[TATTEPHDbI
[MPOIMPAMMUPOBAHNA
NP



OrnaBsnedHune

BRArOLAPHOCTU ittt ettt e et snnbe e e 7
YacTtb |. BBegeHune 9
[naBa 1. ApxuTtekTypa, NPONU3BOAUTENIBHOCTb U UTPbl  oeeeeeeeennees 18
YacTtb 11 [ pyroit B3rnsg Ha natTepHbl MPOEKTUPOBaHUSA 31
naBa 2. KomaHga (Command) .. 33
naea 3. Mpucnocob6neHel (Flyweight) ... a7
MnaBa 4. Habnwogatenb (ODSErver) ... 59
FnaBa 5. MPOTOTUN (ProtOtYPE) ovvecieiiiiiieiieciie e 79
FnaBa 6. OAMHOUKA (SINGleton) ..o 97
FnaBa 7. COCTOSAHME (SLALE)  .evvviiiiiiiiieiie ittt 117
YacTb Ill. MaTTepHbl ouepegHOCTH 141
nasa 8. [lBoliHOW 6ydhep (Double Buffer) ... 142
MnaBa 9. UrpoBoli UUKA (Game LOOP) .oveveeiieeieeiieiiee e 161
MnaBa 10. MeTop Update (Update Method) ...ccooocvvvieviiiiiiiiiins 181
YacTtb IV. MaTtTepHbl noBegeHns 199
naBa 11. baliT-kog (Bytecode) 200
naBa 12. Mopaknacc necovyHunuya (Subclass Sandbox) 232
Mnaea 13. O6beKT TMna (Type Object) .. 248
YacTtb V. MaTTepHbl yMeHbLIEeHNs CBA3aHHOCTHN 271
nasa 14. KOMMNOHEHT (COMPONENT) oooieiiiiiiiiiieiie e 272
nasa 15. Ouepeab co6bITUI (Event QuUeUe) .......cocoiciiciicenens 296
naBa 16. JlokaTop cnyxX6 (Service Locator) .....cccccevveneeniieeinnns 321
YacTtb VI. MaTTepHbl onTuMmu3auyum 341
naBa 17. TokanbHOCTb AaHHbIX (Data Locality) ....cccveveiiiennne 343

naBa 18. ['pA3HbIA hnar (Dirty Flag) ........ s 370
naBa 19. Myn o6bekToB (Object Pool)
naea 20. MpocTpaHcTBEHHOEe pa3bueHune (Spatial Partition) ... 407

MpeamMeTHbIA yKkasaTenb 428



