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ABSTRACT: The article discusses some components and processes used in the development of interactive
multimedia 3d content. The necessity of such content in education is brought out, as well as the
possibilities for its application. Obstacles and ways to overcome them are indicated. Popular software
products for creating and visualizing high quality 3d models, scenes and levels - commercial and open
source are listed. An exemplary general model for building interactive three-dimensional multimedia
content is presented.
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CkoksbT B pazputueto Ha UT cekTopa, otOens3an omie npe3 80-te u 90-Te ronMHu Ha MUHAIIUS
BEK, IPOIbJKaBa U 10 JHeC. Besika ronuua ce peanu3upaT HOBH XapAyepHH PELIeHNUs, IPeI0CTaBsIIIU
BCE MO-ToJsiMa n3uncauTenHa mouwl. Jlokato npe3 80-Te u Hadanoto Ha 90-Te roJWHU OPEAUMHO Ce
HaOJII0/1aBa YCHBBPIIEHCTBAHE HA apXMTEKTyparta Ha teHTpaitaus mporecop (CPU), B cpenata Ha 90-
Te (OKYCHT Ce HACOYBA M KbM peajM3alys Ha BCE IO-MOIIHHM XapAyepHHU PELICHUs 3a rpaguyuHoO U
BU3YaJHO MHpe]cTaBsHe Ha MH(pOpMAanusTa, cera M3BecTHH Kato rpaduunu nporecopu (GPU). Ilo
TO3W HauWMH 00paboTKaTa Ha MH(OpMAIHs ce pasjelnss MeXy IeHTPaIHUs Mporecop u rpaguyaus —
CHelUau3upan 3a 00paboTka Ha rpaduyHa uHGOpMaIlKs, KOSTO MOBHUIIIABA IIPOM3BOJIUTEIIHOCTTA Ha
cucremara. Ha tasu 0a3a craBa Bb3MOXHA BU3yalIM3alMsATa Ha AMHAMHYHO ChABPKAaHHE B PEaJHO
BpeMe, KOETO € TpEANOCTaBKa 3a Ch3JaBaHe Ha WIPU W cuMynanud. [lapajgenHo ¢ ToBa ca
peanu3upaHu coPTyepHH peIIeHHs, Ype3 KOUTO MPEACTaBIHETO Ha MyINTHMEAHHHATA BU3YyalU3allHs
Ce BB3NOJ3BA OT TpaduUHUTE BB3MOXKHOCTH Ha xapmayepa: DirectX 3a Windows Ha Microsoft,
OpenGL — pasnpocTpassiBaH Kato cOpTyepeH MakeT OT MPOU3BOAUTENIN Ha rpaduiHU yCTpOIcTBa 3a
MHOECTBO OmepanroHHu cucreMu u gopu WebGL — ananor Ha OpenGL, pabotenr B cCbBpeMEHHHUTE
Opay3bpH, OCUTypsiBall] JOCTBII Ipe3 Opay3bpa 10 rpaguuHUTE BH3MOKHOCTH Ha cucteMata. Ha mo-
KbCEH €Tall ca Ch3aJCHH U JIPYrH alIMKAIMOHHHU peureHus kato Vulkan, opieHTHpaH#i KbM OLIe T0-
BHCOKA ITPOU3BOIUTEIHOCT NpH TpaduuHa oOpadoTka. Ha Ta3zu 6aza craBa Bb3MOXKHO Ch3/IaBaHETO Ha
MHOXKECTBO MNPHIOKHU codryepHu pemeruss 3a rpadpuuno 2d u 3d monenupane, rpaduyuHH
oubmmorexu, u 2d u 3d urposu aBuratenu (game engines). Cp3aazeHu ca NpOrpaMHU MPOAYKTH B
CBHOTBETHUTE O0JIACTH Ha MPUIIOKEHHE — KAKTO KOMEPCHAIHH, TaKa B C OTBOPEH KOJI.

MHOKeCTBO KOMIIAaHWM CE€ HAco4BaT KbM pa3paboTkara Ha 3d WrpH, M3/IM3aIld B OTPOMEH
TUpax, 3a pa3paboTkara Ha KOHTO C€ BJaraT OT JECeTKH /A0 CTOTHLIM MWJIMOHU JOJapH.
Bw3BpamaemMoctTa Ha T€3M MHBECTHLMHU NPH YCIEIIEH THPaX CE peain3upa OOMKHOBEHO ITbPBHUTE
HSIKOJIKO Mecella clie]l a3apHusl CTapT Ha ch3llaBaHara urpa. [lopaau roixeMusi THpax MPOIYKTHT ce
OTJIMYaBa C HUCKA ce0ECTOMHOCT M € IOCTBIICH 32 MAaCOBUS MMOTPeOUTEI.

dopmupa ce cUTyauusi, OpU KOATO MIIAQAOTO IIOKOJECHHWE IPUBUKBA KbM Hai-HOBUTE
TEXHOJIOTUYHH (POPMHU Ha NPEJICTABSIHE HA MHTEPAKTUBHO MYJITUMEIUIHHO 30 ChabpiKkaHKe, Ch3/1aBAHO
OT BUCOKO KBaJTHM(QHUIIUPAHH TPOTPAMUCTH, apT U UTPOBH JTU3ANHEPH.

B MHOECTBO OT ChbBPEMEHHUTE WIPH € Pealn3UpaH NPEABAPUTENICH UTPOBH TPEHHUHT, KBAETO
HAUYWHACHIUAT UIpad MOXE MPEABAPUTEIHO Aa MOATOTBH CBOMTE YMEHHUS MpEId Ja MPUCTHIU KbM
CBIIUHCKUS I'e€lM ILUIEH.



EnHa OT mpUYMHHUTE y4YalluTe 1a HE OIEHABAT MPEACTABIHOTO YYeOHO ChIbpIKAHUE IO
dbopmMaTa Ha TIpe3eHTAIIUH, a JOPH U 1Mo popMmara Ha TOCThIHM 3d BU3yaTH3alUK B O0YUCHUETO, €, Ue
TOBa CBHABPKAHWE HE OTrOBaps HHUTO IO KAyeCTBO HA BHU3yalW3allMs, HUTO IO CTEMEH Ha
HHTEPAKTHBHOCT Ha U3MOJI3BAHUTE B IPYTH CEKTOPH KATO UTPOBATA HHIYCTPHS TPOIYKTH.

B TO3u KOHTEKCT MIIaJI0OTO TIOKOJCHHE METahOPUIHO MOKE J1a C€ OIPENeNH KaTo ,,TUTHTAITHO
pasreBe3eHo”. JlokaTo YTBBPACHHM COPTYepHHM TUTaHTH, CHCHUATM3UPAHU B pa3paboTkaTa Ha
HHTEPAKTHBHO MynTUMemuitHo 3d chabpkaHue, HE HAMEpSIT O0pa30BAHHUETO KATO NPHOPHUTETECH
CEKTOp, HOCEI[ Chpa3MepHa meyanda CrIpsMO BIOKEHHTE MHBECTHIIMH, € HEOOXOIMMO [a C€ ThPCAT
JPYTH PEIICHHUS.

3a Cch3IaBaHETO HA MHTEPAKTHBHO MynTUMenuitHo 3d chabpkaHHe € HEOOXOIWM IMakeT OT
MPOTPaMHU MPOIYKTH, BKITIOYBAIIL CIICHUTE Bh3MOKHOCTH:

KauecTBeHa Tpur3MepHa BU3yanu3anus/peHaepiar (MTPOBU IBUTATEIN);

Cn3aaBane v anuMarus Ha 3d mepconaxk (codryeprn maketr 3a 3d MoaeTupaHe U aHUMAIIKS);
Cb3aBaHe Ha TEPEHM, EKCTEPUOpP W UHTEpUOp (codTyepHu maketu 3a 3d MojenupaHe WM UTPOBU
JIBUTATEITH, TIOIbPXKAIIN TaKaBa ()yHKIIHOHATHOCT);

VIMIOpT U BU3yaIn3alus Ha Ch3/IaJICHOTO ChAbpPKaHHE (MTPOBH ABUTATEIIH);

WIMIIOpT Ha aHMMAITHS U CHCTEMa 33 BBTPEITHA aHUMAIHs (MTPOBY JBUTATEIH);

WHTepaKTHBHO B3aMMOJICHCTBHE HA CIIEMEHTHUTE B Ch3IAJICHU CIICHH W M3KYCTBEHA MHTEIUTCHTHOCT
(urpoBu nBHTATEINN);

Pa3kiioHeHH HENWHEWHHM TUaJOrOBH CHUCTEMH, TOMIAPHKKA Ha ayJHO M BHICO ChAbPXKAHUE (MTPOBH
JIBUTATEITH).

1. 2d u 3d urpoBu aBurarenu (game engines)

B MHOrO ciydau rojgemu codTyepHH KOMIAHUH, PeaJu3Upaind YCIEIICH MPOCKT, MPEIOCTaBsIT
0e3MIaTHO TEXHUTE MPOrPAMHU MAKETH 32 HEKOMEPCHATHH IIETTH U IOPH 32 KOMEPCHAITHU TaKUBa 0
JOCTHTaHe ONpeJeNicH JUMHUT Ha redanOara. TakuBa ca HampuMep HSIKOM WTPOBU JIBUTATENH KaTo
Unreal Engine, Unity. [Ipyru npousBoautenu kato UNigine nperocTaBsT 3a CBOOOIHO MOJI3BaHE T.H.
KOMIOHUTH BEPCHUH, TP KOMTO Ca BKJIFOUCHH HE BCHYKU BH3MOXXHOCTH HAa KOMEpPCHAITHATA BEPCHUS.
ColiecTByBaT M pemieHust ¢ otBopeH kon kato Godot, mpu kouro nunensbt (MIT) maBa mouru
HEOTPaHUYCHH TIpaBa 3a MOJI3BaHEe HA UTPOBHUS JABUTATEN. B Hacmosiwama cmamust ca nOCO4eHu Camo
HAKOU OM HAli-NOnyaspHume npozpamuu npooykmu 3a 2020 a.

2. lponykTH 3a 3d MoeJMpaHe U AaHUMAIHUST

B 3aBrcuMOCT OT JHIleH3a 3a T0JI3BaHE MPOJYKTHTE 332 MOJCIMpAaHe W aHMMAIlMs MoraT Ja
OblaT OmpenesieHd KaTo KOMEPCHaliHH, CBOOOJHM W TakuBa ¢ oTBopeH koia. C ornen Ha
(YHKIMOHAHOCTUTE, KOWTO TMPEJOCTAaBiAT, Morar ja ObJaT pas3ieicHd Ha YHHUBEPCATHU U
CTeIUATU3UPAHH.

2.1. TlonmyJISIpHU YHHBEPCAJHH NPOAYKTH 32 3d MogeIMpaHe U aHUMAIHSI:
3ds Max (mpomsBoauten Autodesk), komepcraneH JTUIEH3;

Maya (nmpousBoauten Autodesk), komepcualieH JIMIEH3;

Cinema 4d (nmpousBoauTen Maxon), KoMepcHaieH JHICH3;

Houdini (mpoussoauten SideFX), komepcuaneH aumeHs;

Blender (mpousBoauten Blender Fondation), cBo6oieH TMIIEH3 C OTBOPEH KOJI.

YHUBEpCATHUTE MPOTrPAMHU IPOAYKTH ¢ KOMEPCHAJICH JIMIEH3 ca XapaKTepHU C MHOT000pa3ue
OT mpeaocTaBeHd (YHKIIMOHAIHOCTH B 00nacTTa Ha 30 MoJenupaHe W aHUMAIUs, HO B MOBEYETO
Clly4au JIMIEH3HUTE Ca C BHUCOKA CTOMHOCT, KOETO TM IMPaBU HEMOIXOJSI M300p 3a W3MOJ3BaHE OT
MHIVBHIYaJIeH MOTpeOuTen Wiu Manbk exur. Omie nmoBede MPOHM3BOIUTENUTE MPEMHHABAT KbM
TOJIMIIICH WJIM MECeYeH abOHAT, KOETO MpeBpbhIla codTyepHHs MakeT B yciayra. 3a 3amo3HaBaHE ¢
Bb3MOXKHOCTHTE Ha TMPOAYKTa B [OBEYETO CIy4al C€ MPENOCTaBs CTYICHTCKH JIMIEH3 32
HEKOMEPCHAITHO TOJI3BaHe, a MOHAKOra TaKWBa BEPCHHU ca ¢ HembiIHa (QyHKIMOHaIHOCT. V30poeHnTe
MO-TOpe KOMEPCHAIHH MPOrPaMHH MPOAYKTH Ca Ce YTBBPAWIM KaTo cTaHaapT B 3d cuMysamusra u
KAHO HHIYCTPHATA, KBJECTO C€ W3MOJ3BAaT 3a Ch3/laBaHe HAa aHUMAIMH, epeKTH, rpajioBe W JIOPH
BUPTYaJTHH CBETOBE.

3a cpKaleHHe YHUBEPCAITHUTE NMPOTPaMHH IPOJIYKTH 32 Ch3JaBaHEe Ha BUCOKO KauecTBeHO 3d
ChIbPXKAHUE U aHUMAIIUS C OTBOPEH KO He ca MHOT0. Haii-sipbk npumep 3a TaksB codryep ¢ Blender.
[TbpBOHAYaTHO MHOTO HAYMHACHIM MOTPEOUTENN HaMHUpaT MHTepdeiica Ha TO3H MPOAYKT 33 TPYHICH,



HO C M3JIM3aHETO Ha Bepcus 2.8 mHTEephEHCHT € MPOMEHEH W MPHUBJINYA BCE MOBEYE MMOTPEOUTEIH.
Jlpyra mpuuYMHA OrpaHHYaBaIla MOMYIIPHOCTTa My HPEIU € JHMICa Ha KOMEpCHAIHA MOIPHKKA Ha
(bupMu, paboTelH ¢ MPOAYKTa, MPUBUKHAIN C TaKaBa MPH KOMEPCHATHUTE MPOAYKTH, HO mpe3 2019—
20 romuna Blender Foundation mpemmara 1 komepcuanta moaapbxkka. C TakaBa moaapwikka Blender
ce mpuOIMmKaBa 10 MPOAYKTHTE, MPUIOOMIM CllaBaTta Ha WHIAYCTPUAJICH CTaHIapT. JlOMBIHUTEIHH
BB3MOYKHOCTH Ca MPEIOCTaBeHH ChC Ch3maBaHero Ha Blender Market, otkpaero morar ga Obaar
M3TETJICHH MHOXKECTBO JOMBJIHUTEIHN PA3IIMPEHUSA ¢ OTBOPEH KOJ, a ChII0 U KOMEPCHATHHA TaKHBa,
KOETO JOBEXJIa 0 HEOTPAaHWYEHO paslupeHHe Ha (YHKIIMOHATHOCTTA HA OCHOBHHS CO(TyepeH
[aKeT.

2.2. TlomyasipHu crneUUAJM3MPaHU NPOAYKTH 3a 3d MoJenaupaHe M aHUMAIHUA Ha
MePCOHAKH

YHUBEPCATHUTE MPOAYKTU CE XapaKTePH3UPAT C MIUPOKa (PYHKIMOHAITHOCT, HO MOHSIKOTa TOBa
BOJM JI0 3aTpyJHEHHE TPH U3y4aBaHETO MM. B pemuia ciydau € Mmo-mpakTHYHO H3IOJI3BAaHETO Ha
NOPOrpaMHU MPOJYKTH, HACOUCHH CaMo KbM efiHa crenuduyHa obnact Ha 30 NPHIOKEHHE KaTo
HalpuMep ch3/aBaHe 1 anHuMupane Ha 3d nepconaxku. Haii-momynsipHu Ha TO3H eTar ca!

Reallusion Character Creator — komepcuaseH JIUIEeH3;

Mixamo character creator (Adobe Fusion) — wegoyrouten smiens (6eta craauii Ha pa3paboTKa);
Daz 3d — cBoOoneH nuieHs;

Make Human — cBoOo/ieH JIuIIeH3 ¢ OTBOPEH KOJI.

Reallusion Character Creator npencraBs royisiM Opoil Bb3MOXHOCTH 3a Ch3laBaHe Ha 3d
aKThOpu, Ha 0aza Ha CHINECTBYBallM 0a30BH MOJeNH W OHOIMOTEKH C OOJNEKII0 W JIPYTH
MPUHAATICKHOCTH. 3a ChKAJCHUE TOJIsIMA YacT OT OMONMOTEYHUTE MAaKeTH M3UCKBAT IOMBJIHUTEIHO
3aKynyBaHe. B J0ombiHeHHE 32 aHUMHUpPaHEe Ha aKTbOPHTE € HEOOXOIMMO 3aKyMyBaHETO Ha OTJENICH
cobryep — Reallusion iClone u codryep 3a oOMEH Ha JaHHH MEXKIy [Bara MPOAYKTa —
iClone.3DXchange. ITocieanute BepcHH Ha MPOAYKTa Ce AbpXar TpomaBo Ha TBbpH auck (HDD),
MOpaji KOeTo 3a y00CTBO Ha MOTPEOUTEIIS € IPEMOPBhUUTEIIHO Ja ce u3noyizBa SSD ycTpoiicTBO, Ha
KOETO J1a ca pa3MoJIOKEHHU MPOITYKTUTE H ONOIHOTEKHUTE.

Mixamo Character creator e codtyep 3a MojenupaHe Ha aKThbOPH, MMO-KHCHO MPUAOOUT OT
Adobe. AnumanusTa Ha Ch3JaJCHUTE MEPCOHAKU Ce M3BBPIIBA 4pe3 BIUIOY] Ha 3d Momena Ha
yeOChpPBBp, KbJIETO KbM HETO ce priara rigging(npukauBane u CBbp3BaHe Ha CKelleT KbM 30 Mera) u
BIIOCJICZICTBHE MOTaT Ja ObJaT MPUIIOKEHH MHOXXECTBO CHIIECTBYBAIlM Ha ChPBBbpPa Motion capture
(3acHemane Ha JBW)KeHHME) aHMManuu. Llsmara Tasw (QyHKIMOHATHOCT € Mpe/IBUCHA KaTo
OTHOCHTENTHO Oe3muiaTtHa o Mixamo — MpoAyKTHT 3a Ch3/aBaHe Ha MEPCOHaXa € Oe3IUIaTeH, a ChIIo
Taka aBTOMAaTHYHOTO TPHKa4YBaHE M CBBbP3BAaHE Ha CKeleT KbM 3d Mema Ha ChpBbpa € Oe3IIaTHO 10
JOCTUTAHE Ha OIIPEeesIeH JIMMUT, CIIe]l H3UepPIBAHETO Ha KOWTO Ce M3MCKBA IIaTeH ADOHAMEHT 3a Ta3H
yciyra. Cren npupobuBanero Ha Mixamo ot Adobe nponyktsT € npernMenyBan B Adobe Fusion u
3acera e B 0eTa TecT Ha pa3paboTKa, KaTo JMIECH3bT 3a MOJI3BaHe BCE OLIE HE € U3siICHeH. Yebycmyrara
BCE OIIE CHIIECTBYBAa, HO Ca INPEMaxHATH MHOKECTBO OIIIMH, ChIOIeCTByBamm npenu. Cropex
uHdopmanusta Ha caiita Ha Adobe ycuusaTa ca HacodeHu KbM 100aBsiHe Ha 30 pelieHus B TEXHUSI
Bogern mpoxykt Photoshop.

Daz 3d e OesmiarteH copTyepeH MpoayKT 3a pa3paboTka Ha 3d mepcoHakm Ha 0aza Ha
Moau(puKanus Ha OCHOBHU Mozenu. [IpenocTaBar ce oTnesHi CBOOOIHY U TUIATCHW OMOJIMOTEKH OT
MPUHAJISKHOCTH KbM MIEPCOHAXKA.

Make Human e Oe3miateH codryep ¢ OTBOpeH KOJ, NpenHa3HauYeH 3a ch3naBaHe Ha 3d
XYMaHOUJIHM TIEPCOHAXH 4Ype3 MOAM(UKAIUS Ha XapaKTEPUCTUKUTE Ha TPEIBAPHTEIHO H30paHH
0azoBu Mojieu. [ToaabpKaT ce MHOKECTBO OMIIMH 3a rigging (mpukavBaHe W CBbP3BaHE Ha CKEJET
kbM 30 Momena) mupekTHO B cpemara 3a paspaborka. IlpemocTaBeHM ca HAITBJIHO Oe3IUIATHH
OMONMMOTEKH, CB3JaJCHM OT TOTPEOMTENUTE C PA3IMYHU TPUHAUISKHOCTH M aKcecoapu 3a
OKOMIUIEKTOBaHE Ha TMEepPCOHaXKa. 3aeJHO C MPOAYKTa ce pasnpocTpansBar pasmmpenus (plugins) kbm
Blender, kpaeTo kbM Ch3/a/ieHHsT IEPCOHAXK MOTAT Jia ObJAT MpUJIAraHd aHUMAIIUH, AOITbIHUTEIHA
o0paboTka, 1a ObIaT Ch3JaBaHH JAPEXH, aKCECOApH U JIp.

3a ynecHeHne Ha M3CIIe0BaTeIUTE B 00JIacTTa Ha Ch3/IaBaHE U NPUIOKECHUE HA MHTEPAKTUBHO
MyaTuMeaniino 3d ceappkaHne B 00yUEeHHETO Ha quarpamMa 1 e BusyaausupaH mpuMepeH o0 MoJIe,



KBIACTO Ca OTpPpa3€HHU BPB3KUTE Ha B3aMMOJICCTBHE HAa OCHOBHHUTE KOMIIOHCHTH H IIPOrpaMHUTE

MPOJYKTH 3a pearu3aius Ha HeoOX0ANMHATE (PYHKIIMOHATHOCTH.

ChagagaHe ¥ yNpaeneHue
Ha AManozun

PenpepyHr

MMNoPT Ha MOgenw,
AHUMALWKM U HWBA

BbLTPEWHD Ch3L4aBaHe Ha TEPEH,
AHMMALNK W HWBE,
aKo ce NoLoLpHa

3d wrpoen apuraten (game engine):

2 Unreal Engine - GeannaTtHa go pocTMraHe Ha
nAKKT oT Nevanta

2 Unity - BesnnaTHa fo AocTUrEaHe Ha
NAKMKT oT Nedanéa

2 Unigine - 5 BesnnaTHaTa EepcKA ca
EKNOYEHK OMPIAHMSEHNA HA QYHKLMOHANHoOCT

2 Cry Engine - pecTpyEUMK 3a BesnnatHo
nonseade B cepata Ha ofpasoeaHueTo

2 Godot - BesnNnaTHa ¢ OTBOPEH KOO,

MoLOpB¥ES W YNPaENEHWE
Ha Al

:] (M3KYCTEEHA MHTHMAWIEHTHOECT)

AN

Ch3faBaHe Ha TEPEH, NEpCoHa,
aHMMaLWKM N HWBA

MNoTpeGUTenckn
WHTepd e

CUMyNauKAa Ha
HU3UYHK NPOLECK

MoLEnMpaHe U aHUMALWA,
Ha NepcoHaMm

YHHBEpCANHH NPOOYKTH
33 3d MOLENWPEHE M GHUMaUMWA:

@ 3ds Max (npovaeoguTen Autodesk),
KOMEPCHENEH NHMLEHS

@ Maya (npovseoguTten Autodesk),
KOMERCHANEH NHULEHS

@ Cinema 4 (npovseoguTen Maxon),
KOMEPCHENEH NHMLEHS

@ Houdini (npovssoguTen SideFXx),
KOMEPCHENEH NHMLEHS

@ Blender (npomssoguren Blender Fondation),

OTBOPEH KOg,

Ouarpama 1

CrneuManuinpaHi NpoayKTH
33 3d MogenupaHe M aHuMaumna:

< Reallusion Character Creator
KOMEPCHANEH NULEHS

© Daz 3d - ceobogeH NKMUEHs

= Make Human cB000OeH NHUEHS
C OTBOREH Kou,

@ Mixame character creator
(Acobe Fusion)
GeTa cTaguit Ha paspaboTka

MpumepeH 0Bl MOAEN 38 Ch3LaBaHe Ha MHTEPaKTMBHO MyNTUMeAWAHO 3d cbhbpHaHWe

HpOI/ISBOHI/ITeHI/ITe YCCTO NPOMCHSAIT TAXHATA MAPKETHUHTOBA CTPATCrua, KOCTO MOXKE da JOBCAC
J0 IMpOMsHA Ha TEXHUTEC JIMICH3UOHHU ChIJIAIICHHA. Hopa,un Ta3u Npu4YrHa B JUarpamara C yae6eneH

mpu@T ca MPEACTaBeHU MPOAYKTUTE ¢ Oe3MIaTeH JHUIEH3 U OTBOPEH Ko (OPen source).

Jlnteparypa:

1. Geig M., Unity Game Development in 24 Hours, Sams Teach Yourself, 2018.

2. Manzur A., Marque G., Godot Engine Game Development in 24 Hours, Sams Teach Yourself,

2018.




