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IlepedyeHnnb cokpameHnii 1 0003HAYEHN I

B HacTosmielt paboTe MPUMEHSIOT CIIEIYIONUE COKPALICHUS U 0003HAYCHHUS
bJ1 — 6a3a maHHBIX
ITK — nmepcoHaIbHBIN KOMITBIOTEP
API (application programming interface) — mporpaMMHbIii HHTEpdEIC
AR (augmented reality) —cpeaa, B koTopoii (hM3HUECKHE W BHPTyaJIbHBIC OOBEKTHI
OO0BETUHSIOTCS B PEaIbHOM BPEMEHU
ECS (aurm entity component system) — HauOojee 4YacTO HCIOJIb3yeMbIi
aApXUTEKTYpPHBIM 11a0JIOH B TporpaMMHOM obecriedeHun s paspadotku  3D-
IIPUIIOKEHUN
GLB (GL Transmission Forma) — ¢popmat daitnos aus xpanenus 3D-cried u Mmoaeneit
IDE (integrated development environment) - Habop NPOrpaMMHBIX CPEJNCTB,
UCTIOJIb3YEMBIN IPOTPAMMUCTAMH IS Pa3paObOTKH MPOTPAMMHOTO 00ECTICUSHHSI
PNG (portable network graphics) — pacrpoBelit popmaT XpaHeHHsS TrpapuUecKOi
uHbOopMaIuu
URL (Uniform Resource Locator) — anpec pecypca B HHTEpHETE
VR (virtual reality) — rexHonorus a1 Orpy>KeHUsI B BUPTYAIbHBIA MUD

WASM (Web Assembly) — si3b1x mporpaMMupoBaHusi HU3KOTO YPOBHS
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BBenenue

B coBpemenHom wwmpe, Korma O€30MacHOCTh JIOACH SIBISETCS Ba)KHBIM
IPUOPUTETOM, OCOOEHHO BAaKHO YMETh MPABUIIBHO JCHCTBOBATH B YpPE3BBIUANHBIX
CUTyalusiX. OBaKyallMss M3 34aHUs BO BpeMs IOXapa WIM APYyroro OIacHOro
MPOUCIIECTBUS — 3TO HABBIK, KOTOPBII MOXET CHACTH JKU3Hb U YOepeub OT HETaTUBHBIX
MOCJICACTBUIA.

TpamumuonHneie  MeTOAbl  OOy4YeHHsS  HBaKyalldd, Takue Kak JICKIUH,
TEOPETUYECKUE 3aHATUS M THCbMEHHbIE WHCTPYKLIMH, HE BCErja 00ecleyuBaroT
JOCTaTOYHYI0 NOJArOTOBKY. JItonu MoryT 3a0biBaTh MH(OpPMAILUIO, IMOJYYEHHYHO Ha
TaKUX 3aHATHUSAX, WM HE YMETh IPABUIIBHO €€ IPUMEHHUTh B CTPECCOBOI CUTYAIIHH.

B nocnenHee Bpems, Bc€ wuale pa3paOaThIBarOTCS HHTEpakTuBHblE 3D-
TpeHaXEPBI, KOTOpbIe IpearaT O6onee 3QpGEeKTUBHBIN MOAX0/ K HaBBIKY SBaKyalluu.
OHM TIOMOTalT HAay4YUTbCA TMPABUIBHO U 0€30MacHO BecTU ceds BO BpeMs
ype3BblYaHbIX cuUTyauuid. 3D-MonmenupoBaHue MO3BOISET C€O3[4aTh MAKCHUMAJIBHO
NpUOIMKEHHYIO K PEalbHOCTH OOCTAaHOBKY, YTO MOBBIIIAET 3(PPEKTUBHOCTh OOyUEHUSI.
bnarogapst aToMmy TpeHaX€pbl MOT'YT OBITH aJaITUPOBAHBI K Pa3IMYHbIM THUIIAM 3JaHUI
Y CLICHAPUSM 3BaKyallHH.

WntepaktuBHble 3D-TpeHa)EPbl NPUMEHSAIOTCS B pazlUYHbIX oOmactsax. OHU
MOTYT OBITh MCIIOJIB30BaHbl JJISI OOY4YEHMsI COTPYJHUKOB Ppa3IMYHBIX OpraHU3aLUil
OpaBWJiaM 3BaKyallud. OJTO MOXKET MOMOYb IOBBICUTH YpPOBEHb OE€30MACHOCTH Ha
pabounx mecrax. Taxke TpeHaxepbl MOTYT OBITh HCIIOJIB30BAHBI Ul IOJATOTOBKHU
CTYACHTOB W IIKOJHPHUKOB K JEHCTBUSM B Ciydae pa3jMYHBIX YpE3BBIYAHBIX
CUTYalUsX, YTO TOMOXET UM Pa3BUTh HEOOXOJMMbIE HABbIKM U 3HAHUS JJIs1 6€3011acHOM
9BaKyallud M3 IIKOJIbI WJIM YHUBEpCUTETa. TpeHakephl TaKkKe MCHOJB3YIOTCS st
MHCTPYKTa)ka HAaCEJEHUs MO BOIIpOocaM 3BaKyanru. OHU NOBBILIAIOT OCBEJOMIIEHHOCTh
JroAe O TmpaBWiax dBakyallMd W JIeNAloT MX 0oJjee MOATOTOBICHHBIMH K
YpEe3BBIYAIHBIM CUTYAIUSIM.

B mnocnennee Bpemsi MOSBISIOTCS TpeHAXEPHI, agantupoBaHHble mon VR-

NPUIOKEHUSA. Tak, IONb30BAaTENM HAJAEBAOT OYKM BHUPTYaJIbHOW pEATBHOCTH W
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NOMAJal0T B BHUPTYalIbHYIO Cpedy 3[aHusi, H3 KOTOPOro MM HEO0OXOIUMO
aBakyupoBaThcs. Creys WMHCTPYKIUSM BHPTYaTbHOTO WHCTPYKTOPA, IMOJIB30BATEIH
JOJKHBI TIPOUTH 10 0€30MacHOMY MapLIpyTy K BBIXOJY W3 3AaHMs, n30eras mpu 3ToM
pa3IMYHBIX omacHocTed. B mporecce sBakyaluu CHUCTEMa OILCGHKH OTCIIEKHUBAET
JCHCTBHUS TONB30BATENIe M OICHMBAeT WX HaBbIKK. [lo 3aBepiieHWH 3BaKyaluu
MOJIb30BATENM MOJIYYalOT OTYET O CBOUX pPE3yJbTaTax, KOTOPBIA MOXKET BKJIIOYATh B
ce0st peKOMEH/IAlNY TI0 YIIYYIIEHUIO HABBIKOB DBAKyaIlHH.

Takum o6pazoMm, wuHTepakTHBHbIE 3D-TpeHaxEpPbl MO3BOJIAIOT  CO3AATh
PEATMCTUYHYI0O M MHTEPAKTUBHYIO Cpefay JUid OOYy4eHHs, 4YTO TIOBBIIIAET €ro
¢ pexkTUBHOCTL. TpeHakephl MOTYT OBITh UCIIOIL30BaHbI 1JII O0OYUYEHUS JIFOJIEH pa3HbIX
BO3pacToB W mpodeccuil, UYTO JeldaeT HUX YHUBEPCAIbHBIM HMHCTPYMEHTOM JIJIst

HOBBIIICHMS YPOBHS Oe3omacHocTH [1].
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1 WnTepakTuBHBbIA 3D-TpeHaxép «IBaKyanus U3 31aHUD)

Hauano pa3paboTku mpOrpaMMHOTO MPOJIYKTa BCEr/Ia CBS3aHO C AaHAIU30M
npeaMeTHon obnactu. HeoOxommMo onpeaenuTh KTo OyIeT MOJIb30BaThCsl MPOAYKTOM,
BBIOpaTh aKTyallbHBIE TEXHOJOTHHU, KOTOPHIE MO3BOJIAT B OyAyIIeM IMOJACPKUBATH H
pa3BuUBaTh MPOAYKT. B naHHOM paszzgene paccMaTpuBarOTCS OOIIME TEOPETHUYECKUE
BOTIPOCHI, CBSI3aHHBIE C TIPOSKTUPOBAHMEM U peanu3anuell WHTepakTuBHOro 3D-
TpeHaxkEpa. 3ydeHne qaHHBIX BOIPOCOB MTOMOXET OMPEIEINTh OCHOBHBIE MPOOIEMBI

3a/1a4u 7151 pa3pabOTKU OPOrpaMMHOIO MPOIYKTA.
1.1 AHaIu3 aKTYaJbHOCTH TeMbI

Yucno moxapoB, CTUXUWHBIX OCACTBHM M APYTUX YPE3BBIYAMHBIX CHUTYyalMil B
MHUpPE MOCTOSIHHO YBEJIMYHMBACTCSI. DTO MPUBOJIUT K POCTY YMCIA JIFOAEH, HAXOISIINXCS
B OIIACHOCTH M HYXJAIOIIMXCA B dBaKyalnu. HecMOTps Ha ycwins 1O IOBBILIEHUIO
OCBEIOMJICHHOCTH OOIIeCTBa O MpaBHJIaX H3BaKyallid, MHOTHE JIOAM HE 3HAIOT, KaK
IIPAaBWJIBHO JEHCTBOBATH B CIy4a€ YPE3BBIYANHON CUTyallMH. DTO MOXET NPUBECTU K
IIAHUKE, TPABMaM M AK€ CMEPTH JIFOJEH.

NMeHHO mno3TOMYy HMHTEpakTUBHbIE 3D-TpeHakEpbl SBIAECTCS HE3aMEHUMBIM
IPOJYKTOM B COBPEMEHHOM Mupe. TpaJaulIMOHHbIE METOAbl OOYUYEHHS IBAKYalIMOHHBIM
IporeaypaM, TaKMe KakK JIEKIMM M NPAKTUYECKUE 3aHATHS, HE BCErJa MO3BOJAIOT B
MOJTHOM Mepe MOJATrOTOBUTH JIOJEHM K peadbHbIM yrpo3am. JIeKIUM MOTryT OBITh
CKYYHBIMHU U HeA((HEKTUBHBIMH, a IPAKTUUECKUE 3aHATUS MOTYT OBITh ONMACHBIMH WJIH
HepeaMCTUYHbIMU. HTepakTuBHBIE 3D-TpeHakepbl NpeaIararoT HWHHOBAIL[MOHHBIN
NOAXO0/ K 00yYEHHUIO, KOTOPBIN MO3BOJISET CO3/1aTh PEATMCTUYHYIO U UHTEPAKTUBHYIO
cpeny s oOydeHus. OTO TO3BOJSET JIOASM pa3BUBaTh HAaBBIKM 3BaKyallMd B
0e30macHoOi cpejie, YUUThCA Ha CBOMX OIIMOKax O€3 pucKa JJIS KU3HU U 3J0pPOBbS U
MOBBIIIATh CBOK) YBEPEHHOCTh M TOTOBHOCTh K JEHCTBUSM B CIIydyae YpEe3BbIYaANHOU

CUTYallUU.
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Takum o00pa3om, HHTEepakTUBHbIE 3D-TpeHakephl SBIAIOTCA AKTyaJlbHBIM WU
3¢ ()EKTUBHBIM HMHCTPYMEHTOM JUIsl OOy4Y€HHUs JIOJEeHd HBaKyallMOHHBIM MPOLETYpaM.
OHM MO3BOJSIOT CO3/1aTh PEATMCTUYHYIO U MHTEPAKTUBHYIO CpeLy JUIsl O0y4YeHUs, YTO
MOBBITIAET ero 3PPEeKTUBHOCTD.

Tpenaxkepbl MOTYT OBITh UCIIOJIB30BAHBI 1JIs1 00YUYEHUS JIOJIEH Pa3HbIX BO3PACTOB
u npodeccuit, YTO JIeNaeT UX YHUBEPCATbHBIM HHCTPYMEHTOM JUIS TIOBBIIIICHUS YPOBHS
0€30MacHOCTH.

Buenpenue uHTepakTHBHBIX 3D-TpeHakepoB "OBakyauus U3 34aHUSA" MOXKET
NOMOYb TOBBICUTH YpPOBEHb IMIOATOTOBKM HAaceleHUuss K JACUCTBUSIM B Cilydae

YPE3BBIYANHON CUTYAIMU U CIIACTH KU3HU.
1.2 AHajiu3 aHAJIOTOB HHTEPaKTUBHBIX 3D-TpeHaképoB

B coBpeMEHHOM MUpE KaXIbld TOJ Ha PBIHOK BBIXOASAT HOBBIE CEPBUCHI U
IIPUJIOKEHUS, PACIIUPSAIONIME BO3MOXKHOCTH IIOJIB30BATENEW W NPENOCTABIAIOIINE
WHHOBAI[MOHHBIE PELICHUS [JIs HUX IMOBCEAHEBHBIX 3anad. OIHUM W3 HaIpaBJICHU,
KOTOpO€ AaKTUBHO pa3BUBAETCS, SBIAETCA 00JacTh OOyYeHHs] U 0€30MacHOCTH,
0COOCHHO B KOHTEKCTE 3BaKyallud W3 3[aHUIl B YPE3BBIYAMHBIX CUTyalusiX. B Takux
CUTyallMsIX Ba)XXHO OOYYUTh IO JEHCTBUAM B Ciyyae MoXKapa WM JApyrou
YpE3BBIYAHON CUTYaALINH.

Jlig aHanu3a MOJO0OHBIX MPHUIJIOKEHUH MBI PACCMOTPUM HECKOJIBKO MOIMYJISIPHBIX
aHaJIOTOB, TAKUX KaK:

— Emergency Evacuation Simulator;

— Fire Safety Lab VR;

— Pathfinder.

Kaxnpiii u3 HUX TpeAcTaBisieT co0OM HHCTPYMEHTBI Jii TPEHUPOBKU U
CUMYJSILMM 3BaKyallUM W3 3JaHUM C MCIOJIb30BAHUEM pPAa3JIMYHBIX TEXHOJIOTHH,
BKJIKOYAsl BUPTYAJIbHYIO PEAIBHOCTh U KOMIIBIOTEPHBIE MOJEIUPOBAHUS, & POBEJICHHE

AHAJIM30B AaHAJIOTOB IIOMOJKET BBISBUTH OCOOCHHOCTH M BO3MOXKHOCTH JTHX
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MPWIOKEHUHN, UX MPEUMYIIECTBA W HEJOCTATKH, a TaKXKe OMPENSTUTh TPeOOBaHUS K
pa3zpaboTke MHTEpakTUBHOTO 3D-TpeHaxkepa "DBakyanus U3 3gaHus".

1.2.1 VR-npunoxenue «Fire Safety Lab VR»

Oco0EeHHOCTAMHU TAHHOTO aHaJIora SIBJISIETCS HAJIMYUE YEThIPEX BUJIOB CLIEHAPUEB
KOTOPBIE MO3BOJSAIOT y3HATh IMOCJIEN0BATEIbHOCTh JEUCTBUN IIpU Toxkape. Hampumep,
BBI30B TOKAPHBIX, BKIIOUEHUE TMOKAPHON TPEBOTH, BBIKIIOUEHUE AJICKTPOCHAOKEHUS
MPUOOPOB U MCIOJIB30BAHHUE JIOCTYIHBIX MPOTUBOIOKAPHBIX cpeacTB. MuTtepdeiic VR-

npuioxenus «FireSaferyLabVRy» npencrasnen Ha pucyske 1.

Pucynok 1 — FireSafetyLabVR

[Mpunoxxenne «Fire Safety Lab VR» mnpemocraBisier CBOMM IOJIb30BaTEIsIM
MUPOKUA  CreKTp (QyHKIMOHAnMa. Hwke mepednciieHbl OCHOBHBIE (YHKIMH U
BO3MO>KHOCTH, KOTOPBIE OHO MPEIOCTABIISACT:

— MEPEMEIIECHUS U B3aUMOJICHMCTBHUS C peaMeTaMu B VR;

— HEJIMHEVHBIN CLIEHAPUM TT0XKapa, B KOTOPOM BbI IOJKHBI HE TOJIBKO BCIOMHHTh
MOCJIEA0BATEILHOCTh JEUCTBUN, HO U NMPUHUMATH JIOTUYECKUE PEIICHUS HAa OCHOBE

COOBITHH;
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— TEOPETUYECKYI0 HWHPOPMAIMIO O KJAaccaxX I0Xapa, OCHOBHBIX (haKTOpax
OMAaCHOCTH TMpHU TMOXape, a TaKke O pa3IuyHbIX BUAAX MPOTHUBOIIOKAPHOTO
000pyI0BaHUS U CPEICTB UHIANBUIAYAIbHOM 3alUTHI,

— BBIOOp peXHMa, KOTOPBIA MOKET BBIOpATh MOJIb30BATEIb U MPOUTH OOyUYEHUE,
NIOy4YacTBOBAB B PA3IMUHBIX CIICHAPUSIX U MPOUTH dK3aMeH [2].

1.2.2 Tlporpamma «Pathfinder»

Pathfinder — nporpamma Juis MOJEIUPOBAHUS HBAKyallMd B YpPE3BbIUAHBIX
CUTyallUsIX C Y4eTOM BO3MOXHOCTH CIIACEHUsS  JIIOJIEH, BKIIIOYaeT B cebs
MOJIB30BATENIBCKON Tpaduyeckuii UHTEPPEHC s CO3MaHHUS MOJCTH U MOMYIb JJIs

IIPOCMOTPA AHUMUPOBAHHBIX TPEXMEPHBIX PE3YJILTATOB.

Wutepdeiic mporpammel «Pathfindery npeacrasien Ha pucyHke 2.

Pucynok 2-Uurepdetic nporpammsl «Pathfinder»

OcHoBHbIe ocobennoctu Pathfinder:

— MOJICJIUPOBAHUE JIBHKCHMUSL. Pathfinder HCIIOJIB3YeT aJTOPUTMBI
Jlucm
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MOJICJIMPOBAaHUS JBMKCHMS JJIs aHajiu3a IMOTOKa JIOJAEH B 3JaHUU B PA3IUYHBIX
CLICHApHIX IBaKyalluy,

— peaniucTuuHasg ~ cuMmyisanug.  [IporpamMma  mpenocTtaBisieT  BO3MOXKHOCTb
CO3/aBaTh PEAIUCTUYHBIC MOJEIM 3JaHUW W OKpYXalolleW cpeabl Al TOYHOTO
MO/JICJIMPOBAHUS CUTYallUU 3BaKyaIluH;

— Bu3yanu3anus u aHanus. Pathfinder mo3BomsieT BU3yann3upoBaTh pe3yiabTaThbl
MOJICJIMPOBAaHUS B BHAE TIpaduKOB, JUarpaMM M aHUMalUd, YTO IOMOTAaeT
aHanmu3UpoBaTh 3P (HEKTUBHOCTH IBAKYalIMOHHBIX TJIAHOB U BBISBIIATH Y3KHUE MECTA.

1.2.3 3D-npunoxenue «Emergency Evacuation Simulator»

OcHOBHast 1edAb JTOrO0 NPUIOKEHUS — TIPOBECTH OOYyUYEHHE HBaKyalllu
COTPYAHUKOB, pabOTAIOMIKX B OOJBIINX 3aHUSIX CO CJIOKHOM IIAHUPOBKOM 3Ta)keh M
MapIIpyTaMH 3BaKyallnu.

Wutepdeiic npunokenuss «EmergencyEvacuationSimulatory mnpencraeien Ha

pUCYHKE 3.

00:21:07
) xO

v/

Make them find the way out and the shortest wayj
from different points

Pucynok 3-Murepdeiic mporpammsr «<Emergency Evacuation Simulators
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OcHoBHble ocoberHocTr Emergency Evacuation Simulator:

— p€aIuCTUYIHOC MOJACIUPOBAHHUEC  PA3JIIMYHBIX COCHApHECB IIpGBBI)I‘{aI\/’IHBIX
CUTYyallMM: MOXKap, yTeuka ras3a, IbiM, 36MJIETPSICCHUE, TOPHAIO, HABOIHCHUC;

— BO3MOXHOCTb CTaBUTb IICPC YYACTHHKAMHU 06y‘-IeHI/I}I HCOI'PpaHNUYCHHOC
KOJIMYECTBO 3aJad, B TOM YHCIC CIICHHAJIbBHBIC (HaHpI/IMep, BBI3OB IIOJKApHO-
criacaTeIbHOU KOMaH,Z[BI), 3a BBIIIOJIHCHHUEC KOTOPBLIX HAYUCIIAIOTCA AOINOJIHHUTCIBHBIC
OaJIbI;

— BO3MOXHOCTb OpraHu3anu COTPYAHHUUYCCTBA W BBIIOJIHCHUA TI'PYIIIOBBIX
,Z[CﬁCTBI/IfI BO BpEM: TPCHHUHI'A C HCOTPAHUYCHHBIM KOJIUMYCCTBOM YUYACTHHUKOB,

— BO3MOXKHOCTh JTOOABJIITh CTOJIBKO CIy9alHBIX IOl (OOTOB), CKOJBKO
notpedyeTcs s NOoAepKAHUS PEATUCTUYHBIX YCIOBUN 00yUEHUS;

— aKTUBHBIE HHIUKATOPBI COCTOSHUS 30POBbL.
1.3 ITocTaHoBKa 32124

WNurepaktuBHbiii  3D-Tpenaxép «OBakyauuss u3 3AaHUS» JOJDKEH HMETh
cienyomui GyHKIIMOHA:

— co3JaHue TPEXMEPHOM MOJEIHM 3JaHHs C YYETOM [apameTpoB  €ro
KOHCTPYKIIMHM, 3TaXXHOCTU WU PACHOJIOKEHUS BBIXOJIOB, OKOH M MPOEMOB, 3aJaHHBIX
MIOJIb30BATEIIEM,

— BO3MOXHOCTb YIIPABJIEHHS ITIEPCOHAKEM B TPEXMEPHOM MPOCTPAHCTBE;

— BO3MOYKHOCTb OCYILECTBJISATh PA3JIMYHbIE JCHUCTBHUS, HANPUMEP MPBIKKH,
MIPUCEaHUS;

— peann30BbIBaTh AG(HEKT BO3ropaHus B HEKOTOPBIX y4acTKax 3/1aHMUS;

— MOAJIEpKKa 3ammycka u3 opaysepa.

MuHUMaTbHBIE CUCTEMHBIC TPEOOBAHMS:

— mpoueccop: ABYyXbsiaepHbId 2,5 [T umu ObicTpee BO3MOXKHOCTh yIIPaBICHUS
MIEPCOHAXKEM B TPEXMEPHOM MPOCTPAHCTBE;

— oneparuBHas namsith: 4 ['b;
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— rpaduueckas kaprta: nomnepxkuparomas OpenGL 3.3 wnu Gonee HOBYIO
BEPCHIO;
— onepanuonHas cucrema: Windows 7/8/10, macOS 10.12+, Linux;

— opaysep: Google Chrome, Mozilla Firefox, Safari, Microsoft Edge.
1.4 Bb10Op UTPOBOrO IBHKKA

B nacrosiniee BpeMsi CylIECTBYET IIMPOKUIN CIIEKTP UHCTPYMEHTOB /JIsl CO3/IaHMS
3D-npunioskeHnit OT MPOCTHIX OMOMMOTEK A0 MacHTaOHBIX IuatGopMm ¢ oOuiHeM
dbynkunonana. s pa3paboTKu BBICOKOKAYECTBEHHBIX 3D-NpUIIOKEHUNH KPUTHUYECKU
BaXHO BBIOMpPATh KaueCTBEHHbIE MHCTPYMEHTHI. lcmonp30BaHME TOTOBBIX IBUKKOB
3HAYUTENIbHO YMPOIIAeT 3TOT MPOLECC, MPEAOCTaBisisl pa3paboTuMKaM BO3MOXKHOCTh
CO3/1aBaTh MPUIIOKEHUS 0€3 U3IUIIHUX CI0KHOCTEN U 3aTpaT BPEMEHU. ITO KIFOUEBON
aCTeKT MPH CO3JAHUU YBJIEKATEIbHBIX M MHHOBAIMOHHBIX 3D-mpuioxeHuil, KOTOpbIe
OyayT BoCTpeOOBaHbI CPEIU MOJIb30BATEIEH.

1.4.1 UrpoBoii arxok «Unity»

Unity — 3To mOmy IspHBIA UTPOBOW JBUKOK, UCIIOIB3YEMBIN I CO3/IaHUS UTP Ha
paznuuHbIX mnatdopmax, Bkiarovas [1K, MmoOunbsHbIE ycTpoiicTBa, UTPOBbIE KOHCOJIU U
BUPTYaJIbHYIO peasibHOCTh. OCHOBHBIE 0COOeHHOCTH BIKKa Unity:

— IIMPOKUN BBIOOP S3BIKOB IporpammupoBanud. Unity mO3BOJIsSI€T UCHOIb30BAThH
pazIM4YHbIe S3bIKU MporpammupoBanus, Bkirodas C#, JavaScript(UnityScript) u Boo.
D710 nmaet pa3paboTYMKaM BO3MOKHOCTh BHIOpATh HAn0oJIee TOMXOMSIINN S3BIK TSI UX
3aj]1ay;

—nonaepxkka VR u AR. Unity uMeeT mUpPOKYI MOIIEPKKY BUPTYyaTbHOU H
JIOTIOJIHEHHOM pEaJIbHOCTH, 4YTO TMO3BOJSIET pa3padOTUMKaM CO3/[aBaThb WUIPhl U
IPUIIOKEHUS JJIs1 ATUX TUIaTdopm;

— UHTETpalys C IPYyTMMHU UHCTPYMEHTaMHU.

Opnako Unity wMoxeTr OBbITh HE UICAIbHBIM BBIOOPOM [JIsi HEKOTOPBIX
3D-npunioskeHnit HW3-3a CIOKHOCTH HCIOJB30BaHUs, MOTEHIMAIBHBIX MpOOIeM ¢

IMPOU3BOAUTCIBHOCTBIO U pa3MCPOM C60p0K, a TaK)XKE€ HM3-3a 3aBUCHMMOCTH OT KOMITaHHUH
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U CTOMMOCTH JIUIEH3UpPOBaHUA. JIIsI HEKOTOPBIX TMPOEKTOB  MOTYT  OBITh
IPEANOYTUTENbHBI 00JIee JIETKOBECHbIE M HACTPAaMBAEMble MHCTPYMEHTHI pa3pabOTKU
[3].

1.4.2 Urposoii aemkok «Unreal Engine»

Unreal Engine - momynspHbIii UIPOBOM IBHIKOK, pa3paboranubiii Epic Games,
W3BECTHBIM  CBOEH  BBICOKOKAYECTBEHHOW  TrpauKoOH, HAIEKHBIM  HA0OpOM
WHCTPYMEHTOB U YHUBEPCAIbHOCTHIO.

Unreal Engine o6namaet rpadukoi JOBOJBHO BHICOKOTO Ka4eCTBO. ITOT JIBHIKOK
W3BECTEH CBOMMH pPACHIMPECHHBIMUA TpaUIECKUMHU BO3MOXKHOCTSMH, BKJIIOYAs
pEaTMCTUYHOE OCBEIICHHE, JCTAIM3UPOBAHHBIE TEKCTYPbl U TMEPEIOBbIE TEXHOJOTUU
3areHeHrs. OH 4acTO WCIOJIB3YeTCs ISl CO3MaHUs BU3YAIbHO TOTPSCAIONIMX WUIP U
CUMYJISITOPOB.

Emé omum mpeumymectsom Unreal Engine siBasieTcst 00bIoe COOOIIECTBO M
MIUPOKH HAa0Op WHCTPYMEHTOB. OrpoMHOE KOJHUYECTBO pPa3padOTUYUKOB KOTOPHIE
CO3JaI0T HMHCTPYMEHTHI, IUIATMHbl W JOIMOJHEHHUS I YIY4YIIeHUS ABUXKKA. IJTO
MO3BOJISIET IPOTPAMMHUCTaM OBICTPO U JIETKO HAXOJIUTh PEIICHHUS IS JTF000M 3a1ad;

Taxxe ABMKOK 00JaJaeT CUCTEMOM BHU3YaJbHOTO IIPOrPAMMHUPOBAHMSL.
Blueprints ot Unreal mo3Bossier pa3paboTunkaM co3aaBaTh JOTUKY 3D-TpuioxeHui
0e3 HamwWcaHWs KOJNa, JMOCTYNMHYI0 XYJIOKHUKaM W Ju3aiiHepaM. OTOT BH3yaJIbHBIN
CKpPHUIIT MOXET YCKOPHUTH Mpoliecc pa3pabOTKh U OOeCreyuTh OBICTPOE CO3JaHuE
MPOTOTHUIIOB,

Unreal Engine comepuT MOTHBIA HA0OOP WHCTPYMEHTOB ISl aHUMAITHH, (PU3UKH,
UCKYCCTBEHHOIO HHTEJUIEKTa W MHOroro apyroro. OH TakKe BKJIIOYaeT B ce0s
KaueCTBEHHBIA PEMAKTOp ISl CO3/IaHUS YPOBHEHM, MAaTepUajoB M IMOJIh30BATEIHCKHUX
uHTepdeiicos.

Hecmotpss Ha cucremy blueprints, Unreal Engine oTindaeTcss BBICOKOM
CKOPOCTBIO OOyueHHusi, OCOOeHHO [Isi HauuHaouwmx. KonnyectBo GyHKUUN U

WHCTPYMEHTOB BECbMa OTPOMHO, M OCBOCHUE UX TPeOyeT BpEMEHH U YCUIIHA,
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Taxxe nBmxok Unreal Engine MoxeT OBITh peCypCOEMKHM U BBI3BIBATH
poOJIeMbI ¢ MPOU3BOIUTENBHOCTHIO, OCOOCHHO Ha HEIOpPOTHX yCTpoiicTBax. MHorma
OBIBAET CJI0)KHO ONITUMU3HPOBATH MPUIIOKEHHE TAKUM 00pa3oM, 4TOObI OHO OE30TKa3HO
paboTayo Ha BcexX IeNIeBhIX MaTgopmax;

Jlnis HeGonpIIMX WUTp WM TPOCcThIX mpoekToB Unreal Engine mMokeT okazaThCs
U3MUIIHAM. B TOpUIOKEHUsX, KOTOphle HE TPeOYIOT YIydIIEHHOW TpaduKu WM
JIOTIOTHUTEIBHBIX (DYHKIIUH, CJIOXHOCTh M MOIIHOCTH JBIDKKA MOTYT OKa3aThCs
HEHY>XKHbIMH. Tem OoJjee, sl YCHEIIHOTO MPUMEHEHHS BCEX TEXHOJIOTHM TpedyeTcs
MOKYTIKa JTUIEH3UH 32 O0JIbIlINE ACHbI Y,

Taxum ob6pazom, Unreal Engine siBisieTcst HEIIOXKM BEIOOPOM IIPH pa3padbOTKe
3D-nmpunokeHnit, OaHAKO il OOBIYHOTO OOYyYalomero TpeHaxEépa CTOMMOCTD,
BO3MOYKHOCTH M PECYPCHI JBMKKA HEAKOHOMHUYHBI. [4]

1.4.3 Urposoii a18ukok «Bevy»

Bevy — 3T0 OTHOCHTENBHO HOBBIM U OBICTPO PA3BUBAKOLIUICS UTPOBOM JABUXKOK,
co3/laHHbI Ha Rust, KOTOPBIM OT/IMYAaET MPOCTOTA, THOKOCTh W HOBU3HA. OCHOBHBIC
0COOEHHOCTH JIBIKKa Bevy:

— MOAYJbHAsl apxXuTekTypa. Bevy wucmonap3yer MOAYNBHYIO apXUTEKTYpY,
KOTOpasi ~ MO3BOJSET  pa3paboTdyMkaMm  JIETKO  HAcTpamBaTh H  PaCIIUPSThH
(YHKIIMOHATBHOCTh JBUXKKA, 100aBIIAs HOBbIE KOMIIOHEHTHI M CHCTEMBI. JTO JENacT
ero TMOKMM M MaclTaOUpyeMbIM HHCTPYMEHTOM Ui CO3JaHUs PA3IUYHBIX THUIIOB
MIPUIIOKEHUM;

— mapajuienbHas  oOpa0oTka JaHHBIX. Bevy nmpeanaraer mnapajuieIbHYIO
00paboTKy MaHHBIX, YTO TO3BOJSAET A(PPeKTHBHO 0O0pabaThiBaTh OOJBIINE O0OBEMBI
TaHHBIX, TakuxX Kak 3D-crenpl, anmManuu ¥ Qu3uky. ITO 0OecTeunBaeT BBICOKYIO
IIPOU3BOJUTENILHOCTD U MTO3BOJIIET CO3/AaBaTh CJIOKHBIE U OBICTPHIE MPUIIOKEHHUSL. ;

— [IPOCTOTa B HCIOJB30BaHMHM. Bevy pa3paboTaH C Y4eTOM MPOCTOTHI
UCTIONb30BaHUsI M SCHOCTH cuHTakcuca. OH mpenoctaBiser ynoOHbeii APl wu
UHCTPYMEHTBI JJISl CO3/IaHUsl UTP U MPHIOKEHUNH 0€3 U3IUIIHUX CIOXKHOCTEH U 3aTpaT

BpPEMCHH,
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— s3bIK TpoTpaMMupoBanus Rust. Bevy Hammcan Ha si3bp1Ke TPOTPaMMHUPOBAHUS
Rust, KoTOphIif W3BECTEH CBOEW OE30MACHOCTHIO, MPOU3BOJUTEILHOCTHIO |
3 PEeKTUBHBIM  YIpaBJICHUEM  MaMSTHIO. 210 obecrieuynBaeT  BBICOKYIO
MIPOU3BOAUTEIILHOCTh U HAJC)KHOCTD TIPHU CO3JaHUH UT'P U MPUIIOKCHUIA;

— akTUBHOE coobmiecTBo. HecmoTpsi Ha To, 4To Bevy-OTHOCHTENHEHO MOJIOMOM
MIPOEKT, 3/1eCh YXKE CYIIECTBYeT AaKTUBHOE COOOIIECTBO pa3pabOTUMKOB, KOTOpHIC

aKTHBHO YYacTBYIOT B pa3pabOoTKe, CO3/IAI0T PECYpPChl 1 OOMEHUBAIOTCS ONBITOM [5].
1.5 Bb100p si3bIKa NPOrpaMMUPOBAHUSA

Bevy ucnonb3yer sa3bIKk mporpammupoBaHusi Rust, KoTopblil o0mamaer psaom
IPEUMYIIECTB, JAENAIOUIMX €ro HICaIbHbIM BBIOOpOM i pa3paboTku urp. Rust
o0OecrieyrBaeT BBICOKYHO 0O€30IaCHOCTh NaMATH Oylarojaps CHCTEME 3allUThl U
KOHTpOJIA. YHHKanbHas KoHuenmus borrowchecker u cTporas cuctema THUIOB
IpeIOTBpalIatoT LEbli KJIace OMIMOOK, TAKMX KaK HEJIOMYCTUMBIA JOCTYI K MAMSTH U
KOH(JIUKTHI JaHHBIX.

Taxxe Rust mpenocTaBiser npsMoi TOCTyl K CUCTEMHBIM pecypcaM, IO3BOJISAS
IPOrpaMMHUCTaM MOJHOCTbIO KOHTPOJIMPOBATH YIIPaBJIEHUE pecypcamMu. JTO JIEJIAET €ro
oueHb S(PQPEKTUBHBIM M MOAXOIAUIMM [JIsl CO3JaHUS BBICOKOMPOU3BOAUTEIHHBIX
OpUIo)KeHUH. Rust MMeeT BCTPOEHHYIO0 MOAAEPHKKY MAPALIENBHOIO U aCUHXPOHHOTO
IpPOrpaMMHUPOBAHUSA, YTO TO3BOJSIET co3AaBaTh S(D(PEeKTHUBHBIE M MaclITabupyeMmble
IPUIIOKEHUs, clIOcOOHBIE () (PEKTUBHO NCIIOIB30BATh MHOTOSIIEPHBIE TTPOLIECCOPBHI.

A3pIk oOsamaer OGorarodl OMOIMOTEKOW M XOpPOIIO Pa3BUTOM HSKOCHCTEMOM
UHCTPYMEHTOB, KOTOpbIE OO0JIET4alOT pa3pabOTKy pa3iMYHBIX TUIIOB MPUIIOKEHUH,
BKJItOUasi BEO-CEPBUCHI, MOOWJIbHBIE MPHUJIOKEHUS M CHUCTEMHOE IPOrpaMMHUpPOBaHUE.
Kpome Toro, CHHTaKkcuc si3bIka COBPEMEHHBIN U MOHSTHBIM, YTO JEJAET €r0 JOCTYIHBIM
JUISL LIUPOKOTO Kpyra MporpaMMHCTOB.

Hcnone3ys Rust, MOXHO co31aBaTh MEHEE IOABEPKEHHBIE OIIMOKAM MU
ySI3BUMOCTSIM 0O€30MaCHOCTH MPOTpamMMbl 3a CUET MOIIHBIX (DYHKUUN yHpaBlIeHUS

IIaMsATBIO. KpOMe TOIO, Rust — IMPOCKT C OTKPLITBIM HCXOAHBIM KOAOM, M aKTHBHOC
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COOOIIIECTBO Pa3pabOTUMKOB MOJACPKUBAECT €r0 W MPOJOJDKAET J00aBISATH HOBYIO
(GYyHKUHMOHATIBHOCT U yAOOHBIE HHCTPYMEHTHL. Hampumep, KOMIMIATOP sA3bIKa
TEHEPUPYET OYEHb TOUYHBIE W MH(POPMATHUBHBIE COOOIICHHUS 00 OmMMOKAX, BBIAEISCT
POOJIEMHBIN KOJI U PEKOMEHAYET CIIOCOOBI €r0 UCIIPABIICHHUS.

Xots Rust He Tak JocTyneH, Kak Ipyrue sS3bIKM MPOrpaMMUPOBaHUs, B 1IEJIOM Ha
HEM JIerYe MPOrpaMMHUpPOBATh, MOTOMY YTO JIErde MPEJOTBPATUTHh HEXKEIATEIbHOE
noBezeHue. [loaTomy Rust — OTAMYHBIN S3BIK JIJIS1 MPOAYKTUBHOTO HAINMCAaHUS KOJa, HE
0€CToKosICh O TTpodJIeMax ¢ MaMSIThIO UM HE3aMEUEHHBIX OIMMOKAaX.

Takum o00OpazoM, B COYETAaHMM C XOpPOIIEH TMOIJACPKKONU COOOIIeCTBA H
HCUepIbIBAOIICH JOoKyMeHTaruelr Rust CTaHOBUTCS MPEBOCXOIAHBIM BBIOOPOM IS

CO3JIaHMsI HAJCKHBIX, BRICOKOTIPOU3BOIUTEIbHBIX 3 D-nipumoxenuii [6].
1.6 BeIBOABI

Bevy siBnsieTcss BaXKHBIM W COBPEMEHHBIM MHCTPYMEHTOM JJisi pa3pabotku 3D-
MPWIOKEHUM W  BBIACIAECTCA CBOEHM MOIYJIBHOM APXUTEKTYpPOHM, MapauIeIbHOM
00pabOTKOM JTaHHBIX M HCHOJB30BAHMEM S3bIKa MporpaMMupoBaHusi Rust. Otu
(GYHKIIUU SBISTFOTCS TIPUBJICKATEILHBIM BApUAHTOM JUISI Pa3pabOTUNKOB, CTPEMSIITUXCS
CO3/1aBaTh BHICOKOIIPOU3BOAUTENbHBIE U HAJICKHBIE PUIIOKECHHUS.

MonynbHas apXWUTEKTypa IMO3BOJISIET pa3paboTdyMKaM JIETKO HacTpauBaTh H
pacmupATh GYHKIIMOHATBHOCTH ABUXKKA, 00ECIIeUrBasi THOKOCTh U MacIITaOUPyeMOCTh
JUIS. pa3fIMYHBIX THUMIOB TPoeKkToB. IlapamnenpHas oO0paboTka AaHHBIX OOECIEUUBACT
3¢ exTuBHYIO pabOTy ¢ OOTBITUMU 00bEMaMH JAHHBIX. DTO 0COOCHHO BaxHO 11 3D-
MIPUIIOKEHUM CO CIIOKHOM Tpadukoi U PU3NKOIA.

Hcnonk3oBanne s3bIka MporpaMMupoBaHus Rust oOecmeunBaeT BBICOKYIO
POU3BOJAUTENILHOCTh, 0€30MacHOCTh U 3(PPEKTUBHOE YIPABICHHE MaAMSTHIO, YTO
nenaet Bevy uaeanbHbIM BBIOOPOM ISl pa3pabOTKH COBPEMEHHBIX M MHHOBALIMOHHBIX

IIPUIIOKECHUM.
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Kpome Toro, akTuBHOE COOOIIECTBO Pa3pabOTUNKOB M OTKPBITHIA UCXOIHBIN KO
CIOCOOCTBYIOT POCTY M pa3BuTui0 Bevy, oOecneunBas NMOANEpKKY M COJCHCTBHE
pa3paboTyMKaM Ha BCEX 3Tamax CO3JIaHHs MPOEKTa.

Takum o6pa3om, Bevy - MomHoe, rubkoe u COBpeMEHHOE cpeactBo 3D-
pa3paboOTKH, KOTOPOE MOKET CTaTh JIyYIIMM BbIOOPOM JUISl TEX, KTO XOYET CO3/1aBaTh

BBICOKOKAQYCCTBCHHBIC U ITPOU3BOJUTCIBHBIC ITPHUIJIIOKCHU .
1.7 Bb10Op MHCTPYMEHTOB Pa3padoTKH

B xadectBe cpenbl pazpaboTku ObUTO perieHo BbiOpaTh RUStROver — yaukanbHast
MHTErpUpPOBaHHAs cpella pa3padoTKu i pa3padboTku Ha Rust. Ona pa3pabaTsiBaeTcs
komnanuer JetBrains ma 3ameny OecriaTHoro ruraruHa moaaep:kku Rust mis Intellid
IDEA u CLion.

RustRover mo3Bossser BaM ObicTpee mHcaTh CBOM KOJ, OJyiarojapsi aBTO-
3aBeplleHHIO Ha3BaHuA Beero koga. Cpena IDE npennaraer 3aMeHUTh OTCYTCTBYIOIINE
0JIsSI, METO/Ibl UMIIOPTa U aTpUOYTOB, a TAKKE MOMOTAaeT CO3/1aTh TUITMYHBIA JU3alH C
UCIIOJIb30BAaHUEM 1A0JIOHOB.

RustRover wucmonp3yeT BCTPOCHHYIO MPOBEPKY MJIsS aHalu3a KoJa Ha JIETy U
IPEIOCTaBIEHUsI OBICTPHIX MCTIPABICHUN ISl aBTOMATUYECKOTO YCTPAHEHHUS MPOOIIEM.
Cpena IDE mpenoctaBisieT MHOXKECTBO BO3MOXKHOCTEH il peaKkTOpUHTa, KOTOpbIE
IPUMEHSIOTCS KO Beel 6a3ze Koja.

WebAssembly (Wasm) — ¢hopMar 1BOMYHBIX KOMaH/ JiJIsi BUPTYaJIbHBIX MalluH
Ha ocHOBe cTeka. OH mpegHa3HayeH s 3alycka Koja MPAaKTHUYECKH C OOBIYHOMN
CKOpPOCTBIO B BeO-Opaysepe. WebAssembly mo3Bossier paspaboTunkam mucaTh KoJi Ha
Pa3IMYHBIX SI3BIKAX MporpammupoBanus (Hampumep, Rust, C, C++) u 3amyckaTh ero B
BeO-Opaysepe.

Wasm koj BBINOJIHSAETCS 3HAYUTEIBHO ObICTpee, yeM JavaScript, 4To MO3BOJISET
co3maBaTth  Oojiee  TPOU3BOAUTEIIbHBIC  BEO-TIPUJIOKEHWS, WIPhl U JIPYrue

HHTCPAKTHUBHBIC 3JICMCHTHI. Taxxe oH OTKPBIBACT AOCTYII K HOBBIM BO3MOKHOCTAM,
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https://ru.wikipedia.org/wiki/%D0%98%D0%BD%D1%82%D0%B5%D0%B3%D1%80%D0%B8%D1%80%D0%BE%D0%B2%D0%B0%D0%BD%D0%BD%D0%B0%D1%8F_%D1%81%D1%80%D0%B5%D0%B4%D0%B0_%D1%80%D0%B0%D0%B7%D1%80%D0%B0%D0%B1%D0%BE%D1%82%D0%BA%D0%B8
https://ru.wikipedia.org/wiki/Rust_(%D1%8F%D0%B7%D1%8B%D0%BA_%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D0%BC%D0%B8%D1%80%D0%BE%D0%B2%D0%B0%D0%BD%D0%B8%D1%8F)
https://ru.wikipedia.org/wiki/JetBrains
https://ru.wikipedia.org/wiki/IntelliJ_IDEA
https://ru.wikipedia.org/wiki/IntelliJ_IDEA
https://ru.wikipedia.org/wiki/CLion

HEJIOCTYIHBIM B JavaScript, Takum Kak paboTa C HHU3KOYPOBHEBBIM ammapaTHBIM
obecrieueHrneM U ONTUMU3ALINS IPOU3BOUTEIHLHOCTH Ha YPOBHE MAILIMHHOTO KOJa.

Wasm xoa MOKeT ObITh HAIUCAaH Ha Pa3IUYHBIX S3bIKaX MIPOTrPAMMHUPOBAHMS, YTO
MO3BOJISIET pa3pabOTYMKAM HCIOJb30BaTh CBOU JIIOOMMBIE SI3bIKM U MHCTPYMEHTBI IS
co3JaHusl BEO-TpUJIOKEHUH. Moaynu Wasm MOKHO JIETKO MOPTHUPOBATH MEXIY
pa3nuuHbIMH  BeO-OpayzepamMu W miaaTgopMamMu, UYTO YOPOIIAET pa3paboOTKy
KpPOCCIUTAT)OPMEHHBIX MPUIIOKEHU.

Trunk — wHCTpYMEHT IS CO37aHMsI W YIAKOBKH BeO-pHIIOKeHHMA Ha Rust c
HOIYJISIPHBIM HHCTpYMEHTOB cOopku- WebAssembly (Wasm). Trunk ucnions3yercst st
pa3paboTku mnpusiokeHnii Rust B Opayzepe W [l BBINOJHEHUS TakuX 3ajad, Kak
CO3/1aHHE IPOEKTOB, YNPAaBICHUE 3aBHUCUMOCTSIMH, KOIHPOBAaHUE PECYPCOB U 3alycCK
CEpBEPOB pa3pabOTKH.

Trunk xommumupyeT Rust Ko B BBICOKONPOM3BOAMTENBHBIM Wasm MOyib,
KOTOPBIE MOXET OBITh HMHTEPIPETUPOBAH BeO-Opay3epoMm. 3areM, TeHEpPUPYETCs
HTML-ctpanuiia, koTopast CIIy>KUT OCHOBOW BeO-npuiioxkenus. Co3manubii Java-Script
KOJI, 3arpykaeT Wasm MojyJib U obecrieunBaeT B3auMoeiicteue Mexay aum 1 HTML-
CTPaHULIEH.

Trunk waeanbHO TOAXOAUT AN CO3MAAHMSI BBICOKOTPOM3BOAMTEIHHBIX BeEO-
npwioxenuit ¢ 3D-rpaduxoit u ¢pusznkoit. OH UMeeT MPOCTON U MOHATHBIN MHTEpGErC
KOMaH/JHOW CTPOKH, YTO JeJaeT €ro JIOCTYIHBIM i pa3pabOTYMKOB C JFOOBIM

YPOBHEM OIIbITA.
1.8 ApxuTeKkTypa npujioKeHust

B stoM paznene Oyzaer paccMOTpeHa apXUTEKTypa MpPOrpaMMHOTO MOIYJIS, JUIs
uHTepakTuBHOTO 3D-TpeHaxképa «IDBakyauust u3 3qaHus». KioueBoil 0co0O0EHHOCTHIO
ApPXUTEKTYphl NPWIOKEHUH C UCIOJIb30BaHUEM Bevy SBIsSeTCs HCIOJIb30BAHUE
narrepaa ECS (Entity Component System). Orta mnapagurmMa MOpOEKTUPOBAHHUS

pasnenser npuioxkeHue Ha 3 uyactu: Entities, Components u Systems. Entities —
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YHUKaJIbHBIE «BEIIW», KOTOPHIM Ha3zHaueHbl rpymmbl Components, KOTOpPbIE 3aTeM
00pabaThIBaIOTCA € MOMOIIBI0 Systems.

[ITa6non ECS moompsieT 4ucThie, HECBSI3aHHBIE MPOEKTHI, 3aCTaBIISIsI pPa30MBaTh
JaHHBIC W JIOTHKY MPHUJIOKEHUS Ha €r0 OCHOBHBIE KOMIIOHEHTHI. JTO TaKKe MOMOTAET
YCKOPHUTH Balll KOJ| 32 CUET ONTUMHU3ALMHU I1a0JIOHOB OCTYIA K MaMITH U yIPOIICHUS

napajuenuzMa. CTpykTypy naTTEpHA MOXHO YBHUJIETh HAa PUCYHKE 4.

_— Systerna,

SysternB

SystemnC

ComponentA

|
Enity - Componant

Componane

ComponantC

Pucynok 4-Ctpytypa narrepaa ECS

CornacHo mnpuBeneHHON cTpykType, ECS-Mup coaepxut B cebe KOJUICKIUU
cucteM M cymHocte. CyIHOCTH Co/iepKaT U3MEHsIEMbIN Ha00p KOMIIOHEHTOB. JlocTyn
U3 CHUCTEM K HaOOpy CYIIHOCTEH, coaep:KalluxX OMpeelICHHbIII Ha0Op KOMIIOHEHTOB,
npeaocTapisiercss myonuyHeiMu  Mertogamu ECS-mupa. Cnemuduka BbI30Ba 3ITHX
METOJIOB 3aBUCHUT OT peayin3aiuu B KOHKpeTHOM ECS-dpeiiMBopke, HO B OOJIBIIMHCTBE
U3 HUX TIOJlydYe€HHE JOCTyla K ONPEJCIIEHHOMY Ha0opy CYIIHOCTEH CXOXe C
dbopmupoBaHUEM 3arpoca k 0aze JaHHBIX.

B Entity-Component-System gaHHBIE CTpOTO OTHAETCHBI OT Joruku. [loBeneHue

o0beKTa ompenensercs He uHTepdercaMu, Kak B KJIACCMYECKOM OOBEKTHO-
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OpUEHTHUPOBAHHOM MPOTPAMMHPOBAHUHM, a MPUCBOCHHBIMU OOBEKTY CBOMCTBAMH C

JAHHBIMA U CYIIECTBYIOIIEH OTIEIbHO JIOTMKOW 00paOOTKHM ATHUX AaHHBIX. ['J1aBHOE

coiictBo ECS, KoTOpOE BBIZEISET €ro Ha JOHE IPYTUX MOIXOAO0B K pa3paboTKe — BCE

CCTh OAaHHBIC. I[aHHBIMI/I BbIPAXXCHbI H CBOMCTBaA 06’I)CKT8,, N €ro XapakTCpuUuCTHUKH, U

cooniTus. Takoi moaxo momMosxkeT codmoaatsk npuHin Composition Over Inheritance.

Jloruka peanusyeTcsi KOHBEHEpHONW 00paOOTKOW MaHHBIX. B kaxmoil urepammn

HUI'PpOBOI0 IMHKJIIA CHUCTCMbI ITIOCICAOBATCIIBHO IIOJY4YarOT AOCTYII K OIIPCACICHHBIM

KOMIIOHCHTaM CYIHHOCTeﬁ N U3MCHAIOT NJAHHBIC 3THX KOMIIOHCHTOB. Takum O6p2130M,

HOPSAZIOK BBIMOJHEHUS CHUCTEM HUrpaeT Oonblyio pojib. Ha pucyHke 5 mpeacraBieHa

KOHBeHepHas cxema paboThl CUCTEM.

Data

EntityA

EntityB

| ComponentA |

| ComponentB ‘ | ComponentB [ ‘ ComponentC ‘

Logic

Pucynox 5- KonseiiepHas cxema paboThbl CUCTEM
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1.9 Pa3pa0oTka NpUI0KEHUsA

OpHuM W3 OCHOBHBIX MPHUHLMIIOB Bevy siBiseTcss MoayiabHOCTh. Bee QyHkimu

JABHKKa BCVy pC€ain30BaHbl B BUAC IIJIArMHOB — KOJUICKLIM I KOJa, KOTOPbIC U3MCHAIOT

daiin AppP-KOHTEWHEp JIOTUKH M JaHHBIX MpHIokeHus. Cxema MpoeKTa MpecTaBiIeHa

Ha pHUCYHKe 0.

h 4

3

App

l—l_l

WebAsset
Plugin

AssetLoad
Plugin

InstanseSpawner
Plugin

SceneLibPlugin

i

h

4

FloorPlugin

¥ y

Plugin

ParticleSystem

RapierDebugRender

Plugin

RapierPhysics
Plugin

PointerLock

CrosshairPlugin

Fps!

Controller

: FloorDefaultPlugin
Plugin g

Pucynok 6-CxeMa njaaruHoB

1.9.1 Ilnarun AssetsLoadPlugin

AssetsLoadPlugin Hy>keH JJis 3arpy3KH peCypCOB-IaHHBIX, C KOTOPBIMHU paboTaeT

UTPOBOM NIBIKOK: M300pakeHus, 3D-momenu, 3ByKH, CIIEHbI M MHOroe apyroe. B

JAHHOM TIPWJIOKEHUM HeoOXoauMo wucnojib3oBath GLB moaenn oxoH W naBepel, a

Takke TekcTypbl B popmare PNG nmist tex ke cambix mojeneil u nosna. [lmarun Obut

pcajin30BaH C

BO3MOZKHOCTBIO

BbIOOpa THMA

3arpy3Ku:

MapaJUICIIbHON WA

MOCJIEIOBATEILHOM, B 3aBUCUMOCTH OT BallIMX LI€JICH MPUIOKEHUA. B TaHHOM T1aruHe

ONpeaEIeHbI CAEAYIOINE CTPYKTYPhI TaHHBIX:

— AssetType onpenesnsier tumsl pecypcos (Mesh umu TextureMap);

— AssetsLoadPlugin sBasieTrcst U CTpyKTYpOM, U utaruHoM. OH peau3yeT TPerT

Plugin, aro mo3BoJiseT €ro MCIHOJIL30BaTh KaK IIaruH B Bevy-npuioxkenun. B To ke

BpeMs, OH TaKXe SIBIICTCS CTPYKTYpoH, cozepxarmield moise asset load_algorithm,

KOTOpOE OMpeNeNsieT alroOpuTM 3arpy3ku akTuBOB. Ilose mpencrtaBisier coOoil Tum

JAaHHBIX ENUM, B 3aBUCHUMOCTH OT 3HAYECHHS KOTOPOTO M MPOUCXOIUT BBIOOD
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https://docs.rs/bevy/latest/bevy/app/struct.App.html

JAJbHEUIIIEH 3arpy3KH;

3arpysKu;

— AssetInQueue coaepxuT nHpopMaIHIo 0 pecypce, KOTOPBIM HY>KHO 3arpy3HTh;

— AssetDescriptor xpauut nH()OPMAILIHIO 0 3arPyKEHHOM pecypce;

— AssetsLoadedRes pecypc, conepskaniuii CliucoK 3arpyKeHHBIX PECYPCOB;

— AssetsLoadQueue pecypc, coaepKalivii CIIHCOK PECypCOB, OXXHIAFOIIAX

— AssetsLoadedEvent: coObiTre, cpabaThiBaroliee IpH 3aBEPIICHHH 3arpy3KH

Bcex pecypcoB. OHO HyXHO, uToOBI InstanseSpawnerPlugin ve HaumHan cBoo padoty

710 3arpy3KH pPEeCypCOB.

B 3aBrucuMOCTH OT TUIIa 3arpy3ku OyAyT BBIIOJHATCS ONPENEIEHHBIE CUCTEMBI.

HpI/I MOCJICA0BATCIIbHOM BAPUAHTC!

— setup_sequential(): moaroToBka ouepeau sl 3arpy3Ku;

— sequential_load(): 3arpy3ka pecypcom mocienoBaTelIbHO.

IIpn mapannenbHOM BapuaHTeE:

— setup_parallel (): moaroToBka m 3arpy3ka JIaHHBIX TapauieabHO. B mgaHHOM

cucteme BbI3biBaeTcs PpyHkius load map(), koTopast 3arpy’kaetT TeKCTYpPHbIE KapThl ISl

MaTepHaJIoB;

— check_parallel_assetss_ready():mpoBepka cCOCTOSIHHSI 3arpy>KEHHOCTH BCEX

pECypcoB B cllydae mapajulesibHOM 3arpy3ku.B naHHoOW cucreMe BbI3bIBae€TCS (PYHKIUS

is_all_ready(),xoTopast mpoBepsieTcss Bce JIM PECypChl 3arpyKeHBI M B Cllydae 4ero,

ormpasisier coObiTe AssetssLoadedEvent, Taxke (YHKIUS BBIBOAHT COCTOSHHS

3arpy’KaeMbIX pecypcoB.

Cxema miarvHa npeicTaBieHa Ha PUCYHKE 7.
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True

hd

AssetLoadPlugin

asset_load_algorithm=
Sequential?

False

v

setup_sequential() setup parallel() load_map()

h

h

sequential load():

check parallel

is_all_read
_assetss_ready() -all_ready()

AzszetsLoadedEveni()

Pucynok 7-Cxema AssetsLoadPlugin

1.9.2 Inarun InstanseSpawnerPlugin

JlaHHBIN TIJIaTMH WHULMAIM3UPYET CIEHBbI, CO37aéT M pacrojaraetT oObeKThI,a

Takxe oOopabaTteiBaeT coObITHs Ut HUX. OH copepkut pecypc IsSceneStarted, koTopsrii

npuHUMaeT mapamerp Tura bool um ecnu oH paBeH true, To pecypc NpeaOTBpaIlacT

MOBTOPHYIO WHUIMAJIM3AIMIO CIIEHBI, €CIM OHa Yyxe Obuia 3amymieHa. Kpome Ttoro,

CHCTEMA

CTapTyer

no mnpuxony cobeitus  AssetsLoadEvent()us

IJIaruHa

AssetsLoadedPlugin.Ono yBegomiiseT 0 TOM, YTO HEOOXOIUMBIE PECYPChI 3arpyKCHBI.

B mnnarnee BBIMONHSIOTCS nBe cucTeMmbl: on assets loaded() m spawn_window().B

cucteme on_assets_loaded() BeI3bIBatoTCs ciieayromiue QyHKINN:

— update_meshes_uv():ooHoBnsieTUV-KOOpIMHAT MelIeld B COOTBETCTBUU C

nmanaeiMi 13 JSON;
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— spawn_instances():mopoxmaeT 00BbEKTHI B CHCTEME Ha OCHOBE JaHHBIX;

— apply_basis(): Bei3biBacTcs B (QyHKIMU spawn_instances() U IpHUMEHsET 0a3uc
KOOPJMHAT K MO3UIMH 00BCKTa,

— build_materia():cozmaér marepuasr oobekTa Ha ocHOBe JaHHBIX 13 JSON;

— actualize_mesh_handle():Be3pBacTcss B (yHkuumsax update_meshes uv() wu
spawn_instances(),00HoBIsIeT 00pabOTaHHBIN MEIII B COOTBETCTBUU C JAHHBIMH;

— actualize_map_handle():Be3biBactcss B dynkuun build_material(),00H0Bas1€T
00paboTaHHbBIE TEKCTYPHl B COOTBETCTBUU C TAHHBIMU;

Odyukuus  actualize_mesh_handle() Ttaxke BbI3BIBAGTCSA B CHCTEME

spawn_window().Ota cuctema mnpuHUMaeT coObiTHe SpawnEventRes w3 muraruHa
FloorPlugin  u co3maér o0OBEKTBI OKOH C KOOpJMHATAMH U  pa3MEpaMHu,

COOTBCTCTBYIOIIHNM HpOéMaM JJI OKOH. Cxema miarusa MpeaACTaBJICHA HA PUCYHKC 8.

l SpawnWindow

Event()?

InstanseSpawner
Plugin

NO

AssetsLoaded
Event()?

YES

spawn_window()
IsSceneStarted

!=true?

TRUE

on_asset_
loaded()

update_
meshes_uv()

spawn_
instances()

build_
material()
actualize_map
_handle()

Pucynok 8-Cxema InstanseSpawnerPlugin

apply_basis()

aclualize_mesh
_handle() je——
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1.9.3 Ilnarun FloorPlugin

OTOT TUIaruH MPEACTaBIseT COOOW WHCTPYMEHT Ui CO3JaHUS W YIPaBJICHUS
3nanusiMA. OH UCTIONB3YETCs ISl CO3JIAaHMS TIAHUPOBKH ATaXKEH, pa3MeIIeHus] CTeH U
OKOH. B 1aHHOM Tu1aruHe ornpeneseHsbl CIeAYOIMNe CTPYKTYPhI TaHHBIX:

— FloorSenderRes: ctpykrypa 1jsi OTIpaBKH COOOILIEHUI O 3JaHHUSAX C dTaKaMH
yepes KaHa;

— FloorReceiverRes: ctpykrypa ans npuéMa COOOIIEHHH O 3[aHUSX C dTaKaMU
qyepes KaHal,

— FloorState: conepxut nHOOPMAINIO O TEKYIIIEM COCTOSIHAN 3TaXKa;

— SpawnWindowEvent: coObiTHE 1S CO3IaHMS OKOH Ha CTEHAX;

— Opening: cTpykTypa, NpeICTaBIAomas MpoéM B CTCHE;

— CurrentBox: koopAMHATHI IPSMOYTOIBHHKA JIJISl CO3/IaHUs CTEH U TOJIA.

JIaHHBIH TUIATHH COACPIKUT CIICAYIONINE CUCTEMBI:

— spawn_building(): co3ganue 3qanus U ero 3Taxkei Ha CILIEHE;

— load_building_and_floors(): 3arpy3ka uH(popMaIuu 0 37aHUH U €ro dTaKax.

Cuctema load building and floors()oTBedaeT 3a 3arpy3ky JaHHBIX O 3JaHUSAX U
ero JTakax, a TaKXKe OTHPaBKy 3THUX JAHHBIX B JPYTYIO YacTh MPOTPAMMBI IS
MOCJICYIOMIETO HCIONB30BaHUA. JTa (YHKIHS CHadyala IpPOBEpseT, €CTh JIH
JIOTIOTHUTEIHHBIA TIapaMeTp B JaHHBIX HWHHIMAIN3AIMU CIICHBl W €CJIH IapameTp
CYIIECTBYET, OH HCIIOJB3YyeTcs B KadecTBe uuaeHTH(uKaropa 3maHus. C MOMOIIBIO
wasm_bindgen_futures::spawn_local() 3amyckaercs acuMHXpOHHas 3ajada. 3aTeM,
BBITIOJTHACTCSI ACHHXPOHHBIN 3ampoC IS TIOMyYeHHUsl JTaHHBIX 3IaHUsI U €r0 dTaXKeh C
UCTIOJIb30BAHUEM UICHTUPUKATOPA. 3ampoc OCYIIECTBIISETCSI METOZOM
BuildingStore::get_with_floors_by id(id). Ecmu 3ampoc ycmemieH, TO MOJy4YeHHbBIS
JaHHBIE OTIPABIIAIOTCS Yepe3 KOMUIo oTmnpaBuTens kaHana local sender.send(). Dto
MO3BOJIICT JPYrOM YacTH MPOrPaMMbI TIOJYYUTh TH JaHHBIE W HCIIOJIB30BAaTh WX JISI

nocTpoeHus 3nanuil. Koa nanHoit GyHKIuu:

fn load_building_and_floors(sender: Res<FloorSenderRes>,
scene_data: Res<ScenelnitDataRes>) {
let id_str = if scene_data.extra_param.is_some() {
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scene_data.extra_param.clone() -unwrap(Q)
} else {
"'408e43c0-8a3d-11eb-al13f-3b448741dae2" .to_string()
//default

j

let local _sender = sender.0.lock().unwrap().clone();
wasm_bindgen_futures: :spawn_local (async move {
let 1d = Uuid::parse_str(&id_str).unwrap();
let resp =
BuildingStore::get_with_floors by i1d(id).await;
if resp.clone().i1s err(Q {
info!(
"Cannot fetch periodic json {:?}",
resp.clone().err().unwrap()
)
} else
let resp = resp.clone().unwrap();
local _sender.send(resp).unwrap();

}
}

1))

B cucreme spawn_building()Be3siBactcs  dyHkiusa spawn_floor(),koTopast
OTBEUaeT 3a TOCTPOEHHE KOHKPETHOro dTaxa. B Hel ¢ mnoMomplo (GyHKIUH
spawn_wall segment() mporcxoauT mpeodpa3oBaHre KOOPAUHAT U CO3AAETCSA y4aCTOK
cTeHpl. B kauecTBe Mema mepemaércs BO3BpallaeMoe 3HadeHHE U3  (QYHKIUH
current box func().Ona renepupyer cermeHT B ¢opme mapauienenunen. llepen
BbI30BOM (yHKkIuu spawn_floor()Bei3biBaercst dyHkiusa actualize map handle() ms
MOMCKa W OOHOBJICHUS MapaMeTpPOB TEKCTyp. OTa (YHKIMIO OblIa oOmpeseicHa B

mraruHe InstanseSpawnerPlugin.Cxema naHHOTO TIarvHa MpeCcTaBIeHa Ha pUCYHKE 9.
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1.9.4 TInarun FloorDefaultPlugin

h

load_building
_and_floors()

FloorPlugin

h 4

Y

spawn_building()

actualize_map
_handle()

spawn_wall_
segment()

current_box
_func()

Pucynox 9-Cxema FloorPlugin

OrtoT mnaruH olecrieynBaeT 0a30BYIO CTPYKTYpY JIS CUEHBI, A00aBisisi B HeEE

OCBCIICHUC U IMOBCPXHOCTH 11O YMOJIYAaHHUIO. On MMpCAHA3HAUCH I UCIIOJIb30OBAHHA B

Ka4€CTBEC OTHpaBHOI\/’I TOYKHU IIpHU CO3JaHHUH HFpOBOﬁ Cp€abl, IMO3BOJIAA 6I>ICTp0 CO31aThb

OCBCIHICHHYIO CIICHY C IMOBCPXHOCTLBIO. Taxxxe 31€ech NporuCxXoauT CO3JJaHHUC HUI'POBOI'O

NEPCOHA)Ka W HACTPOMKA €ro IapaMeTpoB C MOMOIIBIO CTPYKTYpbl W3 IUIaruHa

FpsControllerPlugin. OcHoBHBIE OIS CTPYKTYPHI:

— Collider: Tumn xomnaiinepa, KOTOpsId onpenensetr GopMy 00BEKTa;

— Friction: koa¢ddunuent TpeHus st 00bEKTa;

— Restitution: ko3¢ duiueHT yupyrocta (0TCKOKa) 1j1sl 00bEKTa;

— ActiveEvents: mepeuncicHHe, KOTOpPOE ONpEACNIeT, Kakhe COOBITHS
(buU3UUEeCcKOro MUpPa JOJKHBI ObITh AKTUBHBI JJIS TAHHOTO O0OBEKTA;
— Velocity: BekTop ckopocTH 00beKTa;
Jluecm
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— Sleeping: ympaBneHne BO3MOKHOCTBIO CITAIIETO PeXKUMa JIJIsi O0BEKTa;
— AdditionalMassProperties: momoaHHTEIbHBIE CBONCTBA MacChl OOBEKTa;
— GravityScale: Bo3nelicTBre rpaBUTAIlMH Ha O0BEKT;

— Ccd:BkII0YaeT/OTKIIOYAaeT Yy  OOBEKTa  HEMpPEpPhIBHOE  OOHApY)KCHHE

CTOJIKHOBEHMH ;
— TransformBundle: momoxenue o0bekTa;

— LockedAxes: ompeneneHre ocei, KOTOpbie 3a0JOKHPOBAHBI JJIS BpPAICHUS

00BEKTA;
— RigidBody: Tun Tena o0bekTa B pu3nUIecKkoM MUpe.

Kon co3ganust CTpyKTypbl:

let logical_entity = commands
-spawn((
Collider::capsule(Vec3::Y * 0.5, Vec3::Y * 1.5,
0.5),
Friction {
coefficient: 0.0,
combine_rule: CoefficientCombineRule: :Min,
3},
Restitution {
coefficient: 0.0,
combine rule: CoefficientCombineRule: :Min,
3,
ActiveEvents::COLLISION EVENTS,
Velocity::zero(),
RigidBody: :Dynamic,
Sleeping: :disabled(),
LockedAxes: :ROTATION_LOCKED,
AdditionalMassProperties::Mass(1.0),
GravityScale(0.0),
Ccd { enabled: true }, // Prevent clipping when
going fast

TransformBundle: : from_transform(Transform::from xyz(60.0, 130.0,
60.0)),
LogicalPlayer,
FpsControllerlinput {
pitch: -TAU / 12.0,
yaw: TAU * 5.0 / 8.0,
..default(Q
}s
FpsController {
key crouch: KeyCode: :KeyC,
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__defaultQ

3,

))

-.Insert(CameraConfig {
height_offset: 0.0,
radius_scale: 0.75,

-1dQ);

1))

Taxxe B JaHHOM TUTarMHE MPOUCXOIUT CO3JaHUE U HACTPOWKHU CHCTEMbI YaCTHII
JUTS TeHEepaIliy TIPOTOTHUIIA OTHSI.

1.9.5 Inarun FullViewportPlugin

OToT MIarnH obecrneunBaeT (YHKIIMOHATHLHOCTh W3MEHEHHS pa3Mepa OKHa
MPWIOKEHUST TaKUM 00pa3oM, 4TOOBI 00JacTh MPOCMOTPA 3aHMMAJIa BCIO JOCTYITHYIO
00macTh OkHa  Opaysepa. OTOoT  TUIAruH CONEPXKUT 2 CUCTEMBI:
setup viewport resize system() u  viewport resize system().llepBas  cucrtema
HACTpaWBaeT CIyIIaTeNis COOBITUN W3MEHEHHs pa3Mepa oOkHa Opayszepa. CHauana
U3BJICKACTCs TrJoOabHBIM 00beKT window u3 BeO-Opay3epa C  MOMOIIBIO
web_sys::window().3aTem, H3BJIEKaeTCA OTMPABIIUK COOBITUHA HW3MEHEHHS pa3Mmepa
okHa u3 pecypca EventSenderRes. MpioTekc OmoxupyeTcsi, 4TOObI MpPEeIOTBPATUThH
TOHKY JaHHBIX MPH JOCTYIE K OTIPABUTENIO U3 Pa3HBIX MOTOKOB. 3aTEM OTIPABHUTEIh
KJIIOHUPYETCS JUIsl MCTOJB30BaHMS BHYTPU 3aMBIKaHUS, TOCIE YEeTro 4Yepe3 HEro ixKe,
OTIIpPaBISIETCS COOOIIEHWE 4Yepe3 W3MEHEHHsS pa3Mepa OKHa i WHUIHATH3AINH
pasMepa okHa npuioxeHus. OTIpaBisieTcs MycToe COOOIIeHNE, TaK KaK HaM He HYKHBI
KOHKPETHBIE JaHHBIC, TOJHKO CHUTHAJI O TOM, YTO pa3Mep OKHa u3MeHuics. Jlampiie
co3maércsl ClymaTenbh COOBITH W3MEHEHHs pa3Mepa OKHa C HCIOJIh30BaHHEM
oubnmuoTexn gloo. DTOT ciymaTens NPUBSI3bIBACTCS K TII00ATBHOMY 00beKTY window u
ciymaer coObiTue resize. Korma mpoucxomauT coObITHE M3MEHEHHS pa3Mepa OKHa,
BBI3BIBACTCS 3aMbIKaHHE, KOTOPOE CHOBA OTMPABISET COOOIICHHE Yepe3 OTHpPaBHUTENS

coOBITHIT M3MeHeHus pa3mepa okHa Kon gqanHoi QyHKINM:

fn setup_viewport resize system(resize_sender:
Res<EventSenderRes>) {
let web_window = web_sys::window() .expect(*'could not get
window™) ;
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let local _sender = resize _sender.0.lock().unwrap().clone();
local _sender.send(()) -unwrap();

gloo_events: :EventListener: :new(&web_window, "‘resize', move
|_event] {

1))
.forget();

local _sender.send(())-unwrap();

}

Cucrema viewport resize system() BBITOTHSIETCS KaKIbI KaJap W OTBEYAET 3a
U3MEHEHHE Pa3MEepOB OKHA MPH M3MEHEHHH pa3MepoB OkHa Opaysepa. CHavanma MBI
MBITAEMCS TIOJTYYUTh COOOIICHUE 0 M3MEHEHUU pa3Mepa OKHA W3 NMPUEMHHKA COOBITHH.
Ecnu cooOiieHne ycmemHo IOJIy4eHO, 3TO O3HadaeT, 4yTo pa3Mep OKHa Opaysepa
U3MEHUJICSI, U MBI MOKE€M TIPOJIOJDKUTH 00paboTKy. Jlanbiiie MBI MbITaeMCS TOTYYUTh
JOCTYT K KoMnoHeHTy Window, acCOIIMMPOBAHHOMY C OCHOBHBIM OKHOM Bevy. 3atem,
MBI  TIOJlydaeM HOBBIE pa3Mepsl OKHa Opay3epa C MOMOIIBI0  (YHKIUH
get viewport size(), KOTopass BO3BpaIllaeT MUPUHY U BHICOTY OKHA M yCTaHABIMBAEM
HOBOE pa3pellieHue OCHOBHOTO OkHa Bevy, 4ToObl 00ecrednTh COOTBETCTBHE pa3Mepa

obJlacTi MpocMOTpa pazMepam okHa Opaysepa. Koa naHHoM GpyHKIMH:

fn viewport_resize_system(
mut window_query: Query<&mut Window, With<PrimaryWindow>>,
resize _receiver: Res<EventRecelverRes>,
) {
iT resize receiver.0.lock(Q).unwrap().-try_recv(Q).is_ok(Q {
let mut primary_w = window_query.get _single mut();
ifT primary w.is_err() {
return;
¥

let size = get _viewport_size();
// info!("Trying set resolution {},{}",size.0,size.l);
primary_w.as_mut().unwrap().resolution =
WindowResolution: :new(size.0, size.l);
+
¥

CtpykTypa JaHHOTO IUTarkHa n3oopaxena Ha pucyske 10.
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1.9.6 Ilnarun CrosshairPlugin

h 4

setup_ viewport
_resize_system()

b

¥

EventSender
Res()

FullViewport
Plugin

EventReceiver
(JRes?

viewport _resize
_system()

get viewport
_size()

Pucynok 10-Cxema FullViewPortPlugin

OTOT IUTarMH TIpeAHa3Ha4yeH i J00aBJICHHWs Mpullesia B IEHTP JKpaHa BeO-

npuioxeHus. [Ipu 3amycke miaruHa co3maéres HaYaJIbHBIM MPUIET B LIEHTPE dKpaHa.

3a 310 oTBewaer crosshair startup system(). 3atem, mpu HM3MEHEHUW pa3Mepa OKHaA

Opay3epa OTIIpaBIIAECTCS COOOIIECHHWE B KaHalI, KOTOpPO€ 3aTeM oOpadaThIBaeTcs U

BBI3BIBACT OOHOBJICHHE mpuigcia, YTOOBI OH OCTaBaJICS B LOCHTPC OKpaHa HE3aBUCUMO OT

U3MEHEeHHH pa3MepoB OkHA. Bcé 310 mpoucxomut B cucreme resize_listener(),kotopast

BbI3bIBacT pynkmmro update crosshair().

Crpykrypa naruHa npuseieHa Ha pucyHnke 11.

N3m.
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CrosshairPlugin y

EventReceiver

¥ Res()?

crosshair_startup
_system()

resize_listener()

EventSenderRes()

Pucynok 11-Cxema CrosshairPlugin

1.9.7 BHeurHue miaruHel.

B mpoekTe Takke WCIOJB3YIOT IIArWHBI, UMITOPTUPYIOMIUECS U3 OMOJIUOTEK B
cargo.toml. Cpeau Hux:

— FPSConrollerPlugin: mnarud, BIOXHOBICHHBIM IBM)KEHHEM JBHXKKA Source,
peayin3yeT NBIDKEHHUE, IMOAXOAsImee i urp ot l-oro ymma. OH obecrnieunBaer
yIpaBJICHUE TIEPCOHAXaM B CIEHE, €ro JBIDKCHHE, TPBDKKH, MPHCEIaHMUS,
B3aMMOJICHCTBHE C OKPYKAIOIIMMH 00bEKTAMHU,

— RapierDebugRenderingPlugin: rutarus  oTBeyaeT 3a pEeHACPUHT TOTO, HYTO
Rapier «BUAWUT» TNpH BBIOJHEHUN (DU3UYECKOTO MOJCIMPOBAHUSA. DTO HYKHO JUJIS
IIPOBEPKU TPABUJIBHOCTH COTJIACOBAaHUS MEXIy KOJUIaljepaMd W COOCTBEHHBIMH
BU3YaJIbHBIMU PECYypCaMHU,;

— RapierPhysicsPlugin: miarun, oTBevaromniuii 3a Gpu3nKy 00bEKTOB,;

— ParticleSystemPlugin:mnarun, peanusyromuii 3pdexr Bo3ropanus;
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1.9.8 3anmyck npuinoxeHus

3a 3amyck IpUIIOKEHHUs B Opay3epe OTBEYArOT JBa TJABHBIX (pailyia main.rs u
lib.rs. B ¢aitite main.rs o0bsBiIcHa QyHKIMSA pub async fn start scene() ¢ arpuOyTom
#[wasm_bindgen(start)]. ATpuOyT ykaspiBaeT, 4TO 3Ta (QYHKUMS OyAET BbI3BaHA
aBTOMaTH4ecKu Tmpu  3arpyske WebAssembly wmonyns. Bayrtpu — QyHkuuu
UHUIMAIM3UPYIOTCSL  TepeMeHHble  scene 1d sl XpaHeHus  uAeHTU(]HUKATOpa
KOHKPETHOW CIIeHBbl M extra Ui monydeHus nHpopmammu u3 B/ mo kKoHKpeTHOMY
3MaHUIO. 3aTeM, MPOMCXOJIUT MOJy4yeHHe 00bekTa OokHa Opayszepa u Tekymieit URL
ctpanuibl .URL paszbupaercs ¢ ucnoib3oBaHueM OuOmmoteku url u m3BiedEéHHBIC
nmapaMeTpbl COXpaHSIOTCSA B MepeMeHHble scene id u extra. 3aTeM MPOUCXOIUT BBHI3OB
acuHXpoHHOU ¢yHKIMU enginelib::start() ¢ mepemanapiMu napamerpamu. Ko GpyHkImm

start_scene():

#[wasm_bindgen(start)]

pub async fn start_scene() {
let mut scene_id = ""_.to_string();
let mut extra = "'_to_string();

//parse url params
let window = web_sys::window();
ifT window.is_none() {
console_log!(""Error handling web_sys::Window');
return;
}
let url_str = window.unwrap().location().href();
ifT url_str.is err() {
console_log!("Error handling
web_sys::Location.href()™);
return;
}

let url = Url::parse(url_str._.unwrap().as_str(Q));
if url.is err(Q {
console_log! ("'Error parsing URL™);
return;
}
let url2 = url.unwrap();
let params = url2.query_pairs();
for (key, value) in params.into_iter() {
ifT key.as ref() == "id" {
scene_id = value.as _ref().to_string();
¥
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1T key.as ref() == "extra" {
extra = value.as_ref().to_string();
by

}

match enginelib::start(scene_id.clone(), extra).await {
Ok => {

console_log!(*'Scene started with id {:?}",

scene_1id)
¥
ErrCerr) => {
// OBpaboTka OmMUOKU
console_log!(*'Scene failed with 1d {:?}", scene_id)
by
¥
¥

®aiin lib.rs comepkuT OCHOBHYIO (yHKIMIO start(), KoTopas 3amyckKaer
IPUIIO’KEHUE U 3arpyXaeT CIEHY C cepBepa Mo uaeHtuduxatopy scene id. B stoii
(GYHKIIUM PETUCTPUPYIOTCA W TOOABISIOTCS OCHOBHBIC IJIATMHBI M KOMIIOHEHTHI U

IIPOUCXOJIUT 3alyCK NPUIIOKEHHUS ¢ TOMOIIbI0 MeToaa run(). Koa nanHoit pyHKUUU:

pub async fn start(scene_id: String, extra: String) ->
Result<SceneResponse, String> {

console_log!(*"id from URL param: {}",
scene_id.to_string().as_str());
//get from the server

let id = Uuild::parse_str(&scene_id).unwrap(Q);
let resp = SceneStore::get by id(id).awalt;

//read a local fTile
// let resp =

fetch_by local_path::<SceneResponse>("floor.json'.to_string()).await

if resp.clone().is _err() {

console_log!'(""'{:?}", resp.clone().err().unwrap());
return resp;

}

console _log!("'res {:?}", resp.clone().unwrap());
let scene_data = resp.clone().unwrap().data.unwrap();

let mut app = App::new();

app-register_type: :<GameObject>()
.insert_resource(AssetMetaCheck: :Never)
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.add_plugins((WebAssetPlugin: :default(),
DefaultPlugins))
.add_plugins(AssetsLoadPlugin {
asset_load_algorithm:
scene_data.clone().assets_loading_algorithm,

1))

.add_plugins(SceneLibPlugin {
scene_lib_name: scene_data.clone().scene_lib_name,
1),

.add_plugins(InstanceSpawnerPlugin)
-.Insert_resource(ScenelnitDataRes {
scene_response: resp.clone().unwrap(),
extra_param: 1If extra '= "" { Some(extra) } else {
None },

1),
-.run(Q);
return resp;

1.10 TectupoBaHue padoThl NPHJIOKEHUS

C momomkto nporpammbl Dbeavers 6a3y maHHbIX ObUTH BBEIIEHBI TPOU3BOJIBHEIC
3HA4YEHUS KOOPAMHAT CTEH, OKOH M JABEPEN I KaXXI0ro M3 dTakeu. B maHHOM cirydae
JUIsL TIpUMEpPA MCHOJB30BAINCH 2 d3Taka.BBeACHHBIE NaHHBIE IPEACTABICHBI HA

pucyHnkax 12,13.

Obzop Mecra @ dbeaverce N7, 17 Man 01:20 (. . s o &
DBeaver 23.2.1 - floor - 8 x
®aitn  PegakTvposanne Hasurauma Mowck PepaxTop SQL  Basa AaHHbix OkMa  Cripaska
¢ - e v 0 s ~ Tve Auto D ~ @ postgres -~ E public@property v @ & v Q Q B @
f® Basbigantbix X @ Mpoextel = O v dev Y dev "+ building_histor " floor_history ", room_history v floor vroom EBfloor X ™ -
¢ v = < § eBceoicrea K flanHbie | o Auarpamma
¥ postgres Basbl AaHHbIX ~ & property Cxembl ~ [ public Tabnwusl ~ B floor
> Wapps - 192.168.77.24:5432
rapR B floor |52 P vl 2T T
W dey - 172.17.0.1-5432
W postgres - 172 :543: 5 £ json_schema | | 123 floor_number ~ | [E§buildingid | BN 3uavenne X | MeTanannue = N
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CHETRAH I RYRaxTRY 15 | {*rooms™: [{"comers 2 @ 67f1dbBc-2c92-abe rooms": [ D
Wtest -172.7 5 16| {"rooms": [{"comers 2 ©f 369084d8-cba3-41 { ey -
é {"r 1 F 8a93093-f4a0-44c al =
z {*r 0 & 774502bcc287-43 ‘{ £n
{"r 1  e72893cb-7fb0-4ct 73 s
{"r 1 o 774502bc-c287-4a
1 o 28bbddfe-6d81-4f5 {
{F 2 ¢ d504530d-4570-42
{"r 1 o 68810337-072f-44
°r 1 ¢ 81d3f1e9-a452-44¢
B Project - General X = n {r 2 28bbddfe-6d81-4f5
- {"re 1 o d504530d-4570-47
8. = 5 & 2 r 1 o 6614efed-ef0s-dcfc
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S 2 o f36de6d2-7499-45; 1.
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Diagrams
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Pucynok 12-nannsie o mepBom staxke B Dbeaver
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Obsop  Mecta (@ dbeaverce N, 17 Mas 0 (] . a LTI DR U]
DBeaver 23.2.1 - floor - @ x
@ain PepakTuposaHne Hasurauws [Mouck PenaktopSQL BasafaHHbix OKHa Cnpaeka
¥ - & % |0 sqL ~ v Auto £ v | W postgres v [ public@property v | & &b v i Q v Q 5 @
= BasbinaHHbiXx X @ MNpoektel = B =-dev  =-dev = building histor = Floor_history = room_history = floor = room BB floor X s = 0
L A = & § M ceoictea [} fauHble 5% Anarpamma
BeeauTe 4acT: eHW 06beKT. T v ¥g postgres CB BasblfaHHbix ~ & property B Cxemsl ~ [ public B3 Tabavuer ~ FB Ffloor
> Wapps - 192.168.77.24:5432 :
Be g SBloor 51 Piv &V T
> Wdev -172.17.0.1:5432 @
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> [ Diagrams
> il Scripts X 103 | ]
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Pucynok 13-ganssie o Bropom staxke B Dbeaver

[locne 3amycka TPWIOKEHUS B KOHCOJb OBUIM BBIBEJEHBI IPOMEKYTOUYHBIE
3HAUCHUS TapaMeTpoOB, HEOOXOMUMBIX ISl TeHeparuii 00beKTOB. BhIBOI B KOHCOJBb

MpeJICTaBlIeH Ha pucyHke 14.

- s & o
0 Meccenaxep x @ 127.0.0.1:8080/engine, x | & Online UUID Generato = @ x
¢ @ 121001 gine d3c28 Bc-4c5f-adaz-67a3c39a74698&extra=28bbddfe-6d81-4f51-a83 4 b4 tn} =1 @ nNpuocranosnena
£ Lo InemenTel  KoWCOML ) 0143 BT 8 i X

D@ tp~ @ Bce ypossm ¥

=

=

NOrm_perpve 0.0, Y

wivees 8 6 T Oy mdveci(a s 0 38

=

e d)

=

= .

Komcons X
] ()

Pucynok 14-Koncomnp
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3Ha4YeHMs MOJHOCTHIO COBHAIM C IMOJYYEHHBIM PE3YJIbTaTOM. BbUI Mpou3BenéH
«BHYTPUUTPOBOW» 00XOA 3[aHusi [Jis YAOCTOBEPEHHUS MNPABWIBHOCTA BBEIEHHBIX
JAHHBIX IO BTOPOMY 3Taxy. JIeMOHCTpanys MOJIy4EHHOrO pe3yiabTaT MMpeACTaBiIeHa Ha

pucynkax 15 —18.

~ [ Meccenaxep X | @ 127.0.0.1:8080/engine/” x | @ Online VUID Generator  x  +

€ > C @ 127.0.0.1:8080/engine/?id=d3c2897c-e28¢-4c5F-adaa-67a3c39a74698&extra=28bbddfe-6d8 1-4f51-a837-80084¢65¢1b3 = .I‘Ipnoﬂaﬂoenena

~ [ Meccenaxep x | @ 127.0.0.1:8080/engine/” x | @ Online UUID Generator %  +

> €@ @ 127.0.0.1:8080/engine/?id=d3c2897c-e28c-4c5F-adaa-67a3c39a74698&extra=28bbddfe-6d81-4f51-a837-80084c65¢ 1b3 4 In} = ‘I‘Ipu\:cranosneﬂa

Pucynox 16-Btopoii atax, 3D-cumysiiusi.
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x | @ 127.0.0.1:8080/engine/: x | @ Online UUID Generator x  +

c @ 127.0.0.1:8080/engine/?id=d3c2897c-e28¢-4c5F-adaa-67a3c39a74698&extra=28bbddfe-6d81-4f51-a837-80084¢65¢ 1b3 = . MpuocTaHoBAEHA

Pucynox 17-Btopoii atax, 3D-cumysiusi.

Obsop Mecta @ Go ome 1 56 )

~ [ Meccenaxep X | @ 127.0.0.1:8080/engine/’ x | +

c @ 127.0.0.1:8080/engine/?id=d3c2897c-e28¢-4c5f-adaa-67a3c39a7469&extra=28bbddfe-6d8 1-4f51-a837-80084c65¢1b3 b+ 4 3 . MpuocTaHoBNEHA

Pucynok 18-Btopoii satax, 3D-cumynsusi.

Taxxe ObUT MpoM3BeEH 00X0/ MO MEePBOMY 3Taxy. Pe3ynbpTar mpeacTtaBieH Ha

pucynkax 19-21.
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0 Meccenpxep X | @ 127.0.0.1:8080/engine/’ x | €& Online UUID Generator %  +

c ® 127.0.0.1:8080/engine ?id=d3c2897¢-e28¢-4c5F-adaa-67a3¢39a7469&extra=28bbddfe-6d81-4f51-a837-80084¢65¢ 1b3 Y in} = . MNpuoctaHoBNeHa

Pucynox 19-ITepBerii atax.3D-cumymsims.

v [ Meccenaxep x | @ 127.0.0.1:8080/engine/: % | @ Online UUID Generator X  +

€ =2 C @ 127.00.1:8080/engine/?id=d3c2897c-e28c-4c5f-adaa-67a3c39a74698extra=28bbddfe-6d81-4f51-a837-80084¢65c1b3 = onpnaﬂannsnena

Pucynox 20-ITepBerii aTax.3 D-cumyismms.
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063op MecTa @ Google Chrome nr, 17 man 02:57

~ [ MecceHaxep X | @ 127.0.0.1:8080/engine/: X | +

c @ 127.0.0.1:8080/engine/?id=d3c2897c-e28¢-4c5F-adaa-67a3c39a74698&extra=28bbddfe-6d81-4f51-a837-80084¢65¢ 1b3 r m ) 6 MpuocTaHoBNEHA

Pucynoxk 21-IlepBsiit aTax.3D-cumysius.

Taxoke Oblia Mpou3BeAeHa NpoBepKa (PyHKIIMOHAIA YIIPABICHUEM
nepcoHaxeM. bbplto mpoTecTUpOBaHO NEepeIBUKEHNE, YCKOPEHHUS, B3aUMOJICHCTBUE C
OKpY>KaloIUMH 00bEKTaMU, IPBIKKU U NpuceAanus. [loBeaenne nepconaxa npu

HOJIPBITUBAHUY U MTPUCEIAaHUU MPEJCTABICHO HA PUCYHKaxX 22, 23.

()
~ [ Meccennxep X | @ 127.0.0.1:8080/engine/” X | & Online UUID Generator  x  + = a X
€ > C ® 127.0.0.1:8080/engine/?id=d3¢2897c-e28¢-4¢5F-adaa-67a3¢39a74698&extra=28bbddfe-6d81-4f51-a837-80084¢65¢1b3 g () = 6npmcraaoeneua
=
revien

PrcyHok 22-TIpbDKOK TIEPCOHAXKA.
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0630p

bruta nporecTupoBaHa cucTeMa 4acTUL U1 BU3YaJIU3allMu OTHs. J(eMoHCcTpanus

MecTa @ Google Chrome

~ [ Meccenaxep

c ® 127.0.0.1:8080/engine?id=d3c2897c-e28c-4¢5f-adaa-67a3c39a74698extra=28bbddfe-6d81-4f51-a837-80084¢65¢ 1b3 = ' NpuocTaHoBNeHa

X | @ 127.0.0.1:8080/engine/” x

nr, 17 Maa 01:22

@) Online UUID Generato x 4+

Pucynok 23-niprucenanue mepcoHaxa.

npUBe/ieHa Ha pUCyHKax 24, 25.

Ob3op MecTa @ Google Chrome

&

0 Meccenaxep

c ® 127.00.1:8080/engine/?id=d3c2897c-e28¢-4c5f-adaa-67a3c39a7469&extra=28bbddfe-6d81-4f51-a837-80084¢65c1b3

X | @ 127.0.0.1:8080/engine/ X

BT, 28 Man 14:36

& WebSchool :: BbicTpblii ¢ X +

Qe BPBDAOE S

a
£
Vv

mOr

80/engine/?id=d3c28...

Pucynok 24-2ddext orus.

T In} @ Nproctanosnexa
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v [ Meccenpxep x | @ 127.0.0.1:8080/engine/” x | & WebSchool: BbicTpbliic X+

€ > C @ 127.00.1:8080/engine/?id=d3c2897c-e28¢-4c5f-adaa-67a3¢c39a7469&extra=28bbddfe-6d81-4F51-a837-80084c65¢1b3 b+ d o} .npnoc-rancaneﬂa

Pucynok 25-D¢dexT orus BHyTpH.

[Ipoiiecc TecTupoBaHus MPOILEN YCIEIIHO, BCe GYHKIMU MPUIOKEHUS padoTaro
MPABUIBHO, OKUJIAEMbI PE3ybTAT COBHAN C IEUCTBUTEIbHBIM, TECTUPOBAHUE JAHHBIX

(GYHKIUI NPOILIN YCIEIIHO.
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2 be3onacHocTh AKUSHEACATECIBHOCTH

[Ipu B3awMOIEWCTBHM C KOMITBIOTEPOM, HEOOXOAMMO COOJIIOMATh MEpHI
0e3omacHOCTH, YTOOBI HE OBUIO HEMPUATHBIX TOCIACACTBUN IS 3I0POBBS TIOCIE
ucrosb3oBanus. Ecim mois3oBarens I1K Oymer npeneOperats TeXHUKON 0€30TIaCHOCTH,

TO MPOOJIEMBI CO 3I0POBbEM OYAYT HEM3OEIKHBI.
2.1 Bpen 3n0poBbio npu padorte ¢ IIK

[IpoOaeMbl cO 310pOBBEM B MPOLECCE B3AUMOJIEUCTBUS C KOMIIBIOTEPOM HMMEIOT
CBOICTBO HaKalUIMBAaTbCsl, TO €CTh 3J0POBbE YXYJAILIAETCS HE Cpa3y, a MOCTENEHHO.
Haunbonee onacHbiMu (hakTOpaMu SBIISIIOTCS:

— Harpy3ka Ha cyctaBbl. [Ipy HenpaBWIBHOW NOCAJKE 332 KOMIBIOTEPOM, Ha
cycTaBbl OyJeT MATU OoJiblias Harpys3ka, a UMEHHO KUCTEH pPyK, M3-3a YE€ro MOXKET
IIPOM30MTH J1aXKe OHEMEHHE PYK;

— Harpy3ka Ha cnuHy. OISTh K€, €ClIM NPUHATh HENPABUIBHO IOJOKEHUE
OCaHKH IpH paboTe 3a KOMITBIOTEPOM, MOXKET MOSIBUTCS UCKPHUBJICHHUE MTO3BOHOYHUKA U
Jake IPbhKa MEXIO3BOHOYHOIO JHUCKA;

— Harpy3ka Ha opranbl 3peHus. [lpu ngonroit pabore ¢ MoHHTOpamu, OyAeT
YXYALIAThCSl 3I0POBbsl TJIa3, BIIOCJIEICTBHM MOTYT MOSIBUTCA CHHAPOMBI «KPACHOIO
IJ1a3a» U «CyXOTO Iia3ay;

— Harpy3ka Ha ICUXUKY M HepBHYy. lIpu nmonrom B3ammonevicteum c IIK, y
MOJIb30BATENs] MOTYT BO3HHUKAaTh MPOOJEMBI C MaMATHIO, a TAKXKE MOXKET MOSBUTCS

JICTIPECCHS U J1axke OCCCOHHMIIA.
2.2 CHH:KeHHe Bpeaa 1Jisl 310poBbsi npu padore ¢ K

[Ipu coOmro/ieHny MPOCTHIX MPaBUJI MOXKHO M30€XKaTh CEPhE3HBIX MPOOIEM CO

3I0POBBEM, JIJISI 3TOTO HYKHO:
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— co0iroaTh  HEOOXOAMMOE  pacCcTosiHue A0  MOHHUTOpa. llpaBuibHBIM
paccTossHUEM A0 AMCIUIEs SIBISIETCS PAacCTOSHUE, IPU KOTOPOM IOJIb30BATENIb MOYKET
KOCHYTBCSl yKa3aTeIbHBIM NAJIBLIEM JI0 BEPXHETO Kpasi MOHUTOPA;

— coOI0AaTh ONTUMANBHBIA yroa 3KpaHa. ONTUMalbHBIM YTIJIOM SBISETCA
HakJI0H MoHuTOpa B 30 rpaaycos;

— KJIaBUATypy CTaBUTh B HY)XHOe€ moJjokeHue. KiiaBuarypa AoKHa HaxoauTcs
Ha paccrosinuu 20-30 caHTUMETPOB OT Kpasi CTOJIA;

— Aenath nepepsiB. [IpuMepHO KaKIabplii yac HEOOXOAMMO JeNaTh Pa3MUHKY AJIs
OpraHoOB 3pEHUs, a UMEHHO OTOPBAaThCSI OT MOHUTOpPA U JAEJIaTh TMMHACTUKY AJIS IJIa3:
pPHUCOBATh pa3aUyYHbIe GUTYPHI IN1a3aMH, (POKYCUPOBATh BHUMAHUE Ha JAIbHUE OOBEKThHI
U TEepeBOIUTh (POKYC C OJHUX NpPEeaIMETOB Ha apyrue. Takke HPUMEpPHO Kaxble
[I0JITOpa-/iBa yaca HEOOXOAMMO BBIIIOJIHATD 3apAIKY;

— BbIOpaTh MpaBUJIbHBIA CTyd wiu Kpecno. [lpu BriOOpe manHOl Mebenw,
HEO0OXO0MMO MPUOOPECTH TaKylo, KOoTopas Oyner oOecrednBaTh NPSAMYIO0 OCaHKY, NMPHU

KOTOpOU CTiMHA OYyJIeT ONUPAThCS B CIIUHKY.
2.3 Texuuka 0e30maCHOCTH P padoTe ¢ KOMIILIOTEPOM

[Tpu paboTe ¢ KOMIBIOTEPOM HEOOXOAMMO COOIIOAATh CIEAYIOLIUE IpaBUIIa,
KOTOpPBIE CBA3aHBI C TEXHUKOI 0€30MacHOCTH:

— HE OCTaBJIATh KOMIIbIOTEP 0€3 MPUCMOTpa Ha JIUTEIHLHOE BPEMS;

— HE UCIO0Jb30BaTh KOMIIBIOTEP, KOTOPBIN paboTaeT OT NuTaHus 0e3 3a3eMIICHHUS;

— He pabotath 3a 1K, y KOTOpOro ecth MOBPEKIAECHUE B CHCTEMHOM OJIOKE WUJIU B
ero nepuepuitHbIX yCTPOICTBAX;

— HE BKJIIOYAaTh KOMIIBIOTEP, €CJIU B IOMEIIEHUH CIIMIIKOM BBICOKAsI BIaXKHOCTD;

— HEC KJIaCTh Ha KOPIIYC KOMIIBIOTEPA UJIM MOHUTOPA ITIOCTOPOHHUC ITPECAMCTEI.
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3ak/jIoyeHue

B xone BbIMosHEHUS JAHHOW BBIMTYCKHOW KBaTHM(PUKAMOHHON pabOThl OBLIH
NOJTyY€Hbl HABBIKM HanucaHus 3D-npuiokeHus 1uis TPEHUPOBKU 3BaKyallMy U3 3JaHUs
C MOAJIEPKKOM 3amycka u3 Opaysepa. PesyiabTaTroM paboThl sBIsETCS pa3paOOTAHHBIHI
MHTEpaKkTUBHbIA 3D-TpeHax€p «OBakyauus M3 3JaHHUS», a TaKKE OTYET, B KOTOPOM
IOpPEJICTaBICHbl  pE3yJbTaThl  TECTUPOBAHMA  pa3padOTaHHONO  IPOrPaMMHOIO
oOecrieyeHns, OMHCAaHHWE Pa3pabOTKM M MOAPOOHBIM pa3dop €ro OCHOBHBIX
(GyHKITMOHATIBHBIX OCOOCHHOCTEH.

Pa3paboTraHHOE NpUIOKEHUE IIO3BOJIET IIOJIB30BATENO0 MpsIMO B Opaysepe
YBUIETH IIPOTOTUIT CO3/IaHHOTO 3/1aHus B 3D, mepemeniaTbCs 10 HEMY OT MEPBOTO JIULIA
U BBINOJHATH pasziauuHble neWcTBuda. Ilocme mnpoBeneHust TecTUpOBaHUSA — OBLIO
BBISICHEHO, YTO pa3pab0TaHHOE MPHIIOKEHHE COOTBETCTBYET BCEM IIOCTABJICHHBIM B
Havasie paboThl TpeOOBaHUSM U pabOTaeT KOPPEKTHO, HE BBI3BIBAS KPUTHUECKUX
OLIMOOK B CHUCTEME.

B nanbHeiiieM NpUIOKEHUE MOXKHO YCOBEpPUICHCTBOBATH IMyTeM J00aBIICHUS
OKpYKaIOIUX JIFOJEH, NeKOpaluid, a TakKe BO3MOYKHOCTU CTOUThH 37aHHs B (opme
OKpyXHOCTU. Pa3paboTaHHbIi MHTEp(deNc MONb30BATENS MOXKHO YIYYIIUTh IyTEM
NOOaBICHUS] WHBEHTaps M IIKaJbl JKU3HU JUIA peainu3aluu Oojee Jydineit

PCATNCTUIHOCTH.
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Ipuio:xkenne A.1-/luarpaMmma KOMIIOHEHTOB
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IIpunoxenne A.2 — /lmarpamma nocjieaoBaTeIbHOCTEN IVIarMHA

AssetloadPlugin
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v
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AssetLoadPlugin
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Ipunoxenne A.3 — /lmarpamma nmociaeaoBaTe1bHOCTEN IUIarKHA

InstanseSpawnerPlugin

AssetsLoaded
Event|)?

IiSceneStarted
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Plugin
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spawn_window(}
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loaded|) -
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f spawn.
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_handle()
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Ipuio:xkenne A.4-/luarpamma nocjaea0BaTeIbHOCTEN MJIaruHa

FloorPlugin
FloorPlugin
load_building spawn_building()<
_and_floors()
actualize_map
spawn_floor() _handie()
spawn_wall_
segment|)
current_box
_funei)
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daitx main.rs

use url::-Url;
use wasm_bindgen::prelude::*;

#[wasm_bindgen]
extern "C" {
#[wasm_bindgen(js_namespace = console)]
fn log(s: &str);
¥
macro_rulles! console_log {
(B($t:-t)*) => (log(&format_args! ($($t)*).to_string()))

n main(Q) {
printin!("'Hello, world!'");
}

#[wasm_bindgen(start)]

pub async fn start_scene() {
let mut scene_id = ""_.to_string();
let mut extra = "' .to_string();

//parse url params

let window = web_sys::window();

if window.i1s none() {
console_log!(""Error handling web_sys::Window');
return;

¥

let url_str = window.unwrap().location().href();

ifT url_str.is err() {
console_log! (""Error handling

web_sys::Location_href()");

return;
}
let url = Url::parse(url_str.unwrap().as_str());
if url.is err(Q {

console _log!("Error parsing URL™);

return;

let url2 = url_unwrap();
let params = url2.query_pairs(Q);
for (key, value) in params.into_iter() {
ifT key.as ref() == "id" {
scene_id = value.as _ref().to_string();

¥
iIfT key.as ref() == "extra" {

extra = value.as_ref().to_string();
¥

}

match enginelib::start(scene_id.clone(), extra).await {
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okQ =>{

console_log!(*'Scene started with id {:?}",

scene_1id)
¥
ErrCerr) => {
// OBpaboTka OmMUOKU
console_log!(*'Scene failed with 1d {:?}", scene_id)
}
¥
}
®aiin lib.rs

use bevy::asset: :AssetMetaCheck;
use bevy::prelude::*;

use wasm_bindgen::prelude::*;

// use bevy hanabi::prelude::*;

use appslib::store::scene_store::SceneStore;
use bevy web asset::WebAssetPlugin;

use uuid: :-Uuid;

use crate::component::game_object: :GameObject;

use appslib::dto::scene_response::SceneResponse;

// use crate::network::network: :{fetch_by local path};
use crate::-util:-ang_to rad;

//use
crate::asset_loader::custom_asset i10::CustomAssetReaderPlugin;

use crate::plugin::assets load plugin::AssetsLoadPlugin;

use
crate::plugin::instance_spawner_plugin::InstanceSpawnerPlugin;

use crate::scene_lib::scene_lib_plugin::SceneLibPlugin;

pub mod component;
pub mod network;
pub mod plugin;
pub mod scene_lib;
pub mod util;

#[wasm_bindgen]
extern "C" {
#[wasm_bindgen(js_namespace = console)]
fn log(s: &str);
}
macro_rulles! console_log {
(33t t)*) => (log(&format_args!($($t)*).to_string()))

#[derive(Resource)]
pub struct ScenelnitDataRes {
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pub scene_response: SceneResponse, //http response
pub extra param: Option<String>, //some additional param
passed via URL or LocalStorage

}

pub async fn start(scene_id: String, extra: String) ->
Result<SceneResponse, String> {
console_log!(*'id from URL param: {}',
scene_i1d.to_string().as _str());

// 8b4de5b7-a992-445d-baa9-af3bedeffc8a
//Historix 1c3e872a-4bft5-4916-8e2d-7d9e4a5d8dd2
//9lb periodic 3dfd682d-a812-4d36-b423-87e982d745cT

//get from the server
let id = Uuild::parse_str(&scene_id).unwrap(Q);
let resp = SceneStore::get by id(id).await;

//read a local fTile
// let resp =
fetch_by local_path::<SceneResponse>(""floor.json”.to_string()).await

iT resp.clone().is err(Q {

console _log!'("'{:?}", resp.clone().err().unwrap());
return resp;

}

console _log!("'res {:?}", resp.clone().unwrap());
let scene_data = resp.clone().unwrap().data.unwrap();

let mut app = App::new();
app-register_type: :<GameObject>()
.insert_resource(AssetMetaCheck: :Never)
.add_plugins((WebAssetPlugin::default(),
DefaultPlugins))
//
-.add_plugins(DefaultPlugins.set(ImagePlugin: :default_nearest()).disa
ble: :<AssetPlugin>())
// .add_plugins(CustomAssetReaderPlugin)
// .add_plugins(HanabiPlugin)

.add_plugins(AssetsLoadPlugin {
asset_load_algorithm:
scene_data.clone() .assets_loading_algorithm,
1))
.add_plugins(SceneLibPlugin {
scene_lib_name: scene_data.clone().scene_lib _name,

.add_plugins(InstanceSpawnerPlugin)
//
.add_plugins(DefaultPlugins.build().disable::<LogPlugin>()) //
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disable LogPlugin so that you can pipe the output directly into "dot
-Tsvg™

None },

}

-.Insert_resource(ScenelnitDataRes {
scene_response: resp.clone().unwrap(),
extra_param: if extra '= """ { Some(extra) } else {

1),
-.runQ);

// bevy mod_debugdump::print_main_schedule(&mut app);
return resp;

®aiin floor_plugin.rs

use
use
use
use
use

use
use
use
use
use
use
use
use

use

use

crate::plugin::crosshair_plugin::CrosshairPlugin;
crate::plugin::full_viewport plugin::FullViewportPlugin;
crate::plugin::game_character_plugin::GameCharacterPlugin;
crate::plugin::object grab plugin::ObjectGrabPlugin;
crate::plugin::pointer_lock plugin::PointerLockPlugin;

std::ops::{Neg, Sub};
crate::plugin::fly_camera_plugin::FlyCameraPlugin;

crate: :plugin::assets_load plugin: :AssetsLoadedRes;
crate: :plugin::instance_spawner_plugin::IsSceneStarted;
bevy rapier3d::prelude::*;

bevy::render::mesh::Indices;

bevy: :render: :mesh::VertexAttributeValues;
bevy fps_controller::controller::*;
earcutr::Error;

crate::plugin::instance_spawner_plugin::actualize_map_handle;

use
use
use

bevy: :prelude::*;
bevy::render::mesh::PrimitiveTopology;

propertylib::dto::building _with_floors_response: :BuildingWithFloorsR
esponse;

use
use

use
use
use

use
use

propertylib::store::building_store: :BuildingStore;
std::sync::{

mpsc: :{Receiver, Sender},

Mutex,

std: :borrow: :BorrowMut;
bevy: :render: :camera: :Exposure;
bevy::render::render_asset: :RenderAssetUsages;

bevy rapier3d::prelude::*;
propertylib: :dto::floor_response: :FloorResponse;
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use uuid::Uuid;

use

crate::scene_lib::floor::component::floor_wall_part::FloorWallPart;

use

crate::scene_lib::floor::floor_default_plugin::FloorDefaultPlugin;

use crate::ScenelnitDataRes;

use propertylib::jsonb::structure::corner::Corner;

use propertylib::jsonb::structure: :door: :Door;

use propertylib::jsonb::structure::wall::Wall;

use propertylib::jsonb::structure::window: :Window;
//Channel for waiting for loading

type FloorsSender = Sender<BuildingWithFloorsResponse>;
type FloorsReceiver = Receiver<BuildingWithFloorsResponse>;
#[derive(Resource)]

pub struct FloorSenderRes(Mutex<FloorsSender>);
#[derive(Resource)]

pub struct FloorReceiverRes(Mutex<FloorsReceiver>);

#[derive(Resource)]

pub struct FloorState {
floors: Option<Vec<FloorResponse>>,
floor_index: usize,
floors _count: usize,

}

#[derive(Event)]

pub struct SpawnWindowEvent {
pub position: Vec3,
pub quat:Vec3,
pub scale:Vec2

}

pub struct Vertex {
position: Vec3,
3

#[derive(Debug)]
pub struct Opening {
pub §d: Uuid,
pub x start: 132,
pub y start: 132,
pub x _end: 132,
pub y end: 132,
pub height_start: 32,
pub height _end: 32,

}

impl Opening {
// Implement the new function
n new(
id: Uuid,
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pub

}

X_start: 132,
y_start: 132,
x_end: 132,

y_end: 132,
height_start: 32,
height_end: 32,

) —> Self {

Opening {
id,
X_start,
y_start,
X_end,
y_end,
height_start,
height_end,

struct CurrentBox {

pub
pub

pub
pub

pub
pub

min_x: f32,
max_x: F32,
min_y: 32,
max_y: f32,
min_z: 32,
max_z: 32,

pub struct FloorPlugin;

impl Plugin for FloorPlugin {
fn build(&self, app: &mut App) {

info!(""Floor planner lib enabled!™);

let channel = std::sync::mpsc::channel();
let T sender: FloorsSender = channel .O;
let T _receiver: FloorsReceiver = channel.l;

app-add_plugins(FullViewportPlugin)
.add_plugins(PointerLockPlugin)
// .add_plugin(WorldInspectorPlugin::new())
.add_plugins(CrosshairPlugin)
// .add_plugins(GameCharacterPlugin)
// .add_plugins(FlyCameraPlugin)
// _.add_plugins(ObjectGrabPlugin: :default())
//physics
.add_event: :<SpawnWindowEvent>()
.add_plugins(FpsControllerPlugin)

.add_plugins(RapierPhysicsPlugin: :<NoUserData>: :default())
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.add_plugins(RapierDebugRenderPlugin: :default())
.add_plugins(FloorDefaultPlugin)

-Insert_resource(FloorSenderRes(Mutex: :new(f_sender)))
.insert_resource(RapierConfiguration: :default())

-insert_resource(FloorReceiverRes(Mutex: :new(f_receiver)))
.insert_resource(FloorState {
floor_index: O,
floors _count: O,
floors: None,

//
54.0,70.0,40.0);

//
Vec3::Y);

// }

}

fn setup_environment(
_commands: Commands,

) {

}

1))

.add_systems(Startup, load building_and_floors)
.add_systems(Update, setup_environment)
.add_systems(Update, spawn_building);

_meshes: ResMut<Assets<Mesh>>,

_materials: ResMut<Assets<StandardMaterial>>,

// mut effects: ResMut<Assets<EffectAsset>>
_query_camera: Query<&mut Transform, With<Camera>>,

_1s_scene_started: Res<IsSceneStarted>,
_has_setuped: Local<bool>,

// 1Tt *has_setuped ||
return;

//
/7 }
//

lis scene_started.O {

// for mut camera_transform in query_camera.iter_mut(){

// *has_setuped = true;

camera_transform.translation = Vec3::new(-

camera_transform.look at(Vec3::new(50.0,0.0,50.0),

fn load building _and_ floors(sender: Res<FloorSenderRes>,
scene_data: Res<ScenelnitDataRes>) {

iIT scene_data.extra_param.is_some() {
scene_data.extra_param.clone().unwrap()

} else {
""408e43c0-8a3d-11eb-al3f-3b448741dae2" .to_string()

let i1d _str =

//default

j

let local sender
wasm_bindgen_futures: :spawn_local (async move {

sender.0.lock().unwrap().clone();
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let 1d = Uuid::parse_str(&id_str).unwrap();
let resp =

BurldingStore::get _with_floors by id(id).await;

if resp.clone().i1s err(Q {
info!(
"Cannot fetch periodic json {:?}",
resp.clone().err(Q).unwrap()
)
} else
let resp = resp.clone().unwrap();
local _sender.send(resp).unwrap();

¥
1),
¥
fn face_normal(vl: Vec3, v2: Vec3, v3: Vec3) -> Vec3 {
let edgel = v2 - vi;
let edge2 = v3 - vi;
// TlpoBepseM, UTO BEKTOPHOE MPOMBBEIEHMEe HEe PAaBHO HYJIEBOMY
BEKTOPY

0)

let cross product = edgel.cross(edge2?);
if cross_product.length() == 0.0 {
// Ecnu nimHa BekTopa paBHa 0, Bo3Bpamaem BekTop (0,
WM IpyT'O¥ BEKTOPp I[IO BalleMy BHOOPY
// 32ro mpenmorepamaer NaN mpm HopMamus3aLuy HYJIEBOTO

BEeKTOpa

return Vec3::new(0.0, 1.0, 0.0);
}

cross_product.normalize().into()

}

fn generate_coating(building _corners: Vec<Corner>, wall_down:

32) -> Mesh {

let wall_height = wall _down + 1.0;
let mut building_vertices: Vec<Vec2>
let mut combined vertices: Vec<Vec3>
let normals: Vec<Vec3> = Vec::new();
for 1 iIn O..building_corners.len() {
let corner = &building_corners[i];
let corner_p = Vec2::new(corner.x as 32 / 10.0,

vec![]:;
Vec: :new();

corner.y as 32 / 10.0);

building_vertices.push(corner_p);

¥

let flattened vertices: Vec<f64> = building_vertices
.iterQ
.Flat_map(]v] vec!|[v.x as 64, v.y as T64])
.collect();

let Iindices: Result<Vec<usize>, Error> =

earcutr: :earcut(&flattened vertices, &vec![], 2);

1,
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let indices = indices.expect('Earcut failed);
let num_vertices = building vertices.len();
let mut indices_res: Vec<u32> = vec![];
let mut normals: Vec<Vec3> = Vec::new();
for 1 In O..indices.len() {
let floor_vertex = Vec3::new(
building_vertices[*&indices[i]]-X,
wall _down,
building_vertices[*&indices[i]].y,
)
combined_vertices.push(floor_vertex);
indices_res.push(i as u32);

for 1 In O..indices.len() {
let floor_vertex = Vec3::new(
building_vertices[*&indices[i]]-X,
wall_height,
building_vertices[*&indices[i]].y,
)
combined_vertices.push(floor_vertex);
indices_res.push((i + indices.len()) as u32);
ks
/* for 1 1In O._.building_vertices.len() {
let floor_vertex = Vec3::new(building vertices|[i].

wall_down, building_vertices[i1].y);

combined_vertices.push(floor_vertex);

}

for 1 In O.._.building_vertices.len() {
let floor_vertex = Vec3::new(building_vertices|[i].-

wall_height, building_vertices[i].y);

combined_vertices.push(floor_vertex);

}

for 1 In O..building_vertices.len() {
let floor_vertex = Vec3::new(building_vertices|[i].-

wall_down, building_vertices[i].y);

combined_vertices.push(floor_vertex);

by

for 1 in O..building_vertices.len() {
let floor_vertex = Vec3::new(building_ vertices[i].

wall_height, building_vertices[i].y);

combined_vertices.push(floor_vertex);

3/

/* for 1 In O._building_corners.len() {
indices_res.push((i +indices.len()*2 )as u32);
indices_res.push((i1 + indices.len()*2

+building_corners.len()) as u32);

indices_res.push((i+indices.len()*2 +

burlding _corners.len()*2) as u32);

indices_res.push((i+indices.len()*2 +

building_corners.len()) as u32);

indices_res._.push((1 +indices.len()*2 +

building_corners.len()*3) as u32);

X,

X,
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indices_res._.push((1 +indices.len()*2 +
building_corners.len()*2) as u32);
¥/
/* for 1 1In O..num_vertices {
let floor_vertex = Vec3::new(building vertices[i].Xx,
wall_down, building_vertices[i1].y);
combined_vertices.push(floor_vertex);
by

for 1 iIn O..building _corners.len() {
let roof vertex = Vec3::new(building vertices[i]-X,
wall_height, building_vertices[i].y);
combined_vertices.push(roof_vertex);
¥/

/* Tor 1 in O..indices.len() {
indices_res.push(indices[i] as u32);
by

for 1 In O..indices.len() {
indices_res.push((indices[i] + building_corners.len())
as u32);
}
for 1 in O..building corners.len() {
indices_res.push((indices[i] +
building_corners.len()*2)as u32);
indices_res.push((indices[i] +
burlding _corners.len()*3) as u32);
indices_res.push((indices[i+1] +
burlding _corners.len()*3) as u32);
indices_res._push((indices[i+1] +
building_corners.len()*3) as u32);
indices_res.push((indices[i] +
building_corners.len()*2) as u32);
indices_res.push((indices[i+1] +
burlding _corners.len()*2) as u32);
¥/

let mut texture_coordinates: Vec<Vec2> = Vec::new();

// Calculate texture coordinates based on vertex position
for 1 in O..combined_vertices.len() {
let vertex = combined_vertices[i];

// Example: Use the x and y components of the vertex as
texture coordinates

let u = vertex.x / 100.0; // Adjust max x_ value based
on your needs

let v = vertex.z / 100.0; // Adjust max_y value based
on your needs

texture_coordinates.push(Vec2::new(u, Vv));
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// Calculate normals for each face
/* for 1 In (O..combined vertices.len()-2).step by(3) {

let 11 = indices _res[i ] as usize;
let 12 = indices res[i+ 1] as usize;
let i3 = iIndices_res[i + 2] as usize;
let vl = combined_vertices|[il];

let v2 = combined_vertices[i12];

let v3 = combined _vertices|[i3];

// Calculate face normal
let normal = face_normal(vl, v2, v3);

// Assign the same normal to each vertex of the face
normals.push(normal);
normals.push(normal);
normals.push(normal);

¥/

for _1 in O..combined_vertices.len() /7 2 {
normals.push([0.0, -1.0, 0.0].into());

}

for _1 in O..combined_vertices.len() /7 2 {
normals.push([0.0, 1.0, 0.0]-into());
¥
//normals.push([0.0,1.0,0.0]-1nto());
// normals.push(]0.,1.0,0.0].1into());
info!("'combined_vertices{:?}", combined vertices);
info!(""indices_res{:?}", Indices _res);
info!(""indices_res{:?}", normals);
let mut mesh = Mesh::new(
PrimitiveTopology::TrianglelList,
RenderAssetUsages: :MAIN_WORLD |
RenderAssetUsages: :RENDER_WORLD,
)
mesh.insert_attribute(Mesh: :ATTRIBUTE_NORMAL, normals);
mesh.insert_attribute(Mesh: :ATTRIBUTE_POSITION,
combined_vertices);
mesh.insert_attribute(Mesh: :ATTRIBUTE_UV_O,
texture_coordinates);
mesh.insert_indices(Indices::U32(indices_res));
mesh
¥
fn spawn_building(
mut commands: Commands,
mut meshes: ResMut<Assets<Mesh>>,
mut materials: ResMut<Assets<StandardMaterial>>,
loaded_assets: Res<AssetslLoadedRes>,
mut Images: ResMut<Assets<Image>>,

receiver: Res<FloorReceiverRes>,
IS_scene_started: Res<IsSceneStarted>,
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mut floor_state: ResMut<FloorState>,
mut has_it _spawned: Local<bool>,
mut event:EventWriter<SpawnWindowEvent>

) {
iT *has_ it _spawned || 'is_scene started.O {
return;
}
let channel _result = receiver.0.lock(Q).unwrap().try _recv();
1T channel_result.is err() {
return;
}

let building =
channel_result.clone().unwrap().building.clone();
let floors = channel _result.unwrap().floors.clone();
if building.json_schema.clone().i1s_none()
I
burlding.json_schema.clone() .unwrap().corners.is_none()

{
}

iT floors.is_some() {
floor_state.floors = floors.clone();
floor_state.floor_index = 0O;
floor_state.floors count =
floors.clone() .unwrap()-len();
¥

let mut wall_height = 10.0 * floor_state.floors_count as

return;

32;
let wall_width = 0.5;

let _wall_material = materials.add(Color: :GRAY);

let floor_texture_path =
"https://staticapi .webschool .au/data/4e7fc989-2216-4759-aeb7-
9a719ae34f5f/3dmodels/textures/texturescom_marble checkerboard2 1k a
Ibedo.png™;
let handle =
actualize_map_handle(floor_texture_path.to _string(), &loaded _assets,
&mut images);
let floor_material = StandardMaterial {
base color_texture: Some(handle.unwrap()),
. .StandardMaterial: :default()

j

// -—-- spawn building ---
// let building_corners =
building.json_schema.unwrap().corners.unwrap().clone();
/*for 1 in O..(building_corners.len()-1){
let start = &building_corners|i];
let end = &building_corners[i+1];
let start _p= Vec2::new(start.x as 32 / 10.0, start.y
as 32 /7 10.0);
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let end_p= Vec2::new(end.x as 32 /7 10.0, end.y as f32
/ 10.0);
spawn_wall_segment(
&mut commands,
&mut meshes,
false,
start_p,
end_p,
wall_height,
0.0,
wall _width,
wall_material.clone()

)
¥/

/*let last = &building_corners[building_corners.len()-1];
let first = &building_corners|0];
spawn_wall_segment(

&mut commands,

&mut meshes,

false,

last,

first,

wall_height,

wall_width,

wall_material.clone()
):*/
let mut wall_down = 0.0;
wall_height = 10.0;
let mut ground_down
let mut ground up = 0.001;

Il
o
o

while floor_state.floor_index < floor_state.floors count {
let floor =
&fFloor_state.floors.clone() .unwrap()[floor_state.floor_index];
spawn_floor(
&mut commands,
&mut meshes,
&mut materials,
wall_height,
wall_down,
floor,
event.borrow_mut()

let box _geometry = shape::Box::from_corners(
Vec3::new(0.0, ground down, 0.0),
Vec3::new(100.0, ground_up, 100.0),

)

let mut mesh = Mesh::from(box_geometry);

let uv_attr = mesh.attribute_mut(Mesh::ATTRIBUTE_UV_0);
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if uv_attr.is_some() {
match uv_attr.unwrap() {
VertexAttributeValues: :Float32x2(ref mut uvs)

:>{
for mut uv iIn uvs {
uv[O] *= 10.0;
uv[l] *= 10.0;
}
¥
_={}
}
¥
commands
-.spawn(PbrBundle {
mesh: meshes.add(mesh.clone()),
material:
materials.add(floor_material.clone()),
..default(Q)

B
-with_children(]Jchild] {
child.spawn(
Collider::from_bevy mesh(&mesh,
&ComputedCol liderShape: :TriMesh) .unwrap(),
)
s

floor_state.floor_index = floor_state.floor_index + 1;
wall_height += 10.0;
wall _down += 10.0;
ground_down += 10.0;
ground_up += 10.0;
by

*has_it_spawned = true;

}

fn spawn_floor(
commands: &mut Commands,
meshes: &mut ResMut<Assets<Mesh>>,
materials: &mut ResMut<Assets<StandardMaterial>>,
wall_up: 32,
wall_down: 32,
floor: &FloorResponse,
mut event:&mut EventWriter<SpawnWindowEvent>
) A{
let wall _width = 0.5;
let wall_material = materials.add(Color::GRAY);
let mut built walls: Vec<Uuid> = Vec::new();
//let mut pairs = Vec::new();
iT floor.json_schema.is_none() ||
floor.json_schema.clone().unwrap().rooms.is_none() {
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return;
3
for room iIn
floor.json_schema.clone() .unwrap()-rooms.unwrap().-iter() {
ifT room.wall.is_none() {
continue;
}

let wall = room.wall.clone().unwrap(Q);

for 1 in O..(wall_len()) {
let current_wall = &wall[i];
let mut openings: Vec<Opening> = Vec::new();
info!'(C"current_wall{:?}", current_wall.id);
let mut doors: Vec<Door> = Vec::new();

let mut doors: Vec<Window> = Vec::new();

iT let Some(d) = &current_wall._doors {
info!'("'Yes, this wall include walls™,);
for door In d {
let opening = Opening: :new(
door.id,
door.x_start,
door.y start,
door.x_end,
door.y end,
wall _down,
wall_up - 5.0,
)

openings.push(opening);

}
}
it let Some(w) = &current_wall._windows {
for window in w {
let opening = Opening: :new(
window. id,
window.x_start,
window.y_start,
window.x_end,
window.y _end,
wall_down + window.height start as 32,
wall_down + window.height end as f32,
)
let x_glb=2.63092;
let y glb=2.63431;
let scale width = (window.x_end-
window.x_start)as 32/10.0 / x glb ;
let scale _height = (wall_down +
window.height_end as f32-wall_down - window.height _start as f32) /

y_glb ;
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let
scale=Vec2::new(scale_width,scale_height);
let
wall_direction_x=current_wall_end_corner.x.clone()-
current_wall_start_corner.x.clone();
let
wall_direction_y=current_wall.end_corner.y.clone()-
current_wall._start_corner.y.clone();
let
transform=Vec3: :new(((window.x_end+window.x_start)/20.0 as 132)as
32,wall_down + window.height_start as
32, ((window.y_end+window.y start)/20.0 as 132) as 132);
event.send(SpawnWindowEvent{
position:transform,
quat:Vec3::new(wall_direction_x as
32,0.0,wall_direction_y as f32),
scale:scale

igenings.push(opening);
¥
}
if built walls.contains(&current_wall.id) {
info! ("YESSSSIIf-23"  current_wall.id);
continue;
¥

//let mut end_p = Vec2::new((start.x as 32 /
10.0+end.x as 32 / 10.0)/2.0, (start.y as t32/10.0 + end.y as 32 /
10.0)/2.0);

1T openings.is_empty() {

spawn_wall_segment(
commands,
meshes,
true,
current_wall._.start_corner.x.clone(),
current_wall.end_corner.x.clone(),
current_wall.start_corner.y.clone(),
current_wall.end_corner.y.clone(),
wall_up,
wall _down,
wall_width,
wall_material._.clone(),
)
built_walls.push(current_wall_id);
} else {
let mut start X
current_wall _start_corner.x.clone();
let mut start y
current_wall._start_corner.y.clone();
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openings.sort_by(]a, b]
a.x_start.cmp(&b.x_start));

info!'(""openings{:?}'", openings);
built _walls.push(current_wall.id);
for opening in &openings {
spawn_wall_segment(
commands,
meshes,
true,
start_x,
opening.x_start,
start_y,
opening.y_start,
wall_up,
wall _down,
wall_width,
wall_material.clone(),

)

spawn_wall_segment(
commands,
meshes,
true,
opening.x_start,
opening.x_end,
opening.y_start,
opening.y_end,
opening.height_start as 132,
wall _down,
wall_width,
wall_material.clone(),

)

spawn_wall_segment(
commands,
meshes,
true,
opening.x_start,
opening.x_end,
opening.y_start,
opening.y_end,
wall_up,
opening.height_end as 32,
wall_width,
wall_material.clone(),
)
start_x
start_y

opening.x_end;
opening.y_end;

}

spawn_wall_segment(
commands,
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}

¥
1

meshes,

true,

start_x,
current_wall.end_corner.x.clone(),
start_y,
current_wall.end_corner.y.clone(),
wall_up,

wall _down,

wall_width,

wall_material.clone(),

)

}

nfol (all_walls{:?}", built_walls);

fn current_box_ func(sp: CurrentBox, start _p: Vec2, end p: Vec2)
-> Mesh {

// suppose Y-up right hand, and camera look from +z to -z

let vertices

:&[

// Front

([start_p.x, sp.min_y, start p.y], [0., O., 1.0], [O.,
O'])s

([sp-min_x, sp.min_y, sp.min_z], [0., O., 1.0], [1.0,
0.1,

([sp-min_x, sp.-max_y, sp-min_z], [0., O., 1.0], [1.0,
1'0])5

([start_p.x, sp.max_y, start p.y], [0., O., 1.0], [O.
1'0])5

// Back

([sp-max_x, sp.max_y, sp.max_z], [0., O., -1.0], [1.0,
O'])s

([end_p.x, sp.-max_y, end_p.y], [0., O., -1.0], [O.,
0.1,

([end_p-x, sp.min_y, end_p.y], [0., 0., -1.0], [O-,
1.0D,

([sp-max_x, sp-min_y, sp.max_z], [0., O., -1.0], [1.0,
1'0])5

// Right

([sp-min_x, sp.min_y, sp.min_z], [1.0, 0., O.], [O.,
O'])s

([sp-min_x, sp.max_y, sp.min_z], [1.0, 0., O.], [1.0,
O'])s

([sp-max_x, sp.max_y, sp.-max_z], [1.0, 0., O.], [1.0,
1.0D,

([sp-max_x, sp-min_y, sp.max_z], [1.0, 0., O.], [O.,
1.0D,

// Left

([end _p.x, sp.-min_y, end p.vy], [-1.0, 0., O.], [1.0,
0.1,
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([end _p.x, sp-max_y, end p.y], [-1.0, 0., O.], [O.,

0.1,

([start_p.x, sp.max_y, start p.y], [-1.0, O., O.], [O.,
1'0])5

([start_p.x, sp.min_y, start p.y], [-1.0, 0., 0.],
[1.0, 1.0]),

// Top

([sp-max_x, sp.-max_y, sp.-max_z], [0., 1.0, O0.], [1.0,
O'])s

([sp-min_x, sp.max_y, sp.min_z], [0., 1.0, O0.], [O.,
0.1,

([start_p.x, sp.max_y, start p.y], [0., 1.0, O.], [O.,
1.0D,

([end p.x, sp-max_y, end p.y], [0., 1.0, O.], [1.0,
1'0])5

// Bottom

([sp-max_x, sp-min_y, sp.max_z], [0., -1.0, O.], [O.,
O'])s

([end_p.x, sp-min_y, end_p.y], [0., -1.0, 0.], [1.0,
O'])s

([sp-min_x, sp.min_y, sp.min_z], [0., -1.0, O.], [1.0,
1.0D,

([start_p.x, sp.min_y, start p.y], [0., -1.0, O.], [O.,
1.0D,

1:

let positions: Vec< > = vertices.iterQ.map(J(p, _, DI
*p).collect();

let normals: Vec<_ > = vertices.iterQ.-map(J(., n, DI
*n).collect();

let uvs: Vec<_> = vertices.iterQ-map(J(C., _, uv)]
*uv).collect();

let indices = Indices::U32(vec![
o, 1, 2, 2, 3, 0, // front
4, 5, 6, 6, 7, 4, // back
8, 9, 10, 10, 11, 8, // right
12, 13, 14, 14, 15, 12, // left
16, 17, 18, 18, 19, 16, // top
20, 21, 22, 22, 23, 20, // bottom
D:

let mut mesh = Mesh::new(
PrimitiveTopology::TrianglelList,
RenderAssetUsages: :MAIN_WORLD |
RenderAssetUsages: :RENDER_WORLD,
)
mesh.insert_attribute(Mesh: :ATTRIBUTE_POSITION, positions);
mesh.insert_attribute(Mesh: :ATTRIBUTE_NORMAL, normals);
mesh.insert_attribute(Mesh: :ATTRIBUTE _UV_0, uvs);
mesh.insert_indices(indices);
mesh
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}

n spawn_wall_segment(
commands: &mut Commands,
meshes: &mut ResMut<Assets<Mesh>>,

is_floor_wall: bool,

start_corner_x: 132,

end_corner_x: 132,

start_corner_y: 132,

end_corner_y: 132,

wall _up: 32,

wall_down: 32,

wall _width: f32,

material _handle: Handle<StandardMaterial>,
) {

info!'("wall_down{:?}", wall_down);

info!C"wall_up{:?}", wall_up);

let start_p = Vec2::new(start_corner_x as 32 / 10.0,

start_corner_y as 32 /7 10.0);

info! ("'start_spawn{:?}", start_p);
let end_p = Vec2::new(end_corner_x as 32 / 10.0,

end_corner_y as 32 /7 10.0);

info!'("'end_spawn{:?}", end_p);

let vector = end _p.sub(start p);

info! ("'vector{:?}'", vector);

let norm_perp = vector.perp().normalize(); //perp 1
let norm_perp_neg = norm_perp.neg(); //perp -1
info!("'norm_perp{:?}/norm_perp_neg{:?}", norm_perp,

norm_perp_neg);

2.0);

let wl

norm_perp.clamp_length(wall _up /7 2.0, wall_up 7/

let w2 = norm_perp_neg.clamp_length(wall_width / 2.0,

wall_width /7 2.0);

info! C'wil{:?}/w2{:?}", wl, w2);

let wl p = Vec2::new(w2.x + start _p.x, w2.y + start _p.y);

let w2_p = Vec2::new(w2.x + end_p.x, w2.y + end_p.y);

info!C"'wl_p{:?}/w2_p{:?}", wl p, w2_p);

let vertices = vec![
Vec3::new(wl_p.x, wall_down, wl p.y),
Vec3::new(wl_p. wall_up, wl p.y),
Vec3::new(w2_p. wall_down, wl p.y),
Vec3::new(w2_p. wall_up, wl p.y),
Vec3::new(w2_p. wall_down, w2 _p.y),
Vec3::new(w2_p. wall_up, w2 _p.y),
Vec3::new(wl_p. wall_down, w2 p.y),
Vec3::new(wl_p. wall_up, w2 p.y),

X X X X X X X

let indexes = vec![
[0 as u32, 1 as u32, 2 as u32?],
[2 as u32, 3 as u32, 1 as u32?],
[2 as u32, 4 as u32, 5 as u32],
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[5 as u32, 3 as u32, 2 as u32?],
[4 as u32, 6 as u32, 7 as u32?],
[7 as u32, 5 as u32, 4 as u32?],
[0 as u32, 6 as u32, 7 as u32?],
[7 as u32, 1 as u32, 0 as u32?],

let current_box = CurrentBox {
min_x: wl p.Xx,
max_x: end_p-.Xx,

min_y: wall_down,
max_y: wall_up,

min_z: wl p.y,
max_z: end_p.y,
33
it 1s_floor_wall {
commands
-.spawn(PbrBundle {
mesh: meshes.add(current_box_func(current_box,
start_p, w2_p)),
material: material _handle,
..default(Q)

1),
-with_children(]child] {
child.spawn(Collider::trimesh(vertices,
indexes));
1))
-.insert(FloorWallPart);
} else {
commands
-.spawn(PbrBundle {
mesh: meshes.add(current_box func(current_box,
start_p, w2 p)),
material: material _handle,
..default(Q)

1))
-with_children(Jchild] {

child.spawn(Collider::trimesh(vertices,
indexes));

}

DF

}

daiin asset_load_plugin.rs

use crate::ScenelnitDataRes;
use appslib::enums::loading_algorithm::LoadingAlgorithm;
use bevy::asset::LoadState;
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use bevy::asset::{UntypedAssetld, UntypedHandle};
use bevy::prelude::*;
use uuid: :Uuid;

#[derive(Debug, Clone, PartialEq)]
pub enum AssetType {

Mesh,

TextureMap,

}

#[derive(Debug, Clone)]
pub struct AssetlnQueue {
pub asset type: AssetType,
pub §d: Uuid,
pub path: String,
pub has loaded: bool,
¥

#[derive(Debug, Clone)]

pub struct AssetDescriptor {
pub id: Uuid,
pub name: Option<String>,
pub path: String,
pub asset type: AssetType,
pub handle: UntypedHandle,

}

//resource with information about loaded and loaded assets
#[derive(Resource, Default)]
pub struct AssetslLoadedRes(pub Vec<AssetDescriptor>);

#[derive(Resource, Default)]
pub struct AssetslLoadQueue(pub Vec<AssetlnQueue>);

//event is triggered when all assets are loaded
#[derive(Event)]
pub struct AssetslLoadedEvent();

pub struct AssetsLoadPlugin {
pub asset load algorithm: Option<LoadingAlgorithm>,
¥

impl Plugin for AssetsLoadPlugin {
fn build(&self, app: &mut App) {
app-init_resource: :<AssetsLoadedRes>()
.add_event: :<AssetslLoadedEvent>();
iT self.asset_load_algorithm.is_some()
&& (self.asset load _algorithm.clone().unwrap() ==
LoadingAlgorithm: :Sequential)

//sequential load
app-init_resource: :<AssetsLoadQueue>()
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.add_systems(Startup, setup_sequential)
.add_systems(Update, sequential _load);
} else {
//parallel load
app-add_systems(Startup, setup_parallel)
.add_systems(Update,
check_parallel_assets ready);

}
}
}

fn setup_sequential (scene_data: Res<ScenelnitDataRes>, mut
to_load: ResMut<AssetslLoadQueue>) {
to load.0 = vec![];
iT scene_data.scene_response.clone().data.is_none() {
return;
}

for model data In scene_data
.scene_response
.data
.as_ref(Q)
-unwrap()
-.models
.as_ref(Q
-unwrap()
.iterQ

let 1d = model _data.id;
let path = model _data.clone().model_path.clone();
to_load.O.push(AssetlnQueue {

id,

asset_type: AssetType::Mesh,

path,

has loaded: false,

DF

for material In scene_data
.scene_response
.data
.as_ref(Q)
-unwrap()
-.materials
.as_ref(Q
-unwrap()
.iterQ

//diffuse
iT material.clone().texture _map_path.is_some() {
to_load.O.push(AssetlnQueue {
id: Uuid::nilQ),
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asset_type: AssetType::TextureMap,
path:
material .clone() .texture_map_path.unwrap().clone(),
has loaded: false,
s
¥

//normal
iT material.clone().normal_map_path.is_some() {
to_load.O.push(AssetlnQueue {
id: Uuid::nilQ),
asset_type: AssetType::TextureMap,
path:
material .clone() .normal_map_path.unwrap().clone(),
has loaded: false,
s
ks

//emissive
1T material.clone().emissive _map_path.is _some() {
to_load.O.push(AssetlnQueue {
i1d: Uuid::nil(Q),
asset_type: AssetType::TextureMap,
path:
material .clone() .emissive_map_path.unwrap().clone(),

has loaded: false,

¥

}

fn sequential_load(
server: Res<AssetServer>,
mut to load: ResMut<AssetslLoadQueue>,
mut loaded: ResMut<AssetslLoadedRes>,

mut loading_now: Local<Option<AssetDescriptor>>,
mut event: EventWriter<AssetslLoadedEvent>,
mut has_triggered: Local<bool>,
) A{
iT *has_triggered {
return;
¥

iT (*loading_now).i1s_some() {
let status =
server.get _load state(loading_now.clone() .unwrap() -handle.i1d());
ifT status.is_some() {
let status = status.unwrap().clone();
if status == LoadState::Failed {
info!(""Error. Failed : {:?}",
loading_now.clone() .unwrap() -path);
*loading_now = None;
¥
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if status == LoadState: :Loaded {
let copy = loading_now.clone().unwrap();
loaded.O.push(AssetDescriptor {
id: copy.id,
name: copy.name,
path: copy.path,
asset_type: copy.asset_type,
handle: copy.handle,
¥
*loading_now = None;
let mut all_ready = true;
"asset_cycle: for asset in to load.O.iter() {
// info!("'Check status for {:?} status
{:?}", asset.clone().path, asset.clone().has_loaded);
if lasset.has loaded {
all_ready = false;
break "asset cycle;
¥
}
ifT all_ready {
event.send(AssetsLoadedEvent());
*has_triggered = true;
}
¥
} else {
"asset_cycle2: for asset iIn to _load.O.iter_mut() {
1T lasset.has_loaded {
// Barpysxa asset handle B 3aBMCHMMOCTM OT THIA
pecypca
let handle = match asset.asset type {
AssetType::Mesh => {
let path = asset.path.clone();
let path_pat =
Box: : leak(path.clone().into_boxed str());
let path_str = &*path_pat;
let handle: Handle<Mesh> =
server.load(path_str);
handle.untyped()
¥
AssetType: :TextureMap => {
let path = asset.path.clone();
let path_pat =
Box: : leak(path.clone().into_boxed str());
let path_str = &*path_pat;
let handle: Handle<lmage> =
server.load(path);
handle.untyped()
¥
33

*loading_now = Some(AssetDescriptor {
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resource

) {

}

id: asset.id.clone(),

name: None,

path: asset.path.clone(),

asset_type: asset.asset type.clone(),
handle: handle,

¥

asset.has loaded = true;
break "asset cycle2;

n setup parallel(

server: Res<AssetServer>,

scene_data: Res<ScenelnitDataRes>,

mut loading: ResMut<AssetslLoadedRes>, //through this
end-of-load tracking

iT scene_data.scene_response.clone().data.is_none() {

return;

}

for model_data In scene_data
.scene_response

.data
.as_ref(Q)
-unwrap()
-.models
.as_ref(Q)
-unwrap()
.iterQ
{
//T0DO format check here
let 1d = model data.id;
let path = model _data.clone().model path.clone();
let name = model _data.clone().name.clone();
let mesh_handle: Handle<Mesh> = server.load(format!(
"{}#MeshO/PrimitiveO",
model _data.model _path.clone()
));
loading.0.push(AssetDescriptor {
id,
name,
path,
asset_type: AssetType::Mesh,
handle: mesh_handle.untyped(),
s
¥

for material iIn scene data
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.scene_response
.data

.as_ref(Q)
-unwrap()
-.materials
.as_ref(Q)
-unwrap()
.iterQ

//diffuse
iT material.clone().texture _map_path.is_some() {
load _map(

material .clone() .texture_map_path.unwrap().clone(),
&server,
&mut loading,

)

ks

//normal

if material.clone().normal_map path.is_some() {
load_map(

material .clone() .normal_map_path.unwrap().clone(),
&server,
&mut loading,

)

ks

//emissive

1T material.clone().emissive _map_path.is _some() {
load_map(

material .clone().emissive_map_path.unwrap().clone(),
&server,
&mut loading,

)

}

fn load _map(path: String, server: &AssetServer, loading: &mut
ResMut<AssetslLoadedRes>) {
let path_pat = Box::leak(path.clone().into_boxed _str());
let path_str = &*path_pat;
let image_handle: Handle<lmage> = server.load(path_str);
loading.0.push(AssetDescriptor {
id: Uuid::nilQ),
name: None,
path,
asset_type: AssetType::TextureMap,
handle: image_handle.untyped(),

1))
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//the method checks the state of all assets. When everyone
loaded, triggers the AssetslLoadedEvent
tn check parallel _assets ready(
server: Res<AssetServer>,
loading: Res<AssetslLoadedRes>,
_meshes: Res<Assets<Mesh>>,
mut event: EventWriter<AssetslLoadedEvent>,
mut has_triggered: Local<bool>, //preventing multiple
sending of the AssetsLoadedEvent event + loop optimization
) A{
ifT *has_triggered {
return;
}

let mut test _vec: Vec<UntypedAssetld> = Vec::new();
for el 1in loading.0.1ter() {
let handler_cp = el.clone().handle.clone();
test_vec.push(handler_cp.id().clone());

let status =
server.get_load state(handler_cp.clone().1d());

if status.is_some() {
let status = status.unwrap().clone();
let path = el_handle.path(Q);
if status == LoadState::Failed {

info!(""Error. Failed this: {:?}", path)

¥

}

ifT 1s_all_ready(server, test _vec) {
event.send(AssetsLoadedEvent());
*has_triggered = true;

}

pub fn is_all_ready(
server: Res<AssetServer>,
handles: impl Intolterator<ltem = UntypedAssetld>,
) —> bool {
for handle_id in handles {
match server.get load state(handle_id) {
Some(LoadState: :Loaded) => {

info! (""Asset succes loaded™);
continue;

}

Some(LoadState::Loading) => {
info!'(""Asset loading™);
return false;

¥

Some(LoadState: :Failed) => {
info!(""Asset failed {:?}",

server.get_path(handle_id));

return false;
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}
Some(LoadState: :NotLoaded) => {

info! ("'Asset not loaded {:?}",
server .get_path(handle_id));
return false;

h
None => {
infol! (""??7?'");
return false;
}
}
¥
true

}

daiin instance_spawner_plugin.rs

use appslib::dto::scene_response::SceneResponse;

use appslib::enums::physics_b_type::PhysicsBType::*;
use appslib::enums::physics_shape::PhysicsShape::*;
use appslib::jsonb::instance::Instance;

use appslib::jsonb::scene_data::SceneData;

use bevy: :pbr::PbrBundle;

use bevy::prelude::*;

use bevy::prelude::{App, Plugin, Res, ResMut};

use bevy::render::mesh::VertexAttributevValues;

use bevy::render::texture::ImageSamplerDescriptor;
use bevy::render::texture: :{ImageAddressMode, ImageSampler};
use bevy rapier3d::na::Matrix3;

use bevy rapier3d::prelude::*;

use crate::{ang to rad, GameObject, ScenelnitDataRes};
use uuid::-Uuid;

use crate::plugin::assets _load_plugin::AssetsLoadedEvent;

use crate::plugin::assets load plugin: :AssetsLoadedRes;

use crate::scene_lib::floor::floor_plugin: :SpawnWindowEvent;

//this resource is set to =true when all assets are loaded and
all instances are spawned

#[derive(Resource)]

pub struct IsSceneStarted(pub bool);

pub struct InstanceSpawnerPlugin;

impl Plugin for InstanceSpawnerPlugin {
fn build(&self, app: &mut App) {
app-insert_resource(lsSceneStarted(false))
.add_systems(Update, on_assets_loaded)
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.add_systems(Update,spawn_window) ;

}

fn on_assets loaded(
mut commands: Commands,
asset_server: Res<AssetServer>,
materials: ResMut<Assets<StandardMaterial>>,
mut meshes: ResMut<Assets<Mesh>>,
images: ResMut<Assets<Image>>,
event: EventReader<AssetsLoadedEvent>, //listen to
event from the plugin AssetsLoadPlugin
IS_scene_started: ResMut<IsSceneStarted>,
scene_data: Res<ScenelnitDataRes>,
loaded assets: Res<AssetslLoadedRes>,
) {
1T levent.is_empty() && 'is_scene_started.O0 {

// info!("'Scene init... meshes look through
{:?}",meshes.len());

//prepare meshes

update_meshes_uv(
&mut meshes,
scene_data.scene_response.clone(),
&asset_server,
&loaded_assets,

)

//spawn

spawn_instances(
&mut commands,
scene_data,
loaded assets,
materials,
meshes,
images,
asset_server,

);

commands. insert_resource(lsSceneStarted(true));
}

fn spawn_instances(
commands: &mut Commands,
scene_data: Res<ScenelnitDataRes>,
loaded assets: Res<AssetslLoadedRes>,
mut materials: ResMut<Assets<StandardMaterial>>,
mut meshes: ResMut<Assets<Mesh>>,
mut Images: ResMut<Assets<Image>>,
asset_server: Res<AssetServer>,

) {

iT scene_data.scene_response.clone().data.is_none()

this
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|| scene_data
.scene_response
.clone()
.data
-unwrap()
.instances
.is_none()

{
}

//all object coordinates will be multiplied by this matrix.
//this is necessary to use a different basis of a linear

space with different dimension [3] - XYZ, ZYX, (-2)YX, (-2)Y(2X) and
SO on.

return;

//this matrix by default stores coordinates iIn the common
XYZ basis
let mut scene_space basis: Matrix3<f32> =

Matrix3::new(1.0, 0.0, 0.0, 0.0, 1.0, 0.0, 0.0, 0.0,
1.0);

let scene data =
scene_data.scene_response.clone().data.unwrap();
iT scene_data.space basis.is _some() {
let mat =
scene_data.clone().space basis.unwrap().clone();
scene_space _basis = Matrix3::new(
mat.mll, mat.ml2, mat.ml3, mat.m21l, mat.m22,
mat.m23, mat.m31, mat.m32, mat.m33,
);
};

for instance iIn scene_data.clone().instances.unwrap() {
ifT instance.model.is _none() {
continue;
}:

let id =

Uuid: :parse_str(instance.model.clone() .unwrap().as_str()).unwrap();
let model_asset_descr =

loaded_assets.O.i1ter() -find(]&asset] asset.id == 1d);
iT model _asset _descr.is_none() {
continue;
}

let material = materials.add(build material(
instance.clone(),
scene_data.clone(),
&loaded_assets,
&mut images,

));

let mut pos: Vec3 = Vec3 {
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N < X
oNeoNe)
oNeoNe)

¥
let mut scale: 32
let mut quat: Quat

1.0;
Quat: :default();

iT instance.clone().position.is_some() {
pos = apply_basis(
Vec3 {
X:
instance.clone().position.unwrap().clone().x as f32,

y:
instance.clone().position.unwrap().clone().y as f32,
z:
instance.clone().position.unwrap().clone().z as f32,

scene_space_basis,

}

if instance.scale.is_some() {
scale = iInstance.scale.unwrap().clone()
¥

if Instance.quaternion.is_some() {
quat = Quat: :from_ xyzw(
instance.clone().quaternion.unwrap().clone() -x

as 32,
instance.clone().quaternion.unwrap().clone().y
as 32,
instance.clone().quaternion.unwrap().clone().z
as 32,
instance.clone().quaternion.unwrap().clone().w
as 32,
)
¥
1T instance.euler.is_some() {
let x1 =
ang_to_rad(instance.clone().euler.unwrap().clone().x as f32);
let yl1 =
ang_to_rad(instance.clone().euler.unwrap().clone().y as 132);
let z1 =

ang_to_rad(instance.clone().euler.unwrap().clone().z as 132);
quat = Quat::from _euler(EulerRot::XYZ, x1, y1, zl);
//Basuc BpameHus Y-Up

//infol!(""Euler rad {:?}",quat.clone());
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let mut handle =
model _asset_descr.unwrap()-handle.clone().typed: :<Mesh>();

handle = actualize_mesh_handle(handle, &asset server,
&meshes) ;

let mesh_mod = meshes.get _mut(&handle);

1T mesh _mod.is_some() {

mesh_mod.unwrap() -.generate_tangents();
}

// info!("Quat {:?}'",quat.clone());
let mut transform = Transform {
translation: pos,
rotation: quat.clone(),
scale: Vec3 {

X: scale,
y: scale,
z: scale,

3
}:
// let mat = transform.compute_matrix();
transform.rotate_y(ang_to_rad(-90.0));

[/ = m e e e e e SPAWN OBJECT
iT instance.physics.is_some() {
let bodyType =
instance.clone() .physics.unwrap().-clone().b_type.clone();

let bundle = match bodyType {
Fixed => RigidBody::Fixed,
Dynamic => RigidBody: :Dynamic,
KinematicPositionBased =>
RigidBody: :KinematicPositionBased,
KinematicVelocityBased =>
RigidBody: :KinematicVelocityBased,
33

let offset = iInstance
.clone()
-physics
-unwrap()
.clone()
.offset
-unwrap()
.clone();
let shape =
instance.clone() .physics.unwrap() .clone() .shape.clone();
let mass = iInstance
.clone()
.physics
-unwrap()
.clone()
.mass
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-unwrap()

.clone();
let rotation;
if

instance.clone().physics.unwrap().clone().euler.is_some() {
let euler = iInstance

.clone()
.physics
-unwrap()
.clone()
.euler
-unwrap()
.clone();

rotation = Quat::from_euler(
EulerRot: :default(),

euler.x as
euler.y as
euler.z as

)

} else

let quaternion
.clone()
.physics
-unwrap()
.clone()

-quaternion

-unwrap()
.clone();

32,
32,
32,

instance

rotation = Quat::from_xyzw(

quaternion.
quaternion.
quaternion.
quaternion.

)

as 32,
as 32,
as 32,
as 32,

= N X

let object = commands
-.spawn(PbrBundle {
mesh: handle.clone(),
material: material.clone(),

transform:

transform.clone(),

. -PbrBundle: :default()

1))

.insert(GameObject {
1d_str: instance.id.to_string(),

Vec3::new(1.0, 2.0, 3.0),
Vec3::new(0.2, 0.0, 0.0),

1),

-.insert(bundle)

// _insert(Velocity {
// linvel:

// angvel:

/7 })

.insert(GravityScale(1.0))
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insert(Sleeping::disabled())

// .insert(Ccd: :enabled())

insert(ColliderMassProperties: :Density(mnass))

-with_children(]child] {

match shape {

Ball => {

child
.spawn(Collider::ball(0.16))

-insert(AdditionalMassProperties::Mass(1.0))

0.13, 0.13))

.insert(TransformBundle: : from(
Transftorm: :from_xyz(
offset.x as 132,
offset.y as 132,
offset.z as 132,

)
.with_rotation(rotation),
));
by
Cuboid => {
child

.spawn(Collider::cuboid(0.13,

-insert(AdditionalMassProperties::Mass(1.0))

rigid-body.

-.insert(TransformBundle: : from(
Transform: :from_xyz(
offset.x as 132,
offset.y as 132,
offset.z as 132,
)

.with_rotation(rotation),

));
}

// Position the collider relative to the

1))

1dO;

//axes lock

1T 1Instance
.clone()
.physics
-unwrap()
.clone()
.axes_lock
.is_some()

let axesLock = instance

.clone()
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-physics

-unwrap()

.clone()

.axes_lock

-unwrap()

.clone();

let axes_lock = match axesLock.as str() {
"rotationLockedX"™ =>
LockedAxes: :ROTATION_LOCKED X,

"rotationLockedY" =>
LockedAxes: :ROTATION LOCKED Y,
"rotationLockedZ" =>

LockedAxes: :ROTATION LOCKED Z,
"rotationLocked™ =>
LockedAxes: :ROTATION_LOCKED,
& => continue,
};
commands.entity(object). insert(axes_lock);

}
// .insert(Ccd: :enabled())

// .insert(Collider::cuboid(0.5, 0.5, 0.5));
// Position the collider relative to the rigid-

body.
// commands.spawn(PbrBundle {
// mesh: handle.clone(),
// material: material.clone(),
// transform: transform.clone(),
// . -PbrBundle: :default()
/7 )
// .insert(GameObject {
// i1d_str: instance.id.to_string()
// P -insert(RigidBody: :Fixed)
// // _insert(Velocity {
// // linvel: Vec3::new(1.0, 2.0, 3.0),
// // angvel: Vec3::new(0.2, 0.0, 0.0),
// /7 })
// .insert(GravityScale(0.1))
// .insert(Sleeping: :disabled())
// // .insert(Ccd: :enabled())
// -with_children(]children] {
//

children.spawn(TransformBundle: :from(Transform: :from_xyz(0.0, 0.15,

0.0)))

// .insert(Collider::ball(0.8));
// // Position the collider relative to the
rigid-body.
// DF
} else {
commands
Jlucm
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-.spawn(PbrBundle {
mesh: handle.clone(),
material: material.clone(),
transform: transform.clone(),
. .PbrBundle: :default()
1))
.insert(GameObject {
id_str: instance.id.to_string(),

D
Y —— OBJECT HAS BEEN SPAWNED

fn apply_basis(vec: Vec3, basis: Matrix3<f32>) -> Vec3 {
Vec3: :new(

vec.X * basis.mll + vec.y * basis.ml2 + vec.z *

basis.ml13,
vec.X * basis.m2l1 + vec.y * basis.m22 + vec.z *

basis.m23,
vec.X * basis.m31 + vec.y * basis.m32 + vec.z *

basis.m33,

)
by
fn buirld_material(
instance: Instance,
scene_data: SceneData,
loaded_assets: &Res<AssetslLoadedRes>,
images: &mut ResMut<Assets<Image>>,
) -> StandardMaterial {
//default material
let default_color = Color::rgb(0.75, 0.75, 0.75);
let mut material = StandardMaterial {

base color: default color,
. .StandardMaterial: :default()

j

iT instance.material.is_none() ||
scene_data.materials.is none() {
//there is no custom material, we use the standard
return material;

j

let material _data vec =
scene_data.materials.clone().unwrap(Q);

let id =
Uuid: zparse_str(instance.material .clone().unwrap().as_str()) -unwrap(

)
let material_data = material_data vec.iter().find(]&mat]
mat.id == 1d);
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if material_data.is none() {
return material;
b5

let mut diffuse_color: Color = default_color.clone();
//T0D0 override from JSON parse from string

let mut diffuse_map: Option<Handle<lmage>> = Option::None;

let mut normal_map: Option<Handle<lmage>> = Option::None;

let mut emissive_map: Option<Handle<lmage>> = Option::None;

let mut emissive color: Color = Color::BLACK;

let mut metallic: 32 = 1.00;

let mut roughness: 32 = 1.00;

let mut alpha_mode: AlphaMode = AlphaMode: :Opaque;

// MAPS
if
material_data.unwrap().clone().texture_map_path.is_some() {
diffuse_map = actualize map handle(

material_data.unwrap().clone().texture_map_path.unwrap(), 7/
""generated_texture' ._.parse().unwrap(),

loaded assets,

images,

}

iT material_data.unwrap().clone().normal_map_path.is_some()
normal_map = actualize_map_handle(

material_data.unwrap().clone().normal_map_path.unwrap(),
loaded assets,
images,

}

if
material_data.unwrap().clone().emissive_map_path.is_some() {
emissive _map = actualize _map_handle(

material_data.unwrap().clone().emissive_map_path.unwrap(),
loaded_assets,

images,
)
emissive_color = Color::WHITE;
¥
//f -
iT material_data.unwrap().clone() .metalness.is_some() {
metallic =
material_data.unwrap().clone().metalness.unwrap();
¥
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[iry 1.090301.34.001 I13 92

Uam. | Jlucm Ne dokym. loodnucsk | Jama




iT material_data.unwrap().clone().roughness.is_some() {
roughness =
material _data.unwrap() .clone().roughness.unwrap();

iT material_data.unwrap().clone().opacity.is_some() {

diffuse_color.set _a(material _data.unwrap().clone().opacity.unwrap())

, alpha_mode = AlphaMode::Blend;
¥

//there is no alpha map in the shader at all...

material = StandardMaterial {
alpha_mode: alpha_mode,
base color: diffuse color,
base color_texture: diffuse_map,
normal_map_texture: normal_map,
emissive_texture: emissive_map,
emissive: emissive _color,
metallic: metallic,
perceptual roughness: roughness,
. .StandardMaterial: :default()

};

return material;

}

pub fn actualize_map_handle(
map_path: String,
loaded assets: &Res<AssetslLoadedRes>,
images: &mut ResMut<Assets<Image>>,
) —-> Option<Handle<Image>> {
let map_asset _descr = loaded _assets.O.i1ter().-find(]&asset]
asset.path == map_path);
return 1T map_asset descr.is_some() {
let handle =
map_asset_descr.unwrap()-handle.clone().typed: :<Image>();
let 1mage = images.get mut(&handle);
ifT image.is_some() {
image.unwrap() .sampler =
ImageSampler: :Descriptor(ImageSamplerDescriptor {
address_mode_u: ImageAddressMode: :Repeat,
address_mode_v: ImageAddressMode: :Repeat,
address_mode_w: ImageAddressMode: :Repeat,
..Default: :default()

DF
//

image.as_ref().unwrap().texture_view_descriptor.as_ref().unwrap().ba
se_mip_level = 2;

}
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Option: :from(handle)
} else {
Option: :None

[/ Public functions for reuse at runtime.

// Loading at runtime, looking for assets In resources to spawn

(loaded from JSON) --—---—-—-————-
//Handle received from the asset manager are temporary. To
actualize the actual handle, use the following function:
pub fn actualize_mesh_handle(
raw_handle: Handle<Mesh>,
asset_server: &Res<AssetServer>,
meshes: &ResMut<Assets<Mesh>>,
) —-> Handle<Mesh> {
let mut handle = raw_handle.clone();
let path = handle.path();
ifT path.is_some() {

let path_cp = path.unwrap().clone();

let path_str = path_cp.path().to_str();

// search for a mesh in the scene resources (in the
meshes resource).

//this logic is needed because the asset _server moves
the loaded assets to the appropriate resource in this case iIn
ResMut<Assets<Mesh>>.

"mesh_cycle: for (handle_id, _mesh) in meshes.iter() {

let asset of mesh =
asset_server.get_i1d _handle(handle_id);
iT asset_of mesh.is_some() {
let asset of mesh =
asset_of _mesh.unwrap().clone();
let path2 = asset_of _mesh.path();
1T path2.i1s_some() {
// infol("{:?} eq {:?}",handle.id,
asset_of mesh.id);
let path2 = path2.unwrap().clone();
let x = path_cp.source();
let y = path2.source();

iIfx =y {
handle = asset _of mesh;
}
let path_str2 = path2.path().to_str();

ifT path_str.unwrap() == path_str2._.unwrap()

break "mesh_cycle;
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}

return handle;

}

fn update_meshes_uv(
meshes: &mut ResMut<Assets<Mesh>>,
scene_data: SceneResponse,
asset_server: &Res<AssetServer>,
loaded_assets: &Res<AssetslLoadedRes>,

) A{
iT scene_data.data.is_none() ||
scene_data.data.clone() .unwrap() .models.is _none() {
return;
}

for model in
scene_data.data.clone() .unwrap() .models.unwrap().iter() {
if model.uv_tiling.i1s some() {
let model asset descr =

loaded_assets.O.i1ter()-find(]&asset| asset.id == model.i1d);
iT model _asset _descr.is_none() {
continue;
}

let mut handle =
model_asset_descr.unwrap()-handle.clone().typed: :<Mesh>();

handle = actualize_mesh_handle(handle,
&asset_server, &meshes);

let mesh = meshes.get mut(&handle);

1T mesh.i1s none() {

continue;
¥

let uv_attr =
mesh.unwrap() .attribute_mut(Mesh: :ATTRIBUTE_UV_0);
if uv_attr.is_some() {
match uv_attr.unwrap() {
VertexAttributeValues: :Float32x2(ref mut
uvs) => {
for uv in uvs {
uv[0] *=
model .uv_tiling.clone() .unwrap().x as f32;
uv[li] *=
model .uv_tiling.clone() .unwrap().y as f32;
¥
by
_=>{

}

fn spawn_window(mut commands: Commands,
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loaded_assets: Res<AssetslLoadedRes>,
mut materials:
ResMut<Assets<StandardMaterial>>,
mut meshes: ResMut<Assets<Mesh>>,
asset_server: Res<AssetServer>,
mut event:EventReader<SpawnWindowEvent>,
scene_data: Res<ScenelnitDataRes>,
mut Images: ResMut<Assets<Image>>
) {
for my _event in event.read() {
let scene _data =
scene_data.scene_response.clone().data.unwrap();
let path_window = ""3b2f8af8-bad3-43aa-9eb2-
b39b4922c207"";
for instance in scene_data.clone().instances.unwrap() {
ifT instance.model.clone().unwrap() = path_window {
continue;
};

info! (""EVENT RECEIVE!"");

let 1d = Uuid::parse_str(path_window).unwrap();

let model asset descr =
loaded_assets.O.iter().-find(]&asset] asset.id == id);

let material = materials.add(build_material(
instance.clone(),
scene_data.clone(),
&loaded _assets,
&mut Images,

));
let mut pos: Vec3 = Vec3 {

N < X
oNoNe)
oNoNe)

};

let mut scale: 32 = 1.0;

let mut handle =
model_asset_descr.unwrap()-handle.clone().typed: :<Mesh>();

handle = actualize_mesh_handle(handle,
&asset_server, &meshes);

let mesh_mod = meshes.get mut(&handle);

ifT mesh_mod.is _some() {

mesh_mod.unwrap() .generate_tangents();
}

let mut quat= Quat::from_rotation_arc(Vec3::new(0.0,
0.0, 1.0), my event.quat.normalize());

info!'("'my_event.quat {:?}", my_event.quat);

info!'("'my_event.scale {:?}", my event.scale);

info!'("'quat {:?}", quat);
let mut transform = Transform {
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translation: my_event.position,
rotation: quat.clone(),
scale: Vec3 {
x: scale,
y: my_event.scale.y,
z: my_event.scale.x,
},
33

commands
-.spawn(PbrBundle {
mesh: handle.clone(),
material: material.clone(),
transform: transform.clone(),
. .PbrBundle: :default()
1)
.insert(GameObject {
id_str: instance.id.to_string()
¥
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IIpuioxenue B

(O6s3aTenbHOE)

WNuTepaktuBHbli 3D-TpeHaxEp «OBaKyaluus U3 30aHUS»

[Ipe3enTanus
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BbinyckHaa KkBanndpukauMoHHaA

paboTa Ha TeMy «MHTepakTMBHbIN 3D-

TpeHa)kep «OBaKyauma N3 3aaHnUA»»

ABTOp paboThbl:

HayuHbiin pykoBoauTe b:
4.T.H., npodeccop 3nHknH Cepre AnekcaHapoBuMy

[MeH3a 2024

Llenb paboTbl

OCcHOBHOM uenbko gaHHoM paboTbl ABnseTcA paspaboTaTb
UHTepakTUBHbLIKN 3D-TpeHa)kép, MNo3BOMAKWNUKA MONb30BaATENHO
NPOMUTU CUMYNALUMIO 9Bakyauum W3 30aHUA  NpyM  Nnoxkape.
MpunoXeHne p[OMKHO co3gaBaTb MoOAeNb 34aHMA  CTPYKTYpPbI,
3a/jaBaeMon caMuUM nonb3oBaTeneM. Takke NPUNOXEHWE AOMXKHO
NMO3BOMATbL MNOMb30OBATENK OCYLLECTBMATb NMPOLECC 3Bakyauuun oT
nepBoro iMua v noanep>kmueaTtb 3anyck B 6payaepe.
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AKTyanbHOCTb paboThl

MHTepakTtBHbie  3D-TpeHaXépbl  ABNAETCA  HE3AaMEHMMbIM
NpPoAyKTOM B COBPEMEHHOM Mupe. TpaauLMOHHbIE METOAbl 06ydYeHUs
9BakyalMOHHbIM TMpouedypaMm, TakMe Kak nekuum u npakTuyeckue
3aHATNA, HEe BCerga Nnos3BoffoT B MNOSHOM Mepe MOoAroToBUTb NMOAEN K
peanbHbiM Ype3BblYaMHbIM CUTYaunaM. MIHTepaKTMBHble 3D-TpeHaXkepsl
npeanaratoT UHHOBALMOHHbIV MoAX0oA K 06yYeHM0, KOTOPbI MO3BONAET
cosfaTbh peanucTUYHYH U MHTEPaKTUBHYH cpeay. TO No3BONAET OAAM
pas3BMBaTb HaBblKK 9BaKyaLMn B 6e3onacHom cpeae, y4mMTbCa Ha CBOMX
owmnbkax 6e3 pucka ONA XM3HM M 340POBbA W MOBbILIATL CBOKO
YBEPEHHOCTb W TOTOBHOCTb K AEWCTBMAM B C/yyae YpPe3BblYanHOM
cUTyaumnu.

[TocTaHOBKa 3apaun

WMHTepakTuBHbIA 3D-TpeHaxKEp «3BakyaunAa W3 30aHWA» [O0MKEeH WMeTb CchnefyroLlni

dyHKUKMOHanN:

« CO3paaHKne TpéXMEpHDPI Mogenn sgaHmA ¢ y4eToM NapamMeTpoB ero KOHCTpYKUWMK, 3Ta>KHOCTHK
W pacnonoXxeHWAa BbIXOA0B, OKOH U I'IIJOéMOB, 3afaHHbIX NoNbL30BaTenemM;

+ BO3MOXHOCTb YNPaBNeHna NepcoHaXkeM B TPEXMEPHOM NPOCTPaHCTBE;
- BO3MOXHOCTb OCYLLECTB/ATL Pa3/M4Hble AeNCTBUA, HAMPUMEP NPbIKKK, NPUCEaaHWA;
+ peann3oBbiBaTb 3¢ GdEKT BO3ropaHnA B oNpeaen&HHbIX y4acTkax 3a4aHusA;

- noaaepskka sanycka s Gpayaepa.
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lcnonb3yeMble TEXHO10TUNA

’— Systema

Syst

s 4 SystemB
SystemC

World

’— ComponentA
T— Entity > Comgonent }c

ComponentE
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CxeMa nnarnHoB

y

App

l—l—l

WebAsset
Plugin

AssetLoad
Plugin

InstanseSpawner
Plugin

SceneLibPlugin

»

l

FloorPlugin

I

.

v

ParticleSystem
Plugin

RapierDebugRender
Plugin

RapierPhysics
Plugin

Plugin

PointerLock

CrosshairPlugin

FpsController
Plugin

FloorDefaultPlugin

[leMoHcTpauuva paboTbl MPUMNOXKEHNA
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PesynbTraThl paboThl

Pesynbratom paboTbl ABnAeTcA pa3paboTaHHbIN
MHTEpaKTUBHbIN 3D-TpeHaXep «3Bakyauua M3 30aHUA», a TakXKe
OTYET, B KOTOPOM TnpeAcTaB/ieHbl pe3ynbTaTbl TECTUPOBAHUA
pa3paboraHHoro nporpamMmHoro obfecne4vyeHusa, onucaHue
pa3paboTku n nogpobHbIN pa3bop ero 0CHOBHbIX QYHKLUWMOHANbHbIX
ocobeHHoCTEMN.

PaspaboTaHHOe NMpUIOXeHMe NMO3BONSAET Mo/b30BaTeNto NpPsaMo B
bpay3epe yBMAETb MPOTOTUMN CO3AaHHOro 3paHuMsa B 3D,
nepeMeLL,aTbCa MO HEMY OT NepBOro 1La U NPOU3BOANTb NPOLECcC
aBaKyaLuu.

Cnacunbo 3a BHUMaHue
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