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Pe3ume: Y okBupy npenmera Pauynapcka rpaduxa Ha BUIIEP yun ce nenecerak anropurama Koju peuiaBajy
npobaeme u3 oBe obmactu. [IpobieM je mTo CTyAEeHTH Ipe Tora HUCY UMAJHX MpeaMeT YBOJ Y MPOTpaMHpamke.
Wneja je ma ce cTyIeHTH KOjH HE 3HAjy Jla IPOTpaMupajy yBeay y mporpamupame 2J] Buaeo-urpe, 1a HCKOpUCTe
CBOja 3Hama m3 mporpama Gimp u Inkscape 3a kpeuparme moTpeGHUX rpadUuKUX pecypca Te aa IpUMEHY)y
aITOpPHUTME W3 pauyHapcke rpaduke. Y pamy je JAaTo pememe Tie ce Kopuctu mporpam Stencyl koju omoryhyje
Kpeupame 2]1 Buaeo-urapa ca BU3yeIHHUM IporpamMupameM. Y OKBUpY mporpama Stencyl Gupajy ce ynpasibauku
NporpaMcKy OJOKOBHU KOju UMajy GopMy “craranmune’” Tako Aa ce oarosapajyhu 6y0koBu ykianajy y jeany Behy
HeJHHY Koja oxapehyje mporpamcku TOK y Buaeo-urpu. Ilpukaszano je kopuinheme mporpama Stencyl na
npuMepy pasBoja KoHKkpeTHe 2J] Buaeo urpe “Amonn”. Llusb pasa je aa ce CTyIEHTH KOjU HHCY CIIyLIajH
npeaMeT YBOX Y TporpaMupame yBeldy Y ImporpaMmuparme KoHKpeTHe 2/ Bupeo-urpe xopumhemeM BU3YEIHOT
nporpamupama nomohy “my3sie” mporpaMmckux 610KoBa mporpama Stencyl.

Kibyune peun: pauyHapcka rpaduka, mporpaMmupase, Buaeo-urpa, Stencyl, 2D

USAGE OF STENCYL SOFTWARE IN
THE COMPUTER GRAPHICS COURSE

Abstract: The course Computer Graphics at VISER includes about fifty algorithms that solve problems on this
topic. The problem is that students did not have the Introduction to programming course before. The main idea is
to introduce student who don't know programming into 2D video game programming, to use his Gimp and
Inkscape skills to create the necessary graphics resources, and to apply computer graphics algorithms. This work
shows a solution using Stencyl software that enables creation of 2D video games with visual programming.
Stencyl has logical blocks that are in the form of a "puzzle” so that the corresponding blocks fit into one larger
unit that determines the program flow of the video game. The use of Stencyl is shown through development of a
concrete 2D video game refers to as "Avioni". The aim of this work is to introduce students who have not listen
Introduction to Programming course to programming of a specific 2D video game by using visual programming
of the Stencyl program.

Key words: computer graphics, programming, video game, Stencyl, 2D

1. YBOJ

IIpenmer Pauynapcka rpaduka, Koju ce ciymia y APYyroM CEMEeCTpy OCHOBHHX CTYyAM]ja
Bucoke mikone enekTpoTexHuke W pauyHapcTBa y beorpamy, oOyxBara ajroputme WHs3:
pacrepcke rpaduke, 2J[ u 3] Tpancdopmaiuja, NomnymaBama, CKpUBamba, MOPQHHra,
¢pakrana, oxcerama, KpuBUX, cruiajuoBa Te OpenGL texnomnorumje (Ferguson 2014). Csu
npuMepu ce aajy kojgoanu y C++  kopumhemem OpenGL Texnomoruje. Y OKBHpY
HaBEJICHOT MpeaMeTa yue ce armrkanuje Gimp u Inkscape, tako a ¢y CTyIeHTH CITOCOOHH /1a
caMHM Kpeupajy norpedHe rpaduike pecypce.

OcHoBHM 1mpo0iieM je WITO CTYAEHTH CTyaujckor mnporpama HoBe pauyHapcke
TEXHOJIOTHj€ Yy HCTOM CEMEeCTpy CIyllajy HpBH IpOrpaMepckud NpeaMeT YBOJ Y
nporpaMmupame, JOK CTYIAEHTH CTYAMjCKOr MporpamMa AyAHO W BHJIEO TEXHOJOTHjE€ He
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CITyIIajy MporpaMepcKu mpeaMeT. AKo Ou ce M30eriio mporpaMmupame, mpeamMeT Ou u3ryomo
CMHCAo0, a aKo ce Gopcupa MporpaMuparme NpeaMer Ou O1o HEMPUMEPEHO TEKAK.

VBaxaBajyhu Hampe] HaBeieHe IpoOieMe, Mope 10cTa MporpaMa 3a Kpeupame BHUIE0-
urapa (I'emoBuh 2019) onabpan je nmporpam Stencyl koju omoryhyje kpeupame 2] Bumeo-
urapa KopumhemeMm MPOrpaMCKHX JIOTMYKMX OJOKOBa KOjU ce ciaxy y uenuny. Jlar je
pUMeEp yroTpede MPOrpaMCKHX JIOTHYKUX OJIOKOBA Ha IPUMEPY UTpe ,,ABHOHHU .

2. IMPOI'PAM STENCYL

3a kpeupame 2/ Buneo-urpe y nporpamy Stencyl kopructu ce Kpeupame: pecypcea, CleHe,
aKTepa, MoHalllamka Te yipasibambe norahajuma (Borkwood 2013). ¥V oBy cBpXy ce KOpHCTe
JIOTUYKU OJIOKOBH KOjU C€ Kao cliarayiivia cliaxy u onpelyyjy mporpamcku tok urpe. Ha
npumepy urpe ,,ABHOHU® N1aje ce NMpuKa3 Kopuilhema JOTHUYKHX OJIOKOBa KOju ojpehyjy
POTrPaMCKH TOK HUIPE.

2.1. Kpeunpame npojekra

Ha cajry: http://www.stencyl.com, kpeupa ce Hajgor W mnpey3MMa HajHOBHja Bep3uja
nporpama 3a oneparuBHe cucteme: Windows, OS X u Linux. Haor omoryhyje npey3umame
rOTOBHUX pecypca Koju ce Hye OecriatHo wiH ce miahajy Ha Stencyl npogaBHUIIH.

Urpa koja je mpunpemsbeHa 3a oBaj pan je 2/ Bumeo-urpa tuna Endless Horizontal
Scrolling Runner. Ha oCHOBHOM eKpaHy aIuTMKallMje Kperpa Ce HOBH MPOjeKaT Pe30yluje
640x480 nukcena u Ha3uBa ,,ABHOHH .

2.2. Kpenpame rpaguukux pecypca

Pecypcu y oBom pany cy wid go0ujeHH HHCTamamujoMm mporpama Stencyl wmm cy
npey3etH ca Stencyl npoxasuuiie. I'paduuku pecypcu cy: NTHYHIA, aBUOH, HOBUHh 1 4 clinke
3a no3aauny. [lozaguHcke cimke ce yBo3e y mosbe Resource>Background rue ce kopucre kao
YeTHPH CJI0ja Koja najy edekar nyoune (BLayerl, BLayer2, BLayer3 u BLayer4 (cnuka 1). ¥
nosbe Actor Types ce ynoce aktepu urpe. HoBumh (Coin) ca anumarjom ox 6 ¢pejmona,
nrrunna (Hero) ca anumanujom o1 4 dpejma u aBuon (Enemy) (cnuka 1). ITTruunm u aBUOHY
ce MCKJbydyje rpaBuTanuja u poraruja (tad Physics). CTyaeHTH camu Kpeupajy U yBO3e
rpaduuke pecypce. 3a Kpeupame rpadUuKux pecypca CTYAEHTH Kopucte mporpame Gimp
(Hooft 2018) wu Inkscape (Strode, Baechler 2019), koju ce wu3y4aBajy Ha mNpeaMeTy
PauyHapcka rpaduka.

El Backgrounds

Actor Types

P LT

()

| - e—C U

BLayerl BLayer2 BlLayer3 BLayer4 Enemy

Cnuxa 1 — Cnuxe 4 nozaduncka cioja u akmepu uzpe

Ha cueny, uuje cy BpemHOCTH MapameTapa JaTe Ha CIHUIH 2, TIOCTaBJba CE€ NMTHUYMIA Ha
HYJITH CIIO0j, a OHJa ce yOaIyjy Mmo3aJuHCKu ciojeBu. Hynaru crmoj mMopa OHUCTH CTaBJbEeH
UCIpe OCTaluX CliojeBa Jga OW ce Buaenu akrtepu (ciamka 3.2). 3a CllojeBe Ce MOCTaBjba
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op3una momepama (Horizontal Scroll Speed) ymyrap moaemaBama yBe3eHHX IMO3aJHMHA TE
NIOCTaBJba OIIIIMja MIOHABJbaba M03aauHe (ciuka 3.).

Create New...

e = © o

Size
wioer E I
Tile Width m pixels
Tile Height m pixels

Background Color

color

Cnuka 2 — I[lapamempu cyene

Attach to Scene
Scroll Speed

Horizontal Scroll Speed

Vertical Scroll speed
oo I .. ]

Repeat Background?

Cnuxa 3 —a) Cnojesu cyene, b) Bp3une ckponosarea u nonaemarwe no3aoune

2.3. Kpeupame aynuo pecypca

Stencyl 6apata ca MP3 i OGG aymuo ¢opmaruma. Y pany je kopumihen MP3 aymio
(hopmar. Aymmo pecypcee je HoTpeOHO Kperpati y okBupy ormje Resources>Sounds. Moryhe je kperparse
JBa Thra 3Byka: My3uka (MUSIC) Koja ce KOPHCTH Kao MO3aJMHCKAa My3WKa W 3BYYHH e(HEeKTH
(Sound Effects). ¥ mpumepy ce xopucte: MainSong — mo3aauHcka My3uka, PickupSound —
3ByuHH edekar Kyrbewa HoBumha u ExplodeSound — 3By4Hu edekar cymapa nruuuie ca
aBuoHoM. Ha cimnm 4 nmar je mpumep Kpewpama ayauo kommoHente PickupSound rume ce
yBE3€HOM ayauo (ajiy nonesbyje Ha3uB U THUI 3ByKa. CTyIEHTH KOPUCTE TOTOBE ayAHO
KOMIIOHEHTE WK X MoauduKyjy kopuinhemeM ogadpanor nmporpama Audacity.

PickupSound

Properties Import a Sound

Description

R R -l Sound Effect

Cnuxa 4 — Kpeuparwe PickupSound ayouo komnonenme
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2.4. Kpeunpame nporpamMcke JOruKe

CTymeHTH 3a KpeHpame JIOTHKE KOPHUCTE BH3YEJIHO Cllarame JOTHYKUX OJIOKOBa y
okBupy mporpama Stencyl. 3a jer nrtuumie kpeupa ce monamiame PlayerControll rae ce
noxaaje norahaj +Add Event>Basic>When Updating koju ympaBiba KpeTameM MTHUHUIIE TOpe-
noie (ciuka b).

when updating ..

if | wp = || is down | @ and [y

set | y-speed | to for | Self

otherwise if | down ! || is down
set|yspesd - |to for [Seif ¢ ]

otherwise

setl y-speed | to [0 ~] forl Salf |

Cnuxa 5 — Jloeuxa ynpagmsarea nmuiuyom

3a creny (Scene) ce kpeupa moxariame SceneManager kome ce fozajy gorahaju. Jlorahaj
Keyboard, kpeupan ca +Add Event>Input>Universal Keyboard, ce omHocu Ha moverak urpe
W aKTHBHUpa Ce MPUTHCKOM Ha Tactep Enter (ciuka 6). Jlorahaj kKopucTu CKpUBEHH aTpyOyT
Playing tuma Boolean. Ako urpa Huje nodena u nputucHyT je Enter, onnma he ce atpuOyt
Playing mocraButu Ha true u axtuBupahe ce sgorahaj SpawnEnemies koju je mozaesbeH
noHamamwy SceneManager.

when | enter | is | pressed | ﬂ

if not  Playing

sat Playing to  true
trigger event in this behavior

Cnuxa 6 — Jlocuuxu 610K 30 macmep enmep

SpawnEnemies je morahaj koju ce kpeupa ca +Add Event>Advanced>Custom Events
>Custom Event u xoju reHepuiie aBHOHE HA CIIy4ajHO] MO3UIMJH U ca CIy4ajHOM Op3uHOM
Kpetama (ciuka 7). Random integer between npencrasspa reneparop ciiydajHux OpojeBa Koju
HACYMHYHO OWpa BpPEIHOCTH 3a BUCHHY Ha Kojoj jiere aBuonu (0 - Bpx cuene, 352 - nHO
crene). biok do after seconds mo3uBa kpenparme aBroHa cBakux 0.5 cexyHau (ciauka 7).
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when happens

create |E"E$| at ( x: screen |$| y: random integer between E and ) at |L

make | Last Created Actor | always active fi
set |&| to random integer between ELT] for |M
do after seconds @&
trigger event in this behavior
[increment 7 [Temphom 7] by

if Temphum ==
set TempMum to m

create | & Coin |at (x: screen | width | w: random integer between [EIE) and ) at | Front

make | Last Created Actor | always active £i

set | x-speed | to for [ Last Created Actor

Cnuxa 7 — Joeahaj SpawnEnemies

VY norabhajy SpawnEnemies mpoBepaBa ce na nu je ckpuBeHu arpuOyr TempNum rtuma
Number nocturao 6poj 5 (6poju ox 0 10 5), unme he ce HAKOH CBaKOT 5. KpeHPaHOT aBUOHA
KpEUpaTy jeJaH HOBUMh Ha KPajib0j JICBO]j MO3HIIUjH CIIEHE, Ha CIIy4ajHO 0/1a0paH0j BUCUHU U
ca Op3uHOM -24 110 X OCH.

Bbpoj noena jenHak je Opojy aBMOHa M3aNUIMX ca CIieHe. YHyTap SceneManager momaje ce
norahaj +Add Event>Advanced>Custom Event koju he ce naszBaru GainPoint. 3a oBaj gorahaj
je morpeban ckpuBenu arpudyt Points tuma Number. biok koxa koju yBehaBa Opoj moeHa

Points 3a 1 nar je Ha cunu 8.

SceneManager
__“!——

when happens

| increment || Points

Cnuxa 8 — JJocahaj GainPoint

ABuoHy ce monmaje monamiame EnemyBehavior ((+Add Event>Basic>When updating)
Koje rmoBehaBa Opoj TIOeHA W YHUIIITaBa 00jeKaT aBHOH Kajia UCTH u3ale ca crieHe (mpopepaBa

ce X koopauHara) (cnuka 9) .

when updating ..

| of [ self +| = negate | width | of | Self : |

trigger event in behawvior for this scene

kill | Self |
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Cnura 9 — Ioszue doeahaja GainPoint npe ykiarsarea nenpujamesna

VY SceneManager ce momaje norahaj ucupraBamwa Drawing (+Add Event>Input>Basic>
When Drawing ) xoju Ha cueHu upra Tekct ,,Press enter to start!“ kama wurpa Huje
cTapToBaHa, OJJHOCHO, I[pTa Opoj MoeHa Ha CIICHU aKo je urpa y Toky (ciuka 10).

when drawing ‘&

if not  Playing

set current font to | MainFont |

LR rad Press enter to start! ~ [N E v: )

otherwise

set current font to | MainFont |

draw text & Points  at (=x: ¥: )

Cnuxa 10 — [ozeahaj ucnucusara noena

Hosuuhy je npuapyxeno nonamase PickupBehavior. Yayrap oBor noHamama noaaje ce
norahaj +Add Event>Colisions>Actor of Type, koju he yHUIUTHTH HOBYMh HAKOH INTO ra
OTHYUIA JonUpHe npu demy he ce mos3Batu jorahaj Pickup y monamamy SceneMenager
(cnuka 10).

when | Self * | hits a | Hero | — 1istactor ¢ | actor of type & |5

kill | Self : |

trigger event in behavior for this scene

Cnuxa 10 — Joeahaj ynuwmasarea noguuha

VYuyrap noHamama SceneManager monaje ce norahaj Pickup koju npu Kymisewy HoBunha
nosehaBa Opoj MoeHa 3a 5 1 yHUINITaBa CBe aBUOHE Ha crieHH (crimka 11).

SceneManager
| o addEuent | — | & | Wl

when happens

| increment || Points | by

a

nPoint
“& Drawing

wnEnemies

a a

| Play || PickupSound | |

a

_ for each actor of type f | Enemy |
- Group S m—

a a

kill actor of type i

Cnuxa 11 — Ynuwmasare asuona na cyenu u nogefiarbe opoja noena npu Kynwversy Hosuuha
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Y mnopmemaBamy Settings>Group mnoctaBibajy ce koausuje rpyma (Coin, Actors,
Players), a onma ce rpymne noiesbyjy aktepuma y Taby Properties. 3a mruumiy ce
MIOCTaBJba CBOjCTBO CeH30p y okBupy Taba Collision (ciuka 12).

Hero | appearance | Benaviors | Events [N Physics | Properties | Add o Scene

Animations

Drag and drop shapes around. Current Shape

R~ xvoston 1<)
Add Box Add Circle Add Polygon
Yroston (ror) X

Zoom In Zoom Out
war

Physical Properties

Is a Sensor?

Crnuka 12 — ITocmagmare cen3opa 3a nmuduyy

VY nonamrawy SceneManager noxaaje ce gorahaj (+Add Event>Collisions>Group&Group)
KOjU TpH Cyldapy NTHYMIIE W aBUOHA: akTHBUpa 3ByuHd edekar ExplodeSound, ynuinrasa
cy/apeHe o0jexTe u pectaptyje urpy (ciauka 13).

SceneManager "0 PreviewCode | Properties |

[ — .
when an actor of | Players - | hits an actor of | Adors | —  1st actor ¢©  2nd actor & |27 I]]]]]

a a

| Play = || ExplodeSound  : | |

<]

kill ist actor d

| a

kill Znd actor d

<]

: reload and | Fade Qut - | for sacs using v | and | Fade In - | for 5&Cs using
7 Updating

<]

Cnuxa 13 — Koo 3a konusujy u pecmapmosarse ucpe

2.5. IMporpamMcka J0ruKa 3a ayauo KOMIIOHEHTE

Ayano xomroHeHTa Tuna MUSIC HaMemeHa je Kao MO3aMHCKAa MY3HKa. 3ad YKIbYUYCHE
ayJino KOMIIOHEHTE y UTPY MOTpeOHO je Kpeupatu moHarame PlaySong 3a rmasuy crieny. Ha
ciuii 14 1at je JTOrMYKU KOJ KOjU MPH KPeHpamy Wrpe, 3ayCTaBjba CBE 3BYKOBE U IYIITA Y
HEMPEKHIHO]j METJbU TO3aJAUHCKY MY3HKY (cruka 14).

PlaySong

A

when created

stop all sounds

[Loop  ©|[ MainSong  + |

Cnuka 14 — INonawarse PlaySong
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3a 3Byunu edekar PickupSound momar je jmoruuku OJOK KOjH MYIITA ayJHO 3alliuC YHYyTap
norahaja Pickup u3 SceneManager mro je npuka3aHo panuje Ha ciauny 11.

SceneManager Main

when an actor ofl Players - | hits an actor ofl Actors © | — 1st actor d 2nd actor d 14 m

| Play = || ExplodeSound - | |

(< < I < |

kill 1st actor &

@ a

kill 2nd actor d

<]

reload and | Fade Out v | for SeCcs using - | and | Fade In v | for S8Cs using

Cnuxa 15 — Axmusuparse 38yunoz epexma ExplodeSound

3Byunu edekar ExplodeSound monar je nornuku 610k 3a gorahaj Group — Group koju je
JnojaT moHamamy SceneMenager. V morndkom OJIOKY ce HCHUTYje Ja JI je JOUUIO JI0
KOJIM3Hje MTHYHMIIC ¥ aBUOHA TE aKo jecTe, OHJa ce akTuBHpa 3ByuHH edexat ExplodeSound ,
VHUINTE C€ YUYECHUIM KOJM3Hje ¥ TIOHOBO HJIC HAa MMOYETaK MIPe Kaja ce 0UYCKyje MPUTUCAK Ha
tactep Enter.

3. 3AK/bYYAK

VY oxBupy npeamera Pauynapcka rpaduka, Koju ce ciyla y APYroM CEMecTpy Ha
BUIIEP, 3a npuMmeHy cTeueHHX 3Hama U Kpenpame 2J] urapa ogabpan je nporpam Stencyl.
Stencyl omoryhyje kpeupame mHporpamcke ymnpaBjbayke JOTMKE KOpHUIINEHheM craraiuia
koxa. OBuM je 00e30eheHo 1a CTYACHTH KOjH TEK Tajia Ciaymiajy YBOJ y MPOrpaMHUpamke MOTY
Jla Kpeupajy mporpamcke OnokoBe koje he oGe3bemutu noruky urpe. Ca napyre crpase,
CTYIICHTH Kpeupajy notpeOHe rpaduuke pecypce kopuinhemem nporpama Gimp u Inkscape,
KOJU Ce y4e y OKBUPY MpeMeTa, a OHJa Te pecypce Kopucte y mporpamy Stencyl. ¥V pany je
Jat npuMmep Kopuinhema ciarama JIOTHYKHX OJlokoBa mporpama Stencyl 3a kpeupame 2]]
Buzieo urpe "ABuoHun" ca TeXXUIITEM Ha Kopuliheme: MoHamama, gorahaja, arpudyra, rpyna,
¢usuke u xoimsuje. [Iporpam Stencyl je mpomiao ABoromuinmky Mpoldy y OKBUPY MpeaMera
Pauynapcka rpaduxa na BUIIEP u noka3ao ce kao mojaecaH 3a Kpeupame BHICO-UTPE U
pas3BHUjame MporpamMepcKe JIOTUKE 3a OHE KOjU HUCY NMPOTPaMHUPATH WIH Cy TOYSTHHIIH.
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