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AHOTAILISA

Jana gurimomMHa po0OoTa MpHUCBSYEHA PO3poOIll BeO-CUCTEMHU ISl 1HTEPAKTHUBHOI
po6otu 3 3D o0'ekTamu.

MeToto poOGOTH € CTBOPEHHS MPOTPaMHOTO 3a0e3MeueHHs AOCTYIHOI, €IUHOI
maThopMHU I IIBUIKOTO 1 3pydHOro mneperisay 3D o0’ekrtiB, iHGopMalii Mpo HUX,
B32€MO/IIT 3 OTOYEHHSM, aHIMaLlIIMH, YIPABIIHHAM Ta 1HIIIE.

JJist mocsiTHEHHST MeTH OyJIM BUPIIICH] HACTYITHI 3a/1ayi:

1. ITpoanamnizoBaHo nmpeaMeTHy ob6aacTs 3D MomentoBanHs Ta rpadidHOTO AU3alHY,
nociimkenuit ctad 3D TuriB ¢aiiniB Ha ChOTOAHINIHIN JICHb.

2. CipoeKToBaHa CHUCTEMa 3a JIONOMOTro0 MOBU MojentoBanHs UML.

3. CTBOpeHHMit afanTUBHUM TU3aliH Ta OPEHIMHT MPOTPAMHOTO MPOAYKTY.

4. Po3pobiieHo mporpaMHe 3a0e3reyeHHs BeO-CUCTeMH /I 1HTEPaKTUBHOT pOOOTH
i3 3D 00’ekTamMu BUKOPHCTOBYIOUH CTaHAApTHI METOAM PO3pPOOKM BeO-3aCTOCYHKIB, a
Takoxk JavaScript ¢peiiMmBopk Vue.js Ta 610miotexky Three.js mjisi 3aBaHTaKCHHsS Ta
iHTepakiii 13 3D monensamu Tta oroueHHSIM. {1 po3poOKH MOOIILHOTO 3aCTOCYHKY OyB
BUKOpHUCTaHUH (PpeHMBOPK ISl HAMKCAHHS KpociuiaTGopMHUX 3acTocyHKiB Flutter.

5. Bukopucrano cyuyacuny meroxposorito JAMStack (JavaScript, API, Markup) s
po3roptaHHs BeO-cucTeMHU O3 BUAIJICHOTO CEPBEPY.

KimtouoBi cnoBa: 3D, MopemtoBaHHd, TpadiuHuii 1u3aiiH, BeO-mepersaay,
IHTEPAKTUBHICTb.

OOcHr 3BITY CTAHOBUTH 95 CTOPIHOK, MICTUThCS 23 inmtocTpallii, 3 10JaTKH. 3arajJom

ONpAaLbOBAHO 22 JKepena.



ABSTRACT

This thesis is devoted to the development of a web-based system for interactive
work with 3D objects.

The goal is to create an accessible, united platform for swift and convenient viewing
of 3D objects, information about them, interaction with the environment, animations,
controls and more.

To achieve this goal, the following tasks were solved:

1. The subject area of 3D modeling and graphic design and the current state of 3D
file types were analyzed.

2. The system was designed via UML modeling language.

3. Adaptive design and branding of the software were created.

4. Web system software for interaction with 3D objects using standard web
application development methods, as well as Vue.js JavaScript framework and Three.js
library for downloading and interacting with 3D models and environments was developed.
To develop a cross-platform mobile application Flutter framework was used.

5. The modern JAMStack methodology (JavaScript, API, Markup) was used to
deploy a web system without a dedicated server.

Keywords: 3D, modeling, graphic design, web-viewer, interaction.

The report volume is 55 pages, it contains 23 illustrations, 3 appendices. 22 sources

were processed in total.
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IEPEJIIK YMOBHHUX ITO3HAYEHbD

API — Application Programming Interface
BEM — Block Element Modifier

DOM — Document Object Model

GLTF — GL Transmission Format

GUI — Graphical User Interface

JAMStack — JavaScript, APl & Markup

JSON — JavaScript Object Notation

SRS — Software Requirements Specification
Ul — User Interface

UML — Unified Modeling Language



BCTVYII

3D MopentoBaHHS — 1€ MPOLEC MPUUHATTS NeBHOI GopMmu Ta ii TpaHcopmarlii y
3aBepiieny 3D citky. [IpumiTHBaMu Ha3MBaOTh MPOCTI MPEIMETH — BiJ OJHIET TOYKH
(BepmmHM), ABOBMMIpHOI MiHIT (pedpa), KpuBoi (CIUIaiiHy), MO0 TPUBUMIPHHX 00’ €KTIB
(rpaneit un OaraTokyTHUKIB) [1]. BukopucroByroun ocoOJMBOCTI TaKOro MPOTPaMHOIO
3abe3neueHHs gk 3D mepernsmad (3D Viewer) MokHa MaHINMyJTIOBaTH KOMILJIEKCAMHU
npuMiTHBIB uia meperisgands 3D mopmemi, perymroBaTH OCBITJIEHHS, TNEPETIIAIATH

agiMaIii Ta 6araTo 1HIIOrO.

Hampsim 3D MomenmtoBaHHS — OJWH 13 HAMAWHAMIYHIIAX HanpsmiB [T-ceoroaeHus,
KU BHKOPUCTOBYETHCS Isi cTBOpeHHA 3D mogenedt nnst pisHMX cdep AiSUIBHOCTI.
BukoprcToByBaHI B TakMxX raiys3sx, K aHiMmamis [2], irpu, apXiTekTypa, BUPOOHHIITBO,
iTepanis  BuUpoOiB Ta mpomucioBuid amzaitH, 3D wMomem € HaWBaXIMBIIIUMU

KOMITOHEHTaMU ITU(POBOTO BUPOOHUIITBA.

Sk omuH 13 mpuKiIaniB, OyaiBenbHI (DaxiBIll IMOCTIMHO TNPUAYMYIOTH HOBI 1€l
IHHOBalllMHUX JW3alHIB, 1 KOPHUCHO MAaTH NpOorpaMHe 3a0e3NedeHHs, SKE€ JI03BOJIs€
IIBUIKO TIEPETBOPUTH 11l izl B TpuBHMIipHi 300pakenns [3]. [Iporpamue 3abe3neucHHS
st 3D MopenroBaHHS T03BOJIsiE OyIiBETLHUM TMpoQecioHasaM IepeTBOPIOBATH CBOI
KOHCTPYKIIIl Ta KPECJACHHS B peaJibHI MOJIENl Ta JI03BOJISIE XYAOKHHKAM YITKO YSBIISITH

PO3MIpH CBOIX OY/iBEIbHUX KOHCTPYKIIIH 0 3aBepiieHHs OyaiBHUITBA [4].

[Iporpamue 3abe3neueHHss it 3D MonentoBaHHS — JTO3BOJISIE  CTBOPIOBATH,
PO3MEXKYBaTH Ta BIAOCKOHAIIOBATU TPUBHUMIPHI Girypu B OyIb-siKUii 00’€KT, SKU BU
MoxeTe cob01 ysButH [1]. OgHak ramy3b 3MIHIOETbCSI HACTIIBKY IIBUIKO, 110 BUSHAYUTH,
ska mporpama 3D MojentoBaHHS € Halkpamiow s neBHux 3D motped, Moxe OyTu
JIOCUTh CKJIQJIHO, OCKIJIBKU MPOTITOM OCTaHHIX POKIB Tajy3b HE JIMIIE 3pocia B ACCITKU

pasiB, a i TAKOXK MOCTIHHO BIPOBAKYE HOBI IIOHATTS Ta criocoOu iX 3aikicHenHs [5] [6].
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Ha panuii MOMEHT, NporpaMHi MPOAYKTH, CTBOPEHI CyTO i TeperjsiiaHHs
iHpopmMmartii mpo 3D mozenb, € 0OMekeHUMU Ta 3A€01IBIIOr0 PO3POOISIOTECS KOMIAHISIMU
K JIOJIaTOK JI0 00 €MHHX Ta BaKKUX CHCTEM, OB’ s13aHuX i3 3D mozemoBanusaM. ['ocTporo
Mpo0JIEMOIO0 TaKOK CIiJI BBaXKaTH TMPOIPIETAPHICTH (OpMATIB MOJENEeH Ta CKIAaIHICTh
KOHBEPTYBaHHS 1X MK c000I0, sKa MO3HAYAETHCA HAa 3MEHIIEHHI e()EeKTUBHOCTI poOOTH
Hag 3D o6’exkrtamu [7]. TakuM YMHOM, HE ICHYE €AMHOI MUIATGOPMH JIJI 3PYIHOTO

nepernsany 3D moaeneli Ta iHdopmariii mpo HUX.

3apaju BUPIIIEHHS OMUCAaHUX MPOOJIeM pealizoBaHa BeO-CUCTEMA, 1110 OPIEHTYETHCS
Ha JOCTYIHICTb, JIETKICTh Y BHKOPHUCTAHHI, IIBUJKY B3a€EMOJIII0 Ta IPU3HAYAETHCA
BHUKJTIOYHO 31t MeTH iHTepakiii 3 3D momemmo. CTBOpEHHMI TPOIYKT Ma€ TOCUTh
BEJIMKY HU3KY cpep 3aCTOCYBaHHsI, HacaMmIepel — aHiMalliitHi GuUIbMU, Bi3yalibHI €(PEKTH,
rpadiunuii nuzaiin, 3D gpykoBaHi Mojeni, KiHOQ1IbMH, iHTepakTHBHI 3D 3acTocyHkH Ta
IrpoBa 1HyCTPisl, a 3aBJSKH CBOill BeO-apXiTEKTypi, 3aCTOCYHOK € JIETKO-TOCTYITHUM Ta HE

BUMOTJIUBUM 3 TOUKH 30py anapaTHOTo 3a0€3MeUeHHS.

OuikyeTbCs, O NPOAYKT OyZe BUKOPUCTOBYBATHUCS y 0aratbox cepax, Takux sK
3D wmopnemtoBaHHs, irpoBa I1HAYCTpid, Tpadiuawii nuzaitH Ta iHII. CTBOpEHA TaKOX
J0JaTKOBAa MIATPUMKa JJIsi MOOUIBHMX TpuCTpoiB sk 10S Tak 1 Android B sikocti

CTBOPEHHSI MOOLJILHOTO AOJATKY SIK OLIbII 3pYyYHOI HATUBHOI BEPCii BEO-CUCTEMHU.

3MICT pO3/IiJIiB MOSICHIOBAIBHOT 3aITUCKH € HACTYITHUM:

— Ilepmmid  po3ain  ONMCye TOCTAaHOBKY 3aJadl  CTBOPEHHS MPOrPAMHOIO
KOMIUIEKCY, i1 MeTy, Tpo0IeMH, Ki BUPIIIYIOTHCS TPOTPAMHUM 3a0€3MEUEHHSIM Ta CXEMY
B3a€MO/IIi TPOTPaAaMHUX MOJTYJIIB.

— Jlpyruii  po3AuT OpOBOAMTH OIJIAJ BXKE ICHYIOUMX MPOTPAMHHUX pIIIEHb Ta
aBTOMATHU30BAHUX CHCTEM Ha PUHKY.

— Tpertiii po3nin Hagae iHdoOpMallilo Mpo 3a7ayi Ta LIl MOAYJIEH KOMILUIEKCHOI
cuctemu. Tak K peanizoBaHUN MPOJIYKT CKJIAJAETHCS 3 JABOX YaCTHMH — OCHOBHOI BEO-
CUCTEMH Ta JOJATKOBOIO MOOITBHOTO JIOAATKY — BHUKOHYETHbCS TOPIBHSJIbHA

XapaKTepUCTHKA, OOIPYHTYBaHHS Ta po30ip METOMIB BHOOPY NMPHUKIATHUX 1 CUCTEMHHUX
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3ac00iB  TPOrpaMyBaHHsS, CEPENOBUI  TMPOEKTYBAHHSA, METOJOJIOTI  pPO3pPOOKHU
MIPOrPaMHOTO 3a0€3MeUeHHs TOIIIO.

— YeTrBepTuil po3aii onucye 0e3MocepeHIO0 MPOrpaMHy peani3aliilo CUCTEMHU Ta €
JOKYMEHTAIBHUM CYIPOBOJOM PO3POOJIEHOr0 IporpamMHoro 3abesnedeHHs. [[o Hboro
BxoqaTh UML miarpamu kmaciB, MpENEAEHTIB, MOCIIJOBHOCTEH Ta pO3ropTaHHS (s
MOOUTBHOTO J0JIaTKy), OMUCYIOTHCS OCOOJMBOCTI Peali30BaHUX IIIJICUCTEM Ta CHCTEMa
B3a€EMOIIl MOyJIel MiXK c000TO.

— VY m’aroMy po3AUTl  TOSICHIOETbCS METOJAMKAa pOOOTH KOPHUCTYBauiB 3
MPOTPAMHOI0 CHUCTEMOIO. Y I[bOMY PO3AUTL po3i0OpaHi cieHapii poOOTH KOpPUCTyBaya Ta
MIOCJIIIOBHOCTI CTUMYJTy / BIANOBIII, HaJaH1 Bi3yaldbHl IPUKIAJAX B3a€EMOJIl KOpUCTyBaya

13 IIporpaMHUM KOMIIJICKCOM.



12

1. MOCTAHOBKA 3AJAYI NOBYJOBU KOMILIEKCHOI
CUCTEMM ISl IHTEPAKIII 3 3D MOJEJISIMUA

Mertoro poboTH € aHali3 moToYHOro crany cepu 3D mMonentoBaHHS Ta CTBOPEHHS
IHTEPaKTUBHOI BEO-CHCTEMH, SKa JI03BOJISIE KOPUCTyBadaM B3aeMomisTH 3 3D o0'ekramm
NeBHUX MiaATpuMyBaHuXx ¢dopmatiB. [IpoexT mnpencraBiasie coOO00 AOCTYNHY, €IUHY
mwiatopmy Ul MBHUAKOTO Ta 3pydHoro neperysny 3D mozneneit 1 inpopmariii mpo HUX,
B3a€MOJIIi 3 OTOYEHHSM, aHIMAaIliIMU Ta KOHTpPOJsMHU ympaiiHHs. [lapanenbHo a0
OCHOBHOI B€0-CHUCTEMHU TaKOXX CTBOPEHMH JOJATKOBHM KpOCIUIATPOPMEHUN MOOUTLHUN
JOATOK, Y SAKOMY IMPOAHaNI30BaHO Ta MPOKIacHu(]PikoBaHO HAWOIIBII BUKOPHUCTOBYBAHI
tunu 3D ¢aiiiniB Ha ChOTOAHIIIHIN JIEHb.

B xon1 po6oTu 0yi0 BU3HaYE€HO OCHOBHI 3aBJIaHHS pOOOTH:

— MpOaHalli3yBaTH TOTOYHUN CTaH MPOTpaMHOro 3abesmedeHHs it chep 3D
MozenoBaHHs Ta 3D iHTepakIlii;

— CTBOPUTHU TPOrPAMHHUI KOMIUIEKC, HIO0 CKJIAJAEThCS 13 I1HTEPAKTUBHOI BEO-
cucteMu st pobotu 13 3D monensiMu Ta KpocriatopMEeHOro MOOUTBHOTO 3aCTOCYHKY
JUTSE aHauTi3y Ta kiacuikarii Hainmomupenimux TuiiB 3D ¢dainiB cboroaeHHs;

[Tix yac nekoMmo3uilii OCHOBHUX 3aB/IaHb OyJIM BU3HAUCHI HACTYIIHI Mi3a/1a4i:

— TIpoaHaji3yBaThd TOTOYHUN CTaH BeO-PO3POOKM Ta BU3HAYUTHUCS 31 CTEKOM
TEXHOJIOT1M Ta METOJI0JIOT1i, HEOOX1THUM JIJIsl CTBOPEHHS MPOrPAMHOTO KOMILICKCY;

— MIpoaHaji3yBaTh MOTOYHUU CTaH MporpamMHoro 3abesneueHHs s chep 3D
MojeoBaHHs Ta 3D iHTepaKilii;

— CTBOPHTH ITOYATKOBUH OPESHIUHT Ta CIIPOCKTYBATH JIU3aliH CUCTEMU;

— TpoaHajizyBaThu NOTOYHWN cTaH TUMNiB ¢anmie 3D mopmeneit, mpoBecTH ix
Kiacudikaio Ta BU3HAYUTUCSA 3 X MATPUMKOLO;

— CIPOEKTYBATH  apXITEKTypy BeO-cUCTeMH Ta MOOUIBHOTO  3aCTOCYHKY

BUKOPHUCTOBYIOUM MOBY IpoekTyBaHHs UML,;
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— CTBOpUTU KpociiaThopMeHU MOOUTPHUN 3aCTOCYHOK JUIA aHajizy Ta
knacudikanii HalnmomupeHimux TumiB 3D ¢aitniB cborogeHHs;

— CTBOPHUTHU MOJYJIb 3aBaHTaxxeHHs 3D 00’ekTy B BeO-Opaysep;

— CTBOPHUTHU MOAYJIb OTOUYCHHS JJI B3a€MOIII 13 3aBaHTAXKCHUM 00’ €KTOM;

— TpoaHaji3yBaTu HEOOXITHI eIeMeHTH KOHTpoito 3D 00’ekTa Ta 1or0 OTOYCHHS;

— ctBopuTH Tpadiunmii iHTepderic kopuctyBaua (GUI — Graphical User
Interface) miist KOHTPOITIOFOYOT B3a€MOIIT 13 MOJICILITIO;

— IPOBECTU TECTYBAHHS POOOTH CUCTEMU BUKOPHUCTOBYIOUM KOMILIEKCHI Ta BEIUKI
3a 00’eMoM 3D mMozei 11 BUSIBIEHHS SKOCTI BUKOHAHHS CUCTEMH il HABAHTAKEHHIM;

— MPOBECTH TOAANbIIE TECTYBaHHS W HaJaro/KEHHsS CTBOPEHOI MpPOrpaMHOI
cucteMi Ta 3araibHi e2e (end-t0-end) Tectu Jyuist mEpeBipKHU TKOCTI POOOTH CUCTEMH;

— mipoBectu po3roptanHs (deploy) cTBopeHOi BeO-CHCTeMH Ha XOCTUHT.

Bumoru 10 po3po0i10BaHOT0 IPOrPaMHOT0 KOMILIEKCY:

— KOMIUJIEKC Ma€ CKIIQaTUCS 3 IBOX IM1ICUCTEM:

e OCHOBHA BeO-cucTema s inTepakiii 3 3D 00'exktamu;
® JI0JIATKOBUI HATUBHUN MOOUIBHMI 3aCTOCYHOK SIK pO3IIMpPEHa albTepHATUBA

710 BeO-crucTteMu Jyisi cMapT(]OHiB;

— BeO-cucTeMa Mae€ JIOTPUMYBATHCS (DYHKIIOHAJBHUX Ta HEPYHKIIOHATBHUX
BUMOT, onucaHux y nogaHomy aokymeHTi SRS (Software Requirements Specification),
30KpeMa TOBMHHA MaTH MIATPUMKY OUIBIIOCTI Opay3epiB Ta JOTPUMYBATHUCS
CIIPOEKTOBAHOTO aJaNTHBHOTO AU3aiHY;

— BeO-cucTeMa NOBUHHA JIO3BOJISITH TIOBHY HABITAIlIO 1 BUOIp 1HTEPAKTHUBHUX JIIH
13 BUKOPUCTaHHSM TUTBKM MUII, KOMOIHAIM MUIM 1 KJIaBiaTypH, a TaKOX CEHCOPHHX
KECTIB (1711 MOOLITBHOTO JTIOAATKy a00 MOOUIBHOT Bepcii BeO-cailTy);

— Beb-cucTemMa Mae OyTH pO3ropHyTa Ha BEO-XOCTHHT Ta CIIITyBaTH METOJOJIOTii
JAMStack (JavaScript, APl & Markup).

BxigHoto iH(opMmalti€ro 10 BeO-CUCTEMH BUCTYNAIOTh HACTYITHI JAaHi:

— 1 opmartis po 3D mMomens, 1Mo 3aBaHTAKUTUMETHCS Y BeO-Opaysep:

e posmupenHs (popmat) 3D daiiny;
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e posTalryBaHHs 00’ €KTy y (DailyioBii cHCTeMI MPUCTPOIO KOPUCTYBayYa;
e OesnocepenHno Oydep inpopmarii 3D mozeni;

— 1H(popMarris Tpo KOPUCTyBada Ta JOKAIbHI JaHi, 0 HaJla€ KIEHT Opay3epy;

BuxigHoro iHpopMmalii€to € HaCTyIHI JIaHi:

— 1H(OopMaIlis Ipo 3aBaHTAKEHY MOJIEIb:

® KUIBKICTh T€OMETPUYHUX MPUMITHBIB;

e HAsABHICTH Ta KIJIBKICTh aHIMAIll MOJEIII;

® HasSBHICTh Ta KUIBKICTh CIICH OTOUYECHHS MOJIEII;

® HasABHICTb CKEJIETY MOJIEN1 J1JI1 BUKOPUCTAHHA Y (P131YHUX ABUTYHAX;

— 1atepakTuBHUI GUI 17151 KOHTPOJIIO CBITIIA, aHIMAIl, OTOYEHHS TOILIO;

— KOHTPOJI YNPaBIIHHA JUIsl IEPETJIsiIy 3aBaHTaXKEHOI MOJIEIIl Ta OTOUYCHHS.

JlokyMeHTallist Jyisi KOpUCTyBauya po3nojijieHa Ha ABl maTopMu:

— JIOKYMEHTallis Ha o(ilianbHii CTOPIHII cucTeMU KOHTpoJito Bepeiit GitHub;

— BOyI0BaHUM 0€3MOCEPETHRO B CUCTEMI HaBYAIBHUMN MOCIOHUK 13 BUKOPHUCTAHHS.

Po3pobennii mpoayKT MOYKHA BUKOPUCTOBYBATH SIK IIBHJKY Ta €IWHY IHIATHOPMY
st meperssiny 3D Mopeneii pisaux popmartiB. 3aBASKH CBOiM alanTUBHOCTI, BEO-10AaTOK
Ma€e MOXJIMBICTH OyTH BOyAOBaHHM y pi3Hi mwargopmu 3D iHmaycTpii, Maroum nepesary
HaJ TIPOIPiETAPHUMH, BOJTHOYAC MCHIN CICHU(IYHIMU Ta THYYKUMH CHCTeMaMu. TakuMm
YUHOM, TIPOIIEC IMeperjisaay Ta IHTepakiii 3 Maibke Oyap-akoro 3D mojaemmo crae
MPOCTIIIUM Ta JOCTYIHIMIMM. 3a paxyHOK MOOYJOBHM HOTO Ha OCHOBI BEO-TEXHOJOTIH
peani3yeThCcsl YHIBEPCAIBHICTh Ta 3pYYHICTh BUKOPUCTaHHS Ha OyAb-SKOMY IPHUCTPOI Oe3
MIepEHECEHHsI Ha IIJIbOBY OIepalliiiHy cuctemy (Opay3ep Ta HOro BipTyajibHa MalldHa
BUCTYNAIOTh SK I[IJIbOBA YHIBEpCalibHA OMepalliiiHa cucTeMa Ta KOMIT'IOTeED).

Y nmaHOMy JOKyMEHTI OINHWCAHWM TIOBHUW IHMKJI PO3POOKH MPOTPamMHOrO
3a0e3nedeHHs Uil PoOOTH KOMIUICKCY, SIKMM TIOYMHAETHCS 3 apryMeHTarlii oOpaHoro
MPOTPaMHOI0 CTEKY, METOJI0JIOT1i PO3pOOKH 1 pO3ropTaHHs BeO-CUCTEMHU Ta 3aKIHUYEThCS
JETATBHUM OIKMCOM CIICHApiiB 1HTEpakKilii KIHIEBOTO KOPHUCTyBada 13 CTBOPEHUM

IIporpaMHHUM KOMIIJICKCOM.
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2.01JIA 0 ICHYIOUYUX TPOTPAMHUX PILIEHD JJIA
IHTEPAKTUBHOI POBOTH 3 3D MOJEJSAMUA

HemonaBuo mist ctBopenHs 3D mogeneit Oyino HEOOXIIHMM JOpPOTe MPOrpamHe
3a0e3MeyeHHs, M0 TMpaIoe Ha CHEIali30BaHUX OMNEpalifHuX CUCTeMax Ta
CHeIlaji3oBaHOMY OOJIalHAHHA, ajie Il Yacu Bxke MuHynId. Hapasi, OuUIbLIICT
KOMIT FOTE€pPIB MalOTh JOCTAaTHHO TpaiduHOi MPOAYKTHBHOCTI JJI MOJEIIOBAHHS JOCUTH
CKJIQJTHUX KOHCTPYKIIiH, SIK, HANPUKIIaJ, iHTep €p OyniBii abo 00’ ekt 3 3D npykom. I Tam,
7€ KOJNMCh JJig 3asBOK TMOTpiOHA cCremiaJibHa TMIArTOTOBKA Ta KOHTPAKTH Ha
00CIIyrOBYBaHHsI, 3apa3 iCHye 0e3yid Oe3KOIITOBHUX UM HEJOPOTHX IHCTPYMEHTIB, SIKi

JIOTIOMO’KYTh JIETKO Ta e()eKTUBHO CIPOCKTYBaTH CKJIaaHi (hopMu Ta MexaHi3mu [8].

3a momomororo IIi€i eBosrorii mporpamHe 3a0esnedeHHs 11 3D MomemtoBaHHS
YPI3HOMAHITHIOETHCSI Y CIELIANI30BaHl 1HCTPYMEHTU JUIsl CTBOPEHHS MPOTOTHIIIB,
BI3yallbHUX €(EKTIB, MOJICIIIOBAHHS Ta 1HIIMX KOHCTPYKTUBHUX (DYHKIIIH, SIKI KOPUCHI JJIst
Oaratpox rTamysed [9], BkiIrowaroum apxXiTeKTypy, AM3aiiH 1HTEp €py, irpoBa IHIYCTpis,
maHAIAaQTHUN TU3aifH, a TaKOK MAaKEeTHE MporpaMHe 3a0e3MedeHHs IS MPOAYKTY 17ei.
He3zanexuno Bix Toro, sikuit Tun 3D Buxomy Bam motpibeH, icHye mporpama, sika i1eaibHO
MIIXOAUTh J0 3aBJIaHHS, 1 NUISIX 10 PO3BUTKY HABUYOK, HEOOXITHUX Ji1 €(PEKTHUBHOIO

BHUKOPHUCTAHH:.

Ha nanHuii MOMEHT BX€ CTBOPEHO JIOCHUTh 0araTo MporpamMHOro 3a0e3IMeuYeHHs, 3a
JOTIOMOT'OI0 SIKOTO KOPHUCTYBau MOKE pelaryBaTh KOMILJIEKCHI MOjeni, BOyJIOBYBaTH Il
MOJCNII Yy JOAATKOBI IUIATiHM [JIi poOOTH y crmemiami3oBaHid cdepi (Hampukian
IMIIOPTYBaHHsI CTBOpeHO1 Mojeni 13 aHiMmarisiMu y Adobe After Effects mist ctBopenus
KiHeMaTorpadidHux nociigoBHocTe# y ¢inbMax) [2] [10]. Oanak roctporo mpodaeMoro B
TaKOMYy BHIAJKy CTa€ Te, 10 HeMae crenudivyHoi miaTGopMu CTBOPEHOI CyTO st

MIBUAKOTO Ta 3pYYHOIO MEPErisly BXKE CTBOPEHOI MOJEINI, aJXe BCl CTBOPEHI, TOCUTh
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KOIITOBHI MPOAYKTH € BKpail BaXKUMHU Ta TICPEIIOBHEHUMH (YHKIIIOHAJIOM, SIKHM
OUTBIIICTH KOPUCTYBAYiB MaOYTh HIKOJHM HE CKOpUCTaeThes [11].

3 METOI0 BUPIIICHHS L1€10 TPOoOieMH OyJi0 3aMpONOHOBAHO PO3POOUTH POrPAMHUMN
KOMIUIEKC CIIelialli3oBaHoi, €AMHOI IutarGopMu JUis TMOBepxHEBOi iHTepakuii 3 3D
Mozesuto. Taka cucTeMa OpiEHTYEThCS Ha JOCTYIHICTh Ta 3pYYHICTH JJIsi KOPUCTYBadiB,
Ma€ MIUPOKY MEPCHEKTUBRY Y BUKOPUCTaHHI, OCKIIBKH MOKE OyTH BOYJOBAaHOK y O1JIBII
KOMIUIEKCHY CHCTEMY JIJIsl TIOBHOIIIHHOI pOOOTH CTBOPEHHSI, peJaryBaHHS Ta MEperisiay
3D o00’exTiB 1 Mae HHM3KY cdep 3acCTOCYyBaHHS — Bi3yaibHl e(deKkTH, rpapiyHuil Ta
npomucioBuid nu3aiH, 3D npykoBani mogmem [12] [13] [14], kiHodinbMH, iHTEpaKTHUBHI
3D 3actocyHku Ta 0arato iHIHKX. A 3 TOYKH 30py BUMOTIMBOCTI Ta JOCTYIMHOCTI, MPOTYKT
€ JIOCSHKHUM 1 JITKUM JUIsl PO3YMIHHS CEpPBICOM 3aBISKH CBOIM BeO Ta MOOLIBHIN

apxiTeKTypam (i1 BeO-CUCTEMHU Ta HATUBHOTO AOJATKY BIJIMOBIIHO).

2.1 AHaJti3 iCHyl04YHX MPOrpaMHMX 3ac00iB

BHacniiok MONIyKy B)K€ ICHYIOUMX aHAJOTIYHUX MPOrPaMHHUX CHUCTEM Ta PIIICHb
OyJ10 MeTaabHO MPOaHaI30BaHO HACTYITHI peai30BaHl MPOrpaMHi MPOAYKTH:

— Microsoft 3D Viewer — Hoswuii TpuBUMIipHUii mieperiisiiay, o BIPOBAIKY€EThHCS
JUIs BCiX KopucTyBauiB onepariiHoi cuctemu (OC) Windows 3a 10MOMOror MarazuHy
Microsoft Ta 3aminsie panime crBopenuii momatok Mixed Reality Viewer. Cam goaatok
Oyno mepepobsieHO 3 HyJs, 13 iHTepdeiicoMm, skl Mae Habarato OUIbIlIe CEHCY IpHU
BUKOPHCTAaHHI MUII Ta KjiaBiaTypu. JlonaTok MiATpUMY€e BENIMKY KUIBKICTh HaWOUIbII
MOMIMPEHUX po3mupeHh 3D ¢aimiB 1 TakoX MIATPUMYE 3MIlIaHy pEATbHICTh 3a
JOTIOMOTOI0  KaMep TMPHUCTPOiB, IO JI03BOJISIE PO3MINIYBATH BIpTyaldbHI OO'€KTH B
pearbHOMY CBITI, SIK 1€ POOWB MOMEPENHIM MOAATOK 3MIMIAHOT PeabHOCTI. TaKoXK €
npsiMuii goctyn Ao nporpamu Paint 3D yepe3 psaok MeHI0, SKUi aBTOMAaTUYHO NIEPETITHE

3D monens y nogatok Paint 3D st penaryBanns. Hemomikom mporo mpoaykTy € cTpora
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HasexHicTh 1o OC WINndows sk IECKTOIMHOTO MPOTPaMHOTO 3a0e3IeUeHHs, 0 POOUTH
CUCTEMY HEMOKJIMBOIO JIsl BUKOpucTaHHs iHIMMU OC;

— Sketchfab Viewer — meperisgau Ha ocHoBi TexHoyorii WebGL ta WebVR
wiaropmu ais myOmikarii, oOMiHy, BIAKPUTTS, KymiBiai Ta nponaxy Bmicty 3D, VR Ta
AR Sketchfab. Bin no3Bonsie xopuctyBauam BigoOpaxkatu 3D mogem B IHTepHeri,
nepersiaTu ix 'y Oylb-ssIkoMy MOOUIBHOMY Opay3epi, HacTulbHOMY Opay3epi abo
rapuiTypi Virtual Reality. API nepernsnaua no3Bossie cTBoproBatu BeO-ao1aTku Haa 3D
neperasigauem Sketchfab, Hamae QyHKIIT 1715 3amycKy, 3yNUHKH TIiA1a4a, MepeMileHHs
KaMepH, 3HOMKH eKpaHa Tomo. CAMHUMH HEJOJIIKaMU JaHOTO Teperiifaadya € Horo TicHa
MPUB’A3aHICTH 10 00’ €MHOI IIAT(HOPMU Ta BEIHMKA KUIBKICTh IUIATHOTO (DYHKIIOHAITY;

— BabylonJS — onuH i3 HaWMOTYXXHIMIMX Ta MPOCTUX Y BUKOPUCTAHHI JIBUTYHIB
BEO-pEHJIEPIHTY, SIKMM OpIEHTYETbCS Ha TMOBHY BIJKPUTICTh Ta OE3KOIITOBHICTS.
Babylon.js 4.1 Bkiroyae 0e3niu onTUMi3alliid MPOJIYKTUBHOCTI, MPOJIOBKYIOUH JIHIMKY
BHUCOKOIIPOJIYKTUBHOTO JBUTYHA. PemakTop Mae BENUKY KITBKICTh IMiJ-CUCTEM, SIKI
aKTUBHO PO3BHUBAIOTHCS BHACIHIIOK BIIKPUTOTO KOy MPOEKTY. TakoK, 3HAYHUM ILTIOCOM €
3pYYHHM Ta 3pO3yMIIMH Yy BUKOpUCTaHHI 1HTepderc. Benukum MiHycoM s 1BOTO
MPOEKTY € MiATpuMKa juire oxHoro ¢gopmary 3D daitnie — GLTF (GL Transmission
Format), skuil BU3Hayae pO3IIUPIOBAHMNA, 3arajdbHUN QopMar nyOmiKamii A
IHCTPYMEHTIB Ta ciy:k0 3D BMiCTy, BIIOPSIIKOBYE aBTOPCHKI poOO0Ui MPOLIECH Ta J03BOJISE
oIrepaTUBHO BUKOPUCTOBYBATH BMICT Y BCil ramy3i [15] [16];

— 3D Viewer Online — Be6-niepernsaay 3D mozeneit, kUil MATPUMYE TOCUTh
BEIMKY KUIbKICTh momupeHux 3D TumiB (aiinie Ta mMae 3pyyHURl Ta IHTYITUBHHM
rpadiuHuii iHTepdeiic kopucTyBadya. BaxinMBUM HETOMIKOM JaHOI CUCTEMHU € BEJHUKi
OOMEXEHHsI y pO3Mipl 3aBaHTAKEHUX MOJeNel (HaBiTh y BUIAJKY MpuaOaHHS Oi3Hec-
miany npoaykry). Cmin 3azHauntu, 3D Viewer Online 3HauHo oOMexye QyHKIIIT
meperyisgada TpH  BUKOPUCTAaHHI OE3KOIITOBHOI Bepcii, TakWX SK: pealiCTUYHI
BiJI0OpakeHHs, 3a/1HIi (OH Ta OTOUCHHS MOJIEJ1, BUKOPUCTAHHS KOJHOPIB, HAAIITYBAHHS
MaKeTy TaHeJll IHCTPYMEHTIB Ta MOXKJIMBICTh 00epTaHHs 3aBaHTakeHoi 3D momeni. O1xe,

AK 1 B TMOMNEpPEAHbOMY TMPUKIAIl, BEJIUKHUM HEIOJIKOM MPHUBEACHOIO MPOrPaMHOr0
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KOMIUIEKY € NIiJIbHA IPHUB’SI3aHICTh A0 00’€MHOI IIaTpopMH Ta BEJIMKa KUIBKICTh
HEJOCTYMHOTO ab0 X MIATHOTO (QyHKIIIOHATY.

TakuM YWHOM, MOKHA JINTH BHUCHOBKY, IO Ha JaHUH MOMEHT IMpOaHai30BaHi
CUCTEMHU € JOCHTh CKJIAJIHUMH y BHUKOPHCTAaHHI, HE MalOTh BCEOIYHOI OCTYIMHOCTI, ab0
peani3yloTh MOCTaBICHY 3a/a4y He B MOBHOMY 00cs3i. Ille omHrM HET0IIKOM X CHCTEM
€ 1X TpOMI3JKICTh, BHACIIAOK SKOi I IOYaTKOBOI'O KOPHCTyBada Il peayi30BaHi
MPOIYKTH MOXKYTh 37aTHCS (PYHKI[IOHATBHO TepemoBHEHUMH. OTxe po3poOKa CHCTEMH,
gKa 3acHOBaHa Ha aJanNTUBHUX BEO-TEXHOJOTISX, € TMPIOPUTETHOIO 3a7a4er0 JUIs

BUPIIICHHS TPOOJIEMH TOCTYITHOCTI JU1sl HAHO1IBII IIMPOKOTO KPYTy KOPHUCTYBAUiB.
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3.3ACOBH PO3POBKHU AJIA PEAJIIBALIII HPOIT'PAMHOI'O
KOMIIVIEKCY

3.1 ApxiTekTypa NpOrpaMHoOro KOMILJIEKCY

JAMStack (JavaScript, API, Markup) — cydacHa apxiTekTypa BeO-pOo3pOOKH Ha
OCHOBI1 KIli€eHTCbKOTO JavaScript, 6araropasoBoro Bukopuctanas APl Ta momepeaHno
BCTaHOBJIEHOT po3MiTku [17]. CTBopeHa TakuM YHMHOM apXiTEKTypa pPO3MEXYE
(GyHKIIOHATBHY BIAMOBIIABHICTh HA TP OCHOBHI YHHHUKH:

— Moga JavaScript 06po6isie yci quHamiuH1 GyHKIIOHATBHOCTI,;

— AoctparoBani API (Application Program Interface) BHKOpHCTOBYIOTHCA IS
orepalliii 31 CEpBEpHOIO0 CTOPOHOIO, TAKUMHU K CTOPOHHI cepBicH abo creriaibHi QyHKIIIT;

— Po3smitka (Markup) BeO-caiitiB momaethes sk cratuuHi HTML (Hypertext
Markup Language) ¢aiinm, gxi Opy LbOMY MOKHA T€HEpyBaTH 3 BUXIJHUX (ailmiB
BUKOPUCTOBYIOYH CTATHYHI T€HEPATOPH CAMTIB.

3aBasiku metononorii JAMStack, cTBopeHi BeO-CMCTEMU OTPUMYIOTHCS HACTYIHI
nepeBaru:

— binpm mBUAKE BHKOHAHHS BHACTIIOK 3a37ajierigb pPO3MIYEHOI PO3MITKH Ta
akTuBiB, 10 niepenatotbes yepe3 CDN (Content Delivery Network);

— Tlokpamiena Ge3neka, Tak K OUIbIIE HE BUKOPUCTOBYETHCS MPSIMHUI 3B SI30K 0
cepBepiB uu 0a3 TaHUX;

— Menmi BuTpaTH Ha 30epiraHHs BeO-cUCTeMy. XOCTUHT CTaTUYHUUN (aiimiB
PO3MITKH Ha IaHUW MOMEHT € BKpai JenieBuM ab0 HaBITh OE3KOIITOBHUM;

— [IBuaka 1 OinblI IIecnpsiMoBaHa po3poOka. Po3poOnuku front-end maroTh
MOKJIUBICTh MOBHICTIO 30CE€PEKYBATHCS Ha CBOIM 3a/1aul, HE IPUB’ SI3YIOYUCH MPU ITOMY

JI0 MOHOJIITHOI apXiTEeKTYpH;
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— Kpamia wmacmTaboBaHicTh Yy pa3i  MOMIMPEHHS BEO-CUCTEMHM BHACIIIOK
komrerncaii CDN.

Caiiramu JAMstack Takox MOXHa KepyBaTd 3a JOMOMOIOK CUCTEMHU YIPaBIiHHSA
BMICTOM, sK TpaBwio, BoHH Bigomi sk CMS (Content Management System) 06e3
rojoBHoro ympasminHd. [licia BHeceHHs 3MiH y CMS Oyze 3amylieHo HOBE CKIIaJaHHS
BAIIIOr0 BeO-caiiTy Ta HOTro pO3ropTaHHS SIK CTATUYHHMX aKTHUBIB (static assets) [17].

AbGcTpakTHuii pobounii mporec JAMStack 3006paxenuii Ha pucyHky 3.1.

=S

[ Automated build ]

Static assets,

atomic deplay,
pre-render

[ Update CDN ]

Pucynok 3.1 — Ao6ctpaktauii nponec JAMStack
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3.2 IloTouHmii cTaH BeO-po3poOKH

Moga po3mitku rineprekcty (HTML — Hypertext Markup Language) mae BaxxiauBe
3HAUEHHS JUIsl KOXKHOTO BeO-calTy, sikuil Bu peanizyere. 3a monomororo HTML Bu
BHU3HAUAETE Ta CTPYKTYpYyET€ BMICT BeO-CaliTy 3a JIOMOMOTOI0 MPOCTOTO CHHTAKCHCY
po3Mmitku. Kackamni Tabmuiti ctuiniB (CSS) — 11e mpocTrii cnoci® 1ogaBaHHS CTUJIIB HA
BeO-caiiTu (Hampukia, 1o1aBaHHs MpUQTIB, KOJIbOPiB, MakeTa Toulo). [1ix yac po3podku
Oyna Bukopuctana ppont-ena meroaosorisa po3pooku BEM (Block Element Modifier).

Moga mporpamyBaHHsi JavaScript € HaWBaKJIUBIIIUM CKJIQJIOBUM €JIEMEHTOM LIS
J0JIaBaHHS AUHAMIYHKUX (YHKIIM Ha Ball BeO-cailT, 11e peasizallii OCHOBHOI crienudikaiii
ECMAScript. BuBuenns JavaScript 3 HyJsl € BaXJIMBOIO BIXOK JUIsl MOYATKy Balloi
Kap’epu B raiy3i BeO-po3pobok. s Garateox ¢perimBopkiB Ha front-end (Angular,
React, Vue.js) Ta Ha croponi back-end (Node.js) 3nannst JavaScript € 00OB'SI3KOBOIO
YMOBOIO.

I3 mommpennsm ¢perimBopky Angular, TypeScript TakoX 3HAWIIOB HIUPOKE
Bu3HaHHA. TypeScript € nomoBHeHHsM 10 JavaScript sike MOXIJIMBO BUKOPHUCTOBYBAaTH
BoAHOYAC 13 cepBepHOr Twiargopmoro Node.js (po3risgacThecsi aaii), TOMY 3aBXKIU
BUKOPHUCTOBYETHCS pa3oM 13 JavaScript, 100 yBIMKHYTH JTOAATKOBI (PYHKIIi, MPUKIaJaMu
SKUX €:

— CTaTUYHA THUITI3aLIis;

— MIATPUMKA TTOBHOIIIHHOI KJIaCOBOT MOJIEIII;

— MIJKJIIOYEHHS MOTYJIiB;

dpeitmBopkr — siK I po3poOku front-end, Tak 1 mis back-end — crpoInyroTh
pO3pOOKYy Ta HANAIOTh MOKJIMBICTH HIBUIIIE PO3BMBATU 3arajibHy (PYHKI1OHATBHICTS.
Opnak mepen TUM, SK TIOYaTH BUKOPUCTOBYBATH (PEHMBOPK, BU 3aBXKAW TOBUHHI
HaMaraTtucsl TuoIIe 3po3yMiTH 0a30BUI cTeK TexHoJorid (Hampukian, JavaScript). Lle

JIOTIOMOKE BaM 3aCBOITH PaMKH Ta 3p03YMITH KOHIICTIIIIFO.
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Haii6inpim momupeHi Ha ChOTOJAHIMIHIA 1eHb front-end dpeliMBopkun y BeO-
PO3poO0Ili € HACTYITHAMH:

— VUe.Js — HaJ3BUYalHO MPOCTHUH Y BHUBYCHHI, 1J€aJbHUI BHOIP IS IPOCKTIB
MEHIINX-cepeHiX MaciTadiB. KpruBa HaB4aHHS 1[b0T0 (HPEHMBOPKY HAI3BHUANHO KPYTa,
TOMY MOJKHA IIBHJKO MOOAYUTH YYAOBI PE3yJbTaTH 3a KOPOTKWU YacC MICIs BUBYCHHS
ocHOB (periMBOpKy. Llelt dpeiimBopk OyB oOpaHuil 11 po3poOKH JaHOT BEO-CHUCTEMH,
BUKOPHUCTOBYIOUH TaK0X CXEMy VIPaBIiHHSA JaHUMHU 1 cepBicaMd Vuex, IO 3HAYHO
CIIPOIIYIOTh PO3POOKY MPOEKTIB 13 TJIOOATBHUM CXOBHIIEM JaHUX 1 POOJISTH KOJA OiIbII
nependadyBaHUM Ta MPOCTIIINM JIJIS TOAATBIIIOTO HAJIaroKEHHS;

— React — oaun 3 nHaitnonynspHimux front-end ¢peliMBopkiB choroneHHs. React
MOBHICTIO 0a3yeThCs HAa KOMIIOHEHTaX, MPU YOMY MOXXKHA CTBOPUTH I1HKANCyJIbOBaHI
KOMITOHEHTH, SIKi KEPYIOTh BJIACHMM CTaHOM, a MOTIM CKJIACTH iX ISl CTBOPEHHS CKJIATHUX
iHTepdeiiciB. OCKIIbKY JIOTIKa KOMIIOHEHTIB Hamucana B JavaScript 3aMicTh 111a0JI0HIB, BU
MOJKET€ JIETKO MepeaBaTy Oarari JaHl 4yepes I0AaToK 1 He miaTpumyBaTu ctad DOM;

— Angular € 0CHOBOO T TOOY0BH KITIEHTChKUX noaatkiB y HTML ta JavaScript
a0o TypeScript. Lleit dpeliMBopk ToeaHye B co01 ACKIapaTHBHI Ia0JIOHU, BBEICHHS
3aJIeKHOCTEH, iHCTpyMeHTH end-t0-end TecTyBaHHS Ta 3a34ajieri/ib IHTErPOBaH1 HalKpalill
NPAaKTUKH JUIS BUPIMIEHHS mpoOsiieM po3BUTKY. Angular € HaiikpamumMm front-end
bpeiiMBOpPKOM i1l HAINMCAaHHA KOMIUIEKCHMX Ta BaXXKMX BEO-CHCTEMHU, TOMY HOTO
BUKOPHUCTAHHS JJIs JITKOBICHUX, CHEIialli30BaHUX 33a/1a4 HE € ONTUMalIbHUM. [0 Toro K,
KpYBa HaBYaHHS I OTO (PpEeHMBOPKY € OUIBII MOXWIOW 1 MOTO OCBOEHHS MOTpEOye
3HayHe OipIIe yacy Hixk 11 React abo Vue.

Icnye Ttakoxx Oarato BapiaHTiB back-end @peliMBOpKiB, fKI 3amycKarOTbCs Ha
ceprepi 1 fuHamiuHo hopmyroThest HTML, JSON (JavaScript Object Notation), Tormio s
BeO-caiity, 3anexHo Bim URL-ampecu, sky BiaBigye KopucTyBad. OpHuMm 13
HaWMOMMpEHIMUX pimeHb B I cdepi € Node.js. lle nporpamamii OPOAYKT €
HAJ[3BUYANHO TOTYXKHUM, OCOOJIMBO SIKIIIO BIH BUKOPHUCTOBYETHCS Pa30M 13 MPOMIKHUM

nporpaMuum 3a0e3nedeHHsaM (middleware) Express.js.
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3.3 3acoou 3D moaeaoBanHsi, Three.js

Three.js — nerkosicHa 0i0OmoTeka MoBH JavaScript, 10 BUKOPHCTOBYETHCS IS
CTBOPEHHS Ta B1IOOpakeHHs aHIMOBaHOi KoMIT t0TepHOi 3D rpadiku npu po3poodiii Bed-
nonatkiB. Three.js CKpUIITH MOXXYTh BUKOPUCTOBYBATHUCS CNUIBLHO 3 enementoM HTMLS
CANVAS, SVG abo WebGL (Web Graphics Library). Three.js ma€e MOXJIMBICTb
ctBopeHHs 3D rpadiku 13 BUKOpPUCTAHHSIM IIPUCKOpPEHHs TpadiuHoi BigeokapTu 03
M1IKJTIOYEHHS TPOIpIETapHUX IJIATIHIB AJis Opay3epa kiieHTa. BapTo 3a3HauuTH, 110 gaHa
0105110TEKa Ma€e MIATPUMKY YCiX BeO-Opay3epiB siIKl BUKOPUCTOBYIOTHCS HAa ChOT'OJIHIIIHIN
JICHb.

Three.js wacto mayratotb 3 WebGL, ockiabku yacrimie 3a Bce, ajie HE 3aBXKIIH,
Three.js BuxkopucroBye WebGL nmna mamoBanns 3D. WebGL — 1e cucrema nyxe
HU3BKOTO PIBHS, SIKa MAJIIOE€ JIMILE TOYKH, JIHIT Ta TpukyTHuku [18]. Jlust Toro, mo0
JOCSTTA BENMKUX pe3ysbTariB 3 WebGL, sik mpaBuiio, moTpiOHO JOCUTH 0Oarato Komy.
Came nnsa uporo icuye Three.js, mo o0poOsisie Taki pedi, SSIK OTOYEHHsI (CLIEHH), CBITIIO,
TiHl, Marepianu, TekcTypu, 3D MaremaTuky, TOOTO BCi peul, sIKi paHIIIe JOBOIUIOCS
MUCaTH CaMOCTIHO Tpu 6ecnocepeaaboMy Bukopuctanui WebGL.

OcHOBHUMHU MOKJIUBOCTAMH 010710Teku Three.js €:

— JlonaBanHs abo BujaneHHs OO'€KTIB B  PEXKHUMI  PEAIbHOTO  Yacy
BUKOPUCTOBYIOYH CIICHU Ta OTOUCHHS,

— Tpu BuaM kKamep s Mepersimy CleH — opTorpadidHa, TMEPCIeKTHBHA Ta
CTepeo-KaMmepa;

— Benuki MOXIUBOCTI y cepi aHiMaIii, 3UNTyBaHHS KapKaciB MOJIEN, IIBUAKA Ta
3BOPOTHS KIHEMAaTHKa,

— JleranizoBaHe ynpaBJiHHSA JDKEPEIaMH CBITJIA, BEIMKA KUTBKICTh BUJIIB CBIT/IA —
HABKOJIMIITHE, CHPSIMOBaHE, MiBKYJbHE, TOYKOBE, MPOKEKTOPHE Ta CBITJIIO MPSIMOKYTHOT
o0acTi;

— Benmuuesna kinbkicth 3D 06’ ekTiB, moBHOLIHHA 3D reomeTpis,
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— 3aBanTaxyBaui nanux (loaders), mo MATPUMYIOTH BEJMKY KIIBKICTh PI3HUX
posmupers 3D QaiiniB, MOXKIMBICTh 3aBaHTAXKEHHSI 00’ €KTY SIK y ABIHKOBOMY (opMmaTi
a00 300paxenns [19][20], Tak i1 y Burisiai JSON-iHpopmarii;

— JleranpHa gokymenTariss APl 6i0miorekn, mnyOmiuHui QopyMm, BeIHKE
CHIBTOBapHCTBO Ta BEJIMUYE3HE CXOBHIIE MPUKIAAIB POOOTH 13 KOKHUM KOMIIOHEHTOM
010110 TEKU.

Crpykrypa nonatky Three.js 300paskeHa Ha pucyHky 3.2 [21].

< Renderer >

| Scene | | camera |

|
' ! ' ! :

[ Mesh J [Object3D] [ Mesh J [ Group ] [ Light J

. —— | |

! !
. Mesh Mesh Object3D
A [ mesh ]| ]

¥

Tf\\l+l 1=

Texture

il
- .
Geometry W

Pucynox 3.2 — Crpykrypa nonatky Three.js
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3.4 3aco0u MmoOLIBHOI po3poOku, Flutter

Ha nmanuit MOMEHT iCHY€e JBa MOMYJISIPHI METOAM MOOLTEHOT PO3pOOKHN — HATHBHA
Ta KpociuiatrpopMHa, K1 11eaibHO MiaxoasaTh st Android Ta 10S.

HatuBHa po3pobka — 1me po3poOka JAOJATKIB, SKi MAalOTh KOJAOBY 0a3y, CTBOPEHY
U1 poObOTH Ha MeBHiH onepariifHii cuctemi — 10S a6o Android (ab6o Oynb-skiil 1HIIIH).
Hampuknan, Instagram, He nuBisiuMch Ha TE, M0 HA 000X ONEpaliiiHUX cuUcTemax (mani
OC) Burnsmae AOCUTH CXOXKe, MPEACTABICHUI IBOMA BIACHUMH IPOTpaMaMu 3 OKPEMHUMH
KozoBUMU 6a3amu. [Iporpamu HamucaHi okpemo, o0 HAIUIUTH KopucTyBadiB 060x OC.

[lepeBaru HaTUBHOI PO3POOKHU:

— HaTtuBHi mporpamMu € HaWIIBUIIIMMHU Q)K€ HANHUCaHI Ha «PIAHINY I
MoOuTEHOT OC MOBI;

— MakcuMalibHi epeBaru A0 IHIIOTO HATUBHOTO (DYHKIIIOHATY Ta MPOCTHUM TOCTYII
10 push-crioBiiieHs;

— MOXIHMBICTh TOCTYIY JI0 BIIACHUX (PYHKIIIH TenedoHy

3 HATUBHUM METOJOM PO3POOHUKH MOXKYThb MaTH JOCTYI N0 Habopy (QyHKIIHA
MobinbHOTO Tenedony, Hampukiaa, GPS, kamepu, nunamika Ttomio. Kpim 1poro, €
MOXJIUBICTh JIETKO BUKOPUCTOBYBAaTH push-CHOBIIIEHHS, $AKI HAJalOTh BJIACHUKAM
JOJIaTKIB MOXJIMBICTh 3pOOUTH CBOiX KOPUCTYBadiB OLIbII MpoayKTUBHUMU. Kpim TOTO,
HATUBHI MIPOTPaMU € BUCOKOTIPOIYKTUBHUMHU Ta IBUTKUMH.

HesBaxkaroum Ha BCI mepeBaru, ki BU OTPUMYETE BiJl BJIACHUX JTOAATKIB, IEH TUI
PO3p000OK Mae psi HEMOJIKIB:

— Hanamipai BuTpatu Ha O10/1KET pO3pOOKH;

— PecypcoemHa po3poOka;

— TloBinpbHA MOCTaBKa Ta 3aITyCK MPOTPAMHUX JO/IATKIB;

— CKJIagHICTh Y MIATPUMIII.

HatusHi nporpamu 10S He MokHa 3amyckatd Ha Android Ta HaBmaku. Ock YoMy,

00 MakCUMalbHO BUKOPHUCTATH CBIM MPOAYKT, HOTPIOHO MaTH JIB1 OKpeMi KOJOBI Oa3u.
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Ile o3Hauae, 110 BUTPAYAETHCS BEIMKUN OIOJKET BHACHIJOK HAWHATTA JBOX KOMAaH].
Po3pobka Ta gocTtaBka TakMX MOMATKIB 3aiiMae Oarato 4vacy, a ix MiATPUMKa 3aBJaaec
BEJIUKY KUIBKICTh KIJIOMOTY, OCKUIBKM BaM JIOBEJETHCA BUMIPABISITH MNPOOJIEMH JBOX
HATUBHUX MPOTPaM, a HE OJIHIET.

Kpocmmarpopmua moOinbHa po3poOka — 1€ METOA PO3POOKH JOMATKIB, SKUH
J03BOJISIE TIPOTPAMHOMY MPOJYKTY MpaIloBaTH Ha JACKIJIbKOX MOOUIBHUX ONepaliiHuX
cucteMax 1 OyTH HamMCaHUM OJHIEID MOBOIO TPOTrpaMyBaHHsS oaHOYacHO. Komm kon
IporpaMu TOTOBHM, BiH MPOXOJUTH 4Yepe3 MPOMIKHE MpOrpaMHe 3a0e3MedyeHHS, sKe
nepeBoaAuTh oro B HaTuBHY API 11 10S a6o Android.

[lepeBaru Takoro MeToay:

— [IBuaKui pO3BUTOK 32 KOPOTKUIM MPOMIKOK Hacy;

— ExoHOMIYHA €(DEKTUBHICTD;

— Kop 6araTopa3oBoro BUKOPUCTAHHS;

— IneanpHa OG13HEC-MOXUIMBICTh 3aJlyYC€HHSI BEJMKOI YaCTKH PUHKY MOOUTBHUX
JIOJATKIB.

[le#i Tum MOOULTHHOI PO3POOKH [Ja€ IIAHC OXOMUTH HAWOUIBIY YAaCTKy PHUHKY
MOOUIBHMX MPUCTPOIB 32 JOMOMOIOI MpOrpamu, W0 MIAXOAUTH Uil BCIX OCHOBHHX
onepauiiHux cucteMm. lle o3Hauvae 3a0lAPKEHHS TPOUICH, OCKIIBKH JMJIA 3aIlyCKy
nporpamu Ha Kinbkox OC mnotpibHa nume oana ©6aza koxy. BukopucTtoByrouu
KpocmiaTpOpMEHUd METO/1, PO3POOHUKHA OTPUMYIOTHh MIPUOYTKOBY MOKJIUBICTH CTBOPUTHU
nonatok, skuit oyne mpuBabmmBuM s Android, 10S Tta inmux kopuctyBadiB OC, He
BUTpPAYalOYH BEJIIUKY KUTbKICTh KOLITIB.

AJte 1 1e¥l MeTo/1 Ma€ HU3KY HEJIOJIKIB Ha SIK1 BApTO 3BEPHYTH yBary:

— OOMeKeHHI TOCTYT 10 HATUBHUX (PYHKITIH MOOUTBHUX TIPUCTPOIB;

— IIpobsiemu i3 10CB1IOM pOOOTHU KOPUCTYBAUIB;

Kpocmmarpopmua po3poOka Hamae oOMEXKEHYy MOXKIUBICTb Ha00py GyHKIIIHA
TenedoHy, OCKUIBKMA BCl MPUCTPOI MAIOTh PI3HY (PYHKIIOHAIBHICTh. SIK pe3ynabTaT, BU
MOKETE BHUPIIIUTH JEAKl MPOOJEMHU IIOA0 KOPUCTYBALIBKOTO JOCBIAY, OCKIJIBKH BCi

NpPUCTPOi MAlOTh BIACHY (YHKIIOHAJIBHICTH Ta Iuiar@opmu. TakuM 4YUMHOM, L€ POOHUTH
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MOOUTPHUN JOAATOK MDK IUIaTGopMaMu MEHII KOHKYPEHTOCIPOMOXKHHMM IOPIBHSHO 3
PIAHMMHU TIPOTPaMaMHu.

Flutter — nie dpeiiMOBpK 3 BIAKPUTHM KOJOM JUIsI CTBOPEHHS BHCOKOSKICHHX
MOOUTHHHMX JOJIaTKIB BUCOKOI MPOAYKTUBHOCTI B MOOUTBHUX OIEpAIliiHAX CHCTEeMaX —
Android ta 10S. BiH mnpomoHye npocTuid, MOTYXHUM, €(EKTUBHMA Ta MPOCTHH Yy
posyminHi SDK 1 HanucaHHs MOOLTBHOTO JI0AATKY pigHOI0 MoBOto Google, Dart [22].

Bunymenuii kopmopariietro Google y 2017 pomi, Flutter crBoproe BOymoBasi
IPOrpaMH, SIKi MOXKYTb IMIITPUMYBATHUCS PI3HUMHU OTEpaIliiHUMU CHCTEMaMH, @ OCHOBHOIO
MOBOIO IporpamyBaHHs € Dart, mo 3a0e3nedye miABUIIEHHS TPOAYKTUBHOCTI 10 15%. 3
oHoBJIeHHAM Yy 2019 poui Google nonaB KopucHY (QYHKI[1I0 — OTpUMaHHS MIATPUMKH IT1]T
yac iHTerparii Flutter y icHyroumit nomarok s 10S a6o Android, mpencraBiieHHi y
marasuHi. Cepen npuxwibHuKIB Flutter MokHa 3HaiiTH Taki kommadii, ssk Abbey Road

Studios, Alibaba, BMW, Groupon, Google, Tencent Ta 6arato iHIIuX.

3.5 O0rpyHTyBaHHS BUOOpPY MPOrpaMHOi peastizamii

[Ticns perempHOTO aHami3y mpeaMeTHOi obnacTi Ta mocmimkeHHs chep 3D
MOJIETIIOBaHHS 1 pO3pOOKH BE0-3aCTOCYHKIB OyJIO BUPIIIEHO PO3POOIIOBATH MPOTPAMHUMN
KOMILUIEKC BUKOpHUCTOBYtouM front-end dpeiimBopk Vue.js Ta 610/110TeKy 711 B3a€MOIT 13
3D orouenns Threejs moBu JavaScript. [Ipm 1BOMy, BenHMKOi yBarm HAJAETHCS
merononorii JAMStack Ta 1i OCHOBOMOJIOXXKHMM MNpUHIMIAM JJIs PO3pOOKH Ta
pPO3ropTaHHs IPOrPAMHUX MPOAYKTIB (BEO-CUCTEM).

OpeiiMBopk Vue.js € 00’ €KTUBHO HaWKpamuM 13 “Tphox TirantiB front-end” (React,
Angular, Vue) nns CTBOpEHHsI JIETKOBICHUX Ta MIBUAKUX BEO-3aCTOCYHKIB B CHIIy CBOEI
apXiTeKTypH, TPHUCTOCOBAHOCTI A0 Metomosorii JAMStack, nerkocti y BuUBYEHHI Ta
MpocTiii B3aemoli 13 iHImMUMHU Oi0iioTekamu Ta (pelimBopkamMu MoBHu JavaScript. Vue
BUKOPHUCTOBYE KJIACUYHI BEO-TEXHOJIOTII Ta CTBOPIOE CBOI HaAOYJOBH HaJ HUMH, IO

MPU3BOIUTH J0 MOKPAIICHHS IMIBUAKOCTI BAKOHAHHS CTBOPEHUX BE0-3aCTOCYHKIB.
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Ha BigmiHy Bij IHIIMX MOHOMITHUX (PpeMBOpPKIB, Vue.js po3po0aeHn TPaKTUIHO
3 HyJs, 000 MaTh MOKJIHMBICTh IHKPEMEHTHO aJanTyBaTHCS 1O 3MiH BeO-pO3pOOKH.
OcHoBHa 0107i0TE€Ka € JMIIE IIApOM TMEperyisay, a He IUIKOBUTUM (ppedMBOpPKOM-
€KOCHCTEMOIO JII PO3pOOKH, TOMY 3 HEI0 JIETKO PO3MOYaTH IHTETPYBAaHHA 3 1HIIMMH
610mioTekamMu a00 ICHYIOUMMH MPOEKTaMU. 3 1HIIOTO OOKY, Vue TakoX 4yAOBO 3JaTHHI
YKUBUTH CKJIAJHI JOJATKH Il OJTHIET CTOPIHKH, KOJIU iX BUKOPUCTOBYIOTh Y MOEIHAHHI 13
Cy4acHUMH 01011I0TEKaMH Ta IHIIUMHU MIATPUMYIOUYUMHU THCTPYMEHTAMH.

[IpoananizyBaBmu chepy 3D rpadiku y BeO-Opay3epax MOXHaA 3 BIEBHEHICTIO
CKa3aTH 1110 HEMAE KPaIloro IHCTPYMEHTY JIsl po3poOku Hixk O10mioreka Three.js, mo mae
cBiii moyatok 1e y 2010 poui. Teopernyno, mijikom MOxIUBO nucatu Ha WebGL 3 Hy:ns,
ajie MpuU [IbOMY MaTH BEJHMKI JOCATHEHHS BKpaill ckjagHo. IcHye BenHka KUIbKICTH
¢yHkuioHaNy KoxkHOro aomatky WebGL, sky MoximBo abcTparyBaTt AJid HamvCaHHS
Kpamux, OUTbII PO3MIMPEHUX Ta I€TaI30BaHUX 3aCTOCYHKIB [8].

[lepcnextuBu, sxi Three.js mpomoHye 31 CBOro MakeTy 0e3 Oynb-sIKUX HaBUYOK
poGotu B 3D, Ayke BaXIUBI, KOJM MU XOUYE€MO CTBOPUTH KUJIbKa OaraTOBUMIPHUX
POEKTIB 3a KopoTkuil yac. J[o Toro , Three.js mpomnonye mepcnekTuBy KOMITJIEKCHUX
aHiMaIi s BeO-107aTKIB, Ma€ TEOPIIO CIIEHU Ta OTOYEHHS JJi BU3HAUYEHHS 00JacTeH,
ne MokHa po3MictTuTH Taki 3D 00’ekTH, SK TeOMeTpis, CBITIIO, KaMepu TOIIO.
Bino6paxxenns ta animariito guibtpiB Three.js MoxHa 3acTocoByBaTH B KapTorpadyBaHHi,
JUCTAaHIIMHOMY HaBUYaHHI, BIPTyaJIbHUX TypaxX, HEPYXOMOCTI, My3esX Ta 0araTbOX 1HIIMX
o0JacTsX.

JAMStack me HOBWIi cmoci0 CTBOpEHHsI BeO-CAaMTIB 1 JOJATKIB, 10 3abe3mnedye
Kpauly MpOJYyKTUBHICTh, OUIbLI BUCOKY O€3MeKy, HM)KUy BapTICTh MacluTaOyBaHHS Ta
Kpamui JocBiaA g po3poOHMKIB. OO0’€KTHUBHO HANOUIBIN Ba)KJIMBHM AacCIEKTOM IIi€l
METOJI0JIOT'11 € BIJICYTHICTH IIUJIBHOTO 3B’35KYy M1k KJIIEHTOM Ta BEO-CEpBEPOM.

BuxopucroBytoun JAMStack imkeHepu mporpamMHOTO 3a0e3nedYeHHs MaroTh
MOXJIUBICTh TE€HEpPYBaTH BEO-CTOPIHKM TiJ] 4Yac iX PO3rOpPTaHHS, MPU I[LOMY MaIOUH
HalKpaly MBHAKICTE — MiHiMI3amis Yacy Ha nepiiuid O0ait (TTFB — time to first byte)

3aBaHTAXCHHSI CTOPIHKM € HEMEepPEBEPIICHOI BUKOPHCTOBYIOUM BOYAOBaHI (aitnm, 1o
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Hagxoaath 3 CDN. Jlo Toro >k, CDN imeanbHO MIAXOASTh JJi MaciiTaOyBaHHS Ta
BUPIIICHHS MUTaHHS mofadi (HaiiaiB y OUIbIIN KITBKOCTI MiCIlb BUKOPUCTAHHS.

Skiio cepBepHi npoliecu adCcTparyrThes B MikpocepBicHI API, To momi moBepxHi
JUTSL 30BHINIHIX aTaK TaKMM YMHOM 3MEHINYIOThCA. BibHE 3'€HAHHS Ta PO3AUICHHS
€JIEMEHTIB YMIPAaBIiHHSA TaKOX JO3BOJIAIOTH OLIBII IIJIECIPSIMOBAHO PO3POOIATH Ta
HAJIaro/)KyBaTd NPOEKTH, a PO3IIUPEHHS BUOOpPY IMapaMeTpiB CHUCTEM YIPaBIiHHS
KOHTEHTOM JJIsi TeHEepaTopiB CalTIB 3HIMae HEOOXIIHICTh MIATPUMYBATH OKPEMHI CTEK
JUTSI KOHTEHTY Ta MapKETUHTY.

Flutter OyB oOpanuii ajisi HamucaHHS MOOUIBHOI YaCTUHM JOJATKY JUILJIOMHOT
poboTu s Kiacu(ikyBaHHs HAWOIBIT TOMUPEHUX HA TaHUW MOMEHT TumiB 3D daiimis.
3aBAsSKA CBOIM BHUCOKIM MPOMYKTUBHOCTI, JOJIATOK HAMWCaHUW Ha I[boMYy (perMBOPII
3MaTHUA MIATPUMYBATH BAXXKKUW I OLIBIIOCTI MOOUIBHMX MPHUCTPOIB (PYHKITIOHAI
3aBaHTaxkeHHs1 3D mopeneit. Jlerkicts y po3po6ii ta miarpumka Oinsinocti API ta 3aco6iB
MPOEKTYBaHHS 0a3 JaHWX JO3BOJIMJIM CTBOPUTH SIKICHMM Ta JETKH KpocruiarGopMHUN
MOOUIBHHI 3aCTOCYHOK 0€3 MOMEepeHbOr0 JOCBIY y PO3pOOII MOOIIBHUX MPOrpPAMHHUX

IPOJTYKTIB.
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4. OIIUC MPOTPAMHOI PEAJII3AIIII

[TporpaMuuii KoMIUIeKC AJisi IHTEPAaKTUBHOT poOoTH 3 3D 00’€KTaMu CKIaJa€eThCS 3
JBOX IMPOTPAMHUX KOMIIOHEHTIB — OCHOBHOI BEO-CUCTEMHM Ta JOAATKOBOIO MOOLIBHOTO
3aCTOCYHKY — KOXEH 13 SIKMX MOXHa JEKOMII03YBaTH Ha MEBH1 (PYHKIIIOHATIBHI OJIOKH.
["os10BHMM OJIOKOM BBaXKa€THCS CEPEIIOBUILIE /I B3AEMO/IIT 3 3aBAHTAXKEHUM 00’ €EKTOM, JI€
po3rarioBaHuil rpadiuHmii iHTEpPEiic KOpUCTYBada IJisi KOHTPOJIO aHIMAIliil, OCBITJICHHS,
YVIOPABIIHHS PO3TAIlyBaHHSIM MOJENl TOIIO. TakoXk, OJHUM 13 OCHOBHUX € (DYHKLI1OHAJ

3aBaHTaXKEHHS MOJIETI, CIIEHapii Ta CTPYKTypa SKOro ONucaHa Jaii y 3BiTi.

4.1 Bumoru 10 nporpaMHoro 3ade3ne4eHHs

BianoBigHo 10 noaaHoi nokyMmeHTanii SRS, 0CHOBHUMY BUMOTaMU € HACTYITHI:

— IuTepdeiicn kopuctyBaya (User Interfaces) — cucremMa mHoBHHHA JO3BOJISATH
MOBHY HaBITalito 1 BUOIp IHTEPAKTUBHUX Jii 13 BUKOPUCTAHHSIM TUIbKU MUII1, KOMOIHAIINA
MU Ta KJIaBlaTypu, a TaKOXX CEHCOPHMUX JKECTIB (I MOOUIBHOTO JO0JaTKy abo
MOO1JIbHOT Bepcii BeO-caiTy);

— Iporpamui iHTepdeiicu (Software Interfaces) — cucrema moBHHHA HalaBaTH
JeTanbHy 1H(GOPMAIIIO MO0 3aBAHTAXKEHOTO 00 €KTY, XapaKTePUCTUKY HOro aTpuOyTiB
Ta PO3UINPEHB;

— Komynikamiiiai  iHTepdeiicu (Communication Interfaces) — cucrtema
BiloOpaXka€ TMOCTIMHUNA TIPOIEC 3aBAHTAKCHHS MOJENI JUIs HaJaHHS BIAMOBITHOI
1H(pOopMaIii KOpUCTyBauy

— Bumoru npoaykruBHocTi (Performance Requirements) :

e BuxkopucroBytoun monemHe 3’eqHaHHs 31 mBuakicTio 40 K6iT / ¢, yci BeO-

CTOPIHKH, SIKI TEHEPYIOThCSI CUCTEMOIO, TIOBUHHI OyTH MOBHICTIO 3aBaHTAXKEHI1
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He OinpIne HDK 3a 5 cekyHna, a 3D mojen 3aBaHTaXEHI KOPUCTyBaueM

MOBUHHI OyTH TOTOBUMHU JI0 BUKOPUCTAHHS He OljbIle HiXk 3a 15 cexyH;

e Biamosiai Ha 3aMUTH MOBHHHI 3aBaHTa)XyBaTHUCS Ha €KpaH HE OLIbIIE HIXK

yepe3 S CeKyH/I MICHs TOro, SK KOpUCTyBay BiJIIIPABUTh 3aIHT.

4.2 Onuc GpyHKIIOHAJBHOCTI CHUCTEMH

Beb-cucrema mis iHTepakTuBHOI poOoTH 3 3D 00’€kTamMu  MICTUTH OJHOTO

T'OJIOBHOT'O B3a€MOI[iIOLIOFO dKTOpa — KOpHCTYyBada CHCTCMOIO. I[CTaJ'IBHa z[iarpaMa

npereaeHTiB (abo giarpama BapiantiB Bukopuctanus UseCase) MoBu npoekTyBanHss UML

JUIS OMMCAHHS MOJIeNl (PYHKIIIOHAJIBHUX BIAHOIICHh MIXK aKTOPOM Ta MpeleiecHTaMHU B

CUCTEMI MIPEe/ICTaBIICHa HA PUCYHKY 4.1.
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Pucynok 4.1 — Jliarpama npereneHTiB Be0-CHCTEMU
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4.3 IIpoekTyBaHHA IU3AHHY CUCTEMHU, OPEeHIUHT

bpennuHr — 11e mporiec HaJaHHS 3HAYEHHIO KOHKPETHOI opradizaiii, KoMmaHii,
MPOJYKTIB YM IMOCTYT, CTBOPIOIOYM Ta (GOpMYyHOUYH OpeHZ y CBiIOMOCTI crioxuBadiB. Lle
CTpateris, po3pobiieHa opraHizaiicro, o0 JOMOMOTTH JIFOASM IMBHIKO BU3HAYUATH 1
BIIUyTH CBid OpEHI, a TaKOX JaTH iM MOMJIMBICTH OOHMpAaTH CBOIO MPOMYKINIO HaJ
KOHKYpPEHTaMH, YTOUHIOIOUN KOHKPETHUI OpEH/I, 1110 PO3IJIAIY€ETHCS.

KpiMm Toro, mo Taki cTpaTerii JONOMAararTh CIOXUBadaM pO3PI3HIATH MOAI0HI
TOBapH, YCHIIIHI cTpaTerii OpeHAMHTY TaKOXX JO0Jal0Th pemyTtarlii komnanii. [leit akTus
MOKE BIUIMBATH Ha KOJIO JIIOJ€HW — BIJ CHOXKMBA4dIB JO CIYXOOBIIB, 1HBECTOPIB,
aKI10HEP1B, MOCTAYAJIbHUKIB Ta JUCTPUO FOTOPIB.

EnemMentamu OpeHIMHTY, sIKI TOTPIOHO CTBOPUTH Ui MOKPALIEHHS CIPUHHATTS
KJIIEHTaMU O13HECY €:

— Micis Ta IiIHHOCTI OpeHy, K1 € OCHOBOIO OpEeH/IY;

— BkasiBku mopao Openay (brand guidelines). Ctpareris OpeHy OXOIUTIOE BCe, 0
3HAXOAUThCS MDK OadeHHSAM Ta Miciero opraHizamii. Taki BKa3iBKM MICTATBCS Y
MaTepialbHOMY JOKYMEHTI, IO BijoOpakae MeBHI O13HEC-II, BIAPI3HIE MPOIAYKT BiJ
KOHKYPEHTIB, PE30HY€ 3 KJIIEHTAaMHM Ta HaJa€ y3araJlbHEHUW MIaOJoH Il NPUUHSITTS
pimieHs. B ganiit po6oTi, OpeHAOBMMHU BKa3iBKaMU OyJI0 BUPIIIEHO B3ATH aJalNTHUBHY
cucteMy MOBHU nu3aiiHy Material Binm Google, mo gomomarae po3poOHUKaM CTBOPIOBATH
BHUCOKOSIKICHI IU(POBI IPOTYKTH.

— Jlorotun — 1e o6nuy4st npoayKTy abo KOMIMaHii, € OAHUM 13 HallBaXKJIMBILIUX
aTpubyTiB 6penay. Ilig yac mpoekTyBaHHs NaHOi cucTeMu OyJIO pO3IIIAHYTO OaraTo ijei
Ta HampasieHb. [licis nepuioro eramy NpoeKTyBaHHS Ta CTBOPEHHS MAaKETIB, OyJ10 00paHo
HaIpaBJICHHS, SIKE aCOILIIOEThCS Y OUTBIIOCTI Monei 3 3D 300pakeHHSIMU Ta MPSIMUMH,
rOCTPUMHU KyTamu, IO CHUMBOJII3YIOTh LIJIECIIPSIMOBAHICTb, TAKTMUHICTD 1 TOYHICTh. [lix

4ac JPyroro eramy MpoeKTyBaHHS OyJo BiiOpaHO NIICTh MPETEHJCHTIB HA OCHOBHY POJIb
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jJorotuny (300pakeHMX Ha pPUCYHKY 4.2), [Ki TaKoXX MOXKHa BHUKOPHUCTOBYBATH y

ANhTEPHATUBHUX CIIEHAPISAX JJIST IPOCYBAHHS OpPEHTY.

cubed

0@
- oE oM

filled

Pucynox 4.2 — Illicth npeTeHAEHTIB HA POJIb JIOTOTUITY TPOEKTY

Cepen HamaHux BapiaHTiB Oyjo0 00paHO OJWH HaMOUIBII 30a7aHCOBHHM Ta

BIJIMMOBIAHUIN CTpaTerii JOrOTHUII, 300pakeHUI Ha PUCYHKY 4.3.

Pucynok 4.3 — OOpaHuii IOTOTHUI TPOEKTY
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[TamiTpa OCHOBHHMX KOJIbODIB, fKa OyJia BUKOPHUCTAaHA JJI MPOCKTYBaHHS 1 TaKOXK

acoIlIIOIOTHCS 3 JIe(DIHITUBOM TPETHOTO0 BUMIPY, 300pakeHa Ha PUCYHKY 4.4.

#ff1800 #00e/ff

COOLOfS

Pucynok 4.4 — IlaniTpa OCHOBHUX KOJIbOPIB MIPOEKTY

[Tix gac eramy MpOEKTYBaHHsS 3a JIOTIOMOTOK TMporpamHoro 3abesmnedenns Adobe
Photoshop ta Adobe Illustrator 6y cTBopeHi HeOOXiIHI afanTHBHI MaKeTH sIK ISl BeO-
KOMITOHEHTH, TaK 1 11 MOO1JIbHOT KOMIIOHEHTH MPOTPAMHOTO KOMIIICKCY.

Maket crnpoekToBaHOT BeO-CTOpPIHKM 3aBaHTakeHHA 3D Mozem 300paxeHuil Ha

PUCYHKY 4.5.
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o About | Jutorial

Or Click Here

Pucynok 4.5 — Makert cropinku 3aBanTaxkeHHs 3D monerni

Maket crpoekToBaHOi BeO-CTOpiHKM i1HTepakiii 3 3D Momemnto 300pakeHnii Ha

pPUCYHKY 4.6.

®) ! Tutorial | Bindings | About

AL

Pucynok 4.6 — MaxkeT ctopinku iHTepakuii 3 3D monemtto

o~
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MakeT MOAaJbHOrO BIKHA KJIIOYOBHX HPUB’SI30K (HABYAIBHUA MOCIOHMK) ISt

KOpHCTyBaya 300pa>KeHuil Ha PUCYHKY 4.7.

Close X

Bindings

Mouse Touch Keyboard

o 0 0 9

Orbit Pan Zoom Reset

Pucyuok 4.7 — MaxkeT MOJIaJIbHOTO BIKHA KJIFOUOBHUX ITPUB’ SI30K
Yy it p

Mob6inpHa Bepcis 3aCTOCYHKY TakoXk Oyjla MpojymMaHa Ha eTami Au3aiiHy Ta
MPOEKTYBaHHS, TOX OylIM CTBOPEHI MaKeTH [JIi OCHOBHOI CTOPIHKM MOO1IBHOI Bepcii
reperisaavya, HaBITAllIMHOTO MEHIO Ta MEHIO KOHTPOJIIB I1HTEpakIii 3 MOJEIII0, SKI

300paxkeHo Ha pucyHkax 4.8, 4.9 ta 4.10 BiamosigHO.



Menu O Controls

{

Pucynoxk 4.8 — MakeT Mmo061npHOT Bepcii 3D nepersinaya
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Tutorial

Bindings

Model Info

About

Pucynox 4.9 — Maket HaBiramiitHoro MeHr0 MOOUIbHO1 Bepcii meperisaadya
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Close Controls
Interaction
Orbit Controls
FPS Controls
Display
Environment
Background
Environment

Animation

Lighting

Ambient Color oxffffff

Direct Color

Ambient Intensit
Direct Intensity
Exposure

Reset

Pucynok 4.10 — MakeTt MeHIO KOHTPOJIIB MOOUTBHO1 Bepcii neperisgad
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4.4 ApxiTtekTypa Bed-cucTeMH

4.4.1 3aranbHa CTPYKTYpa Bed-CHCTEeMH

CTpykTypa IHTEPaKTUBHOI BEO-CUCTEMHU Ta B3aEMO/IIF0YI KOMIIOHEHTH (PEHMBOPKY

Vue.js Ta 616mioTex Vuex Ta Three.js 300pakeHi Ha giarpami KJaciB MOBH IIPOEKTYyBaHHS

UML Ha pucysky 4.11.

- router

- header

- viewer

- globalStore

- routerLinks + serveApplication()
- menultems

- projectLogo

Spinner

- spinnerActivationState - sceneVigw

- globalStoreActions

+ reactToSpinnerActivation()
+ reactToSpinnerDeactivation()

Dropzone

- data2D

- infoBuffers

- animations

- attributesinio

- placeholder
- fileData

- reactToUpload()
+ activateUploader()

- loaderAdapter
- globalStoreActions

+ uploadFileData()
+ generateFilesURI()

Loader Adapter

- fileType
- model Loader

+ adaptLoaderToType()

- displayFPS
~type - latency
- modelData - t\?gue
- fileType - valueRange + displayStats

- canvas

- globalState - context
_ stateActions SO . ~depth
- stateMutations - renderList

- views ) - shadowMap

- routes = TETiEECIETIR) + updateProjectionMatrix()

+ render() T
+ configureRoutes() modelinfo
R
)
Web system / App + formReport()

- models
- cameras
- controls
- helperAxis
- rendersr

- SCenes
- reactions

- animations

- globalStoreActions

+ displayScene()

+ reactToUpdate()

Helper Axes Scene

- scene
- activeCamera
- controls

- categories

- elementsGUI

- variables

- storeActions
stats

- keyBindings

+ formHelperAxis()

- subscribeVariableToAction()
+ displayUpdateStats()

- connectioninfo

- providedActions

+ reactToChangeWithAction()

Pucynok 4.11 — CtpykTypa iHTepaKIiiiHOi BeO-cucTeMu
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[lix yac poOOTH 3 MPOrpamMor0, KOPUCTYyBau B3aEMOJIE 13 KIEHTCHKUM J0JIaTKOM
(BeO-cuctemor0 a00 HATHMBHMM MOOUIBHMM 3aCTOCYHKOM BiamoBigHo). Ha piBHi
KOpHUCTYyBaua peanidyeTbcs iHTepdeiic, 3a JOMOMOIrorw sIKOro HaNAIITOBYEThCS IIporpama,
MeperaaacThes iH(pOopMaIlis mpo mpoekT ado 3aBaHTakeHy 3D mMomens Ta 3M1HCHIOETHCS
OesmocepenHs iHTepakilia i3 Heto. CucTeMa TaKoK HANa€ MOMKIIUBICTH TPOXOKEHHS
BOY/JIOBAaHOTO HABYAJLHOTO IIOCIOHMKA JJi1 O3HAWOMIICHHS 13 (YHKIIIOHAJIBHICTIO
MIporpamMu, KIFOYOBUMU TIPHUB’ I3KaMU TOIIIO.

KitouoBuMu acriektamMu apXiTeKTypHu BeO-cucteMu A intepakiii 3 3D o6'ekramu €
Oe3nocepelHE  3aBAaHTAXKEHHS MOJENI BU3HAYEHOTO, MIATPHUMYBAHOTO CHCTEMOIO
po3mMpeHHs. Bu3HaueHHd mMmiATpUMYyBaHUX (GalIiB MPOBOAMIIOCS SIK 3aBEpIIAIbHUM
aHaji3y eram IOTOYHOIO CTaHy BHUKOPHCTaHHS posmupeHs (tumiB) 3D  ¢aiiis.
[IpomykToM Takoro aHamidy TaKOXK CJiJ] BBa)KAaTH OCHOBY JOJATKOBOTO MOOUIBHOTO
3aCTOCYHKY, 110 Ma€ Ha MeTi Kiacu(iKyBaHHs 3raJlaHUX THUIIIB Ta po30ip 1 HaJaHHS

1H(dOopMaIliii Mpo KOKHOTO 3 HUX.

4.4.2 3aBanTaxxennsa 3D moaeJti

BeG-cuctema 103BOJIsIE KOpPHCTyBadaM 3aBaHTaXyBaTH 3D mopeni Sk y BUTIAII
MOOJWHOKKX (paililiB, Tak 1 y BUIJVISAl Mamok 13 Oararbma (QailamMu Ta pecypcamu.
3aBaHTa)XEHHS MOJXKe 37iHCcHIOBaTHCS 3a paxyHok moxiii Click-Select abo Drag-and-Drop
(y BUMAAKy OCTaHHBOI, AKTUBHOIO TUIONIMHOK) BBAXKAETHCS YCA IUIONMIMHA TOJOBHOI
CTOPIHKM J0AATKy). 3aBaHTQXUTU MOJIENb TaKOX MOXKHA 3 JIOKAJBHOTO CXOBHINA, 3
NepesiKy paHile 3aBaHTAKEHUX MOJIeIel Ta 3 CTOpOHHBOT 010110Tekn 3D ¢aiinis.

[TocmimoBHICTH N1 KOpUCTyBaya MpHU 3aBaHTaXKEHHI MeBHOI 3D Mozem 300paxeHi

Ha Jiarpami nociiioBHOcTeil MoBM npoektyBanHss UML Ha pucynky 4.12.
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sendFileByDragDrap()
Previously
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Pucynok 4.12 — Jliarpama mociaigoBHOCTEH 3aBaHTakeHHs 3D moxaem

4.4.3 InTepakuisi 3 3D moae1io

Beb-cuctema Hamae MOXJIIMBICTH PI3HOMAHITHOT

3aBaAaHTAXXCHOIO MOJCIIIO.

KOHTPOJIIO:

1HTEPAKTUBHOI

pobotu

42

13

[aTepakiis mominseThcss Ha 3 Kareropii 3a crmocoOom

— 1HTepakuis 13 rpadiunum iHTepdeiricom kopuctynaua (GUI);

— IHTEpaKIis 3a JOMOMOTOIO arapaTHOTO KOHTPOJTIO;

— Meperysi AeTanbHo1 1HdOopMallil TPo MOJENb.
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4.5 ApxiTekTypa MOOLJILHOT0 3aCTOCYHKY

CtpykTypa MOOLIBHOTO JOAATKY Ta MOro B3a€MOJI0Yl KOMIIOHEHTH (3aCTOCYHOK-
kiacudikaTop HaunonysipHimux 3D daitniB ckorogaenus, 3D neperisgay ta 6aza JaHUX
MongoDB) 300paxkeHi Ha niarpaMi po3roptanHs MoBH mpoektyBaHHs UML Ha pucyHky
4.13.

[1ix yac po6oTH 3 MOOUIHLHUM MPOTPAMHUM KOMILJIEKCOM, KOPUCTYBAd B3a€MOJIE 13
iHTEepdeiicom, HanmucaHuM Ha (pperiMopky Flutter, 3a 1OOMOror0 SIKOro HalalITOBYETHCS
mporpama, 3acTocoByeThcsl Kiacudikarop 3D tumiB ¢aiiiB s OTpUMaHHS HEOOX1THOT
KOpHCTyBadeBi iH(opmarii, mpornasgaeTbes iHGopMalis Ipo MPOEKT, 3aBaHTaxeHy 3D
MOJie’dh ab0 HaBYAJIbHUN TOCIOHMK MO POOOTI 13 3aCTOCYHKOM Ta 3M1MCHIOETHCS

Oe3rocepeiHs IHTePaKIIis 13 MOACILIIO.

<= device ==

Mobile device

<< executionEnvironment>:>

Android /i0S
NoSQL
Database
=camponents <HTTP>
Penumbra 3D
@ t::

Knowledge Base cﬁgﬁgggg {I

=components

Penumbra 3D

Viewer App

Pucynox 4.13 — Jliarpama po3ropTanfsi MOOIJTLHOTO JOJATKY
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5. METOAUKA POBOTU KOPUCTYBAYA 3 ITPOITPAMHUM
KOMIIVIEKCOM

5.1 CucreMHi BUMOIHM Ta iHCTAJMALIA

Po3po0nenuii mporpaMHUil KOMIUIEKC € KpOCIIaT(GOpPMEHHM, aJkKe BeO-cucTema
BUKOPUCTOBYE HOBITHI BEO-TEXHOJIOT1i, MIATPUMYBaHI TOTOYHUMHU Opay3epamu, a
MOOUIbHHMI 3aCTOCYHOK, B CBOIO 4epry, mnoOymoBaHuii BukopuctoByroun Flutter Big
Google — nabip a1 po3poOKKH MPOTrPaMHOTo 3a0E3MECUSHHS 3 BIAKPUTHM KOJOM, SIKHAN
BUKOPUCTOBYETHCS JIJIs1 KpocIuiaTopMeHoi po3poOKH HATUBHHUX AOMATKIB it Android,

10S, Windows, Mac, Linux i BeOy.

5.2 CueHnapiit po00TH KOPUCTYBa4Ya Ta PYHKIIOHAJIbHI BUMOTH

5.2.1 3aBanTaxenus 3D momesi

[TocnigoBHICTh CTUMYITY / BIATOBIII:

Crumyn: Kopuctysau 3a qornomororo drag-and-drop nepecyBae ¢aitn ado marmky, 1o
Mmictuth 3D mMonens.

BigmoBinp:  Cucrtema 3aBaHTaKy€e MOJIEIb, SIKIIO 11 THI € OAHUM 13 TMIATPUMYBaHUX,
HaJa€ 3MOTY KOPHCTYBAaUX IHTEPAKTHBHO B3aEMOJIISITH 3 MOJICIUIIO.

Crumymn: Kopuctysau 3a nonomoroto click-select obupae 3 nposigHuka daitsn abo
narky, mo Mictuth 3D mojensb.

Bignosige:  Cucrema 3aBaHTaXye MOJIEJb, AKIIO 11 THUI € OJTHUM 13 MiATPUMYBaHUX,
HaJIa€ 3MOTY KOPUCTYBAauX IHTEPAKTUBHO B3AEMOIISITH 3 MOJICILITIO.

Crumyn: KopuctyBau kiikae Ha MOCUTIAHHS A0 3pa3KOBOT MOJIEI.
Biamosine:  Cucrtema 3aBaHTaxKye apxiB, IO MICTHTH 3pa3koBy 3D monens.

Crumymn: KopuctyBau o6upae Mozielb 13 mepesiky BiKe 3aBaHTAXKEHUX MOJIEIIEH.
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Bianosinp:  Cucrtema 3aBaHTaxye 3aBaHTaxye 3D mMojenb, K10 BOHA 1€ HasIBHA B
JIOKaJIBbHOMY CXOBHIIII Ta NUISIX 10 HET y aiiIoBiil cUCTEM1 HE 3MIHUBCS. Y
1HIIIOMY BHIIAJIKy CUCTEMa Bi1I0Opakae MOMUIIKY.

OyHKIIIOHAIPHUMU BUMOTaMu 3aBaHTakeHHs 3D moeni €:

— Cuctema Mae J03BOJUTH KOPUCTYBAauEBl 3aBaHTAKyBaTH MOJIEINI MiATPUMYBaHUX
dopmaris;

— Cucrema mae BMiTH po3pizHsaTH 3D moneni 3a ix dopmaramu Ta oOupatu
HEOOXITHUH 3aBaHTaXXKYIOUN MOAYJIb;

— CuctemMa Mae J03BOJSTH KOPUCTYBAueBl 3aBaHTaKyBaTH HACTYNHY MOJIENb,
30epiraroyu Npy LHbOMY MONEPEIHBO BCTAHOBJIEHI KOHPITypalii;

— Cuctema TOBHMHHa HajaBaTH yce poOoue BIKHO MPOTpaMH SIK TOJIe JUIS
3aBaHTAKEHHS 00’ €KTY;

— Cucrema mae 30epiraTv IEBHUN MEpPeNiK 3aBAHTAKEHUX MOJENIEH Y JIOKAJIbHOMY

CXOBHIIII KOPUCTyBaya.

5.2.2 Intepakuis 3 3D Mmoae110

[TocniioBHICTh CTUMYITY / BIATIOBIII:

Ctumy: KopuctyBau BUKOpHUCTOBYE MHIITY Ta KiaBiaTypa (a00 CEHCOpHI XKECTH TSI
MOOUIBHUX MPUCTPOIB) AJI YIPABIIHHSI KaMEpPOIO Ta KOHTPOJIEPAMHU CLICHH.

Bignosigs:  Cucrema 311HCHIOE pEpeHACD CIICHHU.

Crumyn: KopuctyBau BHOCUTH 3MiHU B aTpuOyTH rpadigHoro inrepdeincy
KOpHCTYBava.

Bignosige: Cucrema pearye Ha 3MiHU BIATOBITHUMH MIAMUCAHUMH Ha 3MIHU
METOJIaMH, SIK1 TTOCUJIAIOTh 3alUT Ha PEPEHJICP CIICHH.

Crumyn: KopuctyBau kiikae Ha MyHKT MeHIO “lH(popMmaliist mpo MoJens”.

BignoBige:  SKiio Mojes yCHINTHO 3aBaHTa)XEHa, CUCTeMa HaJa€ ICTAIbHY
1H(dOopMaIris mpo aTpudyTH MOTOYHOT MOJIEII.



46

OyHKIIOHAIPHUMU BUMOTaMU 1HTepakiii 3 3D mMoenio €:

— CucTtema Ma€ TATBEPIUTH YCHIIIHE 3aBEPIICHHS 3aBaHTAXKEHHS MOJIEN;

— CucreMa TOBUHHA HajaBaTd 1HQOpMAIlil0 PO MOJENI JIMIIE MiATPUMYBaHUX
tunis 3D ¢aiinis;

— Cuctema Mae OyTH aAanTUBHOIO JJIS PI3HUX MOJIETICH Ta KOPUTYBATH €IEMEHTH
KOHTPOJIIO JIIsl KoM(opTHOTO J0cBiay KopuctyBada (UX — user experience);

— Cucrema Mae HajaBaTH CIHUCOK JIMINE THUX 3MIHHUX rpadigyHoro iHTepdeicy
KOpPHUCTYyBaua, Skl 3/1aTHI BIUIMHYTH HAa MOJENb (HAImpHKJIaa, CUCTEMa MOBHUHHA CXOBATH
KaTeropiro “AHiMartii” ais MoJeaeH po3ImpeHHs .0bj).

besnocepents B3aeMOis 3 3aBaHTAKEHOIO MOJICIUTIO BKJIIOYA€ B ceOe HACTYIIHE:

— 3MiHa croco0y KOHTpOJoBaHHS oToueHHsAM (“‘OpOitanbHe” ympaBiiHHS a0o0
ympasiiHHA “Big mepmoi ocooun”);

— Ilepermnsig ckeneTy Ta Kapkacy MO, pUCYHOK 5.1;

— YrpaBiiHHS CBITIOM, PUCYHOK 5.2:

e 3MIiHA €KCIIO3UII;
e 3MIiHA IHTEHCUBHOCTI CBITJIA;
® 3MiHa KOJhOPIB OTOUYIOUOTO CBITJIA.

— ABTOBIATBOPEHHS KaMepH;

— 3MiHa METOy KOJYBaHHSI TEKCTYp, PUCYHOK 5.3;

— YrpaBiiHHS aHIMAIIIMHA MOJIEN, pUCYHOK 5.4:

® 3amycK 4M 3yNHUHKa aHIMallii;
e BuUOIp aHIMaIlil, y BUNIQJKY KOJIM MOJIEIh Ma€ JeKJIbKa aHiMaIlli;
® VOPaBIIHHS MBUAKICTIO MPOTPABAHHS aHIMAIli.

— 3mina 3D oToueHHs MOeNi, PUCYHOK 5.5;

— JlomaBaHHS 10 OTOUYEHHS JIOTIOMDKHHUX OCel KOOPIUHAT 1 CITOK, pUCYHOK 5.6.
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Interaction
o About | Tutorial Model Info Display
grid
axes
wireframe
skeleton
Environment
Animation

Lighting

Encoding

Close Controls

Pucynok 5.1 — Ilepernsn kapkacy Ta CKeJIeTy MOJei

Interaction
o About | Tutorial Model Info e
Environment
Animation
Lighting
ambientColor
directColor
ambientIntensity
directIntensity
——

reset

disableLighting [

» Encoding

Close Controls

Pucynok 5.2 — YmpaBiaiHHS CBITIIOM
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» Interaction
o About | Tutorial Model Info » Display
» Environment

» Animation

» Lighting

~ Encoding

outputEncoding Linear v
textureEncoding  [IEEIRY

Close Controls

Pucynok 5.3 — 3miHa MeTOly KOAYBAHHS TEKCTYP

Interaction
O About | Tutorial  Modelinfo

» Display

» Environment

~ Animation
play
playbackSpeed

> Lighting

» Encoding

Close Controls

Pucynox 5.4 — YmpaBiinHs aHIMAIisIMU



49

Pucynox 5.5 — 3wmina 3D otodenns moseni

® Abour | Tutorial Modelinfo

PucyHok 5.6 — JlonmomixHi 0C1 KOOPJUHAT 1 CITKH

5.2.3 InTepakuisi 3 MOOIIBHUM 32CTOCYHKOM

MoO6iTbHHI 3aCTOCYHOK JTO3BOJISIE KOPHCTYBauyaM B3a€MOJISTH 3 0a30i0 3HaHb Ta

pecypciB monao crany tumiB 3D ¢aitniB crorogeHHS.
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Ha pucynky 5.7 300pakeHa roJioBHa CTOPIHKA 3aCTOCYHKY 13 mepelikoMm TumiB 3D
¢daiimiB Ta KOpPOTKOIO 1H(OpMaIli€l0 Mpo KOXKEH 3 HUX. [UIU BIACOPTOBAHO 3a
MOMYJISIPHICTIO TOYMHAIOYM 3 HAHOUIBII MOMYJISIPHOTO Ha JaHui MoMmeHT tuny Wavefront

OBJ (pozmupenHs .obj).

12:29 O YVd4090%

Penumbra KB $

E Wavefront OBJ
Popularity: === | obj

Filmbox
Popularity; === | fbx

STereo Lithography
Popularity: === | stl

COLLADA
Popularity: == | dae

GL Transmission Format
Popularity: == | gltf /7 glb

3D Studio
Popularity; ==

Pucynok 5.7 — I'onoBHa ctopinka, nepenik TumniB 3D daiinis

Ha pucynky 5.8 300pakeHO AeTalbHUN OMUC OOpaHOTO THUIY, HOTO PO3IIMPEHHS,
IHAMKATOP PEUTHHTY MOIMYJISIPHOCTI, CHOCOOU Ta c(hepu BUKOPUCTAHHS Ta THUIl BOJIOJIHHS

(mpompierapHicTh THMy). Hagano neranbHy iH(opMariito mpo iCTOpil0 Ta OCOOJMBOCTI



o1

TUny y Kopotkiii ¢opmi. KopuctyBau Takoxx Moxe oTpumaTu Ounblie iHdopmarlii Ta

30BHIIIHI peCypcy HATHUCHYBIIN HAa KHOMIKY ““/{13HaTHcs Oinbiie”.

O V.4 890% 12:29 O V4 890%

STereo Lithography

Popularity:

Use cases: 3D printing, rapid prototyping,
computer aided manufacturing.

Posession type: Neutral

STL (STereoLithography) is one of the
most important neutral 3D file formats
in the domain of 3D printing, rapid
prototyping, and computer aided
manufacturing. It is native to the
stereolithography CAD software made
by 3D Systems.

STL encodes the surface geometry of a
3D model approximately using a
triangular mesh. Since it was one of the
first 3D file formats to exploit
tessellations as a way of encoding
surface geometry, it has several

STL (STereoLithography) is one of the
most important neutral 3D file formats
in the domain of 3D printing. rapid
prototyping, and computer aided
manufacturing. It is native to the
stereolithography CAD software made
by 3D Systems.

STL encodes the surface geometry of a
3D model approximately using a
triangular mesh. Since it was one of the
first 3D file formats to exploit
tessellations as a way of encoding
surface geometry, it has several
backronyms such as “Standard
Tessellation Language” and “Standard
Triangle Language”. STL ighores
appearance, scene, and animations. It is
one of the simplest and leanest 3D file
formats available today. The STL format
specifies both ASCIl and binary
representations. Binary files are more
common since they are more compact.

LEARN MORE

Pucynox 5.8 — Cropinka neranpHoi iHpopMallii mpo THM

KopuctyBau Mae MOMIIMBICTh BUKOPUCTATH OCHOBHUN MPOTPAMHHMM MPOIYKT

HATUCHYBIIY Ha HaBIralllOHHY KHOIIKY Ha OCHOBHIM CTOPIHIIl AOJATKYy.

auIuIoMHOT podoTn — 3D mepernsgad s iHTEpakTUBHOI podoTn 3 3D Moxmensmu —
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BUCHOBKMU

[Tix gac anami3zy nmotouHoro ctany cdep 3D MojaentoBaHHS Ta BEO-pO3pOOKH OYII0
JOCTPKEHO CHCTEMH, aHANOriuHi 10 po3pobsienoi. Taki peamizoBaHi MPOAYKTH OYIIo
JIeTaJbHO 31CTaBJIEHO 1 PO310paHo iX CHUJIbHI Ta cJ1a0K1 CTOPOHHU. TakuM YMHOM, BUSBUIIUCS
HEJOJIKA IIMX MpOrpaMHUX 3aco0iB, HacaMmIepen iX TPOMI3JIKICTb, MEPETNOBHEHICTh
a0CTpakTHUMHU a00 HEBAXIMBHUMH ClEeUU(PIUYHUMH (DYHKIIOHATBHUMHA MOKIIMBOCTSIMH,
CKJIQJIHICTh y HaJIAIITYyBaHHI a0o0 SIBHY 3aJI€KHICTh BiJ OUIbII 00’€MHHX, 3arajibHUX Ta
Baxkux cucteM 3D mopmemroBanHs [21]. Takoxk, Oys0 BHUSBICHO, IO 0arato 3 TaKHUX
CUCTEM OpIEHTYIOTHCA JIMIIE Ha MEBHY YaCTHHY 3arajbHOi KIIEHTCHKOI 0a3u Ta MOXKYTb
OyTH JOCTYITHUMH JIUIIIE JIJIsl TICBHUX OTEepaIliitHuX cuctem [22].

Onucanuii y AaHOMY 3BITI MPOTrpaMHUN KOMIUIEKC NPU3HAYEHUN came IS LT
1HTepakiiiHoi B3aemoii 3 3D 00’ekTamu 1 BiJIPI3HIETHCS Bl KOHKYPYIOUHMX TPOJIYKTIB
JETKICTIO Y BHKOPHUCTAaHHI, MOXJIMBICTIO BUKOPHUCTaHHS Ha OYIb-AKiid omepaiiHii
CUCTEMI, IIBUIKOI0 B3aEMOMIEI0 Ta JETKUM Yy pO3yMiHHI rpadiyHuM iHTEepdericoMm
KopucTyBaua. CTBOpEHUI MPOAYKT TaKOXK CIiAye npuHiunam meroposorii JAMStack, o
JIa€ BIACYTHICTh HIUIBHOTO 3B 513Ky MiXk KJIIEHTOM Ta BE0-CEPBEPOM 1 MIBUIKICTh PO3POOKHU
Ta MOJAJIBIIOTO PO3TOPTAHHS MIPOrPaMHOTO 3ac00y.

by mpoBegeHuil aHami3 MNOTOYHMX 3ac00IB  PO3pOOKM  BEO-3aCTOCYHKIB,
OOTpYHTOBAHO BHOIp TEXHOJIOTIM Ta apXITEKTypH, Ha sIKid moOyaoBaHa cucrtema. byna
CIIPOEKTOBaHa apXiTEKTypa MPOTPAMHOTO KOMIUIEKCY Ta MPOBEACHA OPEHIIMHT-CTPATeris
NPOAYKTY, 3 TOJATBIINM MPOSKTYBAHHSIM MAaKeTIB Ta JIOTOTUIY. Bynu mpoBeneHi TecToBi
CleHapli BUKOPHCTAHHS KOPHUCTYBaueM CTBOPEHOTO TMPOIYKTY, SKI OydH YCHIIIHO
3aBepieHi. Crif 3a3HAYMTH, IO BHACIIZAOK aHaji3y MOTOYHOIO CTaHy posmupeHs 3D
daiiniB OyB J10AATKOBO CTBOPEHHMM KpocmiiaTopMeHUd MOOIIBHUN 3aCTOCYHOK ISt
Kiacudikallii TaKuX TUIIIB Ta JJIT MOOLIBHOI, HATHBHOI BepcCii BEO-CUCTEMH.

Pesynbrat poO0TH JEMOHCTPYIOTH IO MPOTPAMHHI KOMITJIEKC MOKHA IHTETpyBaTH

B 1HIII ICHYIOU1 IPOAYKTH AJIsi CTBOPEHHS JOAATKOBOTO 1IHTEpdeiicy B3aeMoii.
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Ilo3znaueHusa HaiimenyBanns [TpumiTku
JlokymeHTarris
TexcroBa
’ ’ T162 CreneHko JacTUHA
YKP.HTYVY”KIII” TE® AIIEIIC TI6294 20b - - .
- - - — 3ammcka.doc JIUTIJIOMHOT
poboTu
Kommionentn
VKP.HTYY”KIII” TE® AIEIC TI6294 206 |  Viewer.vue OcHosHuit
- — - - KOMIIOHEHT
Kowmrmonent 3D
YKP.HTYVY”KIII” TE® AIIEIIC TI16294 20b Scene.vue CIIEHU
nepersiaga
Kommnonenr
YKP.HTYVY”KIII” TE® AIIEIIC TI6294 20b store/index.js Vuex
30epiraHHs
Komrmorent
YKP.HTYVY”KIII” TE® AIIEIIC T16294 20b Lightning.js YOpaBITiHHS

OCBITJIEHHAM
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Viewer.vue

<template>
<main id="viewer" class="viewer">

<Modal v-if="showTutorial" @close="toggleModalTutorial">
<Tutorial slot="body" />

</Modal>

<Modal v-if="showModelInfo" @close="toggleModalModelInfo">
<ModelInfo slot="body" />

</Modal>

<div class="dropzone" id="dropzone" :ref=""dropzone"'>
<GUI :class="{ 'no-display": lisLoaded }" />
<Scene :class="{ 'no-display': lisLoaded }" />
<UploadPlaceholder :class="{ 'no-display": isLoaded }" />

</div>

<Spinner v-if="showSpinner" :ref=""spinner" />

</main>
</template>

<script>
import { mapState, mapGetters, mapActions } from 'vuex'

import { SimpleDropzone } from 'simple-dropzone’

import GUI from '@/components/GUI.vue'

import Scene from '@/components/Scene/Scene.vue'

import UploadPlaceholder from '@/components/UploadPlaceholder.vue'
import Spinner from '@/components/Spinner.vue'

import Modal from ‘@/components/modals/Modal.vue'

import ModelInfo from '@/components/modals/ModelInfo.vue'

import Tutorial from '@/components/modals/Tutorial.vue'

import { ALLOW_FILE_TYPE } from '@/utils/supportedTypes.js'

export default {
name: 'viewer',

components: {
GUI,
Scene,
UploadPlaceholder,
Spinner,
Modal,
Modelinfo,
Tutorial

b

computed: {
...mapState(['showSpinner’, 'showModelInfo', ‘'showTutorial'])
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2

data() {
return {
isLoaded: false

k
2

mounted() {
const dropzoneController = new SimpleDropzone(
// ' Unable to use refs due to file-input and drop-zone being
I/l on completely different component levels
document.getElementByld(‘dropzone"),
document.getElementByld(‘file-input’)

)

dropzoneController

.on('drop’, ({ files }) =>{
console.log('CHECKING DROPZONE FILESOBJ...")
console.log(files)
this.load(files)

by,

.on(‘'dropstart’, () =>{
this.$store.commit(ACTIVATE_SPINNER)

by,

.on(‘'droperror’, () => {
this.$store.commit(DEACTIVATE_SPINNER")

by,

b

methods: {
toggleModalTutorial() {
this.$store.commit(TOGGLE_MODAL_TUTORIAL)
}
toggleModalModelinfo() {
this.$store.commit(TOGGLE_MODAL_MODEL_INFO")

2

load(fileMap) {
let rootFile
let rootPath
let fileType

console.log(‘Map of file(s)...")
console.dir(fileMap)

Array.from(fileMap).forEach(([path, file]) => {

if (file.name.toLowerCase().match(ALLOW_FILE_TYPE)) {

rootFile = file
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Il Get file type to determine model loader type later
fileType = file.name

split('.)

-pop()

.toLowerCase()

rootPath = path.replace(file.name, ")

¥
)

if (rootFile) {
// TODO: create a more legible error string
this.onError("No ${ALLOW_FILE_TYPE} asset found.")

ks

this.view(rootFile, rootPath, fileMap, fileType)
+

view(rootFile, rootPath, fileMap, fileType) {
const fileURL =
typeof rootFile === 'string' ? rootFile : URL.createObjectURL(rootFile)

/l Save fileData to global VVueX storage
const fileData = { fileURL, rootPath, fileMap, fileType }
this.$store.dispatch(‘saveFileData’, fileData)

Il Save fileData as model to global VueX storage
const modelData = { fileName: rootFile.name, fileType }
this.$store.dispatch(‘'saveModel ToHistory', modelData)

this.isLoaded = true

console.log(‘LocalStorage Model History...")
console.dir(JSON.parse(localStorage.modelHistory))

2

onError(error) {
let message = (error || {}).message || error.toString()
if (message.match(/ProgressEvent/)) {
message =
'‘Unable to retrieve this file. Check JS console and browser network tab.'
} else if (message.match(/Unexpected token/)) {
message = “Unable to parse file content. Verify that this file is valid. Error: "${message}"
} else if (error && error.target && error.target instanceof Image) {
message = 'Missing texture: ' + error.target.src.split('/").pop()
}
window.alert(message)
console.error(error)

¥
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</script>

<style lang="scss">
viewer {
display: flex;
flex-direction: column;
width: 100vw;
flex-grow: 1;
position: relative;

¥

.dropzone {
display: flex;
justify-content: center;
align-items: center;
width: 100%;
height: 100%;

}

</style>

Scene.vue
<template>
<div class="scene-wrapper">
<div id="scene" class="scene" :ref=""scene"'></div>
<div id="axes" class="axes" :ref=""axes"'></div>
</div>
</template>

<script>
import { mapState, mapGetters, mapActions } from 'vuex'

import { traversePrint, traverseMaterials } from '@/utils/traverse.js'
import { snakeCapsToCamel } from '@/utils/snakeCapsToCamel.js'
import * as loaders from '../../loaders'

import updateDisplay, { addAxesScene } from "./Display’
import updateControls from './Controls'
import updateEnvironment from './Environment'
import updateEncoding from "./Encoding’
import updateLighting from "./Lighting'
import updateAnimation, {
setClips,
playClips,
playAnimations
} from "./Animation'

import * as THREE from 'three’
import { OrbitControls } from 'three/examples/jsm/controls/OrbitControls’
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import { FirstPersonControls } from 'three/examples/jsm/controls/FirstPersonControls'
import { PointerLockControls } from 'three/examples/jsm/controls/PointerLockControls'
import { GLTFLoader } from 'three/examples/jsm/loaders/GLTFLoader.js'

import { FBXLoader } from 'three/examples/jsm/loaders/FBXLoader'

import { DRACOLoader } from 'three/examples/jsm/loaderssDRACOLoader.js'

export default {
name: 'scene’,

computed: {
...mapState(][
fileURL',
'rootPath’,
fileMap’,
fileType',
‘foldersGUI',
'sceneState’

)
2

data() {
return {
defaultCamera: null,
scene: null,
renderer: null,
controls: null,

content: null,

Il Texture roughness values
pmremGenerator: null,

/I Lighting
lights: [],

/I Animation
clips: null,
mixer: null,
animControls: [],
clock: null,

/! Skeleton
skeletonHelpers: [],

// Grid
gridHelper: null,

Il Axes
axesHelper: null,
axesRenderer: null,



axesCamera: null,
axesCorner: null,
axesScene: null

k
2

methods: {
reset() {
this.$refs['scene’].innerHTML ="
this.$refs['axes].innerHTML ="
this.clock = new THREE.Clock()
this.lights = []
this.gridHelper = null
this.axesHelper = null
this.content = null // TODO: needed??

}
init() {

const el = this.$refs['scene’]

/I Scene
this.scene = new THREE.Scene()

/I Camera

/I const fov = options.preset === Preset. ASSET_GENERATOR ? (0.8 * 180) / Math.PI : 60

this.defaultCamera = new THREE.PerspectiveCamera(
60, // fov
el.clientWidth / el.clientHeight,
0.01,
1000
)

this.scene.add(this.defaultCamera)

// Renderer

this.renderer = new THREE.WebGLRenderer({ antialias: true })
this.renderer.physicallyCorrectLights = true
this.renderer.outputEncoding = this.sceneState.outputEncoding
this.renderer.setClearColor(0Oxcccccc)
this.renderer.setPixelRatio(window.devicePixelRatio)
this.renderer.setSize(el.clientWidth, el.clientHeight)
this.renderer.shadowMap.enabled = true

this.pmremGenerator = new THREE.PMREMGenerator(this.renderer)
this.pmremGenerator.compileEquirectangularShader()

/I Controls

this.updateControls()

this.controls.screenSpacePanning = true // camera pans in screen space
this.controls.autoRotate = this.sceneState.cameraAutoplay
this.controls.autoRotateSpeed = -3
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el.appendChild(this.renderer.domElement)
this.addAxesScene()

/I Resize resolution workaround
/I this.onWindowResize.bind(null, el),
window.addEventListener(‘resize’, this.onWindowResize, false)

2

animate() {
requestAnimationFrame(this.animate)

const delta = this.clock.getDelta()
if (this.mixer) this.mixer.update(delta)

this.render(delta)
+

render(delta) {
this.renderer.render(this.scene, this.defaultCamera)

/I required if controls.enableDamping or controls.autoRotate are set to true
if (this.controls.enabled) this.controls.update(delta)

/I Adds axisScene

if (this.sceneState.axes) {
this.axesCamera.position.copy(this.defaultCamera.position)
this.axesCamera.lookAt(this.axesScene.position)
this.axesRenderer.render(this.axesScene, this.axesCamera)

¥
2

onWindowResize() {
/I Main scene resize
/I const { clientWidth, clientHeight } = this.$refs['scene’]
const mainEl = this.$refs['scene’]
this.defaultCamera.aspect = mainEl.clientWidth / mainEl.clientHeight
this.defaultCamera.updateProjectionMatrix()
this.renderer.setSize(mainEl.clientWidth, mainEl.clientHeight)

/'l Axes scene resize

/I const axesEl = this.$refs['axes']

/I this.axesCamera.aspect = axesEl.clientWidth / axesEl.clientHeight
/I this.axesCamera.updateProjectionMatrix()

/I this.axesRenderer.setSize(axesEl.clientWidth, axesEl.clientHeight)

Il Controls
if (this.sceneState.fpsControls) {
this.controls.handleResize() // TODO: Check if the name is valid

¥
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/**

* object = Scene object

*/

setContent(object, clips) {
const box = new THREE.Box3().setFromObject(object)
const size = box.getSize(new THREE.Vector3()).length()
const center = box.getCenter(new THREE.Vector3())

/I this.controls.reset()

object.position.x += object.position.x - center.x
object.position.y += object.position.y - center.y
object.position.z += object.position.z - center.z

// this.controls.maxDistance = size * 10

this.defaultCamera.near = size / 1000 // 100
this.defaultCamera.far = size * 1000 // 100
this.defaultCamera.updateProjectionMatrix()

/1 if (this.options.cameraPosition) {

/I this.defaultCamera.position.fromArray(this.options.cameraPosition)
/I this.defaultCamera.lookAt(new THREE.Vector3())

Il'} else {

this.defaultCamera.position.copy(center)
this.defaultCamera.position.x +=size / 2.0
this.defaultCamera.position.y +=size / 5.0
this.defaultCamera.position.z +=size / 2.0
this.defaultCamera.lookAt(center)

I}

/I this.setCamera()

/I AxesHelper
this.axesCamera.position.copy(this.defaultCamera.position)
this.axesCamera.lookAt(this.axesScene.position)
this.axesCamera.near = size / 100

this.axesCamera.far = size * 100
this.axesCamera.updateProjectionMatrix()
this.axesCorner.scale.set(size, size, size)

/I this.controls.saveState()
/Il object.scale = new THREE.Vector3(100, 100, 100)

this.scene.add(object)
this.content = object

this.$store.commit('SET", { disableLighting: false })
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this.content.traverse(node => {
if (node.isMesh) {
node.material.depthWrite = Inode.material.transparent
} else if (node.isLight) {
this.$store.commit('SET", { disableLighting: true })
}
o

I

this.updateLighting()
this.updateEncoding()
this.updateDisplay()
this.updateAnimation()
this.updateEnvironment()

this.setClips(clips)

this.resetGUI()

window.content = this.content

console.info('THREE.Scene exported as “window.content™)
/I console.dir(this.content)

traversePrint(this.content)

}

setClips(clips) {
setClips(this.$data, clips)
}

playClips() {
playClips(this.$data)

}

resetGUI() {
this.animControls.forEach(ctrl => ctrl.remove())
this.animControls.length = 0

/I -- Don't display the animation folder
...

/I Animations playout
if (this.clips.length) {
Il -- Display the animation folder
Il Get the folder classlist
/l Remove no-display from it
/I Commit changes to store
...

/I Play the animations
playAnimations(this.$data)
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/I Use animation folder to play other clips when enabled
/I playOtherClips()
/I (Also, dont forget to add animCitrls to this.$data)
}
b

updateEnvironment() {
updateEnvironment(this.$data, this.sceneState, this.$store)

2

updateAnimation() {
updateAnimation(this.$data, this.sceneState)

2

resetGUIFolders() {
this.$store.commit('SET_FOLDER_GUI_DISPLAY", { anim: 'none' })
}

loadModel() {
let loaderPromise

switch (this.fileType) {

case 'gltf"
loaderPromise = loaders.loadGLTF(this)
break

case 'glb":
loaderPromise = loaders.loadGLTF(this)
break

case 'fbx'":
loaderPromise = loaders.loadFBX(this)
break

case 'obj":
loaderPromise = loaders.loadOBJ(this)
break

case 'dae"
loaderPromise = loaders.loadDAE(this)
break

case 'stl":
loaderPromise = loaders.loadSTL(this)
break

default;

console.error(‘"Unable to load the model’)
break

¥

return loaderPromise

2
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addAxesScene() {
addAxesScene(this.$data, this.$refs['axes)

2

updateDisplay() {
updateDisplay(this.$data, this.sceneState)

2

updateCamera() {
this.controls.autoRotate = this.sceneState.cameraAutoplay

2

updateControls() {
updateControls(this.$data, this.sceneState)

2

updateEncoding() {
updateEncoding(this.$data, this.sceneState)

2

resetLighting() {
console.log(‘Calculating model info...")
this.getModelInfo(this.scene)

this.$store.commit('SET_DEFAULT_LIGHTING")
this.updateLighting()

2

getModellInfo(scene) {
const { children } = scene

let objects = 0
let vertices = 0
let triangles = 0

children.forEach(child => {
child.traverseVisible(object => {
objects++

if (object.isMesh) {
const geometry = object.geometry

if (geometry.isGeometry) {
vertices += geometry.vertices.length
triangles += geometry.faces.length

} else if (geometry.isBufferGeometry) {
vertices += geometry.attributes.position.count

if (geometry.index == null) {
triangles += geometry.index.count / 3



}else {
triangles += geometry.attributes.position.count / 3
¥
¥
¥
})
by

const modelinfo = {
key: 'Model Info',
value: [
{ key: 'vertices', value: vertices },
{ key: 'triangles’, value: triangles },
{ key: 'objects', value: objects }
]
}

this.$store.dispatch(‘'saveModelInfo', modelinfo)

2

updateLighting() {
updateLighting(this.$data, this.sceneState)

}
h
watch: {
fileURL.: function() {
/I Initiate the scene
this.reset()

this.init()
this.animate()

/I Same as viewer.load().catch().then()
this.loadModel()

/1 On Error handler (should be same as in Viewer's onError)

.catch(error => {
console.log('in error")
let message = (error || {}).message || error.toString()
window.alert(message)
console.error(error)
by,
/[ Then Handler
.then(object => {
this.getModelInfo(this.scene)

Il Cleanup
console.log('in cleanup')
this.$store.commit(DEACTIVATE_SPINNER')
if (typeof this.rootFile === "object’)
URL.revokeObjectURL (this.fileURL)
by,
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k
2

created() {
this.$store.subscribe((mutation, state) => {
/I console.log("Reacting to ${mutation.type} mutation’)

/I Assign only certain types of mutations, ALLOW pitfall
switch (mutation.type) {

case 'UPDATE_DISPLAY":

case 'UPDATE_ENVIRONMENT":

case 'UPDATE_CAMERA'

case 'UPDATE_CONTROLS"

case 'UPDATE_LIGHTING":

case 'RESET _LIGHTING":

case 'UPDATE_ENCODING"

case 'UPDATE_ANIMATION"

case 'PLAY_CLIPS"

/I console.log("Reacting to ${mutation.type} mutation’)

this[snakeCapsToCamel(mutation.type)]()
break

default:
break

¥
)
¥
¥

</script>

<style lang="scss" scoped>
.scene-wrapper {

position: relative;

width: 100%;

height: 100%;
}

.scene {
display: flex;
flex-direction: column;
position: relative;
width: 100%;
height: 100%;

}

.axes {
width: 100px;
height: 100px;
margin: 20px;
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padding: Opx;
position: absolute;
left: Opx;

bottom: Opx;
z-index: 10;
pointer-events: none;

¥

<[style>

store/index.js
import Vue from 'vue'
import Vuex from 'vuex'

import { SRGBEncoding, LinearEncoding } from 'three’
Vue.use(Vuex)

export default new Vuex.Store({
state: {
showSpinner: false,
showModellnfo: false,
showTutorial: false,

/I File loading
fileURL: ",
rootPath: ",
fileMap: null,
fileType: ",

/I File history

/l modelHistory: [],

modelHistory: localStorage.modelHistory
? JSON.parse(localStorage.modelHistory)

0

/I Loaded model information
modelinfo: {},

/I Visibility control for specific GUI folders
foldersGUI: {

/[ anim: 'no-display’

anim: null

b

/I GUI variables
sceneState: {
/I Interaction
fpsControls: false,
cameraAutoplay: false,
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// Display

grid: false,

axes: false,
wireframe: false,
skeleton: false,

/l Environment
background: false,
environment: 'None',

/I Animation
playbackSpeed: 1.0,
// actionStates: {},

/I Lighting

ambientColor: Oxffffff,
directColor: Oxffffff,
ambientIntensity: 0.4,
directIntensity: 0.8 * Math.Pl,
exposure: 1.0,
disableLighting: false,

I/l Encoding
outputEncoding: SRGBEncoding,
textureEncoding: SRGBEncoding
}
3

mutations: {
SET: (state, { key, value }) => (state[key] = value),

SET_SCENE_PRORP: (state, { key, value }) => (state.sceneState[key] = value),

TOGGLE_MODAL_MODEL_INFO: state => {
state.showModelInfo = Istate.showModelInfo

}

TOGGLE_MODAL _TUTORIAL.: state => {
state.showTutorial = Istate.showTutorial

b

ACTIVATE_SPINNER: state => {
state.showSpinner = true

2
DEACTIVATE_SPINNER: state => {

state.showSpinner = false

2

SAVE_FILE_DATA: (state, { fileURL, rootPath, fileMap, fileType }) => {
state.filelURL = fileURL
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state.rootPath = rootPath
state.fileMap = fileMap
state.fileType = fileType
}
RESET_FILE DATA: state => {
state.filtURL ="
state.rootPath ="
state.fileMap = null
state.fileType ="
}
SAVE_MODEL_TO_HISTORY: (state, model) => {
let history = state.modelHistory
history.push(model)
if (history.length > 20) {
/I trim localStorage model history up to 20 last
history.shift()
/I history.splice(history.length - 20, 20)
}
localStorage.modelHistory = JSON.stringify(history)

2

SAVE_MODEL_INFO: (state, modellnfo) => {
state.modelinfo = modelinfo

}

/[ GUI manipulations

SET _DEFAULT_LIGHTING: state => {
state.sceneState.ambientColor = Oxffffff
state.sceneState.directColor = Oxffffff
state.sceneState.ambientIntensity = 0.4
state.sceneState.directIntensity = 0.8 * Math.PI
state.sceneState.exposure = 1.0

2

UPDATE_CAMERA: () => console.log('~~ updateCamera notifier’),
UPDATE_CONTROLS: () => {3},

UPDATE_DISPLAY: () =>{},

UPDATE_ENVIRONMENT: () => {},

PLAY_CLIPS: () => {3},

UPDATE_ANIMATION: (state, speed) => (state.playbackSpeed = speed),
UPDATE_LIGHTING: () => {},

RESET_LIGHTING: () => {},

UPDATE_ENCODING: () => {}

b

actions: {
saveFileData({ commit }, fileData) {
console.log('~~~ Saving file data to global state...")
commit('SAVE_FILE_DATA', fileData)

b



resetFileData({ commit }) {
console.log('~~~ Resetting file data to prepare for new model...")
commit(RESET_FILE_DATA")

b

saveModelToHistory({ commit }, fileData) {
console.log('~~~ Saving model to global state history...")
console.dir(fileData)
commit('SAVE_MODEL_TO_HISTORY, fileData)

h

saveModelInfo({ commit }, modelinfo) {
console.log('~~~ Saving model info to global state...")
commit('SAVE_MODEL_INFO', modelinfo)

2
H

Lighting.js
import { AmbientLight, DirectionalLight } from 'three’

/**

* Creates lighting to then add to the Scene (default: Ambient and Directional)
* with values taken from sceneState
* @param {Array<THREE.Light>} lights Scene's lights
* @param {Object} sceneState global scene state managed by VueX
*/
const createLighting = (lights, sceneState) => {
/I const lightHemi = new THREE.HemisphereLight();

const lightAmbient = new AmbientLight(
sceneState.ambientColor,
sceneState.ambientIntensity

)

lightAmbient.name = ‘ambient_light'

const lightDirectional = new DirectionalLight(
sceneState.directColor,
sceneState.directIntensity
)
lightDirectional.position.set(0.5, 0, 0.866) // appx. 60 degrees
lightDirectional.name = 'directional_light'

return [lightAmbient, lightDirectional]
}

/**

* Applies sceneState’s lighting values to ambient and directonal lights
* @param {Array<THREE.Light>} lights Scene's lights

* @param {Object} sceneState global scene state managed by VueX
*/
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const applyLighting = (lights, sceneState) => {
lights[0].color.setHex(sceneState.ambientColor) // ambient
lights[0].intensity = sceneState.ambientIntensity
lights[1].color.setHex(sceneState.directColor) // directional
lights[1].intensity = sceneState.directIntensity

ks

/**

* Removes all of Scene's lights

* @param {Array<THREE.Light>} lights Scene's lights
*/

const removeLighting = lights => {
lights.forEach(light => light.parent.remove(light))
lights.length =0

}

/**

* Updates animation-related data, is called in Scene when notified by GUI
* @param {Object} data object passed from Scene
* @param {Object} sceneState global scene state managed by VueX
*/
const updateLighting = (data, sceneState) => {
const lights = data.lights

/I Lighting control

if (!sceneState.disableLighting && !lights.length) {
const createdLights = createLighting(lights, sceneState)
data.defaultCamera.add(...createdLights)
lights.push(...createdLights)

} else if (sceneState.disableLighting && lights.length) {
removeLighting(lights)

¥

/l Exposure
data.renderer.toneMappingExposure = sceneState.exposure

// Default lighting
if (lights.length === 2) {
applyLighting(lights, sceneState)

¥

export default updateLighting
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AHOTALISA

JlomaToK MICTHTH OMUC OCHOBHUX KOMIIOHEHTIB BE0O-CHCTEMHM ISl 1HTEPaKTUBHOI
pob6otu 3 3D 00’ekTamu, a came:

— I'padiunoro inTepderic kopucTyBaya sl B3a€EMO/IT 3 3aBaHTAKEHOIO MOJEIUTIO
ta 3D oTOUEHHSIM,

— CrBopenns 3D cuenu amst rpadiqHOro BioOpaskeHHs 00’ €KTIB;

— 30epira”Hs JaHUX 3a JOMOMOrOI0 LEHTPAII30BAaHOI CXEMH YIPAaBIIHHSA JaHUMU
JUISL BCIX KOMIIOHEHTIB mporpamu VUEX;

— KommonenT ctBopenHst cBiTiia y 3D creni Ta ympaBiiHHS HHUM, SIK TPUKIA]T
OJTHOTO 3 MYHKTIB MEHIO rpadiunoro inTepdeiicy KopucTtyBada aias MaHimyiaroBaHHsa 3D

OTOYCHHM.
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3AT'AJIBHI BITOMOCTI

Y 1poMy nOAaTKy MICTUTBCS OINKUC OCHOBHUX KOMITOHEHTIB BeO-CHCTEMH s
iHTepakTuBHOI podotu 3 3D o6’ektamu. Y gomatky b MICTUThCS NporpamMHUN KOJ
BIJIITOBITHUX KOMIIOHEHTIB.

Be0-cucrema po3poOieHa 3a JOOMOIO0 MOBH IporpamyBaHHs JavaScript, ppoHT-
eH (GperdMBOPKY JUisl CTBOpPEeHHS 1HTep(eiciB kopucTyBada Vue.js Ta 010J10TEKH s
BimoOpaxkenHs animoBaHoi 3D rpadiku Three.js.

Kpocmnarpopmenuid MoOOUTBHUN JTOAATOK PO3POOJICHHA 3a JIOMOMOTOI0 MOBH
nporpamyBaHHsi Dart 3 BUKOPUCTaHHSIM I1HCTPYMEHTAJIbHUX 3acoOIB JUIsl CTBOPEHHS
iHTepdeiiciB kopuctyBada Flutter. JlomaTok morpedye onepaiiiiiny cucremy 10S Bepcii 8.0

1 Bume adbo Android Bepcii 4.0.0 1 Bute.
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OYHKIIOHAJIBHE ITPU3ZHAYEHHA

Cucrema Hasae QpyHKIIOHAT JJIs iHTepakTUBHOT poboTH 3 3D 06’ekTamu, a came:
— I'padiunuii iHTepdeiic kopucTyBada JyIsl B3a€MOJIII 3 3aBaHTAXEHOI MOJIEILTIO
Ta 3D O0TOYEHHAM;
— AJIJaNTUBHUN 3aBaHTaXyBay MOJIENl Y BUIVISIAL K MOOAWMHOKUX (paiiiB, Tak 1
nanok 13 0aratbma (aiiiaMu Ta pecypcamu;
— CtBopenns 3D cuenu ans rpadivyHOro BitoOpakeHHs 00’ €KTIB;
— 30epiradHs JaHUX 3a JIOMOMOTOI0 IEHTPaII30BaHOI CXEMH YIPaBJIIHHS JTaHUMHU
JUTSL BCIX KOMIIOHEHTIB nporpamMu VUEX;
— MamninymoBanHs 3D Mozenro Ta CIeHoo y IIIOMY, 1[0 MOXHA I€KOMITO3yBaTH
Ha!
® VIPABIIHHS CBITJIIOM;
® AaBTOBIJTBOPEHHS KAMEpHU;
® 3MiHA KOAYBaHHS TEKCTYP;
e yIIpaBIIIHHA aHIMAIlIsSIMH;
e 3MiHA HABKOJIUIIHLOTO 3D oTOUeHHS;
® 0/JaBaHHS AOMOMDKHUX 1HCTpyMeHTIiB 10 3D cienn.
— HapyayibHU# MOCIOHUK Ta JTOB1/IKA KJIOUOBHUX MPUB’ 30K arapaTHOTO KOHTPOJIIO

KOpHUCTyBaya.



82

OIINC JIOT'TYHOI CTPYKTYPH

3riHo 3 apXITEKTYpOIO, IPOrpaMHUIN KOMILUIEKC MOALISETHCS Ha 1B MOTYJIL:

— Be6-cucrema 115 inTepakTUBHOI po6oTu 3 3D 00’ ekTamu (OCHOBHUM);

— Kpocmmarpopmennit  MOOIIBHHIM 3aCTOCYHOK Juist Kiacudikamii HaOUTbII
MOIIMPEHUX Ha TaHWid MOMEHT TutiB 3D ¢haiiiB (101aTKOBHA).

Be6-cucrema nmojinseTbest Ha MIKCOBaHI KOMITIOHEHTH 1HTEpdelcy KoprucTyBaua, 1o
BOJHOYAC CIYTYIOTh JUIsl BIHOOpaXeHHs!, IOBEPXHEBOI JIOTIKH 1 B3a€EMOJI1 3 KOPUCTYBAUEM,
Ta CYTO JIOT14HI KOMIIOHEHTH Ta Mojielli 1jis1 cTBopeHHs 3D cucremu, 00poOKH TOTOYHOTO

CTaHy JaHUX TOILIO.
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BUKOPUCTOBYBAHI TEXHIYHI 3ACOBH

Jis  BUKOpWCTaHHA BEO-CUCTEMH KOPUCTYBa4 IIOBMHEH MaTH TEPCOHAIBHUAN
KOMIT'FOTep a00 MOOLIBHHI IMPHCTPil 3 Opay3epoM, IO MmATpuMye JavaScript, a takox
T KTFOUEHHS 0 MEPEKi IHTePHET.

Jns  BUKOpUCTaHHS KpoCIIaThOpMEHOTO MOOUIBHOTO JO0JATKy, KOpPUCTyBau
MIOBUHEH MaTh MOOLIBHHUN MIPHUCTPIi 3 onepartiiiHoto cuctemoro 10S Bepcii 8.0 1 Buiie abo
Android Bepcii 4.0.0 i Bume. MoOUTEHUI MPUCTPIM TAaKOXX MA€ MaTH IMiIKIFOYCHHS JI0

MEpexi IHTEPHET.
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BUKJ/IUK I 3BABAHTAKEHHSA

Be6-cucteMHUl KOMITOHEHT MPOTPAMHOTO KOMIUIEKCY HE MOTpedye 1HCTaSIil
3aBISIKH BHKOpHUCTaHii Metomgonorii JAMStack, Ta mocTymHHEl 3a MOCHIAHHSIM

https://penumbra3d.netlify.com.

MoO6inpHul  10AaTOK TMOTpPeOye IHCTANSIIT, a IHCTAISIIAHUA Qain MokHa
3TeHEPYBATH 3aBaHTAXXKUBIIK HE0OX1IHI (pailiy 3a MOCUIIaHHIM Ha CHCTEMY KEpyBaHHS Ta

koHTporo Bepciit GitHub https://github.com/oddestdan/penumbra_kb Ta BukoHyr0Un

BKA31BKM, OIMCAaHI y JOKyMEHTalli 3a 3rajaHuM IOCHUJIaHHSIM. 3reHepoBaHUM (aiin
HEOOXIJTHO 3allyCTUTH Ha MOOUIBHOMY HPUCTPOI, MICISA 4oro Oyzae MpoBeAeHa 1HCTaSALIA.

¥ pasi ycnixy, 10/1aTOK TOTOBUN 10 BUKOPUCTAHHS.


https://penumbra3d.netlify.com/
https://github.com/oddestdan/penumbra_kb
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BXIJHI JAHI

Bxigna indopwmariist BeO-cuctemu sl iHTepakTuBHOI poOoTH 3 3D 00’ exTamu:

— Indopmanisi mpo BHUKOPUCTOBYBaHMM amapaTHuil mpuctpiii (Opayszep abo
oreparliiHa cuctemMa y BUIaJIKy MOOLJTBHOTO 3aCTOCYHKY);

— 3aBantaxkeHa 3D Mozgenp MEBHOTO TUMY (fKa YCHINIHO 3aBaHTAXYETHCS Yy
BUIAJKY THiaTpuMmyBaHoro ¢opmaty 3D (aiinmy). 3aBaHTaxeHHS MOXE BinOyBaTuCA
BUKOPUCTOBYIOUH SIK TTOOJUHOKWHN (haidy, Tak 1 y BUTJIA/I NANoOK 13 6aratbma (aitiiamu Ta

pecypcami.
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BUXIJHI JAHI

Buxigna indopwmariist BeO-cuctemu il iHTepakTUBHOI poboTH 3 3D 00’ exTamu:

— Indopmaris npo 3aBanTaxkeHy 3D Mojens;

— I'pynu iHTEpaKIiHHOT B3aEMO/IIT 3 MOACIUIIO Y BUIIISIAL TpadidyHOTO iHTEpdeicy
KOPHCTYBaya;

— Crucina iHpopMallisg HI010 KIIOUOBUX MPUB’SI30K alapaTHOT0 KOHTPOJIIO;

— Ctucna i"dopmallisi MNpo po3poOJSICHUH MNPOEKT Ta TMOCUJIAHHS Ha OLIbII

JeTanbHy 1HQOpMAIIIIO.



