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AHOTAIIA

KoBanboB P.C. Po3poOka reneparopiB 3D KOHTeHTY Ha NPHKJIALI
reHepaTopy mMema pejbey MiCHeBOCTI. Y

Kpanidikamiitna po6ora 31 cmemianbHocTi 126 «IHopMmariiini cucteMu Ta
texHonorii» OIl Indopmaniiini cuctemu Ta texunonorii, CHAY, Cymu, 2024p. —
Pyxonuc.

Ils pobota mpucBsS4YeHA PO3POOI Ta MPOTPaMyBaHHIO TEHEPATOPY MeEITy
penbedy MmiceBocTi. ['0OJOBHOIO METOIO pPOOOTH € CTBOPEHHS MPOTOTHILY
IHCTPYMEHTY, L0 JOMOMOXE CTBOpIOBaTH 3J| KOHTEHT Ha OCHOBI JBOBHMIPHUX
BXIJIHUX JJAHUX, a TAKOX aHajl13 mMpo0JIeM 3B’ I3aHUX 3 Peali3alli€ro TaKoro MPoIyKTy.

VY poboTi npoBeeHuil aHali3 Cy4yacHOro craHy reHeparopiB 3D koHTeHTy Ta
BUSIBJICHI TIPOOJIEMH, 3 SKUMHU 3IIITOBXYIOTHCS PO3POOHUKU MpU peasizallii Takux
IHCTpYMEHTIB. P0O3p0o0J€HO MPOTOTUI TAKOTO THUIYy MPOTrPaMHOr0 3a0e3MeyYeHHs,
BUOKpEMJICH1 OCHOBHI IIPOOJIEMH Ta 3aj1a4i IpH po3poOIll, BAPOOIICHI 1 3alIPONIOHOBaHI1
OITUMAJIBHI NIIXOIHA J0 HUX.

JInst po3poOKKU BUKOPUCTAaHI Cy4acHI TEXHOJIOTIT Bizyasi3alii TPhOX BUMIPHOI
rpadiku. PeanizoBana reHepaiiisi TphbOX BUMIPHOI CITKM MEIITy Ha OCHOBI BX1JIHOT KapTh
BUCOT, iHTepeiic kopucTyBaya AJid KEpyBaHHS I€HEpalli€lo.

[IpoBeneHo aHai3 TPYIHOIIIB Ta 3aB/IaHb, SIKi 3'SBUJIKCS B TIPOIIEC pO3POOKH,
JIJIS1 KOYKHOI 3 HUX MPEJICTABICHO TEOPETUYHE PIIICHHS Ta MPaKTUYHA peatizallis.

OtpumaHi pe3yJbTaTd € MAaCHBOM MPAKTHYHHUX PEKOMEHAAIN 1 pillleHb
TUTIOBUX MpoOJieM peani3aiii Takoro MPOEKTy, SKI T03BOJSATh MPUCKOPUTH 1
MOJIETHIUTH PO3pOOKY TreHepaTopiB KOHTEHTY (axiBLSIM, sIKI 3ITKHYThCSA 3 TaKUM
3aBJIaHHAM Y MalilOyTHHOMY.

Kmouosi ciioBa: 3D, csharp, dotnet, OpenGL, shaders.



SUMMARY

Kovalov R.S. Development of 3D content generators on the example of
terrain relief mesh generator.

Qualification work on specialty 126 "Information systems and technologies™ OP
Information systems and technologies, SNAU, Sumy-2024. - Manuscript.

This work is devoted to the development and programming of the terrain relief
mesh generator. The main goal of the work is the creation of a prototype of a tool that
will help create 3D content based on two-dimensional input data, as well as the analysis
of problems related to the implementation of such a product.

The paper analyzes the current state of 3D content generators and identifies the
problems faced by developers when implementing such tools. A prototype of this type
of software was developed, the main problems and tasks during the development were
identified, optimal approaches to them were developed and proposed.

Modern technologies of visualization of three-dimensional graphics were used
for development. Realized generation of three-dimensional mesh grid based on the
input height map, user interface for generation control.

An analysis of the difficulties and tasks that appeared during the development
process was carried out, and a theoretical solution and practical implementation were
presented for each of them.

The obtained results are an array of practical recommendations and solutions to
typical problems of implementing such a project, which will speed up and facilitate the
development of content generators for specialists who will face such a task in the
future.

Keywords: 3D, csharp, dotnet, OpenGL, shaders.
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BCTYII

Axmyansnicms memu. Y CydacHOMY CBITI, Jie TEXHOJIOT1i IBUAKO PO3BUBAIOTHCS,
po3pobka mporpamMHoro 3abe3mneueHHs i reHepallli TPUBUMIPHUX 00'€KTIB, 30Kpema,
penbeHUX MEPEX, € BaXKIMUBOIO 3ajayero. Lle mporpamMue 3a0e3neueHHs Mae MIHPOKE
3aCTOCYBaHHs, BKJIIOUAIOYH CTBOPEHHS TEPEHHIB JJIsI Bidyauli3allii reorpadiyHuX JTaHHX,
B IFPOBIN 1HIYCTPIii, @ TaKOX JJII MOJETIOBAHHS MPHUPOJHUX JIaHAIMA(TIB Y HAYKOBUX
nociipkeHHsax. Llsg pobora cripsiMoBaHa Ha po3poOKy IHCTPYMEHTIB, sIKI JJOTIOMOXKYTh
e(eKTUBHO CTBOPIOBATH TPUBHUMIPHI peNbe(U.

Mema i 3a60annsa 0ocnioxycennsa. MeToro 1aHoi poOOTH € Po3pOOKa MPOTOTHUITY
nporpamMu Juisi TeHepaili penbedHol Mepexi, iAeHTUdIKAIllsl BUKIMKIB Ta MpoOIemM
PO3pOOKH TAaKOTO MPOTrPaMHOI0 3a0€3MEUCHHS, 1X OMKC Ta 3alPONOHOBAHI PIIIICHHS.
BianoBigHo 10 mocraBiieHOI MeTH chOpMYJIbOBaAHI TaKi 3a/1a4i:

- TPOBECTH OIJISI OCTAHHIX JOCTIIKEHb Ta MyONiKalllid y raimy3l reHepailii Tpu-

BUMIPHHX 00'€KTIB, 30KpeMa, pelabe(HUX MEPEK;

- 3A1UCHUTH aHAJII3 ICHYIOUUX MPOTPAMHHUX PIIlIEHb JJI1 aBTOMAaTHU30BAaHOI TeHepallii

TepEeiiHiB;

- copMyIIOBaTH TOCTAHOBKY 3a/1a4l Ta BUOpATH HEOOX1H1 IHCTPYMEHTH JJIA ii pe-
amsarii;

- pO3pOOUTHU KOHLETIIIIIO Ta CTPYKTYPY IPOTPAMHOTO0 MPOAYKTY JJIsl TEHEpallli peib-
e(pHOT MEpexKI;

- 3O1MCHUTH (PI3UYHY peani3alliio IPOrpaMHOro MPOIYKTY Ta po3poOUTH 1HTEpdeic

KOPHUCTYBaya y BUOPAaHOMY IIPOIPAMHOMY CEPEIOBHUILI;

006’ckm i npeomem Oocnioxyncenna. O0’€KTOM JTOCTIKEHHS € TIPOIleC TeHepariii
penbeHOi Mepexi. [IpeamMeToM NOCHIIKEHHS € MpakTHUYHA peati3alis MporpaMHOTO
3a0e3MeUeHHs /711 aBTOMATU30BaHOI TeHepallii TeperHiB.

Anpooauisa pezyromamie keanighixauinunoi pooomu. Modern science: innovations
and prospects. Proceedings of the 5th International scientific and practical conference.
SSPG Publish. Stockholm, Sweden. 2022. - . 175c.

Marepiany HayKOBO-NPAKTHUYHOI KOH(EpEeHI[li BHUKJIaJadiB, AacIipaHTIiB Ta



cryaeHtiB Cymcpkoro HAY (14-16 tpasus 2024 p.). — Cymu, 2024. — 429c.; 430c.
Ilyonikayii. 3a Matepiamamu KBamidikaniidHoi pob6otu omyOnikoBaHO 3 TeE3U
HayKOBHUX KOH(EpEeHIIiil.
Cmpykmypa i oocaz pooomu. KpanmidikamiitHa poO0oTa CKIaIaeThCs 13 BCTYITY,
TPHOX PO3/LIIB, BHCHOBKIB Ta MPOIO3MINA, CIUCKY BUKOPUCTAaHUX Jpkepen 3 16
HaliMeHYBaHHAMH, JojaTkiB. OCHOBHMM TeKCT BuKIaaeHui Ha 50 cropiHkax

KOMIT FOTEPHOT'O TEKCTY.



PO3JILI 1

AHAJII3 IPEAMETHOI OBJIACTI

1.1 Orasia ocTaHHIX A0CTiIKeHb | myOaikaniii

OcTaHHI POKHM XapaKTEPU3YIOThCS 3HAYHMM MPOTPECOM Yy Taly3i TeHeparii
TPUBHUMIPHUX 00'€KTIB, 30KpeMa, peiabedHuX Mepex. JlocmipkeHHs Ta myOmikaii y min
00JacTi aKTUBHO BHMBYAIOTH METOAM Ta TEXHOJIOTIi NJIT aBTOMATHU30BAaHOI T'eHEpaIlii
TEpEIHIB 3 BUCOKUM CTYIIEHEM peajli3My Ta AeTali3alli.

OnHuM 3 MEepCrneKTUBHUX HAMPSMKIB Y Ii 00J1aCTl € 3aCTOCYBaHHS alrOPUTMIB
TeHEeTUYHOTO TMPOTPaMyBaHHS Ta INTYYHOTO 1HTENEKTY AJIi CTBOPEHHS ONTHUMAJIbHUX
TepelHiB. JOCTIAHUKN BUSBWIM, IO 3a JOMOMOTO0 M€HETHYHUX aJITOPUTMIB MOXKHA
e(pEeKTUBHO ONTUMI3yBaTH IapaMeTpu peabe(pHOI Mepexki 3 ypaxyBaHHSM 3aJaHUX
KpUTEPIiB, TAKHUX SIK peaji3M, INIaJIKICTh Ta T€OMETPUYHA CKIIAHICTb.

Kpim Toro, Benuka yBara NpUIUISETHCS PO3POOIN AITOPUTMIB JUIsl TeHEparlli
TEpEiHIB 3 BUKOPUCTAHHAM ITYMOBHX (DYHKIIIH Ta (ppakTanbHUX aHai31B. Taki miaxoau
JTO3BOJISIIOTH OTPUMATH pelibedHI MOJIEN1 3 HATypaJbHUMHU JIETAIsIMU Ta BapiallisiMU, 1110
MJCUTIOIOTH peai3M OTPUMaHUX 00'€KTIB.

butbLIicTh JOCHIIKEHb TAaKOX AKTUBHO JOCIIIXKYE MOMIMBOCTI MapajelbHUX
00YHCIICHDh Ta ONTHUMI3AII0 aJITOPUTMIB JUIS TBHUINCHHS IIBUIKOIT Ta €(EKTUBHOCTI
redepauii TepeiiHiB. BuKopuCTaHHS cy4acHUX TEXHOJOrIHA, TakuxX SK TrpadivHi
MIPOIIECOPH Ta OOUMCITIOBATIBHI XMapH, T03BOJISIE 3HAYHO TIPUCKOPHUTH TIPOIIEC CTBOPEHHS
CKJIQJHUX TPUBUMIPHHUX OO'€KTIB.

3aranbHM TPEHI Yy MJOCHIUKCHHSX TONsira€ y TMParHeHHI 10 CTBOPEHHSA
IPOrpaMHOTo 3a0e3MeUeHHs, sike 0 3a0e3nevuyBaio MUPOKUA CIIEKTP MOKJIUBOCTEH IS
reHepaiiii pi3HOMaHITHUX TEPEHIB 3 BpaXyBaHHSM MOTped KOPUCTYBaUiB y Bi3yami3arii

Ta aHajii31 reorpadlyHUX JTaHUX.
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1.2 Anaji3 icHylOUHMX cUCTeM

Ha cporoguimHii AeHb ICHYe psiJ NPOrpaMHUX pillleHb Uil TeHeparii
TPUBUMIPHUX 00'€KTiB, BKIIOUAIOUN penbedHl Mepexi. Jleski 3 nux pillieHb HaJaloTh
MIUPOKKM (DYHKIIIOHAJ, B TOM Yac sIK 1HII1 0OMEXeH1 3aCTOCYBaHHAM a00 (PYHKITIOHAJIOM.

OgnuM 3 HaAWUMOIIMPEHIIUX BapiaHTIB € MporpaMu JJid peJaryBaHHA Ta
MOJICITIOBAHHS TPUBUMIPHHX 00'€KTiB, Taki sk Blender, Autodesk Maya, a6o 3ds Max. 11i
porpamMu MaroTh PsJi IHCTPYMEHTIB JIJIs CTBOPEHHS PENbe(PHUX MEPEK, ajie iX OCHOBHA
COpPSIMOBAHICTh - MOJICNIOBAaHHS 00'€KTIB 3arajoM, TOMY iM MoOXe OpakyBaTu
cnenuQpiYHUX IHCTPYMEHTIB JIJIsl €PeKTUBHOI reHepallii TepeiHiB.

Blender, Autodesk Maya, ta 3ds Max - 1ie mOTyXHI HpOrpaMmHi 3acoOu is
penaryBaHHs Ta MOZCIIOBAHHS TPUBUMIPHUX 00'€KTIB, sIKI BAKOPUCTOBYIOTHCS B PI3HUX
rajxyssix, TaKMX SIK IrpoBa 1HAYCTpisi, aHIMaIlisl, apXiTeKTypa, Ta Bi3yasizailis.

Blender (pucynok 1.1) € 6e3KOIITOBHUM, BIAKPUTUM IIPOTPAMHHUM 3a0€3MCYCHHIM
3 IMUPOKUM (PYHKIIIOHAJIOM JJIsi MOJCIIOBaHHs, aHiMalli, TEeKCTypHOi poOoTH,
Bi3yasii3allii, KOMIIOHYBaHHs Ta 1HIIUX 3a/1a4. [le moTyKHUN IHCTPYMEHT, SIKUM IIUPOKO

BUKOPHCTOBYETHCA K HOBaYKaMH, TaK 1 MpodecioHaIamm.

&
o .
&
2
k
i)
©

©F Modus = Ty = Wom  wore S HHAPH o ]
" o

Pucynok 1.1 — Intepdeiic mporpamuoro 3ade3neuenns Blender

Jxepeno: [1]
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Autodesk Maya (pucynok 1.2) € koMepIiHHIM TPOTrPaMHUM 3a0€3MEYCHHSM, SKE
BOJIOJII€ BEIWYE3HMM HAOOPOM I1HCTPYMEHTIB Ui CTBOPCHHS CKJIQIHUX aHIMAIlii,
eeKTIB, a TAK0X MOJICIIIOBAaHHS, TEKCTYpYyBaHHS Ta Bizyauni3allii. BiH BUKOpUCTOBY€EThCS

y BEJIMKHUX CTYISIX Ta KOMIaHISAX JUIsi CTBOPEHHA (DUIBMIB, ITOp Ta PEKJIaMHU.

T [38 Croste Soed Mosky Oupay Windows besh LsaMein
Madeng v | BB | - o

i i e g
2884009

R oo B b

St srase o P acenee el

Pucynok .2 — InTepdeiic nporpaﬂoro 3abe3neueHHs Autodesk Maya

Jlxepeno: [2]

3ds Max (pucynok 1.3), Takox po3poOieHuii kommaniero Autodesk, € iHIIUM
KOMEPIIIHHAM TIPOTPaMHHM 3aCO00M, SKHHA CHEIlaTi3yeEThCS Ha MOJEITIOBaHHI,
Bi3yanizallii Ta aHimailii. BiH mae psan 1HCTpYMEHTIB JJii CTBOPEHHS PEaiCTUYHUX
TPUBUMIPHUX O0'€KTIB Ta CIIEH, IO pOOUTH HOTO MOMYJSIPHUM CEpe] Bi3yalli3aTopis,
apXITEKTOPIB Ta TU3AMHEPIB.

L{i mporpamHi 3aco0u BOJIOAIIOTH PI3HUMH (DYHKIISIMA Ta MOXJIHBOCTSMH, aJie
BOHH BCi JJO3BOJISIIOTH CTBOPIOBATH TPUBUMIPHI 00'€KTH BUCOKOI SIKOCTI Ta 3/1IHCHIOBATH
penaryBaHHs y TPUBUMIPHOMY IPOCTOPI.

[HuMu BapianTamu € crierianizoBaHi nporpamu, Taki sk World Machine abo Vue,
K1 CIIEL1alli3yI0ThCsl HAa CTBOPEHHI MPpUPOAHUX JaHAmadTiB. L{i mporpamu yacto MaroTh
OUTbIII MOXJIMBOCTI JJII TeHepalii JeTali3oBaHuUX penbediB Ta Pi3HOMAHITHUX
NPUPOJHUX eJeMEHTIB. [IpoTe, BOHM MOXYTb OyTH OOMEXEHI y MOMJIMBOCTSAX IS

CTBOPEHHS CHEeNU(PIYHUX TUITIB TePEIHIB a00 1HTerpaii 3 IHIUMHU IpOorpamMamH.
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Pucynok 1.3 — InTepdetic mporpamuoro 3ade3neueHHs 3ds max

Y setkey %, KayAa., | P, 4,

Jxepeno: [3]

Jlesiki po3pOOHUKH TaKOXK HA/Ial0Th MPOTPaMU 3 BIIKPUTHUM BUX1JTHUM KOJOM, TakKl
sk L3DT a6o Terragen, siki MOXKYTb OyTH KOPUCHUMHU JIJIs1 EKCIIEPUMEHTIB a00 po3poOKu
BJIacHUX anroputmiB. OnHaK, Ii TPOrpaMyd MOXYTh MaTh OOMEXEHHH (DyHKIIOHAT
HOPIBHSHO 3 KOMEPLIHHUMU aHAJIOTaMH, a TAKOXK MOXKYTh BUMaraTH JI0AaTKOBOIO 4acy
JUTST OBOJIOIIHHS.

B minoMy, He3BakarouM Ha HASBHICTh PI3SHOMAHITHUX MPOTPAMHUX PIllICHb,
ICHYIOTb TI€BHI HEJOJIIKM LI0J0 iXHBOI (PYHKIIOHAIBHOCTI, €(QEKTUBHOCTI abo
creriamizamii. Ile cTBOproe mMATPyHTS A MOAAIBIIOTO AOCTIHKCHHS Ta PO3POOKH

HOBUX METO/IIB T IHCTPYMEHTIB JIJIs T€HEpallii TPUBUMIPHHUX TEPEHHIB.
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PO3JILI 2

MOCTAHOBKA 3AJIAYI TA BUBIP 3ACOBIB PEAJII3AIIIL

2.1 ITocTaHOBKA 3a/1a4i Ta BU3HAYECHHA MEeTH

Mertoto gaHoi poOoTH € po3poOka MPOTOTUITY MPOTPaMHU JIsl TeHeparlii perbeHOT
Mepexi, iAeHTU(]IKaIisl BUKJIMKIB Ta TMpoOJIeM pO3pOOKH TaKoro MporpaMHOTO
3a0e3MeyYeHHs], X OMKUC Ta 3alpPONOHOBAH] PIlLICHHS.

MeToro mporpamMu € CTBOPEHHSI MEIly peibedy MICIEBOCTI HA OCHOBI BXITHHUX
JTAaHUX, a CaMe KapTu pesibepy MICLIEBOCTI, Tak 3BaHO1 heightmap.

Ha Bx11 nporpama mMae npuitmaTu:

- 300pa)keHHs KapTH BUCOT OCHOBHUX MOIMpeHux popmaris Takux sik PNG, JPG;

- TapaMeTpu reHepauii 1o 3a/alTbcsd yepe3 1HTepeiic KOpUCTyBaya: po3Mip
TUTOIIMHU 3T€HEPOBAHOTO MEITy, KOMIIOHEHT KOJIhOPY II0 € (haKTOPOM BHUCOTHU penbedy,
MHOXHHMK BHCOTH penbedy, LOD(Level of detail) — xinbKicTh BEepIIMH HA OJUHHIIIO
TUIONIUHU;

Ha Buxo/i MaeMo OTpuMyBaTH:

- 3renepoBana 3D citka memry;

- Bi3yami3allisg 3reHepOBAHOTO MEIIy, 3 KapTOI BHCOT HAKJIAJECHOI HAa Mell y
BUTJISIII TEKCTYPH;

Jist 3a0e3nedeHHs MaKCUMAaJIbHOI JOCTYIMHOCTI TaKOro pIIIEHHS LJIbOBOIO
miatpopMoro  Oylne — HaWNoIIMpeHIma  CepeJHbOCTAaTHUCTHMYHA  KOH(Iryparis
nepcoHanbHOTO KoMIT'totepa 2024 poky:

omnepariiitai cucremu Windows 11/10/7, Linux(Ubuntu), Mac OS X -64/32bit;

2 Ta OlIBIIE SIEPHUM MPOIIECOp;

00'em orrepatuBHOi mam'sati Big 2 GB;

rpadiunmii npuckoproBau 1o marpumye Opengl 3.3;
300paxeHHs] KapTH BHUCOT Mae OyTu po3mipy He Ouibime 8192x8192.

Makcumanbauit po3mip tekctypu s OpenGL 3.3, BuGpanoi cnenudikariii, 3a1exuTh
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BiJ amapaTHOl YaCTHHM Ta JApaiBepiB KOHKpeTHOi rpadiuHoi kaptu. OIHAK, 3arajJbHO
NPUMHATANA MaKCUMAIbHUIA PO3MIpP TEKCTYPH JIJIs allapaTHOTO 3a0e3MeueHHs], CyMICHOTO
3 OpenGL 3.3, cranoButh 8192x8192 mikcemiB sk sl MIUPUHU, TaK 1 JJIS BUCOTHU
Tekctypu. el po3mip 3a3Buyail miATPUMYETHCS CydaCHUMH TpadiyHUMHU KapTamH Ta
JpaiBEpaMH.

[Ipore BaKIMBO 3ayBa)KUTH, IO (PAKTUUHUN MaKCUMAJIbHUN PO3MIp TEKCTypH
MOJK€ BIIPIZHATHCA B 3aJeKHOCTI BiJ BUpoOHUKAa GPU Ta KOHKpETHHX MOXKIUBOCTEH
arlapaTHOro 3a0e3NeueHHs Ta JpaiBepiB. PEKOMEHyeThCs 3aUTYBAaTH MaKCUMaJIbHUN
PO3MIp TEKCTYPH IIiJT Yac poOOTH mporpamu 3a qonomororo ¢yskitiin OpenGL, Takux sk
“glGetIntegerv(GL._ MAX TEXTURE_SIZE, &maxSize)”.

3HaHHA MAaKCHMAaJbHOIO PO3MIPY TEKCTYpU BaxJHUBO M €(QEKTUBHOIO
YOpaBJiHHS MaM'TTIO Ta ONTUMI3allli BUKOpUCTaHHS TekcTyp y OpenGL mporpami.
BukopucTtanHs TeKcTyp 3 po3MipaMu, 1110 NEPEBULIYIOTh MAKCUMAJIBHO MIATPUMYBAHUN
pO3Mip, MOKE IPU3BECTH O HENEpe10auyBaHOTO MOBEAIHKU MPOrpamMu ad0 3HUKEHHS

IPOJTYKTUBHOCTI.

2.2 Bubip 3aco0iB peaJi3airii

Visual Studio Code (VSCode) oOpano ajisi BUKOPUCTaHHS B IIbOMY IPOEKTI 3
HAaCTYyMHUX MPUYMH, K1 BapTo po3risiHyTH. [lo-mepme, VSCode € moTyxHuM Ta
pO3IIMPIOBAHUM 1HCTPYMEHTOM pO3POOKH, SIKUH HaJae€ 3pydyHE CEpeloBUILE IS
nporpamictiB [4]. Bin mae mmpokwii cnekTp (YHKIH, BKIIOYAIOYH MiATPUMKY
pO3IIMPEHb, CHUHTAaKCUYHE IIiJICBIYyBaHHs, aBTOAOMOBHEHHs, BOYJOBaHy CHCTEMY
KEepyBaHHS BEPCISIMH Ta 1HIIIL.

Y KOHTEKCTI JaHOTO MPOEKTY, B SIKOMY PO3pOOJIEHO Mporpamy sl CTBOPSHHS
penbeHUX MENTiB Ha OCHOBI KapT BUcOT, VSCode HagaBaB 3pydHE CEPEOBHUIIE IS
penaryBaHHS KOAY Ha MOBI mporpamyBanHs C#, 1110 BUKOpPUCTaHa B ITbOMY MPpoeKTi. Kpim
TOTO, 3aBJSIKA PO3LIMPEHHSM, pO3pPOOHUK MaB 3MOTY JIETKO IHTETPYBATH PI3HOMAHITHI
IHCTpYMEHTH Ta JOJATKOBI (PYHKINi, IO CHPHUSIO TMOKPAIIEHHIO MPOIYKTUBHOCTI Ta

3pY4YHOCTI PO3POOKH.
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HonatkoBo, VSCode € kpoc-mnaTdhopMOBUM 1HCTPYMEHTOM, 10 O3HAYAE, M0 BiH
HiATPUMYETHCS HA PI3HUX OTEPaIiiHUX crcTeMax, Takux sk Windows, macOS Tta Linux.

Otxe, Bukopuctannsa Visual Studio Code B maHoMy mpoekTi OOTpyHTOBAaHUM 3
TOYKH 30py HOro (PyHKIIIOHAJIBHOCTI, 3pyYHOCTI BHKOPUCTAHHS Ta MIATPUMKH KpPOC-
1aT(GOPMEHHOCTI, 110 CIPHUSIO YCHIITHOMY PO3POOJIESHHIO TPOrPpaMHOI0 3a0e3neYeHHS
JUIsl TeHepalli peabeHUX MEIIIIB.

Texunomnoris .NET o6pana At BUKOPUCTAaHHS y MIPOEKTI 3 HACTYMHUX MPUYHUH:

- MoBa nporpamyBanHs C#: Onniero 3 kmouoBux ckianoBux .NET e moBa
nporpamyBaHHs C#, sKa BOJOJI€ LIUPOKUM CHEKTPOM (PYHKIIOHAIBHOCTI Ta €
e(heKTUBHOIO ISl pO3pOOKH IporpaMHoro 3ade3neueHHs. Bukopucranus C# 103BOJIUIO
PO3pOOHKKAaM MIBUJIKO 1 €PEKTUBHO peali3yBaTH aJrOPUTMU JIJIsl TeHepalli peabeHUX
MEIII1B,;

- mupokuit pyskmionan .NET Framework: .NET Framework namae 6Gararto
BOy/10BaHMX 010J110TEK 1 IHCTPYMEHTIB ISl pO3pOOKH MPOTPAMHOT0 3a0€3MeUeHHs, 1110
J03BOJTHIIO €()EKTUBHO BUKOPHCTOBYBATH FOTOBI PIIIEHHS Ta CKOPOTUTH Yac PO3pOOKH;

- 1HTerpamis 3 iHmMMH cepBicamu Microsoft: Po3poOka B cepemoBumii NET
J03BOJIMIIa €()EKTUBHO 1HTETPYBATHU NPOrpaMy 3 1HIIMMH CEPBICAMH Ta IHCTPYMEHTaMU
Bil Microsoft, o mMoxke OyTH KOPUCHUM Y BHUIIAJIKaX, KOJU HEOOXITHO B3aEMOJISTH 3
IHIIIIMH MPOIYKTAMH IIi€1 KOMITaHii;

- miarpumka Ta cniibHoTa: .NET Mae BennKy akTUBHY CIUIBHOTY PO3POOHUKIB,
sKa HaJa€ MATPUMKY Ta 3MIMCHIOE TIOCTIMHHI po3BUTOK TexHosjorii. Lle 3abe3neuye
HAsBHICTh pecypciB Ta iHGopMallii sl BUPIILIEHHS MPOOJIEM Ta MiATPUMKH MPOEKTY;

Buxopucranns texnosorii .NET mano HacTymHi nepeBard y KOHTEKCTI JaHOIO
IPOEKTY:

- npoayktuBHicTh: .NET BoJiozi€e BUCOKOIO MPOAYKTHUBHICTIO, IO JI03BOJIMIIO
IIBUJIKO peajli3yBaTH aJTOPUTMU TeHepallli peibeHUX MelIiB Ta 3a0€3MeUnUTH TUIaBHY
Ta e()eKTUBHY pOOOTY MPOTPaMH;

- kpoc-mardopmenicts: 3aBasku .NET Core ta .NET 5, nporpama moxe OyTu
pPO3rOpHYTa Ha PI3HUX OMEpaItHUX cucTeMax, Bkiarodatoun Windows, macOS Ta Linux,

110 PO3IIMPIOE KOJIO MOTSHIIIMHUX KOPUCTYBAYiB Ta CIPUSE 3pYIHOCTI PO3TOPTaHHS[S];
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- Oesneka: Texnonoris .NET Hamae BuUCOKMI piBeHb O€3MEKH, BKIIOYAIOYU
MEXaHI3MH KOHTPOJIIO JOCTYIy Ta BOyJOBaHI 1HCTPYMEHTH JUIsl 3aXHCTYy JaHUX, IO
0COOJIMBO Ba)KJIMBO Y BUIIAAKy 00poOkH KoHDiaeHIiHHOT iHGopmarii [6];

Moga nporpamyBanns C# oOpaHa JJIsi BUKOPHCTAHHS Yy TPOEKTI 3 HACTYITHUX
MPUYHH:

- MIUPOKI MOKJIUBOCTI g pO3poOKM mporpamHOro 3abesneueHHs: C# €
MOTY)KHOIO MOBOIO TMpPOTpaMyBaHHS, sIKa Haga€ pPO3POOHMKAM IMUPOKUNA CIEKTP
MO>KJIMBOCTEH ISl peastizallii pi3HOMaHITHUX MPOoekTiB. Bukopucranus C# 103BOIMIO
e(eKTUBHO BTUIUTH KOHIICTIIi Ta aJrOPUTMH, HEOOXIIHI JIJIs CTBOPEHHSI reHepaTopa
penbeHUX MEIIB;

- 1HTerpauis 3 maatgopmoro .NET: C# € Ki11090BOIO MOBOIO IPOrpaMyBaHHS J1JIst
mwiatpopmu NET, mo 3abe3nedye oMy BeNMKY KUIBKICTh TOTOBHX O10J10TEK Ta
IHCTpYMEHTIB I po3poOKu mporpamMHoro 3adesneudeHHs. lle cmpoctuno mporec
PO3pOOKH Ta T03BOJIWIO €(hEeKTUBHO BUKOPUCTOBYBATH PI3HOMAHITHI ()YHKIIOHATBHICTh
.NET Framework;

- IHTerpaiis 3 IHIIMMHU cepeloBUIlaMU po3poOku: MoBa C# miATpUMYETHCS
HMIMPOKHUM CIIEKTPOM CcepeloBHII po3poOku, Bkitoyaroun Visual Studio [7], Visual Studio
Code [8], inmi IDE Tta pemakrtopu komy. Lle m03BoNMIO pPO3pOOHHMKAM BHOpATH
ONTUMAJIbHE CEPEeIOBUIIIE ISl POOOTH 3 IPOEKTOM;

- MpOCTOTa BUBYEHHS Ta BUKOpucTaHHA: C# Mae mpocTuil Ta 3pO3yMUIMI
CUHTAKCHUC, III0 pOOUTH HOTO JOCTYITHUM JJI PO3POOHUKIB 3 PI3HUM PiBHEM JIOCBINY;

Bukopuctanas MoBu nporpamyBaHHsi C# Mallo HACTYNHI NepeBaru y KOHTEKCTI
JTAaHOTO TIPOEKTY:

- mpoayKTuBHICTE: C# 103BONIMIIA PO3POOHUKY IMIBUIKO PEasli3yBaTH aJTOPUTMHU
Ta (YHKIIOHANBHICTh TeHepaTopa pelbeHUX MeliB, 10 3a0e3MeYniIo BUCOKY
MPOYKTUBHICTH PO3POOKH;

- inrerpamis 3 miatrdopmoro NET: Buxopucranns C# y moemnanui 3 .NET
Framework Hagano 1octyn A0 po3MIMPEHUX MOXKIUBOCTEH Ta 010J110TEK, 1110 CIIPOCTUIIO

po3poOKy Ta 3ab6e3nmeunsio O1IbITy THYYKICTh Y BUOOPI PIlIEeHb;
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- TATpUMKA Ta ciinbHOTa: C# Mae BENMKY Ta aKTUBHY CHUIBHOTY PO3POOHHKIB,
sKa Ha/Ia€ MITPUMKY, peCypcH Ta iHPOpMAIIitO sl BUPIIICHHS MpoOIeM Ta i IBULIICHHS
piBHs HaBUYOK [9];

VY KOHTEKCTI pO3pOOKH MPOTPAMHOTO 3a0E3MEUEHHS JJII CTBOPCHHS PEebePHUX
MEIIiB Ha OCHOBI KapT BUCOT, BUOip 616mioTekun OpenGL Ta dpeiimBopky OpenTK st
peanizaliii rpadidHOi CKJIaI0BOi OyB OOTPYHTOBAHUH PsIZIOM KIFOUOBUX IIepeBar.

OpenGL (Open Graphics Library) € kpoc-maaT¢opMeHUM MPOTPaMHUM
iHTepdeicom s po3poOku rpadiunux nporpam. Lle crangapt, skuii Hajgae GyHKINT 1715
B3a€MO/IIT 3 Tpa(iYHUM armapaTHUM 3a0€3MEUYCHHIM KOMIT'IOTepa 3 METOO BiOOpakeHHS
2D ta 3D rpadiku. OpenGL 103BoJis€ po3pOOHUKAM CTBOPIOBATH BI3yaJbHO CKJIAAHI Ta
TuHaMI4H1 rpadiyHi TOAATKY IS PI3HUX IIIATGHOPM, BKIIFOYAI0YH KOMIT FOTepU, MOO1IBH1
IPUCTPOiI Ta 1rpoBi KoHcoJi. OxHier0 3 ocHOBHUX nepeBar OpenGL € ioro mmpoke
MOIIUPEHHS Ta MIATPUMKA PI3SHUMHU BHUPOOHHMKAMHU arapaTHOrO 3a0€3MEeUeHHs, IO
rapantye cTabuIbHY poOOTY Ha PI3HOMAHITHUX NMPUCTPOsX. e 0co6MmMBO BayKIMBO ISt
IIPOEKTIB, SIKI MAIOTh HA METI OXOMUTH IIUPOKY ayAUTOPIIO KOPUCTYBAYiB.

OcHoBHi ¢yHkIii OpenGL BkiI0oUarOTh B ce0e HU3bKOPIBHEBI omeparlii, Taki sK
BIIOOpaKEHHSA NPHUMITUBIB (TOYOK, JIIHIA, TPUKYTHHKIB), pPOOOTY 3 TEKCTypamH,
HaJIaITyBaHHS OCBITJICHHS Ta MaTePialiB, a TAKOXK 3IIMCHEHHS TIEPETBOPEHB KOOPIMHAT.
Kpim toro, OpenGL mae BinkpuTuii cTaHAapT, 110 O3HAYAE, 10 HOTO crienudikallis Ta
peanizalii JOCTYIHI JUIsi BUKOPUCTAHHS PI3HUMHU PO3POOHMKAMU Ta BUPOOHHUKAMHU
rpadiunoro oOnamnanus. lle 3abe3nedye BeNMMKy PI3HOMAHITHICTh y MIATPUMIN Ta
BuKkopucTanHi OpenGL Ha pi3HHX MPUCTPOSX Ta mIaThopmax.

ITepmr 3a Bce, OpenGL, sk kpoc-muiargopmene rpadiune API, 3abe3neuye
YHIBEPCAIBHICTH B pOOOTI HA PI3HUX OMEPALIMHUX CUCTEMAX, IO BAXKIIUBO JIJISl TIPOEKTY,
OpIEHTOBAHOT'O HAa PI3HUX KOpPHUCTYBauiB. L{e 103Bosi€ Haliii mporpamMi OyTH JOCTYITHOIO
1 ¢pynkuioHanpHOO K Ha Windows, Tak 1 Ha macOS Ta Linux. Jl[pyrum BaxiuBUM
aCTIEKTOM € MPOAYKTUBHICTE Ta eextuBHicTh OpenGL. Bin Hamae npsimuii 1ocTym 10
anmapatHoro 3a0e3nedyeHHs, [0 J03BOJIsi€ ONTUMI3yBaTh TpadiuHi omneparii Ta
3a0e3nedyBaTd BUCOKY IIBUIKOIIO TPOTPAMH, IO OCOOJWBO BAXKIWBO Yy BUMAIKY

00pOOKHU BEJIMKUX OOCSTIB JaHUX.
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OpenTK, y cBoto uepry, 3ade3neuye 3pyqaauii inTepdeiic mus podotu 3 OpenGL y
cepenoBullll MOBU miporpamyBanHs C#. Lle poOuTh nporiec po3poOKu O1IbII MPOCTUM Ta
3pyYHUM, J03BOJISIOYN PO3POOHUKAM IIBUKO BIPOBAKYBATHU HOBI (PyHKIIIT Ta epeKTn
y rpadgiuny yactuny nporpamu. Kpim Toro, OpenTK Bkitouae B cede 101aTKOB1 PyHKITIT
JUisi poOOTHM 3 BIKOHHOIO CHCTEMOIO Ta BBEJICHHSIM/BUBEICHHSM, WO TOJIETIIYE
iaTerpamito OpenGL y npoektu Ha C#.

3aranom, Bukopucranus OpenGL ta OpenTK B mpoekTi gajno 3Mory CTBOpUTH
rpadiuHy 4YacTHHY MpOrpaMH, SKa IMOENHYE B COO1 BUCOKY MPOIYKTHBHICTH, KPOC-
1aT(OPMEHHICTh Ta 3pyuHuil iHTepdelic po3podku. Lle 3pobuso renepaTop penbedHUX
MEIIiB MOTYKHUM THCTPYMEHTOM JUIsl Bi3yasizailii reorpadidyHuX JTaHUX Ta CTBOPEHHS
peanictuunux danamadTie. 3apasku OpenGL ta OpenTK Bmamocs 10CsrTH BHUCOKOL
SAKOCT1 300paxkeHb Ta €PeKTUBHOI 00pOOKHU rpadiuHUX JaHUX.

B mpoexti BukopuctaHo Imgui ans peanizailii KOpUCTYyBalbKOTO 1HTEp(deiicy.
Imgui € 51erkoro, rHy4YKOI0 Ta MPOCTOK Y BUKOPHUCTaHHI 010110TEKOIO ISl CTBOPEHHS
rpadivuHoro iHTepdelicy KopucTyBaua B rnporpamax. BoHa /103Bojisie MBUAKO 1 3pyYHO
CTBOPIOBATH PI3HOMAHITHI €JIEMEHTH 1HTep(deilcy, Takli K KHONKH, MOJIA BBEACHHS,
CIIUCKM Ta 1HIII, 110 JI03BOJIsiE €(EKTUBHO B3a€EMOJISATH 3 KOPUCTYBauyeM 1 KepyBaTu
nporpamoro. Imgui Takox Mae miATPUMKY IS PI3HUX CTHIIIB 0()OPMIICHHS, 1110 I03BOJISIE
HAJIAIITOBYBATH BMIJIAZ iHTepdelicy 3 ypaxXyBaHHAM NOTpe® mpoekTy. Moro merko
irerpyBatd 3 OpenGL Tta iHmumMu rpadiyaumu 0i0aioTekaMu, IO POOUTH HOTO
11ealbHUM BUOOPOM JUUIsl BAKOPUCTAHHS B TpoeKTi [12].

Y mpoekti BukopucTaHa 0i0mioreka SixLabors.ImageSharp nmns pobGotu 3
300paxxkennsmu. SixLabors.ImageSharp € moryxHuUM IHCTpyMEHTOM MJii OOpPOOKH Ta
MaHIMyJISLiT 300pakeHHAMH y IporpamMax Ha MoBi nporpamyBanHs C#. L{g Gi06mioreka
HaJa€ pO3pOOHMKAM IUPOKUN CHEKTp (YHKIIOHATBLHOCTI JJIsi pOOOTH 3 PacTPOBUMU
300paKEHHSIMH, BKIIIOUAIOUM 3aBAHTAKEHHS, 30€peKEeHHs, 3MIHY PO3MIpy, PO3MHUTE Ta
oOpi3aHHs 300pakeHb, a TaKOXX B3aEMOII0 3 TMIKCEISIMU Ta KaHajJaMHU KOJbODY.
Buxkopucranns SixLabors.ImageSharp 3a6e3neuye BucokosikicHy 00poOKy 300pakeHb,

1110 € BaXJIMBUM JIJISl CTBOPEHHS TOYHUX Ta peaslicTHUHUX TekcTyp [13].
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Opniero 3 xmovoBux mnepear SixLabors.ImageSharp € ioro mpocrora
BUKOPHCTaHHA Ta IIUPOKUN (yHKUIOHAIbHUN cnekTp. Bona Hamae 3pyuHmii Ta
IHTYiTUBHO 3po3yminuii API, mo m03Bojise MBUAKO 1 €(PEKTUBHO BHUKOHYBATH
pI3HOMaHITHI 3aBIaHHS 3 O0pOOKHM 300pakeHb 0e3 3HayHOTO 3ycwiursi. KpiMm Toro,
SixLabors.ImageSharp € kpoc-tuiargopmenoro  0i0MOTEKOI0, 1O  J03BOJISIE
BUKOPUCTOBYBATH 11 Ha PI3HUX ONepaliiHuX cucTemax, Bkitodaroun Windows, macOS
ta Linux. lle 3a0e3meuye yHIBEpCaJbHICTh Ta MOPTATUBHICTH PO3POOJIICHUX 3a
JIOTIOMOT'010 HET MpOoTrpam.

Y KOHTEKCTI PO3pO0ITIOBAHOTO MIPOCKTY SixLabors.ImageSharp
BUKOPHUCTOBYETHCS JIJISI 3aBAHTAXKCHHSI Ta 0OpOOKHM BXIAHUX 300pa)k€Hb, a TAKOXK JJIsi
CTBOPEHHSI TEKCTYp Ta PI3HOMAHITHUX BI3yaJIbHUX €(EKTIB Y BUTJIAII peIbe(HUX MEIIIB.
Ile no3Bosisie €pEeKTHUBHO MpAIlOBATH 3 IpaiyHMMH JAHUMHU Ta CTBOPIOBATH SIKICHI
Bi3yalibHI €(eKTH y MporpaMHOMYy 3abe3rnedeHHl. 3aBIsSKU CBOiM THYYKOCTI Ta
noTyxHocTi, SixLabors.ImageSharp 3a0e3nedye BHCOKMN piBEHb KOHTPOJIO HAaJ
00pOOKOI0 300paKeHb, 110 CIPHUSE JOCITHE HHIO HAWKpPAIIUX PE3YJbTATIB y PO3pOOIl

rpadivyHoro iHTepdercy Ta Bi3yalbHUX €PEKTIB.
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PO3JILT 3

ITPOEKTYBAHHS TA PEAJIIBAIIIA TEHEPATOPY MEITY PEJIBE®A
MICHEBOCTI

3.1 Po3po6ka anropurmiB GyHKIiIOHYBAHHSI TeHEPATOPY

Pozain  "Po3poOka anropuTMiB  (PYHKIIIOHYBaHHS TeHepaTopy' BHUMarae
JOKJIATHOTO PO3TJsiAy OJOK-CXeM, sIKI BHU3HA4YalOTh MPOIECH Ta MPOIEIypH, IO
BUKOPUCTOBYIOTHCS Y MPOrpPaMHOMY 3a0€3ME€YeHH] JUIsl CTBOPEHHS PENbeQHUX MEIIB.
Huxue HaBeAeHO oOmMUC KIIOYOBUX OJIOK-CXEM, fKI BUKOPHUCTOBYIOTHCS B IpOIIECi
PO3pOOKH anropuTMiB (DYHKIIIOHYBAHHS T€HEPATOPY.

brok-cxemu — 1e rpadiuHi 300pa)xKe€HHS aJrOPUTMIB ab0 TPOLECIB, IO
CKJIa/Ial0ThCA 3 PI3HUX T€OMETPUYHUX (Iryp, TAKUX SIK IPSIMOKYTHUKH, pOMOU Ta OBaJIH,
aki 3'eqHaHl cTpuikamu. KokHa (irypa penpe3eHTye KOHKpETHHH eram abo Alo, a
CTPLIKM BKa3ylOTh Ha MOCJIIIOBHICTh BUKOHAaHHS LUX Nid. Biok-cxemu € motyXHUM
IHCTPYMEHTOM, SIKM JI03BOJISIE BI3yaJbHO BIJOOpPA3UTHU JIOTIKY Ta IOCIIJIOBHICTh
MPOIIECiB, POOJISTYH TX 3pO3YMIJTUMU HABITh IS TUX, XTO HE € €KCIIEPTaMH Y BIIOBIIHIN
rainy3i. biok-cxemMu CHpUSIOTE PO3YMIHHIO CKJIQJHHUX TMPOIECIB, PO3JAUIIOUM iX Ha
OKpeMi Kpoku. BOHU CIyryrOTh 1HCTPYMEHTOM [JIsl JOKYMEHTYBAaHHS aJTOPUTMIB, IO
CIIPOIILYye€ TX MOJANIBIINNA aHasi3 1 maTpuMKy [14].

bnok-cxema 00poOku BXigHuX naHux (pucyHok 2.1):

- BHM3HAyae mIpouec oOpoOKM BXIJAHHMX JAHUX, 30KpEMa BHUCOTHOI KapTH, sKa
NEePEAaEThCS 10 TEHEPATOPa;

- BKJIIOYAE KPOKHU 3YUTyBaHHS (hailyly BXIIHHMX JaHUX, MEPEBIPKY KOPEKTHOCTI
dbopmary, BaigaIlio JaHUX Ta MIATOTOBKY J0 MOAAIBIIOT 0OpOOKH;

brok-cxema anroputMmy renepaiiii MemriB (PUCyHOK 2.2):

- OMHCYE OCHOBHUUM alrOpuTM, IO BUKOPHCTOBYETHCA [JIs CTBOPCHHS

penbeHOTO MEITy Ha OCHOBI BX1JIHOT BUCOTHOI KapTH;
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- BOHA BKJIIOYA€ KPOKM BU3HAYEHHS TOMOJIOTIi Melly, OOYHMCIEHHS KOOPAMHAT

BEpILKH, HOpMaJiel TOBEPXHi, a TAKOK CTBOPEHHS 1HACKCIB JJI TP1aHTyJIALIIi;

begin
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Pucynoxk 2.1 — brok-cxema 00poOKHU BXITHUX JaHUX

JI>kepeno: 3arponoHOBaHO aBTOPOM
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Pucynox 2.2 — biok-cxema anroputmy reHepartii MemriB

brok-cxema Bizyaii3zailii pe3ynbrariB (pucyHok 2.3):

Jl>xeperno: 3anmpornoHOBaHO aBTOPOM
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- OIHCYE TpoIleC Bizyauiszalii pelbeHOro Memnry Ijs MOoAaldbIIoro aHamizy Ta

BUKOPHUCTAHH,
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- BKJIIOYA€ KPOKM CTBOPEHHs BIKHA BiJOOpa)KeHHS, HaJAIITyBaHHS MapaMeTpiB

BiTOOpakeHHs, a TAKOXK PEHACPUHTY Melry 3 BukopuctanusiMm OpenGL;

Vertex Specification

Vertex Shader

Vertex Post Processing

Primitive Assembly

Rasterization

Fragment Shader

Per Sample Opertation

Framebuffer

I.I.I.I.I‘I.I.I

Pucynok 2.3 — IlocninoBHicTs anroputmy Bizyamizaiii OpenGL

Jlxepeno: [15]
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OpenGL mnaiinnaiiH - 1€ TOCTIAOBHICT KPOKIB, Kl IMporpama Mpouzae, mood
oOpobOutu rTpadiuHi maHi Ta BimoOpasuTH ix Ha ekpani. [laimmaiiH CkiIamgaeTbes 3
HACTYMHUX €TaIliB:

- Vertex Specification (Cneuundikarmiss Bepmmn): Ha mpomy ertami mporpama
npuiiMae BX1JHI JaHl - BEPIIMHHU, KOXKHA 3 SKUX XapaKTepu3ye TOUuky y mpoctopi. Lli
BEPIIMHU MOXKYTh MICTUTH PI3HOMaHITHI aTpHOYTH, TaKl SK MO3MIlIS, KOJIP, TEKCTYPHI
KOOpAMHATHU TOIIO;

- Vertex Shader (Bepmmnnuii meiaep): Bepmmnnuit meitnep o0po0asie KOXHY
BEpIIMHY OKpemo. BiH Moke 3MIHIOBaTH iX TIO3WIlii, KOJIhOPH, BHUKOHYBATH
TpaHncdopmMmarlii Ta iHuI1 oneparili. PesynbTaTom 11b0ro eramy € 00po0eH1 BEpIINHY;

- Primitive Assembly (36ipka npumituiB): Ha nupomy etani OpenGL 06'ennye
BEpPUIMHU B NPHUMITHBH, TaKl K TOYKH, JiHIi a00 TpUKyTHUKH. L1 mpumiTuBH OyIyTh
BUKOPHUCTaHI1 JUIsl MOJANIBIIIOTO B1I0Opa)KEHHS Ha €KpaHi;

- Geometry Shader (I'eomerpuunuii meiinep): ['eomerpuunuii mengep Moxe
0OpOoOATH L1l IPUMITUBH, & HE TPOCTO OKPEM1 BEpIIMHU. BiH MOXe CTBOPIOBATH HOBI
NPUMITUBY, BUAANATA ab0 momudikyBatu icHyroui. lle mo3Boiisie peanizyBaTH Taki
e(eKTH sIK TeHepallid TIHEeH, BUIaJ€HHsl BEpUIMH Ta 1HIII;

- Rasterization (Pactepuzamisi): Ha 1mpomy erami OpenGL mneperBoproe
TeOMETPUYHI TPUMITUBU B MiKCeNl, K1 OyayTh BigoOpaxkeH1 Ha ekpaHi. s KOKHOTO
MPUMITUBY BU3HAYAETHCA MOT0 MOJIOKEHHS Ta KOJIP MIKCENIB, SIKI BIAMOBIIAI0Th HOMY;

- Fragment Shader (®parmenTuii meinep): @parmeHTHHil mieiaep oOpodIse
KOXEH MIKCellb, 10 BIAOOpaxkaeTbcsl Ha eKpaHl. BiH Moxe 3acToCOBYBaTH pi3Hi €(heKTH,
TaKl sIK TEKCTYPYBaHHS, OCBITJICHHS, TIHI TOILO;

- Per-Sample Processing (OOpoOka Ha piBHI 3pa3ka): Ha 1mpomy etami
BUKOHYETHCS 0OpOOKAa KOXKHOTO 3paska (abo mMiKcessl)) OKpeMoO, BKJIIOYAIOUM aHTH-
aIaCHHT Ta 1HII Tcas100poOHi eexTH;

- Framebuffer (bydep kanpy): 3aBepmanbauii pe3yiabTaT poOOTH MalIIiaiiHa
30epiraerbes y 0ydepi kaapy, sIKuid MoTiM Moke OyTH BiIOOpakeHH Ha eKpaHi,

[Ticnsa 3aBepmenns naimiaitna OpenGL, BinOyBaeTbes mporiec Bizyauizailii Ta

PEHJIEpUHTY, SIKUM BKIIIOYA€ HACTYIHI €Tallu:
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- HaJalTyBaHHS  BimoOpaxenHs: Ilporpama  BCTaHOBIIOE  MapameTpu
BiT0OOpa)keHHs, Takl SIK pO3Mip BiKHA, KaMepy, OCBITJIEHHS TOIIIO;

- nanamrtyBaHHs OpenGL konrtekcty: Inimiamizamis OpenGL koHTekcTy,
HanamTyBaHHs napametpiB OpenGL;

- BimoOpaxkeHHs cueHu: Ilporpama peHAepuTh CIEHY, BUKOPUCTOBYIOUH
naimaitn OpenGL. Le Bkitouae nepenauy rpadiuHux 00'eKTIB y BiJleonaM'aTh, 3aIyCK
naimiaitna OpenGL Ta BimoOpakeHHs pe3yIbTyI0U0T0 300paKeHHS Ha eKpaHi;

- OHOBJICHHS BijoOpakeHHs: Y pasi 3MiHM CLIEHH a00 mapamMeTpiB BiI0OpakKeHHS,
nporpaMa OHOBIIOE BiJOOpPaKEHHS IIISXOM TIOBTOPHOTO PEHACPUHTY CIEHH Ta
BUBEJICHHSI OHOBJICHOTO 300paKeHHSI Ha €KpaH,

- 3aBepuleHHsl pobotu mporpamu: Ilicisa 3aBepiieHHs BiIOOpaKEHHs CLEHHU Ta
B3a€EMOJIIi 3 KOpHUCTyBaueMm, Iporpama 3asepurye poboty OpenGL koHTekcTy Ta
BUBOJIUTH PE3YJIbTAT;

i OJ0K-cXeMH CTaHOBJISATH KIIIOUOBY CKJIAJIOBY NPOILECY PO3POOKH alIrOpUTMIB
(yHKLIOHYBaHHS T€HEPATOPY Ta I03BOJISIOTH YITKO BUSHAYUTH MOCIIIIOBHICTh OTIEPALIiif
Ta JIOT1KYy poOOTH mporpaMu. Po3riis ux 6JI0K-CXeM CIpUITUME PO3YMIHHIO Ta aHAJI3Y

po00TH reHepaTopy penbe(hHUX MEIIIB.

3.2. Po3poOka remeparopy

st po3poOku reHepaTopa OyJ0 CTBOPEHO KOMIUIEKCHUN HaOIp KIaciB, SIKi
CIIy’KaTh OCHOBOIO 17151 (hopMyBaHHS 6a30BOTO (hpEHMBOPKY, 3a0€3MEUYIOUYN 1HTETPALIIIO
Ta Y3rOJKEHY B3a€EMOJIII0 BCIX KOMIIOHEHTIB CHCTEMH il €(pEeKTUBHOI reHeparii
TPUBUMIPHUX O0'€KTIB 1 peIbe(HUX MEPEK.

Knac “Texture”. Lleii knac (pucyHok 3.1) mpu3HaueHHWd AJii 3aBAHTAXKEHHS,
HaJIAIITYBaHHS Ta BUKOPUCTAHHS TEKCTYpH 3 (haitiry 300paxkeHHst B KoHTekcTi OpenGL.

Busnauenns kiacy. Kimac Texture BusHagaethbest B mpocTopi imen FWork i Bximrouae
HEOOX1IH1 TUPEKTUBU JJII POOOTH 3 KoJIeKuisiMU, ornepatisimu OpenGL ta 06po6Koro

300pakeHb, iX 3aBaHTAKCHHSIM.
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using System.Collections.Generic;

using OpenTK.Graphics.OpenGL,;

using SixLabors.ImageSharp;

using SixLabors.ImageSharp.PixelFormats;

namespace Fwork

public class Texture
{
private int id;
public string Name { get; set; }
public Texture(string path)
{

I/ Peamizartist KOHCTpyKTOpa

}

public void Use(TextucasreUnit unit)

{

// Peanizarist Mmetomy

¥
¥

}
Pucynok 3.1 — Curnarypa kiacy Texture

JIxepeno: 3alIponoOHOBaHO aBTOPOM

[IpuBatHe mosie Ta myOJiyHa BIACTUBICTS:

- 1d: lle nmpuBarHe uIe yucao 30epirae yHIKaIbHUN 1AEHTU(PIKATOP TEKCTYpH,
sreHepoBanuii OpenGL,;

- Name: I[lg my6miyHa BIAcTHUBICTH JO3BOJISIE 3aJlaBaTh Ta OTPUMYBATH IM's
TEKCTYpPH, 1110 MOJIETIIYE i1 1AeHTU(IKALIIIO;

Konctpykrop wimacy Texture mnpuiiMae OAMH TapaMmeTp THUITYy string, SKdN
MpeCTaBisie NUIAX a0 ¢ainy. [el nuax Bkazye Ha Miciie po3TalllyBaHHS 300paKeHHS,
dke Oyne 3aBaHTaxeHe AK TekcTypa. Ilix yac cTBopeHHs 00'ekTa IHOTO KIiacy,
KOHCTPYKTOP BHKOHY€ KUIbKa BOKJIMBUX KPOKIB JJI 3aBAaHTAKEHHS Ta HaJAIITYBaHHS
TEKCTYypH.:

['enepariist Ta mpuB's3ka TEKCTYpH (pUCyHOK 3.2):

- GL.GenTexture() renepye yHiKaabHUHN 17eHTU(DIKATOP TEKCTYPH;

- GL.ActiveTexture(TextureUnit. Texture0) akTuBye TekcTypHHi 010K O]

- GL.BindTexture(TextureTarget. Texture2D, 1d) mpuB's3ye 3reHepoBaHy

TEKCTYpY J0 LiIBOBOTO 00'ekTa 2D-TEeKCTYypH;
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3aBaHTa)KEHHS TaHUX 300paKEeHHS — PUCYHOK 3.3:

- 300paXCHHI 3aBaHTAXYETHCS 32 IOTIOMOT 010 0i0ioTekn ImageSharp, sika yurae
daiin 300paxkeHHs 1 30epirae mikcenbHl AaHi B 00'ekTi Image<Rgba32>;

- BKJIQICHUM IUKJ 3IMCHIOE ITEPAIii0 TIO MIKCEISIX 300paKeHHSI Y 3BOPOTHOMY
NOPSJIKY, MOYMHAIOYM 3 HIDKHBOTO MPABOr0 KyTa 1 pyXar4HCh MOCTYIIOBO Bropy Ta
BIiBO. B mporeci miei iTepaiii BiH BUTATye KomMmnoHeHTH RGB koxxHOro oxpemoro
MiKCes, 10 CKIAAAI0ThCS 3 YEPBOHOTO, 3€JIEHOT0, CHHBOTO. LI KOMITIOHEHTH 0/1al0ThCS
JI0 CIeliali30BaHOT0 CHHUCKY OaiTiB, Bigomoro sk colorData. 3aBmsku 1bOMY
peTenbHOMY TpoIlecy 3a0e3MedyeThCcsl TMpaBUiIbHE 30€pEeKEeHHS BCIET KOJIBOPOBOI
1H(popmarlii 300paxxeHHss B CTpyKTypoBaHoMmy (opmati. KoxkeH mikcenb, TpOHIIOBIIH
el npoiiec, 3a0e3neuye TOYHE MPEACTABICHHS KOJIbOPY, 10 KPUTUYHO BAXKIMBO JIJIS
MoAaNbIIOI 0OPOOKH Ta BIIOOpAKEHHS 300paKEHHSL. |

CtBOpeHHs TeKCTypH (pUCyHOK 3.4):

- GL.TexImage2D ctBoproe 2D-TeKCTypy 3 MIKCENbHUX JaHUX 13 3aJaHUMU
napamMeTpaMH IIMPUHU, BUCOTH Ta (pOpMaTy MIKCENIB;

HasnamryBanHs mapaMeTpiB TeKCTYypH(pUCYHOK 3.5):

- BHUKJIMKHA HAJAITOBYIOTh (DUIBTPU MIHIMI3alli Ta 30UIbIICHHS TEKCTYpH JIs
JHIAHOT (iIpTparlii, 3a0€e3Meuyrodn MIaBHI MEPEeX0/I;

- pexuMu o0roptaHHs s KoopauHat S 1 T BcTaHOBIEHI Ha TTOBTOPEHHS, IO
JI03BOJISIE TEKCTYpPi O€3MIOBHO MIINTKYBATHCS;

['enepartis MinMarris:

- GL.GenerateMipmap(GenerateMipmapTarget. Texture2D);

- TCHEPYIOTHCS MIMMaNK I TOKPAIIEHHS PEHIACPUHTY TEKCTYpH Ha PI3HUX
BIJICTaHSX Ta PIBHAX ACTai3arii;

Meton Use(TextureUnit unit) (pucyHok 3.6) mpuB'si3ye TEKCTypy JO 3aJaHOTO
TEKCTYPHOTO OJIOKY, JO03BOJISIFOUM BUKOPUCTOBYBATH 1i B TOMAJBIINX OIEpaIlisgx
PEHICPUHTY:

- GL.ActiveTexture(unit) akTUBY€ BKa3aHUI TEKCTYpHUN OJIOK;

- GL.BindTexture(TextureTarget. Texture2D, 1id) mnpus'sizye TeKkcTypy [0

LIJTLOBOT0 00'ekTa 2D-TeKCTypH JJ1s1 BAKOPUCTAHHS B PEHIEPUHTY;
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id = GL.GenTexture();
GL.ActiveTexture(TextureUnit. TextureQ);
GL.BindTexture(TextureTarget. Texture2D, id);

Pucynok 3.2 — I'enepariisi Ta npuB'a3Ka TEKCTYpU

JI>xepeno: 3arporoHOBaHO aBTOPOM

List<byte> colorData = new List<byte>();

Image<Rgba32> image = Image.Load<Rgba32>(path);

for (int y = image.Height - 1; y >= 0; y--)

{
for (int x = image.Width - 1; x >=0; x--)

colorData.Add(image[X, Y].R);
colorData.Add(image[x, y].G);
colorData.Add(image[x, y].B);
colorData.Add(image[x, y].A);

¥

¥

Pucynoxk 3.3 — 3aBaHTa)keHHsI TaHUX 300paKEHHS

JI>xepeno: 3anporoHOBaHO aBTOPOM

GL.TexIlmage2D(TextureTarget. Texture2D, 0, PixellnternalFormat.Rgba, image.Width, image.Height, 0,
PixelFormat.Rgba, PixelType.UnsignedByte, colorData. ToArray());

Pucynoxk 3.4 — 3aBaHTa)keHHsI TaHUX 300paKEHHS

JI>xepeno: 3anporoHOBaHO aBTOPOM

GL.TexParameter(TextureTarget. Texture2D, TextureParameterName. TextureMinFilter,
(int) TextureMinFilter.Linear);

GL.TexParameter(TextureTarget. Texture2D, TextureParameterName. TextureMagFilter,
(int) TextureMagFilter.Linear);

GL.TexParameter(TextureTarget. Texture2D, TextureParameterName.TextureWraps,
(int) TextureWrapMode.Repeat);

GL.TexParameter(TextureTarget. Texture2D, TextureParameterName. TextureWrapT,
(int) TextureWrapMode.Repeat);

Pucynox 3.5 — HanamryBanHst mapameTpiB TEKCTypU

JI>xepeno: 3armporoHOBaHO aBTOPOM

public void Use(TextureUnit unit)

{
GL.ActiveTexture(unit);
GL.BindTexture(TextureTarget. Texture2D, id);

}

Pucynox 3.6 — HanmamtyBanHs mapameTpiB TEKCTypH

JIxepeno: 3arponoHOBAHO aBTOPOM

Knac “Shader”. Knac Shader, mo € wyactmHONO mpocTopy imeH Fwork,
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npu3HauYeHui A oOpoOku omepariii meiaepis B OpenGL 3a gomomororo 0i16mioTexu
OpenTK. Ile#i xnac iHKancymoe (QyHKIIOHATBHICTh, HEOOXIMHY Ui 3aBaHTAXCHHS,
KOMIUTALID Ta KepyBaHHs Mmielaepamu B koHTekcTi OpenGL. Huxye HaBeneHo

neTanpHUI onuc kiacy Shader Ta #ioro koMnoHeHTiB (pucyHok 3.7):

using System;
using System.lO;

using OpenTK.Graphics.OpenGL,;

namespace Fwork

{

class Shader
public int Id { get; set; }

public void Load(string path, ShaderType shaderType)
{
Id = GL.CreateShader(shaderType);
GL.ShaderSource(ld, File.ReadAllText(path));
GL.CompileShader(ld);

string infoLog = GL.GetShaderInfoLog(ld);

if (Istring.IsSNullOrEmpty(infoLog))
throw new Exception(infoLog);
}

¥

¥

Pucynox 3.7 — Knac Shader

JIxepeno: 3arponoHOBAHO aBTOPOM

Knacc Shader Bkmrouae B cebe Taki KOMIIOHEHTH 1 BHMKOHYE TakKy
(GyHKI10HATBHICTB!

[IpocTip iIMEH Ta 3aJeKHOCTI:

- KJIac 3HaXOAUThCA B IIpocTopi iMeH Fwork;

- BUKOPHUCTOBYIOTBCS IIPOCTOPH IMEH System, System.10 Ta
OpenTK.Graphics.OpenGL. System Ta System.IO € crangaptaumu 6i6miorexkamu .NET,
tomi sik OpenTK.Graphics.OpenGL € wactunoro 6i6miotexku OpenTK, sika 3abe3neuye
npuB's3ku 10 API OpenGL,;

Unenu knacy:
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- BimactuBicth |d: Ils BmacTuBicTh 30epirae yHIKanbHUN ineHTUDIKATOpP LIS
o0'exTa meiiaepa, creopenoro OpenGL. Lle uinie yucno, 1 1OCTyI 0 HOTO € MyOIIYHNM;

- meron Load: Ileii meron BiAmoBigae 3a 3aBaHTAXXCHHS, KOMIIUIAIIID Ta
nepeBipKy MOMIJIOK Iieiaepa 3 ¢aiiry;

Meton Load BUKOHYye Killbka KPUTHYHO BaXKIMBHUX OIEpAIliid JJIs IMiATOTOBKU
mieiiepa 10 BUKopucTanus B nmporpami OpenGL:

1)  CrBopenns meinepa: Id = GL.CreateShader(shaderType); Lle#t psmox
CTBOpDIOE HOBHM 00'ekT tmeWaepa 3a3HadueHoro Ttumy shaderType (mampukian,
ShaderType.VertexShader, = ShaderType.FragmentShader) 1  mpucBoioe  ioro
inenTudikarop BaactuBocti Id;

2)  3aBaHTaXCHHS KOy nieiepa: GL.ShaderSource(ld,
File.ReadAllText(path)); 3unrye xox meiinepa 3 (aiiiny, BKazaHOro mapameTpom path,
BukopuctoByroun File.ReadAllText. Kox meinepa mnepemaetecs B OpenGL 3a
nonomoroto GL.ShaderSource;

3)  Kommimsamis meigepa: GL.CompileShader(ld); Ils xomanzma iHCTpPYKTYye
OpenGL ckommisitoBaTH KO 1IeHaepa, SKuii OyB 3aBaHTaXEHUHN paHiIIIe;

4)  TlepeBipka moMuiaok — pucyHok 3.8: Iliciast KOMMUIAIIT METON OTPUMYE
xKypHan 1Hdopmarii npo tmeiaep 3a gonomoror GL.GetShaderInfolog, 106
MEePEBIPUTH HASIBHICTH TOMIJIOK 200 MOMEPEIKeHb 1] Yac KOMIUIALIL. SIKIIo xypHa
MICTUTh TOBIAOMJIEHHS (BKa3ylOUM Ha MOMUJIKA a00 MOMEPEIHKEHHs), BUKIUKAETHCS

BUKJTFOYCHHS 3 TTIOBIJJOMJICHHSIM JKYPHAITY SIK TEKCTOM.

string infoLog = GL.GetShaderInfoLog(ld);
if (Istring.IsSNullOrEmpty(infoLog))
throw new Exception(infoLog);

Pucynok 3.8 — IlepeBipka mOMHUIOK KOMITUIALIT Ieiaepy

JIxepeno: 3arporoHOBaHO aBTOPOM

Knac Shader € neoOximaum mns Oyab-sikoi mporpamu OpenGL, ne moTpiOHI
KopucTyBallpki meinepu. Llleiinepu - me HeBeauKi mporpamu, siki npamroiots Ha GPU 1

BUKOPUCTOBYIOTBCS JUISI IIMPOKOTO CHEKTPY €QeKTiB, BiJ MNPOCTUX KOJIbOPOBUX
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TpaHcopmarliil 1o CKIaJHUX MOJEIel OCBITIEHHS Ta 3aTiHeHHA. Metoz Load cnporye
IpoIeC IHTerpallii Koy menepa B mporpamy, 00poOIIsiioun K 3aBaHTaKEHHS 3 (ailiy,
TaK 1 KOMITUISITI0, a TAKOXK HAal0Ud MIPOCTUH MEXaH13M MepeBIpPKU TMTOMUJIOK.

VY mpukiani, HaBeACHOMY Ha PUCYHKY 3.9, TEMOHCTPYETHCS MPOIEC CTBOPCHHS
HOBOT0 00'ekTa Kiacy Shader. [icnst cTBOpeHHS 1ILOTO 00'€KTa BUKOPUCTOBYETHCS METO/T
Load nns 3aBaHTakeHHS Ta KOMIIUIALIT BepIIMHHOTO Ieiaepa. Metron Load mpuiimae
nuisix 10 ¢ainy, B skoMy 30epiraeTbes KOoJ BEPIIMHHOTO IIeiiepa, 1 3aBaHTaXye Iei
daiin.

[Ticns 3aBanTakeHas ¢ainy meron Load mepexoauts no etamy kommumsmii. [Tin
yac KOMIUIALIT IeHIepHUi KO/ IePEBIPSIETHCS HA HASBHICTh CHHTAKCUYHUX Ta JIOTTYHUX
MOMIIOK. SIKIIIO KOMIIUIALIS MPOXOJAUTH YCIIIIHO, BEPIIMHHUMA IIE€HIEep TOTOBUU [0
BUKOpPHUCTaHHA B TpadiuHoMy KOHBeepi. OfHak, SKIIO MiJ Yac KOMIUIALII BUHUKAIOTh

MTOMUJIKH, BOHU TIEPEXOILTIOIOTHCS CIeliali30BaHUMHU MeXaH13MaMHi 0OPOOKH TTOMUJIOK.

// CTBOpeHHSI HOBOTO ek3eMInIsipa Shader
Shader vertexShader = new Shader();

// 3aBaHTa)KeHHS Ta KOMIILIAIIS BEPIIMHHOTO TIelaepa 3 dairy
try

{
vertexShader.Load("path/to/vertex_shader.glsl", ShaderType.VertexShader);

Console. WriteLine("BepumaHuii meiigep yCHilHO CKOMIUIbOBaHO.");

¥

catch (Exception ex)

{
¥

Console.WriteLine($"He Braiocst CKOMIIUIIOBAaTH BEpIIUHHUIA 1meiinep: {ex.Message}");

Pucynok 3.9 — [pukiaa BukoprcTanHs kiacy Shader

JIxepeno: 3arponoHOBAHO aBTOPOM

Knac ShaderProgram (pucynok 3.10), mo € yacTuHOIO mpoctopy iMeH Fwork,
NpU3HAYEHUN NI KepyBaHHs eiaepHumu nporpamamu B OpenGL 3a momomororo
610miorekn OpenTK. Ileit kmac iHKancymoe (YyHKIIOHAIBHICT, HEOOXIAHY MAJis
3aBaHTAKCHHS, KOMITUIAIII Ta 3B'SI3yBaHHS BEPUIMHHUX 1 (parMEeHTHUX MICHAEPIB y
nieriaepHy nporpamy. Hmwk4ve HaBeeHO neTanbHUE onuce kiacy ShaderProgram Ta iioro

KOMITOHEHTIB.
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using System;
using OpenTK.Graphics.OpenGL,;

namespace Fwork
class ShaderProgram
public int Id { get; set; }

public void Load(string vertShaderPath, string fragShaderPath)

{
Id = GL.CreateProgram();

Shader vertShader = new Shader(),
fragShader = new Shader();

vertShader.Load(vertShaderPath, ShaderType.VertexShader);
fragShader.Load(fragShaderPath, ShaderType.FragmentShader);

GL.AttachShader(ld, vertShader.ld);
GL.AttachShader(ld, fragShader.1d);
GL.LinkProgram(ld);
GL.DetachShader(ld, vertShader.1d);
GL.DetachShader(ld, fragShader.Id);
GL.DeleteShader(vertShader.ld);
GL.DeleteShader(fragShader.1d);

string infoLog = GL.GetPrograminfoLog(ld);
if (!string.ISNullOrEmpty(infoLog))
throw new Exception(infoLog);
}
¥

¥

Pucynox 3.10 — Busnauenns kiacy ShaderProgram

JIxepeno: 3arrponoHOBAHO aBTOPOM

KommnoneHnTH Ta (yHKIIOHATBHICTh BKIIOYAIOTh:

- TPOCTip IMEH Ta 3aJeKHOCTI: KJIaC 3HAXOAMThCA B mpocTtopi imen Fwork,
BUKOPUCTOBYIOThCS mpoctopu iMeH System ta OpenTK.Graphics.OpenGL. System e
crangaptaoro Oiomotekoro .NET, tomi sk OpenTK.Graphics.OpenGL € uacTtunOMO
616mioTexu OpenTK, ska 3abe3neuye npus'szku 10 APl OpenGL;

- unenn kiacy: BuactuBicth Id. Ilg BiactuBicTe 30epirae  yHiKaJbHUIA
ineHTrdikaTop A 00'ekTa meinepHoi nporpamu, creopenoro OpenGL. Ile mine uuncio,

1 JOCTYII 10 HOTO € MyOJIIYHUM.
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Meton Load BuKOHYye KilbKa BaKJIMBUX OMNEpaLii i MIATOTOBKHU MIEHIAEPHOI
porpamu /10 BUkopuctanus B mporpami OpenGL:

- ctBopenns nporpamu: ld = GL.CreateProgram(); Lieit psimok cTBOprOE HOBHIA
00'€KT MIeHIEPHOT MPOTpaMU 1 MPUCBOIOE HOTO ieHTH(IKaTOp BIacTuBocTi 1d;

- 3aBaHTaxeHHs menaepiB (pucyHok 3.11): CtBoproroThes nBa 00'ektu Shader
JUIs BEPIIMHHOTO Ta (parMeHTHOro meiaepiB. KoxkeH meiaep 3aBaHTaXyeThCA 3
BIZIMOBITHOTO (haiimy 3a mormomoroto Meroay Load kmacy Shader;

- OPUKPIIUICHHS IIEHAepiB 10 IeimepHoi nporpamu  (pucyHok 3.12):
Bepmmnnuii Ta pparMeHTHUI HIeiaepy MPUKPIIUTIOIOTHCS 10 HIeHIepHOl mporpamMu 3a
nonomoroto GL.AttachShader. ITporpama 3B's13yeThes 3a nonomoroto GL.LinkProgram,
10 O3Hayae, 110 BCl MPUKPIIUIEHI HIeHIepy KOMIIUTIOIOTHCS Ta 3B'SA3YIOThCS B €UHY
nporpamy;

- Big'eqHaHHA Ta BuaaneHHS meinepiB (pucyHok 3.13): Ilicias 3B's3yBaHHS
mieiiiepyu BiA'€HYIOTBCSA B MPOTpaMU 1 BUAAIAIOTHCS, OCKIIBKA BOHM OLIbIIE HE
NOTP10HI OKPEMO;

- mepeBipka moMwiok (pucyHok 3.14): Ilicis 3B's3yBaHHS METOJYy OTPUMYETHCS
XKypHan 1HpopMauii mpo nporpamy 3a ponomoror GL.GetProgramInfolog, mio6
MEPEeBIPUTH HASBHICTH TOMIIOK a00 TMomepekeHb. Ko JKypHal MICTUTh
MOBIJTOMJICHHS (BKa3yHO4H Ha TOMUJIKK a00 TIOTIEPEKEHHS ), BUKJIMKAETHCS BUKITIOUCHHS

3 MOBIJIOMJIEHHSIM JKYpPHaIY SIK TEKCTOM,;

Shader vertShader = new Shader(),

fragShader = new Shader();
vertShader.Load(vertShaderPath, ShaderType.VertexShader);
fragShader.Load(fragShaderPath, ShaderType.FragmentShader);

Pucynok 3.11 — CTBOopeHHs 1 3aBaHTaXEHHS LIei1epiB

JIxepeno: 3arrponoHOBAHO aBTOPOM

GL.AttachShader(ld, vertShader.Id);
GL.AttachShader(ld, fragShader.1d);
GL.LinkProgram(ld);

Pucynox 3.12 — [IpukpinneHHs meiaepis 10 menepHol mporpaMu

JI>xepeno: 3anmporoHOBaHO aBTOPOM
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GL.DetachShader(Id, vertShader.Id);
GL.DetachShader(ld, fragShader.1d);
GL.DeleteShader(vertShader.Id);
GL.DeleteShader(fragShader.1d);

Pucynoxk 3.13 — Bin'eqnanHs Ta BUgajaeHHs ek 1epiB

I[;icepeﬂo: 3aIIPOIIOHOBAHO aBTOPOM

string infoLog = GL.GetProgramInfoLog(ld);
if (Istring.IsNullOrEmpty(infoLog))
throw new Exception(infoLog);

Pucynox 3.14 — [lepeBipka moMuIok

I[;icepeﬂo: 3aIIPOIIOHOBAHO aBTOPOM

Knac ShaderProgram € HeoOXigHUM eneMeHTOM i OyIb-iKOi MpOorpamu
OpenGL, B siKiii BUKOPUCTOBYIOTBCSI KOPUCTYBAILIbKI1 IiekiaepHi nporpamu. Li menaepHi
porpaMu MPeJICTABISIIOTh CO00I0 Habip miekepiB, 00'€AHAHUX 1 BUKOPUCTOBYBAHUX
pa3oM Il BUKOHAHHS pi3HOMaHITHUX Tpadiunux 3aBnanb Ha GPU, Takux sk
OOYHMCIICHHS OCBITIICHHS, TIHEH, TEKCTypyBaHHs Ta iHIIMX edekTiB. Meron Load cyTTeBo
COpPOLIy€e MpOLEC IHTErpaiii MIeWaepiB y MNporpamy, aBTOMAaTHU3yIO4HM BCl €Tald,
MOYMHAIOYM BiJ 3aBaHTAXECHHS (ailmiB menaepiB, iX KOMOUIAIII Ta 3aKIHUYIOYH
CTBOPEHHSIM Ta 3B'SI3yBaHHSM IIPOTpaMHu.

[Tpuknan BuxkopuctanHs kiacy ShaderProgram nHaBeneHo Ha pucyHky 3.15. V
[bOMY TPUKIAJl CTBOPIOETbCS HOBHM 00'ekt ShaderProgram, a wmerox Load
3aCTOCOBYETHCS /U 3aBAHTAXXEHHS Ta KOMIIUIALII BEPIIMHHOTO Ta (PparMeHTHOro
mieiiiepiB 3 BKa3aHMX MNUIAXiB A0 ¢aimiB. Y pa3l BUHUKHEHHS MOMMIIOK TiJ dYac
KOMIUIALIT abo 3B'SI3yBaHHsI IIEHIEpPIB, BOHU MEPEXOIUTIOIOTHCS Ta BiJIOOPaKarOThCS,
3a0e3Meuyour 3pyYHUil MEXaHi13M HaJaro/PKeHHs 1 YCYHEeHHs moMmiok. [leit MmexaHizm
JI03BOJISIE PO3POOHMKAM MIBUAKO 1 €(EKTUBHO IHTErpyBaTH IICHAEPHI IPOrpaMu B iXHI
MPOEKTH, 3HAYHO MIJBUILYIOYM MPOAYKTHUBHICTH 1 3PYYHICTh poOOTH 3 rpapiyHUMU

JogJaTKaMU.
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// CTBOpeHHS HOBOTO ek3eMInIsipa ShaderProgram
ShaderProgram shaderProgram = new ShaderProgram();

// 3aBaHTa)KEHHS Ta KOMITLJIAIlS BEPITMHHOTO Ta (hparMEHTHOTO IIeiaepiB 3 ¢ailmiB
try

shaderProgram.Load("path/to/vertex_shader.glsl",
"path/to/fragment_shader.glsl™);
Console.WriteLine("LLeiinepHa mporpaMa ycIilHo CKOMITIbOBaHa Ta 3B'si3aHa.");

}

catch (Exception ex)

{
¥

Console.WriteLine($"He Baanocs ckommimoBaT mieiinepuy nporpamy: {ex.Message}™);

Pucynoxk 3.15 — Ilpuknan Bukopuctanus kiaaccy ShaderProgram

JIxepeno: 3alIpornoOHOBaHO aBTOPOM

Knac Camera, mo € dvactuHOW mpocropy imen Fwork, npusHaueHwid mms
kepyBaHHa kamepoto B OpenGL 3a nonomororo 6i6miotexu OpenTK. Lleii knac 103Bossie
peanizyBaTu pi3HI pPeXUMU POOOTHM Kamepu Ta 3abesnedye 3pydyHl METOAM IS
NepeMIIIeHHS 1 Ople€HTAIlli KaMepU B TPUBUMIPHOMY IPOCTOPI.

Knac Camera Bkitouae B cebe:

- mpocTip IMeH Ta 3anexHocTi. Kimac 3HaxomuTecs B mpoctopi iMeH Fwork.
BuxopucroBytorbcs npoctopu imeH OpenTK.Graphics.OpenGL, OpenTK.Mathematics
ta OpenTK.Windowing.GraphicsLibraryFramework;

- mnepepaxyBanHs CameraMode - Bu3Hauae nBa pexumu kamepu: Orbiting
(opOiTanibHuMif) Ta Free (BUThbHMI);

- TOJS Ta BIACTUBOCTI. ProjectionMat - marpuis mpoekiii, ska BH3HAYa€
NEPCICKTURY Kamepu. ViewMat - MmaTpuIls BUy, sika BU3HAYA€E TOJOKCHHS 1 OPiEHTAIIIFO
KaMepH. Position - BekTop, 1o 30epirae mojokeHHss kamepu. Mode - BIacTUBICTD, IO
30epirae MOTOYHMI pexkuM Kamepu. Right - BekTop, Mo BHU3HAYa€e HANPSIMOK MPaBOPYY
BiJ Kamepu. Front - BekTop, 110 BH3HAYa€ HAmMpsSIMOK BIepes Bia kamepu. Position -
BJIACTHMBICTh, IO BCTAHOBIIOE Ta TOBEPTAE TMOJIOKEHHS KaMepH, 3 aBTOMAaTHYHUM
nepepaxyHKoM MaTpuili Buay. Rotation - kyT odepTanHs kamepu HaBKoJIo I1iti. Rotation
- BIIACTUBICTh, IO BCTAaHOBIIOE Ta IMOBEpPTAa€ KyT OOEpTaHHSA, 3 aBTOMATHYHUM

nepepaxyHkoM wmatpuili Buay. toTargetDistance - Biacranb Big KamMepd 10 M.
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ToTargetDistance - BIacTHBICTH, III0 BCTAHOBIIIOE Ta TOBEpPTAE BiJCTaHb 1O I, 3
aBTOMATUYHHUM TepepaxyHKOM MaTpHIli BUIy. Target - BeKTop, mo 30epirae moioKeHHs
I1JI1 KaMepH;
- KOHCTpyKTOp (pucyHok 3.16): IHimiamizye MaTpHIl0O BUAY 3 IMOYaTKOBUMH
3HAYCHHSIMHU TTOJI0KEHHS Ta Opi€HTAIl] KaMepH;
- meton Update - OHOBIIOE TMOJOKEHHSI Ta OPIEHTAIlI0 KaMEPH 3aJIKHO BIJl
pPEKUMY Ta HATUCHYTHUX KJIABIIII;
- METOJIY TICPEMIIICHHS KaMEPH:
1) MoveForward - mepeminiye kamepy BIEpe/I.
2) MoveBackward - nepemiinye kamepy Ha3aj.
3) MoveLeft - nepemiirye kamepy BI1iBO.
4) MoveRight: ITepeminrye kamepy BIIpaBo.
5) MoveUp: Ilepemiiye kamepy Bropy.
6) MoveDown: I1epemiiye kamMmepy BHH3,;
- meton Apply (pucyHok 3.17): 3acTOCOBYe MATpHIll NMPOCKINi Ta BHIY 10
IIOTOYHOI LIEUIEPHOI IPOTPaMU;
- merox RecalculateViewMatrix (pucynok 3.18): IlepepaxoBye MaTpHIlto BUILY

3aJIeKHO B1J] PEKUMY KaMepH, MOJ0KEHHS Ta OPIEHTAIIIT;

public Camera()
{
viewMat = Matrix4.LookAt(
new Vector3((float)MathHelper.Sin(Position.X), Position.Y,
Position.Z), new Vector3(0, 0, 0), new Vector3(0, 1, 0));

¥

Pucynox 3.16 — [nimianizamis MaTpuil BUAY 3 MOYATKOBUMU 3HAUCHHSIMH MOJIOKECHHS

Ta Opi€eHTAIlll KAMEpH.

JIxepeno: 3arponoHOBAHO aBTOPOM



37

public void Apply()
{

GL.UniformMatrix4(
GL.GetUniformLocation(GL.GetInteger(GetPName.CurrentProgram),
"projection_mat4"), false, ref projectionMat);

GL.UniformMatrix4(
GL.GetUniformLocation(GL.GetInteger(GetPName.CurrentProgram),
"view_mat4"), false, ref viewMat);

¥

Pucynok 3.17 — Metox Apply

I[;icepeﬂo: 3aIIPOIIOHOBAHO aBTOPOM

public void RecalculateViewMatrix()

switch (Mode)
{
case CameraMode.Orbiting:
viewMat = Matrix4.LookAt(
new Vector3(MathHelper.Sin(Rotation) * ToTargetDistance,
Position.Y,
(float)MathHelper.Cos(Rotation) * ToTargetDistance),
Target, new Vector3(0, 1, 0));
break;
case CameraMode.Free:
viewMat = Matrix4.LookAt(Position, Target, new Vector3(0, 1,
0));

break;
default: break;

¥

h |

Pucynok 3.18 — Metox RecalculateViewMatrix

JIxepeno: 3arrponoHOBAHO aBTOPOM

Knac Camera 3abe3nedye 3pydHe YyHOpaBIiHHS KaMEpOK B TPUBUMIPHOMY
IPOCTOPi, TO3BOJISAIOUM PO3POOHMKAM JIETKO 3MIHIOBAaTH IMOJIOKEHHS Ta OPIEHTALII0
KaMepHu 3aJIeKHO BiJ pekuMy pobotu (opOitambHui abo BuUibHHMIA). el kiac Takox
BKJIFOUAE METO/IU JJI OHOBJICHHS CTaHY KaMepH Ta 3aCTOCYBAaHHS MaTPULb 10 IIEHAEpHOT
Iporpamu.

[Ipuknan Toro, ik MOKHa BUKOpHCTOBYBatH kjac Camera B mporpami OpenGL

HaBeJIeHWH Ha pUCYHKY 3.19.
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// CTBOpEHHSI HOBOTO EK3eMILISIpa
Camera Camera camera = new Camera();

// OHOBJIEHHSI CTaHy KaMepH B TOJIOBHOMY LIMKJIi MPOrpaMu

while (gameRunning)

{
camera.Update(keyboardState); // Trmri onepariii peHIepHHTY...
camera. Apply();

}

Pucynok 3.19 — [Ipuknan Bukopuctanus kiaaccy Camera

JI>xepeno: 3arporoHOBaHO aBTOPOM

Knac Camera B mpoctopi imer FWOrK € iHCTpyMEeHTOM JIj1s1 KepyBaHHS KaMepOIo B
nonatkax OpenGL. 3aBAsikyu MIATPUMIL PI3HUX PEKUMIB pOOOTH Ta 3pyYHHM METOAAM
JUIs TIEpEMIIIEHHs] Ta Opi€HTalli Kamepu, Led Kiac J03BOJSE PO3POOHUKAM JIETKO
IHTErpyBaTH YIPaBIIHHSI KaMEPOIO y CBOI MPOEKTH, 3a0€3MeUy0UH OLIbII peaiCTUYHUI
Ta IMHAMIYHUIN PEHACPUHT CIICH.

Knac HeightMap, o € yactunoro npocropy iMen DataVisualisation3D_OpenTK,
NpU3HAYEHUH sl poOOTH 3 BUCOTHUMH KapTamMu B OpenGL 3a monomororo 0610110Te€KH
OpenTK 1 Imgui.NET. Llei#t knac no3Bossie reHepyBaTH pi3Hi piBHI getamizaiii (LOD),
3aBaHTaXyBaTH TEKCTYpPHU Ta BiJoOpakaTH BUCOTHY KapTy 3 MOKJIMBICTIO KE€pPYBaHHS
HaJalITyBaHHIMU yepe3 rpadiunuii iHTepdeiic.

OCHOBHI KOMITOHEHTH KJIacy:

- mpoctip iMeH Ta 3anexHocti: [Ipocrip imen: DataVisualisation3D_OpenTK.
3aJeHOCTI: System, System.lO, System.Collections.Generic,
OpenTK.Graphics.OpenGL, ImguiNET, Fwork, System.Numerics;

- TI0JIS Ta BJIACTUBOCTI: Vao, vbo, ebo: Inentudikaropu mis Vertex Array Object,
Vertex Buffer Object ta Element Buffer Object. Lods, Indices: Crucku piBHIB
neramizamii Ta iHAeKciB. Textures: Croucok Ttekctyp. Inmn: vertexFrequency,
wireframeMode, currentTexture, lod, rgb;

- KoHCTpykTop: IHimamizye o6'ekt HeightMap, renepye LODs, 3aBanTaxye
TekcTypHu Ta Hanamropye VBO, EBO ta VAO;

OCHOBHI METOH:
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- UpdateLod: Onosmtoe 6ydpepn VBO ta EBO HOBHMEU aHUMU TSI TOTOYHOTO
piBHs aeranizanii (LOD);

- GeneratePlane: T'enepye BepimiMHH Ta IHACKCH JUIsI CITKM BHCOTHOI KapTh
3aJIe)KHO B1J] 4aCTOTU BEPILIUH;

- Draw: Maitoe BUCOTHY KapTy 3 ypaxyBaHHSIM IMOTOYHOTO PIBHS JieTasi3allii Ta
TEKCTYpH, TAKOX BUKJIMKae Meto DrawUl;

- DrawUl: Bigo6paxae rpadiuamii inTepdeiic s kepyBaHHs HaJaIlITyBaHHIMU
BHCOTHOI KapTH 3a J0MoMOroo Imgui;

- Terminate: Bunansie VBO, EBO ta VAO npu 3aBepiieHHi po0oTH;

- LoadTextures: 3aBaHTa)kye TEKCTYpH 3 33JaHOI MATIKK Ta 30epirae ix y CIUCKy
Textures;

- GenLods: I'enepye piBHi petamzarii (LOD) a1 BUCOTHOT KapTH 3aJICKHO BiJ
MIHIMaJbHOI Ta MAaKCUMaJIbHOT YaCTOTH BEPIIHH Ta KJIBKOCTI KpOKiB. PiBeHb nmeranizartii
(LOD, Level of Detail) — e mMeton, sikuii BUKOPUCTOBYETHCS B KOMIT'FOTEpHIN rpadilti
JUTsL ONTUMI3allli peHJIEPUHTY TPUBUMIPHHUX 00'€KTIB. [nes monsirae B Tomy, 110 00'€KTH,
SIK1 3HAXOATHCS OJIMKYE /10 KaMepH, B1I0OpakaroThCs 3 BUCOKOIO JIETaII3alll€r0, TO1 K
00'€KTH, SIKI 3HAXOIATHCS Jall, PEHIAEPSAThCS 3 MEHILIOK KUIBKICTIO MOMroHis. Lle
JT03BOJISIE 3MEHIIIMTH HABAHTAKEHHS Ha TpadiuHuil mporiecop, 30epiraroyu npu oMy
BHUCOKHI PIBEHb BI3yaJIbHOI SIKOCTI,

[Tpukiaa BUKOPUCTaHHS HaBeJeHO Ha pucyHKy 3.20.

// CtBOpeHHs1 HOBOrO ex3emiuisipa HeightMap
HeightMap heightMap = new HeightMap();

// B TONOBHOMY IIMKIIi IPOTpaMH
while (gameRunning)

{

// TH1i onepariii peHaepHHTY...
heightMap.Draw();
}

heightMap.Terminate(); // xiners po60OTH, BUIAIEHHS BUKOPUCTOBAHHX
Pucynox 3.20 — IIpuknazn BukopucTtanHs kiaaccy Camera

JI>xepeno: 3anmporoHOBaHO aBTOPOM
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Knac HeightMap B mpocTopi imen DataVisualisation3D OpenTK € notyxuaum
THCTPYMEHTOM 1 po00TH 3 BUCOTHUMH KapTamu B OpenGL. 3aBasku miaTpumIl
PI3HUX PIBHIB JIeTaji3allil, 3aBaHTaKEHHIO TEKCTyp Ta iHTerpanii 3 ImGui ans
rpadigdoro iHTepdENcy, Mei Kaac T03BOJISIE€ PO3POOHUKAM JIETKO IHTETPyBaTH BUCOTHI
KapTH y CBOI MPOEKTH, 3a0€3MeUy0YH OUIbII PealiCTUYHUN Ta TMHAMIYHUA PEHIACPUHT

CIICH.

3.3 ImmiiemenTanis intepgeiicy KOpucTyBaia

Po3po6ka nmporpaMHoro 3abe3nedeHHs AJis FeHepanii CITKU peabedy 3 KapT BUCOT
€ CKJIATHUM 3aBIaHHIM, IO MOTpedye SK TMMOOKMX TEXHIYHUX 3HaHb, TaK 1 PO3POOKH
IHTYITUBHO 3pO3yMUIOr0 KOpUCTYBalbkoro iHTepdeiicy. bidmoreka Imgui (Immediate
Mode Graphical User Interface) € moTy>kHUM IHCTPYMEHTOM, 1110 JO3BOJISIE PO3POOHUKAM
IIBUIKO CTBOPIOBATH THYYKI Ta IHTEPAKTHUBHI €JIEMEHTH iHTepdeiicy KopucTyBaua

(pucyHok 3.21), moJyieriIytouu MpoIec B3aEMO/II1 3 Tporpamoro.

Pucynok 3.21 — Ipukitan inTepaktuBHOTO iHTepdeticy Imgui

Jlxepeno: [16]

OcHoBHa nepeBara Imgui nossirae B ii mpocTOTI iHTErpamii Ta BUKOpuctanus. Ls

010110T€Ka HaJa€ MOXJIMBICTh CTBOPEHHS AMHAMIYHUX 1HTEPPEHCHUX €JIEMEHTIB, SIKI
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pearyroTh Ha 3MIHHU B PEKUMI PEATbHOTO Yacy, M0 € KPUTUYHO BAKIIMBUM JISI TOJATKIB,
SK1 TPAIOI0Th 3 TPUBUMIPHUMH MOJEIISIMU Ta BEJIMKUMH 00CSTaMu JTaHUX.

Buxopucranns Imgui y nporpami resepariii CITKi pesibey 3 KapT BUCOT CIpHUSE
CTBOPEHHIO BUCOKOSIKICHOTO 1HTEep(eiCy, KMl HaJae KOPUCTyBadaM TaKi MepeBaru:

- IHTYiTUBHAa B3aemojia: biOmioTeka 03BOJII€ CTBOPIOBATH MPOCTI Y
BUKOPUCTaHHI e€JeMEeHTH 1HTepdelicy (pucyHok 3.22), 10 MOJETHIyIOTh MPOIEC
HaJIAIITYBaHHS IMapaMeTPiB Ta B3aEMO/IIT 3 TPUBUMIPHOIO MOJICILTIO PENHEQDY;

- THYYKICTh: 3aBJIIKM THYYKOCTI Imgui, po3pOOHUKH MOXKYTh IIBUIKO J10AaBaTH
HOBI (YHKIIIT Ta afgantyBaTu iHTepdeiic mig moTpedu KoprucTyBadiB 0e3 3HAUHUX BUTpAT
yacy Ta pecypcis,;

- TMPONYKTUBHICTh: Bukopucranns 1iei 010J10TeKH MiHIMI3ye 3aTpaTd Ha
peHaepuHr 1HTep()EHCHUX eJNEeMEHTIB, IO JO03BOJISE 30CEPEAUTHCS Ha OCHOBHHX
byHKIISIX TporpaMu Ta 3a0e3leuye BHCOKY MPOAYKTHBHICTh HaBiTh Mpu 00poOii

BEJIMKUX OOCSTIB JaHUX,

¥ Debug ¥ Debug

Hello, world 123 Hello, world 123
Save Save

quick brown fox] quick brown fox]

0.600] k 0600 [y

Pucynok 3.22 — Ilpukian intepdeiicy Imgui
JIxepeno: [16]

Bnposamxenns Imgui B ipoiiec po3poOKu mporpaMu Jijisi TeHeparlii CiTKU pebedy
3 KapT BHUCOT JIO3BOJISIE CTBOPUTU TpodeciiHuil, (QYHKIIOHATLHUM Ta €PEKTHUBHUM
iHTepdeiic kopuctyBaua. Ile, B CBOIO uepry, MiJBUINYE 3aJ0BOJICHICTh KOPUCTYBAUIB 1
MOKpAIIy€ 3arajJbHUI JOCBIJ B3a€MO/I1T 3 MPOrpaMor0. 3aBASKH MOKJIUBOCTSIM, L0 HAJIa€
Imgui, po3poOHUKN MOXKYTh 3a0€3MEUUTH BUCOKY SIKICTh MPOAYKTY, 30CEPEIUBIINCH Ha

HOro OCHOBHOMY (DYHKIIIOHA1 Ta IHHOBAIIITHUX PIILICHHSX.
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Po3pobneno nekinpka BaxJIMBHUX OJOKIB 1HTEpPQEICy, KOXKEH 3 SKUX BUKOHYE
cnenudivni GyHKIIT Ta 3a06e3nedye pi3Hi ACIIEKTH KepyBaHHS 1 HaJaIITyBaHHS:

- Camera Control (pucynox 3.23) - meli MOAy/ib BIAMOBITA€ 3a KEPyBaHHs
KaMeporo, JO03BOJISIIOYM KOPUCTYBAauyeBl JETaIbHO PO3TUBUTHUCS 3TCHEPOBAHMNA MeEII
penbedy. 3aBIAKU IbOMY OJIOKY, KOPUCTYBay Ma€ 3MOTY 3MIHIOBATH MOJIOKEHHS Ta KyT
OrJIsily Kamepu, 10 3abe3nedyye TMOBHY IHTEPAKTHUBHICTh Ta JCTAJIbHUMA aHami3
CTBOpeHOTO penbedy. Takuii miaxia 3HAYHO MOJIETTIIYE MPOIEC BUBYEHHS Ta Bi3yasizaiii
TPUBUMIPHUX MOJIETIEH;

- Heightmap Settings (pucynokx 3.24) - meéi MOAy/idb BKJIIOYAaE B cede psia
napameTpiB, sIKI MOXYTbh OyTH 3MiHEHI KOPHCTYBAaueM JJIsl JOCATHEHHS ONTUMAaIbHOIO
pe3ynbraTy. OCHOBHI HAJIAIITYBaHHS LIbOTO OJIOKY BKJIIOUalOTh: BubOip kapTu BHUCOT -
KOPHCTYBa4 MOX€ 0OMpaTH 3 KIJIbKOX JOCTYITHUX KapT BUCOT, 3 SIKUX OyJie 3reHEpOBaHO
memnt. Ile 1o3Boisie THYYKO HajalllTOBYBaTH BUX1JIHI JaHl Juisg penbedy. [lepemukayu
"Wireframe mode" - 1iei mapameTp 103BOJIsSIE KOPUCTYBAaUEBI 00paTH PEKUM PEHICPHHTY
Memry sk ciTkd. Pexum "Wireframe" (pucynok 3.25) mae MOXIMBICTH MOOAUUTH
CTPYKTYpPY MEIIly, 10 € KOPUCHUM JIJIsl TEXHIYHOTO aHai3y Ta BUIPABICHHS MOXJIUBUX
HenonikiB 'y moxem. "Level of Detail" (PiBens aeramizamii) - uei mapamerp Hajaae
MO>KJIMBICTh PETyJIOBaTH KIJIbKICTh BEPIIUH, 1110 (OPMYIOTh MeIll penibedy. 301IbIICHHS
piBHS JeTamizaiii TOKpailye sKiCTh 300pa)Xe€HHS, MPOTE€ MOXKE BIUIMBATH Ha
INPOAYKTUBHICTh CHUCTEMH. TOMYy KOPHCTyBau MOKE€ 00paTuh OallaHC MK SIKICTIO Ta
MPOJYKTUBHICTIO 3asiexHO Bij cBoix moTped. "Height Factor Color Component" - nei
napaMeTp J03BOJisie BUOpaTH KOMMOHEHT koybopy (R - depBonuii, G - 3enenui, B -
CUHII), AKuM Oyie BAKOPUCTOBYBATUCH SIK (DAKTOp BUCOTH Ha KapTi BUCOT. Takuil miaxif
3a0e3neuye 10JaTKOBY THYUKICTh Y HAJIAIITYBaHHI Bi3yaJIbHUX XapaKTEPUCTUK penbedy
Ta J03BOJISIE OUIBII TOYHO BigoOpaxaTu HeoOxiaHi neranmi. Kpim toro, B Momy:mi
nepeadayeHi JOJaTKOBI TapamMeTpu JUisl OLIbII TOHKOTO HANAIITyBaHHSA, TakKi SIK
MacmTabyBaHHS BHCOTH Ta 3MIIIEHHS MO OCi Z, M0 PO3IMIMPIOIOTH MOKIHUBOCTI

KOpPHCTYBaua y CTBOPEHHI JIETAIbHUX 1 PEATICTUYHUX PENIbE(IB,;
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|' ¥ Camera conkrol

A
¥

Pucynok 3.23 — Camera control moayb

JI>xepeno: 3anporoHOBaHO aBTOPOM

¥ Heightmap setkbings

He1ghtmapshimagel. png
Wireframe mode
Lod 4: 1764 werkices

Heigh factor colaor component:

®-r e B

Pucynok 3.24 — Moayne Heightmap Settings

JIKepeno: 3alIponoOHOBaHO aBTOPOM

Pucynok 3.25 — Pexxum "Wireframe™

JI>xepeno: 3armporoHOBaHO aBTOPOM
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[{i 6moku iHTEepdeiicy pa3oM YTBOPIOIOTh KOMIUIEKCHUN IHCTPYMEHT (PUCYHOK
3.26) s CTBOpEHHs, aHaNi3y Ta HaJAIITyBaHHS TPUBUMIPHHUX Mojeneill penbedy,

3a0€e31evyroun KOPUCTYBaueBl MOBHUM KOHTPOJb HaJ MPOIIECOM Ta PE3YJIHTATOM.

¥ Camera conkrol

A i

¥ Heightm

Heightmaps*im 1 ¥ Texture
Ifl\"ir"
Lod 4: verk ¥ Level of detail
Heigh f
®-r

Pucynok 3.26 — BikHo reneparopy Mmenry peiabedy

JI>xepeno: 3arporoHOBaHO aBTOPOM

IaTepdeiic 3ab6e3neuye rHyUKICTh Ta 3pYUYHICTh Y pOOOTI, JO3BOJISIFOYH JIETKO

3MIHIOBaTH MapaMeTPH Ta HAMAIMITYBAHHS MOJIEII.
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BUCHOBKHA

VY mpoueci poOoTH Oy BCTAaHOBJIEHI BUMOTH JO CHUCTEMU Ta PO3TISHYTO ii
(GyHKI[IOHATBbHI MOXJIHMBOCTI. Takox OyB MpOBENECHUH aHami3 CXOXHUX MPOTPaAMHHUX
pillIeHb, OIIIHEHI iX mepeBaru Ta HeJoJIKU. ['eHepaTop po3poOiaeHul 3 BUKOPUCTAHHSIM
cyuacHux TexHodjorii, Takux sik OpenTK, C#, .NET ta Imgui, 1110 103BOJIUIO CTBOPUTH
e(eKTUBHUN Ta MPOAYKTUBHUN NojaTOK. [HTepdeiic kopuctyBaya OyB po3pobieHuit 3
METOI0 3a0€3MEUYUTH HOro 1HTYITUBHY 3PO3YMUTICTh Ta 3PYYHICTh BHUKOPUCTAHHS IMpHU
BUKOHAHHI pi3HUX omepailiii 3 renepaiiii 3D KOHTEHTY.

Po3po06renuii reneparop Mela peibedy MICIEBOCTI BKIIOUAE Pi3HI MOAYJ, K1
BUKOHYIOTh Taki (PYHKIIi, sIK 3aBaHTaXKEHHsSI BUCOTHUX KapT, T€Hepallisi TPUBUMIPHUX
MeIIB Ta iX Bizyamizamisa. Kpim Toro, cucremMa Hajgae MOMIMBICTh 30€pEeKCHHS
3r€HEpOBAaHUX MEIIB Yy PI3HUX (popmarax, 110 CIpHUs€ 3pYYHOMY BUKOPUCTAHHIO Ta
1HTerpaiii 3 1HIUMHU cucTeMaMH. B paMkax po3poOku Oyid CTBOPEHI MPOTOTHIIH
1HTEp(eicy KopucTyBaya JUisl CTOPIHOK 3aBAHTAKEHHS BUCOTHHMX KapT Ta Bizyami3alii
3reHepOBAaHUX MEUIIB, 1110 MOKpAIlye 3arajJbHUM J0CBIJ KOPUCTYBaya Ta MOJErurye Horo
B3a€MO/III0 3 cUcTEMOI0. Takox OyJia mpoBeeHa peTesibHA NEPEBIpKa Ta TECTYBAHHS BCIX
GyHKIIOHATBFHUX MOJYJIB, MO0 TapaHTyBaTH CTAaOUIBHICTH Ta HAAIMHICTE POOOTH
redeparopa. Lle 703BOIMIIO BUSIBUTH Ta YCYHYTH MOTEHIIAHI MTPOOJIEMH, MOKPAIYIOYH
TaKUM YMHOM 3arajibHy SIKiCTh JOJATKa.

B pesynpraTi poboTm OyJI0 AOCSITHYTO IIOCTABJICHOI METH 1 PO3poOIcHUi
(GyHKLIOHAJIBLHUN TE€HEepaToOp Mellla penbedy MICIEBOCTI, SIKUW BIJINOBIJIa€ BUMOraM Ta
noTpedaM kopuctyBadiB. Llell renepaTop Moxke OyTH BUKOPUCTAHUM B PI3HUX ramy3sx 1
nornoMaraty e(heKTUBHO CTBOPIOBATH Ta aHAI3yBaTH TPUBUMIPHHM peibed MICIIEBOCTI.

[Topanpimii pO3BUTOK T€HEPATOPA MEIla PeNIbe(y MICLEBOCTI MOXKE BKIIIOUATH:

- ONTHUMI3allisl NPOAYKTUBHOCTI - BIIPOBA/KCHHS MEXaHI3MY KeIIyBaHHS IJis
3MCHIIICHHS HAaBaHTAXKECHHS HAa CHUCTEMY, TOKpAIEHHS aJTOpPUTMIB TeHepaiii s
IIBU/IIIOTO BUKOHAHHS 3aIHTIB;

- TIJBUINECHHS O€3MeKu - peanizailis mudpyBaHHs JaHUX K mpu nepenadi (SSL /

TLS), Tak 1 npu 30epiranHi Ha JOKAIbHUX IPUCTPOSIX;
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- TIOKpAILEHHS B3a€MOIIT 3 KOPUCTYBAaueM - po3po0Ka aJanTUBHOTO AU3ANHY AJis
NPAaBUJIBHOTO BiIOOpaXeHHS HAa MOOUIBHMX TPUCTPOSX, AOJaBaHHS I1HTEPAKTUBHUX
€JIEMEHTIB, TaKUX SIK J1arpaMH, JIsl B13yaJdbHOTO NPE/ICTABIICHHS JAHUX;
- PO3MIMPEHI MOJIMBOCTI - BIPOBAKCHHS MOMYNS aHali3y s CTBOPEHHS
aHaJIITUYHUX 3BITIB HA OCHOBI 310paHUX JaHUX;
3anponoHoOBaHi MOKpaIeHHs MABUIIATH MPOIYKTUBHICTh, O€3MEKYy Ta 3pYUYHICTh
BUKOPHCTAHHSA TeHepaTopa, AKICTh CcTBOpeHHsS 3D KoHTeHTy Ta eQeKTUBHICTh
yOpaBiHHS JaHUMH. B pe3ynbpTaTi poOOTH OYyJI0 JOCATHYTO IOCTABJICHMX IIICH 1
po3pobeHni PYHKIIIOHATBHHI FeHEpaTop MelIa penbedy MICIIEBOCTI, KU BIAMOBIIa€
BUMOraM Ta IOTpe0aM KOPUCTYBAadiB y PI3HHUX Tally3siX, CIPUAIOYH €()EKTUBHOMY

CTBOPEHHIO Ta aHAJI3y TPUBUMIPHOTO peibedy MiCIIEBOCTI.
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1. Ilpu3HayeHHs il MeTa CTBOPEHHS NPOTrPaMHu

1.1 Ilpu3HavyeHHs NporpamMu

[Iporpama npusHadena s redepaiii 3D KOHTEHTY, 30KpemMa, CTBOPEHHS MEIIiB

penbedy MICIIEBOCTI HA OCHOBI BUCOTHUX KapT.

1.2 Mera cTBOpeHHSI IPpOrpamMu

Po3poOka 1HCTpyMEHTY [11s1 aBTOMaTUYHOTO cTBOpeHHs 3D monenelt penbedy
MICIIEBOCTI, 1[0 O3BOJIUTH KOPUCTYBayaM IIBUAKO T€HEPYBATH Ta Bi3yali3yBaTH MeEIIi

penbedy IS pi3HUX 3aCTOCYBaHb, BKIIOYAIOUHN ITPH, CUMYJISAIT Ta KapTorpadiro.

1.3 LHinsoBa aynuropis

[{imsoBa ayIUTOPIst MPOTPAMU BKITIOYAE:

1. InxeHepiB-reoe3uUCTIiB

N

Po3po0OnukiB renepatopiB 3D KOHTEHTY

w

. ApXITEKTOpIB Ta IU3aiHEPIB

N

. Po3poOHuMKIB irop

2 Bumoru 10 nporpamu

2.1 Bumoru 10 mporpaMu B HiJIOMY

2.1.1 BuMoru 10 CTPYKTypH il PyHKIIOHYBAHHS NPOrpaMu

[Tporpama noBuHHA OyTH peajizoBaHa y BUTJIAI HACTUIBHOTO 3aCTOCYHKY 3 IHTYITUBHO
3po3yMuIHM iHTepdeiicoM KopucTyBada. [HTepdelic Mae ckinagaTucs 3 1BOX MOAYJIIB:
JUISL YIPABIIiHHS KaMepOIo Ta MEPEerJisily MOJIeNi, @ TAKOXK JIJIsl HaJIalTyBaHHS

napaMeTpiB T'eHepallii MelIiB.
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2.1.2 Bumoru 10 nepcoHany

Bin nepconany He Mae BUMaratucsi 0COOJIMBUX TEXHIYHUX HABUYOK IS €KCILTyaTalii
IpOrpaMu, OKpiM 3arajibHUX HABHUOK POOOTH 3 IEPCOHAIILHUM KOMI'TOTEPOM 1 6a30BUX

3HaHb 1po 3D rpadiky.

2.1.3 Bumoru 10 30epe:KeHHs1 JaHuX

VYes indopmartisi, CTBOpeHa y nporpami, Oyae 30epiratucs y JokaabHUX (aitiax abo

0a3ax 1aHHUX 32 BHOOPOM KOPHUCTYyBaya.

2.1.4 Bumoru 10 po3Me;KyBaHHS J0CTYITy

[Iporpama He BuMarae 000B'SI3KOBOT0 PO3MEKYBaHHS JIOCTYITY, ajie Ma€ MIATPUMYBATH

MO>KJIUBICTh pOOOTH 3 KIJIbKOMa KOPUCTYBa4aMH Yepe3 JOKaIbHI O0IIKOBI 3aKCH.

2.2 CTpykTrypa nporpamMu

2.2.1 Hasiramis

[aTepdeiic mporpaMu MOBUHEH MATH 3pYYHY CUCTEMY MEHIO ISl IIBUJIKOTO

HepeMiH_IeHHH MIXK MOJAYJISIMHU Ta HAJIAITYBAHHSAMMU.

2.2.3 HanoBHEeHHS NPOrpaMu (KOHTEHT)

VYc¢i cTOpiHKY Ta MOJTyJIi POTpaMy MOBUHHI OYTH CTBOPEH1 HA OCHOBI Cy4YaCHHUX
m1abJIOHIB JU3aliHy, 1110 3a0€3MeUyI0Th 3pYYHICTh BUKOPUCTAHHS Ta HaJAIITyBaHHS

napameTpiB 6€3 HEOOX1AHOCTI MPOrpaMyBaHHS.

2.3 Bumoru 10 pyHKIiOHYBaHHSI CHCTEMH
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2.3.1 lloTrpedu KopucTyBaya

AMiHICTpaTHBHA YaCTHHA NPOTpaMH IOBUHHA HAJIaBaTH MOXJIUBICTh JT0JJaBaHHS,

penaryBaHHs i BUJAJICHHS HAJlAIITyBaHb reHepallii Ta Bizyamizanii 3D moxaeneil.

2.3.2 ®yHKIiOHAJbHI BUMOTH

Ha ronoBHiii cTopinii iHTepdeiicy OyayTh MpeacTaBiIeH] TaKi eIEMEHTH:
o MeHro HaBirami
o Bikno nepernsiay 3D moaeni

o [lanenp HanamTyBaHb MapaMeTPIB reHEpALll] MENIIB

2.3.3 CucremMHi BUMOT'M

CucTeMHI BUMOTH BIJIIOBIJTHO /10 TOTPEO KOPUCTYBAYIB:
o HasBuicTe (yHKILIH 151 ynpaBIiliHHS Kameporo Ta neperisany 3D moaenm
o HanamryBanns napameTpiB renepariiii MemriB (BUCOTHI kKapTu, omiii LOD, pexum
KapKacy TOIIIO)

o 30epekeHHs Ta 3aBaHTaXEHHS KOH(Irypalii

2.4 Bumoru 10 BUIIB 3a0e31meYeHHA

2.4.1 Bumoru o indopmaniiiHoro 3ade3nevyeHHs

Peanizaiis nporpamu BiiOyBa€eThCs 3 BAKOPUCTAHHSIM:

. C#

« .NET Framework
o OpenTK

. GLSL

2.4.2 Bumoru a0 JiHrBiCTHYHOI0 3a0e31meYeHHA



[Tporpama mae Oyt BUKOHaHA aHTJIHCHKOIO MOBOIO.

HporpaMHe 3a0e3IeYeHHs KIIIEHTCHKO1 YaCTHHH ITOBUHHE 3aJ0BOJIBHATHU HACTYITHUM

2.4.3 BuMoru 10 mporpaMHoro 3ade3ne4eHHs

BUMOTI'aM:

JloxnaaHuii onuc eTamniB poOOTH 31 CTBOPEHHS MPOrpaMu HaBelIeHO B Tabimi A. 1.

Tabmuug A.1 — Etanu cTBOpeHHs mporpaMu

CyMicHicTb 3 onepariitnumu cucteMamu Windows 7 1 BHIiie

['padiunuii npuckopysau 3 miaTpumkor OpenGL 3.3

3 Ckaaj i 3MicT poOIT 3i CTBOpPEeHHS MPOrpaMu

Ne Ckuaan i 3micT pooiT CTtpok po3poldku

1 | AHnami3 Ta TuIaHyBaHHS 4 nH1

2 BuBuenns anaioris 2 mHi

3 Bubip TeXHOIOTIYHOTO CTEKY 3 nHl

4 | Po3poOka pyHKIIIOHATBHOCTI 10 nuiB

5 | Po3pobka iHdppacTpykTypu 5 nHIB

6 | Po3poOka 6a3u maHux 3 nHi

7 Po3pobka UI/UX 7 nHiB

8 KommnekcHe TectyBaHHS 5 IHIB

9 BurnpagiieHHSI TOMIIIOK Ta BAOCKOHAJICHHS 2 mHi

10 | BrmpoBamxeHHs Ta MiATPUMKA 3 nH1
3aranpHa TPUBAIICTb POOIT 44 nui

4. Bumoru 10 ckjaay i 3MicTy po0iT i3 BBeIeHHs IPOrPaMHU B eKCILIYaTALli10

Jnst Toro, o0 mporpaMor0 MOTJIM KOPUCTYBATUCS P13HI KaTEropii KOPUCTYBAuiB,
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HEOOX1THO 3a0€3MEeUUTH 11 pO3MOBCIOXKEHHS uepe3 0QiLiifHI KaHaIH, TaKl sIK BIACHUN

BeOcalT abo muathopMu TUCTPUOYIIIT TPOrpaMHOTO 3a0€3MCUCHHS.
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PO3POBKA TEHEPATOPY 3D KOHTEHTY HA ITPHEK.TATI
IT’EHEPATOPY MEIITA PETh€®Y MICTIEBOCTI

B’rwrerko Onexcanap bopacoend

K.€.H., JOLEHT

Kosaasoe Poman CTraHicTaBOBHY

CryaeHT

CVMCEKHH HaIlOHATLHHA arpapHHH VHIESPCHTET
M. CyuH, YEpaiHa

Beryo. Po3BHTOE KOMITIOTepHOI rpadikH, a caMe B cepax CYMUEHHX 3
KOMIIOTEpHOK Tpadikom, TakHX 4K KiHeMmartorpad, ayTrMeHTOBaHAa peanbHICTE.
CHMYIAMAN CHCTEMH, BiJe0 ITpH, TOI0 — EBiJEPHBaE IMHPOKE IIOMe JM4
NOMIIIEHHA OPOLUECiE CTBOpPeHHA 200 reHepamii KOHTEHTY H9H HANOEHEHHS
BAIIOBIHOTO TPOIVETY BISVATEHHM 3MICTOM.

Meta podorn. Ha cTEOpeHHs noM10HHX acCeTiE EPYIHY, OVIE TO 300pakeHHs
MICIIEBOCTI B CHMYJIAIN, KiHemaTorpadn ado BiIeo Tpl, 33a3BHYAH BHTPA9aEThCA
BEMHEA KUTBKICTE 9acy Ta MHOACHEHX PECYPCiB, M0 MOPOTEYVE TPHPOIHHE TOTEHINAT
anA po3po0OK, MOKpalleHs Ta HOBHX iged. Taki i14ei Ta po3podKH vV CBOK Tepry
MOAYTE OVIH NPaKTHYHO KOPHCHI I PISHOMAHITHHX MOPOSKTiE, 3MEHIIVIOTH
EHTPaTH 9acy Ta PECYPCIiE HA CTEOPEHHT BIPTVANEHHX OTOYEHE.

Mera poboTH - CTEOPEHHA NPOTOTHIY PIIEHHT reHepami 3d KOHTEHTV Ha
MPHEIAT TeHEpaTOpy MEIIA pelsedV MICIIEBOCTL.

Marepianan Ta Merogm. [eHepamia CITKH MENIV - [Of NPakTHEA CTEOPEHHT
CITEH, MAPO3OUIH OesOepepEHOT0 T[eOMETPHYHOTO NOPOCTOPY Ha JHCKPETHI
TEOMETPHYHI T4 TONOMAOTiHHI OCepelkH. YacTo Il KNTHHH VIBOPHHTE
CHMIIMIMIEAA KOMIUTEEC. 3azEHYai OCepegKH pPOZ0HEAXOTE TeOMETPHIHY EXLIHY
001acTe. KOMIDEH CITEH BEHEOPHCTOEVIOTECA AK JHCEPETHI JOKaNEHI aMpOKCHMAINL
O1memoi ofmacTi.

CITEH CTEOPIONOTECH 33 JONOMOIOK EOMITKTEPHHX aNTOPHTMIE, TacTo LT

KepiBHHIOTEOM [IOOHHH depes rpadidHHA 1HTepdefc, 2amMeXHO BiI CKIATHOCTL
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mpeaMeTHOL 007acTi Ta 0aKaHOTO THITY CITKH.

PesyabTaTl Ta obropopennas. OOHHM 13 Pe3VIBTATIE JOCTUTEKEHHT € JOJATOK
- TEHepaTop Mema penkedy mMicmeeocTi. JoJaToR - KOHESep NMpPHEMAaE HA BXiT rgb
oiT-KapTy(PHC. 1), OpocTime Kaky9H - 300pakeHH DopMaTiE png, jpeg. bmp, gif
tga 9H jpg.

Jo0paeHHs Mae ABIATH co00Kp rpadidHe BH3HAYEHHA BHCOTH, J¢ OIT 3
EHIMHM 9HCIOM CYMH KoMOoHeHTIE komsopy (Red. Green, Blue) cemeomizve

EEPTHEANTEHY EIACTaHE TOUEH penbedy EBig meeHoi "Hymeoeoi' Toukm. CymMa
KOMIIOHEHTIE KOIBEOPY CTaHOENATE OUIHH KOMp - TOMV IPOTTIETAcTBCE IPOCTA

2AKOHOMIPHICTE. SCKPABIMTHE hparMeHT OIT-KapTH - BHINE 2a TOUKY pensedy.

Puc.l Bit kapra peasedy Puc. 2 T'oroeni 3/ mem peasedy

Jami dopMyeThcd NIONMIHHEA 3 PIEHOBIANATEHHX MUK co00K TOWOK ¥
TPHEHMIPHOMY TpocTopi. KIMBKICTE 3TeHEPOBAaHHX TOYOK, a00 EBepImHH,
BH3HA9aTHMVTE Tak 3paHHi LOD - Level Of Detail - pipenr meramsami o0'exta.
BHINeEKA3aHHi MacHE ESPOIHH BiANPaBNicThCA Ha z0epiraEEs B VREAM - Video
Random Access Memory - maM'sTe rpadidHOTO NPHCEOPIOEATYA EBHIIATKOBOTO
JOCTYIIV, 3B1OKH IOTIM BEOHH OVIVIE BIIMAIB0EAH] B mpocTip(PHe. 2) 23 JOIOMOTO0
OpenGL  (Open  Graphics Library) -  cmenmdukami, 1o — BH3Ha9ae
MIATHOPMOHEZANERHAR (HEZale®HHA EBIT MOEH MPOTPAMVBaHHA) IpOTpPaMHHE
igTepdefic A4 HaOHCAHHY JOJATKIE, MO0 BHKOPHCTOBVIOTE JBOBHMIDHY Ta

TPHEHMIPHY KOMITIOTEPHY Ipadiry.
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BucroRkn. A 1 on3 6vae-AK0i rpadike An4 CTEOpPEeHHA 31 CIEH Ta OTOYEHE
HeoOX1THI pecypcH, TAK 3BaH1 ACCETH, HA CTEOPEHHA AKHX BPYYHY 3a3BHUAH Hue
ayEe GaraTo MIOACBEHMX pecypciB Ta dacy. [eHepamid TakHX acceTiE abcomoTHO
IMIHFOE NpaeHma IpH. CTEOpEHHS INTVYHHEX PECYVPCIE 2 JONOMOTOK TeHEepaTopiE

KOHTCHTY JPanMaTHYHO SMEHITHTE 94C IO EHTPAYACTECA HA CTEOPEHHY OTOYCHE.
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MPAKTHYHE NPOIPAMYBAHHA TEHEPATOPIB 3D KOHTEHRTY HA NMPHKNAN FrEHEPATOPY
MELLA PENbED®Y MICLIEBOCTI

Koganwos P. C_ cya. 4 wypcy @EM, cney, «/HchopMaLiiHi cCHCTEMM T3 TEXHOND
Hayroeun EEpiEHUE Ke.H., gou. 0.6 B'oHenko
Cymceiul HA Y

Beryn. Y ceiTi BipTyansHol peansHOCTi, Bisyanizayil gaqdy Ta KOMMIOTEpHMX irop, redepyeansr 3D
EOHTEHTY CTac ece Oinbw exsnweock s3favew. [ofonatd ceNagqol, NOE'RIaHl 3 peanicTHYHWM
ElnoDpas#eHHAmM of'ckTiE T3 NaHgWadTis, WMOHENWMED 33ESAKM  S3CTOCYS3HHKD NPHHUMNIE NPaKTHYHOMD
NporpamMyEaHHA reHepaTopie.

MeTa, — poarmAHyTH NpoUes pospofed Ta ENPOETHEHHA MEHEPATOPA MELWIE penbedy MICUSEOCT AR
npHKnagy NpakTHYHonD NporpaMyEaHHA reHepaTopie 3D KOHTEHTY Ha OCHOEI EXiOHMX JaHWx. [eHepaTopwu
MELWIE penbedy MICLSE0CTl EMEOPHCTOBYIOTECA ANA CTEOPEHHR peanicTWYHMX Nasgwadmis y sipTyansHMx
CepenoBnLEax abo iHopMaLidHKe Bisyanisaui=y, Ak MOEYTE GYyTH EWKOPMCTEHI B CHIMYMALAK, Bisyanizayjiisu
npoekTax abo Mol iHAyCTRil. OCHOBHMM S3EA3HHAM € JOCTTHEHHA METOMJE NPAKTHYHOMD NPOrPaMyBaHHR,
W0 A03E0NAKTL CTBOPEEATH MEHERATOpK MELWIE penbedyy MICUEEOCTI 3 EHCOKMC SfeKTHEHICTID Ta REicT:. Le
EkMiodac B cefe BMEYEHHA anNropMTMIE reHepadil TonorpadidHMX KapT, METOQIE reHepauil TescTyp Ta
AMPOKCHMMAUIT recnorivHW GopMaliid. Kpim Toro, Tesa pOSTMAgEE npaskmiudHi acnermw pospoSkw, Taw Ak
ONTHMIZAWA SNMOpUTMIE, BMECDMCTEHHA NapanentHuy O0YMCNeHs T3 HTErPauim 3 HLWMMK - CACTEMAMM.
Jocniz+yioTecA TR0 NEX00W 40 Bisyanizawil Ta IHTEpakTUBHOND EZAEMOII 31 STEHEPOEaHMM KOHTEHTOM.

OgHMM 3 KMEHO0EMK BCNEKTIE NPOEKTY £ ANTOpPWTM NEHEPALIT MEeLWis, fimA GasyeThCA Ha aHanisi exigHol
K3pTH BMCOT Td EWKOPWCTOSYE MaTemaTHyHi METOgM OnA CTEOPEHHS PeanicTHYHWX TonorpadidHmx dopm.
KapTa eMcoT (prcyHoE 1) BHEODUCTOBYETECA 8K OCHOEHE THEPeno iHfopMaUii ANA BHSHAYEHHA BUCOTH EOEHOI
TouKA Mewwy. Lle J0SB0NAE TOYHO BigTEODWTH PENkEM MICLEBOCT] 5 YPAXYEGHHAM BCiX BApiaLif BWCOT (PUCYHOK
2.

Pucynok 1 — KapTta eucot PucyHok 2 — 3reteposaqwi 3] mew

B pesyneTati po3pobed pileHHR CTEOPEHO O003TOK, W0 EWKOHYE NpocTy, 03308y reHepauin mewry
pensedy micuesocTl. [oaaTok NPeacTaBNAE iIHTEPAKTHEHE EisyanbHe 300pa¥eHHA SrEHePOEaHOMD KOHTEHTY, 3
MOXTIMBICTID POSTIAHYTI MO0 B pexamaad “solid™ - NoBHWA, uinbHMR, 4K “grid” abo “frame” — pesaa cimm aGo
kapkacy. [ogaTok Takod HAZAc MOENMEICT: pEreHepalil Mewy E peancHoMy Yaci 3 ElOMiHHMMW
HENALLTYBIHHAM YACTOTH BEDLUMH My, [1aHe HANAWTYEAHHA TAKDHK AOCTYNHE B iHTepdeci KOPUCTYEaYA.

BucHoBok. Ha cbOrooHilH JeHb BEK0 YABWTK CBIT Oe3 wowmn'toTepHol rpadiky. Y Oyob-RiA ranysi
#WTTH CYCMINECTER KOMMKITEpHA rpadika 3HAXeOWTh CEOE S3cTOCYBAHHA. AQXITEXTOPH BHECDWCTOEYVIOTH
rpadoiky nig 4ac NpOSETYE3HHA OyOiEene, MYyNETHNMEATOPH - MNiQ 4aC CTEODEHHA HOBMX MyNsTineMis.
OcofnKED BEANMBY PONb 33AMAE came 31 rpadika, ocoGnMBO Y CEITI, J8 HABITE NPMMITHEHT 0SYMCNIBANBHI
MALIKMHK EONOATE rpAadivHuM NprckopioEaden. He i ana Gyas-skol rpadikl AnA CTEOPEHHA 34 CUeH Ta
oToMEHE HeoOWighi pecypcH, Tak 3BaHi acCETH, HA CTEOPEHHA AKMX BpYHHY Z33Bwdan Wae oyvwe Gararo
NESACEEMY. PECYPCIE Ta 4acy. MeHepalis Takky acCeTie adComMKTHO SMIHIDE NPaEMna rpy. CTEOPEHHA LUTYYHHX
peCYPCiE JPaMATHUHO 3MESHLUMTE YaC L0 BMTPAY3EThCA HA CTEOPEHHA OTOYeHbL. PospofneHe pileHHs e
QOCHOEGH, MIHIMANEHHM NPHENADOMMPOTOTHNOM HCTRYMEHTY CTEODEHHA TAKMX LUTYYHIX pECYPCiB.

MaTepianu HINE ewenanaqis, acnipasTie Ta cTygeqTie Cymoekoro HAY (14-18 tpaens 2024 p) 429
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MPAKTHYHE NPOTPAMYBAHHA TEHEPATOPRIB 30 KOHTEHTY HA NMPUKNAD rEHERPATORY
MELLA PENBEDY MICLIEBOCTI

Kosaneoe P. C.. ctya. 4 xypey ©EM, cney. «IHDOpMaLIIHI CHCTEMW Ta TEXHONOMT»
HaykoBuA KEpiEHME: K.e.H., gou. 0.6, B'roHeHko

Cymoerud HAY

Beryn. ¥ ceiti BipTYanbHOI peanbHOCT, oSpoKK gaHuy Ta KoMnoTepHKY irop, reHepayis 30 KOHTEHTY
Habyeae sce Dinblwoi saromocTi. MogonadHa TpYOHOWIE, NOB'A3AHKY i3 PEANICTHYHUM EiJTEOPEHHSM 00'cxTiB
Ta NaHgWadiTie, MOHNUES JAEAAKM JACTOCYEAHHID NPWHUMIIE NPAKTHYHOM NPorpaMyEaHHA reHepaTopie.

Marepianu 1a metogd. MeTow ganoi poSoTi € QOCMiTEeHHA npouecy pospofel T3 ENDOSATHEHHR
reHepaTopa Mewis pensedy MICUSBOCT 9K NpUENZZY NPakTH4HOMD NPOrpamyBaHHs 30 KOHTSHTY Ha OCHOBI
EXiOHMX O3aHWX. [eHEpaTopW MEWE penbedy MICUESOCTi EMKOPWUCTOEYKITECA AMA CTEOPEHHA pPeanicTHUHKY
NaHOWADTIE ¥ EipTyaneHux CcepegoBnwar afo B iHpopMauifHux Eisyanizauiax, Akl BMEOPMCTOBYRITRECA Y
CHMYMALIAX, BiayanisaLiiHmg npoesTax abo B irposil iHayCTpil.

COCHOBHHM 33E03HHRM pODOTH € JOCNITEEHHA METOLIE NPAKTHYHOMD NPOrpasyE3HHA ANA CTECPEHHR
reHepaTopis MeWie peneedy MICUEEOCTI 3 BHCOKDE) SeETHBHICTIO Ta AKCTIO. Le BEMKYAE EBWMBYEHHA
ANroOpWTMIE resepaudii TonorpadHMX E3pT, METOQIE reHepauil TeCTYp Td anpoKCHMAEUT MecnoridHMx
opMaLRA.

Hopateose, poboTa pOSIMAQaE NPakTHUHI acnesTW pospofel, Taki AE ONTWMISALIS  AnropHTMIE,
EWKOPWCTAHHR NapanensHMy ofuMcnetb T3 IHTEpAaUin 3 iHWMMK chcTemami. JocniT+ioTeCA TaKow NiaxogH
A0 Eizyanizauyil Ta iHTEPaKTMEHOI BE33EMOgil 31 STEHEPOEAHHM KOHTEHTOM.

OgHmMm i3 KNEDYOBMX AcnekTie pofoTW € anropuTM reHepauil mewis, wo O3syeTeCA HA aHANI3I ExigHol
K3pTH BMCOT T3 EMKOPWCTaHHI M3TEMATHWYHMX METOZIE gNA CTEOPEHHA peanicTHYHWX TonorpadivHmx qoopm.
PesynuTaT QOCMITHEHHA NOKEsyHTh, WO pospoSneHWd OD00ETOK 30aTHWA NPOBOAMTH MPOCTY reqHepauio
MEWIE penbEpy MICUSEDCTI TA HAAAE MOXTMEICTE IHTEPaKTWEHO! E33EM0001 3i reHEPOBAHNM KOHTEHTOM.

# OrnAg MpoekTy:

CTBOpEHWIA ANA asToMarwsauil npouecy reHepauii 30 penbediHux MEWE 3 BWFDOPUCTAEHHAM BXiOHOI
KapTH BWCOT.

& TexnononA MeHepauil Mewie:

OgHMM 3 KNIOHOEMK ACTIEKTIE NPOEKTY € ANTOPHTM MEHEPaLT MELIB, AKMA DaIyeTeCA Ha aHanisi exigHol
KAPTH BUCOT T EHEOPUCTOEYE MATEMaTHYHI METOOM ANA CTEOPEHHA PEaANICTHYHMY TONGMPadiuHKX dhopa.

* BurkopucTanHa Kapt Bucor:

KapTa BMCOT EMKDPWCTOEYETHCA AK OCHOBHE DEepenco ingopmaull ons EWMSHAYeHHA EWCOTH ECEHOI
TOHEW HAELWOT Mewi. Lle 403B0NRE TOYHO BIITEOPWUTH penbedd MICUEBO0CT 5 YpaxysaHHAM BCix Bapiaid BMCoT.

* [ pachidHa Bizyanizawuin:

MpoekT Brkmiodac & cebe rpadivdy Bisyanisauit, Wo Ao3BonAc noSaqTW PEanicTHHYHWIA EWFMAQ
STEHEPOB3HOMD peneedy E peansHoMmy 4aci. Lle Qonomarac KOpWCTYEAYam OUHWTH pesynbTaTh reHepauil
nepegd iXHiM BHEOPHCTZHHAN.

* OnTUMiZaURA 1a LUeMgricTs:

CgHHM i3 NpiopuTETIE € ONTWMMISAUIR anropuTMie gnA sabeznededss WBKakol Ta ederkvedoi poboTk
reHepaTopa Mewis. BukopucTaHo pRa TexHik, TakMx Ak napanenedi ofuwcnedHn, ana sabesnedeHHs
OMTHMANEHOT NPOAYKTHEHOCTI.

* 3ACTOCYEAHHA:

MpoekT mokE GyTM BMEODWCTEHMIA Y pisHUX CREpax, BENOMEKYM pospofky KOMNHOTEpHWK irop,
CHMYMALUIl peantHore CEPEQOBMIUA Ta &pWiTEETYpHOro Bisyamisaui. LUe poSWTe WoOro yHIEEpCAMbHMM
HCTPYMEHTOM ANA By ab-8KOorD, 70 npaune 3 30 KoHTEHTOM.

BucHOBOK. % Cy4acHOMY CEITi, A& KOMM''OTEpPHE rpadika 3aAMas EZ+NHEE MiCUE, po3podneHe pilleHHA
£ ESEMHAEMIM KPOKOM Y CTEOPSHHI WTyuHMX pecypcis gnm 30 cued T3 oToueHs. MeHepalin TakMx acceTie
N03E0NAE eDEKTMEHD BHEDPKCTOEYBATH PECYDCH Ta CEOPOYYE Yac, HReoBXiIHWA ANA CTEOPEHHA OTOYSHS.

430 Marepizma HIME emmmagsuie, acnipaqTie Ta crygesTie Cymoeroro HAY (14-18 paexs 2024 o)
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JIOJATOK B
JICTUHTU MTPOTPAM

using System;

using OpenTK.Graphics.OpenGL,;
using OpenTK.Mathematics;
using OpenTK.Windowing.Desktop;

using OpenTK.Windowing.Common;

using Fwork;

using IMGUINET;

namespace DataVisualisation3D_OpenTK _

{

static class Program
{
static private GameWindow window;
static private Dear _ImGui_Sample.ImGuiController imguiController;
static void Main(string[] args)
{
GameWindowSettings gameWindowSettings = new
GameWindowsSettings();
gameWindowsSettings.RenderFrequency = 0;

gameWindowsSettings.UpdateFrequency = 60d;

NativeWindowsSettings nativeWindowSettings = new
NativeWindowSettings();

nativeWindowSettings.API =
OpenTK.Windowing.Common.ContextAPI.OpenGL,;
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nativeWindowSettings.APIVersion = Version.Parse("3.3");
nativeWindowSettings.Size = new Vector2i(800, 600);
nativeWindowSettings.StartFocused = true;

nativeWindowSettings. Title = "Data Visualisation 3D";

window = new GameWindow(gameWindowSettings,
nativeWindowSettings);
window.VSync = VSyncMode.Off;

Camera camera = new Camera();

camera.Mode = Camera.CameraMode.Orbiting;

ShaderProgram shaderProgram = new ShaderProgram();

window.Load += () =>

{

imguiController = new
Dear_ImGui_Sample.ImGuiController(window.Bounds.Size. X,

window.Bounds.Size.Y);

GL.Enable(EnableCap.DepthTest);
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shaderProgram.Load(*3.3.heightmap.vert",
"3.3.heightmap.frag");

GL.Uniform1(GL.GetUniformLocation(shaderProgram.ld,
"textureQ0"), 0);

}

window.Resize += (ResizeEventArgs args) =>

{

imguiController.WindowResized(window.Bounds.Size. X,
window.Bounds.Size.Y);

GL.Viewport(0, 0, window.Size.X, window.Size.Y);
o

window.UpdateFrame += (FrameEventArgs args) =>

{

camera.Update(window.KeyboardState);

}

window.RenderFrame += (FrameEventArgs args) =>

{
GL.Clear(ClearBufferMask.ColorBufferBit |

ClearBufferMask.DepthBufferBit);
imguiController.Update(window, (float)args.Time);

GL.UseProgram(shaderProgram.ld);



camera.MoveForward();

camera.MoveUp();

camera.Moveleft();

66
camera.Apply();

hmap.Draw();

/I ImGui.ShowDemoWindow();

ImGui.Begin("*Camera control™);
i Camera controll buttons

I

ImGui.PushButtonRepeat(true);
ImGui.SameLine(35f);

iIf (ImGui.ArrowButton("*forward"”, ImGuiDir.Up))

ImGui.SameLine(100f);
If (ImGui.ArrowButton(*up”, ImGuiDir.Up))

if (ImGui.ArrowButton("left”, ImGuiDir.Left))

ImGui.SameLine();
If (ImGui.ArrowButton("*backward"”, ImGuiDir.Down))

camera.MoveBackward();

camera.MoveRight();

camera.MoveDown();

ImGui.SameLine();
iIf (ImGui.ArrowButton("'right”, ImGuiDir.Right))

ImGui.SameLine(100f);
it (ImGui.ArrowButton("down", ImGuiDir.Down))

i
ImGui.End();



imguiController.Render();
GL.Enable(EnableCap.DepthTest);

window.SwapBuffers();

}

window.KeyDown += (KeyboardKeyEventArgs args) =>

{
imguiController.PressChar((char)args.Key);

} 2

window.Unload += () =>

{
GL.BindBuffer(BufferTarget.ArrayBuffer, 0);

GL.BindVertexArray(0);
GL.UseProgram(0);

/I Delete all the resources.

hmap.Terminate();

GL.DeleteProgram(shaderProgram.id);
o

window.Run();
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}

using System.Collections.Generic;

using OpenTK.Graphics.OpenGL,;
using SixLabors.ImageSharp;

using SixLabors.ImageSharp.PixelFormats;

namespace Fwork

{

public class Texture

{
private int id;
public string Name { get; set; }
public Texture(string path)

{
id = GL.GenTexture();

GL.ActiveTexture(TextureUnit. Texture0);
GL.BindTexture(TextureTarget. Texture2D, id);

List<byte> colorData = new List<byte>();
Image<Rgba32> image = Image.Load<Rgba32>(path);
for (int y = image.Height - 1; y >=0; y--)
{
for (int x = image.Width - 1; x >= 0; x--)
{
colorData.Add(image[x, y].R);
colorData.Add(image[x, y].G);
colorData.Add(image[x, y].B);
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colorData.Add(image[x, y].A);

GL.Texlmage2D(TextureTarget. Texture2D, 0,
PixellnternalFormat.Rgba, image.Width, image.Height,
0, PixelFormat.Rgba, PixelType.UnsignedByte,
colorData. ToArray());

GL.TexParameter(TextureTarget. Texture2D,
TextureParameterName.TextureMinFilter, (int) TextureMinFilter.Linear);
GL.TexParameter(TextureTarget. Texture2D,

TextureParameterName.TextureMagFilter, (int) TextureMagFilter.Linear);

GL.TexParameter(TextureTarget. Texture2D,
TextureParameterName.TextureWrapS, (int) TextureWrapMode.Repeat);

GL.TexParameter(TextureTarget. Texture2D,
TextureParameterName.TextureWrapT, (int) TextureWrapMode.Repeat);

GL.GenerateMipmap(GenerateMipmapTarget. Texture2D);

public void Use(TextureUnit unit)

{
GL.ActiveTexture(unit);

GL.BindTexture(TextureTarget. Texture2D, id);

}

using System;
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using OpenTK.Graphics.OpenGL,;

namespace Fwork

{

class ShaderProgram

{
public int I1d { get; set; }

public void Load(string vertShaderPath, string fragShaderPath)

{
Id = GL.CreateProgram();

Shader vertShader = new Shader(),
fragShader = new Shader();

vertShader.Load(vertShaderPath, ShaderType.VertexShader);
fragShader.Load(fragShaderPath, ShaderType.FragmentShader);

GL.AttachShader(ld, vertShader.Id);
GL.AttachShader(ld, fragShader.ld);
GL.LinkProgram(ld);
GL.DetachShader(ld, vertShader.Id);
GL.DetachShader(ld, fragShader.Id);
GL.DeleteShader(vertShader.ld);
GL.DeleteShader(fragShader.1d);

string infoLog = GL.GetPrograminfoLog(ld);
if (!string.IsNullOrEmpty(infoLog))



throw new Exception(infoL.og);
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