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SUMMARY

Ivakhnenko P.V. Development of a prototype 3D game engine based on rigid
body simulation with physical property support.

Bachelor's thesis in the specialty: 122 "Computer Science", educational program
"Information Management Systems and Technologies". — Kyiv National University of
Construction and Architecture. — Kyiv, 2025.

This work is devoted to the development of a prototype 3D game engine that
allows real-time modeling of solid objects with consideration of basic physical
properties such as gravity, inertia, friction, collisions, and elasticity. The engine is
implemented using the C++ programming language and the OpenGL graphics API,
which provides efficient scene visualization with simultaneous physical simulation. In
the course of development, the engine architecture was designed, event processing,
rendering, physical interaction simulation modules were implemented, as well as the
basic graphical user interface.

The paper is presented on 95 pages, contains 3 appendices, 4 tables, 21 figures,
and a list of 29 references.

Keywords: 3D engine, OpenGL, C++, physical simulation, solids, collisions,

rendering, numerical methods
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BCTYII

VYnockoHanenHst 3D-TeXHOIOT1 ChOTOIHI BUXOIUTH 32 MEXKI YUCTO PO3BAKAIBHOI
chepu Ta 3HAXOIUTH IMIUPOKE 3aCTOCYBAHHS B 1H)KEHEPHUX CUMYJIALIAX, apXiTEKTypHIN
Bi3yajizallii, BIPTyaJbHOMY TECTyBaHHI 1 HAyKOBHX JAOCIHIKEHHSX. 3D-pymmii
3a0e3MeuyIoTh €IMHE CEPENOBHUIIE [JIsi OOpOOKH TeoMeTpii, PEeHIACPUHTY, CUMYIISAI]
(GI3MYHMX TPOLECIB Ta YIPABIIHHS aHIMAIIIEI, 1110 3HAYHO MPUIIBUJIIYE PO3POOKY 1
BOJHOYAC TIJBUIIY€E TOUYHICTh pE3yAbTATIB. 3aBIASKA IIbOMY BOHHU Jefani Oiblie
3HAXOJATh 3aCTOCYBAHHS SIK I PO3POOKM KOMIT FOTEPHUX 1TOp, TaK 1 JUIsi CTBOPEHHSA
MPOTOTHUITIB Y MPOMHCIOBOCTI Ta HAYKOBO-JOCIIIIHUX MPOEKTAX..

AKTYyaJIbHICTh TeMH. Y Cy4aCHOMY HayKOBO-TEXHIYHOMY cepenoBuii 3D-pymmii
BUCTYNAIOTh YHIBEPCAJIbHUM CEPEOBUIIEM JUIsi OOpOOKHM TeoMeTpii, pPEeHICPHHTY,
MOJIETIIOBaHHS  (DI3UYHMX TMPOLECIB Ta YNPaBIiHHA aHIMAall€l0, IO JI03BOJISIE
BUPIIIYBATH 3aBJaHHS HE JHINE I1HAYCTPIl PO3BAKAIBHUX Irop, aje W YUCICHHUX
npodeciiHux raimy3ei. 3aBIsSKU PO3BUTKY BUCOKONIPOAYKTUBHUX rpadiunux API, Takux
sk Vulkan i1 DirectX 12, a Takox BIpOBaP)KCHHIO XMapHUX OOYMCIICHb, 3HAYHO 3pOciia
poJib IUX IUIaTGOPM y TOYHOMY MOJEITIOBAaHHI 1H)KEHEPHUX CHUCTEM, apXITCKTYpHIM
Bi3yajizalii, MEIUYHUX PEKOHCTPYKI[ISX Ta KIHOBUPOOHMLTBI. 30Kpema, 1HXKEHEpHI
cuMyssIii B mporpamax Ha kmrant Siemens Simcenter 3D ta ANSYS Discovery Live
3aCTOCOBYIOTh PYIIIMHI KOMIIOHEHTH HJisi aHali3y TEIUIOBOrO OOMIHY, HaIpy»XeHb 1
teuii, Tomi sk CAD-mopemni, iMmoproBani B cepenosuma Ha 6a3i Unreal Engine i3
BUKOpUCTaHHAM Datasmith, 103BOJISIIOTH CTBOPIOBATH BHCOKOJETATI30BaHI BIpPTyasbHI
Typu W Tpe3eHTalli apXITEeKTYpHUX MpPOEKTiB. Y cdepl aBTOMOOUIbHOI 1HAYCTPIi
NVIDIA Drive Sim Tta Unity Simulation 3a0e3neuyioTh TeCTyBaHHS alTOPUTMIB
ABTOHOMHOTO BOJIHHS B YMOBaX, MaKCUMAaJIbHO HAOMMXKEHHX A0 pealbHHUX, TOMl K Y
MeauiuHl  1oiargopmu  tumy  OsiriX 1 3D Slicer iHTerpyrors 3D-pymii s
PEKOHCTPYKIIi IarHOCTUYHUX 300paK€Hb Ta CUMYJILIL XIPypridHUX TPOLEAYp.
OpnovyacHO B KiHOBMpOOHHMUTBI ¥ peknamHux mnpoekrax Houdini ta Cinema 4D, a
Takok cekBeHcep Unreal Engine, mUpOKO BUKOPUCTOBYIOTHCA JJsi CTBOPEHHS
Bi3yaJlbHMX €(EKTIB 1 IHTEpaKTUBHUX aHIMAIlIMHUX CI€H 13 BHUCOKHUM CTyIEHEM

(dhoTopeanizmy.
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[liarpyHTsIM JUIsi LIMX 3aCTOCYBaHb € MPOBIJAHI KOMEPUIHHI pyIii, Cepell SIKUX
Unity BHpI3HSIE€TbCA MOAYJIBHOIO apXITEKTYyporo Ta Kpocmiatdopmenictio, Unreal
Engine 3a0esneuye ¢doTOpeanicTUUHUN PEHACPUHT 13 amapaTHOK IiATPUMKOIO
peiitpeiicunry, a CryEngine cliaBUTbCS MOXJIUMBOCTSIMHU TOOYI0BU IIUPOUYCHHUX
BIJIKPUTHUX CBITIB 13 peanicTuyHoio (izukoro it ocBitineHHsM.[ 1] [opsan 13 mum NVIDIA
Omniverse mpeCTaBIsiE CepeoBUIIEe CHUIBHOT poboTu 3 iHTerpaiietro CAD-maHux i
¢i3uunoro pymist PhysX, mo BigkpuBae HOBI TOPU30HTH ISl MYJIBTHAUCHUTUTIHAPHUX
NPOEKTIB. Xoua JesiKi MpoAyKTH, Taki ik Autodesk Stingray, BrpaTwim miaTpuMKy, IXHi
KOHIIENTYyaJ bH1 PIIIEHHS CTajd KaTali3aTOpOM PO3BUTKY Cy4aCHUX IHCTPYMEHTIB IS
iaTerpanii CAD-pymiiB y VR-cuienapii.

OmHuM 3 KIIFOUOBHX KOMITOHEHTIB Oyib-sikoro 3D-pymrist € Moaynb (Di3UKH, SIKUM
peanizye 3aKOHM MEXaHIKM TBEpAMX TUI, PIIMH 1Ta3iB y pexuMi peaiabHoro yacy. Cepen
HaWUTIOMIMPEHIIUX PIIIEHDb IJIs CUMYJIAIIT TUHAMIKH BIPTYaJbHOTO CEPEOBHUIIA BAPTO
sragatu onrtumizoBaHuil mig GPU NVIDIA PhysX, sikuil lupoko 3aCTOCOBY€ETHCS K B
irpax, Tak 1 B IHJKEHEpHUX Bizyamizamisx, Oibmioreky Havok, xorpa TtpagumiitHo
BUKOPUCTOBYEThCS B AAA-mpoektax, Ta Bigkputy Bullet Physics, mo nerko
IHTETPY€ETbCSI B HAYKOBl1 JOCHIDKEHHs. [[ns cremiani3oBaHMX 3aBAaHb, TaKUX SK
MOJICTIIOBAHHS JIMHAMIKH 0araTOKOMIIOHEHTHHX CHUCTEM a00 MOBEAIHKUA TPAHCIIOPTHUX
3aco0iB, 3acTocoBytoTh Chrono::Engine, 31aTHY BpaxoByBaTH CKJIaJHI BJIACTHBOCTI
MarepiaiiB — BiJ MPYXKHOCTI i B’SI3KOCTI 10 KOe(Dilli€HTIB TEPTS Ta AeMII(DyBaHHS.

MeTow aaHoi po0oTH € cTBOpeHHs mpororuny 3D pyunisi, KUl J103BOJUTH
CUMYJIIOBATH TMOBEIIHKY TBEPAUX T y BIPTyaJIbHOMY CEpPEAOBHILI 3 YypaxyBaHHSIM
¢bi3uuHMX 3aK0oHIB. Takuil pymriii Mae 3a0e3meuyBaT KOPEKTHY CUMYIIAIIIO JUHAMIKH
TBEPJMX TN 13 ypaxyBaHHsSM 3akoHIB HproToHa, rpasitariii, iHepiii Ta Teptsa. Binarak,
peamizailis ONUCAHUX MIJXOAIB JacTh 3MOTYy NONIMOWTH TEOPETUYHl 3HAHHS 3
peabHOro Yacy Ta CTBOPUTH MPOTOTHUIT YHIBEPCAIbHOI MIaT(HOpMH.

JInst TOCATHEHHS TOCTaBICHOT METH HEOOXIJIHO BHUPIIIUTH Taki 3aBIaHHS
AOCJi/IKEeHHSA s

1. Anani3 icHyrounx 3D-pymiiiB Ta Gi3UIHUX MOJICTIEH.

2. IIpoexTyBaHHS apXITEKTYpH pYILIisl.
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3. Po3po6ka anroputMiB (Hi3UdHOT B3aEMO/III.

4. Po3poOka apxiTeKTypHu Bi3yasizallii 300paKeHHS.

5. CTBOpEeHHS IPOTOTHUITY PYIIisl.

O0’exkT pociigeHHs] — polec CTBOpeHHs1 3D-1rpoBoro pyurist 3 MmiJITPUMKOIO
GIBUYHUX CUMYJISIIIHA.

IIpenmer nmocailzKeHHs1 — aIropuTMu OOpoOKM (I3UYHMX B3aEMOIINA Y
peasbHOMY 4Yaci, METOAHM BHUSBICHHA Ta 0OpOOKH 31TKHEHB, MIAXOAU 10 MOAETIOBAHHS
TBepauX TN y 3D-cepenoBuii.

JI7st HOCSATHEHHS MOCTAaBICHUX I1iJIel Y poOOTi 3aCTOCOBYIOTHCS TaKi METO/IHU:

- METOIM KOMII'IOTEPHOTO MOJENIOBaHHA — JUIsi cTBopeHHs 3D-cueHu Ta
CUMYJIAIIT (DI3UYHUX TTPOIIECIB.

- YHCEJIbHI METOOU — Ul PO3PaxyHKy pyXy TBEpAUX Ti1 (IHTerpauis piBHSHb

PyXy).

- aaropuTMu BuzHaueHHs koiiziii — AABB (Axis-Aligned Bounding Box), Sphere
Collision.

- METOAM ONTHMI3alii TMPOAYKTHBHOCTI — CIpOIIeHI Moxeni (pi3uuyHux
PO3paxyHKIB.

HaykoBa HOBU3HA i mpakTU4YHA 3HAYYHIicTh Po6oTH. [{ana poboTa momoMoxke
MOKPAIIUTA HAaBUYKHA B CTBOpeHHI 3D cUMyJsIlii, a Tako)K B MaliOyTHROMY MOYKE CTaTH
OCHOBOIO JiJIsi OUIBII HIMIEBOIO MPOAYKTY. Takok, pe3ylbTaTd poOOTH MOXKYTh OyTH
BUKOpPUCTAaHI J1J1s1 cTBOpeHHs lightweight-pymniiB auist iHai-irop ab0 CUMYISTOPIB.

OTpumaHi  alITOPUTMH  MOXYTh  3aCTOCOBYBAaTHUCS y  HaBYAJBHHUX  Ta
JOCIITHALIBKUX TITs1X. PO3po06iaeHuit mpoTOTHIT MOXKHA IHTETPYBaTH B ICHYIOY1 MPOEKTH,
ne moTpiOHO MojentoBaTH (i3UKY 3 MOXKJIMBICTIO TOHKOTO HaJlallITyBaHHS MapameTpiB

CUMYJISLII.
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Po3zin 1. AHAJII3 IPEJMETHOI OBJIACTI TA IOCTAHOBKA 3AJTAUI

Po3Butok komm’toTepHOi rpadiku Ta ITPOBUX TEXHOJOTIA 3 KOXKHUM POKOM
HaOupae oO0OepTiB, MOPOKYIOYM BCE CKJIAIHINII Bi3yadbHI Ta (I3UYHI CHCTEMU
BIpTyalibHUX cepenoBull. CyyacHl TrpaBll OYIKYIOTb HE JIMIIE BHCOKOSKICHOTO
Bi3yaJbHOTO O(MOPMIICHHS, ajie¢ M peaicTUYHOI B3a€MOIi 00’€KTIB y MPOCTOPl TPH.
OpHuM 13 KJIIOYOBUX KOMIIOHEHTIB, IO 3a0€3MeuyloTh TaKy B3a€EMO/III0, € IrpOBUM
pyuIiii — mporpaMHa cucrema, ska 00’eanye (izuuni mopeni, rpadiky, 3ByK Ta 1HIII
€JIEMEHTH B €IMHY (PYHKITIOHAJIBbHY TIIaThOpPMY.

Oco0muBy posiib y 1OMY KOHTEKCTI BIJICpae MOJEIIOBaHHS (DI3UUHUX
BJIACTUBOCTEH TBEPJUX TI1 — TAKHUX SIK Maca, IHepIlis, TepTs, TpaBiTaIlis Ta 3ITKHESHHS.
BpaxyBanHa nux ¢akTopiB y CHUMYJSILII J03BOJISE CTBOPIOBATH PEATICTUYHI Ta
JUHAMIYHI CLIEHH, 0 IM1JIBUILYIOTh PIBEHb 3aHYPEHHS KOPUCTYBaya y BIpTyaJIbHHU CBIT.
[Ipore moOymoBa irpoBOTO pyIlis, SKUW MIATPUMYE BCl III BIACTHBOCTI, MOTpelye
KOMITJIEKCHOTO TIAXOAY IO MPOEKTyBaHHS, PO3POOKHM Ta TECTyBaHHS IPOrPaMHOTO

3a0e31eueHHS.

1.1. OcnoBu 3D-rpagixu Ta Gi3M4HOr0 MOJAEJTIOBAHHS

1.1.1. Ozna0 pozeumxy 3D zpaghiku

TpuBumipHa rpadika € OAHIEID 3 HAUBAXJIMBIIIKMX CKJIAJOBUX CYYaCHHUX
KOMITIOTEPHUX  TEXHOJIOTiM, 110 Oe3MmepepBHO pPO3BUBAETHCA. Bim  mepmux
EKCIIEpUMEHTAJIbHUX MOJIEJeH, Kl CKIaJaiucs 3 MPOCTUX MONIrOHAIbHUX (Iryp, 10
cydyacHUX (OTOPETICTHYHUX 300pakeHb, IO MPAKTUYHO HE BIAPIZHIIOTHCA BiJ
peanbHUX 00'€KTIB, I Trajly3b MPOUIIJIA JOBIUM MIISAX €BOJIOIIT. 3HAYHUN TIPOPUB Y i1
PO3BUTKY CTaB MOMJIMBUM 3aBASKA 30UIBIIEHHIO MOTYKHOCTI KOMII IOTEPIB, MOSBI
MEPEIOBUX AJITOPUTMIB PEHACPUHTY Ta BUKOPHCTAHHIO HOBITHIX METOJIB ONTUMI3AIlil
300paxeHHs [4].

1.1.2. Ocnosni nanpamxu pozeumky ma euxkopucmanns 3D zpagixu

Po3Butok 3D rpadiku chOrofH1 OXOIUTIOE KIJTbKA KITFOUOBUX HAMPSAMKIB. OHUM i3

TOJIOBHUX € TIJBHINCHHS PIBHSA peaTiCTUYHOCTI Bizyamizamii [4]. BukopucrtanHs
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MEpPEeIOBUX TEXHOJOrA TpacyBaHHS MPOMEHIB Ta HOBUX AJTOPUTMIB OCBITICHHS
JI03BOJITIOTH CTBOPIOBATH 300pakKeHHsI, 10 HaOMMKeH1 10 peanbHux ¢otorpadiii. He
MEHIII BAXKIMBOIO € OINTHUMI3alisd OOYHCIIOBAIBHUX IMpoleciB [4], 1Mo aae 3Mory
pO3poOHUKaM e(EKTUBHILIE BUKOPUCTOBYBAaTH pecypcH TpadiuHUX MPOLECOPIB s
JOCSITHEHHS TI€T 3K SKOCTI Ta OJHOYACHOTO MOKPAIEHHS MPOyKTUBHOCTI..

Takox OTHUM 3 aCHEKTIB PO3BUTKY Ipadiku € Bizyamizauis (pi3uuyHuX CUMYIISIINI:
TBEpAUX TUI, M SIKMX TKaHWH, piauH Ta ra3iB [6]. lle BimkpuBae 6araro MOKJIMBOCTEH,
K B XYIOKHbOMY IUJIaHI, JO3BOJISIE CTBOPIOBATH CLIEHU 3 OLIBIIOI0 JOCTOBIPHICTIO Ta
peaiCTUYHOIO0 MOBEAIHKOIO 00’ €KTIB, TaK 1 B JOCIIJHUIIBKOMY, HAIIPUKIIA, T103BOJISIIOUH
CTBOPIOBATH JIE€TajbHI BIPTyajbHI MOJeNl OymiBeNb Ta iHTEp'epiB i€ 10 iX (I3HIHOTO
BTIJICHHSI, KOHCTPYIOBaHHS CKJIAJHUX MEXaHI3MIB Ta MEPEBIPKU TEXHIYHUX PIllIeHb 0e3

HEOOX1HOCTI CTBOPEHHS JOPOTUX (PI3UMYHHUX MPOTOTHUITIB.

1.2. ITocTanoBKa Ta aHAJII3 NpodIeMH

3aBIaHHS KOHKPETHO W1€T pOOOTH - HOCTIHKEHHS MpUHIMIIB podotu 3D pywiiis,
ix cTBOpeHHs Ta cumyisamii (i3uku TBepAMX O0’€KTIiB BcepeawHi Hux. [t mporo
HEOOXITHO PO3MISHYTH OCOOJIMBOCTI CY4YaCHHUX TEXHOJIOT1H, BHU3HAYUTH KIHOUOBI
MIIXOAW JI0 MOJIETIOBAHHA Ta CUMYISINT (PI3MYHMX TMPOUECIB Yy BIPTyaIbHOMY
CepeIOBHIIII.

AHai3 npeaMeTHoi 00JIacTi € BaKIUBUM €TaroM JOCHTIIKEHHS, OCKIIbKH BiH
JI03BOJISIE BUSHAYUTH MMOTOYHHUM CTaH TEXHOJOT1i, BAOKPEMHUTH HAUO1IBII MEPCIICKTHBHI
METOJIU Ta 3PO3YMITH OCHOBHI BUKJIMKH, 3 SKUMU CTHKAIOThCS PO3pOoOHUKU 3 D-pymiiB.
Ile mocmimxeHHS nae 3Mory chOopMyBaTH BUMOTH JIO MPOTPAMHOTO 3a0€3MEeUCHHS, 1110
Oyze po3po0IIEHO B paMKax Ifi€l poOoTH, Ta 3a0€3MMeYnTH HOT0 BiAMOBIAHICTh Cy9acCHUM
TEHJICHIIISIM 1 MOTpebdaM KOPHUCTYBaviB.

Kpim Toro, AeTanpHuUii aHaI3 IPEAMETHOI 00J1aCT1 O3BOJISIE€ BUSIBUTH MOTEHIIIHI
npoOsieMu, SIKI MOKYTh BUHHMKATH TIiJ] 4ac PO3POOKH PYIIIisi, Ta pO3POOUTH METOAM iX

nontosianHs. OIiHKA BXKe ICHYIOUMX PIILIEHb 1 X OPIBHSAHHS JO3BOJIUTH BUSIBUTU CUJIbHI
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Ta CiabKi CTOpoHW cydacHUX 3D-pymriiB, 10, CBOE YEProro, CIPHUSATUME BHOOPY
ONTUMAJIBHOTO MIAXOAY AJISl peastizaiii BIaCHOTO PYIIisl.

Ha ocHoBi mpoBeneHoro anamizy Oyae cpopMylibOBaHO OCHOBHI 3aBIaHHS JJIS
MONAJIBIIIOI  PO3POOKH, 110 BKIOYATUMYTh peai3ailito 0a30BOr0 PEHJICPUHTY,
iHTerpamniro GI3UYHUX CUMYISINA TBEpAUX TUI Ta ONTHMI3AIII0 MPOAYKTUBHOCTI. Lle
JI03BOJIUTh JIOCSATTH pe3yibTarTiB IIBUAIIE 1 €(EKTUBHIIIE, CTBOPHUBIIM IUJIaH 3

JAOCITIKEHHS Ta pO3yMiHHA MPUHLIUIIB poOoTtu 3D-rpadiku.

1.3 O cy4yacHUX irpoBux pyuiiB

IrpoBuii pywiii - e roToBa apxiTeKTypa, Ky pO3pOOHUKU BUKOPUCTOBYIOTH IS
3amycky cBoix irop [1]. CepeaHbOCTaTUCTUYHUN ITPOBUN PYIIiN Halae pPO3pOOHUKAM
MOXJIUBICTh JIOAaBaTH Takl pedi, SK KepyBaHHS (I3UKOIO, PEHACPHUHI, HEOOX1THI
CKpPUIITU BUSBJICHHS 31TKHEHb, IUTYYHUM IHTEIEKT TOLIO, 0€3 HEeOOX1AHOCTI IXHBOTO
porpaMyBaHHs.

IrpoBuil pymiidi — ue nporpamHe 3a0e3nedyeHHs, sike 3a0e3neuye 0a3oBy
(GYHKITIOHATBHICTH JIJISI CTBOPEHHS KOMM'IOTEpHHUX irop. BiH Bkitodae B cebe mMomysi
IS

e Binobpaxenus rpadiku (pernepunr 2D/3D cuen).

e OO0poOku (Hi3UYHUX B3AEMOJIIHN MikK 00'€KTaMHU.

e VYIpaBJiHHS aHIMAIIIE€IO Ta MOBEIIHKOI NIEPCOHAXIB.
e Po06oTH 31 3BYKOM 1 BBEICHHSIM KOPUCTYyBaua.

e OnTuMizallii IpOAYKTUBHOCTI AJisl PI3HUX TUIATHOPM.

CphorofiHi iCHy€ 3Ha4Ha KUIBKICTh PI3HOMAHITHUX ITPOBHUX PYIIIiB IJi pO3pOOKU
KOMITIOTEPHUX IrOp Ta CHUCTEM MOJENIOBaHHS Ha pi3HMX Iargopmax. Bci Bonu
BIIPI3HAIOTBCS 3a IularGopmamu, SKI TIATPUMYIOTb, MOBaMH IPOrpaMyBaHHS,
rpadiyHUME 1HTepdeiicamu, crenu(PiuHUMU MOXKIUBOCTSIMH, (YHKIIOHAIBHICTIO Ta
LIHOIO.

Ha cyuyacHoMy pHHKY ICHY€ KidbKa monmyiasipHuX 3D pymiiiB, KOXKEH 3 SIKMX Mae

CBO1 0COONMMBOCTI, MepeBaru Ta HEAOJIIKUA. B 1IboMy pO3/Iii PO3TITHEMO iX Ta OMUIIEMO
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TOJIOBHI OCOOJIMBOCTI, 00 MOTIM C(OPMYBATH HA OCHOBI I[LOI'O BHUMOTH JO HAaIOl
poOOTH.

Unity [14] € oguuM 13 HaWMNOMYISPHIMIMUX  PYWIiB, SKUH  IIMPOKO
BUKOPHCTOBYETHCS, B MEPIILy 4Yepry, Juisl CTBOpeHHs Bizeoirop, VR/AR-momarkiB Ta
inTepakTuBHUX cuMmysuii (puc.1.1, 1.2).[1] Moro ronoBHa mepeBara — BigHOCHA
MPOCTOTa OCBOEHHS Ta BEJIMKA CIUTLHOTA KOPUCTYBAUiB, 110 JTO3BOJISIE JIETKO 3HAXOAUTH
OIATPUMKY Ta HaB4aibHI Matepianu. OnHak, BIH Mae OOMEXEHHS Yy MPOTyKTHBHOCTI
npu poOOTI 3 BEIMKUMH CIICHAMH, IO MOXKE CTaTH IPOOJIEeMOI0 ISl MPOEKTIB 13
BUCOKMMHU rpadiunnMu Bumoramu. Unity Mae THY4YKy CHCTEMY KOMIIOHEHTHOTO
nporpaMyBaHHs Ta BUKOpucToBye C# SK OCHOBHY MOBY po3poOku. BOynoani
1HCTpYMeHTH, 30kpema Unity Asset Store, 703BOJIAIOTH IIBUIKO 1HTEIPYyBaTH PECYpPCU B
MPOEKTH. 3BICHO, TaK fAK 1€ B NEpIIy Yepry IrPOBHM pylliid, BiH I03BOJSE
BiIMaNbOBYBaTtu rpadiky (HE JUIIE TPU-, a S JBOBUMIPHY) Ta Ma€ JTOBOJI HIMPOKUIMA

HaO01p IHCTPYMEHTIB U1l PI3UYHUX CUMYIISIIIH.

: || JONH*=
Q< @pan -

Pucynok 1.1. Jlorotun Unity Pucynok 1.2. Penakrop Unity

Ilepesazu:
e [Ipocrora OCBOEHHS.
e [llupoka miaTpUMKa mIaTGoOpM Ta aKTUBHA CHUIBHOTA, TOOTO MPOCTE HABYAHHS.
e BOynoBaHuii Mara3uH, 110 3Ha4HO IMOJIErmye cTBOpeHHs.[11]
e HasBHICTb IMPOKOTO IHCTPYMEHTAPIIO JIJIsl CTBOPEHHS OY/Ib-IKOT'O KOHTEHTY.
Heooniku:
e MeHI rHYy4YKHil Y TOPIBHSHHI 3 PYIIISIMH 3 BITKPUTUM KOJIOM.

e Bucoki BUMOTH JI0 MPOTYKTUBHOCTI MPU BUKOPUCTAHHI CKJIAIHUX CIIEH.
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Unreal Engine [15], sk 1 Unity, € NOTYy>XHUM IHCTPYMEHTOM MdJii PO3POOKH
Bimeoirop Ta Bi3yamizamiid (puc.1.3, 1.4), ame 3 OULIBIIOID OPIEHTOBAHICTIO Ha
dotopeanictuuny rpadiky. BiH Takox J03BOjisS€ TPOPAxXOByBaTH 300pKCHHS B
peajgbHOMY Yaci Ta Mae MOTYXKHI MOKJIMBOCTI TpacyBaHHs npomeHiB. B Unreal Engine
po3poOka BemeThes 3 nmonoMoroto C++, xoda iCHye 1 Bi3yaJbHE MpOrpamMyBaHHS 3a
nonomoroto Blueprints. Pymriii BUKOpUCTOBY€EThCA y BEJIMKUX KOMEPLIMHHUX MPOEKTaX
Ta 1HO/A1 KIHOTHAYCTPIi 3aBASKH IIUPOKUM MOXKIMBOCTAM aHimarii. Tak camo sk 1 Unity
Ma€e MATPUMKY GIBUYHUX CHUMYJIAIIA, Ta MOXJIMBICTH 3aBaHTaKyBaTH BXKE TOTOBI,

CTBOPEH1 KOpUCTyBayaMu, kKomrnoHeHTH[ 1 ][4].

UNREAL

ENGINE

Pucynoxk 1.3. Jlororun Unreal Engine Pucynoxk 1.4. Penakrop Unreal Engine

Ilepesazu:
e Bucoka skicTh Tpadiky Ta miATPUMKA TPACyBaHHS MPOMEHIB.
e (OOMeXeHMI TOCTYTI 10 BUX1THOTO KO, IO JJA€ 3MOTY KaCTOMi3yBaTH PyIIii.
e [loryxHa cuctema aHiMaIlii Ta Gi3UUHUX CUMYIISIIH.
Heooniku:
e Bucokuii mopir BXoay JjIsl HOYaTKiBIIIB.
e BUMOITIMBICTb IO PECYPCIB, 1110 1€ OLIbIIE YCKIIAJHIOE BUKOPUCTAHHS.

Blender [16] Bxe He MOXHa Ha3BaTH IrpoBUM pyuiieM, 11e 3D maker s
MOJICTIIOBAHHS, aHIMaIlll, peHJepUHry Ta penaryBaHHs Bimeo (puc. 1.5, 1.6). La
nporpama Tak caMo J03BoJIsI€ BiaMaaboByBaTu 3D rpadiky Ta Mae 10BOMI MPOCYHYTHI
THCTpyMEHTapii s (PI3UYHUX CUMYJALIN, 32 JOMOMOTOI0 SIKOTO MOXKHA CHUMYIIOBaTU

TBEpJl Ta M’sKi 00’ €KTH, TKAaHUHU. Tako Mae JTOBOJI IIMPOKUN IHCTPYMEHTapi AJis
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CUMYJIAII] YaCTUHOK, 110, B CBOIO YEPTy, MOXKHA BUKOPHCTOBYBATH ISl CUMYJIALIT PiAUH
abo raziB. Koiu MoBa 3axonuTh mpo came Bizyanizaiito, Blender moxe 3ampononysaru
X 2 pymris s Bizyanizamii kapTtuHku (3, skmo BpaxoByBatd Workbench, 1o
BUKOPHUCTOBYETHCS JIMILE JJIsi MONEPEAHbOro mnepersiay): Eevee - cxoxkuil Ha 1rpoBi
pymiii 3a TPUHOUIOM poOOTH Ta opieHToBaHMid Ha mBuakomaito Ta Cycles -
OpPIEHTOBaHUN Ha pEANICTUYHICTh KApTUHKH, aje NpOKEepIUBUN [0 pecypciB Ta
noBiTbHUN. KOoKeH 3 WX METOIIB peHJEpy Mae CBOI TepeBard 1 HEAONIKH, IO

PO3IIMPIOE TTOTEHIIHHI MOKIIMBOCTI ITPOTPaMH.

Pucynok 1.5. Jlorotun Blender Pucynok 1.6. Pegaktop Blender

Ilepesazu:
e [loBHICTIO OE3KOIITOBHMI 1 Ma€ BIIKPUTHIN BUXITHUM KOJ.
o [loryxuuii HaOip iHCTpYyMeHTIB 1 3D-MozentoBaHHs, aHIMallli, peHaepy Ta
(GI3BUYHUX CUMYJIISLIHA.
e Mae n1Ba py1is Jyist peHIEPY, OTKE MOXKE 3aKpUTHU OiIbIIe MOTpPeO.
Heooniku:
e He po3paxoBaHuii Ha CTBOPEHHS IHTEPAKTUBHUX CUMYJISIIIN, CKOHIIEHTPOBAaHU M
CTBOPEHHI 3a3/1aJIeTiIb BU3HAYCHUX CIICH.
Cinema 4D - oagun 3 xoukypeHTiB Blender, mnpodeciitne mnporpamue
3abe3neueHHsa aius 3D-MonentoBaHHs, aHIMAallli Ta PEHAEPUHTY, CTBOPEHE KOMITAHIEIO
Maxon (puc. 1.7, 1.8). HMoro ronosua mepepara — NpoCTHii Ta iHTYITHBHHMIA iHTepdeiic,

0 JIO3BOJISIE IIBUAKO OCBOITH Tporpamy HaBiTh mouarkiBipsiM. Cinema 4D wacto
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BUKOPHUCTOBYETHCSI B aHIMallli, peKJIaMHIA 1HAYCTpii Ta apXiTEeKTypHIA Bi3yasi3allii.
BOynoBani momyni, Taki sk MoGraph, H03BOJISIIOTh CTBOPIOBATH CKJIAIHI aHIMAIHI

e(exTH 3 MIHIMAJIbBHUMU 3YCUJUISIMU.

Pucynok 1.7. Jlororunn Cinema4D Pucynoxk 1.8. Penakrop Cinema4D

Ilepesacu:
e [IpocTuil y BUKOPUCTaHHI Ta Ma€ IHTYITUBHUI 1HTEpEIiC.
e [loTyXHI IHCTpYMEHTH AJIsl aHIMAIlil Ta peHACPUHTY.
e Benuka KiIbKICTh BOYIOBaHUX MOJYJIIB AJIsi CTBOPEHHS aHIMALIMHUX e(EeKTIB.
Heooniku:
e Bucoxka BapTicTh JIIEH3I.
e MeHIa MmiATpUMKa PeaabHOTO Yacy y MOPIBHSIHHI 3 IrPOBUMH PYIIIISIMH.
Autodesk CFD - 1ne mnporpamHe 3a0e3medeHHs Uil OOYMCIIIOBAJIBLHOI
TIAPOIMHAMIKY, SIKE BHKOPUCTOBYETHCS Ui MOJETIOBAaHHS TOTOKIB PIAMH 1 Ta3iB, a
TakoX aHami3y Ttermonepenadi (puc. 1.9, 1.10). Lle moTy>KHMM 1HCTPYMEHT st
IH)KEHEpIB Ta JIOCHIHUKIB, Kl MPALIOOTh 13 CUMYJALISAMU CKIQAHUX (PI3UUHUX
mporieciB. Autodesk CFD no3Boiisie MpOBOAWTH YHWCIOBUN aHaji3 Ta ONTHUMI3alliio
KOHCTPYKLIM miepen iX (I3MYHMM BTUICHHSAM, IO 3HAYHO CKOPOUY€E BUTpATH Ha
PO3pOOKY Ta TECTyBaHHSI.
IlepeBarmu:

e [loTy)XHMI1 IHCTPYMEHT JJIs aHaJI3y MOTOKIB Ta TEIIoNepe1ayi.
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e MoXJIMBICTh 1HTErpalii 3 iHIKUMHU npoaykramu Autodesk, Takumu sik Inventor i
Fusion 360, 110 nornomarae B iHXE€HEpHIH CIIpaBi.
e [linTpumMka napaieabHUX OOYUCIICHB JJIsl IPUCKOPEHHS CUMYJIAILIIM.

HUM BTIJICHHSIM, 110 3HAYHO CKOPOYYE BUTPATH HA PO3POOKY Ta TECTYBAaHHSI.

Pucynok 1.9. Jlororun CFD Pucynok 1.10. Penaktop CFD

Henonixn:
e HeoOxiIHICTh MOTY>KHOTO O0JIafHAHHS JUTsl OUTHIIT TOYHUX CUMYJISILIIHA.

e Bucoka BapTICTh JIiIEH31i Ta KOPOTKUN MPOOHUHN TIEPioJ.

1.4. IIpobaemaruka icHyrounx komepuiiiHux 3D-pyuiiB

[Tonpu mmpoxuit BubOip roroBux 3D-pymiiiB, iX BHKOPHUCTaHHS MOB’sI3aHE 3
MeBHUMHU OOMeKeHHSIMU. OJHUM 13 TOJIOBHMX HEIONIKIB € 3aKPUTICTh BUX1JIHOTO KOIY,
10 YHEMOXKJIUBIIIOE TIMOOKY Moau(iKalio pymris Ta HOro ajanTariito mia cnenudidni
norpedu kopucTyBaya. KpiM TOro, KOMepIiiHI pyIiii YacTo CYHMPOBOIKYIOTHCS
KOPCTKUMU JIIEH31MHUMH YMOBaMHU, SIKI OOMEXYIOTh 1X BUKOPUCTAHHS B KOMEPIIIHHUX
npoekTax 0e3 BiAMOBITHUX (DIHAHCOBUX 3000B’A3aHb.

[Hmoro mpobneMoro € ckiagHicTh ocBoeHHsA. [lompu 3pyuni iHTepdeiicu Ta
MOTY>KHI MOMKJIMBOCTI, HOBaYKaM MOXKe€ OyTH Ba)KKO po3iOparucs 3 yciMa acleKTaMu
pobotu nux pymriB. BoHM MICTATH BENMKY KUIBKICTH (YHKIIIH, 110, 3 OJHOTO OOKY,
BIJIKPUBAE IUPOKI MOXKJIMBOCTI, aje, 3 IHIIOr0, BUMara€ 3HA4HUX BUTpaAT 4Yacy Ha

HaB4YaHH:.
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Xou 1g poOoTa 1 He HallJleHa HAa BHUPIIIEHHS OMKMCAaHUX BHILE IPOoOJieM, BapTO
3aUIINTA 3TaJKy MpO HHUX, 3aJUIIMBIIM MOXIMBICTh PO3BUTKY MOYATKOBOI 171€i 110
4Oroch OUIBIIOTO.

CrBopenHst BnacHoro 3D pymnisg € HaA3BUYaHO KOPUCHUM JIOCBIIOM, IO
JI03BOJIAE€ TIHOIIE 3pO3yMITH TPUHIMNN poboTu rpadiunux cucrteMm. lle copuse
PO3BUTKY HABUYOK OINTHUMI3allli aJrOPUTMIB PEHIAEPHUHTY, MOJEIIOBAHHA (PIZUUYHUX
nporeciB Ta BUKopucTaHHA Tpadpiuaux API, takux sk OpenGL. lle nae 3mory
OTPUMATH ITIHHI1 3HAHHS Ta HAaBHYKH, SIKI MOXKYTh OyTH BUKOPHCTaHI B OyJIb-SKIH raay3i

cymixHii 3 3D rpadikoro.

1.5. ®izuuni moaeJi y 3D-irpax: Buam, niaxoau, aJropuTMmu

®dizuune MmonentoBaHHs y 3D-irpax € KpUTUYHUM €JIEeMEHTOM, L0 3a0e3neuye
MPaBIONOAIOHY CUMYJISLIKD TOBEAIHKM OO'€KTIB, iXHIO B3a€MOJII0 Ta BIAMOBIAHICTH
0a30BuUM 3akoHaM (i3UKU y BipTyaidbHOoMy cepenoBuill. Lli mozem garoTh 3mory
MIJBUILIUTH CTYIIHb 3aHYPEHHS KOPUCTYBaya, a TAKOX PO3IMIMPUTH (QYHKI1OHATBHICTh
CUCTEM INTYYHOTO I1HTEJIEKTY, TEeHMIUIEHHUX MEXaHIK, BI3yaJlbHOI Ta HAayKOBOI
nocToBipHOCTI. OCHOBHI TUTIH (PI3UYHUX CUMYIIAIIN Y 3D-pymIisix BKIFOYAOTh:
° O6pobky 3imkHens [2] — BU3HaYeHHS (DAKTIB Ta MICIb KOHTAKTY MDXK TiLJIaMH, 13
MOJANBIINM PO3PAXyHKOM CHIM peakiii. B mpocyHyTux cuctemax s IbOTO
BUKOPUCTOBYIOTh QJITOPUTMHU HIMPOKO(A3HOTO Ta BY3bKO(A3HOIO TECTYyBaHHS, 30KpeMa
Bounding Volume Hierarchies (BVH), Sweep and Prune, ta anroputm I'inbGepra —
Jlxoncona — Kepti (GJK). 3 mpocTimux e aaropuTMmiB 3aCTOCOBYIOThCa Axis-Aligned
Bounding Box (AABB) a6o mie npoctimuii Sphere Collision.[6][7]
° Jlunamixy meepoux min [3][6] — yucenbHEe IHTETPYBaHHS PIBHSHb PYXY 3T1JIHO 3
apyruMm  3akoHoM Herotona. Halimommpenimn i1HTerparopu — Meron Einepa,
cuMIUIeKTHYHUI Meton Eitnepa, Ta iHTerparop Pynre — Kyrtu apyroro abo uerBepToro

HOPSAJIKY.
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° I'pasimayiro, inepyiro ma mepms[3][9] — peanizaliisi CTAJIMX CHJI 1 MOMEHTIB, 1O
JI0Th Ha 00 €KTH. Y CHUMYJIAIT YaCTO 3aCTOCOBYIOTHCS MOJEII KYJOHIBCHKOTO CYXOTO
TEPTsI, a TAKOXK TypOyJICHTHE a00 JJaMiHapHE TOBITPSHE TaIbMyBaHHS.

° Enacmuuni oegpopmayii — monentoBanHs nedopMariiiHuxX Til, TaKUX K TKAaHUHH,
I'YMOBI1 CTPYKTypH a00 OiosoriuyHi opranu. OCHOBHUMH MiX0/IaMH € MaCOBO-TIPY>KHMHHI1
cucrtemu, Meton KiHieBux enemenTiB (FEM), no3uiiitHo-opienToBana auHamika (PBD)
Ta METOJ] MarepiaibHuX To4oKk (MPM).

° Cumynayito pioun i eazié — 00OpaxyHOK pyxy (QUIIOiIIB 3a JOIMOMOTOI0 PIBHSHHS
Hag'e — CTokca y cripoIieHOMY BHIJISII. 3aCTOCOBYIOTHCS METOIM YaCTHHOK, 30KpeMa
Smoothed Particle Hydrodynamics (SPH), Ta pemrituacti MeTonu Ha 0CHOBI 00'€eMHHX
CITOK, SIK-OT MeToj MapkepiB Ta komipok (MAC) a6o Lattice Boltzmann Method
(LBM).

[Ipu cTBOpeHHI IrPOBHUX PYIIIiB MOXKYTh BUHHKATH TaKi TPYIHOIIII:

1. IIpooyxmusrnicmos — ckyagHi Hi3u4dHI PO3pPaXyHKH MOXKYTh YIOBUIbHIOBATH
poboTy rpu.
2. Tounicme cumynayii — CHPOIIECHHS MOJENeH 1HKOJIW TPU3BOIUTEH [0

HEKOPEKTHOI MOBEIIHKU 00'€KTIB (MPOXOPKEHHSI Yepe3 CTIHU, HEKOPEKTHUM IMITYJIbC).

3. Konizitina o06pobka — BUSBICHHS 3ITKHEHb MDK 00'€KTaMu Pi3HOI
CKJIaJIHOCT1 moTpelye OajaHCyBaHHS M1 TOYHICTIO Ta IIBUJIKICTIO.

4. CmabinvHicms — pO3paxyHOK (13UKHU B PEaTLHOMY Yaci MOXKE CIIPUYUHATH
"BUOyxu" (I3MUHUX MOJIEJICH Yepe3 MOMIIIKH Y YUCITIOBHX METO/IaX.

Cepen migxoaiB 10 peanizaiii GpizuuHux Mojaenen y 3D-pymrisx ciijy BAOKPEMUTH
aHAJITUYHI, €BPUCTUYHI Ta YMCEJIbHO-IHTErpaliiiHl. AHAIITHYHI MOJENl 3a0€31e4y0Th
BHUCOKY TOYHICTb, aJieé PIJKO 3aCTOCOBYIOTHCSI B pEajbHOMY 4Yaci uepe3 OOMEKECHHs
MPOAYKTUBHOCTI. EBpUCTHMYHI MIIXOAM, HABMNAKH, 3HWXKYIOTb TOUYHICTh 3apaju
IIBUIKOI1, JO3BOJISIFOYM YHUKHYTH YUCEIBHUX HECTaOlIbHOCTEH. UncenbHI METOoAH,
BKJIOUarou iHTerpaunito 3a Ednepom um Pynre—KyTToro, cTBOprooTh OanaHC MiX
TOYHICTIO i €)EKTUBHICTIO, IPOTE MOTPEOYIOTh PETEIBHOI CTA0LII3a1lli CUMYJIAL].

JIo OCHOBHUX TPYIHOINIB MpU TMOOYIOBI (PI3UYHUX CUCTEM y peaTbHOMY dYaci

HajieXkaTh OOMEXKEHHS MPOAYKTHUBHOCTI mpoliecopa abo rpadigyHOro Impoiiecopa,
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HEOOX1AHICTh pO3MNapaletoBaHHs O0UHCIEHb, 3a0€3MEUEHHS] YUCIIOBOI CTab1IBHOCTI Ta
BIJICYTHICTh 3aTpUMOK MK BHSBICHHSIM TOfii 1 1i rpadidyHO0 penpe3eHTaIi€ero.
Po3po6HUKH 3MyIIeH] 6alaHCYyBaTH MK BI3yaJbHOIO JIOCTOBIPHICTIO, 0OUHCITIOBATIBLHOIO
CKJIQJHICTIO i MOTpedamMu reiMIn3aiiHy, 110 4acTo 3yMOBIIIOE BUKOPUCTAHHS TOPUTHUX

anropuT™MiB abo 3aMiHy (HI3UIHO KOPEKTHUX CUMYIIAIIN HA eMITIpUYHI MOJIETI.

1.6. Bumoru Ta 0co0JIMBOCTI CTBOPEHHSI CUCTEMU
Ak MU MoxkemMOo MO00aYUTH 3 TMOAAHOTO BHIE TMEPeiKy MPOrpaMHOIO
3a0e3IeUeHHs, sIKe BXKE ICHY€ Ha PUHKY, BCl BOHU MIITPUMYIOTh /1Bl BaXJIMB1 B HAILIOMY
KOHTEKCTI (PyHKIIIi: Bizyamizamis Ta peHuep 3D ciieHu Ha JBOBHUMIPHOMY €KpaHi Ta
CUMYJIALII0 (PI3UMYHUX BIACTUBOCTEM PI3HOTO CTYIEHS CKJIAIHOCTI. | Xoua MOKIMKaHHS
[IUX TPOrpaM MOXE YK€ BIJIPI3HATHCH - BiJl ITPOBHX pPYIIiiB 1 yHiBepcalbHux 3D
nakeTiB 70 NpodeciiHMX 1HXEHEPHUX 3aCTOCYHKIB, 110 BUKOHYIOTb KOHKPETHY
npoduibHy 3azady, 0a30BO iX (yHKIIOHAJT MOXHAa 3BECTH JI0 JBOX CHCTEM - BHUILE
onucaHuXx (Pi3UYHOT CUMYIISIIIT Ta BUBOY 300payKEHHS HA €KPaH.
Ha ocHOBI [uX 3HaHb CKJIAJIEMO TEXHIYHI BUMOTH JIO MPOEKTY.
1.6.1. @i3uyna cumynauis
®di3uvHa CUMYIIAIIS € OHUM 13 KJIIOYOBUX aCIEKTIB IT1€1 poOOTH. [T ocHOBHA MeTa
— CTBOPEHHS PEaICTUYHOI B3a€MO/Ii 00'€KTIB y CIIEHI BIAMOBIIHO J0 3aKOHIB (P13HKH.
Jlns 1mporo Oyne BIPOBAKEHO QJITOPUTMH, SKI 3a0e3ledaTh TOYHHM PO3PAXYyHOK
KOJI131#, pyXy TiJ1 y IPOCTOPI1, TPaBITALIITHUX CUJI, CHJI TEPTA Ta MPYKHOCTI.
KirouoBi motpedu mnpu BIpoBaKeHH] (Pi3UYHOT CUMYJISIIIL:
e JlocTaTHs pealliCTHUHICTh B3aEMOIIT MK 00'€KTaMHU.
e MoxuuBiCTh poboTHu (IepemiteHHs/Monudikaris Gpi3MIHUX BIACTUBOCTEH) 3
IHTEPAKTUBHUMHU €JIEMEHTAMHU CLICHHU.
e Hapjaru kopucTyBauaM MOXIJIMBICTh IHTEPAKTUBHOT B3a€MOIIT 31 CLIEHOIO.
1.6.2. Penoep 300paxcenns
MoxnuBICTh Bi3yasi3alli CLEHM Yy JOCTATHIA $KOCTI g KOMQOPTHOro ii
CIPHUMHSATTS KOPUCTYBa4deM € (yHIaMEHTAIBHOIO BUMOTOIO Jisi Oyab-sikoi 3D-cucremu

[4]. Bizyamizamis mae 3a0e3neuyBaTd KOpPEKTHE BIJOOpaKeHHS TE€OMETpli, TEKCTYyp,
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CBITJIA 1 TIHEH, 110 He OyIyTh HAATO BUMOIJIMBUMU J0 PECYPCIB KOMIT FOTEpA 1 B TOM Ke
9ac JI0CTaTHhO MPUEMHUMH OKY.
OCHOBH1 BUMOTH JI0 PEHJICPUHTY:
e 30ayaHCOBaHE BUKOPUCTAHHS PECYPCiB ISl 3a0€3MeUeHHS TIJIaBHOI poO0TH
CHUCTEMHU.
® MOXJIMBICTh CTBOPEHHS HAMIOBHEHUX CIEH 0€3 3HAaYHUX BTPAT MPOyKTUBHOCTI.
1.6.3. 3po3yminuit inmepdeiic
Xo4 B IIbOMY MPOEKTI BiH 1 Oyle MOBOJII MIHIMaJiCTUYHUM, KOPUCTYBAI[bKHUMA
iHTEepdeic Mae OyTH IHTYITUBHO 3pO3yMUIMM Ta aJallTUBHUM JI0 TOTPeO pO3pOOHUKIB 1
kopucTyBadiB. OCHOBHAa MeTa TIOJSTAE B HAJaHHI MOXJIMBOCTI MIBUIKO po3iOparucs y
(yHKITIOHAI TTporpaMu Ta OTPUMATH JOCTYIT A0 HEOOXITHUX HalallTyBaHb 0€3 3alBHX
CKJIATHOIIIIB.
1.6.4. 3po3ymine ma 3pyune Kepyeanus
KepyBannst y 3D-pymriimae OyTH THYYKHUM, 3pYYHUM Ta BIANOBIIATH
CTaHJAPTHUM TPAKTUKaM y Taimy3i. Lle BKiIrodae cucTeMy TapsauXx KJIaBill, MOXIJIHBICTh
3MIHIOBaTH TapaMeTpH B peajlbHOMY dYaci, a TaKOX BHKOPUCTaHHS 3BHYHUX CXEM
yIpaBIiHHSA KaMeporo Ta 00'eKTaMH Y MPOCTOPI.
OCHOBHI BUMOTH JI0 KEPYBAaHHSI B IPOrPaMi:
e BuUKOpHCTaHHS YCTAJIEHUX B IHAYCTPIi rapsiaux KJIaBIMI ISl JIETKOI aJanTanli.
® MOXIIMBICTh 3MIHH JI€SKUX MapaMeTpiB (SK-OT MIBHUIKICTh NEPEMIIICHHS KaMEPH)
KOPUCTYBauEeM.
o MiHIMaTICTUYHICTh Ta MPOCTOTA B PO3YMIHHI.
1.6.5. /lTocmamus weuokooisn
[IIBuaKomisl pyuIis € KPUTUYHO BaXJIMBUM (HaKTOpOM, IO BILIUBAE Ha HOTO
MPUAATHICTG JUIsI TPAKTUYHOTO BUKOPUCTAHHSA. BHCOKa TPOAYKTHBHICTH J0O3BOJISE
IPAIIOBATH 3 BEJIMKMMHM CLICHAMH, CKIQAHUMU (I3UYHUMH CUMYJISIISAMHU Ta €(peKTUBHO
BUKOPHUCTOBYBATU JOCTYITHI OOYUCIIOBAJIbHI PECYPCH.
Bucoka nmpotyKTUBHICTh CHCTEMH JI03BOJIUTH:

e [lIpamroBaTu 3 BETUKUMH ClIeHAMH 0€3 3HaYHUX BTPAT MPOyKTUBHOCTI.
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e MiHIMI3yBaTH 3aTPUMKH Y CUMYJISIT (PI3MUHUX TTPOIIECIB.

e OnTuMI3yBaTH BUKOPUCTAHHS allapaTHUX PECYPCIB IS T1ABULIICHHS

€(heKTUBHOCTI POOOTH.

1.7 IlocTanoBka 3axaui

[IpoBeBIIM neskuil MpeIMETHUN aHaI13 TEMHU, ONMMIIEMO BX1HI Ta BUXIJIHI JIaHl a

TaKoXK (PyHKIII sIKI Ma€ BUKOHYBATH CUCTEMA!

Bxiani gani

[TonoxeHHs MUIIIKY B BIKHI TIPOTpaMHu.
HarucHyTi knaBiii Ha KiaBiaTypi.
HarucHyTi knaBiini Ha MHIIII.

3a3ganerijib BCTAHOBJICHI IMOTEPE/IHI HaJIallITyBaHHS.

Buxinni nani

300pakeHHsI 31 3pO3yMUIUM BiJJOOpa)KEHHSIM CTaHy 00’ €KTIB Ha CIICHI.
Craructuka poOoTH nporpamu (KajapiB Ha CEKyHAY TOILO).

HeoOxiaH1 maH1 BIUIaIKH.

DyHKkuii cucreMu

Po3paxyHOK TOYHOTO TIOJIO’KEHHS 00’ €KTIB Ha CIICHI B peaIbHOMY Yaci.
MoXIHBICTh 3MiHH CTaHy 00’ €KTIB i1 4ac poOOTH MIPOTpamMu.

3miHa Gi3UYHUX TapaMeTpiB 00’ €KTIB MMiJl YaC CUMYIISITT

MOXIHBICTh CUMYJIISAIIT Oy/Ib-IKOT KUTBKOCTI 00’ €KTIB

MOoXTHBICTh 3MiHH HAJIAITYBAaHb MPOTPAMHU.
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Pozain 2. MIPOEKTYBAHHSA MTPOTOTHITY 3D I'POBOT'O PYILIIA

[IpoekTyBaHHS € KIIOYOBUM €TalloM Yy PO3pOOIl Oyab-sIKOTO MPOTrPaMHOTO
3a0e3IeueHHs, 0COOTUBO KOJU MAETHCS PO CUCTEMH, 10 MOEAHYIOTh B cOo01 Tpadiyuny,
(G13M4Hy Ta JIOTIYHY CKJIaJoBl, K y BUOAAKy 3 3D irpoBum pymiiem. CaMe Ha LbOMY
etamni (OpMYy€EThCS 3arajibHa apXiTeKTypa CUCTEMH, BU3HAYAIOTHCS 11 MOy, criocoOu
B3a€MOJIT MK HUMU, AJITOPUTMU 00pOOKHU (P13MUHUX MOJIN Ta MEXaHI13MU Bi3yasi3allii.

VY KOHTEKCTI CTBOpeHHS mpoToTumy 3D irpoBoro pyuris HaJ3BUYaliHO BaXKJIMBUM
€ TouHe (OpPMYIIOBaHHS BHUMOI JO CHUCTEMHM, BHOIp ONTHUMAJIbHUX TEXHOJOTIH Ta
IHCTPYMEHTIB, a TakoK MOOydOBa CTPYKTYPHHX 1 TIOBEIIHKOBUX MOJENeH, SsKi
3a0e3neuaTh THYUYKICTh, MAcIITa0OBaHICTh 1 MPOAYKTUBHICTH MallOyTHHOTO MPOIYKTY.
Oco0nuBy yBary BapTO MPHUAUIMTA MOJAEIIOBAHHIO (PI3MUHUX BIACTUBOCTEH TBEPIUX
TUI, SIK1 MalOTh OyTH aJIeKBaTHO B1I0OpaxeH1 y BIPTyallbHOMY CEpPEAOBUIILI.

Lle#t po3aia NPUCBSIUYEHO OMKCY IMPOLIECY MPOEKTYBAaHHS IPOrPaMHOi apXiTEKTypu
pylis, MOIYIiB 00poOKU (PI3UYHUX B3aEMOJIM, CTPYKTYpU JAHUX JJIA MPEACTABICHHS
3D-00'exTiB, a TAKOXK B3a€EMO3B’SI3KIB MK rpadiuanm iHTepdeiicoMm Ta Hi3UIHUM SAPOM
cucteMu. Pesynpratu NMpoeKTyBaHHS JISDKYTh B OCHOBY peanizaiii (pyHKI1OHAJIbLHOTO

MIPOTOTHILY, 1110 JO3BOJUTH OL[IHUTH €()EKTUBHICTh OOpAaHUX MiAXOAIB Ta PIILICHb.

2.1 AnaJji3 BUMOT 0 pyllif

2.1.1. I'onoeni ghynkuyionanvni moxcaugocmi

OCHOBHOIO METOIO CTBOPEHHS PYIIis € 3a0€3MeYeHHs] IHTErPOBAHOI CUCTEMHU, 11O
o0'eqHye 0a30By Bigyamizamito 3D-cuienm Ta cumynsmito (izuwgHux mporecis. lle
O3Hauae, 0 Pyl Mae MIATPUMYBATHU JIBa KJIIOYOBI HANPSIMKUA POOOTU: PEHACPUHT,
AKUW BIJINOBIJAE 3a BIJOOPaXEHHsSI CLEHUM Ha JBOBUMIPDHOMY €KpaHi, Ta (Ii3uyHy
CUMYJIAILIIIO0, sIKa 3a0e31euye peajlicCTUUHy B3a€MOJII0 00'EKTIB 3a 3aKOHAMU (Di3UKH.

Bizyasizanisi Ta pengepunr. PenaepuHr — 1e HE MNPOCTO MPOLEC BUBOAY
300paKEHHS, a CKJIATHUNA MEXaHi3M, SKHH Ma€ BpPaxOBYyBaTH T€OMETPII0, TEKCTYpH,
OCBITJICHHS, TiHI Ta 1HIII Bi3yajbHI eekTu. IcHye 6araro pi3sHUX PEKUMIB PEHCPUHTY,

cepell HUX:
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° bazosea pacmepuszayin [17]. lle HamoOmuMpeHIUNA METOJ PEHIACPHUHTY,
AKUN BUKOPUCTOBYEThCA y OLIBIIOCTI irpoBux pyuriiB. [Ipu pactepusanii TpuBuMipHa
CIIeHAa TIEPETBOPIOETHCS Yy JBOBHMIpPHE 300pa)K€HHS 3a JOMOMOror mpoekiii. [lei
npolec  BKIIOYA€E  OOYMCIICHHS  TOJIOKEHHS  BEpIIMH, CTBOPEHHSA  IOJIITOHIB
(TPUKYTHHUKIB) 1 MEPETBOPEHHS iX Ha MIKCEl, Kl B1I0Opa)kaloThbcsl Ha ekpaHi. MeToa
BIJIOMHUH CBOE€I0 BHCOKOIO INBHJKICTIO Ta €(EeKTUBHICTIO, IO pPOOUTH HOTO
ONTUMAJBHUM JI1 pOOOTH B peajbHOMY 4Yaci Ta BUIMAAKaX KOJIU TMPIOPUTETHOIO €
IITBU KOS,

° Tpacyeanna npomenie (Ray Tracing) [17]. Ilpu TpacyBaHHI IpOMEHIB
CUMYJIIOEThCA TOBeiHKa CcBiTia. KoxeH mikcelb 300pa)KeHHS BU3HAYAETHCS ILISIXOM
BIJIIPABJICHHS MPOMEHS 3 KaMepH, sIKUW B3aemofie 3 00’ektamu cueHu. Lle no3Bomsie
TOYHO BIATBOpUTH €GEKTH BIAOWUTTA, 3aJOMJICHHS Ta TiHI, 3a0€3MeUyroun
peanicTUUHICTh 300pakeHHs. (OCHOBHMM HEIOJIIKOM IIbOITO METOJy € BHCOKa
o0YMCIIOBAJIbHA CKJIQJHICTh, 110 MOXE MPU3BOAUTH 10 MOBUIbHOI poOOTH, 0COOIUBO
MIPU CUMYJISIT B PEXKUMI peaIbHOTO Yacy.

° I'iopuani metoau pengepunry [17]. I'Opuani MeTOmM TOEAHYIOTH
nepeBaru 0a30BOi pacTepu3allii Ta TpacyBaHHsS NpomeHiB. Hampuknana, ciieHa mMoxe
OyTH MOmepeaHbO BiApPEHIEpeHa 3a JIOMOMOrOI0 pacTepu3allii, a KIOYOBI €IEeMEHTH,
Takli SK TIHI 49U BiIOUTTS, JOTIOBHIOIOTHCS TpacyBaHHSIM MpoMeHIB. Takui miaxina
J03BOJISIE€ IOCATTU BUCOKOI SIKOCT1 300pa’K€HHS 3 MEHILIOK 00YHCIIIOBAIBHOIO BapTICTIO,
HI)K TIOBHE TPaCcyBaHHS IMPOMEHIB.

VY naHiii poOOTI BUKOPUCTOBYBATUMETHCSI 0a30Ba pacTepu3allisi, OCKIJIbKH BOHA €
HaWOUIbII JOCTYMHOK Ta MPOCTINIOW Yy peani3ailii, O0COOJIMBO 3 BUKOPUCTAHHSIM
OpenGL, rpadiunum API, mo Oyne Bukopucrano B 1iii poboti. Pacrepusaris modpe
miaTpuMyeTbest uuM rpadiuaum APl 1 qo3Bosise MIBUAKO Ta €(PEKTUBHO BiI0OpaKkaTh
3D-cuieHn y pexXuMi peasbHOTO 4acy, 0 € KIFOUYOBUM JIJIsi PO3POOKU 1HTEPAKTUBHOTO
nporotury. Kpim TOro, BoHa € JOCTaTHBOIO JJisi JOCSTHEHHS BHUCOKOI SIKOCTI
300paXeHHS y paMKax HaBUaJbHOTO IMPOEKTY, JO3BOJITIOYM 30CEPEIUTHUCS Ha IHIINX
acrmeKTax po3poOKu pyIris.

®dizuyHa cumyJasnisi[6]. B koM’ 10TepHUX irpax peanicTuyHa CUMYISisA Pi3uKu
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TBEPAUX TII € KIIFOYOBUM €JIEMEHTOM, [0 BU3HAYa€ TNIMOMHY 3aHYPEHHS KOPUCTyBava y
BIpTyalbHUI CBIT. 3aBASKA (PI3UYHUM CHUMYJSLIAM OO0'€KTH B 1rpaXx MOBOASTHCS
PUPOJIHO: BOHU PEaryroTh Ha 31TKHEHHS, 3MIHIOIOTh HAIIPSIMOK PYXY, ONMUHSAIOTHCS i1
BILTMBOM TpaBiTalli, I€MOHCTPYIOTh €PEKT TEPTs Ta MPY>KHOCTI, 0 POOUTH B3AEMO/IIIO
MaKCUMaJIbHO HaOJIMKEHOIO J10 peajbHOCTI.

Y npodeciitnux pomarkax, Takux sk CAD/CAM-cucremu abo 1HXKEHEpHI
CUMYIIATOPH, AeTalbHa (Pi3UUHA CUMYIISIIS JO3BOJISE MPOBOJUTH YUCICHHI aHAI3H J0
noyatky BuUpoOHmITBA. Hampukiaa, po3paxyHOK CTIMKOCTI KOHCTPYKIN il BILTHBOM
PI3HMX HaBaHTaXE€Hb, TECTYBAaHHSA TOBENIHKM MEXaHI3MIB MpU 3ITKHEHHSAX abo
BHU3HAYCHHS €()EKTUBHOCTI CUCTEM OXOJOoMKeHHs. Lle cripusie BUABIEHHIO TOTEHIIHHUX
npoOJieM Ha paHHIX eTamax po3poOKH, MI0 3MEHINYE PU3UKU Ta BUTPATH, MOB’S3aHI 3
(p13MYHUMH IPOTOTUIIAMH.

Po3rnsineMo 0CHOBHI acieKTH (h13UYHOT CUMYJISIIIT:

o Kouizii[6]. Cumynsiis KoJi31il 103BOJISIE BUABIIATUA Ta PO3PAXOBYBATH B3a€EMOJIIIO
MDK O0O'€eKTaMH, KOJIM BOHM CTHUKAlOThCA. Y 1Irpax L€ CTBOPIOE BIAUYTTS
PEaTICTUYHOTO KOHTAaKTy MK o0'ekTamu, a B mpodeciiHMX gofarkax —
3a0e3neuye TOYHE MOJICTIOBAHHSA 31TKHEHb, III0 KPUTUYHO JIJIsl IEPEBIPKU O€3MeKu
KOHCTPYKLIIA Ta MEXaH13MIB.

e Jlmnamika pyxy[6]. MonentoBaHHs [IHHAMIKA PYXy OXOIUIIOE PO3PAXYHOK
IIBUIKOCTI, IPUCKOPEHHSI Ta TPaeKTOpik pyxy o00'ekTiB. Lleit acmekT mo3Bodsie
CTBOPHUTH PEAJIICTUUHY IMOBEIHKY IIiJ] Yac NMEePEMIIICHHS — HAPUKJIIa, IMaIiHHS,
cTpubku abo BiACKOKH. Y mpodeciiHUX MporpaMax Taki CHMYJALIi
BUKOPHUCTOBYIOTHCSl JIII aHAJI3y MEXaHIYHUX CHUCTEM Ta MPOTHO3YBaHHSA
MOBEAIHKY KOHCTPYKIIHM y PI3HUX YMOBax €KCIUTyaTallii.

o Teprsa[6]. Ebekr TepTs Moaentoe onip pyxy MiX MOBEPXHIMHU, 1110 KOHTAKTYIOTb.
B irpax me Moxe BUSIBIISITUCH SIK BIUTMB Ha MOBEAIHKY TPAHCIIOPTHHUX 3ac00iB 200
pyX o00'ekTiB, a B MNpodeCiiHUX CHUMYIAIIAX € KPUTHYHUM JJIs1 aHajizy
€(EeKTUBHOCTI CHCTEM OXOJIOMKEHHS, PYXOMOCTI MEXaHI3MIB, a TaKOX I
IIPOrHO3YBaHHS 3HOLLEHHS JeTajeil.

e IlpyxnicTn[6]. [Ipy>XHICTh BIAMOBIZAAE 3a 3/IaTHICTh MaTepiajiB MOBEPTATUCS O
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nepBUHHOT opmu miciisa AedopMalii. Y BIpTyalbHUX CEPEIOBHINAX 1€ TO3BOJISIE

MOJIETTIIOBATH, SIK 00'€KTHU BiIOUBAIOTHCS a00 3MIHIOIOTH (DOpMyY TpH 3iTKHEHHI. B

npodeciiHuX JoAaTKax CHUMYJISIS MPYXHOCTI BUKOPUCTOBYETHCS JJISl aHAI3Y

MOBEJIHKK MaTepiaiiB IiJ] HABAHTAXKCHHSM, 110 € OJHUM 3 HaWBaXKIIUBIIIUX

napameTpiB IpH MPOEKTyBaHH1 Oy/iBeIh a00 MaIuH.

o Inmi cwim. [lo iHmMMX cui, MO MOXYTh OyTH 3MOJENIbOBaHI, HaJCKaTh,
HalpuKJIaJa, aepoauHaMiuyHi edexTtd abo Cuiu, 10 BHHUKAIOTh TMPH
€JIEKTPOMAarHiTHUX B3aeMOisX[6]. Xoya B irpax Iii aCeKTH YacTO CHPOIIYIOThCS,
B MPOQECIHHUX CUMYISIISAX BOHU MOXYTh OYTH KPUTHYHO BAKIUBUMH IS
TOYHOCTI TPOTHO31B 1 PO3PaxXyHKIB.

Takum uuHOM, O(i3uyHi cumymsmii 'y 3D-pymnisx  103BONSIIOTE HE  JIMIIE
CTBOPIOBAaTH 3aXOIUIIOIOYl Ta peajiCTU4YHI IrpoBl CBITH, ajie ¥ 3abe3mnedyBaru
BHCOKOTOYHY CHUMYJALII0 sl NpodeciiHUX 3acTOCYBaHb, IO BHUMAararOTh TOYHHX
PO3paxyHKIB Ta aHaji3y (i3UYHUX TPOLIECIB.

InTepakTuBHICTH Ta KepyBaHHs. Pyuiiii moBuHeH OyTH CIPOEKTOBAHUN TaKUM
9UHOM, 00 JO3BOJIMTH IHTEPAKTUBHY B3aeMopito 3 ob'ekramu y creHi. lle Bkmrodae
MOJKJIUBICTh 3MIHU TOJIOKCHHS, (PI3MYHUX BJIACTHBOCTEH, a TAaKOXX pearyBaHHS Ha Jii
KOpUCTyBaua (HATUCKaHHS KiaBlll, pyX Muml Tomo). BaxmmBo, mo0 iHTepdeiic
KepyBaHHS OyB 3pyYHMM Ta IHTYITUBHO 3pO3YMIJIMM, IO CIOPUATAME IIBUIKOMY
OITAaHYBAaHHIO CUCTEMH KIHIICBUMH KOPUCTYBaYaMHu.

o0 kpamie 3po3yMiTH BHYTPIIIHIO CTPYKTYypy pyllis Ta JIOTIKy HOTO
(GYHKITIOHYBaHHS, TOIIJIBHO 3BEPHYTHUCH JI0 Y3arajlbHEHO1 OJIOK-CXeMU (DyHKIIIOHATBHUX
MoaymiB (puc.2.1). Bona imocTpye OCHOBHI KOMIIOHEHTH TPOTPaMHOI CUCTEMU Ta iXHi
B3a€MO3B’si3kM. Ha cxemi BimoOpakeHO, SK MK CO0OI0 B3a€EMOIIIOTH MOTYI1
Bi3yasizailii, (i3uyHO1 CUMYJIsLIii, 0OpOOKH BBEACHHS, YIPABIIHHS CIICHOIO Ta 00POOKH
norikd rpu. OcobnuBa yBara NpulieHa MOAYIBHOCTI apXiTEKTypH, L0 3abe3redye
THYYKICTh TIpH peanizaiii GyHKIIOHATY Ta PO3IIMPIOBAHICTh CUCTEMH B MallOyTHHOMY.
Take po3isieHHs TO3BOJISIE€ YITKO BIIOKPEMHUTH BiAMOBIIATBbHICTh KO)KHOTO KOMIIOHEHTA

Ta SMCHIIUTHU CKJ'IaI[HiCTB IXHBOTO TCCTYBaHHA, HAJIAT'OKCHHA 1 HiI[TpI/IMKI/I.
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[onosHUI MOaYNb
nporpamm

L= l

Cucrema KepyBaHHS CucTema iHTepdeiicy

H v L — |
Cuctema ghisnyHOT IHiyianizayisi ImGui MaHeni HanawTyBaHb
OBpobka Beoay cumynsi Peparysants ob'extis

- oo
v v v
KepygaHHs kamepoio CucTema peHaepuHry
v £ H v y__
O6pobka wweigepis DyHKUIT BigMantoBaHHs

Cumynsuis disukn BusHaueHHs konisii ®i3U4Hi KOMMOHEHTU

Pucynoxk 2.1. biok-cxema (pyHKIIOHAIbHUX MOJYJIIB POTpaMu

[Ipore B3aeMomist MiX MOAYJISIMH BHMAara€ TaKOX YITKOrO BU3HAYEHHS MOTOKIB
JaHUX, 10 BUKOPUCTOBYIOTHCS CUCTEMOIO i yac podotu. Lle 0co0nuBo BaxiIuBO i
3a0e3MneueHHs KOPEKTHOTO 1 CHHXPOHHOTO OHOBJICHHSI CTaHy 00'€KTIB y CII€HI: (Pi3UUHUX
3MiH, BI3yaJIbHHX BiJ0Opa)K€Hb 1 peakiliii Ha BX1JIH1 /i KOpHUCTyBaya.

Jiarpama mnotokiB maHux (puc.2.2) BiI0Opaka€e OCHOBHI eTanu OOpOOKHU
iH(dopmallii y mporpami — BiJl MOMEHTY HAaJXO/DKCHHsS KOMaHJIIM BiJ KOpHUCTyBada J0
(1HaNBHOTO PEHEPUHTY CLIEHHU. Taka CTpYKTypHa Bi3yasi3allisi 103BOJISE MPOCTEXKUTH,
K B110yBa€THCSl OHOBJICHHS CTaHY CLIEHU B peajJbHOMY Yacl, YHUKaIOUH KOH(IIKTIB MK

($i3uyHOIO Ta rpadivHOI0 YaCTUHAMU PYIIIis.

2.1.2. MiHiMaJIbH1 BUMOTH JI0 IPOAYKTUBHOCTI

Jlist Toro, mo6 pywiid OyB NpUAATHUM JUIsl BUKOPUCTaHHS Y peaJlbHOMY 4Yaci, BiH
MOBUHEH 3aJ0BOJILHATH MiHIMaJIbHI BUMOTH JO0 TMPOXYKTUBHOCTI. I[IpOMyKTHUBHICTB
BU3HAUAETHCSA 3JIATHICTIO CHCTEMH OOpOOJISATH BEJIUKY KUIBKICTb OOYMCIEHb, IO
MOB's3aHI 3 PEHACPUHIOM CKJIAAHUX CIIEH Ta CUMYIAIMIEI0 (I3MYHUX TpoleciB 0e3
3HAYHUX 3aTPUMOK.

O0unciaoBanbHa edeKTHBHICTb. MiHIMaIbHI BUMOTH JO HPOIYKTUBHOCTI
BKJIFOUAIOTh MOXJIMBICTH OOPOOKH JOCTAaTHHO BEJIUKOI KIJTBKOCTI MOJIITOHIB, TEKCTYp Ta

CBITIIOBHUX edekTiB 0e3 pizkoro naginHs yactotu kaapiB (FPS). Lle o3nauae, mo pymriit
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MOBUHEH OyTH ONTUMI3OBAHMM K 3 TOUKH 30py BUKOPHCTAHHS MaM'ATi, TaK 1 3 TOUKHU

30py OOUYMCITIOBAILHOI MOTYXHOCTI. Jyis migBuiieHHs €()EeKTUBHOCTI pOOOTH MOXKYTh

OyTH BUKOPHCTaH1 KUJIbKa METOJIIB ONTUMI3aIlli, TAKUX SIK:
e PiBni aeraaizanii (LOD): ABToMaTuyuHe 3HMKEHHS KIJIBKOCTI TOJIITOHIB 00'€KTa
3QJIEKHO BIJI BIJICTAHI JO KaMepH, IO JI03BOJISE 3MEHIIUTH HAaBAaHTAXEHHS Ha

rpadiuamii mporecop 6e3 MOMITHOI BTpaTH SIKOCT1 300paKeHHS.

Fonos ik yakn nporpamt

06pocika BBOAY deltaTime

B3acMopin 3 GUI  deltaTime

puop eoe

Iﬁ

THAEKC cHnn
xoniii
BHOPAHOTO OB'EKTY rpasiTaLin
|
L4 v h 4

‘OwosneHta GUI ‘ BraHayeHnA konisii

| somonanncn

onmrain |

1

. WBMAKICTE
HATHCKAHHA KNagily KonbopH ” BEKTOpH
V-sync TpancopmaLi 00 eKTis MoaudiKaLi 0G'exTiB waca npHCKOPeHHA
pyX i BnacTueoCTi BIALITORXYEAHHSA
Bif0GpaKeHHa npy’HicTe
L l
v v
OHOBMEHHS! 30BHILLIHBOTO - OHOBrIEHHS DISHHIX _
OHOEMEHHA HANALTYBAHb OHOBNEHHA TpaHEDOpHALiE y BupilueHHA Konisiit IHTerpalyia pyxy frameTime:
BnmAgy napameTpis
HOBI no3YT ) )
HoBi napameTpn HOBi napameTpu HoBi o3y

WBMAKOCTI
|

v v i v
v

" " noauyit
HoBi BnacTusoCTi HoBi TpaHCpopIaLi

obepratin
v

KepyBaHHs Kamepoio OHOEBrEHHS reomeTpi

I4

HOBI NapaveTpu napametpn "
Kamepu pernepuiry
v l v
noauyT
rosnan o0epratiia
oGeprats .
macwra
Fov
xonip
|
L
] v
MaTpuL View/Projection PeHAEPHHT CLEHN
uniforms
v v
HanawrysaHs weinepis
napamerpy
PeHAepUHry

Bigmaniesatha mewis

Pucynok 2.2. Jliarpama noToKy JTaHUX
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e GPU instancing: Texnika, ska J03BOJII€E OJIHOYACHO PEHIECPUTH BEIUKY
KUIBKICTh OJHAKOBMX O0O0'€KTIB, BUKOPUCTOBYIOUM OAMH 1 TOM camMuil HaOip
reOMETPUYHHX JaHMX, 110 3HAYHO 3HUXKY€E BUTPATU PECYPCIB.

e 3MeHIIeHHsl KiJbKOCTI BHUKJIUKIB penaepunry: Ontumizailisi BHKINKIB
PEHJIEPUHTY NUIAXOM O0'€THaHHS O0'€KTIB 3 MOAIOHUMM BJIACTUBOCTSAMHM JIJIS
3HUKEHHSI KUIBKOCTI okpemux 3anuTiB g0 GPU, mo pomomMarae moxkpamiuTu
MPOAYKTUBHICTH CUCTEMH.

L1 meToan MoXkHA Oy/ie BIIPOBAAUTH Y pa3l BUHUKHEHHS IPOOJIEM 31 IIBUAKOIIEIO
CHUCTEMH, IO JO3BOJUTH AJaNTyBaTU SIKICTh 300payKEHHS IO MOXJIMBOCTEH arapaTrHOro
3a0e3MneueHHs.

Yac ¢iznunoi cumyasuii. 1 cumynsmii Gpi3uyHUX OpoLECciB BaXKIMBO, 1100
PO3paxyHKH BUKOHYBAJHUCS y PEXHUMI peabHOro 4acy. IIponyKTuBHICTh TOBUHHA OyTH
TaKo, 1100 3a0e3rmeuyBaTy MBUJIKE OOUMCICHHS PyXY T1J, KOMI31M Ta IHMKUX (PI3UIHUX
B3a€EMOJIIH, 10 JT03BOJIUTh YHUKHYTH 3aTPUMOK Ta "pO3pUBIB" CHUMYIAILII, SKI MOXYTb
HEraTUBHO BIUIMHYTHU Ha KOPUCTYBAIIBKUN JTOCBI.

Ontumizaunis pecypciB. CucremMa 1NOBUHHAa €(QEKTUBHO BUKOPUCTOBYBATHU
amapartHi pecypcH, 30KpeMa OaraTosiepHi MPOIECOpU Ta CydacHi rpadidni mpoiecopu.
Ile no3BoMMThL 3a0€3MeUnTH CTAaOUIbHY POOOTY HaBITh IPU BHCOKHX HaBaHTAKEHHSX.
MiHiMallbHI BHMOTM MOXYTh BKJIIOYaTH KpUTEpli, SK-OT MiHIMalIbHY KUIBKICTb
OTepaTUBHOI mam’Ti, noTyxkHicTh GPU, mBuakicTh mporecopa Ta iHIi napameTpH, 1o

BHU3HA4YarOThb HpO}IYKTI/IBHiCTB pymlsl

2.2 Bulip TexHoJIOrii 114 peasizaunii

2.2.1. Buoip moeu npozpamysannsn

Jns po3poOku 3D-pyirisi MOXKHa BHUKOPUCTaTH O34 MOB IPOTrpaMyBaHHS,
KOKHA 3 SKUX Ma€ CBOi mepeBaru Ta Henodiku. Cepen HaAUTOMYISIPHIIIAX MOB IS
CTBOpEHHS TpaiuHMX 3aCTOCYHKIB MoxkHa 3a3HauuTu: C++, Python, C# ta Java.
KokHa 3 mMX MOB Ma€ TIEBHI XapaKTEPUCTHKH, SKi BIUIMBAIOTh HA MPOTYKTHUBHICTH,

THYYKICTh KOAY Ta CKJIaTHICTh PO3POOKH.
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Python — oaHa 3 HalnNpOCTIIMX y BUBYEHHI MOB MIPOrpaMyBaHHs, Ka IITUPOKO
BUKOPUCTOBYETHCS B HAyKOBUX pO3paxyHKax Ta MAIIMHHOMY HaBYaHHI. 3aBIsSKU
BEJIMKIN KUIBKOCTI 010710TeKk it poOoTu 3 Tpadikoro (Hampukiaa, Pygame abo
Panda3D Tta naBith PyOpenGL), Python moxe OyTu BUKOpUCTAaHUN Il CTBOPEHHS
3D-nmonatkiB. IIpore #oro mnpOAYKTHBHICT, 3HAYHO TocTymaetbess C++  depes
IHTEepIIPETOBaHyY MPUPOTY MOBH.

C# axkTHBHO BUKOpPHUCTOBYEThCSA y 3D-po3poOiil, B mepury 4epry 3aBAsKd HOro
iHTerpanii 3 pymiem Unity. Bin mMae BHCOKHII piBeHb aOCTpaxilii, o0 poOUTH Mpolec
po3poOku mBuAMKMM Ta 3pyuyHimuMm. [Ipore C# meHm edekTuBHUN mnpu poOOTI 3
HU3BKOPIBHEBUMHU TpadiuHUMH orepaiisMu y mopiBHAHHI 3 C++, TOMy HeE ayxe
niaxoauTh A1t poootu 3 OpenGL.

Java Takox BHUKOPHCTOBYEThCS y TpadiuHUX 3aCTOCYHKax, 30Kpema s
po3poOku irop Ha 6a3i 6i0miorek LWIJGL. Onnax, yepe3 BUKOPUCTaHHS BIPTyalbHOI
Maivnau (JVM), mae 10BOJI1 3Ha4H1 OOMEKEHHS Y TTPOTYKTUBHOCTI.

Hns peamizamnii 3D-pymnist B gaHid po6oti Oyme Bukopuctano C++. [omoBHa
NpUYMHA TaKoro BUOOPY — BHUCOKA MNPOAYKTUBHICTH Ta €(EKTUBHE YMPABIIHHS
nam'arTio. Ha BiAMIHY BiJl IHTEpIPETOBAaHUX MOB, TaKMX fK, Hanpukiana, Python, C++
KOMITUTIOETHCST O€3MOCepeHhO Y MAIIMHHUKA KO, 110 3a0e3Mneuye BUCOKY HIBUIKICTH
BukoHaHHs. Kpim Toro, C++ nae 3mory ruyuko npaionaru 3 rpadpiuaum API OpenGL,
10 POOUTH KOTO 1/1eaTbHIM BHOOPOM 117151 pO3pO0KHU rpadiyHUX 3aCTOCYHKIB.

Ilepesacu euxopucmanna C++:

e Buicoka IIBUIKICTh BAKOHAHHSI KOJY.

e OnrumanbHe yIpaBIiHHSA ITaM’ ITTIO.

e Benmuka kuibkicTh 616110TeK Ta API 1i1s po6otu 3 3D-rpadikoro.

e [llupoke 3acTocyBaHHSA y pO3pOOIll ITPOBUX PYIIiiB, TOOTO MPOCTOTA Y MOIIYKY
1H(popMalIii.

Huxue HaBeneHO MOPIBHAIBHY TaOmuIto 2.1 MOB mporpaMmyBaHHS, 110 TOKa3ye

InepeBaru Ta He,Z[OJIiKI/I oOuX MOB.
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Tabnuis 2.1. TlopiBHSIHHS MOB IPOTrpaMyBaHHS
Kpurepiii C++ Python C# Java
HIBuakoxais Bucoxa. Hwusbka yepes Cepenns, Cepenns yepes
KommintoeTscsi B | iHTEpIpeTOBaHY 4acTKOBO Uepe3 | uepes
MAaIlMHHUNA KOt IpUPOY BUKOPHCTaHHS BUKOPHCTaHHS
CLI JVM
CxkiaaaHicTh Bume Huzbka. Cepennsi. Cepenns. lyxe
CHHTAKCHCY CEpENHBOTO. Crnpouenuit JIakoHIYHHIH, cxoxuil Ha CH#,
Mosxe Oyt CHUHTAKCHUC IS npocTa pobdora 3 | ane
IPOMI3JIKOIO. LIBUAKOTO OOIl, ane mae TPOMI3IKIIINN
HaITMCaHHSI KOY. JesIK1 HIOAHCH. pHu poOoTI 3
rpagikoro.
MinrpumyBani | Bynp-sxi. ObmerxeHa [lepeBaxkHo OomexeHa
rpagiuni API OpenGL, Vulkan, | KiTbKiCTb. muiie 3 OpenGL, | kimpkicTh, nuie
DirectX. PyOpenGL, aJie MepeBaXXHO | yepe3 0OropTKu
Panda3D, Pygame. [ uepe3 Unity. OpenGL.
InTerpauis 3 [Tpsma i Yepes o0ropTkH, OobmesxeHa, OOmesxeHa, Juie
OpenGL MTOBHOI[IHHA. MOBUJIBHIIIA Ta 3 oTpiOHI yepe3 LWJGL
BUTpaTaMH CTOPOHHI a6o JOGL.
pecypcis. 010110TeKH Ta
OOTOPTKH.
HIBuakicTs Huzsrka. bararo Bucoka. IlIBuake Bucoka, ane 3 Cepenns, ane
PO3podKHU yacy ije Ha MIPOTOTUITYBAHHSA Ta | BUKOPUCTAHHAM | HEOOXiaHa
peamizarlito Ta TECTyBaHHSI. Unity. J0JTaTKOBA
HaJIOTOJIKEHHSI. KoH(]Irypalis.

2.2.2. Buoip zpagiunozo API

I'padiuamit APl € OCHOBHUM IHCTPYMEHTOM IS B3a€MOJIi MPOTPAMHOTO

3a0e3neueHHs 3 rpadiynuM nponecopom (GPU). Haiinmonynspuimi APl s
pernepunry 3D-rpadiku — OpenGL, Vulkan Tta DirectX.

DirectX [18] — ue nmpomnpierapauit API Big Microsoft, sikuii BUKOPUCTOBY€ETHCS
B onepartiiiiHiil cucremi Windows. BiH 3a0e3nedye BUCOKY MPOAYKTUBHICTh Ta IIIUOOKY
iHTerpaniro 3 Windows, mpoTe He MIATPUMYEThCS Ha 1HIMMX MiaTdopMax Ta € JOBOII
CKJIQJIHUM B PO3YMIHHI ISl TOYATKIBIIIB.

Vulkan [19] — cyuacHuii Hu3bKopiBHEBUI API, 110 3a6e3neuye BUCOKHII pIBEHb
MPOAYKTUBHOCTI Ta KOHTPOJIb HAJl amapaTHUM 3a0e3nedeHHsM. BiH € THydKilluM Ta

mBuamuM 3a OpenGL, poTte Horo ocBoeHHs MOTpeOy€e 3HAUHO O1IbIIE 3yCUITb.
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Yepes BUILIEONUCAHI HEMOMIKM aJIbTEPHATUBHUX BapiaHTIB, B IbOMY MPOEKTI Oyae
BukopuctaHo OpenGL (puc.2.3). OxpiM #HOro mpocTOoTH A0 HOTO TMepeBar MOXHa
BiiHeCTH Kpocmuiardopmericte — OpenGL minTpumyetbess Ha Windows, macOS Ta
Linux (a oTxe 1 611b110CTI MOOUTIBHUX MPUCTPOIB). Takoxk yepes cBiil BIK, MPOCTOTY Ta
PO3MOBCIOKEHICTh B BUIBHOMY JIOCTYI1 HAKOMMYUIIACH BEJIMKA KIJIbKICTh HaBUYAIBHUX

MarepialiiB Ta € NOTY>KHA MIITPUMKA CIIUTBHOTH, 110 JIy>KE JOTIOMOXKE B PO3POOIII.

OpenGL Dri
CPU - MNporpama KopucTyBaya £ rver

MNepenaya komann i 4aHWMX Ha

Ininianisauis OpenGL —p  3aBaHTaxeHHA AaHux y Bydpepu —»  BUKNWK cOyHKLA peHaepuHry ——— P GpU

——

—

_— GPU - Bineokapta

_—

-
Vertex Shader —p  Primitive Assembly & Clipping ¥  Rasterization —p Fragment Shader —p  TectyBaHHs pparmentie  —p  Kapposwit Bycdep
o
_—

/7-

Output /
A

BinobpaeHHs 306paxeHHs Ha
ekpaHi

Pucynok 2.3. Cxema po6otu OpenGL y B3aemonii 3 GPU

2.2.3. Dizuuni pywiii

@i3uyHUi pywIid BIAMOBIOAE 33 CUMYJLIIO (PI3MUHUX TpoueciB y 3D-creHi,
JO3BOJISIIOYN  MOJICTIIOBAaTH B3a€EMOJII0 00’€KTIB, TpaBiTalliio, TepTs, KOJi3ii Ta 1HIIm
cunu. Binm BuOopy pylnis 3aj1eXKUTh TOYHICTh PO3PAXyHKIB, IIBUIKOISI CUCTEMH Ta
MOJKJIMBICTh BUKOPHCTAaHHS araparHoro npuckopeHHs. HaliBigominn (pi3u4dH1 pyuiii, K1
IIUPOKO 3aCTOCOBYIOTHCS B po3po0ill irop Ta mpodeciiHuX CUMYISAIIAX, BKIOYAIOTh
Havok, PhysX Ta Volt.

Havok [20] — oawma i3 HalmomyaspHimmX GI3UYHUX PYIIiiB, 10
BUKOPUCTOBYETHCS B IHAYCTpii Bimeoirop. Moro roloBHUMH 0COGIHBOCTAME € BHCOKA
MPOJYKTUBHICT Ta MOXIIUBICT TOYHOTO MOJEIIOBAHHS CKJIAAHUX  (PI3UUHHUX
B3a€MOJIIH, BKJIIOYAIOYU TBEPJOTUIl JUHAMIYHI 00’€KTHU, M’SIKI TKaHWHH, PIAMHU Ta
cuctemu ynamkiB. Havok nobpe ontumizoBaHuid uisi poOOTH y pealbHOMY 4Haci Ta

aKTUBHO BUKOPHUCTOBYETHCS B AAA-irpax.



35

PhysX [21] — di3nunnii pymiii, pospoGnenuii xommaniero NVIDIA. Horo
OCHOBHA TepeBara — MIATPUMKA arapaTHOro MpUCKopeHHs Ha Bifgeokaprax NVIDIA,
10 JI03BOJISIE 3HAYHO IMOKPAIIUTH MPOAYKTHUBHICTH MpHU 0OpOOIl CKIAAHUX (PI3MUHHUX
B3aemofiid. PhysX BHKOPUCTOBYETBHCS Yy BIJ€OIrpax s CUMYJSALII peasiCTHUYHUX
e(heKTiB, TAKUX SK PO3JIT YJIaMKiB, MOJICJTIOBAHHS PIJIUH, TKAHUH 1 YACTUHOK.

Volt [22] — cyuacHuil pi3uyHuil pyurii, Skl BUKOPUCTOBYETHCS ISl pOOOTH 3
MacmTaOHUMHU cumynsanisMu. OcHOBHa mepeBara Volt — MOXIHBICTh €(QEKTHBHO
0o0poOJIATH BENWYe3HY KIUIBKICTh OO'€KTIB Yy CIEHI Ta MIATPUMKA Cy4acHUX
0araronoTOKOBUX TMPOILIECOPIB IS PO3MOAUICHUX oOuucieHb. lle pobuts #Horo
OPUJIATHUM I  HAyKOBUX  CHUMYJIAIIM, apXITEKTYpHOTO  MOJCIIOBAHHS  Ta
BEJIMKOMACIITa0HUX 1IrpoBUX CBITiB. Llei py1riit 3apa3 BUKOPUCTOBYETHCS B 1HKEHEPHUX
CUMYIALISIX — JJIsl pO3paxyHKy HABaHTAXKEHb 1 PyHHYBaHHA KOHCTPYKIIM Ta MOYMHAE
IHTErpyBaTUCh B irpoBi pyIIli HOBOTO TOKOJIHHS — 31 CHUMYJSIT BEJIUKHUX
pYHHYBaHb Ta PEATICTUYHOI (PI3UKHU.

[lepepaxoBani (i3uyni pyurii MarOTh pi3HI MepeBard Ta 3acTOCYBaHHS, alie y
IIbOMY MPOEKTI Oyae peanizoBaHO BiaacHUM ¢izuuHui pymii (puc.2.4). lle n103BoMuTH
IMOIIe 3pO3yMITH NPUHLMIM PO3paxyHKy (I3UYHMX B3a€MOAIM Ta onTUMIZALil
OOYHCIIeHb, a TAKOXK HA/IaTH MOXJIMBICTh €KCTICPUMEHTYBATH 3 BIACHUMU aJITOPUTMaAMU

JUTSL MOZCITIOBaHHS (D13UKH TBEPAUX TLII.

pachiviHmi pyLwin

MNepepaya koopavHat 00'ekTie ——  3anoeHeHHA VBO/IBO ——  Vertex Shader —— Pacrepusauia — P Fragment Shader ——»  3anuc y Framebuffer ————p  BigoOpaxeHHsa kagpy

r'y

v

DisUUHUIA pywii Mo4aToK HAaCTYNHOTO LWKIY

!

< - PO3B'930K KOMi3ii €—————— BusBNeHHs konisii  €———————— BUKIMK disnHoro pywis 4o OBpobika BBOAY KOpHCTyBaYA

L

leHepaUis OHOBMEHIX
KoopauHaT

Pucynok 2.4. Cxema poOOTH (pi3MUHOTO PyIIIis Ta HOro B3aEMOIi 3 rpapiyHUM PYyIIIEM

2.2.4. Inwi 6ioniomexu
Kpim rpadiunoro API, nns cTBopeHHs MpoekTy OyayTh BUKOPUCTaH1 JOAATKOBI

010110TeKH, SIKI 3HAYHO CHpOoIylTh podoty 3 OpenGL Ta 103BOMISAIOTH PO3POOHUKAM
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30CepeIMTUCS Ha OCHOBHUX acleKTax CTBOpeHHs 3D-pyiis.

GLFW (Graphics Library Framework) [23] — 1ie ogHa 3 HalmomyJIsIpHIIITAX
010J10TeK /IS yIpaBiIiHHA BikHaMH, KOHTeKcToM OpenGL Ta 06poOku 1ol BBEACHHS
(knaBiarypa, MuIla, JKOMCTUKM). BoHa 3a0e3nedye mpoctuil Ta ePekTUuBHUN CrociO
CTBOPEHHS KpOCILIaT(HOPMEHOTO 3aCTOCYHKY 3 miaTpumMkoro OpenGL 6e3 HeoOXiTHOCTI
IIMOOKOT0 3aHYPEHHS y crelu(iKy B3a€MO/IIi 3 ONepaliiiHo0 CUCTEMOIO.

Ochoeni moxcnueocmi GLFW:

e VrpaBiniHHs BikHaM# Ta kKoHTekcToM OpenGL.
e (OO0OpoOKa BBeEHHS BiJl KJIaBiaTypH, MUIIIl Ta iITPOBUX KOHTPOJIEPIB.
o [ligTpumka 6aratomnardopmenocti (Windows, Linux, macOS).

GLM (OpenGL Mathematics) [24] — mue wMarematuyHa 010710TEKA,
crietiayibHO po3podineHa st podotn 3 OpenGL. Bona Hagae MOXIUBOCTI s
e(eKTUBHUX BEKTOPHUX Ta MATPUYHUX OIEpallii, M0 € KPUTUYHO BAKIUBUMHU IS
pearizaiii Tpancopmarliii, poOOTH 3 KamepaMu Ta IHIIKX 00uncieHb y 3D-rpadiri.

Ocnoeni moscnueocmi GLM:

e BekropHa ta marpuuHa ainredpa (2D, 3D, 4D).
e [linTpumKa KBaTepHIOHIB AJisi pOOOTH 3 00EPTAHHSIM.
e Cmpomenns pobGotu 3 TpaHchopmarlissMu (TIEpeMilieHHs, MaciTa0yBaHHS,

ITOBOPOT).

ImGui (Immediate Mode GUI) [25] — me O6i0mioreka yisi CTBOPEHHS
rpadigroro iHTepdelicy KOpucTyBada, sika MUPOKO BUKOPUCTOBYEThCSA Yy 3D-pymrisax ta
iHCTpyMeHTax po3poOHuKiB. Ii OCHOBHOIO HepeBarolo € IBUAKE Ta IPOCTE CTBOPEHHS
Ul-enemeHTiB, sIKI OHOBIIIOIOTHCSA 0€3 HEOOX1AHOCTI CKIaJHOTO YIPABIIHHSA CTAHAMH.

Ocnoeni moxcnusocmi ImGui:

e [lIpocra inrerpariist 3 OpenGL.
e MOXIUBICT, MIBUIKOTO CTBOPEHHS MEHIO, TIaHENEH HalalTyBaHb Ta

BIJIaJIOYHUX 1THCTPYMEHTIB.

e Jlerkictb y BUKOpHCTaHH1 0€3 oTpedu cTBOpeHHs ckiagHux cucrem Ul
GLEW (OpenGL Extension Wrangler Library) [26] — ne 6i0mioTeka, sika

cinpourye noctyn no MmeroniB OpenGL. Bona no3Bossie mporpamaM aBTOMAaTU4YHO
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oTpuMyBaTu miATpUMKY HOBUX ¢yHKUIA OpenGL Ta aBTOMaTHYHO MEPETBOPIOE
3amrcadi MallMHHUM KOJIOM (PyHKINI B BiJ€OKapTi Ha 3po3ymini KopuctyBady Ta C++
MeTonu 0e3 HeOOXITHOCTI BPYUYHY IEpEeBIpSITH HASBHICTh PO3IIMPEHb YU BKa3yBaTH iX
aJipecu y BIJIEOKapTI KOPUCTyBaya.
Ocnoeni moxcnueocmi GLEW:
e J[unamiune 3aBaHTaxeHHs QyHKIH OpenGL.
e CrpoieHHst poOOTH 3 PO3MHUPEHUMH MOXIUBOCTIMHU API.
e 3ale3neueHHs MATPUMKH pi3HUX Bepcid OpenGL 6e3 3MmiH y Kofl.
Buxopucrtanus nuux 6107110TeK € Maiike 0OOB’SI3KOBUM MHpU POOOTI 3 CyHaCHHUM
OpenGL, amke BOHM 3HAYHO CTHPOIIYIOTh PO3POOKY, SMEHIIYIOTh CKJIATHICTh peaizaiii
PEHACPUHTY Ta JO3BOJSIOTh 30CEPEAUTUCS HA CTBOPEHHI (PYHKIIIOHAy CaMOTO PYIIIis.
GLFW 3ab6e3neunth kepyBaHHs BIKHOM 1 BBeZieHHAM, GLM — HeoOxi/1HI MaTeMaTHu4H1
oouncnenns, GLEW — pnocryn go moxmmBocteit OpenGL, a ImGui momomoxe
CTBOPUTH 3pyuyHHM rpadiuHuil iHTepdehc g BUIAAKKM Ta  yOpPaBIIHHS

HaJjamrTyBaHHAMH pyuris[13].

2.3 ApxiTeKkTypa pyuisi: OCHOBHI MOIY.JIi

ApxitekTypa pyulis (GOpMY€eThCS SIK CUCTEMA B3a€MOIIOB’SI3aHUX MOJYJIIIB, KOXKEH
3 KX BIANOBiZaE 3a oOkpemy rpymy GyHkmid. I[lpaBuwibHE po3MOAiUICHHS
BIJIMOBIJATBHOCTEN TMPU CTBOPEHHI MPOrpaMu JO3BOJUTH HE JIMIIE CIPOCTUTH
pO3poOKy, ajie ¥ 3a0e3MeUruTH MAcIITA0OBAHICTh Ta THYYKICTh cucTteMu. [lami Oyme
ONMKCAHO TEpPeiKk OCHOBHUX MOJYMIIB, sIKi Oy/e 1HTErpOBaHO B 3arajibHy apXIiTEKTypy
py1is.

2.3.1. Mooynw aopa oooamka

Monyns siapa BiAmMOBiga€e 3a 3arajibHy IHIIiami3aiilo, OCHOBHUN IHKJI Ta
¢dinamzamiro podotu pymnis. Bin HamamToBye BikHO 3a gomomororo GLFW, ctBoproe
koHTekeT OpenGL 3a gomomororo GLEW, a takoxx BukoHye KOHQIryparlito MOmyJs
peHgepa Ta (izuku. Y 1bOMY MOAYJI BiOyBAa€ThCsl OMpAIOBaHHS O BBOAY Ta

BUKJIMK OHOBJIEHb BCIX MIJCHUCTEM KOXHOTO Kaapy. Bin Takox Qopmye melimepu 3a
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BKAa3aHUMU IUISIXaMU 1 BCTAHOBJIIOE TOYATKOB1 3HAUEHHS 3MIHHUX CEPEOBUIIIA.

Ocnoeni 3a60ann MOOYIA:
° Inimianizania cucremu: HanamryBanus GLFW (BcranoBnenns Bepcii OpenGL,
0 BUKOPUCTOBYEThCS, MapamMeTpiB BikHa), iHimami3zauis GLEW Tta ImGui s
MOJIAJILIIOr0 BIAMAJIOBaHHs rpadiuyHoro iHTtepdeiicy. 3araioMm 3abe3nedye BCl 1HII
MOJTYJIl Ta IPOTPaAMY IIJTKOM KOPEKTHUM CEPEIOBHUIIEM I POOOTH.
° Huxna penaepuHry Ta oHoBJeHHsi: Came B I1IbOMY MOAYJi BiOyBa€eTbCS
OHOBJIEHHS Yacy, 00poOKa BBOJY, CUMYJISIIS (pi3UKH, BUKIUK peHjiepa Ta iHTepdeiicy, a
TaKOXX TEepEeMaIbOBYBaHHSA BiKHA. BiH TakoX BIANOBIAa€ 3a CHHXPOHI3ALIID YCiX
MiJICUCTEM Ta 3a0e3Ieuye IUIaBHUN PEHIEPUHT KaIpiB.
° 3aBepumieHHs1 podoTu: Takox 1€l MOIySb BIJAMOBIZAE 32 3aBEPIICHHS pPOOOTH
nporpamu. Ilicig BHXOAY 3 OCHOBHOIO LMKJIY BIH BHUKJIMKA€ (YHKIIi OYHUCTKH 1
KOPEKTHO 3BUTIHHSIE PECYPCH PYIIIisl TIEPe]] BUXOIOM.

2.3.2. Mooynw penoepunzy

Leit moaynb BiANOBIAAE 3a BiOOpaKeHHs] TPUBUMIPHUX 00'€KTIB HA €KpaHl yepe3
OpenGL. Cknagaerscsi 13 kinaciB Renderer, Shader, VertexArray, IndexBuffer ta
VertexBuffer, sixi 1HKamncCymoOTh poOoTy 3 Oydepamu, mielaepaMud Ta BHUKIMKOM
glDrawElements, QyHKIIii, 1110 BIAMOBIAA€ 32 BUKJIUK BiIMaJIFOBAaHHS 00’ €KTa HAa €KpaHi.
Takox Momaynb peHAepHHTY ouuiae expaH (Bukimkatouu glClear), 3amae pexumu
pobotu OpenGL (glEnable(), giBlendFunc()) 1 ynpaBise cTaHoM Iieiaepa. 3aBasKu
HoMy pylIlid MOXe MajloBaTH PI3HOMAHITHI NPUMITHBH 3 MIATPUMKOIO KOJBODY,
OCBITJICHHS Ta 3 IPABUJIHLHOIO TOCIIIIOBHICTIO 3aBSKHA T€CTY TIIMOUHHU.

OcHo6HI 3a60aHHA MOOYIA:
° Yupapainna meigepamu Knac Shader 3aBantaxye GLSL-xon meiigepiB 3
¢aiiniB, kommimoe vertex- 1 fragment- meiiaepu, moeaHye ix B OAHY Mporpamy Ta
30epirae jokamii uniform-3MiHHMX I [OAQNBIIOr0 BUKOpUCTaHHs. [l mii
3a0€e3MeuyloTh THYYKE HaJalUTyBaHHS OCBITJIEHHS, KOJIbOPY Ta TpaHchopmarliii
MaTpPHIlb MOJIEI 1 KAMEPH.

° Pengepunr reomerpii Metog Renderer::Draw npuiimae Mesh a6o xomOiHaIrio
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VertexArray/IndexBuffer, poObutb ix aKTUBHUMHU  €JE€MEHTaMH 1 BHKJIHKAE
glDrawElements. OcHOBHE 3aBllaHHSI — 1IbOrO MeTony nepenatu Ha GPU BepmimHu Ta
1HJEKCH, 1100 B1J0Opa3UTH MOBEPXHI y BIJMOBIIHOCTI JI0 iX HaJaIITyBaHb, Cepel IKUX €
peXUM B1IOOpaKEHHS: MOBHE 3aMalllOBaHHSI MOJITOHIB a00 BiIMAJIbOBKA JIMIIE JIHIM,
110 3’ €IHYIOTh TOUKHUE.

° Ynpasainus cranom OpenGL HanamryBanns tecty mnOWHU, TOMITOHATBEHOTO
peXKUMY Ta 1HIIMX MapaMeTpiB JUIsl KOPEKTHOTO BiJIOOpa)keHHSI 00’ €KTIB Yy MPOCTOpi Ta
IIPO30POCTI.

2.3.3. @i3uunuii Mooy

3abe3neuye CUMYJIISALIIO PYXY TiI, rpaBiTailii Ta B3aeMoii uepes 3iTkHeHHs. Kiac
PhysicsSystem mictuth cniucok kinaciB PhysicsComponent, OCHOBHE HOTO 3aBIaHHS —
MOCTIZIOBHO 3aCTOCOBYBaTH CHWJIM, IO Jit0Th Ha 00’ekT. Cepem 1UX CHII: TpaBiTarlis,
1HTEerpalisi pyxy, BUSIBJICHHSI Ta PO3B’S3aHHS KOJI31M Il BCIX KOMIIOHEHTIB. 3arajioM
el MOAyJb BIANOBIZNAE 32 T€, 100 00’€KTH HAsBHI HA CLIEHI MOBOJMJIUCS PEajliCTUYHO
y paMKax mpocTux (Pi3MYHUX 3aKOHIB Ta HAJla€ MOXKJIUBICTh 3MIHIOBATH HAJIAIITYyBaHHS
(GI13UYHOT CUMYJTALTI.

OcCHOBHI 3a60aHHA MOOY/IA:

° Interpanis pyxy (Update) Jlns xokHOro o0’ekTa Ha  CIEHI
3acTOCOBY€Thbes MeToA Eltepa: MBUAKICTh 3MIHIOETHCS Yepe3 MPUCKOPEHHS, a MO3UILIsS
— 4epe3 mBUAKICTh. Lle mae 3Mory 00’ekram majary, KOB3aTU 1 MPUCKOPIOBATHUCS IiJT
€0 CHUIL.

° BusiBienHsi Ta Ppo3B’si3aHHsl KoOJi3iii  3a J0moMoror  MeTOmiB
Collision. : TestSphereSphere, TestAABBAABB ta TestSphereAABB cuctema mnepeBipsie
NEPETUHU KOJNAWJEpiB 1 pPO3B’SA3y€ 3ITKHEHHS IMITyJbCHHUM METOIOM, IMICIS I[bOTO
kopuryroun nosiii. Lle rapantye, mo 00’€KTH BIIIITOBXYIOTHCS OJIMH Bil OJHOTO 3
YpaxyBaHHIM KO€(IlLI€HTA B1JICKOKY.

° KepyBannsi kiHeMarnuyHumMu o00’ektamm /[[1s 00’ekTiB, sK1 3apa3
MEePEMIIIAIOTHCS 32 OaKaHHSIM KOPUCTyBada pyX oOpoOisieTbecsi 0coOmuBUM YrHOM. [le

HEOOX1THO JJIA TOro, 100 BOHM MONIM NPABUIBHO B3aEMOISATA 3 JUHAMIYHUMU
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00’€KTaMH, BIUTMBAIOYU HA HUX T4 KOPEKTHO 3MIHIOIOYH IX MMOJIOKEHHS.

2.3.4. Mooyne GUI ma 6600y

Jlsist cTBOpeHHs 1HTEp(eiCcy KOpUCTyBada B IIbOMY IMPOEKTI BHUKOPUCTOBYETHCS
o0i6moreka ImGUI. Interpamis ImGui 3abe3neuye kopucTyBalbKuil 1HTEpdEc s
HaJAIITyBaHHA KONbOpY (oHy, (GI3MKH, MapaMeTpiB KamMepu Ta OO0’€KTIB Yy CIIEHI.
OyHkuii ang pobotu 3 miero Oi0MOTEeKo0 BUHECEHI B okpeMmi Meronau initGUI Ta
drawlnterface. sxi OynyrOTh BIKHA HaJaIlTyBaHb, CIAWAEPH W KHOMKH, a TaKOXK
MKITIOYAI0Th  apXITEeKTYypy 3BOPOTHHX BHUKIHMKIB i 0OpoOku momiin. Oxpemo
o0poONsieThC  BBENEHHS  KIaBill B MeToll  processWindowlnput — nns
MOKa3y/MPUXOBYBAaHHS MEHIO 1 3aKpUTTA BikHa[ 12].
OcHog6HI 3a60aHHA MOOYIA:
° IloOynoBa inTepdeiichnx BikoH Buxnuk ¢yskuiii ImGui, 1o cTBOPIOIOTH
JMHAMIYHI TaHel YOpaBIiHHSA, JJIsl 3MIHU TapaMeTpiB pyIilisl B peaJbHOMY 4Yaci.
° OO0po0Oka noniii BBoay 3a nmonomororo (yHKINiH 31 3B0poTHIM BUKIHKOM GLFW
(manpuknan, glfwSetFramebufferSizeCallback) ta onutyBanusm glfwGetKey momynb
pearye Ha 3MiHY po3Mmipy BikHa, HartuckaHHs kinaBimi Home/Escape st Buxomy 3
nporpaMu abo TUMYacoBE BUMKHEHHS TOJIOBHOTO MEHIO Ta KEpyBaHHs KaMepoIo.
° Cunxponizanis 3i cuenow Bincrexyroun 3miau Ul, MOmyns TpaHCIIOE€ HOBI
3HAUEHHsI TlapaMeTpiB (TpaBiTarlisi, KyT OIVISAYy, IIBUJKICTH MHUIII) JO BIJMOBIAHUX

MIJCUCTEM PYXY, PEHAEPHUHTY Ta (PI3UKH.

2.4 AaroputMu imitamii pi3M4HMX BIACTHBOCTENH

B upomy migpozaini OynyTh po3mISsHYTI MaTeMaTHU4YHI M1IXOU Ta AITOPUTMHU, 1110
BUKOPHUCTOBYIOTHCS TSI MOJIETIOBaHHS (PI3MYHUX BIAacTUBOCTEH 00’€kTiB y 3D-pymii.
Takox po3MISTHEMO OCHOBHI aCHEKTH CHUMYIAIIL (Pi3MKH, SKI CTOCYIOThCS (Hi3UYHOT
CUMYJISILII, 30KpeMa rpaBiTallll0, TEPTS, BUABICHHS Ta PO3B'A3aHHS KOJ131i, po3paxyHOK
JTUHAMIYHUX XapaKTEPUCTUK TUI Ta IMITYJIbCHY B3a€EMOIIO.

2.4.1. I'pasimauia, mepms, Konizii
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Peanictuyna imitamis (izuyHux sBuml y 3D-pymiii BuMarae MaTeMaTHYHO
TOYHOTO MOJICTIOBaHHS (yHIaMEHTATBHUX (PI3MUHUX CUJ Ta B3aemopiil. PosmisHemo
OCHOBHI KOMITOHEHTH (P13UYIHOT CUMYJISAIIIT.

I'pasitanis. Y po3poOneHiii cuctemi rpapiTailis peajgizoBaHa sK MOCTIHA CuJa,
110 i€ Ha 00'€KTH 3 Macoro. MaTeMaTuyHO 1€ MOXKHA OMUCATH HACTYIMHOI (POPMYJIOL0:

— *
Fg =m?*g
ne F g, cnia rpaBiTariii, m — maca 00’€kTa, g — BEKTOp MIPUCKOPEHHS BUTHHOTO T IHHS

(B HaIIoMy BUMAJKY HaINPSMJICHUM BHU3 10 0¢i Y).
Y xomi mporpamMu TrpaBiTamiifHa CHJIa 3aCTOCOBYETHCS M0 BCIX (PI3MUHUX

KOMITOHEHTIB 3a jonomoroo metoaa ApplyGravity() cucremu izuku:

component m_PhysicsComponents
component

component m_Gravity * component

Teptsi. MonentoBaHHs TEPTS € KPUTUYHO BaXXJIMBUM JIJISl PEAICTUYHOT CUMYJISLIT
KOB3aHHS 00’€KTIB. Y TpeacTaBicHId B Ii poOOTI CHCTEMI TEPTS peali3oBaHO depe3
koedimieHT TepTs (3MIHHA m_Friction), SKUW BHU3HA4Ya€ OIIp KOB3aHHIO 00'€KTa.
Koedimient tepts oomexenuid niamazonom [0, 1], e 0 BiamoBizae abCOMOTHO TaAKIM
MOBEPXHI, a | — MakCUMaIbHO MIOPCTKIM:

friction

m_Friction = glm friction

Jlsist 3acTOCYBaHHS CHJIM TEPTSl HEOOXITHO OOYUCIHUTH TaHTEHLIAJIBbHY CKIIAJOBY
BIJIHOCHO1 MIBUIKOCTI 00'€KTIB y TOYIl KOHTaKTy. CHiia TepTs MPOTHIIE il CKIIAIOBIMH,
3MEHIITYIOYH KOB3aHHS:

1%

—_ * k 4
Ft - |J‘ |Fn| |vt|
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ne F . — CHJIa TEpTS, U — KoediIieHT Tepts, F _ — HOpMajbHa cHa, v, — TaHTeHITIaTbHa

CKJIaI0Ba IIBUIKOCTI.

Kouisii. BusiBieHHs 3iTKHEHb € OTHUM 13 HAWCKIIQHINITNX aCIeKTiB (13UIHOT
CUMYJISIII.

Po3po0bnena cucrema miATpuMye KijabKa TUIIB KOJI31H:

° Cdepa-chepa. s komizii Mk cepaMu BUKOPUCTOBY€ETHCS MPOCTUI
aJTOPUTM TIEPEBIPKU BIICTaHI MIX X IIEHTpamHu.

° Cdepa-AABB. [{ns AABB-ko:i31it BUKOPUCTOBYETHCS METOJT MiHIMAJIbHUX
NPOEKI[iH, IKUIi BU3HAYAE BICh 3 HAMEHIIIUM MEPEKPUTTSM.

° AABB-AABB. I'iopuni komnisii chepu 3 AABB BuMaraoTh 3HaX01KEHHS
Haommk4oi Toukn Ha AABB 10 nienTpy chepu.

VY pasi BUSBIICHHS 31TKHEHHS, CUCTEMa OOUYHCITIOE:

1. Hopwmanse konisii (collisionNormal) — HanpsM, y sSskoMy 00'€KTH MarOTh
pPO3IATHCS

2. I'mubuny nponukHeHHs (penetrationDepth) — BiACTaHb, Ha AKY 00'€KTH
MEPETHYIUCS

3. Touxky 3iTkHEeHHS (collisionPoint) — KOOpAWHATH, Jie B110yIacs KOmi3is

2.4.2. Peanizayis meepoominvHoi Qizuxu

TeepnorineHa ¢izuka (rigid body dynamics) jaeXuTh B OCHOBI MOETIOBAHHS
PYXy Ti1 y TPUBUMIPHOMY MpOcCTOpi. Po3rissHeMO OCHOBHI NMPUHIMIIHM, peai30BaHi B
CUCTEMI.

IIpencraBiaennss Tija. KoxkHe TBepae TUIO B CHUCTEMI MPEJCTaBICHO
KoMrioHeHTOM PhysicsComponent, sikuil 1HKancymoe (GI3UYHI BJIACTUBOCTI Ta CTaH

o0'ekra:

7y

glm: :vec3 m_Position
glm: :vec3 m_Velocity

glm: :vec3 m_Acceleration
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m_Mass

m_InverseMass

m_Restitution

m_Friction
ColliderType m_ColliderType
BoundingSphere m_SphereCollider
AABB m_AABBCollider

Ile npencraBieHHs [103BOJIAE €(EKTUBHO MOJICTIOBATH IOBEIIHKY OO0'€KTIB 3
Pi3HOI0 Macor0, Koe(ilieHTaMu MPY>KHOCTI Ta TEPTS.

InTerpanisi piBusinb pyxy. ®izuuni GopMyin, 0COOIMBO ISl PO3PAXYHKY PyXy
TIJI, YacTO TICHO TMOB’s3aHl 3 IHTErPYBaHHAM, TOMY PO3NISIHEMO JIEKUIbKa
HaWUTIOMYJISIPHIIINUX CIIOCO0IB YMCENBHOT 1HTETpallii Ta 00epeMo OJ1H 3 HUX.

Memoou uucenvnoi inmezpauyii:

° Merton Eiinepa [27]: Lle nailnpocTiliuii METOA YMCENIBHOI 1HTErparii,
AKUU OHOBIIIOE TOJIOKEHHS 1 MIBUAKICTH 00'€KTIB JIIHIMHO, BUKOPUCTOBYIOUM MOTOYHI
3HAUEHHs TPUCKOpeHHsA. BiH mpoctuil y peamizamii, ajge Moxe OyTH HETOYHUM 1
HECTAOLTbHUM IPHU BEIUKUX YaCOBUX KPOKaX.

° Cummiiektuunuii interparop [27]: Ileit Merom po3poOieHo aiis
30€peKeHHs] E€HEepPreTMYHUX Ta (Pa30BUX BIACTUBOCTEH CHUCTEMH, L0 € KPUTUYHO
BOXJIMBUM TIpU CUMYJALIT pyXy y (ismunux cucremax. Bin 3abe3medye kparry
CTAaOUIBHICTh Ta 30€epe’KeHHs €Heprii MOopiBHSIHO 3 MeronoMm Elinepa, ocobmuBo mnpu
JIOBTOTPUBAIIUX CUMYJISIIISAX.

° Meton Verlet [27]: BukxopucToByeTbCS TEPEBaXHO B MOJCKYJISAPHIM
JUHAMII Ta 1HIIMX CUMYJISIIAX, /1€ BaXKJIMBa CTaOUIBHICTH iHTerpaiii. Meron Verlet
3a0e3reuye XOpOoIly KOHCEpBallilo €Heprii 1 € Oulbll TOYHMM, Hix Meron FEiinmepa,
3aBISKH BUKOPHUCTAHHIO SIK TTOTOYHHUX, TAaK 1 MOMEPEAHIX 3HAUYCHb MOJIOXKEHHS 00'€KTa
IUISL pO3paxyHKy HOBHX KOOP/JIMHAT.

Jlist anpokcumariii pyxy TBEpAWX TiJd CTBOPEHA CHUCTEMa BUKOPHCTOBYE METOJ

iHTerpauii Eitnepa dyepe3 cBOO MpocTOTy Ta MIBUAKICTH IMIUIEMEHTAallli., BiH oOunciioe
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3MIHU TTOJIOKEHHS Ta MBUAKOCTI HA KOXKHOMY KPOI[l CUMYJISIII:
deltaTime
// IHTerpauyis Eunepa
m_Velocity m_Acceleration * deltaTime
m_Position m_Velocity * deltaTime
// CKUgaHHA MPUCKOPEHHS /19 HACTYNHOro Kaapy
m_Acceleration = glm

// OHOBJ/IeHHA Ko/naugepiB 3 HOBUM [10/10KEHHAM

Xoua Meron Eilnepa € HalmpocTimmM, BiH 3a0e3Medyye TOCTATHIO TOYHICTh IS
0araThboX 3aCTOCYBaHb MPU MAJUX YACOBUX KpoKaxX. TakoXK JUIsl MiABUIICHHS TOYHOCTI
Ta CTAOUIBHOCTI B JESKHUX CIIEHAPISX, OKPIM BHUIIICONMMCAHUX METOJIB, MOXKHA Oyno O
3aCTOCYBaTH OLIBII CKJIQJHI METOJIU, TakKl sIK HamiBHesIBHUM meTon Elnepa abo meron
Pynre-Kyrra.

Cuwin Ta iMmnyaben. Cuctema MiATPUMY€E 3aCTOCYBAHHSI CHJI J0 OO0'€KTIB, sIKi

3MIHIOIOTH iIXHE TPUCKOPEHHS:
glm: :vec35 force

m_Acceleration force m_InverseMass

Buxopucranus obepuenoi macu (m_InverseMass) 3aMicTh TIPSMOTO JIIJICHHS Ha
Macy J03BOJIsIE OOpOOJATH CTarTu4yHl OO'€KTM HE CTBOPIOKOYM OKPEMHI BHUIAJ0K
¢13UYHOTO 00’€KTa, TPOCTO BCTAHOBIIOWOUU m_InverseMass = (), o0 MO CyTi HaJae
oMy “HeCKiHYEHHY Macy’ .

Kinematuuni 00'ektu. Cucrema miaATpUMye€ KiHEMaTWdHI Tila — O0'€KTH,
MOJIOKEHHS SIKUX KOHTPOJIOEThCA 0O€3M0CepPEeHbO (HAMPUKIIAL, KOPUCTYyBauEM), ajie Kl
MOXYTh BIUIMBaTH Ha IHINI JuUHaMidyHi 00'ekTu. [lanmi HaBelneHO 4YacTUHY KOy, IIO
BIJIMOBIIA€ 3a TUHAMIYHY 3MiHY MDK KIHEMaTHYHUM Ta CTATHYHHM PEKHMMaMH 00’ €KTa
B CIICHI:

isKinematic

m_IsKinematic isKinematic
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// 36epexeHHa opuUriHasibHOi Macu rpu nepexofi B KIHEeMaTU4YHUU pPexum
isKinematic m_WasKinematic
m_OriginalMass = m_Physics
m_Physics

// Pobumo 06'eKT cTatuyHum (HecKiHYeHHa maca)

// BIifHOB/EHHA OpUIriHaZibHOI Macu npu MNOBEPHEHHI [0 A[AUHAMIYHOIO
pexumy
isKinematic m_WasKinematic

m_Physics m_OriginalMass

m_WasKinematic isKinematic

2.4.3. Cucmema 00pooOKu 3imKHeHb

[licnst BusiBNEHHS KO3l HEOOXiHO BIAMOBITHO 3MIHUTH CTaH OO'€KTIB.
Cucrema po3B'sa3aHHS 3ITKHEHb Ma€ J1Ba OCHOBHI KOMIIOHEHTH: OOpPOOKY IMITyJIbCIB Ta
KOPEKITITO TTO3HITIH.

AJITOPUTMH  BHSIBJEHHSI Kodi3id. OpHi 3 HaAWNPOCTIIMX METOMIB IS
MIEpPBUHHOTO BUSBIICHHS KOJNI3iM BKItoyaroTh bounding boxes (AABB, OBB) a6o
bounding spheres. binbin Touni anroputmu, Taki sk Separating Axis Theorem (SAT),
JI03BOJITFOTh BU3HAYUTH, YU JAIHCHO J1Ba 00'€KTa TIEPETUHAIOTHCS. J{alli HaBeeHO CITMCOK
3 KOPOTKHUM OIMCOM HAWPO3MOBCIOMKEHIIIINX METOAIB BHUSBICHHS KOMI3iH Ta iX
PO3B’I3aHHS:

Busaenennsa 3imknens:

° Bounding Boxes (AABB 1a OBB) [28]: AABB (Axis-Aligned Bounding

Box) MoxHa ySBUTH SK TIPSIMOKYTHY KOPOOKY, OPIEHTOBAaHY IO OCSIX KOOPJWHAT, sIKa
oxoruttoe 00'exT. IlepeBipka nepetuny AABB € nocuth mBHAKOIO, ajie HE 3aBXKIU
TOYHOIO JyIsl 00'ekTiB, 110 ob0epratoTbesi. OBB (Oriented Bounding Box) — 11e kopo0Oka,
sKa MO)ke OyTH OOepHeHa IIiJl OyJb-sIKMM KyTOM, IIIO JIO3BOJISE€ TOYHIIIE OXOILTIOBATH
CKJIQJH1 T€OMETPIi, MPOTEe 0OUUCITIOBATIBLHO Baxkya, Hbk AABB.

° Bounding Spheres [28]: Bounding sphere cxoxa Ha cdepy, 110 OXOIUTIOE
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o0'ekt. BoHa mpocTta Ay po3paxyHKIB, OCKUIbBKM NEpeBipKa NEPETHHY IBOX cdep
3BOJUTKCS JI0 TIOPIBHSHHS BIICTaHI MDXK X IIEHTPAMH 13 CyMOIO iX pajiyciB, ajie MOXe
OyTH MEHIII TOYHOIO JIJI 00'€KTIB HEPIBHOMIPHOI (hOopMHU.

° Separating Axis Theorem (SAT) [28]: SAT € OuIblll TOYHUM METOIOM
BU3HAYEHHS KOJI31HM, SIKUA IPYHTYETHhCS Ha MOLIYKY OCEH, MO SKUX MPOEKIIl JBOX
00'€KTIB HE TEPETHHAIOTHCA. SKIO ICHye xoua O oHA Taka BiCh, TO OO'€KTH HE
CTUKAIOThCS; SKIIO HI — BigOyBaeThbcs Komiziss. Llel meTon 103BOJIsIE OTpUMATH
JeTaNbHINTY 1H(POpPMAIlI0 TPO TOYKY Ta HAMPSIMOK 3ITKHEHHS, M0 KOPUCHO IS
MOJIAJILIIIOTO PO3PaxXyHKY (DI3UYHUX PEaKIiil.

[licnst  ycmimHOrO BUSIBIGHHSI 3ITKHEHHSI HOTO HEOOXIIHO YCYHYTH JUIs
MOJIAIBINOI  KOPEKTHOT POOOTH CHUMYIAIMII, JJIs IIbOTO ICHYE JEKUTbKAa MIIXOMIB 0
PO3B’sI3aHHS KOJII31H.

Po3é’a3zannn 3imKHeHb:

° Imnyascuuii miaxin [29]. Y mpoMy meTomi po3B’s3aHHS KOJMIZIH IS
KOXXHOTO 3ITKHEHHS PO3PAXOBYETHCS IMITYNIbC, SKUW 3MIHIOE IIBUIKICTh OO0'€KTIB.
Po3paxyHOK MpoOBOAUTHCS 3 ypaxyBaHHSIM Mac 00'€KTiB, IXHbOT MOYATKOBOI IIBUAKOCTI
Ta Koe(imieHTa BiJICKOKY, III0 BU3HAYa€, CKUTHKUA €HEprii 30epiracThCs MICHs yaapy.
Ieit miaxia TO3BOJISE KOPUTYBATH BEKTOP IIBUIKOCTI O0'€KTIB TaKMM YHHOM, II100
BITHOBUTH (D13UYHY KOPEKTHICTb PyXy MiCJIA 31ITKHEHHS.

° Ienanbri-MeTon [29]. Ilenanbri-mMeron 0a3yeTbcsi Ha  BBEICHHI
BIPTYaJbHOI CHIIH, KA «IITOBXAE» 00'€KTH OAMH Bijl OAHOTO, KOJU BOHU MPOHUKAIOTH Y
MEXI CBOiX rpaHuyHuXx o00'emiB. Cuila pPO3paxOBYETHCS MPOMOPIINHHO CTYIEHIO
MIPOHUKHEHHS 1 KOPHUTYE TIOJIOKEHHS 00'€KTiB, 1100 MOBEPHYTH iX Y JOMYCTUMHUIA CTaH.
[Ipu 1bOMY Takok BpPaxXOBYIOTbCS KOE(IIIEHTH, SIKI BH3HAYAIOTh, SIK IIBUIKO
B110YBA€EThCS BIAMIKOAYBaHHS Aedopmariii.

OO0uaBa METONM BUKOPHCTOBYIOTHCS JJIA 3a0€3MEUeHHS PEaTiCTUYHOI B3a€MOIIT
MDK 00'€KTaMu TIICIIA BUSBIICHHS KOJMI311, KOKEH 3 HUX Ma€ CBOI MepeBaru: IMIMyJIbCHUN

niaxig 3abe3nedyye TOYHE KOPUTYBAaHHS IIBUAKOCTI, a MEHAJIbTI-METOH JI03BOJISIE
e(eKTUBHO YCYHYTH IIPOHUKHEHHS 00'€KTiB, BIIHOBIIFOIOYH IIJTICHICTh CIICHHU.

ImmyabcHa BianoBiab. 11 MoJenOBaHHA MPYKHUX 1 HEMPY>KHUX 31TKHEHb HaI
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GBUYHMI Py BUKOPUCTOBYE IMITYJIbCHY BIJANOBIAb, SIKA MOMEHTAJIbHO 3MIHIOE

MIBUIKOCTI 00'€KTIB:
PhysicsComponent& componentA
PhysicsComponent& componentB CollisionInfo& collisionInfo
// 064yncneHHsa BIAHOCHOI WBUAKOCTI
glm: :vec3 relVelocity componentB
componentA
velAlongNormal glm relVelocity
collisionInfo.collisionNormal
// He 3actocoByemo imMny/sibC, AKWO 06'€KTU BiA[AaNIANTbCA
velAlongNormal
// 06uncneHHa KoepiyieHta pectutyyii (npyxHocti)
e std componentA
componentB
// 064UC/IeHHA 1MMy/IbCHOro cKanapa
J e velAlongNormal
J componentA
componentB
// 3acTtocyBaHHA IMMynbCy

glm: :vec3 1impulse J collisionInfo.collisionNormal

componentA componentA

componentA impulse
componentB componentB

componentB impulse

/ey

IMnyeC  OOUMCHIOETHCS BIAMOBIHO JO 3aKOHY 30€peKEHHS IMITYJIbCy Ta
KoedillieHTa PEeCTUTYIli, KU BU3HAYAE €IaCTUYHICTh 3iTKHeHHSA. Koedirient e = 1
BiJIMOB11a€ aOCOTIOTHO MPYKHOMY 31TKHEHHIO, a € = 0 — aOCOJII0THO HEMPY>KHOMY.

Kopekuisi mo3uniii. ;151 3ano6irands npoHUKHEHHIO (sinking) Ta HaKOMMUYEHHIO

MMOMUJIOK YUCJIOBOI 1HTErpallii, CHCTEMa 3aCTOCOBY€E KOPEKIIIIO MO3UITIH:

// Kopekuia no3uuyiu [19 3anob6iraHHA MPOHUKHEHHI
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percent // BifjCOTOK p03B'A3aHHA MNPOHUKHEHHS
slop // fonycTume rnpoHUKHEHHS
glm: :vec3 correction = std collisionInfo.penetrationDepth
slop componentA
componentB percent

collisionInfo.collisionNormal

componentA componentA

componentA correction
componentB componentB

componentB correction

[TapameTp percent BU3HA4Ya€ YacTKy MPOHUKHEHHS, KA KOPHUTYETHCS 32 OJIUH
KpPOK CUMYJIsALT, a slop M03BOJIsi€ HEBEIUKI IEPEKPUTTS IS M1BUILIEHHS CTa01IbHOCTI.

CneunianbHa o0poOka aias kiHemMaTHyHuUX 00'ekTiB. KiHnematuyHi Tina
BUMAaralroTh OCOOJIMBOTO TIAXOMYy IO PO3B'S3aHHSA 3ITKHEHb. Y pa3i 3ITKHEHHS
KIHEMaTUYHOTO 00'€KTa 31 CTAaTUYHUM, CHUCTEMa 3amobirae MpOHUKHEHHIO, KOPUTYIOUU
MTOJIO’KEHHST KIHEMaTHIHOI'0 00'€KTa.

JIns KiHEeMaTWYHO-AWHAMIYHOTO 31TKHEHHS 3aCTOCOBYETHCS IMITYJIbC JIMIIE IO
JTUHAMIYHOTO 00'€KTa, a KOPEKIlis MO3WIIA Mae BUINMK BiJICOTOK i 3a0e3medeHHs
HAJIHHOTO PO3B'sI3aHHS KOJIi31H.

2.4.4. Po3paxynok wieuoxkocmi, RPUCKOPEHHA, MACU

JluHaMidH1 BJIACTUBOCTI O0'€KTIB BHU3HAYAIOTh IXHIO ITOBEIIHKY B CHMYJISAIII.
Po3risiHeMO OCHOBHI aCEKTH IUX PO3PaxXyHKIB.

Maca Ta obepnena maca. Maca o0'ekTa BU3Ha4a€ WOTO 1HEPIIIIO Ta PEAKITI0 Ha

NPUKIAJCH] CUIIU:
mass
m_Mass = mass

m_InverseMass mass mass

Buxopucranusi obepuenoi macu (m_InverseMass) onTuMizye OOYUCIECHHSA Ta
JI03BOJISIE €JIETAHTHO MIPEJICTABIISATH CTAaTUYHI 00'€KTH Yepe3 HyJIbOBY OOEpPHEHY Macy.

[IpuckopenHs Ta cwia. 3rifHO 3 APYTUM 3aKOHOM HbIOTOHA, MPUCKOpPEHHS Tija
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MpsMO MPOTOPIiIHHE TPUKIaJAEHIN cuill i 00epHEHO MponopliiHe HOoro Maci. Y cucremi
el 3aK0H peaizoBaHo B GpyHkii ApplyForce:
glm: :vec3s5 force

m_Acceleration force m_InverseMass

Ile 103BOJIsIE JIETKO MOICITIOBATH B3a€EMOJIIIO PI3HUX CHJI, BKJTIOYAIOYH TpaBiTallifo,
MPYXHICTb Ta TEPTH.

IIBuakicTs i mo3umisi. OHOBJICHHS MIBHJIKOCTI Ta IO3WINT BiJOyBa€ThCS Ha
KOXKHOMY KPOIll CUMYJISIIIiT Ha OCHOB1 MPUCKOPEHHSI Ta MOMEPEAHBOT IBUIKOCTI:

deltaTime

// IHTerpayis Evnepa

m_Velocity m_Acceleration * deltaTime

m_Position m_Velocity * deltaTime

// CKupgaHHsa MNpUCKOPEeHHA [J/18 HACTYNHOro Kagpy

m_Acceleration = glm

KoeginieHT npyxHocTi.
Koeimient npyxHOCTI (restitution) BU3Havae, KKy YaCTUHY KIHETHYHOI €HEpTii
00'exT 30epirae mcis 3ITKHeHHS
restitution

m_Restitution = glm restitution

3nadeHHss (0 BIANOBIZAE TIOBHICTIO HEMNPYKHOMY 3ITKHEHHIO  (00'€KTH
"IpWIMIAIOTE" OAMH 0 OJHOr0), a 1 — abCoMOTHO NPy KHOMY (3ITKHEHHS 0€3 BTpaTu
eHeprii).
KoedimieHT pecTuTyIlii € MaTeMaTHYHO MOB'SI3aHUAN 3 BiTHOCHUMU MIBUAKOCTSIMH
v, =v/'|

2 1

JI0 1 MICJIS 3ITKHEHHS: € = JIe Vi, V2 - IIBHAKOCTI JO 3ITKHEHHS, Vi', V2' -

_vzl

v,
MIBUIKOCTI MICJA 31TKHEHHS B3IO0BXK J1HIT 31TKHEHHS.
3HauUeHHs € BHU3HAYAIOThCA CKCIIEPUMEHTAIBHO [IJIi PI3HUX MaTepiajis,

HaIpUKIA:
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e Cramb no crani: € = 0.5-0.7
e ['yma o 6erony: € = 0.7-0.8
e (ko no ckiay: € = 0.9-0.95
BigHocHa mBHAKICTH NPH 3iTKHEHHI. TakoX BaXXJIMUBOI BEIWYUHOK MPHU
PO3B's13aHHI KOJII31H € IMIPOCKIIiS BIIHOCHOI MIBUAKOCTI HA HOPMaJIh 31TKHESHHS:
glm: :vec3 relVelocity componentB
componentA

velAlongNormal glm relVelocity

collisionInfo.collisionNormal
Ileit ckamsip BW3Ha4Yae, 4u 30MMKYIOThCS OO'€KTH (HETaTWBHE 3HA4YeHHs) abo
BiAAQIAIOTECS (MTO3UTHBHE).
Imnyase Ta 3mina mBuakocti. [lix dac 3iTKHEHHS 00'€KTH OOMIHIOIOTHCS
IMITYJIbCaMH, 110 3MIHIOIOTh 1XHI1 IIBUIKOCTI:
J e velAlongNormal

j componentA componentB

glm: :vec3 1mpulse J collisionInfo.collisionNormal

componentA componentA
componentA impulse
componentB componentB
componentB impulse

dopmyrna s IMITYSIbCY BUBEIEHA 3 3aKOHY 30€pEKCHHS IMITYJIbCY Ta 3aJICKUTh
B1JI Mac 00'€KTIB Ta TXHHOT BIIHOCHOT IIIBUIKOCTI.

TakuMm 4YuHOM, TIpeACTaBlieHa cuUcTeMa (I3UYHOI CUMYJSLIi  3abe3neuye
pEeaNiCTUYHY TMOBEIIHKY OO0'€KTIB 3 ypaxyBaHHSM TpaBiTarlii, MPY>KHOCTI, TEPTSI Ta
iHmUX  Gi3uyHUX sgBuil. KomOiHaiis e(eKTUBHMX aJTOPUTMIB BUSBIICHHS Ta
pO3B'sI3aHHS KONI31M 3 TOYHMMHM METOJAaMHU I1HTEerpauii pyxy J03BOJISIE CTBOPHOBAaTH

MEPEKOHJIUBI IHTEPAKTUBHI cepenoBuiia B 3D-pymrii.
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PO3I1JI 3. PO3POBKA TA PEAJIIBALIA ITPOTOTUILY PYIIIA

3.1. CTpyKTypa NpoeKTy Ta HAJAIITYBAHHS CepPel0BHUINA PO3POOKH

VY KOHTEKCTI pO3pOoOKM MPOTOTUITY TPUBUMIPHOTO PYLIiss 3 IHTETPOBAHOIO
cuctemMoro (izuku Oyn0 3aCTOCOBAaHO MOAYJIBHHU MIIX1A A0 apXiTEKTypH MPOTrPaMHOTO
3a0e3neueHHsa. CTpyKTypa IpOeKTy 0a3yeThCcsl HAa MPHUHIMIAX 00'€KTHO-OPIEHTOBAHOTO
porpaMyBaHHsl, 110 JT03BOJISIE CIPOCTUTH HAMMUCAHHS KOy, abCcTparyoun Horo B KJlacH,
110 BiJIMOB1/Iat0Th JIMIIIE 32 CBOIO 33J1a4y Ta CIPOILY€E MOBTOPHE BUKOPUCTAHHSI KOJY.

ITepen Oe3nocepenubo moyaTkoM po3poOku 3D pymnist HeoOXigHO oOpaTtu Ta
HaJlalITyBaTH CEpeloBHINE po3poOKu. K cepenoBuile po3podku Oyno obpano Visual
Studio uepe3 ii TicHy iHTerpamito 3 C++, 3pyuyHi IHCTPYMEHTH JUIsl TPHUIIBHUAIICHHS
HalUCaHHS Ta BIJIAAKU KOAY Ta IIUPOKUU MOTEHINaN IS PO3IMUPEHHS (DYHKI[IOHATY,
HAIPUKJIa1, PO3IMIMPEHHS JJIS MACBIYYBaHHSI CHHTAKCUCY KOy IICHIEpiB.

OpHuM 3 KpOKIB Il HAJAIITyBaHHS MPOEKTY JUIsl KOPEKTHOI HOro pobotu €
MIJKJIIOYeHHST HeoOxigHux O10miorek. Jlyisi mporo mpoekty Oyiao oOpaHO AMHAMIYHE
nigkitodeHHs 0i0morek. Lle cnpornye minkimoueHHs HOBUX 010110TEK, 3aMiHy iX Bepciit
Ta poOUTh KiHIEBUN (haill TpPoxXu MeEHmUM. B Jedkux BUMagkax JAUHAMIYHE
MiAKTI0UeHHST 010710TeK MOXKE MO3HAYUTHCh Ha MPOAYKTUBHOCTI MPOTPaMHu, aje AJis
IIPOEKTY, 1110 PO3MIAIAETHCS B JaHI pOOOTI LIUM HEOJIKOM MOXHA 3HEXTYBaTH.

Sk yxe Oyn0o BU3HAUYEHO B po3ALIaxX BUIIE, sl po3poOku 3D pyiist HeoOXigHa
HAsSIBHICTh HACTYITHUX 010110TE€K Ta TEXHOJIOT1M:

e OpenGL sk 6a3oBuit rpadiunuii API 3 Bukopuctanusm posmmpenb GLEW mns
noctyny 1o ¢byHkiii Ta meronis OpenGL;

o GLFW s cTBOpeHHs Ta ynpaBJliHHA BIKHOM, 0OpOOKH BBEICHHS KOPUCTYBA4a;

e GLM (OpenGL Mathematics) 111 MaTeMaTuyHUX onepaiiiii 3 BEKTopamu Ta

MaTpuLsAMU,
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o ImGui ans peanizaiii rpagigHoro iHTepdency KopucTyBaya.
[IpoeKT CTPYKTYpOBAaHO 3TiHO 3 MPHUHIIMIIAMHA KOMIIOHCHTHOI apXiTeKTypH, JIe
KOKeH (DYHKITIOHATHHUI €JIEMEHT PYIIis MPEACTABICHO OKPEMUMU KIIaCaMU:
1. Cucrema pennepunry: Renderer, Shader, Mesh, VertexArray, VertexBuffer,
IndexBuffer
2. Komnonentu Qizuxu: PhysicsSystem, PhysicsComponent, MeshPhysics, Collision
3. Anroputmu BUSBIICHHS 31TKHEeHb: BoundingSphere, AABB, CollisionInfo
4. Kamepa Ta ynpasninus BBeneHHsm: Camera, Application
Jns  3a0e3rneyeHHss €(QEKTUBHOTO YIPABIIHHSI pecypcaMH  3alpoOBaKEHO
CEMaHTHKYy TepeMillleHHs (move semantics) y KIIOYOBUX Kjacax, IO BIAMOBIIAIOTH 3a
rpadiuni pecypcu, 30kpeMa VertexArray, VertexBuffer ta IndexBuffer. Taxuii minxin
3arno0ira€ HEKOHTPOJILOBAHOMY IyOIIOBAaHHIO PECYpPCIB 110 BUKOPUCTOBYE TpadiuyHUN

npoiiecop Ta 3ade3neuye ix HajaexHe BUBLIbHEHHA[S][10][12][13].

3.2. Peanizanisa monyJs penaepunry 3D-00'exkTiB

Monyns penaepuHry 0a3yeTbcs Ha mnporpamoBaHoMy koHBeepi OpenGL 3
BUKOPHUCTAHHM TeinepiB. OCHOBHUMH KOMIIOHEHTaAMHU MOJYJIS €:

Bydepu Tta MmacuBu BepmuH. Y po3poOiIeHOMY pyIiii B3aeMojisl 3 rpadiuHUM
API (OpenGL) alGcrparoBana uepe3 kiacu FVertexBuffer ta VertexArray. Kiac
VertexBuffer iakamncymtoe Oydep BepiinH, a VertexArray opraHizoBy€ CTPYKTYPY JaHHX
BepiIuH uepe3 o0'ekT VertexBufferLayout. Take aOcTparyBaHHs J03BOJisIE YHI(IKyBaTH
poOOTYy 3 pI3HUMH CTPYKTypaMH [JaHUX BEpPIIMH O€3 3MiHM OCHOBHOI JIOTIKH
pennepunry[5][13]. Po3mistHeMo [eski TEOpPETHYHI1 BIOMOCTI IPO MPHUHIMIIK POOOTH
rpadiuaux npumitusiB B OpenGL.

3.2.1. byghepu eepuiun

bybep Bepmun (Vertex Buffer) € dyHaameHTanbHOI CTPYKTYpOIO MaHUX Y
rpagiyHOMY TpOrpaMyBaHHi, IO (YHKIIOHY€E $K CIeliaaizoBaHa o0JacTh mam'sTi
rpadigHoro mpoiecopa Juist 30epiranHsa nanux npo BepimuHu 3D-00'extiB. Lleit Oydep

3a0e3neuye ePEeKTUBHUI MEXaHI3M Nepe/iadyl FeOMETPUYHUX JaHUX BiJl LIEHTPAJIbHOTO
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nporiecopa a0 rpadivyHoro.

Ipunuunu ¢pynkuionyBanHs. bydep BepmmH peanizye koHmemiio OyhepHUX
0o0'ektiB OpenGL, mo mnpeacTtaBisitioTh coO000 MAacHMBHM JaHUX, PO3MIIIEHI B Mam'siTi
GPU. IIi Oydepu ctBoprorothess uepe3 Bukiuku OpenGL API (glGenBuffers(),
glBindBuffer(), glBufferData()), sxi iHimami3yioTh Oydep Ta 3alMOBHIOIOTH WOTO
JTaHUMU.

AJITOpUTM CTBOPEHHS T4 BUKOPUCTAHHS BEPIIMHHOTO Oyepa BKIIOYAE:

1. Teneparito inentudikaropa oydepa.

2. BusHaueHHs Oydepa K 1IJIbOBOTO.

3. Posmimenns nmanux y Oydepi depe3 KOmitOBaHHS 3 ONEPATUBHOI MaM'sTi 0
BlJIeonam'sTl.

4. Cneuudikaniro ¢gopMary JaHUX Ta iX 1HTeprperauii rpadiyHUM KOHBEEPOM
(VertexBufferLayout).

XapakTepucTuKH Ta onrTuMmisanii. Bepunhi Oydepu xapakTepusyroTbCs
HACTYITHUMH TIapaMeTPaMHU:

e EMHicTb — 3araibHUIN po3Mip Oydepa B OanTax.

e PexxuM BuUKOpHCTaHHSI — crenudikamis TMaTTepHy JAOCTYIy JO JaHUX
(GL_STATIC DRAW, GL DYNAMIC DRAW, GL STREAM DRAW), o
JI03BOJISIE ApaiiBepy ONTUMI3yBaTH po3MilleHHs nanux y nam'sti GPU.

e Tunm panmx — ¢Qopmar 30epekeHuX OaHuX (KOOpPAHMHATH BEPIIWH, TEKCTYpPHI
KOOPJMHATH, HOpMaJi).

3.2.2. Macueu eepuiun

MacuB BepmIMH € aOCTPaKLI€0 BHILOTO pIBHS, IM0 IHKAICYJIIOE CTaH
koH]irypartii OydepiB BepuiuH Ta ixHiX aTpulyTiB. OCHOBHOIO METOI) MAaCHUBY BEpIIUH
€ CTBOPEHHS 3B'I3Ky MIDXK JaHMMH, PO3MILIEHHMMH B Oydepax BepIIMH, Ta BXOJaMU
BEPIIMHHOTO MmIekaepa. MacuB BepIIMH BU3HAYA€E, K IHTEPIpETyBaTH Oaiitu y Oydepi
BEPIIUH: SK1 TOJISI BIAMOBIAAIOTH SKUM arpuOyTam, iXHI THUIH, PO3MIPHICTh, 3CYBH B
CTPYKTYp1 JIaHUX Ta 1HIII MTapaMeTpH.

B apxitextypi OpenGL macuB BepiiuH mpeactaBieHuil sk o0'ekt Vertex Array

Object (VAO), mo 36epirae koHdirypaiito arpulytiB BepiuH. CtBopeHHss VAO udepe3
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glCreateVertexArrays J03BOJIsi€ BCTAaHOBUTU KOHTEKCT JJISI MOAAIBIIMX oOmeparii 3
Oypepamu. @Dynkuis glVertexAttribPointer BHUKOPUCTOBYeTbCS ISl 3B'SI3yBaHHS
arpuOyTiB 3 BiAMOBIAHUMU Oydepamu, BKa3yrOud PO3MIPHICTh (HANpPHUKIAL, TpHU
KOMIOHEHTU uisi mo3ulii abo wopmaimi), tun ganux (GL FLOAT nns uumcen 3
MJIaBAIOY0I0 KOMOIO), HOpMAJi3alliio, 3CyB y CTPYKTYpi Ta 1HII mapameTpu. AKTUBAIIiSA
aTpuOyTiB 3aiiicHIOeThCsl yepe3 glEnableVertexAttribArray, poGisiun iX HOCTYITHUMH
JUTS IIEMAEPHOL POrPaAMH.

MacuB BepiinH (HaKTHUHO CTBOPIOE MOBHY KOHPITYpaIlito CTaHy JJisi pEHACPUHTY
KOHKpPETHOi TeoMmeTpii, mo 3albe3neuye e(QEeKTUBHE NEPEMHUKAHHS MDK PI3HUMH
3D-o0'ektamu  mixg dac BigoOpaxkeHHs creHu. Ilpm 3B'sisyBamHi VAO depes
glBindVertexArray Bci acomiiioBani arpuOytu Ta Oydepud aBTOMATHYHO CTarOTh
AKTUBHHMMHM, 1[0 3HAYHO 3MEHINY€E KUIbKICTh BUKINKIB APl npu peHaepuHry 00'ekTiB.

3.2.3. Inoexcui oygepu.

Innekcuuit Oydep (Index Buffer) € cnemianizoBaHOO CTPYKTYpOI AaHHUX, IO
ONTHMI3y€ BUKOPUCTAHHS MaM'sTi Ta MABUILYE MPOMYKTUBHICTh PEHIASCPUHTY IUISIXOM
YCYHEHHs JyOJtOBaHHS BEpIIMH. 3aMmicTh 30epiraHHs MOBTOPIOBAHMX JIaHUX BEPIINH
JUISL KOKHOTO TPUKYTHUKA, 1HAEKCHUH Oydep MICTUTh MOCTIAOBHICTh 1HAEKCIB, SIK1
MOCUJIAIOTRCA Ha BepmuHU B Oydepi BepmmH. Ile ocobmuBo edekTuBHO s
MOJIITOHAIBHUX MOJIEJIeH, Jie OUTBIIICTh BEPIIUH € CIIUTBHUMU ISl KITBKOX MPUMITHUBIB.

B  OpenGL  inmgexcHuii  Oydep  CTBOPIOETBCS  SIK  OO0'€KT  THUITY
GL ELEMENT ARRAY BUFFER wu4epe3 ¢yukuito glGenBuffers. Jani, 110
3aBaHTAXYIOThCS uepe3 glBufferData, mpeAcTaBisiOTh COOOK MacuB 1HJCKCIB
(3a3Bu4ail MinMx O€33HAKOBUX UYHCEN), KOXKEH 3 SIKHX BKa3y€ HAa KOHKPETHY BEpIITUHY B
Ooybepi BepmmH. [lpu peHAepuHTy 3 BHUKOPHUCTaHHSAM I1HACKCHOTO Oydepa depes
¢yukuito glDrawElements rpadlyHUN KOHBEEP BUKOPUCTOBYE IIi IHIAEKCH IS
3BEPHEHHS JI0 BIAMOBIIHUX BEPIIHH, 110 3HAYHO 3MEHIIIY€E OOCSIT MaHUX, sIKI TOTPIOHO
nepenaBatu Ha GPU.

Buxopucranus innekcHux OydepiB Mae 11e OAHy CyTTEBY IEpeBary: ONTHMI3allis
oOuncnenp MmenaepiB. OCKUIbKM WP BHUKOHYIOTHCA JUISI KOXKHOI YHIKaJIbHOI

BCPpIIMHHU JTMIIC OJWH Pa3, a HC OJIsI KOKHOI'O 1 BXOIKCHHA B HpI/IMiTI/IBI/I, ¢ 3MCHIIY€E
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obOuncmoBanbHe HaBaHTaKeHHS Ha GPU. KemyBanHs pe3ynbTariB poOOTH BEPIITUHHOTO
meigepa BiIOyBa€ThCSA aBTOMATUYHO, IO OCOOIMBO BAXKIWBO IS CKIIATHUX
HIeIepHUX OOUNCIICHb.

BaxnBoro xapakTepUCTUKOI 1HAEKCHOTO Oydepa € HOro 3B'A30K 3 MacHMBOM
BepimH. [Ipu 3B's3yBanHi VAO aBTOMaTH4HO 30€piraeTbcsi MOTOYHUMN CTaH 3B'SI3aHOTO
iHAeKkcHOro Oydepa, mio 3a0e3neuye UUTICHICTh KOHDIrypaiii peHAepUHrY IS
KOHKpeTHoro o0'ekta. lle cmpomrye ympaBmiHHS CTaHOM MPH BiTOOpa)X€HHI PI3HUX
00'eKTIB 1 3MEHITY€E KIJTBKICTh BUKIUKIB API.

TakuM yuHOM, B3aeMojis OydepiB BEpIIMH, MACHBIB BEpIIMH Ta 1HAEKCHHUX
OydepiB cTBOpo€ ehEKTUBHHM MEXaHI3M IS TIPEACTaBICHHS Ta pPCHJICPUHTY
TPUBUMIPHOI TeoMeTpli, 3a0e3Meuytour ONTUMaJIbHE BUKOPUCTAHHS OOYMCIIOBAIbHUX

pecypciB rpadiyHOTO NPUCKOPIOBaAYa.

3.2.4. Mew ma 11020 pendepune.

Knac Mesh € dynnameHTanbHOIO aOCTpakIli€ro, 110 1HKAICYIIOE€ T€OMETPUYHI
CTPYKTypH Ui peHAEpUHry B TpadiuHomy KoHBeepl. JlaHuii kiac 3abe3nedye
1HTErpalilo HU3bKOpiBHEBUX rpadivynux npumitubiB OpenGL (macuB BepmuH, Oydep
BEpIIMH Ta I1HJAEGKCHUN Oydep) 3 BHUCOKOPIBHEBUMHU IapaMeTpaMu TpaHcdopMmalrii
00'eKTa B TPUBUMIPHOMY IPOCTOPI.

Konctpyxkiiist mema pearnizoBaHa depe3 ¢GaOpuuHi METONH, SKI 1HKAICYTIOIOThH

Mpoliec reHeparlii BepIIMH Ta 1HIEKCIB IJIs1 CTAHAAPTHUX T€OMETPUUHUX TPUMITHBIB:

Mesh radius slices
Mesh width
Mesh width height

Hanpuknazn, meton CreateSphere renepye anmpokcumariito cepu mIssxoM HOALTY
il MOBEpXHI HAa CTEKU 1 CEKTOpH, OOUMCIIOIOUM IOJIOKEHHS BEpIIMH 3a (opMysIamu
napamMeTpUYHOI TeOMeTpii:
x = r * cos(u) * cos(v)
y =71 * cos(u) * sin(v)
z =1 * sin(u)

ne r - paaiyc chepH, u — KpoK “moBrotu’’ cepu, v — KpoK “mupotu’’ chepHu.
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[Iponec penaepuHry meria abcTparyerbes uepes metoau Bind() Ta Unbind(), axi
3a0e3MeuyoTh HaJleKHe 3B'a3yBaHHs rpadiuHux Oydepis 3 koHTekcToM OpenGL nepen

B1JIOOpaXKCHHSIM IeOMETPii.

3.2.5. Cucmema wieiioepis.

letinepn € mporpaMaMu, IO BHKOHYIOThCA O€3mocepenHbo Ha TpadiaHOMY
mporecopl Ta 3a0€3MeUyroTh THYYKHA KOHTPOJIb HaJ PI3HUMH eTanaMu TpadidHoro
kouBeepy. llleiinepu MOXXyTh BUKOHYBaTH 0e3miu (YHKIIH BCi 3 SIKUX O€3MOCeperHbo
BIUTMBAIOTh Ha KIHIIEBUHM BUIVIS] BiIMAJIbOBAHOTO KaJpy, ajieé HAMPO3MOBCIOKEHIIIE X
BUKOPHUCTaHHS — JJI1 PO3PAXYHKY KOJIbOPY KOKHOTO TiKcess Ha ekpadi. Lle no3Bossie
MaTeMaTW4yHi omeparii Jyisi pPO3paxyHKy OCBITICHHS Ha rpadidyHuil MpoIecop,
OJTHOYACHO BIJKPHBAIOYHX HOB1 MOXKJIMBOCTI Ta MOKPAITYIOYH IIIBUIKOIFO CUCTEMH.

Knac Shader B wmamnii mporpami peanizye iHTepdelic sl 3aBaHTaKCHHS,

KOMITUIALIIT Ta YIIpaBIiHHS 1IeiaepHuMu riporpamamu B koutekcti OpenGL nporpamu.

VERTEX SHADER GEOMETRY SHADER SHAPE ASSEMBLY

i ™
o DATA[] . .
e A
n | |
a I
I
e e _J

TESTS AND BLENDING FRAGMENT SHADER RASTERIZATION

Puc. 3.1. I'padpiunuii kouBeep OpenGL

CrpykTypa 1eiiiepHux mnporpamM. Y KOHTEKCTI peai3alii I[bOro MPOEKTY
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HieiIepHa mporpaMa CKIaJaaeThes 3 JBOX KOMIIOHEHTIB:

1. Ileiinep Bepmmu (Vertex Shader) - BignmoBigae 3a Tpancgopmallito KOOpAUHAT
BEPIIMH Ta repeaady arpuOyTiB A0 HACTYITHUX €TarliB KOHBEEPY.

2. Illeiinep d¢parmentiB (Fragment Shader) - BusHayae Kkodip 1 Bi3yasibHI
XapaKTePUCTUKH KOXKHOTO (PparMeHTy (IJIsi CHPOIIEHHS CIOPUHHATTS NPUHHATO
OTOTO>KHIOBATH MOHSTTS (PparMeHTy 1 Mmikcelst) (piHaAIbHOTO 300pasKEeHHS.

Kommninsimia Ta 3B’si3yBaHHsl 1eiigepiB. (s BUKOpHCTaHHS WIeHIepiB B
koHTekcTi OpenGL ix HeoOXiAHO 3B’S3aTH B OJIHY 3arajby Mporpamy, sika MOTIM
Oyzme BIANpaBIATHUCH Ha 00poOKy 10 rpadiudoro mporecopa. Ilporec
3aBaHTaXCHHsI MIEHUIEPHOI MPOTrpaMu BKIIFOYAE HACTYITHI €TaIlu:

1. 3aBaHTa)X€HHS BUX1THOTO KOy HICHIEpIB 3 (ailiiB.

2. KoMmminsiist KOXKHOTO IIeiaepa OKpeMo.

3. O0’eaHaHHS CKOMITUTLOBAHUX MICHUIIEPIB Y €IMHY MPOTPaMy.

4. Baunijgaiist mporpaMu Jijisi BUSIBJICHHS MOTEHIIIMHUX TTOMHJIOK.
BcranoBiaennst uniform-3minnux. Yaidopmu 3a0e3nedyoTh MEXaHi3M niepenadi

nanux 3 nporpamu C++ no meitaepis. Kinac Shader peanizye metonu /st BCTAHOBIICHHS
PI3HMX THUIIB YH1(pOpM:
std::string& name, glm::vec3& value

std: :string& name, glm::vec4& value

std::string& name, glm::mat4& matrix
Kosken meTos BUKOHYE Taki Jii:
1. OrpumanHns jokauii yHipopmH 3a 11 iM'IM 3 BUKOPUCTAHHSIM
glGetUniformLocation.
2. BcranoBneHHs 3HaueHHs yHipopmu depes BianosiaHy ¢yHkuiro OpenGL
(manpuknan, glUniform3fv nns BextopiB abo glUniformMatrix4fv njs MaTpuib).
3.2.6. Mampuuna mpancghopmauia.
Marpuuna  Ttpanchopmallis €  GyHAAMEHTAJIbHUM  MEXaHI3MOM  JIst
MPEICTABIICHHS TIOJOKEHHSI 1 OpleHTalli O00'€KTIB y TPUBHUMIpPHOMY IpocTopi. B
peaizoBaHiii CUCTEM1 BUKOPUCTOBYEThCs O10mioreka GLM, 1m0 Hagae mimpokuil CeKTp

MaTeMaTUYHUX (YHKIIM Ta TUIIB JaHUX, ONTUMI30BaHUX ISl TpadiyHUX 3aCTOCYBaHb.
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Cucrema koopauHaTr Ta mMarpuui Tpancdopmanii. B xomn’torepHiii rpadimi

BUKOPHUCTOBYIOTHCSI HACTYITHI MaTpHIll TpaHChopmarrii:

e Marpuusa wmoxeai (Model Matrix) - Bu3Ha4Yae TOJIOKCHHS, OpPIEHTAIIO Ta

MaciTad 00'ekTa y CBITOBOMY ITPOCTOPI.

e Marpuusa Buay (View Matrix) - BU3Haua€e MOJOKEHHS Ta OPIEHTAII0 KaMEPH Y

CBITOBOMY IIPOCTOPI.

e Marpuusa mnpoekuii (Projection Matrix) - Bu3Hauae mnapaMeTpu MPOEKUIi

3D-cuenu Ha 2D-1JI0IKMHY €KpaHy.

OO0uncieHHss Marpuni Moaedi. Marpuiis mMozeni g KOoKHOTo o0'ekta Mesh

OOUHCITIOETHCS 32 HACTYITHUM aJTOPUTMOM:

// lMo4yaTKkoBa oAMHMYHA MaTPULA

m_ModelMatrix = glm

// MepemiweHHA

m_ModelMatrix = glm

// MosopoT no X

m_ModelMatrix = glm
glm

// MosopoT no Y

m_ModelMatrix = glm
glm

// MosopoT no Z

m_ModelMatrix = glm
glm

/7

m_ModelMatrix = glm

m_ModelMatrix, m_Position

m_ModelMatrix

m_Rotation.x), glm

m_ModelMatrix

m_Rotation.y), glm

m_ModelMatrix

m_Rotation.z), glm

m_ModelMatrix

m_Scale

[Topsinok oneparliii B AJaHOMY BUIIAJKy KPUTHUHHIA:

1. CrouaTky 3aCTOCOBYETHCS TPAHCIIALIS (MIEPEMITIICHHS).

2. Jlam - o6epTaHHs HaBKOJO ocelt X, Y, Z.

3. Hacamkinenp - MacmTaOyBaHHS.
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3MiHA MOPSAKY UMX ONepaliil mpu3Bene A0 CYTTEBO BIIMIHHUX pPE3y/bTaTiB
Tpancdopmarlii, OCKIJIbKM MaTPUYHE MHOKCHHS HE € KOMYTAaTHBHHM.

Tpanchopmanis Hopmageid. Ilpu Tpanchopmariii 00'ekTiB  HEOOX1THO
BpPaxoBYBaTH BIUIMB Ha HOpMai BepminH. [[Jis KOPEKTHOTO OCBITICHHSI HOpMalli MaroTh
Oyt TpaHcOpMOBaHI 3 BHUKOPHCTAHHSM CIICIIaIbHOT MAaTPHUIll - TPAHCIOHOBAHOI
00epHEeHOI MaTpHIll MOJEI:

vNormal uModel aNormal

Takuit migxing 3a0esnedye KOPEKTHY OpIEHTAII0 HOpMaied HaBiThb MpHU
HEOJIHOPITHOMY MacIiTaOyBaHHI 00'€KTa.

IlepcnekTnBHa npoekuisi. J[s cTBOpeHHs U310 NIMOMHU B TPUBUMIPHOMY
MIPOCTOP1 BUKOPUCTOBYETHCS MEPCIIEKTUBHA MPOEKIIis, 10 Peali3y€eThCs Yepe3 MATPHUIIIO
npoekiii (puc.3.2):
glm: :mat4 projection = glm glm fov

aspectRatio, nearPlane, farPlane
ne:
e fov - kyt oy (Field of View),
® aspectRatio - CTIIBBIIHOIIEHHS CTOPIH BIKHA,
® nearPlane 1 farPlane - OnvbkHsI Ta NanbHS TUIOMIAHA BiJICIKAHHS.
Bzaemonis Marpums Mozeni, BHUIYy Ta TMPOEKIli 3abe3redye MpaBUIIbHE
BIIOOpaXeHHS! TPUBUMIPHUX OO'€KTIB Ha JBOBUMIPHOMY €KpaHi 3 ypaxXyBaHHSIM ixX

B3a€MHOTO PO3TAIlyBaHHS Ta MapaMeTpiB KaMepHu.
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far

Viewing frustum

Line of sight
near 7 -
Y A
y AR X -
- “top / right
Eve position bottom / left

Pucynoxk 3.2. IlepcnektuBHa npoexkirisi kamepu B OpenGL

3.2.7. Cucmema penoepunzy.

Knac Renderer € abcTpakiii€to, sika 1HKANCYJIOE JIOTIKY MPOLIECY PEHIEPUHTY Ta
3abe3reuye equHui iHTepdeic sl BiIoOpakKeHHST MEIIIIB Ha €KpaHi. J[aHnii KOMITOHEHT
CHUCTEeMH peaizye MPUHIIUI PO3IUSICHHS BIIMOBIAAIHHOCTI, BITJOKPEMITIOIOYH MEXaH13M
PEHIEPUHTY BiJ CTPYKTYp AaHHX, IO MPEACTABISAIOTH TeoMeTpito 00'ekTiB[5][8][10].

ApxiTtekTypa penaepepa. Pernepep BUKOPUCTOBYE HACTYIIHY apXITEKTypy:

apXITEKTypy:

1. Inmimiamizamisi KOHTEKCTY - BCTAHOBIICHHS ITOYaTKoBHX IapamerpiB OpenGL:

IJIMOMHHOTO TECTYBaHHS, alb(a-3MIITyBaHHs, TOIIIO.

2. OunmeHHs O0y¢epis - miaroroBka Oy¢epiB KOJIbOPY Ta IMUOUHH MEPE IOYATKOM

PEHIEPUHTY HOBOTO KaJIpy.

3. PennepuHr 00'ekTiB - BIJOOpaXC€HHS MEIIIB 3 BUKOPUCTAHHSM BIJIMOBITHUX
eiIepiB Ta MaTepiamis.
4. 3aBepuieHHS KAAPy - BUKOHAHHS 3aBepIlajbHUX Orepalliii Ta oOMiny Oydepis.

OcHoBHi MoOxauBOCTI penaepepa. Knac Renderer Hagae HACTYmHI KIIFOUOBI

MOKJIUBOCTI:

// OunieHHa 6ypepiB Ko/ibopy Ta /IN6UHU
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// PeHgepuHr mewa 3 BUKOPUCTAHHAM wengepa
Mesh& mesh Shader& shader
// BCTaHOB/IEHHA KOJ/IbOPY OYMUIEHHSA
r g b a
MeTtoa Draw iHKancymroe nociaiJOBHICTh ONepalliil, HeOOX1AHUX JIsl PEHIECPUHTY

Menia:

1. AxTuBaIlis menepHoi mporpaMu.

2. Ilepenaua yHihpopM-3MIHHUX (MaTpUIl MOJEINI, BUAY, MIPOEKIIIT).

3. 3B'azyBanns mema (VAO, VBO, IBO).

4. Buknuk QyHKUii Binoopaxenus (glDrawElements).

5. BiaB'szyBaHHs pecypciB.
InTerpauisi 3 apxitektyporo cucremu. Pernepep iHTerpyeTbes 3 iHIIUMHU
KOMIIOHEHTAMH CUCTEMH HACTYITHUM YMHOM:
OTpuMye Melli Big MEHeKepa ClieHH a00 0e3mocepeHbo BiJl 00'EKTIB.
BuxopucToBye mieiiepu, 3aBaHTaxeH1 4epe3 MEHEIKEP PecypciB.

3acTOCOBY€E MaTpHIIl BUAY Ta MPOEKIIli, HaJlaHI KaMepoIo.

e

[Tepenae pe3yabTaT peHIEPUHTY Ha BiIOOpPaKEHHS Yepe3 CUCTEMY BIKOHHOTO
iHTEpPECY.

Taxuit miaxia 70 apXiTEeKTYpH PEHICPUHTY 3a0e31euye THYyUKICTb,
PO3IIMPIOBAHICTh Ta MIATPUMKY PI3HOMaHITHUX rpadiuaux edeKTiB mpu 30epeKeHH1

MPOTYKTUBHOCTI CUCTEMH.

3.3. Po3pooka cucmemu hizuunux 3acmooiii

BnpoBam:keHHst aaropuTMmiB cumyJsimii ¢pisuxu. Cucrema ¢izuku noOynoBaHa
Ha OCHOBI KOMIIOHEHTHOI apXiTEeKTypH, J€ KOXKeH (PI3MYHUN 00'€KT MpeAcTaBIeHO
ex3eMIUIipoM  kiacy PhysicsComponent, a 3arajibHe YHOpaBIiHHSA  (I3UYHOIO
CUMYJIALII€I0 3IIHCHIOETHCS KacoM PhysicsSystem.

®iznuni komnonentu. Knac PhysicsComponent iHKarncynwoe 6a30Bi (pi3uyHi

BJIACTUBOCTI 00'eKkTa;
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o [lomoxeHHS, MIBUIKICTH Ta MPUCKOPCHHS,
e Maca Ta xoedillieHT TPYKHOTO BiTHOBIEHHS (restitution);
e Tun Ta mapamerpu Konaiaepa (chepa abo AABB).

OnoBneHHs cTaHy (pi3MYHOro 00'€KTa 3A1MCHIOETHCA METOIOM 1HTerpauli Eiinepa:

deltaTime
// Mpocta iHTerpayisa Eunepa m_Velocity m_Acceleration
deltaTime
m_Position m_Velocity * deltaTime

// CKupgaHHA NPUCKOPEHHSA f/718 HACTYMHOIro Kagpy
m_Acceleration = glm

// OHOB/IEHHA Ko/angepiB 3 HOBOKW M03ULIEN

Cucrema ¢izuxku. Kiac PhysicsSystem kepye MHOXHUHOIO  (I3UYHHX
KOMITOHEHTIB, 3aCTOCOBYIOUH JI0 HUX CHJIN (BKJIFOUHO 3 TPABITAII€I0) Ta BUSBISIOUN 1
o0poOsitoun 31TKHEHHS MiX HUMH. OCHOBHI €Tanmy OHOBIICHHS (I3UYHOI CHUCTEMHU
OMMCaHIi B KOJII HACTYITHOIO (PYHKIIIEIO:

deltaTime

// 3actocyBatu rpaBiTauyin [0 BCIX KOMIOHEHTIB

// OHOBUTW nO3MUii 3 NOTOYHUMU WBULKOCTAMU
component m_PhysicsComponents

component deltaTime

// BuABUTU Ta pPO3B'A3aTu 31TKHEHHA

InTerpamisi 3 Mem-00'ekramu. /{151 3B'a3yBaHHA Bi3yaJdbHUX 00'ekTiB (Mesh) 3
(I3BUYHMMHM ~ KOMIIOHEHTaMH po3pobseHo kinac MeshPhysics, skuil 3abe3nedye

JIBOCTOPOHHIO CHHXPOHI3AIIII0 CTaHY:

// AKWo He B KIHeMaTuyHoMy pexumi, OHOBUTU [103uLilw Mewa 3

i3uKku
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m_IsKinematic

m_Mesh m_Physics

TectyBanHs Mozeni 3iTKHEeHb. CrucTeMa BUSBICHHS 31TKHEHb MIATPUMYE JIBa TUITU
TEOMETPUYHUX TPHUMITUBIB mis komizii: chepu (BoundingSphere) Ta oOmexyBasibHI
napanenenineau (AABB). PeanizoBaHo meTonu 1 BUSIBJICHHS 31TKHEHb MK PI3HUMU

KOMOIHALIISIMU LIUX PUMITHBIB:

CollisionInfo BoundingSphere& sphereA
BoundingSphere& sphereB
CollisionInfo BoundingSphere& sphere
AABBS aabb
CollisionInfo AABBS boxA AABB
boxB

JIsisi KO)KHOTO 3ITKHEHHsI oOumcioeTrhesi ctpykrypa Collisionlnfo, sika MICTHTB
iH(popMmallito npo (GaxT 31TKHEHHSI, TOYKY 31TKHEHHS, HOpMab O MOBEPXHI Ta MNUOUHY
MIPOHUKHEHHS.

Peak1iist Ha 31TKHEHHS pealli3oBaHa yepe3 IMITYJIbCHY MOJIEb, € OOYUCTIOETHCS
IMITyJIbC Ha OCHOBI BIJHOCHOI IIBUAKOCTI 00'€KTIB 1 KoedillieHTa MPYKHOTO
BITHOBJICHHSI:

// 064yncneHHa BIAHOCHOI WBUAKOCTI

glm: :vec3 relVelocity componentB

componentA
// 064UC/IeHHA cuanm iMny/sbcy
velAlongNormal glm relVelocity
collisionInfo.collisionNormal
e std componentA
componentB
j e velAlongNormal
j componentA componentB

// 3acTtocyBaHHA IMMynbCy

glm: :vec3 1impulse J collisionInfo.collisionNormal
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JlonaTkoBO ~ peajii3oBaHO  KOPEKLIK  TOJIOKEHHS  JUIs  3arno0iraHHS

"mpoBaIFOBaHHIO" 00'€KTIB OJMH B OJTHOTO:

glm: :vec3 correction std collisionInfo.penetrationDepth
slop componentA
componentB percent

collisionInfo.collisionNormal
Kinemarnuni 00'ekTn. PeanizoBaHO KOHIICHIIIO KIHEMAaTHYHUX OO'€KTIB, SKI
MOXYTh PyXaTUCh ajie¢ HE MJIATal0Th BIUIMBY CWUJI, 110 3MEHIIY€ OOYMCIIIOBAJIbHE
HaBaHTa)KCHHSI:
isKinematic
m_IsKinematic isKinematic
isKinematic m_WasKinematic
m_OriginalMass = m_Physics
m_Physics

// 3pobutn vioro cratnyHum (HecKiH4YeHHa maca)

/7

Panne Biacikannusa. Iliq yac BUSBIEHHSA 3ITKHEHb 3aCTOCOBYETHCSI PAHHE
BIJICIKAHHS JUIST CTATUYHHUX 00'€KTIB:
// Mponyctutm, AKwo obugBa 06 '€KTU CTATUYHI
componentA componentB
Iloeranne mnepemimeHHs. /(a1 OUIBII TOYHOrO BHUSABJIECHHA 3ITKHEHb MPHU
nepemirieHH1 00'€KTiB BUKOPUCTOBYETHCS MTOETATHE TIEPEMIIICHHS:
steps
// Binble KpokiB = ToYyHiwe, asie noBIi/bHIile
glm: :vec3 stepDelta = deltaPosition steps
i 1 < steps; 1

// IHKpemMeHTas/lbHe OHOB/IeHHA no3wyii // ...

3.4. InTerpamnisi ynpanjiHHs KOPUCTYBayeM Ta 00poOKHU nmoaiii

Jlist 3a0e3nedeHHs] 1HTEPaKTUBHOCTI PYLIisl peani3oBaHO CHUCTEMY YHPaBIIHHSA
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BBEJICHHSIM KOPHCTYyBada Ta kameporo. OCHOBHUMH KOMIIOHCHTAMH IIi€] CHCTEMH €:
Kamepa. Knac Camera alcTparye KOHIICTINIO KaMepHU CIOCTEPEKEHHS B

TPUBHMIPHOMY MPOCTOP1, MIATPUMYIOUH TIEPEMIIIEHHS Ta 00epTaHHS:

/).

GLFWwindow& window
glm: :vec3 position
glm: :vec3 rotation

FOV

/).

Kamepa o64mciiioe 1B1 KITFOUOBI MaTPHIIL:

° Marpumio Buay (view matrix), sKa MPEACTaBISIE TOJOXKEHHS Ta OPIEHTAIIIO
KaMepu;

° Marpuito npoekiii (projection matrix), sika BCTAHOBIIIOE MEPCIIEKTUBY Ta IOJE
30py.

OO0poOka BBenennsi. OOpoOka BBEJCHHS KOPUCTyBada peasii3oBaHa depes

¢yHskii 38opoTHOro BUKIMKY (callbacks) GLFW:
GLFWwindow* window
GLFWwindow* window fbw
fbH

Jis  iHTepakTHUBHOI  B3aeMofii 3  00'€eKTaMu  pealli3oBaHO  CHCTEMY
“mepeTsATyBaHHS” 3a JIOTIOMOTOIO KHOTIOK B iHTEpQeici, M0 JT03BOJISIE KOPUCTYBaueBi

MaHIMy/IIOBaTH 00'€KTaMu O€3MOCEPEIHHO Y BIKHI MPOTPAMMU:
I'padiunmii intepdeiic. [[ns 3abe3reyeHHs KOHTPOJIIO HaJ MapaMeTpamu
00'eKTiB Ta (PI3MUHOIO0 CUCTEMOIO 1IHTEerpoBaHo Oi6mioTeky ImGui:

GLFWwindow* window

I'padiunmii inTepdeiic 3abe3neuye JOCTYI A0 TAKUX (DYyHKIIINM:



66

e CTBOpEHHS Ta BUJIAJICHHS 00'€KTIB;
e HanamryBaHHs mapameTpiB Pi3UKY;
e MaHinymsIis MO3UIlIEI, OOEPTaHHAM Ta MacIITaOyBaHHSIM 00'€KTIB;

e 3MiHa BJIaCTHBOCTEH MaTepialliB.

3.5. TectyBaHHs pyllisi Ta aHAJII3 NIPOAYKTUBHOCTI

VY mporneci po3poOKu pymrist 3MIHCHEHO KUThbKa BHJIIB TECTYyBaHHS ISl OIlIHKH
IPOTYKTUBHOCTI Ta HaIIMHOCTI CUCTEMH:

TecryBaHHs BHsIBJICHHS 3iTKHeHb. IIpoBeneHO BHUYEpIIHE TECTyBaHHS
aJTOPUTMIB BUSIBJICHHS 31TKHEHB JUIS PI3HUX KOMOIHAI[IIl TeOMETPUYHUX TPUMITHBIB:

Cdepa-chepa;

Cdepa-AABB;

AABB-AABB.

Ouinka npoxykTuBHOCTi. OLIHEHO MNPOAYKTUBHICTH CHUCTEMH 33 PI3HUX
CIIEHApPiiB BUKOPUCTAHHS:

® PeHjepuHr pi3HOT KUTBKOCTI 00'€KTIB;
o Cumynsmis Gi3UIHUX B3aEMOJIIN 3 PI3HOIO KIJIBKICTIO 00'€KTIB;
e TecryBaHHA 3 pI3HUMU TUIIAMU KOJaiAepiB.

BcranoBneHno, 1mo HaWOUIBII PECYpCOMICTKUMU OIEpallisiMA € BUSIBJICHHS
3ITKHEHb Ta PO3B'A3aHHS KONI31id. BrpoBamkeHl onTuMmizaiii, 30KpeMa KIHEMAaTHYH1
00'€eKTM Ta paHHE BIJCIKAHHSA, JO3BOJMIM CYTTEBO MIABUIIUTH TMPOAYKTUBHICTH
CHUCTEMHU.

Ouinka cradinbHocTi ¢isuuHoi cumyasimii. /(s 3a0e3nedeHHst cTabiIbHOCTI
Gb13uyHOT  CUMYIIAIT  peali30BaHO MeEXaHI3MHM KOPEKIlii TOJOKeHHS O00'€KTiB Ta
KOHTPOJIIO 32 MPOHUKHEHHSIM. TecTyBaHHS IMOKa3ajao, IO TaKi MEXaH13MU €()EKTUBHO
3arnobiraroTh apredaxram "TpeMTiHHSA" Ta "TIpoBatOBaHHS".

3aragoM,  po3poOJIEHH  MPOTOTUN Py  JEMOHCTPYE  NPUHHATHY
MPOAYKTUBHICTH Ta CTAOUTBHICTD JUISI HEBEIMKUX CIIEH 1 MOXKE CIYTyBaTh OCHOBOIO ISt

MIOJIAJILIIIOTO PO3BUTKY Ta ONTHMI3AIl].
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PO3/1JI 4. AHAJII3 TA IEPCIIEKTUBU PO3BUTKY

4.1. AnaJi3 pe3yJbTaTiB po3po0Ku

4.1.1. Oyinka npodykmugnocmi cucmemu

AHani3 mBUAKOAII peHaepuHry 0a3oBux nmpumitusiB. Po3pobnena rpadiuna
cucTteMa JeMOHCTpy€e €(EeKTUBHICTh TPU PEHACPUHTY 0a30BUX TE€OMETPUUHUX
MPUMITUBIB, 30KpemMa KyOiB, cdep Ta miomuH. [lBuakoxaiss peHmepuHry 0a3oBHX
NPUMITHUBIB € KIIOYOBUM (PaKTOPOM JJIsl 3aralibHOI MPOAYKTUBHOCTI CUCTEMH, OCKUTBKH
BOHU CKJIQJIalOTh OCHOBY OJIBIIIOCTI CIICH.

JUist mepeBipKy IIBUJKOII CUCTEMH OyJI0 MPOTECTOBAHO il MOBEIIHKY Ha JIBOX
KOMIT'IOTe€pax, IMOTYXKHIIIOMY Ta CIa0IIOMYy 3 PI3HOIO CKIAIHICTIO ClieHH. OCHOBHUM
JOKEPEJIOM HaBAaHTAXKEHb B TaKii MPOCTIH CUCTEMI MOXHA Ha3BaTH MIPUMITUB KYJIi, TOMY
OCHOBHI T€CTH MTPOBOJIUIIUCH 31 30UIBIICHHSIM KUIBKOCTI MOJIITOHIB B 11 MEIIII.

HwxueB Tabmumst 4.1 mnpenctaBieHi pe3ylbTaTH BUMIPIOBAHHS IIBUIKOLT
peHAepUHry 0a30BUX MPUMITHUBIB Ha PI3HUX KOH(Irypaiisx oOnaJHaHHs Ta MPU PI3HUX

KOH(}ITYpaIlisax CIeHH:

Tabnus 4.1.
Kinskicts Bepmiun (Kyo0, Hpudauzuuit FPS Mpuodauznuii FPS
po3pi3 cepu, NJIOIIMHA) (mory:xxkuui ITK) (ci1admuii HOYTOYK)
8,32,4 400 350
8,64, 4 350 350
8,128, 4 350 350
8,256,4 350 330
8,512,4 300 300
8, 1024, 4 300 300

3 oTpUMaHUX pe3yJIbTaTiB MOKHA 3pOOUTH BUCHOBOK, IO JIJISI CyYaCHUX CUCTEM
BEJIMKA KUIBKICTh TOJIITOHIB HE € OCHOBHOIO IIPOOJIEMOIO 1 Maii’ke HE BIUIMBAE HA
MIBUIKOJIIO CUCTEMH.

Onrumizanis BUKOpucTaHHA rpadiyHoi mam'sari
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EdexruBHe BukopucTanHs rpad1yHOi mam'sTi € BAXKJIMBUM aCTIEKTOM
MPOAYKTUBHOCTI Tpadiunoi cuctemu. Po3polbiiena cucreMa JEMOHCTPYE pallioHaTbHE
YIPaBIIIHHS pecypcamu 3aBIsKH HACTYITHUM IT1JIX0/1aM:

1. BukopucTaHHs CNUJIBHUX PECYPCIB JUIsl OAHOTUITHUX O0'€KTIB

2. EdextuBHa opranizaiiisi OypepiB BEpIIMH Ta 1HIEKCIB

3. Minimizauis kinpkocTi bind/unbind onepatiiii uepes apxiTekTypy KiaciB
VertexArray ta Renderer
MOHITOpUHT BUKOPUCTAHHS TaM'sIT1 1111 Yac BUKOHAHHS (Ta611.4.2) ToKasye, 1110

cucrteMa e(peKTUBHO YMPABIISIE pECypCaMH HaBITh MPU POOOTI 3 BETUKOIO KIJBKICTIO

00'€eKTIB:
Tabnuis 4.2.
Cuenapiu Bukopucrana Buxkopucrana
Bizeonam’sarth (IIK) | Bimeomam’saATh (HOYTOYK)
3BuyaiiHa ciieHa (4 00’ exTu) 70 Mb 70 Mb
Po3zmupena (20 06’ €xTiB) 120 Mb 120 Mb
Crpec-tect (100 00’€KTIB) 230 Mb 210 Mb

Pe3ynbraT TECTIB OKA3yIOTh, 110 BUKOPHCTAaHAa Bi€onaMm aTh rpapiyHOro
IpoIiecopa BUKOPUCTOBYETHCS €(heKTUBHO, 301JIBITYIOYN BUKOPHUCTAHHS BCHOTO
puOIU3HO B 3 pas3u y CIEHI 0 Mae B 25 pa3iB OLIbIIe 00’ €KTIB.

4.1.2. Ilopienanusn 3 icnyrouumu piieHHAMU

3icTaBjeHHss 3 nonyasspHuMu rpadiunumu d¢peiimBopkamu. Po3pobiena

cuctema Oysia MOpIBHSAHA 3 MOMYJIPHUMHU IpapiuHUMHU (pEeMBOPKaAMU 32 KIFOUOBUMU

XapaKTePUCTUKAMU:
Tabnwuis 4.3.
XapakTepucTuka Po3pob.iena Unity Unreal Engine
cucreMa
[IIBuakicTh 1HIIIAII3A1] Bucoxka Hwusbka Hwusbka
[TpoayKTUBHICTE IIPU MaIli
p y . 'p ) Bucoka Bucoka Cepenns
KUIBKOCT1 00'€KTIB
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[TpoayKTUBHICTE IIPH
P .Vy. i 'p ) Bucoka Bucoka Bucoka
BEJIMKINA KUTBKOCT1 00'€KTIB
Burparu nam'sti Husbki Bucoki Bucoki
['Hy4KiCTh HaJAIITYBaHHS Hwusbka Bucoxka Bucoxka

AHaJIi3 nmepeBar Ta 00MeKeHb 3alIPONIOHOBAHOIO MIIX01Y

IlepeBaru:

l.

R

6.

Husbkuit mopir BXOJKEHHS 1 pO3YMIHHS KOy 3aBIsSKH pocToTi API
MiHiMaIbHI BUMOTH 0 CUCTEMHHUX PECYPCIB

Bucoka npomyKTUBHICTS [71s1 6a30BUX rpadiyHUX 3aBAaHb

[arerpanis 3 ImGui ass IHTEpaKTUBHOTO HAJIArOJKEHHS Ta KEPYBaHHS
Peanizarist $p13u4HOT0 MOJIETIOBAHHS 3 3ITKHEHHSIMU

AOGcTparyBaHHs BiJ] HU3bKOpiBHEBHX AeTaneit OpenGL

OOMeXEeHHS:

1.
2.
3.
4.

O6mexxennii HaOip TpadiuHuX edEeKTiB MOPIBHIHO 3 TOTOBUMU PIIICHHIMU
BiacyTHicTh BOyIOBaHOI CHCTEMU TIHEH
BiaCyTHICTh MIATPUMKH CKIIAIHUX MaTepialiB

BincyTHicTh BOy1IOBaHUX 1HCTPYMEHTIB ISl ONITUMI3AIlli BETUKHUX CIIEH

Oco0s1uBOCTI PO3PO0JIEHOI CCTEMH

Po3pobnena cuctema Mae psii YHIKQIBHUX OCOOTHBOCTEH, 10 BiAPI3HSAIOTH i1 Bif

ICHYIOUHX PIIlIeHb, 0COOIMBO BPAXOBYIOUH 11 OCHOBHY IILJIb SIK HABYAIBHUM MPOEKT:

1. InTerpoBaHna (i3uyHa cucTema 3 MATPUMKOIO KIHEMAaTHYHUX O00'€KTIB - TO3BOJISIE

CTBOPIOBATH 1HTEPAKTUBHI CUMYJIAIIIT 3 MOXJIMBICTIO MPSIMOTO KEPYBaHHS

00'ekTamu.

2. TlpocToTa BUKOPUCTAHHS NP 30€pEKEHHI THYYKOCTI - cUcTeMa Hajae 3pyuHuid API

BHUCOKOTO PiBHSI, ajie IPH IIbOMY JI03BOJISIE€ TIPSIMUI TOCTYT 10 HU3bKOPIBHEBHUX

KOMIIOHEHTIB MPU HEOOX1THOCTI.

3. Hwusbki BUMOTH 710 pecypciB - cHCTeMa ONTUMI30BaHa JIsl poOOTH Ha 00 THaHHI

P13HOT MOTYKHOCTI, 1[0 pOOUTH ii MPUIATHOIO JJIST OCBITHIX Ta MPOTOTHITHUX 3a]1a4.
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4. InrepakTuBHUI iHTEepdeiic HamaromKkeHHs - inTerpauis 3 ImGui 1o3BosIsI€ KepyBaTu
napamMeTpaMu CIICHH Ta 00'€KTIB y pealbHOMY 4aci, M0 MPUCKOPIOE TIPOIIEC
PO3pOOKH Ta TECTYBaHHS.

5. HaruBHa miaTpuMKa Kpocmiar(OpMHOCTI - CUCTEMa po3po0IieHa 3 BUKOPUCTAHHSIM
GLFW ta OpenGL, mo 3a6e3neuye CyMIiCHICTh 3 PI3HUMH OTepaIiiiHuMu

cucreMaMu.

4.2. MoxJIUBI HATPAMKH BIOCKOHAJIEHHS

4.2.1. Po3uwupennsa pynkuyionanvrnocmi cpagiunoi cucmemu

BnpoBaaskeHHsI 101aTKOBUX TexHik melauury. Peamizamis pyrnis Ha el yac
MICTUTH 0a30Bi mIeiaepu 0€3 MATPUMKH TiHEH, 1110, XOU 1 € TOCTATHIM JJIsl COPUHHSATTS
KOPUCTYBau€M, ICTOTHO OOMEXY€ Bi3yallbHY SIKICTb PEHIEpPUHTY. BuaiimMmo nekinbka
MEPIIOYEPrOBUX HAMPSAMKIB BIOCKOHAJICHHS rpadivyHOI CHCTEMH.

IMrnieMeHTarlisi anropuTMiB TIHBOBOTO KapTyBaHHs (Shadow Mapping), 30kpema
3 BukopuctanasaM TexHiku Cascaded Shadow Maps a1 migBuIieHHs AeTamizarii TiHeH
BiJl JMHAMIYHUX JDKEpEJ CBITJIAa HA PI3HMX BIJICTAHAX BiJ criocTepirada. BnpoBamkeHHs
i€l TeXHIKM Tependadyae TEeHepallilo TIHBOBUX Mall y JACKUIbKOX Oydepax kaapiB 3
PI3HUMH TIEPCTIEKTUBHUMH MATPUIISIMU ISl TIOKPAIIEHHS SIKOCT1 TiHEH mpu 30epekeHH1
OOUMCITIOBAIBHUX PECYPCIB.

[HTerpamis TEXHIKM €KpaHHOTO IPOCTOpY OKIII031i oToueHHs (Screen Space
Ambient Occlusion, SSAQO) n03BOMUTH AOJAATH pPEaiCTUYHE 3aTIHEHHS B MICIIX
30keHHs 00'exTiB cueHud. Lle moTpelye 10AaTKOBOTO MPOXOLY PEHAEPHUHTY 3 aHATI30M
Oydepa mHOMHU Uil BU3HAUEHHS JOCTYMHOCTI OTOUYIOUOTO OCBITJICHHS JJISi KOXKHOT
TOUYKH TTOBEPXHI.

Opniero 3 HAWUNOWIMPEHIIIMX TEXHOJOTI [ CTBOPEHHA pPEadiCTUYHHMX
300pakeHb € TyI00ajabHE OCBITIEHHA clieHd. Peamizariisi m100aqbHOTO OCBITIEHHS Yy
crpomeHux (opmax, takux sik Light Probes a6o Spherical Harmonics, moxxe Hanmatu
MOYKJIMBICTh OUTBII PEaiCTUYHOTO B1IOOpaXKEHHsI HETPSMOTO OCBITJICHHS B CIIEHI 0e3
3HAQYHOTO HAaBaHTAXXEHHS Ha OOYMCIIOBAIBHI PECypCH TOPIBHAHO 31 CIIPaBXKHIM

robanbHUM ocBiTIeHHsIM (Raytracing, Pathtracing).
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Peanizauis minTpuMku  ¢izuvyHo-KopekTHOro pengepunry (PBR). [l
MIIBUIIEHHS  PEATICTUYHOCTI  Bidyamizaiii  JOIUIBHE  BIPOBAKCHHS  MOJEII
(h13UYHO-KOPEKTHOTO PEHJICPUHTY.

JI71st IbOTO HEOOX1THO AOJATH IMILJIEMEHTAI[II0 METAJI0-11eJIEKTPUIHOTO pOOOUOTO
Iporecy 3 mapaMeTpaMu ajlb0e0, METAIIYHOCTI, IIOPCTKOCTI Ta HOpMaieH s
MOJIETIIOBAHHS PI3HOMaHITHUX MarepianiB. Taka Monens 0a3yeTbCs Ha MIKpOTpaHEBii
TEOpii Ta J03BOJISIE CTBOPIOBATU IIMPOKUN CHEKTP MaTepiaiiB BiJl IUIACTUKY J10 METATy
gyepes 3MIHY HEBEJIMKOi KiJTbKOCTI IHTYiTUBHUX TapaMeTpiB.

3abe3neuyeHHs] KOPEKTHOI raMMa-KOpeklii Ta poOOTH Yy JiHIKHOMY KOJIIPHOMY
npocTopi it (PI3UYHO-KOPEKTHUX PO3PAXYHKIB OCBITICHHS. TakoX MOIIIBLHO Oyrno 6
posmsiHyTH Tiepexin 10 HDR-pennepunry, mo 103BOJNHTH 30UTBLIINTH JTUHAMIYHUN
Jllara3oH sICKPaBOCT1 CIICHHU.

InTerpaunisi cucrem yacTok ta edexriB. BnpoBaakeHHSI CUCTEMU YaCTOK MOXKE
3HAYHO PO3LIMPUTH BUPA3HICTH BI3yalbHUX €(PEKTIB PYILIis.

Po3po0Oka THy4Koi CHCTEMH €MITEpiB YacTOK 3 MIATPUMKOIO pI3HUX (opMm
BUMPOMIHIOBaHHS (TOYKOBHUX, JIHIMHHMX, IUIOMIMHHKUX, OO'€MHHMX) Ta MOXJIMBICTIO
HaJlalITyBaHHS TapaMETpPIiB BUIPOMIHIOBAHHS (YaCTOTH, TIOYATKOBOI IIBHUJIKOCTI,
HaIPsIMKY, PO3KHUY ).

Peanizaniisi pi3HUX THUIB CHUMYJISIIA IS YacTOK, BKJIIOUAIOUM OaTiCTUYHY
TPA€EKTOPII0, BILUIUB CUJIOBUX IOJIIB, KOJI31i 3 00'ekTamu clieHn. BKIIIOUE€HHS MiJCUCTEMHU
ISt cuMyJisiii mpoctux edekTiB piauH 3a gqornomororo metoxy SPH (Smoothed Particle
Hydrodynamics) asns Bi3yanizaiiii Opu30K, TyMaHy Ta IHIIUX €(EeKTIB.

IMrutemeHTartisi cucteM MOCTOOPOOKH 300pakKeHHS, TaKUX SIK PO3MHUTTS PYyXY
(motion blur), rmu6una pizkocti (depth of field), cBitnoBa kopona (bloom) Ta Kopekilis
KOJIbOpY. BBeneHHS TeXHOJOrii aganTHBHOTO TOHAJIBHOTO BiOOpaKEHHS IO3BOJIUTH
aBTOMATMYHO HAaJAITOBYBATH €KCIO3UIIIID CIICHH B 3aJIEKHOCTI BIJI CEpPeIHbOI
SACKPABOCT1 300paKeHHs.

4.2.2. Pozwupennsn gpynkyionansnocmi ¢izuunoi cucmemu
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Icayroua ¢izuuna cucrema 3 enementapHuumMu AABB Ta chepuunnmu komizisiMu
notpedye  3HAYHOTO  PO3MIMPEHHS  JUIsl  MABUIICHHS  PEalliCTUYHOCTI  Ta
(hyHKITIOHATBHOCTI.

Po3mimpeHHss MOKJIMBOCTEH KoJaiaepiB. Lle Moxe BKIIFOYaTH BIIPOBAKEHHS
OUTBIII CKJIAJAHUX TPUMITHBIB 3ITKHEHHS, TaKUX SK OPIEHTOBaHI OOMEXyBaIbHI
napaneneninenu (OBB), kancymu, omykii OaraTorpaHHMKW Ta CKJIQJICHI MPUMITHBHU.
Peanizanis GJK (Gilbert-Johnson-Keerthi) anroputmy ansi BUSBIEHHS 31TKHEHb MIX
onykiumu ¢dopmamu Ta EPA (Expanding Polytope Algorithm) ans oGuucnenss
TJTUOWHY POHUKHCHHSI.

be3nepepBHe BH3HaYeHHHA 3iTKHeHb. /i1 MOKpalleHHS pOOOTH CHUCTEMU
(b13uKH, OUTBIIOT THYYKOCTI Ta MOXKJIMBOCTI 0Op0oOIsATH OUTBIN CKIIaAHI cuTyallii Oyio 6
JOLJIBHO IMIUIEMEHTYBATH METOAM Oe3mepepBHOrO BU3HA4YEHHS 31TKHEHb (Continuous
Collision Detection) st 3amoGiraHHsi MPOXOKEHHS IIBUAKOPYXOMHUX 00'€KTIB Kpi3b
TOHKI Tiepenikonu. TexHika obropTku yacy (Swept Volumes) abo "acoBux mpoekIii
(Temporal Coherence) m03BONMHMTH BUSIBISATH 3ITKHEHHS Ha BCbOMY IMPOMIXKKY PYyXY
o0'exTa 3a Kajp.

3B’s3yBaHHA  00’ekTiB. Peanizaiis MOBHOLIHHOTO (I3MYHOTO BUpIIIyBa4ya
ooMexenb (Constraint Solver) BiAKpHE MOXIWBOCTI MOJICTIOBAHHS PI3HUX THIIIB
3'elHaHb: IIApHIPIB, ClaiifepiB, NPyX uH, odepTadbHUX Cyrnio0iB. Pazom 3 1muMm BapTo
PO3MISIHYTU BIPOBAKEHHSI METOJY MOCIIIOBHUX IMIOYibCiB (Sequential Impulse) as
3a0e3reueHHs cTablIbHOCTI Ta MIBUKO/IT IPH BUPIIIEHH] )KOPCTKUX OOMEKECHb.

Ynockonanennst MmeroaiB interpamii. Ilepexia Bim mpocroi iHTerpauii Eiinepa
710 ORI TOYHUX Ta CTAaOUTBHUX METOMIB, TakuX sik Metof Pynre-Kyrra 4-ro mopsnky
a6o cumriuiektuuHi iHTerparopu (Verlet, Velocity Verlet) mis kpamioro 30epexeHHs
EHEeprii CUCTEMH.

Cucrema ¢izuunux marepiajgiB. IMIieMeHTallisi CUCTEMH MaTepiaiiB 3
MIATPUMKOIO TEpPTSA, MPYKHOCTI, @ TAKOX BIOCKOHAJIEHUX MOJENel KOHTAaKTIB IS
CUMYJIAIIi B3aeMOii pI3HUX THIIB TOBEPXOHb. BBemeHHS MoOAenl M'SKUX T IS
cuMyJAIii 1eopMoBaHUX 00'€EKTIB HA OCHOBI METOAY MO3ULIIMHUX 0OMexeHb (Position

Based Dynamics) abo mac-nipy>KWUHHOI MOJIENI.
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4.2.3. Onmumizayia 004uCI108a1bHUX NPOUECIE

BnpoBaaikeHHsI MPOCTOPOBUX CTPYKTYP AJisi MPUCKOPEHHS pPeHJAepPUHTY. 3
METOI0 TMIJBUIIEHHS MPOAYKTUBHOCTI PEHIAEPUHTY JOLUIBHUM € BHUKOPHCTaHHS
1EPAPXIYHUX TMPOCTOPOBUX CTPYKTYyp. OJHUM 13 KIIIOYOBUX MIAXOAIB € peanizalis
iepapxii obmexyBanbHux 00'emiB (BVH), mo npo3Bonsie edekTuBHO BU3HAYATH
BUJIUMICTh 00'€KTIB Ta BUKJIFOYATU 3 OOPOOKU HEBUAMMI YaCTHUHU CIeHU. {7151 00'€KTiB,
10 3MIHIOIOTh CBOE TIOJIOKEHHS, JTOIUTHHO 3aCTOCOBYBATH 1HKPEMEHTAIbLHE OHOBICHHS
BVH, 110 3a6e3ne4yye eKOHOMII0 OOUHCITIOBAILHUX PECYPCIB.

HonoBuenusim 10 BVH Bucrymae BmpoBamxeHHsi oktoaepeB (Octree) abo
k-mipaux nepeB (k-d tree), siki peamnizyroTh mpocTopoBe po30uTTs creHu. Lle ocobnrBo
KOPUCHO [UJIsi 3aJad OCBITJICHHS Ta BHSBJICHHS KOJI31M, Jie€ aJanTUBHE pO30OUTTS,
3aCHOBaHE Ha MIUTLHOCTI PO3TalllyBaHHS O0'€KTIB, I03BOJISIE 3HAUHO 3MEHIIUTH OOCAT
o0poOmoBaHuX naHuX. JJI4 momanbiioi onTuMizallli 00YMCIeHb OCBITICHHS JOPEYHO
Oymo © 1HTErpyBaTH KJacTepu3allllo JKEped CBITIA, MOEJHYIOUH 11 3 TEeXHIKaMHu
TalJoBOro abo KIACTEPHOTO BIAKIAAEHOTO MmeHauHTy. Takwii minxin 3abe3medye
MacIITaboOBaHICTh HABITh Y CKIIAJTHUX CIIEHaX 13 BEJIMKOIO KUIBKICTIO JIKEPEII CBITIIA.

Buxopucranuss OydepiB iHcTaHciB 1 MacoBux 00'ekTiB. Onrtumizaiis
PEHJIEPUHTY  BEJIMKOI KIIBKOCTI OJHOTHIHUX OO0'€KTIB JIOCSTAETHCS  IUIIXOM
3aCTOCYBaHHS  IHCTAHCHOTO  PEHIEPUHTY. 3aBIsSKM  BHUKOPUCTaHHIO  OydepiB
TpaHcdopmarliii 1 arpulyTiB, MOXXHA TepelaBaTd BCIO HEOOXiTHY iH(OpMaILiio Mpo
MO3UIIII0, OpIEHTAII0 Ta iHIN TapaMeTrpu iHcTaHciB Ha GPU ogHMM BUKIMKOM, IO
3HAYHO 3HM)KY€ HaBaHTAaXEHHS Ha rpadiuHuii iHTepderic.

Jlns momanpmioi e€(eKTUBHOCTI JOMUIBHUM € BIIPOBAPKCHHS TEXHIKH PIBHIB
neramizamii (LOD), sxa 3abe3neuye AuHAMIYHE MEPEMUKAHHS MK PI3HUMU PIBHAMU
reOMETPUYHOI CKIAAHOCTI 00'€KTIB 3aJ€XHO B1J BiAcTaHi 10 kaMepu. [Li1aBH1 nepexoau
MDK PIBHSIMU JO3BOJISIIOTh YHUKHYTH HeOakaHMX BizyaiabHuX aptedakrtiB. Kpim Toro,
HEOOX1JTHa PO3poO0Ka CHUCTEeMH BHAUMICHOTO BIJICIKAHHSA 1HCTAHCIB, SKa BKJIIOYAE
Frustum Culling 1 Occlusion Culling 3 peanizaiieio na GPU. lepapxiune TecTyBaHHs 3a
nonomoror Z-0ydepa (Hierarchical Z-Buffer) mo3Bossie 3Ha4HO CKOPOTHUTH KIJTBKICTh

00'€KTIB, SIKI MIJJISATAIOTh PEHICPUHTY.
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ACHHXPOHHE 3aBaHTa)KeHHs pecypciB. [l 30epekeHHs 1HTEPAKTUBHOCTI M
cTabLTbHOI POOOTH pyIIms i Yac 3aBaHTAXCHHS BEIUKHX CIEeH ciig Oyiao ©
peanizyBaT CHCTEMY ACHHXPOHHOTO 3aBaHTAXEHHS pecypciB. 3alydeHHS OKPEMHX
MOTOKIB JJisi J€KOJyBaHHS W MIJTOTOBKU JaHUX Yy (POHOBOMY PEXKHMI J103BOJIUTH
VHUKHYTH OJIOKYBaHHS OCHOBHOTO TOTOKY peHJepa. BaxIMBuUM eJIeMEHTOM TaKoi
CUCTeMH € TIPIOPUTH3AIlS PECypCiB 3a KPUTEPIEM BAXIMBOCTI Ta BUIUMOCTI s
KOpPHUCTYBaua.

[Ile omquuM HampsMOM ONTHUMI3allli € TMOTOKOBA Mepenavya JaHUuX — Progressive
streaming — Uil BEJIUMKUX TEKCTYp Ta TE€OMETpUUHHUX Mojenel. Peamizaris
MPOTPECUBHOTO  3aBAHTAXKCHHS 13  BHUKOPHCTAaHHSIM  0OararopiBHEBHX  TEKCTYD
(mip-mapping) Ta IpOTrpecUBHUX CITOK (progressive meshes) 1acTh 3MOTy TTOKPOKOBO
JeTani3yBaTl O00’€KTH, HE MOTIPIIYIOYM BI3yaJbHUN BHUIJIAJ CLEHH 1 3MYHIIHMBIIH
HAaBaHTAKEHHA HAa  mam’saTh.  Hapemiri, JIOIUIBHO — 3ampOBaIUTH  CHUCTEMY
IHTEIEKTYyalbHOTO  KEepyBaHHS  pecypcamMu,  sKa  JUHAMIYHO  BHUBaHTaXY€
HEBUKOPHUCTOBYBaHI JIaHI Ta BHUKOPUCTOBYE KEIIyBAaHHS IS MPUIIBUAIICHHS TOCTYITY
JI0 4acTO 3aMUTYBaHUX 00'€KTIB.

4.2.4. Boockonanenua apximexmypu npozpamnozo 3abe3neverHns

Mony/ibHa CTPYKTypa AJsi NPOCTIIOro po3mupeHHsi. (s miaBUIICHHS
THYYKOCTi, MIATPUMYBAHOCTI Ta MAacIITab0OBAHOCTI PYIIisl JOIIJIBHO TEPEUTH 0
MOAYJIBHOI apXITeKTypu mporpaMHoro 3abesnedyeHHs. Ha mnorouHnoMy erami Bcl
€JIEMEHTH CIICHH, BKJIIOYHO 3 00’€KTamu, mieiaepamMu Ta (I3UMYHUMH TapameTpami,
BU3HAYAIOThCsI O€3MOCEPEIHbO Y KOMI, 10 YCKIIAIHIOE aJamnTallil0 MPOEKTY IMijJ HOBI
3a/aqi. 3anpoBa/PKEHHS YITKO PO3MEKOBAHUX MOMYIIB — 30KpeMa ISl pPEeHICPHHTY,
Gbi3uKkM, yIOpaBIiHHSI pecypcaMu Ta 1HTepdeldcy — JI03BOJUTH  130JIbOBAHO
BJOCKOHAJIFOBATH OKPEMI1 KOMIIOHEHTH 0€3 HeOOX1AHOCTI NIMOOKUX 3MIH y BC1H CUCTEMI.

Take CTpyKTypHE PO3AUICHHS CHPHUSATUME MOAAJIbBIININA peami3aiii CKIaTHIIINX
aNropuT™MiB, SK-0oT miATpUMKH LOD, po3mmMpeHux Komi3iiHUX Mojene abo
ACMHXPOHHOTO 3aBaHTaXeHHs pecypciB. KpiMm Toro, MonynapHICTh 3a0e3medye OCHOBY
JUIS. BBEJICHHS IUIAriHHOT CHCTEMH, SIKa JIO3BOJIUTH MIJKIIFOUAaTH HOB1 (PYHKITIOHAJIBHI

O510KHM 0€3 3MIHM si/Ipa PyLIis.
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AOcTparyBaHHs Bi AeraJieil peanizaunii rpagiunoro API. Hapasi B3aemonis 3
rpadiuanm APl BinOyBaeThCcsi Oe3mocepeqHbo, 10 MPUB’A3Y€E PYIIiA 10 KOHKPETHOI
peanizaiii Ta 0OMeXXy€e HOro MopTaTUuBHICTh. BIockoHaIeHHS apXiTEKTypH Iepeadadae
CTBOPEHHSI MpPOMDKHOro mmapy aoctpakuii Haa rpapiuaum APl Takuit migxin
JI03BOJIUTH BIJOKPEMHTH JIOTIKY PEHIEPUHTY Bij peaiizailii HU3bKOPIBHEBUX BUKIIHKIB,
CIPOLIYIOUM MIATPUMKY Ta MOTEHIINHUHN nepexia Ha ansrepHaTuBHI APl (Hanpuknan, 3
OpenGL na Vulkan a6o Direct3D).

Peanizanis BnacHoro abctpakTHoro iHTepdeicy mist 6ydepis, menaepiB, TEKCTYP
1 o0'ekTiB creHu 3a0e3MeyuTh MpO30pIiCTh MpHU 3aMiHi  abo  onTUMI3alii
oOurcIoBaNbHUX TMporieciB. 1le Takok T03BOJIUTH JIETTIe BIPOBAKYBATH ONTHUMI3AIIi],
Takl SK KJIACTEpPHUH MICHIAMHT a00 IHCTAHCHHI, O€3 TMOPYIICHHS JIOTiKU IPOTpaMu
BUIIIOTO PIBHS.

Po3poOka inTyiTuBHOro API nis kiHueBux kopucryBaudiB. OCKUIbKU 00’ €KTH
B TOTOYHIA peai3alii CTBOPIOIOTHCS BPYYHY B KOAl, 3 MOJAJBIIMM HIPSIMUM
pemaryBaHHSM IXHIX BIACTHBOCTEH, MOCTA€e MOTpeda y CIPOIIEeHHI B3a€MO/IIi KIHIIEBOTO
KopucTyBaya 3 pyurieMm. Po3poOka 3pydnoro Ta iHTyiTuBHOro APl 103BOJIUTH CYTTEBO
3HU3UTU BXIJHUN MOPIT AJi KOPUCTYBadiB 1 PO3pPOOHUKIB, AKI HE MarOTh INIMOOKHUX
3HAHb MPO BHYTPIMIHIO peai3alfiio pyIris.

Opaun 3 BapiaHTIB BUPIIIEHHS I€] 3a/a4l - pO3pOOUTH CUCTEMY OIHUCY CIIEHH
yepe3 KoH(irypaimiini Qainm, 1mo 3a0e3neunTsh JeKIapaTUBHE CTBOPEHHS 00’ €KTIB Ta
HaJalmTyBaHHA (GI3UYHUX MapaMeTpiB 0e3 HEOOXIJTHOCTI KOMITUIAIIT mpoekTy. Lle
CHOPHUATUME aBTOMAaTHU3allli CTBOPEHHS CILIEH, €KCIEPUMEHTIB 3 MapaMeTpaMu (Qi3UKU Ta
IIBUJKOMY TECTyBaHHIO HOBuUX iaeil. Iuterparmis 3pyunoro API Ttakox cTBOpUTH
nepeayMOBH I peallizallii pelakTopa pPiBHIB, II0 3HAYHO PO3IIMPUTH MOMKJIMBOCTI

pyllis y NOAAJIBIIOMY.

4.3. [lepcieKTHBY BIPOBAKEHHS Y IPAKTHKY
4.3.1. 3acmocysannsn ¢ 0ceimHboOMy npoyeci
CrBopeHuii pyImriii Mae 3HAYHUN TIOTEHINIAN y cdepl OCBITH, 30Kpema s

BUBYEHHSI (PyHIAMEHTAJbHUX MPUHUUIIIB KOMIT IOTEpHOI rpadiku Ta (I3UYHOTO
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MOJIETIIOBAHHS. 3aBIsKM MPOCTOTI peai3alii, BIAKPUTOCTI KOy Ta HAOUHIM CTPYKTYpi,
nporpaMHe 3a0e3ledyeHHs MOKe OyTH BUKOPUCTaHE $K HaBUaJbHHUM 1HCTPYMEHT Yy
Kypcax, MpUCBIYeHUX ocHOBaM 3D-rpadiku, nmporpamyBaHHIO TpadidyHUX 3aCTOCYHKIB
a00 0a30Bi1i (PI3UYHIN CUMYIIALLII.

Pymiit moxe cmyxutd 1wiarGopmoro Ui JI€MOHCTpaIlli MPUHIUIIB POOOTH
menaepiB, mMoOyI0BM T€OMETPUUYHUX OO'€KTIB, OCHOB OCBITJIICHHS, @ TaKOXX METO/IIB
1HTerparii pyxy TUT Ta BUsABIEHHS Komi3iii Ha mpukiaagi AABB ta Bounding Sphere.
30KkpeMa, CTYICHTH MOXYTh MOIM(DIKYyBaTH KO Ta €KCIIEPUMEHTYBATH 3 (PiI3MUYHUMHU
napaMeTpamu, CIIOCTEPIralouy 3a HACTIIKAMH y PEXHUMI peaabHOro Jacy.

Kpim TOrO, Ha HOTO OCHOBI MOXIJIHMBA PO3POOKA Bi3yali3alliiHUX MOIYJIB JUIS
OCBITHIX 3aJad — HampUKIaJ, JAEMOHCTpallii MeXaHIKM TUI, 0a30BUX 3aKOHIB
KiHeMaTuku a00o BeKTOpHOI anreOpu. Biszyamizamis aOCTpakTHUX MOHATH Yy
TPUBUMIPDHOMY TIPOCTOP1 3HAYHO TIOKpAllly€ CIOPUUHATTA Marepialy Ta CIpHUsie
3aCBOEHHIO CKJIATHUX TEM.

OkpeMO BapTO BI3HAYUTH TEPCICKTUBHICTh BHUKOPUCTAHHS pYIIis s
CTBOPEHHS 1HTEpPaKTUBHUX MOJEJIed Yy HaykoBii Bizyamizamii. IIpocrora inTerpartii
OOYMCITIOBAIBHUX JaHHUX 13 BI3yaJbHOIO CIIEHOKO JO3BOJISIE PO3POOJIATH JEMOHCTPALIli
st GI3MYHAX, MATEeMaTUYHUX Yh O1OJOTIYHUX EKCIIEPUMEHTIB, JI€ KIIFOUOBY POJIb
BIJIIFPA€ IHTYITUBHE CIIPUHHATTS IPOCTOPOBUX 3MiH.

4.3.2. Inmezpauyisa 3 inmiumMu mexHoa02iamu

Po3poOnenunii pymiiii, monpu CBOIO MOYATKOBY MPOCTOTY, CTBOPIOE MEPEIYMOBHU
JUISL TOJAJBIIOI 1HTerpamii 3 Cy4YacHUMHU TEXHOJIOTIIMM Bizyanizamii. OnHum 3
HampsIMKIB PO3BUTKY € MIATPUMKA MPHUCTPoiB BipTyanbHoi (VR) Ta momoBHEHOI
peanbHOCTI (AR), sdKi BUMaraioTh peaJbHOrO 4Yacy OOYMCIEHb Ta PEHACPUHTY 3
MIHIMQJIBHUMH 3aTpUMKaMH. Ajanrtaimis pywis A0 TaKuX IUIaT(GopM MOXKE BKIHOYATH
CTEPEOCKOTIIYHUN PEHIEPHUHT, BIJACTEKEHHS ITOJO0KEHHS TOJIOBH Ta JKECTIB, a TaKOX
ONTHUMI3allil0 NPOAYKTUBHOCTI.

[HmmM  HampsiMOM € B3aEMOAIS 3 aNTOPUTMAaMHU KOMIT IOTEPHOTO 30Dy, IO
BIJIKPMBAE€ MOXJIMBICTh BHUKOPHUCTAHHS pymIisl sK IiaTdhopMu Ui Bizyasizarii

pe3yabpTariB 00pOOKH 300pakeHb, TPEKIHTY 00'€KTIB ab0 PEKOHCTPYKIIi TPUBHUMIPHHUX
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CLIEH Ha OCHOBI Bijeo3anuciB. Taka iHTerpauis OyJae akTyaJlbHOIO JIJIsl MPOTOTUITYBaHHS
3aCTOCYHKIB Y pOOOTOTEXHIlll, aBBTOHOMHOMY HaBiraiiifHomy o6jaiHaHH1 200 MEIUYHUX
JTIarHOCTUYHUX CHUCTEMaXx.

Takox i po3MIAHYTH MOXKIWBICTH MOETIHAHHS PYIIisl 3 CUCTEMaMH IITYyYHOTO
IHTENIEKTy, 30KpeMa 3 TeHEpaTMBHUMHM MOJAEISIMU ab0 areHTaMud HaBYaHHSA 3
migkpiruienHsM.  Hampuxman, Al-anropuT™Md  MOXYTh  BHKOPHUCTOBYBaTHCH IS
MPOIIETyPHOI TEHepallii CIeH, MOBEAIHKA O0O0'€KTIB a00 aBTOMATWYHOI aJanTailii
(G13MYHKUX MapaMeTpiB y BIANOBI/Ib HA 3MIHU B CEPeNOBUII. TakuM YMHOM, pyIIiil MOXe
CTaTh EKCIEePUMEHTATbHUM CEpEIOBHUINEM JUIsl JTOCHI[DKEHb Y Tally3l aBTOHOMHHX
areHTiB a0 aNrOPUTMIYHOT TBOPYOCTI.

4.3.3. Ilomenuyiiini 2any3i 3acmocysanns

HesBaxatoun Ha cBiii 0a30BUI XapakTep, CTBOPEHUI pyLIid Ma€ MEPCHEKTHUBH
3aCTOCYBaHHS Y HU3ILI NPUKIAJIHUX Tady3eH, e BAKIUBOIO € Bi3yai3allis TPUBUMIPHOT
iH(popmaii. OaHiero 3 Takux cdep € apXITEeKTypHa Bizyani3alid, A€ Pyl Moxe OyTH
BUKOPHUCTAHUHN JJII CTBOPEHHS 1HTEPAKTUBHUX MPOTOTHIIB iHTEP €piB a00 eKcTep’ epiB,
IO JTO3BOJISIFOTH KJIIEHTAaM BI3yaJIbHO O3HAWMOMUTHUCH 13 TPOCTOPOBUMH PIILICHHSAMH 1€
1o noyarky OyaiBHuuTBa. HaBiTh 3 0OMexeHMMH rpadiyHUMU MOXJIMBOCTSIMH, TaKa
cUCTeMa 3[]aTHa NepeJaTl OCHOBHY T'€OMETPII0 Ta IPOCTOPOBY JIOTIKY MTPOEKTY.

Y wMenuuHii cdepl pymiid Moxke OyTM BUKOPUCTAHMM [UJIsi TPUBUMIPHOL
Bi3yaji3alii aHAaTOMIYHUX CTPYKTYp, PE3yJlbTaTiB KOMII FOTEpHOI ToMmorpadii 4u
Mar”iTHO-PE30HAHCHOT Bizyaui3allii. B ymoBax, Koiu HEOOXiJHO PO3POOUTH MPOCTHUH,
aje HAO4YHMM 3aci0 mepensiay W aHami3zy 00’ €MHHUX JAaHMX, 3alpONOHOBAHMM pyIIii
MOJKE BUCTYIIaTH OCHOBOIO JUIsl pO3POOKH TaKUX CHEIiali30BaHUX IHCTPYMEHTIB.

Oxkpim TOro, BiH MOXK€ OyTH KOPUCHUM Y c(epi iHKEHEPHOTO MPOTOTUITYBaHHS Ta
MOJICJIFOBAaHHS, i€ MOTpiOHA MIBHJAKA MOOyI0Ba Ta TECTyBaHHS MPOCTUX MOJEIEH
¢3uunnx cuctem. [loeaHanHs 6a30B01 (HI3UKHU 3 MOKIIUBICTIO Bi3yaJbHOTO KOHTPOIIO
JI03BOJIIE€ 1HXKEHEpaM 4YM HAyKOBISIM OINEPAaTUBHO IEPEBIPATH MOBENIHKY CUCTEM Y

CHPOILIEHOMY CEPEIOBHILI J0 3aIlyCKy OLIbII AETaTbHOTO CUMYIISITOPA.
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BUCHOBKH

Y pesynprari BUKOHAHHS KBamiikaiiifHoi poOOTH Oyio po3poOneHo Ta
JTOCHIHPKEHO TPOTOTUIl 3D-irpoBoro pyiris 3 1HTETpOBaHUM MojayiaeM (Pi3udHOi
cumyssuli TBepaux Til. Croyarky npoOBEIEHO I'PYHTOBHUIN aHaIi3 MPEAMETHOI 00IaCTI:
pO3MISTHYTO cydacHi komepiiitHi ¥ Biakputi pymri (Unity, Unreal Engine, Bullet
Physics), BU3Ha4eHO KJIIOYOBI MIAXOAW JI0 MOJACIIOBaHHS (DI3UYHUX BIIACTUBOCTEH
00’€KTIB 1 BHUSBICHO OCHOBHI BUKIWKH Y TMOEIHAHHI BUCOKOi TOYHOCTI CHUMYIALIi 3
peanbHuM YacoM. Ha mipomy 1pyHTI chOpMYITBEOBAaHO BUMOTH JI0 MIPOEKTY PYIIis — Bij
3a0e3MeueHHs KOPEKTHOT OOpOOKM KOMI31M 1 YMCENbHOI IHTErpalii pyxy 3a 3aKOHaMH
HproToHa 10 amanTUBHOTO BUBOAY 300paXKCHHS 3 ONTHUMI30BAaHUM BUKOPHUCTAHHSIM
pecypciB rpadidHOro nporecopa.

Hactynuum ertanom crayia po3poOka apXIiTEeKTypu cuctemMu. byino oOpaHo MOBY
C++ st MmakcuMizalli MPOJyKTUBHOCTI W THYYKOCTI KepyBaHHS MaM’ SITTIO, a B SIKOCTI
rpadiunoro APl — OpenGL i3 GLFW Tta ImGui ansa 3a6e3nedeHHs: kpocmiar(popMHOi
CYMICHOCTI Ta IHTYITUBHOTO IiHTep(ECy HaIaroMKeHHs. ApPXITEKTYpY MPOEKTY
noOy/I0BaHO 3a MPUHIIMIIOM KOMIIOHEHTHOI Mojeni: Moaynb peraepunry (VertexBuffer,
VertexArray, Shader, Renderer), monyns ¢dizuku (PhysicsSystem, PhysicsComponent)
Ta MJCUCTEMHU 0OPOOKH BBEJCHHS I KEPYBaHHS CIIEHOI0. Taka CTPYKTypH3allis Crpusijia
PO3JICHHIO  BIJMOBIAAIBHOCTEH 1 B MalOyTHROMY CHOPHUSTUME TOJIETIICHHIO
TE€CTyBaHHS i MallOyTHHOTO PO3LUIMPEHHS PYLLIIS.

VY poszmimi peanizamii Oysl0 JOKJIQJHO OMNHUCAHO AJITOPUTMU POOOTH (P13HMUHOT
CUCTEMU: BUSBIEHHS KONI31i 13 BukopucTaHHsIM AABB 1 cdepuyHux mnpumiTHBIB,
OOYMCIIEHHS IMIYJIBCIB 32 3aKOHOM 30€pEeKCHHS IMITYJIbCY, KOPEKIIII0 MOJIOKEeHb TLT 1
YUCEeIbHY IHTeTpaliio pyxy MeronoM Eitnepa. Pennepunr 0a3yeTbcs Ha pacTepu3arlii, i
Xo4a B LIA poOOTI HE OyJI0 BUKOPUCTAHO OCOOJMBHMX MIAXOMIB IO ONTUMI3alii, Oyio
OMKCAHO JEKiJIbKa BapiaHTIB IJisi MOXJIMBOI peainizalii B MaiOytHpomy: LOD-piBHI,
1HCTaHCHUHT, 00’€/THAaHHS BUKJIMKIB MaJIOBaHHS, 1110 JIO3BOJUTH OOPOOISATH OAHOYACHO
COTH1 00’ €KTIB 13 BUCOKOIO YaCTOTOIO KaJpiB.

ExcriepumenTanpbHa dYacTMHa poOOOTH MIATBEpIAWIIA MPAKTHUYHY MPUAATHICTD

po3pobnenoro pymis. [IBuakoniss pennepunry OazoBuX mpuMITHUBIB (KyO, cdepa,
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IJIOIIMHA) 3anuinaiacs ctadbiipHoro B aiana3oni 300400 FPS naBith npu 3011bII€HH]
kibkocTi momiroHiB 10 1024. Ctpec-tect 31 100 00’ekTaMy BUSBUB JIiHIIHE 3pOCTaHHS
BUKOpUCTaHHS Bigeonam ati (1o 230 MB), mo € npuiHATHUM IMOKa3HUKOM JIJIst
MPOTOTUITY OCBITHBO-IOCTIAHUILKOTO piBHSA . [TopiBHsAnbHUE anami3 13 Unity Ta Unreal
Engine 3acBiquuB mepeBard HaIIOrO PIIICHHS B IIBUJKOCTI 1HIIami3aIii Ta HU3BKHX
BUTpAaTax fam’sTi, Xoua I1HII1 pyuIii Maiau mupmuii Haip rpadiunux edekTis.

VY paMKax eproHOMiKH Ta TEXHIKO-€KOHOMIYHOIO OOIpYHTYBaHHsI BCTAHOBJIEHO,
0 MiIHIMaJIbHI CHUCTEMHI BUMOTH PYIIisl JIO3BOJATH MOMY MPAIIOBATH HA IMIUPOKOMY
CHEKTpl OOJiafHaHHA: BIJ HaBuajibHUX JadboparopHux I[IK no0 cydacHux HOyTOYKIB.
[arerpamis ImGui 3a0e3neuye THydYke HalamTyBaHHS GBUYHUX 1 TpadiyHUX
napaMmeTpiB y peaJbHOMY 4Yacl, IO CHpUs€ 3MEHIICHHIO Yacy HaJIarO)KeHHs Ta
M1JBULIEHHIO MPOYKTUBHOCTI PO3POOHUKIB.

HaykoBa HOBH3Ha MOJIATa€e y CTBOPEHHI JIETKOBaXXHOTO, MOJYJIBHOIO MPOTOTUILY
pyllis, SKAA JEMOHCTpye 30aJlaHCOBaHMM MIAXIT MDK MPOCTOTOK KOAYy Ta
mpoAyKTUBHICTIO. [IpakThuHa 3HAYYNIICTh POOOTH MIATBEPIKYETHCS MOMKIUBICTIO
MOJIAJIBIIIOT 1HTETpallii po3poOJeHUX aJITOPUTMIB y HaBYaIbHI KypcH 3 KOMII FOTEPHOT
rpadiku ¥ QizuyHOro MojemoBaHHSA. Pymiii  MoXe cTatTh  OCHOBOK IS
lightweight-pimens y chepi 1HI1-po3p0oOKH I HAYKOBUX CUMYIISIIIMN.

VY BHCHOBKY BapTO BiJ3HAYUTH, 1110 MOCTABJEHI Il TOCITHYTO: MPOaHAII30BaHO
npeaMeTHY 007acTh, CIIPOEKTOBAHO apXITEKTypy, peaizoBaHO KII0UOBi (QyHKINT pymris
Ta TPOBEJICHO KOMIUIEKCHE TeCTyBaHHsS. [IpoToTum aeMOHCTpye BUCOKY IIBHUAKOIIO,
CTAaOUIBHICTh CUMYJISLIN 1 €(pEKTUBHE KEPYBaHHS pecypcamu, 110 BIANOBIAA€ BUMOramM
IHTEPAKTUBHOTO CEPelOBUIA B peaJbHOMY daci. OTpuMaHl pe3yabTaTH MOXYTh
CIIyI'yBaTH BIANPABHOIO TOYKOKW IS TOAANBIIMX JOCHDKEHb Yy HampsMKax
po3iupeHHs rpadiuHuX MOoxJHUBocTed (TiHboB1 kaptu, SSAO, PBR), ynockonaneHHs
¢3uunoi cuctemu (GJK, EPA, Oe3nepepBHE BUSIBIEHHS KOJI3iH) Ta OMNTHUMI3aIlii

apxitextypu (BVH, notokoBe 3aBaHTaXeHHS pECypcCiB).
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Honaroxk A. Onuc nporpamu

A.1 3arajabHi BizoMocTi
[lo3HaueHHss Ta HaliMeHyBaHHs mporpamu: mporotun 3D irpoBoro pyurs Ha
OCHOBI IMITalIHUX MOJIeel TBepAuX 00'€KTIB 3 MATPUMKOIO (DI3UYHUX BIACTUBOCTEH.
[Iporpamue 3abe3rnedeHHs, HeoOXigHe nis (YHKIIOHYBaHHS MPOTPaMHU:
KOMIT't0Tep 3 amaparHoro miarpumkoro OpenGL Bepcii 3.3 1 Buile.
MoBu mnporpamyBaHHS, Ha SKHX HallMCaHa Iporpama: NporpaMa HamucaHa y
cepenoBuiii nmporpamysanss Visual Studio va moBi C++.
A.2 ®DyHKUIOHAIbHE IPU3HAYCHHA
[Iporpama mpu3HayeHa IS BUBYEHHS NpUHIHMIB podotu 3D  pymiis,
IMIUIEMEHTAIlll aJITOPUTMIB PEHIACPUHTY Ta (PI3MUHMX PYIIiB. A TaKOX MOXJIUBICTh
IUHAMIYHOI B3a€MO/Iii 31 CLIEHOIO.
A.3 CTpykTypa nporpaMu 3 onucomM (pyHKIiid CKJIAJTOBUX YACTHH i 3B’A3KH
MisK HUMH
1. 3minHa (pi3uyHUX BIACTUBOCTEH 00’ €KTA:
Bxinni nani: npyHicTh 00’ €KTa, HOTO Maca.
Buxiani gani: 3MiHa B3aeMojii 00’ €KTa 31 CIIEHOIO.
2. TlpuknananHs cuiu A0 00’ €KTa:
BxinHi nani: BenuunHa CUJIW, TIPUKJIIAJICHA J10 KOHKPETHOI OCI.
BuxinHi qani: peakirist 00’ €KTa Ha MPUKIAICHY CHUITY.
3. 3miHa Konbopy 00’ €KTA:
BxiHi 1aHi: HOBUH KOIip 00’ €KTA.
BuxinHi naHi: 3MiHa KOIhOPYy 00’ €KTa HA CIICHI.
4. 3miHa KOJIbOPY 3aHBOTO (POHY:
Bxinni nani: HOBUM Koip 3aAHBOTO (hOHY.
Buxigni gaHi: 3MiHa KOJIBOPY 3aHBOTO (DOHY.
5. 3MiHa 1onoKeHHs 00’ €KTa Ha CIEHI:
BxiaHi 1aHi: HOB1 KOOpAMHATH 00’ €KTa Ha CIICHI.

Buxigni gaHi: nepemMimieHHs1 00’ €KTa Ta peakilis IHIIUX 00’ €KTiB Ha HHOTO.
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6. 3MiHa HaJalITyBaHb B1IOOpaKeHHS CLICHU:
Bxinni mani: T BimoOpakeHHs 00’ €KTIB (3alIOBHEHHM, JIiHIT 3’ € THAHHS ),
HaJAITyBaHHS IMapaMeTpa BEPTUKAIbHOI CHHXPOHI3aIlii.
Buxiani gaHi: 3MiHa BUNNISITY CLIEHU, BIJIKJIFOUEHHS JIIMITY KaJpiB HA CEKYHIY.
7. 3MiHa HaJaMITyBaHb CUMYJIALIT PI3UKU:
Bxiani gani: napameTpu rpaBiTallii, CTaH NepeMUKaya CUMYJIALIT (P13UKH.
Buxiani gani: BIANOBIHI 3MIHU B CUMYJISIIIT Ha CIEHI.
A.4 BukopucToByBaHI TeXHIYHI 32001
TexHiyHMM 3ac000M Ui 3alycKy L€l MporpamMu Moxke OyTH Oyab-sSKHil
KOMIT'IOTEp 3 olepaliiHo cucremoro Windows Ta amapaTtHoro miarpumkoro OpenGL
3.3 a0o BuiIIlE.
A.5 BukJHK i 3aBaHTa)KeHHsI: 3alyCK MpOTrpaMu BIJOYyBA€ThCA HANpsAMY 3
kommiasTopa Visual Studio. Jlis 1iboro 3a3maneriib HEOOX1THO 3aBaHTAKUTH BUX1THUN
KOJI Ta HaJAIITYBaTU MiAKIIOYEHHS 30BHIMIHIX 010J110TEK SKIIO B MPOEKTI I[LOTO I1I€ HE

3po0JIeHO.
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Jonarok b. KepiBHUIITBO KOpUCTYBaya

JIyist 3ammycKy mporpaMu HeOOXiTHO 3aBAaHTAXKHUTH 11 BUXITHUM KO, BIIKPUTH HOTO
B cepenoBuii Visual Studio Ta HamamTyBaTy MigKIIOYEHHS 30BHINTHIX 010110TEK SKIIO
B MPOEKTI IHOTO 11I€ HE 3p00JIEHO.

3anyck nporpamu 31HCHIOETHCS 3a JONOMOTOr0 (PyHKIIT BiAsaaKu koxy B Visual
Studio.

[Ticnst 3amycKy BiAKPUBA€THCS BIKHO TPOTPAaMU 3 MUHYIMM PO3IMOJIOKEHHSIM
€JIEMEHTIB KEpyBaHHSI.

Burnsg BikHa mporpaMu Mmiciist 3alycKy MpeACTaBIeHO Ha PUCYHKY b.1.

r
7 Sruniti 0.2.3 | FPS: 75.046247 = [m] X

P Physics

Puc. b.1. Tlporpama micins 3ammycky
[Ticnss HaTuckaHHS Ha BIKHO “Settings” BOHO pO3TrOpTAETHCS 1 3'SIBISIOTHCS
BIJIMTOBITHI HAJAITYBaHHs. Tak camo cebe MOBOAATH 1HII BIKHA BCEPEAMHI MPOTPaMHU.

PGBYJ'IBTaTI/I HAaTHMCHEHHS Ha €JIEMEHTH MCHIO BKa3aHl Ha BiI[l'IOBiI[HHX PUCYHKaAX.
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Puc. b.2. BikHO niporpamu miciist BLAKPUTTS BKIaAKU “Settings”
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Puc. b.3. BikHo niporpamu miciist BiAKpuTTs BKIaaku “Camera”
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B Sruniti 0.2.3 | FPS: 73.8
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BikHo nporpamu miciist po3KpUTTS 1 nepeMillieHHs BKiIaaku “Objects”

r
B Sruniti 0.2.3 | FPS: 75027479 [m]
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Puc. B.5. BikHo nporpamu micist po3kpuTTs BKIaaku “Physics”
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JIns mpuKJIageHHs] CHIIM 10 00’€KTa HEOOXITHO 00paTth 00’€KT Ta MOTATHYTH
BIJIMOBITHUN CTAlep 3 BEKTOPOM MpukiagaHHs cuiau. CrcreMa TMHAMIYHO pearye Ha

111 HaJ 00’ €KTaMu, TOMY pe3yJIbTaT MOXHa Oyzie oApa3y MoOAYUTH.
'l_ Sruniti 0.2.3 | FPS: 75.032170 — [m] X

' Background Calor

o, 108

Graviky

Puc. b.6. Ctan crienn micisi NpuKIagaHHs JESKUX CUJI 10 MaJIGHBKOTO KyO0a.
Opnniero 3 QyHKIIIM porpamMu € 3MiHa KOJIbOPY 33AHbOTO GoHy. i boro
HEOOX1/THO MEPETATHYTH TOYKY Ha KOJIbOPOBIM MaiTpi B BikHI “Settings”. Pe3ynbrar

MOKHA Oyzie moOaYnTH Opasy.



r ]
B Sruniti 0.2.3 | FPS: 75045778 - m] X

¥ Camera

0, 108

Puc. B.7. 3Mina konabopy 3aAHBOT0 (GOHY
Takoxk, sk MoO)KHa MOOAYUTH 3 PUCYHKa BHILIE, BiKHO ‘“Physics” moxe OyTH
nmyctuM. 11106 1e BumpaBUTH HEOOXITHO OOpaTH OIUH 3 JOCTYIHHUX 00’ €KTIB B BiKHI

“Objects”.
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Jonarok B. @parmMeHT - Ko nNporpamMu

Jlictuur B.1. - ®aitn 3aronoska "AABB.h"

#pragma once
tinclude <iostream>

#include <glm.hpp>

class AABB
{
public:
AABB(const glm::vec3& min, const glm::vec3& max)

: m_Min(min), m_Max(max) {

std::cout << "AABB created with min: << min.x << << min.y << " " <<
min.z << " "
<< " and max: " << max.x << " " << max.y << " " << max.z << " " ok<
std::endl;
}

// Create an AABB from center and half-extents

static AABB FromCenterAndExtents(const glm::vec3§& center, const glm::vec3§&
halfExtents) {

return AABB(center - halfExtents, center + halfExtents);

}

// Check if a point is inside the AABB

bool Contains(const glm::vec3& point) const {

return (point.x >= m_Min.x && point.x <= m_Max.x) &§&
(point.y >= m_Min.y && point.y <= m_Max.y) &&

(point.z >= m_Min.z &§& point.z <= m_Max.z);

// Check if another AABB intersects with this one

bool Intersects(const AABB& other) const {

return (m_Min.x <= other.m_Max.x && m_Max.x >= other.m_Min.x) &&
(m_Min.y <= other.m_Max.y &§& m_Max.y >= other.m_Min.y) &&

(m_Min.z <= other.m_Max.z &5 m_Max.z >= other.m_Min.z);
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// Getters

const glm::vec3& GetMin() const { return m_Min; }

const glm::vec3& GetMax() const { return m_Max; }

glm::vec3 GetCenter() const { return (m_Min + m_Max) * 0.5f; }
glm::vec3 GetExtents() const { return (m_Max - m_Min) % 0.5f; }

private:
glm::vec3 m_Min;
glm::vec3 m_Max;

b

Jlictunr B.2. - ®aiin immnemenrarti "Application.cpp”

#include "Application.h"

// File paths for shaders
const std::string vertexShader = "res/Shaders/vertex_core.glsl";

const std::string fragmentShader = "res/Shaders/fragment_core.glsl";

//Initial window size
const unsigned int WINDOW_WIDTH = 1280, WINDOW_HEIGHT = 720;

//Window title, color and UI settings variables
char windowTitle[] = "Sruniti 0.2.3";

float windowColor[4] = { 0.45, 0.45, 0.45, 1 };

float sliderValue = 12.4;

bool showMenu = true;

bool homeKeyPressed = false; // Tracks whether the Home key was previously pressed
bool showWireframe = false;

bool enableVSync = true;
float mouseSensitivity = 0.1f;

int selectedObjectIndex = -1; // -1 means no object selected
glm::vec3 objectPosition = glm::vec3(0.0f);

glm::vec3 objectRotation = glm::vec3(0.0f);

glm::vec3 objectColor = glm::vec3(1.0f, 1.0f, 1.0f);

bool objectSettingsChanged = false;



//Camera variables - keeping these as globals for ImGui access
glm::vec3 cameraRotation = { -40.f, 30.f, 0.f };
float cameraFov = 45.f;

glm::vec3 camPosition = { -5.f, 8.f, 10.f };

//Physics variables

PhysicsSystem physicsSystem;
std::vector<std::unique_ptr<MeshPhysics>> meshPhysics;
bool simulatePhysics = true;

1.0f / 60.0f;

0.0f;

glm::vec3 gravity = glm::vec3(0.0f, -9.81f, 0.0f);

float physicsTimeStep

float accumulatedTime

std::vector<std::unique_ptr<Mesh>> meshes;
//Main function

int main() {

//Init GLFW

if (rglfwInit()) {

std::cout << "GLFW Failed to initialize!\n";
glfwTerminate();

return 1;

}

//Set GLFW options

glfuwWindowHint (GLFW_CONTEXT_VERSION_MAJOR, 3);

glfuwWindowHint (GLFW_CONTEXT_VERSION_MINOR, 3);

glfuwWindowHint (GLFW_OPENGL_PROFILE, GLFW_OPENGL_CORE_PROFILE);
glfuwWindowHint (GLFW_OPENGL_FORWARD_COMPAT, GL_TRUE);
glfwwindowHint (GLFW_TRANSPARENT_FRAMEBUFFER, 1);
glfuwWindowHint (GLFW_RESIZABLE, GL_TRUE);

//Create window
GLFWwindow* window = glwareateWindOW(WINDOW_WIDTH, WINDOW_HEIGHT,
windowTitle, NULL, NULL);

//Check if window was created successfully
if (!window) {
std::cout << "Failed to create window :(\n";

glfwTerminate();
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return 1;

//Create framebuffer variables and set resize callback
int bufferWidth, bufferHeight;

glfwSetFramebufferSizeCallback(window, framebuffer_resize_callback);

//Set context for GLFW and make window current

glfwMakeContextCurrent(window);

//Init GLEW
glewExperimental = GL_TRUE;

//Check if GLEW is initialized

if (glewInit() != GLEW_OK) {

std::cout << "GLEW Failed to initialize!\n";
glfwDestroyWindow(window);

glfwTerminate();

return 1;

}

Jlictunr B.8. - ®aiin 3aromoska "Collision.h"

#pragma once

#include "BoundingSphere.h"
#include "AABB.h"

#include <glm.hpp>

#include <memory>

// Forward declarations

class Mesh;

// Collision information structure

struct CollisionInfo {
bool hasCollision = false;
glm::vec3 collisionPoint = glm::vec3(0.0f);
glm::vec3 collisionNormal = glm::vec3(0.0f);

float penetrationDepth = 0.0f;
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class Collision
{
public:
// Sphere-Sphere collision detection
static CollisionInfo TestSphereSphere(const BoundingSphere& sphereA, const

BoundingSphere& sphereB);

// Sphere-AABB collision detection
static CollisionInfo TestSphereAABB(const BoundingSphere& sphere, const
AABBS aabb);

// Sphere-Plane collision detection (where plane is defined by a point and
normal)
static CollisionInfo TestSpherePlane(const BoundingSphere& sphere, const

glm::vec3& planePoint, const glm::vec3& planeNormal);

// AABB-AABB collision detection
static CollisionInfo TestAABBAABB(const AABBS& boxA, const AABBS boxB);

// Helper functions for mesh collision detection
static BoundingSphere CreateBoundingSphere(const Mesh& mesh);

static AABB CreateAABB(const Mesh& mesh);

Jlictunr B.9. - ®aiin immemenrartii "IndexBuffer.cpp”

#tinclude "IndexBuffer.h"

#include <iostream>

IndexBuffer::IndexBuffer(IndexBuffers&s other) noexcept

: m_RendererID(other.m_RendererID), m_Count(other.m_Count)

other.m_RendererID = 0;

IndexBuffer::IndexBuffer(const unsigned int* data, unsigned int count)

: m_Count(count)



glGenBuffers(1, &m_RendererID);

g1BindBuffer(GL_ELEMENT_ARRAY_BUFFER, m_RendererID);

glBufferData(GL_ELEMENT_ARRAY_BUFFER, count * sizeof(unsigned int), data,
GL_STATIC_DRAW);
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