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PEDEPAT

[TosicHroBabHA 3aMKCKa 10 AUIUIOMHOI KBamiQikaiiHoi poOOTH MaricTpa:

110 c., 8 Tab., 35 puc., 2 101., 35 HKEpEIL.

BATATOKAHAJIBHE TIOJIE JIMCTAHIIIN 31 3HAKOM, BEKTOPHA
['PADIKA, BEB3ACTOCYHOK, PACTEPU3ALA I'JII®OIB, WEBASSEMBLY .

O0’ekT JOCHDKEHHS — Tpollec pacTepu3allii TEeKCTy B arapaTHO
IPUCKOPEHUX 3aCTOCYHKAX.

[Ipeamer  gocmiKEHHS —  METOAM  pacTepus3alli  TEeKCTy, Kl
BUKOPHCTOBYIOTBCS B allapaTHO NMPUCKOPEHUX 3aCTOCYHKaX.

Meta poOOTH — CTBOPEHHS amapaTHO-MIPUCKOPEHOTO 3aCTOCYHKY JUIA
pacrepu3zallii TeKCTY 13 IIUPOKUMH MOKIIMBOCTSIMU HOTO (pOpMaTyBaHHS.

Marepianu, MeTOAM Ta TEXHIYHI 3aCOO0M: CTPYKTYpHE Ta IMIEpaTHUBHE
nporpamyBaHHs, KpuBlI be3be, BekTopHa rpadika, daitin mpudTie, MOIA
JMCTaHIlIM 31 3HAKOM, MOBa MporpamyBaHHs Zig Ta JavaScript, MoBa po3MITKH
HTML, texnomoris WebAssembly, pexaktop VSCode, nepcoHanbHuii KOMIT I0TEp
3 mponecopom Intel Core i5 mix ynpaeninasM onepariitHoi cucremu Microsoft
Windows 11.

Pesynpratu. JlochiakeHO METOAM pacTepu3alli TeKCTy B amapaTHoO-
IPUCKOPEHUX 3acTOCyHKaX. CTBOPEHO 3aCTOCYHOK, SIKHH BUKOPHCTOBYE METO]
MSDF Ta Hamae mmpoki MOKIUBOCTI IO (POpMATyBaHHIO TEKCTY.

BucHoBku. IcHyroui MeToau MarTh pi3HI TEpeBard Ta HEIOJIKH.
CtBOpeHU 3aCTOCYHOK JO3BOJISE TEPEKOHATHUCh B I1HTEPAKTUBHINA (opmi, Uu
3a10BoNIbHAE MeToll MSDF OaxkaHy sIKICTh pacTepu3allii TEKCTy Ta MOKIUBOCTI

Horo ¢popMaTyBaHHs.



ABSTRACT

Explanatory note to the diploma qualifying work of the master: 110 pages,

35 figures, 8 tables, 2 appendixes, 35 sources.

GLYPH RASTERIZATION, MULTI-CHANNEL SIGNED DISTANCE
FIELD, VECTOR GRAPHICS, WEB APPLICATION, WEBASSEMBLY.

Object of study is text rasterization process in hardware accelerated
applications.

Subject of study are text rasterization methods used in hardware
accelerated applications.

The purpose of the work is to create a hardware-accelerated application for
text rasterization with wide possibilities of text formatting.

Materials, methods, and tools: structured and imperative programming,
Bezier curves, vector graphics, font formats, signed distance field, Zig and
JavaScript programming languages, HTML markup language, WebAssembly,
VSCode editor, personal computer with Intel Core i5 processor running Microsoft
Windows 11 operating system.

Results. Investigated methods of text rasterization in hardware-accelerated
applications. Developed an application that uses the mSDF method and provides a
wide range of options for text formatting.

Conclusions.  Existing methods have different advantages and
disadvantages. The created application allows you to check in an interactive form
whether the mSDF method satisfies the desired quality of text rasterization and

formatting capabilities.
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HHEPEJIIK CKOPOYEHDb TA YMOBHMUX ITIO3HAK

3D — TPHOXBUMIPHUII,

APl — Application Programming Interface;
CPU  — Central Processing Unit;

GPU  — Graphics Processing Unit;

HTML - HyperText Markup Language;
MSDF — Multi-Channel SDF;

SDF - Signed Distance Field,;

WASM — WebAssembly.



BCTYII

B amapaTtHO-mpuUCKOpeHHMX JOJaTKaX, fAKI BUKOHYIOTH Bi3yalli3alliio y
peabHOMY Yaci 4acTO BMHHMKA€ HEOOXIJHICTh BiAOOpa)K€HHsS TEKCTy BCEpeIuHI
3D-cuenn. Taki moTrpebu MOXyTh OyTH pO3MIHMPEHi 10 OLIbII CKIATHUX SIK
BiTOOpa)KeHHA PS/IKIB TEKCTYy Ha T€OMETPUUYHUX MOBEPXHAX Ta €(PEKTH TEKCTy SIK
TiHb Ta 0OBeneHHs. IIpocTuit mMeTon pactepu3zaiii okpemMux ITidiB 3a MEBHOTO
po3Mipy Ta iX MOAANbIIa KOMIIO3UIIIS Y PSAKH Ma€ HU3bKY Bi3yalbHY AKICTh. Lle
HOSICHIOETbCSI THUM, IO TO3ULISL KaMepH, 3 SIKOI BUKOHYETHCS IOJAHHS CIICHH,
MaiKe 3aBXKIU MEPEMINIYEThCS B MPOCTOPI Ta 00EPTAETHCS, TOMY iU 3 SKUX
CKJIQIa€ThCS TEKCT Y CILIEHI, MOCTIHO 3MIHIOIOTH CBOE TMOJIOKEHHS. TakuM YHHOM,
po3mip riidiB y KiHIIEBOMY 300pa)KeHHI Maiike HIKOJHW He OyBae OJHAKOBUM Bij
Kaapy 1o kaapy. Kpim Ttoro, rmidu Yacto MaIiOOThCS 13 BpaxXyBaHHSIM
MEPCIIEKTHBH, OCKIJIBKM KaMepa HE 3aBXKIU CHPSMOBaHA MEPIEHAUKYISIPHO IO
YMOBHOI IUIOIIMHU, Ha $KYy HAHOCUThCS TekcT. L[i mpobiemMu Ta BHUMOTHU
CTBOPIOIOTh HEOOXIHICTh Y METOAl JJIi JIMHAMIYHOTIO BIATBOPEHHS IM(IB 3
BHUCOKOIO SIKICTIO NP AOBUIBHHUX a(DiHHKUX 1 TPOCKIIIHHUX MTEPETBOPEHHSX.

Benuka KiIbKICTh ICHYIOUMX METOAIB pacTepu3allii TEKCTy, iX Moau(iKaii
Ta repeBar Ta HEAOJIKIB, poOUTh BUOIp CKIAAHUM O€3 ICHYHYHUX pOOIT, Kl O
MOpIBHIOBAIM yci Meroau. He icHye I1HTEpaKTUBHOTO 3aCTOCYHKY SKHH OH
JI03BOJISIB TTOPIBHATH iX peaiizallito y peanbHiit 3D-cieHi.

OO0’ekT JOCHDKEHHS — TpolleC pacTepu3allii TEeKCTy B  amapaTHO
IPUCKOPEHUX 3aCTOCYHKAX.

[Ipenmer  mochimkeHHS —  METOAM  pacTepu3ailii  TEeKCTy, sKi
BUKOPHCTOBYIOTHCS B allapaTHO NMPUCKOPEHUX 3aCTOCYHKaX.

Meta poOOTH — CTBOPEHHS amapaTHO-MPUCKOPEHOTO 3aCTOCYHKY IS

pactepuzalli TeKCTy 13 HIMPOKUMH MOXKJIUBOCTSIMU MOTO (pOpMaTyBaHHS.
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1 AHAJII3 ITPOBJIEMHU TA IOCTAHOBKA 3ABJIAHBb JOCJIIJIZKEHHSA

VY nanomy po3auti Oyae poO3TsiHyTO HEOOX1JHI KPOKH, SIKI MEepeayrTh
pacTpyBaHHIO TeKcTy. OmHMCaHO Te SK BHU3HAYAIOTHCS BEKTOpHI Tiipu y (aiimax

mpudTiB. Byae mopiBHSIHO METOIM pacTpyBaHHSA I1iiB Ta 0OpaHO OAWH 13 HUX.

1.1 Pacrepu3auist TekcTy

Mu BXe 3BHKJIM Ta OYIKY€MO, IO 3aCTOCYHKH MIATPUMYIOTH Pi3HI CTHIIL
mpU@TIB, KYpCUB, HAMIBXUPHUIA, pO3MIp, 3MIHY KOJIbOPY, I'PaIl€HTHY 3aJUBKY,
OOBeJCHHSA TEKCTYy, CBIYEHHS, BIAKWAAHHA TiHI TekcroM. Jlani  omimii
dbopmaTyBaHHS MOXYTh BHU3HAYATHCS Yy BHUIJISAl JAEPEBONOAIOHOI CTPYKTypHU 13
HACJIIyBaHHSIM BJIACTUBOCTEH JUIsl 3pyYHOCTI BBeieHHs, Hanpukiaa HTML, a npu
3aBaHTXEHHI TaKe TPEJCTABICHHS TEPETBOPIOETHCA Yy MAaCHUB TEKCTOBHX
MIPOTOHIB.

TekcroBuit nporin (text run) — e MOCIiOBHICTh CMMBOJIB, SIKI MalOTh
OJIHAaKOBHI Hallp BiacTUBOCTEd (opmaTyBaHHS, OJHAKOBUW  HAIPSIMOK
HaMKMCaHHs, CKPUNT HamucaHHsS Ta MOBY [1]. BaxkinBo Bi3HAYUTH PI3HUIIO MK
CKPUIITOM 1 MOBOIO: OUIBIIICTh CKPUIITIB BHKOPUCTOBYETHCSA I HANMCAHHS
pPI3HOMAHITHMX MOB (JaTMHMISA, MOXXE€ BUKOPHCTOBYBATHCS [JIsl HAIHMCAaHHSA
JIECSATKIB MOB), 1 6arato MOB MOXKyTb OyTH HamucaHi OUIBII HiXK OJHUM CKPUIITOM
(ArMOHCHhKa MOBa BUKOPUCTOBYE KaH/I31, Xiparany ta karakany) [2].

PosrnsHemMo Kpoku, sKI HEOOXIJHO BHUKOHATH BIiJ MPEACTaBIICHHS
TEKCTOBOT'O MPOTOHY y MaM’ STl 10 oro BiToOpakeHHs Ha €KpaHi.

[To-nepiie HEOOX1IHO BU3HAYMTHUCH 13 KOAYBaHHSIM TEKCTy y mam’siTi. Ha
IaCTs, JIHI YUCJICHHUX KOJyBaHb BXK€ Y MUHYJIOMY 1 KO’KHa OIlepalliiiHa cucrema,
0aza gaHuX, BeOCalT, TEKCTOBHM (paili, MOBa MNpPOrpaMyBaHHS BUKOPHCTOBYE
FOnikon y popmari UTF-8, UTF-16LE/BE, un UTF-32.

KoskeH TeKCTOBHI MPOTiH NepeaaeThes y pyiii popmyBaHHs Tekcty (text-

shaping engine). ®opMyBaHHS TEKCTY € HEBIJ €MHOI) YaCTHHOKO ITiJITOTOBKU
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TEKCTy 10 BimoOpakeHHs. I[lepm HiX mnocmigoBHicTh HOHIKOHL MOXe OyTH
BiIoOpakeHa, KOJIOBI TOYKH B PSAJAKY IMOBUHHI OyTH 3iCTaBJieHI 3 BIAMOBIIHUMU
rmiamu, sfKi 3HaXOAAThCS y MmpUGTI, 1 i iU MoBUHHI OyTH NpaBUIHLHO
po3TamoBaHi OAWH BiIHOCHO ofHOTO. Iy 6araThOoX CKPHUIMTIB HAMHUCAHHS, IO
miATpuMytoThcsl B FOHIKOZI, 11 KPOKM BKJIIOYAIOTh crneuudiuHi AJi CKPUOTY
mpaBuja KOMIIOHYBAaHHs, BKJIIOYAIOYM  CKJIAAHY TOBEIIHKY 3’ €IHAaHHSA,
nepeynopsAKyBaHHS Ta TMO3UIIIOHYyBaHHS. Peamizallis 1uX NpaBWi MOKJIaJeHA Ha
pymiii  gopmyBanHs [3]. bararo mpudriB MicTaTh JiraTypm — KoMOiHAIii
CUMBOJIIB, SIK1 BiJoOpaxaroTbes sIK €uHe Iijie. Hanmpukiaa, mociiIoBHICT JITEP

"f, 1" 3a3Buuaii BimoOpakaeThCcsl y APYKOBAHOMY BUTIJISAJI SIK €IMHHUM JITaTypHHUM

rmd "fi" (puc. 1.1).

tli~fi

Pucynok 1.1 — Oxpewmi jniTepu Ta airatypHuii riaid

Xoua Taki miratypu, Ak "fi", € HeoOOB’S3KOBUMHU THUHOTpadCbKUMU
YTOYHEHHSMHM, JEsIKI MOBH BHUMArarOTh TIE€BHUX 3aMiH [JIsi TMPaBUIBLHOTO
BioOpakeHHs TekcTy. KokHa apabcbka JliTepa Mae YOTHPU PI3HI BapiaHTH, IO
BIIMOBIAAIOTHh PI3HUM TO3UIIISIM, Y SIKUX BOHA MOKE 3 SBJISITUCS Y MOCIIIOBHOCTI.
[pudt mae oxpemi ridu sl TOYATKOBOI, CEPEAHBOI, KIHIIEBOI Ta 130JIbOBAHOT
(GbopM KOXKHOI JIITEpH, KOKHA 3 SIKUX Mae cBi 1aeHTu(ikaTop Tiida. KOHikox
npu3HaYa€e TUTBKU OJHY KOJOBY TOUYKY AJiI KOXXHOTO CHMBOJY, TaKUM YHUHOM
psgok HOwnikomy He wmictuTh iHDOpMarliito, sKui BapianT Tiiga Tpeda
BUKOPUCTOBYBATH JIsi KOXHOTro cumBoiy. [1[00 mpuilHATH pillieHHs, NOTPiOHO
MIPOAHAJI3yBAaTH BECh PSIIOK 1 BABHAYUTH BIAMOBITHUHN TITi() 17151 KOKHOTO CUMBOITY
Ha OCHOBI ¥oro mo3wutii. To6To, pymriii GopMyBaHHS TEKCTy BUOMpAE MPABUIbHY
(dopmy OykBH 32 11 TIO3HUIIIEIO Ta TOBEPTAE PaBUIbHUN TiQ 31 mpudry [3].

Hapemti, HeoOXimHO BUKOHATH pacTepu3aiiio TriaidiB Ha MO3UILIAX

obuncieHumMu pyineMm GopMmyBaHHs. Pactepusaiiiero € mpolec mnepeTBOPEHHS
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BEKTOPHOTO 300pa)K€HHA y pacTpoBe, TOOTO TMEPETBOPEHHS CYKYMHOCTI

rCOMETPUYHUX MPUMITHUBIB, III0 BU3HAYAIOTH TUTid), y MACHB MIKCEIIB.

Pucynok 1.2 — Pacrepu3anis ridy [4]

Ha pucynky 1.2 niBopyd 300paxkeHO0 TJi) Yy BEKTOPHOMY BUIJISI/II TTOBEPX
301bIIeHUM y po3mipi MacuBi 10x12 mikceniB. [1o meHTpy 300paykeHO pacTpOBHiA
riid, kUil 0yJI0 CTBOPEHO 32 YMOBOIO: 3adapOyBaTh CYIUIBHUM KOJBOPOM, SKIIO
LEHTP MIKCEI0 3HaXOAUTHCS BCEPEANHI BEKTOPHOTO MpeacTaBiIeHHs rmidy. Januii
CIoci0 AUCKpeTH3allii MpoCTHil, ajieé HEMPUEMHUM JIJI1 OKa JIIOJUHU Ha €KpaHax
MOHITOpIB 13 CTaHAapTHOIO mIiIbHICTIO mikceniB y 96 PPl (pixels per inch).
MeH1110i MOXUOKM JUCKPETH3allii MOXKHA JOCATTH aHAIITUYHO TIipaxyBaBIId
o0nacTh TMIKCeNs, SKa BcepeAuHl BeKkTopHOro riidy Ta 3adapOyBaTu HOTO
IPOMOPLINHO A0 LBOr0 3HAYEHHs, 1110 300paxkeHo Ha puc. 1.2 mpaBopyu. Bapto
3a3HAYUTH, IO 30UIBIIEHHS PO3MIPY TEKCTY HE BIUIMBAE Ha MiJABUIIEHHS SKOCTI,
mo crapuiiMaetbest okoM. Jlumie 30inbmenHs PPl expany abo Oiunbin sIKICHUN
aHATITUYHUNA METOJ I0NIOMaratoTh COpUMUMAaTH pe3ybTaT OUIbII 3TIaIKEHUM.

Tak sK TOrpINMIHOCTI, TaK 3BaHI «3yOli», NpU HEJOCTaTHIA YaCTOTI
JCKPETHU3aIlli CTal0Th MEHII ITOMITHUMU Jinie Ha ekpaHax 13 300 PPI, sxi moxxna
3yCTPITH 3A€0UIBIIOTO JUIIE Ha MOOUIBHUX MPUCTPOSAX, TO MPOIEC pacTepu3alli

MOBUHEH BUKOHYBATH 1 SIKICHE 3IJ1aJ[)KyBaHHs TI1(DiB.
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1.2 BuzHaueHHs1 KOHTYPIB IJi¢iB y gaiinax mpudris

binpiricts ¢aiiniB mpudris, ki BUKOPUCTOBYIOTHCS MalOTh PO3IIUPEHHS
ttf a6o otf. Kontypu rimdis MoKyTh BU3HaUaTHCS y 1BOX GopmaTax TrueType abo
Compact Font Format (CFF). TunoBe 3a0ymkeHHs, mo ¢aiin i3 po3mmpeHHsm ttf
mae TrueType koutypw, a otf — CFF kouTypwm.

TrueType — e cTaHgapT KOHTYPHUX HIPUPTIB, pO3pOOICHUN KOMITAHIEID
Apple nampukinmi 1980-x pokiB sik koHkypeHT mmpudtie Adobe Type 1, ski
BHUKOPHCTOBYBAJIMCH Y MOBI po3MiTKu cTopinok PostScript [5]. 1106 3abe3neunTn
HOTO MIUPOKE PO3MOBCIOKEHHS, KOMITaHisi Apple 6e3komToBHO Hagana Microsoft
miuen3ito Ha BukopuctanHs TrueType. Iliznime y 1990-x Microsoft cnpoOyBana
minensyBatu TexHosorito Apple GX Typography. Lli neperoBopu He yBiHUaIHCS
yCIIXOM, III0 CIIoHyKajao Microsoft 1o po3poOku BiracHoi [6]. Adobe mpuenHanacs
10 Microsoft y mmx 3ycWuisiX, JOJABIIA MIATPUMKY KOHTYpHUX TIii(iB, LIO
BUKOpPUCTOBYBaM y cBoix mpudrax Type 1. L1 3ycusis Manu Ha MeTi BUTICHUTH
ak Apple TrueType Ttak 1 Adobe Type 1 dopmatu mpudris. Ilorpedyroun
dbopmaty mpudTy a1 00pOOKH TOHKOIT TUITOTpadiKy 1 CKIIaTHOT MMOBEIIHKU PI3HUX
CUCTEM IHMChbMa Yy CBITI, JBI KOMMaHii 00’€JHAaTM OCHOBHI TEXHOJOTiI 000X
dbopmaTiB 1 A0JIal HOB1 PO3IIMPEHHS, IPU3HAUCHI U1 YCYHEHHSI OOMEXEHb ITUX
dopmaris. JIns 00’ eqHaHUX TeXHOJIOTIH Oyi10 0Opano Ha3By OpenType [6].

@aitn OpenType wmictuTh AaHi y Qopmari Koyekmii Talnuib, sKi
BKIIO4arOTh TrueType abo Compact Font Format (CFF) kontypu mpudry.
Pacrepuzaropu BUKOPUCTOBYIOTH JaHl 3 TaONUIlb, 110 MICTAThCA y MIPUPTI, IS
BiATBOpPeHHsT TrueType abo PostScript kouTypiB TiidiB. Jleski 3 JOMOMIKHUX
JaHUX y TaONUIIX BUKOPUCTOBYIOTHCS HE3AJICKHO BIJ TOro, SKHM Qopmar
KOHTYPY BHUKOPUCTOBYETBCS; JESAKI JOMOMIXKHI JaHl € crneuu@iuHuMUA s
TrueType ado PostScript koutypie [7]. ®opmar OpenType OyB moOynoBaHMii Ha
OoCHOB1 cBoro momepennuka TrueType, 30epirmu 0a30By CTPYKTYypYy TaOJHIlb
TrueType 1 nopaBmM 0araTo HOBHX TaOJMIlb, SIKI BUKOPUCTOBYIOTHCS PYILIIEM

dbopmyBaHHS, sIK OYJI0 3a3HAYEHO Y TTOTIEPETHHOMY T APO3iTI.
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Takum unHoMm, (aiinu 3 posmmpeHHsM {tf moBuHHI OyTH y cTapimomy
crangapti TrueType, a daitmu otf — y HoBimomy OpenType, sikuii mATPUMYE
o0uaBa THUMHU KOHTYpiB. €IWHUM MPaBUILHUM CHOCOOOM BHU3HAYCHHS THUITY
KOHTYPIB, IO 3HAXOAAThCA Y (aiiiil € mepeBipka HaIBHOCTI BIJMOBIIHUX TaOIHUIlb
KOHTYPIB.

Tabmuus i3 Hazoro glyf mictute iHdopmarito, sika omucye riaipu B
mpudTi 13 popmarom koHTypiB TrueType. Koutyp rmida ckiagaerbes 3 HabOpy
KOHTYpiB. [IpocTuii rimid mMoxke MaTH TUTBKM OAMH KOHTYp. binbin cknamHi riaidu
MOXXYTh MaTH JBa 1 Outbliie KoHTYpiB. CkiaaHi Tiidu MOXyTh OyTH MOOya0BaHi
IIJISIXOM TIOEAHAHHS JBOX a00 Ounbliie nmpoctux riaidis [8]. KonTypu ckiagaroThes
3 IpsAMUX 1 KpuBHUX JiHIA. KpuBI BU3HA4YarOThCd HaOOpPOM TOYOK, SIKI OMHUCYIOTh
crutaiiau beswe npyroro nopsnky. ®opmar koutypiB TrueType BukopucToBye aBa
TUMHA TOYOK JJISI BU3HAYEHHS KPUBMX: Ti, IO 3HAXOASATHCS HA KPUBIH, 1 Ti, 110
3HAXOAAThCS 1M03a Hero. [Ipy BU3HaueHH1 KpUBOi JoIycTUMa Oyb-siKa KOMOIHAI1sA
TOYOK, IO JIKaTh 1 HE JIeKaTh Ha KpuBid. Ilpsmi JiHII BH3HAYAIOTHCS JIBOMA
MOCTIJOBHUMH TOYKAMH Ha KpuBii. J[Ji1 BU3HAUEHHS 3alIOBHEHOCTI KOHTYPIB, 110
yTBOPIOIOTh TJi(), Mae 3HAYEHHS, YW € HyMeparlisi TOYOK 3POCTaluor ado
cnajarodor. HampsMok KpuUBUX MOBMHEH OyTH TakuM, 00, SKIIO CIITyBaTH 3a
KPUBOIO B HAMPSIMKY 301JbIIEHHS HOMEPIB TOUYOK, 3adapOoBaHa 001acTh Tiidy
3aBIK/IM 3HaXOAMIach nmpaBopyd [8].

Tabmums 13 wHaszBoro CFF2, mictuthk iHdopmarito, sika ommcye riaihpu B
mpudTti 13 dopmatom kontypiB Compact Font Format 2.0. B xonTekcti
pactepuzaiiii BiH Biapi3HseTbesa Bin TrueType Tum, 1mo micTuTh crutaitHu besbe
TPETHOTO TOPSIKY.

KpuBa be3pe — mapamerpuyHa KpuBa, IO BHUKOPUCTOBYETHCS B
KOMIT'IOTepHIA rpadimi Ta cymibkHUX oOnactsax. KpuBa be3be 3amaerscs
MHOKHHOIO KOHTPOJIbHUX TOYOK Bia Po 10 Py, 1€ N Ha3uBaeThCs MOPSAIKOM KPUBOI
(n=1 mns miHikdHOI, 2 /1 KBaApaTW4HOi, 3 s KyOiuHOi, SK 300pakeHO Ha

puc. 1.3). Ilepmia Ta ocTaHHS KOHTPOJBHI TOYKH 3aBXKJU € KIHIEBUMHU TOUYKAMU
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KPUBOI, TPOTE MPOMIKHI KOHTPOJIbHI TOYKH (SIKILIO TaKi €), SIK IPaBUJIO, HE JIEKATh

Ha KpuBiii [9].

Pucynok 1.3 — Kpuni be3re nepiumx Tpbox MopsiaKiB

KBaI[paTI/I‘-IHa KpHuBa be3be BuU3HaAuYaeTHCH TpbOMa BCPIIHMHAMHU u

ONHCYETHCS PIBHAHHIM BUY:

B(t)=(@1-1)*P, + 2t(1-t)P, +t*P,,t €[0,].

KyG6iuna xpuBa be3ne BU3HAUa€ThCA YOTHPMA BEPIIMHAMH M OMUCYETHCS

PIBHSIHHSAM BUIY:

B(t)=(1-t)°P, +3t(L-t)*P, +3t*(L-t)P, +t°P,,t €[0,1] .

Koxna kBanpatuuHa kpuBa be3be € Takoxk KyOiuHOKO KpuBOK besbe.
KpuBa moxxe OyTu po3burta B OyJb-AKid TOUINl Ha JABI MiJKpUBI a00 HA JOBUIbHY
KUIBKICTh MIJKPUBUX, KOKHA 3 IKMX TaKoX € KpuBoto be3re. KpuBa beswe nopsiaky
BHUIIIE JIBOX MOKE MEPETHHATHUCS cama 3 co00I0 ab0 MaTu MEpPervuH Mpu MEBHOMY

BHOOPI KOHTPOJIBHUX TOYOK [10].
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1.3 Orasia Ta NOPiBHSIHHS METOIB

Po3MaiTTss MeToIB pacTpyBaHHS BEKTOPHOI rpadiku, MOSCHIOETHCS THM,
mo TpadgiyHl MOPOLECOPH HE HAMATh JJs ILOTO BIJAMOBIAHI MPUMITHBH.
HaTtomicTh po3pOOHUKHM MOBUHHI BUKOPUCTOBYBATH TPUKYTHUKH, Oydep rauduHy,
oydbep tpadapery, TekcTypm, ImIeiaep NOporpaMd TOIIO, JJIS BiITBOPEHHS
BEKTOPHUX KOHTYPIB.

BintBopenns 2D-rpadiku € ckiiagHuM, TOMY 110 MOBa e nmpo GpopmMu —
TOYHI MEX1 KOHTYPIB — a HE TIPO MaTepiain Ta ocBITIeHHS 00’ eMHux 3D-00’€KTiB,
K1 B OCHOBHOMY 3allOBHIOIOTHCSI CYLIIBHUM KOJBOpOM. ['padiuHi mpoiiecopu, siK
pe3yJbTarT ICTOpPii, BUPIIIMAIM HE 30CEPEKYyBAaTHUCS HAa HESIBHIM reoMeTpii B
peajbHOMY 4aci, Takiii fK KpHBI, a HAaTOMICTh Ha BCbOMY, IO BiJ0yBa€ThCA
BCEpPE/IMHI TPUKYTHHKIB, Ta X BEJIHKIii KUTLKOCTI Ha expaHi [11].

Meronn MoxkHa Kiaacu(IiKyBaTH y Ti, 0 BUKOPUCTOBYIOTh I€pEBaru
mBuakocTi GPU vy ii BIacHUX MPUMITHBAX — TEKCTYPHI Ta T€OMETPUYHI METO/IHU 13
HEBEJMKUM IIEHAepoM; Ta Ti, IO HaMaralOThCS BUKOHATH e€(EKTUBHE
po3napanientoBands kiacuyHux CPU anropuTMiB Ha piBHI OKPEMHOTO TMIKCEITIO,

peani3youu oro y BeJIuKy 1ieiiep nporpamy.

1.3.1 TekcTypHi MeTOaH. ATJIaC pacTPOBAaHUX IJidiB

HaiinpocrimmM mMeToioM BioOpaskeHHs TekcTy y 3D-cuieni € nonepeaHs
pacTtepuzaritis riidis, Mo BXOIATh 10 CKIaAy MPUQTY, MPU OJHOMY a00 JEKUIBKOX
NEBHUX po3Mipax WpU@PTy Ta 30epekeHHs Pe3yJbTaTIB Y BUIJISIlI PACTPOBOTO

300pakeHHsI, IKMI HA3UBaIOTh atiaacoM (puc. 1.4).

Pucynok 1.4 — ®parmeHT atiacy
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TekcT BiaTBOprOEThCS y 3D-ClieHI CIIEHI NUISXOM CTBOPEHHS reoMeTpii
OJIHOTO TPSIMOKYTHHKA, KM CKJIQJa€TbCcad 3 JBOX TPUKYTHHUKIB, JJISI KOXHOTO
rinidy. KoxHiit BepuInHi TPUKYTHUKA MTPU3HAYAIOTHCS TEKCTYpHI KOOPAMHATH, SIK1
MOCHJIAIOTHCS Ha TIOTIEPEHBO PACTPOBAHUM Tl y TEKCTYpHOMY aTliaci.

[e#t MmeTon OyB MOMYJISIPHUM uYepe3 HOro MpOCTOTYy peattizailii Ta BiAMIHHY
HIBUKO/II10, alie sIKICTh 300pakeHHs Ha BUXO/Il BKpail 0OMekeHa, B MEpIIy Yepry
yepe3 PO3MUTTS BUKJIMKAHOTO OUTIHIMHOIO 1HTEPIIOJIAIIEI0, KOJIU BiIOOpakyBaH1
po3MipH TITiiB TEPEBUIITYIOTh PO3AUIBHY 3IaTHICTH 3 SKOIO BOHU CTBOPIOBAIIACS Y
TekcTypHoMy atnaci [12]. JlaHuii HenoJK HE € KPUTHYHUM, SIKIIO 3aCTOCYHOK
MOKE JIONMOBHIOBATH atiiac Tiidamu HeoOXiaHUX po3mipiB. OgHak, y 3D-cueni
rm@u 3 AKUX CKIAJAETHCS TEKCT, MOCTIHO 3MIHIOIOTH CBOE IMOJIOKEHHS, PO3MIP
riidiB y KiHIIEBOMY 300paKeHHI Maike HIKOJIM He OyBa€ OJIHAKOBUM BiJl KaJIpy 110
KaJlpy, TIiU 4acTo MaJIOIOThCA 13 BpaxyBaHHSM MEpPCHEKTUBH. Taka BenHka
KUIBKICTh JIMHAMIYHUX MapamMeTpiB pOOWUTh MOCTIMHE JOMOBHEHHS aTJiacy
HEMOKJIUBUM.

Jlanwii MeToA BCe 1€ BHUKOPUCTOBYETHCS —alapaTHO-TPUCKOPCHUMHU
3aCTOCYHKaMH, ajie JIMILE 3a YMOBH, L0 TEKCT B1I0OpakaeThCsl MEPHEHINKYIISPHO
0 KopucTyBada, ToOTO eneMeHTu 2D-iHTepdeiicy, Ta Hemae HEOOXiTHOCTI B
aHiMauli po3mipy TekcTy. /s qeskux 3aCTOCYHKIB, K Opay3epu, MPIOPUTETHUM €
BIITBOPEHHSI CTUJIIO pactepu3aiii midiB, SKANW CHIBIATAE 13 OMNEPAIHOO
cucremoro. Bonum BukopuctoByroTh APl Texnonorii, ska wHamaetbcs OC
Windows — DirectWrite, Apple — Quartz, Linux Ta Android — 06iGmioTeka
FreeType.

SIckpaBMM BHKJIIOUEHHSM 3 BUIlle HaBeieHux ymoB € Google Maps [13],
Kl y peXuMmi TMeperyisiay BYIHUIb BHUKOPUCTOBYIOTH JAaHUA METON JJis
BiIOOpake€HHS Ha3B BYJMIb Ha JIOpPO3l, [0 BUIJSNAAE JyX€ HHU3BKOI

skocTi (puc. 1.5).
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Image capture: Jul 2015 © 2022 Google

Pucynok 1.5 — [Ipukiiaj HU3bKOI SKOCTI pacTpoBaHuX Ti(hiB mpu npoekiisx [13]

1.3.2 Texcrypni metoau. Signed Distance Fields ta mSDF

Meton ommcanmii y crarti [14] 31ateH cTBOprOBaTH YiTKi KOHTYPH Ti(iB
y pi3HHX MacmrTabax, 0e3 po3MHUTTS, 0e3 HEOOXIAHOCTI JACKIIBKOX PO3MIPIB
pacTpoBaHUX TTidiB.

B atmaci 3amicth TOro, 1mo0 30epiraTd pacTpoOBaHUN BUIJIS KOMXKHOTO
rimida 3a MeBHOTO PO3Mipl TEKCTY, 30€pIracThCsi HAMOIMKYA BiICTaHb JO KOHTYPY
31 3HakoM (puc. 1.6). TakuM YMHOM YTBOPIOETHCS TOJIE€ AMCTAHIINA 31 3HAKOM
(signed distance field, SDF). [lucraHiii 10 KOHTYpYy 330BHI Ta BCEpEIUHI MarOTh
MPOTHUJICKHI 3HAKH. JIMBISYMCH HA 3HAK, MIEHEP MporpamMa BUPIIIYE YW TTOBUHEH

nikcesb O0yTH 3adapOoBaHMIA.

Pucynok 1.6 — ITose qucTaHiiii 31 3HaKOM J10 KOHTYpY [15]
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3HaueHHS AWCTAHI y TakoMy IIOJIi MOJKHA IHTEPIIONIOBATH, a OTXKE
BUKOPHUCTOBYIOThCS TiepeBaru OiIiHIMHOT 1HTepnosaii TekcemB y GPU. Atnac i3

SDF riidgamu Mae xapakTepHUH BUTIISIT i3 HEYITKUMU KOHTypamu (puc. 1.7).

B E 222 R B

Pucynok 1.7 — ®parment SDF atnacy

Paniyc 3 sskum cTBOproeTbest SDF 300pakeHHs 103BOJIsIE BUKOPUCTOBYBATH
JIOJIaTKOB1 €(EeKTH A0 TEKCTY: M’sIKl TiHI, CBIYEHHS, 0OBeqeHHsI KOHTYypy. Lle He
CYMHIBHO € TEpPEBaror, ajke BUKOPUCTOBYETHCS TUIBKH JIBA TPUKYTHUKH IS
reoMeTpIi Ta Ay>Ke MPOCTUN Eehaep.

OCKUIbKH METOJ| MOKJIAJAETHCS Ha 1HTEPIOJAIII0, ska 3a0e3Meuye sSKiCHe
HaOJIMKEHHS JIUIIE TaM, Jie IIBUIKICTh 3MIHU € O1IbII-MEHII MOCTIHHO, KYTH HE
MOXYTh OYTH PEKOHCTPYHOBaHI MPaBUJIIBHO, 1 3aMICTh IILOTO OYyIyTh BUIJISIATH

3aKpYTJICHUMH a00 CKOJIOTHMH, 110 300paskeHo Ha pucyHky 1.8 miBopyu [15].

Ab Ab

Pucynox 1.8 — Oxpyrieni kpai riaidis npu ogHokaHanbHoMy SDF

Jlnst BupimeHHs 11i€i MpoOJieMU y CTaTTI MPOTIOHYETHCS BUKOPHUCTAHHS
OlJIbllIe HI’)K OJTHOTO KaHAy Y TEKCTYpl, Ta BUKOHYBATU JI€KOMIIO3UIIII0 KOHTYPY Y
HUX. AJIbTepHATUBHY cIIpo0y 13 KoMOiHyBaHHsIM SDF Ta BeKTOpHOTO METOy OYyII0

BHUKOHAHO y po0oTi [16], ane pe3ynbrat BUSBUBCS y 5-12 pa3iB MOBiUIbHIIIIE.
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Meton nekoMmo3ullii y HeMmapHy KiJIbKICTh KaHaJliB OyJI0 OMUCAHO IMi3HIIIe
y pob6oti [15]. Ilpu mexommo3uiii PO3MISIIA€ThCA KOKEH KOHTYp Tiidy, KpuBI
be3be, 110 HE yTBOPIOIOTH KYTIB YMOBHO OO0 €IHYIOThCS y Oe3mepepBHI IJIaBHI
cerMeHTH KoHTypy. KokHOMYy cermeHTy mpu3Hadaerhbcs kojip (puc. 1.9). IcHye
JIBa TpaBWia JJIs TMPU3HAYEHHS KoJbOpiB. [lo-mepime, KoKeH CerMeHT MOBUHEH
MaTd TPUHAWMHI IIOHAWMEHIE JBa KaHAIW, a MO-Apyre, IS TOro, Io0 KyT
3QJIMIIABCS TOCTPHUM, JBa CYCIJTHI CETMEHTH Y KOHTYpI1 IMOBHUHHI MaTH PIBHO OJIUH

cribHAN KaHai [15].

M\

Pucynok 1.9 — ®apOyBaHHS KOHTYPIB y CETMEHTH JIiTepu «e» [15]

[3 MiHiManmeHO HEOOXiMHMMH 3MiHAMH 10 Koay reHepamii SDF
cTBOproeThesi Oaratokananpuuii SDF (multi-channel SDF, mSDF) atnac (puc.
1.10). dakTHYHO KOXKEH IMKCENb Terep 30epirae BiJCTaHb J0 JBOX HAMOIMIKIMX
KOHTYpIB, a TPETIM KaHall BU3HAYa€ sIKy OyJieBy omeparfito Mi>k HUMH HEO0OX1THO
BUKOHATU. Y IIeiAepl TaKOK HEOOXITHO 3MIHUTH JIMIIE OJHY JIHIIO KOy, MICIs

94Oro OTPUMYEMO TIi(H 13 AKICHUMH KyTaMu Ha pucyHKy 1.8 mpaBopyu.

WSy [OEKGY HIAA

b

ZEVE\UD WEGE G
WA IAED

Pucynox 1.10 — ®parment mSDF atnacy

He nuBnsuuch Ha 3HayHe MigBHUIIEHHSA skocTi B mSDF, 13 MoixX BiacHUX

CIIOCTEpEXKEHb, 0araro 3acTOCYHKIB Ta 1rop BCE€ 1€ BUKOPUCTOBYIOTh
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onnokaHanbaui SDF. Tlomynspuuii irpoBuii pymriii Unity y miarini s TeKCTy 3a
3amMoBuyBaHHAM [extMeshPro, no3Boisie cTBopuTH TiibKu ogHOKaHaibHI SDF.
Amnanoriuna cutyaris y pymi Unreal Engine. Cepen Guibll MOMyJSPHUX TIIBKU
Godot Engine otpumaB niarpumky MSDF y munynomy 2021 pomi. LlikaBo, mo
HaBITh KpocmiaTdopMuuil dpeitmBopk Qt BukopucrtoBye SDF 3amicTh artiacy
riiB pacTpOBaHUX OIEpaliiHo0 cuctemoro [17].

Tpeba pozymit, mo MSDF xou 1 Hajae 4iTKI KOHTYpHU IS OYIb-SIKOTO
pO3MIpy TEKCTy, BiH BCE IIE € TEKCTypHUM, a OTKE 3aJEeKUTh BIJ PO3MIPY
TekcTypu. HeoOximHo migOupaTu Takui po3mip moJisdg, KUK 3MIr Ou mepenatu
HAaUTOHIIMM eneMeHT KOHTypy y riigi. Lle y cBoro uepry npusBOAUTH [0
JApEMHOr0 BUTPAYEHHSA MPOCTOPY y OUIbII IIMPOKHUX YacTHHAX Timdy Ta
HEOOX1THOTO po3Mipy B mmomy. L{g mpoGnema akTyanbHa i KajmirpapiaHux,
KypcuBHux mpudtiB. Ha pucynky 1.11 300paxenHo ctuii mpu@TiB 13 TaKUMHU
0COOJIMBOCTSIMH CTWJIFO Ta TOPIBHSHHS 13 Sans-serif crwiem 3HU3Y, skuii mae

OJIHOP1/IHY TOBIIMHY y BChOMY TTi(i.

y . __'_.f_‘
I*ndta Serilil
India serif

Pucynoxk 1.11 — ToHK1 e1€eMeHTH KOHTYpIB y TJi(]iB

OnTuMizaiio BUKOPUCTAHOTO MPOCTOPY TEKCTYPHU € CIPOOU BUKOHATH 3a
JOTIOMOTOI0 METOAY aJONTHUBHO JUCKpeTH30BaHMX TojiB Bijgcraneit (ADF)
JociKeHuM y podotax [18] Ta [19].

Meroa nonsirae y peKypcUBHOMY MOJ1JI1 TEKCTYPH Ha KOMIPKH 13 OaKaHOIO
TOYHICTIO TaKMM YHHOM, 1100 HE BUHHKAJIO MOXHWOOK OUTIHIMHOI 1HTEPIOJISAIi

(puc. 1.12). ns pexonctpykuii rimidy i3 ADF Ha K0XHY KOMIPKY CTBOPIOETHCS
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reoMeTpis MPSMOKYTHUKA 13 JBOX TPHUKYTHHUKIB. BepiinHaMm MNpu3HAYalOTHCS

TEKCTYPH1 KOOPJIMHATH BIJTIOBIIHUX KOMIPOK.

A

(a) Original

.A a | Driginal Data
K | | Fiited Durta ||

O Break Points

Pucynok 1.12 — Bukonanns noziny B ADF [18], [19]

Januii MeToa noTpedye K KPOK CTBOPEHHS IMOJIS AUCTAHIIIN 31 3HAKOM TaK
1 BEJIMKOI KIJIBKOCTI Te€OMETpii JJIsl peKOHCTpyKiii riidy, mo poduts ADF menin

HpI/IBa6J'II/IBI/IM HIK BUKOPHUCTAHHA YUCTO IrCOMCTPUIHOTO MCTOY.

1.3.3 MeToam i3 BUKOPUCTAHHSAM reoMeTpil

Pacrepu3zaiisi rmidiB Ha OCHOBI MOOYIOBU CITKMA 13 TPUKYTHUKIB Oyia
nonyJsipuzoBana myoOmikamiero [20]. Haxg CykymHICTIO KOHTPOJIBHUX TOYOK, IO
BHU3HAYaIOTh KpuBl be3be y KOHTypax riidy, BUKOHY€ETbCS TpiaHryisiis Jlenone.
BunansaroTrscst pebpa Ta TPUKYTHUKHU K1 HE HaJIekKaTh Ty, OTPUMYEThCA CITKA 13
TPHOX THUIIB TPUKYTHUKIB. T1, 110 J€XaTh BCEPEIUHI KOHTYPY BEKTOPHOTO Triidy
Ta Ti, 0 YaCTKOBO 3alOBHEHI — BHYTPIIIHI, a00 30BHIIIHI MO BiJHONICHHIO IO

riaidy (puc. 1.13).
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Pucynok 1.13 — Kpwusi, 1m0 onucyroTs riaid Ta pe3ynbTar TpiaHTyJIsii

KOHTPOJIBHUX TOYOK [20]

TpuUKyTHHKH, IO € YaCTKOBO 3allOBHCHWMH ITOKPHUBAIOTH IIOHAWOIIBIIE
onHy KpuBy bespe. HezamekHo Bij MO3UIIM KOHTPOJBbHHX TOYOK KBaJIpaTHUHOT
OpsiIMOi, TEKCTYpHI KOOpJAMHATH BU3HAYAIOThCSA sK Ha pucyHky 1.14. Ilozwmmii

BCPHIMH € KOHTPOJbHHUMH TOYKAMMU.

[1 1]

L
[0 0] [3 0] by

Pucynok 1.14 — TekcTypH1 KOOpAUHATH BEPILIUH (JT1BOPYY), peasIbHI MO3UIIIT

BEpIIMH Ha ekpaHi (mpaBopyd) [20]

Buxonyioun Tpu npocTux apudMeTHYHUX omepauid y meiaepi Hax
1HTEPIIOJIbOBAHUMHU TEKCTYPHUMH KOOPAMHATAMH, BU3HAYAETHCA 3 SIKOI CTOPOHHU
KpuBoi be3be JeXKHUTh TMiKCeNb, SKUM YUMHOM MHoro 3adapboByBaTu. [laHa
nyOJTiKallis TakoX HaJa€ PIBHSIHHS A KyOlYHUX KpuBHX be3be, oHaK JIJIs1 HHOTO

3apeectpoBaHo nateHt B CIIA.
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Jlanuii MeToJl SKICHO BIATBOPIOE TOYHI (popMH TJidiB y BCiX MaciiTadax,
aJiec BiH BUMarae Jay’ke CKJIaJIHOTO KpOKY TpilaHTYJIsALIi, B IKOMY KIJIbKICTh BEPIITUH
IPOMNOpIiHHA KITBKOCTI KOHTPOJIBHUX TOYOK, 110 BU3HAYAIOTh KOxeH rmid. [Ticms
TPIaHTYJISIIT  TakoXK Tpeda TEepeBIpUTU CHEliaibHI  BUIAIKH, HaIPUKIIA]
TPUKYTHUKH, 1110 MOXKYTh MIEPETUHATHUCS, I YHUKHCHHS apTe(aKTiB.

Moaudikamito MeToxy 0€3 BUKOHAHHS KPOKY CKJIAAHOI TpiaHTyJsAIii Oyso
ormucano y [21]. Jlmg 1pboro BHKOPHCTOBYEThCS Macka Tpadapery Ha GPU.
TpuKyTHUKH, 0 YaCTKOBO 3aMlOBHEHI MO KOHTYPY pacTpyroThcs 0e3 3miH. [[is
3allOBHEHHS! BHYTPINIHBOI YAaCTHMHHM Ty CTBOPIOIOTHCS TPUKYTHHUKU, OJIHA
BEpIIMHA SKUX CIJIbHA — T[OYaTOK KOHTYpY, a IHII JBl BHU3HAYAIOTHCS

KOHTPOJBHUMH TOYKaMH KpuBoi besne (puc. 1.15).

Pucynok 1.15 — CtBopennst macku Tpadapery [21]

OpuriHaibHUid Ta MOAM(PIKOBAHMIA METOIHM, SIK MNpPaBUIIO, CTBOPIOIOTH
0arato HEBEJIIMKMX, TOHKUX TPHUKYTHHUKIB, SIKI MEPEHIKOIKAIOTh ONTUMAaIbHIN
mBKaKo il rpadivnoro mporecopa [12]. KoxkeH ritidy mOBTOPIOETHCS Y TEKCTI IO
JeKUJIbKa pas3iB, POOUTH JAEKIJIbKAa KOMiM reoMeTpii AyX e BUTPATHO, TOMY
BUKOPUCTOBYETHhCS MO¥JMBOCTI GPU 1y1si cTBOpeHHS JEKUTBKOX EK3EeMILISPIB Y
PI3HUX TMO3UIIAX, IO Yy CBOIO 4YEpPry OOMEXye MOMKJIUBI €(PEeKTH, SKI MOKHA
3aCTOCYBAaTH Ha PiBHI OKpeMoro riidy. Takox BIACYTHS MOKJIMBICTh OJHOYACHOTO

CTBOPEHHSI CTICIIAIbHUX €(DEKTIB JJ0 TEKCTY 0€3 T0TaTKOBUX KPOKIB.
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1.3.4 MeTtoam i3 6e3nocepeaHiM BUKOPUCTAHHSM PiBHSIHb KPUBHX

JIoBri poku BUKOHYBaTu pactepu3zauito riipie Ha GPU Tak camo gk Ha
CPU, 13 6e3nocepeHiM BUKOPUCTAHHSAM PIBHSIHb KPUBHX, Y PealbHOMY 4Yaci, 0yJIo
He mnpaktuyHo. OnHaK MOJNIMIIeHHS apXiTektyp cydacHux GPU, mBuakocti
JOCTYMy 10 MaM ATl Ta OaHalbHE MIABUIICHHS KUTBKOCTI TPAH3UCTOPIB JI03BOJISIE
e poboTH, He 3a0MpardM BEJIUKY YacTKy 4acy BiJ pacTtepu3allii 0e3rnocepeHbo
3D-006’€exTiB y CIIeHi.

Jlani Meroau BIATBOPIOIOTH T, BUKOPUCTOBYIOUM JIUIIE JIBa
TPUKYTHUKH, AaHAJOrIYHO TEKCTypHUM MeronaM. Ha rpadiuyHomy mpouecopi
HIeiep, OTPUMYE OCTYI 0 KOHTPOJBHUX TOUOK KpUBHX be3be, 110 BU3HAYAIOTH
KoHTYyp Tmida. [1lo6 BU3HAYMTH, YU 3HAXOAUTHCS IIKCEIb BCEpEeaMHI ab0 30BHI
iy, 00UHCITIOETHCS 1HACKC KOHTYpY BigHOCHO Touku (Winding number).

[HeKC BU3HAYAETHCS MUIAXOM MPOBEACHHA npoMeHio (puc. 1.16) Bix maHoi
TOUYKH J0 HECKIHYEHHOCTI (HampsMOK, He Ma€ 3HadeHHs). [lounHaroun 3 Hyss1, MU
BIJIHIMAEMO OJIMHUIIIO KOXXKHOTO pa3y, KOJM KOHTYp Iiida MepeTHUHAE MPOMiHb
crpaBa HajiBO ab0 3HU3Y Bropy. JlomaeMo OJUHUIIO KOXKEH pa3, KOJU KOHTYp
riida rnepeTuHae NPOMiHb y IPOTUICKHUX HaMpsIMKaX. SKIO oTpruMaHe 3HAaYSHHS

1HJIEKCY HE JOPIBHIOE HYJIIO, TO TOYKA JIKUTh BcepenuHi rimidy [8].

Pucynox 1.16 — BusznaueHHs iHAEKCY I TOUKH
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Jlns 3a6e3reueHHs] MPaKTUYHOCTI JTAaHOTO METOJy, HEOOXITHO 3MEHIIUTH
KUTBKICTh KpuBHX be3be, 3 SKUMH TPOMiHb MOXXE TMOTEHIIHO MEepPETHHATUCA.
Takum 9MHOM 3MEHIITYETHCS HE TUIBKH KUTBKICTh OOYHCIICHB, & W KIJTbKICTh JTaHHUX,
K1 HEOOX1JHO 3aBaHTAXXUTH NPH BUKOHAHI IIEHAepy Ha KOKHOMY Tikcemi. Jlis
0ro y crari [22] Oyno 3amponoHOBaHO BUKOPHCTOBYBAaTH TEKCTYpY, Iepila
JacTHHA fKOi 30epirae CiTKy Ha siky po30uBaethcs riid (puc. 1.17), a apyra
YacTHMHA BJIACHE MICTUTh KOHTPOJbHI TOYKM KpHUBHX. Y 4YaCTUHI 13 CITKOIO
30epiraeThCs MIMHOXKHHA KPUBUX, SIK1 IEPETUHAIOTh KOXKHY 11 KIITHHY, a caMe —

1HJIEKCH JIO KOHTPOJIbHUX TOYOK Y JAPYTii YaCTHHI.

Pucynok 1.17 — Citka, mo po30uBae KpuBi y KOHTypax [22]

[Tpu peaiizariii METOAy aBTOp 3HAMIIIOB Ta 3a3HAYUB TaKi HEJTOMIKHU [22]:

—  HEOOXiTHO MOBEPHYTHUCS 0 BUKOPUCTAHHS TEKCTYPHOTO aTjacy, KOJH
TEKCT JOCUTh MaJIWM TakK, IO OJWH MIKCEJIb OXOILIIOBAB OUIbIIE OAHIET KIIITUHU
CITKH, 1HAKIIIE€ CIIOCTEPIratoThCs €(hEeKTH allaCUHTYy;

—  MOXJIMBI HemepeadauyyBaHi BUMAJIKH, KOJIM B OJTHOMY MICIII MICTHUTBCS
3aHaTO 0araTo KpHUBHUX, TMEPENOBHIOYM MAaKCUMaJbHY KUIbKICTh KPHUBHX Ha
KJIITUHY CITKH.

Cxoxwuii MeTos1 0yJ10 BUukopuctano y 6iomotemni Glyphy [23] Bix Bimomoro
aBTopa Oi0mioTekn dopmyBanHs Tekcty Harfbuzz. Bin anpokcumye kpuBi besbe
KPYTrOBUMH JyramHu, MOMIIIA€ iX y TEKCTypH, 30epirae iHIEKCH 10 AyT y CITI, a
BIJICTaHb JI0 HUX OIIIHIOE Y MIKCETHHOMY IIeHaepi.

OnHak, TOJOBHOIO MPOOJIEMOIO, HE3aJEKHO BIJl METOJY 13 OOYMCICHHSIM
IHAEKCY Yd OOYMCIEHHSM BIJCTaHI, € TOXUOKH TOYHOCTI OKPYTJICHHS IIpH

BUKOHAHHI OOYMCIIEHb 13 BUKOPUCTAHHSIM 32-pO3pSIIHUX YHUCEN 13 IJIaBaIOUYOI0
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To4uKOr. [loXuOKM OKpyTJieHb TMPHU3BOAATH JO HENpaBWIbHOI Kiacudikaiii
po3TalllyBaHHS IMKCEJiB MO BIIHOIIEHHIO 0 KOHTYpy Tmida. Lle mposBiaseTbes y

BUTJIAII OKpeMuXx mikcenmiB (puc. 1.18) abo ix kmacrepis.

Pucynox 1.18 — ApredakTu pactepu3aliii uepe3 HeJOCTaTHIO TOYHICTh YHCEII 13

IIJIaBarO4Y0I0 TOYKOIO

JlaHi MOXWOKKM BHUHUKAIOTH 17 4ac OOYMCIICHHS KOPEHIB KBaJIPAaTHUYHOIO
PIBHSAHHS y KBaJpaTUYHMX KpUBUX be3be, Komu Jeski 13 KOe(IUIEHTIB
HAOMKYIOThCcs 0 Hynsa. Lledi Hemomik Oyno ycyHyto y pobGorti [12] Ta
pealti3oBaHo y 0i0ioTeli aBTopa i Ha3Boro Slug.

YucnoBa cridikicte 'y Slug  nmocsraetbes  muiaxoMm  Kiacuikariii
KOHTPOJILHUX TOYOK KOXKHOI KpuBOi be3be, m00 po30uTH 6e3:114 BCIX MOKIIMBHX
KBaJpaTUYHUX KpuBHX be3be Ha BiciM KiaciB ekBiBajieHTHOCTI (puc. 1.19).
HeBenuka Tabnuiig NBITKOBUX 3HAYEHb Yy HICHIEpl BU3HAYAE, YA MOXKYTh KOPEHI
piBHSHHS KpuBOi be3be 3MIHIOBATH 1HAEKC KOHTYPY BIIHOCHO TOYKH y TEBHOMY

nikcemi [12]. Ile#t meTon 3amarenToBano y CIIA.
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Pucynok 1.19 — Knacudikaitis KpuBUX BiIHOCHO MpoMiHHs [12]

HaiiBaxxnmuBimuM (GakTopoM IIBHIKOI y MeToAax 13 Oe3locepeiHiM
BUKOPUCTaHHSAM PIBHSIHb KPUBHX € KUIbKICTh KpUBUX be3be, 0 CKIaIatoTh KOXKEH
rimid. Jlani Metoau cnuparoThesi HA PO30OUTTA KpuBUX y CiTKY (puc. 1.17), ogHak,
npu MacmTaOyBaHHI 13 30UIBIICHHSM Ha BECh €KpaH Taki Tiidu moTpeOyroTh
Olbllle Yacy Ha pacTepu3allilo 4yepe3 Te, 10 JOBOJUTHCS OO0paxoByBaTH Oarato
KPUBHX, Kl yCl 3HAXOASTHhCS B OJHIN KIITHHI, sIKa MOKPUBAE YBECh €KpaH. Y
posrsiHyTOMY Thidi Ha pucyHKy 1.20 i3 mpudty Royal ueit yac y 4 pa3u Ginbiie
npu 30UIbIIIECHH] (Ha IacTs, el HeOIIK MaliKe He MOMITHO Ha MPOCTUX mpudTax
sk Arial).

Po3poOHMK ~ MOXE  KOHTPOJIOBaTH,  SIKOi  CKJAQAHOCTI  MIPUPT
BUKOPHCTOBYETHCS, aJI€ HE TIOJIOKEHHSI KOPUCTYBaya BITHOCHO TeKCcTy y 3D clieHi,
0 3MYIIyE PO3pOOHMKA POOWTH TPUMYIICHHS MPO HAWMMOBIPHIMIANA PO3MIp

TCKCTY Ta OHTI/IMiBy'BaTI/I HAaITIOBHCHHA CLICHU Bi}lHOCHO HBOTO.

A [

Pucynok 1.20 — IBuakomis merony Slug mpu 30ibIIeH] HAa BECh €KpaH

Slug version 6.4
NVIDIA GeForce GTX 1050 Ti
Resolution: 1920 = 1080
GPU Time: 5.938 ms
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biomioreka Slug no3sonse nogatu eekTH 10 TEKCTY, OJHAK, AYOIIO€ s
11boro reomeTpiro riaidiB. s epexty oOBeieHHS HEOOX1THO 3aBYaCHO BKa3aTH 11e
npu IMOOPTYBaHHI MIPUQTY, MO MPU3BOAUTH A0 MOABOEHHS PO3MIPY JAaHUX 13
3unTaHuX TidiB. Takox HETOIIKOM € HEMOKJIIMBICTh BUKOPUCTAHHS M SKO1 TiHI 13
il TUIaBHUM 3HUKHEHHSM Ta PO3MIpoM OUIBIIMM HIX caMm riid. Y camiit po6oTi
[12] 3a3Ha4aeThCs, MO 1€ MOKHA 3pOOUTH MOIU(IKYBaBIIN KO MIEHAEpyY, ajle y
010moTel po3po0IeHI aBTOPOM TaKOi MOXKIIMBOCTI HEMAE.

biomiorexka Slug BBakaeTbcs HAMOCTAHHIIIUM JOCSITHEHHSIM B 00JaCTi
pacrepuzarii mpudTtie Ha GPU. Ha 1i BeOCTOpIHII € CIUCOK BiJIOMHX KOMIIaHIM,
IrpoBUX CTyHiil, sikumMu Oyio mpumbano minensii: UDbisoft, Zenimax Online,

Blizzard, id Software, Activision, Adobe, Wargaming Torio.

1.3.5 IlopiBHsIHHS MeTOAIB

VY¢i po3rasiHyTI METOJIM MAKOTh SIK CUJIBHI TakK 1 C1aOKl CTOPOHH.

I3 ormsimy MeToniB MOKeMO MOOAaYyuTH, MO PACTPYBAHHS BUKOHYETHCA Y
nBa kpoku. [Ipu mosBi rmidy Ha ekpani y nepmmii pa3, Ha CPU BinOyBaeThcs iioro
MIJTOTOBKA 13 BEKTOPHOTO TIPEJICTABIICHHS Yy JI€AKEe 1HIIE ONTUMI30BaHE
MpeACTaBlICHHs, sike Oyae BukopuctoByBaTucs Merogom Ha GPU. Kpox
MiATOTOBKM BHUKOHYETHCS OJMH pa3 Ta KEIMIyeEThCS, a KPOK pacTtepu3arlii
BUKOHYETHCS KOKHOTO (Pppeiimy. Tomy HOIITBEHO BiAJaTH NEpeBary MeTojam, 1o
MIBU/IIIE BUKOHYIOThCS Y pparmeHTHOMY mieiaepi Ha GPU.

[likaBUMH BJIACTUBOCTSIMH JIJI1 TOPIBHAHHS € IIBHJKICTH KPOKY
nigroroBkun Ha CPU, mBuakicts pacrepuzanii wa GPU, um BinOyBaerbes
BIITBOPEHHSI TJiy 13 aOCONIOTHOI TOYHICTIO MPSAMO 13 pIBHSHb KPHUBHX,
MOMYJISIPHICTE METOAY Cepel ICHYIOUMX 3aCTOCYHKIB, ITPOBHX PYIIiB, TOJOBHI
HEJIOJIIKM HasiBHI y METO/dl, YM BIUIbHUM METOA JJii BUKOPUCTAHHS, SKICTh
aHTUAJIIACUHTY, JIETKICTh CTBOPEHHS T0AATKOBUX €(eKTiB A0 TeKCTy. Jleski 13 nux

BJIACTUBOCTEHN METO/11B HaBeieHo y Tabmui 1.1.
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Tabmug 1.1 — [lopiBHSHHS METOJIIB pacTepu3allii KpUBUX Ha rpadiqyHOMY

IIPUCTPOI
Bignocna | PactpyBan- Hogy- R [Taren-
Ha3Ba meTomy | mBHAK. | HS MPSMO 3 | JIIPHICTH : TH
(GPU) | kpusux HEAOMIR (CIIIA)
[Tonepennbo- 1.0 | Hi + Vi1 HegomKu -
pacTpoBaHi pacTpoBHUX
rmdu 300paKeHb
SDF 1.2 | Hi +++ KyTtu koHTYypiB —
CTaIOTh
OKPYTJICHUMHU
mSDF 1.6 | Hi ++ MoxuBi —
apredaktu y
TOHKHX
KOHTYPIB
Loop-Blinn 2.0 | Tak [ToTpebye 1o 2026
r€OMETPUYHE CKJIQJHUM KpoK | (KyO1uHi
pEeACTaBICHHS TPlaHT YIS KpHBI)
Kokojima 2.0 | Tax [ToTpebye —
Oydep Oydep
Tpadapety Tpadapety
Dobbie 32.0 | Tak Yucioso —
HECTINKUMA
Slug 14.0 | Tak + BincyTHicTh 1o 2038
M’ SIKUX TiHEH

B pesynbrati nmopiBHsHHA Oyno ob6pano TekcTypHuit MSDF wmeton. Llei

METOJ MaiXe He TOCTYMAEThCSA Y IMIBHAKOCTI 3BHYAMHOMY atrjacy IOMEpPeIHBO
pacTpoBaHux TriidiB, aumie Tpeba TPUAUIATA yBary po3Mipy TMojis mob He
BTPAaTUTH TOHKI KOHTYypH. BUKOpHCTOBYIOUM JBa TPHUKYTHUKHA MOXHA OTPUMATH
yci OaxkaH1 edekTu TiHeH, 00BeJeHHS, pO3MUTTA Toio. JlaHuit MeTo Mae TapHUi

Ta  TOYHICTIO

rmidy, 10

HIATBEPKYETHCS HOTO TOMYJISIPHICTIO BUKOPUCTAHHA B ICHYIOUHMX amnapaTHO

KOMIIPOMIC ~ MDK  IIBHJKICTIO BIJITBOPCHHS

MIPUCKOPEHMX 3aCTOCYHKaX, siKi moAaoTh 3D crieHy y peaibHOMY Haci.
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1.4 BucHoBok 3a posaiziom 1

B nmanomy posmini Oyno omucaHO SIK TIeped pacTepu3allild TEKCTOBI
MPOTOHM, [0 MAIOTh OJIHAKOBHI HAOIp BIACTUBOCTEW (opMaTyBaHHS, MOIAIOTHCS
y pyuIiil opMyBaHHS TEKCTY, SIKHIM Hajiae nepenik riidis Ta ix mo3umii. OnucaHo
MIPOIIeC PaCTPyBaHHS Ta HEOOXITHICTh aHTHUAJIIACHHTY.

Busnaueno, mo rmdu y daitnax mpudrtiB ckiaagaroThCs 13 KOHTYPIB
yTBOPEHUX KpUBUMH be3pe mepmux TpboX MOpsAaKiB. BusHaueHo mpaBuia
3aIlIOBHEHOCTI KOHTYPIB.

Bbyno npoBeneHo oruisin MeTOJIB pacTepu3allii riaiiB: TEKCTYpHI METOIH,
FEOMETPUYHI METOIH, 13 0e3mocepeHiM BHUKOPHCTAHHSIM PIBHSIHb KpPHUBHX.

Buxonano ix mopiBHsiHO Ta 06pano metox MSDF.
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2 MATEPIAJIN 1 METOHN

[TinroToBunM KpokoM BiATBOpeHHs TiiiB 3a metonom SDF € omHOopaszoBe
CTBOPEHHSI BJIACHE CaMOTI'0 TMOJIsI TMCTAHIINA 31 3HAKOM Ta 30€pEeKEHHS Y TEKCTYpPY
Ha GPU.

3a3Buuail cTBOpeHHs mouisi BUKOHYeThes HAa CPU, 110 € y’ke mOBUIbHHUM.
Tak Hanpukiaax Qt HaBoauTh y crarti [17], mo mis ctBopenHs 50 moniB riidis
MO’Ke 3HamoouTHCs 25Mc, a 11e Ipu3Beae A0 BTpatu kaapy npu 60 FPS. Y takomy
BUIAJIKYy TMOTPIOHO 3HATH Hamepel ycl MOXIWBI Tiidu Ta 3TeHepyBaTH ix
3aBuacHo. Jlmsa mwporo Qt crBopmia yrmiity Distance Field Generator, sika
BUKOPHUCTOBYE TepeBaru TabiuuHoi cTpyktypu dopmary OpenType, moaudikye
daiin mpudTy 10721091 HOBY TAOIHIIIO 13 3T€HEPOBAHUMU TOJISIMU.

Opnnak, konu MU Oa)XaeMo J1aTU KOPHCTYBadyy MOKIIMBICTb BCTaHOBHUTH
BIacHUM mpudT, abo HEBIOMIN KUIHBKOCTI KOHKPETHUX TIi(iB U Bi10OpaKeHH1
piznomaniTHuX CJK iepormidis, moTpiOHa MIBUIKA TeHEpAaIlis MOJIB TUCTAHITIHN i

4aCc BUKOHAaHHA 3aCTOCYHKY.

2.1 Meton crBopenrst SDF na GPU

[IBuaKOi TeHeparii MoIiB MOXKHA JOCSTTH, CTBOPIOIOYH iX MPSIMO TaM Jie
BOHU OyayTh BUKOPHCTOBYBATHCS — Ha rpadiuHoMy mpouecopi. s mporo Oyne
BUKOpHCTOBYBaTucs mnapanenisMm GPU y pactepuzaiiii TpUKyTHUKIB ONMMCAHUHA Y
crarti [24].

CroyaTky CTBOpIO€ThCA KOHTYp riidy. s koxkHoi kpuBoi bespe y
KOHTYP1 CTBOPIOIOTHCS JIBa TPUKYTHUKH, 110 TIOBHICTIO MICTSTh 11 Ta CTOPOHU SKHX
BiJiaJICHl BiJl KiHIIIB KPHBOI Ta TOYOK E€KCTpeMyMiB (SKIIO Taki €) Ha 3aJaHHi
pajiyc CTBOPEHHS MOJis AMCTaHIii (puc. 2.1). Pe3ynpTaTroM BUKOHAHHS HICHaEPY €
HOpMaJIi30BaHa BIACTaHb J0 KPUBOi, iHTEepBai sKkoi: 0,5 — Touka JEKUTh NpsIMO Ha

kpuBiit Ta 0,0 — TOuka 1Mo3a paglycoM CTBOPEHHS MOJIs JUCTAHIIIH.
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color = 0.5
depth = 0.0
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()26,238)

Pucynok 2.1 — CTBOpeHHsI MOJIs IUCTAHIIHN 1151 OKPEMO1 KpUBOi Ta KIHIIEBUI

pe3yJIbTaT JJIs BCIX KOHTYPIB [24]

Sx MokHa 370TafaTHCS TOJSA CyMIKHUX KPHBHUX MEPEKPUBAIOTHCSA, TOMY
JIOAATKOBO Ieiaep 30epirae y Oydep riambOUHU TakKoX BiAcCTaHb. Y rpadiuHomy
KOHBEEP! BCTAHOBJIIOETHCA TECT INIMOMHM TakUM YUHOM, II00 cepex JBOX
JTUCTaHIA OyJlo OOpaHO HaWMeEHIy i3 HUX (Bi3yaJbHO OOHMPAETHCS OLTIIIHIA
M1KCEJIb).

3aBepiiaJbHUM KPOKOM € KOPWUTYBaHHS JUCTAHIINA, IO 3HAXOIATHCS
Bcepenuni ridy. s uporo y Oydepi Tpadapery 3amoBHIOIOTHCS MIKCENI, IO
JeXaTh BCepEeAUHI Ty BUKOPUCTOBYIOUM MOIU(DIKOBAHUN T€OMETPUYHUN METO/
[21] omucanmit y mimposmimi 1.3.3. Tlicis 4YOro CTBOPIOETBCS TEOMETPIs
NPIMOKYTHUKY, III0 TIOKPUBAa€ YaCTHUHY IIOJS AWCTAHINN, sKa MOXe OyTH
BcepeauHi rmidy (puc. 2.2). B mapamerpax KOHBeEpa BMHKAETHCSA TECT 13 Oydepom
Tpadapetry Ta BCTAHOBIIOETHCS (DYHKIIISI 3MIIIYBaHHSI KOJIBOPIB «OJUHUIISI MIHYC

3HAYEHHSI KOJIbOPY y Oydepi».

-

Pucynok 2.2 — CtBopenns Oydepy TpadapeTy Ta pe3ynbTar micis Horo

3acTtocyBaHHs [24]
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2.2 Moaudikanisi MmeToay ajsi ctrBopeHnss mSDF

Metox mSDF BukoHy€e neKoMIo3uIliio riidy y TpH KaHAIH TEKCTYPH.

ITix yac cTBOpeHHS MOJSA KOHTYPY ITidy, 10 JaHUX MPO PIBHIHHSA KPHUBOI,
mo Oyae BUKOpHUCTaHA IIEHIAEpOM, IOMAEThCs 1 Koiip. BekTop Kombopy
CKJIQ/Ia€ThCS 13 TPbOX KOMITOHEHTIB, 5IKi MOXKYTh OyTH TuUtbku (0 abo 1. Pesynbrar
nieiiepy Mo (iKy€eThCs IMIJITXOM MHOKEHHS BiJICTaHI Ha BEKTOP KOJBOPY.

Tax sik MM TOBMHHI MOPIBHIOBATH BIACTaHI Y KO)KHOMY KaHalll OKpEMO, TO
BUKOpPHUCTaHHA Oydepy TITUOMHM HE € MOXJIMBUM. 3aMiCTh IOTO y rpadgidyHOMY
KOHBEEP! BCTAHOBIIOETHCA (PYHKITiSI 3MIITYBaHHS KOJIbOPIB «MaKCUMAJIbHE» 13 HUX.

Kpok kopuryBaHHSI AMCTaHIIN 3amuiiaeTbest 0e3 3MiH. Bin mpocto Oyne
BUKOHYBATHCSI OJJHOYACHO HaJ TphOMa KaHajlamMu TekcTypu. Ha 1ipoMy MOMeEHTI
ctBopeHHsT MSDF € 3aBepumieHMM, aarOpUTM CTBOPEHHS 300paKEHO Ha

pPUCYHKY 2.3.

C Touatok )
v

Konrypu rmdy
BusHaueHHS KOJILOPIB CETMEHTIB O0’eqHaHHS HOJIIB
3a meTogoM MSDF KOKHOTO CeIrMEHTY
BusHayeHHa Mex oA I Kopexkris BiacTani as
KOYKHOT'O CErMEHTY HiKCcelNiB BeepeaeHi riidy
Po3paxyHok BiACTaH1 1O CErMEHTY 30epekeHHs y TeKCTypi
y KOXHOMY ITiKceJi Horo moJst Ha GPU

C Kiners )

Pucynok 2.3 — Anroput™m ctBopeHHst MSDF mosst ridy
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Y poGoti [15] TakoX YBOAMTHCS MOHATTS IICEBAO-AUCTAHINM, SKi
JI03BOJISIIOTh OTPUMATH €PEeKT 0OBEEHHS TEKCTY i3 TOCTPUMHU KyTaMH HE TIJIbKU
BHYTpIIIHIMH, a ¥ 30BHIIHIMH. CTBOpPEHHA TOJS TCEBAO-TUCTAHIIN HE €
000B’s13k0BUM y MeToai MSDF 11 nocarHeHHs rocTpuX KOHTYPIB BJIacHE CaMoTro
rmdy: «Ha TEpIIANA TOTJSAA MOXE 37aTHCS, IO Taka 3MiHa METPUKH BiJICTaHI
CHpHUsie 30epeKEHHIO TOCTPUX KYTiB, ayie e He Tak» [15]. dakTudHO Tak 3BaHi
IICEBAO-AMCTAHIII € KyTOBMM BHAOM CTHUKIB (puc. 2.4), a 3Buyaitnuii SDF —

oKpyrieHnM, y crienudikarii SVG [25].

W W W A

‘miter’ join ‘round’ join ‘bevel join ‘arcs’ join

Pucynok 2.4 — Bunu crukis ninHiit y SVG [25]

JUIst CTBOpEHHSI TICEBIO-MOJS TUCTAHLIA OKPEMOIO0 CErMEHTY HEOOXI1IHO
MOAM(IKyBaTH BU3HAYCHHS MOTO PO3MIpiB. AKIIO KiHElb 3’ €AHY€EThCA 13 1HIIOIO
KpuBOIO be3ne MiIaBHO, TO 3MiH HE MOTPeOyeThCs. SKINO KiHEIb YTBOPIOE 13
IHIIIOIO KPUBOIO KYT, TO 3aMiCTh 30UIBIIEHHS BIACTaHl Ha pajiyc, OOUPaEThCA

HalBignaneHina Toyka nepetuny (touku D ta E Ha puc. 2.5).

Pucynok 2.5 — BuznaueHHs Mex mosist st cermeHTy AB
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Pe3ynbraroM BUKOHaHHS LIEHIEPY Yy MeXaxX MPSMOKYTHUKY, € TICEBIO-
JTUCTaHIlsA 0 KpuBoi be3be, sika 30epiraetbes y Oydep kompopy. Y poborti [15]
OMHUCYETHCA, IO SKIIO BiJCTaHI OJHAKOBI, TO MM TOBUHHI TMOPIBHATH iX
OpTOTOHAIBHICTh. Tak sk Oydep MMOWHM 30epirac oaHEe 3HAYCHHS, HEOOXITHO
3HAWTH NUISIX 30€pEeKEeHHS ABOX 3HaU€Hb — BIJICTaHI Ta OPTOTOHAJIBHOCTI, a TAKOXK
ix mopiBHsHHA. lle MOkHA 3pOOMTH HUIAXOM BiJIBEJEHHS KOXKHOMY 3HAUEHHIO
nosioBuHy OiTiB Oydepa rmubOunu. Crapuii OiTH ISl BiCTaHi, a MOJOJIII JJist
OpPTOTOHAJIBHOCTI. TakuM YHMHOM, KOJIU cTapiii 6iTh OyIyTh OJHAKOBI, TO MOJIOATII
MaTUMYTh BIUTUB 1 Oy/ie BUKOHAHO MTPaBUJILHUIN BUOIp MCEBI0-TUCTAHIII.

Axmo mu OakaeMoO CTBOPUTH TOJIe TICeBAO-aucTaHIii 1t MSDF, To
HEOOXITHO BHUKOHYBATH MOPIBHSHHSA OKPEMO /I KOXXHOro KaHaiy. Ha »xanb,
XUTPICTh 13 BCTAHOBJICHHSAM (DYHKIIIT 3MIIIyBaHHS KOJBOPIB «MAKCUMAJIbHE» — HE
MOXJIMBa. JloBeneThCs BHWKOHYBaTH IIE€HAEp CTBOPEHHS KOHTYpIB TpwHUl,
ouuIiyoun Oydep MHUOUMHU MK BUKOHAHHSIMU. MOXKIIMBO KpaIllUM PIIIEHHSAM €
CTBOPEHHSI AJIbTEPHATUBHOTO METOJTY, SIKUW O BUKOPHUCTOBYBAB OOUYMCIIOBAILHUMN

THII LIEUJIEPY.

2.3 BucHoBoOK 3a po3aijiom 2

B nanomy posznaini 6ys0 onucaHo NpUYUHA HEOOX1THOCTI cTBOpeHHss MSDF
Ha GPU Taxi sx gat KOpUCTyBady MOKIIMBICTh BUKOPUCTAHHSI BIACHUX IMIPUQTIB,
nuHamiyaui atnmac MSDF, sgxuii kemrye mojis aucTaHIid TiidiB 3a yacoM iX
OCTaHHBOT'O BUKOPUCTAHHS.

byno onucano wmeron ctBopenHs SDF wa GPU, Bukonano #oro
Moaudikamito ams crBopeHHs MSDF, skxa Oyae peanizoBaHa y JaHiid poOOTI.

Tako 0yJi0 3aIPOIMOHOBAHO METO/T JJIsl CTBOPEHHS MOJIiB MCEBA0-AUCTAHITIH.
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3 PO3POBKA APXITEKTYPH ITPOI'PAMU

3.1 Bubip MoBH nporpamMyBaHHA

JIyisi anmapaTHO MPUCKOPEHUX 3aCTOCYHKIB, 1[0 BUKOHYIOTH mojaHHs 3D-
CICHH Yy peaJbHOMYy dYacl Ba)JIMBO HE JOMyCKAaTH NPOMYyCKYy KaapiB. MoBu
porpamMyBaHHS 13 aBTOMATUYHUM YTPABIIHHAM NaM’SITTIO 3aBXAU OyIyTh MaTu
HEJOJIK HEJEeTEPMIHOBAHOCTI 30Mpaya cMITTA. ToMy AJisi CTBOPEHHSI 3aCTOCYHKY
OyZe BHUKOPHUCTAHO MOBY 13 PYYHHM YIPaBIIHHAM IaM STTIO, 1HAKIIE KaXy4H
MOBY CUCTEMHOT'O IporpamMmyBaHHs. I3 Takux MoB Oyze posrisiayTo C/C++, Rust ta
Zig.

Mogsu C ta C++ iCHYIOTH JOBrO, IOCTYIIOBO €BOJIOIIOHYIOThH BiJIMOBITHO
no cydacHux notped. Buxignuit kon C cymicHmii i3 C++, a ToMy ocTaHHIN
YHACJIi1yBaB 1 BEJIMKY KUIBKICTh IMIJIBOJHUX KAMEHIB, SKI OYIKYIOTb Ha KOXXHOMY
kpori. Yacro MokHa mouyTu BucHiB npo C++, mo MoBa Ta ii cnenudikaiis
HACTIJIbKM BEJIMKA, IO HACOpaBAl HIXTO HE 3HA€ 1i MOBHICTIO, HaBITh YJICHU
KoMiTeTy ctanmapTu3aiii C++. Jleski i3 HeI0JIIKIB MOBH Ta IHCTpyMeHTIB [26]:

—  icHye Oarato BapiaHTiB kommiistopiB s C/C++ Ta 1HCTPYMEHTIB
301pKH TIPOEKTY, 0 POOUTH 0OOB’SI3KOBUM IX aHaIi3 Ta BUOIp I1I€ 10 HaNMHCaHHS
HEePIIUX CTPOK KOJY;

—  BOHA BUKOPHCTOBYETHCS HACTUIBKK PI3HOMAHITHO, 1110 B Hilf HabaraTo
OublIe PO3APOOJEHOCTI CHUIBHOTH PO3POOHHUKIB, CTHIIIO KOIY, HIXK B IHIIUX
MOBax;

—  MOBa JOBrO ICHY€ 1 HaMaraerbcsi OYTH MaKCUMaJbHO CYMICHOKO 3
MOTIEPETHIMUA BEPCISIMU, Ma€ (PYHKIIIT Ta MOKIIUBOCTI, SIKUX CJIiJl yHUKATH;

—  KOMIUIATOPU MaroTh 0araTo OIMLIN, ajieé 3HaYeHHs 3a 3aMOBUYBAHHSIM
HE Jy>Ke TapHi, HAMpUKIaJ HEoOXIJTHO BCTAHOBJIOBATU OMIli JJii OTPUMAaHHS
O11BII01 KIJIBKOCTI MOIIEPEIKCHbD,

—  apudMeTUyHI omeparlii MiANOPSIIKOBYIOThCS 0araTboM HEOYEBUIHUM
npaBuiaM, SKi MOXKYTh JaBaTH HECHOJIBaHI a00 HEMEePEHOCUMI pe3yJbTaTh MIXK

miaThopMamu;
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—  CHCTE€Ma MAaKpOCiB Ta MOPSAJIOK MiAKIIOUCHHS 3arojoBHUX (ailiiiB
MOKYTb MIPU3BECTH JI0 HEOUIKYBaHUX IMOMUJIOK, PE3yJIbTaTiB BUKOHAHHS;

—  HE3pyYHa KOHIIEMIliS BHU3HAYCHHS Ta OTOJIOIICHHS THIIIB BHMarae
JTyOJIFOBaHHS KOy, OUIBIIOT KUTBKOCTI (paiiiiB Ta HaBiraIi Mi>k HUMH;

—  KOMIIUIATOPU BHUBOAATH BaXKKO 3PO3yMiNl MOBIAOMJICHHS  JUIS
MTOMHJIOK, IIT0 BUKOPHCTOBYIOTH IIA0JIOHHU;

—  C++ mae crangapTHy 010J110TEKy, SIKY Ba)KKy YMTATH TPH BiAJIajlli
KOAY.

3 iHmIoro OOKy, 3a JOBTMM Yac CTBOpPEHA BEJIMKA KIJIbKICTh O10I10TEK IS
PI3HUX CTPYKTYp JaHHX 1 HE TUIbKU. BUKopucTaHHS 3aroioBHUX (DaiisiiB J03BOJISIE
KOMIUISTOPY POOUTH JIETKE po3napayiesIFOBaHHs KOMIUIALIL aX J0 KPOKY 301pKH Yy
BUKOHABUMM ¢aiii. [lIBuaka KOMIIAIS 103BOIsiE pOOUTH OUIBIIE iTEpalliii TECTIB
Ta €KCIIEPUMEHTIB Y KOJI.

MoBa Rust ¢okycyerbcsi Ha Oe3mneuHiii poOOTI 13 mam’arTtio. Martu
BIIEBHEHICTH Y BIJICYTHOCTI IOMIJIOK Y€pe3 poOOTY 13 mam’sITTIO 4yJ0BO, aJie SKIIO
ne mnoTpedye TepenucyBaTH TMpOrpaMy [JIsl  3aJ0BOJIGHHS TIEPEBIPOK Y
KOMITUIATOP1, TMPU3BOJUTH JO HeOa)KaHOTO YHOBIILHCHHS BUKOHAHHS, TO Taka
JIOTIOMOTa  BiJI KOMIIUJISITOpA BXE€ HE € Takow MpuBadianBor. OKpiM 1LbOTO,
NEPEeBIPKU 3aBaXKArOTh POOMTH LIBMJIKI 1Tepallii HaJ YOPHOBHM BapiaHTOM KOAY.
3actocyHkaMm, MmO mnojawTh 3D-clieHy y peanbHOMY dYacli BaKIIMBIIIE camMme
HIBUKICTh, B HUX HEMA€E KPUTUYHOI JIOTIKH SIK HA CEPBEPI.

B3aemomisi 13 30BHIINIHIM  «HEOE3MEYHUM» CBITOM 13 HYJIHOBUMHU
MOKXXYMKAMH, IHTEPNPETyBaHHAM TMaM sTI  TOMIO, BIIOYBA€ThCS  uepes
IHKAICYJISIII0 TAKOrO KOJAY B CIELIaJbHUX «HeOe3neyHux Osokax». OYiKyeThes,
0 TaKOTO KONy y MPOeKTI Oyae HEeBeTWKa KUIbKICTh, JIETKO MPOBECTH HOTO
tectyBaHHs. MoBa Rust Bimxoauts Bim ctuimto OOII sk B C++, HaTOMIiCTh Mae
KOHLIETILIII0 TPEWTIB, IO CXOXI Ha iHTepdelicu, Halae MepeBary KOMIIO3MUIIi
CTPYKTYP 3aMICTh HaCJli{yBaHHS.

[rmn segomiku moBu Rust:
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—  KOJ B&XKWUW JUIsi YUTAHHS 4Yepe3 BEJUKY KUIbKICTh MyHKTyalii y
CUHTAaKCHC1 MOBH;

—  craHjgapTHa 0i0mioTeka, sKa HE JI03BOJISIE BUKOPHUCTOBYBATH BIACHI
aJIOKaTOPH MaMm’sITI Ta BUKJIWKA€E MaHIYHI cUTyallii 06e3 aJbTepHAaTHUBHOTO CIOCO0Y
ix 00poOKH;

—  3aHAATO arpecuBHA CIJIBHOTA Ta PyX Yy MEPENUCYBaHHI 1CHYIOYOTO
koxy [27];

—  [OBLIbHA KOMITUIALS.

SIkmo Rust Ha3zuBaroTh cydacHoro 3amiHot0 C++, To Zig Mae Ha METi CTaTH
cydacauMm C. Zig He Ma€ aBTOMAaTUYHOTO YIPABIIHHS MaM’SITTIO Ta OC3MeKU 5K Y
Rust, anme Bumpapmsie Oarato HemonikiB mnpucytHix y C/C++. CranpmaptHa
010710TeKa MOBU Mae (OKYC Ha KOHTPOJI aJIOKATOPIB JJisi CTPYKTYP JAHHX, IO
noTpeOyIOTh BUJUICHHS AMHAMIYHOI mam’ati. HajgaeTbcs roToBuit ajmokatop s
BIIJTAaTO/DKCHHS,  SIKWA ~ BHSIBSIE  TIOMUJIKH — THIY  «BHKOPHUCTAHHS-TIICIISI-
BUBUILHEHHS» Ta «IOBTOPHE-BUBUIbHEHHS». BiH aBTOMaTHYHO JPYKye€ MICIA
BUTOKIB IaM’sITl y KOMaHIHHUH psgok [28].

Komminarop Moxke cTBoptoBatu (iHambHI 30IpKM Yy JBOX peXUMAaX:
mBUAKOMY Ta Oe3nedyHoMy. Ilpu OesneyHOMYy pexuMi KOMIIUIATOP J0Ja€
NEPEBIPKH OCTYIy y MEXKax MAacHBY, a TAaKOXX HE JOIyCKae: JUICHHS Ha HYJb,
apuMeTH4Hi 1ii 13 TEPENOBHEHHSIM, CIIPOOU JAOCTYIY /10 3HAYEHHS 32 HYJIHOBUM
BKa31BHUKOM TOIIIO.

Zig HaMaraeThcsi OyTH MaKCUMAaJIbHO TIPOCTUM: BiJICYTHI KOHCTPYKTOPH Ta
JNECTPYKTOpH  (BIACYTHIM  TPUXOBAaHWW  TOTIK  BUKOHAHHSA),  BIJCYyTHE
NEepPEeBAaHTAXKEHHS OMNepaTopiB, Hemae iHTepQeHCIiB Ta HACIIAyBaHHsS, MaKpOCIB.
Boanodac nmomaHi KOHIIENTH, SIKI pOOJSTH KOJ MEHIMUM 1 OE3MEYHININM: THII
JAaHUX JJs 3pi3y MacuBy, OOpoOKa TOMWIOK y BHUIJISIII IEepepaxyBaHb, HE
000B’si3koBUM TUN JaaHuX. Kommimsarop Zig Bke Maibke Mae 3aBepllcHY
IHKPEMEHTAJIbHY KOMIIUJIAIII0 Ta 3B A3yBaHHS, fKa JO3BOJUTH IMiJIBUIIUTH

MPOIYKTUBHICTh PO3POOKH Y BEIUKUX MPOCKTAX.
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Henonikamu Zig y IOTOYHOMY CTaHi € BiACYTHICTH O(ILiIIHOrO MeHemKepa
3aJICKHOCTEH (IJIaHY€EThCS T0AAaTH), MOXKJIMBI 3MIHH y CHHTaKcHCi MOBH ((iHabHA
Bepcis TuaHyeThesl He panime 2024), BiACYTHICTH iHTEepecy 3 OOKY BEIHKHX
KoMmImaHiil (3ocepemkeni Ha RUSt), moMuiIku y camiii peanizamii koMoiisgropy. Y

tabnuii 3.1 HaBe1eHO MOPIBHSAHHS MOB.

Tabnuusg 3.1 — [lopiBHSHHS MOB IPOrpaMyBaHHs

) ) [Tony- IToBizom- .
[IIBuakicTs | YmpaBiaiHHA .y a [ ommoBHUM
Moga : o JIAPHICTb, JICHHS, i
ITepaiii | 3QIEKHOCTAMH | .. . } HEJIOJIK
010JI0TEKH | BlAjIaaKa
C/C++ ++ | + +++ + Criaamuna
CYMICHOCTI
KOy
Rust + | +++ ++ +++ Kpyra kpuBa
HaBYaHHS
Zig +++ | ++ + ++ He Bumye-
HO CTaOLIb-
HO1 Bepcil

Jliiss po3po0Ir0BaHOTO 3aCTOCYHKY Oyji0 ob6paHo MoBy Zig. [N'omoBHHMHU
OpUYMHAMHU [ 4Oro € KpyTa KpuBa HaBuaHHs y RuUSt, skxa Ha mnodarky
NPU3BOAMTH 10 OOPOTHOU Ta 33J0BOJICHHsI BUMOT camoro kommiisaropy. C/C++ He
NIIXOJATh Yepe3 CBOK CHAAIIMHY CYMICHOCTI, TEXHIYHMX OOpriB, MiJBOJAHHMX

KaMEHIB.

3.2 Bubip rpadgiunoro API

s B3aemonii 13 GPU HeoOxinHo BukopuctoByBaTu Tpadiune AP, ske
Hagaetbesi OC Ta peani3yeTbCsi y BimeoipaiiBepi. AJbTEPHATUBHO MO>KHA
BUKOPHUCTOBYBAaTU O10J10TEKH, 110 HAJAOTh €AUHY aOCTpPaKIlii0 HaJ JEKUIbKOMa
API.

Bararo pokie equaumu rpadivaumu APl 6y Direct3D (1o Bepcii 12) ta
OpenGL (ta pi3Hi #oro mnigMHOXxwHHU). [lani iHTepdelicn Oyim 3py4Hi 10

BUKOPHWCTAHHS, aJie yCs CKJIaIHICTh ToKIananack Ha apaisep. Cyuacuni GPU myxe
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IIBUJIKI, ajleé 3MIHA CTaHy TpaiyHOTO KOHBEEPY IUISIXOM BHKJIWKY BEIUKOI
KUTBKOCTI OKpeMUX (PYHKIIIN MPU3BOAUTH 110 3aBaHTaxkeHOocTI CPU, ane He moBHOI
Ha GPU. Takum umHOM 3’sBriiock HOBe mokomiHHS Tpadiuamx APl Vulkan,
Metal, Direct3D12. Jlani inTepdeiicn HaOIMKEHI 0 TOro, IO BiOyBa€eThcs Ha
anapatHoMmy piBai y GPU, 3HmxkyoTe posmip npaiiBepy. OpHak IiHa, sKa
IJIATUTHCS 3 111 TIEpeBary, MoJIsArae B TOMY, IO JOBOJIUTHCS MPAIIOBATH 31 3HAYHO
ckiagHimmM API, ¢hakTHUdHO JI0TiKA 13 JpaiiBepy NepekiIaaaeTbesi Ha po3pOoOHUKIB
3acTOCYHKIB [29].

BukoHaHHS BiJIarO/DKCHHS KOAY Y WIeHaepl € CKIagHUM, aHAJIOTidHO
0araTonoTOYHUM 3acTOCYHKaM. HallmpumiTUBHIIIUN crociO0 — BUBIJ 3HAYCHHS Y
KOMaHIHUN psanok, He moctymanid Ha GPU. ToMy gacTo 3aCTOCOBYETBCS CIOCIO
KOJIyBaHHS KOJIbOPOM Pe3yJibTaTiB. BUKOHATH OTJIsA] BUKOPUCTOBYBAHUX PECYPCIB
meiaepoM, Tepelik KOMaH[ BiIMATIOBaHHS Ta IMapaMeTpu TpadiqHOTO KOHBEEPY
MoxkHa y mporpamax RenderDoc (puc. 3.1), NVIDIA Nsight Graphics, PIX on
Windows. Ha sxanb, BUKOPUCTATH Il IHCTPYMEHTH i3 Opay3epoM HE MOXKJIHBO,
gepe3 0coOIMBOCTI O€3MeKH OCTaHHIX, 130JIA111T Mpoliecy ApaiBepa, BiAMaTIOBaHHS

CIIEHU Yy To3aekpaHHuil Oydep.

B BasicTest 2022.11.30.12.30_capture.rdc - RenderDoc v1 23

Ele_Window Tools Help
Timeline - Capture. X

Usage for Swapchain Image 36: Reads (A), Writes (A), Read/rite (AA), and Clears (A)
A

<

E3

[ ppcine st % | wesh vewer X | EX Texture viewer X | Resource Inspector X | Launch Appcaton. X [ loalrost -Baserest 1o 16304 X |
[cemscfpen____J[RI[E]lE] » © stresurcewplo 0 fscerace| [ sevons B 1) s 88 o 2 |
[z0om 11 [Ere Jore ] 8 |[ovrrfmatren [ o0 I sVl

I cur Output0 - Swapchain Image 36 nputs Joutouts 1

contos| o= = |88 © T @ B &
Tt 2 setwngs arep

&) * Colour Pass #1 (1 Targets) L2|
)

5 FirishCommandist( Command List 859 ¢ )
18 End of Capture

e [Erent
>4 RSsetviewports({ { 0.00, 0.00, 1280.00, 720.

>s RSSetsdssors({ {0, 0, 1280, 720} 3)

>s IAsetinputLayout( Input Layout 555 )

>7 RSsetstate ( Rasterizer State 5267 )

>s OMSetBlendstats (Bland State 5367, { 100, 1

>o OMSetDepthstencistate( Depth- Stendil State |

> IASetPriitveTopology (3D _PRIMITIVE _TOPO.

>t VSSetShader (Vertex Shader 497 )

> PSSetShader(Pixel Shader 50 &)

>z 1ASetVertexBuffers(0, { Buffer 517 })
ST

A& |swapchain Image 36 - 1280720 1 mips - RsGeBaas_unor MM Hover - 7, 3 (0.0055, 0.0042) -
.ee s eoe ight click to pick a pixel

i) Replay Contexts Locsl < BasicTest_2022,11,30_12,30_capture.rdc loaded. No problems detected.

Pucynok 3.1 — Bignanka kaapy y RenderDoc [30]



42

VY rtabmumi 3.2 naBeneHo API, ski goctymHl Ha pi3HHX Iuiatdopmax, ixX

MOBH III€HJIepIB, JIETKICTh BHUKOPHUCTaHHS Ta TE€ HACKUIBKM BOHHM THYYKI,

JI03BOJISIIOTh BUKOPUCTATH yC1 MOKIMBOCTI cydacHnx GPU.

Tabmuis 3.2 — IopiBusinus rpadiuaux API

API Mosga [Tnardopma JlerkicThb MosarBOCTI
mieiiepin BUKOPHCT. GPU
OpenGL GLSL Android, ++++ ++
Vulkan '—i'f‘ux' + ot
Windows
Metal MSL macOS, i0S | +++ +++
Direct3D11 HLSL Windows ++++ ++
Direct3D12 ++ ++++
WebGL2 GLSL Bpaysep ++++ +
WebGPU WGSL +++ +++

s po3pooku Oynme Bukopuctano APl WebGPU, skxe nmocrymue y
Opaysepax. lane APl 6ys0 po3pobiieHo 3 Hynis Ha 3aminy WebGL ta Mae Ha meTi
BUKOPUCTOBYBAaTM HOBE TOKONIHHS TIpaiuHUX 1HTEpdeiciB Ha KOXHIA 13
wiatdopm miarpumyBanux opaysepom. WebGPU y nopisasani 3 WebGL Bupirirye
npoOJeMu  JOpOroro BUKIMKY KOMaHJ BIJIMQJIIOBAaHHA Ta  BIJICYTHICTb
o0uKcITIoBaIbHUX Mmeiaepis [31].

WebGPU 6yso o6paHo yepes Te, 1110 BOHO!

—  Mae 1HTepdeic, SKUW JO3BOJISIE Kpallle PO3YMITH SIK MPaLIOITh
cyuacHi GPU,

— € a0CTpakIi€ro, sgKa HAJa€ JOCTYM JIMIIE K TUM MOMJIMBOCTSIM, IO
cymicH1 Mixk poctynHumu APl Ha pi3nux mnatdopmax;

—  3BUIBHSE BiJ HAMWCAaHHA BEIUKOI KUIBKOCTI OJHOTHUITHOTO KOIy Y
HOBOMY TMOKOMiHHI Tpadiuaux API.

Tak sk nanuii iHTepderc ToCTynmHUM auiie y Opays3epi, TO 3aCTOCYHOK Ha

MoBi Zig Oyme ckomminboBaHo y wmoayias WebAssembly. Moayas Oyae
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nigkiaroueHo Ha BeOcTopinky. WebAssembly (WASM) — ne asitikoBuii opmar
THCTPYKIIM N1 CTEKOBOi BipTyasibHOI MammHM [32]. BiH Hajgae KOMIIpOMIC MIXK
MIBUIKICTIO Ta OE3MEeK0I0 BUKOHAHHS HEBIJOMOTO KOy, MATPUMKOI JTEKIIBKOX
apxiTektyp y Opaysepi. IlIBuake BHKOHAaHHS JOCSTAETHCS IIITXOM PSIIy

MIPUIYIIEHB MI0JI0 CepeIoBUIa BUKOHAHHS Ta cydacHnx CPU apxitekTyp.

3.3 Onuc apxiTeKTypH 3aCTOCYHKY

3acTOCYHOK MTOBMHEH BMITH IPAIfOBATH 13 (aiaaMu mpuQTiB HalaBaHUMHU
KOpUCTyBaueM, cTBoptoBatu Ta kemryBatd MSDF rnidu min yac BUKOHAHHS,
BUKOPUCTOBYBAaTH pyIWId (opMyBaHHS TEKCTy JUIsl MO3ULIIOBAaHHSA DB,
HajaBaTu 1HTepdeiic Ui 3MIHM TEKCTy Ta MOoro BiIacTuBOCTed odopmienHs. Ha

puc. 3.2 300paxxeHo (PyHKITIOHATBHHUA PO3IMOALT Mi>)K KOMITOHEHTaAMMU.

i
| |
| |
! V
KOHTpOJIb [TOaHHS OOpobOKka TEKCTOBUX .
6’ cKTi IaTepdetic BBeneHs
CLICHU 00’ €KTIB
I I
| |
r-r---"--""""""—"=-—"=—"=—"——= r———-
: |
|
v |
V
Pyumnit popmyBanHus C
TBOPSHHS T
TEKCTY ope ra
KelryBaHHs TTi(iB

CouikyBaHHS 13 Po6ota 13 daitnamu
rpadiuaum API mpudTiB

Pucynok 3.2 — ®yHKIIIOHATLHUIN PO3MOJILUT MK KOMITIOHEHTAMHU
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Knmacuyaum  migxomoM g0 opraHizamii  Koay OO’€KTIB CIIEHH €
HACJIyBaHHS KJaciB. YCi 00’€KTH HACIIAYIOTh KJac, 10 BU3HAYA€ BIPTYaJlbHUN
meton Update. Y romoBHOMY HHKII 3aCTOCYHKY BUKOHYETBCS IX iTeparis Ta
BUKJIMK I[LOTO MEPEBAHTAXKEHOTO METO/Yy Ha KOKHOMY 13 HUX. [HIIMM 11abioHOM
POEKTyBaHH, sskui HaOyBae monyssipaocTi € ECS (Entity-Component-System).

ECS ckmamaerbcs 13 po3yMiHHA #oro Tppox ckiagoBux. CyTHOCTI B
OCHOBHOMY BUKOPHUCTOBYIOTHCS JUIsl HaJlaHHS YHIKQJIbHOTO 1JIeHTU(]iIKaTopa, €
CBOEPIAHUM KOPEHEBUM O00’€KTOM, SIKUH 00’€qHye B c00l Habip KOMIIOHEHTIB.
KomnoHeHTH — 11€ He 1110 1HIIIe, SK 00’ €KTH-KOHTEHHEPH, K1 HE BOJIOJIFOThH HISIKOIO
ckiagHow Jorikoro. B imeanmi me mpocti o0’ektu ganux (POD). Koxen tun
KOMIIOHEHTa MOK€ OyTH NpHUEIHAHUW JO CYTHOCTI, II00 3a0€3MeUnuTH NEBHY
BJIacTUBICTb. CHCTEMHM € «3aKpUTUMHU cepefoBUIlaMu». To0To, BOHM HE
BOJIOMIIIOTH H1 00’ €KTaMu, HI KOMIIOHEHTaMH. JloCTy 10 HUX 31HCHIOETHCS Yepe3
HEe3aJIekKHl 00’ €KTU-MEHEIDKEPH, $AKI, B CBOIO 4YEpry, OIIKYIOThCS KUTTEBUM
IIUKJIOM CYTHOCTEH Ta KOMIoHeHTIB [33].

Buxopuctanns apxirektypu ECS mae nepeBaru:

—  BlJACYTHICTb mIpo0siemM HaciayBaHHsa 00’ ekTiB B OOII-ctuii;

—  JM3aifH Opi€eHTOBaHWI Ha AaHHI, ApyxkHii 10 kemry CPU;

—  TIEPEeBUKOPUCTAHHA CHUCTEM NPOCTHUM JOJaBAaHHSIM KOMIIOHEHTY IO
CyTHOCTI,

— 13015111 CUCTEM JIsl TECTYBaHHS,

—  OUIBII JIETKO BUKOHATH PO3MapaseiOBaHHs;

—  CHpolleHe 30epeKeHHs Ta 3aBaHTaKEHHS CTaHy CLEHH.

VY 3actocyHky He Oyze peanizoBaHo noBHouiHHYy ECS apxitektypy, onHak
HACTYITHI CUCTEMH OyIyTh BUKOHAHI JUIs JIETKOI 1IHTErpauii y HbOro:

—  TIOJAHHS CIICHU 13 KOMIIOHEHTY KaMepH;

—  TOJIaHHS TEKCTOBUX IMPOTOHIB 13 BIJIMOBIAHUX KOMIIOHEHTIB.

KopuctyBau Oauuth Ha ekpani 3D-crenHy, 3Bepxy sKoi 300pa’keHO

1HTEp(ENC 111 BCTAHOBJIEHHS BIIACTUBOCTEN TEKCTY:
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—  pO3MIp TEKCTy, KM BHU3HAYA€THCS SK BUCOTa BEIUKHUX JITEP B
YMOBHHX OAuHUIISIX 3D-mpocTopy;

—  KOJIIip TEKCTY;

—  BIJICTaHb MIX JIITEPAMH;

—  cTwib mpUQTYy;

—  TIOJIOKEHHS Ta Haxmi TekcTy y 3D-creHi;

—  M’SKi TiHI 13 pajJilycoM Ta 3MIIIEHHSM BITHOCHO TIi(y;

—  OOBeJIeHHS TEKCTY, 00 KOJip Ta BiJICTaHb;

—  BHUPIBHIOBAHHS BITHOCHO 0a30BO1 TOUKHU MOJIOKEHHS.

Oxpim kernryBanHsi MSDF rnidiB y atnac, cucrema oOpoOKH TEKCTOBUX
00’€KTIB HE MOBHHHAa BHUKOHYBAaTH (POpMyBaHHS TEKCTy Yy KOxHOMY Kazapi. Ha
puc. 3.3 300paXk€HO AJTOPUTM BIJIMAIIIOBAHHS TEKCTY Yy Kajpi, 1[0 BUKOHYETHCS

AJIs1 KOKHOI'O KOMITIOHCHTY CUCTEMOIO IMOAaHHS TCKCTOBUX HpOFOHiB.



< IToyarok kaapy
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v

TexcToBuii MpoOTiH

Hi

eKcT ad0 BIIaCTUBOCTI
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Tak

\ 4
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TEKCTY

C1riu iCHYIOTb y
arnaci?

\ 4

Tak

CrBoputu mMSDF Jlist
HEeJ0CTaTHIX TmdiB

i
«

\ 4

3aBaHTAKUTH T€OMETPIiIO
rimidiB Ha GPU

4

»i
)

CrBOpUTH KOMaHIU
BlIMaJTFOBaHHS

4

Komanau g MmaimroBaHHSA
rmdis 13 MSDF atmacy

Pucynox 3.3 — AJiropuT™ BiIMaJIIOBaHHS TEKCTY Y KaJapi
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3.4 BucHoBOK 3a po3jaijiom 3

B nmanomy po3aini Oyno0 po3riasHYyTO MOBH CHCTEMHOTO MPOTpaMyBaHHA,
AK1 MAXOAATh JIJI1 CTBOPEHHsI 3aCTOCYHKIB Y peajqbHOMY 4Yaci. bymo obpaHo Ta
o0rpyHTOBaHO BUOip MoBH Zig. Takox Oymno posrisiHyTo cydacHi rpadiuni APl ta
obpano s poro WebGPU, sike moctynHo y Gpay3sepi.

OkpiM 1poro OyJi0 BHU3HAYEHO (YHKIIOHAJIBHI KOMIIOHEHTH 13 SIKUX
CKJIa/Ia€ThCS 3aCTOCYHOK, iX B3a€MO3B’s13ku. Po3rmsiHyTo apxitektypy ECS Ha siky
OyZe OpieHTyBaTHCS CTBOpPIOBaHMM KoJ. bByno HaBeneHo anroput™m amis
BIIMAJIIOBAHHS TEKCTY y Kajpl, KU BHUKOHYETHCS OKPEMOIO CHCTEMOIO IUIs

KOXHOI'O KOMITIOHCHTY TCKCTOBUX HpOFOHiB.
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4 OCHOBHI PILIEHHS 11010 PEAJII3AILIL KOMIIOHEHTIB
CUCTEMMU

4.1 Onuc CTPYKTYPH 3aCTOCYHKY Ta I'OJIOBHOTO IHKJLY

@aiiin  3aCTOCYHKY 3TpyINOBaHl y JUPEKTOpii BIANOBIAHO A0 iX
3B’s3yBaHHS Ta 300pakeHi Ha puc. 4.1. IIpoekt Oyi0 CTBOpPEHO 3a JIOTIOMOTOIO
komauam zig init-lib. YV daitmi build.zig Bu3HadeHo iHCTpyKIii moOymOBH IS
KOMIUISATOPA, BU3HAUYECHO IUIAX JJISL MITKIIOYEHHsS] CTOpOHHIX 6i0miorek. Ilin yac

no0y0Bu cTBOproeTbest WASM motyiib, SKUi MIKITI0YAETHCS HA BEOCTOPIHKY.

~ W SIC
> normal_object
~ text_object
W msdf_atlas

W msdf_outline.wgsl
W msdf_stencil_bezier.wgs!
msdf.zig
font_reader.zig
W glyph_from_msdfwgs!
text_run.zig
text_shaping.zig
~ wl util
math2d.zig
math3d.zig
WgpLU.zig
camera.zig
B index.html
lib.zig
main.js
» third_party

build.zig

Pucynok 4.1 — ®aiinoBa cTpyKkTypa 3acTocyHKy y peaakropi VS Code

VY ¢aiim index.html migkrouaerbes daiin ctuniB Ta ESM moayne main.js.
TakoX y HbOMY MICTUTBHCS PO3MITKa JJis TIOJIOTHA Ta (OPMH 3MIHU BJIACTUBOCTEN

TekcTy. dopMa MOCTATHHO MPOCTA, TOMY HISKUX (HPEHMBOPKIB BUKOPUCTAHO HE
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Oyno. KoxxHoMy enemeHTy BBOJY BcraHoBiIeHO aTpuOyT id. ITig yac HaTUCHEHHS
KHOIIKA BHECEHHS 3MiH 30Mpar0ThCs MapaMeTpu (OpPMHU Ta BUKIHUKAETHCA (QYHKITIS
y WASM wmonyii, sika 3MiHIOE TEKCTOBUHM MPOTiH y «3a0pyIHEHUID CTaH.

JIs HamaHHS €IWHOTO CTWIIO IHTEpQeicy 3acCTOCYHKY, €IUHOTO PUTMY
BigctyniB Bukopucrano CSS  ¢peiimBopk tailwindcss. Ileii  dperiMmBopk
noOy/I0BaHUN Ha TMPUHIUII OAWH KJIac BH3HAdae jume onaHy-aBi CSS
BJIACTHBOCTI. JIeKiibka TaKuX KJIACiB Ha OJTHOMY €JIEMEHTI JI03BOJSIOTH OTPUMATH
OaxkaHu# pe3ybTaT 0e3 HalMCaHHS BJIACHUX CTHJIIB, IIBU/IIE EKCIIEPUMEHTYBATH,
HE BUTpAvaTH yac Ha BUTQJyBaHHs YHIKAIbHUX Ha3B KJIACIB.

VY aiini main.js mictuthest Ko, sikuit BukopuctoBye APl WebGPU s
BHuOOpy ¢izmuHoro amantepy GPUAdapter ta jorivHOro mpucTporo, 3B’ I3yBaHHS
fioro i3 KOHTEKCTOM MojI0THa y po3miTii. Kiac IndexedJsObjects 36epirae 00’ ekTu
cBiTy JavaScript adbu iXx MoxkHa OyJi0 TepesaTH y MOJAYJIb 3a JIOIMOMOIow U32
1HAekey. Jomano oOpobiroBadl Mol A0 3MIHM pO3MIPY CTOPIHKH, SIKI HEOOX1/IHI
JUISL 3MIHU PO3MIPY TEKCTYp Y SIKI BUKOHYETbCS pacTepu3allisi. 3MiHa po3MipiB
TAKOX BpaxOBY€ MOHITOPH 13 IIUIBHUM PO3MIIIEHHSIM TIKCENB 3aBJASKU
window.devicePixelRatio. Ilix d9ac iHimiamizamii BUKOHYETbCS  BHUKJIHMK
WebAssembly.instantiateStreaming a1 CTBOpeHHSI MOAYJ0. Y BJIACTUBICTH €NV
napaMeTpiB  (QYHKIIi TEepeaaeThCs CIOBHUK 13 Ha3BaMu (QYHKISIMH Ta ix
Bu3HavYeHHAM. L1 ¢pyHKIIIT MOXKHA Oy/1e BUKIIUKATH 13 MOAYJIIO:

—  papiGpuCreateBuffer 1 crtBopeHHst pi3HUX TUNIB OydepiB y
BuaLIeH1i mam’ati Ha GPU;

—  papiGpuCreateTexture myist CTBOPEHHS TEKCTYP Y ITaM’sITi;

—  papiGpuCreateBindGroupLayout 151 CTBOpEHHSI MaKeTy IPUB’I3KHU;

—  papiGpuCreatePipelineLayout mist crBopeHHs Makery rpadidyHOTO
KOHBEEDPY;

—  papiGpuCreateRenderPipeline niis ctBopeHHs rpadiyHOTO KOHBEEPY;

—  papiGpuCreateBindGroup /15t CTBOpEHHS IPYIU IPUB’ SA3KU;

—  papiGpuWriteBuffer nyist koniroBanHs nanux o 6ydepy na GPU;

—  papiGpuUnmap m1s BiAB’si3yBanHs Oydepy;
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—  papiGpuSetPipeline 11 BCTAHOBJICGHHS TOTOYHOrO rpadiyHOro

KOHBEEPY;

—  papiGpuSetVertexBuffer nns BcraHoBieHHs mOTOYHOTO Oydepy
BEPILNH;

—  papiGpuSetBindGroup  ans  BCTaHOBJEHHS  [OTOYHOI  TPYIH
NPUB’ I3KU;

—  papiGpuDraw mJis BianpaBieHHS KOMaHIA MaJlOBaHHS.

Sk moxHa moGaynTH yci HagaHi QYHKIT 30cepemkeri Ha poboti i3 API
WebGPU, sixke noctynHe Tinbku i3 JavaScript. ExkcrioproBani GyHKIIT i3 MOIYJIs
BUKJIMKAIOThCS yepe3 instance.exports. Mosa JavaScript He € THUII30BaHOIO, TOMY
BU3HAUUTH THUNMH LUX QYHKUIA HEe noTpiOHO. DYHKIII, MO0 EKCHOPTYHThCA
3HAXOMAThCA Y Pi3HUX ZIg (aiiiax:

—  setFont qys 3minu daitny mpudra;

—  initialize ny19 BUKOHAHHS €IMTHOPA30BO1 1HIIIIATI3alIi1;

—  handleResize s BukoHaHHS HEOOXIJIHMX OMeEparlid mijg 4yac 3MiHY
posmipy;

—  handleMovement a1 mpocToro ynpasiiHHSI KaMepOIo Yy CIICHI;

—  tick a5 BiAMalItOBaHHSI HACTYITHOTO KaJpy;

—  setText a1 OHOBJIEHHS BJIACTUBOCTEN TEKCTY.

VY neskomy CEHCl OHOBJICHHS JaHMX € <«JIHUBUMY». Ilin yac BUHUKHEHHS
yepes MO0 3MIHM TEKCTY UM MEPEeMIIICHHS 3MIHIOEThCS JIUIIE JIeSIKI JJaHl, y TOU
yac SK 3aJeXHI JaHl Bl HUX OOpaxoBYIOThCSA mia yac tick — BigmanroBaHHA
HACTYMHOTO Kajpy. TpaguIiiHuii HECKIHYEHUH TOJIOBHUN LUK PYIIis
peanizyBaTd HE MOXIJIMBO, TOMY BiH BUKOHYETHCS IIISXOM 3allUKICHHS QYHKIIT Y
requestAnimationFrame. BianoBinHo 10 JOKyMeHTall sl (PyHKIIIsI BUKJIUKAEThCS
nicas ycix (yHKIIN Ta nepel HACTyMHUM MepeMallioBaHHsAM y Opay3zepi. JlicTuHTr

KOJly HaBEJICHO HUXKYE:

function mainLoop () {
if (needResize) {
handleResize (needResize.width, needResize.height);
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}

const cmdBuffer = device.createCommandEncoder () ;
const renderPass = cmdBuffer.beginRenderPass(...);
instance.exports.tick();

renderPass.end() ;

device.queue.submit ([cmdBuffer.finish()]);
requestAnimationFrame (mainLoop) ;

}

requestAnimationFrame (mainLoop) ;

VY Bumankax Kojiu HEOOXIJHO JIeKOayBaTH CTPYKTypH 13 mam’siti WASM,
BUKOPHCTOBYIOThLCS KilacH ThmizoBaHoi mam’ati Uint32Array Ta Uint8Array.

Y aitni lib.zig 3Haxomuthest romoBHa (yHKIS Momyiro — tick, ska
BUKJIMKA€ CHCTEMHU TMOJIAaHHS CIICHH 3 KaMepu Ta CUCTeMY OOpOOKH KOMITOHEHTIB
TEKCTOBHX ITPOTOHIB.

V aiini camera.zig 3HaxoIuThCs peatizallis IpocTol kamepu noganns 3D-
CIIEHM Yy TEpCIeKTUBI, MaTpulld TpaHchopmarlliii sKa CTBOPIOETbCS 13 1l
BJAaCTUBOCTEH. TakoX y HbOMY 3HAaxXOAUThCA E€KCIOPTOBaHA  (PYHKIIA
handleMovement 11 iepeMillieHHs 10 CICHI.

VY aiini math3d.zig 3naxomsTbes kinacu Uisl poOOTH 13 MaTeMaTUIHUMU
npumituBamu: Vector3, Quaternion, Matrix4.

VY aiiai math2d.zig 3naxoasTbes Kimacu jIsl poOOTH 13 MaTeMaTHIHUMHU
npumituBamu: Vector2, Matrix3, BezierQuad, BoundingBox. Knac BezierQuad
BUKOPUCTOBYETHCS I KBAJPAaTUUYHUX KPUBUX be3be Ta KPHUBUX MEPIIOTO
TIOPSIZIKY, SIKi TIPEICTABIICHHI Y BHUTJISAAI OJJHAKOBHX KOOPJMWHAT IEPINOi Ta IPYroi
TOYKHM KBaJpaTu4HOI npsimoi. Y kiaci BezierQuad Buznaueno meron boundingBox
JUTSl OTPUMAHHS MEXK KPUBOI 13 ypaxXyBaHHSAM €KCTPEMYMIB.

VY aiini Wgpu.zig BUKOHaHO 00’sBJACHHS (DYHKIIH 13 KIFOYOBHUM CIIOBOM
extern, siki OyJ0 HaJaHO MOJYJIIO Ta OmMMcaHO Buine y ¢aim main.js. Takox
BU3HAUEHO IceBoHIM TrITy JSRef s mocunanHs Ha 00’ €KTH, 0 3HAXOIATHCS Ha
cropoHi JavaScript.

VY aitm font_reader.zig BusHaueno kimac FONt, skuii Mae €IUHUN METO.

getGlyphByld nnst otpumansst BekTopHOTO TIidy 3a Hioro HoMmepom. Bin moBepTae
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crpyktypy tuiy Glyph, mo mae nuHamidHuii MacuB KOHTYPIB, SIKI Y CBOIO Uepry
MaioTh MacuB kpuBux BezierQuad. /Iyis 3unuTyBaHHS KOHTYpPIB OyJIO BUKOPHUCTAHO
tabmumi  head, loca, glyf y ¢aitmi mpudty, BIANOBIAHO OO CTaHIAPTY
OpenType [7]. ITig yac 3unTyBaHHS MOXYTh BUHHUKATH IOMUJIKHU, SIKI BUHECCHO Y
nepepaxyBanHsi FontError. ¥V pasi BincyTHOCTI Ty OBEpTAETHCS CHEIiaIbHUN
notdef rmid, sxuii rapaHTOBaHO MOBUHEH OyTH y MIPUQTI.

VY aitni  text_shaping.zig BusHaueno kiac TextShaper. BukonanHs
KOPEKTHOTO (JOPMYBAHHS TEKCTY € OKPEMOIO CKJIATHOIO MPOOIeMOr0, ToMy Oyiio
BUPIIICHO BHUKOPUCTOBYBaTH 0i0mioTeky. byno posrmsayro Uniscribe  sxwii
BukopuctoByerbess Ha Windows, CoreText skuii BHKOpHCTOBYeThcs Ha Apple
npuctposix ta Harfbuzz skwii BukopuctoByerhes Ha Linux Ta Android. Tak sk
Uniscribe, CoreText mpus’szani g0 OC Ta JI0CTYyHHI TIABKH 13 3BHYAHHHX
3aCTOCYHKIB X BUKOPUCTaHHS HE € MOXJIMBUM. Tak sik Opay3epu He MaoTh API
s (GopMyBaHHSA TEKCTy, TO €IWHUM BapiaHToM 3aimmiaetbes Harfbuzz.
biomioTeky nomano mo mupekrtopii third_party. Kmac TextShaper me neBenmka
oOropTka HaBKOJIO Lii€i 010g10TeKH, sKa I1HINIANI3ye HeoOXxigHi Oydepu Ta
CTPYKTypH. B3aeMomisatu i3 kogoMm HamucanuM Ha C ayke IpPOCTO 3aBISKH MOBI
Zig. Hemae HeoOXimHOCTI IyOJIOBaTH BHM3HAYCHHS (YHKIIH Ta CTPYKTyp, a

JIOCTaTHHO CKOPUCTATHUCS CHEL1aJTbHUMU KOHCTPYKIISIMHU:

const hb = @cImport ({
@cInclude ("hb.h");

1)

Knac TextShaper mae meron shape, sikuii mpuiiMae psSIOK y KOJTyBaHHI
UTF-8, nepenae itoro y pyuriii ¢opmyBaHHs TeKCTy. MeTol IOBEPTAE CTPYKTYPY
Glyph, sika MicTUTh HOMEp BeKTOpHOTrO My y MpPHUPTI, a TAKOK HOro po3MipH,
MO3ULII0 cepe]l THIIMNX ITiQiB.

VY aiini text_run.zig MicTUThCSI KOMITIOHEHT-CTpyKTypa TextRun, sika mae

BJIACTUBOCTI onucani y Tabmnuii 4.1.
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Ha3Ba nons Tun Onuc
text ArrayL.ist(u8) Oxretu psanky y UTF-8
isDirty bool Yu notpedye hopMyBaHHS TEKCTY
font *Font [MTokaxxyrk Ha IPUPT
color f32[4] Koumip Tekery
capSize 32 Po3mip TekcTy (Benmka Jitepa)
align TextAlign BupiBHIOBaHHS BITHOCHO KOS
outlineColor 132[4] Kouip oOBeneHHs
shadowColor 132[4] Kouip M’sixo1 TiHi
outlineSize f32 Po3mip oOBeacHHS
shadowsSize 32 Po3mip TiHi
shadowOffset | Vector2 3MimIeHHs TiHi
anchor Vector3 [To3wutist sKOpsI
rotation Quaternion OOGepTaHHS pAIKY
vertCount u32 KinbkicTh Bepumu
vertBuffer JsRef Bydep i3 BepmmHamu

Cucrema oOpoOKHM TEKCTOBHX MPOTOHIB [eEXISystem oTpumye MacuB ycix

TextRun y crieni ta CTBOpIOE KOMaHIW I iX MairoBaHHA. Skmo d¢uiar isDirty
HEAaKTUBHUM, TO (DYHKII€I0 BCTAHOBIIOETHCS TpaiuyHUNA KOHBEEP Ta JMOHAETHCS
KOMaH/ia BiJMaJfOBaHHsS TPUKYTHHUKIB, sIKI He 3MiHummcsa y Oydepi vertBuffer.
Sxmo x ¢aar isDirty BcraHOBIeHO, TO y pylnid (QopMyBaHHS TMOAETHCS
TEKCTOBHM psiioK. JJis oTpuMaHux HOMEpiB TiidiB BiAOYBa€ThCS MOMIYK Y Kl —
MSDF arnaci raidis. Otpumani KoopAuHATH Ty y TEKCTypl aTiacy Ta MO3HIIii,
OTpUMaH1 BijJ Tpoiiecy (opMyBaHHA, 30€pIrarOThbCsl y IIICTHOX BEpIIMHAX JIsI
KokHOro 13 riigis. i Bepmmuu xomitoroteess y O0ydep Ha GPU Tta iX KibKicTh
30epiraetbest 'y mone vertCount. Bumukaersest ¢uiar isSDirty ta BHKOHYeThCS iX
B1IMaJIIOBaHHS.

daiin meiaepy glyph _from_msdf.wgsl mictute (yHKINT 11 BepiidH Ta
(dbparMeHTiB, MPU3HAYEHUN [JIi BUKOPUCTAHHS pa3oM 13 rpadiuHUM KOHBEEPOM
MamtoBaHHs TmidiB 13 MSDF atmacy. Y Ttabnuii 4.2 HaBeneHO 3MiHHI, SIKI

BUKOPHCTOBYIOTHCS Y PI3HUX €Tarax BUKOHAHHS MICHEPY.
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Tabauis 4.2 — Onwuc 3minaux y meiaepi (glyph_from_msdf.wgsl)

Ha3a nons Tun 30epexeHHs Omuc
viewProj mat4x4<f32> uniform Martpuiis KamMepu
bisampler sampler binding bininiiHui cemruiep
atlas texture_2d<f32> | binding Atiaac mSDF
sdfRadius 32 uniform Paniyc mouiB y atiaci
color vecaf uniform Komip Tekcty
effectColor vec4f uniform Kouip edekry
effectDist f32 uniform Po3wmip edekty
effectKind u32 uniform Tum epexty
position vec3f vertex [To3urtist BepmMHU y CIieHi
uv vec2f vertex/frag. Koopaunaru y atmnaci
position vec4f fragment [Mo3wuwis pparmeHTy

Hwxye HaBeneHO JICTUHT KOAY, SKHM BHUKOHYETbCA Ha eTai
dbparMeHTHOrO IIeiIepy, BiH BUKOHY€E CEMIUTIOBAaHHSI 0araToKaHaJIbHOTO IMOJS 13

TEKCTYpU Ta MEpPETBOPIOE Yy BIACTaHb [0 KOHTYpPY BIANOBIAHO 1O METOAY VY
po6ori [15]:

var msd = textureSample (atlas, bisampler, in.uv) .rgb;

var sd = median (msd.r, msd.g, msd.b);

OxkpiM 1BOTO y II€HIEepl BUKOHYETHCS AHTHUATIACHHT, 3aCTOCOBYIOTHCS
e(heKTH JI0 TEKCTY.

VY aupextopii normal_object mictuThes peaizaliisi ynpasiiHHSA rpadiaHIM
KOHBEEPOM Ta IIEHIep NI BiIOOpakeHHs 3BUYAWHUX CYIIIbHUX 3D-00’€KkTiB y

CIIEHI, III0 HE € IIKaBUM Y KOHTEKCTI JaHO1 POOOTH.

4.2 Onuc peanizauii gopmyBanust MSDF aTnacy

Cucrema 0OpOOKM TEKCTOBUX MPOTOHIB 3BEpTAacThcs 10 kemry — MSDF

atnacy TiigiB. YrpaBiiHHS atiacoMm peanizoBaHo y ¢aim msdf.zig y mupekropii



55

msdf_atlas, B sskomy mictutbes kimac MsdfGlyphCache. IMons kimacy omucani y

tabnui 4.3.

Tabmuus 4.3 — Onuc nosniB y kiaci (MsdfGlyphCache)

Haz3Ba nons Tun Omnc
font *Font [Tokaxxunk Ha mpuU@T
cache ArrayHashMap(u32, | I'em-Tab:uist Homepa riidy y mpudri
BoundingBox) 710 WOTO TO3HIIii y aTiiaci
outlineBuffer JsRef [Tokaxuuk Ha Oydep amns 36epexeHHs

reOMEeTpli KOHTYPIB
segmentsBuffer | JsRef [Tokax4uk Ha Oydep aist 30epereHHs
piBHsIHB be3be

outlinePipeline | JsRef [Tokaxurk Ha rpadiyHUl KOHBEEP TS
KOHTYpIB

stencilBuffer JsRef [Moxaxxunk Ha Oydep Uit 30epeKeHHS
reoMmeTpii Tpadapety

stencliPipeline | JsRef [Tokax4uk Ha rpadiyHUl KOHBEEP IS
Tpadapety

MsdfGlyphCache mae oaun Metoxa, sikuii moBepTae MO3MIi0 TIiQYy Y
TEKCTYpi aTiaca 3a oro Homepom. SAkmo MSDF nis ridy me He 0yno cTBOpPEHO,
TO cTBOprOIOThC Komauau it GPU. CrioyaTky OTpUMYIOTBCS KOHTYpH Tmidy i3
mpudTy, TOTIM CTBOPIOETHCS HEOOXITHA TEOMETpIis, BIAMOBIIHO METOMY
OMMCAHOMY Yy PO3AUI 2, JJs KOXHOI KpPUBOi y KOHTypax Ta 1isi Oydepy
Tpadapetry. Pasgiyc CTBOpeHHS TMOJNIB Ta 3HA4YEHHS JOIYCKY MapajeibHOCTI
3’€JHaHb KPUBUX KOPCTKO 3aKOJIOBaHI.

[Ipu cTBOpeHi reomeTpii Oyno TPUAUIEHO yBary MOKJIMBUM apTedakTam
yepe3 mpabmia pacrepusainii Ha GPU. Skmo reomeTpis HE TOKpPUBA€E ILEHTP
dbparmMeHTy, TO BiH MPOCTO IrHOpyeTbes (puc. 4.2). AGu He BTpaTH JUCTAHIII,

YHUKHYTH apTe(akTiB, pO3Mipy MPIMOKYTHHUKIB Oy10 301bI1eHO Ha 0.5 miKcens.
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Pucynok 4.2 — [IpaBuna pactepusariii TpUKYTHUKIB [34]

[Ipu cTtBOpeHi TeoMeTpii OJHOYACHO OOpPaxOBYETHCS KOJIP CETMEHTIB

BIZIMTOBITHO 10 MeToxy MSDF:

var color = EdgeColor.init();

for (contour.segments) |segment, i| {
if (1 !'= 0 && !isSegmentsContinuous (
contour.segments[i-1], segment)) {
color.flip();

bl

daiin meimepy msdf_outline.wgsl mictute GyHKINT 11 BepiidH Ta
(dbparmMeHTiB, NpU3HAUYECHUN i1 00paxyBaHHS BIACTAaHI y parMeHTi 10 KPpUBOX. Y
Tabnuii 4.4 HaBeIeHO 3MiHHI, SIKI BAKOPUCTOBYIOThCS y PI3HUX €TanaX BUKOHAHHS

meuaepy.

Tabmuus 4.4 — Onuc 3minHuX y meraepi (msdf_outline.wgsl)

Hazpa moss Tun 30epekeHHs Onuc

transform mat3x3<f32> uniform Tpancdopmarris

sdfRadius 32 uniform Paniyc momiB y atiaci

segments array<BezSegment> | storage KpuBi koHTYpiB

position vec2f vertex/frag. | [lo3uiiist BepImHu y
aTiaci

uv vec2f vertex/frag. | [lo3wuriist y koopauHaTax
rimdy

segldx u32 vertex/frag. | [umekc cermenty y Oydepi
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Koxna ctpykrypa BezSegment komiroetbes y mam’ste GPU ta mictuth
koutip cermenty (vec3f) Ta koHTposbHI ToukH KpuBoi besbe (array<vec2f, 3>). s
eKOHOMIi maM’siTi, ycl KpuBl 30epiraerbcs B OKpemMoMy Oydepi, a 10 BEpIIUH
JOJTAETHCS 1HIIEKC KPUBOI Y HhOMY. BifcTaHb 0 KpUBOI1 3HAXOAMTHCS BiIITOBITHO
no dopmyn y poboti [15]. [mst 3HAXOKEHHS BiJCcTaHI TaKOX HEOOXITHO
po3B’s3aTH KyOiuHe piBHSHHSA. DYHKINIO JUISI IBOTO PEali30BAaHO BIAMOBIIHO 10
crarti [35]. MoBu mielifiepiB [03BOJIAIOTh 3PYYHI Omeparlii HaJ BEKTOpaMH, TaK

HAIPUKJIA] BUTIAJ0K 13 TPhOMa KOPEHSIMHU Ma€ JaKOHIYHY (hopmy:

var theta = acos(r / sgrt(-g3));
const k = float3(0, 1, 2) * TAU / 3;
roots.x = 2*sqgrt(-q) *cos (theta/3 + k);

Opni€ro 13 BUKOHAHMX MOAUQIKAIId KpPOKIB METOAYy y po3aun 2 €

pe3yibTar Wenaepy:

var dist = distToBezier(...);
dist = min(dist / sdfRadius, 1.0);
var cov = 0.5 - dist / 2;
if (cov == 0.0) {
discard;

}

return vecd4f(in.color * cov, 1.0);

[HmUM  1mieiaepoM, SIKM BUKOPUCTOBYETHCS I CTBOPEHHs Oydepy
tpadapery € msdf stencil bezierwgsl. ¥ Tabmumni 4.5 HaBemeHo 3MiHHI, SKi

BUKOPHCTOBYIOTHCS Y PI3HUX €Tarax BUKOHAHHS MICHEPY.

Tabmuus 4.5 — Onuc 3minHux y mekaepi (msdf_stencil_bezier.wgsl)

Hazpa moss Tun 30epekeHHs Onuc
transform mat3x3<f32> uniform Tpancdopmarris
position vec2f vertex [To3wuiis BepmuHu y

aTiaci
uv vec2f vertex/frag. | KanoHiuHi KOOpMiHATH
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Jlanuii meiaep € HaUmpoCTIIIMM 1 CIYTy€e JiS TeCTYBaHHS HAJIEKHOCTI
LEHTPY (hparMeHTy OJHIK 31 CTOPIH BIAHOCHO KpHBOi be3be, 3a hopmysioro y [20],

JICTUHT KOy

if (in.uv.x * in.uv.x < in.uv.y) {
discard;

} else {
return vec4df (1l);

[Ticnst cTBOpEeHHsSI KOMaH]l MaJlOBaHHS TNy y arjiaci, 70 remr-tabiauii
3aHOCHUTHCS HWoro mo3uilis. Llg >k cama MO3WINS TMOBEPTAETHCS SK Pe3yJIbTaT

¢bynkmii y kinaci MsdfGlyphCache.

4.3 BucHoBOK 3a po3aijiom 4

Y nmanoMmy po3auii Oyjio HaBEIEHO CTPYKTYPY 3aCTOCYHKY, OIKMCAHO
NpU3HAYEHHsI KOXXKHOTOo (aitmy. OmnucaHo QyHKIII, (K1 IMIOPTYIOThCS Ta
excrioptytotbesi 13 WASM  monynst  3acTtocyHky. PosrisiHyTo peanizailiro
TOJIOBHOTO IUKIY mporpamu. OOGrpyHTOBaHO BHOIp pyuris (GOpMyBaHHS TEKCTY.
OnucaHo CTPYKTypH JUIsl TEKCTOBOI'O MPOTOHY.

Bukonano omuc aitnie  ans  redepamii  MSDF  arnmacy, omnmcaHo
BUKOPHUCTaHI 3MIHHI y 1ueiepax, Oydepu. HaBeaeHo JICTUHIH KOy Ta BUKOHAHI

MoaudiKaIii ikaBl y KOHTEKCTI IaHOT pOOOTH.



59

5 EKCIINIYATALIA, TECTYBAHHSA TA EKCIIEPUMEHTAJIBHE

JOCJIIIZKEHHSA ITPOT'PAMUA

5.1 Ilpu3HaYeHHs1 NPOrpaMu

[IporpaMHuil NPOAYKT TMPU3HAYEHUW I EKCHEPUMEHTYBAHHSA Ta

JOCITIDKCHHS MOXKJIMBOCTEM pactepu3aliii Tekcty metogoM MSDF B amapatHO

OpUCKOpEeHUX 3acTocyHkax. Ilpoaykr wnHamae 3D-cueny Ta Kamepy s

eKCIIEPUMEHTIB. TakoX KOpUCTyBad MOXKE 3MIHIOBATH TEKCT Ta BJIIACTUBOCTI HOTO

dbopmatyBaHHs B iIHTEpPEiCl 3aCTOCYHKY.

Jlanuii NpoAyKT aBTOMATHYHO 3aBAHTAXKYETHCS MPU BIJIKPUTI BEOCTOPIHKU

34CTOCYHKY abo Moke 6YTI/I BCTAHOBJICHUM Ta BHKOPHUCTOBYBATHU CUCTEMHMU

KOMITOHEHT Opay3epy y OC.

5.2 PobdoTa KopuCTyBaua i3 3aCTOCYHKOM

[licnss BIAKPUTTS 3aCTOCYHKY, O/pa3y JocTynHa (opma penaryBaHHsS

BJIACTUBOCTEN TEKCTY.

KopuctyBau MoXke IepecyBaTh KaMmepy 3a JONOMOIOI0 CTPUIOK Ha

KJIaBiaTypi, HaXWIATH 1 kiaaBimamu Q ta E.

VY dbopmi 10CTyNHI HACTYIIHI MOJIS:

TEKCT;

KOJIp TEKCTY;

PO3MIp TEKCTY (B YMOBHUX OJIMHHULISIX CLEHN);
daiin mpudTty;

BHUPIBHIOBAHHSI BITHOCHO SIKOPSI;

edekT TiHi (paaiyc, KOJip, 3MIIIEHHS:);

edexT 00BeneHHS (Po3Mip, KOJIIp);

MO3UIIIS SIKOPS TEKCTY Yy CIIEH1 Ta Horo 0OepTaHHS.
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5.3 ExcniepuMeHTaIbHE JOCIIKEHHS POrpamMu

Ha pucynky 5.1 300paxeHo mpocTwii TeKCT 6e3 edekTiB, po3mipoMm 1,

BUPIBHSHUM TI0 IICHTPY. 3a 3aMOBUYYBaHHSM BUKOPUCTOBY€EThCs mpudt Arial.

( @ NUZP 2022 Drozdov X 4+

‘ & C @ localhost:5173 & =2 %+ &K 0O & :
|

BrnactmeocTi

Texer: NUZP 2022 Drozdov

Konip: -

Pozmip Tekcry: 1

LUDMQJT:‘ Buibepute daiin ‘dlaﬁﬂ He BhibpaH

. .~ . ™
Bupistiosarua: O Jliso @ Llentp O Mpaso

Paaiyc TiHi: 0
Konip TiHi: -

3miweHHsa Tivi: 0 0

Poamip obeeaenHs: 0
Konip obeeaeHHs: -

Mozuuis Akopro: 0 -1 0,5

2 D\’deo\’ '

Obeptannsa: 0 0 0

OHoBUTHK

Pucynox 5.1 — BimoOpaxeHHs 3BUMaifHOTO TEKCTY

Ha pucynky 5.2 300paxeH0 TEKCT 13 e(peKToM TiHl >KOBTOrO KOJIbOpY,

paaiycom 0,5, 3mimennsm mo X ta Y Ha 0,2.
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@ NUZP 2022 Drozdov x + Vo= B l
|
&« C @ localhost:5173 &k = %« &H O & :
|
BractmeocTi

Texer: NUZP 2022 Drozdov
Konip: - )

Poamip Tekcry: 2

LUpM(ZIJTZ‘ Buibepute daiin ‘Cbaﬁn He BhibpaH

Bupieniosanna: O fliso @ Llentp O Mpaso

Pagiyc Tini: 0.5

Konip TiHi: I:I

AMiweHHsa Tiki: 0.2 0.2

Poamip obeenenHa: 0

Konip obeeaeHHs: - P '
Mozuuin Akopro: 0 -1 0.5
Qb6epranHa: 0 0 0

OHoeuTK

Pucynok 5.2 — TekcT 13 ehexToM TiHi

Ha pucynky 5.3 300paxkeHO TeKCT i3 e()eKTOM OOBEACHHS YEepPBOHOTO

KOJIOpY, po3Mipom 0,4.
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@ NUZP 2022 Drozdov X 4+ 4 - O X l
| |
&« C @ localhost:5173 B2 v A 0 2

|
BractmeocTi

Tekct: | 0000 cooo OOOd
Konip: - )

Poamip Tekcry: 2

LUpM(ZIJTZ‘ Buibepute daiin ‘Cbaﬁn He BhibpaH

Bupieniosanna: O fliso @ Llentp O Mpaso

Pagiyc Tini: 0

| Konip TiHi: I:I

AMiweHHsa Tiki: 0.2 0.2

Poamip obeeaenHa: 0.4

Konip obeeaeHHs: -

00(

Mozuuin Akopro: 0 -1 0.5
| ObepranHsa: 0 0 0

OHoBUTH

Pucynox 5.3 — TekcT 13 edhekTOM 0OBEACHHS

3aBAsku BUKOpUCTaHHIO MeTomy MSDF pacrepuszoBani rimiu MaroTh
rocTpi KyTH KOHTYpiB. OKpiM I[bOTO Y IIEHIepl BUKOHYETHCS aHTUATIIACUHT, SKUI

MOXEMO TTO0AUYUTH Ha 301JIbIIEHOMY 300pakeHH1 Ha puc. 5.4.
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Pucynox 5.4 — PacTpoBaHuii TEKCT 13 aHTHAIIACUHTOM

Monudikamiss metony ctBopeHHs SDF s crBopernnss MSDF  wmae
aHAJIOTIYHY IIBHUJIKOJII0, aJpke Oylio 3MIHEHO JIMIe JeKiibka mapameTpiB. Ha
xanb, APl WebGPU Bce mie € exkcriepuMeHTaIbHUM 1 HE HAJIa€ MOXKIUBOCTEH
YITKOTO BU3HAYCHHS BUTPAYCHOTO udacy komanj BiamamtoBanHs Ha GPU. Towmy,
abu X04Y SKOCh YNEBHUTHUCH Y MIBUIKOII BUKOPUCTAHO 3BUYANHUMN Tpodaiiiep B
1HCTpYMEHTax po3pooHuka. Ha puc. 5.5 MoxkeMo no0aunTu, 110 Ha BIAMATIOBAHHS

Butpavaetbes 0,6 mc Ha Bigeoanantepi GeForce GTX 1050 Ti.



= DevTools - localhost:5173/

= @ Elements  Cons

ole Sources Network Performance Memory Application Security

Total blocking time: 0.00ms (estimated) Learn more

Lighthouse >

1200 ms

452 ms

453 ms

® C ® t * ocalhost #1 v | [ Screenshots () Memory [ Web Vitals W
200 ms 400 ms II 600 ms 800 ms 1000 ms
5 446 ms 447 ms 448 ms 449 ms 450 ms 451 ms
Frames 7 ms 16.7 ms
¥ Main — http://localhost:5173/
Task
ani.red AN I
Fun..ll
M.
¥ GPU
P Chrome_ChildIOThread 0.60 ms GPU
Summary  Bottom-Up  Call Tree  Event Log
Range: 445 ms — 453 ms
0ms Scripting
0 oms [l Rendering
oms M Painting
8ms
0ms System

1400
CPU

NET

e

Pucynox 5.5 — Pesynbrat npodigtoBaHHs
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BUCHOBKH

Y poboti Oyo AOCHIKEHO MOHSTTS TEKCTOBHX MPOTOHIB, (opMyBaHHS
TEeKCTy, pacTepuzaiii riaidiB, aHTHaTIaCUHTYy. Byjo mpoBeaeHO OIS METOiB
pactepuzauii riidiB, iXx mNopiBHAHHA Ta BHOIp Meroxy MSDF. PosrisayTO
npuynHU HeoOximHocTi ctBopeHHs SDF nma GPU, 3anpononoBano moaudikariiro
METOY JJII CTBOPEHHS TIOJIIB MOKPAIIEHUM CITOCOOOM.

B pesynbTaTi po6OTH CTBOPEHO MPOTpamMHUIl MPOAYKT MPU3HAUYECHUM IS
eKCIIEPUMEHTYBaHHS Ta JOCHIPKEHHS MOXJIMBOCTEH pacrepus3auii TEKCTy
MeTrogoM MSDF B amapaTHO MPHUCKOPEHUX 3aCTOCYHKaX. 3acTOCyHOK Hamae 3D-
CIICHy Ta KaMmepy Ui eKCIIEPUMEHTIB. 3aCTOCYHOK CTBOPEHO 13 BHKOPHUCTAHHIM
MoBH mporpamyBanus Zig, rpadiudoro AP1 WebGPU ta inTepdeiicy kopucTyBaya
Ha MOBI po3miTku HTML.

Y poboTi ekcnepuMEHTaIbHO MEPEeBIPEHO IMIBUIAKOJIID 3aCTOCYHKY 13
BUKOPUCTAaHHAM MOJU(IKOBAHOTO METOJY, Ta HE OYJIO BUSIBJICHO 11 3HUKEHHS.

HaykxoBor0 HOBU3HOIO POOOTH € MOPIBHIHHS METOJIIB pacTepu3allii TEKCTY,
3arponoHOBaHUM Moau(ikoBaHuii MmeTon ais ctBopeHHs MSDF na GPU, a takox
IMOJIIB IICEBIO-TUCTAHIII.

[IpakTHyHa LIHHICTH POOOTH MOJSATAE B PO3POOICHOMY 3aCTOCYHKY, KU
JI03BOJISIE TIEPEKOHATUCh B 1HTEPAKTUBHIN (popmi, un 3amoBosbHIE MeToq MSDF
OakaHy SIKICTh pacTepu3allii TEKCTY 1 SIKIIO TaK, TO NEPEKOHATUCH Y MOMKIUBOCTI

MIBUAKOTO cTBOpeHHss MSDF aTnacy mij 4ac BUKOHAHHS.
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A.1. @Daiia index.html

<!DOCTYPE html>
<html>
<head>
<meta charset="utf-8">
<meta name="viewport" content="width=device-width,initial-scale=1.0">
<title>NUZP 2022 Drozdov</title>
<script src="https://cdn.tailwindcss.com"></script>
</head>
<body>
<script type="module" src="/src/main.js"></script>
<form id="props" onsubmit="handleSubmit" class="absolute top-1 left-1 bg-
white border p-3 rounded flex flex-col gap-2 shadow text-sm">
<div class="text-center mb-2">BmactusocTi</div>
<div><label for="text">TexcT:</label>
<input id="text" type="text" class="border p-1 w-64" value="NUzZP 2022
Drozdov"></div>
<div><label for="color">Komnip:</label>
<input id="color" type="color" value="#000000"></div>
<div><label for="size">Pozmip TekcTy:</label>
<input id="size" type="number" class="border p-1 w-16"
value="1"></div>
<div><label for="font">llpudbr:</label>
<input id="font" type="file"></div>
<filedset class="flex gap-2"><legend>BupirBHiBaHHSa:</legend>
<div class="flex gap-2">
<div><input type="radio" id="alignLeft" name="align" value="0"
checked>
<label for="alignLeft">JliBo</label></div>
<div><input type="radio" id="alignCenter" name="align" value="1">
<label for="alignCenter">lleurp</label></div>
<div><input type="radio" id="alignRight" name="align" value="2">
<label for="alignRight">lpaBo</label></div>

</div>
</filedset>
<hr>
<div><label for="shadowDist">Pamiyc Tiui:</label>
<input id="shadowDist" type="number" class="border p-1 w-16"

value="0"></div>
<div><label for="shadowColor">Komnip Tini:</label>
<input id="shadowColor" type="color" value="#000000"></div>
<div><label for="shadowX">3mimeHuHsa TiHi:</label>
<input id="shadowX" type="number" class="border p-1 w-16" value="0">

<input id="shadowY" type="number" class="border p-1 w-16"
value="0"></div>
<hr>
<div><label for="outlineDist">Posmip oOGBemeHus:</label>
<input id="outlineDist" type="number" class="border p-1 w-16"

value="0"></div>
<div><label for="outlineColor">Konip o6BemenHus:</label>
<input id="outlineColor" type="color" value="#ff0000"></div>
<hr>
<div><label for="anchorX">losuiig axopw:</label>
<input id="anchorX" type="number" class="border p-1 w-16" value="0">
<input id="anchorY¥" type="number" class="border p-1 w-16" value="-1">
<input id="anchorz" type="number" class="border p-1 w-16"
value="0.5"></div>
<div><label for="rotRoll">O6eprauusa:</label>
<input id="rotRoll" type="number" class="border p-1 w-16" value="0">
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<input id="rotPitch" type="number" class="border p-1 w-16" value="0">
<input id="rotYaw" type="number" class="border p-1 w-16"
value="0"></div>
<button type="submit" class="bg-gray-300 py-1">OunoBuru</button>
</form>
</body>
</html>

A.2. ®aiix main.js

import wasmURL from './assets/parent.wasm?url'

class IndexedJsObjects<T extends object> {
data: Array<T | undefined> = []
private freelList: Array<number> = []

private next: number = -1
store (obj: T): number {
if (this. next === -1) {

this.data.push (obj)
this. freelList.push(-1)
return this.data.length - 1

} else {
const prev = this. next
this.data[prev] = obj
this. next = this. freelList[prev]
// this is not necessary
// this. freelist[prev] = -1
return prev

}

free (idx: number): void {
this.data[idx] = undefined
this. freelList[idx] = this. next
this. next = idx

}

get (idx: number): T {
return this.data[idx] as T

}

const gpuDevices = new IndexedJsObjects<GPUDevice> ()

const gpuShaderModules = new IndexedJsObjects<GPUShaderModule> ()

const gpuBuffers = new IndexedJsObjects<GPUBuffer> ()

const gpuSamplers = new IndexedJsObjects<GPUSampler> ()

const gpuTextureViews = new IndexedJsObjects<GPUTextureView> ()

const gpuBindGroupLlayouts = new IndexedJsObjects<GPUBindGroupLayout> ()
const gpuPipelinelayouts = new IndexedJsObjects<GPUPipelinelLayout> ()
const gpuRenderPipelines = new IndexedJsObjects<GPURenderPipeline> ()
const gpuBindGroups = new IndexedJsObjects<GPUBindGroup> ()

const wasmMem

new WebAssembly.Memory ({ initial: 17, maximum: 40, shared:

false })
let memU32 = new Uint32Array (wasmMem.buffer)
let memU8 = new Uint8Array (wasmMem.buffer)

const BUFFER BINDING TYPE: GPUBufferBindingTypel[] = [



'uniform',
'storage’,
'read-only-storage'

const VERTEX FORMAT: GPUVertexFormat[] = [
'float32x3"',

17

const VERTEX FORMAT SIZE: number[] = [

12

17

const { instance, module } = await WebAssembly.instantiateStreaming(

fetch (wasmURL), {
console: {
logv: window.console.log,
logFont: window.console.log,
logstr (ptr: number, length: number) {
const decoder = new TextDecoder ()

const str = decoder.decode (memU8.subarray(ptr, ptr + length))

console.log(str)
br
bo

env: {
memory: wasmMem,
papiGpuCreateBuffer: (device: number, size: number, usage:
GPUBufferUsageFlags) : number => ({
const mappedAtCreation = Boolean((usage & GPUBufferUsage.VERTEX)

(usage & GPUBufferUsage.INDEX))
const buffer = gpuDevices.get (device)
.createBuffer ({ size, usage, mappedAtCreation })
return gpuBuffers.store (buffer)
b

papiGpuCreateBindGrouplLayout: (device: number, length:

number) : number => {
wLayout /= memU32.BYTES PER ELEMENT
const descEntries: GPUBindGroupLayoutEntry[] = []
while (length--) {
const kind = memU32[wLayout + 0]
descEntries.push ({
binding: memU32[wLayout + 1],
visibility: memU32[wLayout + 2],
buffer: (kind === 0)
?

number, wLayout:

type: BUFFER BINDING TYPE[memU32[wLayout + 3]],

hasDynamicOffset: memU32[wLayout + 4] === 1,
minBindingSize: memU32[wLayout + 5],
} : undefined,
sampler: (kind === 1)
? |
type: 'filtering',
} ¢ undefined,
texture: (kind === 2)
? |
sampleType: 'float'
} : undefined,
storageTexture: undefined,
externalTexture: undefined
})
wLayout += 6
}

const bindGroupLayout = gpuDevices.get (device)

.createBindGroupLayout ({ label: undefined, entries:

return gpuBindGroupLlayouts.store (bindGroupLayout)

descEntries })
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}y
papiGpuCreatePipelinelayout: (device: number, length: number, wLayout:
number) : number => {
wLayout /= memU32.BYTES PER ELEMENT
const bindGroupLayouts: GPUBindGroupLayout[] = []
while (length--) {
bindGroupLayouts.push (gpuBindGroupLayouts.get (memU32 [wLayout]))
wLayout += 1
}
const pipelinelayout = gpuDevices.get (device)
.createPipelinelayout ({
label: undefined,
bindGroupLayouts: bindGroupLayouts
})
return gpuPipelinelayouts.store (pipelinelayout)
b
papiGpuCreateRenderPipeline: (device: number, wPipeline: number): number
=>{
wPipeline /= memU32.BYTES PER ELEMENT;
const pipelinelayout = gpuPipelinelayouts.get (memU32[wPipeline + 0]);
const vertexShader = gpuShaderModules.get (memU32[wPipeline + 1]);

const bufferlLayouts: GPUVertexBufferLayout[] = [];
let wBuffers = (wPipeline + 2) * memU32.BYTES PER ELEMENT;
let wAttr = memU32[wPipeline + 3];
for (let i = 0; 1 < 4; ++i) {
const serialized = memU8[wBuffers + i];

if (serialized === 0) break;
const attrCount = 0x7F & serialized;
const stepMode = (0x80 & serialized) ? 'instance' : 'vertex';

const bufferDesc: GPUVertexBufferLayout = {
arrayStride: O,
stepMode: stepMode,
attributes: []
bi
for (let i = 0; 1 < attrCount; ++i, wAttr += 2) {
const formatEnum = memU8 [wAttr + 0];
const shaderLocation = memU8[wAttr + 11];
(bufferDesc.attributes as GPUVertexAttribute[]) .push ({
format: VERTEX FORMAT[formatEnum],
offset: bufferDesc.arrayStride,
shaderLocation
1)
bufferDesc.arrayStride += VERTEX FORMAT SIZE[formatEnum];
}
bufferLayouts.push (bufferDesc);
}

const wFrag = memU32[wPipeline + 4] / memU32.BYTES PER ELEMENT
const fragState: GPUFragmentState | undefined = (wFrag !== 0)
? |
module: gpuShaderModules.get (memU32[wFrag + 0]),
entryPoint: 'fragment main',
targets: [
{
format: canvasFormat,
blend: undefined,
writeMask: undefined

} ¢ undefined

const cull = (memU32[wPipeline + 5] !== 0) ? 'back' : 'none'
const psoDesc: GPURenderPipelineDescriptor = {
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label: undefined,
layout: pipelinelayout,
vertex: {
module: vertexShader,
entryPoint: 'vertex main',
buffers: bufferLayouts
b
fragment: fragState,
primitive: {
topology: 'triangle-list',
cullMode: cull,
frontFace: 'ccw'
b
depthStencil: {
depthWriteEnabled: true,
depthCompare: 'less',
format: 'depth24plus',
b
multisample: undefined
}
console.log (JSON.stringify (psoDesc.vertex.buffers, null, 2));
const pipeline = gpuDevices.get (device) .createRenderPipeline (psoDesc)
return gpuRenderPipelines.store (pipeline)
by
papiGpuCreateBindGroup: (device: number, layout: number, length: number,
wEntries: number): number => {
wEntries /= memU32.BYTES_PER_ELEMENT
const entries: GPUBindGroupEntry[] = []
while (length--) {
const kind = memU32 [wEntries + 0]
let resource: GPUBindingResource
if (kind === 0) {
resource = {
buffer: gpuBuffers.get (memU32 [wEntries + 2]),
offset: undefined,
size: undefined

}
} else if (kind === 1) {

resource = gpuSamplers.get (memU32[wEntries + 2])
} else if (kind === 2) {
resource = gpuTextureViews.get (memU32 [wEntries + 2])

}

entries.push({ binding: memU32 [wEntries + 1], resource: resource! })
wEntries += 3

}

const bindGroup = gpuDevices.get (device) .createBindGroup ({
label: undefined,
layout: gpuBindGroupLayouts.get (layout),
entries: entries

})

return gpuBindGroups.store (bindGroup)

}y

papiGpuWriteBuffer: (device: number, buffer: number, bufferOffset:
number, offset: number, size: number): void => {
gpuDevices.get (device) .queue.writeBuffer (
gpuBuffers.get (buffer),
bufferOffset,
wasmMem.buffer,
offset,
size
)
by

papiGpuUpload: (buffer: number, DbufferOffset: number, source: number,
offset: number, size: number): void => {
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const mapped = new Uint8Array (
gpuBuffers.get (buffer) .getMappedRange (bufferOffset, size));

mapped.set (new Uint8Array (PRELOADED [source], offset, size));
by
papiGpuUnmap: (buffer: number): void => ({
gpuBuffers.get (buffer) .unmap () ;
b
papiGpuCreateShader: (device: number, source: number): number =>
const utf8reader = new TextDecoder():;
const shaderCode = utf8reader.decode (PRELOADED[source]) ;
const shaderModule = gpuDevices.get (device).createShaderModule ({ code:
shaderCode 1});
return gpuShaderModules.store (shaderModule) ;
by
papiGpuSetPipeline: (pipeline: number): void => ({
renderPassGlobal!.setPipeline (gpuRenderPipelines.get (pipeline));
b

papiGpuSetVertexBuffer: (slot: number, buffer: number, offset: number):
void => {

renderPassGlobal!.setVertexBuffer (slot, gpuBuffers.get (buffer),
offset);

br
papiGpuSetIndexBuffer: (buffer: number, offset: number): void => ({

renderPassGlobal!.setIndexBuffer (gpuBuffers.get (buffer), 'uintle',
offset);

b
papiGpuDraw: (vertexCount: number): void => {

renderPassGlobal! .draw (vertexCount) ;

by

papiGpuDrawIndexed: (indexCount: number): void => {
renderPassGlobal!.drawIndexed (indexCount) ;

br

papiGpuSetBindGroup: (index: number, bindGroup: number): void => ({
renderPassGlobal!.setBindGroup (index, gpuBindGroups.get (bindGroup)) ;

}y

}
})

const engine = instance.exports

const adapter = await navigator.gpu.requestAdapter ({
powerPreference: 'low-power'

b

if (!'adapter) throw new Error ()

const device = await adapter.requestDevice ()
device.lost.then(() => {

console.log ('GPU lost."')
)

gpuDevices.store (device)

function createCanvas () {
const canvas = document.createElement ('canvas')
canvas.id = 'fullscreen'

// https://web.dev/device-pixel-content-box/

const observer = new ResizeObserver (([canvasEntry]) => {
const deviceSize = canvasEntry.devicePixelContentBoxSize[0]
needResize = { width: deviceSize.inlineSize, height: deviceSize.blockSize

engine.handleResize (deviceSize.inlineSize, deviceSize.blockSize)
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})

observer.observe (canvas, { box: 'device-pixel-content-box' })

return canvas

let depthTexture: GPUTexture | null = null;
let needResize: { width: number, height: number } | null = null

function handleResize (width: number, height: number) ({
canvas.width = width;
canvas.height = height;

if (depthTexture) {
depthTexture.destroy () ;

depthTexture = device.createTexture ({
size: { width: width, height: height },
format: 'depth24plus',
usage: GPUTextureUsage.RENDER ATTACHMENT,
})

const canvas = createCanvas ()
document .body.appendChild (canvas)

const swapChain = canvas.getContext ('webgpu')
if (!swapChain) throw new Error ()
console.log(swapChain)

const canvasFormat = navigator.gpu.getPreferredCanvasFormat ()
swapChain.configure ({

device: device,

usage: GPUTextureUsage.RENDER ATTACHMENT | GPUTextureUsage.COPY SRC /* copy
for zoom */,

format: canvasFormat,

alphaMode: 'opaque'
1)

const nearestSampler = device.createSampler ({
magFilter: 'nearest',
minFilter: 'nearest',

1)

gpuSamplers.store (nearestSampler)

let simpleTexture: GPUTexture
{
simpleTexture = device.createTexture ({
size: { width: 4, height: 4 },
format: 'bgra8unorm-srgb',
viewFormats: ['bgra8unorm'],
usage:
GPUTextureUsage.TEXTURE BINDING |
GPUTextureUsage.COPY DST |
GPUTextureUsage.RENDER_ATTACHMENT,
})
device.queue.writeTexture (
{ texture: simpleTexture 1},
new Uint8Array (PRELOADED[4], 0x96),
{ bytesbPerRow: 4 * 1 * 4 },
{ width: 4, height: 4 1},
) ;



const simpleTextureView = simpleTexture.createView ({ format:

gpuTextureViews.store (simpleTextureView); // idx:

let rtCopy: GPUTexture
{

rtCopy = device.createTexture ({
size: { width: 20, height: 20 1},

0

format: swapChain!.getCurrentTexture () .format,

usage:
GPUTextureUsage.TEXTURE BINDING |
GPUTextureUsage.COPY DST |
GPUTextureUsage.RENDER ATTACHMENT,

});

gpuTextureViews.store (rtCopy.createView()) ;

// idx:

awailt new Promise (resolve => setTimeout (resolve,
handleResize (needResize!.width, needResize!.height)

engine.initialize()
let renderPassGlobal: GPURenderPassEncoder
const zoomOrigin = { x: 0, y: 0 };

function mainLoop () {
if (needResize) {

null

100));

null

handleResize (needResize.width, needResize.height);

const cmdBuffer = device.createCommandEncoder ()

const renderPass = cmdBuffer.beginRenderPass ({

colorAttachments: [{

view: swapChain!.getCurrentTexture () .createView(),
1.0 3},

clearvalue: { r: 1.0, g: 1.0, b: 1.0,
// clearValue:
// clearValue:
loadOp: 'clear',
storeOp: 'store'

1y

depthStencilAttachment: {
view: depthTexture!.createView(),
depthClearValue: 1.0,
depthLoadOp: 'clear',
depthStoreOp: 'store',

}

{ r:
{ r: 0.05, g: 0.05, b:

})

renderPass

renderPassGlobal
engine.tick ()
renderPassGlobal = null
renderPass.end ()

cmdBuffer.copyTextureToTexture (

{ texture: swapChain!.getCurrentTexture(),

{ texture: rtCopy 1},
{ width: 20, height: 20 }
) .

0.0, g: 0.0, b: 0.0, a:
0.15,

1.
a:

origin:

0},
1.0 1},

'bgra8unorm’

zoomOrigin },

// TODO: Here we should add next renderpass, but in current impl

// zoomed part of current frame is rendered in the next one
// (also can't show zoom what's rendered under zoomed area).

device.queue.submit ([cmdBuffer.finish()])
requestAnimationFrame (mainLoop)
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}

requestAnimationFrame (mainLoop)

const KeyCodesMap = new Map ([
["KeyWw', 17,
['KeyA', 2],
['KeyS', 31,
['KeyD', 41,
["ArrowUp', 5],

['"ArrowLeft', 6

[

[

[

[

1)

window.addEventListener ('keyup', (e) => {
if (e.code === 'KeyP') {
canvas.toBlob ((blob) => {
navigator.clipboard.write ([
new ClipboardItem({ [blob!.typel: blob! }),
1)
}, 'image/png');
}
const num = KeyCodesMap.get (e.code)
if (num !'= null) {
engine.handleMovement (num)
}
1)

canvas.addEventListener ('mousemove', (e) => {

const radius = 10

zoomOrigin.x = Math.min (Math.max (0, Math.floor(e.x *
window.devicePixelRatio - radius)), canvas.width - radius * 2)

zoomOrigin.y = Math.min (Math.max (0, Math.floor(e.y *
window.devicePixelRatio - radius)), canvas.height - radius * 2)
H)
window.document.body.addEventListener ('click', async () => {

const fonts = await window.queryLocalFonts ({ postscriptNames: ['SegoeUI']
1)

const segoeUI = fonts[0];

const blob = await segoeUI.blob();
const data = await blob.arrayBuffer();

const fontPtr = engine.malloc(data.bytelLength);

memU32 = new Uint32Array (wasmMem.buffer)

memU8 = new Uint8Array (wasmMem.buffer)

new Uint8Array (wasmMem.buffer, fontPtr).set (new Uint8Array(data));
console.time ('setFont')

engine.setFont (fontPtr, data.bytelLength);

console.timeEnd ('setFont')

)

A.3. ®aiin lib.zig

const assert = (@import ("std") .debug.assert;

const Math = Q@import ("std") .math;

const std = @import ("std");

const font = @import ("./text object/font reader.zig");
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const textRun = @import ("./text object/text run.zig");
const camera = Q@import ("./camera.zig");

var gpa = std.heap.GeneralPurposeAllocator(.{}){};
// var arena = std.heap.ArenaAllocator.init (std.heap.page allocator);
const alloc = gpa.allocator();

export fn malloc (size: usize) [*]u8 {
const slice = alloc.alloc(u8, size) catch unreachable;
return slice.ptr;

}

export fn free (ptr: [*]u8, size: usize) void {
alloc.free(ptr[0..sizel);

}

var fontStorage: []Ju8 = undefined;
export fn setFont (bytes: [*]u8, size: u32) void {

fontStorage = bytes[0..size];

font.initialize(@alignCast (4, fontStorage)) catch unreachable;
}
// buffer={index (ul6),position (vec3<£32>),data(normal,color...)}
const Primitive = struct {

buffer: JsRef,
size: u32,
vertexCount: ulo,
indexCount: uleo,

fn positionOffset (self: Primitive) u32 {
return self.indexCount * @sizeOf (ul6);

}

fn dataOffset (self: Primitive) u32 {
return self.positionOffset () + self.vertexCount * @sizeOf ([3]1£32);
}
}i

const Window = struct {
width: u32,
height: u32,

bi

var window =
.width = 1,
.height = 1,

Window {

}i
const deviceRef: JsRef = 0;

//#region 3D path
// TODO: should it be called per viewport?

var unlitShader: JsRef = undefined;
var unlitPipeline: JsRef = undefined;
var litShader: JsRef = undefined;

var litPipeline: JsRef = undefined;

var plane: Primitive = undefined;
var monkey: Primitive = undefined;
//#endregion

const Box2D = struct {

width: £32,
height: £32,
marginTop: £32,
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marginLeft: £32,

fn writeToBuffer (self: Box2D, primitive: *Primitive) void ({
[_]

const rectData = [ ]1£32{

self.marginlLeft + self.width, self.marginTop + O, 1, 0O,
self.marginleft + 0, self.marginTop + O, 0, O,
self.marginleft + self.width, self.marginTop + self.height, 1, 1,
//

self.marginlLeft + 0, self.marginTop + O, o, O,
self.marginlLeft + 0, self.marginTop + self.height, 0, 1,
self.marginleft + self.width, self.marginTop + self.height, 1, 1,

bi
papiGpuWriteBuffer (deviceRef, primitive.buffer, 0, @ptrCast([*]const u8,
&rectData), primitive.size);
}
}i

var msdfCurveShader: JsRef = undefined;
var msdfCurvePipeline: JsRef = undefined;

export fn initialize () wvoid {
unlitShader = papiGpuCreateShader (deviceRef, (1))
litShader = papiGpuCreateShader (deviceRef, (2));
sdfCurveShader = papiGpuCreateShader (deviceRef, (7));

const meshesBuf = papiGpuCreateBuffer (deviceRef,
4096,
GPUBufferUsage.Vertex | GPUBufferUsage.Index

) ;

plane = Primitive({
.size = 150,
.vertexCount = 6,
.indexCount = 6,

.buffer = meshesBuf,
bi
papiGpuUpload (meshesBuf, 0, (0), 0, plane.size);
papiGpuUnmap (meshesBuf) ;

const meshesBuf = papiGpuCreateBuffer (deviceRef,
64000,
GPUBufferUsage.Vertex | GPUBufferUsage.Index
) ;
monkey = Primitive({
.size = 52992,
.vertexCount = 1966,
.indexCount = 2904,
.buffer = meshesBuf,
bi
papiGpuUpload (meshesBuf, 0, (6), 0, monkey.size);
papiGpuUnmap (meshesBuf) ;

const meshesBuf = papiGpuCreateBuffer (deviceRef,
4096,
GPUBufferUsage.Vertex | GPUBufferUsage.CopyDst
)
zoomVertData = Primitive({
.slze = (2 + 2) * 6 * 4,
.vertexCount = 6,
.indexCount = 0,
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.buffer = meshesBuf,
bi
papiGpuUnmap (meshesBuf) ;

const meshesBuf = papiGpuCreateBuffer (deviceRef,
4096,
GPUBufferUsage.Vertex | GPUBufferUsage.CopyDst
)
btnVertData = Primitive({
.size = (2 + 2) * 6 * 4,
.vertexCount = 6,
.indexCount = 0,
.buffer = meshesBuf,
bi
papiGpuUnmap (meshesBuf) ;

perCamBuffer = papiGpuCreateBuffer (deviceRef,
@sizeOf (PerCamUniform),
GPUBufferUsage.Uniform | GPUBufferUsage.CopyDst
) ;
const layoutEntries = [ ]GPUBindGroupLayoutEntry{
A
.kind = GPUBindGroupLlayoutEntry.Kind.Buffer,
.binding = O,
.visibility = GPUShaderStage.Vertex | GPUShaderStage.Fragment,

.data = .{
.buffer = .{
.type = GPUBufferBindingType.Uniform,
.hasDynamicOffset = false,
.minBindingSize = @sizeOf (PerCamUniform),
by
}y
}y
bi
perCamBindGroupLayout = papiGpuCreateBindGroupLayout (deviceRef,
layoutEntries.len, &layoutEntries);
const bindGroupLayouts = [ ]JsRef{perCamBindGroupLayout};
perCamPipelinelLayout = papiGpuCreatePipelinelayout (deviceRef,

bindGroupLayouts.len, &bindGroupLayouts)
}

const bufferLayouts = [ Ju8{
GPUVertexBufferLayout.serialize (1, GPUVertexStepMode.Vertex),
GPUVertexBufferlLayout.serialize (1, GPUVertexStepMode.Vertex),
0, undefined,

}i

var vertexAttributes = [ ]GPUVertexAttribute({

.{ .format = GPUVertexFormat.Float32x3, .shaderLocation = 0 1},
.{ .format = GPUVertexFormat.Float32x3, .shaderLocation = 1 },

}s

var fragState = GPUFragmentState(
.module = unlitShader,

}s

const psoDesc = GPURenderPipelineDescriptor{
.layout = perCamPipelinelayout,
.vertex = .{
.module = unlitShader,



83

.buffers = bufferlLayouts,
.attributes = &vertexAttributes,
b
.fragment = &fragState,
.cullBackface = false,
bi
unlitPipeline = papiGpuCreateRenderPipeline (deviceRef, &psoDesc);

const bufferLayouts = [ Ju8{
GPUVertexBufferLayout.serialize (1, GPUVertexStepMode.Vertex),
GPUVertexBufferLayout.serialize (1, GPUVertexStepMode.Vertex),
0, undefined,

}i

var vertexAttributes = [ ]GPUVertexAttribute({

.{ .format = GPUVertexFormat.Float32x3, .shaderLocation = 0 },
.{ .format = GPUVertexFormat.Float32x3, .shaderLocation =1 },

}i

var fragState = GPUFragmentState(
.module = litShader,
}i

const psoDesc = GPURenderPipelineDescriptor(
.layout = perCamPipelinelayout,
.vertex = .{
.module = litShader,
.buffers = bufferlayouts,
.attributes = &vertexAttributes,
br
.fragment = &fragState,
.cullBackface = true,
bi
litPipeline = papiGpuCreateRenderPipeline (deviceRef, &psoDesc);

const uniformBindGroupEntries = [ ]GPUBindGroupEntry({
A
.kind = GPUBindGroupLlLayoutEntry.Kind.Buffer,
.binding = O,
.resource = .{ .ref = perCamBuffer },
by
}i
perCamBindGroup = papiGpuCreateBindGroup (deviceRef, perCamPipelinelayout,
uniformBindGroupEntries.len, &uniformBindGroupEntries);
}
}

export fn tick () void {

camera.transform() ;

papiGpuWriteBuffer (deviceRef, camera.perCamBuffer, 0, @ptrCast([*]const u8,
&camera.firstCamUniform), @sizeOf (@TypeOf (camera.firstCamUniform)));

papiGpuSetBindGroup (0, perCamBindGroup) ;

// plane

papiGpuSetPipeline (unlitPipeline) ;

papiGpuSetIndexBuffer (plane.buffer, 0);
papiGpuSetVertexBuffer (0, plane.buffer, plane.positionOffset());
papiGpuSetVertexBuffer (1, plane.buffer, plane.dataOffset());
papiGpuDrawIndexed (plane.indexCount) ;

// monkey

papiGpuSetPipeline (1litPipeline);



papiGpuSetIndexBuffer (monkey.buffer,

0);

papiGpuSetVertexBuffer (0, monkey.buffer,
papiGpuSetVertexBuffer (1, monkey.buffer,
papiGpuDrawIndexed (monkey.indexCount) ;

textRun.draw () ;

}

export fn handleResize (width: u32, height:

window.width = width;
window.height = height;
}

A.4. ®aiin camera.zig

const assert = (@import ("std").debug.assert;

const Math = Q@import ("std") .math;
const std = @import ("std");

const math3d = Q@import ("./math3d.zig");

const Vector3 = math3d.Vector3;
const Vector4 = math3d.Vectord;
const Quaternion = math3d.Quaternion;
const Matrix4 = math3d.Matrix4;

’

monkey.positionOffset());
monkey.dataOffset ());

u32) void {

var perCamBindGroupLayout: JsRef = undefined;
var perCamPipelinelayout: JsRef = undefined;

var perCamBuffer: JsRef = undefined;

var perCamBindGroup: JsRef = undefined;

const PerCamUniform = extern struct ({
viewProj: Matrix4,
camPos: Vector4,
lightPos: Vector4,

}i

var firstCamUniform = PerCamUniform/{
.viewProj = Matrix4.Identity,
.camPos = Vector4.new(0, 0, 0, 1),
.lightPos = Vector4.new (0, -15, 15,
}i

// from RH z-up to LH y-up

const ndcMatrix = Matrix4.new (. {
1, 0, 0, O,
OI OI 1’ OI
OI 1’ OI OI
0, 0, 0, 1

14 14 14

1)

/// For NDC with LH y-up.

fn perspective (
left: £32, bottom: £32, near: £f32,
right: £32, top: £32, far: £32

) Matrix4 {
const x = 2 * near / (right - left);
const y = 2 * near / (top - bottom);

const a = - (right + left) / (
const b = -(top + bottom) / (
const ¢ = far / (far - near);

right - left);
top - bottom);
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const d = -far * near / (far - near);

return Matrix4.new (. {
x, 0, a, O,
O/ Y b/ O/
0, 0, ¢, d,
o, 0, 1, O
}) .mul (ndcMatrix) ;

}

/// For NDC with LH y-up.

fn orthographic (
left: £32, bottom: £32, near: £f32,
right: £32, top: £32, far: f32

) Matrix4 {
const sx = 2 / (right - left);
const sy = 2 / (top - bottom);
const sz = 1 / (far - near);
const tx = -(right + left) / (right - left);
const ty = -(top + bottom) / (top - bottom);
const tz = -near / (far - near);
return Matrix4.new (. {
SX, 0, 0, tx,
0, sy, 0, ty,
0, 0, sz, tz,
o, 0, 0, 1
}) .mul (ndcMatrix) ;
}
var camCenter = Vector3.Zero;
var camPos = Vector3.Zero;
var camRot = Quaternion.Identity;
var camYaw: f£32 = 0;
var camPitch: £32 = 0;
var camRoll: £32 = 0;
export fn transform () void {
const view =
Matrix4.fromQuaternion (camRot.normalize () .invert ()) .mul (
Matrix4.fromTranslation (camPos.negate()));
const aspect: £32 = 1;
const near: f32 = 0.1;
const far: f£32 = 100;
const fovy: f32 = 1; // rad
const angle = fovy / 2;
const ymax = near * @tan(angle);
const xmax = ymax * aspect;
firstCamUniform.viewProj = perspective (

-xXmax, -ymax, near,
xmax, ymax, far
) .mul (view) ;

}

const KeyCode =

KeyWw = 1,
KeyA,
KeysS,
KeyD,
ArrowUp,

ArrowLeft,

enum (u32)

{



ArrowRight,
ArrowDown,
KevyQ,
KevyE,

bi

export fn handleMovement (code:
camCenter = switch (code) {
.KeyW => Vector3.new(camCenter.x,
.KeyS => Vector3.new(camCenter.x,
.KeyA => Vector3.new (camCenter.x -
.KeyD => Vector3.new (camCenter.x +
else => camCenter

}i

const deltaRad =
switch (code) {
.ArrowUp => { camPitch -=

Math.pi / 18.0;

KeyCode)

void {

camCenter.y + 1,
camCenter.y - 1,
1, camCenter.y,
1, camCenter.y,

deltaRad; 1},

.ArrowDown => { camPitch += deltaRad; },
.ArrowLeft => { camYaw += deltaRad; 1},

.ArrowRight => { camYaw -= deltaRa
.KeyQ => { camRoll -= deltaRad; },
.KeyE => { camRoll += deltaRad; },
else => {},

camRot = Quaternion.fromEuler (camPit

const lookDirection =

const radius: f£32 = 5;
camPos = lookDirection.negate () .scal
firstCamUniform.camPos =

A.5. ®aiin text_run.zig

std =
Vector2 =
Vector3 =
Quaternion =
Font = @import("./font reader.zi

const @import ("std");
const
const
const

const

const TextAlign = enum {
Left,

Center,

Right,

}s

const TextRun = struct {
text: std.ArrayList (u8),
isDirty: bool,
font: *Font,
capSize: £32,
color: £f32[4],
origin: Vector3,
rotation: Quaternion,
textAlign: TextAlign,
outlineColor: £32[4],
shadowColor: £32[47],

d; 1},

ch, camRoll,

Vector3.Forward.rotate (camRot) ;

e (radius) ;

Vectord.fromVec3 (camPos, 1.

@import ("../util/math2d.zig") .Vector2;
@import ("../util/math3d.zig") .Vector3;
@import ("../util/math3d.zig") .Quaternion;

g") .Font;

camCenter.
camCenter.
camCenter.
camCenter.

camYaw) ;

0);

N N N N
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~
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~
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outlineSize: £32,
shadowSize: £f32,
bi

const TextSystem = struct {
textPipeline: JsRef,

A.6. ®aiin text_shaping.zig

const std = @import ("std");
const hb = @cImport ({
@cInclude ("hb.h") ;
1)
const math2d = @import ("../util/math2d.zig");
const Vector?2 = math2d.Vector2;
const BoundingBox = math2d.BoundingBox;

pub const ShapedGlyph = struct {
id: ule,
bbox: BoundingBox,

}i

pub const TextShaper = struct {
buffer: *hb.hb buffer t,
font: *hb.hb font t,
face: *hb.hb face t,
shaper: hb.hb script t,

pub fn init () TextShaper {
var buffer = hb.hb buffer create();
hb.hb buffer set direction(buffer, hb.HB DIRECTION LTR);
hb.hb buffer set script (buffer, hb.HB SCRIPT LATIN);
hb.hb buffer set language (buffer, hb.hb language from string("en", -1));

return TextShaper {
.buffer = buffer,
.font = hb.hb font create(),
.face = hb.hb face create(),
.shaper = hb.hb script from string("en", -1),
bi
}

pub fn shape (self: *TextShaper, text: [lconst u8)
std.ArrayList (ShapedGlyph) {

hb.hb buffer add utf8(self.buffer, text.ptr, text.len, 0, text.len);
hb.hb shape (self.font, self.buffer, null, 0);

var glyph count: u32 = undefined;
var glyphs = hb.hb buffer get glyph infos(self.buffer, &glyph count);

var positions = hb.hb buffer get glyph positions (self.buffer,
&glyph count) ;

var 1 = 0;
var out = std.ArrayList (ShapedGlyph) .init (std.heap.page_allocator);
while (i < glyph count) : (i += 1) {

var glyph = glyphs[i];

var position = positions[i];

var shaped = ShapedGlyph {
.id = @intCast(ul6, glyph.codepoint),



.bbox BoundingBox {

.min = Vector2 {
.Xx = @intToFloat (£32, position.x offset),
.y = @intToFloat (£32, position.y offset),
by
.max = Vector2 {
.x = @intToFloat (£32, position.x offset + position.x advance),
.y = @intToFloat (£32, position.y offset + position.y advance),

by
by
bi
out.append (shaped)
}

return out;

catch unreachable;

}

pub fn deinit (self: *TextShaper) void {
hb.hb buffer destroy(self.buffer);
hb.hb font destroy(self.font);
hb.hb face destroy(self.face);
}
}i

A.7. ®aiin font_reader.zig

std
mem
assert
read
Vector2
BezierQuad

const
const
const
const
const
const

@import ("std") ;

@import ("std") .mem;

std.debug.assert;

mem.readIntSliceForeign;

@import ("../util/math2d.zig") .Vector2;
@import ("../util/math2d.zig") .BezierQuad;

pub const Glyph
scale: Vector?2,
contours: std.ArrayList (Contour),

}i

struct {

pub const Contour

struct {

segments: std.ArraylList (BezierQuad),
}i
const Tag = extern union {
str: [4]u8,
num: u32,
pub fn new (str: *const [4]u8) Tag {
return Tag{ .str = str.* };
}
pub fn equal (self: Tag, other: Tag) bool {

return self.num other.num;

}
}s

const TableBytes const u8;

[lalign (4)
const TableDirectory =
sfntVersion: Tag,
numTables: ulé6,
_searchRange: ulg,

extern struct {



_entrySelector: ule,
_rangeShift: ule,
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pub fn fromBytes (bytes: TableBytes) FontError!*const TableDirectory {

if (bytes.len < @sizeOf (TableDirectory)) {
return error.InvalidFont;
}
return @ptrCast (*const TableDirectory, bytes.ptr);
}

pub fn tableRecords (self: TableDirectory, bytes: TableBytes)
FontError! []const TableRecord {
const numTables = (@byteSwap (self.numTables);
if (bytes.len - @sizeOf (TableDirectory) < numTables *

@sizeOf (TableRecord)) {

return error.InvalidFont;

}

return @ptrCast(
[*]const TableRecord,
bytes[@sizeOf (TableDirectory) ..].ptr

) [0..numTables];

}

pub fn findTableBytes (
comptime TableT: type,
records: []Jconst TableRecord,
bytes: TableBytes
) FontError!TableBytes {
var tblRecord: ?*const TableRecord = null;
for (records) |*record]| {
if (record.tableTag.equal (TableT.TAG)) {
tblRecord = record;
break;

}

if (tblRecord == null) return error.InvalidFont;

const offset = (@byteSwap (tblRecord.?.offset);
const length = @byteSwap (tblRecord.?.length);

if (!mem.isAligned(offset, 4) or
bytes.len < offset + length or
length < @bitSizeOf (TableT) / 8
) A
return error.InvalidFont;

}

return @alignCast (4, bytes[offset..offset + length]);
}

pub fn findTable (
comptime TableT: type,
records: []Jconst TableRecord,
bytes: TableBytes
) FontError!*const TableT {
const tableBytes = try TableDirectory.findTableBytes (TableT,
bytes) ;
return @ptrCast (*const TableT, tableBytes.ptr);
}
bi

const TableRecord = extern struct {
tableTag: Tag,
checksum: u32,

records,



offset:
length:
b

u3z,
u32,

const LocaTable
const TAG = T
Short: ArrayR
Long: ArrayRe

pub fn fromBytes (bytes: []Jconst u8, isLong: bool) LocaTable {
var stream = Stream.new (bytes);
return if (isLong) .{
.Long = stream.readArrayToEnd (u32)
} else .{
.Short = stream.readArrayToEnd (ul6)
bi
}
pub fn getGlyphBytes (self: LocaTable, glyphId: ulé6, glyf:
FontError! []Jconst u8 {
var start: u32 = 0;
var end: u32 = 0;
if (glyphId == std.math.maxInt (ul6)) {

return er

}

switch (sel
.Short =>
start =
end = 2
b
.Long =>
start =
end = t
b
}
if (start >
if (glyf.le

return glyf
}
bi

const MaxpTable
const TAG = T
version: u32,
numGlyphs: ul
}i

const GlyphPoin
x: 1il6,
y: ile,
onCurve: bool
endOfCurve: b
}i

const GlyfTable
const TAG = T

fn parseGlyph
var stream
const glyph
const
const
const
const

xMax
yMax

XMin =
yMin =

= union (enum) {
ag.new ("loca");
eader (ulo),

ader (u32),

ror.InvalidFont;

£) |
|loffsets| {
2 * @as(u32,
* Qas (u32,

try offsets.get (glyphId)):;
try offsets.get (glyphId + 1));

|loffsets| {
try offsets.get (glyphId);
ry offsets.get (glyphId + 1);

end) return error.InvalidFont;
n < end) return error.InvalidFont;
[start..end];

= extern struct {
ag.new ("maxp") ;

6,

t = struct {

14

ool,

= extern struct {
ag'new ("glyf") ,.

(bytes: []const u8)
= Stream.new (bytes);
Type = try stream.read(il6);

@intToFloat (£f32, try stream.read(il6));
@intToFloat (£f32, try stream.read(il6));
@intToFloat (f32, try stream.read(il6))
@intToFloat (£32, try stream.read(il6))

FontError!Glyph ({

’

’

[Jconst
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u8)



if (glyphType < 0) {
// composite glyph
return error.UnsupportedFont;
}
if (glyphType == 0) {
return error.InvalidFont;
}
// simple glyph
const numberOfContours = @intCast (ul6, glyphType);
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const endPtsOfContours = try stream.readSoaField(ul6, numberOfContours);

// skip instructions
const instructionLength = try stream.read(ulo6);
stream.skipArray(u8, instructionLength);

const numPts = endPtsOfContours.get (numberOfContours - 1) +% 1;
if (numPts == 0) {
return error.InvalidFont;
}
var glyphFlags: CheckedStream = undefined;
var xCoordinates: CheckedStream = undefined;
var yCoordinates: CheckedStream = undefined;
{
var tmpStream = Stream.new(stream.bytes);
var pointIdx: u32 = 0;
var xLen: u32 = 0;
var yLen: u32 = 0;
while (pointIdx < numPts) {
const flags = try tmpStream.read(u8);
var repeats: u32 = if (flags & 0x08 != 0) try tmpStream.read (u8)
0;
repeats += 1;
// if (flags & 0x02 != 0)
xLen += @boolToInt (flags & 0x02 != 0) * repeats * @sizeOf (u8);
// else if (flags & 0x10 == 0)
xLen += (@boolToInt(flags & (0x02 | 0x10) == 0) * repeats
@sizeOf (i16);
// if (flags & 0x04 != 0)
yLen += @boolToInt (flags & 0x04 != 0) * repeats * @sizeOf (u8);
// else if (flags & 0x20 == 0)
yLen += (@boolToInt(flags & (0x04 | 0x20) == 0) * repeats
@sizeOf (i116);
pointIdx += repeats;
}
const flen = @ptrTolInt (tmpStream.bytes.ptr)
@ptrTolInt (stream.bytes.ptr);
glyphFlags = try stream.readStream(fLen);
xCoordinates = try stream.readStream(xLen) ;
yCoordinates = try stream.readStream(yLen) ;
}
var contours = std.ArrayList (Contour).init (std.heap.page allocator);
var currContour = try contours.addOne();

0;
= endPtsOfContours.get (contourIdx) ;

var contourIdx: ul6 =
var lastPointIdx: ulb
var pointIdx: ulé = 0;
var xPrev: ilo6 = 0;

else

*

*



var yPrev: il6 = 0;
var repeats: u8 = 0;
var flags: u8 = 0;
while (pointIdx < numPts) : (pointIdx += 1) {
if (repeats == 0) {
flags = glyphFlags.read(u8);
repeats = if (flags & 0x08 != 0) glyphFlags.read(u8) else 0;
} else {
repeats -= 1;
}

if (flags & 0x02 !'= 0) {

var abs: 116 = xCoordinates.read (u8);

xPrev += if (flags & 0x10 != 0) abs else -abs;
} else if (flags & 0x10 == 0) {

xPrev += xCoordinates.read(il6);

}

if (flags & 0x04 != 0) {

var abs: 116 = yCoordinates.read(u8);

yPrev += if (flags & 0x20 != 0) abs else -abs;
} else if (flags & 0x20 == 0) {

yPrev += yCoordinates.read(ilo);

}

const point = GlyphPoint{

.X = xPrev,

.y = yPrev,

.onCurve = (flags & 0x01 != 0),
.endOfCurve = (pointIdx == lastPointIdx),

}i
try currContour.segments.addOne (point) ;

if (pointIdx == lastPointIdx) {
contourIdx += 1;
if (contourIdx < numberOfContours) {
lastPointIdx = endPtsOfContours.get (contourlIdx);
currContour = try contours.addOne ()
} else break;

}

return Glyph/{
.scale = Vector2.new(xMax - xMin, yMax - yMin),
.contours = contours,
}i
}
}i

const Stream = struct {

bytes: []const us8,

pub fn new (bytes: []Jconst u8) Stream ({
return .{ .bytes = bytes };

}

pub fn read (self: *Stream, comptime T: type) FontError!T {
if (self.bytes.len < @sizeOf(T)) {

return error.InvalidFont;

}
const value = mem.readIntForeign (T, &self.bytes[0]);
self.bytes = self.bytes[@sizeOf(T)..];
return value;
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pub fn readSoaField (self: *Stream, comptime T: type, soalen: u32)
FontError!SoaReader (T) {
if (self.bytes.len < soalen * @sizeOf(T)) {
return error.InvalidFont;
}
const reader = SoaReader (T) .new(self.bytes.ptr);
self.bytes = self.bytes[soalen * @sizeOf(T)..];
return reader;
}
pub fn readStream (self: *Stream, streamlLen: usize) FontError!CheckedStream
{
if (self.bytes.len < streamlLen) {
return error.InvalidFont;
}
const reader = CheckedStream.new(self.bytes.ptr);
self.bytes = self.bytes[streamlen..];
return reader;
}
pub fn readArrayToEnd (self: *Stream, comptime T: type) ArrayReader (T) {
const reader = ArrayReader (T).fromBytes (self.bytes);
self.bytes = self.bytes[self.bytes.len..];
return reader;
}
pub fn skip (self: *Stream, comptime T: type) void {
const advanceBy = (@minimum(self.bytes.len, @sizeOf(T));
self.bytes = self.bytes[advanceBy..];
}
pub fn skipArray (self: *Stream, comptime T: type, len: ul6) void {
const advanceBy = @minimum(self.bytes.len, len * @sizeOf (T));
self.bytes = self.bytes[advanceBy..];
}
}i

const FontError = error {
InvalidFont,
UnsupportedFont,

bi

pub const Font = struct {

bytes: TableBytes,
locaTbl: LocaTable,
glyfBytes: TableBytes,

pub fn new (bytes: TableBytes) FontError!Font ({
const tableDir = try TableDirectory.fromBytes (bytes);
if (!'tableDir.sfntVersion.equal (Tag.new ("\x00\x01\x00\x00"))) {
return error.UnsupportedFont;
}
const tblRecords = try tableDir.tableRecords (bytes);

const headTbl = try TableDirectory.findTable (HeadTable, tblRecords,
bytes) ;
const indexToLocFormat = @byteSwap (headTbl.indexToLocFormat) ;

if (indexToLocFormat > 1) {
return error.UnsupportedFont;

}

const glyfBytes = try TableDirectory.findTableBytes (GlyfTable,
tblRecords, bytes);

const locaBytes = try TableDirectory.findTableBytes (LocaTable,
tblRecords, bytes);

const locaTbl = LocaTable.fromBytes (locaBytes, indexToLocFormat != 0);

const maxpTbl = try TableDirectory.findTable (MaxpTable, tblRecords,

bytes) ;
const numGlyphs = @byteSwap (maxpTbl.numGlyphs) ;



if (numGlyphs < 2) {
return error.InvalidFont;

}

return .{ .bytes = bytes, .locaTbl = locaTbl, .glyfBytes = glyfBytes };

}

pub fn getGlyphById (self: Font, id: ul6) FontError!Glyph {
const glyphBytes = try self.locaTbl.getGlyphBytes(id, self.glyfBytes);
return try GlyfTable.parseGlyph (glyphBytes);

A.8. ®aiia glyph_from_msdf.wgsl

struct Uniforms {
viewProj: matd4x4<f32>,
color: vecdf<f3z>,
effectColor: vecdf<f3z>,
effectDistance: vec2f<f32>,
effectKind: u32,
sdfRadius: £32,

}i

@group (0) @binding(0) var<uniform> uniforms : Uniforms;

@group (1) @binding(0) var bisampler: sampler;
@group (1) @binding(l) var atlas: texture 2d<f32>;

struct VertexInput ({
@location (0) position: vec3f,
@Qlocation(l) uv: vec2f,

}i

struct VertexOutput {
@builtin(position) position: vec4f,
@Qlocation (0) uv: vec2f,

}i

@vertex

fn vertex main(vert: VertexInput) -> VertexOutput ({
var out: VertexOutput;
out.position = uniforms.viewProj * vec4f (vert.position, 1.0);
out.uv = vert.uv;

return out;

}

fn median(r: £32, g: £32, b: £32) -> £32 {
return max (min(r, g), min(max(r, g), b));

}

fn screenPxRange (uv: vec2f) -> £32 {

var unitRange = vec2f (uniforms.sdfRadius)
vec2f (textureDimensions (atlas));

var screenTexSize = vec2f(1.0) / fwidth (uv);

return max (0.5*dot (unitRange, screenTexSize), 1.0);

}

@fragment

fn fragment main(in: VertexOutput) -> @location(0) vecdf {
var msd = textureSample (atlas, bisampler, in.uv) .rgb;
var sd = median (msd.r, msd.g, msd.b);
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var dist = abs(sd - 0.5) * 2;
var outColor = uniforms.color.rgb;
var opacity = 1.0;
if (uniforms.effectKind == 1) {
// outline effect
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if (dist > uniforms.effectDistance.x && dist < uniforms.effectDistance.y)

outColor = uniforms.effectColor.rgb;
}
} else if (uniforms.effectKind == 2) {
// shadow effect
if (dist > uniforms.effectDistance.x) {
opacity = smoothstep (

uniforms.effectDistance.x, uniforms.effectDistance.y, dist);

}

// antialiasing
var screenPxDistance = screenPxRange (in.uv) * (sd -
opacity *= clamp (screenPxDistance + 0.5, 0.0, 1.0);
if (opacity == 0) {

discard;
}

return vec4f (outColor, uniforms.color.a * opacity);

A.9. ®aiin msdf.zig

const std = @import ("std");

const math2d = Q@import("../../util/math2d.zig");
const Vector2 = math2d.Vector2;

const BoundingBox = math2d.BoundingBox;

const BezierQuad = math2d.BezierQuad;

const math3d = Q@import("../../util/math3d.zig");
const Vector3 = math3d.Vector3;

const Font = @import ("../font reader.zig") .Font;

const GLYPH SIZE = 64;
const DIST RADIUS = 8;
const SHARP TOLERANCE = 0.02;

const MsdfCache = struct ({
glyphMap: std.AutoArrayHashMap(ul6, BoundingBox),
font: Font,
usedSlots: u32,
renderer: GlyphMsdfRenderer,

pub fn init(font: Font) MsdfCache ({
return MsdfCache(

0.5);

.glyphMap = std.AutoArrayHashMap (ulé6,

BoundingBox) .init (std.heap.page allocator),
.font = font,
.renderer = GlyphMsdfRenderer.init (),
bi
}

pub fn getGlyphFromAtlas (self: *MsdfCache, id: ulo)
if (self.glyphMap.contains (id)) {
return self.glyphMap.get (id) ;

BoundingBox {
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}

const glyph = glyphlbl: {
self.font.getGlyph(id) catch {
if (self.glyphMap.contains (0)) {
return self.glyphMap.get (0);
}
break :glyphlbl self.font.getGlyph(0);
}i
bi
const bbox = BoundingBox.new (
Vector2.new (GLYPH SIZE * usedSlots, 0),
Vector2.new(GLYPH_SIZE * usedSlots + GLYPH SIZE, GLYPH_SIZE),
)
self.usedSlots += 1;
self.glyphMap.put (id, bbox);
return bbox;
}
}i

const BezSegment = extern struct ({
points: Vector2[3],
color: Vector3,

fn writeToBuffer (self: BezSegment, buffer: JsRef, n: u32) void {
papiGpuWriteBuffer (deviceRef, buffer, n * @sizeOf (BezSegment),
@ptrCast ([*]const u8, &self), @sizeOf (BezSegment)):;
}
bi

const GlyphMsdfRenderer = struct {
uniformBuffer: JsRef,
segmentsBuffer: JsRef,
outlineBuffer: JsRef,
outlinePipeline: JsRef,
stencilBuffer: JsRef,
stencilPipeline: JsRef,

pub fn init () GlyphMsdfRenderer ({
{
uniformBuffer = papiGpuCreateBuffer (deviceRef,
36,
GPUBufferUsage.Uniform | GPUBufferUsage.CopyDst
) ;
const layoutEntries = [ ]GPUBindGroupLayoutEntry{
A
.kind = GPUBindGroupLlLayoutEntry.Kind.Buffer,
.binding = O,
.visibility = GPUShaderStage.Vertex | GPUShaderStage.Fragment,

.data = .{
buffer = .{
.type = GPUBufferBindingType.Uniform,
.hasDynamicOffset = false,
.minBindingSize = 36,
by
}y
}y
bi
var bindGroupLayout = papiGpuCreateBindGrouplayout (deviceRef,
layoutEntries.len, &layoutEntries);
const bindGroupLayouts = [ ]JsRef{bindGroupLayout};

stencilPipelinelLayout papiGpuCreatePipelinelayout (deviceRef,
bindGroupLayouts.len, &bindGroupLayouts)
}
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const bufferLayouts = [ Ju8{
GPUVertexBufferLayout.serialize (1, GPUVertexStepMode.Vertex),
GPUVertexBufferLayout.serialize (1, GPUVertexStepMode.Vertex),
0, undefined,

}i

var vertexAttributes = [ ]GPUVertexAttribute({
.{ .format = GPUVertexFormat.Float32x2, .shaderLocation = 0 },
.{ .format = GPUVertexFormat.Float32x2, .shaderLocation = 1 },
.{ .format = GPUVertexFormat.Uint32, .shaderLocation = 3 },

}i

var fragState = GPUFragmentState(
.module = outlineShader,

}i

const psoDesc = GPURenderPipelineDescriptor{
.layout = perCamPipelinelayout,

.vertex = .{
.module = outlineShader,
.buffers = bufferlLayouts,
.attributes = &vertexAttributes,

}y
.fragment = &fragState,
}i

outlinePipeline = papiGpuCreateRenderPipeline (deviceRef, &psoDesc);

}

pub fn render (self: *GlyphMsdfRenderer, glyph: Glyph, pos: BoundingBox)
void {
var segldx = 0;
for (glyph.contours) |contour| {
var color = EdgleColor.new();
var startPoint = contour.segments[0].p0;
for (contour.segments) |segment, i| {
if (i !'= 0 and
!isSegmentsContinuos (contour.segments[i - 1], segment)) {
color.flip();
}

const seg = BezSegment{
.points = segment.points,
.color = color.color,
bi
seg.writeToBuffer (self.segmentsBuffer, segldx);
segldx += 1;

const segBbox = segment.boundingBox ()
.expandedBy (DIST RADIUS) ;

OutlineVertex.writeToBuffer (self.outlineBuffer, segldx, segBbox);

}

papiGpuSetBindGroup (0, outlineBindGroup) ;
papiGpuSetPipeline (outlinePipeline) ;
papiGpuSetVertexBuffer (0, outlineBuffer, 0);
papiGpuDraw (segldx * 6);

papiGpuSetPipeline (stencilPipeline);
papiGpuSetVertexBuffer (0, stencilBuffer, 0);
papiGpuDraw (segldx * 6 + 6);
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const OutlineVertex = extern struct ({
position: Vector2,
uv: Vector2,
segldx: u32,

fn new (pos: Vector2, uv: Vector2, segldx: u32) OutlineVertex {
return OutlineVertex{
.position = pos,
.uv = uv,
.segldx = segldx,
}i
}

fn writeToBuffer (buffer: JsRef, n: u32, bbox: Vector2) void {
const tri2 = [ ]JOutlineVertex{
// tril
OutlineVertex.new (Vector2.new (bbox.max.x, bbox.min.y), Vector2.new (1,
0), n),
OutlineVertex.new (Vector2.new (bbox.min.x, bbox.min.y), Vector2.new (0,
0), n),
OutlineVertex.new (Vector2.new (bbox.max.x, bbox.max.y), Vector2.new (1,
1), n),
// tri2
OutlineVertex.new (Vector2.new (bbox.min.x, bbox.min.y), Vector2.new (0,
0), n),
OutlineVertex.new (Vector2.new (bbox.min.x, bbox.max.y), Vector2.new (0,
1), n),
OutlineVertex.new (Vector2.new (bbox.max.x, bbox.max.y), Vector2.new (1,
1), n),
}i
papiGpuWriteBuffer (deviceRef, buffer, n * @sizeOf (OutlineVertex),
@ptrCast ([*]const u8, é&self), @sizeOf (OutlineVertex));
}
}s

const EdgleColor = struct {
color: Vector3,

pub fn new () EdgleColor {
return EdgleColor{ .color = Vector3.new(l, 0, 1), 1};

}

pub fn flip (self: *EdgleColor) wvoid {

if (self.color.x == 1 and self.color.y == 1 and self.color.y == 0) {
self.color = Vector3.new(0, 1, 1);
} else {

self.color = Vector3.new(l, 1, 0);
}
}
bi

fn isSegmentsContinuos (prev: BezierQuad, next: BezierQuad) bool {
var vecl = Vector2 (prev.p2, prev.pl).normalize();

var vec2 = Vector2 (next.p0, if (next.isLine()) next.p2 orelse
next.pl) .normalize () ;
const dot = @fabs (vecl.dot (vec2));

return (1 - dot < SHARP_ TOLERANCE) ;
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A.10. daiia msdf_outline.wgsl

const TAU = 6.2831853071795862;

fn cbrt (e: £32) -> £32 {
return sign(e) * pow(abs(e), 1.0/3);

}

fn cross?2 (el: vec2f, e2: vec2f) -> £32 {
return el.x * e2.y - e2.x * el.y;

}

struct Uniforms {
transform: mat3x3<f32>,
sdfRadius: £32,

}i

@group (0) @binding(0) var<uniform> uniforms : Uniforms;

struct BezSegment ({
points: array<vec2f, 3>,
color: vec3f,
bi
@group (1) @binding(0) var<storage> segments : array<BezSegment>;

struct VertexInput {
@location (0) position: vec2f,
@location(l) uv: vec2f,
@location(2) segldx: u32,

}i

struct VertexOutput {
@builtin(position) position: vec4f,
@Qlocation (0) uv: vec2f,
@location(l) @interpolate(flat) segIdx: u32,
}i

@vertex
fn vertex main(vert: VertexInput) -> VertexOutput ({
var out: VertexOutput;
out.position = (uniforms.transform * vec3f (vert.position, 1.0)) .xy;
out.uv = vert.uv;
out.segldx = vert.segldx;
return out;

}

fn bezierLinear (t: £32, p0: vec2f, pl: vec2f) -> vec2f {
// p0 + t * (pl - p0);
return mix (p0, pl, t);

}

fn bezierLinearDl (p0O: vec2f, pl: vec2f) -> vec2f {
return pl - pO0;

}

fn bezierQuadratic (t: £32, p0: vec2f, pl: vec2f, p2: vec2f) -> vec2f {
return p0 + 2*t * (pl - p0) + t*t * (p2 - 2*pl + p0);

}

fn bezierQuadraticDl (t: £32, p0: vec2f, pl: vec2f, p2: vec2f) -> vec2f {
return 2 * (pl - p0) + 2*t * (p2 - 2*pl + p0);

}

fn distToLine (p: vec2f, a: vec2f, b: vec2f) -> £32 {
var ab = b - a;
var pa = a - p;
return abs (cross2(ab, pa)) / distance(a, Db);



//
//
//
//
//
//

fn

}

Signed distance

pl
(=)

p0

A

/7
/7
/7
/7

(+)

distToLineSeg (p: vec2f, a: vec2f, b: vec2f) -> £32 {

var
var
var
t
var
// 1
//

// 0}

ab =

ap =
t =

b - a;
p - a;
dot (ap, ab) / dot(ab, ab);

clamp(t, 0, 1);

clos
f (s
ret

estP = bezierLinear(t, a, b);
dist) {
urn dist * sign(cross2(ab, closestP - p));

return distance (p, closestP);

struct CubicRoots { n: u32, x: vec3f };

// x*3 4+ a2*x"2 + al*x + a0 = 0

fn solveCubicNorm (a2: £32, al: £32, a0: £32) -> CubicRoots {

}

var
var
var
var
var
var

root
q =
a3 =
r =
r2 =
d:

s: CubicRoots;

(3*al - a2*a2) / 9;:

a*q*q;

(9*a2*al - 27*a0 - 2*a2*a2*a2) / 54;
r*r;

g3 + r2;

if (d < 0.0) {

roots.n = 3;
var theta =

acos(r / sqgrt(-93));

const k = vec3f (0, 1, 2) * TAU / 3;

roots.x

2*sqgrt (-q) *cos (theta/3 + k);

} else if (d > 0.0) {

roots.n
var sqgrtD

1;
= sqrt(d);

var s = cbrt(r + sqgrtD);

va

r t

= cbrt(r - sqgrtD);

// can use when pl is always inside of p0,p2 rectangle
// var t = -q/s;
roots.x = vec3f(s + t);

} el

roots.n = 2;
var cbrtR =

se {

cbrt(r);

roots.x = vec3f (2*cbrtR, cbrtR, cbrtR);

}

return roots;

fn solveCubic (a: £32, b: £32, c: £32, d: £32) -> CubicRoots {
var roots = solveCubicNorm(b/a, c/a, d/a);

}

roots.x -

b/ (3*a);

return roots;

fn distToQuadBez (p: vec2f, p0: vec2f, pl: vec2f, p2: vec2f)

// finding t from: dot (bez(t) - p, bezDl(t)) = 0
var vO = p0 - p;

var vl = pl - pO0;

var v2 = p2 - 2*pl + pO0;

-> £32 {
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var
var

= dot (v2, v2);

= 3 * dot(vl, Vv2);

var = 2 * dot(vl, vl) + dot(v0, v2);

var dot (v0, wvl);

var roots = solveCubic (max(a, le-6), b, c, d);

Q0 0w
|

var minDist
{
var testP = bezierQuadratic (1.0, p0, pl, p2):;
var dist = distance(p, testP);
if (dist < minDist) {
minDist = dist;

distance (p, bezierQuadratic (0.0, p0, pl,

}

for (var i: u32 = 0; i < roots.n; i++) {
var testT = roots.x[1];
if (testT <= 0 || testT >= 1) { continue; }
var testP = bezierQuadratic (testT, p0O, pl, p2);
var dist = distance(p, testP);
if (dist < minDist) {
minDist = dist;

}

return minDist;

}

@fragment

p2));

fn fragment main(in: VertexOutput) -> @location(0) vecd4f ({

var seg = segments[in.segldx];

var dist: £32;

if (seg.points[0] == seg.points[1l]) {
dist =

} else {
dist =

}

dist = min(dist / uniforms.sdfRadius, 1.0);

var out = 0.5 - dist / 2;

if (out == 0.0) {
discard;

}

return vec4f (seg.color * out, 1.0);

A.11. ®daiia msdf_stencil _bezier.wgsl

struct Uniforms {
transform: mat3x3<f32>,
bi

@group (0) @binding(0) var<uniform> uniforms : Uniforms;

struct VertexInput ({
@location(0) position: vec2f,
@location(l) uv: vec2f,

}i

struct VertexOutput ({
@builtin (position) position: vec4df,
@location (0) uv: vec2f,

distTolLineSeg(in.uv, seg.points[0], seg.points[2]);

distToQuadBez (in.uv, seg.points[0], seg.points[l],
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seg.points[2]);
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}i

@vertex
fn vertex main(vert: VertexInput) -> VertexOutput ({
var out: VertexOutput;
out.position = (uniforms.transform * vec3f(vert.position, 1.0)) .xy;

out.uv = vert.uv;
return out;

@fragment

fn fragment main(in: VertexOutput) -> @location(0) vecdf ({
if (in.uv.x * in.uv.x - in.uv.y < 0) {
return vecd4f (1.0);
} else {

discard;
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JTOJATOK B

Caaiiam npe3eHTanii
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HamionansHuit yHIBepcHTeT «3amopizpka [lomrexHikay
Kadenpa nporpamamx 3acobiB
JluriomHa po6oTa MaricTpa

JlocmipkeHHsT Ta MporpaMHa peajizaiiisi METOIIB
pacrepu3allii TeKCTy B ariapaTHO MPUCKOPEHHUX

3aCTOCYHKax

Bukonas:

cr. rp. KHT-111m O.M. JIpoznoB

KepiBHHK IIPOEKTY:

K.T.H., JOLIEHT O.M. I'magkxoBa

Pucynok b.1 — Crnaiig 1

Meta po60TH — CTBOPEHHS anapaTHO-NIPUCKOPEHOTO
3aCTOCYHKY JUIS pacTepu3alii TEKCTY 13 IHUPOKUMHU
MOKJIMBOCTSIMU HOTO (pOpMaTyBaHHS.

OO0’ €eKT TOCHIIKEHHS — MPOIIEC pacTepu3allii TEKCTY B
armapaTHO MPUCKOPEHHUX 3aCTOCYHKaX.

[IpeameT AOCIiIKEHHS] — METOAM pacTepu3allii TEKCTY, AKi
BUKOPHUCTOBYIOTHCS B allapaTHO MPUCKOPEHUX 3aCTOCYHKaX.

Pucynok b.2 — Cnaiig 2
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3aBaHHA

— aHaJi3 BUMOT JIO TPOrpaMHOr0 3a0e3MedeHHs IS
pactepu3zarlii TEKCTy 13 BUKOPUCTAHHSM anapaTHOro
IPUCKOPEHHS;

— aHaJli3 METO/IB pacTepu3allii TEKCTy B alapaTHO
IPUCKOPEHUX 3aCTOCYHKAX;

— BUOIp 3ac001B PO3pPOOKH;

— MPOEKTYBAHHS MPOTPAMHOTO 3a0€3MEeUeHHS;

— pO3pO0JIEHHSI TPOTPaMHOTO 3a0e3MeUeHHS;

— TECTYBAaHHS MIPOTPAMHOTO 3a0e3MeUeHHs.

Pucynok b.3 — Cnaiin 3

Knacudikaliss METO/IIB

MeTtoau pacTepHzauii TeKCTy B
anapaTHO NPHCKOPEHHX 3aCTOCYHKaX

|
v v

TTo cnpae:xHBOMY He 3a1eXaTh
BiJ PO3ALTBHOT 3AaTHOCTL

[ [
. . . v

BuxopHcTORYIOTH
mefigep 4714 BIATEOPEHHA
MIPAMO 13 PIBHAHB KPHEHX

BHKOPHCTOBYIOTH TEKCTYPH

ArTiac nonepeanso BHKOPHCTOBYIOTH BETHKY
pacTpoEaHHX riaidis KUIBK. reomerpii Ha GPU

Pucynok b.4 — Cnaiin 4
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[TopIBHSIHHS ICHYIOUMX METO/IIB

BigsocHa | PactpyBan- | Ilomy-

: TonoBHmit
Ha3Ba MeToxy | MIBHAK. | HS IPSMO 3 | JISPHICTH

(GPU) KPHBIIX

HEIOMIK

ITonepeHbo- 1.0 | Hi
pacTpoBaHi
riaidn

Vi Heomikin
PacTpoBIIX
300pakeHb

SDF

KyTi KOHTYpiB
CTAOTh
OKpYIJICHIMII

mSDF

MozxiBi
apredaxTi y
TOHKHX
KOHTYpIB

Loop-Blinn
reoMeTpIdHe
Ipe/ICTaBICHHS

ITotpedye 10 2026
CKJIQIHIIT KPOK | (KyOiuHi
TplaHT YISl KpIIBi)

Kokojima
Oydep
Tpadapety

TTotpebye
Oydep
Tpadapery

Dobbie

YicnoBo
HECTIIKIIT

Slug

BiacyTHICTE 710 2038
M’SKIIX TiHeil

Pucynok b.5 — Cnaiin 5

ITouatox

'

KontypH raipy

'

MonmudikoBanuii Mmeron crBopeHHss mSDF na GPU

[P

BH3HaUeHHA KOIBOPIB CErMeHTIB
3a MeTogoM mSDF

06’ eaHaHHA 1018
KOKHOTO CerMeHTY

v

v

BH3HaueHHA MeX I10714 111
KOXHOI'O CerMEeHTY

Kopexkuis BiacTaHi a1s
nikceniB BeepeneHi riaidy

'

'

Po3paxyHOK BiICTaHi 0 CErMEHTY
Y KOXKHOMY I Kce i HOro 1moias

36epekeHHA Y TeKCTypi
Ha GPU

I

v

Pucynok b.6 — Cnaiig 6
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O yHKI10HAIBHUMN PO3IMOALT MK
KOMITOHEHTaMH

KOHTpPOJIb 1101aHHA O0Opobka TEKCTOBUX
CLICHH 00 €KTIB

InTepdeiic BBeeHs

TeKeTy CTBOpeHHS Ta
KCHIyBaHHA Tiis

Pyuiit popmyBanHs ‘

T

|

I

1

|
|

CriIKyBaHHA 13 : Po6ora i3 daitiamu
s

rpadiuanm API mpudTis

Pucynok b.7 — Cnaiig 7

BuOip MoBHU nmporpamMmyBaHHS

ITomy- IToBioM-
JISIPHICTB, JIeHHH,
0i0mioTeKH | BijIajKa

++ |+ +++ + Cnajaniga
CYMICHOCTI
KOy

KpyTa kpuBa
HaBYaHHS
He Bumye-
HO CTadiIb-
HOI Bepcii

T'onoBHHIT
HeJI0MIK

IIBHAKICTE | YHpaBiIiHHA
iTepamiil | 3a7eXHOCTAMI

Pucynok b.8 — Crnaiin 8



Buo6ip rpadgiunoro API

API

Moga
weiiepis

[Tnardopma

Jlerkictn

BHKOPHCT.

MoxJIHBOCTI
GPU

OpenGL

Vulkan

GLSL

Android,
Linux,
Windows

e

+

Metal

macOS, 10S

Direct3D11

Direct3D12

Windows

WebGL2

WebGPU

Bpaysep

Pucynok b.9 — Cnaig 9

CrpykTypa nporpamHoi peasizarii

Pucynoxk b.10 — Cnaiing 10
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AJNTOpUTM BIIMAJIFOBAaHHS TEKCTY y KaJIpl

.. TMouatok Kaapy )

/ 2 "
/ TexcroBHit nporis

/‘g\'cr abo BnacTHBOCTY Tax
<

MIHHTHCE?
~_ SMimtcs
e

Hi BiKosaHHS HOPMYBAHES

Creopum mSDF [ina
HeocTaTHIX ridis

A

’ l 3aBaHTAKHTH FeOMeTpilo ’ ‘

rnidis Ba GPU

CTBOPHTH KOMAHIIH
BiIMaMOBAHEA

( KoMmasm i MaTioBanss
\_ rnidis i3 mSDF amacy
SIRPB B ML AIRICY. o

Pucynok b.11 — Craiin 11

[aTepdeiic hopMu BIaCTUBOCTEH TEKCTY

Pucynok b.12 — Crnaiing 12
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BucaoBKHU

[IpoBeneHo omisg METOAIB pacrepusaili Iigis,
BUKOHAHO IX MOpIBHAHHA Ta oOpaHo wmerox mSDFE
Po3nisiHyTO NpUYMHU HeoOX1qHOCT1 cTBOpeHHs SDF Ha
GPU. Jlna peam3anii 3aCTOCYHKY BHKOPUCTAHHO MOBY
nporpamyBanHs Zig, rpadpiaaae APT WebGPU.

HaykoBor0 HOBH3HOIO pOOOTH € IIOPIBHAHHS
METOJIB ~ pacrepus3allli  TEKCTY,  3alpONOHOBAHUM
moaudikoanuii merox i ctBopenHs mSDF na GPU, a
TaKOX I10JI1B TICEB10-AUCTAHIIIN.

[IpakTiyHa  [IHHICT  pOOOTH  TOJSITAa€ B
pO3pO0JIEHOMY 3aCTOCYHKY, SIKH JI03BOJISIE TIEPEKOHATUCH
B IHTEpaKTUBHIA (opMi, 4u 3aJ0BOJIbHIE MeToq mSDF
OakaHy SKICTb pacTepu3allli TeKCTy 1 SKIO Tak, TO
MEPEKOHATUCh Y MOMXJIMBOCTI IIBHUJKOTO CTBOPEHHS
mSDF amiacy nij yac BUKOHaHHS.

Pucynok b.13 — Cnaiin 13
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