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PE®EPAT

Hunmomuas pabota, 71 crpanuma, 58 pUCYHKOB, 5 uHCTOYHUKOB, 1
MIPUIIOKEHUE

HI3KOYPOBHEBBIN, ['PADUKA, AHUMAINA,
MHOI'OITOTOYHOCTHS, 10S, ITPUJIOXXEHME
Obvekm  uccnedoéanus  —  BO3MOXKHOCTH  JUIsl  HU3KOYPOBHEBOIO

IPOrpaMMHUPOBaHUs TPaUKH.

Llenv pabomwvr — MOCTPOUTH 0A30BbIM NMPOTOTHUI NPUIIOKEHUS, Ha OCHOBE
KOTOpPOTO0 M3y4YUTh 0a30Bble BO3MOXKHOCTH (PPEUMBOPKOB AJIsi HU3KOYPOBHEBOTO
IPOrpaMMUPOBaHUS IpadUKH.

B xonme pabGoTsl uccienoBanbl 6a30Bble U HU3KOYPOBHEBBIE BO3MOXHOCTH
dperimBopkoB Corelmage u CoreAnimation mist paboThl ¢ rpadukoil B HATHBHBIX
10S npunoxenusx. MccnenoBansl anroputMsl pabOThl JaHHBIX (PPEUMBOPKOB U UX
IUTIOCHI 1 MUHYCHI TIpU pa3pabotke. McciaenoBanbl METOIbI ONTUMH3AINH PAOOTHI
C HUMH B pa3inuuHbIX cinydasx. [locrpoen mpotorun HatuBHOTO 10S TpUIOKEHUS
na ocHose Corelmage u CoreAnimation.

PesynbraTamMu SBISIOTCA TOJYyYEHHE HABBIKOB B 00JacTH pabOThl C
rpadukoit B HatuBHBIX 10S mnpunoxeHusx, ontumuzammu padorel ¢ 10S
aApXUTEKTYPOU.

OOnacTpi0 TNPUMEHEHUs SBISIFOTCS mnpritokeHus s 10S  ycrpoiicTs
paGoTaroriue ¢ rpadukoii Ha 6osee HU3KkOM ypoBHe, yeM UIKIt.



ABSTRACT

Graduate work, 71 p., 58 figures, 5 sources, 1 application.

LOW-LEVEL, GRAPHICS, ANIMATION, MULTIPLEXITY, IOS,
APPLICATION

The object of research — possibilities for low-level programming of
graphics.

Purpose — to build a basic prototype of the application on the basis of
which to study the basic capabilities of frameworks for low-level programming of
graphics.

In the course of work, the basic and low-level capabilities of the Corelmage
and CoreAnimation frameworks for working with graphics in native i0S
applications were explored. The algorithms of operation of these frameworks and
their pros and cons during development are investigated. The methods of
optimization of work with them are investigated in various cases. A prototype of a
native iOS application based on Corelmage and CoreAnimation was built.

The results are getting skills in working with graphics in native i0S
applications, optimizing work with i0S architecture.

The scope of application are applications for iOS devices working with
graphics at a lower level than UIKit.



