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Kpanidikamiitna pobora mpencraBisie po3poOKy peaakTopa IMIeHepiB y
peanbHOMY 4aci sikuid BuKkopuctoBye OpenGL 1 Qt Framework.

[leitnep — 1e mporpama OJHOTO 13 CTYIEHIB TpadiyHOTO KOHBEEpa, IO
BUKOPUCTOBYETHCS B TPUBUMIpPHIA rpadiill sl BU3HAYEHHS OCTATOYHHX
napameTpiB 00'ekta 4M 300pakeHHs. BOHM BIANOBIAAIOTH 3a TEHEPALIIO
BI3yaJIbHUX €(EKTIB.

OCHOBHOI0O METOI0O € CTBOPEHHS YHIBEPCAJIbHOTO Ta KOMILJIEKCHOTO
IHCTpYMEHTY I TMporpamMyBaHHs IIeiepiB, KUl He Oyle NpuB’s3aHUN 0
KOHKPETHOTO MPOTPaMHOT0 CEPeIOBHUINA, YCyBalOUM 3HAUYHY MPOOJIEMY 1CHYIOUHX
1HCTPYMEHTIB.

3aCTOCYHOK MIATPUMYE pelaryBaHHs Pi3HUX THUIIIB MICHAEPIB, y TOMY YHUCII
BEPUIMHHUX, (PPAarMEHTHUX 1 T[EOMETPUYHUX MIEHAepiB, 3a0e3rneuyrouu
KOMITJIEKCHE CEepelloBUIIlE pPO3poOKku. A i1HTepdelc KopucTyBada IHTYITHBHO
3pO3YMUIHM 1 TOCTYITHUM.

Cucrema BuKOpUCTOBYE mabnoH mnpoekryBanHs Model-View-Controller
(MVC), mo6 3abe3nedynTH 4iTKE PO3AUICHHS 3aBIaHb, MIiJABUIIYIOUHA 3PYYHICTH
00CITyroByBaHHS Ta MacIITaOOBaHICTh.

3a JIOTMOMOTOI0 TEPETIYeHNX OCOOJMBOCTEH PENAKTOp IICHIEpiB yCyBae
OOMEKEHHS 1ICHYIOUMX THCTPYMEHTIB.

Kimrouoni cnoma: Illetinepu, OpenGL, cirena, BepuidHu, Bi3zyasizallis,

peaKTop MIeiAepiB, y pealbHOMY Yacl.
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Kuzennyi N.S. Development of Real-Time Shader Editor: bachelor's thesis
in specialty 121 "Software Engineering" / Science. manager V.l. Zayats.
Zaporizhzhia: ZNU, 2024. 75 p.

The qualification work presents the development of a real-time shader editor
that uses OpenGL and the Qt Framework.

A shader is a program of one of the stages of the graphics pipeline, used in
3D graphics to determine the final parameters of an object or image. They are
responsible for generating visual effects.

The main goal is to create a universal and comprehensive shader
programming tool that will not be tied to a specific programming environment,
eliminating a significant problem of existing tools.

The application supports the editing of different types of shaders, including
vertex, fragment and geometric shaders, providing a comprehensive development
environment. And the user interface is intuitive and accessible.

The system uses the Model-View-Controller (MVC) design pattern to
provide a clear separation of tasks, increasing maintainability and scalability.

With the help of the listed features, the shader editor eliminates the
limitations of existing tools.

Keywords: Shaders, OpenGL, scene, vertices, rendering, shader editor, real-

time.
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BCTYII

AKTYaJIbHICTh TEMH

CTBOpeHHsI pefakTopa IIeepiB y pealbHOMY Yaci yCyBae MpoOiieMu
ICHYIOUMX pillleHb. barato pemakTopiB aJanToBaHi 10 TMEBHUX MPOTPAMHUX
mwiatdopm, Takux ak Unity abo Godot, o oOMexye iX yHIBEpCaIbHICTh Y PI3HUX
nporpamax Ha ocHOBI OpenGL. Po3polisiroun pepakTop, sIKHid HE 3aJICKUTH BiJ
KOHKPETHOI MPOrpaMHOI €KOCHCTEMH, 3a0€3MeUyeThCs CYMICHICTh 13 HIMPOKUM
cnexktpom nporpam OpenGL, poOnsiun po3poOKy mieiepiB OUTbII JOCTYITHOIO Ta
THYYKOIO.

OpHi€ero 3 KIIOYOBUX IEpeBar pelakTopa € Horo MiATPUMKA pelaryBaHHS
BEPUIMHHUX Ta TIeOMETpUYHUX mmeiaepiB. LI Tunu menaepiB € BaXJIUBUMHU
IHCTpYMEHTaMH JJIsi MAHIMyJIIOBaHHS TE€OMETPI€I0 Ta JOJIaBaHHSA JAUHAMIYHHUX
edeKTIiB /10 Bi3yaJbHUX EJIEMEHTIB, ajJie¢ BOHM YacTO HE IMIUIEMEHTYIOThCS a0o
NOTaHO MIATPUMYIOTBCS B 0OaraTbox ICHYHOUMX penakTopax. CTBOpPIOIOYHU
MOXXJIMBICTh TpAIIOBATA 3 IMMU TUIMAMU MIEHAEPIB, PEAAKTOp A€ 3MOTY
po3poOHUKaM epeKTUBHIIIIE MpaIoBaTH 3 Tpadikoro Ha ocHoBl OpenGL.

KpiMm Toro, 3BOpOTHIN 3B’SI30K 1 Bi3yali3alis B PEeXUMI PEAIbHOTO 4Yacy €
Jy’K€ BAKIIUBOIO Il 4ac PO3pOOKU IIEiIepiB, JO3BOJISIIOUN OauyuTH pe3yJbTaTh
BIIPOBADKCHUX 3MiH. lle mnpuckoproe mpoiec po3poOKHU, HaIar4yu OUIBII
IHTEpaKTHUBHE CEPEOBUIIIE JIJIsi CTBOPEHHS MIEHIEPIB.

[TonuT Ha ckimagHy rpadiky Ta Bi3yaibHi €eKTH B Iporpamax MpOoJIOBKYE
3poctatu [13]. HesanexxHo Big TOro, 4M MAETHCA MPO IrpH, MOJEIIOBAHHS,
HAyKOBY Bi3yasi3alilo 4u 1HOI cdepH, 3JaTHICTb CTBOPIOBATH Ta TOYHO
HAJIAIITOBYBATH IIEHIEPH € BAXKIIUBOIO IS TOCSTHEHHS MPUBAOJIMBUX Bi3yalbHUX
pe3ynbTaTiB. Pegaktop meiepiB 3aJ0BOJIbHUTHh BaXKJIUBY MOTPEOy, MPOMOHYIOUN
HE 3aJeKHMA Bin marGopmu, OaraToPyHKIIOHAIBHHA 3aCTOCYHOK, SIKUH Ja€
3MOTY PO3pOOHUKaM yIOCKOHAJIUTH MPOIeC pOoOOTH 3 MIeHepaMu JJisi CUCTEM Ha

ocaoBi OpenGL.



Meta DocJaiIKeHHs
CTBOpEHHS J0JIaTKy 3a JOTOMOTOI0 SKOTO MOYKHA ITPOBOJAUTH pelaryBaHHs

BEPIIMHHUX, TEOMETPUYHUX Ta (parMEeHTHHUX MICHIEPIB Y peaTbHOMY Yaci.

3aBIaHHS XOCTiIKEHHSA

AHani3 ICHyI0YuX pillleHb peAaryBaHHs Ta CTBOPEHHS IeiiepiB. BuBuenns
apxitektypu OpenGL Ta 0OCHOBHHX MOXKIIMBOCTEH IILOTO TpadiuHOTO iHTEpdEnCcy
npuiagHoro piBHsA. Po3poOka apxiTeKTypu pefakTopa IIeiaepiB, sika JO03BOIUThH
MPOJyKTUBHO BUKOHYBATHU 3aJladyl po3pOO0KH Ta pellaryBaHHs MICHIEpHOTO KOy, a
TaKOX JOCTATHBO THYYKY IS MATPUMKH 3PYYHOTO PO3IMUPEHHS (DYHKIIIOHATY Y

MaliOyTHHOMY.

O0’¢eKT JocaiKeHHs

O06’ekTOM JOCIIJIKEHHS € TMpoiiecc po3podku meiaepiB Ha MoBl GLSL nns

rpagiunoro API OpenGL.

IpeaMer nocaigskeHHsI

[IpeameToM AOCHIKEHHS € BHUBYCHHS MNpUHIUMIB pobdotu 3 OpenGL,
pO3pOOKH CYMICHOTO 3 HHM 3aCTOCYHKY 3 TpadiuHuMm iHTepdeiicom Ta
JOCITIJIKEHHSI MOBU TporpamyBanHs meiaepiB GLSL, nias BcTaHOBIEHHS BUMOT

MOB'A3aHUX 3 pabOTOIO 3 LIEI0 MOBOIO.

MeToau 10CTiTKeHHS

JlocnipkeHHs TEMU CTBOPEHHS pellakTopa WIeiaepiB peajbHOro 4acy Juis
nonatkiB OpenGL mepenbadae Kigbka KIFOYOBHUX MeToniB. OOHUH 13 IMAXOMIB
MoJIsiTa€ y MPOBEACHHI MOMIMOJCHUX OIVIIAIB JIITEPATYpHUX JHKEPENT Ta aHalizy
ICHYIOYUX PEIaKTOPIB IICHAepiB, SK 3aralbHOTO MPU3HAYCHHS, TaK 1 THUX, IO
CTOCYIOTBhCSI TEBHUX TmporpamMHux 1miatpopm. Kpim Toro, o3HailomyieHHS 3

TEXHIYHOIO JIOKyYMEHTaIl€w, (opymMamMu Ta CHUIBHOTaMH, IIOB’SI3aHUMHU 3



po3pookoro OpenGL 1 mieiimepiB, Aae IiHHY 1HQpOpMaIil0 PO HaWKpalli
MIPaKTUKHU, 3araJIbHI TPOOJIeMHU Ta TCHICHITII.

[HIIMM MeTo0M € cTBOpeHHs mpoTtoTutiB. Ile Bkimtogae pobory 3 OpenGL
JUUIS. CTBOPEHHSI TIPOTOTHUITIB PEJAKTOPIB IICHAEPIB, TECTYBaHHS PI3HUX (YHKINH 1

OLIIHKH MPOTyKTUBHOCTI Ta aCMEKTIB 3pyYHOCTI BUKOPUCTAHHS.

IIpakTHYHe 3HAYEHHS OJleP:KAHUX Pe3yJIbTATIB

[IpakTiuHe 3HAYEHHA OJCPKAHUX pE3yJdbTaTiB TMOJAra€e B  HOTO
aKTyaJbHOCTI JJIS CHUIBHOTH Po3poOHUKIB. Po6ora 3 rpadiunum APl OpenGL
YacTO BUMArae IBHUAKOTO Ta €()eKTUBHOTO CIIOCOOY €KCIIEPUMEHTYBATU 3 PI3HUMU
meiinepuuMu epexramu. HajmaHHs cremiaibHOro pegakTopa IIeHIepiB CTBOPIOE
pilIeHHs JJis L1€i MOIIMPEHO1 NpoOJeMH, JO3BOJSIOYM KOPHUCTyBadyaM ILIBHUIKO
3MIHIOBATU JM3aliH CBOIX IIEHJEpIB 1 MPUCKOpPIOBATH Tpoiiec po3poOku. Lle He
TUIBKH IIIJIBUIIY€E MPOAYKTUBHICTH, aje H Jormomarae CTBOPIOBATH 1HHOBAIIl B

00JacTl KOMI'FOTEPHOT Tpadiky.

I'nocapiu

OpenGL — me mixxkmoBHMI OraroruiaropMHuil 1HTEp(dENC MPUKIATHOTO
nporpamyBaHHs Jiid Bizyamzaiii 2D 1 3D BekTopHoi rpadiku.

OpenGL Shading Language (GLSL) — me MoBa IIeHAEpHOTO KOIY
BHUCOKOTO PiBHSI 3 CHHTAaKCHCOM Ha OCHOB1 MOBH rnporpamyBanHs C.

Qt Framework — e 6e3komToBHUI Ha0Ip BIPKETIB 13 BIIKPUTAM BHUXIIHUM
KOJIOM JUisi CTBOpeHHs rpadiuyHuxX iHTEepdeiciB KOPUCTyBada, a TaKOXK
OaratomIaToOpMHUX MPOrpam, Ki IPALIOIOTh HA PI3HUX MPOTPaAMHUX 1 alapaTHUX
maTgopmax.

VBO - ne BepmmuHuii OydepHuit 00’€KT, SKUH HAAA€ METOAU IS
3aBaHTAXCHHS TaHUX BEPIIMH (IIOJIOXKEHB, KOJIbOPIB, HOpMAJIEH TOILO) Yy HaM’sTh

rpadidHOi KapTH 11l ONTUMI3AIlT TPOYKTUBHOCTI Bi3yasi3arlii.
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VAOQO — 11e 006’ €KT MacuBy BEPIIIHH, KU 1HKATICYJIOE€ CTaH, HEOOX1THUHN IS
BU3HAYCHHS BXIJIHUX JIaHUX JUJIs BEPIIMHHOIO Ieijiepa, BKIOYaroyu Qopmar
nanux BepmmH 1 VBO, siki MiCTATh J1aHi.

EBO - me o0’ekr Oydepa iHmekcy, skuii 30epirae iHACKCH, SKi
BUKOPHUCTOBYIOThCSL AJi1 Bu3HaueHHs BepmmmH y VBO. Lle no3Bomnsie edekTuBHO
MOBTOPHO BUKOPUCTOBYBATH BEPIINH JJI MAIIOBAHHS CKJIAIHUX (iryp 0e3 3aiiBUX
JAHUX.

Bepmmnuuii meiinep — une tan wmedaepHoi nporpamu B OpenGL, sika
00po0Jsie TaHi KOKHOI BEPIIMHU. 3a3BUYail BIH 00poO0JIsie MepeTBOPEHHS, TaKl K
nepekIaz, ooepTaHHs Ta MacIITa0yBaHHS.

['eomeTpuunuil 1meiaep — 1€ AOJATKOBUM IIeWep, SKUM TpuiiMae I
OPUMITUBU (TOYKH, JIIHIT YM TPUKYTHHUKHU) SK BXIJHI JIaHI Ta MOXE T€éHEepyBaTH
HOBI IPUMITHUBH.

@parMeHTHUN 1LIeWaep — ue Tun meiaepHoi nporpamu B OpenGL, ska
00po06uisie dhparmeHTH (MOTEHILIMHI MIKCEN1), CTBOPEHI NIISAXOM pacTepu3ailii. Bin
BU3HAYA€E OCTATOYHUIN KOJIp Ta 1HII aTPUOYTH KOKHOTO MIKCEJIS.

VYuidopma mreinepa — 1e riobambHa 3MiHHa GLSL, orosmomena 3a
JIOTIOMOT010 KJTF0UOBOTO ciioBa uniform. BoHa 3anuinaeTscs MOCTIHHOKO AJIs BCIX
o0poOneHux BepmuH ado (parMeHTiB MiJ Yac OJIHOTO BHKJIMKY MaJIOBaHHS Ta
BUKOPUCTOBYEThCS I TMepenayl JaHuX (TakuxX SK MaTpull [EepeTBOPEHHS,
napamMeTpu OCBITJICHHS TOIIO) BiJ IEHTPAJIBHOTO TIpoiiecopa 10 TpadidHOro
nporecopa.

MakeT BeplIMHU Iueljaepa — BU3HA4yae ¢GopmaT 1 OpraHizaiilo JaHUX
BepmrH y VBO. Bin Bkitodae Taki cienudikaiii, Sk THI, PO3MIpP 1 KPOK KOKHOTO
aTpuOyTa BepUIMHU (HAMPUKJIAM, TOJOXKEHHs, HOpMallb, KOOPAUHATA TEKCTYpH) 1

Te, IK BOHU TIOB’513aH1 3 BX1JHUMHU 3MIHHIMH BEPIIUHHOTO IIeiaepa.
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1 AHAJII3 AHAJIOT'IB ITIPEJMETHOI OBJIACTI

1.1 Orasn JiTepaTypHUX JAxKepet

TemMa CTBOpPEHHS WIEUAEPHOrO pPEAAKTOpPAa € JOYy)K€ akTyaJbHOKI B
KOMM'IOTepHIM rpadiii, po3poOdii irop Ta 1HTEPaAKTHBHUX JojaTkax. Po3ymiHHs
HIeHIepiB 1 MOKJIMBICTh CTBOPIOBATH Ta peJaryBaTH iX y peXHMi peasbHOTO 4Yacy
Jla€  MOJKJIMBICTHh TpadiuHUM pO3pOOHUKAM EKCIIEPUMEHTYBAaTH 3 PI3HUMH
BI3yaJIbHUMH e(eKTaMu, TEXHIKaMU Bi3yamizaiii Ta XyJoKHIMH cTuisMu. Lle
MPU3BOJUTH J0 OUIBII TBOPUOI Ta BI3yallbHO NMpUBaOIMBOi Irpadiky B porpamax.

HasiBHICT crieniaJibHOro pemakTopa IISHAEepiB CHPOIIy€e poOOUYUid MpoIec
JUIs. PO3POOHMKIB Yy Taldy3l KOMMI'IOTEpHOI rpadikv, HaJalouMd LEHTPali30BaHUM
IHCTpYMEHT JJIS CTBOPEHHS, pelaryBaHHS, HaJaroJUKEHHS Ta TEeCTyBaHHS
meiaepis. Lle maBumrye npoayKTUBHICTD 1 CKOPOYYE Yac pO3pOOKH.

JlocipKeHHST JTITepaTypHUX JKEpENT Mae BHUpIIIAIbHE 3HAYEHHS IMiJ 4ac
peamizaiii MpoeKTy, OCOOJIMBO TaKOro, IO BKJIIOYAE CKJIAJHI TEXHOJOTIi, K
OpenGL, 1 po3po0Oky mieiaepiB ajsi mporpamu peaakrtopa meiaepis. I[lo-nepie,
JITEpaTypHi JpKepena 3a0e3NeuyroTh MIIIHY OCHOBY 3HAaHb 1 PO3YMIHHS 0a30BHX
KOHIICTII[IA, TPHUHIMINB 1 HAWKpamuyx MNpakTUK. Taki 3HAHHSA JOTIOMAararoTh
PO3pOOHUKAM TPUIAMATU 3BAXKEH1 PIIICHHS, BUOMpPATH BIJAMOBIAHI TEXHOJIOTII Ta
po3p0o0IIATH eeKTUBHI Ta MacIITaOOBaH1 PillICHHS.

Kpim Toro, niTepaTypHi Jkepena Hajlae JOCTYM A0 E€TabHOI IOKYMEHTaIlli,
cnerudikaiiii, HAaBYAIHHUX TMOCIOHUKIB, NPUKIANIB KOAY Ta JOBIAKOBUX
MaTepianiB, SKi € BRXJIMBUMU IS BIPOBAKEHHS MEBHUX (PYHKIINA, PO3YyMIHHS
¢bynkuiii API ta notpumanHs ctanaapTiB koayBaHHA. st iHdopMaliist € BaxIMBOIO
JUIs 3a0€3MeUeHHs IKOCT1 KOy, CyMICHOCTI Ta TOTPUMaHHS rajly3eBUX CTaHAapTIB.

OpnHier0o 3 OCHOBHMX MOB mporpamyBaHHs 1meinepiB € GLSL, ska
BUKOPHCTOBYEThCS y mporpamax Ha ocHoBl OpenGL, Tomy po3pobka pemakTopa
mieiaepiB, 3 MIATPUMKOIO 1€l MOBHU, JTIOTIOMOXE CIPOCTUTH POOOTY 3 KOAOM 1

MOKpAIIUTA  poboumii  mporec  po3poOku. CHHTAKCUC Ta  OCOOJMBOCTI
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Bu3HavaoThesd Yy kHu3l “The OpenGL Shading Language™ [1], mo moserinye
PO3pOOKY MPOTrPaMHOT CHCTEMH.

[TpoGnemoto, BiAMOBIAI Ha sKy MOXKHAa 3HaWTH y KHm31 “Real-Time
Rendering” [2], moxe OyTh onTuMi3allis OPOAYKTHBHOCTI peaakTopa Ta
BUKOPHUCTAHHS TIaM ST, OCOOJMBO TpH pPOOOTI 3 BEIMKHUMH Ta CKJIAJHUMHU
mienaepaMy, 3 METOI0 TOKpaIlleHHs IIBUAKOCTI Bi3yaji3allli Ta I1HTerparis
KOMIIISIIT meiAepiB y peadbHOMY 4Yaci Ta MmonepeaHsoro neperisiay. Lle ctBoproe
TEeXHIYHI MMEepPEenIKoar, 0COOIUBO i Yac poOOTH 31 CKIATHUMU IIeimepaMu abo
KOHBEEpaMU Bizyaulizaillii.

3pobuBmm anani3 marepianiB kauru “OpenGL Programming Guide” [3]
MO>KHA BUIUIUTH MPo0OJIeMy HaJIaroJ[XKEHHsS Ta 00pOOKH MOMUJIOK Yy IIeiiepax, siKi
MOXXYTb OyTH CKJIAJIHUMU 4epe3 OOMEKEHUN 3BOPOTHUM 3B 30K BiJl TpadiuHOrO
npouecopa. Lle Bumarae epexkTUBHMX MEXaHI3MIB 3BITYBaHHS NpPO IOMUIIKH Ta
IHCTPYMEHTIB HAJIATOJI>)KEHHS B PEAaKTOPI.

CTBOpeHHSI YHIBEPCAIBHOTO pEAaKTOpa IICHAEpIB y peaTbHOMY dYaci,
po3pobiienoro s rpadiusoro API OpenGL. Ha BigMiHYy BiJ I1CHYIOYHX
pPEIaKTOpIB IIEHJIEepiB, aJalTOBaHUX JI0 TIEBHOTO MPOrPaMHOTO 3a0e3IeueHHs,
Hanpukiaa Unity abo Godot. Po3poOmnsieMuii pegakTop Aae 3MOTy po3poOHUKaM
npaioBatu 3 OpenGL y Oynb-siIkoMy KOHTEKCTI.

Taka yHIBEpCaJIbHICTh JOMOMOKE M1JBUIICHHIO €()eKTUBHOCTI pO3POOHUKIB.
BoHU MOXYTb JIETKO 1HTErpyBaTH CBOI MICHIEPH Y CBOI MPOEKTH, HE TypOyIOUUCH
po MpoOJIEMHU CYMICHOCTI.

3arajioM, pemakTop IMIeiaepiB y peanbHoMy uaci qius OpenGL Hamae

pPO3pOOHUKAM HATIMHUM, THYYKHI HaOIp IHCTPYMEHTIB JJis poOOTH 3 Tpadikoro.

1.2 Anani3 anaJioriB nporpaMHoro 3aée3ne4yeHHs

1.2.1 SHADERed
SHADERed — me nporpama asisi pegaryBaHHs HIeHAepiB, MpU3HAYCHA IS

PO3POOHUKIB 1 XYJOXKHHUKIB, SIKI TpaIloloTh 3 Tpadikol Ta Bi3yaIbHUMH
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edexramu. BoHa 3abe3neuye 3pyuHuii iHTepdeic 1yisi CTBOPEHHS, pearyBaHHs Ta
TEeCTyBaHHs MIehaepiB y peanbHoMmy daci. OnHI€I0 3 KIIOYOBUX TIEpeBar €
OararorutaropMHa CYMICHICTh 3 TAKUMU ONEpariiHuMu cucteMamu, sk Windows
1 Linux, a TakoX MOXJIUBICTh OyTH CKOMIIJIbOBaHOW il macOS, mo poouTh
porpamMy JIOCTYIMHOK IS IMIUPOKOTO KOJia KOPUCTYBAdiB HE3AJICKHO BiJ IXHIX
yno100aHb OnepariiHoi CUCTEMHU.

Baxnusoro ¢pynkuiero SHADERed € MoxIuBIiCTh ONIEPETHBOTO MEPETIISTY
y peanpHOMy daci (muB. PucyHok 1), mo 103BOJISE KOpHCTyBayaM HeETalHO
no0auYnuTH HACHIJIKU 3MIH KOAY IeWjaepa 0e3 HeOOX1HOCTI TPUBAIUX MPOLIECIB
koMnuranii. Ileil 3BOpOTHMIA 3B’SA30K y peajbHOMY Yacl ONTHUMI3YyE pOOOUMI
poIiec po3poOKH Ta 3a0e3Meuye MBUAKY ITepalliio, [0 Mae BUPIIaIbHE 3HAUCHHS

JUTsl €pEKTUBHOTO JIOCSATHEHHS Oa)KaHUX Bi3yalIbHUX PE3yJIbTATIB.

LightPass (PS)

100%  Gobalbreakpaii ¥ B W Q Q @

Pucynok 1 — Iumepgpeiic 3acmocynxy SHADERed

Kpim toro, SHADERed npomonye pisHOMaHiTHI BOyJOBaHI 1HCTPYMEHTH,
Kl JIONOMAararTh y PO3poOIl IIEHJepiB, BKIOYAIOYM HaJaroJKyBad JJis
BUSIBJICHHS Ta  BHIPABICHHA TMOMWIOK, mpodaiiep id  OonTUMI3ALil

IPOAYKTUBHOCTI Ta BI3yaJIbHUN PEJAKTOp JUIsl CTBOPEHHS CKIagHuX menaepis. L1



(GYHKINT M1 ABUIYIOTh TPOAYKTUBHICTB 1 JOMIOMararoTh KOpUCTyBadyaM CTBOPIOBATH
BHUCOKOSIKICHI IIEHIEPH 3 O1IBIIIOI0 JIETKICTIO.

Hespakatoun Ha Te, mo SHADERed mae Garato CHIBHHUX CTOpPiH, BapTo
3a3HAYMUTH, 1110, SIK 1 OyAb-fKe IHIIE IporpaMHe 3a0e3IMedyeHHs, BOHO MOXKE
CKJIQIHUM JJI1 HOBUX KOPHUCTYBadiB, OCOOJMBO THX, XTO HE 3HAHOMHH 13
KOHIIETILISIMU TPOrpaMyBaHHsI IEHEPiB.

3po6uBmM aHani3 MoxkHa miacymyBatd, mo SHADERed Buminserscs sk
yHiBepcanpHa OararorargopmMHa mporpamMa s pefaryBaHHS IIeiaepiB 13
MOKJIMBOCTSIMHM ~ TOINEPEAHBOTO TMEpPEerjisily B peaJbHOMY 4Yaci, Habopom
BOY/JIOBAHMX  IHCTPYMEHTIB Ui  €(QEKTUBHOI pO3pOOKHM Ta  MIUPOKUM

3aCTOCYBaHHSM Y PI3HOMAHITHUX MPOEKTAX Y PI3HUX TaTy35X.

1.2.2 GLSL Sandbox

GLSL Sandbox — mie mporpama ajisi peraryBaHHs IIeHepiB, MPU3HAYCHA
JUTSL CTBOPEHHS Ta KepyBaHHA rpaiuHUMU MIeHIepaMu 3a JOTIOMOTOI0 CHHTAKCHUCY
GLSL. IIs mporpama TakoX Hajae pPO3pOOHUKAM Ta XyJAOKHUKAM MOMJIMBICTH
EKCIIEpUMEHTYBATH 3 IIeiiepaMy Ta Bi3yaJbHUMHU €(EeKTaMu y pealbHOMY 4aci, 1
pobuTH 11e 6e3nocepeHbO y Opay3epi.

['onoBHoto nepesaroro mporpamu GLSL Sandbox € 1i noctynHicTs. bBynyun
BeO-TIaTPOPMOIO, KOPUCTYBadl MOXKYTh OTPUMATH TOCTYI 10 HEi 3 Oyab-SKOro
cydacHoro BeO-Opay3epa ©0€3 HEOOXITHOCTI BCTAHOBJICHHS YH CKJIAIHOTO
HajamTyBaHHs. [le poOuTh ii 3py4HOIO AJI HIBUJKOTO CTBOPEHHS MPOTOTHIIIB,
CHIJIBHOTO BUKOPUCTAHHS Ta CHIBIIpaIll M KOPUCTYBaYaMHU.

Sx 1 1o ananoru GLSL Sandbox mporoHye MOXIMBICTH pelaryBaHHS
nieiiiepiB y pearbHOMY 4aci, ane 1HTep(elc 3acCTOCYHKY € MEHII 3pYyYHUM
MOPIBHSHO 31 CIeIialbHAM TMPOrpaMHUM 3abe3nedeHHsM (nBu. PucyHok 2).
OaHuM 13 HEOJNIKIB € OOMexeHa (DYHKIIOHAJBHICTh peJaKkTopa KOOy, SKOMY
Opakye po3mupeHux GyHKIIN, TaKUX K 3rOpTaHHS KOy Ta KiJibKa BKJIagoK. Kpim

TOTO, HaBIraIlis MDK CHUIBHUMHU IIeigepaMu a00 TOIMIYK KOHKPETHUX €(EeKTIiB
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MOXxe OyTH CKJIaJIHUM 4epe3 BIJICYTHICTh HaAIWHUX 1HCTPYMEHTIB OpraHizailii Ta
napamMeTpiB GiIbTpalii.

GLSL Sandbox mnpomonye psnm wmodoBux ¢yHKiin. Croam BXOIUTh
PEMAKTOp KOMY 3 MiJCBIYYBaHHAM CHUHTAKCHCY Ta aBTO3aBEPIIICHHSM, HACTPOIOBaHI
yHiGOpMHU A HaJAIITyBaHHS MapaMeTpiB, MIATPUMKA BBEICHHS TEKCTyp Ta

MOXJIMBICTH 30epiraTu MehHaepyu Ta JUIMTUCS HUMH 3 THIITAMH.

Pucynox 2 — Iumepdetic 3acmocynxy GLSL Sandbox

3i 3pobienHoro anamizy BuTikae mo, GLSL Sandbox — me 3pyuna Ta
yHiBepcaibHa IporpaMa Jjisi CTBOPEHHS Ta BUBUEHHS LIECHEPIB y peaJbHOMY Yacl.
Ii JOCTYIIHICTh, TIOTIEPEIHINA Teperyisii y pealbHOMY daci poOisaTh 11 IMIHHUM
ITHCTPYMEHTOM i1l  pO3pPOOHHMKIB, XYyJOXHUKIB, BHKJIaJayiB Ta BCiX, XTO
LIKaBUTbCA rpadiyHUM MPOrpaMyBaHHSIM. Xouda BIH MOXE€ MAaTh OOMEXKEHHS
MIOPIBHSHO 31 CIICIIAIbHUMH CEPEIOBHIIIAMH PO3POOKH IICHAEPiB, HOro MpoCcToTa
poOUTh HOoro MomyJasipHUM BHOOPOM IJisi €KCIEPUMEHTYBaHHS 3 IeiepaMu Ta

CH1JILHOTO BUKOPUCTAHHS.



1.2.3 ShaderToy

Shadertoy — ne onmaiiH-crmiiibHOTa Ta miatdopma st npodecioHalliB Ta
CHTY31acTiB y Taily3l KOMII'IOTepHOi Tpadiku, SKI IUIATbCS, HABYAIOTHCS Ta
EKCIIEpUMEHTYIOTh 3 TEXHIKaMU Bi3yalizailii 3a gonomororo koxy GLSL.

Opniero 3 xmouoBux nepear ShaderToy e #oro moctymHicTh. Sk BeO-
THCTPYMEHT, KOPUCTYBa4l MOKYTh OTPUMATU JTOCTYII JI0 HHOTO OE3MOCEPEIHbO 31
CBOiX Opay3epiB 0e3 HEOOXITHOCTI BCTAHOBJICHHS YM JOJATKOBOI'O MPOTPAMHOTO
3a0e3neyeHHs. 3aBASKH LbOMY OyAb-KoMy Oyne JIeTKO IMOYaTd CTBOPIOBAaTH Ta
JTUTATHCS 1IeiepaMu, He poOJIsiuM HaJalITyBaHb CKJIaIHOTO CEPEIOBHIIIA.

Takox ShaderToy wmae Benuky 010110TEeKy wIeHAepiB 1 MPUKIAIIB,
JOCTYMHUX Oylb-koMy. KopucTyBadi MOXYTh JOCTIIKYBAaTU IIUPOKUN CHEKTP
rOTOBUX HICHAEPIB 1 BUMTHUCS HA HUX, OTPUMYIOUH YSIBICHHS MPO Pi3HI TEXHIKHU Ta
e(eKTH, SIKI BUKOPUCTOBYIOTbCS B KOMII IOTepHiN rpadinl. CTaHOM Ha cepeluHy
2021 poky TUCSYl KOPUCTYBauiB 3pOOUIIU TOHAA 52 THCSYl MyOIIYHO JOCTYITHUX
IIPOEKTIB.

Sk 1 Oyap-sxkuii penaktop meiaepiB, ShaderToy minTpumye MOKIUBICTB
0aunTH Pe3yJIbTAaTH Y peabHOMY 4aci (IuB.

Pucynox 3). BukopucranHs pa3oM 3 MMM JOCTaTHbO 1HTYITHBHOTO
iHTepdeicy, T103BoJIs€ MIBUIKO BHOCUTH KOPUTYBAaHHS Ta eKCriepuMeHTyBaTH. Lleit
3BOPOTHHUI 3B’SI30K Ma€ BEJMKE 3HAYEHHS MJisi pO3pOOKH WICiepiB, OCKUIbKU

JIOTIOMArae MiABUIIUTH MPOAYKTHUBHICTb.
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Pucynok 3 — Iumepdgetic 3acmocyuxy ShaderToy

Opnnak ShaderToy takox mae gesiki oOMexkeHHs. OCKUIBKH 1€ MEePEeBaKHO
BEO-IHCTPYMEHT, BiH MOXKE€ HE 3alpolOHYyBaTH TakUi caMHuil  piBEHb
MPOIYKTUBHOCTI Ta (DYHKITIOHAJIBHOCTI, SIK OKpEeMi MporpamMu g peaaryBaHHS
meinepis. CknagHi meaepu 3 BaXKUMH OOYUCICHHSMH MOXYTh MaTu
CIIOBUJILHEHHST a00 0OMEKEHHS Yepe3 cepeIoBHIIe Opay3epa.

OTxe MoxkHa 3poOMTH BHCHOBOK, mo ShaderToy — e mocTymHHiA
{HCTpYMEHT I CTBOpPEHHs IIeH/epiB i KepyBaHHS HUMH. Moro Bisyamizamis B
peXUMI peasIbHOTO Yacy, Belika 010110TeKa Ta MPOCTOTa BUKOPUCTAHHS POOIISATH
HOTo IIHHUM PEeCypcoM JiJisi po3pOoOHUKIB. X0oua BIH MOKE MaTH JI€sIKI OOMEKEHHS
MOPIBHSHO 3 OKPEMHUMH TpOrpamMamu, MOro BeO-pupo/ia Ta aKTWUBHA CHUIHHOTA

pOOISATH HOTO MOMYJISIPHIUM BUOOPOM JIJIsl PO3POOKH IIEHIepIB Ta EKCTICPUMEHTIB.

1.2.4 BucHOBKH aHaJIi3y aHAJIOTIB
ShaderED, GLSL Sandbox i1 ShaderToy mniaTpuMyroTh Bi3yaii3ailiio B

peanbHOMY Yaci, PyHIaMEHTAILHO BAXIUBY (PYHKIIIIO JIJIST PO3POOKH IIEHIEpPIB.



ShaderED Bupi3HsS€TbCA BENMMKOIO KIIBKICTIO BOYJOBaHHX IHCTPYMEHTIB 1
3py4YHUM HayarojkyBadeM. OJHaK OCHOBHA 30CEpEKEHICTh Ha i1HTerpamii 3
irpoBuM pytrieM Godot Moxke 0OOMEXHUTH MOTO I TUX, XTO HE BXOIUTH JO I€l
€KOCUCTEMHU, IIPEJICTABIISIIOUHN CEPHO3HUN HEOIIIK.

Cunpaumu  cropoHamu  GLSL  Sandbox 1 ShaderToy € moctymHicTs,
OCKUJIbKM BOHU € BeO-momarkamu. Ll mocTymHICTE poOOUTH iX 0COOJIMBO
NPUBAOIMBUMU JIJI IIBUJKOTO €KCIIEPUMEHTYBAaHHS Ta CHIJILHOTO BUKOPUCTAHHS.
Kpim Ttoro, ShaderToy wmae Benmuky OIi0MIOTEKOO IEWAEPIB, TOMAHHUX
KOPUCTYBauyaMH.

Tum HE MEHII, ITIOMITHUM OoOMeXeHHsM, ske criabHe 11 GLSL Sandbox i1
ShaderToy, € Toit ¢dakT, 110 BOHU AO3BOJIAIOTH MPAIIOBATH JIKIIE 3 (PparMEHTHUMHU
nieiiieamMu, yrmyckarouu MiATPUMKY BEPIIMHHUX a00 T€OMETPUYHUX IICHIepiB.
Xoua 11e ONTUMI3y€e po3pOOKy MPOEKTIB, OPIEHTOBAHUX Ha ()parMeHTHI LIECHIEpH,
e MOXxe OyTH OOMEKEHHSIM ISl TUX, KOMY MOTPiOHO MpaIfoBaTH 3 yciMa BHUJIaMU
nieiaepis.

[TimcymMoByrOUM, KOKHAa 3 I[HMX TpOrpaM [JIs pemaryBaHHS IIeHaepiB
MIPOTIOHY€E TIEBHI MEpeBaru, BiJi KOMIUIEKCHUX IHCTPYMEHTIB JI0 JOCTYITHOCTI Ta

BHECKY CIUJIBHOTH.

1.3 Ilnan podit

Mera kBamidikaiiiHoi poOOTH — 1€ CTBOPEHHS JOJATKy 3a JOMOMOTOI0
SKOTO MOXHa TIPOBOJUTH pEAaryBaHHS BEPIIMHHUX, TEOMETPUYHUX Ta
dbparMeHTHHX IIeHepiB y peanbHOMY daci. BukoHaHHS mocTaBieHOi 3amadi
MO>KHa pO30MTH Ha HACTYIIHI €TaIlu:

1. Jlocmimxkenns mnpeaMerHoi oOmacti. Ilim wac mocmimkeHHS IpeaMETHOl
00nacTi MOTPIOHO BHU3HAYMTH TEXHOJIOTII, SIKI JONOMOXYTh y BUPIIICHI

TaKUX MHTaHb K pobota 3 iHTepdeiicom mpuxmamHoro piBas OpenGL,

po3poOka mieliaepiB Ta iHTerpamis rpadigHoro iHTepdeiicy. 3podbutu e
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MO>KJIMBO 32 JIONOMOTOK O3HAHOMJIEHHS 3 BIJMOBIJHUMH JIITEPATyPHUMHU
JoKepeslaMu, OHJIaiH pecypcaMu Ta ICHYIOUMMH aHaJIOraMH.

Anami3z Tta BuOip TexHOJOTiM po3poOku. Ha 1mpoMy erami HpoBOAUTHCA
aHaji3 PI3HUX TEXHOJOTIM PO3pPOOKM Ta IHCTPYMEHTIB, MPUIATHUX JJIs
CTBOpPEHHS MpOrpaMu pefakTopa mieiinepiB. BaxmuBumu Qaxtopamu Ha
POMY €Taml MOXHa BBa)XaTW TaKli €JIEMEHTH, K MOBHU MpPOTrpaMyBaHHS,
010,TI0TeKH, CepeOBHUIIA PO3POOKH 1 CHCTEMH KOHTPOJIIO BEPCIH.

CTBOpEeHHS apXITEKTypH TMPOTPaMHOi CHUCTEeMH. BaXIMBOIO YaCcTHHOIO
CTBOPEHHSI MPOTpaMHOi CHUCTEM € po3poOka ii apxiTEeKTypu, a came
KOMIIOHEHTIB, MOAYJIB Ta (DYHKLIOHAIBHUX MOKJIMBOCTEN. Tak0oX BaXXJIMBO
BpaxoByBaTH, IO 3aCTOCYHOK OyJe BHUKOPHUCTOBYBATH KIACUYHHUI
apxiTektypuuii mabnon Model-View-Controller (MVC), sikuii 10omomMoxe
€()EeKTUBHO OPTaHI3yBaTH CTPYKTYPY MPOEKTY.

Peanizamiss 3amnmaHoBaHoi apxiTekTypu. Ha 1pomy erami HOpOXOAHTH
CTBOPEHHSI IMPOrPaMHOI CUCTEMH Ha OCHOBI BH3HaueHoro Iiany. Cepen
HaWBAXJIMBIIIUX MOMAYJIB, fKI HOTPIOHO pPO3POOUTH, MOMXKHA BUJILIUTH
HACTYMHi: po3poOka iHTepdeiicy KopucTyBaua pefaakTopa IIeHepis,
iHTerpauist  Bizyamizauii OpenGL nang  momepenHbOro meperisany Ta
KepyBaHHs (pailiiamu 7151 30€peKEeHHSI Ta 3aBaHTAXEHHS ICHIepIB.
[lepeBipka KOpPEKTHOI POOOTH Ta HAABHOCTI (DYHKI[IOHAILHUX BUMOT:
IlepeBipka (QyHKIIOHATBHICTh 1 NPOAYKTUBHICTH MPOrpamMu peaakTopa
HIeiIepiB BUKOHYEThCA 3a JomoMoror ampobarii. Ile Bkimodae B cebe
peTeNbHY  TEPEeBIPKY  KOXHOTO  KOMIIOHEHTa IUISXOM  ampoOarrii:

KOMITOHEHTIB, MOJYJIIB Ta BCI€i CUCTEMHU.
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2 TEOPETUYHI OCHOBMU 1JIs1 PO3POBKHN CUCTEM 3
BUKOPUCTAHHSM HIEHJEPHUX ITIPOTPAM

2.1 3aranbHi BifoMocTi Ipo meiaepHi nporpamMu

[einepy — 1e mnporpaMu, po3poOsieHi g oOpoOKH 300paxkeHb
BUKOPUCTOBYIOUM Tpadiunmii mpouecop. IX OCHOBHOIO (YHKII€I0 € BHU3HAUECHHS
Bi3yamizarii 00’ekTiB y 3D crieHi MaHimyJIr0l0UYMd BEpIIMHAMHU Ta Tikcensmu. Ha
BIAMIHY BIiJ OIepauiil LEeHTPaJbHOTO THpolecopa, LEHAepu BUKOHYIOTHCS
napajieJibHO, BUKOPUCTOBYIOUM OOYHMCIIOBAJIBHY 3JATHICTh CYyYaCHHUX TIpadiuHHX
npouecopiB. s MoxuBiCTh mapanenbHoi OOpOOKM Ma€ BETUKE 3HAUYECHHS IS
B1JIOOpaKEHHA AUHAMIYHUX CLEH Y PeaIbHOMY 4acl JJid Oyb SIKOi 1HTEpaKTUBHOI
pPOTrpaMHu.

[lefinepn 3a0e3neuyloTh MOMJIMBICTE CTBOPIOBATH BEIMKY KUIBKICTh
BI3yaJIbHUX €(EeKTIB, $AKI CHPUSAIOTh PEATICTUYHOCTI Ta E€CTETUYHIN SKOCTI
udpoBux 300pakenb. Taki epexTu, sk BIAOOpaKeHHS penbedy, NUHAMIUHI TiHI
Ta MIMOWHA PI3KOCTI, CTAIOTh MOKJIMBUMU 3aBJISIKU MTPOTrPaMyBaHHIO HIEH IEPIB.

[Iporpamu mieiiiepiB 3a3BU4ail MUIITYTHCS MOBAMH BUCOKOTO PiBHSI, TAKUMU
sk GLSL mns OpenGL a6o HLSL gns DirectX. Ili MoBu 3a0e3medyroTh
KOHCTPYKIIi JJI1 BUKOHAHHS MaTEMaTUYHMX 1 JIOTIYHHMX ONepaliidl HaJ BEKTOpaMu
Ta MaTPHUIMH, IO € BAXJIUBUMHU JJis TpadgiuyHux oOuwcieHb. Hamumcanuii kon
nieiiiepa MOTIM KOMIIUTIOETbCSI Ta BHUKOHYETHbCS Ha rpadlyHOMY MpOLEecopi,
BUKOPUCTOBYIOUYH HOT0 MOMKJIMBOCTI MapajenbHOi 00pOOKH.

Tepmin «meigep» OXOIUTIOE Pi3HI THUIH MPOTPaM, KOXKHA 3 SIKUX BHKOHYE
MeBHY pojib y TrpadiyHOoMy KOHBeepi (nuB. PucyHoxk 4 — Illpuxnad xnacuyroco

epaghiunoeo konseepy).
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Pucynok 4 — Ipuxnao xnacuuno2o epaghiunoco KoHeeepy

OCHOBHUMMHU THUIIAMH WICHAEPIB € BEPIIMHHI, T€OMETPUYHI Ta (pparMeHTHI
HIe1epy, Kl € OCHOBOIO Cy4acHOro rpadiuHOro mporpamyBaHHs, 3a0e3Meuyroun
JeTaIbHUM KOHTPOJIb HaJl MPOIIECOM Bi3yali3allii.

BepiuyHHi meiiiepy € NepIIuM eTarnoM y rpadgidyHoMy KOHBeepi. IX ocHOBHA
posib moJisirae B OOpoOlll JaHMX BEPIUWH, AKI BKJIIOYAIOTh TakKl aTpuOyTH, SK
MOJIOKEHHS, KOJIp, BEKTOPU HOpMaJel 1 KOOpAUHATH TeKCTypu. HacTiiie BChOro
MiJ] 4Yac BUKOHAHHS BEPIIMHHUN TIEHAEep TNEPEeTBOPIOE TO3UIlli BEpIIUH 13
KOOPAMHATHOTO TPOCTOPY OO0’€KTIB Yy MPOCTIp €KpaHy, Ha SIKOMY OyIyeTbCs
300paKe€HHS, BUKOPUCTOBYIOUHM CEPiI0 MHOXKE€Hb MATPHIll, 3a3BHYail 3aydarouu
MaTpulll MOJeJN, crocTepirada Ta mpoekiii. [{g Tpancdopmariis HeoOXiaHa IS
MpaBUWIBHOTO TTPoeKTyBaHHS 3D 00’ekTiB Ha 2D ekpaH. BuxiHi 1aHi BEPITUHHOTO
nieiiepa BKIIOYAI0Th TIEPETBOPEH] MO3UIIIT BEPIITNH 1 MOTEHIIHHO OIaTKOBI JaHi,
TaKi K KOOPJIUHATH TEKCTYPH, SIK1 IEPEeIar0ThCsl HA HACTYITHI €Taru B KOHBEEPI.

['eomeTpuuni wieiaepu, mnpeacrasieHli B Mi3HIMMX rpadpiyaux API,
MPaIOTh TICsS BEPIIMHHUX IMICHIEPIB 1 MOXYTh OOpOOJISITH 1T IPUMITHUBH,
TaKl sSIK TOYKH, JI1HII a00 TPUKYTHUKH, a HE OKpemi BepiuHu. [lei eran q03Boss€

JUHAMIYHO TeHepyBaTH, TpaHchopmyBath a00 BHIAISITH TEOMETPIIO Ha



rpadiuHoMy  mporecopi.  Hampukman, TeoMeTpuuHI — mIeWaepu = MOXHa
BUKOPUCTOBYBAaTH JUIsl CTBOPEHHSI JOJATKOBUX BEPIIMH Ta  MIJBUILIEHHS
neTanizailii moBepxHi abo reHepariii 00’eMHHX TiHEH. MOXINBICTh MaHIITyTIOBATH
MPUMITHBAMHU 3a0e3Medy€e 3HaYHy THYUKICTb 1 JIO3BOJISI€ CTBOPIOBATH CKJIQAHIII Ta
JIeTalli30BaHi CIieHU 0e3 10/IaTKOBOTO BTPYYaHHS LEHTPAIHLHOTO MPOoLiecopa.

@dparmMeHTHI meWaepy, TaKOXK BiIOMI K MIKCENbHI MEHAepH, BiAMOBIAAIOTH
3a BU3HAYCHHS KOJIbOPY Ta IHIIMX aTpUOYyTIB KOXKHOTO (PparMeHTa, OTPUMAHOTO
HNUIIXOM  pacTepu3anii  oOpobneHoi reometpii. @DparMeHT MpeaCcTaBIIsIe
MNOTEHIIHUN TIKCeNIb Yy OCTATOYHOMY BIATBOpEHOMY 300pakeHHI1. dparmMeHTHI
nieiepu OepyTh IHTEPIOILOBAHI JaHl 3 MONEpPEeAHIX €TaliB, TaKi SK MOJ0XKCHHS
BEpIINH, HOpPMaJl Ta KOOPAUHATA TEKCTYpPH, 1 BUKOPUCTOBYIOTH 1[I0 1H(OPMALIIIO
JUIsT BUKOHAHHS omepamiii Haxa ¢parmedtamu. LI omeparii BKIHOYaIOThH
BIJIOOpaKEHHS TEKCTYPH, KOJM TEKCTYpU 3aCTOCOBYIOTHCSA JO TMOBEPXOHbB, 1 IO
MIKCEJIbHI OOYMCIICHHSI OCBITJICHHS, SKI CHPUSIIOTH JETAJIbHOMY 3aTIHEHHIO Ta
bapOyBanHio 300paxkeHHs. OparMeHTHI MIEHAEpU TaKOkK MOXYTh Peasli30BYBaTH
po3mMpeHi e(peKTH, Takli SK BIIOOpaxeHHs penbedy Ta BiAOOPaKEHHS TiHI.
PesynbraTom (pparmeHTHOTO mIekepa € KiHIEBE 3HAYCHHS KOJbOPY Ta TIMOWHU
JUTSE KOKHOTO TIKCENsI, K€ TOTIM BUKOPUCTOBYETHCS JJIS CTBOPEHHSI OCTATOYHOTO
300paxeHHs.

[IpoananizyBaBIiy 3arajbHi BIJOMOCTI MOKHA MiJICYMyBaTH, 10 MICHIEPH €
BKJIMBUM €JIEMEHTOM CYYaCHOTO IpadiyHOro mporpaMmyBaHHs, SK1 JO3BOJSIOTH
CTBOPIOBATH JMHAMIUHI Ta Bi3yaJqbHO NPUBAOIUBI 300pakeHHs. IXHS 37aTHICTH
e(hEeKTUBHO TapayieIbHO OOpOOJISITH BEJUKI 00cArM rpadiuHMX MaHUX 3MIHUJIA
MO>KJIMBOCTI LU(POBOTO pPEHAECPUHTY, 3pOOMBIIM mMepenoBi TpadiuHi edexTu

OUTBII JOCTYITHUMU TSI IIUPOKOTO CIEKTPY MPOTpam.

2.2 AHaJji3 cy4acHUX TeXHOJIOTiii po3po0ku peaakTopa eiepin

Pemakrop  mieilimepiB  — 1e  TporpaMHUN  1HCTPYMEHT,  SIKHM

BUKOPUCTOBYETHCS PO3POOHUKAMHU JJII CTBOPEHHS Ta KepyBaHHs mmenaepamu. L1
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pedakTopu 3a3BUYall CKJIQJAalOThCA 3 KUIBKOX KIIOYOBUX KOMIIOHEHTIB, SIKI
MPaIOI0Th Pa3oM, III00 MOJIETIIUTH MPOIEC CTBOPEHHS IIECHIEPIB.

Jliist pemakTopa mieliaepiB Oyina odpaHa KOMOIHAIlIS HACTYITHUX TEXHOJOTIH,
1100 CTBOPUTH HAMIMHUH 1 ePEKTUBHUN IHCTPYMEHT JIJIsl pO3pOOKH IICHIEPIB.

MoBa nporpamyBanHsi: C++ OyB oOpaHuil ajisi po3poOKU peaakTopa
ek epiB 3aBASKH HOT0 MPOJTYKTUBHOCTI Ta MATPUMIII HU3bKOPIBHEBOI B3a€MOJIIT
3 cuctemoro [7]. 3a J0MOMOroxd HBOTO MOXKHa e(EKTUBHO KepyBaTh
BUKOPHUCTAHHSAM IaM’sITi, @ TAaKOXX BIiH JIETKO 1HTErPy€ThCA 3 TAKUMHU TpadiuHuUMU
API, ax OpenGL, 1mo m03BoJislE BUKOPUCTOBYBATH YCI MOXJIHMBOCTI TpadiuHOTO
npolieccopa AJig BIATBOPEHHSI CKIIQIHUX IIEUIEPIB 1 BI3yalbHUX €(EKTIB. 3arajiom
C++ 3abe3medye THYYKICTb 1 KOHTPOJb, HEOOXiJHI JJisi CTBOPEHHS
BHUCOKONPOIYKTUBHOTO peaKkTopa MIeHIepiB.

I'pagiunmii API: Lle crioci6 3aBasku sikomy JB1 a00 Olble KOMI FOTEPHI
porpaMu MOXYTh KOMYHIKYBaTH MK CO00I0. Y JaHOMY BHUIIQJIKy BIH CIY>KUTb
MOCTOM MDX MPOrpPaMHHMMH Ta anapaTHUMH KOMIIOHEHTAMH, BIANOBIAAJIBHUMHU 32
BiITBOpeHHsT Tpadiku Ha mpuctpoi. Bin Hamae Habip dyHKIN, MPOTOKOIIB Ta
IHCTPYMEHTIB, SKi PO3POOHUKH BUKOPHUCTOBYIOTH ISl CTBOPEHHS Ta KEpyBaHHS
rpaglyHUMH €JIeMeHTaMu, TakuMu sk 2D-300paxkenHs, 3D-mopeni, TEKCTypH,
nieiiepy Ta METOIM Bi3yauti3allii.

JUis mpoekTy pemakTopa IIEHAepiB OyJI0 BUPIIIEHO BUKOPUCTOBYBATH
rpadiuanii API OpenGL. Ile mmpoxo nomupennit 6aratormargopmuuit APl ns
penaepunry 2D i 3D rpadiku. YHiBepcadbHICTh, ONITUMI3AIlS TPOAYKTUBHOCTI Ta
HIMPOKA CYMICHICTh 13 PI3HUMHU IuIaTopMaMu POOJSATH WOro MOMYJISPHUM
BruOopoM [9] mis po3poOku penakTopa IeiaepiB, AKUN HAIICHUH Ha HIMPOKHIMA
CHEKTP CIIEHAPiiB PO3pOOKHU rpadiku.

@peiiMBOpK KopHUCTyBanbkoro inrepgeiicy: Ile HaOip kaciB Ta
iHTepdeiciB, sIKi BU3HAYAIOTh CJIEMEHTH Ta TOBEIAIHKY BIKOHHOI MiJCHUCTEMHU
iHTEepdeiicy kopucTyBaua. [HTepdelic kopucTyBaya Ha/ae rOTOBI €JIEMEHTH, TaKi
SK KHOTKH, MEHIO, BIKHA, J1aJIOTOBI BIKHA Ta BIKETH, SIKI PO3POOHUKHA MOXKYTb

BUKOPHUCTOBYBATH JJIA IIPOCKTYBAHHSA Td HAJAIITyBaHHA 30BHIIITHBOTO BUTJLAY Ta
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GbyHKITIOHATBHOCTI cBOiX mporpaM. Lli ¢peliMBOpKH 4YacTo BKIIIOYAKOTH (PYHKIIIT
JU1s1 0OpOOKHM TO011H, KepyBaHHS MaKeTOM 1 0(DOPMJIEHHS TE€M, 110 CIIPOILYE MPOIIEC
noOyI0BU 1HTYITUBHO 3pO3YMUIHX 1 3pyYHHUX 1HTEp(EHCiB.

Jlns 3amoBosieHHs Miei motpebu Oy oOpanmii Qt [4], sk dpeiiMBOpK
iHTepdeticy kopuctyBaya. Qt — kpoc-mnatdopmoBuil i1HCTpyMEHTapiil po3poOKH,
SAKAA IIUPOKO BHUKOPUCTOBYETHCA JUISI PO3pOOKHM Tporpam 13 TpadiuyHuM
iHTepdeiicom KopucTyBada sl JECKTOIMHUX , MOOLIBHHUX, BOYJIOBaHMX 1 BeO-
wiatopm. Bin mpononye Benukuii Hablp KOMIOHEHTIB iHTepdeiicy KopucTyBaua
Ta 1HCTPYMEHTIB JJI1 CTBOPEHHSI CyYaCHUX 1 aJalTUBHUX IHTEP(DENCIB, a TaKOX
HaJ1iHY MIATPUMKY PEHACPUHTY rpadiKH.

KepyBannsa daiiiamu meigepiB: i1 oOpoOku omepauiii pobotu 3
daiinamu Oyna BUKOpHcTaHa KoMOiHallis BOYJOBAaHOI CTaHAAPTHOI O107I10TEKH
C++ 1 momymB Qt mims oOpoOku (aitmoBoro BBeIeHHs/BUBeAcHHA. CTaHmaapTHA
616mioTexa C++ Hajae Taki QyHKI, sk ifstream 1 ofstream mis yutanus 3 aitiis i
3alMuCcy B HHX, IO CIPOIIy€ KepyBaHHA (alJOBUMM OMeEpalisiMi B JIOTIKI
nporpamu. Kpim toro, Qt npononye Ha0ip moay:miB, Takux sk QFile 1 QIODevice,
K1 PO3IIMPIOIOTH MOXKIIUBOCTI 00pOOKHU (PaiiiiiB 3a TOMOMOTOI0 TaKUX (QYHKIIIH, SIK
JOCTYIl 70 (paillioBOi CUCTEMH, PEKUMH BIAKPUTTS (aiiiniB, oOpoOKka MOMHIIOK 1
He3aJIe)KHE BiJ TuIaTGopMu KepyBaHHS NULIXOM 110 (aitiry. BukopucroByroun sk
cTanaapTHy 616mioTeky C++, Tak 1 Momyni (aiisioBoro BBoay-BUBOAY Qt, Oyiio
3a0e3nedeHo e(heKTUBHE Ta HaJliiHe KepyBaHHS (hailylaMy B peAdakTopi LIECHIEpIB,
JIO3BOJISIIOYM KOPUCTYBadaM JIETKO 3aBaHTa)KyBaTH, 30epiraTé Ta MaHIMyJIIOBATU
dbaiinamu mieiiepis.

CepenoBuime po3podkm: lle KkoMIiekcHe TMporpamMHe pIllIeHHs i
pO3poOKM TporpaMHOro 3abe3nedeHHs. 3a3BUYail, CKIAJAETbCs 3 PElaKkTopa
MOYAaTKOBOTO KONy, 1HCTPYMEHTIB JUIsi  aBTOMaTH3alli  CKJIaJaHHd Ta
BIJITTAaTO/DKEHHS. MPOTpPaM. bBIJBIIICTh Cy4acHUX CEPEeNoOBUIN PO3POOKH MArOTh
MOXJIMBICTh aBTOJOINOBHEHHs Koay. CepemoBuiia po3poOKH CTBOPEHI IS
onTuMizauii podoyoro npoiiecy, NpoNoHyUrd YHiIPiKoBaHy MmiaaTdopMmy, Ha SKii

PO3POOHUKH MOXKYTh TUCATH, OPTaHi30BYBATU Ta €()EKTUBHO MIATPUMYBATH KOJ.
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Jlna po3poOku penakropa meiaepis 0yB oopan Qt Creator. Ile inTerpoBane
Cepe/IOBHINE PO3POOKH, TpHU3HAUEHE IS CTBOPEHHS KPOC-TIaTGOPMOBHUX
3aCTOCYHKIB 3 BUKOpPUCTaHHIM 010mioTexn Qt. Bin mpononye 3pyunuii iHTepderiic
13 BEJIMKUM HaOOpoM (PYyHKIIIM, MpU3HAYEHUX I poOOTH 3 UM (PpEerMBOPKOM,
takux sk Qt Designer nmns po3poOku rpadivyHoro iHTepdeiicy KopucTyBada,
PO3IIMPEHH PelakTOp KOy, BOYOBaHHUM HajIaro[KyBad 1 MiATPUMKA KOHTPOIIIO
Bepciil. Kpim Toro, cepenoBuiiie 3abe3nedye iHTErpaiito 3 iHppacTpykTyporw Qt,
JO3BOJISIIOYN JIETKO PO3POOJISITH MPOTpaMH Ha OCHOBI IIbOTO (DpeMBOPKY 3a

nonomoror C++ abo QML (moBa monemntoBanss Qt).
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3 PO3POBKA PEJAKTOPA HIEHJIEPIB Y PEAJILHOMY YACI

3.1 Onuc npeameTHOI 00aacTi

[IpenmeTHa 06sacTh AUIIIOMHOT POOOTH OXOIUTIOE TMEPETUH TpadidHOro
nporpamMyBaHHSl , PO3pOOKU IIeiepiB Ta Au3aiiHy iHTepdelicy KopucTyBaya. 3a
CBOEIO CYTTIO I TMpeIMeTHa o0O05acTh 3arauboeThesi B cPepy METOIB
Bizyamzamii OpenGL, 30cepemkytounch Ha TOHKOIIaAX MOB IIEHAEpIB, TaKUX SK
GLSL, mo6 HagaTu pO3pOOHMKAM MOXJIMBICTh CTBOPIOBATH  BI3YyaJbHO
npuBadIKBI €()EKTH.

KirouoBMM MOMEHTOM 11i€1 MpeAMETHOT 00J1acT1 € JOCIIPKEHHSI BEPIINHHUX
Ta TEOMETPUYHMX MIEHAEpIB, MIATPUMKA SKHX YaCTO BIACYTHS Yy ICHYIOUHMX
penakTopax. Hanaroum MOXJIIMBICTH pelaryBaHHS LUX THUIMIB ILIEHAEpIB, IeH
3aCTOCYHOK BUIIIYE BaXJIMBUM HEIOJIK B I1HCTPYMEHTaX, IOCTYINHHUX MJis
po3poonukiB OpenGL.

Pimenns po3poOutu mporpamy penakTopa IIeHnepiB BUIUIMBAE 3 KUTBKOX
BaroMux MNpuUYMH y cdepi rpadiudHoro mnporpamyBaHHs. [lo-mepuie, icHyroul
peIaKTOpu IIeHaepiB 4acTo OOCTYyroBYIOTh KOHKPETHI MPOTPaMHI CEpPEIOBHIIA,
taki sk Unity abo Godot, oOMexyroun iXHIO KOPUCHICTH I PO3POOHHUKIB, SKI
npaiooTh  Oesnocepequbo 3 OpenGL.  CtBoproroun  pefaktop, SKUH
30CEPEIKYETHCS HAa CYMICHOCTI, Oyle po3poOJjieH YHIBEpCATbHUN 1HCTPYMEHT,
KWW JIETKO 1HTErpyeEThCS B IIMPOKUN CIEKTP 3aCTOCYHKIB Ha ocHOBI OpenGL,
JIO3BOJISIIOUM  iM  BHKOPHUCTOBYBAaTH BECh TMOTCHINAT MOXIUBOCTEH I[HOTO
rpadiunoro API. Jlo3Bomsroun po3poOHMKAM CTBOPIOBATH, 3MIHIOBATH Ta
ONTHUMI3yBaTH BEPILMHHI Ta T€OMETPUYHI Ieiiepu Oe3nocepeHb0 B PEIaKTOPi,
HE TUIBKM TiJIBUIIYETHCS €(PEKTUBHICTH POOOYOro Tpollecy, aje W BUPINIYE
npo6JieMy BIACYTHOCTI iX MIATPUMKH y 6araThbOX iCHYIOUUX IHCTPYMEHTAaX.

[TincymoByroumM, mnpeaMeTHa o00JacTh OXOIUTIOE BCEOIUHE JTOCHIIKEHHS
rpadikny B peaJbHOMY 4Yaci, pO3pOOKHM IeijepiB 1 au3aiiHy rpadigyHOro

iHTepdeicy. 3aBasKd MIATPUMII BEPIIMHHUX Ta TEOMETPUUYHUX IICHaAepiB Ta
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HE3aJIeKHOCT1 BiJl 1HIIMX IUIaTGopM, IO MpairoTh Ha ocHOoBl OpenGL, nei
3aCTOCYHOK Ma€ Ha METI HaJaTh PO3pOOHUKAM I1HCTPYMEHTH, HEOOXITHI JIJIst

IPOAYKTHBHOI POOOTH y raimy3i KOMIT'IOTEPHOI Irpadiki.
3.2 ApxiTtekTypa cucTeMHu

3.2.1 l11a0J10H MPOEeKTYBaHHS

Bubip mpaBuipHOTO mabIOHy MPOEKTYBaHHS MPOTPAMHOTO 3a0e3rmeueHHs
Ma€e BHpIIIATbHE 3HAYEHHS JIJI PO3POOKM HaAiMHOI Ta 3pyuyHOi mporpamu. Jlis
penakTopi mekaepiB 0yB oopan 1radion Model-View-Controller (MVC) 3aBasku
YiTKOMY PO3IMOALIY 3aBaaHb 1 MaciirtaboBaHocti [6]. Ha Pucynoxk 5 — UML
diaepama  apximekmypu 3acmocHka 300paXEeHO B3aEMOJII0 IHX TPHOX

KOMITOHEHTIB Y CUCTEMI.

B3aemopia 3
KOpUCTYBa4YeM

4

Qt Framework

View) | .
[Nepenae . Cnosilye
BXiaHi L Npo
NaHi i 3MiHU
Main Window Shader Editor
(Controller) (Model)
Kepye

Pucynok 5 — UML oiacpama apximexmypu 3acmocHKa
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KomnonenT monenb mpeacTaBiise AaHl Ta OI3HEC-JIOTIKY Mporpamu. Y
MOEMY BHUIAJKy MOJENIb OXOIUIIOE BCe, IO MOB’S3aHO 3 IIeijaepaMu — iX
3aBaHTaXCHHS, 00poOKa, KOMMUIAIIS Ta BHKOHaHHA. lle po3mineHHs m03BOJISIE
JIerKo MOAM(DIKyBaTH Ta PO3IMIMPIOBATH (QYHKIIIT IIEHepiB, HE BIUTMBAIOYM Ha 1HIII
YaCTHHHU MTPOTPAMHU.

KoMroneHT mpencTaBieHHsS BIAMOBITa€e 3a BIMOOpPaXKEHHS KOPHCTYBady
rpadiunoro iHTepdericy. s nporo BukopucToByeThcs Qt Framework, o0
CTBOPUTH BI3yaJdbHO MPHUBAOMMBUN 1 3py4yHHUU 1HTEepdeic ans penaryBaHHS
meiaepiB. Bimkern Ta 1HCTpyMeHTH Qt CHpOLIyIOTh MpoOIeC PpO3poOKH Ta
3a0€3Me4y0Th Y3rOKEHUI BUTJIA 1 BIAYYTTS Ha P13HUX I1aThopmax.

KonTponep mie sik mocepeHUK MiX MOJIEIUTIO Ta MpeAcTaBieHHsIM. ['oloBHe
BIKHO BHUKOHYE pOJIb I[LOTO KOMIIOHEHTa, OOpOOJIsiouM BBEJEHI KOPUCTYyBaueM
JlaHl, OHOBJIOIOYM MOJETh Ha OCHOBI /i KOPUCTyBaya Ta OHOBIIIOIOYU
MPEACTABICHHS JUIsl BiIOOpaKEHHS 3MIH y JaHux abo craHi nporpamu. Takui
MIOJI1JT 3aBJaHb CIIPOIIY€ TECTYBaHHS, HAIATOJKEHHsI Ta 00CITYTOBYBaHHS CUCTEMHU.

3aBaskd 3acTocyBaHHIO IMabaoHy MVC penakrop IieinepiB OTpUMYe
THYYKICTh, MacIITa0OBaHICTh 1 3pYy4YHICTb OOCIYroByBaHHS. BiH MoOXe Jierko
aJanTyBaTHCh 1O MailOyTHIX OHOBJIEHb, MIATPUMYBATH F€OMETPUYHI Ta BEPLUIMHHI
TUTIW IEHEPIB 1 IHTETPyBaTUCS 3 PI3HUMH TMporpamamu Ha ocHOBI OpenGL, 110

pOOUTH HOTO YHIBEPCAIBHUM 1HCTPYMEHTOM JJI PO3POOKH LIEHIEPIB.

3.2.2 KoMnoHeHT MoJ1eJIb

KoMIIOHEHT MOJEab CKIaJa€Thcsd 3 0araTboX BaXKJIMBUX €JIEMCHTIB, SKI
BIJIMOBIZIAI0TH 32 poOOTY penakropa. OJHUM 3 OCHOBHUX € Kiac Sceneltem, sikwuii
MpPEJCTaBIIsI€ KOXKEH eleMeHT icHytounii B 3D-cepenoBuiii. st 1boro i 00€’KTH
NOBUHEH YCIAJKOBYBAaTH €M Kiac, 3a0e3Meuyodyn CTaHIapTU30BaHUN MiAX1A /10
KEepyBaHHS CIICHOIO.

VY cBoiif ocHOBI KJ1ac Sceneltem 1HKaMNCy0€ OCHOBHI BJIACTUBOCTI, BaKJIMBI
JUISL TIATPUMKA CTPYKTypu Ta oprarizamii crenu. Il[o6 kmacudikyBatu Ta

PO3PI3HATH Pi3HI TUMH E€JIEMEHTIB CIIEHH, BUKOPUCTOBYETHCS KJIac HYMEpPATOp
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SceneObjectType. Lleit mepenik nonomarae BU3HAYUTH MPU3HAYEHHS KOXKHOTO
eJIeMEHTa B MeXaX CIEHHU, HAIpHUKJIaJ TeOMETPUYHOI CITKH, KamepHu, JpKepena

CBITJIA TOILIO.

[nkancymroroun 11 OCHOBHI (yHKIII B Kiaci Sceneltem, cTBoproeTbcs
OCHOBa s po3poOku ckiaaaHux 3D-cueH 1 kepyBaHHa HuMu. Takuit
CTPYKTYpPOBAHHM MiXiJl HE TIIBKU CHpHUsie 6araTopa3oBOMy BHKOPHUCTAaHHIO KOJY,
ajie ¥ crpusie TIaBHIM 1HTerparii HoBUX (QyHKIIN 1 BAockoHaneHb. Ha Jlictunr 1

300paXeHHsI CTPYKTypa LbOTO Kiacy.

Jlictunr 1 xkrac “Sceneltem”

class Sceneltem {
protected:
std::vector<Sceneltem*> m childItems;
QVariantList m itemData;
Sceneltem* m parentItem;
SceneObjectType m objType;
public:
Sceneltem(QVariantList data, SceneObjectType type,
Sceneltem *parentlItem = nullptr);
Sceneltem* findChildByType (SceneObjectType typeToFind);
void appendChild(ScenelItem *child);
void insertChild(int pos, Sceneltem *child);
vold deleteAtIndex (int index);
void clearChildren();
Sceneltem* getChildByIndex (int row);
int childCount () const;
int columnCount () const;
QVariant data(int column) const;
int row() const;
Sceneltem *getParentItem()
void setParentItem(Sceneltem *parentItem = nullptr);
virtual QList<QTreeWidgetItem*> getPropertyList ();
virtual bool setNewPropert (int row, QString newValue);
QString getName () ;
void setName (QString data);
SceneObjectType getObjectType ()
std::vector<Sceneltem*> getChildrenOfParent ();

static bool stringToVec3 (QString stringValue, glm::vec3
&vectorValue) ;

}i



findChildByType() — meron skuii moBepTae mepmuid JOYipHIA 00’€KT
HA/IaHOTO THITY.

appendChild(), insertChild(), deleteAtindex() Tta clearChildren() -
METOJI KePYBaHHS TOYipHIMHU €JIEeMEHTaMHU, SIKi TO3BOJIIOTH I0JAaBaTH, BCTABIISTH
BUJIAJISITH Ta OYHUIIATH CIIUCOK 00'€KTIB.

getChildBylIndex() — moBeprae gouipHiii 00€’KT 3a HaJaHUM IHICKCOM.

childCount() — moBepTae KiIbKiCTh JOUIpPHIX 00€ KTIB.

columnCount() — moBepTae KinbKiCTh CTOBOIIIB y JepeBi iepapxii.

data() — moBeprae 3HaUCHHS y JIepeBi iepapxii I HATAHOTO CTOBOLIS.

row() — moBepTae iHACKC MOTOYHOTO 00’ €KTA.

getParentltem() — moBepTae GaThKIBCHKUI 00’ €KT.

setParentltem() — BcraHoBIII0€ HOBUI OaThbKIBCHKHM 00’ €KT.

getPropertyList() — MmeTon Hajjae CIMCOK BJIACTUBOCTEH 00’ €KTa CIICHU.

setNewPropert() — Meron BCTaHOBJIEHHS HOBHX 3HAY€Hb BJIACTHMBOCTEH B
3aJICKHOCTI B1J] MEpEJaHUX ApTYMEHTIB.

getName() — metox moBepTae im’st 00’ €KTa.

setName() — MeTo/1 BCTaHOBITIOE HOBE iM’sT 00’ €KTa.

getObjectType() — meTox sikuii moBepTae THUI 00’ €EKTY CIICHH.

getChildrenOfParent() — mnoBeprae CHUCOK MAOYIPHIX €JIEMEHTB JUIS
0aThKICHKOTO 00’ €KTa TOTOYHOTO €JIEMEHTA.

stringToVec3() — craTuuHuil METOI, SIKHI IEPETBOPIOE TEKCTOBUI PSIOK HA
BEKTOP.

Hami OyayTh pO3MIISIHYTI KOHKPETHI KOMIIOHEHTH, BIANOBIANbHI 3a
BIJITBOPEHHS Ta Bizyasizaiito 3D-CciieHu B mporpami.

[Tounnatoum 3 knacy SceneViewPortObject, sikuil € KpUTHYHO BaKJIMBUM
KOMIIOHEHTOM, BIJNOBIIAJIbHUM 3a Bi3yalli3allil0 Ta KEpyBaHHS BIKHOM IEperysiay
3D cuenn B mporpami. Bin ycnankoBye BOyzaoBani B 6i0mioreky Qt kmacu, ans

BUKOPHUCTAHHS MOXJIMBOCTEH Bizyaui3alii Ta ¢pyHkiioHaibHOCTI OpenGL.
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SceneViewPortObject peanizye psa MeTOIB, HEOOX1THUX TSl 1HIIIATi3aMmii
OpenGL, oHOBIIEHb 300paskeHHs 1 00pOOKK 3MiHM po3Mipy BikHa. Kpim Toro, BiH
Ma€ METOAM, TMOB’s3aHI 3 MOMIIMU MUII, MPHU3HAYEHI Ui OOpOOKH B3aeMOJil
o0epTaHHs KaMepu. XodYa BiH HE TMOBEpTae Kamepy Oe3mocepenHbo, JJIs IbOTO
BUKOPHUCTOBYETHCS 00’ €KT KaMepH.

Krnac Hamae metoau /uisi BCTAHOBJICHHS HOBUX YHI(OpPM 1 MakeTiB BEpIIHH,
HAJIAI09d MOJJIMBICTh JUHAMIYHO peAaryBaTH Ta HaJaIITyBaHHS BJIACTUBOCTEH
HIeHIepiB AJIs BIATBOPEHHS €JIEMEHTIB CIICHH.

Takum umHOM, Kiac SceneViewPortObject moB’s3ye iepapxi€ro 1 Mojeib
CIIEHH 3a JomoMororn (yHKIioHamy mpuBemeHoro y Jlictuar 2 xuac

“SceneViewPortObject .

Jlictunr 2 krac “SceneViewPortObject”

class SceneViewPortObject : public QOpenGLWidget, public
QO0penGLFunctions 4 5 Core, public Sceneltem {

Q OBJECT
public:

SceneViewPortObject (QWidget *parent = nullptr);

~SceneViewPortObject () ;

MeshObject* addGeometry (int type):;

MeshObject* addCustomGeometry (QString filepath);

void setShaderLayouts (MeshObject* mesh,
std: :vector<LayoutConfig> newlLayouts) ;

void setShaderUnifroms (ShaderObject* shader,
std::vector<UniformConfig> newUniforms) ;

glm: :mat4 getViewProjection();
glm: :vec3 getCameraPosition ()
glm: :vec?2 getResolution();

protected:
void initializeGL () override;
void paintGL () override;

void resizeGL(int w, int h) override;

void mousePressEvent (QMousekEvent* event) override;
void mouseMoveEvent (QMouseEvent* event) override;
void mouseReleaseEvent (QMouseEvent* event) override;
void wheelEvent (QWheelEvent* event) override;
CameraObject m sceneCamera;

QTimer* m timer;

32



33

addGeometry() — nogae 10 CIICHH OAHMH 3 TPHOX T€OMETPUUHUX IPHUMITHBIB
3aJIe’HO BiJ OTPUMaHUX apryMEHTIB, a caMme KyO, TutoruHa abo cdepa.

addCustomGeometry() — mgomae a0 CIEHH T€OMETPUYHY MOJCIb 3a
OTPUMAaHUM IUISIXOM 70 (haitmy.

setShaderLayouts() — oTpuMye Ta BCTaHOBIIOE HOBHH  Maker
TE€OMETPUYHUX BEPILIUH.

setShaderUnifroms() — orpumye Ta BcTaHoBIIO€ HOBHWIA Habip yHipOpM
menaepiB.

getViewProjection() — moBepTae MaTpPUIlO MIEPETBOPSHB MPOCKITIi.

getCameraPosition() — moBepTae KOOPAMHATH PO3TAILITYBAHHSI KaMEPH.

getResolution() — moBepTae po3aiIbHY 3aTHICTh BiKHA Bi3yalri3arlii.

initializeGL () — Buxonye inimiamizamnito OpenGL.

paintGL () — oHoBIIOE 300paskeHs y BiKHI Bi3yaJTi3allii.

resizeGL() — OHOBIIIOE HaJAITYBaHHS Bi3yalli3alii B 3aJCKHOCTI BiJ
PO3I1IIBLHOT 3IaTHOCTI.

mousePressEvent() — Hamae xamepi iHGOpMAIliI0 TPO PO3TALTYBAHHS
Kypcopa Tij] 4ac Mmo4arky oOepTaHHs.

mouseMoveEvent() — nHamae kamepi iHdopMmalito TPO po3TallyBaHHS
Kypcopa ij] yac 00epTaHHs.

mouseReleaseEvent() — nHagae kamepi iHdopmalito mpo po3TalryBaHHS
Kypcopa TIij] 9ac 3aKiHYeHHsI 00epTaHHS.

wheelEvent() — namae kamepi curHaa mpo mnotpedy HpHOIU3UTH abo
BIJIaJIMTH CBOE PO3TAIlyBaHHS.

Knac ShaderObject € BinnmoBigaibHUM 3a KepyBaHHS wieiinepamu. Lleit kimac
IMIUTIMEHTY€E OCHOBHI (DYHKIII1, OB’ A3aH1 3 00pOOKOIO IIeiIepiB.

Opnieto 3 ocHOBHUX (YHKINN Kiacy, € 30epiraHHs TEKCTOBUX PSIIKIB
mieiaepa Ta nuisixiB 1o ¢aitnis. [e 3abe3neuye gerkuii 10CTyn A0 BUXITHOTO KOy

HIeHIepiB 1 MOJETIIy€e KOMIUIALIIO MIEHAEepIB Ta KEPYBAHHS HUMHU.



Takox kmac 30epirae cnucok yHipopMm, sKi TOBUHHI OyTH THepenaHi
menaepy mia dac Bizyamizamii. Ll yHidpopMH MOXYTh MICTUTH Taki 3MiHHI, K
MaTpHIll MMePETBOPECHB, MTapaMETPH OCBITICHHS Ta Oyab-sAKi 1HII JaHi, HEOOXIIHI
JUIS1 TIPaBUJIBHOTO BIJITBOPEHHS 00’ €KTIB.

Kpim toro, kmac ShaderObject Hamae MeTon A PEKOMITLIAIIT MIEHEPIB.
s pyHKIisT HEOOXiaHA IS TUHAMIYHOTO OHOBJICHHS Ta Moaudikarii menaepin
i 9Yac BUKOHAHHS, JO3BOJSIOYN 3MIHIOBATH MOBEMIHKY IICHIEPIB y pealbHOMY
gaci 6e3 mepe3arycKy IporpaMH.

Takum ymHOM, kiac ShaderObject Bifirpae BaxJIMBY poOJib B YIPaBIiHHI

HIeiiepamMu, 3a JOMoMOror (yHKITIOHaTy mpeBeaeHoro y Jlictuar 3.

Jlictunr 3 kzac “SceneViewPortObject”

class ShaderObject : public QOpenGLFunctions 4 5 Core,
public Sceneltem {

private:
GLuint m id;
std::string m vertexCode;
std::string m fragmentCode;
std::string m geometryCode;
std::vector<UniformConfig> m uniformVector;
std::string m vertexFilePath;
std::string m fragmentFilePath;
std::string m geometryFilePath;
bool isCustomPath v;
bool isCustomPath f;
bool isCustomPath g;
bool inGeometryMode;
std::string readShaderFile (const char* filename);
void createShaderProgram() ;
public:
ShaderObject (std::string vertexFilePath, std::string
fragmentFilePath);

ShaderObject (std::string vertexFilePath, std::string
geometryFilePath, std::string fragmentFilePath);

~ShaderObject () ;

ShaderObject (const ShaderObject& copy):
QList<QTreeWidgetItem*> getPropertyList () override;
void useShaderProgram() ;

void deleteShaderProgram() ;

void addUniform (UniformConfig uniform);
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void setUniforms (std::vector<UniformConfig> newVector);
vold activateUniforms (Sceneltem* scene);
QStringList uniformToString() ;

void recompile(std::string newVertexCode, std::string
newFragmentCode) ;

void recompile(std::string newVertexCode, std::string
newGeometryCode, std::string newFragmentCode) ;

void bindFiles (int type, QString filePath);
QString getVertexShaderString();
QString getFragmentShaderString() ;
QString getGeometryShaderString() ;
bool getMode () ;
i

readShaderFile() — mpuBatHuit MeTOA, SIKHIA 3UNUTYE PAIKU KOAY IIeHaepa 3
daitny, 32 OTPUMaHUM HUISIXOM.

createShaderProgram() — npuBaTHHMIA METOJ, SKUW CTBOPIOE MICHICPHY
nporpamy Juist poootu 3 OpenGL.

getPropertyList() — MeToa Hamae CIIMCOK BIACTUBOCTEH 00’ €KTa CI[CHHU.

useShaderProgram() — wnamae curnan OpenGL 3 iHCTpyKIi€lO, SKy
nieiiepHy NporpaMmy noTpioHO BUKOPUCTOBYBATH IS BITOOpaKeHHS T€OMETii.

deleteShaderProgram() — Bunmamsie melepHy mporpamy 3 OINEpaTUBHOI
nam’ sITi.

addUniform() — nonae oany yHipopMy 10 CITUCKY.

setUniforms() — BcTaHOB/IIO€ HOBHIA CITUCOK YHI(OPM.

activateUniforms() — meron mepenae KOHCTaHTH, 3a JOMOMOTOI0 yHipopM
JI0 T IepiB.

uniformToString() — BUBOANUTH CIUCOK YHI(GOPM Yy BUTJIS L PSIIKA.

recompile() — pexommisntoe meiepy y BUIAAKy OHOBJICHHS X KOAY.

bindFiles() — npus’s3ye (haiinu 3 Kog0M MICHIAEPIB 10 MOTOYHOTO 00’ EKTA.

getVertexShaderString() — moBeprae koj mmieijepa BEpIIMH Yy BHUIJIAIIL
psizKa.

getFragmentShaderString() — moBepTae koja 1elaepa (parMeHTiB y

BUTJISIAI PAJIKA.
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getGeometryShaderString() — moBeptae ko mieiiaepa reoMeTpii y BUTIISII
psnKa.

getMode() — moBeprae Oyie€Be 3HAYCHHS YW BUKOPHUCTOBYE ITOTOYHHIMA
00’ €KT 1Ieiiep reomeTpii.

Jlnsa ctBopenns Teketyp OpenGL, 1 30epiranss BiAmoBigHOI iHPOpMAIIil Tpo
HuX, OyB po3pooien kimac TextureObject. Bin iHKancCyroe BayIIMBY iH(pOpMAIIiIO,
OB’ s13aHy 3 300pa)KeHHIMH, BKIIOYAIOYH pO3MIpH (BHCOTA Ta IMIUPHHA), KIJTBKICTh
KaHaJiB KOJbOPY, CIOT TEKCTypH s 3B’si3yBaHHA 3 OpenGL, nuiax mo ¢aiimy
300pakKeHHsS TEKCTypH Ta HeoOpoOseHl JaHi 300paKeHHs, M0 30epiraroThCs y
BUTJISII1 OaliTIB.

Knac 36epirae cior texctypu OpenGL, sKuli BUKOPUCTOBYETHCS IS
3B’sI3yBaHHA TEKCTYpH IIiJl 4ac omepaiiil Bizyamzaiii. Take kepyBaHHS CIOTaMu
rapaHTy€e€ MOXJIMBICTh BHUKOPHUCTAHHS BEJIMKOI KUIBKOCTI TEKCTyp MiJ dYac iX
Bi3yaumizaiiito Ha 3D-00’eKkTax y Mexax CIICHH.

Takum yuHOM, IIEH KJIaC CIY)KUTh IHCTPYMEHTOM KEPYBaHHS TCKCTypaMH B
cuctemMi peHaepuHry. JlJis BCTaHOBJEHHS HOBOTO 300pa)X€HHS Ta B3a€EMOIi 3
IHIIUMU ~ CUCTEMaMH, SK BIJIOOPKEHHS BJIACTUBOCTEH abo0  OTpUMaHHS
1aeHThdiKariitHoro 3HayeHHs B cucremi OpenGL, BUKOPHUCTOBY€ETHCSI HACTYITHHMA

dyHukmionan npeseaeuuit y Jlicrunr 4 krac “TextureObject .

Jlictunr 4 krac “TextureObject”
class TextureObject : public QOpenGLFunctions 4 5 Core,
public Sceneltem {
private:
GLuint m_id;
int m width;
int m height;
int m colChanelCount;
int m mySlot;
unsigned char* m imgInBytes;
std::string m imgPath;
void generateTexture() ;
public:
TextureObject (int slotNum = 0);
~TextureObject () ;
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QList<QTreeWidgetItem*> getPropertyList () override;
void assignNewTexture (QString filePath);
GLuint getID();

}i

getPropertyList() — MeToa Haae CIMCOK BJIACTUBOCTEH 00’ €KTa CIICHHU.

assignNewTexture() — mnpu3Hayae HOBe 300pakeHHs, sKe Oyne
BUKOPHCTOBYBATHUCS SIK TEKCTYpa.

getlD() — moBeprae ineHTHdiKaIiliHEe 3HaYCHHS 3 cepunoBuia OpenGL.

Hagiramii ta neperyis ClieHU BUKOHYETHCA 3a JIOMOMOTOIO PO3pOOJIEHOIO
kimacy CameraObject. Lleit kmac 30epirae BaxJIMBY i1H(oOpMAaIlil0 PO Kamepy,
BKJIIOYAIOYM 11 TIOJIOXKEHHs, OOepTaHHsA, OOMEXEHHS MaKCHUMaJIbHOIO Ta
MIHIMQJIBHOTO pajlyCy i MEpPEeMIIICHHS, a TaK0oX MAaTpUII0 IEpPEeTBOPEHb
MPOEKIIii, HEOOXIAHY JUTsl Bi3yaJsizallii.

Opniero 3 kmo4YoBUMX (YHKIIN Kiacy € creuu@ikanis MaKCUMalbHHUX 1
MIHIMQJIBHUX OOMEXeHb pajiycy. Lli oOMexeHHS BHM3HAYAIOTh JOIYCTUMUUN
Jlama3oH  BIACTaHI MK KaMepow Ta O00’€KTaMHM CIIEHHW, 3aro0irarouu
MEePEMIIICHHIO KaMepH HaJTO OJIM3bKO UM HAJITO JAJIEKO.

Knac kamepu mnonermrye HaBiramito B Mexax 3D-crieHu, T03BOJISIOUH
KOpPUCTYyBauaM MEPEMIIyBaTUCS HABKOJIO 00 €KTIB 1 TUBUTUCA HA HUX 3 PI3HHUX

TO4YOK 30py. Peamizaris nporo ¢yHkiionany npusenena y JIicTusr 5.

Jlictunr 5 krac “CameraObject ”

class CameraObject : public Sceneltem ({
private:

50.0f;
const float m minRadius = 1.0f;

const float m maxRadius

glm::mat4 m view;
glm::mat4 m projection;
glm::vec3 m_lookAt;
glm::vec3 m position;

4

int m_anchorMousePosX =

o O

int m anchorMousePosY

4

0.0f;
float m angleVertical = 0.0f;

float m angleHorizontal

float m anchorAngleHorizontal = 0.0f;



float m anchorAngleVertical = 0.0f;

float m radius = 5.0f;

void updateCameraPosition() ;

public:

CameraObject () ;

QList<QTreeWidgetItem*> getPropertylList () override;

bool setNewPropert (int row, QString newValue) override;

void setProjectionAspectRation (float width, float
height) ;

void setNewRotation (int x, int y);

void setAnchor3D() ;

volid setAnchor2D(int mousePosX, int mousePosY);

glm::matd4d getViewProjection();

glm: :vec3 getPosition();

void zoomIn (float zoomValue);

void zoomOut (float zoomValue);

}s

updateCameraPosition() — npuBaTHHK METOJX JUIsI OHOBJICHHS ITO3HMII
KaMepH.

getPropertyList() — MmeTon Hajjae CIMCOK BJIACTUBOCTEH 00’ €KTa CIICHU.

setNewPropert() — Meron BCTaHOBJIEHHS HOBHX 3HAY€Hb BJIACTHBOCTEH B
3aJIeKHOCTI BiJ] EpEJaHUX apTYMEHTIB.

setProjectionAspectRation() — BCTaHOBIIOE PO3ALIBHY 3IaTHICTH IS
MaTpHIl IEPETBOPEHB MPOECKITi.

setNewRotation() — BcTaHOBIIIOE HOBE PO3TAIIyBaHHS KaMEPH Y CHEPUIHUX
KOOpJHMHATaX, BAKOPUCTOBYIOUM OTPUMaHi KOOPAMHATH KypCcopa.

setAnchor3D() — BCTHOBJIOE HOBI KyTH OOeEpTaHHS y COEpUUHUX
KOOpAMHATAX.

setAnchor2D() — BCTHOBIIOE HOBI KOpJAMHATH Kypcopa Bif sSKoro Oyie
o0paxoByBarcsi 0OepTaHHII. .

getViewProjection() — moeBepTae MaTPHUIO IEPETBOPEHD MIPOCKITII.

getPosition() — moBepTae po3TalllyBaHHSI KaMEPH y MPOCTOPI.

zoomlIn() — 3MeHblIIye paaiyc chepruuHUX KOOPAUHAT.

zoomOut() — 30ibIIye pagiyc chepuaHUX KOOPIUHAT.
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Takox BOXIMBUM €JIEMEHTOM JjIs1 pOOOTH 3 MIeHIepaMu € JKEPENIo CBITIA.
3a nmomomororo kiacy LightSourceObject Oye peamizoBaH 1ieit iHCTpyMeHT. Bin
CIIy’)KUTb KOHTEHHEPOM MPHU3HAYECHUM JUIS 1HKANCYJSii JaHUX, MOB’SI3aHUX 13
JDKepenaMH CBITJIA, TaKMX SIK WOTO MOJIOKEHHS B 3D-TpocTopi Ta BIACTHBOCTI
KOJIBOPY.

Taxum 4MHOM, CHIPOILYETHCS IHTETPALlisl PI3HUX THITIB JKEPEI CBITIA, TAKUX
SK TOYKOBE CBITJIO, CHOPSMOBaHE CBITIO Ta TpOXKeKTopu. OTpUMaHHA Ta
30epeKeHHSl JIaHUX TMPO JDKEPENo CBITIa BUKOHYETHCS 32  JIOTIOMOTOIO

dbyHKioHamy npeseneHoro y Jlictunr 6.

Jlictunr 6 krac “LightSourceObject”

class LightSourceObject : public Sceneltem {
private:
glm::vec3 m position;
glm::vec3 m color;
public:
LightSourceObject () ;
QList<QTreeWidgetItem*> getPropertyList () override;
bool setNewPropert (int row, QString newValue) override;
glm: :vec3 getPosition();
glm: :vec3 getColor();
i

getPropertyList() — MmeTon Hajjae CIMCOK BJIACTUBOCTEH 00’ €KTa CIICHH.

setNewPropert() — Meron BCTaHOBJIEHHS HOBHX 3HAY€Hb BJIACTHBOCTEH B
3aJIeKHOCTI BiJ] EpEJaHUX apTYMEHTIB.

getPosition() — moBepTae po3TalryBaHHs JHKepesa CBITIA y MPOCTOPI.

getColor() — nmoBepTae koJip JpKepena CBiTia.

OyHIaMEHTAIbHUM KOMIIOHEHTOM Y CHCTEM1 Bi3yasi3alii, MpU3HAuYE€HUM
JUIs KepyBaHHS Ta BiaTBOpeHHs 3D 00’ekTiB, € kiac MeshObject. Bin ciyxuth
KOHTEHHEepOM it aTpuOyTiB 1 (DYHKIIH, MOB’SI3aHUX 13 PEHAEPUHTOM CITKH,
Bitouaroun Oydep BepmmH (VBO), 06’exkt macuBy BepmuH (VAQO), 00’ekT
oydepa iugekcie (EBO), maketu BepimH, 30epirae meiaepu, MepeTBOPEHHS

00’exTa (IT0JI0KEeHHs, 00epTaHHs, MacIITad) 1 METO I Bi3yaJi3allii.
2
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Knac 36epirae ocnoBHi cTpykTypu aanux OpenGL, taki sik VBO, VAO Ta
EBO. Bonu BH3Haual0Th reoMeTpito, aTpuOyTH BEPIIMH Ta MOPSAIOK Y SKOMY iX
noTpiOHO  Bi3yamizyBaTu, 3a0esneuyroud  e(peKTUBHE  BIATBOPEHHS  Ta
MaHIyJIIOBaHHS BEPIIMHAMH IT1i]] 4ac TPOIIECY BiITBOPEHHSI.

Meton Bigyamizaiii 00’€KkTa, KUl BUKOPHCTOBYE 30€pexkeHi IIeiaepu Ta
cTpykTypu nanux OpenGL, MocCIigoBHO 3aCTOCOBYeE MIeHaepw Ui Bizyami3arlii
00’€KTa, BUKOPHUCTOBYIOYM MaKETH BEpIIMH 1 yHIDOpMHU IIeHaepiB 300pakyroun
T€OMETPHUUHY CITKY y BiKHI IOTIEPEIHBOTO TEPETIIsTY.

Byayun BaxJIMBUM €IE€MEHTOM YCI€l CHUCTEMM peaii3alis LbOro Kiacy

npeseneno y Jlicrunr 7 kzac “MeshObject ™.

Jlictunr 7 krac “MeshObject”
class MeshObject : public QOpenGLFunctions 4 5 Core, public
Sceneltem ({
private:
GLuint VAO;
GLuint VBO;
GLuint EBO;
std::vector<LayoutConfig> m layoutVector;
int m segmentLength;
bool doDepthTest;
glm::vec3 m position;
glm::vec3 m rotation;
glm::vec3 m scale;
glm::mat4 m model;
GeometryClass m geometry;
void generateBuffers();
public:
MeshObject (int type = 0);
MeshObject (QString filepath);
~MeshObject () ;
MeshObject (const MeshObject &copyFrom) ;
QList<QTreeWidgetItem*> getPropertyList () override;
bool setNewPropert (int row, QString newValue) override;
QStringList layoutToString() ;
void setNewLayouts (std::vector<LayoutConfig> newVector);
void disablelLayouts();
void deleteBuffers();
void draw() ;
void rotate(glm::vec3 rotation);
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void setPosition(glm::vec3 pos);
void translate(glm::vec3 pos);
void setScale(glm::vec3 scale);
glm: :mat4 getModel () ;

i

generateBuffers() — mpuBaTHmMiI MeTOx, KWW TeHEpye MacHB BEpIIUH,
Oydepu BepimH Ta iHAEKCIB 11t podoTu 3 OpenGL.

getPropertyList() — MeToa Haae CIMCOK BJIACTUBOCTEH 00’ €KTa CIICHHU.

setNewPropert() — MeToa BCTAaHOBJICHHS HOBHMX 3HAUCHb BIIACTHBOCTCH B
3aJIEKHOCTI B1J] IEPEJAHUX APTYMEHTIB.

layoutToString() — moBepTae MakeT BEPIIUH y BUIJISIII PSIKA.

setNewL ayouts() — BcTaHOBITIOE€ HOBHI MaKEeT BEpPIITHH IeOMETPii.

disableLayouts() — Bigkirodae eleMEHTH MakeTy y BHUIAJAKY 3YHHHKH X
BUKOPUCTAHHSI.

deleteBuffers() — Bunansie MacuB BepivH, Oydepu BepIIvH Ta 1HIEKCIB IS
poOOTH 3 OTEPAaTUBHOI MTaM’SITI.

draw() — Merom ans BimOOpaXkeHHS TIeoMeTpii, MOTOYHOrO 00’€KTa, Ha
eKpaHi.

rotate() — odeprae reoMeTpiro y MaTpPHIIi IEPETBOPCHbD.

setPosition() — BCTaHOBIIOE HOBE pPO3TAllyBaHHS TEOMETpPil y MaTpHIIi
TICPETBOPCHb.

translate() — mepemirye reoMeTpito y MaTpHIli IEPETBOPEHb.

setScale() — 3minroe macmtad reomerpii.

getModel() — moBepTae MaTpHIO IEPETBOPEHb.

Takox y poOOTI CHCTEMH BaKJIMBUM €JIIEMEHTOM € CIIy>KOOB1 KJIacH SKi
BUKOHYIOTh JOMOMDKHI (YHKIi, 3a0e3Meuyrour CTPYKTypoBaHe 30epiraHHs
JIAaHHUX TIPO TE€OMETPil0 MPUMITHBI, MAKET BepIIMH abo yHidhopmu mieimepis. Ix
(GyHKII0OHAJIBHI MOXJIMBOCTI MIABUIIYIOTh €(EKTHUBHICTH POOOYOro mpolecy Ta

CIPHUSIOTh TOBTOPHOMY BUKOPUCTAHHIO KOJTY.
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Jlnst 30epiranss iHGoOpMaIlii mpo MakeTH MIEHIEPIB y Mporpami peaakTopa
BUKOpUCTOBYeThCcsl kiac LayoutConfig. Bin chnyxuth KOHTEHHEpOM Jis
BU3HAYCHHS CTPYKTYpH MaKeTa IIeHaepiB, BKIIOYAIOYM Taki aTpuOyTH, SK
MOJIOKEHHSI BEPIIMH, HOpPMaji, KOOPAWHATH TEKCTYpH Ta KOJIp BEPIIMHHU.
[akancymioroun iHQOpMaIilo MpPO MakeT, Kiac TOJEruye OpraHizamio Ta
KoHiryparrito reomeTpii 3D 00’ €KTIB y cleHi.

[Tomi6uum ymnHom kiac UniformConfig Biamosimae 3a 30epiraHHs
iHpopMmarii npo yHibopmy meigepi. lle Bkirodae Taki 3MiHHI, SIK MaTpPHIl
TpaHcdhopmarlii, mapaMeTpu OCBITJICHHSI, 3MIHHY 4acy, pO3/IbHY 3/aTHICTh BIKHA
BI3yali3anii, nmapaMeTpu KaMepu Ta TEKCTypH, SKI MOXYTb OyTH HEOOXI1JHI
miedaepaM Mg 4ac Bizyamizaimii. TakuM YHMHOM CTBOPIOETHCS MOKIIUBICTD
JWHAMIYHO HAJIAIITOBYBATH BJIACTHUBOCTI IICHIEPIB.

Jlnss  poOOTH 3 TEeOMETpIEId BUKOPUCTOBYETHCS aOCTpaKTHUM  KJiac
GeometryClass. Bin 30epirae gaHi mpo BEpIIUHHU 1 JaHi 1HIEKCIB, 3a0e3Meuyoun
CTaHIapTHU30BaHy CTPYKTYPY IJIs BU3HAUEHHS T€OMETPHUYHHX (Iryp y peaakTopi
ienaepis.

HouipHi kiacu, Taki sk CubeGeometry, PlaneGeometry ta SphereGeometry,
MiATPUMYIOTh CTBOPEHHSI 3araJIbHUX T€OMETPUIHUX (POpM, K KyOH, TIJIONIMHU Ta
chepu, BiamosimHo. Lli migkiIacu HamawTh MOMEPEIHBO BU3HAYEHI CTPYKTYpPH
JAHUX, PUCTOCOBAHI 10 KOXKHOI F€OMETPUYHO1 (IrypHu.

Takox OyB cTBOpeH mouipHiii kmac CustomGeometry, skuii marpumye
3aBaHTa)XCHHS TeoMeTpil i3 30BHIMmHIX ¢ainiB ¢opmary obj. Ile mo3Bomse
KOpPUCTYBauyaM IMIOPTYBaTu BiacHi 3D-Mozeni Ta iHTerpyBatu iX y cepeioBHILE

penakTopa meiaepis, MiABUILYIOYH YHIBEPCATBbHICTh 3aCTOCYHKY .

3.2.3 KoMnoHeHT npeacTaBJIEHHS
HaBenenuit pynkuionan kimacy Sceneltem € HEBiJ'€MHOIO YaCTHHOIO Kjacy
SceneHierarchy, sikuii € KIIOYOBUM KOMIIOHEHTOM apXITEKTypH 3aCTOCYHKa,

MpU3HAYEHUM I Bi3yamizailii Mojeni cieHu B iHTepdeiici kopuctyBaya. J[ms
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1poro BiH ycmnaakoBye QAbstractltemModel, ¢peitmBopky Qt, BUKOPUCTOBYIOUHU
fioro QyHKII{ ISl MpeACTaBICHHS JaHUX 1 KEpyBaHHS HUMH.

Kpim Ttoro, SceneHierarchy peanizye (GyHKIIOHATBHICTH IS OTEparii
nepeTAryBaHHs, 3a0e3leuyioud 1HTYITUBHY OpraHizaililo €JIeMEHTIB CIIEHH B
lepapxii.

Cam kJac 30epirae nmocujaHHsI Ha KOpEHEBUN 00’ €KT THIy Sceneltem, sikuii
CIIy’)KHTh TOYKOIO BXOJIy B i€papxiuHy CTpykTypy. lLle mocumaHHs H03BOJIsE
SceneHierarchy 3miiicHioBaT HaBiraimiro Ta KepyBaTH BCiM Tpadom cIreHH,
3a0€3Me4yr0Ud MOCIII0BHICTb 1 Y3TO/KEHICTh Y TIPEICTaBIICHHI MOJIEI.

3aranom, kinac SceneHierarchy Bijirpae BaxauBy podib y Bi3yalli3amii JaHUX
B 1HTepdeiici kopuctyBaua. Peamizanis meroniB, npuseneHa y Jlictunr 8 xuac

“SceneHierarchy ”, poOuTh HOro Ba)JIMBOK YaCTHHOIO apXiTEKTypH MPOTPaMHu.

Jlictunr 8 krac “SceneHierarchy ”

class SceneHierarchy : public QabstractItemModel {
private:
Sceneltem* m rootItem;

static constexpr char s treeNodeMimeType[] =
"application/x-sceneitem";

public:

SceneHierarchy (QObject *parent);

QVariant data (const QOModelIndex &index, int role) const
override;

OModelIndex index (int row, int column, const QModelIndex
&parent = {}) const override;

QModelIndex parent (const QModelIndex &index) const
override;

int rowCount (const QModelIndex &parent = {}) const
override;

int columnCount (const QModelIndex &parent = {}) const
override;

QVariant headerData (int section, Qt::Orientation
orientation, int role = Qt::DisplayRole) const override;

void appendChild(Sceneltem* child);

void appendRow (Sceneltem* item, const QModelIndex
&parent = QModelIndex());

void removeRow (const QModelIndex &parent =
QModelIndex ()) ;

Qt::ItemFlags flags(const QModelIndex &index) const
Q DECL OVERRIDE;
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Qt::DropActions supportedDropActions () const
Q DECL_OVERRIDE;
Qt::DropActions supportedDragActions () const

Q DECL OVERRIDE;
QStringList mimeTypes () const Q DECL OVERRIDE;

OMimeData *mimeData (const QOModelIndexList &indexes)
const Q DECL OVERRIDE;

bool dropMimeData (const QMimeData* data, Qt::DropAction
action, int row, int column, const QModelIndex & parent)
override;

}s

data() — BipryanmsHHit MeTO 3 Kiacy QabstractltemModel, sikuit oBepTae
1H(popMarrito 00’ekTa, IKy MOTpiOHO Bi3yani3yBaTH.

index() — BipTyanpHHUit MeTOA 3 Kiaacy QabstractltemModel, sikuii cTBOpIOE
1HJIeKC 11 00€’KTa JiepeBa.

parent() — BipryanbHuii Mmeton 3 kiacy QabstractitemModel, sikuii moBepTae
OaTbKIBCHKUW 00€ KT JIJIsl HAAAHOTO €JIEMEHTAa CLEHHU.

rowCount() — BipTyansHuii meron 3 kiacy QabstractltemModel, sxuii
MOBEPTAE KUIBKICTh JOUIPHIX 00’ €KTIB JJIsl HAJJAHOTO €JIEMEHTA CIIEHHU.

columnCount() — Bipryanpauii MeTon 3 kiacy QabstractitemModel, sxwmii
MOBEPTAE KUIBKICTh CTOJIONIB, SIKI HOTPIOHO BiIOOPA3UTH.

headerData() — BipryansHmii MeTon 3 kiacy QabstractitemModel, skwuii
noBepTae iHPpopMaIliro KOPEHEBOTo 00’ €KTa, SIKY MOTPIOHO Bi3yani3yBaTH.

appendChild() — nomae enemMeHT sIK TOUipHIH, 111 KOPEHEBOTO 00’ €KTA.

appendRow() — noaae HOBHIT 00’ €KT 3a 1HIAEKCOM.

removeRow() — Bumainsie 00’ €KT 3a iHIEKCOM.

flags() — moBepTae ¢raru 06’ €xTa 3a HaAAHUM THIEKCOM.

supportedDropActions() — moBeprae nepemnik aid sSKi MIATPUMYIOTHCS ITiJT
4ac MepeMIIIeHHS.

supportedDragActions() — nmoBepTae mepesik aild SKi MATPUMYIOTbCS ITiJT
4ac 3aBepIIeHs MepeMiIeHHS.

mimeTypes() — moBepTae KOHCTAHTY 3a SIKOKO MOYKHA IMITYBaTH 00 €KT.
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mimeData() — Hagae iHdopMaIlliro 3a KO MOXXHA IMITYBaTH 3a HaJaHUM

1HIEKCOM.
dropMimeData() — BukopucToBe iHpOpMAIIiIO TS iMITAIil AT TOTO 00

nepeMecTUTH 00’ €KT BcepeAeHi 1ipapxii.

3.2.4 KoOMIIOHEHT KOHTPoJIep

Kontponepom cayxuts kimac MainWindow B apXiTekTypi MHOporpamu,
BIIMOBIJAIBHUM 32 KEpyBaHHS PI3HUMHU  (QYHKIISIMH Ta  B3a€EMOJISIMU,
MOB’sI3aHUMH 3 penakTopoM menaepiB. Lleit kimac oOpoOisie mofii 1 omepartiid,
BAXJIMBI JUIsI MAaHIMYJIOBaHHS CIIEHOIO, pEeJaryBaHHs IIEHIEpiB, KEpyBaHHS
TEKCTypaMU Ta B3a€EMO/I1i 3 IHTEepdeiicoM KopucTyBaya.

OpHum 13 KIHOYOBUX OOOB’S3KIB Kilacy € oOpoOka mojii, NMOB’sI3aHUX 13
JI0JITaBaHHSM 1 BUJIaJICHHSIM 00 €KTIB y clieHi. e BkiIrouae HajaHHs KOpUCTyBayam
MEXaHI3MIB JUIs J0JjaBaHHs HOBUX 00’ €KTIB /IO CEpEAOBUILA CLIEHU Ta BU3HAUYEHHS
ixHiX BrmacTuBocTed. KpiM TOro, Kilac MOJEruIye B3a€MOMAII0 KOPUCTyBada s
MOKa3y KOHTEKCTHUX MEHIO, 3a0€3MeUyro4H 1HTYITUBHO 3pO3yMiii Ta €peKTUBHI
poboui mporiecu pearyBaHHs CLICHH.

Knac royioBHOro BikHa Kepye BBEJCHHSIM KOPHUCTYyBauya, IOB’S3aHUM 13
penaryBaHHAM mieiepiB. BiH Hamae kopucTyBauaM MOKIIUBICTH O€3MOCEPEIHBO
BBOJUTH KOJ IleWJepa depe3 chemiaibHuil penaktop komay. Ilotim Kkiac
3aCTOCOBY€E 1€ KOJ MO BIATOBIIHMX II€HAEpiB, MOJICTIIYIOUM OHOBJICHHS Ta
Mo (iKallii HOBEAIHKHM Ta 30BHIIIHLOTO BUTJISIY IICHAEPIB y peabHOMY Yaci.

OxkpiMm 0OpoOKM BBEIAEHOTO KOIy, MIATPUMYETbCA BIIKPUTTA (haidiiB
mIeiiepiB 1 MpU3HAYCHHS KOAY 3 WX (QailmB mehaepaM y mexax crieHu. Lls
GyHKILIS COpPONIY€e MPOLEC IMIOPTY Ta 1HTErpalli MonepeaHbo ICHYHUOIro KOy
mIeHIepiB Yy peaakTop, MiABHUINYIOUYN €(PEeKTUBHICTH POOOYOTO Tpolecy Ta
THYYKICTh JJI1 pO3pOOKM IeiepiB. TakuM caMUM YHUHOM HTPOXOJUTH IMIIOPT
300pakeHb, ISl TOrO 100 BUKOPUCTOBYBATH iX SIK TEKCTYPH Y PEIAKTOPI.

Kpim Toro, Hamatotbest (yHKIIT 1711 pefaryBaHHs yHIGOpPM Ta MaKeTiB

BCpPLIIMH, 3a JOIIOMOI'0IO I[iaJ'IOFOBOI‘O BIKHA.



3aranom, KJac CIY>KATh KOMIUIEKCHHUM KOHTPOJIEPOM, HAJAI0YH BEIHKY
KUIBKICTh (DYHKIIIM, HEOOXIMHMX g peaaryBaHHs 3D-crieHu, MaHIMyIIOBaHHS

nieiiepamMu, KepyBaHHs TEKCTypaMH Ta B3aeMOJIii 3 iHTepdericoM KopucTyBaua, 3a

JIOTIOMOTO0 METO/11B HaBeaeHUX y Jlictunr 9.

Jlictunr 9 xrac “MainWindow ”

class MainWindow

Q OBJECT

public:

MainWindow (QWidget *parent = nullptr);

~MainWindow () ;

private slots:

void
void
void
int column) ;
void
void
void
void
void
void
void
void
void
void
void
void
void
void
private:

onCustomContextMenu (const QPoint &point);
onSelectedTreeltem(const QModelIndex & index);
onPropertyWidgetDoubleClick (QTreeWidgetItem *item,

onEditorLooseFocus () ;
compareVertexText () ;
compareFragmentText () ;
compareGeometryText () ;
addGeometry (int type);
deleteltem() ;
addShader (int type)
bindFileToShader () ;
addTexture () ;
assignNewTexture () ;
addLightSource() ;
recompileShader () ;
openlayoutDialog() ;
openUniformDialog() ;

Ui::MainWindow* ui;

SceneHierarchy* model;

ShaderObject* currentShader;

QOShortcut* saveShaderVertex;

QShortcut* saveShaderFragment;

QShortcut* saveShaderGeometry;

OMenu* sceneContextMenu;

QMenu* geometryContextMenu;

OMenu* shaderContextMenu;

OMenu* textureContextMenu;
QPoint lastContextMenuClick;
QString propertyText;

public QmainWindow {
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QString lastOpenedPath;
void setUpContextMenu () ;
void setUpConnections () ;

}s

onCustomContextMenu() - wmerox o00poONIOE TOMIF0  BiAKPUTTS
KOHTEKCTHOTO MEHIO B 3aJIGKHOCTI BiJI TOTO, JUIS SKOTO 00’€KTa Ii¢ MEHIO OyIIo
BIJIKPHUTO.

onSelectedTreeltem() — merom o00poOisge momil0 BHOOPY 00’€KTy Yy
HaBIraTopi i€epapxii CLICHH.

onPropertyWidgetDoubleClick() — meTon o06po0itoe MMoaif0 JTBOWHOTO
KJIIKY JUTS BAACTUBOCTEH, Ta MIOYATKY 1X peJaryBaHHS.

onEditorLooseFocus() — merom o0poOiroe mofit0 BTpaTH (HOKyCy JUIs
BJIACTUBOCTEH, Ta 3aKiHYCHHS pearyBaHHI.

compareVertexText() — MeTo MOPIBHIOE TEKCT KOy IIeHiepa BEPIIUH Y
YBIKHI BBOJIY 3 TEKCTOM Y (haidJi.

compareFragmentText() — wMeTox NOpIBHIOE TEKCT KOOy Miekaepa
dbparMeHTiB y yBIKHI BBOJY 3 TEKCTOM Yy (haii.

compareGeometryText() — wMeToax TmOpIBHIOE TEKCT KOAy Mieiiepa
reoMeTpii y YBIKHI BBOJY 3 TEKCTOM Y (paiii.

addGeometry() — meTo 101a€ HOBY T€OMETPIO 10 PEAAKTOPA.

deleteltem() — meTox Bugaisie 00’ €KT CLICHH.

addShader() — meton nogae HOBHIA IIEHACD IO PEAaKTOPA.

bindFileToShader() — npus’s3ye ¢aiin 3 komom mieiizepa 10 00’ekTa
CIICHHU.

addTexture() — meTox 101a€ HOBY TEKCTYPY JI0 PeIaKTOpa.

assignNewTexture() — npuB’si3ye aitn 3 KomoMm Ieiaepa 10 00’€kTa
CIICHHU.

addLightSource() — meTon mo1a€e HOBE JIKEpEIIO CBITIIA 10 peAaKTopa.

recompileShader() — meToa pexomIiro meiaep KU 3apa3 peaary€eThesl.
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openLayoutDialog() — wmeTton BigkpuBae JiaJloroBe  BIKHO  JUIS

HaJIAIITyBaHHS MaKETy BEPIIUH LK epa.

openUniformDialog() — w™erox BigkpuBae [iajloroBe BIKHO IS
HaJaITyBaHHs YHIGOPM Ieiaepa.

setUpContextMenu() — npuBaTHUH METOM, SIKHHA TOTYE€ KOHTEKCTHI MEHIO
11T yac 1Hiam3ani.

setUpConnections() — mpuBaTHHI METO, KK 3B’ SI3y€ MOJIT 3aCTOCYHKY Ta

METOIM KOHTPOJLJIepa, siki 00pOOIISIFOTH 111 MOI].

3.3 ®yHKIiOHAJbHI BUMOTH /10 CUCTEeMH

3.3.1 3arajabHi BUMOTH
1. Pemaktop mieiinepiB Mae OyTH CYMICHHM 13 OCHOBHUMH OTNEpalliiHUMHU
cucreMamMu, TaknMu gk Windows, macOS 1 Linux, mo0 3a0e3neuntn
JIOCTYIHICTD 1 3pYYHICTh BUKOPUCTAHHS JJI ITUPOKOI 0a3u KOPUCTYBaYiB.
2. Tligtpumka ™MoB 1einepiB, Takux sk GLSL, mo3Bomsie po3poOHMKAM
e(eKTUBHO MHCATH, pEAAryBaTy Ta KOMIIIIOBATH IEHIEPH B PEIAKTOPI.
a. MOXIMBICTh CTBOPIOBATH, PellaryBaTH Ta KOMIILTIOBATH BEPIIMHHI
menaepu.
b. MoxnuBicTh  CTBOpIOBATH,  pEAaryBaTd Ta  KOMIIUTIOBATH
dbparMeHTHi menaep.
C. MoxuBICTH  CTBOpPIOBAaTH, peAaryBatd Ta  KOMIUIIOBATH
T€OMETPUYHI I IepiB, YOTO YaCTO HEMAE B PEJIaKTOpax MICHAepiB.
3. Jwuzaiin iHTepdeiicy KopucTyBada MOBUHEH OyTH IHTYITUBHO 3PO3yMUIUM 1
3pyYHUM JJIsi KOPUCTyBada, MICTHUTH IHCTPYMEHTH [UJIsl HaJallTyBaHHS
nmapameTpiB IIEHEepiB, MOMEPEeIHHOTO TMEperyisily B pealbHOMY 4aci,
HaJIaro»KeHHsI Ta Bi3yaJIbHOI'O 3BOPOTHOTO 3B'SI3KY.
4. PenaryBaHHs YHiGopM MIeHAepiB Ta BXIHHUX JaHUX TaKUX, K JDKEpea

CBITJIa Ta TEKCTYPH.



5. MOXIHMBICTh EKCIOPTYBaTH Ta IMIIOPTYBaTH Iueiaepu 3 daimiB s
CIIUJIbHOTO BUKOPUCTAHHS Ta CITIBIpAIli.

6. CymicHICTb 13 CTaHZApPTHUMH poOOUYMMH TIpolecamu, (QopmaTamu
300paxkeHb s pobOoTH 3 TekcTypamu, (opmaramu 3D Momeneit mus ix
3aBaHTaXeHHs (Hampukiazn .0bj) i iHCcTpymMeHTamu po3poOKu mieinepis
3a0e3nedye B3aEMOJIi0, O€3MepepBHICTL POOOYOTO MPOIECY Ta JIETKICTh
iHTerparlii 3 iCHyI0OUnMH KOHBEEPAMHU Ta €KOCHCTEMaMH.

7. PennepuHr meiaepiB y peaqbHOMY Yaci, 00 MUTTEBO Bi3yali3yBaTH 3MiHH,
KOJIM BOHH BHOCSTBCS B pEJIaKTOPI.

8. IlimcBiuyBaHHS CHHTAKCHCY JUIsI KOOy Imeiaepa, 100 IOKpalluTH
YUTAOEIIbHICTD 1 MOJETIUTH PelaryBaHHS.

9. ®OyHkmii BUIUICHHS TIOMIJIOK 1 HaJlaro/pkKeHHs, 100 JOMOMOITH

KOPUCTYBa4yaM BUSIBUTH Ta BUIIPABUTH MPOOJIEMU B KO HIeiaepa.

3.3.2 bi6aioTreka mignporpam (KJjaciB)

Y [0AaTok A0 OCHOBHUX TEXHOJIOTIH, B peAaKkTop IieiaepiB Oyiu
inTerpoBani Tpu 6i6miorekn: GLM, stb_image i QCodeEditor.

GLM — ne maremarnuHa Oibmioreka C++ [10], sika 3abe3meuye QyHKIii
JUTSl BEKTOPIB, MATpPHIlb, IEPETBOPEHb 1 T€OMETPUYHUX OMeparliii, skl 3a3BHYai
BUKOpUCTOBYIOTbC B mporpamax OpenGL. Cymichicte GLM i3 meliaepamu
GLSL pobuth #Horo BaXJIUBHM JOMOBHEHHSIM JO CHCTEMH, JIs1 OOpPOOKH
MaTeMaTHIHUX OOYHUCIICHD 1 IEPETBOPEHb.

stb_image — 1ie sierka OiOmioTeka ISl 3aBaHTaKEHHS (hainiB 300paKeHb,
takux sk PNG 1 JPEG, y texcrypu OpenGL. IlpocroTa, mBHAKICTE 1 JETKICTh
iHTerpauii 3poOuiaM Moro 3pydyHUM BHOOpPOM JJii BUKOHAHHA 3aBJaHb 13
3aBAHTAXEHHS TEKCTYp 1 MaHIITyJIIOBaHHSI HUMHU.

QCodeEditor — me 0ibmioTeka, sKa HaJa€ HATAMMTOBYEMUN BiKET
penakTopa Koy 3 MiJCBIUyBaHHSM CHUHTAKCHUCY, JOIOBHEHHSAM KOAY Ta 1HIIUMHU

BOXIMBAMU (QYHKIISIMU IS pefaryBaHHS Koay. 3acHoBanmii Ha CMake, skuii
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CIpoliye mpoiiec iHTerpaiiii 010J10TeKu B cUCTeMY 301pKH, 3a0e3MeUyr0Yu MOBHY

CYMICHICTb 1 JIETKE HaJaIlTyBaHHS.

3.4 @yHKIiOHAJ CUCTEMU

3.4.1 ®yHKuioHAJ NMpPeICTABJICHHS Ta KOHTPOJLIEpa

I'padiunmit iHTepdeiic € OaHIEI0 3 TOJOBHUX YacTHH OYJIb-IKOTO
3aCTOCYHKY, TOMYy OYB CTBOpPEH IHTYiTUBHMH 1HTepdeic 3a JOMOMOroro
THCTPYMEHTIB po3poOKu Mojieni pencTabieHns. Ha

Pucynox 6 — I'pagiunuii inmepgetic po3pobasemoco pedaxmopa uieioepia

HaBeJIeHO rpadivyHe MpeICTaBICHHS peaaKkTopa menIepiB.

Shader

Pucynok 6 — I paghiunuti inmepgpetic po3pobisiemoco pedaxmopa wetioepia

[aTepdelic Hamae MOXIMBICTH JTOJaBaTH, BUIAIATH Ta pearyBaTd pi3HI
00’extu 3D crienu, Taki K TeoMeTpis, meiaepu, Tekctypu tomo. Ha Pucynok 7

— Use Case Odiacpama pedaxmopa wietioepie 300pakeHa Jiarpama Ipere/eHTIB
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penakTopa menaepis, 3a TOMOMOTOK SIKOi MOXKHO MO0AuUTH MOBHUHN (yHKITIOHAT

penakropa.

PeparysaHHA
weigepa
. [ 3bepeneHHn
BuganeHHs s weiinepa
\
\

\
\
s
~

BuganeHHsa
PeparysaHHA
napameTpiB
.

PepnarysaHHA
MaKeTy BEPLLUH

CTBOpeHHA HoBOT
reomeTpii

IMnopTt
iCHYyt04Oro . CTBOpPEHHA
wengepa o HOBOTO
. weigepa .

CTBOpEHHA HOBOTO

PeparysaHHA
- “ N\ apameTpiB
OKepena ceitna
™ BuoaneHHsa
CTBOpEHHS HOBOT Y&~
TEKCTYPH

. PeparysaHHA
: napameTpis
IMnopTt
306paxKeHHsA

Pucynok 7 — Use Case diacpama pedakmopa uieiioepis

PeparysaHHs - K
napameTpis
PeparysaHHA
yHichopm

PeparysaHH#
napameTpis
Kamepwm

KopucTtyBay

3aBaHTaXeHHA
Wwabnony
Wweigepa

/lonaBaHHS HOBUX 00’ €KTIB 10 CIICHH

[IpeacTaBieHHs] CLEHM y 1€pAPXIYHOMY BUIJIAI JO3BOJISIE KOPUCTYyBady
J0/1aBaTH PI3HI THMH OO’€KTIB 70 CIIEHM pefakTopa meiaepiB. KopucryBaui
MOKYTb CTBOPIOBATH 00'€KTH reoMeTpii, lieinepu, TEKCTypu ado JpKepena CBITia,
KOKEH 3 KX poOUTh CBif BHECOK Y 3arajbHy KOMIo3uuito cieHu. s ¢ynkiis
HNIATPUMY€E pPO3pOOKY Ta TECTyBaHHA IIEWIEpIB y OUIbII CKIAAHOMY Ta
pealicTUUHOMYy cepefoBulii. Jliarpama TOCHIAOBHOCTI IIbOTO TpoOIeCy, Ha

MPUKJIAA1 CTBOPEHHS 00'ekTa reoMeTpii, 300pakeHa Ha PucyHoxk 8.



‘MainWindow :SceneViewPortObject

1 T T
1 1 1
1 1 1
I 1. HaTuckae npaBow : I
1 KHOMKO No 0B'eKTY CLEHM o E
1
1
1
1
1
1
1
:
2. Binobpakae KOHTEKCTE MEHHO '
____________________________ .
1
1
1
1
:
- 1
3. Obepae npumiTuUB, 4. Hapae 3anuT Ha CTBOPEHHA !
AKMIA NOT pibHO AoaaTu HOBOro NPUMITUBY >-'-

6. BinoGpakae HOBUW NPUMITUB 5. lMNoBepTae HOBUIA

Ha eKpaHi CTBOPEHUN NPUMITUB

- ------ - - ------ - oo

Pucynox 8 — Sequence diacpama “Cmeopenns Hoeoeo 06 ’ekmy cyenu”

30epe:keHHs mIelaepa

IaTepdeiic no3BoNsIE KOpUCTyBady 30epertd Oyab-gKi 3MIHHM, BHECEHI 0
Koy meiaepa. Ilicist 30epexkeHHs 1ieinep aBTOMAaTHYHO KOMIUTIOETHCS, a 3MIHU
HeraitHo B1100pa)aroTbCs y BIKHI Meperiisany, 3a0e3neuyroun 3BOPOTHIN 3B SI30K Y
peanbHOMYy 4yacl. L{s aist rapanTye, 110 podoTa KopucTyBaua Oyje 30epexeHa, 1 BiH

3MOXKe T00auuTH BIUMB CBOiX 3MmiH. Ha Pucynok 9 mpencraBiena mgiarpama

MOCJIIJOBHOCTEH, sIKa IEMOHCTPYE 11 MpoIiec.
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‘MainWindow :ShaderObject

1. HaTuckae kom6BiHaUio
ropsa4Yux KnasiLu

2. [Nepenae HOBUIA Kog Weioepa
ang pekomninauji

3. Binobpakae pesynsrar

Ha eKpaHi

D R -
I

1

1

b

Pucynox 9 — Sequence diacpama “36epesxcenusn npoepamnozo kooa wetioepa’

IMmnopryBanus ¢aiiiiiB 10 pegakropa

VY KOpHUCTyBaiB € MOXJIUBICTh IMIOPTYBaTH (alijiu B PeIaKTOp HICHAEPIB.
[le Bkmrouae 3aBaHTakeHHS (pailyliB IIeiAepiB, 3 PO3MUPEHHIMHU .vert, .geom 1
frag, 1 QainiB 300paxeHb, 3 pO3MMPEHHSIMU .png 1 .Jpg, SKI
BUKOPHCTOBYBAaTUMYThCSl SIK TEKCTypu B CII€HI. IMIOpPTOBaHI pecypcu MOKHA
BUKOPUCTOBYBAaTM B PENAKTOpl [JIsi pO3pOOKH IIeiiepiB, TECTyBaHHS Ta
MOKpamieHHs: cieHu. Jliarpama MOCHIAOBHOCTI IHOTO TpOLleCy, Ha MPUKIAI

iMrioptyBanHs ¢ainy 3 kongom GLSL, 306paxena na Pucynok 10.
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/,i ‘MainWindow ‘QFileDialog ‘MainWindow

1. HaTuckae npaBow
KHOMKOH No 00'eKTY Wehraepa

|

2. Bipobpasae KOHTEKCTE MEHH

R LR

3. OBepae onujto NpuB'A3YBaHHA 4. BipkpuBae
channy 3 Kogom - fianoroBe BiKHO _
5. MNoBepTae
WnNax Ao deariny

6. Hapae LI.LI'IF|)(5:|O daina axkuii
Byne npes'ﬂaaH:Mﬁ 4o weigepa
Ta pekoMmninsiuis weigepa

[
[
h 4
R ey

Pucynox 10 — Sequence odiacpama “Imnopmysanns gaiina 0o pedaxmopa
wetoepis”’

PenaryBanns napaMeTtpiB 00’€kTa

PenaryBanHst BiacTMBOCTEM 0O0’€KTa CIEHU JO3BOJISIE KOPUCTYBAdeBl
3MIHIOBATH Pi3HI BJACTUBOCTI 00’ €KTIB Y MEXaX CIICHH. 3aJI€KHO BiJl TUITY 00’ €KTa
MOXHA PEryJIIOBaTH Pi3HI BIIACTUBOCTI, Taki SIK TOJIOXKEHHS, OOepTaHHS Ta
MacimTad Jjisi reoMeTpuYHUX 00 ’€KTIiB abo KoJip s jokepen cBitia. Lls mis
3a0e3mnedy€e THYYKICTh y BJIOCKOHAJEHHI 30BHINIHBOTO BUTJISIAY Ta TOBEIIHKU
00’€KTIB CIICHM, TOKpallyloud 3arajibHy KOMIIO3MIliI0 cieHu. Jliarpama

MOCIIOBHOCTI IIbOTO Ipolecy 300paxeHa Ha PucyHok 11.
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1. MNoaBifHWIA KNiK NO BNAacTUBOCTI,

‘MainWindow QTreeView :Sceneltem
L AKY MOXKHa peparysartu

A 4

2. MNepeknoyae BipKeT
Y PEKNM pefaryBaHHa

|

3. BBOOUTb HOBE 3HAYEHHSA
BMacTMBOCTI

4.ﬂepnaeHQBe3HaquHﬂ
BNacTyBOCTI

1 Ll

A 4

5. I'IosepTaeE pes3ynsTaT
Banigauii HOBUX 3HaYeHb
6. BinoOparkae HOBI 3Ha4YeHA
y BUNagKy ycnilHoi sanipauii

A

Pucynoxk 11 — Sequence odiacpama “Pedacysanusa napamempis 06 ’ekma”

AJITOPUTM nepeMileHs 00’ €KTIiB

BaxnuBuMm mporecoM y KOMIIOHEHTI TMPEICTaBICHHS € MOKJIHMBICTh
KOpPHUCTyBaya 3MIHIOBATH TOPAIOK 30€piraHHs THUX YM IHIIUX 00’ €KTIB CIIEHH, 32
JIOTIOMOTOFO TIEPEMIIIICHHSI IX BUKOPUCTOBYIOUH MUIITY.

Lle#i mporec mMOYMHAETHCS 3 anroputMmy, npuBeneHomy y Jlictunar 10,
IMiTallii JaHWX Ha TMOYATKy MEPEeTATYBaHHS €JIEMEHTa y BIKETI l1€papxii CIeHH.
Moro mera monsrae B TOMy, IOO 3aXONHTH Ta 30eperTH JaHi, MOB’si3aHi 3
BUOpaHMM €JIEMEHTOM, KOJM KOpPUCTyBau IHILIIOE [1I0 TEpeTIryBaHHS,

rapaHTyIOYu MOKJIMBICTh MO3UI[IOHYBAHHS €JIEMEHTa B HOBOMY MIiCIIl B 1€papxii.

Jlictunr 10 peanizayis areopummy 36epicanus Oanux
QMimeData *SceneHierarchy::mimeData (const QModelIndexList
&indexes) const
{
QMimeData *mimeData = new QMimeData;
OByteArray byteDataArray;



QDataStream stream(&byteDataArray,
QIODevice: :WriteOnly) ;

QList<Sceneltem *> nodes;

foreach (const QModelIndex &index, indexes)

{

Sceneltem *node;
if (!index.isValid())
{

node = m rootItem;

}

else

{

node =
static cast<Sceneltem*>(index.internalPointer());

}

if (!'nodes.contains (node))

{

nodes << node;

int count = nodes.count();
stream << QCoreApplication::applicationPid();
stream << count;

foreach (Sceneltem *node, nodes)

{

glonglong byteData =
reinterpret cast<glonglong>(node);

stream << byteData;

}
mimeData->setData (s treeNodeMimeType, byteDataArray);
return mimeData;

ANTOPUTM  TIOYMHAETHCA 3  OTPUMAHHS  CHOUCKY  IHJEKCIB,  SIKi
BUKOPHUCTOBYIOTh Mojeni TreeView y pamkax Qt. Lli iHzmekcu 30epiratoTh
1H(pOopMaIlito, siKa ToNoMarae 3HaliTH eJIEMEHTH B 1€papxii.

[Ticns oTprMaHHS 1HAEKCIB aITOPUTM MPOXOJUTH MO CIHUCKY, 00pOOIIsI0UH
KO)KCH 1HJEKC IMOCTIOBHO. AKINO 1HACKC MINCHUN, BIH IPUBOIUTHCS J0 00’ €KTa

tuy Sceneltem. Y BuUnajky Koym iHIAEKC HEIIWCHHM, aITOPUTM MMO3HAYAE HOTO SIK
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KopeHeBui 00’ekT. Take po3auieHHs 3a0e3nedye NMpaBWIbHY 1eHTU]IKAIIO Ta
00poOKy BCIX BIATIOBITHUX €JIEMEHTIB.

[Tig wac iteparii anropuT™M mepeBips€e, YU MOTOYHUN MpPUBENCHUN 00’ €KT
y’Ke JOJIaHO JIO CIIUCKY BY3IiB. SIKI0 00’€KTa 111€ HEMaE B CIUCKY, BiH JOJAETHCS
JUISL TOTO, II00 CTBOPUTH CIIUCOK YHIKATbHUM €JI€MEHTIB.

[Ticns 3aBeplieHHS iTepallii alrOpUTM MEPEXOAUTh 0 CTBOPEHHS MOTOKY
OalitoBux gaHux. Llelt MOTIK 1HKAICYJIIO€ BaXXJIWBI JaHI, BKIIOYAIOUYU
11eHTU(IKATOP MPOIIECy Ta 3arajibHy KUIbKICTh €IEMEHTIB CITHCKY.

[Ipo/1oBXKyIOUM HAMOBHEHHSI TOTOKY, QJITOPUTM IepeOupae eIeMEeHTH
CIIMCKY BY3JIIB, JIOJIal04M JaH1 KOKHOTO By3Jia Y BUTJISIAL OaliToBUX naHux. L1 maHi
30epiratoTh HaWBaXJMBIII aTPUOYTH Ta BIACTUBOCTI KOKHOTO €JIEMEHTA.

VY KiHIII aJrOPUTM TOB’SA3Y€ TMOTIK OAMTOBUX JAaHUX 13 THUIIOM IMITOBaHHUX
naHux «application/x-sceneitemy». lleil 3B’A30k Kiacudikye TOTIK JaHUX
HAJICKHUM UYHWHOM, TMOJIETIIYIOYM MWOro BUKOPUCTaHHS TIiJ Yac Mpolecy
3YNTYBaHHS.

Ile#i anroputMm BiJIrpa€e KIOYOBY pPOJIb Yy CIEHApisiX, J€ KOPUCTyBayi
MaHIMyJIIOIOTh TIOPSIIKOM ~ €JIEMEHTIB Yy  1€papxii CIEHH 3a JIOOMOIOKO
MIEpPETITYBaHHS.

Jpyrum eramnoM mpoliecy nepeHeceHHs 00’€KTa € 3UMTYBAaHHS 1IMITOBaHHUX
JAHUX Ta CHUHXpPOHI3allisl 3MIHM po3TamlyBaHHsA. HacTynmHuil — anroputm
BUKOHYETHCS JIJIS 3aBEPIICHHS OIepallii mepeTaryBaHHs y BIKETI i€epapxii CIIEHH.
BiH 3uuTye iMiTOBaH1 AaHi, MATOTOBJIECHI HA MOYATKY ONeparii nepeTsaryBaHHs, i
pO3Milllye BUOpAHUI €1EMEHT Y HOBOMY MICIIl, yKa3aHOMY KOPUCTYBayeM.

[Iporiec mounHA€ETHCS 3 TIEPEBIPKH HASBHOCTI JAaHUX, MOB’S3aHUX 13 THUIIOM
iMITOBaHUX JaHuUX «application/x-sceneitemy». SIKIIO TakuxX JaHUX HEMae,
QITOPUTM TIPUIIMHSIE pOOOTY Ta TOBEpTac JIOTiUHHMM Bupas false, mo Bkaszye Ha
HEeBJIAJTy Omeparllito OCKiIJIbKY HEMa€ JIMCHUX JaHUX IS OOPOOKHU.

Jam anropuT™m 34UTy€e 1AeHTU(IKATOP MPOLECYy y SIKOMY OyJid CTBOpEHI
iMiTOBaHI naHl. BiH mepeBipse, un 1ed 17eHTU(DIKATOP BIAMOBIIAE TOTOYHOMY

nporiecy. SKIo0 € HEBIAMOBIIHICTh, aJTOPUTM 3aBEPIIyE POOOTY Ta IOBEpTa€E
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jgoriunnii Bupa3 false, mo0 3amo0irTy HENPaBUIBHOMY TIYMAU€HHIO YU
3aCTOCYBAHHIO JaHUX y PI3HUX MpOIlecax.

[Ticast 1bOrO MPOXOAUT MEPEBiIpKA YK JINCHUM HaJaHWM aIrOpUTMYy 1HIEKC,
SKILIO TaK, BIH MPUBOIUTBHCA N0 00’ekTa Tumy Sceneltem. Y iHImIOMYy BUNAAKy
QJITOPUTM MPU3HAYAE HOTO SIK KOPEHEBUI 00’ €KT.

Takoxx anroputM poOWUTH NEpPEBIpKY MHapaMeTp psaka. SKIO 3HAYEHHS
psaKa JOpIBHIOE -1, a IHAEKC OIMCHUI, pAIoK oTpuMye 3HaueHHs 0, BKa3y04H, 110
€JIEMEHT CJiJl PO3MICTUTH Ha MOYaTKy. SKII0 3HaueHHs AOpiBHIOE -1, a iHJEKC
HEJIIWCHUHN, BCTAHOBIIOETHCS 3HAYCHHS KUIBKOCTI JIOYIPHIX €JIEMEHTIB 1HACKCY,
(bakTUYHO po3MilLyIoun 00°€KT y KiHIl. [{g mepeBipka moTpiOHA aJis OOMEKEHHS
nepeMileHHs] 00’ €KTa B MEXKaX CBOET MOTOYHOI IITMOMHHU.

[Ticast upbOro ajJropuT™M MOYMHAE 3UUTYBATH KOXEH €JIEMEHT 13 0ailToBOro
noTOKy JaHuX. KokeH eneMeHT BiH NpUBOAMTH 10 TUMIy Sceneltem. Skmio Oy/b-
KU eJIeMEHT He Ma€ OaThbKIBCHKOIO €JIEMEHTa, aJrOpPUTM IOBEpPTaE JOTTYHUN
Bupa3 false, OCKIJIbKM TUIBKU KOPEHEBUN 00’ €KT HE Ma€ OAaThKIBCHKOTO 00’€KTa, Ta
Horo po3TallyBaHHS HE MOKJIMBO 3MIHUTH.

Jlns koxkHOTO HiicHOTO 00’€kTa Sceneltem ajaropuTM BUIAJISE €IEMEHT 13
HOT0 MOTOYHOTO TOJIOKEHHS B MOJIEIi Ta TOBTOPHO BCTABJISIE HOTO B HOBE MICIIE,
yKazaHe KopucTyBauem. [lin yac 1mporo mpoiiecy BiH HaJCWJIAa€ CUTHAIU J0
KOMITOHEHTA MPEICTAaBIICHHS JI1 OHOBJICHHS BIIOOpaXeHHS, BI3yalli3ylOuH 3MIHU
B l€papxii.

Ileit anropuT™M BHKOHYETBHCSA Yy CIIEHApIAX, KOJIM KOPHUCTYBady IOTPIOHO
3MIHUTH TIOPAJIOK €JIEMEHTIB B 1€papxli cleHd. MOXIUBICTh 3MIHIOBATU
MOJIOKEHHSI €JIEMEHTIB CHpUs€ IHTYITUBHO 3pO3yMUIIM Ta THYYKIH oprasizarii
CIICHH, TTOKPAIIYyOUH 3aralbHUNA JOCBiJl KOPUCTyBaya.

[Ticns 3aBepiieHHsS MX KPOKIB QJITOPUTM BHUBOJUTH JIOTIUYHE 3HAUCHHS, IO
BKa3ye€ Ha YCHIIIHICTh omepaiii. 3HadeHHs {rue BKka3ye Ha Te, IIO EJIEMEHT
YCIIIITHO PO3MIIIEHO B HOBOMY MicIli, ToAi sk false 3HaueHHs Bkazye Ha MOMUIIKY
yepe3 Taki IpoOjieMH, SK HeAilcHI OaThKIBCHKI €lIeMEHTH a0 HEeBiANOBIIHI

171eHTU(IKaTOPH TIPOIIECy.
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3aranom, mMpoIEC 3UNTYBAHHS IMITOBAaHUX JTaHUX ISl PO3MIIICHHS €JIeMEHTa
y HOBIM TMO3UIlIi € BaXJIMBUM KOMIIOHEHTOM, SIKM 3a0e3meuye TOYHE 3MiHCHHS

MIOJIO’KEHHS €JIEMEHTIB B 1€papXii CIIEHHU MiJ] Yac oIeparliil mepeTsryBaHHs.

3.4.2 ®yukuioHaa MojaeJti

AJiroputMm Bi3yaJi3amii 00’€KTiB

Bizyami3aiiis 00’€KTiB CIIEHHM € OCHOBHHM TPOIIECOM y PoOOTI pemakTopa
meiaepis. JJisi 1bOro aJrOpuTM BCTAHOBJIIOE IIMKJ Bi3yajisalli, BUKJIHKAa€e
HEOOX1JTHI METOJU ISl KOKHOTO 00’€KTa, Kepye MporpamaMu IIeHJIepiB TaKuM
YUHOM BiI00paxarouu 00’ €KTU y BIKHI MEPETIsY.

[Ipotiec mouynHAETHCS 3 PETYJSAPHOTO BUKIUKY MeTony paintGL(), 06’ekta
ciieau. lleir MeTom CIy)KUTh OCHOBOIO IIMKIy OHOBJICHHS, 3a0€3MeUyrdH
MOCJTIIOBHE BiJITBOPEHHS CIICHHU.

VY mexax merony paintGL() anropuTM BHKOHY€E iTepaliio MO KOXHOMY
nouipabomy 00’exkty Tumy GEOMETRY MESH. Jl1st K03kKHOTO 3 IMX 00’ €KTIB BIH
BUKJIMKae Metoj draw(), sikuii 0OpoOJisie KOHKPETH1 3aBIaHHS Bizyamizalii aJis
00’eKTa.

Bceepenuni metony draw(), npesenenomy y Jlictunr 11, anroput™m crnovyaTky
BU3HAYa€, 4 moTpedye 00 ’€KT TecTyBaHHA IHMOWHU. TecTyBaHHS TIIMOWHU
3a0e3neuye Te, MO0 00’€KTH BIAOOpaXaJIWCh B NPABUIBHOMY MOPSAKY 3
JOTPUMAHHSIM iX MPOCTOPOBUX BITHOCHH. SIKIO MOTpPiIOHE TECTyBaHHS TJIMOWHHU,

QITOPUTM MOTr0 BMHUKAE; 1HAKILIE BIH BAMUKAETHCA.

Jlictunr 11 peanizayis ancopummy gizyanizayii 06 ’ekma
void MeshObject: :draw ()
{
if (doDepthTest)
{
glEnable (GL DEPTH TEST) ;
}

else

{
glDisable (GL DEPTH TEST) ;
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}
for(int i = 0; 1 < childCount(); i++)
{
if (m childItems[i]->getObjectType () !=
SceneObjectType: : SHADER)

{

continue;

}
ShaderObject* shader =
static cast<ShaderObject*>(m childItems[i]);

shader->useShaderProgram() ;
glBindVertexArray (VAO) ;
shader->activateUniforms (m parentItem);

glDrawElements (GL TRIANGLES,
m geometry.getIndicesSize() / sizeof(int), GL UNSIGNED INT, O);

}
glDisable (GL DEPTH TEST) ;

Hami meton draw() BUKOHYE 1TEparito 1Mo KOKHOMY JOYIPHBOMY 00’ €KTY
tunty SHADER, aktuByrounm BianoBigHy mnporpamy enaepa. Illeitnepni
mporpamMu HeOOXiJIHI JJI1 BUSHAYEHHSI TOTO, K rpadiyHuil mporecop oOpodIsie Ta
B1JI00pakae BEPILIMHU Ta MIKCENl 00’ €KTa.

[Ticns akTuBaLii WEHASPHOI NPOrpaMy alrOPUTM MPUB’sA3y€e 00’ €KT MacCUBY
BepiminH (VAO), nos’s3anuii 13 reomeTpudHoio citkoro. Ilicias mpus’sizku VAO
QITOPUTM AKTUBYE YHI(POpPMU I€iiIepIB.

Jlami  anropuT™M BUKOHYE BHKJIMK MeTony Bizyamizaumii  OpenGL,
BIITBOPIOIOYH CITKY 3a JIOMMOMOTOI0 aKTUBOBAHOI IIeiaepHoi mporpamu. Llei kpox
nependavae BUJAYy KOMaHIU TrpadidyHOMY TMPOIECOpPY s  MalfOBaHHS
TPUKYTHUKIB 3a JOMOMOIOI0 BEepUIMH BHU3HAaueHUX Yy VAQO, BUKOPHUCTOBYIOUU
NOTOYHY MPUB’A3aHy Mporpamy Ieiepa, yuipopm ta kopektHoro EBO.

Ile#i anropuTM TapaHTye, IO KOPUCTYBad OTpUMYyE Oe3mepepBHE
BIITBOPEHHS CIICHH, B1I0Opakarouu BC1 3MIHU Ta OHOBJICHHS B PEKUMI PEabHOTO

qacy.
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AJIropuT™ resepauii KoopauHar chepu

Taki reoMeTpUuHI MPHUMITHUBH, SK KyO Ta IUIONIMHA MOXYTb 3a7aBaTHUCS
KOHCTAaHTHUMH JIaHUMH Y 3B 53Ky 3 1X MaJICHBKHM PO3MIpOM, aie Taka Qirypa, siK
chepa nmorpedye aBTOMaTU30BAHOTO TT1IXO0Y.

KonctpykTop kmacy SphereGeometry nmpu3HaueHUN JJII CTBOPECHHS JTAHUX
BepinH, HeoOximHuux OpenGL s Bizyamizarii chepu. Bin oGuuciioe BepiuHy,
HOpMaJi, TEKCTYpHI KOOpJAWHATH Ta 1HACKCH, HEOOXITHI s TpadidyHOrO
MIPEICTaBIICHHS cepr, BpaXOBYIOUH 33/I1aHy KUTBKICTh CEKTOPIB 1 CTEKIB.

Ha nouatky anroputm oO04HCIIIOE KPOKA MK CEKTOpaMH Ta ctekamu. Kpok
CEeKTOpa BU3HAYa€ TOPU3OHTAIIBHY CErMEHTAllll0 cpepH, TOAl AK KpPOK CTeKa
BU3HAYA€ BEPTUKAIBbHY CerMeHTarito. [[i Kpoku OTpUMYIOTHCS HIISXOM JIJICHHS
MOBHOTO KoJ1a (27 pajiaH) Ha KUIbKICTh CEKTOPIB 1 MiBKOJIA (T pajiiaH) Ha KUIbKICTh
CTEKIB BIAIIOBIIHO.

[ToTiM alropuT™ IPOXOJUTH MO KOXKHOMY CTEKY, 1100 OOYUCITUTH HOTO KyT
Ta BIJMOBIJIHE ITOJIOKCHHS TOYKHM Ha ocl z. {71 KOXKHOTO CTeKa BIH I1HIIIIOE IIIE
OJIMH IUKJI 711 0OPOOKH KOKHOTO CEKTOpa.

VY BHYTPIITHROMY ITUKJI1 TIOJIOKEHHS X 1 Y KOKHOI BEPIIMHUA OOYUCITIOIOTHCS
Ha OCHOBI MOTOYHOTO CTE€Ka Ta KyTiB cekTopiB. Lli koopauHATH NOJAIOThCS N0
BekTOopa BepmuH. OAHOYACHO aJTrOpUTM TMepefae 3HAYeHHS KOJIbOPIB, IHMX
BEPIIIHH.

VY nomatoxk 10 TO3MWINNA 1 JaHUX KOJBOPY, AJITOPUTM, NPUBEACHOMY Y
Jlictuar 12, oGumcnioe HOpMani BEpIIHH, SKI € BOXJIMBUMH [IJISI PO3PaxXyHKIB
ocBiTiieHHss B OpenGL. [{i HopMasli TakOX OJAIOTHCS JI0 BEKTOpa BEpIIUH. A
TaKOXX KOOPAMHATH TEKCTYP OOUMCIIOIOTHCS Ta JOJAIOTHCS /0 BEKTOpa BEPIIHH,

MOJIETIIIYIOUH 3aCTOCYBaHHSI TEKCTYP /10 TTIOBEPXHI chepu.

Jlictunr 12 peanizayis ancopummy eenepayii epuun cghepu
float sectorStep = 2 * PI / sectorCount;
float stackStep = PI / stackCount;

for(int 1 = 0; 1 <= stackCount; ++1i)
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stackAngle = PI / 2 - 1 * stackStep;
xy = radius * cosf (stackAngle);

z = radius * sinf (stackAngle);
for(int j = 0; j <= sectorCount; ++3j)
{

sectorAngle = j * sectorStep;

x = xy * cosf(sectorAngle);

y = xy * sinf (sectorAngle);

m vertexArray.push back(x);
m vertexArray.push back(y):;
m vertexArray.push back(z);

m vertexArray.push back(1.0f);
m vertexArray.push back(0.5f);
m vertexArray.push back(0.0f);

nx = x * lengthInv;
ny = y * lengthInv;
nz = z * lengthInv;
m vertexArray.push back (nx);

m vertexArray.push back(nz);
m vertexArray.push back (ny);

S (float)j / sectorCount;
t = (float)i / stackCount;

m vertexArray.push back(s);
m vertexArray.push back(t);

[Ticns pOro MPOXOJUThH reHepalis 1HAEKCIB BUKOPUCTOBYIOUM IIUKI KU
MIPOXOJIUTHCS TI0 YCIX CTEKaX, MiJ] 4ac SKOTO arOPUTM TaKOX MPOXOJIUTH MO BCIX
CEKTOpaXx.

Ilin yac wmiei ¢as3u anroputr™m, npuBeaeHoMmy y Jlictunr 13, BuzHauae
MOYaTKOBI TOYKHU MOTOYHOTO Ta HACTYMHOTO CTEKiB. JlJi1 KOXHOTO CEeKTopa BiH

OOYHMCIIOE Ta BCTaBJISE€ IHAEKCH JBOX TPUKYTHHKIB, 32 1TE€palil0, B CIHCOK
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iH1eKkciB. L1 TpUKyTHUKH pa3oM yTBOPIOIOTH OBEpXHIO chepu. OaHaK y nepuiomy

Ta OCTAHHBOMY CTEKax MOTPiOCH JIMIIe OAUH TPUKYTHUK Ha iTepartito.

Jlictunr 13 peanizayia ancopummy eenepayii inoekcie epuiu cghepu

int k1, k2;
for(int 1 = 0; 1 < stackCount; ++1)
{

kl =1 * (sectorCount + 1);

k2 = k1 + sectorCount + 1;
for(int 3 = 0; Jj < sectorCount; ++3j, ++kl1, ++k2)
if(i '= 0)

m vertexIndices.push back(kl);
m vertexIndices.push back(k2);
m vertexIndices.push back(kl + 1);

if(i !'= (stackCount-1))

{
m vertexIndices.push back(kl + 1);
m vertexIndices.push back(k2);
m vertexIndices.push back (k2 + 1);

ANTOPUTM BHUKOPUCTOBYE MATEMAaTH4YHI TPUHIUNNA JUIsI  OOYUCICHHS
chepuyHNX KOOPJAMHAT KOKHOI BEPIIMHH, siKi Oyae BukopuctoByBaTn OpenGL.
TakuM YHHOM TapaHTYIO4H, IO BEPIIMHA PIBHOMIPHO PO3MOAUISIOTHCS 10
MOBEPXHI cpepu, CTBOPIOIOUH TIJIaBHE Ta TOYHE 300pa’KEHHS.

Konu xopuctyBaui 0axaroTh CTBOPUTH cdepy s TECTyBaHHS IICHAEpIB,
el aNropuT™M BHPIIIYE II0 MpoOJieMy, CHPHUSIOUM MPOAYKTHMBHOCTI Tif dYac
PO3pOOKH IIEHIEPIB.

['enepyroun pgaHi po3TallyBaHHS BEPIIMH, HOPMaleW, TEKCTYPHUX
KOOpAMHAT Ta IHAEKCIB, aJlropuT™M Hajae Bci HeoOxigHi mani OpenGL s

Bi3yautizallii Bi3yaJIbHO KOPEKTHOI cepH.
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Auaropurm iMmnoprysanns ¢aiiais 3D moaeieit

BaxnuBo0  MOXIMBICTIO  JOCTYIHOIO  KOPUCTYyBady €  3/IaTHICTb
imnoptyBatu ¢ainun 3D wmogenelr A0 penakropa IIeHaepiB, a HE TUIBKH
BUKOPUCTOBYBAaTH  MIJTOTOBJICHI MPUMITHBU. TakuM YUHOM  3'SIBISIETHCS
MOJKJIMBICTh PelaryBaTy LIEHAEp B 3aJIEKHOCTI Bil TOTO 3 SIKOIO TE€OMETPIEI0 BOHU
OyIyTh BUKOPUCTOBYBATHCS.

ImnoptyBanusa (QaitniB  ¢popmatry obj [103BoJIIE penakTopy IICHACpiB
Bi3yamnizyBaTu Oyab-ski 3D moneni. Lle BigOyBaeThCs 3a TOMOMOTOIO aaropuTMa,
AKuUW 34uTye (aitn obj, BUTATYe AaHl BEPIIMH 1 OPraHi3oBye ix y QopmMar,
NPUAATHUM JIJIs1 BIITBOPEHHS B TIPOIPAMI.

Anroput™m [12] mouwHaeThCcs 3 iHiIiami3amii BEKTOPIB s 30epe:KCHHS
MO3UIIINA, HOpMaJIel 1 KOOpAMHAT TeKCTypHu. LI BeKTOpU THUMYAcCOBO 30€piraroTh
aHaji30BaH1 AaHi 3 gaiiny obj.

Jlami BIAKpUBAETHCS BKa3aHUM Obj (aiiil 1 3UMTY€EThCS WOTO BMICT PSJIOK 32
paakom. lledt miaxia rapantye, mo @aitn o00poOnaTUMEThCS 3 €()EKTUBHUM
BUKOPUCTAHHAM I1aM’AT1, 0COOJIUBO JJI BEIMKUX (DaiiiiB.

JIJisi KOXKHOTO psiIKa alNTOpUTM TEepeBipsie THMN JaHMX, K1 BIH 30epirae,
aHaNI3yl0Yu KUIbKa Mepirx cuMBoJiiB. Dailnu obj 3a3BMYail MICTATH PAAKH, IO
MOYMHAIOTHCSA 3 HACTYIMHHUX CHUMBOJIB: «V» JUJISi BEPIIMH, «Vh» JUIsi HOpMasei
BEPILUH, «Vt» JUIsI KOOpIAUHAT TEKCTypH Ta «b» 11 rpaHei.

Sxmo psgok mounmHaeThes 3 V', 1€ BKasye, 10 BiH 30epirae gaHi mpo
MOJIOKEHHSI BEpIIMHHU. AJNTOPUTM aHAJli3y€ 3HA4YeHHS B I[BOMY PAIKY Ta
IPUBOIUTH IX /O YHCEN IJIaBalOdol0 KOMOIO, MICIs YOro AOAAa€ iX y BEKTOp
MO3UIIIT.

Axkmo psaok mouumHaeTbes 3 vn'", 1€ BKasye, 10 BiH 30epirae JaHi
HOpMasielt BepmmHM. [lomiOHMM YHHOM aJTOPUTM aHai3y€e Il 3HAYCHHS Ta
MPUBOJUTH 1X 0 YHCEN 3 TUIABAIOUOI0 KOMOIO Ta JIOJIA€ X y HOpMaJbHUI BEKTOP.

Axkmo psagoxk mounHaeThess 3 "vt", 1€ o3Hauae, 1m0 BiH 30epirae JaHi
KOOPJIMHAT TEKCTYPH. AJITOPUTM aHANI3y€e 3HAYCHHs Ta MPUBOJUTH 1X IO YUCET 3

IJ1aBarO4010 KOMOIO Ta A0Ja€ X A0 BCKTOPA KOOPAWHAT TCKCTYP.
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Konu psaok nmounHaeTses 3 «», BIH IpeaCTaBIise TpaHb, sIKa BU3HAYAETHCSA
cepi€ro 1HJEKCIB BEPIIMH. AJITOPUTM aHAJI3Y€ IeH PpsAJIOK, 00 OTPUMATH 1HIEKCH
JUIS TIO3WIIM, HOpMaJsiel 1 KOoOpAWHAT TeKCcTypu. [IoTiM BiH BHKOPUCTOBYE Iii
1HJEKCH, 100 MEPEeMICTUTH BIAMOBIAHI JaHI 3 BEKTOPIB IO3MIII, HOpMalli Ta
KOOpAMHAT TEKCTYp IO CHHCKY BepmnH. KpiM TOro, BiH TeHepye Ta HaJCHIIa€e
1HJEKCH /0 CIUCKY I1HJEKCIB, SIKUM BHUKOPHCTOBYBAaTHUMETHCS MJIsi 300paskeHHs
rpaneit 3D moxeni.

Takum 4YMHOM, aJrOPUTM BUKOPHUCTOBYETHCS KOXKHOTO pasy, KOJIU
penakropy MOTpPIOHO TpoYMTaTH Ta BidyamisyBaTu aitn 0bj. EdektuBHO
aHaJTI3ylo4d Ta  BIOPSIKOBYIOUM JIaHi, BIH JO3BOJISIE  KOPHUCTyBadam
3aBaHTaXyBaTH BiacHl 3D Mozeni B penakrop MeHAepiB, L0 JO3BOJISIE iM
IPALIOBATH 3 PI3HOIO FEOMETPIEIO.

AJITOpUTM 00epPTaHHA KaMepH

[Ipouec oOepraHHa KamMepu BiKHA MONEPEIHBOrO MEPErsay CKIAIaeThes 3
0araTboX €TamiB, Ta BUKOPUCTAHHS JEKIJIBKOX METOAIB. AJTOPUTM I'PYHTY€EThCS Ha
HACTYMHIN MOCIIJOBHOCT1 KPOKIB.

CnoyaTky BiH (piKCye HUTOUUCENbHI KOOPIAUHATH MHUIII (X, Y) MICHS TOTO SIK
KOPUCTYBau4 HATHCHYB JIBY KHONKY MHUII, IMO3HAYalO4M L1 KOOPAMHATH SIK
MOYaTKOBY TOYKY 3a nomomoror merony set2Danchor(). Komu knHomka mwumii
3akaTa, KOOpJAMHATH MHUIII (X, y) SK Il 4YMclia MEepPelaroThCs 0 KaMepu 3a

nornoMororo metona setNewRotation(), mpuegeHomy y Jlictunr 14.

Jlictunr 14 peanizayis ancopummy nepemeopenHs KOOpoOuHam Muwi y Kymu
obepmy
void CameraObject::setNewRotation (int x, int vy)

{
m angleHorizontal = m anchorAngleHorizontal +
(m_anchorMousePosX - x) / 100.0f;

m angleVertical = m _anchorAngleVertical +
(m_anchorMousePosY - y) / 100.0f;

if (m_angleVertical > 1.0f)

{
m angleVertical = 1.0f;
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}
else if (m angleVertical < -1.0f)

{
m angleVertical = -1.0f;

}

updateCameraPosition () ;

OTpumaBIIM HOBI KOOPJAWHATH, aJTOPUTM OOYHCIIOE NeNbTa-3HAYCHHS
IUISXOM BiJIHIMAHHS HOBHUX 3Ha4yeHb BiJ cTapux. Lli AenbTH, MO MpencTaBisioTh
KyTOB1 3CyBH, IMOTIM TMEPETBOPIOIOTHCA B T'PaayCH Ta AOMAIOTHCS 10 MOTOYHHUX
3MIHHUX KyTa X 1 y. Lli KyTH chOyryooTb OCHOBHHMH BXIJHUMHU JaHUMH IS
BU3HAUYECHHS MO3UIIA Kamepu (X, y, z) y wmeroal updateCameraPosition(),

npuseAeHomy y Jlictunr 15.

Jlictuar 15 peanizayisn ancopummy nepemeopenHs Kymie obepmy Ha
NONOJHCEHHS Kamepu

void CameraObject: :updateCameraPosition ()

{

float new y = sin(m angleVertical) * -m radius;

float new

x = (cos(m angleHorizontal) * (m radius *
cos (m_angleVertical))); B B

Z

)

float new z = (sin(m _angleHorizontal) * (m radius *
cos (m_angleVertical)));

m position = glm::vec3(-new X, -new y, new z);

m view = glm::1lookAt (m position, m lookAt,
glm::vec3(0.0f, 1.0f, 0.0f));
}

BaxxnuBo Te, MmO y 3B’SA3Ky 3 AUHAMIYHOIO 3MIHOIO TIOJIOKCHHS KaMepH,
BOHA MOCTIMHO MEPEOPIEHTOBYETHCS, 1100 30epertu Gpokyc Ha 1eHTpi 00’ ekTa. Lle
KaJIiOpyBaHHS JOCSTAETHCS IUIIXOM 3aCTOCYBAaHHS KOPHTYBaHb TIOJIOKCHHS Ta
MOBOPOTHUX TpaHchopMaIliii 11t BAPIBHIOBAHHS MEPCIIEKTUBH KaMepH 3 0aaHOIO

TOYKOIO (hoKyca.



Konu kopuctyBad BiANyCKae KHOMKY MHUII, BHUKOPHUCTOBYETHCS METOJ
set3Danchor() ay1st BCTAHOBJICHHS HOBUX IMOTOYHUX 3HAYEHb KYTIB X 1.

3 MaTeMaTU4YHOi TOYKH 30py CYTh aJTOpPUTMY MOJISITa€ B MepeTBOpeHH1 2D
KoopAuHAT MUl B 3D KOOpAMHATH KaMepH.

AJTOpUTM BHUKOPUCTOBYETHCS Yy CIEHApisX, KOJIU KOPHUCTyBadl MparHyTh
criocTepiraTd CKjiadHl mekaepHi edekTd 3 pi3HuX no3ullid. Jlo3Bosstoun 6e3
3yCWiIb 00epTaTH KaMepy 3a JOMOMOIO MHUIi, II€¢ Ja€ IM MOXKIUBICTh
BUpIlIyBaTH OaraTo mpoOsieM Bi3yaJbHUX KOMIIO3UIIN 1 €IEeMEHTIB IU3aiHy Y

BIPTyaJIbHOMY CEPEJIOBHIIT.

3.5 Bumoru 10 intepgeiicy

Iatepdeiic pemakropa melaepiB OyB po3poOJeHUM, MO0 POMUPUTH
MO>KJIMBOCTI pO3POOHMKIB, SIK1 MpaIfolTh 13 meiaepamu OpenGL, 3a6e3neuyoun
KOMILJIEKCHHM Ta 3pO3yMUIMM 3aCTOCYHOK. BIH copsMoBaHMil Ha CIpPOILEHHS
MIPOIIECY PO3POOKH 3aBJISIKA TAKUM BUMOTAM JI0O OCHOBHHX €JIEMCHTIB:

1. BinoOpaxkeHHd pe3yJibTaTiB y BIKHI Bi3yam3auii Iieijaepa, AKud
penaryeThes, y peaibHOMY Yaci.
2. Penakrop kony mieiaepa:
a. IlincBiuyBaHHSA CHHTaKCUCY Juist MOBH meinepiB GLSL.
b. ABrozamojgHeHHS KOAy Ta IPOMO3MII IIOJ0 KIOYOBHX CIIB i
byHKLIHA menaepa.
Hywmepartist psiakiB 1 BUILIEHHS TOMUIIOK JIJISl JIETKOTO HAJIArOJKEHHS.
d. MOXIUBICT TMEPEMHKATHCA MK pPEIaKTOpaMH  BEPIIUHHHMHU,
TCOMETPUIHUMU Ta GParMEHTHUMH IICHIEPAMH.
e. 30epiraiiTe Ta 3aBaHTAXYHTE KO/ mieraepa 3 Gaiiis.
3. Ilepernsmau aTpuOyTiB:
a. IloxazyBatu aTpuOyTH Ta BIACTUBOCTI TEOMETPUYHUX OO €KTIB,

HIeHIepiB 1 TEKCTYP.
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b. Jlo3BomuTH penaryBaHHs aTpuOYTIB, J€ ILI€ MOMJIHMBO, HAIpPUKJIA,
3MIHIOBAaTH Ha3BYy 00 €KTY iepapxii.
4. Penaktop yHipOpM Ta MaKeTiB:
a. Okpeme BIKHO peJakTopa Uil peaaryBaHHs ¢opMu IIeiaepiB 1
MakeTa BEpILH.
b. Ilepenmivuith yci 3MiHHI yHIPOPM Ta KBamiikaTopum Makera, SKi
BUKOPHUCTOBYIOTHCA B KO/II LIeiAepa.
C. MoxnuBICTh penaryBaHHA YHI(DIKOBaHMX 3HaueHb 1 creunudikarii
MakerTa.
d. [TinTpuMka [o0JaBaHHS Ta BUIAJCHHSA YHI(QIKOBAaHMX 3MIHHUX 1
KB (piKaTOPiB MakKeTa.
5. Ilepernsinau nepea iepapxii ClieH:
a. BigoOpaxeHHs 00’ €KTIB 1 CYyTHOCTEM Ha CILIEHI Y 1€papX1YHOMY BH/II.
b. IlinTpuMka po3mMpeHHs/3ropTaHHs BY3JIiB 1 HaBirailii B iepapxii.
C. MoXxJIMBICT, 3MIHIOBATH TOCTIJOBHICTh 1€papxii TMepeMillleHHs
€JIEMEHTIB 32 JOMOMOI'OK0 MUIIII.
d. Jlo3Bosiutu BUOiIp 00’€KTIB B i€papxii /I JICTHIOrO peaaryBaHHS Ta
MaHIIyTFOBAHHS.

6. IlinTpuMka KOMOIHAII KIaBilT AJI1 TUTIOBUX JIiH 1 omepartiii.

3.6 AnaJjii3 BUMOI 10 KOPUCTYBa4YiB pelaKkTopa meujaepis

[Tin yac po3poOKku pemakTopa LIEHIEPiB, PO3YMIHHS BUMOI KOPHCTYBauiB
Ma€ BUpIMIaJbHE 3HAYCHHS JUIsl CTBOPEHHS CHUCTEMHM, sIKa BIANOBiAaE moTpedam
KOPUCTYBauiB. AHaI3yl04Yd BUMOTHU, MOXXHA T[EpPEBIPUTH, YM BIAMNOBIIAIOTH
GyHKLIT MporpaMu O4iKyBaHHSM, 10 POOUTS ii OB 3pYYHOIO Ta €PEKTUBHOIO.

Cepen xopucTyBadiB MpOTrpaMu MOKHA BUAUIUTHA OJHY OCHOBHY POJib, 1 I1€
PO3pOOHUK LI EpPiB, IKUM Oy/1e BUKOHYBAaTH HACTYIHI (PYHKII:

1. CtBoOproBatu HOBI IIEHACPH.
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PenaryBatu icHyroui Mmieiaepu, BKJIIOUYAIOYM BEPIIMHHI, TE€OMETPUYHI Ta
dbparMeHTHI MIeHIepH.

OnTuMi30BYBaTH KOJ MIEHAEpa sl KPaIIoi PO TyKTHUBHOCTI.

ExcnopryBatu meiiiepu y cyMicHi popmartu 11 1HTErparlii B mporpaMu Ha
ocnoBi OpenGL.

KpiM TOro, BaskJIMBO pO3yMITH MOXIIUBOCTI CUCTEMH, IO SKUX KOPUCTYyBayl

MaroThb JOCTYII:

1.

Bizyanizaiis B pekuMi peaibHOTO 4acy JJIsi HEraifHOro OTpUMAaHHS BiJTYKIB
PO 3MIHU IIEHIEPIB.

Cucrema cuMymsLli JpKepen CBITIA.

[aTerparis 3 OpenGL nist koMnusmii Ta Bizyanmi3zaiii meiaepis.

Cucrema KepyBaHHS KOHCTaHTaMH, SIK1 [IepelatoThes 10 LIeiepa.

[HIIMM acrekToM, SKUM CIiJi BpaxOBYBaTH, € HAaBUYKH, Kl KOPHCTyBaul

ITOBUHHI MaTH JJIA e(i)eKTI/IBHOI‘O BHKOPHUCTAHH:A IIPpOIr'paMHu.

1.

2
3
4.
5

Bwminns nporpamysatu meraepu OpenGL na mosi GLSL.

Po3yminns TexHiku Bizyamizaiii rpadiku Ta ii eTamis.

3HaAOMCTBO 31 CTpaTErisiMU HAJIaro/PKCHHsI Ta ONTUMI3AIIT IIeaepiB.
3HaHHS KOMOUTALIT EHAepiB 1 MPOIECIB KOMIIOHYBaHHS.

JlocBig pobOTH 3 pEHACPUHTOM Y PEATbHOMY Yaci.

3.7 AHaJjii3 BUMOT 10 alIaPpATHOI0 Ta MPOrPaMHOro 3ade3ne4eHHs

CTBOpeHHs peJakTopa IeijepiB BHUMAarae TIOBHOTO PO3YMIHHSA SIK

amapaTHUX, TaK 1 TOporpaMHUX Xapaktepuctuk. Ili cmenmdikaimii HE TUTBKH

BU3HAYAIOTh MPOJIYKTUBHICTH 1 PYHKI[IOHAIbHICTh IPOTPAMH, ajie i 3a0e3MeUyI0Th

CYMICHICTb 13 IIUPOKUM J1aria30HOM CHUCTEM.

Bumoru 1o oOnagHanHs:
I'padiunamii mporecop 13 miarpumkoro OpenGL 3.3 abo HOBIMIOT Bepcii.
Bararosinepuuii mporiecop i3 TakToBOHO yacTtoToro He MeHme 2,0 [T

3a0e3reunTh Oe3nepediiiHy poOoTy.
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3. Minimym 4 I'b onepaTuBHOi mam’sTi, OLIBIINNA 00’ €M TOKpAIIly€e 3arajibHy
IPOIYKTUBHICTh, OCOOJIMBO IT1/1 4ac pOOOTH 3 BEJIMKUMHU (haijlaMH IIeHaepiB
a00 CKJIaIHUMU CIICHAMHU.

4. XKopcrkuit nuck a6o SSD-nakonuuysau 3 1 GB BuibHOTO IIpoCTOpY.

Jlo mporpaMHOTo 3a0e3MeUYeHHs 3aCTOCYHOK Ma€ JIMIIE OJIHY BUMOTY, a caMe

BUKOpHUCTaHHs onepaiiitHoi cucremu Windows, macOS a6o Linux.

3.8 TectyBanHst

MetonoM TecTyBaHHSI 3aCTOCYHKY Oyia oOpana ampoOartis. /s Toro mo0
NEPEeBIPUTH  BIAMOBIAHICTS OCHOBHMM BHMOTaM, $IKi OyJM TIOCTaBJICHI [0
penaktopa, 0yJio po3po0JIeHO ABa MeHIepH.

[lepmmii  po3poOneHU MIEHAEp CUMYIIOE PEATICTUYHY IOBEIIHKY
HIKIPSHOTO TOKPUTTS [5], 32 J0MOMOro0 TaKMX TMONIMPEHHX TEXHIK SK KapTa
HOpMaJIel, Ta KapTa BijJa3epKajeHHs. TakoX Mel 1ieiiiep BUKOPUCTOBYE
agantoBany mya GLSL wmonens ocBiTiaeHHs bainna-®onra [8]. Ilhisxom
TECTyBaHHS (IHB.

Pucynok 12) OyIio OLiHEHO 3JaTHICTh MIekaepa TOYHO BiATBOPIOBATH AETaIl

MOBEPXHI Ta IMITYBaTH B3aEMOJIII0 OCBITJICHHS.

70



Pucynok 12 — Illeiinep cumymsiii peasicTUYHOT MOBEIIHKU MaTepiary

Takox anpoOarisi MpoBOAMIIACS HA LIEHAEpl KOHTYPHOTO TOHYBAaHHS, SIKUU
JI03BOJISIE OTPUMATH O1UIBIN CTHIII30BaHi pe3ynbratd [11]. 3a 10MOMOrorw mboro
Oyna mepeBipeHa 3/IaTHICTh CTBOPIOBATH Bi3yaldbHI €(PEKTH 3 KOJHOPOM,
KOHTPOJIIOBAaTH 1HTEHCUBHICTh 1 HAmpsIMOK CBITJIA, a TaKOX IHTErpyBaTUCh 3
IHITUMU TeXHIKaMu Bizyam3ailii. [Ipukiaag po6oTu MokHa moGaurHu Ha

Pucynoxk 13



Pucynoxk 13 — Cmunizosanuii wietioep KOHmMypHO20 MOHYBAHHS

3a JoMOMOTOI pPO3poOKM MUX IeigepiB Oyjo MPOBEAECHO TECTyBaHHS
penakropa i TOro 1100 BIEBHUTHUCS Yy WOro CYMICHICTh, HAIINMHICTh 1
ONTUMAaNIbHY MNPOAYKTHUBHOCTI 3 Oyab-sikuM 3acTtocyHkoM Ha OpenGL. Ilicns
YCHIIITHOTO 3aBepIlIeHHs anpobarrii, Oyya nepeBipeHa HaaliHOCTI Ta €PEeKTUBHOCTI

pOrpamu JIjisi PO3POOKH TIeiIepiB.



BUCHOBKHA

1. TlpoBeneno anami3z icHytounx pimeHb ShaderED, GLSL Sandbox Ta

ShaderToy. Bynu Bu3HaueHi iX OCOOJMBOCTI, CHJIbHI Ta CJIa0Ki CTOPOHH.
Takox Oynu omparboBaH1 JITEpaTypHi JHKEpelna, MOB’s3aHl 3 PO3POOKOI0
OpenGL 3actocynkiB Ta podbotu 3 GLSL komom.

PeanizoBano mabion mnpoektyBanHs Model-View-Controller (MVC), 1o
3a0e3neyye 4YiTKE PO3AUICHHS CKJIAQJOBHX 1 TOKpally€e 3pydHICTh
o0cyroByBaHHs Ta MaciTaboBaHiCTh nporpamu. Lleit Bubip auzaiiny 10BiB
e()EeKTUBHICTh B YIPaBIIHHI CKJIAJHUMHU B3a€EMOIISIMU Ta MOTOKaMU JIaHMX,
HEOOX1THUX JIJISl pe/laryBaHHs IIeHIepiB y pealbHOMY Yaci.

OpHiero 3 BIACTUBOCTEH € MIATPUMKA pellaryBaHHs He Jiniie (parMeHTHUX
nieiiiepiB, ajge i BEPIIMHHUX 1 TEOMETPUYHMUX HIeiaepiB. L1 koMiekcHa
MIATPUMKA PO3LIUPIOE KOPUCHICTh MporpaMu. BKIIIOUEHHS T€OMETPUYHUX
menaepiB, 30KpeMa, BUIUISLE 1€ peaakTop cepesl 0araThoX ICHYIOUHX
IHCTPYMEHTIB, HaJaloyu OLIbIIe MOXJIMBOCTEU IJI TBOPYMX 1 TEXHIYHUX
1HHOBAIlIH y TpadIYHUX MPOTpaMax.

VY  pesynbrari kBamiikauiiiHoi poOoTM Oyna po3poOreHa mporpama
penaKTopa menaepiB y pealbHOMY 4Yaci, sika € THyYKUM, KOMILJIEKCHUM 1
e(eKTUBHUM 1HCTPYMEHTOM JUIsl peJaryBaHHs IIEHIEpiB I Mporpamma
TaKOXX Ma€ MOTEHIHaN JJIs TOJANbIINX YIOCKOHANEHb 1 PO3IIMPEHb, TAKHX
K BKJIIOYEHHS Cy4YaCHUX I1HCTPYMEHTIB HaJaro/pKeHHS Ta OINTUMI3aIlii.
VYemimHa po3poOka TaKOro 3aCTOCYHKY TMIJIKPECIIOE KUTTE3NATHICTH 1

nepeBard CTBOPEHHS y3arajbHEHOTO peJakTopa IMIeHAEepiB Ui Mporpam

OpenGL.
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