuyeHHs, aka 3abe3nevye NpocTuin iHTepdenc
npuknagHoro nporpamysaHHs (API — aplication programming interface) ana pisHux
MYAbTUMEAIMHUX KOMMOHEHTIB [1].

Bibnioteka SFML HanncaHa moBoto C++ i3 OCTYNMHMMW NMPUB'A3Kkamu ans Binb-
LWIOCTi HaMBIAOMILLMX MOB MporpamyBaHHs, 6e3kowToBHa Ana Byab-AKOro BUKOPUC-
TaHHA: KOMepPLiMHOro Y1 0cobuCcToro, BAacHOro abo 3 BiAKPUTMM KOZOM, TOMY ii MO-
>KHa BUKOpMCTOBYBaTH 6e3 byab-akmnx obmexeHsb [2].

OCHOBHUMU MOXAMBOCTAMM BibnioTekn SFML €:

1. KpocnaamgopmHicme: HasiBHICTb MOXAMBOCTI KOMMINKOBaHHA Ha naatdop-
max Tmny Windows (98, 2000, XP i Vista) i Unix cuctemax (Linux i Mac OS X). 3 po3Bu-
TKOM 6ibnioTekn 40AaBaTUMYTbCA iHLWI NaaThopmu.

2. O6'ekmHo-0opieHMoB8aHicMb: Hajae ePeKkTMBHY O0O'€EKTHO-OPIEHTOBaAHY MO-
AeNb, AKa 3aCHOBaHa Ha CTaHAAPTHUX WabsioHax Ta igiomax, Wwo 3abe3neuye NpocToTy
Ta HaAINHICTb CUCTEMM.

3. J/leekicme y sukopucmarHi: SFML HauineHa Ha nerke kepyBaHHA. 3po6aeHo
yrnop Ha Hanbinbw NpocTi Ny6AiuHI IHTepdencu.

4. MHyukicme: 3amicTb ogHoro Beavkoro AP, MicTuTb gekinbka mogynis (System,
Window, Graphics, Sound, Network), aki MoxyTb 6yTn BubpaHi Ta cKOMbGIHOBaHI
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3a71€XKHO Bifi MOX/IMBOTO BUKOPUCTAHHSA. ICHYE MOXIMBICTb BUKOPUCTAHHSA Anle ba-
3oBoro nakety Window ans kepyBaHHA BiKHaMu Ta BBEAEHHAM, a TaKOX NOBHWUW rpa-
divHmM naket Graphics 3i cnpavitamu Ta Nnoct epekTamm.

5. /leeka iHMe2poBaHiCMsb: iICHYE MOX/IMBICTb BUKOPUCTaHHA B OAHOMY abo Je-
KiIbKOX BIKHaX, @ TakoX Moxe 6yt BOys0BaHOK A0 KOMMOHEHTIB iHTepdency KoM-
ninaTopa. IHTerpauia 3 icHyroummmn bibniotekamn rpadiyHoro iHTepdency KopucTy-
Baya GUI (Graphical User Interface — rpadiuHnin kopuctyBanbHULbKUIA iHTEpdENC cn-
cTema 3acobiB 419 B3aEMOZIT KOPMCTYBaya 3 eIeKTPOHHUMMN NPUCTPOAMM, 3aCHOBAHa
Ha NOAaHHI BCiX AOCTYMHUX KOPUCTYBaueBi CUCTEMHUX O6'€KTIB i QYHKLIN Y BUTNAL
rpadiyHMX KOMMOHEHTIB eKpPaHy) A03BOASE A0AATN BigobpaxkeHHs 6ibaiotekn SFML
y CknagHi iHtepdencu, nobyaosaHi 3a gonomoroto Qt, wxWidgets, MFC Ta iH. [3].

Bibnioteka SFML cknasa€erbca 3 AeKiNIbKOX MOAYAIB, AOCTYMHUX Yy CTAaTUYHIN Ta
AVHaMIYHIN dopmax:

1. Moaynb «System» BIiAMOBIAA€E 3a NOPTATMBHICTb, TOYHE BUMIPHOBAHHA yYacy,
NPOCTi | 06'EKTHO-OPIEHTOBAHI NOTOKMK, Ta 3a Moayab Unicode ana npaBuaAbHOI KOH-
BepTauii Mk UTF Ta nokanbHO-3an1eXXHUMW KOAYBaHHAMMY,;

2. Moaynb «Window» BUKOPUCTOBYETLCA AK MIHIMaabHWI, MEPEHOCUMMIA NaKeT
ansa 3aminm GLUT (OpenGL Utility Toolkit — Lie He3anexHui Big, BIKOHHOI CUCTEMM iH-
CTPYMEHTapiu AnA HanncaHHA nporpam Ha OpenGL. BiH peanizye npocTuii BIKOHHUIA
iHTepdenc npuknagHoro nporpamyBaHHA APl ana OpenGL) abo SDL (Simple
DirectMedia Layer — ue BifibHa kpocnaathopmeHa mMynbTumegiviHa 6ibnioteka, Wwo
peanisye €EAMHUA NPOrpamMHuK iHTepdenc Ao rpadiuyHoi NigzcMcTemMu, 3ByKOBUX MPuU-
CTPOIB i 3aC06iB BBeAEHHA A4 LWUIMPOKOTo crekTpy naatdopm. [aHa 6ibnioteka akTu-
BHO BMKOPWCTOBYETbCA MPWU HaMMCaHHI KPOCNAaTGOPMEHNX MYAbTUMEAINHUX MPO-
rpam). Peanizye opraHisauito BikoH i BBegeHHs 3 OpenGL. [la€ MOXANBICTb CTBOPHO-
BaTW Kisibka BIKOH Bi3yani3auii, Hagae iHTepdencn ana obpobkun BBeaeHHs. 3abesne-
yye NiATPUMKY MULLIT (A0 N'ATM KHOMOK) Ta AXOUCTKKIB (40 cemun ocert Ta 32 KHOMOK).

3. Mogynb «Graphics» Hagae poctyn fo npoctux iHTepdenciea OpenGL, cyyacHumx
edekTiB 3 anapaTHUM NPUCKOPEHHAM: anbda-3MillyBaHHA, 0bepTaHHsA, Wergepn Ta
iHWe. 3abe3neuye edekTMBHE yNpaBAiHHA NaM'ATTHO, 3aBaHTaXXyBaHHA Ta 36epiraHHA
306paxeHHa ctaHgapTHUX dopmartie: BMP, DDS, JPEG, PNG, TGA Ta PSD. Hagae mo-
XAMBICTb BUKOPWUCTOBYBATU Ornag, noaibHmn go 3D-cueHu, agna macwrtabyBaHHA /
nepemiweHHs / obepTaHHA BCbOro CBITY. [MiATPUMYE CNpOLLEHY MOBW LLEeNAepIB, AKa
BMKOPWUCTOBYETbCA ANA fOAABaHHA NOCT-edekTiB y peanbHOMY 4Yaci Ta 3abe3sneuye
poboTy 3i wpudTtamu.

4. Mogynb «Sound» pa€e MOX/VBICTb 3aBaHTaXyBaTu Ta 3bepirati 3Byku CTaHAa-
pTHUX dopmarTis: Ogg, WAV, FLAC, AIFF, Au, RAW, paf, 8SVX, NIST, VOC, IRCAM, W64,
MAT4, MATS PVF, HTK, SDS, AVR, SD2, Core Audi, MPC2K, RF64. 3abe3neuye poboty
TexHosorii 3D 3ByKy. [logae npoctunin iHTepdenc Ana 3axonaeHHsa 3ByKy, NIATPUMKY
NMOTOKOBOI NepeAayi AaHWX 414 Beavkux dannis Ta niaTpymka baratokaHanbHUX Go-
pmarTiB (MOHO, cTepeo, 4.0, 5.1, 6.1, 7.1).
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5. Mogynb «Network» peanizye noptatmBHui wap Hag TCP ta UDP cokeTamu Ta
NpOCTy nepegavyy JaHWX 3a JOromororo nakeTis. [logae knacv AnA BUKOPUCTAHHSA
HTTP ta FTP npotokonis [1, 2].

bibnioteka SFML mae Taki HeaoNiKW:

1. He npu3HaueHa ana pobotn 3 3D rpadikoro, TOMy O BOHa CTBOPEHa ANf
3abe3neyeHHs HM3bKOPIBHEBOrO anapaTHOro npuckopeHHa 2D - rpadiku. [nd ii 3a-
ctocyBaHHA 3 3D rpadikoro foBeaeTbCca BUKOPUCTOBYBATU B NoeAHaHHI 3 OpenGL.

2. HeponpauboBaHa niaTpumka onepauiviHux cuctem Android Tta i0S. He3Ba-
XaruM Ha ICHYBaHHA eKCrepuMeHTaNbHUX BepCii, Hapasi CTIMKOI NiATPUMKN ANS
Android, iOS un iHwWKnx MobinbHMX Naatbopm Hemae [5].

Omxe, 6ibnioteka SFML € onTMManbHUM IHCTPYMEHTOM Ans peanisdauii 2D my-
NbTUMeginHnx npoekTie. Ocobaneo ana pob6oTn 3 mooro C++, SFML — e HanbinbL
yygoBui Bnbip. OgHak, BOHA He BIAPI3HAETLCA BENMKUM CMEKTPOM BUKOPUCTAHHS,
1 34e6inbWOoro NoCTynaeTbcs CBOIM pyHKLioHanom bibnioteui OpenGL.

Cn1cokK BUKOPUCTAHUX AdKepes:

1. A Closer Look at SFML. URL: https://gamefromscratch.com/a-closer-look-at-sfml/

2. SFML Graphics Library | Quick Tutorial URL: https://www.geeksforgeeks.org/sfml-
graphics-library-quick-tutorial/

3. SFML URL: https://github.com/SFML/SFML

4. SFML FAQ URL: https://www.sfml-dev.org/faq.php#grl-whatis/

5. SFML URL: https://ru.stackoverflow.com/tags/sfml/info/

Haykosuli kepieHuk: doyeHm 3adepeliko O.B.

040 3ACTOCYBAHHA TEOPI HEYITKUX MHOXXWH
Y KOHTPOJIEPAX CUCTEM «PO3YMHWUWU BY AUHOK»

Kynewoea €E.P.

nabopaHm kagedpu kibepbesneku
HayioHaneHozo yHisepcumemy «Odecbka ropuduyHa akademis»

Po3BuTOoK ntoacTBa 6yno B 3HAUHIN Mipi 06YMOB/IEHO IHHOBALIAMY, PO3LUNPEH-
HAMI PO3MNOBCHOAXKEHHAM HOBUX TEXHOOTIN, AKI BifirparoTe Ba>XKMBY PO/b B Cy4ac-
HOMY CyCniNbCTBI, MOCUAEHHAM COLianbHOro 40bpobyTy i BU3HAYEHHA HOBMX CNOCO-
6iB B3aEMOZ|i NtoAel 3 HAaBKOIMLLHIM cepeAoBuLLLEM. Y MUHYIOMY CTONITTI IKOAM 3PO-
61N TiraHTCbKMIM PUBOK B PO3BUTKY baraTbox chep AianbHOCTI AroacTBa. MNprnpoaHo,
uen nporpec 6yB 06ymMoBAeHMI MacLUTabHUM BMPOBaAXEHHAM TEXHOJOTIN.

B ocTaHHi poku, po3yMHUn 6yANHOK - Lie HOBa NapagnrMa, sika 403BOJIAE NHOAAM
YCBIAOM/IEHO YNpPaBAAaTU AOMALUHIMK eHepropecypcaMu i MiHiMIi3yBaTK HepaLlioHa-
NbHE BUTPaYaHHS Pi3HUX eHEPreTUUYHMX pecypciB. Lisa KoHLenuis, ska moxe 6yt Big-
NOBIAAD Ha BUKAWKM, BUKNAAEHI BULLe, Npuabana BaXAMBICTb 3aBAAKN YOTMPbOM
dakTopam [1]:



