PGA — Krita Plugins: Cviceni 6

BatchLab — hromadny export, sprite-sheet, release



Cile
e Batch export vrstev/skupin: trim, padding, scale, formaty, sablony jmen

e Sprite-sheet builder: Grid i Tight pack + JSON manifest

* Release: metadata, README, ikona, QSettings, logging



Batch Export — pipeline

Enumerate Layers

==Projection

=im (A>thr)

DRadding / Scale

= Save

Tip: U ikon pouzijte nearest (FastTransformation).




Trim (bbox dle alfa) — priklad

Vrstva (pred trimem) BBOX dle A>0 Trimnuty vyrez

A>0 - bbox — vyrez



Padding & Scale — priklad

Po trimu Po paddingu (12 px) Po skalovani (2x)

Nejprve trim, pak padding, nakonec skalovani



Sprite-Sheet — Grid vs. Tight pack

e Grid: fixni tileW/H, snadny index

e Tight: mensi atlas, proménlivé dlazdice, manifest nutny
Grid (4x4) Tight pack (fadkovani)
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Maaﬁlf@ﬂ JSON + Sablony nazvu
Ukazq<a manlfestu (JSON): Sablona nzvu:
} {doc} {layer} {v:03d}@{scale}x.{ext}

Vysledky:

e uli icons play 007@2.0x.png

e ul icons pause 012@l.0x.webp
e ul icons stop 042@0.5x.png



Extrude okraje + Power-of-Two

Padding 4 px Extrude 4 px (anti-bleed) Atlas (Grid 4x4)

Extrude 1-4 px pomaha proti bleed/halo pri bilinearnim filtrovani v enginu.
Power-of-Two canvas (1024, 2048...) mUze byt vyzadovan - snizte plytvani pomoci Tight packu.



Workflow & UX

* Preview: sucha simulace (nazvy, layout), bez zdpisu souborU
 Run: QProgressDialog + Cancel; po dokonceni nabidnout otevreni slozky

* Persist nastaveni (QSettings): destFolder, format, template, padding...



