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PE®EPAT

[TosicHroBasIbHA 3amMcKa 10 AWIUIOMHOI  KBamdikaiiiHoi  podoTu

Oakanaspa: 81c., 2 Tabu., 25 puc., 1 nox., 22 mxepern.

[TPOI'PAMHE 3ABE3IIEUEHHA, KOMITIOTEPHA TI'PA®IKA, 3D
PEJAKTOP, RENDER, OPENGL, SHADER, GLSL.

OG’exT moCHiHKEHHS — IIpoliecH CTBOpeHHs 3D-300pakeHb

[Ipeamer nocmigxeHHsT — TOporpamHi 3acobu QopmyBanHs 3D-cieH Ta
METO/IY CIPOIEHOTO PEHACPUHTY ISl XYAOKHIX 3a/1a4.

Meta poOOTH — CTBOPUTH TPOCTY CHCTEMY, SKa JIO3BOJISIE CTBOPIOBATU
OromxeTHe GOHM JUIsl MaHTHU 3a gonomororo iMmnopty GLTF-monenei Ta o0CHOBHUX
3ac001B KEpyBaHHsS OCBITJICHHSIM, a TaKOXX TEXHIK CKpPETYHHTY, 0e3 moTpedu
rUOOKHUX 3HaHb rpadiyHOoro mucrenTBa yum 3D-MopentoBaHHS B KOPHUCTyBaua
MPOTPaMHOT0 3a0€3MEUCHHS.

Marepianu, MeToaud Ta TEXHIYHI 3aco0U: CTPYKTypHE Ta 00’ €KTHO-
OpIEHTOBaHE MPOrpaMyBaHHs, MOBU mporpamyBanHs C++, Microsoft visual studio
2022, nepcoHanbHuil KoMl t0Tep 3 npouecopoM Ryzen 7 5700U nig ynpaBiiHHIM
omepartiiftHoi cucremu Microsoft Windows 11.

Pesynbratu. CtBopeno nporpamanii Windows-3acTOCyHOK, SIKHA I03BOJISIE
CTBOpIOBATU Oro/KeTHE (POHM Uil MaHTH 3a gonoMororo iMnopty GLTF-monenei
Ta IX PO3TaIllyBaHs y CIICHI 3 HAJAIITYBAHHSIM OCBITICHHSI.

BucHoBku. Po3pobiieHo mporpamMHy cucteMmy I TPUIIBUAINICHHS ¢
TIOJICTIICHHST CTBOpPEHHS (OHIB Jii MaHTH HUIIXOM iMmmopty 3D-momenedt, ix
pO3TalllyBaHHS y BIPTyaJIbHOMY MPOCTOP1 Ta HAJAIITyBaHHS OCBITJICHHS.

["asy3bp BUKOpUCTaHHS — CTBOPEHHS XYA0KHIX (JOHOBUX CIIEH Y CTHJI1 MAHTH
JUISL  UTFOCTpaToOpiB, JU3afHEpIB Ta aBTOPIB KOMIKCIB sIK y TpodeciitHomy

CEepEeIOBHILI, TaK 1 B IOMAIIIHIX YMOBaXx.



ABSTRACT

Explanatory note to the diploma qualifying work of the bachelor: 81 pages,

2 tables, 25 figures, 1 appendixes, 22 sources.

SOFTWARE, COMPUTER GRAPHICS, 3D EDITOR, RENDER,
OPENGL, SHADER, GLSL.

Obiject of the study — the processes of creating 3D images.

Subject of the study — software tools for constructing 3D scenes and
simplified rendering techniques for artistic purposes.

Objective of the work — to develop a simple system that enables the creation
of budget-friendly manga backgrounds through the import of GLTF models and
basic lighting control tools, as well as scratch-based techniques, without requiring
the user to have deep knowledge of graphic arts or 3D modeling.

Materials, methods, and technical tools: structural and object-oriented
programming, C++ programming language, Microsoft Visual Studio 2022, personal
computer with a Ryzen 7 5700U processor running Microsoft Windows 11.

Results: A Windows application has been developed that allows users to
create cost-effective manga backgrounds by importing GLTF models and arranging
them in a scene with adjustable lighting settings.

Conclusions: A software system has been developed to accelerate and
simplify the process of creating manga backgrounds by importing 3D models,
placing them in a virtual space, and configuring lighting.

Field of application — the creation of artistic background scenes in manga
style for illustrators, designers, and comic authors, both in professional
environments and for home use.
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HEPEJIIK CKOPOYEHDb TA YMOBHMUX IIO3HAK

APl — Application Programming Interface;
[13 — mporpamue 3a0e3neueHHs;

LIl — uenTpanbHUiA IPOLIECOD;

['TlT — rpadiunnii npouecop;

IDE — Integrated Development Environment;
SDK — Software Development Kit;

VAO — Vertex Array Object;

VBO — Vertex Buffer Object;

EBO — Element Buffer Object;

OS - Operating System;



BCTYII

CyuacHa jiTepaTypa MaHTa 1 KOMIKCH CTAarOTh JieJall OUIBII MOMYJISIPHUMHU
1 OTPUMYIOTh 3HAUHY yBary fK sIMOHCHKOI TaK 1 MI>XKHAPOHOI ayiuTopii. ['010BHOIO
OCOOJIUBICTIO ITI€T JIITEPATYPH € PO3MOBI/Ib 3a JOMIOMOTO0 MOCIIIIOBHUX 300pakKEeHb,
K1 CyTIPOBO/IKYIOTHCSI TUCHbMOBUM TEKCTOM.

Masnra B Ti#i popMmi, B Kl BOHA ICHY€ CHOT'OJIHI, T0Yajia PO3BUBATHUCS TICIIA
3aKIHUCHHS JAPYroi CBITOBOI BiiiHW. BujgaBHrYa 1HIyCTpiss MaHTM BUHUKIA B SMOHIT
B 1950-x pokax i 3pocna mo obopoty moHaa 500 minespaiB e y 2006 porri.
MixHapogHa MONYJAPHICTD MaHIM OXONWJIa BECh CBIT OCOOJMBO 3ayvenuiia
Cnonyueni Illtatu, ockiibku mpojaxi Ha Toil yac gocsriau 175-200 minbHoHIB
nodapie mpotsrom 2006 poky [1],[2].

MacoBa nOnyJasipHICTH MaHTU 3 PO3BUTKOM IPOTPAMHUX TEXHOJIOTIN
3yMOBHWJIA TMOSIBY CHEIIali30BaHUX HU(PPOBUX IHCTPYMEHTIB, SIKI JIO3BOJISAIOTH
KOpHCTYBauaM aBTOMAaTU3yBaTH ab0 MoJeTrmuTi cTBopeHHs MmanTu[3]. Ha choroaui
ICHYI0U1 3a0€3MeueHHs IPOIOHY€E O€3114 MOKIUBOCTEN JUIsl MAJIIOBAHHS, BKJIFOUHO
3 KEpYBaHHSM IlIapaMH, KiJIbKOMa BaplaHTaMu MEH3J1B, BEKTOPHUMH TpapiyHUMU
IHCTPYMEHTAMH 1 HAJIAIITOBAHUMHU KOJTIPHUMH CXEMaMH.

I{i mpoAyKTH B OCHOBHOMY CIYTYIOTh JJISi MaJIOBaHHS BPYYHY, ajie AJis
JOCSITHEHHSI HaWKpAlMX pe3yibTaTiB MOTPIOHI BHUCOKI XYAOXKHI TaJaHTH.
KopucrtyBaui MaroTh CTBOPIOBATH MOBHE TJIO ab0 CaMOCTIHHO, a00 TOEIHYIOYU
CKJIaJHI MAaHIMyJSMii 3 [apaMyd Ta OpraHi3allil0 BEKTOPHHUX O00'€KTIB abo
BUKOPUCTOBYBATH CTWJII30BaHI TrOTOBI 1IAOJOHU. BUIBLIICTH pillleHh HE MarOTh
IPOCTUX CUCTEM AJis noAaBaHHs 3D-mozeneit 10 cueH 1 moTpedyoTh H0AaTKOBUX
pllIeHb IporpaMHoOro 3ade3nedeHHs, sik penaep y Blender abo B iH1omy noaioHomy
porpaMHOMY 3a0e3IeUeHH] i IEPEHECEHH] OTPUMAHUX OTPUMAHOTO 300pasKeHHSI
y CLIEHY JI0 MaHTH.

OcCKUIbKM HE ICHY€ y BUIBHOMY JOCTYIIl CHELIATbHOTO 1HCTPYMEHTY Jis

jerkoro posmimieHHs: 3D-00'ekTiB 3 mOgabInow0 0a30BO0 KOH(DIrypaiiew clieHn
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JUIsl CTBOpeHHS (DoHy O€3 BUMOT 110 XYIOKHBOI KBamiikariii, Tema JULIOMHOT
poOoTH 6akanaBpa € akTyaabHOIO.

OcHOBHA MeTa JOCIiKEHHS TIOJISITa€ y CTBOPEHHI CHCTEMH aBTOMATHYHOT
re’epanii QoHy, sika BUMarae BiJl KOPUCTYBauiB MiHIMaJIbHHUX 3HAHb K Yy cdepi
XYJ0’KHIX HABUUOK, TaK 1 TEXHIYHUX MO>KJIMBOCTEH.

Jlns peanmizaliii 1i€i METH HAJICKUTh BUPIIITUTH TaKl IPOOJIEMHU:

—  BUBYHTH apXiTEKTypHI Ta PYHKIIIOHATBHI MIXOAN y CX0KHX CHUCTEMaX
Bi3yasri3aliii;

—  pO3pOOUTH MPOEKT PYIIis JJIsi CTBOPEHHS (OHIB 1 alrOPUTMHU HOTO
poboTu;

—  0oO0rpyHTyBaTH BHOip MOBHU IIporpamMyBaHHs Ta rpadiuHoi 610J10TeKH;

—  peamidyBaTd 0a3oBi (QyHKIT IMIOPTY MOJeNel, HaJalTyBaHHS
OCBITJICHHSI Ta KaMEPH;

—  OIIHUTU Tpale3fgaTHICTh pYyIIiss Ta NpoaHaai3yBaThd OTPUMAaHI

pe3yNbTaTH.
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1 AHAJIT3 ITPOBJIEM TA ITIOCTAHOBKA 3ABJIAHb

1.1 3aranbHi Bitomocti npo 3D-pegakropu

3BUYAHUI TTporpaMHe 3a0e3MeUeHHsI B MPOIIECi PO3POOKU Ta MOJATBIIIOTO
3aCTOCYBaHHS MPAIIOE 3 BUKOPUCTAHHAM 3MIHHUX, SIKI KEPYIOTh HOro poOoToI0 Ta
KIHIIEBUMU pE3yJIbTaTaMu HOro po6oTu. 3MiHHI MOXKHA 3pOOUTH MTPUXOBAHUMHU BiJl
KiHIIEBOTO KOPUCTYBaua, aje Bce e JOCTYIMHUMH JJis peAaryBaHHs. s Toro, oo
Il 3MiHHI Ta iX HaJaTyBaHHS OyJM JIETKO JOCTYIIHI KOpHUCTyBauaM, KOJU BOHHU
XO4YyTh BUKOPHCTOBYBAaTH MpOTpaMmy, CTBOPIOIOTBbCS —CIEIianbHI rpadidHi
iHTepdeiicu. Came 3 11boro iHTEp(deiicy KOpUCTyBadl MapaMeTpU3yrOTh 00'€KTH Ta
BHYTPIIIIHI 3MiHHI O0'€KTIB 3a JOMOMOTOI0 1HTEPAKTHBHHX EJIEMEHTIB TaKi SK
MOB3YHKH, KHOTIKH Ta TOJIsSi BBEJICHHSI.

Peanizamito mux iHTepdeiiciB MOKHa 3a0€3MEUUTH 34 JOIMOMOTOIO
rpadiunnx Oi6miorek (Hanpukian, OpenGL, SDL, Qt a6o WidgetX) muisixom
J0/1aBaHHs TpadiuHUX KOMIIOHEHTIB O KEPYBAHHS MapameTpaMu. TaKUM YHHOM,
KOPHCTYBad Ma€ MOXKJIMBICTh 3MIHIOBaTH BJIACTHBOCTI OO'€KTIB y mporpami 0e3
HEOOX1THOCTI MaHIMyJIOBaTH BUXIAHUM KOJIOM a00 KOHCOJIIIO.

3D-penaktop — 1e mporpamMHe 3a0€3MEUEHHS, SIKE€ peali3ye Bi3yaJbHUIM
iHTepdeic s poOOTH 31 CIEHO. 3a JOMOMOTOK €JIeMEHTIB rpadiyHOro
1HTEepeicy KOPUCTYBauy MOKE 3MIHIOBATH MapamMeTpu 00'€KTIB 1 cepeloBUIIA, SKi
30epiratoThCs y CTPYKTYpi JaHUX TOJIOBHOT'O KOMIUIEKCY TPOTrPAaMHOTO CEPEI0OBHUIIA
TOOTO pyunis. 3MIHM €JIeMEHTIB 1HTep(delicy BIUIMBAIOTh Ha BHYTPILIHINA CTaH
3MIHHUX pyuIis. 3D-pegakTop Sk MOCEpeTHUK MK KOPUCTYBayeM 1 BHYTPIIIHBOIO
JIOTIKOIO PYIIIif, 110 JT0O3BOJISIE€ 3MIHIOBATH CTaH 00'€KTIB 6€3 MpsiMOi pOOOTH 3 KOJIOM
a00 MIJJIETJTUMU CTPYKTYpPaMu CTPYKTYPH JTaHHX.

3a3BUuail peIaKTOpH OCHAIEH] IHTYITUBHUM 1HTEp]eiicoM, SIKUA T03BOJISE
B3aemoniatTu 3 o0'ektamu B 3D-mpocropi. BoHM mnponoHylOTh pi3HOMaHITHI
IHCTPYMEHTU JII CTBOPEHHS Ta peJaryBaHHs T'€OMETpii, pO3MIIIEHHS TEKCTYp,

HaJAIITYyBaHHS OCBITJIEHHS, aHIMallii OO0'€KTIB, IO JO3BOJIAE XYIO0KHHUKAM Ta
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nu3aiiHepaM eeKTUBHO BTUTIOBaTH cBoi imei B 3D-mpocrtopi, Hagarouu ClieHaM
NOTPIOHOTO CTHIIICTUYHOTO BUTIIATY.

3D-penakTopu MoOKHa Kiacu(iKyBaTH 3a OCHOBHUM IPU3HAUYCHHSIM,
3aJIe)KHO BiJ TOr0, Ha SIKy 3a/Jadyy BOHHM Opi€HTOBaHi. J[0 OCHOBHHX HampsMiB
BIJIHOCSITh KUJIbKa THITIB PEIAKTOPIB.

Penakropu a1t ctBopenns 3D-Mozeneii cipsaMoBaHi Ha TOOYA0BY reoOMeTpii
00'eKTIB Pi3HOT CKIaAHOCTI. BOHM HagaI0Th IHCTPYMEHTH AJISi MOJIETIOBaHHS (POopM
3a oromMoror nojironaiasHoi, NURBS- a6o BokcensHoi reometpii. [Ipuknanamu
takux nporpam € Blender, 3ds Max, Rhinoceros.

Penakropu 11 aHiMmallli Ta CUMYJIALII CHEHIANI3YIOThCS HAa CTBOPEHHI
aHiMalii pyxy 00'ekTiB, PI3UYHUX CUMYJIALIA, pOOOTH 3 PIAMHAMH, YACTUHKAMH,
TKAaHMHAMU Ta 1HITUMHU JUHAMIYHUMU cucTteMamu. Cepen MpeACTaBHUKIB ITHOTO
HarmpsMy MoxkHa Biji3HaunTu Autodesk Maya 1 Houdini.

Penakropu ansa Bizyamizalii Ta peHACPUHTY OPIEHTOBaHI Ha CTBOPEHHS
¢iHanpHUX ~ (oTopeamicTUYHUX abd0  CTHIII30BAaHUX  300paKE€Hb  IUIIXOM
HaJIalITyBaHHS OCBITJICHHS, MaTepiatiB, kKamep i cueH. [lo 1€l rpynu HaexaTh Taki
cuctemu, sik KeyShot, V-Ray (mnarinu nis pegakropis), Corona Renderer.

Ha ChOT'OJIHI O1IBIIICTH Cy4aCHHX 3D-penakTopiB €
MYyJIbTU(QYHKIIOHATPHUMH Ta TMOEIHYIOTh y €001 BCl TEpepaxoBaHl HaMpsMU.
Hanpuxnan, Blender, Autodesk Maya, 3ds Max, 103BOJISIFOTH OJIHOYACHO

MOJICJIIOBATH, AaHIMYBAaTH 1 BUKOHYBATH Bi3yalli3allito B OJHOMY CEPEIOBHIIII.

1.2 KonuenryasbHi ocHOBHM 1100y10Bu 3D-penakropis

3Buyaitnuii OcHoBowO Oynb-aKk01 3D-nporpamu € rpadiyHuil pyuIii, KU
3a0e3nedye HEOOXigHYy poOOTy 3 TPUBHMIPHOI cieHow. ['padiunuii pymriit
BIJINIOBIJIa€ 3a Bi3yami3aiiro 00'€KTiB, 0OpoOKYy MPOCTOPOBUX TpaHCchopmarlli,
OCBITJICHHS, Kamep, TiHed, wmatepiamiB. BiH Takox 3a0e3neuye MiATPUMKY
Bi3yaii3alli B pealbHOMY 4aci ad0 MIArOTOBKHU CIEH JI0 OCTATOYHOI Bizyaui3allii.

JIBUTYH BHCTYNAa€ CBOEPIAHUM SAPOM IUIICHOI CHCTEMH, Ha OCHOBI SIKOTO
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noOyaoBaHo Bi3yanbHmil iHTepderic 3D-pemaktopa e 0OpOOISIOTHCS 3MIHHU,
BHeCeHI kopuctyBadeM. Cxema B3aemomii 3D-pemgakTopa 3 pyIriem mpeacraBieHa

Ha pucyHky 1.1

3MiHeHi gaHi ob'eKTiB

-
3D-PepakTop Py wwii

(Bi3yanbHUWI rpadiuHuii iHTepdeiic) (A4po, Norika + peHaepuHr)

OHoBneHe 306paxeHHs
CLEHM

¢

Pucynok 1.1 — CtpykrypHa cxema B3aeMozii 3D-pegakropa 1 pyuris

OnHuUM 3 KITI0OYOBUX MOMEHTIB CTBOPEHHS ClieHH B 3D-penakTopi € cucteMa
OCBITJIEHHS 1 MarepianiB. OCBITJIIEHHS HE TUIbKH (DOPMY€E BI3yajbHE CHPUIUHATTS
MPEIMETIB, aJie 1 IXHIO B3a€MOJIIIO 31 CBITJIOM CEpEJOBHINA Yepe3 TiHl, BIAOUTTS 1
3aJIOMJICHHSI CBiTJIa. Marepiaay BH3HA4arOTh (PI3MYHI BJIACTHBOCTI MOBEPXOHD,
30KpeMa KoJIip, MOPCTKICTh, OJIMCK ab0 Mpo3opicTh. J[06ipHO BHKOHAHA cHCTeMa
OCBITJICHHsS 1 MaTepiajiB 3abe3medye MOXKIMBICTh peajizailii peasicCTUYHOro ado
CTHJII30BAHOTO BUIJISIY CILIEHU BIAMOBIIHO O BUMOT KOPUCTYyBaya.

BaxnuBe 3nadeHHss B pobotri 3D-pemakTopa € poOoTa 31 clieHaMH i
accetamMu. ACCEeTH MICTITh B COO1 MO, TEKCTYpH, MICHIepH, 1HIIII KOMIOHEHTH,
K1 3aCTOCOBYIOTBCS JUIsi OYJIBHUIITBA CIleH. PegakTop moBHHEH 3a0e3nevyyBaTv
iMriopt pizaux 3D ¢opmariB Mojenei, ix BipHE pO3TalllyBaHHS y MPOCTOPI,
MacmTabyBaHHs, oOepTaHHs, a TakoX 00'eqHaHHA B JOriuHi rpynu. CTpyKTypa
CIIEHU TIOBMHHA 30epiraTu i€papxiyHe po3TallyBaHHA OO0'€KTIB, IO JOMOMArae
OpraHi30BYBaTH 3pyYHO BEJIMKI MPOEKTU ¥ 3MEHIITYE HAaBAaHTAXKCHHS MPU HaBITAIlil

cepell BEJIUKOI KiIJIbKOCT1 €JIEMEHTIB.
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1.3 OcHoBHi rpagiuni meroam y 3D-Bizyasizauii

IIpu cTBOpeHHI Ta 00pOOINl TPUBUMIPHOI I'padiKu 3aCTOCOBYIOTHCS Pi3HI
METOIM Bi3yasizamii KO)KeH 31 CBOIM OCOOJMBHM XapaKTEPOM Ta 3aCTOCYBAHHSIM.
OcHOBHE 3 HHMX — IOJITOHAJIbHA, BEKTOPHA, PacTpPOBa, O0'€KTHO-OpPIEHTOBAHA
rpadika.

[TonmironansHa rpadika — HaWOULIBII PO3MOBCIOKEHUN cmocid y 3D-
MozemtoBanHl. OO'€eKTH CKJIaAaloThcs 31 301pKM IMOJITOHAJIBHUX, 3/1€01IBIIOTO
TPUKYTHUKIB a00 YOTUPUKYTHUKIB (puCyHOK 1.2), siki 3'€qHYIOTH Mik CcO0O0IO
BEpIIMHU B TpUBUMIpHOMY TipocTopi [4]. IlomiroHanbHi MOJEIl MalTh JTIOCUTH
JeTKy 0OpoOKy rpadiyHUMU PYIIISIMH 1 3aCTOCOBYIOTHCS IIPU CTBOPEHHI CKJIAJHUX
(dbopMm (IpUKIa SIKOT MPUBEIEHO Ha pUCYHKY 1.3) IpH BIIHOCHO HEBETUKOMY 00'eMi
nanux. Lle#i MeTon 3acTOCOBYeThCS B PO3pOOI irop, aHiMmarli, BIpTyajJbHOT

peanbHOCTI 1 Bidyasizallii 00'ekTiB 3 GpoTopeanicTHuHIM OCBIiTICHHM [5],[6].

BelKHa

pebpo

rpaHb

MONIFOH 3 YOTUPbLOX NOANIroH 3 M'ATH

NONIrOH 3 TPbOX
BEPLUMH BEPLLMH

BEPLIUH

Pucynok 1.2 — CTpyKkTypa noJiirona 3 NpukjiajJaMyd TphoX, YOTUPHOX Ta

I’ ITUBEPIIMHHMUX TTOJIITOHIB
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Pucynok 1.3 — IlonironaneHa ciTka TPUBUMIPHOT MOJIEN JTFOJUHU

BexkropHa rpagika B o6macti 3D 3acTocoByeThcs HabaraTo pijame, npore ii
M1X0M MOXYTh OyTH 3aCTOCOBaHI1 11 CTBOPEHHSI KpUBHX be3be, CIUTaiiHIB, 1HIINUX
CKJIQJHUX JIIHIMHUX CTPYKTYp. BekTopHi 00'€KTH MalOTh MaTeMaTHUYHY IM1IMETKY B
BUIJISIAL  PIBHSAHB, IO 3a0e3ledy€e BHCOKHI pIBEHb SIKOCTI HaBITh MICHS
MmacitabyBants. Y 3D-Bizyanizallii BEKTOpHI €JIEMEHTH 3aCTOCOBYIOTHCS IOCUTh
4acTo ISl CTBOPEHHS JONMOMIDKHOI T'€OMeTpli, HaBIralllMHUX cUCTeM abo A
CTBOPEHHS aHIMAIIHHUX TpaekTopii [7].

Pactposa rpadika y 3D pegakTopax 3aCTOCOBY€ETHCS TOJJOBHUM YMHOM ISt
Bi3yastizailii 1 TekcTypizarllii 00'exTiB. BoHa 3acHOBaHa Ha pO3MO/IUII CLIEHU Ha CITKY
MIKCEJIB, KOXEH 3 SKMX MAa€ CBOi BJIACTUBOCTI KOJBOPY, OCBITICHHS Ta 1HIIMX
BIIACTUBOCTEN. TeKCTypH, sIKi 3aCTOCOBYIOTH JI0 TOBEPXOHBb MOJIENIEH, CTBOPIOIOTHCS
B SIKOCTI PacTpOBHUX 300paxke€Hb 1 3a0€3MeuyroTh HaJaHHS 00'€eKTam BUIJISAY, IO
HaraJye JINCHICTh MUISXOM Tepeaadi  MIKpoeJeMeHTIB. TakoX aKTUBHO
3aCTOCOBYIOTHCS B SIKOCTI JiKepesa st popMyBaHHS KapT HOpMajeH, KapT BUCOT
Ta THIIMX JOMOMIKHUX MaTepiajiB, M0 BIUIMBAIOTh HA BI3yalbHI XapaKTEPUCTUKU
noBepxoHb. PacTpoBa rpadika € 0CHOBOIO Bi3yasizallli B peKUMi PeaibHOTO Yacy,

3aCTOCOBYETHCS IOCUTH HIMPOKO B KOMITIOTEPHUX 1TPaX.
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O0'exTHO-OpieHTOBaHAa Tpadika TIPYHTYETbCS Ha 11edX OO0'€KTHO-
OpIEHTOBAHOTO MOJICTIOBAHHS, JIe KOXKEH €JIEMEHT CIICHH MPECTaBICHUI OKPEMHIM
00'€KTOM 3 BIACHUMH BJIACTUBOCTAMHU Ta MeToAaMH. O0'€KTH MOXKYTh MaTH BIIACHY
TEOMETPII0, TEKCTYpy, MaTepiai, 1HII BJIACTUBOCTI, BUKOHYBATH B3aEMOJIII0 MiX
co0010 3T1IHO 13 3a/ITaHUMHU TIPaBUJIAMM JIOTIKK CrieHW. Takui miaxin 3abesnedye
MPOCTOTY YIPaBIiHHSA BEJIMKUMU W JIOCUTh CKIQJHUMHU CIIEHAMH, MIATPUMYE
lepapXiyHi CTPYKTYpH 1 JOTOMArae JIETKO 3MIHIOBATH OKPEMi €JIeMEHTH Iij 4ac
po3pooku [8].

Koxken 3 BurmienepepaxoBaHuX MiAXOAIB Ma€ CBOi MIEPEBaru Ta HEOMIKU U
BUOIp IEBHOTO MIIXOAY 3aJICKUTh B1JI I[IJIEH NPOEKTY, piBHA HEOOX1IHOT AeTaTizaril

Ta TEXHIYHUX MOKIMBOCTEH IIporpaMHOro CCpcaoBuiiia.

1.4 Ba3ogi TexHouorii 3D-peHgepuHry

VY mpoueci CTBOpPEHHsS TPUBHMIPHHX CIIEH KOMI'IOTEpHOI Tpadikwy,
NEPETBOPEHHS KOOPAMHAT 3 TPUBUMIPHOTO IPOCTOPY Yy JBOBUMIPHHMM €KpaH.
OpHuMU 3 OCHOBHUX TE€XHOJIOT1H, AK1 3a0€3Meuyl0Th TaKUi PO3BUTOK, € rpadiyHi
iHTepdeiicu, Kyau nocuTh mmHMpoko Bxoauth OpenGL. Ilg 6ibmiotexa €
KpPOCIIATOPMHUM CTaHAAPTOM, SIKHI J03BOJISIE MpOrpamicTam MpalioBaTH 3
HU3BKOPIBHEBUM YIIPABIIIHHAM pecypcamu rpapidyHoi KapTH, CTBOPIOIOYU JTIOCUTh
CKJIaJHI CIIEHHW 3a JOTMOMOTOI0 POOOTH 31 BCTAHOBJICHHSIM BEPIIUH, TEKCTYPH,
ocBiTJIeHHs Ta meiinepiB. B ocHoBi OpenGL nexuts iaes peanmizamii rpadiko-
00p00JII0I0YOT0 KOHBEEPA, MIPU SIKOMY TOCIIIIOBHICTD JIit0 HaJ AaHl MPUBOJUTH J0
OTPUMAaHHS KiHIIEBOTO 300paKCHHS Ha €KpaHi.

Jlnst Bizyamizaiii TpUBUMIPDHUX OO0'€KTIB JaHI MPOXOJATh KiJbKa €TarliB
o0poOku. Big mOYAaTKOBMX  BEPIIMHHUX  KOOPJAWHAT JaHl  TOCIITOBHO
KOHBEPTYIOTCA Y JABOBUMIPHI KOOpPJIWHATH, 1 TUIBKA TOTIM B TIKCem 31
CHIBMNQJAOIIUMUA  KOJBOPOBUMH  3HaueHHsMH. Ha  kepyBaHHA  IIUMH
MIEPETBOPECHHSIMH BCTAHOBJICHI CHEIIabHI IPOTPAMH — IMEHIEPH SIKI BUKOHYIOTHCS

Ha TpadiuyHux mnporecopax. BepmwmHHUN 1meiaep 00poOiase  MPOCTOPOBI
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KOOpAMHATHA BEPIIMH 1 3HAXO/HKEHHS iX MICIe pO3TalllyBaHHS B MPOCTOPI MiCIs
smimienss. [lepen 1M mpuMITHBU (HANpUKIAT, TPUKYTHUKH) CKIAAYIOTHCS B
noTpioH1 hopmu. Ha erami reomeTpudHoro meiaepa MokHa J0J1aTKOBY 0O0pOOKy
a00 reHeparlito HOBUX MPUMITHBIB, a MIEHAEP TECCENAIlli MOBHICTIO TUTUTh 00'€KTH
Ha OUIBII JeTaTi30BaHl YaCTUHHU.

Hactynaum etanmom KoHBeepa € pacTepu3allisi, B SKii TpUBUMIPHI JaHI
MEPETBOPIOIOTHCS B CITKY MIKCENiB, KOXKEH MIKCENIb 00poOIseThCsl (hparMeHTHUM
meiinepom. Came (parmMeHTHUM el ep BUKOHYE POJIb BU3HAUEHHS KIHIIEBOTO
KOJIbOPY KO>KHOTO MIKCEeJIs 3T1AHO 3 OCBITIACHHIM, TEKCTYp 1 TiHeH. /o ocTratouHoro
BHUBO/J1y CLIEHA MPOXOAUTH CTall TECTYBaHHA IMTMOMHU Ta 3MIITyBaHHS MIKCENEH, 1110
3a0e3neuye KOpEeKTHE BiIOOpaKeHHS MPO30puX 00'€KTIB M MOPAIOK 3aKpIIICHHS
00'eKTIB y POCTOPI.

[Ipouiec 00poOkM maHux y TpadiuHOMY KOHBEEPI MPEACTABICHO Ha
pucyHKy 1.4 Ha OCHOBI OCHOBHUX €TamiB OOpPOOKH BiJ BEPIIMHHUX JaHUX 0

TOTOBOTO MIKCEJIBHOTO 300pa’KEeHHH.

reomeTpudHU -
BEPLUMHHWMIA Wweiaep 36ipka dopmu weiigep wenaep Teccenaull

G N 4 D (@ N
.

[OaHi BepLWH BEPLUUH °

. Y 9 y @ >
TecTyBaHHA Ta TParMeHTHU
3MilLyBaHHA wenaep

pactepusauis

Pucynox 1.4 — Cxema o0poOKk# 1aHUX y TpadiyHOMY KOHBE€EP1

OcHOBOIO CTBOpPEHHS 00'€KTIB y TPUBUMIPHOMY MPOCTOPI € TaKi CTPYKTYPH
JaHMX, SIK MEIlll, BEpIIHNHHU, TOJTIrOHH. BepinHa — 11e 3Bu4aiitHa O JUHUILISI TPOCTOPY
3 KoopAauHaTaMu (X, Yy, Z) 1 JOJATKOBUMH aTpuOyTamu, HaApHUKiIaJ HOpMaib abo

TEeKCTypH1 KoopauHaTH. [lomiron cknamaerbes 13 3'€MHAHHS JEKUIBKOX BEPIIHH 1
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CKJIa/Ia€ThCS 3 3AMKHEHOI MOBEPXH1, HAUacTIIIe TPUKYTHUKA a00 YOTHPUKYTHHKA.
Men — 11e KOMITJIEKC BEPILKH 1 TOJITOHIB, IO CKIaJal0Th reoMeTpito 00'ekta. Yum
O1bIIIE KUTBKICTIO BEPIIMH 1 MOJITOHIB, TUM JETaJbHIMIUM Oyjie 00'€KT, aje i TUM
BUIIMMH OyI1yTh BUMOTH J10 00'eMiB 00poOKu [6].

30epiranHst Ta 00poOKa BETUKOI KIJTbKOCTI BEPIIMHHUX JAHUX B TpadiuHii
nporpami 3A1HCHIOEThCA 3a JornoMoro 0ydgepuux o0'ektiB. Vertex Buffer Object
(VBO) micTuTb 1aHi Mpo BEpIIMHA — KOOPAMHATH iX, KOJIbOPU, HOPMaJi, TEKCTYpHI
koopnuHatu. Element Buffer Object (EBO) micTuTh iHAEKCH, SiIKi BU3HAYalOTh
KIHIIEBY MOCIHIJOBHICTh 3pPOCTAaHHS BEPIIMH s (OpPMYBaHHS IOJITOHIB, IO
JIOTIOMarae 3MEHIIWTU KUIbKICTh JyOmikaTiB gaHux. Jlnsg oOciayroByBaHHS
PEHIIEpUHTY TaKoXk 3acTocoByeTbest Vertex Array Object (VAO) mist o06'eqHanHs
BCIX HEOOXIJHUX HajlamTyBaHb Oy(epiB 1 MOXIMBOCTI MIBUIAKOIO JOCTYIY [0
JIAHUX TI1]T 9ac BiIOOPaKEHHS CIICHH.

Toune BimoOpa)keHHsT 00'€KTIB y TPUBUMIPHOMY MPOCTOpl mependayae
BU3HAUCHHS iX MOJIOKEHHSA W00 Kamepu. g 1poro 3actocoByeTbest Oydep
rmubunn (Depth Buffer), skuit mictuth iH(MOpMaIllito mpo BiJICTaHb KOXKHOTO
nikcens BiJ kamepu. [Ipu peHAepUHTry CIIEHHM HOBI MIKCENl MOPIBHIOIOTHCS 3 BXKE
3alMCaHUMHM 3HAYCHHSIMU TJIMOMHM: SKIIIO HOBUM MIKCEb ONMXKYMM 10 KaMepH, BiH
3MIHIOE TIOTIEPENIHIM, 1HaKime — IirHopyerbes. OnucaHwil MiaXid JoromMarae
3a0€3MeUnTH MPaBUIbHUN TOPSAIOK NEPEKPUTTS 00'EKTIB y CLIEH] Ta 3pO0OUTH €PEeKT
MPOCTOPOBOI MTMOWHHU.

Taxk, 06a30B1 TexHOJIOT1i 3D-pEeHIEPUHTY CTOCYIOTHCS YCIX BaXKJIUBUX TOHSTh
BIJl OpraHi3auli BEpIIMHHMX JIlaHUX 1 YIpaBiiHHA OydepaMu [0 yHpaBIIHHS
PEHISPUHIOM IIIIXOM ImeiaepiB 1 riaubuam cueHu. lle ocHoBHMIT 0a3oBui

NPUHIMI TOOYI0BH CKJIAIHUX THTEPAKTUBHUX TPUBUMIPHUX CEPEIOBHILL.
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1.5 Anani3 nporpaMHHX aHAJIOTIB

[lepmm Ha po3MIAN MPOrPaMHOrO 3a0€3IMEUEHHs, SKE J03BOJISE
CTBOPIOBATH TPHUBHMIpPHY Bi3yaii3aiito, € mporpamMHuii mpoaykt Blender 3D.
[Iporpama Oepe cBiit mouatok y 1998 poky. Blender 6ysno BumymieHo myOaigyHO B
1HTepHeT1. Ik 0€3KOIITOBHE MporpamMHe 3a0e3MeyYeHHsl, 10 T03BOJISIE CTBOPIOBATH
3D-00'ekTy Ta aHIMaIi0 HA Tl IHIIMX IJIATHUX MPOTpaMHHUX 3a0e3meueHHs, sKi
HajaBay ToW camuii ¢ynkiioHan. Lle go3sonuno Blender moctynoBo Habupatu
MOMYJISIPHOCTI JIO CTIPaBXHBOTO JTHA. Ha choronHi mporpaMa Takox 3HaXOAUTHCS Y
BIIKDUTOMY JOCTYIl 3 BIAKPUTUM NpOrpaHuM KojoMm, Blender mae Benuky
CHUIBHOTY, Ma€ 3HA4YHY KUIbKICTh 1H(OpMaIi y BUTIJISAAlI BileoMaTepiaiiB Ha
YouTube, mokymenTarii Ta iHIMX pecypciB. A TaK0X, OCKIJIbKU BiH Ma€ BiIKPUTHIA
nporpamMHuil ko, To st Blender po3po0:sitoThest miariHu ajis pi3HUX 3aBiaHb. Ha
CHOTOJIHIIIHIN JACHb MOKHA 3aBAaHTAXKHUTH 3 O(]IIIHHOrO CalWTy OCTaHHIO BEPCIIO
Blender, B skiif € BianmoiaHi MoxiauBocTi. Kpim 3D-mMoaentoBaHHs Ta CTBOPEHHS
aHiMallii, TaKOX JOCTYIHI CKYJBITHUHT, PEHJEPUHT, TEKCTYpyBaHHS, Ta
HaJallITyBaHHs MaTepiaiB.

[Ipu ycTaHOBIII MpOrpaMHOro 3a0e3MEeUeHHs BiJl CUCTEMH IMOTPIOHI Taki
CUCTEMHI BUMOTH: HAsSBHICTh BIILHOTO MPOCTOPY Ha JUCKY 00'eMoM 2 riradaiita,
onepauiiiHa cucrema Windows, Linux abo Mac OS, a npu HeoOXiTHOCTI
Bi3yasnizallii crieH mnotpioeH rpadidyHuil mporecop, IoHaWMeHie 8 riradanT
ONepaTUBHOI MaM'saTi Ta 4 riradaiiTu Bigeomam'siTi [Uisi BUKOHAHHSA PEHIEPUHTY.

[nTepdeiic nporpamMHoro 3ade3nevYeHHs NPeICTaBICHUd PUCYHKY 1.5.
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Pucynok 1.5 — Intepdetic Blender 3D 4.1

OcuHoBuuM HepnoaikoM Blender € Bucokwuii mopir BxokeHHs. [Ipu nepmomy
3anmycky Blender BimoOpakaeTbcst iHTEpdeic, MO MICTUTh Oarato BKIJIAJOK Ta
pexumiB. [HTep(elic, TAKUM YUMHOM, NTEPEBAHTAKEHUH 1 HEIHTYITUBHUN. Takox npu
BHUBUYCHHI HaBUAJLHUX MaTeplajiB 3a KHUTAMU YH B1JICOPOJIMKAMU MOTPIOHE 3HAHHS
nepeniky rapsiuux kiasim. Cinabka cTOpOHA MPOrpaMHOro 3a0e3MeUeHHs MOJIsArae y
HEJIOCTAaTHbO SKICHIM peanizailii 1HCTpyMEHTIB sl poOotu 3 UV-po3roptkoro,
MEHEKepOM CIIeH Ta aHiMarrii [9].

Jpyre Ha orfisi MporpaMHOro 3ade3neueHHs — 1e irposuii pymiid Unity 3D.
Ha cporogni me opHe 3 HAWNOMIMPEHINIMX MPOrpaMHUX 3a0e3nedyeHb s
kpocmar@opMuoi  po3poOku. Unity miarpumye mnommpenHs s Android
npuctpoiB, Windows, Mac OS, Linux, a takox st OpaysepiB. IlinTpumyeTncs
TaKOXX pO3poOKa JJIsl JOMOBHEHOI Ta BIPTyalbHOI peaibHOCTi. Ha BiaMiHy Bin
Blender, Unity He nmpu3HaueHui 111 MOJEIIOBAHHS Ta CTBOPEHHS TEKCTYPYBaHHSI.
[le irpoBwii IBHWTYH CHOpPSIMOBaHWM JJII CTBOPEHHS 1rop 1 mepemdaydae BxKe
IMIIOPTYBAaHHS TOTOBUX PIllIeHb: MOJENIeH, TEKCTyp ToIo. Unity Oysi0 cTBOpEHO y
2005 poui xommnaniero Unity Technologies. Unity — 3akpure mnporpamue

3abe3nedyeHHss. OHAK MOCTyIMHA OE3KOIITOBHA BEPCisl 3 MEBHUMH OOMEKEHHSIMU
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JUTSI KOPUCTYBAYiB 3 IOXOJAOM HUK4Y€ BCTAHOBJICHOTO TOpora. Takox mepeadoadeHi
wiatHi Bepcii: Unity Pro ta Unity Plus. KirouoBi MOXIHBOCTI penakropa - 1€
HAsIBHICTh CUCTEMH (I3UYHO-KOPEKTHOTO PEHACPY, KOMIOHEHTH HJii POOOTH 3
¢G13uKO010, HANAINTYBaHHA NPOLEAYPHHUX aHIMalliid, B3a€EMOJIA 3 KOJIbOPOM,
KaMepaMHM; BKJIIIOUEHA TaK0X MOBa nporpamyBaHHs. [Iporpamue 3a0e3neueHHs Mae
IHTErpOBAaHUN  peJaKkTop  INeHaepiB, SAKUHW  MIATPUMYE  Bi3yaJdbHE  HOJ
nporpaMyBaHHS, SIKE€ JO03BOJISIE HAJNAIITOBYBaTH MarTepiald CLEHH, 1100 BOHa
BUTJIsIAANIa HEOOXITHUM YHHOM. JIBUT'YH TaKOX HIATPUMYE CUCTEMY YACTUHOK, SIK 1
BC1 Cy4yacHi iIrpoBi1 IBUTYHH.

[1ix yac BcTaHOBJIEHHS! TPOTPaMHOTO 3a0€3MeUeHHs HEOOX1THO IEPENTH Ha
odimiinuii cailt Unity, 3aBaHT@XUTH JayHYEp, SKAW BaXKUThb OJIU3BKO OJHOTO
rirabaiita. Y ynayHuepi HEOOXIJTHO 3apeecTpyBaTUCS, 3aBECTH OOJIIKOBHUH 3amuc y
peecTpi, a MOTIM y JIayHuUepi BUOpaTH Bepcito penakTopa. Ha chorogHiniHii 1eHb
octanns Bepcia - Unity 6. Koxkna Bepcis Mae pizHuit po3mip. Bepcist penakropa 6
IIPY BCTAHOBJICHHI 3aliMa€ Ha *OPCTKOMY JIUCKY Bi 6 1o 10 riraGaidT BIIBHOTO
npoctopy. Ilig yac CTBOpEHHS MPOEKTY MOPOKHINM MIAbJIOH TIPH reHeparlii 3aiiMae

0JIM3BKO JIBOX TiradbalT BIIbLHOTO MpocTopy (pUcyHOK 1.6).

3D_GAME - snactwsocTi *
JaransHi Crineud gocTyn  Besneka  HacTpoweaHHA 3aranedi  Crinshui pocTyn  Besnexa  HacTpoosatha 3aransH  Crinstiit nocyn Gesnexa  HacTporosanns

Unity Hub 6000.0.4501 3D_GAME
Tan: Nanka dainis Tian: Manka painis {451) Tun: Manka daitnis
PostawysanHa:  E:\Program Files Postawysanna:  DAUNITY_EDITOR PostawysanHa:  EAPAUNITY_PROJECTS
Poamip 358 MB (418 290 999 Garitis) Posmip: 7.32TE (7 868 227 919 Gairis) Posmip: 1,69 15 (1 820 987 624 Galitis)
Ha ucky: 359 MB (419 266 560 Garitis) Ha ancxy 7,38 TE (7 931 969 536 Gariris) Ha mmcxy: 1,73 16 (1 860 210 638 Garitis)
Micrime: Parinis: 439 nanok: 17 MicTuTs: Paiinis: 46 255; nanok: 4 171 MicTiTs: Paitnis: 26 495; nanok: 1682
CreopeHo: 22 sepectin 2024 p.. 11:37:19 Creopeto: 9xeima 2025p., 2:39:37 CreopeHo: 22 Bepesun 2025 p., 0:16:47

. Tinsku AR YATEHHRA (CTOCYETBER TiNBKK . Tinekw 408 YTEHHA ([CTOCYETECA Tinkbkin S fTinbku ANA YHTAHHR (CTOCYETHCA TINBKM |

ATpugy e thainis y nanu) ATy palinis y nanu) ATputy °’¢alan|5 y.manuy . H

[ Npuxosarmin Lopatkoso.. [ Mpuxosarni Oppamvosa [ Npmxosarmi Lopatkoso...

QK Cracysam JacTocysan 0K Cracysam 3acTocysam 0K ] Cracysam JacTocysan

Pucynok 1.6 — Po3mip BcTanoBieHoro pegakropa Unity, layHuepa Ta 6a30BOro

3D-mpoexTy]
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MiHiMaJIbHI PEKOMEH0BaHI CHCTEMHI BUMOTH JIJIS PEIaKTOpa BKIIOUYAIOThH
nigtpumky Windows 10, 11 a6o Mac OS, mporecop i3 miarpumkoro SSE2,
moHaiimenmie 8 ['b onepatnBHOT amM'sTi, pEKOMEHIOBaHY TUCKPETHY BiJICOKapTY,
0COOJIMBO SIKIIO PpO3poOKa BeNEThCSl Ha HOYTOYIl, a TaKoX HAasBHICTh
BCTaHOBJIEHOTO .NET.

KopuctyBanbauiipkuii  iHTepdeiic  pegakropa Unity wMae BIKOHHY
cTpykTypy. [Ipn nepmomy 3amycky penakropa intepdeiic Mae BikHa CTAaHIAPTHOTO

po3ranryBaHHs: Scene, Inspector, Hierarchy 06'exTiB 1 Project (pucynox 1.7).

Pucynok 1.7 — Crannaptae inTepdericue cepenonuiie Unity pegakropa

[nTepdeiic He 0OMexye B THYUYKOCTI HaJalITyBaHHs: MOXHa MepeMilaT
BIKHA, MOEJHYBATH iX Yy BKJIAQJKH 3a JOMOMOTOIO IMEPETIryBaHHS, IO J03BOJISE
opraHizyBaTu po0oyYe CEpeJOBUIIE 3T1IHO 3 MOACIAMU. O0€3KOIITOBHUX MOJIETEH,
TEKCTYp, aHIMallii, meiaepiB, pi3HUX HAJNAIITYBaHb, CKPUIITIB Ta IIa0JIOHIB, AKi
MOKHA 3aBaHTAXUTH, TPOXU MOAMQPIKYBATH MiJl MOTPIOHUN CTHIIb, IO 3HAYHO
MIPUCKOPIOE PO3POOKY.

Xoua B Unity MOXHa HaJlalITOBYBaTH CLIEHY 1 LIeiaepH sl HEOOX1THOTO
BI3yaJIbHOI'O MPEACTABIECHHS MOJIETEH 1 TEKCTYp, Y HBOTO € OOMEXEHI MOXKIIMBOCTI

JUTSL CKIIQHOTO KiHeMaTorpagiyHoro rpadiyHoro ado CTUIIICTUYHOTO PEHAEPY, L0
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3aJIeKUTh BiJ 30BHINIHIX TUIATIHIB, K1 BUMArarTh JTOAATKOBOTO MICIIS Ha JUCKY 1
J0JJATKOBOTO BUBYEHH crienniku peanizaii. [Ipu cTBOpeHH! MPOEKTY BIACYTHS
OMIIisl BHYTPIIIHIX HE MOTPIOHUX JIJIs peai3allli IpoeEKTy MOAYJIIB, IKi BUMararoTh
JI0JTATKOBOTO MICIISl HA YKOPCTKOMY JMCKY MPH reHepallii MiHIMaJIbHOTO MPOEKTY.

3 orsay BUIIE MOXKHA 3pOOMTH BHCHOBKH, 10 ¢yHKITIOHANBHO Blender 1
Unity maroTh CBOi OCOOJIMBOCTI Ta BIAMIHHOCTI, MOPIBHSJIBHY XapaKTEPUCTUKY
nonano B Tabi. 1.1. Blender Hagae moBHut HaOlp IHCTPYMEHTIB U1 MOJIETIOBAHHS,
aHiMallli Ta peHJepUHTY, BKItoUaouu BOyaoBaH1 penaep-pymii Eevee ta Cycles.
Hatomicte Unity opieHTOBaHUII IIEpEeBaYKHO HA PO3POOKY IHTEPAKTUBHUX JTOJIATKIB
Ta Irop, TOMY BiH HE nepeadadae MOXKIUBICTb CTBOPEHHS MOJIeNel Oe31mocepeIHbO
B penakTopi H morpedye iMmmopty ToTtoBuX 3D-monenei. s BUKOHAHHS
CHellali30BaHuX 3aB/laHb, TAaKMX SK CTWJI30BaHWil penaepudr, Unity wyacto
noTpedye 101aTKOBUX KOMIIOHEHTIB.

[loxo inTepdeiicy Ta 3pydHocTi BUKOopucTanHs, Blender xapakrepusyerbes
3HAYHOIO CKJIAQJHICTIO JJIsI HOBUX KOPHUCTYBaylB Yepe3 BEIHMKY KUIBKICTh
HaJallITyBaHb, MaHeNel Ta IHCTpyMeHTIB. Lle cTBOproe BUCOKUI MOPIT BXOKEHHS,
0COOJIMBO JJIS JIIOJIeH, sIKI HE MAlOTh MOMEPEIHHOTO JTOCBITY pOOOTH 3 MOJIOHUMHU
iHcTpyMeHTamu. Unity y CBOIO 4epry Mae OLIbI MPOCTHH 1 3p03yMisiuii iHTepderic,
KWW MOKHA THYYKO HaJaIITOBYBATH BIMOBIIHO JI0 MTOTPeO KOPUCTyBaya, Xo4a JJis
peamizaiii cnenu@iUHUX 3aBAaHb TAKOX MOXYTh 3HAJOOUTHUCS JOJATKOBI
HaJaIlITyBaHHS Ta KOMIIOHECHTH.

[TopiBHSIHHA anapaTHUX BUMOT BKa3ye, 1110 Blender BucyBae 3HauH1 BUMOTH
70 TpadiyHO1 CKJIaJ0BOI KOMIT'IOTEpa Ta OMEPATHUBHOI MaM'siTi, 0COOJIMBO TIiJl Yac
peHAepuHry ckiamaHux cieH. Unity mMae OiabIl MOMIpHI BUMOTH O amapaTHOTO
3a0€3MeUeHHs], OJHAK 3aiiMae 3HAaYHUU 00'eM JUCKOBOTO MPOCTOPY SIK MpH

YCTaHOBII peIaKTOpa, TaK 1 Mij 4aCc CTBOPCHHS HaBITh 0230BHX MPOEKTIB.
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Tabmums 1.1 — IopiBusinbHa xapaktepuctrka Blender ta Unity

Kpurepiit

Blender 3D

Unity 3D

Tun minensii

Biakpure I13 (GPL)

YMOBHO OE€3KOIIITOBHE
(EULA)

[TpuzHaueHHA

3D-MoentoBaHHs,
PEHJICPUHT, aHIMaIIis

IrpoBuii pymii,
Bi3yaurizainis cieH, XR

Pobota 3 3D-Mmonensamu

[loBHMUM NUKIT:

MOJICJTIOBaHHS,

TEKCTYPyBaHHS,
aHIMalsa

Jlumie iMmopT Mojenei

CrunizoBaHUi peHACPUHT

Eevee, Cycles,
HaJIalITYBaHHA y
peanbHOMY 4aci

MosxnuBui yepes
IJIariHy abo menaepu

HasiBHICTB peHziep-py1iis

Boynosani Eevee,

Tax, URP/HDRP

1HTEpPeiic, BenmuKa
KUIBKICTh KOMOIHAIII
KJIaBIIII

Cycles
[IpocroTa inTEpPeiicy Bucokwuii nopir . o
['Hy4Kui, TpoCTIINI
BXOJIPKEHHS
MO>XJIMBICTh pO3IIMPEHHS Honatku, Python- [Inariam, Unity Asset
IJIariog Store
OmnepalliiiHi CHCTEMH WlndOV\_IS, macOS, Windows, macOS
Linux
MiHiMaJIbHI cuctemHl Bumoru | 8 I'b RAM, GPU 4
IE VRAM 8 I'b RAM, SSE2 CPU
Po3mip BcTaHOBIIGHHS bimspko 2 I'b 6-10 I'b + npoexTn
OCHOBHI HEIOJIKH CxJtagaui Bumarae nomatkoBux

IUTariHiB JJIs THYYKOTO,
3aiiMaec OaraTo MicIisl Ha
JUCKY

1.6 IlocTaHOBKA 32aBAaHb JJIs1 PO3PO0KH BJIACHOTO PillICHHA

[Tin yac mpoekTyBaHHS MPOTPAMHOTO 3a0€3TMEUCHHS KIIOUOBUM €TarlOM €

BU3HAYCHHA BHMOI' JO CHCTCMU. BuMmorn BH3HA4YarOTH OCHOBHI napamMceTpu Ta

XapaKTCPUCTUKHU, AKMMHU INOBUHCH BOJ'IOJIiTI/I rOTOBUU IMPOAYKT Ha IMOYAaTKOBOMY

eTari, 100 BUKOHYBATH MEPIIOUEProBy (PYHKIIIIO Ha Ky BIH PO3PaxOBaHUM.
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[arepdeiic penakropa Mae OyTH MPOCTUM Ta IHTYITMBHHM, IO JO3BOJIUTH
KopucTyBauaM 0e3 riIuO0KMX TeXHIYHUX 3HAHb IIBUKO OCBOITH HOTO (yHKI[IOHAT
Ta MEPEeUTH 10 TBOPUOi pOOOTH.

Penakrop moBuHEH 3abe3nedyBaTd CTHIII30BAaHUN PEHICPUHT JJISI YOPHO-
017101 MaHTHY Ta JO3BOJISATH HOTO HAJIAIITYBAHHS BIAMOBITHO IO TEXHIK, XapaKTEPHUX
JUTSL MaHTY — HaIlPUKJIaJ, YOpHE OOBEACHHS TOIIIO.

[lepen6avaeTnscs miaTpuMka iMnopty 3D-mozeneit y nommpeHux ¢popmaTtax
3 MOXJIMBICTIO IIBUJKOTO IMEperyisty Ta 0a30Boro peaaryBaHHs 0e3 J0J1aTKOBOi
KOHBepcii a0o pyuHOoi 0OpOoOKH.

[Iporpamue 3a0e3neuyeHHs] MOBUHHO MaTH HHU3bKl CUCTEMHI BHUMOTH, IO
3a0e3MeYnTh WOTO JTOCTYIHICTh JUIS IIMPOKOIO KOJIa KOPUCTYBauiB, BKIIIOUAIOUU
BJIACHUKIB KOMIT IOTE€PIB CEPEAHBOrO PIBHS NPOAYKTUBHOCTI.

Oco0nuBy yBary ciijfi NPUIIIUTH HIBUAKOMY PO3TOPTAaHHIO Ta 3aIyCKy
nporpamMu. PemakTop TMMOBHMHEH TMpaioBaTH 13 MIHIMAJIbHUMH TOYaTKOBUMHU
HaJallTyBaHHSIMH, 3a0€3MEe4yl0oud TOTOBHICTh JO BHKOPUCTAHHS OJApa3zy Micisd
THCTAJISAII].

Cucrtema Mae OyTu oOy10BaHa 3a MOJYJIbHUM MPUHIIMIIOM, 1110 JO3BOJUTH
3 YaCOM PO3IMIUPIOBATH (DYHKIIIOHAN, IOJAAI0YM HOBI MOXJIMBOCTI a00 3aMiHIOIOYH
OKpeMi KOMIIOHEHTH 03 MOTpedu MOBHOT PEKOHCTPYKIIII MPOTPaMHOTO Sapa.

ChopmynboBaHi BHMOTH BHU3HAYAIOTh HANpsiM TOAANBIIMX  €TariB
pO3pOOKH, BKIIOYAIOYHM TMOOYIOBY apXiTEKTypH CHUCTEMH, BUOIp BIAMOBIIHHUX

TEXHOJIOT1i Ta peanizalito 0a30BOro (PyHKIIIOHATILHOIO MPOTOTUITY .
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2 MATEPIAJ/IN I METO/IN

2.1 Bubip MoBH nporpaMmyBaHHs

Ha etarmi nmepBUHHOTO IPOEKTYBAHHSI TICPIITUM 3aBJIAHHSIM CTa€ BUOWP MOBHU
porpamMyBaHHs, sIKa JO3BOJIUTH peali3yBaTH OCHOBHI CTPYKTYPHI KOMITIOHEHTH
pO3pO0IIOBAaHOTO MPOrpaMHOro 3abe3nedyeHHs. MoBa mOBHMHHA 3a0e3MeUUTH
3py4yHe KepyBaHHS MaM’sITTIO, JOCTYII 10 TpadivyHoro KoHBeepa, podory 3 GPU Ta
MAKII0YEeHH 010110TEeK, HEOOXITHUX IMOCTaJICHUX 3aBAaHb. OCHOBHOIO METOIO €
CTBOPEHHSI 1HCTPYMEHTY 3 YITKOIO apXiTEKTYpPHOIO MOOYIOBOIO Ta MOKJIMBICTIO
pPO3LIMPEHHS  (PYHKIIOHAIBHOCTI, 30KpeMa — CTHJII30BAHOTO PEHACPUHTY,
nieiiepHux epekTiB 1 00poOKH MOIN y peKUMI PeaIbHOTO Yacy.

JUis  peamizamii  JIUIJIOMHOTO TPOEKTY OyJI0 MPUUHATO  PIIICHHS
Bukopucratu MoBy C++. Takuil BuOip 3yMOBJIEHUN KiIbKOMa YAHHUKaMU. Bubip
MOBH 3YMOBJICHHI HAsBHICTIO MPAKTUYHOIO JOCBIAY mMporpamyBanHs Ha C++, 1m0
JI03BOJISIE PEANII30BYBATH apXITEKTYpH1 PIlIEHHS 0€3 JOJAaTKOBUX BUTPAT Yacy Ha
aganTaiiro Ta gocihipkeHHs. [lo-mpyre, C++ migrpumye OaratopiBHEBY
a0CTpakiio: 3a HEOoOXIJTHOCTI MOXJIMBa poOOTa sIK Ha BUCOKOMY piBHI (uepes
01067110TEeKH OOTOPTKM), TaK 1 MPSAMHIA JOCTYN 10 HU3BKOPiBHEBHX pecypcis. lle
JT03BOJISIE TIOETHATH 3PYYHICTh IPOEKTYBAHHSI 3 IOBHUM KOHTPOJIEM HaJI TaM’ SITTIO
Ta rpadiyHUM CEepEOBUILEM.

Texnonoriuynuit crexk C++ BKIIIOYa€E BENMKUI HAOIp cTaOLIbHUX 010/110TEK,
opieHTOBaHUX Ha rpadiky, Takux sk DiretX, OpenGL, Vulcan, sxi niaTpumyroTh
HU3BKOPIBHEBY MOOYIOBY CIIEHU, 00OpOOKY MOA1M Ta IHTErpallito pecypcis. 3aBIsKu
IOMY JOCSTA€ThCS OamaHC MK TIPOTYKTUBHICTIO, PO3IIMPIOBAHICTIO Ta TOYHICTIO

B YIPABIIHHI Bi3yaJIbHUMU KOMIIOHEHTaMU po3po0stoBanbHoro 113.
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2.2 Bubip 6i0JioTex

Jlist peanizaiii rpadigHOTO peHASPUHTY B po3podmoBaasHOMY [13 B 11soMy
MIPO3/11 HAaBEJACHO OIS Ha O10I10TeKH, SKI BUMararoTh JIHKYBaHHS ITiJI 4ac
KOMITOHOBKH TPOEKTY Marouu 00'ekTHI abo nauHamiuHi moaymni (*.1ib, *.dll, *.so).
HaTtomicTh 6167110TeKH, 110 MPEACTABIECH] JIMIIE Y BUTIIAAI 3ar0JOBKOBUX (haiiiB,
OyIyTh PO3TJSAHYTI HIKYE B PO3AiIaX JUIJIOMHOI pOOOTH IMPU OMHUCI €TariB
peatizaiiii apXiTeKTYpHHX MOJYJIIB Ta JIOT1KK (PYHKI[IOHYBaHHS MPOTPaMH.

Jlnst ocHOBU 0Oy 10BU Tpadiku y MpoeKTi 00paHo 010mi0Teky OpenGL, sika
€ kpocrmnathopMuuM iHTepdeiicom st crBopeHHss 2D ta 3D rpadiku 3
BUKOPHCTAHHSM aIlapaTHOTO TPUCKOpPeHHSA. BoHa Hamae mporpamicty NpsMun
KOHTpPOJIb  Haj rpadiyHUM KOHBEEPOM, BKJIIOYalOud OOpOOKY  BEpIIUH,
TpaHchopmarliii, OCBITIEHHS, TeKCTyp, TiHed 1 medaepiB [10]. Bubip OpenGL
3YMOBJIEHUH MPAaKTUYHUM  JOCBIAOM poGotu 3 1muMm APl mmpokum
PO3IMOBCIOIKEHHSAM, JOCTYITHICTIO HAaBYAJIBHUX PECYPCIB, MATpUMKOI0 MOBU GLSL
JUISL  HaNMCAaHHS IIEWJEpiB, a TaKoXX TMOBHOK CYMICHICTIO 3 MOBOIO
nporpamyBaHHsi C++.

Pazom 3 TmM, OpenGL He 3abe3nedye 3aco0iB CTBOpPEHHS BIKOH,
OTpaIlfOBaHHs BBOAY 3 KJIaBlaTypu a00 MHUII, Ta 3arajoM HE BKJIIOYAE €JIEMEHTH
B3aEMOii 3 omepaliiHo cuctemoro [11]. Jlma BupimieHHS IMX 3aBIaHb
3actocoByeTbest  Oibmioreka GLFW. BoHa € Jerkoro y BHUKOpPHCTaHHI,
Kpocmyiar@opMHa 1 cHemiaibHO po3poOsieHa i iHimiami3amii rpadiyHOro
koHTekcTy BKItoUHO OpenGL. B 6ibmioremni peanizoBani (yHKIIIT A1 CTBOPEHHS
BIKOH Ta 00poOku mojii BBeneHHs. GLFW nanucana moBoto C, Mae JiIeH3110
zlib/libpng, 1o m03BossiE i BUKOPUCTAHHS B KOMEPIIMHUX MPOEKTaX, 1 aKTUBHO
MiATPUMYETHCS CIITBHOTOIO. 1i (PyHKIIOHATBHICTH BKIIIOYAE HiATPUMKY JEKiTbKOX
MOHITOpPIB, 00pOOKY KJIaBiaTypH Ta MUIII1 i IrPOBUX KOHTPOJUIEPIB, & TAKOXK THYUYKY
CUCTEMY TIOJIIH, 10 JO3BOJISE MPAIIOBATH SK Y PEXKUMI OMUTYBaHHS, TakK 1 yepes

(dyHKIIi 3BOPOTHOTO BUKIHKY [12].
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Obpana 6i6mioreka GLFW Moxxe OyTu 3i0paHa SK y BUTJIAI AUHAMIYHOT,
TaK 1 CTATUYHOI O10JTI0TEKH, IO JO3BOJISIE THYYKO 1HTETPYBATH ii B TIPOEKT 3aJICHKHO
Bin BUMOT 10 po3ropranHi. GLFW B3aemojie 3 y)keé BCTaHOBJICHHM Y CHUCTEMI
OpenGL-gpaitBepoM i BUKOHYE POJIb MIOCEPETHUKA MIXK 3aCTOCYHKOM Ta BIKOHHOIO
MIJICHCTEMOI0  OTEpaIlifHOT CHCTEMH, IO JIO3BOJISE CTBOPIOBATH TIpadiyHi
KOHTEKCTH, BIICTE)KYBaTH 10111 BBEICHHS 3 KJIaBlaTypH Ta MUIII, KEPYBaTH BIKHOM
Ta MOHITOpaMH 0e3 MOTpedH y HamMCaHHI HU3BKOPIBHEBOT'O KOJY MiJ KOHKPETHY

maTopMmy.

2.3 Bubip cepenoBuina po3pooku

Jlnis 3a6e3meueHHs! MOBHOTO IIUKITY CTBOPEHHS MIPOrPaMHOTO 3a0€3MeYeHHS
3 BUKOpUCTAHHSIM MOBU C++ Ta 3aleKHOCTSIMU y BUTJISAI OiHapHUX 010110TEK 1
3aroiioBkoBux (QaitmiB Oyno 3miiicneno BuOip IDE Microsoft Visual Studio
Community 2022, nporpaMuuii inTepdeic cepeaoBuia po3poOKu MpeCTaBICHUI

Ha pUCYHKY 2.1

-~ OpenGl LeamWIthGLFW

T Add to Source Control ~
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Ile cepenoBumie Bkimouae BracHuil kommisitop MSVC, cucremy 30ipkw,
3ac00M HaJIaroJKeHHs, a TaKOX IHCTPYMEHTH JUIsl JIarHOCTMKU BHMKOHAHHS 1
KepyBaHHs 3anekHocTsIMH. Visual Studio miarpumye rHydKy MOAYJIBHY 1HCTAJISIIIIO
KOMITOHEHTIB, IO JAa€ 3MOTY IHCTAJIOBATH JIMIIE Ti 3acO0M, SKi HEOOXITHI IS
IIJIbOBOTO TUITY MPOEKTY. Takuii miaXia H03BOJISIE ONTUMI3YBaTH OOCST 1HCTAJIAIIII,
3MCHIIIUTH CHCTEMHE HAaBaHTAKCHHS Ta YHUKHYTH IMEpPEBaHTaKCHHS iHTepQeicy
HAJTUIIIKOBAUMH MOTYJISIMH.

CepenoBullie MiCTUTh IHTETPOBAHY CUCTEMY HaJaroJKeHHs (PUCYHOK 2.2),
sKa BKIIOYA€ BIKHA TEPETJSAYy IaM sATi, BHKJIMKIB CTEKa, JIOKAJbHUX 3MIHHHX,
cucTeMu OOpOOKM BHHATKIB Ta IHCTPYMEHTH aHamidy HaBaHTaxeHHs Ha LI 1
CIIOKMBAHHS 1IaM’sATi B pealbHOMY Yaci. Takox miarpuMyeTthes TexHosoris Edit &
Continue, sixka 103BOJIsIE 3MIHIOBATH KOJI ITiJT YaC aKTUBHOT'O CEAHCY HAJIarOJ[KCHHS
0e3 HeoOXiTHOCTI Iepe3amycKy IIporpaMu, IO IPUCKOPIOE MPOIEC aHami3y Ta

NepeBIPKU KOMIIOHEHTIB MPOTPAMHOTO KOJTY.

PTRRRETARTEnR

Pucynox 2.2 — Burunsin intepdeiicy B pe:KuMi HAJTATOJKEHHS 3 IEPETIIIIOM

nam’siTi Ta CTEKY BUKJIUKIB
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Takum ymnaom, IDE Visual Studio 2022 3abe3nedye MOBHOIIIHHY
iHGpacTpyKTypy A po3podku C++ 3aCTOCYHKIB 13 30BHINIHIMH 3aJICKHOCTIIMHU Y
BUIJIAAl O10J110TEK, BKIIIOYAIOUHM 3acOOM HAIMCAHHS, KOMIIUIAIII, HaJIaro I KeHH,
CIIOCTEPEKEHHS 3a BUKOHAHHSM Ta aHaii3y mporpamHoro komay. Lle cepemosuire

CTaJI0 JOIIJILHUM BUOOPOM JIJIsl peatizailii JUIJIOMHOTO ITPOEKTY.

2.4 Po3po0Oka apxiTeKTypH NPpOrpaMHHMX MOIYJIiB peJaKTopa

3 MeTor0 3a0e3MeUeHHsT CTPYKTYPOBAHOCTI MPOTPAMHOTO 3a0e3MedYeHHs Ta
BIJIOKpeMJICHHS  (DYHKIIIOHAJIBHUX 30H apxitektypa 3D-pemaktopa Oyia
CIIPOEKTOBaHA Ha OCHOBI MoAyJhpHOTO miaxoay. Ilinxim OyB crpsiMoBaHUN Ha
MIJBUIICHHS THYYKOCTI PO3pOOKH, MOJErmieHHs poOOTH 3 KOJOM, CIPOIICHHS
BHECEHHsI 3MiH 1 3a0€3IeUeHHs MOJaIbIIOro MacmTaOdyBaHHsS cUcTeMHu. B skocTi
0a3u i Bizyanizallii apXITeKTypHOI Mojeli Oyj0 CTBOPEHO CTPYKTYpPHY OJIOK-
CXEMY, III0 OKPECITIOE KITIOUOBI JIOT1YH1 KOMITIOHEHTHU CUCTEMHU Ta B3a€EMO3B’ I3KU M1K
HUMU.

Ha pucynky 2.3 mpencraBiieHO CTpYyKTypHY cxemy 3D-pemaktopa, 110
JIEMOHCTPYE JIOTIYHUHN MOIJ CUCTEMH Ha TPH B3aEMOIIOB’ s13aH1 30HM: «3aJIeKHOCTI

Ta pecypcu», «Snpo pegakropa» 1 «Hacy.
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3anexHocTi Ta pecypcH
indow&OpenGL|
Context
Resource
Loader

EventLoop

Update fick

Current time

Per-frame call

Axis
Visualizer

Clock / Timer

Entity data

Renderer

View/Proj

Mouse
events

Input Key/Mouse

'l Managerl

Pucynok 2.3 — CtpykrypHa cxema nporpamu 3D-penaktopa

Ha npencraBieniit cxemi rpymna «3ajIeXKHOCTI Ta pECypcu» BKIIIOUA€ B cede
HU3LKOPIBHEBI KOMIIOHEHTH, BIiJMOBIJAlbHI 3@ MiJITOTOBKY 30BHIMIHIX YMOB JIJIs
pobotu penaktopa. 3okpema, moayiab Window&OpenGL Context inimianmizye
rpadiune BikHO, cTBOptoe OpenGL-koHTEKCT Ta 3a0e3neuye MOTIK BXITHUX MOAIN Y
EventLoop. Moayns Resource Loader BignmoBigae 3a 3aBaHTaKEHHSI PECYpCIB,
TaKUX K TEKCTypH, IIeHaepu Ta MOJIeN, i miepenae ix 6e3nocepennbo 10 Renderer
ta Scene/ModelManager st moAaiblIOro BUKOpPUCTaHHS. Byno BUKOpHCTaHO
TaKuh MiAX1J TOMY, IO Taka PO3AUICHICTh TO3BOJISIE IIEHTPATI30BAHO KEPyBaTU
pecypcamu 0e3 TyOtoBaHHS JOTIKH Y (YHKIIIOHATBHUX MOJYJIAX SIpa.

VY 30HI «fapo pemakTopa» 30cepeKeHl MOAYJ, M0 0e3mocepeaHbO
bopMyIOTh CIIEHY, BIICTEKYIOTh i1 KOpUCTyBaya Ta 31ACHIOIOTH 11 Bi3yasi3alliio.
GUI-monyne renepye intepdeiic Ta 00pobIisie moAll BiJ MUIII, sIKI HAIXOIATH JI0
Input Manager. OctanHiii 00'eHYy€e MUIIIa41 O 3 KJIABIATYPHUMU Ta CTBOPIOE /1B
iH(dopmariiiai motoku: nmofii Tury Input events, siki HagcunaroThes 10 EventLoop,
ta Key/Mouse curnamu, mo oaHodacHo HaaxoasaTh 1o Camera Controller 1
Scene/ModelManager.

Camera Controller pospaxoBye po3paxoBye IMojie OIJISAY 1 MPOEKIIifo-

MaTpHIll Ha OCHOBI BBOJYy KOPUCTYyBaua, Toi Ak Scene / ModelManager moaudikye
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MO3MII1, OpIEHTAIl] Ta BJIACTUBOCTI OO’€KTIB CIIEHHU BIAMOBIIHO A0 OTPUMAHUX
KoMaH[1 (oOepTaHHs, IEPEMIIICHHS, MacIITa0yBaHHS TOIIO). JIOTIOMIXXHUIA MOTYJTh
Axis Visualizer BUKOPUCTOBYETHCS JIJIs Bizyanizarii koopauHatHux oceit (X, Y, Z)
y pa3i aKTUBAIlii BiAMOBITHIUX PEKUMIB.

IlenTpanbHoro naHkoto cucremu € EventLoop, sxuii BUKOHYE (YHKIIT
nucrerdyepa. Ha koxxHi#l itepamii ocHoBHoro 1ukiy BiH omutye Clock/Timer,
npuiiMae Hakomu4eHi moxdii BBeaeHHs, Hajacwiaae curHan Update tick vy
Scene/ModelManager 1711 OHOBJIGHHS CIICHIYHOTO CTaHy, a IOTIM iHiIitoe Per-
frame call 1o Renderer. Moayns Renderer ¢popmye kaap Ha OCHOBI JaHHX 3 YCiX
IHIIMX KOMIIOHEHTIB: TeoMeTpii cuieHu 3 Scene/ModelManager, maTpuilp kamMmepu 3
Camera Controller, BexktopiB oceli 13 Axis Visualizer ta rpadiuHux pecypciB i3
Resource Loader.

I'pyna «Yac» mnpencraBiena oxpemuMm By3iaoMm Clock/Timer, 1m0
GyHKIIOHY€E SIK HE3AIEKHE JKEpeNo MOToyHOro vacy. Lleit momynb He i1HIIIIOE
YKOJAHOI aKTUBHOCTI, a JIMILIe HajJa€e 3HA4eHHs 4acy Ha 3anuT Big EventLoop abo
Renderer.

ApXITEeKTypH peamizye OAHOOIYHMU MOTIK AAHUX: BIJ J1d KOpUCTyBaya
gepe3 SAapo 10 peHAepepa, IpH IIbOMY PECYpCH Ta CHCTEMHI 3aJie)KHOCTI
3a0€3MeUyI0ThbCsl OKpeMHUM KaHaioM. Takui MiaxXiJg MiHIMI3Y€e 3B S3HICTH MIXK
MOJAYJISIMU, MOJIETTIIYE TECTYBAHHS OKPEMUX OJIOKIB Ta JI03BOJISIE JIETKO 3aMIHIOBATH

ab60 MacTabyBaTv KOMIIOHEHTH, HE TIOPYIIYIOUH JIOTIKY PEIITH CUCTEMH.
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3 OCHOBHI PIIIEHHS 3 PEAJII3ALIII KOMIIOHEHTIB CUCTEMHU
3.1 Po3pobOka 3arajibHOr0 aJropuTMy pPoOOOTH NPOIrPAMHOI0 KOIY

peAakTopa

Po6otra mnporpamuoro koay 3D-penmakropa 0a3yerbcsi Ha KIACHYHIN
CTPYKTYpi TpadiyHOrO 3aCTOCYHKY:

—  IIOCHIJOBHA 1HIIIAI13aIis;

—  3aBaHTaXCHHsI PECYypCiB;

—  (opmyBaHHS TOYaTKOBUX MATPHIIh;

—  OCHOBHUH LUK,

—  (QiHamzamis;

3aranpHa JIOT1Ka peaizallii, ska OXOIUTIOE KIIFOUOBI1 €Tally JKUTTEBOTO ITUKITY
nporpamMu IpejicTaBieHa OJok-cxemoro Ha pucyHky 3.1. Ilporpamuuii kon
MPUBEACHNUMN y TOJIaTKy A.

ITicnsa 3aIyCKy cucreMa MePEeXOUTh bie) =1 am3ami
OpenGL/GLFW (60k 1). Ha 11poMy eTarti HanamToBy€eThCSl KOHTEKCT PEHICPHHTY:
3a/lal0Thesl Bepcii, mpodunl, atpulOyTu Ta BUKIUKaeTbes glfwCreateWindow().
Axmo crBopenHs BikHa He Baanocs (window == NULL), kepyBaHHs mepexoIuTh
J10 T1JIKY 3aBEPILEHHS — 3aMKC 3BITY Y Jor-¢paii (010K 3) 1 BUXig «KIHEIbY.

Y pa3i yCHINIHOTO CTBOPEHHS BIKHA BUKOHYETHCS 3aBAaHTAXKCHHS
pecypciB (6510k 4). Jlo 1bOro eTany HaJaeXHUTh:

— aktuBauig OpenGL-konTekcTy uepe3 glfwMakeContextCurrent;

—  migkimodeHHs QyHkiii yepes GLAD;

—  peectpais callback-dynkiiit (pecaiis, kiaBiatypa, MUIIA);

—  KoMmiysmis meraepuux nporpam (Shader, lineShader, outlineShader);

—  crBopeHHs 00’ektiB Camera, Model, Axis;

— mmamzanis GPU-pecypceis (VBO, VAO, EBO, Ttekctypn).



Samuc sEiTY
(mor-thaitn)

BusHI4SHHA MOYATKOBHX
MITpHIE

6

Pucynok 3.1 — Biok-cxema 3arajibHoOro airoputmy poo6otu 3D-penakropa

(zlfw WindowShouldCl >«

— 10

BinMamoEaHHER CLEHKR
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Jam BinOyBaeThCs BH3HAYEHHS TMOYATKOBHX MaTpuilb (010K 5). Meton

Camera::updateMatrix() ¢popmye view-projection MaTPHITO 3 TO3HUIIIT OTJISAY, TOMII
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sk Model::origin() ¢ikcye mo4aTkoBi nmepeTBOPEHHS KOKHOTO 00’ekTa cienu. Lle
3p00JICHO MIJIs TOYHOTO BiJICTEKYBATH TIOIAJIBII 3MIHHM ITi]T YaC MaHIITYJISIIIH.

OcHoBHUM UK MOYUHAETHCS 3 nepeBipKU YMOBH
lglftwWindowShouldClose() (6710k 6). SKio BiKHO 3aKpHUTE, BUKOHYETHCS TIEPEXi
710 3BITYBaHHS Ta 3aBeplilieHHA. [Hakile — mouynHaeThesi 00poOKa Kajpy.

VY KOKHOMY IUKIII BUKOHY€ETHCS:

—  BUMIPIOBaHHS PO3MIpy BiKHA,

—  ouunieHHs O0ydepiB, KOIbOPY 1 TIIMOWHM;

—  mepeBipka, yu OyJia akTUBHA B3a€MOJIisl KOPUCTyBaya.

Ko axkTUBOBAaHO MaHINyJslilo (OJ0K 7), BUKIMKAETHCS aITOPUTM
Model::Inputs() (610kx 8), sKuil BIAMOBITAE 3a TEPEMIIICHHS, OOepTaHHSA Ta
MaciTadyBaHHSI MOTOYHOTO 00’ekTa. TyT BpaxoByroThcs pexumu setX/Y/Z, setR,
setG, setQ — KoKeH 13 SKUX BIANOBIJIAE 32 3MIHY BIJMOBIAHOI KOOPJWHATH YU OCI
tpaHnchopmariii. 3miHu (PikcytoTbes y Bektopax meshPosition, meshRotation,
meshScale, a Takox OHOBIIIOETHCS MaTpuils TpaHchopMarliit uepes3 updateMatrix().
[Ticns mporo o06’ekt Axis Bukiukae setXYZ() s OHOBJIEHHS BEKTOPIB
KOOpJIMHATHO1 oci Gizmo.

Onoriennst kamepu (6mok 9) peanizyerbcs uepe3 Camera::Inputs() —
3anexHo Bif mofaid WASD 4u mutii 3MiHIOETBCS TIO3UIIISL Ta OPIEHTAIIST KaMepH,
nicisg yoro updateMatrix() mepenae akTyanbHi gaHi 10 uniform-noss camMatrix y
menaepax.

BigmantoBanus cuienu (6s10k 10) BigOyBaeThCs y ABa MPOXOJIU:

—  OCHOBHWUH LIEWIep BUBOAUTH F'€OMETPIIO 3 OCBITIEHHSM 1 CKPIHTOHOM;

—  koHTypHuii meinep (outlineShader) popmye dopHy 00BOAKY HABKOJIO
aKTUBHOI Mojeni. JSIKIo YBIMKHEHO BICh, Axis::axisActive() peHIepUTh

KoopuHaTHI JiHii 11 Gizmo-MaHImyJIsITii.

ITicnst BUBOMY CIieHM BHKOHYEThCS OOMIH OydepiB (Omox 11) uepes
glfwSwapBuffers(), a glfwPollEvents() 06pobiisie uepry mojii, micis 90ro UK

MOBTOPIOETHCS.
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Sxmo KopuWCTyBad 3aKpuBa€ BIKHO, a00 mporpamMa OTPUMY€E CHUTHAI
3aBEpIICHHS, NUKJI TepepuBaeThcss. CHCTeMa BHUKIUKAE JTECTPYKTOPH OOTOPTOK
(Delete, glDeleteBuffers, glDeleteTextures), 3uumye BikHO (glfwDestroyWindow)
1 3aBepirye kKoHTeKCT (glfwTerminate). ¥ dinam (6mok 3) 3amucye giarHOCTUYHY 1

CITy>K00BY 1H(OpMaIlito y 3BIT Eepe OCTATOYHUM 3aBEPILICHHSIM.

3.2 HanamryBaHHsI cepeIoBHIIA PO3POOKH Ta MiAK/II0YeHHs 0i01ioTek

Ha mepmomy erami TexHiuHOi peamizaiii Oyl0 CTBOPEHO IMPOEKT Yy
cepenoBuii Microsoft Visual Studio 2022. O0paHo koH}irypamito 3 madioHOM
nopoxkHKOro C++ npoekty. CTpykTypa (aitiniB MpoekTy o0y 10BaHa BiAMOBIIHO 10
3arajJbHONPUUHATHX IpakTUK y Microsoft Visual Studio 2022: okpemi ¢puibTpu 11
3aronoBouHux (aitniB (Header Files), Buxinnux xomiB (Source Files), metinepiB
(Shaders) 1 Texctyp (Textures). CtpykTypa BijloOpakeHa Ha pUCYHKY 3.2, a pizuuHe

pO3TalIyBaHHS ITPOEKTY HA AUCKY — HA PUCYHKY 3.3.

kuMangaku' (1 of 1 project)

Manipulation.h

ader

Pucynok 3.2 — Ctpykrypa ¢pailjioBoi CUCTEMH MPOEKTY
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» PC » Data » P » OtakuMangaku

Im'm [laTa 3MiHEHHS Twun Posmip

[ 7.02.2023 0:07 Manka gainie

=
BB ecamples g Manka dainie

BB Libraries 17 Manka dainis

Bl OtakuMangaku 3 Manka dainie

Ml Source 3 Manka dainie

il 64 5 Manka daiinis

[ ] glad.c atmelstudio

M OtakuMangaku.sin 7.02.2023 0:07 Visual Studio Solu...

Pucynok 3.3 — ®@i3uuHa cTpykTypa (aiB MPOEKTY

Jlo xaTayory mpoexTy OyJo BpydHy qojaHo nanky Libraries (pucyHok 3.3),
10 MICTUTh YC1 HEOOXi/IH1 30BHIIIHI 3aroJ0BOYHI (Dailin Ta cCTaTUYHY O010110TEKY.
OCHOBHUMHU MIJIKIFOYEHUMHU KOMIIOHEHTAMHU CTaJIH:

—  GLFW - 6i6mioreka s ctBopeHHs OpenGL-KOHTEKCTY;

—  Glad - OpenGL loader;

—  GLM — BucoxonpoaykTuBHa 010J110Teka MAaTEMAaTUYHUX OIEpaIlii, 10
BKJIIOYA€ BEKTOPHY aJIre0py, MaTpulll, KBATEPHIOHH, a TAKOX JOMOMIXKHI (DYHKIIT
JUTsl TeOMETpii Ta TpaHchopmarliii;

—  STB — 6i6mioTeKa 115 3aBaHTaKCHHS TEKCTYD;

— nlohmann/json — 6idmioreka mist podotr 3 JSON-dainamu.

Kondiryparis miakrodeHHs BKIOYaia J01aBaHHS BIAMOBIIHUX IUISIXIB 0
3aroJIoBOYHUX (ailyiiB Ta O10M10TEK y HaANAIITYBAaHHAX NPOEKTY. Y po3auii
C/C++ ==> General ==> Additional Include Directories (pucyHok 3.4) BKazaHO
UISX:

$(SolutionDir)Libraries\include

[Ilo 3abe3neuye OCTYI A0 BCIX 30BHIIMIHIX 3aroJIOBOYHMX (halIiB i Yac

KOMIILIALT.



OtakuMangaku Property Pages

Configuration:

All Configurations -

4 Configuration Properties
General
Advanced
vepkg
Debugging
VC++ Directories
b C/Ce+
4 Linker
General
Input
Manifest File
Debugging
System
Optimization
Embedded IDL
Windows Metadata
Advanced
All Options
Command Line
Manifest Tool

Browse Information
Build Events
Custom Build Step
Code Analysis

v v v v v W

XML Document Generator

Additional Include Directories
Additional #using Directories
Additional BM| Directories

Additional Module Dependencies
Additional Header Unit Dependencies
Scan Sources for Module Dependencies
Translate Includes to Imports

Debug Information Format

Support Just My Code Debugging
Cemmen Language RunTime Support
Consume Windows Runtime Extension
Suppress Startup Banner

Warning Level

Treat Warnings As Errors

Warning Version

Diagnostics Format

SDL checks

Multi-processor Compilation

Enable Address Sanitizer

Enable Fuzzer Support (Experimental)

Additional Include Directories

Platform:

Specifies one or more directories to add to the include path. Separate with ;' if more than one,

T x

All Platforms ~ Cenfiguration Manager...

${SolutionDir)Libraries\include

No
No
«different options>
<different options>

Yes (/nologo)
Level3 (/W3)
Mo (/WX-)

Column Info (fdiagnostics:column)
Yes (/sdl)

No
No

(/lpath])

CkacyBaTi 3acTocysatit

Pucynox 3.4 — IliaxaroueHHs 30BHIIIHIX 3ar0JIOBOYHUX (haiisiiB
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B po3aini Linker ==> Input cnincok 616miotek (glfw3.lib) nogaetses no Link

Library Dependencies, 1110 103B0JIsI€ 310paT BUKOHYBaHUN (ailsl 13 BAKOPUCTAHHIM

cratnyHuX KommoHeHTiB GLFW ( pucyHok 3.5).

OtakuMangaku Property Pages

Lonfiguration:  All Configurations

~ | Platform:

All Platforms ~

? X

Configuration Manager...

S(0utDin S(TargethName) S(TargetExt)
Mot Set

<different options>
S(IntDir)8(TargetMame).illc
Yes (/NOLOGO)

No

No

No
${SolutionDir)Libraries\lib
Yes

Mo

4 Configuration Properties Output File
General Show Progress
Advanced Version
vepkg . Enable Incremental Linking
Debugging Incremental Link Database File
VC’++ D= Suppress Startup Banner
Y C..aC++ Ignore Import Library
4 Linker .
= Register Qutput
Per-user Redirection
Input " ) N
Manifest File Additional Library Directories
Debugging Link Library Dependencies
System Use Library Dependency Inputs
Optimization Link Status
Embedded DL Prevent DIl Binding
Windows Metadata Treat Linker Warning As Errors
Advanced Force File Output
All Options Create Hot Patchable Image
Command Line Specify Section Attributes
B Manifest Tool
I XML Document Generator
I Browse Information
I- Build Events
P Custern Build Step
I Code Analysis
Qutput File
The /OUT option overrides the default name and location of the program that the linker creates.

Cracysati 3acTocyBati

Pucynox 3.5 — IliakaroueHHs 30BHINIHBOI CTATUYHOT 010T10TeKH
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Takum uymnoMm, cepemosumie Visual Studio 2022 103BOAMIO THYYKO
peamizyBaTd MIATPUMKY 30BHIIIHIX 3aJIGKHOCTEH depe3 IEHTpaTi30BaHe
HiIKIIIOYEHHS AUPEeKTOpiid. Lle 3HauHO CIpOCTUIIO CTPYKTYPY MPOEKTY, 3MEHIIIHIIO
KUTBKICTh PYYHOTO IyOJIOBaHHS IUISAXY A0 (aililiB Ta MOJETIIIO IMepeHeceHHs

MIPOEKTY Ha 1HII MAaIIMHH.

3.3 Po3poOka nporpaMHMX MOJYJIiB peJaKTOpa

Ha pucynky 3.6 mpeacraBieno UML-giarpamy kiaciB, IO peati3yrOTh
00’€KTHO-OPIEHTOBAHY apxiTekTypy 3D-penaktopa. Ycs cucrema modyoBaHa Ha
YiTKIM 1epapxii aOcTpakiiiii, Je KOXKEH pIBEHb IHKAIICYJIIOE BIAMOBIIHY TPYIY
0o00B’s13KiB: ympaBiiHHS pecypcamu GPU, o0poOky reometpii, Bizyasizallilo,

MaHIMYJIAIII0 MOJICTIIMH Ta OPraHi3aIliio CIICHH.

Model
+meshPasition: glm::vecd Camera
+meshRotation: glm:vacs
+meshScale: gim:vecd +Position: glm:vecd
+Orientation: gim:vec3.
+Up: glm:ivesd
+camerabalrix: glmamald
+irsiClick: bool
1 1 +width: int
“meshind: Int +height: int
S i +spaed: floal
~cull: int +sensitiity: float
FTEEmeEErEg] +updateMatrix(FOVdeg, noarPlans, farPlans)]
i R ) 1 +Matrix(shader, unitorm)
+Inputs(winciow] AT
+updateMatrix() +getAspiw, ny
SrEr + height, positon)
+ormiPas(] Axis f AT M
+VE: GLuint '
+VA; GLuint
satX: baol
1 | ety bool !
Texiure Mesh -setZ: boal
+ID: GLuint ‘ertices: sid:vector=Verlexx IR Bl - |
+type: const char® +indices: sid:vector<GLuint= +XYZ{) ! | Manipulation
wunit: GLuint +lextures: sidivector=Texlure> 1 1 it 1 1 +mod: glmimald
- - { =texUnitishader, uniform, unity +mergeDistance; floal +setXYZ{shader, model, camera) V1| +wrans: gimematd
+Bind(} +VAQ: VAQ ' | +rot: gim::matd
~Unbind(} +Mgshivertices, Indices, texIures) 1| seear plmemand
~Deletai) +Draw(shader, camera, malrix, ranslation, rofafian, scals) |~~~ = 77" =TT - -oomooosososooo-o--ooooooooooo | | +mesnPositcn: gim:vecs
~Tewura(imaga, texType, sior) ' . ! | +meshRotation: gim:veca
77777777777777777777777777777777777777777777 +mashScale: gim:ec3
+movaStep: float
i nputs(window]

D . sn\z +Draw(shader, camera}
+ID: GLuint | . ~+ID; GLuint |
<VAGD ' VoL o] +Adivate() e o o oo e . 1
+Bind() I ' Delete])
+Unbind{} | B +Shader(verlexFile, IragmentFile)
+Delete) I ' ~compileErmors(shader. type}
~LinkAllrib(BO, layout, numGampanents, lype, stride, offset) . .

VBO
+ID: GLuint i
EED) ' ' ~VBO{verticas)

+D: Gluint i - - - Sl LBind()

+EBO(indices: S10:vaCor<GLUINT-&) ! ~Unbindj)

+Bindj —=TTTITTT ~Deletel)

+Unbind(}

+Deletej

Pucynok 3.6 — UML-niarpama ocHOBHUX KiaciB 1 3B's13kiB 3D-penakTopa
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Ha wHmwxHbOMy piBHI 3HaxonaTbcs Kiacu oOroptku Hax OpenGL-
pecypcamu: VBO, EBO, VAO ta Texture. KoxkeH 3 HUX 1HKAICYJIIO€ 11eHTH(IKaTOp
GPU o06’exkta (GLuint ID) 1 6a3oBuii HaOip metoniB anst mpuB’sizku (Bind()),
BinB si3ku (Unbind()), Ta Bumanenus (Delete()). Lle peamizye marepn RAII, mo
rapaHTy€e KOHTPOJb HaJl JKUTTEBUM ITUKIOM 00’€KTiB 0€3 3amydeHHs 30BHIITHHOTO
procedural-komy [13]-[16]. Knac Shader okpemo kommimoe Ta sinkye GLSL-
IporpamMu, HaJlar0uy BUCOKOPIBHEBUH iHTepdeiic akTuBalii (Activate()) Ta 00poOku
MTOMWJIOK KOMITUIAIII.

Hactynuuii piBeHb mnpenctaBieHuid kimacom Mesh, skuii BucTymae
reomeTpuyHuM KoHTeHHepoM. O6’ekT Mesh 30epirae MmacuBu BepiiuH (vertices),
iHaekciB (indices) 1 Tekcryp (textures). Ilinm yac inimiamizamii BiH aBTOMAaTUYHO
cTBOoproe mnoB’s3anuit VAO 1 npuB’sizye atpubytu no Oydepa. Merog Draw()
1HKAICYJII0€ TOBHY MPONEAYPY BHUBEACHHS 00’€KTa — BiJ akTUBaIlli mieiaepa 1
nepenadi yHidopm, no BUKIMKY glDrawElements, BpaxoByroun TpaHchopmarlii
(translation, rotation, scale) 1 kamepy.

Kinac Model Bukonye po:is sapa 3D-penakropa, HO€IHYIOYN 3aBaHTAXKEHHS,
30epiranHsi, TpaHcpopmailito i peHJAESPUHT reoMeTpli, METOU KJIacy HaBENIEH1 Y

tabmm 3.1.

Ta6muns 3.1 — Meroau kiacy Model

Meron [TapameTpu Onuc dyHkii

Model::Model() std::string file KoncTpykTop.

Files() 3aBanTtaxye glTF-daiin,
const std::string& path napcutb JSON,
BUKJIMKae traverseNode()

Draw() BuBoauTh yci meri,
Camera& camera IpUB’A3YIOUU KaMepy Ta
MaTpuIl Tpanchopmarrii.

updateMatrix() OHOBITIOE MOJICTTEHY
MaTPHITIO aKTHBHOTO
00’exTa (TpaHCIALis,
poTaitis, Macmrad)

GLFWwindow* window

origin() 30epirae MmoyaTKoBI
transforms Mesh.




[Tponosxxenns Tabnwi 3.1
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MeTton

[TapameTpu

Onuc GyHKIii

crntPos()

BcranoBnioe moTouHi
no3uIlii/poTarii/mMacmrad
AKTHBHOTO Me€IIAa 3
allPos/allRot/allSca

Inputs()

GLFWwindow* window,
glm::vec3& lightPos

O6pobka kiIaBimI
KOpHCTyBaya

keyUnCheck()

Ckupae BHYTpIIIHI
¢dnaru BBOnY (setR, setG,
setQQ To1o)

loadMesh()

unsigned int indMesh

3aBaHTaXye MeIl 3a
1HAeKcoM 3 JSON,
napcuTh BepmnHy, UV,
HOpMaJli, TEKCTypHU

traverseNode()

unsigned int nodelndex,
glm::mat4 matrix

PexypcuBHO 00XOAUTH
BY3JIU CIICHU, UYUTAE
TpaHcdopmailii, 1o1a€e
Mesh

getFloats()

Json accessor

[ToBeprae macuB uucen

float 3 6ydepa mo JSON-
accessor

Meton

[Tapamerpu

Onuc pynkmii

getindices()

json accessor

IToBeprae iHAEKCH
BepivH (GLuint) 3
Oydepa

getTextures() 3aBaHTaXy€e TEKCTYpH 3a
- nuaxamu y glTF,
YHUKAIOUH TyOJTFOBAaHHS
screenTones() [ToBepTae moTouHUMH

screenTone sIK TEKCTypyY

assembleVertices(

)

std::vector<vec3>,
std::vector<vec3>,
std::vector<vec2>

getData()

3aBaHTaxye OailTu 3
bin-daiiny,
npuB’si3anoro jo glTF

groupFloatsVVec2(

)

std::vector<float> floatVVec

[TepetBoproe float-macus
y std::vector<vec2>
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[Iponosxennsa Tabmaui 3.1

Meron [TapameTpu Onuc GyHKIii

groupFloatsVec3() [TeperBoproe float-macus

. <: :>
std::vector<float> floatVVec y std::vector<vec3>

groupFloatsVec4() [TeperBopioe float-macus

.- < >
std::vector<float> floatVec y std::vector<vecd>

[Ticns imimiamizamii metomom Files(const std::string& file) kmacy mapcunr
glTF-omucy ta ynranus OiHapHHX OydepiB dyepe3 mpuBatHy ¢yHKHif0 getData().
Hami meton kiacy Model traverseNode() mocimitoBHO 00X0UTh CTPYKTYPHHMIA Ipad)
CLIEHHU, i1 KOXXHOTO BYy3Jla BIJTBOPIOIOYM JIOKaJdbHI TpaHchopmalii Ta
Hakonuuyroun ix y matpuiro matNextNode. Komu By3on Mmictuth arpubyT mesh,
BukiMkaeTecsi loadMesh(), mo ¢opmye 06’exkt Mesh 13 BepiiuH, 1HIEKCIB 1
MOB’3aHUX TEKCTYyp Ta J0Ja€ Horo 10 BekTopy meshes. OmpHOYACHO BUXIAHI
TpaHchopMmallii 3amucCyrOThCS Yy TMapajielibHi KOHTeWHepu translationsMeshes,
rotationsMeshes, scalesMeshes, a moBHa MoienpHa MaTpuilsd — y matricesMeshes
(bparmeHT KOOy HABEACHO HA PCYHKY 3.7), IO COPOILYE MOJATBIIUNA JAOCTYIl 3a

iHnexcoM meshind.

for ( i =8; i < meshes.size(); i++)
{
std::cout << "Index < i << std::endl;
std::cout << "Rotation size:"™ << allRot.size() =< std::endl;

glm: } eulerAngles = glm: :degrees(glm: :eulerAngles(rotationsMeshes[i]))

allRet[i] = glm::degrees(eulerAngles);
allRot[i] = glm::radians(allRot[i]);
allPos[i] = translationsMeshes[i];
allScal[i] = scalesMeshes[i];

std::cout =< "Original rotation:" << allRet[i].x << ", " << allRot[i]l.y << ", " << allRot[i].z << std::endl;

el: :Draw(sh:

i=0; i < meshes.size(); i++)

meshes[i] .Mesh: :Dr . matricesMesh
gluniformlf a der.ID, "outl
gluniformlf(glG ifor ati ader.ID, "ScrTSize"), ScriSize);

Pucynok 3.7 — ®parment xoay dynkirii origin() i Draw() knacy Model mis

30epexeHHs TpaHCcPopMalliii
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JInig 1HTepaKTUBHUX MaHIMYJALIA peJakTop 30epirae MoTOYHI KOOPAUHATH
aKTHUBHOTO 00’ekTa y mmossix meshPosition, meshRotation, meshScale. Koxna 3mina
IIUX 3HAYCHP 1HIMII0E BUKINK updateMatrix(), y sKoMy OOUYHCITIOETHCS OHOBJICHA
Matpuist matricesMeshes[meshind] nuissxom kKoMOIHYBaHHS MMOYaTKOBHX JaHUX 3
HOBUMU TPAHCIAIISAMH, 0O0epTaHHSAMHU Ta MaciTaboMm. Taka cxema yMOMKJIUBIIIOE
He3aJIe)KHE pe/laryBaHHA OKPEMOi T€OMETPUYHOI CYTHOCTI 0€3 BTpaTH 3B’S3KY 3
MOYATKOBOIO 1€PAPXI€I0 CIIECHHU.

[Tin gac xaapy penHnepunry myOmiunuii metonq Draw(Shader& shader,
Camera& camera) iTepye BekTop meshes, monepeqHp0 akTHUBYBaBIIM MEPEAAHUIMA
nieiiiep Ta BCTAHOBUBIIM YHI1(POpMHU OrjsiioBoi MaTpuill (camMatrix), mapamerpu
KOHTYpHO1 00BosikH (outline) 1 maciTad ckpinToHa (ScrTSize). [lani koxkeH 00’ €KT
Mesh Buknukae Bnacuuii Mesh::Draw(), 10 3aBepury€eThcsi anapaTHUM BUKIUKOM
glDrawElements. Takum 4rHOM, JIOT1Ka BIAOOPaKEHHS MOBHICTIO 1HKANCYJIhOBaHA
B ME€Kax Kjacy, a 30BHIIIHIA KOJI onepye eqnHUM BUKIMKOM Model::Draw().

Knac peanizye xkomno3uniiauii natepa: Model Bonosie mHo)uHOIO Mesh,
AKi, y CBOIO uepry, akymymowoTh Texture, VAO, VBO Tta EBO. Iloniona
BKJIAJICHICTh 3a0e3meuye aBToMatu3oBaHe BuBUibHeHHS GPU-pecypciB y
JECTPYKTOpaxX HIKYMX PIBHIB 0€3 JIOJATKOBOrO KOy YIIPABIIHHS I1aM’ STTIO.
B3aemonis 3 kopuctyBadeM peanizyerbcsi B Metoal Inputs(GLFWwindow™
window), nae o0O0poOysitoThCA ToAil KiaBiaTypu W wmumii: pexumu R/G/Q
MepeMUKaIOTh OOepTaHHs, MepeMillleHHs Ta MaciuTaOyBaHHs; kiaBinn X/Y/Z
KOHKPETHU3YIOTh BHOIp OCl; KOMOIHAIi Ta peryyolTh NapamMeTpH Bi3zyaiizalli,
BKJIFOYAIOYU MACIITa0d CKPIHTOHA U TOBHIMHY KOHTYpY. JlokanbHi OyneBi mpamopiil
setX, setY, setZ (ikcyroTh aKTHUBHY BiCh, 3a0e3meuytoun 0€3KOH(IIKTHY poOOoTy
MaHIMyJIATOPIB HABITh 3a MIBUAKOI 3MiHU peskumiB [17]-[19].

Knac Camera peanizye GyHKIIT TO3ULIIOHYBaHHS TOUKH OTJISITY y clieHl. Bin
30epirae IMo3ullilo, OPIEHTAIliI0, HANPSIMOK Bropy Ta oOYHCIIIOE view-projection
MaTpuIio 3a gonomororo updateMatrix(). CnagkyBaHHS B CHUCTEM1 HeE

3aCTOCOBY€ThCs, npoTe Camera mpsiMO TEpPeNaeThbCsl 10 IHIIMX KOMITIOHEHTIB
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(manpuxman, Shader, Mesh, Model) gepe3 mapamerpu mMeTONiB — II€ BKa3ye Ha
BUKOPHUCTAHHS arperaiii: kamepa JOT14HO MOB’s3aHa, ajieé He € YACTHHOIO0 00’ €KTIB
CIICHH.

Jlomomikauii kimac Axis peanizye mnoOymoBy opientupiB X/Y/Z nns
MaHinyJsamnii. Bin onepye BHyTpimHiMu (uiaramu setX, setY, setZ, moOymaoBoro
oydepa lineXYZ 1 BuBosOM JiHIM 3a gomomororo axisActive() ta setXYZ(). [Ipu
IFOMY TO3UIIISI Ocel 0a3yeThCsl HA KOOpAMHATaX akTUBHOTo 00’ekta Model, mio
BKa3y€e Ha BUKOPHUCTaHHS 0€3 TTOBHOTO BOJIOIiHHS.

Oxpemuii k1ac Manipulation — 11e ToHKa 0OTOpTKa HaJA TpaHC(HOPMALISIMH.
Bin micTUTh BiacHI Marpuul trans, rot, sca 1 KOOpAMHATH TpaHchopMallli,
nyomoroun ¢GyHKIioHaneHICT Model, ane B i3ompoBaHOMy cepenoBumi. Lle
JIO3BOJISIE PEANII30BYBATU g1ZmMO-HAOIp [JIsl IHTEPAKTHUBHOI 3MIHU TMO3UINT Ta
opieHTallli 06’ekTa 0€3 BIUIMBY Ha BHYTPIIIHIO MATPUIIIO MOJIEIII.

Takum uYmHOM, apxiTekTypa OyAyeThCS HABKOJIO arperamiiHux Ta
KOMITO3UIIIMHUX 3B’SI3KIB, /1€ HU3bKOPIBHEBI KJACH HAJAIOTh (PYHKI1OHAIBHICTh
yepes myosiuHi iHTepdeticu, cepenniit pisenb (Mesh, Model, Camera) BianoBizae
3a JIOTIKY CIIeHW, a BepxHid (Axis, Manipulation, Main) — 3a B3aemoaito 3
KOPUCTYBa4eM Ta YIpaBIiHHA Bi3yaiizali€ro. BiacyTHICTh TriamboOKoi iepapxii
CHaJKyBaHHA POOUTH CHCTEMY THYYKOI JO PO3MIMPEHHS 0€3 HEeoOX1THOCTI

yHidikaii 6azoBux tumis [20]-[22].
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4 EKCIINIYATALIA, TECTYBAHHA TA EKCHEPUMEHTAJIBHE
JOCJ/IIIZKEHHA ITPOT'PAMUA

4.1 3araJbHi MOJI0KEeHHSA

HaBeneno ornsin Ha ekciulyartailiiiHe TECTyBaHHSI Ta €KCIIEpUMEHTAaJIbHE
JOCITIJIKEHHS IPOrPaMHOr0 3a0€3MeUeHHS TUIIJIOMHOTO MPOEKTY. 3a3HAaUCHU eTar
3aBEpIIy€e CTAPTOBHM JKUTTEBUM IHMKJI MPOTPAMHOTO MPOAYKTY il Mae Ha MeTi
00’€KTUBHO OLIHUTH HOT0 TEXHIYHY CIPOMOXKHICTH BUKOHYBATH 3asBICHUN Yy
nigpo3aii 1.6 GyHkmionar.

Excrutyarariiiine TecTyBaHHS y JTaHOMY KOHTEKCTI TPAKTYEThCS 5K
nepeBipka cTablIbHOCTI, HaIIMHOCTI Ta BIIMOBOCTIMKOCTI CUCTEMH B CEPEIOBHIII,
[0 MOJENIoE poboui cIleHapli KIHIIEBOTO KopucTyBaua. BoHo mnependauae
JIOBIOTPUBAJIE CIIOCTEPEKEHHS 3a POOOTOI0 MPOrpaMy MPU BUKOHAHHI KIIFOUOBHX
omepaiiid (3aBantaxeHHs 3D-moxenei, 3MiHa po3MIpy CKPIHTOHY) Ta (iKcalliro
peakIlii Ha HecTaHAapTHI CUTYyallli, 30KpeMa MiKOBI HABAHTAXKEHHS a00 BIJICYTHICTh
30BHIIIIHIX PECYPCIB.

ExcriepuMeHTansHe JOCHITKEHHS JOTIOBHIOE TECTYBaHHS EMITIpUIHOIO
MePEeBIPKOIO MPOYKTUBHOCTI: BUkopuctanHs pecypcis LIII/T'TI, o6csr onepaTuBHOT
nam’siTi Ta MOBEMIHKA 1]l Yac 3MIHU PO3AUIBHOI 3JaTHOCTI YU TEPEMHUKAHHS Y
MOBHOEKpaHHUN pexuM. Taki BUMIPIOBaHHS JalOTh 3MOTY KUIBKICHO OLIIHUTHU
MpaBebHICTh POOOTH pEali30BAaHUX AJITOPUTMIB PEHACPUHTY U BU3HAYUTHU
MOTEHI1IH1 «BY3bK1 MICIS» peajizallii IEeBHUX KOMIIOHETIB CUCTEMH.

BaxnnBoio 0coONMBICTIO JOCIHII)KYBAHOTO 3aCTOCYHKY € HOTO 3JaTHICTh
mpaioBatd 0e€3 CTOPOHHIX JUHAMIYHUX O010mioTek. 3aBASKA CTAaTUYHOMY
JiHKyBaHHIO 3anexxHocted GLFW mis 3anmycky noctaTHbO 0a30BOi MIATPUMKH
OpenGL Ha minpoBiit cuctemi. Lle cnpornye po3ropTaHHs Ta J03BOJSE OLIHUTH
mpare3 aTHICTh Y MIHIMaJIbHOMY CEpPEJOBHIN, BKIIOYHO 3 BIpTyaIbHHUMH

MalllMHaMu, Ha sSkuX BiACcyTHI SDK abo iHCTpyMeHTH pO3pOOKH.
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OTpuMaHi pe3ynbTaTd CAYTryBaTUMYTh MIATPYHTSAM IS TOAAJIBIIOT OI[IHKA
IPUIATHOCTI TPOTPAMHOTO 3a0e3MeyYeHHs [0 PO3rOpTaHHsS Ha CTOPOHHIX

maTdopMax.

4.2 IlinroTroBKa 10 TECTYBAHHS

3 ypaxyBaHHSM METOJOJIOTIYHHX 3acag Oyno chOpMOBAaHO TECTOBE
CEpellOBHUIIE, IO MO03BOJSE 3MIMCHUTH TMPAKTUYHY MEPEBIPKY Mpane3aTHOCTI
pOrpaMHOro 3a0e3nedYeHHs 32 YMOB OOMEKEHOI CUCTEMHOI MIATPUMKH. Y SIKOCTI
m1aTpopMHU MEPEBIPKH OOpaHO BIPTyallbHYy MalIMHy VMWAare 3 THUIIOBOIO
KOH(ITypalli€ro KIHIIEBOIO KOPUCTyBaya, Jie BICYTHI 3acobu po3pobku, SDK Tta
NONEePETHbO BCTAHOBJIEH1 30BHIIIHI 010J110TEKH.

[lepen posropTaHHsM 3acCTOCYHKY Oyino c(GOpPMOBAHO KOMIAKTHY
JTUpEKTOpit0 TUcTpuOyTHBa y KOoH(piryparii Release (Pucynok 4.1), mo BkiItouae
BUuKOHyBaHuil (aitn OtakuMangaku.exe Ta MOBHY CTpPyKTypy Kartajory Asset.
Karanory micTuth yci HeoOxiiH1 pecypcu — ciieHu y popmati gl TF, BignoBiaHi .bin-
daiinu, Texctypu y popmarax PNG, JPEG, a Takox rpadiuHi eIeMEHTH CKPIHTOHIB,
0 BUKOPUCTOBYIOTHCS Y Bi3yamizamii. YcCl 30BHIIIHI 3aJIeKHOCTi, 30KpeMa
6i6mioreka GLFW, Oynu BrimodeHni no ckimany OiHapHoro ¢aiiny Ha eTarmi

KOMMUISAIIT 32 JOTIOMOT'00 CTATUYHOTO JIIHKYBaHHS.

aku\x64\Rele X +

Tl coprysanna = nMopaHHa ~

@ PC > Data > P > OtakuMangsku > x64 > Release

Ina's Jlata 3miHeHHA Tan Pozmip

- 26.05.2025 Manka daitnis
takuMangaku.exe

E OtakuMangaku.pdb

Pucynok 4.1 — Po6ouya manka nporpammu OtakuMangaku
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[1in yac mepeHeceHHs 3aCTOCYHKY Ha LIJIbOBY CHCTEMY HE IMependadanoch
BCTAHOBJICHHSI JKOJHOTO JOIOMDKHOTO TIPOTPAMHOTO 3a0e3MeueHHs. 3aImycK
MpoTrpaMHu 31MCHIOEThCS 0€3 THCTANAIIT, IIJITX0M 3aIlyCKy BUKOHYBAHOTO (ailiy y
CKOMIOBAHOMY CEpeZOBHINI. TakuM YHWHOM, TECTyBaHHS (POKycyBajiocs Ha
nepeBipili TOTOBHOCTI JI0 €KCIUTyartailii 3a yMOBH HasiBHOCTI 06a3zoBoro OpenGL-

JpaiiBepa, IHNTETpOBaHOrO JI0 ckiaay rpadiunoi miacucremMu Windows.

4.3 Po3ropraHHs Ta 3amycK Ha HiJbOBiii cucTemi

[lepen 3amyckom OyJ10 BAKOHAHO MEPEHECEHHS BMICTY PENI3HOT TUPEKTOPII,
chOopMOBaHOI Ha eTari KOMITUJIALII, Ha I[UIbOBY BIPTyalibHYy MAIlIMHY PUCYHOK 4.2.
KomnitoBaHHS 311ICHIOBATIOCH 3a IONIOMOTOIO 3arajJbHOTO MEPEKEBOTO pecypey Oe3
1HCTaIsITOpa a00 IHCTPYMEHTIB MAaKeTHOro po3roptanHs. [licis nepeHecenHs: Oyio
MEpPeBIPEHO  IUNICHICTh  CTPYKTYpPHU: TMPUCYTHICTh BUKOHYBAaHOTro  (ailry
OtakuMangaku.exe a Tako) HasBHICTh YCiX MiJKATaJOTIB 3 pecypcaMu y Tarili

Asset, BKIIIOUHO 3 TEKCTYpaMu, CIIEHaMU 1 JIOMOMIXHUMU (haiiaMu.

> PC > Data > P > OtakuMangaku > x64

Cpeacrsa noweka

Bia Nonce.
weka 5 "SysWOWEA"
% opencldil

C:\Windows\SysWOWs4 Pasmep: 230KB

“ opengl32.dil
2 cawindowsisyswowst Paswep: 900 Kb

OpenWith.exe
C:\Windows\SysWOWs4 Pazwep: 104 Kb

[l Openfiles.exe

CAWindows\SysWOWeE4 Pasuiep: 590 KB

>

Asset
[&] OtakuMangaku exe
] OtakuMangaku.pdb

507
B O & d) NG i

Pucynok 4.2 — Bmict aupextopii 3 mporpamoro OtakuMangaku Ha BipTyasbHiii

MAIITUHI TICIIsI KOTIIOBaHHS PeJi3HOl 301pKu
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[Ticas mepeBipku CTPYKTypH OyJO 3AIHCHEHO 3alyCK MpOrpaMu ILISXOM
OpsSMOT0 BUKJIMKY BUKOHYBaHOTO (ailry pucynok 4.3. IIporpama iHimitoBanach
KOPEKTHO: OyJi0 BIAKPUTO rpadiuHe BIKHO 3 OUIKYBAHMM PO3MIPOM, YCIHIIIHO
3aBaHTa)XEHO MeENI CITKM 3a 3aMOBYYBAaHHSIM, 3aCTOCOBAHO 0a30BYy CHCTEMY
OCBITJICHHS Ta TeKCTypyBaHHs. CHUTHaiIiB Npo MOMUIKM iHIHiami3amii ado

MOB1IOMJICHB TIPO BiJICYTHICTh JUHAMIYHUX KOMIIOHEHTIB HE 3a()iKCOBaHO.

> PC > Data » P > OtakuMangaku > x64 >

In10_MAIN - VIV

518
B AR ) N o

Pucynok 4.3 — Pesynbrar 3anycky nporpamu OtakuMangaku Ha BipTyanbH1H

MAaIlnHI

[1ix yac 3amycKy Tako NEPEBIPEHO PEAKI[II0 MPOrpaMH Ha MOTEHLIHI 3001,
30KpeMa Ha CHUMYJSIII0 CIEHAapiiB — TaKuX SK 3MiHA PO3AUIBHOI 3JaTHOCTI,
MEPEKITIOYEHHS 10 TIOBHOCKPAHHOTO PEXUMY, BIICYTHICTH OKPEMHUX TEKCTYp abo
YacTKOBE MOPYIIEHHS IITICHOCTI pecypciB. [Ipu HaBMHUCHOMY mopylieHH1 QatiB y
BIIMOBIb CHCTEMa KOPEKTHO BHBEJA IIOBIAOMIICHHS TIIPO HEMOJXKJIIMBICTH

3aBaHTaXeHHs, 0€3 aBapiiHOTO 3aBeplleHHs npoiiecy. Lle cBiauuTh Npo KOpEeKTHE
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BIMpAIlOBaHHs 0a30BUX MEXaHI3MIB OOpOOKH BUKIIIOUHUX CUTYallll y BHYTPILIHIN
JIOTiIl 3aBaHTaXKyBaya pecypciB.

3amyck BBa)KA€ThCsl YCHIIIHUM Ha MIJCTaBl TaKUX KPUTEPIiB: BIJICYTHICTb
KPUTHUYHUX TIOMUJIOK Ha €Talll iHiliami3amii, HasBHICTb 300pa)KeHHS BiKHa 3
OUYIKyBaHMM BMICTOM CIICHH, Mpalle3JaTHICTh E€JIEMEHTIB B3aeMOJil (KepyBaHHS
KaMepolo, pearyBaHHs Ha HAaTUCKaHHsS KJaBill). 3arajbHa MOBEIIHKA CHUCTEMHU
BIJIMIOBIIajia 33JJaHUM OYIKYBAaHHSAM 1 MIATBEpJWIA 1i TOTOBHICTH J0 MOAATBIIOrO

eTany (pyHKI[IOHAJIbHOT'O TECTyBaHHS.

4.4 TlepeBipka (pyHKIIOHAJTBHOCTI

[licns ycmimHOro 3amycky MNporpaMyd B yMOBax LUIbOBOTO CEpeIOBHUIIA
OyJ10 MPOBE/IEHO TECTYBaHHS OCHOBHUX (DYHKITIOHAIbBHUX KOMITOHEHTIB 3aCTOCYHKY
3 aKIIEHTOM Ha IXHIO CTaOUIbHICTh, IHTEPAKTUBHICTh Ta BIATOBIIHICTh 3asBICHUM
MOXJIMBOCTAM. llepeBipka oOxoIuioBana KIIOYOBI CIEHapii B3aeMoOlli, 30KpemMa
3aBaHTakeHHs 3D-mojenelt, 3actocyBaHHs €(EKTIB CKPIHTOHIB, MAHIMYJIAII 3
00’€KTaMHU CIICHU Ta TIEPEMUKAHHSI CIICH.

ITin yac tecryBanHs 3aBaHTaxkeHHs GLTF-mopeneit Oyno BUKOpHUCTaHO
nekinbka BapianTiB ciieH: Cube.gltf, Scene.gltf, Hair.gltf, FigureModel.gltf. Yci
MO/ieJTl OyJIM KOPEKTHO 3aBaHTAXEH1 y IaM SITh 3aCTOCYHKY, a BIAMOBIIHI TEKCTYPH
aBTOMATUYHO 3aCTOCYBAJIUCS JO MEII-CITOK pucyHOK 4.4. JKOOHUX MOMUJIOK Yy
JIOTax 4d BI3yallbHUX apTe(akTiB BUSBICHO HE OyJsi0. Yac 3aBaHTaKEHHS KOXKHOI
CIIEHU CKJIaB MEHIIIE OJHIET CEKYH/IU, 10 BIAMOBIA€ OUIKYBAHHSIM JJIsI JIOKAJIHBHOTO
peHaepepa 0e3 TOTOKOBOro JeKkoAyBaHHS. IIporpama KOpPEKTHO OHOBIIOE
BIIOOpa)KEHHSA CLEHM TICIs KOXHOTO IMIIOPTY Mojenl 0e3 HeoOXiIHOCTI

nepe3amnycky abo CKUAaHHS KOHTEKCTY.
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7 OtakuMangaku - o x

Pucynox 4.4 — Pesynbrar 3aBantaxenuss GLTF-mozenei 13 monepeaHbo

BKJIFOUEHHUX PECYPCIB

Hactynnum eranmom Oyno mnepeBipeHo 3aBaHTaxkeHHs GLTF-monpenei
Oe3nocepeHbo 3 (pailioBoi CUCTEMU KOPUCTYyBaya MIISAXOM BUOOPY MOJEN yepes
BIKHO Jiajiory (pucyHok 4.5). [icis niaTBepikeHHs BUOPAHOTO MUISIXY BIJAMOBITHA
MOJIeIb JMHAMIYHO 3aBaHTaXXyBajacsd y cleHy Oe3 300iB 1 3arpumok. CraH
rpadigHOTO BiKHAa MpPHU I[LOMY aBTOMAaTUYHO OHOBIIOBABCS, a BCI TEKCTYPH

3aCTOCOBYBAJIMCH KOPEKTHO (PUCYHOK 4.6).
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//**xr@ va t:///[xfgtfr/:hf::::: T — | T

e

Pucynox 4.5 — 3aBanraxxennss GLTF-moneni 3a qornoMmoroto BikHa BUOOpY (aiiy

Pucynok 4.6 — Pe3ynbrar 3aBantaxennss GLTF-moaeni

[Tix yac iMnopTy HOBOI MOJIENI B Jiorax He 0yJ0 3ahikcoBaHO MOMMIIOK 200

KOH(JTIKTIB TPY MOBTOPHOMY 3aBaHTaKCHHI.
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OxpemMO MPOTECTOBAHO MOXKJIUBICTh KOH(ITyparii CUEHH IS CTBOPEHHS
¢oHY B CTWJII MAHTH 3 BUKOPUCTAHHSIM CKPIHTOHIB, TEKCTYp (POHY Ta OCBITJICHHSI.
PesynbTaT opMyBaHHS CIIEHU 3 aKTUBHUMH Bi3yallbHUMH €(EKTaMHU MPEICTABICHO

Ha PUCYHKY 4.7.

Pucynok 4.7 — Ilpukian chopMoBaHOi CLieHH 3 (POHOM Y JIJIsl MAHTaKH

Pe3ynbrat (QyHKIIOHAIBHOTO TECTYBaHHS JEMOHCTPYIOTH BiANOBIJIHICTb
peani3oBaHMX KOMIIOHEHTIB TEXHIYHMM BHUMOTraMm, 3asBJIEHUM Yy migpo3aim 1.6.
3acTOCYHOK CTa0lIbHO BHUKOHYE OCHOBHI omeparii 3 3D-crienamu, 3abesrneuye
THYYKICTh y B3a€MOJIl 3 BI3yaJlbHUMHU €JIEMEHTAMH Ta HE BHSBJISE KPUTHUYHUX

BIJIMOB TIPU CTaHIAPTHOMY 200 PO3ITUPEHOMY BUKOPUCTAHHI.

4.5 AHaJIi3 MPOAYKTUBHOCTI

VY Mexax ekcIUTyaTaliifHOro TecTyBaHHS OyJo 31HCHEHO BUMIPIOBAHHS

BUKOPUCTAHHSA CUCTEMHHUX PECYpPCIB TijJ 4aC BHKOHAHHS KIIIOYOBHX OIEpalliu,

MOB’SI3aHMX 13 3aBaHTAXKEHHSIM MOJIENEH, 3MIHOIO CIIEH, 3aCTOCYBAaHHAM Bi3yaJIbHUX
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edekTiB 1 MaHinymsIiel0 00’ ekTamMu B 3D-nipoctopi. JJocnipkeHHs mpoBOIUIOCS 3
BUKOPHUCTAHHAM BOYJOBAaHOTO JUCIIETYEpa 3a7au ornepariiiHoi cucremu Windows,
10 JIO3BOJHJIO BiJICTEKMTH B pPEAJbHOMY Yaci HaBaHTAXCHHS Ha LIEHTPaJIbHUN
porecop, 00CAT 3aiHATOI ONEPaTUBHOI MMaM SITi, a TAKOK aKTUBHICTh IrpadiuHOrOo

ananrepa (pucyHok 4.8).

Mpouecu E‘a 3anycTiT HOBE 3aBJaHHA

15%
Ina'n Mam'aTs
Q Razer AppEngine
Bl Jncnetuep sikon
Eo dir
e Chrome (40)
MCMETHED 3aB4aHb
R oundService

El OtakuMangaku

Pucynox 4.8 — HaBaHnTaxeHHsI Ha PECYpCH CUCTEMH I 4ac poOOTH

OtakuMangaku

Takum umnoM, mpoayktuBHicTh OtakuMangaku BigmoBizae BUMOram 0
JIETKO1 HACTLIBHOI rpadiyHOi yTHIITA 3 (POKYCOM Ha CTUJII30BAHE BIJIOOpayKEHHS
CIEH Yy peXHMI peanbHOro yacy. Husbke BHKOpPUCTaHHS CHUCTEMHHUX DPECYpCIB
JI03BOJISIE€ PO3IIIAJATH MPOrpaMy sIK MpUIATHY AJIsi pO3TOPTaHHS Ha CUCTEMax 31
CKPOMHHMMH  TEXHIYHUMH  XapakTepuUCTUKaMu  0e3  CYTTEBUX  BTpaT

(GYHKI1IOHATLHOCT] YX CTA01IbHOCTI.
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BUCHOBKU

B mummomui#n po0OoTi Oynio peanizoBaHO MPOTPaMHE 3a0€3MMEeUeHHS IS
dbopMyBaHHS CIIEH 13 TPUBHMIPHMX MOJieled y CTWwiI MaHraku. Po3poOka
BUKOHYBaJlaci 3 YypaxyBaHHSM TMOTpe0 KOPHUCTyBauiB, sIKI HE MalOTh
Creliani30BaHuX HaBUYOK y cdepi 3D-rpadiku, Ta Opi€eHTOBaHAa Ha CIPOIIECHE
CTBOPEHHS (POHY JJIS1 MAHT'a-KOMITO3HMIIIH 13 MIHIMAJIBHUM ITOPOTOM BXOXKCHHS.

Y mporeci poOoTH TpoaHaANI30BaHO MOMYJSApHI 1HCTpymMeHTH ansi 3D-
Bi3yamizanii, 30kpema Blender ta Unity, Ta BUSIBIIEHO iX HEIONIKU 3 TOYKU 30pY
MOYaTKOBOI CKJIQJHOCTi, BUCOKUX arapaTHUX BUMOT 1 3aJIEKHOCTI BiJl 30BHIIIHIX
MOAyJB. s ycyHeHHs UX HeModiKiB Oyo cTBopeHo peaaktop OtakuMangaku,
sakuit He moTpedye iHcTamsnii, SDK abo okpemux rpadiuyHuxX pylIiiB, mpaioe Ha
6a31 OpenGL 13 Bukopuctanusim GLFW, GLM 1 ctaTu4HOrO JiHKYBaHHS.

@DyHKI10HAIbHE TECTYBaHHS MIATBEPAWIO CTa0LIIBHICTh POOOTH pEeAaKkTopa:
ycl OCHOBHI omeparlii — 3aBanTaxeHHs: glTF-Mozeneit, 3acTocyBaHHs CKpIHTOHIB,
TpaHcopmailii 00’€KTiIB — BUKOHYIOThCS 0e3 300iB. BizyanbHi edektu
3aCTOCOBYIOTHCS Y peanbHOMY uaci, a BukopuctanHs pecypciB (CPU ta RAM)
3ITMIIAETHCS B MEXKaX, XapaKTEPHUX ISl HEBUMOTJIMBUX 3aCTOCYHKIB.

Takum 4YMHOM, CTBOpEHE TMporpaMHe 3a0e3leyeHHs  BiANOBIAAE
MOCTaBJICHUM 3aBJaHHAM 1 3a0e31euye HeoOX11HY (PyHKITIOHAIBbHICTE. Po3pobicHe
[13 Moke BUKOPUCTOBYBATUCH SIK 0A30BHI IHCTPYMEHT JJIsi IIBUAKOTO CTBOPEHHS
3aHbOro ()OHYy MaHrak 0Oe3 mNOTpeOM B HaJAIITYBaHHI IIEWJEPiB, BUBYEHHI

CKJIaIHOTO 1HTep(eicy, UM creniaaizoBaHuX 3HaHb y 3D-MoienoBaHHI.
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HaronansHmii yHIBepcHTeT «3anopiibka MomTeXHIKay
Kadenpa nporpaMuix sacobis
Jumnnomua xpamidikamiiaa podoTa Garazaspa

PO3POBKA TTPOI'PAMHOTO 3ABE3IIEYEHHA

3D PEJIAKTOPY
Burxonae
cT. rp. KHT-111 Igan GPOBYEHKO
KepisHuk
K.T.H, I0IEHT Cepriii CEP/IHOK

Pucynok A.l — Cnaiig BcTynmy

Mera poboTi

* OO6’exT nocaikeHH — npoliecH cTRopennd 3D-3o0pakens

* [lpeameT nocnimkeHHs — nporpaMHi 3acodbu hopmysanna 3D-CleH Ta MeTOIH
CTIPONIEHOTO PEHSPHHTY JUTA XYIOMHIX 3a71a1,

* Merta poGoTH — CTBOPHTH MPOCTY CHCTEMY, AKa JT03BOIAE CTROPIOBATH OIIIKETHE
thoru 1 manry 3a gonoMorow iMnopry GLTF-moneneil ta ocnosuux 3acodis
KEPYBAHHSA OCBIT/IEHHAM, 4 TAKOMK TEXHIK CKPETYHHTY, 0e3 norpedu rmubokux
3HaHb rpadivHoro MucTenTBa ¥ 3D-MOIETIOBAHHA B KOPHCTYBaYa MPOTrPaMHOTO
sabesnedeHus.

Pucynok A.2 — Cnaiig metu poOoTH
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3aj1aul

*  AHaniz npeaMeTHol o0nacTi Ta ICHYIYHX PillieHE.

* [lpoexTyranus apxitekTypu 3D-penaktopa.

* Pozpobkra GyHKIIOHATEHHX MOIVIE CHCTEMH.

= Peanmizaiist cTHII30BAHOTO PEHISPHHATY Ta IMIIOPTY CIIEH.

* TecTyBanu#, eKCrUTVaTamiiHa meperipka Ta oliHKa cTabHIBHOCTH
poOBOTH TPOrpamMH,

3
Pucynok A.3 — Craiin 3amau
[Mopieuanena xapaxrepucruka Blender ta Unity
Kpirrepisi Blender 30 Ulnity 3T
I T sipensil - | Waomno Geakcarroane
Rinmprre 113 (GPL) {EULA]
TpirEsaeEHE AD-s00e TR Irpesnil pymidi,
PERLEPIED, AHIMAMIN | Eisvanmagi cued, XK
Podoern 3 3D-wonemsasn Tanegit usiks:;
MOETEIRARNE,
————— Jlmnme Ismopt mesencit
aHiMalLia
CrinizonasEii pewiepsiar H:.:':ne. Fy‘;ﬁ.r Mljl*-'l'llﬂilii wepes
mmm m“w . mnnriam who melizepn
HadtsHicTs periep-pymia BM?:J'E N Tak. URF/HORF
Npectorn inmepgetficy Bmcakmit mopir . '

. - | Mayaxi, npeetinmii

MoacmisicTs pmanapesEs Hogarkn, Pythans Tnarime, Unily Asset
mnarime Stare

Omepanifiai cneress wiIUMELi.:.uTHE'UB. Windows, macOs

mimiMaLRL cicTenmi mmorn | 8 TB RaM, GPLU4 .

. I'E VEAM | B RAM, 55E2 CPU
Poasip B HA Emnseo 2 TE §-10TE + mpoeeTn
Chesosii Beonisn CEIAIHi Bimaras IeanTEesars

iEmepdsedic, Benmkn | nuAriHie 1A rEYIRGRO,
EiIbKicTE BoMOiHanii | saiisiae Garate Micis Ha
Enanin B mEcKy
4

Pucynox A.4 — [lopiBHsIIbHA XapakTepuctuka Blender ta Unity



Crpykrypha cxema nporpamu 3D-penakropa

P -
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brnok-cxema zaralbHOTO ATTOpHTMY poboTi AD-pegakTopa

Pucynox A.6 — biok-cxema 3arajipHOT0 anroputMy pobotu 3D-penakropa
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UML-miarpama ocHOBHHX KaciB 1 38'13kiB 3D-penakropa

Pucynox A.8 — OcHoBHI MeToaM peHaepy kiacy Model

7
Pucynok A.7 — UML-giarpamMa ocHOBHUX KTaciB 1 3B's13kiB 3D-pemakTopa
Ocnoeni MeToau peniepy knacy Model
MeTox IMapamerpn Ot drysmmii
getlndices() IMoBepTac iHIEKCI
json accessor BepmH | GLuint) 3
Gyepa
getTextures() FABAHTARYE TERCTYPIL 30
- mrxanm v glTF,
VHIEAKPI VO TIOBAHHA
sereenTones() B TIoRepTas MOTOMHIT
sereenTone K TERCTVPY
assembleVertices() std: svectorvecis,
std:-vector<vecd=,
std:ivector<vec2=>
getData() JasanTamye Gaiim 3
- -bdn"m‘
npue’g3auoro oo giTF
groupFloatsVec2() . . Tepersopioe float-maciue
std:vector=float> foatVec y std::vector<ven2>
groupFloatsVecd() . Meperoproe float-Macis
stdzvector=float= floatVec y sid::vector<vec3>
groupFloatsVeed() . [epetaopioe float-Macis
sti-veetne<tlont> floatVea ¥ std:vector<vecd=
B
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Tecrosuii 3anyck 3D-penakropa Ha BIpTyaabHI MaluHi

Pucynok A.9 — TecroBuii 3ammyck 3D-penakropa Ha BipTyasibHIi MamInHi

BuropncTanns pecypcls cucTesMn ma gac podorn 3D-penakTopa

Mpouecy Ha Raryonate nose Jangaems

10

Pucynox A.10 — Bukopucrtanus pecypciB cucteMu i gac podotu 3D-penakropa
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[lpuknan chopmoranoro ¢ony y 3D-penakropi

11

Pucynoxk A.11 — Ilpuknan chopmoBanoro gony y 3D-penakropi

BucHorkH

[poreaeHO JoCTiTKeHHA npeaMeTHol obmacTti 3D-gizvamizanii, okpecneHo Ga30Bi
HOHATTH TPHBHMIPHUX PEJAKTOPIB TA NPHHIUIKM CTBOPEHHA MAHIA-CTHII30BAHMX CLIEH.
Bu3HaueHO 0CHOBHY CYTh PO3pPOOKH 3acTOCYHKY JUIA reHepalni madra-touie i3 GLTF-
MOJIETTEH.

CrpoekToBaHO apXiTeKTYPY HPOIPAMHOIO 71pa HA OCHOBI HesallesHHUY MOIYIIB
peHIepepa, CHCTEMH PECYpPCIB, MEHEKEPA MOIENEH Ta 0DpoDKH moii.

PeanizoBano MeTol| CTHIIB0BAHOID PEHACPHHTY Y TEXHIL] CKPIHTOHA 3 MIATPHMEOK
IMIIOPTY, Tpchcpopwaun Ta Bizyamizauii TpHBH\ﬂpHH\ Moene. Pospoﬁnemm

Ipor pd‘-'IHHH KOMIUICKC MAE IIPAKTHYHY L[IpﬂMUBdHILIb ..J'.EMUHL"IP}’{ LIdUIJIbH}’ }]UUUI}'
Td FOTOBHH A0 BHROPDHCTAHHA HTHPOEKHM KOJIIOM [‘xﬂ}]HLI}’Bd'—IIB.

Pucynok A.12 — BucHoBku
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b.1 ®aiia main.cpp

#include "Model.h"
#include "Axis.h"

/I Var for the window size
int width = 1600;

/I Var for the window size
int height = 900;

int modelind = 0;
int swap = 0;

bool keyAct = false;
bool mouseAct = false;

/I Auto Scaled Window size

void framebuffer_size callback(GLFWwindow* window, int width, int height)

{
glViewport(0, 0, width, height);
// do any other resizing-related tasks here

¥
void keyCallback(GLFWwindow* window, int key, int scancode, int action, int
mods)
{
if (action == GLFW_PRESS)
{
keyAct = true;
swap = 0;
by
else if (action == GLFW_RELEASE)
{
keyAct = false;
¥
¥

void mouseButtonCallback(GLFWwindow* window, int button, int action, int
mods)
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{
if (action == GLFW_PRESS)
{
mouseAct = true;
swap = 0;
by
else if (action == GLFW_RELEASE)
{
mouseAct = false;
by
}
glm::vec3 lightPos = glm::vec3(1.0f, 10.0f, 7.0f);
int main()
{
/l initialisation of GLFW

I e N
I

glfwinit();

Il set major version of OpenGL for GLFW cuz i am using OpenGL 3.3 right
now

glfwWindowHint(GLFW_CONTEXT_VERSION_MAJOR, 3);

I/ set minor version of OpenGL for GLFW

glfwWindowHint(GLFW_CONTEXT_VERSION_MINOR, 3);

Il set profile of OpenGL, mean core (only modern functions) or modern
function with old

glfwWindowHint(GLFW_OPENGL_PROFILE,
GLFW_OPENGL_CORE_PROFILE);

Il Create Window by data type of GLFW it have 5 parameters: Wight, Hight,
Name, Full or not Screen and last isnt important

GLFWwindow*  window =  glfwCreateWindow(width, height,
"OtakuMangaku", NULL, NULL);

/] set the framebuffer size callback
glfwSetFramebufferSizeCallback(window, framebuffer_size callback);

glfwGetFramebufferSize(window, &width, &height);

glfwSetWindowSize(window, width, height);
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/[ Error  Check  (If something  wrong  with  window)
i
If (window == NULL)
{
I/l msg if something wrong
std::cout << "Faild to creat GLFW window" << std::endl;
/I Terminate before functions end
glfwTerminate();
[/l function return -1
return -1;

/[ this call to GLFW to make the window part of curent context(context is a
object who have all of openGL) /11T

glfwMakeContextCurrent(window);

/I Glad loading configuration of OpenGL

gladLoadGL();

/I Create Shader object using default.vert and defaoult.frag
Shader shaderProgram(*'default.vert", "default.frag");

/I light intens

float lightintens = 0.75f;
/l ambient intens

float ambient = 0.0f;

// shader program Activate
shaderProgram.Activate();

glUniform1f(glGetUniformLocation(shaderProgram.ID, "ambient"),
ambient);

glUniform1f(glGetUniformLocation(shaderProgram.ID, "lightIntens"),
lightIntens);

glUniform3f(glGetUniformLocation(shaderProgram.ID, "lightPos"),

lightPos.x, lightPos.y, lightPos.z);
Shader lineShader("axis.vert", "axis.frag™);
lineShader.Activate();

Shader outlineShader("outline,vert", "outline.frag");



69

/[Create Camera Object
Camera camera(width, height, gim::vec3(-11.0f, 8.0f, 20.0f));

std::string grid = "Asset/Grid/Grid.gltf";
Model model,

model.Files(grid);

AXIS Xyz;
glEnable(GL_DEPTH_TEST);

//Model model("Asset/ClassRoom/scene.gltf");

/l Main While loop
I e N
TN

while ('glfwWindowShouldClose(window))

{

Il Get current Window Size
glfwGetWindowSize(window, &width, &height);

/I Color of Background

glfwSetKeyCallback(window, keyCallback);
glfwSetMouseButtonCallback(window, mouseButtonCallback);

if (keyAct == true || mouseAct == true || model.setX == true ||
model.setY == true || model.setZ == true || model.setQ == true || swap !=2)

{
glDisable(GL_CULL_FACE);

glEnable(GL_CULL_FACE),
glCullFace(GL_FRONT);
glFrontFace(GL_CCW);

/I Clear the Back Buffer and Depth Buffer

glClear(GL_COLOR_BUFFER BIT
GL_DEPTH_BUFFER_BIT);

S Y —
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If (model.setX == true || model.setY == true || model.setZ == true

{

xyz.setXYZ(lineShader, model, camera);

// Handles Camera Inputs
camera.lnputs(window);

// Handles Model Inputs
model.Inputs(window, lightPos);

/ITEST light ROTATE

shaderProgram.Activate();

glUniform3f(glGetUniformLocation(shaderProgram.ID,
"lightPos"), lightPos.x, lightPos.y, lightPos.z);

// model.axisTrans(shaderProgram);

Il Getting Aspect for Mouse Position
camera.getAsp(width, height);
model.getAsp(width, height);

// Update and exports the Camera Matrix to the Vertex Shader
camera.updateMatrix(30.0f, 0.1f, 1000.0f);

// Draw Model

model.Draw(shaderProgram, camera);

outlineShader.Activate();

glUniform1f(glGetUniformLocation(outlineShader.ID,
"outlining"), 1.08f);

glDisable(GL_CULL_FACE);



glEnable(GL_CULL_FACE);
glCullFace(GL_BACK);

model.Draw(outlineShader, camera);

glClearColor(1.0f, 1.0f, 1.0f, 1.0f);

I/l Swap buffer to update image itch frame
glfwSwapBuffers(window);

swap++;

/I Care of all GLFW events
glfwPollEvents();

Il Delete all the objects in the end of the program

shaderProgram.Delete();
lineShader.Delete();
outlineShader.Delete();

Il Delete Window in the end of the program
glfwDestroyWindow(window);

/I Terminate before functions end
glfwTerminate();

return

71

0)

Il end of the function(function
T g e T
i

return O;

}
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B.2 ®aiin Axis.cpp

#include"Axis.h"

void Axis:: XYZ()
{

Il Generate the VAO and VBO with only 1 object each
glGenVertexArrays(l, &VA);
glGenBuffers(1, &VB);

/I Make the VAO the current Vertex Array Object by binding it
glBindVertexArray(VA);

// Bind the VBO specifying it's a GL_ARRAY_BUFFER
glBindBuffer(GL_ARRAY_BUFFER, VB);

/I Introduce the vertices into the VBO
glBufferData(GL_ARRAY_BUFFER, sizeof(lineXYZ2), lineXYZ,
GL_STATIC DRAW);

// Configure the Vertex Attribute so that OpenGL knows how to read the VBO

glVertexAttribPointer(0, 3, GL_FLOAT, GL _FALSE, 3 * sizeof(float),
(void*)0);

// Enable the Vertex Attribute so that OpenGL knows to use it

glEnableVertexAttribArray(0);

// Bind both the VBO and VAO to 0 so that we don't accidentally modify the
VAO and VBO we created

glBindBuffer(GL_ARRAY_BUFFER, 0);

giBindVertexArray(0);

void Axis::axisActive(Shader& shader)

{
shader.Activate();

glLineWidth(1);
glBindVertexArray(VA);
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glDrawArrays(GL_LINES, 0, 2);

}

void Axis::setXYZ(Shader& shader, Model& model, Camera camera)
{

glm::vec3 axisPos = model.meshPosition;

setX = model.setX;
setY = model.setY’;
setZ = model.setZ;

lineXYZ[0] = axisPos.x;
lineXYZ[1] = axisPos.y;
lineXYZ[2] = axisPos.z;
lineXYZ[3] = axisPos.x;
lineXYZ[4] = axisPos.y;
lineXYZ[5] = axisPos.z;

If (setX == true)

{
lineXYZ[2] = lineXYZ[2] + 100000.0f;
lineXYZ[5] = lineXYZ[5] - 100000.0f;
AXxis:: XYZ();
Axis::axisActive(shader);
glUniformMatrix4fv(glGetUniformLocation(shader.ID, "camMatrix"),

1, GL_FALSE, glm::value_ptr(camera.cameraMatrix));

glUniform1f(glGetUniformLocation(shader.1D, "X"), 1.0);
glUniform1f(glGetUniformLocation(shader.1D, "Y™), 0.0);
glUniform1f(glGetUniformLocation(shader.1D, "Z"), 0.0);

¥

else if (setY ==true)

{
lineXYZ[0] = lineXYZ[0] - 100000.0f;
lineXYZ[3] = lineXYZ[3] + 100000.0f;
std::cout << "setY" << std::endl;
AXis:: XYZ();
Axis::axisActive(shader);
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glUniformMatrix4fv(glGetUniformLocation(shader.ID, "camMatrix"),
1, GL_FALSE, glm::value_ptr(camera.cameraMatrix));
glUniform1f(glGetUniformLocation(shader.1D, "X"), 0.0);
glUniform1f(glGetUniformLocation(shader.1D, "Y"), 1.0);
glUniform1f(glGetUniformLocation(shader.1D, "Z"), 0.0);

¥

else if (setZ == true)

{
lineXYZ[1] = lineXYZ[1] - 100000.0f;
lineXYZ[4] = lineXYZ[4] + 100000.0f;
std::cout << "setZ" << std::endl,
AXis:: XY Z();
Axis::axisActive(shader);
glUniformMatrix4fv(glGetUniformLocation(shader.ID, "camMatrix"),

1, GL_FALSE, glm::value_ptr(camera.cameraMatrix));

glUniform1f(glGetUniformLocation(shader.1D, "X"), 0.0);
glUniform1f(glGetUniformLocation(shader.1D, "Y™), 0.0);
glUniform1f(glGetUniformLocation(shader.1D, "Z"), 1.0);

b.3 ®aiia Camera.cpp
#include"Camera.h"

Camera::Camera(int width, int height, glm::vec3 position)

{
Camera::width = width;
Camera::height = height;
Position = position;

¥

void Camera::updateMatrix(float FOVdeg, float nearPlane, float farPlane)

{

/I Initializes matrices since otherwise they will be the NULL Matrix
glm::mat4 view = glm::mat4(1.0f);
glm::mat4 projection = glm::mat4(1.0f);

I/l Makes Camera look in the right direction from the right position
view = glm::lookAt(Position, Position + Orientation, Up);

I/l Adds perspective to the Scene
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projection = glm::perspective(glm::radians(FOVdeg), (float)width / height,

nearPlane, farPlane);

}

Il Set new camera Matrix
cameraMatrix = projection * view;

void Camera::Matrix(Shader& shader, const char* uniform)

{

/I Exports the Camera Matrix to the Vertex Shader
glUniformMatrix4fv(glGetUniformLocation(shader.ID, uniform), 1,

GL_FALSE, glm::value_ptr(cameraMatrix));

}

void Camera::Inputs(GLFWwindow* window)

{

/[ Handles Key Inputs
if (glfwGetKey(window, GLFW_KEY_W) == GLFW_PRESS)

{
¥

iIf (glfwGetKey(window, GLFW_KEY_A) == GLFW_PRESYS)
{

¥

if (glfwGetKey(window, GLFW_KEY_S) == GLFW_PRESS)
{

¥

iIf (glfwGetKey(window, GLFW_KEY_D) == GLFW_PRESS)
{

¥

if (glfwGetKey(window, GLFW_KEY_LEFT_SHIFT) == GLFW_PRESS)
{

¥

else if (glfwGetKey(window, GLFW_KEY_LEFT_SHIFT) ==

Position += speed * Orientation;

Position += speed * -gIm::normalize(glm::cross(Orientation, Up));

Position += speed * -Orientation;

Position += speed * glm::normalize(glm::cross(Orientation, Up));

speed = 0.2f;

GLFW_RELEASE)



76

speed = 0.05f;

// Handles Mouse Inputs
if (glfwGetMouseButton(window, GLFW_MOUSE_BUTTON_MIDDLE)
== GLFW_PRESYS)
{
// Hides Mouse Cursor
glfwSetInputMode(window, GLFW_CURSOR,
GLFW_CURSOR_HIDDEN);

Il Pervents Camera form jumping on the first click
if (firstClick)
{
glfwSetCursorPos(window, (width / 2), (height / 2));

firstClick = false;
}

/] Stores Coordinates of the Cursor
double mouseX;
double mouseY:

/] Fetches the Coordinates of the Cursor
glfwGetCursorPos(window, &mouseX, &mouseY);

/I Normalize and shifts the Coordinates of the Cursor such that they
being in the middle of the screen

/[ and then "Transforms" them into Degrees

float rotX = sensitivity * (float)(mouseY - (height/ 2)) / height;

float rotY = sensitivity * (float)(mouseX - (width / 2)) / width;

/I Calculates upcoming vertical change in the Orientation
glm::vec3 newOrientation = glm::rotate(Orientation, glm::radians(-
rotX), glm::normalize(glm::cross(Orientation, Up)));

// Decides whether or not the next Vertical Orientation is legal or not
if (!(glm::angle(newOrientation, Up) <= glm:radians(5.0f)) or
glm::angle(newQOrientation, -Up) <= glm::radians(5.0f))

{
k

Orientation = newOrientation;
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/I Rotates the orientation left and right
Orientation = glm::rotate(Orientation, glm::radians(-rotY), Up);

/I Sets Mouse Cursor to the middle of the screen so that it dosen't end
up roaming around
glfwSetCursorPos(window, (width / 2), (height / 2));

¥

if (glfwGetMouseButton(window, GLFW_MOUSE_BUTTON_MIDDLE)
== GLFW_RELEASE)
{
//' Unhides Cursor since Camera is not looking around anymore
glfwSetInputMode(window, GLFW_CURSOR,
GLFW_CURSOR_NORMAL);

/I Make sure the next time the Camera looks around it dosen't jump
firstClick = true;

b.4 ®aiia EBO.cpp
#include "EBO.h"

// Constructor that generates a Element Buffer Object and Link it to indices
EBO::EBO(std::vector<GLuint>& indices)

{

Il Generate Buffer for Elements Buffer Object (EBO). First - Count of objects,
Seccound - pointer to reference

glGenBuffers(1, &ID);

/I Binding buffer of Vertex Buffer(VBO). Thats need to explain what we
modifire current object.

Il First one is Command of glBindBuffer(This type of array need for vertex
buffer, and seccound one is Reference.

glBindBuffer(GL_ELEMENT_ARRAY_BUFFER, ID);

I/ Store Vertecies into VBO.

/I We need Type of the DATA in Byts, we use vertices, choice stream type
and choice command (DRAW, READ, COPY)

/[ stream type: Static - Modifier once and use many times. Dynamic - Modifier
multiple times and use many times

/l DRAW mean vertecise will be modifire and use for draw on the screen
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/I READ mean vertecise will reading
/[ COPY mean vertecise will copy
glBufferData(GL_ELEMENT_ARRAY_BUFFER, indices.size 0*
sizeof(GLuint), indices.data(), GL_STATIC_DRAW);
by
// Binds the EBO
void EBO::Bind()

{

}
// Unbinds the EBO

void EBO::Unbind()
{

}
/I Deletes the EBO

void EBO::Delete()
{

}

gIBindBuffer(GL_ELEMENT_ARRAY_BUFFER, ID);

glBindBuffer(GL_ELEMENT_ARRAY_BUFFER, 0);

glDeleteBuffers(1, &ID);

Bb.5 ®aiia Mesh.cpp

# #include "Mesh.h"
#include <map>
Mesh::Mesh(std::vector <Vertex>& vertices, std::vector <GLuint>& indices,
std::vector <Texture>& textures)
{
Mesh::vertices = vertices;
Mesh::indices = indices;
Mesh::textures = textures;

/*
std::vector<GLuint> newlIndices(indices.size());

// 3nUTTS BEpILIMH
for (size_ti =0; i <vertices.size(); i++) {
bool merged = false;
GLuint newlndex = mergedVertices.size(); // Iamekc aynsa HOBOI
BEPIINHU

// TlepeBipka, 4d € CX0Ka BEpIIHHA
for (size_t j = 0; j < mergedVertices.size(); j++) {
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if (glm::distance(vertices[i].position,
mergedVertices[j].position) < mergeDistance) {
newlIndex =j; // BUKOpUCTOBYEMO BKE ICHYIOUY BEPIIUHY
merged = true;
break;

¥

// SIk11o BepmvHa HOBA, TOJAEMO i

if (merged) {
mergedVertices.push_back(vertices[i]);

}

// OHOBJIIOEMO 1HJICKCH
for (size_t k = 0; k < indices.size(); k++) {
if (indices[k] ==1) {
newlndices[k] = newlIndex;
¥

¥

// TlepeBipKa Ha KIJIbKICTh BEPILIWH ISl HOpMaJel
If (mergedVertices.size() < 3) {
std::cerr << "Not enough vertices for calculating normals!" <<
std::endl;

¥

return;

// OHOBIIEHHS 1HJIEKCIB TICIs 0OPOOKH
indices = newIndices;

// OGUYUCIEeHHS] HOpMaJeH Jisi KOKHOTO TPUKYTHHUKA
for (size_ti=0;i<indices.size(); i +=3) {

GLuint idx0 = indices[i];

GLuint idx1 = indices[i + 1];

GLuint idx2 = indices][i + 2];

// TlepeBipKa 1HIEKCIB Ha KOPEKTHICTh
If (idx0 >= mergedVertices.size() || idx1 >= mergedVertices.size() ||
idx2 >= mergedVertices.size()) {
std::cerr << "Index out of range: " << idx0 << ", " << idx1 << ",
" << idx2 << std::endl;
continue;
¥
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// BUTsryBaHHS TPHOX BEPIIUH

glm::vec3 v0O = mergedVertices[idx0].position;
glm::vec3 v1 = mergedVertices[idx1].position;
glm::vec3 v2 = mergedVertices[idx2].position;

// OOuucaeHHS HOpMAaJl I TPUKYTHUKA

glm::vec3 edgel = v1 - vO0;

glm::vec3 edge2 = v2 - v0;

glm::vec3 normal = glm::normalize(glm::cross(edgel, edge2));

// JojaBaHHsl HOpMai IO KOXKHOI 3 TPhOX BEPIIUH TPUKYTHHKA
mergedVertices[idx0].normal += normal,
mergedVertices[idx1].normal += normal,
mergedVertices[idx2].normal += normal,

¥

// Hopmami3atiist HopMase
for (size_ti=0; i < mergedVertices.size(); i++) {
mergedVertices[i].normal =
glm::normalize(mergedVertices[i].normal);

¥

// OHOBIIFOEMO BEPUIMHU Ta 1HAEKCU
vertices = mergedVertices;
indices = newlIndices;

*/

VAO.Bind();

Il Generates Vertex Buffer Object and links it to vertices

VBO VBO(vertices);

/I Generates Element Buffer Object and links it to indices

EBO EBO(indices);

/I Links VBO attributes such as coordinates and colors to VAO

VAO.LinkAttrib(VBO, 0, 3, GL_FLOAT, sizeof(Vertex), (void*)0);

VAO.LinkAttrib(VBO, 1, 3, GL_FLOAT, sizeof(Vertex), (void*)(3 *
sizeof(float)));

VAO.LinkAttrib(VBO, 2, 3, GL _FLOAT, sizeof(Vertex), (void*)(6 *
sizeof(float)));

VAO.LinkAttrib(VBO, 3, 2, GL FLOAT, sizeof(Vertex), (void*)(9 *
sizeof(float)));

// ' Unbind all to prevent accidentally modifying them

VAO.Unbind();



VBO.Unbind();
EBO.Unbind();

void Mesh::Draw

(

——

Shader& shader,
Camera& camera,
glm::mat4 matrix,
glm::vec3 translation,
glm::quat rotation,
glm::vec3 scale

/I Bind shader to be able to access uniforms
shader.Activate();
VAO.Bind();

/I Keep track of how many of each type of textures we have
unsigned int numDiffuse = 0;

unsigned int numSpecular = 0;

unsigned int numScrT = 0;

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

std::string num;

std::string type = textures[i].type;

if (type == "diffuse™)

{ num = std::to_string(numDiffuse++);
glse if (type == "specular")

{ num = std::to_string(numSpecular++);
glse if (type =="ScrT")

i num = std::to_string(numScrT++);;

textures[i].texUnit(shader, (type + num).c_str(), i);
textures[i].Bind();
std::cout << "textureUnit " << i << std::endl;
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¥

/] Take care of the camera Matrix

glUniform3f(glGetUniformLocation(shader.ID, "camPos"),
camera.Position.x, camera.Position.y, camera.Position.z);

camera.Matrix(shader, "camMatrix");

/I Initialize matrices

glm::mat4 trans = glm::mat4(1.0f);
glm::mat4 rot = glm::mat4(1.0f);
glm::mat4 sca = glm::mat4(1.0f);

/I Transform the matrices to their correct form
trans = glm::translate(trans, translation);

rot = glm::mat4_cast(rotation);

sca = glm::scale(sca, scale);

// Push the matrices to the vertex shader

glUniformMatrix4fv(glGetUniformLocation(shader.ID, “translation"), 1,
GL_FALSE, glm::value_ptr(trans));

glUniformMatrix4fv(glGetUniformLocation(shader.ID,  "rotation™), 1,
GL_FALSE, glm::value_ptr(rot));

glUniformMatrix4fv(glGetUniformLocation(shader.1D, "scale"), 1,
GL_FALSE, glm::value_ptr(sca));

glUniformMatrix4fv(glGetUniformLocation(shader.1D, "model"), 1,
GL_FALSE, glm::value_ptr(matrix));

// Draw the actual mesh
glDrawElements(GL_TRIANGLES, indices.size(), GL_UNSIGNED _INT, 0

);



