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O00’ekT pocaigxenHss — iHQopMaliifHa CHUCTEMa-TPEHAXKEP BHUBUYCHHS

TPUBUMIPHOT Tpadiku Ta 0OUUCITIOBATLHOT TeOMETPIi.

Meta po6oTn — po3poOKa CUCTEMH, L0 MOJETIUTh MPOLIEC HaBYaHHS Ta
BUKOHAHHS MNPAKTUYHHUX 3aBJaHb B XOJA1 BUBYEHHS AMCLUIUIIH TPUBHMIPHOI
rpadiku Ta OOYMCIIOBAIBHOI I€OMETpil, a TAaKOXK MOXE BHKOPHUCTOBYBATHUCH SIK

OCHOBA JJIsI MaOyTHROT KacToMi3aIlii.

Metoau nociigskeHHs: — B IPOILECI BUKOHAHHS MPOTPaMHOI peasizaiii
OyJ10 BUKOPHMCTAHO KOMOIHAITII0 TEXHOJOTIH ISl CTBOPEHHS JIECKTOIHUX MpOorpam
3 rpadiuauM iHTepdeiicom, ska Bkmodae B cebe C#, WPF, XAML, Wix#,
SharpGL.

Pe3yibTaTH — CUCTEMY-TpPEHaXKEP PEHICPUHTY MOJeNied TPUBUMIPHOIO
POCTOPY JUIsl NUCUMIUTIH HanmpsMKy "3D monenmtoBanHs Ta Bizyamnizawis'. JlaHa
CUCTeMa HaJae JUisi KOpHCTyBaua MOKJIMBICTh 3aBaHTakeHHs 3D-moneneit 3
daiiniB, X peHIEepUHT 3 ypaxyBaHHSM JDKEpeia CBITIa, a TaKOX TEKCTyp Ta
MatepianaiB MOJIENl, MOXJIMBICTh KEPYBaTH KaMEporo, MIATPUMKa OaraToMOBHOTO
iHTepdeicy Ta CHUCTEMH 3aluTIB J0 TPUBUMIPHOI MOJENi, fKa J03BOJISE i
MoaudikyBatu abo iHcnekTyBaTtu. CHCTeMy peai3oBaHO Y BUIJISAI IMPOrPaMHOIO
3a0e3MnedeHHs], ke OyJIo CTBOPEHE 3a JONOMOIOI MOBHM mporpamyBaHHs C# 3

sukopucranusm WPF, XAML, SharpGL ta Wix#.

TPUBUMIPHA MOJEJIb, PEHAEPUHI, OPENGL, C#,
[TOJIII'OHAJIBHA CITKA, OBYHCJIIFOBAJIBHA 'EOMETPIA, AECKTOITHA
[TPOI'PAMA.
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BCTYII

3apa3 BaXKKO YABHUTH HaIlle XXUTTS 0e3 TpuBUMIipHOI rpadiku. Bona ysiitmia
Maibke B yci chepu KUTTEAISIILHOCTI JIIOACTBA. TpuBHMMipHa Tpadika Ta
MOJICJIIOBaHHSI TPOJOBXKYE HAOMpATH TMOMYJSPHICTh B MPOIEC] MPOCKTYyBaHHS
IPOAYKTIB y MPOMMCIOBOCTI, apXITEKTYPHUX Ta JAU3AMHEPCHKUX PIIIEHHSX, KiHO,
aHIMarli, pekyiami, KOMIT FOTEpHUX Irpax, B CHUMYJIALIl TPOIECiB B Hayll Ta
poboToTexHili. 3pocTalounii MOMUT BiOOpakeHHs 00’ €KTIB PEAIbHOTO 00’ €MHOTO
CBITY 1 CTBOPEHHSI HOBUX BIPTYaJbHHX MOJIENECH BUKIMKAE BIAMOBIIHUI MOMHUT Ha
CHEINIATICTIB JJIS CTBOPEHHS HOBHX TEXHOJOTIA Ta PO3BUTKY ICHYIOUUX
MPOrpaMHUX CUCTEM y cepl TPUBUMIPHOI rpadiku Ta MOAEITIOBAHHS.

BaxmuBumu guciMIUIIHAMM  JUIS  MIATOTOBKM TAKUX  CIHEIIATICTIB €
TPUBHMIpPHA KOMIT IOTEpHA rpadika, MOJACIIOBAHHS Ta O0YUCIIOBAIbHA T€OMETPIs,
IpU BUBYEHHI SKUX CTYACHTH CTBOPIOIOTH BIIACHI MPOTpPaMHU ISl 3aKPIIICHHS
OTPUMaHUX TCOPETUYHHUX 3HAHb Ta peajizailii BUBUCHUX aJITOPUTMIB.

Hanucanus mnporpamHoro 3a0e3neyeHHs B TMPOIECI BUBYCHHS JaHUX
MIPEIMETIB 3 HYJISl MOKe OyTH HEJOIJIbHUM Ta 3aiimaTu Oarato yacy. Jlopeuniiie
BUKOPHUCTATH TMPOTrpaMHEe 3a0C3MEUCHHS, SKE BXKE MICTHTh IIeBHUN 0a30BUM
(GyHKITIOHAT Ta 103BOJISIE 10/]JaBaTH HOBUH.

Huni icHye pocuth OaraTto mporpaMm [jisi MOJEIIOBaHHS Ta PEHACPUHTY
MoJiesield TpUBUMIpHOTro poctopy. He BCl 3 HUX MalOTh MOKIIUBICTh PO3IIMPEHHS
BXK€ 1CHYIOYOTO (DYHKIIOHATY, 1 BOHM MalOTh BXKE peajizoBaHi BCi OCHOBHI (DyHKITIT
Ta QJIrOPUTMH, $KI BUBYAIOTHCS HA BKA3aHUX JUCIUIUIIHAX, a TaKOX BOHHU
3a3BUYall € JOCUTh JOPOTHUMH, CKJIQJHAMH Ta BHMAararmTh OBIOTPHUBAIIOTO
MOTIEPETHHOTO HABYAHHSI.

TakuM 4MHOM METO0 J1aHOT pOOOTH € CTBOPEHHSI CHCTEMH, IO MOJIETTIUTh
MPOIIeC HAaBYAHHS Ta BUKOHAHHS NMPAKTUYHKUX 3aBAaHb B XOJi BUBUCHHS TUCIIUATIIIH
TPpUBUMIPHOT Tpadiku Ta OOYMCITIOBAIBHOI TEeOMETpPii, a TaKOoX MOXKeE
BUKOPHUCTOBYBATUCH SIK OCHOBA JIJI1 MaOyTHBOI KacToM13aIlli.

Jauwmii mpoekT € BinacHicTio kommanii AMC Bridge.



1 TH®OPMALIHHUI OI'JISL
1.1. AmnaJji3 npeaMeTHOI rajay3i

TpuBumipHa rtpadika - po3dil KOMIT'IOTepHOI Trpadikd, TPUCBIYCHUN
METO/JaM CTBOPCHHS 300pakeHb a00 BIEO ILIAXOM MOJEITIOBaHHS 00'€eMHHX
00'€KTIB B TPUBUMIPHOMY ITPOCTOPI.

I'padiune 300pakeHHS TPUBHMIPHUX OO'€KTIB BKIIOYAE MMOOYAOBY
T€OMETPUYHOI MPOEKI[T TPUBUMIPHOI MOJEN CIEHH Ha IUIOMIMHY (HAaIpHUKIal,
eKpaH KOMIT'I0Tepa) 3a JOMOMOTI 00 CHEI1alliI30BAHUX MPOrpam.

JUist OTpUMaHHsI TPUBUMIPHOTO 300paKeHHSI Ha TUIOLIMHI MTOTP1OHI HACTYITHI
KPOKHU:

1) MopnentoBaHHs - CTBOPEHHS TPUBHUMIPHOT MaTeMaTHUYHOI MOJENl
CIICHHM 1 00'€KTIB B HIi;

2) TexkcTypyBaHHs - NPU3HAYEHHs MMOBEPXOHb MOJEJEH pacTpoBuX a0
OpOLEAYPHUX TEKCTYp, a TaKOXK HaNAINTYBaHHS BIACTHUBOCTEH MaTepiaiiB -
MPO30pPICTh, BIIOOPAXKEHHS, IIOPCTKICTh Ta 1H.;

3) OcBiTJIeHHS - BCTAHOBJICHHS Ta HAJIAINTYBaHHS JKEepes CBITIA,

4) Cumynsuis JOUHAMIKM - BUKOPUCTOBYETHCS, HANpHUKIad, KOJIU
MOTPIOHO PO3TJIAHYTH B3aEMOJII0 YaCTHHOK abo Oyab-ikuX 00'€KTiB, 3

MOJIEIbOBAHUMH CHJIAMU TpaBiTallli, BITPY, BUIITOBXYBAaHHS 1 1H., @ TAKOX OJMH 3

OJTHUM;
5) Bizyaumizaris - mo0y1oBa mpoeKILii;
6) BuBeneHHsT OTpUMaHOro 300paXeHHS Ha MPUCTPIA BUBEICHHS -

nucIiei abo npuaTep.[1]

BaxnuBoro ckmanoBoro TpuBuMipHOi Tpadiku € 3D MoaenroBaHHs, IO
SBJISIE COOOIO TPOIEC CTBOPEHHS TPUBUMIPHOI MOJieNl O0'€KTa 3a JIOMOMOTOIO
CHEIIaTli30BaHOTO TPOrPaMHOTO  3a0€3MeUYeHHsT 3 METOI il  MOJAJIBIIOTO
BUKOpUCTaHHA. OCHOBHUM 3aBAaHHSAM 3D-MoOJieIt0BaHHS € pO3po0Ka Bi3yaabHOIO

00'eMHOTr0 00pazy OakaHoro 00'ekTa.



OCHOBHUM METOJOM MOJEIIIOBAaHHS ISl KOMI'IOTEPHOI rpadiku B pexUMi
peaNbHOTO0 4Yacy € TIOJNITOHAJIbHE MOJETIOBAaHHS - MIAXIA [JI MOJCTIOBAHHS
MOJIITOHATBHUX CITOK. TOYKM B TPUBHUMIPHOMY WIPOCTOpI, SIKI HA3UBAIOTHCSA
BEpIIMHAMH, 3’€IHaHI MDXK COO0OI0 BiJpi3KaMH JiHIH, YTBOPIOIOTH MOJIITOHATIBHY
citky[2]. KoxxHa reoMeTpuyHa IrpaHb CKIAAEThCs MOHANMEHIIIE 3 TPhOX BEPIIHH,
1 KO)KHa BEepIUIMHA MOXe OyTH YacTHHOIO OJHI€T a0 AeKiIbKOX rpanell. Po3mip i
dhopma 00’€KTIB 3MIHIOIOTHCS MIJISIXOM 3MIHU MOJIOKEHHS KOXXHOI BepiiuHu. Yum
BUIIY KUIBKICTH IMOJITOHIB Ma€ 00'€KT, TUM BHIIE JeTam3alis 1 aKicTb. Ha ocHOBI
IBOT0 MOAUIAIOTh BHcOKonomiroHanasHi (high poly) 1 Huskonomironansaux (low
poly) mozeni.

[HIIMM METOOM € MOJENIOBaHHs TMOBepXHi. BiH moOkIagaeTbes Ha
HaIpaBJsito4l JIHIL Ui BU3HA4YeHHS (opmMu Ta KpuBHM3HM Jetani. [loTim
nporpaMHe 3a0e3leueHHs OOYMCIIIOE TIaJIKy MOBEPXHIO, SIKa 3'€HY€ HaIpsIMHI
JiH1i. BUKopucCTaHHS HanpsMHHX JIIHIA - HE €IUHUN BapiaHT. Jledki mporpamu
BUKOPHCTOBYIOTh KOHTPOJIbHI TOYKM a00 TUIONIMHU YIPaBIiHHA, A€ Oa)kaHa
MOBEPXHS CIIIIy€ 3a TUIONMIMHAMM TaHTeHINaNbHO. L[ TexHika € O1IbIN CKIIAIHOIO 1
BUMAarae OUIbINI JOCKOHAJIMX MPOrpaMm, a TakoK OUIbIlle HaBYAHHS Ta JOCBITY Bijl
nu3aitHepa. [3]

Byayun cykymHicTIo AaHMX (TOYOK Ta 1HIIOL 1H(OpMALii), TPUBUMIPHI
MOJIeNII MOXYTh OyTH CTBOPEHHH BpYydYHY, aJTOpPUTMIYHO (TIpoleaypHe
MOJICNIIOBAHHS) a00 MHIIAXOM CKAaHYBAHHSA. IX TOBEpXHI MOMHA JO0JATKOBO
BHU3HAYUTH 3a JIOTIOMOT'0I0 HaHECCHHS TeKCTyp.[4]

TpuBumipHa rpadika Ma€ HU3Ky TiepeBar HaJl JBOBUMIPHOIO:

1) Bizyanizaris ob'exkta. Y 2D-300paxkeHHs BIJICYTHE YSIBJICHHS HIO0
TPUBUMIPHUX B3a€EMOJINM 1 3B’A3KIB 3 IHIIUMHU OO'€KTaMH, MPO B3aEMO3B'SI30K
BJIACHUX KOMIIOHEHTIB KOHCTPYKIii. Y Bumanky 3D moneni 00'ekT po3ropTaerbes
M 1HIIUM KyTOM, TaK 10 MOXHa MO00auuTH WOro po3TallyBaHHS Ta

MICII€3HAXO/HKEHHS THIIMX 00'€KTIB MI0/I0 TOJIOBHOI (DirypH.



2) BiacytHicTe moTpebu B 10AaTKOBIHM (pi13MYHOMY MOJIENI, B TOM Yac SK
IpU BUKOPHUCTAHHI IBOBUMIPHUX KPECIIEHb B JIEAKHX BUMAAKaX MPOEKTYBAIbHUKY
JIOBOJIUTHCSI CTBOPIOBATH (pi3MUHY MOJIEIb JIs1 PO3YMIHHS TOBHOI KAPTUHH.

3) MOJIHMBICTP aBTOMATHU30BAHOTO PO3PAaXyHKY PI3HUX BIACTHBOCTEH
BUPOOIB, TAKUX SIK PO3PAXYHOK PO3MOALTY TEIjia, Mac-1HEPI[iitHI XapaKTEPUCTUKH 1
T. iH. [5]

4) BrnuB Ha ¢izuyni peakii risgada. [Ipu npaBuibHOMY MOJIETIOBaHH]
cuienu B 3D MoxHa CcTBOpUTH e(deKT ae30pieHTalli Iisigada B IMPOCTOPI:
HaIMpUKIa], ePeKT 3araMopoUINBOi TOHKH, MAiHHS, PI3KOTO MEePEKUIaHHs 1 T.1H.
JronunHa npumipsie Ha ceOe 10 PeaIbHICTh 1 CTa€ IK OM YaCTUHOIO i1, CIpUITMar04u
gk miicHicTh. Takux edextiB B 2D-rpadimi gocartu Maixke HEMOKIUBO.

TpuBumipHa rpadika Ta MOAEIIOBAHHSA TICHO NEPEIUIITAIOTHCS 3 TEMOIO
00UYHCITIOBAIILHOI TEOMETPIELO.

OO6uucnoBaibHa TEOMETpIs - PO3AUT 1HPOPMATHUKH, SKUM Tmependayae
IIPOEKTYBaHHS, aHANI3 Ta peani3alilo €PEeKTUBHUX AJITOPUTMIB JJI BHPIIIEHHS
r€OMETPUYHMX  3ajad. CknagHicTh OOYHMCIICHh €  apXiBaXJIUBOKO IS
O00YMCITIOBAJILHOI T€OMETPIi Ta Ma€ BETMKE MPAKTHUYHE 3HAYCHHSI, AKIIO0 aJITOPUTMHU
BUKOPUCTOBYIOTHCS Ha JIy’K€ BEJIMKHUX HAOOpax NaHMX, IO MICTATH AECITKH abo
COTHI MiNbHOHIB TO4OK. [ Takux HaGopi pisauug mix O(n?) Ta O(n log n)
MOXe OyTH PI3HULICIO MIXK JTHAMH Ta CEKYHJaMU OOYMCIICHHS.

OCHOBHMM TOIUTOBXOM [UIsl PO3BUTKY OOYHMCIIIOBAJIbHOI T'€OMETpii fK
JUCIUIUTIHU OYB MpOrpec B Tally3l KOMIT FOTEPHOI rpadiku Ta aBTOMATU30BAHOTO
npoektyBanusa(“‘computer-aided design”, “CAD”) Ta BurotoBienus (“Computer-
aided manufacturing”, “CAM”)), ane Oarato mnpoOieM B OOYHCIIOBAIbHIN
reoMeTpli MalTh KJIACUYHHMM XapakTep 1 MOXYThb 3'SBIATUCH MPU MaTeMaTUYHIN
Bi3yasizallii. [HII BaXkJIMB1 3aCTOCYBaHHS OOUYMCITIOBAJILHOT T€OMETPIi BKIIOYAIOTh
poOoTOTEeXHIKY (MpoOsieMH TIaHYBaHHS PyXy Ta BHAMMOCTI), reoiHdopmariiiiti
cuctemu (I'[C) (reomeTpuyHe po3TairyBaHHS Ta MOWIYK, MJIAHYBAHHSA MapUIpyTy),

MPOCKTYBAHHS IHTETPAIBHUX CcXeM (MpOeKTyBaHHs Ta mepeBipka reometpii 1C),


https://uk.wikipedia.org/wiki/%D0%9C%D0%B0%D1%82%D0%B5%D0%BC%D0%B0%D1%82%D0%B8%D1%87%D0%BD%D0%B0_%D0%B2%D1%96%D0%B7%D1%83%D0%B0%D0%BB%D1%96%D0%B7%D0%B0%D1%86%D1%96%D1%8F
https://uk.wikipedia.org/wiki/%D0%9C%D0%B0%D1%82%D0%B5%D0%BC%D0%B0%D1%82%D0%B8%D1%87%D0%BD%D0%B0_%D0%B2%D1%96%D0%B7%D1%83%D0%B0%D0%BB%D1%96%D0%B7%D0%B0%D1%86%D1%96%D1%8F
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aBToMatu3oBany iHxeHepito (CAE) (reneparist citok), komm'totepuuid 3ip (3D-
PEKOHCTPYKIIis).[6]

OCKITbKM CIIEHM CKJIQJIal0ThCS 3 TEOMETPUYHHUX OO0 €KTIB, T€OMETPUYHI
AJITOPUTMH BIAITPAIOTh BAXKIIUBY POJIb Y KOMIT IOTEPHIiH rpadii.

BaxnuBimmM KpokoM y BifoOpakeHHI TPUBHUMIPHOI CIEHH € BUAAJICHHS
MPUXOBAHOI MOBEPXHI: BU3HAYUTU YACTHHY CIEHHU, BUJUMY 3 TIEBHOI TOYKH 30Dy,
a0o0, 1HIIMMHU CJIOBaMHU, BIIKMHYTH YaCTHUHH, SIK1 JIeXKATh M03ay 1HIIUX 00’ €KTIB.
J171s1 CTBOpEHHS peaiCTUYHUX Ha BUTJIS]] CLIEH MU TIOBUHHI B3SITH JI0 YBaru CBITJIO.
Ile cTBOoproe Oaratro HOBHX IMpoOJIeM, Takux SK oOuucieHHs TiHed. OTxe,
peaiCTUYHUN CUHTE3 300paKCHHS BUMAarae CKJIQJHUX METOMIB BiAOOpa)KeHHS,
TaKUX SIK TpPacyBaHHS MPOMEHIB Ta Mudy3HE BiI0OpakeHHA. Marouu crpaBy 3
PYXOMUMH 00’ €KTaMU Ta y JOJATKaX BIPTyaldbHOI PEaNbHOCTI, BAXKJINBO BUSBIIATH
3ITKHEHHS MDK OO0’ekTaMu. ¥Ycl Il CHUTyalli TOB’s3aHI 3 TE€OMETPUYHUMU
npodaemamu.[7]

CoporonHi 3D-Mo1€111 BUKOPUCTOBYIOTHCS B CAMHX Pi3HUX cdepax.

["asy3b TPOMHCIIOBOCTI BUKOPUCTOBYE iX SIK KOHCTPYKIIII HOBUX MPHUCTPOIB,
TPAHCTIOPTHUX 3aCO0IB Ta KOHCTPYKIIIH, a TAKOX JJIS IIJIOTO Py 1HIIMX MOTPeO.

CydacHl TEXHOJIOTIi J03BOJISIIOTH CTBOPUTH Bi3yalli3allil0 MPOEKTOBAHOTO
00'€kTa, MaKCHUMAaJIbHO HAOJMKEHOTO JI0 PEeajbHOr0 MPHUCTPOIO, OLIHUTH MHOTO
Hao4yHO. TpuBUMIpHA MOJE/b MaOyTHBOIO MEXaHI3MYy MPUCKOPIOE 1 TMOJETIIye
poOOTY 1HXXEHEPIB-KOHCTPYKTOPIiB. TOMY, 0COOIMBO BaXKJIIMBUM JIUIA I1i€1 KaTeropii
KOPHCTYBaudiB € HE 30BHINIHIA BHIJISAI MOJIENI, a MOXIJIMBICTh 3aCTOCYBaHHS
dbopmyi, poOOTH 3 HUMH, 3Pi30B1 KpeciaeHHs, rpadika, a TaKOX MEepeBipKa BChOTO
MeXaHi3My Ha Oyb-sIKOMY eTari po3poOKu.

OTpumaHuil MPOAYKT € TEOMETPUYHOIO CYTHICTIO, 1, OTXKE, CIIJ OYiKyBaTu
MOSIBM BCUIIKMX TeoMmeTpudyHux 3anad. Cropasai, naketu CAD moBuHHI MaTu
CIpaBy 3 MepeTHHAMU Ta 00'eAHAHHSMHU OO'€KTIB, 3 JEKOMIIO3UIIEI0 00'€KTIB Ta
MeX O00'eKkTIB Ha OUIbII MpocTi (GopMU Ta 3 BI3yali3all€ld pPO3pOOJICHUX

nponaykTiB. [1[06 BupimmTH, YM BIANOBITAE KOHCTPYKINSA —cremudikarisam,
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HeoOX1JH1 TeBH1 BumpoOyBaHHsA. YacTto s 1nmMx BunpoOyBaHb HE MOTPIOHO
OyayBaTH IPOTOTHII, 1 TOCTATHHO MOJICITFOBAHHS. [ 7]

3D-mozem TakoX MOXKYTh OyTH OCHOBOK Il (hI3UMYHUX IIPUCTPOIB,
noOynoBanux Ha 3D-mpunTepax a0o BepcTaTax 3 UHCIOBUM MPOTPaMHUM
kepyBaHHAM(YIIK).

TpuBumipHa rpadika HezamiHHA 1 JJI Mpe3eHTalii MaiOyTHROTO BUPOOY.
YacTto 3aMOBHHMKHM BHMAararoTh MPOJAyMaTd HE3BUYAHHUI Mu3ailH mpeameTiB. B
JAHOMY  BHUIAAKy Tpollec  Bizyamizamlii Jornomarae MpoAeMOHCTPYyBaTu
JU3ailHEPChKE PILICHHS.

3D-Bigyamizaliis TakoX HaI3BHYAfHO aKTHUBHO BUKOPHUCTOBYETHCSA B cdepi
apxITeKTypH, OyJIBHUIITBA Ta JAU3alHY 1HTEp €py. APXITEKTypHa MPOMHUCIOBICTh
BUKOPUCTOBYE 1X JJIA JEMOHCTpalli 3alpoloHOBaHMX OyJiBeNb Ta JaHAmadTiB
3aMICTh TPAIULINHUX, PI3UYHUX MOJIENIEN apXITEKTYpH.

3a J0MOMOro  TPUBUMIPHOI Trpadiku  JOCITAETbCI  MaKCUMAIbHO
peaNiCTUYHE MOJEIOBAHHS MICBKOI apXITEeKTypH 1 JJaHAmMAaQTiB, 3 MIHIMAIIbHUMH
BUTpaTamu. Bizyamizaiisi apxitekTypu OyaiBenb 1 JaHamadTHOTO o(opMIIeHHS
JTa€ MOMKJIMBICTH I1HBECTOpaM 1 apXiTeKTOpaM BIAYYTH €(PEeKT NPUCYTHOCTI B
cripoekToBaHoMy mpoctopi. [1[o 103BoJisie 00'EKTUBHO OIIIHUTU MEPEBArU MPOEKTY
1 yCYHYTH HEJOTIKH.

Cooronni 3D-Bizyanizamiss OyAMHKY - BaXJIMBUU €Tam Mepen MOYaTKOM
OyniBenbHUX POOIT. JlaHa TEXHOJOTIS JI03BOJISIE TIOJIUBUTUCS HA TOTOBUM OO0'€KT 1
BHECTH 3MIHU NPU HEOOXIMHOCTI. TpuBHUMIpHA Bi3yaili3allii BUKOPUCTOBYETHCS
MpU CTBOPEHHI pekjIaMu 1HTep'epy abo OyliBedb 3 METOW O03HAaHOMUTH
CIIOKMBAYiB 3 KOHKPETHOI Tpomno3uiliero. OcoOnuBICTh pekiiaMu B cdepi
OyJIIBHUIITBA Ta apXITEKTypH MOJISITA€ B TOMY, [0 BOHA MPOMOHYE T€, YOr0 MOKH
o He icHye. Hampukimasn, pexiama >KHTIOBOTO KOMIUIEKCY MOKa3ye pe3ynbTaT -
CTIIO’KHUBA4 0aYUTh 300paKEHHSI TOTOBUX OYJIMHKIB, B TOM Yac sIK 1X 3BEJCHHS MOXKE
TUTBKM TOYMHATHCA[8]. ApXITEKTypHa MPOMHCIOBICTh BUKOPUCTOBYE iX JUISI
JIEMOHCTpAIIii 3amporoHOBaHUX Oy/iBeNb Ta JaHAMA(TIB 3aMICTh TPAIUIIHMHUX,

b13nuHUX MOfeNelt apXITeKTypH.
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OnHak poJib TPUBUMIPHOTO MOJIEIIOBaHHS B cdepl au3aiiHy 1HTEp'epy Ta
OyIniBHHIITBA HE OOMEXYETBCS IeMOHCTpamiero o00'ekta. 3D momemtoBaHHS €
BKJIMBOIO YACTHUHOIO IMITAIITHOTO MOJIETIOBAHHS - II€ IMPOLIEC CTBOPEHHS Ta
aHami3zy 1U@POBOTO MPOTOTUIY (I3UYHOI MOJETl JUIsl TPOTHO3YBAaHHS i
e(EKTUBHOCTI B peaqbHOMY CBITI.

BaxnmuBuMu  QyHKIISIMH TIporpaM  TPUBHUMIPHOTO MOJICIIOBAHHS, SIKI
HEOOX1/IHI apXiTEKTOpaM €:

— OILlIHKa EKCTPEMaJIbHUX YMOB HAaBKOJMIIHBOTO CEPEJOBHINA, TaKUX SK
CWIBHUH BITEp, yparaHu, BUCOKa TEMIIepaTypa, CUJIbHE COHSIYHE CBITIO a0o
MMOBHA TEMPSBA;

— BUIPOOYBaHHS CBITJIIOBOTO MOTOKY;

— BUBYEHHS €(PEKTUBHOCTI MOTOKY MMPKYJALIi MOBITPSI BCEpEaUHl Ta 30BHI
OyiBIi;

— omnTuMI3allls au3aiHepchkoi (GOpMH 1JisI HABAHTAKEHb, Baru Ta O€3MEYHO1
KOHCTpyKIIii.[9]

TpuBumipHi MoOzeNi Tak0oX BUKOPHCTOBYIOTHCS B MEAWYHIN ramysi s
CTBOPEHHSI 1HTEPAaKTHUBHUX 300pakeHb aHaToMii. Mojeni oprasiB, CTBOPEHI Ha
OCHOBI1 Ha OCHOBI JJaHUX TOMOTpadii, MOKYTh BUKOPUCTOBYBATHUCS XIpypramu s
MIATOTOBKUA 10 omeparlii. Han3BuuaiiHOro mommpeHHs B MeauiuHi HaOyB 3D-
JIpyK. 3a HOro JAOMOMOIOK CTBOPIOIOTHCSA IMIUIAHTA Ta TPOTE3U. AKTUBHO
PO3BUBAETHCS O10J]PYK, B IKOMY BUKOPHUCTOBYIOTHCS JKMBI JIFOJICHK] KIIITHHHU.

[HcTuTyT ®payHrodepa BUKOPUCTOBYE OI0JAPYK Ha OCHOBI OpPTaHIYHHUX
CTOBOYpPOBHUX KIIITHUH JjIsi BUPOOHHUIITBA KPOBOHOCHHX CYAMH - TPYOOK, IIIO
BiJITBOPIOIOTH BIIACTHBOCTI JIFOJICBKUX apTepiil 1 BEH.

VYuiBepcurer Hotrinrema TpeHT 3a nonomoroto 3D-1pyKy CTBOPUB KiCTKOBI
IMITJTAHTATH, M0 O10JOTIYHO PO3KIAMAIOTHCA, SIKI MOYKHAa BUKOPHCTOBYBATH JIJIS
JIKYBaHHS paKky KICTOK Ta BEJIMKUX MepesioMiB. CHHTETUYHI KICTKU BiITBOPIOIOTH
MOPUCTY CTPYKTYPY 1 HAAPYKOBaHI 3 pEYOBUHU, 10 MICTUTh Ti CaMi MiHEpaJId, 110
W KICTKM JIFOJMHM, MO0 JO3BOJSE iM 3 YacOM PO3UYMHSATHCS 13 3POCTAHHIM

opraniunoi TkanuHu.[10]
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Bce wacrime MapkeTosiord BHKOPUCTOBYIOTH 3D-Bizyamizailito 00'€KTiB,
CTBOPIOIOUM aHIMAIiHI PEKJIaMHI POJIUKU 4Yepe3 Te, 10 € MOXKIUBICTh CTBOPUTHU
BUTaJIaHUX TepoiB, a Takok 3D-00'ekT BuTJsAmae OUIbII MPUBAOIMBO, HIXK B
pealbHOMY KHTTI, Kpallle repeiae HeoOXiaH1 IKOCT1 MPOTIOHOBAHOTO MPOAYKTY.

be3 TpuBHMIpHOTO MOJENIOBaHHS HE MOXYTh ICHYyBaTH cdepH aHiMalii,
KOMI'IOTEPHHUX 1rop, KiHematorpady.

JInig X rajgy3ei BaXJIMBHM € MOHSATTS pirrinry y 3D mopentoBaHHI - 1€
IpoIiec PO3POOKH 1 MpoIieAypa MAroTOBKH MEPCOHaXKA 10 aHIMAIlli, 110 BKJIFOYA€E B
cebe CTBOpPEHHS Ta YCTAHOBKY BCEPEAMHI TPUBHUMIPHOI MOJEINI BIpTyaJIbHOTO
«cKenera» - Habopy «KICTOK» abo «cyrioOiB», MpPoOUEC BCTAaHOBJICHHS
CUCTEMATHYHOTO B3a€EMO3B'SI3KY MK HHMHM 1 3HA4€Hb BCUISKMX MoJaudikaiii i
BUJIO3MIH JJIS KOJKHOI 3 IIUX KICTOK.

CkenerHa aHimarlisi, s $KOi 1 BHUKOPUCTOBYETHCS pIITIHT, 3py4YHa
HacaMmIiepesl TUM, IO JO3BOJISIE KEPYBATH BEJIMYE3HOIO KITBKICTIO CKJIAJ0BHX
YacTUH (Piryp, 10 aHIMYEThCS, - KIHIIBKH, 041, M'i3M 00aM4Ysi, ryOu 1 T.1H., 32
JIOTIOMOTOI0 TIOPIBHSIHO HEBEJIMKOI KUIBKOCTI PErYyJIOIYMX YaCTHUH - TUX CaMUX
KiCTOK 1 iX KOHTPOJIbOBAHHUX XapaKTepucTUK.[11]

3D-monenoBaHHS 1 Bi3yamizarlisi pa3oM 3 aJlrOpuTMamMH OOYHCITIOBAITBHOI
reoOMeTpii HIMPOKO BUKOPUCTOBYETHCS B POOOTOTEXHIIII.

Cumynsatopu poOOTIB A03BOJSIOTH JIETKO 1 IIBHUIKO MEPEBIPUTH Oe3miy
pi3HMX 1led IS iX peanmizallii, MPOTECTYBAaTH iX, a TOTIM BHUPIIIUTH, SKUA 3
poOoTiB OymyBartu. Takox 3a JOMOMOTOI CHUMYJATOpPa MOXKJIMBO MPOTECTYBATH
MOBEJIIHKY poOoTa B 06aratbox cepenoBuinax. Yacto mpu po3poOiil TporpaMHOro
3a0e3nedeHHs Il poOOTa BUHUKAIOTh MOMIJIKH 1 JUIsl iX BUPIMICHHS JTOPEYHO
TaKO)X BHUKOPHUCTOBYBATH CHUMYJIALIO. BumnpaBieHHS OCHOBHUX TOMHIIOK
pearbHOro podoTa MOXKE 3aKIHUMTHCS B HaMKpalioMy BHMaaKy a0 Oarato
BUTPAYCHOTO Yacy, a B TIPIIOMY BHUMAAKY - IO MOJIOMKH poOOTa. 3aCTOCYBaBIIN
CUMYJIALII0, € MOXKIIUBICTh MOAYMATH Mpo Moaudikaiii podoTa Ta NpOTECTYBaTH
ix. Jlerko mepeBipuTH, Y1 MOXKJIMBI HOB1 (DYHKIIII, B SKOMY 00Cs31 Ta 110 TOTPIOHO

Oyne 3minuTH Ta goxatu. [12]
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OckiIbKH pOOOTH - 11€ TeOMETpUYHI 00’ €KTH, SIKI JIIIOTh Y TPUBUMIPHOMY
MIPOCTOPI - p€aTbHOMY CBITi - OYEBUIHO, III0 TEOMETPHUYHI MPOOJIEMU BUHUKAIOTH Y
Oaratpox wMicigx. IlmaHyBaHHS pyxXy - OJMH 13 acCIeKTIB OUIBII 3arajibHOl
npoOJeMu TUTaHyBaHHS 3aBnaHb. lle mepenbadae mianyBaHHS pyXiB, TUIAaHYBaHHS

HOPSIKY BUKOHAHHS /138124 To1Io. [7]

1.2. Orasjg icHy04YMXx pilieHb

B nanwmii gac icHye MOCHThH BEJIMKA KUTBKICTh MPOTPaM ISl MOJICTIOBAHHS Ta
PEHIEPUHTY MOJENed TPUBHUMIPHOTO MpocTopy. Jlo HANMOMyNApHIIMX TaKuX
cucreMm MokHa BimHectu Autodesk Maya, Autodesk 3ds Max, Blender, SketchUp,
Wings3D, Rhino, a takox SolidWorks, AutoCAD. Inventor, CATIA, Fusion 360
JUISL TH)KEHEPHOT'0 MoJielitoBaHHsI, Ta ZBrush 1 Mudbox i1 cKyJIbITHHTY.

PosrasitueMo OUTbII €TaNbHO KUJTbKA TAKUX CUCTEM.

Autodesk Maya - pemakrop TpuUBHMIpHOI Tpadiku, IOCTYIHUN s
Windows, macOS Ta Linux. B 0CHOBHOMY pO3TJISiIa€ThCS SIK Taly3€BUNA CTaHAApPT
JUISL CTBOPEHHS Ta MOAENIOBaHHS mnepcoHaxiB y 3D. Autodesk Maya mosxe
MOXBAJIUTUCS HETEPEBEPIICHUM HAO0OpOM I1HCTpyMEHTIB Ta (yHkmid s 3D-
aHiMallii, MOJENIOBaHHsA Ta Bisyamizauii. Ii Benukumit HaGip QyHKLiH BKIIOUYaE
YaCTUHKH, BOJIOCCS, (PI3UKY TBEPJIOTO TUIA, TKAHUHY, IMITAllI0 PIAMH Ta aHIMAILIIIO
nepcoHaxiB. Habip 1HCTpYMEHTIB IbOTO PENAKTOPY HAI3BUYANHO CKIATHHUM 1
BUMAarae 4yacy Ha BUBYEHHA. Lleil piBeHb MOTYXHOCTI TaKOXX Ma€ CBOIO I[IHY -
nepeamiata Ha Maya komrye HepenieBo($1620 Ha pik). [1Iupoko 3acTOoCOBYyEThCS
B KiHO, Tesle0aueHHI Ta iHIyCcTpil KOMIT FoTepHUX irop.[13]

Baxnuoro ocobnuBicTio Maya € BIAKPUTICTh JIJI1 CTOPOHHIX PO3POOHUKIB,
K1 MOXXYTh JIOJaBaTh HEOOXITHUU aiig HUX QyHKIIoHaN. Y Maya € BOymoBaHa
iHTepnpeToBaHa iaThopMo-HesanexHna MoBa: Maya Embedded Language (MEL),
nyxe cxoxka Ha Tcl Ta C. 3a ii qonmomoro, HampuKJIa, KOPUCTYBad MOXKE 3alUCATH
cBoi aii, sik ckpunt Ha MEL, 3 aK0or0 MOXXHA IMBHUIKO 3pOOUTH 3pYyYHHI MaKpoc.
Jlnst HanucaHHs 30BHINIHIX po3IupeHs Ha MoBax C++, C# Ta Python € getansHO

3agokymenToBannii API. MoBa MEL He npuB's3yeThbcs 10 miatdopmMu, TOMY KO,
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HalucaHui Ha Hil, OyJe BUKOHYBATHUCS B Oylib-sKiil omepaiiiHiii cuctemi, B SIKIi
npamroe Maya.[14]

SolidWorks - 1e mpompietapHe mporpaMHe 3a0e3IeUeHHs TBEPAOTLIHHOIO
MOJICJIIOBaHHSI CHCTEM aBTOMATH30BAaHOTO TMPOEKTYBaHHS Ta aBTOMAaTH30BAHOI
imkenepii. Ilo cyTi, 11e TOBHOIIIHHMI HaOip 1IsI KOHCTPYIOBaHHS BHpOOIB B
1uppoBOMY BUTJISIII, IKMH MICTUTh B cOO1 0€3/114 J0JIaTKOBUX 1HCTPYMEHTIB, IO
JI03BOJISIIOTh BUPOOJIATH HAJ MOJEIUTIO BIpTyasjbHI TexHiuH1 BUmpoOyBaHHs. Ha
CHOTOAHINIHIN JIeHb Mporpama JOCTyNHa JJisi poOOTH JUIIEe Ha OmepariiHux
cuctemax Windows. Po3pobinena Tta omyoOmikoBaHa Dassault Systémes.
SolidWorks BukOpHcTOBye mMmapaMeTpU4HHMI MIOX1J HAa OCHOBI  (DYHKIIIH.
[Iporpamue 3abesneueHHs HamucaHe Ha siapi Parasolid. Bxirouae mmpoxuit
cnexkTp (yHKLIA, TakKuX K TBEpAOTUIbHE 3D MozemoBaHHA, PO3POOKY 3BAPHUX
KOHCTPYKIIM, pO3paxyHKH Ha MIIHICTh, MPOPAXYHOK TiApO / aepoJIMHaMIKH,
MOKJIMBICTh CTBOPEHHSI KpECJIeHb, Bi3yanizaliio, podotry 3 ganumud 3D
CKaHyBaHHs Ta Oarato 1HmMX. Sk nmpasuno, SolidWorks BukopucToByeThCS B
POMHKCJIOBOMY JM3aiHi Ta MaITMHOOY1yBaHHI.[15]

SolidWorks miarpumye po3imupeHHs (yHKIIOHATY 32 PaXyHOK JONOBHEHb,
ki sBIsA0TE c000t0 COM-00’€kTH, SIKIi MOXHa PO3pOOUTH 3a JTOMOMOTOI0 Oyab-
skux COM-cymicaux moB, Takux sk C ++, C #, VB.NET, VB6.[16]

Blender - 1ie Ge3komToBHE MporpaMHe 3a0e3nedyeHHs s cTBopeHHs 3D i3
BIIKDUTUM KOJOM. BiH miarpumye Benuye3Hy KUIbKICTh QyHkmin - 3D-
MOJICJIIOBAHHS, TEKCTYpPYBaHHS, CKYJBITHHT, PITTIHT, aHIMAallisl, YHIBEpCaJbHI
BOY/IOBaHI MEXaHI3MHU PEHJEPUHTY 1 IHTerpamis 3 30BHILIHIMU peHAepepaMu
YafRay, LuxRender i Gararbma iHIIMMH, CUMYJAIIS PIAWHH, BOTHIO, AUMY,
YaCTUHOK, TBEPJIOTO TiJIa, peAaryBaHHs Bijieo Ta 6arato iHmoro.[17]

bararcTtBo (GyHKIIOHAIBPHUX MOKJIMBOCTEM Ma€ CBOIO IIIHY: HaBiTh
HE3BAXKAIOYM Ha Te, 10 Lie mporpamHe 3abe3meueHHs A 3D-monentoBaHHS €
O€3KOIITOBHMM, OCBOIOBATH HOTO JajeKo HE MPOCTO. B maHuii 4ac KOPUCTYETHCS
BEJIMKOIO TOMYJISIPHICTIO cepen 0e3komToBHUX 3D-penakTtopiB B 3B'A3Ky 3 HOTO

MIBUJAKUM  CTa0UIBHUM  PO3BUTKOM, 3aBASKH BEJIMKOMY  CIIIBTOBApPHCTBY
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pPO3pOOHUKIB, SKI TOCTIMHO PO3MIMPIOIOTh (yHKIIOHAIBHICT, Blender, Ta
TEXHIYHOIO MiATPUMKOI. XapaKTepHoro ocoOnuBicTio makery Blender e itoro
HEBCJIMKUM PO3MIp B TMOPIBHSAHHI 3 1HIIUMU MONMYJISIPHUMH makeramu st 3D-
monentoBanHs. Blender mintpumyerscsi Ha mnatgopmax Windows, Mac Ta
Linux.[18]

Ile mporpamue 3a0e3MEUEHHS] TAKOX A€ MOXJIUBICTh BUKOPUCTOBYBATH
Python API, 3aBnsku sikomy MoOXHa penaryBath Oyab-sKi JaHi, SKi MOXKe
penaryBaTd KOPHMCTYyBallbkui 1HTepdenc (CIieHH, CITKH, YacCTUHKH TOIIO);
3MIHIOBaTH Tapsiyl KJIaBilld Ta TEMH;, CTBOPIOBATH €JEMEHTH 1HTepdeiicy
KOPHUCTYBaya, TaKi sIK MEHIO, 3ar0JI0BKHU Ta MaHEJ1; CTBOPIOBATH HOBI1 IHCTPYMEHTH,
CTBOPIOBATH HOBI peHJIEPH, sKi iHTerpyroThes 3 Blender Ta inre.[17]

Wings 3D - me Oe3komrToBHe mporpamHe 3abesmedeHHs i 3D-
MOJICJIIOBaHHs, Hanucane Ha Erlang 3 BIAKPUTHM BHXIJTHUM KOJIOM, JOCTYIHUMN
st Windows, Linux ta Mac OS X. [lporpama npomoHye MIUPOKUN CIEKTP
IHCTPYMEHTIB JJI1 MOJIEJIIOBAHHS, HACTPOIOBaHUN 1HTEpEnc, MIATPUMKY
OCBITJICHHSI Ta MaTepiaiiB Ta BOyJOBaHUN aBTOT€HEPATOP TEKCTYPHHUX KOOPJIWHAT
AutoUV. IlpencraBnstoun croporieHuit Bcryn no 3D-moxemoBanusa, Wings 3D
BUKOPUCTOBYE KOHTEKCTHUU 1HTEep(deic KOpUCTyBaya, KM JEMOHCTPY€E JUIIe
BIIMOBIHI TIapaMeTpu BIAMOBIIHO 70 oOOpaHoro iHCTpymeHTy. Came 1ei
iHTEepdeiic pOOHTH 10 3aBAaHTAKEHY MPOTPaMy 3pO3yMIIOK0 JUIs MOoYaTKiBIiB.[19]

Wings He miaTpuUMye aHIMaIllo 1 Mae juire 0a3oBi 3aCO0M PEHACPUHTY
OpenGL, xoua BiH MOK€ €KCIOPTYBAaTH 30BHIIIHE MPOrpaMHE 3a0€3MeUeHHs IS
pennepunry, take sk POV-Ray ta YafRay. J/lama mporpama mae meHemxep
TUTAriHIB TS JOJaBaHHs Ta BUIAJICHHS IUIariHiB, Hanmucanux MoBoro Erlang.[20]

[HIIMM BapiaHTOM CHUCTEMH JJIi BHUBYEHHS TPUBHUMIPHOI Tpadiku €
bpeitmMBOpK, cTBOopeHuit B yHiBepcuteTi LlITyTrapra. Bin no3Bojisie KOpuCTyBady
CTBOPIOBATH BJACHI ITUIArIHU Ta AWHAMIYHO iX 3aBaHTaXXyBaTH 10 MPOTpamHu.
KopuctyBaui MOXyTh peaii3yBaTH JIMIIE OJUH TIulariH 3a pa3. [liariau
3aBaHTAXYIOThCS JAUHAMIYHO 1 MOXYTh IHTEPAKTUBHO TEPEMUKATHCS T dac

BUKOHAHHS. /{7151 IpaIfiorovoro miarina KOpucTyBad yCIaaKoBye 0a30BUiA KJ1ac, 110
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BUMarae peajizaili npuHaiMHI YOTUPbOX BIPTyaIbHUX METOJIB JUIS 1HINiaIi3allii,
aKTUBAIlli, IEAKTUBALlIl TUIariHy Ta METOJI IJIsl PEHACPUHTY, KU BUKIUKAETHCA 13
dbpeliMBopka 1 BimoOpakae cieHy. s MiABUILEHHS 3PYyYHOCTI TAKOX € JBa
cuenapii (PowerShell ta Perl), sxi cTBOpIOIOTH €K3eMIUISIp HOBOTO IUIAriHa 3
00paHOI0 HA3BOIO, MPEJCTABISAIOYA KOPUCTyBauaM IMOPOXKHIM Kiac, B SKOMY iM
NOTPIOHO JIMIlIe IMIUIEMEHTYBATH paHille IepesideHi MmeToau. JlaHa cucrema
npusHaueHa Jisi BuBueHHs numie OpenGL Ta Mae mocuth oOMexeHuii iHTepderic,
a TaKoX HE Mae MOXJIMBOCTI 3aBaHTAXYyBAaTH PI3HI MOJEN MiJ 4ac PoOOTH
nporpamu.[21]

Takox BracHUM (PpelMBOpPK JJi1 BUBYEHHS KOMII IOTEpPHOI rpadiku € B
Bigencbkomy TexHosoriynomMy yHiBepcuTeTi. Llelt dpeiiMBopk pearizye peHaepep
3 MATPUMKOIO IIeWepiB Ta iHTepakTuBHUN 3D-penakrop. Ha mouyatky cemectpy
CTYACHTH OTPUMYIOTh HEMOBHY BEpCil0 peHAepepy, SAKUH BOHU TIOTIM
JIOTIOBHIOIOTh BUKOHYIOUM MPaKkTU4Hi 3aBaHHa. CTyJAeHTH MOXYTb IPOTECTYBaTH
CBOE pIIIEHHS Ta B3a€EMOJIATA 3 HUM 3a JIONMOMOrOI0 MPOCTOrO TPUBUMIPHOTO
penakTopa, SIKuii BUKOPUCTOBYE iX peasizaiiro JJIs Bizyami3allli JJisi peHIepuHTa B
peanbHOMY uaci[22]. Ha »xainb, MaTepinu maHoro GppeiiMBOpKYy Hapa3i HEAOCTYIIHI,

TOMY HEMOKJIMBO O3HAOMHUTHCS 3 HUM OUIBII JETAIBHO.

1.3. IlocraHoBKa 3agaui

MeToro mpoekTy € po3poOKa CUCTEMH, IO MOXKE BUKOPHUCTOBYBATHUCH SIK
OCHOBA JJI1 MallOYTHBOI KacTOMI3allli, a TAKOX MOJETUTh MPOLEC HABYAHHS Ta
BUKOHAHHS TMPAKTUYHUX 3aBJaHb B XOJ1 BUBYEHHS AUCIIUIUTIH TPUBUMIPHOI
rpadiku Ta oOuucIoBaIbHOI reomerpii. CucTeMa Mae HaaaBaTH MOXKJIUBOCTI
3aBaHTaxkeHHsT 3D-mogmeneit 3 QaimiB, X peHAECPUHT 3 ypaxyBaHHSM JDKEpela
CBITJIA, a TAKOK TEKCTyp Ta MaTepiajiiB MOJIEJl, MOKIIUBICTh KEPYyBaTH KaMeporo,
TOOTO TOBEpPTaTH, MaclITa0yBaTH Ta TMEpPEMILyBaTH BUJl CLEHHU, MIATPUMKA
OararomoBHOTO iHTepdericy. BaxiuBor € TakoX cHCTeMa 3aluTiB [0
TPUBUMIPHOT MoOJENi, SKa J03BoJse 11 MoAM(iKyBaTH ab0 I1HCHEKTYBATH.

OCHOBHUMHU 3aMUTAMHU € TIEPEMIIICHHS, IOBOPOT, MacIITA0yBaHHS MOJEI, PO3pi3
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MOJIE/Il TUIONIMHOK, O00’€/IHaHHS BEPIIMH, MOOyJAOBa MIHIMAJIBHOI BHUITYKJIO1
000JIOHKH, 3HAXOMKCHHS PO3PHUBIB IMOJITOHAIBHOI CITKM MoOjenei. Takox 3amuT
MOXKE CKJIaJaTHCs 3 JEeKUTbKOX KOMaHH, sKi BKJIAJAeHI OJHAa B OJHY, TOOTO
pe3ynpTaT OJHI€] KOMaHAW MOXE CIYryBaTH BXIIHUMHU JaHUMHU [UJIsl 1HIION.
Po3pobnennii GppeMBOpPK Ma€e MaTH 3pO3yMUTY CTPYKTYpPY IS TOAQIBIIOTO
PO3IIMPEHHS Ta HATAIMITYBAHHS ITiJl KOHKPETHI BUMOTH.

OCHOBHUMU 3aBJIaHHSAMH POOOTH, BUPIIICHHS SKUX CIPUIATHME JOCITHEHHIO
METH, €:
. OTJISA]] Ta BUOIp MPOTPaMHOTO 3a0€3MeUeHHs 111 MaHOyTHHOTO JTOIATKA;
. po3pobOKa Mojieselt 613HeC-IPOLIECiB;
. po3po0Ka apXiTEKTypHU CUCTEMH;
. po3poOKa Ta peanizailisi qu3aiiny iHTepdelcy KOpucTyBaua;
. CTBOPEHHS MOJIYJIIO 3aBaHTAKEHHS Ta 30€peKCHHS MOJCIICH;
. peanizallis peHACpPUHTY MOJIENEH;
. peanizalisg MOAYJII0 IHTepIIpeTAallii 3aluTIB,;

. peaiizallis anropuTMiB 6a30BUX TpaHCcopMalliil MOJCIICIH;

© 00 N OO O B~ W N P

. TCCTYBAHHA.
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2 BUBIP METO/IIB BUPIIIEHHA
2.1. MogBa nporpamMyBaHHs

OnHuM 13 HaBaXIUBIIIMX ACIEKTIB PO3POOKH CUCTEMH € MpPOTrpaMyBaHHS,
SIK€ BUKOHYETHCS 32 JJOTIOMOTOI0 TIEBHOT MOBH TIPOTPaMyBaHHSI.

HaitnonynspHimyMu MOBaMHU ISl pO3POOKH JIECKTONMHUX NoJaTKiB € C# 1
Java. Po3rigaemMo ix OUIbII TOKJIAIHO.

C# - e cyyacHa, 00'eKTHO-Opi€EHTOBaHa Ta Oe3MeyHa g MpOoTrpaMyBaHHS
MoBa mporpamyBaHHs. C# csarae cBoiM kopiHHsIM 3 cimeiictBa MoB C. Kinbka
¢ynkuiii C# ponomararoTh CTBOPIOBATH HAJIMHI Ta JOBrOBIYHI mporpamu. 301p
CMITTS  aBTOMATHYHO  BIAHOBIIOE  TIaM SiTh,  3aWHATY  HEJOCSHKHHUMH
HEBUKOpPUCTAaHUMHU 00’ ekTamu. OOpoOKa BUHATKIB 3a0e3Meuye CTPYKTYpOBaHUH Ta
PO3ILIMPIOBAHUN MiAX1JT JO BUSABJICHHS Ta BIAHOBJICHHS MOMIIOK. JIssMOa-BUpasu
OIATPUMYIOTH ~ METOAM  (DyHKIIOHaNbHOTO  mporpamyBanHs.  [linTpumka
ACHMHXPOHHUX OTepalii 3a0e3rnedye CHHTAKCUC JUIsi MOOYIOBH PO3MOAUICHUX
cuctem.[23]

C# € wyactuHorw TexHoyorii .Net, sKka Mae [AeKUJIbKa peamizaiil.
HaitakryansHimoro 3 Hux € .NET Core - nie Mmikmiargopmua peamizamis NET nms
Windows, Linux Ta macOS. .NET niarpumye yoTupu Kpoc-maTdopMHi clieHapii:
BeO-iporpamu ASP.NET Core; mporpamu KOMaHIHOTO pslika; O107T10TeKH; Ta
yHiBepcanbHl mnporpamu  Windows Platform. Jdo NET Core 3.0 He
peamizoByBanucs Windows Forms abo Windows Presentation Foundation (WPF),
Kl BigoOpaxaroTh CTaHAapTHUW TpadiuHuii 1HTepdelc sl HaCTUILHOTO
nporpamioro 3adesneueHHs B Windows. Ongnak 3apa3 .NET Core 3 miarpumye
HacTuibHI TexHoJorii Windows Forms, WPF Tta Universal Windows Platform
(UWP). NET miarpumye BukopuctanHs nakeriB NuGet. Ha Bigminy Big .NET
Framework, sikuif o06ciyroByerbes 3a gonomororo Llentpy onoBnenns Windows,
NET noxknanaeTbcst Ha MEHEHKEP TAKETIB 1JI1 OTpUMaHHs oHOBJIeHb. Ha MmoBi C#
MOXHa CTBOPIOBaTH BeO-CEpBICH, ITPH, MOOUIbHI Ta JECKTOIHI JOJATKH, XMapHI

cepsicu. [24]



20

Java € yHiBepcajgbHOIO MOBOIO MPOTPaMyBaHHS 3arajJibHOr0 MPU3HAYEHHS,
sIKa BUKOPUCTOBYETHCS ISl CTBOPEHHS KPOC-TIaTGOPMHUX JO/ATKIB. Java - o/iHa
3 HAWOUIBbII MIMPOKO BUKOPUCTOBYBAHMX KOMITI IOTEPHMX MOB. Java - mpocra,
3arajJbHOMPUNHATA, O0'€KTHO-OPIEHTOBaHA, HaJiiiHA, Oe3Me4yHa, HEeUTpaJbHA 0
apXITeKTypH, MOPTaTHBHA, BUCOKOMPOIAYKTHBHA, 0araromoToyHa KOMII'FOTEpHA
MoBa. Bona mnpusHayeHa Juisi TOro, 100 TO3BOJUTH PO3POOHUKAM JOJATKIB
"mycaTu OJMH pa3, 3allyCKaTH Ji¢ 3aBrOJIHO", 0 O3HAYae, 10 KO, SKUH Mpalioe
Ha OAHIN TIaTdopMi, HE MOTPIOHO MEPEKOMIILIIOBATH JjIsl poOoTH Ha 1HMINA. Kon
Java mpairtoe Ha Oy/b-sIK1i MaIlIKHI, SIKa HE MOTPeOy€e BCTAHOBIIEHHS CIIEIIaIbHOTO
IIPOrpamMHOro 3a0e3MeUeHHs, ajle Ha MaluH1 Mae 0ytu npucytHiM JVM. Ockiibku
Java VM jnoctynHa y 0araThOoX pi3HHMX ONEpPAlIMHUX CHCTEMax, TO MpPOrpaMu
HamucaHi Ha Java MOXyTh mnpaimtoBatd B Microsoft Windows, omnepamiitHii

cuctemi Solaris, Linux ado Mac OS.[25]
2.2. TI'padiunuii inTepdeiic

[Inatdpopmamu AJis CTBOPEHHS MporpaM ¢ rpapiyHUM 1HTEppencoM s
moBu C# € Windows Forms ta WPF.

Windows Forms(Winforms) - mmatdgopma uis KepoBaHUX Iporpam
Windows 13 nerkoro moaemo intepdeiicy ta nocrynom 10 .NET Core abo moBHOT
.NET Framework. Bin BimmiHHO goromMarae po3poOHHMKaM IIBHIKO PO3MOYATH
CTBOPEHHsI JIOJATKIB, HAaBITh JJIi PO3POOHMKIB, IIO0O HE MAaKOTh MONEPEAHBOrO
JOCBIAy BHKOpHCTaHHS Iuiatrgopmu. Lle mBuaka mnatdopma A po3poOKu
JOJJaTKIB Ha OCHOBI (pOpM 13 BEIUKOIO BOYJOBAHOIO KOJIEKLIEIO BI3yaJbHUX Ta
HEBI3yaJIbHHUX CJIEMEHTIB KepyBaHHs. [26]

Y mporpami Windows Forms Windows 3abe3nedyroTh OOropTKy, IO
cKIagaeThes 3 Habopy kiaciB C ++ mias po3poOku mporpam Windows, 1 KoxkeH
eJIeMEeHT KepyBaHHs y mporpami Gopmu Windows € KOHKPETHUM EK3EMILISIPOM
kjacy. BiH Hajae pi3HOMaHITHI €JI€MEHTH KepyBaHHs, Takli K TEKCTOBI IOJI,
KHOIIKHM, MITKH Ta BE0O-CTOpPIHKH, @ TAaKOX MapaMeTpy CTBOPEHHS CIELIabHOTO

enemeHnTta kepyBaHHsa. [{ns mporo y Visual Studio mgocTtymHu# 1HCTPYMEHT
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KOHCTPYKTOpa BIKOH IS OOpOOKM €JeMEHTIB KepyBaHHA Yy ¢opmi Ta
YIOPSAKYBaHHS iX BIAMNOBIAHO O Oa)kKaHOTO MakeTa ISl JOJaBaHHS KOIy Jis
00poOKH moii.[27]

WPF - ne mnatdopma nis kepoBanux nporpam Windows 3 gocTynmom o
NET Core a6o noBnoi .NET Framework, a Takox BOHa BUKOPHUCTOBY€E PO3MITKY
XAML pns BinokpemieHHs iHTepdeiicy Bin koay. 3a gonomororo XAML y WPF
IpOrpaMiCTH MOXYTh TpallOBaTH NapajenbHO 3 au3aiiHepamu. Llg mmardopma
MpU3HAYeHa JJI1 HACTUIBHUX JOAATKIB, SIKI MOTPEOYIOTh CKIIAJHOTO 1HTEpdericy,
HaJIAIITyBaHHs CTHIIIB Ta rpadiyHuX crieHapiis.[26]

Ooungsi mnarpopmu - Winforms ta WPF - nonynsipauii BuOip Ha puHKY,
TOMY CJIiJ] 3a3HAUYUTHU JEsK1 OCHOBHI BIZIMIHHOCTI M1>)K HUMH.

Winforms nermie BUKOPUCTOBYBATH IIiJi 4ac PO3POOKH Mporpam, TOMAl K
WPF Bumarae po3ymiHHS T[IOBHOTO IIOTOKY €JIEMEHTIB YIpaBIiHHA Ta
nuzaitHepcbkoi udactuHu. [Ipore Windows Forms He BHKOPHUCTOBYIOTBCS IS
PO3pOOKK HOBUX TIporpam, sl 1boro BukopuctoByetbcsi WPF. Takoxx Winforms
CJIEMEHTH KepPYBaHHS Ba)XKO HajamrtyBaTu, Toli Kk y WPF enementu kepyBaHHs
JIETKO HAJAIITYBYIOThCS, OCKIJIbKM BOHM TIOBHICTIO HamWCaHl 3 HYyJIS Ta
niagarThea 00poo1l abo TemaTu3aiii, s 1HTepPeicy MOXKHA BUKOPUCTOBYBATH
pi3Hi OOKIaguHku ab0 TeMH, WIATPUMYEThCA IUIABHE MacIITa0yBaHHS
KOMITOHEHTIB iHTep(delicy, He Maro4u MpooOJieM 31 CIIOTBOPSHHSM po3Mipy.[27]

3BakarouM ycl TepeBard Ta HEAOJIKH MIaTdOopM IJisi BUKOHAHHS MPOEKTY

kpamuM Bubopom € WPF.
2.3. Bizyanizauisi puBuMipHoi rpadikmn

SharpGL - 11e npoekT, sikuii 103BoJIsiE Jierko BukopucroByBatu OpenGL y
nporpamax Windows Forms a6o WPF. 3a cBoeto cyrrio SharpGL - me He 110
iHme, sk obdroptka API OpenGL. 3a3Buuait API OpenGL BuKOpHUCTOBY€THCS
oe3nocepenubo B gogatkax C abo C ++, ame koI HalalITyBaHHA MOXKe OyTH
JOCUTh CKJQJHUM - OCOOJHMBO, SIKIIO MOTPIOHO BHUKOPUCTOBYBAaTH Cy4acHI

posmupennss OpenGL. SharpGL npononye Bci ¢pynkiii OpenGL Ta po3mupeHHs
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oesnocepenubo. bynb-aka pynkiis OpenGL, sika mounHaetbes Ha 'gl' abo 'glu', €
¢dynkiero-uneHoM 06'ekta SharpGL.OpenGL, npu upomy Bupanserscs 'gl' abo
‘glu’. Yci koncrantn OpenGL BH3HA4YaOThCS K TOCTIHHI WICHH KIacy
SharpGL.OpenGL 1 maroTh onHakoBi imeHa. Yci ocHOBHI (ynkuii OpenGL
MOBHICTIO 33JJOKyMEHTOBaHi, TOOTO BH OTpUMYETE HEOOXiTHY iH(pOopMaIliro mij gac
Habopy TekcTy. SharpGL m03BOJs€ TMOKpAIIUTH YUTAOCTBHICTH Ta 3MEHIIUTH
KIJIBKICTh TIOMWJIOK, BUKOPUCTOBYIOUM Oe3medHi meperiueHHs(enUMm) OCHOBHUX
KOHCTaHT. [27]

Open Toolkit(OpenTK) - 1ie HaOip MIBUAKUX, HU3bKOPIBHEBUX MPHB'sI30Kk C#
st OpenGL, OpenGL ES Ta OpenAL. Bin mpamoe Ha BCiX OCHOBHHX
mwiaTpopMax 1 BHUKOPUCTOBYETBHCS JUIsl PI3HUX JOJATKIB, 1rOp Ta HAYKOBUX
nociixenb. OpenTK Hanmae kinbka 0107110TEK ciTy:)k00BUX IPOrpaM, BKIIOYAIOYH
MakeT MaTeMaTU4yHOi / JIHIHHOT alre0pu, CUCTeMy BIKOH Ta OOpOOKYy BBOIY.
Binkputuii HaOip 1HCTpyMeHTIB BigoOpakae HeoOpobnenuir APl OpenGL 3
Jo/aBaHHAM Oe3NeYHHX MJis Mmepeniky mnepenideHb. lle 3a0e3neuye BHCOKY
NPOAYKTUBHICTh, TpocTuil mnepeknan koay C/C++, i kpiM Toro, BiamoBijgae
bimocodii OpenTK - me iHcTpymeHTapiii, a He (QpelMBOpK abo JIBUKOK.
OCHOBHUM HENOJIKOM € BIJICYTHICTh eynieMeHTa KoHTpodto mais WPFE. Ile moxHa
0O0IfTH TIBKKM BUKOPHCTOBYIOUYH pa3zom 3 WindowsFormsHost, o tsrae 3a co6oro
J0JIaBaHHs 3alBHX 3aJICKHOCTEH. [28]

O6uaBi 6i6mioreku € jumie obroptkamu st OpenGL, mpore SharpGL
Kpale MiIxXoauTh s BukopuctanHs B WPF pomarkax, Tomy i BUKOHAHHS

poekTy Oyne BukopuctoByBarucs came SharpGL.

2.4. Iucraasarop

JUis  BCTaHOBJEHHS Ta TMOLIMPEHHS MpPOTrpaMH HEOOXiIHO CTBOPUTHU
iHCTanmaTop. ns mporo Oyne BUKOPUCTOBYBATHUCA (PPEWMBOPK ISl CTBOPEHHS
iHcTasmiiaoro makety MSI — Wix#. BiHn 103Bosisie CTBOpIOBAaTH MOBHOIIHHUAN
MSI-quctpuOyTiB, BUKOHYHOUM  (ailid  CKpUIITIB, HAMUCaHI  IPOCTUM

cuntakcucom C#. MexanisMm Wix# BHUKOPUCTOBYE CTPYKTYypy kiacy C# mis
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imiTarii cyrHoctet WiX Tta ix B3aemo3B’s13KiB. WIiX# BUKOPHUCTOBYE BUXIIHHH KOJI
Ooutbm kepoBaHoro cuHTakcucy (C#), mo0 cTBopuTH Oa)kaHW BUXIAHWN KOX 13
MeHII KepoBaHUM cuHTakcucoMm (WiX). "bibln kepoBaHUN CHUHTAaKCUC" y IIbOMY
KOHTEKCTI 03Ha4a€ MEHIII HaAMIpHUMN 1 OB YUTaOCTBHUI KO, KpaIly IepeBIpKY

MTOMHMJIOK TI1JT Yac KOMITUJIAIT Ta HAIBHICTH OLIBII JOCKOHAIHMX 1HCTPYMEHTIB.[29]

2.5. AmHaJi3 BapiaHTiB BUKOPUCTAHHS CHCTEMM

st Toro, mo6 300pa3utu OCHOBHI (yHKINI, Oyna CTBOpeHa miarpama
O13HEC-TIPEIEICHTIB, AKa BIJOOpaXkae MO Ha JiSUTbHICTh CHCTEMH 3 TOUKHU 30PY
KOpHUCTYyBaya Ta (PyHKIIIOHAJIbHI BUMOTH JI0 HEI.

BapianTu BUKOpHCTaHHS CHCTEMH TIpeicTaBiieHi B aiarpaMi (Pucynok 2.1).

BUKOHaHHA sanwris,
WO AaloTh NEBHY
indopmauiro npo
Mmopenes

Mepernan
cextends- P Moaeni
Mopeni
S

-~ sextend»

«‘ég{tendn
3miHa MOBM Y
] iHTepdeiicy .
mopeni
KopucryBau
3miHa smgy
npoekuii

V
/5
MaHinynauia
Kameporo ~1
AV
i

Bubip nonepeaHbo
BU3HauYeHoro
NoNoXeHHA KaMepu

BuKoHaHHA
3anuTiB Ao
Mopaeni

\
\
“é{fEﬂd BHUKOHaHHA 3aNMTiB,
' WO 3MIHIOIOTE
reomerpito mopeni

BiamiHa
OCTaHHBOIO
3anuTy

MNosopoT
Kamepu

MacwTtabysaHHA
BUAY KaMepH

NepeMmilleHHA
KaMepu

PoswnpeHHa
dyHKUioHany
cucreMmn

CTBOpeHHRA
HOBUX KOMaHA
ans moaeni

PoswWwNpeHHA
cnocobis
B3aemogaii 3i
cuyeHoo

3miHa Ta

POSWMPEHHSA
npouecy

PeHAepUuHTry

Po3pobHuk

Pucynoxk 2.1 Jiarpama BapiaHTiB BUKOPUCTAHHSI CUCTEMU
3anisiHI aKTOPHU:
— KopucryBau — aktop, sIkMil BUKOPUCTOBY€E CTBOPEHUH 10JATOK;

— Po3poOHUK — akTop, SIKMW 3aliMaeTbCsl OE3MOCEepPEeNHbOI0 PO3POOKOI0 Ta

PO3IIMPEHHIM HOBOTO (PYHKIIOHATY CUCTEMH.
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2.6. ApxiTekTypa cucTeMu

CtpykTypa ¥ B3a€MO3B’SI30K KOMIIOHEHTIB 1H(OpPMAIIHHOT CHUCTEMHU

300paxkeni Hkue(PucyHok 2.2).

Moaynb
Bi3yanisauji
A
Pesynerar
Bisyanisauil reoMeTPUYHI
CYTHOCTI Ta NepeTBOPEHHA OBpoBHMK
dopmaty OBJ
GUI < 0
OBuYMCNHBaNbHUA O6pobHMK
Mmoaynb dopmary STL
BeeneHHA
3anuTy A
KOpUCTYBaYa v 7y
»| IHTEpnpeTaTop
GQaL
BxigHu dann

Pucynox 2.2 — ApxiTekTypa cucTeMu

Hagenena cTpykTypa MICTUTh TaKi KOMIIOHEHTH

1. O6pobuuk dpopmaty OBJ Ta 06pobHUK hopmaty STL - 11e cyTHOCTI, 5Kl
CIIyKaTh IS cepiaizalii Ta necepiamizamii nanux y ¢aiinax dhopmaris
OBJ ta STL.

2. GUI — rpadiunmii inTepdeiic kopuctyBaya.

3. T'eoMeTpuyHi CYTHOCTI Ta MEPETBOPEHHS - MOJYJIb, III0 MICTUTh MOJIEINI
Ta KJIacH OOCIYroBYBaHHS JIsl 30€piraHHs Ta BUKOHAHHS T€OMETPUYHUX
NIEPETBOPEHb.

4. Turepnperarop GQL - cnoemianbHUM IHTEpHIpEeTaTOp MOBHU 3aIlUTIB
reomeTpii(“Geometry query language”, ckopoueno “GQL”), sky
KOPUCTYBa4 BHKOPUCTOBYBaTUME sl MoAudikalli abo 1HCIEKTyBaHHS

reoMeTpli MOJei.
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OOuucnroBanbHU MOAYJIh - BHUKOHYE 3allUTH 10 MOAENi, Oepyduun
MOYaTKOBE MPECTABICHHS T€OMETpii Ta CIMCOK KOMaHJI, OTPUMAHHX 13
3alIUTy 3a JIOTIOMOT'OK0 MOJYIIO I1HTEpIIpeTaTopy, SK BXIHI JlaHi Ta
HA/IaI041 OTPUMaHy T€OMETPIIO SIK BUX1THUN pe3ysbTar.

Monyns Bizyamizaiii - kepye 0i0miorexoro Bizyamizamii (OpenGL), 106
Bi3yai3yBaTH pe3yJbTyIOUy I€OMETPit0, BPaXOBYIOUH 1i MpeACTaBICHHS

3 Moayns “I'eoMeTpuuHi CyTHOCTI Ta IEPETBOPEHHS .
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3 INPAKTUYHA PEAJIIBALIA
3.1. Ilporpamnua peasi3aiis

Jlns peamizanii cucteMu OyAe BHUKOPUCTAHO MaTTepH po3podku MVVM,
SKUW JTO3BOJIIE BIJOKPEMHUTH JIOTIKY JOJATKy BiJl Bi3yaldbHOI YaCTUHU
(npencraBieHHs). JlaHwi TATTepH CKIAAAETBCA 3 TPbOX (DYHKIIOHATBHHUX
yacTuH(auB. Ommoka! MCTOYHHK CCHIJIKU He HAW/IeH.):

1. Model - ocHoBHa Jtorika porpamu (poOoTa 3 JaHWMH, OOYUCIICHHS,
3aIUTH 1 TaK Jai).

2. View — Bujx a0 IpeCTaBICHHS, BiJIIIOBIAA€E 32 CTPYKTYPY, MaKeT Ta
BUIJISIA TOTO, IO KOPHCTYBau OauuTh Ha €KpaHi. B imeani KOXEH BUIIISL
BU3HavaeThcsi B XAML (aitn 3 oOMekeHUM KOJOM, SKMH HE MICTUTh Oi3Hec-
JIOT1KHU.

3. ViewModel - Mmonenp npeacTaBicHHS, sKa CAYXHUTh MPOIIAPKOM MiX
View i Model Ta nos's3ye ix yepe3 MexaHi3M NpuB'sa3Ku JaHux. ViewModel Takox
MICTUTh JIOTIKY IO OTPUMAHHIO JIaHUX 3 MO, fKi NOTIM NEepelarThCs B
npeactaBieHHs. | takoxk VewModel Bu3Haudae JIOTiKy 1O OHOBJICHHIO JaHUX B
MOJEJII.

Takuii momin M03BOJSIE TMPUCKOPUTH PO3POOKY 1 MIATPUMKY TPOrpamu -

MOJKHA 3MIHIOBaTH OJIMH KOMITOHEHT, HE 3a4ilar0o4yd KOJ 1HIIIOTO.

MpuBs'A3Ka aaHux i OHOBNEeHHA moaeni

_ ViewModel Model
CnogileHHA | OTpUMAHHA JaHux

<

Y

Komaxau

A4

View

A

Pucynok 3.1 — Cxema narrepuy MVVM
ViewModel wmae peamizyBatu intepdeiic INotifyPropertyChanged. Lle#t
iHTepdenc peaizye CHUCTEMY IOBIJIOMJICHb, SKa AaKTUBYETHCS, KOJW 3HAYCHHS
BJIACTUBOCTI 3MiHIOEThCS. lle moTpiOHO B Mopenmi-ysiBIeHHsA, 100 3poOuTH
MEXaHI3M TPUB'S3KM TPU3HAUCHOTO i KopucTyBaua iHTepdeiicy XAML
nuHaMiyHUM. [HTepdeiic mictuth noaito PropertyChanged, sika Mae BUKIMKATUCA

MIPU 3MiH1 JaHUX, K1 MaloTh OyTH BioOpa)KeH1 B MPEICTaBICHHI.
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OCKIJTbKM €JIEMEHTH TPEJCTaBIICHHsS, TOOTO Bi3yaJbHI KOMIIOHEHTH THITY
KHOTIOK, HE BUKOPUCTOBYIOTH MOJI11, TO MpeacTaBIeHHs B3aeMoie 3 ViewModel 3a
gonomMororo komania. Komanam - 1e 00'€ekTH, 10 peai3ylTh 1HTepdeic
ICommand, 3a A0MOMOror SKHX IEpearoThCs TOBIIOMIICHHS 3 View 1o
ViewModel. Komu BigOyBa€eThes Moisl €IeMEeHTa KepyBaHHS BUKIINKAETHCS METOJT
Execute y komanai. Komanau Takox MOXKYTh BKa3yBaTH, KOJIM BOHU MOXYTh OyTH
BukoHaHil. lle 103Boiisie eneMeHTy ympaBiiHHS BMUKaTH ab0 BUMHKATH cebe
3aJIe)KHO BiJ] TOTO, YA MOYKHA BUKOHATH HOTO KOMaHIY.

CnoyaTky HEOOXIZHO CTBOPUTH OCHOBHE BIKHO mporpamu. Ha HbOMY
OynyTh BimoOpaxkatucsi obnacte mneperyisiny 3D-mopeneil, mnaHelb MEHIO
porpamu, MoJie JJisg BBOJY 3aIlUTY ISl MOJIENI Ta KHOMKA JIJisl BJIACHE BUKOHAHHS
BBEJICHOTO 3aITUTY.

Jlns BigoOpaxeHHst mozeneit 3a gomomoroto OpenGL ciyrye eneMeHT
OpenGLControl, saxuii mictuth B co01 00’ekt OpenGL. J[lanuii enemeHT
KepyBaHHA Mae€ 3 monii, Ji SKUX HEOOXIJHO CTBOPUTH OOpPOOHMKHM MOAIN:
OpenGLDraw, OpenGLInitialized u Resized.

l'omoBHoro ViewModel B cuctemi € MainViewModel, ska peamizye
iHTepdeiic INotifyPropertyChanged Ta € KOHTEKCTOM AaHMX JJIs1 TOJIOBHOT'O BIKHA.

Tyt OynyTh 3HaX0AUTHUCS OOPOOHUKH IS BUIIE 3a3HaueHux nojiin OpenGL.
File View Edit Language _

Pucynok 3.2 — BikHo mporpamu
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JIsl TOMaNbIIoOr0 3aBaHTAXKCEHHS Ta BiJOOpPaKCHHS MOJCIICH CIIOYaTKY
HEOOX1IHO CTBOPHUTU KJIACH JUIsl TEOMETPUYHUX CYTHOCTEH, B SKUX Hajami Oyne
30epiratucsi 3aBaHTakeHa reomerpis. Ili  kmacw 3HaxoAsThCs B MaIlil
GeometricalModels.

Tabnuys 3.1 Onucanns 2eomempudHux CMpyKmyp

Hazsga kitacy Omnuc

Point 3D Touka B npocTopi

Vector 3D BexTOp B mpocTopi

Vertex Bepummna wmoxeni. MicTuTh TOYKYy, HOpMalb Ta

TGKCTypHi KOOpAHNHATH BCPIIUHHU

Edge Pe6po monem. CKiTanaeTbes 3 IBOX BEPIIIHH.

Face ['panb Mozeni. MicTUTh CIIMCOK BEPIIMH, HOPMaJIb Ta
Marepiai

Mesh [IpencraBnsie Mem, Mae HaOlp rpaHed, 1M’ Ta

oOMeXyBaJIbHI paMKU

Model Habip memriB
Ray [IpomiHb, 1110 Ma€ MOYATKOBY TOUYKY Ta HAPSIMOK
Surface [InomuyHa, 1m0 oOnucaHa BEKTOPOM HOPMAJUIO Ta

TOYKOIO II[0 JIEKUTH Ha 111} IIJIOIIHHI.

BoundingBox OOMexyBallbHI paMku 11t Teometpii. [IpemcraBise
co0010 mapanesnenines, skiii MiCTUTh B 001 yC1 TOUKHU
BIAMOBIAHOT reomeTpii. OnucyeTbess MiHIMAJIBLHOIO Ta

MaKCUMAJIbHOIO TOYKaMU.

BoundingBoxBuilder Knac, saxuit  crtBoproe  BoundingBox — mms

F€OMETPUYHUX CYyTHOCTEU

Mento “File” mae ommii s 3aBaHTa)KeHHs, 30€peKeHHs (aililiB Ta BUXOIY
3 nporpamu. IlinTpumyerhcst Taki popmatu daiinie sk “.0bj” ta “.stl”. dopmar
¢aiinie OBJ - ne npoctuil 3aranbHONPUNHATANA (oOpMaT JaHUX, SKUM MICTHTb

Tinbku 3D reoMetpiro Ta MOXe MICTHTH iM’s (haiiina marepianiB B ¢popmari “.mtl”.
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®dopmat STL 36epirae iHpopmarliiro Juine Ipo TPUKYTHI TpaHi 6e€3 MaTepiaiiB Ta
Moske OyTH TeKCTOBUM a0o0 OiHapHUM. B po3polbimoBaHiii cuctemi MiATPUMYIOTHCS
oOu/iBa BapiaHTH.

Jlna koxHOro 3 (popmatiB CTBOPEHMI OKpeMHil Kilac, sIKMH BIAMOBiIAEe 3a
oro 3aBaHTaXEHHS Ta 30€pekeHHs, BIH Mae€ peani3oByBaTH i1HTepdeiic
IFileFormatHandler. [dus ympapiidaas oOpoOHukamu ¢GopMaTiB GailliB Cciayrye
knmac  GeometryFileService,  sxuii  peanidye  MaTrTepH  MPOEKTYBaHHS
“Opnunak “(Singleton). Ileit kimac obupae HeoOXinHUNA OOpOOHUK Jyis Galny B

3aJIEKHOCTI B1J] HEOOX1AHOTO popMaTy.

name="path"

Model LoadFromFile( path)

( handler typeHandlers.Values)
{handler.CanlLoad{path))

handler.Load(path);

Pucynox 3.3 — Merton Bubopy 06pobHuKa dhopmaty daiiny s
3aBaHTaXEHHS MOJEI1

Hactynaum eramom micisi 3aBaHTaXKeHHST Mojeli € 11 Bizyamizars. s
nporo B OpenGL BUKOpPUCTOBYETHCS TpadiuHHII KOHBEEP - 1€ TOCIITOBHICTH
KpOKiB, siki OpenGL pobuts mij yac peHaepuHry o0’€kTiB. s KOKHOTO KPOKY
KOHBE€EpPAa BUKOPUCTOBYIOTHCS IICUJIEPH - HEBEJIUKI MPOTpaMu, sIKi BUKOHYIOTHCS
Ha rpadigHoMy mporiecopi. [eski 3 HUX MOXyTh OyTH HamMcaHi PO3POOHUKOM.

JIisi BUKOpUCTaHHA IIEWAepiB MiJ 4Yac PEHAEPUHTY MHOTPIOHO CrHepil ix
3aBAHTAXUTH, CKOMIIUIIOBAaTH Ta 3aBaHTAXKUTH 10 MIeWaepHOi mporpamu. s
1b0ro cTBopeHi kiaacu Shader i ShaderProgram.

Heo0xiiHO cTBOpUTH BepIMHHUN Ta (parMeHTHHH wmeiaepu. BepumnHi

nieiepu 3a3BUYail BUKOHYIOTH IMEPETBOPEHHS B MPOCTIp mpoekuii. s mporo
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HEOOX1IHO TepedaTd B BEPUIMHHMM  IIEHJep TMO3UII0 BEpPIIMHH, MaTpHIll
npoekiii, BUAY Ta MOJENT, a TaKoX YCl HapaMeTpu SKi BUKOPHUCTOBYBaTHME
dbparmenTHH melaep. dparMeHTHUHN MmIeaep OOYMCIIOE MJACYMKOBHUM KOJIp
MiKCens 3 ypaxyBaHHSIM MaTepialy, TEKCTYp, OCBITICHHS.

Peanizyemo BcepenuHi hparMeHTHOTO MIieiaAepy Moiensb ocBiTieHHs Phong,
sIKa CKJIQJA€ThCs 3 3 KOMITOHEHTIB: HABKOJIMIIIHE OCBiTIeHHs (ambient), poscisHe
ocBiTieHHs (diffuse), sike 3MIHIOETBCSI B 3aJIKHOCTI BiJ KyTa MaaiHHS MPOMEHIB
CBITJIa Ha TMOBEPXHIO 3a 3aKOHOM KOCHHYca, Ta OJuKoBa (specular) kommoHeHTa
OCBITJICHHS - CBITJIO BiJ JpKepelia, BIIOUTE Micis monajanHs Ha 00’ €KT, sIKe BUIHO,

SKIIO0 BOHO MoTparuisie B kamepy(0).

wvec3d ambient = lightAmbient * MaterialAmbient;

vecd normal = normalize(Normal);

vec3d lightDirection = normalize{lightPosition - Position);
float diff = max(8.8, dot{mormal, lightDirection});

vecd diffuse = lightDiffuse * (diff * MaterilalDiffuse);

float spec;
if (dot({normal, lightDirection) < @.8)
i
spec = @;
by

el=ze

1

vecrd viewDir = normalize{viewPosition - Position);
vecd reflectDir = reflect(-lightDirection, normal);
spec = pow(max(dot{viewDir, reflectDir), 8.8), MaterialShininess);

vec3 specular = lightSpecular * (spec * MaterialSpecular);
vec3 color = MaterialColor + ambient + diffuse + specular;|
Fragfolor = vecd{color, 1.8);
Pucynox 3.4 — Kon ¢parmenTHOTO 1IeHaepy
Jlns pobotu 3 Mmarepiamamu ciyrytoth kiacu Color, Material, Texture.

Mopnenb MOKe MaTH He JUIIe OJHOPIAHUM KOIip, ajie il TEKCTypY, IKa MOxe OyTH

3aJlaHa JIsl KOJKHOI XapaKTEPUCTUKU MaTepiaiy.
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Tax 3aBasku BiacTUBOCTI Martepiany SpecularTexture moxkHa 3amaTv sIKi

YaCTMHU TpaHl MOJEN MOXYTh BiJJ3€pKajiOBaTH CBITJIO, HAMPHUKIA] METaleBl

eemenTu(0).
File View Edit Language L= |

Perform Query

Pucynox 3.5 — Mojens 3 TEKCTYpOrO

JUis  mepernsigy MOJENl TakoX MOTPIOHO BCTAHOBUTH KaMmepy, sKa
BU3HAYAETHCS 1i MOJOKEHHSM y CBITOBOMY MPOCTOPi, HAMPSIMKOM, Ha SKUW BOHA
JTUBUTHCS, BEKTOPOM, CIPSIMOBAHMM TPABOPYY, 1 BEKTOPOM, CIPSIMOBAHUM BTOpPY
BiJl kKamepu. [y poOoTu 3 Kamepamu € 6a3oBuil abctpakTHuii kiac Camera, Ta 2
roro immeMenTanii — OrthographicCamera ta PerspectiveCamera. Kinac kamepu
Mae aOCTpakTHMA METOA JUIsl BCTAaHOBIIGHHS TMIPOCKINii, SKWid Mae OyTu
peangizoBaHUM B JOUYIPHIX Kiacax. TakoX JaHWW KJac MICTUTh METOMM IS
BCTAHOBJICHHS TIO3WIlIi Ta BEKTOPY BBEPX KaMepH, TNEPEHECCHHS ITO3MIIII,
MOBOPOTY, MacIITa0yBaHHS KaMepu Ha TEBHY JCNIbTY, PO3pPaxyHKY
MacimTabyBaHHs KaMepH, 11100 MOJIeb IIIIKOM MOMICTHIIACh B 00JIaCTh MEPETIIsTy.

st moBOpOTY, MacmTaOyBaHHS Ta TIAHOPAMYBAaHHS KaMEpH OTJIATY
BUKOPUCTOBYIOThCS JiBa kKHOTKA Muiiti(LMB), nmpaBka kHomka mutti(RMB) ta Ctrl
+ RMB BignosiaHo. s mepeMuUKaHHsS Mk BUJaMH KaMe€p BUKOPHUCTOBYIOTHCS

BiAMOBIAHI omiii B MeHO ‘“View”. Y 1bOMYy MEHIO TaKoX € Omii s
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BCTAHOBJICHHSI MEPEABU3HAUCHUX TIOJIO)KEHb KaMepu BIJHOCHO MOJEII: 3BEpXY,
3HM3Y, 3J11Ba, CIIpaBa, 33311y, Cliepeay Ta i30MeTpuIHHM BU. [|j1st po3yMiHHS TOTO,
B SKOMY TIOJIOKEHHI 3HAXOAUThCS Kamepa, B HIDKHbOMY JIBOMY KYTKY
BioOpaskaeThCs Tpiaja 3 KOOPAUMHATHUX OCEi(YepBOHA OCh — X, 3€JIeHa — Yy, CUHS —
2).

HactymHum eramoM CTBOpPEHHS CHUCTEMHM €  peajizaiisi  MOIYJIo
IHTEpIIPEeTaToOpy Ta OOYUCIIOBANIBHUX AJITOPUTMIB /JIi BUKOHAHHS 3alUTIB JJIs
MOJIEI.

KoskeHn 3anut Mae BX1JH1 TapaMeTpy Ta 3HAYEHHS, SIKE BiH TTOBEPTAE.

Tunm, 3 AKUMH 3a0UTH TPAIOIOTh, BKIIOYAIOTH I[IJI€ YUCIO, HOMEpP 3
IJIaBar0Y0I0 KOMOIO, BEKTOp / Touka y dopmarti (X, y, Z), MEIIL.

3anmuT MOXe MaTH BKIIAJIEHY CTPYKTYPY, 1[0 O3HAYAE, IO PE3yNIbTaT 3aluTy
MO>Ke OyTH BX1IHUM IMapaMeTPOM 1HIIOro 3anuTy. Hampuknaz, 3anuT:

“translate(rotate(getMeshByld(0), 45, (0,1,0)), (1,0,1))”

Bi3bMe Mell 3 ijieHTudikaTopoM 0, moBepHe Horo Ha 45 TrpaayciB HaBKOJIO
oci (0,1,0), a motim nepenece Ha Bextop (1,0,1).

SIk ocHOBHa CTpPyKTypa [aHUX, IO TPEICTaBIIA€ 3alHuT, BHOpPAHO
BIIOPSAKOBAHE JEPEBO, 3aBISIKH YOMY IMATPUMYETHCS BKIAICHUN XapakTep
3aIMTIB.

Jlist nepeBa ICHY€ J1Ba TUIH BY3JIIB:

1. CommandNode. By3o:, 1o npeacTaBise iHIINN (BKIAJICHUN) 3aluT.
KomManauii By3071 3aBXIU Ma€ TOYIpHI €IEMEHTU, OCKUTBKHU OY/b-sSKHI 3alUT Ma€e
napaMeTpH.

2. ValueNode. By3nu 3HaueHb MPEACTABIAIOTEH MOCTIHHI 3HAYEHHS, Taki
gk [D memry, mo mepenaeThcsi K mapamerp s komanau getMeshByld, a6o

BCKTOp NEPEHECCHHS AJIs1 KOMaHIU translate. By3nu 3Ha4eHs - 11€ 3aBXKIU JTUCTS.



33

| Node #
Astract Class
4 Methods
D GetVolueMo
| BaseValueNeds W | BaseCommandiade W
E Abstract Class : Abstract Class
| P Nade | ¥ Made
i ! i
| MeshListValueN... % VectorValueMode % ScaleCommand... % ShowHolesCom... % GetMeshByldCo_. %
Class Class Class Class Class
+ BaseVaueNode  BaseValueMode + BaseCommandNede + BaseCemmandiode =+ BaseCommandhode
| \ I \
| MumberValueNode % |
| Abgtract Clags ) I g ) = '
| RotateComman... ¥ CutMeshWithSu... # BuildConvexHul... *
| ok BaseValustlade
h Class Clazs Class
"""""" 1'\_. + BageCammandNode + BaseCammandNode + BaseCommandMade
[ FioatvalueMode | | IntValueNode ¥ |
Class Class - . " N )
TranslateCamm... % CollapseVertices... *

=+ HumbevalueMode = NumberYalushode

Class Class

=+ BazeCammandiiode = BaseCommandhode

Pucynox 3.6 — lepapxis kiaciB By3JiB JiepeBa 3aluTiB

HlepeBo 3anuty Oynyetbecs y wmeroal Parse kiacy Interpreter, sikuit
MOTIEPeTHHO MPOBOIUTH Bamigamito psaaky 3anuty. Kimacu CommandNodeFactory
ta ValueNodeFactory BiagnoBigatoTh 3a BUOIp HEOOXITHOTO KJIacy BY3JIIB JIEpEBA.

JI1s BUKOHAHHS 3alUTy HEOOXITHO BUKOHATH 3BOPOTHUM MOPSAIOK 00XOdy
nepesa (LRN) Ta BukoHaT KOMaHIu B KOKHOMY BY3JI1 JIepeBa.

CucteMa TakoX HaJa€ MOXJIMBICTh BIJIMIHUTH a00 3aHOBO BUKOHATH
BIIMIHEHHH 3anuT. 3a nanuii QyHKIioHan Bianosimae kimac QueryHistory, sikuii
Kepy€e CTeKaMU BUKOHAHUX Ta BIIMIHEHUX 3aIUTIB.

Crnucku KOMaHJ, sIKi MiITPUMY€E CUCTeMa BKaszaHi B Tabmuusax 3.2 ta 3.3.

Tabnuys 3.2 - Cnucok Komauo, wo He 3MIHIOIOMb 2eoMempilo Meulie

Im’st komanau | [IpusHaueHHs AprymeHTu

getMeshByld | [ToBeprae Ta miacBiuye | iHaekc(Bix 0) Melny B 3aBaHTaXKCHiH

MeII 3a THIEKCOM MoIe (THUII: I[iJI€ YUCII0)
showHoles [TincBiuye OTBOPH | MEUI [JIsl BHUJIJICHHS OTBOPIB (THII:
Mema — pebpa Kl | Mem)

HAJIEXKITh JIMIIE OIHIN

rpaHi
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Tabnuys 3.3 - Cnucok KOMAauo, wo 3MIHIOIOMb 2e0MEMPI0 Meulie

Im’s1 koMaH U [Iprn3HayeHH: AprymeHTu
translate [lepenecenHsa Memy | M€l JUisl TMEPEHECEHHs (THIL:
Ha BEKTOP MeTII)
BEKTOp  NEpEHECEeHHs (T
BEKTOD)
rotate [ToBopoT Merry Melll Jij1si o0epTaHHs (THIT: METII)
KyT MOBOpPOTY (THIL: YHCIO 3
IJIABAI0YOI0 KPAIKOIO)
BiCh OOEpTaHHS (THUIT: BEKTOP)
scale MacimraOyBanHs Melll JJIsi MaciuTaOyBaHHsS (THII:
Menry Mel)

BEKTOp MaciuTa0yBaHHSI (THIL:

BEKTOP)
collapseVertices O0’eqnanHs  JABOX | Mem Juisi Moaumikarii  (Tur:
BEPIIMH MeEIIy B | MEI)
OJTHY mepira TOYKa, Mo 00’ €THYEThCS
(Tum: Touka)
JIpyra To4ka, Mo 00’ €IHYEThCS
(Tun: Touka)
cutMeshWithSurface | Po3pizanns  wmemry | Melin s po3pi3aHHs (THIT: MEII)
MJIOIIMHOO TOYKAa Ha PpDKYy4did MOBEpPXHI
(Tumn: Touka)
HOpPMaJIb TTOBEPXHI pi3aHHS (THUI:
BEKTOD)
buildConvexHull [ToGymoBa MEII I SIKOTO  OyAyeThbes
FromMesh MIHIMAJIbHOT BUITYKJIa 000JIOHKA (THIT: METII)

BUITYKJIOi OOOJIOHKH

Menry
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Jlnst poGoTH cuctemu OyiIu IMIUIEMEHTOBAHI TaKOXX TaKi TOMOMIXHI METOJIU:

BexTopHi Ta MaTpuuHi onepariii;

[Tomryk mepeTHHIB TPOMIHIO 3 TpaHsAMH, IUIOHIMHM 3 pedpamu,

JHISIMH, TPAHIMU;

Tpianrynsmis TrpaHed 3a JOMOMOTOI  AJITOPUTMY  BiACIKAHHS

«Byx»(Ear clipping);

H06yz[013a BUITYKJIOI'O MHOTOKYTHHKAa 3a JAOIIOMOIOK0 aJIl'OpUTMY

MOHOTOHHOTO JIaHItory(anroputm Exjipio);

3HAXO/KEHHS T'PYN 3’€JHAHUX TPAHEW 3 BUKOPUCTAHHSAM aJTOPUTMY

NepeBIpKU 3B’ I3HOCTI rpady.

I[J'ISI [MoJaJIbIIOIr0 BHKOPHCTAHHA IIpOI'paMH 6YJ'IO CTBOPCHO iHCTaJUITOp.

OCHOBHMMH BUMOTaMH J0 HBOTI'O €:

Mi"iManiCTUYHUN qU3aiig,;

MOJIUBICTh 3MIHUTH UISIX BCTAHOBJICHHS MIPOTPaMu;

Hanauus ninensiiHoi yroau 3 kinieBuM kopuctyBaueM(EULA);
CtBOpeHHs ApaHKy nporpamu B MeHro “Ilyck” Ta mamiii yCTaHOBKH,

CTBOpEHHS APNUKY AJISI BUAAJIEHHS IPOTPAMM.

productNamelithVer
uninstallTitle = %

project.
project.
project.
project.
project.
project.
project.
project.

& !f.EndsWith(".xm1"))},
ShortcutTarget, uninstallShortcutTargetArguments)),
yName) ),

", productNamekithVersion),
allTitle, wninstallShortcutTarget, uninstallShortcutTargetArguments)

(productName, %"[INSTALLDIR]{executableFileMame}", arguments: -Empty)},

cut{productName, £"[INSTALLDIR]{executableFileMame}"”, arguments: -Empty)));

GUID =

OutFilel

OutDir H

LicenceFile urrentDirectory, "License.rtf");
UI = WUT.WixUI_InstallDir;

SourceBas : GetFullPath(Path.Combine(solutionDir, @

Version = vers

ControlPanellnfo.Manufacturer = companyMame;

ts.SupportEmptyDirectories = CompilerSupportState.Disabled;

BuildMsi();

Pucynok 3.7 — CKpuIT CTBOpEHHS i1HCTaIsATOpA 32 JoroMororo Wix#



36

3.2. BuKOpPHUCTaHHS CHCTEMH

[Ticnst  BiAKPUTTSA MpoOrpamMu KOPUCTyBad OauWTh OCHOBHI €JIEMEHTH
iHTEpdeiicy, mpoTe 00JacTh MEeperisiay € MyCTO Ta JEsSIKl eIEMEHTH KEepyBaHHS
HeakTuBHI. [licis 3aBaHTakeHHS MOjeii 3 (ally cTae JOCTYITHOIO MOXJIMBICTh
30epertTd 110 MOJelb Ta BHKOHYBaTH 3anmutu a0 Mojem. Cama Mojenb
BiJoOpa)kaeThCsl B 00JIACTI MEPErIAy B 130METPHUYHOMY BHUJI 3 BUKOPHUCTAHHSIM
oprorpadivyHOT MPOEKIIii Ta MOMEePEAHHO MACIITA0YEThCS TaK, OO MOBHICTIO B HEl

nomictutucs(Pucynok 3.8).

File View Edit Language

Perform Query

Pucynok 3.8 — BigoOpakeHHst MojielTi 3 opTorpadgidaHOI0 MPOCKINIEI0

JIist 3M1HM BUly MpOEKIIii HeoO0XiaHO BUOpaTH Oa)kaHy B MEHIO “View”.
File View Edit Language _

Perform Query

Pucynok 3.9 — BigoOpakeHHs1 MojielTi 3 IEPCIEKTUBHOIO MPOESKITI €10
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3aBaHTa)XEHI MOJENl TaKOK MOXKYTh MaTH PI3HI BaplaHTH 3aTiHEHHS -
miocke Ta raaake (“flat and smooth shading”), siki 306paxkeni Ha pucynkax 3.10 Ta

3.11 BiAIOBIIHO.

File WView Edit Language _

Perform Query

Pucynox 3.10 — Mogens 3 II0CKUM 3aTiHCHHIM

File View Edit Language

Perform Query

Pucynok 3.11 — Mogaenb 3 TJIaIkuM 3aTiHEHHSIM
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JIns BUKOHAHHS 3aIUTIB HEOOXIJTHO BHECTH 3alUT B BIJAMOBIIHE TEKCTOBE
noje mig objacTio meperisay Ta HaTUCHYyTH KHomky “‘Perform Query”. Skmio
3alUT 3 HEBaJIJIHUM, TOOTO MICTUTh HEJOIMYCTUMI CHUMBOJIM, He30aJaHCOBaHI
Ty>KKH, HEBIZJOMI KOMaH/IH, HEMIPaBUIbHI TUIU Ta MOPSAAOK MapaMeTpiB KOMaH]IH,

TO 3’SIBUTHCSI BIKHO 3 BiAIOBITHUM TOBitoMieHHAM(Prucyrok 3.12)

File View Edit Language

Unknown command - "cutBlaBla",

| |cutBlaBla{getMeshByld(0), (25, 0, 0), (-1, 0.5, 0))

Perform Query

Pucynok 3.12 — IlonepemxeHHs PO MOMUIIKY B 3aIUTI
Taxk sk HE yC1 3aNUTH MarOTh Bi3yallbHUN PE3YNIbTAT, TO IJIS1 POSYMIHHS
TOTO, 1110 3alUT BUKOHAHO YCHIIIHO, Oy/ie BIIOOpaXEHO BIAMOBIIHE
noBigomieHHs(PucyHok 3.13).

File View Edit Language

Query is done!

|
|
|
| |cutMeshWithSurface(getMeshByld(0), (25, 0, 0), (-1, 0.5, 0))
Perform Query

Pucynok 3.13 — IloBigomiieHHs PO YCIIIIHE BUKOHAHHSA 3alIUTY
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[TpuknamoM BUKOPUCTAHHS BKIAJACHHX 3allUTIB MOXYTh OYyTH HACTyIHI
KOMaH/IH:

— cutMeshWithSurface(getMeshByld(0), (25, 0, 0), (-1, 0.5, 0)) — 3amur
oepe mer 3 imeHTUdikaTopM 0 Ta po3pizae HOro IIOIMIMHOKD, KA MPOXOJAUTH Yepe3
Touky(25, 0, 0), Ta Mmae HopMaib 3 koopauaatamu (-1, 0.5, 0).

— showHoles(translate(getMeshByld(0), (-25, 0, 0))) — 3anut 6epe mer

3 imeHtudikaropom 0, mepeHocuth Horo Ha Bektop (-25, 0, 0) Ta mokasye yci

otBopu Moxeli(Pucynok 3.14).

File View Edit Language . ————

showHeles(translate(getMeshByld(0), (-25, 0, 0])]‘

Perform Query

Pucynox 3.14 — Pe3ynbpTaT BUKOHAHHS 3alUTY M1JCBIYyBaHHS OTBOPIB
— buildConvexHullFromMesh(getMeshByld(2)) — 3anut Oepe memr 3

imenTudikaTopoM 2 Ta Oyaye 3 HbOro onmykiry 000ja0HKy(Pucynok 3.15).
File View Edit Language |

buildConvexHullFromMesh(getMeshByld(2])

Perform Query

Pucynok 3.15 — Pe3ynbraT BUKOHaHHS 3alUTy MOOY0BH OMYKJI0T 000JI0HKU
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[Ticnst BUKOHAHHS 3aMUTy MOXKHA HWOTrO BIIMIHMTH 3a JOTIOMOTOIO OIIIIii
“Undo” B mento “Edit”. Ilicis BiAMiHM 3amUTy MOKHa MOTO BHKOHATH 3HOBY
BUKOPHCTOBYIOUH OIIIif0 “Red0” B ToMy 3k MEHIO.

Cucrema miATpUMY€E YKPATHCHKY Ta aHTIIIMCHKY MOBY, IKY MOKHA 3MIHUTH B
MeHIo “Language”.

Po3pobnenuii ¢peliMBOpPK Mae 3pydHy Ta 3pO3yMULY CTPYKTYpY IS
MOJIJBIIOTO PO3MIMPEHHS Ta HAJIAIITYBAaHHA MiJ KOHKPETHI BUMOTH. YBECh KOJ
JIETAIBHO 3aJJOKyMEHTOBAHO, 11O JI03BOJISIE JIETKO 3PO3YMITH MpHU3HAYEHHS OYyb-
SKOro Kiacy 4yu Merony. CucreMa MICTUTh MEBHUM 0a30BHUM (QYyHKIIOHAT Ta MOXKeE
BUKOPUCTOBYBAaTUCh SIK OCHOBa JUisi MalOyTHbOi Kacromizamii. [IpoekT Mae
MIJKITIOUEHI TpaBUjia aHali3y KOAY, 3aBISKH SKUM 3a0e3MeuyeThbCsl MIATPUMKA
€IMHOTO CTUJIIO Ta Y3TOJKEHHOCTI KOAY.

Takox cucrema Moxke OyTH BHUKOpHCTaHa SK OKpeMa TMporpama s
Heperisily Ta peAaryBaHHs TPUBHUMIPHUX Mojeneil. BcraHoBineHuil nomatok
3aiimae Mano nam’saTi(728 KB) Ta Jierko 1HCTamo€eThes 3a J0MOMOT0K0 CTBOPEHOTO

1HCTAJIATOpA.



41

BUCHOBKHA

[lim 49ac BukoHaHHA KBajidikamiiHoi poboTn Oymo  3pobIeHO
iHQOpMaIITHUN OTJIA MPEAMETHOI Tajly3l Ta IMpoaHaTI30BaHO ICHYIOY1 aHAJIOTH.
3a pe3yiabTaTaMu aHaiizy Oyja BHU3HAU€Ha aKTyaJlbHICTh PO3POOKH CHUCTEMHU Ta
CTBOPEHHMI Tepesik BHMOT JO CTBOPIOBaHOI 1HQOpMAIHOI cHUCTeMH, IO
MOJIETHINTh TPOIEC BUKOHAHHS 3aBllaHb B TPOIECI BHUBYECHHS IIPEIMETIB
TpUBUMIpHOT Tpadikd Ta OOYHCIIOBAILHOI TEOMETpii, a TaKoXK MOXKeE
BUKOPHCTOBYBATHChH SIK OCHOBA JIJIsl MallOyTHBOI KacTomizallii.

Bbyno ctBopeno nmiarpamy BapiaHTIB BUKOPUCTaHHS, SKa JO3BOJISE HAOYHO
B1JI0Opa3UTH MOINEPEAHBO BU3HAUCHI (PYHKIIOHAIbHI BUMOTH Ta THIOBI B3a€MOIT
MK KOPHUCTYyBau€M Ta CaMoOI0 CHCTEMOI0. TakoXX CHpOEKTOBAaHO CTPYKTYpPY
CHUCTEMHM Ta B3a€EMO3B 30K i1 KOMIIOHEHTIB.

Kpim TOro, Oyno mnpoBeAeHO MOCHIIKEHHS 1HCTPYMEHTIB Ta 3aco0iB
peanizaiiii, B pe3yJbTaTi SIKoro 0yB chopMOBaHUM CTEK TEXHOJIOT1H JJIs PO3POOKHU
JTAHOI CUCTEMMU.

Bbyno po3pobieHo Ta mporpaMHO peani3oBaHO  CHUCTEMY-TPEHaXep
PEHACPUHTY MOJEIeH TPUBUMIPHOTO MPOCTOPY IS JUCHUIUIIH HampsMmky "3D
MOJICTIOBaHHS Ta Bizyasizallia'. 3amiaHoBaHa cucTeMa OyJia peaji3oBaHa 3T1JIHO 3
BU3HAYCHUX (DYHKI[IOHAIbHUX BUMOT.

3aBepiieHa cucTeMa MO)Ke OyTH BHKOpPWCTaHa JJIs CIPOLICHHS MPOIECY
BUBYEHHS MPEAMETIB TPUBUMIPHOI Ipadiku Ta OOYMCIIOBAIBHOI T€OMETpli, IO
M1JBUIIUTH PIBE€Hb €(DEKTUBHOCTI HABYAHHSI B 3B A3KY 31 CKOPOUCHHSIM TPY/IOBHUX 1
YaCOBUX BUTPAT HA MPOIEC CTBOPEHHS CEPEOBHINA JJII BUKOHAHHS MPAKTUIHUX

3aBJaHb.
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Shader.vert — BepiuHHuUi 1IeHaCD

#version 330

layout(location = @) in vec3 position;
layout(location = 1) in vec3 normal;
layout(location = 2) in vec2 textureCoordinates;
layout(location = 3) in vec3 materialColor;
layout(location = 4) in vec3 materialAmbient;
layout(location = 5) in vec3 materialDiffuse;
layout(location = 6) in vec3 materialSpecular;
layout(location = 7) in float materialShininess;
layout(location = 8) in int appliedTextures;

uniform mat4 V;
uniform mat4 P;

out vec3 Position;

out vec3 Normal;

out vec2 TextureCoordinates;
out vec3 MaterialColor;

out vec3 MaterialAmbient;

out vec3 MaterialDiffuse;

out vec3 MaterialSpecular;
out float MaterialShininess;
flat out int AppliedTextures;

void main()

{
Position = vec3(V * vec4(position, 1.9));

Normal = normal;

TextureCoordinates = textureCoordinates;
MaterialColor = materialColor;
MaterialAmbient = materialAmbient;
MaterialDiffuse = materialDiffuse;
MaterialSpecular = materialSpecular;
MaterialShininess = materialShininess;
AppliedTextures = appliedTextures;

gl Position = P * V * vec4(position,1);

}
Shader.frag - ®parmenTHuii mekiaep

#version 330
out vec4 FragColor;

in vec3 Position;

in vec3 Normal;

in vec2 TextureCoordinates;

in vec3 MaterialColor;

in vec3 MaterialAmbient;

in vec3 MaterialDiffuse;

in vec3 MaterialSpecular;

in float MaterialShininess;

flat in int AppliedTextures;

uniform vec3 lightPosition;

45



uniform vec3 lightAmbient;
uniform vec3 lightDiffuse;
uniform vec3 lightSpecular;

uniform vec3 viewPosition;

uniform sampler2D ambientTexture;
uniform sampler2D diffuseTexture;
uniform sampler2D specularTexture;
const int ambientTextureFlag = 1;
const int diffuseTextureFlag = 2;
const int specularTextureFlag = 4;

uniform int mode;

void main()

{

if (mode == 0)

{
¥

else

{

FragColor = vec4(MaterialColor, 1.0);

vec3 ambient = lightAmbient * MaterialAmbient;

vec3 normal = normalize(Normal);

vec3 lightDirection = normalize(lightPosition - Position);
float diff = max(0.0, dot(normal, lightDirection));

vec3 diffuse = lightDiffuse * (diff * MaterialDiffuse);

float spec;
if (dot(normal, lightDirection) < 0.0)

{
spec = 0;
}
else
{
vec3 viewDir = normalize(viewPosition - Position);
vec3 reflectDir = reflect(-lightDirection, normal);
spec = pow(max(dot(viewDir, reflectDir), ©.0), MaterialShininess);
}

vec3 specular = lightSpecular * (spec * MaterialSpecular);
if ((AppliedTextures & ambientTextureFlag) == ambientTextureFlag)

ambient = ambient * vec3(texture2D(ambientTexture,

TextureCoordinates));

}

if ((AppliedTextures & diffuseTextureFlag) == diffuseTextureFlag)
{

diffuse = diffuse * vec3(texture2D(diffuseTexture,

TextureCoordinates));

}
if ((AppliedTextures & specularTextureFlag) == specularTextureFlag)

specular = specular * vec3(texture2D(specularTexture,

TextureCoordinates));

}

vec3 color = MaterialColor + ambient + diffuse + specular;
FragColor = vec4(color, 1.0);
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Honarok b. Koxa cucremu moBoro C#

1. IFileFormatHandler.cs

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using System.Threading.Tasks;

using GeometryQueryLanguage.GeometricalModels;

namespace GeometryQuerylLanguage.FileFormatHandlers

{

/// <summary>

/// Handles file save and load operations.

/// </summary>

public interface IFileFormatHandler

{
/// <summary>
/// Returns whether model can be loaded from file by filehandler.
/// </summary>
/// <param name="path">Path to file.</param>
/// <returns>Whether file can be loaded by filehandler.</returns>
bool CanLoad(string path);
/// <summary>
/// Saves model to file.
/// </summary>
/// <param name="path">Path to file.</param>
/// <param name="model">Model to be saved.</param>
void Save(string path, Model model);
/// <summary>
/// Loads model from file.
/// </summary>
/// <param name="path">Path to file.</param>
/// <returns>Loaded model.</returns>
Model Load(string path);

}

}

2. ObjFormatHandler.cs

// >k >k 3k 3k >k 5k 3k >k 5k 5k >k >k 5k >k >k 5k 3k >k >k 3k >k >k 5k >k %k 5k >k >k >k 3k >k >k 5k %k >k >k >k >k 5k 3k >k >k 3k >k >k 5k >k %k 5k >k %k >k >k >k >k >k %k >k >k >k >k 5k >k %k >k >k >k >k 3k >k *k 3k >k *k > %k *k >k >k %k

// Copyright FileName - ObjFormatHandler.cs

// Copyright(c) AMC Bridge LLC. All rights reserved.

// FileType - Visual C# Source File

// 3k 3k 3k sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk >k sk >k sk >k sk >k sk ok >k sk sk sk sk sk k sk ok sk ok sk ok kk kk kk k ok
using System;

using System.Collections.Generic;

using System.IO;

using System.Ling;

using System.Text;

using System.Threading.Tasks;

using GeometryQuerylLanguage.GeometricalModels;
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using GeometryQuerylLanguage.Materials;

namespace GeometryQuerylLanguage.FileFormatHandlers
{
/// <summary>
/// Handles save and load operations with obj file format.
/// </summary>
public class ObjFormatHandler : IFileFormatHandler
{
#region IFileFormatHandler implementation
/// <summary>
/// Returns whether model can be loaded from file by filehandler.
/// </summary>
/// <param name="path">Path to file.</param>
/// <returns>Whether file can be loaded by filehandler.</returns>
public bool CanLoad(string path)

{
}

return Path.GetExtension(path) == FILE_TYPE;

/// <summary>
/// Loads model from .obj file.
/// </summary>
/// <param name="path">Path to .obj file.</param>
/// <returns>Loaded model.</returns>
public Model Load(string path)
{
loadPath = path;
loadedModel = new Model();
loadedMesh = new Mesh();
allPoints = new List<Point>();
allNormals = new List<Vector>();
allTexturesCoordinates = new List<TextureCoordinate>();
materials = new Dictionary<string, Material>();
currentMaterial = new Material();
var loadActions = new Dictionary<string, Action<string>>

{

VERTEX_KEYWORD, AddPoint },
TEXTURE_COORDINATES_KEYWORD, AddTextureCoordinates },
NORMAL_KEYWORD, AddNormal },

OBJECT_KEYWORD, AddMesh },

FACE_KEYWORD, AddFace },

MTLLIB_KEYWORD, LoadMaterials },

USEMTL_KEYWORD, UseMaterial },

It W Watn Wt Wean Was Woen

1

foreach (var line in File.ReadlLines(path))

{
var tokens = line.Split(new char[] { ' ' }, 2,
StringSplitOptions.RemoveEmptyEntries);
if (tokens.Length > @ && loadActions.ContainsKey(tokens[@]))

{
}

loadActions[tokens[©]](tokens[1]);

loadedModel.Meshes.AddRange (ComputationalModule.MeshTransformation.GetSeparateMeshes(load
edMesh));

loadedModel.BoundingBox = new
BoundingBoxBuilder().AddModel (loadedModel).ToBoundingBox();

return loadedModel;

}
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/// <summary>

/// Saves model to file.

/// </summary>

/// <param name="path">Path to file.</param>

/// <param name="model">Model to be saved.</param>
public void Save(string path, Model model)

{

using (var writer = new StreamWriter(path))
{
var points = new List<Point>();
var normals = new List<Vector>();
var textureCoordinates = new List<TextureCoordinate>();
var pointsIndices = new Dictionary<Point, int>();
var normalsIndices = new Dictionary<Vector, int>();
var textureCoordinatesIndices = new Dictionary<TextureCoordinate, int>();
var facesElements = new List<string>();
var meshesFacesElements = new List<List<string>>();

var mtlFilename = Path.GetFileNameWithoutExtension(path) + MTL_FILE_TYPE;
var mtlFilePath =
Path.Combine(Path.GetDirectoryName(Path.GetFullPath(path)), mtlFilename);
writer.WriteLine($"{MTLLIB_KEYWORD} {mtlFilename}");
new MtlFormatHandler().SaveMaterials(mtlFilePath, model.GetMaterials());
string currentMaterialName = string.Empty;
foreach (var mesh in model.Meshes)
{
foreach (var face in mesh.Faces)
{
var faceStringBuilder = new StringBuilder();
if (!face.Material.Name.Equals(currentMaterialName))
{
faceStringBuilder.AppendLine($"{USEMTL_KEYWORD}
{face.Material.Name}");
currentMaterialName = face.Material.Name;

}

faceStringBuilder.Append(FACE_KEYWORD);
foreach (var vertex in face.Vertices)
{
var pointIndex = FindElementIndex(points, pointsIndices,
vertex.Point);
var normalIndex = FindElementIndex(normals, normalsIndices,
vertex.Normal ?? face.Normal);

faceStringBuilder.Append($" {pointIndex}/");
if (vertex.TextureCoordinates != null)
{
var textureCoordinateIndex =
FindElementIndex(textureCoordinates, textureCoordinatesIndices,
vertex.TextureCoordinates);
faceStringBuilder.Append($"{textureCoordinateIndex}");

}

faceStringBuilder.Append($"/{normalIndex}");
}

facesElements.Add(faceStringBuilder.ToString());
}

meshesFacesElements.Add(facesElements);
facesElements = new List<string>();
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points.ForEach(point => writer.WriteLine($"{VERTEX_KEYWORD} {point.X}

{point.Y} {point.z}"));

textureCoordinates.ForEach(textureCoordinate =>

writer.WriteLine($"{TEXTURE_COORDINATES_KEYWORD} {textureCoordinate.U}
{textureCoordinate.V}"));

normals.ForEach(normal => writer.WriteLine($"{NORMAL_KEYWORD} {normal.X}

{normal.Y} {normal.Z}"));

for (var i = @; i < model.Meshes.Count; i++)

{
writer.WriteLine($"{OBJECT_KEYWORD} {model.Meshes[i].Name}");
meshesFacesElements[i].ForEach(face => writer.WritelLine(face));
}
}
}
#endregion

#region Private Logic
private static float[] ParseCoords(string s)

{

}

return s
.Split(new char[] { ' ' }, StringSplitOptions.RemoveEmptyEntries)
.Select(x => float.Parse(x))
.ToArray();

private static int[] ParselIndices(string s)

{

}

return s
.Split(new char[] { '/' })
.Select(x =>
{

int.TryParse(x, out int result);
return result;

)
.ToArray();

private static int ConvertIndex(int index, int elementCount)

{

}

if (index > 9)
{

return index - 1;

else if (index < @)

{
return elementCount + index;
}
else
{
return -1;
}

private static int FindElementIndex<T>(ICollection<T> list, IDictionary<T, int>
elementsIndices, T element)

{

if (!elementsIndices.ContainsKey(element))

{

elementsIndices.Add(element, list.Count);
list.Add(element);

}

var index = elementsIndices[element] + 1;
return index;
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}

private void AddPoint(string pointCoords)
{
var pointCoordsArray = ParseCoords(pointCoords);
if (pointCoordsArray.Length == 3)
{
var point = new Point(pointCoordsArray[@], pointCoordsArray[1],
pointCoordsArray[2]);
allPoints.Add(point);
}
}

private void AddNormal(string normalCoords)
{
var normalCoordsArray = ParseCoords(normalCoords);
if (normalCoordsArray.Length == 3)
{
var normal = new Vector(normalCoordsArray[@], normalCoordsArray[1],
normalCoordsArray[2]);
allNormals.Add(normal);
}
}

private void AddTextureCoordinates(string textureCoordinatesString)
{
var textureCoordinatesArray = ParseCoords(textureCoordinatesString);
if (textureCoordinatesArray.Length == 2)
{
var textureCoordinates = new
TextureCoordinate(textureCoordinatesArray[0], textureCoordinatesArray[1]);
allTexturesCoordinates.Add(textureCoordinates);
}
}

private void AddMesh(string meshName)
{

if (loadedMesh.Faces.Count > @)

{

loadedModel.Meshes.AddRange (ComputationalModule.MeshTransformation. GetSeparateMeshes(load
edMesh));
loadedMesh = new Mesh();

}

loadedMesh.Name = meshName;

}

private void AddFace(string vertexSet)
{
var vertexTriplets = vertexSet.Split(new char[] { ' ' },
StringSplitOptions.RemoveEmptyEntries);
var face = new Face();
for (var i = @; i < vertexTriplets.Length; i++)

{
int[] vertexIndices = ParseIndices(vertexTriplets[i]);
if (vertexIndices.Length > )
{
face.Vertices.Add(ParseVertex(vertexIndices));
}
}

face.GenerateNormal();
face.Material = currentMaterial;



loadedMesh.Faces.Add(face);
}

private Vertex ParseVertex(int[] vertexIndices)

{
var vertex = new Vertex();
var pointIndex = ConvertIndex(vertexIndices[@], allPoints.Count);
vertex.Point = allPoints[pointIndex];

if (vertexIndices.Length >= 2)
{
var textureCoordinatesIndex = ConvertIndex(vertexIndices[1],
allTexturesCoordinates.Count);
if (textureCoordinatesIndex >= © && textureCoordinatesIndex <
allTexturesCoordinates.Count)
{
vertex.TextureCoordinates =
allTexturesCoordinates[textureCoordinatesIndex];

}
}
if (vertexIndices.Length == 3)
{
var normalIndex = ConvertIndex(vertexIndices[2], allNormals.Count);
if (normalIndex >= © && normalIndex < allNormals.Count)
{
vertex.Normal = allNormals[normalIndex];
}
}

return vertex;

}

private void AddMaterialsToDictionary(IEnumerable<Material> list,
IDictionary<string, Material> materials)

foreach (var material in list)

{
if (!materials.ContainsKey(material.Name))
{
materials.Add(material.Name, material);
}
}

}

private void LoadMaterials(string mtlFilename)
{
var filenames = mtlFilename.Split(new char[] { ' " },
StringSplitOptions.RemoveEmptyEntries);
var mtlFormatHandler = new MtlFormatHandler();
foreach (var filename in filenames)

{
var mtlPath =
Path.Combine(Path.GetDirectoryName(Path.GetFullPath(loadPath)), filename);
AddMaterialsToDictionary(mtlFormatHandler.LoadMaterials(mtlPath),
materials);

}

}

private void UseMaterial(string materialName)
{
currentMaterial = !string.IsNullOrWhiteSpace(materialName) &&
materials.ContainsKey(materialName)
? materials[materialName] : new Material();
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}

#endregion

#region
private
private
private
private
private
private
private
private
private

private
private
private
private
private
private
private
private

Fields
const
const
const
const
const
const
const
const
const

string
string
string
string
string
string
string
string
string

FILE_TYPE = ".obj";
VERTEX_KEYWORD = "v";

TEXTURE_COORDINATES_KEYWORD =

NORMAL_KEYWORD = "vn";
FACE_KEYWORD = "f";
OBJECT_KEYWORD = "o";

MTLLIB_KEYWORD = "mtllib";
USEMTL_KEYWORD = "usemtl";
MTL_FILE_TYPE = ".mtl";

string loadPath;

Model loadedModel;

Mesh loadedMesh;
List<Point> allPoints;
List<Vector> allNormals;
List<TextureCoordinate> allTexturesCoordinates;
Dictionary<string, Material> materials;
Material currentMaterial;

#endregion

3. MtlFormatHandler.cs

// 3k 3k >k 3k 3k 3k 3k >k 3k >k %k 5k 3k 3k >k 3k >k 3k 5k >k 3k 3k 3k 5k 3k 3k >k %k >k 3k 3k >k 3k 5k 3k 3k >k 5k >k 3k >k 3k 5k >k 5k >k %k 5k >k 3k >k 3k 5k 3k 5k >k 5k >k >k 5k >k 3k >k %k >k %k 5k >k %k >k >k 5k %k %k >k kk kK k ok

// Copyright FileName - MtlFormatHandler.cs
// Copyright(c) AMC Bridge LLC. All rights reserved.

// FileType - Visual C# Source File
// 3k sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk sk skosk skosk skosk skoskoskosk sk ko kok kok kok sk ok

using System;

using System.Collections.Generic;

using System.IO;

using System.Ling;
using System.Text;

using System.Threading.Tasks;

using GeometryQuerylLanguage.GeometricalModels;
using GeometryQuerylLanguage.Materials;

namespace GeometryQuerylLanguage.FileFormatHandlers

{

/// <summary>
/// Handles save and load operations with mtl file format.
/// </summary>
public class MtlFormatHandler

{

#region Public Logic
/// <summary>
/// Loads materials from .mtl file.
/// </summary>

/// <param name="path">Path to .mtl file.</param>

/// <returns>Loaded materials.</returns>

public IList<Material> LoadMaterials(string path)

{

if (!File.Exists(path))

{
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System.Windows.MessageBox.Show(string.Format(Resources.Strings.MtlFileNotFound, path));



return loadedMaterials;

}

foreach (var line in File.ReadLines(path))

{
var tokens = line.Replace('\t', ' ').Split(new char[] { ' " }, 2,

StringSplitOptions.RemoveEmptyEntries);
if (tokens.Length < 2)

{
}

if (colorSetters.ContainsKey(tokens[0]))

continue;

AddColor(tokens[@], tokens[1]);

else if (textureSetters.ContainsKey(tokens[0]))

{
LoadTexture(tokens[0], tokens[1], path);
}
else
{
LoadData(tokens);
}

}

loadedMaterials.Add(currentMaterial);
return loadedMaterials;

}

/// <summary>

/// Saves materials to file.

/// </summary>

/// <param name="path">Path to .mtl file.</param>

/// <param name="materials">Materials to be saved.</param>

public void SaveMaterials(string path, IEnumerable<Material> materials)
{

using (var writer = new StreamWriter(path))

{

foreach (var material in materials)
{
var materialStringBuilder = new StringBuilder();
materialStringBuilder.AppendLine($"{NEW_MATERIAL_KEYWORD}
{material.Name}");
materialStringBuilder.AppendLine($" {AMBIENT_KEYWORD}
{material.Ambient}");
materialStringBuilder.AppendLine($"{DIFFUSE_KEYWORD}
{material.Diffuse}");
materialStringBuilder.AppendLine($"{SPECULAR_KEYWORD}
{material.Specular}");
materialStringBuilder.AppendLine($"{SHININESS_KEYWORD}
{material.Shininess}");

AddTexture(material.AmbientTexture, materialStringBuilder, path,
AMBIENT_TEXTURE_MAP_KEYWORD);

AddTexture(material.DiffuseTexture, materialStringBuilder, path,
DIFFUSE_TEXTURE_MAP_KEYWORD);

AddTexture(material.SpecularTexture, materialStringBuilder, path,
SPECULAR_TEXTURE_MAP_KEYWORD) ;

writer.Write(materialStringBuilder.ToString());
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#endregion

#region Private Logic
private static void AddTexture(Texture texture, StringBuilder
materialStringBuilder, string path, string textureKeyword)

¢ if (texture != null)
t texture.Save(Path.GetDirectoryName(Path.GetFullPath(path)));
materialStringBuilder.AppendLine($"{textureKeyword} {texture.Filename}");
}
}
private void LoadTexture(string textureKeyword, string textureFilename, string
path)
{
if (!textureSetters.ContainsKey(textureKeyword))
{
return;
}

var textureImagePath =
Path.Combine(Path.GetDirectoryName(Path.GetFullPath(path)), textureFilename);
try
{
var texture = new Texture(textureImagePath);
textureSetters[textureKeyword](currentMaterial, texture);
}
catch (Exception)

{

System.Windows.MessageBox.Show(string.Format(Resources.Strings.CantLoadTexturefromFile,
textureImagePath));

}
private void AddColor(string colorKeyword, string value)
{
if (colorSetters.ContainsKey(colorKeyword) && Color.TryParse(value, out Color
color))
{
colorSetters[colorKeyword] (currentMaterial, color);
}
}
private void AddMaterial(string materialName)
{
if (currentMaterial != null)
{
loadedMaterials.Add(currentMaterial);
}
currentMaterial = new Material();
if (!string.IsNullOrWhiteSpace(materialName))
{
currentMaterial.Name = materialName;
}
}

private void LoadData(string[] tokens)

{
switch (tokens[@])

{
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case NEW_MATERIAL_KEYWORD:
AddMaterial(tokens[1]);
break;
case SHININESS_KEYWORD:
if (currentMaterial != null && float.TryParse(tokens[1], out float
shininess))

{
currentMaterial.Shininess = shininess;
}
break;
default:
break;
}
}
#endregion

#region Fields

private const string NEW_MATERIAL_KEYWORD = "newmtl";

private const string AMBIENT_KEYWORD = "Ka";

private const string DIFFUSE_KEYWORD = "Kd";

private const string SPECULAR_KEYWORD = "Ks";

private const string SHININESS_KEYWORD = "Ns";

private const string AMBIENT_TEXTURE_MAP_KEYWORD = "map_Ka";
private const string DIFFUSE_TEXTURE_MAP_KEYWORD "map_Kd";
private const string SPECULAR_TEXTURE_MAP_KEYWORD = "map_Ks";

private readonly IList<Material> loadedMaterials = new List<Material>();

private readonly IDictionary<string, Action<Material, Color>> colorSetters = new
Dictionary<string, Action<Material, Color>>

{

{ AMBIENT_KEYWORD, (material, color) => material.Ambient = color },

{ DIFFUSE_KEYWORD, (material, color) => material.Diffuse = color },

{ SPECULAR_KEYWORD, (material, color) => material.Specular = color },
}s

private readonly IDictionary<string, Action<Material, Texture>> textureSetters =
new Dictionary<string, Action<Material, Texture>>

{
{ AMBIENT_TEXTURE_MAP_KEYWORD, (material, texture) => material.AmbientTexture
= texture },
{ DIFFUSE_TEXTURE_MAP_KEYWORD, (material, texture) => material.DiffuseTexture
= texture },

{ SPECULAR_TEXTURE_MAP_KEYWORD, (material, texture) =>
material.SpecularTexture = texture },

1

private Material currentMaterial;
#tendregion

4. Model.cs
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// Copyright FileName - Model.cs
// Copyright(c) AMC Bridge LLC. All rights reserved.

// FileType - Visual C# Source File
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using System;



using System.Collections.Generic;
using System.Ling;

using System.Text;

using System.Threading.Tasks;

using GeometryQuerylLanguage.Materials;

namespace GeometryQuerylLanguage.GeometricalModels

{

/// <summary>

/// The Model class is a set of Mesh objects.
/// </summary>

public class Model

{

#region Properties

/// <summary>

/// Gets or sets meshes.

/// </summary>

public List<Mesh> Meshes { get; set; } = new List<Mesh>();

/// <summary>

/// Gets or sets bounding box.

/// </summary>

public BoundingBox BoundingBox { get; set; }

/// <summary>

/// Gets or sets holes edges.

/// </summary>

public List<Edge> HolesEdges { get; set; }
#endregion

#region Constructors

/// <summary>

/// Initializes a new instance of the <see cref="Model"/> class.
/// </summary>

public Model()

{

}

/// <summary>

/// Initializes a new instance of the <see cref="Model"/> class.
/// </summary>

/// <param name="model">Model to be copied.</param>

public Model(Model model)

{
if (model != null)
{
Meshes = model.Meshes.Select(mesh => new Mesh(mesh)).ToList();
BoundingBox = model.BoundingBox;
HolesEdges = model.HolesEdges;
}
}
#tendregion

#region Public Logic
/// <summary>
/// Copies properties of another model.
/// </summary>
/// <param name="anotherModel">Another model.</param>
public void CopyProperties(Model anotherModel)
{
if (anotherModel != null)

{

Meshes = anotherModel.Meshes.Select(mesh => new Mesh(mesh)).ToList();
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BoundingBox = anotherModel.BoundingBox;
HolesEdges = anotherModel.HolesEdges;

}

/// <summary>

/// Restore highlighting state.

/// </summary>

/// <param name="highlightingState">The highlighting state.</param>
public void RestoreHighlight(HighlightingState highlightingState)

{
HolesEdges = highlightingState.HolesEdges;
for (var i = 0; i < Meshes.Count; i++)
Meshes[i].IsHighlighted = highlightingState.HighlightedMeshes[i];
}
}

/// <summary>

/// Gets all materials that are used in model.

/// </summary>

/// <returns>All materials that are used in model.</returns>
public IEnumerable<Material> GetMaterials()

{
return Meshes
.SelectMany(mesh => mesh.Faces)
.Select(face => face.Material)
.GroupBy(material => material.Name)
.Select(group => group.First());
}

/// <summary>

/// Gets all textures that are used in model.

/// </summary>

/// <returns>All textures that are used in model.</returns>
public IEnumerable<Texture> GetTextures()

{
return GetMaterials()

.SelectMany(material => material.GetTextures())
.Where(texture => texture != null);

}

#endregion

}
}
5. Mesh.cs
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// Copyright FileName - Mesh.cs

// Copyright(c) AMC Bridge LLC. All rights reserved.

// FileType - Visual C# Source File
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using System;

using System.Collections.Generic;

using System.Ling;

using System.Text;

using System.Threading.Tasks;

namespace GeometryQuerylLanguage.GeometricalModels
{

/// <summary>

/// A mesh is a set of faces.

/// </summary>
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public class Mesh

{

#region Properties

/// <summary>

/// Gets or sets mesh faces.

/// </summary>

public List<Face> Faces { get; set; } = new List<Face>();

/// <summary>

/// Gets or sets mesh name.

/// </summary>

public string Name { get; set; } = "default";

/// <summary>

/// Gets or sets bounding box.

/// </summary>

public BoundingBox BoundingBox { get; set; }

/// <summary>

/// Gets or sets mesh color.

/// </summary>

public Vector Color { get; set; } = new Vector(0.7f, 0.7f, 0.7f);

/// <summary>

/// Gets or sets a value indicating whether mesh is highlighted.
/// </summary>

public bool IsHighlighted { get; set; }

#endregion

#region Constructors

/// <summary>

/// Initializes a new instance of the <see cref="Mesh"/> class.
/// </summary>

public Mesh()

{

}

/// <summary>

/// Initializes a new instance of the <see cref="Mesh"/> class.
/// </summary>

/// <param name="mesh">Mesh to be copied.</param>

public Mesh(Mesh mesh)

{

Name = mesh.Name;
var boundingBoxBuilder = new BoundingBoxBuilder();

foreach (var face in mesh.Faces)

{
var newFace = new Face(face);
Faces.Add(newFace);
boundingBoxBuilder.AddFace(newFace);

}

BoundingBox

= boundingBoxBuilder.ToBoundingBox();
IsHighlighted =

mesh.IsHighlighted;
}

#endregion

6. Face.cs
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Copyright FileName - Face.cs
Copyright(c) AMC Bridge LLC. All rights reserved.
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System;
System.Collections.Generic;
System.Ling;

System.Text;
System.Threading.Tasks;

GeometryQuerylLanguage.Materials;

namespace GeometryQuerylLanguage.GeometricalModels

{

/// <summary>

/// A Face is a set of vertices and a normal.
/// </summary>

public class Face

{

#region Properties

/// <summary>

/// Gets or sets the vertices.

/// </summary>

public List<Vertex> Vertices { get; set; } = new List<Vertex>();

/// <summary>

/// Gets or sets the face normal.
/// </summary>

public Vector Normal { get; set; }

/// <summary>

/// Gets or sets the face material.

/// </summary>

public Material Material { get; set; } = new Material();
#endregion

#region Constructors

/// <summary>

/// Initializes a new instance of the <see cref="Face"/> class.
/// </summary>

public Face()

{

}

/// <summary>

/// Initializes a new instance of the <see cref="Face"/> class.
/// </summary>

/// <param name="points">Face points.</param>

public Face(IEnumerable<Point> points)

{
foreach (var point in points)
{
Vertices.Add(new Vertex(point));
}
GenerateNormal();
}

/// <summary>
/// Initializes a new instance of the <see cref="Face"/> class.
/// </summary>
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/// <param name="otherFace">Face to be copied.</param>
public Face(Face otherFace)

{
foreach (var vertex in otherFace.Vertices)
{
var newVertex = new Vertex(vertex);
Vertices.Add(newVertex);
}
GenerateNormal();
Material = otherFace.Material;
}
#endregion

#region Public Logic

/// <summary>

/// Generates face normal.
/// </summary>

public void GenerateNormal()

{
if (Vertices.Count >= 3)
{
var vl = new Vector(Vertices[0].Point, Vertices[1].Point);
var v2 = new Vector(Vertices[@].Point, Vertices[2].Point);
Normal = vi1.CrossProduct(v2);
Normal.Normalize();
}
}

/// <summary>

/// Returns whether the face contains given point.

/// </summary>

/// <param name="point">Point.</param>

/// <returns>true if the face contains given point; otherwise, false.</returns>
public bool Contains(Point point)

{
for (var i = 0; i < Vertices.Count; i++)
{
var firstEdgePoint = Vertices[i].Point;
var secondEdgePoint = Vertices[(i + 1) % Vertices.Count].Point;
var edgeVector = new Vector(firstEdgePoint, secondEdgePoint);
var vector = new Vector(firstEdgePoint, point);
var cross = edgeVector.CrossProduct(vector);
if (cross.FindAngleBetween(Normal) > ©.00001)
{
return false;
}
}
return true;
}

/// <summary>
/// Gets ray intersection point.
/// </summary>
/// <param name="ray">Ray.</param>
/// <returns>Intersection point if found; otherwise, null.</returns>
public Point GetRayIntersectionPoint(Ray ray)
{
if (ray.Direction.IsPerpendicularTo(Normal))

{
}

return null;
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var surface = new Surface(Vertices[©].Point, Normal);

var intersectionPoint = surface.GetLineIntersection(ray.Direction,
ray.StartPoint);

var directionToIntersectionPoint = new Vector(ray.StartPoint,
intersectionPoint);

if (directionToIntersectionPoint.FindAngleBetween(ray.Direction) < 0.00001 &&
Contains(intersectionPoint))

{
return intersectionPoint;
}
return null;
}
#endregion

7. Camera.cs
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// Copyright FileName - Camera.cs

// Copyright(c) AMC Bridge LLC. All rights reserved.

// FileType - Visual C# Source File
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using System;

using System.Collections.Generic;

using System.Ling;

using System.Text;

using System.Threading.Tasks;

using GeometryQuerylLanguage.GeometricalModels;
using SharpGL;

namespace GeometryQuerylLanguage
{
/// <summary>
/// Represents camera for 3D scene.
/// </summary>
public abstract class Camera

{

#region Properties

/// <summary>
/// Gets the OpenGL instance.
/// </summary>
public OpenGL OpenGl { get; }

/// <summary>

/// Gets camera position.

/// </summary>

public Point Position { get; private set; }

/// <summary>

/// Gets or sets rotation angle around X axis.
/// </summary>

public double RotationAngleX { get; set; }

/// <summary>

/// Gets or sets rotation angle around Y axis.
/// </summary>

public double RotationAngleY { get; set; }

/// <summary>



/// Gets or sets near clipping plane.
/// </summary>
public double Near { get; set; } = 0.5;

/// <summary>

/// Gets or sets far clipping plane.
/// </summary>

public double Far { get; set; } = 250;

/// <summary>

/// Gets or sets aspect ratio.

/// </summary>

public virtual double AspectRatio { get; set; }

/// <summary>

/// Gets center of coordinates.

/// </summary>

protected Point CenterOfCoordinates { get; } = new Point(@, o, 9);

/// <summary>

/// Gets or sets scale to fit.

/// </summary>

protected float Scale { get; set; } = 1;
#endregion

#region Constructors

/// <summary>
/// Initializes a new instance of the <see cref="Camera"/> class.
/// </summary>
/// <param name="openGl">The OpenGL object.</param>
protected Camera(OpenGL openGl)
{
OpenGl = openGl;
AspectRatio = (double)OpenGl.RenderContextProvider.Width /
OpenGl.RenderContextProvider.Height;
}

#endregion
#region Public Logic

/// <summary>

/// Applies camera projection.
/// </summary>

public void Project()

{
OpenGl.MatrixMode (OpenGL.GL_PROJECTION);
OpenGl.LoadIdentity();
SetProjection();
OpenGl.MatrixMode (OpenGL.GL_MODELVIEW);
}

/// <summary>

/// Sets projection.

/// </summary>

public abstract void SetProjection();

/// <summary>

/// Sets up camera.

/// </summary>

/// <param name="initialCameraPosition">Initial camera position.</param>
/// <param name="up">Up vector.</param>

public void SetUp(Point initialCameraPosition, Vector up)

{
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Position = new Point(initialCameraPosition);
var cameraDirection = new Vector(CenterOfCoordinates, Position);

cameraFront = new Vector(
-Position.X,
-Position.Y,
-Position.Zz);
cameraFront.Normalize();
cameraRight = up.CrossProduct(cameraFront);
cameraRight.Normalize();
cameralUp = cameraFront.CrossProduct(cameraRight);
cameraUp.Normalize();

translation = new Vector();

var directionProjectionXz new Vector(cameraDirection.X, 0,

cameraDirection.Zz);

9);

than 0.

}

var directionProjectionXY = new Vector(cameraDirection.X, cameraDirection.Y,

RotationAngleX = new Vector(1l, @, 0).FindAngleBetween(directionProjectionXY);
RotationAngleY = new Vector(1l, 0, ©).FindAngleBetween(directionProjectionXz);

if (cameraDirection.Y < 0)

{
RotationAngleX += Math.PI;
}
if (cameraDirection.X < @ || cameraDirection.Z < @)
{
RotationAngleY += Math.PI;
}

/// <summary>

/// Transforms the projection matrix so that it looks forward from camera
position.
/// </summary>
public void Look()

{

}

OpenGl. LookAt (

Position.X,

Position.Y,

Position.z,

Position.X + cameraFront.X,
Position.Y + cameraFront.Y,
Position.Z + cameraFront.Z,
cameralp.X,

cameralp.Y,

cameralp.Z);

/// <summary>
/// Makes zoom in if zoomSpeed is greater than 0, zoom out - if zoomSpeed is less

/// </summary>
/// <param name="zoomSpeed">Zoom speed.</param>
public virtual void Zoom(float zoomSpeed)

{

var zSpeed zoomSpeed * new Vector(Position, CenterOfCoordinates).Length;
Position.X = Position.X + (zSpeed * cameraFront.X);
Position.Y = Position.Y + (zSpeed * cameraFront.Y);

Position.Z = Position.Z + (zSpeed * cameraFront.Z);
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/// <summary>
/// Pans view.
/// </summary>
/// <param name="xTranslation">Translation along x axis.</param>
/// <param name="yTranslation">Translation along y axis.</param>
public virtual void Pan(float xTranslation, float yTranslation)
{
Position.X
yTranslation);
Position.Y
yTranslation);
Position.Z = Position.Z + (cameraRight.Z * xTranslation) + (cameraUp.Z *
yTranslation);

Position.X + (cameraRight.X * xTranslation) + (cameraUp.X *

Position.Y + (cameraRight.Y * xTranslation) + (cameraUp.Y *

translation.X
* yTranslation));

translation.Y
* yTranslation));

translation.Z
* yTranslation));

translation.X - ((cameraRight.X * xTranslation) + (cameraUp.X

translation.Y - ((cameraRight.Y * xTranslation) + (cameraUp.Y

translation.Z - ((cameraRight.Z * xTranslation) + (cameraUp.Z

/// <summary>

/// Rotates camera for specified angles changes.

/// </summary>

/// <param name="xAngleDelta">X angle rotation change.</param>
/// <param name="yAngleDelta">Y angle rotation change.</param>
public void Rotate(float xAngleDelta, float yAngleDelta)

{
RotationAngleX += xAngleDelta;
RotationAngleY += yAngleDelta;
Rotate();

}

/// <summary>

/// Rotates camera for <see cref="RotationAngleX"/> and <see
cref="RotationAngleY"/>.

/// </summary>

public void Rotate()

{

var distanceToCenter = new Vector(CenterOfCoordinates, Position).Length;

Position.X
distanceToCenter;

Position.Y

Position.Z
distanceToCenter;

(float)(Math.Cos(RotationAngleX) * Math.Cos(RotationAngleY)) *

(float)Math.Sin(RotationAngleX) * distanceToCenter;
(float)(Math.Cos(RotationAngleX) * Math.Sin(RotationAngleY)) *

cameraFront = new Vector(Position, new Point(-translation.X, -translation.Y,
-translation.z));
cameraFront.Normalize();

cameraRight = cameraUp.CrossProduct(cameraFront);
cameraRight.Y = 0;
cameraRight.Normalize();

cameralUp = cameraFront.CrossProduct(cameraRight);
cameraUp.Normalize();

}

/// <summary>
/// Calculate zoom to fit parameters.
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/// </summary>
/// <param name="model">Model.</param>
public void CalculateZoomToFit(Model model)

{
translationToCenterCoordinates.X = -model.BoundingBox.Center.X;
translationToCenterCoordinates.Y = -model.BoundingBox.Center.Y;
translationToCenterCoordinates.Z = -model.BoundingBox.Center.Z;
CalculateScaleToFit((float)model.BoundingBox.BoundingSphereRadius);
}

/// <summary>

/// Calculate zoom to fit parameters assuming the object is at the origin.
/// </summary>

/// <param name="boundingSphereRadius">Bounding sphere radius.</param>
public virtual void CalculateScaleToFit(float boundingSphereRadius)

{
}

Scale = (float)Math.Min(AspectRatio, 1);

/// <summary>

/// Zoom to fit model size.

/// </summary>

public void ZoomToFit()

{
OpenGl.Scale(Scale, Scale, Scale);
OpenGl.Translate(translationToCenterCoordinates.X,

translationToCenterCoordinates.Y, translationToCenterCoordinates.z);

}

#endregion

#region Fields

private readonly Vector translationToCenterCoordinates = new Vector();
private Vector cameraFront;

private Vector cameraUp;

private Vector cameraRight;

private Vector translation;

#endregion

8. OrthographicCamera.cs
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// Copyright FileName - OrthographicCamera.cs
// Copyright(c) AMC Bridge LLC. All rights reserved.
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using
using
using
using
using

using
using

System;
System.Collections.Generic;
System.Ling;

System.Text;
System.Threading.Tasks;

GeometryQuerylLanguage.GeometricalModels;
SharpGL;

namespace GeometryQuerylLanguage

{

/// <summary>

/// Represents camera with orthographic projection for 3D scene.
/// </summary>

public class OrthographicCamera : Camera

{



#region Properties

/// <summary>

/// Gets or sets left clipping plane.
/// </summary>

public double Left { get; set; }

/// <summary>

/// Gets or sets right clipping plane.
/// </summary>

public double Right { get; set; }

/// <summary>

/// Gets or sets top clipping plane.
/// </summary>

public double Top { get; set; }

/// <summary>

/// Gets or sets bottom clipping plane.
/// </summary>

public double Bottom { get; set; }

/// <summary>

/// Gets zoom factor.

/// </summary>

public double ZoomFactor { get => zoom; private set => zoom = Math.Max(value,
0.01f); }

/// <summary>

/// Gets or sets aspect ratio.

/// </summary>

public override double AspectRatio

{
get => aspectRatio;
set
{
aspectRatio = value;
Right = Top * aspectRatio;
Left = -Right;
}
}
#endregion

#region Constructors

/// <summary>

/// Initializes a new instance of the <see cref="OrthographicCamera"/> class.
/// </summary>

/// <param name="openGl">The OpenGL object.</param>

public OrthographicCamera(OpenGL openGl)

: base(openGl)
{
Top = 1;
Bottom = -Top;
Right = Top * AspectRatio;
Left = -Right;
Near = -Far;
}
#tendregion

#region Public Logic

/// <summary>
/// Sets orthographic projection.
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/// </summary>
public override void SetProjection()
{
OpenGl.Ortho(Left * ZoomFactor, Right * ZoomFactor, Bottom * ZoomFactor, Top
* ZoomFactor, Near, Far * ZoomFactor);

}

/// <summary>

/// Calculate scale to fit parameter.

/// </summary>

/// <param name="boundingSphereRadius">Bounding sphere radius.</param>
public override void CalculateScaleToFit(float boundingSphereRadius)

{
base.CalculateScaleToFit(boundingSphereRadius);
ZoomFactor = 1;
Scale *= 1 / boundingSphereRadius;

}

/// <summary>

/// Makes zoom in if zoomSpeed is greater than 0, zoom out - if zoomSpeed is less
than 0.

/// </summary>

/// <param name="zoomSpeed">Zoom speed.</param>

public override void Zoom(float zoomSpeed)

{
ZoomFactor = ZoomFactor - (zoomSpeed * new Vector(Position,
CenterOfCoordinates).Length);
base.Zoom(zoomSpeed);
}

/// <summary>
/// Pans view.
/// </summary>
/// <param name="xTranslation">Translation along x axis.</param>
/// <param name="yTranslation">Translation along y axis.</param>
public override void Pan(float xTranslation, float yTranslation)

{
base.Pan(
(float)(xTranslation * 2 * Right * ZoomFactor),
(float)(yTranslation * 2 * Top * ZoomFactor));
}
#endregion

#region Fields

private double zoom = 1;
private double aspectRatio;
#endregion

9. PerspectiveCamera.cs
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// Copyright FileName - PerspectiveCamera.cs

// Copyright(c) AMC Bridge LLC. All rights reserved.

// FileType - Visual C# Source File
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using System;

using System.Collections.Generic;

using System.Ling;

using System.Text;

using System.Threading.Tasks;
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using GeometryQuerylLanguage.GeometricalModels;
using SharpGL;

namespace GeometryQuerylLanguage
{
/// <summary>
/// Represents camera with perspective projection for 3D scene.
/// </summary>
public class PerspectiveCamera : Camera

{

#region Properties

/// <summary>

/// Gets angle of view in degrees.
/// </summary>

public float ViewAngle { get; }
#endregion

#region Constructors

/// <summary>

/// Initializes a new instance of the <see cref="PerspectiveCamera"/> class.
/// </summary>

/// <param name="openGl">The OpenGL object.</param>

/// <param name="viewAngle">View angle.</param>

public PerspectiveCamera(OpenGL openGl, float viewAngle)

: base(openGl)
{

ViewAngle = viewAngle;
}
#endregion

#region Public Logic

/// <summary>

/// Sets perspective projection.

/// </summary>

public override void SetProjection()

{
}

OpenGl.Perspective(ViewAngle, AspectRatio, Near, Far);

/// <summary>
/// Calculate scale to fit parameter.
/// </summary>
/// <param name="boundingSphereRadius">Bounding sphere radius.</param>
public override void CalculateScaleToFit(float boundingSphereRadius)
{
base.CalculateScaleToFit(boundingSphereRadius);
var centerToCameraDistance = new Vector(Position,
CenterOfCoordinates).Length;
var halfViewAngleInDegrees = ViewAngle * Math.PI / 360;
Scale *= (float)Math.Abs(centerToCameraDistance *
Math.Cos(halfViewAngleInDegrees)
* Math.Tan(halfViewAngleInDegrees)
/ boundingSphereRadius);

}

/// <summary>
/// Pans view.
/// </summary>
/// <param name="xTranslation">Translation along x axis.</param>
/// <param name="yTranslation">Translation along y axis.</param>
public override void Pan(float xTranslation, float yTranslation)
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{

var centerToCameraDistance = new Vector(Position,
CenterOfCoordinates).Length;
base.Pan(
(float) (xTranslation * centerToCameraDistance * Math.Tan(ViewAngle *
Math.PI / 180) * AspectRatio),
(float)(yTranslation * centerToCameraDistance * Math.Tan(ViewAngle *
Math.PI / 180)));

#endregion

10.Texture.cs
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// Copyright FileName - Texture.cs

// Copyright(c) AMC Bridge LLC. All rights reserved.
// FileType - Visual C# Source File

// 3k 3k sk 3k 3k 3k Sk 3k sk ok 3k 3k ok sk 3k sk sk >k sk sk Sk sk sk sk 3k sk Sk sk sk Sk 3k sk ok 3k sk ok sk >k sk sk 3k sk sk 3k sk sk 3k sk sk sk sk sk sk 3k sk ok 3k sk ok 3k 3k ok sk 3k sk sk >k sk sk >k sk sk sk sk sk sk kok ko
using System;

using System.Collections.Generic;

using System.Drawing;

using System.Drawing.Imaging;

using System.IO;

using System.Ling;

using System.Text;

using System.Threading.Tasks;

using SharpGL;

namespace GeometryQuerylLanguage.Materials
{
/// <summary>
/// Represents OpenGL texture.
/// </summary>
public class Texture
{
#region Properties
/// <summary>
/// Gets the id of the texture.
/// </summary>
public uint TextureId { get; private set; }

/// <summary>

/// Gets texture bitmap.

/// </summary>

public Bitmap Bitmap { get; }

/// <summary>

/// Gets texture name.

/// </summary>

public string Filename { get; }
#endregion

#region Constructors

/// <summary>

/// Initializes a new instance of the <see cref="Texture"/> class.
/// </summary>

/// <param name="path">The path to the texture image file.</param>
public Texture(string path)

{
var loadedBitmap = new Bitmap(path);
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Bitmap = new Bitmap(loadedBitmap);

loadedBitmap.Dispose();

Filename = Path.GetFileName(path);
}

#endregion

#region Public Logic

/// <summary>

/// Bind texture to the specified OpenGL instance.
/// </summary>

/// <param name="openGl">The OpenGL instance.</param>
public void Bind(OpenGL openGl)

{
}

/// <summary>

/// Creates OpenGL texture.

/// </summary>

/// <param name="openGl">The OpenGL instance.</param>
public virtual void Create(OpenGL openGl)

openGl.BindTexture(OpenGL.GL_TEXTURE_2D, Textureld);

{
if (IsCreated())
{
return;
}

var textureArray = new uint[1];
openGl.GenTextures(1l, textureArray);
Textureld = textureArray[0];

Bind(openGl);

Bitmap.RotateFlip(RotateFlipType.RotateNoneFlipY);

BitmapData bitmapData = Bitmap.LockBits(
new Rectangle(@, 0, Bitmap.Width, Bitmap.Height),
ImagelLockMode.ReadOnly,
PixelFormat.Format32bppArgb);

openGl.TexImage2D(
OpenGL.GL_TEXTURE_2D,
9,
OpenGL.GL_RGBA,
Bitmap.Width,
Bitmap.Height,
9,
OpenGL.GL_BGRA,
OpenGL.GL_UNSIGNED_ BYTE,
bitmapData.Scan®);

Bitmap.UnlockBits(bitmapData);

openGl.TexParameter(OpenGL.GL_TEXTURE_2D, OpenGL.GL_TEXTURE_MIN_FILTER,
OpenGL.GL_LINEAR);

openGl.TexParameter(OpenGL.GL_TEXTURE_2D, OpenGL.GL_TEXTURE_MAG_FILTER,
OpenGL.GL_LINEAR);

Bitmap.RotateFlip(RotateFlipType.RotateNoneFlipY);

/// <summary>

/// Destroys texture.

/// </summary>

/// <param name="openGl">The OpenGL instance.</param>



using
using
using
using
using

using
using
using

public virtual void Destroy(OpenGL openGl)

{
if (IsCreated())
{
openGl.DeleteTextures(1l, new uint[1] { Textureld });
Textureld = 9;
// Bitmap.Dispose();
}
}

/// <summary>

/// Saves texture image to specified directory.

/// </summary>

/// <param name="directoryPath">Directory path.</param>
public void Save(string directoryPath)

{

Bitmap.Save(Path.Combine(directoryPath, Filename));
}
#endregion

#region Private Logic
private bool IsCreated()

{
}

#endregion

return Textureld != 0;

11.MeshTransformation.cs

System;
System.Collections.Generic;
System.Ling;

System.Text;
System.Threading.Tasks;

GeometryQuerylLanguage.Exceptions;
GeometryQuerylLanguage.GeometricalModels;
GeometryQuerylLanguage.Materials;

namespace GeometryQuerylLanguage.ComputationalModule

{

/// <summary>

/// Provides ability to transform meshes.
/// </summary>

public class MeshTransformation

{

#region Properties

/// <summary>

/// Gets or sets meshes.

/// </summary>

public List<Mesh> Meshes { get; set; }
#tendregion

#tregion Constructors

/// <summary>

/// Initializes a new instance of the <see cref="MeshTransformation"/> class.
/// </summary>

/// <param name="meshes">List of meshes.</param>

public MeshTransformation(List<Mesh> meshes)

{

Meshes = meshes;
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}

#endregion

/// <summary>
/// Cuts mesh with a surface.
/// </summary>
/// <param name="surface">Surface.</param>
/// <returns>List of meshes after cut.</returns>
public List<Mesh> CutMeshWithSurface(Surface surface)

{

}

var resultMeshList = new

List<Mesh>();

foreach (var mesh in Meshes)

new Mesh();
new Mesh();

mesh.Faces)

CutFace(face, surface, meshAbovePlane, meshUnderPlane);

resultMeshList.AddRange(GetSeparateMeshes(meshAbovePlane));
resultMeshList.AddRange(GetSeparateMeshes(meshUnderPlane));

{
var meshAbovePlane =
var meshUnderPlane =
foreach (var face in
{
}

}

return resultMeshList;

/// <summary>
/// Get holes edges in meshes.
/// </summary>
/// <returns>List of holes edges.</returns>
public List<Edge> GetHolesEdges()

{

var holeskEdges = new List<Edge>();
foreach (var mesh in Meshes)

var edgesCountDictionary = new Dictionary<Edge, int>();

mesh.Faces)

for (var i = @; i < face.Vertices.Count; i++)

var thisVertex = face.Vertices[i];

var nextVertex = face.Vertices[(i + 1) % face.Vertices.Count];
var edge = new Edge(thisVertex, nextVertex);

if (edgesCountDictionary.ContainsKey(edge))

edgesCountDictionary[edge]++;

edgesCountDictionary.Add(edge, 1);

holeskdges.AddRange (edgesCountDictionary

{
foreach (var face in
{
{
{
}
else
{
}
}
}
}

return holesEdges;

.Where(pair => pair.Value == 1)
.Select(pair => pair.Key));
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/// <summary>

/// Builds convex hull from mesh.
/// </summary>

/// <returns>Convex hull.</returns>
public List<Mesh> BuildConvexHull()

{

var convexHulls = new List<Mesh>();
foreach (var mesh in Meshes)
{
var convexHull = new Mesh();
var allPoints = mesh
.Faces
.SelectMany(face => face.Vertices)
.Select(vertex => vertex.Point)
.Distinct();

var initialFace = FindFirstConvexHullFace(allPoints);
var unconnectedFaces = new List<Face>();
var usedEdgesCounts = new Dictionary<Edge, int>();

unconnectedFaces.Add(initialFace);
convexHull.Faces.Add(initialFace);
AddUsedEdges(initialFace, usedEdgesCounts);

while (unconnectedFaces.Any())

{
var face = unconnectedFaces.Last();
unconnectedFaces.Remove(face);
for (var i = @; i < face.Vertices.Count; i++)

{

var thisVertex = face.Vertices[i];
var nextVertex = face.Vertices[(i + 1) % face.Vertices.Count];
var edge = new Edge(nextVertex, thisVertex);

AddConvexHullFace(convexHull, allPoints, face.Normal, edge,

unconnectedFaces, usedEdgesCounts);

}

}
}

convexHull.BoundingBox = mesh.BoundingBox;
convexHulls.Add(convexHull);

}

return convexHulls;

private static Dictionary<int, List<int>> GetFaceGraph(IList<Face> faces)

faces)

{

}

var connectedFacesGraph = new Dictionary<int, List<int>>();
foreach (var connectedFaces in GetFaceGraphWithConnectionsCount(faces))
{
connectedFacesGraph[connectedFaces.Key] = connectedFaces.Value
.Where(pair => pair.vValue > 1)
.Select(pair => pair.Key)
.ToList();

}

return connectedFacesGraph;
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private static Dictionary<Point, List<int>> GetFacesConnectedByPoint(IList<Face>

{

var pointToConnectedFaces = new Dictionary<Point, List<int>>();
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for (var i = @; i < faces.Count; i++)

{
foreach (var point in faces[i].Vertices.Select(v => v.Point))
{
if (!pointToConnectedFaces.ContainsKey(point))
{
pointToConnectedFaces.Add(point, new List<int>());
}
pointToConnectedFaces[point].Add(i);
}
}

return pointToConnectedFaces;

}

private static Dictionary<int, Dictionary<int, int>>
GetFaceGraphWithConnectionsCount(IList<Face> faces)

{

var pointToConnectedFaces = GetFacesConnectedByPoint(faces);

var faceGraphWithConnectionsCount = new Dictionary<int, Dictionary<int,
int>>();
foreach (var facelList in pointToConnectedFaces.Values)

foreach (var faceIndex in facelist)

if (!faceGraphWithConnectionsCount.ContainsKey(faceIndex))

{

faceGraphWithConnectionsCount.Add(faceIndex, new Dictionary<int,
int>());
}

foreach (var otherFaceIndex in facelList.Where(index => index !=

{

facelndex))

faceGraphWithConnectionsCount[faceIndex].TryGetValue(otherFaceIndex, out int
currentCount);

faceGraphWithConnectionsCount[faceIndex][otherFaceIndex] =
currentCount + 1;

}
}

return faceGraphWithConnectionsCount;

}

private static List<List<Face>> GetConnectedFacesGroups(List<Face> allFaces)
{

var connectedFacesGraph = GetFaceGraph(allFaces);

var resultFacesGroups = new List<List<Face>>();

var visitedFaces = new bool[allFaces.Count];

for (var i = 0; i < allFaces.Count; i++)

{
if (!visitedFaces[i])
{
resultFacesGroups.Add(new List<Face>());
VisitFace(i, visitedFaces, allFaces, resultFacesGroups.Last(),
connectedFacesGraph);

}



}
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return resultFacesGroups;

private static void VisitFace(int faceIndex, bool[] visitedFaces, IList<Face>
allFaces, IList<Face> facesGroup, Dictionary<int, List<int>> graph)

visitedFaces[faceIndex] = true;
facesGroup.Add(allFaces[faceIndex]);
foreach (var connectedFaceIndex in graph[faceIndex])

{
{
graph);
}
}
private
meshUnderPlane)
{
var
var
for
{

if (!visitedFaces[connectedFaceIndex])

{

VisitFace(connectedFaceIndex, visitedFaces, allFaces, facesGroup,

void CutFace(Face face, Surface surface, Mesh meshAbovePlane, Mesh

faceAbovePlane = new Face();
faceUnderPlane = new Face();
(var i = @; i < face.Vertices.Count; i++)

var thisVertex = face.Vertices[i];
if (surface.Contains(thisVertex.Point))

{
faceAbovePlane.Vertices.Add(new Vertex(thisVertex));
faceUnderPlane.Vertices.Add(new Vertex(thisVertex));
continue;

}

else if (surface.IsPointAbove(thisVertex.Point))

{
faceAbovePlane.Vertices.Add(thisVertex);

}

else

{
faceUnderPlane.Vertices.Add(thisVertex);

}

var nextVertex = face.Vertices[(i + 1) % face.Vertices.Count];
if (surface.IsIntersectedByEdge(thisVertex.Point, nextVertex.Point))
{

var newPoint = surface.GetEdgeIntersection(thisVertex.Point,

nextVertex.Point);

Vector newNormal = null;
var textureCoordinate =

CalculateTextureCoordinateAfterCut(thisVertex, nextVertex, newPoint);

if (thisVertex.Normal != null && nextVertex.Normal != null)

{

newNormal = thisVertex.Normal + nextVertex.Normal;
newNormal.Normalize();

}

faceAbovePlane.Vertices.Add(new Vertex

{
Point = newPoint,
TextureCoordinates = textureCoordinate,
Normal = newNormal,

})s

faceUnderPlane.Vertices.Add(new Vertex



77

{
Point = newPoint,
TextureCoordinates = textureCoordinate,
Normal = newNormal,
1
}
}
if (faceAbovePlane.Vertices.Count >= minCountOfVerticesInFace)
{
faceAbovePlane.GenerateNormal();
faceAbovePlane.Material = face.Material;
meshAbovePlane.Faces.Add(faceAbovePlane);
}
if (faceUnderPlane.Vertices.Count >= minCountOfVerticesInFace)
{
faceUnderPlane.GenerateNormal();
faceUnderPlane.Material = face.Material;
meshUnderPlane.Faces.Add(faceUnderPlane);
}

private List<Point> BuildFlatConvexHull(IEnumerable<Point> points, Vector normal)

{

var sortedPoints = points.OrderBy(point => point.X)
.ThenBy(point => point.Y)
.ThenBy(point => point.z);

var upperHull = new List<Point>();
foreach (var point in sortedPoints)

{
}

AddPointToHull(point, upperHull, normal);

upperHull.RemoveAt (upperHull.Count - 1);

var lowerHull = new List<Point>();
foreach (var point in sortedPoints.Reverse())

{
}

lowerHull.RemoveAt(lowerHull.Count - 1);

AddPointToHull(point, lowerHull, normal);

if (upperHull.Count != 1 || !Enumerable.SequenceEqual(upperHull, lowerHull))

upperHull.AddRange(lowerHull);
}

return upperHull;

}

1. Program.cs

// >k >k 3k 3k >k 5k 3k >k 5k 5k %k >k 5k >k >k 5k 3k %k >k 3k %k >k 5k %k >k 5k 3k %k 5k 3k >k 5k >k %k >k >k >k >k 5k >k >k >k >k >k >k 5k %k >k 5k >k >k >k >k %k >k >k %k >k >k >k >k 5k >k >k >k >k %k >k >k %k > >k %k >k >k k *k >k )k *x

// Copyright FileName - Program.cs
// Copyright(c) AMC Bridge LLC. All rights reserved.
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// FileType - Visual C# Source File
][] Rk skok ok sk sk sk ok ok sk ok sk ok sk ok sk ok sk ok ok s s sk sk o ok ok o sk sk sk sk sk sk sk ok sk ok sk sk sk ok sk ok sk ok stk sk sk ok ok sk ok sk sk ok ok

using System;

using System.IO;

using System.Ling;

using System.Reflection;

using WixSharp;

namespace Setup

{
/// <summary>
/// Creates installer for GeometryQuerylLanguage project.
/// </summary>
public static class Program
{
/// <summary>
/// Represents script for creating installer.
/// </summary>
public static void Main()
{
var solutionDir = Path.GetFullPath(Path.Combine(Environment.CurrentDirectory,
@ll..\ll));

Compiler.WixLocation = Path.GetFullPath(Path.Combine(solutionDir,
@"packages\WixSharp.wix.bin.3.11.0\tools\bin"));

var assembly = typeof(GeometryQuerylLanguage.MainViewModel).Assembly;

var productName =
GetAssemblyAttribute<AssemblyProductAttribute>(assembly).Product;

var companyName =
GetAssemblyAttribute<AssemblyCompanyAttribute>(assembly).Company;

var guid =
GetAssemblyAttribute<System.Runtime.InteropServices.GuidAttribute>(assembly).Value;

var versionString = Environment.GetEnvironmentVariable("CURRENT_VERSION");

var version = (versionString != null) ? new Version(versionString) :
assembly.GetName().Version;

var executableFileName = assembly.ManifestModule.Name;

var productNameWithVersion = $"{productName}_{version}";
var uninstallTitle = $"Uninstall {productName}";

var uninstallShortcutTarget = "[System64Folder]msiexec.exe";
var uninstallShortcutTargetArguments = "/x [ProductCode]";

var project = new Project(
productName,
new Dir(
productNameWithVersion,
new Files("*.*", £ => If.EndsWith(".pdb")
&& !f.EndsWith(".xml")),
new ExeFileShortcut(uninstallTitle,
uninstallShortcutTarget, uninstallShortcutTargetArguments)),
new Dir(Path.Combine(@"%ProgramFiles%", companyName)),
new Dir(
Path.Combine(@"%ProgramMenu%", productNameWithVersion),
new ExeFileShortcut(uninstallTitle,
uninstallShortcutTarget, uninstallShortcutTargetArguments),
new ExeFileShortcut(productName,
$" [INSTALLDIR]{executableFileName}", arguments: string.Empty)),
new Dir(
@"%Desktop%",
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new ExeFileShortcut(productName,
$" [INSTALLDIR]{executableFileName}", arguments: string.Empty)));

project.Actions = new[]

{

new SetPropertyAction

{
PropName = "INSTALLDIR",
Value = Path.Combine(@"[ProgramFilesFolder]", companyName,

productNameWithVersion),

Sequence = Sequence.InstallUISequence,
When = When.Before,
Step = Step.CostFinalize,

¥

}s

project.GUID = new Guid(guid);

project.OutFileName = productNameWithVersion;

project.OutDir = Path.Combine(solutionDir, "Installer");

project.LicenceFile = Path.Combine(Environment.CurrentDirectory,
"License.rtf");

project.UI = WUI.WixUI_InstallDir;

project.SourceBaseDir = Path.GetFullPath(Path.Combine(solutionDir,
@"GQL\bin\Release"));

project.Version = version;

project.ControlPanelInfo.Manufacturer = companyName;

AutoElements.SupportEmptyDirectories = CompilerSupportState.Disabled;

project.BuildMsi();

}

private static T GetAssemblyAttribute<T>(System.Reflection.Assembly assembly)
where T : Attribute

{
return assembly
.GetCustomAttributes(typeof(T), false)
.OfType<T>()
First();
}



