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Maricrepcbka auceptaiis: 125 c., 64 puc., 25 tabin., 1 goxn., 29 mxepen.

I'PA®IYHI BIBJIOTEKHW, WEBGL, THREE JS, BABYLON JS, BPAVY3EP,
BI3Y AJII3ALLIA.

AKTyaJbHICTh TEeMH POOOTH IMOJSATa€E B TOMY, IO BHKOPUCTAHHS TpadidHHX
610110TeK HAOYJI0 MIMPOKOr0 PO3MOBCIOJIKEHHS y Cy4acHUX cepax MIsIbHOCTI, TAKUX
SK KIHOBUPOOHMIITBO, pEKjIama, OHJIAWH TpaHcisisa nofid Ttomo. lle oOGymoBioe
PO3BUTOK I'papiUHUX TEXHOJIOTIMH.

MeTo10 n0C/iIKeHHs1 € TOPIBHSHHSA OCOOJIMBOCTEH BHKOPHUCTAaHHS TpadiuHux
610m10TeK B Opay3epax. BuzHaunTu Halikpalil BapiaHTH peajizailii B TUIaHi MBUIKOCTI
po0OOTH, IIBHJIKOCTI CTBOPEHHS Ta 3arajbHOr0 pe3yJabTaTy JJIs I0JaJIBIIOrO
3aCTOCYBaHHS B KIHOBUPOOHUIITBI Ta B IrpOBIid 1HIYCTPIi.

JIJist TOCSATHEHHS TOCTABIIEHOT METH HEOOX1JHO BUKOHATH TaKi 3aBJJaHHS:

— TIpoaHali3yBaTH poOOTY CydacHUX BeO Opay3epis;

— gocmiautu 06a30Bi aITOPUTMHU CTBOPEHHS T'padiku B BeO Opay3epax;

— PO3NISIHYTH ICHYIOYM TpHKJIaAu peaizamii rpadikd Ta BiITBOPEHHS
aHIMaIli;

— TIPOBECTH aHaJI3 0COOIMBOCTEH 3aCTOCYBaHHS TpadiuHuX 010T10TEK;

— BHUKOHATH TIOPIBHSUIBHUN aHaii3 O10JIOTeK, BHUSBUTH HAWBUTITHIMIHAMA
BapiaHT peanizaiii rpadiku, MpUBECTH MaKCUMAIBHO 3PYyUYHUN Ta MPOCTHMA
MIPUKJIA]l BAKOPUCTAHHSA ISl KOPUCTYBAYiB.

O0’ekT n0ciaKeHHs1 — cydacHi rpadiyai 610T10TeKH.

IIpeamer pgocaigskeHHss — OCOOJHMBOCTI 3aCTOCYBaHHS pPi3HUX TpadidHUX
610710TeK B CydacHHX Opay3epax.

MeToau J0CJiIKeHHsI — TCOPETHYHE JOCTIIHKEHHS pPoOOTH CydacHUX BeO
Opay3epiB, 0a30BUX aJIrOpuTMIB CTBOpeHHs rpadiky, NOpPUKIALIB peanizaimii Ta
BIATBOPEHHsS aHIMAIlld, aHall3 OCOOJMBOCTEM 3aCTOCYBaHHS TOTOBHUX CHCTEM

CTBOpeHHs1 rpadiuHUX MoOAeNeil Ta peaini3aiii B BeO Opay3epax, KpUTHUYHUUN aHaII3



ICHYIOUHX TEXHOJIOT1H.

HaykoBa HOBHM3Ha ojep:KaHMX pe3yJbTaTiB: 3alpONOHOBAaHO MIAXIJ MO
CTBOpEHHs rpadiuHux 1HTEpdenciB, 0 3a0e3nedye MIBUIKOJIII0 Ta SIKICHI pe3yybTaTH,
CHOPOUIEHUI aJrOpUTM, MaKCUMaJbHO 3pO3YMUIMH i 3BUYAHHUX KOPUCTYBayiB Ta
AKUU MOKHA peani3yBaTH JJi1 HABYAJIbHUX MOTPED.

IIpakTnyHa WiHHICTH OJEpP:KAHUX Pe3yJbTATIB: Ha OCHOBI AHAJIITHYHOIO Ta
MPAKTUYHOI'O aHAJI3y 3ampOIOHOBAHO MIJXIJ O CTBOPECHHS TpadiyHUX 1HTEpPEHCiB.
Buxopucranus Three js 610ma10Texn y po3poOui rpadiuHux iHTeppenciB Mae nepeBaru y
MIBUAKOCT1 Ta SIKOCTI pO3pOOKH Ha BIAMIHY BiJl BCIX IHIIMX PO3MVISTHYTUX TE€XHOJOT1M.
3anpoHoBaHUIl MiAXxiX He BuUMarae mnornubnenux 3HaHb OpenGL a6o WebGl, mae
MO>KJIMBOCTI 1HTErpalli 3 CydyaCHUMHU MporpaMamu Jjisi CTBOPEHHs rpadiyHuX Moesen
Ta MOKe OyTH MalITabOBaHUM B MaiiOyTHHOMY.

Iy6aikamii:

1. A.O. Kyuepenko. «Ontumizairis mam’sTi Ta ONTUMI3allii NPOAYKTUBHOCT1
WebGL»./Kydepenko A.O. MixkHapoaHUI €IEKTPOHHUI HAayKOBHi xypHan «Hayka
onaitHy. Bunyck 12/2019, 2019.

2. A.O. Kyuepenko. «WebGL, BuMiproBaHHS MPOAYKTHBHOCTI Ta METOIHU
ontumizaiii WebGL - nomatkiB B Opaysepi» / Kydepenko A.O. MixHaponHuii

eJICKTPOHHU HayKoBHUH kypHal «Hayka onnaiiny. Bumyck 12/2019, 2019.



SUMMARY

Master’s dissertation: 125 p., 64 pic., 25 tabl., 29 sources.

GRAPHIC LIBRARIES, WEBGL, THREE JS, BABYLON JS, BROWSER,
VISUALIZATION.

Actuality of work is that the use of graphic libraries has become widespread in
modern fields of activity, such as film production, advertising, online events. This

causes the development of graphic technologies.

The object of study is modern graphic libraries.

The purpose of the study is to compare the features of using libraries in browsers.
Identify the best implementation options in terms of speed, creation speed, and overall
output for future use in the film industry and the gaming industry.

To achieve this goal, you must perform the following tasks:

— analyze the work of modern web browsers;

— explore basic algorithms for creating graphics in web browsers;

— consider existing examples of graphics implementation and animation
playback;

— to analyze the features of the use of graphic libraries;

— to perform a comparative analysis of these libraries, to identify the most
advantageous variant of implementation of graphics, to give the most convenient and

simple example of use for users.
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API

CPU
GPU
WebGL

HTML

CSS
DOM
3D
SVG

CDN

PC

XML

HEPEJIIK YMOBHHUX CKOPOYEHb

Application Programming Interface (IIpukmagnuii nmporpaMHui
iHTEepdeiic);

Central processing unit (IIeHTpaJbHUN IPOIIECOD) ;
Graphics processing unit (rpadiuauii nmporecop) ;
Web-based Graphics Library( Beo-6i0mioteka rpadiku ) ;

Hypertext Markup Language( MoBa po3MiTKH TilepTEKCTOBUX
JOKYMEHTIB) ;

Cascading Style Sheets( Kackamni Tabnuiii CTHIIIB) |

Document Object Model ( O0'exTHa Mozxenb JOKyMEHTa ) ;
3D ( TpuBuMipHuii onuc 00'ekTa) ;

Scalable Vector Graphics ( macmraboBaHa BekTOopHa rpadika) ;

Content Delivery Network ( Mepexa poO3MOBCIOIKEHHS
KOHTEHTY ) ;

Personal computer ( IlepconanpHuii KoMIT'IOTED );

Extensible Markup Language ( PosmmproBana MoBa pO3MITKH );
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BCTYII

BeO-TexHomorii MiIHO yBIMIUIA B MOBCAKACHHE XUTTA. KOXXEH MpOBOAMTH Y
BCECBITHII MaBYTHHI JOCUTh BEJIMKY KUIBKICTh Yacy - MEPEryisiJ HOBHH, 311MCHEHHHS
MOKYMOK, CIUIKYBaHHS Ta pobota. IHaycTpis mociayr Ta po3Bar B Mepexi [HTepHET
CTPIMKO  pPO3BUBAETHCS, TMPOBIAHI  PO3POOHMKM  MPOrPaMHOrO  3a0e3NeueHHs
HNOKPAILLYIOTh MIATPUMKY TPUBUMIPHOL rpa(iku B CBOIX MPOIYKTaX.

Tpanuiiiino niaTpuMka rpadiku  oOmexyBanacss BUCOKONPOIAYKTUBHUMU
KOMIT'IoTepaMu  a00 Creliaii3oBaHUMU ITPOBUMH  KOHCOJIIMHM, a MpOrpaMyBaHHs
BUMArajo 3acTOCYBaHHsS CKJAQTHUX anroputMmiB. OJHaK 3aBASKH  3pPOCTaHHIO
MPOAYKTUBHOCTI TIEPCOHATLHUX KOMITFOTEPIB 1 PO3IMIHUPEHHIO MOKIIMBOCTEH Opay3epiB
CTaJIO MOKJIUBUM CTBOPEHHS 1 BiJOOpa)K€HHSI TPUBUMIPHOI rpadiku 13 3aCTOCYBaHHSIM
BEO-TEXHOJIOT1H.

Ha BigmiHy Big IHIIMX TEXHOJOTIH s POOOTH 3 TPUBHMIPHOIO TpadiKoio
WebGL mpusHaueHa ajii BUKOPHUCTaHHS B BeO-CTOpIHKaX 1 HE BHMAara€ yCTaHOBKH
Crieliajgi3oBaHuX po3IupeHb abo Oi0miorek. OgHa 3 mepeBar — JOJATKH, SIKi
KOHCTPYIOIOTBCS SIK BeO-CTOpPiHKH, TOOTO OJHAa 1 Ta X mporpama OyAe YCHIITHO
BUKOHYBATHCS Ha CaMHUX PI3HUX MPUCTPOSX B TOMY YHCII Ha cMapTHOHAX, TITAHIIETHUX
KOMIT'FOTEpax Ta IrpoBux KoHcoysixX. L{e o3naudae, mo WebGL Oyne HamaBaTu Bce OUTBII
BEJMKUH BIUIMB Ha CIIIBTOBAPHCTBO PO3POOHMKIB 1 CTaHEe OJHUM 3 OCHOBHHUX
IHCTPYMEHTIB MPOTpaMyBaHHS rpadiki.

3 po3zButkoM HTML po3poOHUKH OTprMaIy MOKIUBICTh CTBOPIOBATH BCE OLIBII
cknaaHi BeO-nmoaatku. Ha mouatky cBoro po3sutky moBa HTML nmpononyBana Tuthbku
MOJKJIMBICTh BIJOOpa)KEHHS CTAaTHYHOTO KOHTEHTY, ajieé 3 JOAAaBaHHAM MIATPUMKHU
JavaScript cTano MOXIMBUM peai3oByBaTH OUTBII CKJIaTHI B3a€EMOJIl €JIEMEHTIB 1
BiTOOpaXeHHSI TMHAMIYHOTO KOHTeHTY. BripoBamkenns cranmapty HTMLS no3Bonumo
BUKOPHUCTOBYBAaTH HOBI MOXJIMBOCTI, BKJIIOYAIOUH MIATPUMKY IBOMIPHOi rpadiku y
BUrisAl Tera canvas. CtBopeHHs TexHojorii WebGL mo3Bonuio BimoOpaxaTu 1

MaHIMyJI0BaTH TPUBUMIPHOIO rpadikoro Ha BeO-CTOpIHKAX 3a Jonomororo JavaScript.
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3a pomomororo WebGL po3poOHHMKH MOXYTh CTBOpPIOBAaTH aOCOIIOTHO HOBI
iHTepdeiicu, TPUBUMIPHI Irpu 1 BUKOPUCTOBYBAaTH TPUBUMIPHY Trpadiky A
Bi3yanmizamii pi3Hoi iHpopmamii. He3axkaroun Ha 3HauyHi MoxumBocTi, WebGL
BIJIPI3HAETHCS BIJ IHIIMX TEXHOJIOTIH JOCTYIHICTIO 1 MPOCTOTOI0 BUKOPUCTAHHS, LIO
CIipus€ 11 LIBUAKOMY IOLIUPEHHIO.

Cy4acHi KoMIaHii MparHyTh 10 PeaiCTUYHOCTI CBO€ET rpad)iku, BUKOPUCTOBYIOUH
HalHOBIII TexHOoJOr1i. ToMy MOIUIBHO AOCHIAUTH OCOOJMBOCTI peanizalii ICHYIOUYUX

3ac001B CTBOPEHHS.
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1. AHAJIITUYHU OI'JISIJI CYYACHUX BPAY3EPIB TA METO/IIB
NOBYJOBHU TPA®IYHUX MOJEJIENA TA IHTEP®EHNCIB.
1.1. Cyuacni Opay3epu

Bpaysep - 1e cnenianbHO po3pobiieHa nporpaMa npu3HaueHa Juisl eperisiay Beo-
caiitiB. Cami caliTu Mo CBOil CYyTi SIBJISAIOTH CO0OI0 MEBHUM HAOIp KOy , Opaysep xke,
NpU3HAYEHUH ISl TOro, 00 Iei caMuii KOJ| TIEpPETBOPUTH B Te, IO BimoOpakaeThecs
Ha eKpaHi.

[lepmnii 6paysep, sikuih maB rpadiuHuil iHTEpdeiic, TOOTO HE TLIBKU IPOCTO
TEKCT Ha 4opHOMY (oH1, OyB po3pobnenuit B 1993 poui 1 maB Ha3By NCSA Mosaic.
Came BiH MOCITY)XMB OCHOBOI IS CTBOPCHHS IHIIUX BeO-OrIsLgaviB, Tak K,
PO3pOOHUKH CBOTO Yacy BIIKPWJIM MOTO0 BUXIIHUN KOA IJis BCiX Oaxaroumx. Tak, Ha
ocHoBl NCSA Mosaic O0yB po3poO0ieHUN HAWMOMyJSpHIMIUK CBOro 4Yacy Opaysep
Netscape Navigator, cramocs ne B 1994 poii, BiH MaB NPUTOJOMIIIUBUN YCIIX 1
NPUHOCUB HENOTaHWW NMPUOYTOK KOMIIaHii Horo po3poOHMKA. XO0YeThCs BIA3HAUYMTH,

o BHyTpimHIM iM'sMm Netscape Navigator 0yino — Mozilla.

Eile Ede Qpbons Namvgate Hotist  Annotate Help
1L L0 (1) 1) &) ]

Decument Tt | NCSA Motaic Home Pagn e
Documnt UAL:  [iiig:/7wew. nosa uic. e8a/S0G

MOSAIC

XWindow System « Microsoft Windows  Macintosh

Welcome to NCSA Mosaic, an Internet informetion bro
Mosaic was developed at the Nationsl Center for Sup

University of Illipois in --> Urbans-Champaign. NCS
The Board of Trustees of the University of Illinocis
uI,

NUM

Pucynok 1.1. bpay3sep Mosaic.


https://anisim.org/wp-content/uploads/2015/09/mosaic-1.jpg
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Netscape - [Webcome 1o G osgho Deos

Fle E& View fic Bockewbs Optorn Ovecrry Widow Heb
What's Mowl | What's Costt | Handbak | Net Someh | Net Daosiony |
Google w
q}")g L Welrsmn 1o Gangle Docs ]
Create and share vour work online SgmintaOso)
ool
* Crwate, odit and wpload quickly g
presstRaticas, or create new cues frow scranch
me«cl
* Access and edit froes auywliore
All yos need e & Web browser Your documenss are posed
recwely onlne . L]
S . v......«.I'J
% Locsment Cone &7

Pucynok 1.2. bpay3sep Navigator.

Kowmmnanis Microsoft He morna He momituTu Takui ycmix Netscape Navigator 1
po3pobmuiia cBiil BiacHu# O6paysep B 1995 poii, Tak camo 3pobaeHuii Ha ocHOBI NCSA
Mosaic. Ha3By iiomy mamu - Internet Explorer. Buacmigok came Internet Explorer (1E)
CTaB HEBIJI'EMHOIO0 YAaCTUHOK BCIX omepaliiHuxX cucteM Iiiei kommanii. Tak, sk OC
Windows kopucTyBagocs Belnue3Ha KUIbKICTh KOpUCTyBadiB, |E mBHIKO 3aBOIOBAB 1110
HiImy i 3aBooBaB OM3bKO 95% Bchoro puHKy. Lle i mpu3Beno a0 3aKpUTTS MPOEKTY

Netscape Navigator, agxe KOHKYpyBaTH 3 TAKOKO MOHOMOJII€10 OYJI0 HEMOKIIUBO.
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smsegn-cghit weo, ) tblefcontert th tabledc cutert 1 ( paddng O Jem Lo test-aiam. comster,
werscal-akgn muddle. | tableocrnent & | fous-famiy Lecids Sane”, Veardana, sans-serk )
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Pucynok 1.3. Hepma Bepcis IE.

Netscape xynye kommnanis AOL Time Warner, ska poOuUTh BHUXITHHH KOJ
Navigator Bigkputum. [ami AOL, B 3B'I3Ky 31 CBOIM 3aKpUTTSAM, Iepeaae BCi mpaBa i

cBO1 po3poOkK B HOBY KommaHito - Mozilla Foundation, sika npomoBikuia po3BHBaTH iX

11el.


https://anisim.org/wp-content/uploads/2015/09/netscape-navigator-1.jpg
https://anisim.org/wp-content/uploads/2015/09/internet-explorer-1.jpg
https://anisim.org/wp-content/uploads/2015/09/netscape-navigator-1.jpg
https://anisim.org/wp-content/uploads/2015/09/internet-explorer-1.jpg
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Y 1996 poui 3'aBunacs Opera, sika, 3aBASKM HEBEJMKIA Ba3l 1 IIBUIKOL
3aBaHTa)XEHH1 CTOPIHOK, CTaja B TOW Yac HaAWMOMYJAPHINIOW adbTepHaTHBOKO Internet
Explorer mo Bcbomy cBiTy.

Internet Explorer »x craB BTpauaTd cBOi mos3wmiii, Tomy o Microsoft ne
OHOBJIOBaB oro ax 10 xoBTHA 2006 poky, ToMy 110 y HUX Oyjia 3aBOMOBaHa 1 Tak
BeJIMKa yacTuHa puHKy. Aje Internet Explorer 6yB 10 mboro 4acy B)Ke HACTUIBKH
MIIOYHUK 1 MaB Oe3miy Aipok B Oe3meri, MO 3 4YacoM CTaB OJHUM 3 HaWMEHII
yI00JeHUX 1 He MOMYJSIpHUX Opay3epiB - Tak TPUBAE 1 IO HUHIIIHBOTO MOMEHTY, HE
JTUBJISTYHMCH HA MOSBY HOTO HOBUX, Ha0araTo MOIMIICHUX BEPCil.

Y mucronaai 2004 poky 3'sBuBcs ynroOieHHE OarathMma BeO-ornsgad Mozilla
Firefox, sikuii rpynTyBaBcs Ha npoekti Mozilla Suite.

VY 2006 pomi xommanis Apple BunycTtuia cBiii mpoAyKT mia Ha3Bowo Safari, a B
2008 porii Ha puHOK BeTynmia i kommnadist Google, sunyctusmu Google Chrome.

J10 COTOAHINTHBOTO JIHSI OYJI0 CTBOPEHO 1 BUMYIIEHO 0€3J1i4 Pi3HUX IIKaBUX BeO-

OTJISI/Ia4iB - KOXKEH 3 HUX Ma€ CBO1 YHIKaIbHI (DYHKITIT 1 (PIIITKH.

1.1.1. Ilpukaaau Ta NOpPiBHAHHSA Opay3epis.

Google Chrome

Pucynok 1.4. bpayzep Google Chrome.

Opnna 3 HaWOUTBII MIBUAKUX, 3pO3YMUTUX 1 MOMYJSIPHUX TPOTpaM TaKOTO POY.
Jlaamii TIpoeKT po3poliisie Kopropamis - rirant Google. Chrome wmano He camwuii
nepenoBuil Opay3ep 3 yCix, OHOBJICHHS BUXOJISITh MPAKTUYHO IIOTHKHS 1 BKIIIOYAIOTH B
ceOe 3amkIM HalKkpaii 1 mepeaosi iHHOBaIii. Came Ha ocHOBI Chrome 3apa3s poOsiTbest

OaraTo iHIIMX BeO-orysmadi, Hampukiaa Taki sk, Opera, Yandex.Browser, Orbitum i
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T.4. CIaBUTBhCS BEIMYE3HOIO KUIBKICTIO MpOrpam, po3LIMPEHb, TEM Ta ITOpP B CBOEMY
MapKeTI.

Mozilla Firefox

Pucynok 1.5. bpaysep Mozilla Firefox.

He menm momynspumii Opaysep, ik Google Chrome, tak camo mBHIKAN i
KpacuBuil. Mae cBiil yHIKaNIbHUI 1HTEpPENC 1 MOAKIMBICTH PO3IIMPEHHS (PYHKI[IOHATY
3a paXyHOK YCTaHOBKH Oe3niui pisHux posmupenb. Came Firefox csoro vacy 3namas
Xiz ictopii i mosiamaB MoHomosiro Internet Explorer na punky. Ilporpama mparoe Ha
BCUISIKMX OMEpalifHUX CUCTEMaX 1 MOCTIHO OHOBIIIOETHCS.

Opera

Pucynok 1.6. bpayzep Opera.

OnuH 3 HAWOUIBII 3araJbHOBIIOMUX 1 3aTpeOyBaHuX Opay3epiB B kpainax CHJI.
Omnepa 3'sBunacst Outbmie 20 pokiB TOMy, 1, B TPOIECI CBOTO PO3BUTKY, 3MIHUJIA
MOBHICTIO IBMYKOK Ha SIKOMY BOHA JI0 IIbOTO po3po0disiiacs. Opera Boioie 3p03yMiuTuM
1 KpacwuBUMHU IHTEppEHCOM, YK€ BEIHUKOI IMBHUIKICTIO POOOTH, MOXKIUBICTIO
BCTAHOBJICHHS PI3HUX PO3IIUPEHB 1 BiKETIB. [Iporpama mocTitHO OHOBIIOETHCA 1 Ma€
0e3mid cBOiX yHiIKambHUX (¢imok. Mae B cBoeMy apceHam Qyskiito «Turboy, sxa
3HAYHO 3MEHIITYE Yac 3aBaHTAXKECHHS CTOPIHOK.

Safari

Pucynoxk 1.7. bpayzep Safari.
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Bbpaysep, skuii cmenianbHO po3pobnsiBcs miisa omepariitHoi cuctemu Mac OS,
Kopropaiieto rirantom Apple. CBoro wacy Oyna BumymieHa ¥oro Bepcis i aims OC
Windows, ane, Ha xanb, 3 2012 poky HoBIi Bepcii ais miei OC Oinblie He BHXOIUIIH.
Cadapi BojOJi€ IHHOBAUIMHUMM TEXHOJIOTISIMU, YHIKaJIbHUM IHTEppEncoM 1 ayxe
BEJIMKOI0 MIBUAKICTIO poboTu. Tak camo, BIIMIHHOIO MOTO OCOOJMBICTIO € «TJISTHCOBUM
iHTEpPeiicy.

Internet Explorer

Pucynoxk 1.8. Bpay3zep Internet Explorer.

Lleit Opaysep po3pobiserscs kommaniero Microsoft i mocraBnseTscsi Bike
BcTaHoBiaeHuM B cuctremy Windows. Ilicis mposany Bepcii Internet Explorer 6, IE
3HAWIIOB caMy HEraTHMBHY CTOPOHY 1 B KiHIll KiHIliB MiCrosoft Bupimmia BiiMOBUTHCS
BiJl mojmanbliux Horo po3pobok. OcrtanHboO Bepciero € Internet Explorer 11. V
Windows 10 Microsoft, B 3B'a3ky 3 HEJIHOOOB''0 KOPHCTYBAuiB, BUPIIINIA TPUITHHUTH

HOro mojanbily po3poOKYy 1 BHUIYCTHJIA BXKE MOBHICTIO HOBHUM MPOEKT IiJl Ha3BOIO
Microsoft Edge.
IHWI :6,25%
ChromeMobile: 5,77%

Opera: 6,73% Google Chrome: 41,83%

Firefox: 8,17%

Android Browser 4.0: 12,5%

Mobile Safan: 13,46%

Pucynok 1.9. I'padik momynsipHOCTI Opay3epiB 1Mo CBiTYy.
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1.2 HTMLS Ta CSS3

HTML - ne moBa po3miTku. BiH HeoOXIgHMI AJid1 CTPYKTypyBaHHsA BeO-
CTPYKTYPOIO BCIX JaHMX, 1100 BHU3HAUUTHU AK OyJe BUIIISAAATA MOAIOHA CTPYKTYpa,
HeoOx1aH1 Tabmuui ctuniB abo CSS - MOBa, 110 BUKOPUCTOBYE PO3MITKY ISl OMHUCY
30BHINIHBOT'O BUTJISATY CTBOPEHOTO JTOKYMEHTA.

HTMLS5 € ocrtanHboro 3miHeHOi cnenudikamiero HTML, saxa Hamae npesiki
OMAaTKOBI MITKM 1 (PyHKIil (KpoccOpay3epHiCTh, BiJleo, ayaio, aHiMmallisg 1 0arato
HIIIOT0), SK1 3JaTHI JJaTW KOPHUCTYBaueBl OUIbIIE MOKJIUBOCTEH MJii BUKOPUCTAHHS
pi3HUX MepenoBuX TexHojorii. O/Ha 3 TaKKUX MepeIoBUxX ocodmBocTei - Canvas.

Canvas - monotHo. Takox sik nmpodeciiiHi XyA0KHUKHA MUITYTh CKJIaJHI KApTHUHH,
Canvas J03BOJII€ CTBOPIOBATH peyl, 5Kl paHime OyJl0 HEMOXIUBO 3pOOUTH.
Buxopuctanus 2D dopm 1 o0pa3iB crajgo HabaraTo MPOCTIIIUM 1 1€ BCE 3aBISKHU
Canvas.

IToka3 Oynp-sakoi aHiMallii ab0 IHTEpaKTUBHOCTI B Mexkax einemeHta Canvas
Maixke 3aBkau 3adinae JavaScript. OnnHak JavaScript, sx mpaBuiio, BUMarae 3Ha4HOI
3aBaHTa)KEHOCTI MpoIlecopa IPH BiATBOPEHHI €JIEMEHTIB aHIMaIlii.

Otxe, HTMLS He € iHCTpYMEHTOM JJIs1 pO3pOOKH KOHTEHTY, qU3aiiHy, Bileo abo
aniMarii. Ile mmardopma, mo mo3Bossie poOUTH Pi3HI pedi, BUKOPHUCTOBYIOUH BC1 CBOIi
THCTPYMEHTH.

Yepes Te, 1m0 TOCTIMHO PO3BUBAIOTHCS TEXHOJOTIl cydacHi Opaysepu
MIATPUMYIOTh aHIMAIllI0 Ta I1HTEPAaKTUBHUI KOHTEHT 0€3 HEOOXITHOCTI YCTaHOBKH
J0JTaTKOBUX TIIAriHiB, Takmx, Ak Flash. 3amicte 1mporo Opays3epu BUKOPUCTOBYIOTH
koMOinartito JavaScript, CSS3, HTMLS.

HesBakaroun Ha Te, mo B JaHWH MOMEHT BXK€ MNPUAyMaHi cremiaibHi JS-
(GperiMBOpKH, BEO-pO3POOHUKHN BCE K BBAXKAIOTh 3a Kpallle BUKOPUCTOBYBATU B CBOIH
po0oTI mporpaMu 3 OaraTUMH Bi3yalbHUMH peJakTopaMu st po6oTtu 3 html xogom.
JlaH1 IHCTPYMEHTH JIOCUTh CXO0%K1 M COOO0I0, TPOTE 11€ TUIbKU Ha nepuui norisa. Taki

THCTPYMEHTH BUKOPUCTOBYIOTh HAPI3HOMAHITHIII1 TEXHOJOTI].
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CSS-animariis - 11e MOKIUBICTh 3pOOUTH BEO-CTOPIHKY IHTEPAaKTUBHOIO 1 JOJATH
il meBHOI MPUBAOIUBOCTI.

BrnactuBicTh transition MOXKHa MEpPEBECTH, K NEepexid, TOOTO HMpH aHiMauii 3a
JIOTIOMOTOI0 111€1 CSS-BJIACTUBOCTI MPOTATOM JESKOrO0 Yacy 3MIACHIOETHCS TUIaBHUM
nepexij BiJf MOYaTKOBOIO /10 KIHIIEBOT'O 3HAYEHHS O0paHUX IS [IbOTO BJIACTUBOCTEH.

binpmiicte Opay3epiB Ha JaHM MOMEHT MIATPUMYIOTh BiacTtuBicTh CSS3

transition. Bunsitok cranosnsats Internet Explorer 6-9 1 Bci Bepcii Opera Mini.

CSS3 Transitions m-wo ol users
Global 92.52% + 0.06% = 92.57%
Simple method of animating certain properties of an element, with Gt 91.82%
ability to define property, duration, delay and timing function.
IE Edge Firefox Chrome Satari Opera 108 Safari | Opera Mini m: : B';V:D::’ Opera Modite c’:?;:é‘" F:::;a’:( IE Mabile ":5 ?n?:‘:::' S:::’s,

ey [N s
K 2
mmm -. o I

1 18 121 3 67 10 1" 18 8.

Pucynok 1.10. Cratuctuka nigrpumku CSS-animariit Opay3epamu.

Hover-ecexTu 3a 10MOMOTroI0 BIACTUBOCTI transition

Haityacrimme BiacTHBICTH transition 3acTOCOBYEThCA HJisi CTBOpeHHS hover-
edexTiB, a60 edekTiB Mpu HaBeaeHHI Kypcopy Muiii. Moro cyTs mossrae B TOMy, IO
BOHO MPOPAxOBY€ 3MIHM MDK BIIACTUBOCTSIMH, 3aJaHUMH JUIsl 3BUYANHOTO CTaHy
€JIeMEHTa 1 MPU HaBEJCHHI HA HHOTO Kypcopa MHUIII, SKE 3aJa€ThCS 32 JOTIOMOTOIO
niceBnokiacy: hover. lle mo3Bomsie CTBOprOBaTH Pi3HI KPACHBOCTI Bij TUTABHOT 3MiHH
KOJIBOPY TEKCTY 1 (POHY Ha KHOMKAX-TIOCUIIAHHAX J0 HAIUTMBAIOThH OJIOKIB 1 3MIHIOBAaHUX
kapTuHOK. Jly’ke 1ikaBli eQeKkTH MOXKHAa OTPHUMATH, SKII0O BUKOPHUCTOBYBATH

ncesnoeneMenTu : before 1/ abdo : after.
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1.2.1 I'padika Ta animanii.

BrnactuBicTh transition € yHiBepcalbHOIO, IO O3HAYAE CKIATAETHCS 3 PSIIy
BJIACTUBOCTEH, sIK1 MOKHA 3a]]aBaTH OKPEMO.

BactuBocri transition:

e transition-delay

e transition-property

e transition-timing-function
e transition-duration

BrnactuBicTh transition-property 3ama€ Ha3BY CSS-BJACTHUBOCTI IS aHiMarlii
nepexony. OCKUIBKM MOTPIOHO MpPOpaxyBaTH PI3HUII0O MDK MMOYATKOBUM 1 KIHIIEBUM
3HAUEHHSM BJIACTUBOCTI, TO 1 cama BJIACTHMBICTh Ma€ OyTH po3paxoBaHa. Hampukian,
MokHa 3MiHUTH border-width 3 1px no 6px, ane He MoXKHa niepeTBOpUTH border-style 3
solid B dashed. Takoxx MO’XHa 3MEHIIUTH WIPO30OPICTh €JIEMEHTa 3a JOMOMOTOIO
BJIACTUBOCT1 opacity Bix 3HadueHHs 1 mo 0, aje HEMOXIMBO aHIMYBaTH IEpexii Bij
BiacTuBoCTi Vvisibility: visible go BmactuBocTi visibility: hidden a6o Bix display: block
no display: none. i mporo kparmie ckopucratacs metogamu show () abo hide ()
616moTtexu jQuery.

BrnactuBicte transition-duration BCTaHOBIIOE MPOMDKOK dYacy 3a SKUHU
BUKOHYETBCs transition-property. BiacHe, mMX JABOX BIaCTUBOCTEH ILIKOM TOCTATHHO
JUISL CTBOPEHHS aHIMaIlii TUITy transition.

Bnactusicth transition-duration Bumiproerscst ado B cexkyHaax (1s, 1.5s, 0.8s, .5s)
a6o B wmuimicekyHaax (1000ms, 1500ms, 800ms, 500ms). 3a 3aMOBUyBaHHSIM IS
BJIACTHUBICTH Mae€ 3Ha4YeHHs 0, TOOTO Yac Ha aHiMaIlii0 (PaKTHIHO HEMAE, TOMY, SIKIIO BU
3a0yeTe BKa3aTH 1€ 3HAYCHHSI, TO TIEPeXij] BIACTHBOCTEH HE BiIOYEThCS.

BrnactusicTs transition-timing-function 3amae tumvacoBy ¢yHKkIrif0, sika onucye
cnocid po3paxyHKy IIBHAKOCTI mepexony BiaacTuBocTed html-exementa Bif ogHOro
3HAQYEeHHS J0 IHIIOTO. 3a 3aMOBYYBAaHHSIM BJIACTUBICTh Ma€ 3HAYCHHS €ase, ToOTo

aHIMaIlisg BiIOYBAETHCS 3 ICSIKMM YIOBUTbHEHHSIM.
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. linear
. ease
. ease-in
. ease-out
. ease-in-out
. cubic-bezier

Pucynok 1.11. Bapiantu BiactuBocti transition-timing-function.

BnactuicTs transition-delay mo3Bossie BKasaTH 3aTpUMKY B CEeKyHAax a0o
MUTICeKYHIaX, TIcas sKkoi Oyae 3amylieHa aHiMarris. Moro HeoOOB'I3KOBO
BUKOPHUCTOBYBATH JIJI1 BCIX aHIMaIliil 1 HABITh HEOOOB'I3KOBO BKa3yBaTH, TOMY IO 3a
3aMOBYYBaHHAM transition-delay mopiBaroe 0s.

[{ro BIACTUBICTH 3PYYHO BHKOPHCTOBYBATH, KOJIM HEOOXIiTHO, IIO0 aHIMAIlis

"sirpana" He Bipasy, a 3 JICSIKUM BiJICTaBaHHSM.

1.3 Canvas

1.3.1 IcTopisi, MOKIUBOCTI Ta 0COOTUBOCTI.

Canvas - HTMLS enemeHT it CTBOPEHHST paCTPOBOTO IBOMIPHOTO 300pasKeHHS.
SIx mpaBUIIO 3aCTOCOBYETHCS pa3oM 3 javascript. 3aCTOCOBYEThCS I BiIOOpakKeHHS
rpadikiB 1 IrpOBHX CKIAJOBUX B Opay3ep HHX Irpax, BCTaBKH Bi/€0, CTBOPCHHS
MOBHOI[IHHOTO Tporpasada. Canvas mie 3actocoByetbess B WebGL mnms amapatHOTO

npuckopenHs 3D-rpadiku.
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[Touarok BiUTIKY OJIOKY pO3TalIOBY€EThCA 3J11Ba 3BEpXY. BiJl HBOTO 1 IPYHTY€EThCS
KOKEH eJeMeHT Onoky. BenwunmHa Micisl KOOpAWHAT HE B OOOB'I3KOBOMY MOPSAIKY
BimoOpakae BeauuuHy (akTuyHOi 1HQoOpMaIlli, 1o BigoOpaxkae Iuiomy. 3a
3aMOBUYYBaHHAM ioro mupuHa nopiBHioe 300 mikcensMm, a Bucota 150 mikcensam.

Brnepiie canvas enemeHT OyB npencraBineHuit gpipmoro Apple mist Mac OS X 3
MEeTOI0 Horo 3actocyBaHHs B goaaTkax Dashboard i1 Safari. Ha croromuimiHiii geHb
canvas 3aCTOCOBYEThCS HJisi 3BeJEHHS rpadikiB, HECKIAJHMX aHIMalllid Ta Irop B
Opay3epax. Opranizamis Mozilla Bene npoekr min Ha3zsoro 3D Canvas, MeTor sSKOro
BBKAETHCSA JIOJIATH HU3KOPIBHEBY JIONOMOTY TpadiyHUX TPUCKOPIOBAYIB  JIJIS
BimoOpakeHHsI TpUBUMIpHUX 300pakeHb kpisb HTML-enement Canvas. B oanomy
pALy 3 AaHUMHU € O10JII0TeKH, peaai3yloTh poOOTY 3 TPUBHUMIPHUMH MOJACISIMHU, CEpell
Hux € Three.

Canvas 3acTocoByeTbCs, SIK MPaBWIIO, ISl MalIOBaHHS rpadikiB AJid 3aMITOK 1
I'POBOTO MOJIS B ICSIKUX Opay3epHUX irpax. Alle 1ie Ma€ MOXKJIMBICTh 3aCTOCOBYBATHUCS
JU1s BOYZIOBYBaHHS BiJIeO B CTOPIHKY 1 CTBOPEHHS MOBHOIIIHHOTO Mporpaaya. Canvas
Ma€ MOXJIMBICTh YCKJIQJHUTH 3aBIaHHA poOIT 1o posnizHaBaHHio Kamul. [lpu
3acTocyBaHH1 Canvas 3 cepBepa 3aBaHTAXYETHCS HE MATIOHKH, a KOMIUIEKT TOYOK (200
METOJ IPOMAJIbOBYBaHHS ), 32 IKUMHU Opay3ep MpoMalibOBYE LITIOCTpaIliio (Kamay).

Canvas no3BoJisie po3TanryBaTH Ha MOJIOTHI: 300pakeHHs, BIZEO, CIOBO. 3aJUTH
BCE II€ CYIUIBHUM KOJHOPOM, a00 XK 0OBECTH KOHTYpU ab0 K B TOMY YHCII 1 JOJATH
rpamieHT. JlomaBaHHsa TiHeW momiOHMX Ha sSKocTi css3 box-shadow 1 text-shadow. I,
BPEIITi-PEIT, 3BeJIeHHS (DIryp 3 MATPUMKOIO BKa31BKH TOYOK.

VY pasi, fSKmo Hemae TOTpeOM TMepeMaIbOBYBaTH KapTHUHY, aje TMOTpiOHO
MPOBOJUTH MAHIMYJIAIII 3 HUM, TO BH 3MOXeTe «choTtorpadyBaTu» BCIO KapTHHY 1
30eperty B 3MiHHY. Y pa3i SKIo 3000B'sI3aHUIT OHOBIIIOBATHCS HE 300paKCHHS, a JIMIIIC
TUTBKA HOTO YacTKa, TO BH 3MOXETE CTATYBATH KOHKPETHY 30HY Ha TMOJIOTHI 1
300pakatu ii 3aHOBO. bpay3epu MOXyTh MONINIIATH aHIMAIlil, IKi HAYTh B ONHWH 1 TON
e 4yac, 3MEHIINBIIM KUIbKICTh reflow 1 repaint, 1o nmpusseae 10 30UTbIIEHHS TOYHOCTI
aniMarii. Ilmoc 10 BChOro, B pa3i SKIIO HNPOBOAMTHCS MYIbTUILTIKAISA B Ta0l, SKUU

HEBUIMMUHN, Opay3epu HE CTaHyTh IPOJOBXKYBATH IEpEeMalbOBYBAaHHS, BJIACHE IO
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npusBeze 10 HaliMeHiioro 3acrocyBannss CPU, GPU, mam'aTi 1, SIK HacliJOK, 3HU3UTh
BuTpata Oarapei B  MOOUIBHMX mOpucTposix. s  1BbOro  KOpUCTyHWTeCs
requestAnimationFrame. Bci HuHIIIHI Opay3epu MaloTh QUIBTP POSMUTTS 300pakeHHS
npu Horo migBuiieHHi. Moro ixe mo cromax 3acTOCYBaTH, y pasi SKIIO BH HEPiIKo
MOMIKCEIbHO 00po0IIsieTe UtoCcTpalito. MeTooM CKOpOUYEHHS! MAJIFOHKH, HAIIPUKIal, B
2 pa3 1 MOJaNbILIOro anapaTHOro0 HAPOILYBaHH 11 3 MIATPUMKOIO (GibTpa. Y pasi sKuio
rpa JO3BOJISIE TIOPI3HO OOpPOOJATH TOJNEe 1 CKIAJOBI TPU, TO MICTUTh 3HAYCHHS
BJAIITYBAaTH 2 TMOJIOTHA MpUATENb HajA i1HHmIOMY. JlJis 4YMIIEHHS KaHBU HaWKpalum
3aco0oM cTtaHe BIpoBajKeHHs clearRect, BTiM, B pa3i SKIO YHUCTUTHU JIHIIE TUIbKU

NOTPIOH1 AUISHKH, TO HIBUIKICTH BUPOCTE 1€ OLIBIIIE.

1.3.2 IlepeBarum i Hegoaikm HTMLS.

[lepeBaru:
e Ha Binminy Binm SVG 3HauyHO 3pyuHillle BOJIOJITH BEIUKOK KUIBKICTIO
€JIEMEHTIB;
e MicTuTh anapaTHe MPUCKOPEHHS.
e MOXIHMBO MaHIMYJIIOBATH OY/Ib-SIKUM ITIKCEIIEM.
¢ MOXIHMBO BUKOPUCTOBYBATH (PiIbTpH 0OPOOKH 300paKeHb.
e € BesMKa KUTBKICTH 010JT10TEK.
Henoniku:
e HapaHTaxxye MikpompoIecop i OnepaTuBHy Mam'saTh.
e Uepes oOMeKeHb 30upava CMITTS, HEMAa€ MOYKJIUBOCTI OYMCTUTH ITaM'SITh.
o [loTpiOHO 0OpOOISATH Al 3 00'€KTaAMM.
e [lorana mpoayKTUBHICTH IPHU BEIMKOMY PO3IIMPEHHI.

e JloBOoauThCs 300pakaT MOPIZHO KOKEH €JIEMEHT.
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1.3.3 IlopiBusinas 3 anamoramu. Flash. SVG.

[TopiBusinusa Canvas i Flash
e [linTpumka nepenoBUMH Opay3epamu.
o dailioBUit pO3MOJILI 1 CTPYKTYpA.
e MoOuUTbHI NPUCTPOI.

e Irpu.

Flash vs HTML5S

= Proprietary software from
Adobe Systems Incorporated.

= A set of web technologies and
standards.

= Requires a separate plug-in to
run on pages

= Most up-to-date browsers are
compatible.

= |mplementation is consistent
across all browsers.

= Currently inconsistent across
browsers.

= Has a wealth of capabilities,
including 3D graphics.

= Does not currently have some
Flash features.

’ Androxd and Flash

Android devices are currently
ab!

0 of users may O of users 0 of users may
6 experience issues O can use both 4 experience issues
0 with HTMLS 0 Flash and HTML5 0 with Flash

ooooooooooooooooooooooooooooooooooo

Adatataasitidadatddndditatatitddtatinatatataaditi;

=g
Pucynoxk 1.12. Flash vs HTMLS5.

[TinTpuMKa nepenoBUMH Opay3epami.

Ha nieit moment, 99% neckronuux OpaysepiB minrpumyioTh Flash Player, i 82%
niaTpumyoTh HTML 5 Canvas.

daiioBui PO3IMOALT Ta CTPYKTYpa.

Jlna Flash Texnomorii crtane HeoOXimHMM pa3 dain 3 posmmpeHasM swi. Ile
JAOCUTh BAXJIHMBO AJISl irop 1 KOM(OPTHO IS 3a0IIaKEHHS a00 K TPaHCIOPTYBAaHHS.
Brnacue mo crocyetscsst HTMLS, To mo camiit mpupoai HTML TpamnseTses moain Kogy

B pi3Hi ¢aiimu. B Hacmigok 1poro Tpeda 0yt 00auHUM 3 TXHIM MiCII€3HaXOKEHHSAM Ta
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3a3HAYEHHSIM MPaBUIBHOIO HUIAXY A0 HUX. AJie, 3 1HIIOTO OOKY, OyAb-IKUN OKpeMUi
¢aiin poOuTh BiacHy (YHKIIO, 1 NMPU peJaryBaHHI YacTHMHM KOAY € HMOBIPHICTb
BCTAHOBUTU BHUIIPABICHHsS, HE TypOylouuch 3a LUMKA miaH B nuiomy. Ille cama
KOHCTPYKIliSi CBDKOTO 3pa3Ka JO03BOJSE MOUTYKOBUM CHUCTEMaM 3ariislaTH BCEPEIUHY
3p00JIeHUX 3 HOTO MIATPUMKOIO BeO Ta T0AaTKIB, YOI0 HE MOKHaA cka3aTu mpo Flash.

MoO1TbHI PUCTPOL.

3 erany penizy HTMLS oani€ero 3 KJIIOYOBUX MEepeBard MOBH € ii J1€3/IaTHICTh
IpaIfoBaTé Ha MOOUTBHUX NPUCTPOsX. BiacHe mo maibke Bci Android 1 10S-npuctpois
He miaTpumytoTh Flash (97% mob6inbHuX Opay3epiB niarpumytors HTMLS Canvas, a B
Flash nanwmii mokasuuk 0%), no3Bossie 3acTocyBaTH ioro juiie Tuibku Ha PC - B 2013
poui BmaB Ha 10% B mopiBasHHI 3 2012. 3a iHpopMmaiiero OHOpO IHTEPAKTUBHOI
pexinamMu, OyKBaIbHO Oynab-skumii 2 wMemkaHellb USA BBaXKa€ThCs BIACHUKOM
MOOLTBHOTO TeJIe(OHHOTO anapary 3 JOCTYIIOM B OHJIAWH, 1 OyAb-aKUi S-Ul meperssy
BE0-CTOPIHOK TparusIEThCs 3 MOOUIbHOTO mnpunany. Ludpu 3poctarorh momicsus, i
bipmu, mo GopMyrOTh IHTEpPaKTHBHI BijJieo 3 BhOpoBakeHHSAM TexHousorii Flash,
MEXaHIYHO BTPAyYalOTh TrAaHTCHKY ayJUTOPIIO, KA MOrjia O meperisiaaTu el TeKCT Ha
BJIacHUX TeredoHax 1 IyaHmerax. Y HalaHoMy IyHKTi 3100yB nepemory HTMLS.

Irpu.

3a iHndopmarriero 6mora Digital Buzz, 32% wacy, BuTpadyeHOro KopucTtyBadyamu
MOOUTPHUX TIpWiazAiB, iae Ha irpu. 3 miarpumkoro HTMLS po3poOHUKH 3yMmitOTh

pOOUTH Irpaliku, IKi OyyTh MPAIIOBATH HA BCIX MPUCTPOSIX.

Tabnus 1.1. - TlopiBHSIHHS BEKTOPHOI Ta pacTpoBoi rpadiku y pi3HHX Opay3epax

Bbpaysep Bextop, HTMLS| Bexkrop, Flash | Pactp, HTMLS | Pactp, Flash
(fps) (fps) (fps) (fps)
Chrome 14.0 9 18 37 14
Firefox 6.0.2 11 17 48 14
IE 9.02 10 20 47 16
Opera 11.51 16 19 9 15
Safari 5.1 2 19 12 15
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[lopiBasHHsa Canvas Ta SVG

Obwuparoun mix Canvas Ta SVG, ciif BpaxoBYBaTH HACTYIHI XapaKTEPUCTUKHU:
XapakTep BUPIITYBaHOT MPOOJIEMU Ta TPOTYKTUBHICTb .

Canvas ciijJ; BAKOPUCTOBYBATH JIJIsi 0OPOOKH 300pakeHb 1 BiJI€O.

SVG caig 3acTocoByBaTH JjIsi JOKYMEHTIB 3 BUCOKOK TOYHICTIO Ta CTaTHYHHUX
300paxXeHb.

OO6uAB1 TEXHOJIOT1l, MOXHa 3aCTOCOBYBAaTH JUIsl BIITBOPEHHS nAiarpam, rpadikis

Ta Irpallok.
CknagHi cueHm 3
6e3niyuto 06'ekTiB
3anuc ekpaHy CratnuHi

IHTepaKTUBHI 306pa)keHHA
Aiarpamu i rpagikun

carve> T W ez

2D-irpn

b . A oKyMeHTM 3 BUCOKOIO
Bigeo maninynayii

TOUHICTIO ANA Nepernaay
APYKY

Beb-peknama

Pucynok 1.13. - BuGip 3a1eXuTh Bii MOCTAaBIEHOT 3aa4i.

IlepeBaru Canvas:

1. 3posyminicte. Canvas HecknaaHuil. Y pasi sSKmo BU posymiere JavaScript i
Maji HaBHK po0OoTH 3 rpadikoro kpi3s npumituBHI 2D-API, posibpatucs 3 Canvas s
Bac He ckiajne TpyaHomriB. APl Canvas mictuth B Mexkax 40 1 20 cioco0iB aTpuOyTiB.

2.  IIBmakicTe. 3a JOMOMOTOK  amapatHoro npuckopenHs. Canvas
CIIPOEKTOBAHMM Tak, 100 OyTH IIBHAKUM, aje SKICh pedl Ha 1-uil mOrsi 31ar0ThCs

HCIIPAKTHUYHHUMMU.
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3. Inrerpamisa. Canvas - ne HTMLS eneMeHT 1 HOro MOKJIMBO BCTaBUTH B Oy/I-
kyau. Canvas MOXJIMBO MOEIHYBATHU 3 BiZIe0 a00 300paKeHHIMU.

IlepeBaru SVG:

1. lonomora B Opay3epax. BupoOHuku Opay3epiB HE MarOTh BCl IIAHCU YHUKATH
10 MPEIeNCHT, BiIacHe 1o iM Tpeba npoaaBatu HTMLS, B pa3si sikio BoHH 0a)KarOTh
3aUINaTUCS Ha TUIaBy B Opay3epHOMY pUHKY. B Hacmimok mporo 3apa3 Mu Oadmmo
6asucHy gomnomory SVG y Bcix MpOBIIHUX Opay3epax, MpU IbOMY IPOCTOpaMHu 1 3a
JOTIOMOTOI0 ~ alapaTHOrO MPUCKOPEHHS TpH  BiAoOpakeHHI. AJie MapKEeTHHTY,
MPUPOJIHO, Oyiio 6 He JOCUTH JJis Takoro, o0 xamatucs 3a SVG, B pa3i kO He 3-uii
MOMEHT.

2. SVG posBuBaethes. Hacnpapni, B pasi sKimo 1me Kiibka pokiB ToMmy SVG
pO3TIIsaBCsl TepeBary B SIKOCTI €TaNIOHy IJsi ommcy Tpadikv, TO 3apa3 Ha HBOTO
JTUBJISATHCS BXKE BOXKIUBO IIHPIIIC.

Bnacwe 1m0 crocyeTbcsi MPOAYKTHBHOCTI, TO TYT BCE €JIEMEHTApHO: [0
KOHKPETHOTO 3HAYCHHS 3aJIKHOCTI MBUIKOCTI TporpaBanHs Canvas 1 SVG Bix o0cary
eKpaHy 1 yucia 00'€eKTIB pyXarThes MOOJIN3Y, aje Jaajl SK BUIBUIIOCS, BlacHe mo SVG
HDK OYyJb-SIKOTO 1HINOTO MIAXOIUTH I 300pakeHb Benaude3Horo obcsary, a Canvas

JIEMOHCTPYE ceOe CIIPUTHUM IIPH BEIUYC3HUIN YKClIa 00'€EKTIB.

Performance Comparison

v

"

mo s Rondes
' - WAL

'

Number Of Objects

Canvas

o\ e
et ) A€

Pucynok 1.14. - IIpoxyktuBnicts Canvas vs SVG.
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L00gIe Maps

17111 ms

Lanvas

4852 ms

Pucynok 1.16. — [lIBuakosis Ha 300pakeHH1 B Google Maps

Tabmums 1.2. - IlepeBaru Canvas ta SVG.

Canvas

SVG

3acHOBaHa Ha MIKCENAX (JUHAMIYHUHN png-

Gaiin) 3acHoBaHa Ha (irypax
Kinbka rpadiyHUX €I€eMEeHTIB, SIKi CTaIOTh
Onmun enement HTML yacTuHOI0 Mozeiai DOM

3MIHIOETHCS TUIBKH 3a JOITOMOTOFO

CIIEHapiiB

3MIHIOETHCS 3a IOIOMOTOI0 CIIEHapiiB 1

CSS

Mopeins noii 1 B3aeMOIid 3
KOpHCTyBa4eM 3aCHOBaHI Ha IMKCEIAX (X,

y)

Mopenp oai 1 B3aeMOIiA 3
KOPHCTYBaueM € aOCTPaKTHHMHU

(MpSIMOKYTHUK, KOHTYD)

[IpoAyKTUBHICTH BHILIE HA HEBETUKUX
MOBEPXHSIX, IPU BEJIUKOMY YHCII1 00'€KTIB

(> 10 000) a6o mmst 060X YMOB

[IpoayKTUBHICTH BUIIE HA BETHUKUX
MIOBEPXHSX, PU HEBEITUKOMY YHCITi

00'exTiB (<10 000) abo ans 060X yMOB




Tabmuus 1.3. — IlopiBHAHHA HAUMONYJISIPHIIIUX MIAT(HOPM.
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Kpurepii MynbTuMeniiti miatGopmu
HTMLS5 Canvas SVG Flash
Jle npartitoe Enementu Canvas [TpautoroTs B

NpaLoTh B Oy/1b-
SIKOMY BeO-Opay3epi
HTMLS. Hessaxaroun
Ha Te, 1110 BOHH HE
npauroroTs B IE 1o
Bepcii 9, BoHU
npairoroTh Ha OC 10S

1 Android cmapTdoniB

OUTBLIOCTI Cy4acHUX

opay3zepis, IE He

HiATPUMYE HOTO 10

Bepcii 9. Bin Takox

npairoe Ha OC 10S
1 Android

cMapTQOHIB 1

Flash npaiitoe B Oyab-
AKOMY Opay3zepi, KUl
Mae IJIarid JJisi HbOro.
[Ipore, Safari nns
Mac 10.7 (Lion) HE
HE MOCTAaBJISETHCS 3
marinoM Flash 1

Adobe OubIIIE HE

TUTAHIIETIB. niaTpumye ¢emr Ha
1 TUTQHIIIETIB. MOOUTBHUX
MPUCTPOSIX.
SIK CTBOPUTH | BiIBIIICTH CTBOPEHHS binbmricts € Garato
CANVAS BEKTOPHHX KOMEPILIHHUX

3MIMCHIOETHCS BPYYHY,
ajie JAesKi mporpamu
uTrocTparii
OTPUMYIOTh
nigTpumky HTMLS,
SK TIPaBHIIO, 32

JIOTIOMOT OO IIJIAT1HIB.

rpadigHUX Iporpam
MOJKE BUBOJIUTH

daiinm sk SVG.

JIOJATKIB, TOCTYITHUX
aBTopy (irer-

agimari.

Tun rpadixm

Enement CANVAS
CTBOPIOE PaCTpPOBi
JaHl Ha eKpaHi, ajie BiH
MO’KE MaITFOBATH
BekTOpU. BiabmIicTk 3

HUX CTBOPEHI1 BpYUHY

SVG - 1e
ITHCTPYMEHT
BEKTOPHOT rpadikw,

ajie BiH MOXe
BUKOPHUCTOBYBATH

pactposi ¢aitnu,

Flash moBHicTIO

BEKTOPHUU, e
MOYKHA 100aBUTH
pacTpoBi 300pakeHHs
B Bamux (er-

Gaiinu.
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Ha JavaScript.

takl gk JPG a6o

PNG.
BOynoBanuii | Emement CANVAS € SVG mae nesiky Flash-daitmu SWF
HTML enemeatoM HTMLS 1 HIATPUMKY BKJIQIA€THCS SIK
TaK aBTOMaTUYHO Opaysepa nius Gbaiinm 1 MaroTh
BUKOPUCTOBYETHCS B BOYIOBaHUX BUKOPHUCTOBYBATH
HTML. €JICMEHTIB B miarib ajist opaysepa,
HTML5 (IE 9, 00 MpaIfoBaTH.
FF12, Chrome 19 i
Safari 5.1), ane i B
nimomy XML
BOY/IOBaHUM.
HeoOxiqu1 Enement CANVAS SVG Bumarae Flash Bumarae mraria
TEXHOJIOT11 BUKOPHUCTOBYE cydacHi Opaysepu, JUISL BITOOpasKeHHS
JavaScript nis AK1 TATPUMYIOTh 300pakeHb.
MePErIIsay 300pakeHb. XML a6o SVG
Sxuro JavaScript PEHIEPUHT.
BIAK/IIOUCHUH,
CANVAS 6yne
TTOPOKHIM.
IBunkois CANVAS nyxe SVG, konu Flash e
MIBUAKUHN IS BUKOPUCTOBYETHCS B | HANTOBUTHHIIINM, II10
pEHIEpUHTa HTMLS, nyxe BUMArae yac
300pakeHb, aje 11e MIBUAKWAN, TOMY IO 3aBaHTAXKECHHS 5K
BUMAarae aHamizy BiH HE BUMArae SWF-daitny i
JavaScript. JT0JTATKOBHX BKJIAJICHHSI.
3aBaHTAXKCHbD.
[TomrykoBa CANVAS e SVG € ochoBanum | Flash BopoBamkeHuit
OIITUMI3AIIis OCHOBaHHUM Ha TEKCTI, Ha TEKCTI, 1 MOXKeE SWEF-daitn, sxuii
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1 MOXxe OyTu

OyTH IpOYUTaHUI

MO€e OyTH BaXKKUM

IPOYUTAHUH MOITYKOBUMH JUTS TIOTITYKOBUX
HOITYKOBUMH CHUCTEMaMHU. cucTeMm, 1100
CUCTEMaMHU. po310patu.
Cepennii 1.7 M6 1.5 M6 >2.5 M6
po3Mip
TOTOBOT'O
IPOEKTY

1o moxe 0yTu

IHTEPaKTUBHUM

Hemae oxpemux
€JIEMEHTIB, IO €
KJ11KaOEJIbHUMHU B

CANVAS, tinbku

BCCh CIICMCHT.

SVG no3Boisie
KJIIKATH 10
eJIeMEHTaM B

300paKeHHI.

Flash moxe maTu
IHTEpaKTUBHI TOUKH,
CTBOpEHI B Oy/b-

SAKOMY MicIl (aiiiy.

Tabauns 1.4 Kinekicts fps y pisaux 6paysepax Ta TEXHOJOTIAX.

Bpaysep HTML Canvas SVG Flash
Chrome
21 30 18 44
Firefox
9 38 2 44
IE
16 34 25 50
Opera
29 28 12 50
Safari
23 31 51 50

BucHoBKH 10 po3aiay

VY po3ninai po3rasHyTO

ICTOpII0 Ta TEOPETHYHI OCHOBM CydYacHHUX Opaysepi.

[TpuBeneHo 6a30Bi XapaKTEPUCTUKUA Ta CTATUCTUKY BUKOPUCTAHHS Yy PI3HUX KpaiHax

ceitry. IlpoBeneno ormsn TexHosorid ctBopeHHs Trpadiku. IIlpoananizoBaHo Ta

HEBEJICHO MOPIBHSIHHSA BEKTOPHOI Ta pacTpoBoOi rpadiku Ha pi3HUX MiIaTdhopMmax y

BUKOPHCTAaHHI CY4YaCHUX Opay3epax.
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2. TIPOI'PAMHI 3ACOBUA CTBOPEHHSA NI PA®IYHUX MOI[EJIEﬁ.
2.1. Blender ta Blend4Web.

Blender - mpodeciiiauii makeT Ui CTBOPEHHsS TPUBUMIPHOI Tpadikd, 110
pPO3BHUBAEThCSI HEKoMepliiHowo opranizamiero Blender Foundation. Onna 3 uuieit
oprasizauii - HaJaTH MEPEXKEBOro CIIIBTOBApPUCTBA 3 YCbOIO CBITY JOCTYIN [0
TPUBUMIPHUM TEXHOJOTIIM B IIMPOKOMY ceHcli, 3 Blender sik nenTtpanbHOro By3ia
cucremu. Blender migxonuth 1j1s BUKOPUCTAHHS SIK HEBEJIMKUMH CTYIIIMH, TaK 1
BEJIMKUMU KoMMaHisMu. B nanuii uac Blender - oqun 3 HailOLIbII MOMyISIPHUX MAKETIB
It poOOTH 3 TpuBUMIpHOIO Trpadikoro. Takox 1€ O€3KOIITOBHE MpOrpamMHe
3a0€3IeUeHHsI, PO3MOBCIO/IKYEThCS OE3KOIMITOBHO, AOCTYIHI Bepcii sk st Windows,
Tak 1 st Linux 1 macOS. Iatepdeiic nporpamu nepeBeAeHU! HA BCl OCHOBHI MOBH
CBITY 1 MOXe OyTH HAJIAIITOBAHUH BIJIMOBIAHO 10 BUMOT KOPHUCTYBaya.

Blender - monynspua i go6pe Bimoma mporpama. MoskiauBocti Blender moGpe
32IOKyMEHTOBAaHI, K OQiIliifHO, TaK 1 KOPUCTYBAYaMHU.

Ha croronmnimuii aens Blender € roTtoBuM pilieHHSIM JIsi TIOBHOTO ITUKITY
poboTn 3 TpUBHUMIpHOK Tpadikor. Bkiodae He TUIBKH 3ac00M MOJEIIOBaHHS,
aHiMaIrii, Bi3yaumizamii 1 0OpoOKH ImocTa, aje 1 IHCTPYMEHTH MOHTa)Xy, KOMIIO3MHTA 1
pobotu 31 3BykoM. [[mst po3mmupeHHss (QYHKITIOHATBHOCTI BUKOPUCTOBYIOTHCS a/IJIOHH.
Jlnst po6oTH HEe MOTPIOHO HIAKUX JOJATKOBUX IIporpam, Mojeib abo IIija CIIeHa MOXKe
OyTu TOBHICTIO cTBOpeHa B Blender.

XapakTepHoro ocoOnmBICTIO TakeTy Blender € i#oro HeBenwkuid po3Mmip B
MOPIBHSAHHI 3  IHIIUMU  TOMYJSPHUMH  maketamMu  aius  3D-mojaenmtoBaHHS.
JlemoHCTpaIliliHI CIIEHW MOKHA CKadaTu Ha o(dimiifHOMY caiTi ab0 Ha cailTi BIIKPUTHX

mpoekTiB «Blender Cloudy.
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2.1.1. ®yukuii, inTepdeiic, Ta 0c00IUBOCTI BUKOPUCTAHHS.

OyHKIIIT TakeTa:

e [linTpuMKa Te€OMETPUYHUX MPUMITUBIB, OXOIUIIOIOYM MOJIrOHAIbHI
MOJIeNi, CHCTeMy IIBUIKOTO MOJENIOBaHHA, KpuBi be3be, mommHI
NURBS, metaballs (MeTacdepu), cKyIbnTypHE MOAEIIOBAaHHS Ta BEKTOPHI
mpudTu.

e VHiBepcaJdbHI I1HTErpOBaHI MEXaHI3MU pEHJAEpUHra 1 IHTerpaimis 3
3oBHIIHIMHU peHiepep YafRay, LuxRender i maiixke BciMa 1HIITUMU.

e [HCTpyMeHTH aHIMalii, cepeJ S[KUX IHBEpCHA KIHEMaTHKa, CKeJeTHa
MYJBTUIUIIKALSL 1 CITKOBA JECTPYKIisl, TOJOBHI KaJpu, HeNiHiiiHA
MYJbTUIUIIKALIS,  pelaryBaHHS  BaroBUX  KOe(IIIEHTIB  BEpIIuH,
oOMexyBayi.

e JluHamika miAAATIMBUX T (BKJIIOYAIOUN BU3HAYECHHS KOJIi31M 00'€KTIB MIPU
B3a€MOIi1), IMHAMIKa TBEpAUX TUT Ha 0a3i (izionoriyHoro aeuxka Bullet.

e (CucTtema 4aCTHHOK BKJIIOYA€E B ceOe cucTeMy BOJIOCCS Ha 0a3i YaCTHHOK.

e Moaudikatopu 151 BAKOPUCTAHHS HEPYHHIBHUX €(EKTiB.

e MoBa mnporpamyBanHs Python 3acTocoByeTrhcsi sk 3acid BU3HAYCHHS
iHTEepdeiCy.

o basucHi (yHKIIiT HEMIHIMHOTO BiIEO Ta ay/1iI0 MOHTAXY.

e Komno3uHr Bizeo, podoTa 3 Xxpomakes.

e BincrexeHHs BimeokaMmepH 1 00'eKTiB.

¢ Real-time koHTpOIB TpH (i310TOTIUHIN CUMYIIALIT 1 pSHICPHHTA.

o I[Ipomenypue 1 node-based TtekcTrypupoBanue, a 1€ WMOBIPHICTD
300pakaTy TEKCTYPYy HABIPOCTEIh HA MOJIETI.

e Grease Pencil - inctpymenT mist 2D animartii B mopaomy 3D Iaiiraiin.

e Blender Game Engine.
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Pucynok 2.1. 3aimok ekpana inTepdeiicy Blender 2.4.

Blender maB pemnyTaitiro nporpamu, Ba)KKO JUIsl JOCTKeHHS. BykBanbHO Oyb-
sgKa (QYHKIS MICTUTh XUTPOCIUICTIHHS KHOIOK, 1 Oepy4d 10 yBard YHUCEIbHICTH
HMoBipHOCTEH, 10 HanmarThes Blender, Oynb-sika KHOMKA IHTETpoBaHA B OUIBIIE HIX
onne xurpocruieTinas (shortcut). 3 Tux waciB sik Blender crtaB mporpamoio 3 He
3aKpPUTUM TIOYAaTKOBHM KOJOM, OYJM J0JaHi TOBHI KOHTEKCTHI pAaIllOHH JO0 BCIX
GyHKIINA, a BIOPOBAKCHHS IHCTPYMEHTIB CTBOPEHO OUIBINE JIOTIYHUM 1 THYYKHUM.
[lomanpiie BAOCKOHAJIEHHS MPHU3HAYEHOTO IJIsi KOpHUcTyBaua iHTepdeiicy 3 BCTymom
KOJIPHHUX CXEM, PO30PHUX IJIABAIOUHMX CKIIAIOBUX, CBIKOI CHCTEMOIO MEPETIIAY JIepeBa
00'€KTIB 1 pI3HUMU HEBEJIUKUMH 3MIHAMHU.

Binminai pucu inTepdeiicy KopucTyBada:

Pexxumu pemaryBanns. /[Ba mpoBigHux pexumy: OO'ektHmii pexxum (Object
mode) 1 Pexum penmaryBanns (Edit mode), ski mepeMmkaroTbcs KHOMKOIO Tab.
OO0'exTHUH peKUM B OCHOBHOMY 3aCTOCOBYETHCS JJISI MAHIMYJAIIA 3 TEPCOHATLHUMU

o0'exTamu, B TOM yac SIK PeKUM peJaryBaHHs - I MaHIMYJIAi 3 GaKTHIHUMH JaHUM.
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[IIupoke BUKOpUCTAHHS rapsianx KHOMoK. OCHOBHA Maca KOMaH;] TPOBOIUTHCS 3
NIATPUMKOIO KiaBiaTypu. Jlo BUHUKHEHHS 2.X 1 TUM Ouiblue 2.3x-Bepcii, e Oyna eauHa
MO>KJIUBICTh BUKOHYBATH KOMaH/IH.

VYnpasninas podounm npoctopoM. ['padiunuii intepdeiic Blender 3pobaeno 3 1-
ro abo X JIEKUTbKOX €KpaHiB, KOKEH 3 SIKUX MAa€ MOXKJIUBICTb OYTH MOJUJICHUN HAa CEKIii
1 miJaceKIii, siki MalwTh BCl IIaHCU OyTH BCsKkUi dacTuHOIO iHTepdelicy Blender'a.
I'padiuni cknagoBi OyIb-IKOi CEKIli MOXYTh KOHTPOJIFOBATHCS THM CaMUM
iHCTpYMEHTOM, 110 i B 3D-mipocTopi, HampuKIaa MOXKIMBO CKOPOYYBATH 1 HAPOIITYBATH
KHOIIKA 1HCTPYMEHTIB IO * MeToa0M, BiacHe 1o 1 B 3D-nepernsai. KO3ep muikom
TpUMa€ I KOHTPOJIEM pO3TalllyBaHHS 1 KoMmmaHilo TpadiuHoro iHTepdeiicy. [lana
MaHepa Trpadiu”oro iHTepdeiicy mocuTh MoaiI0Ha Ha MaHEpy, 3aCTOCOBYBaHY B
penaktopi kapt UnrealEd qyst rpu Unreal Tournament.

PoGounii mpocTip Blender € omnum 3 HaWOUIBII HOBATOPCHKUX KOHIICTIIIN
rpadigyHoro iHTepdelrcy s TpadiyHUX IHCTPYMEHTIB 1 HATXHEHHUM JU3aifHOM
rpadigHoro iHTepdeicy 3anareHToBaHuX mporpam, Takux sk Luxology's Modo.

JlormoMi>kH1 0COOJIMBOCTI:

BrytpimHsa ¢aiiinoBa cucrema, mo J03BOJIsSE OSPETTH IEKUTbKA CIICH B €UHOMY
datini (3sanomy .blend-daiin).

Bci «.blend»-daitnu cymicHl Sk 3 OUThIIIE CTapUMH, HANpHKIad 1 3 OuIbIIe
cBiKUMH Bepcisimu Blender.

Blender rorye 3amacui komii TiaHiB Ha BCiii poOOTI Mporpamu, BIacHE IO
JI03BOJISIE 30€pEerTH 1aHi MPU HECTIOIIBAHUX KUTTEBUX OOCTaBUHAX.

Bci criienn, 00'ekTr, MaTepiaian, TEKCTYpH, 3BYKH, 300pakeHHs, post-production-
edexTr MOXYyTh OyTH 30epekeni B equnauii (aitn popmaty .blend.

HanamryBanus po6odoro mpocTtopy MoOXyTh Oyt 30epexeHi B .blend-daiin,
3aB/ISIKA YOMY TIPHM 3aBaHTaKEHHI (alily KOpHUCTyBad OTPUMAE caMme Te, BIACHE IO

30epir B HBOTO.
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Excnopt B Web:

e Blend4Web - WebGL-¢ppeiiMBOpK 103BOJISIE€ €KCIIOPTYBATH MiJATOTOBJICHI B
Blender cuenu s BIATBOpEHHS B CTaHAApTHUX Opaysepax, 0e3
HEOOX1THOCT1 YCTAHOBKHU OYJIb-IKUX PO3LIUPEHD.

e Verge3D - Penzpep B peaibHOMy 4Yaci 1 IHCTpyMEHTapiil AJii CTBOPEHHS
iHTepakTuBHEX 3D BeO-iHTEepdeiiciB, mpaitoe moBepx Blender i 3ds Max.

e Armory - 3D irpoBuil IBMXKOK 3 BIIKPUTHM BHXIJHUM KOJOM 3 MOBHOIO

iHTerpariieto B Blender, moxxe ctBoproBatt WebGL nporpamu Ta irpwu.

2.1.2. Blend4Web ta inTerpanis 3 Blender.

BlenddWeb - Bigkputuit ¢peiiMmBOopK, TpU3HAYEHUH JJIS CTBOPEHHS 1
BioOpakeHHsI 1HTepaKTUBHOI TpuBUMIpHOI Tpadiku B Opaysepax. Blend4Web
BUKOPUCTOBYE BIIKpuUTUi nakeT 3D-monentoBanns Blender as miAroToBKU KOHTEHTY.
Po3po6neno ta pumnymieHo B 2014 porti pociticbkoto ipmoro « Tpiymd».

Ha mouaTtky po3po6ku Blend4Web 3amucintoBaBcst sk IHCTpYMEHT ISl CTBOPEHHS
WebGL kontenty B Blender. B nmanuii yac Blend4Web e moBHO(]YHKITIOHATEHUM
IHTETPOBAaHUM PIIIECHHSAM, KJIIOUYOBUM KOMIIOHEHTOM SKOro 3anumaerbes Blender.
Kommanis  aktuBHO cmiBmpaioeMo 3 mpoektom Blender. 3okpema, kommanis €
JlaMaHTOBHM CIIOHCOPOM MpoeKTy. KpiM Toro, po3poOHHKH OepyTh aKTHUBHY Yy4acTh Y
po3BuTKy Blender.

[linroToBKa aymio-Bi3yanbHOTO KOHTEHTY i Blend4Web 3miiicHioeThCs B
nakeTi 3D-MonemoBanHs Ta aHiMmalii Blender. KoHTeHT BiITBOPIOETHCS 3a JTOITIOMOT'OIO
WebGL, Web Audio i iHmmx cTaHgapTHUX Opay3epHUX TEXHOJIOT1H, 0€3 BUKOPUCTAHHS
OyIb-SIKHX PO3MIUPEHb.

OpeiiMBOPK MOMIUPIOETHCS HA YMOBAX MOJIBITHOTO JIIIIEH3yBaHHS, i1 BIAKPUTOIO
GPLv3 1 xomepuiitHo1 mineH3isiMu. BuxigHuil koA 3HaXOOUTHCS B PEMO3UTOPIi Ha
GitHub.

3D-cuena crBoproeThest B Blender 1 excriopTyeThest y BursiAi ¢aitnry B popmari

JSON 1 BukoHyBaHOro (aiiyy sl MOJAIBIIOTO 3aBaHTaXEHHS BeO-moaaTkoMm. CiieHa
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MOKe OyTH TaKOX €KCIOPTOBaHA y BUIIISAI €auHOro camonoctatHboro HTML-daiiny,
B AKUH YNaKOBYIOTbCS €KCIOPTOBAaHI JlaHl, MPU3HAYECHUN NIl KOPUCTyBada 1HTepdeiic
BeO-Tuieepa 1 BUKOHYBaHuM koja. Excmopr B HTML-dopmaTi po3rasgaeTses sk
HalOuIbI npocTHil cocid podotu 3 Blend4Web. [lincymkoBuii daiin 3 MiHIManbHUM
po3mipoM Oym3bko 1 Mb moxke OyTu po3MmilieHHi Ha BeO-CTOPIHII 3a JOMOMOTOI0
CTaHJApTHOTO eneMeHTa <iframe>.

Jo cknany mnporpamMHux kommnoHeHTiB Blend4Web Bxonsts 610mi0Tekn
JavaScript, nonoBHeHHss A0 Blender 1 HaOip 1HCTPYMEHTIB [IJsi HaJalITyBaHHA
napametpiB 3D-ciieH, HaIaroKeHHs Ta ONTUMI3allii.

Oco0nuBocCTi:

®dpeiiMBOPK MICTUTh Psijl KOMIIOHCHTIB, 3a3BUYall IPUCYTHIX B IrPOBUX JBUKKAX,
BKJTIOYAIOYM CHCTEMY ITO3HMIIIOHYBAHHS JDKEpEN 3BYKY, (iI3WYHHI HIBIKOK, CHCTEMY
aHiMaIii 1 map abCTpakiii 1si MporpaMyBaHHS IrPOBOT JOTIKH.

Ha koxxen o00'ekt Moxke OyTH mNpu3HAYeHO A0 & aHIMaIliil pi3HOTO THITY,
BKJIFOYAIOUM KICTKOBY 1 BepXoBY aHimalliro. [IIBuaKICTh 1 HAIPSAMOK aHIMaIlii, a TaKOX
napaMeTpu CUCTEM YacCTHHOK (Ppo3Mip, MOYaTKOBA MIBUKICTh 1 KIIBKICTh) MOXYTh OyTH
3ajadi 3a gormoMmoror API.

[linTpuMyrOThCS JAWHAMIYHE 3aBAHTAKCHHS 1 BUBAHTAXKCHHS JaHUX, KapTH
OCBITJICHHS, € MOYKJIUBICTh CUMYJISIIIT MTiIMOBEPXHEBOTO PO3CIFOBAHHS.

€ pimieHHs 71 peHJEepUHTa 30BHIMIHIX CIIEH, BKIIOYAIOUM CHUMYIISIIIO BILTUBY
BITPY, CUMYJISAIIIO BOJU, aTMOC(EpPHi ePeKTH.

3 ormsiy Ha BUKOpHCTaHHS KpocOpaysepHocTi TexHosorii WebGL, Blend4Web
MPAIfoE y BCIX OCHOBHUX CYYacHUX Opay3epax, B TOMY YHCIi Ha MOOUTbHUX MPUCTPOSX.
IIpoTe, B Opay3epax 3 eKCIIepHUMEHTAILHOI peanizaiiero ctanaapry WebGL, takux sk
Internet Explorer, moxmmBocti Blend4Web mniarpumyioTbcsi B MOBHOMY 00CS3i.
[cHylOTh AOMaTKW, 37aTHI MpaIoBaTH B omnepamiiHiii cuctemi Tizen, 30kpema, Ha
«PO3yMHUX» TOJUHHUKAX Samsung.

Cepen  HeTpuBladbHUX JJsi  Opay3epHUX  (PpeiiMBOpPKIB  0OCOOJIMBOCTEH

Ha3MBAIOThCA TakKl: ONTHUMI3allisi METOJIOM KOMOIHYBaHHS BUKIIMKIB B1ITBOPEHHS,
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ONTHUMI3allil METOJOM BIJCIKAHHS MPUXOBAHMX OO'€KTIB, BHUHECEHHS (PI3ZUUHUX
PO3paxyHKIB B OKPEMUM MOTIK BUKOHAHHS, CUMYJISIIIS TOBEIIHKA MOPCHKUX XBUIIb.

V¥ Bepcii 14.09 B Blend4Web peanizoBaHa MOXJIIMBICTh IHTEPAaKTUBHOCTI B 3D-
CIICHaX 3a JOMOMOTOI0 IHCTPYMEHTY I Bi3yaJbHOTO MpOrpaMyBaHHS. [HCTpyMEHT
Harajye peJakTop JOTiKu BOyJ0BaHOro irpoBoro aBuxkka Blender, 30kpema, B HbOMY,
ak 1 B BGE, BukopuctoByroThCsi BHOYAOBYIOThCS B iHTepdeiici Blender BizyanbHi
JIOT14H1 OJOKW. AHIMAIlIHI MOCTIOBHOCTI, CTBOPEHI XYJIOXXHUKOM, MPOTPAOTHCS Y
BIJIMOBIAb HA B3a€EMOJI1I0 KOPUCTYBAaya 3 THUMH YU IHIIUMU TPUBUMIPHUMU 00'€KTaAMH.

[Nounnaroun 3 Bepcii 15.03 Blend4Web mintpumye npuenHaHHs ABOBUMIPHUX
HTML-enementiB 10 3D-00'€KkTiB, a TakKoXX KOIIOBaHHS O0'€KTIB Mmig 4ac poOOTH
IpoTpamH.

Cepen edekTiB Ha OCHOBI MOCTOOPOOKH MIATPUMYIOTHCS CsIFOUl TOBEPXHI,
3aCBITKa SICKPaBUM CBITJIOM, IIHMOMHA PI3KOCTI KaMepH, CYTIHKOBI MPOMEH1, PO3MUTTS
IIPH pyCi 1 B3a€EMHE 3aTIHCHHS.

[TinTpuMka MpUCTPOiB BIpTyabHOI peaqbHOCTI Oyja peai3oBaHa B HAMPUKIHII
2015p. PoGora momoma Oculus Rift 3abe3nmeuyerbcs ekcnepumeHTanbHuM  API
WebVR.

[aTerparis 3 Blender:

HonoeHennsa s Blender manucano wa Python 1 Ci, 1 Mmae MoXIuBICTH OyTH
ckommuTboBaHo 11 Twiardopm Linux, OS X ta Windows.

[Tpodins HanamryBans Blend4Web aktuByeThcs B HamamtyBaHHAX afnona. [Ipu
nepeMuKkaHHi B mpodinb BiAOyBaeThcs TMepecTporoBaHHs iHTepdeiicy Blender 3

OJIHOYACHUM BHUIAJICHHSAM BCiX MiITPUMYIOTHCS HAJIAIITYBaHb.
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Blend4Web
Blender Render

Blender Game
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Pucynok 2.2. Mento nepemukanss B npod b Blend4Web.

Blend4Web mnigtpumye psn cneuudiunux s Blender ¢yskumiid, Takux sk
BY3JIOBUM pelakTop MatepiamiB (IHCTpYMEHT [JIsi Bi3yaJbHOTO MPOrpamMyBaHHS
HIeiIepoB) 1 cUCTeMa YaCTUHOK. TakoK € MoYaTKoBa MiATPUMKA peJakTopa HETiHIHHOT
animaiii (NLA) B cxmani makety Blender, mpu3HaueHOro ajis CTBOPEHHS MPOCTHX
CIICHapIiB.

[lopiBHSIHHSA 3 aHAJIOraMHU:

e Blender Game Engine

Sx 1 BOymomanuii irpoBuii aBuxok Blender (Blender Game Engine, BGE),
Blend4Web 3aBanTtaxye miarotosneni B Blender nani crien 6e3 BukopucTaHHs Oy/b-
SIKOTO TIPOMDKHOTO penaktopa. Jlogatku Ha ocHoB1 Blend4Web nmpusnaueni ayist pobotu
B Opay3epax, B TO# 4ac sik BukoHyBaHi (aiimu BGE 3amyckatotbest mo3a Opaysepis. API
Blend4Web peamizoBani Ha JavaScript, Ha BigMiHy Bim 3acHoBaHuX Ha Python API
BOynmoBanoro mBmwkka Blender. 3amicTs BizyampHOTO pemaktopa Jnoriku BGE,
HeniaTpumyBaHoro B Blend4Web, B ocrtanHpomMy mnepen0adaeTsCsi BUKOPHCTAHHS
CTaHJIAPTHUX MIIXOMIB, IPUHHITHX B BEO-pO3pOOIIi.

e Unity
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VY Unity moxuuBicTh excriopTy B WebGL € 3 Bepcii 5. Peanizaiis miaTpuMku
WebGL, npore, HOCUTh €KCIEpUMEHTaIbHUN XapakTep, 30kpeMa, B WebGL-Bepcii B
HaHOMMKYINA MEePCIEeKTUBI HE MJIAHYEThCS MIITPUMKA MOOUIBHUX MPHUCTPOIB, CUCTEMU
MTO3UIIOHYBAHHS JKEPEN 3BYKY, BIICOTEKCTYD.

e Three.js

WebGL-0i6mioTeka Three.js BuMarae HamMcaHHS MPOTPAMHOTO KOIY JUISI
BUKOHAHHS TPUBIAIBHUX 3aBAaHb, IO IIJBUIYE TIOPIT BXO/HKCHHS 1 TOJOBKYE
HaBuaHHs; B Blend4Web Benuka yacTuHa poOiIT 3 MIATOTOBKU OHJIAMH-TIPE3CHTAIlIN HE
BHMarae mporpaMmyBaHHS.

Bimomi Bumaaku BUKOPUCTAHHS

HACA po3pobusio iHTEpakTUBHY BeO-I0JaTOK 1O TPEThOI PIYHHUIIL Bix IHSA
nocaaku mapcoxona K'ropiociti. Y gomatky, cTBopeHomMy Ha ocHOBI Blend4Web,
peaizoBaHoO pyX poBepa, yIpaBJIiHHS KaMepaMu 1 MaHIMyJIsITOPOM, a TAKOXK BITBOPEHI
neski BimoMi moxaii micii. Jlomarok Oyso mpeacTaBiaeHo Ha modatky cekilii WebGL nHa

koHpepenitii SIGGRAPH 2015.

CURIOSITY

Pucynok 2.3. Experience Curiosity: poep poouts Cendi.



CURIOSI

Pucynok 2.4. Experience Curiosity: HaBYaIbHUN PEKUM.

CURIOSITY

Pucynoxk 2.5. Experience Curiosity: pe>kuM BUTBHOTO YITPaBIiHHS.

40
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2.2. 3ds Max

Autodesk 3ds Max - mnpodeciiine mporpamHe 3a0e3nedeHHs i1 3D-
MOJICNIIOBaHHS, aHIMalli 1 Bi3yani3alii Mpu CTBOPEHHI Irop 1 MpoeKkTyBaHHI. B nanwmii
gac po3poOissieTbest 1 BUOAeThes komnaHiero Autodesk. BukopucrtoByeThes y
BUpOOHULTBI (PuibMiB. OChb TUIBKM KOPOTKUWA CHUCOK (UIBMIB, CTBOPEHUX 13
3acrocyBaHHsM 3D Max: «lappi Ilorrep 1 B'a3eHbp A3skabany», «Jlapa Kpodr:
po3kpagauka TpoOHHUIBY», «JlonuHa-nmaByk», «Jlrogm X», «lcTopis irpamok».
«Tpancdopmepu 2» 1 coTHi, coTHI 1HIUX. [Ipo pexIaMHi pOJIUKH 1 KJIIMU HABITh HE e

MOBA - X COTHI THCSY.

2.2.1. MeToau MOIeJIIOBAHHA.

IcTopis maketa

[Tepma Bepcis makety Oyna BumymieHa B 1990 pomi. 3a 1eli yac po3poOkamu
nakeTy MPOMHUIIUISUIA aBTOHOMHA MaiictepHs Yost Group, po3pobiieHa po3pOOHUKOM
nporpamuoro 3abesneuenns ['api Moct. Autodesk Ha mepmmx mopax mPOMUILISB JIAIIE
TUTHKY BUJIAHHSM T1aKeTa.

[epuri wotupu manu Ha3By 3D Studio DOS (1990-1994 pokn). [Totim naket OyB
nepeiimenoBannii B 3D Studio MAX (1996-1999 poku). ¥V 2000-2004 pokax makeT
BUITyCKaBcs i Mapkoto Discreet 3dsmax, a 3 2005 poky - Autodesk 3ds Max.

MoaenroBaHHs.

3ds Max Mae TiraHTCbKUMH CIIOCOOAMU JIJIsi CTBOPSHHS BCLISKHX 3a (opMoOIO 1
TPYJHOIII TPUBUMIPHUX KOMI'FOTEPHUX MOJIEJICH, CpaBkHiX ab0 X 4yJA0BHX 00'€KTIB
HABKOJIUIITHROTO CBITY 3 BIPOBA/KEHHSM PIZHOMAHITHUX TEXHIK 1 MPHUCTPOIB, IO
BKITFOYAIOTh:

e [lomironansue wmopemtoBanHs, Editable mesh 1 Editable poly - 1e
HaWBITOMIIMIHMK CIOCI0 MOJCITIOBAHHS, 3aCTOCOBYETHCS JJISI CTBOPCHHS
BOKKHX MOJICJICH 1 HU3KOMOJITOHAIBHUX MOJEeH I irop. Sk mpaBuio,

MOJICJIIOBAHHS BaXKKUX 00'€KTIB 3 HacTynHuM nepeTBopeHHsiM B Editable
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poly Hactae 3 3BeJieHHS MapaMeTpUUHOro 00'ekta «Box», 1 B HaAcCHiAOK
OT0 METOJ MOJICNIIOBaHHS MPUIHATO iIMeHyBaTH «Box modeling».

e MogemoBanHss Ha ©0a3l HEOAHOPIAHUX ONTHUMaIbHUX B-craiiHis
(NURBYS).

e MonentoBanna Ha 6a3i  «Citok mMarkiBy abo X IwiomuH besbe -
HIAXOUTh NI MOJICTIOBAaHHS TUT O0OepTaHHS.

e MogemoBanHs Ha 0a3l BOPOBAaKEHHSM IHTErpoBaHUX 010710TEK
HOpMaJIbHUX MapaMeTPUYHUX 00'€KTIB (MPUMITUBIB) 1 MOAU(IKATOPIB.

e MogemoBanHs Ha 0a3l crutaitHiB (Spline) 3 HaCTYMHUM BUKOPHCTaHHSIM
moaudikaTtopa Surface - mpoctuit anamor NURBS, cnpustiuBuii, BTiMm,
JUIsL CTBOpPEHHS OO0'€KTIB 31 CKJIQJHUMH MEpeTIKaloTh (GopMaMu, SKi
HETPOCTO 3pOOUTH CIIOCO0aMH TIOTITOHAIIBHOTO MO/JICITFOBAaHHS.

e MogemoBanHsi Ha 0a3l CIUIafHIB 3 HACTYMHUM BHUKOPHCTAHHIM
moaudikatopiB Extrude, Lathe, Bevel Profile abo x cTBOpeHHs Ha 6a3i
crutaiiHiB 0o0'ekTiB Loft. JlaHuit MeTon MIMPOKO BUKOPUCTOBYETHCS IS
Oy/1iBEILHOTO MOJICTFOBaHHS.

Cnocobu MOJIeTIOBaHHS MOXKYTh MTOETHYBATHUCS OJIUH 3 OJTHHUM.

MopentoBaHHs Ha 0a31 HOpMAJIBHUX 00'€KTIB, K MIPABUIIO, BBAXKAETHCS TOJIOBHIM
crrocoO0M MOJICITFOBAHHS 1 MPAIOE€ BUXITHOI TOUKOIO JIJISI CTBOPEHHS 00'€KTIB BaXKKOIO
CTPYKTYpH, BJIacCHE IO IOB'S3aHO 3 BIIPOBAKCHHIM IMPUMITHBIB B TIOE€IHAHHI OJUH 3
OJIHMM SIK TIPUMITUBHHX YACTHUHOK CKJIAJOBUX 00'€KTiB.

3Buuaiianii 00'ekt «Yaitauk» (Teapot) 3axomuth B JaHUN KOMIUIEKT B Millb
ICTOpUYHUX TIACTaB: BIH 3aCTOCOBY€ETHCS IS JOCIIIHKEHh MaTepialiB 1 OCBITJIICHHS B
CIleHi, 1, Oepy4yd JIO0 yBarm TaKOTro, JaBHHUM-JIABHO CTaB CHEHU(PIIHOIO eMOJIEMOIO

TPUBUMIPHOI rpadik.

Particle Systems
Particle Systems - 1ie cykymHicTh MaJTOpO3MIpHHUX 00'€KTIB, KEPOBAHUX II1JIICHOTO
psaay xapakrepucTHk. [IpuKiTagaMu cuTyallii, B SIKHX TPAIUISIFOTHCS CUCTEMH YaCTHHOK,

MOXYTh CIYKUTH CLICHH, Jie¢ Tpeda CTBOPUTH 3JIMBY, CHIrOMAMd, JUM, MOJIyM's, 30psiHE
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He00, ToToKy QoHTaHy, ickpu. [lounHarouu 3 8 Bepcii € 7 MPOBITHUX JIXKEPET YaCTUHOK,
MOKa3yIOTh PI3HY MOBEIHKY.

e PF Source ([Jxepeno Particle Flow) - moTik 4acTMHOK, 3JaTHUX pearyBaTu
Ha 3amporpamoBaHi y BOynoBaniii cuctemi Particle Flow momii. Taxuii
NOTIK YaCTUHOK MOX€ IMITYBAaTH 110 3aBrOJIHO - Bl Opu30K (hOHTaHY /10
JMMOBOTO TIIeH(y PEaKTUBHOTO JIBUTYHA PAKETH.

e Spray (bpu3sku) - cTBOpIOE CIpoleHU BapiaHT eeKTy OpU30K, Ha 3pa3oK
Kpamneib JOHly, 1 Ma€ KUIbKa MapameTpiB g HajJalmTyBaHHS (OpMHU
YJaCTHHOK, 1X PO3MIpy Ta XapakTepy MaJ iHHS.

e Super Spray (Cymep Opu3ku) - ICTOTHO BJIOCKOHAJIGHa B TOPIBHSAHHI 31
CTaHJIAPTHOIO CHCTeMa OpHW30K, IO Mae Oe3md mnapaMeTpiB IS
BU3HAYCHHS XapaKTepy HapOLKCHHS, Pyxy i hopMu 4acTHHOK. YacTHHKaM
MOKHA HajlaBaTH (OpMy Pi3HUX 00'€KTIB 200 JT03BOJIATH 3'€THYBATHCS MIXK
co0010 Ha 3pa30K BOJSIHUX Kpareib.

e Snow (CHIr) - cTBOpIOE NMpOCTUH e(eKT maaaroyoro CHiry i Mae 6araro
napaMmeTpiB JJisi HaJalTyBaHHS (GOPMHM YacTHHOK, iX poO3Mipy Ta
XapakTepy MaaiHHS.

e Blizzard (3ametinp) - ICTOTHO BIOCKOHAJIEHA BEPCisi YACTHHOK Snow
(Cwuir). YacTuHKaM MOJKHA HajiaBaTu (OpMY pi3HHUX 00'€KTIB;

o PArray ab6o Particle Array (MacuB 4YacTMHOK) - WIAXOAUTH IS
MOJICTTIOBaHHS YAaCTUHOK OYJb-IKOTO THUITY, a TAKOX JIJIsi BJOCKOHAJIIEHUX
edekTiB iMiTamii BuOyxy. YacTmHKaM MoOkHa HamaBaTH (OpPMY Pi3HUX
00'€KTIB.

e PCloud a6o Particle Cloud (Xmapa 4acTHHOK) - CTBOPIOE CTATHYHE XMapa
YAaCTHHOK 1 MOXXE 3aCTOCOBYBATHCS JJIA IMITaIii TPUBUMIPHUX 30PSHUX
MoJIiB, Kocska pud abo 3rpai nraxiB. YacTuHKaM MOXHa HajmaBatu (Gopmy
p13HUX O0'€KTIB.

Reactor

3ds Max BkJItO4aB MpUCTpid po3paxyHKy (i3uku Reactor, cTrBopeHuil ¢dipmMoro

Havok. Reactor m0o3Bojsie MOJENIOBaTH TOBEAIHKY TBEPAMX TUI, MIAMATIUBUX TIJ,
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TKAaHWHM 3 ypaxyBaHHSAM CWJIM TSDKIHHS Ta 1HIIMX BIUiMBIB. [lounmHaroum 3 Bepceii 2012

Reactor Bukitouenuii 3 nakery. Ha 3aminy iiomy npuiioB moayins MassFX.

2.2.2. Bizyanaizauist Ta Moayi

Bizyanizaris

Bizyanizariss € 3akiro4HUM eTanoM poOOTH Haj cieHolo. B mepeBaxkHil
OUTBIIOCT1 BUMAJKIB poOOTa 31 CHEHOIO CTBOPIOETHCA B CIIPOLLEHOMY BHUIJISIIL: PO3MIp
TEKCTYp MaJeHbKHUH, TiHI 1 JDKepesa CBITJIa, Pi3HI BJACTUBOCTI MaTepialliB BIIKIIOYECHI,
CKJIaJTHa TE€OMETPIis 1 pi3Hi €eKTH He BimoOpaxkaroThcs. TUTbKH IMICHs Bi3yatizailii crae
BUJHO BC1 BJIACTUBOCTI MaTepialiiB 00'€KTIB 1 MPOSBIAIOTHCS €(PEKTH 30BHIINIHHOTO
CepelloBHIIa, 3aCTOCOBaHI B CKJIaii crieHW. JIJis BUBEJACHHS KiHIICBOTO 300paKEHHS Ha
€KpaH BUOMpaAIOTh HEOOXIIHMI MoAyns Bi3yamizamii (MB), saxuii 3a momomororo
MaTEMaTUYHUX AJITOPUTMIB 3pOOUTH OOUMCIIEHHS 30BHINITHBOTO BUTJISALY CIIEHH 3 yciMma
HeoOXimHuMu edextaMu. [Ipu mpomy, yac po3paxyHKy MOKE BapirOBAaTHUCS BiJl YaCTKH
CEeKYHJIU JI0 JEKUIBKOX MICAIIIB, B 3aJIEKHOCTI BiJ] CKJIaJIHOCTI 3aBnaHHs. binpmicts MB
€ OKpPeMHUMH IMporpaMaMiu, IO BOYIOBYIOThCS sK JomoBHeHHS B 3ds Max. s
JOCSTHEHHS HaWKpaIIoro pe3ysbTaTy HEOOXiTHO, MO0 OJMHUII BUMIPY CIIEHH Oyiu
BHCTaBJICHI TPAaBUJILHO. SIKIIO MOEIh Ma€ PO3MIpH, BIATIOBIAHI pEAJBHOCTI, TO 1
OCBITJICHHS Oyzie HAHOLIBII PeTICTHIHIM.

Cncox MOAyJIiB Bizyasrizalii:

e Scanline

Busyanizatop 3a 3amoBuyBaHHsAM B 3ds Max. Buximaum Metogom Bizyasizallii B
3DS Max € ckaHylounid TOPSAKOBUN anroputM. Jlesiki po3mupeHi MOKIUBOCTI Oynn
nonani B Scanline yepe3 poku, Taki sk po3paxyHok Global Illumination, Ray Tracing i
Radiosity, mpoTe 6inbmicTh pyHKIIIH TEpEeHIIo 10 HHOTO B/l IHITUX BU3YaTi3aTOPIB.

e Art Render

BOynoBane B 3ds max 3aci0 penmepunra Autodesk Raytracer (ART) - ue

IBUJAKAM pEHIEepep, 3aCHOBAHUW Ha MPOIECOpPl, IO 1A€adbHO MIAXOAUTH IS

peHJiepuHra 1 aHiManii apxiTeKTYpHOTO, TOBApHOTO Ta MPOMHUCIOBOro au3aitHy. ART
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J03BOJISIE BUKOHYBaTHM BEIUKI CKJIagHI CLUEHUM 1 BHUKOPHCTOBYBATH HEOOMEKEHUH
PEHAEPUHT Ha JAEKUIbKOX KOMIT'IOTEpax 3a fonomororo Backburner.
e Arnold Renderer
[Iporpamue 3abe3nedyeHHs nounHarouu 3 Bepcii 3ds Max 2018 mnpencraBisie
MexaHi3M pengepuHra Arnold 5.0 s#k oxMH 3 MeEXaHI3MIB pEHAEpUHra 3a
3aMOBUYYBaHHAM, 3aMiHIOIOYHM JBHKOK mental ray. CtBopenuii kommnaniero Solid Angle.
Mae cBoi MaTepiaiu 1 OCBITJICHHS.
e Mental ray
Mental ray € npugaTHOO nJs BHPOOHWUYOTO 3aCTOCYBAaHHS BHCOKOSKICHOI
CHCTEMOI Bi3yanizaiii, po3poOieHoi kommaniero Mental Images. Mental ray
BOynoBaHuil B octanHi Bepcii 3DS Max, 11e moTyKHUM IHCTPYMEHT Bi3yaunizallii, 10
HIATPUMY€E CErMEHTHY Bizyasizalliio (moaioHO MexaHI3My CYMNpOBOJIKYE Bi3yaizaiiii,
peanizoBaHoMy B Maya), a TaKO)K TEXHOJIOT10 PO3MOLIEHOT Bi3yasi3allii, o T03BOJISIE
palioHAJIbHO  PO3AUIATH  OOYMCIIIOBAJIbHE  HABaHTAXKEHHS  MDK  JIeKUIbKOMa
rKomi'torepamu. Brirouaetsest B 3ds Max Bepcis Mental ray nocrasiserscst 3 Habopom
THCTPYMEHTapIt0, 110 J03BOJISE BIIIHOCHO ITPOCTO CTBOPIOBATH 03114 PI3HUX €(EeKTiB.
e V-Ray
BucokosikicHuii  ¢oTOpeanicTHYHUA BHU3yasi3aTop, CHPOSKTOBAHWNM B SKOCTI
miarina st 3ds Max. Jlyke dYacTo BHUKOPHUCTOBYEThCS TpodecioHasaMu, YacTo
3aMmiHIooun ctannapTHuil Scanline 1 Mental ray. CymicHuit 3 OUIbII CTapUMU BEPCIsIMU
3ds Max. Mae BiacHi maTepiaiu, Kamepu, JKepelia OCBITIICHHs Ta aTMoc(epHi eeKTH.
Takox B HbOTO BOYJJOBaHa «CUCTeMa JIeHHOTO cBiTiIa»: V-Ray Physical Camera, V-Ray
Sky 1 V-Ray Sun (¢di3uuna kamepa, HEOO 1 COHIIE), BUKOPUCTAHHS SKHX B CYKYITHOCTI
JI03BOJISIE OTPUMATH XOPOIIIi pe3yabTaTH HABITh MPU CTAHIAPTHUX HAJAIITYBAHHSX.
e RenderMan
CroponHiii 3aci6 minkirodeHHs 10 KoHBeepa RenderMan, Tako KOPUCHO B THUX
BUMAJIKaX, KOJau noTpioHo iHTerpamisi 3DS Max 3 cucremoro Bizyanizaiii Renderman.
Konexrt 3 3DS Max BinOyBaeThcs 3a qonomororo DoberMan.

e FinalRender
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3oBHIMHIA Bizyamizatop kommanii Cebas. € HailOUTbII NOBHUM (HOTOH-
3aCHOBaHHMM Bi3yasi3aTOPOM, MOCTYMAKYNCh CBOIMU MOXJTMBOCTAMU Jume Mental ray.
[lepeBara momsirae B UIUIbHIN 1HTerpauii 3 1HmMMHU pimeHHamu  Cebas, 110
3a0€3MeuyoTh IIMPOKUN CHEKTp PI3BHOMAHITHUX aTMOC(HEpHUX, JIIH30BUX €(EKTIB Ta
1H., Yoro Hemae y IHIIUX BU3YaIU3aTOPOB.
e BrazilR/S
BucokosikicHa, ¢oTtopeanicTUuHa CUCTEMa Bizyallizallii 300paxeHHs, po3podieHa
komnaniero SplutterFish Llc. ¥V mpomy Bizyamizatopi HNpUCYTHI KUlbKa ajirOpUTMIB
npopaxyHky riobanbHoro ociTieHHs Global Illumination: QMC 1 Photon Mapping.
Brazil nobpe 3apekoMmeHyBaB cebe cepell apXiTeKTOpIiB, AU3AaWHEPIB 1 XYJ0KHHUKIB
KOMIT'IOTepHO1 rpadiku, 3aBASKH MPOCTOTI HAJAMITYBaHb, CTAOUILHOCTI 1 SKICHOTO
pe3yibpTaTy Bizyasi3alii.
e Fryrender
doTopeaniCTUUYHNUM, 3aCHOBaHUW Ha  3akoHaX  (I3UKH, CHEKTPaJIbHUI
Busyanuzatop. Cteopeno komnaniero RandomControl. Hagae MoxxnuBicTh oTpuMyBaTu
300paKeHHs HAMBHUIIO1 AKOCTI 1 IOCATATH MPUPOJTHOTO pealizmy.
¢ Indigo Renderer
®i3uyHo KOpekTHUM penaep. OcHOBHa OCOOJMBICTH MOro B TOMY, IO BCl
PO3paxyHKH CBITJIA, €HEPTii, 1 T. 1. BinOyBaroThcs B3a€MO3aJIeKHO, IO 1 BIIPI3HSAE HOTO
BiJI IHIITUX PEHAEPIB, € BCE PO3ALILHO 1 BU3HAYAETHCS CAMUM KOPHUCTYBAaUEM.
e Maxwell Render
€ mepioio CUCTEeMOIO Bi3yauizallii, B sKii mpuifHsaTa «pi3M4Ha mapaaurmay». B
OCHOBY BCI€l CHCTEMH TOKJIAJICHI MaTeMaTW4HI PIBHSIHHS, [0 OMHCYIOTh MOBEHIHKY
cBiTina. BBomsum B 00ir peanbHi ¢iznuni 3akonn, Maxwell Render no3Bomnsie yHukHyTH
TPHUBAJIOTO 1 TOHKOTO MPOIECY HACTPOMKHM MapaMeTpiB Bizyauizallii, SKHil Mae MICIe B
pasi OLIBIIIOCTI BU3Yali3aTOPOB, SIKi MPAITIOIOTH 32 THIIMMH aJITOPUTMAMHU.
e LuxRender
Cuctema Ha (Hi3UYHOMY PIBHI KOPEKTHOI Bi3yamizalli TPUBUMIPHHUX CIIEH,

MICTUTh IIHUPUNA BiAmpaBHOK kox. J{ns 3actocyBanHsi cucremu LuxRender, moTpiObHo
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BHUBO3UTH CLIEHHM 1 MOJEJI 3 PENAaKTOpIB rpadiku 3 MIATPUMKOI OCOOJIMBUX IUIATIHIB
a00 X CKpPUNTIB.
o Kerkythea
Cucrema Bi3yasi3alii, 1110 J03BOJII€ CTBOPIOBATU (HOTOPEATICTUUHI 300paKEeHHS.
BukopucroBye ¢izuuno TouHi marepianu 1 ocBiTiieHHd. Kerkythea 2008 Echo mae cBiii
BJIACHUM peJIaKTOp CLIEHH 1 MaTepiaiiB, BOJOAIE MPOCTUM 1 3pDYUHUM 1HTEphErcoM.
e Verge3D
3D pennepep peaqbHOrO 4Hacy 1 CymyTHIM IHCTpyMEHTapid, MpU3HAYECHUH s
CTBOPEHHS 1 B1I0Opa)KEeHHsI IHTEPAaKTUBHOT TPUBUMIPHOI rpadiku B Opay3epax.
Monymi
3ds Max Bomoji€e JOCUTh BEIUKOK 0a30l0 CTaHJAPTHUX 3aco0iB, IO
MOJICTITYIOTh MOJICTIOBAaHHS BCUIsAKUX crnenedekrtiB. Kpim ctangapTHoi 0a3u icHye Maca
JIOIATKOBUX KOIITIB (TJIAriHIB) JO3BOJISIOTH HE TUIBKM CTBOPIOBATH 3HAYHO OLIBII
peamicTiyHi e€(eKTH BOTHIO, BOAHW, UMY, aje€ MICTATh JOJATKOBI IHCTPYMEHTH
MOJICITIOBaHHSI. MoJysli € 30BHINIHIMH BOYJIOBYBaHUMHU MOIYJISIMH, SIKI MPOAAIOTHCS
okpemo Bix nmaketa 3ds Max a6o >k HOMUPIOIOTHECS O0e3KOITOBHO uepe3 [HTepHeT. JlaHi
IIpOrpaMy CTBOPIOIOTHCS K BEIMKMMH KOMITAHISIMHU, IO CIICIIATI3YIOThCS 3 PO3POOKH
IpPOrpaMHOIO  3a0€3MeYeHHs, TaK 1 TPOCTUMU PO3POOHMKAMH-CHTY31aCTaMH.
JomatkoBux moayiiB miasa 3ds Max HacTUIbKK OaraTo, M0 KUIBKICTh 1HCTPYMEHTIB
IIPOIIOHOBAHUX HUMH y 0araTo pasiB NepeBepIrye KOMIUICKT CTaHAApPTHUX 3ac00iB 3ds
Max. Monyni cnponiyioTh BUKOHaHHS 0araThOX 3aBIaHb - HAMPHUKIAA, JO3BOJSIOTH
BUTpayaTH MEHIE 4Yacy Ha TMNPOpPaxyHOK Bidyamizamii (3a paxyHOK OLIbII
BJIOCKOHAJICHUX MIAKITIOYAIOTHECS BU3YyadU3aTOPOB) a00 MPHUCKOPIOIOTH MOJIETIOBAHHS
00'eKTiB, 3aBIIAKU PI3HOMaHITHUM MojaudikaTopam i Ounbine QyHKIid. Taki 10AaTKOBI
moxayii sik Particle Flow, Cloth FX, Reactor, - cranu HacTUIbKH MOMyJISpHI, MO Oyio
BUPIIICHO IHTETpYyBaTH iX B mporpamy 3ds Max i Termep BOHU € YaCTUHOIO MPOTPAMHU.
Hwxde npeacTaBieHnid CIUCOK AesSKUX TuiaridiB A1 3ds Max:
e FumeFX - poTopeanictuuni eeKTH BOrHIO, MOB MOJIYyM'sl, TUMY.
e Phoenix FD - ananor FumeFX Bixm Chaos Group juisi CTBOPEHHSI BOTHIO 1

MY .
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e DreamScape - peanictuuni nanamad Ty, ropu, He0o, atMocdepH1 edeKTH 1
T. /1.

e AfterBurn - poropeanictuuni epektn XmMap, 1umy, BuOyxy i 1. /.

e GrowFX - pocnuHu Oynb-SIKOro BUIY: BIJl HajJbM 1 JIlaH 10 COCEH, BiJ
KBITIB JO BEJIUKUX IIUPOKOJMUCTIHUX JepeB 1 T. A. KoxkHa pocnuHa

CTBOPEHE 3a JIONOMOTI0I0 I[bOT'0 IJIariHa MOKHA BUIBHO aHIMYBATH.

2.2.3. Verge3dD

Verge3D - 11e peHJIepUHT Y pealbHOMY 4aci Ta IHCTPYMEHTAapi, SIKUIl 103BOJISIE
CTBOPIOBATH OaraTuil 1HTEPAKTUBHUHN JOCB1I poOOTH Ha BeO-calTax. 3aBIsKA 0a30BIiM
texHosiorii WebGL TpuBumMmipHUIl BMICT MOXHA TMEperiasgaTd 3a JOIMOMOTOI0
3BMYaiHOTO BeO-Opay3epa, B TOMY 4YHCII Ha MOOUIBHUX MPHUCTPOSX, 1 HE MOTpeldye
OJTHOTO.

HaiixapakTepHimiow BIacTUBICTIO poOodoro mporecy Verge3D e T1e, mo
rpadidyHU BMICT € aBTOPOM BCEPEIAMHI MOJEIIOIYOr0 CEepeOBUINA, 3 SIKOTO BiH
NIEPETBOPIOETHCS HA TOTOBUM 70 [HTEpHETY NOJATOK IS pO3ropTaHHs B IHTEpHETI un

odaiiy.



49

00 00

Pucynok 2.6. Iatepedeiic poboyoro cepegoBuiia.

Oxkpim Autodesk 3ds Max, Verge3D mnporoHye Tako)X IHTErpamiiHuid MOIYIThb
s Blender, Bimomoro Habopy 3 3D-mMoaenoBaHHs Ta aHIMAITi1 3 BIAKPUTHUM KOJIOM.

OcHoBHI pucH

Kopuctysaui 3ds Max MoyTh HaCOJO/)KYBAaTUCS BUKOPUCTAHHSIM CTaHAAPTHHUX
a6o PBR marepianiB Oyab-K0i CKIQIHOCTI, TEKCTYPH HABKOJMIITHLOTO CEPEIOBHUIIA,
OCBITJICHHS, Kamep, TPy, aHIMarlii Tomo. BMicT MO)KHa TEperyITHYTH MPSAMO y BiKHI
Meperysiy, CTBOPEHIN y peKUMI BUCOKOI SKOCTi, a00 y BeO-Teperiisaadi 3a I0moMOTrot0
Sneak @yHKIIIS MOMEPETHBOTO MEPETIISIAY Ta eKcnopTyeThes s Verge3D y dbopmati
gITF 2.0.

[HTepakTHBHICT, MO’KHA JIETKO nOofaTH 3a mpomomororo [la3miB, cepemoBuin
Bi3yaJIbHOTO  CIICHApit0, TMOAIOHUX JIO ToApANuH. Bu MoxkeTe moOymyBaTu
MOBHOMACIITA0OHY TPUBUMIpPHY BeO-Tiporpamy, Oyab TO KOH(DIrypaTop MpOIYKTY,
mporpaMa eJIGKTPOHHOTO HaBYaHHS a00 MPOTPaMHUN KOMIIOHEHT KOPIOPATHBHOTO
MPOrPaMHOTO 3a0e3MeueHHs - Bce 0€3 HAlMCAaHHS €IMHOTO PsAKa KoMy. 3 1HIIOTO 00Ky,
BeO-pO3pOOHUKHA MOXYTh BUKOpHUCTOBYBaTU BenmuesHuit APl na ocnoBi Three.js mis

iHTerpatii nporpam Verge3D y Oyab-siKy iICHYIO4Y a00 3allaHOBaHy 1HQPACTPYKTYpPY.
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3aBepieHi TPUBUMIPHI BEO-T0AATKH MOKYTh OyTH SIK BIIACHOPYY PO3MIIIEHI, TaK

1 po3ropuyTi B Mepexi Verge3D, xmapuomy cxoBuili Ta CDN, 1o nmpaiftoe Ha cepepax

Amazon.
BucHoBkHM 10 po3ainy

VY po3aini po3rasHYTO MporpamMu JJIsl CTBOPEHHS rpadiuHux moaeneid. OnucaHo
po6oty mporpamu Blender ta 3dsMax Ta naBeneHo 6a3oBi ¢yHKII, iHTepdeiic i
0COOJIMBOCT1 BUKOPUCTAaHHA. TakoX MpoaHaIi30BaHO METOAM 1HTerpallii 3 rpadiyHUMHU
0i6morekamu. HaBeneHO MOpIBHSHHSA 3 aHAjJoramu, SIKl IMPEJCTaBICHI KOMITaHISIMH

PO3pPOOHUKAMH CAMHX MPOTPaM JJisi CTBOPEHHS rpadiuHUX MoOJIeTeH.



51

3. OCOBJHMBOCTI 3ACTOCYBAHHsA WEBGL. HIOPIBHAHHSA
I'PA®IYHUX BIBJIOTEK.
3.1. WebGL

WebGL cnouatky Oyna 3acHoBana Ha OpenGL ES 2.0 (Embedded Systems),
Bepcli cnenudikanii OpenGL ana Takux npuctpoiB sk 1Phone Big Apple 1 iPad. Ane
cnenudikallisi po3BUBajacs, CTajla HE3aJIeKHOIO, 1i OCHOBHAa MeTa Iie 3a0e3neueHHs
NEPEHOCUMOCTI MIDXK PI3HUMHU OINEpaliiHUMHU CHUCTEMaMU 1 MPUCTpOsMU. Ines BeO-
iHTepdeiicy, peHIEpUHT B peaIbHOMY Yacl BIAKPUIM HOBUM BCECBIT MOKIIMBOCTEN NJIs
Be0-3D cepenoBuIll, TAKUX SIK BiJICOIrpH, HAYKOBA Ta MEIMYHA Bizyasi3allis. KpiMm Toro,
yepe3 MIUpPOoKe MOIUpPEeHHs BeO-Opay3epis, 11 Ta iHII BUuau 3D-noaaTkiB MOXKYTh OyTH
3aIymieHi Ha MOOUTbHUX MPUCTPOSIX, TAKUX SIK cMapT(OHU 1 TUTAHILIETH.

CucTemMHi1 BUMOTH:

WebGL € Be6-ocHoBot0 API 3D-rpadiku. Sk Taka BoHa He BUMarae yCTaHOBKH.
BianoBigHicTs Opay3epis:

o Firefox 4.0 +

e Google Chrome 11 +
e Safari (OSX 10.6 +)
e Operal2+

WebGL € 3D rpadiynoro 61071i0TEKO0, fKa JO03BOJIIE CYYaCHUM IHTEPHET-
Opay3epam mamtoBatu 3D-clieHH CTaHIApPTHUM 1 €pEeKTUBHUM criocoOoM. Penpepunr -
e Bi3yali3allisi TpOLeCcy CTBOPEHHsS 300pa)K€HHS 3 MOJedi 3a JOIMOMOTOI0
KOMIT'IOTepHOI nporpaMu. OCKUTBKY IIe# MPOIeC BUKOHYETHCS Ha KOMITHOTEPI, ICHYIOTh
pi3HI c1OCOOM OTPUMAaHHS TaKUX 300paKEHb.

[lepmia BiAMIHHICT, BHKOPHUCTAHHS OYIb-IKHUX CHEIIAIbHUX rpadidyHO-
anapaTHUX 3aco01B uu Hi. [Iporpamuuii peHyep, BUKOPUCTOBYEThCS B THX BHUMAJKaXx,
KOJM BCl pO3paxyHKH, HEOOXIAHI Jisi BiATBOpeHHS 3D-ClleH BHUKOHYIOThCS 3
BUKOPHCTAHHSM OCHOBHOT'O TpoIlecopa KOMIT'IOTEpa; 3 1HIIOTO OOKYy, BUKOPHUCTaHHS
amapaTHOTO PEHJICPUHTA, € aKTyaIbHUM B THX BHUIIAJKaX, KOJIU € rpadidHUi TpOIecop

(GPU) nna oOuucnenns 3D-rpadiku B peaibHOMY Haci. 3 TEXHIYHOI TOYKH 30pY,
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anapaTHUN peHJIepHUHT € Ha0araTo OUTblI e(PEKTUBHUM B MOPIBHSAHHI 3 POrPAMHUM, 0O
€ Creuianai3oBaHl anapaTHi CKJIaJ0Bi, siki oOpoOJstoTh onepauii. Ane, 3 IHIIOro OOKY,
NPOrpaMHUIl PEHJEPUHT 3a3BUYail OUIbII MOWIMPEHUH uepe3 Opak amapaTHUX
3aJIEKHOCTEN.

Jpyra BiIMIHHICTb, 1I€ TNPOLEC PEHIAEpPHUHIa JOKalbHO abo BigmaneHo. Komu
300paxeHHs, sika Mae OyTH BiloOpakeHa CKJIaJIHe, TO PEHIAEPHUHT, IIBUIIIE 3a Bce, Oyie
BinOyBatucs BignaieHo. lle Bunanok 3D-aniMaiiitnux ¢uibMiB, KOJW BUAUICHI CEpBEpU
3 BEJIMKOIO KUIBKICTIO alapaTHUX PECYPCiB J03BOJISIOTh PEHIEPUTh CKIAAH1 CLIEHU - 1€
cepBepHUil peHaepuHr. [IpOTHIIEKHICTIO LBOMY € PEHAECPUHT, IO BHUKOHYETHCS
JIOKAJBHO - 1€ KJIIEHTCHKUN PEHICPUHT.

WebGL mae ki1ieHTO-Opi€eHTOBAHMM MiJIXIJT; €IEMEHTH, K1 CKIIaJIal0Th YacTHHU
3D-cuenu, 3a3Buyail 3aBaHTaXyIOTbcs 3 cepBepa. OmHak, BcA mojaibiia oOpoOka,
HEoOX1HA JJIi OTPUMAaHHS 300paKeHHS BUKOHYETHCS JIOKAIbHO, 3a JOMOMOTOIO

rpadigyHOTOo 00J1aTHAHHS KIIEHTA.

3.1.1. Crpykrypa WebGL nonatky

Sk 1 B Oyap-sxkiit 6i6miorenti 3D-rpadiku, B WebGL HeoOXigHa mpHUCYTHICTH
NEBHUX KOMIIOHEHTIB i CTBOpeHHS 3D-ciieH.
Enementn:
e Crmena - ne 3D mpocTip, B SIKOMY PO3TaIlIOBYIOTHCS MOTPiOHI 00'€KTH:
eJleMeHTH (MEIn) 1 JKepela CBITia, SIKi BUCBITIIOIOTh €JIEMEHTH 3 Oyab-
SIKO1 CTOPOHHU.
e Kamepa - Touka, BimoOpakeHHS ITPOCTOPY CIICHHU.
e Jlxepeno CBITIIAa - €IEMEHT, SKUU CTBOPIOE OCBiTIeHHS. BiH Moxe OyTn
PO3CISTHUM, TOYKOBHUM, CIIPSIMOBAHUM
e Mer - 11€ €IeMEHT CIICHH, SIKHI CKJIaIaeThCs 3 TeoMeTpii 1 matepiany. 3D
00'€eKT.
e T'eometpis - e HaOIp BEpUIUH, SIKI IPU TeHepalii 3'€JHYI0TbCS MK COO00

rpapYHUMH NPUMITUBAMMU.
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e Marepiai - e cnocid BiAoOpakeHHs 1 30BHILIHINA BUTJIsA] eneMmenTa. Lle Te,
SK BIH ceOe BeJie B paMKax MpeACTaBJICHHS Ha clieHl. TiH1 1 BimoOpaxeHHs
- HAMIPOCTII MPUKIAAN JJI I€MOHCTpAIIii.

e Tekctypa - 1e 300pakeHHs, SIK€ MOXXE BUKOPHUCTOBYBATHCS B paMKax

MaTepiaiy, 100 3aJaTH 30BHIIIHIN BUTIIAL 00'€KTa.

[Tpunun po6otu WebGL:

1. Ilporec moYmHAETHCA 31 CTBOPEHHS MacuBY BepiiuH. lleii MacuB MiCTHUTh
aTpuOyTH BeplIMH: po3TairyBaHHs B 3D mpocropi, 1HGOpMAIiI0 PO TEKCTYPY, KOIIp
ab6o Hopmasiel (ocBiTieHHs). Jlana iHdopmaris cTBoproeThesi B JavaScript 3 (aitnax
ommucy 3D mopgeneit (.obj daitnin) abo 3 0i0II0TEKH, KA OMUCYE MAaCUB BEPIIHMH
reOMEeTPUYHUX DIryp.

2. Tlotim BepmmHu BianpasisitoThest HA GPU. Pa3om 3 1M moTpibHO Tak camo
nepenatd MacHuB 1HAEKCIB BEpIIMH JUI KOHTPOJIIO TIEPETBOPEHHS BEPIIMH B
TPUKYTHUKHU

3. GPU uutae xoxny BepinHy 3 Oydepa BepIuH 1 nmporanse ii yepe3 BepIINHHI
meiaepu. BepmmHHI melaepn o0YUCTIOITh TOJIOKEHHSI BEPIIMHM Ha €KpaHi, KOJIip,
TEKCTYPH1 KOOPAUHATH.

4. GPU 3'ennye mo 3 BepIIMHN B TPUKYTHUKU BUKOPUCTOBYIOYH MACHB 1HJEKCIB.

5. Tlorim BimOyBaeThCcsl pactepusallis, TPUBEASCHHS 300pakeHHS 10 (GopmaTy
MiKCEeNbHUX (hparMeHTIB.

6. CdopmoBani TiKceal MPOXOIATh dYepe3 MikcelbHi menaepu. IlikcenbHMiA
menaep po3paxoBye KOJIp 1 IIIMOMHY KOXKHOIO Mikcens. Tam e Ha IbOMY eTalli
BiIOYBAEThCS HAKJIAJIAHHA TEKCTYpH 1 PO3paxyHOK OCBiTIeHHs. Po3paxoBaHi mikcemi
MOMIIIAIOTECS B Oydep PppeiimiB (Kaapis).

7. Bydep kaapiB - ocTaHHS cTajis BiaTBopeHHS. Pe3ynpTaTom ioro pobdotu € 2D

300paKeHHs Ha eKpaHl 3 epeKTaMu TJIUOUHH.



54

3.1.2. WebGL API

WebGL-koHTeKCT
WebGL konTekeT ¢ moxkiuBo otpumatu 3 DOM-enemenTa canvas, BUKJIMKaBIIN

Meton getContext.

var names = ["webgl"”, "experimental-webgl"”, "webkit-3d", "moz-webgl"];
gl = null;
for (var ii = 8; ii < names.length; ++ii) {
try {
gl = canvas.getContext(names[ii]);
} catch(e) {}

if (gl) {
break;

Pucynok 3.1. Orpumannss WebGL koHTEKCTY

[Ipu ycnimHOMY OTpUMaHHI KOHTEKCTY 00'€KT gl Mae METOu, Ha3BU SIKUX JIyXKe
cxoxi Ha ¢ynkuii OpenGL ES. ®@ynkuis clear (COLOR_BUFFER BIT) nns WebGL
oyne gl.clear (gl. COLOR BUFFER BIT), mo nyxe 3pydno. Ane He Bci GyHKINI
WebGL Mmaroth Takuit ke cMHTakcuc, sk 1 gpynkimii OpenGL ES 2.0.

[erinepu

[leiinepHa mporpaMa € HEBII'EMHOI0 YaCTHHOIO TOOYIOBH 300pak€Hb 3a
normomororo WebGL. Came depes Hel 3a4a€ThCsI TOJIOKEHHS 1 KOJIIP KOKHOI BEPITUHU
HAIMX JiHIA. Y Hamii 3agadl BUKOPUCTOBYETHCA [IBa INEHIepa: BEPIIMHHUN 1
¢parmentruii. [Ipu moOya0Bi MiHIN B TPUBUMIPHOMY MPOCTOPI BEPUIMHHUHN TIeiaep
BIJIMTOBIZIA€ 32 CTaH BEPIIMH B MPOCTOPI, IPYHTYIOUNCh HA 3HAYEHHSIX BUIOBUI MaTPHIIL
1 MaTpuIll TEPCIEeKTUBHOI Mpoekilii. dparMeHTHHI melaep BUKOPUCTOBYETHCS IS

O0OUYHMCIIEHHSI KOJIbOPY HAIIUX JITHIH.
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attribute vec3 avertexPosition;
attribute vecd avVertexColor;
uniform matd mvMatrix;

uniform matd prMatrix;

varying vec4 color;

void main(void)

{

gl Position = prMatrix * mvMatrix * vec4 ( aVertexPosition, 1.8 );

color avertexcColor;

Pucynok 3.2. Bepmumnanuii peiaep.

#ifdef GL ES
precision highp float;
#endif
varying vec4 color;
void main(void)

{

gl FragColor = color;

Pucynok 3.3. ®parmenTHuUil peiaep

MopenpHa BUJI0BA MATPHUIIS 1 MATPHUIIS MEPCTICKTUBHOT IPOSKITiT

OO6uaBi MaTpuIlli MarOTh po3Mip 4X4 1 BUKOPHUCTOBYIOTHCS [IJII PO3PAXyHKY
BiZT0OpaKeHHs TPUBUMIPHUX 00'€KTIiB Ha JABOBUMIpHY IIOIIMHY. [X BiIMiHHICTH B TOMY,
0 BUJOBAa MAaTPHI BHU3HAYAE, SIK O0'€KTH BUTISAJATAMYTh HJis CIHOCTepiraya,
HAIMPUKJIA, TPUA 3MiHI HOTO TOJIOKEHHS, & MATPHUIlA MPOEKI(li CIIOYaTKy 3a/a€ Crocio
MIPOEKTYBAHHSI.

VY mporpami 3Ha4YeHHS MATPUIll MPOEKIli 3aMal0ThCS TPH BUKIWUKY (DyHKIIIT
gluPerspective Ha erami iHimianizamii, B MOJANBIIOMY III MAaTPUIl HE 3MIHIOE CBOIX
snauens. Dyukuis gluPerspective He € crammaprtroto. i aprymenTu: fovy, aspect,
zNear, zFar. fovy - obOmacTh KyTa meperisily 1O BEpTHKaji B rpaaycax; aspect -
BITHOIICHHS IUPUHHU OOJIACTI MEperysiay A0 BUCOTH; zNear - BIICTaHb J0 OJMKHBOI

IUIOIIMHM BIJICIKaHHSA, zFar - BIICTaHb 10 JAJIEKOI IJIOMIMHI BIJICIKAHHS.
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Jlis 3agaHHs 3HaYeHb MOJETBHO-BHIOBOT MAaTpPHIll MOXHA BHKOPHUCTOBYBATU
Kinpka migxoniB. Hampukman, crBoputu 1 BukopucToByBatH (¢GyHKUIIO gluLookAt
(camX, camY, camZ, tarX, tarY, tarZ, upX, upY, upZ) - anamor ¢yukmii g OpenGL,
AKa NpUiiMae B SIKOCTI apryMEHTIB KOOPAMHATH MOJOKEHHS KaMepu, KOOPJIUHATU LTI
KaMepu 1 up-BeKTOp Kamepu. [Hmmii crociO, 11e CTBOPEHHS 1 BUKOPUCTAHHS (DYHKIIIN
glTranslate, glRotate, glScale, siki BUpoOISIIOTE 3pyIlI€HHS, OO€pTaHHS, MAaCIITA0yBaHHS
BITHOCHO criocTepirada (kamepu). s MEpBHHHOTO BHU3HAYEHHS TOJOKEHHS KaMepu
Mo>kHa BUKOpucToBYBatH gluLookAt, a 711 HACTYTHHX MIEPETBOPEHh BUKOPUCTOBYBATH
glTranslate, glRotate, glScale. Tak uyu iHakmie, i GyHKUIT JUIIE 3MIHIOIOTh 3HAYEHHS
OJIHIET 1 TIET ) MOJAENIBHO-BUJIOBOI Marpulll. [is 3pydHOCTI OOUMCIIEHHS MAaTpHUIlb
MO’KHA BUKOPHUCTOBYBaTH 010;110TeKy sylvester.js.

Y BepmIMHHOMY IIeHepi UIT MOACIHbHO-BHIOBOT MAaTPHUIll BUKOPHCTOBYETHCS
3miHHa «mvMatrix». [[o6 nepenatm wnid 3MIHHIA 3HA4YEHHS MAaTpPHUIl, MOTPIOHO
CIIOYATKy OTpUMATH ii 1HAEKC B Iporpami. [[s boro BUKOpUCTOBYEThCS (QyHKITISA loc =
gl.getUniformLocation (shaderProgram, name), sika € ctangapTaoto. [lepiuii aprymeHT
- 3MiHHA, SKa BKa3ye Ha Iporpamy MIeHaepoB, sKa OTpUMaHa Ha JPYyromy eTami, a
apryMeHT «name» - IM's 3MIHHOI, SKId MH XO0YeMO Iepe/aTh 3HAuYCHHS, B HAIIOMY
BUIAJIKy name = "mvMatrix». Tenep, oTpuMaBIIN 1HIEKC, BUKOPUCTOBYEMO (DYHKIIIIO
gl.uniformMatrix4fv (loc, false, new Float32Array (mat.flatten ())) mis mnepenaui
3HAYCHHS MaTpHIll mat. AHAJIOTTYHO, OTPUMYETHCS 1HJICKC 1 BCTAHOBIIIOETHCS 3HAYCHHS
Uit MaTpuill mpoekiii. BumoBy wmaTpuimio B meHAEpHiM mporpami  moTpidHO
OHOBJIIOBATH IIOPA3y MPH 3MiHi 1i 3HaYEHb, 00 BOHU BCTYIUIU B CUITY.

bydepu nanux

Buxopucranus 6ydepiB B8 WebGL 0008B's13k0B0. [lomoxeHHsT KOKHOT TOYKH 1 1i

KoJIip moTpiOHO 30epiratu B 1BOX Oydepax.
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vPosBuffer = gl.createBuffer();

gl.bindBuffer(gl.ARRAY BUFFER, vPosBuffer);

gl.bufferData(gl.ARRAY BUFFER, new Float32Array(verticies), gl.DYNAMIC_ DRAW);

gl.vertexAttribPointer(vPosLoc, 3, gl.FLOAT, false, @, @);

gl.enablevertexaAttribArray(vPosLoc);

Pucynok 3.4. KoopaunaTt TOUOK 117151 Oydepa.

Ouumnienns Oydepa Koabopy abo, CTBOpeHHS (POHY.

gl.clearColor(e, @, 0, 1);
gl.clear(gl.COLOR BUFFER BIT);

Pucynok 3.5. CtBopenHs GoHy.

gl.drawArrays(gl.LINES, drawArrayIndexstart, drawArraylLength);

Pucynok 3.6. MamoBaHHS.

[lepmmit aprymeHnT 11i€i (yHKIIT — BiMOOpa)KeHHS IiHIM, NPYruid - 1HIEKC B
Oydepi, 3 sIKOTO MOYHEThCS BimoOpaxkeHHs, drawArraylLength - KinbKicTh €leMEHTIB
TUTSL MQJTFOBaHHSI.

VY nopiBHsAHHI 3 iHIIKEMHU TexHOJOTiIAIMI WebGL Mae psi mepeBar:

e JavaScript mporpamyBanns. PoGora 3 JavaScript mosBomisie orpumaTtu
noctyn a0 Bcix DOM-eneMeHTIB, a TaKOX JIETKO 3 HAUMH 3BEPTATHUCS, B
BIIMIHY BiJ CIIUIKyBaHHS 3 ammietamu. Tak sk WebGL mporpamyeTtscs B

JavaScript, To 1e monermye iHTerpamito WebGL-gomaTkiB 3 1HIIUMH
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JavaScript - 6i0omiorexkamu, TakuMu sSK JQuery 1 IHIIMMH TEXHOJIOTISIMH
HTMLS5.

ABTOMaTHYHE yIpaBIiHHSA MHaM'sTTIO: Ha BIAMIHY Bl CBOrO moOpaTuma
OpenGL 1 iHIIMX TEXHOJOTiM, 1€ € KOHKPETHI omeparii BUAUICHHS 1
3BUIbHEHHS NaM'aTi BpyuHy, B WebGL Hemae Takoi He0OX1THOCTI. 3 1IbOTO
BUIUIMBAE, MO0 Tpu Buxoai JavaScript 3MiHHOT 3 00JacTi BUIUMOCTI,
nam'aTh, Ky 3aiimMae il, aBTOMAaTUYHO 3BUIbHsEThCA. lle Ham3BHUUaTHO
MOJIETIITYE TPOTrpaMyBaHHs, 3MEHINYE OOCSAT KOJy, poOUTH HOro OiIbII
SICHUM 1 3pO3YMLIUM.

[TpOHMKHICTB: 3aBASKH CYYaCHHUM TEXHOJOTIYHUM JOCSATHECHHSM, BeO-
Opay3zepu 3 MATPUMKOK JavaScript BCTaHOBIIOIOTHCS Ha CMapTHOHU 1
wianmerHi npuctpoi. Ha momenTt nammcanus, Mozilla Foundation e
IporpaMmoro Jijist TecTyBaHHs MoxksinBocted WebGL B Tenedonax Motorola
1 Samsung. IcuyroTh mOAIOHI po3poOku miaTpuMku WebGL s
miatdopmu Android.

[IponyKTUBHICTE: TPOAYKTHBHICTH gomaTkiB WebGL mnopiBHaHHA 3
€KBIBAJICHTHUMH aBTOHOMHHUMH JOJATKaMH (3 AesKUMH BUHsATKamH). Lle
BiIOyBaeThesi 3aBAsgKku 3aaTHOCTI WebGL Matm gocTynm 10 JOKalbHHX
amapaTHUM TpUCKoproBadiB rpadiku. o cux mip, 6arato BeO-TeXHOJOT1T
s 3D Bizyanizaliii BAKOPUCTOBYIOTh IPOTPAMHHM PEHJICPHHT.

HynboBa xommimsiis: BpaxoBytoun, mo WebGL nanucana na JavaScript,
TO HEMae HEOOXITHOCTI B TMONEPEAHBOI KOMMUIAIII KOIy Tepen
BUKOHAHHSIM B BeO-Opaysepi. lle mo3Bosisie BHOCHTH 3MIHUM Ha JIBOTY 1
JUBHUTHCS, K Il 3MiHM BIUIMBarOTh Ha 3D BeO-momarok. IIpoTe, komu mMu
TOPKHEMOCS TEMH IIEHIEPOB, TO MU 3PO3yMIEMO, IO TIOTPeOYyeEMO AeAKOT
kommiarii. OmgHak, 1me BiMOYBAETHCS 3a JOMOMOTO HAMUX TpadidHUX

arapaTtHuXx 3aco0iB, a HE B HaIIOMY Opay3epi.
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3.2. Three JS

Cama 610mi0Texa HamucaHa Ha JavaScript 1 mpu3HaueHa Al BUKOPUCTaHHS B
cepenoBHII javascript. 31e0UTbIIOTO 1€ 03Havae, 110 BiH Oyje MpairoBaTh Ha CTOPOHI
KIII€EHTa - y Be0-Opayszepi Ha sKoMych HpuUCTpoi. Ase 3 node.js Ta O€3roJIOBHUMU
Opay3epaMu Iie TaKOX MOXE BUKOPHUCTOBYBATHCS Ha CTOPOHI cepBepa.

butbmiicte mpoekxtiB three.js, mictate 3D-rpadiky B peaqbHOMYy Haci, e
B3a€MOJIisl KOPHCTYyBa4ya MPU3BOJUTH JI0 HETAHOTO Bi3yaJIbHOTO 3BOPOTHOTO 3B’SI3KY.
[ Tun 3D-rpadiku - e abo pi3Hi edhexTu, abo MTYy4YHI nepcoHaxi y ¢piibMax, adbo
PI3HOMAaHITHI «Bi3yasizallii», Skl BU MOXETe€ M0oOAUYuTH HAJIpPyKOBaHHMMHU abo y BeO-
orisgaaql.

[TinMHOXMHOIO Bchoro 1poro € 3d marematuka. 3D-rpadiky HEMOXKIHUBO
3pobutn 0€3 MaTeMaTuKd, a KOMI'IOTEpHI MOBM HE pPO3YMIitOTh 3d-KOHUeEmiii 3a
3aMOBYYBaHHAM. TyT HaaxXoauTh 610Ji0TEeKa, BOHA pe3OMYy€E Ti MaTeMaTU4HI Oomeparlii,
MOJIMBO, ONTHUMI3y€E iX Ta BiIKpUBa€ iHTepdelc BUCOKOro piBHS, Takwil sk Matrix4
a6o .dot ().

Three.js mae BracHy maTtemaTuuHy O010Ji0TeKy 3 MEeBHUMH Kiacamu s 3d
MaTeMaTuku. € aBTOHOMHI O10J10TEKH, $KI 3alMalOThCd L€ MaTEMAaTHKOIO
CaMOCTIHHO, ajie 3 TPhOMa, I1¢ JIUIIIE MIAMHOKHHA 3HAYHO OLIBIIIOT CUCTEMH.

I'pad cuenu

MoskHa BUIUTATH 00J1acTh 3 three.js, ska Ciry>KHUTh II€0 3arajibHO0 a0CTPaKIli€o
"3d cBity". I'pad cuienu - 1ie CTpyKTypa JaHUX, SKa BUKOPUCTOBYETHCS JIJISl OMTUCY TOTO,
gk 00'exT B Aeskiit 3d crieHi (CBiTi) CHIBBIAHOCATHCS OAMH 3 oMHUM. HacmipaBai 1ie He
MOBUHHO Oyt 3d, OCKUTBKH II€ MIAXOIAIIUN CIOCI0 omucaTH OyIb-sIKy BEKTOPHY
rpadiuny iepapxiro. Lle koHKpeTHO "nmepeBo', BUTOTOBICHE 3 "By3miB" 13 "KOpEeHEBUM
BY3JIOM", SIKHW po3raiyxyetbes. Y three.js 0a30BUM KI1acoM TS IIET CTPYKTYPH TAHUX
€ Object3D.

[le maitxe ToyHO Tak camo, gk jgepeBo DOM. Cuena Oyna O aHaAJIOTIYHOIO

<body>, a Bce iH1Ie - 1e rany3i. ¥ DOM mu MokeMO MO3UIIOHYBAaTH pedi, aje TOCUTh
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oOMesxeHl. O0epTaHHs 3a3BUYall BiIOYBA€ThCSI HABKOJIO OJIHIET OC1, 1 MU MEPEMIILYEMO
pedi BIIiBO / BpaBo a0o0 Bropy / BHU3.

Cuena Three wnaragye BipryansHuit DOM. Mwu pobOumo Hamii omeparfii i
BCTAHOBJIIOEMO CTaH Ha I[bOMY JE€peBl, 1 KOJIM HAM XOYETbCS 3pOOUTH Bi3yaJIbHUM
3HIMOK IIbOTO CTaHy (CKaxiMo, y Oe3mepepBHOMY IHUKII abo Jdeska B3aeMOJls
KOpUCTyBaua / 3MiHa CTaHy), MM BUKJIMKaeMO peHuep (cueHy). Bu He xouete
OHOBIIOBaTH Iuie jaepeBo DOM, konM 1IOCh 3MIHIOETBCS, TOJl K 3a JOMOMOTOIO
eJeMeHTa <canvas> MU MOBUHHI OYMCTUTHU BECh MOIJISI, a MOTIM MepeMaitoBaTH BCe,

HaBITh SAKIIO JIMIIE OJUH €JIEMEHT 3MIHUB MO3UIIIIO.

3.3. Babylon JS

bibmioTeka 3 BIAKPUTUM BHXIJIHHUM KOJOM [IJIi CTBOPEHHS MOBHOIIIHHMX 3D
JIOJIATKIB Ta 1rop, sIK1 MpaIooTh B BeO-0Opay3epi 63 BUKOPUCTAHHS CTOPOHHIX TUIAT1HIB
1 posmpenb. Babylon JS 3a cBoiMmu MmoxiuBocTsiMu 6u3bka 10 ThreelS, mpore Mae B
CBOEMY apceHanl neski BOyaoBani ¢yHkiil, HegoctynHl B Three JS 3 kopoOxu. o
TaKUX MPUEMHHUX OCOOJIMBOCTEH BITHOCATHCS BOYMOBAaHUM (PiI3MUHMIA JBHIKOK 0IMO.jS -
JIOCUTH MPOCTUN CIOCIO CTBOPUTH PEaTiCTUYHUMN JIaHAMA(T, BUKOPUCTOBYIOUN KapTy
BUCOT. 3p0o3yMilio, B three js Takok MPUCYTHI TaKi MOXJIMBOCTI, aje peajli3oBaHi BOHU
3a JOTIOMOTOI0 PI3HUX J0JAaTKOBHX Ao0jaTKiB. OnHaK 3a (yHKIIOHATIBHICTH 01010TEKH
JIOBOJIUTHUCS TUIATUTH HECKPOMHHM Baroto B 800 k0.

Babylon.js cTBOopeHmii 3 BuKopucTaHHsM MoBu TypeScript. TypeScript

KOMITUThOBAHUH 1 MyJIBTHILIATHOPMEHHUN MOBY TeHepy€e YMCTHi JavaScript ko.
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3.4. IlopiBusinHa Three JS Ta Babylon JS

3.4.1. Ba3oBi ej1eMeHTH

Cuena:
Y THREE.JS ctBopenHs cueHu BinOyBaeThcsi 3 noaaBanHs B document.body

renderer.domElement.

var renderer = new THREE.WebGLRenderer{ {antialias:true} );
renderer.setSize( window.innerWidth, window.innerHeight );
document.body.appendChild( renderer.domklement );

Pucynoxk 3.7. JlonaBaHHs clieHH Ha CTOpiHKY B Three JS.

Y BABYLON.JS e Moxe OyTH KOHTEHHEPOM JJisl ClieHH Oyap div Hampukia.

Bce nounnaeTnes 31 CTBOPCHHA CJIICMCHTA Canvas:

<canvas id="renderCanvas”>»</canvas>

Pucynoxk 3.8. JlogaBanus cuienu Ha ctopinky B Babylon JS.

Ak 1y three.js Takox orIIi€r0 BKIOYaeThes antialiasing.

document.getElementById("renderCanvas™);

var canvas
var engine = new BABYLOM.Engine(canvas, true);

Pucynok 3.9. Bkitouenns antialiasing.

CTBOpEHHS caMOi CIICHHU:
BABYLON.JS

scene OTPUMYE MapaMeTpoOM engine.
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scene = new BABYLON.Scene(engine);

Pucynok 3.10. CtBopenns cuenu B Babylon JS.

THREE.JS

CiieHa cTBOPIOETHCS sIK O Okpemo. | B Hel BKe 10/Ial0ThCsl BC1 €JIEMEHTH CIICHHU.

var scene = new THREE.Scene();
scene.add( sceneMesh );

Pucynok 3.11. CtBopenns cuenu B Three JS.

ITicns meoro B THREE.JS renderer Buknukaerbcsi B Oynb-skuil (QyHKIi 3
HasBHICTIO requestAnimationFrame Haliuacrime Ha3uBaroTh animate abo render, a B
BABYLON.JS kon6ek B engine.runRenderLoop.

Y THREE.JS, naifuacrime B animate J0Ja€ThCsl BCS JIOTIKa PyXiB, HaNPHUKIIA,

MOJIIT KyJIb, O0OEpTaHHs 00’ €KTiB, OiraHWHA OOTIB TOIIO.

function animate() {
requestAnimationFrame(animate);
renderer.render(scene, camera);

Pucynok 3.12. CtBopenHs animate (QyHKIIii.

Ax ne Burmsamae 8 BABYLONL.JS, TyT sk mpaBuiio iHOAI JOJAOTh SKICh 3arajibHi
KOHCTPYKIIii, MiApaxXyHOK YacTOTH KaJpiB, BEPIINH, KIIHLKOCTI YaCTHMHOK Ta IHIIE.
[Ipocrime kaxydu, CTAaTUCTUKY. {715 pi3HUX aHIMAIii € TapHUN XYK, TOKJIQIHIIIE PO

11e B pO3/ILIi TIPO aHIMAIIifo.
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engine.runRenderLoop(function () {
scene.render();
stats.innerHTML = "FPS: <b>" + BABYLON.Tools.GetFps().toFixed() + "</b>

Pucynok 3.13. CTtBopeHHs K0JI0EK QPYHKIII.

[TpumiTuBuU:

[Ticns iHiniamizamii ClieHy nepuie, Mo MOKHa 3pOOUTH - 11€ CTBOPUTH NPUMITHBH.

Tyt Bce cxoxe y babylon.js Buriisiae KoMnakTHIIIe J0JaBaHHS Ha CLIEHY 00'ekTa
MPOCTO OIIie0, a y three.js mpocTi MaHIOyNsii 3 NPU3HAYCHHSIMU MaTepiaiiB
BUTJISIAIOTH KOMITAKTHIIIIE.

BABYLON.JS

var sphere = BABYLON.Mesh.CreateSphere("spherel”, 16, 2, scene);
sphere.material = new BABYLON.StandardMaterial(“"texturel”, scene);
sphere.material.diffuseColor = new BABYLON.Color3(1, @, @);
sphere.material.alpha = @.3;

Pucynok 3.14. CtBopenHs npumituBHOi ¢irypu B Babylon JS.
THREE.JS

var cube = new THREE.Mesh( new THREE.BoxGeometry( 1, 1, 1 ), new THREE.MeshBasicMaterial({ colo
ri: exeeffee }) );
scene.add( cube );

Pucynoxk 3.15. CtBopeHHs nmpumituBHOT ¢irypu B Three JS.

[To3wurrist 111 KOOPAMHAT OKPEMO BKA3YETHCS OJTHAKOBO:

mesh.position.x = 1;

mesh.position.y = 1;

mesh.position.z = 1;

Pucynox 3.16. Ilo3wurii koopauHart.
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A mo6 Bizpazy noctraBuTH € BiaMmiHHOCTI, Hampukiag B THREE.JS moxna

HaImMcaTu OChb TakK:

mesh.position.set(1, 1, 1);
mesh.rotation.set(1, 1, 1);

Pucynoxk 3.17. Ilo3utii koopaunar B Three JS.

A B BABYLON.JS B 0CHOBHOMY TaK:

mesh.position = new BABYLON.Vector3(1, 1, 1);

Pucynox 3.18. ITo3utiii koopaunar B Babylon JS.

Kamepu:

VY 060x 0107110TE€K HAHOLIBIIT BUKOPUCTOBYBAHMX KaMep I10 JIBi, X04a € JT0JaTKOB1
y babylon.js Hanpukiazn € 3 pi3HUME QUIBTPAMU 1 CTICIIATBHO ISl TUIAHIIETIB Ta IHITHUX
nesaiiciB. CreriaapHO JJIs IIbOTO 3a3BUYAM 11Ie MOTPIOHO MiAKIoUaTH hand.js

BABYLON.JS

FreeCamera - ITokazye nepcneKTUBHY IIPOEKIIIIO, ajie 3 MOMIIMBICTIO TPU3HAYATH
KJIABIIIl JUIsl YOPaBJIiHHS, IO 3pYYHO BHKOPHCTOBYBAaTH B irpax Bia mepmioi ocoOu,
nokianHine B po3aiti mpo IlepecyBanHs mepcoHaxa

ArcRotateCamera - Kamepa mepenbadae obepTaHHsS HaBKOJIO 3aJlaHOi OCi, 3a
JIOTIOMOT OO0 Kypcopy Muliri abo ceHcopa, SKIO MonepeaHpo miakaounty hand.js

THREE.JS

PerspectiveCamera - Kamepa mepcneKTUBHOI TPOEKIlii, TPOXH CIPOIICHHMA
ananor FreeCamera. 3aneXuTh Bil MPOMOPIIiHA 1 TIOJIS 30pY 1 MOKA3y€e peaabHUM CBIT.

OrthographicCamera - Kamepa opToroHajdbHOI IpOEKIIii, TOKa3ye BCi 00'€KTH
CUEHU OJJTHAKOBUMHU, O€3 MPOMOPIIiil.

OGepratn mumkow cueny B three.s momomarae marin OrbitControls.js. YV

babylon.js cxoxa MoxuBIcTh € B ArcRotateCamera.
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new THREE.PerspectiveCamera( 45, width / height, 1, 1000 );
new THREE.OrthographicCamera( width / - 2, width / 2, height / 2, height / - 2, 1, 1000 );

Pucynok 3.19. Hanamrysanus OrthographicCamera B Three JS.

3 ponatkoBoro € CombinedCamera - 103BOJSIE BCTAHOBIIOBAaTH (POKYCHY
BIICTaHb O0'€KTMBA 1 MEPEMHUKATUCS MIK MEPCHEKTUBHOI 1 OPTOrOHAIBHOI

MPOEKIISIMHU.

new THREE.CombinedCamera( width, height, fov, near, far, orthoMear, orthoFar )

Pucynok 3.20. HanamryBanuss CombinedCamera B Three JS.

OcBiTneHHS:
BABYLON.JS
o Point Light - ToukoBe CBITIIO, IMITY€ CBITIIOBE ILIIMA.
o Directional Light - CripsimoBaHuit TpPOXH PO3CisiHE CBITIIO.
o Spot Light - bBinbmie cxoxuii Ha IMITaIil0 JiXTapHKa,

HAIIPUKJIIAJ MOXE IMITYBaTH PyX CBITHJIA.
o HemisphericLight - migxomuTe mns iMiTarii peasiCTUIHOIO
HABKOJIMIITHHOTO CEPEIOBUINA, PIBHOMIPHO OCBITIIIOE.

Point Light Directional Light Spot Light Hemispheric Light

| -
\

Pucynoxk 3.21. Ilpukianu oceitiiens B Babylon JS.
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new BABYLON.PointLight("Omni®", new BABYLON.Vector3(1, 1@, 1), scene);
new BABYLON.DirectionallLight("Dir®"”, new BABYLON.Vector3(@, -1, 8), scene);

new BABYLON.SpotLight("Spote@", new BABYLON.Vector3(e, 3@, -10), new BABYLON.Vector3(e, -1, @),
0.8, 2, scene);

new BABYLON.HemisphericLight("Hemi®", new BABYLOM.Vector3(e, 1, @), scene);

Pucynok 3.22. CtBopeHHs ocBitiieHs B Babylon JS.

THREE.JS

o AmbientLight - mpencraBnsie  3arajgbHe — OCBITICHHS, 5K
3aCTOCOBYETBHCS 10 BCiX 00'€KTIB CIICHH.

o Arealight mpencraBisie MPOCTOPOBUN JKEPETO CBIiTIA, MO0 Mae
PO3MIPH - IIUPHUHY 1 BUCOTY 1 OPIEHTOBAHUHN B IPOCTOPI.

o DirectionalLight - nmpeacrasise mkepeao nmpsaMoro (CIpsMOBaHOTO)
OCBITJICHHS - MOTIK NapaJieIbHUX MPOMEHIB B HANPSAMKY 00'€KTa.

o HemisphereLight - mpencrasisie HamiBcepruyHe OCBITICHHS.

o SpotLight - mpexcraBisie MPOKEKTOP.

var ambientLight = new THREE.AmbientLight( ex4e4e4e );
arealightl = new THREE.ArealLight( exffffff, 1 );
arealightl.position.set( ©.0001, 10.0001, -18.5881 );

arealightl.width = 10;

var directionallight = new THREE.Directionallight( exffffff, 8.5 );
directionalLight.position.set( @, 1, @ );

var pointLight = new THREE.PointLight( exffeees, 1, 100 );
pointLight.position.set( 50, 58, 50 );

var spotLight = new THREE.SpotLight( exffffff );
spotLight.position.set( 108, 10606, 100 );

Pucynok 3.23. CtBopeHHs ocBitieHb B Three JS.
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Marepianu:

[Tigxig 10 MaTepiaiiB BXKE JOCUTH CUIBHO PI3HUTHCH, SIKIO y three.js € criucok
MOXXJIMBUX MatepiaiiB, To y babylon.js mo cyTi € TUIbKM OJUH MaTepiaj 1 A0 HbOTO
3aCTOCOBYIOTBHCS Pi3HI BJIACTUBOCTI: MPO30PICTh, HAKIIAJAHHS TEKCTYp 3 MOAAIBIINUM iX

3MIIIEHHSM I10 OCAX 1 TOMY Mo 110HE.

BABYLON.JS

var materialSphere6 = new BABYLON.StandardMaterial(“texturel™, scene);
materialSphere6.diffuseTexture = new BABYLON.Texture("./tree.png”, scene);

Pucynok 3.24. CTBopeHHs MaTepiaiy 1 IpU3HAUYEHHS TEKCTYPH.

var materialSphere2 = new BABYLON.StandardMaterial(“texture2", scene);
materialSphere2.diffuseColor = new BABYLON.Color3(1, @, @); //Red
materialsphere2.alpha = 8.3;

Pucynok 3.25. CTBOpeHHs MaTepially 1 MpU3HAY€HHS HOMY KOJIbOPY 1 MPO30POCTI.

Pucynoxk 3.26. IIpuknanu matepiaiiB Ha 00’ €KTax.

THREE.JS

o MeshBasicMaterial - mnpocTto mnpusHayae Oyab-SKHA  KOJIp
MPUMITHBY.

o MeshNormalMaterial - matepian 3 BnactuBoctssmu shading, moeanye

B 001 3MillIaHHS KOJIbOPIB.
J MeshDepthMaterial - warepian 3 BiacTuBocTsIMH Wireframe,

BHTJISIJIa€ YOPHO-O1IHM.
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o MeshLambertMaterial - matepiai 11 He OJIUCKYYHX TTOBEPXOHb.
o MeshPhongMaterial - matepian g OJIMCKyYHX TIOBEPXOHb.

o MeshFaceMaterial - moxe komOiHyBaTH IHINI BHIM MaTepiaiiB

MpU3HAYaTH Ha KOKEH IMOJIIrOH CB1M MaTepia.

MeshFaceMaterial MeshBasicMaterial MeshNormalMaterial MeshDepthMaterial MeshLambertMaterial MeshPhongMaterial

Pucynok 3.29. [puknaau matepianis B Three JS.

3.4.2. YrpynoBaHHs, PyX Ta YACTHHKH.

BABYLON.JS

€ Kiabka crioco6iB yrpyrnoBaHHs. HalnpocTimumii 1 o4eBUIHUN - 1€ TPU3HAYCHHS

BIacTUBOCTI parent. Hanpukian, sikiio Tpeba 3akpinuTu SKUHCh 00'€KT 3a KaMeporo:

var mesh = new BABYLON.Mesh.CreateBox( 'name', 1.8, scene);
mesh.position = new BABYLON.Vector3( 1, -1, 5);
mesh.parent = camera;

Pucynok 3.30. 3akpirieHHs1 00’ €KTa 3a KaMeporo.

Y THREE.JS nam tpeba cTBopuTH O6ATHKIBCHKUIN 00'€KT JJI BCIX MPUMITHBIB 1 B
HBOTO TMOMICTUTH 1HIII O0'€KTH, a MOTIM B)KE YIPaBISATH UM OAaTbKIBCHBKUM 00'€KTOM
Ha CBIl PO3CY/I:

var parent = new THREE.Object3D();
parent.add( camera );

parent.add( mesh );
parent.position.y = 18;

Pucynok 3.31. YnpaBniHHsa KaMeporo Bij mepIinoi ocoOu.
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Jlns irop Bim mepiioi ocobu moTpidHO 100 Kamepa, 110 MOKa3ye MEepPCHEKTUBY,
YIOPABIISIIACA MUILIKOIO 1 3 KJIaBIaTypH.

BABYLON.JS

FreeCamera nmo3Bosisie  BiApa3dy  KepyBaTu  pyxom. JlocuTh  BKaszaTu
camera.detachControl (canvas). Kamepi moxHa 3aatu psJi BIaCTUBOCTEH, HATPUKIIA],
IBUJKICTh camera.speed = 1, mMpU3HAYWTH KIABIIIl «BOEPEN», «HA3ad», «BIIBOY,

«BIPaABO» 1 T.I.

camera.keysUp = [28, 87];
camera.keysDown = [40, 83];
camera.keysLeft = [37, 65];
camera.keysRight = [39, 68];

Pucynok 3.32. YnpaBiiHHs KaMeporo Bij epiioi ocoOu 3a 10MOMOTror0 KiaBiaTypH.

Crig 3ayBa>kUTH, 110 TTOBHOIIIHHE KEPYBaHHS MUIICIO BKIIOYAETHCS TITBKH TICIIS
migkmodeHHs: PointerLock. Kamepi mokHa NmpuBIacHUTH AiTeH, AKi OyAyTh pa3om 3
HEel 3auTH. BianmoBigHO, SKIIO MM MHIIEMO 0arato KOPUCTYBadiB Tpy, TO Kpalle
nepenaBaTi KOOpJAMHATH KaMepHu camera.position, camera.cameraRotation cepBepa s
yIpaBIiHHS.

A ocws 3 THREE.JS Bce nabarato ckmannime. Kamepa cama mo co6i TyT mpocTo
KaMmepa 1 o0 3MYCHUTH ii pyXaThcs MOTpiOHO MPOMKMCYBaTH Ha KOXKHE HATHUCKAHHS
KJIABIIIli 3MiHY MO3HIII1.

JIyist ynipaBiaiHHS MUIIICIO TEXK BCE HEMPOCTO - MIHATH, MiJICTABISATH KOOPJIUHATH B
mesh.rotation.set (X, y, Z) IBHO HEIOCTaTHRO. TYT HacC TPOXH pATYe mpukian 3 github.io
aBTopa three.js. Tomy 3ynuHiocs numie Ha mapi neraieil. Illo6 obepratu Muiero
Kamepy 3 00'ektom moTpiOHO cmouaTky ctBoputH onuH new THREE.Object3D (),
BCEPEIMHY HBOTO IOMICTHTH 1HIIMEK 1 BcepeauHi obeprarn. Toxai Buiiae BHIMMICTH
ITOBOPOTY HABKOJIO CBO€i oci. Burismae me Bce B CKOpOYEHOMY BapiaHTI MPHUOIU3HO

TaK:
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var pitchobject = new THREE.Object3D();
pitchobject.add( camera );

var yawObject = new THREE.Object3D();
yawObject.position.y = 10;
yawObject.add( pitchobject );

var onMouseMove = function ( event ) {

yawObject.rotation.y -= event.movementX * ©.802;

pitchobject.rotation.x -= event.movementy * ©.002;

pitchobject.rotation.x = Math.max( - mMath.PI / 2, Math.min( mMath.PI / 2, pitchObject.ro
tation.x ) );
¥
document.addEventListener( 'mousemove’, onMouseMove, false );

Pucynok 3.33. YnpaBiiHHsI KaMeporo BiJ Mepuioi 0coOu 3a TI0MOMOTOK0 MUIIII.

Y BABYLON.JS cucrema yacTMHOK BOyJ0BaHa 1 pPSCHIE BEIMKOIO KUIBKICTIO
HajamTyBaHb.  Aje Il BIATBOpeHHS  Oyab-sfkoro  edexty  HeoOXiIHO
eKCIiepuMEeHTyBaTH abo Oiratu mo Qopymam Imykatu crnopobasca. [lmioc Tpeba
NpUB'I3yBaTH 10 roToBoro Meimy. Moro, 3Buuaiino, MoXHa 3pOGHTH HEBHIMMUM, alie
MOkHa Oys0 O mpocTo 3poOuTH 1Ed Oysia MOXKJIMBICTH MPOCTO BKAa3aTH KOOPIAMHATH
MICIIE€3HAXOI>KEHHS.

Y THREE.JS migkmroyaeTbcs 3a JOMOMOIOK) CTOPOHHBOI'O IUIariHa, aje Mae
MOXJIMBICTh BiJIpa3y BIJITBOPIOBATH 3aroTOBJICHI €(peKTH 1 BUCTABIATH yac. Micle

IMOABHY YaCTHHOK MOKHA 3aJIaTH KOOPpAWHATaAMM.

3.4.3. Aximauis, 1angmadT Ta KoJIi3ii.

Sk mpaBwIio, aHimMallis MoTpiOHA JJi BiITBOPEHHS Oyab TO e(eKTiB, HAPUKIIA,
PYXy HEOECHHUX CBITHJ, pyXy OOTIB 1 TOMy MOJI0HOTO. € KiTbKa BapiaHTIB K 3MYCUTH
pyXaTucs pi3Hi 00'€KTH, pO3TIISTHEMO X MO TIOPSIKY.

BABYLON.JS

BceraButn aniManiro MoXHa B OyIb-SK€ MICIIE€ CTaHIAPTHUM ISl 010710TeKH

CII0COOOM:
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scene.registerBeforeRender(function () {
mesh.position.x = 188 * Math.cos(alpha);
donutmesh.position.y = 5;
mesh.position.z = 188 * Math.sin(alpha);
alpha += @.01;

1

Pucynok 3.34. Cnioci6 BcTaButu aHimaiiro B Babylon JS.

THREE.JS
Jlnst three.js € MOXKITMBICTb 3MyCUTH LIOCh PyXaTHUCS TUIBKHU B TIETJI1 aHIMaIlli:

var render = function () {
requestAnimationFrame( render );
cube.rotation.x += 9.1;
cube.rotation.y += 8.1;
renderer.render(scene, camera);

};

render();

Pucynok 3.35. O0’€KT pyxaeThCs B METII aHIMAIIiI.

Kpim 3a3manerias HeBU3HAYCHOIO aHIMAIIll KOJIM HE 3HAEII 10 KyIU MOODKUTH, €
aHIMaIlisl TeBHA, KOJIM, HANpWKIad, IMEpPCOHaX IPHU ITIeBHUX OOCTaBMHAX pPOOHUTH

3a3/7aJIeriib BiTOMI JBa-TpU KPOKHU a00 3IMITYBaTH, HAIPUKJIAJ, CTPUITHUHY aBTOMATA.

BABYLON.JS

var animationBox = new BABYLON.Animation("tutoAnimation", "scaling.x", 3@, BABYLON.Animation.AN
IMATIONTYPE_FLOAT, BABYLON.Animation.ANIMATIONLOOPMODE CYCLE);

var keys = [];
keys.push({ frame: @, wvalue: 1 });
keys.push({ frame: 20, value: 8.2 1});

keys.push({ frame: 100, value: 1 });

animationBox.setKeys (keys);
box1.animations.push(animaticonBox);

scene.beginAnimation(box1, @, 10@, true);

Pucynok 3.36. AniMaris 31 3MiHOIO po3Mipy OOKCY.
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Yacto moTpiOHO CTBOPUTH SKUIWCh HEBUTAJJIMBHA HABKOJIMIIHIN JaHamadr,
HeBeJHKi naropou ado ropu. I o0 e Oyyno mBHUAKO.

BABYLON.JS

BinOyBaeThcs NUIAXOM NOEJHAHHS OJHIEI0 OPUTTHAIBHOIO KapTUHKHU JaHAIadTYy,

ska 0yne poHOM, 1 IHIIHUI YOPHO-O1101 - BUXOAUTH HIOW BUAABIIOBAHHS.

var groundMaterial = new BABYLON.StandardMmaterial(“ground”, scene);

groundMaterial.diffuseTexture = new BABYLON.Texture("./img/earth.jpg”, scene);

var ground = BABYLON.Mesh.CreateGroundFromHeightMap(“ground”, "./img/heightMap.jpg”, 260, 2
0@, 250, @, 10, scene, false);

ground.material = groundMaterial;

Pucynoxk 3.37. CtBopenns nangmadry B Babylon JS.

Pucynoxk 3.38. [Ipukian nanamadty B Babylon JS.

THREE.JS

var geometry = THREEx.Terrain.heightMapToPlaneGeometry (heightMap)
THREEX.Terrain.heightMapTovertexColor(heightMap, geometry)

var material = new THREE.MeshPhongMaterial({ shading :THREE.SmoothShading, vertexColors :THR
EE.VertexColors});

var mesh = new THREE.Mesh( geometry, material );

scene.add( mesh );

Pucynoxk 3.39. CtBopenns nanmmadrty B Three JS.
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Pucynok 3.40. [Mpuknax nanamadry B Babylon JS.

3iTKHEeHHS 00'€KTIB 3a3/1aJIeTib Nepe0ayeHi.

BABYLON.JS

Ha koxeH 00'eKT MOKHA BUCTABUTH:

Ane moTpiOHO 3ayBaxuTH, 110, Hampukiaa, BuctaBisith checkCollisions Ha
BEJIUKY KUTBKICTh 00'€KTiB 200 Ha 00'eMHY TUTOIIA MapHO, BCe OyjIe TalbMyBaTH.

A HaBKOJIO JaHAIMAPTHUX BUTHHIB Kpaile BUOYIOBYBaTH KOPHUAOPH 3
HEBUJIUMUX MPUMITHBIB.

BuUKOpUCTOBYIOTECS KOJIM BH HISIK TOYHO HE MOXKETE 3HATH, YU BiIOyAeThC
3ITKHEHHS SIKOTOCh OJTHOTO 00'€KTa 3 IHIIUM. A SIKIIO CTAHEThCS, TO MOTPIOHO SKOCHh Ha
11 pearyBaTHu.

Bce imenTtmyHo, mpakTuuHO. IIpukimaaum momamaHHA — KyJdbOK  IMITYHOTh

MOTPAIUISTHHS KYJi B 00'€KTH.

BABYLON.JS

scene.registerBeforeRender(function () {
for (var i=0; i < meshList.length; i++ ){
if(bullet.intersectsMesh(meshList[i], true))
console.log('EcTb nonapaHue, koopauHaTe:' meshlList[i].position);

e

1)

Pucynok 3.41. lunamivna xouizis B Babylon JS.
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THREE.JS

function animate() {
requestAnimationFrame(animate);
for(var res = @; res < meshList.length; res++) {
var intersections = raycaster.intersectObject(meshList[res]);
if (intersections.length > @)
console.log('EcTe nonagauue, koopauHaTe:' ballMeshes[i].position);

renderer.render(scene, camera);

Pucynoxk 3.42. lunamivna xouizis 8 Babylon JS.

BucHoBKkHM 10 po3ainy

B upomy po3aini posrnsayro BukopuctanHs WebGL API, skuii € 6a3zoro s
rpadigaux 6i0moTek. 3a gomomororo WebGL takok MoivBe CTBOpeHHsS rpadiku B
Opay3epax, ajie 1le cTae AeAani CKJIQJHIIIEe HK MOTPIOHO JUIs OYiKYBaHOTO pe3yJIbTaTy.
HageneHo cucteMHi BUMOTH, MIPUHIUI Ta cTpykTypa podotn WebGL nonatky. Takox
HAaBEJICHO MOPIBHAHHS 3 IHIIMMH TEXHOJIOT1SIMU.

Takox Oyio mpoaHalIi30BaHO JIBa HAUIMOMYJISAPHIII Ta KOHKYpyrodi 610J110TeKH,
ski 3acHoBani Ha 0a3i WebGL. IlpoBeaeHO MOpPIBHSHHS Yy BHIIAAI IIOIIArOBOTO

CTBOPCHHS 0a30BUX €JICMCHTIB.
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4. PO3POBKA TPUBHUMIPHOI I'PU 3 BUKOPUCTAHHSIM T'PA®IYHOIL
BIBJIIOTEKH THREE.JS

CtBopennst mpoctoi 3D-rpu Jyitauok 3 gomomororo Oi0Gmiorexu Three.js, 1o
cupoinye podory WebGL. WebGL - mis Garatbox TeMHHUE JIiC Yepe3 CKIATHICTh 1
cuntakcuc GLSL. Ane 3aBmsku Three.js peamizamis 3D B Opaysepi € HabaraTo

POCTIIIOO.
HTML 1 CSS
Crnepiry noTpiObHo iMmopTyBatu 010110TeKy B 3arojioBok HTML:

<script src="./three-js.lib.js"></script>

[ToTimM nogaTH eneMeHT-KOHTEeHHep JUIsl 30epiraHHs CLIEHHU:
<div id="game-world-container"></div>
Mo:xHa CTHUII3yBaTH KOHTEHHEP HACTYITHUM YMHOM:
#game-world-container {

background:linear-gradient (rgb(228,224,186),
rgb(247,217,170));

position: absolute;
overflow: hidden;
height: 100%;

width: 100%;

Ha ipomy erami 3 Bukopuctanasm HTML ta CSS nokingeHo.



76

JAVASCRIPT
Three.js nyxe nerko BUKOPUCTOBYBATH, SIKIIO € 0a30Bi 3HAHHS 110 JavaScript.
[lo-nepuie NoTpiOHO BU3HAYUTHCS 3 MATITPOIO KOJIBOPIB:
const COLORS MAP = {
red: “#F25346”,
white: “#D8DOD1”,
brown: “#59332E”,

// iHmi KOJIBOPU

CtpykTypa KO1y

Xoua JavaScript-xoq 1 OyBae TpOMI3IKHM, HOTO CTPYKTypa JAOCHTH IMpocTa. Bci

OCHOBHI [1ii MOTpiOHO omicTuTH B QyHKIiI0 globalGamelnit:
window.addEventListener ('load', globalGamelnit);

const globalGameInit = (event) => {

// HanamTyBaHHA CIICHU, KAMEPU Ta BiITBOPEHHS

createGlobalGameScene () ;

// moJaBaHHS CBITIIA

createGlobalGameLights () ;

// nonaBaHHS 00’ €KTIB

createGlobalGamePlane () ;

createGlobalGameSea () ;
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createGlobalGameSky () ;

// 3amyCK LMKy IO OHOBJIIOE MO3MIli O0’€KTIB Ta BIATBOPEHHS CLEHU Y

KOXXHOMY KaJipi

globalGameLoop () ;

4.1. HanamryBaHHS CIIeHH

Jlnst ctBopeHHs mpoekTy Ha Three.js moTpibeH Takuii MiHIMaIbHUN HAOIP:

Cuena: sk MaWJaHYWK, Ha SKUA TOTPIOHO JOJATH KOXKEH OO0'€eKT JJIst

BIJITBOPEHHSI.
Kamepa: BUKOpHCTaEMO TIEPCIIEKTUBHY KaMepy, MOKHA B3STH i OPTOTOHAJIBHY.
Penpnepep: BimoOpaxae Bcro cuieHy, BUKopuctoByroun WebGL.
OnuH abo AekiabKa 00'€KTiB: JIiTaK, MOpe 1 HEOO (IeKiTbKa XMap).

Onmuu abo KuUThbKa JDKEped CBITJIA: € JACKUIbKa BHJIB JKepen. Bukopuctaemo

niBcepudHe JKeperto At atMocdhepH 1 CripsMOBaHe - ISl TIHEH.

HanamryBanus cueHu:

let globalGameScene, globalGameCamera,
globalGameFieldOfView, globalGameAspectRatio,
globalGameNearPlane, globalGameFarPlane,

globalGameRenderer, globalGameContainer;

const createGlobalGameScene = () => {
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/I TloTpiOHO 34YWTAaTH BHCOTY Ta IIMPUHY EKpaHy, MIO0 3acTOCyBaTH iX st

O0OYMCIIEHHS BIJHOLIEHHS CTOPIiH Ta po3Mipy BIATBOpPIOBayYa.
GAME HEIGHT = globalWindow.innerHeight;
GAME WIDTH = globalWindow.innerWidth;

/[ CTBOpeHHS ClIeHH
globalGameScene = new ThreeJSGL.Scene() ;
/I CtBOpEeHHS KamepH

globalGameAspectRatio = GAME WIDTH / GAME HEIGHT;

globalGameFieldOfView 60;
globalGameNearPlane = 1;
globalGameFarPlane = 10000;

globalGameCamera = new ThreeJSGL.PerspectiveCamera (

globalGameFieldOfView, globalGameAspectRatio,
globalGameNearPlane, globalGameFarPlane) ;

Il NonaBauus epdexry «fogy;

globalGameScene.fog = new ThreeJSGL.Fog (#F7D9AA, 90,
850) ;

/[ BcTaHOBIIEHHS MO3MIIIT KaMepH

globalGameCamera.position.x = 0;
globalGameCamera.position.z = 200;
globalGameCamera.position.y = 100;

/l CTBOpeHHSI MEXaHI3My BiITBOPCHHS
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globalGameRenderer = new ThreeJSGL.WebGLRenderer ({

alpha: true, antialias: true });

// BcraHOoBNEHHS po3Mipy BIATBOproBava. BinTBoproBau moBUHEH OYTH TaKOTO K

pPO3MIpy SIK 1 €KpaH
globalGameRenderer.setSize (GAME WIDTH, GAME HEIGHT) ;
// BBiIMKHEHHS BIITBOPEHHS TiHEH
globalGameRenderer.shadowMap.enabled = true;
Il Nonasauus 1o DOM By3na rpu

globalGameContainer =

globalDocument.getElementById (‘game-world-container’);

globalGameContainer.appendChild (globalGameRenderer.dom

Element) ;
I/ TIpocmyxoByBaHHs MOJi1 3MiHH pO3MIPY BiKHA

globalWindow.addEventListener ('resize',

handleGlobalWindowResize) ;

OCKITbKH pO3MIip €KpaHy MOXKE€ 3MIHIOBATHCS, MOTPIOHO OHOBIIOBATH PO3MIp

BIITBOPIOBAYA 1 CIIBBIAHOIIEHHS CTOPIH KAMEpH:

const handleGlobalWindowResize = () => {
I/ oHOBNICHHSI pO3Mipy BiITBOPIOBAaYa Ta CITIBBIAHOIICHHS CTOPIH KaMepH
GAME HEIGHT = globalWindow.innerHeight;
GAME WIDTH = globalWindow.innerWidth;

globalGameRenderer.setSize (GAME WIDTH, GAME HEIGHT) ;
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globalGameCamera.aspect = GAME WIDTH / GAME HEIGHT;

globalGameCamera.updateProjectionMatrix () ;

Jl>xepena cBiTia

HanamTyBaHHS OCBITJIEHHS - 11 OJMH 3 HAWCKIAIHINIMX €TaliB CTBOPEHHS
cuenu. Jlxepena cBiTJIa 3aJal0Th HACTPiM BCi€i CIIEHW, TOMY MpallOBaTH 3 HUMU
noTpiOHO ayxe yBakHO. Ha maHomy erami moTpiOHO MPOCTO HAJIATOAUMO OCBITIICHHS

TaKd YMHOM, 1100 OauuTH BC1 00'€KTH.

let ambientGloballLight, hemisphereGloballLight,
shadowGlobalLight;
const createGlobalGamelLights = () => {

// CBITJI0 MIBKYJI - 11€ CBITJIO TPAAIEHTHOTO KOJIBOPY

hemisphereGlobalLight = new
ThreedJSGL.HemisphereLight (Oxaaaaaa, 0x000000, .9)

// CripssMOBaH€ CBITJIO CBITUTH 3 TIEBHOT'O HAIIPSMKY

shadowGlobalLight = new
ThreedJSGL.DirectionallLight (Oxffffff, .9);

shadowGlobalLight.position.set (150, 350, 350);
[l JTatTs TiHeH

shadowGlobalLight.castShadow = true;

// CTBOpeHHSs BUIUMOT 00J1acTi MPOSKTOBAHOT TiHI
shadowGlobalLight.shadow.camera.left = -400;

shadowGlobalLight.shadow.camera.right = 400;
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shadowGlobalLight.shadow.camera.top = 400;
shadowGlobalLight.shadow.camera.bottom = -400;
shadowGloballLight.shadow.camera.near = 1;
shadowGlobalLight.shadow.camera.far = 1000;

// Bu3HadeHHs pO3ILIbHOT 31aTHOCTI TiH1
shadowGloballLight.shadow.mapSize.width = 2048;
shadowGlobalLight.shadow.mapSize.height = 2048;
/I NopaBauHs TiXTapiB 10 CIIEHU

globalGameScene.add (hemisphereGloballLight) ;

globalGameScene.add (shadowGlobalLight) ;

BumHo, mo IS HaJNAMTyBaHHS OCBITJICHHS BHKOPHUCTOBYETBHCS 0Oararto
napameTpiB. HeoOXiqHO MOCTIHHO €KCTIEPUMEHTYBATH 3 KOJIbOPaMH, iX IHTEHCHUBHICTIO 1
JDKepeslaMu CBiT/ia. TakMM YWHOM MOXHA BHSIBUTH BEJIMYE3HY KUIBKICTH IIKABUX

MOETHAHB 1 PO310paTHCs, K X HAJIAIITOBYBATH BIJIMOBIIHO /10 TOTPEO.

4.2. CTBOpeHHSsI 00’ €KTY.

B nmaniii gacTuHi, MOXIIMBE BUKOpPUCTaHHS imMmoproBanux 3D-moneneit. Aune
MOTPIOHO PO3TIIIHYTH TOW BHIAJ0K KOJHM HeMae roToBoi Mozeni. CTBOPEHHS MOJIEITi-

o0'exty 3 mpumituBiB Three.js, st kpamoro posyMidas 610710TeKH

V¥ Three.js 1ocTymHI HACTYyNHI NPUMITUBH: Ky0, cepa, Top, HWIIHJIP 1 IUIOLIKHY.

B npoexkTi Bci 00'exTr OyAyTh KOMOIHAIISIMUA 1IUX T
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[Ipoctuii nuninap 1 mopsa. CTBopeHHa Mopsi. HanamTyBaHHS MOpS Ta XBUJIb.
// BuznadeHHst 00’ €KTY MOPSL:

const SeaConstructor = function () {
I/l CtBopenns reometpii (popmu) mutingpa

const geometry = new ThreedSGL.CylinderGeometry (600,
600, 800, 40, 10);

Il O6epTanHs reomeTpii o oci X

geometry.applyMatrix (new
ThreeJSGL.Matrix4 () .makeRotationX (-MathPI / 2));

I/l CtBOpeHHs Matepiany

const material = new ThreeJSGL.MeshPhongMaterial ({
Il mapameTpu matepiany

b) g

/[ 11106 ctBOpuUTH 00’e¢kT y Three.js, HEOOXiAHO CTBOPHTH CITKy, sKa €

MOETHAHHSAM TeOMETPIi Ta IESTKOTO MaTepiary
this.mesh = new ThreeJSGL.Mesh (geometry, material);
// BBIMKHEHHS TiHEH

this.mesh.receiveShadow = true;

let sealnstance;
const createGlobalGameSea = () => {

/I CtBopenHst ex3eMIUIsIpy Kiacy SeaConstructor
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sealnstance = new SeaConstructor();

sealnstance.mesh.position.y = -600;

Il nonaBaHHS CITKM MOPS IO CIICHH

globalGameScene.add (sealnstance.mesh) ;

OTxe, y NiICYMKY, 110 MOTPiOHO AJi1 CTBOPEHHS 00'€KTa:

° CTBOPUTU '€OMETPUYHY MOJIEIIb;
° CTBOPUTHU MaTepia;

° repenaTy 1X B MeIl;

° IOJAaTH MEUI Ha CLICHY.

JIOTpUMYIOYHCh IUX KPOKIB, MOXJIMBO CTBOPUTH O€3714 PI3HUX MPUMITHBHUX

00'ekTiB 1 00'eqHATH X B OLIBIN CKIaaHI Pirypu.

OO6'eqHaHHS MPOCTUX KYOIB JIJII CTBOPEHHS CKJIATHO1 (QirypH.

XMapu BK€ TPOXHU CKJIAJHIIIE MOPS, OCKIILKM BOHHM CKJIQJAIOTHCS 3 JIEKLIBKOX

3'€IHAHUX BUIIAJKOBUM YMHOM KYOiB.

const CloudConstructor = function () {

20) ;

// cTBOpEeHHS KOHTEHepy 1110 Oyie 30epiraTu pi3Hi YaCTUHUA XMapH
this.mesh = new ThreeJdSGL.Object3D() ;
this.mesh.name = "cloud";

/] cTBOpEHHS TEOMETPUIYHOTO KyOy

const geometry = new ThreeJdSGL.CubeGeometry (20, 20,



84

/I CTBOpeHHs MaTepiary

const material = new ThreeJSGL.MeshPhongMaterial ({
/[ HanamTyBaHHS MaTepiany

b) g

Il cTBOpEHHs KoMt reomMeTpii

const numberOfBlocks = 3 + Math.floor (Math.random() *

for (let 1 = 0; 1 < numberOfBlocks; i++) {
// CTBOpEHHSI HOBOTO KOHTEHHEPY ISl KOM1i reoMeTpii

let blockClone = new ThreedSGL.Mesh (geometry.clone(),

material) ;
blockClone.position.y = Math.random() * 10;
blockClone.rotation.y = Math.random() * MathPI * 2;
blockClone.position.z = Math.random() * 10;

blockClone.rotation.z = Math.random() * MathPI * 2;

blockClone.position.x = 1 * 15;
Il po3mip kyOy
let size = .1 + Math.random() * .9;

/I 103Bi)I KOXXHOMY KyOy CTBOPIOBATH Ta OTPUMYBATH TiHI
blockClone.receiveShadow = true;
blockClone.castShadow = true;

blockClone.scale.set (size, size, size);



// mopaBaHHS KOHTEHHEPY KOIIK 0 MEepUIOro KOHTeHHepy

this.mesh.add (blockClone) ;
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Tenep, micnsi CTBOpEHHS XMapu, NOTPIOHO 3allOBHUTH HEW Bce HeOo,

PO3MICTHUBIIY 1i KOT1i BUMQKOBUM YMHOM Ha OCl Z:
I/l CTBOpEHHS KOHCTPYKTOP-KIIACy XMapH
const SkyConstructor = function () {
// CTBOpPEHHS MyCTOT0 KOHTEUHEPY
this.mesh = new ThreeJdSGL.Object3D();
this.clouds = [];
// BU3HaUEHHS KUJIBKOCTI XMap

this.numberOfClouds = 20;

// 1lo6 po3moAiIATH XMapu TMOCHIAOBHO, TOTPIOHO PO3MICTUTH

PIBHOMIPHUM KYTOM

X 3a

const stepAngle = MathPI * 2 / this.numberOfClouds;

Il cTBOpeHHs XMap
for (let 1 = 0; i < this.numberOfClouds; i++) {
// BcTaHOBNIEHHST 00€pTaHHS Ta TIOJIOKEHHS KOXKHOI XMapH

let cloud = new Cloud(); // e 3aKIrOYHHIA KYT XMapH

let h = 750 + Math.random() * 200; // BizcTanp MiX IICHTPOM OCi

Ta caMOI0 XMapolo
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// TlepeTBOpEHHSI MOJSPHUX KOOPAUHAT (KYT, BIICTaHb) B J€KapTOB1 KOOPAUHATH

(X, Y)
let a = stepAngle * iy

this.clouds.push(cloud);

const sinA Math.sin(a);

const cosA Math.cos (a) ;
cloud.mesh.position.y = sinA * h;

cloud.mesh.position.x = cosA * h;

/" nas Kpamoro pe3ysbTaTy HEOOXITHO PO3MICTUTH XMapu Y BHUIAJIKOBHX

rMOWHAX BCEPEANHI CIIEHU
cloud.mesh.position.z = Math.random() * 400 - 400;
// BCTAaHOBJIEHHS 0OEPTaHHS XMapH BIAMOBIIHO A0 ii MOJ0KEHHS
cloud.mesh.rotation.z = a + MathPI / 2;
// Tako MOTPIOHO BCTAHOBUTH BUITAIKOBY IITKAY JIJIT KOXKHOT XMapu

let size = Math.random () * 2 + 1;

cloud.mesh.scale.set (size, size, size);
// mopaBaHHS CITKH KOKHOT XMapH B CIIEHI

this.mesh.add (c.mesh);

Il CTBOPCHHS CK3EeMILISAP-KIIacy SkylInstance

let skylnstance;

const createGlobalGameSky = () => {
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skyInstance = new SkyConstructor();
skyInstance.mesh.position.y = -600;

globalGameScene.add (skyInstance.mesh) ;

CtBOpeHHS JTiTaKa

Becnw niporiec nosisirae B koMOIHYBaHH1 1 iHKancynsiii giryp.
const AirPlaneConstructor = function () {

this.airPlaneMesh = new ThreeJdSGL.Object3D();

this.mesh.name = "AirPlaneConstructor";

/[ CtBOpeHHs KaOiHK

const geometryCockpit = new ThreeJdSGL.BoxGeometry (60,
50, 50, 1, 1, 1);

const materialCockpit = new
ThreeJSGL.MeshPhongMaterial ({color: COLORS MAP.red,
shading: ThreeJdSGL.FlatShading});

const cockpit = new ThreedSGL.Mesh (geometryCockpit,

materialCockpit) ;
cockpit.receiveShadow = true;
cockpit.castShadow = true;
this.airPlaneMesh.add (cockpit) ;

/] cTBOpeHHs ABUTYHA

const geometryEngine = new ThreedSGL.BoxGeometry (20,

50, 50, 1, 1, 1);
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const materialEngine = new
ThreeJSGL.MeshPhongMaterial ({color: COLORS MAP.white,
shading: ThreeJdSGL.FlatShading});

const engine = new ThreeJSGL.Mesh (geometryEngine,

materialEngine) ;

engine.position.x = 40;
engine.receiveShadow = true;
engine.castShadow = true;

this.airPlaneMesh.add (engine) ;
Il cTBOpEHHS XBOCTa

const geometryTailPlane = new

ThreeJSGL.BoxGeometry (15, 20, 5, 1, 1, 1);

const materialTailPlane = new
ThreeJSGL.MeshPhongMaterial ({color: COLORS MAP.red,
shading: ThreeJdSGL.FlatShading});

const tailPlane = new

ThreeJSGL.Mesh (geometryTailPlane, materialTailPlane);
tailPlane.position.set (=35, 25, 0);
tailPlane.receiveShadow = true;
tailPlane.castShadow = true;
this.airPlaneMesh.add(tailPlane);

/] cTBOpEeHHS KpIT

const geometrySideWing = new ThreeJSGL.BoxGeometry (40,
8, 150, 1, 1, 1);
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const materialSideWing = new
ThreeJSGL.MeshPhongMaterial ({color: COLORS MAP.red,
shading: ThreeJdSGL.FlatShading}) ;

const sideWing = new ThreeJSGL.Mesh (geometrySideWing,

materialSideWing) ;
sideWing.position.set (0, 0, 0);
sideWing.receiveShadow = true;
sideWing.castShadow = true;
this.airPlaneMesh.add (sideWing) ;
Il cTBOpEHHS mponeiepa

const geometryPropeller = new

ThreeJSGL.BoxGeometry (20, 10, 10, 1, 1, 1);

const materialPropeller = new
ThreedJSGL.MeshPhongMaterial ({color: COLORS MAP.brown,
shading: ThreeJdSGL.FlatShading});

this.planePropeller = new

ThreedJSGL.Mesh (geometryPropeller, materialPropeller);
this.planePropeller.receiveShadow = true;
this.planePropeller.castShadow = true;

const geometryBlade = new ThreeJSGL.BoxGeometry(l,

100, 20, 1, 1, 1);

const materialBlade = new
ThreedJSGL.MeshPhongMaterial ({color: COLORS MAP.brownDark,
shading: ThreeJdSGL.FlatShading});
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const bladeMesh = new ThreeJdSGL.Mesh (geometryBlade,

materialBlade) ;
bladeMesh.position.set (8, 0, 0);
bladeMesh.receiveShadow = true;
bladeMesh.castShadow = true;
this.planePropeller.add (bladeMesh) ;
this.planePropeller.position.set (50, 0, 0);
this.airPlaneMesh.add (this.planePropeller);

this.mesh = this.airPlaneMesh;

Posmirenns giTaka Ha CIEH]:
let airplanelnstance;

const createGlobalGamePlane = () => {
airplaneInstance = new AirPlaneConstructor();
airplanelnstance.mesh.scale.set (.25, .25,.25);
airplaneInstance.mesh.position.y = 100;

globalGameScene.add (airplanelInstance.mesh) ;

Bino6paxxenns

globalGameRenderer.render (globalGameScene,

globalGameCamera) ;
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4.3. AHimanis.

HanamryBanHst o0epTaHHs mporienepa jJiTaka, Mops 1 xmap.
JI1s1 bOro 3HATOOUTHCS HECKIHUCHHUM ITUKIT:

const globalGameLoop = () => {
// ObepTaHHs TBUHTA, MOPS 1 HEOa
airplaneInstance.propeller.rotation.x += 0.3;
sealnstance.mesh.rotation.z += .005;
skyInstance.mesh.rotation.z += .01;
I/ BinTBOpEHHS CIICHH

globalGameRenderer.render (globalGameScene,

globalGameCamera) ;
// Buknuk QyHKIIT UKITY 3HOBY

requestAnimationFrame (globalGameLoop) ;

Buxnuk ¢yHKIii BioOpakeHHS BHHECEHO B IUKI. TOMY IO KOXHY 3MiHY

00’€kTa MOTPIOHO MATIOBATH 3aHOBO
HanamTyBaHHs B3aeMO/I11 3 MUILICIO

3apa3 JiTaKk pO3TallOBaHWK B IEHTPI CIHeHH. AJye X HeoOXimHo, o0 BiH

CITITyBaB 32 MUIIICIO.

[Ticnsa 3aBaHTakKeHHSI JIOKYMEHTa MOTPIOHO JojaTu ciayxad pyxiB mumii. [{ns

bOro nMoTpioHo 3MiHUTU QyHKIII0 globalGamelnit HACTYyMHUM YUHOM:

const globalGamelInit = () => {
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// nonaBaHHs cilyXaya MO MHIITI

globalDocument.addEventListener ('mousemove',

handlePlayerMouseMove) ;
createGlobalGameScene () ;
createGlobalGameLights () ;
createGlobalGamePlane() ;
createGlobalGameSea () ;
createGlobalGameSky () ;

globalGameLoop () ;

Kpim Toro, ciing cTBopuTH HOBY (PYHKIIIFO SISl 0OpOOKH PyXiB MUIIIL:

let playerMousePosition = {

// 06poOKa oIl epeMIIeHHS MUTIT1
const handlePlayerMouseMove = (event) => {

// TIepeTBOPEHHS OTPUMAHOTO 3HAYCHHS TIOJOKCHHS MHINI O HOPMOBAHOTO

3HAYCHHS, 110 3MIHIOETHCSA Big -1 10 1; me ¢popmysa ropu30HTAIBHOT OCi:

const tx = -1 + (event.clientX / GAME WIDTH) *2;

// nng BEpTUKAJIbHOI OC1 MOTPiOHO 00epHYTH hopmyiy Tomy 1o 2D-Bich y i€ B

MPOTUIIC)KHOMY HaIpsMKY BiJ oci 3D y
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const ty = 1 - (event.clientY / GAME HEIGHT) *2;

playerMousePosition = {x:tx, y:ty};

HopmanizyBaBiiy nojaoKeHHsI MUILI MOKHA KOPEKTHO MEPEMIIIATH JIITaK.

3HOBy 3MIHHMO OHUKJI, JOA4aBIIN B HBOI'O q)YHKI_III-O JJIs1 OHOBJICHHA ITOJIOXKCHHA

JITaKa:

const globalGameLoop = () => {
// OHOBJICHHSI JIiTaKa y KOXKHOMY KaJpi
updatePlane () ;
sealnstance.mesh.rotation.z += .005;
skyInstance.mesh.rotation.z += .01;

globalGameRenderer.render (globalGameScene,

globalGameCamera) ;

requestAnimationFrame (globalGameLoop) ;

const updatePlane = () => {

Il mepemimienns siraka mixk -100 1 100 mo ropu3oHTanbHii oci, i Big 25 mo 175
10 BEPTUKAJIBHIN OCi, 3aJIC)KHO Bij MOJIOKEHHS MHIII, K KOJUBAa€ThCs Bix -1 mo 1 Ha

000X OCSIX; TSI TOCSATHEHHSI I[LOTO CITiJ] BUKOPUCTATH (YHKITiF0 HOpMaTi3alii

const targetY = normalize (playerMousePosition.y, -

.75,.75,25, 175);
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const targetX = normalize (playerMousePosition.x, —

.75,.75,-100, 100);

/| OHOBJIEHHS MOJIOKEHHS JIITAKA

airplaneInstance.mesh.position.y targetY;
airplaneInstance.mesh.position.x = targetX;

airplaneInstance.propeller.rotation.x += 0.3;

s

const normalize = (v, vmin, vmax, tmin, tmax) => {
const vTempMin = Math.min (v, vmax);
const nv = Math.max (vTempMin, wvmin);
const dv = vmax - vmin;
const pc = (nv - vmin) / dv;
const dt = tmax - tmin;

const tv = tmin + (pc * dt);

return tv;

Tenep MoxHa KepyBaTH JIITAKOM MHIIICIO.
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4.4. TloxkpameHHs Bi3yaJbHOI SIKOCTi CHEHH.

VY it yacTUHI HEOOXITHO 3BEPHYTH yBary Ha IMOKpAIIEHHS BI3yalbHOI SIKOCTI

cuenu. Cnin 3poOUTH pyX JiiTaka HabaraTo OUTBII IJIABHUM 1 A0JIaTH €(PEKT XBUIIb.
/[ CTBOpeHHSs KaOiHM

const geometryCockpit = new

ThreeJSGL.BoxGeometry (80,50,50,1,1,1);

const materialCockpit = new
ThreeJSGL.MeshPhongMaterial ({color:COLORS MAP.red,
shading:ThreeJSGL.FlatShading}) ;

// OTpuMaHHsl AOCTYNy A0 TNEBHOI BepIIMHU (OPMHU uepe3 MacuB BEpIIWH, a

MOTIM TIEPEMIIIeHHsI HOTO BJIACTUBOCTEH X, y 1 Z:
geometryCockpit.vertices[4].y-=10;
geometryCockpit.vertices([4].z+=20;
geometryCockpit.vertices[5].y-=10;
geometryCockpit.vertices([5].z-=20;
geometryCockpit.vertices([6].y+=30;
geometryCockpit.vertices([6].z+=20;
geometryCockpit.vertices|[7].y+=30;
geometryCockpit.vertices|[7].z-=20;

const cockpitMesh = new

ThreedSGL.Mesh (geometryCockpit, materialCockpit);

cockpitMesh.receiveShadow = true;
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cockpitMesh.castShadow = true;
this.mesh.add (cockpitMesh) ;
[Ipuknan Toro, ik 3MiHIOBaTH QIrypHu.

CTBOpeHHs MUIOTa 3 3a4ICKOIO, sIKa PO3BUBAEThcs Ha BITpl. He ckianHa 3amaua

KOJIM #/1€ MOBa PO HU3bKOMOJIITOHAIbHI MOJEMI.

const PilotConstructor = function () {
this.pilotMesh = new ThreeJSGL.Object3D();
this.pilotMesh.name = "pilotInstance";

/I angleHairs - BmacTHBiCTb, sika BUKOPUCTOBYETHCS ISl TOTO, MIO0 aHIMyBaTh

BOJIOCCS MI3HIIIE
this.angleHairs = 0;
/I Tino miyora

const bodyGeometry = new ThreedJSGL.BoxGeometry (15, 15,
15) 7

const bodyMaterial = new
ThreeJSGL.MeshPhongMaterial ({color:COLORS MAP.brown,
shading:ThreeJSGL.FlatShading}) ;

const bodyMesh = new ThreeJSGL.Mesh (bodyGeometry,
bodyMaterial) ;

bodyMesh.position.set (2, -12, 0);
this.pilotMesh.add (bodyMesh) ;

/I muue minora



10);
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const faceGeom = new ThreeJSGL.BoxGeometry (10, 10,

const faceMat = new

ThreeJSGL.MeshLambertMaterial ({color:COLORS MAP.pink});

const face = new ThreeJSGL.Mesh (faceGeom, faceMat)
this.pilotMesh.add (face);

/] Bonoccs minora

const hairGeom = new ThreeJSGL.BoxGeometry (4, 4, 4);

const hairMat = new

ThreeJSGL.MeshLambertMaterial ({color:COLORS MAP.brown}) ;

const hair = new ThreeJSGL.Mesh (hairGeom, hairMat);

hair.geometry.applyMatrix (new

ThreeJSGL.Matrix4 () .makeTranslation(0,2,0));

x4

Il cTBOpEHHS KOHTEHHEPY IS BOJIOCCS

const hairsObject = new ThreeJSGL.Object3D()

// CTBOpeHHs KOHTEWHepa ISl BOJIOCKIB Bropi royioBu (Ti, 110 OyyTh aHIMOBaHI)
this.hairsTop = new ThreedSGL.Object3D() ;

// cTBOpEHHS BOJIOCCSI Y BEpXHIN YaCTHHI TOJOBH Ta PO3MIIICHHS MOTO HA CITIN 3

for (let 1 = 0; i < 12; i++) {
let h = hair.clone();

let col

I
'_I
o\
w

Math.floor (i / 3);

let row
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let startPositionz = -4;

let startPositionX = -4;

h.position.set (startPositionX + row * 4, 0,
startPositionZ + col * 4);

this.hairsTop.add (h);

}

hairsObject.add (this.hairsTop) ;

/I CTBOpEeHHSI BOJIOCKIB 300KY Bifl 0OIUYYsI

const hairSideGeom = new ThreeJSGL.BoxGeometry (12, 4,
2);

hairSideGeom.applyMatrix (new
ThreeJSGL.Matrix4 () .makeTranslation (-6, 0, 0));

const hairSideRight = new ThreeJSGL.Mesh (hairSideGeom,
hairMat) ;

10) ;

const hairSidelLeft = hairSideRight.clone();
hairSideRight.position.set (8, -2, 6);
hairSideLeft.position.set (8, -2, -6);
hairsObject.add (hairSideRight) ;
hairsObject.add (hairSideleft) ;

/l CTBOpEeHHS BOJIOCKIB Ha IMMOTHITHII

const hairBackGeom = new ThreeJSGL.BoxGeometry (2,

8,
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const hairBackMesh = new ThreeJSGL.Mesh (hairBackGeom,

hairMat) ;
hairBackMesh.position.set (-1, -4, 0);
hairsObject.add (hairBackMesh) ;
hairsObject.position.set (-5, 5, 0);
this.pilotMesh.add (hairsObject) ;

const glassGeometry = new ThreedSGL.BoxGeometry (5, 5,

const glassMaterial = new

ThreeJSGL.MeshLambertMaterial ({color:COLORS MAP.brown}) ;

const glassRight = new ThreeJSGL.Mesh (glassGeometry,

glassMaterial) ;
glassRight.position.set (6, 0, 3);

const glassLeft = glassRight.clone();

glassLeft.position.z = -glassRight.position.z;
const glassAGeometry = new ThreedSGL.BoxGeometry(1l1l,
1, 11);

const glassA new ThreedSGL.Mesh (glassAGeometry,

glassMaterial) ;
this.pilotMesh.add (glassRight) ;
this.pilotMesh.add(glassLeft) ;
this.pilotMesh.add (glassA);

const earGeometry = new ThreeJSGL.BoxGeometry (2, 3,
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const earlLeft = new ThreedJSGL.Mesh (earGeometry,

faceMat) ;
earLeft.position.set (0, 0, -6);
const earRight = earlLeft.clone();
earRight.position.set (0, 0, 6);
this.pilotMesh.add (earLeft);
this.pilotMesh.add (earRight) ;
this.mesh = this.pilotMesh;
I
Il pyx Bosocest
PilotConstructor.prototype.updateHairs = function () {
I/ 06’ exT BosOCCS
const hairs = this.hairsTop.children;
// OHOBIJICHHS iX BIAIOBIIHO 10 KyTa angleHairs
const 1 = hairs.length;
for (let 1 = 0; 1 < 1; i++) {
let h = hairs[i];

/] koxeH ejeMeHT Boyioccs Oyie MUKIiYHO MacmTadyBatucs Mk 75% 1 100% Bin

CBOTO TTIOYATKOBOT'O PO3MIpy

const angleHairsCos = Math.cos(this.angleHairs + 1 /

3);

h.scale.y = .75 + angleHairsCos * .25;
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// 301IbLIEHHS KyTa JJI1 HACTYITHOTO KaJpy

this.angleHairs += 0.16;

1106 Boyoccs pyxanocsi, BapTo A0JATH LEH PSIAOK B IIUKI:

airplaneInstance.pilot.updateHairs() ;

Jnst Mmopst moTpiOHi xBuii. Lle MokHa peanizyBaTd, BUKOPUCTOBYIOUM TEXHIKH,

AK1 OyJIM MpeCTaBJICH] paHille:

- NepEMIIEHHS BEPIIINH;
- UKJITYHUA pyX KOKHOT BEPIITUHHU.
Jlist cTBOpEeHHSI XBWJIb CIiJl 00€pTaTH KOKHY BEPIIMHY IMIIHApPAa HABKOJO Ti

MIOYaTKOBOT MO3MUIII1, 33/1af04H 1l BUITAIKOBI KYTOBY IIBUJIKICTB 1 pajiiyc oOepTaHHs.
3MiHEHHS MOpS:

const SeaConstructor = function () {

const geometry = new ThreedSGL.CylinderGeometry (600,
600, 800, 40, 10);

geometry.applyMatrix (new

ThreeJSGL.Matrix4 () .makeRotationX (-Math.PI / 2));
Il 06’ eqHyIOUYH BepIIUHH, 3a0€31eUy€eThCsl OS3MEePEPBHICTh XBHIIb
geometry.mergeVertices|() ;

Il BeprmHM

const 1 = geometry.vertices.length;
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// CTBOpEHHS MacuBYy JJisi 30epiraHHs HOBHMX JaHUX, IOB’A3aHUX 3 KOXKHOIO

BEPIIMHOIO

this.waves = [];

for (let 1 = 0; 1 < 1; 1i++) {

Il oTpEMy€EMO KOKHY BEPIITUHY

let v = geometry.vertices([i];

// 30epeKeHHs IeIKUX OB’ I3aHUX 3 HUM JIaHUX

const vCoordinates = {y: vertices.y,

vertices.z};

this.waves.push ({

..vCoordinates,
ang: Math.random() * Math.PI * 2,
amp: 5 + Math.random() * 15,

speed: 0.016 + Math.random() * 0.032

1) ;

X: vertices.x, z:

const material = new ThreeJSGL.MeshPhongMaterial ({

color: COLORS MAP.blue,
transparent: true,
opacity: .8,

shading: ThreeJSGL.FlatShading,
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this.mesh = new ThreeJSGL.Mesh (geometry, material);
this.mesh.receiveShadow = true;
I

Il Tenep Tpeba cTBOpUTH (PYHKIIIO, siKa Oy/Je BUKIMKATUCSA y KOXHOMY Kajpi Ta

OHOBJIIOBATH MOJIOKEHHSI BEPILUH JUIsl IMITallli XBUIb

SeaConstructor.prototype.moveWaves = function () {
Il BepimHM
const verts = this.mesh.geometry.vertices;

const 1 = verts.length;

for (let 1 = 0; 1 < 1; i++) {
// OTpUMaHHS OB’ I3aHUX 3 HUM JJaHUX
let v = verts|[1i];

let vprops = this.waves([i];

I/ OHOBJIICHHSI TTOJIOKCHHSI BEPIITHHU

let vpropsAngCos Math.cos (vprops.ang) ;

let vpropsAngSin Math.sin (vprops.ang) ;

V.X = VProps.x + vpropsAngCos * vprops.amp;

V.Y vprops.y + vpropsAngSin * vprops.amp;
// 30UTBIIIEHHS KyTa JIJI1 HACTYIHOTO KaJpy

Vprops.ang += vprops.speed;
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this.mesh.geometry.verticesNeedUpdate = true;

sealnstance.mesh.rotation.z += .005;

sealnstance.moveWaves () ;
[TokpaiiieHHs OCBITJICHHS CIICHU
VY ¢ynkuii createGlobalGameLights ciin qogaTu:

/| HaBKONUIIIHE CBITJIO, SIKE 3MIHIOE TJIO0AIBHUIA KOJIp CUEHH 1 pOOUTH TiHi

M'SIKIITUMU

ambientGlobalLight = new
ThreeJSGL.AmbientLight (0xdc8874, .5);

globalGameScene.add (ambientGloballLight) ;
M'aKuii OIIT

[lporo MO’XHa JOCSTTH, JOJAIOYM B KOXHOMY KaJpi YacTHHY BIJCTaHI MIiX

JITAaKOM 1 METO0. 3araJIbHUN BUTJIA]] KOJY TaKUMN

currentPosition = currentPosition + (finalPosition -

currentPosition) * fraction;

Jnst OunbIIoi peamicTHYHOCTI OOepTaHHS JiTaka TaKOX Ma€ 3MIHIOBATUCS B
3aJIeKHOCT1 BiJl HAMPAMKY PyXy. SIKIIO JIITaK MIBUIKO IMIIHIMAETHCS, TO BiH TTOBUHEH
IIBUIKO 00epTaTUCS MPOTH TOJAWHHUKOBOI CTPUIKH. SIKIIO BiH MOBULIBHO OMYCKAETHCA,

TO TMIOBUHEH MOBUIFHO 00EPTATHCS 3a TOJMHHUKOBOIO CTPLIKOIO.
Peanizanis B ¢pynkuii updateGamePlane:
const updateGamePlane = () => {

const targetY = normalize (playerMousePosition.y, -.75,

.75, 25, 175);
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const targetX = normalize (playerMousePosition.x, -.75,

.75, =100, 100);

// TlepemileHHs TUIONIMHUA HAa KOXKHOMY KaJipi, JOJABIIM YacTKy BiJICTaHI, 110

SaJIUIINIacA

airplaneInstance.mesh.position.y += (targetY-

airplaneInstance.mesh.position.y) * 0.1;

airplaneInstance.mesh.rotation.z = (targetY-

airplaneInstance.mesh.position.y) * 0.0128;

airplanelInstance.mesh.rotation.x =

(airplaneInstance.mesh.position.y-targetY) * 0.0064;

airplaneInstance.propeller.rotation.x += 0.3;

Tenep pyx jmiTaka BUTJIsAIa€ HabaraTo ejJeraHTHIIIE 1 peallicTUYHIIIe. 3MIHIOIOUN

JpoOOB1 BEJIMUUHH, MOYKHA PETYJIFOBATH PI13KICTh PYXIB.

BucHoBKkHM 10 po3ainy

VY mpoMy po3aiii 3ampornoHOBAHO MiAXiA 10 CTBOPEHHS rpadiuHux iHTEpPEHcCiB.
Busnaueno wHalikpamiuii BapiaHT peaiizaiii B IJIaHI MIBUAKOCTI pOOOTH, MIBHAKOCTI
CTBOPEHHS Ta 3arajibHOTO PE3yJIbTATy JJIs MOAAIIBIIOTO 3aCTOCYBaHHS.

Buxopucranas Three js Gi0mioreku y po3poOui rpadidaux iHTepdeiciB mae
MepeBaru y MIBUIAKOCTI Ta SKOCTI po3poOKW Ha BIAMIHY Bil BCIX IHIIUX PO3TIITHYTHUX
TEXHOJIOTI. 3ampoHOBaHWM MiAXiX HE BUMarae mnornuonennx 3HaHb OpenGL a6o
WebGl, mae MoxnmuBOCTI iHTErpamii 3 Cy4acHHMH TpOrpaMaM# Ui CTBOPEHHS

rpagiyHUX MOJIeNie Ta Moxke OyTH MamTaboOBaHUM B MallOyTHHOMY.



5. CTAPTAII-ITIPOEKT

5.1. Omnmuc ixei npoexTy

Tabmuis 5.1 — Onuc i1ei crapTan-npoeKTy
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3MICT 1€l

CtBOpeHHs rpadiuHux
iHTepdeiiciB.

Hampsamku Buroau 1t kopucryBaya
3aCTOCYBaHHS

1. Ocsita MOXUTMBICTD CTYJIEHTaM J113HATHCH
OubLIe mpo rpadiuHi iHTEpdEncH.

2. Kino ta MoKITUBICTb peanizallii CTBOPEHHS

BiJICOITpU BiJI€O Ta Irop 3 TPUBUMIPHUM
EePCOHAKEM

3. PexiiaMa 3arydeHHs Ta 3alliKaBJICHICTh
abITypiEHTIB.

Omwnc 1o Tabaum 5.2:

W — ciabka cTopoHa;

N — HelfTpanbHa CTOPOHa;

S — cunbHaA CTOpOHa.

Tabmums 5.2 — BusnaueHHs XapaKTepHUCTHK i71e1 MPOEKTY

(TTOTEeHII1iH1)
TexHiKO- TOBapU/KOHLETIIIIi
No eKOHOMIYHI KOHKYPCHTIB w N
U inei HUH METOI eb
1. |O0’extH Hasapuicts  [[nTerpanis [arerpamis 3
3aCTOCYBaHHsA | 1HTerpamiiz 3 MOJIEJISIMHU
yciMa mMozaemsimu (3Ds Max
rpadiuanmu Blender
MOJIEJISIMU
2. [Bapricts 0e3komroBHO pe3komros, 3003 +
T0JTaTKy

HO




5.2. TexHoJioriuyHMIA ayauT igei MpoeKTy.

Tabnuus 5.3. TexHonoriyHa 31MCHEHHICTD 171€1 POEKTY
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No [nes MIPOEKTY TGXHOJ’IOFIII“I HasgaBHICTE I[OCTyHHi.C‘:[B
/1 peamizanii e XHONOTii TEXHOJIOT 11
1 [Hepconanshmii (CrenianizoBaHe HasiHa JlocTynHa
OHJIAMH CepBIC |00IaHAHHS JJIs

CTBOpEHHS

rpadiuHux

iHTepdeiiciB

3acTOCYBaHHS HeoOxinHo JlocTymHa

AnapaTHHX chcTem  [P03poOHTH

Po3po6Oka Bracaux  |HasiBHa JlocTymHa

amapaTHo-

NPOrPaMHKX PIIICHb

5.3. AHaJi3 pUHKOBHX MOKJIMBOCTEN 3aMlyCKy CTAPTaN-NPOEKTY

Tabmums 5.4. [TonepeaHst XapakTepuCTUKa MOTSHIIIMHOTO PUHKY CTapTall-

IIPOCKTY.

Ne  [MokasHuku cTaHy puHKY (HaliMeHyBaHHS) XapakTepuCcTHKa

1/T1

1 [KiIbKICTh FOJIOBHUX IPaBIIiB, OJ1 6

2  |/luHamika puHKY (SIKICHA OIIIHKA) 3pocTae

3  [HasBHICTH OOMEKEHB I BXOAY (BKa3aTH XapakTep [3aIiKaBICHHS
0OME)KCHB ) MOTEHIIHHNX

KITI€HTIB

4 |CrnenudigHi BUMOTH JI0 CTaHAAPTH3AIII] Ta Hemae
cepTudikarii

5  (Cepenns HopMa peHTaOeTBHOCTI B ray3i (abo 1mo 81%

prHKY), %o




Tabmuus 5.5. XapakrepucTHKa NOTEHIIMHUX KIIEHTIB CTapTAN-MPOEKTY

LlinsoBa BiaminnocTi y
Ne [[Torpeba, mo ¢popmye | ayauTopis | HOBEAIHII PI3HUX Bumornu
/T [PUHOK (I1THOBI IMOTEHIIHHUX CHOXUBAYIB 10
CEeTMCHTH IITBOBUX TPYIT TOBapy
PUHKY) KJIIEHTIB
1 |dxicue nporpamue  Jliomu, ki  [3aJIeXKHO Bij Haniiinict
3a0€3MCUCHHSI, 11 [IParHyTh IiJTbOBOI TPYITH b ,
poOOTH B IHTEPHET  [HABYUTHCS, [IPOTPaAMHE iOCTyHch
MEPEKi. CTYJICHTH, 3a0e3TCUCHHS MOXKE TpocToTa
BH3, OyTH 3py4HICTb
BHKJIaJadl, [0€3KOIITOBHUM, 200 [IBuakicT
BEJTUKI1 YMOBHO b
Kopropailii.  [0€3KOIITOBHHM.
Tabmums 5.6. @akTopu 3arpo3
No dakTop 3MICT 3arpo3u MoxrBa peakilisi KoMmaHii
/1
1 |Hesauixasnewicts |[BHacnmizok Hesganoro |BHeceHHs J0JaTKOBUX
KJTIEHT1B MapKETHHTY KJIIEHT CEPBICHUX IOCIYT, Ta
MOJKE HE 3aI[IKABUTHCh [BHIKEHHS I[1H
MOCIyTaMH
2 Brpara Brpara panry HaaiiiHoro[SIkicHe Ta KUIbKICHE
KOHKYPCHIILL I0CTABHHUKA HApOLIyBaHHS iHTEHCHBHOCTI
Ta IPaMOTHA I[IHOBA
MOJIITUKA
Tabmums 5.7. @akTopy MOKIUBOCTEH
Ne dakrtop 3MICT MOXKIIMBOCTI MosknuBa peaxiiisi KoMmaHii
/11
1 [Mepexin no 3pocTaHHs MOMUTY SIKiCHE Ta KUIbKICHE
NOMIHYBaHHSI Ha HAPOITyBaHHS TOTYXHOCTEH
PUHKY
MEIHHUX TTOCTYT
2 [IMmnemMeHTaIis 3pocTaHHS NOMUTY SxicHe Ta KUTbKICHE
TEXHOJIOT1H B ICHYIOU1[BHACIAOK 3pDOCTAHHS [HAPOITYBaHHS MOTYXHOCTEH
CHUCTEMU KJIIEHTIB
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Tabmuus 5.8. CtyneHeBuil aHai13 KOHKYPEHIIIT HA pUHKY

Oco0muBoOCTI
KOHKYPEHTHOT'O
cepeIoBHUIIa

B yomy nposiBiseTsCs 1aHa
XapaKTEPUCTHUKA

BIumuB Ha ISUTBHICTD
MIAIpUEMCTBA (MOXKIIMBI All
KOMITaHii, o0 OyTu
KOHKYPEHTOCIIPOMOKHOIO)

1.Hucra KOHKYpeHIIis

BuxopucTtaHHs CX0XKHUX
TEXHOJIOT 11

CrangapTusanis Ha
BUCOKOMY
iBHI

2 .JloxkanpHMUI

BiacyTHICTh €AMHOTO
HaI[lOHAJIbLHOI'0 ITOCTavYajJIbHUKa

Oxpemuii miaxia 10 KOKHOI
ITOKaTbHOI JUISTHKU

MOCTYT
3.Mixrany3eBa Bincyras Bincyras
4. ToBapHO-BHI0OBAa  [3acTOCYBaHHS 3a He0OX1THOCTI,
CTaHJAPTU30BAHUX TEXHOJOT1M BUKOPUCTAHHS
3araJlbHOB)KMBaHHUX

arapaTHUX Ta MPOTPaAMHUX
3aco0iB

5.1linoBa 3acToCcyBaHHS Creliali30BaHUXMOXKIUBICTh 3a0IIaUTH 32
KOMILJIEKCIB, SIKI MalOTh 3HAYHY|JIOTIOMOTOIO 3aCTOCYBaHHS
[iHY 3arajJlbHOB)KHMBaHHUX
arapaTHUX 3ac00iB
6.Mapouna Ko>xna niarHoctrka mae 0ytu  |(OTpUMaHHS TIepeBary Ha

CTaHIapPTU30BaAHOIO

PUHKY MEAIMHUX MOCIYT

Tabmums 5.9. AHaniz KoHKypeHIii B ramy3si 3a M. [loptepom

109

Cxnagnosi [[Ipsami Morenmiitai  [[loctavyanbuukKiientd  [Topapu-
QHAII3y  |KOHKYPEHTH [KOHKypeHTH M 3aMIHHUKHU
B rary3i
Texaomoriud [HeoOXimHICTh [3amydeHHS Hezanexni [Hamanas
i MOIIYKY MaJIONONMyJsip |CTh Y repeBaru OUTBII
[MOCTaYaJIbHH [[I0OCTAYaIbHUK [HUX MPUHHATTI [ABTOPUTETHUM
K1 1B [IOCTAYaIbHHUK [KJIIEHTCHKU |[KOMITaHISIM
1B X PIIICHD
Bucnosku |Hesnauna  [Mosxmusicts [[loctauanpHukKimieatn  (OOMexeHHS
: BHUXO/IY Ha U TUKTYIOTh |TUKTYIOTh (ICHYIOTb JIUIIE Y
[PUHOK € I[IHOBY BUMOTH /10 [pa3i
MOJITUKY HA  [IKOCTI BIZIMOBH B
oOJ1aHaHHS MPOJyKTa




Tabmuis 5.10. O6rpyHTyBaHHS (HaKTOPIB KOHKYPEHTOCTPOMOKHOCTI

Ne  |Daxrop OOrpyHTyBaHHs (HaBEJCHHS YAHHUKIB, 110
/T [KOHKYPEHTOCIIPOMOKHOCTI|pOOJISITh PaKTOp JUIsl HOPIBHSHHS KOHKYPEHTHHX
IIPOEKTIB
3HAYYILHAM)

1  |PamioHanbHIMNMN IHOBUNA [MOXIUBICTH OUIBII palliOHaTbHO BUKOPUCTATH

MOKa3HUK pecypcu
2  |HanmanHs cepBiCHHUX CepBicHa MiITPUMKa IPOTPaMHOT YaCTUHU

OCITyT

Tabnuus 5.11. TopiBHsUIbHMIA aHANI3 CUJIBHUX Ta CIA0OKUX CTOPIH MPOEKTY
No  (Daxtop bamu 1- PeiiTuHT TOBapiB-KOHKYPEHTIB Y
: MOPIBHSHHI
N/ [KOHKypeHTocmpoMoxHocTi 20
-3 2 1 | 0 |+1|+2 [+3

1 |PamioHaJpHIIINNA IIIHOBU

MOKA3HUK 13 +
2 |HamaHHs cepBICHUX MOCITYT 15 +
3  |CHHXPOHI30BaHICTb

P 20 |+
4 (Cnextp 3acTocyBaHb
17 +

Tabmuns 5.12. SWOT- anani3 crapTan-npoeKty

CunpHi CTOPOHU: PAIliOHATILHUAN
I[IHOBUI TTOKa3HUK, HAJTAaHHS CEPBICHUX

OCITYT

Cnabxi CTOpOHU: TIepioguIHA
JIIarHOCTHKA, MOKJIUBOCTI
MOTPINTHOCTEN TIPH 3aXOIJICHH] PYXY

MOKJITHBOCTI: BAKOPUCTAHHS IS PSLY
moTped KOpHUCTYyBaviB

3arposn: HesarikaBieHICTh KITIEHTIB,
BTpaTa aBTOPUTETY
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5.4. Po3po0/ieHHsI pUHKOBOI cTpaTerii NpoeKTy

Tabmuus 5.13. Bubip uiiboBUX Ipyn NOTEHUIMHUX CIOKHUBAYIB
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Onuc npodinto I'oroBHicTh |OpientoBuuii|lHTeHCHBHICT|[ [pocTOTA
Ne IBOBOI IPyIU CIIO’KMBAYiB IIOTIUT B b BXONY Y
/1 NOTEHLIHUX CIIPUMHATH MeXax  |KOHKYpPEHIIii [CerMeHT
KJIIEHTIB IPOJIYKT LIJIBOBOI | B CETMEHTI
rpynu
(cermeHTy)
1 Mepniiini ta Cepenns Bucoxkuit Cepenns Bucoka
KIHOKOMTIaH11
2 A.MaTopc;,Ki Bucoxka Bucoxunii Cepenns Huzbka
KIHOCTY i1l Ta
PEKIIaMHI areHCTBa
Tabmums 5.14. Busnauenns 6a30B0i CTpaTerii pO3BUTKY
O6pana Kirouosi
Ne anprepHatuBa  [CTpaTeris KOHKypeHTOCIIpoMOkH[ba3oBa ctpareris
/T | PO3BUTKY MPOEKTY (OXOIJICHHS 1 TO3UIIi1 BIITIOBITHO [PO3BHUTKY™
PUHKY 10
oOpaHoi aTbTepHATUBU
1  Bukopucranns BcranoBnenHss  [3aIfikaBlIieHHS Ta Crpateris
QJIbTEPHATUBHUX  [HOBOTO 3aJy4eHHS TIFaHTIB Yy  [Iudepentiamii
TCXHOJIOT1H Ta CTaHAAPTY SIKOCTI [rayry3i TeneOaueHHs Ta
MIPUCTPOIB IO
2 |[lemesnsna PamionanpHimi  [3aCTOCyBaHHS Crpateris
[IPOCKTY BUTPATH Ha 3arajJbHOBKUBAHUX  [IiIEpCTBa 110
oOnaHaHHS, TA @ANApaTHHUX PIIEHb  [BUTpaTax
MOCITYTH 3aMICTh
CHeIiaTi30BaHUX

KOMILJIEKCIB
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Tabmuus 5.15. BuznaueHnHs: 6a30B0i CTpaTerii KOHKYPEHTHOT OBEIIHKU

Uu € npoeKT Uu Oyne komnanis  |Uu Oyne kommnaHis
«MEePUIOTPOXIILEM IIyKaT! HOBUX KOIIIOBaTH Crpareris
No » HA PUHKY? CIOXMBaviB, a00 OCHOBHI KOHKYPEHTHOT
/1 3a0UpaTH ICHYIOUMX Y | XapaKTEPUCTUKU | TOBEIIHKH *
KOHKYPEHTIB? TOBApY
KOHKYPEHTA, 1 K17
1 . §1a6Knpam ICHYIOUHX Ta Xapa?aT;gTﬂHcggdKH Crpareris
yKaTu HOBUX S— BHUKIIHKY JIijiepa
Tabnuus 5.16. BusHaueHHs ctpaTerii HO3UIIOHYBaHHS
Bumoru 1o KirouoBi Bubip acormiairii, ki MaroTh
No toBapy  |[bazoBa KOHKYpPEHTOCIIPOM | c(hOpMyBaTH KOMILIEKCHY
I1/11 IIJTLOBOT  [CTpaTeris 0 JKHI MO3HIIIi | MO3MIIII0 BIACHOTO MPOEKTY
ayauTopii  [PO3BUTKY BJIACHOT'O CTapTar- (TpH KJIFOUOBUX)
IPOEKTY
1 |Bucoxka sixicts (Ctpareris CunxponizoBanicT PIKICTb, HAIIHHICTh, TOYHICTH

MOCITYT nudepentianii b
2  Minimansnai  (CTpareris [1upoxuii ciektp JlenieBnsHa, panioHaabHICT,
BUTPATH JIIEPCTBA IO 33cTOCYBAaHHS TeX. MATPUMKA
BUTpaTaXx

5.5. Po3po0/ieHHS MapKeTHHIOBOI IPOrPaMH CTAPTAIN-NPOEKTY

Tabnurs 5.17. BusHaueHHs KIIFOYOBHUX NIEPEeBar KOHIICTIIIT MOTEHIIIMHOTO TOBaPY

N MMorpe6a Burona, sxy |Kiro4oBi mepeBaru nepea KOHKypeHTaMu
/11 IIPOIOHYE TOBap |(iCHYIOUi a00 Taki, Mo MOTPIOHO CTBOPHUTH
1 [Ixkicte Bucoka SKICTh, |HamgiiHICTD

HaTIMHICTH
2 |[lemeBu3Ha ParionaibHe JlemeBu3Ha

BUKOPUCTAHHS

KOIIITIB




Tabmuis 5.18. Onuc TprOX PiBHIB MOJIET1 TOBAPY

PiBH1 TOBapy

CyTHICTH Ta CKJIaJ0BI1

[. ToBap 3a SIKiCHI MOCTYTH, CTaHIapTU30BaHa AKICTh MOCIYT Ta
3aIyMOM 00J1aTHaHHS
11 ToBap yBnaCTI/IBOCTi/xapaKTepHCTHKH M/Hwm Bp/Tx /Ta/E/Op
peanbHOMY 1)BapricTh 06CIyroByBaHHs, HnM 1E
BUKOHAHHI o . QM 2) IIp
2)KinbKICTh €JIeMEHTIB 3 M D
A
3)Crpox 6e3B1iIMOBHOI Tparli 4M
A Tx
4)TexHosoriuHa coo61BapTICTh
TOBapy

SKiCTh: MIXKHAPOJIHI CTaHJAPTH SIKOCT1, BACOKOSIKICH1 TEXHOIOT1i

Mapka: KiHOBUpOOHUIITBO

I11. ToBap 13
M1AKPITUICHHSIM

Jlo nmponaxy — nmporpamHe 3a0e3rneyeHHs

[Tics mpogaxy — cepBicHa MIATPUMKA

Taomung 5.19. BuszHaueHds MeX BCTAHOBJICHHS I[IHU

Ne | PiBeHb 1iH Ha | PiBeHb 1iH Ha PiBens n1oxomdiB BepxHs Ta HIKHS MeX1
/11 TOBapH- TOBapH- [IJTLOBOT TPYIH BCTAHOBJICHHS IIIHU Ha
3aMIHHUKH aHaJIOTH CIIO)KHBAYiB TOBAP/TOCIYTY
1 500 y.0./01. 200 y. o./on |Bucoxwii H.50 y.o. —
B.180 y.o. (ToBap)
H.50 y.o. —
B.100 y.o. (ITociyra)
Tabmus 5.20. ®opmyBaHHS CUCTEMU 30yTY
No [Crenmdika dyHKIIT 30yTY, AKi Ma€ [ubuna OnTuMalibH
/11 3aKyHiBe,HI’HO'1', BUKOHYBAaTH kaHany 30yty @
MNOBCA1HKH ILIJIBOBUX [IOCTAYaJILHUK TOBAPY cucrema
KITIEHTIB 30yTy
1 |OpienToBana na [TocTaBKM SIKICHOTO, 3HauHa JloroBipHa
OTpUMAaHHS .
. . [TOYHOI'O Ta HAJIHHOIO cucTeMa
MaKCHUMaJIbHOI IKOCTI Ta
TOYHOCTI 3aXOIJICHHSI  [TOBapy 30yTy
Pyxy
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Tabmuus 5.21. Konnenmiss MapKeTUHIOBUX KOMYHIKAI1i
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Cnenudika Kananu KirouoBi
No [IOBEIIHKHU KOMYHIKaIlii, |mo3uiii, oopani| 3aBmanHs [Konmeniris
I/ IJTHOBUX SIKUMU JU1sL PEKJIIAMHOTO  [PEKJIIAMHOTO
KJIIEHTIB KOPHUCTYIOThCS |TO3UIIIOHYBAHH | TOBIJOMJICHHS 3BEPHEHHS
1IbOB1 KITIEHTH q
1 Banixapnenicts [Menia pecypcu |CHHXpoHi30BaH [3amikaBut y  |[[IpeacTaBieHH
B SIKICHOMY Ta ICTh 3 OY/Ib- MOKPAIICHHSX |1 IPOAYKIIIT
TOYHOMY sxumu OC MOB’SI3aHUX 13 [BIAMPABHOIO
MPOIYKTI 3 3pOCTAI0YOI0  [TOYKOIO Ha
palioHAJIbHUM MOMYJISIPHICTIO [IUISAXY A0
BUKOPUCTAHHSIM MOCITyT peanicTUHYHUX
€CypciB iHTepdeiiciB
2 Bauikasnenicts Megia pecypcu [[LInpoxuii Barikagutn y  [[IpeacTaBieHH
Y BEJIUKIN CIIEKTP [O3UTHBHUX ; ggéiﬁoé
KUILKOCTI 3aCTOCYBaHHS |CTOPOHAX CTICHTAMI
[IPOAYKTY 13
NOTPUMAHHSIM
YMOB SIKICHOCTI
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BUCHOBKH

VY Mmarictepchkiid aucepranii 3aponoOHOBAHO MIAXIJA 10 CTBOPEHHS IpadiuHUX
iHTepdeiiciB. Ilinxix He Bumarae nornuOneHux 3HaHb OpenGL abo WebGl, mae
MO>KJIMBOCTI 1HTETpauii 3 CydyaCHUMH IporpamMamu JiJisi CTBOPEHHS rpadiuHuX MoJenen
Ta MOXXe OyTHM MamTaboBaHMM B MailOyTHboMy. Takok 3po3yMUIMi AJi1 3BUYAHHUX
KOPHUCTYBauiB 1 MOK€ MAaTH MPAKTUYHY I[IHHICTb JJIsl HABYAJIBHUX MOTPEO, 30KpemMa, JIs
peanizanii KBamiQikaiiiHuX Ta aTecTalliHUX poOIT 1 MPOEKTIB CTYJAEHTIB KapeapHu.

B pamkax marictepchkoi auceprariii 0yyio MpOBEACHO JOCIIIKEHHS TEeXHOJOT1H
WebGL Tta icHyrounx rpadiuaux Oi0Omiorek. Ha OCHOBI MpoBeaeHUX TOCIIIKECHb
OTPUMAaHO HACTYITHI pe3yIbTaTH:

1. TlpoananizoBaHo poOOTy cydacHux OpaysepiB. [IpoBeneHo orsi
TEXHOJIOT1 cTBOpeHHs rpadiku. [IpuBeneHo 6a30B1 XapaKTEPUCTUKH Ta CTATUCTUKY
BUKOPDUCTaHHS Yy pI3HUX KpaiHax cBity. IIpoaHanizoBaHO Ta HaBeJEHO MOPIBHIHHS
BEKTOPHOI Ta pacTpoBoi Ipadiku Ha Pi3HUX IIaTPopMax y BUKOPUCTAHHI CydaCHUX
Opay3epax.

2. PosrasmyTo mporpamu asisi CTBOpeHHs rpadiyHux Mojeneil. Onucano poOoTy
nporpamu Blender ta 3dsMax ta naBeaeno 6a3oBi (yHKII, iHTepderic 1 0COOIMBOCTI
BUKOpHUCTaHHSA. TakoX MpoaHali30BaHO METOAW IHTerpamii 3  rpadiyHUMHU
Oi6morekamu. HaBeneHO MOpIBHSHHSA 3 aHAjJoramu, SIKi IPEJCTaBIICHI KOMITaHISIMH
PO3pPOOHUKAMH CaMHX MIPOTPaM JJisi CTBOPEHHS TpadiuHUX MOIeTIEH.

3. Buueno Bukopuctanuas WebGL API, skuii € 6a3010 11 rpadigamx
6i6:miorek. 3a gormomororo WebGL Takox MOXIJIMBE CTBOpEHHs rpadiku B Opaysepax,
ajie 1e crae Jenali CKIaJHIle HiK MOTPIOHO I O4iKyBaHOTO pe3yibTaTy. HaBemeHo
CHUCTeMHI BUMOTH, IPUHIUI Ta cTpykTypa podotn WebGL nonatky. Takoxk HaBemeHO
MOPIBHSIHHS 3 IHITUMU TEXHOJOT1SIMH.

WebGL € 3D rpadiuHoro 0610110TeKO0, sIKa [103BOJISIE CYYACHUM I1HTEpHET-
Opay3epam mantoBaTu 3D-clieHH cTaHAAPTHUM 1 ePeKTUBHUM criocoOoM. PennepuHr -

e Bi3yani3allisi TMpPOLECY CTBOPEHHsS 300pa)kKeHHs 3 MOJEil 3a JOMOMOTOI0
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KOMIT'FOTepHOI nporpaMu. OCKUIBKHU 1I€H MpoLleC BUKOHYETHCS HA KOMI'IOTEP1, ICHYIOTb
pi3H1 cIOCOOM OTPUMAaHHS TAKUX 300pa’KEeHb.

[lepmia BIAMIHHICT, BHKOPHUCTAHHS OYIb-KMX CHELAJIbHUX TrpadIiyHo-
anapatHux 3aco0iB uu Hi. IIporpamMuumii peHaep, BUKOPUCTOBYETHCS B TUX BUIAJKAX,
KOJIM BCl pO3paxyHKH, HEOOXiIHI Juisi BIATBOpeHHA 3D-CleH BUKOHYIOTHCS 3
BUKOPHUCTAaHHSIM OCHOBHOTO TIpOIlECOpa KOMIT'IOTEpa; 3 iHIIOTO OOKYy, BUKOPHUCTaHHS
amapaTHOTO PEHJIEPHUHTA, € aKTyallbHUM B THUX BHITaJKaX, KOJH € TpadidHuii Mporecop
(GPU) nns oOuucnenns 3D-rpadiku B peaqbHOMY yaci. 3 TEXHIYHOI TOYKU 30pY,
anapaTHUN peHJepHUHT € HabaraTo OUTbII e(EeKTUBHUM B MOPIBHSIHHI 3 TPOrPAMHUM, 0O
€ crerianxi3oBaHl amapaTHi CKJIa/J0Bi, siki 0OpoOstoTh omneparlii. Ane, 3 1HIIOro OOKY,
NpOTpaMHUI PEHJACPUHT 3a3BWYail OUTBII TIOMUPEHWH Yepe3 Opak amapaTHUX
3aJIEKHOCTEN.

Jpyra BiIMIHHICTb, 1I€ TPOIEC PEHAEPUHra JIOKaTIbHO a0o BigaaneHo. Komu
300paxeHHs, sike Mae OyTH BimoOpakeHa CKJIaJHe, TO PEHSPUHT, IBU/IIIE 3a Bce, Oy e
BimOyBatucs BignaieHo. Lle Bumanok 3D-aniManitnux GuIbMIB, KOJIU BUALICHI CEPBEPH
3 BEJIMKOIO KUIBKICTIO aliapaTHUX PECYPCiB JO3BOJISIOTh PEHACPUTH CKIIA/IHI CIICHH - 1€
cepBepHUil peHAepuHT. [IpOTHIIEKHICTIO 1IBOMY € PEHACPUHT, IO BHUKOHYETHCS
JIOKAJBHO - 1€ KIIEHTCHKUN PEHICPUHT.

WebGL mae ki1ieHTO-Opi€eHTOBAaHMM MMIJXIJ; €JIEMEHTH, SKi CKIQJal0Th YaCTUHU
3D-cuenu, 3a3BUYail 3aBaHTAXYIOThCS 3 cepBepa. OnHaK, BCS Mojanbiia o0poOKa,
HEOOXiHA IS OTpPUMaHHSA 300paKeHHS BHUKOHYETHCA JIOKAJIbHO, 32 JOTIOMOTOIO
rpadiuHOro 00 THAHHS KITIEHTA.

Takoxx Oyn0 mpoaHaTi30BaHO JBa HAWMOMYJAPHIII Ta KOHKYpYOUi 0107110TeKH,
ski 3acHoBaHi Ha 0a3i WebGL. IlpoBeneHO MOpPIBHSHHS y BHIVIAI ITOIIATOBOTO
CTBOpPEHHS 0a30BHUX €JIEMEHTIB.

4. 3anmponoHOBAaHO MiAXia 10 CTBOpeHHs rpadiuanx iHTepdeiiciB. BusnaueHo
HaWKpaluii BapiaHT peaiizaiii B IUIaHI MBUAKOCTI pOOOTH, MIBUIKOCTI CTBOPEHHS Ta
3arajbHOTO pPE3yNbTaTy s MOJANBIIOr0 3acTocyBaHHA. Bukopuctanus Three js
010s1i0TeKu y po3poOili rpadiuHux 1HTep(dEiciB Mae mepeBaru y MBUIAKOCTI Ta SIKOCTI

pO3po0OKHK Ha BIIMIHY BiJ BCiX IHIIUX PO3TJISHYTUX TE€XHOJIOTIH. 3alpOHOBAHUMN MIAX1X
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He BuMarae nornubnenux 3Hanb OpenGL abo WebGl, Mae MoxnuBOCTI iHTEerpauii 3
CyyaCHUMHU TpOorpamMamMH JiJisi CTBOPEHHA TIpadiuHUX MojJeiaedl Ta Moxe OyTu
MamTabOBaHUM B MailOyTHbOMY.

5. Po3pobiieHo cTapTan-npoexT, sikuil 0a3y€eThCsl HAa MPOCYBaHHI HA PUHOK
po3poOku rpadiuHux 1HTEpENCiB, 3 BUKOPUCTAHHSIM 3alpPONOHOBAHOTO METOMY.
[IpoBeneHo AOCHIIKEHHSI TOLLIBHOCTI Ta PEHTA0EIbHOCTI JAaHOr0 OI3HEC-TIPOEKTY Ta

BU3HAYEHO, 1110 KOMEpIliali3allisi IPOEKTY € JOLUUILHOIO.
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JIOJIATOK A

Pedepat anrniiicbkor0 MOBOIO Ha TEMY MaricTepchKOi JucepTarii
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ABSTRACT

WebGL was originally based on OpenGL ES 2.0 (Embedded Systems), the
OpenGL specification for devices such as Apple's iPhone and iPad. But the
specification has evolved, become independent, and its main purpose is to ensure
portability between different operating systems and devices. The idea of a web
interface, real-time rendering has opened up a new universe of possibilities for web-
based 3D environments such as video games, scientific and medical imaging. In
addition, due to the widespread use of web browsers, these and other 3D applications
can be launched on mobile devices such as smartphones and tablets.

WebGL is a 3D graphics library that allows modern web browsers to draw 3D
scenes in a standard and efficient way. Rendering is a visualization of the process of
creating an image from a model using a computer program. Because this process is
performed on a computer, there are various ways to obtain such images.

The first difference is whether or not you use any special graphics hardware.
Software rendering is used when all calculations required to play 3D scenes are
performed using the main computer processor; on the other hand, the use of hardware
rendering is relevant in cases where there is a GPU for calculating real-time 3D
graphics. From a technical point of view, hardware rendering is much more efficient
than software rendering, as there are specialized hardware components that handle
operations. But, on the other hand, software rendering is usually more common because
of a lack of hardware dependencies.

The second difference is the process of rendering locally or remotely. When an image
that needs to be displayed is complex, the rendering is more likely to occur remotely.
This is the case of 3D animated films where dedicated servers with many hardware
resources allow for rendering complex scenes - this is server rendering. The opposite is
local rendering - client rendering.

WebGL has a customer-centric approach; the elements that make up the 3D scene are
usually downloaded from the server. However, all further processing required to obtain

the image is performed locally using the client's graphics equipment.
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As with any 3D graphics library, WebGL requires the presence of certain
components to create 3D scenes.
Items:

e Ascene is a 3D space that houses the desired objects: elements (meshes)
and light sources that illuminate the elements on either side.

e Camera - point, display the scene space.

e Light source - the element that creates the light. It can be scattered, point,
directional

e Mesh is a scene element that consists of geometry and material. 3D object.

e Geometry is a set of vertices that, when generated, are interconnected by
graphic primitives.

e Material is a way of displaying and the appearance of an element. This is
how he behaves as part of a performance on stage. Shadows and reflections are the
simplest examples to demonstrate.

e Texture is an image that can be used within a material to give the
appearance of an object.

How WebGL works:

1. The process begins with the creation of an array of vertices. This array
contains the attributes of vertices: location in 3D space, texture, color, or normal (light)
information. This information is created in JavaScript from 3D model description files
(.obj files) or from a library that describes an array of vertices of geometric shapes.

2. The vertices are then sent to the GPU. However, you also need to pass an
array of vertex indices to control the transformation of vertices into triangles

3. The GPU reads each vertex from the vertex buffer and drives it through the
vertex shaders. The vertex shaders calculate the vertex position on the screen, color,
texture coordinates.

4. The GPU connects 3 vertices into triangles using an array of indices.

5. Then there is a rasterization, bringing the image to the format of pixel
fragments.

6. The formed pixels pass through the pixel shaders. The pixel shader
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calculates the color and depth of each pixel. At the same stage, there is a texture overlay
and a lighting calculation. The calculated pixels are placed in the frame buffer (frames).

7. Frame buffer - the last stage of playback. The result of his work is a 2D
screen with depth effects.

8. The first argument of this function is the line display, the second is the
index in the buffer from which the display will start, drawArrayLength is the number of
elements to draw.

JavaScript programming. Working with JavaScript allows you to access and
easily access all DOM elements, as opposed to communicating with applets. Since
WebGL is programmed in JavaScript, it makes it easier to integrate WebGL
applications with other JavaScript libraries such as JQuery and other HTML5
technologies. Automatic memory management: Unlike its sister OpenGL and other
technologies, where there are specific operations to manually allocate and free memory,
WebGL does not need it. It follows that when JavaScript exits a variable from the
scope, the memory it occupies is automatically freed. This greatly simplifies
programming, reduces the amount of code, makes it clearer and clearer.

Perseverance: Thanks to modern technological advancements, JavaScript-enabled
web browsers are being installed on smartphones and tablets. At the time of writing, the
Mozilla Foundation is a program for testing WebGL capabilities on Motorola and
Samsung phones. There are similar developments in WebGL support for the Android
platform.

Performance: WebGL application performance is comparable to equivalent
standalone applications (with some exceptions). This is due to WebGL's ability to
access local graphics hardware accelerators. So far, many web technologies for 3D
rendering use software rendering.

Zero compilation: Given that WebGL is written in JavaScript, there is no need to
pre-compile the code before executing it in your web browser. This allows you to make
changes on the fly and see how those changes affect the 3D web application. However,
when we touch on the topic of shaders, we will realize that we need some compilation.

However, this is done through our graphical hardware, not from our browser.
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The library itself is written in JavaScript and is intended for use in the javascript
environment. Mostly, this means that it will work on the client side - in a web browser
on any device. But with node.js and headless browsers it can also be used on the server
side.

Most three.js projects feature real-time 3D graphics where user interaction results
in immediate visual feedback. Another type of 3D graphics is either different effects, or
artificial characters in movies, or various "renderings" that you can see printed or in a
web browser.

The subset of all this is 3D math. 3D graphics cannot be done without
mathematics, and computer languages do not understand the default 3D concept. This is
where the library comes in, it summarizes those mathematical operations, perhaps
optimizes them, and opens up a high-level interface such as Matrix4 or .dot ().

Three.js has its own math library with some classes for 3d math. There are
standalone libraries that do this math on their own, but with three, it's just a subset of a
much larger system.

You can select an area of three.js that serves as this general 3d world abstraction.
A scene graph is a data structure used to describe how objects in a 3D scene (world)
relate to each other. In fact, it should not be 3d, as it is a convenient way to describe any
vector graphic hierarchy. It is specifically a "tree” made of "nodes" with a "root node"
that branches. In three.js, the base class for this data structure is Object3D.

It's almost exactly like a DOM tree. The scene would be similar to <body> and
the rest would be industry. At DOM we can position things, but they are quite limited.
Rotation usually happens around one axis, and we move things left / right or up / down.

Scene Three is reminiscent of a virtual DOM. We do our operations and set the
state in this tree, and when we want to take a visual snapshot of that state (say, in a
continuous loop or some user interaction / change of state), we call a renderer (scene).
You don't want to update an entire DOM tree when something changes, whereas with
the <canvas> element, we have to clear the entire view and then redraw everything,

even if only one element has changed position.
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An open-source library for creating full-fledged 3D applications and games that
work in a web browser without the use of third-party plug-ins and extensions. Babylon
JS is close to ThreelS in its capabilities, but has some built-in features not available in
Three JS out of the box. These nice features include the built-in oimo.js physical engine,
a simple enough way to create a realistic landscape using a height map. Of course, in
three js there are also such opportunities, but they are implemented with the help of
various additional applications. However, the functionality of the library has to pay a
modest weight of 800 KB.

Babylon.js was created using the TypeScript language. TypeScript compiled and

multi-platform language generates pure JavaScript code.



