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PEDEPAT

[TosicuroBanbHa 3anucka A0 kBamidikaiiiiHoi podoTtu 6akanaspa, 109 ctopiHok, 71

PUCYHKIB, 14 mxeped.

KOMITTOTEPHA T'PA®IKA, MOAYJIbBHA APXITEKTYPA, MVYJIbTU-API,
PEHJAEPUHI", C++20, CMAKE, DIRECTX, VULKAN

O0'exT po3poOkm — mporpamHa cuctema MyabTH-API nmns 3D-penpepunra 3
niaTpuMKoro rpadiunux API.

Meta po3poOku — po3poOka nporpamHoi cucreMu MyinbTH-APl g 3D-
pEHIEpUHIa 3 THYYKOIO MOJYJIBHOIO apXITeKTyporo pyurs mus 3D-pennepusra 3
yHiikoBaHUM 1HTEpPeiicom s rpadiunux APL.

Mertop pilieHHs — 3aCTOCYBaHHsI cydacHUX ctanaaptiB C++20, cuctemu 30upaHHs
CMake Ta BHUKOpHUCTAaHHS MATE€pPHIB NPOEKTYBaHHS JUIsI CTBOPEHHS MOJYJIbHOI
apXITEKTYPH 3 YITKUM PO3IMOALIOM BIMOBIIATBHOCTI MK KOMIIOHEHTaMHU.

VY pe3ynbTaTi BUKOHAaHHS KBaliikaliiiHOI poOOTHM po3polieHa MporpamHa
cuctema s 3D-pengepunra, sika miaTpumye pizHi rpadiuni APl depes enunwmii
1HTEepdeiic, 3ade3nedye ONTUMaIbHy MPOIYKTUBHICTh, MA€ HU3bKHUI OPIT BXOAXKEHHS Ta

MI1HIMAaJIbHI 3aJI€KHOCTI B1J 30BHIIIHIX 010I10TEK.



ABSTRACT

COMPUTER GRAPHICS, MODULAR ARCHITECTURE, MULTI-API,
RENDERING, C++20, CMAKE, DIRECTX, VULKAN

Object of development — a multi-API software system for 3D rendering with
support for various graphics APIs, providing cross-platform capabilities and high
performance on different devices.

The purpose of development — creating a flexible, modular architecture for a 3D
rendering engine with a unified interface for various graphics APIs, simplifying the
development of three-dimensional applications and ensuring their efficient operation on
different platforms.

The solution method — application of modern C++20 standards, CMake build
system, and design patterns to create a modular architecture with clear separation of
responsibilities between components.

As a result, an architecture of a software system for 3D rendering has been
designed, which supports various graphics APIs through a unified interface, provides
optimal performance, has a low entry threshold, and minimal dependencies on external

libraries.
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BCTYII

Mertoro 1aHoi poOOTH € CTBOPEHHs MporpamHoi cucreMu MyiabTu-API mis 3D-
peHaepuHra, sKa 3a0e3meunTh po3poOHWKaM rpadidyHUX MOAATKIB MOMKIUBICTH
BUKOPHUCTOBYBATH €IMHUM iHTepdeic 11 po6oTH 3 pizuumu rpadigaumu API (DirectX
12, Vulkan) na pizaux minatdpopmax. Cuctema crpsiMOBaHa Ha BUPIIICHHSA MpoOIeMu
dbparmenTalii rpadiuHUX TEXHOJIOTIH, 3HIKEHHS TIOPOTY BXOJDKEHHS /ISl pO3POOHUKIB
Ta 3a0e3MeYeHHs] BHCOKONPOAYKTHUBHOTO PEHACPUHra HE3aJIEKHO BiJ IUIHOBOI
m1aTGopmu.

[Iporpamua cucrtema peani3yeTbcsi y BUIIISIAI MOBHOIIIHHOTO pymris mis 3D-
pEHJIepUHTa 3 MOAYJIbHOIO apXITEKTYPOIO Ta YITKUM PO3MOALIOM BIMOBIAAIBHOCTI MIXK
KOMIIOHEHTaMu. [HTepdeiic cucreMu € IHTYITUBHO 3pO3yMIJIUM Ta JIETKUM Y
BUKOPUCTAHHI, IO JIO3BOJUTH PO3POOHHKAM 30CEPEAUTHCh Ha crenudimi CcBoix
J0JIaTKiB, a He Ha ocoOnuBoCTAX rpadiunux APIL.

Cucrema Hajgae MOXJIMBICTh JIETKOTO  HaJAIITYBaHHS  Bi3yali3alliiHUX
MalmiaiHiB, ympaBiiHHS CIEeHOIo, 10 Oa3yeTbcsi Ha Entity Component System, Ta
IHTETPOBAHOTO CEPEOBUILA PEAAKTOPA 3 TOBHUM HAOOPOM THCTPYMEHTIB JJISI pO3POOKU
Ta BIJJIATO>KCHHSI.

Jlnis CTBOpEHHs JaHOi MPOTPAMHOI CHCTEMH BHKOPUCTOBYIOTHCA MoBa C++
(cranmapt C++20), cucrema 36upanns CMake, cuctemu ynpaiinas pecypcamu Vulkan
Memory Allocator Ta D3D12 Memory Allocator, 6i6miorexa Cgltf mist 3aBaHTa)keHHS
3D-mopeneit, ImGui ta ImGuizmo ans inrepdericy penakropa, EnTT ans peamizanii
Entity Component System, spdlog as cucremMu J0ryBaHHS.

PesynpTaTom poO0TH € BUCOKOTIPOTYKTUBHA, THYYKa Ta PO3IIMPIOBaHA IPOTpamMHa
CHUCTEMa, sIKa CIpoIye po3poOKy Kpoc-miathopmuux 3D-101aTKiB, 3a0e3Me4y€e BUCOKY
AKICTh Bi3yasizailii Ta e)eKTHBHE BUKOPUCTAHHS PECypCiB HA pi3HOMY OOJaHAHHI, IO
pOOUTH 11 KOHKYPEHTOCTIPOMOXKHOIO aTbTEPHATUBOIO ICHYIOUUM PIlIEHHSIM Ha pUuHKY 3 D-

rpadiku.



1 AHAJII3 IPEJIMETHOI I'AJTY3I

1.1 Anani3 npeaMeTHOI ramysi

3D-peHnepHuHr € KII0YOBUM KOMIIOHEHTOM CYyYaCHUX KOMIT'FOTEPHHUX TEXHOJIOT1H,
o 3a0e3rnedyye CTBOPEHHS TPUBUMIPHUX TpadiuyHUX 300pakeHb Ha OCHOBI
MaTeMaTHYHUX Mojesel. LI TexHooris 3HaX0AUTh IHUPOKE 3aCTOCYBAHHA Y pO3pOOII
B1JICOIrOp, KOMIT'IOTEPHIN aHIMaIlii, apXiTeKTypHIH Bizyasizallii, MeIU4YHIi 1arHOCTHUII
[1], iHXeHepHOMY NPOCKTYBaHHI Ta IHIIUX Tady3six, J€ HEO0OX1JHO Bi3yalli3yBaTu
BIpTyasibHI 00'€KTH 3 BUCOKOIO TOYHICTIO Ta PEATICTHYHICTIO [2].

PosButok ranmysi 3D-penpepunra posmnoudaBcs y 1960-x pokax 3 MpPOCTHX
KapKacHUX MOJENeH, MpoTe 3Ha4HUi po3BUTOK BiAOyBcs y 1980-x ta 1990-x pokax 13
nosiBOIO mepimux rpadiunux axcesneparopiB [3]. Po3BuTok iHIyCTpii Bijieoirop, mosiza
TaKMX TEXHOJIOTIN K Iiedaepu Ta mporpamoBaHi rpadgiydi kouBeepu y 2000-x pokax
3HAYHO PO3IIMPUIN MOXIUBOCTI 3D-penaepunra ta 3poOuian Moro OLIbII TOCTYITHHM.
CbOroJiHi MU CIIOCTEPIraEMO CTPIMKHI PO3BUTOK IpadiuHUX TEXHOJIOTIH, 1€ KIIIOUOBUMU
TPEHJAAMH € PEANTICTUYHICTh, NPOAYKTUBHICTh (PEHIECPUHI y pEajbHOMY Yaci) Ta
JTOCTYMHICTh (Kpoc-TIaTGOpMHICTh). Y MapalielbHuX JociikeHHsx 3D-o0poOxa
CUTHAJIIB BUKOPUCTOBYETHCS SIK JOJATKOBUI (PaKTOP 3aXUCTY B cUCTeMax 1HPOPMaIifHO1
oe3neku [4].

Hocmimxenns komnanii Grand View Research moka3ytots, 1110 rio0ansHUN pUHOK
3D-pennepunra ominoBascs y 4,21 minbsipaa monapiB y 2024 poiii 1 IpOTHO3YETHCS HOTO
3poctanHs 10 11,3 mimespaiB ponapiB 10 2030 poky, 3 cepeaHbOPIYHUM TEMIIOM
3poctanHs (CAGR) 6mm3pko 17,9%. Lle 3pocTanHs NoB's3aHe 13 MiABUIIEHUM TTOTTUTOM
Ha BUCOKOSIKICHY BI3yalli3allilo y Pi3HUX raiay3sX, PO3BUTKOM TEXHOJOTIH BIPTYalbHOI Ta
JIOTIOBHEHO1 PEaIbHOCTI, & TAKOK MOIIMPEHHSIM XMapHUX PIllIeHb 711 peHaepuHra [5].

CpOrojiHi OCHOBHHUMH TEXHOJIOTISIMH, III0 BHUKOPHCTOBYIOThCS 1isi  3D-
peHaepunra, € pisHomaHiTHI rpadiuni API, Bkmouatoun DirectX, Vulkan, OpenGL Ta
Metal. Koxxen 3 1ux iHTepdeiiciB Mae cBOi 0COOJIMBOCTI, IEepeBaru Ta HEIOIIKH, IO
BIUTMBAIOTh Ha X 3aCTOCyBaHHS Ha pi3HMX Iutatdopmax. BomHouac moCmimKyrOThCS

CHEl1aTi30BaHl aJITOPUTMHU IMIYJbCHUX TEPETBOPEHb [JIsi CErMEHTAllll KIITHHHHUX
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300paxkenb [6]. Hampukiman, DirectX TpaauiiiHO BUKOPHUCTOBYETHCS B €KOCHCTEMI
Windows, toai sik Vulkan mpomonye kpoc-miardopmHe pilieHHs 3 HU3bKOPIBHEBUM
JOCTYIIOM JI0 TpadigHoro 00Ia HaAHHS.

OnHUM 13 TOJOBHUX TEXHIYHMX BUKJIMKIB Yy Tamy3i 3D-peHaepunra € po3poOka
CUCTEeMH, sika miaTpumye pi3Hi rpadiuni APl onnodacHo. Lle 0co6imBO BakKIMBO 7St
3a0€3MeUeHHS  KPOC-TIaT(MOPMHOCTI MPOTPaMHOTO 3a0€3MEUeHHs, 30KpeMa MIXK
Windows, ne TpamuiliifHO BUKOPUCTOBYEThCs DirectX, Ta I1HIIMMHU oOIlepanifHUMU
cuctemamu, 1e nepeaxkae Vulkan abo OpenGL. CyuacHi peHIepHUHT-CUCTEMH TOBUHHI1
MIATPUMYBAaTH  PI3HOMAHITHI PEeXMMH Bi3yamizamii (KapkacHUM, CYIJIbHUMA, 3
B1I0OpaKEHHAM HOpMaJiel) Ta pi3Hi NalIuiaitHu oOpoOKu 1S 3a0€3NeUeHHs] THYYKOCTI
B po00TI 3 rpadikoro.

[HII0I0 Ba)kKJIMBOIO NMPOOJIEMOI0 € (pparMeHTallis anapaTHOro Ta MPOTrPAMHOIO
3a0e3nedenHs. PizHomaHITHICTD rpadiuaux npouecopiB (GPU), onepauiiiHux cuctem ta
rpadiuanx APl cTBoproe ckiagHouIl sl PO3POOHUKIB, SIKI MPAarHyTh 3a0€3MEUUTH
OJIHAKOBY SIKICTh Ta MPOJYKTHUBHICTh Ha pi3HMX Iutargopmax. Lle mpuszBoauTh 10
HEOOXITHOCTI CTBOPEHHA aOCTpakTHUX IIapiB HaJx Hu3bKopiBHEBUMH API, 1m06
CIIPOCTUTHU PO3POOKY Ta 3a0€3MEUUTH MTOPTATUBHICTH MPOTPAMHOTO 3a0€3MEUECHHS.

KpiMm TOro, cydacHi peHIEpP-CUCTEMHU  CTHUKAIOTbCS 3  MPOOJIEMOIO
MacImTabOBaHOCTI — 37aTHICTIO €(EeKTHBHO BUKOPUCTOBYBATH HAasBHI pPECypcH Ha
PI3HOMAHITHOMY OO0JIaJHAHHI, BiJl MOPTATUBHUX MPUCTPOIB 10 BUCOKOMPOMTYKTHUBHUX
pobouux craHuii. Ile Bumarae po3poOKu aganTUBHUX aJITOPUTMIB Ta OINTHUMI3aIlil
BUKOPHUCTAHHS IMaM'sIT1 Ta 0OUYHMCITIOBAIBHUX PECYPCIB.

VY KOHTEKCTI IMX BUKIIMKIB, pOo3po0Ka yHiBepcaabHOI MylnbTU-API cuctemu ms
3D-penaepuHra € akTyaabHUM 3aBIAHHSIM, 110 MOXE BUPIIIUTHU AT iICHYIOUHX TPOOIIEM.
Taka cuctema JM03BOJUTH aOCTparyBaTHCS BiJ] HU3bKOPIBHEBUX OCOOJIMBOCTEH Pi3HHUX
rpadiuanx API, 3abe3neunTl Kpoc-maaThOPMHICTb, CIPOCTUTH MPOLIEC PO3POOKH Ta

ONTHMI3yBaTH BUKOPUCTAHHS PECYPCIB HA pi3HOMY oOnaaHaHHi [7].
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1.2 BusiBnieHHs Ta BUPILIEHHS NMPOOIeM

[Ticns ngerampHOTO aHAmi3y mpeaMeTHOl Tamy3i 3D-peHaepuHra BaXKIMBO
JOCTIANTH 1CHYIOU1 PIIIEHHS Ha PUHKY, 1100 BUSBHUTU iXHI OOMEKEHHS Ta BHU3HAUYUTHU
HaIpsSMKWA BIOCKOHAJIeHHs. Po3ristHeMo Tpu mpoBigHi pymi g 3D-rpadiku Ta ixHi
0COOJIMBOCTI.

Open 3D Engine (O3DE) — 1ie BIAHOCHO HOBHMM pYyIIiA 3 BIAKPUTUM KOJOM,
niaTpuMyBaHuii Amazon Ta Linux Foundation. Bin ipeacraBise co6oro amOiTHY cripoOy
CTBOPUTH TOBHOIIHHY Matgopmy g 3D-po3poOku 3 MIATPUMKOIO CYYaCHUX
rpadiuanx API ta kpoc-mardopmuictio. KimtouoBumu nepeBaramu O3DE e Gararumii
Ha0lp 1HCTPYMEHTIB IJisi PO3pPOOKH, THydyKa KOMIIOHEHTHa CHCTeMa Ta BOyJOBaHa
HiATPUMKaA XMapHUX cepBiciB. OJIHaK, HE3BAKAIOUYM HA KOPIIOPATUBHY MIITPUMKY, PYIIIIN
mae psin cyrreBux HenonikiB. O3DE crpaxknmae Bim mpoOiem 31 CTaOLIBHICTIO Ta
TIPOYKTHBHICTIO, 0COONMBO B TIOPIBHAHHI 3 GBI 3pimnmu pimeHHsmu. HMoro ckiaaHa
apXxIiTEeKTypa CTBOPIOE BUCOKHUI MOPIT BXO/HKEHHS JJI1 HOBUX KOPHUCTYBauiB, a 3HaYHa
KUIBKICTh 3aJIe)KHOCTEH YCKIIQJHIOE Mpouec 30upaHHs Ta 1HTerpauii. YacTto HaBITh
JOCBIAYEHI TPOTPAMICTH MOTPEOYIOTh TUXKHIB, 1100 3p03yMiITH 0a30B1 MPUHLUIIA pOOOTH
pyimis [8].

Unreal Engine, po3po6nennii Epic Games, € mOTy>KHUM KOMEPLIHHUM pYIIiEM,
SAKUW TIUPOKO BUKOPHUCTOBYETHCS SIK B ITPOBIN IHAYCTpIii, Tak 1 A Bizyamizaiii B
apXiTeKTypi, KiHO Ta iHIIMX Tany3sx. loro HesarnepeuyHnMH MepeBaraMy € BHCOKA SKICTh
rpadiky, po3BUHEH] IHCTPYMEHTH Bi3yanbHOro nmporpamyBanss (Blueprints) Ta oOmupna
noxkymenrauis. ITpote, Unreal Engine Takoxx Mae cBoi obMexeHHs. Moro BHCOKa
MPOAYKTHUBHICTH JOCATAETHCS 32 PAXyHOK 3HAYHUX BUMOT JI0 allapaTHOTO 3a0e3MeYCHHS,
10 POOUTH HOTO MEHIIT JOCTYITHUM JIJISI PO3POOHHUKIB 3 00MEeKeHUMH pecypcamu. BiacHa
cucteMa 30upaHHsS Ta ympaBiiHHS 3anexHocTsmu Unreal Engine wacto yckmamHioe
IHTErpalio 3 30BHINIHIMU IHCTpyMEHTaMu Ta 0i0mioTekamu. Lle cTBOproe 3aMKHYTY
€KOCHCTEMY, SIKa, X0ua 1 MOTYy>KHa, alie 00MEXy€e THYUYKICTh pO3p0oOHHKIB. Moaudikartis
BHYTPIIIHIX MEXaH13M1B PEHJIEPUHIa BUMArae rmuOOKOro pO3yMiHHS apXITEKTYPH PYILis,

110 YCKJIAIHIOE€ MOTO BUKOPUCTAHHS JIJI1 HECTAHIAPTHUX 3a/1a4 peHaepuHra [9].
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Godot Engine TmO3UIIIOHYETHCA SIK TOBHICTIO BIJKpUTA aJIbTE€pPHATHBA

KOMEPIIIHHUM PYIIisAM, 110 TPOIMOHYE KPOC-TUIaTGOPMHUN PO3BUTOK O€3 JIEeH31MHUX

BiJlpaxyBaHb. Mloro iHTETrpOBaHEe CepeIOBHILE PO3POOKU Ta IHTYITUBHA CHCTEMa BY3IIB

pOOIISITH

Godot mpuBabmMBUM 151 1HI1-pO3pOOHMKIB Ta Maidux komana. OpjHak, Ha

BIIMIHY BiJl HOTO CHJIBHMX MOXJHUBOCTeH misa 2D-po3poOku, 3D-QyHKITIOHATBHICTS

Godot nmoci 3anuiaeTbcs oOMexeHor. Xoua Bepcis 4.0 npruHecna 3Ha4HI MOKPAIIEHHS,

BKJIIOYaroYM miATpUMKy Vulkan Ta oHOBJIEHMII KOHBEEp peHAEPUHTa, CUCTEMa BCE IIIE

BIJICTAa€ BiJl KOHKYPEHTIB y IUIaHI MPOJTyKTUBHOCTI Ta SKOCTI Bizyauisaii ckiaaauux 3D-

cuel [10]. Exocuctema Godot 3HaUYHO MEHIIA, HI)K Y KOMEPIIHHUX KOHKYPEHTIB, 1110

00MeKy€ TOCTYMHICTh FTOTOBUX PECYPCIB Ta MJariHiB 1uist 3D-po3poOku.

AHami3 UX pyuIiiB BUSBJISE HACTYITHI MPOOJIEMH, K1 MOTPIOHO BUPILIUTH:

1)

2)

3)

4)

OaJlaHC MK JJOCTYITHICTIO Ta MPOAYKTUBHICTIO: ICHYIOYI pIlIEHHSI a00 MarOTh
BHCOKHMI TOpIT BXOJKEHHs uepe3 ckimanHictb API, abo He 3abe3neuyroTh
JOCTAaTHBOI MPOYKTUBHOCTI JUIsl CKJIaAHUX 3 D-NpOEeKTiB;

HEJOCTATHS KPOC-MIaTPOPMHICTh. BUIbIIICTh PyIIIiB HANAIOTh PI3HUN PIBEHb
MIATPUMKHU JUISl PI3HUX OmepamiiHux cucreMm ta rpapiyaux API, mo 3mymrye
PO3pPOOHUKIB aaNTyBAaTH CBOI MPOEKTH JJI KOKHOT IIJIbOBOT MIaTHOPMHU;
CKJIaJHI CUCTEMH 30MpaHHs Ta YNPaBIIHHS 3aJ€KHOCTAMU. baraTo pymiiB
BUKOPUCTOBYIOTh BJIACHI KOMIUIEKCHI CHCTEMH, TICHO I1HTETpOBaHi 3
KOHKPETHUM TIPOIYKTOM, 110 YCKJIQIHIOE BKIIFOUCHHS 30BHIIIHIX O10I0TEK Ta
1HCTPYMEHTIB;

oOMeXeHa THYYKICTh JUIsl HECTaHAAPTHUX 3a/ad. ApPXITEKTypa ICHYIOUHX
pYIIiiB 4acTO HE J03BOJSE JIETKO BIPOBAPKYBAaTH HECTAHIAAPTHI TEXHIKU

peHaepuHra 6e3 riamookoi MoaudIKallii sigpa CUCTEMU.

Ha ocHOBI mpoBeneHOTO aHali3y MOKEMO BUIUIMTH KIFOUOBI BUMOTH JO HOBOI

nporpaMHoi cuctemu MynbTU-API 115 3D-pennepunra:

)

CIPOIIEHHSI Ta JOCTYMHICTh Yy BHKOPHUCTAHHI CHUCTEMHU [JI1 HOBAYKIB SIK
TOJIOBHUM TPIOPUTET MPU PO3POOKHM cuUcTeMU (Ha BIAMIHY BiJ CKJIAJHUX

KOMEPLINHUX PYIIIiB);



2)

3)

4)

S)
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BUKOPHCTAHHS Cy4acHMX cTaHgapTiB C++ 3 MNpOCTHMH Ta 3pO3yMUIMMH
iHTepdeticamu;
MOJyJIbHA apXITEKTypa 3 YITKUMH iHTepdeiicaMu MiX KOMIIOHEHTaMH, IO

CIIPOIIY€E PO3YMIHHS Ta PO3IIUPEHHS;

CyyacHa cucTeMa 30HpaHHS 3 MIHIMAJIbHOIO KUIBKICTIO KPOKIB JUISl MTOYATKY
pobotu;
niaTpuMka pizHuUX Tpadiuaux APl 3  yHidikoBaHUM Ta IHTYITHBHUM

iHTEpdeiicom.

1.3 IlocTtanoBka 3aga4i

Cdopmyiroemo OCHOBHI 3aj1aul poOOTH:

1)

2)

3)

4)

5)

6)

7)

8)

9)

CTBOPEHHSI JIOCTYMHOI JUIsi HOBAuUKIB apXITEKTYpH pYIIis, IO CIPOIILYE
po3yMmiHHs TpuHIMMIB 3D-peHjiepuHra Ta yHUKAa€ HAAMIPHOI CKIIATHOCTI
KOMEpUIHHUX PYUIIiB;

PO3p00OKa THYYKOT apXITEKTYPH 13 3a0€3MEUCHHAM JIETKO1 afanTallii 10 pi3HUX
rpadiunux API (DirectX 12, Vulkan) dyepe3 3po3yMisinii abcTpakTHUM 1I1ap;
BIPOBA/KEHHSI OCBITHIX 1HCTPYMEHTIB JJIsl MPOQIIIOBAHHS T4 MOHITOPUHTY
IPOYKTUBHOCTI CUCTEMHU 3 Bi3yalli3alli€lo eTariB poOOTH PYIIIisi;
3a0€e3ne4YeHHs] BUCOKOI SIKOCT1 Biyalli3alli 3 MIATPUMKOIO PI3HHX PEXKUMIB
pEeHIEpUHTa Ta IHTYITUBHUMH HAJIAro)KyBaJlbHUMU IHCTPYMEHTAMU;
po3pobKa mpocToi Ta 3po3yMminoi cuctemu 30upaHHsS Ha ocHOBI CMake 3
MIHIMAQJIBHOIO KIJIBKICTIO KPOKIB /ISl IOYATKy POOOTH;

peamizaiisi Tpo3oporo adcTpakTHOro mapy Haa rpadiuaumu API, o
JI03BOJISIE€ 30CEPEIUTHCS Ha JIOTIII PeHIEpUHTa 3aMicTh jetaneid API;
CTBOpPEHHSI JpPYXKHBOTO O KOPUCTyBaua IHTErPOBAHOTO peAaKTopa 3
IHTYITUBHUM 1HTEephEHCcOM Ta HABYAIbHUMH MOYJTHBOCTSIMU;

BIIPOBA>)KEHHSI CHCTEMHU ACUHXPOHHOI'O 3aBAHTAKEHHSI PECYPCIB 3 1H/IUKAIIIEI0
CTaTyCy 3aBaHTaKCHHS;

peamizailiss CHCTEMH JIWHAMIYHOTO OHOBJICHHS IICHIEPIB I IIBHUIKOTO

CKCIICPUMCHTYBAHHs Ta HABYAHHA,
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10) BUKOpHCTaHHS 3pO3YMUIMX apXITEKTypPHUX MATEPHIB Ta Cy4aCHUX CTaHIApTIB
C++20 3 aKk1ieHTOM Ha YUTa0ETBHICTh KOY.

B pe3ynbrati peanizaiii mocTaBieHuX 3aaa4 Oyae CTBOpPEHA MPOTpaMHa CHCTEMA,

o 3abe3mneuye AoCTYMHHUM BXia y cdepy 3D-rpadiku 11 HOBAYKIB Yepe3 CIPOIICHY

apXITEKTYypy Ta 3p0O3yMii iHTepdelicu, BogHOYAC 30epiraroyn ONTUMaTBHUIN OaTaHC MiX

(GYHKITIOHANTBHICTIO, MPOAYKTUBHICTIO Ta 3PYYHICTIO BHKOPUCTAHHS [JIsI PO3POOKH

pi3HOMaHITHUX 3D-10/1aTKIB.



14
2 ®OPMYBAHHSA BUMOT JIO TIPOT'PAMHOI CUCTEMUA

HporpaMHa CHUCTCMaA ITOBHMHHA CKJIaAAaTHUCA 3 HACTYITHHUX KOMIIOHEHTIB:

)

2)

3)

4)

5)

6)

abctpakmis rpadiuaux API (Render Hardware Interface): cucrema mae
HaJaBaTH €IWHUM, 3pOo3yMiIMil iHTepdenc il B3aeMoOJii 3 PI3HUMH
rpadiuaumu API, Takumu sik DirectX 12 ta Vulkan. Lle 3a0e3neuuTs nerkicth
1HTerpallli HOBUX TEXHOJIOT1M Ta PO3LIMPIOBAHICTh apXITEKTYpU O€3 MOTpeou
nepenyucyBaHHs ICHYIOYOro KOy Y pa3i Jo/iaBaHHs MATpUMKH HOBUX API;
CHUCTeMa TMPOXOMAIB PEHAECPUHra: KOMIIOHEHT TIOBHHEH BIAMOBIIATH 32
YOPaBIIHHS Bi3yali3allifHUM KOHBEEPOM Yepe3 CHCTEMY peHjep-Iacis,
BKJTIOUarouu 6a3zoBuit npoxin (BasePass), mpoxia Hanaromxenns (DebugPass)
3 MIATPUMKOIO PI3HUX PEXHUMIB Bizyamizaiii (KapkacHUM, BiJIOOpa)KEHHs
HOopMaJiel, overdraw) Ta dinansHui mpoxif (FinalPass);

CHCTEeMa YTpaBJIiHHI pecypcaMu: KOMIOHEHT Mae 3abe3mneuyBaTi €()eKTUBHE
3aBaHTaXEHHS, 30epiraHHs Ta YIpaBJIiHHS pecypcaMH depe3 CrelliaaizoBaHi
MEHEIKEpH, BKIIOYAIOUYW ACHHXPOHHE 3aBaHTaXeHHA 3D-mozenen Ta
TEKCTYp, KEIIyBaHHS PECYPCIB Ta CUCTEMY 3aBaHTa)KCHHs yepe3 aOCTpaKTHI
iHTepdeiicu;

aOcTpakilisi piBHS J0AAaTKy: CHCTeMa Mae 3a0e3nedyBaTv aOCTpaKTHI
iHTepdeicu ms omneparlii, SKi B3aEMOJIIOTH 3 OMNEPaIiiHOI CHUCTEMOIO,
HAINPUKJIaJ, CTBOPEHHS BIKOH a00 YMPaBIIHHSA KUTTEBUM IUKIOM JOJATKY
yepes SDL;

cCUCTEMa YIpaBJIiHHS CIIEHaMH: peantizaiis apxitektypu Entity Component
System Ha ocHoB1 EnTT a1 IHTYiTUBHOTO yIpaBIiHHS 00'€KTaMH y CIieHi 0e3
CKJIQJIHUX 1€papxiil KJaciB, 3 MIATPUMKOIO 3pO3yMIIOi cepiajizallii CUeH y
JSON ¢opmat 115t MOKIIMBOCTI pyYHOTO pefaryBaHHS;

IHTETpOBaHE CEPEOBUIIE PEIAKTOPA: pO3poOKa peaakTopa Ha ocHOBI ImGui 3
MaHeJUTI0  i€papXii  CIEHW, 1HCHEKTOPOM  OO0'€KTIB, 1HCTPYMEHTaMHU
Tpancopmaiiii yepe3 ImGuizmo, viewport st BijoOpa)KeHHsI pe3yJibTaTiB

peHJepUHra Ta 3ac00aMi MOHITOPUHTY MTPOTYKTUBHOCTI;



7)

8)

9)
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CUCTEMa JIOTYBaHHS Ta AIarHOCTHKHU: KOMIIOHEHT Ma€ 3a0e31euyBaTH JIeTalbHe
noryBaHHs uepe3 spdlog 3 MIATPUMKOIO PI3HUX PIBHIB JAeTaiizamii ams
€(eKTUBHOTO BIJCTEKEHHS Ta JIarHOCTUKHU MPoOIIeM;

cucTeMa IO Ta BBOY: peajiizallisa MexaHi3My JiJi1 00poOKH MOA1H Bl BIKHA,
KJaBiaTypu Ta muii yepe3 SDL, mo 3a0e3neunTs THYyYKud iHTEpdenc mis
B3a€MO/Iii KOPUCTYyBaya 3 CUCTEMOIO;

cucteMa KOHGIryparii: KOMIIOHEHT I YIPaBIIHHSA HaJallTyBaHHSIMHU
cuctemu yepe3 JSON ¢aitnu 3 miATPUMKOIO TUHAMIYHOTO BUOOPY rpadiyHOTO

API ta pexxumy poOOTH IIPOTpaMH;

10) cuctemMa JUHAMIYHOTO OHOBJEHHSA MIeiaepiB: peanmizamis hot reload

Q)YHKHiOHaHLHOCTi JJI1 aBTOMAaTHYHOI'O HepeKOMHiJII-OBaHHH Ta 3aCTOCYBAHHA

3MiH y Hieiaepax mij yac poOOTH MPOTrpaMHu.

OyHKIIOHAIBHI BUMOTH JIO CUCTEMHU BKJIIOUYAIOTh:

)]

2)

nigTpumka rpadiuaux API:

— peamizamis miarpuMku DirectX 12 ms Windows 3 Bukopuctanusm D3D12
Memory Allocator;

— peamizamis  miarpuMmkyd  Vulkan 3 BukopucranHam Vulkan Memory
Allocator;

— MOXJMBICTb  JUHaMIyHOTO  BuOopy  rpadiunoro APl uyepes
KOH(Dirypatiitnuii ¢aiin;

YIPABJIIHHS pecypcamMu peHIepUHTA:

3aBaHTaxkeHHs1 3D-moneneit 3 miaTpumkoro dopmatiB gITF gepes Cgltf ta

1HIMX (popmaTtiB yepe3 Assimp;

— QACHHXpOHHE 3aBaHTAXEHHS pecypciB y ¢doHoBoMy mnoTori 3 callback-
CITOBIIIEHHSIMH;

— 3aBaHTAXEHHA Ta oOpoOka TeKCTyp 13 pizHux ¢opmartiB uyepe3 STB Ta
DirectX Texture;

— cucTeMa KelIyBaHHS  pecypciB s 3amnoOiraHHs  MOBTOPHOMY

3aBaHTAKEHHIO;

— yIpaBJiHHA MaTepiajgamu Ta menaepamMu 3 marTpuMkoro hot reload;



3)

4)

S)
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Bi3yastizallisi Ta peHACPHHT:
— 0a30BHI PEHJICPUHT CIICHH 3 T1ITPUMKOIO OCBITJICHHS Ta MaTepiaiB;
— HaJaroJ/DKyBaJIbHI PeKHUMHM Bi3yasizallii (KapKacHHM, HopMali, overdraw);
— CHCTeMa MaTeMaTHMYHMX TpaHchopmariii 3  MIATPUMKOI  PIZHUX
KOOPAMHATHUX CHUCTEM;

IHTETrpOBaHE CEPEOBHUIIE PEIAKTOpa:

BiIOOpakeHHs 1€papxXii CIIEHH 3 MOXKJIMBICTIO BHOOpPY Ta penaryBaHHS

00'eKTiB;

— 1HcnekTop OO'eKTIB Il HajmamTyBaHHS KommnoHeHTiB Entity Component
System 3 1HTYyITUBHUM 1HTEpdENCcOoM;

— BI3yaJbHI 1HCTpYMEHTM TpaHcdopmalii (gizmo) s MepeMileHHs,
oOepTanHHsi Ta MaciiTa0yBaHHSI 0€3 HEOOXIJHOCTI PYYHOTO BBEICHHS
KOOpJMHAT;

— viewport 3 IHTErpaii€r0 pe3yibTaTiB pPEHJIEPUHTa Ta MUTTEBUM
B1JI0OOpaXKEHHSM 3MiH;

— CHCTE€Ma CTBOPEHHs, 3aBAaHTAXCHHS Ta 30€pekKEHHS CLEH 3 IPOCTUM
(aiinoBum popMaTom;

— HaBYaJIbHI MOXJIMBOCTI 4epe3 Bi3yalli3allil0 Pi3HUX €TalliB peHIEpUHTa Ta
HaJIaroKyBaJIbHI PEXKUMHU;

IHCTPYMEHTH PO3pPOOKH Ta HABUAHHSL:

— 1i”Terpauis 3 Tracy npodaiinepom ansg HaouHoro monitopunry CPU ta GPU
POy KTUBHOCTI;

— BiJoOpakeHHSI METPUK MPOJAYKTHUBHOCTI B PEAIbHOMY 4aci 3 JOCTYHMHUMU
MIOSICHCHHSIMU;

— cucTema JIOTYBaHHS 3 pI3HUMHU PIBHSAMHM JAeTami3amii s PO3yMIHHS
BHYTPIIIHIX POLIECIB;

— JWHAMIYHE OHOBJICHHS MIEHACPIB 3 aBTOMATUYHOIO MEpPeOyI0BOIO s

IMBUAKOI'O CKCIICPUMCHTYBAHHA,
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— HJIaro/pKyBajbHI PEXKUMH Bi3yali3arlii 3 OCBITHIMH MOXIIUBOCTSMH JIJIS
PO3YMIHHS PI3HHMX aCIIEKTIB PEHICPUHTA;
CHCTeMa IO/Iii Ta B3aEMOIII:
— 00poOka moii BikHa (3MiHa po3Mipy, IepeMillieHHs, POKyC);
— 00poOka moiil BBeAeHHA (KIaBiaTypa, MHIIA) 3 MATPUMKOIO KOHTEKCTIB;

— cucrtema koHbiryparii yepe3 JSON daitnu.

HedyHKiioHaIbH1 BUMOTH BKIIIOYAIOTh:

)]

2)

3)

4)

MPOJIYKTUBHICTh Ta €()eKTUBHICTb:

— MiATpUMKa CTaOUIbHOI YacTOTH KaJApIB Ha CEpEeIHbOCTATUCTUYHOMY
00J1aTHAaHHI;

— edexTuBHe ynpapiiHHsA pecypcamu GPU uepes crernianizoBaHi aJoKaTopu
IaM'siTi;

— ONTHMI3allis PEHAEPUHTa Yepe3 CUCTEMY MPOXO/iB Ta TPYIyBaHHSI KOMaHI;

HaJIIMHICTB Ta AKICTb apXITEKTYpH:

— 00poOKa KpUTUYHUX MOMIJIOK 3 BIAMIOBITHUM JIOTYBaHHSIM;

— MOAYJIbHa apXITeKTypa 3 UITKUM PO3JUJICHHSIM  BIJMOBIIAIIBHOCTI
KOMITIOHCHTIB;

— 3JaTHICTh A0 afanTarlii mij pi3Hi clieHapii BAKOPUCTaHHS;

JOCTYMHICTh Ta OCBITHS I[IHHICTb:

— MIHIMaJbHI 3aJIEKHOCTI BiJI CUCTEMHHMX O10JIOTEK 4Yepe3 BUKOPUCTAHHS
vepkg ta FetchContent;

— MIATPUMKA PI3HUX KOHPIrypaliii anapaTHoro 3a0e3ne4eHHs;

— IHTYiTUBHUH 1HTEp(eic penakTopa 3 HU3BKHUM MOPOTOM BXOJKEHHS IS
HOBAYKIB;

— 4YiTKa apxXIiTEeKTypa 3 MIHIMaJbHOI KUIBKICTIO aOCTpPAaKIld aJis JIETIIOTO
PO3yMIHHS IPUHITUIIIB POOOTH;

— OCBITHS I[IHHICTh Yepe3 MPO30PICTh aAPXITEKTYPHUX PIIICHb Ta YHUKHCHHS
HaJMIPHOI CKJIaJIHOCTI;

IIPOCTOTA PO3POOKH Ta HABYAHHS:
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TEXHOJIOTTYHHUM CTEK:
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YiTKa Ta 3p03yMila CTPYKTypa KOAY 3 JOTPUMAHHIM CydYaCHUX CTaHJApPTIB
C++20;
MiHIMaJdbHa KUIBKICTh PIBHIB aOCTpakiii HJs JIETIIOr0 PO3yMIHHS
apXiTEKTypH;
THy4YKa CHUCTeMa 30ipKM 3 MIATPUMKOIO OIIIOHAIBHUX KOMIIOHEHTIB Ta
MIPOCTUM MPOIIECOM HaJlalITyBaHHS;
BUKOPHUCTAHHS 3arajbHOBIIOMHUX IATEPHIB MPOEKTYBAHHS 3aMICTh BIACHUX
CKJIa/IHUX pILICHb;
JeTanbHa TOKYMEHTAll apXITeKTYPHHUX PIIIEHb 3 OCBITHHOIO METOIO.

peamizauii MOpOrpaMHOi CUCTeMH OyJe BHKOPHUCTAHO HACTyIHUUN

1) MoBa nporpamMyBaHHS Ta CTaHAAPTH:

2)

C++20 n11 0CHOBHOT KO10BOi 0a3w;
CMake six cuctema 30upanHs poekTy 3 miaTpuMkoro FetchContent;
vepkg miis ynpaBItiHHS 3aJI€KHOCTSMU;

Visual Studio sik ocHOBHE 1HTerpoBaHe cepenonuiie po3pooku (IDE);

rpadiuni API Ta cymyTH1 TeXHONOTII:

DirectX 12 gnst Windows 3 miarpumkoto DirectX Agility SDK;
Vulkan qyst kpocmiaThopMHOL MiATPUMKH;
D3D12 Memory Allocator qyist ynpaBiinHsa naM'arTio DirectX;

Vulkan Memory Allocator nyst ynpasninas nam'sttio Vulkan;
DirectX Shader Compiler (DXC) ana xommisiii HLSL meiinepis y DXIL
ta SPIRV;

3) poboTa 3 pecypcamu:

4)

Cgltf nns 3aBanTaxkenns glTF moznenei;
Assimp JuIs TIATPUMKH 10JaTKOBUX dopmaTiB 3D-Moeneit;
STB Ta DirectX Texture st 3aBaHTa>K€HHS Ta 00pOOKHU 300pa’KeHb;

RapidJSON st cepianizatiii Ta aecepiaiizaliii JaHUX CIICH;

1HTEpQEeiic Ta B3aEMOIS:



S)

— SDL ansa po60oTu 3 BiIkHaMH Ta CUCTEMOIO BBOJLY;

— ImGui 3 docking miarpumkoro 115 iHTEpQEicy peaakTopa;

— ImGuizmo 15 Bi3yajabHUX IHCTPYMEHTIB TpaHchopmallii 00'€KTiB;
CHUCTEMHI1 KOMITOHEHTH:

— spdlog st cucTemu JIOTyBaHHS;

— EnTT mnsa peamzarii Entity Component System;

— BJAcHa MaTeMaTWyHa 010110TeKa 3 miaTpumMkor SIMD-ontumizairiii;
— witr::watcher nys MoHiTopuHry 3miH ¢aiinis (hot reload);

— Tracy nns npodinmtoBanns npoaykrusHocti CPU ta GPU.

19
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3 APXITEKTYPA TA ITPOEKTYBAHHS ITPOI'PAMHOI'O 3ABE3IIEYEHHA

3.1 UML npoexrtyBanns [13

MonentoBanHsl mporpamMHoi cucteMu MyabTH-API s 3D-penaepunra qouiibHO
3MIMCHIOBAaTH 3 BUKOpucTaHHAM jaiarpam UML, ski [103BOJSIOTH Bi3yasizyBaTu
CTPYKTYpHI Ta TOBEIIHKOBI aCIEeKTH CUCTeMH. B 1bOMYy MiAPO3AiUTT HpPEeaCTaBICHO
KJIIOYOBY Jlarpamy KJaciB, sSika UIIOCTPYE apXITEKTypHI KOMIIOHEHTH CIPOEKTOBAHOI
CUCTEMHU Ta IX B3aEMO/IIIO.

HaiiBaxnuBimoro aiarpamoro Jjisi MpeACTaBICHHS CTPYKTYypU AAHOI CUCTEMH €
JiarpaMa KJaciB, sika MOKa3y€ OCHOBHI KOMIIOHEHTH CHCTEMH PEHJEpPUHTra, iXH1 IO,
METO/IM Ta B3aeMO3B's13ku. CIpoeKkToBaHa JiarpaMa KjaciB Moka3aHa Ha pUCYHKY 4. 1.

Jiarpama KJIaciB CHCTEMH pO3JJieHa Ha JEKIJIbKa JIOTIYHUX OJIOKIB, IO
BiJI0OpakatoTh OCHOBHI MIJICUCTEMH TIIporpamMHoro 3abesnedeHHs. Ilepmuit Orox
MIPE/ICTABIISIE KEPYIOUl KOMIIOHEHTH, Takl ik Engine, SceneManager Ta Window. Engine
BUCTYNA€ LEHTPAJIBHOI CYTHICTIO, IO KOOPAMHYBaTMME pOOOTY BCIX IHIIMX
KOoMITIOHEHTIB. Bin mictutuMe nocunmanusg Ha Renderer, Window, Scene Ta iHII BayKIIHBI
M1JICUCTEMH.

BaxnuBoro wacTMHOIO —apxiTekTtypu € Scene Ta SceneManager, sKi
BIJIMOBIJATUMYTh 3a YIpaBJIiHHSA cleHamMu Ta oO'ekTamMu B HUX. SceneManager
KepyBaTUME MHOKMHOIO CIICH Ta 3a0e3MeuyBaTUME MEXaH13M MEPEKITIOYCHHS MK HUMH,
B TOM 4vac sk Scene Mictutume entityRegistry nisi ympaBimiHHS BCIMa CYTHOCTSIMU B
MOTOYHIH CIeHI BiAnoBiAHO A0 napaaurmu Entity Component System.

[lenTpanbHUM  KOMIIOHEHTOM  peHaepuHra € kimac  Renderer,  sikwmii
IHKAINCyJIOBaTUME JIOTIKY peHJepuHra Ta B3aemojli 3 rpapiunumu API. Bin matume
nocwianHs Ha Device, mo adbctparyBatume poOoTy 3 KOHKpeTHUM rpadiunum API, Ta
FrameResources, 1o ynpapiasiTume pecypcamu, HEOOXITHUMH IJIsl pEHACPUHTa Kaapy.
Renderer Takoxx koopauHyBatMe poOOTYy pi3HUX peHiaep-naciB: BasePass, DebugPass

ta FinalPass.



+ createTexture()

+ UpdateBuffer()

i

Engine H Renderer ——‘ RenderContext
- scenes - window - device + scene
- currentScene - renderer - swapChain + commandBuffer
+ addScens() - game - basePass + viewport
+ getScensl) - editor - debugPass. + renderSettings
N - - finalPass
+ switchToScene(string) + initialize()
*+ 1un(} +initialize()
Scene + render() + beginFrame() ’—* FrameResources
- enfityRegistry ‘ + renderFrame() - device
+ getRegistry() +endFrame() - renderTargets.
Window - sortedModels
+ title
+ resize()
+ size
«interfaces winterfaces + getModels()
Device + window RenderPass
+ updatePerFramef{)
+ getSizel
+ createBuffer() g 0 + initialize()
+ onResize(uint, uint)

+ prepareFrame()
+ render()

I
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DeviceDx12 DeviceVk Bebe ::‘irr\_(er'face» & Debugl BasePass
+ createBuffer() + updateBufier() - debugStrategy - drawData
+ updateBuffer() + createTexture() + initialize() +initialize() +initialize()
+ createTexturey) + createBuffer() * prepareFrame() + prepareFrame() + prepareFrame()
+ render() +render() + render()
i
|
WireframeStrategy NormalMapStrategy OverdrawStrategy
+ initialize() + initialize() +initialize()
+ prepareFrame() + prepareFrame() + prepareFrame()
+ render() + render) +render()
«interfaces winterface» «interface»
CommandBuffer Texture Buffer
+ begin{) + getFormat() + getSize()
+end() + getwidthi() + getType()
+ bindVertexBuffer(} + getHeight() + getCreateFlags()
7 £ i
CommandBufferDx12 CommandBufferVk TextureDx12 TextureVk BufferDx12 BufferVk
+ bindVertexBuffer() + begin() + getHeight() + getFormat() + getSize() + getCreateFlags()
+end(} + bindVertexBuffer() + getWidth() + getHeight() + getCreateFlags() + getType()
+ bagin() + end() + getFormat() + getWidth() + getType() + getSize()

Pucynok 3.1 — UML niarpama knaciB (BUKOHaHO CaMOCTIIHO)

HaiiGinp1 11kaBor0 4acTUHOKO cucTeMH € a0ctpakuis rpadiunux API, mo Oyne
peanizoBana uepe3 intepdeiicu Device, Buffer, Texture, CommandBuffer Ta inmii. Bonu
MaTUMYyTh KOHKpeTHI peamizaiii nys pisaux API, takux sk DeviceVk ta DeviceDx12,
M0 JO3BOJIMTH CHCTEMI MpauioBatd 3 pi3HUMU Tpadiunumu APl 0e3 3MiHu
BHCOKOpiBHEBOTO KOy [11].

RenderPass mpexacraBmsiTimMe eran peHIEpPUHTA, SKUM MICTUTUME JIOTIKY JUIS
pEeHIepuHTa MeBHOTO aclekTy ciieHu. BasePass BiimoBigaTuMe 3a OCHOBHUM PEHJICPUHT

cuenu, DebugPass - 3a pexxumu Bizyamizamii st HamaromkeHHs, a FinalPass - 3a

¢diHanpHy 00poOKy 300paxeHHs. DebugPass BukopuctoByBatume natepH Crpareris
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yepe3 DebugDrawStrategy, sikuii MaTUMe KOHKPETHI peami3alii JJig pi3HUX PEKUMIB
B1I0OpaKCHHS: WireframeStrategy, NormalMapVisualizationStrategy,
VertexNormalVisualizationStrategy Ta ShaderOverdrawStrategy.

BaxxmBorO 9acTHHOIO cHCTEMH OyayTh KOMIIOHEHTH, SKi BiIMOBIIATHMYTh 3a
ympasiiHHS pecypcamu. FrameResources ymnpaBistuMe pecypcamu, HEOOXITHUMEU TSI
peHIepUHTa  Kajapy, BKJIIOYarud  Oydepu, TEKCTypu Ta  JECKPUITOPH.
RenderResourceManager BiAmoBizaTHMe 3a CTBOPEHHS Ta YIpaBJiHHS TrpadiuHUMHU
pecypcaMu, TaKUMH SIK OypepH, TEKCTYPH, COMIUICPH Ta IMalIIaliHU.

CucteMa TakoX BKJIIOYATHME TMIJCHCTeMY OOpOOKM TIOAid uepe3 Kjacu
EventManager, WindowEventManager, ApplicationEventManager ta InputManager, siki

BIJIMOBITATUMYTh 32 0OPOOKY PI3HHMX THUIIIB MOA1M BIJ] KOPUCTYBaya Ta CUCTEMHU.
3.2 IlpoextyBanHs apxiTektypu 113

ApXITeKTypa MporpamMHoOi CHCTEMH 0a3yBaTUMETHCS Ha MOJIYJIbHOMY HIIXOMl 3
YITKUM PO3MOAUIOM  BIAMOBIIATBHOCTI MIXK KOMIOHeHTamu. Llg apxiTekTypa
3a0€31e4YHUTh THYYKICTh, PO3IIMPIOBAHICTh Ta MOMJIMBICTh NIATPUMKH PI3HUX IpapiayHUX
API. CucreMa ckiiaaTUMEThCS 3 IEKIJTBKOX KIIFOUOBHUX IIAPIB Ta MOAYJIIB, KOKEH 3 SIKUX
BUKOHYBaTUMeE CeIU(DIuHY (PYHKITIFO.

OcHOByY apXiTeKTypu ckiagaTume sipo cucreMu (Engine), sike KoopiMHyBaTuMe
po0OOTy BCIX 1HIIMX MOMAYJIB Ta 3abe3nedyBaTMME TOYKY BXOAy B mporpamy. fmpo
MICTHUTHME IIMKJI OHOBJICHHSI Ta PEHJICPUHTa, KEPyBaTUME 1HIIIN3aI€10 Ta 3B1IbHEHHIM
pecypciB. BoHO Tako BiJIMOBIAaTUME 3a IHTETPAILIIIO 3 IHITUMHU CUCTEMaMH, TAKUMU K
yOpaBJIIHHS CIIeHaMu, 00po0OKa BBO/Y Ta PEHCPHHT.

Hactynaum BaxxauBuM mapoMm Oyjae aOcTpakiis omnepaiiiHol CUCTeMH, sKa
HaZaBaTUMe YHi(ikoBaHui iHTEepderic ayg podotu 3 pecypcamu OC, TakuMH SIK BIKHA,
BXIJTHI MPUCTPOi Ta cucTeMHl momii. Ile J03BOIUTH cHCTeMi IpalfoBaTH Ha Pi3HHUX
miargopmMax 06e3 3MiHH BUCOKOPIBHEBOTO KOY.

KitodoBoto ocobnuBicTio cuctemu Oyne aOctpakiiis rpadigyHoro API, ska
J03BOJIMTH miaATpuMyBatu pi3Hi rpadiuni API, taki sik Vulkan ta DirectX 12, uepes

crnutbHu 1HTEpdeiic. Ll abcTpakiiis Oyne peaiizoBaHa 3a JOTIOMOTrO0 IHTEp(EHCIB 1JIs
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OCHOBHUX IrpaiqHUX pecypciB: MPUCTPOIO, OydepiB, TEKCTYp, IeH1epiB, TaUIIaliHIB Ta
koMaHaHUX Oy(epiB. KoxkeH iHTepdeiic MaTuMe KOHKpPETHI peaiizalii Uit KOKHOTO 3
nigTpumyBanux APIL.

ApXITEKTypa CHUCTEMH TaKOX BKJIIOYATHME IIap YIPaBIIHHS pECypcaMmu, sIKUN
BIJIMTOBIIaTUME 32 CTBOPEHHS, YIIPABIIiHHS Ta 3BUIbHEHHS rpadiuyHuX pecypcis. Llei map
BKJIFOUATHME MEHEKEpU JUJIS PI3HUX THIIB pecypciB: OydepiB, TEKCTyp, IICHIEpIB,
MOJICJICH Ta MaTepiaiB.

BaxxnnBoro YacTHHOIO apxiTeKTypu Oyne CcucTeMa peHAepuHTa, sKa Oynae
OpraHi3oBaHa HABKOJIO KOHIIEMIIl peHaep-mnaciB. KoxxeH peHjep-mac BiANOBIJaTUME 3a
MIeBHUM eTan peHjiepunra cuenu: BasePass nis ocHoBHOro penaepunra, DebugPass nist
peXuMiB Bi3yamizamii sl HamarojkeHHs, Ta FinalPass s ¢inanpHOT 00poOKHU
300pakenHs. CucteMa peHJIepuHTa TaKoX BKJIIOYATHUME KOMITIOHEHTH JUIsl YIPaBIIIHHS
KaMeporo, CBITJIOM Ta IHIIIUMH aCleKTaMU CLICHH.

HonatkoBo cuctema BukopuctoByBatume Entity Component System (ECS) nns
opraHizaiii 00'€KTiB CIleHM Ta iX BiactuBocTed. llelt migxig T03BOJUTH THYYKO
KOMOIHYBaTH Pi3HI BJIACTUBOCTI OO0'€KTIB 0€3 HEOOXITHOCTI CTBOPEHHSI CKJIAIHUX
iepapxiit kiaciB. Cucrema ECS ckiianaTuMeTbes 3 KOMIIOHEHTIB, SIK1 30epiraTuMyTh JIaH1
(mampukinan, Transform, Camera, Mesh), Ta cucteM, siki 0OpOOIATUMYTH 1Ii JIaHi
(manpuxnan, CameraSystem, MovementSystem, RenderSystem).

st koMyHikaiii MK KOMIIOHEHTaMH CHCTEMa BHKOPHUCTOBYBAaTHME TMaTepH
Observer uepe3 cuctemy nojii. Lle 703BOIMTh KOMIIOHEHTaM pearyBaTh Ha MOJli, HE
Oyny4un Oe3MocepeIHhO TOB'S3aHUMH OJWH 3 OJHMM. CHcTeMa MO BKJIOYATHME
0OpOOHMKM JIs PI3HUX TUIIB MOAII: KJIaBlaTypH, MUILI, BIKHA Ta J0JATKY.

Jist  gemMoHcTpallii mporecy peHAepUHTa Kaapy CHPOEKTOBAHO Jiarpamy
MOCJTIIOBHOCTI, TIOKa3aHy Ha pUCYHKYy 4.2. Ilsg miarpama 1II0CTpy€e€ B3a€EMOJII0 MIXK

OCHOBHHUMHM KOMITOHEHTaMH CUCTEMH ITiJ] Yac PEeHJIEpUHTa OJHOTO KaJIpy.
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Engine Renderer FrameResources RenderPass CommandBuffer SwapChain
loop J . [Render Loop]
—_—run(———>
———update()——>
———render()——>

E—beginFrame()

! E—acquireNextlmage()

E—createCommandBuffer(,
E—u pdatePerFrameResou rces()%l
i i i E—beginRenderPass()%i i

: '
: :
——draw commands——»
: :

——endRenderPass()—>

! endFrame(}) - ] ! !

i—submitCommandBuﬁer()

present()

1 1
~—frame presented——

:érender completed—

Pucynox 3.2 — Jliarpama nociigqoBHOCTI (BUKOHAHO CAMOCTIWHO)

[Iponiec penaepuHra kKajapy MNOYMHATUMEThCS 3 BUKIUKY Engine::run(), skuii
3amycKaTuMe MUK peHaepuHra. Jlami BuxonyBatumeThes Engine::update(), 1o
OHOBJIIOBaTUME CTaH peHjaepepa, Ta Engine:render(), mo 3amyckaTume TMpoIIEC
penzepunra motoyHoro kaapy. Renderer::beginFrame() BukoHyBaTHME MOYATKOBY
MITOTOBKY [0 PEHAEpUHTa: OTpUMYBAaTHUME HAcTymHe 300paxkeHHs 3 SwapChain,
ctBoproBatuMe CommandBuffer Ta onHoBItOBaTHME peCcypcH JJisi IOTOYHOTO KaJpy yepe3
FrameResources::updatePerFrameResources().

[licnst miArOTOBKU pecypciB BUKOHYBATUMETHCS IMIATOTOBKA PEHEP-IACIB Yepes
RenderPass::prepareFrame(). [lami mis KOXHOTO peHAEP-TIacy BUKOHYBATUMETHCS
RenderPass::render(), SAKUN MOYMHATHUME peHaep-nac

(CommandBuffer::beginRenderPass()), BCTAHOBJIIOBaTUME CTaH nanriainy,
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BUKOHYBaTUM€  KOMaHAM  pEHJAEpUMHra  Ta  3aBEpIlIyBaTUME  pEHJIEp-Iac
(CommandBuffer::endRenderPass()).

OcranniMm erammom Oyme Bukiuk Renderer::endFrame(), sikuii BUKOHyBaTHMeE
BiJiNIpaBKy komaHaHoro Oydepa Ha BukoHaHHss GPU Ta mpeseHTaiiito roToBOro Kaapy
gepe3d SwapChain::present(). Lleli mpomec Oyae BHUKOHYBATHCHh KOXEH Kaip, IO
3a0e3MeunTh IJIABHY aHIMAaIIil0 Ta OHOBJICHHS CIICHHU.

Jlns1 3a0e3meueH s THYYKOCTI, PO3IIMPIOBAHOCTI Ta MIATPUMKH Pi3HUX rpadiuHuX
API B cucremi Oyae BUKOPHCTAHO psii TMATEPHIB TMPOEKTYBAHHSA, KOXKEH 3 SKHUX
BUPIIIIYBAaTHUME TIEBHY apXiTEKTYpHY MpoOJieMy.

Entity Component System OyJie OCHOBHUM MaTEpPHOM JJis OpraHi3ailii 00'€KTiB
cuenu [12]. B ubomy natepni 06'extu (Entity) cknagatumyTtbest 3 HAOOpY KOMIIOHEHTIB
(Component), siki MICTUTUMYTh JIaH1, ajie HE MaTUMYTh JIOTiKHU. Jlorika 0OpoOKU JaHuX
MICTUTUMETBCS B cucTeMax (System), ikl onepyBaTUMYyTh KOMIOHeHTamu. Llell matepH
JI03BOJIUTH THYYKO KOMOIHYBATH P13H1 BIACTUBOCTI 00'€KTIB 0€3 HE0OX1JHOCTI CTBOPEHHS
CKIagHuX 1e€papxii kiaciB. B cuctemi ECS Oyne peanizoBano uepe3 010mioreky EnTT,
sgKa Hajae e(peKTUBHY pealizaliio peectpy cytHocted (Registry) Ta 3acobu s
YIPABJIIHHS KOMIOHEHTAMH Ta CUCTEMaMH.

Factory Method BukopucTOBYBaTUMETHCS AJIE CTBOPEHHS I'paiyHUX PECYpPCIB,
Takux K Oydepu, TekcTypH, mehaepn Ta naimiaitau. el natepH iHKarncyoBaTuMe
CTBOPEHHS KOHKPETHMX OO0'€KTIB 1 JIO3BOJIMTH IIIJKJIacaM BH3HA4YaTH, SKUWA Kiac
cTBOpIOBaTU. B cucteMi 1eit nmarepH Oynae peanizoBanuii uepe3 meroau createBuffer(),
createTexture() Ta iHmi B kiaci Device, skl CTBOpIOBAaTUMYTh KOHKPETHI peasizarlii
pecypciB 115t KoxkHoro rpadiunoro API.

Strategy marepH BUKOPHUCTOBYBATHUMETHCS ISl peaiizaiii pi3HUX CTpaTerii
penaepunra B DebugPass. Uepes 11eit marepH MoxxHa Oyje JErKO 3MIHIOBATH aJITOPUTM
peHaepuHra 6e3 3MiHM Kiacy, SIKhil oro BUkopuctoBye. KoHKpeTHi cTpaTerii, Taki siK
WireframeStrategy, NormalMapVisualizationStrategy, VertexNormalVisualizationStra-
tegy Ta  ShaderOverdrawStrategy, HaclaiayBaTUMyTh  CHUIBHUH  1HTepdeiic

DebugDrawStrategy 1 3M0XyTb OyTH JIETKO 3aMIHEHI OJHA Ha OJHY.
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Service Locator BUKOPUCTOBYBaTUMETHCS JJI JOCTYIY 110 II100albHUX CEPBICIB,
takux sk ConfigManager, FileWatcherManager, InputManager, 06e3 mpsMuX
3aNeXHOCTEN MK KOMITOHeHTaMu. el matepH H03BOJIUTH KOMIIOHEHTaM OTPUMYBATH
JOCTYIl JO CEpBICIB uepe3 TII00aNbHUI peecTp, M0 CHPOCTUTh YMPaBIIHHS
3QJIKHOCTSIMU Ta TECTYBaHHS. Y CHCTEMI e matepH Oynae peanizoBaHMA depe3 Kiiac
ServiceLocator, sikuii HaaBaTUME METOJIU JUIsl peECTpallii Ta OTPUMaHHS CEPBICIB.

Adapter maTepH BUKOPHCTOBYBATHUMETHCS [JIsi 3a0e3MEUYEHHS CYMICHOCTI MIXK
pizHuMu 1HTep(delicamu. B cucteMi 1eil matepH 3aCTOCOBYBATUMETHCS JJISl ajamnTarii
pizHux rpadiunux APl no emunoro intrepdeiicy. Hampuxmnan, xkmacu DeviceVk Ta
DeviceDx12 amantyBatumyTh API Vulkan Ta DirectX 12 BiamoBiIHO 10 CHIIBHOTO
iHTepdeiicy Device.

Observer maTepH BUKOPUCTOBYBAaTUMETHCS ISl CUCTEMHU MOJIH, sKa J103BOJIUTH
KOMITOHEHTaM pearyBaTH Ha MoAil 0e3 NpsAMHX 3aJeKHOCTEN MK HUMU. B cuctemi uei
natepH Oyne peamizoBanuii uepe3 kimacu EventManager, WindowEventManager,
ApplicationEventManager ta InputManager, siki HaJaBaTUMYTh MOJIMBICTh peeCcTpallli
00OpOOHHUKIB MO/IM Ta PO3CUIIKU MOJIN 3apeecTpoBaHUM 0OpPOOHUKAM.

B nmpoektyBaHHI mnporpamHOi cucteMu OyAe 3acTOCOBaHO psii BaKIMBHUX
MPUHIUIIB, 5Kl 3a0€e3MeyaTs ii AKICTh, THYYKICTh Ta MIATPUMYBaHICTb.

[Mpunmunu  SOLID OyayTh KIIIOYOBUMHU TPU  TMPOEKTYBAHHI apXiTEKTypH
cuctemd [13]. [lpunuun egunoi BignoBigaasHOCTI (Single Responsibility Principle) Oyae
3aCTOCOBAHO 0 KJIACIB CUCTEMH, KOXKEH 3 SIKUX BIAMOBIIATUME 32 KOHKPETHY (PYHKIIO.
Hanmpuknan, kmac Renderer BiamoBigaTuMe JMIE 3a PEHACPHHT, HE 3aiiMalOYHCh
YIPaBIIHHAM CLIEHAMU YU 0OpPOOKOI0 BBOAY.

[Mpunuun Binkpurocti-3akpuTocti (Open-Closed Principle) Oyae peanizoBanmii
yepe3 BHUKOPUCTAHHA 1HTEpQeiciB Ta aOCTpakTHUX KJaciB, fAKI MOXHa Oyne
po3umproBaTi 0€3 3MIHM ICHYI0UOro kony. Hampukinaza, cucrema MIATPUMKUA PI3HUX
rpadiuanx API Oyne peanizoBana uepes intepdeticu Device, Buffer, Texture ta iHmmi, siki
MaTUMYTh KOHKpETH1 peanizanii ais koxxnoro API. JlogaBanns miarpumku HoBoro API
HE BUMaraTUMe 3MIHHM ICHYIOYOrO KOJy, a JIMIIE CTBOPEHHS HOBHMX peai3aliiil X

iHTEepQEHCIB.
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[Tpunnmn miacranoBku JlickoB (Liskov Substitution Principle) Oyae norpumanuii
3aBJISKH PETEILHOMY IPOEKTYBAHHIO 1€papXiii kinaciB Ta iHTepdeticiB. Hanpuknan, knacu
DeviceVk ta DeviceDx12 3moxyTh OyTH BUKOpHCTaH1 3aMicTh iHTepdeiicy Device 6e3
3MIHHU MMOBEIIHKU MMPOTPAMHU.

[Mpunmun po3minenns iHtepdeiicy (Interface Segregation Principle) Oyne
3aCTOCOBAHUI Uepe3 CTBOPEHHS MajuX, crienn(iuyHux iHTepdeiciB, ki BIAMOBIIATUMYTh
KOHKpeTHUM TnoTpebam kiieHTiB. Hanpuxnan, intepdeiicu Buffer, Texture, Sampler Ta
1HII BU3HAYATUMYyTh MIHIMAIbHUM Ha0lp METOMAIB, HEOOXITHUX [UIsI poOOTH 3
BIJIMOBITHUMHU PECypCaMH.

[Mpunmmn 1HBepcii  3anexxHocTedl (Dependency Inversion Principle) Oyne
peanizoBaHUl uyepe3 3aJIeKHICTh BUCOKOPIBHEBUX MOMAYJIB Bij abcCTpakiiiii, a HE Bij
KOHKpeTHUX peanmizaiii. Hampuknan, Engine 3anexatume Bia iHTepdeiiciB Device,
Buffer, Texture Ta iHIIMX, a HE BIJ iX KOHKPETHUX peanizauiid 1y neBHoro API.

Oxkpim SOLID, y mpoekTyBaHHI CHCTEMH OYIyTh 3aCTOCOBAHI 1HII Ba)KJIMBI
npuHiunu. [puamun KISS (Keep It Simple, Stupid) Oyae norpumano uepes CTBOpEHHS
MPOCTHUX, 3PO3YMIJIMX KJIaciB 3 UITKO BU3HAYEHOIO BiAnoBiganbHICTIO. [IpuHiun YAGNI
(You Aren't Gonna Need It) Oyae 3acTocoBaHO 4Yepe3 YHUKHEHHS JOJaBaHHS
(YHKI10HATBHOCTI, KA HE € HEOOX1THOIO JIsl 33JJ0OBOJIEHHS MOTOYHUX BUMOT. [IpuHImn
SoC (Separation of Concerns) Oyie peai3oBaHO Yepe3 PO3IIJICHHS CUCTEMU Ha MO,
KOJKEH 3 SIKMX BIATIOBIaTHME 3a TIEBHUH acleKT (QyHKI[IOHAIBHOCTI.

Ili mpuHIMTIA B TO€JHAHHI 3 BUKOPHCTAHWUMH TIATEPHAMH TPOEKTYBAHHS
3a0e3nevarh THYUYKY, pO3IIUPIOBAHY apXITEKTYPY, sIKa 3MOKe OyTH JIETKO aIalTOBaHa 70

HOBHX BUMOT Ta TE€XHOJIOT1H.
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3.3 Ornsg anropuTMiB Ta METOIIB

Jlng  imocTpaiii OCHOBHOTO alTOPUTMY pPEHAEPUHTa KaJpy CIPOEKTOBAHO
Jiarpamy JAJIBHOCTI, TMOKazaHy Ha pucyHky 4.3. Llg niarpama mnpezacrasiisie

MOCTIIOBHICTh KPOKiB, HEOOX1JHUX JIJISI PEHJICPUHTa OJHOTO KaJIpy B CUCTEMI.

IHiyianisauis kagpy OTpMMivHV':;::;:;bUﬁers ]—)[I‘Iepesipka po3Mipy BikHa / BI:}OI'IOpTa}

. Tak Hi

Posmip 3amiHuBcA

Irposuit (Game) TloTouHMIN pexum Pepakrop

3aCTOCYHKY

A 4 A 4

MNepepo3nogin pecypcis ] [ OHoBneHHs! pecypcisB kagpy

A

4

MigroToBKa peHaep-nacie

A

PiHanbHUA

[OTOYHWI pEXUM

BazoBuit peHpepuHra

Bu3HaYeHHs peXxumy peHaepuHry

Bignapounmin
i Y
PerpepwHr 6azosoro PeHnaepuHr PeHagepuHr
peXumy BiANaAc4HOro pexumy piHanbHOro pexumy
‘ MpencTaBneHHs Kaopy ]
A
- v

L 3aBepLueHHs kagpy L BinnpaBka kKoMaH[ peHaepuHry Ha
GPU

Pucynox 3.3 — Jliarpama nisuibHOCTI (BUKOHAHO CaMOCTIITHO)

[Ipouiec penaepuHra Kajapy TMOYMHATAMETbCS 3 IHILIAMI3AIll Kajapy, IO
BKJIFOYATHME IMIATOTOBKY HEOOXIAHUX pecypciB Ta craHy cucremu. [Jami

BUKOHYBATHUMEThCSI OTpUMaHH 300pakeHHs 3 SwapChain, sike Oy/1e BAKOPUCTOBYBATHUCS



29

U1 peaepunra. Ilicias nuporo cucrema nepeBipsATUME, YA 3MIHUBCS PO3MIp BiKHA a0o
BHJIOBOTO €KpaHy. SIKIIO Tak, BAKOHYBAaTUMETHLCS TIEPEPO3IOALT PECYPCiB, BKIIOUAIOUN
Oydepu, TEKCTypu Ta IECKPUNITOPH. SIKIIIO Hi, CHCTEMa NEPEXOJAUTHME 10 OHOBJICHHS
pecypciB KaJipy, 10 BKJIFOYATHME OHOBJICHHS MaTpHIlb KamepH, 0ydepiB Tpanchopmariii
00'€KTIB Ta 1HIINUX MApaMETPIB.

[licnsi OHOBIIEHHS PecypCiB BUKOHYBAaTHUMEThCSl MIATOTOBKA PEHIEP-TNAcCiB, sKa
BKJIFOUATHME HaJlaIlITyBaHHS IMaWIuIaiiHiB, OydepiB, TEKCTyp Ta JICCKPUIITOPIB IS
KOXKHOTO peHpaep-nacy. Jlami cuctema BH3HAYaTHME PEKUM PEHICPHUHTA, SKUH MOXE
OyTH OJHHUM 3 TPbOX: 0a30BUM, BIIaA0UYHUM a00 (iHANBHUN. 3aJeKHO BiJ 0OpaHOTo
peXUMy BUKOHYBAaTHMETbCS BIINOBIIHUM penaep-nac: BasePass, DebugPass abo
FinalPass.

[Ticnst 3aBepilieHHsS pPEHAEP-TIaCy BUKOHYBAaTUMETHCS 3aBEPIIEHHS KaJpy, IO
BKJTFOYATHME 3BUTHHEHHSI THMYACOBUX PECYPCIB Ta MATOTOBKY CUCTEMH IO HACTYITHOTO
kanpy. Jlaj KoMaH[Iu peHIepuHTa BIANPABIATUMYThcs Ha BukoHanHs GPU, i roroBuii
KaJIp IPEICTaBIATUMETHCS Ha KPaHi.

Hiarpama AisIbHOCTI JOTIOMArae 3p03yMiTH 3arajibHUNA MOTIK BUKOHAHHS POLIECY
pPEHICpUHTA Ta B3aEMO/III0 MK PI3HUMH KOMIIOHEHTAMH CUCTEMH.

KitouoBuM enementoM y mporeci 3D-peHiepuHra € MaremMaTHyHa MOJEINb
TpaHchopMmallii KOOPAUHAT 3 OJHOTO MPOCTOPY B IHIIMHA. Y pPO3poOJIeHIN cucremi
peanizoBaHO MOBHUM JIAHIIOKOK TpaHcopMalliid BiJ] JOKATHHUX KOOPAUHAT 00'€KTa 10
HOPMaJII30BaHUX KOOPAMHAT IPUCTPOIO, K1 MOTIM BUKOPUCTOBYIOTHCS JI pacTepU3allii.

OnHUM 13 KITIOUOBHX aCIIEKTIB CHCTEMHU, IO MIPOEKTYETHCS, Oyie abcTparyBaHHS
pizaux rpadpiuaux API (DirectX 12, Vulkan) niis 3a06e3neuenHs equHoro inrepdency s
po3poOHuKa. Lle 103BOIUTH CTBOPIOBATH MPOTPAMH, SIKi 3MOXKYTh IMPAIIOBATH 3 PI3HUMH
rpadgiuanmu APl 6e3 3MiHM BUCOKOPIBHEBOTO KOJY.

OcHoBorw a0ctpakiii 6yae intepdeiic Device, sikuit npencraBisiTuMe rpadgiayHuit
MIPUCTPIH 1 HaTaBaTUME METOJIU ISl CTBOPEHHS Ta YIIPaBIIHHS TpadiuHIMH pecypcami.
Llei inTepdeiic mMaTMME KOHKPETHI peaiizaiii g KOXKHOro miarpumyBaHoro API:

DeviceVk mns Vulkan Ta DeviceDx12 pmna DirectX 12. Koxna peamnizariis
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1HKaICyIroBaTUME JieTajabHy po0oTy 3 BianoBiaHuM API, Hanaroum enuHuil iHTepdeiic
JUTS THIITUX KOMIIOHEHTIB CUCTEMHU.

AHanOTIYHUN TiAXi 3aCTOCOBYBAaTUMETHCSA A0 I1HIMMX TpadidHMX pecypcis:
OydepiB, TeKcTyp, IHIeiaepiB, NMalIUiaiiHiB, KoMaHAHUX OydepiB Tomo. KoxxeH Tum
pecypcy matume inTepdetic (Buffer, Texture, Shader Tomo) Ta KOHKpEeTHI peanizartii 1is
kokHoro API (BufferVk, TextureVk, ShaderVk tomo mis Vulkan ta BufferDx12,
TextureDx12, ShaderDx12 Tomio jis DirectX 12).

Jns mepemukanHs Mk pisHuMu APl cucrema BukopucroByBatume Factory
Method marepn uepe3 ¢yHkiiro g createDevice(), ska CTBOprOBaTUME KOHKPETHY
peanizamito Device Ha ocHOBiI mepemaHoro mnapamerpa APIL Ile mo3BoauTh Jerko
nepexioyaTucs Mix pisHuMu APl 6e3 3MiHU BUCOKOPIBHEBOTO KOJTY.

Jlist koHBepTalli Mk TUNamMu JaHux pizHux APl cuctema BUKOpUCTOBYBaTHME
nonomixkHl  (pynkmii, Taki gk getTextureFormatVk, getTextureFormatDx12,
getlmagelLayoutVk, getResourceLayoutDx12 Ta inmi. L1 pyHKIIT mepeTBOPIOBaTUMYTh
TUIIM JaHUX 3 a0CTpakTHOro iHrepgeiicy cucreMu B KOHKpeTHI THnU naHux API 1
HaBITaKH.

JIyist ympaBiliHHS CTAHOM PECYpPCIB CHUCTEMa BUKOPHCTOBYBATHME aOCTPAKIIIIO
ResourceLayout, sika nmpeacrtaBiasitTume ctaH pecypcy (Hampukiaa, ShaderReadOnly,
ColorAttachment, DepthStencilAttachment). Ils aGcTpakiisi Matume BIAIIOBIIHI
neperBopenHs gy koxHoro APl VkImageLayout mms  Vulkan  Ta
D3D12 RESOURCE STATES ans DirectX 12.

Takuii miaxin 103BoJIUTH eexkTuBHO abOctparyBatu pi3Hi rpadiuni APl Ta
3a0e3MeunTy eIMHUN IHTepdeiic 115 po3poOHUKA, 1110 3HAYHO CIIPOCTUTH PO3POOKY KpOC-
IaTPOPMHUX JTOJATKIB Ta €KCIEPUMEHTYBaHHS 3 pi3HUMHU rpadiyaumu APL.

EdextuBHe ympaBninHg rpadiuHUMU pecypcaMd € KPUTHYHUM aCIEKTOM
NPOAYKTUBHOI cHucTeMH peHuaepuHra. CIpoekTOoBaHa CHCTEMa MICTHTHME  PSIJ
QITOPUTMIB Ta METOJIB [JIsl YMPaBIIHHA PI3HUMH THIIAMH pecypciB: Oydepamu,
TEKCTypaMH, IIeHIepamMu, MOJICIIMHU Ta MaTepiaJlaMH.

Jns ynpasiinas Oydepamu cucrema BukopuctoByBatuMe BufferManager, sxuii

HaJaBaTUME METOAM JUIsl CTBOPEHHS, OHOBJIEHHS Ta 3BlUIbHEHHsA OydepiB. bydepu
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MOXYTh OyTH BEPIIMHHUMH (JJISI BEPIIMHHUX JIaHWX), 1HIACKCHUMH (IS 1HIEKCIB),
KOHCTAaHTHUMHM (U1l IICHJEPHUX TapaMeTpiB) ab0 CXOBHUIIHUMH (IJIs 3arajibHOTO
noctymy). BufferManager Takox 3a0e3nedyBaTuMe KelryBaHHs OydepiB 17151 yHUKHEHHS
MTOBTOPHOTO CTBOPEHHS OJHAKOBUX Oy(depis.

VYmpaBiaiHHS TEKCTypaMu 3AIHMCHIOBaTHMEThCS uepe3 TextureManager, skuid
HaJaBaTUME METOAM [UJIsl 3aBaHTaXKCHHS, CTBOPEHHS Ta YIPABIIHHSI TEKCTYpaMH.
TexkcTypu MOXyTh OyTH 3aBaHTa)KeH1 3 (aiiiB pi3HUX (PopMarTiB, CTBOPEHI K PEHIEP-
Tapretu abo riauOuuHI Oydepu, abo crBopeHi mporpamuo. TextureManager Takox
3a0e3nevuyBaTMe KEIIyBaHHS TEKCTYp Ta YIPABIIHHS 1X )KUTTEBUM IIUKIIOM.

JUist ynpaBiiiHHS MIedaepamMu cucteMa BUKopuctoByBatuMe ShaderManager, sikuii
HaJaBaTUME METOJIM JIJIsl 3aBaHTAKECHHSI, KOMITUIALIT Ta KenryBaHHs menaepis. Llleitnepu
MOXyTh OyTH KommineoBaHi 3 HLSL-komy B SPIR-V mst Vulkan a6o DXIL mns DirectX
12. ShaderManager Takox MIATpUMYBaTUME rapsiue Nepe3aBaHTaXKEHHs MICHIEpiB il
qyac po3poOKH, 1110 3HAUHO MPUCKOPIOBATUME MPOLIEC HAIATOKEHHS.

Jlnsg yopaBiliHHA MOJENSMH Ta MaTepiaJaMd CHUCTeMa BUKOPHUCTOBYBATHME
ModelManager Ta MaterialManager BignoBigHo. i MeHeKepyu HalaBaTUMYTh METOIN
JUTSI 3aBaHTAKEHHSI, CTBOPEHHS Ta YINPaBIiHHA MOJEISIMHU Ta Marepiagamu. Momeni Ta
Marepiaian MOXYTb OyTH 3aBaHTaXeH1 3 pi3HUX QopmartiB ¢aiinis, Takux sk OBJ, FBX,
MTL romuro.

Jlns onTuMmizaiiii BUKOPHCTaHHS IaM'sTi CHCTEMa 3aCTOCOBYBaTHME JEKiIbKa
METO/IIB:

1) BUKOpUCTAHHS CHEIiali30BaHUX aJIOKATOPIB MaM'sITi sl rpadiyHUX pPEeCcypciB,
takux sk VulkanMemoryAllocator nst Vulkan Ta D3D12MemoryAllocator qist DirectX
12. 1 anokaropu onTUMi3yBaTuMyTh BUKOpHUcTaHHs nam'sati GPU uepe3 crparterii cy0-
ajyokarlii, Mo J03BOJISITUME YHUKHYTH ()parMeHTailii mam'sTi Ta 3MEHIIUTU KUIbKICTh
aJIOKAIIH;

2) cucreMa BHUKOPUCTOBYBAaTMME Tyl OO'€KTIB MJisi pPECypciB, SKi YacTo
CTBOPIOIOTHCSI Ta 3HUIIYIOTHCS, TaKUX SK KOMaHAHI Oydepu Ta JAECKPUIITOPH.

Hanpuxnan, CommandAllocatorManager qist DirectX 12 ta CommandPoolManager st
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Vulkan ynpapisiTuMyTh TyJamMu KOMaHIHHX OydepiB, 10 J03BOIATUME €(PEKTUBHO
MEPEBUKOPUCTOBYBATH iX 3aMICTh CTBOPEHHS HOBUX;

3) cuctema 3acTOCOBYBaTMME METOIM BIJKJIAICHOTO 3BIILHEHHS PECypCiB, IO
JI03BOJISITUME YHUKHYTH 3BUIBHEHHS pecypciB, skl 1ie BukopuctoByroThesi GPU. Lle
aocATaTUMETbCs yepe3 KOHTpoisb cuuxponizanii Mk CPU ta GPU 3 BukopuctanusM
00'extiB Fence (mnsa DirectX 12) ta VkFence (nnsa Vulkan).

Jyist 3a0e3neueHHs] BUCOKOI MPOJAYKTUBHOCTI CUCTEMA BKJIIOYATUME METOAM JJis
npodUTIOBaHHA Ta onTuMizalii penaepunra. L{i Meronu 103BosAThH iAeHTU(DIKYBaTH Ta
YCYHYTH «BY3bKi MICIISI» B IIPOIIECI PEHACPHUHTA.

Jns mpodiaroBaHHS Yacy BHUKOHAHHS CHCTEMa BHKOPHUCTOBYBAaTHME Kiac
Stopwatch, skuii HamgaBaTUME BHCOKOTOYHE BHUMIpOBaHHS dacy. lleit kiac
BUKOPUCTOBYBATUMETHCS /111 BUMIPIOBAHHS Yacy BUKOHAHHS PI3HUX OMEpallii, TAKUX SIK
OHOBJICHHSI CTaHy, PEHICPUHT, 3aBaHTAXCHHSI PECYPCIB TOIIIO.

Cucrema Takox Bkimodarume TimingManager, skuii oO4YHCITIOBaTHME Ta
30epiraTUMe Ba)KJIMBI METPUKM MNPOAYKTHUBHOCTI, Taki K yac kKaapy (frame time),
KUIBKICTh KaapiB Ha cekyHay (FPS) ta 3aranpHmii yac BukoHaHHs. LI Merpuku
BUKOPUCTOBYBATUMYTHCS JIJISI MOHITOPUHTY MPOIYKTUBHOCTI Ta 1IeHTUDIKAIlT TPOOIeM.

Penakrop (Editor) mictutume nanens Performance, sika BijoOpaxxaTume METPUKU
IPOYKTUBHOCTI Y peXKUMI pealibHOTO uacy. L{g nanens Bkimroyatume notounuii FPS, ac
KaJipy Ta rpadik 4acy Kajapy 3a OCTaHH1 KaJIpH, 10 I03BOJUTH BI3yaJIbHO 1IEHTU(]DIKYyBaTH
CIaJy MPOYKTUBHOCTI.

Jyist onTuMizalii peHIepruHra CucTeMa BUKOPUCTOBYBATHME JIEK1IbKa METO/IIB.

1) copryBanHs Mmoaeneit 3a marepiasiamu (batching) ais MiHiMi3allli 3MIHU CTaHY
penaepuHra. Mojeni 3 OJHAKOBUMH MaTepiaJaMH TPYIMyBaTUMYThCS pPa3oM, IO
JI03BOJINTH 3MEHIIUTH KiIbKICTh BUKIIUKIB API myist 3MiHM 11€#nepiB, TEKCTyp Ta THIIMX
napameTpiB;

2) cucteMa BHUKOPHUCTOBYBATUME I1HCTAHCOBUW PEHACPUHT [UJIsi €(PEKTUBHOTO
peHaepuHra OaraThbOX OJHAKOBMX O0'€KTIB. 3aMiCTh CTBOPEHHS OKpPEMOro Habopy
KOMaH/I peHIEpUHTA JJIs1 KO)KHOTO 00'€KTa, CHCTeMa TpyIyBaTuMe 00'€KTH 3 OJTHAKOBOIO

TE€OMETPIEI0 Ta BUKOPUCTOBYBATUME 1HCTAHCOBUM PEHACPUHT IS HUX
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3) cucteMa ONTUMI3yBaTUME BHUKOPUCTAaHHS KOMaHAHHMX OydepiB dyepe3 ix
MEPEBUKOPUCTAHHS Ta TPYIyBaHHS KOMaHA. 3aMiCThb CTBOPEHHS HOBHMX KOMaHIHHUX
OydepiB 111 KOXKHOTO Kaapy, CHCTeMa I[EPEBUKOPHUCTOBYBATUME ICHYIOYi, IIO
3MeHIIyBaTuMe HaBaHTakeHHs Ha CPU;

4) cucrema BUKOPUCTOBYBaTHUME PEHEP-TIACH JIJIsl ONTUMI3allil MOPSIAKY OIeparliif
pEeHJEpUHra Ta NEpexXoAiB MIX HUMHU. PeHaep-macu [103BOJSATUMYTH TpadiuHOMY
IpaiBepy ONTUMI3YBaTH BUKOPUCTAHHS MaM'ATi Ta MOPSAOK BUKOHAHHS OIepanii, 1o
0CO0JIMBO BaXXJIMBO JIJIs1 MOOUTbHUX Tu1aTdopm Ta TaitmoBux GPU.

JIJist BUSIBJICHHSI Ta BUPIIIEHHS MPOOJEM 3 PEHJIEPUHIOM CUCTEMa BKIIIOUATHME
PI3HI peXuMH Bi3yai3allii AJid HaJaro/JpkeHHs, Takl sk Wireframe (a1 BinoOpaskeHHs
kapkacHoi mojeni), NormalMapVisualization (ans Bizyamizaiii HOpMaJIbHHX Marl),
VertexNormalVisualization  (mis  Bizyamizaiii =~ BEpIIMHHMX  HOpMasieil)  Ta
ShaderOverdraw (1711 BUSABIIEHHS HAJJIMIIKOBOrO peHjiepuHra). L1 pexxumu 103BONATh
BI3yaJIbHO 1ICHTU(IKYBAaTH MPOOJIEMHU 3 T€OMETPI€I0, OCBITIIEHHAM Ta MPOJTYKTUBHICTIO.

Bci 11 MeTou B MO€JHAHHI 103BOJIATH €()EKTUBHO MPOQIIIOBATHA Ta ONTUMI3YBaTH
MpOLIEC PEHJAEpPUHra, 3a0e3Meuylo4Yd BHCOKY NPOAYKTHMBHICTb CHUCTEMH Ha pI3HUX

iatgopMmax Ta 3 pizHuMu rpadiuaumu API.
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4 OITUC MPUHAHSTUX ITIPOTPAMHUX PINIEHD

4.1 ApxiTekTypHe pO3IiJICeHHS Ha IIapu

OaHuM 13 KIIIOUOBUX MPOTPAMHHUX PIIIEHb MPH PO3pOOIl MPOrpaMHOI CHCTEMHU
mynbTH-API 115t 3D-pennepinra crano BOpOBaKEHHS 0araTomapoBoi apXiTEKTypH, 10
3a0e3medye 4YiTKE PO3AUICHHS BIAMOBITATHPHOCTEH MIK PI3HUMH KOMIIOHEHTaMU
cuctemu. Llelt miaxin 6a3zyerbest Ha mpuHIUMi Separation of Concerns, SIKMil 103BOJISIE
130JIF0BATH Pi3HI aCMEeKTH (PYHKIIOHATBLHOCTI CUCTEMH Ta 3a0€3MeUYNTH BUCOKUI PIBEHb
MOJYJIBHOCTI 1 MATPUMYBAHOCTI KOJTY.

ApXITeKTypa CUCTEMH MO0y I0BaHa 3T1THO 3 1€pAPXiYHOI0 CTPYKTYPOIO, 1€ KOKEH
ap Ma€ 4iTKO BU3HAUY€H1 OOOB'SI3KM Ta B3a€EMOJIIE€ JUIIE 3 CYMIXKHUMU IIapaMU 4yepes
noOpe Bu3HadeH1 iHTepdelicu. BepxHili piBeHb MPEACTABICHUA IIApOM JOJIATKY
(Application Layer), 1mo BiamoBijae 3a JOTIKY KOHKPETHOTO 3aCTOCYHKY Ta OOpOOKY
KOpHUCTyBalpKoro BBoay. Hactynuuii pisens cknagae siapo pywis (Engine Layer), sikuii
KOOpAMHY€E pOOOTY BCIX MiICUCTEM Ta 3a0€e31euy€e roJIOBHUH UK BUKOHAHHS IPOrpaMu.
Map pennepunra (Rendering Layer) iHKamncyno€e BCIO JIOTIKY, TOB'SI3aHy 3
B1100paK€HHAM Ipadiky, BKIFOUAIOUX YIIPABIIHHS PECYpCaMU Ta OpraHi3alliio MPOXO/iB
penaepunra. HaiHmwkuuii piBeHb CTaHOBUTH IIIAp amapaTHOi aOCTpakilii peHAepuHTa
(Render Hardware Interface Layer), sikuii 3a0e3nedye yHiQiKOBaHUNA AOCTYN 10 PI3HUX
rpadiuaux API.

Taka OararomapoBa opranizaimis 3abesneuyye e(eKTUBHY 130JIAIII0 3MiH Ta
CIPOIIy€ MPOLEeC TECTyBaHHS OKPEMHX KOMIIOHEHTIB cucTteMu. KokeH map moxe
PO3BUBATHUCS HE3aJEKHO, IO TO3BOJISE KOMaHAl pO3pOOHUKIB MPAIIOBATH MapajeibHO
HaJl PI3HUMH acleKTaMu (PYHKI1OHAIBHOCTI 0€3 pu3uKy KOHQIIKTIB. Jl0JaTKOBO, YITKE
PO3MEXKyBaHHSI BIMOBIAATFHOCTEH 3HAYHO CIPOIIY€ MJiarHOCTHKY MpoOieM Ta
ONTHMI3AII0 TPOAYKTUBHOCTI, OCKUIBKH KOKEH IIap Mae oOMeXeHy 00JacTh BIUIMBY.
ApXITeKTypa Takox 3a0e3reuye MOKIMBICTh 3aMIHM peajiizallii OyJib-sIKoro mapy 0e3
BIUIMBY Ha 1HIIII KOMIIOHEHTU CUCTEMH.

[ITap momaTtky peanizoBaHO 4depe3 kiac Application, kvl ycHagKOBY€TbCS Bijl

0a30BOr0 1HTEpPQENCY Ta HaJa€ MOXJIMBICTbH CTBOPEHHS KOHKPETHHX 3aCTOCYHKIB 3
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BJIACHOIO JIOTiKOI0. Ha pucyHky 4.1 mpeacTaBieHO OCHOBHY CTPYKTYpY 11boro kiacy. Llei
11ap 1HKaIcCyJo€e BCIO JIOTIKY, CeU(iYHy Al KOHKPETHOTO 3aCTOCYHKY, BKIIIOUAIOUU

00poOKy KOPHUCTYBAIILKOTO BBOY, YIIPABIIiHHS KaMEPOIO Ta B3AEMO/IIO 31 CIIEHOIO.

Application {

Action {
loveForward,
loveBackward,

Application() {}
~Application() {}

setup();

update( deltaTime);

linkWithEngine( Engine& engine);
onMouseMove ( xOffset, yOffset);

setupInputHandlers();

Window* m_window_ = H

m_movingSpeed = 16.ef;

m_mouseSensitivity = @.1f;
std: :bitset« < >(Action::Count)> m_actionStates_;
Scene* m_scene_ =

Pucynok 4.1 — IIporpamuuii ko kinacy Application mapy 104aTKy (BUKOHAHO

CaMOCTIHHO)

Oco0MBO BaXKJIMBUM acIeKTOM peantizauii kiacy Application € BUKOpUCTaHHS
eHyMmepairii Action I KaTeropusailii il KopucTyBaya Ta eeKTHBHE YIpaBIiHHS X
ctaHoM uepe3 std::bitset. Ileit miaxim A03BOJSE MIBUAKO TMEPEBIPATH aKTUBHI il
KOpHCTyBaua Ta 00poOaTH 0AHOYACHI KOMO1HAaIlIT KiIaBil 0€3 HEOOX1THOCTI CKIaIHUX
YMOBHUX KOHCTpyKIii. Bukopucrtanns 3HauenHs Count B eHymeparii 3a0e3meuye

aBTOMATHYHE BU3HAYEHHS po3Mipy bitset, 110 poOUTH CUCTEMY JIETKO PO3IIMPIOBAHOIO
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IpH J0JaBaHH1 HOBUX TUMIB Aiil. [TapameTpu movingSpeed Ta mouseSensitivity Ha1al0Th
MOKJIUBICTh TOHKOT'O HAJTAIITYBAaHHS TTOBEAIHKA KaMepHU Ta PyXy 00'€KTIB BiIMTOBITHO 710
noTped KOHKPETHOTO 3aCTOCYHKY.

[le#t map iHKANCyIIOE€ BCIO JIOTIKY, CHEU(IYHY I KOHKPETHOTO 3aCTOCYHKY,
BKJIIOUAI0YU 00pOOKY KOPHCTYBAIlbKOTO BBOAY, YIIPABIIHHA KaMEpPOIO Ta B3a€MOJIIO 31
CIIeHO. Sapo cuctemu mpejacraBiieHe kiacom Engine, sikuii KOOpJauHYye poOOTY BCix
MiJICKCTEM Ta 3a0e3leuye iX MpaBWIBHY 1HIIAI3aIliio0 1 B3aeMoito. Ha pucynky 4.2

ITOKAa3aHO KJIFOYOBI1 MCTOJHU ObOT'O KJIacCy.

~Engine();

initialize() ->

render();

run();

setGame (Application* game);

Window* getWindow() { return m_window_.get

processEvents_();
update_( deltaTime);

m_isRunning_{ };
::renderer: :ApplicationRenderMode m_applicationMode;
std: :unique_ptr<Window> m_window_;
std: :unique_ptr<gfx::renderer: :Renderer> m_renderer_;
std: :unique_ptr<Editor> m_editor_;
Application* m_application_;

Pucynok 4.2 — IIporpamuuii ko kiacy Engine sipa cuctemu (BUKOHAHO CAMOCTIMHO)

Pyt BukopuctoBye natepH Service Locator 17151 ynpaBiaiHHS 3aJIEKHOCTSIMHU MIK
KOMITOHEHTaMH, 110 3a0e3reuye ciiadke 3B'a3yBaHHS Ta MOJIETLIY€E TECTYBAHHS OKPEMHX
MoxymiB. [Himiani3alis cepBiciB BiIOyBaeThbest B MeTO/I initialize(), e peecTpyroThCs BCi

HEOOX1H1 MEHEKEPH Ta MiJCUCTEMHU.
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[Ilap penmepuHra OpraHi3oBaHO HaBKOJIO Kjacy Renderer, sikmii KoOpaWHYE
npoliec BinoOpakeHHs KaJpiB Ta ynpasisie TpadiyHuME pecypcamu. Jliis 3a0e3neueHHs
THYYKOCTI Ta €(QEeKTUBHOCTI Mpolecy Bidyamizauii OyJd0 NpUHHATO PIMICHHS MPO
CTPYKTYpPYBaHHS PEHJICPUHTA Uepe3 cucTteMy mpoxoiiB (render passes). KoxkeH mpoxin
BIJINTOBI/Ia€ 3a KOHKPETHUW AaCIEKT Bi3yali3arlii Ta MOKE MpAIOBAaTH HE3AJIECKHO BiJl
IHIIKX, [0 JI03BOJISIE JIETKO J10JaBaTH HOB1 €(PEKTH, 3MIHIOBATH TMOPSAOK OOpoOKH Ta
ONTHMI3yBaTH TPOAYKTHUBHICTh cucTeMH. Ha pucyHky 4.3 NmpeacTaBiICHO CTPYKTYPY

OCHOBHOTO KJIacy peHjepepa.

Renderer {
Renderer() = H
~Renderer() { waitForAllFrames_(); }
initialize(Window* window, rhi::RenderingApi api);
RenderContext beginFrame(Scene* scene, RenderSettings& renderSettings);
renderFrame(RenderCo xt& context);
endFrame (RenderContext& context);
getDevice() { return m_device.get(); }
urceManager* getResourceManager() { return m_resourceManager.get
setupRenderPasses_

waitForAllFrames_();

::unique_ptr<rhi: :Device> m_device;
::unique_ptr<rhi: :SwapChain> m_swapChain;

::unigue_ptr<RenderResourceManager> m_resourceManager;
::unique_ptr<FrameResources> m_frameResources;

::unique_ptr<BasePass> m_basePass;
::unique_ptr<FinalPass> m_finalPass;
::unique_ptr<DebugPass> m_debugPass;

Pucynok 4.3 — IIporpamuuii kon kinacy Renderer mapy penaepunra (BUKOHaHO

CaMOCTIITHO)

Pennepep opranizye npoiec BijoOpa)KeHHsI 4epe3 Cepiro MPOXO/IIB PEHIECPUHTA,
KOXKEH 3 SKMX BIIMOBI/NA€ 32 KOHKPETHUW aCTEKT Bi3yauizallii. ApXiTeKTypa MpoXoiB
0a3yeThCcsl Ha maTepHi Strategy, e KOXKEH Ipoxia peanidye cruernudiyHuil aaropuTMm
BiloOpakeHHs. lle pimieHHs 3a0e3nedye BUCOKY MOAYJBHICTh CHUCTEMHU Ta CIIPOIILYE

JI0J1aBaHHS HOBUX TEXHIK peHepUHTa 0€3 He0OX1THOCTI MOU(DIKaIlli ICHYI0OUOTO KOY.
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bazosuii npoxiyn (BasePass) BianoBijgae 3a OCHOBHE PEHACPUHT IreOMETPii CLICHH 3
ypaxyBaHHSIM OCBITJICHHS, MaTepianiB Ta TeKctyp. Lleil mpoxin BUKOHYe HalO1IbIINN
obcsar podoTH y miporieci GopMyBaHHS KaJpy Ta 3a0e3mnedye pealicTUIHe BioOpaKeHHS

3D-o00'exTiB. Ha pucyHky 4.4 moka3aHo KJIHOUOB1 METO/IH IILOTO KJIacy.

BasePass : RenderPass {
BasePass() =

~BasePass() { cleanup(); }

initialize(rhi::Device device,

RenderRe ceManager® resourceManager,
FrameRes s frameResources,
rhi::ShaderManager shaderManager)

resize( math: :Dimension2Di& newDimension)
prepareFrame( RenderContext& context)
render( RenderContext& context)

cleanup() H

setupRenderPass_();
updateInstanceBuffer_(RenderModel* model,
ctor<math: :Matrix4f<>>& matrices,
ModelBufferCache& cache);
prepareDrawCalls_( RenderContext& context);

unordered_map<RenderModel*, ModelBufferCache> m_instanceBufferCache;
:vector<DrawData> m_drawData;

Pucynok 4.4 — IIporpamuuii kop kiacy BasePass ocHOBHOTO mpoxoiy peHaepuHra

(BUKOHAHO CaMOCTIHHO)

BasePass BUKOpHCTOBY€ TEXHIKY IHCTAaHCUHTY JJIsl €(EKTUBHOIO pPEHIEpPUHTa
MHOKMHHHMX KOIK oaHakoBuX 00'ekTiB. Meron updatelnstanceBuffer () onHoBmoe
Oydepu 3 marpuusgMu TpaHchopmaiiii s koxkHoi moxeni, a prepareDrawCalls ()
MIATOTOBIIOE KOMAaHAM MAaJIOBaHHS 3 YpaxyBaHHSIM MaTepialliB Ta IECKPUNTOPHUX
HabopiB. lle 3abesneuye onTUManbHy MNPOAYKTHUBHICTH MPU POOOTI 31 CKIAJHUMH
CIIEHAMH, 1110 MICTSITh BEJIUKY KIJIBKICTh 00'€KTIB.

Oinanpauit poxin (FinalPass) BuKoHye KOmitOBaHHS pe3ysbTaTy PEHIECPUHTA 3
BHYTPIIIHBOT'O KOJIBOPOBOro Oydepa y Oydep BinoOpaxkenns. Lleit mpoxiji akTUBYEThCS

JIUIIE Y IFPOBOMY PEKUMI JOJATKY, KOJU HEOOX1JHO BUBECTH (hiHATBHE 300paKeHHS Ha
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eKpaH. Y PEeXHUMI pellaKkTopa pe3ysbTaT 3alMIIAEThCs Y BHYTPIIIHBOMY Oydepl s
nmoganbioi o0poOkm iHTepdeiicom kopuctyBawa. Ha pucynky 4.5 mnpeactaBieHO

peanizaliro IbOro MPOXOTy.

FinalPass :
FinalPass() =
~FinalPass() { cleanup(); }
initialize(rhi: :Device device,
RenderResourceManager* resourceManager,

FrameResources frameResources,
rhi: :ShaderManager shaderManager)

RenderContext& context)

rhi::Device* m_device

RenderResourceManager* m_resourceManager
FrameResources* m_frameResources

18}

Pucynox 4.5 — Ilporpamunii ko kiacy FinalPass ¢iHansHOTO Ipoxoly peHIepuHra

(BUKOHAHO CaMOCTINHO)

[Ipoctota peanizamii FinalPass 06ymoBieHa ioro crienudiuHoo (yHKIIEH - BiH
JIUIIE KOMIIOE TEKCTypy 3 oaHoro oydepa B iHmmil. Meton render() mepeBipsie pexxum
poOOTH MONATKy Ta BUKOHYE KOIIOBAHHS TUIBKMA Y BUMAAKY ITPOBOTO PEKUMY, IO
3a0e3nedye TpaBWIbHE BIJOOpPaKEHHS pE3yJbTATIB PEHIEPUHTA I KIHIIEBOTO
KOpHCTyBaya.

Opranizaifiss CHUCTEMH MPOXOJIB PEHJAEPUHTa O3BOJISE JIETKO PO3LIUPIOBATU
GyHKIIIOHANTBHICTh Bi3yalli3allii IMUISIXOM JI0JJaBaHHS HOBHMX MPOXOJiB 0e3 moaudikairii
icHytoyoro konay. Koken mpoxig mpairoe 3 yHugikoBanum RenderContext, 1o
3a0e3neduye KOHCHUCTEHTHICTh JIaHUX Ta CIPOIIYE IHTETpaIlil0 HOBUX aJTOPUTMIB
penaepunra. [locaifOBHICT, BUKOHAHHS MPOXOAIB KOHTPOJIIOETHCS PEHACPEPOM, KU

MOK€E JUHAMIYHO 3MIHIOBAaTH TOPSAIOK 0OpOOKM 3aJIKHO BiJl MOTOYHUX HAAIITyBaHb
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Bi3yasizailii. Taka apxiTekTypa 0cOOJIMBO KOPHUCHA JIJIsl peati3allii CKJIaJHUX edeKTiB, sKi
noTpedyI0Th MHOKUHHUX €TariB 00pOOKH.

Haii6inpmn ckjgagHUM KOMIIOHEHTOM cucTeMH mpoxoaiB € DebugPass, skuii
3abe3reuye pI3HOMAHITHI PEXUMHU HalaroKeHHs Ta Bizyamizamii. lledt mpoxin
BUKOPHUCTOBYE MaTepH Strategy uis IWHAMIYHOTO BHOOpPY alropuTMy BiAOOpa)KeHHS
3aJIe)KHO BiJl TIOTOYHOTO pexumy Aebary. Ha pucyHky 4.6 mokasaHo CTPyKTypy IIbOTO

KJiacy.

DebugPass();
~DebugPass ()

initialize(rhi::Device device,
RenderR ceManager* resourceManager,
FrameRes es frameResources,
rhi::ShaderManager shaderManager)

prepareFrame ( Rend ntext& context)
render( RendercConte: context)

cleanup() H

isExclusive()

createDebugStrategy_();

std: :unique_ptr<DebugDrawStrategy> m_debugStrategy;
RenderMode m_currentRenderMode = RenderMode::Solid;
22 };

Pucynox 4.6 — IIporpamunii kon kiacy DebugPass aiis HanaropKyBaibHOTO

peHaepuHra (BUKOHaAaHO CaMOCTIHHO)

DebugPass miaTpumye Kigbka peXHMIB Bi3yalizarii, BKIOYAIOYU KapKaCHUN
peHnepunr (wireframe), Bi3yamizali0 KapT HOpMalie, BiIOOpaKE€HHS TEPEBUTPAT
meiaepis (shader overdraw) Ta Bizyanizaiiito ocBiTiieHHs. KoxkeH pexxuM peaan3oBaHu
4yepe3 OKpeMy CTpaTerilo, 110 YCIaJAKoBY€eThCs BiJ 06a3oBoro kiacy DebugDrawStrategy.
Merton createDebugStrategy () AuHaMiuHO CTBOPIOE BIAMOBIHY CTPATET1IO 3aJICKHO BiJl

IMOTOYHOTO PCKUMY PCHACPHHIA, 336€3He‘ly}0‘—II/I FHy‘-IKiCTB CHCTCMH HaJIaroAXCHHA.
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[IpakTH4He 3aCTOCYBaHHS IMX PEXHUMIB Bizyauizallil 3HAUHO MPUCKOPIOE TPOIIEC
BUSBIICHHSI Ta YCYHEHHs MPOOJeM MiJl 4ac po3pooku rpadiuaux aonatkiB. KapkacHuit
PEXHUM JT03BOJISIE AaHATI3YBATH TOIOJIOTII0 MEIIIB Ta BUSBIISATH MPOOJIEMHU 3 TEOMETPIEIO,
Bi3yasizallisi HopMaJiel JoroMarae JiarHOCTyBaTH HEKOPEKTHE OCBITJICHHSI 00'€KTIB, a
pexxum shader overdraw BusBisge HeeEKTHBHI TUISSHKHM PEHACPUHTA 3 HaIMIPHUM
MEePEKPUTTSIM TIKCEIbHUX IIeHaepiB. [HTerparis cucTeMu Hajaaro KeHHs 3 rpadiyHuM
pemaKTOpoM 3abe3Medye MOKINBICTh MUTTEBOTO TMEPEKITIOUCHHS MIXK pPeKHUMaMH Yepe3
KOpHCTYBalbKkuii iHTep(delic, Mo A03BOJsSE PO3POOHUKAM IIBUAKO MOPIBHIOBATH Pi3HI
aCIIeKTH Bi3yasi3allii ciieHu 0e3 mepe3arrycKy nmporpamu.

JUIs MIATPUMKU PI3HUX PEXHUMIB J1e0ary BUKOPUCTAHO mNaTepH Strategy, IO
JI03BOJISIE IMHAMIYHO 3MIHIOBATH alrOpUTMU Bizyamizaiii. Ha pucynky 4.7 mokaszaHo

0a3oBuil iHTEpdeEiic cTpareriii aeodary.

DebugDrawStrategy {

DebugDrawStrategy() =
~DebugDrawStrategy()

initialize(rhi::Device* device,
RenderResourceManager* resourceManager,
FrameResources* frameResources,
rhi::ShaderManager* shaderManager) = 9;

resize( math: :Dimension2Di& newDimension) = 8;

prepareFrame( RenderContext& context) = 0;
render( RenderContext& context) = ©;
cleanup() = ©;

isExclusive() { return

Pucynok 4.7 — IIporpamuuii koa 6a3oBoro iHTepdeiicy ctpareriii nedary (BUKOHaHO

CaMOCTIHHO)

Ie#t minxin 3a0e3medye Jerke 0JaBaHHS HOBUX PEXKUMIB Bizyamizarii 0e3

Moaudikarii icHyrouoro koxay. KonkperHi ctparerii, Taki sik WireframeStrategy a6o



42

NormalMapVisualizationStrategy, peanizytoTs crienudiuHi aIrOPpUTMU PEHACPUHTA IS
PI3HUX IiJIeH HaJlaro/KEHH.

Cucrema HanaroJKyBaJIbHHX PEKHUMIB 1HTETpOBaHa 3 iHTEpdeiicoM pemakTopa,
JTO3BOJITIOYM PO3POOHMKAM IIIBUJIKO TIEPEMUKATHCS MK PI3HUMH PEKUMaMHM Bizyaizarlii
nig 4ac poboTH Haja nmpoekToM. Lle 3HauHO MPHUCKOPIOE MPOoLeC AIarHOCTHKHU MPOOIIeM 3
OCBITJICHHSIM, TEOMETPIEIO Ta MIPOJYKTUBHICTIO peHIepruHra. MOXIUBICTh JUHAMIYHOTO
MEPEKIIIOUEHHST MK pekuMaMu 0e3 Tiepe3amnycKy mporpamu 3abesneuye Oe3nepepBHUi
workflow po3po0Oxu Ta TectyBanHs. Jl01aTKOBO, CHCTEMa MATPUMYE OAHOYACHY POOOTY
KUIBKOX PEKUMIB JIe0ary, 1o JI03BOJIsIE KOMIUIEKCHO aHAII3yBaTH Pi3H1 aCIIEKTH MPOLeCy
pEHIEpUHTA B MEXaX OJIHOTO CEaHCy HaJlaroKEeHH.

Halinmwxuuii piBeHb apxiTeKTypu mnpenctaBieHuit mapom Render Hardware
Interface, sikuit abctparye crnenudiuai oco0auBocTi pizHux rpadiunux API. Ileit map
BUKOpUCTOBY€E matepH Abstract Factory nnsi cTBOpeHHsSI 00'€KTiB, creuu(PiuHHUX IS
koHkpetHoro API, ta matepn Adapter mns yHidikamii iHTepdericiB. Ha pucynky 4.8

MOKa3aHo NMpukJaj GadpuuHoi QYHKLIT 111 CTBOPEHHSI IPUCTPOIO PEHIEPUHTA.

std: :unique_ptr<rhi::Device> g_createDevice(rhi::RenderingApi api,

switch (api) {
case rhi::RenderingApi::Vulkan:
return std::make_unique<rhi::DeviceVk>(desc);
case rhi::RenderingApi::Dx12:

return std::make_unique<rhi::DeviceDx12>(desc);
default:
return

Pucynok 4.8 — IIporpamuuii ko ¢padpuuHoi (pyHKLII cCTBOpEHHs MpUcTporo Render

Hardware Interface (BukoHaHO caMOCTIIHHO)

Takuil miaxiag M03BOJISIE CUCTEMI MATPpUMYBATH MHOXUHHI rpadiuni API 6e3
HEOOXITHOCTI 3MiH y BHINUX mapax apxiTekrypu. Koxna peamizaitis API inkancymtoe Bci
cnieruivHi eTaai B3aEMO/IIi 3 BiIMOBIIHOK TpadidHO0 610710TeKO0I0, 3a0€3neuyoun

yHiikoBaHu# iHTepdeiic g mapy penaepunra. Po3polOiieHa apXiTeKTypa CHCTEMH
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peHaepuHTra 3a0e3neuye BUCOKY MPOAYKTHBHICTh 3aB/ISIKM ONTHMI3allii KOKHOTO €TaIry
Bi3yaumizallii, CHpOIIy€e TMPOIEC HaJaroHKCHHS dYepe3 CHeIiami3oBaHl  PeKUMU
B1IOOpaKEHHS Ta JIO3BOJISE JIETKO PO3IMIUPIOBATH (PYHKITIOHAIBHICTH TOJaBaHHS HOBUX

POXO/IiB 0€3 MOPYIIEHHS 1ICHYI0Y01 CTPYKTYPH.
4.2 Cucrema abcrpakiii rpadiuanx API

Po3pobka cyyacHuX rpadiyHuX J0JATKIB CTUKAETHCA 3 HEOOXITHICTIO MATPUMKH
pizHux rpadiunux API, 3okpema Vulkan ta DirectX 12, koxkeH 3 SKuUX Ma€ CBOI
0COOJIMBOCTI Ta MepeBaru Ha pizHUX 1atdopmax. J{ns BupimeHHs 1iei mpodieMu 0yio
OpUNHATO pilmeHHsT Mpo cTtBopeHHsa cuctemMu Render Hardware Interface (Render
Hardware Interface) - mapy abGctpakiii, sikuii 3a0e3neuye yHipiKOBaHUN IOCTYI 10
byHKIIH rpadigHOro armapaTHOTo 3a0e3MeueHHs He3aIeKHO BiJl KOHKpeTHOTOo API.

Cucrema Render Hardware Interface moOymoBana Ha ocHOBi marepHa Abstract
Factory, sikuii 103BoJIsiE CTBOPIOBATH CIMENCTBA MOB'A3aHUX O0'€KTIB 0€3 MPUB'SA3KU 10
KOHKpPETHUX KjaciB ix peam3ari. el minxig 3a0e3nedye MOXKIMBICTh JTUHAMIYHOTO
BuOOpy rpadgiyHoro API mix yac BUKOHaHHA NPOrpaMH Ta CHPOILLY€E MPOLEC A0JABAHHS
miaTpumMkd HoBuX APl y MailOyTHbOMy. ApXITEKTypa CHCTEMH BKIIIOUae 0a30Bl
abcTpakTHI 1HTEepencH s BCIX KIIOUOBUX TpaiuHUX pecypciB Ta omeparlii, a Takox
KOHKPETHI peanizauii Jjs KOKHOTro marpumyBaHoro APL.

[lenTpanpHUM eleMEeHTOM cucteMu € iHtepderic Device, skuil mpenctaBiise
JIOTIYHUYN MPUCTPIN pEeHJIEPUHTa Ta BIMOBIIA€ 32 CTBOPEHHS BCIX IpadiyHUX pecypciB.
Ileit inTepdeiic BukopuctoBye mnarepH Factory Method nns cTBOpeHHsT 00'€KTiB,
cnenudiuHux s KoHKpeTHoro API, 3abe3neuyroun npu mbOMY €IUHUN MPOTpaMHUMN
iHTepdeiic mna kimeHTchkoro koay. Ha pucynky 4.9 moka3zaHo OCHOBHY CTPYKTYpY
6azoBoro iHTepdeticy Device.

[aTepdeiic Device Bu3Hauae moBHUM HAO1p METO/IIB JJIsI CTBOPEHHSI TA YIIPABIIHHS
rpa@iyHUMH  pecypcaMu, BKJo4arouud Oydepu, TEKCTypH, IIeiliepu, KOHBEEpU
peHzepuHra Ta 00'€KTH CHUHXpOHi3aiii. BukopucTaHHsS YHCTO BIpTyalbHUX METOIB
3abe3reuye CTpOry TUITI3AllII0 Ta TapaHTYeE, 10 BC1 KOHKPETHI peaizailii Ha1atoTh TOBHY

(YHKUI0HATBHICTh, HEOOXIAHY SISl pOOOTH CUCTEMHU PEHACPUHTA.
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Apxitektypa Render Hardware Interface 3nauno crporye npoiec po3pooku Ta
HOIATPUMKHA  KpOCIUIATGOPMHUX TrpapiyHUX AOAATKIB, JO3BOJSIOYM PO3POOHHKAM
30CEepEANTHCS Ha JIOTIM peHaepuHra 3amicTh crenudiuanx aeraneir APl Cucrema
aBTOMATUYHO oOOWpae ONTHMANbHI IIISXWM BHKOHAHHS OIEpaIiii I KOXKHOTO
KoHKpeTHOro API, 3a0e3neuyroun MakcUMallbHy MNPOAYKTHUBHICTH O€3 HEOOX1THOCTI
py4Hoi onTuMizaitii. JlomatkoBo, yHi(iKOBaHUM IHTEpQEHC T103BOIISIE JIETKO TECTYBAaTH Ta
MOPIBHIOBATH MPOAYKTUBHICT Pi3HUX Tpadiunux APl Ha omnilt 1 Tiil ke KoJI0BiM 6a3i.
Taka aOcTpakiisi TakoX CTBOPIOE HaMIHY OCHOBY Ui MalOyTHBHOTO PO3MIMPEHHS

CUCTEMH MIATPUMKOIO AoaTKOBUX APl 6e3 mopyuieHHs iICHY104901 apXiTEKTYpH.

Device(

~Device() = g
i getApiType()

iFfer> createBuffer(

createTexture(

createsampler(

createRenderPass

createFramebuffer( S

createCommandBuffer( Co ) = 9;

createFence(

createSemapho

createSwapCha S 1 c& desc) = @;
updateBuft: fe buffer, data, s ts  t offset = @) = 0;
updateTexture texture, data, d mipLevel = @, arraylLayer = @) = @;
submitCommandBuf+ 3L C E 5

Semaphores = {},
signalSemaphores = {}) = @;

waitTdle() = @;

Window* m window ;

Pucynox 4.9 — IIporpamuuii kon 6a3zoBoro inTepdeiicy Device cucremu Render

Hardware Interface (BkoHaHO CaMOCTIHHO)

KosxeH KOHKpeTHUI TUIl rpadiyHOTO PECypcy TaKOXK Ma€ CBOIO 1€papXito KIaciB,
noOyoBaHy 3a TUM K€ NpuHuMnoM. Hampuknan, mis mnpencraBieHHs Oydepis
BUKOPUCTOBYEThCSI 0a30BU aOcTpakTHui kiac Buffer Ta iioro xoHkperHi peamizartii
BufferVk i1 BufferDx12 gns Vulkan ta DirectX 12 Bignosigno. Lleit miaxin 3a6e3neuye

KOHCHUCTEHTHICTh apXiTEeKTypH Ta CIPOIIYE PO3YMIHHS KOTY.
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Iepapxiuyna opranizaiis rpadiqyHUX pecypciB 103BOJISIE €PEKTHUBHO YMPABIATH
KUTTEBUM ITUKIIOM 00'€KTIB Ta 3a0e3MmeuyBaTH TUTIOOE3MEYHICTh OMepalliid 3 pecypcamu.
ba3oBi ki1acu 1HKaNCyMIOIOTh 3arajibHi BIACTUBOCTI Ta MOBEAIHKY, TakKl sIK pO3MIp, THII Ta
Ipanopy CTBOPEHHS, K1 € aKTyadbHUMH I BCix API, Toal K KOHKpeTHI peamizaiii
nonaioTh crienupiuny anst APl noriky ynpasiiHHA HaM'sITTIO Ta B3a€EMOJII 3 ipaiiBepaMu.
Takwuit po31oai1 BIAMOBIAAIBHOCTEHN T03BOJISIE CUCTEMI aBTOMAaTHYHO OOMPaTH HANO1JIbII
ONTUMAaJIbHI CTpaTerii podoTH 3 pecypcamu i KoxHoro rpadiunoro API. lomaTtkoso,
BUKOPHCTAHHSA BIPTYyaJIbHOTO JECTPYKTOpa y 0a30BHX KjacaXx TapaHTyeE KOPEKTHE
BUBIJILHEHHSI PECYPCIB HE3aJIC)KHO BiJI KOHKPETHOTO THITY peatizallii.

Ha pucynky 4.10 npencrapiieHo cTpyKTypy 0azoBoro kiacy Buffer.

Pucynok 4.10 — IIporpamuuii ko 6azoBoro kinacy Buffer cucremu Render Hardware

Interface (BUKOHaHO CaMOCTIIHO)

bazosuii kitac Buffer inkarncymtoe 3aranpHi BIaCTUBOCTI BCIX THITIB OydepiB, Taki
K PO3MIp, THUIl Ta MPaANopll CTBOPEHHs, 3a0e3neuyoun yHI(IKOBaHUN AOCTYN A0 L€l
iH(dopMarli He3asiexHOo BiJ KoHKpeTHOI peamizaiii API. Konkperni peanmizarii, Taki siK
BufferVk ta BufferDx12, po3mmprotoTs 1110 pyHKIIOHANBHICTS cieruiyaumMu 11 API
JeTaNs MU, BKJIIOYAI0UM YIPaBIIiHHS HaM'sITTIO Ta B3aEMOJIIIO 3 JApaiiBepami.

Oco6muBo BaxmBuM acriektom cuctemu Render Hardware Interface € ynidikaris
EHyMepalliii Ta KOHCTaHT, SIKI MOXYTh 3HAUHO BIJpi3HATHCS Mik pizHumu APIL. J{ns
BUpIIIEHHS 1I1i€] TPOoOJeMH CTBOPEHO CHUCTEMY IIEPETBOPEHHS EHyMepailii, ska
BUKOPUCTOBY€E CTATWYHI TAOJMIIl BIJMOBIAHOCTEH NI KOHBEPTAIlli MIX BHYTPIIIHIMU

tunnamu Render Hardware Interface Tta cneuudiunumu g APl koncrantamu. Ha
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pucyHky 4.11 noka3zaHo NpuKIIaJ TaKOi CUCTEMH MEPETBOPEHHS /715t GOPMATIB TEKCTYP Y

DirectX 12.

d: :unordered map<TextureFormat, DXGI FORMAT> textureFormatMappingToDXGI = {
Rgbs, DXGI_FORMAT R8GS8BBAS_ UNORM ,
Rgbas, DXGI_FORMAT R8GSBSAS_UNORM },

: tRgbalef, DXGI_FORMAT_R16G16B16A16 FLOAT |,

Rgha32f,  DXGI_FORMAT R32G32?B32A32 FLOAT },
D2458, DXGI_FORMAT D24 UNORM S8 UINT

::D32, DXGI FORMAT D32 FLOAT

L]

DXGI \T g _getTextureFormatDx12(Texture mat textureFormat) {
return getEnumMapping(textureFormatMappingToDXGI, textureFormat, DXGI FORMAT UNKNOWN) ;

)

Pucynox 4.11 — [Iporpamuuit Koj CUCTEMH EPEeTBOPEHHS eHymepaitiit st DirectX 12

(BUKOHAHO CaMOCTINHO)

Cucrema BUKOPUCTOBYE maTtepH Strategy s peanmizallli pi3HUX MiAXOAIB O
YIIpaBJIIHHS pecypcamMu B 3a1ekHOCTI Bl oopanoro API. KoxkxHa KoHKpeTHa peanizarlis
IHKAICyJo€e crenudiuny JIOTIKy CTBOPEHHS, YIPABIIHHS Ta 3HUIICHHS PECypCiB, 1110
JI03BOJISIE ONTUMAJILHO BUKOPHUCTOBYBATH MOXJIMBOCTI KOkHOTO API, 30epiratoun mpu
1bOMY YHI(piKOBaHUU 1HTEp(ENC.

HNonatkoBo cuctema Render Hardware Interface BukopucroBye marepn Adapter
JUTsl 320€3MEeUEHHsI CYyMICHOCTI M1 KOHLIETIISIMU, SIK1 [TO-P13HOMY peajli3oBaHl B pPI3HUX
API. Hanpuknan, konneniis render pass y Vulkan ne mae npsimoro ananora B DirectX
12, tomy kmac RenderPassDx12 emy:mtoe 110 (QyHKIIOHAJIBHICTH Yepe3 YIPaBIIHHS
ctaHoM render target Ta oneparisiMu OUUIIICHHS.

BnpoBamkenns cucremu Render Hardware Interface 3nauHo crporye po3poOky
rpadiyHUX JTOAATKIB, JO3BOJISIOYM PO3POOHHMKAM 30CEPEIUTHCS Ha JIOTII PEHJIEpUHTa
3amicTh netaneil koHkpeTHux API. Cucrtema 3abe3nedye MOPTATUBHICTh KOAY MIX
pizauME aTdopmamu Ta rpadiuaumu API, monerurye TecTyBaHHS Ta HAIaroKeHHS 3a
paxyHoOK YHi(piKOBaHUX I1HTEpP(ENCIB, a TaKOX CTBOPIOE OCHOBY ISl MalOyTHHOTO
PO3MIMPEHHS MATPUMKH J0ojaTKoBUX Tpadiuaux API 6e3 HeoOXimHOCTI Mommdikarii

KJIIEHTCHKOTO KOJTY.



47

4.3 Cucrema MaTeMaTHMYHUX TpaHCPOpMalliil Ta YNpaBIiHHA KOOPAMHATHUMU

CUCTCEMaMU

Po3pobka edextuBHOI cuctemu 3D-penaepunra moTpedye KOMITIEKCHOTO TAXO0TY
70 YTOpaBIiHHSA MaTeMAaTHUYHUMH TpaHCPOpMaIliiMU KOOPAWHAT, IO 3a0e3MeuyroTh
MEPETBOPCHHS TEOMETPUYHUX JTAHUX BiJ] IOKAJILHUX KOOPAUHAT 00'€KTIB 10 (PiHAIBHOTO
BiIoOpakeHHs Ha ekpaHi. [IpuitHsATe pimeHHs 0a3yeThCs Ha CTBOPEHHI BJIACHOL
MaTeMaTU4IHOi 010110TE€KH, ONTUMI30BaHOI M1 creludivHi MoTpedu rpadiuHoro pyIis
3 MATPUMKOI0 SIMD-1HCTPYKIIIH A1 IPUCKOPEHHS O0YNCIICHb.

OcHoOBOIO cucTeMH TpaHchopMalliii € MareMaThyHa MOJENb IOCHII0BHOTO

MEPETBOPEHHS KOOPAMHAT, 1[0 BUPAKAETHCA 3aralibHOI0 (DOPMYJIOLO:

— _ Vobeat'M-V-P
VNDC — [ (1)

J€ Vop ject — KOOPIMHATH BEPIINH B JIOKAJTBLHOMY MPOCTOPi 00'€KTa;
M — matpuns moaeni (Model matrix);
V — Marpuug Buny (View matrix);
P — matpuns mpoexkiiii (Projection matrix);
VNDC — KOOpJIMHATH BEPIIMH B HOPMaJIi30BaHOMY IIPOCTOPI MPUCTPOIO;
W — 4eTBepTa KOOpPAMHATA TOYKH IICIs 3aCTOCYBAaHHS MAaTPUIlh (BUKOPUCTOBYETHCS

JUISL TIEPCIIEKTUBHOTO JIIJICHHS ).

Martpuisi Mozel MepeTBOPIOE KOOPAUHATU 3 JIOKAIBHOTO MPOCTOpPY 00'eKTa y

CBITOBHUI MPOCTIP, BKIIOYAOYH Olepallii MacTadyBaHHs, 0OEpTaHHs Ta MEPEMILLIECHHS:

M=S-R-T (2)
ne S — MaTpuls MaciuTadyBaHHS;
R — maTpuis oGepTaHHs;

T — Matpuus nepemMilieHHs.
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Martpuist BUIy MNEpEeTBOPIOE KOOPAMHATH 31 CBITOBOIO IMPOCTOPY B MPOCTIP

KaMepH, MPEACTABISIIOYN O0EpHEHY MATPHITIO0 TpaHchopmMarlii KaMepu:

V=1 (3)
ne C — maTpuil, 10 MPEJCTABISE TMOJOXKEHHS Ta OPIEHTAIII0 KaMepu B CBITOBOMY

MIPOCTOPI.

Martpuiist poeKIIii 3a71eKuTh BIJ THUIY Mpoekiii. {1 mepcneKTuBHOT MpoeKIlii y

JTIBOCTOPOHHIN CHCTEMI KOOPJIMHAT 3 Jiara3oHoM rimnbuau 0-1:

1
0 0 0
/ tan%*aspect \
1
0 Ty 0 0
an > f (4)
ar+near
0 0 near—far
\ 0 0 2«nearxfar O)
near—far

ne fov — none 30py (field of view) y pamianax;
aspect — CIiBBITHOIICHHS CTOPiH BiKHA (ITUPUHA/BUCOTA);
near — BIJACTaHb J0O OJM)KHBLOI IJIOIMHU Bl1ACIYEHHS;

far — BiacTaHb A0 JaNbHBOI IUIOMIMHUA B1JICIYEHHS.

IlepcniekTBHE nUJIEHHS 3aBepiinye TpaHchopmaliro 3rigHo 3 dopmynowo (1),

NEPEBOISTYM KOOPJMHATH 3 IPOCTOPY BIJACIYCHHS B HOPMATI30BaHUN IPOCTIP MPUCTPOIO:

Xcli Ycli Zcli
Unpc = ( kL, =F, p) ()
Wclip Wclip Welip

€ Xclip>Yelip» Zclip — KOOPAMHATH BEPLIMH ITICIIs 3aCTOCYBAaHHSA MaTPHUIII TPOEKIIII;
Wejip— YETBEPTA KOOPAMHATA BEPIIMH ITICJsS 3aCTOCYBaHHs MATPHUIl MPOEKIIi, sfKa

BUKOPUCTOBYETHCS JIJIsI CTBOPEHHS €()eKTy EPCIICKTHUBH.
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[Iporpamna peanizariis i€l MaTeMaTUYHOT MOl 0a3yeThCs Ha Crelliaai3oBaH1n
MaTeMaTHuHIA Oi07ioTell 3 MIATPUMKOIO PI3HUX KOOPIWHATHUX CHCTeM. Peamizarris

MaTpHIll TIPOESKIIii 3rigHO 3 GopMyIIor0 (4) mpeacTaBicHa Ha pUcyHKy 4.12.

< , Option = Options:: b
rspectiveLhZo(T fovY, T aspect, T nearZ, T farzZ)
T, 4, 4, Option> [
c_limits<T>::epsilon()
> <T>(8));
T tanHalfFovyY = std::tan(fovy / <T>(2));
Matrix<T, 4, 4, Option> perspeciveMatrix;
T scaleX = <T>(1) / (tanHalfrovY * aspect);
scaleY )
scaleZ
translatez
handednessScale
if (Ooption == Op
perspeciveMatrix
scaleX, T(), T(), T
LIOF scaley, T(), T(),
T(), T(), scaleZ, handednessScale,
T(), T(), translatez, T();

return perspeciveMatrix;

Pucynok 4.12 — [Iporpamuuii ko (GyHKIIIi CTBOPEHHS JIBOCTOPOHHBOI

MEePCIEKTUBHOI MPOEKIli (BUKOHAHO CaMOCTIITHO)

[ITabnonHa npupona pyHkiii g_perspectiveLhZo 103BoJisie BAKOPUCTOBYBATH ii 3
PI3HHMH THIIAMU YHCEINl 3 TUIaBalOYOI0 KPaIKoo, 3a0e3Mevyrour THYYKICTh y BUOOpI
TOYHOCTI OOYHMCIIEHb 3QJIEKHO BiJ] MOTpeOd KOHKPETHOTO 3aCTOCYHKY. BuKopucTanHs
constexpr if 3a0e3nedye KOMIUISAIIAHY ONTUMI3AIlIIO JIJISl PI3HUX BapiaHTIB OpraHi3allii
MaTpullb, JO3BOJISIIOYM KOMIIUIATOPY TIe€HEpyBaTH HaMOUIbll e()EeKTUBHUIA KOA s
KOKHOT KoH(irypamii. DyHKIiS BKJIIOYAa€ TMEPEBIPKY BaIIJHOCTI ACHEKTHOIO
CIIBBIIHOIIIEHHSI 4epe3 assert, 10 3amo0irac BUHUKHEHHIO HEKOPEKTHHX MAaTPHUIIh
MPOEKIIi Ta MOTEHIINHUX TOMHIJIOK peHaepuHra. Lls peamizamis 3a0e3nedye MOBHY
cyMmicHICTh 3 pi3HUMHU rpadiuaumMu API, sxi MOXyTh MaTu BIIMIHHI KOHBEHIIII 10JI0

oprasizailii MaTpUIlb Ta CUCTEM KOOPIUHAT.



50

Cucrema tpancdopmariiii 00'eKTiB peaizoBaHa yepe3 KOMNoHeHT Transform, mio
IHKAICYJII0€ TapaMeTpy TO3UIIIOHYBaHHS 3rigHo 3 dopmyrow (2). Ha pucynky 4.13

MOKAa3aHO CTPYKTYPY KOMIIOHEHTA Ta (PYHKIIII0 O0UHCIECHHS MaTpUIll TpaHchopMallii.

Transform {

math::Vector3Df translation;

math::Vector3Df rotation;

math::Vector3Df scale = math::vector3Df(1.ef, 1.ef, 1.ef);
isDirty = B

b

math: :Matrixaf<> calculateTranstformMatrix( Transtform& transftorm) {
math::Matrixaf<> transtormMatrix;
transformMatrix = math::g scale(transform.scale);

pitch :g_degreeToRadian(transform.rotation.x());

yaw 1::g degreeToRadian(transform.rotation.y());

roll 1::g _degreeToRadian(transform.rotation.z());

q = math::Quaternionf::fromEulerAngles(pitch, yaw, roll,
mat le tior

rotationMatrix = math::i x4f<>: 1 Identity(
temp = q.toRotationMatrix
33 i=0; 1<3; ++41) {
J=0;3<3; +]

rotationMatrix(i, j) = temp(i, j);
}
transformMatrix *= rotationMatrix;
math::g addTranslate(transformMatrix, transtorm.translation);
return transformMatrix;

B

Pucynox 4.13 — [Iporpamuuii kog komnonenta Transform Ta o04KCIIEHHS MAaTPUII

TpaHchopmallii (BUKOHAHO CAMOCTIHO)

Oynkig  calculateTransformMatrix  peanmizye  ¢opmyny (2), MOCHIIOBHO
3aCTOCOBYIOUM MacIITa0yBaHHs, OOEpTaHHS 4Yepe3 KBATEPHIOHW Ta MEPEMIILIECHHS.
BuxopuctanHs KBaTepHIOHIB 3aMICTh MPSMOT0 OOUUCIIEHHS MAaTPUIll 00epTaHHA 3 KyTiB
Eitnepa 3a6e3nedye cTabiIbHICT Ta YHUKHEHHs npoOiem «gimbal lock». lonaTkoBo,
Takui Miaxig 3ade3neuye OUTbIn €eKTUBHI THTEPIOJISIIIAHI onepallii A1l aHIMaIlii Ta
MJIABHUX TIEPEXO0/IIB MK PI3HUMHU OPIEHTAIlISIMHU 00'€KTIB.

[IpakTyHe 3acTOCyBaHHS MaTeMaTHYHUX TpaHchopmalidi BiAOyBaeTbCA Yy

BEpIIMHHUX IIeiiepax, A€ peali3yeTbcsl MOBHUM JIAHIIOKOK MEPETBOPEHb KOOPJIMUHAT
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3rigHo 3 gopmydoro (1). Ha pucynky 4.14 npeacraBineno ¢parment vertex shader, 1o

JEMOHCTPYE BUKOPUCTAHHS I1i€1 POpMyIIH.

VSOutput main(VvSInput input)

vSoutput output = (VSOutput) ©;

float4axa worldMmatrix = mul(input.Instance, ModelParam.ModelMatrix);
float4 worldPos = mul(worldMatrix, float4(input.Position, 1.0));
output.WorldPos = worldPos.xyz;

output.Position = mul(viewParam.vP, worldPos);

float3x2 normalMat =

normalize(worldmatrix|[e].xyz),

normalize(worldMatrix[1].xyz),

normalize(worldMatrix|[2].xyz
}s
output.Normal = normalize(mul(normalMat, input.Normal));
output.Tangent = normalize(mul(normalMat, input.Tangent));
output.Bitangent = normalize(mul(normalMat, input.Bitangent));

return output;

Pucynox 4.14 — [Iporpamuuii koj vertex shader 3 peanizaiieto Tpanchopmariiit

KOOpAUHAT (BUKOHAHO CAaMOCTIHHO)

VY upoMy KO/l TOCIAOBHO 3aCTOCOBYIOThCSI TpaHCchopMallii 3riiHO 3 (GOPMYJIOIO
(1): cmoyatky mepeTBOPEHHS 3 JOKAIBHOTO MPOCTOPY Y CBITOBHM Yepe3 MHOKEHHS
MaTpUIll 1HCTAHCHMHTY Ha MAaTpHIl0 Mojeni (KoMmrmoHeHT M  ¢dopmynu), MNOTIM
TpaHc@opmarlisi y OpocTip BIACIUYEHHS Yepe3 MATPHULII0 View-projection (KOMIOHEHTH V
ta P Qopmymn). IlepcnextuBHe nAiieHHS 3rigHO 3 ¢GopMynow (5) BUKOHYETHCS
aBromatu4Ho anapatypoto GPU micns 3aBepuienns vertex shader.

Cucrema KkamMep aBTOMaTUYHO T€HEpy€e HEOOX1AH1 MaTPHIll Ha OCHOBI MapaMeTpiB
Kamepu, peamizytoun dopmynu (3) ta (4). Ha pucynky 4.15 mokazaHo peanizarfito
CUCTEMH OHOBIICHHS KaMep.

[HTerpartis cucteMu kamep 3 apxitektypoto Entity Component System 3a0e3neuye
edekTBHE MacmTaOyBaHHS [JIi CIEH 3 MHOXHHHUMH KaMepaMu Ta CHPOIIYE

YOPABIIHHSA 1X JKUTTEBUM LMKJIOM. BHKOpPUCTaHHS KOMIIOHEHTHO-OPI€EHTOBAHOTO
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HiAXOQy [03BOJIIE JUHAMIYHO JIO0JIaBaTH Ta BUAANATH Kamepu Oe3 BIUIMBY Ha
MPOAYKTHUBHICTH CUCTEMH peHepuHra. KenryBaHHsS 00UMCICHUX MaTPHIlb Y KOMIOHEHTI
CameraMatrices MiHIMi3y€ TTOBTOPHI OOUMCIICHHS Ta MiIBUILY€E 3arajJbHy €EeKTUBHICTh

CHCTCMMU.

CameraSystem: :update(Scene® scene, deltaTime) ([
Registry& registry = scene->getEntityRegistry(’
view = registry.view<Transform, Camera>();
for ( entity : view) {
& transform = registry.get<Transform>(entity);
& camera = registry.get<Camera>(entity);
& matrices = registry.get<CameraMatrices>(entity);

pitch = math::g_degreeToRadian(transform.rotation.x());
yaw = math::g degreeToRadian(transform.rotation.y());
roll = _degreeToRadian(transform.rotation.z());
q = math: ernionf::fromEulerAngles(pitch, yaw, roll

:1Eule
forward = math::g forwardvector<
direction = q.rotateVector(forward);
matrices.view = math::g lookToLh(transform.translation, direction, worldup);

if (camera.type == aType: :Perspective
aspectRatio = camera.width / camera.height;
matrices.projection = math::g_perspectiveLhZo(camera.fov, aspectRatio,
camera.nearClip, camera.farclip);

Pucynox 4.15 — [Iporpamuuii ko1 CHCTEMH OHOBJICHHS Kamep (BUKOHAHO CaMOCTIITHO)

Oyukuisa g lookToLh renepye marpuito Buay BiamnosinHo a0 ¢opmynu (3), a
g perspectiveLhZo cTBoproe maTpuiiro npoexiiii 3rigHo 3 popmyioro (4). Lle 3abe3neuye
KOPEKTHY peaii3aliio IMOBHOIO JIaHLIOKKA TpaHchopmaliii KOOpAMHAT y CHUCTEMI
pEeHIEpHUHTa.

Po3pobnena cucrema wmaTeMaTHyHUX TpaHcopMmalliii 3ade3neuye TOBHY
MIATPUMKY PI3HUX KOOPJWHATHUX CHUCTEM Ta KOHBEHIM MpOEKuii, M0 J03BOJIsIE
aganTyBaTH pymnid s pobotu 3 pisHuMmEH rpadiuaumMu  APl.  Bukopucranus
KBaTEPHIOHIB I MpeACcTaBieHHs oOepTaHb 3amobirae mpodiemam «gimbal lock» Ta
3a0e3nedye CTabUIBHICTh 00uUMCleHb, a onTuMizalis yepe3 SIMD-iHcTpykiii 3HaYHO

MIJIBUIILY€ MPOAYKTHUBHICTh MAaTEMAaTUYHUX OTEparlii.
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4.4 Cuctema aCHHXPOHHOT'O 3aBaHTaXXEHHS PECYPCIB

3aBaHTa)KEHHS BEJUKHUX TpadiyHUX peCcypciB, HAIPUKIIAL, TakuX sk 3D-mozeni ta
TEKCTYpU BHCOKOT PO3IIHHOCTI, MOXE CTBOPIOBATH 3HAYHI YacCOBi 3aTPUMKH Y POOOTI
OporpamMu, OCOOJIMBO KOJM I Omepaiii BUKOHYIOTBCS B TOJOBHOMY TOTOILII
BioOpaxkenHa. Jlng BupimeHHs 1ie€i mpobnemu Oyfno NPUHHATO PIMICHHS PO
BIIPOBA/PKCHHSI CHCTEMHM ACHHXPOHHOTO 3aBaHTAXKEHHS pECypcCiB, fKa JI03BOJISIE
IPOJIOBKYBATH PEHACPUHT CIICHH HABIThH 1] YaC 3aBAHTAKEHHS JJOJIATKOBUX aKTUBIB Y
(OHOBOMY PEKUMI.

ApXITEKTypa CUCTEMH CIIUPAETHCS HA OKPEMUN pOOOUNH MOTIK, KU HE3AJIEKHO
B1JI TOJIOBHOTO IIUKJTY PEHAEpPUHTa 00po0Iisie Yepry 3aluTiB Ha 3aBAHTAXKEHHS PECYPCIB.
Takuii miaxig 3abe3nedye MBUIKY PEAKII0 MPOTpaMy Ta J1a€ 3MOTY KOPUCTYBadeBl
IpaifoBaTd 3 TUMU YaCTUHAMH CIEHH, 10 BXKE 3aBaHTaXCHI, MOKMU 1HII €JIEMEHTH
3aBaHTAXKYIOTHCA Y (POHOBOMY peKuMi. J[J1s1 MOBIIOMIICHHSI PO 3aBEPIICHHS Onepalii
3aBaHTaXCHHS W aBTOMATUYHOIO OHOBJICHHS KOMIIOHEHTIB CYTHOCTEH cucTeMa
BUKOPUCTOBYE (PYHKII1i 3BOPOTHOTO BUKJIUKY.

OcHoBHuit knac AssetLoader 1iHKamncymo€e BCIO JIOTIKY aCHUHXPOHHOTO
3aBaHTAXCHHS Ta yMpaBlliHHS deproro 3anutiB. Kiac BukopucrtoBye narepH Producer-
Consumer 151 oprasi3ailii B3a€MOJii MI>K TOJIOBHUM MOTOKOM, SIKUM J10JIa€ 3alUTH Ha
3aBAaHTAXKCHHS, Ta POOOYMM ITOTOKOM, SIKMH I1i 3amuTH 00poOise. [l 3abe3nedyeHHs
MOTOKOOE3MEYHOCTI BUKOPUCTOBYIOTHCS MIOTEKCHM Ta YMOBHI 3MIHHI, IO JO03BOJISE
e(DEeKTUBHO KOOpPAMHYBAaTU POOOTY MiX MOTOKamMu 0O€3 aKTUBHOTO ouikyBaHHs. Ha
pUCYHKY 4.16 IpeACTaBICHO CTPYKTYPY Ta OCHOBHI METOJIM 1IbOTO KJIacy.

Meron initialize() cTBOproe poOouMid TOTIK, SKAHA BUKOHYE (DYHKIIIIO
workerFunction() y 1mukim a0 3aBeplieHHS poOOoTH cucteMu. PobOouuit mMOTIK
BUKOPHCTOBYE YMOBHY 3MiHHY m_condVar i e(peKTHBHOrO O4YiKyBaHHS HOBHUX
3amuTIB, 110 3amodira€ MapHOMY BHUKOPUCTAHHIO MPOIECOPHOTO Hacy. Meton
loadModel() mepeBipsie, Y HE 3HAXOAUTHCS PECypc yKe y uep3i 3aBaHTaXEeHHS a00 uu
He OyB BIH 3aBaHTAKEHUU paHille, M0 3anolirae AyOIIOBAHHIO 3alHUTIB Ta ONTUMIZYE

BUKOPUCTAHHS MaM'sITi.



1, m_workerThread

if (m_running
m_running =
m_workerThread rmake_unigue<

loadModel
if ('m_running

workerFunctio
le (m_running

m_queueMu
rn !m_running ||

: atom

unique_ptr
5 mut

condition

d_map :string, > m_pendingh
:runordered_map< :string, ctor<LoadCallback>> m_pendingCallba
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Pucynok 4.16 — [Iporpamuuii kox kinacy AssetlLoader 1jist acCHHXpPOHHOTO
3aBaHTAXCHHS PeCypCiB (BUKOHAHO CaMOCTIHHO)

Cucrema BHKOpUCTOBYe cremianbHuii KommoHeHT ModelLoadingTag ans
MO3HAYEHHSI CYTHOCTEM, $IKI OUIKYIOTh 3aBaHTakeHHA Mojeni. Lleit Ter mo3Bosie
BIJIPI3HUTH CYTHOCTI Yy TPOIECI 3aBaHTAXKEHHS BiJ THX, IO MalOTh MOBHICTIO
3aBaHTAXKEHI PEeCcypcH, Ta 3a0e3ledy€e MOKIMBICTh BiJOOpaKEHHS allbTEPHATHBHOTO
KOHTEHTY a00 I1HJUKATOpIB 3aBaHTa)X€HHS I 4Yac OdYikyBaHHA. Ilicis ycCHIIIHOTO
3aBaHTakeHHS Mojenm callback-pynkuis aBromatinuno Bupanse ter ModelLoadingTag
Ta qoaae komnoHeHT RenderModel™® 13 mocunaHHsIM Ha 3aBaHTaKEHUM pecypc.

Buxopucranns xem-tadmuni m_pendingAssets 103BOJISi€ IIBUIKO IEPEBIPATH
CTaH 3aBaHTAXKEHHS PECypCiB Ta 3armodiraTi CTBOPEHHIO JyOmikaTHUX 3anuTiB. KoxkeH
pecypc 1ACHTU(IKYEThCS YHIKAIBHUM KIIOYEM, IO CKIAJAEThCS 3 THUILY pecypcy Ta
nuisxy ao ¢gainy. Cucrema niarpumye MHOkuHHI callback-gynkuii qyist oqHOTO pecypcey,
[0 J03BOJIAE KUIBKOM CYTHOCTSIM OWYIKYBaTH 3aBaHTaXCHHs OfHIET Moxem 06e3
CTBOPCHHS OKPEMHX 3aIHTIB I KOXKHOT 3 HUX.

Apxitektypa 3abe3neuye graceful shutdown yepe3 BCTaHOBIIEHHS aTOMapHOIO
nparnopa m_running y false Ta curHamizailiro yMOBHOI 3MIHHOI, 110 JI03BOJIIE pOOOYOMY
MOTOKY KOPEKTHO 3aBepIIMTH OOpOOKYy MOTOYHOTO 3amuTy Ta BUUTH 3 IHKIY.
Buxopucranns std::unique ptr s ympaBiiHHS MOTOKOM 3abe3nedye aBTOMATHYHE
BUBUIBHEHHS pecypciB Tmpu 3HuileHHl o00'ekta AssetLoader. Taka cucrema
ACMHXPOHHOTO 3aBaHTAXEHHS 3HAYHO TOKpAIly€ KOPHUCTYBAllbKHHA JOCBIiZ, OCOOIMBO
npu poOOTI 31 CKJIAIHUMHU CIIEHAMHU, 10 MICTATh BEJIUKY KUIBKICTh JeTanizoBaHux 3D-

MoJiesiel Ta TEKCTYP BUCOKOT PO3A1TBHOCTI.
4.5 Cuctema TMHAMIYHOTO OHOBJICHHSI IICH IEPIB

Po3pobka Ta HanmaropxeHHs rpadidyHuX ePeKTiB ToTpedye MOCTIMHOT MOIepHI3alii
KoZa MeHaepiB, U0 TPAJAULIMHO BUMArae rnepe3amnycky NporpaMu micias KOKHOI 3MIHU.
JIJ1st i ABUIIEHHSI POAYKTHUBHOCTI pO3pOOKH OyJI0 BIPOBAHKEHO CUCTEMY TUHAMIYHOTO
oHoryeHHs menaepiB (hot reload), sika M03BOMIsIE aBTOMATUYHO TEPEKOMITUTIOBATH Ta

3aCTOCOBYBATH 3MIHHM B 1€ iepax MiJl yac poOOTH mporpamu 0e3 i mepe3amnycky.
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ApxiTektypa cucteMu 0a3yeThCsl HA TPhOX OCHOBHUX KOMITOHEHTaX: MEHEIKEPi
BIJICTE)KCHHSA (pailnniB, MEHEKEP1 MIEeHEPiB 3 MATPUMKOIO JTUHAMIYHOTO OHOBIICHHS Ta
CUCTEMI IUIaHyBaHHS OHOBJICHb TpaiuHMX KOHBeepiB. Taka CTpykTypa 3abe3medye
IIBUJIKY PEaKIlil0 Ha 3MiHU y (aitax mieiaepiB Ta Oe3MedYHe OHOBJICHHS TIpadluyHUX
peCypciB 3 ypaxyBaHHSIM 0COOIMBOCTEH OaraTomoTouHoro BukoHaHHs Ha GPU.

OcnoBoto cuctemu € FileWatcherManager, sikuii BUKOpUCTOBY€E 010J110TEKY
wtr::watcher st MoHiTOpHHTY 3MIH y aiioBiii cucteMi. Kmac peanmizye mnatepH
Observer, BiacTexyoun Moaudikaii GaimaiB y 3aJaHuX JUPEKTOPISIX Ta MOBIIOMIISIOUN
npo Hux uepe3 callback-dynkiii. ns KOXHOI JUPEKTOPIi CTBOPIOETHCS OKPEMHI
watcher, 1Mo 103BOJIsI€E THYYKO HAJIAIITOBYBAaTH OO0JAacTi MOHITOPUHIY Ta YHUKATH

nyOmoBaHHs crioctepiraviB. Ha pucynky 4.17 nmoka3aHo CTpyKTypy IbOTO KJiacy.

FileWatcherManager {

using Callback = std::function< ( wtr::event&)>;
addWatcher( std::filesystem: : path& dirPath,
Callback callback);
removelWatcher( std::filesystem: :path& dirPath);
removeAllWatchers();
std: :unordered_map<std::filesystem: :path,
::unique_ptr<wtr: :watcher: :watch>>
m_watchers_;

3

Pucynok 4.17 — [Iporpamuuit kon kiacy FileWatcherManager 1y1st BiACTEXXEHHS 3MiH

¢aiiniB (BUKOHaHO CaMOCTIIHO)

Meton addWatcher() ctBoproe HoBHit ek3emIusap wtr::watcher::watch mis 3amanoi
aupekTopii Ta peectpye callback-pyHkIlito, sika BUKIMKAETHCS IPU OyAb-IKUX 3MiHAX Y
daiinax. Bukopuctanus std::unique ptr 3abe3nedye aBTOMaTUYHE yIpPaBJIiHHS
KUTTEBUM IMKIOM, a unordered map m03BOJISIE TIBUAKO TMEPEBIPATH 1CHYBaHHS
CIOCTEpIraviB JJi1 KOHKPETHUX HUIAXIB.

Koopaunariro nporecy auHamigHoro oHorieHHs 3iiiicHioe HotReloadManager,

SAKUW CITYy’)KUTh TIOCEPETHUKOM MK CHUCTEMOIO BIJICTeXKEHHs (pailliB Ta MEHEIKEPOM
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meiaepiB. lLledt kmac 1HKamncymoe JOriky ¢iapTpaiii moai (daitioBoi cucremw,
nepelaloyu Aaji Juine nojii Mmoaudikarii GaiisiiB Ta IrHOPYIOUM CTBOPEHHS, BUAATICHHS

yn nepeiimenyBanHs. Ha pucynky 4.18 npeacraBieHo Horo peanizariito.

HotReloadManager {

using Callback = std::function< ( wtr::event&)>;
watchFileModifications( std::filesystem: :path& dirPath,
Callback onChange);

HotReloadManager: :watchFileModifications(
std::filesystem: :path& dirPath, Callback& onChange) {
fileWatcher = ServicelLocator::s_get<FileWatcherManager>();

fileWatcher->addWatcher(dirPath, [onChange wtr::eventé& e

if (e.effect_type == wtr::ev ::effect_type::modify) {
onChange(e);

Pucynox 4.18 — [Iporpamuuii ko kinacy HotReloadManager s koopaunairii hot

reload (BUKOHAaHO CaMOCTIHHO)

Anpom cucteMu auHamigyHOTO OHOBJEHHS € ShaderManager, skuii TO€gHYE
(GyHKLIT 3aBaHTaXXEHHS, KELIyBaHHS Ta MepeKoMmumsiLii menaepis. Kmac miarpumye
aBTOMATUYHE BU3HAUCHHS THIY IIeHaepa 3a PO3IMMPECHHSIM (aiay Ta BUKOPHUCTOBYE
DxcUtil nns kommimsnii HLSL-koxy y BianoBiguuii 6aiT-ko 11t o0paHoro rpagpiyHoro
API. Ha pucynky 4.19 nokaszaHo Woro CTpykrypy.

Apxitektypa HotReloadManager 3abe3neuye neneHTpanizoBany oOpoOKy mosii
¢aiioBoi cucTEMH, T03BOJISIOUN PI3HUM MiCUCTEMaM HE3aJIeKHO pearyBaTH Ha 3MIHU Y
cBOiX pecypcax. CucremMa BUKOPUCTOBYE aCUHXPOHHMU MIAXig A0 0OpoOKH MO, 110
3arno0irae 6JIOKYBaHHIO TOJIOBHOTO IMOTOKY 1] YaC BUKOHAHHS OTIeparliii mepeKOMITIISIIi
Ta OHOBJICHHS pecypciB. KoopauHarliist Mixk KOMIIOHEHTaMU 3IIHCHIOETHCS Yepe3 €TUHUN

iHTepdeic, Mo CIpoIly€e yIpaBIiHHSI )XUTTEBUM ITUKIJIOM CIIOCTEpiradiB Ta 3abe3nedye
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KOPEKTHE 3aBepIlIeHHs poOOTH cucTeMu. Taka oprasizaiis AO3BOJISE JIETKO J10JIaBaTH
niaTpuMKy hot reload mis HoBuX THMIB pecypciB 0e3 mMoaudikaiii iCHyI0YOro KOy

KOOpauHartopa.

Sh

ShaderManag ! evice, maxFramesDelay, enableHotReload =

: m_device (de
, m_enableHotRelc enableHotReload)
, M _maxFramesDelay (

er® getShader( S F /s h& path, std::string& entryPoint = "main");
reloadShader( S i HH path);
registerPipelineForshader pipeline, std::filesystem::path& shaderpath);

watchDirectoryForchanges( H & path& filePath
pat st ng& entryPoint) -> std::unique_ptr<:
em: :path& path

m_device ;
m_enableHotReload_;
m mutex_;
m_loadedshaders_;
m_watchedDirs ;
m_shaderPipelines_;
m_maxFramesDelay_;

Pucynok 4.19 — [Iporpamuuii koz kiacy ShaderManager 3 miATPUMKOIO THHAMIYHOTO

OHOBJICHHA (BUKOHAHO CaMOCTIIHO)

[Tapamerp maxFramesDelay Mmae kputuune 3HaueHHS I 3a0€3TMEUCHHS
cunxpoHnizamii 3 GPU - BiH BU3Hauae KITbKICTh KaJpiB 3aTPUMKH Iepes] nepedya0Boko
rpadiuHUX KOHBEEpIB micias 3MiHU 1ueiaepa. Lle 3a0e3nedye 3aBeplieHHS BUKOHAHHS
Bcix command buffer'is, 1mo BUKOPHUCTOBYIOTH CTapuili KOHBEEP, Mepe]] WOro 3aMiHOIO
HOBUM.

[IpaBunpHe ympaBiiHHS JKUTTEBUM IMKIOM TpadiuHUX PECYpPCIB € OCOOJMBO
KpuTUIHUM y MyJbTU-API apxitekTypi, ockinbku pizHi rpadiuni API MaroTh BigMiHHI
IiXO0U 10 CUHXPOHi3alii Ta Baiigallii pecypciB. Vulkan Bumarae sBHOTo ynpaBiaiHHS
CUHXpOHI3arier yepe3 cemadopu Ta 6ap'epu, Toai sk DirectX 12 BukopuctoBye fence-
00'extu 1151 koopauHaiiii mixk CPU ta GPU. Cucrema hot reload noBuHHa BpaxoByBaTu
111 0COOJIMBOCTI, 3a0€3Meuy0ur KOPEKTHY POOOTY HE3aJIEKHO BiJ 00paHOro rpadigHoro
API. Takox BiICTpOUYECHE OHOBIICHHS KOHBEEPIB J03BOJISIE YHUKHYTH TpoOJieM 3
BaJJAII€I0 CTaHy PEHAEPUHTa, Kl MOXYTh BHUHMKATH MpU COpoOl 3aMIHU aKTUBHO

BUKOPHCTOBYBAaHUX PECYPCIB.
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Meton reloadShader() BuKOHye TIOBHMM ILIMKJI OHOBJIGHHS  IIIeijaepa:
MEPEKOMITIISAIII0 BUXITHOTO KOy, OHOBJICHHS BHYTPINIHBOTO CTaHy IIeWaepa Ta
MUIaHyBaHHS TepeOyJoBH BCIX TOB'SI3aHUX TpadiyHUX KOHBEepiB. BukopucraHHs
MIOTEKCY 3a0e3rnedye MOTOKOOE3NMeUYHICTh Orepalliii, 1o ocoOJuBO BaXXKIuUBO s hot
reload QyHKIIOHANTBHOCTI, SIKa MOK€ BUKJIMKATHUCS 3 pi3HUX MOTOKiB. Ha pucynky 4.20

IpeACTaBICHO peati3allito IIbOro METOY.

ShaderManage ~eloadShader( std:: stem: :path& path)
std: :lock_guard rtex> lock(m_mutex
em: :relative(path, std::fi em: :current_path());
th(rel.generic string());
find(rel);

" + path.string());

Api::vulkan) ? sha {iSPIRV : S nd: :DXIL;
std::wstring wEntryPoint(shader->getEntryPoint().begin(), shader->getEntryPoint().end());
compiledShader = til::s_get().compileHlslFile(path, shader->getStage(), wEntryPoint, backend);
1f (!compiledShader) {
G ::Error, "Shader compilation failed: " + path.string());

data = < *>(compiledShader->GetBufferPointer());

t size = compiledShader->GetBuffersize();
vectorg > newCode(data, data + size);
shader->reinitialize(newCode);
pipelineIt = m shaderPipelines .find(rel);
if (pipelineIt != m_shaderPipelines .end()) {
for (Pipeline* pipeline : pipelineIt->second
pipeline->scheduleUpdate(m maxFramesDelay );

ded shader: " + path.string());

Pucynok 4.20 — [Iporpamuuit kox meroay reloadShader qyist nuaamiuHo1

MEePEKOMIMIIAIIT (BUKOHAHO CAMOCTIIHO)

OyHKINS aBTOMATUYHO BU3HAYae MUTboBUM OekeHa kommusmii (SPIRV s
Vulkan a6o DXIL mns DirectX 12) Ta BUKOPUCTOBYE 30€peKeHy TOUKY BXOIYy IIeiaepa
Ui KOpekTHoi mnepexkoMmumsiiii. [licis ycmimHoi KOMMUIAIT HOBHM  0alT-KoOI
nepenaerbea y Meroa reinitialize() meiaepa, sskuii OHOBIIOE BHYTpilHI pecypcu API-
crienu(IYHUX peari3aliii.

CuctemMa TUIaHYBaHHS OHOBJIEHb KOHBEEPIB peali3oBaHa 4Yepe3 METO]

scheduleUpdate() y 6azoBomy kmaci Pipeline. Ileit mexaHi3M BUKOPUCTOBYE JUMIBHUK
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KaJIpiB JIJIs BIICTPOYKHU IIepeOy10BH KOHBEEPa, 1110 3a0e3nedye cuuxponizaiito 3 GPU ta

3amo0irae BUKOPUCTAHHIO 3acTapiinx pecypciB. Ha pucynky 4.21 moka3aHo 1110 CUCTEMY.

- Pipeline {

needsUpdate() { return m_updateFrame == @; }
scheduleUpdate( delayFrames) { m updateFrame = delayFrames;
decrementUpdateCounter() {
if (m_updateFrame > @
m_updateFrame--;

rebuild() = @;

std::atomic« > m_updateFrame{-1};

Pucynox 4.21 — [IporpaMHuii KoJ| CUCTEMH IJIaHyBaHHs OHOBJIEHb Pipeline (BUKOHaHO

CaMOCTIHO)

Bukopucranns std::atomic 3abe3neuye moToko0e3neuHuit JOCTYH A0 JIIUUJIbHUKA
KaJIpiB, 110 JO3BOJIsIE O€3MEYHO TUIAHYBATH OHOBJICHHS 3 OJJHOTO MOTOKY Ta MEPEeBIPSATH
ix cran 3 iHmoro. Meron decrementUpdateCounter() BUKJIMKA€TbCS WIOKAIPY Y
TOJIOBHOMY IUKJTI PEHJIEPUHTA, MTOCTYIIOBO 3MEHIITYIOYH JIIYUIBLHUK JI0 HYJIS, TICISA 9O0TO
KOHBEEP MO3HAYAETHCS SIK TOTOBUH 710 TTepeOy10BH.

BaxnuBUM acmekToM CHUCTeMH € OOpoOKa MOTEHIIMHUX MOMWIOK MiJ Yac
nepeOy0BH KOHBEEPIB, IO MOXE CTAaTHUCS Yepe3 HEKOPEKTHUM KoJ mieiaepiB abo
HEJOCTYIHICTh TpadiuHux pecypciB. Cucrema peanizye MeXaHI3M BIJIKaTy 10
nonepeaHboi cTabiIbHOT Bepcii KOHBEEPa y BUMAAKY HEBJAJI01 epe0y10BH, 10 TapaHTYE
Oe3MepepBHICT, PEHJCPUHTA HABITh MPH HASBHOCTI MOMHUJIOK y OHOBJICHOMY KOII.
J10/1aTKOBO BIPOBAKEHO CUCTEMY JIOTYBaHHS BCIX OIepalliii OHOBJICHHS, IO J03BOJISE
PO3pOOHUKAM IIBUJIKO 1A€HTU(IKYBaTH MPOOJIEMHI IIEHIepH Ta BIJICTEXKYBATH 1CTOPIIO
3miH. Ile 0coOMMBO Ba)XIMBO B MPOIECI €KCIIEPUMEHTAIHLHOTO PO3pPOOKH TpadiaHUX

e(eKTIB, /e YaCTOTa 3MIH MOXK€E OyTH JIOCUTh BUCOKOIO.
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[HTerpanis cucTeMu TMHAMIYHOTO OHOBJIEHHS Y MPOLIEC PEHAEPUHTa BiJOYBAE€ThCS
yepe3 wmeton  updateScheduledPipelines() 'y  RenderResourceManager, sikuii
BUKIIMKA€ETHCS Ha MOYATKy KOXKHOTO KaJpy Hepen peHaepuHrom cuenu. Lle 3abesneuye
CBO€YACHE OHOBJICHHS IpadiyHUX KOHBEEPIB Ta MIHIMI3Y€ BIUIUB Ha MPOIYKTHBHICTH
pEeHIepHUHTA.

Po3pobiieHa cuctemMa NUHAMIYHOIO OHOBJICHHS HICHAEpIB 3HAYHO MPUCKOPIOE
IIUKJT pO3pOOKH IrpadiuyHuX ePEeKTiB, JO3BOJISIIOYN PO3POOHHKAM OAUUTH PE3yIbTATH 3MIH
y peadpHOMY daci 0e3 mepe3amycKy MporpamMu. ApXITEKTypa CHUCTEMHU 3a0e3ledye
HaJ1HICTB yepe3 cuuxpoHizailito 3 GPU, rHyuKicTh Yepe3 MiATPUMKY pi3HUX rpadiuHuX
API ta MacmTabOBaHICTh Y€pe3 MOXJIMBICTh PO3MIMPEHHS HA IHIII TUIH PECYPCIB Y

MaiOyTHbOMY.
4.6 Cuctema yrpaBJiHHS ClIEHaMU

CyuacHi 3D-nopatku moTpeOyroTh €()EKTHBHOIO MEXaHI3My Oprasizamli Ta
YOPABIIHHS PI3HUMU CIIEHAMH, 110 MOXYTb MICTUTH CKJIaJHI l€papxii 00'€KTIB,
OCBITJICHHSI, KAMEpHU Ta 1HIIl €JIeMEHTH Bizyamizamii. J{us BupimeHHs wi€i 3aaa4i Oyio
pPO3p0O0JIEHO KOMIUIEKCHY CHUCTEMY YIpaBJiHHA CLIEHaMH, siKa 3a0e3leuye CTBOPEHHS,
3aBaHTaXCHHS, 30€PEKECHHSI Ta IMHAMIYHE TTEPEMUKAHHS MK PI3HUMHU KOHDITypariisMu
3D-cepenoBuiiia 6€3 nepe3anycKy mporpamu.

ApXITeKTypHE pilieHHs 6a3yeThcs Ha moeaHaHH1 apxiTekTtypu Entity Component
System st TIpeACTaBICHHS BHYTPIIIHBOI CTPYKTypH cuieHu 3 JSON-popmarom s
MEPCUCTEHTHOrO 30epiranHs aAaHux cueHu. Llei miaxin 3a0e3nedye THYUYKICTh Y OIMKUCI
CKJIQJIHUX CIIEHApliB Bizyami3allli Ta 3py4YHICTh peJaryBaHHs KOH(QITypaliid CIeH K
IPOrpaMHO, TaK 1 Yepe3 30BHIIIHI TEKCTOBI PEJAKTOPH.

Bukopucranus JSON-dopmarty sik 0cHOBH 151 30€piraHHsI CIIEH JI03BOJISIE TOCITTH
BHCOKOTO PIBHS TMEPEHOCHUMOCTI Ta CYMICHOCTI MIX PI3HUMH BEpCIIMH CHCTEMHU.
TexcroBuii xapaktep QopMary 3a0e3neuye MOKIMBICTb BEPCIOHYBAaHHS CILIEH 4epe3
CUCTEMHU KOHTPOJIIO BEPCiid, 10 OCOOJMBO BAKIWBO I KOMaHIHOI po3poOku. Kpim
toro, JSON-cTpykTypa M03BOJISIE JIETKO IHTETPYBAaTU CUCTEMY 3 30BHIIIHIMU

IHCTPYMEHTAMH CTBOPEHHSI KOHTEHTY Ta aBTOMATHU3yBaTH MPOLECH IMIIOPTY CIEH 3
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pi3ux joKepen. [loeqnanns 3 ECS apxiTekTyporo rapaHTye epeKkTHBHY cepiaii3alliio
HaBITh CKJIQJIHHUX CIIEH 3 TUCAYaMU 00'€KTIB Ta X B3a€EMO3B'SI3KiB.

LleHTpanbHUM €JIEMEHTOM CHCTEeMH € KJac Scene, sIKUH IHKAlCyJII0E PEECTp
CYTHOCTEH Ta iX KOMIIOHEHTIB, MPEACTABIAIOUM MOBHUK cTraH 3D-cepemoBuiia y
KOHKpeTHHI MOMeHT vacy. Knac BukopucroBye 610mioteky EnTT nnst edextuBHOrO
yIOpaBIiHHS BEJIUKOK KUIBKICTIO IFPOBUX OO0'€KTIB Ta 3a0e3ledeHHs BHCOKOI
IPOIYKTUBHOCTI IT1JT 4ac omepaliiii momnryky ta Mmoaudikaiii KOMIOHEHTIB cyTHOCTel. Ha

pUCYHKY 4.22 1oKa3aHO CTPYKTYPY LIbOTO KJIacy.

stry registry);
geteEntityRegistry();

Registry& geteEntityRegistry() ;
setEntityRegistry(Registry registry);

Registry entityRegistry ;
10 }_-,|

Pucynok 4.22 — [Iporpamuuii Koz Kiacy Scene s npeacraBieHds 3D-cueHn

(BUKOHAHO CaMOCTIIHO)

Knac Scene 3a6esneuye KoHTeWHEpPHY (DYHKIIIOHAIBHICTh ISl BCIX €JIEMEHTIB
CIEHM Yepe3 €JIUHHUM pPEecTp CYTHOCTEH, IO CHPOIIye oOmepalii cepiamizaiii Ta
Jiecepiaizalii CKJIaIHUX 1€papXidyHUX CTPYKTYp 00'exTiB. Bukopucranus tumy Registry
K TICEBIOHIMY JIsi entt::registry 3abe3neuye aOCTpakililo BiJi KOHKPETHOI peasizalii
Entity Component System Ta MOXJIHBICTh MaliOYTHIX 3MiH 0€3 MOPYIICHHS IHTEpPEHCy.

VYrpaBiaiHHS MHOXKWHHUMHU CIIEHaMU 3I1HMCHIOEThCA uyepe3 kiac SceneManager,
SIKUA BUKOPUCTOBYEThCA uepe3 Servicelocator aist 3a0e3nedeHHs 17100aabHOro JOCTYITY
710 TIOTOYHOI aKTHUBHOI CIICHH Ta IIEHTPAI30BAHOTO YIIPABIIHHS KUTTEBUM IIUKJIOM BCIX

3aBaHTaXEHUX CLEeH. MeHemKep NATPUMY€E KEUTyBaHHS 3aBaHTAKEHUX CIEH Yy MaM'siTi
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AJI1 IIBUAKOTO IEPEKITIOYCHHSA MIK HUMH 0€3 ITOBTOPHOT'O YUTAHHA 3 TUCKA. Ha PUCYHKY

4.23 mpeACTaBI€HO CTPYKTYPY LILOTO KJIacy.

SceneManager() =

addScene( std: :string istry registry);
getScene( std g& name);

removeScene S string& name);

switchToScene( std::s g& name);
getCurrentScene()

string getCurrentSceneName()

hasScene( std: :string& name)

clearAllScenes(’

std: :unordered map<std::string, std::unique ptr<Scene>> scenes ;
Scene* currentScene = H
std::string currentSceneName_;

Pucynox 4.23 — [Iporpamuuii koj kiacy SceneManager Juisl yIipaBiIiHHS MHOKUHHUMU

ClieHaMU (BUKOHAHO CaMOCTIHO)

Apxitektypa SceneManager 103BoJsi€e €PEKTUBHO KepyBaTH MaM'sTTIO 4epes
BUKOpUCTaHHA std::unique ptr aJi1 aBTOMATHMYHOIO BHBUIBHEHHS PECYpCIB MpHU
BuaaieHH1 cueH. Metoa switchToScene() 3a0e3neuye atomapHe MEPEKITIOYEHHS MiXK
CIlEHAaMHd 3 AaBTOMATHMYHHUM OHOBJICHHSM TIOTOYHOTO KOHTEKCTY pPEHAEpPUHra, IO
3ano0ira€ HEKOPEKTHUM CTaHaM IiJ1 Yac MEePEXO/IiB.

[TepcuctenTHe 30epiraHHs CIIeH pealli3oBaHo dyepe3 cuctemy cepiamizaiii y JSON-
dbopmar, o 3abesnedye yuTaOeNbHICTh KOHITYpalliiHuX (aiiiiB Ta MOMXJIHUBICTh iX
pyuHoro penaryBaHHs. Kiac ScenelLoader BiamoBinae 3a 3aBaHTaXEHHS Ta
Jiecepialiizaliito CieH 3 GpaiioBoi CHCTEMH 3 MATPUMKOIO BaTiIallii CTPYKTYypH JaHUX Ta
00po6ku moMmiiok Gpopmaty. Ha pucyHky 4.24 nmokaszaHo peasizailito boro Kiacy.

Cucrema 3aBaHTaxkeHHss creH i"TerpoBaHa 3  ConfigManager s
[IEHTPATI30BAaHOTO YMOPaBMIHHS KOH(DIirypamiaHumu (daiimamMu Ta 3a0e3leueHHs ix
KeIllyBaHHS y nam'sTi. BukopucTaHHs peecTpailii KOHBEPTEpIB MJis PI3HUX THUIIB

KOMITOHEHTIB JIO3BOJISIE JIETKO PO3IIMPIOBATH MIATPUMKY HOBUX THIIB JaHUX 0e3
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mMoaudikalii OCHOBHOTO KOJy 3aBaHTaxyBada. OOpoOka MOMMIIOK peai3oBaHa Ha

KO)KHOMY €TaIli MpOIeCy 3aBaHTAKEHHS, BiA unTaHHa (aitnry go mapcunary JSON Tta

CTBOpPEHHSI CyTHOCTEH, 10 3a0e3ledye CTIHKICTb CHUCTEMHU O HEKOPEKTHUX BXIJIHUX

naHux. Takuil miaxia rapaHTye, 0 HaBITh Y BUMAJAKY TOMUJIOK 3aBAaHTAXKECHHS OKPEMHX

CIIeH, 3arajbHa (YHKLIIOHAJIBbHICTh CHCTEMHU YMPABIIHHS CIHEHAMH 3aJHUIIAETHCS

pare3/1aTHolo.

if (lco

loadscene( std: :strir S e neMana sceneManager) ;
loadSceneFromFile std:: gPath,

sceneanager,

ring& customSceneName = "");
hath& configPath,
eneManager,
customSceneName) {

LOr: = ¢
onfig(configPath);

vel::Error, "Failed to load e config: " + configPath.string());

config->registerConverter<Transftorm>(&g loadTransform);
config->registerConverter<Camera>(&g loadCamera);
config->registerConverter<Light>(&g loadlLight);

? document["n
ceneManager->add

"

ne JSON: " + configPath.string());

“name")

cene(sceneName, Registry
sceneManager->getScene(sceneName) ;
scene->getEntityRegistry();
cument .HasMember
& entityJson :

‘entities”) && document["entities"].IsArray
document[“en "].GetArray()

Pucynok 4.24 — [Iporpamuuii koz kiacy ScenelLoader juist 3aBaHTaXeHHS CLEH

(BUKOHAHO CaMOCTIHHO)

ScenelLoader BUKOPUCTOBY€E CHCTEMY pEECTpaIlii KOHBEPTEPIB KOMIIOHEHTIB IS

aBToMatu4HOro meperBopeHHss JSON-nanux y BianoBiaHi C++ o0'extu. lled migxina
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3a0e3nedye po3UIMPIOBAHICTh CUCTEMH 3aBaHTAXKEHHS JJIsl HOBUX TUIIIB KOMIIOHEHTIB 0€3
Moauikaiii oCHOBHOro Koay 3aBaHTaxxkyBada. Dyukuis g createEntityFromConfig()
CTBOPIOE CYTHOCTI Ta iX KOMIIOHEHTH Ha OCHOBI JekjapaTuBHOTO omucy y JSON-
dbopmari.

3BOpOTHUH TMporiec cepiamiszailii peanizoBaHWil 4epe3 kimac SceneSaver, sKuid
NIEPETBOPIOE TIOTOYHUI CTaH CIIeHH Yy cTpyKTypoBaHuit JSON-TOKyMEHT 3 TiATPUMKOIO
BEpPCIOHYBaHHS CXE€MU Ta 30epekeHHsAM MeTagaHux cueHd. Cucrema cepiamizaiii
aBTOMATUYHO 00pOOJISIE BCi THUIM KOMIIOHEHTIB, 3apeectpoBani y ECS-peectpi. Ha

PUCYHKY 4.25 MpeACTaBICHO OCHOBHI METOIU I[LOTO KJIACY.

~ I
L

saveScene(Scene

serializeRegist

allocator);

né& transtorm,
mponentvalue,
A allocator);

registry,

cument& document,
r<>& allocator) {

>(entity));

if (model && !model->filePath.empty()) {
entityName = "V " + model->filePath.filename().string();

compenentobject . AddMember (

& transform = re 3 sform>(entity);
serializeTransform(transform, componentObject, allocator);
componentsArray.PushBack (componentObject, allocator);

entityObject.AddMember s", componentsArray, allocator);
entitiesArray.PushBack(entityobject, allocator);
1
J
document . AddMember ("entities"”, entitiesArray, allocator);
a4 |}

Pucynok 4.25 — IIporpamuuii kox kinacy SceneSaver a1 30€pekeHHs ClIeH (BUKOHAHO

CaMOCTIHHO)
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MexaHi3M cepiaiizailii aBTOMaTUYHO TEHEPY€E 3pO3yMill Ha3BU CYTHOCTEH Ha
OCHOBI TXHBOTO CKJIaJy KOMITOHEHTIB, 110 POOUTH (ailin ClieH OibIl YUTaO0eIbHUMHU.
Buxopuctanas RapidJSON rapantye BHCOKY MpOIYKTHBHICTH cepiaiizaiii HaBiTh y
CIIEHAX 13 BEJIMKOIO KUIBKICTIO 00’€KTiB. CTpyKTypOBaHHUW MIAXiA 10 30epexeHHs
KOMITOHEHTIB 3a0e3Meuye MpocTe po3MHUpeHHs GopMary Uis MIATPUMKA HOBUX THIIB
JaHUX.

[HTEerpartiss cucteMu yIpaBliHHS CIieHaMH 3 TpadiyHUM peaaKTOpPOM 3ade3rnedye
1HTYITUBHUH 1HTEpdeiic 1yt poOOTH 31 CLIECHaAMU Yepe3 Bi3yallbHI €JIeMEHTH yIpPaBIiHHS.
Penakrop miaTpuMye aBTOMaTUYHE CKaHyBaHHS JOCTYMHUX (DaiisliB CIIEH, CTBOPEHHS
HOBHX CIIEH 3 TUIIOBUMH HANAINTYBAaHHSIMH Ta IJIaBHE MEPEKIIIOUEHHS MK CIEHAMH 3
ypaxyBaHHSM CTaHY 3aBaHTAKEHHS aCHHXPOHHUX PECYPCIB.

Jlns  3a0e3medyeHHs CTaOUIBHOCTI poOOTH CHCTeMa peajli3ye MEXaHi3M
BIJIKJIQZICHOTO TIEPEKIIIOUEHHS CIIEH Y BHITIKaX, KOJIM MOTOYHA CIIEHA MICTUTh PECYpCH,
IO 3aBAHTAXYIOTbCSI ACUHXpOHHO. lle 3amobirae HEKOPEKTHHM CTaHaM i Yac
nepexoAiB Ta 3a0e3neyye UUIICHICTh JaHUX CHUCTEMH peHaepuHra. J{ogaTkoBo
BIIPOBA/PKEHO CHCTEMY aBTOMATHYHOIO 30€pEKE€HHA 3MIH CIEHU 3 BIJOOpaXKEHHSIM
porpecy Ta pe3yJIbTaTiB oneparlii yepe3 KOpucTyBallbKuil iHTepdeiic.

Po3pobsieHa cucremMa ynpaBiiHHS CLeHaMU 3a0e3ledye THYYKY OpraHi3allito
ckiaaaHux 3D-cepenoBulll, epeKTUBHE BUKOPUCTAHHS MaM'ATi 4yepe3 KellyBaHHS Ta
BIJIKJIaJICHE 3aBAaHTAXXCHHS PECYPCiB, a TAKOX 3pY4HI IHCTPYMEHTH JUIsl AU3aidHEpiB Ta

PO3pOOHUKIB AJI1 CTBOPEHHS Ta MOAM(]iKallii IrpOBUX PIBHIB Ta IE€MOHCTPAL[INHUX CIIECH.
4.7 Cuctema IHTETPOBAHOTO pelaKTopa

Po3po06ka iHcTpyMeHTapiro [Js Bi3yaJbHOTO CTBOPEHHS Ta penaryBanHs 3D-crieH
notpeOyBana BIPOBAIKCHHS KOMIUIEKCHOI CHCTEMH IHTETPOBAHOTO DPEIAKTOpa, sKa
3a0e3nedye 1HTYITUBHUN 1HTepdenc mis poOOTH 3 PI3HOMAHITHUMH €JIeMEHTaMHU
BipTyaJapHOrO cepenoBuina. Cucrema pegakTopa moOyjoBaHAa HAa NPUHIUIN TICHOT
iHTerpamii 3 apxiTeKTypol pEHIEepUHTa Ta BUKOpPUCTOBye 016mioTexky ImGui nmms
CTBOPEHHSI Cy4aCHOT'0 KOPUCTYBALIbKOTO 1HTEepdericy 3 miarpumkoro docking-cucrtemu ta

0araToBIKOHHOTO PEXUMY.
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ApXITEeKTypHE pillleHHsI 0a3yeThCs Ha CTBOpPEeHH1 enuHoro kinacy Editor, sxuii
KOOpIHUHY€E poOOTY BCIX IMICHCTEM pelaryBaHHs Ta 3a0e31edye B3a€MOII0 MK PI3HUMHA
KOMIIOHEHTaMu 4epe3 natepH Service Locator. Lleit migxin 103BOsIE IEHTPATI30BaHO
YOPaBISATH CTAaHOM PEIAKTOpa, 3a0e3MEYNTH KOHCHCTEHTHICTh JAaHUX MDK PI3HUMH
nmaHeasIMu 1HTep(deiicy Ta CHpPOCTUTH TMPOIEC JOJaBaHHS HOBHUX (YHKI[IOHATHHUX
MO>KJIMBOCTEH 6€3 MOPYIICHHS ICHYI0Y01 apXiTeKTypH CUCTEMH.

Kinac Editor iHKamcystoe BCIO JIOTIKY BI3yaJlbHOTO peJlaryBaHHs, BKJIIOYAIOUd
yIpaBIiHHSA viewport'oM JuIsl BiToOpaXeHHsI pe3ybTaTiB PEHIIEPUHTA, CHCTEMY giZmOo
JUIS BI3yalibHOI TpaHcdopMallii 00'€KTiB, maHe i iIHCIIEKTopa BIACTUBOCTEH CYTHOCTEH Ta
MEHEJKEP CLEH 3 MIATPUMKOIO CTBOPEHHS, 3aBaHTAXEHHS Ta 30€peKEeHHS KOH(DITypariiii.
InTerpamis 3 cucremotro Render Hardware Interface 3aGesneuye kpocmiaTdhopmHy
CYMICHICTh pemakTopa 3 pizHuMH Tpadiunumu APl 6e3 HeoOXimHOCTI Moaudikarlii

iHTepdeiicHoro koay. Ha pucynky 4.26 npeacTaBieHO CTPYKTYPY LIbOTO KJiacy.

window,
renderingApi,
device,
es* frameResources);
context);
getRenderpParams () { return m_renderParams; }
height);

renderMainMenu();

renderPerformanceWindow

renderViewportiWindow(g erer: :RenderContext& context);
renderModeSelection

renderSceneHierarchyWindo

renderInspectorWind

renderG ( Di& viewportsize, Vec2& viewportPos);
handleGiz nput(

handleEntitySelection(entt: / entity);

addpirectionalLight()

addPointLight();

addspotLight();

removeSelectedEntity();

createModelEntity( std::fil : :path& modelPath, Transform& transform);
saveCurrentScene_();

switchToScene_( std: :string& sceneName);

r::RenderSettings m renderParams;
m_showSaveNotification = B
ElapsedTime m notificationTimer;
FrameTime m_sceneSaveTimer;

Pucynox 4.26 — [Iporpamuuii kox kiacy Editor inTerpoBaHoro pegakropa (BUKOHAHO

CaMOCTIiITHO)
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Merton initialize() HalamIToOBYy€e 1HTErpaiilo 3 TpadiyHOIO MIJICHCTEMOIO Yepes
ctBopeHHs1 KOHTeKCTY ImGuiRHIContext, sikuit abcTparye crnemu@iuHi 0COOIMBOCTI
pobotu 3 pizHumu rpadiunumu API. Tlapametp renderingApi 103BoJIsi€ aganTyBaTh
MOBEAIHKY peaKkTopa IiJl KOHKPETHUM OeKeH ] peHEpUHTa, 3a0e3MeUy0Yl ONTUMAJIbHY
MPOAYKTHBHICTH Ta CTA0LIBHICTH POOOTH Ha pi3HUX MIaTdopMax. [Himiamizaiis cucreMu
gizmo dyepe3 ImGuizmo::SetlImGuiContext() 3a0e3nedye NpaBUIbHY B3aEMOMII0 3
koHTekcToM ImGui 1151 Bi3yanbHOTO pellaryBaHHs TpaHcpopMalliid 00'€KTIB.

[leHTpanpbHUM eIeMEHTOM POOOTH peaakTopa € meton render(), SKUH KOOPAUHYE
B1JIOOpakeHHs BCIX IMaHeNe iHTepdeiicy Ta 3abe3reuye CUHXPOHI3AII0 MK PI3HUMH
KOMIIOHEHTaMU CHCTEMH. APXITEKTypa METOAy NoOyAoBaHa HA MPUHLHUII KOMIO3UIII
okpemMux (QYHKIIN peHJepuHra, IO JO03BOJIS€ JIETKO J0JaBaTH HOBI MaHenl abo
MOIU(IKyBaTH ICHYI0OU1 O€3 BIUIMBY Ha 3arajibHy CTPYKTYpPY CUCTEMHU.

Cuctema gizmo peasli3oBaHa uepe3 iHTerpaiito 3 6106morexoro ImGuizmo Ta
3a0e3mnedye Bi3yallbHE pelnaryBaHHs TpaHcopMaliiii 00'eKTiB 0€3M0CEePEeIHbO Y
viewport'l. ApxiTeKTypa MIATPUMY€E pI3HI pexUMHU TpaHchopmallli - NepeMilleHHS,
oOepTaHHs Ta MacluTaOyBaHHS, 3 MOXJMBICTIO TMEPEKIIOYEHHS MIX CBITOBUMH Ta
JOKaJIbHUMU KoopauHaTtaMu. OcoOIMBY yBary NmpuaiIeHO oOpoOlll CrenialbHUX THUIIIB
CYTHOCTEH, TaKMX SK JDKEpela OCBITIEHHS, I SKUX TOCTYIHI JIMIIE TEBHI THUIU
TpaHchopMaIliil BIAMOBIAHO 10 iX (HI3UYHOI IPUPOIH.

[HcekTop BiacTHBOCTEM 3abe3mneuye JAeTalbHE peAaryBaHHsS IapaMeTpiB
BUOpaHUX CYTHOCTEW uepe3 NMHaMIYHO T'€HEepOBaHUU 1HTepdelc, SKU aBTOMaTUYHO
a/IaNTy€eThCs 10 CKIIaAy KOMIIOHEHTIB cyTHOCTI. CcTeMa BUKOPUCTOBYE MaTepH Strategy
Uist OOpOOKM pI3HUX THUMIB KOMIIOHEHTIB, IO JO3BOJISIE JIETKO PO3IIUPIOBATH
(YHKIIOHATBHICTh IHCIIEKTOpPA JJIi HOBUX THUMIB JaHUX 0e3 Moaudikaiii OCHOBHOTO
KOZY.

MeHeKMEHT CIieH IHTErpOBaHWM 3 CHCTEMOIO ACHHXPOHHOTO 3aBaHTaKCHHS
pecypciB Ta 3abe3nedye O6e3neyHe MepeKIFOUCHHS] MK CIICHAMH 3 YpaxXyBaHHSIM CTaHy
3aBaHTOKEHHS  Mojeneil.  MexaHi3M  BIAKJIAQAEHOTO  TMEPEKIIOYCHHS  4Yepe3
m_pendingSceneSwitch 3ano6irac HEKOPEKTHUM CTaHAM CUCTEMH IT1]] Yac 3aBaHTaKEHHS

PECYpCIB Ta rapaHTye€ IUTICHICTh JAHUX MPHU MEPEX0IaxX MIXK CIIECHAMHU.
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Cucrema HOTH(IKAIIM BUKOPUCTOBYE TaMMeEpH MJisd BiAOOpa)kKeHHsI pe3yJIbTaTiB
omeparliii KOpHUCTyBadeBl 3 IOCTYIIOBUM 3racaHHsSM TMoBigoMieHb. lle 3abesmeuye
HelHBa3uBHE 1H(GOPMYBaHHS MPO BUKOHAHHS i 0€3 mepeBaHTaXeHHS 1HTepdeiicy Ta
JI03BOJISIE KOPUCTYBAYEBl MPOJIOBKYBATH POOOTY, OTPUMYIOUU TPHU IILOMY HEOOXITHY
3BOPOTHY 1H(OPMAIIIIO PO CTaH CHCTEMH.

[HTErpaliis 3 CUCTEMOIO BBOJIY peali3oBaHa uepe3 MIAMUCKY Ha MOAll KiIaBlaTypu
Ta MU, 110 JO3BOJISIE 3a0€3MEeYUTH IMIBUAKUN JOCTYI JO YaCTO BUKOPHUCTOBYBAHHX
¢yHkIiil yepe3 knaBiaTypHi komOiHarii. CucTeMa KOHTEKCTIB BBOJY aBTOMAaTHUHO
NEPEKITIOYAETHCS MK ITPOBUM PEKUMOM Ta PEKUMOM PEIaKTopa 3aJeKHO Bl POKYyCy
1HTEepdeicy, mo 3ano0irae KOHQIKTaM MK PI3HUMH 00pOOHUKAMH MOI1H.

ApxiTekTypa oOnacti mneperysiny (viewport) 3a0esneuye  BiIOOpa’keHHS
pe3yibTaTiB peHJIepUHTa Oe3MocepelHb0 B MaHENl pelakTopa 4Yepe3 IHTerpaiir 3 -
1apoM Ta aBTOMaTUYHE YIPABIIIHHS PO3MIpAMH TEKCTYP BIAMOBIIHO A0 PO3MIPIB MAHEMI.
Cucrema miaITpuMy€e JUHAMIYHE 3MiHA PO3MIPIB 00JIaCTI MEPETIsiay 3 aBTOMATHUYHUM
OHOBJICHHSM  BIANOBIIHUX TpadiuHUX pecypciB, MmO 3a0e3neuye e(eKTuBHE
BUKOPUCTAHHA MMaM'sIT1 Ta ONTUMAJIbHY SIKICTh B1IOOPa’KEHHS.

Po3pobiiennii 1HTErpoBaHU PEeIaKTOP 3HAYHO MPHUCKOPIOE MPOIIEC CTBOPEHHS Ta
HajarokeHHs: 3D-ciieH, 3a0e3neuyrodd 1HTYiTUBHUM 1HTepdeic s podboTtu 3
CKJIQJIHUMHU BIPTyaJbHUMH cepenoBuiiaMu. MolysibHa apXITEKTypa CUCTEMH JO3BOJISE
JIETKO PO3IIMPIOBATH (PYHKI[IOHAIBHICTh peJaKkTopa J0/IaBaHHS HOBUX 1HCTPYMEHTIB Ta
MaHesed, a 1HTerpauis 3 CUCTEMOI0 PEeHJAEpUHra 3ade3leuye peasi3M MNOoNepeaHbOro

neperisiay pe3yiabTaTiB y peaJbHOMY Yaci.
4.8 Cucrema koHbIryparii

Po3poOka THy4ykoi cucTeMu KOH(DIrypaiii € KpUTHYHO Ba)XJIMBUM aCIEKTOM
nporpamHoi cuctemu MyiabTU-APl  gms  3D-penpepinra, OCKUIBKH — JJO3BOJISIE
HaJAIITOBYBATU Pi3HI MapaMeTpu cUcTeMu 0€3 HEoOX1THOCTI MePEKOMIUIAIIT TPOCKTY.
Cucrema koH(iryparii 3a0esneuye MOXIIMBICTh JUHAMIYHOI 3MIHH IapaMeTpiB
pEeHAEepUHra, peKUMY pOOOTH 3aCTOCYHKY, HaJallITyBaHb KaMEpPHU Ta IHIIUX BaXJIUBUX

napameTpiB CUCTEMHU Mijl 4aC BUKOHAHHS MPOTPaAMHU.
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ApxiTekTypa cuctemMu KoHdirypailii 6a3yeTbcs Ha BukopuctanHi JSON daiinis
11 30epiraHHs HaJlalITyBaHb, 110 3a0e3Mmeuye YuTa0eNbHICTh Ta IPOCTOTY pearyBaHHs
napameTpiB. OCHOBHUMH KOMIIOHeHTamu cuctemu € kiac Config mis pobotu 3
OKpeMuUMHU KoH(pirypamiinumu ¢aitnamu, ConfigManager ais I1eHTpali30BaHOTO
YVOpaBIiHHA MHOXHHOIO KOHGIrypamiii Ta RuntimeSettings nmns rimoOanbHHX
HaJIallITyBaHb CUCTEMHU.

IleHTpalbHUM €JEeMEHTOM CHUCTeMH € KoHpirypamiiHuii Qaitn HajzamTyBaHb
pyIIisi, SSIKAA J03BOJISIE 3MIHIOBATH KIIIOUOBI MapaMeTpu podotu cuctemu. Lleit daiin
MICTUTh OCHOBHI HajamTyBaHHs 1Jsi BuOopy APl penaepunra, pexumy poOoTU
3aCTOCYHKY Ta CBITOBOi cucTeMu KoopauHaT. Ha pucynky 4.27 mokazaHO NpUKIaj

Takoro KoHpirypartiiitHoro ¢aity.

"renderingapi”: “dx12",

"applicationMode™: "editor”

4 |}

Pucynok 4.27 — Kondirypatiitnuii ¢aiin HanamTyBaHb pyIisi (BUKOHaHO CaMOCTIMHO)

Haenenunii koHbirypaniiauii ¢aiia 1eMOHCTPYE OCHOBHI MOKJIUBOCTI CHCTEMHU
I0JI0 HAJIAIITYBaHHS KPUTHUYHO BAXKIMBUX aCIEKTIiB poOoTu mporpamu. Ilapamerp
«renderingApi» 103Bossie BuOupaT Mix pizHumu API pernepunra, Takumu sk DirectX
12 a6o Vulkan, 6e3 HeoOXigHOCTI mnepexkoMnuIsNii mpoekty. lleit mapamerp €
HEHTPAIbHUM 1 MyJIbTU-API apxiTekTypu cUCTEMH, OCKITbKM BU3HAUA€, IKUN caMe
peHaepuHr OeKeH ] Oy/ie BUKOPUCTOBYBATHCS TI1/1 YaC BUKOHAHHSI MPOTPAMHU.

HanamryBanus «applicationMode» 3a0e3nedye nepeMUKaHHS MK pPEKUMAMU
pOOOTH 3aCTOCYHKY, L0 JJO3BOJISIE BAKOPUCTOBYBATH OJIHY 1 TY K 301pKY MPOEKTY 5K IJIs
PO3pOOKH y penaKTopi, Tak 1 sl PpiHAIBHOTO MPOAYKTy. Pexum «editor» akTuBye
JOATKOBUM (PYHKIIOHAT JJIsI PO3POOKHU, BKIIFOYAIOUM IHCTPYMEHTH HAJIarOKCHHS Ta
BI3yaJIbHUI PEIaKTOP CIIEHH, TOJI K PEKUM «game» ONTUMI3y€e poOOTy IJis KIHIIEBOTO

KOpHUCTyBaua.
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Peanmizaniss cucremu KoH(irypaili BHUKOPHUCTOBYE THUIIOOE3MEUHMM MiaXia 13
3acTocyBaHHSM I1a0aoHIB C++ Ta KOHIENTIB s 3a0€3MeUeHHsT KOPEKTHOCTI THIIB ITi]T
gac KOMMUIAIIl. ACHHXpPOHHE 3aBaHTOXCHHS KOHQITypariii peaai3oBaHO s
MiABUIICHHS TPOAYKTUBHOCTI CHCTEMH, IO JO3BOJIAE HE OJIOKYBAaTH OCHOBHHM MOTIK
BUKOHAHHS 1] Yac YMTaHHS (ailiiB 3 TUCKa.

IlepeBarn  po3poOieHOT cHUCTeMH KOH(QIrypamii BKIOYAIOTh  IIBUJKICTH
EKCIIEPUMEHTYBaHHSI 3 PI3HUMH HaJAIITyBaHHSIMH, MOXIIUBICTH CTBOPEHHS PI3HHX
npodiniB KoHDIrypariit it pi3sHUX CLieHapiiB BUKOPUCTAHHSA, IPOCTOTY HAJIAroXKEHHS
yepe3 3po3yMutuit popmatr JSON Ta rHYUKICTh pO3IIMPEHHS Yepe3 J0JaBaHHS HOBUX

napameTpiB KoH(pIirypaiii 0e3 3MIHA KOJIy POTPaMHU.
4.9 Apxitektypa Entity Component System

Jlst opranizariii irpoBux 00'€KTiB Ta iX B3a€MOJii B MpOTrpaMHii cucteMi OyJo
MPUIHATO PINIEHHS MPO BUKOPUCTaHHS apxiTekrypHoro marepHy Entity Component
System, sikuii 3a0e3meuye BUCOKY THYUKICTh Y CTBOPEHHI CKJIQJIHUX ITPOBUX CYTHOCTEH
Ta e(pEeKTHUBHE YIPABIIHHSI BEJIMKOI KIUIbKICTIO 00'ekTiB y 3D-crenax. Ilel miaxin
BUpilIye (GyHAaAMEHTaJbHI MPOOJIEMH TPAIULINHOI 00'€KTHO-OPIEHTOBAHOI 1€papXii
KJIaciB, TakKi SK JKOPCTKA 3B'S3aHICTh KOMIIOHEHTIB, CKJIAIHICTh MHOXXWHHOTO
HACJIITyBaHHS Ta OOMEXKEHHS y KOMITO3UIIiT TOBEIIHKU 00'€KTIB.

Apxitektypa Entity Component System 0a3yeTbcs Ha TpPhOX OCHOBHHX
KoHIIenisx: cyTHocTi (Entity) sik yHikanpH1 1I€HTH(IKATOPH 00'€KTIB, KOMIIOHEHTH
(Component) sik KOHTeWHEpH JaHUX O€3 JIOTiKU, Ta cucTeMu (System) sik 0OpOOHUKH
JIOTIKH, 110 TPAIIOI0Th 3 TPylNaMu KOMMOHEHTIB. Takuil mojin 3abe3neuye MpUHIIHIT
Separation of Concerns Ha piBHI apXiTEKTypu JIOJATKY, JO3BOJISIOUM HE3aJIEKHO
PO3BUBATH JIaH1 Ta JOTIKY iX 00OpOOKH.

Peanizanis Entity Component System y cucremi cipaethbest Ha 616miotexy EnTT,
sKa 3a0e3Medy€e BUCOKONMPOAYKTUBHE YIIPABIIHHS CYTHOCTSMH Ta KOMIIOHEHTaMH 4epe3
ONTHUMI30BaHI CTPYKTypu AaHux Ta cache-friendly anropurmu o6xony. LlenTpansHumu
eJleMeHTaMu apxiTeKTypu € Tun Entity sik mceBmoHiM aiis entt::ientity Ta Registry sk

MICEBJIOHIM JIs entt::registry, 110 abcTparyroTh KOHKpeTHY peanizaiito Entity Component
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System Ta 3a0e31e4yr0Th MOXKJIUBICTh MaOyTHIX 3MiH 0e3 mopyiieHHs iHTepdericy. Ha

pucyHKy 4.28 moka3zaHo 0a30Bi TUIIN CUCTEMHU.

using

T

Pucynok 4.28 — I[Iporpamuuii kox 6a3zoBux tumiB Entity Component System (BUKOHaHO

CaMOCTIHHO)

KomrmoneHTy B cucTeMi npecTaBieH1 sIK IPOCTI CTPYKTYPH JTaHUX 0€3 JIOT1KH, 110
IHKAnCymioTh  creuudiydi  acrekTu irpoBux o00'ektiB. Kommonent Transform
BI/IMOBIJIa€ 3a MPOCTOPOBE MO3UIIOHYBAaHHS 00'€KTIB Y TpUBUMIpHOMY pocTopi, Camera
BHU3HAYa€ MapaMeTpu Bizyamizamii cieHd, Light iHKamncyltoe BIACTUBOCTI JKEpel
ocBiTiieHHs, a RenderModel* wictuth mnocunanHs Ha TpadiuHi pecypcu s
BiloOpaxkeHHs. Takuit miaxiy 3abe3nedye MaKCUMallbHY THYYKICTh Y CTBOPEHHI
pI3HOMaHITHMX KOMOIHamii BiactTuBocTel 00'ekTiB. Ha pucynky 4.29 mpeacrapiieHo
MPUKJIAIN OCHOBHUX KOMIIOHCHTIB CUCTEMH.

BaxxnuBoro 0co0IMBICTIO peai3allii KOMIIOHEHTIB € BUKOPUCTaHHS (hJiariB CTaHy,
Takux sK isDirty, siki J03BOJSIOTH CUCTEMaM €()EKTUBHO BIJICTEXKYBaTH 3MIHM Ta
BUKOHYBAaTH OHOBJICHHS JIUIIIE 32 HEOOX1THOCTI. [le 3HaYHO ONTHUMI3y€ TPOTYKTUBHICTh
CHUCTEMH, OCOOJMBO y CIICHAX 3 BEJIMKOI KUIBKICTIO CTAaTHYHUX OO'€KTIB, SIKI HE
NoTpeOyIOTh MOCTIHHOTO NEpepaxyHKy MaTpullb TpaHchopmamiii abo mapaMerpiB
ocBiTIIcHHs. KOMIIOHEHTH TakoXX BKIOUYarOTh (uar enabled s auHAMIYHOTO
BKJIFOUECHHSI Ta BUKIIIOUEHHS (DYHKITIOHAILHOCTI 0€3 BUIaJICHHS! KOMITIOHEHTA 3 CyTHOCTI.
Taka apxiTektypa 3a0e3neuye cache-friendly opranizariito JaHUX, OCKIIbKH KOMIIOHEHTH
OTHOTO THUIy 30epiraloTbcs B CYMDKHUX OOJIacTAX maMm'sTi, M0 TMOKpaIlye

IPOIYKTUBHICTh CUCTEM MPU 00pOoOIIl BEIUKUX HAOOPIB CyTHOCTEH.
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Transtorm {

1: :Vector3Df rotation;
1: :Vector3Df scale = math::Vector3Df(1.6f,
isDirty = g

Camera {
CameraType type;
fov;
nearClip;
farclip;
width;
height;

Light {
math: :vector3Df color;
intensity;
isDirty =
enabled =
22}

Pucynox 4.29 — [Iporpamuuii ko npukiiajiiB komnoneHtiB ECS (BUkoHaHO

CaMOCTIMHO)

Cucremu B apxitektypi Entity Component System peamnizyloTh BCIO JIOTIKY
00poOKM KOMIIOHEHTIB Ta B3aeMolli Mk HUMU. bazoBuii inTepdelic [UpdatableSystem
BHU3HAYA€ KOHTPAKT JIJIi CHUCTEM, IO MOTPEOYIOTH PEryJsipHOTO OHOBJIIEHHS KOXKHOTO
Kazpy, 3a0e3neuyroun yHI(hIKOBAaHUN MIAX1A 0 YIPABIIHHS KUTTEBUM ILHUKJIOM BCIX
CUCTEM y nmoaaTky. Meton update mpuiiMae TIOCHJIAHHS Ha CIICHY Ta Yac, 10 MUHYB 3
MONEePEAHBOTO KaJIPy, IO JIO3BOJISIE CHCTEMaM 3/1HCHIOBATH YacO3aJIe)KHI OOYHMCIICHHS.

Ha pucynky 4.30 nmoka3zaHo cTpykTypy 0a30BOro iHTepdeiicy cuctem.

Tupdatabl

~IUpdatableSystem() =

deltaTime) = @;

Pucynox 4.30 — [Iporpamuuii ko 6a3oBoro iHTepdeiicy cucrem ECS (BukoHano

CaMOCTIiITHO)
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KonkpeTHi peanizaiiii cucteM JeMOHCTPYIOTh 3pY4YHICTh JAHOTO apXiTEKTYpPHOTO
MiAX0Ay uepe3 BUKOpUCTaHHS view-MexaHismy EnTT nns epexTuBHOro OTpuMaHHS
CYTHOCTEW 3 MOTpiOHMMH KoMmoHeHTamu. MovementSystem o0po6iisie mepeMilieHHs
00'ekTiB Ha OCHOBI KoMIoOHEHTIB Movement Ta Transform, LightSystem 36upae
iHhopMaIlil0 TPO JKepelia OCBITJIICHHA Ta MIATOTOBIIOE JaHi ISl IIeWaepiB, a
CameraSystem OHOBIIFOE MaTpPHIIi BUIY Ta MPOEKIii 1yt kamep. KoxkHa cucrema mpargoe
HE3aJIeKHO BiJl 1HIINX, IO 3a0e3Medy€e MOAYIBHICTh Ta CIPOIILY€E TECTYBaHHS OKPEMHX
acniekTiB ¢yHKIioHanpHOCTI. Ha pucynky 4.31 mpencrtaBieHO NpUKIAL peaizarlii

CHUCTEeMH OOpPOOKH PyXy 00'€KTIB.

ient {
math: :vector3Df direction;

strength;

I3

MovementSystem: :update(s e* scene, deltaTime) {
Registry& registry = scene->getEntityRegist 5
view = registry.view<Transform, Movement
for ( entity : view) [{
& transform = view.get<Transform>(entity);
& movement = view.get<Movement>(entity);
transtorm.translation += movement.direction * movement.strength * deltaTime;
movement = Movement{};

Pucynok 4.31 — [Iporpamuuii ko cucTeMu 0OpOOKH pyXy 00'€KTiB (BUKOHAHO

CaMOCTIHHO)

Koopaunamiro poOoTu BCix cucTeM 3iiicHIOe kiac SystemManager, skuii
BUKOpucTOBYe marepH Composite s yIpaBIiHHS KOJEKIIEI0 CHUCTEM SIK €IUHUM
o0'ektoM. MeHemxkep 3a0e3nedye IeHTpaldi3oBaHe JOJaBaHHS CHUCTEM 4Yepe3 METOJ
addSystem, oTpuMaHHS TMOCWJIaHh Ha KOHKPETHI CHCTEMH 4Yepe3 MAOJIOHHUN METO.
getSystem Ta BUKOHAHHS ITMKJITY OHOBJIIEHHS BCiX cucTeM depe3 Merona updateSystems.
Buxopucranns std::unique ptr ayis 30epiraHasi CHCTEM TapaHTye MPaBUIbLHE YIIPABIIHHS
MaM'sTTI0 Ta aBTOMATHYHE BHBUILHEHHS PECYpCIB TPH 3HUIIEHHI MeHemxepa. Ha

pucyHky 4.32 mokaszaHo peani3aliio MEHeIKepa CUCTEM.
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addsystem(std: :unique ptr<IUpc em> system);

< >
getSystem() {
for & system : m_systems
T* typedsystem = <T*>(system.get());
if (typedSystem) {
return typedsSystem;
¥

return

updateSystems(Scene® scene, deltaTime) {
for & system : m systems
system->update(scene, deltaTime);

Pucynox 4.32 — [Iporpamuuit kog meHemxkepa cucteM ECS (BUKOHAHO CaMOCTINHO)

PeanizoBana apxitekrypa Entity Component System 3abe3nedye BHCOKY
MPOJYKTUBHICTH 3aBIskH cache-friendly anropurmam 06Xoay KOMIIOHEHTIB, THYUKICTb Y
CTBOPEHHI  CKJAJHUX IrpOBUX OO0'€KTIB uepe3 KOMIIO3UIII0  KOMIIOHEHTIB,
MacmTabOBaHICTh CHCTEMH JJIsi OOpOOKH BEITUKOI KiJTbKOCTI CYyTHOCTEN Ta CIPOIIEHHS
MPOIECy PO3POOKU Yepe3 YITKE PO3JICHHS JAaHUX Ta JIOTIKU. APXITEKTypa J03BOJISE
JIETKO JI0JIaBaTH HOB1 THITM KOMITOHEHTIB Ta CHCTeM 0e3 MoaudiKallii ICHyI04oro Koy,
mo 3a0e3neuye JOBrOCTPOKOBY MIATPUMYBAHICTh Ta PO3MIMPIOBAHICTH cuctemMu 3D-

pEeHICpUHTA.
4.10 Cucrema 3aBaHTaXEHHS PeCypcCiB uepe3 iHTepdeiicu

Po3pobka cyuacHux rpadiyHUX [OAATKIB NOTpeOye MIATPUMKUA HIMPOKOIrO
cnektpy hopmatis daiinis aia 3D-moaeneit, Teketyp Ta matepiainis. Koxen popmar mae
CBOi OCOOJMBOCTI Ta BHMara€ BHKOPHCTaHHS CICIIalli30BaHUX O10J10TeK JIs
3aBaHTaXeHHS Ta 0OpoOku maHux. Jlyis BupilmieHHA wi€i mpoOiemMu Oyino TPUIHATO

pIIIIEHHS! TIPO CTBOPEHHS THYYKOI CUCTEMU 3aBaHTAKEHHS PECYpCIB, sika 0a3yeThCs Ha



76

a0cTpakTHHX iHTepdeiicax Ta 103BOJISIE JIETKO 10JaBaTH MiATPUMKY HOBUX (hopMmartiB 6e3
Moaudikamii ICHYF04OTr0 KOy .

APpXITEKTypHE pIILIEHHS CIUPAEThCS Ha MOeHAHHS naTtepHiB Abstract Factory Ta
Strategy, 1m0 3abe3neyye MOXKIUBICTb JUHAMIYHOTO BHOOPY  BIJIMOBITHOTO
3aBaHTa)KyBauya Ha OCHOBI Tuiy ¢ainy Ta iioro po3mmpeHHs. Cuctema nmoOynoBaHa
HABKOJIO TPbOX OCHOBHUX aOCTpakTHUX 1HTep(deiciB, KOXKEH 3 SKUX BIJMOBIJAE 3a
KOHKpeTHuM Tuml pecypciB. Iatepderic [IModelLoader 3abesneuye 3aBaHTa)KEHHS
reoMerpuuHux aanux moxaeneit y CPU-mam'ate, IRenderModelLoader ctBoproe GPU-
pecypcu misa penaepunra, a IMaterialLoader 06po6:sie iHbopMaliiro mpo Matepiaid Ta
iX BJIaCTUBOCTI.

bazoBuii iHTepdeiic 111 3aBaHTaKEHHS MOJICNICH BU3HAYAE €TUHUM KOHTPAKT JIJIs
BCIX MOKJIMBUX peajii3ailiil, He3aJIeXKHO BiJl BAKOPUCTOBYBaHO1 0610110TeKn abo dhopmary
¢ainy. Lleit miaxig rapantye KOHCUCTEHTHICTh API Ta cmpomrye mponec iHTerparii
HOBUX 3aBaHTaXyBayiB y cucremy. Ha pucynky 4.33 mnpeactaBieHO CTPYKTYpY

OCHOBHOTO 1HTep(deNCcy Il 3aBaHTAXKEHHS MOJCIIEH.

ellLoader {

~IModelLoade

std: :unic

Pucynox 4.33 — [Iporpamuuii ko 60a3oBoro iHTepdeiicy IModelLoader s

3aBaHTaXEHHS MojieJiel (BUKOHAHO CaMOCTIIHO)

IIpocToTa iHTEpdeticy 3abe3mnedye JIETKICTh HOTO IMIIEMEHTAIlli JJIsS Pi3HUX
010T10TeK, MPU IILOMY MPUXOBYIOUH BC1 JIeTajl pealtizallii BiJl KJIIIEHTChKOTo Koay. Meros
loadModel mnpuiimae nuisix n0 ¢aiiay Ta MOBEpPTaE YHIKAIbHUM BKa3iBHUK Ha
3aBaHTAXEHY MOJIENb, IO TapaHTY€ MPaBWIbHE YNPABIIHHS TaM'TTIO Ta JO3BOJIIE
nepeaBaT BIACHICTh 00'€KTa MK pI3HUMH KOMIIOHEHTAMH CUCTEMH.

Hnst minrpumku GPU-opieHTOBaHOTO pEHIEpUHTa CHUCTEMA BKIIOUAE OKPEMHIA
inTepdeiic IRenderModelLoader, sikuit Binmosiiae 3a CTBOpEeHHsI rpadiyHUX PECYPCIB Ta

ix omtumizaiio s KoHkpeTtHoro API penaepunra. Ilei miaxin m03BoJisi€ pO3IUIATH



77

JIOT1IKy OOpOOKM reoMeTpuyHuX aaHux Ta cTBOopeHHs GPU-pecypciB, 1m0 MiABUIILYE

THYYKICTh apxiTekTypu. Ha pucynky 4.34 mokazaHo CTPYKTYypy IIbOTO iHTEp]eiicy.

1 ~IRenderModelLoader() Fault;

std: :unique_ptr< 1> loédRenderModel{ 1: :path& filepath,
outModel = std::nullc

Pucynok 4.34 — [Iporpamuuii ko intepdeiicy IRenderModelLoader ans ctBopeHHs

GPU-pecypciB (BUKOHAHO CaMOCTIHHO)

[Tapamerp outModel nosBomsie orpumatu CPU-Bepcito mozem pazom 3 GPU-
pecypcaMu, 1O MOXe OyTH KOPHUCHO [UIsl ONEpaliil, sIKi HOTpeOYyIOTh JOCTYIY 0
OpUTIHAJIBHUX T€OMETPUYHUX AaHUX. Bukopucrtanus std::optional 3abe3meuye rHy4KicTh
y Bunajakax, koiu CPU-mani He mOTpiOHi.

ApXITEKTypa Ha OCHOBI IHTEp(EICIB 3a0e3Meuy€e BUHATKOBOIO THYYKICTIO CHCTEMH
3aBaHTaKEHHS PECYPCIB, I03BOJISIOUN OJHOYACHO MIATPUMYBATH MHOKHHHI 010J110TEKH
1U1sl poOOoTH 3 oHAKOBUMU (popmaTamu ¢aiiiis. Lle pimmenHs oco0auBo Baxiuse 11t 3D-
pEeHAEpUHTa, OCKUJIBKH Pi3HI 010110TEKH MOKYTh MaTH CIIELIM(I4YHI TepeBar Jjsl IEBHUX
TUIIB Mojelie abo cleHapiiB BHUKOpUCTaHHA. PO3pOOHWUKM MOXKYTh JIETKO
EKCIIEpUMEHTYBAaTH 3  aJIbTEPHATUBHUMHU  peai3alliiMd  3aBaHTaXXyBadiB  0e3
HEeoOX1MHOCTI Moaudikarmii KIIEHTCHKOIO KOOy, IO 3HAYHO TPHCKOPIOE IIPOIIEC
onTUMi3allii Ta HaJlaro/KEHHs. Taka MOJYJBbHICTh TaKOX JI03BOJISIE CTBOPIOBATH
crenliagizoBaHl 301pKU MPOEKTY 3 MIATPUMKOIO JiMie HeoOXigHuX ¢opmariB (aiis,
3MEHIIYIOUU PO3MIp (PIHATHHOTO BUKOHYBAHOTO (haiiy.

Konkpetni peanizauii iHTep(deEiciB I€MOHCTPYIOTh MOKIMBOCTI CUCTEMHU IIOJO
niaTpuMku  pizHuXx QopmariB  ¢aini. Kiac AssimpModelLoader BukopucrtoBye
016mi0TeKy Assimp IS 3aBaHTaXXEHHS IMMPOKOTO criekTpy 3D-dopmariB, BKItOUAOUN
OBJ, FBX Ta in11 nomysisipHi ¢popmatu. Peanizaniis iHKarcyatoe BCi AeTall B3aeMOI 3
Assimp Ta mepeTBOpro€ gaHi y BHyTpimHIN dopmar cucremu. Ha pucynky 4.35

pecTaBlieHo parMeHT peanizallli HbOro Kiacy.



std::unique ptr« ] i std::fi em: :path& filePath)
scenePtr ne
if (!scenePtr
return

aiScene* scene = scenePtr.get
model = std: :make_unique<Mo

model->filePath = filePath;
meshManager = 0C
if (ImeshManager
G ( t:rlog(L

3

model - >meshes. reserve(scene->mNumMeshes) ;
for i =0; i < scene->mNumMeshes; ++i
aiMesh* ai mesh = scene->mMeshes[i];
mesh = processMesh(ai_mesh);
Mesh* meshPtr = meshManager->addMesh(std::move(mesh), filePath);
model - >meshes.push_back(meshPtr);

return model;

std::unique_ptr<Mesh> processMesh(aiMesh® ai_mesh);

Pucynok 4.35 — IIporpamuuii kon kinacy AssimpModelLoader nmns 3aBaHTakeHHs

Mozenei yepe3 Assimp (BUKOHaHO CaMOCTIHO)

Peanizaniisi BUKOpUCTOBYE KelryBaHHs clieH yepe3 AssimpSceneCache st
onTuMi3ailii MPOAYKTHUBHOCTI MpPHU TMOBTOPHOMY 3aBaHTakeHH1 ¢aimiB. [HTerparis 3
MeshManager 3a0e3nedye UEHTpali30BaHE YMHPABIIHHSI T€OMETPUYHUMM JTaHUMH Ta
3ano0irae 1y0JIF0OBaHHIO PECYPCIB Y TTaM'ATI.

[TapanensHo 3 Assimp cuctema niarpumye cydacHuit popmar glTF uepes okpemy
peanizauito CgltfModelLoader. Lleli miaxig AeMOHCTpY€E THYYKICTh apXiTEKTypu Ta
MOJIUBICTh OJTHOYACHOI MIATPUMKH MHOKUHHHX 010mioTek mmist pizHux (opmartis. Ha

pucyHky 4.36 mokazaHo KJIHO4OBI actiekTy peamizaiii ais gl TF.



-CgltFHchl_cadEP R IModellLoader {

std::unique_ptr > loadModel ( std::fil em: :path& filePath)
scene S Cache::getorLoad(filePath);
if (lscene

el::Error, "Failed to load GLTF scene: " + filePath.string());

cgltf data* data = scene.get
model = std::make_unique<m
model->filePath = filePath;
meshManager .
i =0; 1 < data->meshes count; ++i
1tf mesh® gltf mesh = &data->meshes[i];
for ( j =0; j < gltf mesh->primitives count; ++j) {
mesh = processPrimitive(&gltf mesh->primitives[j]);
if (mesh) {
Mesh® meshPtr = meshManager->addMesh(std: :move(mesh), filePath);
model->meshes.push back(meshPtr);

}

return model;
1
J

std::unique_ptr<Mesh> processPrimitive( cgltf primitive* primitive);

Pucynoxk 4.36 — IIporpamuuii kon kinacy CgltfModelLoader ns 3aBantakenns glTF

Mojieliel (BUKOHAHO CaMOCTIHO)

Peamizanis qus glTF BpaxoBye cneuudiky 1msoro dopmatry, 30Kkpema 00poOKy
MPUMITUBIB Ta MIATPUMKY 1€pApXi4HOi CTPYKTypH CII€HH. BHKOpPHUCTaHHS TOTO K
iTepdeiicy IModelLoader no3Bossie cuctemi mpo30po MparoBatu 3 oooma hopmaTaMu
6e3 HeoOX1THOCTI 3MIH y KIIEHTCHKOMY KOI.

Koopaunaiiro MK  PI3HUMH 3aBaHTaKyBadyaMu 3MIIICHIOE KJ1ac
ModelLoaderManager, sikuii peanizye natepH Registry Ta 3a0e3nedye aBTOMaTUYHUIN
BUOIp BIAMOBIAHOTO 3aBaHTa)XKyBaua Ha OCHOBI pos3mupeHHs (aitry. Menemxep
MIATPUMY€E PEECTPALl0 HOBMX 3aBaHTAXyBadyiB 1]l 4aC BUKOHAHHS NPOrpaMH Ta
rapantye noTokoOe3mevHicTh omepaiii. Ha pucynky 4.37 mpeacTaBieHO CTPYKTYpPY

bOTO KJIacy.



Mod riManager

registerLoader( modelType, std::unique ptr lLoader> loader) {
std::lock guard< tex> lock(mutex );
loadermap [modelType] = std::move(loader);

iunique ptr< 1> loadModel ( std::fil path& filePath) {
tring extension = filePath.extension().string
transform(extension.begin(), extension.end(), extension.begin(), ::tolower);
ModelType modelType = getModelTypeFromExtension(extension);
if (modelType ! 1Ty JNKNOWN
G g (L :Error, "Unknown model for extension: " + extension);
return B

IModel Loader® loader = 3

std: :lock guard<std: :mutex> lock(mutex );
it = loaderMap .find(modelType);
if (it != loaderMap .end()) {
loader = it-»>second.get
i3

loader
return loader->loadModel (filePath);

::Log(LoglLevel: :Error, "No loader found for model with ext ion: " + extension);

.}

:iunordered map<ModelType, std::unique ptr<IModellLoader>> loaderMap ;
mutex mutex_;

Pucynok 4.37 — [Iporpamuuii kon kinacy ModelLoaderManager st ynpaBiiiHHS

3aBaHTaKyBauaMH (BUKOHAHO CAMOCTIHHO)

Oyukuia getModelTypeFromExtension 3a0e3neuye BigoOpaXeHHS PO3IIMPEHb
¢aiiTiB Ha BHYTPIIIHI TUIU MOJEJEH, 110 JO3BOJSE CUCTEMI aBTOMATHYHO BU3HAYaTH
noTpiOHMI 3aBaHTaxXyBay. Bukopucranns std::transform nist nmpuBeneHHs po3MIUpPEHHS
710 HI>KHBOTO PETICTPY rapaHTy€e KOPEKTHY 0OpoOKy (paililiB He3anex HO BIJ PETICTPY iX
IMEH.

AHanoriyHa apxiTeKTypa 3acTOCOBaHa /Jisi 3aBAHTAKEHHsSI MarepiaiiB uepes
intepdeiic [MaterialLoader Tta BignmoBigauit MaterialLoaderManager. Cuctema
MarepiajiB IHTETpOoBaHa 3 MEHEIKEepaMU TEKCTyp Ta 300paxeHb, 10 3a0e3neuye
aBTOMATHYHE 3aBaHTAXKCHHS BCIX MOB's3aHUX pecypciB. Ha pucynky 4.38 mokazaHo

MIPUKJIAJ peajizailii 3aBaHTaKyBada MaTepiaiiB s Assimp.



IMateriallLoader {

std: :unique ptr<Material>> loadMmaterials( std: :fi em: :path& filePath)
scenePtr = / e::getOrLoad(filePath);
if (!scenePtr

return {};

aiScene* scene = scenePtr.get();
::vector<std: :unique ptr<material>> materials;
i =0; i < scene->mNumMaterials; ++i

aiMaterial* ai material = scene->mMaterials[i];

material = std::make unique<Material>();
material->filePath = filePath;
processMaterialProperties(ai material, material.get());
loadTextures(ai_material, material.get( filePath
materials.push back(std: :move(materia

return materials;

processMaterialProperties(aiMaterial® mat, Material® material);
erial® mat, Material® material, std:: em: :path& basePath);

Pucynok 4.38 — [Iporpamuuii kox kimacy AssimpMaterialLoader s 3aBaHTa)KeHHS

MarepiaiiB (BUKOHAHO CaMOCTIHHO)

3aBaHTaXXEHHS TEKCTYP IHTETPOBAHO 3 CUCTEMOIO YIIPABIIHHA 300pa’KEHHIMHU, 11O
J03BOJISIE  aBTOMAaTHYHO OOpoOJATH Ppi3HI  (OpMATH TEKCTYp 4Yepe3 BIJIMOBIIHI
3aBaHTaxyBaui. Metoj loadTextures BukopuctoBye ImageManager Ta TextureManager
st ctBopeHHs GPU-pecypciB TEKCTyp Ta iX KellyBaHHSI.

JIns miaBUINIEHHS TPOJYKTHBHOCTI CHCTEMa BKIIIOYAE KEIIyIOUl MEHEIKEpH, SIKI
30epiratoTh 3aBaHTAXKEH1 PECYPCH y TTaM'sIT1 Ta 3a11001Tat0Th MOBTOPHOMY 3aBaHTAXKEHHIO
imenTuuHux  ¢aitme. RenderModelManager mnoennye ¢yHKIT KellyBaHHSA 3
aBTOMATUYHUM 3aBaHTAKCHHSIM uepes3 BiAmoBiHi loader manager.

ApXITeKTypa KelllyBaHHs N00yI0BaHA 3 ypaxyBaHHSIM 0araronoToYHOro A0CTYIY
JI0 PECYpCIB, 110 € KPUTUYHO BKJIMBUM ISl CydacHUX rpadiunux goaatkiB. Cucrema
BUKOPHUCTOBYE cTpaterito lazy loading, koim pecypcu 3aBaHTaKyIOThCS JIUIIE TNPU
NepioMy 3BEPHEHHI, 110 3HAYHO 3MEHIIY€ 4Yac 3alyCKy MporpamMu Ta CIOKUBaHHS
mam'sTi. JlogaTkoBO peainizoBaHO MexXaHi3M MojBiHOI mepeBipku (double-checked
locking), sixuii MiHiMizye overhead cHHXpOHI3alli MPU YaCTHX OMNEpAIlisiX YUTAHHS 3
kemry. Taka ontumizaiiisi 0cO0IMBO e€peKTHUBHA Y CIIEHAPISIX, KOJIU OAHI M Ti K pecypcu

BHKOPUCTOBYHOTHCA MHOKXKWHHUMHA 00'ekTamMu CLCHH.
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Ha pucynky 4.39 npeactaBieHo KIIIOUOBUNA METO/ 1IbOTO KJIacy.

el® getRendermodel ( std::fil em: :path& filepath, std::optional<Model*> outModel) {

std: :shared lock<std::shared mutex> readLock(mutex );
it = renderModelCache .find(filepath);
if (it !'= renderModelC
return it->second.get()
¥

if (lrenc

renderModel = renderModelLoaderManager->loadRenderModel (filepath, outModel);
if (rendermodel

RenderModel* modelPtr = renderModel.get();
{

std: :unique lock<std::shared mutex> writeLock(mutex );

it = renderModelcache .find(filepath);
if (it != renderModelCache .end()) {
return it->second.get();
I
renderModelCache [filepath] = std::move(renderModel);

}

return modelPtr;

return

:unordered_map filesystem: :p: std: :unique_ptr<RenderModel>> renderModelCache ;
std: :shared_mutex mutex_;

Pucynok 4.39 — [Iporpamuuii kox Mmetoay getRenderModel 3 kemryBanHsiM pecypciB

(BUKOHAHO CaMOCTIHHO)

Buxopucranns shared mutex 103BoJ1si€ MHOKHUHHUAM MTOTOKaM OJTHOYACHO YUTATU
3 Kemry, OJOKyrouH Jvire omeparilii 3anucy. IloaBiiiHa mepeBipka iCHyBaHHS pecypcy
nicis oTpuManHs write lock 3amo0irae TOHUTBI TOTOKIB Ta yOJIFOBAHHIO 3aBAHTAXKCHHS.

Peectpariis 3aBaHTaxyBauiB BiIOYBa€ThCs MijA Yac 1HILIATI3alli CUCTEMH Yepes
ServiceLocator, 1o 3a0e3neuye 1eHTpaIizoBaHe yIpaBIiHHS 3alexxHOCTIMU. Llel miaxin
JI03BOJISIE JIETKO HAJAIITOBYBATH JOCTYIHI (hOpMaTH 3aJIeKHO BiJ KOHQIrypaiii 301pku
npoekTy. JlomaBaHHS MIATpUMKH HOBOro ¢opMary BHUMAara€ JHIIE CTBOPCHHS

BIJIMIOBITHOT peanizaiii inTepdeiicy Ta ii peectpallii y BIATOBIAHOMY MEHEKEDI.
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Po3pobiena cucrema 3aBaHTaXEHHS pecypciB depe3 1HTepdeiicu 3ade3neuye
BHCOKY THYUYKICTh apXITEKTYPH Yepe3 MOKIUBICTD JIETKOTO J0JIaBaHHs HOBHUX (popmaTiB
Ta 010mi0TeK, epeKTUBHE BUKOPUCTAHHS MaM'sITi 3aBISKH KEUTYBAHHIO Ta YHHUKHEHHIO
TyOJIFOBaHHS PECypcCiB, MOTOKOOE3MEYHICTh ONepalliidi 3aBaHTaXEHHS Ta KEITyBaHHS, a
TaKOX YITKE pO3AUICHHS BIAMOBiJanbHOCTEH MK 3aBaHTaxkeHHsM CPU Tta GPU
pecypciB. ApXITEKTypa JI03BOJISIE PO3POOHUKAM CKOHIICHTpYBATHCS Ha croerudi
KOHKpeTHuX ¢dopmatiB ¢aiiiB, He TypOyIOUHUCh IPO IHTErPAIlil0 3 PEIITOK CHUCTEMU

pEeHICpUHTA.
4.11 Cucrema xoHpirypaiii 30ipKu MPOEKTY

Po3pobka mporpamuoi cucremu MynbTH-API s 3D-pennepunra mnotpelye
CTBOPEHHSI THYYKOI Ta MaciTaboBaHOi cucTeMHu KoHDirypailii 30ipku, sika 6 J03BOJIsLIIA
ajanTyBaTH MPOEKT MijJ pi3Hi wiatgopmu, rpadiudi APl ta HaGopu QyHKIIOHATBHUX
MoxuBocTed. Tpaguniiini niaxoau A0 koH@irypamii C++ OpoeKTiB 4acTo MPU3BOIAThH
710 CKJIQJHMX 1 BAXKOMITPUMYBAHUX CUCTEM 301pKH, OCOOJIMBO KOJIU MPOEKT 3aJICKUThH
B/ BEJIUKOI KUIBKOCTI CTOPOHHIX 010J110TEK Ta MIATPUMY€E MHOKMHHI KOH(DIrypariii.

[IpuiinsATe apXiTeKTypHE pilieHHs Oa3yeTbca Ha BukopuctanHi CMake sk
OCHOBHO1 CHCTEMH 301pKH 3 PO3POOKOIO BJIACHOT CHCTEMHU OMITIOHATBHUX KOMIIOHEHTIB,
AKa JO03BOJISIE TOYKOBO BKIIOYATH a00 BHUKIIOYATH (PYHKIIOHAIBHICTH TIJ 4ac
koH(irypaiii npoekry. Llei miaxia 3ade3neuye MOAYIBHICTh CUCTEMHU 301pKH, 3MEHIITY€
yac KOMIUIAIII Ta po3Mip (piHAIBHOTO BUKOHYBAaHOTO (Daiily, a TakKoX CHPOIILYy€E
MIATPUMKY Pi3HUX KOH(Irypauii 1t po3poOKH Ta MPOAYKTUBHOTO BUKOPUCTAHHS.

[lenTpanpHUM eneMeHTOM cuctemu KoHdiryparii € Habip CMake ommiii, siki
J03BOJISIIOTh  KOHTPOJIIOBAaTH BKJIFOUEHHSI CTOPOHHIX O107i0TeK Ta crnenugpiyHux
(GyHKLIOHATBHUX MOXKIMBOCTE. CucTeMa opraHizoBaHa y TP OCHOBHI KaTeropii: omiii
it BuOopy rpadiunux API, ommii nms BKIIFOYEHHS CTOPOHHIX 010J10TEK Ta OMITT IS
JIOIATKOBUX 1HCTPYMEHTIB po3poOku. Ha pucynky 4.40 moka3aHO OCHOBHI OIIIii

KoH(piryparlii cuctemu 301pKH.



(USE_VULKAN " ulkan as the r
(USE_OPENGL "Use OpenGL the r
(USE_DIRECTX " s th

(FORCE_RHT_APT " Fic R t ) es d "

(BUILD SDL

(BUILD GLFW
(BUILD_SPDLOG

(BUILD IMGUI

(BUILD ASSIMP

(BUILD STB
(BUILD MATH LIBRARY "B
(BUILD_ENTT

Pucynok 4.40 — [IporpamMuuii KoJI CUCTEMU OMIliHA KOHQIrypallii TpoeKTy (BUKOHAHO

CaMOCTIHO)

Cucrema BUKOPUCTOBYE 3HAYEHHS 32 3aMOBYYBAaHHSIM, BPaXOBYIOUM OCOOJIMBOCTI
uuiboBoi  margopmu.  Hanpuknan, omumist  USE DIRECTX — aBTOMatuyHO
BcraHoB0eThesa B TRUE nist Windows-munatrgopm ta FALSE ans iHmmx onepamiiHux
cucteM. lle 3a0e3neuye KOpeKTHY KOH(PIrypailiro mpoekTy 0e3 HeOOXiAHOCTI Py4YHOTO
HaJAIITyBaHHS B TUIIOBHUX CIIEHAPISAX BUKOPUCTAHHS.

Jlns ynpaBiaiHHS CKIAQIHAMH 3aJIeKHOCTSIMH MIXK ONIISIMH BHKOPHCTOBYETHCS
MexaHi3M CMakeDependentOption, sikuili 103BOJIsIE aBTOMAaTMYHO BKIIOYATH a0o0
BUKJIFOYATH TIEBHI KOMIIOHEHTH Ha OCHOBI CcTaHy iHImMxX omiii. Ilei migxin 3amobirae
HEKOPEKTHUM KOH(]IryparisiM Ta CIpoIye MpoIiec HalalmTyBaHHs cuctemMu 30ipku. Ha

pucyHKy 4.41 npeacTaBiieHO CUCTEMY YMOBHUX 3aJI€KHOCTEH MI>K KOMITOHEHTaAMH.

(CMakeDependentOption)
cmake_dep nt_option(BUILD_VULKAN_MEMORY_ALLOCATOR "B
cmake_dependent_option(BUILD_D3D12_MEMORY_ALLOCATOR )
cmake_dependent_option(USE_DIRECTX_AGILITY ch ili as dependent library)” USE_DIRECTX" )

cmake_dependent_option(BUILD_IMGUIZMO B
cmake dependent_option{BUILD TRACY d Tr Fi G" )
7  cmake_dependent_option(USE CPU PROFILING “Enable CPU prof ui r ')l

Pucynox 4.41 — IlporpamMHMii KOJ CHCTEMH YMOBHHX 3aJIeKHOCTEH MIX

KOMITOHEHTaMH (BUKOHAHO CaMOCTIIHO)

Cucrema aBromatudo BkItouae Vulkan Memory Allocator numie mpu aktuBariii

miarpumku Vulkan, D3D12 Memory Allocator ansa DirectX, a ImGuizmo koMnitoeTses
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TiIbkU 3a HagBHOCTI ImGui. Takuii migxin 3a0esnedye JOTiYHY KOHCHUCTEHTHICTh
KoH(OIrypamii Ta 3amobirae mToOMHUIKaM 30ipkM Yepe3 BIACYTHICTh HEOOX1THHX
3QJIEKHOCTEN.

OnHuM 3 HAWOUIBII CKIAJHUX ACIMEKTIB CUCTEMHU KOHQIrypallii € yrnpaBiIiHHS
ctopoHHiMu  Oibmiorekamu. Cucrema BukopuctoBye FetchContent APl nmns
ABTOMATHMYHOTO 3aBaHTAXEHHS Ta I1HTErpallli 30BHINIHIX 3aJie)KHOCTEH T dac
KoHpiryparii mpoekty. Llew miaxin 3abe3nedye BOCIPOU3BOIUMICTh 301pKH Ta yCYBae
HEOOX1IHICTb PYYHOTO YMPaBIiHHS 30BHIMIHIMU 3alexHOCTsIMU. Ha pucynky 4.42

ITOKa3aHO peani3aui}0 CHUCTEMH aBTOMATUYHOTO 3aBaHTAKCHHS 3aJIC)KHOCTEH.

- (FetchContent)
(FETCHCONTENT BASE DIR %{ }/third party)

(BUILD SPDLOG)
(STATUS "Fetching SPDLOG...")

FetchContent_Declare(
spdlog
GIT_REPOSITORY https://github.com/gabime/spdlog.git
GIT TAG v1.15.3
GIT SHALLOW
GIT PROGRESS

)

O

(BUILD IMGUI)
(STATUS "Fetching IMGUI...")

FetchContent_Declare(
imgui
GIT_REPOSITORY https://github.com/ocornut/imgui.git
GIT_TAG v1.91.6-docking

)

QO

Pucynok 4.42 — ITporpamMHuii KOJi CHCTEMH aBTOMAaTUYHOTO 3aBaHTAKCHHS

3aJIeKHOCTEH (BUKOHAHO CAMOCTINHO)

Buxopucranns konkpetnux Bepcii (Git tags) 3amicte HEAD rinku 3a6e3neuye
CTablIBHICTH Ta Bocmpou3BoauMicTh 30ipku. I[lapamerpu GIT SHALLOW Ta
GIT PROGRESS ontumi3yioTh MpolLec 3aBaHTaKEHHS, 3MEHIIYIOYH 00'eM
3aBaHTaKyBaHUX JIaHUX Ta HAJal04yu 1H(OpMaIiI0 KOPUCTYBaueBl MPO MOTOYHHUI CTaH

ormepariii.
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s Windows-crienidiuaux 61610TeK, Takux sk DirectX KOMIIOHEHTH, CUCTEMa
BukopuctoBye VCPKG sik menemxkep naketiB. Lle pimeHHs 00yMOBJICHO CKIIATHICTIO
pyuHoi iHTerpamii Microsoft-cnenndiunux SDK Ta 6i6miotek. Cuctema aBTOMaTUYHO
BU3Hauae HeoOxiaHICTh BuKopucTaHHs VCPKG Ta HamamrToBye BIANOBIIHY
iHppacTpykTypy. Ha pucynky 4.43 mnpencraBieno kopn inrterpamii VCPKG mns

Windows-crienngigyHux 3ajeKHOCTEH.

(USE_DIRECTX OR USE_DIRECTX SHADER COMPILER OR USE_DIRECTX TEX)
(USE_VCPKG )
Q0
(USE_VCPKG FALSE)

0

(USE_VCPKG)
(STATUS "Fetching ce-integration...™)
FetchContent Declare(
vcpkg cmake integration
GIT REPOSITORY https://github.com/bitmeal/vcpkg-cmake-integration.git
GIT _TAG bd73d8@e5baligfedb3fe46a2d71472c84594a91
)
FetchContent MakeAvailable(vcpkg cmake integration)
(copy %{ }/vcpkg.cmake DESTINATION ${ +/cmake)
(VCPKG_PARENT DIR "${CMAKE SOURCE DIR}/third party")
(VCPKG_VERSION edge)
(cmake/vcpkg.cmake)

Ol

Pucynox 4.43 — IIporpamunii kox interpauii VCPKG nns Windows-cnerudiuaux

3aJIEKHOCTEN (BUKOHAHO CAMOCTIHO)

Cucrema aBTOMAaTMYHO BHM3HA4ya€ apXITEKTypy UIbOBOI IuiatopMu Ta
HanamroBye BianmoBimHuii triplet g VCPKG, 3a0e3nedyioun KOpekTHY 30ipKy
010;0TeK s KOHKpETHOi KoHQirypauii. Inrerpamiss 3 vepkg-cmake-integration
cipoirye Bukopuctanis VCPKG y CMake npoekTtax ta 3a0e3neuye npo3opy IHTEerparlito
3 ICHYIOUOIO0 CHUCTEMOIO 301pKH.

Oco06nuBy yBary mpuaiJIeHO cUCTeM1 KOMIUIIT Ta iHTerparii ImGui 3 pizHuMU
O0ckenmamu peHaepunra. Cucrema JuHaAMIYHO J1o7a€e HeoOxiaH1 backend-datinu 3amexHo
BiJ1 oOpaHux rpadiunux API, 3a6e3neduyroun KOpekTHY poOoTy iHTEpdelicy KopucTyBaya
He3aIeXKHO Bi KoH(irypamii penaepunra. Ha pucynky 4.44 mnokazaHo AWMHaMIYHY

koH(piryparito ImGui GekeHmiB.
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(BUILD_IMGUI)
FetchContent MakeAvailable(imgui)

(IMGUT_SOURCES

+/imgui.cpp
}/imgui_draw.cpp
+/imgui_widgets.cpp
}/imgui_tables.cpp
)
(USE_VULKAN)
(APPEND IMGUI_SOURCES ${ +/backends/imgui_impl vulkan.cpp)
)
(USE_DIRECTX)
(APPEND IMGUI SOURCES %{ }/backends/imgui_impl dx12.cpp)
)
(BUILD SDL)
(APPEND IMGUI SOURCES %{ }/backends/imgui_impl sd12.cpp)
0

(imgui_library STATIC ${

Pucynok 4.44 — [Iporpamuuii ko 1uHaMivyHOi KoHpiryparii ImGui 6exeH/iB

(BUKOHAHO CaMOCTIMHO)

[eit miaxia A03BOIsIE CTBOPUTH ONTUMI30BaHy 30ipky ImGui, sika BKIIOYA€ JIUIIE
HEOOX1JTHI KOMIIOHEHTU mJisi oOpaHoi KoHbirypamii cuctemu penaepunra. Cucrema
aBTOMATUYHO HAJIAIITOBYE 3aJICKHOCTI Ta BKIIIOYAE TUPEKTOPIT sl KOXKHOTO 0OpaHOTO
OCKeHay.

Cucrema MakpocCiB KOMMUIAIIT aBTOMAaTHYHO TE€HEPYEThCS HAa OCHOBI OOpaHMX
onuiil xkoHirypauii, go3BossItouM Koay C++ amanTyBaTHCS MiJ Yac KOMIUIALII 10
noctynmHux MoxummBoctel. lle 3abe3nedye epexTHBHY YMOBHY KOMITUISIIO Ta
BUKJIIOUCHHSI HEAKTUBHOT'O KOy 3 (piHAIBRHOTO O1HApHOTO (haiiy.

Buxopucrannas compile-time xoHgirypamii 3aMmicTh runtime MnepeBipoK 3HAYHO
MIJBUIIY€E TPOAYKTHUBHICTh CHCTEMH, OCKUIBKM KOMIIUIATOP MOKE 3aCTOCOBYBATU
arpecuBHI ONTUMI3AIlli Ta MOBHICTIO BUAAJIATH HEIOCTYMHI TUIKM Koay. Takui migxina
TaKOX 3MEHIIYE PO3MIp BUKOHYBAHOTO (haiiTy Ta CIIO>KMBAHHS ONEPATUBHOI aM'ATi, 110
0COOIMBO BaXKJIMBO JUIsl TpadiyHUX JOJATKIB 3 0OMEXKEeHUMH pecypcamu. [[omaTtkoBo,
CHUCTEMa MAaKpOCIB CIPOIIy€E MiATPUMKY KOJOBOI 0as3u, JO3BOJSIOYH PO3POOHHKAM
MMCATH YHIBEPCATIbHUM KOJI, SKUI aBTOMAaTUYHO aJIallTyEThCS IMiJT pi3HI KOHpiryparii 6e3

HEOOX1THOCTI pyYHOTO YNpPaBIiHHA YMOBHUMHU OjokaMu. Lle pileHHst TakoK MOKpaIrye
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YUTA0ENBHICTh KOy Ta 3MEHILIY€E HMOBIPHICTh MOMUJIOK, MOB'I3aHUX 3 HEKOPEKTHUMHU
runtime nepeBipKaMu JOCTYIHOCTI (PYHKIIIOHAIBHOCTI.

Ha pucynky 4.45 npencTaBieHo cucTeMy reHepailii MaKpOoCiB KOMITUISIII].

(TOUPPER "${PROJECT NAME}" PROJECT UPPER)

(BUILD_SDL)
} PRIVATE ${ } USE_SDL)

0

(BUTLD_TMGUT)
} PRIVATE ${ } USE_TMGUT)

0

(USE_VULKAN)
} PRIVATE ${ } USE_VULKAN)

0

(USE_DTRECTX WIN32)
} PRIVATE ${ }_USE_DX12)

Pucynox 4.45 — [Iporpamuuii Ko CHCTEMH reHepallii MaKpOCiB KOMITUIALIT (BUKOHAHO

CaMOCTIMHO)

Po3pobnena cucrema koH@irypaiii 30ipku 3a0e3neCye BHCOKY THYYKICTh Y
HaJalITyBaHHI MPOEKTY Wi Pi3HI MOTpeOu Ta miaaTdopMH, aBTOMATHU3Y€E YIPaBIIHHS
CKJIQTHUMU 3aJICKHOCTAMH MDK KOMIIOHEHTaMH, CIIPOIIYE IMPOIEC IHTErparlii HOBHX
CTOPOHHIX 010J110TeK Ta MIHIMI3y€ PH3UKH HEKOPEKTHUX KOH(]Iryparii yepe3 cucteMy
YMOBHHX 3aJIe)KHOCTEH. ApPXITEKTypa JH03BOJSE PO3POOHHKAM JIETKO CTBOPIOBATU
crieriaimizoBani 30IpKM JJIS  PI3HUX CIEHApiiB BUKOPUCTAHHS, BiJ MIHIMAJIbHHUX
KOH(irypartiiii 1 TeCTyBaHHs /10 MOBHO(YHKIIIOHATIbHUX 301pOK 3 yCiMa AOCTYTHUMH

MOXKJIIMBOCTAMU CUCTCMH PCHACPHHIA.
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S TECTYBAHHS ITPOI'PAMHOTI'O 3ABE3IIEYEHHA

TectyBanHsT € BaXJIMBUM €TAaloM Yy po3poOIi Oyap-KOro MPOTrpamMHOro
3a0e3neyeHHs1, 0COOIUBO KOJIM MOBA K¢ po rpadivyHi CUCTEMH Ta CUCTEMH PEaTbHOTO
yacy. BiJICyTHICTh HaJIeKHOTO TECTYBAaHHS MOKE MPU3BECTU 0 KPUTUUHUX TTOMHIIOK Y
peHAEPIHTY, TPOOJIEM 3 TTPOIYKTUBHICTIO, HEKOPEKTHOI pOOOTH 3 Pi3HUMH TpadiaHUMU
API Ta HecTabUIBLHOT TOBEIIHKY CUCTEMHU IT1] HABaHTAKEHHSAM. Y KOHTEKCT1 PO3pO0JIeHO1
nporpamMuoi cucreMu MyibTu-API 1u1st 3D-pennepinra TecTyBanHs HaOyBa€e 0COOIUBOTO
3HaYEHHS uepe3 HeOOXiTHICTh 3a0e3neueHHsI KOPEKTHOI pOOOTH 3 KiJlbKoMa rpapiuHUMU
API ogHOYacHo.

TecTtyBanHs rpaiyHUX 3aCTOCYHKIB  KAapAUHAIBHO  BIAPI3HAETHCS  BIJ
TPaAMIIIMHUX TIAXOAIB JO TECTyBaHHsS IporpamHoro 3abesnedyeHHs. Kiacuuni
METOJ/IOJIOTIi IOHIT-TeCTyBaHHS Ta IHTETPAlliiHOTO TECTYBaHHS HE MOXKYTb OYyTH
0e3Iocepe/IHbO 3aCTOCOBAHI JI0 MEPEBIPKH KOPEKTHOCTI BI3yallbHOTO BUXOJY CHUCTEMU
penpepinra. Lle 3ymoBieHO ThM, 1110 pe3yabTaT poOOTH IpadiuHOT CUCTEMH € Bi3yalIbHUM
3a CBOEIO MPUPOJIOI0 1 MOTpedye CreliabHUX IHCTPYMEHTIB JIJIsl aHaITi3y TTOCIIIOBHOCTI1
rpadiyHUX KOMaH/JI, CTaHy rpadigyHoro kouseepa ta pecypcis GPU.

J71st eheKTUBHOTO TECTYBaHHS PO3pPOOJIECHOI CUCTEMU OYyJIO CTBOPEHO CIICIIAIbHY
TECTOBY CIIEHY, IO JO3BOJIAE MEPEBIpSITH POOOTYy CHUCTEMH B yMOBAaX, MaKCHMAaJIbHO
HAOJIMKEHUX JI0 PEATbHOTO BUKOPHUCTAHHS, NPHU IOMY 3a0€3Meuyrourd MOMIJIHBICThH
JIETABHOTO aHaTI3y KOXKHOTO eTamy mpoliecy peHjepinra. TectoBa clieHa MiCTUTh 0a30Bi
reOMEeTpUYHI 00'€KTH, pI3HI TUIHU JHKEpEN OCBITJIEHHS Ta MaTepiaiu, 10 A03BOJIAE
NEPEBIPUTH BC1 KIIOYOB1 KOMIIOHEHTH CUCTEMH peHepinra. Jlo ckiaay TecToBOi ClieH!
BXOJISITh MOJIENTb aBOKAJI0 SIK OCHOBHUU O0'€KT IS TECTYBaHHS, IBOCTOPOHHIN TOJITOH
JUIS TIepeBipKU OOpOOKM MaTepiajiiB, a TaKOX TPH THIIM JHKEpesl CBITIA: TOYKOBE,
HaIpaBJICHE Ta MPOKEKTOPHE OCBITIICHHS /I TECTYBAHHS PI3HUX aJTOPUTMIB 3aTIHCHHS.

[lepmroueproBuM 3aBAaHHAM TeCTyBaHHS Oyjo 3abe3meueHHsT KOPEKTHOI
iHimiamzarmii Ta podoTu 0060x miarpumyBanux rpadiuaux API - DirectX 12 ta Vulkan.
Jlns mporo OyJi0 HaJAMITOBAaHO KOHQITypaliiiHy CHCTEMY, IO J03BOJISIE JTUHAMIYHO

nepemukaruca Mk API mig uvac 3amycky nporpamu. Ilpouec iHimiamizauii cucreMu
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CYTIPOBOJIKYETHCSl JCTaTbHUM JIOTYBaHHSM BCiX KPUTHYHHMX €TaliB, IO JO3BOJISE
MIBUAKO BHSBISATH MpoOiemMu KoHPirypamii abo HECyMICHOCTI 3 amapaTHUM
3a0€e3MeYCHHSIM.

Ha pucynky 5.1 mokazano ¢parMeHT JIOTIB iHIIiami3aiii CUCTEMH, /1€ BHIHO
MOCTIIOBHICTh ~ 3aBaHT@XEHHS KOMIIOHEHTIB CHCTEMH, iHiIiamizamii oOpaHoro
rpadiunoro API Tta cTBOpeHHS pecypciB peHjepiHra. 3 JIOTiB MOKHA MPOCTEKUTH, IO
cuctema ycminHo obupae DirectX 12 sx aktuBHuil API BiamoBingHO 10 KoHbIrypaiiii,
iimianizye GPU mpodaitnep, KOMITUTIOE TWIeHaEepH Ta HAJAINTOBYE BCi HEOOXIiTHI
KOMIIOHEHTH JIJIsl peHJIEpiHTa.

et omher hel1 | Aesetiosden() | Aesetlosder coeated o
aset Toader.h:54 | initializeQ) | AssetLoader initialized

input_context.c| | InputContextHanigul() | InputContex t E with Game context
config_manager. 2

lize() | RHI API selﬁ:tﬁd
| initialize() | GPU profiler ¢
2.cpp:566 | initialize() | Frame
9 | compileHlslCode() | Compil
19 | compileHls 1Code() | Compiling shader for
0 -

jalized successfully
Ffully

nitialized ImGui DirectX 12 backend
nitialized successfully

b ze() Lumpleted
tup(J \ AppllLithn p() started
| CDH+IU load(d Lﬂn%lgfscg
cpp:172 | g_ yFromC g(J | Crea
component_loaders.cpp:211 | g_ prDce;sEntltvCDmpDnEnt 0 | sta
asset_loader.h:120 | loadModel() | Queued asset for loadin /Avocado\glTF\Avocado.gltf
component loa rs.cpp:172 | g_createEntityFromConfig() | C E
as c .h:276 | loadModelInternal_() | Loading model: ncado\gLTF‘Aﬂocddc gltf
umpunnnt et vy o p:172 | g_createEntityFromConfig() | Created ent
component_loaders.cpp:172 | g_createEntityFromConfig() | Created ent el_ e 1tf
component_loaders.cpp:211 | ' sEntityComponents() | Starting as ad s/models/gltf/2.8/TwoSidedPlane/glTF/TwoSidedPlane.gltf
asset_loader.h:120 | loadModel() ued asset for loading: assets/models/g 1(‘;L.OITWﬂgldEdplinElngFfTHﬂ\ldEleRﬂE gltf
component_loaders.cpp:172 | g_createEntityFromConfig() | Created entity: SpotLight
application.cpp:Ul | setup() | Application::setup() completed

Pucynok 5.1 — Jloru inimiam3anii cucremu 3 DirectX 12 API (BukoHaHO caMOCTIiHO)

BaxxmuBUM acmekToM TeCTyBaHHsS OyJI0 MPOBEIEHHS MOPIBHSAJIBHOTO aHali3y
poOoTu cuctemu 3 pisHUMU rpadiyHumMu APIL. J{11s 1bOro BUKOPUCTOBYBABCS IHCTPYMEHT
RenderDoc, sikuii 103BOJIsSI€ 3aXOIUTIOBATH Ta aHAJII3yBaTU MOCIIJOBHICTh rpadidyHUX
KOMaHJl, CTaH KOHBeepa penuepinra ta pecypcu GPU. Takuil anani3z a03BoJIs€
MepeKoHaTucss B Tomy, 1o abcrpaktauii map Render Hardware Interface xkopexTtHO
TPAHCIIIOE KOMaHIU PeHEpiHTa B crienndiuHi BUKIMKN KOxHOTO AP, 30epiratoun npu
[IbOMY 1JIEHTUYHICTh BI3yaJIbHOTO PE3yJbTaTy.

Ha pucynkax 5.2 Ta 5.3 mokazano Event Browser mis DirectX 12 ta Vulkan

BIJIMOBIAHO, JIe MOKHA MOPIBHATH MOCIIIOBHICTh KOMaH/I PEHACPIHTA JIJIsl OJHIET 1 Ti€T XK
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cueHu. He3Bakaroun Ha pi3HY BHYTPILIHIO CTPYKTYPY KOMaHJ Ta CHEHU(PIKY KOKHOTO
API, 3aranpHa JoOrika peHIEpiHra 3aJMIIAETbCS HE3MIHHOIO, IO MIATBEPIIKYE

KOPEKTHICTh peaizailii abcTpakTHOTO Iapy.

terDioc ¥1.38 a  x

%

TR o e ® ® ® ® ® ® ® TS &

mmmmm

Pucynok 5.2 — Event Browser y RenderDoc st DirectX 12 API (Bukonano

CaMOCTIHO)

AHaniz nocmigoBHOCTI kKoMmaHa DirectX 12 mokaszaB NpaBUJIbHY OpraHi3ailito
peHzep-maciB, KOpEeKTHE BCTaHOBIIEHHs render targets Ta eQeKTUBHE BUKOPHCTAHHS
command lists. Cuctema AeMOHCTpY€E ONTUMAJIbHY KIIbKICTh draw calls Ta mpaBuiibHe
IpynyBaHHA KOMaHJ [UIsl MiHIMI3alli NepeMHKaHb CTaHy TIpadiuHOro KOHBEEpA.
Oco06muBy yBary 0yJo IpuIICHO IEPEBIPIl CHHXPOHI3AIlT MK KaJpaMH Ta KOPEKTHOCTI
po0OTH 3 JECKPUTITOPHUMH Kymamu. BaxmmBo Big3HaunTH, mo DirectX 12 Hagae OiabIm
NpsSIMHAA KOHTPOJIb HAJ amapaTHUM 3a0€3MeUeHHsM, 0 BUMAara€ peTeibHOi MepeBipKu

YIPaBIIHHS pecypcamMu Ta iX KUTTEBUM ITUKIIOM.
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Pucynok 5.3 — Event Browser y RenderDoc nns Vulkan API (BukoHaHoO caMOCTIiHO)

[TopiBusimpHUM anani3 Vulkan implementation BUSIBUB CXOKY CTPYKTYPY KOMaH/I,
ane 3 xapakrepHuMu ocoonuBocTsmMu 1boro API. Vulkan nemoHcTpye OuUTbIl AeTanbHUAN
KOHTPOJIb HaJl CHHXPOHI3alli€lo yepe3 cemadopu Ta 6ap'epu mam'siTi, o B110OpaKa€eThCs
y OUIBII PO3rOPHYTIN MOCHIAOBHOCTI KoMaHA. [IpoTe 3aranpHa apxiTeKkTypa peHaepinra
3QIMIIAETBCSA  1IEHTUYHOIO, IO MIATBEPIKY€E €(DEeKTUBHICTh aOCTPAKTHOIO IIApy
Rendering.

JetanbHuil aHami3 cTaHy rpaiyHOrO KOHBEEpAa MPOBOJUBCA 4Yepe3 IaHelb
Pipeline State y RenderDoc. Ha pucynky 5.4 mokazano koHdiryparito Input Assembler,
JIe BUJHO CTPYKTYPY BXIJIHMX JaHUX JIJIs1 peHJIEpIHra TECTOBO1 Mojielli aBokano. Cuctema
KOPEKTHO HaJalllTOBYy€ BEpIIMHHI Oydepu 3 MO3ULIAMH, TEKCTYPHUMU KOOPAMHATAMH,
HOpMAaJISIMHM Ta 1HIMMU aTpubyTamu BepinuH. [IpaBunbHa koHbirypartis Input Assembler
€ KPUTUYIHO BaXJIUBOIO IS 3a0€3MeUeHHs KOPEKTHOT mepeaadi TeOMETPUIHUX JaHHUX 10

HACTYMHUX €TaIliB rpaiyHOro KOHBEEpA.



93

I Pipeline Stete X ]ﬂmmr x @Tmur! viewsr X [ Louneh Application X @ Resource Inspector X |

| Controls ‘ o Show Unused Bems | ) Show Empty Rems ] Export

[InputAssemhler]—i[ Vertex Shader }—‘ Hull Shader ~— Domain Shader — Geometry Shader—ﬁ[ Rasterizer H Pixel Shader H Qutput Merger ] Compute Shader

1 instance_buffer_2253030410176 5

0 20232
0 512

Input Layouts

Slot [ semantic [ndex [Farmat [ nput Slot [offset [ ctass [step Rate [co
0 FOSITION 0 R32G32832_FLOAT 0 o PER_VERTEX o =
i TEXCOGRD 1 R32G32_FLOAT 0 12 PER_VERTEX o L
2 HORMAL 2 R32G32832_FLOAT 0 20 FER_VERTEX 0 c
3 TANGENT 3 R32G32832_FLOAT o 32 PER_VERTEX o

4 BITANGENT 4 R32G32632_FLOAT 0 4“4 PER_VERTEX o

5 CoLoR s R32G32832A32_FLOAT 0 56 PER_VERTEX 0

6 INSTANCE 6 RI2CIIBIZAI2_FLOAT 1 0 FER_INSTANCE 1

7 INSTANCE 7 R32632832A32_FLOAT 1 15 PER_TISTANCE

i NSTANCE [l RI2G32632A32_FLOAT i 32 PER_INSTANCE

9 MSTANCE 9 R32GI283ZAT2_FLOAT 1 48 PER_INSTANCE

Buffers Mesh View Primitive Topolagy

Slot Buffer Stride offset Byte Length Go . .

Index lmdu.m“}mdn,’ |4 lu ‘sjytsn : 8 Triangle List

0 VertexBuffer_Avocado o 72

/ \ \\
/ N N
! A N

Restart Idx: Disabled

Pucynox 5.4 — Pipeline State Input Assembler 3 BXiTHUMU pecypcamu Jis peHIepIHTa

MO/IeJl aBOKaA0 (BUKOHAHO CaMOCTIHHO)

Bepudixkaris Input Assembler nmiaTBepania npaBuIbHICTE GOpMATy BEPIIMHHUX

JaHuX Ta ix po3MiieHHs B mam'sati GPU. Bei HeoOxiaH1 aTpulOyTy BEpIIMH NEpPeaatOThCs

KOPEKTHO, BKIIIOYAIOUM TMO3MINT y TpuBuMipHOMY Tmpoctopi, UV koopauHaTH miis

TEKCTYpYBaHHs, HOpMaJll JIJIsl OCBITJIEHHSI Ta TAHT€HTHI BEKTOpH s normal mapping.

InnexcHi Oydepu TakoXK HalalITOBaHI MPaBWIbHO, 0[O0 3a0e3neudye e(eKTUBHE

BUKOPUCTAHHS MaM'ATi Ta ONTUMAJbHY MPOAYKTHBHICTH peHuepinra. Ha pucynky 5.5

MOKAa3aHO PECYpCH, IO BUKOPUCTOBYIOTHCS MIKCEJHUM IICHIEpOM, BKIIOYAKOUYU

TEKCTYypu Ta Oydepr KOHCTAaHT JUIsl OCBITJICHHS Ta MarepiaiiB. AHali3 pecypciB

MIKCEJIBHOTO IIeiIepa € HEe MEHIIl BaXXJIMBUM €TaIrloM, OCKIJIbKM came Ha IbOMY DiBHI

BII0yBa€eThCs (iHaIbHE (POPMYBAHHS KOJIbOPY MIKCENTIB.
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[ Feine state |8 mesh viewer ¢ I8 Testure viewer x [N taunch appication % | ) Resource ispectar X |

‘ Controls ‘ o Show Unused Rtems Show Empty tems [ Bxport Exensions ¥ ‘

> [Inputnssembler ]—I[ Vertex Shader ]—t Hull Shader —» Domain Shader — Geometry Shader —l[ Rasterizer H Pixel Shader ]—i[ Output Merger ] Compute Shader

[Root signature 2886 ] < view [raphics Pipeline State 2887 o - Fuel shader: main() - hislhis] ) view gt + ] smve

Root Signature & Shader ‘

¥ Resources

Binding [ Resource [Type [width [eight [Depth [Amay size Format [a
space2, 1: directionaiLights directional_light_buffer 5~ StructuredBuffer(8] 256 0 0 8 struct DirectionalLightData [=

space2, 2: pointLights point_light_buffer * StructuredBuffer[14] 512 [] 0 14 struct FointLightData (=)
space2, 3: spotlights spot_light_buffer * StructuredBuffer(s] 512 ] 0 3 struct SpotlightData L.

space3, 1: DiffuseTexture Avocado_baseColor.png o Texture 20 2048 2048 1 1 REGEBEAS_UNORM (=
spoce3, 2: NormalTexture Avocado_normalpng & Texture 20 2048 2048 1 1 REGBEBAS_UNORM =

space3, 3: MetallicRoughnessTexture Avocado_roughnessMetallic.png & Texture 20 2048 2048 1 1 RBGBBEAS_UNORM

v uAvs

Binding Resource Type Width [ Height [ Depth Array Size. Farmat Ga
v samplers

Binding Addressing Filter 10D Clsmp 100 ias

spacet, 0: DefaultSampler UVW: Wrap Min&Mag: Linear, Mip: Foint 0- 1000 o

¥ Constant Buffers

Binding [Buffer [ Byte Range Size [
=paced, 0: ViewParam view_butfer & 0 - 400 1 Variables, 400 bytes needed, 512 provided )

space2, 0: LightCounts light_count_buffer o* 0-16 4 Variables, 16 bytes needed, 256 provided C

space3, 0: MaterialBuffer material_params_2753022609984 5° 0-32 1 Variables, 32 bytes needed, 256 provided

Pucynok 5.5 — Pipeline State Pixel Shader 3 pecypcamu jy1s 3aTiHEHHSI MOJIEJ1 aBOKaI0

(BUKOHAHO CaMOCTIMHO)

Amnami3 pixel shader resources mokaszaB NMpaBWIbHY MPUB'S3KY BCIX HEOOXITHUX
tekctyp Ta uniform buffers. Cucrema kopektHo mepenae diffuse ta normal map
TEKCTypH, a Takoxk constant buffers 3 mapamerpamu OCBITIEHHS, MaTepialliB Ta View,
projection maTpuisiMu. OcoOJIMBO BaXXJIMBOIO € TIEpEBIpKa MPaBUIBLHOCTI sample states
JUISL TEKCTYp, o 3abe3nedye SKiCHY (QUIbTpallilo Ta BIACYTHICTh apTedakTiB IMpu
pPEHAEPIHTY.

Mesh Viewer y RenderDoc 103BoJisi€ Bi3yanbHO MEpeBIpUTH KOPEKTHICTh Nepeaadl
reometpuyHux nanux 10 GPU. Ha pucynky 5.6 nokazaHo TpuBUMIpHY MOJIENIb aBOKAI0
B PI3HUX peXHUMax BIAOOpaXeHHs, 110 MIATBEPAKYE MPABUIbHICTh 3aBAHTAKECHHS Ta
00pOOKHK MEIIIB Yy CUCTEMI.

BizyanbHa i1HCHEKIIs FeOMETpii € He3aMIHHUM IHCTPYMEHTOM ISl BUSIBJICHHS
MOTEHI[IHHUX TPOOJIEM 3 TOMOJIOTi€I0 MelIiB a00 HEKOPEKTHUM 3aBaHTaKeHHAM 3D-

MOJIEJIEH.
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3

[ Pipsine state x | Y wesh Viewer | EJ Texture Viewer | EY Launch Appication. | EY Resource Ispector X
-‘Emumlsl B~ & smcviews i -|mmmm-\ B ‘

e VS Output | 65/DS Output I
Avr mx SV_Position TEXCOORDL ;

I 2 0.01482 -0.0075 0.86037 0.33022 -0.7528 0 2 ~1.70658 -0.03118 2.9843 2.8853 0.86037

1 1 0.01585 -0.00812 0.88657 0.31286 -0.3658 -0.71107 1 1 _1.69141 ~0.02287 2.8718 2.87278 0.88657

2 0 -0.00272 0.01677 -0.00525 0.8741 0.29305 -0.25385 -0.65002 2 0 -1.6998 -0.01509 2.06345 2.86444 0.8741

3 3 =0.0010% 0.018&5 ~-0.00944 0.855 0.30254 -0.16078 -0.68286 3 3 -1.71195 -0.02254 2.86651 2.86751 0.855

4 2 -0.0013 0.01482 -0.0075 0.86037 0.33022 ~0.14474 -0.7520 s 2 -1.70688 -0.03118 2.8843 2.8883 0.86037

5 0 -0.00272 0.01677 -0.00925 0.8741 0.29908 -0.25389 -0.65003 s o _1.6398 -0.01508 2.86345 2.86444 0.8741
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Pucynox 5.6 — Mesh Viewer 3 Bizyaiizaii€ro reoMeTpii MOIeli aBOKaI0 (BUKOHAHO

CaMOCTIHHO)

Mesh Viewer Hafae MOKIUBICTB A€TAIHHOTO OTJISAY TEOMETPIi HA PIBHI OKpEMUX
TPUKYTHUKIB Ta BepIIWH. Bizyamizaiiss MOiATBEpAWSIa, IO BCl TOJITOHH MOJENI
NepenalThcs KOPEKTHO, Oe3 BTpaTh gaHuX abo cHoTBOpeHb reomertpii. Cucrema
MPaBIIIBHO 00pOOIIs€ SK MPOCTI Melli 3 6a30BOI0 TEOMETPIEI0, TaK 1 CKIaJHI MOJETI 3
BEJIMKOIO KITBKICTIO AeTanei. [lepeBipka pi3HUX pexUMIB BIAOOPaKEHHSI, BKIIOUAIOUU
wireframe Ta solid modes, mokazana crabinbHy poOOTY 3 pI3SHUMH TUTIAMH PEHACPIHTA.

Oco0MMBO  BaXKIMBUM  KOMIIOHEHTOM TECTYBaHHS Oyjio TpodiiroBaHHA
MPOJIyKTUBHOCTI CHCTEMH 3a JOMOMOTOI 1HTerpoBaHoro mpodaitnepa Tracy. Llew
iHCTpyMeHT 1103BoJisie BiacTexyBaTH ik CPU, tak 1 GPU HaBaHTaXeHHsSI B peaJlbHOMY
qaci, BUSIBJIATHA BY3bKl MICISl B MPOAYKTUBHOCTI Ta ONTHUMI3yBaTH KPUTUYHI AUISHKA
kony. Ha pucynky 5.7 mnokazano timeline mnpodaiinepa, 1€ BHIAHO PO3MOILT

HaBaHTaxeHHd Mk CPU Ta GPU 30HaMu NpoTSIroM peHjiepinra OJJHOro Kajapy.
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Pucynox 5.7 — Tracy npodaiinep timeline 3 CPU ta GPU 30Hamu mijg yac

peHepiHra Kajapy (BUKOHAHO CAMOCTIHHO)

[IpodintoBanns yepe3 Tracy BUABMIO €PEKTUBHUI PO3NOALT HABAHTAXKEHHS MIXK
CPU Tta GPU komnonentamu cucremu. Timeline neMoHcTpye MiHiManbHI ipoctoi GPU
ta ontuMainbHe nepekpurtss CPU pobit 3 GPU BukonanHsM. OcoOIuBO BaXXJIMBUM € T€,
[0 CHUCTEMa JAEMOHCTpye cTalOuIpHUN frame time 0e3 3HaYyHUX MIKIB a00 MPOBATIB Y
MPOJTyKTUBHOCTI, IO CBIIYUTH PO BIJICYTHICTh KPUTUUHHUX BY3bKUX MICIh Y peaizaliii.

Interpauiss Tracy mpodaiinepa B cucremy Oyjia peaji3oBaHa yepe3 MaKpocu
CPU_ZONE 1a GPU_ZONE, 1m0 103BOJSIOTH JETKO J0JaBaTH 30HU NPOQIIIOBaHHS B
KoJ 0e3 3HAYHOTO BIUIMBY Ha NPOAYKTUBHICTH. [Ipodaiinep aBTOMaTuyHO 30Upac
CTaTUCTHUKY I10 Yacy BUKOHAHHA PI3HUX €TaIllB pPEeHJEpiHra, BiJl MiATOTOBKA KOMaHJ Ha
CPU no Bukonanns meinaepiB Ha GPU.

TecTyBaHHS TakOX BKIIIOYAJIO MEPEBIPKY CTAOLIBHOCTI CHUCTEMHU TiJ| PI3HUMHU
HAaBAHTAKEHHSAMHM Ta B PI3HUX pekUMax poootu. CucreMa Oysa NpoTecTOBAHA 3 PI3HUMU
TUTIAMUA TEOMETPii, PI3HOI KIIBKICTIO JDKEpen CBITJIAa, PI3HUMH MaTepiajlaMu Ta
TekcTtypamu. OcoOnuBa yBara NpUILISAIACS TECTyBaHHIO MEPEMUKAHHS MK PI3HUMU
peXHMMaMU PEHJIEpIHTa B peaKTopl, TaKUMHU siK solid, wireframe, Ta pi3HUMU peKHUMaMU
Bi3yasizauii /Ui Hajdaro yKeHHs.

Pe3ynbrati TecTyBaHHS MIATBEPAWIIM CTAaOUIBHICTH Ta KOPEKTHICTh POOOTH
po3pobieHoi cuctemu 3 oooma rpadiunumu API. Cuctema neMOHCTpYE 1ACHTUIHHIMA
BiI3yaslbHHI pe3yabsTaT npu poboti 3 DirectX 12 ta Vulkan, 36epiratoun mpu mpoMmy

ONTUMAJIbHY MTPOAYKTHUBHICTh Ta €()eKTUBHO BUKOpUCTOBYIOUM pecypcu GPU..
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VY xoxi BUKOHAaHHA KBamidikamiifHoi poOoTu ii Mera - po3poOka MPOrpaMHOI
cuctemu MynbTu-API st 3D-pennepunra — BUKOHaHA Y TOBHOMY OOCSI31.

Po3pobka mpoBojauiack 3 BUKOPUCTaHHSM MOBU mporpamyBanHsa CH++ 31
crannaptom C++20, cucremu 36upanns CMake Ta nigrpumkoro rpagiuanx API DirectX
12 1 Vulkan anis 3a6e3nedeHHst Kpoc-miat(opMHOT CyMiCHOCTI.

byno mpoBeneHo aAertanbHMI aHami3 mpeAMETHOI ramy3i 3D-penaepuHra, 1o
BKJIIOYAB JTOCIIPKEHHS 1CHYIOUHX pillieHb, TakuX sk Open 3D Engine, Unreal Engine Ta
Godot Engine, a Takok BUBYEHHS Cy4aCHHUX T€HJICHII1 pO3BUTKY I'padiuHUX TEXHOJIOT1M.
Ile n03BOJIUIO BHUSIBUTM OCHOBHI HEJOJIIKM ICHYIOUHMX CHCTEM Ta c(OpMYBaTH 4YiTKi
BUMOTH /10 pO3pOOKH HOBOI apXITEKTYpH, OPIEHTOBAHOI HA IOCTYIHICTh JIJIsl HOBAUKIB Ta
THYYKICTh BUKOPHCTaHHS.

Byno cTtBopeHO MOAyJIbHY OaraTollapoBy apXITEKTypy CHUCTEMH, sKa 3a0e3nedye
YiTKE PO3IJICHHS BIAMOBIIAJIBHOCTE MDK KOMIIOHEHTaMH. P03po0iieHO KOMILIEKT
UML-giarpaM, 1o UIIOCTPYIOTh B3a€MOJII0 OCHOBHUX IIJICHCTEM: IMIApy aOCTpakili
rpadiuanx API, cucremMu peHnepuHra, YNpaBiIiHHSI peCcypcaMHd Ta IHTETPOBAHOIO
penakTopa.

Bnpoamxenns apxitektypu Entity Component System 3a0e3neunsio eekTuBHe
YOPaBIIHHS ITPOBUMHU 00'€KTaMU Ta iX BIACTUBOCTSIMHU.

Cucrema mynbt-API pernepunra 6yna ontuMizoBaHa Jyist 3a0€3Me4eHHs] BUCOKOT
MPOJYKTUBHOCTI Ta $KOCTI Bi3yaii3alli Ha pI3HOMY amnapaTHOMY 3a0€3IEeYEHHI.
CrtBopenuit map abctpakiiii Render Hardware Interface no3Bossie mpo3opo npairoBatu 3
pizaumu rpadiunumMu APl depe3 enuuuii 1HTepdelic, 3a0e3neuyoun 1A€HTHUYHICTb
Bi3yaJbHUX pe3yibTaTiB. BIpOBaIKEHHS CUCTEMH aCHHXPOHHOTO 3aBaHTAKEHHS
pecypciB Ta JTUHAMIYHOTO OHOBJICHHS IICHAEpIB 3HAYHO TMOKpAIIy€ KOPUCTYBAIIbKHIA
JIOCBI1JI Ta MPUCKOPIOE MPOIIEC PO3POOKH.

Cucrema po3po06iieHa 3 ypaxyBaHHSIM MIPUHITUIIIB PO3IMIUPEHHS Ta M ATPUMYBAHHS,
10 JO3BOJISIE JIETKO aJamnTyBaTh i JO0 MaWOyTHIX MOTped Ta TEXHOJIOTIYHUX 3MiH.

MopaynbpHa apxiTekTypa 3a0e3neuye MOMKIUBICTh JOAaBaHHS MIATPUMKH HOBUX



98

rpadiuaux API, po3mupenHs QyHKIIOHATBLHOCTI peAakTopa Ta iHTerparii J0IaTKOBUX
THCTPYMEHTIB po3po0Kku 6e3 Moaudikailii iCHyI040ro KOfy.

Buxopucrtanss cyyacHUX HaTepHiB MpOeKTyBaHHs Ta cranAapTiB C++20 rapantye
JIOBrOCTPOKOBE MIATPUMYBAHHS CUCTEMH.

Po3pobnena mporpamHa cucTeMa HaJae€ MOXIMBICTD Il  HaBYaHHS,
EKCIICPUMEHTYBAaHHS Ta CTBOPEHHS MPaKTHYHHUX 1HHOBAIIMHUX rpadiyHUX JOJATKIB Y

rajxy3i KOMIT'tOTepHOI Irpadiku.
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