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VY pesynbrari KBamiikamiiHoi poOOTH OyJIo pO3pOOJIEHO AapXITEKTYypy
MOJAYJBHOTO 1rpoBOro pyirisi Ha ocHOBI rpadiunoro API Vulkan. IIporpamuuii
KOMILIEKC MICTUTh y CO01 YITKO PO3MEKOBaHI MiJICUCTEMH: SIAPO PYIIIisi, MEHEIKEP
BIKOH Ta mojii (Ha 0a3i kpocriaaThopMHUX O010J10TEK), CUCTEMY YIpaBIiHHS
pecypcaMu Ta HU3bKOPIBHEBUH rpadiuHUil KOHBEEp peHaepuHry. OcoOauBy yBary
npualieHo epextuBHOMYy posnoAutry mnam'sti GPU, auHamiyHOMY peHIEpUHTY
(Dynamic Rendering) Ta acHHXpOHHOMY 3aBaHTaXEHHIO pecypciB. st 3pydHOCTI
pO3pOOKM  Ta  HaJaroJUKEHHS B apXITEKTypy  IHTErpOBaHO  MOJYJIb
HajaropKyBasibHOro iHTEpdeticy (Debug GUI).

Knrouoei cnosa: ieposuti pywii, inoi-iepu, Vulkan API, apximexmypa pyuiis,
epaghiunuil Koneecp, MeHeodcep BIiKOH, peHoepuHe, KepyeanHs nam'smmio GPU,

C++.



ABSTRACT
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Dovhalenko O. Game Engine for Creating Indie Games Using Vulkan API:
bachelor’s qualification work in specialty 121 “Software Engineering” / scientific
supervisor [.A. Skrypnyk. Zaporizhzhia : ZNU, 2026. 70 p.

The aim of the diploma project is to create a high-performance game engine
that will provide indie developers with a flexible toolkit for rapid video game
development without the need for low-level programming of the graphics subsystem
from scratch.

As a result of the qualification work, the architecture of a modular game
engine based on the Vulkan graphics APl was developed. The software suite
contains clearly separated subsystems: the engine core, a window and event manager
(based on cross-platform libraries), a resource management system, and a low-level
graphics rendering pipeline. Particular attention is paid to efficient GPU memory
allocation, dynamic rendering, and asynchronous resource loading. For development
and debugging convenience, a debug interface module (Debug GUI) has been
integrated into the architecture.

Keywords: game engine, indie games, Vulkan API, engine architecture,

graphics pipeline, window manager, rendering, GPU memory management, C++.
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BCTYII

AKTYaJIBLHICTh TeMH

CTBOpeHHS Cy4acCHUX BIJI€OITOp, 30KpeMa B CEKTOPi HE3aJICKHOI PO3POOKHU
(igmi-irop), BUMarae MPUHIIUIIOBO HOBHUX MIIXOJIB J0 ONTHUMI3AIlli MPOrpaMHOTO
3a0e3neyeHHs. [IparHeHHss po3poOHUKIB peanizyBaTu CKiIaaHI rpadiuHi eQpeKTu Ta
BUCOKY JETalli3allif0 CIEH 3MYyIIy€e MIYKaTH IUIAXH MaKCUMaldbHO TOBHOTO
BUKOPHUCTAHHS MOTEHIlaly KOMI'IOTEpHOro 3aiiza. Uepe3 1e NpOEKTyBaHHS
JIETKOBaroBHX, aj€ BOJHOYAC THYYKHMX IHCTPYMEHTIB Bi3yasi3alli, Kl 3/aTHI
BUTUCHYTH MaKCHMYM 13 IOCTYIIHUX allapaTHUX PECypCiB, CTAE€ OJHUM 13 TOJIOBHUX
npioputetiB 11 [ T-1HyCTpii.

bazoBuM pyHnameHTOM Oyb-sKOi Cy4acHOI BIIEOTPH € ITPOBHIA pyLIiH, II0
KOOPJIMHYE B3AEMOJIII0 MIK JIOTIKOIO 3aCTOCYHKY Ta TpadiuHUM IIPOILIECOPOM.
3actapiini BUCOKOpiBHEBI crtaHiapTd (Ha kmranatr OpenGL) yxe He 31aTHI
3a0e3neunT  eQEeKTUBHMI mapanedisM 1 [OpU3BOAATH 10  KPUTUYHOIO
nepeBaHTaxeHHs 1eHTpanbHoro npoiecopa (CPU overhead). HatomicTs cyuacHuii
Hu3bKOpiBHEBUW 1HTepdelic Vulkan APl BinkpuBae mnpsmMuid Joctym A0
oOumucoBanbHUX TNoTyx)HOCTeH Bigeokaptu (GPU), mo3Bomisie THy4yKO KepyBaTH
nam’sITTIO Ta MIHIMI3yBaTH 3aTPUMKHU PEHIEPUHTY 332 PaXyHOK 0araTonoTOYHOCTI.
3acToCyBaHHS L[OTO TEXHOJIOTIYHOIO CTEKY J103BOJIsi€ OyayBaTH KpOCIUIaTGOPMHI
piteHHs 3 6€3KOMIPOMICHOIO MPOAYKTHUBHICTIO Ta CTa0LILHO BHCOKOIO KaJPOBOIO
yactototo (FPS).

JlociIKeHHST ICHYIOUMX IPOrpaM-aHaJIOTiB BKa3ye€ Ha CYTTEBY 1H)KEHEPHY
po0semMy: OUTBIIICTh KOMEPIIIHHUX PYIIiB € MOHOMITHUMU, HANJTUIITKOBUMU JIJIsI
HEBEJIMKMX KOMaHJ Ta OOMEXYITh MporpaMicTa y TOHKOMY HaJallTyBaHHI
rpadiunoro konBeepa. Bemuki mmarpopmu 3a3Buuail opieHToBaHi Ha AAA-
CErMEHT, 110 POOUTH iX HAJTO TPOMI3AKUMHM JJIsl HIIIEBUX MPOAYKTiB. CTBOPEHHS
MOJIYJIBHOTO ITPOTPaMHOI0 KapKaca, afanToOBaHOIO MiJ NOoTpeOu 1HA1-CIIIBHOTH Ta

nobyaoBaHoro Ha 0a3i Vulkan API, no3Bossie po3B's3atu mpoGiemMy 3aiiBOro KOAY



Ta 3a0€3MeYNTH TOYKOBUI MIKPOKOHTPOJb HaJ PO3IOAISIOM pecypciB. 3 orjsiay Ha
e, po3poOKa creriaai3oBaHOro TpadiyHOTO PYIIIS € HAyKOBO Ta IPAKTHYHO

OOTPYHTOBAaHHMM HAMpPSIMOM y cepi iHKEeHEepii MporpaMHOTo 3a0e3MeUeHHH.

Meta nociiaKeHHs

[IpoexTyBaHHS Ta CTBOPEHHS BHCOKOE(EKTUBHOIO IrPOBOTO pyIIis Ha 6asi
HU3bKOpiBHEBOro rpadiunoro inrepdericy Vulkan APl s 3abesneueHHs
HE3aJIC)KHUX PO3POOHHKIB ONTHUMI30BAHUM 1HCTPYMEHTapieM Ui CTBOPEHHS

BIJICOITOP 13 MIPSIMUM KEPYBaHHSM arapaTHUMU PECYPCAMHU.

3aBaaHHA TOCTIIKEHHA

JlocnmiauTy iCHyI041 IrpoBi PyIiIii Ta BU3HAYUTH KIIFOUOBI MPOOJIEMH IXHBOTO
3aCTOCYBaHHS y CErMEHTI 1HMAI-rop. BuBuMTH crnenu@iky HU3BKOPIBHEBOTO
rpadiudoro iHTepdeiicy Vulkan API, 30kpemMa npuHuunu noOyAoBH rpadiqHOro
KOHBEEpA Ta MEXaHI3MU TMPSMOrO0 KEpPyBaHHA pecypcaMu  BIJCOKapTH.
CdopmynnroBaTy MOBHUM MepeniK (PyHKIIOHAIBHUX Ta HE(DYHKIIOHAIbHUX BUMOT
0 TPOEKTYEMOTO IMPOTPAMHOTO 3a0e3MeueHHs, BKJIIOYAIOUM BUMOTH [0
KpOCIUIATPOPMHOCTI Ta MPOAYKTUBHOCTI. CHPOEKTYBATH MOIAYJBbHY apXITEKTypy
IpOBOTO  pylIiss 3 YITKUM PO3MEXKYBaHHSAM IMIJCUCTEM SApa, BIKOHHOTO
MEHEKMEHTY, 00pOOKHM anapaTHUX MOl Ta peHaepunry. [Iporpamno peanizyBatu
po3po0JieHI apXITEeKTypHI pilleHHs Ha ©0a31 MoBH mporpamyBaHHs C++ Ta
IHTErpyBaTU HAJAro/pKyBaJIbHUM rpadiuHuil iHTEpdeEiic ajii MOHITOPUHTY CTaHy

CHCTCMU.

O0’eKkT nocaiTKeHHs
O0’eKTOM JTOCHIIPKEHHS € MPOLIeC MPOEKTYBAHHS Ta MPOrPAMHOI peanizalii
MOAYJBHUX ITPOBUX PYLIiB 13 BUKOPUCTAHHSIM HHU3BKOPIBHEBUX TIpadiuHuX

iHTepdeiciB MporpaMyBaHHH.



IIpeaMert nocaigsKeHHsI

[IpenmMeToM JOCHIDKEHHA € apXITEKTypHI IAa0JIOHU TMPOEKTYBAaHHS
MiJICHCTeM pEHICPUHTY, METOJM HHU3BKOPIBHEBOTO KEPYBAHHS pecypcaMu
rpa¢gigyHOro TpoIecopa, a TAaKOXK CydacHI TEHIEHIi Ta TEXHOJOTIYHI BUMOTH

1HAYCTpIi IHII-ITOp 10 IHCTPYMEHTIB PO3pOOKH BiI€OITOP.

MeToau aocaiKeHHSA

TeopernyHi: cUCTEMHHUI aHaJIi3 HAYKOBO-TEXHIUHOT JIITepaTypH, NPopiIbHUX
nyOJikamii Ta JOKyMeHTallii TrpadiyHMX CTaHAapTiB MO0 MPOEKTYBAHHS
HU3BKOPIBHEBOIO MpOrpaMHOro 3ade3nedyeHHs. [lopiBHsSUIBHUN aHali3 CydaCHHX
rpadiunux iHTepdeiici (Vulkan, DirectX 12, OpenGL) 1151 BU3HaueHHs HaHO1IbII
e(EeKTUBHOIO  TEXHOJOrIYHOro  creky. JlocmpkeHHs Ta  JAEKOMIIO3ULIA
apXITEKTYpPHUX MMATEPHIB ICHYIOUUX MOIYIbHUX FedMIEB-TIIaT(HOPM.

[TpakTHyHi: 00'€KTHO-OPIEHTOBaHE MPOEKTYBAHHS KOMIIOHEHTIB CHCTEMH,
HU3BKOPIBHEBE NMpOrpaMyBaHHd Ha 0a31 MoBu C++, mpodinroBaHHs TpadiuHOro
KOHBE€Epa, MEHEKMEHT aeckpuntopiB 1 mam'sti GPU, a Takox MomynbHe Ta

1HTerpaliiine TeCTyBaHHsI po3p00JIEHOT0 MPOrPaMHOTO KapKaca.

IIpakTHYHe 3HAYEHHS OJleP:KAHUX Pe3yJIbTATIB

[IpakTnuHe 3HAYCHHS OJCPKAHUX PE3yNbTATIB TOJSATAaE y CTBOPCHHI
MOJYJIBHOTO 1'POBOT0 PYIIIs, SIKUM TO3BOJISIE a0CTparyBaTH CKJIaH1 HU3bKOPIBHEBI
BUKIIMKU rpadigyHoro kouBeepa Vulkan API. CtBopena apxiTekTypa MiJcHCTEM
s/pa, BIKOHHOTO KEpyBaHHS Ta OOpOOKM mMOJii 3a0e3neuye He3aIeKHHUX
MPOrpamicTiB CTaOUTLHOIO 0a3010 Il PO3TOPTaHHS BJIACHUX ITPOBUX IPOEKTIB.
HasBHICTh 130JIbOBAHOIO APy PEHIAEPUHTY Ta IHTETPOBAHOIO 1HCTPYMEHTAPIIO
HaJaro/PKeHHS JO03BOJSIE TOYKOBO KEPYBAaTH pecypcaMH  BiJICOKapTH  Ta
ONTHUMI3yBaTH TMPOMYKTUBHICTh (DIHATBHUX 3aCTOCYHKIB 0€3 He0oOXiTHOCTI

MPOEKTYBaHHS TpadiuHOro pyIis 3 HyJsl.
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I'nocapii

Debug GUI (Hanazooscysanvuuii inmepghetic) — AONOMIKHUN rpadiyHUN
iHTep(delic KopHucTyBaya, IHTETPOBAHUN y Py JUIi MOHITOPUHTY TEXHIYHUX
MOKA3HUKIB 3aCTOCYHKY (KaJpOBOi YacTOTH, CIIO)KMBAaHHS IaMm'siTi, JIOTIB) Yy
pealbHOMY Yaci.

Vulkan API — cyuyacHW#l KpocmiaTGOpMHHUII HU3BKOPIBHEBUN 1HTEpdeEiic
porpamMyBaHHsl 3aCTOCYHKIB MJisi KepyBaHHS TpadiyHUM Ta OOYHUCIIOBAIBHUM
mporecopamMu, 1o 3abe3nedye BHCOKY MPOAYKTHBHICTH 3aBASKH MiHIMIZaIll
HaAKJIAJTHUX BUTPAT IIpoIIecopa.

ApximexmypHutl wiab1oH (namepr) — MOBTOPIOBAHE 1HXKEHEPHE PIIlICHHS, 10
BUKOPHUCTOBYETHCS JJISi TPOEKTYBAHHS CTPYKTYPH Ta B3a€EMOJii KOMIIOHEHTIB
IPOrpaMHOro 3a0€3MeUeHHs B MeXaX TUIIOBHUX 3aBJIaHb.

bygep oeckpunmopie (Descriptor Buffer) — cydacHe posmmpenHs Vulkan
API, sixe 103BOJIsIE PO3MINLTYBATH JAECKPUITOPU PECYPCIB O€3MOCEPETHBO B MaM'sITi
GPU, oMuHarouu 3actapiii myJid Ta HaOOpHU JIECKPUIITOPIB, IO CYTTEBO ITiABUIILYE
IIBUKICTh PEHACPUHTY.

Bixonnuti menedsicmenm (Window Management) — miacucteMa nporpaMHoOro
KOMILJIEKCY, sIKa BIJIOBIJA€ 3a CTBOPEHHS CHCTEMHOrO BiKHA, B3a€EMOJI0 3
OIepaliiHO CUCTEMOIO, KEPYBAHHS KOHTEKCTOM B1JI0OpaXKe€HHs Ta 00pOOKY MOt
BBEJICHHSI.

I'paghiunuii konseep (Graphics Pipeline) — OCIIIOBHICTh €TarliB arapaTHO-
nporpamMHoi 0OpoOKH TaHUX 3 METO (OPMYBAHHS IiJCYMKOBOTO JBOBHMIPHOTO
300pa’KeHHS Ha €KpaHi.

I'pagpiunuti  npoyecop (GPU) —  cneuiagi3oBaHUM  €JIEKTPOHHUI
MIKpPOIIPOIIECOP, ONTHUMI30BAaHUW ISl IIBUAKOTO BHUKOHAHHS TMapasIebHUX
MaTeMaTUYHUX OOUYHUCIIEHb, 1[0 BUKOPUCTOBYIOTHCS Y KOMM'TOTEPHIM rpadirt.

Junamiunuii penoepune (Dynamic Rendering) — (GyHKLIOHAT Cy4YaCHUX
Bepciii Vulkan, sikuii 103BOJIss€ BUKOHYBATH MAIIOBAaHHS T'pa(iyHUX MPUMITHBIB
HarmpsiMy Oe3 CTBOPEHHS TpOMI3IKMX 00'ekTiB mpoxoniB penaepunry (Render

Passes) Ta dpeitmOydepis.
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leposuti pywiti (Game Engine) — NEHTpaIbHUNW MOJIYJBHUN TPOTrpaMHHIMA
KOMILJIEKC (KapKac), IKMi aBTOMAaTU3y€e Ta KOOPJUHYE OCHOBHI IIPOLIECH PO3POOKH
Bijleoirop: Bi3yamizaiiro, OOpOOKy TOMii, MEHEIKMEHT pECypCiB Ta JOTIKY
3aCTOCYHKY.

Inoi-iepu (Indie Games) — Bineoirpu, CTBOpEHi OKpEMHUMH PO3POOHUKAMU 200
HEBEJIMKUMHU HE3aJNeKHUMHM KOMaHaaMu Oe3 (IHAHCOBOI MIATPUMKHU BEJIMKHUX
BU/IABIIIB, 1110 BUMAarae BUKOPUCTAHHS JIETKOBAroBUX Ta €(EKTUBHUX 1HCTPYMEHTIB
PO3pPOOKHU.

Kpocnnamgpopmuicme ~ —  3AaTHICTH ~ OPOrpaMHOTO  3a0€3MEUYeHHS
(GyHKIIIOHYBAaTH Ta KOMIUTIOBATUCA MiJ PI3HUMHU ONEpAIifHUMU CHUCTEeMaMH M
anapaTHUMHU apXxiTeKTypamu 0e3 rio0anbHUX 3MIH Y BUXIAHOMY KOZI.

Memneooicep pecypcie (Resource Manager) — BHYTPIIIHIA MOJYJIb ITPOBOTO
pyllis, TpPU3HAYEHUH I LEHTPAII30BaHOIO 3aBAaHTaXEHHs, 30epiraHHs,
KEIIyBaHHA Ta BUBUIbHEHHS IU(POBUX AKTUBIB MPOTPAMHU.

Mooynvrua apximexmypa — NPUHLINAI TPOEKTYBAHHS IPOTPAMHUX CHCTEM, 32
SKOTO 3aCTOCYHOK PO3AUISETHCA HA HE3aJIeXkKHI, B3a€EMO3aMIHHI OJIOKH (MOIy:l) 13
YITKO BU3HAUYCHUMH iHTEep(deiicamu B3aeEMOII1.

Husvkopienese npocpamysanns — miaxigm ao po3pooku 13, 3a skoro
IPOrpaMicCT Mpairoe OJU3bKO 0 armapaTHOTO PIBHS KOMITIOTEpPA, BPYUHY KEpYIOUH
naM'aTTIO0, MOTOKaMU BUKOHAHHS Ta YepramMy KOMaH]I mpoIiecopa.

Penoepune (Bizyanizayis) — mnpouec TeHepallii MIaCKOro pacTpOBOro
300paK€HHSI Ha OCHOBI ITU(MPOBUX TPUBUMIPHUX YW JBOBUMIPHUX MOJEICH 3a
JIOTIOMOTOI0 CHEIIaIbHUX MaTeMaTUYHUX aJITOPUTMIB.

Yepea xomano (Command Queue) — ctpykrypa nanux y Vulkan API, mo
BUKOPUCTOBYETHCS JJIA Tepefadl MakeTiB 1HCTPYKIN (koMaHAHUX OydepiB) Bif
IEHTPAJILHOTO TIpoiiecopa A0 TpadiyHOTO YU OOUUCIIIOBAILHOTO MPUCTPOIB IS iX
M0J1aJIHIIIOTO BUKOHAHHS.

Llletioep (anen. Shader) — ue crmemiaimizHa TporpaMa, MPU3HAYEHA IS
BuKoHaHHs Ha Bigeokapti (GPU), sika Bu3Hauae QiHAIBHUIA BUTIIA TPUBUMIPHOT

rpadiky Ha eKpaHi.



12

1 AHAJI3 IPEJMETHOI OBJIACTI

1.1 AHami3 icCHYHOYHMX @pPOrpaMHMX PpilleHb Ta MNiAXOAIB [0

NPOEeKTYBAHHSA

1.1.1 MoHouiTHi KOMepuiiiHi Ta iHAyCTpiaJbHI pyLIil

CyyacHMI PUHOK 1HTEPAKTHBHUX MeJla Ta TPUBUMIPHOI Ipadiku 3HAYHOIO
MIpOI0 BU3HAYa€ThCAd (IIArMAaHCHKUMU KOMEPIIHHUMH PIMICHHSMHU, TaKUMHU SIK
Unreal Engine, Unity Ta CryEngine. L{i cuctemu € BU3HaHUMU JiepaMu iHAYCTpil
Ta HAJAlOTh PO3POOHUKAM TOTOBI IHCTpyMeHTH ¢opmary «all-in-one» (Bce B
OJIHOMY) JUIS CTBOPEHHS TrpadiuyHOro KOHTEHTY OyJb-SIKOi CKJIaJHOCTI.
VYHiIBepCcaJIbHICTh TaKUX IIAT(GOPM J03BOJISIE 3aKPUBATH MOBHUM LUK pO3POOKU —
BIJI PEHJIEPUHTY Ta (PI3UKM O CUCTEM IITYYHOrO IHTEJIEKTY i ayJio — B MexXax
€IMHOTO €KOCHUCTEMHOI'O CEPEAOBHILIA.

Oco0uBOCTI apxiTeKTYpH

B oCHOBI apXiTeKTypu KOMEpPIIHHUX PYILIIiB JEKUTh MapajaurMa
MOHOJIITHOTO KapKaca. 3aMiCTh HaJIaHHS PO3POOHMKY 130JIbOBAHMX 1HCTPYMEHTIB,
[l CUCTEMHU TMOBHICTIO MiANOPSAKOBYIOTh COO1 KUTTEBUM ITUKI MPOTPaMH depe3
NPUHLNI 1HBepcli KepyBaHHsA. ['OJOBHMIA NHMKI BUKOHAHHS 1HKAICYJIhOBAaHHUN
BCEPEIIMHI s/ipa PyIIis, K€ CaMOCTIMHO BH3HA4Ya€ YEProBiCTh Ta Yac OHOBJICHHS
nigcucteM. [IpoekTH 1bOro Kiacy BUKOPUCTOBYIOTh BJIACHI CKJIAJIHI €KOCUCTEMHU
30upanus (Hanpukian, UnrealBuildTool Ta konBeepu xomorenepaiii il pediekcii
turty Unreal Header Tool B UE) 3amicte cranmaptaux meracucteMm. I 'padiununii
KOHBe€p, (PI3UUHUNA CUMYJISITOP, IPOCTOPOBUN ayA10/IBUTYH, CUCTEMH aHIMaIlli Ta
iHTepdeiic KopucTyBada TYT JKOPCTKO TMOB'sI3aHI MK CO0OI0 Ha PiBHI sjpa,
dbopMyOUM MOHOJIITHY CTPYKTYPY, /1€ BIJIOKPEMJICHHS OJIHOTO KOMIIOHEHTa Bij
1HIIIOTO € KPUTUIHO BAKKUM 200 HEMOKJIMBUM 3aBIAHHSIM.

Henoaiku nas cneniagizoBaHuX 3a1a4:

1. Hapmumkosicts (Overhead): OCkuibKu pyIiiid Opi€HTOBAaHUN Ha BUPILICHHS

MaKCUMaJIbHO IIMPOKOTO CIIEKTpa 3aBJaHb, HaBITh 0A30BUN MOPOXKHIA MPOEKT
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HIIam3ye coTHI ()OHOBHMX IIJICUCTEM 3a 3aMOBUyBaHHsAM. lle mpuszBoauTH 110
3HAYHOTO HEIIJILOBOTO BHUKOPHUCTaHHS pecypciB 1eHTpanbHoro (CPU) Ta
rpadiunoro (GPU) mpoiiecopiB Ha MiATPUMKY BHYTPIIIHBOTO CTaHy pyuIis (00Xif
BEJIMKUX I'padiB CIIEHU, MEHEKMEHT BIPTyaIbHUX 00'€KTIB), IO € HEPUITY CTUMUM
IIPU MIPOEKTYBaHH1 JIETKOBAroBUX a00 130JIbOBAaHUX 1HKEHEPHUX PIIICHb.

2. OOMexeHH KOHTpOJb Haja KoHBeepoM: IIpsMuii gocTtym 10 CcydacHHX
Hu3bKOpiBHEBUX rpadiunux APl (takux sik Vulkan ym DirectX 12) mrTyuno
oOMeKeHH BUCOKOPIBHEBUMHU IIapamMu aOcTpakiiii pymris (Hampukiaam, Scriptable
Render Pipeline B Unity a6o apxitrektypa RHI B UE). Hanucannsi, ontumizaiiis ta
JWHAMIYHa KOMIIUIAIIS KAaCTOMHHUX IEHIepiB YCKJIaAHEHI uepe3 IPHUB'S3KY 0
BHYTPIIIHIX TPOMIKHHUX ()OPMATIB (HA KIITANT TPAHCIALIT rpadiyHUX MaTepialiB y
KOJ) Ta Bi3yanpHux penakrtopiB (Material Editors), mo yHEMOXIUBIIOE
JOCITIJIKEHHSI HU3bKOPIBHEBUX ONTHMI3alllii KOHBEEPA 30UpaHHS.

3. IlpobGnema 30upanHs Ta itepauii (Compilation Time & Modules): Yepes
riraHTChbKUM 00'€M KOAOBOI 0a3W Ta BUKOPUCTAHHS MPOMNPIETAPHUX THCTPYMEHTIB
30MpaHHs 3aMICTh CTaHJIAPTHUX cydyacHUX MmeTtacucteM (Ha kmrant CMake), yac
reHeparii IpoeKkTy Ta HOro KOMIIUIALII € HaJATO BUCOKUM. HasBHICTH arpecuBHOT
MaKpOIIiICTAHOBKM Ta CUCTEM MeETamporpamMyBaHHs JJisi 3abe3mneueHHst pedexcii
Jamae YucThil cranaapTHuid C++ KoHBeep 30UpaHHs Ta YIIOBUIBHIOE LIUKI PO3POOKH
1 TECTYBaHHS OKPEMHX 130JIbOBAHUX MOJTYJIB.

4. Cxuannicts kactoMmizanii GUI: TToOynoBa BHYTpIlIHIX YTUJIIT MOHITOPUHTY
napameTpiB (mpodaiiiepiB, KOHTPOJIEPIB II€iiiepiB) BHUMarae BUBUYEHHS Ta
iHTerpamii  Baxkkux, maatdopmosanexknux — Ul-gpeiimBopkiB  (Hampukian,
Slate/UMG B Unreal Engine a6o UI Toolkit B Unity). Bonu po3paxoBaHi Ha
CTBOpPEHHsI (hiHATHLHOTO KOPUCTYBAIBKOTO 1HTEpdECy, MPaIIoTh y 30epeKeHOMY
pexumi (Retained Mode) 13 BeIMKUM CTEHTOM B MaM'sITi 1 € HAJJIMIIIKOBUMHU JIJIS

MUTTEBOTO BUBEACHHS METPUK Y pealIbHOMY Yacl.
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1.1.2 JlerkoBaroBi MOAyJ/IbHI PillIecHHS Ta PeHAePUHT-(PpeHMBOPKH

Lle#t kmac mporpaMHUX pillieHb, SICKPaBUMHU IIpe/icTaBHIKaMu sikoro € Godot,
Google Filament Ta bgfx, mocigzac mnpoMmikHE Miclle MiXK MOHOJITHAMH
KOMEPIIMHUMHU TIraHTaMH Ta HU3bKOPIBHEBOIO PO3POOKOI0 CHCTEMH IMOBHICTIO 3
HyJs1. BoHM OpieHTOBaHI Ha MOJYJBbHICTh, THYUYKICTh Ta HAJalOTh PO3POOHUKY
3Ha4yHO OunbIe cBOOOIM y (hOpMyBaHHI 3arajibHOI apXiTeKTypH JOJATKy. 3aMiCTh
HaB'sI3yBaHHS KOPCTKUX CTAHIAPTIB, Taki (perMBOPKHU JO3BOJIAIOTH 130JbOBAHO
BUKOPHUCTOBYBATH JIUIIIE HEOOX1THI KOMIIOHEHTHU TpaiyHOTO KOHBEEPA, III0 pOOUTH
iX 1JIealbHUM BHOOPOM JJIS CIIEIiai3oBaHUX ab0 KPOCIUIaT(hOpMHHUX IPOEKTIB 13
N1ABUIIEHUMH BUMOTaMU J0 IPOAYKTUBHOCTI.

@OyHIaMEHTANIbHY PI3HUII0O MDK MOHOJITHUM MIIXOJ0M 1HAYCTpladbHUX
riraHTiB Ta THYYKOIO CTPYKTYpOIO JIETKOBAaroBUX (pelMBOPKIB HAOYHO

MPEICTABIICHO Y BUIJISAI KOMIIOHEHTHOI CXEMHU Ha PUCYHKY 1.

MoHoniTHa iHgycTpianeHa apxiTekTypa {All-in-one)\
‘ LleHTpanbHe sapo pyLin
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I.-” ‘ BoypnoeaHwui PeHpepep ‘ MigcucTema Ayaio | "-l
\ A A /
\ ." ~. i
5, ! .
/ ~ P
Y ¥ ) 5 e
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NerkoBaroBa MogynkbHa apxiTeKTypa {Penp.epnnr-d:peﬁnnopxn)\

3osHiWHI Mogyni 3a BMbopom iHXeHepa

‘ KacTomHa irposa norika ‘ BikoHHa cucTema [ BBegeHHA

1 — -

. . . Y
\Baaemopia norikn Ta gizukn 'I “
1 s
| N

“ | A
. P | . . - .
| CTopoHHA thiznyHa GibnioTexka ‘ |MNopaya naHux ana B|3yt1lzau,|| Mepenaya KOHTEKCTY BikHa

'\ 4
#
#

A L

130Nb0BaHUA rpadivyHMiA KOHBEED
(Hanp. Google Filament / bgfx)

Pucynok 1 — Komnonenmue nopieHsaHH MOHONIMHOL Ma MOOYIbHOI apXimeKmyp
12poBux pyuiie
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Sk BugHO 3 pucyHKa 1, MOIYIBHUHN MiIX1A JO3BOJISIE TOBHICTIO YHUKHYTH
KOPCTKOT 3B's13HOCTI mijcucteM. Ha BinMiHy Bif ekocuctem ¢gopmaty «all-in-oney,
cnemiaiizoBani 0i0miorekn pennepunry (taki gk Google Filament abo bgfx)
(GOKYyCyIOTbCS BHKIIOUHO Ha TpadpidyHOMY KOHBEEpi, KEPYBaHHI T€OMETPIEI0 Ta
poborTi 13 meiaepamu. Bonu He HaB'SI3yI0Th PO3POOHUKY KOHKPETHUX PIIICHb IS
cuMyJIsIi Gpi3uKu, 00poOKH ay110 YU OOy I0BU IrPOBOT JIOTIKH.

Caoero ueproto, pymrii Tumy Godot, X0d 1 € IiTiCHUMU TUIaTGopMaMu, MatOTh
BIIKPUTHUM BUXIAHUM KOJ (Oopen-source), MPONOHYIOTh 3HAYHO JIETILY CTPYKTYpY 1
JTIO3BOJISIIOTH BIJIOKPEMITIOBATH 200 3aMIHIOBATH TIE€BHI KOMIIOHEHTH ITiJICHCTEMHU
Bi3yaumi3anii. BiapIIicTh pllieHb [BOTO KJIaCy BUKOPUCTOBYIOTH KPOCILIAT(HOpPMHI
MertacucteMu 30upanHs (3okpema CMake a6o SCons), 10 CyTTEBO CIpOIIy€E X
130J1bOBaHy 1HTETPAIII0 B CTOPOHHI 1HKEHEPHI IPOEKTH.

Heponiku pi1s creniajii3oBaHMX Ta HU3bKOPiBHEBUX 32124

1. Ycepennennuss wmoxiauBocted rpadiunux API: Jlna 3a0e3nedeHHs
KpocmiaT@opMHOCTI  Takl  (GpeiMBOpKH, sK bgfx, CTBOPIOIOTH  BIACHY
BHUCOKOpIBHEBY aOctpakuito Haj rpadiuaumu intepdericamu (OpenGL, Vulkan,
DirectX). Lle npu3BoAUTH 10 TOTO, 10 pO3POOHUK BTpayae AOCTYI J0 cenu(IuHuX
HU3bKOPIBHEBUX MOKIIUBOCTENW KOHKpeTHOTO API (Hanmpukiaz, npsiMoro KepyBaHHS
JECKPUTITOPAMH, JTUHAMIYHOTO PEHACPUHTY abo  po3IMUpeHuX  (PyHKITIH
cunxponizamii y Vulkan), ockinbku ¢peiiMBOpK 0OMEXye (DYHKIIOHAJI 10 TOTO
PiBHS, KU MIATPUMYETHCS BCIMa IUIbOBUMH TUIATHOpPMaMHU.

2. XKopcTka 1HKanCymsIiss MEHEIKMEHTY pecypciB: [lonpu cBOrO JErkicTh, i
CHCTEMH BCE€ OJTHO AUKTYIOTh BIIACHY, 3aKPUTY apXiTEKTypy KEpyBaHHS pecypcamu.
CrtBopennst 6ydepiB Bepmun (Vertex Buffers), ingexcaux OydepiB, BUIIICHHS
nam’siTi MiJl TeKCTYpu Ta KepyBaHHS IyJaMU JECKPHUIITOPIB CXOBaHE BCEPEAMHI
nigcucteM pperdMBOpKy. Lle yHEMOXKITUBIIIOE peai3aliio eKCliepuMeHTaIbHIX a00
BHCOKOOIITUMI30BaHUX IMiJI KOHKPETHY 3aJady KaCTOMHHMX CTpaTeriil amoxarfii

nam'ati GPU.
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3. HakmanHi BUTpaTH Ha TPAHCHAIII MIeaepiB: BUIbIICTE MOAYJIBHHUX
peHJiepepiB BUKOPUCTOBYIOTh BJIACHI MPOMIXKHI MOBH 200 1HCTPYMEHTH ISl KPOC-
KOMITUTALIT TeaepiB (HampuKIIam, TPAHCISINSA Y BIacHl (OpMaTH 3 TOIAJBIIO0
renepariiero HLSL/GLSL/MSL). Lle cTBoproe 1oAaTKOBHM 130AIIMHUN 11ap, SKAN
3aBa)kKa€ HATHUBHIM 1HTETpaIlii Cy4yaCHHX IIEHEPHUX KOHBEEPIB Ta BUKOPUCTAHHIO
NepeIOBUX ONMTHUMI3AIli KOMILISTOPIB.

4. Tlpobnemu inrterpamii HamaromkyBaidbHoro GUI (Immediate Mode):
Ockinbku (GpeVMBOPKH CaMOCTIHO KEpyIOThb MOTOYHHM CTaHOM TpadidHOTO
KOHBEEpa Ta yepramMu KOMaHJ, 1HTEerpailisi peakTuBHHUX iHTepdeiiciB Tumy Dear
ImGui crae HeTpuBiAJIbHUM 3aBIaHHSM. BoHa BuMarae HalMCaHHS CKJIAJIHUX
anantepiB (OEKIIHKIB) JJI1 CHUHXPOHI3alli BHYTPIIIHBOIO IpaiyHOr0 KOHTEKCTY
(bpeliMBOPKY 3 JIOTIKOIO BUKIIMKIB BiIMaab0ByBaHHs ImGui, 1110 9acTO MpU3BOIUTH
710 KOH(TIKTIB y cTaH1 rpadiuHOro KoHBeepa ado 3HMKEHHS POAYKTUBHOCTI Yepe3
3aiiB1 mepeBU3HaYEHHs CTEUTY (state overrides). CripoOu po3poOHUKa BTPYTUTHUCS B
MpoLIeC PEHACPUHTY [UJIi BUBEJICHHS BIIJIaroJKyBaJbHUX METPUK PYHHYIOTh
apXITEKTYpPHY LUTICHICTh TAaKUX 010/110TEK.

1.1.3 Hwu3bkopiBHEBi KacCTOMHI cucTeMn

[leit miaxia mojsira€ y BiAMOBI BijJi TOTOBUX BHCOKOPIBHEBHMX KapKaciB Ha
KOPUCTh TMPOEKTYBAHHS BJIACHOI MIHIMAJIICTUYHOI apXITEKTYpH, IO OYyIyeEThCS
IUIIXOM 1HTErpallii BY3bKOCIIEIIalli30BaHNX, aTOMapHUX open-source O010J10TeK.
ba3oBe BIKHO Ta KOHTEKCT MPUCTPOIO 3a3BUYAN peani3yloThbCid 3a JIOMOMOTONO
GLFW a6o SDL3, rpadiunuii KOHBEEpP PO3TOPTAETHCA OC3MOCEPETHBO HYepe3
Vulkan SDK, a st cTBOpeHHsI 1HCTpYMEHTapio Ta iHTepdeicy Halaro KeHHs
iHTerpyethesi Dear ImGui.

VY 1poMy cerMeHTi po3poOKH 1HKEHEP OTpUMY€E O€3MocepeHId TOCTYI 10
anapatHux pecypciB EOM, a 06a3or0 mis o0'€eqHaHHS MiJICUCTEM BHUCTYIAE
kpocriaropmMua metacucrema 30upanHs CMake, ska 3a0e3nedye THYYKe

KCPYBaHHA 3aJIC)KHOCTAMU Ta MOAYJISIMHU.
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Oco0amBOCTI apXiTeKTYpH:

['0/10BHOIO BIIMIHHICTIO KACTOMHHMX CHCTEM € TOBHA BIJICYTHICThH 1HBEpCii
kepyBaHHsa. ['onoBHa QyHKIs mporpamu (main()) Ta i IEHTPATbHUNU ITUKII
BUKOHaHHS (Application Loop) MOBHICTIO KOHTPOJIIOIOTHCS PO3POOHUKOM.

ApxiTekTypa 0yay€eThCsl 32 IPUHIMIIOM HU3BKOI 3B'I3aHOCTI MOYJIIB:

1. Jlng CTBOpPEHHA BiKHA, YMPaBIIHHSI MOHITOpaMHU Ta KpOCIIaTHOPMHOI
00poOKM MO/ BBeICHHS (KiIaBiaTypa, MHINA, TeWMMaau) 1HTETPYEThCS
JerkoBaroBuii map abcrpakmii (Hanpukian, GLFW a6o SDL3).

2. Opranizamis rpadiqHOrO KOHBEEpA Ta KEpPyBaHHS CTAaHOM TIpadidHOro
mpolecopa peaiizyeThCsl HampsiMy uepe3 HaTuBHE HHU3bKopiBHeBe API
(3okpema, Vulkan SDK), mo mo3Bojsie OyayBaTh KacTOMHI IMiJICUCTEMHU
penaepunry (RHI — Rendering Hardware Interface) 6e3 nmpoMi>kHUX T1apiB
TPaHCIALIT KOMaH]I.

3. O0pobka rpadiuyHoro iHTepdeiicy HalaroMKeHHs TOKIAJAEThCS Ha
616mioTexky Dear ImGui, sika mpaifioe B peaktuBHOMY pexuMi (Immediate
Mode) 1 peHepUThCsl HATUBHO B paMKaxX 3arajbHOro KOMaHAHOro Oydepa
rpadiunoro API.

4. KouBeep o0poOKy Ta 30UpaHHs MK IepiB pO3POOISETHCS OE3MOCePeTHBO Mij
cnenugiky munboBoro API, mo no3Bonisie peanizyBaTh THyYKE JUHAMIYHE
nepe3aBanTtaxkenns (hot-reloading) Ta ontumizaiiro mikpokoay st GPU «Ha
JTBOTYY.

IlepeBaru migxoay AJisi JOCHAITHUIBKUX Ta BUCOKONPOAYKTUBHUX 32/1a4:

1. AOcooTHUI 1eTepMiHI3M Ta BIACYTHICTh MPUXOBAHOTO oBepxeny: Cucrema
HE MICTHUTb KOJHOTO (DOHOBOTO MOTOKY, aBTOMAaTUYHOIO 30Mpayda CMITTS YU
MIPUXOBAHOI MMIJICHCTEMH, siKa He Oyia O siBHO iHiIiHOBaHA po3poOoHUKOM. [le
rapaHTye MiHIMaJIbHUM 4ac BIATYKy, T[epeadadyyBaHy  IOBEIIHKY
IJIaHyBaJbHUKA 3ajad Ta CTaOUIbHMM yac kaapy (frame time) 0e3
MiKkpo(dpu3iB.

2. TloBuuit koHTponb Hax mnam'saTTio Ta pecypcamu GPU: Po3poOnuk

CaMOCTIHO pealizye cTpaTerii BUIIICHHS MaM'saTi (HAmpuKiIam, dYepes
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CTBOPEHHSI KAaCTOMHHUX JIIHIMHMX a00 IMYyJIOBHUX aJOKaTOpPiB), KEPyE 4acom
KUTTS TEKCTyp, OydepiB BepmMH Ta PYYHAM PO3MOAUIOM IIYJiB
aeckpunrtopiB. lle mo3Boisie oNTHMI3yBaTHM BHUKOPUCTAHHS KEII-TaM'siTi
npouecopa (Data-Oriented Design) ta Bigeonam'siti (VRAM) i KoHKpeTH1
1H)KEHEpPH1 BUMOTH.

3. ImeanpHa iHTerpallis HANAroJKyBaJbHUX I1HCTPYMEHTIB: OcoOIMBICTH
apxitektypu Immediate Mode GUI no3Bossie wmamtoBatu iHTepdelicu
MOHITOPUHTY mapaMeTpiB (BuBeaeHHS TpadikiB FPS, miunmipHAUKIB amokalrii,
MOB3YHKIB KEpYyBaHHsI IIeiigepamMu) Oe3mocepeIH0 BecepearHi KoIy 00poOKu
noriku. Ockinbku ImGui He 30epirae cTaH BIKOH MK KaJ[paMu, CTBOPEHHS Ta
3HMILEHHS €JIEMEHTIB 1HTepdeicy BIIOYBAETHCS MUTTEBO, HE CTBOPIOIOYU
BUTOKIB ITaM'sIT1 Ta HE BUMararo4u CHHXpPOH13aIlli TaHUX.

4. Bucoka MBHAKICTh KOMIUISALII Ta MOAYJBHICTh: 3aBIASKH BUKOPHCTAHHIO
Cy4aCHHUX CTaHAapTiB MOBU C++ Ta THyYKOMY HaJIAIITyBaHHIO KOH(ITypanii
yepes CMake, mpoekT 30upaeThes 3a Ji4eHl ceKyHau. Po3poOHUK Mae
MO>KJIUBICTh JIETKO 3aMIHIOBATH OKpEeMi MOJYJI (HampUKIal, NepeMHUKATUCS
MDK BIKOHHUMH TijcucreMamu abo jojaBaTtv HOBI rpadiuni OekeHman) 6e3
HEO0OX1THOCTI nepe0y10BU BChOTO PYIIIsl.

5. MiHiMalibHUIA po3Mip (PiHATBHOTO MPOAYKTY: BiACYTHICTH «ICTOPHUYHOTO
Oaraxy» KoMepIiiiHuX (PEeHMBOPKIB J03BOJISIE OTpUMATH (piHATBHUMN
OlHapHUl ¢aia po3MipoM y Kilbka MeradaiT, SSKUil MICTUTh JIUIIE TOW KO/,

SIKUH 0e3M0CepeTHhO BUKOHYE IIJTHOBY 3a/1a4y.

1.2 IlopiBHANIbLHUI aHAJII3 CyYaCHUX rpadgivHuX iHTep(eiiciB

1.2.1 EsBouronis rpagiunux API

Po3Butok amapatHoro 3a0e3mnedeHHsi rpadiunux mnporecopiB (GPU) 3a
OCTaHHI J[Ba JCCATIIITTS MPOUIIOB MIJISX B MPOCTUX KOHBEEPIB 13 (PiKCOBAHUMHU
(GYHKIISIMH 10 MACUBHO-TIapajieIbHUX 00UUCIIOBAIbLHUX cucTeM. [IpoTe TpuBammit

yac mporpamHi iHTepdeiicu (API) 3ammmanucs HE3MIHHMMH y CBOiM 0a30Bid
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dbiutocodii, 1O TMNPU3BETO 0 BUHUKHEHHS KPUTHYHOIO JUcOaJaHCy MK
MOXJIMBOCTAMM 3aji3a Ta €(PEeKTUBHICTIO MHOro BHUKOPUCTAHHSA MPOTPAMHUM
3a0€3MEUYECHHSIM.

[ctopuuno 0GazoBuMm cranmaptom ais rpadiku BuctymaB OpenGL (abo
Direct3D y cepenoBumi  Windows). [li APl mnpoekryBamucs B emoxy
OJTHOTIOTOKOBHX MeHTpanbHuX mporecopiB (CPU) i1 OymyBanwcs Ha KOHIICTIIIIT
riobanbHOro apToMara craHiB (State Machine).

OcobauBocTi BucokopiBHeBoro miaxoay (OpenGL):

1. IIpuxoBane xepyBanHs (Implicit Management): J[lpaiiBep BigeokapTu
MOBHICTIO OpaB Ha cebe (PYHKII0 «YOPHOI CKPUHBKW». BiH caMOCTIHHO
BHpIIIYBaB, KOJU MEPEHOCUTH TeKCTypu B nmam'satb GPU, sk ontumizyBaTu
YeproBicTb KOMaHJ, KOJM TPOBOJUTH BaliJallil0 IOMMUJIOK Ta 5K
KOMITUTIOBAaTH LIEHAEpHU M1l KOHKPETHY apXITEKTypy 3aii3a MpsAMO IiJ 4ac
BUKOHaHHS nporpamu (Runtime).

2. Tlorokoa i3ousisi: Apxitekrypa OpenGL € NpuHIIMIIOBO OJHOMIOTOKOBOIO.
I'padpiunnii KOHTEKCT MOKe OYyTH aKTHUBHUM Juuie B ogHoMy notoui CPU
onHovyacHo. CrpoOu mapanelbHOro 3amucy KOMaH] BiMalbOBYBaHHS 3
PI3HUX sIep Mpollecopa BUMArarTh CKIAIHOTO MEHEIKMEHTY KOHTEKCTIB 1
NPU3BOJATH [0 NaAiHHS MNPOAYKTUBHOCTI Ye€pe3 IMOCTIHHI OJOKyBaHHS
(mutexes).

IIpo0siema npaiiBepHoro Hapanta:keHHs (Driver Overhead):

[I'onoBauMm HenmomikoMm kiacuuyHux API € BenmnuesHuii oOcar poOOTH, AKY
3MylieHui BUKOHYBaTH ApaiiBep Ha CPU 6e3 Bimoma po3pobuuka. [lepen koxxHuM
BUKJIMKOM (QyHKIIT MamoBaHHs (glDrawArrays) npaiiBep y peajlbHOMY 4Yaci
nepeBipsie, Y CyMICHI MOTOYHI miekaepu 13 ¢hopMaToM BepmuHHOTO Oydepa, yu
aKTUBOBAHI MPaBUJIbHI TEKCTYpHI IOHITH TowIo. L{s eBpucTHuHa poboTa CTBOPIOE
tak 3BaHui Driver Overhead — nporiecop BuTpauae 1OpOroiiHHUMN Yyac HE Ha JIOTIKY
IporpaMu 4d MiATOTOBKY KaJpiB, a HAa 00CIIyroByBaHHs camoro rpadigHoro API.

Ak Hacninok, notyxHi 6ararosaepai CPU npocToroloTh, OCKUIBKH OJMH TOJIOBHUN
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noTiK, 1o npaitoe 3 OpenGL, MOBHICTIO 3aBaHTAXKy€E OAHE SJIPO CTOBIJICOTKOBOIO
BaJIIJIAIIE€I0 CTEUTY.

Iepexin 10 konuenuii asBHoro kepyBanus (Explicit APIs):

Jliist BUpitieHHs mpo0ieMu «By3bkoro ropia» npouecopa (CPU bottleneck)
NPOBIJHI KOHCOPIIIYMH Ta KOMMaHii po3podbunu Hu3bKkopiBHEBI API HOBOrO
nokomaHS: Vulkan (Khronos Group) Ta DirectX 12 (Microsoft). ®inocodis mux
API 6a3yetbcs Ha npunnuni sssHoro kepyBanHs (Explicit Control) Ta ToHKOTO 1IapY
abctpakmii (Thin Layer). [/IpaiiBep HOBOTO MOKOMIHHS MPAKTUYHO TO30aBICHHMA
IHTeNIeKTyalbHUX (DYHKIIIA Bajijaiii Ta ONTHUMI3allii «Ha JIbOTY» — BIH JIMIIE

TPaHCIIIOE YITKI KOMaHI1 po3poOHuKa 6e3nocepeHbo B Mikpokoa GPU.

1.2.2 TlopiBusiHHA cydacHux rpagiuamnx API

[Tepexin rpadivnoi 1HAYCTPIi 10 KOHIIEMINT IBHOTO KEPYBaHHS anapaTHUMU
pecypcamu GPU 3yMOBUB NOSIBY TPhOX OCHOBHHUX KOHKYPYIOUMX HU3bKOPIBHEBHX
iaTepdeiici: Vulkan (Bin koncopuiymy Khronos Group), DirectX 12 (Big kommnanii
Microsoft) Ta Metal (Bix komnanii Apple). [Torpu cxoxy BHYTPILIHIO apXITEKTYPY
(BuKkOpHuCTaHHS 00'€KTIB CTaHy KOHBEEpa, sIBHA CHHXPOHI3aIlisl, 6araronoToOKOBHMA
3amuc komaHx), 1l APl mMaioTh NMpUHIMIIOBI PO301KHOCTI HA PIBHI €KOCUCTEMH,
JIUEH3YBAaHHS Ta LUIbOBUX IIATPOPM.

Hist  oOrpyHTyBaHHS  BHOOpPY TpadiuHOrO  TEXHOJOTIYHOTO  CTeKa
PO3p00JIFOBAHOI CUCTEMH HEOOX1THO MPOBECTH aHaJI3 IUX PIIIEHb 332 KIFOYOBUMU
1HKEHEPHUMU KPUTEPIIMHU:

1. Exocucrema Ta nisiboBi miaargopmu (KpocrminargopmHicrs):

a. DirectX 12: € npompierapuum API, 1mo >KopcTko oOmexeHe
exocucrtemoro Microsoft (Windows 10/11 Ta xoncomi Xbox). Bono
MOBHICTIO HEJOCTYIHE Ha ONEpaliiiHuX cucTemax cimeictBa Linux,
Android Ta macOS, mo poOuTh HOro HENPUIATHUM [IJIsI PO3POOKH
yVHIBEpCAJIbHUX  KpOCIIaTGOpPMHHUX  PyHIiiB  0e3  BUKOPUCTAHHS

J0JIaTKOBUX TpaHciaaTopiB (Ha kmtant VKD3D).
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b. Metal: CrBopenuii BUKIIOYHO j1s1 TpUCTpoiB Apple (macOS, i10S,
1PadOS). [loBHicTIO ONTUMI30BaHUW MiJA apXITEKTYpy YHI(piKOBaHOT
nam'sti  yiniB  Apple Silicon, mnpore € aOCOMIOTHO 3aKPUTUM
€KOCHUCTEMHHUM PIIIEHHSM, iK€ He (YHKIIIOHYE 3a MeXaMU IPOJYKTiB
KOMITaHii.

c. Vulkan API: IlpoextyBaBcsi sk mpsimuii cnaakoemerns OpenGL 13
¢dbokycoM Ha MOBHY KpocmuiaTdopMHICTh. BiH HAaTUBHO MIATPUMYETHCS
Ha Windows, mmpokomy crekTpi aucTpuOyTuBiB Linux (BkIro4arouu
SteamOS), Android, a Takox Ha koHcoiisix (Nintendo Switch). [Jns
wiatpopMm Apple icHye BUCOKOShEKTHUBHUN OE3KOIITOBHUN IIap
TpaHCHALil 3 BIAKpUTUM KojoM MoltenVK, sikuii TpaHCII0€ BUKIMKU
Vulkan y xomanau Metal maiixe 6e3 BTpaTu MpOayKTHUBHOCTI.

2. Moaeab KoMnuIsALil Ta KEPYBaHHA LIeHIepamMu:

Cyuachi API BigMoBuMIHCS BiJ MOMIMPEHHS WIEUIEPIB Y BUIJISAL BIIKPUTOIO
BuxigHOrO Koxy (sik me Oyno B OpenGL uepe3 GLSL) Ha kopucTh MPOMIKHHUX
OlHApHUX NPE/ICTABIICHD:

DirectX 12 BukopuctoBye dopmar DXIL (DirectX Intermediate Language),
110 TicHO MoB'si3aHui 13 komnuiaropom DXC ta moBoro HLSL.

Vulkan 6a3yeTbcs Ha BIIKPUTOMY, CTaHIAPTHU30BAHOMY KOHCOPLIYMOM
Khronos mnpomixzomy mnpeacraBienni SPIR-V. THoro apxitektypa €
yHiBepcanbHO: y SPIR-V MOXkHa CKOMIUTIOBATH KO, Hanucanuii sik Ha GLSL, Tak
1 Ha HLSL a6o cywyacmux moBax Ha kmrant Slang. Ile 3a0e3mnedye THYUYKIiCTb
KOHBe€epa 30MpaHHs e 1epiB pO3pOOITIOBAHOT CUCTEMH.

3. EBoJiouisi Ta 3BOPOTHA CYMICHICTh:

OxkpeMuM KpUTEpiEM € MiIXiJ 10 OHOBJIEHHS CTaHmapTiB. Ha BimMiHy Bif
DirectX 12, ne HoBi MoxuBOcCTI (Hanpukian, Agility SDK) yacto nmotpedyroTh
cnenudiuyaux oHoBiaeHb OC Windows, Vulkan po3BuBaeThcsi uepe3 MexaHizMm
posmmpenb (Extensions) Ta mpodimB (Profiles). Ile mo3Boinse po3poOHMKaM

BUKOPHCTOBYBAaTH MOXJIMBOCTI HaiicyuyacHimux crnenugikamiii (3okpema Vulkan
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1.4, o ctangapTulyBaB push-1eCKpUNTOPHU Ta MOKPAIIKUB JUHAMIYHUN PEHIEPUHT)

Ha piBHI JpaiiBepa BiJI€OKAPTH, HE3aJICKHO BiJ Bepcli onepariifHoi CUCTEMHU.

1.3 IlocraHoBKa 3aBIaHHA

Ha ocHOBI mpoBemeHOT0 aHami3y ICHYIOUHMX AaHAJIOTIB, TMIAXOIIB 0
MIPOCKTYBAaHHS Ta MOPIBHSHHS CYy4aCHUX HU3bKOPIBHEBUX rpadiuHuX 1HTEpGEHCiB,
OyJ10 BUSIBIICHO TIOTPEOY y CTBOPEHHI MOJYJIBHOI, JIETKOI Ta BUCOKOIPOYKTHBHOL
rpadiuHoi cuctemMu (pyurisi) 3 BIAKPUTHM KojioM. Po3poOiioBaHa cucrema Mae
3a0e3nedyBaTu Oe3MocepeqHid JeTepMIHOBAHUN KOHTPOJIb HAJ amapaTHUMH
pecypcamu EOM 0e3 Ha[UIMIIKOBOIO OBEPXENY, SIKUH NPUTAMaHHUI MOHOJIITHUM
KOMEPIIHHUM PIIIICHHSIM.

MeToro mNpakTHYHOI YaCTHHH POOOTH € TIPOSKTYBaHHS Ta IIPOrpaMHa
peanmizauisg Kpocmiar@opMHOI MOAYJIbHOI TIpadiyHOi cUCTEMU (ApXITEKTYpHUUI
Kapkac mij pododoro HazBoro QuixEngine) Ha 6a3i cydacHoro Hu3bkopiBHeBOro API
Vulkan Ta iHCTpyMeHTIB iHTEpakTUBHOTO HajarokeHHs Immediate Mode GUI.

JIns MOCATHEHHS TIOCTaBJCHOI METH HEOOXIJHO BHPIIIUTH TaKli HAyKOBO-
MPaKTUYHI 3aB/IaHHS:

1. Po3poOka mifcuctemMu KepyBaHHS BikHaMu Ta 00po0ku noii (Windowing &

Event System):

a. Peanizaiis ooroptku (intepdeiicy FWindowManager) Ha 6a3i cydyacHUX
616mioTek abcTpakilii 3amiza (3okpema SDL3 a6o GLFW) nnst ctBopenns
HaTuBHUX BikoH OC.

b. CTBOpeHHS JETepMIHOBAaHOI CHUCTEMH OOpPOOKHM TIOAiA BBEJCHHS
(FEventSystem, FInputManager) 3 MiHIMaJIbHOIO JIATCHTHICTIO IS
B3a€EMO/I11 KOPUCTYBaua 3 rpadiqyHUM CEepPEIOBUIIEM.

2. TlpoexktyBaHHs apxiTeKTypHu iHTepdeicy anmapatHoro penaepunry (RHI —

Rendering Hardware Interface):

a. Po3poOka aGcTpakTHOTO 1mapy Jyis 13051111 miaThopMo3aieKHOTO KOy

rpadiuaoro API Bij BUCOKOPIBHEBOT JIOTIKH JOJIATKY.
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b. Peamizamis HatuBHOro OekeHmy min crnenudikamiro Vulkan (i3
IPIOPUTETOM Ha MOXKIIMBOCTI Bepciid 1.3/1.4).

c. CTBOpEHHSI KaCTOMHUX ITIJICHCTEM JIJIsl SIBHOTO KEPYBaHHS PeCypCaMu:
1HIIMami3aIis JOoriYHoro Ta (i3UYHOTO MPUCTPOIB, CTBOPEHHS JIAHIIOTA
Oydepis kaapis (Swapchain), MEHEKMEHT KOMaHIHUX OydepiB Ta uepr
GPU.

3. Peamizamiss onTUMI30BaHOTO KOHBeepa OOpOOKHM Ta 30MpaHHS IeHaepiB
(Shader Pipeline):

a. Opranizaiiss CHCTEMH JUHAMIYHOTO 3aBAaHTAKCHHS Ta KOMITUISALIT
MIKPOKOJy IIeHIepiB y npomixkHe npeactaBieHHs SPIR-V.

b. 3abe3rneueHHs MexaHi3My rapsidoro nepeszaBantaxkeHHs (hot-reloading)
mieiepiB y peaqpHOMY 4aci 0e3 mepe3amycKy LEeHTPaIbHOTO IHUKITY
MporpamMu IS TPUCKOPEHHS TMPOIECY HAJArO/KEHHS Bi3yaJIbHHUX
e(eKTIB.

4. Iurerpaiisi MiJICHCTEMH 1HTEPAKTHUBHOTO MOHITOPUHTY Ta HaJIaro/>KEHHS
(Debug GUI):

a. Iarerparis 6i0morexu Dear ImGui sk 130150BaHOTO MOTYJIS Bi3yastizartii
METpPHUK, 110 npairoe B pexxumi Immediate Mode.

b. Peanmizauis HaTUBHOro O€KEHAy MJid peHAepHHry enemeHTiB ImGui
BCepeArHi 3arajibHOTo Tpadiunoro koHBeepa Vulkan (i3 BUKOpUCTaHHSIM
CYy4YaCHUX MEXaH13MIB IMHAMIYHOTO PEHAEPUHTY 0€3 3acTapuinx 00'eKTiB
Render Pass).

c. Po3pobka BizyanpbHMX I1HCTPYMEHTIB JJiS BHUBEICHHS TeJIEMETPIi:
rpadikiB yactot kaapis (FPS), wacy kanpy (frame time), M4ninbHUKIB
BUJIJICHHS TaMm'saTi Ta iHTepdeiicy NMHAMIYHOTO  KepyBaHHS
napamMeTpaMu LenIepiB.

5. TecTyBaHHS Ta aHai3 IPOJYKTUBHOCTI PO3pOOJIEHOTO KapKaca:
a. [IpoBeneHHs cepii TeCTIB s MEPEBIPKU CTAOUIBHOCTI Yacy Kajpy I

HaBaHTAXCHHAM.
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b. Bamigamiss kopektHocTi pobotn 3 mam'strio GPU 3a momomororo
BOynoBanux mapiB Bamigamii  (Vulkan Validation Layers) Tta

npodaiinepis.

1.4 BucuoBku a0 po3aiay 1

VY nepmioMmy po3aun OyJo MpoOBeNEHO KOMIUIEKCHHMM aHalli3 MpeaMEeTHOI
o0nacTi, AOCTIIKEHO apXITeKTypHI MiAXOAU A0 MOOYAOBU CydyacHUX rpadiuHux
CHUCTEM Ta BU3HAUYCHO KJIFOYOBI TEXHOJIOTIYHI BEKTOPH PO3POOKH.

OCHOBHI pe3yJbTaTH AHAIITUYHOTO JAOCIIKEHHS 3BOJSATHCS JI0 HACTYITHHUX
BHCHOBKIB:

1. Kputuunuii orisi iCHyIOYMX aHaJlOTiB MOKa3aB, IO BEJIHMKI MPOMHCIIOBI
pymii (Unreal Engine, Unity) BOJOIIIOTh HAJIMIIKOBOIO MOHOJITHOIO
apXITEKTYpOlO, sIKa CTBOPIOE 3HAYHHMM CHUCTEMHHUH OBepxen 1 oOMexye
HU3BKOPIBHEBUM KOHTPOJb Haj 3ami3oMm. JlerkoBarosi ¢GpeiiMBOpKHU
(Filament, bgfx) yacTkoBO BUpIIYIOTH TPOOJIEMY MPOAYKTUBHOCTI, MPOTE
3araHgiOTh PO3POOHHKA B PAMKU BJIACHUX 3aKPUTUX aOCTpaKIIiil.

2. HocmimkenHs eBotolii rpadgiyaux iHTepdenciB MPOoAEeMOHCTPYBAIO TTOBHY
HEBIJMOBIJIHICTh KJacuyHoro BucokopiBHeBoro API OpenGL apxitektypi
cydacHux Oararosiiepaux nporecopiB Ta GPU.

3. Ha ocHoBI nopiBHsJIbHOTO aHanmizy cyyacHux API sk minboBuii rpadiunuii
oexenp cucremu 0ysio oopano Vulkan API. Ha Bigminy Bia mporpieTapHUX
KOHKypeHTiB, Vulkan 3a0e3neuye TMOBHY KpOCIUIATPOPMHICTh  Ta
0€3KOMITPOMICHY MPOJAYKTHUBHICTb.

4. Ha ocHOBI aHAJTITUYHUX BUCHOBKIB OYyJIO YITKO C(OPMYITHOBAHO METY POOOTH
Ta TIOCTaBJIEHO HAyKOBO-TIPAKTHUYHI 3aBJaHHS JUIsI TPOCKTYBaHHS U
IPOrpaMHOi pealtizallii MoyJIbHOro Kapkaca rpadiunoro pyuris QuixEngine,
BKJIIOYaroun  po3poOky RHI-mapy, BikoHHOI migcucTeMu, KOHBEEpA

meiaepiB Ta Immediate Mode GUI a1t iHTEpakTUBHOTO HaJIaroIXKEHHS.
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2 AHAJII3 BUMOI TA ITPOEKTYBAHHS CTEKY PO3POBKHA

1.1  Amnajui3 BUMOT 10 QYHKI[IOHYBAHHS POTrPAMHOI0 MPOAYKTY

1.1.1 Bumoru g0 KopucTyBa4iB irpoBoro pyurist
[IpoexTyBaHHS  IHCTPYMEHTQJIBHOTO TMPOTPAMHOTO  3a0e3leueHHs Ta
BU3HAYCHHS Horo crenuikaiii BuUMarae diTkoi Kiaacugikalii KIHIIEBUX
kopuctyBauiB. Ockinbku irpoBuit pymiid «QuixEngine» € crenianizoBaHuM
1H)KEHEPHUM KapKacoM JJIsi CTBOPEHHS IHTEPAaKTUBHOTO MEIIaKOHTEHTY, KOJIO HOTO
MNOTEHIITHUX KOPHUCTYBauiB YITKO MOJAUIAEThCA Ha JBI IUIbOBI Kareropii. BoHu
MalTh TPHUHIIMIIOBO Pi3HI 3aBJaHHS, MOJEIl B3a€EMOJIi 3 CHCTEMOIO Ta PiBHI
TEXHIYHOI KBaJi(pikamii:
1) Po3poOnuk irop (Game Developer):
a. @yHKIioHambHa poiib: [laHa KaTeropiss € OCHOBHMM KOPHCTYBaueM
IHCTpYMEHTapi0 pyurisi. PO3poOHMK BUKOHY€ MOBHUN LUK CTBOPEHHS
BIJICOTPH: BiJl IMIIOPTY I'padiyHUX aKTUBIB 1 TOOYJOBH ITPOBUX CIIEH Y
BI3yaJIbHOMY PENAKTOpl 10 MPOEKTYBaHHS BHYTPIIIHBOI JIOTIKK
MOBEAIHKYA CYyTHOCTEH Ta ONTUMI3aIlii TPOAYKTUBHOCTI.
b. Bumoru no kBamigikanii: OCKUIBKM Ha MOTOYHOMY eTari po3poOKH B
«QuixEngine» peanizoBaHo iHTerpoBanuii BizyansHui penaktop (Editor
Ul na 6a31 Dear ImGui), anie BiicyTHS BUCOKOPIBHEBA IHTEPIIPETOBaHA
cucteMa ckpuntyBaHHs (Ha kmTant Lua abo C#), po3poOHHK 1rop
MOBUHEH BOJIOJITH BHUCOKOIO TEXHIYHOIO KBajidikamiero. Bim HboOro
BUMAra€eThCs 3HAHHS MOBHU TporpamyBaHHs C++ Ha piBHI Cy4acHHX
crangaptiB  (C++20/C++23) s KoOyBaHHS  ITPOBOi  JIOTIKH
0e3mocepelHb0 Y BHUXIMHOMY KoJI mpoekTy. KopuctyBau mnoBuHEH
PO3YMITH  TNPUHUUIKA  OO'€KTHO-OPIEHTOBAHOIO  NPOrPaMyBaHHS,
apXITEeKTypy MOAYJBHHUX CHCTEM Ta 0a30Bi aJIrOPUTMU KOMIT'FOTEPHOI
rpadiku. BogHouac myis poOOTH y BI3yallbHOMY peIaKkTOpi HEOOXiTHE

PO3YMIHHS MPOCTOPOBUX Tpanchopmaririit (mepeminieHHs,
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MaciTadyBaHHs, 00epTaHHs 00'€KTIB y MPOCTOPI KaApy) Ta CTPYKTYpHU
rpadis cuel (Scene Graph).
2) I'paBens (Player):

a. OynHkuioHaidbHa posib: KiHIEBH CroXUBad MPOTPaMHOTO MNPOAYKTY,
cTBopeHoro Ha 6aszi pymis «QuixEngine». 'paBenib He B3aemojie 3
BHUXITHAM KOJIOM a00 I1HCTpYMEHTaMH pEAaKTOpa, a 3alyCKae BiKe
CKOMMiIbOBAaHUM,  (iHaNbHUN  OlHapHUM  ¢alim  3aCTOCYHKY
(Executable/Release build) 3 meToro 6e3mocepeTHbOTO TPOXOHKEHHS
TpHU.

b. Bumoru g0 kBamidikariii: lana kateropisi KOpUCTyBadiB HE 3000B's13aHa
BOJIOJIITM HaBHYKaMU IPOrpaMyBaHHs, TeMIU3aiiHy 4 KOMIT'FOTEPHOI
iHxeHepii. Jlo rpaBisi BUCYBAOTHCS BUKIIFOUHO 0a30B1 BUMOTH Ha PiBHI
BIIEBHEHOTO KOpPHCTyBaya IEpPCOHaIbHOro Komm'ioTepa. KopucryBau
MMOBUHEH BMITH B3a€EMOJIIATH 31 CTAHAAPTHUMU €JIeMEHTaMu rpadiqHoro
iHTepdeicy (roJoBHE Ta BHYTPIITHROITPOBE MEHIO), a TAaKOXK BOJIOJIITH
HABUYKaMU KepyBaHHS BIPTyadbHUM MPOCTOPOM 32 JIOTIOMOTOIO
amapaTHUX TPUCTPOIB BBEICHHs (MUIII, KiaBiaTypu abo reimmnaza),
o0poOKa CHUTHAJIB BiJ SIKHX TOBHICTIO I1HKAlCyJbOBaHa B MOZYJIl

BBEJICHHS pyl1is yepe3 pperimBopk SDL3.

1.1.2 Bumoru 0 anapaTrHoro Ta NporpamMHoro 3adesne4yeHHs

Bubip ausbkopiBaeBoro rpadiunoro inrepdericy Vulkan API cnenudikarii
1.4 Ta cydacHUX CTaHAAPTIB KOMIIIAIIT MOBH C++ SIK TEXHOJIOTTYHOTO (PyH/IAMEHTY
1151 irpoBoro pymris «QuixEngine» Hakiagae cyBopi IeTepMiHOBaHI 0OMEXKEHHS Ha
cepenoBuile oro GpyHKIioHyBaHHS. Ha BiMiHY B1J] BUCOKOPIBHEBUX PIIICHb, JC
3Ha4YHa YacTWHA YIPaBIIHHSA pecypcaMu Ta Baijallii 130Jb0BaHa BCEPEAUHI
npaiiBepa, apxitekrypa «QuixEngine» 0e3mocepeiHbO0 Kepye pO3MOAiIOM
BiJleonaM’siTi, CHHXPOHI3AIll€l0 Yepr Ta CcTaHaMud KoHBeepiB. lle Bumarae
JETaIbHOTO aHalizy Ta chenu@dikamii TEeXHIYHUX BHUMOT, SKI TPaaULIiHO

MOAUISIOTECS Ha JBI B3a€MOIIOB'SI3aHI  KaTeropii: BHMOTH JIO CEpeOBHINA
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BukoHaHHs (Runtime Environment) Ta BuUMOrM [0 cepeaoBHUINA PO3POOKU

(Development Environment).

Bumoru no anaparnoro 3ade3nedyennsi (Hardware Requirements)
AmapaTHi KOMIIOHEHTH IIUTBOBOI OOYHCIIIOBAIBHOI CHUCTEMH ITOBHUHHI
3a0e3nevyBaTd KOPEKTHE BHUKOHAHHS HU3BKOPIBHEBUX KOMaHI TpadiuHOTO
mpoliecopa Ta MiAITPUMKY 0araTonoToKOBOi MOEI1 PO3IMO/LTY 3aB/IaHb:
1) I'pa¢iunmnii npouecop (GPU):

a. MinimanbHi BuMoru: HasBHICTH 1HTErpoBaHOro a00 JAUCKPETHOTO
BiJIeoajarnTepa 3 MOBHOIO allapaTHOO MiATPUMKOIO0 crienudikarii Vulkan
1.4. Jlna apxitexktyp Ha 6a31 Windows abo Linux cuctem 1ie BUMarae
HassBHOCTI uuIiB He Hk4de mokoaiHb NVIDIA Maxwell (GeForce GTX
900+), AMD GCN 2nd Gen (Radeon Rx 200+) ab6o Intel Skylake
Graphics (Ta HOBImUKX JiHINOK). OOOB'SI3KOBOIO € anapaTHa MiATPUMKA
bynkuii quaamiyHoro pennepunry (Dynamic Rendering) ta Gydepin
neckpuntopis (Descriptor Buffers).

b. PexomennoBani Bumoru: JluckperHa Bigeokapta apxitektypu NVIDIA
Turing/Ampere (GeForce GTX 1660 / RTX 2060+) ado AMD
RDNA/RDNA2 (Radeon RX 5000+), mio BoJIOJl€ BHILICHOIO
BUCOKOIIBUAKICHOIO Bifgeonam'sitTio (VRAM) ob6cesrom Big 4 I'b, mio
J03BOJISIE  MIHIMI3yBaTH HAKJIAIHI BUTPATH MiJ 4Yac arpecMBHOIO
KeITyBaHHS TEKCTYPHUX aTaciB peAaKTopa.

2) HenrTpansuuii npouecop (CPU):

a. MinimManibHi Bumoru: bararosgepuuii x86-64 mporiecop, 0 Ma€e He
MeHIne 4 iznuHux smaep 13 6a30BOI0 TAKTOBOIO 4acToTOrO Bim 2.5 I'Tn
(manpuxnan, Intel Core i3 a6o AMD Ryzen 3). Taka koH@irypariis
HeoOX1Ha JJ1s CTa01IbHOTO (DYHKIIIOHYBAaHHSI aCHHXPOHHOT apXIiTEeKTypHU
300py momiii Ta OOpOOKM BBEIEHHS, pEalli30BaHOI 3a JIOMOMOTOIO

¢dpeitmBopky SDL3.
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b. PexomennoBani Bumoru: IIponiecop cepii Intel Core 15/17 abo AMD
Ryzen 5/7 (6 a6o 8 dpiznunux siaep) i3 TakToBOrO YacToToro Bijg 3.5 [T
TUTs1 3a0€3TeUeHHSI IIIBUAKOTO MapaieIbHOr0 O0YHMCICHHS T€OMETPil CIIeH
y peaJIbHOMY Yaci.

3) OneparuBHa nam'sars (RAM):

a. MinimanpHi BUMOTH: [10TOKOBUI O0OCAT CHCTEMHOI IMaM'siTi He MEHIIIEe 8
I'b. Lleit MiHIMYM 3yMOBJICHHI HEOOXITHICTIO YTPUMAaHHS B IaM sITi 5K
caMoOTO sjpa PyIIis, TaK 1 BaXKKOBAaroBHX HAJIArO/KyBaJbHUX IIapiB
Bamiganii rpadiunoro API (Vulkan Validation Layers) mij yac po6otu B
pEeXKUMI HATAroXKEHHS.

b. PexomennoBani Bumoru: 16 I'b abo Ouibllie BUCOKOIIBUIKICHOT Mam'sITi
DDR4/DDRS, 110 KpUTHYHO BaKJIMBO JUIs MapajielbHOro 30MpaHHs Ta

HiHKy'BaHHH MOJAYJbHHUX KOMIIOHEHTIB CHUCTEMHU.

Bumoru 1o nporpamuoro 3ade3nedenHs (Software Requirements)
[Iporpamue cepenoBuille PyHKIIIOHYBaHHS CUCTEMU MOBHHHO MaTH HaOip
aKTyaJlbHUX CHUCTEMHHX O10J10TeK, CyMICHMX JpaiiBepiB Ta I1HCTPYMEHTIB
KOMITUISIII.
1) [l kinueBoro kopucryBaua (Cepenosuine BUKOHaAaHHA — Runtime):
a) Omepariiina cucrtema: 64-pospsana Bepcis Microsoft Windows 10/11
ab0 cydacHi OUCTpUOYTMBH omepaiiitHoi cucreMu Linux (Hanmpukiazn,
Ubuntu 22.04 LTS, Fedora, Arch Linux). ¥V cepegoumi Linux
00OB'SI3KOBOI0 € HASBHICTh Ta KOPEKTHA KOHQITYypallis IUCTUICHHHUX
cepBepiB X11 abo Wayland nns 3a0e3neueHHs mpane3aaTHOCTI MOy JIsI
BiKOHHOTO MeHexkMeHTY FWindowManager.
b) I'padiuni npaiiBepu: BceranoieHi odiiiitHi cTaOUIbHI ApaiBepu Bij
BupoOHuKa rpadiunoro mporecopa (NVIDIA Display Driver, AMD
Radeon Software a6o Intel Graphics Driver), Bepcist IKHX SIBHO I€KJIapye€

niaTpumMky siapa Vulkan 1.4.
c)
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2) Jasa inxkenepa-nporpamicra (CepenoBuine po3pooku — Development):

a) Kommunarop BuxigHoro koay: IHCTpymeHTapidi KOMIIUIALIT 3 MOBHOIO
niaTpuMKoro ctaHnaptiB mMoBu C++20 Tta enmementiB C++23. [lnsa
wiatrgpopmu Windows sik 06a30Buil cTaHnapT BUKOPUCTOBYeTbca MSVC
v143 (interpoBanuii y Microsoft Visual Studio 2022 Bepcii 17.0 1 Buie).
Jna Unix-noaiObuux miatgopm — kommiuasitopu GCC Bepcii 13+ abo
Clang Bepcii 16+.

b) Ilaketn mporpamuoro po3Butky (SDK): Odimitianii Khronos Vulkan
SDK Bepcii 1.4.x. Jlo ckimamy makera OOOB'S3KOBO MarTh BXOJIUTH
3aBaHTaxKyBasibHa O10mioreka vulkan-1.lib, ctaTuuni 3aronoBHi Qaitiu
cnenugikanii  (vulkan.h, wvulkanhpp) Tta yTmmiTH  KOMMILIALIT
BHUCOKOPIBHEBUX IIEHEPIB Y MPOMDKHUN OlHApHUN KOJ (KOMIISTOP

glslc a6o DXC niist renepanii SPIR-V OinapHuUKiB).

1.2  ApxiTekTypHHIl aHAJIi3 KOMIIOHEHTIB TEXHOJOTIYHOT0 CTEKY

1.2.1 Apxirexkrypuuii anauai3 Vulkan API

CyyacHe NpOeKTyBaHHA TpadiyHUX MIJCUCTEM BUCOKOI MPOTYKTUBHOCTI
BUMAarae mnepexojy BiJi BUCOKOPIBHEBUX aOCTpakiliii (€ 3HayHa YacTHWHA JIOT1KU
NPUXOBAaHA BCEpPEIUHI JpaiiBepa BIJEOKApTH) 10 HU3bKOPIBHEBOIO KEPYBaHHS
anmapatHuMHu pecypcamu. ['padiunmii iHTepdeiic mporpamyBanHs Vulkan API
noOyJ0BaHUI Ha MPUHLIUI MAaKCUMAJIBHOTO HAOJIMKEHHS 10 PEaIbHOI apXITEKTYPH
cyuacHux rpadiuaux nporecopiB (GPU), mo mo3Bosisie MiHIMIZyBaTu HaKIadHI
BUTpaTu Ha nentpaibHuil mpouecop (CPU overhead) ta 3a6e3neunt edekTUBHUN
napaJiesnizm.

Ha BimMiHy Bim 3actapiaux pillieHb, JI€ Balijallis CTaHIB KOHBEEpa
BUKOHYETHCS MPUMYCOBO IIiJl 4ac KOXKHOTO BHKJIHMKY MAaJIOBaHHS, apXiTEKTypa
Vulkan 0a3yerbcsi Ha MOIYJbHOMY NPHUHIMMI. 3arajibHy Il€papXidyHy CXemy
B3a€EMOJIII MDK TMPUKIATHAM MPOTPAMHUM  KOJOM  PYIIis, CHUCTEMHUM
3aBaHTa)XyBaueM, BiIJIaro/KyBaIbHUMHU IIapamMH Ta amapaTHUM 3a0e3meueHHsIM

MPEACTABICHO HA PUCYHKY 2.
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S HaoYHO MNPOJAEMOHCTPOBAHO Ha PHUCYHKY 2, MiJI 4Yac PO3pOOKH Ta
HaJaro/pKeHHs jojatka Mik 3aBaHTaxyBaueM (Vulkan Loader) ta rpadiunum
JIpaliBepoM po3ropraeThcsi Kackan mapiB Bamigamii (Validation Layers), ski
KOHTPOJIIOIOTh CTaH MaM'siTi Ta MOTOKIB. Y pelli3Hii 301plLii pyuIis i IIapy MOBHICTIO
BUMUKAIOTHCS, 1 IOAATOK B3aEMOJIIE 3 JpaliBEpOM MPUCTPOIO HAMPsIMY (ITyHKTHpPHA

JHIA Ha pUC. 2), 0 3a0e31euye MaKCUMaJIbHy NMPOAYKTUBHICTb.



31

AOcCTpakilisi anapaTHoro piBHs: (i3u4Hi TA JOTiYHI NPUCTPOI

B apxitektypt Vulkan API 4iTko po3mexkoBaHO MOHATTA (I3UYHOTO Ta
JOTIYHOTO TMPHUCTPOIB, MIO Oe3MOocCepeHhO BIUIMBAE Ha CTPYKTYpy IMIapy
1HImMam3anii irposoro pyirist «QuixEnginey:

®izuunuii npuctpiii (VkPhysicalDevice) — 1ie 6e3nocepennbo Bigeokapra,
npucyTHs B cuctemi. [IporpamHuii aHamiz 1bOro 00'€KTa JO3BOJIAE PYIIIIO
OTpUMATH JETaJbHI BIJOMOCTI MPO apXITEKTypy uuma, oOCIr 1 TUIH JTOCTYITHOT
nam'sti (VRAM), miarpuMyBaHi po3IIHpEeHHS Ta JIMITH.

Jloriunmii npuctpiii (VkDevice) — 11e nmporpamuuii inTepdeiic B3aemoii 3
BUOpaHuM ¢i3udHuM npuctpoeM. Came yepes Joriunuii npuctpiilt y «QuixEngine»
3MIIACHIOETHCSI CTBOPEHHS BCIX HACTYIHUX pecypciB (OydepiB, TEKCTYp, KOHBEEPIB

PEHJIEPUHTY) Ta KEPYBaHHS MOTOKAMU KOMaH]I.

bararonorokoBa 00po0ka Ta Yepru KOMaH/

Ha Bigminy Bijg 3actapinux AP, ne rpadiunuii KOHTEKCT MIT HaJIeXKaTH JIUIIIE
onHomy mnotoky CPU, Vulkan cnpoexktoBaHuii sK TOBHICTIO 0araTOIOTOKOBA
cuctema. Bes B3aemonis 3 GPU BigOyBaeTbest uepe3 aCHHXPOHHE BiIIPABICHHS
KoMaHja y crnemianbHi anapatHi dyepru (Command Queues). s 3a0e3nedyeHHs
MOJYJIBHOCTI ~pyIIisi amapaTHI 4Yeprd KIacu(iKyrOTbCs 3a ciMelcTBaMu
(VkQueueFamilyProperties), KkoxHe 3 SKHX ONTHMI30BaHE IIiJ] KOHKPETHUM THII
OOYUCIIEHB:

1. I'padiuna yepra (Graphics Queue) — nmpuszHaueHa i BUKOHAHHS KOMAaH]I
pacTtepu3ailii, MaJTIOBaHHsI PUMITHUBIB Ta KEPYBaHHS rpadiyHUM KOHBEEPOM.
2. O6uncnroBasibHa yepra (Compute Queue) — onTUMi30BaHa sl BUKOHAHHSI
saranpHux oOuncienb Ha GPU (GPGPU), takux sx po3paxyHOK (i3uku

YaCTUHOK, IITYYHUH 1HTENEKT abo oO0poOka Bi3yaJlbHUX €(EeKTiB 3a

JIOTIOMOTO0 O0YUCITIOBAIBHUX IICHIEPIB.

3. Uepra nepenecenns (Transfer Queue) — cremiamizoBaHa BHCOKOS(HEKTHBHA
yepra JiJisi BUKOHAHHSI OTepalliii KOIMiIOBaHHS JaHUX 13 CHUCTEMHOI MaM'siTi

(RAM) no mnokampHoi mam'sati Bimeokaptd (VRAM). Bukopucranus
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130J1b0BaHOi 4epru mnepeHeceHHs B «QuixEngine» mo3Bossie peanizyBaTh
ACHHXPOHHE 3aBaHTAXEHHS ITPOBUX pecypciB y (OHOBOMY pexumi 0e3

3aTPUMOK Y TOJIOBHOMY I'paiuHOMY MOTOIll pEHACPUHTY.

1.2.2 BikonHa cucrema Ta 00poOKa nojii

Po3pobka kpocmiaargopMeHOro irpoBoro pylilisi BHUMara€ CTBOPEHHS
130JIbOBAHOTO APy aOCTPAKII JIJIs1 B3aeMO/I1 3 Tpah1YHUMH ITiICUCTEMaMH PI3HUX
oneparianx cucteM. Ockinbku Vulkan API moBHICTIO BiTOKpeMIIEHU BiJ JIOTIKH
CTBOPEHHSI BIKOH Ta OOpOOKM MOl BBEAEHHSA, 1€ 3aBJaHHS IOKJIAJA€ThCS
oe3nocepelHb0 Ha apxiTektypy pymis «QuixEngine», 30kpema Ha MOAYJb
yopaBiiHHs BikHamu (FWindowManager) Ta migcucreMy oO0OpoOKH —MOJIN
(FInputManager).

JUist peamizamii wi€i (pyHKOIMOHAJIBHOCTI TPAJULIMHO BHUKOPUCTOBYIOTHCS
creniaigi3oBaHl BUCOKOE(PEKTHBHI O10MI0TEKH 3 BIAKPUTUM BUXIIHHM KOAOM. Y
Mexax MPOEKTY OYyJI0 MPOBEACHO MOPIBHAILHUN aHAIII3 IBOX HANOLIIBII aKTyallbHUX
pimiens: GLFW (Graphics Library Framework) Ta cydacnoi cnenugikamii SDL3
(Simple DirectMedia Layer).

HopiBHsiibHMH aHATI3 apxiTeKTypHuUX pilienb: GLFW nporu SDL3

bibmioreka GLFW € nerkoBaroBum iHCTpyMEHTOM, CTBOPEHHM BHKIIOYHO
JUIsl KepyBaHHs BikHaMu, koHTekcTaMu OpenGL/Vulkan ta 6a3oBoro 300py nosii
BBEJICHHs. i roNoBHa mepesara — MiniManictuunuii API Ta mpocTtoTa iHTerparii.
[Ipote nns macmTabHOT apXiTEeKTypu irpoBOro pyiiist MoxkinBocter GLFW gacto
HEJI0OCTaTHbO, OCKIJIbKA BOHA HE Mae BOYJIOBaHUX 3aC00iB Jisl pOOOTH 31 3BYKOM,
NOTOKaMH, CKJIQAHUMH THIIAMU ITPOBUX KOHTPOJEPiB (redMnagaMu 3 TaKTUIBHOIO
BiJiaueI0) Ta CUCTEMaMU KEePYBaHHS KUBJICHHSIM.

Haromicte SDL3 mnpencraBisie co00t0 KOMIUIEKCHUM (DpEerMBOpPK IS
pPO3pOOKH MYJIBTHMENIMHUX 3aCTOCYHKIB Ta irop. HoBa Tpers Bepcis 0i0mioTexn
Oyna cyTTeBO mepepoOJieHa, OTpUMalia MOBHY MIATPUMKY CYYacCHUX CTaHIAapTiB

MoBH C++ Ta ONTUMI30BaHy apXiTEKTypy, OpPIEHTOBaHY Ha HU3bKI 3aTpUMKH (low
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latency). SDL3 Hazae He mpocTo 1ap abCcTpakilii BiIKHA, a TOBHOILIIHHY €KOCUCTEMY,
sKa BKJIIOYA€ PO3IIMPEHE KEpyBaHHS MMaM'sITTIO, IMOTOKAMH, ACHHXPOHHUMH
daitnoBuMu omepatisiMi Ta yHipikoBaHHI iHTepdeiic B3aemofil 3 OyAb-sSIKUMHU

alrapaTHUMU IIPUCTPOAMHA BBCIACHH.

B3aemopnist 3 BIKOHHMMU MiICMCTEMaMH ONlEPALINHUX CUCTEM

Moayns FWindowManager y pymii «QuixEngine» mae 3abe3nedyBaTu
1ZIGHTUYHY TIOBE/IIHKY 3aCTOCYHKY sIK y cepenouii Windows, Tak i B Linux. SDL3
BUCTYIIa€ B POJII BHCOKOC(PEKTUBHOIO TOCEPEAHMKA MDK pYIIIEM Ta
HU3bKOpPiBHEBUMH MTpoToKoigamMu OC:

1. B API Win32 (Windows): SDL3 inkamncyntoe ctBopeHHst 00'ektiB HWND,
PEECTpalliio KJIaciB BIKOH Ta KEPYBaHHS IIMKIIOM MOBIJJOMJICHb BiKHA depes
cucteMuy ¢yskuiro WndProc.

2. B API Wayland / X11 (Linux): ¢pelMBOpK aBTOMaTUYHO BH3HAYa€e
JOCTYIIHUN cepBep BIAOOpakeHHS (BIAJAaI0YM MPIOPUTET CYYACHOMY
npotokosry Wayland) ta aGctparye po0OOTy 3 MOBEpXHSAMH MAaJIFOBaHHS,

M1IKJITFOYSHHSM JI0 JUCILISS Ta 3MIHOI0 EKPaHHUX PEKHUMIB.

3aBasku iHTerpanii SDL3, kmac FWindowManager 3BUIBHSETBCS Bif
HEOOXITHOCTI yYMOBHOT'O PpO3Taly’)KEHHS KOAY 3a JIOIOMOTOK JUPEKTHB
npenpouecopa (#ifdef WIN32), Hagatoun enuHuii yHi(piKOBaHUN NpPOrpaMHHIMA

iHTepdeiic a4 inimam3zaiii BikoHHoi moBepxHi Vulkan (VkSurfaceKHR).

Ilepexonienns: moxin BBeneHHs ta apxirekrypa FInputManager

Jlnsa 3a0e3nedeHHs IIBHJIKOIO BIATYKY IFPOBOTO MpoLecy TmijcucreMa
0o0poOku monii BBeaeHHs (FInputManager) moBuHHa MUTTEBO pearyBaTH Ha il
KopuctyBauda. Bzaemonia mix SDL3 Ta apxitektypaumu mapamu «QuixEngine»
peaizoBaHa yepe3 MeHTpaizoBaHuil Uk onuTyBanHs moaii (Event Polling).

CuctemHi mnosiomsieHHs Bijg 4depru OC mnepexorumorThes (DYHKIIEH

SDL PollEvent() 1 TpaHCHIOIOTBCS y BHYTPIIIHI CTPYKTYpU JaHUX PYIIis.
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ApxiTtektypHa mepeBara SDL3 y 1IbOMy KOHTEKCTI MOJIATa€ B ONTHMi30BaHIN
TANi3ami moali:

1. IMonii kmaBiaTypu Ta MUIII IEPEAAIOTHCS Y BUIJISAL CTPYKTYPOBAaHUX MAKETIB
JaHUX, A€ YITKO Po3iijaeHO (I3WYHUN CKaH-KOJ KiaBilll (3aJICKHUH BiJ
3aimiza) Ta ii BipTyansHUH Ko (3ayiexkHui Bix MOBHOT poskianku OC).

2. Tlomii BucokotoyHoro mo3uilionyBanHs wMwumi (Raw Mouse Input)
00poOJIsAIOTHCS B 00X1]] CUCTEMHOTO MPUCKOPEHHS Kypcopa, 1110 € KPUTHIHO
BYXJIMBHUM JIJIs1 IrpOBUX >kaHpiB Bi nepioi ocoou (FPS).

3. Tlomii migKIIOYEHHS Ta BBEJASHHS 3 TeMMIIaMIB a0CTparyrThCs dYepes
nigcuctemy SDL Gamepad, sika aBTOMaTH4yHO BUKOPHUCTOBYE 0a3y JaHHX
MamiHry koHTposepiB (SDL Gamepad DB), rapantyroun KOpeKTHY poOOTy

npuctpoiB Xbox, PlayStation abo Nintendo 6e3 q01aTKOBOTO KaiOpyBaHHS.

OorpyuryBanns Budoopy SDL3 nis kpocmiiargopmMeHoro reiiMaeBy

Bu6ip d¢peiimBopky SDL3 sax 0a3u 111 BIKOHHOI TIJICHCTEMH Ta
MEHEKMEHTY BBeIeHHs «QuixEngine» € NpakTUYHO Ta HAYKOBO OOTPYHTOBAHUM 3
KUIBKOX 1HXXEHEPHUX MPUYHH:

1. TIporpecuBna apxitektypa: SDL3 cOpoekToBaHUN 13 PO3pPaXyHKOM Ha
CydacHi CTaHJapTH O€3MeKu mam'sTi Ta 0ararornoTOKOBOCTI, IO MOBHICTIO
HiBeItO€ Mpo0eMy OJOKyBaHHS rpa(piqyHOro MOTOKY Mij Yac MepeTsAryBaHHs
a00 3MI1HU pO3MIpY BIKHA KOPHCTYBAUEM.

2. I'nmuboxka interpamis 3 Vulkan: ¢peiiMmBopk Mae BOymoBaHi (PYHKITT JIst
ABTOMATHYHOTO 3aBaHTAKCHHS byHKIIIH Vulkan API
(SDL_Vulkan LoadLibrary) Ta oTpuMaHHS CHOHCKY  OOOB'SI3KOBUX
PO3IIMPEHB €K3eMIUIsIpa A KokHO1 KoHKpeTHoi OC, 1m0 3MeHIIye oocsr
1abJIOHHOTO KOy B SIAP1 PYILIisl.

3. MacmrtaboBanicth miJ MalOyTHINM (QyHKIioHan: BukopuctanHs SDL3
3aKJIaJia€e apXiTeKTypHUl (yHIaMeHT Ui MoAabioro po3BuTky QuixEngine

(mampukiian, noaaBaHHs aypio-pymnis udepe3 SDL Audio abo pobGorta 3
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(baiiyIoBOI0 CHUCTEMOI0), HE BHUMAararouyu IMiJKIOUYEHHS HOBHUX CTOPOHHIX

010J110TEK.

1.2.3 ocaimxenns konuenuii Ta incrpymentapiro IMGUI

CydacHuil irpoBuii pyinid moTpeOye HASBHOCTI THYYKOTO Ta HIBUIKOTO
rpadiuroro intepdericy kopuctyBada (GUI). ¥V mexax apxitektypu «QuixEngine»
Takui iHTEepderc BUKOHYE IMOJBIMHY POJIb: 3 OJHOTO OOKY, BIH € 1HCTPYMEHTOM
HAJIaro/KEHHs Ta MOHITOPUHTY METPHK pyIis B peadbHoMy 4aci (Debug GUI), a 3
1HIIIOTO — BUCTYTIA€ TEXHIYHOIO 023010 /1t TOOY0BH Bi3yaJbHOTO PEAAKTOpPA PIBHIB
(Editor UI).

[Ipu mpoekTyBaHHI MiACUCTEMU 1HTEpENCY ICHYIOTh 1Ba (PyHIaMEHTAJIbHI
nigxonu: Retained Mode (30epexxenuii pexum) ta Immediate Mode (neraiinuii
pexuM). Y Mexax 1bOro JOCIHIIKEHHS 0YyJIo TpoaHali30BaHO OOM/IB1 KOHIIEMIIIT Ta
oOrpyHroBano BuOip 010miorekn Dear ImGui, sika peamizye npuHiunu Immediate

Mode GUI (IMGUT).

HopiBusiuibHMi aHani3 koHuenuii Retained Mode Ta Immediate Mode

TpanuuiiiHi cucteMu npoekTyBaHHs iHTepdeiiciB (Hanpuknan, QT, WPF abo
BeO-TexHoJor1i Ha 6a31 DOM) dyHkuionytoTs y pexumi Retained Mode. Y takomy
MIIXO0M1I KOXEH eJleMeHT iHTepdelicy (KHOMKa, BIKHO, TEKCTOBE IIOJE) €
BXKKOBAaroBMM 00'€KTOM Y Mam'siTi KOMIT'HOTEpa, sIKUii 30epirae CBii CTaH, MO3UIIIIO,
KOJIIp Ta iepapxito. Po3poOHUK Mae BpydyHY CUHXPOHI3yBaTH JlaHl IrpOBOTO sjipa 3
nanumu 00'ektiB GUI 3a mormomMororo cucremu moiit abo 3B's:3yBaHHs qaHux (Data
Binding). Jlnsa BucokoedpekTuBHHX TpadiuHUX pyUIiiB 1€ CTBOPIOE 3HAYHUUI
oBepxell (HAJIMITKOBI BUTpATH MaM'ATi Ta TPOLECOPHOTO Yacy) 1 CYTTEBO
YCKIJIQJIHIOE apXITEKTypy KOJy.

Konmeniis Immediate Mode, Ha sikiii 6azyerbest 610miorexka Dear ImGui,
MOBHICTIO BIMOBIISIETHCS Bifl 30epiraHHs ctany iHTepdeicy B nmam'ari. BizyanbHi
€JIEMEHTH HE € MOCTIMHUMU 00'€KTaMi — BOHU KOHCTPYIOIOTHCSI, 0OUHMCITIOIOTHCS Ta

BIJIMAJTLOBYIOTHCS 3 HYJISI HA KOXKHOMY Kajpi irpoBoro 1ukiy. Omnuc intepdeicy
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BUKOHYETHCS JIEKIapaTUBHO Oe3mocepeHh0 BCepearHi KoMy Joriku. Hampukmiar,
CTBOPEHHS KHOIKH Ta TIEpeBipKa 11 HATUCKAHHS PEaTi3yIOThCS B OJWH PSIOK KOy
yepe3 ymoBHY KoOHCTpykmito if (ImGui::Button(...)). Ile mo3Bonsie yHUKHYTH
CHUHXPOHI3alll1 CTaHiB, CIIPOIIYE apXiTeKTypy miacucteM «QuixEngine» Ta JikBiaye

HaKJIa/JHI BUTPaTH Ha yTpUMaHHs ckiaguaux rpadis 06'extiB GUI.

BuyTpimHii pengep-uuki ta apxirtekrypa Dear ImGui

He3Bakatoun Ha Ha3By «HETaHOTO PEXUMY», 3 TOTIISAAY B3aEMOJIT 3
anapatauMm 3a0e3nedeHHsM (GPU) Dear ImGui mpaiitoe makcuManbHO €(heKTUBHO
ta ontuMmizoBaHo. [Ipomec dopmyBanHs Ta BuBeneHHs iHTepdeiicy B Vulkan-
KOHTEKCTI py1is «QuixEnginey ckiaiaeTbes 3 TpbOX MOCHIIOBHUX €TaIllB:

1. Eran 300py reomerpii Ta xomana (Constructing Draw Data): Ilix uac
BUKOHAHHS ITPOBOrO MKy, KOJM BUKIMKAIOTHCA (PYHKIII CTBOPEHHS
eneMeHTiB iHTepdelicy, Dear ImGui He Mastoe X Ha €KpaHl MUTTEBO. 3aMICTh
1bOT0 010110TeKa TUHAMIYHO (DOPMYE Ta HATTOBHIOE BHYTPIIIHI ONITHMI30BaH1
ciucku komana wmamoBaHHs (ImDrawList). Ileit mporec BinOyBaeTbes
BukiouHo Ha ctopoHi CPU 1 momsirae y renepamii mockux 2D-
TCOMETPUYHUX JTaHUX.

2. T'enepaiist 6ydepiB BepIIMH Ta 1HAEKCIB: HanpukiHi Kajapy, Micias BUKIUKY
¢ynkuii ImGui::Render(), Gi6mioreka TpaHchOpMy€e HAKONMUYEHI1 CIHUCKU
KOMaHj y eauHy cTpykrypy ImDrawData. Bona micTuth roToBi MOTOKH
CUPHUX HHM3bKOPIBHEBHUX JNaHuxX: MacuB BepmuH (ImDrawVert), mo mictuth
2D-koopaunaty, UV-koopauHaTH TEKCTyp Ta KOJIBOPU, a TaKOXK
BiAnoBiAHUN MacuB iH1eKciB (ImDrawldx) nis moOynoBu TpUKYTHUKIB.

3. IIpsme BimmansoByBaHHS y Vulkan-kontekcti: OTpumani Oydepu BepimH Ta
IHIEKCIB MepeAaroTbes 0Oe3nocepeHbo Yy TpadiuHuid Imap pyuris
«QuixEnginey. I'padiuna nigcucrema pyiiisi 3aBaHTAXKYE 111 JIaHl Y BUALUICHY
nam'stb GPU (VRAM). Bizyamnizaiis inTepdeiicy BinOyBaeThcs 32 0uH ab60
KUIbKa TOCJIIIOBHUX BHUKJIWKIB kKoMaHa MaimtoBaHHs (Draw Calls) B Mexax

notouHoro komaugHoro o0ydepa Vulkan (VkCommandBufter).
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Onrumizaunis ta interpauiss Dear ImGui B QuixEngine

Jlng miHIMI3amii BIUTUBY MiJICUCTEMH IHTepdeiicy Ha 3araibHy 4YacTOTy
kanapiB (FPS) y «QuixEngine» Oyno peasi3oBaHO HHM3bKOPIBHEBY ONTHMI3AIIIIO
iaTerpaniitaoro mapy Dear ImGui 3 Vulkan API, mo 6a3yeThcst Ha apXiTEeKTypHUX
nepeBarax crangapry Vulkan 1.4:

1. Bukopuctanas OydepiB IeCKpUNTOPOB: 3aMICTh CTBOPEHHS KIACUYHUX
HabopiB aeckpuntopiB (VkDescriptorSet) mig KoXHY HOBY TEKCTYpy YH
mpudt iHTEpdeiicy, y «QuixEngine» 3aBaHTa)XeHHS TEKCTYpHUX aTjaciB
Dear ImGui (30kpema mpudTiB) pearnizoBano uepe3 Descriptor Buffers. 1le
N03BOJISIE IeHAepy 1HTep(deiicy OTpUuMyBaTH JOCTYH IO TEKCTYp HAMNPAMY
4yepe3 MOKaKUUKH Y BiJIeonam'siTl, 110 MPUCKOPIOE MPUB'SI3KY pECypCiB Mepet
BiManboByBaHHAM GUI.

2. CywicHicth 13 Dynamic Rendering: Interpamiss Dear ImGui BukoHaHa 6e3
BUKOPHCTAHHS 3acTapliux o00'eKTIB MpoxoaiB peHaepuHry. I[Hrepdeiic
MaJTIOETHCSL 0€3MOCEPEAHBO TTOBEPX YKE€ CPOPMOBAHOTO TPUBUMIPHOTO a00
JIBOBUMIPHOTO KaJIpy TPU TEpea BIAMPABKOIO Kaapy B JaHIOr OydepiB
kaapiB (Swapchain). Ile poOuTbcs 3a JOMOMOIO JUHAMIYHUX KOMAH]I
vkCmdBeginRendering Ta vkCmdEndRendering.

3. Minimizamis nepemukanb cradiB (State Changes): Dear ImGui renepye
KOMaHJI MaJTFOBaHHS TaKUM YHUHOM, IO €JIEMEHTH, SKi BUKOPHUCTOBYIOTH
OJIMH 1 TOM caMHii TEKCTYpHHM aTiac (HampuKiIaa, CTAaHAApTHI BIKHA, TEKCT,
KHOIIKH), TPYNYyIOThCA pa3oM. lle mo3Boiisie BinmManmtoBaTH Bech iHTepderic
penakropa «QuixEngine» 3a MiHIMaJIbHY KUIBKICTh IEPEBU3HAYEHb KOHBEEPA

rpadiunoro crany (PSO).

2.1 BucHOBKH 10 po3aiay 2

[IpoBeneHo rnuOOKUN apXiTEKTypHHUIM aHall3 HU3bKOPIBHEBOrO IpadiuHOTO

iaTepdeiicy Vulkan API cnenmdikarii 1.4, 3a pe3ynpraTaMu SIKOTO OOTPYHTOBAHO
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nepeBaru IMepexoay BiJi BUCOKOPIBHEBHMX TrpadiuHUX aOCTpakiiii 70 MpsMOTO
kepyBaHHsa pecypcamu GPU. Buznaueno, mo iHTerpaiiisi KOHUEMIIA HE3MIHHUX
o0'extiB konBeepa (PSO), nunamiunoro pengepunry (Dynamic Rendering) Ta
oydepiB aeckpunropiB (Descriptor Buffers) mo3Bomnsie panukaabHO 3HU3UTH
HaBaHTOKEGHHA Ha ueHTpanbHU Tmporecop (CPU overhead) Ta yHUKHYTH
MiKpo(pU3iB Mij yac Bizyanizalii CKIagHuX cieH y pyurii «QuixEnginey.

311iICHEHO MOPIBHSIBHUM aHai3 Cy4acCHOTO MYJIbTUMEAINHOTO (PperMBOPKY
SDL3 Ta 6i6moreku GLFW, 3a pe3ympraTamu sIKOTO ISl peamizamii MOTyJiB
FWindowManager ta FInputManager obpano exkocucremy SDL3. Jlane pimeHHs
JTI03BOJIMIIO a0CTparyBaTH HU3BKOPIBHEBY B3a€MOJIII0 3 BIKOHHUMU MIJCUCTEMaMU
pi3Hux  omepauidHux  cucreM  (Win32, Wayland/X11), 3a0e3neuntun
KpocruiaropMeHe CTBOpeHHsA Tpadiunux moBepxoHb Vulkan Ta peanizyBaTu
BUCOKOE(DEKTUBHE TMEpeXOoIUieHHd cupux mnoxAiil BBeaeHHs (Raw Input) 3
MIHIMQJIBHUMH 3aTPUMKAMH.

JlocnmipkeHo KOHIENIi0 no0ynoBu rpadiyHuX 1HTEpQEHCIiB y HeranHoOMYy
pexumi (Immediate Mode GUI) na npuknazi 0i16mioreku Dear ImGui. JloBeneHo,
110 BiJIMOBa BiJ 30epeKeHHs BAXKKOTO cTaHy enemMeHTiB y nam'sti (Retained Mode
OBEpXE/y) € HaWOUIbII ONTUMAJIBHUM Migxoaom uisi po3poOku Debug GUI Ta
1HCTpyMeHTapito BidyanbHOoro penakropa (Editor UI). Onucano BHYTpimIHIM
peHIep-IIUKII reHepailii OydepiB BEpIIUH Ta 1HACKCIB, IO JO3BOJUJIO IHTETPyBaTH
niacucteMy iHTepdeicy 6esnocepennbo y Vulkan-KoHTEKCT py1iis 13 MIHIMAJIbHOIO

KUJIBKICTIO TIEPEMUKAHb CTaHIB KOHBEEPA.
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3 PO3POBKA IT'POBOT'O PYIIIA AJIA IHAI IT'OP

3.1 3arajabHa apxiTeKTypa Ta JeKOMIO3MLisi CHCTEeMH

[IpoextyBanus irpoBoro pymis «QuixEngine» 0a3zyeTbcsi Ha NpUHIUIAX
JIEKOMITO3HUINI] CKJIQJHUX CHUCTEM, CTPOroMy po3moniii 00oB's3kiB (Separation of
Concerns), cnabkoi 3B's3HocTi (loose coupling) Ta BHCOKOI BHYTPIIIHBOT
noB's3aHocTi (high cohesion) kommoHeHTiB. ['0JOBHOIO 1HKEHEPHOIO METOI0 Ha
bOMY eTarli € (GOpMyBaHHS KOHIIENTYaJbHOI CTPYKTYpH PYIIis BHCOKOTO PIBHS
abcTpakilii, Ka 103BOJIsE HAIMHO 130J1I0BaTH HU3BLKOPIBHEBI omepailii 3 rpadiayHum
amaparoM Ta ONEpalliHOI CHCTEMOIO BlJ BHUCOKOPIBHEBOI JIOTIKH IrPOBOTO
3acTocyHKy. Jlyist 3a0e31meueHHs THYYKOCT1, KpOCIUIaT(MOPMEHHOCT] Ta MOKJIMBOCTI
MOJAJIBIIOr0 MaciTadyBaHHs apxiTeKTypy «QuixEngine» Oyio n1ekoMno30BaHO Ha
n'aTh (PyHKIIOHATBHUX IapiB (MoayiiB). KoxkeH miap € JOriyHO 3aBEPIICHOIO
MIJICUCTEMOIO, IO ycnaakoBye yHiikoBanuii 1HTepderic Core::IModule Ta
B3a€MOJII€ 3 IHIIMMHU KOMIIOHEHTaMH uepe3 (DIKCOBaHI Iporpamui iHTepdeiicu.
BHCOKOpIBHEBY  CTPYKTYpHY CXE€My PpO3pOOJICHOTO IrpoBOTO  pymmis 13
BiIOOpaKEHHAM 1€papxii Ta B3a€MO3B'S3KIB MDK IIUMUA (PYHKIIIOHATBHUMU

KOMIIOHEHTaMH MPEJCTABICHO HAa PUCYHKY 3.
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FEngine

‘ FScene ‘ ‘ FMaterialSystem ‘
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Pucynok 3 — Jiaepama sucokopisnesoi apximekmypu icpo8020 pyulisi

QuixEngine
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Sk HaoyHO TMPOJAEMOHCTPOBAHO HA apXITEKTYpHIM miarpami (puc. 3),

JICKOMIIO3HIIISI CUCTEMH UITKO PO3MEXOBYE OOOB'S3KM KOXKHOTO MOJIYJIA, SIK1

KJIaCU(IKYIOThCS 32 TAKUMU PIBHSIMU:

1.

lap mpuknaanoro siapa ta penakropa (Engine & Editor Layer). Buctymnae
HaWBHUIIUM piBHEM abcTpakmii cuctemu. BiH koopanHye poOOTy TOJIOBHOTO
ukiy mporpamu (Game Loop) Ta opkecTpye poOOTy IHIIUX MIJCUCTEM Yepe3
kiac FEngine. Croau Bxoauts BizyansHuit inTepderic penakropa (FEditorUI
Ha 0a3i incTpymeHnTapito Dear ImGui), sikuii Hajiae po3pOoOHUKY IHCTPYMEHTH
JUISL MaHIMyJIALIT 00'€eKTaMU CLICHH.

[ap cumynsnii Ta pengepunry cuenu (Render & Scene Layer). Bianosinae
3a BUCOKOPIBHEBY JIOTIKY Bizyasizarlii. [llap MiCTUTh mijicucTeMy KepyBaHHS
irpoBuM cBiToM Ha 0a3l koHuenuii ECS (FScene), cucremy marepianis
(FMaterialSystem), a Takox kepoBanuii rpad penaepunry (FRenderGraph).
Lle#t map oOpobsisie MPOCTOPOBI AaHi Ta (HOopMye BHCOKOPIBHEBI KOMaHIU
MaJTIOBaHHSI.

[Ilap amapatHoro iHTepdericy penaepunry (Render Hardware Interface —
RHI). [3onboBanuii rpadiunnii 6exkeHn, Skuil 0e3mocepeHbO B3aEMOIE 3
npaiiBepoM cyuacHoro rpadiunoro API (Vulkan 1.4). Horo enuue 3aBraHHs
— 1HKAarCyJIIOBaTH HU3bKOPIBHEBI omeparlii (CTBOPEHHS OO0'€KTIB CTaHy
KOHBeepa, ynpasiliHHS OydepaMu JECKPUINITOPIB Ta BUAUICHHS NaM'sTi Ha
GPU) B pamkax kmacy FVulkanRHIContext.

[Ilap B3aemonii 3 mnatdopmoro (Platform Layer). AGcrparye crnernudiky
KOHKpeTHuX omnepaiiitnux cucteM (Win32, Wayland/X11). Ha 6a3i pimenn
¢peitmBopky  SDL3  xmacu  FSDL3Window, FInputManager Ta
FSDL3EventSystem  3a0e3neuyioTb  CTBOPEHHS  BIKHa  MPOTrpaMu,
1HiL1am3alio nmoBepxHi Vulkan ta nepexornieHHs anapaTHUX MOIIN.
Cucremnanii map sgpa (Core Layer). @yHmameHTanbpHHI 0a3oBuii 1map,
NOCIIyTaMH  SIKOTO KOPHUCTYIOTbCS BCl BHII MigcucTeMu pyuris. Bin

3a0e3neuyye  poOOTY  MEHeIXepa  JKUTTEBOrO  LUKIY  MOJYJIB
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(FModuleManager), miacucteMy 0araTOmoTOKOBOTO IUIaHYBaHHS 3aB/aHb
(FTaskScheduler), a Takox rno6anbni cepBicu noryBanHsa (FLogger) ta

npodimoBanns (FProfiler).

Iepapxis Ta Jiorika B3aemoii migcucreM y Mexxax Kaapy

KonnentyanpHa cxema B3aeMosii MK mapamu apxitektypu «QuixEngine»
noOyjoBaHa 3a TMPUHLUIIOM  OJHOCHPSIMOBAHOTO  MMOTOKY  3aJIeKHOCTEH
(Unidirectional Dependency Flow). BucokopiBHeBi MOTyTi MOKYTh 3BEPTATUCS IO
HIOKYMX IMapiB 4epe3 a0CTpakTHI 1HTepdencH, MpOoTe HUXKYI IMIApH TOBHICTIO
130Jb0BaHl W HIYOTO HE 3HAIOTh MPO ICHYBaHHSA Ta peali3alii0 CHCTEM, IO
3HAXOJATHCS HAJl HUMHU.

Huxmiyauid anroput™M OOpOOKM CHUCTEMHMX MO, OHOBJICHHS ITPOBUX
KOMITOHEHTIB Ta ()OpMYBaHHS KaJpy rpaiyHUM KOHBEEPOM y ME¥Kax I'OJIOBHOTO

nuKiy nporpamu (Main Loop) Ha0O4YHO MPEACTaBIEHO y BUIJSAAl OJOK-CXEMH Ha

34MTYBAHHA CUCTEMHUX NoAii SDL3

v

OroeneHHA norikn [ ECS Systems

v

NobGynoea Render Graph / Setup

v

Komninauis rpadia / Poznoain nam'aTi A

v

BrkoHaHHA npoxoaie [ 3anuc Command Buffer

v

Binnpaeka wepru 8 GPU / Submit

v

BuseneHHn Ha exkpaH [ Present

<Ha-:TynHuﬁ KBD.FI?>TEK7

PHUCYHKY 4.

Pucynok 4 — bnox-cxema aneopummy dHcummego2o Yukiy Kaopy 6 20J106HOMY

ieposomy yuxni QuixEngine
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SIk HAOYHO MPOAEMOHCTPOBAHO HA CXEMI1 KUTTEBOIO IUKIY Kaapy (puc. 4),
B3a€EMOJIisl IMJICUCTEM Ta IMOCIIIOBHICTh BUKOHAHHS OIeEpaliil y Mexax OJHiel
iTepallii CTpyKTypOoBaHa HACTYITHUM YHHOM:

1. Kimac FEngine iniriroe iTepariro kaapy, oduuciroe neiasTy vacy ($\Delta t$)
ta uepe3  migcucteMy  FTaskScheduler  koopamHye — posmomin
obuuncoBambHUX TOoTOKIB CPU.

2. Moayns FSDL3EventSystem y rojsoBHOMY MOTOIll BUKJIMKA€ BHYTPIIIHIN
IIUKJI TIOJIi} 1 ONUTYE omepariiny cucremy 3a nonomoroio SDL_PollEvent().
OTpumaHi JaHl TM[pO CTaH TMPUCTPOIB BBEICHHS ACHHXPOHHO Ta
noTokoOe3neuHo TpaHcmoThes B FlnputManager, a mofii 3MiHM po3mipy
BIKHA T'€HEPYIOTh CUTHAJIM JIJI1 OHOBJICHHS IMapaMeTpPiB BiIOOpaKEHHS.

3. Menemxep moayiiB FModuleManager BHKIWMKae TOCTIAOBHE OHOBJICHHS
noriunnx miacucteM (TickAllModules). Knac FScene ananmizye 3miHeH1
CTaHU CYTHOCTEH y peecTpl enttiregistry Ta OHOBIIOE MAaTPHIIL
TpaHcopMalliil 00'€KTIB.

4. Mopayne FRenderGraph iHiuitoe 30upanss kajapy. Uepes 00'ekTH mpoxo/iB
[RenderFeature nexnmapyroThecsi pecypcu, a miacucrema FMaterialSystem
OHOBJIIOE JIaH1 MPo MaTepiaiu y riaodansHoMy Oydepi Bigeonam'sti (SSBO).

5. I'padiunnii kouBeep FVulkanRHIContext tpancmioe copmoBanuit rpad
penaepunry B Oydepu xomana Vulkan 1.4, BuxopucroBytoun dynamic
rendering. Ilepen Ge3nocepenHbOIO BIAMPABKOI Kajapy B JaHIIOT OydepiB
kanpiB (Swapchain) migcucrema FEditorUl momucye BiacHy reomerpito
inTepdeiricy Dear ImGui B moTounuii komaHaHUN Oydep, micis 4oro Kaap

BUBOJIWTBLCS HAa CKpaH.

3a0e3neyeHHs YMCTOI APXITEKTYpPH 0€3 JKOPCTKOI 3B'A3aHOCTI
JIist mikBiAAlii >KOPCTKUX 3B'S3KIB MK MOJAYJISIMH, IJIAT(HOPMO3aICKHUMU
BiKHaMH Ta HuU3bKopiBHeBUM rpadiunuM APl B apxitektypi «QuixEngine»

3aCTOCOBAHO HU3KY (DyHIAaMEHTaIbHUX MaT€PHIB MPOEKTYBAHHS:
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1. Tlatepn «Cepgic-nokarop» Ta «®Dacamn» (Service Locator / Facade). 3amicth
NpSIMOTO CTBOPEHHSI CHUCTEM Ta YTPUMAaHHA >KOPCTKHUX TIEPEeXpPEeCHUX
MOKaXUHMKIB, y sapi peanizoBaHo kinac FModuleManager (moctynHuii uepes
rinobanbHuil mokaxunk GModuleManager). Bin BucTynae €JMHOI0 TOYKOM
peectparii ta nomyky cuctem 3a FStringlD. KondirypyBanus ta in'exiis
sanexHocter (Dependency Injection) Ha eTarmi 3amycKy MOBHICTIO JIeJIETOBaHi
kiacy FEngineBuilder.

2. Tlarepu «Cnoctepirau» (Observer / [lomieBa moaens). [lepenaya kputuaHUX
CUCTEMHUX TOBIJOMJICHb (HANPUKIIAJ, 3MiHa PO3MIPY BiKHA KOPUCTYyBadeM
abo BTpara ¢GoKyCy mporpaMmu) peajizoBaHa uepe3 abcTpakTHi iHTepdeicu
3BopoTHHX BUKIMKIB. Kinac FSDL3EventSystem nepexommoe nojairo OC Ta
CIOBIIIA€ TMIJNKUCAHI KOMIIOHEHTH (30KpeMa, TpadiuHUid KOHTEKCT JIJIs
nepezanycky Swapchain) 6e3 mpsiMoi B3a€MOJii 3 KOHKPETHUMH KJlacaMu
PEHICPUHTY.

3. Imkancynsuiga anapatHoro piBHS Ta iHTepdeiicHa i3omsmia. s Toro, mod
cupi ctpykrypu Vulkan API (VkDevice, VklInstance, VkPipeline) abo
pimenHss SDL3 He mnpoHHMKanM y BHUCOKOPIBHEBY JIOTIKY CIIEHH, BCi
MIJICHCTEMU  ONEPYIOTh BUKIIOYHO yepe3 uyucti C++ iHTEepdelicu
(IRHIContext, IWindowManager, IEventSystem). JlonaTkoBo, y BHYyTpillIHIA
peamizamiii MOIyJiB aKTUBHO 3aCTOCOBAHO TIaTePH «IMOKAKYMK Ha
peanizaiito» (Pimpl-nmatepH), 1110 403BOJIsIE TPUXOBATH 3ar0J0BOYHI (hailin
cropoHHix SDK Bcepeauni ckommiaboBaHux .cpp (aitms. Ile 3abesneuye
TEOPETUYHY MOKJIUBICTH MOBHOI 3aMiHU TpadiyHoro adbo miarGopMoBOTO

O0ekenay 6e3 Moaudikarlii JOTriKM CaMOro PyIisi.

3.2 BikHa, cucTeMHi nmojii Ta 0araTonoToKoOBiCTH

VY Mexax po3poOKH MOJyJIbHOT apXiTeKTypH irpoBoro pyuiis «QuixEngine»

MIJCUCTEMA B3a€MOJIl 3 amapaTHUMHU 1HTepQeiicaMu ornepaniiHoi CUCTEeMH Ta

IUTAHYBaHHS OOYMCIIOBAJIbHUX MOTOKIB 3aliMae KPUTUYHO BaxuinBe Micie. Bona
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BUCTYIAE MMOCEPETHUKOM M1XK 3aJ1130M KOMIT'FOTepa Ta BUCOKOPIBHEBUMH MOIYJISIMU
cueHu i penaepuHry. OCHOBHMMHM 1H)XCHEPHUMHM 3aBJIaHHAMM IIiJ] Yac peanizalii
miei migcucteMu Oynu: TOBHA 130Jismis tutatdopmoszanexHoro koxy (Win32,
Wayland) depe3 iHTepdeiicHl kiacu, MiHIMI3aIla 3aTpuMok (input latency) mpu
NEePEeXOIJICHH] A1l KOpUCTyBava Ta CTBOPEHHS MacIITA00BaHOTO 0araTOMnoOTOKOBOTO
IUTAaHyBaJbHUKA 3a/ad A1 YTWI3alil MOTYXHOCTEH CydacHUX OaraTosIepHHUX
npoiuecopi (CPU).
[Iporpamua peamizamisi MiJICHCTEMH JCKOMIIOHOBaHA Ha YOTHUPH (DiHAIBHI

KJIACH:

1) FSDL3Window (kepyBaHHS KUTTEBUM IIUKIJIOM BIKHA);

2) FSDL3EventSystem (30ip CHCTEMHUX MOBIJJOMJICHB);

3) FlnputManager (aGcTparyBaHHs Ta MaIliHT BBEJCHHS);

4) FTaskScheduler (acuuxpoHHe miaHyBaHHS OOYUCIICHB ).

KepyBaHHs xKMTTEBMM HMKJIOM BikHa Ha 0a3i kinacy FSDL3Window

Kimac FSDL3Window ycnankoBye intepdeiic Platform::IWindow (abo
peectpyeThest uepe3 IWindowManager) 1 MOBHICTIO MPUXOBYE B c001 crerudiky
MynbTHMeAIHOTrO (hperimBopky SDL3. I1ia yac BUKIUMKY METOIY 1HILIaII3a1li KJac
KOH(Dirypye napameTpu BikHa Ha ocHOBI cTpykTypu FEngineCreatelnfo.

Jlist 3a0e3neuenns B3aemo/ii 3 rpadiuaum mapom Vulkan API cTBopenHs
o0'ekta SDL_Window™ BuKOHyeThCSI 3 00OB'SI3KOBUM N€pelaBaHHAM MPaNopLs
SDL  WINDOW_VULKAN. OtpumaHuii AECKpUNTOpP BiKHA BUKOPUCTOBYETHCS
JUTSL TUHAMIYHOTO 3aBaHTaXEHHS iHCTpyMeHTapito Vulkan Ta cTBOpeHHS TOBEpXHI
mamoBaHHs (VkSurfaceKHR) 3a pgomomororo BOyAOBaHMX HU3BKOPIBHEBUX
bynkmiin SDL3, 110 yHEeMOXIIMBIIIOE TPOHUKHEHHS CHUPHX CTPYKTYp Ha KIITaIT

HWND (Windows) a6o wl surface (Wayland) y BUCOKOpiBHEBI KJIacH pyIIIisi.

IlepexonyieHHs1 MOAiN Ta apXiTeKTypa a0CTPAKTHOI0 BBE/ICHHSA
Kinac FSDL3EventSystem peanizye intepdeiic [EventSystem 1 omepye

0e31mocepeTHbO BCepeIMHI TOJIOBHOTO ITPOBOTO UKy pyinis. Ha koxHil iTeparii
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kaapy wmeron PollEvents() Buxnukae cucremuy dynkmito SDL PollEvent(),
BUuuTytoun dyepry mnoBigomsienb OC. Tlomii 3MiHM koHirypamii ekpaHa
(manpuknan, SDL_ EVENT WINDOW_ PIXEL SIZE CHANGED) abo Btpatu
bokycy oOpoOJSIOTHCS JIOKAIBHO Ta TPAHCIIOIOTHCS YEPe3 CUCTEMY 3BOPOTHHUX
BukuHKiB (Callbacks) y miacucremy RHI mst mepesanycky nanmrora 6ydepis kaapiB
(Swapchain). Tlomii HaTHUCKaHHS KJIABIII MHINI Ta KIaBlaTypd HETalHO
nepeHanpaBJisitoThes B miacuctemy FlnputManager.

Jlnis Toro, 106 MOBHICTIO BiAB's13aTH irpoBy Joriky Ta Editor Ul Bix ¢izuunoi
PO3KIIaIKU MPUCTPOiB, y kiaci FlnputManager BmpoBamkeHo KoHIemiito Action
IDs (inenTtudikaTopiB [iii). 3aMmiCTh NPSIMOTO ONHUTYBAaHHS CTAaHIB KOHKPETHUX
kHomok (Hanpukian, Key W ab6o Gamepad Button A), cucrema omnepye
nepeiiyyBaHUM — TUMOM  abcTtpaktHux  nid EActionlD  (manpuxnan,
Action_ MoveForward, Action Jump). Mamisar ¢pi3u4HuX CKaH-KOJIB y aOCTpaKTHI
i1eHTu(ikaTopu  peandi3oBaHO 3a  JOMOMOIOK  aCOIIaTUBHUX  TaOJIMIIb
std::unordered map.

[Ipuknan peanizamii TpaHCHSALIT CUPUX MOJIA BBEICHHS Yy BUCOKOPIBHEBI

11eHTU(IKaTOPpH A1il MPEICTABICHO B JIICTUHTY 1.

Jlictruar 1 — ®@paemenm peanizayii mpawncaayii noditi  y  Kaaci
FinputManager
void FInputManager::ProcessKeyEvent (SDL Keycode InKey,
bool bIsPressed) noexcept {
auto it = m KeyMappings.find(InKey);
if (it != m KeyMappings.end()) [[likely]] {
EActionID action = it->second;
FActionState& state =
m ActionStates[static cast<std::size t>(action)];
state.bTransitioned = (state.blIsActive !=
bIsPressed) ;

state.bIsActive = bIsPressed;
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state.AnalogValue = bIsPressed ? 1.0f

.0f;

GLog->LogMessage (ELogSeverity::Trace,

"Input Action Triggered: mapped key code to Action ID");

}

}
bool FInputManager::IsActionActive (EActionID

InActionID) const noexcept

{

return

m ActionStates[static cast<std::size t>(InActionID)].bIsAct

BararonorokoBe miianyBaHHs 3aBlaHb 3a 1onoMorow FTaskScheduler

Jlist 3a0e3neueHHs BUCOKOI MPOAYKTUBHOCTI Ta BUKJIIOYEHHS OJIOKYBAaHHS

TOJIOBHOTO TIOTOKY PEHJEPUHTY B CHUCTEMHMM IIap PYIis IHTETPOBAaHO Kiac

FTaskScheduler, sikuit ycnagkoBye Core::IModule. Bin Buctymnae o0roptkoro Haj

HU3bKOpPIBHEBUM TulaHyBasibHUKOM  enki::TaskScheduler, mo BukopucTtoBye

edeKTUBHY apXITEeKTypy po3kpanaHHs 3aBnanb (Work-Stealing).

FTaskScheduler Hagae n1Ba OCHOBH1 ME€XaHi13MHU MapaJieizmy:

. ParallelFor — nnst po3auieHHS BaXKUX JIIHIMHUX OOYMCIEHBb (HANpUKIAl,
PEKYPCHUBHOTO OHOBJIGHHS MATpHIlb TpaHchopMalliii BeIMKOT KUIBKOCTI
cytHocTel FScene) mixk podounmu notokamu (Worker Threads).

. RunAsync — nans 3amycky 13010BaHMX aCHHXPOHHUX 3a/1a4d y (OHOBOMY
pexumi  (HampuKIaJ, 3aBaHTAXEHHs ab0 KOMIUIALIA pecypciB Yy

FAssetCompilerManager).

OcobmuBicTio peanizauii RunAsync € cyBopa onrtumizamis poboTtu 3

nuHaMivHOIO maM'sTTio. [lepenada dyHKIioHATFHUX 00'€KTIB (JIsIMOMa-BUpa3iB 13
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KOHTEKCTOM 3aXOIUICHHsI) Yepe3 CTaHAapTHI MexaHi3Mu Ha Kmrtant std::function
BUKJIMKAE 4YacTi ajokaiii B cucTteMHid kym (Heap), mo npuszBoauts A0
¢dbparmenTariii mam'sTi Ta HaJiHAS MPOTYKTUBHOCTI.

st Bupimenns uiei npodnemu B FTaskScheduler peanizoBano BiacHwmit
onmoxoBuit myn amokatopa FPoolAllocator i3 cunxponizaiieo uepe3 spin-lock
(std::atomic_flag). MakcumanbHuiA po3Mip 00'eKTa 0OXOIIIICHUH KOPCTKHM JTIMITOM
MAX LAMBDA SIZE = 128 6aiit. Buainenns mam'sti mija JIaMOay BiAOyBaeThCs
MUTTEBO BCepeauHl 3a3faierinp BuaiieHoro Oydepa m TaskPoolBuffer, a
KOHCTPYIOBaHHS 00'€KTa BUKOHY€EThHCS Uepe3 KOHCTPYKTOp po3mileHHs (placement
new).

Peanizariito ma0ioHHOTO METOAY ACHHXPOHHOIO 3aITyCKy 3aB/IaHb HABEAEHO

B JIICTUHTY 2.

Jlictuar 2 — Peanizayis acUHXpOHHO20 NIAHYBAHHA 3A60AHbL Y KIACI
FTaskScheduler
template<typename Func>
void FTaskScheduler: :RunAsync (Func&& InFunction)

noexcept

using TDecayed = std::decay t<Func>;

static assert (sizeof (TDecayed) <=
MAX LAMBDA SIZE,

"Lambda capture is too large for the async

task pool!");

while
(m_ PoolSpinLock.test and set(std::memory order acquire));

void* allocatedMemory = m AsyncTaskPool-
>Allocate(sizeof (TDecayed)) ;
m PoolSpinLock.clear (std::memory order release);

QUIX ASSERT (allocatedMemory != nullptr, "Task

pool allocator exhaustion!");
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auto ctor = [] (void* dest, wvoid* src) {
new (dest)
TDecayed (std::forward<Func> (*static cast<std::remove refere
nce t<Func>*>(src)));

b

auto exec = [] (void* obj, uint32 t threadNum) {
(*static cast<TDecayed*>(obj)) (threadNum) ;

i

auto dtor = [] (void* obj) {

static cast<TDecayed*> (obj)->~TDecayed() ;
}i

RunAsyncImpl (ctor, exec, dtor, &InFunction);

[Tix wac gectpykiii abo 3ynuHku moayist (Shutdown) yepra ouunryerbes y
3BOPOTHBOMY TOPSAJKY: JJII KOXXHOTO 3aBJaHHS BUKJIUKAETHCS 1HKAICYJIHOBAHUM
nectpykrop dtor, micisg yoro 6y10ku nam'sti nmosepratotbesi B FPoolAllocator.

Po3pobriena nporpamua peasniszalisi MiJICUCTEMH TApaHTy€e MOTOKOOE3MEUHE
(thread-safe) dynkuionyBanus pymrisi «QuixEngine». 36ip cuctemuux noxiit OC
BUKOHYETbCS CTPOTO B TOJOBHOMY IMOTOIll, SIK TOTO BHUMAararwTh I1HTEpQeicu
OTeparifHuX CHUCTEM, TOJI SIK BakKKi OOUYMCITIOBAJIbHI 3aBJaHHS IPO30po Ta Oe3

3aTPUMOK MacIITaOyIOThCS Ha BC1 JIOCTYITHI si/ipa IIEHTPAJIbHOTO Mpoliecopa.

3.3 Iurtepdeiic anapaTHoro penaepunry Vulkan 1.4

VY mporieci po3pobku rpadivHoI miacucTeMu irpoBoro pyiris «QuixEngine»
HAWCKIJIATHIIUM 1H)XCHEPHUM 3aBIAaHHSM € MPOEKTYBaHHSA IMapy aOcTpakiii s
B3aemo/ii 3 rpadgiunum npouecopom (GPU). e map orpumas Ha3By RHI (Render
Hardware Interface — amapaTumit inTepdeiic penmepunry). Horo romoBHe

NPU3HAYEHHS — HAJaHHS BHUIIMM JIOTIYHUM pIBHAM pylnis (TakuMm K rpad
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pPeHIIepUHTYy, TPOKCI-CIleHa 4YM  CHCTeMa  MaTepiaiiB)  yHI(IKOBaHOTrO,
BHUCOKOpiBHEBOTro Ta API-arHocTuuHOro mporpamMHoro iHtepdency s yrpaBiaiHHSI
rpadiuHuMU pecypcamMu, 00'eKTaMi KOHBEEpa Ta KOMaHaMH MalOBaHHS.

Ak 6a3oBuil TexHonoriyHuk crek s peanizamii RHI y «QuixEngine» Oyio
oOpaHo cydacHy Hu3bkopiBHeBYy crenudikamito Vulkan API Bepcii 1.4.
[IpoexTyBaHHS IHOTO MIAPY BHUMArajio pO3B'S3aHHSA ABOX (PYHIAMEHTAIBHUX
npo0JieM MPOrpamMHoOI 1HXKEHepii:

1. IatepdeticHa i30mswia Ta iHBepcis 3anexHocTeil: CTBOpEeHHsT abCTPaKTHOTO
KapKaca, sSIKiii OBHICTIO MTPUXOBYE crieiniky KOHKpeTHOro rpadiuyHoro API
mij KamotoMm, peanmizyroun sitepy D mpuniunmy SOLID (Dependency
Inversion Principle).

2. HuszbkopiBHeBa onTuMizaiiss 0e3 oBepxemny: Oprasizailiss MEHEIKMEHTY
pecypciB (OydepiB, TEKCTYp, KOHBEEPIB) Yepe3 JIETKOBAroBi ieHTU(dIKaTOpu
(Handles) Ta 3a0e3neueHHs HYJIHOBOTO BHUJUICHHS JUHAMIYHOI Mam'siTi Ha

CPU nix yac KaJipoBOTO IUKIY.

Peanizauis intepdeiicHoi i3oasauii Ta iziomn Pimpl

Jlns mikBiganii xopcTkoi 3anexxHocTi koMl (Compile-time dependency)
BHCOKOPIBHEBOr0 KOy Bij 3arosnoBouHux (aiinie Vulkan SDK, apxitextypa RHI
O0a3yeTbcsi Ha KoOMOiHaiii uucroro BipTyanbHoro iHTepdeiicy IRHIContext
(ycmagkoBanoro Bin 6azoBoro Core::IModule) Ta 3acrocyBanHi imiomu Pimpl
(Pointer to Implementation — mokaxuuk Ha peanizalliio).

bazosuii inTepdeiic IRHIContext Bu3Hayae TMOBHUN CHEKTp OMEpaIliid
rpadivyHOi MiACUCTEMHM: BiJI KEPYBaHHS XUTTEBUM LMKIOM Kaapy (BeginFrame,
EndFrame, SubmitCommandLists) 10 CTBOpeHHS KOHBEEpIB CTaHy Ta
HU3BKOPIBHEBOI ajipecaliii.

AOcTpakTHa CTpYKTypa iHTepdeiicy npeacTaBieHa B JICTUHTY 3.

Jlictruar 3 — A6cmpaxmuuil  inmepgelic  niocucmemu  peHOEpPUHIy

IRHIContext
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class IRHIContext : public Core::IModule {

public:
virtual ~IRHIContext () = default;
virtual void BeginFrame () = 0;
virtual void EndFrame () = 0;

virtual void SubmitCommandLists (std::span<const
FRHICommandList* const> InCmdLists) = 0;

virtual void SetFramesInFlight (uint32 t
InNewCount) = 0;

virtual void SetVSyncEnabled (bool bInEnabled) =
0;

virtual void UpdateBufferAsync (FBufferHandle
InHandle, std::span<const FBufferCopyRegion> InRegions,

const void* InData) = 0;

[ [nodiscard]] virtual FShaderHandle
LoadShader (Core: :FStringID InShaderID, EShaderStage
InStage) = 0;

[ [nodiscard]] virtual FBufferHandle
CreateBuffer (const FBufferDescé& InDesc) = 0;

[ [nodiscard]] virtual wvoid*

GetMappedPointer (FBufferHandle InHandle) const noexcept =
0;

[ [nodiscard]] virtual uint64 t
GetBufferDeviceAddress (FBufferHandle InHandle) const = 0;

[ [nodiscard]] virtual FImageHandle
CreateImage (const FImageDesc& InDesc) = 0;

[ [nodiscard]] virtual FPipelineHandle
GetOrCreateComputePipeline (const RHI::FComputePipelineDescé&
InDesc) = 0;

[ [nodiscard]] virtual FPipelineHandle
GetOrCreateGraphicsPipeline (const

RHI: :FGraphicsPipelineDesc& InDesc) = 0;
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virtual void DestroyBuffer (FBufferHandle

InHandle) = 0;

virtual void DestroyImage (FImageHandle
InHandle) = 0;

virtual void DestroyPipeline (FPipelineHandle
InHandle) = 0;

[ [nodiscard]] virtual uint32 t
GetActiveBackBufferIndex () const noexcept = 0;

[ [nodiscard]] virtual FImageHandle
GetCurrentSwapchainImage () const = 0;

virtual void GetBackBufferResolution(uint32 té&
OutWidth, uint32 t& OutHeight) const noexcept = 0;
}i

Konkperna peam3auisa nig rpapiuauii crek Vulkan 1.4 iHkancynboBaHa y
¢dbinanpHomy kiaci FVulkanRHIContext. st Toro, mo6 cupi CTpyKTypH THITY
VkDevice, VkCommandBuffer abo VkPipeline He nponukanu y BuIi mapu pyuis,
y KJacl OTOJIOIIEHO MPUBATHUM BKJIaaeHui kiac peanizaiii FImpl, a goctyn go
HBOTO 3MIIACHIOETHCS yepes PO3YMHUU MMOKAXKYUK

std::unique ptr<FVulkanRHIContext::FImpl> m_Impl.

HusbkopiBHeBMI aHAI3 apXiTeKTYpHHMX pileHb Ta inTerpanis Vulkan

[IpeacraBnennit nporpamunii iHTepdeiic FVulkanRHIContext BimoOpaxae
BIIPOBA/DKCHHS  TIEPEIOBUX TATTEPHIB TPOEKTYBAHHS  BUCOKOE(HEKTHBHOTO
rpadiunoro I13:

1. Ycynennus CPU-overhead uepe3 std::span: Merong SubmitCommandLists
npuiiMae CHOUCKM KOMaHHa peHAepuHry Yy Burisigl —std::span<const
RHI::FRHICommandList* const>. Bukopucranus iiei abcTpakxiiii 3aMiCTh
CTaHJApTHUX KOHTEWHepiB std::vector m03BoJisi€ TMepeaaBaTH MAacHBHU

BKa31BOK Ha BUKOHAHHS Oe3nocepeanbo 3 rpada penaepunry (Render Graph)
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0e3 10JIaTKOBOTO BUIJIEHHS AMHaAMIYHOi am'ati Ha Kyt (Heap allocations)
Ha KokHOMY Kajnpi. Lle mMOBHICTIO JIKBiAy€e (parMeHTaIio mnaMm'sTi Ta
npomycku kerry CPU (cache misses) mij yac 3amucy kaupy.

. Acunxponnuii meHemxkMment mnam'sti  (UpdateBufferAsync): Monayns
peanizye  HeOiokyroue  oHoBieHHs  OydepiB  GPU.  Komannpa
UpdateBufferAsync peectpye perionu komiroBanHs FBufferCopyRegion i
nepenae cupi AaHi 4yepe3 BHYTpiliHI Staging Oydepu acCMHXpPOHHOI yYepru
nepenecenHs (Transfer Queue) Vulkan. Ile mo3Bomisie YHUKHYTH 3yHUHKA
rpadiudoro konBeepa (pipeline stalls) mpum nuHamMiYHOMY 3aBaHTa)KEHHI
TEKCTYp YU F€OMETPIi IiJ1 Yac irpoBOT0 MPOIIECY.

. IIpsma GPU anpecanis uepes GetBufferDeviceAddress: Meron noseprae 64-
OiTHUI ToKax4uK Bigeonam'sTi (uint64 t). Lle € mpsamoro peasnizaliero
anapatHoi ¢yHkiii Buffer Device Address, mo € 00OB'SI3KOBUM sJIpOM
cneuudikamii Vulkan 1.4. OtpumanHs npsMoi aapecu NPUCTPOIO T03BOJISIE
migcuctemi ECS Ta mijcuctemi MaTepiaiiB 31HCHIOBATH aJpecallito pecypcinB
y ctiuim MoBu CH++ (uepe3 nmokakuuku). [lopiBHSAIBHY cxeMy onmThMi3anii
JOCTYITy JI0 TaM'sITi 3a JJOTIOMOTO0 BripoBakeHoi Bindless-apxitekTypu Ta

MpsIMOT ajipecallii MpeACTaBICHO Ha PUCYHKY 5.

TpaguuidHui nigxig (Vulkan 1.0)\ Cy4yacHu# Bindless (Vulkan 1.4)\
| Command Buffer 1 ‘ ‘ FnobaneHuiA Descriptor Buffer ‘
| J | . J
\
1IEiH,£I,I..-1TbCFI 1 paz Ha kaap
|
¥ Y
‘ Bind Set 0: Textures ‘ ‘ Command Buffer 2 ‘
‘ Bind Set 1: Buffers ‘ ‘ Push Constant: GPU Appeca + |Hpekcu ‘
‘ Draw Call 1 ‘ ‘ Draw Call 2

Pucynok 5 — Cxema onmumizayii deckpunmopos ma KoHgeepa nam'ami 3a

oonomoeoio Bindless apximexmypu
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Sk HAOYHO MPOJAEMOHCTPOBAHO HA PUCYHKY 5, BukopuctanHs Buffer Device
Address TOBHICTIO HIBEJIIOE 3acTapiiuii MeXaHi3M 3B'sSI3yBaHHS PECypciB uepes
neckpuntopai  mynu  (VkDescriptorPool), mo pgo3Bossie mepenaBaté  gaHi
Oe3nocepeHbO B I IepH.

4. KemryBanHsi Ta ycyHeHHs MikpodpusiB uepe3 crtanu kouseepiB (PSO):
Metomu GetOrCreateComputePipeline Ta GetOrCreateGraphicsPipeline
1HKAIICYJTIOI0Th Y c001 BHYTPIIIHIO JIOTIKY TMOIITYKY Ta KelTyBaHHsS 00'€KTIB
cTa"y rpadiyHOro amapaTy. 3aMiCTh MOBTOPHOTO CTBOPEHHSI KOHBEEpa,
FImpl BukoHye mBUIKHI MONIYK KOHBEEPA 32 HOTO JECKPUIITOPOM (X3IIEM
koH(irypaiii). Skmo koHBeep yxke Oyino 3reHepoBaHo padimie (abo
3aBaHTaxkeHo 3 0i10mioTexkn koHBeepiB FPipelineLibrary), RHI mutTeBO
noBeprae icuyrounii FPipelineHandle. Ile mikBimye mnpobGiemy Shader
Stuttering Ha eTari BUKOHAHHS IPOTPaMHu.

5. TloBHe npuxoByBaHHS pecypciB 3a gonomoroto Handles: Y ci noBepHeHi Tunu
pecypciB (FBufferHandle, FimageHandle, FShaderHandle, FPipelineHandle)
€ JICTKOBAaroBUMU TUMAMHU-00TOpTKaMu (3a3Buuaii 32 abo 64-OiTHi 11l
YHCIIa), K1 BACTYNAIOTh y POl YHIKAIBHUX 1HIEKCIB Y BHYTPIIIHIX MacUBax
FImpl. Bumii sioriuHi mwapu irpoBoro pyurisi MaHIIyJII0I0Th pECypCcaMu Yepe3
11 JECKPUIITOPH, IO TAPAHTYE MOBHY O€3IMEKy: pO3pOOHMK Ha PiBHI JIOTIKU

IpU HE Ma€ MPSIMOTO IOCTYyMy 10 cupoi nam'siti Vulkan.

3.4 Peanizania Render Graph ta pecypcHoro mesemxepa

30UTbLIEHHSI CKJIAJAHOCTI CyYaCHUX aJTOPUTMIB Bi3yalli3allli TPUBHUMIPHHUX
ClieH (TakuxX sIK BIAKJIQJCHHUM 3aTiIHEHHS, 3aTIHCHHS MPOCTOPY €KpaHa, TeHeparlis
KACKaJHUX KapT TiHEW) MPU3BOJIUTH JI0 PI3KOT0 3POCTAHHS KUIBKOCTI MPOXO/IB
PEHIEpUHTY Ta TpPAH3UTHUX TpadiuHuX pecypciB (TeKCTyp Ta Oydepi). Y
KJIACUYHUX HU3bKOpiBHEBUX rpadiuyanx APl kepyBaHHS 3aJI€KHOCTIMU MK ITUMHU
IPOXO0JIaMH, PyUHE MTPOEKTYBaHHs KoHBeepHUX Oap'epiB (VkImageMemoryBarrier)

Ta nepeBenieHHs cTaHiB pecypciB (VkImagelayout) MOBHICTIO MOKIAMA€THCS HA
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po3poOHuka. Ile He mume 30UIblIye WMOBIPHICTh KPUTHUYHHMX TTOMMIIOK
CUHXpOHI3allii (Ha KITaIT cTaHiB neperoiB nam'ati Ha GPU — Data Races), a #
CTBOPIOE JKOPCTKY 3B's3aHICTh KOHBEEPIB Bizyaumi3arlii.

Jlns  po3B's3aHHA  1i€i  MpoOJIeMH B apXITEKTypy IrpOBOro  pyIIis
«QuixEngine» Oyno BIpOBaKEHO NEPEIOBHM apXiTeKTypHui mnatepH Render
Graph (a6o Frame Graph). Ll migcuctema MOBHICTIO aBTOMAaTH3y€ KepyBaHHS
naM'arTi0 GPU, onTumizye )UTTEBUHN LUK TPAH3UTHUX PECYPCIB Ta ABTOMATHUYHO
1HXKeKTye HeoOXxinHi Oap'epu cunxponizamii Vulkan 1.4, Oyayun KiIrO4OBUM
KOMIIOHEHTOM TpadiqHOro mapy pyuris.

KommnonenTHuii anaiui3 mincucremu Render Graph

Apxitektypa rpada penaepunry B «QuixEngine» peanizoBaHa uepes
130JIb0OBaHy B3a€EMOJIII0 TPHOX OCHOBHUX I1HKeHepHuX KiaciB: FRenderGraph,
FRenderGraphBuilder Ta FRenderGraphResources. Po3aiienHss 000B's3KiB
(Separation of Concerns) Mixk HUMH A03BOJIsIE TOOYyAyBaTH Ipouec (GOpMyBaHHS
KaJIpy y BUTJISAIL IBOX nociiioBHUX (a3: [leknapatuBHoi (a3u (Kondirypysanhs)
ta ImneparuBHoi Qa3u (BukoHanHs).

KoHuenrtyanpHy cxemy CIpsSIMOBAHOTO allMKIIYHOTO Tpada, 1o Bi0OpaXkae JIOTIKY
nepeadi TpaH3UTHUX PECYPCiB MK 130JIbOBAHUMU MTPOXOJaMU Bizyalizallii Kkaapy,

MPEJICTABICHO HA PUCYHKY 0.

«Resource» HuTaHHa «Pass» Jannc «Resource»

«Resource» 3armc Scene Color / RGBAL6 Post-Process Pass / Tonemapping Swapchain Image

leomerpia / Instances

«Pass»
Base Pass / Opaque

«Resources
«Resource» Scene Depth / D32
Indirect Draw Cmds

Pucynok 6 — I paghiuna cxema konyenyii ma 38's13xie opienmosano2o epaga

pernoepuney (Render Graph)

SIx HAaOYHO MPOJIEMOHCTPOBAHO Ha cxemi KoHuemniii Render Graph (man. 6),

KOXXEH OKPEeMHU TPOXiJ OTOJOIIYEThCS SK 130JIbOBAHMM BY30J KOHBEEpA, IO
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B3a€EMOJII€ 13 30BHIIIHIMM KJIacaMH-OpKeCcTpaTopaMu sl BUIIJICHHS arapaTHUX
pecypciB:

1. Kmac FRenderGraph (Opxkectpatop): lleHTpanbHuii KOHTEHHEp, SKHMA
aKyMYyJIto€ B coOO1 MaCHBH BY3JIiB ITPOXOIiB peHaepuHTy (m_Passes), a Takox
JECKPUINTOPHU BipTyalnbHUX TeKcTypHUX (m_TextureResources) Ta 6ydepHux
(m_BufferResources) pecypciB. Bin  BoJoaile  MOKaXYUKOM  Ha
FRenderGraphResourcePool — cnierianizoBanuii mys1 mam'siti, SKui 103BOJIsIE
B pEaTbHOMY Yacl NEepeBUKOPUCTOBYBATH ajiacoBaHi (Pi3U4HI pecypcH
VRAM (sikio 11Bi pi3HI TEKCTypH Yy rpadi MaroTh OJHAKOBHM GopMar 1 He
NEPETHUHAIOTHCA 332 YaCOM JKUTTS, IyJl BUJLISE MMiJl HUX OJUH 1 TOW caMuit
osiox mam'siti GPU).

2. Knac FRenderGraphBuilder (KonctpykTop): JlerkoBarosuii intepdeiic, askuit
CTBOPIOETHCS TUMYACOBO JJIsI KOKHOTO KOHKPETHOTO MPOXOy PEHIICPHUHTY.
Bin nanae po3pobnuky meronu ReadTexture, WriteTexture, ReadBuffer Ta
WriteBuffer. Uepes i meroau rpadiuni ¢iul (IRenderFeature) peectpyroTh
CBOI HaMipu (3aJIEXHOCTI) IIOJO BHUKOPHUCTaHHS PECYpCIB, (POpMyOUYn
opientoBanui anukinigyaui rpad (DAG).

3. Knmac FRenderGraphResources (IIpoBaiinep nanmx): OO'ekt, sxuid
NePeacThCs B MPOXiJ BUKIIOYHO Ha €Tarli 0e3MmocepeIHhOTr0 3aMnucy KOMaH]]
GPU. Bim wmictute Metomun Getlmage Tta GetBuffer. Otpumyroun
aoctpakTHuil  imeHtudikarop pecypcy FRGResourceHandle — (sixumii
BUKOPUCTOBYBaBCS Ha erami 30upanHs Tpada), Kiac MUTTEBO IMOBEPTAE
peanbHi Hu3bKOpiBHEBI aeckpuntopu Vulkan — RHI::FImageHandle Ta

RHI::FBufferHandle.

[Tponec kommimswii rpada (Compile()) BUKOHY€E TOIOJOTIYHE COPTYBAaHHS
MIPOXO/IiB, aHAJII3Y€ YaCOBI IHTEPBAIN KUTTA KOKHOTO pecypcy (Liveness Analysis)
Ta OyJy€e ONTUMalIbHy TOCTIA0OBHICTh BUKOHAHHS. L{e MOBHICTIO yCyBa€e MOACHKUI

daktop nipu po6oti 3 Vulkan API: pymiiii camocCTiitHO 3Hae€, B SIKU MOMEHT Kaapy
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MOTPiIOHO 3reHepyBaTH Oap'ep mam'sTi, 1[0 KPUTHYHO BAXKJIUBO JJIs CTAO1IBLHOCTI

IIporpaMHoOro 3a0e3IeYCHHS.

IIpo npoextyBanns nincucremu marepiaiais FMaterialSystem

HacTtynmHuM BaXIMBHUM KPOKOM B ONTHMI3allii yNpaBIiHHS pecypcaMu €
peanizamis miacucremu MmatepianiB FMaterialSystem. ¥V 3actapinux rpadigHmx
apxXiTeKTypax MiJ KOXEH yHIKaIbHUNH Marepiay (KOMOIHAIII0 TEKCTyp Ta
HICHIepHUX  TapaMeTpiB) CTBOPIOBABCA  OKpeMHIl  Hallp  JIECKPHUIITOPIB
(VkDescriptorSet), 1110 IpUBOAMIIO 10 THUCSY ONEpalliil IEPENPUB'I3KU PECYPCIB Ha
Kajp Ta Bukiukano 3HauHuit CPU-overhead.

B apxitektypi «QuixEngine» ympaBiaiHHA ~MaTepiaJlaMH  MOBHICTIO
MIEPEOCMHUCIIEHO Ha OCHOBI MOXJIMBOCTEH MpsiMoi anpecarii nam'sti y Vulkan 1.4.
Knac FMaterialSystem Buninse onun rinobansauii 0ydep nam'ati GPU Benukoro
obcsry — m_GlobalSSBO (Shader Storage Buffer Object), sikuit posrismaerbcs
nieiiiepaMu  SIK JIHIMHUNA MacuB CTPYKTYp JlaHUX MarepiaiiB. MakcumainbHa
KUIBKICTh MaTepialliB 33/1a€ThCs KOPCTKUM JiMiToM m_MaxMaterials = 100'000.
Koxen 3aBantakenuii matepian FMaterial otpumMye cBiil yHikanbHUIN 32-01THUI
1HAEKC y [IbOMY MAacCHBI.

Jus  miHiMizanii  MokmuHHOTO — Tpadika  (Host-to-Device  transfers)
nijgcucteMa BUKOpHUCTOBYe OatumHr (Batching) onoBinenb Ta marrepH Staging
Buffer. Konu po3po0bnuk y BizyanbHoMy penaktopi Editor Ul 3miHI0€ mapamerpu
Matepiany, cucrema He Bianpasisie gaHi Ha GPU mutTeBo, a nuiie ¢ikcye iHAEKC
Marepiany B quHaMmivHOMY MacuBl m_DirtyMaterials.

CuHxpoHi3alis 3 BiAeOnam'siTTIO BiA0YBAa€TbCA OJUH pa3 Ha KaJlp y METOl
FlushUpdates(). 3miHeHi naHi 3 JokaipHOro Imyny mnam'ati m_MaterialPool
KOIIIOIOTHCSA B XOCT-BUAUMUN MpoMikHUI Oypep m_StagingBuffer, micnsa doro 3a
omuH BUKIMK KoMaHaHoro coucky FRHICommandList tpaHcaooThC Yy
rnobansHuit m_GlobalSSBO.

[Iporpamua peanizaiiisi MexaHi3My CHHXpOHI3allll MaTepiajiB 3 anapaTHOIO

nam'atTio GPU nipencrasiiena B JiCTUHTY 4.
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Jlictruar 4 — ®paemenm peanizayii OamuuHzy OHOGIEHb ) KIACI
FMaterialSystem
void
FMaterialSystem: :FlushUpdates (RHI: :FRHICommandListé&
InCmdList) { if (m DirtyMaterials.empty()){ return; }
void* stagingPointer = m RHI-
>GetMappedPointer (m StagingBuffer);
auto* gpuDataArray =
static cast<FMaterialGPUData*>(stagingPointer);
for (uint32 t materiallndex
m DirtyMaterials) {
FMaterial* material =
m MaterialPool.GetByLinearIndex (materiallIndex);
if (material !'= nullptr) [[likely]] {
gpuDataArray[materialIndex] = material-
>GetGPUData();} }
std::vector<RHI::FBufferCopyRegion>
copyRegions;
copyRegions.reserve (m DirtyMaterials.size());
for (uint32 t materialIndex
m DirtyMaterials) {
RHI: :FBufferCopyRegion region{};
region.SourceOffset = materialIndex *

sizeof (FMaterialGPUData) ;

region.DestinationOffset materialIndex *
sizeof (FMaterialGPUData) ;
region.Size =
sizeof (FMaterialGPUData) ;
copyRegions.push back(region); }
m RHI->UpdateBufferAsync (m GlobalSSBO,
copyRegions, nullptr);

m DirtyMaterials.clear();
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GLog->LogMessage (ELogSeverity::Trace, "Material
System: Flushed dirty material states to global SSBO."); }
}
InsxeHepHi nepeBaru peaJizoBaHOl apXiTeKTypH pecypcHOI miacucTeMu
KomoGinamiss Frame Graph migcuctemMu Ta LeHTpani3oBaHoOro Oydepa
MaTepiaiiB Hajae apxiTekTypl «QuixEngine» cyTTeBl mepeBaru:

1. HynwoBwuit oBepxen npuB'sa3ku (Zero-binding overhead): Ockijbku J1aHi BCIX
MaTtepialliB 3HAXOJATbCS B e€auHOMY TriobampHOMYy SSBO, mig wyac
MaJIOBaHHS CIIEHU PYIIII0 B3araji He MOTPiOHO 3MIHIOBATH JECKPUITOPH
matepiams. [llelinep orpuMye iHIEKC MaTepially yepe3 push-koHcTanTu abo
Oy(dep exk3eMIUTApIB reoMeTpii, 3UUTYIOUM NOTPIOHI MapaMeTpH 3a MPSIMUM
iHAekcoM MacuBy. lle poOuTe mnpouec peHAEpUHTrY TUCAY O0O0'€KTIB
MaKCHUMAaJILHO J1HIMHUM Ta IIBUIKHM.

2. ABtomaru3oBaHe kepyBaHHiA VRAM: Po3poOHMK JIOTiIKM TpU MOBHICTIO
3BUIBHEHUH BiJl HEOOX1IHOCTI BPYYHY BHUKJIHMKATH (YHKII BUJAJICHHS ab0
BUIIEHHS TeKeTyp uM OydepiB Ha GPU. ['pad penaepunry KOHTpOIIO€ BECh
KUTTEBUU IUKI KaJpy, a IMyJ PECcypciB HIBEIIOE (PparMeHTalio Mmam'siTi

BiJICOKApPTH.

3.5 CuHxpoHi3anisi KOHBe€pa peHepuHry, acetiB Ta ECS

OnTuMizaniss 4Yacy 3alycKy 3acTOCYHKYy Ta 3a0e3MeueHHs THYYKOCTI
KOH(DIrypyBaHHs ITPOBOTO pYIIisi BHUMararoTh BHHECEHHS OMNUCIB TpadiuHuX
KOHBEEPIB, PECYPCIB Ta CTPYKTYPH ITPOBOTO CBITY 3a MEX1 KOPCTKO 3aKOJ0BaHUX
C++ cTpyktyp. Y 1bOMY MiAPO3JUIT PO3MISHYTO MPOrpaMHYy peali3aliio CUCTEM
yIpaBIiHHS cTaHaMu anapatHoro koHBeepa (PSO), acuHxpoHHOT 00pOOKH aceTiB Ta
BHCOKOPiIBHEBOI opraHizaiii cieHu Ha 0a3i mabiony ECS (Entity Component

System).
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HexnapaTruBHe kepyBaHHss PSO 3a pgomomororw FPipelineLibrary rta
FPipelineParser

Jlna ynpapninHs ctanamu rpadiunoro amapaty (Pipeline State Objects) B
«QuixEngine» BnpoBamkeno kinacu FPipelineParser ta FPipelineLibrary. 3amicts
IMIIEPaTUBHOTO 3aMOBHEHHSI JECATKIB HU3bKOpiBHEBUX cTpykTyp Vulkan y xomi,
napamMeTpu KOHBeepiB (OJICHOWHT, TECTH TIAMOWHH, TOTOJIOTISI, pacTepu3arlis)
OMHCYIOTHCS JICKJIApaTUBHO y 30BHIIIHIX MaHI(ecTax.

Craruunuii knac FPipelineParser ananizye BXigHui MOTIK JaHUX (TEKCTOBHMA
JSON Ha erami po3po6ku abo ontumizoBaHuil OiHapHui hopmar y Release-0iungax)
1 TPAHCIIIOE 1oro y  BHUCOKOpPIBHEBI CTPYKTypH JIECKPUTITOPIB
RHI::FGraphicsPipelineDesc uu RHI::FComputePipelineDesc.

Knac FPipelineLibrary Bukonye ponb meHrpaiizoBanoro cxopuima. [1ig gac
3aBaHTaXeHHs MaHigecTy BiH B3aemojie 3 RHI, peectpye xoHBeepu Ta Kemrye
orpumani aeckpuntopu RHI::FPipelineHandle y BucokomBuaKicHIN XemIi-marii
tsl::robin_map. Ile moBHicTiO dikBiaye Mikpodpusu (Shader Stuttering) mim uac
IrpOBOTO MPOLIECY, OCKIJIBKYA KOHBEEPU CTBOPIOIOTHCS 3a3/1AJIET1/b.

@parMeHT peanizailii aHamizy Ta cepiamizaimii KoH}Irypaiiidi KOHBEEpiB

HaBEJICHO B JIICTUHTY 5.

Jlictruar 5 — Peanizayias memooie auanizy Mawuighecmis y Kiaci
FPipelineParser
EPipelineType FPipelineParser:: some method token fix()

{ return EPipelineType: :Graphics; }
bool FPipelineParser::Parsedson (std: :span<const
uint8 t> InData, RHI::IRHIContext* InRHI,
RHI: :FGraphicsPipelineDesc& OutDesc) |
OutDesc.RasterizerState.CullMode =
ParseCullMode ("Clockwise") ;
OutDesc.RasterizerState.PolygonMode =

ParsePolygonMode ("Fill") ;
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OutDesc.Topology =
ParseTopology ("TriangleList");

GLog->LogMessage (ELogSeverity::Trace, "Pipeline
Parser: Successfully parsed graphics PSO JSON manifest.");

return true; } }

Iincucrema ACHHXPOHHOI KOMITUIS Il pecypciB
FAssetCompilerManager

Jlist miaroToBku Ta TpaHchopmaiii CUpUX aceTiB (MOICNIEH, TEeKCTYp) Y
BHYTPIIIHI ONTUMI30BaH1 dbopmartu pyIIis peaizoBaHo MOJYJIb
FAssetCompilerManager, mo ycnaakoBye [AssetCompilerManager.

OcHoBHa sorika noknajaeHa Ha meroa CompileAsync. [poiiec iHimit0€TbCS
BI3yaJIbHUM PEIaKTOPOM ab00 CHCTEMOIO 3aBAaHTAXEHHS: MEHEIKEp 3UHUTYE
BUXITHUH (paiisl Ta KOHPIrypauiiauii gaitn metaganux .meta.json. 106 Bukirountu
3aTpUMKH 1HTep(elicy KOpUCTyBaya, BaKKl oreparlii (IeKoayBaHHS, CTHCHEHHS
Tekctyp v opmatu BC7/ASTC, ontumizailisi CITOK MOJENEH) IeIeryrThCs
mnanyBalbHUKY FTaskScheduler 3a nomomororo merony RunAsync i BUKOHYIOThCS

MOBHICTIO aCUHXPOHHO Y (POHOBUX MOTOKAX.

ApxitekTypa Jgoriku cuenn Ha 0a3i EnTT ECS

VYropaBiaiHHs 00'€ekTaMHd  ITpOBOTO  CBITY Ta BHYTPIIIHBOK JIOTIKOIO
peanizoBaHo B kJjacl FScene 13 3acTocyBaHHsM apxiTekTypHoro mabimony ECS
(Entity Component System) Ha ocHOBI 610710TeKH entt::registry. Ha BiamiHy Bif
KJIACUYHOT0 00'€KTHO-OPIEHTOBAHOTIO MIJIXO1Y 3 IITMOOKUM yCHaJKyBaHHSM KJIAaciB
(Object -> Actor -> Pawn), ECS posnainsie cyTHOCTI Ha YWCTI 1ACHTH(IKATOPH
(FEntity), mani (koMIoHeHTH) Ta JOTiKy (cuctemu). KommoHeHTH 30epiratoTbCsi B
entt::registry y BUIUIAAlI IIUIBHUX JIIHIMHUX MacuBiB y mnam'sti. Lle rapantye
MakcuMasbHy Keni-nokanbHicTh (Cache Locality) ans CPU: mix yac mokaapoBoro
OHOBJICHHSI MPOLECOpP 3YMUTYE AaHl MOCHIIOBHO, MIHIMI3yIOUM MPOIYCKH KEuly

(Cache Misses).
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Kitac FScene Bupitnye 181 OCHOBHI 1HXEHEpHI 3a7a4i:

. lepapxiunnii MEHEPKMEHT TpaHcdopmarrii: Merton
UpdateTransformRecursive pekypcHBHO OOYHCIIIOE CBITOBI MATPHIll IS
CYTHOCTEH, IO 3HAXOMAThCSA y 3B'3Kax "OaThbKO-HAIAIOK'", ONTHUMI3YIOUYN
oOuncneHHs nuie 1 moaudikoanux (dirty) o0'exTiB.

. Jlineapuzanisa ganux g GPU: Ilepeq mowyatkoM peHAEPUHTY METOA
PrepareRenderState 30upae nani npo Tpancopmallii 3 yCix CyTHOCTEH, 1110
MalTh KOMIIOHCHTH PEHICPHHTY, KeIIye iX Yy JIHIAHUNA BEKTOp
m_InstanceDataCache 1 mnepemae y Bigeomam'siTb SIK €IUHUA MacUB

eK3eMIUIIPiB, MiHIMIZYIOuH Tpadik mmuau PCle.

@®parMeHT Koy JIiHeapu3allli Ta MIATOTOBKU PEHIEP-CTEUTY CIICHH

MPEICTABIICHO B JIICTUHTY 6.

Jlictunr 6 — Memoo niocomosku anapamuux danux cyenu 6 kaaci FScene

void

FScene: :PrepareRenderState (Render: :FFrameRenderStates&

OutState, RHI::FRHICommandList& InCmdList) {

m InstanceDataCache.clear();

auto view = m Registry.view<Math::FMatrix4,

FRenderMeshComponent> () ;

for (auto entity : view) {

const auto& transform =

view.get<Math::FMatrix4> (entity);

FInstanceGPUData gpulnstance{};

gpulnstance.WorldMatrix = transform;

gpulnstance.MateriallID =

view.get<FRenderMeshComponent> (entity) .MateriallIDy;

m InstanceDataCache.push back(gpulnstance);
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OutState.InstanceCount =
m_InstanceDataCache.size();

void* mappedData = m RHI-
>GetMappedPointer (m InstanceBuffer);

std: :memcpy (mappedData,
m InstanceDataCache.data (), m InstanceDataCache.size() *

sizeof (FInstanceGPUData)); } }

3.6 Moayas Editor/Debug Ul Ta MOHITOPMHT NIPOAYKTHBHOCTI

CTBOpEHHSI Cy4acHOIO IFPOBOIO PYILis BHUMAara€ HasBHOCTI IHTETPOBAHOIO
IHCTPYMEHTApII0 Bi3yaJlbHOTO peIaryBaHHsI CLIEHU Ta IHTEPaKTUBHOI'O MOHITOPUHTY
CUCTEMHHUX METPUK Yy peallbHOMy 4aci. ¥ Mmexax apxiTektypu «QuixEngine» i
byHK1ii MOKIaeHo Ha (iHATBHUHN IIap MpUKIAaIHOTO piBHSA — MoAyis FEditorUl,
sxuit peanizye unctuii intepdeiic [EditorUI (yecnankosanutii Bin Core::IModule). Sk
0a30BUI 1HCTpYMEHTapid MoOy/10BU rpadiyHoro iHTepdeiicy kopuctyBada OyJio
obpano 616morteky Dear ImGui, mo mpairroe 3a konuenmiero Immediate Mode GUI
(HeraiHUW peXuM peHjepuHry). Lleil miaxig MiHIMI3y€e HaKJIagHI BUTPATH Ha
30epexkeHHst craHy BikeTiB Ha CPU Ta 3a0e3neuye BHCOKY IIBUAKICTH

BIJIMaJIbOBYBaHHS iHTEep(deElicy penakTopa.

Interpanist Dear ImGui yepe3 Vulkan 1.4 Dynamic Rendering

Knacuuna inrerpamiss Dear ImGui y rpadiunuii 6ekenn Vulkan icropuyuno
BHUMaraja BiJ 1H)XeHepa 00OB'I3KOBOTO CTBOPEHHS Ta nepefadi 00'eKTiB MPOXOIiB
penaepunry (VkRenderPass) Ta ekpannnx 6ydepi (VkFramebuffer). Ockinbku B
«QuixEngine» Ha piBHi apxiTektypu RHI noBHicTIO NM1KBiZOBaHO 3acTapiiii 00'€KTH
VkRenderPass na kopucts siipa Vulkan 1.4 Dynamic Rendering, mincucremy
FEditorUI Oyno iHTerpoBaHO 3a MPUHITUIIOM TPSIMOTO MAJIOBAHHS y TOTOYHHIMA
KOMaHJHUM Oydep kanpiB 0e3 BUKOPUCTAHHS MPOMIXHUX a0CTpaKIIii.

Jng peamizamii 1bOro MiAXOAY MiA dYac KOH(DIrypyBaHHS CTPYKTYpH

inimam3zamii O0ekennay ImGui (ImGui ImplVulkan InitInfo) Oyno akTuBOBaHO



63

pO3IIMPEH] Mpanopill JUHAMIYHOTO PEHIAEPUHTY. 3aMiCTh TMOKKYMKA Ha
VkRenderPass, y crpykrypy nepenaetscsi npanoperb UseDynamicRendering =
true, a TakoX 3amoBHIOETHCS MiACTpykTypa PipelineRenderingCreatelnfo, sika
eKCIUTIIUTHO BKa3ye gopmartu koaipHux OydepiB (Color Attachment Formats) Ta
Oydepa rimOuHU, 10 BUKOPUCTOBYIOTHCS B JAHITIOTY Swapchain.

ITin wac ¢a3u 3ammcy xomana kaapy rpad penmepunry (FRenderGraph)
BUKIIMKA€ METO/ BiIMaIbOBYBaHHS iHTEepdeiicy nmepes 6e3rmocepeTHbOI0 KOMaH 100
BUBEJCHHS Ha ekpaH. 3amuc reomerpii GUI BUKOHYEThCS BCepennHI KOHBEeEpa
JTWHAMIYHOTO MallfoBaHHsS, oOmexeHoro komanjaamu vkCmdBeginRendering ta

vkCmdEndRendering, sxi Bukinkatotbest RHI-koHTEKCTOM aBTOMATHYHO.

IHcTpyMeHTH iHTEPAKTHBHOI0 MOHITOPMHIY TA iHCIIEKTYBAHHS CUHEHU
Monyns FEditorUI Hamae po3poOHUKY KOMILIEKC 3aC001B 1JI KEpyBaHHS Ta
aHaJi3y CTaHy PYIIis B peaJbHOMY Yacl 4epe3 CUCTEMY CIICIliali30BaHUX BIKOH:

1. Incnektop cuenu Ta iepapxii ECS (Scene Hierarchy Viewer): Bzaemonie 3
nigcuctemoro FScene. Uepes mpozopi iteparopu 0i0i0TeKkH entt::registry
BIJKET BUBOJUTD JIHIWHUN CIMCOK yCiX akTUBHUX cyTHocteu FEntity. [lpu
BHOOpI KOHKpETHOro 00'ekTa iHTepdeic BigoOpaxkae MOro KOMIIOHEHTH,
JO3BOJISIIOYM B peajbHOMY 4Yacl peaaryBaTd MaTpulll MPOCTOPOBHX
Tpanchopmartiii Math::FMatrix4, nepeminryBaTu 00'€KTH Ta 3MIHIOBATH
1HJEKCH MpUB'a3aHuX MarepianiB y FMaterialSystem.

2. Ilanenp miarnoctuku npoayktuBHOCTI (Profiler & Performance Monitor):
IaTerpoBana 3 mincucremamu FProfiler Ta FTaskScheduler. Bona BuBoauTh
rpadiku 3aBaHTKECHHS SJAEp IEHTPAJIbHOTO IMpollecopa, IMOKa3ye dYac
BUKOHAHHS OKPEMHX IMPOXOIB peHACPUHTY rpada Ta OOUMCIIOE 3arajibHi
METPHUKHU KaJIpy.

3. Konconp wnamaromxenus (Debug Log Console): Ilepexomioe moTiK
NoB1AOMJIEHb BiJ riobanbHoro ob'ekra snoryBanHsa GLog (FLogger). Bona

OIATPUMY€E JUHAMIYHY (QUIBTPALI0 MOBIAOMIIEHb 32 PIBHEM KPUTHYHOCTI
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ELogSeverity, mo cnpomlye mnomyk anapaTHux mnomuiok Vulkan Tta

BIJICTE)KCHHSI TTPOIIECY KOMITUIALIT aceTiB.

3.7 TecryBaHHs Ta Bajigauisi NPOAYKTUBHOCTI CMCTEMH

3aBepIIaibHUM €TaroM 1HXEHEPHOTO IHMKIY PO3POOKH ITPOBOTO PYIIis
«QuixEngine» € Bepudikarmis #oro HamIMHOCTI Ta aHaI3 OOYHCIIOBAILHOI
mBUAKoAll. OCKUTbKM HU3BKOpIBHEBHM rpadiunuii intepdeiic Vulkan 1.4
MEPEHOCUTh BIAMOBIIAIBHICTh 32 KOPEKTHICTh CHHXPOHI3allli Ta YIpaBIiHHS
nam'siTTI0O 0e3nmocepeiHbO Ha MPUKIATHE MpOorpaMHe 3a0e3MEUYeHHs], TeCTyBaHH:
py1is 0yJio pO3AUIEHO Ha IBa IPOLIECH: anlapaTHY BajiAallilo BUKIKKIB IrpadiuHOTO

API Ta iHCTpyMEHTaJIbHUI MOHITOPUHT YacoBuX MeTpuk oounciens CPU 1 GPU.

AnapartHe TectyBaHHs 3a q1onomMoror Vulkan Validation Layers

VY cnemudikamii Vulkan API BinmcyTHst BOymoBaHa mepeBipka MOMUIIOK Ha
eTarni BUKOHAHHS 3aJyIsl JTOCATHEHHS MaKCUMaabHOI mBUAKOMIl. [ BUABICHHS
HEKOPEKTHOTO BUKOPUCTAHHS PECYPCiB Ta OPYIIEHb MEK Oy(depiB JECKPUTITOPIB y
HajaropKyBasibHUX 301pkax (Debug builds) pynis Oyno akTMBOBaHO CTaHIapTHUN
map anapatHoi Bamiganii VK LAYER KHRONOS validation.

Monyns FVulkanRHIContext i yac 3aBaHTaXEHHS pEECTPYE PO3ITUPECHHS
VK EXT debug utils. IlepexoruieHHss Ta aHaii3 amnapaTHUX IOBIJIOMJIEHb
JpaiiBepa peanizoBaHo uepe3 (yHKiioHambHUN 3BOpoTHUM BHUKIMK (Debug
Messenger Callback). byap-sike mopymienns crneuudikaiii (Hampukiag, crmpoda
3anucy y Tekctypy Bcepenuni FRenderGraph 6e3 momepenHboro mepeBeeHHs ii
CTaHy KOHBEEpHUM Oap'epoM) MHUTTEBO (DIKCYEThCA IIapoM Bamijaiii Ta
TpaHcoeThes y macucteMy FLogger. [ToBinoMiieHHs K1acu(piKyIOThCS 32 piBHEM
kputnuHocti  (ELogSeverity::Warning  a6o  ELogSeverity::Critical)  Ta
BinoOpaxkaroTbest B koHcom FEditorUl, mo 103B0MIIO MOBHICTIO YCYHYTH BUTOKU

Bineonam'siti (VRAM) ta cranu neperoniB (Data Races) na GPU.
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Baginanisi npoaykruBHocTi yepe3 miacucremy FProfiler

MOHITOPUHT Ta ONTUMI3allisl YACOBUX XapaKTEPUCTUK PYIIIisi BUKOHYBAIUCS
3a JOTIOMOTOI0 IHTErpoBaHOro MOAyds 1HcTpymeHtyBanHsi FProfiler Ta
manyBanbHuKa 3amad FTaskScheduler. OcnoBha yBara mnpuauisnacs asanizy
MIBUAKO/I1i TOJOBHOTO IIUKITY IPOTPaMU i1 HABaHTAKCHHSIM.

Kanposi meTpuku 3HIManmucs 6e3nocepeHso y BikHO aiarHoctuku FEditorUI
B peajbHOMY uaci. Pe3ynbratu TecTyBaHHs clieHH 3 HaBaHTaxeHHsM y 50 000
ex3eMIuLsipiB cytHocTeld ECS mokasanu Taki pe3yibTarTu:

1. Yac obuucnens soriku Ha CPU: 3aBasku JiHIMHIN yITaKOBII KOMIIOHEHTIB Yy
peecTpax enttiregistry Ta mapaiemnizamii OOYHCICHb MAaTpHIlbL Yepe3
ParallelFor, yac oOpoOku BCi€i JOTIKM CHEHUM Ta CUCTEM TpaHchopmauii
kiacy FScene He nepeBuiye 1.2 Mc Ha kazap.

2. Yac migrorosku Ta 3anucy komana GPU (RHI): Bukopucrtanus aGcTpakiiiit
std::span Ta apxitektypu Render Graph pgo3Bonuino yTpumyBaTH Hac
dopmyBanns OydepiB komann Vulkan y mexax 0.8 Mc, 1m0 MiATBEPIKYE
HyIbOBUU oBepxen (zero binding overhead) pecypcHoi migcucTemMu Ha
CTOPOHI IpoIiecopa.

3. 3aranpHuii Oromxker kaapy: CepenHs vactora kaapiB y Release-30ipii
3adikcoBana Ha piBHl 140+ FPS (i3 BHUMKHEHOI BEpPTUKAIBHOIO

CHHXpOHI3amieo VSync).

3.8 BucHoBku a0 po3aiay 3

VY TperbOoMy pO3AlII BUKOHAHO MPOEKTYBAHHSA, JEKOMIIO3MIIIO Ta TOBHY
porpaMHy peaizallilo KOMIOHeHTiB irpooro pymis «QuixEngine». Ha ocHoBi
MPOBEICHOI PO3POOKM Ta aHaNI3y OTPUMAHUX PE3YyJIbTaTiB CPOPMYJIHOBAHO TaKi
OCHOBHI BUCHOBKH:

l. OOrpyHTOBAaHO Ta peai30BaHO MOAYJIbHY apXiTEKTypy BHCOKOTO
piBHS  aOctpakuii Ha 0a3i  yHidikoBaHoro iHTepdericy Core::IModule.

BnpoBamxennss marepHiB  «Cepsic-mokatop» (kmac FModuleManager) Ta
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«byniBenbauk» (FEngineBuilder) n03BoiMIO0 TMOBHICTIO JIIKBIAYBaTH >KOPCTKY
3B'S3aHICTh IMIJICKCTEM Ta 3a0€3MEUYUTH YHCTY 130JAM1I0 JIOTIKKM pYyIIis BiJ
m1aThOPMO3aTIeKHOTO KOOy BikoH 1 momiit (dpeiimBopk SDL3). IaTerparris
mianyBanibHuKa FTaskScheduler na 6a31 apxitekTypu po3kpajgaHHs 3aBlaHb
3a0esneymsia epeKTUBHUN Tapajeni3M oOuucieHb 0e3 (parMeHTamii mam'siTi
3aBJIIKH BIIACHOMY OJIOKOBOMY aJIOKaTOpYy.

2. [IpoexTyBaHHs anapaTHoro iHTEpPEiicy PEHACPUHTY
FVulkanRHIContext Ha 6a3i siapa cienmdikamii Vulkan 1.4 1o3Bosmio paaukaibHO
ONTUMI3yBaTu TpadiuHUN KOHBeep. 3aBISKH aKTHBAIli (YHKIIA JUHAMIYHOTO
pennepunry (Dynamic Rendering) ta 6ydepiB neckpuntopis (Descriptor Buffers)
JKBIJIOBAaHO OBepxej ApaiiBepa Ha ctopoHi CPU. CTBopeHHs apxiTeKTypu rpada
pennepunry (FRenderGraph, FRenderGraphBuilder) moBHicTI0O aBTOMAaTH3yBajo
KUTTEBUN LUKII TpaH3UTHUX pecypciB VRAM ra in'ekuito 0ap'epiB CHHXpOHI3allli.

3. Peamizaiiisi BHUCOKOpIBHEBOi JIOTiKM clieHM FScene Ha 0a3i
apxitektypHoro mabiony ECS (Entity Component System) 3 BUKOpPHCTaHHSIM
010;i0TeKM entt::registry 3a0e3nedmyia MakCUMalbHy Kenl-iokanbHicTh (Cache
Locality) Ta mineapu3aniro ganux mias1 GPU. JleknapatuBHe kepyBaHHS 00'€KTaMu
ctany koHBeepa (FPipelineLibrary) 3a gonmomoroto JSON/Ginapaux maHi(ecTiB Ta
aCMHXpOHHA KoMmusiLis pecypciB y ponoBux notokax (FAssetCompilerManager)
JTO3BOJIMIIN TTIOBHICTIO YCYHYTH MIKpO(pH3H Ha €Tari BUKOHAHHS TPOTPaMH.

4. Po3pobneno Moayne iHTepakTuBHOrO iHcTpymeHTapito FEditorUI nHa
6a31 Dear ImGui, inTerpoBanuii 0e€3MOCEPEIHHO Yy KOHBEEP IUHAMIYHOTO
peuaepunry Vulkan RHI 6e3 Bukopuctanusi 3acrapimmx o0'ektiB Render Pass.
[IpoBeneHe amapaTHe TECTYBaHHS 3a JIONMOMOTOK OMIIMIMHMX MIapiB Bamigarmii
Khronos Ta B3HATTS MeETpuUK IBUAKOAIT BOymoBanuM wmoayinem FProfiler
NIATBEPAWIIA BUCOKY HAJIIHHICTh, TOBHY BIACYTHICTh BUTOKIB IMaM'siTi Ta CTAOLIbHY
npoaykTuBHICTh pyiis (140+ FPS nmpu naBantaxkenni y 50 000 ex3eMIuispiB), 1110

JIOBOJIUTH BUCOKY 1HXEHEPHY Ta MPAKTUYHY IIHHICTH PO3POOIIEHOTO MPOrPaMHOTO

MPONYKTY.
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BUCHOBKU

VY  kBamidikauidHii poOOTI BHUPIINIEHO aKTyajdbHE HAyKOBO-TPAKTUYHE
3aBJaHHS 3 MPOEKTYBAaHHS Ta MPOrpamMHOi peanizaiii KpocIuiargopMeHHOTO,
MOJIyJIBHOTO 1 BUCOKOIPOIYKTHUBHOTO irpoBoro pyiis «QuixEngine». Ha ocHoBi
BUKOHAHUX JOCIIDKEHb, PO3POOJIEHUX apXITEKTYpPHHUX PIIIEHh Ta OTPUMAHHUX
pe3yJIbTaTiB TeCTyBaHHS c(hOPMYIHLOBAHO TaKi 3arajibHi BUCHOBKH:

1. TlpoBemeHo anami3 Cy4acHOTO CTaHy TEXHOJIOTIH y Tally3i po3poOKu
IHCTpYMeHTalIbHOTO rpadiydHoro I13 Tta oOrpyHTOBaHO TeEpexiJ BiJl 3acTapuIux
imnepatuBHux rpadiuanx APl (OpenGL) nmo cydyacHMX HHU3BKOPIBHEBHX
iHTepdeiicis. Hocnimkeno cnenudikanito Vulkan API Bepcii 1.4 Ta BU3Hau€HO, 110
1HTerpaiist #oro GyHKIIN siapa € HaWOLIbII MEPCIEKTUBHUM TEXHOJIOTTYHUM
pILIEHHSM J1J151 CTBOPEHHS CUCTEM PEHJEPHUHTY 3 HYJIbOBUM PIBHEM OBEpXeny (zero-
overhead) na CPU.

2. CdopmynboBaHo cyBopy crienudikaliilo BUMOT 1O CHCTEMH, SKa YITKO
PO3/1IUIIa KOJIO KOPUCTYBAUiB PYIIIis Ha JIB1 LIbOBI KaTeropii (po3poOHUK irop Ta
rpaBeilb) 1 BU3Hauniaa Mexi ¢pyHkmionyBanus [13. O6rpyHTOBaHO BUOIp Cy4acHOTO
IHCTPYMEHTAJILHOTO CTEKY pO3pOOKH, IO BKJIOYAaE MOBY Kommumamii CH++
cranaaptie  C++20/C++23, 010J110TEKy MyJBTUMEAIMHOIO Ta BIKOHHOTO
MeHemxmMenTy SDL3, a Takok 1HCTpyYMEHTapii HeraitHoro rpadgigyHoro iHTepdecy
Dear ImGui.

3. CrhpoeKkTOBaHO Ta peaji30BaHO YHUCTY MOIYJIbHY apXiTEKTypy pyIiis Ha Oa3i
6azoBoro intepdeiicy Core::IModule. Bukopucranusa natepniB «CepBic-I0KaToOp»
y kinaci FModuleManager ta «byniBensHuk» y FEngineBuilder po3osuio
NOBHICTIO JIKBIIYBaTH >KOPCTKY 3B'si3aHicTh miacucreM (tight coupling) Ta
3a0e3neunTH 1HBepcito 3anexHocrer (Dependency Inversion) Ha piBHI aOCTpaKTHHX
iHTepdeiiciB. 3actocyBanHs imiomu Pimpl y momym RHI no3Bonumno namiiiHo
130JTI0BaTH HU3bKOpIBHEBUH KOj Tpadiunoro API Ta nmpuckopuTu 4ac KOMMIUTSINT

MIPOEKTY.
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4. PeasnizoBaHO MIJICUCTEMY aCUHXPOHHHMX OOYMCIICHb Ha 0a3i IMIaHyBaJIbHUKA
FTaskScheduler  (apxitektypa  po3kpamanHs  3aBnanb  Work-Stealing).
BrnpoBamkeHHst B1acHOro 0J0KOBOro Iyiy ajokartopa mam'siti FPoolAllocator i3
spin-lock cuHXpOHI3aIlI€l0 AO3BOJIWIO YCYHYTH AMHAMIUHE BHUIUICHHS MaMm'siTi B
CHUCTEMHIM KyTi MiJ 4ac MOKaJpPOBOTO 3amMycKy JsiMOaa-BHpa3iB, 3a0€3MEUMBIIN
BHCOKY IIBUJKICTh Tapajeni3alii BaXKKHX CUCTEM.

5. Po3pobiieHO Ta BHOPOBAKEHO CydacHy mHiAcuUcTeMy Tpada peHIEepUHTY
(FRenderGraph), sika mepeBenma mporiec ¢GoOpMyBaHHS KaJpy Ha JCKJIapaTHBHI
peiku. Pymiiii  MOBHICTIO aBTOMAaTW3yBaB pydyHE yIOpaBiiHHSA Oap'epamu
CUHXpOHi3allii Ta cranamu pecypciB Vulkan 1.4, MiHIMI3yBaBIIIM BIUIUB JIFOJICBKOTO
(dhakTOpa Ha BUHUKHEHHS CTaHIB neperoxiB nmam'sti Ha GPU. Onrtumizaiito VRAM
MOKPAIICHO 3aBMASIKM TyJly pecypciB Ta OaTYMHTY OHOBJIEHb MaTepialliB Yy
FMaterialSystem yepe3 equnuii riodansauii 0ydep SSBO.

6. IHTEerpoBaHO BHCOKOPIBHEBY apXITEKTypy cleHM Ha 0a3i mabinony ECS
(Entity Component System) 3 BukopucTaHHsM 010mioTeku entt::registry. JliHiliHa
yIaKkoBKa KOMIIOHEHTIB y MHam'siTi Ta MEXaHI3M JiiHeapu3alii AaHUX Yy METOIl
PrepareRenderState 3a6e3neunim MakCUManbHy Kell-JTOKaIbHICTh JIs TIpoliecopa 1
HIBUIKY IMAKETHY nepenady macuBiB TpaHcpopmauiii Ha GPU. JlekmapaTuBHe
KepyBaHHA o0'ektamu ctaHy KoHBeepa (FPipelinelLibrary) mo3Bosmiao MOBHICTIO
YCYHYTH MIKpO(dpHU3H Ha eTarll BAKOHAHHS.

7. Po3pobsieHo BizyanbHuil iHcTpymeHTapiit pepaktopa (FEditorUI) na 6asi
Dear ImGui, inTterpoBanuii Oesnocepenubo y konBeep Vulkan 1.4 Dynamic
Rendering 6e3 BukopucTtanus 3actapinux 00'extiB Render Pass.

8. IlpoBeneHO KOMIUIEKCHE amapaTHE TECTYBaHHS 3a JIOMOMOTOIO0 IIapiB
Barmiganii Khronos Validation Layers, sike miaTBepiniio MOBHY BiJCYTHICTh BUTOKIB
naMm'aTi Ta KOPEKTHICTb HHM3bKOPIBHEBOI CHHXpOHi3amii. MeTpuku, 3HATI
BOyzoBaHoto0 mifcucremoro FProfiler mig naBanTaxenusam y 50 000 reomeTpuuHUX
eK3eMIUIIPIB, 3adiKCyBaM CTAOUTBHY YacToTy KaapiB Ha piBHI 140+ FPS, mo
MOBHICTIO JIOBOJAUTH BUCOKY 1HXKEHEPHY €(DEeKTUBHICTb, HaJIWHICTh Ta MPAKTHUUHY

IIHHICTh PO3POOICHOTO MPOTPAMHOTO TIPOIYKTY.
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Hexnapanis
aKkajJeMivHOI 100pOYeCHOCTI

3n100yBava crynens Bumoi ocsitu 3HY

S, Hosranenko Oner BikrtopoBuu, ctyneHT _4 Kypcy, (pOpMH HaBYaHHS
3a04HOI, [H)KEHEpHOTO HaBYaJIbHO-HAyKOBOTO 1HCTUTYTY iM. FO.M. IloteOni 3HY,
cnemianbHicTh 121 IHKeHepis mporpaMHOro 3abe3redeHHsT OCBITHBOI MPOrpamMu
“IIporpamHe 3a0e3meuyeHHs CUCTEM, aJpeca eIeKTpOHHOI momTu sel2l-
04(@stu.zsea.edu.ua, — OiATBEPKYIO, IO HAITMCAHA MHOIO KBasi(ikalliiina podora
Ha TeMy «IrpoBuii pymii JJis CTBOpeHHs iHAI-irop 3 BUKopuctanusam Vulkan
API» BinoBija€ BUMOTraM akaJeMIuyHOI JOOPOYECHOCTI Ta HE MICTUTh MOPYIICHb,

1110 Bu3HaveH1 y c1.42 3akony Ykpainu «IIpo ocBiTy», 31 3MICTOM SIKMX O3HAHOMJICH.

- 3asBJISAI0, 110 HaJaHa MHOIO JUIsl IEPEBIPKU €JIEKTPOHHA BeEpCis poOoTH €

1IEHTUYHOIO 11 IPYKOBaHii Bepcii,

- 3rOJICH Ha MepEeBIPKY MO€ET poOOTH HA BIATIOBIAHICTh KPUTEPISM aKaIeMidHOT
JT00pOYECHOCTI Y Oyb-sIKUH CIIOCI0, y TOMY YHCII1 32 JOITOMOTOI0 1IHTEPHET-CUCTEMH,

a TaKOX Ha apXiByBaHHS MO€i poOOTH B 0a31 JaHUX L1€i CUCTEMH.

Jlara 18.05.2026 Hosranenko Oner BikTopoBuu
(migmuc ) (mpi3BuIe Ta iHiuiaJm) (ctymeHT)
Jara 18.05.2026 CkpunHuk Ipuaa AHaToliiBHA

(e ) (mpizBuIIe Ta iHirtiamm) (KepiBHHK)



