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AHOTALIIA
Y naniit poOoTi Oyno po3poOIEHO BIACHUM ITPOBUN PYIIINA AJIi CTBOPEHHS
koMI'toTepHux 2D-irop 31 3py4HuM rpadidHuM 1HTEpQeHcoM KOpUCTyBaua, SKUI
CIpPOIIy€E TpolecH po3poOku rTpu. PemakTtop mo3BoJsie pPO3pOOHHMKAM IIBUIKO,
penaryBaTé CyTHOCTI, JIO/laBaTH KOMITOHEHTH, CTBOPIOBAaTH CKpUIITH, KepyBaTH

pecypcamMu Ta KOMIITIOBATH TPY.

Knrwowuoei cnoea: Penaxrop, WPF, C#, C++, Vulkan

ABSTRACT
In this work, a custom game engine was developed for creating 2D computer
games with a user-friendly graphical interface that simplifies the game development
process. The editor allows developers to quickly edit entities, add components, create

scripts, manage resources, and compile the game.

Keywords: Editor, WPF, C#, C++, Vulkan

KBamidikamiitna po0OoTa  MICTUTh  pE3ylbTaTH  BIACHUX  JIOCTIIKCHbD.
Buxopucrtanusi i7ei, pe3yJabTaTiB 1 TEKCTIB HAYKOBUX JOCIHIJKEHb 1HIIMX aBTOPIB
MaroTh TOCHUJIAHHS Ha BIJITOBIIHE JKEPETIO.

J.I'. SIxoBenp

(migmuc)
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BCTYII

AKTYyaJIbHicTh po060TH. HecTanmapTHi irpoBi pyiiii BUMararoTh CeIiaIbHIX
peIaKkTopiB, OCKIIBLKH poOoTa 3 (aittamu camoro pymiis Ta API moxke 3aitHsatu 6arato
qacy Ta OyTH CKJIaTHOIO.

Meta po6oTu. MeTa IbOTO IPOEKTY MOJIATaNa B TOMY, 1100 po3poduTu
3pY4YHHIl Bi3yadbHUHN pEeAaKTOp JJIsl CTBOPEHOTO HAMM PaHillie irpOBOTO PYIIis, SKHiA
Ou HaZlaBaB 3py4Hi ICTPYMEHTH JJIsl pOOOTH 31 CIIeHaMM, KEpyBaHHS pecypcaMu Ta
TeCTyBaHHS (DYHKIIIH TpH.

3aBaaHHA po0OTH — PO3IIUPUTH PO3pOOIEHUH paHilie pyurii 2D-irop
3pyYHUM Bi3yaJIbHUM peAakTopoM. J[J1s1 JOCSTHEHHSI TOCTABICHOT METH OYI10
BUKOHAHO HACTYITHI 3aB/IaHHS:

e Po3pobiena MoaynbHa Ta MacITaboBaHa apXiTEKTypa JJid peaakTopa, 1o
JIO3BOJISIE JIETKO PO3IIMPIOBATH Ta HAJAIITOBYBATH HOTO.

e Peani3oBaHO iHTErpaLiio pyIis, 0 3a0e3neuye Bi3yaai3alilo CLUEHHU B peXUMI
peasIbHOTO Yacy.

e Po3po0ieHi IHCTPYMEHTH JJ1sl 3aBaHTAXKECHHS, YIIOPSIIKYBaHHS Ta peAaryBaHHs
ayzio - Ta rpadiuHUX pecypcCiB.
e Peani3oBaHo IHTYiTUBHUHI 1HTEepENC 1T pO3MILIEHHS 00'€KTIB, HAAILITYBAHHS

BJIACTUBOCTEH 1 BU3HAYCHHS JIOTIKH TPH.

e CTBOpHUB CHUCTEMY JIJIsI CTBOPEHHS 1HTEp(EICiB KOpUCTYBaya, TaKl sIK KHOIIKH,
MEHIO Ta 1HIII €JIEMEHTH.

e (Cucrtemy CKpHIITIB.

e JlonaHO MOXJIMBICTh CKOMITUTIOBATH MPOEKT Y TOTOBY TPY.

HaykoBa HOBU3HA Ta NPAKTUYHA WiHHICTH BUKOPUCTOBYIOUH TEpEeBaru
nepeaoBux TexHosorii, Takux sk C++ 1 WPF C#, 1ieit npo€ekT MicTUTh
Crieliali30BaHUM peaaKkTop, po3poOJeHNUM CeIiaibHO sl BIACHOTO JTBOBUMIPHOTO
IrpOBOTO YIS,

IIpakTuyHe 3HAYEHHSA. 3 TPAKTUYHOI TOUKH 30PY, PEIAKTOP CKOPOUYE Yac,
HEOOX1THHM JIJIs1 PO3POOKHU TPHU, CIIPOIITYIOUX Ta IPUCKOPIO0UH Tporiec. Po3poOHukm
MOXKYTh 3 JIETKICTIO CTBOPIOBATH, TECTYBATH Ta MOKPAIIyBaTH irpH 32 JOTIOMOTOIO



I[LOTO IHCTPYMEHTY, 3MEHILIYIOUM BUTPATH Ta Yyac Ha po3poOKy. J103Bosi€ MIBUIKO Ta
IPOCTO CBOPUTHU AECTUPUOYTHUB I'PH.



PO31JI 1. BukopucTaHi TeXHOJIOTII AJIs1 peaizanii MPOEKTY

1.1 C++

C++ — 11e BUCOKOpIBHEBA MOBA MPOTPaMyBaHHS, KA MA€ MATPUMKY 00’ €KTHO-
OpIEHTOBAHOTO, MPOLEAYPHOTO Ta 3araJibHOTO MporpamyBaHHs. BoHa Oyna cTBopeHa
B'spuom Crpayctpynom y 1983 porii sik po3uupensst Mo C. ['0JI0BHOIO METOIO
po3po0ku C++ Oyiio HajgaHHS PO3POOHUKAM MOMIJIMBOCTI BUKOPUCTOBYBATH
00’ €KTHO-OPIEHTOBAHI MIXOU pa3oM 3 yciMa repeBaraMu, siki Hajasana mosa C,
30epiraroui i e)eKTUBHICT 1 HU3bKOPIBHEBHH JOCTYII 10 arapaTHOTO 3a0e3MeueHHs.

C++ € GaraTromapagurMaibHOIO MOBOIO, 1[0 POOUTH 11 THYUKOIO JUISl PI3HUX
TUIIIB 3aBJaHb. MOBa J103BOJISIE BUKOPUCTOBYBATH SIK MPOLIETYPHUH, TaK 1 00’ €KTHO-
OpIEHTOBAHUM CTUJIb MPOTPAMyBaHHS, III0 POOUTS ii 1/1€aTbHOIO JJI1 CTBOPEHHS SIK
HU3BKOPIBHEBUX CUCTEMHUX JIOJATKIB, TaK 1 CKJIIATHUX MPOTPAMHUX CUCTEM.
OCHOBHI MOJIUBOCT1 MOBHU:

1. O6’exTHO-0OpieHTOBaHE nporpamyBanHs (OOII)

o Kiacu ta 00’ extu. OcHoBoro OOII € xoHuenii knacis 1 00’ ekTiB. Knac €
11abJIOHOM J1J1sl CTBOPEHHS 00’ €KTIB, sIK1 MalOTh AaHi (1oJis) 1 PyHKIi
(MeToaun), 0 MAHIMYIIOOTH IUMH TaHUMHU.

o IHkamcymsuisa. 3aBasku MexaHi3My 1HKancyssmii, C++ 103BoJisie€ XOBaTH
BHYTPIIIHIO peati3allito KJIaciB, HaJlalouu JOCTYI A0 JaHUX JIUIIE Yepes
crieliaJibHO BU3HaYeH1 MeToau. Lle 3a0e3nedye KOHTPOJIb JOCTYMY JI0
JAHUX 1 MIJIBUIY€E OE3TEKy KOTY.

o HacmigyBanns. C++ 103BoJisie CTBOPIOBATH HOBI KJIACH Ha OCHOBI BXKE
ICHYIOUMX, BUKOPUCTOBYIOUM MEXaHi3M HaciiayBanHs. Lle cripusie
MOBTOPHOMY BUKOPHUCTAHHIO KOJIy Ta CTBOPEHHIO 1€papXIdYHUX CTPYKTYP.

o [Momimopdizm. [Tomimopdizm qo3BoIIsSIE PyHKIIISIM 1 METOAAM 0OPOOIISITH
00’€KTH PI3HUX THUMIB Yepe3 enuHuil intepdeiic. C++ marpumye asa
TUIHX MOMIMOP(I13MY: KOMIUISIIIAHUY (depe3 mabloH!) Ta BAKOHYBaHUN
(uepe3 BIpTyasibHI PYHKIIIT).

2. llla6monu (Templates) [llabmorn B C++ M03BOJIAIOTH CTBOPIOBATH y3arajJbHEHI
KJ1acu Ta QyHKIIT, AKi IPaLtolTh 3 OyAb-IKUMH TUIIAMH JaHux. Lle poouts xox
OUJIBIII THYYKHM 1 JI03BOJISIE YHUKATH 1yOntoBaHHd Koay. [llabmoHu € ocHOBOIO
st ctBopenHs STL (Standard Template Library), sika MicTUTB y3araiabHEeH1
QITOPUTMH 1 CTPYKTYPHU JAHUX.

3. CranmaptHa 616mioTeka maomoHiB (STL) STL — 11e moTy>KHUN 1HCTPYMEHT ISt
poOOTH 3 KOHTEHHEpaMu, iTeparopamu 1 anroputMamu. Bona MicTuth 6a30Bi
CTPYKTYPH JTaHUX, TaKi K CIUCKU, BEKTOPU, MHOKUHHU Ta aCOIllaTUBHI
KOHTEHHEPH, a TaKOK (QYHKIIIT 1711 0OPOOKH ITMX CTPYKTYP.



4. KepyBanus nam'sttio C++ 103B0OJIE€ IPOrpaMicCTy MOBHICTIO KOHTPOJIIOBATH
BUIUJICHHS 1 3BUILHEHHS IIaM’ATI, IO Ja€ MOXKJIMBICTh ITMCATH
BHUCOKOE(DEKTUBHUI KO/, aJIe BOJJHOUAC BUMAarae 0COOIMBOI yBaru, OCKUIbKH
HelpaBUJIbHE KepyBaHHs MaM’ SITTIO MOXKE MPU3BECTH 0 BUTOKIB IIaM’sITI UH
MOMMWIOK Yy po0oTi mporpaMu. ¥ C++ iCHYIOTh JiBa OCHOBHI CIIOCOOM KE€pYBaHHS
MaM'sITTIO:

o ABToMaThyHe BUILJIeHHSI nam'saTi. CTEKOB1 3MIHHI aBTOMaTUYHO
3BUIBHAIOTHCA MICTS BUXOY 3 00JaCTi BUIUMOCTI.

o JlmHamiuHe BuaUTeHHs nam'saTi. Omeparopu New i delete.
BUKOPUCTOBYIOTHCS JIJIsl BUALICHHS 1 3BUTbHEHHS MaM'sITi B KYTIL.

5. VYka3iBHUKHU Ta HU3bKOPiBHEBA poOOTa 3 MaM ATTIO Y Ka31iBHUKH — 1€ 3MiHHI, 110
30epiratoTh aapecy B mam’aTi. BOHU 103BOMSIOTH MporpamicTam MpaioBaTu
0e3nocepeIHbOo 3 Mam’SITTIO, 0 HAJa€e BETUKI MOXKIMBOCTI JJIsSl ONITUMI3AIlii,
ajyie BUMarae oco0JIMBOi 00epeKHOCTI.

o YKa31BHHMKH JIO3BOJISIIOTh peajli3yBaTH CTPYKTYpHU JaHUX, TaKi 5K
JMHAMI4H1 MAaCHUBH, 3B’s3aH1 CIIUCKH 1 JiepeBa.

o PoboTta 3 yka3iBHUKaMH MOX€E CIIPUYUHUTH KPUTUYHI TTOMUJIKH, TaK1 5K
JOCTYT 10 HEBUA1JIEHOT 001acTi aM’aTi ab0 BUTIK IMam’sITi.

1.2 WPF

WPF (Windows Presentation Foundation) — 1ie cygacHa TeXHOJIOTs,
po3pobiieHa kommaHiero Microsoft 1yist CTBOpeHHST HaCTUIBHUX JIOJATKIB 13 OaraTumMu
kopuctyBaibkumu iHTepdeiicamu (Ul) ans onepartiitnoi cucremu Windows. WPF
oyna npencrasnena y .NET Framework 3.0 sik wactuna rutargopmu .NET i
3a0e3neuye MOTYKH1 THCTPYMEHTH ISl pO3pOOKH TUHAMIYHUX, IHTEPAKTUBHUX Ta
BI3yalibHO NpuBadMBHX AoaatkiB. Moxmusocti WPF:

1. Bekrtopna rpadika

o WPF BUKOpHCTOBY€E BEKTOpPHY rpadiKy i BiAOOpaKeHHS €IEMEHTIB
1HTepdeicy, o 103BOJISIE MacIITa0yBaTH BMICT O€3 BTPaTH SIKOCTI.
3aBasiky 11bOMY 1HTEp(dENC TOJaTKIB MOXKE BUITISIIATH YITKUM HE3aJIEKHO
B1JI PO3/IiILHOI 3/ITaTHOCTI €KpaHa.

o lle Takox crpoiye cTBopeHHs rpadiuanx e(eKTiB, TAKMX IK OOCPTaHHS,
MaciiTabyBaHHs Ta aHIMallii.

2. XAML (Extensible Application Markup Language)

o  XAML - 11e MoBa pO3MITKH, 10 BUKOPUCTOBYETHCS JIJISI OTIHCY
Bi3yaJbHUX eyieMeHTiB 1 makeTiB y WPF. Bona no3Bosnsie po3poOHnkam
PO3AUIATH JIOTIKY 1HTEep(ercy Bl JIOTIKA TPOTrPaMHOro KOy, 110
MOJIETIIYE PO3POOKY Ta MIATPUMKY BEIUKUX AOAATKIB.



3. Ilpus'sa3ka nanux (Data Binding)

(¢]

Onniero 3 HannoTyxHImMX GyHkuid WPF e nigrpumka npus'szku
TaHWX, SKa JO3BOJISIE 3'€IHYBATH €IIEMEHTH iHTep(delicy 3 TaHUMHU, 110
30epirarThCs y JpKepesax JaHuX (Hanpukiaz, y 6asi gaHux, ¢gainax adbo
o0'ekTax mporpammu).

[IpuB'a3ka qanux 3abe3nedye aBTOMaTUYHE OHOBJICHHS eneMeHTiB Ul
IIPU 3MiH1 3HaY€Hb Y MOJIEJII JIAaHUX, 1[0 CIPUSIE CTBOPEHHIO THYYKHX 1
JTUHAMIYHUX 1HTEep(encCiB.

4. Ctuni Ta mabnonu (Styles and Templates)

(o]

WPF no3Bosisie po3poOHUKaM HaJAIITOBYBATH 30BHIITHIN BUTIIS
enemenTiB Ul 3a momomororo ctuitiB i mabioHiB. Lle mo3Boise
CTBOPIOBATH €IUHUN CTUIJIB JI BCHOTO JOAATKy a00 OKPEMHX CIEMEHTIB,
10 3HAYHO MOKPAIIy€e YUTAOCIBHICTh KOY.

Crui BU3HAYaIoTh BIACTUBOCTI €JI€MEHTIB (HapUKIiIa, KOJIbOPH,
po3mip mpu@TiB), a MIAOJTOHN BU3HAYAIOTH, SIK €JIEMEHT OyJie BUITISAATH 1
K Moro BMICT Oyzie Bi1OOpaskaTucs.

5. Awnimars

O

WPF Mae BOyi0oBaHy MiATPUMKY aHIMAIIii 1711 CTBOPEHHSI PUBAOIMBUX
Bi3yaJbHUX €(eKTiB. AHIMAIlll MOKHA BUKOPUCTOBYBATH JIJIsl 3MIHU
BJIACTUBOCTEH €JIEMEHTIB, TAKUX SIK PO3MIp, MOJIO0KESHHS, KOIIP TOIIIO.
Amnimarii B WPF nierko Bu3zHavarothcs 3a jonoMmororo XAML a6o
MPOTPaMHO, IO JI03BOJISIE CTBOPIOBATH SIK MPOCTI, TaK 1 CKJIAJIHI
Bi3yaJibH1 e(heKTH.

6. Cucrtema maketiB (Layout System)

(o]

O

WPF npornonye rHydKy CUCTEMY MAKETIB JIJisi CTBOPEHHS JUHAMIUHHUX
1HTEp(ENCIB, Kl aIANTYIOTHCSA A0 PI3HUX PO3MIPIB 1 OpIEHTALINA BIKOH.
OcCHOBHI TTaHEJ 1 MaKEeTIB BKIIOYAIOTh:
» Grid: mo3Bossie po3ouBaru iHTepdeiic Ha PSIKU Ta CTOBIIII.
» StackPanel: po3Mirye eaeMeHTH BEpTHKAILHO 200
TOPU30HTANBHO.
«  WrapPanel: po3miiitye eneMeHTH y PAAOK, SIKUH MIEPEHOCUTHCS,
SIKIO 3aKIHYYETHCS TTPOCTIP.
= Canvas: 103BoJIsiE TOUHO TO3UIIOHYBATH €JIEMEHTH 32
KOOPJMHATAMH.

7. Pecypcu (Resources)
o Y WPF moxHa BU3HauaTH pecypcH, Takl K CTUI, pUdTH, Ta

BUKOPUCTOBYBATH iX Y PI3HUX YacTUHAX J0AaTKy. Lle mo3Bosise gerko
3MIHIOBaTH 30BHIIIHIN BUIIIA BCHOTO JI0AATKY, 3SMIHUBIIIH JIUILIE OJTHE
MICIIE B KOJII.

Pecypcu MOxxyTh OyTH BU3HA4Y€H1 HA PiBHI JOJATKY, BIKHA 200 OKPEMOTO
eJIEMEHTA.

8. IMlintpumka 3D-rpadiku



o WPF mae BOynoBany miarpumky 3D-rpadiku, 110 A03BOJIsIE CTBOPIOBATU
00’eMHI1 MOJIeIi 1 IHTepaKTUBHI TpUBUMIpHI iHTepdeiicu. 3D-rpadika B
WPF 6a3yerbcst Ha BUKOPHUCTaHHI BEKTOPHUX 00'€KTIB Ta JI03BOJISIE
MpaIloBaTH 3 FTEOMETPIEI0, OCBITIICHHSIM 1 KaMEpaMH.

9. IMoryxna monens nofii (Event System)

o WPF BuUKOpHCTOBYE MOKpaIlIeHY MOJCIb MO1/ MOPIBHSIHO 3
tpagunitauMu Windows Forms. IcHy0Th Taki TN TOJIIH, SIK
MapHIpyTH30BaHi noii (routed events), siki JO3BOJISIFOTH 0OPOOISATH TOAIT
Ha PiBHI KOHTEHHEPIB, HABITh SKIIO JHKEPEIIO TOiT — BKIAJCHUH
CJIEMEHT.

o Iloxii MoxyTh OyTH 00pOOICHI y BUNIIAII TTiqHIMabHAUX Tioaii (bubbling
events), KOJIM TIOA1Sl MPOXOAUTD Yepe3 JEPEBO €IEMEHTIB BiJl JOUipHBOTO
110 0aThKIBCHKOTO, a00 TyHEIBHUX MOJIH (tunneling events), Koy Mois
IPOXOJIUTH Y 3BOPOTHOMY HAIPSIMKY — BiJ] 0aTbKIBCHKOTO /10 AOYIPHBOTO.

1.3 Vulkan

Vulkan API € onHuM 13 HalOUIBII NTEPEIOBUX I'paiuHUX Ta OOUUCITIOBATBHUX
IHCTPYMEHTIB JIJI1 CTBOPEHHS JOJIaTKIB 3 BUCOKUMU BUMOTaMU J0 MPOAYKTUBHOCTI.
Moro HU3bKOPIBHEBMIA Mi/IXi/ Ha/la€ PO3POOHNKAM Maiike MOBHHIT KOHTPOIIb HAJL
GPU, no3Bosisitoun BUKOPUCTOBYBATH arapaTHI PECypCcy MaKCUMaIbHO €(DEKTUBHO.
[e BKiIFO4a€ onTUMI3aIliI0 POOOTH 3 TIaM’SITTIO, TOUHUN PO3MOILT OOUUCTIOBAIEHUX
3aBJIaHb 1 HAJIAIITYBaHHS MIEHIEPIB, IO KPUTUYHO BAXIIMBO JIJIS TpadivyHO
IHTEHCUBHUX 3aJ1a4.

Opna 3 xkmouoBux nepesar Vulkan — 11e MOXIJIMBICTh pyYHOTO KEPYBaHHS
nam’siTTI0. PO3pOOHMKM MalOTh 3MOTY BU3HAYATH, SIK 1 KOJIM BUILISATH a00 3BUIBHATH
pecypcu, o A03BOJISIE YHUKHYTH HEMOTPIOHUX HAKJIaAHUX BUTPAT, MPUTAMAHHHUX
aBTOMaTUYHOMY KepyBaHHI0. Lle BinkpuBae nBepi 1l TOUHUX ONTUMI3AIlH, 5K €
HEMO>KJIMBUMH MPU BUKOPUCTAHHI TPAAUIIHHUX BUCOKOpiBHEBUX API.

Vulkan no3Bossie opranizoByBaTH KOMaHIU B YePTH Ta MPAIIOBATH 3
KOMaHJIHUMHU Oydepamu, ski oTiM nepenarotrbest Ha BukoHanHa GPU. Lle nae 3mory
MakcuManbHO eexkTuBHO BukopuctoByBaT pecypcu GPU ta CPU, po3noainisioun
poboTy Mixk HUMH. Hanpukia, komMmaHja peHIepruHTy MOKe OyTH BUKOHAHA
OJTHOYACHO 3 MiJATOTOBKOIO HOBUX JaHUX JAJISi OOYHCIICHb.

Ha Binminy Bix crapimmx API, Takux sik OpenGL, Vulkan criemianbsao
CTBOPEHMI JJIs1 MATPUMKH 0araTornoToOKOBOTO cepefoBHIna. Po3poOHUKN MOXKYTh
BUKOPHCTOBYBATH BCI sAIpa MPOIECOpa, PO3MOIISI0OUNA 00UNCIIOBANIbHI 3aBJaHHS MIXK



noTokamu. Lle 0co6IMBO KOPUCHO B IrpOBUX JOAATKaX, /€ 3aBIaHHs (Pi3UKH, aHIMaITil
Ta PEHACPUHTY MOKHA BUKOHYBATH MapayelbHO, 3MCHITYIOYH 3aTPUMKH.

Vulkan mae Bpaxkarouy MyJIbTHUILIATPOPMEHHY CYMICHICTb, TO3BOJISIOUN
MpAaLoOBaTH K Ha MOTYXHUX HAacTUIbHUX [1K, Tak 1 Ha MOOUTBHUX MPUCTPOSIX.
3aasxu MoltenVK, Vulkan Takox miarpumyetbes Ha macOS, 1110 poOUTh HOro
YHIBEpCAIBHUM IHCTPYMEHTOM JIJIs1 KpOCIIIIaT(HOPMEHOT pO3POOKH.

Oxpim rpadiudoro penaepunry, Vulkan miarpumye o6unciitoBaibHi 3a/1a4i
3apasiku Compute Shaders. Lle no3ponsie BukopuctoByBatu API He nuie ams irop, a
1 U1 iHIMX rpadivHo IHTEHCUBHUX 3aBJIaHb, TAKWX SIK MAlllMHHE HaBYaHHS, 00poOKa
300pakeHb, CUMYJISIIIT Ta Bi3yasi3amis JaHHX.

Vulkan API Mae MoaysbHY apXIiTEKTYpY, IO JO3BOJISIE JOAaBATH HOB1 (DyHKIII]
yepe3 posmupeHHs. L{e o3navae, 1o po3poOHUKN MOXKYTh 10JaBaTu ado
BUKOPUCTOBYBATHU clelM(DIUHI MOMKIMBOCTI JIJIs1 KOHKPETHUX MPUCTPOIB abO0 3a1ay.
Hanpuknan, supoonuku GPU, taki sik NVIDIA ta AMD, M0oXyTh IpOnOHyBaTu
BJIACH1 PO3IIMPEHHS 7151 IOKPAIEHHs MPOyKTUBHOCTI a00 J10/IaBaHHSI HOBUX

GyHKIIIH.

Ha Binminy Bix OpenGL, Vulkan API 3a0e3neuye Ou1blry nepeadaqyBaHiCcTh 1
cTabuIbHICTh. BiH He nomyckae 6araTtboxX MOMJIMBUX MOMUJIOK Y MPOIEC] BUKOHAHHS
3aBJsIKM 000B’A3KOBIM BaJliJlallii Ta MONEpeIHLOMY HAJIAIITYBAHHIO BCIX pecypciB. Lle
Jla€ po3pOOHMKAM BIIEBHEHICTh Y CTA0ILHOCTI pOOOTH AOJATKY Ha PI3HUX
IPUCTPOSIX.

Vulkan BukopucroBye SPIR-V, mpomixkauii MoBa Jij1s1 1€ epiB, 110
3abe3reuye Kpalry MpoayKTUBHICTh IMMOPIBHSIHO 3 TPAAUIIMHUMH MOBaMH, TAKUMH SIK
GLSL. SPIR-V no3Bossie KOMIIIOBATH MIEHIEPH HA €Tarll po3pO0KH, 3MEHIITYIOUN
BUTPATH Ha KOMIUIAIIIO IM1]1 YaC BUKOHAHHS MIPOTPaMHU.

OcHoBHi 00extn Vulkan:

1. Imcranc (Instance) - [ncranc € romoBarM 00’ ekToM Vulkan, skuii
MIPEICTABIISIE IOIATOK 1 iHimiani3ye B3aemomiro 3 API. Uepes iHcTaHC 101aTOK
oTpuMye octyn 10 gizuunux npuctpoiB (GPU), po3uupens Ta mapis
Bajijanii. [HcTaHC TakoK BUCTYIA€ TOYKOIO BXOAY JUIsl HAJIAIUTYBaHHS
cepenoBuiia BukoHanus Vulkan.

2. ®izuunuii npuctpiii (Physical Device) - ®i3uunuil npucTpiil mpeacTaBisie
KOHKpETHE arnapatHe 3abe3neueHHs, Take sk GPU abo iHTerpoBanuit
rpadiunumii nporecop. Yepes dhizuuHMil npucTpiil pO3pOOHUKN MOXKYTh
oTpuMyBaTu iH(popmaito npo moxiauBocTi GPU, noctymnHi hopmaru
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300paxKeHb, TUIU MaM SAT1 Ta MATPUMYBaH1 (PyHKIIIT, TaKi K TpacyBaHHs
poMeHiB 200 6araTomoTOKOBICTb.

. Jloriunuii npuctpiii (Logical Device) - Jloriuauii mpuctpiit — 11e 00’ €KT,
SKUU J03BOJISE JOJIATKY MPAIIOBaTH 3 BUOpaHUM (i3MUHUM MPUCTPoeM. Uepes
JIOTIYHUM TIPUCTPINA PO3POOHUKH CTBOPIOIOTH YEPTH KOMaH/, KEPYIOTh
pecypcaMu Ta BUKOHYIOTh oliepallii peHaepunry adbo oouucienss. Jloriunuii
MPUCTPii 3a6e31euye T0CTYI 10 crelu@IuHNX PYHKIIIOHATIBHIUX MOYKIUBOCTEH
(b13UIHOTO MIPUCTPOIO.

Komananuii 6ydep (Command Buffer) - Komanauuii 6ydep
BUKOPHUCTOBYETHCA JUis 30epiranns koMaunz, ki GPU BukoHye mijg yac
peHIepuHTy a00 00UMCIIOBaIbHIX 3a7a4. KoMaHa1 MOXKYTh BKITIOYATH
MaJTIOBaHHS T€OMETPIi, KOMIIOBaHHA JaHUX MK OydepamMu abo CHHXPOHI3AIIII0
pecypci. Lleit 00’eKT 103BOJIsSIE PO3MOALIATH 3aBIaHHS MIXK IMTOTOKAMH Ta
ONTUMI3yBaTH OOYUCIICHHS.

. Uepra komana (Command Queue) - Uepra koMaH 1 IPEJACTABIISAE YEPTY IS
BUKOHAHHS KOMaH]I, 3alTucanux y komanH1 0ydepu. Vulkan no3Bossie
BUKOPHCTOBYBATH KUJIbKA Y€PT, KI MOKYTh BUKOHYBAaTHUCH MapajelibHo,
3aJIeKHO B1Jl MOXJIMBOCTEH armapaTHoro 3a0e3neueHHs. Lle nqo3Bosie
OJTHOYACHO BUKOHYBATH PEHIEPUHT, OOUUCIIEHHS Ta OIepallii 3 nepeaaycto
JTAHUX.

Bydepu ta 306pa:xenns (Buffers and Images) - bydepu ta 300paxkeHHs €
OCHOBHHMMM 00’ekTamu AJig 30epiranus ganux y Vulkan. bydepu
BUKOPHUCTOBYIOTHCSA JUIsl 30€piranHs iHpopMaliii, HapuKJIag BEPIIHH a00
1HJIEKC1B, TOA1 SIK 300pa’KeHHS 30epIraloTh TEKCTYPH, KapTH MIMOUHU a00
KOJIbOPOBI JaH1. PO3pOOHMKN MatOTh TOBHUM KOHTPOJIb HAJl iXHBOIO MaM’ SITTIO
Ta OpraHi3alli€lo.

I[Mam'are (Memory) - Vulkan API nanae po3poOHukamM npsiMuii 10CTyH 10
KepyBaHHs naM’ATTI0. O0’€KT mam’ STl IpUB’SI3yeThCs 10 OydepiB adbo
300paKeHb ISl BUIIIICHHS peCypcCiB. 3aBIsIKM 1IbOMY MOKHA JJOCSTTU
MaKCUMaJIbHOI €(DEKTUBHOCTI Yepe3 ONTUMI3ZAIlII0 PO3IOALTY MaM’sITi s
crenudigyHuX 3a1a4.

Cemmuiepu (Samplers) - CeMiuiepy BUKOPUCTOBYIOTHCS JJ1s1 BU3HAUYCHHS, SIK
TEKCTYpPH 3aCTOCOBYIOTHCS 10 IOBEPXOHb. BOHM HaNamTOBYIOTH MapamMeTpu
¢inpTparlii, BIZoOpaXeHHS TEKCTYP Y PI3HUX MacIITadax i MOBEAIHKY MpU
BUXO/I1 32 MeXI1 TekcTypu. Lle 103BosIsie OTpUMaTH KOHTPOJIb Ha/l BUTTISIIOM
MaTepiaiiB 1 TEKCTYp Y peHIECPUHTY.

leiinepui moay.i (Shader Modules) - leligepHi Moy € KOHTeHHEpaMu
JUTSL KOy TIeiiepiB, ki BukonytoTbest Ha GPU. V Vulkan meiinepu nunrytecs
Ha SPIR-V, mo 3a0e3neuye ixHio epektuBHy 00pooOKy. lleiinepu moxxHa
BUKOPHCTOBYBATH JIJIS 3aBJaHb, TAKUX SIK BEPIIMHHA TpaHcopmarris,
PO3paxyHOK OCBITJICHHS 200 00OUYUCICHHS (P1I3UUHUX CUMYJISAIIIN.
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10.Penpnep-npoxoau Ta mignpoxoau (Render Passes and Subpasses) - Pennep-
MIPOXOJI BU3HAYAIOTH MOPSIJIOK 1 CIOCOOU PEHJICPUHTY, 30KpeMa, K1 111
(kopopoBi Oydepu, Oydepu rmuOUMHN) BUKOPUCTOBYIOTHCA. [Tianpoxoau
TI03BOJISIIOTH OpraHi3yBaTH BUKOHAHHS CKJIATHUX PCHICPHHT-3aB/IaHb,
HaIPUKIIA]] TOCTOOPOOKH, Y MeKaxX OJTHOTO peHACP-TIPOXOTY.

11.Cunxponizauist (Synchronization) - Cunxponizamist y Vulkan 31iiicHIOETBCS
3a JIOTIOMOT010 00’ €KTIB, TaKUX sIK cemadopu Ta hexeHcu. Bonu 3abe3mneuyroTh
MIpaBUJIBHY MOCHIIOBHICTh BUKOHAHHS KOMAaH/T 1 JJO3BOJISTFOTH KOOPIUHYBATH
obuncmoBanbHi poriecu Mixk CPU ta GPU abo Mix pi3HMMHU Yepramu
KOMaH/I.

1.4 C#

C# (Ci Lapm) — e cydyacHa MOBa MporpaMyBaHHs, PO3pO0JIEHa KOMITAHIEIO
Microsoft y 2000 pori mijg kepiBHUIITBOM AHJepca ['eitiicoepra. Bona Oyna cTBopeHa
gk yactuHa maatdopmu .NET 1 npu3HaueHa A1 CTBOPEHHS Pi3HOMaHITHOTO
MPOTPAMHOT0 3a0€3MeUYEHHS: BiJl MPOCTUX KOHCOJBHUX JOJATKIB 10 MACIITAOHHUX
Be0-CepBICIB, MOOUIBHUX ITOP 1 KOPHOPATUBHUX cucTeM. C# moeHye B cO01 IPOCTOTY
Ta €JIETAaHTHICTh CHHTAKCUCY MOB BUCOKOTO PiBHS, TAKUX K Java, 13 MOTYKHUMH
IHCTpyMEHTaMH 11 HU3bKOPIBHEBOTO MIpOrpaMyBaHHs, mpuTaManHuMu C++.

C# € moBHICTIO 00’ €KTHO-OPIEHTOBAHOIO MOBOIO ITPOrPaMyBaHHS, 1110 O3HAYAE,
10 OCHOBOIO JIJIs1 CTBOPEHHS AOJATKIB € 00’ €KTH Ta Kkiacu. Kitacu BU3Ha4yaroTh
mabJIOHU 1711 CTBOPEHHS 00’ €KTIB, SIK1 IHKAIICYIIOIOTh JaH1 (I10JIs1) Ta MOBEAIHKY
(metoan). Lle 10o3BoJsiE CTBOPIOBATH IPOTPAMH, AK1 JETe MATPUMYBATH,
pPO3LIMPIOBATH Ta TeCTyBaTH. Hanpukiiaa, BUKOPUCTAHHS 1HKAMNCYIIALIT JOTOMAarae
MPUXOBYBATHU J€Tall peajizallii Ta BIAKPUBATH JIMIIE HeoOX1H1 QyHKLIT yepes3
nyosiuHui iHTepdeiic, 3a0be3neuyroun 3axucT ganux. [lomimopdizm 1 HacTiyBaHHS
CIIPOIIYIOTh PO3POOKY CKIQIHUX 1€papXiii KJIaciB, J03BOJISIOYHM CTBOPIOBATH THYUKI
Ta 6araropazoBO BUKOPUCTOBYBAaHI KOMIIOHEHTH.

Opnieto 3 ronoBHUX niepeBar C# € aBTOMaTUYHE KEPYBAHHS aM’SITTIO Yepe3
BOyaoBaHu MexaHi3M 30upada cMmitTa (Garbage Collector, GC). Lle no3Bouisie
YHHUKATH TUIIOBUX MMOMUJIOK, TIOB’SI3aHHX 13 PYYHUM KEPYBaHHSM MaM’SITTIO, TAKUX 5K
BUTOKH I1aM’ATi a00 MOJBIMHE 3BUIILHEHHS pecypcy. 301pay CMITTS aBTOMAaTUYHO
3BUIbHSIE 00’ €KTH, SIK1 OLTIbIIIE HE BUKOPUCTOBYIOTHCS, 110 3a0e3neuye eeKTUuBHE
BUKOPHUCTAHHS IMaM’ STl Ta CTablIbHY po0oTy nporpamu. Le crporrye mporiec
PO3pPOOKHU, OCKUTBKU PO3POOHUKHA MOXKYTh 30C€peIUTUCS Ha QYHKIIIOHATBHOCTI
J0JIaTKy, HE TypOYIOUHCh PO KEPYBaHHS pecypcamu.
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C# € cTporo TUMI30BaHOIO MOBOIO, 1110 3a0e3Meuye BUSBICHHS MOMIJIOK III€ Ha
etari kommisaiii. Tunu naaux y C# noaistoThes Ha 3HaunMi (value types) Ta
nocuinanbHi (reference types). 3naunmi Ty, Taki sk int, float i bool, 30epiraroThcest
y CTEeKY, 10 3a0e3Medye MBUIKUAN JOCTYII, TOJI SK MOCHIATbHI TUITH, HATPUKIIA/
string um 00'eKTH KJ1aciB, PO3MILIYIOTBCS Y KyIIi. 3aBAsku boMy miaxoay C#
3abe3reuye BUCOKY Oe3MeKy KOy, 3MEHIITYIOUH HMOBIPHICTh HENEepeA0aueHUX
MTOMUJIOK, HAIPUKJIA]] Yepe3 HEKOPEKTHI MePETBOPCHHS TaHHX.

C# nanae mumpokuii HaOlp IHCTPYMEHTIB AJIs peanizalii 00’ €KTHO-
Op1EHTOBAHUX MPUHIUMIB. AOCTpaKTHI KJacH JO3BOJISIIOTh CTBOPIOBATH 0a30Bi KJIACH,
SIK1 MOXKHA YCTIaJIKOBYBAaTH, ajie HE MOXHA CTBOPHUTH €K3EMILIAP, TOAL K iHTepdericn
BU3HA4YalOTh HA01p METO/IB, sIK1 KJIac MOBUHEH peanizyBatu. KpiM Toro, BipTyaibHI
METO/IY JI03BOJISIIOTh IIEPEBU3HAUATH TIOBEIHKY METO/IIB Y MOX1IHUX KJIacax, 110
3a0e3neuye nuHaMidHuM nmoaiMopdizM. Takox C# miaTpUMy€E BIaCTUBOCTI
(properties), 10 CAYTYIOTb Ul 3pyYHOTO JOCTYITY 1O IPUBATHUX I0JIIB, JO3BOJISIOUN
peanizyBaTd MEXaHI3MH MEPEBIPKU Ta 0OUNCIECHHS.

LINQ — e omHa 3 HaltOIbII 3pYYHHX 1 TOTYKHUX QyHKIIH C#, sika 703BOJIsE
MUCATH 3alUTH 10 Kojiekiii ganux y cruiii SQL. 3a nonomororwo LINQ po3poOHuku
MOXYTh €()eKTUBHO MPAIIOBATH 3 MAaCUBAaMH, CIIUCKaMH, 0a3aMU JJAHUX 1 HaBITh
XML-nokymentamu. Hanpukian, LINQ-3anutu MoxyTh GUIBTPYBAaTH, COPTYBATU
a0o rpymyBaTH AaH1, poOJISYN KOJ OIBII YUTAEMUM 1 3po3yminuMm. Lle 3HauHO
CKOPOYYE KUIbKICTh KOy, IKUH TOTPIOHO MUCATH JIJIs1 BUKOHAHHS CKJIAIHUX
oreparliii 13 TaHUMHU.

AcunxponHicth y C# peaitizoBaHa yepes KIIOUYOBI clioBa async i await, siki
JI03BOJISIIOTH CTBOPIOBATH MPOTPAMHU, 1110 HE OJIOKYIOTH TOJIOBHUM MOTIK BUKOHAHHS.
[le 0co6MBO KOPUCHO 11JisE pOOOTHU 3 MEPEXEI0, 0a3amMu JaHUX a00 BEIIMKUMHU
(aiinamu, 1e O4iKyBaHHS BIANOBI/II MOXE 3aiMaTy TPUBAIUI Yac. ACUHXPOHHE
IporpaMyBaHHsI pOOUTH TOJATKH OLIBIIT MacIITAOOBAaHUMHU, OCKIIBKH BUBLIIBHSIE
notoku CPU 11 BUKOHAHHS 1HIIKX 3aBIaHb, 1[0 0COOJIMBO BaXKINBO IJIS BEO-
oAaTKIB @00 MOOUTBHUX 3aCTOCYHKIB 13 BUCOKMM HAaBAaHTAKCHHSIM.

Jleneratu — ue cneniaigbHi 00’ €KTH, K1 MOXKYTh 30€piraT MOCUJIaHHS Ha
MeToau. BoHM IMPOKO BUKOPUCTOBYIOTHCS JIJISl peasti3allii 3BOPOTHUX BUKJIMKIB
(callbacks) ab6o nepenaui noseninku B metonau. [loaii y C# peanizytoTs MexaHi3M
myOJTiKaIii-TiMUCKH, T03BOJISIIOUN KjlacaM CITOBIIIATH 1HII 00’ €KTH MPO 3MIHU
ctany. Hanpukinan, y rpadiuaux iHTepdericax moaii moBiIoMISIOTh TPO HATUCKAHHS
KHOMOK. JIsiMO/1a-Brpa3u Halat0Th KOMIIAKTHUN CUHTAKCUC J1JI1 CTBOPEHHS
AHOHIMHUX METOJIIB, III0 POOUTH KOJ KOPOTIIUM 1 3pYUYHIIIUM JJI1 YATAHHS.
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3 nmosisoro .NET Core C# cTaB mOBHOIIIHHOIO KpoctuiatGopmeHoro MoBoto. e
JO3BOJISAE 3amycKkaTH gojgaTtku Ha Windows, Linux ta macOS 6e3 moaudikaiii Koay.
Takox .NET Core 3a0e3neuye BUCOKY IPOIYKTUBHICTB 1 JIO3BOJISIE CTBOPIOBATH
KOHTEHHEPH JIJIs IIPorpam, o CIPOIIYe X pO3rOpPTaHHS B XMAPHUX CEPEIOBHUIIAX,
TakuX K Azure uu AWS.

Mapmamnizaris TumiB y C# — 11e mpoliec IepeTBOPEHHS JaHHUX 13 KEpOBAaHOTO
cepenosumia .NET y dopmar, 3po3yminuii HekepoBaHOMY KOy, 1 HaBmaku. BoHa €
KPUTHUYHO BaXKJIMBOIO MPU B3a€MO/I1 3 HATUBHUMH 010J110TEKaMU, BUKOPUCTaHH1
P/Invoke a6o inTerpaii 3 COM-komnonentamu. [Ipoctuii mpukiag aBTOMaTUIHOT
MapIaiizaiii — mepeada THIIB, TakuX K INt ado String, 1o GpyHKI# HEKEPOBAHOTO
koxy. OJIHaK y CKJIaHININX BUTIAIKAX, HAIPHUKIIAT JJIsl CTPYKTYp YA MAcCHUBIB,
NOTPiOHO BKa3yBaTH, SIK caMe JaHl MaloTh OyTH repeTBopeHi. s mporo
BUKOPHCTOBYIOThCS aTpuOyTH, Hanpukiaa MarshalAs. Kpim toro, kiac Marshal y
oi6moTemi System.Runtime.InteropServices 103Bosisie BAKOHYBATH PYUYHY
MapIaaizaiio, HaJlalyu IHCTPYMEHTH IS BUJILJICHHS TIaM’SIT1, KOIIIOBaHHS JTaHUX 1
KepyBaHHHA pecypcaMu. Mapimaizailisi € moTy>KHUM, ajie TOTeHIIIIHO PU3UKOBAaHUM
MPOIIECOM, SIKUM MOTPeOye TOYHOCTI M pO3yMIHHS apXITEKTYPH.

Unsafe-kox y C# 103B0oJIse BUKOHYBaTH HU3bKOPIBHEBI OTepariii 3 maM’sITTio,
TaKi sIK MPSMUN JOCTYT 10 aJpecu 3MIHHOI uepe3 MoKakuuku. Bukopucranns unsafe-
KOJIy € HEOOXITHUM y BUIAJIKaX, KOJM MOTpiOHA MaKCHUMaJIbHA MPOAYKTUBHICTh 200
MOTPiOHO MpaIOBaTH 3 arapaTHUM 3a0e3neueHHsM un HekepoBanumu API. 11106
MO3HAYUTHU METOJT 200 OJIOK KOy SIK HEOe3MEeUHU, BUKOPUCTOBYETHCS KITIOUOBE
cioBo unsafe. Hanpukiia, 3a 10MOMOror0 BKa3iBHUKIB MOYKHA 3MIHIOBATH 3HAYCHHS
3MiHHOi Oe3nocepeaHbo B mam'siTi. Lleit miaxin 703BosIsIE yHUKATH HAKJIAIHUX BUTpAT,
BiacTuBUX MexaHizMaMm CLR, ane Takox BUXOAUTH 3a MeX1 Oe3neku, 3a0e3neuyBaHoi
cepenosuineM .NET. Bukopucranus unsafe-koay Bumarae 00epesxHOCTI Ta BMUKAHHS
cremianbpHoro npamnopa /unsafe mig yac KoOMImiIsIIii.

Unmanaged cTpyKTypH CKJIaIafOThCS JIUIIE 31 3HAUUMHX THUITIB JaHUX, TAKUX
sk int, float abo ixmi unmanaged cTpyKTypH, 1 HE MICTSTh IOCHJIaHb Ha KEPOBaHi
00’extu. Taki CTpYKTypy MOXKYTh OyTH Oe3mocepeIHhO BUKOPUCTAaHI JIJIsl B3AEMOJIIT 3
HEKEPOBAHUM KOJIOM. 3aBJISIKH 1IbOMY BOHH 11€aJIbHO MIIXOIATH IS Iepeaayl JaHUX
y ¢ynkiii, Hanmcani Ha C abo C++, abo mis po6oTu 3 HatuBHUMHU API onepartiitHux
cucteM. 30epiralounck y cTeKy, unmanaged CTpyKTypH 3a0€3MeuyroTh BUCOKY
IPOAYKTUBHICTH 1 TPOCTE KepyBaHHA MaM’ ATTIO. [[pukiiagoM Moxe OyTH CTPYKTYpa,
sIKa TIPEJICTABIIsIE KOOPAMHATH TOUKH B ipoctopi (Point). Unmanaged ctpyktypu
4yacTo BUKOpUCTOBYIOThCA B P/Invoke, no3Bosnstoun nepenasatu gaHi y popmari,
KU pO3yMi€ HEKEPOBAHUN KOJI.

14



StructLayoutAttribute no3BoJsie KOHTPOIIOBATH PO3TAILTYBAHHS TOMIB Y ITaM'sTi
JUISL CTPYKTYP 1 kiaciB. Lle HeoOx11HO 1151 3a0e31eYeHHsT CYMICHOCT1 MK KEpOBaHUM
1 HEKEpOBaHUM KOJIOM, JI€ TIOPSIIOK 1 BUPIBHIOBAHHS I1OJIiB MalOTh OyTH CTPOTO
BU3HAuUEHI. ATpUOYT MIATPUMYE TPU OCHOBHI PEKUMHU:

« LayoutKind.Sequential — mosnst po3TammoByOThCS y 1aM’sITi B MOPSAAKY 1X
OTOJIOIICHHS.

« LayoutKind.Explicit — po3po0OHuK BKa3ye TOUHI 3CYBH KOXKHOTO TIOJIS Yepe3
arpuoyt FieldOffset.

« LayoutKind.Auto — CLR cam Bupimiye mopsiok po3ranryBaHHs (HE
BUKOPUCTOBYETHCS JUIsSI HEKEPOBAHOTO KOJTY).

Hanpuknan, st cTpyKTyp, SKi mepeiaroThes Y GyHKII{ HATHBHOTO KOy,
Bukopuctanns LayoutKind.Sequential 3a6e3mneuye, mo nomust OymyTh iHTEpIpETOBaHI
KOpPEKTHO. SIKI0 MOTPiOHO BpyYHY KOHTPOJIFOBATH PO3TAITyBaHHS,
BukopucToByeThest LayoutKind.Explicit. Ile kopucHO nipu po6oTi 3 GiHapHUMU
daitnamu abo anapatHuMH iHTEepdeiicamu, Ae KOXKeH OalT JaHUX Ma€ KOHKPETHE
NpU3HAYCHHS.

1.5 P/Invoke

P/Invoke — 11e TexHOIIOTis, IKa BUKOPUCTOBYEThCS Y cepenonuiii .NET mist
BUKJIMKY (PYHKII/ 3 HEKEpOBaHMX 010J110TEK, HAITMCAHUX Ha TaKUX MOBax, ik C abo
C++. Bona 103Bos1si€ KEpOBaHOMY KOJly B3aeMO1sTH 3 cucteMHuMu API a6o
CTOpOHHIMU 010;10TekaMu, k1 He peanizoBadi Ha .NET. ¥V koHTekcTi po3poOku irop
a60 nonatkiB Ha C#, 1151 TEXHOJIOTIS CTa€ HEOOX1AHO0, KOJIM TOTPIOHO OTPUMATH
JIOCTYTI 10 HU3bKOPIBHEBUX (DYHKIIIH OrepariifHoi CUCTEMU UM JI0 arapaTHUX
pecypciB, K1 HEOCTYIHI yepe3 ctanaapTHi 610miotexu .NET.

s Buxkopuctanus P/Invoke po3poOHMK MOBHHEH OTOJIOCUTH CUTHATYPY
HeKepoBaHO1 (DYHKIIT y BUIJISIAI CTATUYHOTO METOy B KJiaci C#, BUKOPHUCTOBYIOUH
KJIro4oBe ciioBo extern i arpudyt DIlImport. et atpuOyt Bkasye, 3 sikoi 610ai10TEKN
Oyzne imnoproBano ¢yskuito. [Ipu Buknuky takoi ¢pynkuii P/Invoke aBromaTano
3MIIACHIOE MapIlai3aliio JaHUX, IEPETBOPIOIOYM TUITH 3 KEPOBAHOTO CepeIOBUIIIA
NET y BiAnOBiIHI TUITM HEKEPOBAHOT'O KOy 1 HABIIaKH.

BaxxnuBum acriektom pobotu 3 P/Invoke € nmpaBuiibHa Mapiianizarisi TUIIIB
nanux. Ockinbku NET 1 HekepoBaHU# KOJ MalOTh Pi3HI criocoOu 30epiraHHs JaHUX y
nam’sITi, HEMPaBUJILHO BU3HAYEHI TUITH MOXKYTh MIPU3BECTH 70 MIOMUJIOK a00
HEKOpPEeKTHO1 poOoTu mporpamu. P/Invoke Hamae MexaHi3Mu Jis SBHOTO KEPYBaHHS
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Mapiasizaniero, Taki sk cnenudikaris MarshalAs mis yrounenssi, sk moTpioHoO
0OpOoOIATH CKIIAAH] THIIH.
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Po3aina 2. Onuc po3po01eHOro nporpaMHoOro NpoayKry
2.1 ITocTanoBKa 3axa4i

VY xoa1 nanoi pobotu 0yno po3po0IJICHO Bi3yalIbHUM peaKTOp ISl BJACHOTO
IrpOBOTO PYIIisl, SIKWI 3a0€3MEYUTh 3pyUHy Ta IHTEPAKTHUBHY POOOTY 3
HAJIAIITYBAHHSM CLIEHU, CTBOPCHHSIM 1 KEpYBaHHIM ITPOBUMH 00’ €KTaMU, a TAKOXK
JI0JTaBaHHSM CKPUIITOBOI JIOTIKH.

OcHoBHI (pyHKITIOHAJIbHI MOXKIHBOCTI PegakTopa:

1. Inrepdeiic mia kepyBaHHS 00’ €KTaMU CIICHU:

o IHTYyiTHBHA MaHeNb /11 CTBOPEHHS, BUIAJICHHS Ta KEPYBaHHS ITPOBUMU
o0'exTamu.

o IlinTpuMmKa iepapxidyHOi CTPYKTYpH 00’ €KTIB (HAIIPUKJIIAJ, CTBOPEHHS
0aTbKIBCHKUX 1 IOUIPHIX 00’ €KTIB).

o IlaHenp BIaCTUBOCTEH, 1€ MOXKHA 3MIHIOBATH [TapaMeTpH 00’ €KTa
(mo3wutisi, o0epTaHHs, MaciITad, KOMIIOHEHTH TOIIIO).

2. PenmaryBaHHS KOMITOHEHTIB 00’ €KTIB:

o MOXJIHBICTH JI0aBaHHS a00 BUJIAJICHHSI KOMIIOHEHTIB 00’ €KTIB uepes
peaaxkTop (HampuKIa, 10AaBaHHS COpaiTa, (G13UWYHOTO Tija, IKEepelia
3BYKY).

o IlaHenp BIAaCTMBOCTEH KOMITIOHEHTIB JIsl HAJIAITYBAHHS MapaMeTpPiB
(HampuKIa, BUOIp TEKCTYpH JJIsl CIIpaiiTa, HaJlalITyBaHHS MacH JIJIs
¢b13u4HOTO TiNa, BUOip 3ByKOBOTO (paility AJist JpKepesa 3ByKY ).

o Bizyamizaris Ta penaryBaHss aHiMaIii yepe3 peaakTop aHIMaliifHIX
KJTIITIB.

3. BizyanbHuit penaktop CrieHH:

o [lone crienn 3 miATPUMKOIO GYHKIIIH nepeTsaryBanHs (drag-and-drop) mis
pO3MillIeHHS 00'€KTIB.

o IligTpumKka mMaciTabyBaHHS Ta HaBIrailii Mo CIIEHI.

o [HTepakTUBHE pefaryBaHHs 00'€KTIB: IEPEMIIICHHS, OOEpTaHHS Ta
MaciTabyBaHHs 00'€KTIB y PEKUMI peaIbHOTO Yacy.

4. PenaryBanHs kopucTyBalpkoro intepgeiicy (Ul):

o [HCTpyMEHT AJis CTBOPEHHS Ta HAJAIITyBaHHS €JIEMEHTIB 1IHTEepdency
(KHOITOK, TEKCTOBHUX ITOJIiB, BIKOH).

o IligTpuMKa mpuB’s3ku moain 1o eaeMeHTiB Ul, TakuXx Sk KiIKH abo
BBEJICHHS TEKCTY.

o MOXIUBICTh HANAIITYBAaHHS CTHJIIB 1 PO3TAIlyBaHHS €JIEMEHTIB
iHTepdeicy.

5. Menemxep pecypcis:
o Cucrtema nepersiay Ta KepyBaHHS rpadiqHUMHE Ta ayliopeCypCaMH.
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o MOXIUBICTh JOAABAHHSA HOBUX PECYPCIB 0 MPOEKTY (TEKCTYpH,
aymiodaitim, aHimariii).

o IlaHenp momepeTHHOTO NEPEmIsIY PECYPCIB 3 MOKIIUBICTIO IIIBUIKOTO
TeCTyBaHHs (HAPUKIIa, MOTIEPEIHIN epPerisii TEKCTypu ado
MPOCIIyXOBYBaHHSI 3ByKOBOTO (haiiiy).

6. Cucrtema TeCTyBaHHS Ta 3allyCKy CLICHU:

o MOXJIMBICTb 3aIyCKy CIIEHU O€3M0CEPENHbO 3 PEAAKTOPA JIs HIBUKOTO
TECTYBaHHS ITPOBUX MEXaHIK.

o IHTEepakTMBHA MaHEh I HaJaroKeHHs (1ebarinry) 3 iHgopmarri€ero
PO aKTHBHI 00'€KTH, 3HAYCHHS 3MIHHUX Ta 1HII BAXKJIMBI TApaMETPH.

o Ilay3a, BIAHOBJICHHS Ta MOBHUI Mepe3ayCcK CIIEHHU 1] 4ac TECTyBaHHSI.

7. PemaxTop aHiMaIIiii:

o [HCTpyMEHT AJig CTBOpPEHHS 1 pearyBaHHs aHIMAIHHUX KJIIMIB.
[linTpMKa HaJaIITYyBaHHS TPUBAJIOCTI aHIMAIIN, TOPAJIKY KaJapiB 1
UKIITYHOCTI.

o Bizyamizanis kaapiB aHiMallii Ta MOXKJIUBICTh PYyYHOTO HaJAIITYBaHHS
iXHIX HapaMeTpiB.
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2.2 Onuc perakropa

[Tanens mpoektiB (Projects Panel): L{s manens npusHadeHa it KepyBaHHSA
MIPOEKTaMHU Yy Tiporpami. BoHa BijjoOpakae CIIMCOK JOCTYITHUX MPOEKTIB 13
3a3HAYEHHSM IXHIX Ha3B, IUIAX1B J10 (haifJiiB 1 JaTU OCTAaHHLOTO PeIaryBaHHs.
[aTepdeiic 103BOISIE MBUAKO BUOPATH MPOEKT AJISL BIAKPUTTSI a00 CTBOPEHHS HOBOTO.

Projects

Test Game

Demo Game

Pucynok 2.2.1 — Criucok mpoekxTiB

[Tanens iepapxii (Hierarchy Panel): ¥V 1iii maneni BimoOpaxaroTbest BCl 00’ €KTH
CIICHH y BUTJISIAI criicKy. [laHens 103BOsiE MIBUKO BUOMPATH CYTHOCTI, peJlaryBaTi
iX 1 3MIHIOBATH iXH1 BIACTUBOCTI. J|01aTKOBO, MOXHA JIETKO OPraHi30BYBaTH 00’ €KTH,
JI0JTIaf04YM HOB1 KOMITOHEHTH JUIsl PO3UITUPEHHS X (PyHKITIOHAITY.

[Tanens penaktopa kommnoHeHTIB (Component Editor Panel): 1ls manens
JI03BOJISIE 3MIHIOBATH TTapaMeTPU B KOMIIOHEHTaX 00paHOi CyTHOCTI, 10/laBaTH Ta
BUJIAJISITH KOMITOHCHTH.

[Tanens cuenu (Scene Panel): [lanens cuienu € po6ouoro 06acTio, 1e
B1100pakaroThCsl BC1 00'€KTH TOTOYHOI CIIEHU. TyT MOKHA NIEPEMIIIIATH CYTHOCTI,
obepraTH iX Ta 3MIHIOBAaTH MaciTad 3a qonomororo muiii. KoopanHaTHa ciTka
JoTIoMarae 3 TOYHUM po3TanryBaHHSIM 00’ €KTiB. [IaHenb ClieHU TaKOXK HaJla€e
MO>KJIMBICTh CIIOCTEPITaTH 3a 3MIHAMH B pealbHOMY Yacl.
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Pucynok 3.2.2 — BikHo penakTopa

[Tanens rpu (Game Panel): ¥V uiii naneni BigoOpaxaeTbCsi CTPYKTypa MPOEKTY,
110 BKJIFOYAE TpH OCHOBHI po3xainm: Content, Scenes i Scripts. Bona mo3Boisie
KEepyBaTH pecypcaMu MPOEKTY, CTBOPIOBATU HOBI1 CIIEHU, BUIAJIATH 1CHYIOIOUI,
kepyBatu ckpuntamu (C#, C++).

[Tanens noriB (Log Panel): [Tanens joriB npu3HadeHa JJ1si CHOBIIIEHD BiJY
penaxkTopa pylisi, CHACTEMHU CKPHUIITIB TOIIIO.
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Po3aia 3. Onuc apxitekTypu

3.1. 3minu B pyuii

3.1.1 Peectp

Y nporteci po3poOku Oy BHECEHI 3HAYHI 3MIHH B apXyTEKTypi peectpa. bymo

BIIPOBA/KEHO CUCTEMY apXEeTHUIMIB. ApXETUIH BU3HAYAIOTh TPy CYTHOCTEH 3

OJTHAKOBUMHU HaOOpaMu KOMITOHEHTIB. Y KO)KHOMY apXeTHIli KOMIIOHEHTH
30epiraloThes y BUIJISAAI CTOPIHKOBHX crHCKiB (PageList), siki 3a0e3meuyoTh
KOMITAaKTHE BUKOPUCTAHHS TIaM’SITi Ta MBUAKUHN JOCTY 0 JaHUX.

Transform

Sprite renderer Remove <Transform>

Transform

Sprite renderer

Behavior

Add <Grid>

Transform

Sprite renderer Behavior

| Grid

CyTtHocTi ipeacTaBiieHi cTpyktyporo Entitylnfo, sika micTuts yHikaabHHA
1meHTudiKaTop, TEru, NepeMuKadl, iHdGopMaIlito Mpo apXxeTHIl, 0 SIKOTO HAIECKHUTh

Pucynox 3.1.1 — [Ipuknag npotoTumin

CYTHICTb, 1 IOCUJIAaHHS Ha J1aHi ii KOMIOHEHTiH. [{aHl mpo BCi CyTHOCTI 30€piratoThCst

B MaCHBI1, OPraHi30BaHOMY y BUTJISAJII CIIUCKY.

JloiaBaHHsI KOMIIOHEHTIB A0 CYTHOCTI € CKJIaJHUM TporiecoM. Peectp

nepeBipsi€, UM ICHY€E apXETU 3 OHOBJIIEHUM Ha0OpOM KOMITOHEHTIB. SIKIIO TaKoro
apXeTHUILy HeMae, BIH CTBOPIOEThCS AUHAMIUHO. [laHl CyTHOCTI KOMIIOIOThCS 3 Ti

CTaporo apXeTUIry A0 HOBOTO. /{11 HOBOTO KOMIIOHEHTA BUALUISIETHCS MICIIE B TIaM'SIT1,

1 1HIIATI3YI0ThCS OTO MOYaTKOBI 3Ha4YeHHsI. [[ic/st IbOTO CYTHICTh IEPEHOCUTHCS

JI0 HOBOTO apXeTHUIy, a MOCUJIAHHS Ha CTapUi apXEeTUIl OHOBIIIOIOTHCS. PeecTp Takox

BUKJIMKA€ OOPOOHUKH MO1H, K1 MOB1IOMJISIIOTH 1HIIII CUCTEMU PO 3MIHY CTaHy

CYTHOCTI.
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BunaneHHs KOMIIOHEHTIB MPAIIO€ aHAJIOTIYHO, ajie 31 3BOPOTHUM €(EKTOM.
SIKIIO CYTHICTH BTpaua€e KOMIIOHEHT, PEECTP IIyKae ab0o CTBOPIOE apXETHIT i3
3MEHIIIEHUM Ha0OpOM KOMITOHEHTIB. J{aHi KOMIIOHEHTA, 1[0 BUIASETHCS,
3BUIBHSIIOTHCSI, @ 1HII KOMIIOHEHTH KOMIIOIOThCS y HOBUM apxeTurn. CyTHICTb
OHOBJTIOE CBI1M 3B’S130K 13 HOBUM apXETUIIOM, & PEECTP BUKIMKAE OOPOOHUKH TOIIH,
K1 TIOBITOMJISIIOTH MPO BUIYYEHHSI KOMIIOHEHTIB.

Jliis 06x0ty CyTHOCTEH, sIK1 BIIIOBIIal0Th 3a/1aHOMY HA0OpY KOMIIOHEHTIB,
BUKOPHCTOBYEThCs iTeparop (Registrylterator). Itepatop cTBOPrOETHCS, KOIH
MOTPiOHO OOPOOUTH BCI CYTHOCTI, ITI0 MAIOTh MIEBHUI HAO1p KOMMIOHEHTIB. [1ix gyac
1HIIIaTi3ali1 iITepaTop MepeBipsae BCl apXeTUTIU, BU3HAYAIOUH, SIK1 3 HUX MICTITh
noTpiOH1 KoMIoHeHTH. Koy 3HaliIeHO BIAMOBIAHUN apXeTHII, ITEpaTop MePeXoaUTh
JI0 MOTO CYTHOCTEH 1 MOCII0BHO 00po0Isie iX. st KOsKHOI CYyTHOCTI iTepaTop HajJae
JIOCTYTI JI0 JaHUX 11 KOMIIOHEHTIB, BUKOPUCTOBYIOUM Maly KOMIIOHEHTIB apXeTHITY,
sKa JI03BOJISIE€ MIBUIKO 3HAUTU MOTPiIOHY 1H(GOPMAIIIIO Y CTOPIHKOBHX CITUCKAX.
ITeparop Takox MIATPUMYE MOKIUBICTH TOBTOPHOTO 00XOJTy CYTHOCTEH, 1110 3pYUYHO
JUTst 6araToKkpaTHOI 0OpOOKM TUX CaMHX JaHUX Y pi3HUX KOHTeKcTax. Kpim Toro,
1TEpPATOP MOKE MPAIIOBATH Y 3B'sI311 3 PYHKUISIMH 3BOPOTHOTO BUKIIUKY, K1
3aCTOCOBYIOTHCS 10 KOKHOI CYTHOCTI, 3a0€3MeUyI0ur PEaKifito CYNCTeM Ha TOIi1
MOBsI3aH]1 13 CyTHOCTSAMH.

Peectp Takox BKIHOYa€E PYHKIIOHATBHICTD J1J1s1 30€pEKEHHS 1 BITHOBICHHS
cTaHy 4yepes 3HiMkH (Snapshot), o nae 3mory 30epiratu Bech ctan ECS 'y
KOMITAKTHOMY BHUTIJISI/IL 1 BITHOBIIIOBATH HOTO Y Oyb-aKkuit MoMeHT. Lle ocobmuBo
BKJIMBO JIJIS 1FOP, K1 MTOTPEOYIOTh MOMKITMBOCTI 30€pEKESHHS IIPOTPECy, a TAKOXK IS
BUKOPHCTAHHA B PEAAKTOPI1 MPHU TeCTyBaHHI Tpu. [licas TecTy MOXkHA TyXKe JIETKO
MOBEPHYTH CIIEHY JI0 BUXIJHOTO CTaHY.

3.1.2 B'ronoptu

Cucrema B'IOTIOPTIB Y IIbOMY MPOEKTI 3a0€3Meuye CTBOPEHHS Ta KEPYBaHHS
OKpEeMHUMU 00JIaCTSIMU BIJIOOpaKEHHS, Kl MOKYTh BUKOPUCTOBYBATHUCS SIK JIJIS
BUBE/ICHHS rpadiKi Ha €KpaH, TaK 1 s 00YUCIIeHb M03a MeXaMH ekpany. B'toropt
BUCTyNa€e abCTPaKIIi€ro, 10 MIATPUMYE JIBa OCHOBHUX THIIH:

- BIKOHHHH - IPHUB’sI3aHUM 10 BIKHA
- T03aBIKOHHUH - PE3yJIbTATH 30€pIraloThCsl y BUTIISIIL MIKCENBbHUX
JaHUX

[Himiamizanist cicTeMH B'IONIOPTIB BIIOYBAETHCS Yepe3 IHTETPALIO 3 IHIIUMHU
Moayismu. Hanpukiaz, ko B'ronopT Mae TUM "BIKHO", TO BIH CTBOPIOETHCS 32
nomomororo WindowRegistry. ITpu 11bOMy HaTaIITOBYIOTHCS TaKi apaMeTPH, K
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pUB’A3Ka J0 MO/, BUKOPUCTAHHS BEPTUKAIBHOT CHHXPOH13allii Ta JOCTYII 710 Yepr
noAii. SIKIo B'FOMOPT Ma€ TUIM "MO3aBIKOHHUI", TO CTBOPIOETHCS JIUIIIE BHYTPIIITHS
CTPYKTypa 0e3 BI3yaJIbHOTO BUBOJY, OCKIJILKHU TakKi B'FOMIOPTH 3a3BUYail
BUKOPHUCTOBYIOTBCS 71l PEHJEPUHTY B TEKCTYpH.

3.1.3 I'padiuni API

Cuctema abctpakiiit Hag rpadiuaumu APl moOynoBana 115 3a0e3meueHHs
YHIBEpCAJIBHOTO 1HTEphEHCy pO60TI/I 3 rpa)iYHUMU TEXHOJIOT1SIMU, TAKUMH SIK
Vulkan, Direct3D uu OpenGL. Ii ocHoBHA MeTa — npuxoBartu cremudiky peatizaiii
okpemux API, Hanarouu eauHul cTanaapt B3aemoii. I{e 103Bossie gerko
3aMIHIOBaTH a00 KOMOIHYBaTH pi3H1 rpadiuHi TEXHOJOTi 0€3 BHECEHHS 3HAYHUX 3MIH

Yy CTPYKTYpY MPOEKTY.

KirouoBuM enneMeHTOM cucTeMu € 6a3oBuid kiac Graphics, sikuii Bu3Havyae
OCHOBHI MeTOI poOoTH 3 Tpadikoro, Taki sk Init, Dispose, Createlnstance ta
Getlnstance. Ileit knac 3a6e3neuye cTBOpeHHS ITpadiuHOrO KOHTEKCTY, KepyBaHHS
HOTO0 )KUTTEBUM IIUKJIOM 1 HaJla€ YHIBEPCAIBbHUM CIIOCIO OTPUMAaHHS TOCTYITY /10
ex3eMIuLsipy rpadiunoro APIL.

3.1.4 Pennepunr

HogBa cuctema noOynoBaHa HaBKOJIO KOHIIETIIIT peHep-rpady, sKui
ckmanaeTbes 3 BysaiB (RenderGraphNode). Koxxen By3our npeicTaBisie KOHKPETHY
3a/1auy, HaMpUKIIaJ PEHIEPUHT TIEBHOTO BUIY 00'€KTIB a00 00poOKYy OKpemoi o0nacTi
exkpany. ['pad 103Bosi€ YITKO BIOPSIAKYBATH Ta ONTUMI3yBaTH BC1 MPOLECH,
BKJIIOYAI0YM OOPOOKY TEKCTYp, TEOMETPii, 1 BUKOHAHHS I1eiaepiB. JJis KOKHOTO By3i1a
CTBOPIOIOTKCS BIJIMOBIIHI KOMaH IHI OydepHu, 1o 3a0e3neuye miaBHICTb 1
napayiesIbHICTh BUKOHAHHS 3a7a4. By30J1 BKJIFOUa€ HACTYIIHI MOJS:

« Type: Buznauae tun By3aa (RenderNodeType), Hanpukia, By30J1 IS
B1I0OpakeHHs Ha eKpaH abo JJIsl pEHAEPUHTY B TEKCTYPY.

« Camera: ykazye Ha KaMepy, OB'I3aHYy 3 LIUM BY3JIOM.

« Viewport: mocunanHs Ha 00JIACTh BIJOOPaKEHHS, sIka BU3HAYAE PO3MIP 1 MICIIe
BUBOJLY.

« Groups: ciircok rpyn maimiainis (PipelineGroup), siki BAKOHYIOTh OCHOBHY
YaCTUHY PEHCPHUHTY.

« CommandBuffer: 6ydep koman, 1o 30epirae incTpykiii mist GPU.

« RenderTargetDescriptor ta Framebuffer: Buznauarors, Kyau came peHAEPIThCS
pe3ysibTaty (HalpuKIIal, EKpaH Yd TEKCTypa).

23



« Dependencies Ta WaitSemaphores: kepyroTh CHHXPOHI3AII€I0 MK By3JIaMH
rpada.

« SwapChain ta Surface: 3a6e3neuy0Th peHACPUHT ISl BIKOHHUX BY3JIiB (THITY
"Present").

« UniformBuffer ta Uniforms: gani mis meiigepiB, HanpyKiazi, MaTpHUII
TpaHcdopmailiii abo mapameTpu KaMepH.

PipelineGroup - s cTpykTypa opranizoBye poOOTy 3 maiiuiaitHaMu, siki BA3HAYAIOTh,
K 00pOOJIATH AaH1 )1l PEHICPUHTY:

« Pipeline: ykasye na cam naitraiin (IPipeline), sikuii MicTUTh mmeiaepu Ta ix
KOH(Irypari.

« UniformSet: Habip pecypciB ais meitnepis, Takux sk yHipopMm-Oydepu Ta
TEKCTYPH.

« Steps: criucok penaep-crami (PipelineStep), ski neTanizyroTs omnepartii
MaJTFOBaHHS B paMKax ITi€l rpyTim.

PipelineStep - 111 cTpykTypa onmcye KOHKPETHHIA PeHIeP-CTall y ManTlIaiHi:

« Mode: pexxum pennepunry (RenderStepMode), Hanpukiaa, peHaepHHT
BEPIIMH YU 1HJICKCIB.

o TextureSet: Texctypumii HaOip (SetRef), skt BUKOPHCTOBYETHCS B IIBOMY
eTari.

« IndexBuffer, InstanceBuffer, VertexBuffer: 6ydepu mis reomerpii,
€K3EMIUISIPIB Ta 1HAEKCIB, Kl BUKOPUCTOBYIOTHCSI B PEHAEPI.

« InstanceCount, VertexCount, IndexCount: xiibkicTb 00p0OIIOBaHUX
CK3EMIUISIPIB, BEPIIMH Ta 1HACKCIB.

. Firstinstance, FirstVertex, Firstindex: mouaTkoBi 3cyBH IS JaHUX, SKi
pEeHAEPATHCS.
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Viewport #1 Viewport #2

Window Offscreen

Waits for Waits for

Node 4

Pucynok 3.1.3 — Cxema Render Graph

BaxxnmuBoro 4aCTHHOIO peHIepepa € MIATPUMKa 0aTdiB — 00’ € JTHAHHS 00’ €KTIB Yy
Ipynu JUisl OAHOYACHOTO peHaepuHry. Lle 103Bosisie 3HaYHO 3MEHILUTH KIIbKICTh
BUKJIUKIB 10 GPU, 1110 MO3UTUBHO BILJIMBAE HA MPOAYKTUBHICTh. Kpim 116010,
peanizoBaHO IMHAMIYHE KEPYBaHHS TEKCTYpaMHU Yepe3 CUCTEMY HaOOPiB TEKCTYP.
BoHa 3a0e3nedye 3aBaHTaKEHHS Ta OHOBJICHHSI TUTBKU THX TEKCTYD, AK1
BUKOPUCTOBYIOTHCS B IAaHU MOMEHT, 30€pirarouu npu bOMYy MiHIMaJbHI 3aTpaTH
mam’ sITi.

Jlj1s mpoMasibOBYBaHHSI BUKOPUCTOBYETHCS PO3AICHHS HAa KPOKU PEHJIEPUHTY,
K1 BU3HAYAIOTh MOCIIIOBHICTh 00p0oOKHu ganux. Hampukiaz, nis 00’ ekTa MOXYTh
OyTH BUKOHAH1 KPOKH MiATOTOBKU T€OMETPIi, TPUB’SI3KU TEKCTYpP Ta 3aIlyCKy
nieiinepiB. TakoK BBEIEHO MEXaHI3M CUHXPOHI3AIlll M1’k eTarnamu 4epes
BUKOpHUCTaHHA ceMadopiB 1 6ap'epiB, 110 3an00irae KOHMIIKTaM y JOCTYII 10

pecypcis..

Ha mouatky po6oTH pennepepa BiiOyBa€eThCs €Tall 1HimMam3alii, M 9ac sKoro
3aBaHTAXKYIOThCS HEOOX1IHI pecypcH: TpadivHi meiaepu, TeKCTypu, Oydepu ta
naimnaitau. Takox popmyerbest penaep-rpad, Skl BU3HAYAE, K 1 B AKIH
MOCJIOBHOCTI OYTyTh 00pOOISATHCS BCl €JIEMEHTH CIICHHU.
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Y MOMEHT IoUYaTKy CIICHH BUKIIMKAEThCSA MeTo BeginScene, sikuit
HaJIAIITOBYE peHIepep sl pOOOTH 3 KOHKPETHOIO KaMepoIo Ta 00'eKTaMH CIIEHHU.
[Ticnst bOTO Tpa MOYMHAE J0AaBaTH 00'€KTH 10 peHaepuHry. KoxkeH 00'exT
MIPOXOUTH Yepe3 Mpolec IPYIyBaHHS 3a THUIIOM IIeiaepiB 1 TeKcTyp. Lle mo3Borise
ONTUMI3yBaTH KUIbKICTh BUKIHKIB 10 GPU, 00'enHyr0uM 00'€KTH 3 OJTHAKOBUMU
XapaKTEPUCTHKAMU B OaTHi.

Jlani 00'ekTiB 30epiraroThes y BiamoBiaaux Oydepax: VertexBuffer,
InstanceBuffer, IndexBuffer. Bydbepu oHOBIIOIOTBCS TiINBKH TO/I, KOJU 00'€KTH
3MIHIOIOTBCS, 1110 €KOHOMHUTH PECYpPCH CHCTEMU. SIKIIIO TEKCTYpa BUKOPUCTOBYETHCS
BIIEpIIIC, peHEepEep 0Aa€ i 10 aKTUBHOTO HA0OPY TEKCTYp, IEPEBIPSIOUH, YH € BiIbHI
MICIIS JJIsI HOBUX TEKCTYP. SKIo HaOip mepernoBHEHUH, B11I0YBAE€ThCS IPUMYCOBE
BUKOHAHHS TIPOMaIbOBYBaHHS MTOTOYHOI TPYIIH.

[Ticnst 3aBepilieHHS BCIX MIATOTOBYMX ONEpalliid peHaepep nepexoauThb 10
BUKOHaHHS penaep-rpady. Komanani Oydepu na ctponi GPU ctBoproroTbes st
KOXXHOT'O By3J1a, 3alIUCYI04H BCl HEOOX1H1 orepallli: HaJalTyBaHHS PeCypCiB,
BUKOHAHHS IIEWEPIB, NIeperavy JaHHX.

Ha ¢inansHOMYy erami BiiOyBaeThCs BUBEJACHHS KaJipy Ha ekpaH. JJi boro
BUKOPUCTOBYETHCSI KOMaHa MPEJCTaBICHHS, IKa BUBOJIUTh TOTOBE 300payKeHHS Ha
ekpaH abo y BuzHaueHuit 0ydep. [licas iporo penaepep 3aBepiiye podoTy ClieHH
BUKIMKOM MeToay EndScene, ounniyroun BCi THMYACOBI JaHi Ta MirOTOBIIOIYH
CUCTEMY JI0 HACTYITHOTO KaJIpy.

3.1.5 Pecypcu

VY nonepeHiii peanizailii cuctema pecypciB 6a3zyBagacs Ha IPOCTOMY CITHUCKY
¢aiiiB, 10 BUKOPUCTOBYBAIKCH JIJIsl 3aBAaHTAKEHHS Ta BiJBAHTAXKEHHS PECYPCIB Y
Mipy noTpebu. Taka cTpyKkTypa Majia HU3bKYy THYUYKICTh 1 HE 103BOJIsIa €(hEKTHBHO
KepyBaTH pecypcamMu pu poOoTi 3 Benukumu mpoektamu. HoBa apxiTekrypa,
3aCHOBaHa Ha KOHIENIIT OaHKi8 pecypcié Haa€ Kpally MPOAyKTUBHICH.

Cucrema GaHKIB peCypcCiB BKJIFOUA€E TPU OCHOBHI TUTIH OaHKIB: ¢hailiosuii 6auk,
oank y nam’'ami Ta Mepexcesuul 6ank. baHky BUCTYNalOTh SIK a0CTpaKIilis AJis
KEPYBaHHSI pecypcamMu, KOXKEH 31 CBOEI0 YHIKAJIbHOIO (DYHKI[IOHATBHICTIO.

1. ®aiinoswuii 6ank (File Bank)
o Omnmuc: daiinoBuit 6aHK € abCTPaKIIIETO, 110 TIPEICTaBIIsIe OiHAPHMIA (ail,
y SIKOMY 30€piratroThCs 3aK0JI0BaH1 PeCypcH. 3aMicTh 30epiranHs
pecypciB y po3pi3HEHUX OKpeMuXx (haiiax, BCl pecypcu 301paroThes i
YIaKOBYIOTbCA Y €IMHUM O1HapHUM (aid.
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o [punnun po6otu: [Ipu 3aBaHTaXKEHHI pecypcy CUCTeMa 3BEPTAETHCS 10
Gaiiny 6aHKy, 3UMTY€ HEOOX1/IHI J1aHl 1 ICKOAYE pecypc IS MOAAIBIIOTO
BUKOPHCTAHHSI.

2. bank y mam’sari (In-Memory Bank)

(¢]

Onuc: bank y nmam'sTi € abcTpakiii€ro ajisi 30epirants pecypciB
0e3rocepeIHbO B orepaTrBHiN am’ati. Lle i1eanbHo miaXoauTh s

4aCTO BUKOPHCTOBYBAHUX PECYPCIB, TAKUX K TEKCTYPH, 3BYKOBI e(heKTH
a00 MoJei.

[Tpunuun po6otu: Pecypcu 3aBaHTaXyIOTHCS 1 3aJTUIIAIOTHCS B
OTepaTUBHIN MaM’sTi, 3a0e3Meuyt04l MUTTEBUN AOCTYT O€3 3aTPUMOK.
Lle no3BOIIsIE YHUKATH TOBTOPHOTO 3aBAaHTAKEHHS 3 JMCKA YU MEPEXKI.

3. Mepexesuii 6ank (Network Bank)

(@]

Onuc: MepexeBuil OaHK € aOCTpaKLI€lO ISl 3aBAHTAXKEHHS pECYPCiB
yepe3 mepexy. Lle kopucHo 1uis oHnaitH-irop ado 10AaTKiB, 1€ pecypcu

30epiraroThCs Ha BIJIJJAJICHUX CEepBepax.

[Tpunumn po6otu: I1pu 3BepHEHH1 0 MEPEKEBOTO OAHKY pecypc
3aBaHTAXYETHCS 3 BIJIJIAJICHOTO cepBepa 1 MOXKe OyTH KEIIOBaHUM Y
nam’ati abo 30epekeHni y JToKaIbHOMY (paiiIoBOMY OaHKY.

3aBaHTaXCHHS BIJJOYBAETHCS ACHHXPOHHO, 1100 HE OJIOKYBaTH OCHOBHHUIM
MOTIK T'PH.

Engine

Resources

Resource #1
Resource #2

Resource #3

Load—»|
Resource #4

Unload—»

Resource #n

"\

Pucynok 3.1.3 — Cuctema pecypcis

File
bank

Network
bank

Memory
bank
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3.1.6 .NET

V¥ Hogiit Bepcii 6ekenay .NET peanizoano API mjs poGoTu 3 moisiMu ta
MacuBaMH, 110 po3mmpioe GpyHkKIionan. 3aBasku ubomy APl moxxna nparttoBaru 3
MOJISIMU SIK 0a30BUX, TaK 1 CKJIAJHUX THUIIIB, & TAKOX JIETKO MaHIIMYyJIIOBaTH MacUBaMH.

Hogi metoau SetField i GetField 3a6e3mneuyioTs 3pyuny poOOTy 3 MOJISIMU
CKPHIITIB.

1. GetField - no3Bossie oTprMyBaTH 3HaYCHHS TIOJIIB 3 00'€KTA,
BUKOPHCTOBYIOYH YHIBEpCcaIbHUMA TUTI ANY, 10 abcTparye peaJlbHUA TUTT
JAHUX.

2. SetField - y cBoro uepry, 3abe3mneuye BCTAHOBIICHHS 3HAYCHbD Y TTOJIS
00'eKTiB, BKJIIOUAOYH CKJIQJIHI TUITH. 30KpeMa, I1e MiATpUMKa
KOMITOHEHTIB, TakuX sk Sprite, Animator, Transform ta iHmmux.

I[Iporiec MamiHry 3HaYCHHS 3 TUIY ANY y peanabHUI THIT OIS CKPUIITA
peaitizoBaHo uepe3 ¢pynkiiro MapToObject. OcHoBHa ifest GyHKINT OJISATAE B TOMY,
11100 BU3HAYMTH, SIK 00poOJIsTH AaHi Ha ocHOBI 3Ha4YeHHs BehaviorFieldDataType.

Jliis mpoctux TuiiB, Takux sk int, float, bool, 3Hauenns 6e3nocepenHbo
KOHBEPTYETHCS Y BIANOBIAHKI 0a30Buit Tull. Hanpukiana, SKimo
BehaviorFieldDataType nopienroe Int, pynkiist moBeprae 3HaucHHs data->Value.Int.

[Tpu poOoTi 31 CKITaIHUMU THUIIAMH, TaKUMU sk Vector2, Vector3 a6o
Matrix4x4, ¢byHkiis 3unTye HeoOXiaH1 aaHi 31 crpykrypu BehaviorFieldData,
KOHBEPTYIOUH iX y hopMart, IKAN MiAXOAUTh IJIs1 BUKOPUCTAHHS Y CKPHIITaX.

s xommonenTiB (SpriteRenderer, Transform, Animator Torio) jorika
nepeadavae CTBOPEHHS ab0 BUKOPHCTAHHS ICHYIOUHX 00'€KTIB BIAIOBIHIX KIIacCiB
06ropTok. IXHiii cTaH 3B’s13y€eThes 3 BKa3iBHMKOM, oTpuMaHuM i3 BehaviorFieldData.

HonaTtkoBo (yHKIlIS BpaxoBye crienirdiky poOOTH 3 MacUBaMU, JJO3BOJISTIOUN
JUHAMIYHO OTPUMYBATH 200 CTBOPIOBATU 00'€KTH JIJIsI KOKHOTO 1HACKCY MacHUBY.

3BOPOTHUH MaIiHT, TOOTO KOHBEPTAIlisS pEaTbHOTO THUITY TI0JiI B ANy,
peanizoBano uepes pynkmito MapToAny. Bona BignoBigae 3a mepeTBOPEHHS 3HAUCHb
nouiB 00'ekta y popmart Any, sskuii Moxke OyTH NepeaHuil y CUCTEMY.

Jlis aucnosux tumis (int, float, double) ¢pynkitis Hanpsmy 3anoBHIOE
BIZMOBIHI oJist CTpyKTYpH Any (Hampukian, result.Int, result.Float).
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[Tpu poOoTi 31 CKIIaHUMU THUIIAMH, TAaKUMU SIK BekTopH (Vector2, Vector3) abo
matpuiii (Matrix4x4), 3HaueHHS KOHBEPTYIOTHCS Y BIAMOBIIHMN (hOpMAT, HAIPUKIIA
result.Float2 a6o result.Float3.

Sxmo moJre € KOMITOHEHTOM TpH, Hanpukiaa RigidBody ado SpriteRenderer,
GbyHKIIA 107a€ BKa31BHUK Ha Liel KOMIIOHEHT y moJie result.IntPtr.

Jliis pobotu 3 MacuBamu foaaHo metoau GetArraylnfo, GetFieldArray i
SetFieldArray:

1. GetArrayInfo no3Bosie oTpuMyBaTH MeTaiH(GOPMAIIiIO PO MACHB, HAITPHKIIA]]
fioro po3mip.

2. GetFieldArray 3abe3neuye TOCTYII 10 €IEMEHTIB MACUBY 3a 1HICKCOM.

3. SetFieldArray mo3BoJsie 3MIHIOBaTH 3HAYCHHS €JIEMEHTIB.
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3.2 ApxiTeKTypa peaakropa

3.2.1 KoHTeKCT NPOEKTY

KoHTekcT NMPOEKTY — KOHTEKCT AKNN Kepye BCiMa MiAKOHTEKCTamu 3anyuweHoro

NPOEKTY. BiH Ma€e HacTynHi NiAKOHTEKCTW:

1.

SceneContext (Kontekct cuienn): Binnosigae 3a kepyBaHHSI CTAaHOM CIICHH, 11
00'ekTaMM, CUCTEMaMH Ta pexXuMaMu poOoTH. BiH 3a0e3nedye opranizaiiito
KUTTEBOTO ITUKITY CYTHOCTEH, TO3BOJISIOUN IEPEMHUKATUCS MK PEKUMaMHU,
TaKUMU K peAaryBaHHs a0o irpoBHii Mpoliec, 1 BAKJIUKAE HEOOX1IHI CUCTEMHU
Ta TMIMOIYJ1 IS iX BUKOHAHHS.

SelectionContext (KouTtekcT Bubopy): Kepye BuOopoM 00’€KTiB Ha CIICHI,
30epiraroum aKTUBHI CYTHOCTi, 00paHi KkopucTtyBadeM. BiH Hajae iHTepdeiicu
JU1s 0OOpOOKU B3a€MO/IIM, TAKUX SIK MEPEMIIICHHS, 00epTaHHs a00 BUAATCHHS
00’€KTIB, 1 TICHO IHTEIPYETHCS 3 IHCTPYMEHTAMH peJlaryBaHHS.
ResourceManager (Menemxkep pecypciB): 3abe3neuye KepyBaHHS pecypcaMu
MPOEKTY, TAKUMH SIK TEKCTYpH, MOZEII Ta 3BYyKOBI (haiinu. Bin mpaiioe 3
OaHkaMu pecypciB ((hailsloBUMHU, TaM'ATTEBUMH Ta MEPEKEBUMU),
ONTUMI3YIOUH JOCTYM 1 3aBaHTAXKEHHS PECYPCIB Yy Mam'siTh a00 Kerl.
AssetManager (Menemxep akTuBiB): OpraHi3oBy€e aKTUBU IPOEKTY,
BKJIFOYAIOYHM METaJIaHi, K1 OMUCYIOTh PECYPCH, Ta iX 3B’SA3KU 3 PI3UUHUMU
daiinamu. Bin inTerpyethes 3 ResourceManager, BiICTeKyrOUH 3a71€KHOCTI
MDK aKTUBaMHU 1 3a0€3Meuyr0UH X JOCTYITHICTb JIJIS pelaryBaHHs a0o
BUKOHAHHSI.

ImageOverlay (Haknananus 300pakens): Bianosigae 3a Hak1agaHHs
BI3yaJIbHUX €JIEMEHTIB OBEPX CLEeHU abo iHTepdelicy penakropa. Bin
BUKOPUCTOBYETHCS JJIs1 BIIOOPAKEHHS JOMOMIXKHHUX CITOK, MAHIIYJISITOPIB,
BIJIJIarO/)KYBAJIbHUX €J€MEHTIB Ta IHIIMX rpapiyHuX MiIKa30K, SKi
MOJICTIIYIOTh peAaryBaHHsl.

EditorToolBox (ITanens iHCTpyMeHTIB pegakropa): Hanae HaGip iHCTpyMEHTIB
JUISL peiaryBaHHs 00’ €KTIB CIICHHU, TaKMX K IEPEMIIICHHS, 0OepTaHHs,
MaciiTabyBaHHs, MAJIIOBAaHHS Ta 1HII omnepailli. Bid 3a0e3neuye 3py4yHuit
iHTepderic s podboTu 3 obpanumu 00’ ektamu uepes SelectionContext Ta
ImageOverlay.

DotnetHost (Xoct .NET): BukoHye KOpHCTYBalbKU KO/, HAITUCAHUI Ha
NET, 3a6e3neuytoun iHTErpaliiro Mix JIOTIKOIO MTPOEKTY Ta pyIrieM. Bin
KOMITUTIOE Ta 3alyCKa€e CKPUNTH B peaIbHOMY Yaci, 0OpoOJIsII0ur TOMUJIKH Ta
nepeIaroyy JIaHi MK PYILIIEM 1 KOJOM.

EngineHost (XocT pymisi): € siagpoM pyiuis, sike BIANOBIAA€E 3a 3ayCK 1rPOBOTO
IIUKJTy, BAKOHAHHS OCHOBHUX CHUCTEM, TAaKHUX SIK PEHJICPHHT, (pi3UKa Ta 3BYK, a
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TaK0X KEpPyBaHHS B3a€EMOJIIE€I0 MIXK CIICHOIO, PECYypCaMU Ta IHCTPYMEHTaMU
penakropa.

3.2.2 KoHTEeKCT cleHu

KonTteker cuienu (SceneContext) BUKOHYE POJIb OCHOBHOTO MOIYJIS J1JISI
KEpPYBaHHS CTAHOM 1 ITPOIIECaMU, 10 CTOCYIOThCS IOTOYHOT ClieHH. BiH kepye
JTAHHUMU TIPO CYyTHOCT1, KOMIIOHEHTH, pecypcu Ta BUOpaHi 00’ ekTu. KOHTEKCT ciieHu
JI03BOJISIE CTBOPIOBATH, BUJAJSITH Ta 3MIHIOBATH CYTHOCTI, I0JIat0uu ab0 mpruOuparodu
KOMIIOHEHTH, Ta BIICTEXKYE iX 3B'I3KH, 30epirarour iHGOpMaIlito Mpo HUX y
cTpykTypoBanomy Bunisiai. Kpim toro, SceneContext 3a0e3mneuye CHHXpPOHI3aIliI0 MiX
BUOOPOM 00’€KTIB y peJaKTOP1 Ta IXHIM CTAaHOM Y CLIE€HI, MIATPUMYIOUU [TOBHY
CHUHXPOHI3allI0 MK JIBOMa JJoMeHaMU. BiH BiJIMOBIAA€ 3a 3aBaHTaKCHHS Ta
1HIIAJI3aIliI0 ClIeHHU 3 (pailiniB, 0OpOOKY apXEeTHIIiB 1 KOMIIOHEHTIB, a TAKOXK
MITOTOBKY BCIX JaHUX IO BAKOHAHHS.

3.2.3 KonTekeT BUOOPY
SelectionContext — e Moyib, Kt Kepye BUOOPOM 00'€KTiB y clieHi. Bin
30epirae Crucok BUOpaHUX CYTHOCTEH 1 103BOJISIE 3MIHIOBAaTH a00 OYMILATH BUOIP.
Sxmo BuOIp 3MIHIOETBCS, BUKJIMKaeThes nofis SelectionChanged, sika moBigomiisie
1HII ccTeMU po oHOBIIeHHs. Uepes BinactuBicTh Selection moxxna orpumaru
OTOYHUI BHOIp a00 BCTaHOBHUTH HOBHH. € Takox meTon Clear, skuii IBHIKO CKHIAE
BHOIp.

3.2.4 KoHTeKkcTH pecypciB Ta aKTUBIB

AssetManager BiamnoBiiae 3a KEpyBaHHS aKTUBAMHU MPOEKTY, TAKUMHU SIK
TEKCTypH, MOJIeN1, ayaiodaiau uu meiiaepu. Bin 3a0e3nedye CTBOpEHHS, BUAAICHHS
Ta OTPUMAHHSI AKTUBIB Ha OCHOBI iXHIX yHIKanbHUX 11eHTU(ikaTopiB (UUID), a
TaKOX 30epiranHs Metaganux y ¢aiini aktusiB (AssetsFile). Koxxen aktusi
CTBOPIOETHCS Uyepe3 HU3bKOpiBHEBHI iHTepdeiic (AssetManagerRaw) 1 nonaetscs 10
BHYTPIIIHBOI'O CIUCKY 00'€KTIB, JIe BIH MOXKe OyTH TOCTYIHUM AJIs1 MOAATBLIOTO
BUKOPWCTAHHS IHIIMMHU YacTUHAMU pytis. AssetManager Takox JT03BoJIsI€
OTpUMYBaTH 1H(OPMAITIIO PO aKTUBH, HATTPUKJIIA IXHIM THII, IM'S YK METajaHi, uepes
cremiaibHl MeTou 10oCcTymy. [Ipy cTBOpeHHI HOBOTO aKTUBY MOTO JaH1 JOJAIOTHCS Y
¢aiin akTUBIB, 10 3a0e3meuye IXHe 30epeKeHHS HaBITh MMICIIs 3aBEPIICHHS POOOTH
nporpamiu. 3aBasku nojii OnEvent cucrema BiICTEKY€E 3MIHU CTaHY aKTHBIB,
HAIPUKJIA] IXHE CTBOPEHHS UM BUJIAJICHHS, 1110 JO3BOJISIE CHHXPOHI3YBaTH 111 A1l 3
IHIIMMHA KOMIIOHEHTaMHU PYLIis.
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ResourceManager — 1ie MOyJib, SIKUM Kepye eK3eMILISIPAMU PECYPCIB Y
MIPOEKTI, TAKUMU K TEKCTYPH, MOJCIII UM 3BYKOBI JIaHi, 3a0€3MeUy0UH iXHE
3aBaHTAXKCHHS y IMaM’sITh a00 BUBaHTAXXEHHS JIJIs 3BIJILHEHHS pecypciB. Ha BinMiny
B AssetManager, sikuii 30epirae nauiie MetaiHhopMallio Ipo aKTUBH,
ResourceManager npairroe 6e3nocepeHbo 3 (i3MYHUMH TaHUMU pecypciB. Pecypcu
MOXYTh OYTH CTBOpPEHI Uepe3 Hu3bKOpiBHEBUH iHTepdeiic (ResourceManagerRaw), a
TaKO)X 3aBaHTa)KeH1 3 OaHKIB abo (haiiiB pecypciB (ResourcesFile). IIpu crBopenHi
a00 3aBaHTaXEHHI pecypcy iH(OpMallis PO HbOTO 30€epIraeTbes y BHYTPIIIHBOMY
CIIUCKY, a IOCTYII JIO TaHUX 3a0€3MeUyEThCS Yepe3 YHIKaIbHI 1IeHTH(IKATOPH.
ResourceManager miarpumye pi3Hi THITH PECypCiB 1 KEpE, 30KpeMa pecypcu y
BUTJISAL (aiiniB, y maM’siTi a0o 3aBaHTa)xeH1 3 Mepexi. Kpim Toro, 1ei Moayin
JI03BOJISIE€ IMHAMIYHO 3MIHIOBATH CTaH PECypCy, HAMPUKIIAJ MePEeBaHTAKYBATH
TEKCTYpH ab0 3MIHIOBATH iXHIW PEKUM BUKOPHUCTAHHS, IHTETPYIOUHCH 3 THITUMU
N1JCUCTEMAMU PYLIISL.

3.2.5 Cucrema oBepJiero

Cucrema oBepIiero — 1€ KIIOYOBUN KOMIIOHEHT PEJAaKTOpa, SKUH BIAMOBIIAE
3a BioOpakeHHs rpadiuHuX HaKIajeHb IOBEPX CLEHH. Ii OCHOBHA MeTa —
3a0€3MeUYnTH KOPUCTYBAUYEB] 3pYUHUM 1 3p0O3yMLITUH 1HTEpdEic At poOoTH 3
00'ekTaMM Ta IHCTpyMEHTaMU pefaryBaHHs. BoHa BimoOpaxae Taki eJIeMeHTH, SIK
MaHIMyJISITOPH JJI IIepeMIIIeHHs, 00epTaHHS UM MAcIITa0yBaHHS, a TAKOX
JIOTIOM1KH1 CITKH, TIOJIITOHU Ta TEKCTYPH. 3aBASKU 1HTErpallii 3 KaMeporo peaakTopa
(EditorCamera) oBeprieit aBTOMaTUYHO aAanTy€eThCs 0 3MIH MacTady Ta 3CyBY,
3a0e31euyour TOYHE TO3UIIIOHYBaHHS HAK/IaICHb Y CIICHI.

Cucrema oBepIIeIO CKIATAETHCS 3 KUIBKOX BOKIIMBUX KOMIIOHEHTIB.
ImageOverlay kepye HakIaaeHHSIMH, BAKOPUCTOBYIOUH HAOIp IHCTPYMEHTIB 13
ToolBox. Lle#t kmac BUKJIMKAE METOIU MATIOBAHHS ISl aKTUBHHUX 1HCTPYMEHTIB 1
3a0e3neuye IXHI0 CHHXPOHI3aIIiI0 3 IOTOYHUM CTaHOM CIieHH. ['padiyuHi enemMeHTH
penaeparbes uepes OverlayDrawer, sikuil BimoBigae 3a CTBOpeHHs 0a30BUX (HOpM,
TaKMX fIK JIiHI1, MPSIMOKYTHUKH, KOJIa Ui TeKCTypH. J[0aTKOBO, y cucTeMi
BUKOPUCTOBYETHC Jioriunuii 0ydep (_inkBuffer), skuit 1o3BoJIsI€ BiACIIIKOBYBATH
CTaH HaKJIaJICHb, HAIIPUKJIAJI, BUIUICHHS 00'€KTiB 400 aKTUBHI 00J1aCTi B3a€EMOIIi.

KopucrtyBau MoXxe B3a€EMOJIISITH 3 OBEPIICEM Uepe3 Pi3HI PEKUMHU POOOTH, K1
3anaroThes B ToolBoxMode. Hanpukiaz, y pexxumi nepemimenss (Move)
aKTUBYIOTHCS BIJMIOBIHI IHCTPYMEHTH, IO JIO3BOJISIOTH 3MIHIOBATH TIOJIOKCHHS
00'eKTIB y CIieHi, a B pexxumi poootu 3 UV-manamu (UVs) koprucTyBad Moxe
penaryBaTv TEKCTypH. Pexxumu JIerko mepeMHUKatoThCs Yepes rapsidi KIIaBili, Taki sSK
M, S a6o R, 3a0e3neuyroun mBUAKUN AOCTYI A0 HEoOXiAHUX QyHKIiH. CiTKa
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(GridTool) Takoxk MOk€ BMUKATHCS a00 BUMUKATHCS 3AJIEKHO BiJl TOTPEO
KOpHCTYBaya, 10 J0MOMAarae mpu BUPIBHIOBaHH1 00'€KTIB.

HaBenmeMo crimcok iHCTPYMEHTIB, peai30BaHUX y PEAaKTOPi:

PolygonTool — 1ie iHCTpyMeHT penakTopa, mpu3HaYeHH Jist poOOTH 3
0araToKyTHUKaMH y clieH1. BiH 103BOJIsiE CTBOPIOBATH, pearyBaTh Ta MepeMiliaT
BEPIIIMHU 0araTOKyTHHKA, 3a0€3MeUyI0YN TOYHUH KOHTPOJIb HaJl T€OMETPI€EFO.
[HCTpyMEHT BimoOpaXkae 6araTOKYTHHK Ha CII€HI1, JO3BOJISIOUM B3aEMO/IISITH 3 HOTO
BEPIIMHAMHU 3a JOTIOMOTO0 MHIIII.

Konu kopucTyBay HaBOJUTH KypCOp Ha BEpUIMHY OaraTOKyTHUKA, IHCTPYMEHT
BHU3HAYAE, Ky CaM€ BEpIIMHY 00paHO, BUKOPUCTOBYIOUH JIoTiuHUM Oydep (“ink’) mis
BIJICT€KEHHS CTaHy. SKIIO BepIlIMHA aKTUBOBaHA, BOHA BUAUISIETHCS CHEI1aIbHUM
KOJIbOPOM, a I1J1 Yac NePeTAryBaHHA BUKOPUCTOBYETHCS 1HIIMH Kouip. [1pu
HATUCKAHHI JIIBOI KHOIIKM MUIII BEPIIUHA (DIKCYETHCS, 1 11 MOJOKEHHSI MOYKHA
3MIHUTH, IEPEMILTYI0OUX MUully. KoopAnHaTH BEpIIMHU OHOBIIOKOTHCS BIIOBIIHO /10
NepeMIIIeHHs, BPaXOBYIOUM MaclITald Ta 3CyB KaMEPH peaakTopa.

Pucynox 3.2.1 — Polygon tool

Jna Bizyamizauii “PolygonTool" mamioe 6araTOKyTHUK 1 HOTO BEpIIMHH,
BuKopucTOBYr0UM MeTonu OverlayDrawer'. JliHii Mi>k BepIITuHAMU MaJTFOIOTHCS JIJIS
MKPECICHHS CTPYKTYPH, a CaMi BEPIITUHU BiI0OPaX)AIOTHCS SIK MaJICHBKI
PAMOKYTHHUKH, K1 pearyrTh Ha B3a€MOIII.
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GridTool — e iHCTpYMEHT pelakTopa, SIKAK BiIOBITa€e 3a BiioOpakeHHS
ciTku Ha cueHi. CiTka gornoMarae KopucTyBadyaM Opl€HTYBATHUCS B IPOCTOPI CIICHH,
BUPIBHIOBATH 00'€KTH Ta TOYHIIIE TIO3UIIIOHYBATH iX. [HCTpyMEHT aBTOMaTHIHO
aIanTy€eThes 10 MacTaldy CIIEHU Ta 3CYBY KaMepH, 110 3a0e3nedye Horo
BIJIMTOBITHICTD /IO IIOTOYHOT'O BHUTJISAY CIICHHU.

Pucynok 3.2.2 — Grid tool

OcHoBHUM MeToa Draw BUKIMKA€ETHCS JUTsl pEHJEPUHTY CiTKU. BiH po3paxoBye
PO3MipH Ta MO3MINT CITKOBHX JiHIN HA OCHOBI MOTOYHOTO MaciTady (Scale) Ta
smimieHHs (X, Y) kamepu, nepenanux yepe3 OverlayTransform. GridTool mamntoe Tpu
PIBHI CITKU: ApiOHY, CEpEIHIO Ta BEIUKY, KOXKHA 3 KX Ma€ CBIM KOJIp IS YITKOT
Bi3yauizaiii. J[piOHa ciTka qonomarae npaitoBaT 3 JETalsIMU, CEPEIHS
BUKOPHCTOBYETHCS JIJIS 3arajlbHOTO BUPIBHIOBAHHS, a BEJTUKA ITiIKPECITIOE OCHOBHY
CTPYKTYpPY IIPOCTODY.

MoveTool — 1ie iHcTpyMeHT penakTopa, IpU3HAYCHUN JIJIS TIePEMiIIECHHS
00'eKTiB y clieHi. BiH Hafae KopucTyBaueBl MOXKIIUBICTh 3MIHIOBATH TTO3UIIIIO
BUOpaHOT0 00’ €KTa 3a JJOMOMOI0I0 MaHINMyJIATOPIB Ha ocsiX X, Y ab0 0HOYACHO IO
000X OCsX Yepe3 30HY 3aXOIUIeHHs (1Maj). [HCTpyMEeHT aBTOMaTUYHO BU3HAYA€E
B32€MO/III0 3 KOPUCTYBAuEM 3a JIOMIOMOT0I0 KypCOpy MHIII Ta afanTye CBOI Aii
3aJIeKHO B1J] MOJOXKEHHS MUILI Ta aKTUBHOT OCI.
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Project ‘Test Game' loaded

Pucynok 3.2.3 — Move tool

[HCTpyMEHT Mastoe MaHIYJISATOP Y BUTIISAL CTPUIOK it ocedt X 1Y Ta
MPSIMOKYTHHUKA JIJIsl 30HU 3aXOIUIEHHS 10 000X ocsix (Z-nafg). CTpUIKH Ta 30Ha
3aXOIUICHHS MACBIYYIOTHCS PI3HUMH KOJIbOPAMHU MPY HABEJIEHHI MUIIIL, 10 JO03BOJISIE
YITKO pO3YMITH, siKa i Oy/e BUKOHaHa. KoJIbOopu OHOBIIOIOTHCS B peaibHOMY 4Yaci, a
KypCOp 3MIHIOEThCS, BIIOOpaxkarouu HAPSIMOK TIEPEMIIIICHHS.

Ko xopucTyBad 3ax0IUTIOE MaHIMYJIATOP, HAITPUKJIIA/, HATHCKAIOUX Ha
ctpisiky X, MoveTool mounnae 06po6sT mepemiiieHHs 00’ ekta. [HcTpyMeHT
BPaxOBY€ 3MIIICHHS MHUIIII B1JI TOYaTKOBOT TOYKH 3aXOIUJICHHS Ta MacIiTady KaMmepu
(EditorCamera) 1t TOUHOTO pO3paxyHKy HOBOI mo3uillii. SIkio o6pano Z-naf,
NepeMIIIeHHS] BUKOHYETHCSI OJTHOYACHO 110 000X ocsix. [licns 3aBepiieHHs
nepemimieHHs (Biamyckanus muini) MoveTool dikcye 3MiHN Ta OHOBITIOE TIPUB’sI3aHI
BJIACTUBOCTI 00 €KTA.

MaHinynsTop azantyeThes 40 3MiH MacITady Ta 3CyBY CLIEHH, IO JTI03BOJISIE
3aBXKJIU MIITPUMYBATH HOT0 MPOMOPUIAHICTD Ta 3pYYHICTh BUKOPUCTAHHSI.
[HCTpyMEHT TakoXk 1HTErpy€eThes 3 KoHTeKcToM BUOODY (SelectionContext) 1 Moxke
aBTOMATUYHO TIEPEMUKATHUCS B PEXKUM BHUIIIJICHHSI, AKIIO 00'€KT HE aKTHBHHIA.

ScaleTool — e iHCTpYMEHT JJ1st pelaryBaHHs CICHH, SIKHH T03BOJISIE
3MiHIOBaTH MaciiTad 00’ekTiB 1o ocsX X, Y B 000X HanpsiMkax. Bin Hajgae
KOPHUCTYBa4€B1 Bi3yaJbHI MaHIMYJSITOPHU JJI B3A€MO/I11, BKIIOYAIOUN CTPUIKH JIJIs
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KO’KHOI OC1 Ta IPSIMOKYTHY 30HY JUIsl KOMOIHOBaHOTO MaciTaOyBaHHs. [HCTpyMEHT
iHTerpyerbes 3 OverlayDrawer, 1110 103Bosisi€ Bi1oOpakaTi MaHIIMyIsITOPH 3
ypaxyBaHHAM MaclITa0y Ta 3CyBy KaMepu pelakTopa.

17:536 [Info] [Vison] Project ‘Test Game' loaded

Pucynoxk 3.2.4 — Scale tool

[Tix yac po6otu 3 mutiero ScaleTool Bu3HauUae, HA STKOMY MaHITyJIATOP1
HABEJIEHO KypCOp, BAKOPUCTOBYIOUH JIOT14HUI Oydep. AKTUBHI 001acTi
M1JCBIYYIOTHCS PI3HUMH KOJIbOPaMU: YEPBOHUM JUTSI OC1 X, 3€JIEHUM It Ocl Y Ta
CUHIM JIJI1 KOMOiHOBaHOi 001acTi (Z-nax). [Ipy HaTUCKaHHI JIIBOT KHOTIKU MUIII
THCTPYMEHT (DIKCy€ MOYaTKOBI KOOPJAUHATU KypCcopy Ta MaclTady 00’ ekTa, 110
JI03BOJISIE TOYHO 3MIHIOBATH PO3MIpU 00’ €KTa 3aJIEKHO BiJl IEPEMIIIICHHS MUIIII.

MastoBaHHsI MaHIMTyJIATOPIB BUKOHYETHCS 3 YPaXyBaHHSIM 3CyBYy Ta MacITady
crieHu. CTpUIKU Ooceil Ta MPSMOKYTHHUK JIsl KOMOTHOBAaHOTO MacIITa0yBaHHS
MaJIIOIOTHCS 3 BIJIMOBITHUMHU KOJIbOpaMH. [HCTpYMEHT TaKoXK pearye Ha 3MiHy
MaciTaby Ta MOJIOKEHHS KaMepH, aIalTyI0ud B1I0OpaKeHHS MaHIMYJISTOPIB JJIst
HIATPUMAaHHS X MPONOPILIAHOCTI.

RotateTool — 11e iHCTpyMEHT peakTopa, SKHii BUKOPUCTOBYETHCS IS
o0epTaHHs 00 €KTIB y CLIEHI HABKOJIO Ocl Z. [HCTpyMEHT Ha/la€ Bi3yaJllbHUN
MaHIMyJISITOP y BUTIISI KUTBIIS, IO JTIO3BOJISIE KOPUCTYBAUYEBl IHTYITUBHO 3p0O3YMITH,
Ak Oy7ie BUKOHYBaTUCh 00epTanHs. [Ipu HaBeeHH1 Kypcopy Ha aKTUBHY 00J1acTh
MaHIMyJISATOP MiJCBIYY€ETHCS, BAKOPUCTOBYIOUH JOTTYHUMN Oydep AJid BiACTEKEHHS
B3a€MOJI.

36



B3aemonis 3 RotateTool BinOyBaeTbes 3a goromorotro muiii. [Tig gac
HAaTUCKaHHS Ha MaHIMyJISATOP IHCTPYMEHT 30epirae mo4aTKOBY MO3HUIIII0 KYpCOpy 1 KyT
obepranHs 00’ekta. [loTim, Ipu mepeMillieHHI MUIII, OOYUCITIOETHCSI HOBUM KYT,
3aCHOBaHUI Ha BEKTOPHOMY CITiBBIIHOIIEHHI MI’)K TTOYaTKOBHUM 1 IOTOYHUM
HanpssMKaMH. BUKOpHUCTOBYIOUN CKaJISPHUMN 1 BEKTOPHUN JOOYTKH, IHCTPYMEHT
BU3HAYAE BEJIMYMHY 1 HAPAMOK 3MIHH KYTa.

Play

=

20:56:17:536  [Info] [Vison] Project ‘Test Game' loaded

Pucynoxk 3.2.5 — Rotate tool

[Tix yac o6epranns RotateTool Bizyamnizye nporec, moKa3yruu JiHii, Kl
MO3HAYAIOTh MOYATKOBUH 1 TOTOYHUI HANPAMKHU. [HCTPYMEHT TaK0X BPaXOBY€
MacmTad 1 3CyB CLIEHH, aBTOMATUYHO a/IallTyI0YU PO3MIP 1 MOJTOKEHHS
MaHIIyJSITOpa, 00 30€perTy MPOMOPIIHHICTD 1 3pyYHICTh BUKOPUCTAHHS HE3aJIEKHO
BiJl MaciITaby nepersiay.

UVsTool — e iHCTpyMeHT peakTopa, IKHi BUKOPUCTOBYETHCS TSI
penaryBanHs UV-koopauHaT TekcTyp. BiH 103BosIsi€ 3MIHIOBATH MOJI0XKEHHS Ta
po3mip UV-nipsMOKYTHHKA, TTPAIIOIOUH SK 13 BEPIIMHAMU, TaK 13 KpasMHu.

[HcTpymenT npencrasiisie UV-NPSIMOKYTHUK Yy BUTJISLII YOTUPHOX BEPIIMH
(BepxHiii T1BUMA, BEpXHiil MpaBUil, HUKHIN J1BUMA, HUKHIN IPaBUil) Ta YOTUPHOX KpaiB,
K1 3'€IHYIOTH 1l BepirHU. KoprcTtyBay Moke 3MIHIOBATH MOJIO0KEHHS BEPIIUH, TUM
CaMUM 3MIHIOIOUH PO3MIP MPSIMOKYTHHKA, 00 epecyBaTH OKpeMi Kpai JIJ1sl 3MiHU
roro ¢popmu. Bzaemonis BinOyBa€eTbcs uepes JoriyHui 0ydep, skuil BU3Ha4ae, siKy
yacTuHy UV-nipsiMOKyTHUKA 00paB kopuctyBay. [Ipu HaBeieHHI MUIIII Ha BEpLUIMHU
a0o0 Kpai BOHU IIACBIYYIOTHCS.
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B Asset Dialog

Pucynok 3.2.6 — UVs tool

PenaryBanns UV-npsaMoKyTHUKA 31HCHIOETHCS Yepe3 HATUCKAHHS MUIII Ha
BEpUIMHY a00 Kpail. [HCTpyMeHT (pikcye MOYaTKOBY MO3ULII0 KypCcopy Ta HapameTpu
NPSIMOKYTHHUKA (KOOPJMHATH, IIUPUHY 1 BUCOTY), MICJISI YOTO OOUYUCITIOE 3MIHU
3aJIeXKHO B1J nepeMillieHHsd Mulll. [{e 703BoJisie TOYHO 3MIHIOBATH pO3MIpHU Ta
MOJIO’KEHHS IPSIMOKYTHHUKA, BPAXOBYIOUHM BCl B3a€MO/II1 Y peajbHOMY yacl. SKio
mupuHa ad0 BUCOTA NPSIMOKYTHHKA CTalOTh HETATUBHUMU, BOHU aBTOMATUYHO
BUIIPABJISIOTHCS HA MIHIMAJIbHI 3HAUYEHHS.

Meton Draw Binnosinae 3a Bizyamzauio UV-npsimokyTHHKa. JIiHIT MIX
BEpPUIMHAMU YTBOPIOIOTh KOHTYPH MPSIMOKYTHHKA, @ BEPILIMHA MAJIIOIOTHCS Y BUTIIAI
MaJIeHbKHX KBaJpaTiB. [HCTpPYMEHT BUKOPUCTOBYE Pi3HI KOJIBOPH AJIA I1JICBIUyBaHHS
AKTUBHUX YaCTHH: 0A30BUH KOMIp JUIsl HEPYXOMHUX €JIEMEHTIB, IHIINN — AJis
BUJIIJICHUX, Ta II€ OJIUH JJIs IePEMIIyBaHUX.

CameraViewportTool — 1ie iHCTpyMEHT 111 KepyBaHHS B'TOIIOPTOM KaMepH,
10 JT03BOJISIE pEJAryBaTH MOJOXKEHHS, MaclITad 1 30HY OISy KaMepH
0e3mocepe/IHbO Y BIKHI peakTopa. [HCTpyMEHT Hajla€e KOpUCTYyBavyy IHTEPAKTUBHI
€JIEMEHTH KE€PYBaHHsI, TaKl IK paMKH OTJISly Ta MAHIMYJISATOPH JJIsl MAacIITAOyBaHHS 1
nepemitieHHs. BiH IHTerpy€eThCs 3 CUCTEMOIO BIJOOpaKEHHS peakTopa,
aBTOMATUYHO BPaXOBYIOUU 3MiHU MacuITaOy abo MOJIOKEHHS KaMEpHU.

[Tix wac B3aemozii 3 CameraViewportTool kopucTtyBau Moke HaBirariiHo
3MIHIOBAaTH 30HY OrJIsiAy kamepu. Komu Kypcop Mullli HAaBOJIUTHCA Ha MEX1 B'IOIIOPTY,
aKTUBYIOTHCS BIJIMOBIIHI MAHIMYJISATOPH, SIKI MIJICBIUYIOTHCS JIJIsl 3pyYHOCTI
B3aemo/ii. Hanmpukiaz, cTpiiaku Juisl HepeMillieHHs] KaMepH MiICBIYYIOThCSl Y4ePBOHUM
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1 3eJIeHUM KoJibopamu st ocedt X ta Y BianoBiaHO. [[j1s MaciitabyBaHHS HAAAIOThCS
IHTepaKTUBHI MapKepy Ha KyTaxX B'IOIOPTY, SIKi T03BOJIAIOTH MIPOMOPIIIHHO
3011b1IIyBaTH a00 3MEHIIYBATH I10JI€ 30py KaMepH.

[Vison] Project Test Game' loaded

Pucynok 3.2.7 — Camera tool

MamtoBanns maninynaropiB CameraViewportTool BinOyBaeTbes 3
ypaxyBaHHSM 3CyBY, MaclTaby Ta CIiBBIIHOILIEHHS CTOPiH B'ronopty. Lle 3abe3neuye
npaBuJIbHE BIJOOpaKEHHS 30HU OTJISIAY HE3aJIeKHO BiJ MaciTaldy ciieHu. Kpim Toro,
IHCTPYMEHT CUHXPOHI3Y€ThCS 31 3MiHAMU TMOJIOKEHHS 200 po3Mipy BIKHA peaKkTopa,
1100 3aBXK/IM KOPEKTHO BIIOOpaXKaTH paMKHU U €JIEeMEHTH KEPYBAHHS.

[HCTpyMEHT BpaxoBYye€ MEPCICKTUBY Ta MPOMOPIIii KaMepH, TO3BOJISIOUN TOYHO
HaJIAIITOBYBATH ii moJjioxkeHHs 1 MacmTad. Kpim Toro, CameraViewportTool
IHTETPYETHCS 3 CUCTEMaMH TO[iH PelaKTopa, 110 J03BOJII€E BUKOPUCTOBYBATH HOTO
pPa3oM 3 IHIIUMHU IHCTPYMEHTaMU, TAKUMU SIK MaHIMYJISATOPH MEepEMIIIIEHHS a00
oOepTaHHs.

BoxColliderTool — 1e iHCTpyMeHT Jj1sl peiaryBaHHs mapamMeTpiB
npsAMOKYTHOTO Koaraepa (box collider), sikuit 3a06e3mneuye B3aeMO1it0 00'€KTIB Y
¢b13uuHii cucteMi. [HCTpYMEHT 103BOJIsIE KOPUCTYBaueBl 3MIHIOBATH PO3MIPH,
MIOJIOKEHHS Ta OPIEHTAIlII0 KoJlaliepa, IHTepaKTUBHO HAJAIITOBYIOUN HOTO
napaMeTpH MPSMO B PEIAKTOPI CIICHH.

39



[HCcTpyMeHT BioOpakae paMKy, 10 BU3HAYAE MEXK1 KOJaiaepa, a TaKoxK
MaHIMYyJATOPH JUIS pelaryBaHHs HOro po3MipiB 1 mosioxkeHHs. Konu Kypcop Muiii
HABOJIUTHCS Ha Kpai ad0 KyTH KoJiaijiepa, akTUBYIOThCS BIJIMOBIAHI MaHIMYJISTOPH,
K1 TJICBIYYIOTRCS JIJIs 4iTKO1 Bizyanizallii. Hampuknan, TArayuu 3a Kpaid paMKH,
MOJKHa 301bIITYBaTH YM 3MEHIITYBAaTH IIMPUHY 200 BUCOTY, TO SIK KYTH TO3BOJISIOThH
3MIHIOBaTH PO3MIpH OAHOYACHO MO 000X OCSIX.

Project “Test Game' loaded

Pucynoxk 3.2.8 — Box Collider tool

MamtoBanns manimynstopiB Ta pamku BoxColliderTool BpaxoBye maciitadbu
Ta MO3UIIII0 KAMEPH CIICHH, 1110 JI03BOJISIE 3aBXK/IM YITKO OAUYNTH KOJaiaep HaBITh y
BEJIUKHUX YU CHJIBHO 3MEHIIICHUX CIIeHaX. [HCTpYMEHT amanTyeThest 10 Ople€HTAIlli
00'eKTa: SIKIIO 00'€EKT MOBEPTAETHCA, paMKa KoJlaliepa TaKoK KOPEKTHO BioOpaxkae
roro Haxwi. e BaIMBO JIJ1s1 TOUHOTO HANAIITYBAHHS KOJIAHIEPIB Y CKIIATHUX
CLIEHaX, JIe TEOMETPIsl Ma€ HECTAaHAAPTHI KyTH.

[Tin wac pegaryBanns napametpiB BoxColliderTool 30epirae cuaxpoHi3ariro 3
(b13UYHOIO0 CUCTEMOI0, aBTOMATUYHO OHOBJIIOIOYH JaH1 y BIAMOBIIHUX Oydepax. Lle
JT03BOJISIE MUTTEBO OAYUTH PE3YyJIbTAaTH 3MIH.

CircleColliderTool — e iHCTpyMeHT [T pearyBaHHs KpyroBUX KoJiaiiepis
(circle collider), sixi 3a06e3neuyt0Th 00UKCICHHS (I3UYHUX B3AEMOIM I 00’ €KTIB
Kpyrioi ¢popmu. BiH 103BOJIsIE JIETKO HATAIITOBYBATH OCHOBHI MapaMeTpH, Taki sIK
paziyc 1 HeHTp KoJaiaepa.

[HCTpYyMEHT Bi3yauti3zye KoJanuaep y BUTIIAI KOJia 3 BUIUMHUM PaJiycoM i
ueHTpoM. BzaeMosis 3 Muiero 103BOJIsIE pearyBaTu HOro napameTpu:
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MEPETATYBAHHS IICHTPATIBLHOI TOYKU 3MIHIOE TIOJIOKEHHS, @ TATHEHHS 32 MEXY KoJia
JTIO3BOJISIE€ 3MIHIOBATH pajiiyc. [Ipy HaBeaeHH1 Kypcopy Ha akTHUBHI o0JacTi (1IeHTp abo
KOHTYP) BOHH II1JICBIYYIOThCS, 10 JIOTIOMAara€e 4iTKo 0auyuTH, KN apaMeTp
3MIHIOETHCHL.

[Vison] Project “Test Game' loaded

Pucynox 3.2.9 — Circle collider tool

CircleColliderTool aBTomMaTuHO ananTyeThCs 4O MacIITady Ta MO3MUIIIT
KaMmepu, 3a0e3Meuyoun MpaBuiibHe BiTOOpaKEHHS HABITh Y CIIEHAX 13 BETUKUMH a00
Jy’Ke IpIOHUMHU JIeTalasiMU. [HCTpyMEHT TaKoX MATPUMYE IHTETPAIli0 3 CUCTEMaMu
TpaHchopmarliit 00’ €KkTiB, 30epiraroyu BiMOBIIHICTh MK T€OMETPIEIO CIIEHU Ta
G13UYHUMH TapaMeTpaMu. K10 00'€KT 3MIHIOE CBOE MOJIOKEHHS UM PO3MIp,
KoJiaiiiep aBTOMaTUYHO CIY€ 32 IUMH 3MIHAMH.

PointLightTool — me iHCTpyMeHT /1t peiaryBaHHsI mapaMeTpiB TOUKOBOTO
JKepera CBITJIa, 1[0 BAKOPUCTOBYETHCS I CTBOPEHHS JIOKAJIbHOTO OCBITJICHHSI B
cueHi. BiH 103BoJIsi€ 3MIHIOBAaTH OCHOBHI BJIACTUBOCTI CBITJIA, TaKi SIK MO3UIISA, PadilyC
BILJIMBY Ta IHTEHCUBHICTb, 3a0€3M€4yI0Ur KOPUCTYBaYEBl IHTEPAKTHUBHI
MaHIMyJISITOPH JJIsI TOYHOTO HAJIAIITYBaHHS.

[HCTpyMEHT BioOpaXkae TOUYKOBE JKEPEIIO CBITIIA Y BUTJISIIL KOJIA, sSIKa
BijIoOpakae 00acTh Moro BrumBy. KopuctyBau Moxe mepeTsaryBaTu JKEPEIo CBITIa
JUTSl 3MIHM MOTO TIO3UIIlT a00 MacmTabyBaTH KOJI0, 00 HAIAMITYBaTH Pajilyc
OCBIiTJICHHs. BizyanbHe miacBiuyBaHHsS aKTHBHUX 30H (IIEHTPY a00 MEXK KOJIa)
JIOTIOMArae 4iTKO 3PO3YMITH, K1 TapaMeTpu Hapasi peaaryroThCs.
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Info] [Vison] Project “Test Game' loaded

Pucynok 3.2.10 — Point light tool

PointLightTool inTerpyerbes 13 CuCTEMOIO KaMepu Ta BPaXOBYE 3CYB 1
MaciiTad CleHH, 11100 CBITIIO 3aBXKAU BIJOOpaKanocs y IPaBUIbHOMY KOHTEKCTI.
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3.2.6 .NET host

Monynbs DotnetHost 3a6e3neuye kepyBants .NET-30ipkaMu B KOHTEKCT1
npoekTy. BiH BUKOHY€E KTI040B1 (DYHKIIIT, TaKl SK 3aBaHTaKEHHS Ta
nepe3aBanTaxkeHHs .NET-monymniB, iHTerpartito ix i3 pymrieM i 00poOKy CKpHIITIB,
BU3HAYECHUX Y MPOEKTI.

.NET Host

/

Vison

\

dotnet cli

C#
source
files

assembly
dlil

Pucynok 3.2.4 — .NET cucrema

Kommnistiist 3aiiicHIoeThes 3a qoromoroto dotnet cli. Moyns Bukiinkae
OKpEMUI1 MPOLEC AJI1 CTBOPEHHS! HOBOI 301pKH, MICJIsSl YOTO aHaNi3ye OTpUMaHi JIOTH
Ha TpeAMET MOMIIOK YH MOTIePe/HKeHb. 3HAN/IeHI TTOMUJIKY Ta MONEPEKCHHS
00pOOJSAIOTHCS Ta 3aUCYIOTHCS Y BHYTPILIHIN JIOTTEp AJI MOAAIBIIOTO
BukopuctanHns. [licns yenimnoi kommissnii .NET-301pka 3aBaHTa)XyeThCs B
cnieniabHU KoHTeKCT BukoHaHHs (DotnetExecutionContext), mo Hamae
130J1bOBAHICTh 1 MOXKIIUBICTD 11 Mepe3aBaHTAXKEHHS 0€3 Mepe3aycKy NporpamH.

OpHiero 3 BAXITUBUX QYHKIIH MOYJIS € peIIeKCisl TUIIIB Y 3reHEPOBaHii
301pui. ITicns 3aBanTaxkenns 30ipku iHcTpyMeHT Reflector ananizye ckpunty,
BHU3HAYEHI B MPOEKTI, 1 IEPEAE iX Y CUCTEMY PYLIisl Yepe3 BHYTPILIHIA MOAYIIb
ScriptBackend. I{e 103BoJIsI€ aBTOMAaTUYHO OHOBJIIOBATH JOCTYIHI TUIIN IS
BUKOPUCTAHHS B MIPOEKTI, JOJIAF0YH 1X JIO CIIUCKY CKPHIITIB JJIsI BiTOOpaKEHHS B
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penakTopi. Moaysb TakoX IHTETPY€EThes 3 pytriem uepe3 API, 3abe3neuyroun
nepe3aBaHTaKEHHS THIIB Y CUCTEMI MPH 3MiH1 301pKH.

3.2.7 .Engine host

EngineHost — e siapo cucteMu kepyBaHHS pyIIiEM, IO BiAMOBIIA€ 3a 3aIMyCK,
KOH(ITypallito, Ta BAKOHAHHS OCHOBHUX (DYHKIIIH py1tisa. Mojysib IHTETPYEThCS 3
HATUBHUMH KOMITOHEHTaMH py1rist yepe3 AP, mo3Bonsiroun mpamroBaTu 31 CIICHaAMH,
pecypcaMu, IrpoBOIO JIOTIKOIO, a TAKOXK 3a0e3reuye oOpoOKy peHJACPUHTY Ta
B3a€EMOJIIIO 3 PEIAKTOPOM.

OCHOBHMMH 3aBJAaHHSMU MOJAYJIA € THIIIAMI3aIlis PyIisi, KEepyBaHHS ITPOBUMHU
CIIEHaMH Ta 3a0e3MeUeHHs IIJIaBHOTO 1rpoBoro nukity. EngineHost no3Bossie
CTBOPIOBATU HOBI CLICHH, aKTUBYBATH X Ta 3/1HCHIOBATH OHOBJICHHS CTaHy I'pU Y
peanbHOMY 4aci. Moaynb BUKOHY€E IrpOBHI LUKJI B OKpeMoMy noToli. KepyBaHHs
MOTOKOM 31MCHIOETHCS Yepe3 CTBOPEHMI KOHTPOJIEP TOTOKY.

EngineHost nae 3Mory orpuMyBatu JOCTYII O [TapaMeTpPiB CLEHH,
HaJIAIITOBYBATU B1JOOPAKEHHS, @ TAKOX JUHAMIYHO 3MIHIOBATU BJIACTUBOCTI BIKOH,
TakKi sk po3Mip abo 6aTbKIBCHKUM €IEMEHT.

Oxkpim 3amycky pyiris, EngineHost Hajgae iHCTpyMEHTH 17151 3aBEPIIICHHS
poboTu abo mepe3arycKy CUCTEMHU, 1110 JO3BOJISIE aJaliTyBaTUCS 0 3MiH B
KOH(irypallii IpoekTy a00 OHOBJICHHS BHYTPIIIHIX KOMIIOHEHTIB.

3.2.8 EntityL.ist

EntityList — e knac, sikuii 3a0e3neuye iHTEepaKTUBHE KEPYBaHHS CITMCKOM
CYTHOCTEHN MOTOYHOI clieHH. BiH mpalltoe sik crocTepiraroda KoJekKIisi, 103BOJISI0Un
JUHAMIYHO BIACTEKYBAaTH 3MIHU B PEECTP1 CYyTHOCTEN 1 aBBTOMAaTUYHO
cuHxpoHizyBatu crad 3 Ul abo iHmmMu nigcucreMamu. Kiac iHTerpyerscs 3
HU3bKOPIBHEBUMHU TIOISIMH 3 PEECTPY uepe3 HeKepoBaHui ko (unsafe).

Knac EntityList aBToMaTHYHO CHHXPOHI3Y€E CBOT J1aHi 3 pEECTPOM CYTHOCTEH,
nepeanuM y KOHCTpyKTop. Y Metoi Fetch BinOyBaeThes iTepaltist 0 CyTHOCTSX
peecTpy, 1 KOJKHA CYTHICTB J0a€eThes y cniucok uepe3 CreateEntityInternal. et
IPOIIEC BKITIOYAE:

1. Imimiamizamiro EntityListltem, sika 30epirae iHpOpMAaLIifO PO CyTHICTb.

2. ABTOMarTMyYHE BU3HAUYEHHS KOMIIOHEHTIB CYTHOCTI Yepe3 11 apXeTHIl 1
JOJJaBaHHA LIUX KOMIIOHEHTIB y CIHCOK.
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Lle no3Bossie TUHAMIYHO OyAyBaTH aKTyalbHY MOJENb CYTHOCTEM, siKa BitoOpaxae
Bci 3minu B ECS y peanibHOMY Haci.

Metonau i1 JoJaBaHHS Ta BUAAJIEHHS KOMIIOHEHTIB, TaKl SIK
AddComponentinternal i RemoveComponentinternal, 3a6e3nedyroTh OHOBICHHS
1H(opMallii Tpo KOMIOHEHTH cyTHOCTEeH. Jlo/laBaHHS KOMIIOHEHTIB BKIIFOYAE:

o BusHaYcHHSI KOMITOHEHTIB Ha OCHOBI apXETHUITy CYTHOCTI.
o [HimmamizaIito KOKHOTO KOMIIOHEHTA 1 CTBOPEHHS MOT0 Bi3yaJlbHOTO
MIPEICTaBICHHS.

Krac iHTerpyeThcst 3 HU3bKOPIBHEBUMHU TIOISIMH, TAKUMU SIK CTBOPEHHS CYyTHOCTEH
Yy 3MiHA KOMIIOHEHTIB, 4epe3 JeseraTu 1 koinoeku. Hanpuknan:

« OnEntitiesCreatedCallback: pearye Ha cTBOpeHHSI HOBHX CyTHOCTEH Y peecTpi.
CyTHOCTI JI0al0ThCs B KoJiekItito uepe3 aucnaryep Ul (Dispatcher),
3a0e3meuyour CHHXPOHI3alliio 3 TpadiuHuM iHTepdeiicom.

« OnComponentAddCallback i OnComponentRemoveCallback: 06po6sioTs
JOJIaBaHHS Y1 BUAAJICHHS KOMIIOHCHTIB.

3.2.9 BufferDrawer

BufferDrawer — 1ie kiac s MamoBaHHs rpadiyHUX IPUMITHBIB Ha 6a30BOMY
PiBHI, IKMI MPALIOE 3 IPSIMUM JAOCTYNOM 110 nam’siTi. OCHOBHUM MPUHLIUI HOTO
pobotu Ga3yeTbes Ha MaHInyJIsAIiT OydepoM mikceniB y popmari uint* (BGRA), 1o
JT03BOJISIE 3MIHIOBATH KOJIBOPU OKPEMUX IMIKCENIB €KpaHy. Bukopucranus
He0e3MeyHOro KoAy 3ade3neuye MakCUMalIbHy POYyKTUBHICTb, ajieé BUMAarae BiJJ
pPO3pOOHUKA TOTPUMAHHS 00EPEKHOCTI TIPH TOCTYIIL /IO TaHUX.

BufferDrawer otpumye Ha BXija mocusaaHHs Ha Oydep mikcesiB, a TakoxK HOro
IIMPUHY Ta BUCOTY. Y Cl omepallii MaJltoBaHHS B1I0YBAIOTHCS MIJITXOM MPSIMOTO
3anucy y ueut Oydep. s 3anmobiraHHs IOMIIKaM, METOIM MaJIFOBAHHS TIEPEBIPSIOTH
KOPEKTHICTh KOOpJAWHAT (HAMPUKIIA, 100 HE BUWTH 3a MeX1 Oydepa) 3a T0OMOTOk0
BHyTpimHIX Qynkiiit SafeSetPixel i SafeSetPixelBlend. Ie 3a6e3neuye 3axucrt Bij
MIOLIKOKEHH maM’sati. ba3zosi metoau mamoBanHs, Taki sk DrawCircle, DrawRect
a6o DrawLineWithStroke, moOynoBaHi Ha KJTaCHYHKUX AITOPUTMaX rpadiku, TAKKX K
anroputMm bpesenxema.

Ochb CITUCOK OCHOBHUX MeToiB kiiacy BufferDrawer mis mantoBaHHS PUMITHBIB:

1. void SafeSetPixel(int x, int y, uint color)
Ycra"oBimoe mikcenb y Oydepi 3 mepeBIpKOK KOPEKTHOCTI KOOPIUHAT.
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2. void SafeSetPixelBlend(int x, int y, uint color)
3acTocoBye OJeHAMHT (HAKIIAJaHHs1) KOJIbOPY JI0 MIKCENs 3 MEePEBIPKOIO
KOPEKTHOCTI KOOP/IUHAT.

3. uint ReadPixel(int x, inty)
3untye 3HaYEHHS TiKcens 3 Oydepa 3a 3alaHUMH KOOPAUHATAMH.

4. void DrawLineWithStroke(int x0, int yO0, int x1, int y1, int thickness, uint

color)
Mautroe JTiHII0 MIXK JBOMA TOYKAMH 3 MOKJIMBICTIO 33aBAaTH TOBIIHUHY.
5. void DrawVerticalLine(int y0, int y1, int X, uint color)
Mastroe BepTUKaIbHY JIIHIFO MiXK TBOMa TOYKAMHU.
6. void DrawHorizontalLine(int X0, int x1, int y, uint color)
Mastroe TOpU30HTANIBHY JIHII0 MK JBOMA TOYKAMH.
7. void DrawCircle(int centerX, int centerY, int radius, uint color)
Mairoe KOHTYP KOJIa 3 BUKOPHUCTAHHAM aJITOPUTMY BpeseerMa.
8. void DrawCircleFilled(int xc, int yc, int radius, uint color)
Mautroe 3aIOBHEHE KOJIO, BUKOPHUCTOBYIOYH FOpI/IBOHTaJIBHi JHII.
9. void DrawCircleWithStroke(int centerX, int centerY, int radius, int
stroke_width, uint color)
Mairoe KOHTYP KOJIa 3 BKa3aHOK TOBHOIMHOXO 06BGII€HHSI.
10.void DrawRect(int X, int y, int w, int h, int thickness, uint color)
Mairoe KOHTYp NPSAMOKYTHHKA 3 3a1aHOK0 TOBUIUHOIO.
11.void DrawFilledRect(int x, int y, int w, int h, uint color)
Mairoe 3art0BHEHUIN TPSIMOKYTHHK.
12.void DrawRectBlend(int x, int y, int w, int h, int thickness, uint color)
Mauntoe KOHTYp IPSIMOKYTHHKA 3 BAKOPUCTAHHIM OJIEHIUHTY KOJIbOPIB.
13.void DrawRectFilledBlend(int x, int y, int w, int h, uint color)
Matoe 3aroBHEHUI MPSMOKYTHUK 13 OJIEHIUHTOM KOJILOPIB.
14.void DrawPolygon(Vector2[] points, int stroke, uint color)
Mastoe 6araTokyTHUK Ha OCHOBI MaCUBY TOYOK.
15.void DrawBitmap(int x, int y, UnsafeBitmap bitmap)
Mastoe pacTpoBe 300pakeHHs, KOIIIOKYH Horo mikcen B Oydep.
16.void DrawGrid(int cellSize, uint color, int dx =0, int dy = 0)
Matoe CiTKy 3 KIIITUHKaMU 33JJaHOTO PO3MIpY.
17.void Fill(int v)
3anoBHIOE Bech Oydep 3a1aHnM 3HAYCHHSIM KOJIbOPY.
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BUCHOBKU

VY pamkax manoi po6oTr OyJI0 BIOCKOHAJICHO CTBOPSHUM paHillie BIaCHUI
IrpoBH pyIIiH U1 pO3pOOKH 2D-1rop CTBOPEHHSM 3pYYHOTO Bi3yaJlbHOTO peaKkTopa,
KU 3a0e31meuye 1HTepaKTUBHI 3aCO0H 17151 poOOTH 31 ClIeHaMH, KepyBaHHS
pecypcamu Ta TeCTyBaHHS irpOBHX MeXaHiK. BUKOpHCTOBYIOUM CydacHi TEXHOJIOTII,
taki sik C++, C#, WPF 1 Vulkan, Branocs cTBOpUTH MOTYXHUN 1HCTPYMEHT, 110
JI03BOJISIE pO3POOHUKAM IIIBUJIKO CTBOPIOBATH, HAJIAIIITOBYBATH M YOCKOHAIIOBATH
2D-irpu.

PenakTop Hagae MOAYIIbHY apXiTEKTYpY, IHTETPAIIifo0 3 PYIIIEM /IS Bizyasizarii
CIIEHU B peIbHOMY Yacl, CUCTEMY JIJIsl pearyBaHHs ay/lio Ta rpadiyHUX PECypciB, a
TaKOK IHCTPYMEHTH JIJIsl CTBOPEHHSI CKPHIITIB 1 rpaiuHUX €JIeMEHTIB IHTEpQENcCy.

Breceno 3MiHU B caM pyIii, HAPUKJIaA, peajizailis peaaep-rpady Ta HOBO1
CUCTEMU PECYPCIB MIIBUILMIN NPOAYKTUBHICTD 1 THYUKICTh PYIIIis, JO3BOJISIOUN
e(eKTUBHO MpaIlOBaTH 3 BEIMKUMU TTpoekTamu. Posmmpenns .NET AP s
CKPHIITIB 3 MIATPUMKOIO MAaCHBIB Ta MOJIIB, YO0 OpaKyBaJIO B ONEPEIHINA BepCli

py1is.
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[EEN

CIIMCOK BUKOPUCTAHUX JUKEPEJI

. .NET documentation [Enextponnuii pecypc]. Pexxum moctymy:
https://docs.microsoft.com/en-us/dotnet.

Vulkan tutorial [Enextponnuii pecypc]. Pexxum gocrymy:
https://vulkan-tutorial.com.

Pexxum moctyny: https://github.com/SaschaWillems/Vulkan

Dotnet native hosting [Enexrponnmuii pecypc]. Pexxum mocryiy:
https://github.com/dotnet/runtime/blob/main/docs/design/features/native-
hosting.md

Vulkan Programming Guide: The Official Guide to Learning Vulkan by
Graham Sellers, John Kessenich — Addison-Wesley Professional October 31,
2016

Vulkan C++ examples and demos by Sascha Willems [ExnexTponnuii pecypc].
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using System;

JONATKH
JTOJATOK A

Peaunizanisa penakropy
ProjectContext.cs

using System.Linq;

using System.Windows.Input;

using System.Collections.Generic;
using System.Runtime.InteropServices;

using Laska;

using Laska.Dotnet;
using Laska.Interop.Utils;

using Vison.Controls.Components;
using Vison.ViewModels;

using System.Windows.Threading;
using System.Windows;

using System.Windows.Interop;
using System.IO;

namespace Vison.Infrastructure

{

public sealed class ProjectContext : IDisposable

{
public
public

public
public
public

public
public

public
public
public
public
public
public

public
public

event SceneChangedHandler SceneChanged;
event ContextlLoadedHandler Loaded;

Dispatcher Dispatcher { get; set; }
Logger Logger { get; set; }
ProjectViewModel ViewModel { get; set; 1}

VisonFile Config { get; set; }
SceneContext CurrentScene { get; set; }

Parameters Parameters { get; set; }
SelectionContext Selection { get; set; }
ResourceManager Resources { get; set; }
AssetManager Assets { get; set; }
ImageOverlay Overlay { get; set; }
EditorToolBox ToolBox { get; set; }

DotnetHost Dotnet { get; set; }
EngineHost Engine { get; set; }

private IntPtr _parent;
private FileSystemWatcher _watcher;

public
{

ProjectContext(VisonFile file, nint parent)
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Config = file;
ViewModel = new(this);
_parent=parent;

}

public unsafe void Load()

{

Logger = new(Dispatcher);

Engine = new(Logger);

SetupEngineHost();

Selection = new();

ToolBox = new();

ToolBox.Mode = ToolBoxMode.Select;

ToolBox.Selection = Selection;

Parameters = new();

Overlay = new();

Overlay.ToolBox = ToolBox;

Overlay.SetEditorCamera(Engine.GetEditorCamera());

Resources = ResourceManager.ParseFile(Config.Content.Resources,
Config.Content.Path, Engine.GetModule(LaskalModule.ResourceManager));

Assets = AssetlManager.ParseFile(Config.Content.Assets,
new(Engine.GetModule(LaskaModule.AssetManager)));

Dotnet = new(Logger, Config.Scripts.Dotnet,
Engine.GetModule(LaskaModule.DotNet));

ViewModel.Selection = Selection;
ViewModel.EditorOverlay = Overlay;
ViewModel.EditorCamera = Engine.GetEditorCamera();
ViewModel.GameViewPort = Engine.GetViewport(0);
ViewModel.EditorViewport = Engine.GetViewport(1l);
ViewModel.Tree = CreateProjectTree();
ViewModel.Resources = Resources;

ViewModel.Assets = Assets;

Selection.SelectionChanged += Selection_SelectionChanged;

App.Window.KeyDown += MainWindow_KeyDown;
App.Window.KeyUp += MainWindow_KeyUp;

Dotnet.Rebuild();

Loaded?.Invoke(this, new());
Logger.Info($"Project '{Config.Name}' loaded");
// Console.SetOut(Logger.TextWriter);

ViewModel.IsLoading = false;

}

private unsafe void SetupEngineHost()

{
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Engine.Configure(builder =>
{
builder.wWithWindow(window =>
{
window.SetParent(0);
window.SetResolution(1280, 720);
window.SetTitle("WND");
1D)
.WithEditor(editor =>
{

1D
.WithViewports(viewports =>
{

viewports.AddViewport(new()

{

Type = ViewportType.Window,
Parent = 0,

Height = 720,

Width = 1280,

IsValid = true,

Name =

(char*)MemoryUtils.ConvertCSharpStringASCIICString("Game"),
Resized = true,

});
viewports.AddViewport(new()
{
Type = ViewportType.Offscreen,
Height = 720,
wWidth = 1280,
IsValid = true,
Name =

(char*)MemoryUtils.ConvertCSharpStringASCIICString("Vison"),
Resized = true,

};
ED)
.WithGame(game =>
{
1)
.WithDotnet(dotnet =>
{

delegate* unmanaged[Cdecl]<DotnetInit*, void> ptr = (delegatex
unmanaged[Cdecl]<DotnetInit*, void>)&Bridge.Init;

dotnet.WithUseExternalDotnet(true);
dotnet.WithInitHook(ptr);
};
});
Engine.Init();
}

public void Save()

{
Assets.Save();
Resources.Save();
CurrentScene.Save();
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}

private void MainWindow_KeyUp(object sender, KeyEventArgs e)

{

Overlay.OnKeyUp(e.Key);

ToolBox.0OnKeyUp(e.Key);

if (e.KeyboardDevice.Modifiers == ModifierKeys.Control && e.Key ==

Key.S)
{
Save(Q);

}
}
private void MainWindow_KeyDown(object sender, KeyEventArgs e)
{

Overlay.OnKeyDown(e.Key);

ToolBox.0OnKeyDown(e.Key);
}

private void Selection_SelectionChanged(object sender,
SelectionChangedEventArgs e)

{
if (e.Entities.Length > 0)
{
EntityListItem entity = e.Entities[0];
ToolBox.Move.BindEntity(entity);
ToolBox.Scale.BindEntity(entity);
ToolBox.Rotate.BindEntity(entity);
ToolBox.EntityMark.BindEntity(entity);
ToolBox.SetMode(ToolBoxMode.Move);
}
}
public unsafe void LoadScene(int index)
{
ProjectSceneInfo scene = Config.Scenes[index];
if (scene is null)
{
return;
}
LoadScene(scene);
}

public unsafe void LoadScene(string name)

{

ProjectSceneInfo scene = Config.Scenes.FirstOrDefault(s => s.Alias ==

name) ;

if (scene is null)
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{

return;
}
LoadScene(scene);
}
public SceneContext LoadScene(ProjectScenelInfo scene)
{
SceneContext context = SceneContext.ParseSceneFile(scene.Path, this);
// context.Mode = SceneMode.Preview;
CurrentScene = context;
Engine.PlayScene(context.Scene);
return context;
}
public IEnumerable<IProjectNode> CreateProjectTree()
{
_watcher = new FileSystemWatcher(Config.Content.Path)
{
IncludeSubdirectories = true,
EnableRaisingEvents = true,
H

_watcher.NotifyFilter = NotifyFilters.Attributes
| NotifyFilters.CreationTime
| NotifyFilters.DirectoryName
| NotifyFilters.FileName
| NotifyFilters.LastAccess
| NotifyFilters.LastWrite
| NotifyFilters.Security
| NotifyFilters.Size;

FolderProjectNode content = new(new
DirectoryInfo(Config.Content.Path));

VirtualProjectNode scripts = new("Scripts");
VirtualProjectNode scenes = new("Scenes");

scenes.AddChildren(Config.Scenes.Select(s => new
VirtualProjectNode(s.Alias, "\\Icons\\ProjectTree\\file_empty_icon.png")));

IProjectNode[] nodes = new IProjectNode[]

{
content,
scenes,
scripts,
}i

return nodes;



using
using
using
using
using
using
using
using

public void Dispose()

{
}

public static ProjectContext ParseVisonFile(string path, IntPtr parent)
{

VisonFile file = VisonFile.LoadFromPath(path);

ProjectContext context = new(file, parent);

return context;

ImageOverlay.cs
System;
System.Collections.Generic;
System.Numerics;
System.Diagnostics.CodeAnalysis;
System.Windows.Documents;
Laska;
System.Windows.Media.Media3D;
System.Windows.Input;

namespace Vison.Infrastructure

{

public struct Box2d

{

}

public Vector2 V1;
public Vector2 V2;
public Vector2 V3;
public Vector2 Vd;

public interface IImageOverlay

{
}

public unsafe sealed class ImageOverlay : IImageOverlay

{

public ToolBox ToolBox { get; set; }
private EditorCamera _camera;

private OverlayDrawer _drawer;

public ImageOverlay()
{

_drawer new();

ToolBox

new();

}

public void Draw()
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OverlayTransform transform = default;

if (_camera.Camera != null)

{
float scale = _camera.Camera->Scale;
float dx = _camera.Transform->Position.X;
float dy = _camera.Transform—>Position.Y;

transform = new(dx, dy, scale);

}

_drawer.ClearLogicInkBuffer();

foreach (var (uuid, tool) in ToolBox.Tools)
{ %F (tool.Active)

}

tool.Draw(transform, _drawer);

}
public void SetEditorCamera(EditorCamera camera)
{

_camera = Camera,

foreach (var (uuid, tool) in ToolBox.Tools)

{
}

tool.SetCamera(camera);

}

public void OnViewportMove(float x, float y)
{

foreach (var (uuid, tool) in ToolBox.Tools)

{
if (tool.Active)
tool.OnViewportMove(x, y);

}

public void OnViewportScale(float scale)
{

foreach (var (uuid, tool) in ToolBox.Tools)

{
if (tool.Active)
tool.OnViewportScale(scale);

}

public void OnMouseMove(int x, int y)

{

foreach (var (uuid, tool) in ToolBox.Tools)

{
if (tool.Active)
tool.OnMouseMove(x, y, _drawer);
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}

public void OnMouseDown(int x, int y, MouseButton button)
{
foreach (var (uuid, tool) in ToolBox.Tools)

{
if (tool.Active)
tool.OnMouseDown(x, y, button, _drawer);

}

public void OnMouseUp(int x, int y, MouseButton button)
{

foreach (var (uuid, tool) in ToolBox.Tools)

{
if (tool.Active)
tool.OnMouseUp(x, y, button, _drawer);

}
}
public void OnMouseEnter(int x, int y)
{
foreach (var (uuid, tool) in ToolBox.Tools)
{
if (tool.Active)
tool.OnMouseEnter(x, y, _drawer);
}
}
public void OnMouselLeave(MouseEventArgs e)
{
foreach (var (uuid, tool) in ToolBox.Tools)
{
if (tool.Active)
tool.OnMouselLeave(e, _drawer);
}
}

public void OnMouseWheel(MouselWheelEventArgs args)
{

foreach (var (uuid, tool) in ToolBox.Tools)

{
if (tool.Active)
tool.OnMouseWheel(args, _drawer);

}
}
public void OnKeyDown(Key key)
{
foreach (var (uuid, tool) in ToolBox.Tools)
{
if (tool.Active)
tool.OnKeyDown(key);
}
}

public void OnKeyUp(Key key)
{
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using
using
using
using
using
using
using

foreach (var (uuid, tool) in ToolBox.Tools)

{
if (tool.Active)
tool.OnKeyUp(key);
}

public void BindBuffer(uint* buffer, int width, int height)
{

}

_drawer.BindBuffer(buffer, width, height);

public void BindCamera(EditorCamera camera)

{
}

_Camera = cCamera,

SceneContext.cs
Laska;
Laska.Interop.Utils;
System;
System.Collections.Generic;
System.Ling;
System.Runtime.InteropServices;
Vison.ViewModels;

namespace Vison.Infrastructure

{

public sealed unsafe class SceneContext

{

scene)

public ScenelMode Mode
{

get => _sceneMode;

set => SetMode(value);
}

public EngineHost Engine { get; 1}

public SceneFile File { get; }

public Scene Scene { get; }

public EntityList Entities { get; set; }

public SelectionContext Selection { get; set; }
public SceneViewModel ViewModel { get; set; }
public DotnetHost Dotnet { get; set; }

private readonly AssetlManager _assets;
private readonly ProjectContext _projectContext;
private SceneMode _sceneMode = Scenellode.Play;

public SceneContext(ProjectContext project, SceneFile sceneFile, Scene

{

_projectContext = project;

57



_assets = project.Assets;

Engine = project.Engine;
Dotnet = project.Dotnet;
File = sceneFile;
Scene = scene;
Entities = new(
registry: &scene.Proxy—->_registry,
dispatcher: System.Windows.Threading.Dispatcher.CurrentDispatcher

);

Entities.OnComponentAdd += Entities_OnComponentAdd;
Entities.OnComponentAdded += Entities_OnComponentAdded;

Entities.OnComponentRemove += Entities_OnComponentRemove;

Entities.OnEntityCreate += Entities_OnEntityCreate;
Entities.OnEntityCreated += Entities_OnEntityCreated;

Entities.OnEntityDestroy += Entities_OnEntityDestroy;
Entities.Fetch();

ViewModel = new(this);

}

private void SetMode(ScenelMode mode)

{
LaskaNative.LaskaSceneSetMode((IntPtr)Scene.Proxy, mode);
_sceneMode = mode;

}

private void Entities_OnComponentAdd(EntityList list, EntitylListItem
entity, EntityListItemComponent component)

if (!File.Entities.TryGetValue(entity.Id, out var item))

{
return;
}
component.Project = _projectContext;

string key = ComponentRegistry.GetName(component.Id);

if (!item.ComponentsData.TryGetValue(key, out ComponentData data))
{

data = ComponentData.CreateNative(component.Id);

item.ComponentsData.Add(key, data);
}

component.RecreateView(data);

}
private void Entities_OnComponentAdded(EntitylList argl, EntitylListItem
arg2, EntityListItemComponent arg3)
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entity,

private void Entities_OnComponentRemove(EntitylList argl, EntityListItem
EntityListItemComponent component)
{

if (!File.Entities.TryGetValue(entity.Id, out var item))
{

}

return;

string key = ComponentRegistry.GetName(component.Id);

item.ComponentsData.Remove(key);

private void Entities_OnEntityCreate(EntityList argl, EntityListItem arg2)

{
if (File.Entities.ContainsKey(arg2.Id))
{

}

return;

var item = new HierarchyItem();

File.Entities.Add(arg2.Id, item);

}
public void Save()
{
File.Save();
}

public ulong CreateEntity(ulong archetype, bool save = true)
{

var uuud = Scene.CreateEntity(archetype);

return uuud;

}
public void DestroyEntity(ulong entity)
{
Scene.DestroyEntity(entity);
}
public void AddComponent(ulong entity, ulong id)
{
var ptr = Scene.AddComponent(entity, id);
}

public void AddComponent<T>(ulong entity)
where T : IComponent, new()
{

}

AddComponent(entity, ComponentRegistry.GetIndex<T>());

public IntPtr GetComponent<T>(ulong entity)
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where T : IComponent, new()

{
IntPtr ptr = Scene.GetComponent(entity,

ComponentRegistry.GetIndex<T>());

return ptr;

}

public void RemoveComponent<T>(ulong entity)
where T : IComponent, new()
{

}

Scene.RemoveComponent(entity, ComponentRegistry.GetIndex<T>());

public static SceneContext ParseSceneFile(string path, ProjectContext
project)

var file = SceneFile.LoadFromFile(path);

SceneCreateInfo info = default;
info.RequiredHandles

MemoryUtils.AllocateSpan<ulong>((ulong)file.Assets.Count);
info.Entities =

MemoryUtils.AllocateSpan<SceneEntityCreateInfo>((ulong)file.Hierarchy.Count);

if (file.Archetypes.Count > 0)

{
info.Archetypes =
MemoryUtils.AllocateSpan<ArchetypeInfo>((ulong)file.Archetypes.Count);

var i = 0;
foreach (var archetype in file.Archetypes)
{
info.Archetypes[i].Components =
MemoryUtils.AllocateSpan<ushort>((ulong)archetype.Components.Count);
int j = 0;
foreach (var component in archetype.Components)
{
info.Archetypes[i].Components[j] =
Cushort)ComponentRegistry.GetIndex(component);

j+;

i++:

List<ComponentFieldBinding> bindings = new();

for (int i = 0; i < file.Assets.Count; i++)
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info.RequiredHandles[i] = file.Assets[i];

for (int i = 0; i < file.Hierarchy.Count; i++)
HierarchyItem item = file.Hierarchy[il;
ref SceneEntityCreateInfo entity = ref info.Entities[i];

entity.Id = item.Id;

entity.Name = (char*)Marshal.StringToHGlobalAnsi(item.Name);

entity.Prototype = item.Prototype;

entity.Components =
MemoryUtils.AllocateSpan<SceneEntityComponentInfo>((ulong)item.Components.Count);

int j = 0;

foreach (var (key, value) in item.ComponentsData)

{
if (ComponentDataloaders.TryGetByName(key, out var loader))

{

entity.Components[j] = loader.ToComponentInfo(value);

foreach (var binding in value.Bindings)

{

binding.Value.Asset =
project.Assets.FirstOrDefault((a) => a.Id == binding.Value.Id);
}

j+t;

var bngs = loader.GetBindings(value, entity.Id);

foreach (var binding in bngs)

{
}

bindings.Add(binding);

}
if (bindings.Count > 0)

info.Bindings =
MemoryUtils.AllocateSpan<ComponentFieldBinding>((ulong)bindings.Count);

for (int i = 0; i < bindings.Count; i++)

{
}

info.Bindings[i] = bindings[i];
}
Scene scene = project.Engine.CreateScene(ref info);

var contex = new SceneContext(project, file, scene);
contex.Selection = project.Selection;
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return contex;
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