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AHOTANIA

MeTtoro maHoi poOOTH € po3poOKa JOMATKY JIJIsi MOJICITIOBAHHS, peIaryBaHHS Ta
BiIOOpakeHH O00’€KTIB OaTUMeTpii, a TaKoXX 3aCTOCYBaHHS JI0 HHUX METO/IIB
1HTEpIOJIALIT Ta TPIaHTYJIALIT anroputMamu Jleione.

OOG’eKTOM JIOCHIKEHHS € OaTUMETpis Ta MOJEIIOBaHHA 11 OO0’€KTIB Yy
po3pobeHOMY IoAaTKy. Y poOOTI HaBEACHO Pe3yJbTaTH aHANI3y MPeaMEeTHOI 00IacTi,
3aCTOCYBaHHS JIOAATKY JJIsi MOJIEIIOBaHHS 00 €KTIB OaTHUMETpii, OMHC pO3poOIEHOTO
IPOrpaMHOro 3a0e3eyeHHs, HOro MPOEKTYBaHHS Ta MporpaMHa peaizalfis.

OOcsar aumioMHOI poboTH ckiamae 122 cropinka, poboTta MICTUTH B co0i 49
pucyHKiB, 1 Tabmuis, 2 nogatku Ta 20 MOCHIIaHb.

KmouoBi ciosa: C#, WPF, OpenGL, OpenTK, GLSL, BATHUMETPIA,
IHTEPIIOJIALIA, TPIAHTYJIALIA AEJIOHE, JSON

ABSTRACT

The aim of this work is to develop an application for modeling, editing and
mapping of batimetry objects, as well as the application of methods of interpolation and
triangulation by Delaunay algorithms.

The object of research is batimetry and modeling of its objects in the developed
application. The work describes the results of the analysis of the subject area, the usage
of the application for modeling batimetry objects, the developed software, its design and
software implementation.

The volume of the thesis consists of 122 pages, the work contains 49 figures, 1
table, 2 appendices and 20 references.

Keywords: C#, WPF, OpenGL, OpenTK, GLSL, BATIMETRY,
INTERPOLATION, DELONE TRIANGULATION, JSON
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IHEPEJIIK YMOBHHUX ITO3HAYEHb, CKOPOUYEHD I
TEPMIHIB

C# — MoBa nporpaMyBaHHS.

OC — omeparriifHa cucTema.

NET — mnatdopma asist po3poOKu MporpaMHOTro 3a0e3MeueHHH.

XAML — nexnapaTuBHa MOBa PO3MITKH.

OOII — 00’€KTHO OPIEHTOBHE MPOrPaMyBaHHS.

WPF — rpadiuna nigcucrema.

[eiinep — nmporpama i OHOTO 13 CTYIEHIB IpadiuHOTO KOHBEEPA.
OpenGL — cnenudikaiiis mporpaMHOTo iHTephEHCy U1 BAKOPUCTAHHS
JIBOBUMIPHOT Ta TPUBUMIPHOT rpadiku.

[13 — nporpamue 3abe3reueHHs.



BCTYII

Ha crorouimiHii 4ac iCHy€ B BeIMKa KUIbKICTh ITPOTPAMHOT0 3a0€3IeueHHs IS
MOJICTIOBaHHS 00’ €KTIB, aje OUIBIIICTh 3 HUX a00 CKJIaJgHa B OCBOEHHI, a0o(Ta) Hamae
VOpaBIIHHSA JTaHUMU HE3aJI0BUIbHE MJIsi KOpHCTyBaua. Taki mporpamMu moTpeOyroTh
BEJIMKOI KUTBKOCTI OOYUCITIOBAILHUX PECYPCIB, M0 TIPH MOACIIIOBAHHI B po3po0iIi irop,
CTBOPEHHI BI3yaJIbHUX 00’ €KTIB KIHO a00 MpH po3poOili, HANPHUKIAJ, JeTajeil Ha
MIJMPUEMCTBI, MOXJIUBO 1 € peHTa0eIbHHMM B CEHCl NpHUA0AHHS OCHAIICHHS s
MPUIIBUJIIICHHS CKIaAHUX OOYMCIICHBb Ji1 MOJECIhOBAHUX OO’€KTIB, ajie y BUIAIKY
MOJICIIIOBAHHS TAKOTO 00’ €KTY SIK penbed 11e He 3aBXK/IU TaK.

JIisl TIOTEHITIHHOTO KOpPUCTYyBada € aKTyaJbHHAM BHKOPHCTAHHS IPOTPaAMHOTO
NPOAYKTY, (DYHKIIIOHAT Ta MPU3HAYECHHS SIKOTO MPEICTABJICHHI Y BUIJISAAI MPOCTOTO B
OCBO€HHI 1HTEpQeiCcy ynpaBlliHHSI Ta BUKOHAHHS 3aja4, SIKI CTOCYIOThCS KEpyBaHHS
MOJIEJUTIO OaTUMETPII.

OckinbkH TemaTHKa OO0 ’€KTYy HE € TONYyJISIPHOK Ha PHUHKY IPOTPAMHOTO
3a0€3MeUCHHs, a caMe ICHY€ JIUIIe HEBEJIMKa KUTbKICTh CIEIiali30BaHUX MPOrpaM st
penaryBaHHs 00’ €KTy OaTUMeETpii.

Ha >xanp, Taki mporpaMHi pilleHHs, 3a3BU4ail MO>KHA OTPUMATH JIUIIE 32 BapPTICTh,
BEJIMYMHA SIKOT pO3paxOBaHAa HA BUKOPUCTAHHS JNESIKOI KIJIBKOCTI KOPHCTYBaylB Ta HE
BKJIFOYAIOTh B c€0€ PIllIeHb JJIs1 MPUI0aHHS JJIs1 0OCOOMCTOTO BUKOPUCTAHHS, 1110 3MEHIITYE
KUIBKICTh 3aJIOBOJICHMX KOPHCTYBauiB Ta KOPHUCTYBadiB, SIKI MalwTh MOTpeOy B

MOJICJIIOBaHHS Ta KEpyBaHH1 JaHUMU OATHUMETPIi.



1 TTOCTAHOBKA 3AJJAYI PO3POBKHU PEJJAKTOPY
BATUMETPII

JIst po3poOKH TPOTpaMHOTO 3a0e3NeueHHs HEOOXIqHO WITKO BU3HAYHMTH HOTO
byHKIIIOHAN, MISIBHICTH KOPUCTyBada B CHUCTEMI Ta pe3yJibTaT, SKUM HaJaBaTHMeE
nporpamMa B pe3yibTari poOOTH, @ TAKOK CUCTEMATH3allisl JaHUX BCEPEANHI CUCTEMHU.

byna mnocraBieHa 3amada po3poOKH TPOTPaMHOIrO 3a0e3MEUYEHHs, B SKOMY
KOpHUCTYBa4 MaTUME MOXJIUBICTh IMIOPTYBATH Ta €KCHOPTYBATHU JIaH1 IO Ta 3 CUCTEMH,

3MIIICHIOBATH TIEPETBOPEHHS, KEPYBAaHHS Ta Bi3yallbHE 300paKCHHS TaHUX OaTHUMETPIi.

1.1 CrTBOpeHHs cHCTEeMH IMIIOPTY TA EKCIOPTY JAHUX

JIJist 3pydHOTO KEpyBaHHS JaHUMHU KOPHUCTYBady HEOOXITHO MaTH MOKJIMBICTH
OTpUMATH JaHl 3 CUCTeMi y 3pYyYyHOMY IJisi Meperyisiay KopuctyBauem Qopmarti. s
BHECCHHSI Ta BUBEJICHHSI JaHUX JI0 CHCTeMHU 00paHo BukopuctanHs ¢hopmary JSON, 1o
€ 3pYYHUM IS TEperyisiay JIOAWHI Ta HE € CKIATHUM JUIs TOJIA cepiamizamii Ta
Jecepianizallii 3 Ta 10 JaHUX B CUCTEMI.

Jlnist peanizanii Takux nojii 00paHo BUKOpUCTaHHS (peiMBOpPK 11t MoBH C# min
Ha3Bot0 Json.NET Big Newtonesoft[9]. Bin creriaibHo po3po0ieHuii 715 TepeTBOPEHHS
nanux 3 Ta B JSON ¢dopmari, MOCTIHHO OHOBIIOETHCS, ONTUMI3YETHCS Ta € JETKUH y
BUKOpHCTaHHI. Joro peamizoBaHi MeXaHi3MH 3a[OBONBHSAIOTH OTPEOH I

dbopmaTyBaHHS TaHUX.



1.2 CrtBOpeHHs cUCTeMHU 00POOKH JaHUX

Jnis oOpoOKM AaHMX B CHCTEMI € HEOOXITHUM BpaxyBaHHS MOJIENEH MOBEIIHKU
JaHUX pi3HOTO (hopMaTy, a TAKOXK iX 00pOOKH Ta 30epekeHHs B yHIBepcallbHOMY (popmari
JUIS BI3yaJIBHOTO 1X TIpEJCTaBJICHHS B 1HTepdelci KOpHUCTyBadeBl, THYYKOrO iX
BUKOPHUCTAHHA Ha PI3HHUX €Tall ICHyBaHHS Ta B MPOCTE 3aCTOCYBaHHS PI3HUX MOIYJISX.
Bxignumu panumu € ¢ain y gopmati JSON — xapakrepuctuka o0'ekty. Buxignumu
JIAHUMHU € Bi3yajbHe 300pakeHHs 00’ exTy Ta ¢ain y popmati JSON — xapakrepucTuka

00po0JeHOro 00’ €KTYy.

1.3 CTBOpeHHSI YACTHMHU NMEePETBOPEHHS TAHUX

HeoOxinHo po3poOutu cuctemy, B ki OyJe 00’e€lHaHe KepyBaHHS 00’ €KTaMu
CHUCTEMaMH Ta iX MEePETBOPEHHS B 3aJICKHOCTI Bl TUIY KepoBaHOro 00’ekty. Cucrema
KepyBaHHs Mae OyTu HammcaHa Ha MoBi C#[4] i3 BukopucTaHHsAM (HPEHMBOPKIB Bij
ALGLIB[10] ra Triangle.Net[11], sixi HaBiTh y BUIIAIKy HEKOMEPIIITHOTO BUKOPUCTAHHSI
HAJal0Th HEOOXIMHUW (YHKIIOHAT I TMEpPETBOPEHHS AaHMX O0’€KTy B OakaHUU

KOPHUCTYBayeBI.

1.4 CrBopeHHs inTepdeiicy KopucTyBaia

[nTepdelic kopucTyBaua TMOBHHEH HaJlaBaTH BidyalibHe Ta 1H(opMarliiine
300paKE€HHS TaHUX 00 €KTY, HAJl AKUM KOPHUCTYBad 3/1MCHIOE TIEPETBOPEHHS, a TAaKOXK

KEpyBaHHS TaKUMH 00’ €KTaMU Ta CUCTEMOIO.
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Komndirypariis cuctemu kepyBaHHSI CHCTEMU Ma€e IUHAMIYHO BioOpakaTu JaHi, a
TaKO IMaHeNlb HOro KepyBaHHA 3 HA0OPOM HalaIITyBaHb 00’ €KTY Ta (PYHKIIN ISt HOTO

00poOKH.

1.5 BHCHOBOK 10 PO3IiiLy

Y nmaHomy po3aun Oyno OMUCAHO METy JUIUIOMHOI pOOOTH, BUMOTH 1O
pO3pO0JIFOBAHOTO J10J]aTKa, MPEJICTABICHO HEOOXITHUNM (PYHKIIOHAN, 10 Mae OyTH

peanizoBaHui B MPOrpaMHOMY 3a0€3MeUeHH1 JJIsl JOCATHEHHS TTOCTaBJICHOT METH.
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2  OIIMC MPEJMETHOI OBJIACTI

AHani3 Ta MpOrHO3YBaHHA JAHHMX TaKOro 00’€KTa SIK MOPChKE JAHO € HE MEHII
BRJIMBUM aHDK aHami3 HaszemMHoro penbedy[l3]. Buuenns 00’exkty Oarumerpii
OB’ sI3aHE 3 reoJioriero, reorpadiero Ta rigposokaiito. [lani 6atumeTpii mogarThes 3a
JIOTIOMOTOI0 CUCTEMH KOOpIMHAT, 3HAYEHHS BUCOTU SIKUX PAaXY€eThCS 3a JOMOMOIOI0
CEpeIHbOTO PIBHS NMPUJIMBIB Ta BiIKMBIB. OTpUMaHi B pe3yJbTaTl JaHl 4epe3 e MOXKYTh
MaTH AesIKy IOXMOKY B CBOI 3HAUEHHSX, 1110 MOTIPIIYE SKICTh aHAJI3y Ta 0OPOOKHU TaKUX
JTAHUX.

Amnaii3z qaaux 6aTUMeTpil BUKOPHCTOBYEThCS B Oarathox chepax, cepen Hux[12]:

1. MoenroBaHHS HOBEIIHKH BOJ B OK€aHAX B 3aJIC)KHOCTI B1J IIOTOJH.

2 MonentoBaHHS TeHepallii Ta pO3MOBCIOJIKEHHS IyHaMI.

3 3CcyB IPYHTY Ha Oeperax o3ep, pluoK, MOPiB Ta OKEaHiB.

4, ["eonokarriss MOPCHKUX CYyJeH, Oapx, KaTEePiB TOIIIO.

5 MonentoBaHHS penbedy MOPCHKOTO JHA VIS OLIIHKHU BILTUBY 3€MJIETPYCIB.

Jlns Toro, mo0 3MEHIIUTH TMOXMOKY OTPUMAaHMX JaHUX IICIS JOCHIIKESHHS
penbedy, KOPUCTYIOTBCS PI3HUMH METOJAaMHU  IHTEPIOJAlIi, amnpokcuMmalii Ta
tpianrysnii JIenone[2], sky 3acTOCOBYIO 40 MHOKHHHU TOYOK, [0 OMHMCYIOTHCSA 00’ €KTH
HEpEryJIIpHOi CITKH, 30KpeMa OCTaHHBbOI, OCKIJIbKH CKJIAIHICTh B OTPUMAaHHI JIaHHX
MOPCBHKOTO peibedy BHINA HIXK B OTPUMAHHS JaHUX JUISI HA36MHOTO, OCKIJIBKH BOJHE
CEpENIOBUIIE MOXE BIUIMBATH HA SIKICTb OTPUMAHUX JAHWUX, @ TaKOXK 3MIHIOBATH CTaH
penbedy B 3a7I€KHOCTI BiJl OaraThoX (HaKkToOpiB, 10 MOXKE PI13KO 3MIHIOBATH aKTYaJbHICTh
JAaHUX Ta Mojelield siKi 0a3yloThCs Ha IXHbOMY aHami3i. SIKIIO JaHi pPIBHOMIPHO

PO3MOIEH]I Ta YMOBHO (POPMYIOTh PETYJISIPHY CITKY: 3 OJIHAKOBUM IHTEpBajaMH MiX
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CYCITHIMH TOYKaMH, TO JOILIJIBHO 3aCTOCOBYBAaTH IHTEPIOJISIII0 MHOTOWICHOM,

HaIpuKiIaa KyoidHUM, a00 KBaJIpaTUYHUM.
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3 3ACOBM PO3POBKHU PEJAKTOPA BATUMETPII

JI1st pO3p0o0KHM TaHOTO MPOEKTY OYII0 PO3TIISTHYTO O0araTo MOB IIPOTPaMyBaHHS Ta
JIOJATKIB, B IKMX peali30BaHO MPUHIIMITN MOJISTIOBaHHS 00’ €KTiB. /{7151 O1lIHKY Ta BUOODPY

MOBH TIpOTpaMyBaHHSI Ta JOMOMDKHHUX pecypciB Oyiau oOpaHi HAcTymHI KpUTepii

OLIIHIOBaHHS:
1. KpoccmnargopMeHHiCTb.
2 CrpsiIMOBaHICTb.
3 CucrtemHi moTpedwu.
4. CkJ1aHICTh BCTAHOBJICHHSI Ta BUKOPUCTAHHS.
3) CremniHb MATPUMKH pO3POOHUKAMU.

MoBoto nporpaMyBaHHs JJi pO3pOOKH yCiX MOAYIIB mporpamu Oyia oOpaHa MOBa
C# 13 BukopuctanusaM matdopmu .Net 5.0. Ls MoBa mporpaMyBaHHS € TapHUM BUOOPOM
I pO3pOOKHM JOAATKIB i omnepariiiHoi cuctemu WIiNndOWS, BUKOPHUCTOBYETBCS IS
pPO3pOOKH KOPIMOPATUBHUX PIIIEHb Ta HABITh AJI PO3POOKH 1rop.

C#[4] ue moBa mis 00’exTHO-opieHTOBHOTO TiporpamyBanHs (OOII). Konnent
notpumyBanHs npuHuunis OOII gae 3Mory cTBOpIOBaTH THIH Ta CTPYKTYPH JAaHUX Ta
BUKOPUCTOBYBATH HaO1p cTaHAapTHUX (GyHKUIA g Hux. [Tpunmunu OOII 103Boss0TH
rpymnyBaTH JlaHi B 00’ €KTH, 110 MOJIETIITY€E PO3AUISATH ITPOrpamMy Ha MEHIII YaCTUHHU, 1110 B
pe3yJbTaTi J1a€ 3MOTy MIBUAIIE OyayBaTH, KEpyBaTH Ta 00 €IHYBATH Pi3HI €JIEMEHTH
Iporpamu.

Kopuctyrounice OOIl, € MOXJIMBUM KEpyBaHHS BHYTPIIIHIMU aTpuOyTaMu
00’€ekTiB 0€3 HEOOX1AHOCTI HAMPSIMY 3BEPTATUCA IO HUX, a TAKOXK OMUCYBATH MOBEIAIHKY
o0’exTa 3a momomororo naekmaparitii kiaaciB. OOIl MoBu mporpamyBaHHSI 1alOTh 3MOTY

pPO3pOOIATH MOJATKH, SIK1 JIETIIE TECTYBAaTH, YWTATH, JaBaTH OIIHKY Ta BH3HAYaTH
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MICII€3HAXO/PKEHHS TIOMUJIOK, 110 3HAYHUTh JICTIIUN MiAX11 10 HANMCAHHS JOJATKy Ha
TaKiii MOB1 IporpaMyBaHHS.

Moga C# € BUCOKOPIBHEBOIO MOBOIO IIpOrpaMyBaHHs, 00 i CHHTaKC CXOXKHUH Ha
JIOACHKY MOBY. [HIIMMHU CllOBaMH, BOHA Ma€ BUCOKHI piBeHb aOCTpakilii BiAHOCHO
MalIMHHOTO KOAY, IO 3HAa4YuTh, IO KOJ HANMCAaHUM Ha JaHid MOBI Mae OyTH
CKOMITUIBOBAHU I TOTO, I00 TOJIOBHUM MPUCTPii KEPYBAHHSA CUCTEMOIO MIT PO3YMITH
11 KOMaH/I!.

BucokopiBHEBI MOBH € KOPUCHUMH JIJIsl pO3POOHUKIB, OCKUITBKUA TaKi MOBU MalOTh
3HAYHO NPOCTININI CUHTAKC, HI’K HU3bKOPIBHEB1 MOBH $IK C.

3 iHIIOrO OOKY, O/IHA 13 BAKJIMBUX MOMJIMBOCTEH TaKUM MOB sIK C € MOXKIIUBICTh
JOCTYIY A0 MaM’sITi MPUCTPOI0 HAMpPsIMY, BUKOPUCTOBYIOUH CIIeliajbHI THITM KOMaH]I,
SIK1 HA3UBaIOThCS BKa3iBHUKaMU. B Toit yac sk C# — 11e 3/1e01161110r0 BUCOKOPIBHEBA MOBA
nporpamMyBaHHsl ¥ TUIBKM HEBEJIMKa KIJIBKICTh CHOCOOIB yMpaBIIiHHS BKAa31BHUKAMHU €
JIOCTYITHOIO JIsl pO3POOHUKIB.

Mosa C#[14] cama mo co0i Oisible MiAXOIUTH ISl PO3POOKH JOAATKIB JIIS
onepanidHoi cucremu Windows. 3aasku mupokum moxmBocTsM NET Bona crae
THYYKOIO MOBOIO, SIKY MOYKHA BUKOPHUCTOBYBATH Ha Pi3HUX IUIaT(opmax.

NET miarpumye po3poOHukiB C# 3 pi3HUMH THIIAMH CEPEIOBUIN BUKOHAHHS
takumu sk BiaacHui CLI Bim Microsoft. CepenoBuill BUKOHAHHS 3aCTOCOBYIOTHCS B
nporpamax i3 BukopuctanHsMm NET nns mepexnamy kony Hanucanuii Ha MoBi C# y
MalIMHHI IHCTPYKIIi Ha Oyb-SKiH 13 MIATPUMYBAHUX ONEPAIIHHUX CUCTEM.

CyMicHicTh MOB — 11€ e oHa ocobnuBicTh .NET, ska poOUTh nporpaMmyBaHHs
Ha C# 3pyunum. CyMicHICTh o3Hayae, 1o koja C# Moke B3aeEMOMISTH 3 MpOrpamMaMu,
HalMCaHUMU CYMICHUMU MoBamu, Takumu sik C++, F#, Visual Basic 1 Windows
PowerShell. Ile no3Bosi€ po3poOHUKaM BUKOPUCTOBYBATH Pi3HI MOBH TI1]] 4aC pO3POOKHU
OJTHOTO JTOJIaTKY.

I3 Bukopuctanusam miargopmu .NET po3zpoOHrkam Ha MOB1I C# TaK0Xk TOCTYITHUMA
notyxuuii ¢peitmBopk .NET Core, po3pobnenuii mjis CTBOpPEHHS BeO-CEpBICIB 1

nporpaMm. @DOpeldMBOpPK TMOCTABISIETECA 3 HAOOPOM KOMIIOHEHTIB, SIKI MOKHA
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HaJIAIITOBYBaTH, YyHi(iKoBaHUX O10MI0TEK KiaciB Ta 1HIMMX (YHKIIHA, SKi 3HAYHO
MPUCKOPIOIOTH MPOIIEC PO3POOKH.

VYnpaBiiHHS PO3MOAUIOM Ta BUKOPHUCTAHHS MaM’ ATI MPUCTPOIO MijJ yac poOoTH
JOJIATKY € OJHHUM 13 HaWBaXJIMBIIIKX 3aBAaHb JJIS MPOAYKTUBHOCTI poOOTH MPOTrpaMu.
s iboro B MoB1 C# € BOy0BaHUM 301pHUK CMITTSI.

301pHUK CMITTS — 1€ CHCTeMa KepyBaHHS IlaM’sTi, SIKa BIJICTEKy€E HEBUKOPHUCTaH1
1HIII1aJTI30BaH1 €K3eMIUISIpH 00’ €KTH Ta aBTOMAaTUYHO 3BUIBHSIE TIaM ATk BiJ HUX. [1i1 yac
PO3pOOKH OATKIB 3a3BUYall MOTPIOHO HAMKMCATU AOAATKOBY CUCTEMY, 1100 YHUKHYTH
HAKOINMWYyBaHHsI OO’€KTIB, Kl BXKE HE BHKOPUCTOBYIOTHCA B IaMm’ATi. ABTOMAaTUYHE
KEepyBaHHS IMaM’ATTIO IPUIIBUAIIYE pOOOTY PO3POOHUKIB Ta 3BUIBHSIE 1X Bl HATMCAHHS
KOMaH/I /7151 BITHOBJICHHSI HEBUKOPUCTAHUX 00’ €KTIB, OUUIIICHHS [1aM’AT1 Ta pO3MOALTY ii
JUTS] HOBHIX.

Y wmoBi C# 3MiHHa HE MOXKE€ 3MIHWTH CBiM Tunm y komi. Hampukian, sKmio
orojocwi 3MiHHY lamJustAVariable sk mine uuco, To € HEMOKITUBUM HAAATH i Oy/1b-
SIKE€ 3HAYEHHS, KPIM HEJPOOOBOTO YKCIa.

be3neka BUKOPHCTaHHS THUIY TapaHTYyeE, IO YCI 3MIHHI OyIyTh MOBOJUTH ceOe
nepeadadyyBaHUM YMHOM, Ta Jii 3 HUMH OYyJyTh MOKJIMBI JOMIOKW BOHU BiAMOBIAAIOTH
tuny. Kop, mo mictuts 3minny lamJustAVariable, matume mocTyi auiie 10 THX CIIOTIB
nam’sTi, sIKl MpU3HAYEH1 IS [UIMX 4Yucesl. BUKOpUCTAHHS TaKOro MiJIXOAY 3MEHIIYE
BIPOTIHICTH IIOMHJIKAMH 3’ IBUTHCS.

MoBa C# BHUKOHYe NEpeBIPKY THUIy MiJ 4Yac KOMMUIALII, 10 HOCHUTh Ha3BYy
cTaTWyHa Tumizaimis. Takui MAXi J0MOMara€ BUSBIATH TOMUJIKA BUKOPUCTAHHS
HEIMPaBUJILHOTO THUIy JO IOBHOIIIHHOTO 3amycKky mporpamu. OJHaK, HaA MOMEHT
HaITMCaHHS IOTOYHA BEpCis MIATpUMYyE AWHAMIYHE TpHW3HadeHHs Tumny. Lle mo3Boise
CTBOPIOBATH 00’ €KTH SIK AUHAMIYHI, aJi¢ BUSBJICHHS TOMIJIKH Oy]1€ JIMIIIE MOKIIUBUM TI1]]
yac BUKOHAHHSI POTPaMHU.

JluHaMiyHUM mapaMeTp HaJae po3poOHUKaM OLIbITY THYYKICTh Ha eTari po3po0Ku
Ta CIPOIIyE B3aeMOJli 3 (parMeHTamMu KOy, IO HAAXOANTh 3 I1HIIUX CEPEIOBHIIL

BUKOHAaHHA.
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Jis  po3poOku  iHTepdeiicy OyB oOpanuit  pecypc Windows Form
Presentations[15]. Bin mae uusky nepesar. Ilo-niepie, WPF Mae miaTpuMKy sicKpaBHX
Bi3yallbHUX 300paxkeHb Ta aHiMmarii. Takox BIH € 4YyaoBOIO TUIATGOPMOIO ISt
BUKOPHCTAHHS B IPOTpaMax, A€ 3aCTOCOBYIOThCS pi3Hi Tunu Mexia. [lle WPF minxonuTs,
KOJIM ICHy€ TTOTpeba B po3po0Iii KOMILJIEKCHOTO iHTepdeicy s KoprucTyBada abo SKIIo
NOTPiOHO JAWHAMIYHO 3aBaHTaXyBaTH daHl g0 1HTepdelicy, abo SKImO MTOTPiOHO
JTWHAMIYHO OTPUMYBATHU JaH1 3 BeO-ClIy>k0, a00 Mpu CTBOPEHHI HACTUIHBHOTO JIOJATKY 3
MOKJIMBICTIO JJoJaHHs BeO-HaBiramii. WPF Mae mmpoxuii ¢pyHKITIOHAT, a TAKOK BETUKY
KUIBKICTh MIATPUMYBAHUX KOMIIOHEHTIB Ta 3ac00iB poOoTH 3 HUM. Kpim TOro moxHa
BUJILJTUTH TaKOX HACTYITHI HOTO TIEpEeBaru:

1. Po3po0neHi mporpamu Jierko MacmTaOyBaTu.

2. Po3pobneni mporpamMu MOKyTh OyTH 3amyllleHI HaBITh Ha TaKUX CTapUX

omepariiiiaux cucremax sk Windows Vista.

3. [TnaTdopMa BUKOPUCTOBYIO IEKIapaTUBHUM CTIOCIO KOTYBaHHS €JIEMEHTIB;

4, Hu3sbki cucremHi motpedu:

1) .NET Framework 3.0;
2) DirectX9 cymicHa BijeokapTa.

5. MoOXIHMBICTh TOBTOPHOTO BUKOPHUCTAHHS KOITY.

XAML — e moBa, sika 6azyetbcs Ha Mol XML, 1e peanizoBaHO MOXJIHUBICTh
BUKOPUCTAHHS €JIEMEHTIB TEKCTOBUX OJIOKIB, BUMAJAI0OUUX CIHCKIB, KHOMOK Ta 1HIIHMX
eqieMeHTIB 0a3oBoro iHtepdericy. Takox B HbOMY MOXHA ONHMCYBATH CTHJII YCIX
KOMITOHEHTIB: 3MIHIOBATH iX po3Mmip, koJiip Tomlo. [nrepdeiic Ha mnardopmi WPF moxe
OyTH HamucaHuii 3a gonomoror Mo XAML.

OpenGL — 1e HaWOLIBII TOMMPEHUNM HA aJanTOBAHWUW NJii BUKOPUCTAHHS
JBOBMMIpHOI Ta TpuBHUMIipHOI rpadiku API[7], skuii BUKOPUCTOBYETHCSA B BEIHUKIH
KiibKocTi aonatkiB. Ileit APl He 3amexuTh BiJl OKpEeMHUX JOJATKIB Ta OMNEpariiHuX
CHUCTEM TaK caMO ¥ Bil HasBHOCTI 3’enHanHs 3 [HTepHerom. OpenGL nmae 3mory

PO3pOOHKKaM MPOTrpaMHOTo 3a0e3MeUYeHHs] CTBOPIOBATH BUCOKOMPOAYKTHBHI rpadiyHi
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JIOTaTKH JJISI MOJICTTIOBaHHS, CTBOPEHHSI BI3yaJIbHOTO KOHTEHTY, PO3Bar, po3poOKH irop,
BUKOPHUCTOBYETHCS IT1JT 4ac pO3pOOKH J0J1aTKIB Mg chepu MaHy(paKkTypu, MEIUIIMHHU Ta
BipTyasnbHOi peanbHOcTi. OpenGL Hamae MOKIIMBICTh BUKOPUCTAHHS YCIX 0COOIMBOCTEH
OCTaHHIX Bepciit rpadiyHUX TPUCTPOIB.

OpenTK — me 6iomioTeka[8], mo 3a0e3meunii BUCOKOMIBUAKICHUN JOCTYI 0
OpenGL B nogatkax Ha 6a3i matdopmu .NET. OpenTK po3pobiiennii AJ1s OJIETIIICHHS
po6otu 13 APl OpenGL nHa moBi C# He BIuIMBarouu Ha IPOJYKTUBHICTH Ta € OC3MECUHUM
JUTsl BAKOPHUCTAHHS, X04 1 Hanmucanuii Ha MoBi C Ta Mae mpsIMUI TOCTYIT 70 TaM’ SITi
MPUCTPOIO 1T YaCc POOOTH MPOTPaAMH.

OpenTK He € 610710TeKOI0 3 TAKUM BEJIUKUM (PYHKITIOHAJIOM, SIK IrPOBHUI IBUTYH,
bpeliMBOpk ab0 IBUTYH JJIsl MOJIeJIFOBaHHS rpadiku, a00 MOBHOIIHHOIO ay/110CHCTEMOIO
caM 1o co0i. 3amiCTh ILOTO MOr0 HHU3BKOPIBHEBUN pIBEHb peallizallii J03BOJIE
PO3pOOJIATH YCI 111 pedi.

OpenTK Takox BKIItoUa€ B o0l MaTeMaTU4Hy 010110TEKY /TSl CTAaHAAPTHHUMA THITIB
JaHUX Yy Tpadiii Taki sIK BEKTOPU Ta MATPHIIl, IO JO03BOJIIE PO3POOHUKY YHUKHYTH
noTpebu po3poOku BracHuX. L{i T po3poOieH! TaKUM YUHOM, OO HUMU OYyJIO 3pyYHO
KOPUCTYBAaTUCh Ta B TOM k€ 4yac iX pobora Oyna mpoayKTUBHOW. Bech dyHKIIOHAT
OpenTK He mnoTpeOye MOJATKOBUX HaJAIITyBaTh Ha JOCTYIHHUM Ofpa3y Mmicii
BCTAHOBJICHHS 010110TEKH.

Jns podoru 3 WPF[20] intepdeticamu, came BUKOPUCTAaHHS rpadivyHOro BiKHA
OpenGL B apomy OpenTK wmae pimenns y purisaai nakery OpenTK.GLWpfControl[19],
BCTAHOBJICHHS SIKOTO JI03BOJIsIE BUKOPUCTOBYBaTH rpadiude BikHo OpenGL sk oauH 13
CTaHJApTHUX €JIEMEHTIB IHTepdecy Ta KepyBaTH HUM, a TAKOXK Y TAKOTO BIKHA € JIOCTYTI
JI0 BCbOTO (pyHKIIIOHATY OCHOBHO1 O610mioTexn OpenTK.

st cepiamizamii na gecepiamizariii ganux OyB oOpanmii makeT JSON.NET Bix
Newtonsoft[9]. Lleit makeT 103BOJIs€ 3pYYHO Ta IIBHIKO IMEPETBOPIOBATH 00’ EKTH MiX
wiatdopmoro .NET i JSON ta narnaku[18].

Kpim mporo BiH J03BOJIsI€ CTBOPIOBATH BJIACHI THIK OO ’€KTIB IPSAMO IIiJ dac

3anoBHenHs JSON (aiiny. Moro peanizanuis 3a mpoayKTHBHICTIO € mBHAMO0[16] Hix
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BOynoBaHMil maket /s cepianizamii ganux B JSON ¢opmarti Big .NET. A Takox #oro
niaTpuMytoTh 3 Bepeii .NET 2.0.

ALGLIB - mue xpoccmiardpopmena 0i0mioreka[l0] uucenpHOro anamizy Ta
o0poOku nanux. Bona 3a0e3meduyio aHami3 JaHWX, ONTHMI3AIlil0 HEMHINHI omeparrii,
IHTEepIOJIAII0 Ta JHIHHA W HEMHIMHA TIATOHKAa METOJOM HaWMEHIIMX KBajpaTiB,
ITOPUTMH JIiHINHOI anreOpu, mpsMi Ta 1TEpaTUBHI JiHIMHI omeparii, meron FFT
IIBUJIKOTO TIepeTBOpPEeHHs piBHSAHHI Dypbe Ta Oarato iHmmx anroputmiB. ALGLIB
noctynmauii Ha MoBax C++, C#, Delphi, a Takox 3maTHWI TpaitoBaTH Ha 0araTbox
orepariitHux cucremax Bkmogaroun Windows, POSIX, Linux Tormro.

Triangle. NET — 6i6mioreka[ll], 3acoOu sKOi JJ03BOJIAIOTH CTBOPIOBATH
JBOBUMIpHI TPIAHTYJSALII0 METOoJaMH JleoHe Ta BHUCOKOSIKICHI CITHACTI MOBEPXHI Ha
OCHOBI JIaHUX TOYOK 200 IMJIOCKUX MPAMOIIHIHHUX TpadiB.

Tpianrynsiiss MeTogaMu J1aHoi 010J110TeKH MOXKEe OyTH BUKOHAaHA 3 HACTYMHUMU

OCOOJIMBOCTSIMHU:
1. OOmesxeHa TpiaHTyJsiist JleoHe MmiIocKuxX NpsaMOiHIHHUX TpadiB.
2. Anroputmu Tpianryisuii  JlenoHe: 1HKPEMEHTHUM, PO3TOpHYTHH Ta

PO3LIISAN 1 BOJIOAAPIOH.

3. BucCOKOsIKICHI ~TPUKYTHI CITKH 3 OOMEXEHHSM MIHIMAJIbHOTO Ta
MaKCUMaJIbHOTO KyTa.

4, 3raapKyBaHHs CITKY 32 JOTIOMOTO0 IIEHTPOiAaIbHOI Tecesiii Boponoro.

S. [lepenymepariist By3:iB rpadis.

4  OIUC NPOI'PAMHOI PEAJIIBALIIL

CtpykTypa TpOrpamMHOrO JOAATKy CKJIaIaeThcsa 3 rpadidHoro iHtepdeicy

KOpUCTyBaua, sKWUWA peanizoBaHuid Ha MoBl XAML, Ta cucteMu O0O0’€KTIB IJIs
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ynpaBmiHHIM rpadigHoro BikHa OpenGL Ta 00’ekTiB ymnpaBiiHHS OOMIHY JaHUX MIXK

HHUMHU.

4.1 Omnuc KOMIOHEHTIB MPOrpamMu

3B’SI3KM KOMITIOHEHTIB CHUCTEMH MPEICTaBJICHI 3a JOIMOMOIOI0 JiarpaMu KJaciB

(pucyHok 4.1).

TriangularedDataSet B Trianglelnfo

o
PointsDataSet ALIVET

ComplexPlaneTriangular 2
| Camers

= CameraControl

<<Interface>>
IRenderable

Moveable

&

<<Utility>>
g~ WallsCubic
Trian, glec oords

e
‘ 1 I 1o
i <<Ltility>> :
e TextureLoader S ilty>> )
I ectPropertySettings

[— EditorSetting

Tule
MainWindow

ComplexPlaneTile TileDataSet

Pucynok 4.1 — Jliarpama BrnactuBocteii 00’ exra Editor

CuctemMa BTUTIOE B CO01 MOXKJIMBICTh KEPYBAHHS MOTOYHUM 00’ €KTOM MEPETIsTy
Ta Tepexii MK HUMHU. TakoX B CHCTEMI pPeai30BaHO MOXIIMBICTH IMEPEXOAY Mixk
JEeKITbKOMa BIIKPUTUMHU JOJAaTKaMM, HE3aJICKHUX OJWH BI1J OJHOro. BimoOpaxeHHS
CJIEMEHTI y TpadidyHOMY €JeMEHTI CIIEHHW BiIOYBA€THCSA 3a JOMOMOTOI0 1HTEpderncy
IRenderable. Kosxxen 00’€ekT, 110 Moxe OyTH 300paskeHHI Ha CIICHI € peati3alli€to 1aHoro

inTepdeticy. [leranpha miarpama IRenderable (Pucynoxk 4.2).
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<<Interface>>

IRenderable

+Render(shader:Shader, primitive:PrimitiveType?)

Pucynok 4.2 — Jliarpama intepdeticy IRenderable

VY cucreMi € HacTyIHI 00’ €KTH, IO € peai3alliero Janoro iHrepdericy: Moveable,

Section.

Bonu peanmizytore Meron iHTepdeiicy mix Ha3soro Render(Shader,

PrimitiveType?), 3a skuM 10 1uX 00’€KTIB 3BEPTAETHCS 00 €KT KEPYBAHHS CIICHU TPU

rpadiyHOMY BioOpakeHHI X ejaeMeHTiB Ha crieHi. O6’ekt Moveable € 6a3oBum st

00’€KTIB, 110 MOKYTh 3MIHIOBATH CBOIO MO3UILII0 Ha CIicHI. B Tol yac stk 00’exT Section

HE 3MIHIOE CBOIO TIO3HIIIO, aJI€ 3MIHIOETHCSI HOTO CTPYKTypa Mo0y10BH. JleTanbHuil omuc

00’exta Moveable npencrasieHo Ha aiarpami (pucyHok 4.3).

+isEnabled:bool

+position:Vector3

-#itransform:Matrix4

-#originShift:Matrix4

{virtual} +Move(shifts:Vector3)

{virtual} +TransformCombiner()

{virtual} +TransformClean()

{virtual} -#_renderObjects(shader:Shader, primitive:PrimitiveType?)
{virtual} -#_prepareRendering{shader:Shader)

{virtual} +Render(shader:Shader, primitive:PrimitiveType?)

Pucynok 4.3 — Jliarpama 06’ekta Moveable

Koxen 00’ext, mo € nHamagkom Moveable matume HacTymHI BJIaCTHBOCTI Ta

METO/IH B1J HHOTO:

iIsSEnabled — BmactuBicTh, 110 30epirae 3Ha4YeHHS 4Yu Oyae BiAOOpaKeHUI
00’€KT Ha CIIEHI;

position — mo3uiist 00’€KTa Ha CIIEHI;

transform — marpuis nepeTBopeHb 00’ €KTa;

originShift — mo3uiist 06’€KTa Bij MOYATKY KOOPAWHAT;
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Move(Vector3) — mepemicTUTH O00’€KT y HAIpPSIMKYy JESIKOTO BEKTOpa Ha

BCIIMYUHY IBbOI'O BCKTOpPA,

TransformCombiner() — chhopmyBaTi MaTpHIFO IEPETBOPEHB;

TransformClean() — ounctuTu Oyab-Ki IEPETBOPEHHS 00’ EKTY;

_renderObjects(Shader, PrimitiveType?) — BimoOpa3utu 00’ €KT;

_prepareRenreding(Shader) — 3acrocyBaty 3Ha4eHHs TEPETBOPEHb 00 €KTY

I IIporpaMu meﬁaepy;

Render(Shader, PrimitiveType?) — miaroryBaTtu Ta BiZoOpa3suTH €JIEMEHTH

00’€KTy Ha CIIEHI.

Kpim Toro, mo 00’€KTH MOXYTh 3MIHIOBaTH CBOIO MO3MUIII0, TAKOXK ICHYIOTH

€JIEMEHTH Ha CIEHI JO SKHX 3aCTOCOBYETHCA JOJATKOBI NEPETBOPEHHS aHIK TUIBKU

nepeMileHHs, 30KpeMa 3MiHa KyTa HaXWJIy MO OCsX Ta 3MiHa MaciiTaOyBaHHS pO3MIpY

€JIEMEHTA, 1110 Bi1oOpaxaeThes. ba3oBy CTpyKTypa Takoro o0’ €KTa peaai3oBaHoO B 00’ €KTI

Transformable, o € Hamaakom Bix 06’ekra Moveable. [liarpamy 06’exta Transformable

300pakeHo Ha (PUCYHOK 4.4).

Transformable

#textureHandlers:int[]
-#rotation:Matrix4
-#scale:Matrix4
-#_range:Vector2
-#tparent:Transformable?
-#material:Material

{virtual} +Rotate(angles:Vector3)

{virtual} +Scale(scalar:Vector3)

{virtual} +TransformCombiner()

{virtual} +TransformClean()

-#_applyTextures(shader:Shader)

-# applyMaterial(shader:Shader)

{override} -#_prepareRendering(shader:Shader)

{override} +Render(shader:Shader, primitive:PrimitiveType?)

Pucynok 4.4 — Jliarpama 00’exta Transformable

O0’ext Transformable € Ga3oBuM a1 00’€KTiB, IO MOXXYTh 3MIHIOBaTH CBOE

MIOJIOKEHHS BITHOCHO CIICHH, PO3MIp Ta BEIMYUHY, 1110 T0JATKOBO BTUTFOETHCS B MATPHIT

neperBopeHb transform, mo wHacmigyerbes UM 00’ektoM. KoxeH 00’€kT, 0 €

HaIIaJKOM BiJ] I[bOTO OTPUMYE HACTYIHI BIACTUBOCTI Ta METOJIH:
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o textureHandlers — imamkaiis TEKCTyp, IO BHKOPHCTOBYIOTHCS JTaHUM
00’ €KTOM;

o rotation — marpuiis, 1o 30epirae B co0i yci KyTH HaXmiIy 00’ €KTa 10 0CsX;
o scale — matpuiis, 110 30epirae B co0i yci 3MiHH PO3MIpy 00’ €KTa;

o _range — BeKTOp HalMEHIIIOTO Ta HAHO1IBIIOro 3Ha4eHb 00’ ekTa 1Mo oci Oz

(BUKOPUCTOBYETBCSI JIJI1  KOPEKTHOI TMOOYAOBH TPAJIEHTHOTO 3MIilIyBaHHS
TEKCTypa JIJIsl BI3yaJIbHOTO MPEJCTABICHHS €KCTPEMYMIB 00’ €KTYy Ha CIIEHI);
o parent — 00’eKT, XapaKTEpUCTUKHA MaTepiany Ta Jiara3oHy BHUCOTH SIKOTO

BUKOPUCTOBYIOTHCA JUIsl TAHOTO 00’ €KTa;

o material — xapakrepucTHKa MaTepiany 00’ eKTy;

o Rotate(\Vector3) — 3acrocyBaTi KyTH HaxmiIy 70 00’ €KTa;

o Scale(Vector3) — 3acTocyBatu 3MiHYy PO3MipiB 70 00’ €KTa;

o TransformCombiner() — mepeBu3HaueHHs MeToay 0a30BOro 00’e€KkTa i3

BpaxyBaHHIM MaTpPHIlb 3MIHU KYTiB Ta PO3MIpIB.
o TransformClean() — mnepeBu3HaueHHs MeTOAy Oa3oBoro o0’ekTa i3

BpaxyBaHHSIM MaTPHIlb 3MIHH KYTIB Ta pO3MIpIB.

o _applyTextures(Shader) — 3actocyBaHHS TEKCTyp AJIs JaHOTO 00’ €KTa;
o _applyMaterial(Shader) — 3acTtocyBanus MaTepiaiay s JaHOTO 00 €KTa;
o _prepareRenreding(Shader) — 3acrocyBatu 3Ha4eHHS TICPETBOPEHBb 00’ €KTY

JUIS TIPOrpaMU IIeHaepy Ta WOro jdiama3oHy BHCOTH YHM IbOTO 3HAYCHHS BiJ
BJIACTUBOCTI parent;
o Render(Shader, PrimitiveType?) — miaroryBaTu Ta BigoOpa3uTH eJIEMEHTH

00’€KTy Ha CIIeHI.

O6’ext Transformable namae 06’ ekram-HalaaKaM METOIU yIIPABIIiHHS BIACHUMH
r€OMETPUYHUMU Ta Bi3yaIbHUMH XapaKTEPUCTUKaMH Ha cleHi. Takox 1eh 00’ekT Mae

acomiamito 3 o0’ekrom Material Tumy oauH 10 OgHOMY, B SKOMY 30€pirarThes
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XapaKTepUCTHKU Matepiany o0’ekty. [liarpama o06’ekty Material 300pakeHa Ha

(pucyHok 4.5).

+ambient: Vector3
+diffuse: Vector3
+opacity: float

Pucynok 4.5 — Jliarpama 06’ekta Material

B ibomy 00’€KTi npeACcTaBiIeH1 HACTYITHI BIACTUBOCTI, IO BIUIUBAIOThH HA

BiIOOpaKEHHS €JIEMEHTY Ha CIICHI:

° ambient — cremninp 3Ha4YEHb BIAOMBAHHS HAaBKOIUIIHLOIO CBITIIA;
. diffuse — cTeminp 3HaYEeHb PO3CIIOBAHHS HABKOJIHUIIHLOTO CBITIIA;
o opacity — cTemiHp HEPO30POCTi 00’ €KTA.

Ili 3HaYeHHs BIUIMBAIOTh HA XapPaKTEPUCTUKY 300paKeHHS OO0 €KTy, IO

KOPHUCTYBa4 3MOKe 0a4nTH Ha CIIEH1 00’ €KTIB.
Takox o6’ekt Transformable BukopucToBye momaTkoBi (YHKIIi JTOTOMIKHOTO
06’exta TextureLoader. Moro ¢yrKI[ioHan monsrae B 3aBaHTaXEHHI Ta 3aCTOCYBaHHI

TeKCTyp 00’ekTiB. [liarpamy 06’ekra TextureLoader 306paxeno Ha (pucyHok 4.6).

<<Utility>>
TextureLoader

+units_all:List<TextureUnit>
+LoadFromFile(
path:string,
hasBorder:bool,
borderWidth:int,
borderColor:Color4,
style:TextureWrapMode,
LODbiasMIN:TextureMinFilter,
LODbiasMAG:TextureMagFilter

):int
+UseMany(shader:Shader, handle:int)

Pucynok 4.6 — [liarpama 0o6’exra TextureLoader
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3a J0MOMOTOI0 ITLOTO 00’€KTa € MOXKJIMBHM 3aBaHTXXCHHS TEKCTYp 13 daimy y
CTaHIapTHUX (opmarax pacTpoBUX 300pakeHb, a TaKOX 3aCTOCYBaHHS OaraTthbox
TEKCTyp Ha mporpami meimepy BomHodac. O0’ext TextureLoader mae HacTymHi
BJIACTUBOCTI Ta METOIH:

o units_all — Cnomcok ycix TEKCTypHUX €JIEMEHTIB, IO MOXYTh OyTH

BUKOPHUCTaH1 BOAHOYAC JIJIsI OAHOTO 00’ €KTa;

o LoadFromFile(string, bool, int, Color4, TextureWrapMode,

TextureMinFilter, TextureMagFilter):int — meTo 3aBanTa)keHHs (aiiiay TEKCTYpPH,

HaJaHHS Ta TPHB’SI3aHHSA HOTO IHICKCHOTO HOMEPY SK IILOBOI TEKCTYPH JUIS

M0JIAJIBIIIOT0 BUKOPHUCTAHHS;

o UseMany(Shader, int) — 3acTocyBaHHs JIesIKOT KUTBKOCTI TEKCTYp 00’ €KTa Ha

mporpami meunzepy.

Jiist BimoOpaXkeHHs Mepesiiky TOYOK Ha ciieHl OyB cTBopeHuit 00’ekt Dot, skuii €
HamaakoM o00’ekty Moveable. B HpoMy peami3oBaHO €IEMEHTH CTBOPCHHS Ta
3B’sI3yBaHHs 00’ €KTY TOUYKHU IS [TOJAJIBIION0 3BEPHEHHS /10 HUX Ha Iporpami menaepy.

Jiarpamy 06’exty Dot mpeacraBieHo Ha (pucyHOK 4.7).

Dot

-vertices:float[]
-VBO:int
-VAO:int
+size:float

+Dot(pos:Vector3, color:Vector3, size:float):this
-BindObject()
{override} -# renderObjects(shader:Shader, primitive:PrimitiveType?)

Pucynok 4.7 — liarpama 06’exta Dot

0O6’ext Dot mae HacTymH1 BIaCTUBOCTI Ta METOIH:
° vertices — xapaKTepUCTHKa ITO3HUIIIT TOYKH B il JIOKAJTbHUX KOOPJAMHATAX Ta i
KOJIIp;

° VBO — iHaeKc IbOro eJeMeHTa B KOHTEKCTI 1HIITUX 00’ €KTIB;
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o VAO - 1HIEKC XapaKTePUCTHUKH IILOTO €JIeMEHTa ISl BEPTEKCHOTO
meuaepy;

J Size — po3Mip TOUKH;

o Dot(Vector3, Vector3, float) — koHCTpyKTOp 1aHOTO 00’ €EKTY;

o BindObject() — Buainenns ta 38’ s3yBanns inaekcis VBO ta VAO;

_renderObjects(Shader, PrimitiveType?) — BitoOpa3utu 00’ €KT.

KpiM TOYOK, iCHYIOTH €IEMEHTH Ha CLIEHI, [0 MalTh OyTH BiAOOpaKEHUMH 32
JOTIOMOTO¥0 TiIBKH JTiHIHM. J[7s Takux morped moTpiOHO peanizyBaTu kiac Line, mo €

HaaakoM o6’ekty Moveable. Jliarpama 06’exty Line 300paxena Ha (pucyHOK 4.8).

-vertices:float[]
-VBO:int
-VAO:int
+width:float
+start:Vector3
+end:Vector3

+Line(
start:Vector3,
end:Vector3,
color:Vector3?,
width:float
):this
-BindObject()
{override} -# renderObjects(shader:Shader, primitive:PrimitiveType?)

Pucynok 4.8 — Jliarpama 00’ekra Line

O0’exT Line Mae HacTyIHI BIaCTUBOCTI Ta METOIH:

° vertices — xapaKTepUCTHKa ITO3HUIIITi TOYKH B il JIOKAJTLHUX KOOPJAMHATAX Ta i
KOJIIp;

° VBO — iHAeKC BOro eJeMEHTa B KOHTEKCTI 1HIINUX 00’ €KTIB;

° VAO - 1HIEKC XapaKTEePUCTUKU ILOTO €JeMEHTa ISl BEPTEKCHOTO
menaepys;

o width — mmpuna miHii;

o start — mo3uiis MOYaTKy BIAPI3KY;

° end — mo3uIris KiHIs BiIPi3KYy;
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o Line(Vector3, Vector3, Vector3?, float):this — xoncTpykTOp maHorO
00’€KTYy;

o BindObject() — Buninenns ta 3B s13yBanns iHaekciB VBO ta VAO;

o _renderObjects(Shader, PrimitiveType?) — BimoOpa3utu 00’ €KT.

J171s1 TIosIeT e Ho1 MpOCTOPOBOI Bizyastizallii 00’ €KTIB Ha CIIEH1 HEOOX1THO CTBOPUTH
o0’ekt citku Mesh. 3 fioro J0MOMOToI KOPUCTYBady € JICTIIMM OPI€HTYBATHCS B
TPUBUMIPHOMY MPOCTOP1 CLIEHU Ta Bi3yaJIbHO CIIpUIIMAaTH MaciiTad pizHUX 00 €KTIB Ha

CIICHI BITHOCHO oJiuH ojaHOTO. [liarpama 06’ekty Mesh 300paxkeHa Ha (prUCYHOK 4.9).

+size:int
+step:float
-lines:Line[][]
+showMesh:bool[]
+width:float
+height:float

+Mesh(size:int, step:float, height:float,width:float):this
-generateMesh(size:int, step:float, height:float,

width:float, rotate:int):Line[]
{override} -#_renderObjects(shader:Shader, primitive:PrimitiveType?)

Pucynok 4.9 — liarpama 06’ekta Mesh

O0’exkt Mesh e namanakom 00’ekty Moveable mae HacTymHI BIacTHBOCTI Ta

METOJIH:
. Size — MOBKMHA CTOPOHM 00JIACTi CITKH;
o step — 1oBxkuHA KPOKY: BICTaHb MiXk CYCIIHIMH KIITUHKAMHU CITKH;
o lines — macuB ciTok It TPhOX oceit koopauHat: Oxy, Oxz, Oyz;
o showMesh — 3HaueHHs Yu MOTPIOHO BiTOOpaKaTH KOHKPETHI CITKH;
o width — mmpuna niHii ciTKy;
. height — Bucora po3milieHHs CiTKH;

o Mesh(int, float, height, width):this - koacTpykTOp HaHOTO 00’ €KTY;
o generateMesh(int, float, float, float, int):Line[] — crBopenHs citku ms

00paHOi1 KOOPAMHATHOI OCI;



27

o _renderObjects(Shader, PrimitiveType?) — BimoOpa3utu 00’ €KT.

Icnye motpeba y BimoOpakeHHI TPUKYTHUX OO’€KTIB Ha creHi. s 1poro
po3pobseHo o6’ekt Triangle, sxuii e mamagkom Transformable. [liarpama o0'exrta

Triangle 306pakena Ha (pucyHok 4.10).

-vertices:float[]
-VBO:int
-VAO:int
+Triangle(pointsV:Vector3([], color:Vector3?,
textureSet:string[]?, keepHeight:bool):this
-BindObject()
{override} -#_renderObjects(shader:Shader, primitive:PrimitiveType?)

Pucynok 4.10 — Jliarpama 06’exta Triangle

O0’exT Triangle Mae HacTyITHI BITACTUBOCTI Ta METO/IH:

o vertices — xapakTepuCTHKa IMO3UIIIT TOUKH B ii JIOKAJIbHUX KOOpIUHATAX Ta ii
KOJIIp;

° VBO — iHAeKC BOro eJIeMeHTa B KOHTEKCTI 1HIINUX 00’ €KTIB;

o VAQO — iHIEKC XapakTEepUCTHUKU I[bOTO €JIEMEHTa Jisi BEPTEKCHOTO
menaepys;

. Triangle(Vector3[], Vector3?, string[]?, bool):this — koncTpykTOp manoro

00’€KTYy;
o BindObject() — Buainenns ta 38’ s3yBanns inaekcie VBO ta VAO;
o _renderObjects(Shader, PrimitiveType?) — BioOpa3utu 00’ €KT.

Homomikauii  00’ekt TriangleCoords Oy po3poOsieHHi UIS TOJETIICHOTO
CTBOpEHHS ek3eMIusIpy 00’ exty Triangle. liarpama 06’exty TriangleCoords 306paxeHo

Ha (pucyHok 4.11).
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<<Utility>>

TriangleCoords

+coords:float[]
+texture:float[]
+color:float[]
+normal:float[]
+vertices:float[]
+offset:int

 +Vertices(customCoords:float[]?):float ]

Pucynok 4.11 — Jliarpama momomixkaoro 06’exra TriangleCoords

Ileit 06’eKT Mae HACTYITHI BIACTUBOCTI Ta METOIH:

o coords — cTaHaapTHE pPO3MIILIEHHSI BEPIIMH B MIPOCTOPI JOKAIBHOI CUCTEMH
KOOpJMHAT;

o texture — koopAMHATH HAKJIaJaHHS TEKCTYPU HA CJICMEHT;

o color — kouip 00’€KT Bijf HOTO BEPILIUH;

o normal — BekTopu HOpMaJiel B TOUKaX BEPIIIHH;

o vertices — MacuB rpyrnoBaHUX XapaKTEPHUCTHK EJICMEHTY;

o offset — 3MimeHHs B TPYNMOBAaHOMY MAacHBI MK KIHIIEM Ta IOYaTKOM

XapaKTCPUCTUKU OJHOI'O THUITY,

Vertices(float[]?):float[] — meTox 06’eqHaHHS XapaKTEPUCTUK TPYITOBaHHIA

MacCHB.

J1ist BimoOpaxeHHs eIEMEHTIB Ha CIeHI, IKi MatoTh (hopmy Kyba, Oyiio po3po0aeHo

o6’ekt Cube, sxuii e nHamamkom o0'ekty Transformable. [diarpamy o00’exty Cube

300pakeHo Ha (pucyHok 4.12).

-vertices:float[]

VBO:int

-VAQ:int

+Cube(textureSet:string[]?, pos:Vector3, color:Vector3?):this
-concatSet(builder:float[]?, Color:Vector3?)

-BindObject()

{override} -#_renderObjects(shader:Shader, primitive:PrimitiveType?)

Pucynok 4.12 — Jliarpama 06’exta Cube
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00’ext Cube mMae HacTyIHI BIIaCTUBOCTI Ta METOIH:

° vertices — xapaKTepUCTHKA ITO3HUIIIT TOYKH B 11 JJOKaJIbHUX KOOPAMHATAX Ta 11
KOJIp;

° VBO - iHaeKc IbOro eJeMeHTa B KOHTEKCTI 1HIITNUX 00’ €KTIB;

o VAO - iHZEKC XapaKTepUCTHKH I[bOTO €JEeMEHTa [Jsi BEPTEKCHOTO
mennepys;

o Cube(string[]?, Vector3, Vector3?):this — KOHCTpYKTOp 1aHOTO 00’ €KTY;

o concatSet(float[]?, Vector3?) — wmeTonq o00’e€qHAHHS XapaKTEPHUCTHK
IpyNoOBaHUI MacHB,;

o BindObject() — Buainenns ta 38’ s3yBanns inaekcie VBO ta VAO;

o _renderObjects(Shader, PrimitiveType?) — BimoOpa3utu 00’ €KT.

Jlns copormieHoi iHimiamizamii ex3emiuisipy o6’ekra Cube OyB po3poOnieHuit
nonomikaui 00’ekt WallsCubic. ¥V wboMy peamizoBaHi cTaHIApTHI 3HAYCHHS IS
reHepaiii BiactuBocteit 00’ekty Cube. diarpama 06’exty WallsCubic 300pakena Ha

(pucyHok 4.13).

<<Utility>>
WallsCubic

+coords:float[]
+texture:float[]
+color:float[]

+normal:float[]

Pucynok 4.13 — Jliarpama nomomixkaoro 06’exta WallsCubic

Jlauuii 00'eKT Ma€e HACTYIHI BIACTUBOCTI:

° Coords — craHaapTHE PO3MIILIEHHS BEPIIMH B MPOCTOPI JOKATBHOI CUCTEMHU
KOOpJHMHAT,
° texture — koopAMHATH HAKJIAJAHHA TEKCTYPHU HA €JIEMEHT;

o color — kouip 00’€KT Bij HOTO BEPIIIUH;



30

o normal — BekTopu HOpMaJIel B TOUKAX BEPIIIHH.

Jliis BimoOpaskenns HanpsmkiB OX, Oy, Oz 6yino po3pobiieHo 00’ ekt AXIS, sIKHi €
HamaakoM o0’ekty Transformable Tta mae kopucryBauy BizyanmbHO 300paskeHHS
KOOPJMHATHHUX OCEH 10 HampsiMKaMm, Ji¢ 1X 3Ha4eHHs JojaTHi. Jliarpamy 00’ekta AXIS

300pakeHO Ha (pUCyHOK 4.14).

-axis:Cube[]

+Axis(textureSet:string[]?):this
foverride} -#_renderObjects(shader:Shader, primitive:PrimitiveType?)

Pucynok 4.14 — Jliarpama 006’exta AXIS

Jlanuii 00’ €KT Ma€e HACTYIIHI BIIACTUBOCTI T4 METO/IH:
o axis — 00’€KTH 300paKCHHS KUX 3HAXOISATHCS 110 KOOPMHATHUM OCSIM;
o Axis(string[]?):this - koHCTpYKTOp 1aHOTO 00’ €KTY;

o _renderObjects(Shader, PrimitiveType?) — BimoOpa3utu 00’ €KT.

Jlns BimoOpaxkeHHs 00’€KTiB, IO MarTh KBajpaTHy dopmy abo dopmy, II0
BIJIIOBIJIA€ JIBOM TPSIMOKYTHUM TPUKYTHUKAM, 31 CIUIBHUM peOpoM Ta pIBHUMHU
NPOTUJICKHUMHU KaTeTaMM W MpU LbOMY MDK IUIOIMIMHAMH, [0 (OPMYIOTh IIi
TPUKYHTHUKU ICHY€E NIEAKUN KyT; OyJI0o po3po0sieHO 00’ekT Square, sikhii € HalaakoM

00’exta Transformable. Jliarpamy 06’ekra Square 300paxeHo Ha (pUCYHOK 4.15).
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-vertices:float[]
-offset:int
-VBO:int
-VAQ:int
-EBO:int
-concatSet(builder:float[]?, Color:Vector3?)
-_buildVertice(v1:Vector2, v2:Vector2, v3:Vector4, isSection:bool):float[]
-GetCorrectPoistion(heights:Vector4):Vector4
+Square(
textureSet:stringll?,
builder:Vector2[]?,
heights:Vector4?,
pos:Vector3?,
color:Vector3?,
fixHeight:bool,
isSection:bool,
parent:Transformable?

):this
-BindObject()
{override} -# renderObjects(shader:Shader, primitive:PrimitiveType?)

Pucynok 4.15 — Jliarpama 06’exTa Square

O06’exT Square mMae HaCTYITHI BIIACTHBOCTI Ta METO/IH:

° vertices — xapaKTepUCTHKA ITO3HUIIii TOYKH B ii JIOKaJTbHUX KOOPAMHATAX Ta il
KOJIIp;
o offset — 3MillleHHSs B TPYNMOBAaHOMY MAacHBI MDK KIHIIEM Ta MOYaTKOM

XApaKTCPHUCTHUKHU OJHOI'O THUILY,

° VBO — iHaeKc nporo eJaeMeHTa B KOHTEKCTI 1HIITNUX 00’ €KTIB;

o VAQO - iHIEKC XapakTEepUCTHUKH I[bOTO €JIEMEHTa JJisi BEPTEKCHOTO
menaepy;

o EBO — iHmekcu BHKOpPWCTaHHS MOPSAKY BEPIIUH TpPH MOOYAOBI IIHOTO

KOMILJIEKCHOT'O €JIEMEHTY JIJIsl 300pa’KeHHS,

o concatSet(float[]?, Vector3) — wMeton 00’e¢aHaHHS XapaKTEPHCTUK
rPYHOBaHUN MACUB;

. _buildVertice(Vector2, Vector2, Vector4, bool):float[] — mnoOynosa
reOMETPUYHOI XapaKTEPUCTUKU 00’ €KTY B JIOKATbHUX KOOPAMHATAX;

. GetCorrectPosition(Vector4):Vector4 — koperyBaHHS BHCOTH 00 €KTY
BIJTHOCHO ii MIHIMaJILHOT'O JIJII HHOI'O 3HAUCHHS,

o Square(string[]?, Vector2[]?, Vectord?, Vector3?, Vector3?, bool, bool,

Transformable?):this — koHcTpyKTOp 1aHOTO 00’ €EKTY;
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. BindObject() — Buainenns ta 38’ s13yBanns inaekcis VBO, VAO, EBO;

o _renderObjects(Shader, PrimitiveType?) — BimoOpa3utu 00’ €KT.

Jonomixxawuii 06’ekt Tile cripomrye iHimiamizarito ex3eMIusipy 00’ ekty Square.

Hiarpam 06’ekty Tile 300paxkeno Ha (pucyHoK 4.16).

<<Utility>>
Tile

+color:float(]
+normal:float[]
+coords:float[]
+texture:float[]
+indices:int[]
+offset:int

Pucynok 4.16 — Jliarpama gomomixkHoro 00’exra Tile

JlaHuii 00’ €KT Ma€ HACTYIIHI BJIaCTUBOCTI:

. color — kouip 00’€KT Bijf HOTO BEPIIINH;

. normal — BekTopu HOpMaJiel B TOUKaX BEPIIINH;

o COo0rds — craHaapTHE PO3MIILICHHS BEPIIMH B MPOCTOPI JOKATBHOT CHCTEMHU
KOOpP/IMHAT;

o texture — koopAMHATH HAKJIaJaHHS TEKCTYPU HA CJIEMEHT;

o indices — MacuB TOpPSIAKY BUKOPUCTaHHS BEpIIMH MpH (GopMyBaHHI

reoMeTpli 00'eKTy;
o offset — 3MileHHs B TPYNMOBAaHOMY MAacHBI MIK KIHIIEM Ta MOYaTKOM

XapaKTCPUCTUKHU OAHOT'O TUITY.

JIist moOyioBM KOMIUIEKCHOTO CITYacTOr0 O0’€KTy Ha CIeHl Oyio po3po0sieHo
06’ext ComplexPlaneTile, sikuii € Hamankom 06’ exty Transformable. [liarpama 06’ekty

ComplexPlaneTile 300paxena Ha (pucyHok 4.17).
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ComplexPlaneTile

+tiles:Square[]?

+showGeometry:bool

+data:Vector3([]

+Xmesh:float[]

+Ymesh:float[]

+DataStock-float[][]

+DataBuffer:float[][]

+Range:int[]

-dots:Dot[]

+showDots:bool

-primitiveCurrent:int

-lineWidth:float

-stylesSwitcher:PrimitiveType[]

-drawStyle:PrimitiveType

+ComplexPlaneTile(inputData:Vector3[]?, X:float[]?, Y:float[]?, Z:float[][]?,
textureSet:string[]?, textureHandlersCopy:int[]?, lineWidth:float,
material:Material?):this

+LoadData(X:float[], Y:float[], Data:float[][])

+Interp(scale:float, shift:float)

+MeshCompatibleRange()

+MoveVisibleMesh(x:int, y:int, scalex:int, scaley:int, shrinkx:int, shrinky:int)

+ResetMeshVisibility()

+RebuildRelief()

+SwitchDrawStyle()

-_calcHeightRange()

{override} +Move(shifts:Vector3)

{override} -#_renderObjects{shader:Shader, primitive:PrimitiveType?)

Pucynok 4.17 — Jliarpama 06’exta ComplexPlaneTile

00’ext ComplexPlaneTile mae HacTyIHI BJaCTUBOCTI Ta METOIH:

o tiles — macuB Ck1aIOBHX €JIEMEHTIB CITYACTOrO 00’ €KTY;

o showGeometry — 3HadeHHs 4u BiIoOpakaTu ciTyacTUii 00’ €KT;

° data — macuB JaHUX TOYOK JJIs 00 €KTY;

o Xmesh — macus 3Hauens mo oci Ox;

o Ymesh — macus 3HaueHb 110 oci Oy;

° DataStock — nBoBMMipHHUIT MAaCHB HE3MIHIOBAHUX JaHUX;

° DataBuffer — nBoBuMipHHiT MaCHB 3MIHIOBAaHUX JaHHUX;

o Range — macuB B sikoMy 30epiratoThbCsl Jiara3oHU 1HJIEKCIB €JIEMEHTIB

CITYaCTOTO 00’ €KTY;

° dots — MacHB TOYOK, pO3TAIIIOBAHUX B TOYKAX BEPIIUH 00’ €KTIB;
o showDots — 3HaueHHs 4H BiZJ0OOpakaTH MacUB TOYOK;
o primitiveCurrent — iHekc TUIy BiIOOpaXKEHHSI CITYACTOrO 00’ EKTY:;

o lineWidth — mmpuna niHii B pesxuMi Bi1oOpakeHHS JTiHISMU;
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o stylesSwitcher — macuB HiATPUMYBAaHHMX THUIIB BiJOOpa)XEHHS CITYACTOTO
00’€KTYy;
o drawStyle — motounuii Tum BimoOpakeHHs 00’ €KTY;

o ComplexPlaneTile(Vector3[]?, float[]?, float[]?, float[][]?, string[]?, int[]?,

float, Material?):this — koHCTpYKTOp J1TaHOTO 00’ €KTY;

o LoadData(float[], float[], float[][]) — BHeceHHs/OHOBICHHS HaHUX [0
00’€KTY;

o Interp(float, float) — inTepmomsiisa faHKX;

o MeshCompatibleRange() — BcTaHoBIICHHS IpaHUIIb BiT0OpaXKeHHS 00’ €KTY

JUISL oNTUMI3aIlli 300paKeHHs;

o Move(int, int, int, int, int, int) — nepemimieHHs rpaHUIl BiAOOpaKECHHS
00’€KTY;

o ResetMeshVisibility() — ckuHyTH HamamTyBaHHS BiqOOpa)XCHHS TPaHMIIL
00’€KTYy;

o RebuildRelief() — nmoGynoBa citTyacToro 00’€KTy Ha OCHOBI MOTOYHHX
JaHUX;

o SwitchDrawStyle() — 3MiHUTH TOTOYHHI PEXKHUM BiTOOPAKEHHS 00’ EKTY;

o _calcHeightRange() — o0ouucnuty kpaitdi ekctpemymi 1o oci Oz;

o Move(Vector3) — mepemMicTUTH 00’€KT y HampsAMKY ICSIKOTO BEKTOpa Ha

BCIIMYMHY ObOI'O BEKTOpPA,

o _renderObjects(Shader, PrimitiveType?) — BimoOpa3utu 00’ €KT.

[Tpu iMmopTi Ta ekcropTi JaHuX 3 Ta a0 cucremMu o0’ekry ComplexPlaneTile
BUKOpHCTOBY€EThCS 00’ €T TileDataSet, sikuii 6a3yeTbest Ha MOTOUYHMX 3HAYeHHIX XMesh,
Ymesh, DataBuffer 3 0o6’exty ComplexPlaneTile. [diarpama o6’exta TileDataSet

300paxeHa Ha (pucyHok 4.18).
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TileDataSet

+X:float[]

+Y:float[]

+Z:float[][]

+TileDataSet(X:float[], Y:float[], Z:float[]):this
-_writeStreamArray(writer:JsonWriter, name:string, value:float([])
-_writeStreamArray(writer:JsonWriter, name:string, value:float[][])
+WriteStreamPointsDataset(writer:JsonWriter)

Pucynox 4.18 — Jliarpama 06’exra TileDataSet

B 00’exti TileDataSet npucyTHi HaCTYIHI BIACTHBOCTI Ta METOIH:

° X — MacHB 3Ha4eHb a0CIIHUC TOYOK;
° Y — MacuB 3Ha4Y€Hb OPJMHAT TOYOK;
° Z — BOBUMIPHUI MacUB 3HAYEHb BUCOTH B MO3HUIIISX TOYOK;

o TileDataSet(float[], float[], float[]):this — koncTpyKTOp HaHOTO 00’ €EKTY;

o _writeStream(JsonWriter, string, float[]) — cepianizaris macusy;
o _writeStream(JsonWriter, string, float[][]) — cepiamizariis 1BOBUMIpHOTO
MAaCHBY;

o WriteStreamPointsDataSet() — cepiamizariis sik 00’exty PointsDataSet.

Jist BimoOpa’keHHS MacuMBY TOYOK Ta IX MOJANbLIOI TplaHTyisamli ado/ta
iHTepHONALil BUKOPUCTOBYeThCsl 00’ekT ComplexPlaneTriangular, sikuit € Harmagkom
06’exta Transform. Jliarpama 06’exta ComplexPlaneTriangular 306paxkeHa Ha (pUCyHOK
4.19).
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ComplexPlaneTriangular

-connections:Triangle[]?

-dataTriangulared:TriangularedDataSet?

+showGeometry:bool

+data:Vector3[]

+dataSetAdjustable:List<Vector3>

-dots:Dot]]

-dotsize:int

-dotColor-Vector3

-dotColorHighlighted:Vector3

+showDots:bool

-interp:alglib.spline2dinterpolant?

-primitiveCurrent:int

lineWidth:float

-stylesSwitcher:PrimitiveType|[]

+drawStyle:PrimitiveType

+ComplexPlaneTriangular(inputData:Vector3[]?,X:float[] ?, Y:float[]?, Z:float[]?,
textureSet:string[]?, shouldTriangulate:bool):this

+ComplexPlaneTriangular(dataSet: TriangularedDataSet, textureSet:string[] ?):this

+UpdateVertices()

-_createPolyFromPoints():Polygon

+generateDelaunayTriangulationFromData(isConvex:boal, fixArea:hool,
accurateTriangulation:bool):bool

+HighlightDot{index:int}

-_readConnectionsFromMesh(IMesh mesh}

+ConvertToTiledBylnterpolation{limitSide:int,copyCurrentTexturePack:bool
):ComplexPlaneTile

+SwitchDrawStyle()

+ExportPointDataSet(): TriangularedDataSet?

+ExportPoints{):Vector3[]?

{override} # renderObjects(shader:Shader, primitive:PrimitiveType?)

Pucynok 4.19 — Jliarpama 06’exta ComplexPlaneTriangular

BnactuBocti Ta metonu 06’ekty ComplexPlaneTriangular ormucano mmxye:

CONNections — MacWB TPUKYTHHKIB, 10 CTBOPIOETHCS MICIISI TPIaHTYIISIIIT,

dataTriangularedDataSet — mani TpiaHTyALIil B €K3eMIUIAPI 00’ €KTa THUITY

TriangularedDataSet;

showGeometry — 3HadeHHs Yu BiI0OpakaTu TpiaHTyJILOBaHUN 00’ €KT;
data — BXigHHIT MaCUB TOYOK;

dataSetAdjustable — circok To4oK;

dots — MacHB TOYOK IS Bi3yaJabHOTO BiJIOOpaXKCHHS TX Ha CIICHI;
dotsize — po3mip ToUKH;

dotColor — xoumip TouKH;

dotColorHighlighted — komip Toukwu, iKYy BUIIIMB KOPUCTYBAY;
showDots — 3HaueHHs 4u Bi10OpaXkaTH BXiJHI TOYKH Ha CIICHI;

Interp — 00’ eKT IHTEPIOJISHTY;

primitiveCurrent — iHaeKkc TUIy BiqOOpa)XeHHS TPIaHTYJIbOBAHOTO 00’ €KTY;
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o lineWidth — mmpuna niHIi B peskuMi Bi1oOpakeHHS JTiHISIMHU;

J stylesSwitcher - MacuB  miaTpuMyBaHMX  THUMIB  BiJOOpaXCHHS
TP1aHTyJIbOBAaHOTO 00’ €KTY;

o drawStyle — moTouHuii THI BiAOOpaXKEHHS 00’ €KTY;

o ComplexPlaneTriangular(Vector3[]?, float[]?, float[]?, float[]?, string[]?,
bool):this — koHCTpyKTOp HAaHOTO 00 €EKTY;

o ComplexPlaneTriangular(TriangularedDataSet, string[]?):this —

KOHCTPYKTOpP JJAHOTO 00’ €KTY;

o UpdateVertices() — oHOBHTH JaHi MaCHBY TOYOK Ha OCHOBI CIIMCKY TOYOK;
o _createPolyFromPoints() — crBoputi 06’ext Polygon Ha OCHOBI MacHBY
TOYOK;

o generateDelaunayTriangulationFromData(bool,  bool, bool):bool -
BUKOHATH TPIAHTYJISILII0 HA OCHOBI MaCHUBY TOYOK;

o HighlightDot(int) — 3amiEuTH KOJIip OOpPAHOT TOYKH;

o _readConnectionsFromMesh(IMesh) — cTBopuTH MacuB TPUKYHTHHKIB Ha
OCHOBI JIaHUX OTPUMAHUX MICJISI TPIAHTYJIALIT;

o ConvertToTiledBylnterpolation(int, bool):ComplexPlaneTile -
IHTEPIIOIIOBATH TOYKHU Ta 3anucaTh ix B HoBui 00’ ekt ComplexPlaneTile;

o SwitchDrawStyle() — 3MiHUTH TOTOYHUIN PEXKHUM BiIOOPAXKEHHS 00 €KTY;

o ExportPointDataSet(): TriangularedDataSet? — excrmopTyBaTH naHi 10
00’exty TriangularedDataSet;

o ExportPoints():Vector3[]? — ekcnopTyBaTh MacuB TOYOK, SKIO HE
TplaHTyJsALIs HE BiI0yBaacs;

o _renderObjects(Shader, PrimitiveType?) — BimoOpa3utu 00’ €KT.

Jlns  BigoOpakeHHsT Ta  ONpaIlOBaHHA  Tepepidy  CITY4acToro o0 €KTy
ComplexPlaneTile 0Oy ctBopenuii 006’ekt Section, sikuii peamizye iHTEpdeiic
IRenderable. Tiarpamy 06’ekxTa Section 300pakeHo Ha (pucyHok 4.20).
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-textureHandlers:int[]?
-sqr:Square
+isEnabled:bool
+chars:Vector3[]
-plane:PlaneFunction
-dots:Dots[]
-areaMesh:Line[]
+showAreaMesh:bool
funcline:bool
-funcPolar:Line[]
-hasPolar:hool
+showPolar:bool
-funcPolarArgs:float[][]
+intersected:bool

+Section(start:Vector3, end:Vector3,textureSet:string[]?,color:Vector3?):this
+Replace(start:Vector3, end:Vector3)

+IntersectTiled(X:float[], Y:float[], Data:float[][]}
-countAngleToRotateYZ(a:Vector3, b:Vector3):float
+ExportWriteStreamPolarArgs(writer:lson\Writer)

-CountPolarFunction()

+SwitchPlaneDisplaying()

+Render(shader:Shader, primitive:PrimitiveType?)

Pucynox 4.20 — Jliarpama 06’exta Section

O0’ext Section Mae HaCTYIIHI BIACTUBOCTI Ta METO/IH:

o textureHandlers — imamkaiis TEKCTyp, IO BHKOPHCTOBYIOTHCS JTaHUM
00’€KTOM;

o SQr — OpsIMOKYTHHUK TPaHMUIIl TUIOIIMHU IEPEpi3y;

o iISEnabled — 3HauenHs um BimoOpakaTH IUIOIIMHY TIEPEPI3y;

o chars — xapakTepuCcTHKa reOMETpii TPaHHUIlb Tepepi3y;

o plane — 06’exT Try PlaneFunction, mo xapakTepusye piBHSIHHS ILIONIMHH;
o dots — macuB TOYOK TIEpepizy;

o areaMesh — cituacTuii 00’€xT 001aCTI IIEpPEPizy;

o showAreaMesh — 3HadeHHs 4 BigoOpakaTH 00JIacTh IIepepisy;

o funcLine — macuB 00’exty Line, 1mo BijmoOpakae BiIPi3KW MK TOYKAMH
nepepisy;

o funcPolar — macuB 00’exty Line, mo BigoOpaxkae JamaHy JiHIIO Hepepizy

HaxwieHy Ha riouuny Oyz;

hasPolar — 3naueHHs 4K icHYIOTh 00YKCIICHI 3HaUCHHS (DYHKIIIT y TOJSIPHIit

CHUCTEMI KOOpPIMHAT,

showPolar — 3HadyeHHs YW BiZOOpakaTH TECOMETPUYHE TOSICHEHHS

nepepepizy;
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o funcPolarArgs — macuB koedilieHTIiB MoIIpHOi GYHKIIT B TOUKaAX Mepepizy;
o intersected — 3HavueHHS YM BiIOYJIOCS OOUHCIICHHS ITepepi3y mepepisy;

o Section(Vector3, Vector3, string[]?, Vector3?):this — koncTpykTOp MaHOTO
00’€KTYy;

o Replace(Vector3, Vectord) — moOyayBatu 1iepepi3 3a  IHIIMMH
KOOpAMHATAMU,

o IntersectTiled(float[], float[], float[][]) — oOuuciuTn mepepi3 3a maHUMU

ciT4acToro 00’eKTa,

o countAngleToRotateYZ(Vector3, Vector3) — oOYMCIUTH KyT Ha SKHA
NOTPi1OHO MOBEPHYTH JIAaMaHYy JIiHIIO niepepizy 1o mionuau Oyz;

o ExportWriteStreamPolarArgs(JsonWriter) — ekcmopT JaHMX MAacCHBY

KOe(]iIIEHTIB NOJIAPHOT QYHKIIIT;

. CountPolarFunction() — o6uncnutu koedimieHTH TOIAPHOT PYHKILIT;

o SwitchPlaneDisplaying() — 3wmiHuTH cTaH BigoOpakeHHS ILIONUHH
nepepizy;

o Render(Shader, PrimitiveType?) — miaroryBatu Ta BiJioOpa3suTH €JIeMEHTH

00’€KTy Ha CIICHI.

JloaTkoB1 HOMOMIXHI (DYHKIIII, 1110 HE BITHOCATHCA O OKPEMOro 00’€KTy Oyio

3rpymnoBaHo B 00 ekt Functions. Jliarpama 1150ro 00’ €kTy 300pakeHa Ha (pucyHOK 4.21).
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<<Utility>>
Functions

-rand:Random

+CutFruction{income:float, amountToKeep:int):float
+Random{min:int, max:int, amountOfAfterPoint:int):float
+FixLowHight(data:Vector3[]):Vector3[]
+GenerateMesh{out X:float[], out Y:float[], out Z:float[][],

start:float, end:float, divider:float)
+GenerateRandomPoints(out data:Vector3][], start:float,

end:float, amountLow:int, amountHigh:int)
+Arrange{min:float, max:float, step:float):float[]
+FigureTest(X:float[], Y:float[]):float{][]
+FuncTestValue(x:float, y:float):float
+FuncWaterline(X:float[], Y:float[], height:float):float([][]
+Interpolate(X:float[], Y-float[], data:float[][], type:int):alglib.spline2dinterpolant
+Interpolate(points:Vector3[], type:int): alglib.spline2dinterpolant
+recalculateBySpline(interp:alglib.spline2dinterpolant, x:float[], y:float[]):float[][]
+recalculateBySpline(interp:alglib.spline2dinterpolant, data:Vector2[]):-Vector3[]
+MatrixFindMinor(arr:float[][], iizint, jj:int)-float[][]
+MatrixFindMinors(arr:float[][]):float[][]
-Matrix3x3Determinant(arr:float[][]):float
+MatrixDeterminant(arr-float[][], minors-float[][]?)-float
+MatrixSolution(A:float[][], B:float]])-float[]?
+MatrixCopy(arr:float[][]):float[][]

Pucynok 4.21 — Jliarpama ntornomikaoro 0o6’exra Functions

JlaHi TIpO BJIACTHBOCTI Ta METOAM 00’€kTy FUNCtions HaBeAeHO B HACTYITHOMY
MEPEITIKY:

o rand — exsemmuiap 00’exkty Random s reHepariii 1ceBIOBHITAIKOBHX

YHCEJT;

. CutFunction(income:float, amountToKeep:int):float — mo30ytucs nmeskoi

KUIBKOCTI 3HAKIB ITICJISI KOMU I YUCJIA,

o Random(min:int, max:int, amountOfAfterPoint:int):float — crBOpUTH

3HAQYEHHS 4YKClia B MEXKax IHTEpBally Ha OCHOBI T€Hepallii MCEBIOBUMAJIKOBUX

qHCen;

o FixLowHight(data:Vector3[]):Vector3[] — 3sMeHIIMTH/301bIINTH 3HAYCHHS

BHCOTH TOYOK, 00 HaitmeHtie Oyno Ha muiontuHi OXY;

o GenerateMesh(out float[], out float[], out float[][], float, float, float) —

CTBOPUTH MACHUBH ISl XapAKTEPUCTUKHU CITYACTOTO 00’ €KTA;

o GenerateRandomPoints(out Vector3[], float, float, int, int) — cTBOpHUTH

MacCHUB TICEBIOBHUMAIKOBUX TOYOK;

o Arrange(float, float, float):float[] — crBopuTH MacuB TOYOK Ha BiIpi3Ky 3

1HTEpBAJIOM;
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o FigureTest(float[], float[]):float[][] — oOumcauTH 3HAYEHHS TOYOK IS

TECTOBOI KOMIUIEKCHOI Pirypu;

J FuncTestValue(float, float):float — oGuncnuTu TecToBe 3HaUCHHS QYHKIIIT B
TOMYII,
o FuncWaterLine(float[], float[], float):float[][] — oOumciuTu 3HAUECHHS

BUCOTH JuIa ek3eMIuapy 00’ekta ComplexPlaneTile;

o Interpolate(float[], float[], float[][], int): alglib.spline2dinterpolant —
OOYHCIUTHU 00’ €KT IHTEPHOJSHTY Ha OCHOBI TOYOK 13 CITYACTHUM PO3MIIICHHSIM;

o Interpolate(Vector3[], int): alglib.spline2dinterpolant — obuuciuT 06’€KT
IHTEPHOJISHTY Ha OCHOBI MAaCHBY TOUOK;

o recalculateBySpline(alglib.spline2dinterpolant, float[], float[]):float[][] —
MopaxyBaTH 3HAUYCHHS B TOYKAX METOJOM THTEPIOJISIII;

o recalculateBySpline(alglib.spline2dinterpolant, Vector2[]):Vector3[] -
MopaxyBaTH 3HAUYCHHS B TOYKAX METOJOM THTEPIOJISIII;

o MatrixFindMinor(float[][], int, int):float[][] — o6umcauTn MiHOD;

o MatrixFindMinors(float[][]):float[][] — oOuuciuTi MaTpHIIO MIHOpIB;

o Matrix3x3Determinant(float[][]):float — oGumcuTH HETEpMiIHAHT MaTPUIl
3-ro po3psnay;

o MatrixDeterminant(float[][], float[][]?):float — oOuucnuTH KeTepminanT N-
PO3PSATHOT MAaTPHII],

o MatrixSolution(float[][], float[]):float[]? — po3B’s30x cucremu iHiiHO-
anreOpaiuHuX piBHAHb MeTogoM Kpamepa;

. MatrixCopy(float[][]):float[][] — ctBopenHs HOBOT KOTiT MaTpHIIi.

Huist oOumcnenHss metonaiB (yHKLII mOpsiMoi JiHIT OyJ0 CTBOPEHO 00 €KT

LineFunction. /liarpama 115010 00’ €KkTa 300pakeHa Ha (pPUCYHOK 4.22).
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+x1:float
+m1:float
+y1:float
+pl:float
+z1:float
+|1:float
+start:Vector3
+end:Vector3

+LineFunction(chars:float[], norm:bool):this
+LineFunction(a:Vector3, b:Vector3):this
+Intersect(A:float, B:float, C:float, D:float)
+DotOnLine(dot:Vector3):bool

- RotateDot(dot:Vector3, angle:float):Vector3
+Rotate(angle:float):LineFunction
+AngleBetweenLines(n:Vector3):float

Pucynox 4.22 — Jliarpama 06’exra LineFunction

BnactuBocti Ta MmeToau 06’ exty LineFunction onucaHo B HaCTYITHOMY IIEPEIIiKY:

X1 — 3Ha4ueHHs aOCIIMCH MMOYATKY BiAPI3KY;

M1 — 3Ha4eHHs a0CUCH HATIPSIMHOTO BEKTOPY;

Y1 — 3HayeHHs OpJIMHATU NTOYATKY BIJIPI3KY;

pl — 3HaYeHHS OpIMHATH HAMPSIMHOTO BEKTOPY;

z1 — 3HaYeHHs BUCOTHU PO3TAIlyBaHHS IMOYATKY BIAPI3KY;

|1 — 3HaYeHHs HANIPaBJICHHS 3MIHA BUCOTH HAMIPSIMHOTO BEKTOPY;
start — Touka movaTky BiApi3KYy;

end — Touka KiHIII BiJ[pi3Ky;

LineFunction(float[], bool):this — xoncTpykTOp 00’€KTAa;
LineFunction(Vector3, Vector3):this — koHcTpyKTOp 00’ €KTa;

Intersect(float, float, float, float) — meTon oOuHMCIIEHHS TOYKH IEPETUHY

NPpsIMO1 Ta TUIOLLWHMY;

DotOnLine(Vector3):bool — meron nepeBipky Touku Ha 11 3HAXOKCHHS Ha

TIPSIMIH;

RotateDot(Vector3, float):VVector3 — 3MiHUTH KyT BEKTOpPY BiJIHOCHO OCi Ha

NESKY BEJUYMHY;

Rotate(float):LineFunction — obuuciuTi 3MiHYy TOJOXEHHS MPSIMOT ITiCIIsI

MOBOPOTY BIIHOCHO IIEHTPY KOOPJAMHATHOI OC1 Ha ACSIKUNA KYT;
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o AngleBetweenLine(Vector3):float — o6uncnuTu KyT Midk TBOMa TPSIMUAMH.

JIJIss TOJICTIICHOTO MPEACTaBICHHS Ta OOYMCJICHHS IapaMeTpiB IUIOIIMHH, IO
CTBOPIOE Tiepepi3, pos3podiieno o00’exkt PlaneFunction. Jliarpama mworo o06’ekrta
p pep13, po3p p

300pakeHa Ha (pUCYHOK 4.23).

PlaneFunction

+A:float
+B:float
+C:float
+D:float

+PlaneFunction(a:Vector3, b:Vector3):this

Pucynox 4.23 — Jliarpama 06’exra PlaneFunction

O06’ext PlaneFunction mae HacTyIHI BIaCTUBOCTI Ta METOJTH:

o A — mapameTp B 3araJibHOMY PIBHSHHI UIOIIKHY;
o B — mapameTp B 3arajibHOMy piBHSIHHI IIJIOIMHY;
o C — mapameTp B 3arajJbHOMY PIBHSHHI IUIOIIWHY,
o D — mapameTp B 3araqpHOMY pPIBHSHHI TUIOITUHHY;

o PlaneFunction(Vector3, Vector3):this.

JIJist eKcnopTy Ta IMIOPTY JAHUX, B IKMX 30€piratoThCs J1aHl PO TPlaHTyJIFOBAHUMA
00’eKT po3pobsIeHO MpoMiXkHHI 00’€kT mepeTBopenHs TriangularedDataSet. [liarpamy

JAaHOTO 00’ €KTa 300pa’keHO Ha (pUCyHOK 4.24).

TriangularedDataSet

+Triangles:Trianglelnfol]
+TriangularedDataSet(Triangles:Trianglelnfo[]):this
+TriangularedDataSet(Triangles:Vector3[][]):this
+WriteStream(writer:JsonWriter)

Pucynok 4.24 — Jliarpama 06’exta TriangularedDataSet
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BractuBocTi Ta MeTOIM 00’ €KTa MPEJCTABICHO Y HACTYITHOMY TIEPEITIKY:

o Triangles — macuB 00'ekty TriangleInfo B sikoro 36epiraeThbest iHGoOpMaITis
PO FEOMETPUYHE PO3TAIllyBaHHS TPUKYTHHKIB;

o TriangularedDataSet(Trianglelnfo[]):this — koncTpyKkTOp MaHOrO 06’€KTAa;

o TriangularedDataSet(Vector3[][]):this — xoncTpyKTOp HaHOrO 06’€KTAa;

o WriteStream(JsonWriter) — cepuaitizaiiis JaHuX 00’€KTY 0 HAaKOITUIyBayJa.

s monermeHoro 30epexkeHHs iHGopMallli Mpo TEOMETPUYHE MOJIOKEHHS
TPUKyTHHKa po3pobsieHo o00’exkt Triangleinfo. [liarpama o006’exta 300pakeHa Ha

(pucyHok 4.25).

Trianglelnfo

+Vertices:PointValue[]

+Trianglelnfo(Vertices:PointValue[]):this
+ToVector3Set():Vector3[]
+Trianglelnfo(Vertices:Vector3[]):this
+WriteStream(writer:JsonWriter)

Pucynok 4.25 — Jliarpama 06’exra TriangleInfo

Jlanuii 00’ €KT Mae HACTYIHI BIIACTUBOCTI Ta METO/IH:

o Vertices — xapakTeprCTHKa BEPIIHH TPUKYTHHKA,

o TriangleInfo(PointValue[]):this — koncTpykTOp MaHOrO 00’€KTA;

o TriangleInfo(Vector3[]):this — koncTpyKkTOp AaHOTO 00'€KTA;

o WriteStream(JsonWriter) — cepuasizariisi JTaHUX 00’ €KTY 10 HAKOIMYyBaya.

o ToVector3Set():Vector3[] — orpumaru maHi 3 AaHOTO 00’€KTa y BHIJISIII

MacHBY BEKTOPIB.

Jist  mosermeHoro 30epekeHHsl iHdopmallli MNpo KOOpAWHATH TOYOK OYyB

po3pobenuit 00’ext PointValue. Jliarpamy maHoro o6’ekra 300pakeHO Ha (PUCYHOK
4.26).
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PointValue

+X:float

+Y:float

+Z:float

+PointValue(X:float, Y:float, Z:float):this
+PointValue(data:Vector3):this
+ToVector3():Vector3
+WriteStream(writer:JsonWriter)

Pucynok 4.26 — Jliarpama 06’exra PointValue

Jlanuit 00’ €KT Ma€e HACTYIIHI BIIACTUBOCTI T4 METO/IH:

X — 3Ha4YeHHS aOCIMCH TOYKU;

Y — 3Ha4YCHHS OPAMHATH TOUYKH;

Z — 3HAYCHHS BHCOTH TOYKH;

PointValue(float, float, float):this — koHCTpyKTOp TaHOTO 00’ €KTA;
PointValue(Vector3):this — koHCTpYKTOp AaHOTO 00 €KTa;
ToVector3():Vector3 — orpumMaty 1aHi TOUYKH y BUIJIS/II BEKTOPA,

WriteStream(JsonWriter) — cepuasizariisi JTaHUX 00’ €KTY 10 HAKOIMYyBaya.

Hns 30epekeHHs iHpopMaIii y BHUTIAAI MAacHBY JaHUX IPO TOYKH OyB

po3po0ienuit 06 ekt PointsDataSet. Jliarpamy mbporo 06’€kTy 300paskeHO Ha (PUCYHOK

4.27).

PointsDataSet

+Points:List<PointValue>
+PointsDataSet(Points:List<PointValue>):this
+PointsDataSet(Points:PointValuel]):this
+PointsDataSet(Points:Vector3[]):this
+ToVector3Set():Vector3([]
+WriteStream(writer:JsonWriter)

Pucynok 4.27 — Jliarpama 06’exta PointsDataSet

Jlanuii 06’ €KT Ma€ HACTYIMHI BIACTUBOCTI Ta METOJIH:

Points — crircok KOOpAMHAT TOYOK;

PointsDataSet(List<PointValue>):this — koHCTpYKTOp JaHOTO 00’€KTA;
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PointsDataSet(PointValue[]):this — koHCTpYKTOp HaHOTO 00’ €KTA;
PointsDataSet(Vector3[]):this — koHCTpYKTOp TaHOTO 00’ €KTA;
ToVector3():Vector3 — otpuMaty JaHi TOUYKH Yy BUTJISAI BEKTOPA,;

WriteStream(JsonWriter) — cepuaitizaiiis JaHUX 00’ €KTY O HAaKOITUYyBayJa.

JIS 1HIa3amnii Ta KepyBaHHA IporpaMoro mieinepa OyB po3poOieHuii 00’ eKT
Py porp pa OyB pO3p

Shader[1,5,6]. liarpamy manoro o6’ekra 300paskeHo Ha (pUCyHOK 4.28).

+Handleint
-_uniformLocations:Dictionary<string, int)

+Shader({vertPath:string, fragPath:string):this
-CompileShader(shader:int)
-LinkProgram(program:int)

+Use()

+SetFloat(name:string, data:float)
+SetMatrix4(name:string, data:Matrix4)
+SetVector3(name:string, data:Vector3)

Pucynok 4.28 — Jliarpama 06’exrta Shader

JlaHi mpo BIIACTMBOCTI Ta METOJU JTAHOT'O 00’€KTa MPEJICTABICHO B HACTYITHOMY

CIIMCKY:

Handle — ingexc nporpamu meinepy;

_uniformLocations — mepenik 3MiHHEX THITy Uniform, ski icHYHOTH Yy

CKOMITLITLOBAHOMY IIEHIEDI;

Shader(string, string):this — koHCTpyKTOp IaHOTO 00’ €KTA;
CompileShader(int) — ckomMmiroBaTH mporpamy HieHaepy;
LinkProgram(int) — mpuB’si3atu iporpamy meiaepy Jas BAKOPUCTAHHS;
Use() — BuKopUCTaTH MOTOYHHI TICHIECD;

SetFloat(string, float) — BcTaHoBUTH 3HaYeHHS 3MiHHOT 3a iM’siM Tunty float;

SetMatrix4(string, Matrix4) — BcTaHOBHTH 3HaYCHHSI 3MIHHOT 32 iM’SIM THITY

Matrix4;
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o SetVector3(string, Vector3) — BCTAaHOBUTH 3HAYEHHS 3MIHHOI 3a 1M’ SIM THITY

Vector3;

Jlis  TONETIIEHOr0 CTBOPEHHSA e€JIEMEHTIB iHTepdeiicy OyB po3pobieHHit

nonomixHui 00'ekt Generate. Jliarpama manoro o0’exkta 300pakeHa Ha (pucyHOK 4.29).

<<Utility>>
Generate

+Expander(Header:string, content:object?):Expander
+ListBoxltem(content:object):ListBoxltem
+TextBlock(text:object)-TextBlock
+TextBox(text:object):TextBox
+ScrollViewer(content:object):ScrollViewer
+Thickness(thickness:double):Thickness
+CheckBox(content:object, isChecked:bool):CheckBox
+Button(name:string, Event:RoutedEventHandler):Button
+ComboBox|tem(content:string):ComboBoxitem
+Tabltem(buttonEvent:RoutedEventHandler):Tabltem

Pucynok 4.29 — Jliarpama nqomomixHoro 06’exta Generate

Jlanuit 00’ €KT Ma€ HACTYIHI METOJIH:

o Expander(string, object?):Expander — crBoputu 06’exT Ty EXpander;

o ListBoxIltem(object):ListBoxltem — crBoputu 06’ ekt Ty ListBoxltem;

o TextBlock(object): TextBlock — crBoputr 00’ ext Ty TextBlock;

o TextBox(object): TextBox — ctBoputh 00’ekT THITy TextBox;

o ScrollViewer(object):ScrollViewer — ctBoputu 06’ ekt Tumy ScrollViewer;
o Thickness(double):Thickness — ctBoputu 06’ ekt Trmy Thickness;

o CheckBox(object, bool):CheckBox — ctBoputi 00’ekT Ty CheckBox;

o Button(string, RoutedEventHandler):Button — crtBoputr 00’€KT THITY
Button;
o ComboBoxItem(string):ComboBoxltem — crBoputi 00’€KT  THIY

ComboBoxItem;

. Tabltem(RoutedEventHandler): Tabltem — crBoputu 06’ ekt Ty Tabltem.
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Jlnist 30epexeHHs iMeH BioOpaxyBanux iMmeH 00’ektiB ComplexPlaneTile, Section
ta ComplexPlaneTriangular Oy po3pobneHuii momomikuuii 06’ekt ObjectNames.

Jiarpamy gaHoro 00’ekTa 300paxkeHo Ha (pucyHok 4.30).

<<Utility>>

ObjectNames

+objectNames:string][]

Pucynox 4.30 — Jliarpama momomixkaoro 06’exra ObjectNames

Jlanuii 00’eKT Mae BiacTUBICTH ObjectNames, B sskoMy MpeACTaBICHO CTaHIapTHI
iMeHa 71t 00’ €KTIB, IO MOXKYTh OyTH JToAaHi 400 BUKITFOUEHI 31 CIICHHU.
JIiss KepyBaHHS KaMepolo Ha CIieHI OyB po3poOienmii 06’ekr CameraControl.

Hiarpamy 00’exta CameraControl 306paxxeno Ha (pucyHok 4.31).

CameraControl

+cam:Camera
+cameraSpeed:float
+sensitivity:float
+grabedMouse:bool
-_firstMove:bool
+isMoved:bool
-_lastPos:Vector2

+CameraControl(size:Vector2i, isOrtogonal:bool):this
+0OnMouseMove(mouse:System.Windows.Input.MouseEventArgs, pointGL:Point)
+OnMouseleave()

+OnMouseEnter(}

+0OnKeyDown(e:System.Windows.Input.KeyEventArgs, timeDelta:float}

Pucynok 4.31 — Jliarpama 06’exta CameraControl

3a J0MOMOTroI0 JIaHOTO 00’€KTa € MOXJIMBUM OTPUMAHHS YNPABIIHHAM TOYKH
dbopMyBaHHS TIEPCIIEKTUBU, KEPYBaHHS, MEPEMIIIICHHS Ta 3MiHAa HaJaIITyBaHb 00’ €KTY
kamepu Camera. Jlanuit 00’ €KT Mae HACTYITHI METOU Ta BIACTUBOCTI:

° cam — exzemIuLsip 06’ekta Camera;

. cameraSpeed — MIBUAKICTh pyXy KaMepH;

o sensitivity — 9yTJIMBICTh peakilii KaMepHu Ha PyX Kypcopa MHUIIII,

o grabedMouse — 3HaueHHs 4M 3UUTYBaTH PyX Kypcopa MHUIIII;



49

o _firstMove — 3HadueHHs 4 € pyX Kypcopa MHIII Y BiKHI IIEPIIHUM ITiC/Is TOIO
SIK TIO3MIIISl MUIII OTIMHKIIIACS B 00J1acTi iICHYBaHHS rpadiqHOro BIKHA;

o iISMoved — 3HaYeHHs YK 3MIMCHWIOCS TEPEMIIICHHS KaMepu s
HATHUCKAHHS KJIABIIIII;

° _lastPos — ocTanHs Mo3wIIisS KaMepyu Ha CIIEHI;

o CameraControl(Vector2i, bool):this — koHcTpykTOp NTaHOTO 00’€KTA,;

o OnMouseMove(MouseEventArgs, Point) — ozist pyXy Kypcopa MuIi;

o OnMouseLeave() — moaist Kypcop MHIII TOKKAA€E BIKHO IrpadiyHOro BiKHA;

OnMouseEnter() — mofiss Kypcop MHIII BXOAWTh B T'PAHMIIO iCHYBaHHS

rpadiyHOro BiKHA;
o OnKeyDown(KeyEventArgs, float) — mnomis HaTuckaHHS — KiaBilmi

KOPUCTYBA4€eM.

XapakTtepuctuka 00’e€KTy Kamepu onucaHa B 00’ekri Camera. B Hbomy
30epiraerbes IH(pOpMaIis Mpo MO3HULIII0, HATPABJICHHS, KyT HAXWITy Ta I10JI€ 30py KaMepHu.

O6’ext Camera onucanuii y niarpami Ha (pucyHok 4.32).

Camera

-_front:Vector3
-_up:Vector3
-_right:Vector3

-_fov:float
+Position:Vector3
+AspectRation:float
+Front:Vector3
+Up:Vector3
+Right:Vector3
+Pitch:float
+Yaw:float
+Fov:float

+Camera(position:Vector3, aspectRation:float, isOrthogenal:bool):this
+GetProjectionMatrix():Matrix4
-UpdateVectors()

Pucynoxk 4.32 — Jliarpama 06’exta Camera

Jlauuii 06’ €KT Ma€e HACTYIHI BIACTUBOCTI Ta METOM:

o _front — BexTop HaxmITy Kamepu BIIEpe;
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_Up — BEKTOP HAXUJIy KaMEpH B CTOPOHY;

_right — BexTop Haxmity kamepu HaOiK;

_pitch — Haxwm kamepy BiTHOCHO BEPTUKA;

o _yaw — HaxwJ1 KaMepH BiJTHOCHO TOPU30HTAI,

o _fov — mone 30py kamepu;

o Position — oTpuMaty, BCTAHOBUTH TO3HIIII0 KAMEPH;

o AspectRation — criBBigHOIIEHHS CTOPiH rpadiuHOTO BIiKHA;

o Front — orpuMaTH, BCTAaHOBUTH BEKTOP HAXWITy KAMEPH BIIEPE];

o Up — oTpumaTH, BCTAHOBUTH BEKTOP HAXUIy KaMEPH B CTOPOHY;

o Right — orpuMaTy, BCTAHOBUTH BEKTOP HAXMJy KaMepH HaOIK;

o Pitch — oTprmMaTy, BCTAHOBUTH HaXWJI KAMEPH BIJJTHOCHO BEPTHKAI;

o Yaw — oTpuMaTH, BCTAHOBUTH HAXUJI KAMEPH BITHOCHO TOPU30HTATI;
o FOV — oTpumaTH, BCTAaHOBHUTH I10JI€ 30PY KaMepH;

o Camera(Vector3, float, bool):this — koncTpyKTOp HaHOTO 00’€KTA,

o GetProjectionMatrix():Matrix4 — orpuMaTH MaTPHIIO MIPOEKITiT KaMepH;
o UpdateVectors() — oHOBUTH J1aHi BEKTOPiB XapaKTEPUCTUKH KaMEpH.

st BimoOpakeHHs 1HTepdeicy KOPUCTYBaueBl Ta KOHTPOJIO HalallTyBaHb
OCHOBHHX €JIEMEHTIB iHTepdeiicy OyB po3pobienuii 00'ekt MainWindow. [liarpamy

JTAHOTO 00’ €KTa 300pakeHo Ha (pUCYHOK 4.33).



-editors:List<Editor>

-currentEditor:EditorSettings

-currentEditorNum:int

-ticker-float

-fps_max:float

-fps_min:float

-fps_lim:float

+MainWindow():this

-inititems()

-OnPreviewMouseWheel{sender:object, e:MouseWheelEventArgs)
-OnMouseleave(sender:object, e:MouseEventArgs)
-OnMouseEnter{sender:obejct, e:MouseEventArgs)
-OnKeyDown(sender:object, e:KeyEventArgs)
-OnMouseMove(sender:object, mouse:MouseEventArgs)
-OnPreviewMouseKeyPressed(sender:object, e:MouseButtonEventArgs)
-switchVisibleGLStatus()

-OnReady()}

-EditorStructureEditorChanged(sender:object, e:SelectionChangedEventArgs)
-EditorSceneSettingsLoaded(sender:object, e:RoutedEventArgs)
-OnRender(delta:TimeSpan)

-structureOnReady(sender:object, e:RoutedEventArgs)
-structureUpdate()

-OnResize(sender:object, e:SizeChangedEventArgs)

-editorAddNew()

-ButtonEventDeleteCurrentEditor(sender:object, e:RoutedEventArgs)
-editorChangeCurrent(editorindex:int)

Pucynox 4.33 — Jliarpama 06’exra MainWindow

o1

Jlanuii 00’exT € yacTkoBUM. Ha miarpami mpeacTaBiieHO PO3pOO0JIeHY YacTHHY.

[HTa wacTmHA aBTOMATHYHO TEHEpPYeThes 3a momomoroio ¢peiimBopky .NET 5.0

BIJIMOBITHO 70 pO3poOsieHux eneMeHTiB 1HTepdeiicy Ha wmoBi XAML. OG'exr

MainWindow mae HacTymHi peantizoBaHi BIACTHBOCTI Ta METO/IH:

editors — cnucok iICHYIOYHX PEIaKTOPIB C CHCTEMI;
currentEditor — moTouHuit pegakTop;
currentEditorNum — moTouyHuit iHIAEKC PeIaKkTOPa;
ticker — 00’eKT HaKOTIMYCHHS Yacy;

fps_max — makcumasbHa KiIbKICTh KaApiB B CEKYH/IY;
fps_min — miHiMabHa KITBKICTD KaJPiB B CEKYHY;
fps_lim — moTouHwMiA TIMIT KaApiB B CEKYHAY;
MainWindow() — KOHCTPYKTOp JJaHOTO 00’ €KTA;
inititems() — inimiamizamist 1aHOTO 00’ €KTa;

OnPreviewMouseWheel(object,  MouseWheelEventArgs)

MPOKPYTKH;

o1
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o OnMouseLeave(object, MouseEventArgs) — mozisi MOKUZaHHS Kypcopa
BIKHA,

J OnMouseEnter(object, MouseEventArgs) — momis BXomy Kypcopa B
TPAHMUIIIO BIKHA;

o OnKeyDown(object, KeyEventArgs) — moist HATUCKAHHS KJIABIIII;

o OnMouseMove(object, MouseEventArgs) — mois mepeMilieHHs Kypopa,

o OnPreviewMouseKeyPressed(object, MouseButtonEventArgs) — momis
HATHCKAHHS KJIaBIII MHIII,

o switchVisibleGLStatus() — 3miHiTH cTaTyc rpadiyHOro BiKHA;

o OnReady() — moist 06’ ekT rpadiyHOro BiKHA 3aBHTAXCHHIA;,

o EditorStructureEditorChanged(object,  SelectionChangedEventArgs) —
nozisi 00paHuii 00’ €KT 3 JepeBa CTPYKTypa peaaKTopa,

o EditorSceneSettingsLoaded(object, RoutedEventArgs) — momist 00’€kT
CTPYKTYpH TOTOBUH 710 POOOTH;

o OnRender(TimeSpan) — moxis rpadivyHe 300pa)XeHHs MOTOYHOTO KaJIpy
rpadiyHOro 00’eKTa,

o structureOnReady(object, RoutedEventArgs) — momist 00’€KT CTPYKTYpH
3aBaHTaKEHUM,

o structureUpdate() — oHoBUTH J1aHi 00’ €KTa CTPYKTYPH;

o OnResize(object, SizeChangedEventArgs) — moist 3MiHU po3MiIpy BiKHAa;

o editorAddNew() — moaTi HOBHIA peIakTop;

o ButtonEventDeleteCurrentEditor(object, RoutedEventArgs) — BugaiuTh
MMOTOYHUN PENAKTOP;

. editorChangeCurrent(int) — 3MiHUTH TOTOYHUI PEAAKTOD.

Jlnst BimoOpakeHHs TIOTOYHKMX 00’ €KTIB B peakTopi po3podaeHuii 00’ext Editor.

Horo niarpama 306paskena Ha (pHCYHOK 4.34).
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-_stopwatch:Stopwatch
-elapsedTime:float
-timeDelta:float
-model:Matrix4
-modelCramble:Matrix4
-textureHandlers:int[]
+isLoaded:boo
+isRendered:bool

+Editor(windowSize:Size)

+Initialize()

- setupObjects()

- setupTextures()

- setupCam()

- setupShader()
+0nResize(windowSizeNew:Size)
-_applyTextureUnits()
-_applyShaderSettings()
-_applyRenderQueue()

+Render()
-RenderObject{renderable:IRenderable)
+0OnKeyDown{e:KeyEventArgs)
+0OnMouseMove{mouse:MouseEventArgs, pointGL:Point)

Pucynok 4.34 — Jliarpama 06’exta Editor

Onuc naHux MPO BIACTUBOCTI Ta METOJM JAHOTO OO0 €KTYy MPEACTaBICHO B
HACTYITHOMY CITUCKY:
° stopwatch — 00’eKT roAuHMKa AJI1 BU3HAUYCHHS Yacy, SKHH IPOXOAUTh MiXkK

cTallaMHt 306pa}KGHH$I OJHOTI'0 KaJIpa Ta II0YaTKOM 1'IO6YI[OBH iHIHOFO;

. elapsedTime — 3HaveHHs wYacy, SKe MPOWIIIO 3 MOMEHTY 3aIyCKy
penakTopa;

. timeDelta — 3HauenHs yacy Mix etarnamu MoOyI0BU CYCi/IHIX KaJIpiB,;

° model — maTpuIs Moae BiToOpakeHHS;

. modelCramble — matpuis kopekii BioOpakeHHsI CBITJIa Ui BEKTOPIB

HOpMaJll 00’ €KTIB,;
. textureHandlers — mepemik iHAEGKCIB CTaHOAPTHUX TEKCTYp, SKi

BUKOPUCTOBYIOTHCS 7151 00’ €KTa O€3 BIIACHUX,

. isLoaded — 3HaueHHS cTaHy YM 3aBaHTAKECHUH PEIAKTOP;

o iSRendered — 3HaueHHs cTaHy YK 3aKiHUKBCS PEHAEP MOTOYHOTO KaJpy;
o Editor(Size) — xoHCTpYKTOp TaHOTO 00’ €KTA;

° Initialize() — inimiaizalis eJIEMEHTIB peIaKTOPa;

_setupObjects() — inimianizaiiss OCHOBHUX 00’ €KTIB pPeIaKTOpa;
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o _setupTextures() — imiriamisaliss OCHOBHUX TEKCTYP PEIaKTOPa;
o _setupCam() — imimiamisaniss KaMepH peaaKTopa,

o _setupShader() — imimiamisanis nporpamu menaepy;

J OnResize(Size) — moxis po3mMip BikHA 3MIHHUBCS;

o _applyTextureUnits() — 3acTocyBaTu TEKCTYpH;

o _applyShaderSettings() — 3acTocyBaTu HalaIlITyBaHH IICHICDY;
o _applyRenderQueue() — chopmyBaTu 300paskeHHS 00’ €KTIB;

o Render() — chopmyBaTH Kap;

o RenderObject(IRenderable) — chopmyBaTH 300paskeHHs 00’ €KTa;
o OnKeyDown(KeyEventArgs) — moist KiaBilia HaTHCHYTA;

o OnMouseMove(MouseEventArgs, Point) — moxis Kypcop 3MiHHB CBO€
pO3TaIllyBaHHS.

JUisi KepyBaHHsS HaJAITYBaHHSMHU pENaKTopa Ta BIAOOPaXKEHHS JaHUX MOro

eJIEMEHTIB B 1HTepdelici, 30kpeMa 00poOIItoBaTH /il KOpUCTyBaya, OyB poO3poOJIeHHI

o0’ext EditorSettings. diarpama ganoro 06’ekra 300paxena Ha (pucyHok 4.35 — 4.37).

EditorSettings

#selfsize-Size

+elementProperties:ListBox

#isEnab

+meshTiled:La t=ComplexPlaneTile>>

List<ComplexPlaneTriangular>>

+blendingstylesint
+mesh:Mesh

+shader:Shad

Pucynok 4.35 — Jliarpama BriactuBocTei 00’ekra EditorSettings



+ChangeBlending()
+addDependencyBoxes{elementProperties:ListBox?, editorProperties: ListBox?)
+CurrentPropertyGetState():bool
+Eventinform{content-object?, console:ListView?)
-_putExistinginTree(treeView: TreeView, amount:int, indexMame:int)
+UpdateTreeView(treeView: TreeView): TreeView
-_addNewTreeMember{Header:string) TreeViewltem
-_ObjectSelected({sender-object, e:RoutedEventArgs)
-LookUpProperties(itemWithProperties:object, list:ListBox)-object?
-CreateListTransformForTiles():ListBox
-ButtoninterpolateTiles{sender:object, e:RoutedEventArgs)
-ShowLessCells(sender:object, e:RoutedEventArgs)
-ShowMoreCells{sender:object, e:RoutedEventArgs)
-ButtonMoveVisibleTilesLeft{sender:object, e:Routed EventArgs)
-ButtonMoveVisibleTilesRight{sender:-object, e-RoutedEventArgs)
-ButtonMoveVisibleTilesForward(sender-object, e:RoutedEventArgs)
-ButtonMoveVisibleTilesBack(sender-object, e:RoutedEventArgs)
-CreateTriangulationExpander(): Expander
-ButtonTriangulate(sender:object, e:RoutedEventArgs)
-CreateRangedListVector3Points(name-string, listValues-List<Vector3>,
textHandlerEvent:-TexChangedEventHandler, slideEvent-RoutedPropertyChangedEventHandler,
buttonEventAdd:RoutedEventHandler, buttonEventRemove:RoutedEventHandler,
lowerlnd:int, maxAmount:int):Expander
-EventListPointSelectedTriangularSet{sender:object, e:SelectionChangedEventArgs)
-RecreatelistOfPoints(list:ListBox, exp:Expander, value:int)
-SliderMouseWheel[sender-object, e:MouseWheelEventArgs)
-sliderPointsListSlide(sender-cbject, e: Routed PropertyChangedEventArgs<double>)
-TextChangedVector3PointValueTriangular(sender:object, e:Routed EventArgs)
-ButtonPointDeleteSelected({sender-object, e-RoutedEventArgs)
-ButtonPointAdd({sender:object, e:RoutedEventArgs)
-ButtonDelete(sender-object, e:RoutedEventArgs)

-ButtonTransformTri dToMeshi: -object, e:RoutedEventArgs)
-SectionVertChanged(sender:object, e:RoutedEventArgs)
-Secti itchAreaDisplayi: -object, e:RoutedEventArgs)

-Buttonintersect(sender:object, e:RoutedEventArgs)
-SectionSwitchPolarDisplaylsender-object, e:RoutedEventArgs)
-SwitchDrawStyle[sender:object, e:RoutedEventArgs)
-SwitchVerticesDisplayingForTiles{sender:cbject, e:RoutedEventArgs)
-SwitchDisplayM ai: metr object, e:Routed EventArgs)
-SwitchObjectDrawingEnabled(sender:object, e-RoutedEventArgs)
-ButtonAddSection(sender-object, e:RoutedEventArgs)
+EditorChanged()

Pucynok 4.36 — Jliarpama metoniB 06’ ekra EditorSettings

-SelectCamera(sender:object, e:SelectionChangedEventArgs)
-ButtonCameraAdd(sender-object, e:RoutedEventArgs)

-ButtonC; nder-object, e:RoutedEventArgs)
-ButtonSwitchBlending{sender-object, e:Routed EventArgs)
+addCamera()

-addCamera(isOrthogonalPerspective:bool)
+cameraChange(shift:int)
-cameraRemoveAt(ind:int)
-#iSizeToVector2i[size:Size)
-CreateMeshSettings()-ListBox
-CreateWaterLevelSettings():ListBoxltem

-TextChangedWaterLs object, e:TextCh rentArgs)
-CreateCheckBoxSetting{Mame:string, initialState:bool, Event:RoutedEventHandler):CheckBox
-Cr i re:string, valueln:float,

textEvent:TextChangedEventHandler):ListBoxitem
-CreateCamSettingWithSlider{Name:string, min:double, max:double,
valueln:float, textEvent:-TextChangedEventHandler,
sliderEvent: dPropertyChangedEventHandler J-ListBoxltem
-GetVectorFromListBoxOfVector3Settings(sender-ListBox, index:int)-Vector3
-GetlistitemWithVector3Settings{sender:object)
-GetListWithVector3Settings(sender:object)
-CreateSettingForVector3 Point(Name:string, valueln:Vector3,
textEvent:-TextChangedEventHandler)-ListBoxitern
-_petCamSettings(index:int)-ListBox
+CamUpdatedPositiond{)
-#UpdateView()
-CanSensitivityTextChange(sender-object, e-TextChangedEventArgs)
-CamSpeedTextChange(sender:object, e:TextChangeEventArgs)

-CamFovTextCh -object, e:TextCl ventArgs)
-CamPosTextCh -object, e:TextC ventArgs)
-_petSliderofCamsSetting(sender-object)-Slider

= dexOfCamFro i -object}int

-_getTextBoxOf{sender:object):TextBox?

-CamSpeedChanged(sender:object, e:RoutedPropertyChanged EventArgs<double>)
-CamFovChanged(sender:cbject, e:RoutedPropertyChangedEventArgs=double>)
-CamSensitivityChanged ([sender-object, e:RoutedPropertyChangedEventArgs<double>)
-MeshParamChanged{sender:object, e-TextChangedEventArgs)

~Chec itc object, e:RoutedE )
-MeshTurnOxy[sender-object, e:RoutedEventArgs)

-MeshTurnOyz{sender-object, e-RoutedEventArgs)

-MeshTurnO: -object, e: tArgs)

+ExportData(sender:object, e:RoutedEventArgs)

+ImportData(sender-object, e:RoutedEventArgs)

il Tile)

C

-addNewSection(section-Section)
intD i «C laneTriangular)

+0nKeyDown(e:KeyEventArgs)

Pucynok 4.37 — Jliarpama meroniB 00’ekra EditorSettings(mpoaosixeHHs)
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JleTaspHiIIe PO BIACTHBOCTI Ta METOU JAHOTO 00’ €KTa B HACTYITHOMY MEPETiKY:

o selfsize — po3mip BikHA peOKTOPA;

J elementProperties — MeHIO HaamITYBaHb MIOTOYHOTO 00’ €KTa peIaryBaHHS;
o editorProperties — MeHIO HaIaITYBaHb PEIAKTOPA;

o currentProperty — morounuii oopanuii 00’ €KT;

° listViewProcess — ciucok moBiIOMIIEHE;

o iISEnabled — 3HadeHHs yn yBIKHEHHUI peIakTop;

J doUpdate — 3HaueHHS Y1 OHOBUTH CTPYKTYPY 00’ €KTIB;

o meshTiled — ciincox 06’exriB Ty ComplexPlaneTile;

o meshUneven — criucok 06’extiB Ty ComplexPlaneTriangulared;

° sections — cucok 00’€ekTiB THITy Sections;

. axis — exkzemruisip 00’ ekty AXIS;

. activeCam — iHJeKC TOTOYHOT KaMepH;

o View — MaTpulIls BUIY Ha 300paKeHHS;

o cameras — CIHCOK Kamep;

o blendingStyle:int — motounuit pexxum BioOpaskeHHs 00’ €KTIB

o mesh — ciTka;

. shader — ex3emrmuisip 06’ ekta Shader a1t KepyBaHHS IPOTPAMOIO IEHIEPOM;
° water — 00’ eKT I BiTOOpakeHHS PIBHS BOM;

o ChangeBlending() — meTox 3MiHN pexXuMy BiTOOpaKeHHS,

o addDependencyBoxes(ListBox?, ListBox?) — meToa miAK/IIOYCHHS MEHIO

HaJIAIITyBaHb JI0 TOTOYHOTO PeIaKTopa
o CurrentPropertyGetState() — 3naueHHs uu € 0OpaHHii 00’ €KT 31 CTPYKTYPH;
o Eventinform(object?, ListView?) — indopmyBaTd KOpUCTyBaua 3a
JIOIIOMOT0I0 TIOB1JJOMJICHHS,

o _putExistingInTree(TreeView, int, int) — ngomatu icHyo4i 00’€KTH
pemakTopa 10 JepeBa CTPYKTYPH;

o UpdateTreeView(tTreeView): TreeView — OHOBHTH JA€PEBO CTPYKTYPH;
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. _addNewTreeMember(string): TreeViewltem — ngomatu 00’eKT 10 aepeBa
CTPYKTYPH;
o _ObjectSelected(object, RoutedEventArgs) — momist 00’€KT CTPYKTypH
BUIUICHUI;
o LookUpProperties(object, ListBox):object? — orpumaru HajaliTyBaHHS

MOTOYHOTO 00’ €KTa;

o CreateListTransformForTiles():ListBox — cTBopuTH CIHCOK HalaIITyBaHb
TSt Tpancdopmartii ciT4acToro 00’ €KTa;

o ButtonInterpolateTiles(object, RoutedEventArgs) — momis posmodatu
IHTEPIOJIAIII0 00’ €KTa;

o ShowLessCells(object, RoutedEventArgs) — mojis BimoOpa3HTH MEHIIIE
€JIEMEHTIB KOMIUIEKCHOTO 00’ €KTa;

o ShowMoreCells(object, RoutedEventArgs) — momist BimoOpa3uth OibIie
€JIEMEHTIB KOMILUIEKCHOTO 00’ €KTa

o ButtonMoveVisibleTilesLeft(object, RoutedEventArgs) — moist 3MicTUTH
TPAHUINI0 EJIEMEHTIB KOMIUIEKCHOTO 00’€kTa B OIK 3MCHIICHHS 3HAYCHHS
OpJIMHATH;

o ButtonMoveVisibleTilesRight(object, RoutedEventArgs) — noist 3MicTUTH
TPAHUITI0 EJIEMEHTIB KOMIUICKCHOTO 00’€¢kTa B OiK 301MBIICHHS 3HAYCHHS
OpJIMHATH;

o ButtonMoveVisibleTilesForward(object, RoutedEventArgs) —  momis
3MICTUTH TPAHMITIO €JIEMEHTIB KOMIIJIEKCHOTO 00’ €KTa B O1K 301JIbIIICHHS 3HAYSHHS
a0c1ucy;

o ButtonMoveVisibleTilesBack(object, RoutedEventArgs) — mozist 3MicTUTH
TPAHUITIO EJIEMEHTIB KOMIUIEKCHOTO 00’ €KTa B O1K 3MEHIIICHHS 3HAYCHHS aOCITUCH;
o CreateTriangulationExpander():Expander — cTBOpTH  HaJaIITyBaHHS

TPlaHTYJISAIIT;
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o ButtonTriangulate(object, RoutedEventArgs) — moxis  BHKOHATH
TPIaHTYJISIII0 00’ €KTa;

o CreateRangedL.istVector3Points(string, List<Vector3>,
TexChangedEventHandler, RoutedPropertyChangedEventHandler,
RoutedEventHandler, RoutedEventHandler, int, int):Expander — ctBopuTH crimcox
TOYOK 00’ €KTa;

o EventListPointSelectedTriangularSet(sender:object,
e:SelectionChangedEventArgs) — moist Touka 31 CIIHUCKY BUIICHA;

o RecreateListOfPoints(ListBox, Expander, int) — OHOBUTH CIIUCOK TOYOK;

o SliderMouseWheel(object, MouseWheelEventArgs) — IO TisT
MPOKPYUYyBaHHs KOJieca MUIII, KOJM Kypcop 3HaAXOUThCS TOBEPX Cllaiiiepy;

o SliderPointsListSlide(object, RoutedPropertyChangedEventArgs<double>)
— TIO/Iisl 3HAYCHHS Caiepy 3MIHEHO;

o TextChangedVector3PointValueTriangular(object, RoutedEventArgs) -
ITO/11s 3HAYECHHS TOYKH 3MIMEHO;

o ButtonPointDeleteSelected(object, RoutedEventArgs) — moxis BuUAAIUTH

BUJIIJICHY TOYKY;

o ButtonPointAdd(object, RoutedEventArgs) — momis momaTH TOYKY JI0O
CHHUCKY;

o ButtonDelete(object, RoutedEventArgs) — mois BugaaIuTu 00’ €KT;

o ButtonTransformTriangulatedToMesh(object, RoutedEventArgs) — momis

MEepETBOPUTHU HAOIP TOUOK y 00’ €KT CITYACTOTO BULY 3a JIOTMIOMOIOK0 1HTEPIOJISIIIIT;
o SectionVertChanged(object, RoutedEventArgs) — momiss  3MiHEHO
MTOJIOKEHHS TIepepisy;

o SectionSwitchAreaDisplay(object, RoutedEventArgs) — momist 3MiHEHHMIA
CTaTyC BIIOOpakeHHS 00J1acTi mepepisy;

o ButtonIntersect(sobject, RoutedEventArgs) — moxis 0OYMCIICHHS 3HAYCHB

nepepizy;
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o SectionSwitchPolarDisplay(object, RoutedEventArgs) — momis 3MiHCHHI
cTaTyc BiioOpakeHHs1 QyHKIIT JiHIT mepepi3y Ha miomuHi Oyz;

o SwitchDrawStyle(object, RoutedEventArgs) — momiss 3MIHCHHH PEXHM
B1I0OpaKEHHS,

o SwitchVerticesDisplayingForTiles(object, RoutedEventArgs) — momis
3MIHEHHMM PEKUM BITOOpaKEHHS TOUOK BEPIIMH 00’ €KTa;

o SwitchDisplayMainGeometry(object, RoutedEventArgs) — mois 3MiHCHHIA
CTaTycC BIAOOpa)KEHHS T€OMETPIi MOTOYHOTO 00’ €KTA;

o SwitchObjectDrawingEnabled(object, RoutedEventArgs) — moist 3MiHEHHI
CTaTyC BIIOOpakeHHS 00’ €KTa,;

o ButtonAddSection(object, RoutedEventArgs) — mozist HoBHii iepepi3 OyIo

CTBOPEHO;

o EditorChanged() — oHOBHTH AaHi PO HAJAMTYBAHHS PEIAKTOPA,;

o SelectCamera(object, SelectionChangedEventArgs) — momis Kamepa
o0OpaHa;

o ButtonCameraAdd(object, RoutedEventArgs) — momist kamepa a01aHa;

o ButtonCameraRemove(object, RoutedEventArgs) — momis kamepa
BUIAJICHA,

o ButtonSwitchBlending(object, RoutedEventArgs) — moist 3SMiHEHHH PEKUM

B1JI0OpakeHHS 00’ EKTIB;

o addCamera() — nogaHHs KaMepH J0 CITUCKY Kamep;

o addCamera(bool) — nmomanHs Kamepu 10 CIOHCKH Kamep, 0O0poOka
MEPBUHHUX JIAHUX KaMEpH;

o cameraChange(int) — 3MiHUTH TOTOYHY KaMepy;

o cameraRemoveALt(int) — Bunanutu kamepy 3a iHACKCOM;

o SizeToVector2i(Size) — xouBepTyBaTH po3Mip 00’ekTa B THI SiZ€ 10
Vector2i,
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o CreateMeshSettings():ListBoX — CTBOpUTH CHOHCOK HaJalTyBaHb JJIs

00’exta Mesh;

o CreateWaterLevelSettings():ListBoxItem — CTBOPUTH CIIUCOK

HAJTAIITYBAaHHS JUIsl BIACTUBOCTI Water Janoro o0’exTa;

o TextChangedWaterLevel(object, TextChangedEventArgs) — mozist BucoTa

PIBHS BOJY 3MiHEHA,

o CreateCheckBoxSetting(string, bool,
Event:RoutedEventHandler):CheckBox — cTBopuTn HamamTyBaHHS B BHII
CheckBox-y;

o CreateltemWithValueChangeable(string, float,
TextChangedEventHandler):ListBoxltem — crBoputu HamamrtyBaHHS — 3i

3MIHIOBAaHHUM YHCEJILHUM 3HAUYECHHSIM

o CreateCamSettingWithSlider(string, double, double, float,
TextChangedEventHandler,
RoutedPropertyChangedEventHandler<double>):ListBoxltem  —  cTBOpUTH
HaJAIITyBaHHS JIJIsl KAMEPH y BUTTISII Claiiiepy;

o GetVectorFromListBoxOfVector3Settings(ListBox, int):Vector3 -
OTpHUMATHU BCKTOPHC 3HAUYCHHA 3i CIINCKY 3HAYCHDb,

o GetListltemWithVector3Settings(object) — orpumati el1eMEHT CHHUCKY i3
HaJlallITyBaHHAM BCKTOPA,

o GetListWithVector3Settings(object) — oTpuMaTH CMCOK 3 HAJIAIITYBAHHAM
3HA4Y€Hb BEKTOPIB;

o CreateSettingForVector3Point(string, Vector3,
TextChangedEventHandler):ListBoxItem — crBopuTH HanamTyBaHHS ISl TOYKH B
POCTOPI;

o _getCamSettings(int):ListBoX — oTpruMaTH CIIMCOK HaJAIITyBaHb KaMEPH 3a
1HICKCOM;

o CamUpdatedPosition() — oHOBUTH MO3UIIII0 KAMEPH;
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o UpdateView() — 0HOBUTH MATpPHUIIIO BHIY;

o CanSensitivityTextChange(object, TextChangedEventArgs) — mogis
3MIHEHE HaJIalITYBAHH:A LIyTJII/IBOCTi KaMCpH;

o CamSpeedTextChange(object, TextChangeEventArgs) — mogis 3MiHEeHe
HaJlallITyBaHHA HIBI/II[KOCTi KaMcCpu,

o CamFovTextChanged(object, TextChangeEventArgs) — momis 3MiHEHE
HaJIalITYBAHHA ITIOJIA 30PpY KaMCPU,

o CamPosTextChanged(object, TextChangeEventArgs) — momisi 3MiHcHe
HaJAIlITYBaHHS MO3UIIT KaMepu;

o _getSliderOfCamSetting(object):Slider — orpumatu 00’eKkT cnaiaepy 3
HaJIallITyBaHb KaMEPH,

o _getindexOfCamFromSetting(object):int — orpumaru iHIEeKC Kamepu i3
HaJIallITYBaHb KaMCPH,

o _getTextBoxOf(object): TextBox? — oTtpumatu 00’€KT 13 YHCEIBbHUM
SHAUYCHHAM HaJIAIITYBAHHS;

o CamSpeedChanged(object, RoutedPropertyChangedEventArgs<double>) —
0115 3MIHEHA MIBUIKICTh KAMEPH;

o CamFovChanged(object, RoutedPropertyChangedEventArgs<double>) —
MO/1is1 3MIHEHE T0JI€ 30py KaMepH;

o CamSensitivityChanged(object,
RoutedPropertyChangedEventArgs<double>) — momis 3MiHeHa YyTJIHMBICTBH
KaMepu;

. MeshParamChanged(object, TextChangedEventArgs) — momis 3MiHEHE
HaJIAIITYBAaHHS CITKH;

. CheckBoxMeshSwitched(object, RoutedEventArgs) — moaist yBiMKHyTe a00
BHUKMKHYTC OQHC 3 HAJIAIITYBAHb CiTKI/I;

o MeshTurnOxy(object, RoutedEventArgs) — BinoOpa3utu abo CXOBaTH CITKY

Ha iomuHl OXY;
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o MeshTurnOyz(object, RoutedEventArgs) — BizoOpa3utu ado cXOBaTH CITKY
Ha iomuHi Oyz,
o MeshTurnOxz(object, RoutedEventArgs) — Bioopa3utu a0 cXOBaTH CITKY
Ha miommHl OXZ;
o ExportData(object, RoutedEventArgs) — momist po3mo4aTro eKCIopT AaHHUX

ITOTOYHOTI'0 00’ €KTa;

o ImportData(object, RoutedEventArgs) — moist po3moyaTo iMIIOPT JaHUX 10
pemakropa;
o addNewBottom(ComplexPlaneTile) @ —  momatm  HOBHMIi  00’€KT

ComplexPlaneTile;

o addNewSection(Section) — nogaTi HOBuUii 00’ €KT mepepisy;

o addNewPointDataset(ComplexPlaneTriangular) — momati HOBHI 00’€KT
ComplexPlaneTriangular;

o OnKeyDown(e:KeyEventArgs) — mois KiaBilia HaTHCHYTA.

4.2 Onmuc pe:xxuMmiB Bizyanizamii 00’ekTiB

Jlns BimoOpakeHHsl HakjagaHHsA OO0’€KTIB a TakoX Bizyamizallii 00’€KTiB 13 3a
JIOTIOMOTOI0  Pi3HUX (YHKIIM HakJIagaHHS Ta 3MINIyBaHHS iX 300pakeHHs OyIio
Bukopuctano Hactynny ¢yskiiro GL.BlendFunc[7,17]. Lls BOymoBana ¢yHKIIis
cnerudikamii OpenGL mae nBa mapamerpu: S — (akTop: BHU3HAYAE SIK KOJIBOPU Ta
PO30pPicTh MAOTh OyTH OOYMCIICHI OCHOBYFOUHUCH HA BX1JIHI aHi 00’ekTa; Ta d — hakrop:
BHU3HAYAE sIK caMo OyayTh OOUHCITIOBATUCH KOJIIP Ta MPO30PICTh 00’ €KTa B PE3yJIbTaTI S
— dakrop obOuucienp. KoxkeH MeTonm OOYHCIICHHS BH3HA4Ya€ CHOCIO BUKOPUCTAHHS
YOTHUPHOX KaHAJIB KOJBOPY: uepBoHUi: R, 3enenuii: G, cuniit: B, npo3opicte: A. Hanami
BXI1JIHI JaHi 110 YOTHPHhOM KaHajiaM Mmo3Ha4aTuMyThes K (Rso, Gso, Bso, Aso), @ KOJIBOPH,

II0 OTPUMYIOTBLCS B pe3yiibTati o0uncieHs K (Ry, Gy, By, Ag). BXiaHi 3HaYeHHS TaKOX
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KOHBEPTYIOThCS J10 niana3ony [0,1] Ta mo3HadaroThes BiamoBigHo sk (Kr, Kg, Ks, Ka), e
3HaueHHS KoedimieHTiB Ke, 1e C — KoJip BIAMOBIAHOIO KaHAIy; PO3PAaXOBYETHCS 3a
dbopmyIoro:
k,=2M—1

Ta (Mg, Mg, Mg, Ma) — 3HAYCHHS BIAIOBIIHUX 3a 1HIEKCOM KOJIbOPiB. BXigHwuii Ta
pe3yabTyOUnid (paKTOpH 3MiHH KOJHOPIB BU3HAYAIOTHCS 5K (SR, Sg, S, Sa) Ta (dg, dg, ds,
da) BiamoBiAHO.

Byno po3pobieHo aexiapbka peXuMiB BimoOpakeHHs, 0a3yr0unch Ha TOETHAHHI
nanux (akropis. byno Bukopucrano HactymHi (akropHi mapametpu (fr, fe, fs, fa), 1m0

300pakeHi B (Tabnuils 4.2):

Tabnuusg 4.2 — 3aaiaai mapaMeTpu rpadiuHux JaHUX 00’ €KTY

ITapametp (frr fer far fa)
BlendingFactor.One (1,1,1,1)
BlendingFactor.SrcAlpha Ago Aso Aso Aso
kya' kg ky' ky
i i Ry Gso Bsop A
BlendingFactor.OneMinusSrcColor (1,1,1,1) — (32 Zs0 Zso £s0
kr k¢ kg ky
BlendingFactor.SrcColor Rso Gso Bso Aso
krp " ke kg ky
' ' Agg Agg Agp A
BlendingFactor.OneMinusSrcAlpha 1,1,1,1) — ( s0 50 £s0 £s0
ka ko ko ky
' ' Gy By A
BlendingFactor.OneMinusDstColor A,1,1,1) — (-2, 24 Zd Dd
ky ky ky ky

o0 o6uncauTH OCTATOYHHM KOJIp, (YHKIS 3MIIIyBaHHS BHUKOPUCTOBYIO

HACTYMHI (OPMYIIH:

Rd = min(kR,RsSR + RddR)

Gd = min(kG, GSSG + GddG)
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Bd = min(kB, BSSB + deB)
Ad = min(kA,RSSA + AddA)

B poGoti Oynu BHUKOpPHCTaHI HACTYNMHI KOMOIHAIUIO TapaMeTpiB A

BUOKPEMJICHHS PEKUMIB BigoOpa)keHHsI 00’ €KTiB, /e MEePIIUM BKa3yeThCs S — (pakTop,

apyrum — d — (akTop BiaMOBITHO:

1.

2
3.
4

BlendingFactor.One ta BlendingFactor.OneMinusSrcAlpha.
BlendingFactor.OneMinusDstColor ta BlendingFactor.SrcAlpha.
BlendingFactor.One Ta BlendingFactor.SrcColor.

BlendingFactor. SrcColor ta BlendingFactor.OneMinusSrcAlpha.
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5 POBOTA KOPUCTYBAYA 3 ITPOI'PAMHOIO
CUCTEMOIO PEJAKTOPA BATUMETPII

5.1 Po6oTa kopuctyBaua B inTtepdeiici penakropa

[Ipu BiIKpUTTI MPOrpaMu KOPUCTYBad MOXKE 0aUMTH HACTYIHI 00 €KTU: TOJIOBHE
rpadiuHe BIKHO CIIEHH, JI€ 3HAXOJAThCS CiTKa, HAMpPSMOK KOOPAMHATHHX Ocel y Oik
JOJJaTHUX 3HAY€Hb MO3HAUYEHUX PI3HUM KOJbOpOM: uepBOHUM — Ox, 3eneHuM — Oy,
cuniMm — Oz; Ta TWIOMMHA, IO UTIOCTPYE piBEHb BOAM; TMiA TpadiyHUM BIKHOM
3HaXOJUTHCS TIEPEITiK MOBIJOMIICHD, AKi 1HOOPMYIOTH KOPUCTYBay4a MPO MEBHI BUKOHAH1
111 B cUCTEMI Ta peKOMEH/AIlli; 3 IpaBOi CTOPOHU 3HAXOATHCS JBa BIKHA: Y BEPXHbOMY
300paKEHO TIEpeNiK ICHYIOUHMX PENaKTOpiB Ta OCHOBHI €JIEMEHTH, SKi Ha HUX
pO3TAIllOBaHl; y HIKHBOMY 3HaXOASThCs HaJAIITYBaHHS peJakTopa Ta JIOJaHUX
KopucTyBadeM o00’ekTiB[2]. [leMOHCTpalito craHy mnporpamu Iicias il 3ammycKy

300pakeHo Ha (pUCyHOK 5.1).

Pucynok 5.1 — JlemoHCTpallis mporpaMu micis ii BIAKPUTTS
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Skimo koprcTyBay 0axkae HaJaMTYBAaTH PEAaKTOp a0 IMIIOPTYBATH JaHi 3 (aitiy,
BIH MOXE HATHCHYTM Ha Ha3By BIKHa HajamTyBaHb ‘‘Scene”. JleMoHcTpallis

HaJalTyBaHb peJlakTopa 300paxeHa Ha (PUCYHOK 5.2).

Settings = Scene

@ Cameras
@ camera 1

Sensitivity 04
Speed 4

Field of view [=1s]
Position

X3.339678

¥13.391071

75217816

| Add \
| Remove selected ‘
@ Mesh

Size(m): 101
Step(m): 5

Heighti 0

mesh Oxy

[] mesh Oxz

[] mesh Oyz

‘Water level height: |1
Enable

‘ Add section |

‘ Import data |

‘ Switch blending |

Pucynoxk 5.2 — J/leMoHcTparlisi HanamTyBaHb MOTOYHOTO pPelIaKTopa

B npoMy MeHIO HamamTyBaHb KOPHUCTYBad MOXXE€ BUKOHYBaTH HACTYIHI ii:
3MIHIOBATH HaJIAINTYBAaHHS KaMEpH, N0JaBaTH, BUAaATH: kHonku “Add” Ta “Remove
selected” myst KOXKHOT; Ta 3MIHIOBATH MMOTOYHY KaMEPH; 3MIHIOBATH HAJAIITYBaHHS CITKH
Ta p1BHS BOAMW, BMUKATH Ta BUMHKATH iX BIAOOPaKEeHHsI, IMITIOPTYBATHU JIaH1 10 TOTOYHOTO
penakTopa — KHomka “Import data”, cTBoproBatu mepepi3 — kHomka “Add section”,
3MIHIOBATH PEKUM BIIOOpakeHHsS O0’€KTIB y PelaKkTopi CIEHHM — KHomka “Switch
blending”.

O0’exTH, MO MOJAIOTHCS HA CIIEHY JI0 PEAAKTOpa BHACTIAOK IMIIOPTY (Qaiity,
BIJIOOpaXKalOThCSl B TEPEIIiKy OO0 €KTIB B JIepeBi 00’€KTIB pemakTopa. 3a OakaHHIM

KOpPHUCTyBaua MOke OyTH CTBOPEHO JEKUJIbKa peJaKTOPiB, HATUCHYBILM HA Ha3BY BIKHA
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“+”, aKi MaTUMyTh TOBHHUU (DYHKITIOHAN IO ¥ OcHOBHUH “Main”, a Takox penakTopu
MOXXYTb OyTH BUJAJIEHI 3 CUCTEMM 3a OaXKaHHSIM KOPHCTyBaya, HaTUCHYBIIU KHOIIKY

“Delete this editor”. JlemoHcTpallis BikHa peIaKTOpiB 300pakeHa Ha (PUCYHOK 5.3).

Structure

Main | Editor 2 | +

Mesh
Axis
4 Mesh tiled
mesh tiled 1
mesh tiled 2
4 Sections
sections 1

4 Mesh uneven
mesh uneven 1
mesh uneven 2

| Delete this editor

Pucynok 5.3 — CrannapTHHii pekuM BioOpakeHHs 00’ €KTIB

B npomy MeHI0 KopucTyBay MO)ke 0a4uTH ICHYI0Y1 00’ €KTH B PEAaKTOPi, a TAKOK
NepelTH 0 pelaryBaHHs iX HaJalITyBaHb B MeHIO “Settings”, kpim 00’ektiB “Mesh”,
HAJTAITYBaHHS SKOTO 3HAXOIATHCS B MEHIO “Scene” ta “AXis”.

JleMoHcTpallist poOOTH Pi3HUX PEXKHUMIB BIOOpaKeHHS 00’ €KTIB MpeICTaBlICHA HA

(pucyHok 5.4 — 5.7).

Pucynok 5.4 — CrannapTHHiA pekuM BiI0OpakeHHs 00’ €KTIB
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Pucynox 5.5 — Pexxum BijoOpaskeHHs1 00’ €KTIB: MiICBIYEHHSI 00J1acTl HaJl piIBHEM BOJU

Pucynok 5.6 — Pexxum BimoOpaskeHHs1 00’ €KTiB: MiABUIIECHUN PiBEHb MPO30POCTi

Pucynok 5.7 — PexuM BigoOpaxeHHs 00’ €KTIB: aKIIEHT Ha TEOMETPII0
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OOpaBim Jj1s penaryBanis 00’ekt 13 BiTku “Mesh tiled” B MeHio HanmamryBaHb
3’SBIITFOTHCS HAJTAIMITYBaHHS JaHoro 06’ekta. Cepen HUX: BMUKAHHS Ta BUMHKAHHS
BiZJOOpaXCHHS BEPIIMH Y BUIJISAI TOYOK — moje “Show vertices”, BMHKaHHSA Ta
BUMHUKaHHS BiIOOpaKeHHs reoMeTpii 00’ ekTa — moJje “Show geometry”, 3smina Tuiry i#oro
BioOpakeHHs — KHomKka “Switch primitive type”, tpancdopmariisi 00’ekta — MEHIO
“Transform”: 3MiHa rpaHMIb BiAOOpaXKeHHs: KHOMKa “EXpand” — po3mupuTy rpaHHUIIio
BimoOpakenHus, “Shift to the left” — 3mictuTn Tpanuio B OiK 3MCHIICHHS 3HAYCHHS
opaunath, “Shift to the right” — 3mictutn rpanmmro B Oik 301IBIICHHS 3HAYCHHS
opaunatu, “Shift forward” — 3micTuTy rpanmio B OiK 301IbIICHHS 3HAYCHHS aOCIHCH,
“Shift back” — 3micTuTr rpanuIto B Oik 3MEHIIECHHS 3HAYCHHS aOcuucu Ta “Shrink” —
3BY3UTH TPAHHUIIIO; IHTEPITOJIALIS HATHCHYBIIW KHOMKY “Interpolate” ta 3acrocyBaHHs Ti
pe3yJbTary 10 JaHUX O0’€KTa 13 BKa3aHHSAM MacIiTaOyBaHHS MOro reoMeTpii B Ioui
“Scale”; excnioptyBaTH AaHi 00’€KTa 10 HOBOTO 200 icHyro4oro daitry B popmari JSON,
HATHCHYBIIW KHONKY “EXport data”; yBiMkHYyTH a00 BUMKHYTH BimoOpakeHHs 00’€KTa
Ta HOTo YacTHH Ha B TpadidyHOMY pemaktopi — nosie “Enable”; ta Buganenns o6’ekra 3
nepesiky MOTOYHOTO PeIaKTopa 3a JOMOMOrorw KHOMKH “Remove me”. JleMoHcTpallis

BIKHA HAJIAIITYBaHb JIJIA IAHOTO 00’ €KTa 300pakeHa Ha (PUCYHOK 5.8).
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setins [Scene [

[ Show vertices
[] Show geometry

| Switch primitive type |
(‘9 Transform

Shrink

Shift to the left

Shift forward

Shift back

| |
| |
| Shift to the right |
| |
| |
| |

Expand

Interpolation

| Interpolate |

| Export data |
Enable

| Remove me |

Pucynok 5.8 — JlemoHcTparlis mepesiky HalamTyBaHb I 00'€KTiB i3 BiTku “Mesh
tiled”

OOpaBim Ui peaaryBaHHs 00’€KT i3 BITKH “Sections”, kopuctyBauyy OyayTh
JOCTYITHI HACTYITHI HAJIAIITyBaHHS B MCHIO “Settings’: 3MiHa TOYOK, 3a SKHMH OYIYEThCS
IUTOIMHA TIepepidy MeprneHIuKyIapHa mionuai OXy — meHto “Vertices”; o0urcieHHs
TOYOK Tepepisy 3 00’ekToM i3 BiTku “Mesh tiled”, nHatucnyBmm kHomky “Intersect” ta
oOpaBi 00’ €KT JUIsl Iepepi3y 13 CIUCKY HaJl M€ KHOMKOI0; YBIMKHYTH a00 BUMKHYTH
BiZJ0OpaXkeHHsT 00’€KTa Ta HOro 4acTuH Ha B rpadidyHomy penakropi — mose “Enable” ta
BUJAJICHHS 00’ €KTa 3 TIEpeNiKy MOTOYHOTO PEeIaKTopa 3a JOMOMOTror KHomku “Remove
me”. Slkmo nepepi3 OyB 0OYHCIICHUI, TO O MEHIO HaJAIITyBaHb J0JIaI0THCS HACTYITHI
OMIIli: YBIMKHEHHSI Ta BUMKHEHHS B1JJOOpaXKeHb JJ1sl 00J1acTi Iepepi3y Ta JiiHil nepepizy
1o 00’exty — mosie “Show intersected area”; yBiMKHEHHSI Ta BUMKHEHHS BiIOOpayKeHHSI
miHii mepepidy, sika HaxwieHa Ha tuommHy Oyz — mome “Show polar function”; Tta
EKCIOPT JTaHUX KOe(ILI€HTIB A1 (PYHKIIH TOYOK y MOJSPHINA CHUCTEM1 KOOpJAUHAT —
kHomKa “EXxport data”. JlemoHcTpariist MeHIO 1 00’ €KTa 13 BiTKH “Sections” 300pakeHa

Ha (pUCyHOK 5.9).
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Settings | Scene
@ Vertices

Start point
X-8
Y:-5
2
End point
X1
Y:1
-2
Show intersected area
Show polar function

mesh 1 e

| Intersect |

| Export data |
[] Enable

| Remove me |

Pucynok 5.9 — JlemoHcCTpallis mepesiky HalamTyBaHb sl 00'€KTiB i3 BiTkH “Sections”

OOpaBmm 00’ekt i3 BiTkm “Mesh uneven”, B mepeniky HamxamTyBaHb 00’ €KTIB
KOPUCTYBauy MOJAIOThCS HACTYNMHHUM IEpeiiK HajallTyBaHb JJIsi oOpaHOro o0’eKTa:
BMHUKaHHS Ta BUMHUKaHHS BIJOOpaKCHHS BEPIIMH y BHUIJISAI TOYOK — moiie “Show
vertices”, BMUKaHHs Ta BHMHKAHHS BiOOpaKeHHs reoMmerpii 00’exta — moie “Show
geometry”, 3MiHa TuIy HOro BimoOpakeHHS — KHomka ‘“‘Switch primitive type”,
CTBOpeHHsI HOBOro 00’ekta BiTkH “Mesh tiled” Ha ocHOBI pe3yNbTaTiB IHTEPITOJIALIT IO
TOYKaM 3 JaHUX IOTOYHOTo 00’ekTa — KHomka “Transform to mesh”; mepenik Touok
JTAHOTO 00’€KTa, KOJKHA 3 SKUX JIOCTYIHA JUIS pelaryBaHHS Ta IiJICBIIYEThCS 3€JICHUM
KOJILOPOM TIpH BUALIEHHI — criucok “POINtS”; 3actocyBaHHS TPiaHTYJISIIIT MO IO TOYOK
JaHOTO 00’€KTY 13 Bapialli€ro HamamTyBanb — “Triangulation options”; excropT naHUx
o0’exta 710 HOBOrO abo icuyrodoro Qaitny B ¢dopmari JSON, HATUCHYBIIH KHOIKY
“Export data”; yBiMKHEHHsI 800 BUMKHEHHS BiTOOpa)KeHHS 00’ €KTa Ta MOTO YaCTHH Ha B
rpadigHoMy peaakTopi — mosie “Enable”; Ta BumaneHHs 00’€kTa 3 HMEPENTiKy MOTOYHOTO
penakTopa 3a 10noMororw kHomku “Remove me”. JleMoHcTpallisi MEHIO Juisl 00’ €KTa 13

BiTKH “Mesh uneven” 3o0pakena Ha (pucyHok 5.10).
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seing: |scene I

[C] Show vertices
[] Show geometry

| Switch primitive type |

| Tranform to mesh |

@ Points dataset
Point 1
X-20
Y¥{-20
Z:0.09796975
Point 2
X-20
¥i-19.2
Z:0.22549237
Point 3
X|-20
Yi-184
Z:0.34106836
Point 4
X-20
¥1-17.6
Z:10.37351608
Point 5
X-20
Y¥1-16.8
Z:0.27506998

Remove selected point

Add point
@ Triangulation opticns
[] Mesh should be convex
[] Use stricted area for triangles
[] Confirm Delaunay statement
Triangulate

(may take a while)

Export data
| 3 |
Enable

| Remove me |

Pucynok 5.10 — J/leMoHcTpallist epeniKy HaJlalITyBaHb it 00'€KTiB 13 BiTkH “Mesh
uneven”

[Ipn BuKOHAHHI OUIBIIOCTI NI B PENaKTOpl, KOPUCTYyBayeBi Oy/e HAJAXOAUTH
MOBIJJOMJICHHSI MPO YCHIIIHE BUKOHAHHSA Ali a00 BUSBIEHY NOMUIKY. [loBimomieHHs
BiIOOpa)kaTUMyThCcsl B CHHCKY THoBimomiieHb “Output”. JlemoHCTpaliss CHUCKY

MOB1JIOMJIEHb 300pakeHa Ha (pucyHOK 5.11).
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Qutput

Status: successfuly imported triangulated dataset from D:\Development\C#\BatymetriaEditor\SceneEditor\resources\data\testedExporiTriangulated.json Ll
Mesh: switched display status for mesh

Mesh: switched display status for mesh

Mesh: switched display status for mesh vertices

Mesh: switched display status for mesh vertices

Mesh: new mesh has been created based on points dataset interpolation
Section: new section has been added

Mesh: switched display status for mesh

Section: intersection is done

Section: position of current section has been changed

Section: position of current section has been changed v

Pucynok 5.11 — JlemoHCTpallis CIIUCKY MOB1IOMJICHb

3MIHIOIOYM THUN BigOOpakeHHs O00’€KTIB KOPHCTyBad MOXKE IOPIBHIOBATH
pe3ynbpTaT poOOTH pefakTopa IMicis BUKOHAHUX KOpUCTyBaueM ii. JlemoHcTparris
BiTIOOpaKEHHS JEKUTbKOX OO0 ’€KTIB BOJHOYAC 31 3MIHEHHM THIIOM BigOOpakeHHS

300pakeHa Ha (PUCYHOK 5.12).

Pucynox 5.12 — JlemoHcTpaliist BigoOpakaHHs IeKIIbKOX 00’ €KTIB BOAHOYAC 13 3MIHOIO
pexUMY BIIOOpaKEHHS I HUX
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5.2 CucTeMHi BUMOT'H /1JI1 KOPEKTHOI po00TH 101aTKA
Jl71s1 TorO0, 11100 KOPUCTYBAa4 MaB 3MOT'Y KOPUCTYBATHUCS PO3POOICHUM IPOrpaMHUM

3a0€3MeYeHHsIM € 3a HEOOXiIHWM JOTPUMAHHS HACTYNMHUX CHUCTEMHUX BHUMOT [0

IMpOTrpaMHOIO Ta arrapaTHoro 3a0e31eUueHHs CUCTEMM:

o Bineokapra 13 miarpumkoro Bepcii OpenGL v4.5.0 abo HOBIIIHX;

° Bceranosnennii maket .NET Framework v4.7.2 abo HOBIIIHNX;

° Bcranosnenuii nmaket niarpuMku .NET v5.0 abo HOBIIMX,;

o BcraHoBieHa KUTBKICTh OMEpPaTUBHOI MaM’ATi cucTeMu: 6 rirabaitiB abo
OlIBIIIC;

° BuisHOro micig Ha Hocli: 20 MeradaiT ado OUIbIIIE;

o Omneparniiina cucrema Windows XP a06o HoBila;

° [Tpomecop motysxkHicTiO Bifg 1.2 I'rip Ha Aapo Ta KUIBKICTH sjaep Bia 4 Ta

O1IBIIIE I ONITUMAIIBHOT pOOOTH.



75

BUCHOBKH

VY Xxoni BUKOHaHHA poOOTHM TmpeAMeTHa oOjacTh Oylia mpoaHadi30BaHa Ta
MOCTaBJIeH1 3a7a4i Oyl BUKOHAHI y BUTJISAL PO3POOJIEHOTO MPOTPAMHOTO PIllICHHS.

Jlns epeKTUBHOTO MPOEKTYBaHHS OYJI0 IPOBEJACHO aHaj13 MOAIOHMX TPOTrpaMHHUX
3a0e3nedeHp y chepi MOIeTIOBaHHS Ta Te0JIOT1.

Pe3synbrarom mpoBeneHOi poOOTH € po3poOka MPOrpaMHOro 3a0e3MEUEHHs, B
AKOMY BTUICHO JPYXKHIM Ta IHTYITUBHUU JUisi KopucTyBaya iHTepdeiic. Takox
po3po0bJieHa MporpamMa Ma€e TPUBUMIPHUI PEIaKTOP CIIEHU 3MOJIeIbOBAHOT OaTUMETPIT 13
MO>KJIMBICTIO CTBOPEHHS JICKIJIBKOX CIIeH BojgHOYac. KepyBaHHS CIIEHOIO BiIOYBA€ThCS
3a IONOMOI'OI0 €JIEMEHTIB KJIaBlaTypH Ta MuIli. BigoOpakeHHsI CLIEHH ICHY€ 3a paxyHOK
00’€KTy KaMepH, KiITbKICTh SKHX Ta KEPYBAHHS SIKUMH KOPUCTYBa4 MOKE PETYJIIOBATH 3a
BJIACHUM Oa)KaHHSIM.

Po3pobiiene nporpamue 3a0e3neyeHHss Mae OUTbIIMN (QyHKIIOHAT 111 pOOOTH 3
JaHUMU OaTuMeTpii B pi3HOMY ¢opmari BXIAHUX JTaHUX Ta METOJaMU OOpOOKH HIXK
KOHKYPEHTH1 TPOrpaMHi 3a0e3MeUeHHS.

AKTYaJIBHICTh PO3pO0OJICHOTO J0JaTka 00yMOBJIEHa MaKCUMaIbHO €()EKTHUBHUMU
pIIIICHHSIMHU, K1 BTIJIEHI B PO3pOOKY Horo GhyHKIIOHATY B cepi 00poOKH Ta 30epekeHHS
r€OMETPUYHUX JIAHUX Ta MOJICTTIOBAHHI 00’ €KTIB.

[Iporpamue 3abesneueHHss Oyno NPOTECTOBAHE HA TMpaIre3JaTHICTh MOro
byHKIIIOHATY.

JlaHuii 101aTOK MOXE MaTHU HACTYITHI €JIEMEHTH B JIOPOKHIM KapTi po3pOOKHU:

o JlonaHHsT HOBHUX aJrOpUTMIB OOpOOKM HAOOpPIB TOYOK Ta CITYACTOT
MTOBEPXHi;

o [Tokparmiena peanizaiiisi mporpaMu menaepy;

° [TinTprMka 1HIKUX (HOPMATIB I BXITHUX Ta BUXITHUX JTaHUX;

o Mo>kJIMBICTh 30€piraT BUKOHAH1 KOPUCTYBayeM Jii.
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ComplexPlane.cs:

using LearnOpenTK.Common;
using OpenTK.Graphics.OpenGL4;
using OpenTK.Mathematics;

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using System.Threading.Tasks;

namespace SceneEditor.editor

{

public class ComplexPlaneTile : Transformable

{
public Square[]? tiles;

public bool showGeometry = false;
public Vector3[] data = new Vector3[0];

public float[] Xmesh;
public float[] Ymesh;

public float[][] DataStock;
public float[][] DataBuffer;
public int[] Range = new int[4];

private Dot[] dots;
public bool showDots = false;

private int primitiveCurrent = 0;
private float lineWidth;
private PrimitiveType[] stylesSwitcher = new PrimitiveType[]
{
PrimitiveType.Triangles,
PrimitiveType.Lines,
PrimitiveType.LineStrip,
PrimitiveType.Points
I3
public PrimitiveType drawStyle;
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50);

public ComplexPlaneTile(Vector3[]? inputData = null,
float[]? X = null,
float[]? Y = null,
float[][]? Z = null,
string[]? textureSet = null,
int[]? textureHandlersCopy = null,
float lineWidth = 2f,
Material? material = null

)
{
if (inputData == null)
{
if X ==null || Y ==null || Z==null)
{
Functions.GenerateMesh(out X, out Y, out Z, start: -20, end: 20, divider:
¥
LoadData(X, Y, Z);
this.lineWidth = lineWidth;
¥
if (textureSet !'= null)
{
textureHandlers = new int[textureSet.Length];
for (int i = 0; i < textureSet.Length; i++)
{
textureHandlers[i] = TextureLoader.LoadFromFile(textureSet[i]);
by
}
else
{
if (textureHandlersCopy != null)
{
textureHandlers = textureHandlersCopy;
¥
¥
if(material != null)
{

this.material = material;

¥
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iISEnabled = true;
showGeometry = true;
drawStyle = stylesSwitcher[primitiveCurrent];

}

public void LoadData(float[] X, float[] Y, float[][] Data)

{
Xmesh = X;
Ymesh =Y;
DataStock = Data;
DataBuffer = Functions.MatrixCopy(DataStock);

RebuildRelief();
b

public void Interp(float scale = 1, float shift = 0)
{

alglib.spline2dinterpolant interp = Functions.Interpolate(Xmesh, Y mesh,
DataBuffer);

float dx = (Xmesh[1] - Xmesh[0]) * scale;
float dy = (Ymesh[1] - Ymesh[0]) * scale;

float[] X = Functions.Arrange(Xmesh[0] - shift, Xmesh[Xmesh.Length - 1] +
shift, dx);

float[] Y = Functions.Arrange(Ymesh[0] - shift, Ymesh[Ymesh.Length - 1] +
shift, dy);

Xmesh = X;
Ymesh =Y;

DataBuffer = Functions.recalculateBySpline(interp, X, Y);

RebuildRelief();
}

public void MeshCompatibleRange()
{

int limit = 30;

int xfactor = 0;

int yfactor = 0;

If (Xmesh.Length > limit)
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¢ xfactor = Xmesh.Length - limit;
?;‘ (Ymesh.Length > limit)
¢ yfactor = Ymesh.Length - limit;
, i/loveVisibIeMesh(O, 0, 0, 0, xfactor / 2, yfactor / 2);

public void MoveVisibleMesh(int x =0, int y = 0, int scalex = 1, int scaley = 1, int
shrinkx = 0, int shrinky = 0)
{
int rows = Xmesh.Length - 1;
int cols = Ymesh.Length - 1;

If (shrinkx '= 0 && Range[1] + shrinkx * 2 < Range[3])
{
if (Range[1] + shrinkx >=0)
{
Range[1] += shrinkx;
¥
if (Range[3] - shrinkx < rows)
{
Range[3] -= shrinkx;
by
}
if (shrinky !'= 0 && Range[0] + shrinky * 2 < Range[2])
{
if (Range[0] + shrinky >=0)
{
Range[0] += shrinky;
¥
if (Range[2] - shrinky < cols)
{
Range[2] -= shrinky;
¥
by

int temp = Range[1] + X;
Range[1] = temp >= 0 && temp < Range[3] ? temp : Range[1];

temp = Range[3] + x;



}
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Range[3] = temp > Range[1] && temp < rows ? temp : Range[3];

temp = Range[0] +y;
Range[0] = temp >= 0 && temp < Range[2] ? temp : Range[0];

temp = Range[2] +y;
Range[2] = temp > Range[0] && temp < cols ? temp : Range[2];

int dx = Range[3] - Range[1];
int dy = Range[2] - Range[0];

int cx = Range[0] + dx / 2;
int cy = Range[1] + dy/ 2;

Range[0] = Range[0] <0 ? 0 : Range[0];

Range[1] = Range[1] <0 ? 0 : Range[1];

Range[2] = Range[2] >= cols ? cols - 1 : Range[2];
Range[3] = Range[3] >=rows ? rows - 1 : Range[3];

public void ResetMeshVisibility()

{

}

var rows = Xmesh.Length - 1;
var cols = Ymesh.Length - 1;
Range[0] = Range[1] = 0;
Range[2] = rows - 1;
Range[3] = cols - 1;

public void RebuildRelief()

{

var rows = Xmesh.Length - 1;
var cols = Ymesh.Length - 1;
tiles = new Square[rows * cols];

for (inti=0;i<rows; i++)
{
for (intj = 0; j < cols; j++)
{
Vector2 top_left = new Vector2(Xmesh[i], Ymesh[j]);
Vector2 bottom_right = new Vector2(Xmesh[i + 1], Ymesh[j + 1]);
Vector4 heights = new Vector4(
DataBuffer[i + 1][j + 1],



DataBuffer[i][j + 1],
DataBuffer[i][j],
DataBuffer[i + 1][j]);
tiles[i * cols + j] = new Square(
builder: new Vector2[] { top_left, bottom_right },
heights: heights,
fixHeight: false,
parent: this
);
¥
}

dots = new Dot[Xmesh.Length * Ymesh.Length];

for (int i = 0; i <= rows; i++)
{
for(int j = 0; j <= cols; j++)

{
dots[i * (cols + 1) + j] = new Dot(pos: new Vector3(Xmesh[i], Ymesh([j],

DataBuffer[i][j]), size: 3);

}

}
¥

_calcHeightRange();
ResetMeshVisibility();
MeshCompatibleRange();

public void SwitchDrawStyle()

{

}

primitiveCurrent++;
if(stylesSwitcher.Length == primitiveCurrent)

{

primitiveCurrent = 0;

¥

drawStyle = stylesSwitcher[primitiveCurrent];

private void _calcHeightRange()

{

float min = DataBuffer[0][0];
float max = DataBuffer[0][0];
for (int i = 0; i < DataBuffer.Length; i++)
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{
for(int j = 0; j < DataBuffer[i].Length; j++)

{
float v = DataBuffer[i][j];
if (v <min)
t
min = v;
}
else
{
if(v > max)
{
max = V;
}
}
}

¥

position = new Vector3(0, 0, min);
_range = new Vector2(min, max);

}

public override void Move(Vector3 shifts)

{
position += shifts;
for(int i = 0; i < Xmesh.Length; i++)
{
Xmesh[i] += shifts.X;
for(int j = 0; j < Ymesh.Length; j++)
{
DataBuffer[i][j] += shifts.Z;
}
}

for (inti=0; i < Ymesh.Length; i++)
{

}
RebuildRelief();

Ymesh[i] += shifts.Y;



private protected override void _renderObjects(Shader shader, PrimitiveType?

primitive)
{
if (showDots)
{
for (inti=0; i < dots.Length; i++)
{
dots[i].Render(shader);
by
b
if (tiles != null && showGeometry)
{

var rows = Xmesh.Length - 1;
var cols = Ymesh.Length - 1;
GL.LineWidth(lineWidth);
GL.PointSize(lineWidth * 5);

for (int i = Range[0]; i <= Range[2]; i++)
{
intii =1 * rows;
for (int j = Range[1]; j <= Range[3]; j++)
{
tiles[ii + j].Render(shader, drawStyle);

Section.cs:

using LearnOpenTK.Common;
using Newtonsoft.Json;

using OpenTK.Graphics.OpenGL4;
using OpenTK.Mathematics;

using System;

using System.Collections.Generic;
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namespace SceneEditor.editor

{

public class LineFunction
{
IIx-x1 y-yl z-2z1
[ =mmmmm = e = e
/' ml pl 1
public float x1, m1, y1, p1, z1, I1;

public Vector3 start;
public Vector3 end;

public LineFunction(float[] chars, bool norm = false)
{

this.x1 = chars[0];

this.yl = chars[2];

this.z1 = chars[4];

this.m1 = chars[1];
this.pl = chars[3];
this.l1 = chars[5];

if ("norm)

{
ml -=x1;
pl-=yl;
11-=21;

}

start = new Vector3(x1, y1, z1);
end = new Vector3(ml + x1, pl1 +y1, I1 + z1);
}

public LineFunction(Vector3 a, Vector3 b)
{

start = a;

end = b;

xl=aX;
yl=a.Y,
zl1=a.z



ml=Db.X - x1;

pl=Db.Y -yl;

I1=b.Z-121;
}

public Vector3? Intersect(float A, float B, float C, float D)
{

Vector3 nl = new Vector3(A, B, C);

Vector3 n2 = new Vector3(ml, p1, 11);

If((A*ml + B*pl + C*I1) / (n1.Length * n2.Length) == 0)
{

return new Vector3(x1, y1, z1);

¥

float[][] arr = new float[3][];
float[] right = new float[3];
for (inti=0;i<3;i++)
{
arr[i] = new float[3];
b
arr[0][0] = p1;
arr[0][1] = -m1;
arr[0][2] = 0;

arr[1][0] = O;
arr[1][1] = 11;
arr[1][2] = -p1;

arr[2][0] = A;
arr[2][1] = B;
arr[2][2] = C;

right[0] = p1 * x1 - m1 * y1;
right[1] =11 *y1 - p1 * z1;
right[2] = -D;

float[]? X = Functions.MatrixSolution(arr, right);
if (X !'=null)
{

return new Vector3(X[0], X[1], X[2]);

¥

return null;
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eps;
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}

public bool DotOnLine(Vector3 dot)
{
float eps = MathF.Pow(10, -4);
float x = (dot.X - x1);
float y = (dot.Y - y1);
float z = (dot.Z - z1);

float dz = MathF.Abs(start.Z - end.2);

float dz1 = MathF.Abs(dot.Z - MathF.Min(start.Z, end.Z));
if(dz1 > dz || dot.Z < MathF.Min(start.Z, end.Z))

{

return false;

¥

List<float> ¢ = new List<float>();
if(ml1=0)
{
c.Add(x/ml);
¥
if(pl !1=0)
{
c.Add(y/ pl);
}
if(111=0)
{
c.Add(z / 11);
}
float[] arr = c.ToArray();
switch (arr.Length)
{
case 1: return true;
case 2: {
return Math.Abs(arr[0] - arr[1]) < eps;

}1
default: return Math.Abs(arr[0] - arr[1]) < eps && Math.Abs(arr[1] - arr[2]) <

k
}

private Vector3 _RotateDot(Vector3 dot, float angle)
{



float x = dot.X;

float y = dot.Y;

dot.X = -MathF.Sin(angle) * y + MathF.Cos(angle) * x;
dot.Y = MathF.Cos(angle) * y + MathF.Sin(angle) * x;
return dot;

}

public LineFunction Rotate(float angle)

{

return new LineFunction(_RotateDot(start, angle), RotateDot(end, angle));

}

public float AngleBetweenLines(Vector3 n)

{
Vector3 v = new Vector3(mil, p1, 11);

float cos = Vector3.Dot(v, n) / v.Length / n.Length;
return MathF.Acos(cos);

}
}

public class PlaneFunction
{

public float A;

public float B;

public float C;

public float D;

public PlaneFunction(Vector3 a, Vector3 b)

{
Vector3 ¢ = new Vector3(b.X, b.Y, a.Z);

float[] arr = new float[6];
arr[0] =b. X -a.X; arr[1] =b.Y -a.Y; arr[2] =b.Z - a.Z;

arr[3] =c.X-a.X;arr[4] =c.Y -a.Y;arr[5] =c.Z-a.Z;

A =arr[1] * arr[5] - arr[2] * arr[4];

B = -(arr[0] * arr[5] - arr[2] * arr[3]);

C = arr[0] * arr[4] - arr[1] * arr[3];

D=A*(-1f) *a X+ B * (-1f) *a.Y + C * (-1f) *a.Z;
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public PlaneFunction(float A, float B, float C, float D)

{
this.A = A;
this.B = B;
this.C = C;
this.D = D;

}

}

public class Section : IRenderable

{
private int[]? textureHandlers = null;
private Square sqr;
public bool isEnabled = false;
public Vector3[] chars = new Vector3[2];
private PlaneFunction plane;

private Dot[] dots;

private Line[] areaMesh;
public bool showAreaMesh = false;

private Line[] funcLine;

private Line[] funcPolar;
private bool hasPolar = false;
public bool showPolar = false;

private float[][] funcPolarArgs;
public bool intersected = false;

public Section(
Vector3 start,
Vector3 end,
string[]? textureSet = null,
Vector3? color = default

)
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{
Replace(start, end);
If (textureSet !'= null)
{
textureHandlers = new int[textureSet.Length];
for (int1=0; I < textureSet.Length; i++)
{
textureHandlers[i] = TextureLoader.LoadFromFile(textureSet[i]);
by
¥
b
public void Replace(Vector3 start, Vector3 end)
{
chars[0] = start;
chars[1] = end;
plane = new PlaneFunction(start, end);
Vector2 vl = new Vector2(start. X, start.Y);
Vector2 v2 = new Vector2(end.X, end.Y);
Vector4 heights = new Vector4(end.Z, start.Z, start.Z, end.Z);
sqr = new Square(builder: new Vector2[] { v1, v2 }, heights: heights, isSection:
true);
showAreaMesh = false;
intersected = false;
showPolar = false;
¥
public Vector3[]? IntersectTiled(float[] X, float[] Y, float[][] Data)
{

int cols = X.Length - 1;
int rows = Y.Length - 1;

float xmax = MathF.Max(chars[0].X, chars[1].X);
xmax = X[cols] < xmax ? X[cols] : xmax;

float xmin = MathF.Min(chars[0].X, chars[1].X);
xmin = X[0] > xmin ? X[0] : xmin;



float ymax = MathF.Max(chars[0].Y, chars[1].Y);
ymax = Y[rows] < ymax ? Y[rows] : ymax;

float ymin = MathF.Min(chars[0].Y, chars[1].Y);
ymin = Y[0] > ymin ? Y[0] : ymin;

If (xmax < xmin)

{
float temp = xmin;
Xmin = xmax;
Xmax = temp;

}

If (ymax < ymin)

{
float temp = ymin;
ymin = ymax;
ymax = temp;

¥

intiis = 0;
int iie = 0;
int jjs =0;
int jje = 0;

for (iis = 0; iis < cols && xmin > X[iis]; iis++) ;
for (iie = jjs; iie < cols && xmax > X[iie]; iie++) ;
for (jjs = 0; jjs < rows && ymin > YT[jjs]; jis++) ;
for (jje = jjs; jje < rows && ymax > Y[jje]; jje++) ;

float[] x = new float[iie - iis + 1];
float[] y = new float[jje - jjs + 1];
float[][] data = new float[x.Length][];
for (inti=0; i < x.Length; i++)

{
data[i] = new float[y.Length];
¥
for (int] = jjs; j <= Jje; j++)
{
vyl - Jis] = YOI,

¥
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for (inti = iis; i <= iie; i++)
{
x[i - iis] = X[i];
for (intj = jjs; j <= jje; j++)
{
data[i - iis][j - jjs] = Data[i][j];
}

b
int amount = (x.Length - 1) * y.Length + (y.Length - 1) * x.Length;
LineFunction[] lines = new LineFunction[amount];

for (int1=0;i<x.Length - 1; i++)

{
for (int j = 0; j <y.Length; j++)

{
lines[i * y.Length + j] = new LineFunction(new float[] { x[i], x[i + 1], Y[jI,

yD], data[i][], data[i + 1][1] });

}

¥

for (inti =0; i < x.Length; i++)

{
for (intj = 0; j <y.Length - 1; j++)
{

lines[(x.Length - 1) * y.Length + i * (y.Length - 1) + j] = new
LineFunction(new float[] { x[i], x[i], Y[j], y[J + 1], data[i][j], data[i][j + 1] });
by
}

_assignAreaMesh(lines);

List<Vector3> res = new List<Vector3>();
for (int 1 =0; i <amount; i++)
{
LineFunction line = lines[i];
Vector3? pos = line.Intersect(plane.A, plane.B, plane.C, plane.D);

if (pos = null && line.DotOnLine(pos.Value))

{
res.Add(new Vector3(pos.Value));

}
k

amount = res.Count;
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iIf (amount !'=0)
{
intersected = true,
dots = new Dot[amount];
funcLine = new Line[amount - 1];
Vector3[] intersects = res. ToArray();

for (int1=0; i <amount; i++)

{
dots[i] = new Dot(intersects[i], color: ((Vector4)Color4.Red).Xyz, size: 6);

if(i '=0)
{
funcLine[i - 1] = new Line(dots[i - 1].position, dots[i].position, color:
((Vectord)Color4.Yellow).Xyz, width: 5);
by
by

CountPolarFunction();
return intersects;

¥

return null;

}

private void _assignAreaMesh(LineFunction[] lines)
{
areaMesh = new Line[lines.Length];
for (inti=0; i < lines.Length; i++)
{
areaMesh[i] = new Line(lines]i].start, lines[i].end,
((Vector4)Color4.Cyan).Xyz, width: 3);
}

showAreaMesh = true;

}

private float _countAngleToRotateYZ(Vector3 a, Vector3 b)
{
LineFunction line = new LineFunction(a, b);
LineFunction linel = new LineFunction(new Vector3(0, 1, a.Z), new Vector3(0,
0, b.2));
return (linel.AngleBetweenLines(new Vector3(line.m1, line.p1, line.l1)) -
MathF.P1/2)/ 2;

}



97

private void CountPolarFunction()

{

if (intersected)

{
if (dots.Length > 1)

{
Vector3 a = dots[0].position;
Vector3 b = dots[1].position;

float angle = countAngleToRotateYZ(a, b);
LineFunction[] rotated = new LineFunction[funcLine.Length];

funcPolar = new Line[rotated.Length];
for(inti = 0; i < rotated.Length; i++)
{

rotated[i] = new LineFunction(dots[i].position, dots[i+1].position);
rotated[i] = rotated[i].Rotate(angle);

funcPolar[i] = new Line(
new Vector3(0, rotated[i].start.Y, rotated[i].start.Z),
new Vector3(0, rotated[i].end.Y, rotated[i].end.Z2),
color: ((Vector4)Color4.Purple).Xyz,
width: 3
)i
by

funcPolarArgs = new float[dots.Length][];
for(inti =0; i < funcPolarArgs.Length; i++)

{
funcPolarArgs[i] = new float[2];

float X, y;
if (i <funcPolar.Length)
{
x = funcPolar[i].position.Y;
y = funcPolar[i].position.Z;
by

else

{



X = rotated[i - 1].end.Y;
y = rotated[i - 1].end.Z;
}
funcPolarArgs[i][0] = MathF.Sqrt(x * x + y * y);
funcPolarArgs[i][1] = MathF.Atan(y / x);
¥
hasPolar = true;
showPolar = true;

}
¥
}

public void ExportWriteStreamPolarArgs(JsonWriter writer)
{
writer.WriteStartObject();
writer.WritePropertyName("Args");
writer. WriteStartArray();
foreach (var f in funcPolarArgs)
{
writer.WriteStartObject();
writer.WritePropertyName("r");
writer.WriteValue(f[0]);
writer.WritePropertyName("phi");
writer.WriteValue(f[1]);
writer.WriteEndObiject();
}
writer.WriteEndArray();
writer. WriteEndObject();

}

public void SwitchPlaneDisplaying()
{

}

iIsEnabled = lisEnabled;

public void Render(Shader shader, PrimitiveType? primitive = null)

{

if (intersected)

{
for (int1=0; i < dots.Length && showAreaMesh; i++)

{

dots[i].Render(shader, primitive);

}
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for (int1=0; i < funcLine.Length && showAreaMesh; i++)
{

funcLine[i].Render(shader, primitive);

b
for (int1=0; i <areaMesh.Length && showAreaMesh; i++)

{

areaMesh[i].Render(shader, primitive);

¥
if (hasPolar && showPolar)

{
for(inti = 0; i < funcPolar.Length; i++)
{
funcPolar[i].Render(shader, primitive);
¥
¥
}

if (isEnabled)
{

TextureLoader.UseMany(shader, textureHandlers);

sqr.Render(shader);
k

ComplexPlaneTriangular.cs:

using LearnOpenTK.Common;
using OpenTK.Graphics.OpenGL4;
using OpenTK.Mathematics;

using System;

using System.Collections.Generic;
using System.Ling;

using System.Windows.Forms;
using TriangleNet.Geometry;

using TriangleNet.Meshing;

using TriangleNet.Smoothing;

namespace SceneEditor.editor
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{

public class ComplexPlaneTriangular : Transformable

{
Triangle[]? connections = null,
private TriangularedDataSet? dataTriangulared = null;
public bool showGeometry = false;

public Vector3[] data;
public List<Vector3> dataSetAdjustable;

Dot[] dots;

private int dotsize = 6;

private Vector3 dotColor = new Vector3(255, 0, 0);

private Vector3 dotColorHighlighted = new Vector3(0, 255, 0);
public bool showDots = true;

private alglib.spline2dinterpolant? interp = null;

int primitiveCurrent = 1;
float lineWidth;
PrimitiveType[] stylesSwitcher = new PrimitiveType[]
{
PrimitiveType.Triangles,
PrimitiveType.LineStrip,
PrimitiveType.Points

};
public PrimitiveType drawStyle;

public ComplexPlaneTriangular(Vector3[]? inputData = null,
float[]? X = null,
float[]? Y = null,
float[]? Z = null,
string[]? textureSet = null,
bool shouldTriangulate = true)
{
iIf (inputData == null)
{
if X ==null || Y ==null || Z==null)
{
Functions.GenerateRandomPoints(out data, start: -20f, end: 20f,
amountLow: 100, amountHigh: 200);



data = Functions.FixLowHight(data);

by
}
else
{
data = inputData;
¥

dataSetAdjustable = data.ToL.ist();
lineWidth = 1;

UpdateVertices();

if (shouldTriangulate)
{

generateDelaunayTriangulationFromData();

¥

if (textureSet !'= null)
{
textureHandlers = new int[textureSet.Length];
for (int1=0; I < textureSet.Length; i++)
{
textureHandlers[i] = TextureLoader.LoadFromFile(textureSet[i]);
¥
}

iISEnabled = true;
drawStyle = stylesSwitcher[primitiveCurrent];

}

public ComplexPlaneTriangular(TriangularedDataSet dataSet,
string[]? textureSet = null)
{

connections = new Triangle[dataSet. Triangles.Length];
dataSetAdjustable = new();
for (int i = 0; i < connections.Length; i++)
{
Vector3[] points = dataSet. Triangles[i]. ToVector3Set();
connections[i] = new Triangle(points);
for (int j = 0; j < points.Length; j++)
{
dataSetAdjustable.Add(points[j]);

101



102

k
¥

lineWidth = 1;
UpdateVertices();

If (textureSet !'= null)
{
textureHandlers = new int[textureSet.Length];
for (int1=0; I < textureSet.Length; i++)
{
textureHandlers[i] = TextureLoader.LoadFromFile(textureSet[i]);
¥
}

iISEnabled = true;
drawStyle = stylesSwitcher[primitiveCurrent];

}

public void UpdateVertices()

{
data = dataSetAdjustable. ToArray();

dots = new Dot[data.Length];
for (inti = 0; i < dots.Length; i++)
{
dots[i] = new Dot(data[i], dotColor, dotsize);
}
}

private Polygon _createPolyFromPoints()

{
Polygon poly = new Polygon();

for (inti=0; i <data.Length - 1; i++)
{
poly.Add(new Vertex(data[i].X, data[i].Y));
poly.Add(new Segment(
new Vertex(data[i].X, data[i].Y),
new Vertex(data[i + 1].X, data[i + 1].Y)

)
}

poly.Add(new Vertex(data[data.Length - 1].X, data[data.Length - 1].Y));
poly.Add(new Segment(
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new Vertex(data[data.Length - 1].X, data[data.Length - 1].Y),
new Vertex(data[0].X, data[0].Y)
);

return poly;

}

public bool generateDelaunayTriangulationFromData(bool isConvex = false, bool
fixArea = false, bool accurateTriangulation = false)

{
try
{

interp = Functions.Interpolate(data);
var Coptions = new ConstraintOptions();

Coptions.Convex = isConvex;
if (accurateTriangulation)

{
Coptions.ConformingDelaunay = true;
¥
var Qoptions = new QualityOptions();
if (fixArea)
{
Qoptions.MaximumArea = (Math.Sqgrt(3) / 4 * 0.2 * 0.2) * 1.45;
¥

var mesh = _createPolyFromPoints(). Triangulate(Coptions, Qoptions);

if (accurateTriangulation && fixArea)

{
try
{

var smoother = new SimpleSmoother();
smoother.Smooth(mesh, 25);
_readConnectionsFromMesh(mesh);

}

catch (Exception ex)

{

_readConnectionsFromMesh(mesh);
MessageBox.Show(*'Failed to make mesh smoother");
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_readConnectionsFromMesh(mesh);

}

} catch (Exception ex) { return false; }
return true;

by
public void HighlightDot(int index)
¢ for (int1=0; i <index; i++)
i dots[i] = new Dot(dots[i].position, dotColor, dotsize);

dots[index] = new Dot(dots[index].position, dotColorHighlighted, dotsize * 3);
for (inti =index + 1; i < dots.Length; i++)

{
dots[i] = new Dot(dots[i].position, dotColor, dotsize);
}
¥
private void _readConnectionsFromMesh(IMesh mesh)
{

List<Vector2> trgs = new();
List<int> indices = new();

foreach (var t in mesh.Triangles)
{
for (intj=2;j>=0; j--)
{
int amount = trgs.Count;
bool found = false;
var vx = t.GetVertex(j);
for (int1=0; i <amount && !found; i++)
{
it ((trgs[i]. X == vx.X) && (trgs[i].Y == vx.Y))
{
indices.Add(i);
found = true;

¥

¥
if ('found)

{
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trgs.Add(new Vector2((float)vx.X, (float)vx.Y));
indices.Add(amount);

k
k
¥

int[] iRes = indices. ToArray();
Vector3[] vector3s = Functions.recalculateBySpline(interp, trgs. ToArray());

connections = new Triangle[iRes.Length / 3];
Trianglelnfo[] triangles = new Trianglelnfo[connections.Length];
for (inti = 0; i < connections.Length; i++)
{

Vector3[] points = new Vector3[3];

for (intj=0;j<3;j++)

{

points[j] = new(vector3s[iRes[i * 3 + j]]);

¥

triangles[i] = new(points);

connections[i] = new(points);
¥
dataTriangulared = new(triangles);
showGeometry = true;

}

public ComplexPlaneTile ConvertToTiledBylnterpolation(
int limitSide = 50,
bool copyCurrentTexturePack = false

)

if (interp == null)
{

interp = Functions.Interpolate(data);

¥
float xmin = data[0].X;

float xmax = xmin;
float ymin = data[0].Y;
float ymax = ymin;

{

float mindifx = float.MaxValue;
float mindify = float.MaxValue;



for (inti=1; i< data.Length; i++)
{

float vx = data[i].X;

float vy = data[i].Y;

float lengthx = MathF.Abs(data[i - 1].X - data[i].X);
float lengthy = MathF.Abs(data[i - 1].Y - data[i].Y);

if (mindifx > lengthx)

{

mindifx = lengthx;
¥
if (mindify > lengthy)
{

mindify = lengthy;
by
if (xmin > vx)
{

Xmin = vx;
¥
else
{

if (xmax < vx)

{

Xmax = vX;

by
¥
if (ymin > vy)
t

ymin = vy;
by
else
{

if (ymax <vy)

{

ymax = vy;

¥

by
by

float dividerx = (xmax - xmin) / limitSide;
float dividery = (ymax - ymin) / limitSide;
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float[] X = Functions.Arrange(xmin, xmax, (xmax - xmin) / mindifx > limitSide
* 2 ? dividerx : mindifx);

float[] Y = Functions.Arrange(ymin, ymax, (ymax - ymin) / mindify > limitSide
* 2 ? dividery : mindify);

float[][] Z = Functions.recalculateBySpline(interp, X, Y);

return new ComplexPlaneTile(X: X, Y: Y, Z: Z,
textureHandlersCopy: copyCurrentTexturePack ? (textureHandlers !'= null ?
textureHandlers : null) : null

);
}

public void SwitchDrawStyle()
{

primitiveCurrent++;
iIf (stylesSwitcher.Length == primitiveCurrent)

{

primitiveCurrent = 0;

ky

drawStyle = stylesSwitcher[primitiveCurrent];

}

public TriangularedDataSet? ExportPointDataSet()
{

}

public Vector3[]? ExportPoints()
{

}

private protected override void _renderObjects(Shader shader, PrimitiveType?
primitive)

{

return dataTriangulared;

return data;

if (showDots)
{
for (inti =0; i < dots.Length; i++)
{
dots[i].Render(shader);
by
by



if (connections !'= null && showGeometry)
{
GL.LineWidth(lineWidth);
GL.PointSize(lineWidth * 5);
for (int 1 = 0; i < connections.Length; i++)
{

connections[i].Render(shader, drawStyle);

lightShader.vert:
#version 450 core

layout (location = 0) in vec3 aPos;
layout (location = 1) in vec3 aColor;
layout (location = 2) in vec2 aTexCoord;
layout (location = 3) in vec3 aNormal;

out vec3 vertexColor;

out vec3 Normal;

out vec3 FragPos;

out vec3 lightPos;

out vec2 TexCoord,

out float height;

out vec2 TextureGradRange;

uniform mat4 transform;
uniform mat4 model;

uniform mat4 view;

uniform mat4 projection;
uniform vec2 textureGradRange;

uniform mat4 model _cramble;

uniform vec3 LightPos = vec3(0, 0, 100);
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void main()

{

vec4 transformed = transform * vec4(aPos, 1.0);
gl_Position = transformed * model * view * projection;
FragPos = vec3(model * transformed);

Normal = aNormal,

vertexColor = aColor;

lightPos = LightPos;

TexCoord = aTexCoord;

height = aPos.z / aPos.length + transform[3][2];

TextureGradRange = textureGradRange;

shader.frag:

#version 450 core
out vec4 FragColor;

in vec3 vertexColor;
in vec3 Normal;
in vec3 FragPos;

in vec3 lightPos;
in vec2 TexCoord:;

in float height;

in vec2 TextureGradRange;

const int amountOfTextures = 3;

uniform sampler2D textures[amountOfTextures];
uniform vec3 lightColor = vec3(1);

uniform vec3 viewPos;

uniform float lightPosHeight;
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struct Material {

vec3 ambient;
vec3 diffuse;
float opacity;

uniform Material material;

float textureGradCalc(vec2 range, float value){
if(range.x == 0 && range.y == 0)
{

return 0.5;

}

float valueN = value * 0.2 + 0.2;

return valueN:

vecd textureMixCalc(float grad){

vec4 textureColor = vec4(0);

vec4d oTexturel2 = mix(texture(textures[0], TexCoord), texture(textures[1],
TexCoord), grad);
vec4d oTexture23 = mix(texture(textures[1], TexCoord), texture(textures[2],
TexCoord), grad);
vec4d oTexturel3 = mix(texture(textures[0], TexCoord), texture(textures[2],
TexCoord), grad);

vecd oTexturel = mix(oTexturel2, oTexturel3, grad);
vecd oTexture2 = mix(oTexturel2, oTexture23, grad);
vecd oTexture = mix(oTexturel, oTexture2, grad);

textureColor = oTexture;

return textureColor;

void main()

vec3 ambient = material.ambient * lightColor;
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vec3 norm = normalize(Normal);
vec3 lightDir = normalize(lightPos - FragPos);

vec3 viewDir = normalize(viewPos - FragPos);
vec3 reflectDir = reflect(-lightDir, norm);

float spec = pow(max(dot(viewDir, reflectDir), 0.0), material.shininess);
vec3d specular = material.specular * spec * lightColor;

float diff = max(dot(norm, lightDir), 0.0);
vec3 diffuse = diff * lightColor * material.diffuse;

vecd oTexture = textureMixCalc(textureGradCalc(TextureGradRange, height));
vec3 colorBrightness = (ambient + diffuse) * vertexColor;

FragColor = oTexture * vec4(colorBrightness, material.opacity);

Moveable.cs:

using LearnOpenTK.Common;
using OpenTK.Graphics.OpenGL4;
using OpenTK.Mathematics;

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using System.Threading.Tasks;

namespace SceneEditor.editor
{
public class Moveable : IRenderable
{
public bool isEnabled = false;

public Vector3 position = Vector3.Zero;

private protected Matrix4 transform = Matrix4.ldentity;
private protected Matrix4 originShift = Matrix4.Identity;
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public virtual void Move(Vector3 shifts)

{
position += shifts;
originShift = originShift * Matrix4.CreateTranslation(shifts);

TransformCombiner();

¥
public virtual void TransformCombiner()
{
transform *= originShift;
b
public virtual void TransformClean()
{
transform = originShift = Matrix4.ldentity;
¥
private protected virtual void _renderObjects(Shader shader, PrimitiveType?
primitive)
{
return;
¥
private protected virtual void _prepareRendering(Shader shader)
{

var id = GL.GetUniformLocation(shader.Handle, "transform™);
GL.UniformMatrix4(id, false, ref transform);

}

public virtual void Render(Shader shader, PrimitiveType? primitive = null)
{
if (isEnabled)
{
_prepareRendering(shader);
_renderObjects(shader, primitive);

¥
}



Transformable.cs:

using LearnOpenTK.Common;
using OpenTK.Graphics.OpenGL4;
using OpenTK.Mathematics;

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using System.Threading.Tasks;

namespace SceneEditor.editor

{

public class Material

{
public Vector3 ambient = new Vector3(1);
public Vector3 diffuse = new Vector3(1f);
public float opacity = 1;

public Material(
Vector3? ambient = null,
Vector3? diffuse = null,
float? opacity = null
)
{
if (ambient != null)
this.ambient = ambient.Value;
if(diffuse !'=null)
this.diffuse = diffuse.Value;
if(opacity != null)
this.opacity = opacity.Value;

public class Transformable : Moveable

{

protected int[] textureHandlers;

private protected Matrix4 rotation = Matrix4.ldentity;
private protected Matrix4 scale = Matrix4.ldentity;
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private protected Vector2 range = new Vector2(0,0);

private protected Transformable? parent = null,
private protected Material material = new();

public virtual void Rotate(Vector3 angles)

{
Matrix4 X = Matrix4.CreateRotationX(angles.X);

Matrix4 Y = Matrix4.CreateRotationY (angles.Y);
Matrix4 Z = Matrix4.CreateRotationZ(angles.Z);
rotation = rotation * X * Y * Z;
TransformCombiner();

}

public virtual void Scale(Vector3 scalar)

{

scale = scale * Matrix4.CreateScale(scalar);
TransformCombiner();

}

public virtual new void TransformCombiner()

{

transform = scale * rotation * originShift;

}

public virtual new void TransformClean()

{

transform = scale = originShift = rotation = Matrix4.ldentity;

}

private protected void _applyTextures(Shader shader)
{

TextureLoader.UseMany(shader, textureHandlers);

}

private protected void _applyMaterial(Shader shader)
{

Material mat = (parent != null) ? parent.material : new();

shader.SetVector3(""material.ambient", mat.ambient);
shader.SetVector3("material.diffuse”, mat.diffuse);
shader.SetFloat("material.opacity"”, mat.opacity);

}
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private protected override void _prepareRendering(Shader shader)
{
var id = GL.GetUniformLocation(shader.Handle, "transform™);
GL.UniformMatrix4(id, false, ref transform);

int attr = GL.GetUniformLocation(shader.Handle, "textureGradRange");
if(parent == null)
{

GL.Uniform2(attr, ref _range);

¥

else

{
GL.Uniform2(attr, parent._range);

k
k

public override void Render(Shader shader, PrimitiveType? primitive = null)
{
if (isEnabled)
{
_applyTextures(shader);
_prepareRendering(shader);
_applyMaterial(shader);
_renderObjects(shader, primitive);

k
k
k
k

MainWindow.xaml

<Window x:Class="SceneEditor.MainWindow"
xmlns="http://schemas.microsoft.com/winfx/2006/xaml/presentation"
xmlns:x="http://schemas.microsoft.com/winfx/2006/xaml"
xmlins:d="http://schemas.microsoft.com/expression/blend/2008"
xmlns:mc="http://schemas.openxmlformats.org/markup-compatibility/2006"
xmins:local="clr-namespace:SceneEditor"
xmins:glWpfControl="clr-namespace:OpenTK.Wpf;assembly=GLWpfControl"
mc:lgnorable="d"
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Title="BatymetriaEditor (by Bohdan Savchuk)" Width="1600" Height="900"
WindowStyle="ThreeDBorderWindow">
<Grid x:Name="panelRoot" Background="Silver" Focusable="True"
PreviewMouseDown="0nPreviewMouseKeyPressed">

<Grid.ColumnDefinitions>
<ColumnDefinition Width="3*"></ColumnDefinition>
<ColumnDefinition Width="1*"></ColumnDefinition>
</Grid.ColumnDefinitions>
<Rectangle Fill="DimGray" Grid.Column="0"></Rectangle>
<Rectangle Fill="SlateGray" Grid.Column="1"></Rectangle>

<Grid x:Name="panelBench" Background="FloralWhite" Grid.Column="0"
Grid.Row="0" Focusable="True">
<Grid.RowDefinitions>
<RowDefinition Height="3*"/>
<RowDefinition Height="1*"/>
</Grid.RowDefinitions>
<Rectangle Fill="CadetBlue" Grid.Row="0"></Rectangle>
<Rectangle Fill="CadetBlue" Grid.Row="1"></Rectangle>
<GridSplitter Grid.Row="0" BorderThickness="2" BorderBrush="Black"
Vertical Alignment="Bottom" Horizontal Alignment="Stretch"/>

<Grid Grid.Row="0" x:Name="panelTabs">
<Grid.RowDefinitions>
<RowDefinition Height="*"/>
<RowDefinition Height="50"/>
</Grid.RowDefinitions>

<glWpfControl:NonReloadingTabControl Grid.Row="0" Margin="5"
x:Name="tabWindows" Background="Wheat">
<Tabltem Header="Main" x:Name="glControl1">
<glWpfControl:GLWpfControl x:Name="glIMain" Margin="5"
Focusable="True" Render="OnRender"
PreviewMouseWheel="0OnPreviewMouseWheel"/>
</Tabltem>
</glWpfControl:NonReloadingTabControl>

<StatusBar Grid.Row="1" Height="45" Margin="5">
<StatusBarltem>
<TextBlock x:Name="textFps"></TextBlock>
</StatusBarltem>
<StatusBarltem>



<TextBlock x:Name="textKey"></TextBlock>
</StatusBarltem>
<StatusBarltem>
<TextBlock x:Name="textMouse"></TextBlock>
</StatusBarltem>
</StatusBar>
</Grid>

<TabControl Grid.Row="1" Margin="5">
<Tabltem Header="Output">
<ListView x:Name="listViewProcess"/>
</Tabltem>
</TabControl>

</Grid>

<Grid x:Name="panellnfo" Background="CadetBlue" Grid.Column="1"
Focusable="True">
<Grid.RowDefinitions>
<RowDefinition Height="1.2*"></RowDefinition>
<RowDefinition Height="2.3*"></RowDefinition>
</Grid.RowDefinitions>
<GridSplitter Grid.Row="0" BorderThickness="2" BorderBrush="Black"
Vertical Alignment="Bottom" Horizontal Alignment="Stretch"/>

<Grid Grid.Row="0">
<TabControl Margin="5">
<Tabltem Header="Structure">
<TabControl x:Name="editorStructure">
<Tabltem Header="Main">
<DockPanel Vertical Alignment="Stretch">
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<TreeView DockPanel.Dock="Top" VerticalAlignment="Top">

</TreeView>
</DockPanel>
</Tabltem>
</TabControl>
</Tabltem>
</TabControl>
</Grid>

<Grid Grid.Row="1">
<TabControl Margin="5">
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<Tabltem Header="Settings">
<ScrollViewer>
<ListBox Width="Auto" x:Name="editorElementSettings">

</ListBox>
</ScrollViewer>
</Tabltem>
<Tabltem Header="Scene">
<ScrollViewer>
<ListBox Width="Auto" x:Name="editorSceneSettings">

</ListBox>
</ScrollViewer>
</Tabltem>
</TabControl>
</Grid>

</Grid>
<GridSplitter Grid.Column="0" BorderThickness="2"
BorderBrush="Black"></GridSplitter>

</Grid>
</Window>
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OPI'AHIBATOPU KOH®EPEHIIIT

MinicTepcTBO OCBITH 1 HAyKH Y KpaiHu

YkpaiHchKa acolialis 3 MPUKIaHOI TeoOMeTpii
MeniTonoasChKui AepKaBHUM MeIaroriyHui yHIBEpCUTET
imen1 borgana XMeIpsHUIIBKOTO

MenitononbChKa IIKOJIa MPUKIATHOT TeOMETpii

IMPUMMAIOYA OPTAHIBAIIS: MeniTonoabChbkuid JAepyKaBHUM I1€1aroTi4HUI
yHIBepcHUTET iMeH1 bormana XmMeapHUIIBKOTO

HAYKOBO-ITPOTPAMHHMM KOMITET:
TosoBa: Cononenko A.M. — pekTtop MemniTONMOIBCHKOTO AEPKaBHOTO MEAAroriyHOTO
yHIBEpCUTETY IMeH1 borjana XMenpHUIBKOTO
3acrynnuk rososu: Haitnum A.B. — Menitonons, Ykpaina
CuiBroJsiosu:

Banin B.B. — HTVYYV «KIll», Kuis, Ykpaina
[Tinropuuit O.JI. — KHYBA, KuiB, Ykpaina
[Tnockuii B.O. — KHYBA, Kuis, Ykpaina

YyieHH HAYKOBO-IIPOTPAMHOI0 KOMITeTY:
bamo6a I.I'. — Memitonons, Ykpaina;

bemuupknii I'. — beep Illesa, [3pains;

boynu B. — Enp-AiiH, Oae;

Bepemara B.M. — Memnitomnois, Ykpaina;
['marymenko B.B. - JlninponeTrpoBchk, YKpaiHa;
E€pemees B.C. — Menitonons, YKpaina,
KoBansoB C.M. — KuiB, YkpaiHa;

KosanboB FO.M. — KuiB, Ykpaina;

Kopunncskuii B.M. — JIHinponeTpoBchbK, YKpaiHa;
Kyuenko JI.M. — XapkiB, YkpaiHna;

Maptun €.B. — JIbBiB, YKpaiHa;

Maptunos B.JI. — KuiB, YkpaiHa;

[Tanuenko A.l. — Menitonons, YKpaiHa;
[Tununaka C.®. — KuiB, YkpaiHa;

[IpoTacos P.B. - bparucnasa, CroBaxkis;
PeneneBuu O. — Uencroxoso, [Tompmia;
Cepreituyk O.B. — KuiB, Ykpaina;

CeparoxoBa H.B. — Jla-Xoiist, Kamidopnis, CILA;
Tynyuenko I'.fl. — Xepcon, YkpaiHa;

Vama A. — Uencroxono, Ilonpiia;

Xomuenko A.H. - MukonaiB, Ykpaina;

YepuikoB O.B. — XapkiB, Ykpaina;

[IToman O.B. - XapkiB, Ykpaina.
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Awnmninorosa B.O. k. T. H.,
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3om0ToBa A.B., K. T. H.,
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3anesceka O.B., K.T.H.,

Slonouncekuii I1.M., K.T.H.,

Jlagory6enp T. C., K.T.H.,

CaBuyk b.1.,
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YJIOCKOHAJIEHHS PEAJIIBALIIL METOJAY AITIPOKCUMAIIL ITPU
POBOTI 3 TEOIHOOPMAIIMHUMU JAHUMUA

3 pPO3BUTKOM KOMIT IOTEPHOI Irpadiki HOBUU BUTOK PO3BUTKY OTPHUMAaB Hamlpsm
noOy0BH JIaHIA(THOTO CEPENOBUIIA. BUTBIIICTD ICHYIOUUX MPOrPAMHUX 3aCTOCYHKIB
MpaIo0Th 3 HEMEPEPBHUMHU JaHUMHU. Taki JaHl OTPUMaHI 3a JOMOMOTOI0 TOYKOBUX
3HIMKIB 3€MJI1 Ta TIEPEIAlOThC Y BUTIISAL 300pakeHb. i1 00poOku MeToy o0y 10BU
HernepepBHOro JaHamadTy BUKOPUCTOBYIOTH METOJU alpPOKCHUMAIlli, SIKI MO>KJIMBO
NOAUIMIN Ha 4 TpYNU: 3 BUKOPUCTAHHSIM PETYJSIPHOI PEUITKH, 3 BUKOPUCTAHHS
1pperyJsspHOi penriTku rpady MICIeBOCTI (TPUAHTYIIAIISA) Ta 32 JOTOMOTO0 KIIITUHHUX
aBToMariB. Cepell HaBEJIEHUX METO/IB ICTOTHO BHUPI3HAETHCS METOJ amnpoKCUMallii 3a
JIOTIOMOTOI0 KJTITHHHUX aBTOMATIB, OCKIJILKY M030aBICHUM HEJIOMIKIB TPhOX MOMEPEAHIX
MeToaiB. Jlo Takux HEAOJIKIB BIAHOCATh HaKJIaJgaHHS CTPYKTYpP, MOXKIHUBICTh OOYI0OBU
JMCKPETHUX €JEMEHTIB. A J0 TepeBar METOJy BIJHOCATh JAMHAMIUHY IOBEIIHKY B
Mpolieci reHeparlii Ta MOKJIMBICTh BUKOPUCTAHHS B peajbHOMY Yaci.

Benuka KIIbKICTH MPOrPAMHUX 3aCTOCYHKIB, WIO peajli3yloThb aJrOPUTMHU
anmpoKcHUMaIlli He HaJaloTh BeCh HEOOXITHUM MaTeMAaTHUYHHUI amapar JJjis MoOyaoBH Ta
redepamnii jganamadriB, [K peadbHUX Tak 1 BIpTyaidbHUX. [IpomoHyeThCs
BUKOPUCTOBYBAaTH NPOTPAMHHMI 3aCTOCYHOK Ha OCHOBI json (aily BiMOBITHOTO
300pakeHHs. lle TpPU3BOAUTH 10 3MEHIIEHHS KIJIBKOCTI BHUTPAYEHOTO 00’ €My
OMEpaTUBHOI TaM’sATI Ha 30epiraHHs Ta BIIHOBIEHHA TpadiuHOi CKIATOBOI
reoiH(opManiiHux (aiiiB, U0 B CBOIO Yepry 30UIbLIy€e MIBUIKOAII KOMII IOTEPY Ta
3MEHIIy€ BHUMOTH JI0 TE€XHIKHM IiJl 4yac Horo BWKopucTaHHs. 3ameBchbka O.B., K.T.H.,
SA6noncekuit I1.H., k.1.H., ®inorenoB O.Jl., k.1.H., Cunopenko 1O.B, k.1.H., CuTHUK
A.JO. HanionanbHuil TeXHIYHMIA YyHiBepcUTEeT YKpaiHu «KHiBChKHII MOMITEXHIYHUI
1HCTUTYT iMeHI Irops CikopchbKOro»



