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Ancrpakr

Ul framework mpercraByBa amncrpakimmja BO Koja ce o00e30eqyBa TreHepHyKa
(GYHKIIMOHATTHOCT U MOKe J1a ce MeHyBa co aomnonHuTeneH koa. Enen Ul framework 06e36enyBa
CTaHJapJICH HauMH 3a rpajickhe U pacrnopeayBame Ha GUI ammkanuu u e copTBepcka cpeauna
3a JOJTOpOYHA yroTpeba koja oOe30emyBa moceOHA (PYHKIIMOHATHOCT KAaKO JEN OJf IMOorojema
codrBepcka miargopma 3a OJIECHYBamkE Ha Pa3BOjOT HA COPTBEPCKH AIUTUKAIIHH.

Windows 00e30eqyBa MHOTY IPUMUTUBHU aJaTKH 3a TPajielbe KOPUCHUYKHN UHTepdejcH.
CucrteMoT 00€30e/yBa HEKOJIKY OCHOBHHM KOHTPOJIM W NPUPOJHUA KOHTEJHEPH 3a MPO30PIH, HO
u3rpaadaTa Ha COICTBEH KOPHUCHUYKH UHTEp(dEjC € TelKa.

Kopucunukuot unarepdejc (Ul) Bo 0BOj Tpya € BOJACH CIOpE] AM3ajH TOKYMEHTHTE Ha
coprBepor Chromium u HuBHMOT mnpunarojeH views Ul framework 3a mpukaxyBame Ha
“chrome” Ul nenot Ha npenucTyBaydor.

Ilenta Ha 0BOj Tpyd Oemie na ce ASMOHCTpHpA €ACH OJ] MHOTYT¢ HAUYWHU Ha KOj Ou
MoJKese 1a mouHeMme aa rpagume cBoj Ul framework, He3aBUCHO 0/1 cCaMUOT ONIEPATUBEH CUCTEM,
rpadpuuko APl wim ciudHO, CO IITO C€ WCIOJIHU TEeHepalHaTa XWIOTe3a W 3ajadaTa Ha OBa

HCTPAXKYBALC.

Kayunu 360poBu: framework, GUI, Windows, Chromium, Skia



Abstract

A UI framework is an abstraction that provides generic functionality and can be modified
with additional code. A Ul framework is a standard way of building and deploying GUI
applications and is a long-term software environment that contains functionality from an open
source software platform.

Windows provides many primitive tools for building user interfaces. The system provides
several basic controls and native window containers, but building a custom own user interface is
difficult.

The user interface (UI) in this paper is guided by the design documents of the Chromium
software and their custom views Ul framework for displaying the "chrome" UI part of the
browser.

The purpose of this paper was to demonstrate one of the many ways in which we could
start building our own UI framework, independent of the operating system itself, graphic API or

similar, thus fulfilling the general hypothesis and task of this research.

Keywords: framework, GUI, Windows, Chromium, Skia
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Kopucrenu kpareHku

HNme Ha KpaTeHKa

Description (English)

Onuc (MakenoHnckn)

Application Programming

[Tporpamcku uaTEpdE]jC 32

API
Interface aTUTAKAIAH
_ KommuieT 3a pa3Boj Ha
SDK Software Development Kit
codTBep
Ul User Interface Kopucamuku natepdejc
_ I'paduuku KOpUCHUYKH
GUI Graphical User Interface ‘
untepdejc
SkSL Skia Shading Language Jazuk 3a 3acenuyBame Ha Skia
OpenGL Open Graphics Library -
Almost Native Graphics Layer
ANGLE _ -
Engine
HLSL High-Level Shader Language -
GLSL OpenGL Shading Language -
MSL Metal Shading Language -
HTML HyperText Markup Language -
CSS Cascading Style Sheets -
VSync Vertical Synchronization Beprukanna cuHXpoHH3aIHja
) ) ) HenTpanusupana eguHULaA 3a
CPU Centralized Processing Unit
o0OpaboTka (mporecop)
‘ ‘ ‘ Enununa 3a rpaguuka
GPU Graphical Processing Unit
obpaboTka (rpaduuka)
‘ ‘ ‘ O6jeKTHO-OpPHUEHTHPAHO
oop Object-Oriented Programming
pOrpamMHparme
Crnuka renepupana oj
CaGlI Computer Generated Image '
KOMIIjyTep
PNG Portable Network Graphics -
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Joint Photographic Expert

JPG -
Group

SVG Scalable Vector Graphics -
PDF Portable Document Format -
GDI Graphics Device Interface -
LLVM Low Level Virtual Machine -

. Mewmopucka ajipeca Ha eIcH
HWND Handle to a Window

po30per|

DC Device Context -
DWM Desktop Window Manager -
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Bosen

Bo oBoj marumcrepcku Tpyn ke Omsie TpHUKaKaHO Kpeupame Ha cBoj comctBeH Ul
framework xopuctejku mo3natu Oubnuortexku, rpaduuku APl v mo3HaTH TEXHUKH, METOIU U
npucranu 3a nocturame Ha the nenu. Ul framework mpercraByBa amncTpakiidja BO Koja ce
00e30eayBa reHepryka (GyHKIIMOHATHOCT M MOXKE Jla c€ MeHyBa co nomonautencH koa. Exen Ul
framework o0e30emyBa cTaHIapAeH HAYMH 32 rpajieme U pacnopenyBame Ha GUI ammukanmm u
e codTBepcKa cpeArHa 3a JOJITrOpovHa ymnoTpeda koja 06e30emyBa moceOHa (yHKIIMOHATHOCT
Kako JieJ of] moroyieMa coTBepcka ruiardopMa 3a OJECHYBame Ha Pa3BOjOT Ha CO(TBEPCKH
armukanun. Kora ce kopucrat OMOIMOTEKH, YECTO AT Ce KOPUCTAT CaMo JIeN OJ1 HUB, U CO TOA,
rojJieMUHaTa Ha caMaTa KpajHa aruldKalija MOXe Jia ce 3TOJIEMH JPACTUYHO U Ja MPEeIn3BHKA
npoOJeM.

IMpu xpeupamero Ha exeH Ul framework, Hen30exxHO € Ja ce HauJie Ha MOUMOT
Komrjyrepcka rpaduka. Komnjyrepeka rpaduka ce 3aHIMaBa Co TeHEPUPAbe CIIMKA U YMETHOCT.
Kommjyrepckara rpaduka e OCHOBHA TEXHOJIOTHja BO TOBEKETO CIEIMjaTU3UPaHu ATUIMKAIIIH.
PasBueH e rosiem e oJ] Crienyjaiu3upan xapJasep u copTBep, MpH MTO MPUKA3UTE HA TOBEKETO
ypelu ce yhnpaByBaHU OJf KOMIjYTEpCKH Tpaduuku Xapiasep. Bo 0BOj Tpyn, BO TeMHUTE OJ
o0yacTa Ha KOMITjyTepcKara rpaduka ce KOPUCTHU 3a IM3ajH Ha KOPUCHUYKU HHTEpdE]jC, cripajT
rpaduka, peHaepupame, TeOMETpHja, KOMITjJyTepcKa aHuMaIja, BEKTOpcka rpaduka, miejaepH,
00paboTKa Ha CIIMKH, MTH.

Windows 006e30eayBa MHOTY IPUMUTUBHU aJaTKH 3a TPajielbe KOPUCHUYKHN HHTepdejcH.
Cucremotr 00e30e/1yBa HEKOJIKY OCHOBHU KOHTPOJIA M MPUPOIHN KOHTECJHEPHU 3a MPO30PIH, HO
u3rpandaTa Ha COICTBEH KOPHUCHUYKH HHTEp(dEjC € Telka.

Kopucanukuot untepdejc (Ul) Bo mpe3eHTHUpaHHOT MpUMEpP € BOJCH CHoperd Au3ajH
nokymentute Ha coprBepor Chromium wu HuBHHOT mnpunaroneH views Ul framework 3a
npukaxyBame Ha “chrome” Ul genmor Ha mpenuctyBadoT. bunejkn Chromium THMOT cakaie
pasnuaHa ecteTrka 3a Chromium npenucryBadnTe, Mopaie J1a u3rpaaar nmoceden framework na
Windows 3a nma ro 3a0p3aaT pa3BOjOT HAa MPUCIIOCOOEH, OJHOCHO MpHIIArojieH UHTepdejc.
Chromium xopuctu Skia 3a cute rpadudKu ONepaluy.

Bo mu3ajaot Ha Ul framework, kopucHHYKHOT HHTEpdE)C MPBEHCTBEHO ce OKycHpa Ha
nH(popManuckara apxXmrekrypa. lToa € mpolec Ha Tpaackme HHTep(dejCcH KOU jacHO My

MMpEHECYBAAT HA KOPUCHUKOT INTO € BAXHO BO HAaJACH MOMCHT. I[I/IBajHOT Ha I/IHTep(l)ejCOT cC
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oJlHECyBa Ha rpadUykd KOPUCHUYKH uHTepdejcu U Apyru GopMu Ha Iu3ajH Ha uUHTEepdejc.
Ilenta Ha AU3aJHOT HA KOPUCHUYKUOT UHTEP(QE]C € /1a ja HalpaBu WHTEPaAKIUjaTa Ha KOPUCHUKOT
IITO € MOYKHO TIOCHOCTaBHA U MOe(HUKACHA, BO CMHCJIA HA OCTBAPyBamhe HA KOPUCHUYKHUTE TICITH.

I'paduuknor xopucamuku untepgejc (GUI), e popma Ha KOPUCHUYKU MHTEPPEC MITO
UM OBO3MOXXYyBa Ha KOPHCHHUIIMTE J]a KOMYHHUIIMPAAT CO €IEKTPOHCKH YpeIH NpeKy rpaduyuku
WKOHM W BU3yelHH WHAuKatopu. JlejctBara wiu Hactanute Bo GUI oOmuHO ce u3BeayBaar
MPEKy IUPEKTHA MaHUITyJIAIHja CO TPAdUUKHUTE CIEMECHTH.

I'padmuka Oubmmoreka ¢ OMOMMOTEKAa JM3ajHUpaHA Ja MMOMOTHE BO NPHKAXKYBamke Ha
KOMITjyTepcka rpa¢uka Ha MOHUTOPOT. BKiTydyBa onTHMHU3HpaHH BEp3WU Ha (YHKIUU KOHU Ce
CIpaByBaaT cO BOOOMYACHW 3aJa4yM 3a peHAepHpame. McToTo MOXe J1a ce M3BEIe YHCTO BO
codTBep W aa pabOTH Ha MPOLECOPOT, BOOOMYACHO BO BrPaJCHUTE CHCTEMH WM Jla Ouje
xapABepcku 3a0p3aH ox rpa@uukuor mnpouecop. Co KOpUCTEmE Ha THE (YHKIMH, Iporpamara
MOJKE J1a COCTAaBH CJIMKA MITO Tpeda J1a ce eMUTYBa HA MOHUTOPOT.

Enna ox takBuTe 6MO6IMOTEKH € HapeueHa Skia v € KopucTeHa BO 0BOj MAarUCTEPCKH TPYII,
npu kpeupametro Ha eneH Ul framework. Skia e 2]1 rpaduuka OubGnmuoTexka co OTBOPEH KOJ
Hanumrana Bo C++ koja ce (okycwpa Ha IpTame, HaMecTo Ja 00e30emyBa CBOM rpaduuku
KOHTPOJI 1 ja3UK 3a OIUC HAa UHTEP(EjCOT, UTH.

Skia ru ancrpaxupa rpapuukute APl cnenmduunu 3a mnardopmara, onecHyBajku ja
3ajavaTa Jia ce Haydar npupogHute rpapuuku API 3a minardopmara u Hej3uHaATa crieruuIHA
yrnotpeba. Skia ucTo Taka e KopucTeHa ox morojiemu coprTBepu u frameworks u 3apaau oBue
MpUYMHY, Oelie TIaBeH KaHIuaaT 3a n30op Ha rpaduuka OMOIMOTEKa, 32 MMOMOII Ha KPEUPAHe
Ha eneH Ul framework. Mcro Taka, mopamu oBue mnpuuuHHM, Oemie H30paH 3a TOJECHO
CIIOpeyBamke¢ Ha UCIPTAHUTE PE3yJITaTH HAa €KpaH co morojemute coptBepu, kako Chromium
MPETMCTYBAYOT.

Bo 0B0j TpyZ, BO MPaKTHYHHUOT JIE)T C€ MPUKAXKAHU BO YEKOPHU MOJETATHO CUTE MOTPEOHU
¢a3u 3a Kpeupame Ha eneH corctBeH, npmwiaroaeH Ul framework, koj Moxe &1a ciayXu U Ja ce
J0pa3BUBa Ha CIENU(pUUEH HAYUH COTJIACHO MOTPEOMTE Ha KOPHCHUIIMTE 33 KpEUpame Ha
arumkanun. Kako mro Bo meHerieH cBet mocrojat “Chromium-based” mpenucryBaum, Taka, co
yrnoTtpeba u cieleme Ha YeKOpUTe U (pa3ure Ha MPAKTUYHUOT eI, MOXE Jla Ce JI0jAe J0 CBET
KaJe IITO K€ MPOM3JIe3aT MPEIUCTYBa4M, 3a Pa3jMyHU MOTPEeOH, KOWIITO OM Ce HapeKyBaje

“Skia-based” mpenucTyBaun WM aruTHKAIIH.
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1. CoprBepcku framework (pamka)

Bo kommjyrepckoTo mporpamupame, coptBepcknoT framework (pamka) e amcrpaknuja
BO KOja cO(TBEpOT, K0j 00e30eqyBa reHepuyka (YHKIIMOHATHOCT, MOXKE CEJIEKTHUBHO Ja ce
MEHYBa CO JOINOJHHUTEICH KOJ HAIWIIaH O] KOPUCHHKOT, CO INTO ce 00e30emyBa codrBep
cnenn(UYeH 3a aruiMKalyjara 3aMHCIeHa OJ CTpaHa Ha KOPUCHUKOT. Enen codrTBepcku
framework (pamka) 006e30emyBa cTaHIapIeH HAYHH 33 TPAJICHE U PacIiopeIyBamke Ha alTUKAIUN
U € yHUBep3aJHa coTBEpcKa CpelrHa 3a MOBEKEKpaTHa ymnoTpebda Koja obe3demyBa moceOHa
(GYHKIIMOHAITHOCT KaKo Jied o] morosieMa corBepcka miaTrgopma 3a OJeCHYBamke Ha Pa3BOjOT

Ha cOPTBEPCKH AIIMKALUK, IPOU3BOIU U pelIeHu]a. !

Codtepckuor framework (pamka) Moxke Ja BKIydyBa MpOrpaMd 3a MOJAPIIKA,
KOMIIajjiepu, OMOTMOTEKH CO KOJOBH, 30MpKH alaTku W HHTepdejch 3a IporpaMupame Ha
armukanuu (API) xou ru oGenHyBaaT CUTE pa3IMYHU KOMIIOHEHTH 3a JIa OBO3MOXKAT Pa3Boj Ha

HPOEKT MJIA CHUCTEM.

CodTBepckuTe paMKM HOCAaT KapaKTepPUCTUKU KOW THU pa3iIMKyBaaT Of JpyruTe
OUOIMOTEKH U U3BOPH:

e KoHTpona Ha IPOTOK Ha M3BPIIYBamE: BO paMKa, 3a pas3iiuKka of OuOInorexuTe
WIA BO CTaHJApPJHUTE KOPHUCHUYKM AaIlIMKAIMM, LEIOKYITHHOT MPOTOK Ha
KOHTpOJIa Ha TIporpamara He € AUKTHPAH Of TOBUKYBA4YOT, OTHOCHO KOPUCHHUKOT
WM KJIIMEHTOT, TyKY OJ paMKaTa.

e CranmapnHo onaHecyBame: Moxe nga ce o0e30enu cO IpPeoNnTOBapyBame Ha
METOJIU BO aIllCTPaKTHA KJiaca Koja e o0e30e/ieHa o/ paMKara.

e [IpommpnuBoct: KOpHCHHUKOT MOXe Ja ja NpOIIMPH paMKaTa — OOMYHO CO
IPEoINTOBapyBae Ha Kiacu o00e30eeHn Oof camara pamMKa, I[pH IITO
IporpaMepuTe MOXKaT Ja ro J0JajaT CBOj KOPHCHHYKHM KOJ 3a Ja obe30emat
cnenupryna GyHKIFoHaTHOCT. OBa OOMYHO C€ TIOCTUTHYBA CO BUPTYEJICH METO]

Ha KJIaca HIITO T'o IIPEONTOBapyBa OOHMYHHOT MCTO Ha ImoaKJjacarta.

! https://en.wikipedia.org/wiki/Software_framework
2 https://en.wikipedia.org/wiki/Software framework
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e HenpomeHnuB KoJ 01 paMKarta: KOAOT O] camMara paMKa, FeHepaliHo, He Tpeba na
ce MEHyBa WJIM HE MOXE, J0JeKa Ha HEKOU JIJIOBH O] IPOTOKOT Ha M3BPIIYBAHE
npudaka eKCTeH3MH HMIUIEMEHTHpaHUu o] KopucHuUkoT. Co apyru 300poBw,
KOPUCHUIIUTE MOKaT /a ja MpOIIMpaT paMKaTra, HO HE MOXKaT Ja ro MEHyBaaT

HEj3WHUOT KOJI HJTU HEJ3MHOTO T'€HEPAITHO O/THECYBAIbHE.

IlenuTe Ha au3ajHepuTe Ha eicH copTBepcku framework mMaaT 3ajaya ja ro ojecHaT
pa3BojoT Ha COYTBEPOT O3BOIYBAJKH UM Ha JU3ajHEPUTE U MPOTPAMEPUTE HA AIUTMKALIjaTa KON
ro Kopucrat uctuot framework ma ro mocBerar CBOETO BpeMe Ha HCIIOJIHYBame Ha Oapamara 3a
HUBHHOT CO(TBEp HAMECTO Jla CE 3aHMMaBaaT CO MOCTaHIAPJIHUTE JETAId Ha HHUCKO HHMBO 3a
00e30emyBame Ha pabOTEH CHCTEM M YCOIJIACyBame CO TMOCTOJHUTE CTaHAApId, CO IITO Ce
HaMaJlyBa IIEJIOKYITHOTO BPEME 3a PasBoj.

Kopucremero Ha framework decto ja 3ronemyBa rosemMuHata Ha nporpamure, (PeHOMEH
ITO ce Hapekysa ,.code bloat”. [Topagu moTpebure Ha arIMKaUUTEe OapaHU O] KIIMEHTUTE, U
KOHKYPCHTHUTE W KOMIUIeMeHTapHuTe frameworks 3HaaT nga OuIaT MCKOPUCTEHU BO EJCH
nponykt. Ilopagu cnoxkenocra Ha HuBHUTE API, miaHnpaHoTO HaMandyBame Ha LEIOKYITHOTO
BpEMe 3a pa3Boj MOXKE Jla HE C€ TIOCTUTHE MOPaJIH MoTpedara J1a ce TPOIIH JTOTOJTHUTEIIHO BpEMe
32 y4eHe 3a NMPAaBUJIHO KOPHCTEHC Ha paMKara; OBaa KPUTHKA € BAJIMIHA KOTa Pa3BOJHHUOT
MIEPCOHAJ MpBIAT ke Hauje Ha noceOHa win HoB framework. Jlokonky TakBuoT framework He ce
KOPHUCTH BO CJIETHUTE paOOTHH 33aJaud, BPEMETO BIIOKEHO BO YYECHETO Ha paMKaTra MOXe Ja
YMHUA TOBEKE OJI TOCTOJHHMOT HANMIIAH KOJ, MO3HAT Ha MEPCOHAIOT Ha MPOEKTOT; MHOTY
IporpaMepy 4yBaatr KOIUHU 0] KOPUCEH KOJI 3a 3a€JHUYUKH 1TOTpeOn.*

Merytoa, mrtom ke ce Hayuu framework (pamkaTa), UAHUTE IMPOEKTH MOXKE Ja Ouaar
noOp3u W TOJIECHU 3a 3aBpIIyBamke; KOHIENTOT Ha efcH framework e ga ce HampaBu CeT Ha
pelieHrja MITO OJAroBapaaT Ha CHTE, a CO 3al03HaBamke, KOAOT JIOTMYHO KE C€ 3TrOJIeMHU.
PenatuBHata e(QUKAacCHOCT M KOHIM3HOCT HAa KOJOT HE 3aBHCH O]l HEroBaTra TOJIEMUHA.

KOpI/ICTeH)eTO Ha OHMOJMOTEKH YECTO AO0BCAyBa OO KOPUCTCHEC CaMO €l O4 HHUB, U CO TO4,

3 https://en.wikipedia.org/wiki/Software _framework
4 https://en.wikipedia.org/wiki/Software_framework
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rojeMrHaTa Ha camaTa KpajHa aljidKaldja Ja ce 3TOoJIeMHU JPAacTUYHO W Ja Mpeau3BUKa
npobuem.’

HajedexktuBuure frameworks ce onHme mTO eBoiyupaaT o pedaxTopupame Ha
3aeHUYKH, OTBOPEH KOJ, HAaMECTO Ja C€ KOPUCTH TeHepuuku framework ,HameHeT 3a
cUTe" pa3BUEH OJ TPETH CTPAHH 3a ONIUTH Leind. KOpuCHUYKHOT nHTEp(dEjC BO TAKOB MAKET HA
alUIMKallMM WMa 3aeMHUYKU H3rJe[, KOPUCHHUYKO HCKYCTBO, aTpuOyTH © METOOu 3a

CIIOJIENTYBakb€ Ha MOAATOLH.

2. Ansmmkanucku framework (pamka)

Bo koMIIjyTepcKOTO MporpamMmupame, paMKara 3a arIMKalmja ce COCTOM 0 COPTBEPCKU
framework mTo ro xopucraTt pa3BuBauuTe Ha cOPTBEp 3a Ja ja UMIUICMCHTHpAAT CTaHapAHATA

CTPYKTYypa Ha arIuKaTUBHUOT cOpTBEp.

Hcropuja

Amnmukanuckure frameworks crTaHaa momynapHU CcO  MOJEMOT Ha TpapUUKHUTE
kopucHnuku unTepdejcu (GUI), Ounejkn THe MMaaT TEHACHIMja Ja MPOMOBHpAAT CTaHIApIHA
CTpYyKTypa 3a arumkanuu. [Iporpamepure cmeraaT eka € MHOTY TIO€IHOCTaBHO Jia CE CO3/aaatr
aJlaTKy 3a aBToMaTcKko kpeupame GUI kora kopucTat cranaapaHa pamka, OuiejKi 0Ba OJTHAIIPel
ja neduHHpa OCHOBHATa CTPYKTypa Ha KOJIOT Ha aruukanujara. [Iporpamepure OOWYHO
KOpHCTAT TEXHUKH O] 00jeKTHO-opueHTHpaHo mnporpamupame (OOP) 3a mMmruiemeHtanuja Ha
HUBHHOT CO(TBEp, Taka IITO YHUKATHHUTE JEJIOBM Ha alUIMKalMjaTa €THOCTAaBHO MOXaT Ja
HaclleaT oJ1 KJIacuTe IITo mocrojar Bo framework (pamkara).’

Apple Computer mery mnpButTe pas3Buja framework 3a komeprujalHu aruUIMKaIHH,
MacApp (1985 romuna), 3a Macintosh. [IpBuyHO Hamummana BO mpomupeHa (00jeKTHO-
opueHTupana) Bep3uja Ha Pascal Hapedena Object Pascal, mogonna Oemre mpenumrana Bo C++.
Hpyra 3nauajHa pamka 3a Mac e PowerPlant na Metrowerks, 6azupana na Carbon (API). Cocoa
(framework) 3a macOS Hyau mNoWHAKOB MpuUCTan 3a aruMkanuu, Oazupan Ha framework

(pamkata) OpenStep pa3zpuena Bo NeXT.

3 https://en.wikipedia.org/wiki/Software_framework
¢ https://en.wikipedia.org/wiki/Software framework
7 https://en.wikipedia.org/wiki/Application_framework
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Ox 2010 nma HaBamy, MHOTY aljiMKallMd ce co3faneHu co framework Oasupan Ha
npoektoT Chromium Ha Google. McTo Taka, ucTakHaTH ce HeKoyIKy frameworks, kako mTO ce
Electron u Chromium Embedded Framework (CEF).

becrmataure codrBepcku frameworks co OTBOpEH KO IOCTOjaT KaKo JIEN O] TPOSKTHTE
Ha Mozilla, LibreOffice, GNOME, KDE, NetBeans u Eclipse.

Microsoft mynu framework 3a pasBoj Ha Windows amnukanuu Bo C++ HapedeHa
Microsoft Foundation Class Library (MFC), u cnuyen framework 3a pa3Boj Ha ammkaiuu co
Visual Basic wiu C#, mHapedena .NET Framework.

Hexonky frameworks moxar ma rpamar meryrmiatdopMcKu armmkanuu 3a Linux,
Macintosh 1 Windows o 3aenHuykd U3BOpeH KoJ, kako mrto ce Qt, wxWidgets, Juce, Fox

toolkit unu Eclipse Rich Client Platform (RCP).

3. Kommjyrepcka rpaguka

Kommjyrepckara rpaduka ce 3aHUMaBa CO TeHEPHPAE CIMKUA U YMETHOCT CO TIOMOII Ha
kommjyrepu. Kommjyrepckara rpaduka € OCHOBHA TEXHOJIOTHja BO IUTrHTaiHaTa (ororpadwuja,
¢uIMOT, BHUIEO UIpUTE, NUTHTaTHATa YMETHOCT, MOOWJIHUTE TeIe(QOHU U KOMIJyTepUTE U
MHOTY CIELWjaIM3UpaHy aliuKaiuu. Pa3sBueH e rojgem Jen of cHenujaau3upaH XxapABep U
co(TBep, IpHU IITO MPHUKA3UTE HA MOBEKETO YPEIU Ce yIpaByBaHU O KOMIJYTEPCKH TpadUuKH
xapaBep. Toa e orpoMHa M HeolaMHa pa3BHeHa O0JACT HAa KOMITjyTepckaTa Hayka. @pazata e
u3MuciieHa Bo 1960 roamHa ol MCTpakyBauuTe Ha KommjyTepcka rpaguka Bepn XanucoH u
Bunujam ®@erep on bounr. Yecto ce ckparyBa kako CG, uiau 0OMYHO BO KOHTEKCT Ha (UIMOT
Kako Kommjyrepcku renepupanu ciuku (CGI). HeymeTHHMUYKMTE acreKTH Ha KOMIIjyTepcKaTa
rpaduKa ce npeIMeT Ha UCTPAXKyBarbe Ha KOMIIjyTepcKara Hayka.s

Hekou Temu Bo kommjyTepckaTa rpadguka BKIydyBaaT AU3ajH Ha KOPUCHUYKU UHTEpdejc,
crnpajT rpaduka, peHIepupame, ray tracing, o0paboTka Ha reoMeTpHja, KOMITjyTepcKa aHUMallnja,
BeKTOpcka rpaduka, 3[] Momenupame, mejaepu (HUjaHCHpame W €PEKTH, IPOrpaMu IITO Ce
M3BPIIYBAAT 01 CTPaHa HA TPAPUUKUOT XapBep), rpauuKu mpOIeCOPCKU IU3ajH, UMIUTHIUTHH
NOBPIIMHY, BH3yeJlM3alldja, HAydHO IpECMeTyBame, 00paboTKa Ha CIUKH, NPECMETKOBHA

dotorpacduja, HayuyHa BU3yelIH3alija, TeOMETpHja, KOMIjyTepcka Bu3mja u apyro. Llenokynnara

8 ,ACM Computing Classification System ToC*. 3xpyeHue 3a KOMIjyTepcku Maiuau. Ilpesemeno na 2024-06-06.
- https://en.wikipedia.org/wiki/Computer_graphics
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METOI0JIOTHja BO TOJIeMa Mepa 3aBUCH OJI OCHOBUTE 3a T€OMETpHjara, ONTHKara, (pu3uKara u
nepleniyjara.

Kommjyrepckata rpaduka € oaroBopHa 3a e(pUKacHO M 3Ha4YajHO NPUKAKYBakbE Ha
MOJIATOIIUTE 32 YMETHOCT U CJIMKA Ha moTpouryBadoT. Ce KOpHcTH U 32 00paboTKa Ha MOJaTOIH
3a CIIMKH J100MeHU 0] GU3NYKHOT CBET, Kako MTO ce ¢ororpaduu U BUALO CONpKUHU. Pa3BojoT
Ha KOMIIjyTepcKa rpaduka uMaliie 3HauuTeITHO BIIMjaHHE BP3 MHOTY BUJIOBH MEIUYMH U JIOBEJIC
710 PEBOIIYIMjA BO aHUMAaIKjaTa, (GUIMOBHUTE, PEKIaAMHUPAbETO U BUIEO UIPUTE’.,

TepmuHOT KOMIjyTepcKa rpaduKa ce 0JJHECYBa Ha HEKOJIKY paboTH:

® [IPETCTaBYBaH-€ M MAHMITYJAIHja CO MOJATOLUTE OJ1 CIIMKATa O/ CTpaHa Ha KOMITjyTep;

® DPA3JIMYHUTE TEXHOJIOTUU KOU CE KOPHCTAT 32 KPEHPAhE U MAHUITYJIUPAE CO CITUKH;

® MCTO/HM 33 JWTUTATHO CHHTETH3UPAhE U MAHUITYJIUPAKHE CO BU3YETHA COJIPIKUHA.

Pa3Buenu ce MHOTY anaTku 3a BU3yenu3aluja Ha rnoaarouute. CIMKUTE TEHEPUPAHU O
KOMITjyTep MOXe J]a € KaTerOpu3nupaaT BO HEKOJIKY pa3IMuHK TUIIOBU: ABOAMMEH3noHamHa (2]1),
tpuaumensuonanna (3/1) u anumupana rpaduka. Kako mro ce mogoOpyBa texHomorujata, 3/
KOMIIjyTepcKaTta rpaduka craHa nodecra, Ho 2J] kommjyrepckarta rpaduka c¢ ymTe € IUPOKO
kopucteHa. Kommjyrepckara rpaduka ce IMojaBd Kako IMOCeOHAa IpaHKa Ha KOMITjyTepcKara
HayKa Koja Ty MPOydyBa METOIUTE 33 AUTHUTAIHO CHHTETH3UPAhE U MAaHUITYJINPAHE CO BU3yeTTHA

COI[p)KI/IHa.
3.1 BuaoBu HaA CJOUKH

JIBOAMMEH3MOHAIHA

2]1 xoMIjyTepckara rpaduka € KOMIjyTepcka reHepanyja Ha TUTUTATHN CIIMKHY - TJIaBHO
OJ1 MOZIETI, KaKO IITO € IUTHTAIHA CIIMKA M CIIOPE/l TEXHUKHU CTIeU(UIHH 32 HUB.

2]1 xommjyTtepckata rpaduka TIaBHO Ce KOPHUCTH BO AIUIMKAIlMM KOW INPBUYHO Oea
pa3BHEHU Bp3 TPAJULMOHAIHN TEXHOJIOTHH 32 MEYaTehEe U IPTamke, KaKo ITO € TUnorpadujarta.
Bo Tue amnmukanuu, JBOAMMEH3MOHATHATA CIIMKA HE € caMO IpeTcTaBa Ha O0jeKT O PETHHUOT
CBET, TYKy HE€3aBHCEH apTe(akT cO JoJaJeHa CEMaHTHYKa BPEIHOCT; 3aToa Ce MPETIOYNUTAAT

JBOJIMMEH3MOHAIHA MOJICTT OWJICjKHM J1aBaaT MOJWPEKTHA KOHTPOJIA HA CIIMKATa OTKOJKY 31

? https://en.wikipedia.org/wiki/Computer _graphics
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KOMIIjyTepckara rpaduka, 4Mj MpUCTall € ToBeKe ciudeH Ha ¢ortorpaduja OTKOIKY Ha

tunorpaduja. '’

IInkcenna ymMmeTHOCT

l'onema ¢opma Ha AWrUTanHAa YMETHOCT, IHUKCETHATa YMETHOCT C€ CO3/aBa IpPEKy
ynorpeba Ha pacTepcku rpaduuku codTBep, Kajie CIUKUTE Ce ypeayBaaT Ha HUBO Ha MHUKCEIH.
I'padukuTe BO MOBEKETO CTApH (MJIM PEIATUBHO OTPAHMYCHH) KOMILjYTEPCKH W BHIEO UTPH,
UTPUTE CO KAJKYyJaTopu cO TIpaMKOHM U MHOTY HMIPH 3a MOOWJIHM TellepOHH C€ TJIaBHO

IMKCETHA yMETHOCT. !!

Cupajr rpaduxa

Sprite e ABOOUMEH3MOHAIHA CJIMKA WM aHWMAIHMja KOja € WHTETrpHpaHa BO IMOrojeMa
ciena. IlpBuuHO BKIydyBamie caMO Trpaguukd OOJEKTH CO KOUM CE€ paKyBa OJJICTHO O]l
MeMOpHCKaTa OuTMama Ha BUACO IpHKa3, OBa BKIy4yyBa DPA3JIMYHA HAYMHH Ha TpadUyuKH
MIPEKJIONyBambAa.

[TpBuuHO, sprites Oea METOJI 3a WHTETPUPAmE HA HEMOBP3aHW OWTMAIH, Taka IITO THE
u3rienaa Kako Jej o] HopMajHaTa OMTMarna Ha eKpaHOT, KaKo IITO € CO3/aBamke Ha aHMMHUPaH
JUK INTO MOXE Jia Ce IMPEMECTH Ha EKpaHOT Oe3 Ja ce MEHyBaaT IOJATOIUTE IITO TO

nepUHUpaar HENIOKYITHUOT eKpaH. 12

BekTopcka rpajduka

dopmaTuTe Ha BEKTOpPCKaTa rpaduka ce KOMIUIEMEHTApHHM CO pacTepckara rpaduka.
Pactepckara rpaduka e mpercTaByBambe Ha CIMKUTE KaKO HHU3a OJf MHUKCETHM W OOWYHO ce
KOPHCTH 32 MPUKaXyBare Ha (ororpadeku ciuku (Buau ciuka 1).!3 Bekropckara rpaduka ce
COCTOU O] KOAMpame Ha UH(pOpMAIMK 3a 00JIMIUTEe U OOUTE IITO ja COUMHYBAAT CIMKATa, ILITO
MOJKE J1a OBO3MOXH IrorosuemMa (ekcuOMIHOCT BO IpUKaxyBamweTo. Mma ciryyaun kora paboraTta
CO BEKTOPCKHM anaTku M (opMaTH € HajaoOpa MpakTHKa, a Jpyrd cilydawm Kora e oOparHo,

OJTHOCHO HaMECTO BEKTOPCKH, Jla C& KOPUCTH pacTepcKu. Fima MOMeHTH Kora JiBaTta (hopmaru ce

19 https://en.wikipedia.org/wiki/Computer_graphics

' https://en.wikipedia.org/wiki/Computer_graphics

12 https://en.wikipedia.org/wiki/Computer_graphics

13 Greenberg, Ira (2007). Processing: Creative Coding and Computational Art. Apress. ISBN 978-1-59059-617-3. -
https://en.wikipedia.org/wiki/Computer_graphics

19


https://en.wikipedia.org/wiki/Computer_graphics
https://en.wikipedia.org/wiki/Computer_graphics
https://en.wikipedia.org/wiki/Computer_graphics
https://en.wikipedia.org/wiki/Computer_graphics

cnoijaaT. P3361/1paH>eT0 Ha IpCAHOCTHUTC U OTpaHU4YyBabATa HA ceKoja TeXHOJ'IOFI/Ija H OJHOCOT

Mel'y HUB HajBEpOjaTHO Ke pe3ynTupa co egukacHa u epekTUBHA ynoTpeda Ha alaTKUTE.

S S

Raster Vesg;cor

GIF, JPEG, PNG

Cnuka 1. Pacmepcka u Hacnpomu 6eKmMopcKa CIUKa Ko2a Ke ce npemcmasu Ha no201emd pe3onyyuja

I'enepaTuBHM MoO/1eJIM 32 MAIIIMHCKO YUYeHe

On cpeaunara Ha 2010, kako pe3ynTaT Ha HAIPEIOKOT BO JUIA0OKUTE HEBPOHCKU MPEKH,
O0ca co3maJicHH MOJETM KOM KaKo BIIe3 3eMaar OINMUC Ha NPHUPOJEH ja3MK M Kako H3Je3
MPOM3BEyBaaT CIIMKAa INTO OATOBapa Ha TOj] ONMUC. MOJENTUTE TEKCT-BO-CIIMKA TEHEPATHO
KOMOMHHMpaaT ja3uueH MoOJeN, KOj ro TpaHchopMmupa BIE3HHOT TEKCT BO JIATEHTHA
penpe3eHTalyja U TeHepaTUBEH MOJEN Ha CIIMKa, KOj MpOM3BEAyBa CIIMKAa yCIOBEHa O] Taa
penpesenranuja. HajepekTuBHUTE MOAEnM OOMYHO ce OOYYeHH 332 OIPOMHU KOJWUYHMHHU Ha
MOJIATOIM 33 CIIMKM W TEeKCT u30pumanu ox mpexkara. [lo 2022 roxuHa, HajIoOpUTE OII OBHE
mozenu, kako Dall-E 2, Stable Diffusion u Midjourney, ke Moxkart ia co3iaBaatr CIMKH BO HH3a
CTHJIOBH, KOM CE€ JBHXKAT OJ] UMHUTAIMja HA XUBU YMETHUIIU 10 PEUUCH (HOTOPEANMCTUYKH, 32

HEKOJIKY CEKYHJIH, CO OIJIE Ha JOBOJHO MOKHM Xapasepu. '

14 Buncenr, Ilejmc (2022). ,,All these images were generated by Google's latest textto-image Al*“. The Verge. Vox
Media. IIpe3emeno Ha 2024-06-06. - https://en.wikipedia.org/wiki/Computer_graphics
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TpuauMeH3HOHAIHHI

3/1 rpaduka, Bo ciopenda co 2/ rpaduka, e rpaduka Koja KOPUCTH TPOJAUMEH3HOHAIHO
MIPETCTaByBak-¢ HA TEOMETPUCKHU MOAATOIH. 3apaau nepGopMaHch, TEOMETPUCKHUTE MTOIATOIH Ce
CKJIaJUpaHu Ha KOMIjyTepoT. OBa BKIy4yBa CIMKH INTO MOXE J1a OMJAT MOJOIHA MPUKAKAHH
WIIH TJIE/Iafhe BO PEATTHO BpEME.

U nokpaj oBue paznuku, 3J] komijyrepckara rpaduka ce moTnupa Ha CIMYHU aIrOPUTMHU
Kou ce kopuctaT Bo 2J| xommjyTepckara rpaduka M pactepckara rpaduka 3a Ja MOCTUTHE
KOHEUeH peHJepupaH npukas. Bo codtBepoT 3a kommjyTepcka rpaduka, paznukara momery 2J1
u 3] moBpemeHo ¢ HejacHa; 2]] armmukanuuTe MOKe Ja Kopuctar 3 /] TeXHUKHM 3a J1a TOCTUTHAT
edeKTH KaKo OCBETIyBame, a MPBEHCTBEHO 3 /] Moke 1a KopHucTaT TeXHUKH 3a 2] peHaepupame.

3J1 xommjyTtepckara rpaduka e ucta kako u 3J] momenute. Moaenor e coapxaH BO
JaTtoTekara co rpadUyKy MOJAaTOIH, OCBEH BO peHiepupameTo. Cenak, mocTojaT pa3inKd KOH

BKJIyuyBaar 3] Mozen na Ouze ,,clieHa” Wil camaTa pernpe3eHTaiuja Ha koj ouno 3/ o0jexr. >

Komnjyrepcka anumanuja

Kommjyrepckata aHMManuja € yMETHOCT Ha CO3JIaBambe IOJABIKHH CIUKU TIPEKY
ynotpeba Ha koMIjyrepu. Toa e mogoGiact Ha KoMIjyTepcka rpaduka u anuMaija. Ce noseke
ce cozmaBa co momorn Ha 3] kommjyrepcka rpaduka, mako 2J[ kommjyrepckara rpaduka ce
VIITE € IIUPOKO KOPUCTEHA 3a CTHJCKM, HHM30K IPOITyCEH OIcer W MmoOp3u moTpedu 3a
peHIepupame Bo peasiHo Bpeme. [loHekoranr mesinra Ha aHuMaljara € Ipyr MeIuyM, Kako IITO €
¢buaMoT, U Toram KoMmIjyrepckara aHumainuja ce HapekyBa CGI (kommjyTepcku reHepupaHu
CIIUKH).

BupryennuTte HTUTETH MOXeE Ja COApXAaT W Ja OuJaT KOHTPOJIUPAHU OJ Pa3IUuHU
aTpulyTH, KaKko IITO Ce BPEIHOCTUTE Ha TpaHchopMalvjaTa (JIOKaluja, poTaluja U rojJeMUHa)
CKJIaUpaHu BO MaTpHiara 3a TpaHcopmaiuja Ha 00jeKTOT. AHMMAINHja € MPOMeHa Ha
aTpudyT co TeKkoT Ha BpemeTo. IlocTojaT moOBeke METOAM 3a TOCTHUTHYBAaWE aHUMAIH]a;
pyauMeHTapHata (opma ce 3acHOBa Ha co3llaBame W ypeayBame Ha “keyframes”, mpu mrTo
CeKoja CKJIaaupa BPEAHOCT BO JaJICHO BpeMe, o aTpulyT mto Tpebda aa ce anumupa. Copteepor
3a 2]1/3]1 rpaduka ke ce MEHyBa CO CeKoja KilydyHa paMKa, CO3[[aBajKu KpUBa Ha BPEAHOCT IITO

MOYeE JIa C€ ypeIyBa CO TEKOT Ha BPEMETO, IITO PE3YJITHPA CO aHuMaruja. '®

135 https://en.wikipedia.org/wiki/Computer_graphics
16 https://en.wikipedia.org/wiki/Computer_graphics
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3a 51a ce co3laze Uily3nja Ha JBIXKEHE, Ha KOMITJYTEPCKHOT €KpaH ce MPUKaKyBa CIIUKA,
a moTtoa Op30 ce 3aMEHyBa CO HOBa CIHMKAa KOja € CIMYHA Ha MPETXOAHATa CIMKAa, HO MAJKy
noMmecteHa. OBaa TEXHUKAa € WUACHTUYHA CO WIy3HMjaTa Ha JBIDKEHE BO TeleBU3WjaTa U

¢dbuamoBHTE.

Cnuka 2. Ipumep 3a xomnjymepcka anumayuja npoussedena co “‘Motion Capture”

Xo X1

Cnuxa 3. Jluneapna unmepnonayuja’’

dopmyiia 3a IMHEapHa UHTEepIoJaluja noMery 2 TOUKH:
y—% % — Y
E—xp Tl —Tg

17 https://en.wikipedia.org/wiki/Linear interpolation
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3a nmageHa KOHEYHa BPEAHOCT X (t), MMa MopacT Ha 'y, U CIope AaJieHaTa BPeIHOCT Of X,
ce nmobuBa creaHaTta BpeAHOCT Ha y cmopea x. Kopucrejku ja dopmynara 3a nuHeapHa

I/IHTepHOJ'IaI_II/Ija, aHI/IMaHI/IjaTa CC€ ABHXKH IIO KOja omII0 KpHBa 3a Jia X ja MpeCMETa BpCAHOCTA Ha

y.

3.2 KoHuenTy ¥ NpUHIIMINT
Crnukute OOMYHO ce co3aBaar o4 ype€aud KakKO IITO €€ KaMCpu, orjeaala, HGRH,
TCJICCKOIIU, MUKPOCKOIIN, UTH.
HI/II‘I/ITEL]'IHI/ITG CJIMKHM BKJIydyBaaT W BCKTOPCKHU W PACTCPCKU CIHWKH, HO PACTCPCKUTEC

CJIMKH ITOYECTO CC KOPpHUCTAT.

IMukcen

Bo jgururanHara civka, MHKCENI € €Ha TOYKa BO pacTepcka ciuka. [lukcenure ce
MOCTAaBEHH Ha OOMYHA 2-JIMMEH3MOHAIHA MPEXa M YeCTO CE MPETCTABEHU CO MOMOII HA TOYKH
i kBajapatu. CeKoj MUKceN € MPUMEPOK OJf OPUTHHAIIHA CIIHMKA, KaJle IITO MOBEKEe MPUMEPOIIH
00u4HO 00e30eayBaar momnpenu3Ha npercraBa Ha OPUrHHAIOT. IHTEH3UTETOT Ha CEKOj MUKCEIN €
MIPOMCHITUB; BO CHCTEMHTE BO 00ja, CEKOj MUKCET OOMYHO MMa TPU KaHAJIHM KaKo IPBEHA, 3eJieHa
Y CHHA.

I'padukute ce BU3yeIHU MPETCTaBU Ha MOBPIIMHA, KAKO MITO € KOMIIjYTEPCKHUOT eKpaH.
[Tpumepu ce dororpaduu, upTexu, TpaQuuKn TU3ajHU, MAITH, HHKCHEPCKU LPTEKH WIH JAPYTH
ciuku. ['padukara yecto KOMOMHUPA TEKCT M WIyCTpauuja. ['paduukuoT AM3ajH MOXKE Ja ce
COCTOM O] M30Upame, Kpeupame WIK pacropelyBame Ha Turorpaduja, kako Bo Oporrypa, giiaep,

nocrep, BeO-CTpaHULa WK KHUIa 0€3 peJIeBaHTEH eleMenT. '8

OcHOBHM ejieMeHTH (IPUMUTHBHM)

[TpuMHUTHBIITE C€ OCHOBHU €IUHUIU KO I'PpaUIKHOT CHCTEM MOXKE JIa TH KOMOWHHUpA
3a J1a co3lajie MOCIOKEeHU cnuku uiu mozenu. [Ipumepu Ou Ouse sprites Bo 2J1 Bugeo urpw,
reoMeTpucku nNpuMUTHBM BO CAD WM NMOAMTOHM WM TpUarodHuuu Bo 3]] mpukaxyBame.
[TpumuTHBIMITE MOXKE Ja OWAAT MOAAPKAHW BO XapaBep 3a €(UKACHO NPHKAKYBAE, WIH

rpanexHu 010KoBH 00e30e1eHH o TpaduuKa arMKanyja uim framework. !

18 https://en.wikipedia.org/wiki/Computer_graphics
19 https://en.wikipedia.org/wiki/Computer_graphics
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Pengepupame

Pennepupame e renepupame Ha 2J[ ciuka ox 3J] Moaen co momolr Ha KOMIIjyTePCKU
nporpaMu. J[aroTekaTta co CIieHa COAPX U 00jeKTHU BO CTPOro MedUHUPAH ja3UK WIH CTPYKTypa
Ha TIOJATOLM; KOW COJIpXKAT TEeOMETpHja, TJICJHA TOYKA, TEKCTYPUPAWmE, OCBETIYBAamEe H
uH(POPMAIMK 3a 3aCEHUYBAamE KaKO OMUC Ha BUpTyelHaTa ciena.”’ [Tomaroiure coapkaHu BO
JaToTeKaTa co CIieHaTa MoToa ce MpEeHecyBaatT [0 MporpamMa 3a peHIepupame ImTo Tpeda aa ce
00paboTH U J]a ce eMUTyBa BO JUTHTAIHA CIUKa WJIM JIaTOTEKa CO pacTepcka rpaduyuka ciuka.
[Iporpamara 3a peHzepupame OOWYHO € BrpajeHa BO COQTBEPOT 3a KOMIIjyTepcKa rpaduka,
MaKo JIPYTH CE JIOCTAITHYU KaKO MPUKITYYOIH HITH IEJIOCHO MTOceOHU porpamMu. Mako TeXHUYKHUTE
JeTalid 3a METOJUTE Ha pEeHIEpHpame Bapupaar, ONIITUTE MPEAU3BUIM ITO Tpeba na ce
HaJMUHAT OpU TpOU3BOACTBOTO Ha 2J[ cnuka ox 3/] nmpercraBa 3auyBaHa BO JAaTOTEKa CO CLIEHA
Ce TIPEHECEHU MPeKy rpaguukuoT pipeline 10 ypenoT 3a peHaepupame, Kako mTo € TpaduIKuoT
npouecop. GPU e ypen koj Moxke Ja My ITOMOTHE Ha TPOIIECOPOT BO IPECMETKHUTE. AKO CIieHaTa
Tpeba Aa u3riena pejlaTuBHO peajHa U MPEIBUIMBA MO/ BUPTYEIHO OCBETIYBame, COPTBEPOT
3a peHaepupame Tpebda Ja ja pelu paBeHKaTa 3a peHaepupame. PaBeHkaTa 3a peHIepupame He
I'H 3eMa MpPEIBHJ CUTE I0jaBHM Ha OCBETIIYBame, TYKy € OIIT MOJEJN Ha OCBETIYBAmE 3a
KOMIIjyTepCKU TeHepUpPaHu CIHKH. ,,PeHIepupame’ ce KOPUCTH H 3a J1a CE OIHUIIE MPOIEeCcOT Ha
npecMeTyBamke Ha eeKTUTe BO JaTOTEKa 3a ypeayBame BUICO 3a Ja ce mnpousBeae (huHaiHa

CJIMKa.

3.3 Illejaep (shader)

Bo xommjyrepckara rpaduka, 1mejaep € KOMIjyTepcka mporpama Koja TW MpecMeTyBa
COOJIBETHUTE HMBOA HA CBETJIMHA, TEMHHMHA U 00ja 3a BpeMe Ha NpHKaxyBameTo Ha 3/ cueHa -
mpoliec Mo3HaT Kako 3aceHuyBame. lllejmepure eBomympaa 3a Ja BpUIaT pa3InyHU
cnenyjanm3upand (QyHKIMM BO KOMIjyTepcka Trpaduka cO CIEUUjalHd eQeKTH W TOCT-
npolecHpame Ha BUIE0, KAaKO W ONIITOHAMEHCKO MPECMETYyBambe Ha rpaMuKd IPOLECOPCKU
SIMHHLIN.

TpaguumoHanHuTe IIejaepu MpecMeTyBaaT e(heKTH Ha pEeHIepupame Ha TpapUuKHOT

XapJBep CO BUCOK cTereH Ha ¢uiekcubumHocT. [loBekeTo miejnepu ce Koaupanu 3a (1 padboTaT Ha)

20 Lighting principles for 3D artists from film and art*. GarageFarm. [Tpesemeno na 2024-06-06.-
https://en.wikipedia.org/wiki/Computer_graphics
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rpapuuka npouecopcka eaununa (GPU)?!, HO TEOPETCKM HMCTUTE MOKAT Ja CE€ W3BPINAT O
crpana Ha CPU. Jasunute 3a 3aceHuyBame Ce KOPUCTAT 3a NMPOTPaMUPame Ha IEBKOBOJOT,
OTHOCHO pipeline 3a penaepupame Ha Tpa@UUKHOT MPOIECOp, KOj IJIAaBHO IO 3aMEHyBa
IIEBKOBOJIOT cO (puKCHA (PYHKIMja OJT MUHATOTO KOj TO3BOJIyBAJI CaMO BOOOMYAaCHU (YHKITUH 32
TpaHchopMalrja Ha TEOMETPHja U 3aCeHUyBame Ha mukcenn. Co 1Iejaepu, ce OBO3MOXKYBa Jia ce
Kopuctar npucnocodbenu edektu. [lozunujara u 60jata (HUjaHCA, 3aCUTEHOCT, OCBETJICHOCT U
KOHTPACT) HA CUTE IMHKCEIH, TEMUIba W/WIN TEKCTYPH IITO CE KOPUCTAT 32 KOHCTPyHparme Ha
KOHEUHa PEeHJEpUpaHa CIMKA MOXKE JI1a CE€ MEHYBAaaT CO KOPUCTEHE Ha AITOPUTMHU JIe(UHUPAHH
BO IIIEjACp U MOXKE Jia Ce MEHYBaaT CO HaJBOPEIIHU MPOMEHJIUBU WJIN TEKCTYPH BOBEICHA O]
KOMITjyTepcKaTa Imporpama Koja ro ImoBUKYyBa IIejIEpOT.

[Tokpaj emHOCTaBHUTE MOJICNIM Ha OCBETIYBakbe, MMOCIOKEHUTE YIOTPEOU Ha IIejIepUTe
BKJIy4yBaaT: IPOMEHA Ha HHjaHCaTa, 3aCUTEHOCTA, OCBETICHOCTA MJIM KOHTPACTOT Ha CIMKATa;
MIPOU3BOJICTBO HA 3aMaTyBame, CBETIIO, BOJIYMETPHCKO OCBETIYBaHkbE, HOPMAIHO Marupame (3a

edexTu Ha JJ1abounHa), 3aCEeHYyBamhe Ha KEIMHUTEe, OCTepu3alja, N300Iu1yBamke, OTKPUBAHE

Ha pa6OBI/I U IBUXKXCHC, UTH.

2

Cruxa 4. Ipumep 3a d6a 6uda wejoepu: pammo 3acenyysarse 1e6o u Phong sacenuyearse nadecno’

21 LearnOpenGL - Shaders*. Learnopengl.com. TIpesemeno Ha 2024-06-06. - https://en.wikipedia.org/wiki/Shader
22 https://en.wikipedia.org/wiki/Shader
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Cnuxa 5. /l[pyea ynompeba na wejoepume e 3a cheyujannu egpexmu, 0ypu u na 2/ cauxu, (na np., pomoepaguja 00

seb-kamepa). Henpomenemama, nesacenuena ciuka e 1€60, a UCMama Ciuka uma wejoep npumernem 0ecno’

[llejaepute ce eAHOCTaBHU MPOTPaMU KOM TH OINHUIIYBAaT KaPaKTEPUCTHKUTE HA TEMETO
Wi Ha nukcenoT. Vertex Shaders ru ommuryBaaT aTpuOyTtuTe (IIO3MIMja, KOOPAMHATH Ha
TeKcTypa, 00u, UTH.) Ha TeMeTo, nojaeka Pixel Shaders ru onmmryBaar kapakrepuctukute (60ja,
z-abounHa U anda Bpeanoct) Ha nukcenor. Ce moBukyBa Vertex Shader 3a cekoe Teme BO
MPUMHUTHUB (MOXKHO TIO TeceNallyja); Ha HA4MH: €HO TeMe KakKo inpuf, eIHO (aXXypupaHO) TeMe
Kako output. Cekoe TeMe MoToa ce NMPUKaXyBa KaKo CepHja O]l MHUKCEIH Ha MoBpIIuHa (00K
MeMOpH]ja) KOja Ha KpajoT ke OMIe HCIIpaTeHa Ha eKpaHoT.>*
OCHOBHHOT rpa)MuKH IIEBKOBOJI € KaKO IITO CIICAyBa:
e [lpomecopor wucmpaka MHCTPYKIUH (KOMIIAjJIMpaHUd MPOrpaMd 3a jasuK 3a
3aCeHYYBamkhE) U MOJATOIM 32 TEOMETpHjaTa 0 TpadudKaTa KapTHIKa.
e Bo pamkute Ha Vertex Shader, reomerpujata ce Tpanchopmupa.
e AKO mIejaepOT Ha TEOMETPHja € BO eAMHUIIAaTa 3a rpaduika o0padOTKa U € aKTUBEH,
ce BpIIAT OJIpe/ICHH IPOMEHH Ha FEOMETPUUTE BO CIICHATA.
e Ako Tessellation Shader ¢ Bo eamnmmara 3a rpadudka oOpabOTKa W € aKTHBEH,
TE€OMETPUHTE BO CIICHATa MOXKE Ja Ce TMOear.

e [IpecMeranara reoMeTpHja ce JIM HA TPUATOJIHHIIM.

2 https://en.wikipedia.org/wiki/Shader
24 https://en.wikipedia.org/wiki/Shader
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e TpuarosHuIUTE C€ TMOJEIEHM Ha (ParMeHTH BO UETBOPKU (eneH (QparmeHt
YETUPHUATOJIHHK € IPUMUTHBEH (QParMeHT o 2 X 2).

e UYerBopkute Ha PparmeHTuTe ce Moaudumpanu criopea Fragment Shader.

e Tecror 3a mabounHa ce BpIM; GparMEHTUTE IITO IOMUHYBAAT ke OUAT 3aruiiaHu
Ha eKpaHOT M MOJKE JIa ce IMoMemIaar Bo 6adepoT Ha pamKara.

I'panukroT 1EBKOBOA, OMHOCHO pipeline TM KOPUCTH OBHE YEKOpU CO LEN Ja T'U
TpaHchopMHUpa TPUAMMEH3HOHATHUTE (MM JBOJAMMEH3MOHAIHUTE) MOJATOIM BO KOPUCHHU
JBOJMMEH3HOHATHN TIOAATOIM 3a TpUKaXyBame. Bo mpuHIWI, OBa € rojeMa MaTpuia Ha
NHKCEN Wi ,,0adep Ha pamka“, ogrocHo “frame buffer”.?

Ja3ukoT Ha KOj ce mporpaMupaar IiejaepuTe 3aBucu o1 okoirHata. OPUIMjalTHUOT ja3UK
3a 3acenuyBame OpenGL u OpenGL ES e OpenGL Shading Language, no3nat u kako GLSL, a
ounmjanamoT jasuk 3a 3acenuyBame Direct3D e High Level Shader Language, mo3Har u kako
HLSL. Apple o6jaBu cBOj ja3uk 3a 3aceHuyBame HapeueH Metal Shading Language xaxo nen ox

Metal.?®

YpeayBaun Ha mejaepu npexky GUI

CoBpemenute miathopmu 3a pa3Boj Ha Bujeo urpu kako Unity, Unreal Engine u Godot
c¢ MOBeKe BKIy4YyBaaT ypEeIHUIM Oa3MpaHH Ha ja3dd KOM MOXKAT Jia Kpewpaar mejaepu 0e3
notpeba o7 BUCTUHCKHM KoJ. HamecTo Toa, Ha KOPMCHHUKOT My C€ MPHKaKyBa HACOUYEH rpaduk
Ha MOBP3aHM ja3H IITO UM OBO3MOXYBa Ha KOPHCHHUIUTE Ja HACOYYBaaT Pa3IMYHU TEKCTYpH,
Manm¥ ¥ MaTeMaTHYKH (QYHKIMU BO HW3JIE3HH BPEIHOCTH Kako ImTo ce audysHata 00ja,
CIeKyJnapHara 00ja ¥ MHTEH3UTET, TPyOOCT/METATHOCT, BUCHHA, HOpMAJIHA UTH. ABTOMaTcKara

KOMITWJIAIKja TI0TOa TO MPETBOPa rPauKOT BO BUCTMHCKH, KOMIIAjIupaH 1mejaep.?’

2 https://en.wikipedia.org/wiki/Shader
26 https://en.wikipedia.org/wiki/Shader
27 https://en.wikipedia.org/wiki/Shader
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00 nienma co MeHrU, 1lenma co aniamxKu u 4emupu omeopeHu naHeru28

4. In3ajH HA KOPUCHUYKHU UHTepPejc

Ju3ajaor Ha KopucHmuknoT uHTEepdejc (Ul) mim MHKEHepCTBOTO Ha KOPHCHUYKHOT
uHTepdejc e AM3ajH Ha KOPUCHUYKM HHTepdejc 3a MamMHU U co(TBEp, Kako IITO ce
KOMIIjyTepH, JOMAIIIHU arapatd, MOOWJIHHM YpeIu W APYrd EJICKTPOHCKH ypenu, co (OKyc Ha
MaKCUMH3UpPAKEe Ha YHOTPEOIMBOCTa W KOPUCHUYKOTO HMCKYCTBO. BO AM3ajHOT Ha KOMITjyTep
wi copTBep, aAu3ajHOT Ha KopucHHYkuoT wuHTepdejc (UI) mpBeHcTBeHO ce (okycmpa Ha
uHpOpMallUCKaTa apXuTeKkTypa. Toa € mpolec Ha TIpajckhe UHTEpPEjCH KOU jacHO My
MPEHECYBaaT Ha KOPUCHHUKOT IIITO € BaKHO. [lM3ajHOT Ha MHTEP(EjCOT ce OJHECYBa HA TpadUUKH
KopucHUYKH HWHTepdejcn u apyru ¢opmu Ha nu3ajH Ha uHTepdejc. Llenra Ha nu3ajHOT Ha

KOPUCHUYKHOT HWHTep(dejc € 1a ja HampaBH HHTEpaKIHjaTa Ha KOPHUCHUKOT INTO € MOXKHO

28 https://docs.unrealengine.com/4.26/en-US/Rendering AndGraphics/Materials/Editor/Interface/
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[IOEJHOCTaBHA U Ioe(uKacHa, BO CMHUCIIa Ha OCTBapyBambe€ HAa KOPUCHUYKHUTE Lenu (Au3ajH
(GoKycHpaH Ha KOPUCHHUKOT).%’
KopucuHuukure wuHTepdejcu ce TOUYKUTE Ha MHTEpaklyja MoMmely KOPUCHUIUTE U
nu3ajaute. [loctojat Tpu BUaa:
1. I'pa¢uuxu xkopucanuku unTepdejcn (GUI) — Kopucuuuure koMmyHunupaaT co
BU3YEJIHU NIPETCTAaBU HAa €KPaHOT Ha KoMIljyTepoT. JleckTonot e npumep 3a GUI.
2. WHrepdejcu KOHTPOIMpPAHU IPEKyY IJIac.
3. WuTepaktuBHU HHTEP(E)jCH KO KOPUCTAT TECTOBH.
Jln3ajHepuTe Ha KOPUCHUYKH WHTep(EjCH MMaaT TEHACHIMja Ja Cce CIeHUjaIn3upaar 3a
OJpEJIeHH BUAOBU IPOEKTH M MMaaT BEIUTMHM (OKYCUpaHM Ha HMBHATa eKclepTusa, 0e3
pasnuka Janu ce paboTu 3a AM3ajH Ha copTBEp, UCTPaKyBamke Ha KOPUCHUIM, BEO-TU3ajH WU

WHTYCTPUCKH TU3ajH.

Bo cniopenda co UX nu3aju

Bo cnopenba co UX nu3aju, nu3aju Ha Ul ¢ moBeke 3a MOBpIIMHATA U IEIOKYITHHOT
u3rieq Ha Au3ajHOT. JlM3ajHOT Ha KOPUCHUYKHOT UHTep(dejC € 3aHaeT BO KOj JU3ajHEpPUTE BpIIAT
BakKHA (DYHKIIMja BO KPEUPAHETO Ha KOPUCHUYKOTO UCKYCTBO. /lM3ajHOT HA uHTEpdejcoT Tpeda
na T uHGOpMHUpAa KOPUCHHIIMTE 32 TOA LITO C€ CIydyBa, JaBajKu COOJBETHH IOBpPATHH
uHpOpMalUK, BO CEKOE MdaZeHO BpeMe. BU3yenHHOT H3rien W YyBCTBO Ha JH3ajHOT Ha
UHTEP(EjCOT TO MOCTaByBa TOHOT 32 KOPUCHHUYKOTO MCKYcTBO.® Op apyra crpaHa, TEPMHHOT

UX ,I(I/ISajH CC OAHCECYBA HA LECIHOT IIPOLECC HA CO3JaBab¢ KOPUCHUYKO UCKYCTBO.

S. I'padpuuxku kopucHuuku uarepdpejc (GUI)

I'padmuku xopucHmuku uaTepdejc, mwim GUI, e popma Ha KopucHHYKK HHTEpPEjC MITO
UM OBO3MOXXyBa Ha KOPHCHHIIMTE J]a KOMYHHUIIMPAAT CO €IEKTPOHCKH YpeIH NpeKy rpaduyuku
MKOHU M BH3YEIHH MHAMKAaTOpH. Bo MHOrY ammmkanuu, rpaduukuTe HHTEP(EjCH ce KOpUCTaT
HaMeCTO MHTep(ejCuTe 3aCHOBAHHM HAa TEKCT, KOM CE 3aCHOBAaT Ha 03HAYCHU O3HAKU CO KOMaHIU

win HaBuranuja co tekct. GUI Oea BoBeneHM Kako peakiyja Ha BOOYEHATa CTPMHA KpUBa Ha

29 https://en.wikipedia.org/wiki/User_interface design

30 Pot, Po6epr E. (2017). ,,User Interface and User Experience (UI/UX) Design”
Ieorpadcku nHPOpMaTHIKK HayKH U TexHonoruja Teno Ha 3Haewme. 2017 roguna (Q2).
doi:10.22224/gistbok/2017.2.5. - https://en.wikipedia.org/wiki/User_interface design
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yuewe Ha uHTepdejcuTe Ha KomaHgHara nuaHja (CLIs)’13233

, Kou 0apaar KOMaHIUTE J1a CE
HAIMIIAT HAa TACTAaTypara Ha KOMILjyTepOT.

JejcrBara wiu Hactanu Bo GUI 06MYHO ce u3BeIyBaaT MPEKy JMPEKTHA MAHUITyJIAlUja co
rpaduukute enementu.>*333¢ ITokpaj kommnjyrepure, GUI ce KopucTaT BO MHOTY Pa4yHU MOOWIIHH
ypeau Kako mto ce MP3 ruieepy, IpeHOCHH Meua IUIEEPH, YPEAM 3a UIPHU, TAMETHHU TeaeOHU

U IIOMaJId KOHTPOJIA 3a ,I[OMaI'(I/IHCTBO, KaHICJIapyu U UHAYCTPHUH.

5.1 GUI u qiu3ajH Ha HHTEpaKLHja

JlM3ajHApameTo Ha BU3YETHHOT COCTAaB M BpeMEHCKOTO onHecyBame Ha GUI e BakeH aen
Ol TIPOrpaMUpamkETO Ha co(dTBepcka aruMkanuja BO o0JiacTa Ha HMHTEPAKIMjaTa YOBEK-
koMmIjyrep. HeroBarta men e ga ja momoOpu epuKacHOCTa M JIECHOTHjaTa Ha KOPHUCTEHE 3a
OCHOBHHMOT JIOTHUKM JHM3ajH Ha CKIQJMpaHa Iporpama, AW3ajHEpPCKa IUCIHILIMHA HapedyeHa
yrnotpebmuBoct. Ce KOpUCTaT METOIM Ha JIM3ajH HACOUEH KOH KOPHCHHUKOT 3a Jla C€ OCHrypa
JieKa BU3YEJIHUOT ja3UK BOBEJICH BO JIM3ajHOT € JJ0OPO MPUIIAroJICH Ha 3a/1a4HTe.

BumBuTe KapakTepHCTUKU Ha TpaduKUOT HHTEp(dEjC HA aluIMKalUjaTa MOHEKOrall ce
HapexyBaar “chrome” mm GUIL3%Y Boo6u4yaeHO, KOPMCHHIIMTE KOMYHMIMPAaT CO
nHGOPMALUK TPEKYy MaHHUITYJIUpPAbe HAa BHU3YEIHU Tpa@UuKd KOHTPOJIM KOHM OBO3MOXKyBaat
MHTEPAKIMK COOJIBETHH Ha BUJOT Ha TOJATOIM 3a Taa KoHTpoja. KoHTponute Ha 100po
ou3ajHupaH uHTepdejc ce au3ajHUpaHu 3a Ja T MOAJpKaT JejcTBaTa HEOMXOIHH 3a

MIOCTUTHYBAkE Ha LIEJIUTE HAa KOpUCHUIUTE. Mojen-npuka3-kouTposep, ogHocHo Model-View-

31 ,Command line vs. GUI“. Computer Hope. IIpezemeno ua 2024-06-06. -
https://en.wikipedia.org/wiki/Graphical user interface

32 "The GUI versus the Command Line: Which is better? (Part 1)". Onepauuu Ha

Microsoft.com. Microsoft Learn. I[Ipe3emeno Ha 2024-06-06. -

https://en.wikipedia.org/wiki/Graphical user interface

3 "The GUI versus the Command Line: Which is better? (Part 2)". Onepauuu Ha

Microsoft.com. Microsoft Learn. [Ipe3semeno Ha 2024-06-06. -

https://en.wikipedia.org/wiki/Graphical user_interface

34 Graphical user interface®. ScienceDaily. ITpeszemeno ma 2024-06-06. -
https://en.wikipedia.org/wiki/Graphical user_interface

35 Levy, Steven. "Graphical User Interface (GUI)". Britannica.com. IIpe3emeno na 2024-06-06. -
https://en.wikipedia.org/wiki/Graphical user_interface

36 ,GUI“. PC Magazine Ernuxionenuja. pcmag.com. IIpesemeno ma 2024-06-06. -
https://en.wikipedia.org/wiki/Graphical user interface

37 chrome*. www.catb.org. ITpezemeno Ha 2024-06-06. - https://en.wikipedia.org/wiki/Graphical_user_interface
38 Huncen, Jako6 (2012). ,,Browser and GUI Chrome*. Nngroup. IIpeszemeno na 2024-06-06. -
https://en.wikipedia.org/wiki/Graphical user interface

39 Maprunes, Benau JI. (2011). ,,Graphical user interfaces: Graphical user interfaces*. Wiley Interdisciplinary
Reviews: Computational Statistics. 3 (2): 119—-133. doi:10.1002/wics.150. S2CID 60467930. -
https://en.wikipedia.org/wiki/Graphical user_interface
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Controller (MVC) no3BoityBa (uieKCUOMIIHM CTPYKTYpU BO KOM MHTEP(EJCOT € HE3aBUCEH O/ U
MHIUPEKTHO TMOBp3aH co (yHKUMHUTE Ha amjmkanujara, taka mro GUI moxe mecHo nma ce
npucrnocodbu. OBa UM OBO3MOXXKYBa Ha KOPHCHHUIIMTE Ja M30epaT WM JU3ajHUPAAT pa3iindyeH
CTHJI WJIA TeMa IO CBOja BOJja W ja OJIECHyBa paboraTta Ha AW3ajHEPOT Ja IO MPOMEHU
MHTEPPEjCOT KaKo MITO eBoSynpaar norpedure Ha kopucHumure. Joopuor GUI au3aju moseke
ce OJHeCyBa Ha KOPHCHHIUTE, a MOMAJIKy Ha CHCTEMCKaTa apXUTEKTypa. [ oJeMuTe KOHTpOIH,
KaKo LITO ce Mpo30pLuTe, 0OM4YHO 00e30eqyBaaT HEKOja paMKa WIM KOHTEJHEp 3a IJIaBHATa

COJIp’)KMHA Ha MPe3eHTalMjaTa, Kako MITO ce BeO-CTpaHHIIa, e-II0paKa HiIH [PTEK.

Human Hardware Software

Brain Senses User space

Latency?

Video subsystem
(GEM/TTM) DRM

KMS

OpenGL

Audio subsystem | user space
device drivers

Desktop computer ALSA
or

Mobile computer
or

Video game console

'~ Gesture recognition

f Speech recognition

evdev

Input subsystem

Middleware Game

Cnuxa 7. GUI e npemcmasen (npukasican) ha ekpanom na komnjymepom. Pesynmam na obpabomen 61e3 na

KOPUCHUKOM U 2IA8HUOM URmepgejc 3a unmepaxyuja woeek-wawuna®’

KomnonenTn

GUI xopucTy KOMOWHAITM]a OJ1 TEXHOJIOTUHU U ypeau 3a Ja 00e30enu miaTdopma co Koja
KOPDHUCHHUIIUTE MOJXAaT Ja KOMYHHIIMpaaT, 3a 3aJauyduTe Ha CcOOMpame M IMPOU3BOACTBO Ha
uHpOpMaLnu.

Hwuza eneMeHTH mITO OJAroBapaaT Ha BU3YENICH ja3WK €BOJYHpAJC 3a Jia MPETCTaByBaaT

uHpOpMaLUU 3a4yBaHU BO KoMIiljyrepure. OBa UM OJE€CHYBA Ha JyI'€TO CO MAJIKy KOMIIJyTE€PCKH

40 https://en.wikipedia.org/wiki/Graphical user interface
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BELITHHM Jla padoTaTt U Ja KopuctaT Kommjyrepcku codprep. Hajuectata komOuHalMja Ha TaKBU
enementn Bo GUI ce mposoprmte, MKOHUTE, TEKCTyaJlHHWTE IIOJIMIbA, IUIATHATA, MEHUjaTa,
napaaurmara Ha nokaxysador (WIMP), 0co0eHo Kaj epcoHaIHUTE KOMITjyTepu.*!

Crunor Ha mHTepakuuja WIMP kopucTu BUpTyeneH Bie3€H ypeq 3a Ja ja MPEeTCTaBH
no3unujaTa Ha WHTEPPEJCOT Ha YpPEAOT 3a MOKAXYBamke, HAjYeCTO IIIyIIEH, W IMPHKAKYBa
WHGOPMAILIUK OPTaHU3UPAHU BO TPO30PIH M MPETCTABCHH CO MKOHU. JloCTamHUTE KOMaHIIU Ce
KOMIIajiiupaaT 3aeJJHO BO MCHHM]jaTa, a JICjCTBATa CE U3BEIyBaaT MPaBEjKU FECTOBH CO YPEAOT 3a
MOKa)XyBame. YTNPaByBadOT CO MPO3OPIHM T'M OJIECHYBa MHTEPAKIMHUTE TIOMEly IPO30pPIHTE,
aIUTUKAIIMUTE ¥ CUCTEMOT 3a Ipo3opiu. CHCTEMOT 3a MpPO30pIH C€ CIPaByBa CO XapIBEPCKH
ypeIu Kako WITO C€ ypeAu 3a IOKaXyBame, Tpapuukd XapaBep M MO3UIMOHHpAmE Ha
MOKa)KyBayoT.

Bo nepconanHuTe KOMITjyTepH, CUTE OBHE €IEMEHTH C€ MOJICIIMpaaT MpeKy Meradopa 3a
7la ce TPOM3BeJIe CUMYJIallija HapedeHa JECKTON OKOJIMHA BO KOja eKpaHOT MPETCTaByBa pabOTHA
MOBPIIIMHA, Ha KOja MOXE JIa C€ TIOCTaBaT JOKYMEHTH U MAalKH CO JOKYMEHTH. YTIpaByBaylTe CO
MPO30pIU U JPYTHOT copTBEp ce KOMOMHMpAar 3a Jla ja CHMYJIMpaaT paOdoTHAaTa OKOJIMHA CO

Ppa3jIniuCH CTCIICH Ha p€ajin3aM.

41 "What is a graphical user interface (GUI)?". IONOS Digitalguide. ITpesemeno na 2024-
06-06. - https://en.wikipedia.org/wiki/Graphical user_interface
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Examples:

KDE Plasma, Aqua, Examples:
GNOME Shell X11, Wayland, Quartz

graphical interface

window manager

Examples:
awesome, Compiz,
OpenBox

Examples:

X.0rg Server, Weston, KWin, Mutter,
Quarz Compositor, SurfaceFlinger
Examples:
Linux kernel, FreeBSD kernel, XNU kernel

Cuxa 8. Cnoesu na GUI 6asupanu na cucmem 3a npozopyu’

5.2 GUI apsBo
GUI apBo e rpaduk koj ru Busyenusupa cure GUI kommonentn Ha codrBepoT. Cexoj

jasoun ox apBoTO 03HauyBa exHa o1 GUI KOMIIOHEHTHTE ITO Ce& KOPUCTAT O] €/1Ha aruInKaluja.*

Live Visual Tree
)52 [@O %

«r [AdornerLay

Cinuxa 9. GUI opso

42 https://en.wikipedia.org/wiki/Graphical user interface
4 https://en.wikipedia.org/wiki/Integration tree
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6. I'padpuuxka 6ubnoTexka niau rpapuuxo API

I'paduuka OmbIMOTEKAa € mporpamMcka OWONMHMOTEKa /AW3ajHUpaHa Ja IOMOTHE BO
NPUKAKYBAakETO HA KOMITjyTepcKaTa rpaduka Ha MOHUTOPOT. OOMYHO BKIydyBa 00e30e1yBame
ONTHMHU3MPAaHU BeP3UH Ha (PYHKIMU KOM CE CIpaByBaaT CO BOOOMYACHH 3a/1a4 32 PCHIACPUPAILE.
HcroTo Moxe ma ce m3Bene 4ucTo Bo codpTtBep m nma paboTw Ha MPOIECOPOT, BOOOWYAEHO BO
BIPAJICHUTE CHUCTEMH WM Ja Ouae XapaBepcku 3a0p3aH oA rpadMuKHOT MPOLECOop, MITO €
noyecta kaj kommjyrepure. Co KOpHCTeHe Ha THE (PYHKIHMH, IMpOrpaMaTa MOXE Jla COCTAaBU
CIIMKa IITO Tpeba Ja ce eMUTyBa Ha MOHHTOPOT. Toa ro ocio0oyBa MporpaMepoT of 3ajavaTta
7la TH Kpeupa U ONTUMH3HMpa THE (QYHKIMH U My OBO3MOXKYBa Jia ce (pOKycHpa Ha Tpajiee Ha
rpaduykara nporpama.*t

3/ rpadukaTa craHa TOJNKY IOIyJapHa, ITO ce co3aaaeHu crenujanusupanun API 3a na
T'H OJIECHAT IpollecuTe BO cuTe (a3 Ha reHepupame Kommjyrepcka rpaduka. OBue API ce
MOKa)kaa KaKO BUTAJIHM 3a MPOW3BOAMTEIINTE HA XapABEp 3a KOMIjyTepcka rpaduka, Oumejku
o0e30emyBaaT HauMH 32 Ja MPOrpaMepuTe MPHUCTANaT 0 XapABEpOT HA alCTPAKTEH HAYHH,
J0JieKa c€ YyIITe Io KOPHCTAT CIELUMjaTHUOT XapABep Ha Koja Owio crneunduyHa rpaduuka

KapThuka.

OpenGL

OpenGL (Open Graphics Library*®) e meryjasuuen, melymiargOpMCKH amIMKaTHBEH
nporpamcku uHTepdejc (API) 3a mpukaxyBame Ha 2J[ u 31 Bekropcka rpaduka. OpenGL e
yIpaByBaH 0] HEMPOMYUTHHOT TEXHOIOMKH KoH3opiuyMm Khronos Group?’.

OpenGL onuinyBa arnctpakTeH uHTepdejc 3a mporpaMupame Ha alidKalud 3a [PTamke
2J1 u 31 rpaduka. /luzajaupan € Ja ce UMILICMEHTHPA TJIaBHO WJIH IIEJIOCHO CO KOPUCTEHE Ha
Xap/ABEpCKO 3a0p3yBame Kako INTO € TpadUUKHOT MPOLECOp, HaKo € MOXHO Ja ce
MMIUIEMEHTHPA LIETTIOCHO BO COPTBEP MITO padOTH HA IPOLECOPOT.

API e nedunupan kako 30up Ha QyHKIHH KOM MOXE Ja C€ MOBUKAaT OJ KIMEHTCKaTa

nporpama, 3aeJHO CO MHOXXECTBO MMEHYBAaHH LI€JI00pOjHH KOHCTaHTU. Mako nedpuHUIMMTE Ha

4 https://en.wikipedia.org/wiki/Graphics_library

4 https://en.wikipedia.org/wiki/List_of 3D_graphics_libraries

46 _The OpenGL Graphics System: A Specification” (PDF). 4.0 (OcroBeH mpogmu).
IIpe3emeno Ha 2024-06-06. - https://en.wikipedia.org/wiki/OpenGL

47 ,OpenGL ARB to Pass Control of OpenGL Specification to Khronos Group*. I'pynara
Xponoc. IIpezemeno ra 2024-06-06. - https://en.wikipedia.org/wiki/OpenGL
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(GYHKIMUTE CE MOBPIIHO CIMYHH CO OHHE Ha MPOrpaMcKUOT jasuk C, THE ce HE3aBUCHH O]
Ja3HKOT.

ITokpaj Toa mTOo ¢ He3aBuceH oJ jasukoT, OpenGL e wu wmerymiardgopmcku.
Crneuudukanyjata He KaKyBa HHIITO 33 TeMara 3a JJOOMBambe M YIPaBYBame CO KOHTEKCT Ha
OpenGL, ocraBajku ja Taa 00Bpcka Ha moBHKyBadoT. Ox wcrara npuunHa, OpenGL gucto ce
3aHUMaBa Co peHJiepupame, He 00e30emyBajku APl moBp3anu co Biie3, ay o UITH IIPO30P.

AxtuBHHOT pa3Boj Ha OpenGL Geme ordpnen Bo kopuct Ha Vulkan, oGjaBen Bo 2016
roguHa u co kKogHo uMme gINext 3a Bpeme Ha mpBHYHHOT pa3Boj. Bo 2017 roamna, Khronos
Group o6jaBu jneka OpenGL ES Hema 1a uMa HOBHM Bep3uu™* W oTroramr ce KOHIEHTpHpa Ha
passojor Ha Vulkan u apyru texnonorun.*>° Kako pesyarar Ha Toa, OApeNeHH CIIOCOOHOCTH
IITO T HyJIaT COBPEMEHHTE rpaduuky MpOILECOpPH, Ha Ip. ray tracing, HE ce MOJAPKaHU O]
OpenGL.

Hogwute Bep3un Ha cnenudukanuute Ha OpenGL ce o6jaBenu ox Khronos Group, ox kou
cekoja ro mpommpyBa API 3a mommpmika Ha pasnuvHd HOBH (QyHKIMHU. JleTamuTe 3a cekoja
Bep3Wja ce OJIy4yBaaT CO KOHCEH3yC MOMely wWieHOBHTE Ha [ 'pynanmjara, BKIy4yBajKH TH
MIPOU3BOIUTEIIUTE Ha TpadUUIKU KapTHUKH, JU33jHEPUTE HA OMEPATHBHU CHCTEMU U OIIITUTE
TEXHOJIONIKHM KOMITaHMHU Kako mro ce Mozilla u Google.!

[Tokpaj kapakTepucTHKHTE ITO TH Oapa ocHOBHHOT API, mponaBauute Ha rpaduyku
npouecopcku eqununu (GPU) moxe na o6e30enat nomoiaHUTeNHa (GYHKIIMOHATHOCT BO (hopma
Ha eKCTeH3MW. EKCTeH3MM MoOXKe Ja BOBeJAT HOBM (DYHKIIMM, HOBH KOHCTaHTH U MOXE Ja
OTCTpaHaT OrpaHuuyBamara Ha nocroeukute Gynkuumum Ha OpenGL. [IponaBaumre MoxaT naa
KOPUCTAT €KCTCH3MH 3a Jia T H3JIoKaT corctBeHuTe APl 6e3 1a um Tpeba moaapiika oa Apyru
npomaBaun wiu onx rpymara Khronos kako menwHa, mTO BO TrojemMa Mepa ja 3rojieMyBa
¢nekcubmmHocta Ha OpenGL. Cure excreHsun ce coOpaHu BO W JAepHUHUpAHU Of CTpaHA Ha
perucrapor OpenGL.> Illejaepure Bo OpenGL ce mumysaatr Bo OpenGL Shading Language
(GLSL).

48 The Future of OpenGL (forum discussion)“. I'pynanujata Xponoc. IIpezemeno Ha

2024-06-06. - https://en.wikipedia.org/wiki/OpenGL

4 Khronos News Archives*. I'pynanujata Xponoc. IIpezemeno na 2024-06-06. -
https://en.wikipedia.org/wiki/OpenGL

30 Khronos Blog*. I'pymanujata Xponoc. [Ipesemeno na 2024-06-06. - https://en.wikipedia.org/wiki/OpenGL
31 Khronos Membership Overview and FAQ“. Khronos.org. IIpesemeno na 2024-06-06. -
https://en.wikipedia.org/wiki/OpenGL

32 Khronos OpenGL Registry. I'pynanujara Xposoc. IIpesemeno na 2024-06-06. -
https://en.wikipedia.org/wiki/OpenGL
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Cnuxa 10. Unyempayuja na npoyecom na OpenGL epagpuukuom pipeline

Vulkan
Vulkan € API Ha HUCKO HMBO W OTBOpEH cTaHmapj 3a 3] rpaduka u Kommjyrepu. 3243
Hamener e nma ru pemm Hemocraronure Ha OpenGL u 1a MM OBO3MOXKM Ha MPOTpaMEpUTE
1orojieMa KOHTpoJia Bp3 rpaduuKuoT nporecop. Jnu3ajHupan e 1a moAapKyBa IIHUPOK CIIEKTap
Ha rpadU9Ky MPOLECOPH, IPOIIECOPH, IPOLIECOPH CO MOBEKE japa U ONEPATHBHHA CUCTEMHU.
Vulkan nenu Ha 3/I-rpaduyky armiMKaii BO PEaTHO BPEME CO BHCOKH TephOpMaHCH,
KaKO INTO C€ BHUJCO MIPU M MHTEPAKTHBHU MEIMYMHU U BHCOKO MapalieIM3UPAHH KOMIIjYTEePH.
Vulkan e HameHeT Ja TOHYIM MOBHCOKM TephOpMaHCH U TOS(PUKACHO KOPUCTEHE Ha
MPOLIECOPOT U TpadUIKUOT Tporiecop Bo criopenda co nocrapure OpenGL u Direct3D 11 APL
Toa ro mpaBu co o00e30enyBame APl Ha 3HAUMTENHO MOHMCKO HUBO 3a alUIMKalUjata oj

nocrapute API, mTo moGnucky HajaMKyBa Ha TOa Kako (yHKIIMOHHMpAAT MOJEPHUTE rpaduuku

HPOLIECOPH.

33 Vulkan“. NVIDIA Developer. ITpezemeno na 2024-06-06. - https://en.wikipedia.org/wiki/Vulkan
3 Vulkan®“. GPUOpen. IIpesemeno Ha 2024-06-06. - https://en.wikipedia.org/wiki/Vulkan

55 Developing 3D Graphics with Vulkan on Mobile*“. Mpexa 3a mporpamepu Ha

Qualcomm. ITpezemeno Ha 2024-06-06. - https://en.wikipedia.org/wiki/Vulkan
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Vulkan e cnopennuB co Metal API na Apple u Direct3D 12 na Microsoft. Ilokpaj
Heroeara mnomana ymnoTpeba Ha mporecopoT, Vulkan e au3ajHupan ga UM OBO3MOXKH Ha
Hporpamepure nojo6po ja ja qucTpudyupaar padorara nmomely moBeke jaapa Ha mpouecopor.>

Vulkan o6e36enyBa emmactBeH APl m 3a meckrom m 3a MOOWIHHM TpadUUKH ypenu,
nojeka nmperxoHo tue 6ea moxeneru nmomery OpenGL u OpenGL ES coonserHo.

Vulkan e nocranen Ha moBeke mozepHu omnepartuBHu cuctemu. Kako OpenGL, u 3a
pasnuka of Direct3D 12, Vulkan API He e 3akiny4deH Ha eieH omepaTHUBEH CUCTEM WU GopmaT

Ha ypea. Vulkan paboTu npupoIHO Ha TOBEKETO MOJICPHH ONEPATUBHH CUCTEMH.

GPU

CPU Primitive

assembly

Rasterization

Main ‘ ‘ @ Fragment
\ertex

game
Ioop Geometry .
VERE Esselation Rendering
assembly shader operation
A T
Abstraction APIs: OpenGL, SDL
Exture
Operating system kernel
System memory Video memory

Cnuka 11. OpenGL u Vulkan ce API 3a pendepuparve. Bo déama ciyuau, epaguuxuom npoyecop uzeputyed

wejoepu, 000eKa npoyecopom u3epuLy8d ce opyeo

Metal

Metal e API 3a rpaduukmoT mporiecop Ha HHCKO HHBO co3maneH onx Apple. Metal
komOunupa ¢ynkuuu camaau Ha OpenGL u OpenCL Bo exno API. Hamener e na ru momoOpu
neppopMaHCUTe HyAEJKU MPHUCTANl Ha HUCKO HUBO JIO XapJIBEpOT Ha rpadHUKHOT MPOLECop 3a
armmmkanuu Ha 10S, 1PadOS, macOS u tvOS. Moxe na ce copeau co APl Ha HUCKO HMBO Ha
apyru mwiargopmu kako mto ce Vulkan u DirectX 12.57

Metal nma 3a men na 06e30eau HU30K MpUCTaIl 10 TpadudIKuoT mporecop. Hapenbure ce

KOAUpaHU IIPETXOAHO M IOTOA €€ O0CTaByBaaT a0 Fpa(bI/I‘lKI/IOT npouccop 3a ACHHXPOHO

36 Xpymxa, Iloen. ,,Next-generation Vulkan API could be Valve's killer advantage in
battling Microsoft“. ExtremeTech. [Ipesemeno na 2024-06-06. - https://en.wikipedia.org/wiki/Vulkan
57 https://en.wikipedia.org/wiki/Metal (API)
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U3BpIIyBambe. AIUTHKAIMjaTa KOHTPOJIMPA KOra Ja Yeka Ja 3aBpIId W3BPIIYBAbETO, CO MITO UM
OBO3MO)KYyBa Ha pa3BUBAYMTE HA ATUTMKAIIMHU JIa ja 3rojieMar MpoIycHaTa MOK CO KOIUpame Ha
APYrH KOMaHIH JI0/IeKa KOMaHNTe C€ W3BPINYBaaT Ha rpadMuKUOT MPOIECOP HIIH Ja 3allTeaaT
CHEpruja Co SKCILTMIIMTHO YCKAE 3a 3aBPIIyBabe Ha U3BPIIYBAHETO HA IPAPUUKUOT IPOLECOP.
JIOTIOJIHUTEIHO, KOAMPAKETO Ha KOMAHAWTE € HE3aBHCHO OJi MPOIECOPOT, Taka IITO
aITMKAlMUTE MOYKAT HE3aBUCHO J1a TM KOJAMWpPaaT KOMAaHIMTE Ha CeKOja HUIIKA Ha mporecopoT. U
Ha Kpaj, COCTOjOMTE Ha pEHJAEPUPAbE C€ OJHAINpPE] MPEeCMETaHH, OBO3MOXYBajKH My Ha
JIBUTATEIOT Ha TpadUUKHOT MPOIECOpP OJHANpE] Ja 3Hae Kako Ja ro KOHPHUrypupa H
ONTUMH3UpPA I[IEBKOBOJOT, OJHOCHO pipeline 3a peHaepupame Mpea HU3BpIIyBame Ha
Komanjara.>®

Metal ru momob6pyBa MOXHOCTUTE Ha mporpamupameto Ha GPGPU co kopucreme Ha
compute shaders. Metal xopuctu crienududeH ja3uk 3a 3aceHuyBame Oasupan Ha CH++14,
umIuieMenTHpad co nomomn Ha Clang u LLVM.* Illejaepure Bo Metal ce numyBaar Bo Metal
Shading Language (MSL).

Metal um 0BO3MOXYyBa Ha pa3BUBAYMTE Ha alUTMKAIMU Ja Kpeupaatr Metal pecypcu kako
mro ce Oadepu, TeKkCTypu, UTH. PecypcuTe Moke 1a ce pacmpeneiaT Ha IPOLECcOpoT,
rpadUIKHUOT Tporecop Wi odere u 00e30eIyBa MOKHOCTH 33 QKyPHPAhE U CHHXPOHU3UPAHE

Ha JOACIICHUTEC PECYPCH.

GDI/GDI+ (Graphics Device Interface)

GDI e nacnenena komnonenta Ha Microsoft Windows oaroBopHa 3a npeTcraByBame Ha
rpaduuku 00jeKTH U HUBHO MPEHECYBAKE HA U3JIC3HU YPEIH KaKO ITO C€ MOHUTOPHU U TICUATAYH.
3amenet Oemie co DirectDraw API, a momonna u Direct2D API. Amnukanuure 3a Windows ro
kopuctat Windows API 3a untepakiuja co GDI, 3a 3a1aun Kako 1ITO ce UPTambe TUHUN U KPUBH,
peHaepupame HOHTOBH U pakyBame co maneTu u 6ou. [lorcuctemor Windows USER kopuctu
GDI 3a mpukaxyBame Ha TakBuTre Ul emeMeHTH Kako MPO30pCKHA paMKu H MeHHja. Jpyru
CUCTEeMH MMaaT KOMIOHEHTH Kou ce ciimuHu Ha GDI; Ha mpumep: Mac OS uma QuickDraw, a

Linux uma X Window System.®

38 Setting Up a Command Structure®. Apple Inc. - https://en.wikipedia.org/wiki/Metal (API)
% Metal Shading Language Guide*. IIpesemeno na 2024-06-06. - https://en.wikipedia.org/wiki/Metal (API)
60 https://en.wikipedia.org/wiki/Graphics_Device Interface
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Haj3nauajuute npennoctu Ha GDI Bo oJlHOC HAa NOJUPEKTHUTE METOIU 3a MpPUCTAI 10
Xap/ABEpOT ce€ MOXeOM HEroBUTE CHOCOOHOCTH 3a CKajJlMpamke M HEroBaTa alcTpakTHa
penpeseHTanyja Ha neanure ypeau. Kopucrejku ro GDI, MoHO € Jja ce LpTa Ha MoBeKe ype.,
KaKo IITO Ce €KpaH M IedaTad, U Ja C€ OYCKyBa COOJBETHA PEIpPOAYKIMja Ha CIHKAa BO CEKO]
ciyuaj.t!

GDI e penatuBHO TEWIKO Ja ce KOPUCTU 3a HAlpeJHAa aHUMalMja, HeMa Hujaeja 3a
CUHXPOHM3HMpamke CO IMOECIUHEYHH BUIeo frames BO BHJEO KapTUUKaTa U HeMa XapJBepcKa

pactrepuzanuja 3a 3/]. CoBpeMeHUTEe UTPU M MOJCPHU aITUKAIMU OOMYHO Kopuctar DirectX,

Vulkan nmm OpenGL.
B POSIX 0S/2
Application@Application

'Y
|

v

Work-
: Server : :
gg?\t;ic():r; service Securlty: = Win32 POSIX 0S/2
—  __—
Integral subsystems Environment subsystems

User mode

Executive Services

Security 'cliir'tuai h\;’;’::‘:;‘gf
I/O IPC emory | |Process|| PnP ||Power

Reference
Manager

: Manager| [Manager| IManager| [Manager| [Manager|
Manitor
(VMM) GDI

Object Manager

Executive

Kernel mode drivers

Hardware Abstraction Layer (HAL)

Kernel mode

Hardware

o1 https://en.wikipedia.org/wiki/Graphics Device Interface
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Cruxa 12. GDI 60 apxumexmypama na Windows NT%

Bo GDI, konrekcror Ha ypenor (DC, Device Context) ru nedpunupa aTpuOyTHTE Ha
TEKCTOT U CIIMKHUTE 3a U3NIE3HUOT ypen (mp. ekpan unu nevyarad). GDI ro oap:xyBa BUCTUHCKHAOT
KOHTEKCT. 3a reHepupame Ha u3ine30T e norpedben “handle” 3a xontekctor Ha ypemor (HDC,

Handle to Device Context).

DirectX (Direct3D)

Direct3D e mporpamcku uHTepdejc 3a rpaduuku armmkamun (API) 3a Microsoft
Windows. Kako nen ox DirectX, Direct3D ce kopuctu 3a npukakyBame Ha TPUAMMEH3HMOHATHA
rpaduka BO aruIMKaIllMK Kaje ITO MeppOopMaHCUTE Ce BaKHHU, Kako mTo ce urpure. Direct3D
KOPHUCTH XapIBepCcKo 3a0p3yBame JOKOJKY € JOCTallHO Ha Tpaduukara KapTHUKa,
OBO3MOJKYBajKH XapJBEPCKO 3a0p3yBame Ha IeTuoT rpaduuku pipeline 3a 3 /1 pennepupame uin
IypH U caMo JiesyMHo 3a0p3yBame. lllejnepure Bo Direct3D ce numrysaar Bo High-Level Shader
Language (HLSL). Direct3D ru uznoxyBa HampeqHUTe rpa@uuki ClIOCOOHOCTH Ha XaplBEpOT
3a 3]1 rpaduka, Bkayuurenno u Z-buffering®, W-buffering®, Gadpepupame nHa wmarpuim,
IPOCTOPHO aHTHAIMACHPaIhe, Mellamke anda, Mename 00ou, mipmapping, Memame TekcTypa,®36°
OTCEKyBame, pa3OuBame, arMmochepcku eeKkTr, Manupame Ha TEKCTYpa CO TOYHO TIEPCIICKTHBA,
nporpamabunan HLSL miejaepu®’ u edextu®®. Marerpanujara co apyrure DirectX TexHomoruu
My 0BO3MOKyBa Ha Direct3D na ucropada TakBu (yHKIIMH KaKo BHIEO MalUpame, XapABEPCKO
3/1 nmpukaxyBame BO paMHMHU Ha 2J[ mpekiomyBame, ma IypH M sprites, o0e30emyBajku
ynotpe6a Ha 2/] u 3]1 rpadmka BO MHTEPAKTUBHH MEIMYMCKH BPCKH.

Direct3D e nmoacucremcka komnonenTa Ha Microsoft DirectX API. Ilenra ma Direct3D e
7la ja ancTpaxyupa KOMyHHKaIHjaTa momery rpaduukarta ammkanyja u JpajBepure 3a rpaduuku
xapasep. [IpeTcraBeH Kako TEHOK allCTpaKTeH clioj Ha HUBO cropemmBo co GDI u conpxku

OpOojHH KapaKTepUCTHKH IITO My HepocTuraat Ha GDI.

62 https://en.wikipedia.org/wiki/Graphics_Device Interface

63 Configuring Depth-Stencil Functionality*. Majkpocodr. - https://en.wikipedia.org/wiki/Direct3D
64 RenderStateManager.UseWBuffer. Majkpocodr. - https://en.wikipedia.org/wiki/Direct3D

65 Texture Blending (Direct3D 9)“. Majkpocodr. - https://en.wikipedia.org/wiki/Direct3D

% Geometry Blending (Direct3D 9)“. Majkpocodr. - https://en.wikipedia.org/wiki/Direct3D

67 'HLSL“. MajkpocodT. - https://en.wikipedia.org/wiki/Direct3D

8 Effects (Direct3D 11)“. Majkpocodt. - https://en.wikipedia.org/wiki/Direct3D
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Direct3D e rpaduuku APl na nemocpenen pexum. Ob6e36emyBa uHTepdejc Ha HUCKO
HUBO 3a cekoja 3/] pyHkIMja HA BUIOEO KapTHYKara (TpaHC(HOpPMAIIUHU, CEYCHE, OCBETIYBambE,

MaTepujau, TeKCTypH, badepupame Ha JJIa00UNHU, UTH.).

Applications

GDI Direct3D

Device Driver

Graphics Hardware

Cnuxa 13. Ancmpaxmen cnoj nomery GDI u Direct3D

Henocpenuuor pexxum Ha Direct3D mpercraByBa TpH TJIABHU alCTPAKIMU: YPEJIH,
pecypcu u cuHuupH 3a pazmena (Swap Chains). Ypeaure ce oaroBopHu 3a peHaepupame Ha 3 /]

crierara. Tue 06e30emyBaar nHTEpPE)C CO pa3INIHN MOKHOCTH 32 PEHICPUPAIHE.

Swap Chains <:>

Direct3D
Device

Resources <:>

Cnuka 14. Direct3D ypeo, necosume pecypcu u cunyupu 3a pasmena (Swap Chains)

Ha npumep, MoHO ypenoT 06e30emyBa 6emo U I[pHO MpHKaxyBame, noaeka RGB ypenor
ce mpuKaxxyBa Bo 0oja. [locTojat ueTnpu Tumna Ha ypenu:
1. Vpen HAL (xapaBepckd arcCTpakIMOHEH CJ0j): 3a ypeau KOHW TOJApKyBaat
XapABEpCKO 3a0p3yBame.
2. Pedepenren ypen: Cumynupa HOBH (YHKIIMU KOU C€ YIITE HE C€ JIOCTAIHU BO
xapasepoT. HeornxonHo e ga ce uacranupa Direct3D SDK 3a na ce xopuctu 0Boj

THII Ha ype.
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3. Null-Reference ypen: ne npaBu Humro. OBoj ypexn ce kopuctu kora SDK He e
MHCTAJIMPaH U Kora ce Oapa pedepeHTeH yper.

4. CodTtBepcku ypea ITO MOXE Jla Ce MPUKITYYd: BPIIM PEeHAEpHUpame Ha copTBep.
Ogoj ypen Genre npercrasen co DirectX 9.0.%

Cekoj ypen coapkd HajMajlKy €IeH CHHIHpP 3a pa3MeHa. Pa3MeHyBauKHOT CHHUHUD Ce
COCTOHM OJ1 e/IHa WiIH rmoBeke 3aaHu “buffer” moBpmmHu. Pennepupamero ce ciaydyBa BO 3 AHUOT
“buffer”.

Microsoft Direct3D 11 API medumrmpa mpomec 3a mpeTBOpame Ha Trpyla TEMHbA,
TeKCTypH, Oadepu u coctojOu Bo cimka Ha ekpaHoT. OBOj MpoLEC € ONHUIIAaH KaKo LIEBKOBO/,
OJIHOCHO pipeline, 3a peHaepHpame co HEKOJKy pa3nuunu (azu. Paznuuynurte dasu Ha Direct3D
11 ce’:

1. Input-Assembler’': Yura Temuma ox “buffer” nmpemamen o KOPUCHUKOT U HCTUTE
TEMHbA TH IIpeaBa BO CIeAHUTE (asH.

2. Vertex Shader’?: Bpum onepanuu Ha €JHO TEME BO MCTO BPEME, KaKO IITO Ce
TpaHC(OpMaIIMU HITH OCBETIIYBAaIbE.

3. Hull-Shader’®: Bpuu onepanun Ha MHOXKECTBAa KOHTPOJIHM TOYKH Ha 3aKpIM U
TeHepHpa JOTOJHUTEIHH MTOIATOIH MMO3HATH KAKO KOHCTAHTH Ha 3aKpIIH.

4. Tessellator’: Ja momenyBa reoMeTpujaTa 3a Ja CO37aje MPETCTABU O MOBHCOK
pen Ha TPYIOT.

5. Domain-Shader’”: Bpuu onepanuy Ha W3JI€3HH TEMHEba 0]] (hasara Ha Tecesaluja,

Ha UCT HAYMWH KAaKO 1 TEMCTO 3aCCHYYBAIbLC.

9 Software Rasterizer for DirectX 9.0 SDK*. IIpezemeno ua 2024-06-06. - https://en.wikipedia.org/wiki/Direct3D
70 Graphics Pipeline*. Direct3D 11 rpaguka. Microsoft Docs. IIpesemeno na 2024-06-06.

- https://en.wikipedia.org/wiki/Direct3D

7 Input-Assembler Stage*. Direct3D 11 rpaduka. Microsoft Docs. IIpesemeno na 2024-

06-06. - https://en.wikipedia.org/wiki/Direct3D

72 Vertex Shader Stage*. Direct3D 11 rpaduxa. Microsoft Docs. IIpezemeno na 2024-06-

06. - https://en.wikipedia.org/wiki/Direct3D

73 Tessellation Stages*. Direct3D 11 rpaduka. Microsoft Docs. Hull-Shader Stage. Ilpesemeno na 2024-06-06. -
https://en.wikipedia.org/wiki/Direct3D

74 Tessellation Stages*. Direct3D 11 rpaduka. Microsoft Docs. Tecenatop cuena. IIpezemeno Ha 2024-06-

06. - https://en.wikipedia.org/wiki/Direct3D

75 Tessellation Stages*. Direct3D 11 rpaduka. Microsoft Docs. ®a3a na Domain-Shader. [Ipeszemeno na 2024-06-
06. - https://en.wikipedia.org/wiki/Direct3D
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6. Geometry Shader’®: O6paboryBa I€/IM NPUMHUTUBH KaKO IITO CE€ TPUATOJIHMIH,
Touku Wi JiuHuK. Co OrJie Ha IPUMHUTHBOT, OBaa (aza ro ordpiia wim reHepupa
€JICH WJIU IMOBEKE HOBU MIPUMUTHBH.

7. Stream-Output’’: Moke 1a ' 3amnuilne pe3ylTaTuTe oJ MpeTxogHara (asa Bo
Memopuja. KopucHo 3a penmpkyiupame Ha MOJATOIMTE Ha3a] BO IIEBKOBOJOT,
OJIHOCHO pipeline.

8. Rasterizer’®”’: I'm KoHBepTHpPa NPUMHUTHBUTE BO IHUKCEIM, BHECYBAjKM TH OBHUE
MMUKCEJN BO IIEjACPOT Ha MUKCENTU. PacTepu3aTopoT MOXeE J1a U3BPIIYBA U IPYTH
3aJla4M, KaKko IITO € OTCEKYBamke Ha OHA IITO HE € BUJIMBO WM WHTEPIIOIHPAHE
Ha [O/IATOLUTE OJI TEMETO BO MOAATOIM 1O TUKCEIT.

9. Pixel Shader®®: Ja ompemysa koHeunata 060ja Ha NMKCEJIOT MITO Tpeda 1a ce
3aIMIle Ha IeNITa 33 MPUKAKYBAmhEe U UCTO TaKa MOXKE Jla MPEecMeTa BPEIHOCT 3a
JuTabouynHa mTo Tpeda na ce 3amwmine Bo 6adepoT 3a abodnHa.

10. Output-Merger®!': Crojysa pa3nv4Hu TUIIOBU HM3JI€3HH IOAATOLM (BPEIHOCTH Ha
1iejaep Ha MUKCENW, Mellame Ha anda, AnadoynMHa, WTH.) 32 J1a ce M3rpaau

KOHEUHUOT pe3yiTar.

76, Geometry Shader Stage*. Direct3D 11 rpaduxa. Microsoft Docs. IIpezemeno na 2024-06-
06. - https://en.wikipedia.org/wiki/Direct3D

77 Stream-Output Stage*. Direct3D 11 rpaduxa. Microsoft Docs. IIpesemeno na 2024-06-
06. - https://en.wikipedia.org/wiki/Direct3D

78 RenderStates*. DirectX 9.0 3a ynpasyBan xo. Microsoft Docs. IIpezemeno ma 2024-06-
06. - https://en.wikipedia.org/wiki/Direct3D

7 Rasterizer Stage*. Direct3D 11 rpadpuka. Microsoft Docs. IIpesemeno Ha 2024-06-06. -
https://en.wikipedia.org/wiki/Direct3D

80 | Pixel Shader Stage*. Direct3D 11 rpaduxa. Microsoft Docs. IIpeszemeno Ha 2024-06-06. -
https://en.wikipedia.org/wiki/Direct3D

81 Output-Merger Stage*. Direct3D 11 rpaduxa. Microsoft Docs. ITpezemeno na 2024-06-06. -
https://en.wikipedia.org/wiki/Direct3D
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Cnuka 15. Direct3D 11 npoyec na epagpuuku yeexo800, 00HOCHoO pipeline

da3zuTe Ha IEBKOBOAOT WIYCTPUPAHU CO H300IMYEH IPABOATOJIHUK C€ IEIOCHO
nporpaMuOmiIHU. Aruidkanujata o6e30eqyBa mporpama 3a Iiejfep Koja TM ONUIIyBa TOYHHUTE
omepanuy mMTo Tpeba na ce 3aBpmar 3a Taa (asza. MHory ¢asu ce ONIMOHATHA M MOXKaT

OEJIOCHO Ja C€ OHEBO3MOXKAT.

ANGLE

ANGLE (Almost Native Graphics Layer Engine) e cioj 3a ancrpakuuja Ha rpadU4KHuOT
“engine” co oTBOpeH Ko, Mefymuardopmcku, passuen o Google.®? ANGLE ru mpesenysa
noBuiTe HampaBeHu npeky OpenGL ES 2/3 Bo moBunm kon DirectX 9, 11, OpenGL wunu

Vulkan APL®3#48586 TIpenocnmsa Bep3uja ma OpenGL, HO CO OrpaHMYyBama Ha CTaHAAPAOT

82 Google Announces ANGLE — Almost Native Graphics Layer Engine — so OpenGL ES

can run over DirectX 9 — khronos.org news “. Khronos.org. [Ipezemeno na 2024-06-06. -
https://en.wikipedia.org/wiki/ANGLE _(software)

8 L ANGLE®. Skia. [Tpezemeno Ha 2024-06-06. - https://en.wikipedia.org/wiki/ ANGLE_(software)
8 Google's Angle brings OpenGL to Windows*. I-programmer.info. IIpesemeno na 2024-06-06. -
https://en.wikipedia.org/wiki/ANGLE _(software)

8 | Chromium gets GPU acceleration — The H Open: News and Features®. H-online.com.
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OpenGL ES.8788

API e rnmaBHO aM3ajHUpaHO 3a Ja TMojaBu KommatuOuiaHocT co OpenGL, co BHCOKH
neppopmancu, Ha MS Windows u co BeO-mpenuctyBaud kako mTo € Chromium mpeky
npeBenyBame Ha moBuiute Ha OpenGL Bo Direct3D, koj mma MHOTY mojo0pa MOAIpINKA 3a
npajsepu Ha Windows cucremure. Ha Windows, mocrojat nBa “backend” pennepepu 3a ANGLE:
Hajcrapror kopuctu Direct3D 9.0c, nonexa nonosuot kopuctu Direct3D 11.%°

ANGLE mowmentanno ce kopuctd o Chromium (BrpajgeH Bo U3BOpHHUOT Koja Ha Blink
“engine”), Firefox®’, Edge, WebKit u Qt Framework®!. Hcro Taka, ce kopuctu og Windows 10
3a KOMIATUOWIIHOCT CO aruiMKanuu npenecenu ox Android®?. Bo tekor ma 2019 roauna, THMOT
Ha Apple npunonece Metal API backend 3a ANGLE 3a ypeaute na Apple na moxar na padorar

Ha HUBHHMOT IpupozeH rpaduuku APL3

Cairo

Cairo e rpaduuka OuOIMOTEKa CO OTBOPEH KOJ Koja 00e30emyBa API 6asmpana Ha
BEKTOpCKa Tpaduka, HE3aBUCEH OJ1 ypel 3a pa3BuBauuTe Ha copTBep. O0e30eMyBa TPUMHUTHBH
3a JBOJMMEH3MOHAIHO LpTamke HU3 roieM Opoj pasnuunu backend nenoBu. Cairo KOpHUCTH
XapABEPCKO 3a0p3yBarmbe’* Kora € 10CTaITHo.

Cairo mogapxyBa u3ie3 (BKIy4yBajKu pacTepusainja) Ha rojaeM Opoj pasnmmyanu backend
JICIIOBH, TTO3HATH Kako ,,oBpimaK . [Togapmikara 3a backends BkiydyBa m3je3 10 CUCTEMOT X
Window, mpeky Xlib u XCB, Win32 GDI, OS X Quartz Compositor, OpenGL, nokanuu 6adepu
3a ciuku, PNG-naroreku, PDF, PostScript u SVG-naroreku.

Monenor Ha nptame Bo Cairo ce moTnupa Ha MOJIEI CO TPH CJIoja.

IMpesemeno Ha 2024-06-06. - https://en.wikipedia.org/wiki/ANGLE (software)

% Bpuy, Xenpu (2010). ,,Chromium Blog: Introducing the ANGLE Project®.

Blog.chromium.org. [Ipesemeno Ha 2024-06-06. - https://en.wikipedia.org/wiki/ANGLE _(software)

87 angle/angle - Git at Google**. chromium.googlesource.com. Ilpezemeno na 2024-06-06. -
https://en.wikipedia.org/wiki/ANGLE _(software)

8 ANGLE: OpenGL na Vulkan. IIpeszemeno na 2024-06-06. - https://en.wikipedia.org/wiki/ANGLE_(software)

8 angleproject — ANGLE: Almost Native Graphics Layer Engine — Google Project Hosting . IIpezemeno na 2024-
06-06. - https://en.wikipedia.org/wiki/ANGLE _(software)

% (WebGL) How to Enable Native OpenGL in your Browser (Windows)”. Geeks3D. IIpeszemeno ma 2024-06-06. -
https://en.wikipedia.org/wiki/ANGLE _(software)

o1 Graphics on Windows from a different angle | Qt Blog*“. Qt. IIpeszemeno na 2024-06-06. -
https://en.wikipedia.org/wiki/ANGLE _(software)

92 ANGLE: Running OpenGL ES 2.0 Graphics Code on Windows*. channel9.msdn.com. IIpesemeno na 2024-06-
06. - https://en.wikipedia.org/wiki/ANGLE (software)

9 ,WebGL 2.0 Achieves Pervasive Support from all Major Web Browsers . I'pynara Xpouoc. [Ipesemeno Ha
2024-06-06. - https://en.wikipedia.org/wiki/ANGLE_(software)

%4 | Cairo homepage*. IIpesemeno na 2024-06-06. - https://en.wikipedia.org/wiki/Cairo_(graphics)
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Cexkoj mpoliec Ha IpTambe Ce OJBHBA BO TPH YEKOPH:

1. IlpBo ce kpeupa ,,Macka”, KOja BKIy4yBa €ICH MU TOBEKE BEKTOPCKU MPUMHTHBU
Wi GopMHu, T.e. KPyroBH, KBaapaTH, GOHTOBHU, KPUBHU, UTH.

2. Tloroa mopa na ce neduHUpPa U3BOPOT, KOj MOKe na Ouae Ooja, rpagueHT Ha 0oja,
OWTMara WM HEKoja BEKTOpcKa rpaduka, a o1 00OOCHUTE JCIIOBH Ha OBOj M3BOP CE
[PaBH Pe3 CO MOMOIII Ha ropeaeuHUpaHaTa Macka.

3. KoHeuHO, pe3y/iTaToT ce MpeHecyBa Ha JECTHHAIMjaTa WM IOBPIIMHATA, KOja €

O6€36€H€Ha OJ 3aJHHUOT ACJI 3a U3JIC30T.

e IS

Source

Surface

Cruxa 16. Mooenom na ypmaree 60 Kaupo®’

9 https://en.wikipedia.org/wiki/Cairo (graphics)
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1 #include <cairo-svg.h>

2 #include <stdio.h>

4 int main(int argc, char **argv) {

5 cairo_surface t *surface = cairo_svg surface create("Cairo_example.svg", 100.8, 1080.0);
6 cairo_t *cr = cairo_create(surface);

2 /* Draw the squares in the background */

[+] for (int x = 8; x < 18; ++X)

1@ for (int vy = 8; y < 18; ++y)

11 cairo_rectangle(cr, x * 18.8, y * 18.6, 5, 5);

1

13 cairo_pattern t *pattern = cairo_pattern_create_radial(5e, 56, 5, 5@, 58, 58);

14 cairo_pattern add color stop_rgb(pattern, @, 8.75, ©.15, 8.99);

5 cairo_pattern_add color stop_rgb(pattern, ©.9, 1, 1, 1);

16

17 cairo_set_source(cr, pattern);

18 cairo fill(cr);

19

20 ’* Writing in the foreground */

21 cairo_set_font_size (cr, 15);

22 cairo_select_font_face (cr, "Georgia”, CAIRO_FONT_SLANT_NORMAL, CAIRO _FONT_WEIGHT_BOLD);
23 cairo_set source rgb (cr, 8, 8, @);

24

25 cairo_move to(cr, 1@, 25); Ha]_lﬂ

26 cairo_show text(cr, "Hallo"); .

37

28 cairo_move to(cr, 18, 75); I o ..

20 cairo_show text(cr, "Wikipedia!™); I H E N

30 S B -
s catradestronce): Wikipedia!
32 cairo_surface_destroy(surface);

33 }

Cruxa 17. Hpumep 60 C/C++ kaxo ce kopucmu Cairo. [Jony decro e pezyimamom zenepupar 00 camuom koo

Skia

Skia e 2]J] rpaduuka OubnmoTreka co OTBOpeH kona Hamumana Bo C++. Skia ru
ancrpaxupa rpaduukure API cnenuduunu 3a margopmara’’. Skia Inc. npeuuHO ja passu
oubmmorekara; Google ru kynm Bo 2005 roguna’®, u moroa ro o6jaBu cohTBEPOT KaKO OTBOPEH
kox nox New BSD nunenma so 2008 romguaa.

3a na ocrane mynTtu-matdopma, Skia mogapkyBa Hekonky backend nenoBu (3aBucHU 0]1
wiardopmara). Tue BKITydyBaar:

e CPU pacrepuzanuja.

e U3ine3 3a npeHocnuB ¢popmat Ha 1okymeHT (PDF).

% https://en.wikipedia.org/wiki/Cairo_(graphics)
97 ,Skia Graphics Library*. skia.org. Ilpesemeno na 2024-06-06. -

https://en.wikipedia.org/wiki/Skia Graphics_Engine
%8 Manux, OM (2008). ,, Google Open Sources Skia Graphics Engine*. gigaom.

[Ipezemeno Ha 2024-06-06. - https://en.wikipedia.org/wiki/Skia_Graphics_Engine
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e Pennepupame 3a6p3aHo €O rpa@UuKU OPOLECOP, KOPUCTEj KK :
e ANGLE, koj ru nmpeBenysa nosunure Ha OpenGL ES Bo npuponen rpadpuyxu
API na mtatopmara.
e OpenGL, DirectX, Vulkan u Metal.
e (Cxanabunna BekTopcka rpaduka (SVQ).
e Cnenuduxkamnuja 3a XML xaptuja (XPS).
e Ilprex (Picture) (3a cCHUMambe KOMaH/IH).
Skia e Oubnuoreka koja ce (okycupa Ha IpTame, HAMECTo Ja 00e30emayBa CBOM
rpaduuK¥ KOHTPOJIM ¥ ja3uK 3a OnuC Ha uHTepdejcoT, uTH. %
bubnmorexara ce kopuctu Bo Google Chrome, ChromeOS, ChromiumOS, Mozilla
Firefox, Mozilla Thunderbird, Android, Firefox OS, Flutter!°!, urn.
I'padmukara 6ubnmoreka Skia Moke Ja ce KOPHCTH 3a LPTAmkE TEKCT, TEOMETPUH U

CJIIMKH:

3x3 MaTpuIM CO NEPCIEKTUBA.

antialiasing, TpaHcapeHTHOCT, (GUITPH.
e 1ejaepu, xfermodes, ¢punTpu 3a Macku, MaTeKu.

e [loTnukceneH Tekct, oqHOCHO subpixel text.

Ynpaesysarwe co boja na Skia

Cute mpocropu Bo 00ja co ko pabotu Skia ce omumryBaar cebecu O Toa Kako Jia TH
Tpancpopmupaar Ooute oA TOj MNpocTop HAa OOM BO 3aeAHUYKH TMPOCTOp 3a 0Ooja
,[ToBp3yBame“ HapeueH XYZ D50. M moxeme na 3akiyduMe OJ HMCTHOT ONMC Kako Ja ce
Tparcopmupame o mpoctopotr XYZ D50 Hazax BO OpUTHHATHHOT IpocTop 3a 6on. XYZ D50
€ IpocTop BO 0oja mpeTcTaBeH BO TpH AuMeH3un kako RGB, Ho XYZ nenoBuTe BOONIITO HE ce
ciuyHu Ha RGB, Tyky nuHeapeH peMukc Ha THe KaHamu. Y € HajONMCKy 10 OHa IITO O To
3aMUCIIAJIE KAKO OCBETJIIEHOCT, HO X U Z c€ MAJIKy IOANCTPAKTHU, CIIMYHO Kako YUV monenor

3a 60oja. enor ,,D50“ ce omHecyBa Ha Genara TOUKa Ha 0BOj PocTop, okoay 5000 Kenpunn.'%?

9 Specialized Builds“. Skia. [Ipezemeno na 2024-06-06. - https://en.wikipedia.org/wiki/Skia_Graphics Engine
100 The Skia 2D Graphics Library From Google - Phoronix*. www.phoronix.com. IIpesemeno ua 2024-06-06. -
https://en.wikipedia.org/wiki/Skia Graphics_Engine

101 'Skia Documentation®. skia.org. IIpesemeno ua 2024-06-06. -

https://en.wikipedia.org/wiki/Skia Graphics_Engine

102 https://skia.org/docs/user/color/
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[enunoT upTex ympaByBaH co 060ja € TOJeJIeH Ha IIeCT Jiea, TPU YeKOPH T' OBp3yBaaT
U3BOpHUTE 00U co Toj mpocTop Ha XYZ D50, a moToa Tpu CUMETPUYHH YEKOPHU CE MOBP3yBaar
Hazaa oa XYZ D50 no oxpeaumHUOT mpocTop 3a 6ou. Hekou ox oBHe 4YeKkopw MOXKe Ja ce
MIPECKOKHAT, ¥ Ja Pe3yaTHpPa CO “Nno-op”’, OJHOCHO TOj YEKOp Jla HeMa HHKAKBH OICpaIiy Ja
W3BpIIN 32 KOHBep3Wja Ha 0oja. [ToHekoram € BO3MOXHO IIEITHOT MPOIEC Ja Pe3yaTHUpa CO
HUKAaKBU KOHBEP3UH, KOT'a U3BOPHHUOT MPOCTOP U MPOCTOPOT 3a JAECTUHAIM]A C€ UCTU. YeKopuTe
ce cienuu'%:

1. Ce Bpaka BO cocTojOa mpea MHOXKEHETO, OJHOCHO unpremultiply ako M3BopHATa
00ja e IPEeTXO0THO BeKe MOMHOXKEHa - aldaTa He € BKIydeHa BO YIIPaBYBAmHETO CO
6oute 1 Tpeba Ja ja MmoJeIuMe ako € Beke MOMHOXKEHA.

2. Ce nuneapu3upa u3BOpHaTa 00ja KopucTejku ja (yHKIHMjaTa 3a MPEHOC Ha
WU3BOPHHUOT IIPOCTOP 3a 60ja.

3. Ce KoHBepTHpAAT THE IITO HE CE IPETXOAHO MOMHOXKXEHH, IMHEAPHU U3BOPHU OOU
Bo XYZ D50 rama co MHOXEHE co 3X3 Marpuiia.

4. Ce xouBeptupaar onue Oou Ha XYZ D50 Bo menHara ramMa co MHOXEHE
IIOBTOPHO co 3X3 marpuua.

5. Ce mmdpupaar tHe O0M KOPUCTE]KHM HHBEp3HATa (QyHKIHjaTa 3a MPEHOC Ha
OJIpeIMITHUOT TIpOCTOp 3a 60ja.

6. HOBTOpHO CC IIOMHOXXYBa CO an(ba aKo ,I[GCTI/IHaL[I/IjaTa € IMPCTXOAHO ITOMHOKCHA.

Onmumuzayuu
Cekoranr Kora ce NOBMKyBa IOBHUK 34 LPTAmbE, CE IJIEAa KOM O] THE YeKOPH HABUCTHHA
Tpeba aa ce usspuiar. Cekoj yekop mTo € pyHIaMEHTAIHO HE € OIepaluja, ce NpecKokHysa'*:
e (e mpeckokHyBa 4yeKop 1 ako U3BOPOT BEKE HE € TOMHOXKEH.
e Ce NPECKOKHYBA YEKOP 2 aKO U3BOPOT € BEKE JIMHEAPHO KOJAUPAH.
e Ce NIPECKOKHYBaaT 4eKOp 3 M 4eKOop 4 aKko Taa eJUHEYHA CIIOEHA MATPHUIA €
UJIEHTHTET (T.€. IPOCTOPUTE 3a OOM Ha M3BOPOT M JECTHHAIMjaTa MMAaT MCT

orTICeT).

e Ce mpeckoKHyBa 4eKOp 5 aKo JAeCTHHaIMjaTa Oapa JMHEApHO KOHPamE.

103 https://skia.org/docs/user/color/
104 https://skia.org/docs/user/color/
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e (e mpeckokHyBa 4Yekop 6 ako jgecThHanujata Oapa aa HEe OuJE TOBTOPHO
MTOMHOJKEHA.

[loctrom onmuja on THE OCHOBHU IIPECKOKHYBama Ja CE€ HU3BpLIAT YIITE HEKOU
MOHAMNPEAHU ONTHUMH3AIIH:

e AKO BeKe ce MPEeCKOKHATH YyeKopute 3 U 4, MOXKe Jla c€ MPECKOKHAT U YEKOpUTE 2
1 5 BO cekoe BpeMe Kora (PYHKIUUTE 32 TPEHOC Ce UCTH - UCIIPaKamke OOU MpeKy
naneHa (QyHKIMja 3a IPEHOC U HEj3MHATA MHBEP3HA (PYHKIIHM]a HE € olepalyja.

e AKO Beke ce NMPECKOKHATH CUTE YEKOPH O 2 10 5, MOXKe Jla C€ MPECKOKHAT U
yekop | u yekop 6 ako Beke Tpebayo Aa ce HaIpaBatT U JABETE - HEMa CMUCIIA J1a Ce
BpaTH BO COCTOj0a Mpe MHOXKEHETO U CaMo 3a Jia TOBTOPHO Ja C€ TIOMHOXKH.

e HemposupHure Ooum MOXe Ja ce TpeThpaar HMIUM Kako BO cocToj0a mpen
MHOXKEHE€TO WIIM OJIHAllpe/l IMOMHOXEHHW, IITO M Jia J03BOJlyBa 3a Ja ce
MIPECKOKHAT MOBEKE YEKOPH.

Ceto OBa ce crojyBa CO HMIIPECUBHO ,,HEMa IITO J]a CE€ MPaBU‘* HajuecTo. AKO ce IpTaar
HEMPOSUPHU OOM BO JIaJICH MPOCTOp Ha OOM 110 JEeCTHHAILMja O3HAYeHAa CO UCTHOT IPOCTOP BO
00ja, Moke J1a ce 3a0enexu JIeka MOXe Ja ce IMPEeCKOKHAT cuTe miecT yekopu. [loHekoram ce
MOTpeOHH TOMAaJKy 4YeKOpH, MOHeKoraml mnoBeke. Bo mpunHmmm, ako Tpeba Aa ce HamnpaBu
KOHBEp3Hja Ha OIICErOT, TeHEepaHo Tpeba /Ja ce OueKyBa JeKa CHTE CPeIHH YEeKOpH Ke Oumar

akTuBHU. Yekopure 2 1 5 ce yOeNIMBO HajCKaIH 3a PECMETYBAbE.

Knacu u oojekmu na Skia
Cure xiacu, CTpyKTYypU M KOHCTaHTH BO Skia ce nedunupaar co npedukc “Sk”. Hexon
KJIy4HH Kiiacu ce!%:
e SkAutoCanvasRestore - MeHanep Ha CTeK 3a 3a4yBYBamb€ Ha IIATHO.
e SkBitmap - gBoIMMEH3HOHAIHA pacTEPCKa MUKCETHA HU3A.
e SkBlendMode - apuTmeTHKa Ha 60ja Ha TTHKCEIIH.
e SkCanvas - KOHTEKCT Ha LpTame (IJIaTHO).
e SkColor - xonupame Bo 60ja KOPUCTEJKH 11eJH OPOEBH.
e SkFont - ctun Ha TekcT U (HOHT.

e Sklmage - 1BOIMMEH3MOHAIHA HU3a O] TUKCEJIH 32 IPTambeE.

105 https://skia.org/docs/user/api/
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e Sklmagelnfo - quMeH3UN ¥ KapaKTEPUCTHKH HA TTHKCEIUTE.

e SklIPoint - n1Be 11e7100POjHU KOOPIHHATH.

e SklIRect - en Opoj mpaBOAroJIHUK.

e SkMatrix - 3x3 TpanchopmanoHa MaTpuIia.

e SkPaint - 60ja, stroke, ¢poHT, epekTH.

e SkPath - HU3a o1 MOBpP3aHU JINHUY U KPHBH.

e SkPicture - HM3a Ha KOMaH/IH 3a IPTakkE.

e SkPixmap - Mana Ha nukcenu: MH(OpMAIMM 3a CIMKAaTa W ajpeca Ha
MTUKCEIIH.

e SkPoint - 1Be KOOpAWHATH CO MOJIBUKHA 3aITUPKA.

e SkRRect - 320051¢H IpaBOAaroJHUK CO MOBIKHA TOYKA.

e SkRect - mpaBOaroJHUK CO MOJIBUXKHA 3aITUPKA.

e SkRegion - kommpecupaHa Macka 3a KJIUIUHT.

e SkSurface - nectuHanmja 3a UpPTAHE.

e SkTextBlob - ceroBu Ha Xxueporaudu.

e SkTextBlobBuilder - koHCTpYKTOp 32 CETOBU Ha XUeporiudu.

Skia e opranmsupana oxomy o0jexktor SkCanvas. Toj € JOMakuH 3a TOBHIHUTE 32
Shprame’: drawRect, drawPath, drawText, utH. Cekoja oI HMB HWMa JBE KOMIIOHCHTH:
npuMHUTUBHHOT 1ITO ce 1pTta (SkRect, SkPath, utH.) u arpubyrure Ha 60ja/cTun (SkPaint).

bojata apxu romem nen on cocrojbara ONMUIIYBajku Kako Tpeba da Ouje HapraH
MIPaBOAroJIHUKOT: KakBa 00ja e, nanu e Hanoiuer (filled) nmm stroked, xako Tpeba aa ce crou co
MPETXOAHO HAI[PTAHOTO, UTH.

[TnatHOTO MMa penaTuBHO Maja cocTojoa. [locodyBa Ha PTAHUTE BUCTUHCKU TTUKCEIU U
OJIp)KyBa KyIl, OJIHOCHO CTE€K MaTpuIly M KiunoBu. Taka, Bo T.H. moBUK drawRect (rect, paint),
TEKOBHAaTa MaTpulla Ha IUIATHOTO MOXeE Ja TH TpaHchopMmupa KOOpPAWHATHTE Ha
MIPaBOAroJHUKOT (TIPEBOJ, POTalMja, WCKPHUBYBAIE, MEPCHEKTHBA), & MOMEHTATHHOT KIIHUII,
OJTHOCHO HMCEUOK Ha IUIATHOTO MOJXKE Jla OrpaHWuYd Kajie Ha IUIATHOTO Ke Ouje HalpTaH
MPAaBOAroJIHUKOT, HO CUTE JPYTrd CTWICKH aTPUOYTHTE Ha IPTEKOT CE KOHTPOJIUPAHU O]

6ojara'®,

106 https://skia.org/docs/user/api/
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SKSL u epexmu 3a épeme na uzepuiysarve

SkSL e jasuxor 3a 3aceHuyBame Ha Skia. SkRuntimeEffect e o6jext na Skia C++ koj
MO3Ke J]a ce KOpUCTH 3a kpeupame 00jextu SkShader, SkColorFilter u SkBlender co ognecyBame
KoHTpodupano o1 SkSL xo.

Cunrakcara ¢ maOory cimuHa Ha GLSL. Kora ce xopuctu SkSL edexTn Bo arummkaiyja
koja kopuctu Skia, mocrojat BaxHu pa3nuku (ox GLSL) mTo tpeba aa ce 3anmomuat. [loBekeTo
O]l OBUE Pa3JIMKH CE MOPaJH €JCH OCHOBEH (DaKT: CO ja3HIIMTE 3a 3aCCHYYBambe Ha rpaUUKUOT
porecop, ce mporpamupa ¢asza oJ1 IIEBKOBOJIOT, OAHOCHO pipeline Ha rpaduakuot nporecop. Co
SkSL, ce mporpamupa (aza o1 eBKOBOOT, 0JHOCHO pipeline Ha Skia.

Ocobeno, Fragment Shader Bo GLSL ro kouTponmpa IENOTO OJHECYBame Ha
rpadUUKHOT MPOIECOP MOMEIy PacTepU3aTOPOT M XapIBEPOT 3a Melame. Toj mejaep ja Bpum
nenara pabora 3a mpecMeTyBame Ha 0ojara, a 0ojara MITO ja TCHEPUpPA € TOKMY OHA INTO CE
BHeCyBa BO (pa3ara Ha MelIame OJTHOCHO OJieHupame co pukcHa GyHknmja Ha pipeline.

Edexture na SkSL mocrojar xako nen o moronemuoT pipeline Ha Skia. Kora ce uznasa
omepanyja 3a uprame Ha miuatHo (SkCanvas), Skia (oOum4HO) cocTaByBa eeH Iejuep Ha
(dparMeHTH 07 rpaUUKHOT MPOIECOp 3a Jia ja M3BPIIHU Iienara norpedna padora. OBoj mejaep
O0OWYHO BKITydyBa HEKOJIKY apurbha. Ha mpumep, Moxe J1a BKITydyBa:

e [lpecmeryBame daiy MUKCEN IMara BHATPE WU HAJIBOP OJ OOJUKOT IITO CE MpTa
(unM Ha TpaHHMIIATA, KaJe IITO MOXKEe Ja TPUMEHH aHTHAITU3aIH]ja).

e [lpecMmeryBame nanw THUKCENOT Iara BHATPE WM HAIBOP OJ PETHOHOT Ha
KITUIHHT, OJJHOCHO UCEYCHOCT (TIOBTOPHO, CO MOKHA aHTHAJIM3aI[OHa JIOTHKA 32
TPAaHUYHUTE TTHKCEIIH ).

e Jloruka 3a SkShader na SkPaint. SkShader BcymHoCcT Moxe na O6uae OpBO Ha
00jeKTH.

e Cmuuyna norumka 3a SkColorFilter (mrTo moxe ga Oume w apBO, TOpagu
SkColorFilters::Compose u SkColorFilters::Blend).

e Kox 3a Omenmupame (3a onpeaeHun SkBlendModes wuiam 3a mpuiaroaeHo
onennupame HaBeneHo co SkPaint::setBlender).

e Kon 3a xoHBep3uja Ha mpocTop Bo 00ja, Kako Jel of YIpaByBameTo co 60jaTa Ha

Skia.
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Hypu u axo SkPaint mma KomIulekcHO cTebia0 Ha o6jekTH Bo mosumara SkShader,
SkColorFilter mnu SkBlender, c¢ ymte uma camo efeH miejaep Ha GparMeHTd o rpaUuKHOT
nporecop. Cekoj jazonm BO Toa JApBO co3daBa enHa QyHKiuja. Komor 3a orcekyBame H
reoMeTpujara cosnaBaarT (ynkmmja. Komor 3a OneHmupame MOXe Ja co3fane (QyHKIHja.
LlenmokymHMOT 3aceHyBad Ha (pparMeHTH MOTOA T'M TIOBUKYBA CUTE OBUE (DYHKIMH (KOU MOXKE J1a
HOBMKaaT Apyru QyHKIIMH, Ha IIp. BO ciaydaj Ha apso SkShader)!?7,

Edexture na SkSL npumonecyBaat ¢ynkiuja Bo Fragment Shader na rpaduukuor

poIIecop.

Skia 6o opycume cogpmeepu kaxo Chromium

Chrome xopuctum Skia 3a ckopo cure TpapUuKH ONEpalud, BKIYYHTEIHO H
npukaxyBame TekcT. GDI Bo HajrojeM Jien ce KOPUCTH CaMO 3a PEHICPHUpame Ha TEMUTE Ha
HPO30PLKTE; HOBHOT KOJ Tpeba aa kopuctu Skia!%s,

3amro TuMoT Chromium ja kopuctu Skia:

e GDI ne e nmoBoaHO ompeMeH 3a pabotu kako SVG, Canvas ¥ HEKOM O
cnoxenute padotu Ha UL

e Skia e BHaTpemHoO pa3BHeH oj cTpaHa Ha Google u MoXke Ja ce MeHyBa 3a Jia
OJIroBapa Ha HUBHUTE MOTPeOH.

e Beke nocroeno BucokokBanmuTeTeH mopt ox Webkit/Canvas mo Skia.

e GDI+ noBeke He e BO pa3Boj ox Microsoft u e mobaBen ox Skia Ha MoOBEKETO
onepanuu, 6apem Ha XP. Ha Vista, ce ynam nexa 6apem Hexou GDI+ omepanuun
ce XapABepckH 3a0p3aHu, HO copTBepoT Skia € reHepalHO JOBOJIHO Op3 3a
HUBHHTE TIOTPEOH.

e [IpeseHTHpameTO, OAHOCHO IpTamero Ha TekcT Bo GDI+ e nempudariuso
pa3IM4YHO O] MPUKaXKyBameTo Ha TeKcToT Bo GDI u 6aBHO ce moura.

Windows 00e30emyBa MHOTY TPUMUTHBHH aJlaTKH 3a I'PaJeHkhe KOPUCHUYKH HHTEpdEjcH.
Cucremotr 00e30e/1yBa HEKOJIKY OCHOBHU KOHTPOJIA M MPUPOIHN KOHTEJHEPHU 3a MPO30PIH, HO
u3rpanbaTta Ha CONCTBEH KOpUCHMUYKH MHTepdejc e Temka. bunejku Chromium tumoT cakaar

nudepennrpana ecreruka 3a Chromium npenucryBauute, Mopaie na usrpaaar framework na

107 https://skia.org/docs/user/sksl/
108 https://www.chromium.org/developers/design-documents/graphics-and-skia/
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Windows 3a na ro 3a0p3aar pa3BojoT Ha IPUCIIOCOOEH, OAHOCHO MpuiiarofeH unrepdejc. OBoj
CHCTEM Ce HapeKyBa views!?”,

Views e CHCTEM 3a peHIIEpUPabe ITO HE € MHOTY Pa3iIMueH O]l OHOj IITO C€ KOPUCTH BO
WebKit wnmm Gecko 3a mpukaxyBame Ha BeO-cTpanuuu. KopucHHYkHOT wuHTEpdejc e
KOHCTPYUpPaH OJf JPBO Ha KOMIIOHEHTH HapedeHn Views. OBue Views ce OJIrOBOpHH 3a
MIPUKAXKYBaKE, pacliope]] U paKyBame co HactaHu. CeKoj view BO JPBOTO MPETCTaByBa pa3jinyHa
KOMIIOHCHTa Ha KOPUCHHYKUOT WHTepdejc. AHAJIOrOT € Xuepapxucka crpykrypa Ha HTML
nokymenr! 10,

Bo kopenor Ha xumepapxujara Ha View e Widget, koj e “native” mposopemn. Native
npo3oper npuma mnopaku ox Windows, rm mpeTBOpa BO HEHITO INTO MOXE Jia ro pasdepe
Xxuepapxyjata Ha View CHCTEMOT, a moroa I'm mpeHecyBa Ha RootView. RootView moroa
3aI0YHyBa CO MIUPEHE HAa HACTAHOT BO XHepapxujata View.

Painting u layout ce mpaBat Ha ciu4eH HaunuH. View BO IpBOTO View MMa CBOW I'PaHMIIH,
W 3aTo0a, Kora ke Ouje moOapaHo Ja 1pTa, IpTa BO IUIATHO HMCEYEHO JI0 HETOBUTE T'PAHUIIH.
Penpepupamero 3a menoto apBo Ha View ce BpIIM BO €IHO IUIATHO IIOCTABEHO M BO
corncTBeHocT Ha Widget kora ke mpumu nopaka 3a Paint. CaMoTO mpuKakyBame ce€ BpPIIH CO
HoMo1I Ha KoMOuHaiuja o mosuny Skia u GDI'!,

Cemnak, HEKOJKy KOHTpoidM Ha uHTepdejcoT Bo uHTepdejcor Ha Chromium He ce
MPUKAXYBaaT co KOpUCTewe Ha Views. Hamecto Toa, THe ce native koHTpoiu Ha Windows kou
ce XOCTHpaHH BO mocebeH Buj View Koj 3Hae cede J1a ce MpHUKake W J1a ja OJPE/IH TOJICMHHATA
Ha native Windows koHTpomara. Tue ce KopucTaT 3a KOIMUWEbA, TaOenw, paaro KOIMYUmba,
MOJINEbA 32 U300p, TEKCTYyalTHU TIOJINEbA M IPYTH TAKBU KOHTPOJIH. Buiejku KopucTaT mpupoTHH
KOHTPOJIH, OBHE VieEWs HCTO Taka He ce 0COOEHO IPEHOCITIUBH, OCBEH MOKeOu Bo API!2,

Ha mouerokoT Ha mpoekToT Chromium, ce MOYHAIO Of TPAJCHETO HA MPEIUCTYBAYOT
Chromium KopucTejKu native mpo30ply ¥ KOPUCTEJKU TO MPUCTAIIOT 32 LPTAHE IITO C€ KOPUCTH
BO MHOry armumkanuu 3a Windows. OBa ce MOKakajao Kako HE3aJOBOJIUTEIHO, OWICjKH

OPUT'MHAJIHUTE IIPO30pLHU HEC NOAAPIKYBAAT TPAHCIIAPCHTHOCT HNPHUPOIAHO, a CIPABYBAKLETO CO

109 https://www.chromium.org/developers/design-documents/chromeviews/
110 https://www.chromium.org/developers/design-documents/chromeviews/
T https://www.chromium.org/developers/design-documents/chromeviews/
12 https://www.chromium.org/developers/design-documents/chromeviews/
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HacTaHu Oapa JI0OCaaHO MOAKJIACHpamke Ha mpo3opuu. Hekow paHu eneMeHTH Ha MHTEpdEjcoT
IpaBUTHpAJIE KOH IPHUCIIOCOOEHO LIPTAahe U CIIPaByBabe CO HacTanu (Ha np. Autocomplete)!!s.

[TocroeukuTe KOMIUIETH 3a KOpHUCHMYKM wuHTepdejcu 3a Windows ce CIUYHO
HE33JI0OBOJTYBaYKH, CO OTPAaHWYCHH KOMIUICTH Ha TpaUyuKd KOHTPOJHW, HEMPUPOJTHA €CTETHUKA
WY HE3TOHU MOJIEIM Ha IporpaMupae ',

Bo rosiema mepa, views ro oJieCHyBaaT TPaJICHETO CIIOKEHU COICTBECHH KOPHUCHUYKHU
untepdejcu. Cemak, UMa HEKOJNKY rpyon paboBH KOM MOXE Ja c€ IMOJA00paT cO TEKOT Ha
BpeMeTo' !%:

e TumoBuTe Ha HACTAHHM MOMCHTAJHO C€ TMOBPEMEHO MPOOJIEMATHYHU - THE TH
mpoOuBaaT MmapamMeTpuTe Ha OpPUTMHAIHHUTE Topaku Ha Windows u moroa T
ot(prnaar. [lonekoram oBaa nHdopmaliyja € KOpUCHa.

e Hekoja ag xok 00paboTKa HA MOPAKH.

e MemaBuHa O] MPUPOJHU KOHTPOJM KOW HE PabOTAT MPaBUIIHO JOJEKa HE ce
BMETHAT BO Xuepapxuja Ha View, mpukadena Ha Widget co Bamunen HWND.
MHory on mpupogHuTe KOHTpoiu umaar APl meroam kou OGapaar oj HHB jaa
MIOCTOjaT BO XHepapxuja Ha mpo3opir. OBa 3HaUM JIeKa THE HE MOXKAT LEJIOCHO /1a

ce WHUIIM]aTU3upaaT J0/IeKa He CE BMETHAT.

Kopucmermne na Skia

113 https://www.chromium.org/developers/design-documents/chromeviews/
114 https://www.chromium.org/developers/design-documents/chromeviews/
115 https://www.chromium.org/developers/design-documents/chromeviews/
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}

m File Bug | Embed

Cnuka 18. Ilpumep 6o C/C++ raxo ce kopucmu Skia. /lony e pezyimamom 2eHepupan 00 camuom Koo, CO008EmMHO

00 cmpana na CPU u GPU

Mano o0jacHyBam€ 3a TOPHUOT KOJ U CIIHKA!

Bo ropuamor gen, ce aegunupa ¢dyHkuuja 3a uprame “‘draw” co aprymeHT ,,IUIaTHO”,
OJTHOCHO canvas Koja kiaca ce Buka “SkCanvas”. Cute Kiacu, CTpyKTypH ¥ KOHCTaHTH BO Skia
ce nepunupaar co npedukc “Sk”. Ilomaramy, mpBute 2 KOMaHAM BO canvas ro JIBUXAT U
potupaar mnatHoto. Kora ce mpaBar translate, rotate, scale komanaute BO canvas, Toa BO
mo3aarHa pabotu co Matpumna oa 3x3 win 4x4. CooaBeTHO, THE UMaaT ePEKT Ha KOMAHIUTE 3a
[pTame, ceueme, UTH. Bo 0BOj ciryyaj, MpBO ce ABMKM IUIATHOTO IO X-OcKaTa 3a 128, a moToa ce
potupa 3a 60 crenenu. OBa mma eeKkT HA CIEIHUTE KOMAaHIW BO canvas Ja c€ TOJBHKHU
reoMeTpujara mo x-ockara 3a 128, a motoa z1a ja potupa ucrara reomerpuja 3a 60 crenena. Bo
KOMIIjyTepcka rpaduka, 3a pa3inka BO MaTeMaTHKaTa, y-ockaTa € MpeBpPTeHa HAOMayKu, Taka
IITO TMO3UTUBHUTE BPEIHOCTH Ha y-OCKaTa C€ KOora ce JBIDKMME HaJolly, JI0JIeKa Kora ce
IBIKAME HArope 1o y-ockara, ce IBH)KMME KOH HeratuBHOCT. OBa € KIIydeH JeTalb, 3aT0a IITO
o0jacHyBa 3amTo portammja ox 60 cTemeHH Kako INTO IpaBHUME IOrOpe HE ja poTupa

reomMeTpHjara Kako IITO ja O4eKyBaMe OJ MaremaTruka. Bo ciydajoT, poTauuja o MO3UTHBHU
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BPEIIHOCTH ja pOTHpaaT reoMETpHUjaTa CIIOpe] YaCOBHUKOT, a He oOparHo. [IpBara “drawRect”

KOMaHJIa € IJIABHOT MpaBoaroyiHuk. [IoBTOpHO, TIaTHOTO ce poTHpa 3a yiure 20 CTEeNeHH U ce

[[pTa BTOPUOT IIPBEH IpaBoaroiHuK. Ha kpaj, KOJIKy Z1a ce IEMOHCTPUPAa U OOMYEH TEKCT, CE
b (13 b 29

[[PTa U TEKCTOT CO mpHa 60ja co komanaara “drawSimpleText”. Kako mTo Moxe aa ce 3abenexu,

TEKCTOT € HaIpTaH COo MoclieqHara Tpanchopmammja Ha camuoT canvas (translateX: 128px,

rotate(80deg)).

}

File Bug | Embed |

Cnuka 19. Ilpumep 6o C/C++ raxo ce kopucmu Skia. /lony e pezyimamom 2eHepupar 00 camuom Koo, CO008emHO

00 cmpana na CPU u GPU
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7. MeTo10/10THja HA HCTPAKYBAHETO

Iesin HA MCcTpPa)KyBam-€TO

[Ipenmer W men Ha OBa UCTPaXKyBame € Ja ce JajaT OCHOBHTE Ha KpeHpame Ha eJeH
cross-platform framework koj monaTamy Moke 5a ce KOPUCTH 3a J1a C€ Kpeupaar JeCKTOII
alIMKalMy TOMely pas3JIMYHUTE ONEepaTHBHU CUCTEMH, CO €ICH YHU(PHIUpPAH H3IIIEA U
¢dynkmonanHoct. O cTpaHa Ha pa3BUBAYOT, MHOTY CE OJECHYBa IPOIECOT HA KPEHpame Ha
elHa aIUTMKaIKja, Co OIJIe] Ha Toa JeKa MCTO Taka Cce OJICCHYBA MPOIECOT Ha JehUHHpame Ha
€JIEMEHTUTE KOM Pa3BUBAYOT IUIAHMpA Jla TW IpPE3eHTHpa Ha KOPUCHHUKOT, ,,CTHIIMpame” Ha

CIICMCHTHUTC, Q)yHKHHOHaﬂHOCT, HUTH.

3aga4uu HA HCTPAKYBaHETO

- Jla ce nanpaBu xopekteH “build” Ha Skia u 1a ce moBp3e co MPOEKTOT Ha KOj Ce MIaHupa
Ja ce KOpucTH OnbauoTeKara.

- Jla ce wucrtpaxu Kako camata OMOIMOTEKa (QYHKIMOHHMpPA BO OKOJIMHATA, CIOPEI
pasBuBaunte (Google), HUBHUTE TMOCTABEHHW IIEJIM U HUBHOTO KOPHCTCHC¢ Ha camara
oubnmorexa.

- Co Toa ce n00MBa MEPCIEKTUBA KAKO W 30IITO HEKOW paboTh Tpeda Ja ce Hampasatr OJl
o4yeToK (Tp. Ja He ce KOPUCTAT KiacuTe U MeToaute o1 Windows 3a Kpeupame Ha elieH
<input type="text”> unu <input type="date’>), TyKy Ja ce Kpeupaar criopex norpeoure
Ha UMIUIEMEHTAalKjaTa Ha CONCTBEHUOT framework.

- Co moOueHarTa nepcreKTuBa | eKCIIepPTr3a 0]l CAMHTE JIN3ajH JOKYMEHTH U HCTPAXKYBamba
Ha Google n Chromium TUMOT, MOXXE Ja c€ KpeupaaT UMIUIEMEHTAIlMH Ha Pa3IHdHU
CEpBUCH, AJIaTKX U HAYMHU Ha KOpPHCTEHE Ha framework o1 cTpaHa Ha pa3BUBAYOT.

- Jla ce kpeupaaT pa3lIM4YHU MPHIATOJICHHM KOHTPOJIM HAMEHETH 3a MOTPEOHWTE Ha €JICH
framework, mo morpeba ga ce maae MOXHOCT Ja ce ,,CTHIHpa” TIOHATAMy MPEKy
pa3IMYHA METOAM OJ1 CTPaHa Ha pa3BUBAYOT, 11a TypH U KOPHCHUKOT.

- Jla ce xpeupaar pasIiMYHH MPWIATOACHU MPO30PHU, KAKO JHjalioT, U30Hpame Ha JIaTyM,
context menu, tooltip, HTH. HAMEHETH 3a MmoTpedbure Ha eaeH framework, mo morpeda aa
ce Jazne MOXKHOCT Ja ce ,,CTHIUpa’ MoHaTaMy NpeKy pa3inyHH METOAM O]l CTpaHa Ha

pPa3BUBAYOT, 14 TypU U KOPUCHUKOT.
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I'enepanna xumore3a
['enepanHa xumoTe3a Ha UCTPAXKYBAETO € J1a Ce JOKaXKe JIeKa 3a Pa3IMyHu MOTpeOu Ha

KOPHCHHULIMTEC, PAa3BUBAUYUTC MOXKC Id Kpe€upaar CACH IIPHUJIaroacH framework.

MeToaM Ha HCTPAKYBAKHETO
Co 1en Ja ce MCIOJIHAT HajBaKHUTE METOJOJIONIKKA MPUCTAIN KOM CE HAMETHYBaaT BO
cekoj framework, yrorpeGenu ce ciaennure:
- METOJ] Ha COOMpame Ha MOAATOIHM PEKY Pa3IuuHU U3BOPH,
- AQHAJIMTHYKO-CHHTETHYKH METOJI,
- MeToj Ha Kiacudukanuja,
- METOJ] Ha BU3YyEJICH ITPHKa3,
- KOMITapaTUBEH METO/I,

- METOJ Ha KOHKpETH3alija ¥ reHepaan3aliyja.

OnpaBaaHOCT HA HCTPAKYBAHETO

Pesynrature on HUCTpaxyBameTO MOXKE Jla CE€ KOpPUCTAaT Ja Ce€ Kpeupa €JIeH HOB
framework, 3a pa3nu4HM HaMEHU W IIeNiM, CIIOpe]] MOTpeduTe Ha KOpUCHUKOT. Hekou edekrtu,
HAYMHM Ha TpUKa3, QYHKIMOHAIHOCT, HAYMHHU Ha (DYHKIIMOHAIHOCT HE CE€ BO3MOXKHH, CE TEIIKU
32 MMIUIEMEHTAIMja, UMaaT HEJOCTaTOIM BO HMMIUIEMEHTAlMja WM PE3yATHpPAaT CO BUCOKH
TPOLIOLIM O] CTpaHa Ha ONEPAaTUBHUOT CUCTEM. 3apaju TOa, c€ Mpeofa KOH Kpeupame Ha eIeH

HoB framework IMpHUPOAHO 3a Aa C€ HAAMHUHAT CIIOMCHATUTC HpO6HeMI/I.
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8. IlpakTuyen aeua

Bo oBoj Tpyn, pedepennupajku ce Ha MOrope M3HECEHHTE TEOPETCKH O0jacCHyBama BO
Bpcka co framework u OubnuoTeku 3a LpTrame, ke ce HalpaBu 00U J1a ce Kpeupa eHa OKOJIMHA
KaJle IITO K€ MOXe J1a ce IeMOHCTpupa penaepupame co Skia, u co CPU u co GPU. Ilonaramy,
MOpaJii TOA IITO MHOTY CEKOjIHEBHH H MOMYJIapHHU COPTBEPHU (KAKO MPENHUCTYBAYH) ja KOPUCTAT
oubmmortekara Skia, ke OuaaT CIOpeeHN PE3yNTAaTHTE PEHACPUpPAHH/HALPTAHU OJ TIO3HATHTE
coTBEepU M OJ] UMILIEMEHTAlMjaTa Mpe3eHTHpaHa BO OBOj Tpyd. Mcro Taka, ke Moxe Ja ce
cnopeau koiaky CPU/GPU/Memory ce KOpUCTHM M Ha Kpaj, KOJIKY KpeupaHaTa arjiukanuja
3aaka TOTAITHO MPOCTOP HA JVCK, HTH.

[IpBo, ce ommydyBa OKOJIMHATA KaKo Ke OWJie MOCTaBeHa, KOj MPOTPAMCKH ja3WK Ke ce
KOPHCTH U KOja Bep3Huja, KOj KOMIajiep W Koja Bep3uja, kou O6ubiamorexu, utH. KopucreHnara
oubnuoteka 3a uprame e Skia, a Skia HajnoOpo ce xommnajimupa co C++17 Clang/LLVM. C++
Hema ctannapausupano ABI 3a nedpunupame Ha KpajHuOT OnHApeH uzies. [lopaan THe MpUYNHH,
BO OBOj TPyA C€ KOPUCTAT KOMIATHOMJIHUTE WM HCTHTE Bep3uu Ha C++ U KoMmmajiepw.

Clang/LLVM wmoxe na ce unctanupa npeky Visual Studio Installer. /Ia ce kpeupa Takos

noueteH C++ mpoekT Bo Visual Studio 2022.

Cnuka 20. Kpeuparve na npoexm so Visual Studio u kongueypuparwe na C++ eep3uja u komnajnep
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CrnemHo e nma ce uckomajiupa Skia co UCTHTE KOHPHUTYpalUU KaKO IITO CE HAIpPaBEHH
MOTrope U MOTOA CTATUYKHU Jla Ce MOBp3e O MpOoeKToT co “/MT” kommajnepcka omuuja (multi-
threading).

CaMuTe MHCTPYKIIMHM 3a TOoa Kako ce mpe3ema Skia, HErOBHTE 3aBHCHU OHMOIMOTEKH,
HETOBUTE MOJYJH, Kako ce koH(purypupa Skia 3a ma ce m3Bpmm kopekteH “Build” e manky
KOMILUTMIIMPAHO, HO € JOKYMEHTHPAaHO OJ] CAMHTE pa3BUBauM Ha Skia Ha HUBHATAa OQUIIHjaTHA
CTpaHa 3a JOKyMCHTaIHja.

Hekonky pasmmunu codrBepu kako Git, Python, depot tools (Google amarka), ninja
(build amarka) u camumor kommajiep Clang/LLVM ce moTpeOHHM 3a Ja ce HCKOMITajiupa U
u3BpiH kopekteH “build” na Skia.

Bo oBoj tpya, Clang/LLVM kommnajiepor e moBp3aH, Taka mro Ha Windows System
Environment variables e momanen Bo npomennusata “PATH”. OBoj kommajiep € CIUYeH Ha TOj

IITO C€ KOPUCTH U Off CTPaHa HA MPOEKTOT (MCTa WM CIIMYHA BEP3Hja):

Edit environment variable >
Chdepot_tools Mew
ChProgram FileshGithcmd
ChPython\Scriptsh Edit
CAPython',

ChProgram Files\Android\Android Studichjbribin Browse...
ChProgram Files\MNYIDHA CorporationtWVIDIA MvDLISR
C:\Program Files (x8&)\MVIDIA Corporation\PhysX\Common Delete

CProgram Files\dotneth,
ChProgram Files (x26%WWindows Kits\ 100 Windows Performance Toolkith,

CProgram Files\Microsoft Visual Studic’ 20224 Professionalh\ViC Move Up
Ch\Program Files\Microsoft Visual Studic’ 20224 Professional\ Vi Tools\...
ChProgram Files\CMake\bin Maowve Down

CALLVMbin

e5ystermRoot e system32
Fo5ystemPoots Edit text...
Ze5ystemRoot e\ Systern32\Whem

FESYSTEMROOTE System 32\ WindowsPowerShel o100
SYSTEMROCT\Systern 32\ Open55HY

Cnuka 21. Ilocmasysarve na Clang/LLVM 6o Windows System Environment variables

61



OTtkora ke ce 3aBpmiar cute nobapyBama nafeHu oj Tumor Skia (MHCTanmanuja Ha

pa3nu4Hu NOTpeOHU coPTBEpU, UTH.), KOMAHANTE 32 KOH(DUTYypalja U KOMIajaupame Ha Skia

CC CIICAHUTC:

1.

> » D

git clone https://github.com/google/skia

python3 tools/git-sync-deps

python3 bin/fetch-ninja

bin\gn gen out/Clang --args="is_debug=false is_official build=true
is_component_build=false target cpu=\""x64\" clang_win_version=17

clang_ win=\"C:\LLVM\" cc=\"clang\" cxx=\"clang++\"" extra_cflags cc=[\"/MT\", \"-
IC:\skia\third_party\externals\angle2\include\"] skia_compile_modules=true
skia_enable_tools=true skia_enable_pdf=true skia_enable_skunicode=true
skia_enable_skshaper=true skia_enable_svg=true skia_enable_ganesh=true
skia_enable_graphite=false skia_enable_gpu=true skia_use_angle=true skia_use_gl=true
skia_use_egl=true skia_use_ vulkan=false skia_use dawn=false skia_use_metal=false
skia_use_direct3d=false skia_use expat=true skia_use_harfbuzz=true skia_use_icu=true
skia_use_zlib=true skia_use_freetype=true skia_enable_skparagraph=false
paragraph_bench_enabled=false paragraph_gms_enabled=false
paragraph_tests_enabled=false skia_enable_skottie=false skia_use ffmpeg=false
skia_use_sfml=false skia_use_system_expat=false skia_use_system_harfbuzz=false
skia_use_system_icu=false skia_use_system_libjpeg_turbo=false
skia_use_system_libpng=false skia_use_system_libwebp=false skia_use_system_zlib=false
skia_use_system_freetype2=false skia_enable fontmgr_ android=false
skia_enable_fontmgr custom_embedded=true skia_enable fontmgr_ custom_empty=true
skia_enable_fontmgr win=false skia_enable fontmgr win_gdi=false
skia_enable fontmgr custom_directory=false skia_enable_skshaper_tests=false
skia_compile_sksl tests=false skia_canvaskit_enable_alias_font=false
skia_canvaskit_enable_canvas_bindings=false skia_canvaskit_enable_debugger=false
skia_canvaskit_enable_effects_deserialization=false
skia_canvaskit_enable_embedded_font=false skia_canvaskit_enable_ font=false
skia_canvaskit_enable_matrix_helper=false skia_canvaskit_enable_paragraph=false
skia_canvaskit_enable pathops=false skia_canvaskit_enable_rt_shader=false
skia_canvaskit_enable_skp_serialization=false skia_canvaskit_enable sksl trace=false
skia_canvaskit_enable_webgl=false skia_canvaskit_enable_webgpu=false
skia_canvaskit_force_tracing=false skia_canvaskit_include_viewer=false
skia_canvaskit_legacy_draw_vertices_blend_mode=false

skia_canvaskit_profile_build=false"
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https://github.com/google/skia

5. ninja -C out/Clang skia modules angle2

mand Prompt - ninja

Cauxa 22. Komnajrupare na Skia co ANGLE backend

Cute wuckoMmnajnupaHu oOjekTH U OMOIMOTEKM ce HaofaaT BO JUPEKTOPUYMOT

“skia/out/Clang”.

B E R~ cCag

File Home Share View
=< ~ 4 | » TomeMagisterska > deps » skia » out » Clang

Name
B o-n

B msve host / der
nloads ; B ot v

B Documents . | 20 1 NINJA_DEPS File
BH Pictures

B misc - : 2 M Object File Library
B Relea

B Testskia angle_gpu_info_util.lib 20 / Object File Library
angle_image_util.lib 2024 A ject File Library
B =rgson A GM File
bentleyottmann.lib A + File Library
B build.ninja 2024 File

B build.ninja.d 2024 / DFi

B build.ninja.stamp \ MP Fil
compression_utils_portable.lib 2 \ ect File Library

# Quick access

% Deskiop

= [ angle_common_shader_state.lib 2024 7:09 PM ect File Library
se g >

B Documents
i hieit Bl Likinty
usic y ject File Library
Pictures hetbi ks Object File Library
Videos iculib 2 + File Library
= Local Disk (C) N icudti.dat
B tibEGL.an

o Network

20 Object File Library
libjpeg.lib 024 / ject File Library
libpng.lib A bject File Library
libwebp.lib / + File Libran,

e41.lib 2024 ect File Libra
ject File Library
ect File Library
ect File Library
bject File Library
shaper.lib .05.20 / ject File Library
i skunicode 1 A Object File Library
t File Library
ect File Library
LA File

. Object File Libra
Bl wutfs.lib : v Object File Libra
E zlib.lib 2 v Object File Library

40 items

Cnuxa 23. Pesynmamom 00 xomnajnuparve na Skia co ANGLE backend

63



Bo mpoekTot Tpeba oBre 00jeKTH aa ce pedepeHIupaaT U CTAaTUYKU Ja ce moBp3at. Toa
T'O MIPAaBUME CO CJICTHUTE YCKOPH:
1. Bo Configuration Properties -> C/C++ -> General ce noctaByBaaT naTekuTe Kaje
ce Haoraar xenep oxaHocHO .h dajmoute Bo Skia. [Topagu Toa mto Skia ce Haora
Bo HammotT “Solution”, marekata Ha Skia e TomeMagisterska/deps/skia. Bo
Additional Include Directories, ru moctaByBame CJI€THUTE CTABKH:
- $(ProjectDir)
- $(SolutionDir)deps
- $(SolutionDir)deps\skia
- $(SolutionDir)deps\skia\include
- $(SolutionDir)deps\skia\third party\externals\angle2\include

Additional Include Directories 7 x

||| ||

S(ProjectDir)

S(5olutionDir)deps

S(5olutionDir)deps'skia

S(SelutionDir)deps\skia\include
S(5olutionDir)deps'skia\third_party'\externalshangle2iinclude

£ >

Evaluated value:

ChUsershuser\Desktop TomeMagisterska TormeMagisterskal, L
Ch\Usershuser\Desktop) TomeMagisterska'deps

ChUsershuser\Desktop)\ TomeMagisterska'deps\skia

ChUsershuser\Desktop' TomebMagisterska'depsiskiatinclude

ChUsershuser Desktop! TomeMagisterska deps\skiatthird_parby\externalshangleZiinclude

Inherited values:

Inherit from parent or project defaults Macros= >

QK Cancel

Cnuka 24. I[locmasysare na Skia include oupexmopuymu
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2. Bo Configuration Properties -> C/C++ -> Preprocessor ce mocraByBaar CleHUTE
KOHCTaHTH BO Preprocessor Definitions:
-  NOMINMAX
- WIN32 LEAN AND MEAN
- SK SHAPER HARFBUZZ AVAILABLE
- SK UNICODE ICU IMPLEMENTATION

- SK GL
- SK_GANESH
Preprocessor Definitions ? hd
MNDEBUG b
_COMSOLE ’
NOMINMAK

WIN32_LEAN_AND_MEAN \
SK_SHAPER_HARFEUZZ_AVAILABLE
SK_UMNICODE_ICU_IMPLEMENTATION
SK_GL

SK_GAMESH

Evaluated value:

NDEBUG

_CONSCOLE

MNOMIMNMAX

WIN3Z_LEAN_AND _MEAN
SK_SHAPER_HARFBUZZ_AVAILABLE
SK_UMICODE_ICU_IMPLEMENTATION
SK_GL

SK_GAMESH
%(PreprocessorDefinitions)

Inherited values:

_UNICODE
UNICODE

Inherit fram parent or project defaults Macross >

Cnuka 25. I[locmasysare na Skia u Windows koncmanmu

NOMINMAX u WIN32 LEAN AND MEAN ru nocraByBaMe 3aroa LITO HMaar
koHpauKT Skia 1 Windows kora He ce penocnenano “#include” onHOCHO BKITyueHHU BO enieH ¢aji,

JOBEIyBajKH 1O CHTYyallMja KOMIIQJJIepoT Ja ce OyHW 3a HEKOM (PYHKIMH IITO T'O KOPUCTAT

65



uctoro ume. Jlpyrute SK koHctantu ce on 6ubnuorekara Skia u The ce moTpeOHU 3a n1a ce
BKJIy4aT pa3jM4YHU JEJIOBM Ha KOJA, Kako ITO ce pasnuyHu backends. Bo Skia mro ja
KOMIIajipamMe, KakaHO € Ha KOMIajlepoT Ja Tu Kopuctu THe backend umrmiemeHTauu.
[ToTpeOHU ce KOHCTAHTHUTE 3a J1a JOOMEeMe MPUCTAIl 10 CeNU(PUIHUTE MOBUIH J1e)UHUPAHU BO
xenep dajmoBute Bo Skia. SK GANESH m SK GL ce crnenuduuno 3a backend ma ANGLE.
Harfbuzz u ICU ce 6ubnuoreku 3a Tekct. Harfbuzz e 6ubinoreka 3a o6inKyBame Ha TEKCT.

3. Bo Configuration Properties -> C/C++ -> Code Generation ce mocraByBa BO

Runtime Library Bpeanoct ox “Multi-threaded (/MT)”.

Tomelagisterska Property Pages

X

Configuration: | Release v | Platform: | Active(x64) i ST
4 Configuration Properties Enabl.e String Pooling

General Enable Minimal Rebuild Mo (/Gm-}

Advanced Enable C++ Exceptions ez (/EHs=c)

Debugging Smaller Type Check No

VC++ Directories Basic Runtime Checks Default

4 CfC++ Runtime Library Multi-threaded (/MT)
General

Optimization
Preprocessor

OQutput Files
Browse Information
External Includes

Struct Member Alignment
Security Check
Control Flow Guard

Floating Point Model
Enable Floating Point Exceptions

Default
Enable Security Check (/G5)

R Enable Function-Level Llnkln.g Yes (/Gy)
Precompiled Headers Enable Parallel Code Generation
Enable Enhanced Instruction Set Mot Set

Precise (/fp:precise)

Advanced Create Hotpatchable Image
All Options Spectre Mitigation Disabled
Command Line Enable Intel JCC Erratum Mitigation Mo
I+ Linker Enable EH Continuation Metadata
b Manifest Tool Enable Signed Returns
I XML Document Generator
I» Browse Information
I Build Events
b Customn Build Step
b Code Analysis
Runtime Library
Specify runtime library for linking.  (/MT, /MTd, /MD, /MDd]
€ >

Cancel Apply

Cnuka 26. I[locmasysare na Runtime Library o /MT

4. Bo Configuration Properties -> Linker -> General ce mocraByBaaT matekure Kaze
ce Haoraar .lib mckommajnmupanute oOjexkt Bo Skia. Bo Additional Library
Directories, ja moctaByBame ciieJHaTa CTaBKa:

- $(SolutionDir)deps\skia\out\Clang
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Additional Library Directories ? x

| X v

S(SelutionDir)deps\skia\out\Clang

< >

Evaluated value:

Ch\Users\user\Desktop' TomeMagisterska'\depsiskia\out\Clang
%{AdditionalLibraryDirectories)

Inherited values:

Inherit from parent or project defaults Macross >

Cancel

Cnuka 27. Ilocmasysarve na Additional Library Directories

Bo Configuration Properties -> Linker -> Input ce mocraByBaaT ClIeJHUTE CTaBKU
Bo Additional Dependencies:

- skia.lib

- skunicode core.lib

- skunicode icu.lib

- skshaper.lib

- libEGL.dILIib

- libGLESv2.dll.lib

- Opengl32.lib
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Additional Dependencies ? x

kkia.lib
skunicode_core.lib
skunicode_icu.lib
skshaperlib
libEGL.dILlib
libGLESvZ.dlllib
Opengl3Z.lib

Evaluated value:

skia.lib

skunicode_core.lib
skunicode_icu.lib
skshaperlib

libEGL.dILlib
libGLESv2.dILlib
Opengl3Zlib
%(AdditionalDependencies)

Inherited values:

§(CoreLibraryDependencies)

Inherit from parent or project defaults Macros= >

Cnuka 28. I[locmasysare na Additional Dependencies

OBa € mocieHuOT YeKop 3a moBp3yBame co Skia. Hapenen uekop e na ce uckomnupaar
¢ajioBUTEe MOTPEOHM KOra Ke 3aloyHe IMporpaMoT, Kora ce Kopuctu Skia BO TUPEKTOPUYMOT
KaJe ITO ce Haora .exe mporpamor. Mcrure (ajmoBu Moke Ja ce HajaarT BO IO3HATHTE

aTUTMKAIMK KOM ja KopucTat oubnmnorekara Skia wim framework Chromium.
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File Home Share iew ? Home Share
€ 5 v 1+ B TomeMagisterska > deps > skia » out » Clang £ > e » Brave-Browser » Application » 125.166.110

Name d Si N Date modified
# Quick access #* Quick access I

Boen
B o 0 . wloads

B s ‘ ‘ B ocumens ; i
[ Pictures B ninja_log A B Pictures : ’ i
B misc [ angl 5 A Object File Library. 428 KE B mis
[ angl r i 5.2024 y ct File Libra
angle_gpu | / <t File Library
angle_image_util 5 \ Object File Library
= e y PAK File
[ bentleyottmann.lib A Object File Library .
B buildninja
B buildninjad
B buildninja.stamp 5 y File
<t File Libra
Downloads i 3 e : wrloads
Music 5 ! Object File Library K Music
= Pictures fi b " & Pictures
£ [ iculib A Object File Library 6, & Videos B cudtldat
i Local Disk ( B icudtl.dat A DATFile g #m Local Disk (C:) B libEcLal

B ibGLEs2.

plica

ider.dll

ten.

P s
o Network fectFile Library o Network

B ribGLesv2 i

libGLESV2.dilib

libjpeg.ib

[ tibpng ib

[ libwebp.lib A Object File Library
libwebp_ssed.lib A ct File Library

wiftshader icd,
B wiken-1.d1
ed 162MB | ected 18.0ME |

B = | Release
Share View ! Home Share Vi
v 4 B Desktop » TomeMagistersks > deps » skia > out > Clang £ > v 4 |l > TomeMagisterska > x64 > Release
pe Name D. d
# Quick access e con 2 1 ct Hile Liorary # Quick access
W icudtl.dat 18.05.2024 7:11 PM DATFile 10223 KB
B ribEGLdIl Application exten. 176 KB

1 Deskdo ader_state.ib y ct File Library K  Des *
* B libGLESv2 il . Application exten.. 6203KB
*
*

Dinioads angle_gpu_info_util.lib 8 0 ct File Library D

angle_image_util.lib M ct File Library

B argsan v N Fi

M Pictue= Bentcyntman i ct File Library K e =

B buildninja

B build.ninja.d

B build.ninja.stamp

[ compression_utils_portable.lib 0 ct File Library

[ expatlib ¢ ct File Library

[ freetype2.iib 8 A File Library

harfbuzz.ib y Object File Library

iculib ject File Library

B icudtidat Y B Documents

B iibecLan

libEGL.dillib

B ribGLES2.dIl

libGLESv2.dllib £.05.2024 v ct File Library

libjpeg.lib : A <t File Library

#m Local Disk Bl tibpng.ib ct File Library

libwebp lib e ect File Library

[ tibwebp_ E M ect File Library

prep

FH skemslib

3 skia.lib ¢ y Object File Library

e urces.lib : A <t File Library
aperlib

vnl

B Documents B pocuments I TomeMagisterska.exe 811PM Application "

B TomeMagisterska.pdb M ram Debug D...

Downloads Downl

Music Music

I Pictures

o Netw

unicode_core.lib

B B Sitems | 3itemsselected 162M8 |

Cnuka 29. Konupare na nompebnume gajnosu. Hcmume gajnosu modice da ce najoam 6o opyeume no3Hamu

coghmeepu KaKko u npenucmysavume

Jla ce Tectupa M JEMOHCTpUpA JalIX € c¢ MOBP3aHO KaKo IITO Tpeba, ke ce mpoxyrupa
UCTaTa CIMKa of nmperxoaHo. Ha Toj HaumH, ke 3Haeme nanu Oapem npramero co CPU pabotu

KaKo ITo Tpeoda.
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:MakeXYWH(®, ©, 200, 100);

ued;
paint. setColor(exffu285Fu);
awRect(rect, paint);

->rotate(26.
olor(exffDBUU3T) ;
rawRect(rect, paint);

o: :MakeN32Premul (256, 256));

ear(SK_ColorWiHITE);

draw(canvas);

eImageSnapshot().get(), SkPngEncoder::

return 0;

Cauxa 30. Tecmuparve na Skia

Tectupamero co CPU nprame nomuna oanuuno! Ho, ako moxkeme aa 3abenexume, aei
o]l ciuKara ¢am: TeKCTOT! AKO ce TPrHa KOMEHTApOT Kaj JEJOT CO TEKCT U (OHT, ke jodueme
Kommajinepcka rpemka. Cnmkara koja Oemre HampaBeHa W IPETCTaBeHAa OJ TMPETXOIHO €
HampaBeHa MpeKy oniajH (online) amatka koja mHTepHO KopucTu Skia, HO HEKoja mocrapa
Bep3uja. Bo mpoekToT, HajakTyenHaTa Bep3uja Ha Skia ce KOPHCTH ¥ MMa MHOTY TojieMa pa3jifKa
CO Taa TITO € OHJIAjH Bep3uja . 3a J1a ce OBO3MOXH TEKCT, Skia To Tepa KIMEHTOT Ja TH
MeHayupa cBoute (poHTOBH, HamecTo Skia ja ro MpaBU TOa WHTEPHO HA CBOj HauuH. Skia Hyau
KJ1aca 3a MCHalMpame co GOHTOBH U Taa ce Buka SkFontMgr.

Jla ce HampaBu MpuiarojeHa MMIUIEMEHTAllMja KOja Ha CTapT Ha HpOrpamoT, Ke My
no0apa Ha ONMEPaTHMBHUOT CHCTEM Ja T'M BYMTAa BO MEMOpHja HEKOJKYTE MO3HATH (POHTOBHU IO

HaI u300p.
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FontMgrh & x
E TomeMagisterska
SkFontStyleSet

it FontStyleSet(Skstring
appendTypeface(sk_sp<SkTypeface> ty
count() ride;
getsStyle(i dex, SkFontStylex Skstring* name)
sk_sp<SkTypeface> createTypeface( index) i
Sk_sp<SkTypef: matchStyle( SkFontStyles& patter
Skstring getFamilyName();

)

skia_private: :TArray<sk_sp<SkTypeface>> fStyles;
SkString fFamilyName;

FontMgr;
SkFontMgr

skia_private: :TArray<sk_sp<FontStyleSet>> Families;

FontMgr();
sk_sp<FontMgr> Make() { return sk_make_sp<FontMgr>(); }
sk_sp<FontMgr> Get()

sk_sp<Fontlgr> fontMgr = Make();

return fontMgr;

loadFont(cons: E sk_sp<SkData> data);
SkFont getFont( 3 SkScalars size, { return SkFont(matchFamilyStyle(familyNane,

SkFontStyle& s tStyle: :Normal())

onCountFamilies() de;
onGetFamilyName(int index, SkString* fa
sk_sp<SkFontStyleSet> onCreateStyleSet(
sk_sp<SkFontStyleSet> onMatchFamily( n ;
onMatchFamilyStyleC: SkFontStyles fontStyle)
onMatchFamilyStyleCharacter( st SkFontStyles,
onMakeFromData(sk_sp<SkData> d ;
onMakeFromStreanIndex(std: :unique_ptr<skStr
unique_ptr<skStreamAsset>,
n[1, ttcIndex)

nilyName[], SkFontStyle styl

sk_sp<SkTypeface>
sk_sp<SkTypeface>
sk_sp<SkTypeface>
sk_sp<SkTypeface> onMakeFromStreamArgs(std
sk_sp<SkTypeface> onMakeFronFile( :
Kk_sp<SkTypeface> onLegacyMakeTypeface(:

ndex) t
ontArgunentss)

7 Addto Source Contol ~ TF] Seect Repository ~

FontMgecpp & X FoniMgrh Viaincpi
- (Global Scope)
3

ETomeMagsterka
getFamilyName() { return fFamilyName;

SkString FontStyleSet
SystemFontContext

HDC HDC;
FontMgr+ fFontMgr;
:string_view>&

GetSystemFonts( std::initializer_list<std:

ontext ctx;
ctx.fHDC = GetDC(HWND_DESKTOP);

ctx.fFontMgr = o
for ( std::string_views familyName

{
familyNameUtf16 = SkUnicode: :convertUtf8ToUtf16(familyName.data(), familyName.size());

LOGFONT 1f = { };
1f.1#CharSet = DEFAULT_CHARSET;

memset(Lf.1fFaceName, 0, LF_FACESIZE);

memcpy(Lf.1#FaceName, familyNameUtf16.data(), LF_FACESIZE);

OGFONT* TRIC* lpntme, Dl LPARAH

EnunFontFamiliesEx(ctx.fHDC, &1f, [1(

mFontContext)1P:

Sys ntContextx ctx = (S
if (HFONT hFont = CreateFontIndirect(lpelfe))

HFONT hOldFont = <HFONT>(SelectObject(ctx->FHDC, hFont));

DWORD dataSize = GetFontData(ctx->fHDC, @, 0, nullptr, 0);
std: :vector<BYTE> buffer(dataSize);
DUORD bytesRead = GetFontData(ctx->fHDC, ©, @, buffer.data(), dataSize);
if (bytesRead != GDI_ERROR)

s = Skuni convertUtf16ToUtf8(( *)1pelfe->1fFaceName);
ctx->fFontMgr->loadFont(s.data(), SkData::MakeWithCopy(buffer.data(), buffer.size()));

SelectObject(ctx->FHDC, hOldFont);
DeleteObject(hFont);

return 1;
}, (LPARAM)&ctx, 0);

ReleaseDC( ctx.FHDC) ;

EFontMgr: :FontMgr() : fFamilies({})

GetSystemFonts({ "Arial", "Times New Roman", "Verdana", "Rockwell", "Cambria", "Tahoma" },
Wi vt e cue

© o ssues founa
D Addto Source Control « [ Select Repository +

tenapep “FontMgr”

Cnuxa 32. /lerymna umniemenmayuja Ha (ponm




CrnemHo, MOXE TPHIArOJICHUOT (OHT MEHanep

Kpeupa KOpeKTeH (OHT

FontMgr.cpp Fonthgeh

Ja C€ HCKOPHCTH 3a Oda MOXKEC Oa CC

Maincpp 5 X

B ~ (Gobolscope) < draw(SkCanves * canvas)
clude <iostream>

<skia/include/core/SkSurface.h>

<skia/include/core/SkCanvas.h>

<skia/include/core/SkStream. h>

<skia/include/encode/SkPngEncoder . h>
ude "FontMgr.h"

draw(SkCanvas* canvas) {

nvas->translate(128, ©
s->rotate(66);

SkRect rect = SkRect::MakeXYWH(®, ©, 200, 100);

SkPaint paint;

paint.setAntiAlias(true);

paint.setColor(Ox£F4285F4);

canvas->drawRect(rect, paint);

c as->rotate(20);
paint.setColor(Ox£fDBU43T) ;
canvas->drawRect(rect, paint);

paint.setColor(0x££000060) ;

-+ text = "Tomislav Bundalevski;
SkFont font = SkFont(SKTypelface]: :MakeFromName("Arial", SkFontStyle::Bold()), 14);
canvas->drawSimpleText(text, strlen(text), SkTextEncoding::kUTF8, 16, 16, font, paint);

main()

surface = SkSurfaces: :Raster(SkImageInfo: :MakeN32Prenul(256, 256));
canvas = surface->getCanvas();

canvas->clear(SK_ColorWHITE);

drau(canvas);

data = SkPngEncoder: :Encode( r, surface-> ).get(), SkP Options());
SKFILEWStrean o("C:/Users/user/Desktop/output.png");
o.write(data->data(), data->size());

return ©;

2 w2 MXED | CRIF

) Add o Source Control « 18] Select Repository

FontMg:cpp Maincpp 5 X

[ omemagisterta - (GlobolScope) ~ 7 draw(SkCamvos * canvas)
lude <iostream>

nclude <skia/include/core/SkSurface.h>

<skia/include/core/SkCanvas.h>

<skia/include/core/SkStream. h>

<skia/include/encode/SkPngEncoder . h>

#include "FontMgr.h"

can
canvas->rotate(60);
SkRect rect = SkRect::MakeXYWH(@, 0, 200, 100);
SkPaint paint;

paint.setAntiAlias(true);
paint.setColor(OxF£4285F4) ;
canvas->drawRect(rect, paint);

anvas->rotate(20);
paint.setColor(Ox££DBU43T) ;
canvas->drawRect(rect, paint);

paint.setColor(6x+£066000) ;|
o * text = "Tomislav Bundalevski”;

SkFont font = SkFont(FontMgr: :Get()->matchFamilyStyle("Arial®, SkFontStyle::Bold()), 14:
canvas->drawSimpleText(text, strlen(text), SkTextEncoding::kUTF8, 10, 1, font, paint);

main()

surface = SkSurfaces: :Raster(SkImageInfo::MakeN32Premul(256, 256));
canvas = surface->getCanvas();
canvas->clear(SK_ColorWHITE) ;

draw(canvas);

data = SkPngEncoder: :Encode(nullptr, surface->makeImageSnapshot().get(), SkPngEncoder::0Options());
SKFILEWStream o("C:/Users/user/Desktop/output.png");

o.write(data->data(), data->size());

return 0;

© Ho ssues found

25 cn2 XD CRIF

T AddtoSource Control 5] Select Repository =

Cnuxa 33. Hpenpaembe 680 MOYHA CUHMAKCA KOOOM 3a suumyedarbe Ha (1)0Hi11 uypmarve Ha mexkcm




Hopmanno, kora ke ce u3Bpiu KOAOT, ce J00MBa €Ha MHOTY CIM4YHA U “‘(pamunujapHa”,

OOHOCHO IIO3HAaTa CJIMKa:

rect = Sk :MakeXYWH(®, ©, 200, 100);

paint;
paint.setAntiAlias(true);
palnt setColor(OxFff4285F4) ;
a >drawRect(rect, paint);

ca >rotate(20);
palnt setColor(OxffDBYU3T);
>drawRect(rect, paint);

paint. setCnLor(GHfOElBeeE))

undalevski";

Get()->matchFamilyStyle(" ., SkFontS :Bold()), 14);
canvas—>drawSimpleText(text, strlen(text), SkTextEncodin s font, paint);

main()

Photos - output.png
to surface = SkSurfaces::Raster(SkImag 0::MakeN32Premul (256, 256));

canvas = surface->getCanvas(); I S [ii]
canvas—>clear(SK_ColorWHITE);
draw(canvas);
to data = SkPngEncoder::Encode( ptr, surface->makeImageSnapshot().get(), SkPngEncoder::Options());
SKFIL o("C: /Users/user/Desktop/output.png");

o.write(data->data(), data—>size());

return ©;

Cnuka 34. Tecmuparve na Skia

Skia e HajnoOpo KopucTeH o1 codTBepu UMILIeMeHTupanu oa Google, mopaau Toa MTO U
Skia e nampasen ox Google. Chromium npenucTyBaunTe MMaaT MOXKHOCT Jla My KakaT Ha
KOpHUCHUKOT Kou Skia koMaHIu ce HampaBeHH 3a naneH BuntaH HTML nokymenT. 3Haejku To
TOA, U MCTO TaKa, 3HACJKM JEKa MOXHOCTHTE C€ IIMPOKO OTBOPEHH 3a HMMIUIEMEHTAllWja Ha
coreep kako Ul framework nnu anatka 3a BU3yeiaHO MporpaMupame, MOKe Ja ce 3all04yHe CO
MOHATAMOIIHHA YEKOPH.

Ha npumep, npu HaOJpyayBamke W aHaidM3a Ha THE KOMaHIHW, MOXKEME Jla CTHTHEME JI0
cBou mMmIiemenranuu Ha CSS cBojctBa (ip. box-shadow, outline, border, border-radius, filter,
transform, opacity, background-color, background-image, overflow, text-align, wutn.). Ilpu
npoMeHa Ha Tue CSS cBojcTBa U mOoBTOpHO unuTamke Ha HTML 10oKyMEeHTOT, BO3MOXKHO € Ja ce
CTHTHE 710 MHTepHaTa Jioruka Ha Chromium Kora, Kako U CO KOH MapaMeTpu T'M M3BPIIYBa THE
KOMAaHJIM 3a Jla CTUTHE 70 rmoce0eH pe3ynraTr Ha ekpaH. Co Toa, BO3MOXKHO € Jia Ce HampaBat
,Tpaaexxuute 6mokosu” Ha eqHo GUI apBo (mp. nenocHa/neaymua umruiemenrtanuja Ha CSS box

MOJIeJl Kako BO IpeNMCTyBauMuTe, MMIUIeMeHTauuja Ha TekcT CSS cBojcTBa Kako fext-align,
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letter-spacing, word-spacing, WTH., CIIMKH U CIUYHO). MOXHO € J]a ce OTUAE U YeKOp MOHAIpPe
0]l Toa U J1a ce uMruieMentupa Bo ucroro GUI apBo u aBTOMaTcku layout Ha enemeHTHTE (U CO
TOA ¥ JIONIOJIHUTEIIHA UMIUIeMeHTanuu Ha CSS, UTH.).

Toa e camo efeH oJ MHOTYTE MpaBLM BO OJHOC HAa TOA KAaKO U IITO OM MOXKele aa
HarpaBuMe co OMOIHOTeKaTa.

Jlpyr mpaBenr € ga ce Kpeupa moceOHa amatka kako Bo Unreal Engine 3a Bu3yemnHo
IporpaMupame, peKy jasnu. Tue jasiau Ou ce Hpraie Ha eeH HAYUH T'eHepaTHO, HO UHITYTUTE U
aytmytute Tpeba na Oupar nuHaMUYHW. [[MHOBHTE O/ ayTHYTUTE Ha €ICH ja30oJ KoW OW ce
KOHEKTHpaJIle CO WHIYTUTE HA APYTH ja3Iu MCTO Taka OM Tpebajao Ja MOXKAT Ja ce BiedYaT |
UCTUTE TUHAMHUYHO J1a C€ IpTaaT Bp3 OCHOBA KaJe ce Bjeue TOj NMHUH U KajJe My € HeromaTa
MpBOOUTHA JIOKAIHja.

CrnenHo, ke ce mokaxke mnpumep kako moxe emHo CSS cBojcTBO, Kako opacity, na ce

UMIUIEMEHTHPA, CIIACjKH ' HHCTpYKIuuTe Ha Chromium nmpeiancTyBavor.

Cnuxa 35. Chromium Skia xomanou eenepupanu 00 eono HTML opeo co CSS ceéojcmea (npasoazonnuyu)
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(Global Scope)

R Edi & Create

opacity = 0.5f;

s->savelayerAlphaf( , opacity);
rawRec MakeLTRB(O, 0, 81 t FromColor(OxFFFFa@00

rawRec MakeLTRB(O, 160,
MakeLTRB(O, 25!

main()

surface = SkSurfaces: :Raster(SkIma
canvas = surface->getCanva:

canvas->clear(SK_ColorWHITE);
draw(canvas);

data = SkPngEncoder: :Encode(
s m o("C
o.wr: ata->data(), dat

return 0;

Cnuka 36. Hcmume Skia komanou uzepuienu 00 npoexmom (npagoazoinuyu)

Kako mto moxe J1a ce 3a0enexu, HeMa HUTY Majia pa3jiuka Bo aytiyT o Chromium u of
kKomoT morope. CnenHo, ke Ouje MpuKakaH OOMJ| Jla ce HalpTaar 3a00JICHU MPaBOATOJIHHUIY,
OJTHOCHO UCTOTO OJ] TOpe, HO TpeKy yrmoTpeda Ha border-radius, 1a ce 700Me UCT HPTEXK KAKO Kaj

Chromium.

X [0 | Hements 5 Network e Momory Application  Security  lighthouse  Recorder L
v

Cnuka 37. Chromium Skia komanou eenepupanu 00 eono HTML opeo co CSS ceojcmesa (3a001enu npagoazonnuyi)
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or::Make(t5, U5), SkVector::Make(60, 60) };

ctor::Make(400, 468), SkVector::Make(408, 400) }

SkColortif: :FronColor(8xFF088068)) ;

ortif : :FromColor (8xFFOB0OFF));

draw(canvas)

dat mageSnapshot().get(), SkPngEncoder: :Options()

Cnuka 38. Hcmume Skia komanou uzeputernu 00 npoexmom (3a06ieHu npasoazoiHuyu)

HOBTOpHO Cce ,I[O6I/IBa HUCT ayTHyT KakKO W IPCIUCTyBaA4dOT. Fpaﬂe)KHI/ITe 0JI0KOBH 3a
OpTakbe Ha HOpCIIUCTYBA4YOT CC€ IIPpUKaKaHW W JCEMOHCTPHUPAHU (HpaBanOJ'IHI/II_[I/I, 3a00/1€HH
IMpaBOaroJHuIy, TCKCT, I/ITH.). Enna ciuka € ucTo taka MHOT'Y JICCHO Ja C€ BUMTA U J1a CC HalpTa

Ha exkpaH. CiieTHO Ke ce IEMOHCTpHUpa U Toa.
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keImageSnapshot().get(), SkPngEncoder

Cauxa 39. L{pmare na cauxa npexy Skia

Kako u Bo mo3natu codptBepu kako Photoshop, moctojar u onmun kako u edekTu aa ce
HaHecaT Ha cekoj “draw” moBuWK Ha canvas. CiieqHO, K€ ce TMOKaXe €ICH MpHUMEp Kako ce

KopHucTaT (puITpH 3a e(PeKTH Ha CIIMKA J1a CE 3aMarid U epoupa:

dec: :MakeFromData(SkData Jsers/user/Desktop/slika. jpg"))->getInage());

g2 vl MXED | GRIF

Cnuka 40. Lpmare na cauka co epexmu npexy Skia
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Co Toa, ce nemoHcTpHupa Skia KOJKY € MOKHA M KOJIKY paboTu moaapxyBa. Moxe na ce
CyMUpa IIITO € HAIPaBEeHO JIO Cera:

1. Ce uckommnajnupa Skia U cTaTUYKH ja TOBP3aBME CO HAIIUOT MPOEKT.

2. Toa no3BoxiyBa ga ce 1pTa Kajae ouno 0e3 MOBUKYBAHkE 10 ONIEPATUBHUOT CUCTEM,
OCBEH 3a (DOHTOBH.

3. Co Skia ycmemHo W JECHO C€ UpTaaT NPUMUTHBHH CJIEMEHTH Kako
MIPABOAroJIHUIIM, 3200JICHU TIPABOATOJTHHIIU, TEKCT, CITUKU U e(EKTH.

4. Jlocera, ce KOpUCTEIE pacTepCKa MOBPIIMHA, OJHOCHO canvas, YMUIITO KOMaHIH
3a mpTame, ceueme, UTH. ce m3BpiryBaar on crpana Ha CPU. HMako Skia e
uckomnajimupana co GPU backend, naunnor Ha koj ce kpeupa “GPU canvas”
MHory Bapupa oz Toj npeky CPU, onnocHo Raster.

5. bes pasnuka mpanu npramero ce Bpmu npeky CPU unu GPU, nHema pasnuka BO
ayTIyT Ha €KpaHoT oj japyrute rtoiemu codrBepu kako Chromium
MPEIUCTYBAYOT.

CrenHo, ke Ouae JeMOHCTpHpaH HauuH Ha Koj Moxke efeH Ul framework ma ce mocraBu
3a J1a ce OBO3MOXH Kpenpame Ha Windows Ipo30pIy U Ha UCTUTE MPO30PIH J1a C€ LPTA MPEKY
GPU. Ilonaramy, ke ce uctpaxar mokomiuiekcHu CSS cBojcTBa kako border, outline u box-
shadow, HanpenHu TEKCT ornepanuu (Ip. OOJUKYBame Ha TEKCT, CEJCKTHpame Ha TekcT, CSS
CBOjCTBa Ha TEKCT Kako fext-align, letter-spacing, word-spacing, UTH.) U aBTOMaTcku layout
MIPEKy KOPUCTEHE Ha OMOJIIMOTEeKa, HO MoauduUIMpana 3a KOHKpeTHU moTpedu. Co Toa, My ce
OBO3MO’KyBa Ha KpajHHMOT KOPHCHHUK Ha T.H. framework ma moxe ma m3rpaam cBoe IpBO (IIp.
npeky HTML) u ma ru mpenane cBojctBara (mp. mpeky CSS) Ha WHAMBHIyaTHUTE ja3i,
OJTHOCHO €JIEMEHTH M Ja CHU HampaBu cBOj framework wnm amnukanuja KOPHUCTEJKH TO
MMOCTOEYKOTO IITO I'0o HyaH T.H. framework.

Bo mpoekrot, ke Obune nedbunupan enex douaep “platform” kame mro ke ce nepuHUpa
Windows Message Loop 3a HacTaHu KoM K€ ce ClydyBaaT Ha camara aruiiKalyja, OJJHOCHO BO
camuTe mpo3opud. Ha moyerok Ha aruiMkanujaTta, aridkKaiujara Ttpeda Ja TH perucTpupa
MIPO30PILUTE KAKO KJacu KOW MoHaramy ke ru Kopucth. [lotoa, Tpeba na ce kpeupa Oapem eneH
MpO30peI] 3a Jla camara aluiMKanuja modHe na padoru. OTkora ke ce Kpeupa caMHOT Mpo30pell,
Tpeba na kpeupame enen SkSurface/SkCanvas 3a nprame npeky GPU kou mrto e ,,3akaueH” Ha

T0j mpo3open. Toa ke ce HanpaBu co nmomoir Ha ANGLE. CamuoTt npo3open Tpeba 1a oarosapa
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Ha HaCTaHM KOM ONEpaTHMBHUOT CUCTEM My TI'M JOJEIyBa Ha HEro MpeKy Ipakame Iopaka,
OJJTHOCHO CHUTHaJ, OJHOCHO HacTaH mnpeky Windows Message Loop u TOj My ro aenerupa
HAacCTaHOT Ha TOYHHMOT Mpo3opel Koj Tpeda Aa ro MpUMM TOj HAcTaH M Jla IO Ipolecupa
coonBeTHOo. Kora mocieaHHoT mpo3oper; Ke ce 3aTBOpH, alUIMKalWjaTa HCIpaka CUTHAI 0

OIIePaTHBHUOT CUCTEM JIeKa TpeOa J1a ja UCKITYUH aruTuKalyjara.

1t main()
if (IsApp->init()) return
Make(

n T
cTepcKu T

Application::init()

Register()) return fa

1t CoreApplication::run()
if (!fNumWindows) return 0;

MSG msg = { };

while (msg.message != WM_QUIT && GetMessage(&msg, NULL, NULL, NULL))

TranslateMessage(&msg) ;
DispatchMessage(&msg) ;
}
}

return msg.wParam;
cation: :OnWindowCreated (Wir W { ++fNumWindows; }
lication: :OnWindowDestroyed (l

if (fNumWindows == 1)

PostQuitMessage(0) ;
i

3
else if (fNumWindows) ——fNumWindows;

Cauxa 42. Windows Message Loop
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@

ain.cpp E WindowRenderercpp 5 3 WindowClass.co
(Global Scope)

 TomeMagisters
3
EGL_EXPERIMENTAL_PRESENT_PATH_ANGLE, EGL_EXPERIMENTAL_PF

KkSampleCount = 4;[
kstencilsize = 8
WEGLPLatformattribs[] = { EGL_PLATFORM_ANGLE_TYPE_ANGLE, EGL_PLATFORM_ANGLE_TYPE_D3D11_ANGLE, EGL_PLATFORM_ANGLE_ENABLE_AUTOMATIC_TRIM_ANGLE, EGL_TRUE,
EGL_NONE };

KEGLContextAttribs[] = { EGL_CONTEXT_CLIENT_VERSION, 2, EGL_NONE };
KEGLConfigAttribs[] = { EGL_RED_SIZE, 8,EGL_GREEN_SIZE, 8,EGL_BLUE_SIZE, 8,6EGL_ALPHA_SIZE, 8,EGL_DEPTH_SIZE, ©,EGL_STENCIL_SIZE, kstencilsize EGL_SAMPLE BUFFERS, 1,EGL_SAMPLES, ksampleCount,

face> kGLInterface =
' LGETPLATFORMDISPLAYEXTPROC) eglGetProcAddress("eglGetPlatformDisplayEXT™);

Ry 0C egletPlatformDisplayEXT = (PF
), Fsksurface(

PFNEGL
Display(EGL_NO_DISPLAY), fContext(EGL_NO_CONTEXT), fsurface(EGL_NO_SURFACE), fsurfaceConfig( ), fRenderTarget(GraackendRenderTarget()), fDirectContext(

rer: :uindonRenderer()
dowRenderer : init(HAND hund, uint32_t )
).width() t) return;

get().isvalid() &&

initEGLDisplay(h
initEGLContext()
initeGLsurface(h:
makecurrent();

if (IkGLInterface) WGLInterface = GrGLMakeEGLInterface();

initpirectcontext();
initskiaSurface(;

'dowRenderer : :destroy()

egliakecurrent (eglDisplay(), EGL_NO_SURFACE, EGL_NO_SURFACE, EGL_NO_CONTEXT)

destroyDirectContext();

if (eglsurface() != EGL_NO_SURFACE) {
eglDestroysurface(eglbisplay(), eglsurface());
fSurface = EGL_NO_SURFACE;

if (eglContext() != EGL_NO_CONTEXT)
eglDestroyContext(eglbisplay()
fContext = EGL_NO_CONTEXT;

¢
eglcontext());

if (eglpisplay() != EGL_NO_DISPLAY) {
LTerninate(eglbisplay());
fDisplay = EGL_NO_DISPLAY;

}

ESkcanvas# WindowRenderer: :beginPaint()
{

if (tsurface()) return :
if (tmakeCurrent()) return
return surface()->getCanvas();

endpaint()

if (directContext()) directContext()->flushAndsubmit()

swapBuffers();

ke t() { return egliak ), eglsurface(), eglsurface(), eglContext()); }
), eglsurface());

P ) { return eglswapt

windowRende

windowRenderer: : initEGLDisplay (HUND hwnd)

if (eglbisplay()) return;

WindowProc(HWND hind, UINT msg, WPARAM wParem, LPARAM Param)

Miain.cop ppiicstion.cpp WindowRenderer.cpp WindowClass.cpp & X
= WindonClass

[ ometsgitersa
+ KindClassName = L"MainWindonClass";

indouClass: :Register() {
wNDCLASS © = { };
c.lpszClassNane = KundClassNane;
c.pfnundProc = WindowProc;
c.style = CS_OWNDC | CS_HREDRAW | CS_VREDRAW | CS_DBLCLKS;
c.hcursor = LoadCursor(NULL, IDC_ARROW)
return Registerclass(sc)
HAND WindowClass: :Make(: * , uint32_t x, uint32_t y, uint32_t w, uint32_t h) {
return CreateWindowEx(NULL, kundClassName, title, WS_OVERLAPPEDWINDOW | WS_VISIBLE, x, y, w, h, NULL, NULL, NULL, NULL);

}

Windows WindowClass: :Get(HWND hund) { return
S::Set(HWND hwnd, Windows

window+)GetuindowLongPtr(hund, GWLP_USERDATA); }
windouClas dow) { SetwindowLongPtr(hwnd, GWLP_USERDATA, (LONG_P
SULT CALLBACK WindowClass: :WindowProc(HWND hwnd, UINT msg, WPARA am, LPARAM 1Pa

switch (msg)
case WM_CREATE: {
indow = new Window(hwnd);

window =
set(hund, window);

RECT size_rect;
GetClientRect(hund, &size_rect)
window->initRenderer(size_rect.right - size_rect.left, size_rect.bottom - size_rect.top);
window->0nCreate();
SApp->OnindowCreated(window);
return o;
case WM_DESTROY: {
if window = Get(hund))

{

window->destroyRenderer();

window->0nDestroy();
sApp->OniindowDestroyed(window) ;
it

return o;
case WM_CLOSE: {
if window = Get(hwnd)) window->0nClose();
Destroywindow(hund) ;
return o;

w {
PAINTSTRUCT ps;
Beginpaint(hund, &ps)

if (auto window = Get(hund))

{
window->renderer() .beginPaint()) window->0nPaint(canvas);

if (; canvas =
window->renderer()..endPaint();

}
Endpaint(hwnd, &ps);
return ©;

case WM_SETFOCUS: {
window = Get(hun

return ©

TUKA . LCT ) | KJlaca, ipa raca u cnpaesyesa i ICT 4 {
Cnuxa 44. Pecucmpuparse Ha Kiaca, Kpeuparbe Ha K1aca U Cnpasysarbe o HACMaHu 3a e0eH npo3o ey

D) window->0nsetFocus();




takeFronData(skpata: :MakeFromFileNas

effect . setInageF Compose(SkI: Blur(2,

canvas->drawInageRect (image, MakeLTRB(0, ©, 56

) & FHND(

r(SK_COLOrWHITE);

Cruxa 45. Umnnemenmayuja Ha npo3sopey
Pesynrator Ha 0BOj KOJ ce 2 MpO30pIHM KOM IITO peHAepHpaar co rpaduykara Kapra

(GPU) kopucrejkn ANGLE co Skia:

§ Debug T e o o p S

6 20%

ssa1vB
% 2sTMe 0

sMe  omms

% zswe

% swe

% oame

% sawe

% 09N OMEs  OMbps

v wsave

some

save

ssms omws
asve

eeeod

e oMus

ome  omms
22m8
22ve

ume omas

Cnuka 46. Ilpozopyu kou wmo pendepupaam co epapuuxama xapma xopucmejku ANGLE co Skia

CrenHo, ke ce IEeMOHCTpUpPaaT MOKOMILIEKCHH, HO YecTo ynorpedern CSS cBojcTBa Kora
ce n3paboTyBa eHa BeO- cTpaHuIa, Kako mTo ce border, outline n box-shadow.

Bo u3BOpHHMOT KO ke ce neduHHpaaT MHOTY MOBEKe Mallky, BO KOU IITO UMa U3BOPEH
KOJ KOj OMJI aHAJIM3MpPaH MPEeKy KOPUCTEHE Ha MPEIUCTYBa4OT CO MHOTY pa3jMyHU NapaMeTpH,
CO IIeJ Jja Ce Mamupaar UCTUTE MHCTPYKLUHU KaKo mTo mpenuctyBadoT Chromium ru u3BemyBa.
He camo Toa, TyKy m camara reoMeTrpuja 3a Kaje Aa c€ IpPTa, CO KOW IMapaMeTpu, CO KOH

HHCTPYKIMHU, CO KOU HCCHYOLU Ha CKPAHOT, WUTH. Camuor nmponec MHBOJIBUpA MCHYBAILC Ha
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napaMeTpu M CIOpEJ] HEKOja JIOTHKa, MPETMCTYBa4OT MCTO TaKa ja MEHyBa CBOjaTa JIOTHKA,
JOBEAYBajKl O MOMEHT Kajle ITO MOXKe camuTe if yclioBH J1a ce MamupaaTr KOM ce W KOra ce
cllydyyBaar mojJ kou ycioBu. Ce BYHMTYBa MOBTOPHO JIOKYMEHTOT C€ JOJIeKa CHTE JIOTMYHH
naTuImTa He ce oTkpHujar. OTKOora ce OTKpWiIe CHUTE MATHINTA, MOXE Jla Ce 3aKIydd JeKa Taa
JIOTHKA, CO THE mMapaMmeTpu € roroBa. OBOj Mpolec ce MOBTOPYBAa 3a CUTE CIIyd4al M CUTE
napaMeTpH, KOMIITO urpaar yiora Bo Toa CSS cBojcTBo. OBa € MoTpeOHO U 3aI0JKUTEIIHO aKO
cakame Jia IOCTUTHEME MCTO HPTamke KaKo MPEIUCTYBAaY0T, HO UCTO TaKa, UMa JIOTUYHU TATHIITA
KOM Ce MHOTY TOOp3HU | 3a MpecMeTyBame 1 3a nprame (mp. border: 10px solid black; Tpeba na
HaIpTa eaeH yHuuuupan border okory OpuruHaIHaTa reOMeTpHja, KOjIITO € IPH, CO COJUICH
ctun ¥ 10 nukcenu neden, JToJeKa OYMIIICAHO, MMa M MOXKHOCT Jia ce neduHupaar cute 4
borders, co 4 paznuunu 60U, 1eOETUHU U CTUIOBU, KOU 0apaaT MUHUMYM 4 pa3iudHu “draw”

MOBHIIH).

ss: :Make(title, x, y,

oncreate() { }
onDestroy() { }

etStyles({ gfx d,gfx Double e: :kDotted, gfx: :Bo
border . setColors({ S
border . setWidths(gfx

Cruxa 47. M36opnuom ko0 3a ypmaree Ha border, outline u box-shadow. Bo konkpemnuom npumep, ce Kopucmu

camo border
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R

ng Language S fun Plugin:

;)

border-left style: solid;
double;

border-right-sty

border-right-color:
border-batton-color:

border-left-width: 10px;
dth: 2

Pe;

Windows (CRUE) | UTF-8

[T—— o

- 1 Vindow

paint/PaintCa

Window(HUND
~Window() { }

findowx W Make(c

Window: :OnCreate() { }
ondestroy() { }

OnClose() { }

onsetFocus() {
OnKillFocus() {

OnMove
onsize(uin

OnPaint (st

>resetMatrix()

clear(SK_CoLorWHITE)
tor withRadii[4] = { C Make(25,

r+ radii = withRadii;

MakeXYWH(50, 50, 250), radii);

g rder border;

border. setBackgroundColor (SK_CoLorMAGENTA) ;

border. setstyles({ gfx::Bor BorderStyle: :kDouble, gfx
border. setColors({ SK_ColorRED, SK_ColorBLUE, SK_ColorBLACK
border. setWidths(gfx: :Insets: :NakeLTRB(10, 20, 30, 40));

T = border. insets().putset(r);

nt: :PaintCany
c.drawBorder(r, border);

estound

[ —
T50min 200min
2 vents
"
4 Process Memary (MB)
0

h) { return uClass: :Get (Wind "

4CPU (% of al processons)
P

Memory Usage
a

& Erable besp
PUbage

© Record U e

Make(128, 128, ctor: :Make(S5, 55) };

KDotted, gfx: :BorderStyle: :kDashed }

» Seach (CHieE)

Cnuxa 48. Jlemoncmpayuja na CSS border, co cume 4 paznuunu cmpanu

CJ'IGI[HO, Ke ce ACEMOHCTpHUPa HAa UCTOTO LITO € BEKE HalpTaHO, KaKO aa CC HAHCCC CACH

CSS outline.

a0
width: 250px;
[r— magenta;

tyle: solid;

ght-style: dotted;
otton-style: dashed;

border-left-colon: #£0066;
op-color: #00FF00;

Fe-vidth: 10px;
ght-uidth: 30px;
border-botton-width: 49px;

S— > - o [ —

=L Vindow

onCreate() { }

onbestroy() { }
Window: :0nClose() { }

Window: :OnSetFocus()
Window: :OnKillFocu:

indow: :OnMove(
Window: :0nSize(uint

Window: :OnPaint

resetMatrix();
clear(SK_CoLorWHITE) ;
withRadii[4] = { Sk Make(75, T
* radii = withRadii;

KRRec

r.setRe MakeXVWH(5@

T rder;
setBackgroundColor (SK_
setStyles({ gfx: :BorderStyle: KDouble, gFx

setColors({ SK_ColorRED, SK_ColorGREEN, SK_ColorBLUE, SK_ColorBLACK
border. setWiidths(gfx: :Insets: :MakeLTRB(10, 20, 30, 46));

£x: :Box0utl

butling. setOutlineOffset(16);

outling. setOutlineWidth(8);

outline. setOutlineStyle(gfx: :BorderStyle: :KDashed);

outling. setOutlineColor(SK_ColorGREEN) ;

border . insets() .outset(r);

paint: :PaintCanvas c
c.drawBorder(r, border)
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+ Process Memory (MB)
a7

4CPU (o l processony)
0

Events
ShowEvents 00(0)
Memory Usage:
Make(55, 55) } a
= Enabl hep profing (o
U Usge
 Record CPU Profe

le: :KDotted, gfx: :B yle::kDashed });

Cnuka 49. Jlemoncmpayuja na CSS outline



Crnenno, ke ce neMoHcTpupa 1 box-shadows Ha ucTaTa clvKa.

Make(128,

border. setStyles({ gfx: :B: o kD 5 tyle: :kDotted,gfx: :Borderst
der. setColors({ SK_C

8, SK_ColorBLACK), gfx::BoxShadow: :Make(®, ©, 2, 4, SK_ColorBLUE) };

Cnuka 50. [lemoncmpayuja na CSS box-shadows

Kako mTo kaxaBMe NPETXOAHO, KOAOT 3a LpTamke € JO0JIr0 BpeMe aHaJIU3UPaH,
ajanTHpaH W ONTHMHU3MPAH, 3a MOTpeOuTe Ha OBOj TPyZ, oxHOCHO 3a framework. Komor mma
CTeUMjalHA CIy4Yad Kora ce mpra co komanmu “drawRect”, xora co “drawRRect”, xora co
“drawDRRect”, kora co “drawPath”, utn. Hcto Taka, uma ciydau kaje Tpeda 1a ce ucede el
Ol TeOMeTpHjaTa, Jypd M HEKOJIKYy IaTH, CO IIeJl Jla HEe CE HaHecaT HeCaKaHW IUKCEIHU BO
HecakaHu mpoctopu. M Tyka mma ontummsanmu kora ce cede co “clipRect”, kora ce ceue co
“clipRRect” u xora ce ceue co “clipPath”. CrneqHo, ke ce mpuKake camo JIeJ OJ1 U3BOPHUOT KO

3a upTame Ha border u outline. MI3BopHHOT K0A 32 box-shadows e MHOTY OKpaTOK.

84



T — BoxBorderPainteccpp = X Vindov.cop
E Tomesgisterka (Gibl Scope)

‘}
T oid BoxBorderPainter: :Draw( PaintCanvas& canva: nst SkRect& rect, const gfx::BoxBorder& border)
{

r.isEmpty())

DrawRectNoBorder(
return;

}
if (b r.isWidthsEqual() && border.isColorsEqual() && b .isStylesEqual())

DrawRectUniformBorder(canvas, rect, border);
else if (border.isColorsEqual() & border.isStylesEqual())
{

DrawRectNonUniformBorder(canv
}
else
{
if (border.hasAdjacent()) DrawRectComplexBorder(canvas, rec
r.hasHorizontal()) DrawRectHorizontalBorder(c
else if (border.hasVertical()) DrawRectVerticalBorder(canvas,
else DrawRectNoBorder(

BoxBorderPainter: :Draw(: canvas SKRRect& BoxBorder& borde

if (rrect.isRect())

{
Draw(canvas .rect(), border);
return;

if ( der.isEmpty())

DrawRRectNoBorder(canva
return;

}

if (b r.isWidthsEqual() && border.isColorsEqual() && border.isStylesEqual())

DrawRRectUniformBorder(canvas,
}
else if ( isColorsEqual() && b

{

DrawRRectNonUnifornBorder(canvas, rrect,

Cnuka 51. [Jemoncmpayuja na uzeopruom koo 3a ypmarse na CSS border. Cneyugpuuno, osa e nowemoxom,

Yyea no Koj nocuder nam mpeba oa ce naypma moj border

BoxOutinPainterpp Borderpainter.cpp indow.cpg

[ TomeMagisterska. = (Global Scope)
if (!isOpaque) canvas.restore();

s.restore();

d DrawRRectOutline( PaintCanvas& ca st SkRRect& rrect, const gfx::BoxOutline& outline)
switch (outline.outlineStyle())
{
case gfx::BorderStyle: :kSolid:

DrawRRectSolidOutline(canvas
break;

case gfx::BorderStyle: :kDouble:

DrawRRectDoubleOutLine(c
break;
}
case gfx::BorderStyle::kDotted
case gfx::BorderStyle: :kDashed

DrawRRectDottedOrDashedOutline(
break;

}

case gfx: :BorderStyle: :kGroove

case gfx::BorderStyle: :kRidge:

{
DrawRRectGrooveOrRidgeOutline(cany
break;

}

default: break;

BoxOutlinePainter: :Draw(; PaintCanvas& canvas, coi rect, c gfx: :BoxOutline& outline)

if (1 ine.hasOutline()) return;
DrawRectOutline(canvas, rect, outline);

BoxOutlinePainter: :Draw(const PaintCanvas& SKRRect& rrect, BoxOutline&
if (rrect.isRect())
{

Draw(ca rrect.rect(), outline);
return;

if (lou e.hasOutline()) return;
DrawRRectOutline(canvas, rrect, outline);

© Nojssues found 1 TABS | CRIF

Cnuka 52. Jlemoncmpayuja Ha uzeopruom ko0 3a ypmaree na CSS outline. Cneyuguuno, oéa e nouemoxom, Kao

wmo ce 001y4y8a no Koj ro2uden nam mpeba oa ce Haypma moj outline
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Cnuka 53. [lemoncmpayuja na uzeopruom ko0 3a ypmaree Ha CSS box-shadows

Crnenno, ke ce NeMOHCTpHUpaaT HANpPEIHU TEKCT ornepanuu (mp. 0O0JIMKyBame Ha TEKCT,
cenekTupame Ha TekeT, CSS cBojcTBa Ha TekcT Kako text-align, letter-spacing, word-spacing,
WTH.).

[ToBekeTo o peaTHHOT KOJ 3a TEKCT € HalWIIaH M Pa3BHEH Kako mMomyn Bo Skia of
ctpana Ha Google. Mctrot Mmoyn moxke fa ce Hajae Bo Flutter framework. I1o nme e HapeyeH Bo
Skia SkParagraph. Bo nammot npoekrt, SkParagraph Geme npepaboten 3a morpeburte Ha OBOj
Tpyn. [pactuuno (myrmio) e HamajeHa ynoTpedaTa Ha MEMOpHUja OJ OpPHTHHAIHATA Kiaca OJ
Skia. Kopucreme Ha oBaa Kjiaca 3a MPUKaXKyBamke Ha TEKCT € OJ MHOTY CYIITHHCKH MPHYUHH.
Ha npumep, ako KOpUCHUKOT Ce pelir JAa KJIMKHE eTHAIl HaJI [apye TeKCT, Tpeda Toj TEKCT Ja To
MO3HUIIMOHKPA TITyBUETO, OJHOCHO CUISOI IITO Ce Haora HaJ Taa OyKBa M Jja IIOYHE MHIUKATOPOT
3a BHec Ha TekcT na ,rpenka’. Cure GUI amnmmkanum ro mmaar toa. Brop mpumep, ako
KOPHUCHHUKOT C€ PeIlId Jia KIWKHE ABAlaTy HaJl mapye TeKCT, Tpeda Toj TeKCT /1a TO CeNIeKTUpa, Ha
npuMep, HajOIMCKHUOT ,,300p” WM Mpa3eH MPOCTOP BO TEKCTOT, BO 3aBHCHOCT KaJe KIIMKHAI
nBanaTt. Tper mpuMep, MOKe, aKo KJIMKHE 3 MaTH HaJl Mmapye TeKCT, J1a My Ce CEeJICKTHpa Lelna
JWHUja TEeKCT Kaae kiuukHan 3 matu. Cute oBue cueHapuja mocrojar Bo moBekero GUI
aruTMKanuy, kako mro ce Microsoft Word, cure mopepan npenucryBauu, Flutter, Qt, utH. Axo

Tpeba na ce ummieMmeHtupa cBoe GUI, He3aBHCHO O ONEPAaTHBHUOT CHCTEM, paboTUTe
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OIHUIIIAHU TIPETXOAHO O Tpedaao KpeupaHuoT copTBep Ja T'M MOAAPXKYyBa. [pyru mpuuuHH
3alITO KJlacara € o]l CyIITHHCKA MOTpeda € 3apaii CBOjCTBA KAKO JIEBO-KOH-JIECHO U JICCHO-KOH-
JICBO THUIIyBamkbe Ha MUCMO, KaJKyjlalldja Ha TO3HMIMUTE M TOJCMHUHUTE HAa CaMUTE 3HAIlH,
onHOCHO glyphs Bo TekcTOT (32 1a MOXKe Ja ce KaJKyJmpa Kaje Jia ce ,,CeJIeKTHpa’” TEKCTOT, HO U
Jla ce OJITy4YH HaJl KOj 3HaK/OyKBa ce KIMKHAJO), text-align CSS cBojcTBO (ypu m Justify), kako

M HCKOHU CJIMYHU ACKOPAIHH Ha TCKCT, I103aJIMHU U CCHKMU.

Lorem Ipsum is simply dummy text of the printing and typesetting industry. Lorem Ipsum has been the industry's standard dummy text ever since the 1500s, when an unknown printer
took a galley of type and scrambled it to make a type specimen book. It has survived not only five centuries, but also the leap into electronic typesetting, remaining essentially
Unchanged, [T was popularised in the 1980s with the release of Leiraset Sheets containing Lorem Ipsum passages. and more recently with deskiop publishing, softwars like Aldus

PageMaker including versions of Lorem Ipsum,

Cnuxa 54. /lemoncmpayuja na ypmaree na mexcm xaxo npeaucmysavom Chromium

CreneH mpuMep € IpTame Ha JECHO-KOH-JIEBO THCMO.

Tekcror “_g Wikipedia™ » sl J) sh.” MO3ke 1@ ce Hanumie HAOMAYKH, O JECHO-KOH-IIEBO,
BO TMpenucTyBador, Toa ce mpaBu co CSS ceojerBo direction: rtl. Hcroto ke Ouge
JIEMOHCTPHPAHO MO0JTy. JIOMOTHUTETHO, K€ Ce HAIIPaBH M CEJIEKIIMja Ha TEKCTOT oJ uHaekc 10-

TH 10 20-TH.

87



Cnuxa 55. [lemoncmpayuja na ypmaree na mexcm xaxo npeaucmysasom Chromium, kopucmejku 0ecHo-KOH-71€60

nucmo

Kako mro moxe nma ce 3abenexu, moBekero CSS cBojcTBa 3a IpTame Ce MM BEKE
UMIUICMCHTHPAHU WM CO MaJIKy Halop ce MMIUIEMEHTHpaar JiecHo, kopucrejku ja Skia. Ho,
IITO aKO cakame HEIITO MOoBeKe 011 caMo IpTambe? Moxke na ce mouHe aa ce rpaau cornctseH Ul
framework co oBue ayiaTku Kou jgocera ce npe3eHtupaa. Ho, Toa Ou 0110 MHOTY JIMMUTHPAYKH,
CO OrJIe] Ha TOa JIeKa MOXKe J[a Ce HalpaBaT CaMO OCHOBHU KOITYHE»A CO OBHE €JICMEHTH, HKOHH U
TEKCTyaJHH €JICMEHTH, HO He TaMmy Kaje ITo Tpeba fa ce nozuimonupaar. Co apyru 300poBH,
CIIEMCHTUTE BO TPWIArOJCHOTO JPBO Ha CONCTBEHHMOT framework He Ou 3Haene kaje aa ce
MO3UIIMOHKMPAAT, HUTY KOJIKaBa TOJIEMHHA K€ UM Tpeba. 3a Toa, MOTpedeH € IPyr CUCTEM, auto
layout crcrem, Kajie €IEMEHTUTE CaMH, WK CO IMOMOIII Ha eKCILTUIMTHO Ae(GUHUPAHU TOJIEMUHH,
MUHUMAJITHA W/WJIH MaKCUMAJTHH, PEIaTHBHH/AICONYTHH IMO3UIMHU, margins, borders, paddings,
UTH. K€ Ce TO3MIIMOHHMPAAT HA CKPaHOT, PEJIATUBHO OJ HUBHUOT IMPEIOK, OJHOCHO POJHUTEIN BO
JPBOTO.

[Ipu ucrtpaxyBame Ha TaKOB CHCTEM, IMOCTOM OHOJMOTEKA INTO T'O MPaBU TOa U CE
OJUTYYHB JIa ja HICKOpUCTaM OMOIMOTEKaTa, Koja ce BUKa yoga, kpeupana on Meta/Facebook. Bo
paMKHTE Ha OBOj MarucTepCKu TPy, OoBaa OMOIMOTEKAa € MCTO Taka MpOy4YeHa M BrpajieHa BO
paMKHTE Ha HAIIeTO APBO 3a BpIICHE layout u moHaramy u LpTame. Mcro Taka, Kako U

SkParagraph, Taka u oBaa OUOIHOTEKA, € APACTUIHO MPOMEHETA 3a Ja (PyHKIHOHUpPA U padoTH
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Ha criequguyueH HayKH, Taka IITO HU JO3BOJIYBA J1a ja MpOoLIMpyBaMe, KOPUCTUME U MEHYBaMe Ha
KakoB Ouio HauuH. Ha mpumep, Bo opurmHaiHata OuOIMOTEKa, CEKOj ja30Jl 3Hae Jia UMa CBO)]
nojjaszon . Ho, oBa He cexkoram mma cMucia. TeKCT Win civka He OM Mo’Kesle Jja MMaaT CBOj
MOJja3JiM M OBa € €/Ha O] MHOTYTE€ NPUYHMHHU 3aIITO € HalpaBeHa OJyKara Jla Ce€ BMETHE
OubIMoTEKa BO MPOEKTOT U JPACTHYHO J]a C& MEHYBA, I0CJIe aHAJIM3a HA OPUTHHATHHOT U3BOPEH
KOJI.

bubnnorexkara e HamMeHaTa BOIJIaBHO 3a Ja ce BrpajlyBa Bo Apyru npoekTtu. Camara
oubmmoreka wumruiemeHntupa Flexbox layout cucrem, cinwueH Ha TOj KakoB INTO € BO
npenrcTyBaunTe. bubnuorekara, HCTO Taka, ce KOPUCTH oA cTpaHa Ha React Native.

EnuHcTBeHaTa mpoMeHa KojamrTo Tpeba Ja ce HallpaBH Ha MPOEKTOT € Ja Ce MPOMEHHU
C++ Bepsujata on C++17 Bo C++20. I[lopanu Toa mTo € moj Haia KOHTpoJIa 1efa Oubauoreka,
OBa MOXeE M J]a TO MEHyBaMe JIECHO, HO CO MAJIKy Harop.

Ha ce pasriiena HTML apBoto u HeroBute CSS CBOjCTBa KOM cakame Jia TH MPHKaKeMe

Ha CKpaH:

IDOCTYPE html

html,body {margin:0;}

display: flex;
padding: 80px 100px;

flex-direction: row;

terr

display: flex;
background-color: #0000ff7f;
border-radius: 24px;

min-width: 300px;

min-heigh

padding: 10px;

border-left-width: 10px;

border-left-color: magenta;
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border-top-color: black;
border-right-color: #00£f00;

border-bottom-color: cyan;

outline-width: 10px;
outline-style: dashed;
outline-color: #00ff00;

outline-offset: 25px;

box-shadow: 10px Opx 10px 5px magenta;

justify-content: center;
flex-shrink: 1;

flex-grow: 1;

color: white;
font-family: Arial;
font-size: 15px;
font-weight: bold;
text-align: center;

}
5

#2 {

display: flex;

background-color: #00ff007f;

border-radius: 240px;

padding: 20px 40px;

border-left-width: 10px;
border-top-width: 20px;
border-right-width: 30px;
border-bottom-width: 40px;

margin: Opx 80px;

border-left-style: solid;
border-top-style: double;
border-right-style: dotted;

border-bottom-style: dashed;

border-left-color: magenta;
border-top-color: black;
border-right-color: #00ff00;

border-bottom-color: cyan;

outline-width: Spx;
outline-style: double;
outline-color: #ff0000;

outline-offset: 15px;

box-shadow: -2px -2px 24px 24px blue;

Justify-content: center;

flex-shrink: 1;

flex-grow: 1;

text-decoration-style: dashed;
text-decoration: overline;
text-decoration-color: red;
color: black;
font-family: Arial;
font-size: 22px;

H

#slika {

display: flex;

max-height: 400px;
max-width: 400px;




="r">Button
="12"~Lorem Ipsum is simply dummy text of the printing and typesetting industry. Lorem Ipsum has been the industry's standard dummy text ever since the 1500s, when an unknown printer took a galley of type and
scrambled it to make a type specimen book. It has survived not only five centuries, but also the leap into electronic typesetting, remaining essentially unchanged. It was popularised in the 1960s with the release of Letraset sheets
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="slika" src="slika.jpg"

var range = document.createRange();
range.setStart(r2.firstChild, 58);
range.setEnd(r2.firstChild, );

window.getSelection().addRange(range);

Kane mro nmame m CSS cBojcTBa 3a BU3YeJEH IPUKa3, cera 1o
Kou ce nen ox layout, a He ox paint (azara.

Bo mpukazor Ha ApBOTO MO0y, Ce MpaBU aBTOMaTcka cropenda Ha CSS cBojcTBara.

Mo3xe fa ce 3a0€e1eKN ACKa UCTUTC IIapaMCTPH CC KOPHUCTAT U HA Kpa_] Cce ,Z[O6I/IBa HCT pEe3yJITar.

[void Window::OnCreate()

fTree.setRoot(fTree.create<yoga::Box>()):

fTree.root()->style().setPadding(yoga::Edge::Left, yoga::value::points(100));
fTree.root()->style().setPadding(yoga::Edge:: Top, yoga::value::points(80));
fTree.root()->style().setPadding(yoga::Edge::Right, yoga::value::points(100));
fTree.root()->style().setPadding(yoga::Edge::Bottom, yoga::value::points(80));
fTree.root()->style().setFlexDirection(yoga::FlexDirection::Row);

fTree.root()->style().setAlignltems(yoga::Align::Center);

auto r = fTree.create<yoga::Box>();
>setBackgroundColor( )i
-radii().set(24, 24, 24, 24);
-style().setMinDimension(yoga::Dimension::Width, yoga::value::points(300));
style().setMinDimension(yoga::Dimension::Height, yoga::value::points(300));
style().setPadding(yoga::Edge::Left, yoga::value::points(10));
style().setPadding(yoga::Edge::Top, yoga::value::points(10));
style().setPadding(yoga::Edge::Right, yoga::value::points(10));
-style().setPadding(yoga::Edge::Bottom, yoga::value::points(10));
>style().setBorder(yoga::Edge::Left, yoga::value::points(10));
-style().setBorder(yoga::Edge::Top, yoga::value::points(20));
style().setBorder(yoga::Edge::Right, yoga::value::points(30));
style().setBorder(yoga::Edge::Bottom, yoga::value::points(40));
setBorderStyle(gfx::BoxSide::kLeft, gfx::BorderStyle::kSolid);
setBorderStyle(gfx::BoxSide::kTop, gfx::BorderStyle::kDouble);
setBorderStyle(gfx::BoxSide::kRight, gfx::BorderStyle::kDotted);
-setBorderStyle(gfx::BoxSide::kBottom, gfx::BorderStyle::kDashed);
>setBorderColor(gfx::BoxSide::kLeft, SK_ColorMAGENTA);
-setBorderColor(gfx::BoxSide::kTop, SK_ColorBLACK);
-setBorderColor(gfx::BoxSide::kRight, SK_ColorGREEN);
setBorderColor(gfx::BoxSide::kBottom, SK_ColorCYAN);
outline().set(10, gfx::BorderStyle::kDashed, SK_ColorGREEN, 25);
addBoxShadow(gfx::BoxShadow::Make(10, 0, 10, 5, SK_ColorMAGENTA));
style().setJustifyContent(yoga::Justify::Center);
style().setFlexShrink(yoga::FloatOptional(1.0f));
style().setFlexGrow(yoga::FloatOptional(1.0f));

auto text = fTree.create<yoga::Text>();

text->setText(SkString("Button"));




textStyle().getTextStyle().setForegroundColor(SK_ColorWHITE);
textStyle().getTextStyle().setFontFamilies( { SkString("Arial") });
textStyle().getTextStyle().setFontSize(15);
textStyle().getTextStyle().setFontStyle(SkFontStyle::Bold());
textStyle().setTextAlign(text:: TextAlign::kCenter);

r->addChild(text);
auto r2 = fTree.create<yoga::Box>();

r2->setBackgroundColor( )3
r2->radii().set(240, 5 5 );

r2->style().setPadding(yoga::Edge::Left, yoga::value::points(40));

r2->style().setPadding(yoga::Edge:: Top, yoga::value::points(20));
r2->style().setPadding(yoga::Edge::Right, yoga::value::points(40));
r2->style().setPadding(yoga::Edge::Bottom, yoga::value::points(20));
r2->style().setBorder(yoga::Edge::Left, yoga::value::points(10));
r2->style().setBorder(yoga::Edge:: Top, yoga::value::points(20));
r2->style().setBorder(yoga::Edge::Right, yoga::value::points(30));
r2->style().setBorder(yoga::Edge::Bottom, yoga::value::points(40));
r2->style().setMargin(yoga::Edge::Left, yoga::value::points(80));
r2->style().setMargin(yoga::Edge::Right, yoga::value::points(80));
r2->setBorderStyle(gfx::BoxSide::kLeft, gfx::BorderStyle::kSolid):
r2->setBorderStyle(gfx::BoxSide::kTop, gfx::BorderStyle::kDouble);
r2->setBorderStyle(gfx::BoxSide::kRight, gfx::BorderStyle::kDotted);
r2->setBorderStyle(gfx::BoxSide::kBottom, gfx::BorderStyle::kDashed);
r2->setBorderColor(gfx::BoxSide::kLeft, SK_ColorMAGENTA);
r2->setBorderColor(gfx::BoxSide::kTop, SK_ColorBLACK);
r2->setBorderColor(gfx::BoxSide::kRight, SK_ColorGREEN):
r2->setBorderColor(gfx::BoxSide::kBottom, SK_ColorCYAN);
r2->outline().set(5, gfx::BorderStyle::kDouble, SK_ColorRED, 15);
r2->addBoxShadow(gfx::BoxShadow::Make(-2, -2, 24, 24, SK_ColorBLUE));
r2->style().setJustifyContent(yoga::Justify::Center);
r2->style().setFlexShrink(yoga::FloatOptional )
r2->style().setFlexGrow(yoga::FloatOptional(1.0f));

auto text2 = fTree.create<yoga:: Text>();

text2->set Text(SkString(""Lorem Ipsum is simply dummy text of the printing and typesetting industry. Lorem Ipsum has been the industry's standard dummy text ever since the 1500s, when ¢
unknown printer took a galley of type and scrambled it to make a type specimen book. It has survived not only five centuries, but also the leap into electronic typesetting, remaining essentially
unchanged. It was popularised in the 1960s with the release of Letraset sheets containing Lorem Ipsum passages, and more recently with desktop publishing software like Aldus PageMaker
including versions of Lorem Ipsum."));

text2->textStyle().getTextStyle().setDecorationStyle(text:: TextDecorationStyle::kDashed);

text2->textStyle().getTextStyle().setDecoration(text:: TextDecoration: :kOverline);

text2->textStyle().get TextStyle().setDecorationColor(SK_ColorRED);

text2->textStyle().get TextStyle().setForegroundColor(SK_ColorBLACK);

text2->textStyle().get TextStyle().setFontFamilies( { SkString("Arial") });

text2->textStyle().getTextStyle().setFontSize(22):

text2->textStyle().get TextStyle().setFontStyle(SkFontStyle::Normal()):

text2->setSelection(text:: TextRange(58, ));

r2->addChild(text2);

auto slika = fTree.create<yoga::Image>();
slika->style().setMaxDimension(yoga::Dimension::Height, yoga::value::points(
slika->style().setMaxDimension(yoga::Dimension::Width, yoga::value::points(

slika->loadImageFromFile("C:/Users/user/Desktop/slika.jpg");

fTree.root()->addChild(r);
fTree.root()->addChild(r2);
fTree.root()->addChild(slika);




3aroa mITO OBa C€ M3BPIIYBa KOra Ke ce Kpewpa IMpo30peroT, Tpeda JAa My ce Kake Ha
GUI gpBoto na Hampasu relayout Ha cBouTe eeMEHTH MOBTOPHO KOTa Ha MPO30PELOT Ke My ce
CMEHAT TUMEH3UUTE, KaKo IUPOYMHATa Wik BUcuHaTa. Mcto Taka, Ha OnPaint MeTonoT, ke ce

MOBHKa METOJIOT 3a 1pTamke Ha GUI npBoTo.

void Window::OnSize(uint32_t w, uint32_t h)

- size_rect.top);

void Window::OnPaint(SkCar

canvas->resetMatrix();
canvas->clear(SK_ColorWHITE);

fTree.draw(canvas);

Pesynraror Ha oBa ¢ GUI npBo koj 3Hae aa HampaBu layout u ga ce Hampra cam cebe,

KopucTejKku ja bubmmotekara Skia, mpeky kimacara SkCanvas.

top/tome i

Lorem Ipsum is simply dummy text of the printing and typesetting industry. Lorem Ipsum has been the industry's standard dummy text
ever since the 1500s, when an unknown printer took a galley of type and scrambled it to make a type specimen book. It has survived
not only five centuries, but also the leap into electronic typesetting, remaining essentially It was popularised in the 1960s
with the release of Lefraset sheets containing Lorem Ipsum passages, and more recently with desktop publishing software like Aldus
PageMaker including versions of Lorem Ipsum.

Le ng Lorem Ipsum passages, and more recently with desktop publishing software like Aldus PageMaker including
versions of Lorem Ipsum.

Cnuka 56. [lemoncmpayuja na Flexbox layout kopucmejku ja bubnuomexama Yoga u ypmarse Ha nosuyuume u
eonemunume npecmemanu 00 Yoga npexy Skia. I'opnama ciuxa npememagysa output 00 npeaucmysay Kopucmejru

HTML u CSS, 0oodexa donnuom nposopey e nawa umniemenmayuja na CSS ceojecmea npexy C++
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Jlo oBoj mMomenT, GUI enemeHTHTE yImITe HE 3HAaT M HEMaarT IOUM INTO € TIIyBYE,
TacTtaTypa, HacTaH, cripaByBad co HactaH (event handler), uTH., cé momeKa € BO3MOXHO OBHE
paboTH 1a ce UMILIEMEHTHPAAT, HE3aBUCHO O] ONICPATHBHHOT CHCTEM.

[Mpunarogenoro GUI mgpBo ja kopuctm OmOimorekata Yoga 3a jga mpecmera layout u
TOKMY TOa C€ CIy4yBa Kora ke ce moBuKa layout MeTo0T, Kako LITO € MpHuKaxaHo norope. Jla

BUJUME KaKO CC€ IIOMUHYBA APBOTO 3a J1a C€ HAPTa LCJI0 APBO.

this)) return;

urr->getNextSibling())

curr = curr->getNextSibling();
break;

else
1
{
curr = curr->getParent();

}

Cnuka 57. J[Jemoncmpayuja Ha usmMuHy8are Ha eOHO 0P8 3d Upmarse.

3a eqHO JaIeHO IPBO, HA IPUMED:

94



KomoT morope ke pe3yaTupa co CIeIHUOT Pe3yJiTaT:
startCallback — root
startCallback — one
startCallback — inner
endCallback — inner
endCallback — one
startCallback — two
endCallback — two
startCallback — three
endCallback — three
endCallback - root

Co BaKBOTO M3MHHYBambE Ha €IHO JIPBO, HA HEPEKYP3WBEH HAYMH, CE JIO3BOJIYBa MHOTY
Op30 U eduKacHO J1a ce TIOMHUHE IEJIOTO JIPBO, 0€3 pas3iiuKa KOJKY € JII1a00KO, KOJKY EIeMEHTH
¥UMa, UTH., Ha TOYEH HAYWH, KaKo IMTO OapaaT HeKoW epekTH w/miu GpeHomenu. Exen mpumep
3aIlTO € OBa M3MHHYBamke Ha JIPBO € CYHMITHHCKO, € mMmIuieMeHTanuja Ha CSS cBojcTBa Kako
transform, filter u opacity. Ha mpumep, ako ce HaHece opacity onx 0.5 Ha root, Toram curte
elleMeHTH Tpeba a umaar 0oja co anda kanan makcumyM oa 0.5. Ako HEKoj MoAeNeMEeHT UMa
JIOTIOJTHUTEJICH opacity, Toramn (pUHATHUOT anda KaHal 3a TOj €JIEMEHT M HETOBUTE MOJICIIEMEHTH
ou Oue 0.25 u Om ce HanpTaie KOPEKTHO Ha €KpaH, KaKo M JIPYTUTe HETOBHU MOJICIIEMEHTH, KaKo
BO TTOBEKETO APYTrH COPTBEPH.

CrnemHo, 3a Ja MOXKE JIPBOTO Ja OWjie HEKOraml KOPUCHO, MOTPEOHO € OTKOora Ke ce
u3BpIHM layout u paint, 1a MOXe J]a ce KJIMKHE Ha HEKO] CJIEMEHTH Ha C€KPaHOT 3a Ja HEellITO Ce
ciyud. JIpBOoTO, Kako MITO € IMOCTaBEHO CO CJIEMECHTH, MMa CBOW ITO3WIIMH, TOJCMHHH, HO U
Matpunu. Kora ce mpoBepyBa gaiu BO HEKOja TOYKA, OJJHOCHO KOOpJIWHATA JISKAT CIIEMEHTH,
noTpebeH e KOHTEKCT cianueH kako SkCanvas, kaze mTo MoXe J1a ce HarpaBu save(), restore(),
concat(matrix), translate(x, y), UTH., 32 Ja MOXE€ KOPEKTHO Ja C€ IBHUXKHME HHU3 APBOTO.
@duHanHaTa MaTpUIla C€ KOPHCTH 3aeJHO CO TOYKara, OJHOCHO KOOpJMHATaTa 3a Ja ce
TpaHc(hopMHUpa CeKoja reoMeTpHja Koja Tpeda Ja ce TeCTUpa Co Taa TOYKa. 3aBUCHO O] TOA ATl
MaTpullaTa T NpaBU MPaBUTE ariid Ja He Ce MpaBU Mocje TpaHcopmaiujaTa, Mopa Ja ce

uckopuctu ¢popmyna paznuuna o X >= Left && y >= Top && x <= Right && y <= Bottom.
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[Tonony ke ce mpukaxe kon 3a “hit-testing””:

#pragma once
include <skia/include/core/SkM44.h
include <vector

class HitTestContext

public:
HitTestContext(SkPoint point) : fPoint(std::move(point)) { fRecs.reserve(

public:
constexpr const SkPoint& point() const { return fPoint; }

constexpr const SkMatrix& matrix() const { return fCurrRec.fMatrix; }

public:
void translate(SkScalar x, SkScalar y) { concat(SkMatrix:: Translate(x, y)); }

void concat(const SkMatrix& matrix) { fCurrRec.fMatrix.postConcat(matrix); }

public:
void save() { fRecs.emplace_back(fCurrRec); }

void restore()

if (fRecs.empty()) return;
fCurrRec = fRecs.back();
fRecs.pop_back();

private:
struct Rec

SkMatrix fMatrix;

SkPoint fPoint;
Rec fCurrRec;

std::vector<Rec> fRecs;

void Window::OnMouseLeftButtonDown(int X, int y)

auto hits = fTree.hitTest(SkPoint::Make(x, y));
printf("Hits: %d\n", (int)hits.size());

v
§

std::vector<Node*> Tree::hitTest(const SkPoint& point) const {
if ('root()) return {};
HitTestContext ctx(point);
std::vector<Node*> hits;
root()->traverse(
[&ctx, &hits](Node* node)

ctx.save();
if (node->OnHitTest(ctx)) hits.emplace_back(node);

!
§

[&ctx](Node* node)




ctx.restore();
Ho
[1(const Node* node) { return node->isVisible(); }
)s
return hits;

bool Box::OnHitTest(HitTestContext& ctx) const

bool hit;
if (ctx.matrix().rectStaysRect()) {
SkRRect r;

borderRRect().transform(ctx.matrix(), &r);

hit = r.contains(SkRect::MakeL TRB(ctx.point().x() - , ctx.point().y() -

)
b
else {

SkPath p = SkPath::RRect(borderRRect()).transform(ctx.matrix());

hit = p.contains(ctx.point().x(), ctx.point().y());

if (hit && hasTransform()) {
ctx.concat(transform());

return hit;

, ctx.point().x() + , etx.point().y() + ):

JIucrara KOja CC IpeCMETYBa U KOja Cce Bpa1'<a Ha3aa r'Mm 49yBa CJIICMCHTHUTC, HA TAaKOB

Ha4yuH, IITO CICMCHTUTC Ha KpajOT Ha Taa JHUCTa CC€ CICMCHTUTC KOMIITO CC Haj6HI/ICKy a0

KOPHUCHHUKOT, OJHOCHO OKOTO. ElleMeHTHTE KOWINTO ce MpBU BO JIMCTAaTa ce ,,HajaajeKy”’ o

OKOTO, BO CMHCJIa, THE CJIIEMECHTH C€ ,,33]" IpPYyrd ejaeMeHTH. Ha mpumep, root elIeMeHToT, TOj

ITO I'M COAPIKU CUTC BO APBOTO CCKOr'alll Ke 6I/I,I[e IIPpB Ha JIMCTAaTa.

3a ma ce HanpaBM ejieH “hit-test”, Ha caMUTe €IEMEHTH UM C€ JI0JIaJICHU TaroBH, OJTHOCHO

“id” 3a ma ce mueHTU(UKYBaAAT €ICH OJ1 APYT, 32 Jla CE€ 3HAC KOU EIEMEHTH Ce KJIMKHATH Ha eKpaH.

Crnemnara civKa ja IOKa)XyBa JINCTAaTa UCIIeYaTeHa Ha EKPAHOT U KOW €JIEMEHTH OWJIe KIIMKHATH.

Co HH(bOpMaHI/II/ITC, OIHOCHO CJIICMCHTUTC BpPATCHHU O Taa JIMCTA, MOKC MHOT'Y pa6OTI/I Ja Cc€

HUMILUICMCHTHpPAAT, KaKO Ha IIPHUMCP, HACTaHH. Co TOa, MOXaT allJIMKaluuTe aa CTa”HaT

HHTCPAKTUBHU.
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Lorem Ipsum has been the
industry's standard dummy

Cnuka 58. [lemoncmpayuja Ha “hit-testing” na edHo 0p6o

CreniHO, OTKOTa K€ ce OBO3MOXKAT HAIIMTE €JIEMEHTHU Jia CTaHAT WHTCPAKTUBHH, CIIC/ICH
MPUPOJICH YEKOp € JIa Ce pa3MHCITyBa 3a aHUMAIIHH.

Ho, Toa e MaJiky MOKOMILTHIIMPAHO JIa C& UMILUICMEHTHPA U € HaJIBOP O] HCTPAKyBAHETO
npeTcTaBeHo BO 0BOj Tpya. Ho, reHepaiiHo, 3a Ja ce UMILUIEMEHTHPA €JICH CUCTEM 33 aHMMAIHH,
Tpeba Ja ce pa3sMUCIIH TOA MITO € aHMMAIlMja U KaKo UCTaTa aHUMaIdja J1a ce JIBHKU CO HEKOe
JaJICHO TOMHHATO BpEME 3a Jla MOXKE Ja Ce BUJAT BPEIHOCTHTE KOM Ha camara KpHBa 3a
aHMMallMja WK Ha Hu3aTa Ha frames ce MeHyBaaT MpeKy HEKoe JaJieHo ompeeiieHo Bpeme. Ha
npumep, na ro 3ememe CSS cBOjcTBOTO fransition Bo npensui. 3a aa ce AeGuHUpa aHUMAIH]ja,
OJTHOCHO TPaH3HUIIM]ja JIa Ce CIIy4YH MPEKy HEKOE AaJICHO ONpPEIe/ICHO BpeMe, CHHTAaKcaTa € Clie/iHa:
transition: width Is linear,. Co toa, CSS cBojcTBOTO Width, Ou Tpebano, kora ke nodue HOBa
BPEIHOCT, 1a C€ aHMMHUpA 0 HOBAaTa BPEIHOCT, OJ MOMECHTAIHATA NIMPOYMHA HA EIEMEHTOT,
npeky | cekyHaa BpeMe, CO JIMHeapHa HWHTeprojandja. EXHOCTABHO € KakaHO, HO camara
MMIUIEMEHTAI[Mja Ha TAKOB CUCTEM € TEIIIKO M3BEICHA.

Ha mpumep, raBHarta HuIIKa, kKajae ce oopadoryBa Windows Message Loop, kojarmro ce
ClpaByBa CO HACTaHH W KOM THU JEJerHpa HCTUTE HACTaHH KOH IPO30pPHTE € Bp3aHa M
,,3arjlaBeHa” 3a Taa 3ajaua Jia ja u3BpIyBa, HajOp30 MTO MOXe, kKora Moxe. Co Toa KakaHo, MMa

1 Hekou npumepu kage Windows 3Hae na Bie3e Bo mHTepeH Message Loop u TOj 3Hae ja He
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BpaTH pe3ynTaT ce gojexka Windows He ce cripaBu co Hero. Bo toa Bpeme, rinaBanor Windows
Message Loop He pabotu u enHocTaBHO yeka Windows Ja 3aBpIiu cO HEroBaTa HHTEpHA 3a/1a4a.

Co npyru 300poBHU, COPTBEpOT HE MOXKE OJ TJIaBHATa HUIIKA Ja TH JEeJerupa U Ja ce
CIIpaByBa CO HACTAHH 33 AHMMAIMK, OJHOCHO Ja T JABIKM aHuManuute. Ke Mmopa ma ce
KperpaaT HOBU HHIIKU U TJIaBHATA 3a]la4ya HA THE HUMIKK OW OWiia 1a TM JIBWKAT THE aHMMAIUH.
OBa e caMo0 elieH HaMBEH HA4YMH Kako OM ce CIpaBWiie CO ABM)KEHE HAa CBOU MPHUIIATOJICHU
aHUMAIIIH.

Ho, mocron apyr mpobiem ako Taka ce OJUIyYd Ja ce ABIDKAT aHMMaluuTe. 3a cpeka,

uMa perieHue 3a Toj mpodiem. [la ce pasriena ClieIHUOT KOJI:

auto start = std::chrono::high_resolution_clock::now();

while (!fThreadStopped)

auto end = std: i lution_clock::now();
std::chrono::duration<float, std::milli>>(end - start).count();

start = end;

printf("%f\n", t);

AKO ce U3BpIIM CIEIHUOT KOJ, MHOTYy Op30 mpouecopoT ke crturhHe ao 100%
uckopucreHoct. Ha expan ke ce medarar Bpemanoct o 0 wim Oosmcky a0 0. Toa e 3apaau Toa
IITO TPOMEHJIMBATA t € ©3MHUHATATO BPEME OJ1 IMTOCIICTHUOT AT KOra C€ M3BPIIUI KOJOT U TOTAIll
BO MOMEHTOT KOra ce H3BpIIyBa MCTUOT KOj MOBTOpHO. OBa mpercraByBa roiieM mpoodiem,
3apaJiv Toa IITO CUTE PECYpPCH Ha KOMITJYTEPOT C€ KOPUCTAT OecroTpeOHO.

Ho, we camo Ttoa. Jlypu m nma ce moBuka komanmata Ha Windows “Sleep(0)” wim
“Sleep(1)”, oBa ke T0O pemu MPoOIEMOT CO HCKOPUCTEHOCTA Ha MPOIECOPOT, HO CE T0jaByBa U
apyr mpobsieM. Sleep € HEKOH3HCTEHTEH, MOpaau Toa IITO MpaBH MHOTY JPYrd paboOTH BO
M03aJMHA U JIOTIOJTHUTETHO YeKa Ha ONEPaTHBHUOT CHCTEM 3a JIa Ha Taa HUIIKA M Ja/ie BpeMe Ja
W3BPIIH CJICTHU WHCTPYKIMU. OBa pe3ylTupa BO TOa MITO, HaKO MOKEOU € KakaHo Ja ce 4eka 3
MUJIMCEKYH/IH, Ja ce 4Yeka menu 15 munmucekyHau. HopmanHo, Toa 3Ha4YM BO aHMMaIlWja, Ja
MPOIMYIITAME JIe] OJ KpuBaTa M Jja He BUAUME Jen ol anumanujara. [1Ito ako nMamMe MOHHUTOP
on 144Hz? Wnu ymire moctpamno, 240Hz? Bpemero 3a uekame, 0JTHOCHO t, oqHOCHO delta t, ce
Kajkynupa mpeky cienHoro: t = 1000/Hz. Toa 3maum nmeka ako kopuctume 240Hz, nexa
BpPEMETO 3a 4eKame Tpeda na ouzae 4.166666666666667 mummcekyaau. Co dyakuuja Sleep, Toa

€ HCBO3MOKHO Ja C€ IIOCTUTHCE.
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Pemenuero 3a oBoj npolieM e ,,BepTHKalIHAa CUHXpOHHU3anuja”, onqHocHo “V-Sync”. Co
npyru 36opoBu, ppeksennujara Ha while loop, 6u Tpebano ga ce CHHXPOHU3UPA CO MPOLECOPOT
Ha MoHMTOpoT. Ha mpumep, mpen na mouHe ja mpolecupa HOBa ,,paMKa”, oJHOCHO frame Ha
€KpaH MOHHTOPOT, MPOLECOPOT OJ CTpaHa Ha Taa HUIIKA K€ YeKa 3a Jla TOj CHrHaiu Oupe
,acTparen” oj crpaHa Ha MoHUTOPOT. Co Toa, ppekBernmjara Ha while loop, oqHOCHO HHITKA
ce CMHXPOHM3Hpa co Op3MHaTa Ha Mpolecupame Ha €Ha paMKa OJ CTpaHa Ha MOHUTOpoT. OBa
pesyntupa co while loop umnja ¢pekBeHIMja € ©cTa CO Taa HA MOHHTOPOT, JI03BOTYBajKH Ha
TOUYEH t 3a JABIDKEH€ HAa CAMHUTE aHUMAIWW, J1a HE Ce HMCKOPHCTYBa MHOTY IIPOLIECOPOT H
HajOMTHO O] CHTE, HEMa JIa UMa BUIIIOK CJIMKU 32 MCIPaKkamkhe Ha CKPaH 32 MPUKA3.

Mma noBeke pa3nuyHM Ha4MHU KaKo Jia ce JloueKka Toj curHai. EjeH ox The HauuHU e
npeky camuot rpapuuku API. Kora tpeba na ce mpe3eHTHpa HOBa CIIMKa Jla €€ UCHPATH KOH
eKpaH 3a mpuka3 npeky rpadpuuko API, o0udyHO ce moBHKyBa (yHKIIHja KOJjalITO BO HEj3UHOTO
umMe ro uma tepmuHOT “SwapBuffers”. Bo Toj MomeHT, mHTepHO, rpaduukoro API, ako e
KOHQUIypUpaHO OJl CTpaHa Ha IOBUKYBayoT Ha (yHKIMjaTa Ja ce Yeka 3a CUTHAJIOT,
rpaduuxoTo API ke ro nmoueka Toj cUrHAJ Mpea Aa ja UCIIpaTH CIMKaTa Ha eKpaH 3a npukas. Ho,
OBa € He ceKorail J00po Ja ce KOPUCTH Mopaau Toa mTo Tpeda na ce Kopuctu rpadguaxoro API
3a Jla ce JoYeKa TOj CHTHaJl, HO HMCTO Taka HE € J00po 3apaau Toa IITO pe3yiaTHpa Co
IIpe3eHTal1ja Ha HOBA CIIMKA, a BO CIy4ajoT, Ce OJBMBa (a3a Ha KOHCTPYKIMja HAa HOBA CIIMKA U
MOTEHIIMjaJTHO HEMa HOBa CJIMKA 3a npe3eHTupame. Co Apyru 300poBU, NOTPEOEH € CUTHAJIOT Ja
ce oueka 6e3 1a ce kopuctu rpagpuukoTo APL.

Hpyr HaumH e ga ce kopuct, Ha Windows, Desktop Window Manager (DWM). Ho, Bo
nopaHelmHu Bep3uu Ha Windows, oBaa KOMIIOHEHTa MOXKE OJl CTpaHa Ha KOPHCHUKOT Jla ce
uckiaydd u gynkugjata “DwmFlush”, koja ro xopuctu DWM 3a na ro moyeka CUTHauoT 3a
VSync na pesyntupa ga He pabOTH M Ja HE Yeka. AKO MOTEHIMjaHO Ce HACIOHyBa Ha Taa
¢ynkuuja, while loop ke nma noropHo 100% CPU uckopucteHocT.

ITocne nponro uctpaxyBame, Ipeky (GopyMm 3a JUCKyCcHja, ce ClIOMHaa 2 (DyHKIHMM Ha
Windows 3a  dyekame Ha  TOj curian  (D3DKMTOpenAdapterFromHde u
D3DKMTWaitForVerticalBlankEvent), koumro He ce HaclOHyBaaT Ha TNPETXOIHUTE
mumuTanuu co rpadpuukoro API win co uckinyuysame Ha DWM. Co cinenHuoT Ko, MOXe Aa ce

JOBUKAT aHUMAIIMHUTE CO TOYHHOT t:
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RD WINAPI WindowMainThread(LPVOID IpParam)

D3DKMT_OPENADAPTERFROMHDC oa
oa.hDc = GetDC(HWND_DESKTOP);
D3DKM enAdapterFromHdc(é

D3DKMT_WAITFORVERTICALBLANKEVENT we = { };
we.hAdapter = oa.hAdapter;

idPnSourceld VidPnSourceld;

auto start = std::chrono::high_resolution_clock:

readStopped)
D3DKMTWaitForVerticalBlankEvent(&we);

auto end = std::chrono::high_resolution_clock::now();
auto t = std::chrono::duration_cast<std::chrono::duration<float, std::milli>>(end - start).count();

start = end;

printf("%f\n", t);

indo
DWORD WINAPI WindowMainThread(LPVOID 1pl
Window* window = (Windowx)

D3DKMT_OP! >
oa.hDc = GetDC(window
D3DKMTOpenAdapterFromHdc(&oa) ;

D: IT_WAITFORVERTI!
we.hAdapter = oa.hAdapter;
we.VidPnSourceId = oa.VidPnSourceld;

auto start = std: :chrono: :high_resolution_clock: :now();
while (!window->IsAnimThreadStopped())
{

D3DKMTWaitForVerticalBlankEvent(&we);

end = std: :chrono
t = std:: :: _cast<std: : ::durat oat :: >> start).count();
start = end;

window->0nUpdate(t);
3

}
return 0;

:Window(HWND h : FHWNDChwnd), fThreadStopped(fa
fThread = CreateThread(nullptr, @, WindowMainThread, (L!
do Window()
fThreadStopped = t
WaitForSingleObject(fThread, 0);

window: :OnUpdate(f )

printf("t: %fms\n", t);

OnCreate()
fTree.setRoot(fTree.create<yoga: :Box>());

fTree.root()->style().setPadding(yoga: :E H g :points(100));

fTree.root()->stvle() .setPaddina(voaa: :E Top. voaqa:: i ) -
© No ksues found (% 1 om1 Tass | CRF

Cruxa 59. lemoncmpayuja na uexarbe na cuenanom 3a “VSync” co 165Hz

[Topagm TOa MITO MOHUTOPOT HAa KOJIITO € TECTHpPaHO oBa ¢ ox 165Hz, t e mpubmmxHO
enHakBo co (opmymara ox mperxoxaHo: 1000/Hz, ogrocHo 1000/165 = 6.06060606. dypu u

JMHAMHUYHO J]a c€ CMEHHU (peKBeHLIMjaTa, t BO OBOj ClIy4yaj UCTO Taka Ke ce CMEHH.
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standard dummy text ever
since the 1500s, when an

Cnuxa 60. /lemoncmpayuja na uexarbe Ha cuenanom za “VSync” co 24Hz

HopwmaiHo, ako cakame MHTEpakiiija co qpyru 00jeKTH HAJBOP OJ1 Taa HUIIKA OJ1 KOja ce
YyeKka CHTHAJIOT 3a VSync, Toram ke Tpeba Ja ce CHHXPOHU3UPAaT 00jeKTUTE HHU3 Pa3IUIHUTE
HUIIKA WIA CIPOTUBHO, MPOTPAMOT MOXE W Jia TaJHE WJIM Jia HEe Ce OJHECYBa BEKE CIOPE]
OYEKYBaHOTO.

Ho, kako 1 a ce o/Tyyu AU3ajHOT Ha CUCTEMOT 33 aHUMAIlUU U KaKO aHUMAaIUUTE Ke ce
nBUKatT, Skia IMa pa3IMdHU JIATKH 32 KPUBH U 32 IIPECMETYBAkE Ha Y CIIOPE X, OMHOCHO t. Taa
kiaca ce Buka SkCubicMap. Ha ciimyen HauuH e neduHHpaHa, Taka MITO MOXKE CUTE Pa3IMYHH
kpuBHu 1 o1 CSS crenudukanujara 1a ce KOPUCTAT Kako IITO ce linear, ease-in, ease-out, ease-
in-out, utH. Ce nedunupa npexy 2 Touku, oqHocHo SkPoint.

3a ga moxe na ce pepurmpa SkCubicMap u n1a ce KopHuCTH 3a Ja ce 100HjaT HOBUTE

BPEIHOCTH OJ1 MTOJIBUKHATA aHUMAIlHja, OOMYHO TOA CE MPaBH CO CICTHUOT KO
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st Andyze Tools Edensions Window Help O Search~ | TomeMagisterska Studio Debug Console:

- Debugger - B E.

Window.cpp & X

[ omeMagiterska =1 Window

PENADAPTERFR(
oa.hDc = GetDC(window->GetHandle(
D3DKMTOpenAdapterFromHdc(&oa) ;

5
)

we.hAdapter = oa.hAdapter;
we.VidPnSourceId = oa.VidPnSourceld;

o start = std::chrono: :high_resolution_clock::
while (!window->IsAnimThreadStopped())
{

{
D3DKMTWaitForVerticalBlankEvent(&we);

end = std: :chrono: :high lution
auto t = std::chrono: :duration_cast<std a L std::milli>>(end - s
start = en a

window->OnUpdate(t);
3

3
return 0;

from,

curve.computeYFromx(t));

EWindow: :Window(HWND hwnd) : fHWNDChwnd), fThreadStopped(false)
{
{

fThread = CreateThread(nul 0, WindowMainThread, (LPVO!

:~Window()

£ThreadStopped g
WaitForSingleObject(fThread, 0);

ibicMap curve(SkPoint::Make(0.14f, 0.75F), S .32F, 0.65));
at from = 5.0f;
to = 10.0f
duration = 500.6F;
if (fElapsed <= duration) {
loat finalvalue = Animate(curve, from, to, fElapsed / duration);
printf("Value: %f\n", finalvValue);
fElapsed +
3

© Nojssues found

Cnuxa 61. /lemoncmpayuja na xopucmerse SkCubicMap, kpusa xoja modice 0a ce Kopucmu 3a 0a ce NoCmuzHe

aHuMayuja Ha expau
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3akiyqok

Llenta HA OBOj TPY. € Aa ce JEMOHCTPUPA €ACH O MHOTYTE HaUMHU Ha KOj OM MOKel Ja
ce rpagu cBoj Ul framework, He3aBucHO on caMuoT omepaTuBeH cucteM, rpadpuuko API wiun
ciuyHo. Skia e ocTa JiecHa 3a yuewe M 3a IPUMEHYBamke BO Kperpame Ha rpaduka. Kako mto
BUJIOBME TIPETXOJHO, 32 Jla C€ CTHTHE N0 cnenuduyeH pe3yiTar Ha €KpaH, KOPUCTeHE Ha
MPEMCTYBaul U Pa3jIMYHUA CBOjCTBA, MOXKHO € Ja Ce ,,KOIUpaaT’, OJIHOCHO IMOCTHTHAT UCTHUTE
pe3yNTaTH NPUCYTHH BO MOTOJIEMUTE COPTBEPU KOra cakame Ja uMiieMeHtupame aenosu o Ul
framework xou moxeme na ru Hajaeme Bo apyru frameworks. [Topagu Toa mTo Skia e TecTupan
U KOpHCTeH BO morojemute frameworks m codTBepu, MOXe 1da ce€ MOTIpEeMe IEJIOCHO KOH
OnOIMOTEKaTa M UCTaTa J1a ja KOPUCTUME BO HAITHOT TPY/I.

Kora tpeba mocnoxkenu paboTH Ja ce MMILUIEMEHTHpaaT, Kako aBTOMaTcku layout Ha
€JIEMEHTU Ha €KpaH, MOXKE CIO00O0THO Jla Ce MCKOPUCTAT APYrd alaTKUu U OMOIUOTEKH JIECHO
JOCTaITHU ¥ KOMITATUOWIIHY 33 HaIllM MOTPeOH, 1eiu u KoHpurypauu. Toa ro HalpaBUBME CO
KOPUCTEHE Ha BTOpa OMONMoTEeKa (Kojamro Oeme Ha KpajoT BrpaJeHa U KOMIUIETHO W3MEHeTa ,
MOBTOPHO, 3a HaiM noTpedu Bo HammotT Ul framework) u co Toa ycnenrHo nocTurHaBmMe, UCTO
Taka, MOBTOPHO UCT (MJIM CIUYEH) Pe3yNITaT KaKo U BO CIy4aj Ha MOrOJIEMHUTE COPTBEPH.

Bo KOHTEKCT Ha crioMeHaTara aHWMalldja MPH KPajoT Ha HAIIUOT MPAKTUYCH JEN, BO
eBEHTYyaJICH IIOHATaMOIIIEH pa3Boj Ha HaMOT framework Mokeme J1a IpoI0IKIME ITOHATaMy CO
Kpeupame Ha JAPBOTO Mpeky Oumbnuoreka 3a BuuTyBambe Ha HTML noxkyment. Exen Takos
nmpuMep € Ja ce kopuctu oubiamorekara libxml2 u 1a ce nHTerprpa OUbIMOTEKaTa BO MPOCKTOT,
BO cMHCIa Aa ce uckopuctu BunuTyBame Ha HTML | TokeHun” u ga ce xkpeupa APBOTO CHOpEN
pe3yiTaTuTe JajieHu of camara 6ubnmnoTeka 3a cexoj einement Bo HTML npsoto.

[Tonaramy, MO€e MCTO Taka Jla c€ UCKOPUCTH HJIU Jia ce Kpeupa HOoB Moayi 3a CSS u na
ce kopucrar Skia o6jexktute u kimacute (SkScalar, SkMatrix, SklmageFilter, utn.) 3a na ce
Kpenpaart nmorpeOHUTe 00jeKTH 3a Ja ce mocturHe neira Ha CSS cBojcTBOTO.

Bo mnonaramomHuUTE YEKOpPH BO OBOj TPy, HMIUIEMEHTHPAHETO HAa aHUMaIMja Ou
MOJKEJIO Jla C€ U3BPIIM U MPEKy ApPYyra HUIIKA, Kako MITO Oelle cioMHaTo norope. bu Mmoxene aa
ce HacCOYMMeE KOH Pa3BOj Ha creu(pUIeH aHUMAIIUCKUA CUCTEM.

[Tonatamy, MOXe J1a ce 3all0OYHe CO pa3BUBAmE HAa HACTAHW M CO HUBHHOT pa3Boj, Ja ce

BOBEJIC U TMHAMHUYKY CKPUITHPAYKH ja3uK Kako JavaScript, Lua wim Python u na ce oBo3MOxu
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IporpaMupame Ha JIPBOTO NPEKy Hajmo3HaTuTe cBeTcku jazunu. Co Toa, mpuiaroaeHuoTr Ul

framework moxe JAa CTaHE€ UCTO TaKa MHOT'Y ITOITYJIAPCH U KOPUCTCH 3a pa3JIMYHU IICJIN.
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