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Pegepar
JunoMHas padora, 45 ctpanuil, 16 pucyHkoB, 10 HCTOUHHUKOB.

[UIAT®GOPMA  NODE  JS,  PACIIMPSIIOILIME  MOJYJIH,
CTIELTU®UKAIIAS OPENGL, IIIEMEPEI, BUBJIMOTEKA GLFW, UTPOBOM
LIAKJT

Obvexm uccredosanus — narpopma Node JS, cnenmpukanus OpenGL.

Llenv pabomwvl — pa3pabOTKa WHCTPYMEHTAIBHOW CHUCTEMBI IS CO3JaHUS
KpOCCIUTaTOPMEHHBIX,  OJHOMOJB30BATEIbCKUX,  JBYXMEPHBIX  WUIP  JUIA
MEePCOHAIBHBIX KOMIIBIOTEPOB.

B xone paboThl ObLIM W3yU€HBI CIOCOOBI MPUMEHEHHUS OMOIMOTEK, HAITMCAHHBIX
Ha s3bIkax nporpammupoBanus C u C++, B pamkax miardgopmel Node JS, co3nan
pacHIUpPSIONINI  MOJYJIb, TO3BOJIAIONIMNA HCHOJIB30BaTh OuONMMoreky GLFW wu
peanmzanuu  crienuukanmmun  OpenGL Ha tarpopme Node JS, paspaborana
CTPYKTYypa MHCTPYMEHTAJIbHON CUCTEMBI, & TAK)KE pa3padOTaHbl HAOOPHI KJIACCOB IS
peanu3anuy BO3MOKHOCTEW HHCTPYMEHTAIBHON CUCTEMBI.

Pesynbpratrom paboOThI SABISETCS MHCTPYMEHTAIbHAs CUCTEMa, MO3BOJIAIOIIAS
CO3/1aBaTh  OJTHOIOJIB30BATCIILCKHE, JIBYXMEPHBIC WIPHI JUIA  IEPCOHAIBHBIX
KOMITBIOTEPOB I0J1 yIpaBieHUeM onepannoHHbIX cucteM Windows u Linux.



Abstract
Diploma thesis, 45 pages, 16 figures, 10 sources.

NODE JS PLATFORM, NATIVE ADDONS, OPENGL SPECIFICATION,
SHADERS, GLFW LIBRARY, GAME LOOP

Object of research — Node JS platform, OpenGL specification.

Purpose — development of an instrumental system for creating cross-platform,
single-player, two-dimensional games for personal computers.

During the work, ways of using libraries written in C and C ++ programming
languages within the Node JS platform were studied, native addon, which allows using
the GLFW library and implementation of the OpenGL specification on the Node JS
platform, was created, the structure of the instrumental system was developed, and also
sets of classes for realization of the possibilities of instrumental system was developed.

The result of the work is an instrumental system that allows creating single-
player, two-dimensional games for personal computers with Windows and Linux
operating systems.



