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01 OVERVIEW
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BT BOBENERAEHS,
— RARRR
=5/ API  C++ / DirectX 11(HLSL)
514735')  DirectXTex / cgltf / Dear ImGui / SDL3
/ stb truetype
=i XAudio2 / X3DAudio / Media Foundation
AR -2RE 2026/6 —(FFEH) -EARR
MDIZE  ERET- IR BFHESR (O — R OECRIFEC Al

=)

— JL—ALTJ—2E src/engine/

engine/asset
engine/audio
engine/component
engine/core
engine/debug
engine/feedback
engine/graphics
engine/input

engine/physics

7y hEE-R1U(pak / DDS / PCM / MDL)
XAudio2-X3DAudio IC&DBEE 3D F£
GameObject & Component D&

=2 ATITONER, BFfE
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Ik 01 ASSET Action3D O SLABAER

7ty boENZ 1471 THEE S — X-Macro

— @
_ . . . asset_def.h
TORFPRETIVETI DRI ZUIC, enum /N ADEZSY- ,
#define TEXTURE_LIST \
:FV‘V:JJODBD\F)?%'E_IU“lg%?lﬁ?%‘gbiﬁﬁo"lﬁ%bi‘ TEXTURE(FIELD, "assets/textures/environment/field.png") \

TEXTURE (FIELD_NORMAL, "assets/textures/environment/field_normal.png") \

INDE DT EYIFEMAEND,
— Vol &

EFERZ asset_def.h DINICENUL/Z@,. TEXTURE(ID, b
KR) ZHTELLEHT. ¥OOZZUEX TERML. enun @
EINZADEFIOERU) ARMS1ESD (X-Macro),

#define TEXTURE(id, path) id,
enum class TextureID {

MAX

asset_def.h L15-L17 / L32-L36

asset_manager.cpp

AssetManager [& ID DSERGI ST DR —F #define TEXTURE(id, path) path,
1"5'37_‘7_'729—"\7(&":\:‘\7“J:JJL/ E@E#I: PreloadAll static const char* g_texturePaths[static_cast<int>(TextureID::MAX)] = {
352:87)_(5'}% \o 3
#undef TEXTURE
e 2

- Release —C;Ij:/\\/rgiﬁaj‘a) .dds %Eﬁ@(j__“j_l\“:a std::str‘ing path - or‘igPath;

= Einad size t dot = path.find_last of('.");

\_inﬁiiﬁ,mb)eoDebug lgéE@ bng / hdr if (dot != std::string::npos) path = path.substr(@, dot) + ".dds";
_ P A ~ ‘\: N S 7 w ~ -_—

11TODJEjJD_C/§¢)0)_C\ J t JI\O)jEjJ[IH%L asset_manager.cpp L21-L25 / L171-L175

INTIMAYRFSN,

EEY—X @ asset def.h / asset manager.cpp 06 / 25



TITX 02 ASSET BAKE

iz E 32 — HEo 7k y

BEDRZUIZ.MP3-PNG @F7I—R, 2

IN—ZDEY  EEENHEL,

— Vol &

T—LFCEEF, data.pak DEV-HOWESEIFRLMIZFETLU.

120 pak [CFEHD,

- MP3 [FPCM [ZT7O—RUTH &N T €.

— PNG / HDR 2w 740 DDS IC95@ (3E HDR-
IEERRIE BC7 [E#8) o

— GLB [FRA17FHD .mdl [T D, TER - Th—
TZX—=230NDF—%, GPU AJE—9 3EITDFA
EREBELUTHETIRXAFIE BC7 / BC5 [E#E.

RA b

- EVBEINE. pak DTA—VVERE@ L.V — A DEFEFZ
B THIE T D NI VUBZEZ R =5 ZE EITS7ETT.
REEEICEEMICIEVEIND,

— pak OFEEBEIF AF>TVB[EE "Pak?" [CLTHETO.

=TRA TS "PACK" ICRT @. FHF TEETEHIEN

pak ZERFERL),

W THERK. GLB @

Action3D ZJOJ S LEBEER

R4 7 & VFS

asset_baker.cpp

if (n !=
return true;

1 || memcmp(h.magic, "PACK", 4) I=

¥
if (entry.last_write_time() > pakTime) return true;
memcpy (header.magic, "PAK?", 4);
if (!DecodeMP3ToPCM(srcPath, fileData, is3d)) {
if (!EncodeImageToDDS(srcPath, fileData)) {

memcpy (header.magic, "PACK", 4);

asset_baker.cpp L63-L65 / L77 / L591 / L622 / L636 / L777

EEY—X @ asset baker.cpp / mdl format.h / asset file system.cpp / pack format.h

@ || h.version != PackFormat:

:VERSION) { @
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ITX 03 PROFILING Action3D TJOJ3SLEHAER

L IR o Tep 2B THED S 5 — RHERFE DF T

— B

~ — ~ ' R I. t\‘) : i = li: iﬁ\l E E/E\I 7 — .
ME< BTSN T3 TRDS S, B elease EJUR / Total Startup Time DR / EBI(EHAFT—4.xlsx)

o . n @ AssetManager ZEA -32%
- UICEBIBREEHIL T 3L\ D E S hE B8 T 1,827 ms
HFTHEMNDIZN DT, A ] 1,239 ms
— ¥oRCL EE%E PCM [CRA 9 (BEDZHAHERR) -94%
ZALIB(Z scopedTimer % AXL., EEIDNER RA DRI 740 ms
(P AR - U— VML) EBEOYIC A 0 45 ms
H9, TEDRIET. Release EIVRZRIUEET2~ EUZE COREBFRRS & -30%
e s g ~ao8 — 1566 s
RADi% ] 1,309 ms

— Dhho7zCE
L EmENFO—RAEEORTEEN ST C;)E;ﬁl‘jij‘yj(ﬂﬁﬁl-_iﬁﬁ > RIINET) T +37% — /\49'26‘ (;392;/:
(#740ms). R ] 2,738 ms
- IYTIVYTEEHRICIAED S BISES BT, RAINBUT1E e 1,865 ms
SRENA PRI Ol T e @ RAODBEIL(EF IV OERZRIZN) -33%
BB(LAT ] 1,862 ms
Btk ] 1,247 ms

EEY—X @ profiler.h / & Init @ ScopedTimer / 5187 —%.xlsx 08 / 25



Ik 04 GPU MIPMAP Action3D O SLABAER

Iy 7=y 7 %E GPU N%EH T

— z@Em
otz i ) Debug EJLRT &M png ZFHAEFDOER GHAIT —5.xlsx). D CPU Z 100% &UZRT

WYY I CPU(DirectXTex @ GenerateMipMaps ) WET2ZF+(2880%2880) DIV TER -999

3 . S e CPU1ED) 1,237.1 ms
TE5 &), Debug EIVR T, HiED 2880%2880 e - T
D 1 WIZIFTH 1.2 b Y EFHEETIEHK 12.7 FHZF v RARDEHAH -89%
N =B 4 CPU(1[E]) 9,550 ms
MICES AT, GPUCET) I 1,068 ms
— ®OCL i) [0E S -73%
= . S 5 ——p - CPU(1[E) 12,700 ms
= EEBDBIREZTZ GPU AW, EKYDIY FId GPU IC GPURETS) 3,445 ms
{ESES( GenerateMips ) K DICUTzo EDTA—TYEMN
BEIERICXIINT SMEICFAN@. RENDER TARGET & asset_manager.cpp
GENERATE MIPS ﬁf‘_?'cj_—aza’—va_:ﬂzégo ETE 117 if (FAILED(device->CheckFormatSupport(top.format, &support))) return nullptr;

if (!(support & D3D11_FORMAT_SUPPORT_MIP_AUTOGEN)) return nullptr;
90 td.BindFlags = D3D11_BIND_SHADER_RESOURCE | D3D11_BIND_RENDER_TARGET;
ﬁmbz'b\fd:b\jzr_v\y I\T:“lj-\ :nast\‘\a) CPU H-&/\Ej’ td.MiscFlags = D3D11_RESOURCE_MISC_GENERATE_MIPS;
@o context->GenerateMips(srv);
~ srv = CreateTextureWithGpuMips(*cur->GetImage(0, 0, 0), name);
Ak if (srv) {
- WUHURIBZEX T BUSOHR TV EX TS, LR > o
- PRIk Debug EJVRDA(CPU & 1 B, GPU [& 2 }
@], Release [IRAFEAD DDS ZixH7/=6h. D ?ir‘ectX::Scr“atchImage mipChain;
ﬁﬁ%(iﬂé':ﬁ%qJ@ﬁBE%FEﬂE%ﬁM%ﬁqﬁo ScopedTimer t(TexStep(name, "GenerateMipMaps (CPU)", meta).c_str());

asset_manager.cpp L122-1123 / L135-1L136 / L149 / L247-1L251 / L253-L255

BSEY—X @ asset manager.cpp / :HEIT—%.xlsx 9 / 25



Ik 05 PHYSICS 1/5 Action3D TOYSLEBRER

WDV —N2F— L LU DS — LA v — L Bk

I E*EL .
e . . . physics_world.cpp
ERHIEDIV—IV %, @ -5 Rl #F 7R E DT — LD
. - . - static constexpr int kTypeCount = 4;
Dy\ygh\btﬂt)%ﬁbﬁ:l‘\o r:d)ﬁﬁlgaﬁo)gﬁt%f:b@lﬂj IntersectFn s_Table[kTypeCount][kTypeCount] = {
E\ %95Z0)Ep0} If T\‘%<(\:%&6b\5o { DispSS, DispSB, DispSO, DispSC })
_ { DispBS, DispBB, DispBO, DispBC },
— P2k { Disp0S,  DispOB, DispNotImpl, DispoC },
Unity ® Physics Layer Matrix &EUFEIZUTz, {DispCs, — DispC8,  DispCo, Pispccd,
GameObject IFBADLAY—Z1DF DT BET DN for (int i = @; 1 < LAYER_COUNT; ++i)
. - N N for (int j = @; j < LAYER_COUNT; ++j)
tjb\lg\ PhysicsWorld b\ﬁ'Jl/’f‘\”—Xl/’f‘V—o)Z/XTB m_LayerMatrix[i][j] = true;
bool BEEFI TRH 5B O .

SetLayerCollision(CollisionLayer::PlayerAttack, CollisionlLayer::Player, false);

Bl 4= - _» = e - SetLayerCollision(CollisionLayer::PlayerAttack, CollisionlLayer::PlayerAttack, false);
*ﬂgﬁﬁgl;réﬂl}été] 1< L, wuﬂtlj‘& = <° nxmliﬂw["‘ SetlLayerCollision(CollisionLayer::PlayerAttack, CollisionlLayer::Terrain, false);
BdED. FAZEFIETEAICR<,

void PhysicsWorld::SetLayerCollision(CollisionLayer a, CollisionLayer b, bool enabled) {

FOMHEDE GR-58-OBB- AT IL) (&, 4X4DBIKR T int ai = static_casteints(a);
int bi = static_cast<int>(b);

?’E(’)ﬁlj-éoo m_LayerMatrix[ai][bi] = enabled;
m_LayerMatrix[bi][ai] = enabled;

— R4k

N oo » physics_world.cpp L560-L566 / L609-L611 / L615-L617 / L631-L635
- BBV EX) EEBH S T B< g
[FO7ZITZHURT,

— OBBXOBB [HfE31Zmh L\ e hARFEER
( DispNotImpl )o AEIT/RD/zERFICRE T At

EiEY—X @ physics world.cpp / collision layer.h / collider.h [Eh 10 / 25



Ik 06 PHYSICS 2/5 Action3D TOYSLEBRER

BHORZHETS — OBB 2 '—Ah )L 22jd AABB| 1245

RDHZVHIEITRIDICHEZ D, AABB(HIC
Ri>7258) Tl fRY DEFICADRVRENET, — ,
L R . ocalX = d.x * ax.x + d.y * ax.y + d.z * ax.z;
SO TVRWVDICSE S, localyY = d.x * ay.x + d.y * ay.y + d.z * ay.z;

physics_world.cpp

— XY»okCE localz = d.x * az.x + d.y * az.y + d.z * az.z;

BE%HT3 OBB & ANE AFOHPHTIL%E, OBB
DO—HIVEEREABLTQUEZIE. OBB 112720

std::max(-hs.x, std::min(localX, hs.x));
std::max(-hs.y, std::min(localY, hs.y));

AABBJIC2 D, &I EERZEFEDEFHA std::max(-hs.z, std::min(localz, hs.z));
95U TTBET .
. Vector3 segPt = ClosestPointOnSegment(Vector3{ ©.0f, 0.0f, 0.0f }, al, a2); @3

7 3 \ il NI o5 l
NTEIVIE, FTEDRD L TRORLISENRERY O, cx = std::max(-hs.x, std::min(segPt.x, hs.x));
FANIZTUED—ERDARNET D (2EDELLD, cy = std::max(-hs.y, std::min(segPt.y, hs.y));
#E(+ O—NILDEEE T—ILRARL R, cz = std::max(-hs.z, std::min(segPt.z, hs.z));

Vector3 boxPt = { cx, cy, cz };
KAk

segPt = ClosestPointOnSegment(boxPt, al, a2);

- OBBXEk [&ITO—HILAF LT AABBXEK ICIRE]
THEBEFRDOT FHUVWHIERZE/ES T TBAR,

physics_world.cpp L186-L189 / L193-L195 / L359-L364

EiEY—X @ physics world.cpp / obb collider.h 11 / 25



TIX 07 PHYSICS 3/5

oz EEom) THES 2 —

Lz DTS BELEDRIED LDZEHRD, B2 D LDFAE
BUAICEZN TETUERD . EEROMEICIIE. BE TRV,
— 22k

ELDEVHIEZ. ZAREITEESTHUEZEVER

( .colmesh . 5c8H TcM1 )ICUTHE D, SiAIAH TIEFARAT IV
BIRMEZAREEL. B EEU T—IVR{TIITEIRT D,

=AlE BVH(@EFEDAR) ICAND . &RERVEH T Q PRIEDE!

BL.ElE 8 LT HIETIX BFORDFHEEERS

J—RETFZERZEVO. HE=ZAFEITEE I 5k-hTt)b-

#-0OBB OENE ZREF<SHYVRAIEEZRT .

ELOADL D ICEHROEICHN ST UL UZAIEDS

ROEZBFHMET S (&KX 6 E)@.

— KAk

- B API [CHRFLRVEEMAI DS X ( TriangleMeshGeometry )
[CUTeo T —LZEREIE I 12, Y DBERELENRD
TANEEITS,

Action3D O S L:iHHER
=Xy a2t BVH

triangle_mesh_geometry.cpp

if(count<=TriangleMeshTuning: :LEAF_TRIANGLES) return id;
const Vector3 ext=hi-lo; const int axis=ext.x>=ext.y && ext.x>=ext.z ? 0 : ext.y>=ext.z > :
const uint32_t mid=first+count/2;
std: :nth_element(m_Order.begin()+first,m_Order.begin()+mid,m_Order.begin()+first+count, 2
[&](uint32_t a,uint32_t b) {
const Triangle& ta=m_Triangles[a]; const Triangle& tb=m_Triangles[b];
return Axis(ta.a+ta.b+ta.c,axis)<Axis(tb.a+tb.b+tb.c,axis);

})s
const int left=BuildNode(first,mid-first), right=BuildNode(mid,first+count-mid);

m_Nodes[id].left=1left; m_Nodes[id].right=right; m_Nodes[id].count=0;

void TriangleMeshGeometry: :Query(const Vector3& lo,const Vector3& hi,std::vector<uint32 t>& resul

if(m_Nodes.empty()) return;

std::vector<int> stack{0};

while(!stack.empty()) {
const Node& n=m_Nodes[stack.back()]; stack.pop_back();
if(!overlap(lo,hi,n.min,n.max)) continue; 3
if(n.count) for(uint32_t i=n.first;i<n.first+n.count;++i) result.push_back(m_Order[i]);
else { stack.push_back(n.left); stack.push back(n.right); }

triangle_mesh_geometry.cpp L187-1L196 / L200-1208
physics_world.cpp

const bool meshContact = colA->GetType() == ColliderType::TriangleMesh
|| colB->GetType() == ColliderType::TriangleMesh;

const int resolvePasses = meshContact ? TriangleMeshTuning::RESOLVE_PASSES :
for (int pass = @; pass < resolvePasses; ++pass) {

CollisionInfo infoA;

if (!Intersect(colA, colB, infoA)) break;

physics_world.cpp L814-1819

B9EY—X @ triangle mesh geometry.cpp / triangle mesh_collider.cpp / city. map.cpp 12 / 25



TITX 08 PHYSICS 4/5

70— K72z —ATHEDIADL — X

— EBFECL

ENETIREISAY—DHAEDE ERANDEHGIEYT

BYUTWz, ECAN ENZE=ATXAYD1(CTHE 1 VD

HENELRY  2FDNE<SRY,30FPS £TESE,

— Vol &

HEZTO—-RIIT—XERDRYAH) EFO—T T— X (IEEFER

HIE)CHIF AV ADEVEREZHIEYE S GHEICTZIFED,

JO—-R71—X

- EHVEWEDEI(E)L - HE - A) (FFANRE N WRISEI<EDH
BOCHEZIT@-

- EHVRVEDIZ 32m OREJUYRICEFRLTHT@. 8i<
EODETCHE(AABB)NELRSXBEDEDZITRYET .

- IBICBEOHEEDUNERDMIETZEKTO.

FTO—T1I—X: BHOMBEF I EDHEX Y125 BVH T

HET)ZTVWHHURT,

KAk

- ZLDORXEICEKEZNDREZEDE, KEICAN T RICIERIC
95 (W IIXUBALE) . BIKEDELIE 1 EEFRANSD,

ER: 30FPS - 60FPS (Ras# R, ms BAIMDEIHELEIZFREHE)

BhEY—2X @ physics world.cpp(RebuildGrid / GatherStatics / Step)

Action3D ZJOJ S LEBEER

W 7Yy feFr—7x—X

physics_world.cpp

constexpr float GRID_CELL = 32.0f;
constexpr int GRID_LARGE_CELLS = 64;

for (int ix = x@; ix <= x1; ++ix)
for (int iz = z0; iz <= z1; ++iz)

m_Grid[CellKey(ix, iz)].push_back(index); 2

if (m_Colliders[i] && !IsStaticlLayer(m_Colliders[i]->GetLayer())) dynamicIndices.push_backli)

physics_world.cpp L666-L667 / L753-L755 / L798
physics_world.cpp

amn = { amn.x - BROAD_MARGIN, amn.y - BROAD_MARGIN, amn.z - BROAD_MARGIN };
amx = { amx.x + BROAD_MARGIN, amx.y + BROAD _MARGIN, amx.z + BROAD MARGIN };
GatherStatics(amn, amx, nearby);

} else {
for (int k = @; k < (int)m_Statics.size(); ++k) nearby.push _back(k);

}

(const int k : nearby) {

const StaticEntry& e = m_Statics[k];

if ('e.col) continue;

if (hasBounds && !Overlaps(amn, amx, e.min, e.max)) continue;
resolvePair(colA, objA, e.col);

physics_world.cpp L886-1L896

13 / 25



ITX 09 PHYSICS 5/5

Action3D ZJOJ S LEBEER

HWNBEITH I DIRT RV — BRI e

EFDRA VT OROUBYILEN, 1T —LDOBEIHEILOHRE D
BEDEH»EHADE. TVKRITTLES,

— 22k

BTV ZLET2ODRTEUL., ELKZEREILTHARND Q.
N ONOTZSHDFRICTLED @ XY DBEEFEENSEAAD
AETDOHRSZRVTOO. mlCH>TESES(&A 3 ). £
AT OE CLEFR>ESEF/MELTHRD,

SweepSphere [E. KT MAESETELEANDLAITRAIDHZVZE
KHBD. ZAFX Y1l BVH DERDITE | ZED . iR ED
AOHRRS, —FHEVHDAITZER T COEATSICAZEED
B¥7ZITEERE O THEVIZT Q. #ND 0 dRTIIERT 5,
— KLUk
- BULEEI(1TJL—L4A 0.2m X&) [FF51E7 . ¥ED

HURLICIEE S,
- FHMEVEDIE RO DE<SDOXELITZFHND (FIR—ID
TR ZBFAE),.

player_motor.cpp

bool found = PhysicsWorld::Instance().SweepSphere(base + Vector3(0.0f, LOW_Y, ©.0f), dir, RADI1S,
if (PhysicsWorld::Instance().SweepSphere(base + Vector3(0.0f, HIGH_ Y, ©.0f), dir, RADIUS, len, ma

const float advance = (hit.distance - SKIN > ©.0f) ? hit.distance - SKIN : @.0f; 2
total += dir * advance;

const float vn = Vector3::dot(p.m_Motor.m_Velocity, n);
if (vn < @.0f)
p.m_Motor.m_Velocity -= n * vn;

const float rn = Vector3::dot(remaining, n);
if (rn < 0.0f)
remaining -= n * rn;

player_motor.cpp L615-1616 / L626-L627 / L635-L637 / L641-L643
physics_world.cpp
const bool inside = origin.x > mn.x &% origin.x < mx.X

&& origin.y > mn.y && origin.y < mx.y
&& origin.z > mn.z && origin.z < mx.z;

for (int 1 = 1; i < 6; ++i) if (pen[i] < pen[k]) k = i;
if (Vector3::dot(d, nrm[k]) >= ©.0f) return;

t = 0.0f;

n = nrm[k];

physics_world.cpp L1193-11195 / L1203-L1206

BhEY—2X @ player motor.cpp(SweepMove) / physics world.cpp(SweepSphere) 14 / 25
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RABKELIMALZ — HITHELED

wrml

— BIRCE
. " " _ ) _ enemy.cpp
MZADHEZVHEZETICENDET,. 120D GameObject IC
_ . , _ auto* body = AddComponent<BoxCollider>();
22NS5149—(THED Box &AM Sphere) EHztE 7, body->SetSize({ bodyHalfWidth * 2.0f, bodyHeight, bodyHalfWidth * 2.0f });
“ T T 5 o body->SetOffset({ 0.0f, bodyHeight * ©.5f, @.0f });
TOEMADRETRATL DT, body->SetTag(CollisionTag: :Enemy);
— EBEE body->SetLayer(CollisionLayer: :Enemy);
EZ2HE (L. GameObject DAP TIRR<ITIY—DRT T auto* head = AddComponent<SphereCollider>();
L R o . . _ head->SetRadius(headRadius);
T2TLVB,RRAMD Box & Sphere 1&. %5t ESHYVIRAATEECEIC head->SetOffset({ 0.0f, bodyHeight, 0.0f });
78:50)—6‘\ IEIU:‘I‘xZO):IE'f@—ﬁ:tb\ﬁi?étﬂﬂ]i‘&ﬂf:o head->SetTag(CollisionTag: :Enemy);

head->SetLayer(CollisionLayer: :Enemy);

BURLIEMMAE<SZEIEF DI DI.EAUATITIR
2B > TEWCEESVAVW UENB I —L EATNKITTZ,

enemy.cpp L158-L168

physics_world.cpp

— BlLECC auto resolvePair = [&](Collider* colA, GameObject* objA, Collider* colB) {
K7 D5FET. AL GameObiject ALIZRIET @, 14TI T~ GaneObject* objB = colB->GetGameObiect ();
_ . o . if (!'objB || objB->IsDestroyed()) return;
135449 —ZaiRlCLTWERZEEULIEoTz,
— BRE2I2(CHITEL if (objA == objB) return;
THSZEEINDERADZEWN Tz B—D AT EIVIE FimhA AL,
BVWIEANDEA CTIHURUARIS EICEVWETZH, THEEEESRR if (!CanCollide(colA, colB)) return;

Box I[CUTREEHUTZ,

physics_world.cpp L802-1810

BEY—2X @ physics world.cpp / enemy.cpp 15 / 25
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Action3D ZJOJ S LEBEER

XD D % State T2 DHRICTE —Fr A ERITAN

FHEVIETEDEIT NS EOEIEAN, LWDODBBNEN]IT
RED,If THOT & HBDIEVICRUES &SRS,

— Vol &

TV —DikEZ State NF—ICURIRRET EIC Enter /
Update / Exit &, FvIEILDZMHERIO@Z 1 V5 XIC
FEDDIREBDEEIL change ZITZET O

S DIRAE DA 5] 36% W BRI 28
ih E-2och 0.00 0.00 0.00 0.00
[t 0.10 0.25 0.10 0.10
WE&rh (ZeRY) 0.28 .28 0.28 0.28
fB58eR - 0.20 - —
RUDEH - 0.15 -~ -

BN3FTOMWE(E State D cancelRule() )o— [FBNRN,
KEARHTBE . 0.04BENSRFEND Q. RN
AAF0.26MFFLO. AV RV EREFEICHT @,

player_state_machine.cpp

PlayerCancelRule CancelRule() const override {
return {Player::DODGE_CANCEL_EARLY, Player::DODGE_CANCEL_DODGE, Player::DODGE_CANCEL_EIRL
Player: :DODGE_CANCEL_EARLY};
}

void PlayerStateMachine::Change(Player &p, PlayerStateld id, PlayerStateEntry entry) {
const auto index = static_cast<size_ t>(id);
if (index >= m_States.size() || !m_States[index])
return;
if (id !'= m_Id)
m_States[static cast<size t>(m_Id)]->Exit(p, id);

player_state_machine.cpp L84-187 / L291-L296

player_action_controller.cpp

if (p.m_StateMachine.Id() == PlayerStatelId::Attack &% p.m_Combat.m_AttackSession.HasHit() && (3
p.m_StateMachine.Elapsed() >= Player::HIT_CONFIRM_ CANCEL DELAY &&

(next == PlayerActionKind::Attack || next == PlayerActionKind::Heavy || next == PlayerActionk
return true;

}

if (acceptTime < 0.0f)
return false;
return p.m_StateMachine.Elapsed() >= acceptTime;

p.m_Actions.m_BufferTimer -= dt;
if (p.m_Actions.m_BufferTimer <= 0.0f) {
p.m_Actions.m_BufferedAction = PlayerActionKind

if (!p.CanCancelInto(p.m_Actions.m_BufferedAction))
return;

player_action_controller.cpp L21-L25 / L47-L49 / L56-L58 / L62-L63

BSEY—X @ player state machine.cpp / player action controller.cpp / player tuning.h 16 / 25
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nEHC Y R 7 L RIBY & — T v R b [alikE

[ELEEDREF 2 & HERR/Z & BT T HUEKAITEBRIC R D, [B158HC
VRIBRRIERLIEDOTUE D,

player_tuning.h

static constexpr float DODGE_IFRAME = 0.35f;

static constexpr float SLOWMO_TIME = 0.45f;

— »ol=l static constexpr float SLOWMO_SCALE = 0.25f;
HEE. EetDEZLD0.35M7Z1FIC U7z @ (BhEt{AI%0.5F)) static constexpr float PERFECT DODGE_IFRAME = 0.6f;
%rgj&b\&‘ﬁb\(i@ﬁwﬁﬁﬁﬂﬁFﬁﬁT\\ﬁégo %@FE?I:%EDEB player‘_tuning.h L69 / L72-L73 / L76
[DvAREREEIETEO. vl
EJZIjJ@'%t\ ﬁgo)ﬁ?’b‘ﬂ2*’)‘?3?%9%—)73‘3%(5@"%"(31) bool IsDodgeInvincible() const {
I:fdtéolﬁlﬂ§[:\ E%FEﬁD\OLI_S*/)t__H-O251_}:1":73:(,)9\@@0) return m_StateMachine.Id() == PlayerState::Dodge & m StateMachine.Elapsed() <= DODGE_IFRA2:;
}
BoSvY1rEROELERT,
KA~ player.h L201-1203
- HIEZEFHFTEH U, TakeDamage [C/BL\ZRFRTIARY(C player_vitals.cpp
SO TV ICENRIESN TV DD T, T DEEHIC i (;‘fgiggiﬂzgigoﬁze‘(’;fSD"dgeI”Vi”Cible()) {
EEEFEROZERDIZITTLL, return;

- EFRBERE 0.6 MOEHZRET . AUKBOHE GBS
BOHIE)ERSDT . Uv A NEREDER CAIED

if (p.m_Vitals.m_InvincibleTimer < Player::PERFECT_DODGE_IFRAME)

Hj%:tﬁ@:b\o p.m_Vitals.m_InvincibleTimer = Player::PERFECT_DODGE_IFRAME;
- A0—X YRRy TERUAHEA (BEIDEHA B ZEEAD) &

1%\/‘@[./?[/\50 lj]li%ﬁ%%ﬁ@d)?\ §ﬁ7’:b‘ﬁ<§7jld‘5 HitStop::Trigger(Player::SLOWMO_TIME, Player::SLOWMO_SCALE);

BREIZRD, player vitals.cpp L38-L41 / L114-1120

BhEY—X @ player vitals.cpp / player.h / player tuning.h / perfect dodge fx.cpp 17 / 25



TITX 12 SKILLS

32 L THREZ MO W

(E-5ISFE -RUDET-HRIL-AIKGE)HIEZ BIEE
REIRHECEFHDIERED Player DHRITIET VAR,
1DRIRUICERZERMD_EICHD,
— o2k
KT EIT 1skill ZEXRET 5(Strategy). cast / Update
/ Cancel / IsActive &T—I)LMLZHBDAOICLEZQ
o ERNIE skillFactory @D 1 HWFRICEHNL@. U UAIL
BHROSREHSEN,
SkillController M, AAMDROYZEHEEHDFD ID (S
FRUCTIRY D17 © . EFDIER@ - - 0—ILI A L
FENCI VR (REER - BRILEOOY D) Z—/E TR,
— KAk
- BRESUNRHEETIDE. Bt ERILEDOVIZIT
( skillEnvironment ). ETTIRREIEZHMEF Do
- MFOHEEIE. FED AppendTendrils CTRULED%
RESHT. 1 BETEEOHBERINET .

Action3D ZJOJ S LEBEER

— ISkill & SkillFactory

arc_skill.h

virtual void Cast(Player *player) = 0;
virtual void Update(float, Player *, bool) {

virtual bool IsActive() const {
return false;

arc_skill.h L29-L30 / L36-L37
skill_factory.cpp

std: :unique_ptr<ISkill> SkillFactory::Create(SkillId id, SkillEnvironment &env) {
switch (id) {
case SkilllId::Lightning:
return std::make_unique<LightningSkill>(env);
case SkillId::Gather:

skill_factory.cpp L18-L122
skill_controller.cpp

ISkill *SkillController::Slot(int slot) const {
return slot >= @ &% slot < SLOT_COUNT ? Find(PlayerLoadout::Skills()[slot]) : nullptr;

if (player->GetHP() <= @ || player->IsAwakening())
return;

if (id != $killId::Rush && m_Environment.lock > 0.0f)
return;

for (SkillId id : {SkillId::Fireball, SkillId::Gather, SkillId::Rush

SkillId::Impale})
Find(id)->Update(dt, player, id == SkillId::Fireball && fiPeHeld$;

skill_controller.cpp L26-1L28 / L38-L41 / L75-L77

EEY—X @ arc skill.h / skill factory.cpp / skill controller.cpp / * skill.cpp 18 / 25



Ik 13 ENEMY Action3D O SLABAER

T 2[R Uyt TEid 3 — WO

_ enemy_attack_clock.h
MOBEETFE > FE - BEIDIRISED, TEDFRRE.
. . . o case EnemyMove: :BossDash: {
%ﬁ%:%E%ﬁ%ﬁU)ﬂ%ZUb\@”ﬂ%t\ YA I\EIJEHJ\JE(«_ const bool boss=move == EnemyMove: :BossDash;
79:5° LJD\:E"%EE%BT 1 7I/_L\7‘3\\‘§<78:5t\%$0) p.events={ p.startup, p.startup+p.dashDuration,
= 7 NP > = p.startup+p.dashDuration+(boss ? BOSS_FOLLOWUP_DELAY : DASH_FOLLOWUP_DELAY) };
ﬁ9¢ﬁ§%§ﬂx(}$@F17ijgff)o p.eventCount=3; p.duration=p.events[2]+PUNCH_ACTIVE; break;
— YozCk
WEZREEDT—4(Z U7 ( EnemyAttackPlan )o TEDERS - enemy_attack_clock.h L36-137 / L43-146
RET DL - 2ARDRIZ BROEBETEC 1 HFATRHDD. enemy_attack_clock.h
1Tl EnemyAttackClock D, unsigned Advance(float dt) {
if (m_Canceled) return 0;
— . o . —1w P i =m_Age; Age+=(std:: 0.0f, dt);
Advance(dt) [F. COEHTHEWEREZEYNTRL. AL Lreigneq duemoy. M-feerm(stdiima( :
L1 — n — e . _ for (int i=@; i<m_Plan.eventCount; ++i) {
%EEII 1 Ekljlujégo dt 73\7%3<TEEYUQ_I3:Z\:§'\ —Elv_f) const unsigned bit=1u << ij;

if (!(m_Fired & bit) & m_Age >= m_Plan.events[i]) { due|=bit; m_Fired|=bit; }

HRV TEDEAES ( WarningProgress ) BEIUBFETH S
HIDT. RIZBEHENIT NG,

return due;

L BB EBOMWHRIZIT B L TEHILE. BV EncilylabtaekiclockSIRESOREE

XEZEKTREIL THIEY ZFN D BURITPEHEEICLD enemy_tactics.cpp

ZERY) ZBE <, const float slice=m_AttackClock.DashSeconds();
AUk if (slice > @.0f) {

- EECYERICEFEUVSRVERGAY I RD T, T — L% enemy_tactics.cpp L188-1189

BEETICTANTCED(KER dt-Hllf- IR E),

EEY—X @ enemy attack clock.h / enemy tactics.cpp / enemy tuning.h 19 / 25
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Action3D ZJOJ S LEBEER

2ra— b 2EST — ORI THEI K Verlet D3H

— ®HE

FrIDE-D—r-URINEHNRNE, PZX—I3 N

B<RAD.DNEWDTUIR—UTEICF TP IXE

1T 2 DIFIREN TR,

— PO zC&

EFIVDBDOE., BRIDIEEATE( Hair_ + Coat_ - Skirt_ -

Ribbon_ BE)ICEDIEDNZE MIFDIHE U THIETEINT @-

EH-1E- B TTOMARD NDET (F, HEEEFFC & DRICUT,

EFIMAICEICRMZMTREFTT. O—RIFEZR,

D% Verlet®. REVHZUTHNEZBEREBL CHEEN

BHEUICKLK AR IL—LTERET D. 1 TL—AlFHEK 1/120

MIDICHEIL, WEEETENRVELD 1/20 B TIHEUS6.

HERIE 3 [E#RYIRT . mDDRHY > K(ATEI)ENHEY -

TTOEHSENT TR > BORIDIE, BDORE [FRTHNS

IEICF7ZIF ZEN T DT ARTDEIS HEN TEAEDY . LRYIC

5@

KAk

- BERIEEDEERE U TESREY, mEflE
MDIDAFZITDEZE,

EiEY—X @ bone physics.cpp / bone physics.h / glTF model.cpp

bone_physics.cpp

constexpr float SUBSTEP = 1.0f / 120.0f;
constexpr int MAX_SUBSTEPS = 4;
constexpr float MAX DT = 1.0f / 20.0f;

constexpr int ITERATIONS = 3;

{ "Hair_Bangs_", 1.ef, 3.2f, 12.0f, 3.0f, 0.5f, 0.025f, 0.25f },

{ "Hair_ ", 1.0f, 2.4f, 8.of, 0.8f, 1.2f, 0.05f, 0.6f },

bone_physics.cpp L31-1L34 / L41-L43
bone_physics.cpp

const XMVECTOR vel = XMVectorScale(XMVectorSubtract(pos, L(ch.prev[k])), keep);
ch.prev[k] = ch.pos[k];
XMVECTOR next = XMVectorAdd(XMVectorAdd(pos, vel), XMVectorScale(accel, h * h));

for (size_t k = 1; k < n; ++k) {
const XMVECTOR parent = L(ch.pos[k - 1]);

const XMVECTOR d = XMVectorSubtract(L(ch.pos[k]), parent);
const float len = XMVectorGetX(XMVector3Length(d));
if (len < 1le-6f) {

ch.pos[k] = ch.target[k];

continue;

}
ch.pos[k] = S(XMVectorAdd(parent, XMVectorScale(d, ch.len[k] / len)));

bone_physics.cpp L515-L517 / L585-L593

2
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Action3D ZJOJ S LEBEER

tHEY 7D GLB 226, #IK V7 Z2iES

— BE

Mixamo RETIETZETILD GLB (S VT (BN

BHAODTVBIEN DD FEED ) TNy I 7Y TRIT,

ERICTZXTDDIFRIDI T L R Xyoavrdghiz

BICRS,

TI5[C. BDEZFIN Mixamo 7 ( mixamorig:Spine ) &7 /\Y—ik

( spine ) &S,

— Yo RCk

GPU DA 28B18IE 1 DIRD T, selectModelskin TlENZE

FEOMIZRDD PZA—2aVDRRICED>TLVSEEHNRE

ZWI I 2RV Q. RS S X v 1DIERBNZWNIED @, FE5EIC

HBHN5EVSEHTIEEIEE,

BRIDEWV BZEREETHUCEUAINDZRIEZITZ/RRT 6.

SE—HZERICTRL. RON SR INIERNE&RThEZSI<@.

— KAk

- XWD1-FTIX=230 - RMIHMWBEUEREHZ(E D,
ETHEITRDI T ZRTRILGED. EVLVDZEMEEI,

- COBIETRAIDREZ LIF. HL .mdl (&
BHEICEVETN S,

B3EY—X @ gltf skin selection.h / rig bone names.h / glTF model.cpp / mdl format.h

gltf_skin_selection.h

std: :unordered_set<const cgltf_node*> animated;
for (size_t a = @; a < data->animations_count; ++a) {
const cgltf_animation& animation = data->animations[a];
for (size t ¢ = @; c < animation.channels_count; ++c) {
if (animation.channels[c].target_node) animated.insert(animation.channels[c].target_node)

}

size t active = 0;
for (size t j = @; j < skin->joints_count; ++j) active += animated.count(skin->joints[j]);1
if (active > bestAnimated || (active == bestAnimated && vertices > bestVertices)) { 2
selected = skin;
bestAnimated = active;
bestVertices = vertices;

gltf_skin_selection.h L19-1L25 / L46-L52
rig_bone_names.h
inline constexpr Alias ALIASES[] = {

{ "mixamorig:Hips", "hips" },
{ "mixamorig:Spine", "spine" },

inline bool Matches(const std::string& actual, const std::string& requested) {
if (actual == requested) return true;

for (const Alias& alias : ALIASES) {
if ((requested == alias.mixamo || requested == alias.avatar)
&& (actual == alias.mixamo || actual == alias.avatar)) return true;

return false;

rig_bone_names.h L15-1L17 / L38-L44
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Action3D ZJOJ S LEBEER

EFNRMDT, Wigh SRBEHAITS — B

— B

MADSBU DR D ERER (FER) | [FHHARED>TLVEL, EED

Ay E BEDRBEICEDR,

— ®oflE

EFNERRT . BIL—LIAREHAIL T T IRY -8

RE(F 2RI THIROFESZEEH TZIFTTRT O,

YIBEDZ 2L —3a IR,

IS DE R ICHEDEZER T EU@ . T\ esHDME %=

TBEILCTFIA—TICT B, AXTIEXRDIRICT D E, ETH'S

RTEEHNELLD6,

A b

- REAMAICEHEEROBZIITCCHEED .

- FEHIDES EZERTAENEEREEEN3 Q. BilRIEX
1ARTZE SNVISHIREBIL TV S EIFICR A D728,

- 11— —1ET171 T UUNLIT) DT, 28
BRNT—ICHREAL (SN —t-U L),

phantom_arm.cpp

static Vector3 Bezier(const Vector3& p@, const Vector3& pl, const Vector3& p2, float t) {
const float u = 1.0f - t;

U = carriedU - tan * Vector3::dot(carriedU, tan);

float barb = sinf(u * m_BarbFreq + phase * 1.7f);
barb = (barb > 0.0f) ? powf(barb, BARB_SHARP) : 0.0f;
const float swell = 1.0f + m_BarbAmp * barb;

const float twEnv = powf(u, ©.70f) * m_Deploy;

const float twitch = sinf(u * TWITCH_FREQ + m_Time * TWITCH_SPEED + phase * 3.1f)
* sinf(m_Time * TWITCH_BEAT + phase)
* TWITCH_AMP * twEnv;

phantom_arm.cpp L31-L34 / L332-L333 / L351-L353 / L364-L367

BSEY—X @ phantom arm.cpp / phantom_arm.h / phantom weapon.cpp 22 / 25
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LI DEFISNAIFR IAXA—IBFTIIR<. BEEFE

RECTRED, 1 DDEHZIFEUTE, FXEF O

FIRAITIRSTRN,

— o2k

EVvhRMY (&, RHREDEA T ( TimeScale ) &

— BT HED@. hO VT IUIE
UnscaledDeltaTime CTTDNDT.ILLFO>TLDEERD
RIZIMNINRVN @ B eEE R RVIFDZEHE DO,

WD EEE EYR MY T - AASOEEN /Y EDIRED -

AASTERINDET - BEOMR - BUAODLS

FEFICE T @. 81 -2+ A okt BEECE. AUEmZ

BETCITEATED,

RA b

- BT TL—LT—UE 1DERMm( engine/feedback ),
=LAl EREZETET,

FILA ZMAGHETIES —

by bR b 7L Wi

hit_stop.cpp

void HitStop::Trigger(float duration, float scale) {
if (s_Timer <= @.0f) {

s_OriginalScale = Time::GetTimeScale();

}

if (duration > s_Timer) {
s_Timer = duration;

}

Time::SetTimeScale(scale);

s_Timer -= Time::GetUnscaledDeltaTime();

hit_stop.cpp L17-L27 / L33

player_vitals.cpp

HitStop::Trigger(0.15f, 0.05f);

CameraShake: :Trigger(1.2f, 0.42f);
InputManager: :StartVibration(0.8f, 0.32f);
CameraPush: :Trigger(knockbackDir, ©.7f, 0.30f);

ScreenFX: :TriggerDamage(1.0f, 0.95f);
ScreenFX::TriggerFlash(0.18f, 0.09f);

player_vitals.cpp L68-L73

B3EY—X @ hit stop.cpp / camera shake.cpp / screen fx.cpp / player vitals.cpp
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7 — AR 3 ICHEDD 2

FHRYUCT —LDFTNIE WA THEDDHDUNMEWERD AT,
—A C. [REDETHEITHZY DRI TBIEDIZR] . FEZTE
K[OTICLKLBUEDEYTIELYT L,

— YozCk
HIECEEDODYIZ il AS T4 VR IITRIFURVINE 4
AYFICHVHL T—LZRBE T (CENDZI—ILO)
TANEE Wz, @IETREIETRBIIZET check 71T,

KT DETDERELHUTEER T T D,

BIZ IFOBEIE, KE74 dt T2EEELLOE 1 HTDES

ZE@. FHLIESRELRNI EEEAD TS,

— RV

- TANTEBHICTDEHIC. OIVIZEDITIz. BITTHER.
HECYIEDEUEZ (LT8O,

~ FMYUZDED (B MRE-BRIERY) & BEITIE
HELSHSNRWD T, ERICHA CTHEERT D,

BhEY—X @ tests/*.cpp(F .vcxproj DF)

— tests/ OARA

enemy_tactics_tests

triangle_mesh_tests

player_health_tests
handgun_tests

refactor_tests

enemy_tactics_tests.cpp

Action3D ZJOJ S LEBEER

— MWEICIRTE LW T R B

BOB 7 AORME(TE 25 8
LA AL S AN

=AFXVIIDK-E-B L1751 FADHE. RMDEID BVH Z. #8572V D
LAEtREEHAND

HP-[E1&-HUD MDEFREZ1L
ZEFOFGHIE - 5846 - L ANILTy TR
B THY H U8B (HP O@K-REBD Y3 - F5i)

DIERF. KE7R dt, Hlt) . B3R S1%E.

static void Check(bool value,const char* name) { ++checks; if (!value) throw std::runtime_errdl{n

EnemyAttackClock skipped; skipped.Start(plan);

Check(skipped.Advance(plan.duration+1.0f)==

((lu<<plan.eventCount)-1u),"large dt rd2ai

Check(Close(skipped.DashSeconds(),plan.dashDuration), "large dt dash movement only use

EnemyAttackClock canceled; canceled.Start(plan); canceled.Advance(plan.startup*e.25f)

Check(canceled.Advance(plan.duration)==0, "interrupted cast cannot release");

Check(canceled.Finished() && canceled.WarningProgress()<0 && Close(canceled.DashSecon

enemy_tactics_tests.cpp L11 / L35-1L37 / L38-L40
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