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BCTVII

CyuacHHUi CBIT CTPIMKO PO3BUBAETHCA Y HANIPSAMKY ITM(PpoBi3allii Ta Bi3yasi3alii
JaHUX, 110 3YMOBIIIOE MOCTIMHE 3pOCTaHHS MOMUTY Ha €()EeKTUBHI IHCTPYMEHTHU IS
pobotn 3 TpuBHMIpHOIO Tpadikor. 3D-BizyanmizaTopu € HEBIA'€MHOI YacCTHHOIO
0aratb0X Tay3ei, BiJl ApXITEKTypH Ta MPOMHUCIOBOTO IU3AaWHY N0 I1HXKEHEpIi,
KiHemarorpada Ta irpoBoi 1HAYCTpii, TO3BOJIAIOUM MPEJCTABUTH CKJIaJHI 00'€KTH Ta
171e1 y HaouH1d Ta iHTepakTuBHIN (opmi. OcoOnuBe 3HAUYCHHS BOHU HAOyBalOTh B
apXiTeKTypi, Je Bidyasi3allisl € KpUTUYHO BAXXKJIMBOIO JJI MPEACTaBICHHS MPOECKTIB,
OLIIHKK JU3aiiHy Ta B3a€MOIl 13 3aMOBHUKaMHU. AKTYaJbHICTh OOpaHOi TeMHU
oOyMOBJIEHa TMOCTIHHOI HEOOXIJHICTIO BJOCKOHAJIIEHHA Ta PO3POOKH THYYKHX
IpOrpaMHUX 3ac001B, 3AaTHUX €(EKTHUBHO BioOpaxaTu 3D-Mozeni apXiTEKTypHUX
o0'ekTiB. B yMoBax, koiM ICHYIOYl CHEIlaji30BaHI peAaKkTOpu abo Bi3yalli3aTopu
MOKYTh HE NIATPUMYBATH BCl NMOIMKpPEHI (hopmMaTh a0 MaTh 0OMEXEHHUIN (PYyHKIIOHAI
JIJIsL IPOCTOTO MEPETrysiy Ta JIEMOHCTpallii, po3po0Ka yHIBEpCaJbHOTO Bi3yasi3aTopa,
mo miaTpumye pizHomadiTHI ¢opmaru 3D-moneneit (DAE, FBX, OBJ), Bupimye
npo0ieMy CyMICHOCTI JaHUX Ta 3a0e3nedyye THYYKICTb Yy PpoOOTI 3 pPI3HUMHU
mxepenamu. lle m0o3Boisie He TUIBKM TEperisgaTH MOJENI, CTBOPEHI B PI3HUX
MpOrpaMHUX CEPelOBUINAX, ajie ¥ 3abe3neuye IHCTPYMEHT IS IIBUIKOTO Ta
e(EeKTUBHOIO MPECTABIEHHS apXITEKTYPHUX KOHIEMIIH.

Metow gociigxkeHHsi € po3poOka komruiekcHoro 3D-i3yamizaTopa
apXITeKTYpHUX MoJieJell 3 BUKOpHcTaHHsAM Oi0miorekn OpenGL Ta MoBu
nporpamyBaHHs C++, skuil 3a0e3meuye He Jumie €QEeKTUBHE 3aBAHTAXKEHHS Ta
BIIOOpaXEHHS TPUBUMIPHHX OO'€KTIB y moOmuUpeHnx Qopmarax, aje ¥ Hagae
KOPUCTYBau€Bl 1HTYITUBHO 3pO3YyMLJi 1HCTPYMEHTHU IJIsl IHTEPAKTUBHOTO OTJIAY Ta
JETAIbHOTO BUBYEHHsS Mojenei. Lle Bkitouae CTBOpEHHS MPOrpaMHOTO MPOAYKTY,
3IaTHOTO aJeKBAaTHO IHTEpHpeTyBaTH mgaHi 3 (QaitmiBe 3D-moneneil, KOPEKTHO
3aCTOCOBYBATH TEKCTYpHU Ta MaTepiaiu, a TaKoXK 3a0e3reuyBaTy IJIaBHE YIIPaBII1HHS
KaMepoIo JIsl BCEOIYHOTO Bi3yaJIbHOTO aHAII3Y.

I[J'IH JOCATHCHHA IIOCTAaBJICHOI METHU 6y.]]0 BU3HA4YCHO HaCTYHHi 3aBJaHHA



AOCTIIKECHHS

o IIpoBecTu aHami3 iICHyrOUMX CTaHAAPTIB Ta 010110TeK 17151 podoTH 3 3D-Tpa-
dikoro, o6rpynTyBaTu Bubip OpenGL Ta C++ sik OCHOBHUX IHCTPYMEHTIB PO3POOKH.

o Jlocmigutu 0COOMMBOCTI CTPYKTYpH Ta BMIcTy ¢aiiniB 3D-monenei
nonyisipaux popmartis (DAE, FBX, OBJ) nns 3a6e3neueHHs iX KOPEKTHOTO IMIIOPTY.

o Po3pobutu apxiTekTypy mporpaMHoro 3abesneueHns 3D-BisyanizaTopa, 1o
3a0e3mnedye MOTYJIbHICTh Ta MacIITa0OBaHICTb.

o PeanizyBatu ¢yHKIIOHAN 3aBaHTaXEHHS Ta BigoOpakeHHs 3D-moxeneit 3
HIATPUMKOIO TEKCTYpP Ta MaTepiaiB.

o ImMmemeHTyBaTH MEXaHI3MH IHTEPAKTUBHOTO YIIPABIIHHS KAMEPOIO MO OCAX
X, Y, Z, 103BOJISIOYH ICTATBHUHN OTJISI MOJENI 3 PI3HUX PaKypCiB.

o [IlpoBectn TecTyBaHHsA pPO3pOOJEHOTO Bi3yali3aTopa Ha MPHUKIAI
apXITEKTYPHUX MOJIEJEH NI MATBEPIXKEHHS HOTO Mpare3aTHOCTI Ta e(EeKTUBHOCTI.

o Buxonatu onTuMizaliiro Koy s 3a0€3ne4eHHs] BUCOKOT MPOAYKTHBHOCTI
Ta cTabUILHOCTI pOOOTH Bi3yajlizaTopa.

00'ekTOM J0CHITKEHHS BHCTYIAIOTh TEOPETHYHI Ta MPAKTUYHI AaCIEKTH
IPOLIECIB Bizyaui3allli TPUBUMIPHUX 00'€KTIB, a TAKOK METOAM Ta AITOPUTMHU OOPOOKH
Ta MpEeCTaBICHHS NMPOCTOpoBUX naHuX. e oxormoe npuHunu nodyaosu 3D-cueH,
B3a€EMOJIIi CBITJA Ta MaTepiajiB, a TAaKOX JAMHAMIKY B3a€EMOJIi 3 BIPTYaJbHUM
npoCcTOpoM. JIOCHIJIKEHHSI TaKOXK 30CEpe/KEHO Ha ajanTallii LUMUX MNPUHLMUIIB AJIs
apXITeKTYpHUX MOJIEJIeH, M0 XapaKTepU3yIOThbCA CHenupiYHUMUA BHMOTaMHU 0
TOYHOCTI, IeTali3allii Ta MacIITaOyBaHHS.

IIpeaMeTom pociaigaeHHs € 3ac00M Ta aNTOPUTMU IIporpaMHoi peanrizaiii 3D-
Bi3yallizaTopa apXIiTeKTYpHUX MOJEeH, BKIOYAlOYM BUOIp Ta 3aCTOCYBaHHS
nporpamaux intepdeiicis (API) mist rpadiku, po3poOky eHeKTUBHUX CTPYKTYP JaHUX
TSl 30epiraHas Ta 0OpOOKH MOJCIEH, a TaKOK METOJH ONTHMI3allii 3aBaHTaAXKCHHS,
B1JIOOpa)KEHHS Ta IHTEPAKTHBHOI B3a€MOIIi 3 TpUBUMIpHUMHU 00'ekTamu. OcobnuBa
yBara TPUIUIETBCS CHPOIICHHIO MPOLECY 3aBAaHTAKEHHS Ta TIPEICTaBICHHS
HECKJIQJHUX  apXITeKTYpHHX OO0'€KTiB, poOJIsSYM  Bi3yamizaTop AOCTYIHUM

THCTPYMEHTOM JJI IHIUPOKOTO KOJIa KOPUCTYBAUIB.
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PO3JLI 1
AHAJII3 TEXHOJIOT'TI TA ®OPMATIB JAHMX JJIS1 PO3POBKH
3D-BI3VAJII3ATOPA

1.1. 3aranabni npuauunu 3D-rpadiku Ta KOHBEEP PeHACPUHTY

TpuBumipHa rpadika € OJHIEI0 3 KIOUOBUX Taly3eil KOMITIOTEPHUX HAYK, IO
3aiIMa€ThCsl CTBOPEHHSIM, MAHIITYJISIE0 Ta BITOOPaXKEHHAM 00'€KTIB Y TPUBUMIPHOMY
npoctopi. OcHoBHa MeTa 3D-rpadiku mosisirae y cCUMYyJAIIl peaJibHOTO CBITY abo
CTBOPEHHI OBHICTIO BIPTYaJIbHUX CLIEH, SIK1 BUTJIAIAI0Th PEATICTUYHO JJIS JIFOACHKOTO
oka. lleil mpouec MoYMHAETBCS 3 MATEMAaTUYHOTO OMUCY OO'€KTIB Y BIPTyaJIbHOMY
IPOCTOPI Ta 3aKIHYYETHCS TXHIM BiZJ0OpaXKeHHSAM Ha JBOBMMipHOMY ekpani[10, ¢ 38].

dyHAaMEHTAILHUMU CKJIaJIOBUMH OY/Ib-s1K0i 3D-ClieHH €:

e Mogeni (Model): T'eomerpuune mpeacTtaBicHHS 00'€KTiB. 3a3BU4Yail
CKJIaJaroThes 3 BepinH (vertices), pedep (edges) Ta rpaneit (faces), saxi GpopmyroTh
ciTky (mesh). BepmmHu MICTSITh KOOpAMHATH Yy MPOCTOPl, a TaKOX JOJATKOBI
aTpuOyTH, Taki SK HopMaii (UIsi OCBITJIICHHS) Ta TEKCTYpPHI KOOpAWHATH (s
HaKJIaJIaHHS 300pakeHb ).

o Texkcrypu (Textures): JIBoBUMIpHI 300pa)keHHS, SIKI HaAKJIAIalOThCA Ha
noBepxHio 3D-Mopeneli 11 HanaHHs IM KOJIbOPY, AeTalli3allli Ta peasiCTUYHOCTI.

o Marepianu (Materials): OnucyroTb, Ik TOBEpXHs 00'€KTa B3aeMOIE 3i
cBiTIoM. BoHn Bu3HauawTh KoJip (Audy3HUN, CTIEKYISIpHUA, eMOIEHTHUI), OJIMCK,
MPO30PICTh Ta 1HIII BIIACTUBOCTI.

o Ocgitnenns (Lighting): JI>xepena cBiTia, MO IMITYIOTh OCBITJICHHS CIICHH.
Pi3ui Tumm mxepen (TOYKOBI, CHPSIMOBAHI, MPOKEKTOPH) BIUIMBAIOThH HA BUTJISI
00'€KTIB, CTBOPIOIOYH TiH1 Ta BIOIUCKH.

o Kamepa (Camera): Buznauae Touky 30py, 3 SKOi CIleHa BigoOpaKaeThCs.
[TapameTpu kamepu BKITIOYAIOTH i1 MOJI0KEHHS, HATPSIMOK TOTIIsiAy, KyT orysiay (field
of view) Ta momuHu BijcikanHs (clipping planes).

[Iporec mepeTBOpEeHHs TPUBUMIPHOT CIIEHU Ha IBOBUMIipHE 300pakKeHHS Ha3H-
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BA€ThCSl PEHAECPUHIOM. BiH BUKOHY€THCS uepe3 IMOCHIJOBHICTh €TamiB, BIIOMY SIK
KOHBeep peHjepuHry (rendering pipeline). Lleit koHBeep MOKe BIIPI3HATHCS 3aJIEKHO
BiJl KOHKpeTHOro rpadgiyHoro API (manpukinan, OpenGL, DirectX, Vulkan), ane iforo
OCHOBHI (pa3u 3aJIUIIAIOTHCS HE3MIHHUMH:

1. ®opmyBanus reometpii (Geometry Processing): Ha mpomy erami
BiI0OYBa€ThCS MIATOTOBKA JaHUX BEPIIMH. BKitouae Taki onepaiii:

o IleperBopenns BepmmH (Vertex Transformation): Bepmuau wmogeni,
CIIOYATKY 3aJ[aH1 B JJOKAJIbHIN CHCTEMI KOOPJUHAT 00'€KTa, IEPETBOPIOIOTHCS Y CBITOBI
KOOpAMHATH (716 BOHU PO3TaIllOBaHI B CIIEH1), TOTIM Y BUAOBI KOOPJAUHATHU (BIJHOCHO
KaMepH) 1, HapeIlTi, y MPOEKIIHI KOOPAUHATH (Ji¢ BUBHAYAETHCS iXHE MOJOKEHHS Ha
"mnockocTu" mepen mpoekiliero). lle BUKOHyeTbcS 3a JOMOMOIOK MAaTPUYHHUX
nepeTBOpeHb (MOJEILHO1, BUJIOBOI Ta MPOEKIIHOT MAaTPHIIb).

o Oo6uncnenns ocpitiienns (Lighting Calculations): Jl1s K03kHO1 BepIiIiHU 200
nikcens (3aJeXHO BIJI MOJENl OCBITIIEHHS) pPO3PaxOBY€TbCA BIUIMB CBITIA Ha ii
MIOBEPXHIO 3 ypaxyBaHHIM HOpMaJIe Ta BjIacTUBOCTeH Martepianis[17, ¢ 74].

o Bincikanus (Clipping): Bupanenns reomertpii, sika 3HaXOAUTHCS TO0O3a
MeXaMu BUAMMOI oOnacTi (PpycTyma Kamepu), 00 YHUKHYTH HEMOTPIOHHX
OO0YHCIIEHb.

2. Pacrepuzanis (Rasterization): IlepeTBopeHHS TPUBHUMIPHUX MTPHUMITHBIB
(TPUKYTHUKIB, JIIHIA, TOYOK), SKI NpOWILIM eTan (QOpMyBaHHS T€OMETpli, Ha
dbparmenTu (kaHaUIaTH Ha TiKceni). Ha oMy eTarti Takox BiI0OyBa€ThCS:

o Intepnomsmis (Interpolation): ATpuOyTu BepmmH (KOJip, TEKCTYpHI
KOOPJIMHATH, HOPMaJIi) IHTEPIIOTIOIOTHCS JIJIs1 KOXKHOTO (hparMeHTa.

o TecryBanns pparmentiB (Fragment Testing): dparmeHTH NpoxXoAsATh Pi3HI
TecTu (TIMOMHHUI TecT, TecT Tpadapera, TECT MPO30pOCTi), 00 BU3ZHAUUTH, YU
MOBUHHI BOHU OYTH BiJOOpa)keH1 Ha €KpaHi.

3. Onmepauii Haa ¢pparmentamu (Fragment Operations / Pixel Processing): Lle
3aKJIIOYHHMM eTamn, Ha SKOMY (parMeHTH TEepPeTBOPIOIOTHCS Ha KIHIIEBI ITIKCENl
300paKCHHS:

o Haknamanus tekcryp (Texturing): 3acTtocyBaHHS TEKCTYp 10 (pparMeHTiB,
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110 HAJIA€ TIOBEPXHI JeTaJICH.

o @IiHaIBbHI OOYMCIICHHS OCBITJIICHHS/KOJBOPY: MOXIUBE J0JIaTKOBE
OCBITJICHHS Ha PIBHI IIKCEJIIB.

o 3wmimryBanss (Blending): Kom6inyBaHHS KOJIBOPY MOTOYHOTO (pparMeHTa 3
KOJIbOPOM ITKCEJIsA, 0 BXKE 3HAXOIUThCS Y Oydepl Kaapy (BUKOPUCTOBYETHCS JIS
PO30pUX 00'EKTIB).

o 3ammc y 6ydep kaapy (Framebuffer Writes): Kinmesuit komip ¢pparmenTa
3amuCy€eThes y Oydep Kaapy, sKui MoTiM BijoOpakaeThCs Ha eKpaHi.

Po3yMiHHS 1uX NOpUHLMMOIB Ta (QPYHKIIOHYBaHHS KOHBEEPA PEHIAEPHUHIY €
KPUTUYHO BaXJIMBUM ISl po3poOku edektuBHOro 3D-Bizyasizatopa, OCKUIbKU 1€
JO3BOJISIE  ONTUMI3YyBaTH OOpOOKYy JaHuUX Ta e()EeKTUBHO BUKOPUCTOBYBATH

MO>KJIMBOCTI TPpa(IyHOro MpoIecopa.

1.2.  Orasa Tta Bubip rpagiunoro API: OpenGL

Jlist mporpaMHoi peanizariii 3D-Bizyanizaropa He0OXiaHUI BUOIp BiIMOBITHOTO
rpadiunoro nporpamuoro iHrepdeiicy (API — Application Programming Interface),
AKUA ~ 3a0e3mledye  B3aEMOJIII0  MPOTpaMHOro  3a0e3MeueHHs 3 anapaTHUM
3a0e3nedeHHsM Bimeokaptu. ['padiuanii API € Habopom dyHKIIIH, 1110 TO3BOISIOTH
nporpamicty kepyBaTu rpadiuauM npouecopoM (GPU) nns BUKOHaHHA omepariid
pPEHACPUHTY, TaKHMX SK MAaJIOBaHHS TPHUMITHBIB, VYIOPABTIHHSI TEKCTYpPaMH,
HaJIAIITYBaHHS OCBITJICHHS Ta 00poOKa IenepiB.

Cepen Haitou1b ommpenux rpadiuaux APl BapTo BUIITUTH:

o  OpenGL (Open Graphics Library): Mixmnatdopmenuii, 6araromoBuuii API
st peraepunry 2D ta 3D rpadiku. IctopudyHO € OmHMM 3 HalcTapimux 1
HalnonysipHimux API, 1110 akTUBHO pO3BUBAETHCS.

o DirectX: Kommiekt API Big Microsoft, mo Bkmtouae Direct3D mus 3D-
rpadiku. [Tpuznauenuit Bukimouno s mnatdpopmu Windows ta Xbox.

o Vulkan: Cyuacnuii, HuzskopiBHeBuid API Big Khronos Group (po3poOnuku

OpenGL), mo 3a6e3nedye npsiMuii KOHTPOJIh HAJl allapaTHUM 3a0€3TMeUCHHSIM, Ha1af0-
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Y1 BUCOKY IPOAYKTUBHICTh TA THYUYKICTb.

o Metal: HusskopiBueBuit API Big Apple, po3pobnenuii mist 10S, macOS,
tvOS ta watchOS.

Jist po3pobkm  3D-Bizyamizatopa apXiTEeKTypHHUX Mojeie Oyino oOpaHo
OpenGL. Ileit BuGip 0OyMOBIEHHUI pPsIOM KIIOYOBHX TMepeBar, ki poOJsTh HOro
ONTUMATBHUM PIIIEHHAM JUISI JAHOTO MPOEKTY:

1. Kpocmnardopmennicts: OpenGL € kpocmnaTdopMeHHUM CTaHAAPTOM, IO
JTIO3BOJISE 3aITyCKAaTH pO3po0sIeHEe MporpaMHe 3a0e3NeueHHsT Ha PI3HUX OIepaIliiiHux
cucremax (Windows, Linux, macOS) 6e3 3HauHux 3MiH y koji. lle 3a0e3neuye
HIMPOKY JOCTYIHICTh Bi3yali3aTopa.

2. TI'myukictb Ta koHTposib: OpenGL Hamae po3poOHHMKY BHCOKHI PIBEHb
KOHTpOIO0 Haja rpadiuHuM KoHBeepoM. lle no3Bosisie peanizyBaTu crerugivHi
AJITOPUTMH PEHJEPUHTY, ONTUMI3yBaTH pOOOTY 3 MOJIEISIMH Ta TEKCTYpaMH, a TAKOXK
TOYHO HAJAIITYBaTH BI3yalli3allil0 BIAMOBIIHO A0 MOTPEO apXITEKTYPHUX MPOEKTIB.

3. IHwupoka miarpumka Tta cnitbHoTa: OpenGL Mae BenuuesHy Ta akKTUBHY
CHUIBHOTY PO3POOHMKIB, BEIMKY KUIBKICTh HAaBUYAJIBHUX MarepiajiB, 010J10TEeK Ta
iHCTpyMeHTIB. lle 3HayHO chopolrye mnpouec po3poOKM Ta MOLIYK pIllleHb s
BUHHUKAIOYUX MPOOIIEM.

4. MoxnusicTs pobotu 3 meiaepamu: CyuacHi Bepcii OpenGL (Core Profile)
noBHiCTIO Oa3ytoTbesi Ha mmelaepax (GLSL — OpenGL Shading Language), mio
J03BOJIsIE TIporpaMyBath rpadiunuii koHBeep 6e3nocepenubo Ha GPU. Lle BinkpuBae
HIMPOKI  MOXJIMBOCTI JIIi CTBOPEHHS PEATICTUYHOTO OCBITJIEHHS, CKJIQJHUX
MaTtepianiB, TIHEH Ta 1HIIMX BI3yalbHUX €(EKTIB, IO € KPUTUYHO BAKIWBHUM IS
SKICHOT IEMOHCTpAIIil apXITEeKTYPHUX MOJIEICH.

5. JloctatHd MpOAYKTUBHICTH: /[ 3aBAaHb 1HTEPAKTUBHOIO BiAOOpaKeHHS
apxITEKTypHUX MOJENeH, Kl 3a3BHUail MalOTh MOMIPHY CKJIAQJHICTbh Y MOPIBHIHHI 3
IrpOBUMH clieHaMH, npoayKTuBHOCTI OpenGL 6unbin HiXK qocTaTHRO. BiH 103BOIIsAE
e(EeKTUBHO BHKOPHUCTOBYBAaTH amapaTHi MOXJIMBOCTI BIACOKapTU ISl IJIABHOTO
PEHIEPHUHTY.

6. Imrerpamis 3 C++: OpenGL BigMiHHO IHTErpY€ETHCS 3 MOBOIO MpOrpamy-
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BaHHs1 C++, 1110 103BOJIsIE CTBOPIOBATH BUCOKOIPOAYKTHBHI Ta ONITUMI30BaH1 10AATKH.
KomOinariis 1mux TeXHOJOTiM 3abe3neuye MakcUMalabHy €(PEeKTHBHICTh Ta KOHTPOJIb
HaJ] CUICTEMHUMHU peCypcamu.

Ha Bigminy Big DirectX, sikmii € mponpietapuum API Microsoft, OpenGL €
BIIKDUTUM CTAHJAPTOM, IO POOWUTH MOro NPUBAOIMBUM IS MPOCKTIB, SKI HE
npuB'si3ani 10 ofHiel matdgopmu. Xoua Vulkan npomnonye 1ie O61IbIIHI KOHTPOJIb Ta
MOTEHIIHHO BHILY MPOJYKTUBHICTh, MOTO BHUBYEHHS Ta IMIUIEMEHTAlis € 3HAYHO
CKIAIHIIINMHU, 1110 MOXE OYTH HaJIMIPHUM JJIsl LJIeH JaHO1 JUIUIOMHOI pOOOTH, /i€
piOpUTETOM € OajmaHC M1k (QYHKLIOHATIBHICTIO, TPOYKTUBHICTIO Ta PEAICTUYHICTIO
JUISL apXITEKTYPHUX MOJIEIIEH.

Takum uynnoMm, Bubip OpenGL sik ocHoBHOrO Tpadiunoro API nnst po3poOku
3D-Bigyamizatopa apxXiTEeKTypHHUX MOJeleld € OOIPyHTOBaHHM pIIIEHHSM, IO
JI03BOJISIE€ JOCATTH MOCTABJICHOI METH, MOEAHYIOUH THYUKICTh, KPOCIUIAT(POPMEHHICTD

Ta JOCTATHIO MPOAYKTUBHICTH[ 11, ¢ 35].

1.3. Amnaxi3 ¢popmaris 3D-moneneii: DAE, FBX, OBJ

EdextuBna poborta 3D-Bizyamizatopa 3HAYHOIO MIpOIO 3aJICKUTh BIJ HOTO
3JaTHOCTI KOPEKTHO IHTEPIPETYBATH Ta 3aBAHTAXKyBAaTH TPUBHUMIPHI MOJENI, WLIO
CTBOPIOIOTBCSI B PI3HOMAHITHUX MporpamMHux mnakerax. Jlnsg 3abe3neueHHs
YHIBEPCAIBHOCTI Ta THYYKOCTI, PO3pOOJEHUN Bi3yanizaTop MIATPUMYE IMIIOPT
MozieJield y TpbOX HaMOUIbII MOIIMpPEHUX Ta B3aeMo3zaMmiHHUX (opmartax: Collada
(DAE), FBX ta Wavefront OBJ. Koxen 3 mux ¢dopmaTiB Mae cBOi 0COOJIMBOCTI,
IepeBaru Ta HEJIOIIKH.

1.3.1. ®opmat Collada (DAE)

Collada (COLLADborative Design Activity) — e ¢hopmat daitnis ooMiny 3D-
aktuBaMu, po3poosienuit Khronos Group. Bin BukopuctoBye XML-cxeMy ju1st onucy
3D-moneneit, mo poOUTh HOTO YWTAOETBLHUM ISl JIIOAWHU Ta JI03BOJISIE JIETKO

IHTErpyBaTH B Pi3HI CUCTEMH.
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o Crpykrypa: DAE-daiin € iepapxiuaum gokymeHntoMm XML, skuii mMoxe
MICTUTH JeTalbHy 1HGOpMAII0 TPO TeoMEeTpilo (BEPIIMHH, HOpPMaJll, TEKCTYpHI
KOOpJAMHATH, TaHTeHCH, OITaHTCHCH), aHIMaIlilo, (Pi3UKy, MaTepiaau, OCBITJICHHS,
KaMmepu Ta Oarato iHmoro. BiH miaTpuMye CKIamHi CIICHH 3 BEIUKOIO KUIBKICTIO
B32€MOIIOB'SI3aHUX €JIEMEHTIB.

o Ilepemaru:

o Bigkputuii crannmapt: byayunm Binkputum crangaptoMm, Collada we
3aJICKUTh B1J KOHKPETHOrO MPOrpaMHOro 3abe3rneueHHs: abo KOMIIaHii, o CIpHsE
HOro MHUPOKOMY MOLIUPEHHIO Ta MIATPUMIIL.

o Hacuuenicte panumu: 3paTHUl 30epiraTé MIMPOKUM CIEKTP JIaHUX,
BKJIIOYAIOYM CKJIQJHI1 i€papxii, aHiMmalito, meuaepu Ta (i3udyHi BIACTUBOCTI, IO
poOUTh HOro 11€aJbHUM I OOMIHY CKJIAQJHUMHU CIEHaMud MK pizHUMH 3D-
penaKTopamu.

o YwurabenbHicTh: XML-cTpykTypa [03BOJISIE JIETKO TMEpErjsjgaTd Ta
penaryBatu (aiis BpyuHy (Xo4a 1€ PIAKO MPAKTUKYETHCS JIs1 CKIIATHUX MOJIETICH ).

o IligTpuMmka TaHreHCiB Ta OiTaHreHCiB: Jly)ke BaxMBa MJiE KOPEKTHOTO
BIIOOpaKEHHS HOPMaJIbHUX KapT (normal maps), MO NIABUILYE pPEaTICTUYHICTD
Bi3yalizarlii.

o Henomxku:

o Posmip daitmy: XML-popmaT Moke NPU3BOJUTH JI0 BEIUKUX PO3MIPIB
daiiniB MopiBHSAHO 3 O1HAPHUMH (opMaTaMu, OCOOTMBO JIJIsl CKIIATHUX MOJIEIICH.

o Cknannicts napcunry: Po30ip ta o6pobka XML-cTpykTypu Moxke OyTH
CKJIQIHINIO Ta TMOBUIBHINIOK TMOPIBHSIHO 3 OLIbII MpocTHMH abo OiHaApHUMU
dbopmaramu.

o BapiatuBHicTs peamizamiii: Yepe3 rHydYKiCTh CTaHIAPTY, Pi3HI IPOrpaMH
MOXyTh TeHepyBatn DAE-daitnn 3 meBHUMH BapiamisiMd, IO 1HOJAI CTBOPIOE
TPYJIHOIIIl MPHU IMIIOPTI.

o 3nauenHs 1y Bizyanizaropa: Collada € BigMiHHUM BHOOPOM JJisi apXiTEK-
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TYpHUX MO/JIEJIeH, OCKIJIBKU BiH J03BOJIsi€ 30€piraTtu MoBHUI Hadip JaHUX, BKIIOYAI0UN
iepapxii 00'€KTiB, JETAJIbHY T'€OMETPIIO0 Ta CKJIQJHI MaTepiaiu, IO € TUIIOBUM IS
apXITEKTYPHUX MPOECKTIB.

1.3.2. ®opmar FBX

FBX (Filmbox) — e nponpierapuuii hopMat daiiiiB, po3poOIeH I KOMIAHIEO
Autodesk, 1m0 MHPOKO BUKOPUCTOBYETHCA sl 0OMiHY 3D-maHUMU MK PI3HUMH
nporpamMHuMu Tipoayktamu Autodesk (takumu sk 3ds Max, Maya, AutoCAD) Tta
iHmmmu 3D-nogatkamu. FBX € onmHum 3 HalmomymnsipHimmx (opmaTiB y raiysi
IrpoBO1 pO3pOOKH Ta Bizyani3alii.

o Crpykrypa: FBX moxe 36epiratucst sk y OinapHomy, Ttak 1 B ASCII-
dbopmari. binapuuii popmat € O61JIbIII KOMIAKTHUM Ta MIBUAIIUM JIsl YUTAHHS/3aITUCY.
FBX niarpumye Mozeini, aHiMalliio, Mareplaid, TEKCTypH, KaMepH, OCBITJIECHHS Ta
CKEJIETH.

o Ilepemaru:

o Iupoka minrpumka: I[lpaktuuno Bci Benuki 3D-pemaktopu Ta 1rpoBi
nBuryHu miarpumyiote FBX, mo poOutek ioro ae-¢akto craHgapToM st OOMIHY
JaHUMU y TpodeciiHIi 1HTYCTPii.

o KomrmnekcHicTh gaHuX: 3maTHUN 30epiratu ayke Oaratuii HaOlp NaHUX,
BKJIIOUYAIOYM CKJIaJIHI aHiMalli, Mopdinr, aedopmailii Ta KIHEMAaTHKYy, 10 YacTO €
HEBIJI'€EMHOI0 YAaCTUHOIO apXITEeKTypHUX Bi3yaimi3aliid (Hanmpukiad, BIAKPUBaHHS
nBepel, pyx miTiB).

o OnTtumizoBaHuil ayia nOpoAyKTUBHOCTI: binapumii ¢opmar FBX €
KOMITAaKTHUM Ta €(PEKTUBHHUM JIJIsI IIIBUKOTO 3aBaHTAKCHHS.

o Henomixku:

o Ilpompierapnicts: Bbynyun npomnpietapaum (opmaTtom Autodesk, ioro
MIJITPUMKA Ta PO3BUTOK ITOBHICTIO 3aJI€KaTh B OAHI€T KOMIIaHi1, 110 MOKE CTAHOBUTH
PHU3HKHU Y TOBrOCTPOKOBIN MEPCIEKTHUBI.

o Cxnaguicth imMruieMenTarii: CkiagHicTh crnernudikaiii ¢popmaTty Ta HEO0O-
xigHicts BukopuctanHs SDK Big Autodesk (abo cToponHix 6161i0TeK, sk Assimp)

poOIIATh NpsiMy peadizaiiito napcepa FBX gocuts ckianHoro.
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o MoxuBi npobiemu cymicHocTi: He3Bakarounm Ha IIUPOKY MHIATPUMKY,
1HO/I MOKYTh BUHMKATH HEBEJIUKI BIAMIHHOCTI y 1HTEpHpETaIlli JaHUX MK PI3HUMHU
BEPCISIMU MMPOTPAMHOTO 3a0€3MEUEHHS.

o 3naueHHs g Bizyamizaropa: FBX € HesamiHHMM mia iHTErparii 3
npodeciiHuMU apXiTeKTypHUMHU Ta IU3aHHEPCHKUMHU MaKkeTaMu, TakuMHU sk 3ds Max
Ta Revit, OCKIJIbKM BiH 3a0e3Meuye MaKCUMaJIbHY 30€pekKEeHICTh JaHUX, BKIIOYAIOUH
CKJIaJHI MaTepiald Ta MOTEHLIMHO aHiMarllii, o0 MOXYTh OyTH BHUKOPHUCTaHI B
MOJAJIBIINX PO3UIUPEHHSIX Bi3yallizaTopa.

1.3.3. ®opmaTt Wavefront OBJ

Wavefront OBJ — 11e npocTwuii, ajie HaJ3BUYaiHO MOIMUPEHUH Gopmar ¢aitiis,
MpU3HAaYEHUN sl OOMIHY TpUBUMIpHOIO Teometpiero. Lleit ¢popmar OyB croudatky
po3pobnenuii komnaniero Wavefront Technologies s iXHbOT TpOrpamMHOi CUCTEMH
Advanced Visualizer, mpote 3rojoM HaOyB CTaTyCy YHIBEPCAJIBHOTO CTAaHIAPTY JJIS
oominy 3D-monensamu [12, c. 15].

o Crpykrypa: OBJ-¢aiin € TekcroBuM (opmaToM, IO OMUCYE TEOMETPII0
(BepmIMHU, TEKCTYpHI KOOpPAMHATH, HOpMaji, TpaHi) 3a JOTOMOTOK MPOCTOTO
cuHTakcucy. Marepianu nst OBJ-moeneit 3a3Buuail OonucyroThesi y okpemomy daiti
.mtl (Material Template Library), Ha sxwuit nocunaerscs OBJ-daiin.

o Ilepearu:

o IlpocrtoTa: 3aBIsKM CBOili TEKCTOBIM CTPYKTYpl Ta MPOCTOMY CHUHTAKCHUCY,
OBJ-daiinu nerko YuTarThCs, MapCAThCS Ta HaBITh pearyroThes BpyuHy. Lle pooutsb
HOT0 i1eaTbHAM JUTSI IOYaTKOBOTO €TaITy pO3pOOKH Ta MIBHIKOTO TECTYBaHHSI.

o YuiBepcanbHIicTh: [linTpumMyethcs maibke Bcima 3D-pemakropamu Ta mpo-
rpamamu s podotu 3 3D-rpadikoro, mo poOuth Horo HamiiHUM (HOPMATOM IS
0a30BOro 0OMiHY MOJIETISIMU.

o Mammii po3mip dainy: Jlns mpoctux moxaeneit po3Mmip (daitiry Moxe OyTu
JIOCUThH HEBEIMKHUM.

o Henomxku:

o OOmexenicts ganux: OBJ miaTpuMye Inuie CTaTUYHY TEOMETPIIO,

TEKCTYpH1 KoOpAuHATH Ta HopMmaii. BiH He 30epirae iHdopmalio mpo aHiMallio,
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CKEJIeTH, OCBITJICHHS, KaMepH 4d CKJIaAHi iepapxii 00'ekriB. Lle poOuTh Horo mMeHin
NPUAATHUM JIJISI CKIIQAHUX CLIEH.

o Oxpemi ¢aiinu marepianiB: HeoOXiqHICTh BUKOPUCTaHHS OKpeMoro ¢aiiy
.mtl ans  maTepiamiB  MOXK€ YCKJIATHUTH YOPABIIHHA pPECypcaMH, SKIIO He
JOTPUMYBATHCS TPABUIILHOIT OpraHi3aiii ¢amnsis.

o BincyrHicTs TanTeHciB/OiTanTeHCIB: OBJ-(haiin He MicTUTh iHGOpMAIIT PO
TAHTEHCH Ta OITAHTEHCH, SIK1 € KPUTUYHO BAXKJIMBUMU JJII KOPEKTHOTO B1IOOPaKCHHS
HOPMaJbHHUX KapT. IX J0BOAUTHLCS 0OUMCIIIOBATH IIPOrPAMHO I1iJl Yac 3aBaHTAKEHHS.

o 3nHaueHHs ais Bizyamizatopa: OBJ € BaximBuM popMaToM Juisl HIATPUMKH,
OCKUJIbKM BiH 3a0e3meuye CyMICHICTh 3 IMUPOKUM CIEKTpOM Jpkepen mpoctux 3D-
Mopeneii. Mloro mpocrtota poOUTH HOTO 3pydHHM IS IIBHAKOTO iMIIOPTY 0a30BHX
apXITEKTYpHUX €JIEMEHTIB Ta MEPEBIPKH (PYHKIIOHAITY Bi3yasizaropa.

[Tintpumka mux Tprox QopmariB — DAE, FBX, ta OBJ — no3Bomsie 3D-
BI3yaJli3aTOpy 3a0€3MEeUNTH BUCOKHI pPIBEHb CYMICHOCTI 3 pI3HUMHU JpKepenamu 3D-
MOJIeJIeH, B/l MPOCTUX O0'€KTIB J0 CKIAJHUX apXITEKTYPHUX CIICH 3 JETaT130BaHUMU
MaTepiajaMH, L0 € KJIIYOBUM MJisi JOCATHEHHSI IMOCTAaBJICHOT METH JUIUIOMHOI

po0oTH.

1.4. Orasp 6i6aioTek niaa imnopty 3D-mopedeii: Assimp

3aBaHTaKE€HHS TPUBHUMIPHUX MOJENEH y MIporpamy € KPUTHYHO BaKJIMBUM
eTaroM y po3pooiii O0yab-skoro 3D-Bi3yamizaropa. lle Bkitoyae He JMIle YUTAHHS
reoMeTpii (BepIIMH, 1HAEKCIB, HOpMaJei, TEKCTYpHUX KOOPAMHAT), ajne i oOpoOKy
1H(DopMarrii mpo mMarepianu, TEKCTypH, aHIMAIIIO (SKIIO €), iEpapXiro 00'€KTIB Ta 1HIII
MeTaJaHi, o MicTAThcs y (daiinax 3D-moneneit[20, ¢ 218]. Pyuna peanizaiist napcepis
JUTSl KOKHOTO (popMaty € BKpaldl TPYAOMICTKOIO Ta CKJIATHOIO 3a7a4€l0, OCKUIBKH
KOKeH (opMaT Mae CBOIO YHIKalbHY CTPYKTypy Ta cneuudikamito. Tomy, ans
epekTuBHOI poOOTM 3  MHOXKMHHMMH  (opmatamu  3D-nmaHux, 3a3BUYaAi
BUKOPHCTOBYIOThCS CIIellia-

J130BaH1 010JII0TEKH.
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Cepen HalOLIBII BIJOMHX Ta HIMPOKO BHUKOPHUCTOBYBAHUX O10710TEK AJIs
iMropty 3D-Moeneit Mo)KHa BUIUIUTH:

o Open Asset Import Library (Assimp): Lle Biakputa (BSD-ninensis)
010ioTeka, MpU3HAvYeHa Ui IMIOPTY pizHUX (opmartiB 3D-moneneit y mporpamy.
Bona nHanae yHidikoBaHui iHTepdelc s TOCTYMy 10 AaHUX, HE3aJICKHO BiJ
BUX1THOTO hopMary daimy.

o TinyGLTF: bi6mioreka ansa 3aBanTaxeHHs mozenei y ¢opmati gITF (GL
Transmission Format), sikuii ctae Bce OUIBIIT TOMYJIIPHAM, OCOOJUBO B KOHTEKCTI BEO-
BI3yasizarii.

o FBX SDK: Odimiitauit SDK Bix Autodesk mns pobotu 3 dopmatom FBX.
Hanae moBHuii xoHTpodbs Haj nanumu FBX, ane € mpompierapHuM 1 Moxke OyTH
CKJIQJIHIIIIUM Y BUKOPUCTAHHI JIJIsi TPOCTUX 3aB/IaHb.

o Custom parsers: BmacHuil koa ajis MapCUHTY KOHKpETHOro ¢opmary.
3a3Buuail BUKOPUCTOBYETHCS TUIBKHU IS AyXK€ CHEUU(PIYHMX 3aBAaHb ad0 SKIIO
dbopmatu BKpait mpocTi.

st peamizanii 3D-BizyanizaTopa apXiTeKTypHUX Mojenei 0yno oopano Open
Asset Import Library (Assimp). L{eit BuOip € 00IpyHTOBaHUM 3 KUIBKOX MPUYMH:

1. Hlupoka miarpumka GopmatiB: Assimp miaTpumye monHan 40 pizHUX
dbopmartis 3D-moxeneit, Bkimovatoun DAE (Collada), FBX, OBJ, gITF, 3DS, DXF Tta
Oarato iHmuUx. [le 3a0e3nedye BUCOKY THYUKICTh 1 YHIBEPCAJBHICTh BI3yalli3aTopa,
JTO3BOJISIIOYN HOMY TPAIlOBaTH 3 MOJCIISIMH, CTBOPEHUMHU B pi3HUX 3D-pemakropax.
[le KpUTUYHO BaXXJIWBO JJIs1 LUJIEHM JaHOI pOOOTH, OCKUIBKH JO3BOJIIE OE3IIOBHO
IHTErpyBaTU MOJIEII 3 PI3HUX JIKEPEIL.

2. VYwuidikoBanuii intepderic: HeszanexHo Bia BuxigHoro dopmary, Assimp
MpEJCTaBIIsA€ IMIIOPTOBAHI JaHl y BUIJISI CTaHIAPTHU30BaHOI CTPYKTYpH (CIICHA,
BY3JIM, MeIIl, MaTepiayiv, TEeKCTypH, aHimarii). Ile 3Ha4uHO cmporrye po3poOKy,
OCKUJIbKHM MPOTPaMICTy HE MOTPIOHO MUCATH OKPEMUU KOJA Il 0OpOOKM KOKHOTO
dbopmary; TOCTaTHRO HAMMCATH E€IWHHWHA Tapcep JJIs BHYTPIIIHBOTO TPEICTABICHHS

Assimp[13, c 20].
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3. ABToMarhyHa mOCTOOpOOKa: Assimp HaJae TMOTYXHI MOXIJIHUBOCTI
nocTOOpOOKH iMIIOPTOBAaHMX CIICH, IO JJO3BOJISIE aBTOMATH3YBAaTH IiATOTOBKY
MoJeNield 10 PEHACPUHTYy Ta 3HA4YHO CIPOCTUTH POOOTY po3poOHHKa. OCHOBHI
mparnopu mocToOpoOKH, BUKOPUCTaHI B AaHii poOOTi, Ta IXHE MpU3HAYCHHS HABEICHI

B Ta0Omum 1.1.

Tabmms 1.1
IIpanopu nocTo6podoku Assimp Ta iX npu3HaAYeHHS
IIpanop nmocrodpodku (aiProcess ) [Ipu3znavyenus
Triangulate [lepeTBOproe BCi MOJITOHM Ha TPUKYTHUKH, IO €

000B'13k0BUM 11 peHaepuHry B OpenGL Ta iHmmx

API.

GenNormals I'enepye abo mepeoOUMCIIOE HOpMAl Ui BEpIIHH,
SKIIO BOHM BIACYTHI Yy BHXigHOMY ¢aini abo

HEKOPEKTHI.

FlipUVs [lepeBeprae koopauHatu TeKcTyp mo oci Y. Yacto
HEoOX1THO Yepe3 BIIMIHHOCTI Y CHCTEMaxX KOOpIUHAT

TEeKCTyp Mixk pi3HMMH 3D-penaktopamu Ta OpenGL.

JoinldenticalVertices OO0'emHye 1IEHTUYHI BEPIIMHH, 110 MAKOTh OJHAKOBI
MO3MIi{, HOpMaJi, TEKCTYpHI KOOPJIMHATH TOIIO, JJIs

3MEHILIEHHS KIJTbKOCTI BEPIINH Ta OMTHUMI3aIli.

OptimizeMeshes Hamaraetbcss onTuMi3yBaTd Melni Ui Kpamiol
MPOAYKTUBHOCTI ~ PEHAEPUHTY  (HampuKiIaa, 3a

paxyHOK 00'eTHaHHS JPIOHUX MEIIiB).

CalcTangentSpace OO0unciIoE BEKTOPU TAHTEHCIB Ta OITAHTEHCIB IS
KoxHOI BepiinHU. Lli JaHl € KPpUTUYHO Ba)JIMBUMHU
JUIE  KOPEKTHOTO 3acCTOCYBaHHS KapT HOpMaeil

(normal mapping).

LimitBoneWeights OOMexye KUTBKICTh KiCTOK, IO BIUTHBAIOTh HA OJHY

BepmnHy. KopucHo misg aniMarii.
y

ValidateDataStructure Bukonye nepeBipKy BHYTPIIIHBOI IUTICHOCTI AaHUX,
iMITopTOoBaHMX Assimp, IO JOmoMarae BHSBHTH

npobyemMu y ¢aitini Moeni.
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4. Tlpocrota iHTerpamii Ta Bukopuctanusa: Assimp € C++ 6i101i0TeKor0, 1110
JIeTKO iHTerpyeThes B npoektd Ha C++ i Mae 3po3ymimuii API. Moro BukopucTaHHs
JI03BOJISIE IBUIKO peajizyBaTu (GyHKIIOHA 3aBaHTAXEHHS MOJIelel, 30cepeIUBIINChH
Ha JIOT1LIi Bi3yaJi3allii, a He Ha JAeTaJsiX MapCUHTy (aiiis.

5. Biakputuii BuximHuii koq: byayun 010710TE€KOI0 3 BIAKPUTHM BHX1JIHUM
KOZOM, AsSSimp /a€ MOXIMBICTb PO3POOHUKY BHMBUATH MOTO BHYTPIIIHIO POOOTY,
Mou(DiKyBaTH HOTO 3a MOTPeOU Ta BUKOPUCTOBYBATH 0€3 0OMEXEHb Y KOMEPIIIHIX
Ta HEKOMEPLINHUX MTPOEKTAX.

Buxopuctanns Assimp J03BOJIsIE YHUKHYTH CKJIaJHOUIIB, MOB'SI3aHUX 3 PyYHUM
napcuHroM OiHapHUX (GOpMariB, a TaKoX 3a0e3Nedye BUCOKY THYUYKICTh Y POOOTI 3
pizHuMu xepernamu 3D-moneneit. Lle no3Bossie 30cepeanT OCHOBHI 3yCHIUISL Ha
peamizauii rpadiuHoro koHBeepa B OpenGL Ta i1HTEepakTMBHHX (DYyHKIII

Bi3yalli3aTopa, 110 6e3Mocepe/IHbO CIPUsIE TOCITHEHHIO METH AUILIOMHOT pOOOTH.
1.5. Orasa ta anani3 icnyrounx 3D-Bi3yaJgizaTopiB (aHasioriB)

Punok  mporpamHoro  3abesnedeHHss s 3D-rpadiku  HacuyeHUU
PI3HOMaHITHUMH IHCTPYMEHTAMHU, SIKI TPOTIOHYIOTh IIUPOKHUMA CIIEKTP MOKJIMBOCTEH —
B1JI CTBOPEHHS MoJieJiel Ta aHiMallli 10 poTtopeanicTuuHoro penaepunry. Cepen HUX
BUJIUISIOTBCS SIK KOMIUIEKCHI 3D-pemakTopu, 1m0 BKIOYAIOTh (YHKINT Bizyaizaiii,
TaKk 1 CHeIianxi30BaHl Teperiisagadi mMojeneil. AHami3 ICHYIOYUX pIllIeHb J03BOJISIE
Kpallle 3p03yMiTH KOHTEKCT JaHO1 PO3POOKH Ta BUSHAYUTH 1i MICIIE CEPE/l aHAJIOT1B.

Posrnsmemo  nekinbka TpuKIaAiB - momupeHux  3D-BizyamizatopiB  Ta
peIaKTOpIB:

o Blender: e notyxHuii, 6e3xomToBHUI Ta BigkpuTuii 3D-maker, mio
OXOTUTIOE BECh CIIEKTP POOIT 3 TPUBUMIPHOIO TpaiKoi0: MOACIIOBAHHS, CKYJIBIITIHT,
aHIMaIlisl, CUMYJIAIIS, PEHIAEPUHT Ta HaBITH BigeoMoHTax. Blender mae BnacHi
BOynoBani peruepu (Cycles ta Eevee), siki J03BOJIIOTh JOCSATaTH BUCOKOTO CTYIICHS
peamizmy[21, ¢ 54].

o OcobmuBocti: Benuuesnuit GyHKIIOHAN, aKTHBHA CHIJIBHOTA, MiATPUMKA
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OaraTbox (popMaTiB Uepe3 IMIOPT/EKCIOPT.

o Hepomiku 3 Touku 30py 1i€i pobGoTu: He3Bakaroun Ha CBOIO
yHIBepcaJlbHICTh, Blender € ckinagHuM IHCTPYMEHTOM 3 BUCOKHUM MOPOTOM BXOJTY IS
TIPOCTHX 3aBJaHb Nepernsy. Moro Ha IMIIKOBHH (yHKIIOHAN MOXe OYTH 3aiBHM,
SKIO0 METOI0 € Juie aemMoHcTparllis 3D-mozaeni 6e3 i penaryBanss. Benukuit o0csr
porpamMu Ta ii peCypcHi BUMOTH TaKOX MOXKYTh OyTH HEBUIIPaBIAHUMU IS JIETKOI
"oryA10BO1" Iporpamu.

o Unity: Ile oana 3 HadmonymspHImuX MmiaaTdopM JUisi po3poOKu irop Ta
IHTEpaKTUBHOTO KOHTEHTy. Unity Hajae MOTY)XHUH IBW)KOK JIJII PEHICPUHTY B
peajpbHOMY uYaci, IO J03Bojisie iMmoptyBatu 3D-mojeni, HamamroByBaTH ix
MaTepiaiau, OCBITIEHHS, JOJIaBaTH IHTEPAKTUBHICTh Ta CTBOPIOBATH MOBHOIIIHHI 3D-
crern[23, ¢ 86].

o OcobmuBocTi: Bucoka MpoIyKTUBHICTh PEHAECPUHTY B pEATbHOMY 4aci,
IIMPOKI MOMJIMBOCTI JJIsl IHTEPAKTUBHOCTI, MIATPUMKA (PI3UKH, aHIMAIli1, CKDUIITUHTY.

o Henomiku 3 Touku 30py 1i€i podoTu: Unity — 1€ MOBHOIIHHUN ITPOBHIA
JBUKOK, a He TpPOCTHil Bi3yamizaTop. MOro BHKOPUCTaHHS Ui 3BHYAIHOL
JEMOHCTpALli apXiTEKTYpHOI MOJENi € HaAMIpHUM. Po3po0Oka Ta KOMIIALIA POEKTY
B Unity motpeOye 3Ha4HO ONIbIIIE Yacy Ta PECypcCiB, HIXK CTBOPEHHS JIETKOI MPOTrpaMu
st neperysiny. Kinuesuit ¢aiin nporpamu, ctBopeHoi B Unity, Takox Oyae 3HaYHO
OLTBIIKM.

o OmnnaitH-Bi3yamizaTopy Ta CIellaii3oBaHl Viewer-IoJaTku (HampUKIa,
Autodesk Viewer, SketchUp Viewer): Lle karteropiss 1HCTpYMEHTIB, CHELiadbHO
pO3pO0ICHUX IS TIeperiisaay Ta AeMoHctparitii 3D-moneneit. barato 3 HUX iICHYIOTh K
BeO-CEpBICH, IO JO3BOJISIOTH 3aBAaHTAXYBATH MOJENI B XMapy Ta MEperjsgaTH iX
yepes Opaysep, abo K caMOCTIMHI JOJIaTKU 3 00MEKEeHUM (YHKI[IOHATIOM.

o  OcobmuBocTi: Cripomienuii inTepdeiic, pokyc Ha meperisl, 4acTo maATpuM-
ka crneuudiyHux @opmarie (Hanpukiang, DWG, RVT i apxiTeKTypHUX
Bi3yaJi3aTopiB).

o Hemnomniku 3 Touku 30py 1i€i podoTu: OHNaiH-Bepcii BUMArarTh T0CTYITY 10

IHTEpHETY Ta 3aBaHTa)KCHHS KOHQIJICHIIIMHUX JaHUX Ha CTOPOHHI cepBepu. barato
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neckTonHux "Viewer"-104aTKiB MOKYTh OyTH MPHUB'3aH1 10 KOHKPETHOTO BUPOOHUKA
nporpaMHoro 3abesneueHHs (Hampukiaa, Autodesk mist cBoix ¢gopmartiB) abo maTu
oOMexxeHHs y (yHKIIIOHAT (HampuKiIaa, He MATPUMYBaTH BCl HEOOXiaHI popMatu

a00 JeTabHI HAJTAITYBAaHHS Bizyasizarii). Takoxk AesKi 3 HUX € TUTATHUMH.

BucnoBkmu 10 po3aiay 1

[IpoBenenwuii anai3 nokasas, 110 ICHYOU1 pillIeHHs st poOoTH 3 3D-Monensmu
NOAUIAIOTECS Ha KOMIUIEKCHI 3D-pemakropu 3 HaaMIpHUM (DYHKIIIOHAJIOM Ta
CHeIiai3oBaHl Bi3yali3aToOpH, SIKi 4acTO MAalOTh OOMEXEHHS y MiATpUMIl (hopmaTiB
ab0 BUMararoTh CTOPOHHIX cepBiciB. He3Baxkarouu Ha XHI IIEpeBar, 1i IHCTPYMEHTH
MOXXYTh OYTH HEONTUMAJIbHUMHU I 3aJadl OpOCTOl, JIOKaJIbHOI Ta THYYKOIi
JIEMOHCTpAIIli apXITEKTYPHUX MOJIEJIeH 3 MATPUMKOIO KIIFOYOBHX (hOpMaTiB.

Po3pobka BiacHoro 3D-izyamizatopa Ha 0a3t OpenGL Ta C++ mo3Bosnsie
CTBOPUTHU JIETKUH, BACOKOTIPOAYKTUBHUMN Ta CIEIiali30BaHUMN 1THCTPYMEHT, SIKHil Oyjie
30CEpE/KCHUI BUKIIOYHO Ha 3aBaHTaXEHHI Ta I1HTEpaKTUBHIN Bizyamizamii 3D-
mozeneir (DAE, FBX, OBJ) 3 tekctypamu Ta Mmatepiasamu. Bubip OpenGL
3a0e3nedye KpocriaTrOpMEHHICTh Ta TOBHUI KOHTPOJb HaJl TpaiyHIM KOHBEEPOM,
a BUKOpUCTaHHA O10710TeKHM AsSSImp TapaHTye IHMPOKY MIATPUMKY (opmaTiB Ta
edexTuBHY 00poOKy maHuX. Lle 703BOMUTE 3aNTOBHUTH HINTY JJIs Bi3yali3aTopa, sIKUid
€ IPOCTHM Y BUKOPUCTaHHI1, HE TIEPEBAHTAXKEHUM 3aiBUM (DYHKITIOHAJIOM 1 IPU ITOMY
3aTHUM SIKICHO JIEMOHCTPYBaTH apXiTeKTypHI o00'ekTh ©0e3 HeoO0XiAHOCTI

BCTAHOBJICHHS BCIIMKHX IIPOI'PaMHUX MTaKETIB.
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PO3JILI 2
MPOEKTYBAHHSI APXITEKTYPH 3D-BI3YAJII3BATOPA

2.1. BuMoru 10 nporpaMHoro 3ade3ne4eHHs

EdexTuBHe mpoekTyBaHHS OY/b-SKOi MPOTPaMHOi CHCTEMH TOYHMHAETHCSA 3
YITKOTO BU3HAUEHHS ii BUMOr. Bumoru 10 mporpamMHOro 3abe3nedeHHs MOAUIIIOThCS
Ha (yHKIIOHAJIbHI, SKI OINHWCYIOTh, III0 CHCTeéMa TIOBMHHA pOOUTH, Ta
He(YHKIIIOHANIbHI, SIKI  BH3HA4alOTh, K CHCTEMa I[IOBMHHA  MpaIlOBaTH
(MpOAYKTUBHICTb, HA/IIMHICTh, 3pyYHICTh BUKOpPUCTAHHS ToI0). s po3podbku 3D-
Bi3yalli3aTopa apXiTeKTypHHUX Mojieliel 0yiio cpopMOBaHO HACTYITHUM MEPEIiK BUMOT.

2.1.1. ®yHKIIOHAJIBHI BUMOTH

OyHKIIIOHAIBHI BUMOTH BU3HAYal0Th OCHOBHI MOJKJIMBOCTI Ta i, SIK1 TOBUHEH
BUKOHYBaTu 3D-Bi3yamnizarop.

O®B1. 3aBantaxenHs 3D-mogeneit: Cucrema TmOBHHHA 3a0e3medyBaTH
MO>KJIMBICTh 3aBAaHTAKEHHS TPUBUMIPHUX Mojieliel 3 (aiitiiB y HacTymHuX (hopmaTax:

1. Collada (.dae)

2. Autodesk FBX (.fbx)

3. Wavefront OBJ (.0bj)

®B2. Binobopaxenus 3D-moxeneit: BizyamizaTop TMOBUHEH KOPEKTHO
BiloOpakaTu 3aBaHTakeH1 3D-momeni Ha ekpani, BukopucrtoByroun OpenGL. Ile
BKITIOYAE:

1. BimoOpaxeHnHs reoMeTpii (BEpIINH, TpaHeH ).

2. BimoOpaxeHHsS TEKCTyp Ta iX KOpPEKTHE 3aCTOCYBaHHS 10 BIIMOBIIHUX
YaCTUH MOJENI.

3. BimoOpaxxenns marepiamnis (Komip, OJIMCK).

4. OOpoOky HOpMaseH ISl KOPEKTHOTO OCBITICHHS.

®B3. [nTepakTUBHE ynpaBiliHHA Kamepoto: KopucTyBau HOBUHEH MAaTH MOKJIN-
BICTh BUIBHO TEPEMINTYBATHCS IO CIIEHI Ta OTJISIATH MOJENb 3 PI3HUX PAKYPCIB.

DyHKIIOHAJ YIPABIIHHSI KAMEPOIO Ma€ BKIIIOYATH:
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1. IlepemimeHnHs kamepu BIIepel/Ha3al, BIIBO/BIpaBO (HAmpUKIad, 3a
nonomororo knasim W, S, A, D).

2. OO6epTaHHs KaMepy HABKOJIO MOJIesIi a00 CBOET OCi (3a JOIOMOTOI0 MUIII1) TIO
ocsix XTaY.

3. 30uIbleHHS/3MEHIICHHsT MaciuTtady abo HaOamKeHHs/BiggadeHHa (3a
JIOTIOMOT OO KOJTIIIIATKA MHIIII ).

®B4. OcgiTienns crean: CucreMa MOBMHHA Pealli3oBYBaTH 0a30BE OCBITICHHS
JUTSI IOKpAILEHHS CIPUAHATTA MuOuHu Ta hopmu 3D-Mozeneii. [le moxke BKITtouaTu:

1. BuKopucTaHHsl CIIPSIMOBAHOTO CBITJIa a00 TOYKOBOTO JpKepesa CBITIa s
OCBITJICHHS CLICHU.

2. OO0poOKy nudy3HOro Ta CIEKYISIPHOTO KOMIIOHEHTIB OCBITJICHHS.

®BS5. BinoOpaxeHHa craHy: Bisyamizatop NOBUMHEH HajgaBaTh 0a30BHid
BI3yaJIbHUI 3BOPOTHHH 3B'SI30K MPO MOTOYHUN CTaH (HANPUKIIA], MTOBIJJOMIICHHS PO
3aBAHTAKECHHS MOJEI, TOMUJIKH).

2.1.2. HepyHK1iOHAJIbHI BUMOTH

HedynkiionanbHi BUMOTH OMHCYIOTHh SIKICHI XapaKTEPUCTHUKUA MPOTPAMHOTO
3a0€e3MeUeHHs], SIK1 BIUTMBAIOTh HA IOr0 MPOAYKTUBHICTh, 3pyYHICTh T4 HAJIHHICTb.

H®BI1. [IpoayKTUBHICTB:

1. Bisyanizatop moBuHEeH 3a0e3MeuyyBaTy IJIABHY IHTEPAKTUBHY pOOOTY (HE
Menmie 30 kaapiB B CEKyHIy) IJis Mojeied cepeanboi ckiannocti (mo 100 000
MOJIITOHIB) HA THUMOBHX cydyacHuX KoHpiryparisx [TK.

2. Yac 3aBaHTa)XeHHS MOJENI HE TOBHHEH TMEPEBUIYBATH S5 CEKYHI IS
Mozaenei po3mipom 10 50 Mb.

H®B2. HaxiiiHicTs:

1. Cucrema moBuHHa CTaOUIBHO MPALOBATU MPU 3aBAHTAKEHHI KOPEKTHUX
3D-Mmoneneii.

2. lloBunHa OyTH nependayeHa 0OpoOKa MOMUJIOK MPHU CIPOOI 3aBAHTAKEHHS
MOIIKOJIKEHUX a00 HEMATPUMYBaHUX (HaiiiB.

H®B3. 3pyunicts Bukopuctanns (Usability):
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1. Imrepdeiic Bizyamizaropa Mae OyTH IHTYITHBHO 3pO3yMLUIUM AJisi 6a30BOTO
neperiany 3D-moneneil.

2. KepyBaHHs KaMepoOr0 Ma€ OyTH IPOCTUM Ta IPUPOTHUM.

H®B4. Po3mmproBaHicTh: ApXiTeKTypa MporpaMHOro 3a0e3rneueHHs] MOBUHHA
OyTH CIPOEKTOBaHA TaKUM YMHOM, 11100 3a0€3MEUUTH JIETKICTh JOJaBaHHS HOBOI'O
dbyHKkIioHany (HampHKIa[, MIATPUMKA IHIIUX (QOpMAaTiB, PO3LIUPEHI MapamMeTpu
OCBITJICHHS, aHIMallis) y MalOyTHHOMY.

H®BS5. Cywmicuicts: IIporpamue 3abe3neueHHs MOBUHHO OyTH CYMICHUM 3
OCHOBHMMHM OIEpalliiHUMU cucTeMaMu (Hampukiag, Windows) Ta cTaHZapTHUMU
rpadiuaumu npaiiepamu OpenGL.

i BUMOTH MOCIYTYIOTh OCHOBOIO JIJIsl [TOAAJIBIIOTIO IPOEKTYBAHHS apXITEKTypH
CUCTEMHU Ta ii peanizalii, 3a0€e3Meuy04H YITKE PO3YMIHHS OUIKYBaHOTO ()yHKIIOHATY

Ta SIKICHUX XApaKTCPHUCTHUK KiHI_[eBOF O IIPOAYKTY.

2.2. 3aranbHa apXiTeKTypa CUCTeMH

Po3pobka 3D-BizyanizaTopa apXiTEeKTypHUX MoOJieieill mependadyae CTBOPEHHS
MOJYJIbHOI Ta JIOT1YHO CTPYKTYpPOBAHOI CHUCTEMH, 3/1aTHOI €(EeKTUBHO OOpOOISATH
rpadivHi gaH1 Ta B3a€EMOJISTH 3 KOPUCTYBadyeM. 3arajbHa apXiTeKTypa MpOrpaMHOTO
3a0€3MeUYeHHsI € BUCOKOPIBHEBUM IPEICTABIICHHSIM KOMIIOHEHTIB CUCTEMH Ta 3B'SI3KIB
MDK HHUMH, IO JO3BOJISIE 3a0€3MEUUTH 11 MacITabOBaHICTh, THYUKICTh Ta JIETKICTh
MIATPUMKA. ApXITEKTypa Bi3yajizaropa moOyJoBaHa 3a TPUHIMIIOM TOJLTY
BIIMOBIAAIBHOCTI, JI€ KOKEH KJIIOUOBHUI (DYHKI[IOHATBHUM OJIOK BUJIJIEHO B OKPEMHUI
MOJyJIb a00 KJjac, IO MiJABUILYE YUTAOCIBHICTh KOy Ta CIHPOIIYE MOAAIBIIHMA
PO3BUTOK.

[lenTpanbHe Miciie B apXiTeKTypi 3aiimae ['onoBHuit muki nporpamu (Main
Application Loop), sikuii € ceprem Bi3yamizatopa. lleil mukim BignmoBigae 3a
HIIATI3aII0 CUCTEMH, Oe3mepepBHY OOpOOKY Mol (BBEACHHS KOpPUCTyBadya),

OHOBJICHHS CTaHy CHCHH, PCHIACPUHI' KaJpy Ta ynpaBJIiHHSI KUTTEBUM LHUKIIOM
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nporpaMu. B3aeMomisi KOMIOHEHTIB BIJOYBa€eThCsl came uepe3 el LUK, SKUN
3a0e3reuye KOOPAMHALIIIO BCiX onepairii[16, ¢ 128].

Cucrema CKIAa€ETHCS 3 KUTBKOX B3a€EMOIIOB'A3aHUX MOAYJIB, 110 3a0€3Me4yI0Th
il moBHOLIHHE (QyHKIIOHYyBaHHSI. Monynb BBeneHHs (Input Handler) BinmoBinae 3a
00poOKy BCIX KOPUCTYBAIILKUX 1M, TAKUX SK HATHCKAHHS KJIaBill Ta pyXxu Muli. Bid
NEPEeXOIUTIOE TOMIT BiJ OMEpaliiiHOi CHCTEMHU Ta MEPETBOPIOE iX HAa KOMaHIU AJis
IHIIIUX KOMIIOHEHTIB CUCTEMH, 30KpeMa JIJIsl MOYJIsl YIIPaBIiHHS KaMepoIo.

Monyns Bizyanizariii (Rendering Module) € ssapom rpadiunoi migcucremu. Bin
IHKancyaoe Bcel omepanii, noB'sizani 3 OpenGL, BkiIoyaroud 1HILIATI3AIIIO
rpadiqyHOrO0 KOHTEKCTY, YIpaBIIHHS IIeinepaMu, HajamrTyBaHHs OydepiB 00'€KTiB
(VAO, VBO, EBO) Ta BukoHaHHs KOMaHJ MaitoBaHHA. Lleli Mogyns oTpuMye naHi
PO MOJIEN1 B1J] MOJTYJIsl 3aBaHTAXKEHHS Ta, BAKOPUCTOBYIOUH 1H(OPMAILIiIO PO KaMepy
Ta OCBITJICHHSI, Bi3yasi3ye CIICHy Ha ekpaHi[2, ¢ 56].

Monayne 3aBanTtaxkeHHsa Mojeined (Model Loading Module) Bimmosimae 3a
iMropt 3D-mopeneit 3 pizaux dopmatiB ¢aini. Bin BukopucTOBye 0107110TEKY
Assimp ayis TapcUHTY JaHUX MOJENl Ta TMEepPEeTBOPEHHS iX y BHYTPIIIHE
MPEJCTABIICHHSI, AK€ € 3pO3YMUIMM JJIsi MOAYJsl Bizyanizaiii. [licist 3aBaHTaxkeHHS,
el MOayib mepenae TOTOBl 00'€KTH (CITKHM, MaTeplaiu, TEKCTYypH) J0 MEHeIKepa
pecypciB A7l TOJANBIIOTO BUKOPUCTAHHS.

Menemxep pecypceiB (Resource Manager) BukoHye PyHKIIIIO IIEHTPaTi30BaHOTO
CXOBHMINIA JJISi BCIX 3aBaHTAXEHUX AaKTUBIB, Takux sK 3D-mogmeni, TeKkCcTypu Ta
meiinepu. Bin 3a0e3neuye edeKkTHBHE yOpaBIiHHSA MaM'sTTIO Ta 3amnodirae
NOBTOPHOMY 3aBaHTAaXEHHIO OJHUX 1 TUX e pecypciB. Mopaymni Bisyamizauii Ta
3aBaHTAKCHHS B3a€EMOIIOTh 3 MEHEHKEPOM PECYPCIB Il OTPUMAHHS HEOOX1THHX
TaHUX.

Monyns ynpasmiaas kameporo (Camera Control Module) peanizye noriky
nepemiiieHHs: Ta o0epTaHHs BipTyanbHOi kamepu B 3D-cueHi. Bin npuiimae komanau
BiJl MOAYJISl BBEICHHSI Ta OHOBJIIOE MO3UIIII0, OPIEHTAIIIIO Ta MAaTPUIl NEPETBOPEHHS
kamepu. Lli MaTpuil MOTIM MepeAaroTbCsl MO0 Bizyami3amii sl KOPEKTHOTO

B1JIOOpa)KEHHS CLIEHU 3 TOUKU 30pYy KOPUCTYyBaya.
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JlonaTkoBoO B apxiTeKTypy iHTerpoBani Moayinb ocBitinenns (Lighting Module),
KU Kepye mapaMeTpaMu JHKepe CBITIIa B CIIEH1 Ta IepeIae iX 10 MeHaepiB, a TAaKOX
Monynb Ul (User Interface Module), 1o BiznoBinae 3a BuBeaeHHs 6a30B01 iHPpopMarrii
Ta TOTEHIIIHHO CITPOIeHEe MEHIO JUTs B3aemoii[ 13, ¢. 150-175].

Takuit MOAyJMbHHMH TIAXiJ A0 apXITEKTypu 3a0e3reuye BHUCOKY THYYKICTh
CUCTEMH, JO3BOJISIIOUM HE3aJEHKHO PO3POOJISITH, TECTYBATH Ta BIOCKOHAIIOBATH il
OKpeMi KOMIIOHEHTH, 0 € BAKIUBUM JJIs eeKTUBHOI peanizaiii 3D-BizyaizaTopa.

2.2.1. Anroputm po6otu 3D-Bi3yasizaropa

JUtst Kpamoro po3yMiHHS NOCIIAOBHOCTI onepatiil y 3D-Bi3yani3zaTopi, HIXKYE
HaBeJIeHa 0JIOK-CXeMa OCHOBHOTO aJITOPUTMY.

[{s G10K-cXeMa UTIOCTPYE KITHOYOBI €Tanu KUTTEBOrO MUKy 3D-BizyainizaTopa.
[Ipouec mnouymHaeThed 3 iHimiaJgi3amii, M0 BKIIOYA€ HaJAIITyBaHHS OCHOBHHX
016mioTex (Hanpuxnan, GLFW nns kepyBanHst BikHOM, OpenGL mis rpadikm),
KOMIUISIII0 Ta aKTUBAIIIO MIEHEPiB, a TAKOX HAJIAIITYBaHHS MOYATKOBOI MO3MIIIT
kamepu. Ilicims 1poro BimOyBaeThes 3aBaHTaxkeHHst 3D-mopereit y mam'sts
MIpoTpaMu, 110 3a3BUYall BUKOHYETHCS 3a JOTIOMOTOIO CIIerlializoBaHuX 010J110TeK, K-
oT Assimp, ISl IMIIOPTY pi3HUX (popMatiB (aiinis.

Jlami cucremMa BXOJIUTh B OCHOBHHUII LUKJI PeHAEPUHTY, SIKU Oe3mepepBHO
MOBTOPIOETHCS, JOKU BIKHO MpOTrpaMu He OyJe 3aKpuTO. Y KOXKHINW iTeparii HUKITY
BUKOHYIOTBCSI Takl Jii: 00po0ka BXilHMX JaHMX BiJ KOpPUCTyBaua (HAIPUKIA,
HAaTUCKaHHS KJIABIII, PyXH MHUII), OHOBJIEHHSI KaMepPH BIJMOBIAHO 10 ITUX JaHHUX,
ouHnIIeHHs 0y (depiB KOIBOPY Ta IITMOWHM TS TiATOTOBKH HOBOTO KaJpy, PeHAEPHHT
3D-moneneii 3 BUKOPUCTAHHSM IIEHEPiB, Ta 00MiH OydepamMu s BiIOOpaKEHHS
MiTOTOBJICHOTO Kajapy Ha ekpadi. Lleit mukn 3a0e3nedye maBHYy Ta JAUHAMIYHY
Bi3yauizailito ciieH (quB. Puc. 2.1). SIkmio BiKHO 3aKpuTO, IIpOTrpaMa 3aBeplIye CBOIO

poOoTy.
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KoHel )

Puc. 2.1. bnok-cxema anroputmy 3D-Bi3yanizaropa

2.3. IIpoeKkTyBaHHS KJIACIB Ta CTPYKTYP AAHUX

[IpoektyBaHHs €PEeKTUBHOI apXITEKTypH MporpamMHoro 3abesnedyenHs g 3D-

Bi3yasizaropa mnependayae peTeapHy po3poOKy KIaciB Ta CTPYKTYp MAaHUX, SKi
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IHKaICyJIIOI0Th JIOTIKY Ta 1H(OpMaIliio, HeoOXilHI sl poOOTH 3 TPUBUMIPHUMU
MojensiMu Ta rpadiuHuM KoHBeepoM. OO'€eKTHO-OpIEHTOBAaHUW MIiAX1A J03BOJISIE
CTBOPUTH MOJYJbHY Ta PO3IIMPIOBAHY CHUCTEMY, /i€ KOXXE€H KOMIIOHEHT MAa€ 4iTKO
BH3HAUEHY BiAMOBinanbHICTB[16, ¢. 50-70]. Hukde npepcTaBieHo KIOYOBI KJIacH Ta
CTPYKTYpH, 1110 (POPMYIOTh OCHOBY apXiTEKTYpH Bi3yaizaropa.

Kinac Model € nienTpasbHIM KOHTEWHEpPOM Tl 3aBaHTaxeHoi 3D-moneni. Bin
BIJIMIOBIJIa€ 3a 3aBaHTAXXEHHS Mojem 3 (ailiry 3a JomoMororw 6i6mioTexkn Assimp,
30epiraHHs BCiX il KOMIIOHEHTIB (MEIIiB) Ta KOOPJAMHAIIIO IXHHOTO BiOOpaKEeHHS.
[leit kimac 1HKANCYJIIO€ CKJIQAHICTE PoOOTH 3 (ailioBumMu ¢dopmaTaMu Ta HaJae
npocTui iHTepdelc s peHaepUHTY 1117101 Moieni. KokeH Melr Mo)ke MICTUTH BJIacH1
MaTepiaiu, TeKCTYpH Ta reoOMeTpUuH1 AaHi, a kiac Model 3abe3neuye mpaBuibHE iX
o0'eqHanHs Juisl (OpMYBaHHS IUTICHOTO 00'ekTa. TakMM YHMHOM, PO3POOHUKY HE
NOTPIOHO KEPyBaTH OKPEMHUMM YacTHHAMHU MOJIENl BpPY4YHY, IO 3HAYHO CIPOIILYE
npoIiec po3poOKku Ta BigoOpaxeHHs. Ll apxiTekTypa 103BOJISIE JIETKO 1HTETpyBaTH
HOBI ¢opmaTtu (aitniB Momeneir abo JojaBaTH CKJIAIHINII Bi3yallbHI e(eKTH, He
3MIHIOIOYH OCHOBHY JIOTIKY BigoOpakeHHs. OCHOBHI mojsi Ta MeToau kiacy Model

HaseneHo B Taomwui 2.1.

Tabmuusg 2.1
OcHoBHi esiemenTH Kiaacy Model
Enement kiaacy Model Onuc
Ilona
std::vector<Mesh> meshes BekTop 06'extiB kiacy Mesh, 1110 nmpencTaBisiroTh

OKpeMI CITKH, 3 IKHX CKJIAJAEThCS MOJICIIb.

std::string directory Insx no aupekTopii, Je po3TamoBaHui ¢aiin

MO)ICJ'Ii, JJId TIOYKY TCKCTYP.

std::vector<Texture> loaded_textures Kemr 3aBaHTa)keHMX TEKCTYyp Ul 3amo0iraHHs

MOBTOPHOMY 3aBaHTa)KEHHIO.

Memoou
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[Tponosxenus Tabm. 2.1

Model(const char* path Koncrpykrop, skuil iHiliangizye 3aBaHTaKEHHS
PYKTOpP y

MOJIENTi 3 BKa3aHOTO LUIAXY.

void Draw(Shader& shader) Merton s BimoOpakeHHS BCi€i Mojenmi, SKHi
nepedupae BCi MeIli Ta BHUKJIMKAE IXHIH METOJ

Draw.

void loadModel(std::string path) [TpuBaTHHI MeTOX I 3aBaHTAKEHHS JaHUX

MOJIEITi 3a ToroMoror Assimp.

void processNode(aiNode* node, const [MpuBaTHUIT MeTOH I PEKypCHBHOI 0OpOOKH

aiScene* scene) BY3JIiB CIICHH Assimp.

Mesh processMesh(aiMesh* mesh, const [TpuBaTHHUIT MeTOI i OOPOOKH OKPEMOro MeIla

aiScene* scene) Assimp Ta TEpPETBOPEHHS WOro Y BHYTPILIHIO
CTpYKTYpY Mesh.

std::vector<Texture> [IpuBaTHHII MeTON Uil 3aBaHTaXEHHS TEKCTYP,

loadMaterial Textures(...) [OB'SI3aHMX 3 MaTepiaIaMHu.

Krnac Mesh npencrabiisie co6010 OKpeMy T€OMETPUYHY CITKY — 0a30BUI €JIEMEHT
3D-monemi. Bin MiCTUTB naHi BEpITyH, IHASKCH )1 MATFOBAHHS, a TAKOX iH(OpMAaIlio
PO TEKCTYpPH Ta MaTepiaiiu, 10 3aCTOCOBYIOThCS J0 JaHoi ciTku. Mesh BinnoBinae 3a
HanamryBanas OydepiB OpenGL (VAO, VBO, EBO) Ta BnacHe peHIIEpUHT CBOE€T

reomeTtpii. JleranpHuil onuc eneMeHTiB kiacy Mesh npeacrasneno B Tabnuii 2.2.

Tabmuus 2.2
OcHoBHI esiemenTH Kiacy Mesh
Enemenr kiaacy Mesh Onuc
Ilona
std::vector<Vertex> vertices Bekrop cTpykTyp Vertex, 1o MicTATh JaHi Mpo
KOKHY BEpILIUHY.
std::vector<unsigned int> indices BekTop miaux 4ucen, 10 BU3HAYAIOTH MOPSI0K
MaJIIOBaHHS ~ BepmIMH  JUisi  (OpMYBaHHS
TPUKYTHHKIB.
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[Tponosxenus Tabm. 2.2

std::vector<Texture> textures

Bekrop crpykryp Texture, mo npeacraBisitOTh

TEKCTYPH, TIOB'A3aHi 3 UM MEIIEM.

std::string name

Im'st Memmia, orpumane 3 daitry Mmoeri.

unsigned int VAO, VBO, EBO

Inentudikaropu 00'extiB OpenGL: Vertex Array
Object, Vertex Buffer Object, Element Buffer
Obiject.

Memoou

Mesh(...)

Kouctpykrop, mo mnpuiiMae [aHi BepIIUH,

1HJIEKCIB Ta TEKCTYp ISl 1HIIiani3alii Mema.

void Draw(Shader& shader)

Meton nmnsi  MallOBaHHS — MeIla, aKTHBYE
BIJIMOBIHI TEKCTYpH Ta BUKOHYE BHKIIUK

glDrawElements.

void setupMesh()

[IpuBatHuii meton nns HamamTyBaHHi VAO,
VBO, EBO Ta Bu3HaueHHS MakeTiB aTpuOyTiB

BEpLINH.

Crpykrypa Vertex Bu3Hauae aTpuOyTH OJIHI€T BEPUIUHU, SIK1 € HEOOX1THUMU IS

KOPEKTHOTO PEHJIEPUHTY Ta OCBITJICHHs. BoHa arperye Bci JaHi, 0 IEPEAAIOTHCS Y

BepIMHHUI 1mieinep. Enementu ctpykrypu Vertex neranizoBano B Tabnuii 2.3.

Tabmuus 2.3
EnemenTu cTtpykrypu Vertex
IMosie crpykTypu Vertex Tun ganux Onuc
glm::vec3 Position Bekrop 3D KoopaunaTtu BEPIINHH y
MIPOCTOPI.
glm::vec3 Normal Bekrop 3D Bektop HOpMmami 110 moBepXHi
BEPIIMHHU (AJI1 OCBITIIEHHS).
glm::vec2 TexCoords Bektop 2D Koopmunat  Texcrypu (UV-
KOOPJIWHATH) JJIsl HaKJIAJaHHS
TEKCTYpH.
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[Tponomxenus Ta6:1.2.3

glm::vec3 Tangent Bektop 3D Bextop TaHI'eHca (st

HOpMaJbHUX KapT).

glm::vec3 Bitangent Bekrop 3D Bekrop OiTaHreHca (st

HOpMaJbHUX KapT).

Crpyktypa Texture iHKancymoe iHGOpMAIIiIO PO 3aBaHTAXKEHY TEKCTYpPY, SKa

BUKOPHUCTOBYETHCS JUIs Bizyauizailii mojenei. [i mons napeaeno B Tabmmii 2.4.

Tabnuns 2.4
Enementu crpykrypu Texture
IHose crpykrypu Texture Tun ganux Omnuc

unsigned int id unsigned int Inentudikatrop  TEKCTypu B
OpenGL.

std::string type std::string Tun  TexkcTypu  (HAMPHKIA,
"texture_diffuse”,
"texture_specular”,
"texture_normal").

std::string path std::string Hlnsx mo caitmy TekcTypu Ha
JUCKY, Ul KEIyBaHHS.

Kimac Shader BigmoBimae 3a KOMIIUIAILIIO, JIIHKYBaHHS Ta aktuBaiiro GLSL-
mieiaepiB (BepuMHHOrO, pparMeHTHOr0). BiH Hamae 3pyuyHi METOaU Ui Tepeaadi
nanux (ynigpopmiB) 3 C++-nporpamu ao meitaepiB Ha GPU. [eransHuil onuc kiacy
Shader npencrasneno B Tabmuii 2.5.

Taomung 2.5

OcHoBHi eqemenTH kJacy Shader

Eaement kiacy Shader Onmuc

Ilons

unsigned int ID Inentudikarop mporpamu mieiaepis B OpenGL.
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[Tponomxenus Ta6:1.2.5

Memoou

Shader(const char* vertexPath, const char*

fragmentPath)

KouncTpykTop, 1110 3aBaHTa)xye, KOMIILITIOE Ta

JHKY€ BEepIIMHHUHN Ta ()parMEeHTHHH 1Ielaepu.

void use()

Mertoa 17151 akTUBAITii TPOTPaMH IICH IEPiB.

void setBool(const std::string& name, bool

value) const

MeTO,Z[I/I JJIs1 BCTAaHOBJICHHS 3HAYCHb

yaipopMmuux 3minHUX (bool, int, float, vec, mat)

void setInt(const std::string& name, int value)

const

BcranoBiroe nijioyrcelbHe 3HaYeHHA uniform-

3MIHHOI y mieiaepi.

void setFloat(const std::string& name, float

value) const

BcranoBar0€ 3HaYCHHS 3 MJIaBal0Y0I0 Kparkoro

JUTst uniform-3MiHHOT y TIeHaepi.

void setVec2(const std::string& name, const

glm::vec2& value) const

BcranoBiioe TBOKOMIOHEHTHUH BEKTOp (vec2)

gk uniform-3MiHHY y meiaepi.

void setVec3(const std::string& name, const
glm::vec3& value) const

BcranoBitoe TpUKOMIIOHEHTHHM BEKTOP (vec3)

K uniform-3MiHHy y meuepi.

void setMat4(const std::string& name, const

glm::mat4& mat) const

Bceranosmoe Matpuiio 4x4 (mat4) sk uniform-

3MIHHY y HIeiepi.

Knac Camera mognentoe BipTyasibHy kKamepy y 3D-creni. Bin BigmoBimae 3a

YIOPaBIIHHS 11 TOJIOKEHHSIM, OPIEHTAIIIEI0 Ta OOUHUCIEHHS MATPUIlh BULY Ta MPOEKIIii,

K1 HEOOX1/IH1 JIJI1 KOPEKTHOTO B1JOOpPa’KEHHS CIICHU 3 TOUKH 30py KopucTyBauya. Lle

JI03BOJISIE KOPUCTYBa4aM IHTEPAKTUBHO TEPEMINIYBATUCS CIIEHOIO, 3MIHIOBATH KYT

orjsiny Ta (hokyc, 3a0e3neuyroyn MOBHUM KOHTPOJb HaJ Bizyamizallier. KpiMm toro,

kiac Camera NIATPUMYE pi3HI TUIM MPOEKIN, Taki sK TMEpPCIeKTUBHA Ta

oprorpadivuHa, 1110 € KIIOYOBUM IS PI3HOMAHITHUX CIIEHAPi1iB BUKOPUCTAHHS.

OcHoBHi enemenTH kiacy Camera HaBeneHo B Tabnui 2.6.

Taomurg 2.6

OcHoBHi esieMenTH Kjiaacy Camera

Enement kiacy Camera

Onuc

Ilons
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[Tponomxenus Ta6:1.2.6

glm::vec3 Position

[Torouna  mo3uIiss KaMepu y  CBITOBHUX

KOoOpJAuHarax.

glm::vec3 Front

Bektop, mo Bka3ye HampsMok 'Brepen" s

KaMepHu.

glm::vec3 Up

Bektop, 1mo Bka3zye HamnpsAMok "Bropy" s

KaMepH.

glm::vec3 Right

Bektop, mo Bka3ye HampsMok "BopaBo' IS

KaMepH.

float Yaw, Pitch

KyTtu moBopoTy kamepu (pUCKaHHS Ta TaHTaXK)

JUISL Opl€HTAITIT.

float MovementSpeed

[IBHIKICTH MTepEeMIIIEHHST KaMEpPH.

float MouseSensitivity

UyTnuBicTh MHUIII AJ1s1 00EpPTaHHS KaMepH.

float Zoom

[ToTounuii kyt ornsiny (FOV) kamepu.

Memoou

Camera(glm::vec3 position, ...)

KoHcTpykTrop, 10  iHimiadi3ye  MO3UIIIO,

HaAIpsSIMOK Ta 1HIII TapaMeTpu KaMepH.

glm::mat4 GetViewMatrix()

[ToBeprae marpuito Buny (View Matrix), sika

MEPETBOPIOE CBITOBI KOOPIMHATH Y BUJIOBI.

void ProcessKeyboard(Camera_Movement
direction, float deltaTime)

OOpoOnsie  BBeAGHHS 3  KiIaBlaTypu  JUid

MepeMIILLEHHS] KaMepH.

void ProcessMouseMovement(float xoffset,

float yoffset, ...)

OO0po0bmsie pyxu MUl st 00epTaHHS KaMepH.

void ProcessMouseScroll(float yoffset)

OO0poOisie  MPOKPYTKY KOJMIIMIATKA MU JJIs

3MiHH MacITaly (3ymy).

void updateCameraVectors()

[TpuBaTHUI MeTOJ IS NEpepaxyHKY BEKTOPIB

Front, Up, Right micns 3minu Yaw/Pitch.

3anponoHoBaHa CTPYKTypa KJaciB Ta JaHUX 3a0e3neuye UYITKUH MOALI

BIJIMOBIIAJILHOCTI, IO CIIPOIIYE PO3pOOKY, HATATOHKEHHS Ta MOJAIBIIE PO3IIUPEHHS

dbyukmionany 3D-Bi3yanizaropa.
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2.4. IIpoexTyBaHHS B3a€MOJII KOPHCTYBa4Ya

EdexktuBHa  B3aeMofisi  KopucTyBaya 3  TPUBHUMIPHOIO  CIICHOIO €
dbyHIaMeHTaIbHUM  acniekToM  Oyab-skoro  3D-Bizyamizatopa. [IpoekTyBaHHs
IHTYITHUBHO 3pO3yMUJIOTO Ta YyHHOTO 1HTepdelicy BBEICHHS J03BOJISIE€ KOPUCTYyBaUYEBI
BUIBHO JTOCJIIJIKYBAaTH MOJIENI Ta OTPUMYBATH MOBHE YSBJICHHS MPO iXHIO T€OMETPII0
Ta TeKcTypH [15, ¢. 112-118].. B nanomy Bi3yaiizaTopi OCHOBHHIA aKIICHT pOOUTHCS Ha
YIOpaBIiHHI 3a JOMOMOTOI0 KiIaBlaTypud Ta MUII, 110 € CTaHJAPTHUM IMIJIXO0J0M Y
oinbiocti 3D-ogaTKiB Ta irop.

VYrpaBiiHHS BIPTyaJIbHOIO KaMEPOKO peasi3yeThbesl 3a JIOMOMOIoK KOMOiIHaI1
KJIaBIaTypHOTO BBEJIEHHS Ta pyXIB MHUIII, 10 3a0e3leuyye THYyYKy Ta MPUPOJHY
HaBIralilo y TpPUBUMIpHOMY ImpocTopi. IlepemimeHHss kamepu 3I1HCHIOETHCS 32
JIOTIOMOT010 cTaHAAapTHUX KiaBill WASD, 110 103BOJSIIOTh pyXaTHCs BIEpe., Ha3all,
BJIIBO Ta BIPaBO BIAMOBIAHO. IS BEPTUKAIBHOTO TMEPEMIIICHHS KaMepHu
BUKOpUCTOBYIOThCS Kiasim Left Control (st pyxy BHM3) Ta Space (1151 pyXy Bropy).
Bci 111 mepeMitiieHHs pO3paxoBYIOThCS 3 ypaxXyBaHHIM dacy Mixk kaapamu (deltaTime),
10 TapaHTy€ IUIABHICTh Ta HE3AJEKHICTh IIBUIAKOCTI PyXy BiJ YacTOTH KaJpiB
cuctemu. Lle 3anobirae puBkam ta 3a0e3rneuye cTablIbHUIM KOPUCTYBALIBKUI IOCBI]] HA
PI3HMX anapaTHUX KOHDIrypaisx.

OpienTariiss kKamepu, TOOTO HAIPSIMOK MOTJISIY, KOHTPOJIIOETHCS pyXaMu MUIII.
["opuzonTanbHi pyxu mutii (o oci X eKkpaHy) BIUTUBAIOTh Ha KyT puckaHHS (Yaw)
KaMepH, J03BOJIAIOYM 00EepTaTHUCS HABKOJO BEPTUKAIbHOI Oci. BepTukanbHi pyxu
muii (o oci Y ekpaHy) BILUTMBAIOTh Ha KyT TaHraxy (Pitch), no3Bossitoun Haxuiaru
Kamepy Bropy ato Buu3. [lyist 3a0e3neyeHHs] TOUHOCTI Ta YyTIMBOCTI YNPaBIiHHS, Il
pyXu MacmTa0yrThCs 3a JOMOMOIOK MapaMeTpy YyTJIUBOCTI Muili. J[ogaTKoOBO,
MIPOKPYTKA KOJTIIIATKa MUIIT BUKOPUCTOBYEThCS 1711 3MiHu KyTa orisiny (Field of View
— FOV) xamepu, 110 103Bossie HaOMKaTHCST a00 BIIAIATHCS Bif 00'€KTIB y CIICHI,

3abe3reuyoun eQeKT 3ymy.
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OxpiM ymOpaBiiHHS KaMmeporo, Bi3yami3aTop Hajae (YHKIOHAT s
JTUHAMIYHOTO 3aBaHTakeHHA HOBUX 3D-moxeneit. lle peanizoBaHO 3a JOMOMOIOIO
HatuckanHs kiasimi 'L' (Load). I1pu akTuBarii miei yHKINT 3'IBISIETHCS CTaHAAPTHE
JianoroBe BIKHO BUOOPY (ailiny, 110 J03BOJIE€ KOPUCTYBAUY€Bl BKa3aTH ILJISX IO HOBOI
mozeni. Ilicns Bubopy dainy, cucrema iHIIIIOE MPOLIEC 3aBaHTAXKEHHS, a MOTOYHA
MOJieib, SIKIIO BOHA Oyna 3aBaHTa)XK€Ha, KOPEKTHO BHjamserbcs 3 mam'sti. Lle
3a0e3revyye MOKIIUBICTh MIBUAKOT 3MIHU BiTOOpakyBaHUX Mojeliel 6e3 mepe3amnycky
MPOrPaMH.

B3aemonis 3 rpadiuHoro miacucremMord Ta 00poOka MOl BBEIECHHS
3MIIACHIOETHCS 3a JIOMOMOTOI0 MEXaHI13MIB 3BOpOTHUX BUKIHKIB (callbacks), HagaHux
oi6miorekoro GLFW. ®yukmii framebuffer size callback, mouse callback Ta
scroll callback peectpyrorbest mss 0OpoOKU 3MIHM pO3MIpYy BIKHA, PyXiB Kypcopa
MHUIII Ta MO MPOKPYTKH KoJIimaTka BiamoBigHo. Lle mo3Boisie cuctemi pearyBaTu
Ha Jii KOpHUCTyBaya B pEAJIbHOMY 4Yacl Ta aJanTyBaTH B1AOOpPaXEHHS CILICHH.
3aranpHui UK 00poOKM BBefeHHS (processlnput) MOCTIHHO BIACTEXKY€E CTaH
KJIaBlaTypH, 3a0e3euyroun 0e3nepepBHE YIPaBIiHHSI PyXOM KaMepH.

Takuit migxig A0 MPOEKTYBaHHS B3a€MOJIII KOpUCTyBaua 3a0e3leuye BUCOKY
EeproHOMIYHICTh Ta 3PYYHICTh BHKOPUCTAHHS  Bi3yaii3aTtopa, JI03BOJISIOUU
KOPUCTYBAu€Bl 30CEPENUTHUCS Ha NOCHIKEHHI apXITEeKTYpHUX MOJENei, a He Ha

CKJIQJTHOIIAX YIPAaBJIIHHS TPOTPaMOI0.

BucHoBKHM 10 po3ainy 2

Y apyromy po3auri AUIUIOMHOI poOoTH Oylio JACTaJbHO PO3TJITHYTO Ta
CIPOEKTOBAHO apXxiTekTypy 3D-Bi3yamizaTopa apXiTeKTypHux Moxeneid. Ha
MOYaTKOBOMY eTari OyJio 9iTko chopMyliboBaHO (yHKITIOHATBHI Ta He(DYHKITIOHAIIBbHI
BUMOTH JI0 TPOTPaMHOTO 3a0e3MeyYeHHs, IO T03BOJIMJIO BU3HAYUTH KIFOYOBHIMA
dbyHKLIOHAN, Takui gK 3aBaHTakeHHs Mmozened y dopmatax DAE, FBX, OBJ, ix
KOpPEKTHE BIJOOpaKeHHS 3 TEKCTypaMu Ta MarepiajlaMd, a TaK0XX 1HTEPaKTHUBHE

yrnpasiiHHs kKameporo. HedyHKI1oHaIbHI BUMOTH 30CE€pEIUIUCS Ha MPOTyKTUBHOCTI,
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HAJIMHOCTI, 3pyYHOCTI BUKOPUCTAHHS Ta PO3IIKMPIOBAHOCTI CUCTEMH, 10 € KPUTUYHO
BYKJIMBUM JJIsl CTBOPEHHS AKICHOTO IIPOTPAMHOTO MPOAYKTY.

Jani Oyma po3poOjieHa 3arajbHa apXiTEKTypa CHUCTEMH, sKka 0a3yeThCs Ha
MOAYJIBHOMY TIiAXOAl 3 UYITKHUM TMOAUIOM BIAMOBIJAIBHOCTI MIX OCHOBHUMH
KOMITOHEHTaMu. bysio BUIIJIEHO KIIOYOBI MOAYJI1, TaKi IK MOJIyJIb BBEJICHHS, MOJTYJIb
Bi3yasizallii, MOIyJdb 3aBaHTAKECHHS MOJEIEH, MEHEIXEP PECypciB, MOIYJb
YIPaBIiHHSA KaMEpOIO Ta 1HIII, [0 B3a€EMOMIIOTH Yepe3 TOJIOBHUM LUK MPOTpaMH.
Takuii miaxig 3a0e3neuye THYYKICTb, MOJIETIIYE PO3POOKY Ta MOAAIBIITY MIATPUMKY
CHUCTEMHU.

Oco6muBy yBary OyJio MPHUALIEHO MPOEKTYBAHHIO KJIACIB Ta CTPYKTYp JIaHHUX,
110 € OCHOBOIO BHYTPIIIIHBOTO NMpecTaBiaeHHs 3D-ciienu Ta i1 KoMIoHeHTiB. JleTaabHo
OMHUCaHO CTPYKTYpy Ta (yHkiioHan kiaciB Model, Mesh, Shader, Camera, a Takox
ctpykryp Vertex Ta Texture. LI kimacu 1HKaNCymOOTh JIOTIKY pPOOOTH 3
TCOMETPUYHUMHU JaHUMH, MaTepialaMH, TEKCTypaMH, IIelaepaMu Ta YIpaBIiHHIM
BIPTyaJIbHOIO KaMepolo, 3abe3neuyroun eQekTuBHy B3aemo/lito 3 OpenGL.

Hapemri, Oyno CHOpoeKTOBaHO CHUCTEMY B3a€EMOJii KOpHCTyBauda, sKa
peanizyeTbes 3a JOMOMOTOI0 KiaBiarypu Ta mulill. ONucaHo MEXaHi3MH YIPaBIIIHHS
KaMeporo (TepeMillieHHs, o0epTaHHs, MacITaOyBaHHs ) Ta PYHKITIOHAN 3aBAHTAKCHHS
HOBUX MOJIeJiel uepe3 AiajoroBe BIKHO. BUKOpHUCTaHHS MEXaHI3MIB 3BOPOTHHUX
BukiMKiB GLFW rapantye uyiiHICTb CHCTEMH Ha J1i KOPUCTYyBaya.

Takum 4rHOM, €Tamn MPOEKTYBAaHHS 3aKJiaB MIITHUN (YHIAMEHT JIJIs TOAAIIBIIOT
peanmzamii 3D-Bizyamizaropa. CdopMoBaHi BHUMOTH, po3po0JieHa MOayJIbHA
apxiTeKTypa Ta JeTali30BaHI CTPYKTYpH JaHWX CTBOPIOIOTH YITKWM IUJIAH IS
nepexoAay 0 MPAaKTUYHOI IMIUIEMEHTAIIi MPOTPaMHOTO 3a0€3MeUYeHHS, 110 J03BOJIUTh

JIOCSITTH TIOCTABJICHUX IIJIEH JUTIIIOMHOT pOOOTH.
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PO3JILT 3
PEAJII3ALISA 3D-BI3YAJIIBATOPA TA IOTO ®YHKIIOHAJI

3.1. HanamryBaHHs cepeloBHINA PO3POOKM Ta HeoOXiaHi 0i01ioTeKkH

Etan peanizanii nporpamnoro 3a0e3meueHHsi 3D-Bizyanizaropa mnepeabayae
BUOIp Ta HAJAIITYBaHHS BIAMOBIIHOTO CEPEIOBUINA PO3POOKU, a TAKOXK 1HTETpaIliio
HEOoOXITHUX 30BHIMHIX 0i0miorek. I[li koMmoHeHTH GOPMYIOTh OCHOBY IS
HAIMCaHHA, KOMIUIALII Ta BAKOHAHHS KOAY, 110 B3a€MOJIE 3 rpaplyHUM anapaTHUM
3a0€e3MEeYCHHSIM.

B skocti inTerpoBanoro cepegosuma po3pooxu (IDE) nns mpoekty Oyio
oopano Microsoft Visual Studio. lleii BuOip 00yMOBJICHHH HOTO IIMPOKHMHU
MOXIJIMBOCTAMH 11 po3poOku Ha C++, MOTY)KHHUMH 1HCTPYMEHTAMH IS
HaJaro/)KeHHs, I1HTErpalle€l0 3 CHUCTEMOKO YIPABIIHHS BEPCisIMU Ta 3pyYHHUM
iHTepdeiicom kopuctyBaya. Visual Studio Hagae noBHuii HaG1p PyHKITIN, HEOOX1THUX
J1s1 €DEKTUBHOT pO3pOOKH CKIAAHUX rpadiuHUX T0AATKIB.

JIist  ynpaBiiHHA MPOIECOM 30IpKH TMPOEKTY BUKOPUCTOBYETHCS CHUCTEMA
CMake. CMake € kpocmiatrGOpMHUM IHCTPYMEHTOM, KM reHepye (aiiinu 30ipku
(manmpukian, ¢aiinu npoekty Visual Studio) 3 HezanexxHux Bia miaatdopmu ¢aimis
CMakelLists.txt. Ile 3a0e3nedye THYYKICTh Ta MEPEHOCHUMICTH MPOEKTYy Ha PIi3HI
omnepauniiHi CUCTEMU Ta KOMMOUISITOPH, WO € BaXJIMBUM JUISl MIATPUMKH
kpocmuargopmennocti OpenGL-gonaTkis.

OyHKIioHAMBHICT  3D-BidyanmizaTopa 3HA4YHOI MIPOIO CIIMPAETHCA Ha
BUKOPUCTAaHHS HACTYIHUX KIFOYOBHUX 30BHIIIHIX 010J110TEK:

OpenGL Extension Wrangler Library (GLEW) / OpenGL Loader
Generator (GLAD): Lli 6i6mioteku € 3aBanTaxyBadamu Gpynkitii OpenGL. Ockinbku
OpenGL — ne aumie crnerudikariis, a He 610110TeKa, 10 TOCTABISAETHCS 3 IpaiBepamu,
JUTSL AOCTYMY 110 ii PyHKIIH HeoOXiTHO BUKOPUCTOBYBATH 3aBaHTaxxyBad. GLAD 0OyB
oOpaHuil AK OCHOBHUM 3aBaHTaXyBad, OCKUIbKM BIH [03BOJSE Te€HEpyBaTu

1HIMBIyalibHI (haiiIu 3arooBKiB, IO MICTATH Julle HeooxiaHi pyHkiii OpenGL as
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KOHKpETHOI Bepcii Ta npodimo (y ganomy Bunaaky OpenGL 3.3 Core Profile). Lle
COpusie  3MEHIIEHHIO  pO3MIpy  BHKOHYBaHOro  ¢aiily Ta  MIJBUIIECHHIO
edpextuBnocTi[10, ¢ 15-20].

GLFW (Graphics Library Framework): Ils nerka, kpocriaTdhopMeHHa
010J110TEeKa BUKOPUCTOBYEThCS 171l CTBOpeHHs BikHa OpenGL-koHTekcTy, 00poOKu
BBEJICHHS 3 KJIaBlaTypu Ta MHUIII, a TakoXX ympaBiiHHS Taiimepamu. GLFW namae
HeoOX1MHUN (YHKITIOHAN Ui iHImiami3amii rpadiyHoi MiACHCTEMHU Ta B3aeMOJIl 3
KOPHUCTYBaueM, HE OOTSKYIOUH MPOEKT 3aBUMU 3aJICKHOCTSIMHU.

GLM (OpenGL Mathematics): GLM — me 0i0mioTeka MaTeMaTHYHUX
¢GyHKIIH, cnemnianbHo po3podieHa st Bukopuctanusa 3 OpenGL. Bona Hanae kiacu
Ta QYHKII 418 poOOTH 3 BEKTOpaMH, MATpPUISIMH, KBaTEpPHIOHaMH, IO €
HeB11'eMHuMH 1711 3D-rpadiku. Bukopucranass GLM 3HauHO cnipolye MaTeMaTH4H1
orepailii, Taki sIK IEPETBOPEHHSI KOOPAMHAT, 0OUHCICHHS MAaTPULb BUAY Ta MPOEKIIi,
a TakKoXX BEKTOpHI omeparlii, sfKi € OCHOBOIO Il YHOPaBIIHHA KaMepow Ta
MO3UII0HYBaHHS MOJIEIICH.

Open Asset Import Library (Assimp): Sk Bxe Oyio 3a3Hadeno B Po3mini 1,
Assimp € kIo4oBow Oi0mioTekoro s immopTy 3D-mopeneit. Bona mo3Bosisie
3aBaHTaXyBatu Mojeni y pizHomaHiTHUX (opmarax (DAE, FBX, OBJ) ta nanmae
yHI()1IKOBaHUH JOCTYII 10 iXHBOI FEOMETpIi, MaTepiajiB Ta TeKCTyp. [HTerpaiiis Assimp
3HAQYHO CKOpPOTHJIA 4Yac PO3pOOKH, YCYHYBIIM HEOOXIJHICTh HANMCAHHS BJIACHUX
napcepiB IJisl KOXKHOTO opmary ¢aiiis.

STB_Image: Ile gnerka, oaHodaiioBa 010gi0TeKa JJig 3aBaHTaKCHHS
300paxkenp y pizaux ¢opmarax (PNG, JPG, BMP, TGA Ttomo). Bona
BUKOPHCTOBYETHCA JIJIS1 3aBaHTAKEHHS TEKCTYpHUX (haililiB 3 IUCKa Ta EPETBOPEHHS
ix y ¢popmar, npunatauii ans Bukopuctanusa B OpenGL. IIpocTora Ta epexkTuBHICTD
STB Image poOmnsate ii imeadbHUM BHOOPOM HJisi YNPaBIiHHA TEKCTYPHUMHU
pecypcamu.

HanamryBanHs nuX 1HCTpYMEHTIB Ta 0101i0TeK y cepeaouii Visual Studio 3
BukopuctanHiM CMake 3abe3neunnio MIIHY Ta THYYKY OCHOBY JUIsl MOJAAJBIION

peaizaiiii BCiX GyHKIIIOHAIBHUX MOXKIHUBOCTEH 3D-Bi3yaiizaropa.
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3.2. Inimiagizanis OpenGL koHTEeKCTYy Ta BiKHa

[lepmuM 1 (yHAaMEHTaIBHUM KPOKOM Yy po3pobii Oyas-skoro OpenGL-
JOJaTKy € CTBOPEHHs BiKHA Ta iHimiami3amis rpadigyHoro koHTekcty. Llei mporec
3abe3reuye MporpaMHOMY 3a0€3MEUYeHHIO JOCTYI 10 (GYyHKIIIOHAIBHOCTI rpadiqHoro
mporecopa Ta JO03BOJISIE BUBOAMTH 300paskeHHs Ha ekpaH. JIJis BUKOHAHHS IHX
3aBJaHb y po3podieHoMy 3D-Bizyaiizatopi BAKOPUCTOBYEThCs Oi0mioTeka GLFW[15,
c 114].

[Ipouec iHimiamizamii MOYMHAETHCS 3 BUKIUMKY (yHkmii glfwlnit(), sxa
iHimanizye 616moteky GLFW. Ilicns ycmimmHoi iHimiamizamii HaJlamTOBYIOTHCS
napameTpu BikHa Ta OpenGL-koHTeKCTY 3a fonomororo GyHkuii glfwWindowHint().
J1i1s aHOTO MPOEKTY OyJI0 BcTaHOBJIeHO BuMorH 0 Bepcii OpenGL — 3.3 Core Profile,
o 3abe3nevyye BUKOPHCTaHHS Cy4aCHOTO KOHBeepa peHaepunry[l4, c 48], sxwuii
MOBHICTIO  Oa3yeThcsi Ha  meiaepax. Ile  mocsiraerbcsi  BCTaHOBJIECHHSM
GLFW_CONTEXT_VERSION MAJOR Ta
GLFW_CONTEXT_VERSION_ MINOR y 3HAYCHHS 3, a TaKOXK
GLFW_OPENGL PROFILE 'y  GLFW_OPENGL CORE PROFILE. [lns
CYMICHOCTI 3 macOS TaKOX JIOTAETHCS TiKa3Ka
GLFW_OPENGL_FORWARD_COMPAT 3i 3nauennssim GL_TRUE.

[Ticns HamamTyBaHHS TapaMETPiB, BIKHO CTBOPIOETHCS 3a JOMIOMOTOI0 (PYHKITIT
glfwCreateWindow(), sika npuiiMae MKUPUHY, BUCOTY, 3ar0JIOBOK BIKHA Ta BKa31BHUKU
Ha MOHITOpP 1 BIKHO /IS CIIUJIbHOTO BUKOPHUCTAHHS KOHTEKCTY. Y pa3l YCHIIIHOTO
CTBOpeHHsI BikHa, Horo OpenGL-kKOHTEKCT pOOUTHCS MOTOYHUM IS TIOTOYHOTO
MOTOKY BUKOHaHHS 3a jgonomMoroto glfwMakeContextCurrent(). Lle rapantye, 1o Bci
noxaneiri BUKIUKH OpenGL OynyTh 3acTOCOBYBAaTHCS JI0 IIHOTO KOHKPETHOTO
KOHTEKCTY.

Hacrynmaum  BaxsuBuMm  eranoMm € iHimiamizamis  GLAD. GLAD e
3aBaHTa)XXyBaueM BKa31BHUKIB Ha QyHKIIT OpenGL, sKi HE € YaCTUHOIO CTaHAAPTHOL

616mortexu C/C++. @ynkiisa gladLoadGLLoader() nmpuiiMae Bka3iBHUK Ha (DYHKIIIIO,
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ska noBeptae aapecy pyukuii OpenGL (y Bunmagky GLFW e glfwGetProcAddress).
VYemmaa iximiamzaiisgs GLAD no3Bosise nporpami BAKOPUCTOBYBATH BC1 HEOOX1THI
¢bynxkuii OpenGL, nounnatouu 3 Bepcii 3.3.

Jlist KopekTHOTO BigoOpakeHHs 3D-ciieHn HeOOXiTHO aKTUBYBATH TIMOMHHUI
tect  (Depth  Test). Ile  BHUKOHyeTbCS 32  JIOMOMOTOI  BHKJIHKY
glEnable(GL _DEPTH_TEST). I'nu6bunnwuii tect go3soisie OpenGL BuzHavath, siKi
00'€KTH 3HAXOAATHCS ONMKYE A0 KaMepH, 1 KOPEKTHO B1OOpaxaTH iX, MPUXOBYIOUU
Ti, U0 TMEPEKPUTI IHIIMMH, 3a0€3MEeUyI0YN TPABWIbHY MEPCIEKTUBY Ta TIUOMHY
CIICHH.

OxkpiM CTBOPEHHS BiKHA Ta KOHTEKCTY, Ha IIbOMY €TaIll TAaKOX HaJIaIllITOBYIOThCS
byHKIii 3BOPOTHOIO BUKJIUKY (callbacks) GLFW. OyHKITIT
glfwSetFramebufferSizeCallback(), glfwSetCursorPosCallback() Ta
glfwSetScrollCallback() peectpytorbcsi ans  00poOKM 3MIHM pO3MIpy BiKHAa,
MOJIOKEHHS Kypcopa MUIII Ta MOJ1{ MPOKPYTKH KOJIIIIATKA BIANOBIAHO. Lle no3Bosse
Bi3yalli3aTopy JOWHAMIYHO pearyBaTd Ha Jii KOpPUCTyBaya Ta aJanTyBaTH
BiToOpakeHHs ciieHn. HapemnTi, 11 3a0€3MeueHHs TUIABHOTO YIPABIiHHS KaMeporo,
Kypcop MHWIII TPUXOBYETHCS Ta 3aXOIUTFOETHCS BIKHOM 3a  JOIOMOTOO
glfwSetInputMode(window, GLFW_CURSOR, GLFW_CURSOR_DISABLED).

Takum umnoM, iHimiamizamiss OpenGL KOHTEKCTy Ta BIKHA 3a JIOMOMOTOKO
GLFW 1a GLAD cTBOptoe HE0oOXiJIHE CEepeOBUIIE IS MOAANBIIOI peani3ailii BCixX

rpadiuHMX omepalliif Ta IHTepaKTUBHOI B3aemo/ii 3 3D-ciieHoro.

3.3. Peauizauis kiaaciB Shader, Camera

Jist  edekTUBHOTO BigOOpaXeHHS TPUBHUMIPHUX CIEH Ta 3a0e3nedyeHHs
1HTEpaKTUBHOI HaBirauii B 3D-Bi3yanizaTopi KJIIOYOBY pOJib BiIrpatoTh kKiacu Shader
ta Camera. L{i k1acu 1HKaINCyMIOIOTH CKIIAHY JIOTIKY poO0TH 3 TpadiuHUM KOHBEEPOM
OpenGL Ta ymnpaBmiHHAM TOYKOK 30py KopuctyBaua. Kimac Shader pnosBossie

BH3HAUYATH, K 00'€KTH OCBITJIIOIOTHCS Ta BUIIIAJAIOTH, 3a0€3MEUyl0Yl THYUYKICTD Y
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3aCTOCYBaHHI Bi3yanbHUX e(ekTiB. Y Moe€aHaHHI, I Kjacu (OpPMYIOTh MILIHUN
GbyHIAMEHT JIJIsi CTBOPEHHS PETICTUYHUX Ta TUHaMigyHUX 3D-10/1aTKiB.

3.3.1. Peanizauis kiaacy Shader

Knac Shader mpusnaueHuil [jisl 3aBaHTaXCHHsS, KOMIUIILII Ta JIIHKYBaHHS
BEpIIMHHOTO Ta (pparmMeHTHOro mieiaepiB, Hanucanux Ha MoBi GLSL (OpenGL
Shading Language). Mloro ocHOBHe 3aBiaHHA — HajaTH 3pydyHHid iHTepdeiic s
B3aeMozii 3 mporpamoro meinepiB Ha GPU, mo3Bonsitoun mepenaBatd yHi(OpMHI
3miHHi (uniforms) 3 CPU.

Konctpykrop kiacy Shader mpuitmae uumisixu a0 (aidliB BEPIIMHHOTO Ta
dbparmenTHoro meiaepis. CroyaTky BiH 3UUTY€E BUX1IHHUM KO I 1epiB 3 UX (aiisiB
y BUIJISII psAakiB. [lichst yCHiIHOTO 34MTYBaHHS B1IOYBAETHCS KOMIIUIAIIS KOXKHOTO
mieiinepa. it Hboro CTBOPIOETHCA 00'€KT MIeHaepa BIAMOBIIHOTO TUITY (BEPIIMHHUMA
a6o gparmentHuii) 3a gornomororo glCreateShader(), BUXiAHUI KO TPUKPITUTIOETHCS
110 HBOTO 3a gonomoroto glShaderSource(), 1 motim Bukinkaetbest glCompileShader().
[Ticns xommimsiii OOOB'A3KOBO BUKOHYETHCS TEPEBIpKA CTATyCy KOMIIUIALII 3a
nonomororo glGetShaderiv() Ta glGetShaderInfolLog() misi BusiBIEHHS MOMJIMBHUX
MOMUJIOK. Y pa3l MNOMWIKA KOMIUIALII, MporpamMa BHUBOJAWTH BIJIMOBIAHE
MOBIJJOMJICHHS B KOHCOJTb.

[licns ycmimHOT KOMOUIAIIT 000X IIeiiepiB BOHU JIIHKYIOTBCS B €JIUHY
nporpamy Meiaepis. s 1bOoro CTBOPIOETHCA OO'€KT MPOrpaMH 3a JOMNOMOTOIO
glCreateProgram(), 10 SKOTO MPUKPIIUIIOIOTHCS CKOMITUTROBAHI BEPIIMHHUM Ta
bparmenTHuii weiiaepu 3a pomomororo glAttachShader(). Ilotim BukIMKaeTbCs
glLinkProgram() nnsi JiHKyBaHHS. AHAJOTIYHO KOMIUIALII, MICHs JIIHKYBaHHS
BUKOHYETKLCS TIEPEBIPKA CTATYyCy JIIHKYBAHHS Ta BUBEJICHHS JIOTY TTOMUJIOK, SKIIO TaKi
€. Ilicns ycmimHOro JiHKYBaHHS, CKOMIIUIBOBAaH1 IEHJEpH BiJI'€IHYIOTHCS Bij
nmporpamMu Ta BUAAIAIOTHCS 3a gomomororo glDetachShader() Tta glDeleteShader(),
OCKIJIbKM BOHHU OljIbllle HE MOTPiOHI. [neHTudikaTop CTBOpEHOI Mporpamu mieiepis
30epiraetbes y modi ID kimacy Shader.

Meron use() kimacy Shader akTuBye mporpamy IMIEHAEpiB 3a TOTOMOTOIO

glUseProgram(ID), poGJisiuu 11 MOTOYHOO TSI BCIX MOAIBIINUX OTepallii peHIepUHTY.



44

Kpim Toro, knac Shader manae Habip metomiB setBool(), setlnt(), setFloat(), setVec2(),
setVec3(), setMat4(). Lli MeToau A03BOJIAIOTH 3pyYHO NEpeaaBaTH 3HAYEHHS PI3HUX
TUIIB AaHuX (OyJIEBI, 111 YKCIIa, YUCa 3 TUIaBaI0YO0 KOMOIO, BEKTOPH Ta MATPHIIi) Y
BIAMOBIAHI yHiIQOpMHI 3MiHHI B 1mieiaepax. KoxkeH Takuii MeTon OTpUMyeE iM's
yHI(pOpMHOI 3MIHHOI Ta ii 3HA4YEHHs, a TMOTIM BUKOPUCTOBYE BIAMOBIAHI (QyHKIIIT
OpenGL (manpuxman, glUniformli, glUniform3fv, glUniformMatrix4fv) nmms
nepemadi mannx Ha GPU. lle 3a0e3neuye THy4YKy KOH(}Irypallito meiaepiB mia gac
BUKOHAHHSI MPOTPaAMHU.

3.3.2. Peanizauin kiaacy Camera

Knac Camera mopentoe BIpTyalibHY Kamepy, fKa J03BOJISIE KOPUCTYBadeBl
nepemintyBarucs Tta orisgatd 3D-cueHy. BiH 1HKamncysioe JOTIKY yIpaBlliHHS
MO3UIIIEI0, OpPIEHTAIIEID KaMepu Ta OOYUCICHHS HEOOXIIHUX MaTpUllb s
B1IOOpakKEHHS CIICHH 3 ii TOYKH 30DY.

Konctpyktop kiacy Camera iHimianizye MOYaTKOBY IO3MIIIO KamepH, il

nn nn

BeKTOpH (HampsaAMoK "Briepen', "Bropy", "BrpaBo"), KyTu puckanss (Yaw) Ta TaHTaxy
(Pitch), a Takoxx mapametpu pyxy Ta uytauBocTi muiii. Bektopu Front, Up ta Right
OOYHUCIIOIOTHCS HA OCHOBI KyTiB Yaw Ta Pitch 3a 1omomoror TpUroHOMETPUYHHMX
dbynkuin. Meron updateCameraVectors() BiamoBiae 3a nepepaxyHoK IUX BEKTOPIB
nopa3zy, KOJIM 3MIHIOETbCS OpIEHTALlsl KaMepHu, 3a0e3Meuyloud KOpPEKTHE
B1JI0OpaKE€HHS ii HAIIPSIMKY.

OcHoBuuii ¢ynkuionan kimacy Camera peanizoBaHuil y MeTomax OOpOOKH
BBEJICHHS:

. ProcessKeyboard(Camera_Movement direction, float deltaTime):
[e#t meTon 0OpoOIIsie pyXxu KaMepH, BUKJIMKaHI HATUCKAHHIM KiaBimi. Bin npuiimae
HanpsaMok pyxy (Hampukiaa, FORWARD, BACKWARD, LEFT, RIGHT, UP,
DOWN) Ta deltaTime st 3a0e3neueHHs MBUIKOCTI pyXy, HE3aJIE€KHOT BiJ YaCTOTH
kaJipiB. Ha 0CHOB1 HapAMKY Ta MIBUJIKOCTI PYXYy OHOBJIIOETHCSA MO3HUIIIST KAMEPH.

. ProcessMouseMovement(float xoffset, float yoffset, GLboolean

constrainPitch = true): Lleit metox BianoBigae 3a 00epTaHHs KaMepH Yy BiJOBIIb HA

pyxu muin. Bin npuitmae 3MmimeHHst kKypcopa mo ocsax X Ta Y. Il 3mimenHs
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MacIITa0ylOThCsl 32 JONOMOIOI0 YYTJIMBOCTI MHIII Ta BHUKOPUCTOBYIOTHCS JIf
OoHOBJICHHS KyTiB Yaw Ta Pitch. Ilapamerp constrainPitch mo3Bojisse OOMEXHUTH KYT
TaHraxy, 1100 YHUKHYTH 'mepeBopoTy" kamepu. Ilicis OHOBJIGHHS KYTIB
BUKIHKa€eThCs UpdateCameraVectors() miist mepepaxyHKy BEKTOPIB HAIIPSIMKY.

. ProcessMouseScroll(float yoffset): Ileii wmerog o00poOasie momii
OPOKPYTKH KOJIIIAaTKa MUII, $SKi BHUKOPHUCTOBYIOTHCS [UUISl 3MIHM KyTa OTIJISITY
(Zoom/FOV). 3mimienns yoffset 1oa€ThCs 1O TOTOYHOTO 3HAYCHHS Z00Om, SIKE ITOTIM
OOMEXKYy€eThCS TIEBHUM Jl1ara3oHoM (Hampukian, Big 1.0f mo 45.0f), mo6 yHukHyTH
eKCTpEMaIbHUX 3HAYCHD 3yMY.

Meron GetViewMatrix() € kio4oBuUM s peHiepunry. Bin oOuuciioe Ta
noBeptae matpuiro Buny (View Matrix) 3a normomororo gyskiii glm::lookAt(). Lsa
MaTpHIsl MEPETBOPIOE CBITOBI KOOPAMHATH OO'€KTIB y BHUAOBI KOOPIHWHATH, TOOTO
nepeMmilrye Ta o0epTae ClieHy TaKUM YHHOM, 11100 BOHA BiJI0Opakanacs 3 TOUKH 30pY
kamepu. glm::lookAt() mpuiiMae mo3uIil0 KaMepu, TOUKY, Ha Ky BOHA JUBUTHCS
(Position + Front), Ta BexTop "Bropy" xamepu (Up).

Takum unnoMm, kiacu Shader Ta Camera € dyHIaMEHTAIBHUMH KOMIIOHEHTAMH
3D-Bi3yamizaropa, mo 3a0e3MeuyIoTh SIK Bi3yalbHY CKJIQJ0BY (3aBISKH IIeHaepam),
TaK 1 IHTEPaKTUBHICTb (3aB/SKH YIPABIIHHIO KAMEPOIO), JO3BOJISIIOYN KOPUCTYBAaUEBI

MOBHOIIHHO B3a€EMOJIISITH 3 apXITEKTYPHUMH MOJICIISIMHU.

3.4. 3aBanTaxenns 3D-moaeJieil 3a 10IOMOro0 Assimp

[Ipoiuiec 3aBaHTaXKEHHsSI TPUBUMIPHUX MOJEJEH € OJHMM 3 HAMCKJIaJHIIINAX
eTamiB y po3po6iri 3D-Bi3yainizaTopa, OCKIJIbKHA BiH BUMarae KOpeKTHOI iHTeprpeTartii
pI3HOMaHITHUX (opMatiB (aiimiB. s BUpilleHHs Ii€l 3aayl y JTaHOMY IPOEKTI
BUKOPUCTOBYEThCsl Oi0moreka Open Asset Import Library (Assimp), ska Hagae
yHibikoBaHu# iHTEpPEic as iMmopTy 3D-1anux.

3aBaHTaXXEHHS MOJENI MOYMHAETHCS 3 1HIIam3alli 00'ekra Assimp::Importer.
Ileit 00'exT € ocHOBHUM iHTepdericom s B3aemonli 3 Oibmiorekoro. Jami

BukiaukaeTbcss MeTon ReadFile() oG'ekta Importer, sxomy mnepegaeTbcs NHUIAX 0
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daiimy wmogmeni Ta HaOlp mnpamopiB mocTtoOpoOku. Ili mpamopm (Taki sk

aiProcess_Triangulate, aiProcess_FlipUVs, aiProcess_GenNormals,
aiProcess_Joinldentical\VVertices, aiProcess_OptimizeMeshes,
aiProcess_CalcTangentSpace, aiProcess_LimitBoneWeights,

aiProcess ValidateDataStructure) € KpUTUYHO BaKJIUBUMH, OCKUIBKM BOHHU
JI03BOJISIIOTH ASSImp aBTOMAaTHYHO BUKOHYBATH PsiJl OMepalliii IjIsl MiArOTOBKU MOJIENI
no pengepunry B OpenGL, 3abe3nedyroun i1 KOpEKTHE BiOOpaKEHHS Ta
ontumizanito. [licna ycmimHoro yutaHHs ¢aitny Assimp HoBepTae BKa3iBHUK Ha
o0'ekT aiScene, SIKUH € KOPEHEBUM BY3JIOM IMIIOPTOBAHOI CLEHU 1 MICTUTh BCl JIaHI
MoJiel.

SIKI0 3aBaHTaXEHHsST MOJIEl MPOWIUIO YCHIIIHO, MMOYMHAETHCS PEKYypCHUBHA
0o0poOKa By3J1B CIIEHU, MIOYMHAKOYU 3 KOpeHeBoro By3na aiScene->mRootNode. 1ls
00poOka BukoHyeTbcs MeToaoM processNode() kinacy Model. Koxxen By3ou aiNode y
lepapxii CLIEHH MOK€ MICTHUTH MOCHJIAHHS Ha OJUH a00 JIeKUIbKa MEIB, a TAKOX Ha
nouipHi By3au. Merona processNode() mepebupae Bci Meln, MOB'SI3aHl 3 MTOTOYHUM
BY3JIOM, 1 JIJIsl KOKHOTO 3 HUX BUKJIHMKae MeToj processMesh(). Ilicist 06po6ku Beix
MEIIIB MOTOYHOTO By3Ja, processNode() peKypCUBHO BUKIMKAE cebe sl KOXKHOTO
JIOYIPHBOTO BY371a, TAKUM YMHOM OOXOJISTYH BCIO 1€pApXII0 CIICHH.

Meron processMesh() BiamoBinae 3a BuilydeHHs AaHux 3 oO'ekta aiMesh,
HajgaHoro Assimp, Ta NEpEeTBOPEHHS iX y BHYTPIWIHIO CTPYKTypy Mesh, ska
BUKOPUCTOBYEThCSI  BigyanmizaTopoMm. s KOXKHOI BepmMHM Memia  Assimp
BUTATYIOTHCA ii MO3UIIIIHI KoopauHatu (mVertices), HopMaii (mNormals), TeKCTypHI
koopauHati (mTextureCoords), a Takoxxk TaHreHcu Ta OitanreHcu (mTangents,
mBitangents), skmo BoHu mpucyTHi. Lli maHi 30epiraioTbCsi y BEKTOP1 CTPYKTYP
Vertex. [naexcu A MantOBaHHS TPUKYTHUKIB BUTATYIOThCS 3 00'ekTiB aiFace memia
Ta 30epiraloThcs y BekTopi indices.

Oco0nuBa yBara npuaiisieTbcst 00poOI11l MaTepialiB Ta TEKCTYp. SKIo Mell Mae
noB's3aHUil Marepian (mepesipserbes 3a mesh->mMateriallndex), To BUKIIMKa€eThCS
meto] loadMaterial Textures(). Llelt meTon nmepebupae BCi TUIH TEKCTYD, SIKI MOXKYTh

OyTu moB's3aH1 3 MarepiasioM (Iudy3H1, CIIEKYISIPHI, HOPpMaIbHI, KAPTH BUCOT), 1 IJIs
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KOKHOT'O TUITY HAMaraeTbCsi OTPUMATH HUIAX 110 (hailiry TeKCTypH 3 00'ekta aiMaterial.
BaxxiBoro oco0auBICTIO peatizaliii € Te, 1o Assimp MOXKe HaJaBaTH K BiHOCHI, TaK
1 a0COJIFOTHI HUIAXU JO0 TEKCTYpP, SIKI MOXYTh OyTH HEKOPEKTHUMH Ha IOTOYHIM
cuctemi. [{ys1 BupimeHHs i€l mpoOieMu, 3 OTPUMAHOTO UISIXY BUTATYETHCS JIUIIE 1M's
(baiiiry TeKCTYpH, a MOBHUH NUISIX 10 ¢Gaiay popMyeTbes BITHOCHO TUPEKTOPIi, B SIKIH
3HAaXOJUTHCS caMa MOJIENb, 3 MPUITYIIEHHM, 1[0 TEKCTypy PO3TaIIOBaHI1 y MiAMAIIi
textures mopy4 3 MOJEJIIIO.

[lepen 3aBaHTa)KEHHSIM KOKHOI TEKCTYpU BUKOHYEThCS TMIEpeBipKa, YU HE Oyia
BOHA BXKE 3aBaHTaxkeHa panimie. [le mocsaraeTbest NUISIXOM MOPIBHSHHS 1MEH1 (ailiy
MOTOYHOI TEKCTYypu 3 IMeHamu GaliiiB TEKCTyp, IO BXKE 3HAXOMATHCS Y KeIl
textures loaded. SIkmio TexcTypa Bxe 3aBaHTaXK€Ha, il 1MEHTU(DIKATOP MOBTOPHO
BUKOPHCTOBYETHCSI, IO JIO3BOJISIE YHUKHYTH AYOIIOBaHHS PECYPCIB Ta ONTHMI3yBaTH
BukopuctanHa nam'sati GPU. fkmo Tekcrypa 1ie He 3aBaHTa)KE€HA, BUKIUKAETHCS
dbyukiis TextureFromFile(), sika 3aBaHTaxkye 300pa)KeHHS 3 JKMCKa 3a JOMOMOTOIO
616mioteku STB Image, renepye OpenGL-TekcTypy Ta moBeprae ii ieHTH(IKATOP.
[Ticns ycmimHOrO 3aBaHTakeHHs, 1H(opMaris npo Tekctypy (ID, Tum, nusx)
JToAa€eThes 10 kemry textures loaded Ta 10 BekTOpa TEKCTYp MOTOYHOTO MeElIa.

[Ticnst BUIIy4eHHS BCIX HEOOXITHUX JAHUX, CTBOPIOETHCS HOBUU 00'€KT KIlacy
Mesh, sikoMy nepenaroTbest 310paHi BEpIIMHU, 1HAEKCH Ta TeKCTypH. Llbomy 00'ekTy
TaKO0X MPUCBOIOETHCS 1M'st Mela, oTpuMane BiJ Assimp (mesh->mName.C Str()), o
€ KOPUCHUM JJIs1 BITIAAKU Ta, y Buniaaky DAE-moneneit 6e3 BOy1oBaHUX TEKCTYD, IS
PYYHOTO MTPU3HAYEHHS TEKCTYP HA €TaIli BUKOHAHHS.

Takum umHOM, iHTErpaiis Assimp no3Boisie 3D-BizyanmizaTopy e()eKTHBHO
IMIIOpTyBaTH ckiiaaHi 3D-Mozeni 3 pi3HUX JKEpEI, aBTOMAaTUIHO OOpOOIISIFOYM 1XHI
naHi Ta roTyroum 10 peHaepuHry B OpenGL, mo € KIHOYOBUM I JOCSTHECHHS
NoCTaBleHUX Iei mpoekrty. Lle 3HauHO crpoliye mpouec po3poOKu Ta J103BOJISIE
30CepeIMTUCS Ha Bi3yamizallii Ta B3aeMOAll, a HE Ha HU3BKOPIBHEBUX JETAJIAX

dbopmaTyBaHHS MOJICIICH.
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3.5. O0po0ka Ta BinoOpakeHHsI TEKCTYP

TexkcTypu € HEBIJI'€MHOIO YaCTHHOIO pealicTudHoi 3D-Bizyanizallii, OCKIJIbKU
BOHH HAJIal0Th MOBEPXHAM 00'€KTIB KOJIIp, JETaNI3aIlI0 Ta BI3yallbHY CKJIaJHICTb, 10
3HAYHO IT1JIBUIIYE SKICTh CIPUUHATTS MOJIeTl. Y po3po0JIeHOMY Bi3yani3aTopi mpoliec
00poOKM Ta BiIOOpaKEHHSI TEKCTYp BKIIOYAE 1X 3aBaHTaXEHHS 3 (Dailiry, reHepartito
OpenGL-tekcTypu Ta moJablie BUKOPUCTAHHS Y IeHIepax.

3aBaHTaK€HHS 300pa)kK€Hb 3 JUCKa 3[IHCHIOETHCS 3a JOMOMOTIOI0 JIETKOi
6i6miorekn STB_Image. Lls 6i6mioTeka € onHOGANIOBUM PIIEHHSM, IO CIIPOIIYE i
IHTErpalio B MPOEKT Ta 3abe3rneuye MIATPUMKY IIUPOKOIO CIEKTpa MOMYJISpPHHUX
rpadiunux popmaris, Takux sk PNG, JPG, BMP, TGA. ®yukuis TextureFromFile(),
sKa peanizoBaHa y kiaci Model, BianoBigae 3a uei npouec. Bona npuiimae nuiax 1o
daiiny 300pakeHHS, a TaKOX IUPEKTOPII0 MOJEN i KOPEKTHOro (popMyBaHHS
KIHIIEBOT'O LUIAXY A0 TeKcTypH. ITicis 3aBanTaxkeHHs, stbi_load() moBepTae BKka3iBHUK
Ha MacuB OaiTiB, 10 MICTUTH MIKCEIbHI JaH1 300pakKeHHs, a TaKOXK HOro MIHMPUHY,
BHUCOTY Ta KUJIBKICTh KOMITOHEHTIB (KaHATIB) KOJhOPY (Hampukian, 1 st 4opHO-
oinoro, 3 st RGB, 4 nyist RGBA).

[Ticist ycminmHOTO 3aBaHTaKEHHS IMIKCEIBHUX JAaHUX, BiIOYBAEThCS TeHepalris
OpenGL-tekctypu. CriodyaTtky reHepyeThCsl YHIKaIbHUHN 11eHTH(]IKATOP TEKCTypH 3a
nonomoroto  glGenTextures(). IloTiMm wmeil i1aeHTU(IKATOP AKTUBYEThCS Ta
MPUB'A3YETHCA J0 IITOBOTO TUITY TeKCTypH (y nanomy Bunaaky GL TEXTURE 2D)
3a ponomororo glBindTexture(). IlikcenpH1 naHi 3aBaHTaxytoThcs B naM'atb GPU 3a
nornomororo glTexImage2D(). La dbyHKItisS npuiiMae ITbOBUI TUIT TEKCTYPH, PIBEHb
netamizaiii (mipmap level), BHyTpimHiil popmat Texkctypu (Hanpukian, GL RGB a6o
GL RGBA 3anexHO Bii KIJIBKOCTI KOMIIOHEHTIB), PO3MIPU TEKCTypH, TPAHUII Ta,
BJIACHE, BKa31BHUK Ha ITIKCEIbHI JaHI.

JIist onTuMizalLIii peHAEPUHTY Ta MOKPAIIEHHS Bi3yaJIbHOI IKOCT1, 0COOJIUBO MPU
3MiHI BiACTaHI J0 00'€eKTa, TEHEPYIOThCS Mipmap-piBHI 3a JOMOMOIOIO
glGenerateMipmap(). Mipmap-piBHi — 11e TTOIEpEAHHO PO3paX0OBaHi, 3MEHIIICHI BepcCii

TEKCTYPH, SIKI BAKOPUCTOBYIOThCS OpenGL st penaepunry 06'ekTiB Ha pi3HUX Bij-
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CTaHsIX, 3aM00Iraroyu apTedaktaM Ta MOKPAILYIOUYH MPOTYKTUBHICTb.

Hactynmaum KpokoM € HajamTyBaHHs MapaMeTpiB (iabTpallii Ta oOropTaHHs
TekcTypu  3a  jomomoror  glTexParameteri().  Ilapamerpu  oOropraHHs
(GL_TEXTURE_WRAP_S, GL_TEXTURE_WRAP T) BH3Ha4alOTh IOBEIIHKY
TEKCTYpH, KOJM TEKCTypHI KOOpJIWMHATH BHUXOJATh 3a Mexl aAianazony [0, 1]
(nanpuknan, GL REPEAT mnsa moBropennss Tekctypu). llapamerpu ¢inbTpartii
(GL_TEXTURE MIN FILTER, GL TEXTURE MAG FILTER) KOHTpOIIOIOTH, 5K
TEKCTypa MacmTaOyeTbcsi TIpu 30UIbIICHHI a0o0 3MeHIIeHHI. BukopucTtanHs
GL LINEAR MIPMAP LINEAR gns winidikamii Ta GL LINEAR  mus
MarHigikaiii 3a0e3neuye IUIaBHE Ta SKICHE BiIOOPaXKEHHS TEKCTYp Ha pPI3HUX
BigcTansax. Ilicas Bcix omepamii mikcenbH1 gaHi, 3aBaHTaxkeHi STB Image,
3BUIBHAIOTHCS 3 TaM'siTi CPU 3a nonomorotro stbi_image free().

BuxopucTtanss TeKCTyp y Lieiiepax € KI4oBUM s iX BinoOpaxeHHs. KoxHa
TEKCTypa MpPUB'SI3YyETbCS O YHIKAIBHOIO TEKCTYpHOIO IOHITA (texture unit) 3a
nonomororo  glActiveTexture(GL TEXTUREO + 1). Ile mo3Boisie 0OIHOYACHO
BUKOPUCTOBYBATH JIEKUIbKA TEKCTYp y Miehaepi. Y BEpUIMHHOMY IIEHIepl TEKCTYpHI
KOOPJIMHATHU MEepPeAaroThes Y (pparMEeHTHUIN EHIep sIK IHTEpPIOJIbOBAHUM aTpulyT. Y
dbparmeHTHOMY Iedaepi, 3a gomomoroio ¢yHkiii sampler2D Ta mnepemanux
TEKCTYPHUX KOOpIUHAT, BIAOYBA€ThCsI BUOIPKA KOJBOPY 3 TEKCTYpH. THI TEKCTypH
(nudy3Ha, cHOexkyispHa, HOpMalbHA) Ta i BIANOBIAHUN TEKCTYpPHHM IOHIT
nepeiarThess B Ieiaep sk yHipopmHi 3MiHHI (Hampukian, material.diffuse ans
nudys3Hoi TekcTypH). Lle q03Bosse mieinepy 3acTOCOBYBaTH Pi3HI TUIU TEKCTYp IS
PO3paxyHKy KOJIbOPY MIKCENsl Ta OCBITJICHHS.

OcobmuBa yBara mpuAUTIETbCS 00poOIl HOpMaTbHUX KapT (normal maps).
HopmaiibHi KapTu BUKOPHCTOBYIOTHCS JUIsl IMITAllll ApiOHMX JeTanell MmoBepxHi 0e3
J0JIaBaHHS JOJATKOBOiI TeoMmeTpii. Jlyisi X KOpPEKTHOTro 3acTOCYBaHHS HEOOXiTHi
TAHI€HCH Ta OITAHI€HCHU BEPILHH, SIKI O0UHCIIIOIOTHCA ASSIMp Ha eTarl 3aBaHTaKEHHS
Mozeni. Y (parMeHTHOMY IIeiiiepli HOpMaib, OTPMMaHa 3 HOPMAJIbHOI KapTH,
NIEPETBOPIOETHCS Y CBITOB1 @00 BUOBI KOOPAMHATU T4 BUKOPUCTOBYETHCS AJIs OLIIbIII

JETaIbHOTO PO3PaxyHKY OCBITJICHHS, CTBOPIOIOYH 1TFO3110 00'€MHOCTI.
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Takum uwmHOM, perenbHa O00poOka Ta BiIOOpaXKeHHS TEKCTyp, BT iX
3aBaHTXEHHS JI0 3aCTOCYBaHHS y IIelaepax, € QyHIaMEHTAIbHUM acIeKTOM, IO
no3BoJise  3D-Bi3yalnizaTopy JAOCSITaTH BHCOKOTO pIBHS pealli3My Ta JaeTami3aii

apXITEKTypHUX MOJIETICH.

3.6. HanamryBannss VBO, VAO, EBO niis1 peHaepunry

Jlist ehekTUBHOTO BigoOpakeHHs! TpuBUMIpHUX Mozenei B OpenGL, naui npo
iXHIO TeoMmeTpito (MO3ullii BEpIINH, HOpPMalll, TEKCTYpPHI KOOPAMHATH, TAaHTECHCH,
OlTaHreHCH) TOBUHHI OYTU OpraHi3oBaHi Ta nepeaaHni Ha rpadiunuii nporecop (GPU)
y criemianizoBadi 0ydepu. Llei mpoliiec peami3yeThes 3a I0IMOMOIor 00'eKTIiB Oydepa
BepimiH (VBO), 06'extiB Oydepa enementiB (EBO) ta 00'ekTiB MacuBy BepIIUH
(VAO).

Vertex Buffer Object (VBO) e 6ydhepom mam'siti Ha GPU, npusHaueHUM 1151
30epiranHsi naHux BepiiuH. lle 103Bojsie 3aBaHTaXyBaTH BEJUKI OOCATU JaHUX
BEPIIMH OJWH Pa3 1 BAKOPUCTOBYBATH 1X 0aratopa3oBo JUIsl PEHACPUHTY, 110 3HAYHO
MIJIBUIIY€E MPOIYKTUBHICTh MOPIBHSHO 3 IEpenayveto JaHUX I KOKHOI BEPIINHH
okpemo. Y kmaci Mesh gani mnpo BepmuHu (std::vector<Vertex> vertices)
nepenatotbess 10 VBO. [lna nporo cmnodatky reHepyerbcss VBO 3a gomomororo
glGenBuffers(), notim BiH npuB'szyeThes 10 minboBoro Tumy GL. ARRAY BUFFER
3a nonomoroto glBindBuffer(). ani, dpynkuis glBufferData() BukopuctoByeTbes nis
komiroBanHs ganux 3 nam'sti CPU (Bektopa vertices) y VBO na GPU. Ilapametp
GL _STATIC DRAW Bka3ye, mo nani Oyayth 3aBaHTaxkeHi Ha GPU onuu pa3 1
BUKOPUCTOBYBATUMYTHCS IS O0araThOX OTMEpalliii MaJfOBaHHS, IO € TUIOBUM IS
CTaTHYHUX MOJEIEH.

Element Buffer Object (EBO), takox Bigomuii six Index Buffer Object (IBO),
€ Oypepom mam'sati Ha GPU, mpuzHauenuM a1 30epiraHHs 1HACKCIB BEPITUH. 3aMiCTh
TOro, 100 TyOJIFOBaTH JaHl BEPIIUH JJIsi KOKHOI T'paHi, Ka BUKOPUCTOBYE CIUIbHI
Bepminau, EBO no3Bosisie 30epiratu yHikayibH1 Bepiinan y VBO Ta mocunatucs Ha

HUX 3a JIONOMOTOI0 1HJeKCIB. Lle 3HauHOo 3MeHIye 00csr JaHuX, 0 NepeJaloThes Ha
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GPU, Tta ontumizye BUKOpUCTaHHA mnam'sati. Y kmaci Mesh iHgekcn
(std::vector<unsigned int> indices) 3aBaHTaxywThcsi B EBO ananoriuno VBO:
renepyerbcsi EBO, mpus'szyetscsi 1o GL_ELEMENT ARRAY BUFFER, 1 nani
KOIIIOIOThCA 3a monomoroto glBufferData().

Vertex Array Object (VAO) € 00'ekToM, sikuii 30epirae KOH(Irypaiio cTaHy
s VBO ta EBO, a Ttakox iHpOpMAIlio Mpo Te, sIK IHTEPIPETYBaTH JAaHl BEPIINH.
VAO inakancymtoe Bukimku glEnableVertexAttribArray() Ta glVertexAttribPointer(),
10 OMUCYIOTh MakKeT aTpuOyTiB BeplIHH (TOOTO, Ae B Oydepi 3HaAXOAATHCA MO3HIII],
HOpMaJi, TEKCTYpHI KoopauHatu Toio). Bukopuctanus VAO 103BoJis€ MIBUAKO
NEePEeMUKATUCS MIXK PI3HUMH KOH(DIrypaiisiMd BEPIIMHHUX JAHUX, OCKUIbKU
JIOCTaTHbO MpuB's3aTd BiAnoBiAHMM VAQO, 1 Bci HamamtyBaHHs OydepiB Ta iXHIX
aTpuOyTIB OYIyTh BITHOBJIEHI aBTOMaTHUYHO.

VY metomi setupMesh() kimacy Mesh BinOyBaeThCsi OBHE HaJallITyBaHHS IUX
OydepiB. Cnouatky reHepyeTbcs Ta TnpuB's3yetbcs VAO 3a  J0MOMOroro
glGenVertexArrays() ta glBindVertexArray(). ITicns mporo npus's3ytorecst VBO Ta
EBO, i mani komirotoTeesa B HUX. Jlaii, ISl KOXKHOTO aTpuOyTa BepHIuHU (MO3UITIS,
HOpMaJib, TEKCTYpHI  KOOpPAWHATH, TaHTEHC, OITaHT€HC)  BUKIIHUKAETHCS
glEnableVertexAttribArray() ansa aktusariii arpudyra ta glVertexAttribPointer() pis
BU3HaUeHHs Horo Makera. glVertexAttribPointer() Bkazye OpenGL, sk
iHTepnperyBaTu faHl y VBO: KibKICTh KOMIOHEHTIB (HAIPUKIIaA, 3 JIJIs TO3MULIIT ), THIT
nanux (GL FLOAT), Hopmani3atiisi, po3Mip KpoKy Mix BepimHamiu (sizeof(Vertex))
Ta 3MIUIEHHSI aTpuOyTa BcepeauHi CTpykTypu Vertex (BukopuctoByroun offsetof).
[Ticns wamamtyBanHs Beix aTpuOyTiB, VAO BiAB'SI3yeTbcs 3a JIONOMOTOIO
glBindVertexArray(0).

[Tix wac pennepunry mema (y metoqi Mesh::Draw()), s BiioOpakeHHs Melia
oCcTaTHRO MpuB'sizatu BiamoBiguuit VAO 3a monmomororo glBindVertexArray(VAO).
[ToTim, myisi ManrOBaHHS TPUKYTHHKIB, BUKOpHUCTOBYeThCs glDrawElements(), sika
MOCUJIAETHCA Ha 1HACKCH, 1110 30epiratothes B EBO.

Taxum unnomMm, Bukopuctanus VBO, EBO ta VAO € dynnamentanbHuM Amst

ontumizauii penaepurry B OpenGL. Bonu n03BOsSIIOTE €()EKTUBHO YNPaBIATU
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nanumu BepunH Ha GPU, MiHiMmi3yBatu KinbKicTh BUKIUKIB APl Ta 3a0e3neuyBatu

BHUCOKY MPOJIYKTUBHICTH MPHU BiA0OpakeHH1 ckiaaaaux 3D-moenei.

3.7. luKJ peHIEPUHTY Ta B3a€MO/isl 3 KOPUCTyBayeM

['onoBHUE 1UKI M[porpaMud € UEHTPAIbHUM €JIEMEHTOM Oylb-SIKOTO
iHTepakTuBHOTO 3D-momarky. BiH BigmoBigae 3a Oe3mepepBHE OHOBIICGHHS CTaHY
CIleHH, OOpOOKy BBEICHHS KOpPUCTyBaya Ta PEHACPUHT HOBUX KaapiB. Y 3D-
BI3yalli3aToOpl apXiTEKTYpPHUX MOJIeNIeH Lel UK peanizoBaHuid y QyHKIii main() i
MpaIfoe J0TH, JOKH KOPUCTYBa4 HE BUPIIIATH 3aKPUTH BIKHO ITPOTPaMH.

Ha nmowaTtky koxHOTO KaJpy BiOyBaeTbcs po3paxyHok uacy deltaTime. lle
3MiHHa, siKa 30epirae Jac, 1o MUHYB 3 MOMEHTY MOIEePEeIHbOTO Kaipy. Bukopucranus
deltaTime € KpUTUYHO BaXKIUBUM JIJ1s 3a0€3EUEHHS INIABHOCTI PyXYy Ta HE3aJIEKHOCTI
MIBUKOCTI aHIMallli 4d TMEepeMINIEHHsT KaMepHu BiJ 4YacTOTH KajpiB cucremu. lle
rapaHTye, o pyx OyJie OJJHAKOBUM Ha KOMII'TOTEpax 3 Pi3HOIO MPOAYKTHBHICTIO[14,
54].

ITicns pospaxynky deltaTime Buknukaetbes ¢yskiis processinput(). Ils
¢GyHKLI BiANoOBiae 32 00poOKy BCIX KOPUCTYBALBKUX MOJIN, TAKUX K HATHCKAHHS
KJaBim Ta pyxu mwuimii. Bona B3aemomie 3 Oi6miorexkoro GLFW mns orpumanus
MOTOYHOrO CTaHy KJIaBiaTypu Ta mepenae BIAMOBIAHI KoMaHau kiacy Camera s
OHOBJIEHHS 11 1Mo3uilii Ta opieHTaii. Takox y processInput() peanizoBana jorika ass
3aBaHTaXKCHHS HOBUX MOJIEJICH: MPY HATUCKAHHI KJaBimii 'L’ BIAKPUBAETHCS 11aJI0TOBE
BikHO BHOOpY (Qaitny (tinyfd openFileDialog), 1 sikiio kopuctyBau BUOMpae HOBUU
daiin, BCTaHOBIIOETHCS crieriansauit mpamop loadNewModel.

Sxmo npanop loadNewModel BcTaHoBI€HO, 1€ CUTHANI3YE PO HEOOX1IHICTH
3aBaHTAXKUTH HOBY 3D-Mojienb. Y 11boMy 0JI0111 BiIOYBA€ETHCS HACTYIIHE:

o IloTouna 3aBaHTa)k€HA MOJIENH (SKIIO BOHA ICHY€E) KOPEKTHO BUAAISIETHCS 3

nam'ari, 100 YHUKHYTH BUTOKIB IMaM'siTi Ta KOH(IIKTIB peCypciB.
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o CrBoproerbcs HOBuM 00'ekT kiacy Model, sikomy mepemaeTbes HUIAX A0
BuOpaHoro (aiiny. Llei nporec BKItOYaE MapCUHT MOJIENI 3a TIOIOMOror0 Assimp Ta
3aBAaHTAXKCHHS BCIX HEOOX1THUX TEKCTYP.

o Jlna DAE-mogneneit, siki, sk Oylo BHUSBIECHO, MOXYTh HE MICTUTHU
BOY/IOBAaHMX MOCUJIAaHb HAa TEKCTYpH, PEaji30BaHO JIOTIKY PYYHOTO MPU3HAYEHHS
TeKcTyp. [licis 3aBaHTa)KEHHS T€OMETPii, MporpamMa MepeBipsie po3MUpeHHs (DHaiy.
Sxmo ue .dae, TO IS KOKHOTO Mellla MOJIEl BPYYHY IMPHU3HAYAIOTHCS MONEPETHBO
3aBaHTaXEeH1 TEKCTypH (nudy3Hi, HOpPMaJbHI, CHEKYJSIPHI) 3 TJI00ATBHOTO KElry
manuallyLoadedTextures. Ile 3abe3neuye kopekTHe BigoOpaxkenHs DAE-mopenei,
HaBITh SIKIIO iXH1 (haliau He MICTATH 1H(OpMaIIi PO TEKCTYPH.

[Ticist o6poOKu BBEICHHS Ta MOTSHIIIMHOTO 3aBaHTAXKEHHS MOJIEN1, HACTAE eTal
penaepunry. Crnoyarky ouMinaroThcsi Oydepu koiapbopy Ta rnmbunu OpenGL 3a
nonomororo glClearColor() Ta glClear(). Ile HeoOX1aHO 1151 TOTO, 00 KOKEH HOBHI
KaJIp MaJIOBaBCs Ha YUCTOMY "TIOJIOTHI".

Jam akTuByeThCs mmeiaepHa nmporpama (ourShader.use()), 1 B HeT mepenarOThCs
HE0OX1H1 yHI(OPMHI 3Mi1HHI:

o  Marpumi npoexiiii Ta BUay (projection, view), siki 0OUMCITIOIOTHCS HA OCHOBI
napameTpiB kamepu (camera.Zoom, camera.GetViewMatrix()).

o [Ilo3umis kamepu (camera.Position), sika BUKOPUCTOBYETbCS ISt
PO3paxyHKIB OCBITJICHHSI.

o [Ilapamerpu mxepen cBiTia (COpsiMOBaHE CBITJIO, TOYKOBI JpKepena,
MPOKEKTOP), 1[0 BU3HAYAIOTh OCBITJICHHS CLIEHHU.

Hapemri, sxkmo oO'ekt currentModel ycmimHo 3aBaHTakeHUHM, ISl HBOTO
OOYHUCITIOETRCS MoJeNnbHAa Matpuilsl (model), ska BU3HAYa€e MOro TMOJIOKEHHS,
OpI€HTAIllI0 Ta MacTad y cBiTOBOMY Ipoctopi. Ll MaTtpuis nepenaeTscs B menep,
1 BuKIuKaeTbest meron currentModel->Draw(ourShader), sikuii mepeGupae Bci merri
MOJIeJIi Ta PEHIEPUTH X, BAKOPUCTOBYIOUH BIJIOBIJIHI TEKCTYPH Ta MaTepialu.

3aBepuiyeTbcsi KOxeH Kaap oominom Oydepi (glfwSwapBuffers()), mio
BiOOpaXkae TMIATOTOBJICHWN KaaAp Ha ©KpaHi, Ta ONHUTYBAaHHIM  TOJIH

(glfwPollEvents()), mo mgo3Bossie GLFW o00po6nstu Bci moaii BBEACHHS Ta
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OHOBJIOBAaTM cTaH BikHA. lleil Oe3nmepepBHUMI MUK 3a0e3leyye IUIaBHY Ta

1HTEepakTUBHY po0oTy 3D-BizyasizaTopa.

BucHoBkm 10 po3ainay 3

Y TperpoMy po3aiTl IUMIIOMHOI poOOTH OyNo METalbHO BHUCBITJIICHO IMPOIIEC
MpakTUYHOI peanizarii 3D-Bi3yanizaropa apxiTeKTypHUX MOJENEH, 1o 0a3yeThcs Ha
texHonorisix OpenGL ta C++. Ha mouatkoBomy eTtari OyJio OMHMCaHO HaJIAIITYBaHHS
cepeaoBuIa po3pooku, BKItouaroun Budip Microsoft Visual Studio sik IDE ta CMake
JUTSL YIIPaBITiHHS 301pKOI0 MPOEKTy. Takox 0yJi0 00IPYHTOBAHO IHTETPAIIIIO KIFOYOBUX
30BHIIIHIX 010mi0TeK, Takux Sk GLAD/GLEW nns 3aBanTtaxenns ¢pynkiiit OpenGL,
GLFW nns ynpaBiinHg BIKHOM Ta BBeJeHHsIM, GLM 1 MaTeMaTHYHUX OIepaliii,
Assimp q1st imriopty 3D-mopeneit Ta STB Image niist 3aBaHTaXXeHHS TEKCTYP.

Jani 6yno AeTaabHO PO3TIAHYTO Tpoiiec iHimami3amii OpenGL-koHTeKCTy Ta
BikHa 3a nornoMororo GLFW, Bxmouaroun HamamryBadHs Bepcii OpenGL (3.3 Core
Profile), akTuBanito rmmOMHHOTO TECTY Ta peecTpauito PyHKI1 3BOPOTHOTO BUKIIUKY
TUTst 00poOKu moii. [le 3akiiano oCHOBY st KOPEKTHOTO B1IOOpayKEHHS TPUBUMIPHOL
rpadiku.

Oco6nuBy yBary Oyso npuaiieHo peaiizailii GyHaaMeHTalIbHUX Ki1aciB Shader
ta Camera. Knac Shader 3a0esneuye 3aBaHTa)X€HHS, KOMIIUISAIIIO Ta JIHKYBaHHS
GLSL-meitnepiB, a Takox THy4Ky mnepenady yHipopmaux 3minanx Ha GPU. Kinac
Camera 1HKaICyJIIO€ JIOTIKY YIOPaBIiHHS BIPTYaJbHOK KaMepolo, J03BOJISIOUU
KOPHUCTYBA4€Bl 1HTEPAKTUBHO MEPEMIITYBATUCS Ta OTJISAATH CICHY 3a JOMOMOTOIO
KJIaB1aTypH Ta MMILII.

[leHTpanpbHUM acnieKTOM peaiizallii € GyHKIIoHaT 3aBaHTaKeHHs 3D-Moaenei.
Bbyno getanbpHO onmmMcaHO BUKOPUCTAHHS 010710TeKH Assimp A apcuHTy (QaiiiB y
dopmarax DAE, FBX ta OBJ. IligkpecieHo BaXIMBICTh MParnopiB MOCTOOPOOKU
Assimp a1 TiATOTOBKY TaHUX MOJIEN1 A0 peHIepuHTY. OMUCaHOo MPOIIEC PEKYpCUBHOT
00poOKHM BY3JI1B CIIEHM Ta MEIIIB, a TAKOXXK MEXaHI3M 3aBaHTa)XKEHHS Ta KEITyBaHHS

TEKCTYp, BKIIOYAIOYH aJanTalliio Jjisl KOPEKTHOTO MOIIYKY TEKCTYp, HaBITh SIKIIO 1XHi
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HUIAXU y BUXigHOMY (aiini € HexkopektHuMu. [[nss DAE-moneneit 6e3 BOymoBaHux
TEKCTyp OyJI0 peasi30BaHO MEXaHI3M pPYYHOTO TMPU3HAYECHHS TEKCTyp MicCIs
3aBaHTaKEHHS T€OMETPii.

HanamryBanns o0'ektiB Oydepa Bepmun (VBO), 00'extiB Oydepa enemMeHTIB
(EBO) Ta 00'extiB MmacuBy BepiirH (VAQO) Oys0 poO3risHYTO SK KIIOUOBHM acleKkT
onrtuMizaiii peaepunry. Lli 6ydepu 3abe3neuyroTs ehexTuBHE 30€piraHHs Ta JOCTYII
1o nanux BepinH Ha GPU.

3aBepiiagbHUM  €TaroM peaiizallii € TOJOBHHM IHMKJI PEeHICPUHTY, SKHUM
KOOpJIMHY€E BCl omeparlii: po3paxyHok deltaTime, oOpoOKy BBeAEHHS KOpPHUCTyBaua
(BKJIFOYAIOUM 3aBaHTAXEHHS HOBUX MoJieliel), ouulieHHs OydepiB, axTHUBaIliIO
nieiiepis, nepeaavy yHipopM Ta BIacHE MaJTIOBAHHS MOJIEII.

TakuM 4YMHOM, y LBOMY PO3AUIT OyJO YCHINIHO peai30BaHO KIIOUYOBUM
dbynkuionan 3D-BizyanmizaTopa, IO JJ03BOJISE 3aBaHTAXyBaTH Ta IHTEPAKTUBHO
B1JI0OpaykaTu apXiTEKTYpHI MOJIENl 3 TEKCTypaMu Ta MaTepiajlaMy, BAKOPUCTOBYIOUH

Cy4acHi Miaxou Jo nporpamyBaHHs rpadiku Ha OpenGL ta C++.
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PO3JILI 4
TECTYBAHHSI, ONTUMI3ALIISA TA AHAJII3 PE3YJIBTATIB

4.1. MeTOIlHKa TECTYBAHHA NMPOrpaMHOro 3a0e3nevYeHHs

EdexkTuBHEe TecTyBaHHS € HEBIJA'€MHOIO YAaCTUHOIO UHUKIY PO3pOOKHU
MIPOTPAMHOT0 3a0€3MEeUCHHS, 110 JI03BOJISIE TIEPEBIPUTH BIAMOBIIHICTH PO3POOICHOTO
MPOAYKTY BHU3HAYCHUM BHMOTAM, BHSBUTH ITIOMWJIKH Ta OIIHATH HOTO
npoayKTuBHICTE. [l  3D-Bisyamizatopa apxiTEKTypHHX MoJeNed METOoJuKa
TECTyBaHHs Oyna CIpsIMOBaHa Ha NEPEBIPKY (DYHKIIOHAIBHOCTI 3aBAHTAXXKCHHS Ta
BIIOOpaX€HHSA  MOJIENed, IHTEPAaKTUBHOCTI YNpPABIIHHA, a TaKOX OLIHKY
MPOJYKTUBHOCTI CUCTEMH B PI3HUX CIIEHAPISX BUKOPUCTAHHS.

TecTyBaHHS TOPOBOJWJIOCS Ha THUIOBIM KOHQIrypamii MNepCOHAIBLHOTO
komm'torepa nporecop Intel Core 15 11600K, 32 I'b onepaTuBHOI mam'siTi, TUCKpPETHA
Bimeokapra GIGABYTE GeForce GTX 3060Ti, mo BiamoBigae cepeaHiM Ta
PEKOMEHIOBAaHMM BHUMOTaM JIJIsl 3aMycKy cydacHuX 3D-momartkis.

Cuenapii TecTyBaHHS:

1. TecryBaHHsS (pyHKIIOHATY 3aBaHTAXKEHHS MOJIEJIEH:

o 3aBaHTakeHH: pi3HUX popmaTiB: [lepeBipsiiacs KOPEKTHICTh 3aBaHTAKECHHSI
moxene y miarpumyBanux ¢opmarax: DAE (Collada), FBX ta OBJ. [dns xoxxHOTO
dbopmaTy BUKOPUCTOBYBAJIUCS TECTOBI MOJIENI, [0 MICTHJIA T€OMETPit0, TEKCTYPHU Ta
matepianu. OcobnmBa yBara npuaiusuiacs DAE-monensM, siki, sk 0yJi0 BHUSBIICHO,
MOKYTbh HE MICTUTH BOYJIOBaHUX MOCHUJIaHb HA TEKCTYpHU, IEPEBIPAI0UN €(hEKTUBHICTD
MEXaHi3My PYYHOTO MPU3HAYCHHS TEKCTYP.

o 3aBaHTaXCHHS MOJENIeH Pi3HOI CKIATHOCTI: TecTyBanmcs MOAEII 3 PI3HOIO
KUIBKICTIO TIOJITOHIB (B1J MPOCTHX OO'€KTIB 0 CKJIAJIHUX apXITEKTYPHUX CIIEH 3
JECATKAMH THCSIY a00 COTHSIMU TUCSY TPUKYTHHKIB) JUIsl OIIHKK MacIITab0OBaHOCTI Ta
CTaOUIbHOCTI 3aBaHTa)KyBaya.

o O6p061<a IIOMMUJIOK 3aBaHTAXCHHA: CHpO6H 3aBaHTAXXCHHA ITOIIKOKCHUX
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¢aiiniB, HEICHYIOUHX IIIAX1B a00 ¢ailiniB HeMmiATPUMYBaHUX (POpPMATIB 7S IEPEBIPKU
MEXaHi3MIB OOpOOKM TOMIJIOK Ta BHUBEJCHHSA BIANOBIIHUX I1OB1JIOMJICHb
KOPHCTYBaueBI.

2. TecrtyBanHs QyHKIIIOHATY BiTOOpaKeHHS Ta IHTEPAKTUBHOCTI:

o KopekTtHicTh BimoOpaxeHHs reomerpli Ta TeKCTyp: BisyaibHa oOIliHKa
BiTOOpaKEHHS 3aBaHTAKEHUX MOJENel, TMepeBipka HAsIBHOCTI  apTe(akTis,
KOPEKTHOCTI HaKJIaAaHHs TEKCTYpP, 3aCTOCYBAaHHS MaTepiajiB Ta OCBITICHHS.

o YnpaBmiHHS Kameporo: [lepeBipka MIaBHOCTI Ta YYTIMBOCTI YNpPaBIIiHHS
KaMmeporo 3a jonoMororo kiasiatypu (nepemimenus WASD, Space, Left Control) Ta
Mmuln (obepranHs, 3yM Koumimarkom). OIliHioBanacs 1HTYiTUBHICTb YIpaBJIIHHS Ta
BIJICYTHICTb 3aTPUMOK.

o Ocsitnenns cuenu: IlepeBipka BIUIMBY PI3HHX JOKEpeNl  CBITJIA
(cipAMOBaHOT0, TOYKOBHX, MPOXKEKTOPA) HA BUTJIS MOJIEII1, KOPEKTHICTh PO3PaXyYHKY
nu(y3HOTO Ta CIEKYISIPHOTO OCBITICHHS.

BukopuctoByBaHi METPUKH:

JIsist 00'€eKTUBHO1 OLIIHKK MPOAYKTHUBHOCTI Bi3yasi3aTopa BUKOPUCTOBYBAIHCS
HACTYIHI METPUKHU:

o Yacrora kanpis (Frames Per Second, FPS): BumiproBanacs cepenns yacrora
KaJIpiB 1]l YaCc 1HTEPAKTUBHOTO OIISIAY MojeNie pi3Hoi ckiaagHocTi. Ile kmrouoBwmit
MOKA3HUK IJIABHOCTI Bi1oOpakeHHs. O4iKyBaocs, 0 BizyanizaTop 3a0e3neuyBaTume
He MeHire 30 FPS nis moneneli cepeHboi CKIIaIHOCTI.

o Yac zaBanTtaxxenns mojeni (Loading Time): BumiproBaBcs yac, HeoOX1qHUI
JUIsL TIOBHOTO 3aBaHTaXEHHA Mojem 3 ¢daiiay 10 MOMEHTY ii TOTOBHOCTI O
BimoOpakeHHs. lle A03BOMMIIO OIIHUTH €()EKTUBHICTH MOMYJS 3aBAHTAXKEHHS Ta
010s10TEKH ASsimp.

30ip maHWX 3MIACHIOBABCS IUIIXOM MOHITOPUHTY TOKa3HHKIB 0€3MOCepeTHBO
1]l YaC BUKOHAHHS MPOTPaMH, a TaKOX 3a JIONMIOMOTOK 1HCTPYMEHTIB CHCTEMHOTO
MOHITOPUHTY AJid BiJicTexeHHs1 Bukopuctanus pecypciB CPU ta GPU. Otpumani gai
OyAyTh BUKOPHUCTAHI JUIsl aHAJ3y MPOAYKTUBHOCTI Ta OOTPYHTYBaHHS HEOOX1THOCTI

onTuMi3ali.
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4.2. Pe3y1ibTaTH TECTYBAaHHA Ta IX aHAJI3

TectyBanusi pospoOinenoro 3D-i3yamnizaropa HpPOBOAMIOCS BiAMOBIAHO 0
OMKMCAHOI METOJUKH Ha TECTOBIN KOH(Irypalli NepcoHaIbHOTO KoMI'toTepa. MeToro
aHaji3y pe3yJbTaTiB € OIliHKa BIJAMOBIHOCTI MPOTpaMHOro 3abe3reueHHs
GyHKI[IOHATFHUM Ta HEQYHKIIIOHAIFHUM BUMOTaM, a TAaKOK BUSBICHHS MOTEHIIIIHIX
HaIPSMKIB JIJIS ITOJAJIBII0T ONTHMI3AIli.

4.2.1. AHaJi3 yacy 3aBaHTa:KeHHsS MoJieJiei

Yac 3aBaHTaXEHHA MOJENIEH € KPUTUYHO BAXKIMBUM IMOKa3HUKOM Juisi 3D-
Bi3yalizaTopa, 0COOIMBO MpU PoOOTI 3 BEIMKUMHU apXITEKTypHUMH ciieHamu. J[is
OI[IHKM IIbOr0 TapamMerpa Oysjo 3aBaHTAKEHO JEKIJIbKa TECTOBUX MOJEJIECH pi3HUX
dbopmartiB Ta CKIaAHOCTI. Pe3ynpTaT BUMIpIOBaHb Yacy 3aBaHTAKEHHS MIPEICTaBIICHI
B Tabmui 4.1.

Tabmnis 4.1

Yac 3aBanTa:xkeHHst 3D-mMoaesel pisHUX (OPMATIB Ta CKIATHOCTI

®opmart Hazsa moxeni Kinbkicts Po3mip Yac
daiimy (mpuKIaIN) TPUKYTHHUKIB daiiny | 3aBaHTaKCHHS
(mpubAM3HO) (MB) (©)
OBJ SimpleHouse.obj 5000 0.5 0.2
FBX ResidentialBuilding.fbx 50 000 10 1.5
DAE OfficeComplex.dae 75000 15 2.0
FBX LargeCityBlock.fbx 200 000 40 4.8
DAE DetailedInterior.dae 150 000 30 3.5

AHani3 jaHux, npeactaBieHux y TaOmuii 4.1, mokasye, 1mo po3poOJieHH
BI3yalli3aTop JEMOHCTPYE TPUUHSATHUN dYac 3aBaHTAXKEHHS JUIsl MOJENeH pi3HOi
ckinagHocti Ta popmaris. s moaen LargeCityBlock.fbx 3 200 000 TpukyTHHKaMu
ta po3mipoMm 40 MDB uyac 3aBaHTakeHHs CckiaB 4.8 CEKyHId, IO BIJNOBIJIAE

He(dyHKioHanpHI BuMo31 HOB1 (dac 3aBaHTa)keHHS HE TIOBMHEH TIEPEBUIIYBATH 5
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cekyHn ansi moaenerd a0 50 MB). lle cBimuuth mpo epeKkTuBHY pOOOTY MOIYJIs
3aBaHTAXKCHHS, 110 0a3yeTbcst Ha O10mioTeni Assimp, sika YCIIIIHO 00po0Jsie aaHi 3
pi3HUX (¢opMaTiB Ta BHKOHYE HEOOXiTHY MOCTOOpoOKy. [lemo OuIbmIMA Yac
3aBantaxxeHHs DAE-daiinis mopisusino 3 FBX Ta OBJ npu noaiOH1# CKIIaAHOCTI MOXe
OyTu noB'si3anuit 3 ocoonuBocTsiMu XML-ctpykTypu popmaty Collada Ta ii mapcunry,
OpoTe Il TOKAa3HWKH 3aJMIIAIOTBCA B MEXax JOMYyCTUMHUX 3HAu€Hb JUIA
IHTEepaKTUBHOTO JOJATKY.

4.2.2. Anaui3 npogyktuBHOCTi penaepunry (FPS)

[IponyKTUBHICTh pEHIAEPUHTY, BUMIpsSHA Yy Kaapax 3a cekyHay (FPS), e
KJIFOUOBUM TIOKa3HMKOM TIJIABHOCTI Ta YYyWHOCTI 1HTEpaKTUBHOI B3aeMoxii 3 3D-
cueHoro. BumiproBanns FPS npoBoaunucs mij yac BUIBHOTO NMEPEMIIIEHHS KaMEPOIO
Ta OIJISIY MOJiesel pi3Hoi ckiiaaHoCTi. PesynbpTaTu npeacrasieni B Tabmui 4.2.

Tabanig 4.2

Cepenns yacrora kaapis (FPS) nus pizaux 3D-moaesnei

®dopwmar dariny | HazBa moaeni KinbkicTh Cepenniit FPS
(puKIIaIN) TPUKYTHHUKIB (BITBHUM OTJISIN)
(mpuGIN3HO)
OBJ SimpleHouse.obj 5000 ~144
FBX ResidentialBuilding.fbx | 50 000 ~140
DAE OfficeComplex.dae 75000 ~138
FBX LargeCityBlock.fbx 200 000 ~135
DAE DetailedInterior.dae 150 000 ~137

AHani3 naHux, npenacrabiieHux y Tabmumi 4.2, mokasye, MmO po3poOieHui
Bi3yasi3aTop JEMOHCTPYE BHUKIIOYHO BHUCOKY Ta CTaOlIbHY 4YacTOTYy KaApiB Jis
MoJIeseH pi3Hoi ckiagHocTi. 3HadeHHs FPS, mo xonuBaroThes HaBkoso 144 kaapis Ha
CEeKyHY 3 HE3HAUHUMHM BiaXuieHHsMHU (y Mexkax £10 kazpiB), cBiA4aTh NPO BIAMIHHY

OPOAYKTUBHICTh cucTeMU. lle 3HaUHO mepeBHIlye BCTAHOBJIEHY HE(PYHKIIIOHATbHY
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BuMory HOBI1 (ue menme 30 FPS) ta 3a0e3neuye Han3BUYalHO IJIaBHY Ta YyHHY
IHTEpaKTUBHY POOOTY.

Taka BHCOKa TPOIYKTUBHICTH  JIOCSTAEThCS  3aBISKH  €(PEKTUBHOMY
BUKOpPHUCTaHHIO rpadiunoro kouBeepa OpenGL, BximOYaOud ONTHMI30BaHE
VOpaBIiHHSA JaHUMH BepiuH 3a jgomoMororo VAO, VBO Tta EBO, a Ttakox
parioHaJIbHYy poOoTYy mmeiaepiB. MidimanbHi konuBanHs FPS mix Moxensmu pizHOT
TEOMETPUYHOI CKIIATHOCTI BKa3ylOTh HA T€, IO MOTOYHA KOH(Iryparis armapaTHOTO
3abe3neuenns (GPU) ta onrumizaiiis mporpaMHOro KOAY J03BOJISIIOTH 00poOIATH
MpEeACTaBJICHI MOJieNll 0e3 3HAYHOTO HaBaHTaXXEHHS Ha TrpadlyHUN MpoIEecop, IO
3arno0ira€ BUHUKHEHHIO "BY3bKHX Miclb" mpoaykTuBHOCTI. lle miaTrBepmxkye, 110
Bi3yanizaTop €(EKTUBHO BUKOPUCTOBYE JOCTYIIHI pecypcu sl 3a0e3leueHHS
KOM(pOPTHOTO KOPUCTYBALIBKOTO JTOCBIAY.

4.2.3. Anaui3 QyHKIiOHAJBHOCTI Ta BidyaJizamii

@OyHKIIOHAIbHE TECTYBaHHSA MIATBEPAUIIO KOPEKTHICTh peaii3alii BCIX
3asBJICHUX MOXJIMBOCTEHM BizyamizaTopa. CucTema YCIIIIHO 3aBaHTaXye Ta
BioOpaxkae 3D-momeni y dopmarax DAE, FBX ta OBJ, Bkimtouaroun ixHIO
reOMETPII0, TEKCTYpH Ta MaTepiain. Oco0IMBO BaXKIJIMBO BIA3HAUYMTH YCIIIIHY POOOTY
MEXaHI3My pPYYHOTO Tpu3HAuYeHHS Tekctyp s DAE-moxenei, siki HE MIiCTHIH
BOY/IOBAHMX MOCUJIaHb HA 300pa’KE€HHS, 1110 JI03BOJUIJIO KOPEKTHO Bi3yasi3yBaTH TakKi
00'eKTH.

[HTepakTBHE YMpaBIiHHA KaMmMepow TMpaIoe€ IHTYITUBHO 3pO3yMIJIO,
JTIO3BOJIIFOYM KOPUCTYBa4yeB1 BIJILHO MIEPEMIIIIYBATHCS IO CIIEHI Ta OTVISIAATH MOJICIb 3
Oyab-sxoro pakypcy. KinapiarypHuii Ta MuIayuii BBl 0OpoOsSOThCS IUIaBHO, 0€3
3aTPUMOK, 1110 3a0e3neuye KoMpopTHY B3aeMo/1it0. OCBITIEHHS CIICHH, pealli30BaHE 3a
JIOTIOMOTOFO CIIPSIMOBAHOTO Ta TOYKOBHUX JIPKEPET CBITIIA, @ TAKOXK MPOIKEKTOPA, 3SHAYHO
MOKpaIIye Bi3yajdbHEe CIIPUIHATTS MOJIENIeH, HaarouH iM 00'€MHOCTI Ta peasizMy.

[Ipuknaau Bizyamizamii 3aBaHTAKEHHX MOJEICH JIEMOHCTPYIOTh SIKICHE
BIJIOOpa)KEHHS TEKCTyp Ta MarepiaiiB, KOPEKTHE 3aCTOCYBaHHS OCBITJICHHS Ta

BiZICYTHICTb Bi3yanbHuX apredakriB (nuB. Puc. 4.1, Puc. 4.2, Puc. 4.3).
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Puc. 4.1. Ilpuxnax Bizyanizaliii apXiTeKTypHoi Mojeni y ¢popmari FBX

- o

Puc. 4.2. Tlpuxnax Bizyamizaiiii apxiTeKTypHoi mojeni y ¢popmari DAE 3

PYYHO NPU3HAYEHUMH TEKCTypaMu



62

Puc. 4.3. Ilpuxnax Bizyanizaiiii apxiTeKTypHoi Mojeni y ¢popmari OBJ

3aranom, pe3yJbTaTh TECTYBaHHS MIATBEPIKYIOTh, IO po3podieHuit 3D-
BI3yaJli3aTop BIAMOBIAA€ BCIM BH3HAYEHUM (PYHKIIOHATHHUM BUMOTaM Ta OLIBIIOCTI
He(YHKIIIOHAIbHUX, IEMOHCTPYIOUM CTaOUIbHY pOOOTY, BUHSTKOBY NMPOAYKTHBHICTh

Ta 3pyYHICTh BUKOPUCTAHHS JJIA 1IJIeH AEMOHCTpAIlli apXiTeKTypHUX MOJIETIEH.

4.3. OnTuMi3alisi IPOAYKTUBHOCTI Bi3yaJizaTopa

Bucoka nmpoayKTUBHICTh € KIIOYOBOI HEPYHKI[IOHAIBHOI BHUMOTow0 110 3D-
Bi3yasizaropa, 1o 3a0e3neuye IJIaBHy B3a€MOJil0 KopucTyBada. J[OCATHYTI BHCOKI
MOKa3HUKHU YaCTOTH KaJpiB € Pe3yJIbTaTOM 3aCTOCYBAHHS PALY ONTHUMI3AIIIHUX
MIJIXO0/11B Ha eTarax MPOeKTyBaHHS Ta peaizailii.

OnnuMm 3 GyHIaMEHTAIBHUX aCMEKTIB ONTUMI3allli € €pEKTUBHE BUKOPUCTAHHS
anapataoro npuckopeHHs: GPU uepe3 OpenGL. Ile nmocsarayTo nuisxom miHiMi3arii
3BepHeHb 10 CPU Ta MakcumanbpHOrO mnepepadetro obuucienb Ha GPU. 3okpema,
3aCTOCOBaHO BUKOpUCTaHHS 00'ekTiB MacuBy BepmnH (VAO), 00'ekTiB Oydepa

BepminH (VBO) Ta 06'extiB 0ydepa enementiB (EBO). Lli mexanizmu 103BONSIOTH
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3aBaHTaXyBaTH JaHl reomerpii moneni B mam'atb GPU nmme oguH pas, 3HAYHO
3HIDKYIOUM HAKJIQJH1 BUTPATH Ta MPUCKOPIOIOYU PEHICPUHT.

EdextuBHa poboTa 3 TEKCTypaMu TaKOX BIJITPa€ BaXKIWUBY POJb.
BukopucTaHHS KelIyBaHHSI 3aBaHTa’KeHHX TeEKCTYp 3amobirae TOBTOPHOMY
3aBaHTaXEHHIO 300pakeHb Ta iXHiIM moBTOpHIM mnepemadi Ha GPU. [enepanis
Mipmap-piBHIB 1715 KOKHOT TEKCTYpPH ONTUMI3ye BUOIPKY TEKCTYp 3aJ€XKHO Bif
BiJICTaHi /10 00'€KTa, MOKPAIYIOYH Bi3yalibHY AKICTh Ta 3HIKYIOUH HaBAHTAXCHHS.

OnTtuMizaniss poOOTH THIeinepiB, M0 BUKOHYIOThCsS Oe3nocepenubo Ha GPU,
3abe3reuye BUCOKY MPOIYKTUBHICTh. BUKOpUCTaHHS MPOCTHX MO/esieil OCBIT/IEeHHSA
Ta pAIllOHAILHUX PO3PaxXyHKIB MarepialiB y (parMeHTHOMY IIeiaepl JO3BOJIMIIO
JOCITTH OanaHCy MDK BI3yalIbHOIO fAKICTIO Ta MPOJIYKTUBHICTIO. MoynbHa
apXiTeKTypa MPOEKTY TAKOXK CIPUSE ONTUMI3aIll1, TO3BOJISIOYH JIETKO 11€HTU(]DIKYBATH
Ta BJJOCKOHAITIOBATH OKPEM1 KOMITOHEHTH.

[lotouyna BHCOKAa MPOAYKTHUBHICTH € PpE3YyIbTaTOM 3aCTOCYBaHHS IUX
¢(DeKTUBHUX ONTUMI3alIMHUX TMpakTukK. Jlsi poOOTH 3 HaI3BUYAHO CKJIATHUMH
CIIeHaMU, y MallOyTHbOMY MOXKYTh OyTH 3aCTOCOBaH1 O1IbII MPOCYHYTI TEXHIKH, TaKl
gk BiacikaHHsa HeBuAMMHUX 00'ekTiB (Frustum Culling, Occlusion Culling), piBHi

neranizanii (Level of Detail, LOD) ta incTaHCHHT.

4.4. MoXIMBOCTI NOAAJIBIIOT0 PO3BUTKY TA PO3LIMPEHHA (PYHKIIOHALY

Po3pobnennii  3D-Bizyamizatop € (yHKIIOHANBbHUM Ta MPOAYKTUBHUM
THCTPYMEHTOM, MMPOTE Ma€ 3HAYHMIA MTOTEHIIIaM JIJISl TIOJANIBIIOTO PO3BUTKY.

OmHuM 3 KITIOYOBUX HAMPSIMKIB € po3LIHPeHHs miaTpumku ¢opmartie 3D-
MmozjeJei, 30kpema inrerpais glTF ta, moxxnuso, CAD-dopmari (DWG, RVT) mis
CHeIlaTi30BaHUX apXITEKTYPHUX 3aBIaHb.

3HayHe MOKpAIIEHHS BI3yaJlbHOI SKOCTI MOXE OyTH NOCSTHYTO 3a paxyHOK
BIIPOBA/KCHHS OIBLII MPOCYHYTHX TeXHIK peHaepuHry. lle Bkitouae peanizaiiro
TiHeii B peaabHomy 4aci (Shadow Maps), Bina3epkajienb Ta 3a10MJI€Hb, 3 TAKOX

0a30BOro rJ100aJ1bHOr0 OCBiTIeHHs (Hanpukiaa, Ambient Occlusion). Po3mmpenss
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¢yHKIiOHamy Po6oTHM 3 MaTepiajaMu 3a paxyHOK miaTpuMkun PBR-marepianis
(MeTaneBiCTh, MOPCTKICTh) J03BOJIUTh JOCATTH (hOTOPEATICTUIHOTO BUTIISIAY.

JIns miABUINEHHS 1HTEPAKTUBHOCTI Ta 3PYYHOCTI BUKOPHCTaHHS MOXE OyTH
po3poOisieHnii rpadiunuii  intepdeiic kopucryBaua (GUI), mo g03BOIUTH
HaJIAIITOBYBATH MapaMeTPH OCBITIICHHS, PSKUMU B1JOOpaKeHHS Ta 1HII omilli. Takox
BapTO PO3TJISHYTH AO0JABAHHS MiATPUMKM aHiMamii s Bizyamizamii JuHAMIYHUX
apXITEKTYPHUX €JIEMEHTIB.

Jlsist poOOTH 3 HAJI3BUYAWHO BEJIMKUMHU CIIEHAMHU MOXYTh OyTH BIPOBAJKEHI
AOJATKOBI onTHMi3anii, Takl K MPOCYHYTI METOAM BIACIKaHHS, PIBHI JieTaji3amii
(LOD) Ta iHcTaHCHHT. MOXIIUBICTh €KCNOPTY Mojesieil a0o 30epe:KeHHs CTaHy
CLEeHHU TAaKOX MiABUIIUTH I[IHHICTh Bi3yali3aTopa.

BropoBamkeHHs IUX MOXKIJIUBOCTEHN JTO3BOJIUTH MEPETBOPUTH po3pobiieHnt 3D-
Bi3yalli3aTop Ha OUIBII TOTYXXKHE Ta YHIBEpcallbHE pIIMIEHHS Uil poOOTH 3

apXITEKTYPHUMHU MOJEIISIMH.

BucHoBku 10 po3ainy 4

Y derBepTroMy pO3AiAl JIUILUIOMHOI poOOTH OyJo TPOBEACHO BCEOIUHE
TECTYBaHHS, aHali3 TMPOJYKTUBHOCTI Ta BH3HAYEHO TMEPCHEKTUBU PO3BHUTKY
po3pobienoro 3D-Bi3yanizaTopa apXiTEeKTYPHUX MOJIEIICH.

Ha nouatkoBoMy erari 0yJsio po3po0jaeHO METOANKY TECTYBaHHS, 110 BKJIOYasa
cIieHapii mepeBipku (PYHKI[IOHATY 3aBaHTaXXeHHs Mojenei pizaux dopmartis (DAE,
FBX, OBJ) Ta ckimagHOCTi, a Tak0oX TECTYBaHHS KOPEKTHOCTI B1IOOpa>KEeHHS
reoMeTpli, TEeKCTyp, MaTrepiaiiB Ta IHTEPAKTUBHOIO yIpaBiiHHSA Kamepor. Jls
00'€KTHBHOI OIIHKM MPOJAYKTHBHOCTI BUKOPHUCTOBYBAIHCS METPUKHU YaCTOTH KaJIpiB
(FPS) Ta yacy 3aBaHTa)kKeHHS MOJIEJII.

AHani3 pe3ynbTaTiB TECTYBaHHsS MPOJEMOHCTPYBaB BHCOKY €(EKTHBHICTb
po3po0eHoro BizyanizaTtopa. Yac 3aBaHTaXEHHS MOJIeTIeH BIMOBIA€ BCTAHOBJICHUM

He(DYHKIIIOHAJIbHUM BUMOTaM, 3a0e3Meuyrodyd IIBUIKY MIATOTOBKY CIEH [0
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BimoOpaxkeHHA. OcCOOJMBO BpakarOUMMM BUSBWINCA TMOKA3HUKH MPOTYKTUBHOCTI
PEHJICpUHTY: Bi3yali3aTop AEMOHCTPYE CTaOLIBHO BUCOKY YacTOTY KajapiB (OJIM3bKO
144 FPS) HaBiTh I MOJENEH cepeHbOl CKIQJHOCTI, 10 3HAYHO IEPEBHUIILYE
MOYaTKOBI BUMOTH Ta CBIAYUTH MPO BUHATKOBY IUIABHICTh IHTEPAKTUBHOI B3a€EMO/III.
OyHKI[IOHAJTIbHE  TECTYBaHHS  MIATBEPAMSIO KOPEKTHICTh  3aBaHTAXEHHS  Ta
BiTOOpakeHHsA MOJeNel yciX 3asBlieHHX (opMaTiB, a TaKoX IHTYiTUBHICTh Ta
YYHHICTh YNPaBIIHHSI KaMepPOIO.

JlocsArHyTa BUCOKA MPOTYKTUBHICTD € PE3YJIbTaTOM 3aCTOCYBAaHHS 0a30BUX, ajle
e(EeKTUBHUX ONTHUMI3alIMHUX MpakTUK. lle BKiIO4ae painioHadbHE BHUKOPUCTAHHS
00'extiB Oydepa BepunHa (VAO, VBO, EBO) miis epexkTUBHOTO yIIpaBiIiHHS JaHUMH
Ha GPU, kenryBaHHS 3aBaHTXXEHUX TEKCTYp Il YHUKHEHHS TyOJIIOBaHHS PECYpCIB,
TeHEPAL0 mipmap-piBHIB Il ONTUMI30BaHOI BUOIPKH TEKCTYp, @ TAKOXK €(PEKTUBHY
poOOTY 1IEeHIepiB Ta MOAYJIBHY apXITEKTYpy IPOEKTY.

Haperurti, 6ys10 okpecieHo KI0Y0BI MOXKIMBOCTI JJIsl TOIAJIBIIOTO PO3BUTKY Ta
po3mMpeHHs GyHKIIOHATY BizyanizaTopa. Cepen HUX — po3mupeHHs miaTpuMku 3D-
dopmaris (Hanpukian, glTF), BnpoBampkeHHs OUTBIT TPOCYHYTUX TEXHIK PEHIIEPUHTY
(TiHI B peasbHOMY 4aci, BIJA3EpKaJeHHs, TJI00anbHe OCBITIEHHS ), miarpumka PBR-
MatepiaiiB, po3poOka rpadiuHoro intepdeiicy kopucryBaua (GUI), monmaBaHHS
MIITPUMKHM aHIMalli Ta TMOoJajbllia ONTUMI3AIiS Jii POOOTH 3 EKCTpeMalbHO
CKJIaJIHUMU CIICHAMH.

Takum yuHOM, pe3ybTaTH TECTYBAHHS MIATBEP/KYIOThH YCIIIIHE JOCATHEHHS
MOCTaBJICHOI METHU JUTIIIOMHO1 pOOOTH — pO3pO0KH (hYHKITIOHATBLHOTO, MPOAYKTUBHOTO
Ta 3pyuHoro 3D-Bi3yanizatopa apXiTeKTypHHUX Mojeliel. BusBnenuii moTeHian ais
MOJAJIBIIOTO PO3BUTKY CBIAYUTH MPO MACIITA0OBAHICTh Ta TEPCIEKTUBHICTD

CTBOPEHOTO PILICHHS.
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BUCHOBKU

VY panit aumioMHid poOoTi Oylno yCHIIIHO peani3oBaHo po3poOky 3D-
Bi3yasizaTopa apXiTeKTypHHX Mojelieil 3 BUKOpUCTaHHAM O0i0miorekun OpenGL Ta
MoBU TniporpamyBaHHs C++. IlocraBmeHa wmeTa JOCHIDKEHHS — CTBOPEHHS
mporpaMHOro  3a0e3reueHHs, 10 3a0e3neuye e(peKTHBHE  3aBaHTAKCHHS,
BiTOOpaKeHHSA Ta IHTEPAKTHUBHHUM OIJISA TPUBHUMIPHUX 00'€KTiB — Oylia MOBHICTIO
JOCATHYTA.

JI71s1 TOCATHEHHS 1€l METH 0YJIO MOCIIIOBHO BUKOHAHO BC1 BUBHAUCHI 3aBJIaHHS
JIOCIIKEHHS

o IIpoananizoBano TeopeTuyHi ocHOBU 3D-rpadiku Ta QyHKIIOHYBaHHS
KOHBEEpPA PEHAEPHUHTY, LI0 3aKialo (PyHIaMEHTAJIbHE PO3YMIHHS MPUHIUIIB
Bi3yalizarlii.

o 3miiicHeHo ornsg Ta oOrpyHtoBaHo BuOip rpadiunoro API OpenGL sk
OCHOBHOI'O 1HCTPYMEHTY pO3pOOKH, BpPAXOBYIOUM HOro KpOCIUIaT(POPMEHHICTb,
THYYKICTh Ta iHTerpailito 3 C++.

« Buxonano neranpHuii ananisz popmariB 3D-moneneit DAE, FBX ta OBJ, o
JTIO3BOJIMIIO 3PO3YMITH IXHIO CTPYKTYPY Ta OCOOIMBOCTI /It KOPEKTHOTO IMITOPTY.

o OuiHeHo ta 00paHo 610mio0TeKy Assimp siK €(pEeKTUBHUHN 3aci0 I IMIOPTY
3D-moneneit, mo 3abe3neuye yHipikoBaHM iHTEpPEIC Ta aBTOMATHUHY TTOCTOOPOOKY
JTAHUX.

o CropoekToBaHO MOJYJBHY apxiTekTypy 3D-Bi3yamizatopa, BHU3HAYEHO
dbyHKIIOHATRHI Ta HEQYHKIIOHAIBHI BHUMOTH, a TaKOX pPO3POOJICHO CTPYKTYpPY
kimrouoBux kiaciB (Model, Mesh, Vertex, Texture, Shader, Camera) Ta ixHIO
B3aEMOJIIIO.

o PeamizoBano kirovoBHMH  (YHKIIOHAN  Bi3yadi3aTopa, BKJIIOYAIOUU
iHimanm3zaniro OpenGL-koHTekcTy Ta BikHa 3a gonoMmoroto GLFW, po3po0Oky kiacis
Shader ta Camera, iMIieMeHTAaI[1}0 MEXaHI13MIB 3aBaHTaXXEHHs Moieliel uepe3 Assimp
(BKJIIOYAOUM py4yHe mnpu3HadeHHs Tekctyp st DAE-¢daiiniB 6e3 BOymoBaHHX

nocunanb), HanamtyBanHs VBO, VAO, EBO nns edexTtuBHOro peHmepuHry Tta
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CTBOPEHHS TOJIOBHOTO LIMKIIY MPOTpamMu Jijisi 0OpoOKHU BBEIACHHS Ta BiTOOPaKEHHS.

« IIpoBeneHo TecTyBaHHS MPOrPaMHOTO 3a0€3MeUEHHS, SIKE i ATBEPAUIIO HOro
BHUCOKY IIPOJYKTUBHICTh Ta CTAOUIBbHICTh. Pe3ynbTaTu MpoIeMOHCTPYBAJIM BUHATKOBY
yactoTy KazpiB (Omm3pko 144 FPS) nns mopeneit pi3HOi CKIaAHOCTI, IO 3HAYHO
MEePEeBUIILY€E MOYATKOBI BUMOTH Ta 3a0e3leuye HaJI3BUYAHO IUIABHY 1HTEPAKTUBHY
B3a€MOIIIO.

o DBwusnaueHo Ta 3acTOCOBaHO OCHOBHI TPHWHIMIM ONTHMI3aIii, Taki sK
Bukopuctanus VAO/VBO/EBO Ta kenryBaHHs TEKCTyp, LIO JIO3BOJWIIO JOCSTTH
BHUCOKHX MOKa3HUKIB MPOJTYKTHUBHOCTI.

Po3pobnenuii 3D-Bi3yainizaTop € GyHKIIOHATHLHUM, TPOTYKTUBHUM Ta 3pYYHUM
y BHUKOPHUCTaHHI 1HCTPYMEHTOM, 3JaTHUM KOPEKTHO BIJOOpa)kaTH apXiTEeKTypHI
MOJIENi 3 TeKCTypaMM Ta MaTepiajaMH y Ppi3HHMX mnommpeHux dopmarax. MHoro
mpocToTa Ta €QEeKTUBHICTh POONATH MOro IIHHUM PIIMICHHSAM IS IIBHJAKOT
neMoHcTpanii  3D-00'exkTiB  0e3 HEOOXIAHOCTI BUKOPUCTAHHS CKJIQJHUX Ta
pecypcoemuux 3D-penakTopis.

[Topganpmuii poO3BUTOK MPOEKTY MOXKE BKIIOYATH PO3IIUPEHHS MIATPUMKHU
¢dopmaris (Hanpuknan, glTF), BnpoBamkeHHs OUTbII TPOCYHYTUX TEXHIK PEHJIEPUHTY
(timi, Bimmzepkanenns, PBR-marepianu), po3pobky rpadiunoro iHTEepdeiicy
KOpPHUCTYyBaya Ta MIATPUMKY aHiMauli. [{i HanpsiMKuU cBIq4aTh NpO 3HAYHUN MOTEHITIAN

JiUIsl MaciITaOyBaHHS Ta PO3MIMPEHHs (DYHKIIOHATY Bi3yalizaTopa Yy MailOyTHbOMY.
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JlicTuHT poTrpaMHOTro KOy OCHOBHHUX (paiiiiB
main.cpp
#include <glad/glad.h>
#include <GLFW/glfw3.h>

#include <glm/glm.hpp>
#include <glm/gtc/matrix_transform.hpp>

#include <glm/gtc/type_ptr.hpp>

#include "shader.h"
#include "camera.h"

#include "model.h"
#include <iostream>
#include <map> // JInst XxpaHeHust Bpy4UHYIO 3arpyKEHHBIX TEKCTYP

#include <filesystem> // Jlnst paboThI ¢ myTsiMu

// Inst 3arpy3Ku u300pakeHuid (TEKCTyp)

#include "stb_image.h"

#include "tinyfiledialogs.h"
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JompaTok A

void framebuffer_size callback(GLFWwindow* window, int width, int height);
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void mouse_callback(GLFWwindow* window, double xpos, double ypos);

IIponosxkenusa Jlomatky A
void scroll_callback(GLFWwindow* window, double xoffset, double yoffset);

void processinput(GLFWwindow* window, float deltaTime);

// T'nobanbHast mepeMeHHast i TEKYIIeH 3arpyKEeHHOM MOJIeH

Model* currentModel = nullptr;

// TnnobanbHbIN (Iiar 17 OTCIEKUBAHNUS HEOOXOJUMOCTH 3arpy3KH HOBOW MOJEIIN
bool loadNewModel = false;

std::string newModelPath = "";

// 3nauenue: cTpykTypa Texture

std::map<std::string, Texture> manuallyLoadedTextures;

I/ Hactpotiku
const unsigned int SCR_WIDTH = 1600;
const unsigned int SCR_HEIGHT = 1200;

I/ Kamepa

Camera camera(glm::vec3(0.0f, 10.0f, 20.0f));
float lastX = SCR_WIDTH / 2.0f;

float lastY = SCR_HEIGHT / 2.0f;
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bool firstMouse = true;
IIponosxkenusa Jlomatky A
I/ Bpewmst
float deltaTime = 0.0f;

float lastFrame = 0.0f;

// HOBI/IHI/II/I TOYCYHBIX UCTOYHHUKOB CBE€Ta

glm::vec3 pointLightPositions[] = {
glm::vec3(0.7f, 0.2f, 2.0f),
glm::vec3(2.3f, -3.3f, -4.0f),
glm::vec3(-4.0f, 2.0f, -12.0f),
glm::vec3(0.0f, 0.0f, -3.0f)

// dyHKIMA 1715 BbI30BA AUajora BeiOopa ¢aiina
void openModelFileDialog() {
const char* filterPatterns[] = { "*.obj", "*.fox", "*.dae", "*.blend"};
char* result = tinyfd_openFileDialog(
"Load 3D Model",

mni
1

sizeof(filterPatterns) / sizeof(char*),
filterPatterns,

"3D Model Files",

0
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IIponosxkenusa Jogatky A
if (result) {
newModelPath = result;
loadNewModel = true;
std::cout << "DEBUG: Selected model path: " << newModelPath << std::endl;
¥
else {

std::cout << "DEBUG: Model loading cancelled or failed.” << std::endl;

int main()

{

[l Nanumanuszamus GLFW

glfwinit();
glfwWindowHint(GLFW_CONTEXT_VERSION_MAJOR, 3);
glfwWindowHint(GLFW_CONTEXT_VERSION_MINOR, 3);

glfwWindowHint(GLFW_OPENGL_PROFILE,
GLFW_OPENGL_CORE_PROFILE);

#ifdef  APPLE
glfwWindowHint(GLFW_OPENGL_FORWARD_ COMPAT, GL_TRUE);
#endif

/I Co3nanue okua GLFW
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IIponosxkenusa Jogatky A

GLFWwindow* window = glfwCreateWindow(SCR_WIDTH, SCR_HEIGHT,
"3DVisualizer", NULL, NULL);

if (window == NULL)
{
std::cout << "Failed to create GLFW window" << std::endl,
glfwTerminate();
return -1;
by
glfwMakeContextCurrent(window);
glfwSetFramebufferSizeCallback(window, framebuffer_size callback);
glfwSetCursorPosCallback(window, mouse_callback);

glfwSetScrollCallback(window, scroll_callback);

/I CKpBITB KypCOp ¥ 3aXBaTHTh €T0

glfwSetInputMode(window, GLFW_CURSOR, GLFW_CURSOR_DISABLED);

// Nanmmanuzarust GLAD: 3arpy3ka Bcex ykasatenei Ha Gyukmun OpenGL

if ('"gladLoadGLLoader((GLADIloadproc)glfwGetProcAddress))
{

std::cout << "Failed to initialize GLAD" << std::endl;

return -1;

// BKJIFOUHMTD TECT rIIyOUHBI
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glEnable(GL_DEPTH_TEST);
IIponosxkenusa Jlomatky A
Il Co3znanue mieiiaepHON IPOrpaMMEI

Shader ourShader("shaders/vertex.glsl", "shaders/fragment.gisl");

std::string daeTextureBaseDir = "models/dae/textures/"; // OTHOCHUTENBHBIN TYThH
ot EXE

{ // biok 1yist TIOKanbHBIX MEpEMEHHBIX tex_info

Texture tex_info;

I/l REF 1.jpg (Iuddy3Has kapta)
tex_info.id = TextureFromFile("REF 1.jpg", daeTextureBaseDir);
if (tex_info.id 1= 0) {

tex_info.type = "texture_diffuse";

tex_info.path = "REF 1.jpg";

manuallyLoadedTextures["REF 1.jpg"] = tex_info;

// Steel C.jpg (Huddysznas kapra)
tex_info.id = TextureFromFile("Steel _C.jpg", daeTextureBaseDir);
if (tex_info.id 1= 0) {

tex_info.type = "texture_diffuse™;

tex_info.path = "Steel C.jpg";

manuallyLoadedTextures["Steel _C.jpg"] = tex_info;
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IIponosxkenusa Jogatky A
// Steel N.jpg (HopmanbsHas kapTa)
tex_info.id = TextureFromFile("Steel _N.jpg", daeTextureBaseDir);
if (tex_info.id 1= 0) {
tex_info.type = "texture_normal™;
tex_info.path = "Steel_N.jpg";

manuallyLoadedTextures["Steel N.jpg"] = tex_info;

// Steel S.jpg (CnexkynsipHasi KapTa)
tex_info.id = TextureFromFile("Steel_S.jpg", daeTextureBaseDir);
if (tex_info.id 1=0) {

tex_info.type = "texture_specular";

tex_info.path = "Steel S.jpg";

manuallyLoadedTextures["Steel S.jpg"] = tex_info;

// Hactpoiika meiiepHbIx yHUGOPM OJUH pa3
ourShader.use();
ourShader.setInt("material.diffuse™, 0);
ourShader.setInt("material.normalMap", 1);

ourShader.setFloat("material.shininess", 64.0f);



78

IIponosxkenusa Jlomatky A
I/ UrpoBoii muKII

while ('glfwWindowShouldClose(window))

{
float currentFrame = static_cast<float>(glfwGetTime());
deltaTime = currentFrame - lastFrame;

lastFrame = currentFrame;

processinput(window, deltaTime);

if (loadNewModel) {
if (currentModel) {
delete currentModel;

currentModel = nullptr;

}
try {

currentModel = new Model(newModelPath);

std::cout << "DEBUG: Successfully loaded model: " << newModelPath <<
std::endl;

Il --- PYUHOE HASBHAYEHUWE TEKCTYP JJ11 DAE MOJIEJIN ---

// DTa MOTHKA aKTUBHA TOJBKO €CJIM 3arpy’keHa Mojienb dae

// TIpoBepsieM, siBIsieTCs U 3arpy>keHHas moneiab DAE

std::filesystem::path model_path_obj(newModelPath);
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std::string extension = model_path_obj.extension().string();
IIponosxkenusa Jlomatky A
if (extension == ".dae" || extension == ".DAE") {

std::cout << "DEBUG: DAE model detected. Attempting manual texture
assignment." << std::endl;

for (Mesh& mesh : currentModel->meshes) {

// OuuiaeM JAr00bIe TEKCTYPBI, KOTOpbIe Assimp MOT (O€3yCIenIHO)
HAWTH

mesh.textures.clear();

if (manuallyLoadedTextures.count("Steel_C.jpg™)) {
Texture tex = manuallyLoadedTextures["Steel_C.jpg"];
tex.type = "texture_diffuse";
mesh.textures.push_back(tex);

std::cout << "DEBUG: Assigned Steel C.jpg to mesh: " <<
mesh.name << std::endl;

b

if (manuallyLoadedTextures.count("Steel_N.jpg")) {
Texture tex = manuallyLoadedTextures["Steel _N.jpg"];
tex.type = "texture_normal";
mesh.textures.push_back(tex);

std::cout << "DEBUG: Assigned Steel N.jpg to mesh: " <<
mesh.name << std::endl;

b
/I CniexynsiTuBHAs KapTa
If (manuallyLoadedTextures.count("Steel_S.jpg")) {

Texture tex = manuallyLoadedTextures["Steel _S.jpg"];
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tex.type = "texture_specular";
IIponosxkenusa Jlomatky A
mesh.textures.push_back(tex);

std::cout << "DEBUG: Assigned Steel S.jpg to mesh: " <<
mesh.name << std::endl;

¥

¥

catch (const std::exception& e) {

std::cerr << "ERROR: Failed to load model from path: " << newModelPath
<< ", " << e.what() << std::endl;

tinyfd_messageBox("Error", ("Failed to load model: " +
std::string(e.what())).c_str(), "ok", "error", 1);

if (currentModel) {
delete currentModel;

currentModel = nullptr;

¥

loadNewModel = false;

newModelPath = ""';

I/ Penpepunr

glClearColor(0.1f, 0.1f, 0.1f, 1.0f);
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glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
IIponosxkenusa Jogatky A

ourShader.use();

glm::mat4 projection = glm::perspective(glm::radians(camera.Zoom),
(float)SCR_WIDTH / (float)SCR_HEIGHT, 0.1f, 100.0f);

glm::mat4 view = camera.GetViewMatrix();
ourShader.setMat4("projection™, projection);
ourShader.setMat4("view", view);

ourShader.setVec3("viewPos", camera.Position);

ourShader.setDirLight("dirLight",
glm::vec3(-0.2f, -1.0f, -0.3f),
glm::vec3(0.1f, 0.1f, 0.1f),
glm::vec3(0.6f, 0.6f, 0.6f),
glm::vec3(0.8f, 0.8f, 0.8f));

for (inti1=0;1<4; i++)
{
std::string lightName = "pointLights[" + std::to_string(i) + "]";
ourShader.setPointLight(lightName,
pointLightPositions[i],
glm::vec3(0.2f, 0.2f, 0.2f),
glm::vec3(0.8f, 0.8f, 0.8f),
glm::vec3(1.0f, 1.0f, 1.0f),
1.0f, 0.09f, 0.032f);
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ourShader.setSpotLight("spotLight",

camera.Position,

camera.Front,

glm::cos(glm::radians(12.5f)),

glm::cos(glm::radians(17.5f)),

glm::vec3(0.0f, 0.0f, 0.0f),

glm::vec3(1.0f, 1.0f, 1.0f),

glm::vec3(1.0f, 1.0f, 1.0f),

1.0f, 0.09f, 0.032f);

if (currentModel) {
glm::mat4 model = glm::mat4(1.0f);
model = glm::translate(model, glm::vec3(0.0f, -1.75f, 0.0f));
model = glm::scale(model, gim::vec3(0.2f, 0.2f, 0.2f));
ourShader.setMat4("model™, model);

currentModel->Draw(ourShader);

glfwSwapBuffers(window);
glfwPollEvents();

if (currentModel) {
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delete currentModel;
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Il OcBOOOXTaeM 3arpyKEHHbBIE BPYUHYIO TEKCTYPBI
for (auto const& [key, val] : manuallyLoadedTextures) {
if (val.id '=0) {
glDeleteTextures(1, &val.id);

}

manuallyLoadedTextures.clear();

glfwTerminate();

return O;

// ObpaboTka Bcex coObITui BBoAA: 3anpoc GLFW, Obu1n 11 Ha)KaThl/OTIYIICHBI
COOTBETCTBYIOIINE KJIABUIIIH B 3TOM KaJipe, U COOTBETCTBYIOIIAs PEAKITUS

void processinput(GLFWwindow* window, float deltaTime)
{
if (glfwGetKey(window, GLFW_KEY_ESCAPE) == GLFW_PRESS)
glfwSetWindowShouldClose(window, true);

Il IBr>keHEe KaMepbl

if (glfwGetKey(window, GLFW_KEY_ W) == GLFW_PRESS)
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camera.ProcessKeyboard(FORWARD, deltaTime);
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if (glfwGetKey(window, GLFW_KEY _S) == GLFW_PRESS)
camera.ProcessKeyboard(BACKWARD, deltaTime);
if (glfwGetKey(window, GLFW_KEY_A) == GLFW_PRESS)
camera.ProcessKeyboard(LEFT, deltaTime);
if (glfwGetKey(window, GLFW_KEY D) == GLFW_PRESS)

camera.ProcessKeyboard(RIGHT, deltaTime);

Il IBrxenme BBepX/BHU3

if (glfwGetKey(window, GLFW_KEY_SPACE) == GLFW_PRESS)
camera.ProcessKeyboard(UP, deltaTime);

if (glfwGetKey(window, GLFW_KEY LEFT _CONTROL) == GLFW_PRESS)

camera.ProcessKeyboard(DOWN, deltaTime);

// Haxxatwue 'L’ nst 3arpy3ku Moaenn
static bool |_pressed_last_frame = false;
if (glfwGetKey(window, GLFW_KEY L) == GLFW_PRESS) {
if ('l_pressed_last_frame) {
openModelFileDialog();

| _pressed_last frame = true;

}

else {

| _pressed last_frame = false;
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// glfw: Bcskuit pa3, Korjaa u3MeHseTCs pa3Mep OKHa (OneparioOHHON CHCTEMON WITH
I10JIb30BATEIIEM)

void framebuffer_size_callback(GLFWwindow* window, int width, int height)

{
glViewport(0, 0, width, height);

// glfw: Bcakuit pa3, Korjia mepeMeIIaeTcs Mbliib, 3Ta PyHKIUs 0OpaTHOTO BHI30BA
BBITIOJTHSICTCS

void mouse_callback(GLFWwindow* window, double xposin, double yposin)
{
float xpos = static_cast<float>(xposin);

float ypos = static_cast<float>(yposin);

if (firstMouse)
{
lastX = xpos;
lastY = ypos;
lastX = xpos;
lastY = ypos;

firstMouse = false;
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float xoffset = xpos - lastX;

float yoffset = lastY - ypos; / O6paTHbIi MOPSIOK, TaK KaK KOOPAUHATHI Y
MEHSIFOTCA OT HM)KHEW YaCTH DKpaHa K BEpXHEU

lastX = xpos;

lastY = ypos;

camera.ProcessMouseMovement(xoffset, yoffset);

// glfw: Bcaxuit pa3, KOT/la KOJIECHUKO MBIIIN TPOKPYUUBACTCS, ITa QYHKIIHS
00paTHOTO BBI30BA BBITIOJTHACTCS

void scroll_callback(GLFWwindow* window, double xoffset, double yoffset)

{

camera.ProcessMouseScroll(static_cast<float>(yoffset));

Model.cpp

#include <stb_image.h>

#include "Model.h"
#include <iostream>
#include <vector>

#include <string>
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#include <fstream>
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#include <sstream>
#include <stdexcept>
#include <algorithm>

#include <filesystem>

#include <assimp/Importer.hpp>
#include <assimp/scene.h>

#include <assimp/postprocess.h>

#include <glm/glm.hpp>

#include <glm/gtc/matrix_transform.hpp>

#include <glm/gtc/type_ptr.hpp>

// OowsaBnenue pynkmun TextureFromFile

unsigned int TextureFromFile(const char* path, const std::string& directory, bool
gamma);

Model::Model(const std::string& path)

{
loadModel(path);

void Model::loadModel(const std::string& path)
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Assimp::Importer importer;

Il Ucnionb3yem aiProcess _ValidateDataStructure mjist 1OIOJHUTEILHOM IPOBEPKH
IICIOCTHOCTH JTaHHBIX

const aiScene* scene = importer.ReadFile(path,
aiProcess_Triangulate | aiProcess_FlipUVs | aiProcess_GenNormals |
aiProcess_JoinldenticalVertices | aiProcess_OptimizeMeshes |

aiProcess_CalcTangentSpace | aiProcess_LimitBoneWeights |
aiProcess_ValidateDataStructure);

if ('scene || scene->mFlags & Al_SCENE_FLAGS INCOMPLETE || !scene-
>mRootNode)

{
std::cerr << "ERROR::ASSIMP::" << importer.GetErrorString() << std::endl;

return;

//Mcionb3yeM JUisl HaIeKHOTO ONPEEIeHUs TUPEKTOPUHI

directory = std::filesystem::path(path).parent_path().string();

std::cout << "DEBUG: Model directory set to: " << directory << std::endl;

processNode(scene->mRootNode, scene);
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void Model::processNode(aiNode* node, const aiScene* scene)

{

for (unsigned int i = 0; i < node->mNumMeshes; i++)
{
aiMesh* mesh = scene->mMeshes[node->mMeshes[i]];

std::cout << "DEBUG: Processing mesh: " << mesh->mName.C_Str() << "
(Index: " <<i << ™)" << std::endl;

meshes.push_back(processMesh(mesh, scene));

by
for (unsigned int i = 0; i < node->mNumChildren; i++)
{
processNode(node->mChildren[i], scene);
by

Mesh Model::processMesh(aiMesh* mesh, const aiScene* scene)

{

std::vector<Vertex> vertices;
std::vector<unsigned int> indices;

std::vector<Texture> textures;

for (unsigned int i = 0; i < mesh->mNumVertices; i++)

{

Vertex vertex;
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glm::vec3 vector;
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vector.x = mesh->mVertices[i].x;
vector.y = mesh->mVertices[i].y;
vector.z = mesh->mVertices[i].z;

vertex.Position = vector;

if (mesh->HasNormals())

{
vector.x = mesh->mNormals[i].x;
vector.y = mesh->mNormals[i].y;
vector.z = mesh->mNormalsJi].z;
vertex.Normal = vector;

b

else {

vertex.Normal = glm::vec3(0.0f, 0.0f, 0.0f);

if (mesh->mTextureCoords[0])

{
glm::vec2 vec;
vec.x = mesh->mTextureCoords[0][i].x;
vec.y = mesh->mTextureCoords[O0][i].y;

vertex. TexCoords = vec;
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else
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vertex.TexCoords = glm::vec2(0.0f, 0.0f);

if (mesh->HasTangentsAndBitangents())
{
vector.x = mesh->mTangents[i].x;
vector.y = mesh->mTangents][i].y;
vector.z = mesh->mTangents[i].z;

vertex.Tangent = vector;

vector.x = mesh->mBitangents][i].x;
vector.y = mesh->mBitangents][i].y;
vector.z = mesh->mBitangents[i].z;
vertex.Bitangent = vector;

b

else {
vertex.Tangent = glm::vec3(0.0f, 0.0f, 0.0f);
vertex.Bitangent = glm::vec3(0.0f, 0.0f, 0.0f);

std::cout << "WARNING: Mesh " << mesh->mName.C_Str() << " has no
Tangents/Bitangents. Normal mapping might not work correctly for this mesh." <<
std::endl;

}

vertices.push_back(vertex);
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for (unsigned int i = 0; i < mesh->mNumFaces; i++)
{
aiFace face = mesh->mFaces[i];
for (unsigned int j = 0; j < face.mNumindices; j++)

indices.push_back(face.mIndices]j]);

if (mesh->mMateriallndex >= 0)
{
aiMaterial* material = scene->mMaterials|mesh->mMateriallndex];

std::cout << "DEBUG: Processing material for mesh " << mesh-
>mName.C_Str() << std::endl;

std::vector<Texture> diffuseMaps = loadMaterial Textures(material,
aiTextureType DIFFUSE, "texture diffuse™);

textures.insert(textures.end(), diffuseMaps.begin(), diffuseMaps.end());

std::vector<Texture> specularMaps = loadMaterial Textures(material,
aiTextureType_SPECULAR, "texture_specular");

textures.insert(textures.end(), specularMaps.begin(), specularMaps.end());

// TlombITKA 3arpy3uTh HOpMajbHbIe KapThl Kak aiTextureType NORMALS

std::vector<Texture> normalMaps = loadMaterial Textures(material,
aiTextureType_ NORMALS, "texture_normal");

textures.insert(textures.end(), normalMaps.begin(), normalMaps.end());
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// 3arpy3Ka KapThl BBICOT KaK HOPMaJIbHBIC KapThl

std::vector<Texture> heightMapsAsNormal = loadMaterial Textures(material,
aiTextureType HEIGHT, "texture_normal");

textures.insert(textures.end(), heightMapsAsNormal.begin(),
heightMapsAsNormal.end());

std::cout << "DEBUG: Mesh " << mesh->mName.C_Str() << " processed. Total
textures for this mesh: " << textures.size() << std::endl;

b
else {

std::cout << "DEBUG: Mesh " << mesh->mName.C_Str() << " has no material
assigned (mMateriallndex < 0)." << std::endl;

}

// Co3naem o0bekT Mesh u npricBanBaem emy ums
Mesh newMesh(vertices, indices, textures);

newMesh.name = mesh->mName.C_Str();

return newMesh;

std::vector<Texture> Model::loadMaterial Textures(aiMaterial* mat, aiTextureType
type, std::string typeName)

{
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std::vector<Texture> textures;
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std::cout << "DEBUG: Material has " << mat->GetTextureCount(type) << "
textures of type " << typeName << std::endl;

for (unsigned int i = 0; i < mat->GetTextureCount(type); i++)
{
aiString str;
mat->GetTexture(type, i, &str);
std::string texturePathFromAssimp = str.C_Str(); //Assimp BbI1a€T NyTh

std::cout << "DEBUG: Found raw texture path in material for " << typeName
<< " " << texturePathFromAssimp << std::endl;

// 3Bnekaem uMs ¢aiiia u3 myTH, KOTOPbIH gan Assimp
std::filesystem::path assimp_path_obj(texturePathFromAssimp);
std::string filename_only = assimp_path_obj.filename().string();

std::cout << "DEBUG: Extracted filename: " << filename_only << std::endl;

bool skip = false;
for (unsigned int j = 0; j < textures_loaded.size(); j++)

{

/I CpaBHUBaeM 1o uMeHH (aiina, 9To0bl N30€KaTh MPOOIIEM C pa3HBIMH
aOCOJIIOTHBIMU MY TSIMU

If (std::filesystem::path(textures_loaded[j].path).filename() == filename_only)

{
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textures.push_back(textures_loaded[j]);
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std::cout << "DEBUG: Skipping texture " << filename_only << " (already
loaded by filename)."” << std::endl;

skip = true;

break:

}
if (!skip)
{
Texture texture;

texture.id = TextureFromFile(filename_only.c_str(), directory);

if (texture.id ==0) {
//[1o6aBnsiem stbi_failure reason() st gydrneit oTyiaaku

std::cerr << "ERROR: Failed to load texture (ID is 0): " << filename_only
<<". STB_Image error: " << stbi_failure_reason() << std::endl;

}
else {

std::cout << "DEBUG: Successfully loaded new texture: " <<
filename_only << " with ID: " << texture.id << std::endl;

¥

texture.type = typeName;

// texture.path coxpaHuUT UCXOAHBINA MYyTh OT ASSImp JJIsl OTJIATKU
texture.path = texturePathFromAssimp;

textures.push_back(texture);
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textures_loaded.push_back(texture);
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}

return textures;

unsigned int TextureFromFile(const char* path, const std::string& directory, bool
gamma)

{

std::string texture path str = std::string(path); // [1yTb, KOTOpBII npuILen

std::filesystem::path full_path_obj;

// TIpoBepsieM, SIBJISICTCS JIU IepeaanubIi 'path’ yxe abcoMoTHRIM ITyTEM K (aiiry.
// Taxxe mpoBepsieM, CyIIECTBYET Ju (haill o 3ToMmy abCOTOTHOMY MYTH.

if (std::filesystem::path(texture_path_str).is_absolute() &&
std::filesystem::exists(std::filesystem::path(texture_path_str))) {

full_path_obj = texture_path_str;
b
else {
std::filesystem::path base_dir_path = directory;

full_path_obj = base_dir_path / "textures" /
std::filesystem::path(texture_path_str).filename();

}
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std::string finalPath = full_path_obj.string();
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std::cout << "DEBUG: Attempting to load texture from final path: " << finalPath
<< std::endl;

unsigned int texturelD;

glGenTextures(1, &texturelD);

int width, height, nrComponents;

unsigned char* data = sthi_load(finalPath.c_str(), &width, &height,
&nrComponents, 0);

if (data)
{
GLenum format;
if (nrComponents == 1) format = GL_RED;
else if (nrComponents == 3) format = GL_RGB;
else if (nrComponents == 4) format = GL_RGBA,;

else format = GL_RGB;

glBindTexture(GL_TEXTURE_2D, texturelD);

glTexImage2D(GL_TEXTURE_2D, 0, format, width, height, 0, format,
GL_UNSIGNED_BYTE, data);

glGenerateMipmap(GL_TEXTURE_2D);

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP S,
GL_REPEAT);
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glTexParameteri(GL_TEXTURE_2D, GL_ TEXTURE_WRAP T,
GL_REPEAT);
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glTexParameteri(GL_TEXTURE 2D, GL_ TEXTURE_MIN_FILTER,
GL_LINEAR_MIPMAP_LINEAR);

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER,
GL_LINEARY);

sthi_image_free(data);

else

std::cerr << "ERROR::TEXTURE::Failed to load texture at path: " << finalPath
<< ", STB_Image error: " << stbi_failure_reason() << std::endl;

sthi_image_free(data);

glDeleteTextures(1, &texturelD); // Y nansem TekcTypy, eciiv oHa ObLIa
CreHEpUPOBaHa, HO JaHHbIE HE 3arPy KEHBI

return O;

return texturelD;

void Model::Draw(Shader& shader)
{

for (unsigned int i = 0; i < meshes.size(); i++)

meshes[i].Draw(shader);
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Model.h

#ifndef MODEL_H
#define MODEL_H

#include <glad/glad.h>
#include <glm/gim.hpp>

#include <glm/gtc/matrix_transform.hpp>

#include <stb_image.h>

#include <assimp/Importer.hpp>
#include <assimp/scene.h>

#include <assimp/postprocess.h>

#include "Mesh.h"
#include "Shader.h"

#include "Texture.n"

#include <string>
#include <vector>

#include <iostream>
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// BerioMoraTenbHas PYHKIIUS I 3aTPy3KU TEKCTYp U3 (aiina.
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unsigned int TextureFromFile(const char* path, const std::string& directory, bool
gamma = false);

// Knace, mpeacrasisiroriuii 3D-Moenb
class Model
public:

/! JlaHHBIC MOJICITN

std::vector<Texture> textures _loaded; // BekTop Bcex 3arpyKeHHBIX TEKCTYD,
yTOOBI N30€XKaTh 1yOJIMPOBAHUS

std::vector<Mesh> meshes; // BexTop Mmetiel Moenu

std::string directory; // JupexTopusi, B KOTOPO HaxoauTcs (aitn Mmoaenu

// KoHCTpYKTOP: 3arpy>kaet Mojieib u3 ¢aiiia o ykazaHHOMY MyTH

Model(const std::string& path);

// Meton st OTpUCOBKH MOJIEH (OTPHCOBKA BCEX €€ MEIIICH )

void Draw(Shader& shader);

private:
// 3arpy>aeT MoJieNb ¢ MOMOIIbI0 Assimp U3 (aiina no yka3aHHoMy IyTH

void loadModel(const std::string& path);
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// ObpabaThIBaeT y3€i B PEKYPCUBHOM IOPSIIKE.
// ObpabaThIBaeT KaXKIbIil MEII, pacTOI0KEHHBIN B TEKYILIEM Y3J1¢
[Tponomxenus Jogatky A

void processNode(aiNode* node, const aiScene* scene);

// O6pabaTpiBaeT MeIl ASSimp 1 U3BJICKAET U3 HETO JaHHBIC (BEPITUHBI, HHIEKCHI,
TEKCTYPBI)

// mng co3ganusg oobekra Mesh.

Mesh processMesh(aiMesh* mesh, const aiScene* scene);

// TIpoBepsieT MaTepHallbl MEIIa Ha HAJTUIHE TEKCTYP OMPEEICHHOTO THTIA
// ¥ 3arpy»aeT ux Mpu HEOOXOIUMOCTH.

std::vector<Texture> loadMaterial Textures(aiMaterial* mat, aiTextureType type,
std::string typeName);

}3

#tendif

Mesh.h

#ifndef MESH_H
#define MESH_H

#include <glad/glad.h>
#include <glm/gim.hpp>

#include <glm/gtc/matrix_transform.hpp>
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#include "Shader.h"
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#include "Texture.h"

#include <string>

#include <vector>

// CTpyKTypa IJid NPeICTaBICHUS BEPIINHbI

struct Vertex {
glm::vec3 Position; // [lo3unus BepunHsl (X, y, Z)
glm::vec3 Normal; // Hopmaib BepuinuHsbI (1151 OCBEILIEHNS )
glm::vec2 TexCoords; // TekcTypHbBIE KOOPAUHATHI (U, V)
glm::vec3 Tangent; // Bektop Tanrenta (st Normal Mapping)

glm::vec3 Bitangent; / Bextop 6uranrenra (st Normal Mapping)

// Knacc, mpeACTaBISIONINN OTACIbHBIN Memn 3D-monenu
class Mesh {
public:
// JlaHHBIC MeTIa
std::vector<Vertex> vertices;  // BekTop BepimH
std::vector<unsigned int> indices; / Bextop uanekcos (s EBO)
std::vector<Texture> textures; // BekTop TeKCTyp, CBS3aHHBIX C 3TUM MEIIEM

std::string name;
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unsigned int VAO; // Vertex Array Object ID

[Tponomxenus Jogatky A
unsigned int VBO; // Vertex Buffer Object ID
unsigned int EBO; // Element Buffer Object ID

// KoHCTpYKTOD
// TlpuHAMaeT BEepIINHBI, UHIAEKCHI U TEKCTYPbI

Mesh(std::vector<Vertex> vertices, std::vector<unsigned int> indices,
std::vector<Texture> textures);

// MeTon 11t OTPUCOBKH Mela

void Draw(Shader& shader);

private:
// Hactpoiika 6ydepoB OpenGL (VAO, VBO, EBO)

void setupMesh();
j

#endif

Shader.h

#ifndef SHADER_H
#define SHADER_H



#include <glad/glad.h>
#include <glm/glm.hpp>

#include <glm/gtc/matrix_transform.hpp>

#include <glm/gtc/type_ptr.hpp>

#include <string>
#include <fstream>
#include <sstream>

#include <iostream>

class Shader

{
public:

unsigned int ID;

// KOHCTPYKTOp YUTAET U CTPOUT IICH IEp
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Shader(const char* vertexPath, const char* fragmentPath)

{

//TlomyyaeM UCXOIHBIN KOJ BEPIIMHHOTO/PparmenTHOrO 1eiaepa u3 filePath

std::string vertexCode;
std::string fragmentCode;
std::ifstream vShaderFile;

std::ifstream fShaderFile;

// ' Yoenumcs, uto ifstream 0OBbEeKThI MOTYT BIOPACHIBATh NCKITFOUCHUS:
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vShaderFile.exceptions(std::ifstream::failbit | std::ifstream::badbit);
fShaderFile.exceptions(std::ifstream::failbit | std::ifstream::badbit);
IIponosxkenus JJomatky A

try
{

/I OTKpbIBaeM Qaitibl

vShaderFile.open(vertexPath);

fShaderFile.open(fragmentPath);

std::stringstream vShaderStream, fShaderStream;

// Yutaem Oydepsl (aitioB B TOTOKU

vShaderStream << vShaderFile.rdbuf();

fShaderStream << fShaderFile.rdbuf();

// 3akpbiBaeM (halIoBbIE TECKPUTITOPHI

vShaderFile.close();

fShaderFile.close();

// TlpeoOpaszyeM MOTOKH B string

vertexCode = vShaderStream.str();

fragmentCode = fShaderStream.str();

}

catch (std::ifstream::failure& e)

{

std::cout << "ERROR::SHADER::FILE_NOT_SUCCESFULLY_READ: "
<< e.what() << std::endl;

}

const char* vShaderCode = vertexCode.c_str();

const char* fShaderCode = fragmentCode.c_str();



}
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// KoMrunpyem 1menaepsl
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unsigned int vertex, fragment;
// BepIIMHHBIN 1mIeHep
vertex = glCreateShader(GL_VERTEX_SHADER);
glShaderSource(vertex, 1, &vShaderCode, NULL);
glCompileShader(vertex);
checkCompileErrors(vertex, "VERTEX");
// ®parMeHTHBINA Wenaep
fragment = glCreateShader(GL_FRAGMENT_SHADER);
glShaderSource(fragment, 1, &fShaderCode, NULL);
glCompileShader(fragment);
checkCompileErrors(fragment, "FRAGMENT");
// UelinepHas mporpamma
ID = glCreateProgram();
glAttachShader (1D, vertex);
glAttachShader(1D, fragment);
glLinkProgram(1D);
checkCompileErrors(ID, "PROGRAM");
//'Y nansieM meinnepsl, Tak Kak OHU YK€ MPUIMHKOBAHBI K TPOrpamMme
glDeleteShader(vertex);

glDeleteShader(fragment);

// AXTUBUpYET mIeiaep
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void use()
{
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glUseProgram(ID);

by
// ' YHuBepcaibHble QYHKIUU-CETTEPHI sl yHUDOPM
void setBool(const std::string& name, bool value) const

{
glUniformli(glGetUniformLocation(ID, name.c_str()), (int)value);

}

void setInt(const std::string& name, int value) const

{

glUniformZli(glGetUniformLocation(ID, name.c_str()), value);

}

void setFloat(const std::string& name, float value) const

{

glUniform1f(glGetUniformLocation(ID, name.c_str()), value);

}

void setVVec2(const std::string& name, const gim::vec2& value) const

{

glUniform2fv(glGetUniformLocation(ID, name.c_str()), 1,
glm::value_ptr(value));

}

void setVec2(const std::string& name, float x, float y) const

{
glUniform2f(glGetUniformLocation(ID, name.c_str()), X, Y);
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}

void setVVec3(const std::string& name, const gim::vec3& value) const

[Tponomxenus Jogatky A

glUniform3fv(glGetUniformLocation(ID, name.c_str()), 1,
glm::value_ptr(value));

}

void setVec3(const std::string& name, float x, float y, float z) const

{
glUniform3f(glGetUniformLocation(ID, name.c_str()), X, Y, 2);

}

void setVec4(const std::string& name, const glm::vec4& value) const

{

glUniform4fv(glGetUniformLocation(ID, name.c_str()), 1,
glm::value_ptr(value));

¥
void setVec4(const std::string& name, float x, float y, float z, float w) const
{
glUniform4f(glGetUniformLocation(ID, name.c_str()), X, y, z, w);
¥
void setMat2(const std::string& name, const glm::mat2& mat) const
{

glUniformMatrix2fv(glGetUniformLocation(ID, name.c_str()), 1, GL_FALSE,
glm::value_ptr(mat));

}

void setMat3(const std::string& name, const gim::mat3& mat) const
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glUniformMatrix3fv(glGetUniformLocation(ID, name.c_str()), 1, GL_FALSE,
glm::value_ptr(mat));

ITIponosxkenusa Jlomatky A
}

void setMat4(const std::string& name, const glm::mat4& mat) const

{

glUniformMatrix4fv(glGetUniformLocation(ID, name.c_str()), 1, GL_FALSE,
glm::value_ptr(mat));

}

//'YcTanoBka yHU(OPM JIJI HAMPABICHHOTO CBETA

void setDirLight(const std::string& name, const glm::vec3& direction, const
glm::vec3& ambient, const glm::vec3& diffuse, const glm::vec3& specular) const

{
setVec3(name + ".direction”, direction);
setVec3(name + ".ambient"”, ambient);
setVec3(name + ".diffuse", diffuse);

setVec3(name + ".specular"”, specular);

//'YcraHnoBka yHU(POPM JJIsI TOYSUHOTO CBETA

void setPointLight(const std::string& name, const glm::vec3& position, const
glm::vec3& ambient, const glm::vec3& diffuse, const gim::vec3& specular, float
constant, float linear, float quadratic) const

{

setVec3(name + ".position", position);
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setVec3(name + ".ambient", ambient);
setVec3(name + ".diffuse”, diffuse);
setVec3(name + ".specular”, specular);
[Tponomxenus Jogatky A
setFloat(name + ".constant", constant);
setFloat(name + ".linear", linear);

setFloat(name + ".quadratic", quadratic);

//'YcTanoBka YHUGOPM 1JI POKEKTOPHOTO CBETA

void setSpotLight(const std::string& name, const glm::vec3& position, const
glm::vec3& direction, float cutOff, float outerCutOff, const glm::vec3& ambient,
const glm::vec3& diffuse, const glm::vec3& specular, float constant, float linear,
float quadratic) const

{
setVec3(name + ".position”, position);
setVec3(name + ".direction™, direction);
setFloat(name + ".cutOff", cutOff);
setFloat(name + ".outerCutOff", outerCutOff);
setVec3(name + ".ambient”, ambient);
setVec3(name + ".diffuse”, diffuse);
setVec3(name + ".specular”, specular);
setFloat(name + ".constant”, constant);
setFloat(name + ".linear", linear);

setFloat(name + ".quadratic", quadratic);
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private:
// Y Tunuta a1 IpOBEPKHU OIMMOOK KOMITUJISIINN/TNHKOBKY IICHISPOB
[Tponomxenus Jogatky A
void checkCompileErrors(unsigned int shader, std::string type)
{
int success;
char infoLog[1024];
if (type != "PROGRAM")
{
glGetShaderiv(shader, GL_COMPILE_STATUS, &success);
If ('success)
{
glGetShaderinfoLog(shader, 1024, NULL, infoLog);

std::cout << "ERROR::SHADER_COMPILATION_ERROR of type: " <<
type << "\n" << INfOLOQ << "M\ = mmmmmm s e e e e "<<
std::endl;

¥

else

glGetProgramiv(shader, GL_LINK_STATUS, &success);
If (success)

{
glGetPrograminfoLog(shader, 1024, NULL, infoLog);



112

std::cout << "ERROR::PROGRAM_LINKING_ERROR of type: " << type

<<"\n" << infoLog << "\n

std::endl;
}

+
#endif

Camera.h

#ifndef CAMERA_H
#define CAMERA H

#include <glad/glad.h>
#include <glm/glm.hpp>

IIponosxkenusa Jogatky A

#include <glm/gtc/matrix_transform.hpp>

#include <vector>

// OnpenensieT HECKOJIbKO BO3MOKHBIX OIIUHN AJIs ABMXKEHUS KaMmephl. Mcnonb3yeTcst

B KauecTBe a0CTpaKIuu, YTOOBI M30€KATh MPUBSI3KH K OKOHHBIM CHCTEMAaM.

enum Camera_Movement {

FORWARD,
BACKWARD,
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LEFT,
RIGHT,
UP,
DOWN

IIponosxkenusa Jlomatky A
// TTapaMeTpsl 10 YMOTYaHHUIO
const float YAW = -90.0f;
const float PITCH = 0.0f;
const float SPEED = 10.0f; // HayanbHast CKOpOCTb JBUXKEHUS
const float SENSITIVITY = 0.1f; // HyBcTBUTETBHOCTH MBIIIN

const float ZOOM = 45.0f; // Ilone 3penus (FOV)

// AGCTpaKTHBIN KJIacC KaMepbl, 00padaThIBAIOIIMI BBOJ] M BEIYUCIISIOIIHMA
COOTBETCTBYIOILIME MaTpullbl Ditiepa, View u Projection.

class Camera

{

public:
// ATpuOyTHI KaMephbI
glm::vec3 Position;
glm::vec3 Front;
glm::vec3 Up;
glm::vec3 Right;
glm::vec3 WorldUp;
// Yriel Ditnepa

float Yaw;
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float Pitch;
// TlapameTpbl KaMepbl
float MovementSpeed,;
float MouseSensitivity;
float Zoom;
ITIponosxkenusa Jogatky A
// KOHCTPYKTOp C BEKTOpaMu

Camera(glm::vec3 position = glm::vec3(0.0f, 0.0f, 0.0f), gim::vec3 up =
glm::vec3(0.0f, 1.0f, 0.0f), float yaw = YAW, float pitch = PITCH) :
Front(glm::vec3(0.0f, 0.0f, -1.0f)), MovementSpeed(SPEED),
MouseSensitivity(SENSITIVITY), Zoom(ZOOM)

{
Position = position;
WorldUp = up;
Yaw = yaw,
Pitch = pitch;
updateCameraVectors();
¥
// KOHCTPYKTOP C CKaJISPHBIMU 3HAYCHUSIMU

Camera(float posX, float posY, float posZ, float upX, float upY, float upZ, float
yaw, float pitch) : Front(glm::vec3(0.0f, 0.0f, -1.0f)), MovementSpeed(SPEED),
MouseSensitivity(SENSITIVITY), Zoom(ZOOM)

{
Position = glm::vec3(posX, posY, posZ);
WorldUp = glm::vec3(upX, upY, upZ);
Yaw = yaw,

Pitch = pitch;
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updateCameraVectors();

// Bo3BpariaeT MaTpHIly BU/a, BEIYHCICHHYIO C UCIIOJIb30BAaHUEM YIIIOB Dilepa u
matpulibl LookAt.

IIponosxkenus JJomatky A
glm::mat4 GetViewMatrix()
{

return glm::lookAt(Position, Position + Front, Up);

// OOpabaTbIBaeT BBOI, OJIYYCHHBIN OT JIF0OO0H KJIaBUATYpPHON CUCTEMBI BBOJIA.
[IpuanmaeT napamerp enum Camera_Movement.

void ProcessKeyboard(Camera_Movement direction, float deltaTime)
{
float velocity = MovementSpeed * deltaTime;
if (direction == FORWARD)
Position += Front * velocity;
if (direction == BACKWARD)
Position -= Front * velocity;
if (direction == LEFT)
Position -= Right * velocity;
if (direction == RIGHT)
Position += Right * velocity;
if (direction == UP)

Position += WorldUp * velocity; // JIBuxenue ctporo BBepx 1o ocu Y
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if (direction == DOWN)

Position -= WorldUp * velocity; // JIBuxkeHHe cTporo BHU3 1Mo ocu Y

ITIponosxkenusa Jogatky A

// ObpabaTbIBa€T BBOJI, MOJYYEHHBIN OT IBUAKEHUS MbIIIU. OKUJ1aeT 3HAYCHUS
CMEMICHUS TI0 OCSIM X U Y.

void ProcessMouseMovement(float xoffset, float yoffset, GLboolean
constrainPitch = true)

{
xoffset *= MouseSensitivity;

yoffset *= MouseSensitivity;

Yaw += xoffset;

Pitch += yoffset;

// ' YOenutech, 4TO Kornaa pitch BRIXOAUT 3a Mpe/enbl SKpaHa, OH He
"nmepeBopaunBaeTcs”

if (constrainPitch)
{
if (Pitch > 89.0f)
Pitch = 89.0f;
if (Pitch < -89.0f)
Pitch = -89.0f;
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// O6noBnsieM BekTopsl Front, Right u Up, ucrnonb3yst 0OHOBIECHHBIE YTIIbI
Diinepa

updateCameraVectors();

IIponosxkenus JJomatky A

I/ ObpabateiBaeT BBOI, MOJYUYEHHBIN OT COOBITHSI KOJIECUKA IPOKPYTKU MBIIIIH.
ToJIbKO HAa BXOJHOM BEPTUKAIBHOM KOJIECUKE.

void ProcessMouseScroll(float yoffset)
{

Zoom -= (float)yoffset;

if (Zoom < 1.0f)

Zoom = 1.0f;
if (Zoom > 45.0f)
Zoom = 45.0f;
}
private:

// BeIuucnsieT IepeIHui BEKTOP M3 YIIIOB Ditiiepa
void updateCameraVectors()
{
// BeraucisieM HOBBIN BeKTOp Front
glm::vec3 front;
front.x = cos(glm::radians(Yaw)) * cos(glm::radians(Pitch));

front.y = sin(glm::radians(Pitch));
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front.z = sin(glm::radians(Yaw)) * cos(glm::radians(Pitch));

Front = normalize(front);

// Taxxke nepecuntbiBaeM BekTop Right u Up

Right = normalize(glm::cross(Front, WorldUp));

Up = normalize(glm::cross(Right, Front));

ITIponosxkenusa Jomatky A
}
#endif
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Jlomatoxk b
[HCTpYKITISI KOpUCTYBaya

Le¥ no1aToKk MICTUTh KOPOTKY 1HCTPYKIIIIO JJI KOPUCTYBaya MO0 3aIlyCKy
Ta 6a30Boro BUKopuctanHs 3D-Bizyanizaropa.

. 3anyck nporpamu: Onuc KPOKiB I 3aITyCKy BUKOHYBAHOTO (haiiiy.

. 3aBanTaxeHHss MojeJi: [TosicHeHHs, SK BUKOPUCTOBYBATH J11aJIOTOBE
BiKHO BUOOpYy (aiinmy (knasima 'L').

. Ynpagiainusa kameporo: /letanbHuii ONMC BUKOPUCTAHHS KJIABIII
WASD, Space, Left Control Ta mumii qyis HaBiraiii.

. HinTpumysani popmaru: Ilepenik miarpumyBaHux popmMariB (aiiiis.



