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3aHnMatroCcb KOMMbOTEPHOU rpadukon ¢ 1997 roaa.

PaboTan B pasnuyHbix komnaHuax (Wargaming,

Wanna, Nevosoft 1 ap.) Ha NO3NLMN PEHOEPUHT-

UHXXEHEPAQ, TaKXXeE 3aHNMaAJICA TEXaPTOM, AN3anHOM

cneyaddeKToB, HacTpanBan nannyanHbl paboTbl

ansa 34-apTUCTOB.

AneKcaHAp o610 ONTUMKU3ALNIO U KPpaCcUBble afifOPUTMBb,
nya peH KO NnoaTOMY cAienasn MHOro pa6ot ana ¢pectnBanemn

KOMIMbIOTEPHOro nckycctea (demoscene).

A @lastshilling

Cenyac nogHuUMato ctapran - CTyauto paspaboTKu urp.
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[lnaH poknapa

« KoHuenuwuun Ul n ux npoénemsl

+ TpeboBaHus K Ul
+ JleMOHCTpauusa peleHnsa Ha npuMepe pabodero npoekTa
* ApXUTeKTypa peLlieHus

o WHTerpauuvsa wengeposB B C++ ABUXOK

o C++. OTKNUK B peaslbHOM BpeMeHUN Ha U3SMeHeHUe Koaa

o Anrpeng Ul Visual Studio




[lnaH poknapa

« KoHuenuwuun Ul n ux npoénemsl

TpeboBaHus K Ul

[leMOHCTpaLusa peLleHns Ha npumepe paboyero NPoeKTa

ApXUTEKTYypa peLleHus
o WHTerpauuvsa wengeposB B C++ ABUXOK
o C++. OTKNUK B peaslbHOM BpeMeHUN Ha U3SMeHeHUe Koaa

o Anrpeng Ul Visual Studio

[penMyLLLeCTBa U HEAOCTATKM Noaxoaa
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1985: NPpUMUTUBHbIE peaaKTopbl, TEKCTOBbIE KOHPUIK

CG-Xya0XXHUKN paboTartoT B KOHTP-MHTYUTUBHOW OJ1S1 HUX cpefe
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[lopor Bxoaa B Ul

1985: NPMMUTUBHbIE pefaKToPbl, TEKCTOBbIE KOHPUTH

CG-XyAOXXHUKK paboTaroT B KOHTP-UHTYUTUBHOW AJ1S1 HUX cpeae

2005: cTeku, HoAbl, cnanaepbl, Y4eKOOKCbI, MEHIO

cpena HaTUBHO yao6Ha ans CG-xyq0)XKHMUKOB, HO ee CJTOXXHOCTb H6bICTPO pacTeT

2025: cnoXHble NHTep@ENCHI C NOrMKOU U popmMysiamMu

C/IOXXHOCTb MPOEKTOB N NHTEPhENCOB U3MEHWUIIA COAEpPXKaHNE

npodeccun CG-xyaoXXHMKa




TUNM4YHbIN NannnaviH

Pa3paboTKN NPUNOXEHUN C 6ONBbLLUNM 06 EMOM rpaduKin

1. nuweTtcsa puya

2. penaetca Ul gna xyno>XHUKOB

3. XYAOXXHUKK nogdoupatoT “KpacuBble” napaMeTpbl




KoHuenuuun Ul n nx npo6nembl

© Inspector 3

Inspector (Unity) u Details (Unreal Engine)

) ~ Player Static

Tag Untagged Layer Default

’% Transform

+ y#o6eH Asis peJakKTUpoBaHMUA NapaMeTpPoB

Position
Rotation

Scale

Character Controller
Capsule Collider
Sprite Renderer
Player Input

Title Inspector Decorum (Script)

Core

Character Movement (Script)
Y Aligned Billboard (Script)
Player Movement Input Source (Script)

Title Inspector Decorum (Script)




KoHuenuuun Ul n nx npo6nembl

© Inspector a

Inspector (Unity) u Details (Unreal Engine)

) ~ Player Static

Tag Untagged Layer Default

’% Transform

+ y#o6eH Asis peJakKTUpoBaHMUA NapaMeTpPoB

Position

Rotation

— JI0rMKa paboTbl pUKCUpoBaHa

Scale

Character Controller
Capsule Collider
Sprite Renderer
Player Input

Title Inspector Decorum (Script)

Core

Character Movement (Script)
Y Aligned Billboard (Script)
Player Movement Input Source (Script)

Title Inspector Decorum (Script)




KoHuenuuun Ul n nx npo6nembl

© Inspector Q

Inspector (Unity) u Details (Unreal Engine)

) ~ Player Static ~

Tag Untagged v Layer Default

on Transform

+ y#o6eH Asis peJakKTUpoBaHMUA NapaMeTpPoB

Position 0
— noruka pa6oTbl pUKCMpPOBaHa o >
Scale 1
? MOMbITKU BHEAPWUTb CJ1I0OXXHbIE Y, v Character Controller
: Capsule Collider
KoHuenuum (cBasu, bopmynbl n T.4.) g ~ Sprite Renderer
Player Input
MOXO J1oXKaTtcd Ha Takou Ul # Title Inspector Decorum (Script)

Core

Character Movement (Script)
Y Aligned Billboard (Script)

Player Movement Input Source (Script)

Title Inspector Decorum (Script)




KoHuenuuun Ul n nx npo6nembl

Hopbi (blueprints B Unreal Engine) - nonbiTka

BblHecTn B GUI normky n cnoxxHoe nosefeHue.

+ KpacumBO BbIMNAQUT, YNPaBIAE€TCA MbILLbIO
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KoHuenuuun Ul n nx npo6nembl

Hopbi (blueprints B Unreal Engine) - nonbiTka

BblHecTn B GUI normky n cnoxxHoe nosefeHue.

+ KpacumBO BbIMNAQUT, YNPaBIAE€TCA MbILLbIO

— TpebyeT NOCTOSAHHOro HaBeAeHUs nopsiaKa

— KnaBuaTypa BCe paBHO TpebyeTcs

— 3adaHMMaeT MHOIro MeCTa Ha 3KpPaHeE
— CJ10)XXHble CXeMbl HEYNTAEMDbI

? ypoo6CcTBO OTNAafKW - CIOPHOE




KoHuenuuun Ul n nx npo6nembl

Kop,

pos.x = radius * sin(theta) * cos(phi);
pos.y = radius * cos(theta);

+ KoHuenuum ntob0oun COXHOCTU | _ o
pos.z = radius * sin(theta) * sin(phi);

+ KOMMaKTHOCTb
+ [lponsBonbHOE PopMaTUPOBAHUE

+ Pa3BuTble cpeacTBa OTNaAKu




KoHuenuuun Ul n nx npo6nembl

Kop,

pos.x = radius * sin(theta) * cos(phi);

5 pos.y = radius * cos(theta);
+ KoHuenuum nrobor CAOXXHOCTU

pos.z = radius * sin(theta) * sin(phi);
+ KOMMNaKTHOCTb
+ [lponsBonbHOE PopMaTUPOBAHUE
+ Pas3BUTble cpeacTBa OTNaaKu
— HeT BO3BMOXXHOCTU MEHATb
napaMeTpbl MblillbLO
— HeT BO3MOXXHOCTU MEHSATb

NnapaMeTpbl B pe€aJ/ibHOM BpPEMEHU




KoHuenuuu Ul u nx npoébnembi Q
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KoHuenuuun Ul n nx npo6nembl

PeweHue - anrpeng tekctoBoro Ul Visual Studio:

+ BO3MOXXHOCTb USBMEHATb NapaMeTpbl MbILLKOW

+ BO3MOXHOCTb USBMEHATb UX B peaJ/ibHOM BpPEMEHMU

OcTanbHoe ecTb B IDE “U3 Kopobkn”.




Tpebyemasi CKOPOCTb peaKLum

3mMeHeHne Jlo6baBneHue A3MeHeHne 3mMeHeHne
KOHBeunepa napameTpoB Kofa wengepa |napaMeTpoB
(c++) ONs Wwenaepa OTPUCOBKM (C++)
yacToTa peako nepnoauveckn |4acTo OY€eHb 4acTo
N3MEHEHUN
TpebyemMoe BpeMsi | He KPUTUYHO HE KPUTUYHO He 6onee He 6onee 16McC
peakunm CeKyHAb!
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(c++) ONa wengepa OTPUCOBKMU (C++)
yacToTa peako NepnoanYeckn |4acTo OY€eHb 4acTo
N3MEHEHUN
TpebyemMoe BpeMsl | He KPUTUYHO HE KPUTUYHO He 6onee He 6onee 16McC
peakunm CeKyHAb!




Tpebyemasi CKOPOCTb peaKLum

3mMeHeHne Jlo6baBneHue A3mMeHeHne 3mMeHeHne
KOHBeunepa napameTpoB Koja enaepa | napaMeTpoB
(c++) ONs wengepa OTPUCOBKMU (C++)
yacToTa peako nepnoauvyeckn |4acTo OY€eHb 4acTo
N3MEHEHUN
TpebyemMoe BpeMsl | He KPUTUYHO HE KPUTUYHO He 6onee He 6onee 16McC
peakunm CeKyHAbl




Tpebyemasi CKOPOCTb peaKLum

3mMeHeHne Jlo6baBneHue A3MeHeHne A3mMeHeHne
KOHBeunepa napameTpoB Kofa wengepa |napaMeTpoB
(c++) ONs Wwengepa OTPUCOBKM (C++)
yacToTa peako nepnoauveckn |4acTo OY€eHb 4acTo
N3MEHEHUN
TpebyemMoe BpeMsl | He KPUTUYHO HE KPUTUYHO He 6onee He 6onee 16McC
peakunm CEeKyHAbl




Livecoding-ceccus Q




ApXUTeKTypa peLueHus

Lenaepbl, pegaktmpoBaHue cpeacrtesamMum VS

Engine Visual Studio

TeKYyLLNNn

pefakTUpyembin

dann (TekcT)




ApXUTeKTypa peLueHus

Lenaepbl, pegaktmpoBaHue cpeacrtesamMum VS

Engine Visual Studio

TeKCT
N3MeHunnca?

TeKYyLLNNn

pefakTUpyembin

dann (TekcT)




ApXUTeKTypa peLueHusa

Lenaepbl, pegakTupoBaHue cpeactsamm VS

Engine Visual Studio
TEKCT
<
N3MeHunca?
I TEKYLLUN
-8  pefaKkTupyeMblun
eC/in ecTb
dann (TekcT)

N3MeHeHUs,

KOMMUANPYeM

lwenaep




ApXUTeKTypa peLueHus

Lenaepbl, UBMEHEHNE NAPaMETPOB MbILLbHO

Engine Visual Studio

Ha)kaTa
mbutton?

TeKYyLLUN

pefakTUpyembin

dann (Tekcr)




ApXUTeKTypa peLueHusa

Lenaepbl, USAMEHEHNE NAapaMEeTPOB MbILLbHO

Engine Visual Studio

Ha>XaTa

mbutton?
yuTaemM 4Yncno

noJ Kypcopom

TEKYLLUN
pefaKTupyemMbliin

dann (Tekcr)




ApXUTeKTypa peLueHusa

Lenaepbl, USAMEHEHNE NAapaMEeTPOB MbILLbHO

Engine Visual Studio

Ha)kaTa MeHAeM
mbutton? 4YUCJIO B TEKCTe
quTaem Hncno Nno AesfibTe MblLUK

noJ Kypcopom

TEKYLLUN

—®  pepakTupyemblu

dann (TekcT)




ApXUTeKTypa peLueHusa

Lenaepbl, USAMEHEHNE NAapaMEeTPOB MbILLbHO

Engine Visual Studio

Ha>XaTa MEHAEM

mbutton? 4YUCJIO B TEKCTe

quTaem Hncno Nno AesfibTe MblLUK

NoJ KYypcopom
/ -

eCJ/in HNCino N3SMeHUJ10Cb TGK)’LLI,VIVI

KOMMUJIMPYEM - pefaKTUpyeMbIi

lwengep dann (Tekcr)




MHTerpauus wwenaepos

e [lepepava napamMeTpoB - NpuHUMn SSoT

KoHCcTaHTHbIe 6ydepbl O/MKHbI AeKnapupoBaTbCcAa B O4HOM MECTE.
o pre-build event reHepupyem c++ CTPYKTYpbl UICXOAS U3 TEKCTA KOHCTaAHT-6ydepa.

* [loyeMy He noaxoaAuT cTaHpapTHas pednekcusa DirectX?




MHTerpauus wwenaepos

e [lepegaya napamMeTpoB - NpUHUKMN SSoT

KoHCcTaHTHbIe 6ydepbl O/MKHbI AeKnapupoBaTbCcAa B O4HOM MECTE.
o pre-build event reHepupyem c++ CTPYKTYpbl UICXOAS U3 TEKCTA KOHCTaAHT-6ydepa.

* [loyeMy He noaxoaAuT cTaHpapTHas pednekcusa DirectX?

e (doHOBaa KOMNUNALUUSA

CUHXPOHM3aLMa Yyepes (painbl (aBTOCOXpPaAHEHUE + BOTYEDP) UIN TPEKUHT N3MEHEHUN

Tekywiero peaaktnpyemoro B Visual Studio ¢panna (COM/EnvDTE).




MHTerpauus wwenaepos

e [lepepayva napamMeTpoB - NpuHUMN SSoT

KoHCcTaHTHbIe 6ydepbl O/MKHbI AeKnapupoBaTbCcAa B O4HOM MECTE.
o pre-build event reHepupyem c++ CTPYKTYpbl UICXOAS U3 TEKCTA KOHCTaAHT-6ydepa.

* [loyeMy He noaxoaAuT cTaHpapTHas pednekcusa DirectX?

e (doHOBaa KOMNUNALUUSA

CUHXPOHM3aLMa Yyepes (painbl (aBTOCOXpPaAHEHUE + BOTYEDP) UIN TPEKUHT N3MEHEHUN

Tekywiero peaaktnpyemoro B Visual Studio ¢panna (COM/EnvDTE).

e YN06HbIN AOCTYN K CMINCKY PECYPCOoB

1o pre-build event reHepupyemM enum KJiaccbl A1 TEKCTYP, LUENAEPOB,

KOMMJIEKCHbIX 06 BEKTOB. ABTOKOMM/IUT NMO3BONSET BUOETb NMA MNMPU Bbl60pe.




ApXUTeKTypa peLueHusa

ct+, pedsieKCcuBHasi CTPyKTypa

Kak MeHsITb NapaMeTpbl BbI3OBa B paHTanMe 6e3 nepekoMnunsaumnm?
[lonycTum, Mbl Bbl3blBaeM (PYHKLMIO:
func(1, 2);




ApXUTeKTypa peLueHusa

ct+, pedsieKCcuBHasi CTPyKTypa

Kak MeHsITb NapaMeTpbl BbI3OBa B paHTanMe 6e3 nepekoMnunsaumnm?
[lonycTum, Mbl Bbl3blBaeM (PYHKLMIO:
func(1, 2);
e [loCcKOMIbKY HET JoCTyna K nepegaBaeMblM 3Ha4YeHUAM cpefCcTBaMM A3blKa,
Mbl JO/MKHbl 06€CneYnTb UX NOAMEHY - Yepe3 YTeHne N3 pep1eKCUBHOM

CTPYKTYpblI.




ApXUTeKTypa peLueHusa

ct+, pedsieKCcuBHasi CTPyKTypa

Kak MeHsITb NapaMeTpbl BbI3OBa B paHTanMe 6e3 nepekoMnunsaumnm?
[lonycTum, Mbl Bbl3blBaeM (PYHKLMIO:
func(1, 2);
e [loCcKOMIbKY HET JoCTyna K nepegaBaeMblM 3Ha4YeHUAM cpefCcTBaMM A3blKa,
Mbl JO/HKHbI 06eCnNeYnTb UX NOAMEHY - Yepes YTEHNE U3 PedsIEKCUBHOM

CTPYKTYpblI.

e pediekcuBHasa CTPYKTYpa MHULMANN3NPYETCHA Ha cTapTe




ApXUTeKTypa peLueHusa

ct+, pedsieKCcuBHasi CTPyKTypa

Kak MeHATb napamMeTpbl Bbl30Ba B paHTanMe 6e3 nepekoMnunsymnm?
J1onycTuMm, Mbl Bbi3bIBaeM (PYHKLIUIO:
func(1, 2);

e [loCKOMbKY HET AOCTYNa K rnepefgaBaeMblM 3Ha4YeHUAM cpeacTBaMm AA3blKa,
Mbl JO/MKHbl 06€CneYnTb UX NOAMEHY - Yepe3 YTeHne N3 pep1eKCUBHOM
CTPYKTYpHI.

e pedJieKCUBHaA CTPYKTYpa MHMLIMANNU3NPYETCA Ha CTapTe

® TEKCT NporpamMmsbl U pedekCnMBHasa CTPYKTypa Bcerga AomKHbl ObITb

CUHXPOHU3NPOBAHDI




ApXUTeKTypa peLueHus

c++, peJakTupoBaHue cpeactesamm VS

Engine Visual Studio

TEeKCT TEKYLLUN
M3MeHunca? pefaKTMpyeMbIn

dann (TekcT)




ApXUTeKTypa peLueHus

c++, peJakTupoBaHue cpeactesamm VS

Engine Visual Studio

TeKYLLNNn

TEKCT

n3aMeHmncna? penakTupyemMbli
dann (TekcT)
VHIEKC

napameTpa




ApXUTeKTypa peLueHusa

c++, pegakTupoBaHue cpeacteamm VS

Engine Visual Studio
TEKCT TeKyLnin
.; Y]
M3MeHunca? —»  pefaKkTMpyembiv

dann (Tekcr)

NHOEKC

napameTpa

4Yncnio nona

KYpCOpOM




ApXUTeKTypa peLueHusa

c++, pegakTupoBaHue cpeacteamm VS

Engine

pedeKcCuBHas TEeKCT

CTPYKTYpPa n3mMmeHunnca?

NHOEKC

napameTpa

4yucno noa

KYpCOpOM

Visual Studio

TEKYLLUN

—p pefaKTupyemMbliin

¢dann (TekcT)




ApXUTeKTypa peLueHus

C++, UBMEeHEHUE NapaMeTPOB MbILLUbHO

Engine

Ha)kaTa
mbutton?

Visual Studio

TeKYyLL U

pefakTUpyembin

dann (Tekcr)




ApXUTeKTypa peLueHus

C++, UBMEeHEHUE NapaMeTPOB MbILLUbHO

Engine Visual Studio

TeKYyLL U

pefakTUpyembin

dann (Tekcr)

Ha)kaTa YnTaeM YNCNO
mbutton? NoJ Kypcopom




ApXUTeKTypa peLueHusa

C++, UBMEHEHME NapaMeTPOB MbILLbIO
Engine Visual Studio

TeKYyLL U
pefakTUpyembin

dann (TekcT)
/
-

Ha)XaTa YnTaeM HNCJIO MEHAEM
® > ® >

mbutton? NnoA Kypcopom 4yuncno




ApXUTeKTypa peLueHusa

C++, UBMEHEHME NapaMeTPOB MbILLbIO
Engine Visual Studio

TeKYyLL U

pefakTUpyembin
MHOEKC / dann (TekcT)
napameTpa /'

-

Ha)XaTa YnTaeM HNCJIO MEHAEM
® > ® >

mbutton? NnoA Kypcopom 4yuncno




ApXUTeKTypa peLueHusa

c++, U3BMEHeHNEe NapaMeTPOB MbILLbHO

Engine Visual Studio
pednekCcnBHas TEKYLW NI
CTPYKTYypa pefakTUPYeEMbIN
WHOEKC / dann (TekcT)
napamMeTpa
Ha)kaTa YuTaEM YUCIIO MEHSEM
O > O >

mbutton? NnoA Kypcopom 4yuncno




Pedpnekcusa B C++

CUHTaKCcu4yeckue cornallueHums. ArperaTHaﬂ UHULUNAJIN3aLlUAA.

neKnapaums:

namespace Obiject {
cmd(Girl, int quality,
iInt xPos, int yPos, int zPos)

reflect; //Bbi13oB Makpoca

/[Teno pyHKunm




Pedpnekcusa B C++

CUHTaKCcu4yeckue cornallueHums. ArperaTHaﬂ UHULUNAJIN3aLlUAA.

neKnapaums:

Bbl30B:

namespace Obiject {
cmd(Girl, int quality,
iInt xPos, int yPos, int zPos)

reflect; //Bbi13oB Makpoca

/[Teno pyHKunm

Object::Girl({

.quality = 1,

XPos = -25,
.yPos = 165,
.zPos =0,

1;

CKO6KM NO3BONAIOT CKPbITb NapaMeTpbl

c noMmouwpbto +/- B IDE




Pedpnekcusa B C++

Pa3BepTbiBaHNE MaKpPOCOB

#define cmd(name, ...) struct CAT(name, params) { FOR_EACH(SEMI, VA ARGS )} \

void name(CAT(name,_params) in)

neknapauunsa cmd(func, int a, int b) pasBepHeTca B

struct func { int a; int b; };

void func(func_params in, const std::source_location caller = std::source_location::current())

e Tenepb MYHKLUMSA 3HAET, OTKYAa ee Bbi3Banu (hais, CTpOKa) U MOXET BbIMOIHUTb pediekcuto,

NpPoYnTaB CBOWM MCXOAHbIN KOA (CNMCOK NapaMeTPoOB U UX TUMOB) M Ko Bbli3oBa (CaMu NapamMeTpbl)




Pedpnekcusa B C++

Pa3BepTbiBaHME MaKpPOCOB - 3arpy3Ka ujun nogmeHa napamMmeTpoB

void reflect_f(auto™ in, const std::source_location caller, const std::source_location currentFunc);

#define reflect editor::paramEdit::reflect f(&in, caller, std::source_location::current())

BHYTpU pyHKUnK reflect f:

if (loaded) {

//MonNs CTPYKTYPbI HaWwen QyHKLUUN «— pedrieKCUBHasa CTPYKTypa
} else {

//NCXOAHbIN TEKCT — pedrieKCUBHasi CTPYKTypa

() AnsA BblYMCNAEMbIX 3HAYeHUI cTaBuTca dnar bypass, 1 OHM HUKAK HE N3MEHSIOTCS




Pedpnekcusa B C++

PeecTp Ans KOPpPEKTHOWM PaboTbl YC/IOBHbIX BbI3OBOB

static std::unordered_map<std::string, int> registry;
void reflect_f(auto™ in, const std::source_location caller, const std::source_location currentFunc) {
std::string key = std::string(caller.file_name()) + ":" + std::to_string(caller.line());
auto it = registry.find(key);
if (it != registry.end()) {
cmdCounter = registry[key];
cmdParamDesc[cmdCounter].loaded = true;
} else {
cmdCounter = registry[key] = next_index++;

cmdParamDesc[cmdCounter].loaded = false;




Ul:OkHa

J1BMXKOK aBTOMaTU4YeCKKN pacrnofiaraeT OKHO NpocMoTpa cneBa, a okHo Visual Studio cnpaBa.

[locne 3aBeplLUeHUs paboTbl OKHO BOCCTAHaAB/IMBAET UCXOAHOE MOJSTIOXKEHMUE

= (m] X File Edit View Git Project Build Debug Test Analyze Tools Extensions Window 8 platform _ X
Help
101 @ - -EEE Y- - e < b Continue - ¢F - BB B0 L0l & GitHubCopilot | & = ADMIN
Process: [31560] platform.exe - - - '_’:
. loop.h & X ~ #  Solution Explorer v ix %
[E] platform ~ {}Loop ~ [ scene3() ~+ A o-s o fo ,,:3,'
1018 .camTime = 3000, a . Q
~ 0
o FeaRTyre = eyiupe =t Search Solution Explorer (Ctrl+) pel
1020 .eye_x = 1644, &[] outputshader &
P 1021 .eye_y = 5206, b Epui
1022 .eye_z = -1023, 4 Bvs
1023 -at x =0, & [ blob.shader
1624 -at_y = 1769, & [ capriStar.shader * -
e e na obnagatenen
- ot o 1
e fipy = 192 & [ galaxy.shader
1028 _up_z = 128, & [ galaxy_2.shader
1029 .angle = 64, &[] girl.shader
. 1030 .sType = sliderType::follow, & [ insideNebula.shader ()
~ N BYXMOHUTOPHbIX KOHbUrypaLmm -
. 1032 .slide_y = 9, &[] leo.shader
W, . 1633 .s'l?de_z =6, X &[] libra_sph.shader
5 1034 .:IlsTyf_;e :scanAns: :global, & ) Nebula2:shader
SRR SR XS ! & [ neitron_star.shader
O, 1036 fly_y = 160, 2
. OKHO MPOCMOTPa 3arnycKaeTcs
" W 1038 .jitter = @ &80} pearlshader
1039 n; & [ pillars.shader
u 1040 | & [ pillarsHand.shader
leul & [ quad.shader
e 1e42 0 & [ rocks.shader
- | ERyE ' - Ha BTOPOM 3KpaHe
- ig:: =% & [ simpleCube.shader
V ~ ol 1}
- 1046 .yPos = 0, & [ spaceshader
1047 .zPos = @, &[] Tau.shader
/ 1048 brightness = 100, & [ transporter.shader
1049 .tickness = - &[0 treeshader
1e5@ >l b; & [0 Virgo.shader
1651 & [ waterfall.shader
1052 b &R camera.h
1853 Compose(); T : g
1054 v |4 |
100% ~ & @ No issues found | &~ 4 » Ln: 1045 Ch:13 Cok25 TABS CRLF  Solution Explorer Diagnostic Tools
Output v 1x
A » Show output from: Debug 3.2 LR )
f pixel shader compiled: ps/basiclow.shader -
vertex shader compiled: vs/quad.shader
pixel shader compiled: ps/output.shader
pixel shader compiled: ui/ps/lineDrawer_ps.shader
vertex shader compiled: ui/vs/lineDrawer.shader
vertex shader compiled: ui/vs/box.shader
- pixel shader compiled: ui/ps/box_ps.shader
5 . x e £ v : vertex shader compiled: ui/vs/letter.shader =
0:00 100 2:00 3:00 4:00 - pixel shader compiled: ui/ps/letter_ps.shader v

< P »
I f J I | l I l ‘_ I | I I I _ Call Stack Breakpoints Exception Settings Command Window Immediate Window = Output




Ul:Cnhanpep

Bbi3biBaeM n yompaem criangep rno HaxKaTuto CpeiHEN KHOMKU MbILLKW, PUCYEM €ro B TEKYLLEN

nosuumn Kypcopa. AnbtepHaTuUBHbIN cnocob - click&drag cpegHen KHOMKOM MbILLKM.

[Tpoumne BapmnaHTbl KOHOAMKTYHOT ¢ Ul Visual Studio n/vnun tpebytoT rnobanbHbIX XYKOB, KOTOPbIE

M10X0 Y)>XKNBaAOTCA C TOHKaMW OCTaHOBaA U SKCeElNLWHaMMU.

1041

1042 0

1843 v | -100 - 100
1044

1045 .XPos = 0,

1046 .yPos = 0,

1047 .ZPos = 0,

1048 .brightness = 100,

1049 .tickness = ©

1050 1),

1051 "
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Pa6ota c VS (COM/EnvDTE)

Bo3amo)xHocTn B3anmoaencteua ¢ Visual Studio

e [lonyyeHne MMeEHN TEKYLLErO pegakTupyemMoro ganna

e [lonyyeHune nNo3nLmumM Kypcopa

e [lony4yeHune TekcTa Bcero garna Uam ero 4YacTu
e [lonyyeHune ctaTyca HECOXPAHEHHbIX U3MEHEHUN

e 3aMeHa TeKCTa UM ero YyacTtu




Pa6ota c VS (COM/EnvDTE)

[pumep. NonydyeHne NMeHn Tekyllero pegakTnpyemMoro ganna

CLSID clsid;
.:CLSIDFromProgID(L"VisualStudio.DTE", &clsid);
CComPtr<lUnknown> punk;
.:GetActiveObiject(clsid, NULL, &punk);
CComPtr<EnvDTE:: DTE> DTE = punk;
CComPir<EnvDTE::ItemOperations> item_ops;
DTE->get_ltemOperations(&item_ops);
CComPtr<EnvDTE::Document> doc;

DTE->get ActiveDocument(&doc);

CComBSTR _fileName;

doc->get_FullName(&_fileName);




Pa6ota c VS (COM/EnvDTE)

[pumep. NonydyeHne NMeHn Tekyllero pegakTnpyemMoro ganna

CLSID clsid;
.:CLSIDFromProgID(L"VisualStudio.DTE", &clsid);
CComPtr<lUnknown> punk;
.:GetActiveObiject(clsid, NULL, &punk);
CComPtr<EnvDTE:: DTE> DTE = punk;
CComPir<EnvDTE::ItemOperations> item_ops;
DTE->get_ltemOperations(&item_ops);
CComPtr<EnvDTE::Document> doc;

DTE->get ActiveDocument(&doc);

CComBSTR _fileName;

doc->get_FullName(&_fileName);

() YTOob6bI M36€XKaTb KOHPNMKTOB

N 3aBUCUMOCTEN B BUBNMoTeKax,

a TaKXXe obecneynTb paboTy

Ha Nto60Mn BEPCUN CTYANUU, Ny4Lle
ncnonb3oBaTb ANHAMUYECKUI BbI30OB

yepes IDispatch (no3aHee cBA3bIBaHUE).
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[lpeumyuliecTBa noaxona

® WCINOJIb30OBaHUE NOTOBOIO N BCEM 3HAKOMOIO pedakKTopa, MNo3BOoJIAKOLLEro cCo3aaBaTb C/TIOXHbIE

CUCTEMbI UepapXun N oCyLLLEeCTBNATb MO HUM HaBUrauuto.

e J3KOHOMMUA BpeMeHU Ha HanmncaHue ceoero Ul

® 1CNONb30BaHUe c++ Koda Afsl onucaHma rpamyeckoro KOHBenepa - He HYXXHbl CKPUNTOBbIE A3bIKU U
BUpPTYyanbHble MaluuHbI. CBO6OAHOE UCnonb3oBaHme Nobon NOrnmku, NO3BONAAKOLLEN HAacTpanBaThb
KOHBeWep Kak yrogHo

e UVHTerpayms c git “n3 Kopobku”

e HeT npobnemMbl COBMECTUMOCTU BEPCUN BUHAPHbIX (OpPMaTOB, HE HY)XHa

cepuanunsauua/pgecepmannsauus




HepocTaTKu noaxoana

e CnoXHble KOHTPOJ1bl BCE paBHO NpuaeTcs NucaThb.

Ho HUKTO He MelwaeT 3aaencTBoBaTb AN HUX Kakon-nnmo6o GUI

COXPaHMB 06LLYIO NOrNKY paboTbl CUCTEMDI.




HepocTaTKu noaxoana

e CnoXHble KOHTPOJ1bl BCE paBHO NpuaeTcs NucaThb.

Ho HUKTO He MelwaeT 3aaencTBoBaTb AN HUX Kakon-nnmo6o GUI

COXPaHMB 06LLYIO NOrNKY paboTbl CUCTEMDI.

e CHMHTaKcHnyeckaa XpynkKocTb.

Hapo He gonyckaTb (4epes niaruH) unm oTkaTbiBaTb BCE HEKOPPEKTHbIE
n3MeHeHns (Hanpumep, BCTaBKY NYCTON CTPOKMU rae-nnbo B c++ Koje)

BO BpeMs paboTbl ABUXKaA.




byayuiee

e lIHTerpauusa c MN-areHToM.

[ToCKOMbKY AaHHble XpaHATCA NMPSAMO B C++ KOJge, T.€. ONUCbIBAOTCA TEKCTOM,
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byayuiee

e lIHTerpauusa c MN-areHToM.

[ToCKOMbKY AaHHble XpaHATCA NMPSAMO B C++ KOJge, T.€. ONUCbIBAOTCA TEKCTOM,
a NoJsii UMEeHOBaHbl Ha MaHep json, MOXHO A06UTbCSA YNpaB/ieHUA CUCTEMOW

ro/locoM: “CABMHb BCEX [EBYLUEK B MPaByto YacTb CLUEHbI”, U T.4.

e [padunyeckas HaBurayus.

Knuk no o6bekTy B 0611aCTM NPOCMOTPa NMEPEHOCUT NOJIb30BATENSA HAa HY)XXHYHO

CTPOKY Kopa
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1na Koro?

® /119 NPOTOTUMNUPOBAHUS

® /1 UHAU-KOMaHA, COCPeAOoTOUYEHHbIX Ha COOCTBEHHbIX TEXHOMOIMYECKMUX

peweHnAX BMeCTO UCMNOJIb30OBaHNA TOTOBbIX ABVNXXKOB

® 151 BCEX, Y KOr0 BO3HMKAET HEOOXOAMMOCTb YA0H6HOM HAaCTPOMKM

napamMeTpoB HanpAMYH U3 Koaa - K npumepy, koraa Ul ele He HanucaH




Cnacu60 3a BHUMaHue!

perno3utopui npoekta (npototun WIP)

e B 6vkanmnx nnaHax - oTAeNnuTb PyHKLMOHAN OT ABMXKA

B CAMOCTOSITENNbHYIO BUONNOTEKY.

e OneHcopc. KpuTuka, NnpeasioxXeHnss, KOMMUTbI NPUHMMAKOTCS ¢ 6/1aroapHOCTbO

Tpensiep urpbl The 13th Sign, BOMPOCbI MOXHO 3afatb  [m];

=]

cLeflaHHbIN Ha 3TOM ABUXXKE B Tenerpam: @lastshilling |



https://github.com/0f0x64/platform
https://www.youtube.com/watch?v=hb40sTKNToA

Bonpocbi?




