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Ubpa_AddTarget(
MODE STATIC
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"${PROJECT_SOURCE_DIR}/include"
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b a[H Fieldinfo.h
b &[E FeldPtr.h
b s 1Dk
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I &[0 Methodlnfo.h
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transformf tsfm{

vecf3{1,1,1},
quatf{vecf3{1,0,0}, to_radian(
scalef3{ }}

ks

pointf3
vectf3
normalf
bboxf3
rayf3

cout
cout
cout
cout
cout

)

y







ER 20




ER 20

|ArrayHadamardProduct

IMul

ILinear

IMatrix

IArray

linnerProduct

fnd oy

@
A

|IEuclideanA




ER 20

dot( Impl&
norm?2 ()

distance2(

cos_theta(

cot_theta(

mpl project(
mpl perpendicular(




257

<type_traits>

Type properties
Defined in header <type_traits:
Primary type categories

is_void{{3++11 )

iz null peointer(C++14)
iz _integral (C++11)

iz floating point(C++11)
is_array(C++11)

is_enuom(C++11)

['ype relationships
iz zame (C++11)

is_base of(C++11)

is_convertible (C++11)
i= nothrow convertible (C++20)

is invocable

iz invocable r

i2 nothrow inwvocable
is nothrow invocable T

(C++1T)
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USRefl

name[12] = "DenoiseData™;

Yeno

Denc Jata {

[[UInspector: :min_value(@

[[UInspector::tooltip("random scale™)]]
randomScale = 1.T;

rList attrs
List fields
Scale™), &T ::randomScale, AttrlList {

~ {TSTR(UInspector::min_value), ©.f},

std: :shared ptr<Ubpa::Utopia::Mesh> mesh;

[[UInspector::hide]]
std: :shared_ptr<HEMes heMesh{ std::make_shared<HEMe: )} Field iTSTR{ |c.t5ﬁ N
Attr {TSTR(UInspector:
[[UInspector: :hide] ]
Jbpa::Utopia::Hiesh copy; : d {TSTR("c ), &Type::copy
{TSTR( ::hide)},




ElfzzO EAHXTR SHSOOES (TS

Shader ShaderLab

Texture Material Std Pipeline

Buffer Mesh




VertexOut

PosH : SV _POSITION;

VertexOut VS(VertexIn vin)

VertexOut vout = (VertexQut)e.ef;
posiW = mul(gWorld, (vin.PosL, 1.8f));

vout.PosH = mul(gViewProj, posW);

return vout;

PixelOut {
color : SV Target®;

PixelOut PS5(VertexOut pin)

PixelOut pout;
pout.color = (gColor, 1);

return pout;
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ShaderlLab

Shader
HLSL :
RootSignature {

i

:

SRV[1]
SRV[1]
SRV[1]
SRV[1]
SRV[1]
CBY : ©
CBV : 1

2

Properties {

1
J

gAlbedoMap  (
gEmissionMap (
gMetalnessMap(

gRoughnessMap(
gNormalMap  (

gAlbedoFactor  (
gEmissionFactor (
gRoughnessFactor(
gMetalnessFactor(

Pass (VS, PS) {

Tags {

: White
: Black
: White
: White
: Bump

, Color3) (1, 1
, Color3) : (1, 1
’ ) 0
)
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ccs Entity Component System

LocalToWorld | LocalToWorld




ude <UECS/World.h>

Ubpa: :UECS;

Position -

Velocity -

OnUpdate(:
.RegisterEntityJob(

w.entityMngr.Create<Position,
w.Update();
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omponent  Detac ponent
®» Ubpa::Utopia::LocalTokorld
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quad
Ubpa::Utopia: :MeshRenderer

¥ materials
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RotationEulerSystem RoamerSystem struct Ubpa::Utopia::Camera

WorldTolLocalSystem
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