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BCTYII

IMporpamu nnst 3D mojentoBaHHS CTarOTh Bce Ounbmn momyispHumu. Lli
CHUCTEMH HE TUTBKH y 0araTo pasiB CIPOIIYIOTh TPOIIEC KOHCTPYIOBAHHS Ta IU3alHY,
a TaKOX MaroTh 0€3J1iY TOTaTKOBUX MOXKJIMBOCTEH, HETOCTYITHUX 1HIIIMM IUISTXOM.
31 CTaHOApTHOTO CIHCKY KOPUCTyBauiB cuteM 3D MozemoBaHHS — apXiTEKTOPH,
IHKeHepH, Au3aiiHepu. AJle Hacmpapai KOJIO KOPHCTYBadiB Habarato mupIiie, a
OTKe, 1 OTpeOU pi3Hi: CaMMX TIJIbKU JU3aiiHepiB OaraTto BUAIB (IM3aliH 1IHTEP €pY,
omary, UI/UX, game- mu3aitH Tomo). O4YeBHIHO, IO OJHIEIO MPOTrpaMoI0 HE
MOKPUTH MOTPEOH KOXKHOT ramysi.

3pocratouy motpedy B 3D-pemakropax 3ayBaxkyiorh 1 IT-kommanii. Boru
BJJOCKOHATIOIOTh BXE ICHYIOUI pIIICHHS Ta CTBOPIOIOTH HOBI, PO3MIMPIOIOYN
MOJKJIMBOCTI. AJie mporpec BiAOyBa€eTbCcs HE CAMOCTIHHO, a 3yCH/UIIMH BUYCHHX-
JOCITITHAKIB Ta PO3pOOHMKIB B Tally3i KOMIT FOTEPHOI Tpadikd Ta MaTeMaTHKH.
Bonu 3aiiMaroThCs CTBOPEHHSIM HOBUX QJITOPUTMIB, BIIOCKOHAJICHHSAMH MiJXO/IB Y
BHUpIIICHHI KOHKPETHHUX 3a/]ad, IOKpameHHIM TmepdomMancy Ta sKkocti. Jlns
Bi3yaslizalliil CKJIaJHUX IMPOLECIB, PE3YJIbTATIB JOCIIKEHb, CUMYJISALIT (PI3UUYHUX
SBUIL OTPIOH1 mporpamu aist 3D MozaentoBaHHs.

YacTto HeOOXiHO aHaJi3yBaTH BXKE TOTOBI MOJeN, Ta TMOTIM
BUKOPHUCTOBYBAaTH OTPUMAaHI JIaHi A7l TOTO, II00 II0Ch 3MiHUTH YU CTBOPUTH HOBE.
Jliis TakuxX 3aBAaHbh HEOOX1THO MaTH O€311Y TOTOBHX MOJIENEH I TECTyBaHHS Ta
nociikeHHs. HeoOxiaH1 XxapaKTepucTUKU MOJIeN (THIL, BIACTUBOCTI, OCOOJIUBOCTI,
dbopmaT JaHWX) 3aJIeKaTh BiJl KOHKPETHUX cHTyamid. Ile MoxyTh OyTH MpOCTHi
Kyouk y ¢opmari STL abo npiOna aerans nuryHa Ha 300 daceriB y dopmari
COLLADA a6o mayxe nmeranizoBana Oyaisis y ¢popmarti RVT.

IHOMI € HEeoOXimHICTh B 3D MOACISIX, SKI CKIQIaf0ThCS 3 TPUKYTHOT CITKH Ta

MarOTb OTBOPHU, HAIIPpUKIAA, JISI TAKUX aJIl OpI/ITMiB K 3HaXOIXKCHHA OTBOpiB B
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MoOJIeNsiX, a0o TplaHryJsiuis OoTBOpiB [1], a0o BIAHOBIEHHS BIACYTHBOI (hopmu
anpOKCUMYIOUYHM I'PaHUYHI YaCTUHU [2] TowIO.

['oToBi Mozem MoKHa cnpoOyBaTH 3HAWTH B IHTEPHETI, a0 CTBOPUTH
CaMOCTIiHO 3a Jjomomoror mporpam 3D wmoxemtoBaHHs. MoOKHa CTBOPUTH
MOTPiOHY MOJIEIh «3 HYJISD», 1 JIJIS IBOTO ICHY€E 6arato IHCTPYMEHTIB, ajie IIe BUMarae
qacy Ta 3yCHJIb, IEBHUX HABUYOK POOOTH 3 IIUM 1HCTPYMEHTOM.

Kpamum nigxonom € moaudikaiiisi Bxe roToBUX mMojeneit. Bee o notpioHo
— 3aBaHTAXXUTHU MOJIeJIb, CTBOPHUTH B Hill OTBOPH, 1 30€perTH 3MiHHU.

Tox, nana poboTa MprcBsiYeHa CTBOPEHHIO IPOCTOTO, HE PECYPCOMICTKOTO
3D penaktopa, sikuii O BMiB 3aBaHTaxyBaTH 3D Moj€1b, CTBOPIOBATH OTBOPH 1
30epiratu 3MiHEeHUH (aii.

Buxonsuu 3 MeTH, MOKHA IIOCTABUTH TaKl 3a7a4i:

e [IpoananizyBatu popmaru 30epiranas 3D moneneit. BusHauntu sxi hopmatu €
HaWOIbII PO3MOBCIO)KECHUMHU.

e [IpoananizyBaTy HassBHI IHTEPHET-PECYPCH JJIs TIOMIYKY Ta 3aBaHTaxKeHHsS 3D
Mo/IeNeld, HassBHICTh MOJIENICH 3 OTBOpaMH.

e [IpoananizyBaru HasBHiI 3D pemakTopu, iX MOXKJIHBOCTI, IEpEeBaryd Ta HEJAOJIKH,
3pYUYHICTh Y BUKOPUCTAaHHI.

e CrnpoeKTyBaTH Ta peanizyBaTu MpOTpaMHe PIillICHHS JUI CTBOPEHHS OTBOPIB B
3D monensx.

e PeanizyBaTu 3aBaHTaXECHHs HAUMONYJSAPHIMKX (opMaTiB (aiiiis 3 3D
MOJIEJISIMHU, peHAepHHT Mojeli B 3D crieni, MaHimysimii 3 KaMeporo, CTBOPEHHS

OTBOPIB Y BKa3aHUX MICISX Ta 30epekeHHs (pailiry 31 3MiHaMH.



1 THOOPMAIIMHUHA OIJISA

1.1®opmaru daiiiis 3 3D MmoaeasiMu

Icnytots pi3Hi hopmaru 1uist 30epiranss iHGopmariii npo 3D moneni.
Haitnonynsipuimi 3 Hux: STL, OBJ, FBX, COLLADA 1 1.n. Boru mmpoxo
BHKOPHUCTOBYIOTHCS B 3D NpyKyBaHHI, Bijieoirpax, KiHO, apXiTeKTypi, MEIUIIHHI,
KOHCTPYIOBaHHI Ta B npoiieci HapdaHHs. [Ipy boMy B KOXKHiH 13 mepepaxoBaHuX
ctep € cBOT HaMOLIBII TTOMYJIIPHI (popMaTH, sKi ChOpMyBaIIHCS 3 PI3HUX
ICTOPUYHUX Ta MPAKTUYHUX MPUUUH [4].

OcHosue nipusHaueHHs 3D (aitry - 30epiratu iHdopmariiro mpo 3D moaeri
SK Y 3BUMaiHOMY TEKCTOBOMY 4H OiHapHOMY BHUTJIsii. BOHM KOAYIOTH
iH(OopMaIIifo Mpo TeOMEeTPit0, 30BHINTHIN BUTIISLI, CIICHY Ta aHiMalliro 3D Mozeni.
["'eomeTpist Mmoeni Bu3Ha4ae ii popmMy. 30BHIINIHINA BUTIISA] BKIFOYAE KOJIBOPH,
TEKCTypH, MaTepian i T.1i. [1ix clieHor0 MaeTbes Ha yBasi po3TallyBaHHS JHKEpPe
OCBITJICHHS, Kamep Ta nepudepiiHnx 00'eKTiB. A aHIMAIlis XapaKTepU3ye
nepemimienus 3D moaeni. Onnak He Bci hopmaru 3D-daitni 30epiraroTh BCIO 1O
indopmariro, Hanpukirax, COLLADA 36epirae Bce, a STL ¢popmar 36epirae nurie
iH(OopMaIIifo Mpo TeOMEeTPito Ta IrHOpye 1HII JaHH] [5].

Hacnpagni icHye Tak camo 6arato pi3Hux MeToiB 30epiranns 3D mozeneit,
SK 0araro iX icHye juist 30epiranas GoTo i Bijieo. AJie iCHYIOTh YHIBEPCaJIbHI
dbopmatu, 5K, X04 1 3 IEIKUMH 0OMEXEHHSIMHU, MOKHA BIJKPUBATH Mailke B Oy/ib-
SKil porpami. JIBa HalimonyspHimIi yHiBepcanbHi hopmath - 11e STL
(pozummpenns .stl) 1 COLLADA (po3mupenns .dae). Bouu nysxe mupoko
BHKOPHUCTOBYIOTHCS JUIsT 00MiHy manumu po 3D moaeni mix CAD nporpamamu
[5]. OTxe, Oynemo BBaxkaTu MOkJuBicTh poootu 3 STL Ta COLLADA —

HEO0OX1THOI YMOBOIO it Oaxkanoro 3D-penakTopy.



1.2  IIpeacrasienns 3D moaeni y BUIJIsial HOJIrOHAJBHOI CITKH

STL i COLLADA dopmatu 36epiraroTs iHpopmariito mpo 3D 00'exT sk
MepelTiKk TPUKYTHUX TpaHeH, 10 OMUCYI0Th HOTO OBEpXHIO. TpuKyTHI rpaHi
CIIOJTYYaIOThCS TAK, IO CTBOPIOIOTH IUTICHY TTOBEPXHIO, KOXKHOMY PeOpy KOKHOT
rpaHi BifnoBigae iHme peopo. Pebpa 3’€1HyI0Th BEPIIMHA, YTBOPIOIOYH CITKY 3
TPUKYTHUMH OTBOpamu (uB. puc. 1.1). Taka cTpykTypa Ha3UBa€ETHCS

MOJTITOHAJILHOTO (TPUKYTHORO) ciTKOIO (triangle mesh) [6].

Pucynok 1.1 — 3D monens T.I'.IlleBueHka y BUTIISAII TPUKYTHOT CITKH [7].

bararo 3acTocyHKiB KOMIT'IOTepHOI Tpaiki BHKOPUCTOBYIOTh CAME TaKy
CTPYKTYypY AJisl IpeacTaBieHHs 00’ ekTiB. Ha Te € psin npuuus [8]:

1) Hemae npobsiem ogHO3HAYHO 1HTEPIIPETYBATH (HOPMY MTOBEPXHI.

2)  IrHopyBaHHS 00’ €My 1 XapaKTepHUCTHUK BHYTPIIIHBOTO IMPOCTOPY.

3)  MoOXIUBICTh MPEACTABICHHS Oy Ib-SIKUX (GOPM.

4) Pi3Hnuii cremiup geramsarii.

5)  Ilepenik TPUKYTHUKIB BUKOPUCTOBYETHCS JIJISI PEHACPUHTY.

6)  MoXIMBICTh 3aCTOCYBAaHHS BI3yallbHUX €()EKTIiB, MaTepiais.



[I{o6 Moxens Masna (i3UIHUHN 3MICT, TOTPIOHO YiTKE PO3AIICHHS
TPUBHUMIPHOTO ITPOCTOPY HA BHYTPIMIHIN Ta 30BHINIHINA 711 Moaeli. Harmpukiar,
SIKIIIO MOJICIIb CKJIAAETHhCS 3 1 TPUKYTHHUKY, TO JUIA HEl HEMOXKIIUBO PO3AIATH
MPOCTIp Ha 30BHIIIHIN Ta BHYTpIiNIHINA. Tak caMo SKIIO B3ATH (i3UYHO PEaTbHY
MOJIETIb, K Cepy, alie BUAAINTH 3 Hel | TPUKYTHHK, TO PO3IIICHHS IPOCTOPY

3HOBY HEOJHO3HAYHE (IUB. puc. 1.2).

(s1) (b

Pucynok 1.2 — 3D ciTka 3 oTBOpamu () i 3 micHor noepxHero (0) [9].

Taki MoJiei € He BaIiTHUMH JIJI1 BUKOPHUCTAHHS B KOMIT FOTepHIM rpadirti
a00 B TEXHOJIOTTYHUX MpoIecax COPsIMOBAHUX B KIHLIEBOMY €Talll Ha JAPYK L€l
mozeni Ha 3D npurTepi. OueBHUIHO 10 MOJIEIIi 3 OTBOPAMU HE € TIOMYJISIPHUMH,
ajie came Taki MOJIeJi 1HO/I1 OyBalOTh HEOOXI1IHI JIJIsl 1HIIUX 3aa4, HAPUKIIA JJIs

TECTyBaHHS aJITOPUTMIB TPUAHTYJIAMII (uB puc. 1.3) Tomo.

Pucynok 1.3 — BukopuctanHs MoJiesi 3 OTBOPOM JJIsl TPUAHTYJIAIIII.

OTxe, B faHiil poOOTI il TEPMIHOM «MOJIEJNIb 3 OTBOPOMY» MA€ETHCS Ha yBa3l
taka 3D Mozenb, ska Ma€e CTpYKTYpy TPUKYTHOI CiTKH (triangle mesh), a ii

MTOBEPXHSI HE € MIJIICHO0, TOOTO 3 BIJICYTHBOIO TPUKYTHOIO TPAHHIO a00 TPaHIMHU.



1.3. InTepHeT-pecypcu ajid 3aBanTakenHs 3D moxeneit

3aBaHTaXUTH Oe3K0mTOBHO 3D Mojeni 3apa3 crajmo HabaraTo mpocTile.
3'sBusiocs 6e3:114 caifTiB Ta pecypceis 3 3D moaensmu. HaiinomynspHimii iHTepHET-
pecypcH Jie MoKHa BUTbHO 3aBaHTaxuTH 3D Moaemi e [10]:

1)  GrabCAD - https://grabcad.com

2)  Sketchfab - https://sketchfab.com

3)  TurboSquid - https://www.turbosquid.com
4)  Free3D - https://free3d.com

5)  3dsky - https://3dsky.org

6)  Open3dModel - https://open3dmodel.com

Crpoba 3HalTH MOIrOHAIBHI MOJIEITI 3 OTBOPaAMH 3aBEPIIAIIACH HEBIAJIO:

’KOJTHOTO 3HANJAEHOI0 pe3yJIbTaTy 3a LTy roJuHy nouryky. [lpuuunu HactynHi:

1) HenomnynsipHicTh MOz€NeH 3 OTBOPaMHU, TOMY, 1110 BOHU HE BaJiJIHI JUIS
BUKOpHUCTaHHS B Tpadirmi adbo mist 3D apyky.

2) BiacyTHicTb NOTPIOHUX (QUIBTPIB AJII COPTYBaHHS MOJENIEH 32 CTPYKTYPOIO —
COpPTYBaHHS MEPEBAXKHO 32 3MICTOM (SIK TIPEAMET 1HTEP €py ab0 MOJIeTh
JIOJMHM) Ta IPU3HAYEHHSIM (SIK aBTOKOHCTPYIOBAaHHS YM Oy 1IBHUIITBO).

3) BincytHicTh PuIBTPIB 32 CHOCOOOM IPEICTAaBICHHS T€OMETPUYHOI 1H(OpMaLlii:
mesh, solid, voxel, wireframe Tomo, mpote € GibTpU 3a popMarom gaHUX Ta
MPOrpaMHUM 3a0€3MEeUEHHSIM, B IKOMY MOJIEJIb 3r€HEPOBaHa, ajie 1€ BUMarae
JT0JTATKOBUX 3HAHB PO BCi (OpMATH Ta MPOTPAMHU.

4) Tlomyk 3a knroyoBumu cioamu holes, sheet bodies, mesh with hole, mesh
with slit He gaB pe3ynbTartiB, 00 I1i CJIOBA TPAKTYIOTHCS 1HAKIIE (OTBIp HE 5K
PO3pUB MOBEPXHI, a SIK OTBIP B I'yA3UKY, JUCTKOBE (ILJIOCKE) TIJIO HE SIK MOJIEb

0e3 00’ eMy, a sIK apKyII manepy, SKAid, TEXHIYHO, Ma€ 00’ eM).

BucHoBku: 3HaiTH MOI[CJIi 3 OTBOpaMU OYKE CKIAIHO, TOMY BUKOPUCTAHHA

nporpamu 11t 3D MozeroBaHHS € HEOOX1THUM JIJIsi CTBOPEHHS MOJIEITi 3 OTBOPOM.
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1.4 IIporpamsi pimuenHst AJjsi npoekryBanus 3D moneseit

1.4.1 Cucremu aBToMaTu3oBaHoro npoexkrysanus (CAIIP)

3amicTh «porpamu it 3D MozieII0BaHHS YacTillle BUKOPUCTOBYIOTHCS
tepMmin CAIIP a6o CAD software. CAD - ne ckopodenns Bix Computer-Aided
Design, To6T0 cuctema aBromatuzoBaHoro npoektyBanus (CAIIP) — tun
porpaMHOTO 3a0e3nedueHHs U MpoekTyBaHHsg 2D a6o 3D moxenei, o
BUKOPHUCTOBYETHCS B PI3HUX TaTy3sIX MPOMHCIIOBOCTI: IPiOHUX JeTaNeH,
apXITeKTypH, ABUTYHIB, KOHCTPYKIIIH yCiX BUJIIB, TPAHCIIOPTHUX 3aC00IB, CXEM,
nepcoHaxiB A PuIbMiB TOIIO. BiH Takok MOke BUKOPUCTOBYBATUCS AJIs
CUMYJISIIIIT TIeBHUX TporieciB abo animartii [11].

PisnomanitHux 3D pepakTopiB icHye 0arato, BiJf HPOCTHX JO CKJIATHUX, IS
nu3aiiHepiB a00 1HXKEHEPIB, 3 PI3HUMU HAOOpaMH MOXKIUBOCTEH. BiabIIicTh 3 HUX
HaIllJIeHa Ha CTBOPEHHS MOJICI «3 HYJIS», ajie 11e He €()eKTHBHO 1 BUMArae IeBHUX
HAaBUYOK SK JOu3aiiHepa uu imkeHepa. Kpammm pimenHsm Oyno 6 obpatu 3
OE3KOIITOBHUX PECYPCIB MOCIH 3 IUTICHOIO TTOBEPXHEIO, IKa Ma€ CTPYKTYpy (200
MOke OyTH KOHBEPTOBaHA) B MOJITOHAJIBHY (TPUKYTHY) CITKY, a MIOTIM CTBOPUTH B
il moBepxHi oTBopH. Lleil mpoiec TEOpEeTUUHO MOXKE 3alMaTh AyXKe Mayo 4acy,
0COOMBO B TOPIBHAHHI 3 KOHCTPYIOBaHHSM «3 HYyJs». Bim pemakrtopa He
BUMAraeThbcsi 6arato GyHKIIHN, TUIBKU 3aBaHTA>KEHHSI MOJIEJIl, CTBOPEHHS OTBOPIB 1
30epe)eHHs 3MiH, 1[0 TaKOXX MOJXKE CBITYUTH IMPO MPOCTOTY BUKOPUCTAHHS Ta
JAKOHIYHICTb 1HTEpQEICy, a OTKE, IIBUIKE OCBOEHHS THCTPYMEHTY.

Moxemo chopmymoBatn  Bumorn g0 CAIIP, ske woxe Oytn
PEKOMEHJOBaHUM JJIs BAKOPUCTAHHS 3 METOIO CTBOPEHHS OTBOPIB B MOJIITOHAIBHUX
MoenaX. BumaraeTbcs MOXKIMBICTS:

v/ CTBOPIOBATH OTBOPY B TPMKYTHIM CiTIi B 3aaHOMY IOJOXKEHHI;

v’ 3aBaHTaXXeHHs Ta 30epekenns ¢aiinis popmaty STL ta COLLADA;

v BHKOPHMCTaHHs 0€3 CIelialbHO MTiArOTOBKH.
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1.4.2 Orasaa icnyrouux CAIIP ast cTBOpeHHs OTBOPIB

CAIIP sxi MOXYTh TpaIfOBaTH 3 TPUKYTHUMH CITKaMH Ta CTBOPIOBATH
orBopu 1e: Blender, 3ds Max, PowerShape ta Meshlab. Ilpoananizyemo 11
MpOTpaMHi PIIICHHS Ha BiAMOBIIHICTh KPUTEPISIM Ta IPOJIEMOHCTPYEMO CTBOPCHHS

OTBOpIB B HUX.
1.4.2.1 Blender

Blender — 1ie myOmiunmii mpoexT, po3MimnieHui Ha blender.org, minen3oBanuii
sk GNU GPL, mo nHanexuts ioro yvacHukam. 3 1iei npuuunHu Blender €
OC3KOIITOBHUM IIPOTrpaMHUM 3a0€3TMEUYCHHSIM 3 BIIKPUTHM BHXITHAM KOJOM,
Hazapxau [12].

[Tintpumka ¢popmaty STL Ta COLLADA v

Buxopucranns 6e3 crieriaabHOT MiATOTOBKH x
[Tepmuii crioci® cTBOpeHHs OTBOPY Iie BHaaleHHs rpadi. [lopsmok miii: B
pexumi «Edit Mode» obpatu pexxum BHOOpY rpaHeld, oOpaTtu MOTpIOHY TpaHb 1

HAaTHCHYTH KJaBinry «X», oopatu pexxum BungaieHas «Facesy (nus. puc. 1.4).

Pucynok 1.4 — Blender. Bunanenns rpaneii [13].
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Jlpyruii crocié CTBOpPEHHS OTBOPY 1€ YTBOPEHHS MIIUHU. [Topsiaok mii: B
pexumi «Edit Mode» oOpatu pexxuM BHOOpPY BEpIIMH, 00paTH BEPIIUHY, MECHIO
«Vertex», onis «Rip Vertices» 1 3pyIIUTH BEPUIMHY 3a JOTIOMOT'0I0 MEPEMIIIECHHS
MUIITKHA 3 HATUCHYTOIO JIIBOKO KHOMKOKO (uB. puc. 1.5). dyHkiis «Rip» cTBOproe
KOMit0 00paHoi BEPIIMHHU 1 pO3MIIIY€E B HOBOMY IOJOXeHHI. YacTuHa rpaHel, mo

BKJIFO4dJIa Ty BEPpHINHY, TCIICP 3MIHMJIACS TakK, 10 Ma€ BCPIINHY B IHLHOMy MiCI_Ii.

Pucynok 1.5 — Blender. CtBopenss miiyiunu [ 13].

IaTepdetic pemakTopa mepeHaBanTaxeHui, 60 Blender mae myxe Oararo
MOJKJIMBOCTEH, A7 KOM(OPTHOTO BHUKOPHUCTaHHS OakaHO 3amaM’siTaTd Tapsdi
KJIABIIII JIJIs1 IEPEMUKAHHS MK PEKUMaMU MEPerysay, BHOOPY, 3MIHH Ta 1HIIIE.

Bucnosok: Blender BigmoBimae BuMoram, aje CKIagHUKM B OCBO€HHI. Lle
NOTYXHHUM IHCTPYMEHT J1J1s1 MOAM(DIKaIlil MOJIITOHAIBHOI CITKH, CTBOPEHHSI OTBOPIB
MOXJIMBE JIBOMA MDIAXaMH, (QYHKIII JyXe THYYKi, KOPUCTYBaHHS ITOBHICTIO
Oe3KkomToBHE. ['0JIOBHHMI HEONIK B MEPEHABAHTAXKEHOCTI iHTEpdECy, TUPOKUI

CIIEKTP MOXJIMBOCTEH, ClIOCO01B BiIOOpakeHHs, peKUMIB MOoAU(IKAIl]l yCKIaTHIOE
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PO3YyMIHHS MPOrpaMH, IJis BiIbHOTO KopucTyBaHHs nanuM CAITIP pekomeHmoBaHO

MPOUTH eTan HaBYaHHS (IHTEPHET-KYpCH, JOKYMEHTAIlisl a00 TyTopialiu).
1.4.2.2 3ds Max

3ds Max — tpuBuMipHHI TpadidHMiA pemakTop, MOBHO(DYHKITIOHATHHUI
npodeciiiHuii 3aCTOCYHOK, CHUCTeMa Ul CTBOPEHHS 1 pelaryBaHHS 00'€KTIB Ta
CTBOpPEHHS  Bi3yamizamiii, po3poOieHa kommaniero  Autodesk.  MicTuth
HalicyyacHilI 3aco0u JUIsl apXITeKTOpiB, AU3aliHEpiB, XyAOXKHHUKIB 1 (paxiBIiB B
obmacti mynerumenia [14]. Ilporpama mMae mpoOHUE mepiog Ha 1 Micsans Ta
0€3KOIITOBHE KOPUCTYBAHHS JUISl CTY/ICHTIB B TIEPio/I HABUAHHS, B IHIIIOMY BUIAAKY

1e Komrye $225 Ha Micsilb Ha MOMEHT HammucaHHs poootu [15].

[Tintpumka ¢popmaty STL Ta COLLADA v

Buxopucranns 6e3 crieriaabHOT MiATOTOBKH X

s ctBopeHHsi oTBOpiB B 3ds Max Ttpeba MaTu HaBUYKH pPoOOOTH 3
penakropoM, 00 iHTepdeic mMpomoHye Oe3aid MOXKIMBOCTEH, cepell SKHX

MOYATKIBI[IO BaXKKO 3HAWTH NOTpiOHUM (auB. puc. 1.6 ta 1.7).

£ ool roup  Views Modifiers  Animation  Graph Editors  Rendering  Customi M? “Help Go:
S £3 A5 Ny S, | O TN LB A B RN & REE S sEe T

. C Repeat 3t QS - 1 o = .‘,} E;‘:é L) ’7 T?g
2 P )

aly
! s loops  Trs Sub..  Visibility Align  Properties

FEea® o
Polygon Modefing

«» NAe @SN

Pucynok 1.6 — Inrepdeiic 3ds Max. CTBopeHHs Ta peJlaryBaHHs OTBOPIB B PEXUMI

Moxaudikarii rpanei [16].
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| = Edit Edges

I+ <1l B W #]

“»

Pucynoxk 1.7 — Iarepdeiic 3ds Max. CTBOpeHHsI Ta pelaryBaHHS OTBOPIB B PEXKHUMI

Moaudikarii pedep [16].

BucnoBok: Crioco0iB CTBOpEHHSI OTBOPIB AyXe Oarato: BUAAJIECHHS rpaHen
a00 OKpeMHUX TPHUKYTHHKIB, YTBOPEHHS IIUIMH 3a JOTIOMOTOI0 IePEMIIICHHS
BepiMH abo pedep, € MOXIUBICTh peaaryBaHHS KpaiB OTBOPY ToOIIo. Tomy,
nigcymoBytoun, 3ds Max — my’ke MOTyKHUW 1HCTPYMEHT, aje 3 JAyXKe CKIaTHUi B
OCBO€EHHI (Cy0’€eKTUBHO CKIaaHimmi 3a Blender), 1t ocBoeHHS HEOOX1AHO MTPOUTH
MiJITOTOBKY, & TAKOX, JIOBEJIEThCA KYIyBaTU JIIEH3110 IPU 3aBEPIICHHI TPOOHOTO

nepiojny.
1.4.2.3 PowerShape

PowerShape — nmporpamue 3a6e3neuennss CAIIP mist cknaanux geranei,
MIPOEKTYBAHHS €JIEKTPOJIIB Ta MOJICITIOBAHHS ISl BUPOOHUIITBA [ 17], po3pobiieHe

koMmmaHiero Autodesk, He 6€3KOIITOBHE, I1HA 3aJI€KUTh B1J] pI3HUX (DAKTOPIB.

[TinTpumka gpopmaty STL v’ COLLADA x

Buxopucranns 6e3 creriaabHOT MiATOTOBKH X
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Pucynoxk 1.8 — Iarepdeiic PowerShape [17].

BucnoBok: PowerShape npusznauenuit s kBaini(hiKOBaHUX 1HXXEHEPIB Ta HE
PO3MOBCIOKYETHCS Y BIAKPUTOMY JOCTYII. Takok BiH MEHII TOMYJISIPHUN HIXK
3ds Max ta Blender, Tomy HaBiTh Matouu OaxkaHHS MPOMTH €Tar HaBYAHHS,
3pobutu 11e OyAe ckiaaHime, 60 KUTbKICTh KYpPCiB Ta YPOKiB HabaraTto MeHIa,
HWMOBIpHO, BUOip Oy/e 3p00IeHO B KOPHUCTh TIATHUX KypciB. Takox Hemae

MOXKJIMBOCTI iMIopTyBaHHs Mozenelt popmaty COLLADA.

1.4.2.4 Meshlab

MeshLab — cuctema 3 BIZKpUTHM KOAOM JUIsi OOPOOKM Ta pemaryBaHHS
TpukyTHUX ciTok B 3D. BiH Hagae HaOlp IHCTPYMEHTIB Uil peAaryBaHHS,
OUMIICHHS, BIJHOBJICHHS, TEPEBIPKH, Bi3yami3alii, TEKCTypyBaHHS Ta
nepeTBOpeHHs CiToK. Bin npononye ¢yHKIii 1151 00poOku HEOOPOOIEHUX NaHMX,
CTBOPEHUX 1HCTPYMEHTaMu/mpucTposiMu 3D  omudpoBku, 1 g MIATOTOBKU

Mojenei 1o 3D-npyky [18].
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[Tinrpumka ¢popmary STL Ta COLLADA v

Bukopucranns 6e3 crieniajibHOI MiTOTOBKH v

[Tepen BukopucTaHHSAM Oa)kaHO MEPETJIIHYTH TyTopianu, ane iHntepderic He
Takuil ckimagauid sk B 3ds Max Tta Blender. [l ctBopennst otBopiB B MeshLab
Tpeba BUKOHATH TaKi 1ii (auB. puc. 1.9): oOpaTu B BEpXHHOMY MEHIO PEIKUM BUOOPY
TPUKYTHUKIB (puc. 1.9.a), oOpaTu TPUKYTHUK KIIKOM ab0 BUAUIUTU 001acTb
npsaMOKyTHOI ¢opmu (puc. 1.9.b), B BepxHbOMY MEHIO 00paTH PEKUM BUIATCHHS

TPUKYTHHUKIB (puc. 1.9.c) 1 06paTu 3adapOoBaHmii TPUKYTHUK 3 BepIIMHaMU a00 Oe3.

O Meshlab v130 - (Project 2] = ,E
© file ot Fiters Render View Windows Tools Melp
Wecess 3000 [1 QAN kiés‘E*L@"A ¢ < @ X)
a b g = d

o | @ et

/._

Pucynox 1.9 — ctBopennst orBopiB B MeshLab.

BucnoBok: Meshlab Hali0iabIIe miaX0AUTh I TOCTABICHOT 3a1a9i cepet
neperisiHyTux CAIIP: Meshlab 6e3komToBHMiM, TIATPUMYE BETUKY KIJIbKICTD
dbopmartiB (aiisiB, Ma€ MOXKJIMBICTh BUIAISITH Ta JOJABaTH TPUKYTHUKH Ta JTYKE
0araro 1HIIUX MOXJIMBOCTEH, 3 aKIIEHTOM Ha poOOTI 3 TPUKYTHOIO CiTKOIO Ta 3D
CKaHyBaHHSM.

Cepen HeraTUBHUX MOMEHTIB — HeOarato pecypciB Ui HABYaHHS poOOTH 3

JAHUM IHCTPYMEHTOM, Yepe3 M0 MOXKYTh BUHUKATH CKJIATHOIIII.
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1.5 IlocranoBKka 3agaui

[Hdopmaniiinuii orps oKaszas, 0 HaWmmonyJspHinI GopmaTtu daiis
3 3D mogensimu — ie STL 1 COLLADA, Bonu 36epriratots iH(popMaliio npo
TEOMETPIF0 MOJIEJTl y BUTJISII ITOTITOHATBOT CITKH, IO OMHACYE TIOBEPXHIO MO
SIK HaO1p KOOPAMHAT BEPIIMH Ta TPUKYTHHUKIB, IO iX TOEIHYETH. 3a3BUYal Taki
MOJIeJIi MAIOTh IUTICHY TIOBEPXHIO, TOMY MOJICIIi 3 OTBOPAMH JYXKE CKJIaTHO
3HAWTH B IHTEPHETI, 110 MiATBEPIKYE MOTPEOy B IHCTPYMEHTI JIJIsi CTBOPEHHS
OTBOPIB B MOJIITOHATIBHUX MOJENSX.

[TpoBenenuit orsix MoKa3aB. M0 KOJEH 3 HASIBHUX MPOIYKTIB HE
3abec3mneuye JOCATHEHHS METH y MOBHOMY o0cs31. Binrak 3agadero po6otu Oyze
CTBOPCHHS JIOJIATKY, IKHH Ma€ BIMITH:

e ypraTH Ta 3anucyBatu ¢aiimu popmatiB STL i COLLADA,;

® CTOBOPIOBATH OTOBOPH B MOJITOHAIBHIN CITIIL;

e Bi3yaJbHO 1HGOPMYBATH KOPUCTYBaya PO BKE HAsIBHI OTBOPH;

Takok, BAKITMBUMU KPUTEPIsIMU €:

e 1pocToTa iHTepdency;

® 3pyYHE KEpyBaHHS;

® MOXJIMBICTh BUKOPUCTaHHS O€3 creuiaibHuX HaBuuKkiB poootu B CAIIP.
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2 BUBIP METOJIB PIIIIEHHA 3A TAYI

2.1 Bu0ip cnoco0y B3aemonuii 3 KopucTyBaem

[Iporpamue pimeHHs Mae BMITH 3aBaHTaxyBatu 3D moxeni ¢opmary
COLLADA Ta STL, cTBOproBaTd OTBOPU B TPUKYTHIN CITIIi, 30epiraTu MoJaeb y
dbopmati COLLADA Ta STL. Bei CAIIP — 1ie necKToIHI 3aCTOCYHKH, TOMY Halll
J0JJaTOK TAaKOX OyJle JECKTOIHUM IpaiuHUM 3aCTOCYHKOM, 3 OCHOBHOIO 30HOIO —
TPUBHMIPHOIO CIICHOIO, Ha SKIH 3HAXOAWTHCSA IMIIOPTOBaHA MOJACIb Ta
B1I0YBAIOThCSl MaHINyJsii. Buganenus TpukyTHUKIB Oyze BiIOYyBaTUCH MO KIIKY
MHIII, SKIOIO BBIMKHEHO PEXUM BHIAICHHS TPUKYTHUKIB. [HII MaHImymsmii 3
MUIIKOIO, TaKi SK MEPETATYBaHHS 3 3aTHCHYTHMH KJIaBiliaMu, OyAyTh TPaKTOBaHi
SK MaHimyssamii 3 kameporo (3MiHa KyTa 30py, oOepraHHs Kamepu abo
nepemiiieHHs). B pexxuMi BuianeHHs: TPUKYTHHUKIB, IPY HaBEJIEHHI HA TPUKYTHUK
BIIOyBaeTbcs HoOro miacBiuyBaHHs. Ilicis HaTUCKaHHA B 30HI TPUKYTHHUKA
B1I0yBa€ThCS MOTO BUIATICHHS, CTBOPIOETHCS OTBIp. Ilicis cTBopeHHs oTBOpPY (200
AKIIO B MOJIENl BK€ OyJM OTBOPU) TPaHMIl OTBOPIB IMiJICBIUYYIOTHCS YEPBOHUMHU
miHissMu. )11 BBIMKHEHHSI Ta BUMKHCHHS PEXUMY BHJIAJICHHS TPUKYTHHKIB Oy/ie
CTBOpEHA KHOIKAa B BEPXHIW MaHesl IHCTPYMEHTIB Ta MPU3HAYEHa rapsya Kiasilia
Delete (Escape st BUXO1y 3 peXHUMY).

Jlns 3aBaHTaKEHHS Ta 30€pEeKCHHS 3MIH OyayTh CIelialibHI KHONKH B
BEpXHI MaHedl 1HCTPYMEHTIB, a TaKOX CTaHJApTHI rapsyi kiasimi — Ctrl+L ta
Ctrl+S BignoBigHo. Bubip aiinmy mis 3aBaHTaXEHHS Ta MUIAXY JUIT 30€peKCHHS
Oyze BiAOyBaTUCh Y BUILTUBAOYOMY BIKHI 3 ()aliJIOBUM MPOBITHUKOM.

Jlnst MaHImyssmid 3 KaMepor OyayTh 3aCTOCOBaHI CTaHIAPTHI JUIS BCiX
CATIP mexaHI13MHU: KOPUCTYBay MOe BUILHO KEPYyBaTH KaMepPOI0, MePEMILTYIOUHChH
MO0 CBOi OCI PYXOM MHMIIKM 3 3aTHCHYTOIO MPABOI0 KHOIKOIO Ta 3AiHCHIOIYU
0o0epTH HABKOJIO IIEHTpa CLIEHH PYXOM MHIIKU 3 3aTHCHYTOIO JiBOIO KHOIIKOIO.
Bignanstuch Ta HabMMXKaTUCh TO MOJIEN 32 JOMOMOTor0 ckpomiHry. KHomka «Z»

3MIMCHIOE BianeHHs a00 HaOIMKEHHS] KaMePH BITHOCHO IIEHTPY MOJIENi TakK, 00
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OyJ10 BUJIHO BCIO ClLieHy Y BikH1 npoekuii. Knonku «F1» — «F7» nepemukarots Mix
CTaHJApTHUMHU MOJ0KeHHIMU KamepH (front, back, up, bottom, right, left, isoview
BinmoBinHO). KHomka «F8» 3milicHIOE TIepeMUKaHHS MK TEPCIIEKTUBHOIO Ta
napaJieJIbHOIO MPOEKITIETO.

JloTaTKOBO CTBOpEHAa MOXIIMBICTH PO3pi3aHHS MOJEN ILIOMUHOK0. [l
IbOTO OyJle CTBOpEHA KHOTIKA, TICHS HATUCKAHHS 3’ SIBUTHCS TUIONINHA, SIKY MOXKHA
nepemilyBaTd Ta o0epTaTd TaKk camMo fK 1 IHIIUX peXuMax BiIOyBaeTbCs
MaHImyJsmis 3 Kameporo. [liciisi MOBTOPHOTO HATHCKaHHS Ha KHOMKY MOJIETh

PO3AUIAETHCS HA 2 OJIOBUHMU, 1110 aBTOMAaTUYHO CTBOPIOE 2 (abo OiJblIe) OTBOPIB.

2.2 Bubip moBu nporpamyBaHHs Ta rpagiusoro API

Jlis po3pobku penakropy oOpaHo MoOBy mnporpamyBaHHs C++. OcHoBHa
JacTHHA KOOy Oy/Jie MpHUCBsiYeHa PEHIEPUHTY, POOOTI 3 KaMepoIo, Ta TEOMETPUIHUM
po3paxyHkam, Tomy C++ imeanbHo MIXOIUTh B IaHii cuTyartii. /s noka3zy MoxxHa
3rajiatu, 1o Mmaike Bcl irpoBi pymrii Oyiu HanucaHi came Ha C++ (Dagor Engine
5.0 (C/C++), CryEngine V (C++/C#/Lua), id Tech 6, RenderWare, Source 2, Unity
2017 (C/C++/C#), Unreal Engine 4).

Cepen pizuux rpadpiuaux API (OpenGL, Vulkan, DirectX, Allegro) mis
3acTocyHKy Oyio oopano OpenGL, 0o 1e Haiikpale cepeaoBHINE I PO3POOKH
nopTaTuBHUX 1HTepakTuBHUX 2D Ta 3D-rpadiuHux nomatkiB. 3 MOMEHTY CBOEI
nmosiu B 1992 porii OpenGL cTaB mmpoko BUKOPHUCTOBYBAHUM 1 MiATPUMYBaHUM
nporpamuuM iHTepdericom 2D 1 3D-rpadiku (API), skuii 3abe3nedye TUCSYI
JOJTaTKiB Ha PI3HUX KOMITIOTepHHX IaTtdopmax. OpenGL crnpuse iHHOBamisM Ta
MPUCKOPIOE PO3POOKY JOAATKIB 3a PaXxyHOK BKJIIOUEHHS LIMPOKOrO Habopy
PEHIEPHUHTY, CKIagaHHS TEKCTYp, CHEIllalbHUX €(QEKTIB Ta I1HIIMX MOTYXKHHX
byukmiin  Bizyamizarii. Po3poOHMKHM MOXYTh BHKOPHCTOBYBAaTH MOMIJIHBOCTI
OpenGL s BCix momyssipHUX IECKTOMHUX Ta poOounx miatdopm, 3ade3neuyroun

IIUPOKE PO3TOPTAHHS IPOTPaM.
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Ockunbku ocHOBOIO penaktopa Oyne OpenGL, To Halikpamum BuGopom
010mioTekn AN MaTeMaTUYHUX po3paxyHKiB Oyae Oibmioreka OpenGL
Mathematics, ckopoueno GLM. Ile O6i6mioreka mms1 OpenGL, mo Hamae
nporpamicty Ha C++ CTpyKTypu Ta (yHKIIi, IO J03BOJIIIOTh BUKOPUCTOBYBATH
naHi 11 OpenGL Ta mpoBoauTH MaTeMaTndHi po3paxyHku. OHa 3 0COOTUBOCTEH
GLM mnonsrae B TomMy, 1o HOTo peamizamis IpyHTyeThcs Ha crnermdikarii GLSL
(OpenGL Shading Language). Ile xopommii kaHauaatT i1 TporpamMHoi Bizyanizarii
(TpacyBaHHS TIpOMEHIB / pactepuzariii), 0OpoOkH 300paxkeHb, (IZUIHOTO
MOJICTIOBaHHA Ta OyIb-SKOTO KOHTEKCTY PO3POOKH, SIKM BHMara€ mpocToi Ta
3py4YHOi MaTeMaTHYHOI 010 TIOTEKH.

Jliisa ctBOopeHHs BikHa BukopucTtaHo 616mioteky GLFW. GLFW — ne nerka
oi0moreka-ytuiaita s BukopuctanHs 3 OpenGL. GLFW o3nagae Graphics
Library Framework. Bin Hagae nmporpamictaM MOKJIUBICTh CTBOPIOBAaTH BIKHA Ta
koHTekcTH OpenGL i kepyBaTH HMMH, a TAaKOXX KEpyBaTH pPEakilil0 Ha TOXIl 3
MaHIMyJIATOPAMH: JDKOHCTUKOM, KJIaBiaTypOIO Ta MUIIICIO.

JIisi KOpEeKTHOro MIAKIIOUEHHs Ta B3aemonii pi3Hux 016miorexk OpenGL
BUKOpuCcTOBYeThCcst  Glad  — ~ GaraTOMOBHHMI  TE€HEpaTop-3aBaHTAKyBad
GL/GLES/EGL/GLX/WGL nHa ocHoBI1 oimiitHux cnenudikarii.

Jlis uutanHa Ta 3anucyBaHHA 3D moxeni B daitn ¢popmaty COLLADA
HeoOXimHo migkmount Oi0moreky TinyXML, ockinmbku dopmar COLLADA
6a3yerbca Ha XML. Extensible Markup Language (XML) — 11e MoBa po3MITKH Ta
dbopmat daiumiB mis 30epiradHs, nepeaadi Ta BiTHOBJICHHS JOBUIBHUX JaHUX. BiH
BHU3Hay4ae HaOlp MpaBuJI JIs1 KOJyBaHHS JOKYMEHTIB y (opMaTi, SKUil 3p03yMUTHl
K JroAauHi, Tak 1 MamuHl. TinyXML — 1me HeBelMKui, MpOCTUH, 3aJIeKHUN BiT

onepaniiHoi cucremu XML-napcep 11t moBu C ++.
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3 IPOTPAMHA PEAJII3AIIA

3.1 Inrepdeiic Ta NPUKIAAN BUKOPUCTAHHSA

InTepdeiic 3acTOCYHKY MICTUTh 00JIaCTh JUIsl PEHACPUHTY CLIEHU Ta MaHENb
IHCTPYMEHTIB SiIKa MICTUTh KHONKH. CTBOPEHHS BIHKA Ta PEHJAEPHUHI, peakiii Ha

noJlii IMIIEMEHTOBAaHO caMOCTIiitHO 3a momomororo OpenGL 1 ommcano B po3mimi
3.2.

II€HEIh IHCTPYMEHTIB

>~ -

1 Window 1 - X

A
MHAI0 AtHudorHad B 41081rQ0

Pucynok 3.1 — [atepdeiic 3acTOCYHKY.

Ha pucynky 3.1 cuena mae nekunbka 3D mopeneit, cepes; HUX HOCOPIT —
MoOJieNb 3aBaHTaxkeHa 3 ¢aitnmy STL, waitnuk — 3 ¢aitmy COLLADA, a Bci iHmi —
CTBOPEHI aJTOPUTMIYHO 3 MOKJIMBICTIO 3MIHM PO3MIpIB Ta CTYNEHIO Tecelsiii. 3a
JIOTIOMOT'0I0 3aCTOCYBAaHHSI MarepiaiiB A0 O0’€KTIB Ta HaJalllTyBaHHIO JHKepen
CBITJIa, MOJIENIl MOXYTh MaTH Pi3HI KOJbOPHU Ta XapaKTEPUCTHKHU BIAOUTTS CBITIIA,

10 CIIpHSIE KPAOMY Bi3yaTbHOMY PO3yMIHHIO ()OPMHU MOJIETII.
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PosrnsHemMo KHONKM mMaHeNl IHCTPYMEHTIB Ha pucyHKy 3.2. Onuc
IMIUIEMeHTalli Bi3yaii3alli KHOMNOK Ta JIOTIKM pearyBaHHS Ha iX HATUCKaHHS
omvcaHo B po3mimi 3.3, a 3apa3 po3riiiHEMO (YHKIIIOHAT 3a SKUH BOHHM

Bi,[IHOBiI[aIOTB Ta HABCACMO IIPUKITaIN BUKOPUCTAHHS.

N2 1 N2 2 N 3 N2 4 N2 5
J I J J
30epertH  3aBanTaxkHTH 300pasHTH  BHIATHTH Pospizath
IMIHH MOeIb pedpa on/off TPHKYTPHK(H) ILTONTHHOO

Pucynok 3.2 — KHOIKM maHenm iHCTPyMEHTIB.

Knonka «30epertu sminm»

Knomnka Nel 3 300pakeHHsM (aitiry — 11e kHomKa «30epertu 3Minn». BoHa
3aCTOCOBYETHCS JI0 TOTOYHOTO BikHA. BigpemnaroBana Mojieib, 10 3HAXOUTHCS HA
CIleHI B JaHOMY BikHI 30epiraetecs B (aitn dhopmatry STL a6o COLLADA B
3aJIe’KHOCTI BiJl TOTO B sikoMy popMmati Mojiesb Oyiia 3aBanTaxeHa. [Insax ta Ha3Ba

BiJIpe/laroBaHoi KOIii BU3HAYAETHCS 3a JOMOMOIor0 (pailliIoBOro mpoBiAHHUKA (PUC

Save file as X
1T > This PC > Volume (D:) * fromTriangleToScene11.0 v (] O Search fromTriangleToScene...
Organize « MNew folder - o
~
W This PC NS © from-triangle-to-scene-11-0 @ cubesti @ RhinoWithHoles.stl
J 2D Objects demo_presentation New folder @ Modified.stl @ sphere modified.stl
B Deskt. = Documents tinyxmi2-master @ rhino.stl @ spherestl
esktop
| Documents Vi B >
File name: | [QRITSVER]] -
Save as type: |STL %
A Hide Folders Cancel

Pucynoxk 3.3 — BikHo ¢aiiiioBoro npoBigHuKa 11 30epexxeHHs (paiimy 31 3MiHaMU.
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KHonka «3aBaHTaKUTH MOAEJIb»
Knomnka No2 3 300pakeHHSIM 3€J€HOT CTPUIKK — 1€ KHOMKA «3aBaHTaXKUTU
MOJENbY. BigkpuBaeThcs BIKHO 3 (DailyloM TPOBITHUKOM JUIsl BUOOPY MOJENi,

noctymnHi popmaru: STL ta COLLADA. Mogaensb 3’SIBASETHCS B HOBOMY BiKHI.

Upload file X
«— W i <« MeshEditor > MeshEditor v (@) 2 Search MeshEditor
Organize = New folder =y O @
¥ Downloads i Name Date modified Type Size
J Music If teapot.dae 8/19/2021 %19 AM DAE File 1
2 : Fi 7
& Pictures U teapot partl.dae 6/10/2022 1:19 PM DAE File i
i i El teapot_part2.dae 6/10/2022 1:19 PM DAE File ‘
ideos
A . rhino.stl 4/6/2021 12:52 PM STL File 1.0
AF:ollrmie () & RhinoWithHolessti 4/6/2021 9:30 AM STL File 12w
~ 7 Volume (D) v < >
File name: | ™ | |Mesh M i
| Open |v| ‘ Cancel |

Pucynoxk 3.4 — Bikao ¢aii10BOro mpoBiTHUKA TSI 3aBaHTAXKEHHS MOJIETTI.

Knonka «300pa3utu pedpa»

Knomka Ne3 3 300pakeHHSIM TPUKYTHOI CITKM — II€ KHOMKa «300pa3utu
pebpax. Ilicnd 11 HaTUCKaHHS 3’ SABJISIOTHCS JIIHIT YOPHOT'O KOJIBOPY, SIKI MOKA3yIOTh
MeX1 TPUKYTHHKIB, 3 SIKUX CKJIaJaeThcsi MoJens. KHomka mpallioe sk mepeMuKad,

TOOTO MpY NOBTOPHOMY HAaTHCKaHHI JIiHI{ 3HUKHYTb.

[®7 Dy/fromTriangleToScene11.0/from-triangle-to-scene-11-0/MeshEditor/MeshEditor/bunny.dae

S $ == A& v

Pucynok 3.5 — BinoOpaxkeHHs1 pedep: a — BAMKHEHO, O — YBIMKHEHO.
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Knonka «BuaaanTn TpUKYTHHK

Knonka Ne4 3 300pakeHHSIM 3aKpeclieHOr0 TPUKYTHHKA — Il KHOIIKa
«Bupamutn  TpukyTHUK». lle mepmmit 3 ABOX CmOCi0 CTBOPEHHS OTBOPIB.
BMukaerscsi pexxuM, B SKOMY HATUCKaHHS Ha JESKAH TPUKYTHUK MOl
MPU3BOANTH 10 Horo BumaieHHs. [y MpUKIamy CTBOPUMO OTBIp B BIHCHKOBIH
TexHili okymanta. Ha pucynky 3.6 3aBaHTa)keHa Mojaens B ¢opmati Kojutana. B
JESKUX MICISIX € YEPBOHI JIIHI{: BOHU MOKa3ylOTh MICLIS J€ € MOPYLIEHHS LLIICHOCTI

MTOBEPXHI MOJIETIl, TOOTO TaHK YK€ IPSBHUA.

[} D:/fromTriangleTaScene11.0/from-triangle-to-scene-11-0/russianTank.dae

Pucynok 3.5 — JlipsiBuii TaHK OKYyTMaHTA.

[Ticyis HaTHCKAHHS KHOTIKH « BHIaIMTH TPUKYTHUK» JIO MOJIEITi aBTOMATHIHO
BMHKAETHCSI BIIOOpakeHHs pedep, a pH HaBeACHHI Kypcopy Ha MOJIEIh, TPUKYTHUK

Ha SIKOMY 3HaXOJUThCS KypPCOp IiJICBIYY€ThCS YEPBOHUM (ZIUB. puc. 3.6).
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Pucynok 3.6 — BuninieHHs TpUKyTHUKA HA SKUW BKa3zye Kypcop.

MoeMo BUAIUTH HE OJIMH, a JICKiTbKa TPUKYTHHKIB, a 3a Oa)KaHHSIM MOKHA
3HHUIMUTH TaHK TOBHICTIO. CTBOpEHI OTBOPH TMOMIYAIOTHCS JIHISIMH YEPBOHOTO
Kompopy (puc 3.7). SIk BUAHO 3 MaIOHKY, OTBOPH MOXYTh OyTH SIK TPUKYTHOL
dbopmu, Tak 1 6araTOKyTHOI, ajie MEX1 OTBOPIB 3aBXKIU BUIUISIOTHCS KOPEKTHO,
HE3aJIeKHO BiJl TOTO B AKOMY MOPSAJKY BUAAJISINCH TPUKYTHHUKH. Lle mocsraerbes
HUIIXOM BUKOpUCTaHHs cTpykTypu qanux HalfEdge, sika 30epirae qaHi npo 3B’ s3ku
MDK CYCIAHIMU TPUKYTHHKAMH 1 TIPO T€ SKUM CaMe IBOM TPUKYyTHHKAM HaJIC)KHUTh
KoxkHe pedpo. Ilpu 3aBaHTa)xkeHHI Mozeni BiAOyBaeThCs MOOYAOBAa CTPYKTYpHU
HalfEdge, a micns BumaneHHs TpPUKyTHHKA BiAOYBA€THCS KOPEKIIiS 3B’SI3KIB MK
TPUKYTHUKAMU, pedpamMu Ta BepIIMHAMH B 30HI HABKOJIO BUAAJICHOTO TPUKYTHHKA.
st BUXOMy 3 peKUMY BUAAJICHHS TPUKYTHUKIB MOTPIOHO TTOBTOPHO HATHCHYTH HA

KHOTIKY.
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i D:ffromTriangleToScene11.0/from-triangle-to-scene-11-0/russianTank.dae

Pucynoxk 3.7 — Pe3ynbraT BuganeHHs TPUKYTHUKIB — MOPYIICHHS IIJTICHOCTI

MOBEpXHI TaHKY. YepBOHI JIiHIi IEMOHCTPYIOTh MEK1 OTBOPIB.

Knonka «Po3pi3aHHs NJIOIIMHOIO».

Knonka Ne5 3 300paxeHHSIM po3pi3aHOro MPSMOKYTHHMKA — 1€ KHOIKa
«Po3pizanns rmomuHooy. [Ipu 11 HaTUCKaHH1 3’ IBIIS€ThCS TIONTMHA (IUB. puc 3.8),
AKy MOJKHA TOBEPTaTH Ta TEPEMINIyBaTH, TaK CaMO SK B IHIIUX pPEKUMaX
3MIIACHIOETHCS TIEPEMIIIICHHS KaMEPH: MEePETATYBAHHS MUIIKH 3 3aTHCHYTOIO JTiBOIO
KJIaBIIICIO — 00EpTaHHS, 3 TPABOIO KIIABIIICIO — ITepeMilieHHs. To/1i KOJIU TUIoNHA
HaOyna 0a)KaHOTO TOJIOKEHHS 1 KOpUCTyBad Oakae 3MIMCHUTH TEpepi3, MOTPIOHO
MOBTOPHO HATHUCHYTHU KHOIIKY 1 po3pi3aHHs BiaOyaeTbcs. Monens Oyae po3ziieHa
Ha 2 YacTUHHU, KOXXKHA 3 sSKUX Oyzae 30epexkeHa B okpeMoMmy (aiiii, a Ha expaHi

3’SIBUTHCSI 2 HOBHX BIKHA JUISI Bi3yauti3allii pe3ysbTary.
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Sk BUAHO 3 pUCYHKY 3.8, y KOXKHIH 13 IBOX YaCTUH MOJEJI 3’ IBUJIMCSI OTBOPH,
0 MOMIYeHl JIHIAMH YEPBOHOTO KOJbOPY. SKIIO TPUKYTHUK MEPETUHABCA
MJIONIMHOO, TO BiH OyJie po3IiieHnid Ha 2 YaCTHUHH TIO JiHIT MepeTuHy 1 KOXKHA 3

YaCTUH OMUHUTHLCS y BIAMOBITHOMY BiKHI PE3yJbTaTy.

1 DyfromTriangieToSeene11.0/10nus st

7 3/ Mont TnangleToStene11.0/1_parZitae

Pucynoxk 3.8 — Po3pizanns moaeni momuHoro. [Iporec ta pe3ynbTart.

Ha pucynky 3.8 moka3zaHo po3pi3aHHSI TOpyca IJIOIIMHOI B TTOYATKOBOMY
MOJIOKEHHI — BEPTUKAIBHOMY, 1 PO3pi3aHHS KyOa IIIONIMHO0, M0 Oyna MeBHUM
YHHOM HaXWJIeHa Ta nepeMimniena. [licis 3aBepiieHHs mpolecy MIOIUHA 3HUKHE 3
eKpaHa, a MOJIeTTb B TIOYATKOBOMY BiKHI 3JIMIITUTHCSI HE3MIHEHOTO.

3miHeHi ¢ainu OyayTh 30€pekeHi B TOMY K MICII, 1110 1 T0YaTKOBA MOJIEJIb,
3 TUM CaMHM IM’sIM, alie 3 JOJaBaHHAM «_partl» Ta « part2» mo iMeHi mepioi Ta

JPYroi YaCTUHH B1MOBIIHO.



28

3.2 ImmieMeHTAalisi CTBOPeHHS BikHA Ta peHaepuHry 3D cuenu

CTBOpEHHS BIKHA Ta PEHACPUHTY IMIIJIEMEHTOBAHO 3 BUKOPUCTAHHAM
¢ynkuiit OpenGl Ta GLWF. [lns cnpomenns API B3aemonii 3 BIKHOM, CTBOPEHO
kiracu-ooroptkn GLWindow ta GLRenderSystem. CTBOpeHHSIM BiKHA 3aiiMa€ThCS
kirac GLWindow, BukopucroByroun ¢yHkiiii 6i6morekn GLWF. Korctpykrop

BIKHA MpUHMae NapaMeTpy Ha3BH, LUUPHUHY Ta BUCOTY B IMIKCEJSX.

GLWindow: :GLWindow(const std::string& title, uint32_t width, uint32_t height) :
IWindow(), _width(width), _height(height) {
static bool initGLFW = false;
if (!'initGLFW) {
initGLFW = true;
glfwInit();
}
glfwWindowHint (GLFW_RESIZABLE, GL_FALSE);
_handle = glfwCreateWindow(width, height, title.data(), nullptr, nullptr);
glfwMakeContextCurrent(_handle);

IHimianmizyerses 6i6miorexka GLFW, sika 3aiimaeTscst poOOTOO 3 BIKHOM
OpenGL, ii pynkiisa glfwCreateWindow cTBOprO€ BIKHO 1 TOBEPTA€E MOKAKUMK HA

HBOTO.

static bool initGLAD = false;
if (!initGLAD) {
initGLAD = true;
gladLoadGLLoader ((GLADloadproc)glfwGetProcAddress);

glfwSetWindowUserPointer(_handle, this);
Hauni iHiniamizyetbest 016moreka GLAD sika kepye iMIopToM NOTpiOHUX
Bepciit OpenGL 6i6mioTek. @ynkmis glfwSetWindowUserPointer(handle, this)

puB’si3ye GLFW BikHO 10 Hamoi crpykrypu GLWindow.

glShadeModel (GL_SMOOTH);
glEnable(GL_DEPTH_TEST);
glDepthFunc(GL_LEQUAL);

glEnable(GL_NORMALIZE);
glEnable(GL_COLOR_MATERIAL);
glColorMaterial(GL_FRONT_AND_BACK, GL_AMBIENT);

B kinni BigOyBaeThcs HanamryBanHa weinepy OpenGL: BBIMKHEHHs
3ria/)KyBaHHs, TECTy MIMOMHU, HOpMali3allii BEKTOPiB HOpMaJll Ta BAKOPUCTAHHS

Marepiais.
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Pennepunr 3D cuenu B 2D 300paxenHs BinOyBaeThesa Metogamu OpenGL

cnerudikamnii 2.0. OCHOBHMIA LIUKJI PEHJIEPUHTY MPEACTABICHUHN HIDKYE.

while (!_shouldStop) {
for (auto it = _views.begin(); it != _views.end(); ++it) {
auto& view = *(it->get());
makeContextCurrent(view.getWindow());
_renderSystem->clearDisplay(0.5f, 0.5f, 0.5f);
view.update(*_renderSystem);
swapDisplayBuffers(view.getWindow());
waitEvents();
if (windowShouldClose(view.getWindow()))
_views.erase(it);

}
if (_views.empty()) {

_renderSystem.reset();
terminateWindowsResources();
_shouldStop = true;

TyT KO’)KHOMY CTBOPEHOMY BIKHY BiTIOBiTa€ cBiit 00’ ekT view. DyHKITis
makeContextCurrent HanamroBye OpenGL Tak 100 noganbiii Jii Bi10yBaIucCh 3
camMe BKazaHUM BikHOM, clearDisplay pobuts ounmieHss Oydepy mikcems i
CTBOPIOE OJIHOTOHHHHE MOJIOTHO, view.update(* renderSystem) 3amyckae
penaepunr, a swapDisplayBuffers — ¢pyHk1is sika moTpiOHa A TaKOTo NpUiomMy
MTOKpAIeHHs Bi3yami3allii o Ha3uBa€eThCs MO IBiIHOI0 Oydepu3sarieto [19]. ko
BiKHO OyJio 3akpute, windowShouldClose nmoBeprae true i mOTOYHE BIKHO
BupansgeTbes. Ko Bei BikHa OyIyTh 3aKpHTI, pecypcH BikHa OyayTh 3BIJIbHEHI 1
IIAKJT 3aBEPIIUTHCS.

Posrasaemo ¢ynkiio update 3 monepeaHROr0 MPHUKIAIY:

void View: :update(GLRenderSystem& rs) {
rs.setViewport(0, 0, _viewport.getWidth(), _viewport.getHeight());

auto viewMatrix = _viewport.getCamera().calcViewMatrix();
auto projMatrix = _viewport.calcProjectionMatrix();

auto globalToScreen = projMatrix * viewMatrix;

for (Mesh& mesh : _model->_meshes) {

rs.setupMaterial (mesh.getMaterial());
auto absoluteTransform = globalToScreen * mesh.GetWorldMatrix();
auto triangles = mesh.GetTriangles();
auto lines = mesh.GetLines();
for (auto& tr : triangles)
tr.Transform(absoluteTransform);
for (auto& 1ln : lines)
1n.Transform(absoluteTransform);
rs.renderTriangles(triangles);
rs.renderLines(lines);
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TyT TpUKYTHUKH Ta JiHII BCiX 00 €KTIB HA CLEHI 3a3HAI0Th TpaHChopMallli
(pe3ynbTyroda MaTpuis TpanchopMallii CTBOpEHa MUISIXOM EPEMHOKEHHS
MaTpHIlb TAKKM YHHOM, III0 B PE3YJITATI 10 00’ €KTa CIIOYATKY 3aCTOCOBYETHCS
roro ocoducra Tpancdopmaiiist (mesh.GetWorldMatrix()), motim Tpanchopmarris
TTOJIOYKEHHS KamepH (viewMatrix), a moTiM TpanchopmMartis, sska CTBOPIOE
MepCIIEKTUBHY MPOEKINiI0 Ha ekpaH (projMatrix). [laixi TpuKyTHHKY Ta JTHIT
nepearoThes Ha peHaAepuHT ex3eMIuripy kiacy GLRenderSystem B meToan

rs.renderTriangleSoup(triangles) ta rs.renderLines(lines).

Kirac GLRenderSystem 3aiimMaeTbcst peHACPUHTOM 300payKEHHS Ha €KpaHi, a

TAKOX HAJIAIITYBAHHAM JPKCPECII CBITJIA Ta MaTepiaHiB.

void GLRenderSystem::renderTriangles(const std::vector<Triangle>& triangles) const {
glBegin(GL_TRIANGLES);
for (auto& tr : triangles)
{
glColor4d(tr.color.r, tr.color.g, tr.color.b, 0.0);
glNormal3d(tr.normal.x, tr.normal.y, tr.normal.z);
glVertex4d(tr.a.x, tr.a.y, tr.a.z, tr.a.w);
glVertex4d(tr.b.x, tr.b.y, tr.b.z, tr.b.w);
glvVertex4d(tr.c.x, tr.c.y, tr.c.z, tr.c.w);

}
glEnd();

}

void GLRenderSystem::renderLines(const std::vector<renderElements::Line>& lines) const {
glLineWidth(lines[@].width);
glBegin(GL_LINES);
for (auto& 1 : lines)

{
glColor4d(l.color.r, l.color.g, l.color.b, 0.90);
glvertex4d(l.a.x, l.a.y, l.a.z, l.a.w);
glvertex4d(l.b.x, 1.b.y, 1.b.z, 1l.b.w);

}

glEnd();

PeHnepuHr TpuKyTHUKIB IOYMHAETHCS BUKIIMKOM (yHKIIT glBegin 3
mapamerpom GL TRIANGLES, a miniii — GL LINES. ®ynkmis glVertex4d 3amae
KOOpPJMHATH BEpLINHU TPUKYTHHKA ab0 KiHUA Bijpi3Ky, glColordd nanamroBye
KOJIIp JJIs1 KOXKHOI TOYKH, ajie OCKUIBKM BOHA BUKJIMKAETHCS | pa3 ayis 1 enemenTa,
TO BECh €JIEMEHT OyJie MaTH Iier KoJip, a pyrkiis glNormal3d 3acrocoByeThes,
00 3a7]aTH 3Ha4€HHsI HOpMaJIi, 00 PO3YMITH SIKE MOJIOKEHHS LI0JI0 JIKEPET
CBITJIa Ma€ TOBEPXHS TPUKYTHHKA 1 IKMM YMHOM II€ BILUTUBAE HA KOJIIP

TPUKYTHHKA.
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3.3 IMmieMeHTalis KepyBaHHS PeaKUisiMM HA MOAil MAHINYJIATOPIB

Jlist Toro, o0 aHaJi3yBaTH MOJIiT BIKHA TaKi sIK HATUCKaHHS MUIITKHA a0o0 11
NepeMIIlIeHHs, HATUCKAHHS KHOMOK KJIaBlaTypHu a00 KHOIOK MaHesl IHCTPYMEHTIB
ctBopeHo kimac OperatorDispatcher. Bin 30epirae Bci MOXKIIMBI peakilii 1 KOau
BimOyBaeThes Oyab-sika moisi, OperatorDispatcher oOupae siky peakiiiro moTpioHO
3aCTOCYBaTH B KOHKPETHO JlaHiii cutyarlii. Peakiii 30epiratoTbcs B HalaiKax

kiacy Operator. [Tounemo 3 onmucy inTepdeticy kinacy OperatorDispatcher:

class OperatorDispatcher

{

private:
std: :map<KeyCode, std::unique_ptr<Operator>> _keyOperators;
std::unique_ptr<Operator> _scrollingOperator;
std::unique_ptr<Operator> _rightButtonMoveOperator;
std::unique ptr<Operator> _leftButtonMoveOperator;
std::unique_ptr<Operator> _activeModeOperators;

ITons xnacy OperatorDispatcher 36epirarote HaOOpH OTIEPATOPIB:
keyOperators — peakilii Ha KHOIIKH KJIaBiaTypH, 30epirae BiIOBITHICTh MiX
KJIF0UEM-KHOIKOIO Ta ONeparopoM-peakiiieto, scrollingOperator — peaxiis Ha
MPOKPYUYyBaHHS KoJjieca MUIIKH, rightButtonMoveOperator — oriepaTop sKuit
BiJITIOBI/1a€ MEPEMIIIICHHS MUIIKH 3 3aTHCHYTOIO MPABOO KJIABIIIEIO,
leftButtonMoveOperator — 3 3aTUCHYTO¥O JIIBOO KjaBimero. Jleski peakiii He
MOXYTh OYTH JIOTIYHO 3aBEPIICHIMU BUKOPUCTOBYIOUH TUTBKH | MOif0, TOMY
BOHHU PO30MBAIOTHCS Ha eTanu. ToIi oniepatop BUKOHYE HE OJIHY JIif0, a ICKiIbKa, a
nepioJ MK MOYaTKOM BUKOHAHHS «MiC1i» Ta 3aBEpPIICHHSM — 1€ NepioJl B KU
nanui oneparop € aktuBHUM. [lose activeModeOperators 30epirae oneparop sSKuid

1i€1 MHUTI 3HAXOIUTHCS B AKTUBHOMY CTaHI.

std: :vector<Button> windowButtons;
[Tone windowButtons 30epirae Bci KHOIKH MaHE iIHCTPYMEHTIB, TaK III0
MIpY HaTHCKAHHI B 30HI1 Jiesiko1 KHomKku, OperatorDispatcher Bukinkae pyHkiiro,

sIKa TIPU3HAYCHA JaH1i KHOIIIII.
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void addButtonOperator(ButtonCode button, std::unique ptr<Operator> op);
void addKeyOperator(KeyCode key, std::unique_ptr<Operator> op);

void addMouseMoveOperator(ButtonCode button, std::unique_ptr<Operator> op);
void addScrollingOperator(std::unique_ptr<Operator> op);

Tyt 00’ s1BieH1 add-MeToau siKi TPU3HAYAIOTH ONEPATOPU JI0 TOIH.

void processMouseInput(View& view, ButtonCode button, Action action, Modifier
mods, double x, double v);

void processKeyboardInput(View& view, KeyCode key, Action action, Modifier mods);

void processScrolling(View& view, double x, double y);

void processMouseMove(View& view, Action leftButtonCondition, Action
rightButtonCondition, double x, double y);
s

TyT 00’sIBICHI process-MeToIn K1 aHATI3yIOTh PEaKIlii 3 BpaxyBaHHIM
AKTUBHUX PEXKHUMIB Ta HAIAINTYBaHb KOHKPETHUX ONEPATOPIB.

[Tepetinemo no ommcy kiacy Operator. I{e BipTyanbHMIt Ki1ac, TOOTO
CTBOPIOIOYH HOBOTO HAIl[aJKa OrepaTopa, MU MaeMO MEPEBU3HAYUTH JICSIK] HOTO

METOIH JIJIS TOTO IO OTpUMAaTH Oa)KaHy TOBEAIHKY.

class Operator

{
public:

virtual ~Operator() {}

virtual void onEnter(View&) {}

virtual void onExit(View&) {}

virtual void onMouseMove(View& view, double x, double y) {}

virtual void onMouseInput(View& view, ButtonCode button, Action action, Modifier
mods, double x, double y) {}

virtual void onKeyboardInput(View& view, KeyCode key, Action action, Modifier

mods) {}

virtual void onScrolling(View& view, double x, double y) {}

Action leftButtonCondition = Action::Release;
Action rightButtonCondition = Action::Release;

bool processOtherOperators = true;

}s

Operator mae meToan onMouseMove, onMouselnput, onKeyboardInput,
onScrolling siki 3aiiMarOTbCs OMpPALFOBAHHAM MOJINA PYXY MUIIKH, KITIKOM MHILIKH,
KJIaBlaTypH Ta CKPOJIIHTY BimoBigHO. Metoau onEnter Ta onEXit mpu3HaveHi s
TaKuX OIEPaTOPiB SIKI ONPAILOBYIOTH HE OJIHY TOJIiI0, III00 BUKOHATH CBOE
3aBJIaHHS, TOMY MarOTh NIE€PiON aKTUBHOCTI Ta HeaKTUBHOCTI. Komu Takuit
OTIepaTop CTa€ aKTUBHHUM, JJISI HhOTO BUKIIMKAETHCS MeTo onEnter, a mpu

neakTuBalii — MmeTo onExit.
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Jaii B po6oTi MU Oy1€MO OIMCYBAaTH CTBOPEHHS OKPEMUX OIEepaTopiB,
TaKHX SIK ONepaTop BUJAJICHHS TPUKYTHHKA a00 onepaTrop 3aBaHTaKEHHS MOJIEII 3
baiiy.

B ornsiai crpykrypu kiacy OperatorDispatcher mu roBopuiu mpo mnoiie

std::vector<Button> windowButtons. Onumemo cTpykTypy Kiiacy Button.

struct Button {
Operator* op;

bool onOfType = true;
bool active = false;
bool setActiveOperatorMode = true;

ITone "op" 306epirae onepaTop, I IKOTO CTBOpEHA KHOMKa, rojie onOfType
MOKA3Y€ YU € ONEePaTop TaKKM, III0 MA€ PEKUMH aKTUBHOCTI Ta HEAKTUBHOCTI 200
11e IPOCTHH orepaTop Ha 1 1iro. SIKIIo 11e peKUMHUI orepaTop, TO moJjie active
BKa3y€ YM € KHOIKA aKTHBHOIO I1i€i MUTI, a setActiveOperatorMode uu moTpiOHO

B1JIJTaBaTH MPIOPUTET B 00pOOIIi IMOiH JaHOMY OIIEpaTOpy SIKIIO BiH aKTUBHUH.

glm::vec2 minCorner;
glm::vec2 maxCorner;

B mossix minCorner Ta maxCorner 30epiraroThCsi KOOPAMHATA KHOIIKY Ha
€KpaHi B eKpaHHii cucteMi koopauHat (Bix -1 10 1 mo X ta y). Tomy Mu MOKeMO
i1eHTH(]IKyBaTH HATHCKAHHS HAa KHOIIKY SKIIO KOOPJIWHATH Kypcopa B Ipoleci

HAaTHUCKAaHH 3HAXOOAThCA BCGpe,Z[I/IHi 30HH KHOIIKH.

std::vector<renderElements::Triangle> triangles;
std::vector<renderElements::Line> lines;

¥

Jlst Toro, 06 300pa3uTH KHOMKK Ha €KpaHi MU ITOBUHHI 3a7aTH iM
MEBHOTO BUY 3a JJONOMOTOI0 TPUKYTHHUKIB Ta JIiHilA. Hampukiman kHomKa
BHJIAJICHHS TPUKYTHHUKIB CKIIaJIa€THCS 3 IBOX TPUKYTHHUKIB sKi popMyroTh (oH, 1
O1J1I0r0 TPUKYTHHUKA, 3 YOPHUX JIIHIN MO IEPUMETPY Ta 2 YEPBOHHUX JIIHIN JUIs

xpectuka (auB puc 3.9).

Pucynok 3.9 - ImnnemenTartis Bizyanizaiiii KHOTIOK.
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A 3apa3 noBepHeMocs 110 kiacy OperatorDispatcher. IIpogemoncTpyemo

po0OTy KJacy Ha MpUKIaIl peamisalli Metoaa processMouselnput.

void OperatorDispatcher: :processMouseInput(View& view, ButtonCode button, Action action,
Modifier mods, double x, double y)

{
for (auto& btn : WindowButtons::buttons)

{

if (btn.minCorner.x <= x && x <= btn.maxCorner.x &&
btn.minCorner.y <=y & & y <= btn.maxCorner.y &%&
action == Action::Press)

if (!btn.onOfType)
{

btn.op->onMouseInput(view, button, action, mods, x, y);
return;

}

btn.active = !btn.active;
btn.HighLight(btn.active);
if (btn.setActiveOperatorMode)
_activeModeOperators = btn.active ? btn.op : nullptr;

if (btn.active)
btn.op->onEnter(view);
else
btn.op->onExit(view);
return;

}

B niepiry depry nepeBips€eThCsl UM HE 3HAXOUTHLCS Kypcop B OJIHIN 3 KHOTIOK
1 SIKIIIO Taka KHOIIKA 3HaWIeHa — BUKJIMKAEThCS MeTo onMouselnput sKIo He 11e €
pEeXMMHA KHOTIKA (SIK, HAITPHUKJIA]l 3aBaHTKEHHS Mojieni), abo onEnter s
PEKUMHOT KHOITKH KO MU TUIBKH 110 aKTUBYBAJH 1i, 200 onEXit muist pe:kuMHOT

KHOTIKU TIPH JIe€aKTUBAIIIi.

if (_activeModeOperators)
_activeModeOperators->onMouseInput(view, button, action, mods, x, y);

Sk1o *0/1Ha KHOTIKA He OyJia HATUCHYTA, TO MEPEBIPSIETHCS YU € 3apa3
NeSKU aKTHBHUH OIepaTop, SKoMy OyJie TOpydeHO BiANOBIAATH HA TaHY TOJIIF0

TaKUM YHMHOM, SIK LIEH onepaTop nepeBusHadyuB MeTo1 onMouselnput.
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3.4 ImmueMeHTaliss BUIAJEHHA TPUKYTHHUKIB

Jlist peaizarii OCHOBHOI 3a/1a4i J1oJaTKa — CTBOPEHHS OTBOPIB, pO3pOOIJICHO
oneparop DeleteFaceOperator. Ile pexxumuuii onepatop, TOOTO BiH Ma€ MOMEHT
aKTHBAIIii, 110 BiJI0yBa€ThCS MPU HATUCKAHHI HA KHOIIKY, 1 ICAKTUBAIIIl — IPH
MMOBTOPHOMY HaTHCKaHHI. Bech yac moku onepatop akTUBHHM, BiH IpHiiMae Ha
cebe BIAMOBIJANBHICTD 32 00pOOKY IMOJIIH B1Jl MUIIKHU Ta KJIaBlaTypH.

[TpoeMOHCTPY€EMO SIK BiH ITepEBU3HAYAE METOU OATHKIBCHKOTO KJIacy.

void DeleteFaceOperator::onEnter(View& view)

{

ShowEdgesOperator seo;
seo.onEnter(view);

}

void DeleteFaceOperator::onExit(View& view)

¢ ShowEdgesOperator seo;

seo.onExit(view);

Bbaunmo 1110 npu akTUBAaLli BMUKA€EThCS B11I0OpakeHHs pedep TPUKYTHHUKIB,
a TIpH JIeaKTUBaIlii BAMUKAETHCS. OCKITBKH MU BXKE MAEMO TaKui (h)yHKITIOHAI,
TOX 1100 HE MepenucyBaTH KOJ MU POCTO BUKOPUCTOBYEMO TOW CaMUll oriepaTop,
1m0 1 KHOMKa «BimoOpakeHHI pedepy.

Mu maeMo pearyBaTH Ha IEPEMIILEHHS Kypcopy, 11100 MiJICBIYyBaTH

TPUKYTHHK Ha SIKOMY Ii€] MUTI 3HAXOAUTHCS KYPCOp.

void DeleteFaceOperator::onMouseMove(View& view, double x, double y)

{

if (hovered.node && hovered.face.index != -1)
hovered.node->getMesh()->DehighLightTriangle(hovered.face.index);

[To-nepire, My CKacOBYEMO TIiICBIYyBaHHS TPUKYTHHKA Ha IKOMY PaHIIIIe

3HAXOJIUBCS KypCOp.

std: :vector<Contact> contacts = view.raycast(x, y, false);

[ToTiM Mu 3ammycKaeMO MPOMIHB 3 IMO3UIliT Kypcopa BIiIu0 CIICHH i
3armam’AITOBYEMO 3 KUM KOHTAaKTY€ el poMiHb. Lle BinOyBaeThCcs B METOI1
raycast, 11 BJIUKUI Ta CKJIaJHUA METO/I, TOMY TYT JIUIIC BIAMITHMO IO IS

MOKPAIIEHHS MIBUAKOCTI IIOTO METOY 5 3aCTOCYBasia B HhOMY CTpyKTypy Octree,
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sKa JI03BOJISIE MIPUIIBUAIIUTH MONTYK KOHTAKTIB 3 MOJEIUTIO LUIAXOM i
cerMeHrauli Ha KyOiuHi 30HU. OTxe, contacts 11e IeBHI TPUKYTHUKH MTEBHUX

MOJICNIeH Jepes sKi MPOXOIUTh MPOMiHb Kypcopa.

if (!contacts.empty() && contacts.front().node && contacts.front().face.index!=-1)
{

hovered = contacts.front();
hovered.node->getMesh()->HighLightTriangle(hovered.face.index);

}

Mu obupaemo HaitOm>Kkuui Ta 3anucyemo ioro B noje hovered, a Takox
I1JICBIIy€MO 3HAWIEHUI TPUKYTHHUK.

Ane noste hovered moTpiOHO HE TIILKH JJIs TiacBivyBaHHS. Koym
KOPHUCTYBau 00epe TPUKYTHHK SIKUH Oa)ka€ BUIAIUTH, MH BUJIAJTMMO TPUKYTHHUK,
SKWi OyB B TOM MOMEHT 3anucanuii B mosie hovered. [Ipu kimiky B pesxxumi

BUJIQJICHHSI TPUKYTHHKIB Bi10YBA€ThCA HACTYIIHI i

void DeleteFaceOperator::onMouseInput(View& view, ButtonCode button, Action action,
Modifier mods, double x, double y)

{

if (action == Action::Press)
{

pressX = X;

pressY = vy;

}
3anam’ATOBYEMO S SIKiM O3uIli 0yJ10 3p00J€HO HATUCKAHHS.

if (action == Action::Release)

{
if (fabs(pressX - x) > 0.001 || fabs(pressY - y) > 0.001)

return;

S0 B TOM MOMEHT SIK KOPHCTYBAd BIIITYCKA€E KJIABIITy MHIIN KYpCOp BKe
3HAXOJIUTHCS B IHIIIOMY TIOJIO’KEHHI, TO TaKa Jisl He BBAXKAETHCS IIICCIIPIMOBAHUM

HAaTHUCKAaHHAM Ha TPUKYTHHK, € BBAXKAECTHCA HepCMiHIGHHﬂM IMOJIOKCHHA KaMCPH.

if (hovered.node && && hovered.node->getMesh())
hovered.node->getMesh()->deleteFace(hovered.face);
}
S0 mo3uilist Mpy HATUCKaHHI Ta BIMYCKaHHI CMIBIAIN, TO MU
3BEPTAEMOCH JIO MOJICTI K HAJICKUTh TPUKYTHHK Ta MPOCUMO 11 BUTATUTH

TPUKYTHHK 32 33JJaHUM 1HJIEKCOM.
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3.5 ImnuiemMeHTanisi po3pizaHHA MO/ei IVIONUHOI0

Po3pizanHs Mozem IUIOMIMHOK TaKOX IMIDIEMEHTOBAHO 3a JOTIOMOTOIO

oneparopa. CtBopeHo kiac SplitOperator Ta mepeBU3HaUYE€HO OTO METOIH.

void SplitOperator::onEnter(View& view)

{

float planeSize = view.getViewport().getCamera().distanceFromEyeToTarget();
auto meshptr = std::make_unique<Mesh>(createBox(planeSize, planeSize, 0.001));
Material mat;

mat.amb = glm::vec3(0.2, 0.2, 1);

meshptr->setMaterial(mat);

std::unique_ptr<Node> planeNode = std::make_unique<Node>();
planeNode->attachMesh(std: :move(meshptr));

planeNode->setName(planeName);

mPlaneNode = planeNode.get();

view.getModel()->attachNode(std: :move(planeNode));

[Ipn akTHBaIlii CTBOPIOETHCS HOBHE OO’€KT Ha CIeHI — IutomuHa. BoHa

CIYXUTh JUIsl Bi3yamizamii mnepepi3dy. IlouaTkoBe MOJOXEHHS cHiBOAgae 3

mnomuHo XOy. Jlami 3aaeThes CHHIN KOJIIp MaTepially IJIONIKMHI, CTBOPIOETHCS

By30i (Node) — crtpykTypa sika 30epirae TpaHcopMaliro MOACHTI, 1 TUIONTUHA

J0OAa€THCA 1O CICHU.

PosrasaeMo peamizariito metoy onMouseMove:

void SplitOperator::onMouseMove(View& view, double x, double vy)

{

double w = viewport.getWidth();

double h = viewport.getHeight();

float distanceFromEyeToTarget = camera.distanceFromEyeToTarget();
auto viewMatrix = camera.calcViewMatrix();

if (rightButtonCondition == Action::Press)

{
double u = ((x - x0) / w) * distanceFromEyeToTarget;
double v = ((y@ - y) / h) * distanceFromEyeToTarget;
mPlaneNode->applyRelativeTransform(

glm::translate(glm::mat4(1.0f), glm::vec3(u, v, 0)));

X0 = X;
yo = y;

}

}hﬂHO 34aTUCHYTa IIpaBa Knthna, MU PaAXyeEMO SK 3MICTHBCS KypCop B

MTOPIBHSHHI 3 OCTAaHHIMH CIIOCTEPSKCHHAMU. 3MIIIEHHS 10 X 3aMHCYETHCS B 3MiHHY

U, a 110 y — B 3MiHHY V. /[0 TUTONTWHYU 3aCTOCOBYETHCS TpaHChOopMaIlis IepeMileHHS

IO X HAa 3HAYCHHA U, a IO Y — Ha 3HAYCHHA V.
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else if (leftButtonCondition == Action::Press)

{
glm::vec3 posi{ (2.0 * x0 - w) / h, -(2.0 * y0 - h) / h, 0.0 };
glm::vec3 pos2{ (2.0 * x - w) / h, -(2.06 * y - h) / h, 0.0 };
glm::mat4 initialTransform = mPlaneNode->getRelativeTransform();
glm::vec3 translatePart = initialTransform[3];
glm::vec3 origin = viewMatrix * glm::vec4(translatePart, 1.f);
glm::vec3 a = posl - origin;
glm::vec3 b = pos2 - origin;

Skmo 3aTtucHyTa JliBa KJaBllla MUIIKK, TO B1JIOYBa€Tbcs OOEpPTAHHA
momuan. J{ns 3aiiicHeHHs oOepTaHHS HaM TOTPIOHO 3HATH KyT OOCpTaHHS Ta
BEKTOpP HABKOJIO SIKOTO 3AIMCHIOEThCS oOepTaHHs. [ bOr0 MM MaeMO SKOCh
OMHCATH TIOJIOKEHHSI Kypcopa B MOMEHT IONEPEIHBOTO CIOCTEPEKECHHS 1
TETMEePINIHBOTO, 11100 MOTIM 3HANUTH sike o0epTaHHs OyJ10 3/1HCHEHO, 11100 oNepeIHE
MOJIOKEHHST Kypcopa (posl) omuHmiocs B TenepimiHboMy (pos2). OOepTaHHA
3MIMCHIOETECS HABKOJO IIEHTPI IutomuHU. SKmo He OyJio 3acTOCOBAaHO
nepeMillieHHs, TO IeHTp 3anumaerbess B mo3umii (0, 0, 0), a iHakme Tpeba
MMOAMBUTHCH HA MATPHITIO TpaHCHOpMAIIii 1 B3STH 3BIJITH TY YaCTHHY SIKa BIIIOBIIAE
3a TIEPEMIIICHHS — I1€ 1 € aKTyaJIbHHUH IIEHTp. 3alHIIeMo B 3MiHHI a Ta b BEKTOpH 3

IEHTpa TUIOLIWHU J0 MO3UIIiH Kypcopa posl 1 pos2 BiAMOBIAHO.

if (length(a) >= 1.9) a = normalize(a);
else a.z = pow(l.0f - pow(a.x, 2.0f) - pow(a.y, 2.0f), 0.5f);
if (length(b) >= 1.0) b = normalize(b);
else b.z = pow(1l.0f - pow(b.x, 2.0f) - pow(b.y, 2.06f), 0.5f);

Sxmo nopkuHa BEKTOpiB a Ta b >= 1, BimOyBaeThcs iX HopMaiizarlis, a
1HaKIle — KOOPJMHATH X Ta y HE 3MIHIOIOTHCS, a KOOpJWHATa Z HaOyBa€ TaKoro

3HAYEHHS, 11100 JTI0BXKMHA BeKTOpa Oyia piBHOIO 1 3a popmynoro 3.1.

Je2+y24+22=1 - z= J1—-x24+y2 (3.1

float angle = acos(dot(a, b));
glm::vec3 axis =cross(a, b);

Marouu 2 OMHUYHI BEKTOPH a Ta b, MOKEMO 3HAWTH KyT MK HUMH, IO
JIOPIBHIOE APKKOCHHYCY 3HAYEHHIO CKaIsIpHOTO 100YyTKY — dot(a, b). BekTopHuii
n00yTOK BEKTOPIB — cross(a, b) — e BeKTop, sIKWi HaNpaBlIeHUN
MePIEHUKYIISIPHO CIIIBHIN IJIONIMHI BEKTOPIB a Ta b, TOOTO MIJIOIKHI B SIKiH

3MIIHCHEHO 00epTaHHs, OTXKE axis — 1€ BiICh 0OepTaHHS.
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glm::mat3 toWorldCameraSpace = glm::inverse(glm::mat3(viewMatrix));
glm::mat4 rotationMatrix = glm::rotate(angle, axis);
plane->applyRelativeTransform(glm: :translate(-translatePart));
plane->applyRelativeTransform(rotationMatrix);
plane->applyRelativeTransform(glm: :translate(translatePart));

X0 = X;

ye = y;

}

[TepeBoauMO KOOpMHATH Bici 0OEPTaHHS 3 EKPAHHOTO MPOCTOPY B
KoopauHaTHUM npocTip cienu. [{o6 obepranHs Oy10 HABKOJIO UEHTPY IJIOIIHUHU,
a He LIEHTPY CLEHU, COYATKy IIEPEHOCUMO IUJIOLINHY B LIEHTP CLIEHH,
3aCTOCOBYEMO OOepTaHHSI HABKOJIO OC1 axis Ha KyT angle, a HOTIM MOBEPTAEMO Ha
MMOTICPCAHE TTOJIOKCHHS.

3aNHIIAIOCs PO3TISHYTH IO BiIOYBAETHCS MICISA TOTO, SIK KOPUCTYBAY
06paB OakaHe MOJI0KEHHS TIJIOIMHU 1 MMOBTOPHO HATUCHYB KHOIIKY JIJIs

3aBepIIeHH oreparliii. Ha 3aBepiraibHOMY eTani BUKJIMKAEThCS MeToa onExit:

void SplitOperator::onExit(View& view)

{

glm::mat4 transformation = mPlaneNode->getRelativeTransform();
view.getModel()->deleteNode(mPlaneNode);
mPlaneNode = nullptr;

3anmam’sToByeEMO TpaHchOopMaIlito sika OyJia 3acTOCOBaHa JI0 IUTOIIMHM 1

BHJIAJIIEMO TUIOLTUHY 31 CIIEHHU.

glm::vec3 origin = transformation * glm::vec4(0,0,0,1);
glm::vec3 normal = transformation * glm::vec4(0,0,1,0);

[I{o6 mapaMeTpu4HO ONMUCATH IJIOMIMHY HaM JOCTaTHBO 3HATH ii HOpMaJib Ta
TOYKY Ha Ii# ruionuHi. OCKUIbKU CIIOYATKY IUIONIMHA MPOXOIUia Yepe3 TOUKY
(0,0,0) 1 manma HOpMAask piBHy (0,0,1), TO TOMHOKHBIIH i KOOPAWHATH Ha
MaTpullo Tpanchopmaiiii, J13HAEMOCH /1€ 3HAXOAUTHCS TOUKA HA IUIONIUHI Ta

aKTyaJIbHUN HAPSIMOK HOpMaJI.

Splitter splitter(origin, normal);

CtBOproemo ex3eMIuLsIp kiacy Splitter, 3agatoun oMy mapaMeTpu TUIONIMHU.

for (auto& mesh : view.getModel()->GetMeshes())
for (size t faceIndex = ©; faceIndex < mesh.facesCount; faceIndex++)
splitter.processTriangle(mesh, faceIndex);
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I[JISI KOXHOT'O TPUKYTHUKY KOKHOT'O 06’€KTy Ha CI_IeHi BHUKINKA€EMO MCTO/

processTriangle. Ileit MmeTon aHamizye 3 AKOT CTOPOHH BiJ| IUIONIUHU 3HAXOAUTHCS

TPUKYTHHK Ta 30epirae Horo B BiIMOBITHOMY MacuBi 00’ ekTa splitter. SIkmo

TPUKYTHHUK NIEPETUHAETHCS IUIOIIMHOIO, TO BiH Oype po3pi3aHuil, a HOTo 4acTUHU

OyIyTh 10JaH1 y BiJMOBIIHI MACHBH.

auto& groupl = splitter.getTrianglesGropl();
auto& group2 = splitter.getTrianglesGrop2();

[Ticns 3aBepiieHHs aHAMI3y BCIX TPUKYTHHUKIB MM 3a0MpaeMo pe3ynbTat. B

3MIHHHMX groupl 3aIMcani TPUKYTHHUKHA 10 3HAXOJATHCA 3 Ti€l CTOPOHU IIJIOIIUHHA

KyJI¥ BKa3y€ HOpMaJib, a B group2 — 3 iHIIOi.

auto outFilePathl = AddToName(model->getName(), " partl");
auto outFilePath2 = AddToName(model->getName(), " part2");
CreateSplitWindow(groupl, outFilePathl, windowWidth, windowHeight);
CreateSplitWindow(group2, outFilePath2, windowWidth, windowHeight);

Po3pizanns Bi10yI10Ch, 3aMIITHUIOCH TUTBKH 3aIUCATH PE3yIbTaT B 2 (aiinm

Ta CTBOPUTH 2 HOBUX BiKHA IS BiIOOpakeHHS pe3ysbTary. Lle BimOyBaeThCs B

¢ynxkuii CreateSplitWindow.

void CreateSplitWindow(const std::vector<std::array<glm::vec3, 3>>& triangles, const
std::string& fileName, uint32_t width, uint32_t height)

{

HalfEdge halfEdgeDS;

for (auto& triangle : triangles) {
std::vector<halfEdgeElements: :VertexHandle> faceVertices;
faceVertices.push_back(halfEdgeDS.addUniqueVertex(triangle[0]))
faceVertices.push_back(halfEdgeDS.addUniqueVertex(triangle[1]))
faceVertices.push_back(halfEdgeDS.addUniqueVertex(triangle[2]))
halfEdgeDS.addFace(faceVertices);

3
3

3

}
halfEdgeDS.connectTwins();

CtBoproetbest HOBa cTpykTypa HalfEdge Ta 3ammoBHIOETHCS TPUKY THUKAMH.

Meton connectTwins 3aBepiiiae eran CTBOPEHHS CTPYKTYPHU, 3HAXOIUTh Ta

3araM'TOBYE 3B'SI3KH MK CYCITHIMH TPUKYTHHKAMH.

View* newView = Application::singleton->createView(width, height, halfEdgeDS);
SaveFileOperator sfop;
sfop.onKeyboardInput(newView, KeyCode::S, Action::Release, Modifier::Control);

CTBOPIOETHCSI HOBE BIKHO, @ MO/JIENb 30epiraeTbes B (hai.
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BUCHOBKHA

B pesynbrati po6otu 6yiio cToBpeHO iH(popMalliiiHe Ta MporpamMmHe
3a0e3MnedeHHs, 1110 MOKe CTBOPIOBAaTH OTBOPH B3d MOJeNAX IBOMA [UIAXaMHU:
3aB/ISIKM BUAAJICHHIO TPUKYTHHKIB 3 TOBEPXHI MOJiel abo po3pizaHHs MOJeni
MJIOLIMHOIO HA JIBI OJIOBUHHU.

3acTOCYHOK B3Mi€ 3aBaHTaXKyBaTH Ta 30epiratu (Haiyii HaUOmyJISPHIITAX
¢opmaris 3 3D monensimu — STL 1 COLLADA. Tndopmartiis mpo reoMeTpito
MOJIEITI MPEJICTABIICHO Y BUIJIS I TOJIITOHAIBOI CITKH, IIIO OIHCYE TTOBEPXHIO
MoOJIei K HaOip KOOpAWHAT BEPIIMH Ta TPUKYTHHKIB, 110 iX MOEIHYETh. 3a3BUYAM
TaKi MOJIeJIi MafOTh IITICHY ITOBEPXHIO, TOMY MOJIEI 3 OTBOPAMH JTyKE CKJIATHO
3HAWTU B IHTEPHETI, IO NIATBEPKY€E NOTPEOY B IHCTPYMEHTI JJIsi CTBOPEHHS
OTBOpIB B MOJIITOHAIBHUX MOJeJsIX. [IpoBeeHuii orms mokas3as. 110 JKOJEH 3
HassBHUX MPOAYKTIB HEe 3a0ec3nedye JOCSITHEHHS METH Y oBHOMY 00csi3i. CATIP
SK1 MOKYTbh CTBOPIOBATH OTBOPH B TPUKYTHIM citui - e Blender, 3ds Max,
PowerShape Ta Meshlab, ane kopucTyBaHHS JaHUMH TTPOTyKTaMH BIMarae

MEBHUX 3HaHb Ta HaBUUOK pobotu B CAIIP.

[ndopmarniiine Ta mporpamHe 3abe3nedeHHs, M0 OyJ0 PO3POOJICHOB XO/I1
poboTH, Mae MpOCTUH Ta 3pydHUil iHTepdeic s KOM(OPTHOrO Ta MIBHUIKOTO
CTBOPEHHS OTBOpPIB, CKOHIICHTPOBAHOTO Ha IHTEPAaKTUBHIA B3aemomii 3
KopucTyBaueM. byino po3poOieHo anropuTMH BHJAJIEHHS TPHUKYTHUKIB 3
MOJTITOHAJILHOT CITKHM Ta 3HAXOJKEHHS MOPYIICHHS ITICHOCTI MOBEPXHI MOJEII 3
BUKkopucTaHHsiM cTpyktypu HalfEdge. Po3pobieno anroputm pospizaHHs Mozeni
MJIONIMHOO 3 1HTEPAKTUBHOIO MAHIITYJISIIIEIO TMOJTO0KEHHSIM Ta HaXWJIOM TUIONIMHA

pO3pi3aHHs, KEPYBaHHS PEaKII€l0 Ha MO/1i MaHIMyJISTOPIB.
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