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Y oKBHpY OBOT' JTUIIOMCKOT pajia Kanauaar Tpeba aa Hanpasu urpuily bunujap ynorpe6om OpenGL
nporpamckor uarepdejca. [lorpedno je peanuzoBaru rpaduyku MprUKa3 OMIM]apCKOT CTOJIA Ca CBUM
eJIeMEeHTUMa, OWIIMjapcKuX Kymmia oapehenux 0oja u mrama. [locraBibame Kyriuia y MOYeTHU
MoJIokaj Tpeba MMIUIEeMEHTHpPATH Tako Ja Oyne y CKJIaay ca npaBuiuMa Owimjapa. [lorpebHo je
NpeIBUICTH TOHAIIalke Yy onpeheHuM cuTyanujama, HIOp. Kajga Oena KyDidla MpBO yaapu y
MIPOTHBHUKOBY KYTJIHILY, KaJla UTpad yoany NpOTUBHUKOBY KYIJIHILY, Ka/ia UTpad yoaru HpHy KyTJIUILY,
KaJa urpad yoamu Oeiry KyTruily U CIMIHO.

CrnoxxeHOCT OBOT mpoliiemMa ce oriea y oapehuBamy U nporpaMupamy rnapaMerapa HakoH cyzapa
JIBE KYIJIMIIE WM KaJa KyIJIHila ynapH y uBuily croina. [lapamerpu koje je moTpe6HO opeuTH HaKOH

cymapa cy mpaBal, cMep, AyKuHa W Op3uHa Kperama Kymmne. KopucHuky arumkanuje tpeba
oMOryhutu ynpasJbame MITaloM MoMohy MUIlla ¥ YBUJ Y OCBOj€HE IIOCHE Yy TOKY UTPHUIIE.
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Abstract

Development process of Billiard game using OpenGL library is described in this thesis. User
interface development process is described in detail, with explanations of all used primitives
and functions of OpenGL library. Also, Billiard rules and their implementation in application
is explained, as well as mechanical laws that need to be applied to resolve the collision.

Key words: 8 ball pool, Collision, OpenGL, Computer graphics

Pe3unme

Y oBOM pajy je omucaH MOCTyMak pa3Boja urpuile bunujap ynorpedbom OpenGL 6ubnuorexe.
JleTajbHO je omMcaH TOCTYMAK peaiu3alije KOPUCHUYKOT HHTepdejca, y3 MOjallmbena
HaunHa Kopumthema mpumutHBa W QyHKMja OpenGL okpyxema. Takohe cy omnmcana
NpaBwiia UTpe OMIIMjap U HUXOBAa UMIUIEMEHTAIM]a y alUTMKAIMjH, KA0 ¥ MEXaHUYKU 3aKOHU
KOj€ je moTpeOHO MPUMEHHUTH 3a pelIaBame cyaapa.

Kibyune peun: Ocmuna, Cymap, OpenGL, Pauynapcka rpaduka



1. YBOA

VY yBoaHOM neny 6uhe neduHucaHa cBpxa U MpUMeHa padyHapcke rpaduke, kao u OpenGL-a
- pa3BOJHOT OKpYXema Koje je kopuirheHo 3a m3pany oBor paga. Takohe he Outu nar u
KpaTak OIWC W TIpeTie urpe Ouujap.

1.1. Pauynapcka rpaguka

Pauynapcka rpaduka mompasymeBa Kpewpame W oOpahuBame ciMkKa y JBE WIH TpU
TUMEH3Hje, y3 ToMoh pauyHapa u copTBepa Koju cy 3a To npensuhenu. PaayHapcka rpaduka
CIIY’KH 32 TIPOLIECUPAe BU3YaIHUX CUTHAJIA, JICTEKIU]y UBHIIA U M3[(Bajarbe JIMHKUja, 00pamLy
TEKCTYpa, MPENCTaBbabe KapAKTEPUCTUKE CLIEHE, IMOKPET, CTEPEOBU3U]Y U Pa3HE METONE 32
oOpany cnuka. IlpumeHa padyHapcke Tpaduke ce NpoHANa3d W Yy Hayld, WHIYCTPH]H,
NU3ajHy ¥ apXUTEKTypu. Y padyHapcKy rpaduKy cnaja u au3ajH uHTepdejca oneparuBHUX
cucreMa u coTBepa (ImoceOHO BUICO Urapa), Kao U MHTEPHET CTPAHMIIA.

OcHOBHE NOIIUCIUILIMHE pauyHapcKe rpaduke cy:

* MogenoBame — 0aBH c€ ONMHMCHUBAKEM pABaHCKUX ¢uUrypa u Tena (Ha mpuMep
MPEXHUM MOJEIUMA)

* PenpepoBame — npolec Kperpama JUTHTaIHE CIMKE Ha OCHOBY (JIBOJMMEH3MOHATHOT
WIM TPOAMMEH3HOHAIHOI) MoJeNla U (PEaIUCTUYHOT WIIM HEPEATMCTUYHOT) MOoAena
MOHAIIaka CBETIIOCTH.

* AHuManyje — CEKBEHIHMjaTHO MPHUKAa3MBak€ HU3a CIUKAa BEIMKOM Op3WHOM Koje
U3IJIe/1a Kao IIaTKO KpeTame.

* OOpaga cnuka (eHII. image processing) — 0aBU Ce€ PEKOHCTPYKIH]OM
JBOAMMEH3MOHAIHHUX WA TPOAMMEH3MOHATHHUX 00jeKara Ha OCHOBY FH-HXOBUX CIIHKA.
OOpana cnMka yKJbydyje IpUMEHE Yy CaTeIMTCKUM CHUMambHUMa, MEAULUHH,
KOCMUYKUM HCTpPAXKUBALUMa, pOOOTHUIIH, MPETIO3HABakY CJIoBa U Apyro [1].

1.2. OpenGL

OpenGL (ckpahennma mojma Open Graphics Library) je Bumemargopmcka OubiIroTeka ca
MOJPIIKOM 3a BENUKH OpOj MPOrpaMCKHUX je3WKa, a 4Hju je IUJb oMmoryhaBame mHcama
arumkanuja koje pamge ca 2JI m 3] rpadukxom. OpenGL Oubnmmoreka neduHUIE HU3
NPUMHTHBA KOj€ C€ KOPHCTE 3a M3rpajiby CIOXKEHUX CleHa (Kao IITO Cy Tadka, JHHUja U
MOJIUTOH) [2].

Takohe, OpenGL Hynu mMoryhHOCT mpuMeHe pa3nuuuTHX TpaHcopMalyja Hax 00jeKTHMa y
CIIEHH, HYOU pa3IWYUTe BPCTE MpOjeKlMja, HyIU oadalMBame JenoBa oljekarta Koju Ccy
rocMaTpady HEBUIJbUBH, IPUMEHY TEKCTYpPa U jOII HU3 Pa3IMYUTUX MOTyhHOCTH.

Kao momarax OpenGL-y, a ca mumpem mnpyxama BuUllle MOTYhHOCTH, 4eCTO Ce€ y3 mera
kopucte u ase nomohue 6ubnuoreke: GLU u GLUT.



bubmuorexa GLU (ckpahenunia mojma OpenGL Utility Library) o6orahyje ckyn Hapenou koje
npyxka OpenGL u yBOOM KOMIUIEKCHHj€ MPUMHTHBE KOje je Moryhe KOPHCTHUTH Yy OIHUCY
cuena, Hp. NURBS kpuse u nospiune, chepe u numHape.

bubmorexa GLUT (ckpahenuna nojma OpenGL Utility Toolkit) qogatHo mojenHocraBibyje
u3pany ammkamnuja koje kopucre OpenGL yBohemem ruratopMcku HE3aBUCHE MOJPIIKE 32
CTBapame M paj ca Mpo30pHMa, 3a XBaTame U 00pany Hu3a gorahaja (morahaju murma wim
TacTarype), 3a u3pany MeHuja u cnudao. OBa OubnMoTeka npyxa u AehUHUIM]E jOIT HEKUX
CIIOKEHHMX O0jeKaTa KOju Cy KOPMCHHUKY CTaBJb€HH Ha paclojarame, Ha IpuMmep Topyc U
YajHUK [2].

1.3. buamjap

bunujap (ocmuia) je urpa koja ce urpa Ha paBHOM CTOJIy IPABOYraoHOT OOJMKA HA KOME ce
HaJIa3W 1IecT pyna (Ha CBe YETHUPU UBUIIC U 110 jeIHA Ha CPEIUHU AY)KUX CTpaHa), a y3 momMoh
MajJuX KyIid W mTana. YKymnaH Opoj kyriu je 16 on kojux je jenHa Oena, a ocrtaie cy
pa3nuuuTux 00ja, MOTY OUTH IyHE WM IIapeHEe U O3HaueHe Cy OpojeBHMa.

Urpau xopuctu OWIMjapcKu IITalm KOjJUM yrnapa Oelly Kyriy, a Koja moTom moraha nuibany
kyrny. Huse urpe jecre ybauutu cBe Kymie M3 cBoje rpymne (Wwiu Kyrie o Opoja jenaH 1o
Opoja cemam, WM Kyriie o1 Opoja eBeT A0 Opoja MeTHaecT) y jeAHy Of IIecT pyma Koje ce
Hajase Ha CToJy Ipe yOaluBama Kyrie 6poj ocam.

[Ipuka3 6unujapckor croja Ha MOYETKY Urpe MpHKa3aH je Ha ciaunu 1 [3].

Cauka 1. [Ipuka3 6mnnjapckor crosna



2. UcTopujar Onsmjapa

bunmujap je napymTBeHa Hrpa Koja pasBHja COLMjalU3aldjy, TaKMHYApPCKU IyX, ald H
MOTOPUKY, KOHIIEHTpANH]jy U peduiekce. Mory J1a ra urpajy JbyJIu CBHX TOJIMHA, a TIPABHIIA Ce
JIaKo y4e.

bunmjap je m3pas Koju ce OJHOCH Ha IIMPOK PAcIlOH Wrapa BEUITHHE Y KOjUMa Ce 3a UTpy
KOPHCTH OMJIMjapCKH IITAIl, KyTyie U OMIMjapCKU CTO MPECBYYEH BYHEHUM IUIATHOM (40joM), a
YOKBHPEH MapTHHeIama (TYMEHUM HBUIAMA).

Urpe xoje ce cmarpajy OmiidjapoM JAene ce y Tpu Ipyrie:

1. Kapambon — rpyma urapa koje ce urpajy Ha CToJIoOBUMa Oe3 pyra

2. bunmjap ca pynama — yriiaBHOM C€ Mrpa Ha CTOJIOBHMA ca mecT pyma. [logBapujante
OBOT OmyHjapa cy:
1. Ocmuua (HajuomynapHUja OUIIMjapcKa Urpa Ha CBETY) — UTpa Koja je TeMa OBOT

pana (8 ball pool)

2. Jlesetka (9 ball pool)
3. Hecetka (10 ball pool)

3. CHykep — cBpCTaBa ce y rpyiy Oninjapa ca pyrmamMa, alld Ce HCTOPHjCKH Pa3JIuKyje Ol
OCTaJINX Urapa

Ucropuja bunmjapa je myrauka u Beoma nHTepecantHa npuya. Otkpuhe Omnujapa ce Besyje
jomr 3a 11. Bek W Kpcramike paroBe. Y TO Bpeme je Ounujap Ouiia urpa koja ce urpaia ys
OMOh ImTamoBa M JIONTHIIA, AJIM HA 3eMJbU. buia je ciiMyHa KpUKETy Ha OCHOBY KOjer ce U
pa3Buo Ounujap. Tex y 16. Beky je Ounmjap modeo Ja ce uUrpa Ha jeAHOCTABHO orpaheHuM
JPBEHUM CTOJIOBHMA Ca 3eJIeHOM roioroM. CBpxa MapTHHENa Ha KpajeBUMa CTOJa jecTe Ja
Ce CIpeuM UCTaJame Kyrie BaH ctona. Mrpano ce ca jBe Kyriie, a TOCTOjalli Cy U TaKO3BaHU
,,TIPCTEHOBH"* HJTH ,,00pydn’* Kpo3 Koje je Tpedaiio ,,mporeparu’ kyrie. Y 18. Beky mpectaje
yrnoTpeba o0pyda U MPCTEHOBA, ajlk OCTaje CTO ca pynama W Kyriama. [IpBe kymie cy Ouie
u3paljeHe o KaMeHa, 0K Cy ce KacHuje uzpahusaie ox apeera [4].

HazuB Ounujap motude on (¢paHiyckux uspasza billart mro 3Haum mran u bille mro 3HaYH
jonTa [5].

VY namem TekcTy he ce moa mojMom ,,0uirjap’ mojapazyMeBaTH Urpa OCMUIIA.



3. IlpaBuiia Ousmjapa

Y HapenHoM ofiesbKy Ouhe omucaHa mpaBuiia Urpe OuiIHjap Koja ce OJHOCE Ha MOoYeTaK Urpe,
ani 1 Ha Moryha nemaBama y TOKy urpe. Bakna HarmomeHa je na y OwnMjapy HE TOCTOjH
OomoBame noTe3a, Beh ce camo npaTH cTame yoaueHUX Kyriu [6].

Caarame Ky

Ha nodetky urpe, meTHaecT KyIlix ce CllaXke YHyTap TPOyIiia Tako Jia Cy CBE KYIUIE IITO BHILE
HpUIIeTUbeHe jenHa y3 apyry. Kyria Ha BpXy Tpoyria ce cTaBjba Ha 33/iiby TauKy (SHINI. foot
spot), a Kyriia Opoj ocaM y CpeIuHy Tpoyria. Y MOCIeImheM Pey Kyriii, KyTiie Koje ce Hajlaze
CKpO3 JICBO U CKPO3 JIECHO MOpajy OWUTH W3 pasTUIUTHX Tpyma (jeHa IMyHa U je[Ha IIapeHa).
[Ipeocrane kyrie ce pehajy y Tpoymry 06e3 wukakBor penociena. [Ipumep mpaBHIHO
nopehaHux Kyrim Ha MOYETKY Urpe MpHKa3aH je Ha ciuuu 2 [7].

Cauxka 2. [Ipumep npaBuiiHO opeh)aHux Kyriim Ha MOYETKY UTpe

IMoyeTHu ynapa

bena xyria Moxe n1a ce mocTaBu OWIIO I7ie M3a OCHOBHE JIMHU]E
bena kyriia He Mopa aa yaapu Heky oapeljeHy Kyrily y TpOyriy
CT0 je Ha OYETKY UTpe OTBOPEH

ol A

Axo urpad yoauu Kyriy U3 HOYETHOT yaaplia, CTO Impecraje na Oyae oTBopeH. AKo je
yAapall 010 IpaBUjIaH, UTpad HACTaBJba Ja Urpa

OTtBopen cto / Ogadup rpyne Kyrjim

[Ipe Hero mTo urpaun omabepy cCBoje Tpymle KyIrid, 3a CTO C€ Kaxke Ja je ,,0TBOpeH . AKO
urpaud ybamu Kyriy, Kyriie U3 Te TpyIe MOCTajy HEeroBe M HEroB MPOTUBHUK 100Wja IpyTy
rpyiy Kyrin. JIok je cTo OTBOpEH, Urpad MOo)ke TPBO J1a MOTOAN OMIIO KOjy KYIITy OCHM KyTJIe
Opoj ocam, a 1a IPUTOM HE HAIIPaBH MPEKPIIIA].



Tok urpe / IloGena

1. Hrpau ocraje 3a cTOJIOM CBE JIOK Ha JIeTaJIaH HAuWH yOallyje KyIjie, OMHOCHO HE MpaBu
MPEeKpIIaj

2. VKONHKO je urpad OIurpao mpaBUjIaH MOTE3, ajlk HHUjeIHA KyIiia HUje yOadeHa, Ha pej
3a Urpy J0JIa31 HEroB MPOTUBHHUK

3. HUrpau mo6ehyje ako ybaru cBe Kyriie U3 CBOje rpyIle, a HAKOH Tora M Kyrily 0poj ocam
0e3 mpaBJbeHa MPeKpIiaja

4. VYKOIMKO Mrpad HarpaBH IMPEKpIIaj, IPOTUBHUK MOXe Oely Kyrily Ja CTaBH Ha OWiIo
KOj€ MECTO Ha CTOJIy Ha KOM C€ HE HaJla3M Jpyra KyIia

I'yOurak napruje

Urpad ryou mapTujy kaaa:

1. Hanpau npekpinaj NpuiiikoM yoanuBama Kyrie 0poj ocam

2. Y6amu Kyrimy 6poj ocaM Ipe HEro IITOo je yOaImo CBe KyIJie U3 CBOje TPyIie

CranpgapaHu npexkpuaju

AXo Wrpau HampaBH MPEKPINaj, Ha pell 3a UTPY J0Ja3u HEroB MpOTUBHKK. [IpOTHBHKK 100H]a
MoryhHOCT n1a 6eny Kyriry cTaBW Ha OWJIO KOjy TIO3HIIH]Y Ha CTONY M ozatie urpa. [Ipekpiaju
KOje Urpad MOXe Jia HalpaBH y TOKY UTPE CY:

1. Bena kyrna je mpBo yaapuia y KyrDiy Koja MpHaga NpOTHBHUKOBO] TPyNHX (OCHM Kajia
j& CTO OTBOPEH)

2. bena xyrna je npBo yiapuia y OpHY KyDiTy
Bena kyria HUje ynapuia HU y JeIHY KyIoLy



4. Mexanuka Oujmjapa

MexaHnka Koja CTOjU M3a OWIMjapa, BEJIMKHAM JICJIOM CE€ OJHOCH Ha Cymap JIBe OWIHjapCKe
kyrie. Kaga nohe o cynapa usmelyy nBe Kyrie, Taj cygap ce mocmarpa Kao eacTUYHH Cynap.
300r jemHOCTAaBHOCTH pelllaBama mpodiema cynapa uMmely nBe Ouiamjapcke Kyrie, cynap ce
YeCTO I0CMaTpa Kao CaBPILEHO eJIaCTHYaH.

4.1. Cynap

Cynap nipencraniba gorahaj y kome BHIIE Tella JIeyjy jeHa Ha Apyre y KPaTKOM BPEeMEHCKOM
uatepBany. [Ipu cymapuma cy MeljycoOHe HHTepakiMje Teja TOJMKO jake Ja ce CBe
CIIOJbAlIBE CHIC MOTY 3aHeMapHuTu. [lomTo crospamimbe CHile Koje JIeNyjy Ha Telna TOKOM
cylapa MOTy Jia ce 3aHeMape, TaKaB CHCTEM CE MOXKE CMaTpaTH U30JI0BAHUM.

Cymap nBa Tena je CJIOKCH TMPOIEC KOjU CE TEHIKO MOXE TMPATHTH Y CBUM HErOBUM
MOjeIUHOCTHMA, Tla C€ 3aTO MPWIMKOM IMpoydyaBama ycBajajy HEKe MPETIIOCTaBKe Koje
OJTaKIIIaBajy aHAJIH3Y.

[Ipu ananu3m cygapa y3uma ce y o03up Ja ce Mace Ipe M IocIe cyrnapa He Memajy U Ja cy
Op3uHEe mpe cymapa To3HaTte. bp3wHE Tenma mocie cyaapa MOTY c€ OIPeIUTH IPUMEHOM
3aKOHa ONpKarka MMITYJICAa M eHepruje. 3akoH OfpKama UMITYICa MOXE CE NMPUMEHUTH Y
CBAKOM aHAJIM3MPAHOM CIIy4ajy, IOK C€ 3a MPUMEHY 3aKOHa Op)Kama eHEePruje pasinKyjy JBa
ciyJaja:

* EnacTuuHu cynap — yKylHa KHHETHYKA €Hepruja Telia MpU Cylaapy ce HE Mebha

* Heemactuunu cynap — yKylHa KHHETHYKa €HEPrja Tejla Memba ce Mpu cyaapy [8]

Koedpuumjent pecruryuuje (koepuiujeHt cynapa)

KoedpunmjeHt pectutynmje k je mepa pecTutyiyje cymapa umely 1Ba Teiia, OMHOCHO OBaj
Koe(UIUjeHT MoKa3yje oaHOC u3Mel)y KHHETHUYKEe eHEepIuje Koja je 3aap)KaHa HaKOH cyaapa
KHHETHYKEe CHEPruje Koja je W3ryOJbeHa, Tj. MpeTBOpeHa y napyru oomuk. KoedwuiujeHt
pectutyiyje ce neuHUIe Kao OJHOC pelaTUBHE Op3UHE MOCIIe U TIpe Cynapa.

=2 (D
v

Koedummjent pecturymuje ce kpehe y omncery og 0 mo 1.

Moryhe BpenHocTH KoehHUIIUjeHTa PECTUTYITH]E Y 3aBUCHOCTHU O] CyAapa:
* k=0 - caBpieHo HeenacTu4aH cyaap
* 0<k<1-peanan HeelacTUIaH Cynap

* k=1 - caBpuieno enactu4as cygap [9]



4.2. UmmyJic ¥ 3aK0H OIp:Kamkba UMITYJIca

VY ¢usunm ce UMIYIC O3HAYaBa MajMM CIOBOM p . MMmync je jeaHak MpoM3BOAY Mace
- . . m
TeJa M ¥ BEeroBe Op3uHe V , a jeWHUIa uMITyiica je kg —
s
p=mv 2
Kako je 6p3unHa Tena onpeheHa \eHUM WHTEH3UTETOM, TIPABIIEM H CMEPOM, a HMITYJIC 3aBUCH

o1 6p3I/IHe, OHIa CC U UMITYJIC I[e(bI/IHI/IH_Ie IMPCKO MHTCH3UTCTA, IIpaBlia U CMEpPA.

VY onmTeMm ciiydajy, UMITYJIC HEKOT Tejla KOHIIENTYalHO C€ MOXKE [TOCMAaTpaTH Kao HACTOjame
Tela Ja HAacTaBU KPETame Y HCTOM IpaBIly M CMEpY, YKOJIMKO Ha Hera He Jelyje Heka
CHOJbAlllba CHUJIA.

Nmmyrc je onprkaHa BeTMYUHA, IITO 3HAYU J1a YKyTIaH HMIYJIIC OMIIO KOT M30JI0BAaHOT CHCTEMa
(Koju HUje Mo yTUIIajeM CHOJbAIIbUX CUIIa) HE MOXKE Jla C€ TIPOMEHH.

[Tocmarpa ce, jeTHOCTaBHOCTH pajivd, U30JI0OBAH CHUCTEM JIBa Tela Y MHEPIIHjATHOM CHCTEMY,
KOja caMo y3ajaMHO JIeJyjy je/laH Ha ApyTH (cauka 3).

(o= =

Cauxka 3. V300BaH cucTeM JBa Tela Y HHEPLIU]aTHOM CUCTEMY

Maca mipBor Tena je m, , Gp3WHa Ipe AejcTBa  V, , a HAKOH jAgjcTBAa ¥, . Maca apyror
Tena je m, , Op3WHA Wpe JAejcTBA V, , a HAKOH JejcTBAa v, . Oxmrosapajyhu mmmyncu
Tenacy p, u P, . YCIen JernoBama CUia, IOCiIe BPeMEHCKOT HHTepBajia At¢ UMITYICH
Tena 6uhe 5, m p,

[Ipema JIpyrom BbyTHOBOM 3aKOHY 3a y3ajaMHO J1€jCTBO OBHX T€Ja BaXXU Ja je:

IT_’IZAt:ml‘_;lr_ml‘_;l (3)
"
F?2]At=m2\72'—m2\72 4)
OJIHOCHO,
Blhi_p
IA—tl:le (5)
nu
ﬁzl_ﬁz =
T:Flz (6)

- -

rae je [, cuiia KojoM MpBO TEJNO Jeiyje Ha Ipyro, a F,, cuiaa KojoM JApYro TeJo Jeinyje
Ha IPBO.



-

Kako je npema Tpehem HbyTHOBOM 3aK0HY F. n=—F,, ,cneau naje

At Al ™
OIHOCHO
1_7’1'_1_51:_1_52,"'1_52 (8)
1A KOHAYHO
]_51""1_52':]_7}1"‘]_52 9)

Ha OCHOBY IIPETXOAHHUX jCI[HaLII/IHa C€ MOXKE€ U3BECTHU 3aKOH OJpPKamkba KOJIMUYNHE KpETamka:

m,V,+m,v,+m,;V,+...+m, V = const (10)

YKynaH HUMITYJIC U30JIOBAHOI' CUCTEMaA TCJIa Yy I/IHepI_II/IjaJ'IHOM pe(l)epeHTHOM CUCTCMY TOKOM
BpEMCHA CC HC MCHha:

p,+p,t...+p,=const (11)

4.3. KnuHernuka eHepruja u 3aK0H OPKama eHepruje

Enepruja je cmocoOHOCT Tena fa BpIIu pajl, a ’beHa jenuuuna jecte myi (J).
MexaHu4Ky €eHepTujy uMajy Telna koja ce kpehy, koja ce Hamaze y rpaBUTAI[MOHOM TOJbY WIIH
Cy enmacTu4Ho nedopmucana.
YKynHa MexaHWYKa €HEepruja Tena jelHaka je 30Mpy HeroBe KMHETUYKE W TMOTEHIIHjalTHE
eHepruje:

E=E,+E, (12)
YHyTap U30JI0BaHOT CHCTEMa Tella nHTeparyjy Mel)ycoOHo u kpehy ce — umMajy IOoTeHIIH]jaJTHy
Y KHHETUYKY €HEPTH]Y.

Enepruja ce He MoXe CTBOPUTH HUTH YHUIUTHTH, Beh camMo npesasu ca jJeAHOT Tella Ha JIpyro
WK Ce MPeTBapa U3 jeHOT O0JINKa Y IPYTH:

E=E +E =const (13)

AKO Cy CBe yHYTpallllh¢ CHUJI€ KOH3epBaTWBHE, MEXaHWYKAa CHEpPrHja CUCTeMa CE OJprKaBa.
KuneTnuke W MOTEHIIMjaTHE CHEPIHje TOjeIMHUX Tela Y CUCTEMY MOTY Jla C€ MEemajy, alln
30Mp KHHETHYKUX U TIOTCHIIMjATHUX CHEPTHja CBUX TeJIa 0CTaje UCTH Y CBAKOM TPEHYTKY.

Enepruja xojy Tena umajy npu KpeTamy je KHHeTH4ka eHepruja (£, ).

2
mv
Ey=—"— (14)
2
Kunernuka eHepruja je cpa3mMepHa MacH Tella M KBajpary merone Op3uHe. OHa je ckajapHa
BEJIMYMHA U HE 3aBHCHU O]l MpaBlia U cMepa Kperamwa Tena. theHa BpegHOCT HE MoOxe OUTH

HETaTUBHA, a JeJIHAaKA je HYJHU Yy CTamby MupoBama [10].



4.4. IlpumMeHa 3aK0HA O/IP:Kaba eHEPruje U MMILYJICA HA Cyaap

HMmmync mma cnenujajHO CBOJCTBO @ CE€ y H30J0BAaHMM CHCTEMHMa OJpXaBa dYak M
NPUIMKOM cyrlapa Tena y cucremy. [lomTo ce mMmync oapkaBa, HErOB 3aKOH OZp)Kama ce
0oOMYHO KOpHUCTU Aa OM ce u3pauyHasie Op3uHE Tesla HakoH cynapa. Kako ce mmmync yBek
OZlp>kaBa, cyMa MMITyJIca YECTHIA Ipe cylapa Mopa aa Oyae jeHaKa CyMH UMITYJIca MOcCie
cynapa:

mvy ,+m,v, =myv +m,v; (15)

e ,,i” 03Ha4aBa MHUIMjamHe (moueTHe) Op3uHe Tena mpe cyaapa, a ,,f” o3HauaBaBa ¢uHaIHE
(kpajme) Op3uHe Tena mocne cydgapa. la Ou ce ompenno UMMYNC Mpe WIKA MOCHIe cyaapa
MOTPEHO j€ TT03HABaKkE BPCTE CylAapa KOju Ce OIUTrpao.

4.5. Enactuunu cynapu

Cynap m3mely nBe Omnmjapcke Kyrie je 1o6ap nmpumep 3a CKOpo MOTITYHO €TaCTUYHH Cynap.
OcuM MmTO je UMIIYIC y OBOM Cylapy OApKaH, W 30Mp KHHETHYKHUX CHEpruja Kyriu Tpe
cymapa Mopa OWTH jeaHaK 30Mpy KHHETUYKUX EHEpruja Mmocie cyhaapa. JemHauuHe Koje
onpelyjy KpeTame KyIiiu [pe U Mmociie cyaapa cy:

M,V +myVy=m,V, +m,V, 3aKOH OIpKama HMITyICca (16)
1 2 1 > 1 1 "2 .
5 MV %—Emzv2 =5 MV +§m2v2 3aKOH OfipKama eHepruje 17

Tena mory npu cynapy MelycoOHO a pa3MeHe eHEeprujy, alid yKyllHa MEeXaHHuYKa eHepruja
CHCTEMa OCTaje MCTa.

Konaune Op3uHE HaKoH jE€IHOIMMEH3MOHAIHOI Cydapa Haja3e Ha OCHOBY (opmyna
M3BEJIEHUX U3 TOPEHaBEIeHUX 3aKOHa!

,my—m, 2m,
v,= v,+ v, (18)
m;+m, my+m,
. 2m, m,—m,
v,= v, + v, (19)
my+m, my+m,

raeje v, Op3WHA NpBE KyIVe HAKOH Cylapa, a v, Op3MHa Jpyre KyIle HakoH cynapa [11].

VY cnydajeBuMa Kaja ce Tena cyaapajy y BUIIE O jeHe TUMEH3HUje, Kao IITO CY yIapH MOj
KOCHM YTJIOM, Op3WHE ce pa3iaxy Ha OpTOTOHAJHE KOMIIOHEHTE, IJIe j& jeJHa KOMIIOHEHTa
MOTIpEYHa Ha paBaH CyAapa, a Jpyra KOMIIOHEHTa je Y paBHHU cyaapa. KommoneHte Op3una
KOje Cy Y paBHH Cylapa OCTajy HEIpPOMEH-EHE, JIOK ce Op3WHE MOIpEYHe Ha paBaH cyaapa
u3payyHaBajy Ha HWCTH HAYMH Kao Yy JeIHOIMMEH3MOHAIHOM ciy4ajy. Ha mpumep, y
JBOAMMEH3UOHAHUM CylapuMa, HMITYJIIC MOXE J]a C€ PA3JIOKH Ha X U 'y KOMITOHEHTY. Taza ce
BpILIE POpPaYyHH 3a CBaKy KOMIIOHEHTY IOCeOHO, 1 KOMOMHY]Y ce pe3yaTaru fa 0u ce 10010
YKYIIaH BEKTOPCKU pe3ynTar. MIHTEH3UTeT OBOT BEKTOpa je KOHAYHH HMITYJIC H30JI0BAHOT
cynapa [11].



5. Ummiiementanuja urpune oumaujap y OpenGL rpagpuukom
OKPY:KemYy

VY HapenHoM ofiesbKy Ouhe onucaH HaYMH MMIUIEMEHTalMje MpaBuwia urpe Owinjap koja cy
omucana y oxesbky 3. Takohe he Outu mpukasan u u3mien QpyHKIMja Koje Cy 3aayXKeHe 3a
IPOBEPY UCIPABHOCTH MOTE3a UTpaya.

5.1. MannujajaHo nocraB/bame KyIJiu

[Tpunukom u3paze aruMkaiyje Kyrie ¢y pehaHe Ha CTONy y CKJIajay ca npaBHJIMMa OMUCAHUM
y oxesbKy 3. PacnopehuBame Kymm moumme Tako IITO €€ I[PHA KyIla, OAHOCHO KyIva ca
OpojeM ocam, CMECTU Ha cpequHy Tpoyria. HakoH Tora ce HacCyMH4yHo Oupa 10 jegHa Kyria
U3 Tpylle MYHUX U jeJHa U3 Ipyle MIApEHUX U HACyMUYHO CTaBJbajy Ha Kpajiby JEBY WU
Kpajiby JIeCHY UBHILY MOCIEHEr pesla TpoyIya, a ocTale KyIie ce HaCyMHuYHO pacnopelyjy
Ha MpeocTalie MO3ULHje.

Ha cnunu 4 je mpukasaH jefaH o] HAaYMHA pacrnopehuBama Ky Ha MIOYETKY UTpe.

Cauka 4. Pacriopes Kyriim Ha IOYETKY Urpe

5.2. llo3unnonupame 0esie KyrJie

[Mosumujy Oene kymie oxapehyje wWrpad NPWIMKOM TIOYETHOT yroapla, Kao W HAaKOH
HaIpaBJbEHOT TMPEKpIaja CBOT MPOTUBHHUKA, a Y CKJIQAy Ca MpaBWIMMa OWIHjapa JaTUM Yy
o71esbKy 3. YKOJIHMKO je Yy TOKYy MOYeTHH yrapan (IpBU yaapal y TOKy maptuje), Oema Kyria
MOKe OWTH CMeEITeHa OWIO Tle W3a OCHOBHE Oelie JIMHUjE, Yy CYNPOTHOM MOXKE OUTH
CMeIlTeHa Ha OMJI0O KOM MECTy Ha CTOJy Ha KOME ce€ HEe Haja3H Heka JIpyra Kyria. YKOJIHUKO
MIpPEeKpIliaj HUje HalpaBJbCH M HE HACTYIa MOYETHH yhapall, Oejla Kyrja oCTaje Ha MECTy Ha
KOM C€ TPEHYTHO HajasM.

[osunumja 6ene xyrie ce onpelyje y3 momoh muma. Kyria ce npemerira o croiy 3ajejHO ca
MOKa3MBauYeM MUIA. YKOIMKO KOPHCHHK MPHUTHCHE JICBH TaCTEp MUIIA, a MO3HIIMja Ha KOjOj
ce y TOM TPEHYTKY Haia3u Oella Kyrja je BajHHa, Ta MO3MIIKja Ce MOCTaBaBJba Kao MO3UIH]ja
Oene Kyrie, y cynpoTHOM he ce Kymia W Jajbe NpeMeTaTH 3ajeHO ca TOMEepameM
MOKa3MBaua MUIIIA JJOK C€ HE CMECTH Ha BaJUIHY TO3HIIH]Y.
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3a omoryhaBame MaHHUIyJIHCAamba TIO3MIKJOM KyIJle YHOTpeOoM MHuIla, MOTpeOHO je
nepunucatn QyHKUjy (y oBOM ciydajy je To QyHknuja passiveMouseFunc()) u y m®0j
neduHUCATH MOHAIIAKE TMporpaMa y ciiydajy nomepama muia. OBy GyHKIH]Y je TOTpeOHO
npocieautu ¢yHkuuju glutPassiveMotionFunc() y miaBHoj QyHKIuju mporpama. IIpumep
kofa pyHkuuje passiveMouseFunc() mpuka3zaH je Ha ciauiu S.

void passiveMouseFunc(int x, int y) {
float wPos = ((float)x) / ((fleat)(Windowlidth)});
float yPos = ((float)y) / ((fleoat)(WindowHeight));
¥Pos = WindowWidth * xPos;
yPos = WindowHeight * yPos;
yPos = WindowHeight - yPos;

if (gameSetup.whiteBallIsPlaced && gameSetup.gameOver == false) {
float whiteBallX = gameSetup.balls[@].getX() * Windowlidth / Xmax;
float whiteBallY = gameSetup.balls[e].getY() * WindowHeight / Ymax;
float opposite = yPos - whiteBally;
float adjacent = xPos - whiteBallX;
float rotation = atan2(opposite, adjacent);
rotation = (rotatien * 188) / PI - 9@;
stickRotationAngle = rotation;
gameSetup.stick->setRotationAngle(rotation);
}
else if(gameSetup.gameOver == false){
if (gameSetup.startOfGame) {
if (wPos * Xmax / Windowlidth <= 4.8f - gameSetup.balls[@].getR()) {
gamesetup.balls[@].setX(xPos * Xmax / Windowlidth);

h
else {
gameSetup.balls[@].setX(4.6T);

h

gamesetup.balls[@].set¥(yPos * ¥max / WindowHeight);
b
else {

gameSetup.balls[@].setX(xPos * Xmax / Windowlidth);

gameSetup.balls[@].set¥(yPos * ¥Ymax / WindowHeight);
h

}

glutPostRedisplay();
h

Cuamka S. [Ipumep koga GyHKIH]€ 32 MAHUITYJIUCAKE TIO3UITM]OM KYyTJIe YIOTPEOOM MHMIIIA

3a omoryhaBame MaHHUITYIHCAka MMO3UIMjOM KyTJIe YIOTpeOOM TacTepa Ha MUIIY, TIOTPeOHO
je nedunucatn ¢GyHKIHjy (y oBOoM ciydajy je To ¢ynkuuja mouseFunc()) m y mo0j
neuHECaTH TOHAIAKkE MporpamMa y Ciiydajy mpuUTHcKa TacTepa mumia. OBy (QyHKIHjy je
notpe6Ho npocnenuti pynkuuju glutMouseFunc() y rmaBHoj ¢ynkuuju nporpama. Ilpumep
kona ¢pyHKIMje mouseFunc() mpukasaH je Ha CauIy 6.

void mouseFunc(int button, int state, int %, int y) {
if (button == GLUT_LEFT_BUTTON 8% state == GLUT DOWN) {
if (gameSetup.whiteBallIsPlaced && gameSetup.gameQver == false) {
gamesetup.stick-ssetIsHitted(true);
gameSetup.player->setHittedBall(true);
glutPostRedisplay();

b
else {
gameSetup.whiteBallIsPlaced = true;
for (int i = 1; i « 16; i++) {
if (Ball::collision(gameSetup.balls[@], gameSetup.balls[i]))
{
gameSetup.whiteBallIsPlaced = false;
break;
}
}
¥
b
}
Cauka 6. [Ipumep kona GyHKIM]e 32 MAaHUTYIIMCAHE TTO3UITH]OM KyTIIe YIIOTpeOOM TacTepa

MHUIIIa
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5.3. [lonena Kyrim

JIoK je CTO OTBOpEH, y CBAaKOj PYHAM je MOTPeOHO MPaTUTH Ja JIM je HeKa Kyria yoadeHa y
pyny. YKOJIMKO jecTe, MOTPeOHO je 3HAaTH Koja je TO KyIVla, OJHOCHO KO0jOj IpyNH NIpumnanaa
ybadeHa kyria. Ha ocHOBy rpyme ybaueHe Kyrjie, HTpad KOjH je Ty KyIiny yoOarwo mo0uja
Ipyny KyDIM KOjoj Mpumaja ybadyeHa Kyrva, a MPOTUBHUK J00Wja ApYyry Irpymy Kyrid. 3a
npahene ybaueHnx Kyrmu ce kopuctu Hu3 inHolePerRound y koju ce kyrime cmemTajy 1o
pernocneny ynanamwa y pyny. 3a qoOujame IpBe yOaueHe KyIve MOTpeOHO je y3eTH NpBU
€JIEMEHT OBOT HU3A.

5.4. Ilpexpmajun

Jlo mpoMeHe urpaya Koju je Ha peay Jia urpa Jojia3u YKOJIMKO UTpad KOju je Ha MOTe3y HHje
y0aluo HUjeAHy Kyrlly WIM je HalpaBHO MPEKpIIaj. YKOJIHUKO Urpad HHUje yOauuo HHUjeaHy
Kyriy, cBu enemenTy Hu3a inHolePerRound nomenyror y onespky 5.3 he Outu jenHaku Hy/au.
VY oBoM cnyuajy mo3unyja Oene Kyriie ocTaje HepOMEHEHA. YKOJIMKO j€ Mrpad HarpaBHO
HEKU O] CTaHJapIHUX MpPEeKpllaja, Kao MITO je JOJUPUBAIE NMPBO LPHE Kyrie (IPUTOM Urpady
HHje yOaIro cBe KyIiie U3 CBOje IpyIe) WK KyIjie MIPOTUBHUKA, Ha PeJl 3a UTPY J10Ja3H1 HEroB
MPOTHBHHUK W OH MOXKE J1a TTO3UIMOHUpa Oeny Kyrimy Ouiio rae Ha ctoiy. 3a mpaheme mpBor
KOHTaKTa Oele Kymie ca HEKOM JIpyroM KyIJIOM C€ KOPUCTH IPOMEHJbUBA
firstBallWhiteBallCollidedWith y xojy ce cmemra Opoj Kymie ca kojoM je Oena Kymia IpBO
ocTBapuja KOHTakT y Tekyhoj pynau. Jla nu je Taj more3 BajauIaH WM HE, IpOBepaBa ce y
¢yukumnju wrongBallFirstCollision() npukaszanoj Ha ciuny 7.

bool wrongBallFirstCollision() {
bool allBallsIn = true;
if (player-»getBalls() == playerBalls::solidBall) {
for (int L =@; 1 < 7; i++) {
if (ballsInHole[i] == B) {
allBallsIn = false;
break;
h
¥
if (firstBallWhiteBallCollidedWith > 8) {
return true;
¥
if (firstBallWhiteBallCollidedWith == § && allBallsIn != trus) {
return true;
¥
}
else if (player-:getBalls() == pla
for (int i = 7; 1 < 14; i++) {
if (ballsInHole[i] == @) {
allBallsIn = false;
break;

yerBalls::stripedBall}) {

}

if (firstBallWhiteBallCollidedWith < 8 &8 firstBallWhiteBallCollidedwith > @) {
return truej
¥
if (firstBallwhiteBallCollidedWith == & &% allBallsIn != true) {
return true;
H
h
if (player-»getBalls()} == playerBalls::null) {
if (firstBallWhiteBallCollidedWith == 8) {
return true;j
¥
b

return false;

}
Cimka 7. dyHkHja 3a IpoBEpaBambe BAIMAHOCTH NIPBOT cyaapa Oerne Kyrie
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VYKonmuKo urpad y TOKy MoTe3a ybanu Kyny Koja HUje U3 HhEroBe Ipyle, Urpad je HarpaBuo
NPEeKpINaj U Ha peJl 32 UTPY J0JIa31 HEroB MPOTUBHUK KOjH MOXKE J]a TIOCTAaBU Oey KyIily Ha
6uo xoje Mecto Ha crony. DyHKIMja Koja MpoBepaBa Ja JiM je urpad HampaBUO OBY BPCTY
npekpiaja je pynkmmja wrongBalllnHole() npuka3zana Ha ciumm 8.

bool wrongBallInHole() {
if (player-»getBalls() == playerBalls::solidBall} {
for (int 1 = @; 1 ¢ 15; i++) {
if (inHolePerRound[i] > 8) {
return true;
¥
b
¥
else if (player-»getBalls() == playerBalls::stripedBall} {
for (int 1 = @; 1 ¢ 15; i++) {
if (inHolePerRound[i] « 8 &% inHolePerRound[i] > @) {
return true;
¥
h
¥

return whiteBallInHole;

Canka 8. OyHKIIM]ja 32 IPOBEpaBamke yoarMBama MPOTUBHUKOBE KYTJIe

VYkonmuko urpad yoanu mpHy Kyriy, IOTPEOHO je IPOBEPUTH i JIK j€ Mpe Tora yOaImo CBe
KyIJIe U3 CBOje rpyrne. AKO Cy CBe KyIJle U3 UrpadeBe Tpyne yoaueHe, 0Baj oTe3 ce He cMarpa
npekpiiajem, Beh moBonu urpada mo modene YKOJIMKO y TOKY MOTe3a HE HalpaBu HEKY APYTY
BpPCTy Hpekpiuaja (Ha mpumMep ydauu u Oeny Kyriy). Y CYOPOTHOM, MIpad je HarpaBHO
npekpiiaj u ryou maptujy. OyHKIHMja Koja IpOBEpaBa /1a JI je€ Urpad HampaBUO OBY BPCTY
npekpiuaja je pynkmuja blackBalllnHoleValidMove() npuka3ana Ha ciumm 9.

bool blackBallInHoleValidMove() {
bool walidTurn = true;

if (player-»getBalls() == playerBalls::stripedBall) {
for (int i =@; 1 < 7; i++) {
if (ballsInHole[i] != 1) {
validTurn = false;
¥
}
¥
else if (player-»getBalls() == playerBalls::solidBall) {
for (int i = 7; 1 <« 14; i++) {
if (ballsInHole[i] != 1) {
validTurn = false;
¥
¥
¥

if (whiteBallInHole == true) {
validTurn = false;

h

return validTurn;

Canka 9. OyHKIIMja 32 TPOBEPABAKHE BAIMIHOCTH yOalMBama I[PHE KyTJie
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5.5. Ocrana npasuja

VKonmuko urpad He yOanu HuUjeqHy KyIly y TOKY I0T€3a, Ha pel 3a Urpy I0Ja3H HEeros
NPOTUBHHUK, alli Oejla Kyrla OCTaje Ha MECTy Ha KOME Ce TPEHYTHO Haias3d (YKOJIUKO HUrpad
HHje HAlpaBHO HEKW APYTH MPEKpIIaj KOjH 3aXTeBa MoMepame Oene Kyrie). YKonmko Oena
KyIJla He JOJMpHE HHUjeAHY KyIIy Y TOKY IOTe3a, UTpad je HalpaBUO INPEKpPINaj U Ha pex 3a
UTPY J0JIa3H HETOB NMPOTHBHHUK KOjU MOXKE Oely Kyriy Jia MOCTaBH Ha OWMJIO KOje MECTy Ha
CTOJIy Ha KOME€ C€ He HaJla3u Heka Jpyra Kyria. OnucaHu ciy4yajeBH ce IpoBepaBajy Hocie
CBaKor more3a urpada y Gyakmuju newRound() y okBupy Koje ce 03HBajy U N3HAJ HaBEICHE
(yHKIHje 32 NCTIUTHBAKE BAIMHOCTH TIOTE3a UTpada.
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6. Onuc kopucHMIKOr nHTEpdejca

Kopucuuuku uHTepdejc amimkaimje cacToju ce Of jeJHOTr Mpo3opa Ha KOME je MpHKa3aH
OMIMjapcKu CTO HAa KOME Ce€ Hajas3e KyIlie, TP IITara M IMpervie] cTaTyca Wrpe, OJIHOCHO
craryca yOaueHux Kymid. Takole je ymoTpeOoM ciMka urpada Koju je Ha MOTe3y, OAHOCHO
urpada Koju 4eka Ja JPYrH Urpad OAWrpa CBOj More3, oMoryheH yBUZ y TO KOjH UTpad je
TPEHYTHO Ha mote3y (ciuka 10).

Camka 10. KopucHnuku naTepdejc armkanmje

6.1. bunujapcku cro

bunujapcku cTo je mpeAcTaB/beH Kao 4YeTBOpPOyrao ca obiauM uBHIlama paszmepa 2:1. O6muk
CTOJIA je HAI[PTaH Ha HAYHMH MMPUKa3aH Ha ciuiy 11.

Cuamnka 11. lprame monurona ca 06JIuM UBHIIAMA

[IpBo je morTpebHO HalpTaTH JBa MPABOYraoHMWKA uyvja he mIMpUHA, OJHOCHO Jy>KHMHA OUTH
Mamba O]] JKeJbeHE IIMPHUHE, OJHOCHO JIy)KHMHE CTONa 3a AYKUHY Jena Koju Tpeba na Oyme
KpyxHor obnuka k, a xoju he melyyco6Ho O6utu y ogHOoCcy kao Ha ciauuu. Hakon uprama 1Ba
[PaBOYraoOHMKA, HA CBAKOI' TAYKU HUXOBOT Ipeceka MOTPeOHO je HalpTaTH IO jelaH Kpyr
HOJyTpeyHuKa K.
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3a peanuzaijy OBaKBOI HauWHa I[pTama MOJUTOHA YHNOTpPeOJheH je ONIOK Hapendu Koju
3amounte Hapenoom glBegin(GL QUADS) u 3aBpmiaBa ce Hapenbom glEnd(). Usmehy Ta
JIBa TpaHWUYHUKA 3a/laTe Cy 10 YETHPU TavyKe KOje TMPENICTaBJbajy WBHIIC YETBOPOYIJIOBA.
IMpumuruea GL_ QUADS wucuprasa jenan 4eTBOpoyrao kKoju je oapeleH 3a1aTuM TauKama.

Hauwun pana npumutuse GL_QUADS mnpukasan je Ha ciuim 12.

glBegin({GL_QUADS);
glVertex2f(Ax, Ay); D
glvertex2f(Bx, By); C
glvertex2f({Cx, Cy);
glVertex2f(Dx, Dy); B
glend();

Cauka 12. IIpukas paga npumutuse GL. QUADS

3a ucupraBame 00JIMX MBHIIA KPEUPAH j€ M0 jeAaH KPYyT Ha CBE YETHPH UBHIIE Ca LIECHTPOM y
TAuK{ TpEeceKa J[Ba YETBOPOYIIIa HALPTaHA Ha TPETXOAHO ONMHCAaH HA4YWH. 32 CIOJbHY UBUILY
CTOJa, OMHOCHO 32 I[pTame HAaBEJACHUX elleMeHarTa, kopuirheHa je OpaoH 60ja.

OdynkiyMja koja je kopuinheHa 3a noctaBbame 00je je ¢ynkuuja glColor3f(float red, float
green, float blue) koja xao aprymenTte mpuma Tpu peanna Opoja m3mehy 0.0 u 1.0. OBu
apryMeHTH J1ajy LPBEHY, 3€JIeHy W IUIaBy KOMIIOHEHTY 0oju. | moapazymeBa MakCHMAailHO
npuCcTyCTBO 00je, a 0 moxpa3zymena ofcycTBo Te 60je. OMmoryhena je omnyja Melama CBe TPH
0oje pamu noOujama KOMIUIETHOT oricera 0Ooja. Ha mpumep, ymcro 1mpBeHa 0oja je
npencraBibeHa kao (1, 0, 0), a gucro wiasa xao (0, 0, 1). bena 6oja je komMOuMHAIMja CBUX
00ja, ma ce oHa mpeacTasyba kao (1, 1, 1), Mok je mpHa - 0ICyCcTBO CBHUX 00ja, MpeACTaB/beHA
kao (0, 0, 0). XKyra 6oja je koMOMHaIM]ja IPBEHE ¥ 3e€JICHE W IpenacraBiba ce kao (1, 1, 0).
Hapanyacra je )xyTa ca Mame 3eJeHe, Ia ce npeacrassba kao (1, 0.5, 0). Ha uctu HaumH ce
MoXe jobutn Omio koja 6oja. Ilpumep koma 3a omabup 0oje MPUMHUTHBE TPUKA3aH j¢ Ha
cmunu 13 [12].

glColor3f(red, green, blue)

glColor3f(f.0, 0.8, ©.0); UpHa
glColor3f(l1.8, 0.8, ©.0); LupEeHa
glColor3f(0.0, 1.8, ©.8); 3eneHa
glColor3f(1.08, 1.8, ©.8);

glColor3f(f.0, @.08, 1.8); nnaea
glColor3f(1.08, @.8, 1.8); mybuHacTa
glColor3f(@.08, 1.8, 1.8);

glColor3f(1.08, 1.8, 1.8); 6ena
glColor3f(0.5, 0.8, ©.8); TaMHO LpBeHa
glColor3f(@.08, @.5, ©.0); TamMHO 3efeHa
glColor3f(0.0, 0.8, 0.5); TaMHO nnaea

Cauxa 13. Ilpumep kona 3a omabup 60je
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HcupraBame YHYTpalIlOCTH CTOJIA W MapTHHENA Takohe je peanr30BaHO YHOTpeOoM
GL_QUADS npumuTHuBe 1 KopHihemeM 3ereHe 0oje.

Ha ctomy ce Hanmasu u mect pyrma koje Cy KpeupaHe [pTambeM Kpyrosa 1pHe 0oje.

3a peanuzanujy mnprama Kpyra ynorpeOsbeH je OOk Hapendu KOju 3alouuibe HapenooM
glBegin(GL TRIANGLE FAN) wu 3aBpmaBa ce HapenboMm glEnd(). Ilpumwurusa
GL TRIANGLE FAN ox mpBe Tpu yHeTe€ KOOpAWMHAaTE IpPaBH TPOYrao, a 3aTUM 3a CBaKy
cieaehy KOOpJAMHATY 710/1aj€ HOBU TPOYTao, ajld y OBOM CIIy4ajy HOBU TPOYTao je HalpaBJbeH
NIOBE3MBAEM HOBE KOOpAMHATE Ca TMPETXOIHOM KOOPJMHATOM W Ca IPBOM YHETOM
KOOpIUHATOM (KoopauHara ,,A* Ha cnuiu 14).

F

A

& D

Cauka 14. [Tpuka3 paga npumutuse GL TRIANGLE FAN

Ucnymwennu kpyr ce ynorpedbom npumutrBe G TRIANGLE FAN moxke HarpTaTé Ha HaYUH
IpHUKa3aH Ha cauny 15.
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= 2*PI/t

3 D

A = (r*cos(i*n), (r*sin{i*n)), i=0

Z = (r*cos(i*n), (r*sin(i*n)), i=t

Cuimka 15. Maremarnka norpedHa 3a nprame Kpyra y3 momMoh Tpoyriosa

3a nprame kpyra y3 nomoh mpumutBe GL TRIANGLE FAN mnorpebHo je Hampraru
J0BOJbAaH Opoj TpOyIvIOBa Kako Ou Kpyr Omo mro mpaBuiHujer obmuka. IIpBu kopak jecrte
onpehuBame KOOpAMHATE IIEHTPa, Y OBOM CIy4yajy je IEHTap MOCTaB/bEH HAa KOOPAWHATHH
noyetak (0, 0). Koopnunare temena Tpoymiosa ce ozapelyjy mo ¢hopMyian Hpuka3aHoj Ha
ciuiy 15.
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3a mprame MpasHor MONyKpyra ymnoTpeOsbeH je ONOoK HapeAdu KOju 3alourmbe HapernooM
glBegin(GL_POINTS) wu 3aBpmaBa ce Hapendom glEnd(). IlpumutuBa GL POINTS
UCIpTaBa Tayke Ha ekpaHy. CBaka KOOpJMHATa MpPEICTaBJba jeqHy Tauyky. HaumH pana
npumutrBe GL POINTS npukasan je Ha ciumu 16.

glBegin{GL_POINTS);
glVertex2f(Ax, Ay); B
glVertex2f(Bx, By); C
glvertex2f(Cx, Cy); A
glEnd();

Cauka 16. ITpukas paga npumutuse GL POINTS
Koz 3a uprame nomykpyra xkopuuthemeM oBe MPUMUTHUBE j€ AaT Ha cuiu 17.

glTranslatef({4.8f, 4.5f, 8.8f);

glBegin(GL_POINTS);

for (int 1 = 280@; 1 < &0@; i++) {
float angle = 3 * PI / 2 * 1 / 6BO;
glvertex2f(1.5f * cos(angle), 1.5f * sin(angle));

}
glend();

Cauxka 17. Ilpumep uprama nonykpyra kopumhewsem npumutuse GL POINTS
bena nuHMja HA CTONY, OMHOCHO OCHOBHA JIMHUja, HAI[PTaHA je YImoTpeOoM Oyoka Hapenou
koju 3anountbe HapenOom glBegin(GL LINES) u 3aBpmaBa ce Hapenbom glEnd().
[MpumutuBa GL_LINES wmcupraBa nuHmuje Ha ekpaHy. CBake JBe y3aCTONHE KOOpAMHATE
YHYTap OBOT OJI0Ka Hapea0u NpeCcTaBibajy jeHy JIHHH]Y.

Hauun pana npumutuse GL  LINES npukasan je Ha crumm 18.

glBegin(GL_LINES); A
glvertex2f(Ax, Ay); —6B

glVertex2f(Bx, By); C
glvertex2f(Cx, Cy);
glVertex2f(Dx, Dy); \\[j
glEnd();

Cauxa 18. Ilpuka3 paga npumutse GL LINES

Je6puny uctprane nguHUje Moryhe je mpoMeHutu ynotpedom dynkiuje gllineWidth(float
width) kojoj ce kao aprymeHT mnpocinehyje sxejbeHa AeOJbMHAa JUHHjE. YKOJIHMKO Ce
eKCIUTUITUTHO HE YHECE BPEIHOCT OBe (yHKIIH]€, FhbeHa BPEAHOCT je MOCTaB/beHa Ha 1.

Kao u 3a cBe ocrane npumutuse, u 3a npumutuBy GL  LINES je moryhe omabparu 6ojy
kojoM he nuHuja OutH Hcuprana no3usamweM ¢ynkuuje glColor3f(gloat red, float green, float
blue) u mpocnehuBameM KeJbeHUX TapaMeTapa. Y OBOM Ciyyajy JIMHHja je Oene 0oje, ma je
notpebHo npocnenut mapametpe (1, 1, 1).
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[Ipuka3 6unujapckor croja arjiuKaiyje aaT je Ha ciunu 19.

Cauxka 19. [Ipuka3 Ounmjapckor CTona KpeupaHe aruThKaIwje

6.2. bunujapcke Kyrie
bunujapckux kyrmm ykynHo uMa 16 u cBaka ocuM Oene je o3HaueHa OpojeM. Kyrie mory
OWTH TyHE WU IIapeHe, ITO 3Ha4M Ja Cy O0OjeHe Ielie WU Ja Cy Oejle ca Mpyrom y

onpehenoj 6oju. bpojeBu u 60je Kyriu y Ounujapy cy natu y tabenu 1.

Ta6ena 1. [Ipernen 60ja u 6pojeBa OMITHjapCKUX KYTITH

boja kyrie bpoj kyrie

bena /
Kyra 1
[TnaBa 2
IlpBena 3
JbyOnyacra 4
Hapannacra 5
3enena 6
Bbpaon 7
IpHa 8
JKyTto-Oena 9
[TnaBo-6ena 10
LlpBeno-0Oena 11
JbyOuuacro-6ena 12
Hapanuacto-6emna 13
3eneHo-0ena 14
Bpaon-6ena 15
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Kyrne o3nauene 6pojeBuma o 1 10 7 cy myHe Kyrie, a Kyrjie o3HaueHe opojeBuma og 9 ao 15
cy mapeHe. bpojem 8 je o3HadeHa IpHA Kyria Koja ce yballyje TeK HaKOH IITO Wrpad yoanu
CBe KyTlle U3 cBoje rpymne. TexxuHa oBux Kyriu je oko 170 rpama, a mpeyHuk je oko 57,15 mm
[13].

UctpraBame Kyru y aridkandju je peanu3zoBaHo ymotpedbom gluSphere() dyHkmmje koja
ucipraBa chepy 3amaTor MOJIYNPEYHHKA. 3a TOJACNIaBamke HM3IIeAa KyIlid KopuinheHo je
npuapyxXuBame TekcTypa chepu. [la 6u xopumheme TekcTypa Omino omoryheHo, Hajmpe je
noTpeOHO JTO3BOJIUTH ynorpeoy 2]1 TEeKCTypa MTO3UBOM byHK1Mje
glEnable(GL TEXTURE 2D). Hakon omoryhaBama kopuimihema TeKcTypa TOTpPeOHO je
kpeupatu o6jexat tuna QLUquadric u npocnenutu ra pynkuuju gluQuadricDrawStyle kao
NpPBU apryMeHT, a Kao Apyrd aprymeHT oBe (yHkmmje Tpeda mpocneautd GLU FILL kao
KEeJbeHH CTUJ IpTama. HakoH Tora je moTpe6HO omabparu 2J] TekcTypy koja he Outu
npuKazaHa Ha HanpraHoM o0jexty mo3mBoMm ¢yHkimje glBindTexture(GL TEXTURE 2D,
TtekcTypa). Crnenehu kxopak jecte mpocnehuBame ob6jexta tuma QLUquadric dynkumjama
gluQuadricTexture() u gluQuadricNormals() xao mnpBu apryment. Cama je moTpeOHO
nepuHucaTH caMmy cdepy, Kao U HeH noiynpedHuk. OBaj Kopak MojpasyMeBa IMO3MBAHE
¢yukamje gluSphere() kojoj ce kao mpBu apryment mnpocielyje objexar Tuna QLUquadric,
Kao JPYrH apryMeHT MONyNpedHHK chepe, a kao Tpehu u 4eTBpTH aprymeHt ce mpociehyje
0poj moTmonesraka oko u aAyx z oce. Koxn 3a xpeupame chepe u NMpuapyKHUBAKE TEKCType
cdepu je nat Ha ciunu 20.

glEnable(GL_TEXTURE_2D);

glColor3f(1l, 1, 1);

GLUgquadric *sphere = gluNewQuadric();

gluQuadricDrawstyle(sphere, GLU_FILL);
glBindTexture({GL_TEXTURE_2D, texture);
gluQuadricTexture(sphere, GL_TRUE};
gluQuadricNormals (sphere, GLU_SMOOTH);
glusphere(sphere, ball.r, 32, 18);

Camka 20. Kop 3a kpeupame chepe u npuapyKuBame TEKCTYpe

TekcType Koje Ccy KopuliheHe y aliiKaluju Cy cliike ekcTeHsuje .bmp. OHe ce yuuTaBajy y
HU3 HAaKOH TOKpeTama mporpama u mpocielyjy ce Kao apryMeHTH (QyHKIHMjama 3a
ucupraBame chepa [14].

Poramuja xyrmu je ummuieMentupana ymnorpedbom Qynkmuje glRotatef(float angle, float x,
float y, float z). Kao aprymenTu oBoj pyHkimju ce npocinelyjy yrao porauuje (y cTeeHuMa),
Kao U X, y ¥ Z KoopauHare BekTopa. OBa (yHKIIMja omoryhaBa poTaiijy o0jexTa 3a onpehenn
yrao OKO X, Y HJIM Z BEKTOpa. Y 3aBUCHOCTH O] KpeTama KyIJle, pauyHa ce yrao poTaluje Koju
ce mpociiel)yje 0Boj GyHKIIMjH MPUITUKOM UCLIPTaBamka KyIyie 3ajeTHO 3a BEKTOPOM POTallHje.

6.3. buimMjapcku mwran

Bunmjapcku mran ce KOpucTH 3a yaapame Oene kyrie. [loctoju MHOTO pasnuuuTix 00ja U
QU3ajHa IITana, JOK Y KOHKPETHO] aIUIMKallMju TOCTOjU TPHU IITama HMCTOT AW3ajHa, ajiu
pasnmuuntux 60ja (6enu, 3eneHu u upBeHn). OBH IITAOBU CE€ Pa3INKYjy TpeMa jaduHU KOjOM

yaapajy Oemy Kyriy.
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[Tpema npaBuirMa OuiHjapa Urpady je J03BOJHEHO J1a MEHa LITAloBe TOKOM Meva. Y CKIIaay
ca THM TpaBWIOM, Ca JECHE CTpaHE eKpaHa alulMKalfje Cy NMpPUKa3aHW IITAllOBH KoOje je
moryhe omabpatu y Toky urpe. Ha ciunu 21 je nat usmien mramnoBa Koju Cy Ha pacroiaramy
Urpayrma y TOKy Urpe.

el |
el | 1
e |

Cauka 21. [Ipuka3 mranoBa JOCTYIIHUX y UTPU

3a peanm3aiyjy MCUpTaBama ITana KopuirheH je OJIoK HapeaOu KOjU 3almovHkbe Hapenoom
glBegin(GL QUADS) u 3aBpmaBa ce Hapen6bom glEnd(). Haunmn ynorpeGe mpumuTHBe
GL QUADS xoja je ynorpebspeHa 3a UCIPTaBamkE MITANOBA JIETAJHHO j€ OMMCAaH Y ONEJbKY
6.1.

3a mojemaBame HW3MIENA IITAOBa KOPUIINEHO j€ TPUIPYKHUBAKE TEKCTypa HAIPTaHUM
mranoBuma. Jla 6u xkopumtheme TekcTypa Ouno omoryheHo, Hajupe je moTpeOHO J03BOIUTH
ynotpeby 2/ Ttekcrypa moszuBoM ¢ynakiuje glEnable(GL TEXTURE 2D). Hakon
omoryhaBama kopumnihema TeKCcTypa HoTpeOHO je omadparm 2J] TekcTypy koja he Outn
npuKazaHa Ha HaipraHoM oOjexty nos3uBoMm Qyskiuje glBindTexture(GL TEXTURE 2D,
Tekctypa). Crnenehu kopak jecte Mmo3wBame OJIOKa HapeAOW 3a MIPTaBamEe INTara KOju je
NPETXOAHO omMcaH. Pasinka y OHOCY Ha CTaHAapIHO UCIPTAaBaE NMPABOYTaOHUKA jECTe /1a
ce mmehy Hapenbu glBegin(GL QUADS) u glEnd() y3 mnpocnehuBame KoopauHaTa
NpaBOyraoHuka mpociel)yjy ©  KoopauHare  TEKCType  To3uBamkeM  (yHKmmje
glTexCoord2f(float s, float t), rae cy s u t KoOOpAMHATE TEKCTYpE Yy MPOCTOPY 00jeKTa 3a Kora
ce TeKkcTypa Besyje. bpoj 2 y Ha3uBy oBe (pyHKIMje 03Ha4aBa qa ce paau o 2J1 rexctypu. Kon
3a Kpenpame MPaBOyraoHNKa U MPHUIPYKUBAE TEKCTYpE UCTOM je JaT Ha CIUIm 22.

static void draw_stick left(Stick &stick, GlLuint &texture, float x, float y) {
glMatrixMode{GL_MODELVIEW);
glPushMatrix(};
glLoadIdentity();
glTranslatef(x, vy, @);
glColor3f(1, 1, 1);

glEnable(GL TEXTURE_2D);
glBindTexture(GL_TEXTURE_2D, texture);

glBegin(GL_QUADS);

glTexCoord2f(@.0, 1.8); glVertex3f(stick.xd4, stick.y4, 8.8);
glTexCoord2f (1.0, 1.8); glVertex3f(stick.x3, stick.y3, ©.8);
glTexCoord2f(1.0, ©.8); glVertex3f(stick.x2, stick.y2, ©.8);
glTexCoord2f({8.8, @.8); glVertex3f(stick.x1, stick.yl, 8.8};
glend();

glDisable(GL_TEXTURE_2ZD);

Cuamka 22. Ko 3a nprame mramna u npuapyKUuBambe TEKCTYpe

TekcType Koje cy KopuliheHe y aliiKaluju Cy cluke ekcteHsuje .bmp. OHe ce yuuTaBajy y
HHU3 HAKOH MOKpeTama mporpama u npocielyjy ce pyHkmnujama 3a ucipraBame IITaroBa.
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Ha nouetky urpe, urpauy je no7esbeH Oenu mrar, Koju Hajcinaduje ynapa kyrny. [Topen Genor
HITana MocToje W 3eJIeHH U I[PBEHH mTarnoBu. M300p mTama kojuM he ymapuTu Kyrioy urpad
u3BpiIaBa Ha Tactepe 1, 2 u 3. bpoj 1 monespyje urpauy 6enu mram, 6poj 2 3eleHu mTam, a
Opoj 3 1pBeHM IITArl.

Jla Ou ce omoryhmino MaHUNyIHCamke MITAIOBAUMA YIOTPpEOOM TacTepa, MOTPEOHO je
nedunucatn ¢GyHknujy (y oBoM ciydajy je To ¢yHkiuja keyboardFunc()) u y m0j
neUHUCATH TTOHAIIAKE TIporpaMa y 3aBUCHOCTH O] TIPUTUCHYTOT TacTepa. Kajga KOpHCHUK
MPUTHCHE TacTep, cBaku TacTep ce npeoau y ASCII kapaktep u mo3uBa ce keyboardFunc()
¢dysaknuja. OBy dyHKIH]jY je morpedHo npocnenutn pynkmuju glutKeyboardFunc() y rasHoj
¢byuxnuju nporpama. Kop 3a keyboardFunc() pynkiujy je nar na cnuum 23.

vold keyboardFunc(unsigned char key, int x, int y)
{
switch (key) {
case ' ':
if (gameSetup.whiteBallIsPlaced && gameSetup.gameOver == false) {
gameSetup.stick-rsetIsHitted(true);
gameSetup.player->setHittedBall(true);
glutPostRedisplay();
h
break;
case 49: //number 1
gameSetup.stick = &gameSetup.stick first;
gameSetup.stick-rsetRotationAngle(stickRotationAngle);
glutPostRedisplay();
break;
case 5@: //number 2
gameSetup.stick = &gameSetup.stick second;
gameSetup.stick-rsetRotationAngle(stickRotationAngle);
glutPostRedisplay();
break;
case 51: //number 3
gameSetup.stick = &gameSetup.stick third;
gameSetup.stick-»setRotationAngle(stickRotationdngle);
glutPostRedisplay();
break;
case 27:
exit(1);

Cauxa 23. [Ipumep koga ¢yHKIHje 32 MAaHUITYJIUCAKHE LITAIOBUMA YIIOTpeOOM TacTepa

ASCII kapakrep 49 o3HauaBa O6poj 1 Ha Tactarypu, kapakrep 50 6poj 2, a kapakrep 51 6poj
3. ASCII kapakrep 27 o3HauaBaBa TacTep €sc (€HIV. escape) Ha TacTaTypu. 3a TacTep 3a
pa3mak (eHn. space) ymecto ASCII kapakrepa uckopuniheH je 3HaK Mpa3HOT MeCTa yHyTap
anoctpoda.

Ha mputncak Tactepa 3a pa3mMak omoryheHo je ymapame Oene Kyrie mranoM. J[pyru HaunH
3a ynapame Oene KyIje jecTe MPUTUCKOM JieBor Tactepa muma. Kox 3a ynapame Kyrie

IITarioM Ha MPUTHUCAK JIEBOT TacTepa MUIIIA IPUKA3aH j€ Ha CIUIMU 6 Y ofleJbKy 5.2.

Ha nputncak Tacrepa 1, 2 wim 3 Bpmm ce MpoMeHa MOKa3uBava stick y 3aBUCHOCTH 0O
HOPUTUCHYTOT TacTepa.
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Poramuja mrana je omoryheHa mpeko CTpenuiia 3a JIeBO M JIGCHO HAa TacTarypu, aid U
ynorpedom muma. [IpBu neo koma ca ciuke 5 (oaespak 5.2) ce OHOCH Ha POTaIUjy ITamna y
OJTHOCY Ha TIOJIOKaj TIOKa3MBaua MHIIA. Y CKJIaay ca MOMEpameM IMOKa3uBaya MHIIA, [Tl Ce
poTupa oko Oene Kyrie.

3a omoryhaBame MaHMITyJIHCaka CTpENUIiamMa, IOTpeOHo je nedunucatn GyHKIujy (y OBOM
ciydajy je To ¢ynkuuja specialKeyFunc()) u y w0j gepuHucaru noHamame mporpama y
3aBHCHOCTU OJI MPUTHUCHYTOT Tactepa. OBy (QyHKIH]Yy je mOTpeOHO mpocienuTd (QyHKIHju
glutSpecialFunc() y maBnoj dynkiuju nporpama. [Ipumep kona dynkmuje glutSpecialFunc()
NpYKa3aH je Ha ciuiy 24.

static void specialKeyFunc(int Key, int x, int y)
1
switch (Key) {
case GLUT_KEY_ RIGHT:
if (stickRotaticnAngle - stickStep » @) {
stickRotationAngle -= stickStep;

h
else {
stickRotationAngle = 368 - (stickRotationAngle - stickStep);

h

gameSetup.stick-ssetRotationAngle(stickRotationAngle);
break;
case GLUT_KEY LEFT:
if (stickRotationAngle + stickStep < 3608) {
stickRotationAngle += stickStep;

h
else {
stickRotationAngle = stickRotationfngle + stickStep - 360;

h

gameSetup.stick->setRotationAngle(stickRotationAngle);

Cauxa 24. Ilpumep xona ¢yHKIIHje 32 MAHUITYJUCAE IITAllOM YIIOTPeOOM cTpenniaMma

6.4. Ilperniex craryca urpe

Kako y Owmnmjapy He mocToju OomoBame TOTe3a, Y TOKYy WIpe je moTpeOHO omoryhurtu
urpaunMa yBua y Opoj KyIlid W3 BHHXOBE Ipylne kKoje je moTpedHo na yoOame. Ilperien
npeocTaanx KyIiu 3a yoOaruBame 00e30eheH je y cBakoM TpEHYTKY WIpe MOoperd CIIMKa
Urpada, HaKOH IITO C€ W3BPIIY IMOfea KyTJIH.

VYBUI y TO KOjH UTpad je Ha moTe3y obe30eleH je MHTYMTUBHUM ClIMKama urpada Owidjapa
W3HAJ CTOJNA ca JIeBe W JECHE CTpaHe IMOpe] KOjUX C€ Hala3e M Kyrlie HAaKOH pacrojelie
n3melhy urpaua (cnmka 25).

Cuamnka 285. [perien yoaueHUX KyIJIU U peaoCieia UTpamba
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6.5. UmmuieMeHTAlMja MEXaHUKeE Y allJINKALMjU

3a WMIUIEMEHTAIM]y MEXaHWKe Ccylapa y aluTdKalHjH, I0CJIe CBAaKOT ToMepaja Kyriie
noTpeOHO je UCIIUTATH J1a JIU je JOIUIO J0 CyAapa ca HEeKOM JIpYroMm Kyriiom. McnutuBame ce
BpIIIM TIPOBEPOM pacTojama u3Melhy meHTapa Kyriu. YKOJIHMKO je pacTojame u3Mely 1eHrtapa
JIBE KyTJIe Mamke WIH jeJHAKO 30Upy MONyMpeYHUKa KYTJIH, ONUIOo je M0 cydapa. PyHKimja
KOja UCIIUTYj€ J1a JIU je IOUIo A0 cyaapa je pynkmuja collision() (cnmka 26).

static bool collision(Ball &balll, Ball &ball2) {
float distance = sqrt(pow(balll.xNew - ball2.xNew, 2) + pow(balll.yNew - ball2.yMNew, 2)});

if (distance <= balll.r + ball2.r)
{

return true;

¥

return false;
Canka 26. dynkiuja 3a npoBepaBame cynapa JBe Kyrie

Kako je cymap Omimjapckux Kyriiv eJacTH4aH, 3a padyHamhe HOBUX Op3WHA Ky CE KOPUCTE
dbopmyne 3a pemaBame enacTuyHor cynapa. dyHimja 3a pemaBame cymaapa je (yHmja
resolveCollision() (ciuka 27).

static void resolveCollision(Ball &bslll, Bsll &ball2) {
Tloat dx = balll.xNew - ballZ.xNew;
float dy = balll.yNew - ball2.yNew;
float nlenght = sqri(dx * dx + dy * dy);
float mtdx = dx * ({2 * balll.r - nlenght) / nLenght);
float mtdy = dy * ((2 * balll.r - nlLenght) / nLenght);
balll.xMNew balll.xNew + mtdx * 8.5;
balll.yNew = balll.yNew + mtdy * ©.5;
ball2.xNew ball2.xMNew - mtdx * ©.5;
ball2.yNew = ball2.yNew - mtdy * ©.5;

dx = balll.xNew - ball2.xNew;
dy = balll.yNew - ball2.yNew;

float collisionAngle = atan2(dy, dx);
float speedl = sqrt({balll.velocity x * balll.velocity x + balll.velocity y * balll.velocity_y);
float speed2 = sqrt(ball2.velocity x * ball2.velocity_x + ball2.velocity_y * balll.velocity_y)};

float directionl = atan2(balll.velocity vy, balll.velocity x};

float direction2 = atan2(ball2.velocity y, balll.velocity x};

float wvelocityx 1 = speedl * cos(directionl - collisionAngle);

float velocityy 1 = speedl * sin(directionl - collisionAngle);

float velocityx 2 = speed2 * cos(direction2 - collisionAngle);

float wvelocityy 2 = speed2 * sin(direction2 - collisionAngle);

float final velocityx 1 = ((balll.mass - ball2.mass) * velocityx_1 +
(ball2.mass + ball2.mass) * velocityx 2) / (balll.mass + ball2.mass);

float final velocityx 2 = ((balll.mass + balll.mass) * velocityx_1 +
(ball2.mass - balll.mass) * velocityx_2) / (balll.mass + ball2.mass);

float final velocityy 1 = wvelocityy 1;

float final velocityy 2 = welocityy 2;

balll.velocity x = (cos(collisionAngle}) * final_ velocityx 1 + cos(collisionAngle + PI / 2} * final_welocityy 1);
balll.velocity y = (sin{collisionfngle} * final_velocityx_1 + sin(collisionfAngle + PI / 2} * final_welocityy_1);
ball2.velocity x = (cos(collisionAngle) * final_wvelocityx_ 2 + cos(collisionAngle + PI / 2) * final_welocityy_2);
ball2.velocity y = (sin(collisionAngle} * final_ velocityx 2 + sin(collisionAngle + PI / 2} * final_welocityy 2);

balll.wvelocity x *= (1 - balll.cof ball ball};
balll.velocity vy *= (1 - balll.cof ball ball);
ball2.velocity_x *= (1 - ball2.cof _ball_ball);

ball2.wvelocity v *= (1 - ball2.cof _ball ball};

balll.xNew += balll.velocity x;
ball2.yNew += balll.velocity vy;
ball2.xNew += ball2.velocity x;
ball2.yNew += ball2.velocity y;

Cauka 27. ®yHKIHMja 32 penaBame cynapa usMmelhy nse kyrie
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Koedunujent pectutyuuje cynapa ase jonte uznocu 0.06, koeduujeHT pecTUTYIH]jE JIONTEe
u mrana je 0.7, a koedunujeHT pecturynuje jgonre u crona je 0.5 [15].

[Mpwmkom pemaBama cyaapa IBe Kyrje, IpBO je TOTPpeOHO u3padyHaTu yrao cymapa. Hakon
Tora Tpeda OPEIUTH MpaBall U CMep KpeTama KyIlii Ipe cynapa. 3aKOHH KOjU ce KOPUCTE 3a
onpehuBame HOBHX Op3WHA jecy 3akOH OJp)Kamka HMITyJICa M 3aKOH OJpKama €Hepruje.
bp3uHe je TmMOTpeOHO pa3OKUTH HA TaHTEHIMjaJHYy H HOPMAajHY KOMIIOHCHTY.
TaHreHmnujaiHa KOMIIOHEHTa OCTaje HEMpPOMEHmEHa, JIOK Ce HOpMajaHa KOMIIOHEHTa MEHa
HaKOH cynapa. HopMaiHa KOMIIOHEHTa HAaKOH cyaapa ce pauyHa kopuinhemeMm popmyna 18 u
19 u3 onespka 4.5.

PemaBame yaapa Kyriie MTanoM | ynapa Kyrie y cro ypal)enu cy kopuihemeM HCTHX 3aKoHa
Kao M 3a pelaBame cyaapa ase Kyrie. DyHKIHja Koja ce KOPUCTHU 3a pelllaBambe yaapa Kyrie
y cto je pynkuuja collisionWithTable. 3a ogpehuBame Op3uHe, IpaBIa U cMepa Kyrjie HaKOH
ylapa y CcTo MOTPEOHO je Pa3ioKuTH Op3WHY Mpe yaapa Ha TaHTCHIHjaTHYy W HOPMAJIHY
KOMIIOHEHTY. TaHreHIMjaHa KOMIIOHEHTAa OCTaje HEMpOMEHEeHa, JOK Ce HOopMaliHa
KOMITOHEHTA U3padyHaBa yrmoTpeOoM moMeHyTHx (hopmyia.

OyHKIMja KOja ce MO3MBa HAKOH yrapama Kynie mranoM je ¢ynkmnuja hitBall(). ¥V oBoj
dbyHknmju ce onpehyje yrao moj KojuM je mran yaapuo 0eny KyrIy U Y 3aBUCHOCTH 10 TOTa
ce pauyHa Op3uHa, IpaBall U cMep KpeTama Oele Kyrie (cnuka 28).

static woid hitBall(Ball &ball, Stick &stick) {
float collisionAngleDegrees = stick.getRotationAngle();
float collisionAngle = (collisionAngleDegrees * PI) / 13@;

ball.velocity x

stick.getPower() * cos{collisiondngle);
ball.velocity y = =

tick.getPower() * sin{collisionAngle};

ball.velocity x *= 1 - ball.cof_stick_tip_ball;
ball.velocity y *= 1 - ball.cof_stick_tip ball;

ball.xMew = (ball.xNew + ball.velocity x);
ball.yMew = (ball.yNew + ball.wvelocity y);

h

Cauka 28. OyHkiyja 3a pemaBame ynapa Kyrie mTarnom

6.6. KonauaH usriea anJimkanuje Ha Kpajy urpe

Urpa Tpaje cBe MOK jemaH oj urpadya He yoaiy 1pHy Kyriy. Ha oCHOBY mpaBuiia ONMCaHUX y
onesbky 3 ce ompehyje mobennuk urpe. Kama Hactynmum kpaj urpe, Ha CpeAuHH €KpaHa ce
UCIIHCY]je KO je TOOeIN0 Y OJUTrpaHoj MapTuju.

3a ucnucuBame TeKcTa Ha ekpany kopuithena je ¢ynkuuja drawText(). OBoj QyHKIMjH ce
npocielyje TekcT koju Tpeba OuTH wcmucaH, Opoj KapakTepa y TEKCTy, Ka0 U X U Y
KOOpAMHATE Ha KojuMa je moTrpeOHo mcnucatd TekcT. IlocTymak ucnucuBama TEKCTa Ha
ekpany 3anounme no3uBoM metone glMatrixMode(GL PROJECTION) kojoj ce mpocinehyje
MaTpHlia MpojeKlyje.
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Ocum marpuie npojekuuje Moryhe je omabparu u matpuny mozaena (GL MODELVIEW).
OpenGL xopuctu mojam omaOpaHe MaTpHile U CBE MAaTpHuYHE OIEpanuje Aenyjy HaJa TOM
Marpuiom [16].

Hakon omabupa marpuie mnpojekuuje, morpedbno je mo3satu ¢ynkumjy glOrtho() xojoj ce
npocielyjy  koopauHare Tekcta. Hakon — mpocnehuBama = KOOpAMHATa,  METOAM
glMatrixMode() ce mpocnehyje marpuna wmozgena. Cnenehu kopak jecte oapehuBame
nojoxkaja pacrtepa (OuTmare) 3a orepanuje y NHKceTuMa. HakoH TojeniaBama CBUX
NOTPEOHHUX MapaMerapa, MOXKE C€ TMPHUCTYIIUTH CaMOM HCIUCHBAKY TEKCTa TO3HBAKHEM
¢ynkupje glutBitmapCharacter() xoja mpukasyje Outman 3Hak. OBOj (QYHKIHjU ce Kao
apryMeHTu mpocinelyjy ¢oHT kojum he kapakrep OWTH HCIUCAaH U caM Kapakrtep. Y
KOHKpeTHOM cny4ajy je kopuithen ¢ontr GLUT BITMAP 9 BY 15 — ¢ont dukcue
HIMPUHE YHMjH CE CBAKH 3HAK yKJIala y IMpaBOyraoHuK BeiamuuHe 9x15 mukcena. Kao u cBakoj
NPUMHUTHUBH MOMEHYTO] JIO0 caja, U TEKCTY C€ MOXE OJAPENUTH 00ja MO3UBAEKHEM (QYHKIIH]jE
glColor3f(), mro je y koHKpeTHOM city4ajy 6emna 6oja.

HcnucuBame TekcTa ce M3BpIlaBa kKaja HEKO O]l Urpaya yoauu LpHY KyDiy y pyIly, a HAaKOH
onpehuBama modenHuka y ¢yHknuju newRound(). dyHKIMja 32 UCHHICHBAaEmE TEKCTa HA
eKpaHy je ImpuKa3aHa Ha ciuiu 29.

vold drawText(const char® text, int length, int x, int y) {
glMatrixMode (GL_PROJECTION);
glPushMatrix();
glloadIdentity();
glortho(®, 8ee, @, 688, @, 1);

glMatrixMode (GL_MODELVIEW) ;
glPushMatrix();
glioadIdentity();

glRasterPos2i(x, y);

for {(int i = @; i ¢ length; i++) {
glutBitmapCharacter(GLUT_BITMAP_9 BY_ 15, (int)text[i]);

¥

glPopMatrix();

glMatrixMode (GL_PROJECTION);

glPopMatrix();
glMatrixMode (GL_MODELVIEW);

Cauka 29. [Ipumep kona GyHKIMjE 32 UICITUCUBAE TEKCTA HA EKPaHY
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Ha crnumu 30 je mpukaszan usmien amivkaldje Kaja HacTynu Kpaj maptuje (y KOHKPETHOM
npuUMepy je TOOeTHUK UIpad ca JIECHE CTPaHe).

¢

‘e

f@§RIGHT PLAYER WINS!

Cauxka 30. M3rmen annukanyje Ha Kpajy napTuje
VY curyauuju mnpukazaHoj Ha ciund 30 urpad ca JeBe CTpaHE je€ HAMpaBHO MPEKPINa]

yOanuBama IpHe Kyriie Ipe yoaluBama CBUX KyIJIM U3 CBOj€ IpyIie, IITO j€ MPOy3pOKOBajO
Kpaj mapruje u nodeny urpada ca JecHe CTpaHe.
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7. 3aKrby4ak

Kao mro ce MoXe 3aKJby4UTH W3 TPETXOIHOT Jejia, 3a pa3Boj UTPHUIC MOMyT Owinjapa
noTpeGHO je, Mmopea Mmo3HaBama CO(YTBEPCKUX anaTa 3a padyyHapcKy rpaduky, Mo3HaBaTH U
MEXaHHYKE 3aKOHE 0 KOjuMa Ce€ OJ[BHja UTpa Kako O aruTuKalyja u3riieaasa MITo peatHuje.
Takolhe, HEONXOMHO je MO3HABAKE W CAMHX IPABWIIA WTPE, KA0 U MOTPEOHUX PEKBU3UTA 32
UCTY, jep, Kao mTo je Beh HaroMeHyTo, MOCTOjU BUIIIE BapUjaHTH UTpULIe OuiInjap.

VYHanpehewy oBe aruMkanuje MoKe TONPHHETH NpebaruBame 1ene urpe y 3/1, monaBame
OCBETJbCHHA, yOaIlMBamke 3BYKa, MPOMEHA MEPCICKTUBE U CIMYHO. Takohe, moOoJblamy Ou
JOTIpUHEINIO U oMoryhaBame KOPUCHHKY J1a ofabepe Kojy BapujaHTy OuiMjapa >Keu J1a urpa u
MOTYhHOCT Wrpama TypHUpa WIH Urpama MyTeM HHTepHEeTa. Y TOKY Jlajber pa3Boja OBE
UTPHIIE, MOXKE CE TOJATH OMIIHMja UTParba MPOTHB KOMITjyTepa.

VYHanpeheme ca MexaHWYKe CTpaHe O ce MOIVIO pean30BaTH oMoryhaBambeM KOPUCHHKY Ja
omabepe HEKy JpyTy IMO3UIMjy 3a ymap Oene Kyrie, a Ja TO He Oyle HeH IEeHTap Kako Ou
MOrao Jia Kpeupa onpelh)eHr CIMH KyTJIH.

[Topex 3abaBe, oBa amIMKal{ja KOPUCHHIIMMAa MOXKE TIOCITYXHTH 3a Yy4eme IpaBHia
Ounujapa, Kao M 3a pa3BUjakbe TAKMUYAPCKOT AyXa M CTPATEUIKOT HaYMHA pPa3MHILbAbA.
Kana ce urpaun Takmude jenaH NMpOTHB APYTOr OHH IOKYIIABajy Ja Hampase ,,MEHTAJIHH
Mozen’” HaMmepa MPOTUBHHKA, OTHOCHO MPETIOCTAaBKY KaKo CYIPOTHA CTpaHa PasMHIILIba MU
Koju 6u Morao 6uTH cienehu HajJIOTHYHU]U TTOTE3.
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