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Kaz Yoshikawa

+ Electricwoods LLC 1,3% / Digital Lynx Systems Inc. EIf{FR

- Working History

- Adobe Systems (Tokyo)

- Lionbridge (Tokyo)

- Quark (Tokyo / Denver)

+ Hummingbird Communications (Mt. View, USA)
- Fact International (Vancouver, Canada)

- Perle Systems (Toronto, Canada), etc.
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O This repository Pullrequests Issues Qist o+ &l

LI codelynx [ ShogibanKit @Unwatch> 1 K Star 48  YFork 1
<> Code lssues 0 1"l Pull requests 0 1"l Projects 0 F Wiki 4 Pulse L1 Grapghs {} Settings

ShogibanKit is a framewcerk (not yet) for implementing complex Japanese Chess (Shogil) in Swift. No Ul, nor Al. Ecit

0 55 commits ' 1 branch > 0 releases 22 2 contributors g MIT

Sranch: master v New pull request Createnew file  Uploac files  Find file Clone or download v
£ codelynx update documentation Latest commit 697 745¢ 22 days ago
I ShogibanKit.xcodepro) Merge branch 'swit3® of hitps:jjgithub com/cadelynx/ShagibanKit into... 4 months ago
i Shocibankit/Sources 1. rename some functicn names. 2. fix some build errors. 22 days aco
i ShogibankitTester 1. rename some function names. 2. fix some bu'ld errors 27 days agn
E .gitignore exclude Mac resource fork start with ._ from giticnore.. 8 months aco
E) LICENSE Initial Ccmm't g9 months ago
El README md update documentation /27 days ago
=2 README.md

ShogibanKit Framework

Shogi, or Japanese Chess, is beased on very complex rules, and it is hard o implement all basic rules. This ShogibanKil
aims to implement such complex algorism to find valid mave or action, or to find out whether it is checkmate or not. | also
weuld like to state that ShogibanKit does not provide:

« Any Craphical User Interface
« Any Alificial Intelligence

Slatlus: Under Cevelopment
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Core Graphics
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UI/NSScrollView
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Set contentMode
to redraw...

Instance Property

© contentMode

A flag used to determine how a view lays out its content when its bounds

change.

Declaration

var contentMoce: UIViewContentMcde { get set }



Nope... Still Blurry
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update
contentScaleFactor...

Instance Property

contentScaleFactor

The scale factor applied to the view.

Declaration

var contentScaleFactor: CGFloat { get set }

DIscussion

I he scale factor determines how content in the view is mapped from the logical coordinate
space (measured in points) to the device cocrdinate space (measured in pixels). This value is
typicaly either 1.0 or 2. 0. Higher scale factors indicate that each point in the view is
represented by mare than one pixel in the underlying layer. For example, If the scale factor is
2.0 and the view frame size is 50 x 50 points, the size of the bitmap used to present that

- A A - A A



contentScaleFactor

func scrollViewDidZoom(_ scrollView: UIScrollView) {

self.pdfPageView.contentScaleFactor =
self.scrollView.zoomScale * UIScreen.main.scale

0K — Device size like small contents
NG — Magazine / Newspaper like large contents

2048x1536 4x 3192 x 6144



Dummy Content View



Content View

UlView

ceee PDFPageView

UlScrollView

Dummy
ContentView




PDF view
dummy view coordinate




Convert rect
content dummy view

override func draw(_ layer: CALayer, 1n ctx: CGContext) {
UIGraphicsPushContext(ctx)
ctx.saveGState()

let box = page.getBoxRect(.cropBox)

— let rect = self.contentView.convert(self.contentView.bounds, to: self)

ctx.translateBy(x: rect.minX, y: rect.minY)
ctx.translateBy(x: 0, y: rect.height)
ctx.scaleBy(x: 1, y: -1)

ctx.scaleBy(x: rect.width / box.width, y: rect.height / box.height)
ctx.drawPDFPage(page)

ctx.restoreGState()
UIGraphicsPopContext ()



UlIScrollView

func viewForZooming(in scrollView: UIScrollView) -> UIView? {
return contentView

¥

func scrollViewDidZoom(_ scrollView: UIScrollView) {
self.pdfPageView.setNeedsDisplay()

¥

func scrollViewDidScroll(_ scrollView: UIScrollView) {
self.pdfPageView.setNeedsDisplay()

¥



Draw it

class PDFPageView: UIView {

override func setNeedsDisplay() {
super.setNeedsDisplay()
self.layer.setNeedsDisplay()

)

override func layoutSubviews() {
super.layoutSubviews()
self.layer.

true
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O I his resository Pull requests Issues Gist & +- i

| codelynx | Pancrama ©Ounwatch~ 1 wStar 0 Yrork ©
< Code (1ssues 0 71 Pul requests © M Pro2cts 0 1 Wiki 4~ Fulse 11 Grapns 11 Sattings

iCS/macCS 2D scrollable/zoomable utility code and t's sample ccde Euil

o 3 cormmils P 1 branch 0 releases 22 1 conlribule: M7

Brancn: master v Naw pull request Create new flle  Uploadflles Findfile
ﬁ codelynx Add soma RCADME deecription "3enind the Fancramaviea . Latest commit 581627¢ G days ano
B Ponaramasccodepeog ini izl cosmmil 8 diaws ago
s Panorama remove test draviing code from Panorama draw() method 7 davs son
Bl FanoramaApp ios initial ccmmit 8 days soo
B FanoramaApp_mac initial commit 8 days ago
 Shared remove lest diawang code Tram Panorama draw() rmelthod 7 days ago
[#) .aitignore initiA om 8 days agp
[#) LICENSE.md initia  crmmit 8 days sgo
[#] README.md Add some README dascription 'Behird the ParoramaYiew'. G days ago
EZ README.md

Parorama is a utility sct of code for Core Graphics based 2D scrollable app for both i0S and macOS. |f you like to develop
ar 2D zoomaole scrollable cortant agp for both ICS and macOS. There are so many pain points baecause of the differences
of UIView/NSView, UIScrollvView/NSScrollView and other classes. Also there are some differences in the graphics
coordinate system. This Panorama may be fit into your neads for deveioping 20 zoomable scrollable ccre graphics based
app.

Cross Platform
AS you can see, Panorama definas scme type aliases to ba able to use for both i0S and macOS. So, your MyView canbe a

subckisss of Xview , and ilis UTView on 0S8, NSView on macOS, This mekes your coding life a bil easier, bul you sl
nead #if as{) directives to write p'atfcrm specific code.

#.F os(i0S)



O I his resository Pull requests Issues Gist & +- i

| codelynx | Pancrama ©Ounwatch~ 1 *Star 0 Yrork ©
< Code (lssues 0 71 Pul reguests © W Projacts © U1 Wiki 4~ Fulse 11 Grapns 11 Sattings

iICS/macCS 2D scrollable/zoomable utility code and 't's sample ccde Edil

o 3 cormmils P 1 branch 0 releases 121 conlribule: g M7

Branch: master « Naw pull request Croate new flle  Uploadflles Findfile
ﬁ codelynx Add soma RCADME description "3enind the Fancramavies . Latest commit 581627¢ G days ano
W Ponaramaaccodepeog i sl cosmmil & diws ago
s Panorama remove test draviing code from Panorama draw() method 7 davs son
B FanoramaAgp ios initial ccmmit 8 days soo
B FanoramaApp_mac initial commit 8 days ago
M Shared remove lest diawang code Tram Panorama draw() rmelthod 7 days ago
[#) .gitignore initial commit & davs oo
[#) LICENSE.md initial ccmmit 8 days sgo
[#] READMEmd Add some README dascription 'Behird the ParoramaYiew'. 0 days ago
EZ README.md

Parorama is a utility sct of code for Core Graphics based 2D scrollable app for both i0S and macOS. |f you like to develop
ar 2D zcomaole scrollable cortant agp for both ICS and macOS. There are so many pain points baecause of the differences
of UIView/NSView, UIScrollvView/NSScrollView and other classes. Also there are some differences in the graphics
coordinate system. This Panorama may be fit into your neads for deveioping 20 zoomable scrollable ccre graphics based
app.

Cross Platform
ASs you can see, Panorama definas scme type aliases to ba able to use for both i0S and macOS. So, your MyView canbe a

subckisss of Xview , and ilis UTView on 0S8, NSView on macOS, This mekes your coding life a bil easier, bul you sl
nead #if as{) directives to write p'atfcrm specif'c code.

#.F os(iDS)



Panorama Features

- Cross Platform i0S /

+ Crips Sharp 8x+ scale

- May not suitable for and/or



Open GL / Metal
+
UI/NSScrollView



Not suitable to he a
subview of Ul/NSScrollView

« GLKView /EAGLLayer backed UI/NSView

« MTKView [ CAMetallayer backed UI/NSView




Dummy Content View



Content View

UlView

e MTKView

UlScrollView

Dummy
ContentView




Metal view
dummy view coordinate




Transform Coordinate

Model Coord Dummy View MTKView Device Coord
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L codelynx / silvershadow @uUnwatehy 1 geUnster 1 YFork O

<3 Code (V) Issues 0 1 Pull requests 0 WVl Projects 0 CE Wiki “~ Pulse ul. Grephs {} Settings

No description or website provided. Edit

D 8 commits ¥ 1 branch L 0 releases 21 1 contributor ds MIT
Dranch: master ~ New pull request Create new file  Upload files Findfile | e 0 anl 0y L0
ﬁ codelynx Basic Implementation of PointeRancerer - Point Randerer now able 1o d... = Latest commit b5fedc8 3 days age
i Shared Basic Implementation of Pointskencerer - Point Renderer now ableto d... 3 days aqge
i Silvershadow.xcodeproj Rasic Implementation of PointsRenderes - Po'nt Renderer now able tod.. 3 days ago
M Sivershadow Basic Implementation of Pointskenderer - Po nt Renderer now able to d... 3 days age
B SilvershadowApp_ios a8 Imple e ation of PointsRenderes - I int Renderer now hletod.. 3 days ago
B SivershadowApp_mac S In e B MY/ T EFE @ I hwr_ ¥ owE 0 & 3 days aqge
E .gitignore nitial commit 15 days ago
E LICENSE nitial commit 1o days age
E README.md A Canvaslayer now can take advantage aof using Core Graphics ta render... 14 days ago
EEI README.md
-
Silver Shadow

What is Silver Shadow?

Silvershadow s a Swift based zoomable, scrollable Metal 2D Tool Kit for 10S end macOS.

Since, MTKView or Metal backed view is not suitable placing within UlScrellView, NSScrollView. It is hard to provide similar
user experiences by handling mouses or touches manually. Silver Shadow prevides UlScrellView or NSScrollView
associated wth RenderView and uses it's coordinate system for app'ying Metal rendering.



L codelynx / silvershadow @uUnwatehy 1 deUnstar 1 YFork O

< Coce (U Issues O I Pull requests 0 Pl Projects 0 =5 Wiki “~ Pulse ul. Grephs {} Settings

No description or website provided. Edit

D 8 commits ¥ 1 branch L0 releases 21 1 contributor s MIT
Dranch: master ~ New pull request Create new file  Upload files Findfile | el 0 anl 0y L0
ﬁcocblynx Basic Implementation of PointeRancerer - Point Randerer now able 1o d... = Latest commit b5fedc8 3 days age
i Shared Basic Implementation of PointsKencerer - Point Renderer now ableto d... 3 days agoe
B Silvershadow.xcodeproj Rasc Implementation of PointsRenderer - Pont Renderer now ahle tod.. 3 days ago
I Sivershadow gasic Implementation of PointsHenderer - Pont Renderer now able to d... 3 days aqge
i SilvershadowApp_ios Basic Implementation of PointsRenderes - Pont Renderer now able tod... 3 days ago
B SivershadowApp_mac gas c Implementation of PointsKenderer - Pont Renderer now abletod... 3 days aqge
E .gitignore nitial commit 15 days ago
E LICENSE nitial commit 1o days age
= README.md A Canvaslayer now can take advantage af using Core Graphics ta render... 14 days ago
EEI README.md
-
Silver Shadow

What is Silver Shadow?

Silvershadow s a Swift based zoomable, scrollable Metal 2D Tool Kit for 10S end macOS.

Since, MTKView or Metal backed view is not suitable placing within UlScrallView, NSScrollView. It is hard to provide similar
user experiences by handling mouses or touches manually. Silver Shadow prevides UlScrellView or NSScrollView
associated wth RenderView and uses it's coordinate system for app'ying Metal rendering.
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Features

for writing — unlike SKShaders

. No complex configuration — Just place

- Subclass or for your own displayable contents

- Write your own

- Subclass to use your

- Ability to render with

. Possible with



Feedback and Star
Please



Thank you

kyoshikawa@electricwoods.com
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