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Indopmaniiina Texnosoris renepauii 3D-mogeni peabedy
3a mapaMeTpaMH SICKPaBOCTi MiKceIiB pacTPOBOro 300pakeHHsA

3yoko B. C., cmyodenm; bapanosa I. B., doyernm
CyMcekuii nep>kaBHui yHiBepcuTer, M. CymMu

[IpobGsiemu SKICHOT MiArOTOBKH BiiCHKOBOCTYXKOOBIIIB Ta 000POHO3/aT-
HOCTI YKpaiHH MOTpeOyIOTh CTBOPEHHS BUCOKOSKICHUX HaBYAIBHUX TpeE-
HaxepiB. PeamizyBaTu pilleHHS JaHOI MPOOJIEMH MOXHA 3a JOIMOMOTOI0
CHEIialIbHOTO JIoJIaTKa JI0 TPEHAXepy, SKui Oyjae MIBHIKO TeHepyBaTH
TPUBHMIPHY MOJIENTb TIOBEPXHI 31 3HIMKIB MICIIEBOCTI, 3[IHCHEHHX IIiJ] Yac
pealibHUX MO,

Po3pobka iH(popMalliifHOT TEXHOIOI T JUHAMIYHOTO MOJICIIOBAHHS TPH-
BHUMIPHOI MOJIelTi KapTH penbedy, sKa MoeTHye B co0i aHaIi3 MOHOXPOMHO-
IO PacTpPOBOTO 300pakKeHHsS Ta T'eHepallilo Ha WOro OCHOBI TPHUBHUMIPHOI
MOJIIrOHAJIBHOT MOJIENI KapTH, 1 OyJjia METOr 1aHOi poOoTH.

[icns aHamizy icHyroumx mkeped [1, 2] chopmyiboBaHI BUMOTH [0
CTBOPIOBAHOTO JONIaTKa O TpEHakepy, Ha iX ocHOBI OyB po3poOieHmit
HaHOUIBII IIBUAKOIIIOYHN aaroput™ reHepaitii 3D-momeni penbedy.

IIporpama aHamizye BXigHE
MOHOXpOMHE pacTpoBe 300pa-
JKEHHs, 32 HEOOXIAHOCTI J03BO-
7€ BUKOHYBAaTH oOleparii pema-
TYBaHHS Ta KOPUTYBaHHS mapa-
METpiB 300pak CHHSI.

Ha 06a3i oTpuMaHMX JaHHUX
Jlalli TEHEPYEThCSI MOJIENb Peilb-
edy y TOTIrOHATEHOMY BUTJISIL.
Junsa renepaniit 3D-momeni penb-
edy OyJ0 CTBOPEHO AOAATOK Ha
MoBi miporpamyBanHa C#. BiH 103BONsie pemaryBaTé Ta 3aCTOCOBYBATH 3a
MPHU3HAYCHHSIM MapaMeTPH CTBOPEHOI TPUBUMIPHOI MOJIEII.
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