r'0 Kaperja3oro noToMka paBHa 9/16. AHamoru4Ho, NpsSIMOBOJIOCHIM Kaperia3biM

COOTBETCTBYIOT BCE€ I'€HOTHUIIbI, KOTOPBIE COJIepKaT aBe OYKBHI (I (TeHbl A U b
HE JIOMUHAHTHBI) U XOTsA Obl 0IHY OYKBY B. Takux reHOTUIOB ToJIbKO TpH. [lo-
TOMY BEPOSITHOCTH MOSIBIICHUS TOTOMKa (heHOTHUIIA TTPSIMOBOJIOCKIN — Kaperia-
3bIi paBHa 3/16. Takyro e BEpOSITHOCTh UMEET KypuaBblid TOIy0O0TIa3bli MO-

TOMOK, T€HOTHUIT KOTOPOTO COJCPKUT XOTSI ObI 0JHY OYKBY A JBE OYKBBI b.
HakoHern, mpsMOBOJIOCKIM T'0y0O0IIa3blii TOTOMOK, KOTOPOMY COOTBETCTBYET
CIMHCTBCHHBIN T'€HOTHII, COJACPIKAIIMK MO JBE OYKBBI @ U b, UMEET BEPOST-
HOCTB 1/16.

W3 Tabiuibl MOYKHO HaXOJHWTh W JIPYTHE BEPOSTHOCTU. T.0., MPOIILIU TE
BpeMeHa, KOr/1a MPUMEHEHNE CTATUCTHYCCKUX METOJIOB B MEIUITMHE U OMOJI0-
TUHA CTaBUIOCH o coMHeHne. CTaTUCTHYECKUE TOAXO0/IbI JIEXKAT B OCHOBE CO-
BPEMEHHOI'0 HAyYHOT'O MOUCKA, 0€3 KOTOPOTo MO3HAHWE BO MHOTHX 00JIaCTIX
HAyK{ U TEXHUKH HEBO3MOXHO. HEBO3MOXKHO OHO M B 00JIaCTH METUIINHBI.

UI'POBOE INPUJIOKEHUE JIJII MOBAJIBHBIX YCTPOUCTB
HA IVTAT®OPME ANDROID

A. C. Kyxapckuii, A. C. ®exopoB

B mactosimee Bpemsi, onepannoHHas cucreMa Android sBisieTcs mepBoi
OTKPBITOM, OECIUIATHON U MOJHOIIEHHONH MOOMIIBHOU 11aTdhopMoii. DTO CpaB-
HUTEIBHO MOJIOAAsl ONEpPallMOHHAs CHUCTeMa, HCIIOJIb3yeMasi Ha HIMPOKOM
cniektpe yctpoucTB. [lon ynpaBnenuem Android MOKHO BCTPETUTh KaK KOM-
MYHHKATOPBI, TaK W TutadmeTHoie T1K.

Mob6wunsHas mnatgopma Android Obla BeiOpaHa M3-3a €€ MIMPOKOTO pac-
MPOCTPAHEHUS, OHA BXOJUT B YHUCJIO BEAYIIMX MOOWJIBHBIX OIEPAIIMOHHBIX
cucteM. OnepalluOHHYIO cucTeMy paspabotana komnanus Android Ink, xo-
Topas 3aTeM Obuia puodpereHa kommnanueit Google u nepesenena B OHA —
Open Handset Alliance, o6benuHenue, 3aHuMaronieecs: pa3paboTKOl U BHE-
JIPEHUEM OTKPBITHIX MOOUJIBLHBIX CTAaHIAPTOB.

Hamu Ob1110 paspaborano urpopoe npuiioxenue Ha miargopme Android. B
pa3padotke ucnonbs3zoBasiack Open GL ES 1.0 — auskoypoBHeBoe API, ncmonb-
3yeMO€ BO MHOTHX MPHIIOKEHUAX IS MOOMIIBHBIX ycTpoiicTB. OH UCTIONB30-
BaJICS JIJI1 MPOCTOTHI U HarisaaHocTU pazpaborku. Bepcus Open GL ES 2.0
SBIISIETCSL OJTHOW M3 BEAYIIMX TEXHOJIOTHH MPH pa3pabOTKe MOJOOHBIX UTPO-
BBIX MIPIJIOKEHUAX. B TPHUI0KEHNH HCTIOIB30BAIMCH OCHOBHBIE OCOOCHHOCTH
Open GL ES 2.0 — meiaepsl.

[To apxuTekType MPUIOKEHHUE TIPEACTABISIET cO00i onuH 00beKT Kiacca GL
Game, KOTOPBIH KOHTPOJIUPYET CMEHY OOBEKTOB Screen, KaXIIbli 13 KOTOPBIX
OTBEYAET 3a MPEJCTaBICHNE COOTBETCTBYIOIIMX 3TAIMIOB MI'PHI: TTIABHOTO MEHIO,
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caMOi WIpbl, SKpaHa C pe3yJpTaTaMH. Y KaXAO0ro o0ObeKTa Screen ecTh dK-
3emmuisip oobekTa GL Graphics, xpausiuuii 00bexT untepdeiica GL Surface
View, 0TBEUaIOLIETO 32 HEMOCPEACTBEHHO BHU3YalIM3allMl0 U MaHUIIYJIUpPOBa-
Hue rpadukoit. GL Game u Screen HacienyoTcs OT BCTpoeHHbIX B Android
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Puc. 1. Atnac Tekcryp
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kiaccoB Activity u GL Surface View. Kaxsiit kaap (To ecTh Tak 4acTo, KaK
3T0 Bo3MOkHO) GL Game BwBbIBaeT MeTonbl Update m Present oOwnekra
Screen. Update oTBewaeT 3a M3MEHEHHE MapaMeTPOB OOBEKTOB U HUIPOBOM
MEXaHWKH, MeTO/I Present oTBeyaeT 3a BEIBOJ TpauKH.

JI71s1 TOBBINIIEHUSI TPOU3BOIUTEIIBHOCTH UCIIOIB30BAUCH aTJIaChl TEKCTYP
1 OpaTduvH. ATJIaC TEKCTYp MPEAINOoJaracT XpaHCHHE MHOXECTBA TEKCTYp B
onHOM (haiine. TexHuka OpaTynMHa MO3BOJSET CBECTH MHOXKECTBEHHOE 00pa-
menne Kk Mmerogam OpenGL ES k ogqHOMYy BbI30BY. JlJIs1 3TOr0 NepBOHAYAIBHO
CO3/Ial0TCSl BCE HEOOXOJMMBIC TOJIMTOHBI C COOTBETCTBYIOIIMMHU MM TEKCTY-
paMu ¥ KOTHPYIOTCS B 0JMH Oydep, KoTopsiil cpasy nepenaercs B OpenGL u
TOJIBKO TOCJI€ 3TOT'0 OCYIIECTBISETCS BEI30B ONEPAIIMHA PUCOBAHUS.
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Puc. 2. Onpenenenue CTOIKHOBEHHUI

50



JUis onpesieseHHsl CTOIKHOBEHUM KaX10My OOBEKTY Ha3HA4aJCs COOTBET-
ctBytounii Bounding Box, npeacrasnstonuii co6oit MpsiMOYToJIbHUK, OTpe-
JENSIIONMI rpaHulbl 00bekTa. TakuMm 00pa3oM, CTOJIKHOBEHHUE CIIOXKHBIX
00BEKTOB CBENIOCH K HAXOXKIEHUIO NMepeceyeHUi MpsIMOYTOJIbHUKOB

Puc. 3. Urpa na mobunsHOM Tenedone Android

B wutore Obuio paspaborano wurpoBoe mnpuioxenue Ha OC Android,
UMEIOIIee BBICOKYIO MPOU3BOJUTECIBHOCTh U SIBISIFOIIEECS MOYTH TOTOBBIM
MPOAYKTOM JIJIsl MyOIMKAIIMK B MHTEPHET Mara3nHax MPHI0KEeHUH.
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3ABUCUMOCTDb CAMOOTHOILIEHUSA 1 OTHOIIEHUSA
K CEKCY OT YAOBJIETBOPEHHOCTH ’KXU3HbBIO
B IOHOIIECKOM BO3PACTE

B. H. Maxkoen

FOHomeckuit Bo3pacT XapakTepus3yeTcsi MHTEHCHUBHBIM (PU3HOJIOTHYE-
CKMM M IICHUXOJOTHYECKUM CO3peBaHMEM MHAuUBUAyyMma. FOHOCTH — mepuon
JUYHOCTHOTO CaMOOIIPEACIICHUS U CTAaHOBJIEHUS CEKCYaJIbHOCTH, KOTOPBIE
IOHOIIIA U JIEBYIIKA BO3bMYT KaK CTEPKHEBOW OPUEHTHP B CBOEH Oynymiei
KU3HHU. YUUTBIBAs crielu(HUKY IOHOIIECKOTO0 BO3pacTa, OYeBUAHO, YTO ce-
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