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AHOTANIA

3BIT 3 KkBamidikaiiitHoi podoTu 6akanaBpa Ha TeMy «Po3poOka nmporpaMHux
KOMIIOHEHTIB ISl KPOCIUIaT(OPMHOIr0 IrPOBOTO PYIIis 3 eleMeHTaMH (Hi3UdHOT

CUMYJISII» MicTUTh 88 cTopiHOK, 60 pucyHKiB, 38 mxepern Ta 3 JOATKH.

Meta po6oTu: JlocimKeHHs alrOPUTMIB KOMIT'IOTepHOI rpadiku Ta Qi3uKy.
Po3po6ka moBHoIiHHOTO 3D-pyIrist s irop, 31aTHOTO MOJEIIOBATH MOBEIIHKY

a0COJIFOTHO TBEPAMUX T1JI.

O0’exkT pocHigKeHHs: ANTOPUTMU KOMM'IOTEpHOI Tpadiku, MeToau
MOJICNIIOBaHHSL (I3MYHUX TUI Ta apXITEKTypa MpOorpamMHOro 3abe3nedeHHs s

pyiuiiB 3D-irop y peansHoMy 4aci. @13UUHUN PEHIEPUHT, BIIKJIaICHUNA PEHICPUHT .

MeTtoau pgociigzkeHHsi: AHaNI3, TOPIBHAHHS, BUBYCHHS, EMITIPUYHE

TECTYyBaHHs Ta OL[IHKA €()EKTUBHOCTI, TECTYBaHHS MPOAYKTUBHOCTI.

Bukopucrani nporpamtao-anaparHi pimenns: Java OpenJDK21, LWJGL
3.3.3, GLSL 460, OpenGL 4.6, JOML 1.10.6, IMGUI 1.87.0, ApacheCommons,
OpenCV, NumPy.

Pesyabtarn pocaimkeHnsi: Po3poOnenHo pymiit 3D-irop, 3gmatHuMit g0
e(eKTUBHOTO MOJCIIOBAaHHA B KOHTEKCTI (izuku TBepaoro Tima. IIpoBemeno
JOCIIIJIKEHHSI METO/I1B MOJIETIIOBaHHS Ta KOMI't0TepHOi rpadiku. Pymiii miarpumye
peHaepuHr Ha (PI3UYHUX OCHOBAaX, 3 MOMKJIMBICTIO BIKJIAZACHOTO PEHIECPUHTY,

BUKOPUCTAHHS KapT TIHEH, KapT OTOYEHHS Ta KOPUCTYBAIIbKOTO OCBITICHHS.

Kurouosi cinosa: ®PIBSMYHE MOJIEJIFOBAHHA, OCBITJIEHHA HA OCHOBI
30BPAXKEHD, ®I3MYHNI PEHJIEPMHI, OBPOBKA KOJII3II, PO3POBKA
ITOP, 3D-TPA®IKA, IIIEMIEPY OPENGL, YNCEJIbHI METOJIU



ABSTRACT

Report on the qualification work at the bachelor's level on the topic
“Developing program components of a cross-platform game engine with elements

of physical simulation” contains 88 pages, 60 figures, 38 references, 3 appendices

Objective: Research the algorithms of computer graphics and computer
physics, develop a full-fledged 3D game engine capable of numerical rigid body

simulation.

Object of research: Computer graphics algorithms, methods of modelling
physical bodies, and software architecture for real-time 3D game engines. Physical

rendering, deferred rendering.

Research methods: Analysis, comparison, study, empirical testing and

evaluation of efficiency, performance testing.

Software and hardware solutions used: Java OpenJDK21, LWJGL 3.3.3,
GLSL 460, OpenGL 4.6, JOML 1.10.6, IMGUI 1.87.0, ApacheCommons, OpenCV,
NumPy.

Results: A 3D game engine capable of efficient modelling in the context of
rigid body physics is developed. The simulation methods and computer graphics
were studied. The engine supports physics-based rendering, featuring deferred

rendering, shadow maps, environment maps, and custom lighting.

Keywords: PHYSICAL SIMULATION, IMAGE-BASED LIGHTING,
PHYSICALLY-BASED RENDERING, COLLISION PROCESSING, GAME
DEVELOPMENT, 3D GRAPHICS, OPENGL SHADERS, NUMERICAL
METHODS
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INEPEJIIK CKOPOYEHb, YMOBHHUX ITO3HAYEHDb, TEPMIHIB

BRDF — Bidirectional reflectance distribution function; ®yukmis, 1o

OMHCYE BIOUTE Ta MOTJIMHYTE TIJIOM CBITJIO.
CPU — Central Processing Unit
GLSL — OpenGL Shading Language
GPU — Graphics Processing Unit

IBL — Image Based Lighting; me Bux OCBITJICHHS, SKHW J103BOJISE
CHUMYJIIOBATH CBITJIOBE BUIIPOMIHIOBAHHS BiJl OTOYEHHSA. YacTO BUKOPHUCTOBYETHCS
y kombOiHanii 13 HDR-kaptamu.

JVM — Java Virtual Machine

MTL — Material Library

OBB — Oriented Bounding Box
OOD — Object Oriented Design

OOP — Object Oriented Programming

PBR — Physically Based Rendering; Penaepunr 3acHoBaHMid Ha (Di3UIHHX

npuHIunax. HaGip mapagurm, 1o po6yisaTs HOro peasicTHYHUM

RBD — Rigid Body Dynamics; /lunamika TBepaux Tin. Po3min ¢isukwu,

KWW BUBYA€ IPUUMHU BUHUKHEHHSA pyXxy y ATT.

VAO — Vertex Array Object; Ile 00’exT sikuii Ge3mocepeHb0O 31HCHIOE

BiJIOOpayKeHHS MOJIeJi Ha ekpaHi. MicTuTh y co0i eBHY KUTbKicTh OydepiB VBO.

VBO — Vertex Buffer Object; Ile adbctpakiist 00’ekTa, 1110 30epirae maHi
HEOOXIHI 1l peHlIepuHry. MoxyTb OyTH: TOYKH, HOpMali, TEKCTYpHI

KOOpAWHATH, TOIIO.



BCTYII

AKTyasnbHiCTh po0oTH. 3anuT Ha 3D-107aTKU B pealbHOMY 4aci BCE e
3poctae. IcHye Ge3niu 10AaTKiB, sIKI MOTPEOYIOTh MepeaoBUX pilleHb y chepi 3D
Bi3yasi3allli Ta MOJETIOBaHHA PyXy. Y LbOMY KOHTEKCTI po3poOka rpadiyHux Ta
G13UYHUX pYIIiB Ma€ BEJIMKY akTyaldbHICTh. [Iporiec po3poOku BKIIOYae B cebe
po3poOKy rpadiku Ta Gi3UKH, a TAKOXK IHPPACTPYKTYPY — BBII-BUBIJI, YIIPABIIHHS,
3BYK Ta ONTHUMI30BaHE 3aBaHTaXEHHS pecypciB. Takuil yHipI1KOBaHU MPOTpaMHUN
MakeT BUPIMIMB OM MpoOJIeMy HAJAMIPHO CKIIAIHUX MPOTPaMHUX MPOAYKTIB, K1
CTalOTh  pPE3yJbTaTOM  PO3pOOKH  0e3  BHUKOPUCTAaHHA  (PpelMBOpKIB.
BukopuctoByroun KpocruiaropMHI TEXHOJOTII Ta MOEAHYIOUM iX 13 Cy4aCHUMU
rpaplYHUMHU CTaHJIAPTaMHU, MU OTPUMA€EMO TOTY>KHE PIIICHHS, 3[aTHE NPALIOBATH
Ha PI3HUX TUIaTGopMax, BUKOPUCTOBYBATH Pi3HI TUIIU BBOAY, (PI3UYHUN PEHIICPUHT,
edekTH mocT-o0poOKH, BIIOOPaKEHHSI TIHEH Ta 1HIII TEXHOJIOTI].

Takuii MPOEKT CKIATAETHCS 3 BEJIMKOI KIUTBKOCTI MOAYJIB, IO CHpPUSIE
CKJIaAHOCTI peam3aiiii. Bubip mpaBUIBLHOTO TEXHOJIOTIYHOTO CTEKY, MpaBUJIbHA
peaizallis Ta ONTUMI3allisl PillIeHb I OUIbIIe YCKIAAHIOITh 1€ 3aBIaHHs.

OpHouyacHe BHMKOpPUCTAaHHS (I3UKM Ta Tpadikd € JOCUTh MOLIUPEHUM
HAMpPUKJIAJ], y KOMITIOTEPHUX Irpax, BIMCBKOBHUX CHUMYIATOPaX, CHUMYJSTOpPAX
BOJIHHS Ta MEIMYHUX Bi3yasizamisx. Taki cHCTeMH 3aBAIYYIOTh CBOIM ICHYBaHHSIM
rpadirri Ta CUMYJISIIIi.

O06’exkTOM JOCTiTKEHHsSI € AJNTOpUTMH KOMITIOTEpHOI Tpadiku, MEeToau
IMITAI[IHHOTO MOJICJIIOBAHHS Ta apXIiTEKTypa MPOTPaMHOro 3a0e3MeUeHHs s
pymiiiB 3D-irop y peansHOMY "aci. O13MUHUN PEHICPUHT, BITKIAICHUN PEHICPUHT.

Merta pociimkenns: J[ocnipkeHHST alrOpUTMIB KOMI'IOTEpHOI rpadiku Ta
po3po0Ka MOBHOIIHHOTO 3D-pytrist /it irop, 3AaTHOTO MOJEIIOBATH MOBEIIHKY
ATT.

[IpakTiyHe 3HAYeHHS TOJSITa€ B TOMY, IO METOAM Ta ajJrOPUTMU

KOMIT FOTepHOT Tpadiku Ta (i3UKH BUKOPUCTOBYIOTHCS HIOJEHHO JIs1 aOCOIIOTHO
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pi3HHX 3amad cuMmyJssiii. BoHum 3a0e3medyioTh Bi3yaumizailito, MOJCITIOBAHHS
MOBEAIHKH 00'€KTIB Ta B3aEMO/IIi 3 OTOYCHHAM. TaKi TEXHOJIOT1i 3aCTOCOBYIOTHCS HE
JuIe B irpax, a ¥ y BIpTyaJbHIA Ta JIONMOBHEHINH pEaIbHOCTI, CHMYJSTOpax,
HaBuajgbHOMY I3 Ta MennuHux po3poOKax. 3aBASIKM IM MOXJIMBE CTBOPEHHS
IHTEPaKTUBHUX 1 TOUYHHUX MOJeneil peabHoro cpity. Lle mo03Boiisie CTBOprOBaTH

npocynyte [13 Ta BupinryBatu npobsieMu y 0aratbox chepax >KUTTH.



PO311J1 1. TEOPETUYHI OCHOBMU 3/1-' PA®IKH

1.1 OcnoBu 2d Ta 3d rpadikn

{06 po3rasHyTH II0 TEMy, HaM JOBEIETHCS BUBUMTH OCHOBHI €JIEMEHTH
Oyab-sikoi mporpamu, 1o BukopuctoBye 3D-rpadiky. Ilicas 3akinueHHS Oynib-
SKOTO TpadiuHOro KOHBEEPA OTPUMYEThCA PpeiimMOydep — pacTpoBe 300pakeHHS 3
Hanepe/ BU3HAYCHUMH BUCOTOIO Ta HIMPUHOIO.

Takuii KOHBe€p 3a3BUYall CKJIAJAETHCS 3 €TamiB OOpOOKM BEpIIMH 1
¢parmentiB. Hanpukian, y OpenGL (2.1+) BUKOPHCTOBYIOTHCS Tak 3BaHi MICHICPHI
nporpamu. Ha ertari oOpoOKu BepIIH BUKOPUCTOBYIOTHCS Pi3HI MO3UILT, BEKTOPH
Ta HOpMaJi JJIg MoJlajibIioro peuaepunry. Eran ¢gparMeHTiB BizioBiae 3a 00poOKy

pacTpOBaHMX JAaHUX MiK BEPITHHAMHU.

VERTEX SHADER SHAPE ASSEMBLY GEOMETRY SHADER

VERTEX DATA[] ==

b Y
-
v

11

&

TESTS AND BLENDING FRAGMENT SHADER RASTERIZATION

Pucynok 1.1 — I'padiunnii kouseep OpenGL [31]
Bepmmnnuii meiaep vacto mependadac MHOKEeHHs Matpuilb. llleiinepu
nuiyThest MoBamu DSL, takumu sk GLSL, HLSL, MSL Ttomio. binbmiicte 3 HEX
HaraaymTh MOBY nporpamyBaHHs C, TOMy mpoOJieM 3 CHHTAaKCHCOM HE TIOBHHHO

BUHHUKHYTH.
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byap-sxuit rpadiuHuil mporuecop MOXKHA PO3TISANATH K CHEIiali30BaHy
0araTompoIecOpHy CHUCTEMY. 3 MOMEHTY IOSBH YHi()IKOBaHOI MO IIeHAepiB
iXHI 4inmyM MarTh Juiie yHiikoBaHi meiaepHi sapa. KoxkeH mporecop BUKOHYE
OKpeMy 1HCTPYKIIiIO, siKa JAe-(PakTo BUZHAYAETHCA HOTo HOMEpOM. A apo rpadiqHoro
mporiecopa OOYMCIIIOE BIACHY BEPIIMHY Ha eTari BepiiuH abo MiKCcelbh Ha eTari

dbparmenTiB. KpiMm Toro, icHyrTh naeski BiamiHHocTi, Taki sk ROP, TMU a6o

VRAM.

1.2 YacTo BUKOPHCTOBYBaHI CTPYKTYPH TaHUX

CBiT KOoMI'tOTEpHOT Irpadiky Mae CB1M BIACHUM HAaOIp TPAAULIHHUX CTPYKTYP
JaHUX, SIKI BUKOPUCTOBYIOTHCSI Maiike B KOXHI1I nporpami. Lle BekTop, MaTpuis ta
KBaTEPHIOH.

Bekropu — 11e anredpaivyni 00'ektu B mpoctopi R™, TOOTO BOHM CKIaIal0THCS
3 N eJIeMeHTIB. 3a3BUYail, TUIIOBUI BEKTOp € 2-, 3- a00 4-BuMipHuM. 2D-BekTopu
MPEACTABIIAIOTh KOOPAUHATA TEKCTYpHU JUIsl pacTepu3allii Ta BUOIPKH TEKCTYpH, a
3D-BekTOopH MPEACTABISIFOTH MO3HITII.

Martpuiii — 11e 00’ €KTH y IPpoCcTOPi R™ , 1110 TIepeAaroTh Tpanchopmariiii. Bonu
MOXYTh JIETKO BUKOHYBAaTH OOEpTaHHS, MaciITaOyBaHHS, Mepeksian abo HaBiTh
nedopmMairito, HalpuKIaI, CKIC.

KBaTepHiOH — 116 YOTUPUBUMIPHUN aireOpaiuHuil 00'€KT, SIKUU pO3IIUPIOE

MOHATTS KOMILICKCHUX YHCEIT
q =a+ bi + cj + dk (1.1)

1ie a — cKaJsp (AificHe 4uco)

b, ¢ Ta d — ckansapu (ikicHI YKCIa), 0 TPEACTABISIOTh KOS(DIIEHTH YSIBHUX
OJUHHMIIG I, | Ta K

VYsBHI ofMHULI 1, ] Ta K MarOTh HACTYIIHI BIIACTUBOCTI:

- 2 =j2 =k*=-1
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- i = kjk = i ki =]
- i = —kkj = —iik = —j
MHOXEHHS KBaTepHiOHiB HC € KOMYTaTHUBHUM, TO6TO IMOPAAOK MHOKCHHA Ma€

3Ha4YeHHs. BOHM B OCHOBHOMY BUKOPHUCTOBYIOTHCS Ui 3-BUMIpHUX oOepTanb. Jliis

oOepTaHHs HABKOJIO JOBIJILHOT OCI BUKOPUCTOBYETHCS Taka opmyJia

__cosf sinf __ ,cos0 sin6 sin@ sin@

= n= ‘N ‘n
2 2 (2’2 Y Y

: le) (12)

[Ticnss Toro, sik Oyno 3aiCHEHO oOOepTaHHS, KBATEPHIOH MOTPIOHO
HOpMaJII3yBaTH.

He icHye enuHoro cranmapty mjis CTpykTypu naHux 3D-moxpemi. Ane s
BUpIIMB BUKOpUCTOBYBaTH K-apHi nepeBa. BukopuctaHHs JepeB 103BOJISIE
«crcykatu» TpaHchopmMalii, Marepiasii abo OyJb-gKl 1HII BIACTUBOCTI, SIKI
M1IOPSAIKOBaH1 «TOJIOBHOMY BY3ITy» — KOPEHIO JiepeBa ado By3my Buiie. Kpim toro,
BOHO Ma€ INBHJKI Omepailii MOIIyKy, BCTaBKH, BUIAJICHHS, HABITh SKIIO HE €

MOBHICTIO 30aJTAaHCOBAHUM.

level O

—level 1

level 2

level r

Pucynok 1.2 — H-apue nepeo [26]

1.3 OcHoBH (Gi3UYHOIO0 peHAEPUHTY

®i3uuno 3acHoBaHuii peHnaepunr (PBR) — me miaxig g0 koMm'toTepHOi
rpadiky, SKU COPSIMOBAHWN HA PEHIAEPHHT 300pakeHb Yy CIOCIO, M0 MOJEITIOE
CBIT/IO Ta TMOBEPXHi 3 PEATiCTUYHUMM ONTHYMHMMH BIACTHBOCTSMU. Moro uacrto

Ha3uBarOTh «OCBITICHHAM Ha (I3UYHUX 3acajiax» a00 «3aTIHEHHSAM Ha (PI3MYHHUX
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3acagaxy. L{inb Takoro miaxoay —3abe3neuntu poTopeani3m. 3A1iICHeHH] Ta IBUIKI
HaOmmKkeHHs (YHKIIT pO3MOAUTY JBOHAMPABICHOTO BIAOUTTS Ta PIBHIHHS
PEHJIEpUHTY MaloTh BHpimaibHe 3HadeHHA. [Ipunnumu PBR MoxyTe OyTH
pealli3oBaHi 3 BUKOPHCTAHHSM IeHepiB ab0 TpacyBaHHS NMPOMEHIB, YU 1HIIUX
CTOXaCTHYHHUX MiaxomdiB [3].

PBR-Marepian — 11e Habip TeKCTyp (KapT) 1 3HaUY€Hb, TAKUX SIK IIEPIIABICTh,
HEMPO30pICTh 1 METaII4YHICTh. MaTtepianyu BU3HAYAIOTh BIACTUBOCTI moBepxHi 3D-

00'€eKTIB 1 T€, IK BOHU B3a€MOJIIIOTH 31 CBITJIOM. BOHUM 4acTo BKIIOYAIOTh TaKi KapTH:

Tabmuusg 1.1 — KapTtu BigoOpakeHHs y BIAKIaJACHUX IpadiuHUX KOHBEEpPaxX

Ha3zBa kaptu (map) | Bukopucranus

Albedo (bazoBwuii | Buznauae 6a30Buii KoJiip 00’ €KkTa

KOJIip)

Kapra nopmaneii Buznauae HOpMasibHI BEKTOPH JIJIs1 KOXKHOTO TKCEs

Kapra xopcTkocTi Busnauae 3HayeHHsS HEPIBHOCTI MJig KOXKHOTO
MiKCeJsl.

Kapra meraniydocti | BusHauae 3HAUE€HHS METANIYHOCTI [JISI KOXKHOTO

KCEIIs.
Kapra BrmBae Ha Te, ska yacThHA 00’ €KTa BUJIUISE CBITIIO,
BUIPOMIHIOBaHHS MO€ BUKOPHCTOBYBATHCS JIJISI MPOCYHYTHX €(PEKTIB.
Kapra Bucotu Bu3zHauae BHUCOTY TOBEPXHI, II0 BHKOPHUCTOBYETHCS

1151 e(DEKTIB Mmapajiakca abo TeccesIli.

Kapra sickpaBocTi [TomiOHMIT 10 WIOPCTKOCTI, aje TMepeBepHYTHI;

KOHTPOJIIO€ OJIMCK TOBEPXHI.

KapTa npozopocTi Kepye npo3zopictio abo HEMpo30picTIO MaTepiay.
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Pucynok 1.3 — LmrocTpartiiine 300paxenHs Marepiana [32]

OcCHOBHE piBHSAHHS peHaepuHTY [16]

Lo(p, @) = f £(p, @, B Lip, @) * (- @) da,
Q

e 1 — HOPMAJILHUI BEKTOP;

gl

o — HaIIpsIMOK KaMepHu;

!

W;— HAIPSIMOK CBITIIa;
L . o :

(n - w,)— Kocunycuuii MuoxHHK JlamOepTa, BU3HAYA€ KiIbKICTh CBITIIA,
1[0 MA/1a€ 3aJICKHO BiJI KyTa;

Lo(p, wg) — SIckpaBicTh MOTOKY CBiTJIA y TOYI P, IO Ma€ HAIPAMOK
wo(kamepa), Bt/ (M2 * cp);

f(p, w,, wy) — BRDF, Cknanae po3cisgne Ta BigouTe CBITIIO;

L;(p, @)~ SIckpaBicTh MOTOKY CBiTJIA, IO HMPUXOAUTH 3 HANPIMKY @;,

Bt/(Mm? * cp).

Lle piBHsAHHS OOUYMCIIOE 3arajibHy SCKpPaBICTh MOTOKY CBITJIa BiJ TOYKH Ha

MOBEPXHI IUIAXOM IiJICYMOBYBaHHS BHECKIB 3 yCIX BXIAHUX HanpsiMKiB. OCKIIbKA
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el METOJ] BUMarae TpacyBaHHS MPOMEHIB, BiH OyB (DaKTHUHO HEMOMXJIHUBHUM IJIst
peHIEepUHra B peajlbHOMY uaci B OLIBIIOCTI BUMaAKIB. Tomy mporpamictu

IPHIyMalld TEXHIKY U1 HaOJIMKEHHS [IbOro piBHsAHHSA [16].

fr= Z(fdiffusef fspecular) (1.4)
L r
faiffuse = —\9 (1.5)
albedo

_ D(R)F(Wg,h)G (Wi, W)
fspecular - 47 wy) (7iwg) (1.6)

neD (h) — OyHKIIIS PO3NOALTY HOPMAILHUX BEKTOPIB. OMHUCYE TE, IK MOJIETh

«MIKpOTpaHei» po3Cito€ CBITIIO IO 00’ EKTY.

>
F (W(;, h) — Mmuoxnuk @penensa. Onmcye Te, sfKa KUIBKICTh CBITJIA

B1I0MBAETHCA Bl 00’ €KTA 3aJI€KHO BIJl CEPEAUHHOIO BEKTOpa Ta HAIIPSIMKY CBITJIA.

G(wg,w,) — TeoMeTpuuyHHMil MHOXHHUK. [0 CyTi JONOBHIOE (YHKIIIO

HOPMAaJIBHOTO PO3MOALTY, TOJAAI0YU MIKPO TiHI UM 3aCBITH Ha 00’ €KTI

- w,+w,
h 2 0

= lIwirwgl (L.7)

CepeIHHUI BEKTOP MiX W, Ta Wy, L0 TI03HAYAETHLCS JIITEPOIO A.

SckpaBicTh BUXIHOTO TMOTOKY CBITJIA MOXHa HAOIMKEHO OOYHCIUTU 3a

HACTYITHOIO (POPMYJIOIO:

e PEFRG(Wr W)\
Lo(p,wo) =Xi -0 |Li| -( 9 + e (m-w)|(1.8)
b albedo °
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OO6uucnenns MHOKHUKa DpeHens

F(w;,h) =Fy+ (1 — Fy) * (1 — cos8)® (1.9)
cos 6 = ||k x wq| (1.10)

[leit MHOXXHUK BIUIMBAE Ha 0OPOOKY CBITJIOBUX BiIJ3€pKaICHb.

Oyukuis Hnika — e PyHKis, ska BAKOPUCTOBYETHCS AJISI OMUCY PO3MOALTY

Ha OCHOBI HOpMEUIGIZ, CCPpCANHHOIO BCKTOpA Ta }I(OpCTKOCTi.

2

a
Dgex(n, h,a) = T @D D (1.11)

JIe 00 — HOpMaJli30BaHe 3HAUYEHHS )KOPCTKOCTI1, 0€3p03MipHa.

['eomerpuuna gynkiiis Cmita
GSmith(T_iJ WO)J L' C{) = DGGX (T_i' W—(): a ) X DGGX(ﬁ)r L' a ) (112)

Lle piBHSIHHS € KIIOYOBUM MOHATTSAM y 0aratbox ajaropuTMax peHIEpUHIY,

TaKUX SK TpacyBaHHS MPOMEHIB, TPACYBAHHS NUISIXIB, KI BUKOPUCTOBYIOTHCS JIJIs

CTBOPEHHSI PEaJICTUYHUX 300pakeHb 1 CUMYJISILIIHA.

1.4 JI:xepenia cBiTia

[cHYOTB pi3HI BUIM OCBITJICHHS, K1 B PI3HUX BUMAAKAX OUIBIIE MAXOASTH JJIs
peaJizari.

» Toukoge citio (Point Light)

Cropsmosane cBitiio (Directional Light)

» TIpoxekTopHe cBiTio (Spotlight Light)
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» [Inomwunune citio (Area Light)
= HDRI cBitiio (HDRI Light)
» Poscisne cBiTiio (Ambient Light)
VY Moiii MosiesTi OCBITIICHHS! BAKOPHUCTOBYETHCS CIIPSIMOBAHE Ta TOYKOBE CBITIIO.
CrpsiMoBaHe CBITJIO — IIe THUI CBITJIa, SIKMM Ma€ KOJIp, 1HTEHCUBHICTbH 1
HanpssMoK. Ha HpOTO He BIUIMBAE 3racaHHs.
ToukoBe CBITIO — 1€ TUI CBiTHA, SKE€ Ma€ KOJIp, IHTEHCUBHICTH 1
cipsMoBaHicTh. Ha HbOTo BIUIMBa€ 3racaHHs.

Di13UYHO KOPEKTHUIN KOE(ILIEHT 3racaHHs OOUYHUCIIOETHCS TAKUM YHHOM:

[=X (1.13)

ne I — SIckpaBiCTh CBITIOBOrO MOTOKY, BT-M — 2 - ¢cp — 1,

d — BigCTaHb, M.

AJle BOHa Mae psJl HEAOJIKIB y HAIIOMy BUIAAKY. TOMY s BUKOPUCTOBYBaB

HactynHy Gopmyiy [30]:

(1.14)

nes = d/R, 6e3po3MipHa;

F — Bigcrtansb, micis K01 CBITJIO OlIbIIIE HE BIIMBAE HA 00’ €KTH, M.
2 2

1.5 Orasia icHylOUMX NPOAYKTIB

[lepeBoasiun po3MOBY MpO TEXHIUHI JIeTaldl Ha BUIUN piBEHb aOCTpaKIlii,
XOTUIOCS OM CKa3aTu MPO KOMEPINiHI MPOIAYKTH, 10 KOPUCTYIOTHCS MPHUOIN3HO
TaKUMU CAaMUMU PIIICHHAMH 1 MalOTh TPUOYTOK 31 CBOTO PO3MOBCIOIKEHHS.
PuHOK irpoBUX pyIIiiB MPeACTaBICHUM BEIUKOIO KUIBKICTIO MPOAYKTIB PI3HHUX

mTu6iB. [X MO’KHA YMOBHO MOJIJIMTU HA KiJIbKa OCHOBHUX KaTEropii.
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[lepmia xaTeropist — e G€3KOMITOBHI PyLIii i3 BIAKPUTUM KoJoM. J[o Takux
BimHOCAThCS Godot Engine, Stride, Ogre3D. Bonu 103BOJNSIOTE CTBOPIOBATH
MOBHOI[IHHI TPOEKTU 1 JAlOTh PO3POOHUKAM MMOBHUM KOHTPOJb HaJ KOJIOM.
3a3Buua 11l pymrii MOCTYMAITHCS KOMEPIIITHIM aHajioraM, 00 He MarOTh TECEeISAIIII,
DLSS a6o tpacyBanHs mpoMeHiB. Takok MOXJIUBOCTI IHTETpallli CKJIaJIHUX CUCTEM
¢bi3uky, aHiMaIli abo MITYYHOTO 1HTEIEKTY MOXKYTh OyTH OOMEKeH1 a0 BUMaraTu
CTOPOHHIX pimeHb [34].

Jpyra xaTeropist — 1ie miaTHi pyurii abo pymrii i3 3MimiaHoro JjirnenHsiero. Le
Hacamriepen Taki mponayktd, sk Unreal Engine, Unity3D, CryEngine. Bonu
MPOINOHYIOTh MIMPOKUA HAOIp IHCTPYMEHTIB A POOOTH 3 (PI3UKOI0, aHIMAIIIELO,
HITYYHUM 1HTEJeKTOM Ta Oararo iHmoro [34]. Taki npoayKTH BHMararoTh
opopMJIEHHS MIAMMCKH, IO BapTO BpaxoOByBaTH IMpu BHOOpI 3aco0iB Ta
IHCTPYMEHTIB pO3POOKHU.

OxpiM TOro, ICHYIOTH CHELlaJi30BaHl pylIli, OPIEHTOBAaHI Ha CTBOPEHHS
cnenugiuaux npoaykTiB (Hanpukiaa, RPG Maker abo Ren'Py), a Takox
IpOoTpieTapHi pyIIii, SKi BEJIMKI KOMIIaHii po3po0JIsSIOTh 1)1 BiacHuX otped [34].

Takum YMHOM, BUOIp pYyIIis 3aJIEKUTH B LIJI€H TPOEKTY, HEOOX1AHOTO PiBHS

TEXHOJIOT1H Ta BUAIJICHOTO OIOJIKETY.

Tabmurs 1.1 — Pi3Hi kareropii pyriis [34, 35, 36, 37, 38]

IHixTpumka
Kareropis IMpuxknagu Jlinen3is CY4YaCHOI
rpagiku
beskomroBHi 3 _
_ Godot Engine, | Be3korToBHa, OoOmexena  abo
BIIKPUTHM _ . _
Stride, Ogre3D BIJIKPUTHI KOJT BIJICYTHS
KOJIOM
_ Unreal Engine,
[TnatHi abo _ _ .
o | Unity3D, ITnatna abo posinti | IloBHA miaTpuMKa
3MILIAHI JEH31] ]
CryEngine
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Kareropis Hpuxaaan Jlinensis IHigTpumka
CY4YaCHOI
rpadgiku

o . Hewmae

CrerianizoBaHi RPG Maker, | 3a3Buuaii

. _ . (0OMexeHO
pyii Ren'Py, Phaser | mnaTHi/0e3K0IITOBHI

KAHPOM )

I . . RE Engine, - . Hai
porpieTapHi puBatHa, BHYyTpiHe | HaiiBuinia,

' RAGE, W
pyuii _ BUKOPUCTaHHS KacTOMHa

Engine

Tabmuns 1.2 — [lepeBaru pisHux kKareropiut pymiis [34, 35, 36, 37, 38]

Kareropis OcHoOBHI nepeBarn OcCHOBHI He10JIiKN
beskomToBH1 Bimpauit  goctym  nmo  koay, | Menme ¢iu g AAA-
pyuii 0€3KOILITOBHICTh irop

[ToryxHuit 1HCTpYMEHTapiH, | Bapticte  minensii  abo
[TnaTai pymni . . .

MiATPUMKA CIIBHOTH posuIT
CremnianizoBaHi Jly>xe mBuaKa po3poOka y cBoili | By3bka cdepa
pymii HIIIT 3aCTOCYBaHHS
[TponpieTapHi MakcumanpHa ontuMizaiis min | HemoctymHi VTS
pyuii IPOIYKT CTOPOHHIX PO3POOHUKIB

[IponpieTapHi pyuiii MoxyTh OyTH cTBOpeHi y seHoMy Buai (The Witcher 3,

Half-Life 2) abo nessuomy Buai (Minecraft, Tanki Online). Takox BapTo momatw,

10 JTI0AATKOBOIO crienndikoro € tuiargopma po3podku. Lle MoxyTh OyTr MOOLITBHI

MPUCTPOI, IrPOB1 KOHCOJI, MepcoHaNbHI KoM 1oTepu; [1naTdopma Ge3nocepenHbo

BIUIMBA€E HA MEPENIK JOCTYMHUX TEXHOJIOTIH.
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Jlesiki IpOCYHYTI pylii HaMararoThCsl BIAINTH BiJ HAITMCAHHS KOy 30BCIM.
[HIII K BUKOPHUCTOBYIOTHCSI MOBHM BHILOTO PiBHS, JuIamuu siapo Ha CH++. YV
BUMA/IKy BHUKOPHCTAHHS TaKWX BAXKHUX MPOrpaM 1HOAI Kpalle BiIUIUTH <«SIIPO»
npoekTy Ha MoB1 C++ apXITEeKTypHO BiJ pillleHHs. | Bjke MOTIM MiKII0YaTH HOTO
710 IHIIMX MOB NporpaMyBaHHs. Take pillleHHs JO3BOJUTH MOJIETTIUTH YIPABIiHHS
nam’ATTIO Ta CHPOCTUTH HAIMCAHHS MPOTPAMHOTO KOy OiJIbII BUCOKOPIBHEBUMHU

eJIeMEHTaMH, sIK QYyHKITIOHaJIbHE nporpamyBaHHs a6o npocynyTte OOII.

1.6 Ctan po3BUTKY y BITUM3HSIHIN Ta 3aKOpAOHHIH Hayui
VY BITYM3HSHIN Hayll (aKTUYHO BIACYTHIA PO3POOKH TAaKOro Kiacy 4epes
HAJ3BUYAHO BEJIMKY CKJIQJHICTh PO3POOKM Ta BIACYTHICTH HEOOXiTHOT 0a3u
TEXHIYHUX HaIpaloBaHb Ta 3HaHb. HaykoBi 3 TemMu 3-BUMIpHOI rpadiku Maibxe
BIJICYTHI YKpaiHCBbKOIO, a TpO(EeilHOI0 MOBOIO — 37eOUIBIIOrO MepeneyaTku
AHTJIOMOBHMX CTaTEH.
Buxosun 13 1p0r0, 1 KOPUCTYBABCS JKEpenaMu (ppaHIly3bKOk0, HIMEIIbKOIO
Ta aHTJIIICHKOIO MOBAMHU.
= David Lettier. 3D Game Shaders for Beginners [1]
Jlae movaTkoBI 3HAHHA 31 CTBOpPeHHsS miekaepiB y 3D-irpax, BKIIOYarOuu
OCHOBHM OCBITJICHHSI, TEKCTYPHHUX KapT Ta MOCT-00pOOKH.
= Khronos Group. GLSL Specification [2]
OdimiitHa moxymenTartist mo MoBi meiaepiB GLSL. OxpimM BuU3HaueHHS CHHTAKCUCY
Ta CEMaHTUKU MOBH, Ha CailTi € popyMm st 0OrOBOpEHHS POOJIEM 1 MOKHA JYKe
JETATBHO 03HAWOMUTHUCS 3 BUPIIICHHSIMH JISIKUX MPOOIeM
= LearnOpenGL. Advanced Lighting Techniques [11], [31]
[IponoHye mpakTU4YHI YPOKH 31 CKJIAJHUX TEXHIK OCBITJIICHHS, 30KpeMa e(eKT
bloom. Takox mictuts BcTyn 10 OpenGL Ha npukiami KoJIb0pOBOro TPUKYTHHUKA.
= NVIDIA GPU Gems. Efficient Soft-Edged Shadows Using Pixel Shader
Branching [18]
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Omnucye TexHIKy peaiizaiii M’SIKUX TIHEH 13 BUKOPUCTAaHHSIM PaHA0Mi30BaHOTO
CEeMILTyBaHHS B MIKCENBHUX MIeHIepax, U0 MiJIBUILYE SKICTh Tpadiku 6€3 BeTKOoi
BTpPaTHU MPOAYKTUBHOCTI. Ile Takok 3MEHIIIye BUTpaTH HEOOX1IHI JJI 30epiraHHs
KapTH TiHEH.

= Lisyarus. Point Light Attenuation [30]

CratrTs npucBsiYeHa MaTEeMAaTUYHINA MOJIEJI 3aracaHHs CBITJIA B1J] TOUYKOBUX JHKEPET.
Bxurouae ¢opmynu Ta mpukiand peanizaiii. BoHa Takoxx Hajae HOBY, BBEICHY
aBTOpoM (HOpMyJTy aTeHblOAllli, IKY BiH BUBIB €MITIPUYHUM HUISIXOM.

=  Wikipedia. Physically Based Rendering (PBR) [3]

V3aranpHenHs npuHuuniB PBR — meTony penaepunry, skuii BpaxoBye (i3U4HI
BJIACTUBOCTI MaTepiajiB 1 CBITIA s JOCSITHEHHsS QoTtopeanizmy. Takox
OTUCYIOTHCS IOTO HEAOJIKY Ta MepEeBar.

= Disney. Physically Based Shading at Disney [5]

OpauH 13 HaAOUTBII BIUIMBOBUX JOKYMEHTIB y cdepi PBR. Mictuth MaTeMaTuyHi
mozeini BRDF, ski BUkopucToByroThCs y cTyali Disney A meiaunry.

= Stack Overflow. SkyBox Unwrapping (Panorama — CubeMap) [19]
OOroBopeHHs1 METO/IB KOHBEpTAIlil maHopaM y KyOiuHi kaptu (skybox).

= Blockade Labs. Al Skybox Generation [12]

OwnnaitH-iHCTpyMeHT 1151 reHepaitii skybox-iB 3a monomororo 11 — xopuchuii
y IpOTOTUITYBaHHI a00 sik ;ukepeno HDR-kapr.

= Song Ho. Projection Matrices [29]

Onucye meroau ¢yHKUIOHYyBaHHs mpoekinid B OpenGL (oprorpadiunuii Ta
NEPCIIEKTUBHUM ), III0 KPUTUYHO IS TPABUIIBHOTO PEHICPUHTY CIICHH.

= Philipps-Marburg Universitdt. Graphics and Multimedia Programming

Lectures [16]
AKafeMIYHU Kypc, MPUCBSYCHHUN TrpadiyHOMY MNPOTPAMyBaHHIO, OXOTLIIOE

Teopito Ta npakTuky OpenGL Ta MyIbTUMEIIHHUX 3aCTOCYHKIB.
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PO3/ILJT 2. TEOPETUYHI OCHOBU CUMYJISIIIN ®I3UYHUX TLI

2.1 3araabHi BizoMocTi nmpo arr

2.1.1 BaactuBocTi aTT

HaiiBa)TMBIIIAM TYT € TIOHATTS aOCOFOTHO TBEPIOTO (3KOpCTKOro) Tina. Lle
MOJIeNIb, KA BHUKOPUCTOBYETHCS JMJI MPEACTABIEHHS TiJla: 3 HAOOPOM TOYOK
{P;,P, ..P,_41,P,} 1 neatpom Tina Po. Bincranp Bim Pi. mo Po. 3ammmaerscs
HE3MIHHOIO HE3aJIeKHO BiA TOro, siKi JAii BinOyBaroThes 3 TutoM. Hampuknan,
JTHIAHUN PYX, KyTOBUH pyX, 31ITKHEHHS 3 IHIIUMH TUJIaMHU TOIIIO.

Sk 3ragyBanocs paimie, 11 ATT Bu3HaueHo J1Ba TUIIU PYXY.
JIiHiitHMi pyX sBisie coOor0 mpocTuil pyx Bix Pj 1o Pj+1. Bin npencrasnenuit Takumu
BEJIMYMHAMU: IIBUIKICTH U, pamiyc-BEKTOp 7, NPUCKOpPeHHs d. Takox ixomi
JIOJTAIOTHCS 1 1HII MOX1AHI Bl pajilyc-BEKTOpa, K, HAIIPUKJIIAJ, PUBOK, ajie Yy MOil
MOJIeJIi PUCKOPEHHS BBAKAETHCA TUCKPETHOIO BETUYMHOIO.

KyroBuii pyx Habarato cknaaHimuid. BiH npeacraBieHudl KyToM ¢ Ta
KYTOBOIO IIBUAKICTIO M. J[J151 €eKTUBHOT pOOOTH 3 LIUM TUIIOM PYXY MOXKYTb OyTH

KOPUCHUMU TIOTIEPE/TH1 3HAHHSI PO KBATEPHIOHHU.

2.1.2 BuBeeHHsl piBHSIHb PYyXy

bararo 3agau 115 cumyJisnii (IMiTamiitHe MOJIETIOBAHHS ) MOYKHA PO3TJISTHY TH
sik 3aauy Komi (Initial value problem) — po3B’s30k nudepeHmiiHoro piBHIHHS 13
BIJOMMMH TOYaTKOBUMM KOHCTaHTaMH. Y BUMAAKY 13 MOCTYNMAJbHUM PYyXOM II€

piBHHHHH BUI'JIsI1a€ HACTYIIHUM YHMHOM:

_ — e . .
Vo, 4,5y — Bigomi 3HaueHHA

d2§ yields dzs
F=mZ T S5gG==2 (2.1)
dt? dt?

== fadt+7g (2.2)



22

S= [[fddt+vgldt+ S, (2.3)

TakuM YMHOM MU OTPUMAEMO 3HAYEHHS Y, Y Ta Y, 3aJI€KHO BIJl IOYATKOBUX
3Ha4YeHb. Y [bOMY BHUMAJAKYy MH KOPUCTYEMOCS aHAIITUYHUM PO3B’S3KOM, SIKUI
gacto HasuBaeTbes Verlet Integration(meron Crepmepa-Bepie) y BiamoBigHuX
okepenax. Moxe 31aTucs, 1o L€ YHIBEpCAIbHUM PO3B’SI30K, MPOTE SKIIO OyJe
CKJIaJiHa CUMYJISILIISA 13 PIBHSAHHSIMU B a0COIOTHUX 3MIHHUX, SIK HAIIPUKJIA[, CUCTEMA
OpYyXHH, TO CHCTEMa MOXE HETOYHO BiampaitoBatd. OcoOJIMBO CHIIBHO
NOTIPUIY€EThCS CUTYyalld, SKIIO B HAC HECTAOUTbHUN a00 CTaOLIBbHO BEJIMKUI KPOK
IHTErpyBaHHA. Y TakOMYy BHUINAAKy LEH METOJ IHTErpyBaHHsS IOYMHAE OLIbIIE
HaragyBaTH KBaJpaTU4HY arpokcumariiro. ToMmy y OUIbII CKJIAJHUX BUIAAKaX
BUKOPUCTOBYIOTbCS TMOKpall€Hl METOJIM I1HTErpyBaHHS a0o0 (IKCOBaHMI wyac

IHTErpyBaHHS 13 THIITUM TTOTOKOM.

M=1%0 (2.4)
FH=20=p (2.5)

L= [fdt+ws (2.6)

q = qo*G[[J B dt+ws]dt 1) (2.7)

oeq, = (% [ [ [ ﬁ dt + WO] dt, 1) e kBaTepHIOH 3 KYTOBOO HMIBHIKICTIO XYZ

Ta OJUHUYHOIO KOMIIOHEHTOI W. Moro nmoTpiOHO MOMHOXXHUTH, OCKIIBKU Oleparis

J04daBaHHA BU3HA4YCHA SAIK MHOXKCHHSA OJIA1 KBaTepHiOHiB.
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2.1.3 3naveHHsn iHepii
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(2.8)

(2.9)

(2.10)

Y Moili mporpami TEH30p I1HEPIi ampOKCUMYEThCS KyOoimamMu, M0 €

npuitHaTHUM g 3D irop. MokHa BHUKOPHCTOBYBATH 1HIII MNPUMITHBU a0o

BUKOPUCTOBYBAaTH 00X1J Oe3locepenHbo Tijna. Ajie s BBaXKaw, IO 1€ HE Mae

SHAYCHHA OJISI MOI'O BUITIA/IKY.



24

=0 & & 2 =0] 8 2
The inside of The inside of the

SHOF0C! De| the ball is ball is empty.
A zero—thick torus full
\7 K —
/ B
Iszz I=%m(A2+BZ) 1=§mR2 I=§mR2
P S

—
I
N =
3
=s]

WE
\
g

W8]

Z

I =

SHOF 02 el
A zero-thick torus

3
A

I = ~m(A2+B?)
12

™|

Pucynok 2.1 — Pi3Hi Tia Ta ix iHepirii [22]
Jnst Toro, mo0 OOYMCIUTH TEH30p 1HEpIli, HaM MOTpiIOHA TeopeMa IMpo
napajielibHI OCl, TaKOX BijoMa sik Teopema ['torenca-Illtaiinepa, omopHa To4Yka 1

dbopmyna as caMoro TeH3opa. Todka BiJIIIKy 00YUCTIOETHCS TAKUM YHHOM

p, = 217 (2.11)

Jie T — Maca, KT;
7 — paiyc-BeKTOp.
Teopema ['toiirenca-IlltaitHepa qonomarae HaM OOYHCIUTH BEKTOPH 1HEPIIii

T1JI, IK1 MalOTh 3MIIIEHHS BijJ TOJIOBHOI OCI.
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I, = Iy + md? (2.12)

ne I, — KiHIeBe 3HaUeHHs 1HepIIii, KI*M?;
Iz — tHEpis 00’ €KTa, KT M?;
d?— KBaspaTUYHA BiJICTaHb, M>.

Tenzop iHepIiii 00paxoBY€ETHCSI HACTYITHUM YUHOM:

Ixx _Ixy _Ixz
I=|-Ly L, ~—L, (2.13)
_Ixz _Iyz Izz

e Ly, Iyy, Ta [,, — TOJIOBHI MOMEHTH 1HEPIIii B3JIOBK OCEH KOOp/IUHAT,

|

xy1 Ixz, T8 [, — TOOYTKY 1HEPIIIi, AKi OMKCYIOTH PO3IOIiI MaCH BiJHOCHO

BIJIIOBITHUX IUIOIIMH.

Le = ZisoLilx] +my+ (v + 2°) (2.14)
Iy = ZisoLily] +my » (x* + z%) (2.15)
Iz = Xisolilz] +mix (x* + ¥%) (2.16)
Ly =m;*xx*y (2.17)
Ly, =m;*xxxz (2.18)
I, =m;xzx*y (2.19)
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1e X, Y, Z — 11e TPOCTO 3CYB 3a BiAMOBIHOIO BICCIO BITHOCHO T€OMETPUYHOTO
IEHTPY TPHUMITHBY, SKHH BHpPaxOByeMO. B HamoMmy BHMIaIKy TaKUM €

napaJsesenimne/i, M.

2.1.4 3aranbHi cuim

He Bukiukae 3quByBaHHS TOW (akT, IO 1 CHJIA, 1 KPYTHUM MOMEHT
MPEJICTaBISIIOTHCS 3-BUMIPHUMHU BEKTOPaAMHU.

Cuna — 1e BIUIUB, SIKUH MOKE€ CIIPUUMHUTH 3MIHY HIBUAKOCTI 00'€KTa, SIKIIO
BiH HE BPIBHOB)XCHUH HIIUMH CHJIAMH aHAJIOTIYHOI pupou [24]. MomeHT cuin
€ 00epTaIbHUM aHAJIOTOM JTIHIHHOI cvn [25].

Hac Takox WiKaBIATH pe3yJbTyloua cuja Ta pe3yJibTyrounid MoMmeHT. Lle
KOHIICMI[IsA, SIKa TMOJIErIIye MOJICTIOBAaHHA TaK, HIOM B TNEBHUH MOMEHT Hacy

IMPUKIIAJA€TbCA JIMIIC OJHC 3HAYCHHA KPYTHOI'O MOMCHTY abo crI.

Fret =Y F, (2.20)
Mper = X7, X Fl) (2.21)

ne F, — Cuna, siky Oyno npukianeHo ao Tina, H;
[leit MeToa BUKOPHUCTOBYE MIIIaHUK AOOYTOK Jii OOYUCIEHHS MPOCKIIIH,
OCKIJIbKU BIH HE 3aJIEKUTh BiJ PO3MIPHOCTI, Ha BIAMIHY BiA MIAXOAY 3 QYHKIUISIMH

sin abo cos.

2.1.5 Inmi cuim
Cuna HopManbHOT peaxiiii (IHO1 HopMalibHA PEaKIlisi OTIOPH) — CHUJIA, IO i€
Ha TUI0 3 OOKYy OMOpU 1 CHOpPSIMOBaHA TMEPIECHAUKYJSIPHO (IO HOpMAay,

«HOPMAJBHOY») 10 IOBEPXHI JOTHUKY.

Cuna tepts [24]
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F,=(F-N)N (2.22)
Cuna onopy moBiTpst [22]
ﬁ=_§*p*v2*s*cd*ﬁ (2.23)
[Migitomua cuna [22]
Fi:%*p*vz*S*Cl*ﬁ (2.24)

ne 1 — HopMaJIbHUN BEKTOP;
D — opT MBUAKOCTI;
S — myomIa MOBEpPXHi, M;
v? — WBKMAKiCTH B KBagpari, (M/c?);
p — IIBHICT NOBITPS Ha AaHili BUCOTI, Kr/M3,;

C; , C4 — xoedimieHTH MiIHOMHOI CHIJIH Ta a€pOIMHAMIYHOTO OTopy, 0€3po3MipHa.

2.2 O6podKka Kouri3iii
2.2.1 llpumiTUBY KOJIi3ii

He3Baxkarouu Ha Te, 1110 Maii’kKe HEMOYKIIMBO OOYMCIIMTHA TOYHE 31TKHESHHS JIUIS
T11 3 0araTbMa BEpIIMHAMHU Ta TPAHSIMU, TOCUTH JIETKO, K 3 TOUKHU 30py OOUHCIICHb,

TaK 1 3 TOYKH 30pY HAMKMCAHHS KOy, 3MOJICITIOBATU 3ITKHEHHS ISl OUIBII MPOCTHX

dhopm.
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BETTER BOUND, BETTER CULLING

FASTER TEST, LESS MEMORY

< < < & <&
(/(/Q/(//(/

SPHERE AABB OBB 8-DOP CONVEX HULL

Figure 4.2 Types of bounding volumes: sphere, axis-aligned bounding box (AABB), oriented
bounding box (OBB), eight-direction discrete orientation polytope (8-DOP), and convex hull.

Pucynok 2.2 — Tunu npuMiTUBIB Koumi3il [21]

IcHye Benmka pPI3HOMAHITHICTH MIAXOAIB A0 ampokcumaiii Tin. Jlo Hux
BinHOCAThC BPT, OBB, Cdepu tomno. S BUpIIMB 3yNMUHUTUCS HA OPI€EHTOBAHIN
kopoOui. OpientoBana kopoOka (Oriented Bounding Box) e npumituBoM yist
BU3HAYCHHS 3ITKHEHb, SIKA Ma€ po3Mipu, oOepTaHHSA Ta No3uui. Po3mip 1mporo
npuMiThBa craHoBHUTh: 3 * Float + 4 * Float + 3 * Float = 10 Float = 40 6aiiriB.

[Ilo € myxe moOpuM TMOEAHAHHSM TOYHOCTI Ta BUTpAT HA OOYMCIICHHS 1

30epiraHHs [bOr0 NPUMITHBA.

Tabmuis 2.1 — [opiBHSHHS TPUMITHBIB

Bukopucranus HIBuakKicTL
[Hpumitus CriIajHUKH
nam’aTi 00YHCTICHHA
Cdepa [MTozumis (3 floats) Haitmuama(Single
' 16 GaiiTiB _
+ Paniyc (1 float) distance check)
OpieHToBaHa Po3mipu (3 floats) Cepennss (OBB-
xopooOka (OBB) + OOepranns (4 OBB collision
floats) + TIlozwmmis | 40 GaiitiB requires separating
(3 floats) axis theorem)
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Onyxkina o0o0sOHKa

(convex hull)

M Touox (M x 3
floats) + F Ingexcis
(F x 3 integers) +

Jemmo MMOBUIbLHA

(Requires complex

algorithms

like

Ob6epranus (4
floats) + Ilo3wmis
(3 floats)

12(M + F) + 28| GJK, EPA, or SAT)

OalTIB

2.2.2 AlpokcHMANifA CKJIQTHUX 00’ €KTIB

[I1o6 BpaxyBaTu HEY3rOKEHOCTI, sIKI MOKYTh BUHUKHYTH ITPY BUKOPUCTAHH1

okpemux OBB, s mpencraBnsio MeTon ampokcuMarlii Oyap-sSKOi CITKH 3a

noromororo ¢ikcoBaHoi kimpkocti OBB. Bin BukopucroBye K-cepemni s

kiacrepu3aitii 1anux ta PCA.

Before K-Means

L e

A

CnD

Pucynok 2.3 — Bizyanizanis K-cepennix [26]
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Pucynok 2.4 — Bizyanizamis PCA [27]
Ile He myxe TuUmoBWi MeTon s 1€l 3amadi. Kpamoro ineero Oymno O
peaizyBatu ABIHKOBE PO3OUTTS IPOCTOPY, ajie MeH1 OyI1o 1ikaBo crpodyBatu PCA

B 111 HETUTIOBIM CUTYaIII1.

Pucynok 2.5 — PCA 3actocoBanuii 10 31-mozaeni
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Pucynox 2.6 — Anpokcumariiisi KOpoOKOI0

2.2.3 O0uucIeHHs peakuii HA 3iITKHEHHS

di3uyHa peaxilis po3paxoBYETHCS 3a JOTIOMOTOI0 IMITYJIbCHOTO METOIY

Vper = (111 —v3) + (W X1p) — (W, X13) (2.25)

] = = —(14+€e)(Vyer'n) (226)

1 - -
— (I N ((r xn) X))+ (I3 (2 xn) x72)))

B pesynbrari neskux HabIMKeHb, MU (HOPMYITY I OOUHCIICHHS 31TKHEHHS,
0 TAXOAWTH JUIsl HAIIMX TOTped MpU HEe3HAYHMX BUTpaTax 4dacy. Lle mosBoise

BUKOHYBATH OOYHCIICHHS y pealbHOMY Yacl.
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2.3 CumyJsiisi XBHIb

Sl BUpIIMB BUKOpHCTATU DPIBHSAHHS ['epcTHepa IJIsi MOJENIOBaHHS BOJIU.
XBumi I'epctHepa — 1e MaremMaTHyHa MOJENb, $SKa BUKOPUCTOBYETHCS B
KOMI'TOTEpHIH Tpadiill Ta GI3UIHUX CUMYJISLISIX 175 XBWIb Ha BOAl. BoHu 3pyuHi
JUIS. CTBOPEHHS PEAJTICTUYHOTO PYXY XBWJIb Y J0JaTKaX pEaIbHOTO Yacy, TAaKUX SIK

irpu, e obuKcIoBaibHa ¢(EeKTHBHICTh MA€ BUPIIAIbHE 3HAUCHHS [7].

X = x5 — A - cos(kxy — wt + @) - d,
F(Apkwted) =4y=y,+A-sin(kx, — wt+ ¢) (2.27)
Zy — A - cos(kx, — ot + @) - d,

Z

nep= (Xo Yo Zo) — mouyaTkoBa MO3HUIisl XBUII;
A — ammutiTy 12 XBUIII, M;
k = 2mA — XBHJILOBE YHUCJIO;
A — IOBXKHMHA XBHIII, M,
w = 2mf — kyroBa yacroTa, pan/C;
f —vacrora xBuni, I'1i;
t —gac, c;
@ — (azoBwii 3cyB, pan,
d = (dy, d,) — BekTop pO3MOBCIOIKEHHS XBIII.

st 61111101 peasiicTUYHOCTI KiJIbKa XBUJIbL MOKHA 00'€THATH.

X
y = Y F(4p kwt ¢d)[8] (2.28)

Z/ final

He A,p, k,w, t, @, d BiANIOBIIaIOTH MTONIEPEIHFO BU3HAUYCHUM Koe]illieHTaM 1

BEKTOpaM JIsl KOSKHOI XBHUJII.
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Xoua e HaOJIMKCHHSI XBHJIb 1 BPaxOBY€E XapaKTep PyXy XBHJIb, BOHO HE
3aJI0BOJIBHSIE BCl YMOBH 1 MOTpeOye TOAATKOBUX YIAOCKOHAJICHb ISl OUIBII

JIeTalIbHOI peaJizarii.

2.4 Orasij icHylOUMX NPOAYKTIB
YacTo cxoxi O10JI0TEKM BUKOPHUCTOBYIOThH JJIsi HAMCAHHS KOJYy BEJHKI

KoMmaHii. 3HU3Yy MOXXHA MPOYUTATH KOPOTKUW OIS MPOAYKTIB Ha IX OCHOBHI
BJIACTUBOCTI.

= NVIDIA PhysX
Po3po6uuk: NVIDIA
Tun ninensii: BSD, interpyetbes 3 pymrisimu (Hanpukian, Unreal Engine)
Kopotkuii ommc: PhysX — omun i3 HalimommpeHIimmX (Qi3WYHUX PYIIIIB, SKHIA
nigrpumye ATT, Komi3ii, CUMYJISII0 TKAaHUH, PIJIMH, YACTHHOK TOMIO. [ 0JIOBHOIO
NepeBaro0 € MOXKIIMBICTh anapaTHOTo npuckopenns 3a nonomororo GPU (CUDA).
Bukopucranns: Unreal Engine 4, Unity, Brmacui irpu NVIDIA, imkenepHi
CUMYJIAIIII.

= Havok Physics
Po3po6nuk: Havok (migposaia Microsoft)
Tun minensii: [Iponpierapua
Kopotkwuii oruc: Havok — koMepiidHuit hi3uaHUE Py, SIKUiH BHKOPUCTOBYEThCS
y Oarathox irpax. [lintpumye ATT, mM’ski Tina, KIHEMATUKY, 3ITKHEHHSI, TKAHUHH,
pinuHU. Mae Moy AJis aHiMarlii, TOBEIIHKH, pyHHYBaHHS 00'€KTIB.
Buxopucranns: Irpu cepiit Assassin’s Creed, Elder Scrolls, Halo, Uncharted. dyxe
no0pe maxoauThb st AAA-TIPOCKTIB.

= Bullet Physics
Po3po6nuk: Erwin Coumans (terep — Google)
Tun minensii: zIlib
KopoTtkuii onuc: be3komroBHuit (hi3udaHUM pyIIii 13 BiAKpUTUM KoAoM. [linTpumye
nuHaMiky ATT, M K1 Tis1a, TKAHWHU, KOJIi311, 00pOOKY TpaHCIIOPTHHX 3ac00iB. Mae

inTerparito 3 Blender, Unity, Panda3D ta iHmmmmuy.
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Bukopucranns: Blender Game Engine, po6oToTexHiuHI cUMYJIATOpH (HAITPUKIIA,
PyBullet), irpu 3 HH3bKHM O10KeTOM 200 1H]TI-pO3pOOKa.

= Jolt Physics
Po3po6nuk: Jlxkeiicon bek
Twun muensii: MIT
KopoTtkuii onuc: BucokonpoaykTUBHMM cydacHUM (i3muHMi pymiiid s
KOpPCTKOTUTOI  auHaMikk.  OpieHToBaHMid  Ha  BuUKopucTtaHHa  SIMD,
0araTonoTo4HICTh, 1HTErpamito B AAA-irpu. Ilo3uilionyeThest K anbTepHaTHBA
PhysX 1 Havok 13 BiAKpUTHM KOJIOM.
Bukopucrtanns: Ilounnae 3’gBisitucss B HOBUX npoekrax. [lomynsipHuid cepen
€HTY31aCTiB MPOAYKTUBHOTO TEUMILICIO.

= ODE (Open Dynamics Engine)
Po3poonuk: Russell Smith
Tun miuensii: BSD
Koporkuii omwmc: Crapimmii (Qi3uyHUNA pymiid 13 MATPUMKOIO KOPCTKOTLION
JUHAMIKH, KOPUCHMM Yy CHUMYJSTOpax 1 TEXHIYHMX TmpoekTax. Ilpoctmit y
BUKOPHUCTAHHI, aje MeHill TouHui, Hix Bullet un PhysX.

Buxopucrtanns: OCBITHI CUMYJISITOPH, ITPU 3 BIAKPUTHM KOJIOM.

®i3uyH1 pyuIi 3HAYHO CIHPOILIYIOTh CTBOPEHHS CHUMYJIALINA, 3MEHIIYHOYH
noTpedby B PYYHOMY MOJICNIIOBaHHI (i3MUHMX B3aeMojiid. Bemuki komrasii
obupatoth PhysX ta Havok 3a HamiiiHICTh 1 MOTYXHICTh, ToA1 ik Bullet Ta Jolt —

ONTHUMAJIbHI JIJISl BIIKPUTHUX, KPOCIIATGOPMHUX PIIIEHb 1 HAYKOBUX 3a/1a4.

2.5 CTaH po3BUTKY y BIiTYM3HSIHIN Ta 3aKOPAOHHII HAyLi
[3 po3BUTKOM KJIAaCMYHMX HayK y BITUM3HSHIM Hayll JEIIO Kpalle, ane s

BUKOPHCTOBYBAB JDKEpeia aHTJINACHKOIO JUIsl TOTO, 00 HE BTpadaTh CydacHUM
KOHTEKCT.

= Jakob Maier. Flight Simulation (Blog) [6]
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MicTuTh omuc CTBOPEHHS MOJEINI TMOJBOTY ISl CHUMYJIATOPA, BKIIOUYAIOUN
3aCTOCYBaHHS a€pOAMHAMIUHUX CHJI: TSra, OMip, MiJHOMHA CUIIA.
= Thomas R. Yechout et al. Introduction to Aircraft Flight Mechanics (Kaura)
[22]
AKasieMiuHe JDKEpesio, 0 po3risaae CTaTUYHY Ta JUHAMIUHY CTaOUIbHICTD,
a TaKO>X MOJIEN1 KePYBaHHS JIITAIbHUMHU anapatamMu. Jly»e KOprCcHe It CUMYJISIIT
asiari.
= Christer Ericson. Real-Time Collision Detection [21]
Posrnsnae ¢izuky B3aeMoiii Tijd, 31TKHEHHS, 31CKOB3yBaHHsI, 1[0 KPUTUYHO
JUTsL (P13UYHOTO PYILIS.
=  Wikipedia. Force, Torque (Crarti) [24], [25]
Berym 1o 06a3oBHX TMOHATH CHJIM Ta MOMEHTY CHJIHM, SKI TIPSMO
BUKOPUCTOBYIOTHCS B CUMYJISIIIAX AUHAMIKH T1JI.
= Javalab. Moments of Inertia [23]
[HTEpaKTUBHE TOSCHEHHS MOMEHTY I1HEpIlii, 0 € OCHOBOTOJOXXHHUM TPH
oOepTaHH1 TUT B PI3UYHUX CUMYJISAIIISX.
= Jocelyn Frechot. Realistic Simulation of Ocean Surface Using Wave Spectra
[9]
AkaziemivHa mparis, 10 BUKOPUCTOBYE CIIEKTPaTbHI MOEII (HAMPUKIIAT, CTIEKTP
[Tiepcona-MockoBHIIa) ISl MOJETIOBAHHS BEJIMKOMACIITA0OHOT TMHAMIKU OKEaHy.
= Max madblade. Vertex shader implementation of Gerstner waves [17]
[IpakTuHe 3acTOCYBaHHS XBWJIb [epcTHEpa, KIACMYHOTO METOMY OIHUCY

NEeploIMYHUX XBUIIb y (13Ul OKeaHy, aAanTOBAaHOrO 10 BEPIIMHHOIO HIeiaepa.
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PO3ALJI 3. PEAJIIBALIA IOCTABJIEHUX 3AJTAY

3.1 Komm’otepHa rpagika

3.1.1 HasamuTyBaHHS NMPOEKTY

Bcim  momatkom  kepye  Apache Maven (v4.0.0). Ile cmpuse
KpocrutarhopMHOCTI  JoJaTka. BukopucToByroun pom.xml, MoxkHa HajgaTH
cneuudiuni s maatgopmu BiacHi Ta ctannaptHi JAR-¢ainu abo apredaxtw,
po3milieHi Ha BamoMy komi’totepi ado B Maven Central. Ha mpomy erami

M1IKITI0YAI0THCS BC1 PO3MIMPEHHS, 010,110TeKH (PI3UKU Ta KOPUCTYBAIIbKI KIIACH.

3.1.2 BukopucranHs pecypciB

{06 pO3KpUTH 1110 TEMY, IOTPIOHO ONTMCATHU BC1 TUIN PECYPCIB, AKI Iporpama
OyJe BUKOPHUCTOBYBaTHM 1 SKMMU BOHa Oyjae kepyBaTu. Koken pymiit 3D-rpu
NMOBUHEH BUKOpUCTOBYBaTH 3D-moneni. BoHu mnpeacTaBieHi B OCHOBHOMY
daitnamu Wavefront Obj. s cienundikartist IAPOKO MiATPUMYETHCS 1 € 3BUYANHUM
TEKCTOBHUM (haiiyioM, TOMY il JIETIIe BUKOPUCTOBYBATH, aHAII3yBaTH, BUIPABIISATH
TOIIIO.

[To-apyre, BiH NOBHHEH MiTPUMYBATH 3aBAaHTAXKEHHsI TEKCTyp. Tourmaline
nigtpumye 2D 1 3D Tekcrypm, mpeacraBmeni GL_TEXTURE 2D 1
GL_TEXTURE_3D  BigmoBimHo. Xo4y  MAKPECIUTH, IO  BaXJIUBO
BUKOPHCTOBYBAaTH PI3HI TUIHM JaHUX JUII C€KOHOMIi mam’aTi Ta 3a0e3nedcHHs
JIOCTaTHBOI JleTaizailii, mob 3poOUTH BUBiT OapBUCTUM 1 HECTTOTBOpEeHUM. [[0 HHIX
BimHocaThess GL_RGB8F, GL_RGB16F, GL_RGB32F ta 6ynp-sxi iH111 10CTYITHI

THIIN.
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© Material

o boolean bufferUpdated

o int buffer

o ByteBuffer materialBuffer

o Map<5tring, Double= physicalProperties
o Map<5String, Texture=> pbrMaps

o Map<String, Vector3f> colors

Material()

void addProperty(String name, Double value)
void addMap(String name, Texture texture)
void addColor(String name, Vector3f color)
void use()

void compile()

void close()

void loadMatLib{EnhancedMTL mtl)

void updateBuffer()

@

Heo oo 0

uses references oads data from

@ Shader
= : ©EnhancedMTL
o static final int ALBEDO_MAP_BINDING
@ Texture o static final int NORMAL_MAP_ BINDING o float roughness
o static final int ROUGHNESS MAP BINDING o float metallic
e void use() o static final int METALNESS_MAP_BINDING o float opacity
o void assemble() o static final int EMISSION_MAP_BINDING o float emissive
o static final int AMBIENT_OCCLUSION_MAP_BINDING o Vector3f diffuse
o static final int MATERIAL BLOCK

Pucynok 3.1 — UML-ngiarpama kinacy marepiaia

[[lo6 3abe3nmeynTH IMIBHUJKE 3aBAaHTAXEHHS  PECypciB, HEOOXITHO
BUKOPHCTOBYBAaTH METOAM MapajeIbHOTO TPOTPaMyBaHHS. Y MOEMY BHITAJIKY
3aBaHTaXCHHS BiOyBaeThCs oaHOYacHo(concurrent) — BuxopucroByeThes fixed
worker pool, sikuii po3aiieHui Tak, MO0 cucTeMa MOoTja OOpOOJIATH Pi3HI TUIH
naHux ojHoyacHo. KoxkeH 3aBaHTakeHUM OO'€KT mpeacTaBieHUi iHTepdeicom,
kUit 00po0sie aitn 1 3MiHIOE cTaH 1bOro 00'ekTa. [licns 3aBaHTaXKEHHS 00'€KTH
EnhancedLoadables xommimorotecst abo 30uparoThesi. Uepe3 OIHOMOTOYHY
apxitektypy OpenGL HEMOXIWBO 3aBEpIINTH 3aBaHTXEHHS 00'€ekTa B
HeocHOBHOMY moTtoiii. Ile omna 3 mpuuwmn, womy Vulkan crtpiMko HaOupae
nonyJisipHicTk. [licns nuporo 3D-Mozens 30upaeThest B H-apHE IEPEBO, KE 3a3BUUal
sBisie c00010 00'eKT 3 OaraTbMa rimkamu. Llei T 103BoNMMB O MEHI BUKOPHUCTATH
JesKl TiepeBaru, Taki sK mepemada TpaHchopmaliiii Mojeiai BHHM3 IO JIEPEBY.
Hanpukian, notsar pyxaerbcs, 1 BCl BaroHu, 110 CIIIYIOTh 33 HUM, aBTOMaTHYHO

pOOJISATH T€ K caMe, HaBiTh SIKIIO0 BOHU MAalOTh OKpEMi MaTpHIIl.



38

Takwuii BeTukuii IpoeKT moTpedye 6arato iHPpacTPyKTypH I HOPMAILHOTO
¢yHKmionyBanHs. OIMH 3 TakuX eJIeMEHTIB OyB peanizoBaHmii Ha Python. Miii
nonaTok npornomarae mobOyayBath HDR-ckaiitbokc, BUKOpHUCTOBYHOUHM CHEpPUUHY

MIPOEKIIO.

Pucynok 3.2 — Ilanopama mst IBL

Pucynok 3.3 — Ckaitbokc
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Hns ctBopenns nmux HDR-kapt Oyno BukopuctaHo cepsic st reneparii [II-
ckaitbokciB [12]. ITicas 11bOro BOHM IITSTHCS HA OKPEMi MOBEPXHI KyOa At TPhOX
pizuux kapt: Skybox, radiance, irradiance. BoHM BHKOPHCTOBYIOTHCS B

O0OUYHMCIICHHSX N1ajli 1 BUTIISIAI0Th HACTYITHUM YHHOM:

Default Faces

Face 1 Face 2 Face 3

Face 6

Pucynok 3.4 — IloaineHi noBepxHi

Irradiance Faces

Face 1 Face 2 Face 3

Face 4 Face 5 Face 6

Pucynok 3.5 — Ilogineni noBepxHi




Radiance Faces

Face 1 Face 2 Face 3

' .

Face 4 Face 5 Face 6

Pucynox 3.6 — IloaineHi noBepxHi

Pexomenmyerscsi BukOpHcTOBYBaTH Kiac AutoLoader. Bin pekypcuBHO
00X0JUTh yCi JTUPEKTOpIi 1 3aBaHTakye Mojeii y Burisiai kiaaciB MeshTree ta

TEKCTYyp y Marepiaiax. €1uHa yMoBa — MpaBUiIbHI IMEHA (paiiiiB.

= F16_Elevator.obj
v [ F16_glass
= F16_glass.obj
F16_glass_Albedo.png
~ D F16_Rudder

= F16_Rudder.obj

F16_albedo.png

F16_ambient_occlusion.jpeg
F16_metalness.png
F16_normal.png

F16_roughness.png

Pucynok 3.7 — Ctpykrypa daiiiB Mmoaeni
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MoskHa BKITIOYATH MIiAMOJIENI, OCKUIBKH Talka OOXOIUTHCS PEKYpPCHBHO.
Bonu 3aBaHTaXyIOTbCA SK JOYipHI €IEeMEHTH MOJIENI, po3TamoBaHoi Buie. Kiac
MeshTree micTuTh QyHKIIIFO, IKA TO3BOJIIE KOPUCTYBAILbKE BUKOPHUCTAHHS — MOYKHA
3po0OUTH T0AATKOBY OOPOOKY 3a JOMOMOTOI0 (DYHKIIIOHAIBHOTO MPOTpaMyBaHHS Ta

MO 1a-(pyHKITIH.

public void traverse (Consumer<Mesh> action)

(
MeshTree node = this;
List<TreeNode<Mesh>> list = node.getChildNodes /() ;

if (node.getNodeValue != null)
action.accept (node.getNodeValue
if (list != null
for (TreeNode<Mesh> meshTreeNode : list
MeshTree) meshTreeNode) .traverse (action) ;

Pucynoxk 3.8 — MeToa pexypcuBHOTO 00X0/ Ty MOJENi

HpI/I6J'II/I3HO TaK 1€ MO>XHA BUKOPHUCTOBYBATH.

public void draw ()

traverse (Mesh: :draw) ;

Pucynok 3.9 — OyHkI1ioHaTbHE BUKOPUCTAHHS METOTY 3BEPXY
OOroBOPIOIOYN PEHACPUHT, BAXKIIMBO 3TraJIaTH TIPO BIIKIAICHUNA PEHACPUHT 1
MOPIBHATU HOro 3 MNpsMHUM peHaepuHroM. PBR-koHBeep penaepunry moske
BUKOPUCTOBYBaTH obunBa miaxoau. OnHak, BukopuctoByroun G-Buffer, konBeep
OTpUMY€ HabaraTo OiJIbIIe MOKIUBOCTEH 1j1s1 TocT-00pobku. G-Buffer nossossie
BUKOPUCTOBYBATH PI3HI 3HAYEHHS, TaKl SIK MOJIOKEHHs, 0a30BUI KOJIIp, HOpMA,

JUTSL pI3HUX TEKCTYP.

Tabmuus 2.1 — TopiBHSHHS BUJIIB PEHIACPUHTY

Kpurepiii Binkinagenuii HMpsamuii

CnoxuBanns nam’siti | Bucoke (Uepes Bukopucranus G-0ydepa) | Huszbke




3akinueHHs tadmumi 2.1
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Kpurepii Binkaanenui Hpsamui

MacmraboBaHicTh Bucoka (EbexturHo | Huspka  (CuimbHO — majae
Ipaiioe 13 JUHAMIYHUM | IPOAYKTUBHICTD 3 BEJIMKOIO
OCBITJICHHSIM) KUTBKICTIO JIXKEpes CBITIIA)

CkiaaaHicTh Bucoka (6aratopiBHenuii | Husbka (mpoctuit koHBeep,

peaJtizamii KOHBEED, CKJIQJIHI | CTAaHIAPTHI MeHaepH)
nIerepm)

Pobora i3 mpo3opicTio

Cximagna (Yepes Te, mo y

[Mpocta (3Mimrye KOJILOPH

G-0ydepi 3ammcaHo | 6e3 J0JTAaTKOBUX

JIMIIIE OJIMH IIIap) HaJIaIlITyBaHb)
PoGoTa CxitagHa (ITotpioHo | [TpocTa (BOymoBanuii
3rJ1aUKYBaAHHS caMOMY TIHCaTH) anroput™M MSAA)
MacmradoBaHicTh HaGarato kpama Ta He | [loripuryerscss i3 OUIBIIOIO
cBiTJIa 3aJIEKUTH BIJl TEOMETPIi. | KIJIBKICTIO 00’ €KTIB
CkaagHicTb CxnagHim JIeTKO pO3MIMPIOETHCS, alle
MarepiaJjiB PO3IIUPIOETHC, aje | MOXxe IIPU3BECTH 10

IpaItoe YHiBEpCAIbHO

XA0TUYHOT'O KOy

IMocT-00podKa IIpocrta HemoxxuBa 6e3 10/1aTKOBUX
Oyepin

CkaaaHicTs Bucoka Hwu3bka

HIeHIepHUX NPOorpam

By3bki Mmicus [Iponmyckna  3parHicTh | OOpoOKa TOYOK Ta MOTraHa

nam’siti Ta G-bydep

MactadoOBaHICTh

Jledarinr

B ckimagauin

binbm npoctuii

VY miacymKy s BUpIIIMB oOpaTH came BiakIajeHuil rpadiunuii KoHBeep, 060

fioro nepeBaru € OUTBII 3HAUYIIUMU, aHIK HEJOJIKH, SIK1 BIH IPUHOCUTD.



@ MeshTree

o MeshTree(List<TreeMode<Mesh==> childNodes, Mesh nodeValue, String nodeName)
o void forwardTransform()

@ void setPosition(Vector3f position)

o void draw()

@ void setShader(Shader shader)

o void compile()

o void traverse(Consumer<Mesh> action)

e Vector3f getPosition()

o Quatemionf getRotQuaternion()

o void setUpdated({boclean updated)

© Mesh

e void setPosition{Vector3f position)
o void setRotQuaternion{Quaternionf rotation)

@ TreeNode

]

o void setScale(Vector3f scale)

o void setShadowScale(Vector3f shadowScale)

o List=TreeNode<T==> getChildNodes()

e T getNodeValue()

o void draw()
o void setShader(Shader shader)

e void compile()

e Material getMaterial()

e Vector3f getPosition()

e Quaternionf getRotQuatemion()
o void setUpdated(boolean updated)

@ Shader

o void use()

@ Material

@ void compile()
Pucynok 3.10 — UML-niarpama MeshTree
@ Mesh

o Map<String, VBO> map
o Vector3f pivot

o Vector3f position

o Vector3f scale

o Vector3f shadowScale

o Quaternionf rotQuatemion
o Material material

o Shader shader

o boolean updated

o boolean noCull

o boolean enableBlending
o float[] model_matrix

o Mesh()
o Mesh(5tring name, Map<5tring, List<?=> params)
o void load(String path) throws IOException
o void draw()
o void compile()
o void close()
- “| @ Mesh clone()
p m Integer[] getFaces(String line)
- m Float[] getFloatValues(String line)
- m void lib_load(String path)
- = Vector3f convertVec(AlVector3D vec)

- T
- s I
- /
- I

/
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43’/ Y~

@ Loadable

® Drawable

v

@ Closeable

o void load(String path) throws IOException

e void draw()

o void compile()

@VBO ©Material

©Shader

o void close()

Pucynok 3.11 — UML-giarpama Mesh
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3.1.3 JKurreBui HUKJI J01aTKA
Ils Omok-cxema BimoOpaxae >XUTTEBUH LMK Moro mpoaykry. Ilicis
1HIIiai3amii MA MOTPAIIIEMO B OCHOBHMU ITUKIJI, IKWW MOCTIMHO BimoOpakae 3D

Moeli, eheKTH Ta eIeMEHTH iHTepdercy.

/Tl;\
e .
[ suecessror— (ED
N
hd
N
M_(/" IF . R
et (84
o

- \\
SR
—~ SUCCESSFUL -
“\//

Pucynox 3.11 — XXurtreBuii mukII

['onoBHE BIKHO TMoO3HaAYaeThes aHoTarien @OpenGLWindow, moaibHo 10
SpringBoot, i po3mmproe BasicWindow.

[Ipomec Bizyamizaiii HEMOXJIUMBHUM Oe3 BUKOpUCTaHHS Kamepu. Kamepa
BU3HAYA€ MATPHUIIl TPOEKIIiH, KI BUKOPUCTOBYIOThCA ¥ po3paxyHkax GLSL. Icaye
JIBa TUITH MIPOEKIIiM, K1 sl Oyly BUKOPUCTOBYBATH: MIEPCIEKTUBHA Ta OpTOrpadiyHa
[29]. Knac kamepu 3abe3neuye GpyHKI[IOHAIBHICT, HEOOXIIHY IS MOOYAOBH IIUX

MaTpHIlh, 30epiraroyuu MoJIOXKEHHS, 00epTaHHS Ta TOUKY (HOKYyCY;
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o Matrix4f projectionMatrix

o Matrixdf viewMatrix

o Matrix4f invertedViewMatrix

o Matrix4f previousViewMatrix

o final Vector3f positionDifference
o Quatemionf quaternionf

o Vector3f position

o Vector3f focus

o Camera(Vector3f pos, Vector3f focus)

@ void loadPerspectiveProjection(float fov, float aspect, float far, float near)

@ void loadOrthographicProjection(float left, float right, float bottom, float top, float zNear, float zFar)
e void loadViewMatrix()

@ void setPosition(Quatemionf quaternion, Vector3f position)

e void setViewProjectionMatrix(Shader shader)

o void setShadowViewProjectionMatrix({Shader shader)

o void update()

updates matrices /has has manages transformations

© Shader

o void use()
e int getProgrami)

©Vector3f ©Quaterni0nf ©Matn’x4f

Pucynox 3.12 — UML-niarpama kmacy Camera

3.1.4 leiinepu glsl

JUIst 1bOro TUIY OOAATKIB ICHYe O€3Jly WIeWJIepHUX Mporpam. 3a3BUYaid
mieiep ckianaerses 3 2 ¢ainis (hparmeHTapHuii Ta BepmuHHNN ). O00B'I3K0BOIO
YAaCTUHOIO HAIIOT0 KOHBEEpA € BIAKIAJCHUN IIeiaep, KOMOIHYIOUUN Imieiaep Ta
meiinep mnoctoOpoOku. Illeiinep BinoOpakeHHs TiHEH TpPU3HAYECHUA s
BiloOpakeHHs TiHeH. s crenedekTiB, Takux sK UM, BUOYXH Ta JUM, MOKHA
BUKOPHCTOBYBATH HIeHIep creliaJbHUX ePEeKTIB.

[Iporpama BiAKIaACHOTO MICHIepa OOYUCITIOE NEsKI 3MiHHI, HEOOXIIHI JJIs
MOAJIBIIIOTO PEHJICPUHTY, BUKOHYE TEOMETPUYHI Omepailii, 00YUCII0e HOpMaJIbHI
BEKTOPH, AKIIIO MOTPIOHO, 1 Mepeae ix y BUIIISAL KapT (TEKCTyp) Ha HACTYITHUM eTan

— KOMOiHyIOYOMY IIeiaepy.
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= 3) uniform
uniform mat4 5 ﬂn;{
uniform mat4 : float
float
rm bool . float
i int i float
Start orm float IS
! Set Uniform Variables
Initialize Shadow
camera_direction Position
Pass Set Start Reflection and
InputCoords gl_Position Specular
Albedo and Calculation(for
Calculate Metalness cubemaps only)
model_position Handling
] l Final
B Normal and — Environment
YES‘"‘iS.WaI,eF"T\J] Roughness Calculation
o :
Handlini
Calculate D g = 0) out highp vec3
e Compute |
Positions -
" Normal Emlss_lon
T — End Handling
Compute position Fresnel and
and bitangent Diffuse End
Component
Calculation
deferred_vertex.glsl deferred_frament.glsl

Pucynox 3.13 — biiok-cxema BiJIKJIaJIeHOTO IIeiiepa
KoMOinytoul meigepu 00UUCIIIOITh OCBITIEHHS Ta BUKOPUCTOBYIOTh KapTH
TiHeW s opMmyBaHHS oOcBiTIeHHS BimmoBimHo g0 PBR. Skybox-mreiinepu
BUKOPUCTOBYIOTBCS TICS BIAKIAACHUX IIeiaepiB 1 MamooTh skybox, saxuit
BukopuctoBye HDR-daiinmn, mo0 3a0e3neuntd 4yAoBHA AOCBiA ISl BIACHUKIB
HDR-MoniTOpIB 1 320€3Me4y€e TOUHICTh, SCKPABICTh 1 THYUYKICTh 300pakeHHS. Y
KIHI[l pO3POOKHM 51 TAaKOX JI0AaB IICHaAEp A TPO30PUX MOJACINIEH, 1100 MOKpaITUTH

B1JI0Opa)KE€HHS MPO30pUX 00’ EKTIB.
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= 0) uniform sampler2D
uniform s.

Uniform Variables

= 9) uniform sampler2D

Start

Initialize
camera_direction
l for i =0; i < number_dirLights;
et Compute
gl_Position pi
ComputeDirLight Screen Space
: Reflections
End Compute
Threshold
Values
(location = Q) fragment;
(location = 1) bloom; End
combine_vertex.gisl combine_frament.glsl

Pucynox 3.14 — briok-cxema 00’ €IHyr0UOTO TIeiaepa
[eiinep mocTOOpPOOKH BUKOPHUCTOBYETHCS JUIsl HAKIAJAaHHS JIOJATKOBUX
edekTiB. BiH mpartoe 3 TekcTypamu, K1 BiJoOpakaroTbCs Ha MPOCTOMY KBaJlpaTi.

S BuxopucToByto Horo st FXAA 3rnamxkyBaHHs 1 01ymy.
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layout ( =0) in vec2
layout ( = 2) in vec2 w
Start Start
v
l Compute
Pass Bloom
InputCoords }
1 Perform
set FXAA
gl_Paosition l
Cast
Gamma-Correction
layout ( =0) out
highp vec4 ;
End
End
postprocessing_vertex.glsl postprocessing_fragment.gisl
= 0) uniform sampler2D
= 1) uniform sampler2D
Uniform Variables

Pucynox 3.15 — briok-cxema mieiiaepa moctoopooku
[eiinep crieniepexTiB BUKOPUCTOBYETHCS I TAKUX €(PEKTIB, SIK peaKTHBHUMN
noTik a00 BuOyx. BiH Moke OyTH BUKOpUCTaHUH J71s1 Oy Ab-SKOTr0 €()EeKTY Ha OCHOBI
3/-memy. Lleit meinep HE MIAXOAUTH 1Ji1 €(PEKTIB Ha OCHOBI YAaCTHHOK, alie

KOPHUCTYBa4 MOXe Horo MoaudikyBaTH.
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layout( =0) in vec3
layout( =1)in vec3
Start uniform mat4 Start
uniform mat4
uniform mat4
Intialize E—— Int!allze
variables variables
uniform float
uniform int
SWITCH ] ] SWITCH
Uniform Variables
effectType effectType
|
X JCASE.
_CASE. .fe{S - r*-h_Yes-pmcessJetStream
JetStrea l‘i»1—Yes-pu:cacessJetStre«eu:1
IN INo
0
C'f\ISE EASE., Yes—precessExplosien
Exolison— YeS—PrecessExplosion Explison P
xplison B
INo
e CUSTOM
cusToM by —Yes—processEffect—
b; — rocessEffect— CASES
‘cASES T YeS R I
= ayo =1) out
- i End e ot agcol:
End
specialeffects_vertex.glsl specialeffects_fragments.glsl

Pucynok 3.16 — brok-cxema mielizepi crieredekTin

3a 3amoBuyBaHHsM GLSL ne miarpumye aupextuBy #include [22]. 3 miei
MPUYMHH 5 pealli3yBaB MPENpPOLECcOop, SKUN NIATPUMYE 3aroJ0BH1 (ailiv Ha KIITaIT
GCC a6o Clang.

KoskHa mporpama moBUHHA MaTH AUPEKTUBY #Version. Bona Bu3Havae Bepcito
GLSL, sKy BM BUKOPHCTOBYETE, 3a sIKOIO ciiaye nmpodinb (core/compatibility). ¥V
Moemy Bunajaky e 460 core. Kop meiiiepiB KOMIOHYETHCS 1 KOMITUTIOETHCS 11T 4ac
BUKOHAHHS MPOTpamMu 1 MOke OyTH BiJpenaroBaHuii abo MOKpaIIeHUN KIHIIEBUM

KOpHUCTYBAa4YCM.

3.1.5 BnpoBaa:KeHi aaropuTMu

3.1.5.1 OcBiTyiennst Ha 6a3i hdr-kaprt
300pakeHHsI IEMOHCTPYE, IK MO1 LIEHAEPHI TPOrpaMu peani3yroTh (pi3uuHuN

PCHIICPUHT, YCIIIIHO BHKOPHCTOBYIOUM MHOXXHUK Frensel, posmomin GGX mnus
mikpodacernoi momem, SChilckGGX mist reoMeTprYHOr0 MHOKHHMKA, a TaKOK

BDRF, nonepeanbo o0unciieHa 1 BAKOPHUCTaHA SIK TEKCTYypa.



Pucynox 3.18 — BinoO6paskacHHsI TiHEH
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o1

Start Start

!

Compute Bias

GenShadowMap

IF-SAMPLED_DEPTH <
“- CURRENT DEPTH-~

Return

Cast Shadow Samples++ AveragedShadow

Shadow+=sample

— End

End

ShadowMapping Percentage Close Filtering

Pucynok 3.19 — briok-cxema airoputMmy BigoOpaxeHHs TiHEH
AnropuTM Bi0OpaXeHHs TIHEH MOJIATae y CTBOPEHHI KapTH TIHEH y cUCTEMI
KOOpJIMHAT CBiTIIONpOocTOpy. BoHa 30epiraeThes B 00'exTi ppelimOydepa. Ha erami
KOMOIHYBaHHS BOHAa BHJUIIETBCA 3a JOMOMOTow (QiabTparlii Ta 3CcyBy, 00
3a0e3MeuynT OUIbII YKMCTE BI1OOpa)KEHHA TiHEW. 3HAYEHHS TJIMOMHM HapeuTi
MOPIBHIOETHCA 3 MOTOYHUM 3HAYEHHSM TJIMOWHU, TMEpPEBEICHUM Yy CBITIOBUI
npoctip. Pe3ynbrar 3MeHIye sCKpaBiCTh MOTOYHOTO (parMeHTa i, BIAMOBIIHO,

BIJIKUJIA€ TI1HbD.

3.1.5.3 Edexr 6,1rym (bloom)
Lleit edexkt mpocTto 00’€aHYE OCHOBHY KapTy KOJBOPY 13 0OpOOJIEHOIO

KapTOIO: BUMILISIOTHCS HAHOUIBII SICKpaBl 30HU Ta PO3MUBAIOTHCHA.

WITHOUT BLOOM WITH BLOOM

Pucynok 3.20 — ®insrp Bloom [11]
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3.1.5.4 BinazepkaJjieHHs1 Y eKPAaHHOMY MPOCTOPi (SSr)
L{s TexHiKa € TOCUThH CKJIAAHOIO 1 4YaCTO BUBYAETHCS HA MPOCYHYTUX Kypcax

KoMITFoTepHOiI rpadiku. Bona wacto acomiroetsest 3 Unity3D a6o Unreal Engine, mo

poOuUTH ii aTpUOYTOM AOPOTHUX 1 «TOPOCTUX» MPOAYKTIB 1 PIIICHb.

Complex Example - o %

Pucynok 3.21 — BinazepkaneHHs y eKpaHHOMY TIPOCTOPi

B complex Example - o X
V Syst

Pucynok 3.22 — BinnzepkaneHHs y eKpaHHOMY ITPOCTOpi

Bin BUKOpHUCTOBYE ONTHMMI30BaHHWM 1 HAOIMKEHHH aJIrOpUTM TpacyBaHHS

NPOMEHIB, KWW Ha3uBaeThes ray-marching. Ilpoxoasuu Oydep rmbuHU, MU
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OTPUMYEMO BIIOWTTS BiJl METAJICBUX a00 BIJOMBHUX MMOBEPXOHD (HATIPHUKIIA/, BOIH)

[10].

3.1.5.5 HanamryBaHHA JKepeJ1 OCBITIeHHs

B Complex Example

Pucynox 3.23 — JKoBTe TOUKOBE OCBITIICHHS

3.1.5.6 Tunu po3mMuTTS

Pucynoxk 3.24 — Gaussian Blur
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3.1.5.7 PeniepuHr Boau

Pucynox 3.25 — Pennepunr Boau

3.1.5.8 Inwii edexTn

S 3anpoBanuB Pi3HI METOJIU JI1 BUKOPUCTAHHS PI3HUX KOJIBOPOBUX MPOCTOPIB
y nonaTky. Skmio Oyae moTpiOHO, iX MOKHA BUKOPHUCTATH.

= Greyscale

= YCbCR

= CMYK

= HSV
Takox s po3poOMB METOIU ISl BUKOPUCTAHHS PI3HUX IPAJIEHTIB.

= JliHiHUN

» PamanpHui

» Koniunnii (KytoBuii)
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Types of Gradients

’ .

Linear Gradient Angular Gradient Radial Gradient Diamond Gradient

S, S/

Pucynok 3.26 — Tumu rpamientis [13]
byno peanizoBano aBa Buinu crieuedexrtiB. Bonu Oynu BUKOpPHUCTaHI B

mreiepi crenedeKTiB A7 IMiTallii peakTUBHOTO TIOTOKY Ta BUOYXY.

Complex Example = o) &

Pucynok 3.27 — BuOyx Ta peakTUBHHI CTPYMIiHb
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3.1.6 O6podka BBOAY Ta BUBOAY (i/0)

VY CBITI iCHY€ BeJM4e3Ha KUIbKICTh MPUCTPOIB BBOAY-BUBOAY s irop Ta [1IK
3arajoM: CEHCOPHHUH eKpaH, JPKOUCTHK (KOHTPOJIEp), MUIIIA, KaBiaTypa, pyJIbOBe
Kosieco. Miif pyiniii miaATpuMye omnepallii BBOIy Ta BUBOAY 3 MHIII Ta KiaBiaTypH. |
JTIO3BOJISIE BITHOCHO MPOCTO MOJMU(IKYBATH MOTO ISl MIATPUMKH PI3HUX THIIB 3a

noTpeou.

3.2 Cumyasuis ¢izuxu

© InertiaCalculator

o static Vector3f centerOfGravity

o static Matrix3f getinertiaTensor(List<InertiaPrimitive> inertiaElements, boolean precomputed_offset)

I
|
|
lUSES
|

Y
@ InertiaPrimitive

@ Vector3f getPosition()

o float getMass()

o Vector3f calculatelnertia()

o void setOffset(Vector3f offset)
e Vector3f getOffset()

Pucynok 3.28 — UML xnacy Inertia Calculator
[eit knac no3BosiE OOUMCTIOBATH TEH30p 1HEpUli. Lle KpUTUYHO BaXKIMBO

JUJISl CTBOPEHHS CTaOUIBHOT CUMYJISITII.

@ BoundingBox

o Vector3f halfDims

@ BoundingBox(Vector3f position, Vector3f halfDims, Quaternionf quaternion)
e boolean checkCollision{CollisionPrimitive other)

m float getProjectionRadius(Vector3f axis, Matrix3f rotationMatrix)
m boolean testAxis(Vector3f axis, BoundingBox other, Vector3f t, Matrix3f rotationA, Matrix3f rotationB)

extends

(© CollisionPrimitive

@ Vector3f getPosition()

o Matrix3f getRotationMatrix()

o void setPosition(Vector3f position)

@ void setQuaternion(Quaternionf quaternion)

Pucynok 3.29 — UML xnacy Bounding Box
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(©) RigidBody

o static final float MAX_ANGULAR_VELOCITY

o static final float MAX_VELOCITY

o static final float EPSILON

o CollisionPrimitive collisionPrimitive

o float mass

o Vector3f position, velocity, acceleration, angularVelocity
o Vector3f netForce, netTorque

o Matrix3f inertia, inverselnertia

o Quaternionf orientation

o boolean enableGravity, enableAirResistance, enableNormalReaction, enableFriction
o float frictionQuotient

o float surfaceArea

o Vector3f surfaceNormal

o static Airfoil staticFoil

e RigidBody(Matrix3f inertia, Vector3f position, float mass)
o void update(float dt)

o void applyForce(Vector3f force)

e void applyTorque(Vector3f vector3f)

e void applyForceAtPoint(Vector3f force, Vector3f point)

@ Vector3f getPointVelocity(Vector3f position)

= Vector3f computeNormalReaction()

m Vector3f transformDirection(Vector3f vector)

m Vector3f transformDirectionlnverse(Vector3f vector)

has static reference uses for motion \inertia tensor rientation

© CollisionPrimitive © Airfail ©Vector3f ©Matrlx3f @Quatemionf

/i Assume implementation details

@ Tuple<Float, Float> sample(float angle)

returns

Pucynok 3.30 — UML kiacy Rigid Body

[TpumiTUB KOII31i ONTUCYE T€, SIK Oy/1€ MOBOJUTHUCS TIJIO MPHU 3ITKHEHHI, KJ1ac
Airfoil 36epirae B co6i QyHKIIO IBOX 3MIHHHX 13 KO€(II[IEHTOM ITiIHOMHOI CHIIH
Ha KoedimieHToM omnopy moBiTps. Jlis 3a0e3nmedeHHs YHMCIOBOi CTallIBHOCTI
3HAYEHHS, 00OMEXKYIOThCS 3HAYEHHSIMHU MAX_VELOCITY 1
MAX_ANGULAR_VELOCITY.

Uucra cuna 1 KpyTHUH MOMEHT OOUYHMCIIOIOTHCS 3a JIOMOMOTOI0 (PYHKITIN
addForce, addTorque i addForceAtPoint. OcTanHiii MeTO/ 3aCTOCOBYE 1 KPyTHHIA
MOMEHT, 1 cuiay ogHouyacHo. Meroxa void update(float dt) e inTerparopom mporo

KJacy 1 BukopuctoBye meroa Ctepmepa-Bepie.
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M

|r Update position and velocity |-

v

|f Clamp velocity if needed
p

I position += v-dt + 1/2-a-dt?
] velocity += a-dt

-

}___l if |velocity] > MAX
/.] -+ velocity = normalize{velocity)-MAX

transform = inertia-angularVelocity
‘} torqueDiff = netTorque - angularVelocity x transform
J 7] finalBeta = inverselnertia-torqueDiff-dt
angularvelocity += finalBeta

[ Compute torque and update angular velocity

I if |angularvelocity| = MAX IT

[\_Clamp Anguiaryelocity K necded ]'l -+ angularVelocity = normalize{angularvelocity)-MAX

: : y

| Apply angular damping f: angularvelocity *= damping(dt) Il‘]

[ Rotate and normalize orientation }{ :rn::trarzealiiz;?g::é:{azti}g% (angularVelocity-dt/ 2) j

o A

v

4 N ] netForce = 0 j
[\-Reset forces and tnrques/]-—--] netTorgue = 0

Pucynox 3.31 — AIropuT™M HESIBHOTO IHTETPYBaHHS

Y upoMy Mmetoai Oysi0 BUKOPHUCTAHO IHTErpaIlil0 4Yepe3 IIBUJKICTh Ta
NpUCKOpPEHHS. Y OLMbII CKIAAHUX BapiaHTaX MOXKHA PO3KIACTH (YHKIIO B Pl
Teitnopa 1 BUKOpUCTaTH MOXIAHI BiJl NpUCKOpPEeHHA. OCKIIbKU Yy IIbOMY BHITaJKy
IPUCKOPEHHS, SIK 1 CHJIa, — 1€ IUCKPETHA BEIMYMHA, TO TaKe MOHATTS K PUBOK, J0

HbOI'O HC MO’KHA 3aCTOCYBATH.



MeToawn IHTerpyBaHHA

200000 - _
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(Analytical)
(Analytical)
(RK4)
125000 (RK4)

150000

3MiHHI CTaHy

75 100
AGCONIOTHUI Yac t

Pucynok 3.32 — [1opiBHSIHHS anTOpUTMIB IHTETPyBaHHS

AbconoTHa Noxnbka MK YUCENBEHUMK Ta aHaNITUYHUMKA PilleHHAMMK

[=1]
[=]
1

Euler x(t)
Verlet x(t)
Rk4 x(t)

&
o
|

o
|

PJ
(=]
I

Moxnbka nonoxeHHa
E (%]

o
1

Euler v(t)
Verlet v(t)
Rk4 V(t)

o © ©o o
8] W I 5]
| | | |

MNoxubka LWBUOKOCTI
=]
=

ABCcoNnwTHMA Yac t

Pucynox 3.33 — JlemoHCTpaIllis moxuoKu

JuBnsiunck Ha rpadiku, MOKHA CKa3aTH, 10 B CEPEIHLOMY HAUTOUYHILIUM €

meton Pynre-Kyrtra PK4, ane meron Beprne nae Hemorany TOYHICTb, OLIbII
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YHCeNbHO CTaOUIBbHUM A naHoi 3amadi. metoa Eiinepa nae Ounblry mOXuOKy Ha
pealbHUX 3HAYEHHSIX NPOMIKKIB, TOMy HOro Kpalle He 3acCTOCOBYBAaTH if
pO3B’s3Ky Hamioi 3amadi. Jlami HaBeneHO OUIbII JeTaii3oBaHi Tpadiku, sKi

HiATBEPHKYIOTh TOXUOKY 3BEPXY .

Metogu IHTerpyBaHHSA

18.93k
x(t) Verlet

v(t) Verlet

18.92k x(t) Euler
v(t) Euler

18.91k

x(t) Rk4

18.9k
v(t) Rk4

18.89k

18.88k

8,606.5 8607

Ab6conoTHMIA Yac t

Pucynox 3.34 — JletanizoBani rpadiku nuisxy

MeTtonou IHTerpyeaHHs

x(t) Verlet
v(t) Verlet
x(t) Euler
v(t) Euler
x(t) Analytical
v(t) Analytical

x(t) Rk4
v(t) Rkd

14.66204k 14.66206k 14.66208k 14.6621k 14.66212k

AbcontoTHuiA yac t

Pucynok 3.35 — JleranizoBani rpadiku MIBUIKOCTI



61

CepepnHs noxunbka 0515 KOXKHOIo MeTo4y

Pucynox 3.36 — ArperoBana orfiHka IMOXHOKHU Pi3HUX METO/IIB
OTxe, y pasi, SKIIIO HEe MOTPIOHO MATH Jy>K€ BEJIMKY TOUHICTh OOUYHCIICHD, aJle
noTpiOHO 30epertu yac, To MetoJ Bepie mnoOpe miaXoauTh IJisi HAOIMKEHOTO

PO3B 3Ky AU(EPEHIIAIbHUX PIBHSAHbD.

3.3 IIpoexTyBaHHs, apXiTeKTypa Ta 3alyCK 10/1aTKa

3.3.1 ennoii apredakriB

Cawm pymiit posroptaethes sik apredakt Ha Maven Central abo sk okpemuit
Jar-apxis. [licis nporo mosxHa HanamrtyBatu koHBeep CI/CD 3a nomomoroto 0y ib-
SKOTO XMapHOTO CEPBICY, IO MATPUMYE e TUTT (PYHKIIOHATBHOCTI, HATIPUKIIA],
Amazon AWS. Ils nporeaypa 3MeHIINY€ CKIAIHICTh TECTyBaHHS Ta 1HTErparii
HOBUX 3MiH, @ TaKOX JIO3BOJISIE MPOCTO MIAKIIOYUTH MOTO IO BAIIOTO MPOEKTY 1

3aBEPIIUTH PO3POOKY.

3.3.2 ®dinajbHa po3podKa 10AaTKIiB
Po3poOka KiHIIEBOTO KOpHUCTyBaya BiJOYBAE€ThCS 3a IEBHUM aJITOPUTMOM:

1. CtBopith mpoekt Ha Maven a6o Gradle
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2. [Tigkmovite HacTynHi apTedaktu [[JomaTox A]

3. CTBOPITH TOJIOBHHH KJIac Ta ckoriroiTe Koy [[{omaTok B].

4, Po3po0iTh KaCTOMHI KJIacH JIsl BaIllOrO BapiaHTy BUKOPHUCTAHHS

5. 3amycTiTh y BUpOOHHUIITBO SIK .Jar ¢aiin 1 3amycTiTh 3a JOMOMOTOI0 BaIlloro

JDK (21 + ) 3amyck nporpaMu AeUIio BiJAPI3HAETHCS 1 3aJICKUTH Bija Bamioi JVM,

onepauifmoi CHUCTCMHU, HIITIIXOBUX 3MiHHI/IX, aJIC Ma€ BUTJIaTH HpI/I6JII/I3HO TaK.

s Bingoye 11/10:

java —enable-preview -jar TourmalineEngine.jar

Pucynok 3.37 — Buxonanuss CMD-ckpunra 117151 3a1mycky TECTOBOTO KJlacy

Ha nanuit MOMEHT 11e mporpaMHe 3a0e3MeUYeHHS PALIOE 1 JOCTYyHE K s
OC Linux, tak i it OC Windows. Takwii mijxij BUKIro4ae 10pori nepe3oipku C++
1 BHUBUIbHSE  IHTEJIEKTYallbHI ~ pecypcd, HeoOXigHi g 3a0e3nedyeHHs
KpOCIUIaTQPOPMHO1 CYMICHOCTI.

MoiM KOHKpeTHUM JojaTkoM OyB aBiacumyisstop. Lle mocuth cknamne
3aBJIaHHS, SIKE BUMAra€e TUCSYl PAIOKIB KOAY, SKIIO PO3pOOJSATH HOro 3 HyJsl.
[TouaTkoBuii eTan po3poOKHU — 11e MIAr0OTOBKa pecypciB. Hariit mporpami motpiOHa
MpUHANMHI OJTHA MOJIENb JIiTaka 3 OKPEMUMH PYXOMHUMH YaCTHHAMU, 110 MaIOTh
NpaBUJIbHI Ha3BH.

[Ticnss po3MillleHHs X Y MOTPIOHMX MamKax PecypcH 3aBaHTAKYIOThCSA Ta
30uparoThbes. SIKIO0 MOTPIOHO, HANAIMITOBYIOTHCS KOH(MIrypoBaHiI BIACTHUBOCTI.
MoxHa HanamTyBatu cBiTiI0. HacTymHUM KpOKOM € po3po0OKa BIACHUX KJIACIB JJIs
CTBOPEHHSI CUMYJISIIT Ta CTBOPEHHS MOJIEJNEH, SKi BiIOOpaKaTUMYTh 3MIHH CTaHy
CUMYJIALIII.

PakeTun BukopuctoBytoTh KpuBi besbe 1715 reHepaitii Tpaextopiid. Lle npoctuit
1 JOCTYymHUW METOJ ampokcumarlli kpuBuMHU. KpiM TOro, WOro JOCHTHh MPOCTO
peaiizyBaTu Jyis 3 BUMIPIB.

Lle Te, K BHUTJIsAIA€E alPpOKCUMAIIiS B OLIBIIOCTI BUMAAKIB. YHCIIOBA TTOX1THA

BUKOPHUCTOBYETHLCA JIA KEPYBAHHA HAIIPSAMKOM 60€anHaca.

public Vector3f interpolate(float t)

if (t <= 0) return new Vector3f (referencePoints.getFirst
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if (t >= 1) return new Vector3f (referencePoints.getlLast

Vector3f result = new Vector3f():;
int n = referencePoints.size () -

for (int i1 = 0; i <= n; i++)

float binomialCoeff = (float) binomialCoefficient (n, 1);
float term = binomialCoeff * (float Math. pow = &, @

Math.pow(t, 1))

result.add (new Vector3f (referencePoints.get (i)) .mul (term

return result;
public Vector3f derivative (float t0, float dt)
Vector3f f0 = interpolate (tO0);

Vector3f f1l interpolate (t0 + dt);

Vector3f derivative = fl.sub (£f0) ;
derivative.div (dt) ;

return derivative;

Pucynox 3.38 — Ko xpuBoi besne
Jnst Toro, o0 CTBOPUTH OUIBII PEATICTUYHY CUMYJISLI0, TEH30p 1HEpLIi Ta

Maca BUPaxXOBYIOTHCS MIOBTOPHO.



?

-

[ Initialize mass = startMass ]

¥

-

-

[ Iterate over ammolList ]

-

"

Y

l.--"' Y
| Get projectile |

¥

YES projectile == null?

"

no

¥

-

Skip to next projectile ] | Add projectile mass to total mass

><><

-

'\.

-

’

-

| Set mass for rigidBody |

~,

o

Pucynok 3.39 — OHoBIIeHHSI Macu
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?

i '-

Initialize wing_offset = -1.0f

i )

¥

| Initialize tail_offset = -6.6f |

¥ ﬁ

-
| Create empty list of InertiaPrimitive ]

%, -

v

- -,

( Add Cuboid for plane parts: wings, tail base, tail fin, main body ]

. -

v

e ™,
[terate owver ammolist

! ;
" -

v

Has next projecti IE?>-(
l}res
lx' -
| Get projectile and its position ]
=] no

projectile == null?
v v ‘ Y’
N R |

-
IkSkip to next projectile J IMGet RigidBody and BoundingBox of proj ectileﬁl

¥

|Lhdd Cuboid for projectile to Iistg;l

[ Calculate inertia tensor using InertiaCalculator ]

-, -

¥

IkSet inertia tensor for rigidBm:lyjI

®

Pucynok 3.40 — OHoBIieHHS 1HepLii

no
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Taka  KOHIEHIUS  JO3BOJSE  HAOYHO mo0aYuTH, 11 (0) JITaK
MIPUCKOPIOBATUMETHCS IIBUIIIE MICIs CKUAY 00’ €KTiB. L[e TakoX CTOCY€EThCS TOTO,

SK TIPOCTO JIITAKy MOBEPTATHUCS B Ty UM 1HIILY CTOPOHY.

M siightsim - o X

Pucynox 3.41 — JlemoHCTpal1isi TECTOBOTO JJO/IaTKa

3.3.3 IIpo€kTHE MJIaHYBAHHA

[Tix gac po3poOKU si BUKOPHUCTOBYBaB THIOBUI Agile-miaxin 3 TUM Juiie
BUHATKOM, ITI0 51 MaB JIy>K€ JIeTalbHy KOHIICIIIII0 MPOEKTYy 1 HaMaraBcsl BpaxyBaTu
BC1 HIOAHCH Ta 0COOJIMBOCTI 3 caMoro noyarky. L{s neranbHICTh pOOUTH HOTO OLIbII
cxoxum Ha WaterFall. 51 3maunoro miporo mokiamaBcs Ha YouTrack Bix JetBrains,
1100 BiJICTEKYBaTH NMPOTPeC, CTABUTH 3aBJaHHs, CTBOPIOBATH 1CTOPIT KOPUCTYBaUiB,
erornei Ta mnepeniyyBaTd NOMMWIKH. OCKUTBKM 1€ (QpedMBOPK BEIMKUH, MU
smymieHi gymatd  npo npuHOEn SOLID, mo6 3abe3meunTtn  103a0imiTi,

PEMOHTONPUIATHICTb.
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Pucynok 3.42 — I[puxian 3aBaaHHs

Project
TourmalineEngine &3

Priority
Major

Type
User Story

State
Done

Assignee
admin

Sprints
JanuarySprint

Story points
Not estimated

Boards
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- ©

TourmalineEngine Pr... Janua... x

TourmalineEngine Pr... Janua... x

[IpoekT peanizye THI apXiTEKTYpH, IKUN HA3UBAETHCS MOJYJIBHUI MOHOJIT.

[le mae 3aBxau mepeBary HaJl MOHOJITOM, OCKIJIBKH MPOEKT € OUIbII THYYKUM 1

NPUAATHUM JIJIs1 0araropa3zoBOro BUKOPUCTAHHS, a TAKOK OLIbII THYYKUM.

______________________________________ =

Module 4 Module B

..

PP s
J

Pucynok 3.43 — Jliarpama MoayabHOro MOHOMITY [33]



PO31J1 4. TECTYBAHHS TA AHAJII3

4.1 MeTpuKH NPOAYKTHBHOCTI

68

HailiBa)nuBilMMu TYT € 4acToTa KaJapiB 1 TPUBATICTh KaApiB. Mu MOBHUHHI

cTexxuTH 3a 3aBaHTtakeHHIM GPU, CPU, a Takox 3a cmoxxuBanasM RAM 1 VRAM.

Tabmuis 4.1 — XapakTepuUCTHKH TECTOBUX KOMIT IOTEPIB

XapakTepucTHKA Test Stand 1 Test Stand 2 Test Stand 3

CPU AMD Ryzen 7 |AMD FX-4300 |AMD Ryzen 7
7735HS 7735HS

GPU NVIDIA RTX|NVIDIA GTX|AMD VEGA 8
4050 Laptop GPU | 960

Bineomam’aTh 6 GB GDDR6 2 GB GDDR5 -

OnepatuBna mam’sath |16 GB DDR5|4 GB DDR3|16 GB DDR5

(RAM) 4800 MHz 1600 MHz 4800 MHz

0]6 Windows 11 | Ubuntu 24.10 Windows 11
23H2 23H2

[Ipotsirom TecTyBaHHs, OyJ0 3ai1HO O0Ju3bKO 3-4 rirabaiTiB OMepaTUBHOI

nam'ati ta Omuzko 1200 Moaiit Bigeomam'sti. Ilpm mpomy pymmiit  Oinmbie

KOPHUCTYBaBCsl pecypcaMH BieoNnpucKoproBaya, 3aBantaxytoun L1 nume na 15-

20%. Ile came mo co0i HE € TMOTaHUM, ajié MOKHA ONTHUMI3yBaTH JOJATOK,

MepEeHECIN MOBTOPIOBAHI OOYKCIICHHS Ha IIEHTPAJIbHUM MPOoI1Iecop.
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4.2 Pe3yJbTaTH TeCTiB

Configl FPS Distribution

400
Time (ms]

Pucynox 4.1 — JleranbHuii aHami3 TPOyKTUBHOCTI Ha niepiioMy TectoBomy [1K
Hagenenuii Buiie rpagik BigoOpaxae NpoIyKTUBHICTh I'PH 3 4ACOM, TIOKA3ye
cepenni 3HadeHHs fps, BepxHi Ta HUKHI 10 Ta 1 BimcoTku BianosiaHo. [laminas Ha
MOYaTKy rpu, KUMOBIpHO, cripuurHeHe iHimamizamiero OpenGL. [epioau, komu FPS
OyB BUIIMM 3a CEpEeAHiM, MO3HAYEHO CHHIM KOJIbOPOM, a NPOIMYCKHA KaApiB —
yepBOHUM. [[J1s1 OLIIHKU HECTaO1IBHOCTI BUKOPUCTOBYETHCS 1HACKC TPEMTIHHSI.
Jitter Index (Windows): 10.074909472694626
Jitter Index (Linux): 5.557789510249336
Jitter Index (Windows + Vega 8): 3.8530139734883577
Taki 3HaueHHs € 3a70BUTLHUMH, ajie Bce k 10.07 me tpoxu 3abarato st
nepmoro npodimo. Bapro Oyno Oum po3risHyTH 3aMiHy Tmporiecopa abo

ONTHUMI3yBaTH POOOTY ISl MEPEKIIAJICHHSI HABAHTAXKEHHS 13 HBOTO.
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Jitter Index

Config3

Pucynok 4.2 — Ingexc TpemTinas

Frames Per Second

150 -

Frames Per Second

100 -

- Windows
50 - — Linux
== Average FPS(277.80)
- = Average FPS(112.98)

i
0 10 20 30 40 50 60
Time (s)

Pucynok 4.3 — ITopiBHSAHHS MPOAYKTUBHOCTI Ha JIBOX PI3HUX CHCTEMAaxX
Ha nanomy rpadiky HaOYHO MpeACTaBICHO MOPIBHSIHHS JIBOX OINEpaIliiHuX

CHCTEM, Ha SKHX MpaIioe 10aaTok Ha ocHoBi TourmalineEngine. TectyBanus Ha
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pI3HMX  CHCTEMax  JIO3BOJWJIO  HaM  TEPEeBIpUTH  CTAOLIBHICTH  Ta
KpOCTIaT(GOPMEHICTh HAILIUX CUCTEM.

Lei#t rpadik BimoOpaxae nepioau yacy, koiau FPS 3poctas 1 manas. Bin Mmoxe
OyTH KOPUCHUM 7151 OUTBII CKJIATHOTO aHaANi3y MPOTyKTUBHOCTI.

Config2 FPS Distribution

Time (ms)

Pucynok 4.5 — JleranbHuil aHani3 NpoyKTUBHOCTI HA TPETbOMY TECTOBOMY ITK
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Frames Per Second Comparison

Time (s)

Pucynox 4.6 — IlopiBHSIHHS BCIX TpbOX MPOQLIIiB
TecToBi crieHapii Oyyin HE aOCONIOTHO 1IEHTUYHUMH, TOMY MO CYTi IPOCTO
B1JI0Opa)KatoTh 3arajibHy MPOYKTUBHICTh Ta HE BiIOOPaXKar0Th TOYHOI KOPEJISIIIi.
[IIBMAKICTH 3aBaHTAXXCHHS PECYPCiB, B CBOIO YEPTy, BUTIIAAAIa HACTYITHUM YHHOM:

Parallel vs Serial Time

lteration

Pucynok 4.7 — IlopiBHSIHHS IIBUAKOCT] 3aBAHTAKEHHS
B cepennromy mu BurpaBamum 2628.8 mc, mo € 100puM pe3ysbTaToM,
0CO0JIMBO OEpyuH 70 yBaru BUKOPUCTAHHS JUIIE TOTOKIB. OCOOIMBO BUPI3HAETHCS

Te, 110 MepIle 3aBaHTaKEHHs OyJi0 HANJOBUIMM, a PECypcd B CBOIO Yepry
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3aBaHTAXYIOTHCS JIMIIE OAUH pa3. Sl OW MOSACHUB 1€ BHYTPIIIHIMHU ONTUMI3ALSAMU
BipTyanbHOi MamuHu abo aapa OC. [IpuckopeHHs KoIMBallocs B Aiana3oHi Bif 2 10
3.5, a edextuBHicTh — 0.38-0.56. Lle € 3aKkoHOMIpHUM pPE3yIbTATOM JIJISl POTPAMHU

13 TICeBOMAapaNeTbHUM BUKOHAHHSIM OIEpPallii.

Efficiency and Speedup over lterations

lteration

Pucynox 4.8 — IlopiBHsiHHS €()eKTUBHOCTI Ta TPUCKOPEHHS

Tabmuns 4.2 — I1IBuaKicTh 3aBaHTAKEHHS

Itepa |Iapaneabnn |IlocainoBum | Pisnunsa | [Ipuckope | E¢pexTuBH
st H yac M yac qacy HHA icTh

1 1701 4787 -3086 2.814227 | 0.469038
2 1664 3586 -1922 2.155048 | 0.359175
3 1794 4185 -2391 2.332776 | 0.388796
4 1491 5002 -3511 3.354795 | 0.559133
&) 1665 5168 -3503 3.103904 | 0.517317
6 1408 3349 -1941 2.378551 | 0.396425
/ 1487 4120 -2633 2.770679 ]0.4617/8
8 1794 4185 -2391 2.332776 ] 0.388796
9 1519 3681 -2162 2.423305 | 0.403884
10 1561 4309 -2748 2.76041 0.460068
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Oxpim 115010, OyJI0 BUKOHAHO LM Psii IHTETPaLiiHUX Ta MOIYJIBHUX TECTIB, K1
BUKOHYIOThCSI 0€3 MOMMJIOK Ta MIATBEPKYIOTh CTAaOUIbHICTh Ta SKICHICTH 0aszu
KOAY JAHOro MIpOAyKTy. Takok mepeBipsioThCsA OKpemi momym — Tourmaline

Graphics Ta Quartz Physics.

4.3 BUCHOBKH TeCTyBaHHA

[Tig yac TecryBaHHs HEe OyJI0 BUSBICHO KOJHUX MPOOJIEM 13 3aBaHTAXKEHHSAM
pecypciB: BCl MOJENi, TEKCTYpd Ta IHII HEOOXIJHI JaHl 3aBaHTaXKyBaJMCh
cTabiIpHO Ta 0e3 300iB. XKoaHux 3aBucaHb a00 KPUTUYHUX MOMUIIOK BUKOHAHHS
BUSBIJICHO He Oyiio. Yac mokasy Kajpy 3ajJuiaBcs JOCUTh CTAOUIBHHUM 1 TUIABHUM,
0COOJIMBO SIKIIO BpaxoByBaTHU cepeqHe 3HaueHHs FPS y KoxkHOMy 3 TecTOBUX
3amyckiB. Lle miarBepkye e(eKTUBHICTh MOTOYHOI apXITEKTypU PEHIECPUHTY Ta

peCypCc-MEHEIKMEHTY.

4.4 Anani3 xkony
VY mijcyMKy TOJIOBHY 3a7a4y TaKOTO PYIIis — CKOPOYECHHS KOy — BIAJIOCS

YCHIIIHO BUKOHATH. BukopucToBytoun BiacHy yTtumiTy (donatok A), st BA3HaYUB
3arajbHy KUIBKICTh KOAY. TyT BpaxoBaHUW KOJI 000X MOAYiB: rpadiku Ta (13UKU.
Takox BKIIIOUEHI TECTH, MEHEpHI MporpaMu. AJjie He BKJIIOUYEHI MOel, KOHDIr-
¢aiinu Ta 111 (aiiiuy, SKi HanpsMy He TOB’sI3aH1 13 MPOLECOM KOMIUISALIT Y SIKOCTI

source.
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& FileAnalyzer — O X |
79 |PivotUtils.java
26 |[Atmosphere.java
106 |Reflections.glsl
18 |skybox_frag.glsl
63 |[UnitConverterTests.java
170 |deferred_fragment.glsl
26 [combine_vertex.glsl
156 |Scene java
270 |LiquidBody.java
222 |CollisionUtils.java
137 |[AutoLoader.java
92 Files, 9466 Lines of code
Javaw 7642 80.73%
GLSL 1824 19.26%

Pucynoxk 4.11 — 3aranbHa KiUIbKICTb KOJTy PYIIIis
Kon ¢inansHoro monarka ckiaB 1990 psiakiB koay, 110 CHIIBHO

CHJIM, Yac Ta rpoiii (piHaIbHUM pO3pOOHUKAM.

gj FileAnalyzer

30epexe

548 |Plane.java

26 |BezierCurve java

132 |Projectile java

31 |[JetEngine . java

756 [Main.java
| 72 |PlanePylons_java

8 [AmmoType.java

30 |Linearinterpolation_java
357 |[AuxiliaryMethods.java
9 Files, 1990 Lines of code
Javawp 1990 100.0%

Pucynox 4.12 — 3aranbHa KiTbKICTh KOy aBlaCUMYJISITOpa
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BapTo Bim3HaunTH, 110 32 PAXyHOK BAAJIUX 1€papXiil HACHIiTyBaHHI, BAATOCS
3poOWTH KO, IO J00pe pO3MIMPYIOEThCST Ta MOAUMIKYEThCS 0€3 3MiHU
cynepkiaciB. Takumu 30kpemMa OyJu:

TreeNode — MeshTree. BUKOpUCTOBY€E CTPYKTYpY JaHUX H-apHE IEPEBO IS
MPE/ICTABIICHHS CKJIaJIeHUX 00’ €KTIB.

Loadable, EnhancedLoadable — Mesh, Texture, CubeMap. BukopucrtoBye
yHIBEpCalbHI MEXaHI3MU 3aBaHTAXEHHS OO €KTIB B MaM STh 13 BUKOPHCTAHHSIM
0araronoTokoBHX Mporpam. JIerko MokHa J0AaTH pPeCcypcH 1 1HIIMX TUIiliB. BoHH
OyAyTh TaK camo MpAIfOBAaTH Ta MPHUILBU/ITYBATH 3aBAHTAKCHHS.

EventHandler — MouseEventHandler, KeyBoardEventHandler. Mosxna
JETKO JOJaTH HOB1 CIOCOOM KepyBaHHsS IrPOBUM MpPOLIECOM, SIK PyJb abo
koHTpostep(joystick).

BaseEffect — BoundingBoxEffect, JetEffect, ExplosionEffect. Icuye
TE€XHIYHA MOKJIMBICTh CTBOPIOBATH HOBI €(DeKTH 0€3 3MIHU BUX1JHOT'O KOy
AbstractLight — PointLight, DirectionalLight. MoxHa mijiBaHTa)XyBaTH HOBI THITH
OCBITJICHHSI, X04a JUIsl IIbOTO 3HAJ00UTHCA 3MiHA KOAY HMIEHACPHUX TIPOTPaAM.

[3 HemomikiB MOXJIMBO BHUIUIMTH HACTyIHE: Yy TOpPIBHSHHI 13 OLIbII
pPO3BUHEHUMH 00’€KTaMu, rpadiyHUN KOHBEEP TOCUTh CJIaOKO 3MIHIOETHCS
Harpsimy. Y Unreal Engine ta Unity3D € MOXIMBICTb JIETKO 3MIHIOBATH MaNIIIaliH,
KOPHCTYIOYHCHh BOYJOBAHUMHU CHCTEMaMH 0€3 HalMCaHHA KOIy. Y MOEMY BUMAJKY
1€ MOXJIMBO JIMIIIE 32 HASBHOCTI BUXITHOTO KOy Ta MepepoOKH 6ararbox METO/IB

(MOXIIMBO, Yepe3 HACTIAYBaHHS, alie LI He Ay’KEe 3pyUHUA METO/.
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BUCHOBKH

VY miacyMKky, med mpoekT 3aiHsB y MeHe 360 roauH, 1o aopiBHIOE 12
kpeautam ECTS. S BukopucTOBYBaB IIOHaliMEHINE TPH MOBH MpPOrpaMyBaHHS:
Java, GLSL Ta Python. {1 orpumaB uynoBwmii 10CBi poOOTH 3 MO€tO mepmor DSL
JUTSL IIEUIMHTY. S BUBYUB 1 3aCTOCYBAB HA MPAKTHUII IIUPOKUN CIIEKTP aITOPUTMIB,
XapaKTepHUX [JIs1 KOMITIOTepHOI rpadiku. S BIpoBamKyBaB yJAOCKOHAJICHHS Ta
BJIACH1 BepCli ICHYIOUUX aJITOPUTMIB.

Tunogi irpoBi pymiii CKIagarThesa 3 6araTboX exeMeHTiB, aecatkiB 2D 1 3D
TEKCTYp, Oe3m14i el 1epiB, pizHUX 00'€KTIB 1 onTuMi3zaliil. [{e o3Havae, o mpoctip
JUISl BJIOCKOHAJICHb BelMuYe3Hui. SIkOu y MeHe Oyio Ouiblie vacy, st 6 XOTIB
peanizyBatu 00'eMHI XMapu, Oulbllle KapT Ajs MmokpaunieHoi miatpuMku PBR Tta
OubiIe PI3UYHUX MOJIEIICH JIJIsl PI3HUX 00'€KTIB. Sl XOTIB OM MOKPAITUTH peati3alio
OlyMy Ta BJOCKOHATUTH MammHr TiHed 1 SSR. BuBYeHHS 1HIIMX BapiaHTIB
HaOmkeHHd piBHSHHS PBR 1 nmomryky Halikpalioro Takox € rapHoto ijieero. S 6
TaKOXX 3alpOBAJIUB PEATICTHYHI JICHHI 3MIHU: JWHAMIYHI CKaOOKCH Ta 3MIHY
NOJIOKEHHST cBiTHa. S O TakoX MNPUILIUB OCOONMBY YyBary poO3BUTKY
1H(PACTPYKTYpPH, OCKIIBKM BOHA € OCHOBOIO OyAb-sIKOrO IFPOBOTO pyuIis Ta
YCHIITHOTO MPOEKTY B IIOMY. SIKIIO y Bac BiCyTHI mariau abo interpoBani API
JUTsl pOOOTH, TO HEMAE CEHCY B TOMY, 100 O13HEC BUKOPUCTOBYBAB Ballll PIILICHHS.
byno 6 uynoBo momatu SteamAPIl, OpenAL Ta immi APIl. BropoBamkeHHs
CKpHIITOBOI MOBH, Takoi sk Lua abo Scala, moxke OyTu rapHor imeero, o0
3a0e3neunT OUThII MPOCTy MOAMMIKALIID Ta MOKpauleHHS (YHKIIIOHATBHOCTI.
Takox Moxe OyTH rapHoro igeero ctBoputH miarin s Intellij 1dea, o6 BuBecTn
e (peldMBOpPK Ha KOMepLiiHUK piBeHb. [Iporec TectyBaHHs OyB yCHIIIHUM 1
noBiB  KpocrardopMui MoxiuBocTi  «Tourmaline Engine». Quartz Physics
MPOJIEMOHCTPYBAB YHCEIIbHY CTa0lIBHICTh, TOYHICTh PO3PAXYHKIB 1 MPOCTOTY
BukopuctanHa. SDK e mpoctm 1 MoXe BHUKOPUCTOBYBATHCS Ui HAyKOBHX,

irpoBux Ta 3D-nipoekTyBaHb.
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JTOJATOK A

Honarok A.1 — [locunanHs peno3utopiit i3 rpadiuHuM py1iiem

https://github.com/emeraldDevUA/TourmalineEngine

[0 README Ve

TourmalineEngine V0.0.3 (Beta)

Engine Render

Greetings, this is a follow-up project to my previous endeavour (TanksProj) This Framework aims at being an easy and

Honatok A.2 — [TocunanHs peno3uTopiit i3 ¢pi3uuHoI0 6107T10TEK0I0

https://github.com/emeraldDevUA/QuartzPhysics

Quarlza

The first comprehensive Java physics Library

Supported features:
¢ Rigid Body Simulations

o Force
o Torque
o Drag

o Friction

¢ Collision


https://github.com/emeraldDevUA/TourmalineEngine
https://github.com/emeraldDevUA/QuartzPhysics

Honatok A.3 — [TocunanHs peno3uTopii 13 yTIITOO s aHaTi3y (ailiB.

https://github.com/emeraldDevUA/FileAnalyzer

. emeraldDevUA Add files via upload 7031fe3 -2 yearsago KO 8 Commits
[ FileAnalyzer.jar Add files via upload 2 years ago
[ LICENSE Initial commit 2 years ago
(3 Mainjava Add files via upload 2 years ago
[ preview1.jpg Add files via upload 2 years ago
[ preview2.jpg Add files via upload 2 years ago

0 README &8 MIT license

[
Add a README

Help people interested in this repository understand your project by adding a README.

Add a README


https://github.com/emeraldDevUA/FileAnalyzer
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JTOJATOK B

Pucynox b.1 — Ilepenik npunnumnis SOLID

S — Single Responsibility Principle (IIpuHiun e1uHoi BiiMOBIIATIBHOCTI)
O — Open/Closed Principle (ITpuHIMIT BiqKpATOCTI/3aKPUTOCT1)

L — Liskov Substitution Principle (ITpuniun migcranoBku JIickoB)

| — Interface Segregation Principle (Ilpunuun po3aineHHs iHTepdeicy)

D — Dependency Inversion Principle (Ilpunnumn iHBepcii 3anexHOCTEN )

Pucynok b.2 — Bizyamnizamist npuniunis SOLID

@ blog.bytebytego.com

A class should have only one reason to change, meaning it should have a single,
well-defined responsibility.

Open/Closed Principle (OCP)

Software entities (e.g., classes, modules) should be open for extension but closed for
modification.This promotes the idea of extending functionality without altering
existing code.

Subtypes (derived classes) must be substitutable for their base types (parent classes)
without altering the correctness of the program.

Interface Segregation Principle (ISP)

Clients should not be forced to depend on interfaces they don't use.This principle
encourages the creation of smaller, focused interfaces.

Dependency Inversion Principle (DIP)

High-level modules should not depend on low-level modules; both should depend on
abstractions. This promotes the decoupling of components through abstractions
and interfaces.

[https://blog.bytebytego.com/p/mastering-design-principles-solid]
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Jlictunr B.1 — Ipukian oCHOBHOTO Ki1acy.

package org.tourmaline;

import Annotations.BasicWindow;

import Controls.Keyboard;

import Rendering.Camera;

import Rendering.Lights.Directionallight;
import Rendering.Lights.LightingConfigurator;
import Rendering.Scene;

import Rendering.SkyBox;

import ResourcelImpl.*;

import Resourceloading.AutolLoader;

import Resourceloading.ResourceloadScheduler;

import org.joml.Vector2f;
import org.joml.Vector3f;
import static org.joml.Math.cos;
import static org.joml.Math.sin;

import static org.lwjgl.glfw.GLFW.*;

import static org.lwjgl.opengl.GL11l.*;

import static org.lwjgl.opengl.GL30.GL FRAMEBUFFER;
import static org.lwjgl.opengl.GL30.glBindFramebuffer;

import Annotations.OpenGLWindow;
@O0penGLWindow (windowName = "Complex Example", defaultDimensions

14 14

windowHints = {GLFW DECORATED},
windowHintsValues={GLFW TRUE}, shadowMapResolution

public class RotatingPlaneDemo extends BasicWindow

private static final ResourceloadScheduler
resourcelLoadScheduler = new ResourcelLoadScheduler () ;

private static final Autoloader autoLoader =

new AutoLoader ("src/main/resources/3D Models",

resourcelLoadScheduler) ;
private static float ro =
private static float phi = 0;
public static void main(String[] args) throws Exception

init (RotatingPlaneDemo.class) ;
scene = new Scene();

Texture.setVerticalFlip(true) ;
Mesh.setUseAssimp (true) ;
autoLoader.loadTrees () ;
autoLoader.asyncLoad () ;




[Tpomosxenus 1 — Jlictuary B.1

while (autoLoader.getReadiness
Thread.onSpinWait () ;

resourcelLoadScheduler.reset () ;
MeshTree F1l6Tree = autoLoader.get ("MIG29");
Fl6Tree.compile () ;
Vector3f scaleVector = new Vector3f (50);
Material mainMat = Fl6Tree.getNodeValue () .getMaterial () ;
mainMat.addProperty (Material . METALNESS, ) g
mainMat.addProperty (Material.ROUGHNESS, ) g
Fl6Tree.traverse (mesh ->
mesh.setScale (scaleVector) ;
mesh.setEnableReflection (false) ;
) ;
Fl6Tree.getChildNodes () . forEach (meshTreeNode ->
1f (!meshTreeNode.getNodeName () .equals ("$s glass.obj".formatted ("
Flo"
MeshTree meshTreeNode
.traverse (mesh ->
mesh.getMaterial () .close () ;
mesh.setMaterial (mainMat) ;
mesh.setIncidenceAtZero (new
Vector3f

else
meshTreeNode.getNodeValue () .setEnableBlending (true) ;

)
Fl6Tree.setPosition (new Vector3f (0,-20, ) g
deferredShader = new Shader (

"src/main/glsl/deferred shaders/deferred vertex.glsl",
"src/main/glsl/deferred shaders/deferred fragment.glsl");
postprocessingShader = new Shader (
"src/main/glsl/postprocessing shaders/postprocessing vertex.glsl

"
14

"src/main/glsl/postprocessing shaders/postprocessing fragment.gl
s1l");

combineShader = new Shader (

"src/main/glsl/combine shaders/combine vertex.glsl",
"src/main/glsl/combine shaders/combine fragment.glsl");
shadowMappingShader = new Shader (

"src/main/glsl/shadow shaders/shadow vertex.glsl",
"src/main/glsl/shadow shaders/shadow fragment.glsl");
visualEffectsShader = new Shader (
"src/main/glsl/visualeffects shaders/visual effects vertex.glsl"
"src/main/glsl/visualeffects shaders/visual effects fragment.gls
1";
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skyBoxShader = new Shader (
"src/main/glsl/skybox shaders/skybox vertex.glsl",
"src/main/glsl/skybox shaders/skybox frag.glsl");

transparentShader = new Shader (
"src/main/glsl/vertex test.vert",
"src/main/glsl/fragment test.frag");

SkyBox skyBox = new SkyBox (
new CubeMap ("src/main/resources/skybox/skybox", ".hdr", false
new CubeMap ("src/main/resources/skybox/radiance", ".hdr",
false),
new CubeMap ("src/main/resources/skybox/irradiance"”, ".hdr",
false
) ;
skyBox.compile () ;
camera = new Camera (

new Vector3f (5,1, .normalize () .mul

new Vector3f (0,0, )2

shadowCamera = new Camera (
new Vector3f (-90, 5
new Vector3f (0,0, ) g
camera.loadPerspectiveProjection ((float)Math.PI/3,
, ) ;
shadowCamera.loadOrthographicProjection (-
r 14 );
camera.loadViewMatrix () ;
shadowCamera.loadViewMatrix () ;
scene.setSkyBox (skyBox) ;
scene.addDrawltem (Fl1l6Tree) ;
Directionallight directionallight = new DirectionalLight (
new Vector3f (-90, , .negate () .normalize());
directionallight.setLightColor (new Vector3f ; .
.div ) g
directionallight.setLightIntensity (15) ;
scene.addLightSources (directionallight, true);
LightingConfigurator.setLights(scene.getLights (),
combineShader) ;
Keyboard keyboard = new Keyboard() ;
keyboard.setWindow pointer (window handle) ;
keyboard.init () ;
Vector2f screenDimensions = new Vector2f (windowWidth,
windowHeilight) ;
postprocessingShader.setUniform ("uViewportSize",
screenDimensions) ;
postprocessingShader.setUniform ("enableFXAA", true);
postprocessingShader.setUniform ("gamma", )¢
transparentShader.setUniform("uViewportSize", screenDimensions) ;
measureTime () ;
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while (!glfwWindowShouldClose (window handle))

Vector3f cameraPos = camera.getPosition
phi += <

if (phi >= Math.PI* phi =
cameraPos.x = ro * cos(phi);
cameraPos.z = ro * sin(phi);
camera.loadViewMatrix () ;

glClear (GL DEPTH BUFFER BIT | GL COLOR BUFFER BIT);

shadowPass () ;
deferredPass
skyBoxPass

glBindFramebuffer (GL FRAMEBUFFER,

glDisable (GL DEPTH TEST);
postprocessingPass () ;
glEnable (GL DEPTH TEST) ;
transparentPass () ;

glfwPollEvents() ;
glfwSwapBuffers (window handle) ;
measureTime () ;

keyboard.processEvents ( (key, state) ->
if (key == GLFW KEY C && state == GLFW PRESS
saveFramebufferAsImage (windowWidth,
windowHeight, "S enshot.png") ;
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