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AHOTAIIS

Tema kBamigikamiitnoi podotu 6akanaspa «IIporpamumnii nogatok — 2D rpadiunmii
PYyIIii».,

[TosicHioBanbHA 3aMUCKa CKIAAA€THCA 31 BCTYIY, 3 PO3ALUIIB, BUCHOBKIB, CIIHCKY
BUKOPHUCTAHUX JKepenl 13 25 HaliMeHyBaHb, JIOJATKIB. 3arajlibHUH o0cAr podoTu —
106 cTopiHOK, y TOoMy uHcii 42 CTOPIHOK OCHOBHOI'O TEKCTY, 2 CTOPIHKH CIHCKY
BUKOPHUCTAHUX JKepen, 60 cTOpiHOK JOJaTKiB.

AKTyallbHICTb pOOOTHM TIOJIAITa€ B HEOOXIJHOCTI CTBOPEHHS JIOCTYIHOTO
IHCTPYMEHTY ISl pO3pOOKH TpaiuHUX TBOBUMIPHHUX IrOp, 110 HE BUMArae TrIIMOOKUX
3HaHb Y IpaIyHOMY IPOrPaMyBaHHI.

["onoBHOIO METOIO pOOOTH € PO3pOOKa AOJATKY, SIKUM Oy/1e BIAPI3HATUCS TPOCTUM
JUIsL  OBOJIOJIHHA 1HTepdeicoM Ta BUIBHMM JOCTYIIOM, a TaKoX 3a0e3lnedyBaru
a0COJIIOTHUI KOHTPOJIb HAJl pelaryBaHHSAM BHYTPIIIHBOTO KOJY.

B nepiromy po3iii npoBeeHO A0CIIKEHHSI MPEeIMETHOT 001acTi Ta My OIiKarlin,
PUHITUITN POOOTH.

B pozmini 2 BUCBITIEHO MPOLEC MPOEKTYBaHHS MPOrPAMHOrO JIOAATKY:
dbyHKI[IOHAIBHE MOJCNIIOBaHHS y BianmoBigHOCcTI g0 ctanaapty IDEFO, ne nmeranbHO
po3MIatloThCsl  (PYHKINI Ta iXHI B3a€EMO3B'A3KHU; pO3pPOOKa JiarpaMyd BapilaHTIB
BUKOPHUCTAHHS,; JAlarpamMa KjiaciB, 0 B1I0OpaXkae CTPYKTYpy MPOrpamMu Ta B3a€EMO3B'I3KU
M1DXK KJIacaMU JJIsSl TOCSTHEHHS TOCTABJICHUX ITIJICH.

B po3aini 3 HaBeaeHo mpouec po3poOKHU MPOrpaMHOro A0JaTKy. Posrnsgaerbes
CTPYKTypa Ta BHYTpILIHIA MEXaHI3M NpOrpaMH, OMNKUCAHO OCHOBHI KPOKM Ta €Tanu
PO3pOOKH MPOrpaMHOTO 3a0€3MEeUCHHS 3 BUKOPHUCTAHHAM HEOOXITHHUX TEXHOJIOTIH Ta
IHCTpYMEHTIB. HampukiHiii po3auly po3risHYyTO MpPOLEeC TECTyBaHHS CIOCOOIB

BUKOPHUCTAHHA JO0OATKY.

KitouoBi cnoBa: rpadika, ayaioMoAysib, pylIid peHAEpUHTY, MOAYJb aHIMallii,

MOYJIb ITPOBUX MEXaHIK, TPOTrPaMHUM T0AaTOK, 2D-clieHu, peHIepuHT.
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BCTYII

Jlenp 3a aHeM irpoBi iHGOpMaIifHI TEXHOJOTIl IMIBHUIKO HaOWUparoTh OOEPTIB.
IrpoBa iHAYCTpis mepeTBOpMiIaca 13 CYyTO PO3BaXKAIBHOTO CETMEHTY B TOBCSIKICHHE
KUTTS OUTBIIOCTI CTYACHTIB, IIKOJIAPIB Ta HABITh JIOPOCIIHX.

[amy3p Bimeoirop 3HAYHO 3pocCia 1 TEPEeTBOPWIACS Ha CYTTEBY CKJIAJI0BY
cyuyacHoro 0i3Hecy. Ha nanuii MOMEHT, OHI€IO 3 aKTyaJlbHHUX MPOOJIEM € JOCTYIMHICTh
MEeBHUX I1HCTPYMEHTIB JUIi CTBOpPEHHsS irop 0e3 moTpedu y TIMOOKMX 3HAHHSAX B
rpadgiyHOMY POrpaMyBaHHS.

CporojiHi y 1ii ramxy3i He Tak 0araTo KOHKYPEHTIB, IPOTE€ BOHHM BiJI3HAYAIOTHCS
MacIITabHOIO MOTYXHICTIO Ta MOMYJISIPHICTIO. o6 30epertu
KOHKYPEHTOCHPOMOXKHICTb, MPOAYKT Ma€ BpakaTH CBOEK IMOTYXKHICTIO, a0o0
BU3HAYATHCS CHEIiani3alli€lo y neBHoMy HarpsiMmi. e monomoxy oMy OyTH MOMITHUM
cepen JJepiB raiaysi, NpUBEPTaTH yBary KOPUCTYyBayiB Ta 3400yBaTHU MOIYJSPHICTb
cepel CloKUBayviB.

HasBHIiCTh JIETKOZOCTYITHOTO, OE3KOIITOBHOIO, MPOCTOTO Y BUKOPUCTaHHI Ta
crpsiMOBaHOTO rpadiuyHOro pyiis € PyHIaMEeHTaIbHUM €JIEMEHTOM [iJis1 €(eKTUBHOTO
CTBOpEHHs Bijeoirop. I'padiuyHuil pyInil € OCHOBHUM 1HCTPYMEHTOM, SIKUU (GopMmye
BI3yaJIbHI ACMEKTH BIJIEOTPHU, JOMOMAraroyud po3pOOHUKAM CTBOPIOBATH BIJEOITpU 3
JErKICTIO Ta e(EeKTUBHICTIO, 0€3 MOrMOJIEHOr0 PpO3yMIHHA MOHATH TIpadidHOro
nporpamyBaHHsl. Lle 103Bos1sie po3poOHUKaM 30CepeIUTUCS HAa KPEaTUBHUX acleKTax rpu
HE BHUTpAyalOyd 4Yac HAa BUBYEHHS KOHLEMNLIM rpadiyHoro mporpamyBaHHs. OJHaK,
ChOTOAHI, ycl Tpadiuni pyuri BUMararoTh BEIUKHX OOCATIB MaM'siTi Ta BUCOKOT
MPOJYKTUBHOCTI KOMITIOTEpPA Yepe3 CBOK OaraToPyHKITIOHAJIBHICTh, a TaKOX HE
OE3KOLITOBHUMHU 1 116 MOXe OyTH TNEBHUM OOMEXEHHSM [Jisi MEeBHOI Kareropii
KOPHCTYBaYiB.

Tomy po3poOka rpadgiyHOro pyliisi € akTyaJbHOIO 3a/layelro, K 1 AJis TOro, oo
3a0€3MeUnTH KOPUCTYBaulB 3pyYHUM 1 OE3IUIATHUM JOJATKOM, Tak 1 JJisg TOro, 1100
3a0€3Me4YnTH TMOBHUIM KOHTPOJIb 1 BUIBHICTH i HaJ JOJATKOM, HE MOTPEOYyrOYH Mpu

[IbOMY BHCOKOI MMPOJAYKTUBHOCT1 KOMIT FOTEPA.
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OTXe, OCHOBHOIO METOIO JIAaHOTO JOCTIHKEHHS € po3poOka rpadiyHOro pyiris,
CIPSIMOBAHOTO Ha CTBOPEHHS IrOp Ta CUMYJIALINA Y ABOBUMIPHOMY MPOCTOpi. ['0710BHOIO
HUUUTI0 € 3a0e3MeueHHs] KOPUCTYBaya yciMa HEOOXITHUMH IHCTPYMEHTaMH ISl 1[bOTO,
HaJal04yu HOMY MOBHMM KOHTPOJb HaJ TEXHIYHUMHU aclEeKTaMu Ta KOHCTPYKTOp IS
BI3yaJIbHOTO MporpaMyBaHHS. Takoxk, HE MEHII Ba)XJIMBUM acleKTOM Oyne HeBelIuKa
Bara i3 30epe>XeHHAM BUCOKOI MPOTyKTUBHOCTI, Ta yCIX MEepeBar riraHTiB AaHO1 IHAYCTPIi.

{06 nocsATHEHHS METH MPOEKTy MOTPIOHO BUKOHATH HACTYIIHI 3aJ1a4i:

- BU3HAYUTH aKTyaJbHICTh pOOOTH, JOCTIAUTH IPEIMETHY 00JaCTh Ta MPOBECTH

aHa13 aHaJoriB rpadiyHUX PYIIIiB;

- po3poOuTH YiTKI (PYHKIIIOHAJIbHI BUMOTH J0 Ipa(iyHOro pyIis;

- mpoBecTH (QYHKLIOHATBHE MOJIEIIOBAHHS pOOOTH rpa1yHOrO pyIIis;

- po3poOuTH Ta peasizyBaTu CTPYKTYpy Ta (PyHKIIOHA rpadiqHOro pyIIis;

- MPOTECTYBATH pOOOTY PO3pPOOJIEHOrO MPOrPAMHOTO JOIATKY .



1 AHAJII3 MIPEJIMETHOI OBJIACTI

1.1 Orasa ocTaHHIX JOCTIIKEHD

B ocHOBI O1IBIIIOCTI Cy9acHUX ITOP UM CUMYJISIIN JICKATH rpadiyHui Py — 11e
OCHOBHUH 1HCTPYMEHT JUII CTBOPEHHs IpadiyHuX 3aCTOCYHKIB [1].

['padiuamii pymniii € aOCTpakIiero sl B3aeMofii 3 TpadidHuM 00JIaTHAHHIM
neBaiicy. Pyt Hagae JOCTyn 10 METOJIIB 3a JIONIOMOIOI0 SIKUX KOPUCTyBau (opmye
JIOBKUIJISL CBOTO 3aCTOCYHKY. ['0JIOBHUMU (PYHKIIISIMHU OY/Ib SKOTO PYIIis € IHCTPYMEHTH
JU1sl TOOYTOBU PIBHIB Ta B3a€EMO/II MK 00’ €KTaMH YH JIOKAI[ISIMH.

['padiunmii pymriit sBasie cOO0I0 MOTYKHUM 1HCTPYMEHT JJisi peati3allii ClieH Ta
irop, MPU3HAYEHUM [IJIi KOPUCTYBadiB 3 JIMITOBAHUMM 3HAHHAMH Yy TpadiuHoOMy
nporpamyBanHi [2]. Tomy npocToTa Ta JOCTYIHICTh € TOJJOBHUMU acriekTaMu. JlogaTtok
MOBUHEH BIJIPIZHATHUCS CEpeJl 1HIIMX, aje BKIIOYATH TOJIOBHI KOMIIOHEHTH, TakKi SK
KOHCTPYKTOp PiBHS, NIATPUMKY TEKCTYp, CKPUIITUHT, aHIMaIlis, ay 110 Ta 1HIII.

Posrnspatoun icHyroui rpadiyHi pyunii, MOXHa BUIUIMTH HACTYIIHI OCHOBHI
KOMITOHEHTH Tpadivnoro pymris [3]:

e aynio moayib (Audio module) — roIOBHOIO METOIO TaHOTO KOMITIOHEHTY €
aganTarlisi 3ByKOBUX €(DeKTiB y IpOCTip rpad1yHOro pyulis;

e pywmii pernepunry (Rendering Engine) — mijuito 1aHOTO KOMIIOHEHTA €
NIEPETBOPEHHS BXIIHUX JJAHHUX Y TIKCEIIi Ha eKpaHi kopucTyBaua [4];

e wMoxynb Animamii (Animation module) — KoMIoHEHT, SKHi BiANIOBigae 3a
aHIMaIlio 00’ €KTIB y CIICHI;

e MOIyJb irpoBux Mmexanik (Game mechanics) — KOMIOHEHT, KWl Kepye
NpaBUJIaMHU BipTyaJIbHOTO CBITY [4];

e nporpamHi iHcTpymeHTH (Software Tools) — iHcTpyMeHTH, sIKi T03BOJISIOTh
ONTHUMI3YBaTH POOOTY J[ONAaTKy 1 MOKpamatd eQeKTUBHICTh POOOTH

rpadiyHOro pyumis.
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[lepen xopucTyBadeM 0e3 OCBiAYy poOOTH 3 rpadiyHUMHM 3aCTOCYHKaMH, BHOIp
rpaiyHOro pymrsi MOXe IOCTaTH Cepilo3HO0 MpoOsemMoro. 3acWiIarodyuch Ha
TOCTIKEHHS, Y AKOMY OyJI0 TPOBECHO OMUTYBAHHS LI0JI0 TOTO KU TpadidHUM pyIIiii
€ kparmm|[5], MoxkHa MOOAYNTH 110 OAHO3HAYHOI BiIOBIII Ha 1€ 3alIMTAHHS HE ICHYE.
Koxen rpadiunmuii pymriii mpornoHye cBoi mepeBard ta Heaodiku. Buxoasuu 3 1poro,
nepu Hixk oOupartu rpadiuyHuil pyuriid, KOpUCTYBAaYEBl CIiJl MOKOPUCTYBATUCS PI3HUMU
rpadiyHUMH PYIISIMA 1 00paTH TOH, y sAKkoMy Oyjae HaW3pydyHIUM iHTepdeic Ta
(GyHKIIIOHAJ B BiATIOBIHOCTI JI0 TIOCTaBJICHUX KOPUCTYBa4YeM 3aa4 [5].

VY 1ol yac gk rpadgiyHuil pyiIii NOBUHEH 3a0e3neuntu iHTepdeiic 1jia noOyaoBu
JoKaliil, BaxJIMBO, HI00 y KOpUCTyBaya OyB MMOBHUIl JOCTyH Ta KOHTPOJb Haj
BIIPOBA/KEHHSI CBOIX 171€1, 30KpeMa ONTUMI3Allisl, CIOCIO PEHAEPEHTY YU CTPYKTypHU
miapiB y nmnporpami. 3a0e3leueHHs 3MOTH IMIOPTYBaTH TEKCTypU Ta ayJio €
000B’13KOBUM KOMITOHEHTOM JJIsl TOCSITHEHHSI BACOKOT'O P1BHSI KPEATUBHOCTI Y PO3pOOII1

cIieH Ta irop [6].

1.2 Anani3 icHyl04YHX NPOAYKTiB-aHAJIOTIB

Ha cborojHimiHii 1€Hb ICHY€ BEJIMKA KUIbKICTh I'papiuHUX pyIIIiB, Cepel SKUX
HaiBigomim «Unity», «Unreal Enginey», ame TakoX ICHYIOTh 1 MEHII BioMi, Taki sK
«Frostbite», «Source», «Rockstar» «Advanced Game Engine», siki, B1acHe KaxydH, €
3aKpPUTUMHU CUCTEMaMH 1 HEOCTYTTHUMU JJIs1 3BUYaiHUX KOPUCTYBaYiB.

3BakalouM Ha 1€, KPUTUIHUM (PAKTOPOM KOHKYPEHTOCIIPOMOKHOCTI € po3podOKa
JOCTYTHOTO Ta HAIIWHOTO MPOTPaMHOTO MpoAaykTy. [ms dopmyBaHHS BUMOT 0
MaiOyTHBOTO Tpa(iuHOrO pyIIisl BUKOHAHO aHalli3 ICHYIOUMX aHAJOriB, TaKUX SK
«Unity», «Unreal Engine» 1 «Frostbitey.

«Unity» € ogHAM 3 MPOBiTHUX rpadiuHUX PYIIiiB y Tany3i po3poOku rpadiuHux
J0JJaTKIB, 3 HEHMOBIPHO BEJIMKOIO KUIBKICTIO yCHIIIHUX MpoekTiB. binspko 38% ycix
PO3POOHUKIB IrOp BUKOPUCTOBYIOTH «UNity», sik CBif TOJOBHUEN rpadivyHui pyIIind s

po3pobOku  irop  [7]. Lleit  pymnid = XapakTepu3yeThCsl  HAMIWHICTIO  Ta
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OaraTodyHkioHanbHICTIO. OIHIEIO 3 TOJOBHUX mepeBar «UNity» € miarpuMka po3poOku
irop sIK y JBOBUMIPHOMY Tak 1 TPUBHMIpHOMY IIpocTopax [8].
«Unity» Hamae Benmke pi3HOMaHITTS (GyHKIiA Ta pecypciB (puc. 1.1) Ta mae

3py4yHUl 1HTEpPEHiC.

Pucynok 1.1 — [aTepdeiic noBuMipHOTO pobodoTo mpoctopy y «Unity»

Opniero 3 TOJOBHMX (QYHKIIH «Unity» € MOXIMBICT PO3POOKH MOOLIBHHX
JI0JIaTKIB, 110 BU3HAYMJIO MOTO peryTaliio Ta nomysspHicts (puc. 1.2). Ilpore BapTo
3a3HAYUTH, 110 TIPU TOOYA0B1 3HAYHKX Ta TPpa(iuHO CKIATHUX MPOEKTIB Y PYIIIiS MOXKYTh

BUHUKHYTH JIesIKi OOMEKEHHS 1010 TPOYKTHBHOCTI Ta mBUaKo il [9].

Pucynok 1.2 — [Ipukiiaj cTBopeHHs ciieHH y rpadiunomy pymriro «Unity».
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BaxxiuBo BpaxoByBartH, 110 rnmounHawouu 3 2024 poky rpadiunuii pymii «Unity»
OyJe BUMaraTu IUIaTy 3a CKauyBaHHS OMYyOJIIKOBAHOI'O J0JaTKa CTBOPEHOIO Ha Horo
ocHOBI [10]mo Moxe craTé mpoOIIeMOr0 IS PO3POOHHKIB, SIKi IJIAHYIOTh CTBOPIOBATH
Oe3komToBHI irpu. Ile oOMexeHHsI BapTOCTI MOYKE BIUIMHYTH Ha JOCTYMHICTb PYIIIs JIJIs
OKPEMHUX KOPUCTYBaUiB Ta MPOEKTIB.

«Unreal Engine» € e oqHUM HEHMOBIPHO MOTYXHUM rpadigHIM PYyIIieEM y Tamy3i
po3poOKK Bijmeoirop Ta rpadiyHMX A0JaTKiB. bulbmicTs npodecioHamB y Tamysi
oOuparoTh camMe WOro, MmO Yy CBOI 4Yepry, MIATBEPKYE WOro OMIHAIID Ha

punky [10] (puc.1.3).

Pucynok 1.3 — [Ipuxnaz cuenu y rpadiunomy pymriro «Unreal Engines.

He 3Baxaroun Ha Te mo «Unreal Engine» OyB po3poOseHuii isi CTBOPCHHS
PEANTICTUYHUX CIIEH Ta PealiCTUYHOI rpadiki, B OCTaHHI BEPCIAX JoaaTka Oyla jgojaHa
MOXJIMBICTh pO3pO0IsATH ABOBUMIpHI irpH (puc. 1.4). Ciia BiA3HAYUTH, 1110 TTOPIBHSHO 3
«Unity», «Unreal Engine» Mae 3HauyHO MEHIIWH HaOIp IHCTPYMEHTIB Ta 3aco0iB s

po3poOKM ABOBUMIpHUX monaTkis [11].
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Pucynox 1.4 — Ipuxian 2D cuenn y rpadiunomy pymrito «Unreal Engine»

Jlo memomikiB «Unreal Engine» ciig BigHeCTH 0OMEXEHY KpOCILIaT(GOPMHICTS.
[eit HemOIK 3HAYHO 3MEHIIY€ THYYKICTh JJOJATKIB Ha iloro ocHoBi. Ha gonauy 1o nporo,
SIK TOJIaTOK TakK 1 irpd CTBOPEHI Ha HOT0 OCHOBI YacTo € jayske rpoMiznki [12].

Takosx BaxxnuBo Bim3HauntH, mo «Unreal Engine» He € 0€3KOIITOBHUM 1 3HIMAa€e
MEBHUH BiJICOTOK BiJI POy MPOAYKTIB, CTBOPEHUX Ha HOro ocHOBi [12].

«Frostbite Engine» - me rpadiuHuii pymid sSkuid  po3poOJCHHUN BiJIOMOIO
kommanieto «Electronic Artsy. Ileli nonatox MOCTYNMHWE JMINe s BHYTPIIIHBOTO
BUKOPUCTaHHS Ta I CTyAid ski cmiBnpamiooTs 3 «Electronic  Artsy. Pymiiit
B1JI3HAYAETHCA HEHMOBIPHOIO SKICTIO rpadiku Ta PEATICTUYHICTIO

neranei (puc. 1.5) [13].
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Pucynok 1.5 — [Ipuxian ctBopeHHs peanicTuuHol rpadiku y pyiriro «Frostbitex.

Jlo mepeBar rpadiunoro pyimst «Frostbite» cmig BimHecTH (QyHKIOHAN, SKHA
JI03BOJISIE  PO3POOHMKAM KOHTPOJIOBATH KOJ Ha HaMHIKUOMY piBHI 1 3abe3nedye
e(peKTUBHY aJIaNTallito JJIs1 CTBOPCHHS Ta ONTUMI3allil rpu B pi3HUX xkaHpax [14]. Takox
BapTO BIA3HAYUTH YaCTKOBY MIATPUMKY 2D rpadiku Ta KpocmiaThOpMHICTb.

[TpoTe BayKJIMBO BpaxoBYBaTH, IO J0CTYII 10 «Frostbite» € oomexenuii. JlomaTok
JOCTYIHMIA  JIMINE JUIsA TpariBHUKIB kommanii «Electronic Artsy Tta ix maprtHepis.
3BUYaiiHI KOPUCTYBadl HE MOKYTh BUKOPUCTOBYBATH LIeH PYIIiH 17151 CBOIX IPOEKTiB. [0
HenoiikiB «Frostbitey MokHa BIIHECTH HOT0 CKIAAHICTH B IIEBHUX ACIIEKTax, TAKUX SIK
¢izuka un amimaris (puc. 1.6), MO y CBOIO 4Yepry YCKIAaIHIOE poOOTY PO3POOHUKIB

MOPIBHSHO 3 iHIIUMU pymrismu [15].
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Pucynox 1.6 — [Ipuxiiag ctBopeHHs aHiMaIiil y rpadiuaomy pymrito «Frostbite».

[Ticnst perenpbHOro aHaiizy aHajoriB rpadiuHuX pymiiiB, OyJ0 BHU3HAYEHO Ta

MIPOAHAJII30BAHO iX MepeBaru Ta HeJoJiKU. Pe3ynbratu npeacrtasieHi B Tadbuumi 1.1

Tabmuug 1.1 — IopiBHsuIbHA XapaKTepUCTHKa aHajoriynux 3D Mozeneit

Kpurepii I'padiuni pymni

MOPIBHSHHS «Unreal Engine» | «Unity» «Frostbite»

[aTepdeiic [TotyxHui Jlerknii Ta | Bimomuit CBOE€IO
iHTepdeiic, ajne | JOCTyNHUH IUTA | CKJIAIHICTIO I
CKJIaIHUMN JUIS | KOPUCTYBa4iB  Ha | OCBOEHHS
MOYAaTKIBLIB BCIX PIBHAX

Kpocnnargopmuicts | Henorana Bpaxatoua KpocnnargpopmHicTb
MIATPUMKA PI3HUX | MIATPUMKA PI3HUX | OOMEKeHa

aThopm

maTgopmM,
BKJIFOYAKOYU

MOOUJIbHI




[Iponopxxenus tadmn. 1.1.
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JocTynHicTh beskomroBHun be3komToBHUI OOmexeHult nocTym,
NI JUISL | JIALIe JUIS | BAKOPUCTOBY€ETHCSA
OCBITSIHCBKMX Ta | OCBITSHCBKUX  Ta | BHYTpilIHBO B EA
HEKOMEPIIHHUX HEKOMEPITIHHUX
MIPOEKTIB MIPOEKTIB
Koutpoib HaJ | 3abe3neuye 3abe3neuye [ToBHUII KOHTPOIb,
KOZIOM MOBHUM KOHTPOJb | HU3bKUW  PIBEHB | ale 13 OOMEXEHUM
HaJ KOJIOM, | KOHTPOJIIO, JOCTYIIOM JI0 KOZY
MO>KJIUBICTh MOKJIUBICTh
nporpaMyBaHHs nporpaMmyBaHHS Ha
Ha C++ C# ta Javascript
2D po3poOka Crnabxka CunbHa YacTkoBa maTpuMKa
HNIATPUMKA 2D | miaTpuMKa 2D 2D, ane  meHm
JMILE 3 aKIEHTOM | po3po0OKH, pPO3BHHEHA
Ha 3D po3poOiii NPUJATHUM ISl | HOPIBHSIHO 3 THITUMHU
CTBOpPEHHSI  1rop | GyHKLISIMU
PI3HHX XKaHPIB
[HTerpanis [TinTpumye Mae HU3bKY | PiBeHp  iHTerpaiii
HIUPOKUIM CHEKTP | CYMICHICTh 3 | 3aJIEKUTh BIJ
IHCTPYMEHTIB ~ Ta | 6araTbMa 1HIIMMU | KOHKPETHUX
MOB IHCTPYMEHTAMHU IIPOEKTIB Ta
porpaMyBaHHS MO>KJIMBOCTEN
1HTerpari
CniibHOTA Ta | Mae aktuBHY Ta | Benuka ta | OdiuiiftHa criJibHOTa
Pecypcu BEJIMKY CIIJIBHOTY | aKTMBHA CIIIJIBHOTA | MOXKE OyTu
PO3pOOHUKIB  Ta | pO3POOHUKIB, 00MEXEHOI0  uepe3
mUpoKuii  BUOIp | 6arato  OHJIAlH- | OOMEKEHUN JOCTYI
pecypciB pecypciB
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Jani 3 Tabsuii 1.1 HagarTh 3MOTy 3pOOMTH BUCHOBOK IPO T€ K1 (yHKIIIOHATBH1

JIOTIOBHEHHSI CJI1JT BUKOPUCTATH, 1 HEAOJIKH, SIKUX CJiJ YHUKATH. JlaHWHi mporpaMHUMA

MPOAYKT MOBUHEH BOJIOJITH MOBHOIO (YHKIIOHAIBHICTIO JUIsI PO3POOKH JIBOBHUMIPHUX

J0JIaTKiB, OyTU JIPY>KETIOOHUM JIJIs1 KOPUCTYBaviB MOYATKIBIIIB, a TAKOXK 3a0e31euyBaTi

6e3koITOBHUH nocTyn. BaxknuBo, 100 1ei mpoAyKT rapaHTyBaB MOBHUN KOHTPOJIb HAJ

KOZIOM, MIATPUMYBaB CKPUIITUHT 1 JO3BOJSIB €(PEKTUBHO IHTETPYBAaTH PI3HOMAaHITHI

IHCTPYMEHTH Ta MOBHU ITPOTpamMyBaHHSI.

1.3 IlocTanoBKA 3aaau4i

["0J10BHOIO METOIO JAHOTO JIOCTIHKEHHS € po3po0Ka rpadiuHOro pyIis, IKUi Oy 1e

BIJIPI3HATUCS IMPOCTUM JISI OBOJIOJIHHS 1HTEp(eHcoM Ta BIILHUM JIOCTYIIOM, B JIOAaqy

10 Uboro 3al0e3medyBaTd aOCOJIIOTHUM KOHTPOJIb HaJl BHYTPIIIHIM KOJOM Ta

ONTUMI3ALIEIO.

OcCHOBHI 3aBAaHHS IIOJ0 CTBOPEHHS MIPOTPaMHOr0 NPOAYKTY € TAKUMH:

pO3po0OuTH AU3aiiH rpadiuHOro PyIIIis;
MiJrOTYBAaTH OCHOBY JIJISi CTBOPSHHS MPOTPAMH;

BIIPOBAANTH HiI[FOTOBIH/Iﬁ KOn, TaKWuM SIK JIOTYBaHHs Ta BU3HAYCHHA TOYKH

BXo.y (entry point);

oOpatu 1HTepdeiic mporpamyBaHHs 3acTocyHKIB (API) mist po3poOku

rpadi4HOi YaCTUHU,

PO3poOHUTH cuCcTeMy 0OpOOKHM ITOIIH, YIIPaBIiHHS IIApaMH Ta BBEICHHSIM;
pO3po0OuTH cucTeMy iHTEpdECy;

po3mnoyaTH po3poOKy peHaepepa;

peanizyBaTu CUCTEMY KaMepH;

BIIPOBAJAUTH OOPOOKY TEKCTYD;

pO3MoYaTy ONTUMI3AIIII0 PEeHIepepa,;

PO3pOOUTH CIIEHY JIJISl IPEJICTABIICHHS 00'€KTIB;

PO3pOOUTH KOPUCTYBAIbKUIA iHTEphENC sl B3aEMOJIIT 3 TPOTPaMOIo;
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° MIPOBECTU TECTYBAHHS TOTOBOT'O MPOIYKTY.
binpm neranbHi BUMOTH J0 TMPOEKTY HaBEJAEHO y TEXHIYHOMY 3aBJaHHI Ha

PO3pOOKY TIPOEKTY (H0IaTOK A).

1.4 BuOip 3aco0iB peanizamii

Jl1s1 BTUIEHHS TaHOTO J0JIaTKy Oyiu BUOpaHi HACTYITHI TEXHOJIOT1I:

- OCHOBHA MOBa MporpaMyBaHHS - «C++», 3 BUKOpHCTaHHIM 3ac00iB «STLy;

«C++» € HM3BbKOPIBHEBOIO MOBOIO NMPOTpaMyBaHHs, sika 3abe3nedye HeoOXiIHI
THCTPYMEHTH JjIs1 TOOYI0BU ONTUMI30BaHOTO Ta 0araro(yHKIIIOHAIHOTO 3aCTOCYHKY .

- Tpadivyna 6i6mioTeKa 3acTOCYHKY - «OpenGL» ;

«OpenGL» mpornoHye KOPUCTYBadeBl JIETKUA Ta 3pO3YMUIMH JOCTYI JIO
notyxHocTel rpadiunoi kaptu. Ha Biqminy Bif iHmmx rpadignux 6i6miorek, «OpenGL»
B1JI3HAYAETHCS TPOCTOTOIO peaisallii, Ta JOCTaTHHOIO MOTYKHICTIO 1 ONTUMI3ALIEI0 TS
HOOYI0BH CKJIaJHUX TpadivHuX noaaTkis [16].

- CTBOpPEHHs iHTepdeiicy - 6i0mioTeka «imgui»;

«imgui» - 1ie ojJHa 3 HAHMOMyJAPHIMIMX Oi0NIOTEK IS CTBOPEHHS TpadiduHOro
iHTepdeiicy. bidmioreka mpenacrasisie HaOlp QyHKUINA 178 MOOYyAOBH TECTOBOrO abo
rpadiuHoro iHTepdeiicy nmporpamu [17].

- MaTeMaThyHa marpumka - «<GLM» ;

«GLM» - Maremarnyna 0i0mioTeka sika MpeacTaBise cOOOK0 BETUKUN Habip
byHKIIA 171 poOOTH 3 BEKTOpaMHU, MATPUISIMU, Ta 1HIIMMH MaTEMAaTUYHUMU TUTIAMU
nanux [18].

- 3aBaHTAXEHHsI TEKCTYp - Oi0mioTeka «Sth_image»;

«Sth_image» - IIpocta y BUKOpHCTaHHI 0i0Ii0TeKa I 3aBaHTaXKEHHS 300paKeHb

pi3HMX (hopmarTiB.

- CYTHICHO-KOMIIOHEHTHA CHCTeMa — «entt»;
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«entt» - biGioTeka mpu3HaUeHa JJIs peaizallii CyTHICHO-KOMITIOHEHTHOI CUCTEMH,
sIKa € HeB1JI'EMHOIO YACTHHOIO OYJIb AKOTO rpadigHoro pyiris. «entt» mpornoHye 3pydHuit

Ta THYYKWH CIIOCIO KepyBaHHS CYTHOCTSIMH Ta KOMIIOHEHTaMHu y rpadiuniii cueni [19].
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2 TPOEKTYBAHHA ITIPOI'PAMHOTI'O JOAATKY

2.1 ®yHkuioHaIbLHE MO/IeJIIOBaHHA NMporpaMHoro aoaatky B IDEFO

IDEFO — 11e rpadiuno TectoBuit Mmetoa moaentoBanHs. IDEFQ 3abe3neuye BuCOKwHiA
pIBEHb PO3YMIHHS, MIATPUMKHU aHAJ3y, BU3HAUEHHS BUMOI CHUCTeMH. TakoX JaHui
METO/ MOJICTIOBAHHSI ITIATPUMY€E MOJICTIOBAHHS Ta IHTETPAIliI0 MPOCKTY HA CHCTEMHOMY
piBHi. IDEF0 npu3HaueHa i MOIEIOBaHHS CUCTEM PI3HUX THUIIB, TAKUX K POTPaMHE
4y anapaTtHe 3a0e3neyeHHs. [Himoro nepearoo IDEF(0 € MOXIMBICTh BUKOPUCTAHHS 11
JUTS aHaATi3y (PYHKINH CHCTEM Ta JOKYMEHTYBaHHS BIAMOBITHUX MexaHi3MiB [20].

dyHnKIIOHATBHE MOIeTIOBaHHS rpadiunoro pyris «MyRevoke» B Horariii IDEFO

IpEeACTaBICHA HA PUCYHKY 2.1.

Napamerpn

Aesaiicy

leHepauis rpadivHol cLueHn Crsopera rpadiura cuswa
y 2D npcoTopi

¥ K ¥

Pucynok 2.1 — @ynknionaneHa niarpama IDEFO ais nonatky «MyRevoke»

Ha BXig mocTymaroTh AaHi BiJl KOPUCTyBaua, Takl SIK HaJalITyBaHHS TEKCTYp

3BYKiB, 00’ekTiB, maHi 3 peaaktopa «RevokeCraft», Taki sk cTBOpeHi 00’€KTH,
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HaJaITyBaHHS CIIEHU, Ta JaHl 3 CKPUIITIB KOPUCTYyBaya, Kl OMUCYIOTh JIOTIKY 00’ €KTIB
y cueHi. Peami3aiiisi 0CHOBHOT'O TIPOIIECy BiIOYBAaTUMETHCS 32 PaXyYHOK BHKOPHCTAHHS
nporpamMHoro nonatky «MyRevoke». AnmanTariis 1miJ cucteMy JeBaicy BinOyBa€eThCs B
3QJICKHOCTI BIJ TapaMeTpiB jeBaicy. TexHiuHl 3acoOM, CHCTEMHE IIPOTpaMHE
3a0e3neueHHs Ta mporpamMuuil gogarok «MyRevoke» e mexanizmamu peanizaiii. [Tpu
BHUXO/I1 3 I0JaTKy, oTpuMyeMo CTBopeHy rpadiuHy CIICHY.

Hactynmaum eramom po3po6ku mozeni IDEFO € moainenHs npouecy Ha CKJIaJioBi.
Ile#i eTam HA3UBAETHCSI IEKOMITO3HITISI KOHTEKCTY. J[eKOMITO3HIIISl € OCHOBHUM TOHSTTSIM
crangapty IDEFO. Jlys moOymoBu yCIIIIHOT MOACTI JEKOMIIO3HIIii HEOOX1THO PO30UTH
CKJIaJTHUH ITpoliec Ha #oro ckimanosi [20].

Jexommo3uist 1-ro piBHA MozemoBaHHS rpadiunoro pymiss «MyRevoke» B

notaiili IDEFO npencraBiena Ha puCyHKY 2.2.

zessiicy

Pucynox 2.2 — Jlekommo3suiiisi GpyHKITIOHATHHOT MOJIENI ITIs1 JOJATKY

«MyRevoke»

CtBopeHHs rpadivyHOi CIICHU CKJIAJAEThCSA 3 TaKUX €TallB, SK 00poOKa BXIJTHHX
JaHUX KOPUCTyBava, 00poOka nanux penakropa «RevokeCraft», popmysanns rpadiunoi
cienu. O6po0Kka BX1AHUX TaHUX KOPUCTyBada — I1€ MEPIIHi eTar, SKUil IHTepIpeTye JaHl

Kl BBOJUTH KOPHCTyBau TpH B3aeMoxili 3 gomaTtkoM. OOpoOka maHUX peaaKTopa



20

«RevokeCraft» — me apyruii eram, sKuili mosisrae y oOpoOIli yciX JaHHX BBEICHHUX
KOPUCTYBaueM 1 3TeHepoBaHUX penakropoMm. dopmyBaHHsS TpadidHOi CIIEHH — IIe
YeTBepTUH eTal, SKUW BHUKIMKAE yci HEOOXiaHI (DyHKIII MporpaMHOro AOAATKY s

CTBOpEHHS rpadivyHoOi CIICHH.

2.2 Jliarpama BapiaHTiB BUKOPUCTAHHS

UML — ne wnaOip npiarpamMu BapiaHTIiB BUKOPUCTaHHSA, SIKUH SIBJISE COOOIO
CTaHAApTU30BaHy MOBY MojeitoBaHHs. [liarpamu  BapiaHTIB ~ BUKOPHCTAHHS
BUKOPUCTOBYIOTBCA I ONUCY (YHKINA Ta oO0jacTeil 3acTOCyBaHHS CHCTEM Ta
B1IOOpaXKEHHSI B3a€MOJIIi MK aKTOpaMH Ta CHUCTEMOI0. ['0JIOBHOWO 171e€10 Aiarpamu
BapiaHTIB BUKOPUCTAHHS € ONUC (HYHKIIIOHATHLHOCTI CUCTEMH 0€3 OITUCY TOTO SIK caMe I1e
BUKOHY€EThCA [21].

Hiarpama BapiaHTiB BuUKopucTaHHs B HoTauli UML nns rpadiunoro pymrs

«MyRevoke» npezacraBieHa Ha pUCYHKY 2.3.
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Pucynox 2.3 — Jliarpama BapiaHTiB BUKOPUCTaHHS JIJIsl TpadiqHOTO PyIIIis

«MyRevoke»
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Y nmaHoMmy nomaTky € onuH akTtop: — KopucTyBau: mroawHa sika 3aBaHTaKUIIA
rpadiuanii pymriii «MyRevoke» i cTBoproe TpadivHy ClieHy 3a JOIOMOTOK TpadiqHOro
penaktopa «RevokeCraft» i ckpunti. JltoauHa CTBOPIOE CBili CKPUIT, PEIAKTOpP OyAye

rioro dll dhaiin Ta qomae 1o pymris.

2.3 [liarpama kiaciB

Jlis moOynoBU TOJIOBHOI CTPYKTYpU JOJATKy Oy/ne BUKOPHUCTAHO TEXHOJOTII
00’ €KTHO-OPIEHTOBAHOIO TPOTPaMyBHHS, SKI JO3BOJSIOTH €(PEKTUBHO Ta 3py4YHO
OyIyBaTH MpOrpamHi JOJATKH, BUKOPUCTOBYIOUM 1HTEP(ENCHI KJIACH, HACIITyBaHHS,
nosiMopdizm. Tomy i BiIOOpaKeHHS CTPYKTYpPH MPOrPaMHOi peanizallii rpadiaHoro
pymris «MyRevoke» ciig Bukopucratu giarpamy kiacis. [liarpama kiaciB BigoOpaxkae
CTPYKTYpPY J0JIaTKy BUKOPUCTOBYIOUM rpadiuyHe MOIyIIOBaHHA. JlaHa Jmiarpama BKaszye
Ha KJIacH, iX aTpuOyTH, METOIU Ta B3aEMO3B’ I3KH MK HUMH [22].

Hiarpamu kiaciB nogatky «MyRevoke» 300paxeno Ha puc. 2.4.

Kiac “Application” BiamoBigaTiuMe 3a )KUTTEBUH UK TOJATKY, Ta YC1 HEOOX1THI
(yHKLI0OHATBHI MOKIIMBOCTI JJIs MIATPUMKH MOTO POOOTH.

Knac “Layer” € kimacom iHTepdeiicoM, sIKUid 103BOJII€E KOPUCTYBAYEB1 CTBOPIOBATH
CBOI IIApH yCepeauH1 HOTO TOIATKY, TAKOK BIH BUKOPUCTOBYETHCS SIK OaThKIBCHKUM KJIac
JU1sl 0Oy 10BU 1HTEpelicy T101aTKy.

Knac “Camera” BiagmoBimae 3a ycro JIOTiKy BimoOpaxkenns 3D mpocropy Ha
JIBOBUMIPHOMY €KpaHi.

Knac “Interface” peainizye yci HeoOXxiaH1 YacTUHM 1HTep(deiica 3aCTOCYHKa.

Knac “Scene” BiamoBimae 3a Bce mo 3B’s3aHe 3 MOOYI0BOIO, poOOTOIO, Ta

30epexeHHsIM IpadiuHUX CLEH.



Application

Instance
isRun
Layers

Run()
AddLayer()
OnEvent()
Close()
Get()

Layer

Name

OnAttach()
OnDetach()
OnUpdate()
OnEvent()

v

CratftLayer

Scene
Interface
Camera

OnAttach()
OnDetach()
OnUpdate()
OnEvent()

NewScene()
OpenScrene()
SaveScene()

Renderer2D

AudioRenderer

Shutdown()
Begin()
End()
DrawSprite()

nit()
Shutdown()
RenderAudio()
StopRenderingAudio()
IsAudioActive()

ScriptEngine

DlIFilePath
DilData
isUpdated

OnUpdate()
InitDII()

Shutdown()
GetScriptByName()

~ 1 mitg
|
|
|
|
|

Regestry
WindowProps
Name

L 2

CreateEntity()
RemoveEntity()
OnRuntimeUpdate()
OnEditorUpdate()

T
|
|

v

Interface

Scene
Entity

SetScene()
OninterfaceRender()
SetCurrentEntity()
OnScenePlay()
OnSceneStop()

Camera

Matrix
Position

OnUpdate()
OnEvent()

Pucynok 2.4 — Jliarpama kiaciB gogatky «MyRevoke»
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Knac “Renderer2D” tpumae y co61 yci HeoOxiaH1 (yHKUII 17 BiIOOpa)KEHHs

rpadiky Ha eKpaHi KOPUCTyBaya.

Knac “AudioRenderer” ta xmac “Script Engine” BignosigatoTe 3a 3BYyKH Ta

CKPHIITH BIJMIOBITHO.
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3 PO3POBKA ITPOI'PAMHOI'O 1OJATKY

3.1 ApxiTekTypa 10AaTKy

CtpykTypa nomaTky Oyle CKJIaJaTHCs 3 JBOX TOJIOBHUX MOMIYJIB Ta JIBOX
JIONOMDKHUX. J[0 TOJIOBHUX BITHOCHTHCSA MOysIb «MYRevoke» - sapo 10aaTky, y sskoMy
OyayTh po3TamoBaHi yci (QYHKIIT peHAEpeHry 1 JKUTTA mporpamu. pyrum Oyne
«RevokeCraft» - wmomynp kopuctyBaipkoro rpadiuHoro iHTepdeiicy, y sSKOMy
KOpHUCTyBaueBl Oyzae HanaHo TpadiuHuUd AoCTyn A0 (YHKIIOHAJIBLHOCTI TOJIOBHOTO
moayist «MyRevoke». «MyRevoke-NativeScriotCore» - normomMikKHHA MOAYIb IS
noOyI0BU CKPHIITIB, SIK1 Y CBOIO Yepry 3a0e3euyroTh KOPUCTYyBauy BUIBHHUI JOCTYI J0
dyHKIioHaTBEHOCTEH Moyt «MyRevoke» 1 ¢cBoOOy CTBOPEHHS 1 IMIUIEMEHTAIlii CBOTX
ineir. Momyns «SandBox» - me mpoekt Oe3 iHTepdeiicy HalliJIeHHH Ha TEeCTyBaHHS

OKpeMHUX (PYHKITIOHAIbHUX MOKJIMBOCTEH JOJATKY.

Monayns «MyRevoke» € siipoM TporpaMHOTO JTOJIATKY 1 BIJIMOBiA€ 32 OCHOBHY
(YHKIIIOHATBHICTh Ta >KUTTEBUM IMKJI JOAATKy Y Iiijomy. JlaHuii MOAyJb MOXKHA
PO3JIIMTH HAa HACTYIIHI KJIFOUOB1 KOMITOHEHTH:

1. Kmacu ta MeToam peHIAEpPEHTY — KOMITIOHCHTH SIK1 BIJIIOBIIAIOTh 32 CTBOPCHHS

rpaiyHUX CLEH.

2. Kmacu Ta MeTOIM CKPUNTHHTY — KOMIIOHSHTH SIK1 BiATIOBITaOTh 3a 3B’ 30K MIXK

moyiieM «MyRevoke» Ta ckpuntaMu KOpHCTyBaya.

3. Knmacu ta meronu ayaio MEHeIKepy — KOMIIOHEHTH $Ki BIJNOBIJIAIOTH 3a

00poOKy 3BYKY y rpadpiqHHX CIIEHaX JOAATKY.

4. Krnacu Ta METOJU CHUCTEMH MO — KOMIIOHEHTH SIKi BIJMOBITAIOTH 3a MO Yy

rpadiyHHUX CIEHAX CTBOPEHUX KOPUCTYBAYEM.

5. Kmacu Ta meromu cuctemMu MmapiB — KOMIIOHEHTH SKi 3a JIOTIOMOTOO

HACJIAyBaHHS CTBOPIOIOTH 3B'A30K MDK SJIpOM IMporpamMu 1 TpapiyHUM

1HTEpPEiicoM.
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Kiac ynpapninHs 101aTKOM — OCHOBHUH KJIac si/ipa MporpaMu, SIKUi BiAMOBIa€e

3a )KUTTEBUN LIUKJI IPOTPaMHU 1 YIIPABIIHHS JJOJIATKOM.

Monyns «RevokeCraft» Bimmosimae 3a rpadiunuii inTepdeiic mgomarky. 3

T'OJIOBHUX KOMITOHEHTIB MOJYJISl CJIiJl BUIJTUTHA HACTYIIHI:

1.

Knacu ta meroam, ki BIANOBIAIOTH 3a BIKHO y SKOMy OyJae BigoOpakeHa
rpadiuna cieHa.

Kiacu Ta MmeToim maHenn CyTHOCTeH — 001acTh iHTEpdency y sIKii KOpUCTyBad
MO’K€ CTBOPIOBATH, OOMPATU Ta BUAAISTH CYTHOCTI.

Kracu Ta MeToiu KOHTEHT Opay3epa — o01acTh iHTepdeicy y kit KopucTtyBau
MO’K€ 3MIHIOBAaTH CLI€HH, JOJIaBaTU CKPUITH, 3ByKU Ta TEKCTYpHU A0 0OpaHOi
rpadiyHOi CLHEHHU.

Krnacu Ta MeTtoau HamamTyBaHb CIEHU — O0JAacTh y AKIA KOPUCTYBad MOXKE
HaJAIITOBYBATH TOJIOBHI ACIEKTH CLIEHH, TaKl K HAJIAIUTYBaHHSA (I3UKU YU
¢oH.

Knac ymnpaniHHg iHTepdeiicoM — OCHOBHUW KJac-miap SKUM yHacHiaye
CHCTEMy IIapiB ToyioBHOTO Moayis «MyRevoke» i BigmoBimae 3a TOJIOBHI

aCTMEKTU yIPaBIIHHS 1HTEpPEHCOM.

ApxiTekTypa nporpamaoro goaatky «MyRevoke» 300paxeHo Ha puc. 3.1



Mogynes "MyRevoke”

Mogyne "RevokeCraft”

Buknnem
DYHELIRA
PeHOepuHr <
CEPUNTHHM
Pesynetar

peHoepeHry
[

AYOI0 MEHETEMEHT

Cuctema nogin

CucTema wapie

i i

Knac ynpaeniHHA 4ogartkom

MepeEipka Ha
oHoEMNeHHA dil
hanny

ExcrnopT dyHKLIA
CKpWNTa KOPUCTYBaYa

Y

Moayns "MyRevoke-
NativeScriptCore”

EKCNOPT CKPUNTIE KOPUCTYBaYa E

r

BikHO cUEHW

MaHens cyTHOCTEM

KoHTeHT Opayaep

HanawTysaHsHa cueHwn

Knac YyrpaeniHKA iHTepdeRcom

cll
2]
cll
2]
cll

[JocTyn 0o renosHux

VHELIR JonaTey

Moayne "SandBox”

TecToBMiA Wwap

2]

Pucynok 3.1 — ApxiTekTypa nporpamioro goaatky «MyRevoke»
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3.2 IIporpamua peaJizaunisi MpOrpaMHOro 10AaTKY

Jis po3pooku gonatky «MyRevoke» B sikocti IDE 0yio o6pano Visual Studio ta
premakes, sik mexaHni3M moOymoBu npoekty. Visual Studio 3abe3nedye po3podHUKa ycima
HEOOX1IHUMHU 1HCTPYMEHTaMU KOMIIUIALIT Ta AeOarinry koxy (puc 3.2). IHcTpyMeHT
premake5 e mpocrimmM aHamoroM Bigomoi cuctemu noOynoBu npoekTiB CMake Ta
MPOIOHYE JIETKUN Croci0 MoOyJAOBH CTPYKTYpPH TPOEKTIB MOBOIO MPOTpaMyBaHHS

Lua (puc 3.3).

E:o Output & Foom In ¢

Diagnostics session: 50 seconds

I 20s

4 Events
1]
Azl B Snapshot @ Private Bytes
1231 L

0
4 CPU (% of all processors)
100

Events
> Show Events (0 of 0)

Memory Usage

Enable heap profiling (affects performance)
CPU Usage
® Record CPU Profile

Pucynok 3.2 — [puxiaz 3aco6is nedariary B Visual Studio
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«« outputdir .. "/E(p
" .. outputdir ..

}
defines

{

includedirs

{

Pucynok 3.3 — Ipuxnan mooynosu moayist «MyRevoke» 3acobamu premake5

Po3poOka mounHaeThes 3 pearizaiii Mmoayis «MyRevoke». omoBHUMH QyHKITISIM
JAHOTO MOJYJS TOBUHHI OyTH PEHACPUHT, JKUTTEBHU ITUKI JOJATKY, MEHEIXMEHT
mapiB, MOJIM, 1 TOYKU BXOMY.

st peamizamii rosioBHOT (GyHKIII MmporpamMud OyJI0 BHUKOPHUCTAHO TMOMYJISPHY
TEXHOJIOT1I0, Y fAKIA KOpPUCTYBad CTBOPIOE BH3HAYEHHS (YHKII Yy peaakTopi, ska
BUKJIMKAETbC 3 (YHKINT Main B sapi M0JaTKy, 1 MOYMHAETHCS JKUTTEBUN ITUKII
nogatky [23] (puc. 3.4).

Peanizariist miarpamu QpyHKIIii BXoay 300pa)keHa Ha pUCYHKY 3.5.
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ation+ Rewoke: :CreateApplication(];

plication = Revoke::CreateApplication();

application
application;

Pucynok 3.4 — I'onoBHa ¢yHnkuis gogatky «MyRevoke»

Creafte Application
Oeknapauia

Mogyne
MyRevoke

Peanizauis

Mogyne

RevokeCraft

Pucynoxk 3.5 — Jliarpama ronosHa ynkiis gogatky «MyRevoke»

HactynHum KpokoMm € cTBOpeHHs Kiacy “Application”, sikuii Oye BiANOBIIAaTH 32
KUTTEBUHU UK TOAATKY, KOHTPOJIIOBATH MOTIK 3aCTOCYHKY Ta 1HIIIaN13yBaTH HEOOXITH1
kiacu. Knac ctBopeno texnosoriero “Singleton”, sika siBiisie cO0010 Ki1ac, sIKUA J103BOJISE
CTBOPHUTH JIMIIE OAWH EK3EMIULIp I[bOTO KJIacy, TPUMA4Hh y co0l CTaTUYHO €IMHUN
€K3eMILISIP LIbOT0 KJIacy.

Peanizamis knacy Bxony “Application” 300paxkeHa Ha pucyHKY 3.6.
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Application(];
~Application(];
Run();
DnEvent(Eventd e);

Pushl ayer
PushOverl

Clase(];
Imzuil ayer+ GetImGuilayer{) { return s_ImGuilayer; }

i return *s_Instance; }

iindowt GetwWindow() i =m_Window; }

Ol ruchoweC Lo
Onilindowies:

fctid ncbowe m_Window ;

 m_LayerStack;
+ m_ImGuil ayer;

m_LastFrame a;

plication* 5_TInstance;

Pucynok 3.6 — 'onoBHa kiac nogarky «MyRevoke»

o6 yaukHyTH Tipobiemu koH(ikTIB BikHa GLFW Ta rpadiunoro inTepdericy
DearlmGui HeoOximHO po3pobutn cuctemy miapiB. Kimac “Layer” Oyme 6aThbKiBCHKAM
KJIacOM JJisl ycixX mmiapiB. Y HbOMY OyJne 3aiekiapoBaHo iHTepderic QyHKIHN, y SKUX
B1I0yBaTUMETbCA OUIBIIICTh JIOTIKM A0jatky (puc. 3.7). [Hani ¢ynkuii OyayTh
BUKJIMKATHCS 3 TOJIOBHOTO ITUKJIY Y Kiaci “Application” (puc. 3.8).

Knac “ImGuiLayer” nacmigyBarume ¢yHkmii “Layer” i BUKOHyBaTHME JIOTiKY
rpadigHoro iHTepdeicy.

Ha pucynky 3.9 300pakena niarpama poOOTH KUTTEBOTO ITUKITY 3aCTOCYHKY.
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Layer( std: :stringk
=L ayeri )

nattach(

OnDetac ¥
Onlipdate(Tinestep
OnImGuiDran) 1}
OnEvent{Events

std: :string m_Debuglame

Pucynoxk 3.7 — Knac-iarepdeiic “Layer”

nplication: :Runi)

while (m_Pun)
time i
Mmestep timestep
m_LastFrame = time;
for (Layer+ layer :
Layer—=Onlipdate(

m_ImGuil ayer—=Begin();

for (Layers layer : m_LayerStachk)
Layer—=0OnTnGud Dram] ) ;

m_ImGuil ayer—=End(]);

m_ s —=0OnUpdate) ;

Pucynok 3.8 — IN'osoBHuit nuki noxatky «MyRevoke»
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Void Run()

{Wnd ow OnUpdate()}
GLFWwindow
Events

Pucynok 3.9 — JliarpamMa skMTTEBOTO LUKy AoAaTtky «MyRevoke»

oy

ImGuiLayer . \
OnUpdated } { Layer OnUpdata() }

RevokeCraft
OnlmGuilpdate()

‘UserLayers”
OnlmGuilUpdate()

‘UserLayers” RevokeCraft
OnUpdate() OnUpdate()

BaxnuBum eTanomM po3poOKu € cTBOpeHHs cucteMu noAii Bikaa GLFW. Baxxnuso
100 JlaHa cucTeMa MpaloBaja MBUIAKO Ta TouHO. [ 11 peanizaiiii Oyi10 CTBOPEHO KI1acu
JUTsl BU3HaYeHHs TutiB mofii (puc. 3.10), ta kmac “EventDispatcher”, sikuii Bukinkae ta
noBepTae CcTaTyc BHKOHaHHS (yHKIii npu nepHid momii (puc. 3.11). Cami momii
HaaxomaTh 3 kimacy “Window” (puc. 3.12), skuii B CBOIO 4Yepry BiJIOBiJae 3a
imimiamizamito GLFW BikHa, moxiit Ta iHmmx HeoOXimaux QyHKid. [Ticns iHimamizarii
BikHa B Kiaci “Application”, ¢yskiisa “OnEvent” BCTaHOBIIOETHCS JIJIi 3BOPOTHOTO
3B’S13Ky 3 nojisMu [24].

Peanizamis knacy GLFW BikHa 300pakeHa Ha pucyHKy 3.13.

code I tCount]
went (leey J, m_RepeatCount(: atCount) {3}
GetRepeatCount( ) { return m_RepeatCownt; }

g Tostring()

<« m_RepeatCount =< * repeats])®;

e GetStaticType() { return EventType::HeyPressed; }
e GetEventTy [ GetStaticType()
# GetNane( ] ]

m_RepeatCount ;

Pucynox 3.10 — [Ipukinag ogHOTO 3 KJIACIB CUCTEMH MO



EventDispatcher(Event
' m_Event (eve

Dispatch(

1f (m_Event . GetEventType()
I
L

m_Ewvent . Handled
g gl

] 1
1

o, & t _.J_.' M
Jent& m_Ewvent

Pucynok 3.11 — Knac qy1st BUKIIMKY (DyHKII# OpH BIAMOBIIHUX TOISIX

gLFwﬁétHﬂuseEuttnncaLlhacH:n_Hindnn [ 1 { GLFlabwrd o oW,
i

Jatal data = =(WindowDatas)glfwsetWindowlserPointer(
switch (a

r

1

case GLPW_PRESS:

Pucynox 3.12 — [Ipukinaj BCTaHOBJICHHS 3BOPOTHOTO BUKJIMKY (PYHKITIH

“OnEvent” 3 Bikna GLFW
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Window(
~window(] ;
Omi pa.a_tel_: 3

Gethidth]) { return I_Da.ta.”idth; }

GetHedghti() { return m_Data.Height; }

SetEventlCal Lback( std: : function< [ Even callback) { m_Data.EventCallback =
SetVsync( enable);
IsvSync(]) ;

+ GetCorewindow() { return m_Window; }

Init( WindowSett
Shutdown(] ;

g Title = ==;
width = 8, Height = @

J= EwentCallback;

Pucynok 3.13 — Knac Bikna GLFW

["0510BHOIO YacTUHOIO OY/b SIKOTO rpadiuHoro pyliis € peHaepep. Baxkmuso, 1moo
JlaHa cUCTeMa MpalioBaia MBUJIKO Ta €hEKTUBHO TOMY JIJIsl ONITUMI3allli 0yJI0 BUPIIIEHO
peanizyBaTtu  “‘OaruumHr’  OaraTbOX OO’€KTIB Yy  OAWH  BHUKIMK  KOMAaHJH
“glDrawElements” [25]. Jlns peanizamii OyJ0 CTBOPEHO CTPYKTYypH i 30epiraHHs
JaHUX TIPO BEPIIMHU Ta TEKCTYpH, a Takoxk kiac “Renderer2D”, skwuii BiAmosigae 3a
iHimamizanito Tta kKepyBaHHs peHaepuHrom 2D-o0'extiB (puc. 3.14). YV  dyHkmii
“DrawQuad” 00’ekTH I0MalOThCS A0 MOTOYHOro “‘6aruy”. Komm moTounwmit “‘Oaur”
NepenoBHEHUM, a00 KOJIM BUKIMKAETHCS (PYHKI1S KIHIS TOTOYHOTO CTBOPEHHS Irpadiku,
BiOyBaeThes peHaepuHr. (puc. 3.15). OCKiIbKH y JBOBUMIPHOMY IIPOCTOPI HE MOTPIOHO
PEHIEPUTH CKJIaaH1, OaraTo BepIIMHHI 00’ €KTH, YCI 1HII T€OMETpUYHI Qirypu OyIyTh
BIJI0OpaXkeH1 sIK TEKCTYpH 3 Tpo30puM (GoHOM. Takoxk, OCKIIBKU PYIIi po3paxoBaHUM
Ha JBOBUMIpHY Tpadiky, mOTpeOr y CTBOPECHHI OKPEMUX IICHIEPiB Ha KOXKEH 00’ €KT

HEMae, TOMY YBECh PEHICPUHT BiZIOYBAETHCS 3 OJJHOT'O TOJIOBHOTO Teizepa (puc 3.16).



34

Pucynoxk 3.14 — Ctpykrypa kiacy “Renderer2D”

1f (mainCamera)
I
1

rerdl: (Begin(+*nainCamera, cameraTransform);

group = m_Registry. group=TransformCo
> i entity : group)

[transform, sprite] = group.get< fo
ereriD: :DramSprite transform. Get Transform(

ar30: :End();

Pucynoxk 3.15 — Ilpuknan Bukopuctanns “Renderer2D”
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?Iht?;

fversion

a_TexIndex;
t a_EmtityID;

out
out fla ¢_TexIndex;

s EntityID;

u_PV¥matrix * vecd{a_Pos, 1.8);

fitype fra
ffversion 458

layout{location

vecl v_Te
in vec
in F
in ¥
uniform sampleriD u_Textures[32];
woid main()
{

color = texture(u Textures[int{wv_TexIndex)], v _TexCoord * 1.8) * v_Color;

pixelIDs = v_EntityID;

Pucynok 3.16 — l'omoBuuii 1retizep poaarky «MyRevoke»

Hotpumytrouncek nanoro ctuimo OOII ta 3B’s3KiB y nporpami 0yio noOyaoBaHi
1HIITT KOMITIOHEHTH JOJaTKy, Takl K Oi0iioTeka ImeiaepiB, cucTeMa KaMep, TeKCTYpH,
ayJiio MATPUMKA, CKPUIITYBaHHS.

st po3poOku inTepdeiicy Bukopucrano 6161iorexy DearlmGUI. Byno ctBopeno
KJIac, SIKMW HaCiIye TOoJIOBHUHN Kiac “Application” i peanizoBaHO BU3HAYCHHS (DYHKIIIT

JUISL CTBOPEHHSI 3aCTOCYHKY. [lami y mpoMy Kiaci B KOHCTPYKTOpP1 JOJaHO Iap
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“CraftLayer” 1m0 103BOJIMTH J0AATKY BUKJIMKATH (PYHKIIII JAHOTO KJacy 3a JOTIOMOTOIO

nojimopdizmy (puc. 3.17).

Revoke: :Application

RevobeCrafe()

PushiLayer(

~RevobieCraft()

voke : :CreateApplication(]

Pucynox 3.17 — ['onoBHUit kac iHTepdeiicy 1oaaTky

[aTepdeiic posaineHuit Ha JEKUIbKA KIACIB, AKI MPEICTaBIAIOTH COOOI0 Pi3HI
yactuau iHTepdeiicy. Hanpuxknan wmac “ContentBrowser” BiAmoBizae 3a 4acTUHY
1HTEepdeicy y Kl KOPUCTYyBad MOXKY MEPEMIIIATUCA Yepe3 NanKh yCepeauHl MPOEKTY,
Ta MEPETATYBAaTH TEKCTYPH, CKPUIITH, 3ByKH Ta ciieHn (puc 3.18).

Peanizarisi JaHOTO KIacy mpeacTaBieHa Ha pucyHKy 3.19.

Audio ‘ es Shaders

Pucynok 3.18- Ilpuxnazg surnsagy intepdeiicy “ContentBrowser”



ContentBromser();

OnImGuiRender( ) ;

ystem: :path m_CurrendDir;
> m_FolderIcon
> m_FileIcon

Pucynox 3.19 — [lpuknan ctpykrypu kinacy “ContentBrowser”
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3.3 TecTyBaHHs CNIOCO0IiB BUKOPUCTAHHSA 101aTKY

OcCK1JIbKH, TOJOBHOI 3aJadyer0 IpadiyHOro pyIrsi € CTBOPEHHS Irop, mjs
YCHIIIHOTO MPOBEACHHS TECTYBaHHS JOLUIFHO CTBOPUTH MPUMITUBHY ABOBUMIPHY TPY.

JIJIs IbOTO BiJIKPUBAEMO JIOJIATOK 1 CTBOPIOEMO HOBY clieHy (puc. 3.20). Jlomaemo
rpaBlisg Ta piBeHb, MPU3HAYAEMO IM BIAMOBIAHI TeKCTypH (puc 3.21). Jlus cTBOpEHHs
HOBHUX 00’€KTIB MOTPIOHO HATUCHYTH MpaBy KHOMKY MuIli y 30H1 “Scene Hierarchy” i
obparu omiiro “Create Entity”. Ilicis miporo ganuii 06’ €KT MOXKHa 00paTH 1 J0JaTH 10

HBOTO KOMITIOHEHTH TEKCTYp, (h13UKHU, 3BYKiB, KAMEPHU, CKUIITIB.

Pucynok 3.20 — Iatepdetic nonatky «MyRevoke»
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EEEBEBEEBEBEB

Pucynok 3.21 — IIpukitag cTBOpeHHS ciieHn y qonatky «MyRevoke»

[Ticnist CTBOpEHHS TECTOBO1 CIIEHH, HEOOX1AHO HATUCATH CKPUINT JJIs PyXy TPaBIISL.

Jns  1mporo  HeoOXxigHO cTBOpuTH 1 Bigkputu CH++  Kimac 1o 3pasky

“ScriptTamplate” (puc. 3.22). CTBOpEHUN CKPUIIT HEOOX1THO MEPETIATHYTH Y KOMIIOHEHT
ymy

obpanoro 00’exta (puc. 3.23).
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* Player()

t: :OnCreatel ]

ript: :Onlipdate]

& comp = GetComponemt-RigidBodyConponent={};

* body = comp.Body;

body->Applylinearimpul=e({ 1.8F 1.8F }, {

Pucynok 3.22 — Ilpukian cTBOpeHHs ckpurita y goaatky «MyRevoke»

Cynarni cBody ¥ Bod
Fixed Rotaktiaon
¥ Colisions

[, SEE [, SEE

Sensor

'I It;_ . |::F||:|

&dd  Camy
(Ctrl+1 ;

Pucynok 3.23 — IIpukian nogaBanHs ckpunra y nonatky «MyRevoke»
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HactynHum KpokoM cTaHe JA0JaBaHHs 3BYKY MpH CTPUOKY. /1151 11b0ro HeoOX1aHO
JI0JaTH KOMIIOHEHT 3BYKY (puc. 3.24) no o6’exkra “Player”. Hactymuum kpokom
MOTPIOHO TEPETATHYTH OOpaHUN 3BYK y KOMIIOHEHT Ta Y CKPHUIITI JOJATH 1O MOIii

cTpuOKa BIATBOPEHHS 3BYKY. TakoX HEOOXITHO TOJIaTH JIOTIKY Ul KaMepHu.

¥ Sound Setkbings

Sound
1. BAE PikEh
1, BAE Gain

FPozsikis

Loop Audio
¥ Rigid Bod

Pucynoxk 3.24 — [Ipukian 101aBaHHS] KOMIIOHEHTY 3BYKY B I0AAaTKy

«MyRevoke»
B pesynbrari, 3a AEKIIbKa XBWJIMH OyJIO CTBOPEHO MNPUMITHBHY JBOBUMIPHY

CLEHY-TDY.

[Tpuknan po6oTH rpu MOKHA MIEPETIISIHYTH Ha PUCYHKY 3.25.

- |

SESESESESESESESESES

Pucynok 3.25 — Ipuknan BiaTBOpeHHS ClicHH y qoaaTky «MyRevoke»
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BUCHOBKH

VY xoxi BukoHaHHS KBaji(ikaiiitHoi podotu OakanaBpa Oyjao MPOBEACHO aHaJI3
npeaMeTHOi 00JIacTi, JOCITIKEHHS aKTyalbHOCTI PO3POOKM 32 TEMAaTHUKOIO IMPOBUX
JIOKaIliil Ta aHaJIOTI4HI MpoeKkTu. B pe3ynbTari miaTBepKeHa aKTyalIbHICTh PO3POOKH,
chopMyITILOBaHI BUMOTH JI0 MOJIEIII.

[IpoanamizoBaHo HaWOUIBII TOmMpeHi Tpadiuni pymiii st po3poOKu irop,
JIOKaIlii, Ta 3a pe3yJibTaTaMU IOPIBHSAHHA OO0paHO HaAmpsM pO3pOOKKM Ta IUI IO
peauizanii npoekty «MyRevoke». Takox copMOBaHO MOCTAaHOBKY 3aj1adi Ta TEXHIYHE
3aBJaHHS HA BUKOHAHHS MTPOCKTY.

BukoHaHo 1utaHyBaHHST poOIT Ta MPOAHATI30BAHO MOXJIIMBI PHUBHKU TPU
BUKOHaHHS MPOEKTy. L{e tonomorio 3ano0irtu npoodieMam, siki MOTJIM O BAHUKHYTH [IPU
IpOorpamHiil peanizailii 101aTKy.

Bbyno mpoBeneHO MOAENIOBaHHS MPHUHIMIYY POOOTH MPOTPAMHOTO TOAATKY AJIS
CTBOPEHHS rpadiuHuX CIIEH Y IBOBUMIPHOMY IIPOCTOPI1 3a I0MIOMOI0I0 MOJEI1 B HOTAIIIi
IDEFO. 3a gmomomororo Hotamii UML Buxkonane rpadiuHe mpeacTaBICHHS
(yHKL10HYBaHHS IPOrPaMHOTO TOAATKY - CTBOPEHA Jilarpama BapiaHTiB BUKOPUCTaHHSI.
Po3po6ieno miarpamy kjaciB, ska BijoOpa)kae TOJIOBHI B3a€MO3B’SI3KHM €JICMCHTIB
nporpamMHoi peanizaiiii. Po3poOieHo giarpamy, sika BigoOpaxkae apXiTEKTypy
MPOTPaMHOTO JIO/IATKY.

3riIHO TEXHIYHOT'O 3aBJaHHS Ta PO3POOJICHUX MOJEJEH BUKOHAHO MPOTPAMHY
peanizauilo Aoaatky. JlogaToxk CTBOpeHME g MOOYyJIOBM JBOBUMIPHHUX IrOp Ta
rpadiuanx creH. [IpomemMoHcTpoBaHI TOJIOBHI MOMEHTH TMPOTPAMHOI peai3allii
nonatky. [IpoBeneno TectyBaHHs GyHKITIOHATBHUX MOXKIIMBOCTEHN IOAATKY, CTBOPIOIOYHN

OPUMITUBHY IBOBUMIPHY Tpy.
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1 IIpu3HayeHHs i MeTa CTBOPEHHS 10ATKY
1.1 IllpusHadyeHHs1 A0AATKY

JlomaTok mpu3HAUEHUH U1 CTBOPEHHS irop Ta rpadiyHoi Bizyasi3alii CIOKETIB y

JIBOBHUMIPHOMY MPOCTOPI.
1.2 MeTa cTBOpEHHS 10AaTKY

['0OBHOIO METOI0 JAHOTO MOCHIDKCHHS € po3poOKa MoAaTKy, SKAd Oyne
BIJIPI3HATUCS MMPOCTUM JUISl OBOJIOAIHHSA 1HTepdeiicoM Ta BUIBHUM JOCTYIOM, B J0J1a4y
70 1bOro 3abe3nedyBaTH aOCONIOTHUI KOHTPOJb HaJl PEJaryBaHHSIM BHYTPIIIHBOIO

KOAY.
1.3 LinboBa ayauropist

Jlo 1inpoBOi aynuTOpii JAHOrO JOJATKY BIAHOCATBHCS KOPUCTYyBadi, sKi
3aIliKaBJICHI CTBOPEHHSM TpadiuHMX Mporpam, IU3aHOM, CIOKETHHUMH IrpamMH Ta

IHTepaKTUBHUMH MeEJTia.

2 Bumoru 10 101aTKy
2.1 BumMoru 710 10AaTKYy B HiJIOMY

Jlonatok mOBWHEH 3a0e3MedyBaTd BCTAHOBJICHHM psia  (yHKIIIOHATBHUX

MOKJIMBOCTEN Ta OYTH y BIIBHOMY JOCTYIIL.
2.2 BUMOTH 10 CTPYKTYPH il PYHKIiIOHYBaHHS J0JATKY

Honarok «MyRevoke» wmae OyTu peani3oBaHuii 3a JOMOMOTOK MOBH
nporpamyBaHHsi C++ ¥ nmomaTkoBux O10J1O0TEK Ta HaJaBaTH JOCTYN N0 Habopy
BU3HAYEHUX (QYHKIIOHAIBHUX MOXJIUBOCTEH.

®diHanbHUN NPOIYKT MOBUHEH OYTH NPEACTABICHUN KOMIT IOTEPHUM JOAATKOM,

AKUM 3a0e3neuye oOmMpHUA QYHKIIOHAN Ta 3py4YHU 1HTEepdeENC.
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dyukmionan pymris «MyRevoke»:

MOJKJIMBICTh CTBOPEHHS Ta pEJaryBaHHsS CIICH BHKOPHUCTOBYIOUHW JIHIIE
iHTepdeic 101aTKy;

MOXJIMBICTh IHTETPYBaHHS BIACHUX TEKCTYp Ta ay/io (haiiB;

HaJaHHS HEOOMEKEHOTO KOHTPOJIIO HaJl CTPYKTYPOIO peHIepepa Ta MOAYJIiB
3B’s13aHUX 3 CTBOPCHHSM IpadiKu;

BHCOKa ONTUMI3AIllS PU PEHJICPEHTY BEJIUKOI KiJIbKOCT1 00’ €KTIB,;

HU3BKUN PIBEHb BUMOT JI0 XapaKTEPUCTUK MPUCTPOIO KOPUCTYBAUa;

2.3 BuMoru 10 mporpaMHOro Ta anapaTHoro 3aée3nevyeHHs

OnTuManpHl ~ TEXHIYHI ~ XapakTEPUCTHKUM  MPUCTPOO IS HAAIMHOIrO

(YHKIIIOHYBaHHS MPOrpaMu BKJIHOYal0Th rpadiunuii anantep Nvidia GeForce 760 a6o

HoBimm, neHTpansHuii nporecop Intel Core i3 3.0 GHz a6o mBuwmmwmii, 4 I'b

omniepaTuBHOI 1am’sTi Ta 8 I'b BIIbHOTO TMCKOBOTO IIPOCTOPY.

2.4 Bumoru 10 30epe:keHHs1 iHpopmanii

Yeci daiinu sk monatky «MyRevoke», Tak i CTBOPEHHX CIIEH, TEKCTYp Yd ay/Iio,

MMOBUHHI 30epiraTucs JOKaJIbHO Ha MPUCTPOT KOPUCTYyBaya.
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3 CTpyKTypa 10JaTKY
3.1 3aranbHa iHdopMmallis mpo cTpykTypy aoaatky «MyRevoke»

Jlo cTpyKTypH [OOAATKy BXOJAATH YCl BHYTPIIIHI MOy, Kl € JIMITOBAHO
noctynHi. Mopaymi  ans po3poOKH, TECTyBaHHS Ta OCHOBHMM  MOAYIb €
3araJbHOAOCTYITHUMH, B TOHM Yac sIK BTOPUHHI MOy, K1 HE MOTPeOyIOTh peaaryBaHHs,
HEJIOCTYITHI.

[Mepenik MmoaymiB y monatky «MyRevoke»:

— OcHoBHu#t Moaynb «MyRevokey, skuii MICTHTH sapo mporpamu. JlaHuit
MOJyJib 3abe3reuye poOOTy JOJAaTKy 1 BHUKOHY€E TakKi 3aBIaHHA, SK
pPEHJIEpUHT, CUCTEMa TOJI, CHUCTEeMa IIapiB, aOCTpakKilis T0JAATKOBUX
MO/TYJIiB.

— Monynb mis tectyBaHHd - «Sandbox». 3mMoenpOBaHUN IS TECTYBaHHS
GbyHKIIOHATY 3aCTOCYHKY 0€3 KOpHCTyBalbKoro iHTepdeiicy Ta
J0JTATKOBUX OOMEKEHBb MOJTYJIS PEIaKTopa.

— «RevokeCraft» - Mmoaynb y sikoMy pealli3oBaHO KOPUCTYBAIbKUH iHTepderic

JUUISl CTBOPEHHS CIICH Y JIBOBUMIPHOMY IIPOCTOPI.
3.2 Im3aiin nopatky «MyRevoke»

Jlu3aiiH 10JaTKy MOBUHEH OYTH peali30BaHUi y MIHIMATICTUMHOMY Ta Cy4YaCHOMY
ctwii. KopucryBanpkuii iHTepdelic MOBUHEH OyTH PO3POOJICHH 3 BUKOPHUCTAHHSIM
0i0moTexu «imguiy. ITaniTpa koiabopiB — y cydacHomy ctuii. [pudtu noBunHI OyTH
OPUEMHUMH i1 4YuTaHHA. [HTepdeiic MoBMHEH OyTH THYYKHM 1 3pO3YyMUIUM 3
MOXJIMBICTIO BHECEHHS 3MiH KopuctyBaueM. [1laGioH kopucTyBaibkoro iHTepdency

MaiioyTHBOrO J01aTKy «MyRevokey 300paxkeHo Ha pucyHKy A. 1.



NoroTwn HanalLTyBaHHs Crocobu
pefaryEaHHA
Lonartkosi
CueHa HaNaLTYBaHHA
dyHKUIOHAN Ta
HanalTyEaHHA
KoHTeHT Bpayaep
Pucynok A.1 — Cxema rojioBHOTO iHTEpdercy
Kapra gonatky 300pakeHa Ha pUCyHKY A.2.
Cnocid penarysaqHR KOHTEHT Gpay3ep
A A
¥ h 4
OyHUioHan B » [OMNOEHa CUSHa | HanaumysasHA

h J

HanawTyeaHHA
000aTky

EWOpaHWx o0'ekTIE

Pucynok A.2 — CucteMa HaBiranii

50



4. Cxaan i 3mict pooir 3i ctBopenns noanatky «MyRevoke»

o1

JloknagHuii ONMUC eTamiB poOOTH 31 CTBOPEHHS rpadiqHOro pyliiis HAaBEICHO B

Tabmui A.2.

Tabmuns A.2 — ETanu cTBOpeHHS JBOBUMIPHOTO TpadiyHOTO PyIIIis

Ne Ckunag i 3mict po0it CTtpox po3podku
1 AHaJti3 mpeaMeTHol 00J1acTi 5 nHIB
2 Bu3HaueHHs BIIACTUBOCTEMN JOJATKY 5 nHIB
3 Po3poOka nrabiaony goaaTky 5 mHIB
4 [linroToBKa CTPYKTypH 3aCTOCYHKA 14 nuiB
5 Po3pobka cuctemu nomii 7 IHIB
6 Po3po6ka cuctemu mapis 7 nHIB
7 Po3pob6ka 0a3oBux mieitaepin 7 IHIB
7 Po3po6ka abcrpakiiii APl 616mioTexu 15 nuiB
8 Po3pobka 6azoBoro 2D penaepepa 25 nHIB
9 Po3pobka cuctemu kamep 14 nHiB
10 Po3po0ka miaATpUMKH TEKCTYp 7 nH1B
11 Po3poOka miaTpuMKu ayio 7 nH1B
12 Po3poOka miaTpuMKHU nocT-e(PeKTiB 7 IHIB
13 Po3po0xka miaATpUMKH OCBITJICHHS 10 nuiB
14 Po3poOka miaATpUMKN CKPUTITYBaHHS 7 nH1B
15 Po3pobka inTepdeliicy 3acToCyHKa 10 nHiB
16 Hanucanus cynpoBiiHOI JOKYMeHTaIli1 1 neHp
17 Beta - recryBaHHA 7 nHIB
18 Alpha - TectyBaHHs 5 nHIB
19 Peni3 3actocyHky 1 neHpb
3aranbHa TPUBAIICTH POOIT 164 nui




MaiOyTHBOTO nonaTky «MyRevoke» 300paxeHno Ha pucyHky A.1.
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4. Cxaan i 3mict pooir 3i ctBopenns noanatky «MyRevoke»

JloknagHuii ONMUC eTamiB poOOTH 31 CTBOPEHHS rpadiqHOro pyliiis HAaBEICHO B

Tabmuis A.2 — ETanu cTBOpeHHS TBOBUMIPHOTO I'padhigyHOTO PYIIIis

Ne Cxuaan i 3micT pooiT CTtpok po3podku
1 AHaJi3 nmpeaMeTHo1 001acTi 5 mHiB
2 Bu3sHaueHHs BIIACTUBOCTEN JOJATKY 5 nHIB
3 Po3po6ka mabmony noaaTky 5 nHIB
4 [liaroToBKa CTPYKTYpH 3aCTOCYHKA 14 nuiB
5 Po3pobka cuctemu nomi 7 IHIB
6 Po3poOka cuctemu mapis 7 nH1B
7 Po3pob6ka 0a3oBux mieitaepin 7 IHIB
7 Po3po6ka abctpakiii APl 6i6mi0Texu 15 nHiB
8 Po3pobka 6azoBoro 2D penaepepa 25 nHiB
9 Po3pobka cuctemu kamep 14 nuiB
10 Po3poOka miaATpUMKH TEKCTYp 7 IHIB
11 Po3poOka miaTpuMKH ayio 7 nH1B
12 Po3poOka miaTpuMku noct-e(pexTiB 7 nH1B
13 Po3poOka miaTpUMKH OCBITICHHS 10 quiB
14 Po3po0Oka miATpUMKH CKPUNITYBaHHS 7 IHIB
15 Po3pobka inTEepdelicy 3acToCyHKa 10 nHiB
16 HanucanHs cynpoBiAHOI JOKyMEHTAIIl1 1 nenn
17 Beta - TecryBanHs 7 IHIB
18 Alpha - TectyBaHHs 5 nHiB
19 Peni3 3acTocyHky 1 nenp
3aranbHa TPUBAIICTH POOIT 164 nui
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JTONATOK B
MJIAHYBAHHS POBIT

["'0710BHOIO METOIO JAHOTO MPOEKTY € po3poOKa TOAATKY, SIKU Oy1e BIAPI3HATHUCS

IPOCTUM JIJI1 OBOJIOJIHHS 1HTep(deiicoM Ta BUIBHUM JIOCTYIIOM, B JI0Jady 10 I[bOTO

3a0e3neyyBaT a0COIIOTHUI KOHTPOJb Ha/l BHYTPIIIHIM KOJIOM Ta ONTUMI3AIIIEIO.

Bb.1 Jeranizauis meTn npoexkty merogoM SMART

Jlnst  akTyanbHOCTI Ta KOHKYPEHTOCIPOMOXHOCTI JOJATKy TOTPIOHO Ha

KOHIIETITyaJIbHOMY €Tall MpaBWIbHO BU3HAYUTHU Horo mety 3a ponomororo SMART-

Metony [26] “Po3pobka rpadiunoro nBouMmipHoro pyimis «MyRevoke» Ha ocHOBI

3aTBEP/KEHOTO TEXHIYHOTO 3aBJaHHs, PO3pOOKH 1rop 1 Bizyamizaiii CIEHapliB y

JBOBUMIpHOMY npocTopi, 10 01 yepBHs 2024 poky”.

Orxe, Pesynpratu pgetamizamii METM HAIIONO MPOEKTY 3a LUMH I SITbMa

dakropamu HaBesieH1 y Tabnuii b.1.

Tabmuns b.1 — ®opmanizaiist meTu 3a TexHonoriero SMART

Specific

CtBopeHHs1 TpadiuyHOTO PYIIis JJIs JTBOBHUMIPHHUX JOJATKIB, KU
Oyle BiJ3HAYaTUCAd JIETKUM JJIsi OCBOEHHS 1HTepdelicoM Ta
0e3IIaTHUM JIOCTYIIOM, a TaKOX 3a0e3MedyBaTh MOBHUM KOHTPOJb

HaJl KOJOM Ta OITHUMI3ALIEIO.

Measurable

CtBOpeHuil 3py4HHil Ta MPOCTU criociO po3poOKH CLIEH Ta PIBHIB Y

JIBOBUMIPHOMY TPOCTOPI.

Achievable

Merta pocspkHa. 3aTBep/KeHe TEXHIYHE 3aBJaHHs Bijl 3aMOBHHUKA Ta

pearnizoBanuii potoTHn pymrist «K MyRevoke».

Revelant

CKopo4YeHHs 4acy Ha CTBOPIOBAHHSI ITPU YU CTCHH y JBOBUMIPHOMY
MpOCTOpi 1 MPOCTUH 1HTepdec s drojei 0e3 rIMOOKHUX 3HaHb

MPOrpaMyBaHHS.
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b.2 IlnanyBanHs 3MicTy poOiT Ta CTPYKTYpH BUKOHABIIiB

WBS (Work Breakdown Structure — iepapxiuna cTpyKTypa po0OiT) — Iie eJIeMEHTH
MPOEKTY, rpadiuHO MpencTaBICH] OJHIEI0 3TPYIIOBAHOIO 1€PAPXIEI0 Y €UHIN cucTeMi 3
IPOYKTOM IPOeKTy. CTpyKTypa AEKOMIO3UIIIi poOIT CIIpsIMOBaHA Ha BAKOHAHHS YaCTUH
MPOEKTY MO HEBEJIMKUM YaCTHHAM 1 cama 1Mo co0i € HeBiJl'€EMHOIO YaCTUHOIO, IIUIb SKOi €
oprasizariist poooTu y komanmi [27].

Ha nepuromy (HaliBUIIOMY) piBHI 3HaXOAUTHCS MPOIYKT mpoekTy. /il Ta 3axomu
JUISL  peailizallii METH TPOEKTYy 3HAaxXOASIThCd Ha JIPyroMy pIiBHI JIEKOMIIO3HIIII.
Jlexomno3uiiist poOIT MPOBOAUTHCS 1O MOMEHTY, KOJIM BOHU IEPETBOPIOIOTHCS Ha
eJleMeHTapHi (IIpocCTi).

Enemenrtapni pobotu — 11e Aii, 110 MPU3BOAATH JO OJJHO3HAYHOTO PE3yJbTaTy 3a
BUKOHAHHS SKHUX BIJANOBIJA€ OJHA JIIOAWHA. TaKUM YMHOM JIETKO OOYUCIUTU BUTPATH
nparl Ta I0BXKUHY BUKOHaHHA uX Aii. Ha pucynky b.1 npeacraBieno WBS 3 po3poOku

rpadigHOTO I1BOBUMIipHOTO pyIris «MyRevoke».

[Ticnst 3aBepilieHHsS] €Tamy JEKOMITO3MIIT TPOIIECiB, HEOOXIAHO pO3MOoYaTH
PO3pOoOKY oprani3aiiiHoi cTpykTypu BukoHasiiB ado OBS. Ie rpadiuna ctpykrypa, sika
BiJI0Opaxkae poOITHUKIB 200 BIMOBIJATBHUX OCIO 32 BIJIMOBIIHI €J1€MEHTapHI pOOOTH.

OpranizaniiiHa CTpyKTypa IJIaHyBaHHS MPOEKTY BioOpaxeHa Ha pUCYHKY b.2. ¥V
Tabsuil b.2 BUKIa€HO CIMCOK BUKOHABIIIB MTPOCKTY.

Tabmuug b.2. - Criucok BUKOHABIIB, IO (PYHKI[IOHYIOTh B TIPOEKTI.

Poub i IIpoexTHa poib
Po3pobHuk Cyxennu M.M. Bukonye «front-end» Ta «back-
end» po3poOKy
IIpoekTyBaIbHUK Cyxennu M.M. Bukonye IIPOEKTYBaHHA
CTPYKTYPH 3aCTOCYHKY.




[Tponorxenus tadmui b.2.
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Poab A IIpoexkTHa poab
TecTyBanbHUK Cyxennu M. M. Biamosinae 3a TEeCTYBaHHS
(byHKITIOHATY Ta 3anHy
3aCTOCYHKY.
KepiBHUK TPOEKTY Bamenko C.M. dopMye 3aBIaHHS Ha PO3POOKY
MPOEKTY.
Menemxep npoeKkTy Cyxennu M.M. Bianosinae 3a BUKOHAHHSA

TEPMiHIB, PO3IMOALI PECypciB Ta
3aBIaHb MDK  ydYacHHUKaMH.

Buxonye 301p Ta aHaJi3 JaHUX.
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b.3 diarpama I'anTa

He MeHI BakTMBUM eTarioM IJIaHYBaHHS € MOOYJ0Ba KaJIeHTApHOTO Tpadiky
(miarpamu I"anTa). [liarpama ["aHTa 11€ po3KJiaj BUKOHAHHS POOIT MPOEKTY 3 PO3MOALIOM
7aT. 3a TOmoMororo rpadiky cTBOpeHoro y miarpami ['aHTa Mo)kKHA BUSHAYNUTH TPUBATIICTh
IPOIIECIB 3 OOMEKEHHSIMHU B pecypcax, Py IbOMY BpaxOBYIOUM BUX1IHI Ta CBSITKOBI JIHI

[28]. Kanennapuuii rpadik npoekty mnpencraBieHo Ha pucyHkax b.3-b.4.

m 1 4 [IBoBHMIipHHIA rpadiudmii pywii 164 days Wed 12/20/23 Thu 8/15/24
=] 1.1 4 Migrotoeka cneyndirauii 11 days Wed 12/20/23 Mon 1/8/24
=] 1.1.1 4 Auaniz npegmertroi obnacti 5 days Wed 12/20/23 Wed 12/27/23
=] 1.1.1.1 Bu3HaueHHA npobnem 1 day Wed 12/20/23 Thu 12/21/23 CyxeHuy M.M
=] 1.1.1.2 BU3HayeHHA uinei 2 days Thu12/21/23 Mon12/25/23 4 CyxeHuy M.M
IF = 1.1.1.3 AHaNi3 KOHKYPEHTIB 2 days Mon 12/25/23 Wed 12/27/23 5 CyxeHuy M.M
=] 1.1.2 4 BM3HAUEHHA BNACTHBOCTEH 3aCTOCYHKA 6 days Wed 12/27/23 Mon 1/8/24 3
=] 1.1.2.1 Pospobra T3 3 days Wed 12/27/23 wed1/3/24 & CyxeHuy M.M
m 1.1.2.2 Peparveanns Ta obroeoperns T3 2 days Wed 1/3/24 Fri1/5/24 8 CyxeHuy M.M
=] 1.1.2.3 3areepmxenns T3 1 day Fri1/5/24 Mon 1/8/24 9 CyxeHuy M.M
=] 1.2 4 Pozpobka 3acToCyHKa 137 days Mon 1/8/24 Wed 7/24/24 2
=] 1.2.1 4 Back-end 127 days Mon 1/8/24 Wed 7/10/24 7
0 1.2.1.1 MigroToBKa CTPYKTYPM 3aCTOCYHKA 14 days Mon 1/8/24 Fri2/2/24 10 CyxeHuy M.M
m 1.2.1.2 Pozpobra cucTeMH nomii 7 days Fri2/2/24 Tue 2/13/24 13 CyxeHuy M.M
=] 1.2.1.3 Pozpobra cHCTEMH IIapiE 7 days Tue 2/13/24 Thu2/22/24 14 CyxeHuy M.M
=] 1.2.1.4 Pozpobra bazoeu weiinepie 7 days Thu 2/22/24 Mon 3/4/24 15 CyxeHuy M.M
m 1.2.15 Pozpobka aberparuii API 6ibmoTexn 15 days Mon 3/4/24 Mon 3/25/24 16 CyxeHuy M.M
m 1.2.1.6 Pozpobra bazoecro 2D pergepepa 25 days Mon 3/25/24  Mon 4/29/24 17 CyxeHuy M.M
=] 1.2.1.7 Pozpobra cHCTEMH Kamep 14 days Mon 4/29/24  Fri5/17/24 13 CyxeHuy M.M
0 1.2.1.8 Pozpobka maTpHMKH TEKCTYD 7 days Fri5/17/24 Tue5/28/24 19 Cyxenuy M.M
m 1.2.1.9 Pozpobra muTpuMen ayoio 7 days Tue 5/28/24  Thu6/6/24 20 CyxeHuy M.M
=) 1.2.1.10 Pospobka maTpuMKH nocT-edieKTiE 7 days Thu 6/6/24 Mon 6/17/24 21 CyxeHuy M.M
m 1.2.1.11 Pozpobka mMOTPHMEN OCEITIEHAA 10 days Mon 6/17/24  Mon 7/1/24 22 CyxeHuy M.M
=] 1.2.1.12 Pozpobka mMOTPHMEN CEPHITTYE2HHA 7 days Mon 7/1/24 Wed 7/10/24 23 CyxeHuy M.M
P 1.2.2 4 Front-End 10 days Wed 7/10/24  Wed 7/24/24 12
m 1.2.21 Pospobra npoToTuny iHTepdeicy 2 days Wed 7/10/24  Fri7/12/24 24 CyxeHuy M.M
= 1.2.2.2 Peanizauia GyHKUIOHANY 33CTOCYHRY 8 days Fri 7/12/24 Wed 7/24/24 26 CyxeHuy M.M
P 1.3 4 TecTyBaHHA 3aCTOCYHKY 12 days Wed 7/24/24  Frigfof24 11
=] 1.3.1 Beta -TecTyBaHHA 5 days Wed 7/24/24  Wed 7/31/24 27 CyxeHuy M.M
m 1.3.2 Alpha -TecTyBaHHA 7 days Wed 7/31/24  Frig/9/24 29 CyxeHuy M.M
P 1.4 4 BnpoBaf#eHHn B Ajio 4 days Fri 8/9/24 Thugf15/24 28
=] 1.4.1 Hanarog#eHHa KoperTHoi poBoTk gogatry 2 days Fri 8/9/24 Tue 8/13/24 30 CyxeHuy M.M
=] 1.4.2 PosmilweHHA Ha «GitHub» 1 day Tue 8/13/24 Wed 8/14/24 32 CyxeHuy M.M
=] 1.4.3 Penis 3acTocyHRry 1 day Wed 8/14/24 Thu&/15/24 33 CyxeHuy M.M

Pucynox b.3 — Kanennapuuii rpadix mpoexTy



l('.'y)( HUu M.M
: lcyxa-mm M.M

Cyxernu|M.M

s Cyseruu M.M
llC\rxenuu M.M
Cyxennu M.M

I 1

I 1

H Cyxexuu M.M

l lexenuu M.M
1ny=nuu M.M
Cyxennu M.M
l Cyxenuu M.M
l lexenuu M.M
lexenuu M.M
Inyermu M.M
CyxeHuu M.M
l Cyxenuu M.M
l lexen tu M.M
| Cyxennu M.M
Cyxennu| M.M
l Cyxenuu M.M
- lexen u M.M
+Cyxennu M.M
Cyxernu M.M
Cyxennu M.M
Cyxernu M.M

Pucynoxk b.4 — IIpogoB:xeHHs KaleHAapHOTO TpadiKy MPOEKTY



b.4 YupasiiHHSI pU3HKAMU MPOEKTY
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Jlns mpoBeneHHs SKICHOI OIIHKKM PHU3UKIB, MEpII 3a BCE MOTPIOHO BHU3HAYUTH

PUBHKH, SK1 CJIIJI YCYHYTH SIKHAHUIIBUAIIE. 3Ba)Kal0UM HA CTYIIEHb BaXKJIMBOCTI PUBHUKY —

pearyBaHHsS Oyjae BIIMOBITHE.

HactynmHuM KpokoM € peanmizamisi KiUTbKICHOTO

OITIHIOBaHHsI pU3HMKiB. B 3aexHOCTI Bij 3a0€3MeUeHHS TPOCKTY, KUIbKICHE OLIHIOBaHHS

Ta SIKICHE OI[IHIOBAHHS MOXKYTh BUKOHYBATHCA K pa30M Tak 1 okpemo. [lepernik puszukin

JTAHOTO MPOEKTY MOXkHA NeperyisiHyTH y Tabnuil b. Y tabnuii b.4 HaBeaeHo pe3ynbTaTi

oiiHKY pu3uKiB. Tabnuis b.5 Bminye kpurepii ais kinacudikaiii pu3uKiB 10 BEITUYUHI

BILUIMBY Ha MPOEKT Ta MOXJIMBOCTI iX TOSIBHU.

Tabmuus b.3 — Puszuku npoekty

Ne puzuky | Ha3zBa (ommc) pusuky

R1 [IpoGaema 31 310pOB'sIM pO3pOOHHKA
R2 BiagkmrodeHHS €1eKTPOKUBICHHS

R3 HecrabinbHe [HTEpHET 3’ € qHAHHS

R4 [TpoGnemu 3 anapaTHUM 3a0€3MEUCHHIM
R5 [ToBiTpsiH1 TpUBOTH

R6 Henomniku y TectyBanH1

R7 HeouikyBaH1 3MiHU B TEXHOJOTISAX

R8 3MiHa MoTped KOpUCTyBaya

R9 HenocraTHsa nokyMmeHTaIis

R10 HeBiamosigHicTe BUMOTaM 00JIaJHAHHS
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Tabmuns b.4 — Pe3ynbTaTi BU3HAYeHHSI KMOBIPHOCTI, BIUIMBY Ta PaHTy PU3HKIB

IPOEKTY
. Bnius
Ne pusuky | HazBa (onuc) pusuxy Hmoslpricts (0,05- Panr
(0,1-0,9)
0,8)
R1 [TpoGnema 31 3popoB'sm | 0.4 0.3 0.12
pO3poOHUKA
R2 Biagkmtouenns enextpoxkusieHHs | 0.8 0.1 0.08
R3 Hecrabinsue [aTepuer 3’eqnanns | 0.2 0.2 0.04
R4 [Tpo6nemu 3 anmapatauMm | 0.1 0.8 0.08
3a0e3MeueHHIM
RS [ToBiTpsiHI TPUBOTH 0.3 0.3 0.09
R6 Henomiku y TectyBaHHI 0.4 0.2 0.08
R7 HeouikyBaHi 3MIHU B (0.1 0.2 0.02
TEXHOJIOT1X
R8 3MiHa MOTped KOpUCTyBaya 0.5 0.1 0.05
R9 HenmocraTHsa mokyMeHTAIlis 0.3 0.2 0.06
R10 HesiamosigHicTh Bumoram | 0.3 0.1 0.03
o0J1aTHaHHS

Tabmuug b.5 — [llkana OLiHIOBAHHS PU3UKIB 3a WMOBIPHICTIO BUHUKHEHHS Ta

BCIIMYMHOIO BIVIMBY

Ouinka | MmogipnicTe BunnkHenns | Brums pusuky | Tun pusuxy
1 Hwuspka Huspkuit [TpuitHsATHI

2 Cepenns Cepenniit Bunpapnani
3 Bucoka Bucokuit Henonyctumi
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JI7is 3HMKEHHS HETaTUBHOTO BIUIMBY PU3HMKIB HAa MPOEKT HEOOXIAHO pO3poOUTH

IUTaHyBaHHS pearyBaHHs. [lo pearyBaHb MO>KHA BITHECTH OIIIHKY HACIiJKIB BIUIMBY Ha

IMPOCKT Ta p03p06JI€HHSI HaJICKHHNX BaXOI[iB. Amnams 3I[iﬁCHIO€TI)C§I 3a IIOKa3HUKaMMH,

HaBeZeHnMu y Tabmumi b.4.Ilicis mpoBeneHHs IIaHyBaHHS 3aXOJliB pearyBaHHS Ha

PHU3UKH, 3ICTABJICHO MATPHIF0 HMOBIPHOCTI IMOSIBU Ta BIUIMBY pU3HKIB (Tabmmis b.6).

3esieHuM KOJILOPOM Ha MaTpHIIl BiToOpakeH1 MPUUHATHI PU3HKH, 5KOBTUM — BUIPAB/IaHi,

a YEpPBOHUM — HEJIOITyCTUMI.

Tabmuus b.5. — Marpuus KMOBIPHOCTI Ta BIUITUBY

Bnuius 3arpo3u (pusuky)

Hmosipuicts Hyxe manui | Majuit Cepenniit | Bestukuii Aye .

PU3HKY BeJINKHUI
0,1 0,2 0,3 0,4 0,8

0,8 0.08(R2, R4)

0,5 0.05 (R8) 0.1

0,4 0.04 0.08(R6) |[0.12 (R1)

0,3 0.03 (R10) 0.06 (R9) | 0.09 (R5)

0,2 0,01 0.04(R3) | 0,06

0,1 0.01 0.02 (R7) |0.03 0.08 (R4)
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VY tabnuui b.6 HaBenmena kimacudikamisi pu3MKIB 3a pIBHEM, BIAMOBIIHO 0

OTPUMAHOI'O 3HAYCHHA iHI[eKCY.

Ta6mus b.6 — [lIkana oriHIOBaHHS PU3UKY 3a PIBHEM

Ne Ha3sBa Me:xi Pu3uxu, siki BXOASITh
1 [Tpuiiasri 0,005<R<0,05 R3, R7, R8, R10

2 Bunpasnani 0,05<R<0,14 R1, R2, R4, R5, R6, R9
3 Henomyctumi 0,14<R<0,72

[locunarounch 10 MONEPEAHBO MPEACTABICHUX JaHUX, OYyJI0 pPO3poOJIEHO
3aX0AM pearyBaHHS Ha BUSBIEHI NPUUHATHI Ta BUIpaBIAaHI PU3UKU MPOECKTY.

PesynbTaTu nogani y ¢popmi tabmmii b.7.



Tabmug b.8. — Pusuku npoekTy Ta ctparerii pearyBaHHs

Craryc Onuc Hmogipnicts | B | Panr fn
crparerii Ilnan A Ilnan b
ID | puzuky PHM3UKY BUHUKHEHHSI | PpUBHKY | PU3HKY
pearyBaHHs
Bunpasnanwii | [Ipobnema 31| 0.4 0.3 0.12 3menmienHs | Perynspni nepepBu Ta | Meauuna
1 3I0POB'SIM TpeHYBaHHS J0ToMora Ta
pO3poOHUKA KOHCYJIbTaIIisl.
Bunpasnanwmii | Binkmrouenns | 0.8 0.1 0.08 3menmenns | HasBuicth pesepBHoro | IlIBugka 3miHa
2 CIICKTPOKUBIIE KUBJICHHS Yy BHWIJISAL | JDKEpena
HHS reHeparopa CJIEKTPOKUBIICH
HS
[Tpuiinstauit | HectabinbHe 0.2 0.2 0.04 3meHieHHs | Bukopucrtanus pi3nux | [lIBugka 3miHa
3 InTepuer NOCTa4aJIbHUKIB JpKepena
3’€THaHHS [HTEpHET-3B'A3KY [uTepuery
Bunpasnanuii | [Ipo6nemun 3| 0.1 0.8 0.08 3menmenns | Perymspaa migrpumka | [lIBugka 3amiHa
4 anapaTHUM Ta TEeXHIYHE | HECTIPABHOTO
3a0e3NeYeHHIM 00CITyrOoByBaHHS oOnagHaHHS
oOnasHaHHA

Q9



[Tponorxenus tadmuiii b.10

Craryc Omuc Mmogipuicts | Biius | Panr fn
ID crparerii Ilnan A Ilnan b
PH3UKY PHM3HKY BHHUKHEHHSl | pU3UKY | PU3HKY
pearyBaHHA
Bunpasnanwuii | [loBiTpsHi 0.3 0.3 0.09 3MeHIIeHHs | Perynspauit el
5 TPUBOTH MOHITOPUHT €BaKyarlis
HOBITPSIHOT TPUBOTH HepCcoHaIy
Bunpasnannii | Hegonmiku y|0.4 0.2 0.08 3MmenmeHHs | [Tocunnene tectyBanHs | [lIBuake
6 TeCTyBaHHI nepe] BUILYCKOM BUSBIICHHS  Ta
BUIIPaBJICHHS
MTOMHJIOK
[Tpuitnsatauii | HeouikyBaHi 0.1 0.2 0.02 3menmenHs | [IpoBenenHs [IBuaka
7 3MIHU B IIOCTIAHOIO ajrarnraris Ta
TEXHOJIOT1X MOHITOPUHTY BIPOBAIKEHHS
TEXHOJIOTTYHUX HOBUX
TEHACHLIN TEXHOJOTIH  y
MPOEKT

99



[Tponorxenus tadauiii b.10

Craryc Onuc Hmogipnicts | Briup | Panr fn
ID crparerii ILnan A linan b
PHU3HUKY PU3HUKY BUHUKHEHHSI | PU3HKY | PU3HKY
pearyBaHHsI
[Iputinatauii | 3MiHa 0.5 0.1 3menmieHds | Perenbuuii ananis | [lIBuake BUMpaBlieHHS
8 noTpeo notped HEIOMIKIB Ta
KOpHUCTYyBaua KOpHUCTYyBaua PUCTOCYBaHHS
IPOAYKTYy 40 TOTped
3aMOBHHUKA
Bunpasnanmii | Hegoctatus | 0.3 0.2 0.06 3menmienns | Koncymbrartis [IIBunke  BUSABJIIECHHSI
9 JIOKyMEHTAIll J01eH 3 | MpOOJIEMHUX MOMEHTIB
A JIOCBIJIOM Y AaHii | y poOOTi Ta 3a1y4eHHs
ramysi JOTATKOBUX €KCIIEPTIB
[Tpuitn | HeBinmnoBiaH 0.3 0.1{0.03 3meniiendsa | PerenpHuii anams | [lIBuagke — BUABICHHS
10 | arHUM 1CTh TEXHIYHUX npoOJjieM Ta 3aMiHa HE
BUMOTaM MOTY>KHOCTEH KpOoCTUTanGpopMHUX
oOnagHaHHS KOPHUCTYBayiB JUISTHOK KOZY

L9



JTOJATOK B
JICHMHT MPOTPAMHOTO KOJY OCHOBHUX KOMIIOHEHTIB
TOJATKY

Application.h

#pragma once

#include "Core.h"
#include "Time.h"

#include "Window.h"
#include "LayerStack.h"

#include "MyRevoke/EventSystem/Event.h"
#include "MyRevoke/EventSystem/AppEvent.h"
#include "MyRevoke/EventSystem/MouseEvent.h"
#include "MyRevoke/EventSystem/KeyEvent.h"

#include "MyRevoke/ImGui/ImGuiLayer.h"
#include "MyRevoke/Renderer/Shader.h"

#include "MyRevoke/Renderer/BuffersAPI.h"
#include "MyRevoke/Renderer/Cmaera.h"

namespace Revoke

{

class Application

{

public:
Application();
virtual ~Application();
void Run();

void OnEvent (Eventé& e);

void PushLayer (Layer* layer);
void PushOverlay (Layer* lavyer);

void Close () ;
ImGuiLayer* GetImGuiLayer () { return m ImGuilLayer; }
static Application& Get () {

return *s Instance;



static Application* GetPointer () {

return s Instance;

}

Window& GetWindow () { return *m Window; }

Window* GetWindowPointer () { return m Window.get();

Shared<Window> GetWindowScr () { return m Window; }

private:

bool OnWindowClose (WindowsCloseEvent e);
bool OnWindowResize (WindowResizeEvent e);

private:

Shared<Window> m Window;
LayerStack m LayerStack;
ImGuiLayer* m ImGuilayer;

float m LastFrame = 0;

bool m Run = true;

private:

}s

static Application* s Instance;

Application* CreateApplication();

Application.cpp

#include
#include
#include
#include
#include

#include
#include

#include

#include

"rvpch.h"
"Application.h"
"Log.h"
"Input.h"
"Core.h"

"MyRevoke/Renderer/Renderer2D.h"
"MyRevoke/AudioManager/AudioRenderer.h"
"MyRevoke/Scripting/NativeScript.h"

"GLFW/glfw3.h"

namespace Revoke

{

Application* Application::s Instance = nullptr;

}
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Application: :Application ()

{
ALuint test = 2;
RV _CORE ASSERT (!s Instance, "Application already exist");

s _Instance = this;

m Window = std::make shared<Window> () ;
m Window-
>SetEventCallback (RV_BIND EVENT FUNK (Application::OnEvent));

RendererAPI::Init () ;
Renderer2D::Init () ;
AudioRenderer::Init () ;
ScriptEngine::InitD11 () ;

m ImGuiLayer = new ImGuilLayer();
PushOverlay (m ImGuilLayer);

}
Application::~Application ()

{

AudioRenderer: :Shutdown () ;
Renderer2D: :Shutdown () ;

}
void Application: :Run ()

{

while (m_Run)

{

float time = (float)glfwGetTime () ;
Timestep timestep = time - m LastFrame;
m LastFrame = time;

for (Layer* layer : m LayerStack)
layer->OnUpdate (timestep) ;

m_ ImGuilLayer->Begin();

for (Layer* layer : m LayerStack)
layer->OnImGuiDraw () ;

m_ ImGuiLayer->End() ;

m_ Window->OnUpdate () ;
}

}
void Application::Close()

{



71

m Run = false;

}
void Application::0OnEvent (Eventé& e)

{

EventDispatcher eDispatcher (e);

eDispatcher.Dispatch<WindowsCloseEvent> (RV_BIND EVENT FUNK (Appl
ication: :OnWindowClose)) ;

eDispatcher.Dispatch<WindowResizeEvent> (RV_BIND EVENT FUNK (Appl
ication: :OnWindowResize)) ;

for (auto it = m LayerStack.rbegin(); it !=
m LayerStack.rend();++1t)

{
if (e.Handled)
break;
(*1t) ->OnEvent (e) ;

void Application::PushlLayer (Layer* layer)

m LayerStack.PushLayer (layer) ;
layer->OnAttach{();

void Application::PushOverlay (Layer* layer)

m LayerStack.PushOverlay (layer) ;
layer->OnAttach () ;

bool Application::0OnWindowClose (WindowsCloseEvent e)

m Run = false;
return true;

bool Application::0OnWindowResize (WindowResizeEvent e)

{
RendererAPI: :WindowResize ((float)e.GetWidth (),
(float)e.GetHeight ());
return true;

}

Renderer2D.h

#pragma once

#include "RendererAPI.h"



#include "Shader.h"

#include "Cmaera.h"

#include "Texture.h"

#include "EditorCamera.h"

#include "MyRevoke/Scene/Components.h"

#include "glm/glm.hpp"

namespace Revoke

{

glm:
glm:
glm:

glm:

glm:

SpriteRendererComponenté& sprite,

class Renderer2D

{
public:

static void Init () :;
static void Shutdown () ;

static void Begin(const Camera& camera, const glm::mat4
transform) ;
static void Begin(const EditorCamera& camera);

static void End () :;

static void DrawQuad (const glm::vec3& position, const

:vec?2 size, const glm::vecd& color,

int entityID);

static void DrawQuad (const glm::vec2& position, const

:vec?2 size, const glm::vecd& color,
static void DrawQuad (const glm::vec3&
:vec?2 size, const Shared<Texture>& texture,
static void DrawQuad (const glm::vec2é&
:vec?2 size, const Shared<Texture>& texture,

static void DrawQuad (const glm::mat4dé&
:vecd& color, int entityID);

static void DrawQuad (const glm::mat4dé&
Shared<Texture>& texture, int entityID);

int entityID);

position, const
int entityID);
position, const
int entityID);

transform, const

transform, const

static void DrawSprite(const glm::mat4d& transform,

static void QuadInit () ;
private:

static void NewBatch () ;
public:

// Stats

struct Stats

{
uint32 t DrawCalls = 0;
uint32 t QuadCount = 0;

int entityID);
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i

}

uint32 t GetTotalVertexCount ()

uint32 t GetTotallIndexCount ()

}i

static Stats GetStats():;

static void ResetStatistics();

Renderer2D.cpp
#include "rvpch.h"
#include "Renderer2D.h"
#include "imgui.h"
#include "glm/glm.hpp"
#include "glm/gtc/matrix transform.hpp"
#include <glm/gtc/type ptr.hpp>

namespace Revoke

{

struct QuadVertex

{

}s

glm::vec3 Position;
glm::vecd4 Color;
glm: :vec2 TexCoord;
float TexIndex;

int EntityId = 0;

struct Data2D

{

static const uint32 t MaxEllements

static const uint32 t MaxVertices
static const uint32 t MaxIndices
static const uint32 t MaxTextures

Shared <VertexArray> QuadVA;
Shared <VertexBuffer> QuadVB;

Shared <Shader> Shader;

Shared <Texture> WhiteTexture;

uint32 t QuadIndexCount = 0;

QuadVertex* QuadVertexBufferBase

73

{ return QuadCount * 4;

{ return QuadCount * 6;

= 10000;
MaxEllements * 4;

MaxEllements * 6;

32;

nullptr;



QuadVertex* QuadVertexBufferPointer = nullptr;

std::array<Shared <Texture>, MaxTextures> Textures;
uint32 t TexturelIndex = 1;

glm: :vecd QuadVertexPositions[4];

Renderer2D: :Stats Statistic;
}s

static Data2D* s Data;
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static const glm::vecd4 whiteColor = { 1.0f, 1.0f, 1.0f, 1.0f };

volid Renderer2D::Init ()

{
s Data = new Data2D();

QuadInit () ;

s Data->WhiteTexture = std::make shared<Texture>(1l, 1);

uint32 t whiteTextureData = Oxffffffff;
s Data->WhiteTexture->SetData (&whiteTextureData,
sizeof (uint32 t));

int32 t samplers[s Data->MaxTextures];
for (uint32 t i = 0; 1 < s Data->MaxTextures; 1i++)
{

samplers[i] = i;

}

s Data->Shader =
std::make shared<Shader>("assets/Shaders/Main.shader");
s Data->Shader->Bind() ;

s _Data->Shader->SetUniformIntArr ("u Textures", samplers,

s Data->MaxTextures) ;

s _Data->Textures[0] = s Data->WhiteTexture;

s _Data->QuadVertexPositions[0] = { -0.5f, -0.5f, 0.0f,
i

s Data->QuadVertexPositions[1l] = { 0.5f, -0.5f, 0.0f, 1.

}s

s _Data->QuadVertexPositions[2]

}s

s _Data->QuadVertexPositions[3] { -0.5f£, 0.5f, 0.0f,
}i

}

void Renderer2D::Shutdown ()

{
delete[] s Data->QuadVertexBufferBase;

}

{ 0.5¢, 0.5f, 0.0f£, 1.

1.0f

0f

0f

1.0f



void Renderer2D::Begin(const Camera& camera, const glm::maté
transform)

{

glm::mat4 viewProj = camera.GetProjectionMatrix () *
glm: :inverse (transform) ;

s Data->Shader->Bind() ;
s Data->Shader->SetUniformMat4 ("u PVmatrix", viewProj);

s Data->QuadIndexCount = 0;

s _Data->QuadVertexBufferPointer = s Data-
>QuadVertexBufferBase;
s Data->TexturelIndex = 1;

void Renderer2D::Begin(const EditorCamera& camera)

{
glm: :mat4 viewProj = camera.GetViewProjection();

s Data->Shader->Bind() ;
s Data->Shader->SetUniformMat4 ("u PVmatrix", viewProj);

s Data->QuadIndexCount = 0;

s Data->QuadVertexBufferPointer = s Data-
>QuadVertexBufferBase;
s Data->TexturelIndex = 1;

void Renderer2D: :End ()
{

//Drawing
uint32 t dataSize = (uint32 t) ((uint8 t*)s Data-
>QuadVertexBufferPointer - (uint8 t*)s Data->QuadVertexBufferBase);

s _Data->QuadVB->InitData (s Data->QuadVertexBufferBase,
dataSize);

for (uint32 t i = 0; 1 < s Data->Texturelndex; i++)
{
s Data->Textures[i]->Bind (1) ;
}
s Data->Shader->Bind() ;
RendererAPI::DrawElements (s _Data->QuadVA, s Data-
>QuadIndexCount) ;
}

//Color Draw
void Renderer2D::DrawQuad (const glm::vec3& position, const
glm::vec?2 size, const glm::vecd& color, int entityID)

{
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glm: :mat4 transform = glm::translate(glm::mat4(1.0f),

position)

1)

* glm::scale(glm::mat4(1.0f), { size.x, size.y, 1.0f

DrawQuad (transform, color, entityID);

if

}

(s_Data->QuadIndexCount >= Data2D::MaxIndices)
NewBatch () ;

void Renderer2D::DrawQuad(const glm::vec2& position, const
glm::vec2 size, const glm::vecd4& color, int entityID)

{

DrawQuad ({ position.x, position.y, 0.0f }, size, color,

entityID);
}

//Texture Draw
void Renderer2D::DrawQuad (const glm::vec3& position, const

glm::vec2 siz

{

glm
position)

1)

e, const Shared<Texture>& texture, int entityID)

::maté4 transform = glm::translate(glm::mat4(1.0f),

* glm::scale(glm::mat4(1.0f), { size.x, size.y, 1.0f

DrawQuad (transform, texture, entityID);

}

void Ren
glm::vec2 siz
{
Dra
entityID);
}

derer2D: :DrawQuad (const glm::vec2& position, const
e, const Shared<Texture>& texture, int entityID)

wQuad ({ position.x, position.y, 0.0f }, size, texture,

void Renderer2D::DrawQuad(const glm::mat4d4& transform, const
glm::vecd& color, int entityID)

{

constexpr size t quadVertexCount =
const float textureIndex = 0.0f; //
constexpr glm::vec?2 textureCoords]|]

1.0£, 0.0f 1},

if

4;
White Texture
= { { 0.0f, 0.0f }, {

{ 1.0, 1.0£ }, { 0.0£, 1.0f } };

(s_Data->QuadIndexCount >= Data2D::MaxIndices)
NewBatch () ;
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for (size t i = 0; 1 < guadVertexCount; i++)
{
s Data->QuadVertexBufferPointer->Position = transform
* s Data->QuadVertexPositions[i];
s Data->QuadVertexBufferPointer->Color = color;
s Data->QuadVertexBufferPointer->TexCoord =
textureCoords[i];
s Data->QuadVertexBufferPointer->TexIndex

textureIndex;
s Data->QuadVertexBufferPointer->EntityId
s Data->QuadVertexBufferPointer++;

entityID;

s Data->QuadIndexCount += 6;

s Data->Statistic.QuadCount++;

void Renderer2D::DrawQuad(const glm::matd4& transform, const
Shared<Texture>& texture, int entityID)
{
constexpr size t quadVertexCount = 4;
constexpr glm::vec?2 textureCoords[] = { { 0.0f, 0.0f }, {
1.0f£, 0.0f }, { 1.0£f, 1.0f }, { 0.0f, 1.0f } 1},

if (s_Data->QuadIndexCount >= Data2D::MaxIndices)
NewBatch () ;

float texturelIndex = 0.0f;

for (uint32 t 1 = 1; 1 < s Data->Texturelndex; 1i++)
{

if (s _Data->Textures[1i]->GetID() == texture->GetID())
{
textureIndex = (float)i;
break;
}
}
if (textureIndex == 0.0f)

{

if (s _Data->TexturelIndex >= Data2D::MaxTextures)

NewBatch () ;
textureIndex = (float)s Data->Texturelndex;
s Data->Textures[s Data->TexturelIndex] = texture;

s Data->TexturelIndex++;

for (size t 1 = 0; 1 < guadVertexCount; i++)
{
s Data->QuadVertexBufferPointer->Position = transform
* s Data->QuadVertexPositions[i];
s Data->QuadVertexBufferPointer->Color = whiteColor;
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s Data->QuadVertexBufferPointer->TexCoord
textureCoords[i];
s Data->QuadVertexBufferPointer->TexIndex

texturelIndex;

s Data->QuadVertexBufferPointer->EntityId
s Data->QuadVertexBufferPointer++;

entityID;

s Data->QuadIndexCount += 6;

s Data->Statistic.QuadCount++;

void Renderer2D::DrawSprite(const glm::mat4& transform,
SpriteRendererComponent& sprite, int entityID)
{
if (!sprite.Texture2D.empty())
{
Shared<Texture> texture;
texture = std::make shared<Texture> (sprite.Texture2D);
DrawQuad (transform, texture, entityID);

DrawQuad (transform, sprite.Color, entityID);

volid Renderer2D::QuadInit ()

{
s Data->QuadVA = std::make shared<VertexArray>();

s Data->QuadVB = std::make shared<VertexBuffer>(s Data-
>MaxVertices * sizeof (QuadVertex));

BufferLayout quadLayout = {
{ShaderDataTypes::Float3, "a Position", false},
{ShaderDataTypes::Float4, "a Color", false},
{ShaderDataTypes::Float2, "a TexCoord", false},
{ShaderDataTypes: :Float, "a TexIndex", false},
{ShaderDataTypes::Int, "a EntityID", false}

i

s Data->QuadVB->SetLayout (quadLayout) ;

s Data->QuadVA->AddVertexBuffer (s Data->QuadVB) ;

s Data->QuadVertexBufferBase = new QuadVertex[s Data-
>MaxVertices];

uint32 t* quadIndices = new uint32 t[s Data->MaxIndices];



uint32 t offset
for (uint32 t 1
{

0;

quadIndices[i] = offset ;

quadIndices[i + 1]
quadIndices([i + 2] =

quadIndices[i + 3
quadIndices([i + 4] =
quadIndices[i + 5

offset += 4;
}

0; 1 < s Data->MaxIndices;
= offset + 1;
offset + 2;
offset + 2;
offset + 3;
offset;

Shared<IndexBuffer> QuadIndexBuffer;
QuadIndexBuffer = std::make shared<
IndexBuffer>(quadIndices, s Data->MaxIndices);

i +=

s Data->QuadVA->SetIndexBuffer (QuadIndexBuffer);

delete[] guadIndices;

vold Renderer2D::NewBatch ()

{
End () ;

s Data->QuadIndexCount = 0;
s _Data->QuadVertexBufferPointer = s Data-

>QuadVertexBufferBase;
s Data->TexturelIndex = 1;

}

Renderer2D::Stats Renderer2D::GetStats ()

{

return s Data->Statistic;

}

void Renderer?2D::ResetStatistics ()

{

memset (&s_Data->Statistic,

SceneSettingsPannel.h
fpragma once

#include <glm/glm.hpp>

0, sizeof(Stats));

6)
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#include "MyRevoke/Scene/Scene.h"

namespace Revoke

{

class SceneSettingsPannel

{

public:
SceneSettingsPannel () ;
~SceneSettingsPannel () ;

void OnImGuiRender () ;
vold SetScene (Shared<Scene> currentScene);
private:

int m GravityPositionIteration

int GravityVelocityIteration = 6;

Shared<Scene> m CurrentScene;
glm::vec3 m ClearColor = { 0.2, 0.2, 0.2 };
bool m EnebleBlending = true;

SceneSettingPannel.cpp

#include "rvpch.h"
#include "SceneSettingsPannel.h"

#include <imgui.h>
#include <glm/gtc/type ptr.hpp>

#include "MyRevoke/Renderer/RendererAPI.h"

namespace Revoke

{

static char* sceneName;

SceneSettingsPannel: :SceneSettingsPannel ()

{
}

SceneSettingsPannel: :~SceneSettingsPannel ()

{

delete[] sceneName;

}

void SceneSettingsPannel::OnImGuiRender ()

{

ImGui: :Begin ("Scene Settings");
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if (ImGui::InputText ("Scene Name", sceneName,
sizeof (sceneName) ) )
{
std::string str (sceneName) ;
m_ CurrentScene->SetName (str) ;

}

if (ImGui::ColorEdit3("Set Clear Color",
glm::value ptr(m ClearColor)));
RendererAPI::SetClearColor ({ m ClearColor.r,
m ClearColor.g, m ClearColor.b, 1.0f });

1f (ImGui::Checkbox ("Eneble Blending", &m EnebleBlending))
RendererAPI: :EnableBlending () ;

if (ImGui: :DraglInt ("Set Gravity Position Iteration",
&m GravityPositionIteration, 0, 100))
m CurrentScene-
>SetGravityPositionIteration(m GravityPositionIteration);

if (ImGui::DragInt("Set Gravity Velocity Iteration",
&GravityVelocityIteration, 0, 100))
m CurrentScene-
>SetGravityVelocitylteration (GravityVelocityIteration);

if (ImGui::Button ("Build Scripts"))
{
#ifdef RV_DEBUG
system ("msbuild ../MyRevoke-NativeScriptCore/MyRevoke-
NativeScriptCore.vcxproj /p:Configuration=Debug /p:Platform=x64");
#felse
system ("msbuild ../MyRevoke-NativeScriptCore/MyRevoke-
NativeScriptCore.vcxproj /p:Configuration=Release /p:Platform=x64");
#endif

}

ImGui: :End() ;
}

void SceneSettingsPannel: :SetScene (Shared<Scene> currentScene)

{

m CurrentScene = currentScene;

const std::string& tempName = currentScene->GetName () ;
sceneName = new char[tempName.size () + 1];

strcpy (sceneName, tempName.c str());

}

ObjectPannel.cpp
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#include "ObjectsPannel.h"
#include "imgui.h"
#include <glm/gtc/type ptr.hpp>

namespace Revoke

{
extern const std::filesystem::path g AssetsDirectory;

struct TempData

{

std: :string CurrentScriptName = "Script";
std: :string CurrentTextureName = "Texture";
std: :string CurrentSoundName = "Sound";

}i
static TempData s_TempData;

ObjectsPannel: :ObjectsPannel (Shared<Scene> currentScene)
:m_CurrentScene (currentScene)

{

}

void ObjectsPannel: :SetScene (Shared<Scene> currentScene)
{

m_CurrentScene = currentScene;

m_SelectedEntity = {}’
}

void ObjectsPannel: :OnImGuiRender ()
{
ImGui: :Begin ("Scene Hierarchy") ;
if (m_CurrentScene)
{
m_CurrentScene->m Registry.each([&] (auto
entityID)
{
Entity entity{ entityID ’
m CurrentScene.get() };
SceneHierarchyWindow (entity) ;
}) s
if (ImGui: : IsMouseDown (0) &&
ImGui: : IsWindowHovered())
m SelectedEntity = {};

if (ImGui: :BeginPopupContextWindow (0, 1
ImGuiPopupFlags NoOpenOverItems))
{
if (ImGui::MenuItem("Create Entity"))
{
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m_CurrentScene->CreateEntity ("Empty
Entity") ;
}
ImGui: :EndPopup () ;

}
ImGui: :End() ;

ImGui: :Begin ("Properties") ;
PropertiesWindow () ;
ImGui: :End() ;
}
void ObjectsPannel: :SceneHierarchyWindow (Entity entity)
{
bool entityExist = true;
autos& entityName =
entity.GetComponent<NameComponent> () .Name;
ImGuiTreeNodeFlags flags = ((m_SelectedEntity

== entity) ? ImGuiTreeNodeFlags_Selected : 0) |
ImGuiTreeNodeFlags OpenOnArrow;
flags |= ImGuiTreeNodeFlags SpanAvailWidth;
bool opened =
ImGui: :TreeNodeEx ( (void*) (uint6é4_t) (uint32_t)entity, flags,

entityName.c_str());
if (ImGui::IsItemClicked())
{
m_SelectedEntity = entity;
}

if (ImGui: :BeginPopupContextItem())

{ if (ImGui::MenuItem("Delete Entity"))
{ entityExist = false;
imGui::EndPopup();

}

if (opened)
{
ImGuiTreeNodeFlags flags =
ImGuiTreeNodeFlags OpenOnArrow I
ImGuiTreeNodeFlags_ SpanAvailWidth;
bool opened =
ImGui: :TreeNodeEx ( (void*) 9817239, flags, entityName.c str());
if (opened)
ImGui: : TreePop() ;
ImGui: : TreePop() ;

}
if ('entityExist)
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m_CurrentScene->RemoveEntity (entity) ;
if (m_SelectedEntity == entity)
m_SelectedEntity = {}’

}
void ObjectsPannel: :PropertiesWindow ()
{
if (m_SelectedEntity)
{
if
(m_SelectedEntity.HasComponent<NameComponent>())
{
autoé& name =
m_SelectedEntity.GetComponent<NameComponent> () .Name;

char buffer[256];

memset (buffer, 0, sizeof (buffer)):;

strcpy s (buffer, 256, name.c_str());

if (ImGui: : InputText ("Name", buffer,
sizeof (buffer)))

name = std::string(buffer);

if
(m_SelectedEntity.HasComponent<TransformComponent>())

{
if
(ImGui: : TreeNodeEx ( (void*) typeid (TransformComponent) .hash code(
) , ImGuiTreeNodeFlags DefaultOpen, "Transform"))
{
autoé& transformComponent =
m_SelectedEntity.GetComponent<TransformComponent>() ;

ImGui: :DragFloat3 ("Position",
glm: :value ptr(transformComponent.Position), 0.1f);

ImGui: :DragFloat3 ("Rotation",
glm: :value ptr(transformComponent.Rotation), 0.1f);

ImGui: :DragFloat3("Scale",
glm: :value ptr(transformComponent.Scale), 0.1f);

ImGui: : TreePop() ;
}
if
(m_SelectedEntity.HasComponent<SpriteRendererComponent>())
{
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if
(ImGui: : TreeNodeEx ( (void*) typeid (SpriteRendererComponent) .hash
code () , ImGuiTreeNodeFlags DefaultOpen, "Color"))

{

autoé& spriteComponent =

m_SelectedEntity.GetComponent<SpriteRendererComponent>() ;
ImGui: :ColorEdit4 ("Color",

glm::value ptr (spriteComponent.Color)) ;

ImGui: :Button(s_TempData.CurrentTextureName.c str());

if (ImGui::BeginDragDropTarget())
{
if (const ImGuiPayload* payload =
ImGui: :AcceptDragDropPayload ("CONTENT BROWSER PAYLOAD"))
{

const wchar t* path = (const
wchar t*)payload->Data;

std: :filesystem: :path
texturePath = std::filesystem: :path (g _AssetsDirectory) / path;

s_TempData.CurrentTextureName

= texturePath.stem() .string() ;
spriteComponent.Texture2D =

texturePath.string() ;
}

ImGui: :EndDragDropTarget () ;
}

ImGui: : TreePop () ;

}
if
(m_SelectedEntity.HasComponent<SoundComponent>())
{
if
(ImGui: : TreeNodeEx ( (void*) typeid (SoundComponent) .hash code(),
ImGuiTreeNodeFlags DefaultOpen, "Sound Settings"))

{

autoé& soundComponent =
m_SelectedEntity.GetComponent<SoundComponent>() ;

ImGui: :Button(s_TempData.CurrentSoundName.c_str());

if (ImGui::BeginDragDropTarget())
{
if (const ImGuiPayload* payload =
ImGui: :AcceptDragDropPayload ("CONTENT BROWSER PAYLOAD"))
{
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const wchar_ t* path = (const

wchar t*)payload->Data;
std: :filesystem: :path
soundPath = std::filesystem::path(g_AssetsDirectory) / path;
s_TempData.CurrentSoundName =

soundPath.stem() .string() ;

soundComponent.SetPath (soundPath.string()) ;

}
ImGui: :EndDragDropTarget () ;

}
ImGui: :DragFloat ("Pitch",

&soundComponent.Pitch, 0.1f);

ImGui: :DragFloat("Gain",
&soundComponent.Gain, 0.1f);

ImGui: :DragFloat3 ("Position",

glm: :value ptr (soundComponent.Position), 0.1f);
ImGui: :DragFloat3 ("Velocity",

glm: :value ptr (soundComponent.Velocity), 0.1f);
//TODO: Maybe add on propertiesUpdate

ImGui: : Checkbox ("Loop Audio",
&soundComponent . LoopSound) ;

ImGui: : TreePop () ;

}
if
(m_SelectedEntity.HasComponent<RigidBodyComponent>())
{
if
(ImGui: : TreeNodeEx ( (void*) typeid (RigidBodyComponent) .hash code (
) , ImGuiTreeNodeFlags DefaultOpen, "Rigid Body"))

{
autoé& bodyComponent =

m_SelectedEntity.GetComponent<RigidBodyComponent> () ;

const char* bodyType[] = { "StaticBody",

"KinematicBody", "DynamicBody" };
const char* currentBodyType =

bodyType|[ (int) bodyComponent. Type] ;

if (ImGui: : BeginCombo ("Body Type",
currentBodyType) )

for (int i = 0; 1 < 3; i++)
{

bool isSelected =
currentBodyType == bodyType[i];
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if
(ImGui: : Selectable (bodyType[i] , isSelected))
{
currentBodyType =
bodyType[i]
bodyComponent. Type =
(RigidBodyComponent: : BodyType) i;
}
if (isSelected)

ImGui: :SetItemDefaultFocus() ;
}

ImGui: :EndCombo () ;
}
ImGui: :Checkbox ("Fixed Rotation",
&bodyComponent.IsRotating) ;

ImGui: : TreePop () ;

}

if
(m_SelectedEntity.HasComponent<BoxColisionComponent>())
{
if
(ImGui: : TreeNodeEx ( (void*) typeid (BoxColisionComponent) .hash_ cod
e(), ImGuiTreeNodeFlags DefaultOpen, "Colisions"))
{
auto& boxCollisionComponent =
m SelectedEntity.GetComponent<BoxColisionComponent>() ;

ImGui: :DragFloat2 ("Size",
glm: :value ptr (boxCollisionComponent.Size), 0.1f);

ImGui: :DragFloat2 ("Offset",
glm: :value ptr (boxCollisionComponent.Offset), 0.1f);

ImGui: :DragFloat("Density",
&boxCollisionComponent.Density, 0.01f, 0.0£f, 1.0f);

ImGui: :DragFloat("Friction",
&boxCollisionComponent.Friction, 0.01£f, 0.0£f, 1.0f);

ImGui: :DragFloat ("Restriction",
&boxCollisionComponent.Restriction, 0.01£f, 0.0£f, 1.0f);

ImGui: :DragFloat ("Resitution
Treshhold", &boxCollisionComponent.ResitutionTreshhold, 0.01f,
0.0f) ;

ImGui: :Checkbox ("Sensor",
&boxCollisionComponent.isSensor) ;

ImGui: : TreePop () ;
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if
(m_SelectedEntity.HasComponent<NativeScriptComponent>())
{
if
(ImGui: : TreeNodeEx ( (void*) typeid (NativeScriptComponent) .hash co
de () , ImGuiTreeNodeFlags DefaultOpen, "Scripts"))

{
autoé& nativeScriptComponent =
m_SelectedEntity.GetComponent<NativeScriptComponent> () ;

ImGui: :Button(s_TempData.CurrentScriptName.c_str());

if (ImGui::BeginDragDropTarget())
{

if (const ImGuiPayload* payload
ImGui: :AcceptDragDropPayload ("CONTENT BROWSER PAYLOAD"))
{
const wchar t* path = (const
wchar t*)payload->Data;
std: :filesystem: :path
scriptName = path;
s_TempData.CurrentScriptName
= scriptName.stem() .string() ;

nativeScriptComponent.scriptClassName =
s_TempData.CurrentScriptName;

nativeScriptComponent.Instance = nullptr;

}

ImGui: :EndDragDropTarget () ;
}

ImGui: :SameLine () ;
if (ImGui: :Button("X", ImVec2 (20, 20)))
{

s_TempData.CurrentScriptName =
"Script";

nativeScriptComponent.scriptClassName.clear () ;
nativeScriptComponent.Instance =
nullptr;

}

ImGui: : TreePop () ;

}

if
(m_SelectedEntity.HasComponent<CameraComponent>())
{
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if
(ImGui: : TreeNodeEx ( (void*) typeid (CameraComponent) .hash_code(),
ImGuiTreeNodeFlags DefaultOpen, "Camera"))

{

autoé& cameraComponent =
m_SelectedEntity.GetComponent<CameraComponent>() ;

ImGui: :Checkbox ("Primary",
&cameraComponent.isMain) ;

const char* projectionType[] = { "3D

Camera", "2D Camera" };
const char* currentProjectionType =

projectionType|[ (int) cameraComponent.Camera.GetProjectionType () ]

4

if (ImGui: :BeginCombo (" Camera Type",
currentProjectionType))

for (int 1 = 0; i < 2; i++)
{
bool isSelected =
currentProjectionType == projectionTypel[i];
if
(ImGui: :Selectable (projectionType[i], isSelected))
{

currentProjectionType =
projectionType[i];

cameraComponent.Camera. SetProjectionType ( (SceneCamera: : Proj
ection)i);

}
if (isSelected)

ImGui: :SetItemDefaultFocus() ;
}

ImGui: :EndCombo () ;
}

if
(cameraComponent.Camera.GetProjectionType () ==
SceneCamera: :Projection: : Perspective)

{
float FOV =

glm: :degrees (cameraComponent.Camera.GetPerspFOV()) ;
if (ImGui::DragFloat("FOV", &FOV))

cameraComponent.Camera.SetPerspFOV (glm: : radians (FOV)) ;

float nearClip =
cameraComponent.Camera.GetPerspNearClip() ;
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if (ImGui::DragFloat("Near Clip",
&nearClip))

cameraComponent.Camera.SetPerspNearClip (nearClip) ;

float farClip =
cameraComponent.Camera.GetPerspFarClip() ;

if (ImGui::DragFloat("Far Clip",
&farClip))

cameraComponent.Camera.SetPerspFarClipl (farClip) ;
}
if
(cameraComponent.Camera.GetProjectionType () ==
SceneCamera: : Projection: :Orthographic)

{

float size =
cameraComponent.Camera.GetOrthoSize() ;
if (ImGui: :DragFloat ("Size",

&size))
cameraComponent.Camera.SetOrthoSize (size) ;

float nearClip =
cameraComponent.Camera.GetOrthoNearClip() ;

if (ImGui::DragFloat("Near Clip",
&nearClip))

cameraComponent.Camera.SetOrthoNearClip (nearClip) ;

float farClip =
cameraComponent.Camera.GetOrthoFarClip () ;

if (ImGui: :DragFloat ("Far Clip",
&farClip))

cameraComponent.Camera.SetOrthoFarClipl (farClip) ;

}
ImGui: : TreePop () ;

if (ImGui: :Button ("Add Component"))
ImGui: :OpenPopup ("Add Component") ;

//TODO add all components

if (ImGui: :BeginPopup ("Add Component'"))
{

if (ImGui::Menultem("Sprite Renderer"))

{
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m_SelectedEntity.AddComponent<SpriteRendererComponent> () ;
ImGui: :CloseCurrentPopup () ;
}
if (ImGui::MenuItem("Rigid Body"))
{

m_SelectedEntity.AddComponent<RigidBodyComponent> () ;
ImGui: :CloseCurrentPopup () ;
}

if (ImGui: :MenulItem("Box Colidor"))

{

m_SelectedEntity.AddComponent<BoxColisionComponent>() ;
ImGui: :CloseCurrentPopup () ;

}

if (ImGui::MenulItem("Sound Component"))

{

m_SelectedEntity.AddComponent<SoundComponent> () ;
ImGui: :CloseCurrentPopup () ;

}

if (ImGui: :MenuIltem("Camera"))

{

m_SelectedEntity.AddComponent<CameraComponent>() ;
ImGui: :CloseCurrentPopup () ;
}
if (ImGui: :MenuItem("Native Script
Component"))

{

m_SelectedEntity.AddComponent<NativeScriptComponent>() ;
ImGui: :CloseCurrentPopup () ;

}
ImGui: :EndPopup () ;

}

}
void ObjectsPannel: :SetSelectedEntity (Entity entity)

{
m_SelectedEntity = entity;

}
}

CraftLayer.h
#include "MyRevoke.h"
#include <imgui.h>

#include <glm/glm.hpp>
#include <glm/gtc/matrix transform.hpp>



#include <glm/gtc/type ptr.hpp>

#include <filesystem>

#include "ObjectsPannel.h"
#include "ContentBrowser.h"
#include "ToolBar.h"

#include "SceneSettingsPannel.h"

namespace Revoke

{

class CraftLayer : public Revoke::Layer

{

public:

CraftLayer();

~CraftlLayer (),

volid OnAttach () override;

vold OnDetach () override;

void OnUpdate (Timestep deltaTime) override;

void OnImGuiDraw () override;

volid OnEvent (Event& e) override;

bool OnMouseBtnPressed (MouseButtonPressedEventé& e);

bool OnKeyPressed (KeyPressedEvent& e);

voild NewScene () ;

void OpenScene () ;

void OpenScene (const std::filesystem::path& path);

volid SaveAs () ;

void Save ()

Shared<Scene> GetCurrentScene () const { return m_ Scene;
private:

Shared<FrameBuffers> m FrameBuffer;

Shared<Scene> m_Scene;

Entity m CameraEntity;
Entity m_ SecondCamera;

Entity m HoveredEntity;

EditorCamera m EditorCamera;

ObjectsPannel m ObjPannel;

ContentBrowser m ContentBrowserPanel;
ToolBar m ToolBar;

SceneSettingsPannel m ProjectSettingsPanel;

}

92



bool
glm:
bool
bool

glm:

int*

m PrimaryCamera = true;

:vecZ m ViewportSize = { 0.0f, 0.0f };
m ViewportFocused = false;

m ViewportHovered = false;

:vec2 m ViewportBounds[2];

m GizmoType;

struct ProfileResult

{

}i

}s
}

const char* Name;
float Time;

CraftLayer.cpp

#include "CraftLayer.h"

#include <chrono>

#include <string>

#include "MyRevoke/Utility/FileExplorer.h"
#include "MyRevoke/Math/Math.h"

#include "MyRevoke/AudioManager/AudioRenderer.h"
#include "MyRevoke/Scripting/NativeScript.h"
#include "MyRevoke/Core/Input.h"

#include <ImGuizmo.h>

namespace Revoke

{

extern const std::filesystem::path g AssetsDirectory

"assets";

CraftlLayer::CraftlLayer ()

{
}

:Layer ("CraftLayer")

Craftlayer::~CraftLayer ()

{
}

m_Scene->0OnSceneClose() ;

void CraftLayer::0nAttach ()

{

FrameBufferStats frameBufferStats;
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frameBufferStats.Attachments = {
FramebufferTextureFormat: :RGBA8, FramebufferTextureFormat: :RED I
NTEGER, FramebufferTextureFormat::DEPTH24STENCILS };

frameBufferStats.Width = 1280;

frameBufferStats.Height = 720;

m FrameBuffer =
std: :make shared<FrameBuffers>(frameBufferStats);

m Scene = std::make shared<Scene>("Main scene");

m EditorCamera = EditorCamera(30.0f, 1.778%, 0.1f,
1000.0f) ;

m ObjPannel.SetScene (m Scene);
m ToolBar.SetScene (m_Scene) ;
m ProjectSettingsPanel.SetScene (m_ Scene);

m GizmoType = new int (-1);
m ToolBar.SetGuizmo (m GizmoType) ;

RendererAPI::SetClearColor({ 0.2f, 0.2f, 0.2f, 1.0f });
RendererAPI: :EnableBlending () ;

void CraftlLayer::0OnDetach ()
delete m GizmoType;
void CraftlLayer::0nUpdate (Timestep deltaTime)

// Resize
if (FrameBufferStats spec = m_ FrameBuffer-
>GetSpecification();
m ViewportSize.x > 0.0f && m ViewportSize.y > 0.0f
&&
(spec.Width != m ViewportSize.x || spec.Height !=
m ViewportSize.y))
{
m FrameBuffer->Resize ((uint32 t)m ViewportSize.x,
(uint32 t)m ViewportSize.y);
m EditorCamera.SetViewportSize (m ViewportSize.x,
m ViewportSize.y);

m Scene-
>OnViewportResize ((uint32 t)m ViewportSize.x,
(uint32 t)m ViewportSize.y);

}

m FrameBuffer->Bind() ;

RendererAPI::Clear () ;
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m_ FrameBuffer->ClearColorTextureAttachment (1, -1);
ScriptEngine: :OnUpdate () ;
//TODO: Fix the picking in a play mode!!!
switch (m ToolBar.GetSceneState())
{
case SceneState::Editor:
{
if (m ViewportFocused)
{
m EditorCamera.OnUpdate (deltaTime) ;
}
m Scene->OnEditorUpdate (deltaTime,
m EditorCamera);
break;
}
case SceneState::Runtime:
{
m Scene->OnRuntimeUpdate (deltaTime) ;
break;
}
}
auto [mx, my] = ImGui::GetMousePos();
mx -= m ViewportBounds[0].x;
my —-= m ViewportBounds([0].y;
glm: :vec? viewportSize = m ViewportBounds([1] -

m ViewportBounds[O0];
my = viewportSize.y - my;

int mouseX = (int)mx;
int mouseY = (int)my;
if (mouseX >= 0 && mouseY >= 0 &&

(int) viewportSize.x && mouseY < (int)viewportSize.y)

{

mouseX <

int pixelData = m_ FrameBuffer->ReadPixel (1,

mouseX, mouseY) ;
m HoveredEntity = pixelData ==
Entity((entt::entity)pixelData, m Scene.get());
}

m_ FrameBuffer->UnBind() ;

}

void Craftlayer::0nImGuiDraw ()

{

static bool dockspaceOpen = true;

static bool opt fullscreen persistant = true;

-1 ? Entity()

bool opt fullscreen = opt fullscreen persistant;
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static ImGuiDockNodeFlags dockspace flags =
ImGuiDockNodeFlags None;

ImGuiWindowFlags window flags =
ImGuiWindowFlags MenuBar | ImGuiWindowFlags NoDocking;
if (opt fullscreen)
{
ImGuiViewport* viewport =
ImGui: :GetMainViewport () ;
ImGui: :SetNextWindowPos (viewport->Pos) ;
ImGui: :SetNextWindowSize (viewport->Size);
ImGui: :SetNextWindowViewport (viewport->ID) ;
ImGui: :PushStyleVar (ImGuiStyleVar WindowRounding,
0.0f);

ImGui: :PushStyleVar (ImGuiStyleVar WindowBorderSize, 0.0f);
window flags = ImGuiWindowFlags NoTitleBar |
ImGuiWindowFlags NoCollapse | ImGuiWindowFlags NoResize |
ImGuiWindowFlags NoMove;
window flags | =
ImGuiWindowFlags NoBringToFrontOnFocus
ImGuiWindowFlags NoNavFocus;

}

if (dockspace flags &
ImGuiDockNodeFlags PassthruCentralNode)
window flags |= ImGuiWindowFlags NoBackground;

ImGui: :PushStyleVar (ImGuiStyleVar WindowPadding,
ImVec2(0.0f, 0.0f));

ImGui: :Begin ("DockSpace Demo", &dockspaceOpen,
window flags);

ImGui: :PopStyleVar();

if (opt fullscreen)
ImGui: :PopStyleVar (2);

// DockSpace
ImGuiIO& io = ImGui::GetIO();
if (io.ConfigFlags & ImGuiConfigFlags DockingEnable)

{

ImGuiID dockspace_ id =
ImGui: :GetID("MyDockSpace") ;
ImGui: :DockSpace (dockspace id, ImVec2 (0.0f,

0.0f), dockspace flags);
}

if (ImGui::BeginMenuBar())
{
if (ImGui::BeginMenu ("File"))
{
if (ImGui: :Menultem ("Exit"))
Application::Get () .Close();
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if (ImGui::Menultem("New Scene", "Ctrl+N"))
NewScene () ;

if (ImGui: :Menultem ("Open", "Ctrl+0"))
OpenScene () ;

if (ImGui: :Menultem("Save", "Ctrl+3S"))
Save () ;

if (ImGui: :Menultem ("Save as",
"Ctrl+Shift+S")) SaveAs():;

ImGui: :EndMenu () ;

ImGui: :EndMenuBar () ;

m ObjPannel.OnImGuiRender () ;

m ContentBrowserPanel.OnImGuiRender () ;

m ProjectSettingsPanel.OnImGuiRender () ;

[/ ViewPort--———————————————

ImGui: :PushStyleVar (ImGuiStyleVar WindowPadding,
ImVec2{ 0, 0 });

ImGui: :Begin ("Viewport");

auto viewportMinRegion =
ImGui: :GetWindowContentRegionMin () ;

auto viewportMaxRegion =
ImGui: :GetWindowContentRegionMax () ;

auto viewportOffset = ImGui::GetWindowPos () ;

m ViewportBounds [0] = { viewportMinRegion.x +
viewportOffset.x, viewportMinRegion.y + viewportOffset.y };

m ViewportBounds[1] = { viewportMaxRegion.x +

viewportOffset.x, viewportMaxRegion.y + viewportOffset.y };

m ViewportFocused = ImGui::IsWindowFocused() ;

m ViewportHovered = ImGui::IsWindowHovered();

Application::Get () .GetImGuiLayer () -
>BlockEvents (!m ViewportFocused && !m ViewportHovered);

ImVec?2 viewportPanelSize =
ImGui: :GetContentRegionAvail () ;

m ViewportSize =
viewportPanelSize.y };

uint32 t texturelD = m FrameBuffer-
>GetColorAttachmentRendererID () ;

{ viewportPanelSize.x,



Entity selectedEntity
m ObjPannel.GetSelectedEntity();

ImGui: :Image ((void*) texturelD,
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ImVec?2{

m ViewportSize.x, m ViewportSize.y }, ImVec2{ O, 1 }, ImVec2{ 1,

0 1)

if (ImGui::BeginDragDropTarget())
{

if (const ImGuiPayload* payload =

ImGui: :AcceptDragDropPayload ("CONTENT BROWSER PAYLOAD"))

{
const wchar t* path =
wchar t*)payload->Data;

OpenScene (std::filesystem: :path (g AssetsDirectory)
}

ImGui: :EndDragDropTarget () ;

if (selectedEntity && *m GizmoType != -1)

ImGuizmo: :SetOrthographic (false) ;
ImGuizmo: :SetDrawlist () ;

m ViewportBounds[0].y, m ViewportBounds [
m ViewportBounds[0].x, m ViewportBounds [
m ViewportBounds[0].y);

ImGuizmo: :SetRect (m ViewportBounds[0] .x,
1].x
1].y

auto mainCameraEntt = m EditorCamera;

(const

/ path);

const glm::matédé& cameraProjection =

m EditorCamera.GetProjectionMatrix();
glm: :mat4 cameraView
m EditorCamera.GetViewMatrix();

autos entityTransformsComponent
selectedEntity.GetComponent<TransformComponent> () ;

glm::mat4 tranforms
entityTransformsComponent.GetTransform() ;

bool snap
Input::IsKeyPressed (RV_KEY LEFT CONTROL) ;
float snapValue = 0.5f;

if (*m GizmoType == ImGuizmo::OPERATION: :ROTATE)

snapValue = 45.0f;
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float snapValues[3] = { snapValue, snapValue,
snapValue };

ImGuizmo: :Manipulate (glm: :value ptr (cameraView),
glm::value ptr(cameraProjection),
(ImGuizmo: :OPERATION) *m GizmoType, ImGuizmo: : LOCAL,
glm::value ptr(tranforms), nullptr, snap ? snapValues : nullptr);

if (ImGuizmo: :IsUsing () &&
!Input::IsKeyPressed (RV_KEY LEFT ALT))
{

glm::vec3 translation, rotation, scale;
DecomposeTransform(tranforms, translation,
rotation, scale);

glm: :vec3 deltaRotation = rotation -
entityTransformsComponent.Rotation;

entityTransformsComponent.Position =
translation;

entityTransformsComponent.Rotation +=
deltaRotation;

entityTransformsComponent.Scale = scale;

m ToolBar.OnImGuiRender () ;

ImGui::End() ;
ImGui: :PopStyleVar();

ImGui: :End{() ;

void CraftlLayer::0nEvent (Revoke: :Eventé& e)
m EditorCamera.OnEvent (e) ;
EventDispatcher dispatcher (e);

dispatcher.Dispatch<KeyPressedEvent> (RV_BIND EVENT FUNK (Cra
ftLayer: :0nKeyPressed)) ;

dispatcher.Dispatch<MouseButtonPressedEvent> (RV_BIND EVENT
FUNK (CraftLayer: :OnMouseBtnPressed) ) ;
}

bool CraftlLayer::0nMouseBtnPressed (MouseButtonPressedEventé&

e)
{
if (e.GetMouseButton () == RV_MOUSE BUTTON 1 &&
!Input::IsKeyPressed (RV_KEY LEFT ALT))
{



if (m ViewportHovered && !ImGuizmo::IsOver())

{

m ObjPannel.SetSelectedEntity(m HoveredEntity);

}

}

return true;

return false;

}

bool CraftlLayer: :0nKeyPressed (KeyPressedEventé& e)

{

switch (e.GetKeyCode ())

{

case

{

RV_KEY S:

if (Input::IsKeyPressed(RV_KEY LEFT CONTROL)

Input::IsKeyPressed (RV_KEY LEFT SHIFT))

{

SaveAs () ;

}

else

(Input::IsKeyPressed (RV_KEY LEFT CONTROL))

case

case

case

{

Save () ;

}

break;
RV_KEY N:

if (Input::IsKeyPressed(RV_KEY LEFT CONTROL))
{

NewScene () ;

}

break;
RV_KEY O:

if (Input::IsKeyPressed(RV_KEY LEFT CONTROL))
{

OpenScene () ;

}

break;

RV_KEY Q:

|

|
'_\
~.

*m_GizmoType =
break;

RV _KEY W:

*m GizmoType = ImGuizmo::OPERATION: :TRANSLATE;
break;

100

&&

if
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case RV _KEY E:
{

*m_GizmoType = ImGuizmo::OPERATION::ROTATE;
break;

}

case RV_KEY R:

{
*m_GizmoType = ImGuizmo::OPERATION::SCALE;
break;

}

}

return false;

void

{

CraftlLayer: :NewScene ()

m Scene = std::make shared<Scene>("New scene");
m_ Scene->OnSceneClose() ;
m_Scene->OnViewportResize ((uint32 t)m ViewportSize.x,

(uint32 t)m ViewportSize.y);

Scene

path)

}

void

{

m ObjPannel.SetScene (m Scene);
m ToolBar.SetScene (m Scene) ;
m ProjectSettingsPanel.SetScene (m_Scene) ;

CraftlLayer: :OpenScene ()

std::string path = FileExplorer::0penFile ("MyRevoke

(* .myrevoke) \O* .myrevoke\0") ;

}

void

{

if (!'path.empty())

{
OpenScene (path) ;

}

CraftlLayer: :0OpenScene (const std::filesystem: :pathé&

if (m ToolBar.GetSceneState () == SceneState::Runtime)
{

m ToolBar.OnSceneStop () ;
}
m Scene = std::make shared<Scene>();
m_Scene->0OnSceneClose() ;
m_ Scene->OnViewportResize ((uint32 t)m ViewportSize.x,

(uint32 t)m ViewportSize.y);

Serealizer sceneSerealizer (m Scene);
sceneSerealizer.DeSerealize (path.string());

m ObjPannel.SetScene (m Scene);
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m ToolBar.SetScene (m_ Scene) ;
m ProjectSettingsPanel.SetScene (m_Scene);

}

void CraftlLayer: :SaveAs()
{
std::string path = FileExplorer::SaveFile ("Hazel Scene
(* .myrevoke) \0* .myrevoke\0") ;

if (!path.empty())

{
Serealizer sceneSerealizer (m Scene);
sceneSerealizer.Serealize (path+".myrevoke") ;

}

void CraftLayer::Save ()
{
Serealizer sceneSerealizer (m Scene);
sceneSerealizer.Serealize ("assets/Scenes/" + m Scene-
>GetName () + ".myrevoke");

}



