FALCO ENGINE

[opa4yme KnaBuLiwn
n ynpasneHune Editor

MONHbIA CMPABOYHUK MO aKTUBHbLIM KJ1aBUATYPHbLIM COYETaHUAM, MOANMUKATOPAM MbILLK U
KOHTEKCTHbIM KOMaHAaM, noaTBepP )X AEHHbLIM NCX0AHbIM KoaoM Editor.

O603HaveHMns

JIKM — neBas kHorka Mbiwuy; NMKM — npasas; CKM — cpefiHAA; KOJleco — NPOoKpyTKa. B koge moandukaTopsl
npoBepstTCcs Kak nesble Ctrl, Shift n Alt. KomaHabl He cpabaTbiBaloT, MOKa KypCcop HaxoauTCs B roJie BBoAa
TEeKCTa, U MOryT 3aBUCETb OT (POKYCa OKHa.

BbICTpbIN CTapT

Knasuwun / Mbillb Nencrteune KOHTEKCT n npnMmeyaHus

NKM + W/A/S/D CB06OHLIN MONET KaMepbl OkHo Scene nnu Camera Viewport; Shift
YCKOPSIET ABUXEHME.

Q/W/E/R Select / Move / Rotate / Scale AKTUBHOE OKHO Scene, NMKM He
yOep>XnuBaeTCs.

F CdokycupoBaTb KaMepy Ha Bbl4eSIEHHOM Scene / Hierarchy B chokyce nnbo kypcop
Han4 Scene.

ctrl + S CoXpaHUTb CLUEHY FnobanbHas komaHaa Editor.

ctrl + Z / Ctrl + Y OTMeHUTb / MOBTOPUTbL [MoBTOp Tak)Xe O0CTyMNeH vyepes

Ctrl+Shift+Z.

F5 3anycTuTb Wan ocTaHoBMTb Play Mode B okHe Game BO BpeMs urpbl F5
ocsoboxxpaeT Kypcop; Shift+F5
oCTaHaB/MBaeT.

Bepcusa cnpasoyHumKa: 29 aBrycta 2026
NcTo4vHuK: Tekylwas BeTka FalcoEngine_bgfx_master_ChatGPT.
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1. TnobanbHbie KoMaHAabl Editor

PaboTatoT, korga Editor He 3axBaTun KNaBMaTypy A8 BBOJAA TEKCTA M HE BbIMOJIHAETCS
rnepeTackMBaHNE MbILLbIO.

KnasuLun / Mbillb Dencrteune KOHTEKCT n npuMmeyaHus

ctrl + N

ctrl + O

ctrl + S

ctrl + Shift + S

ctrl + Z

ctrl + Y

ctrl + Shift + z

Ctrl + Shift + C

F5

Co3paTb HOBYIO CLIEHY
OTKpPbITb CLIeHY
CoxpaHuTb CUeHy
CoxpaHUTb CLEHY Kak...

Undo

Redo
Redo
CkonupoBaTb n30b6pa)keHne peHaepa

3anyck / octaHoBKa Play Mode

®DOoKyC Ha BblAeSIEHHOM obbekTe

HepocTtynHo Bo BpeMs Play Mode.
HepocTynHo Bo Bpems Play Mode.
HepocTynHo Bo Bpems Play Mode.
OTKpbIBaeT BbI6Op HOBOro haina.

OTMeHa nocnegHero
3aperncTpupoBaHHOro AeNCTBUS.

MoBTOp OTMEHEHHOIr0 OENCTBUS.
AnbTepHaTMBHOE COYeTaHve NoBTopa.
KomaHpa Copy Render Image.

Be3 Ctrl u Shift; noBegeHne B Game
yTOYHEHO B pa3gene 5.

Tonbko Npu pokyce Scene/Hierarchy
WA HaBedeHun Ha Scene.

MyHKT MeHto 6e3 akTUBHOW KJIaBULLIN

B Edit —» Align With View oTobpaxaeTtcs Ctrl+Shift+A, Ho 06paboTynK 3ToM KOMBMHALWN B TEKYLLLEM KoAe
oTCcyTCcTBYeT. icnonb3ynTe caM NYHKT MeHt. 3TO 3apMKCUPOBAHO 3[eCb Kak N3BECTHoe pacxoxaeHue Ul n

peanvsaumn.

2. 5Ccene: NHCTPYMEHThI U BblaeneHne

Knasuiun / Mbillb DencrtBune KOHTEKCT n npuMmeyaHuns

Q

W

ctrl

JIKM
Ctrl + JIKM
ctrl + D

Delete

NHCcTpyMeHT Select

NHcTpyMeHT Move

MHcTpyMeHT Rotate

MHCcTpyMeHT Scale

Local & World

BpemeHHO nHBepTmnpoBaTh Snap to Grid

Bbloenutb 06bekT
Lob6aBnTb/ybpaTb 06BHEKT N3 BbiAENEHUS
LOybnnpoBaTb BblaeNeHHble 06beKTbI

YOanuTb BblaeNleHHble 00beKThbI

Falco Engine Editor ¢ cnpaBo4YHuK ynpaBieHus

MepekntoyaeT gizmo B pexum Beibopa.

He cpabaTbiBaeT Kak UHCTPYMEHT, Moka
yaepxxuaetca MNKM.

He cpabaTbiBaeT Kak MHCTPYMEHT, NokKa
yoepxxupaeTtca MKM.

He cpabaTbiBaeT Kak MHCTPYMEHT, NMoKa
yaoepxunsaetcs NMKM.

MeHseT NpoCTPaHCTBO KOOPAUHAT
gizmo.

Bo BpeMs nepemeLLeHNs, BpaLLeHUs Uau
MacwTabupoBaHms.

LLlenyok rno o6bekTy B Scene.
MHO>XeCcTBeHHOe BblaesieHne B Scene.
AKTMBHOE rJlaBHOE OKHO Scene.

AKTMBHOE r/laBHOE OKHO Scene; 6e3
Ctrl/Shift.



3. Scene: HaBUrauna Kkamepbol

Knasnwwu / MblWwb OencTtBune KoHTeKCT 1 npuMeYvaHus

NMKM + ABUXEHWE Mblun OcmaTpuBaThCA lMoBopoT Kamepbl Scene.

MKM + W / S Bnepépn / Hasag CB06OAHbLIN NONET.

NMKM + A / D Bneso / Bnpaso CBoboaHbIV NONET; HanpaBneHne
COOTBETCTBYET 3KpaHHOMY
rnepeMeLLeHunio.

NMKM + Q / E BHn3 / BBEpX BepTukasnbHoe nepemeLleHue.

NKM + Shift YCcKopuTb NONET MHOXNTeNb CKOPOCTU 3aBUCUT OT

BblIGBpaHHOIro NpeceTa.

CKM + ABWXEHME MblwM MNMaHopaMnpoBaTb CoBuraeT Kamepy napasnnenbHo
MJIOCKOCTM 3KpaHa.

Alt + JIKM + pBmxenne  OpbuTa BOKPYr TOYKM BpallueHne Kamepbl BOKpPYr

Mbily BbIYUCNEHHOrO pivot; BblAeneHne He
MeHseTCcs.

Koneco Mbiwu Mpnban3nTb / 0THANUTL B nepcnektuse — dolly; B

opTorpauyeckom pexmme —
M3MeHeHVe pasmepa.

1/2/3 [MpeceT ckopoCcTn KaMepbl MenneHHbIN / cpeHuiA [ BbICTPbIN
npeceT Scene.

liBoitHoN JIKM no View BbIpOBHATL BUA, MnaBHO OPMEHTUPYET Kamepy Mo

Cube BblOpaHHONM rpaHn, pebpy nan yray
Kyba.

JIKM + drag no View CBo60aHO NOBEpPHYTL BUA, NHTepakTMBHOE BpalleHne 4yepes

Cube HaBUIALNMOHHbIN Ky6.

4. Camera Viewport

Hasuraumsa nameHseT Transform Kamepbl, Ha3Ha4YeHHOW UCTOYHUKOM okHa Camera Viewport; nsmeHeHune
3anunceiBaeTcs B Undo nocne otnyckaHus MKM.

OenicTBune KOHTEeKCT 1 npuMeYvaHus

NMKM + ABUXEHWE Mblun MoBepHyTb BbibpaHHyto Camera Kypcop LoJ/1>KeH HaxoAnTbCA Hag,
Camera Viewport.

NMKM + W / S Bnepépn / Hasag MepemewaeT ncxogHyto Camera.
NKM + A / D Bneso / BrpaBo MepemelaeT ncxonHyto Camera.
NMKM + Q / E BHu3 / BBEpPX MNepemewiaeT ncxogHyto Camera.
NKM + Shift YCKOpUTb ABUXXEHNEe Ncronb3yeT CKOPOCTbL HaBurauum

aKTMBHOro Scene.
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5. Game n Play Mode

Knasnwwu / MblWb OencTteune KoHTeKCT 1 npuMeYvaHus

F5 OcBoboaunThL Kypcop Korpga vrpa 3anyLuieHa 1 BBOA,
obpabaTbiBaeTCA OKHOM Game.

Sshift + F5 OcTaHoBuTb Play Mode KoHTeKCT okHa Game BO BpeMs Urpbl.

JIKM no Game [MepepnaTb urpe ynpasieHne Mblllbio Ncnonb3yeTca onsa Bo3BpaTa
okyca/3axBaTa BBOA.

6. Hierarchy, Assets n gpyrue nepesbs

Knasnwwu / Mblwb OencTtBune KoHTEeKCT 1 npuMevaHus

JIKM BbloennTb anemMeHT O6bl4HOE 0AMHOYHOE BblAENIEHNE.

ctrl + JIKM MepekntoynTb 3N1eMeHT B Habope HobasnseTt unn ybrnpaeT oTAENbHbIN
3JIEMEHT.

Shift + JIKM BbloennTb ArMana3oH [nanasoH OT ONOPHOro A0 TeKyLlero
3NemMeHTa.

NiBoitHOI JIKM OTKpPbITb / @KTUBMPOBaTb 3JIEMEHT [encTemne 3aBUCUT OT KOHKPETHOro

LlepeBa 1 Tuna pecypca.

Enter MoaTBEepAUTbL NeperMeHoBaHne Korfia akTVBHO BCTPOEHHOE noJie
VIMEHMW.
Escape OTMEeHUTbL NepenMeHoBaHune Bo3BpallaeT npexHee nMs.

7. lona ccolnok B Inspector

KnaBuwn / Mbilb Lencteune KOHTEKCT n npuMmeyaHus

Delete O4nCTUTL BbIBPaHHYIO CCbIIKY B cneuunanusupoBaHHoOM Bbibope
cBoncTBa/pecypca; Bbi3biBaeT Clear ana
BbIOpaHHOro y3na.

lBoitHOI JIKM OTKpbITh BbIGpPaHHbIN pecypc Ecnn pns Tuna pecypca Ha3HayeH
06paboTHmMK OTKpPLITUS.

Mo4yemy oanH 1 ToT e Delete Benét cebs no-pasHomy
KomaHza KOHTEKCTHas: B Scene ynanseT obbekThl, B Animation Editor — BeiGpaHHbIN K104, @ B OKHe Bbibopa
CBOWMCTBa OYULLAET CChIIKY. MNepen Ha)kaTUeM MpPoBEPbTE, KaKOe OKHO aKTUBHO.
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8. Ul Editor

Knasnwwu / MblWb OencTteune KoHTeKCT 1 npuMeYvaHus

CKM + ABMXEHME Mbilm NaHopamMnpoBaTb XOACT PaboTaeT B akTusHoM Ul Editor.

Koneco Mbium MN3MeHnTb MaclTab Ovana3oH macwTaba orpaHunyeH Editor.
JIKM Bbigenntb Ul-anemeHT LLlen4yok no NpsAMoOyrosibHUKY 3J1eMeHTa.
ctrl + JIKM MHoO>XecTBeHHOe BblaeneHune HobasnseTt/ybupaeT anemMeHT 13

Tekylero Habopa.

JIKM + drag MNepemMecTnTb BblAENEHHbIE 3/IEMEHTbI MNepeTackuBaHne BHYTPU BblAeNEHNS.

JIKM + drag 3a mapkep N3meHnTb pa3mep Mapkep onpenenseT CTOPOHY UK yron
M3MEHeHNS.

Ctrl Bo Bpems drag BpemeHHO nHBepTmnpoBaTh Snap to Grid Ecnvn npuBa3ka BKJOYEeHa —
OTKJII0YaeT; eC/n BbIKJIl0YeHa —
BKJIOYaeT.

9. Terrain Editor

PucoBaHue BbinonHsAeTcsa JIKM no noBepxHocTu Terrain; yaep>xaHue JIKM npofosixkaeT Ma3oK npu
OBVXEeHUN Kypcopa.

KnasuLun / Mbillb DenctBue KOHTEKCT n npuMmeyaHus

NIKM / NKM + drag MpUMeHNTb TeKyLY KUCTb Raise, Lower, Smooth, Flatten, Texture,
Trees, Grass unn Detail Meshes.

Shift + JIKM B Raise [MOHW>XXaTb BbICOTY BpemeHHO npeBpalLaeT Raise B Lower.

Shift + JIKM B Flatten B3aTb BbicOTy 0bpa3ua BbicoTa noj KypCOpoOM CTaHOBUTCS Lieibio
rnocsiefyoLero BblpaBHUBaAHUS.

Shift + JIKM B Trees YpanaTtb oepesBbs YpaneHuve 3aTparvBaeT NpoTOTUMbI B
obnactum KucTu.

Shift + JIKM B Grass Ypanate TpaBy YnaneHuve B 06,1acTu KUCTW.

Shift + JIKM B Detail Ynanatb detail meshes YpaneHue B 06,1aCT KUCTU.

Meshes

lBoitHoin JIKM no cnoto OTKkpbITb Edit BBIGpaHHOro cnos lMpumeHsaeTCcs K TEKCTypaM, AepeBbaM,

detail meshes u grass.

be3 gpononHutenbHoro Shift ona Tekctyp
B pexxume Paint Texture JIKM yBennymBaeT BeC BbIbpaHHOIro C/10a 1 yMeHbLUaeT Beca oCTallbHbIX. Shift B aTon
BETKE HE MEeHSIeT OENCTBNE KNCTMU.
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10. Animation Editor

Knasnwwu / MblWwb OencTtBune KoHTeKCT 1 npuMeYvaHus

liBoiiHoM JIKM no ysny HavyaTb nepenMmeHoBaHune CrncoK y3/10B aHMMaLIMOHHOr 0 Kanna.

Enter MoaoTBEpONTbL HOBOE UMSA AKTMBHO TOJIbKO BO BpeMs
rnepenMeHoBaHMs.

Escape OTMeHUTb NnepenMeHoBaHne 3akpbiBaeT nosie 6e3 NpMMeHeHus.

Delete YaoanuTb BblIGpaHHbIA KoY Position, Rotation nnu Scale; He

cpabaTbiBaeT Npu BBOAE TEKCTa.

JIKM no kuiouy BbibpaTb KoM To4Yka Ha COOTBETCTBYIOLLEN AOPOXKKE.

JIKM + drag no knw4y lMepemMeCcTNTb K04 MO BPEMEHM N3meHsieT HOMep Kaapa BbIBpaHHOro
KJK04a.

JIKM / drag no wkane YCTaHOBUTb TEKYLUUI Kaap LLlenyoK nam npoTArvBaHme no JINHUN
BPEMEHMU.

MKM no ysny KoHTekcTHoe MeHlo Rename / Delete AnbTepHaTMBa ropsaymM KiaaBuLLaM.

11. NpeonpocMoTp pecypcos

KnasuLun / Mbillb Dencrteune KOHTEKCT n npuMmeyaHus

JIKM + drag BpawaTtb 3D-monens OkKHO npeanpocmoTpa Model 3D.
CKM + drag [MTaHopaMmupoBaTb Moaesb OkHo npegnpocmoTpa Model 3D.
Koneco Mbiwu Mpnban3nTb / 0THNNTL MOAENb OkHo npepgnpocmoTpa Model 3D.
JIKM + drag BpawaTb chepy maTepuana Preview maTepunana B Inspector.
JIKM + drag BpawaTb cubemap preview Preview Cubemap B Inspector.

12. MNMpuopuTteTbl N OrpaHNYeHns

* [Mone BBOAA TEKCTa UMEET NPUOPUTET Hapg rnobanbHbIMU COHETAHNAMMU.

e Hasuraumnsa NMKM nmeeTt nprnoputeT Hag Q/W/E/R Kak nepekoyaTensaMmm gizmo.

* Tonbko nesbin Ctrl/Shift/Alt rapaHTUpoBaHHO NPOBepPSETCS TEeKyLLeln peannsaymnen.

* KoMaHbl Scene OTHOCATCS K r1aBHOMY akKTUBHOMY OKHY Scene; [OMNOJIHNTEsIbHbIE OKHa MOFyT He
rnosyyaTb UX.

e CoveTaHMA ONUCBLIBAOT TEKYLLYIO peann3aunto UICXOOHUKOB, @ HEe TOJIbKO NOAMNUCY MEHIO.
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MpnnoxxeHwve. ['oe nogTBep>XAeHbl COYeTaHud

CnpaBO4YHMK CoCTaBsieH rno obpaboTymkam BBOAA, a He Mo NpennosoXXeHnsm. OCHOBHbIE TOYKM

NpPoBEepKMU:

dann Y10 nposBepeHo

Editor/Windows/MainWindow.cpp
Editor/Windows/SceneWindow.cpp
Engine/Gizmo/Gizmo.cpp
Engine/Gizmo/ImGuizmo.cpp
Editor/Windows/ViewportWindow. cpp
Editor/Windows/GameWindow.cpp
Editor/Classes/TreeView.cpp, TreeNode.cpp
Editor/Windows/UIEditorWindow.cpp
Editor/PropertyEditors/TerrainEditor.cpp
Editor/Windows/AnimationEditorWindow.cpp

Editor/PropertyEditors/Model3DEditor.cpp

Editor/PropertyEditors/MaterialEditor.cpp,

CubemapEditor.cpp

Editor/PropertyEditors/PropertyEditor.cpp

nobanbHble Ctrl-komaHabl, F5, F, nognucn MeHto.
Q/W/E/R/T, 1/2/3, Ctrl+D, Delete, nonét kamepbl N MbiLLb.
Ctrl+JIKM, Alt+JIKM n BpemeHHas nHeepcus Snap to Grid.
HaBuraunoHHbin View Cube: drag v ABOVHON LLETHOK.
HaBuraunsa Ha3HaveHHo Camera vepe3 NKM n WASDQE.
F5/Shift+F5 n 3axBaT Kypcopa B Game.
Ctrl/Shift-sbineneHve, 4BONHONM Wen4ok, Enter/Escape.
MaHopama, zoom, Ctrl-BbigeneHne n nHBepcus snap.
JIKM, Shift-moandmkaTopbl 1 ABONHON LLLENYOK MO C/I0SM.
Enter, Escape, Delete n onepauun timeline.

BpalueHune, naHopama n zoom MOAESN.

BpawieHune preview JIKM.

Delete ons o4ncTKM BoIBpaHHOWM CCbINIKK.

CTaTycC OOKyMeHTa

OxBayeHbl Bce knasuwin SDL_SCANCODE, koTopble YntatoTca kogoMm Editor n Gizmo, a Tak)Xe KOHTEKCTHbIe
OEeNCTBUA MbILN, HEMOCPEACTBEHHO MEHSAIOLLME HAaBUraL Mo, BblAENEHNE NNU pefaKTUpoBaHue.
[JeMOoHCTpaumoHHbIN Ko ImMGuizmo, OTKOYEHHbIN Yyepes #if 0, HaMepeHHO He BKJIIOYEH.
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