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PE®EPAT

CrpykTypa Ta o0cAr aMmioMHoi podoru. PoGora micTuTh 95 CTOpIHOK, 13
PHUCYHKIB, 2 10JaTKu Ta 17 mocuiaHs.

MeTo10 TUTUIOMHOT pOOOTH € pO3pOOKa MPOrPAMHOTO KOMILIEKCY, 110 3a0e3neuye
e(deKTUBHY IHTEpAaKTHUBHY Bi3yasi3allil0 TOMOJOTIYHUX CTPYKTYp y VR-cepenoBumii 3
miATpUMKOR AuHaMiyHoro LOD, mioniyH BiICIKaHHS Ta TPOCTOPOBOTO raycasting.

IIpakTnyHe 3HA4YeHHs1 OJep:KaHUX Ppe3yJbTatiB Po3poOnenuil mporpamHuii
KOMIUICKC Ma€ MpaKTHYHY IIHHICTh y TakuX cdepax 3acTocyBaHHA. B iHXKCHEpHOMY
aHaiizl BiH JO3BOJISIE 1H)XKEHEPAM-KOHCTPYKTOpaM IHTEPAKTUBHO  JIOCIHIJKYBaTH
pesynbraty MCE-po3paxynkiB y VR-cepenoBuii, 10 3HAYHO TPHUCKOPIOE TPOIIEC
BUSBIICHHS KOHIICHTPATOPIB HANPYXCHb Ta CIA0KUX MiCllb KOHCTPYKIi. VY
MaTrepiajJo3HaBCTBI cHUcTeMa 3a0e3ledye TPUBHUMIPHY Bi3yali3allilo MIKPOCTPYKTYpH
MOPUCTHX MaTepiaiiB, OTPUMaHUX METOJIaMH KOMITHOTepHOi Tomorpadii. B ocBiTi
iHTepakTHBHAa VR-Bi3yanizallis TOMOJOTIYHUX CTPYKTYp MOXKe OyTH BUKOpPHCTaHa JJIs
HAOYHOTO MOSICHEHHS KOHIICTIIIH TOMOJIOTIYHO1 ONTHMI3aIlii Ta Teopii rpadiB cTyaeHTaM
TEXHIYHUX CIEIAIbHOCTEN

Kuarwu4oi cioBa: cemantuuynuii BeO, onronoria, RDF, SPARQL, eBpuctuunuii
aNTOpPUTM, TeHepallis po3KIaay, IHAUBIAyaIbHUN HAaBYAIBHUN TUIaH, IMiTaliiiHe

moxemoBanHs, ERP-cucrema, python



ABSTRACT

Structure and volume of the thesis. The work contains 55 pages, 13 figures, 2
appendices, and 17 references.

The purpose of the thesis is to develop a software system that provides efficient
interactive visualization of topological structures in a VR environment with support for
dynamic LOD, clipping planes, and spatial raycasting.

Practical significance of the obtained results. The developed software system has
practical value in the following fields of application:

. In engineering analysis, it allows design engineers to interactively
investigate the results of FEA (Finite Element Analysis) calculations in a VR environment,
which significantly accelerates the process of identifying stress concentrators and structural
weaknesses.

. In materials science, the system provides three-dimensional visualization of
the microstructure of porous materials obtained by computed tomography methods.

. In education, interactive VR visualization of topological structures can be
used to clearly explain the concepts of topological optimization and graph theory to students
of technical specialties.

Keywords: Semantic Web, ontology, RDF, SPARQL, heuristic algorithm, schedule

generation, individual study plan, simulation modeling, ERP system, Python.
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BCTYVYII

VY cyuacHOoMy CBITI TpUBHMIpHA Bi3yaii3alis BiAirpae BaXXJIHUBY poJib y OaraTbox
rajy3sX HaykKd Ta TeXHIKM. I[H)KEHepHUN aHami3, KOMII'IOTEpHE MOJEIIOBAaHHS,
MaTepiaJlo3HaBCTBO, MEAMIIMHA Ta 1HIIL cpepu ASUIBHOCTI NOTPeOYIOTh e(hEeKTUBHHUX
3ac00IB MPEACTABICHHS CKIAQJHUX HPOCTOPOBUX CTPYKTYyp. OcoOnuBuil iHTEpec
CTaHOBJIATb TOMOJIOTIYHI CTPYKTYpH, SIKI XapaKTEPU3YIOTbCA BEIMKOI KUIBKICTIO
B3a€MO3B’SI3KIB MK €JIEMEHTaMU Ta CKJIaJHOI0 BHYTPIIIHBOIO Oya0BOI. AHanli3 TaKUX
00’€KTIB 3a JONMOMOTOI TPAJUIIIHHUX JIBOBUMIPHHUX METOJIB Bi3yaii3alii 4acTto €
HEJAO0CTAaTHO €()EKTUBHUM, OCKUIBKHM 30BHIIIHI IIApH MOXYTh MPUXOBYBATU BHYTPIIIHI

CICMCHTU CTPYKTYPH Ta YCKIIAIHOBATHU CHpHﬁHHTTH IMPOCTOPOBUX 3B’ SI3KIB.

CTpiMKHMI PO3BUTOK TEXHOJIOTi BIPTyaJbHOI pPEaqbHOCTI BIIKPUBAE HOBI
MOMJIMBOCTI JUIsl JOCIHIJPKEHHS CKJIATHUX TPUBUMIPHUX 00’ €kTiB. Bukopucranas VR-
CEepEeZOBUII J03BOJISIE KOPUCTYBauy B3a€MOJIATH 3 MOJICJUTIO B pEaJIbHOMY MacIiTaoi,
neperasaaati ii 3 OyIb-sIKOr0 PaKypcy Ta IOCIKYBAaTH BHYTPIIIHIO CTPYKTYpY 3a
JIOTIOMOTOIO CITeIliaJIi30BaHUX IHCTPpYMEHTIB. Takuii miaxig 3a0e3nedye OUIbII iHTYITHBHE

CIIPUUHATTS TaHUX Ta MiJBUINYE e(DEKTUBHICTh aHAJI3Y CKJIaJHUX TOMOJIOTTYHUX MOEICH.

Pa3om i3 mepeBaramu VR-Bi3yasmizailii BAHUKAa€ HU3Ka TEXHIYHUX BUKIUKIB. OTHUM
13 HUX € HEOOXINHICTh 3a0e3MedYeHHs] BUCOKOI MPOAYKTUBHOCTI TiJ 4Yac PEHICPHUHTY
MOJIeIeH, 10 MOXXYTh MICTHUTH MUIBHOHHM TOJIrOHIB. TakoX Ba)KJIMBUM 3aBJaHHSIM €
MiATPUMKA Pi3HUX (HOPMATIB TOMOJOTIUYHUX JaHHUX, MOOYJ0Ba TPUBUMIPHOI TeoMeTpii Ha
OCHOB1 BOKCEJIBHHX CTPYKTYp Ta peaiizallisi 3py4HHX 3ac00iB B3a€MOIii KOpUCTyBaya 3

MOJICIITIO y BIpTYaTbHOMY MIPOCTOPI.



1 AKTYAJIBHICTBb TEMMU, META,
3ABJAHHSA JOCIIIKEHHSA

1.1 AKTyaJIbHICTh TEMH A0CTIIKEHHHA

CyuyacHa 1HXEHEpHa MPaKTUKa Ta HAYKOB1 JOCIIXKEHHS BCE YAaCTIIIE CTUKAIOTHCS 3
HEOOXIIHICTIO aHalli3y CKJIaJAHUX TPUBUMIPHUX CTPYKTYp, IO MarOTh HETPUBIAJIbHY
TOMOJOr110. TONMOJOTIUHI CTPYKTYpU 3YCTPIHAIOTHCA B IIMPOKOMY CIIEKTpP1 raiys3ei: Bij
ckiHueHHO-eneMeHTHOoTo aHanizy (MCE) koHcTpykiiii y MamumHOOYJyBaHHI —Ta
AepPOKOCMIYHIA MPOMHUCIOBOCTI J0 MOJICTIOBAHHS MOJICKYJSPHUX PEIITOK y XiMii Ta
O1oiHpOpMAaTHII, BIJ aHAI3y TOPUCTUX MaTepiajiB y MaTepiaJ03HABCTBI A0 JOCIIIKEHHS
HEUPOHHMUX MEPEXK y HEUPOHAYKaX.

Tpamumiitni  3acobu  CAD/CAE-cuctem  (ANSYS, Abaqus, SolidWorks)
3a0e3MneuyoTh MOTYKHUM (QYHKIIIOHAN Uit poOOTH 3 TAKUMHU CTPYKTYypaMu, OHAK BOHHU
3aJIMIIAIOTECA  JIOPOTUMH, BHUMAaraloTb TPUBAJOTO HABYaHHA Ta HE MIIATPUMYIOTH
IHTEpaKTUBHOI B3aeMoli B peasbHOMY uaci. [losiBa TexHosorii po3smupenoi (AR) Ta
BipTyanbHO1 peanbHOCTi (VR) Bimkpuiia MPpUHIIUIIOBO HOBI MOXJIMBOCTI JUIS IHTYiTUBHOTO
JOCJTJPKEHHSI TPUBUMIPHUX TOIOJIOTTYHUX 00'€KTIB: KOPUCTYBAaU MOXKE «3aMTH BCEPEAUHY»
CTPYKTYPH, BUIALUIUTH OKpeMi ii eJeMEHTH 3a JOIMOMOTOI0 MPUPOJTHHUX KECTIB, OTPUMATH
MUTTEBHU 3BOPOTHUH 3B'I30K PO PI3UUHI TapaMeTpH OyIb-SKOT TOUKH.

Pazom 3 TuM, po3poOka mporpamHoro 3abesrneueHHs s VR-Bi3yamizarii
TOTIOJIOTIYHUX CTPYKTYp TOB'SI3aHa 3 PSJIOM HETPHUBIATBHUX TEXHIYHMX BUKIMKIB. [lo-
nepie, HeoOXiTHO e(hEeKTUBHO MEPETBOPIOBATH JUCKPETHI BOKCENbHI 200 CITKOBI JaHi y
3TJ1a/KEHI TOJITOHANIbHI MOBEPXHI, MPUAATHI Uil PEHICPUHTY B peasibHOMY dYaci. [lo-
apyre, moTpiOHO 3abe3neunTr TUHAMIYHY OonTUMi3alito piBas Aetanizarii (LOD) 3anexno
BiJl MTOTOYHOI MO3MIIiT KaMepH, 00 MATPUMYBATH CTAOLTBHY 4acTOTy KajapiB (= 72 FPS),
KpuTu4Hy 1151 KompoptHoro VR-nmocsiny. [lo-Tpere, cuctema NOBHHHA MiATPUMYBATH
IHTEPAKTUBHI 3alMTH — IUIOIIMHU BiACIiKaHHA Ta raycasting — s JOCIiIKEHHS

BHYTPILIHBOI CTPYKTYpPH OO'€KTIB.



CaMe 1 BUKIMKHA BHM3HAYalOTh AKTYaJbHICTh JAHOI JUILUIOMHOI poOOTH, B SKIH
pO3pO0JIEHO MPOrpaMHUN KOMIUIEKC JUIsl Bi3yadi3alli TOMOJOTIYHUX CTPYKTYp ¥y

BIpTyaJbHUX cepefoBuIax Ha 6a3i pymiis Unity Ta Python-nnpototuy.

1.2 MeTa Ta 3aBIaHHSA JOCTiZKeHHA

MeTor0 TUIIIIOMHOT pOOOTH € po3poOKa MPOrPaMHOTO KOMILIEKCY, IO 3a0e3nedye
e(eKTUBHY IHTEPaKTUBHY BI3yaji3allil0 TOMOJOTITYHUX CTPYKTYp y VR-cepemoBuiii 3
miATpUMKO AuHaMiyHoro LOD, mioniyH BiICiKaHHS Ta TPOCTOPOBOTO raycasting.

JIJIsl TOCATHEHHS MMOCTaBJICHOI METH HEOOXITHO BUPIMIMTH Taki 3aBaaHHs: [lepre
3aBJaHHS TIOJIATa€ y TPOBEACHHI aHali3y ICHYOUHMX METOJIB 1 3aco0iB Bizyasmi3ailii
TOIOJIOTIYHUX  CTPYKTYD, BU3HAYCHHI ix mepeBar Ta
HeJoMiKIB. Jlpyre 3aBmaHHs Tmepeadadae po3poOKy yHipiKOBaHOT MoOAENl JaHUX IS
NPEJACTaBICHHS TOMOJIOTIYHUX CTPYKTYp pi3HOro tumy (rpadu, BOKCEIbHI MAaTpHIII,
pe3yibTaTh TOIMOJOTiYHOI onTuMizanii). Tpere 3aBmaHHsS — peamizallis alropuTMy
Marching Cubes mist moOym0oBH 130MOBEPXOHB 3 BOKCEIBHHX MaTpHIlb. UeTBepTe
3aBJaHHS OXOILTIOE po3poOKy cuctemu auHamigHoro LOD 3 TppoMa piBHSAMHU aeTamizarii.
[T'ste 3aBmaHHS BKJIIOYAE pealizallilo MOIYJIB IUIOIIMHU BiACiKaHHS Ta raycasting s
IHTEPaKTHUBHOTO JOCHIKeHHS CTpYKTYyp. [llocTe 3aBmanHs — po3poOKy MOBHOTO HAOOPY
moaynbaux TecTiB (EditMode ta PlayMode) nmns Bepudikaiii KOpeKTHOCTI poOOTH
cuctemu. CroMe 3aBAaHHS nependavyae TPOBEACHHS aHAI3y MPOAYKTUBHOCTI Ta

dbopMyTIOBaHHS PEKOMEHIAIIIN 3 ONTHMI3aIlii.

1.3 O0’€KT Ta mpeaMeT A0CiIKeHHS

O0'ekTOM J0CHIIKEHHSI € TpoIec KOMITIOTEPHOI Bi3yalizarii TPUBHMIPHHUX
TOTIOJIOTIYHUX CTPYKTYP B IHTEPAKTUBHUX CEPEOBHUIIAX PEATBHOTO Yacy.
IIpeamerom [OC/iTzKEHH € METOAM, AJITOPUTMH Ta TPOTPaMHI 3aco0W s

moOy10BU, ONTHUMI3allll Ta IHTEPAKTUBHOI'O BITOOPAKEHHS MOJITOHATBHUX MpE/CTaBICHb



TOMOJIOTTYHUX CTPYKTYP.

VY poGoti BukopuctaHo Taki Meroau: aiaroputm Marching Cubes anga noOynosu
130MOBEPXOHB; METOIU ICLIMMAIIi] OJIIrOHAIbHUX CITOK 11 LOD-onTuMizariii; alroput™Mu
MIPOCTOPOBOIO TpacyBaHHS NMPOMEHIB (raycasting) Al IHTEPAKTUBHUX 3aIUTIB; METOIU
00'€KTHO-OpP1EHTOBAHOT0O MPOEKTYBaHHs (natepHu «Pacany, «Ctpaterisy, «Cnoctepirau)
JUIA apXiTEeKTYpH CHCTEMH; METOAM MOMAYJIBHOTO Ta IHTETPALIMHOTO TECTyBaHHS s
BepHdiKallii KOPEeKTHOCTI.

Po3pobiiennii mporpaMHHIl KOMIUIEKC Ma€ MPaKTUYHY MLIHHICTh Y Takux cdepax
3acTocyBaHHS. B iHXeHepHOMY aHaii3l BIH [03BOJSE 1HXXKEHEPaAM-KOHCTPYKTOpaM
IHTEpaKTUBHO JociiKyBatu pe3ynbratd MCE-po3paxynkiB y VR-cepepoBumii, 110
3HAYHO TMPHUCKOPIOE TPOIIEC BUSBICHHS KOHIICHTPATOPIB HAINPYXEHb Ta CIA0OKHX MiCIlh
KOHCTPYKIIii. Y MaTepiajJo3HaBCTBI cHCTeMa 3a0e3leuye TPUBUMIPHY Bi3yasizallito
MIKPOCTPYKTYPH MOPUCTUX MaTepiasliB, OTPUMAHUX METOJaMH KOMIT'FOTEpHOT ToMorpadii.
B ocBiTi inTepakTuBHa VR-Bi3yaiizallis TOMOJIOTTYHUX CTPYKTYp MOXKEe OyTH BUKOpHUCTaHA
JUIT HAOYHOTO TIOSICHEHHS KOHIIEMIIIA TOIOJOTiYHOi onTuMizamii Ta Teopii rpadis
CTYJIEHTaM TEXHIYHHMX CIEI1aTbHOCTEM.

JlutimomHa po6oTa CKIAAAEThCA 3 5 OCHOBHUX pO3aALTIB. Ilepmwuii po3mim MICTUTH
BCTYII, OOTPYHTYBaHHs aKTYaJbHOCTI Ta TIOCTAHOBKY 3adadi. Jpyruil po3ain mpucBSIYEHO
TEOPETHYHUM OCHOBAM TOIIOJIOTIYHHMX CTPYKTYP Ta METOIB iX KOMITFOTEPHOI Bi3yasri3arlii.
Tperiit po3ain onucye 3arajabHy apXiTEKTypy pPO3pOOJICHOrO0 MPOTPAMHOIO0 KOMILIEKCY.
YerBepTuii Ta M'SITHI PO3AUTH JETATHHO OMHUCYIOTHh Peali3allifo MOIYJiB MAPCUHTY JaHUX
Ta MOOY/I0BY MOJITOHATBHUX CITOK BimoBinHO. [llocTuii po3aia MiCTUTH JeTaIbHUN aHaTI3

anroput™my Marching Cubes. Cromuii po3ain onucye MOAyinb PEHICPUHTY Ta
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IHTEpAaKTUBHOI Bi3yaiizalli. BoceMuil po3aul MPUCBAYEHO TOJIOBHOMY CKpHUIITY Ta
MEHEKEpPY CleHH. JIeB'ITHIl po3all ONKUCYE METOJOJIOTIIO Ta pe3yJbTaTh TECTYBaHHS.
JlecsaTuil po3a1 MICTUTh aHalli3 MPOAYKTUBHOCTI cuUcTeMU. OIHUHAIUATANA PO3JLIT
dbopmytoe HampsiMH ONTUMI3Allll Ta MOJAJBIIOT0 PO3BUTKY. [[BaHAAISATUH pPO3ALIT

MICTHUTh 3arajbHi BACHOBKH 10 pOOOTI.
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2 TEOPETUYHI OCHOBH TOIOJIOI'

2.1 IloHATTS  TOMOJIOTIYHOI  CTPYKTYPH B  KOHTEKCTI

KOMII'IOTepHOI rpadiku

TepMiH «TOMOJIOTIYHA CTPYKTYypa» B KOHTEKCTI JTaHOI POOOTH BXKUBAETHCA B
MIUPOKOMY 1HXXEHEPHOMY CEHCl — SIK OyJb-SiIKa TPUBUMIPHA CTPYKTypa, IO
XapaKTEePHU3y€eThCs HETPUBIAILHUMHU MIPOCTOPOBUMH 3B'I3KaMH MiX i1 enemeHTamu. Lle
TIOHSATTS] OXOILTIOE TP OCHOBHI KJIaCH 00'€KTiB.

JuckpetrHi rpagoBi cTpykTypu (Mepexi) — MHOXHHHU BY3IIB, 3'€IHAHUX
pebpaMu, A€ KOXEH BY30J Ma€ KOOPJAWHATA y TPUBUMIPHOMY NpPOCTOpi Ta HAOIp
¢13uuHuX aTpuOyTIB (HAMpYXKEHHsS, TeMIeparypa, IIUIbHICTH Tomio). [Ipukinagamu €
CKIHYEHHO-EJIEMEHTHI CITKH, MOJIEKYJISIPH1 PEIIiTKU, HEUPOHHI MEPEXKI.

BoxkceabHi MaTpuili — TpUBUMIPHI pPEryJsSIpHI PEUIITKH, J€ KOXKHAa KOMipKa
(Bokcenp) 30epirae ckajsgpHe 3HA4Y€HHS, IO XapakTepusye (i3uuHy BIACTHBICTH
Marepiaay B JaHIi ToYIll MpocTopy. BokcenbHi MaTpHIll € TPUPOJHUM PE3yIbTaTOM
koMmi'torepHoi Ttomorpadii (KT), marnitHo-pe3onancHoi Ttomorpadii (MPT) Ta
YHCEIILHOTO MOJICIIIOBAHHS METO/I0M CKIHUCHHHMX PI3HUIID.

Pe3yabTaTH TOMOJOriYHOI onTuMi3amii — BOKCENbHI MAaTpHIli, IO
IPEACTABIAIOTh PO3MOALT IIUIbHOCTI Marepiany [0..1] micias 3acTocyBaHHS METOJIIB
torojoriuynoi ontumizainii (SIMP, BESO, level-set). 1li maHi omUCyHOTh ONTHMAJIBbHY

dbopMy KOHCTPYKIIii, III0 MIHIMI3Y€ Macy IpH 3aJIaHX OOMEKCHHIX Ha )KOPCTKICTb.
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2.2 MeTtoau koMI'lOTEPHOI BidyaJi3alil TPUBUMIPHUX CTPYKTYP

[cHye KinbKa NPUHLMIIOBO PI3HUX MIAXOAIB A0 KOMIT'IOTEPHOI Bi3yasizaiii
TPUBUMIPHUX CTPYKTYP, KOXKEH 3 AKX Ma€ CBOI IIEpeBaru Ta 0OMe)KCHHS.

IIpsime BokcesnHe penaepyBannst (Direct Volume Rendering, DVR) — meron,
IpH SIKOMY TIPOMEHI TPacyIThCsS Kpi3h BOKCEIBHHIA 00'€éM, a KOKEH BOKCEIh BHOCUTH
CBIf BHECOK y KOJIp Tikcess BiAMoBigHO 10 ¢yHKIIT nepenadi. DVR 3abesmneuye
HaNOUIbII TOYHE BIAOOpaKeHHs BHYTPIIIHBOT CTPYKTYpHU 00'€KTa, aje € 00UUCIIOBAIEHO
JOPOTHM 1 ITOTAHO MIAXOIUTH JJISI PEHICPHHTY B peajbHOMY 4yaci Ha VR-rapHiTypax.

IToBepxHeBe penaepyBanHs (Surface Rendering) — meto, pu SKOMY CIIOYaTKy
OyIyeTbcsl TOJIIMOHANIbHA CITKA 130MOBEpPXH1 (TMOBEpXHI PIBHA), a MOTIM ISl CiTKa
PEHACPYETHCS CTAaHJIAPTHUMH MeETOoJaMu pacrepu3aiii. IloBepxHeBe peHIepyBaHHS
3HayHO edekTuBHIme DVR 1 nobpe mimxoauts mis VR-3acTocyHKIB, aje BTpadae
iH(hOopMaIIio PO BHYTPIIIHIO CTPYKTYPY 00'€KTA.

liopuani MeToam mMoeAHYIOTH TepeBaru 000X TMIAXOJIB: 30BHIIIHS TOBEPXHS
pPEHIEPYEThCS MOJTITOHAIBHO, & BHYTPIIIHA CTPYKTypa — 00'eMHO a00 4epe3 IUIONIUHU
BIJICIKAHHS.

VY nmaniii poOOTI BUKOPUCTOBYETHCS IMINIX1J] TOBEPXHEBOTO PEHAECPYBaHHS 3
HiATPUMKOIO TUIONIWH BiACIKaHHS, IO 3a0e3nedye ONTUMaIbHUM OajaHC MK SIKICTIO

BiT0OpaXeHHS Ta MPOAYKTUBHICTIO.

2.3 Aaroput™ Marching Cubes: Teopernuni 3acagn

Anroputm Marching Cubes (MC), 3anpononoBanuii JlIopeacenom Ta KmaitHoMm y
1987 pomi 1, € craHmapTHUM METOJAOM TOOYAOBH 130MOBEPXOHb 3 TPUBUMIPHUX
CKaJsIpHUX TOJIB. ANTropuT™M OOpOOJsSi€ BOKCEIbHY MATPHITIO

«KyOMK 3a KyOUKOM» (3B1ICH Ha3Ba «KPOKYIOUl KyOu»), JUIsl KOKHOTO KyOuKka 3 8

BEpUIMH BU3HAYAIOYHM KOH(DIrypalito i30M0BEepXHI. 1


https://doi.org/10.1145/37402.37422

KirouoBa 11es1 anroputmy nossrae y Hactyniomy. Koxha 3 8 Bepiins ky6a Mosxe
3HAXOJUTHUCS a00 «BCEpEeNHHI» (3HaYEHHS > NOPOry), a00 «30BH1» (3HAYEHHS < MOPOTY)
130moBepxHi. OCKUIbKM KOKHA BEpIIMHA MOXE MPUWMATU JBa CTaHH, ICHYe 28 = 256
MOXJIMBUX KOH(]Irypamii. 3aBasku cumetpii 11 256 koHdirypamii 3Boastbes A0 15
0a30BUX BUMAJKIB, JJISI KOXKHOTO 3 SIKUX 3a3/1aJieriib BU3HAYEHO HAO1p TPUKYTHUKIB, 110
anpOKCHUMYIOTh 130IIOBEPXHIO BCEPEIHHI KyOa.

[lonoxeHHsT BEpIIMH TPUKYTHUKIB BHU3HAYAETHCS JIHIMHOIO I1HTEPIOJISIIEI0
B3/I0BX pebep Kyba MDK BepIIMHAMHM 3 PI3HMMM 3HaKamMu BiIHOCHO mopory. Lle
3a0e3nedye TJIaJKICTh PE3yJbTYyIOUOi MOBEPXHI Ta BIACYTHICTb «CXOJUHKOBHX)
aptedaxTiB, XapaKTEpHUX JJI1 HAIBHOTO BOKCEIHLHOTO PEHEPYBaHHS.

OOGuucnroBanibHa cKIIaIHICTH anroputMy Marching Cubes ctanoButh O(N), 1e N
— KUTBKICTh BOKCEJIIB, 110 POOUTH HOTO MPHUIAATHUM JJISI OOPOOKH BEIMKUX MATPHIh Y

peanbHOMY Yaci.

2.4 Pisni geragizanii (Level of Detail, LOD)

Texnomoris LOD € craHmapTHUM METOIOM OINTUMI3aIlii peHIEPUHTY B PEaJTbHOMY
gaci 2. OCHOBHa ifiesl MOJsATae B TOMY, IO 00'€KTH, PO3TalIOBaHi JAJICKO BiJl KaMepH,
3aiiMaroTh MaJjo IMKCEeJIIB Ha €KpaHi, TOMY iX MOKHA PEHACPHUTH 31 3HIKCHOIO KUTBKICTIO
MOJIITOHIB 0€3 MOMITHOT BTPATH SIKOCT1 300paKeHHS.

Tpaguiitino po3pizHsaoThk aBa migxoau a0 LOD. duckpernuii LOD (DLOD)
nependavae HABHICTh KUIBKOX 3a3JaJieTilb MIATOTOBICHUX BEpPCi CITKH 3 PI3HUM
piBHEM JeTairizallii, MK SKHMH CHCTeMa IEPEMHKAEThCS 3aJCKHO BiJ BIACTaHI 0
kamepu. be3nepepBuuii LOD (CLOD) 3a0e3mnedye miaBHE CHpPOIICHHS CITKH B
peaNbHOMY 4aci, ajlie € 3HaYHO CKJIATHIIINM y peari3aitii.

VY nmaniii po6oTi peanizoBano auckpetauii LOD 3 Tproma piBHSIMU:
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Taomung 2.4 - PiBH1 netamizarii

PiBeHDb Biacrann Metoa Peaykuis
LOD KaMepu (HOpM.) CIIPOIICHHS MOJIIrOHIB
IToBHA
LODO 0.0-0.33 o 0%
nTeTasi3aris
3MEHIICHHS
LOD1 0.33-0.66 |po3aiapHOT 3natHocTi ~80%
BJIB1Y1
3MeEHIIICHHS
LOD 2 0.66 -1.0 PO3AUTBHOL 3patHocTl ~94%
BUYCTBEPO

CrpolieHHsl CITKH peari30BaHO dYepe3 3MEHINEHHS pPO3IUTHbHOI 3IaTHOCTI
BOKCEJIBHOT MaTpHIli repex 3actocyBanHsM Marching Cubes, mo € edekTuBHUM Ta

IPOCTHUM Y peaizallii MmiaxXoa0M.

2.5 IlnomuHHU BigcikanHs Ta raycasting

Mnomuna Bincikanus (clipping plane) — reoMeTpuyHW TPUMITHB, IO
PO3ALIsA€ TPUBUMIPHUHN TIPOCTIP HA JAB1 HAMIIBIPOCTOPH.

Raycasting (tpacyBaHHS TpPOMEHIB) — METOJ BHU3HAYCHHS OO'€KTIB, IO
MEePeTHHAIOTh 3aJaHui TPOMIHb y TPUBUMIPHOMY mpocTopi. Y KOHTekcTi VR-
iHTepdeliciB raycasting BUKOPHCTOBYEThCS IS peaiizallii B3aemMoii: koHTpoiep VR-
TapHITYpH T€HEPYE MPOMiHb, 1 CHCTEMa 3HAXOAUTh HAMOIMKIHA By30J1 200 TMOJIITrOH, 10

MepPEeTHHAE [IeH MPOMiHb, BIOOpakaro4u MOro aTpuoyTH.
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2.6 Oruasj icHy4uX pillleHb

Ha punKy icHye psa nporpaMHHUX pillleHb JUIsl Bi3yani3allii TPUBUMIPHUX
CTPYKTYD, 3 SIKUMH MTOPIBHIOETHCS PO3POOIEHUN KOMILIEKC.

Tabmuus 2.6 — Icnyroui Pimienns

LO Binkpuru i
Pimmennss  Tun VR Iina
D KO/
_ HacTtkoB
ParaView |HactuibHe Tak Tak be3KoITOBHO
0
ANSYS
_ Hacrinbhe Tak |Hi Hi Kowmepiiiitae
\Viewer
Unity + . beskomToBHO/P 10
Pyt Tak [Tak YHacTtkoBO
MRTK
Pospo6sien  [Pymiii+Pytho n
Tak [Tax Tak be3KoImTOBHO
a cucrema

Po3pobnena cuctema BiIpI3HSAETHCS BiJ ICHYIOUMX pIllleHb IOETHAHHAM
miaTpuMku VR, BIZKPUTOrO BHUXITHOTO KOJY Ta CICIiai30BaHOTO (YHKI[IOHATY JJIS
TOTOJIOTIYHUX CTPYKTYp (IJIONMIMHU BiJICIKaHHA, raycasting 3 BUBOAOM (i3UYHUX
aTpuOyTiB).

BucHoBKHM 10 po3ainy 2

Y ngpyroMmy po3aiiai CHCTEMATH30BAHO TEOPETHYHY 0a3zy, HEOOXimHy IS
PO3yMiHHSI PO3pPOOJECHOTO MPOTPAMHOTO KOMIUIEKCY. BH3HA4eHO TpW OCHOBHI KJacu
TOTIOJIOTIYHUX CTPYKTYpP: AUCKPETHI Tpadu, BOKCETbHI MATPHUIllI Ta pe3yiabTaTH
TonoJyioriyHoi onTumizanii. IlpoananizoBaHO MeTOAM KOMM'IOTEPHOI Bizyasizalii
TPUBUMIPHUX CTPYKTYp, OOIPYHTOBAaHO BHUOIp MOBEPXHEBOTO pEHAEPYBaHHSI 3
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IJIOIMHAMU BIICIKaHHS SIK onTUMaibHOro miaxoay s VR-3acrocynkis. JleTanbHo
pPO3IJIIHYTO MareMaThuHi 3acaau anroputmy Marching Cubes, Texnonorii LOD,
IUIOLIMH BIJCIKaHHS Ta raycasting. [IpoBeieHO NOpIBHSUIBHUM aHAII3 ICHYIOUHX PIlICHb,
0 MIATBEPKYE YHIKAIBHICTh PO3pOOJIEHOT CHCTeMHU B MOe€aHaHHI VR-miaTpumkw,

BIIKPUTOTO KOy Ta CHEI1ai30BaHOTO (DYHKIIIOHATY.
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3 3AI'AJIbHA APXITEKTYPA

3.1 IlpuHOMIM NPOEKTYBAHHA CHCTEMU

ApXITEeKTypa MPOrPaMHOTO KOMIUIEKCY pO3po0JieHa BIAMOBIAHO A0 MPUHIUIIIB
SOLID Ta narepHiB 00'€KTHO-OP1EHTOBAHOTO MPOEKTYBaHHs. KII0HOBUMU NPUHIIUIIAMH,
10 BUSHAYMJIM apXITEKTYpHI PIILICHHS, € TaKl.

MNpuamun  exmuoi  BigmoBimaabHocti  (Single  Responsibility  Principle)
peani3oBaHO uepe3 UITKUM po3nofin (YHKUIOHATBHOCTI MK YOTUPMAa MOIYJISMU:

topology parser.py BinmoBizac BHKIIOYHO 3a BBEAECHHS Ta Balijalilo JaHWX;

mesh_builder.py — 3a no0y0By noiroHajabHUX CiTOK; renderer.py — 3a peHIEepUHT Ta

IHTepaKTHBHY B3a€MOIit0; Main_demo.py — 3a KOOpAMHALIII0 Ta JEeMOHCTPAIIIIO.

Mpuamun Binkpurocti/3akpurocti (Open/Closed Principle) 3a6e3neueno uepes
BUKOPHUCTAaHHS a0CTPAaKTHUX O0a30BHX KJIACIB Ta MaTEpHY

«Ctparerisi»: HOBI (hopMaTH BXITHUX JaHUX MOKHA JTOAATH, pealli3yBaBIId HOBUM
KJ1ac rapcepa 0e3 3MiHU ICHYHYOTr0 KOY.

Ipunuun inBepcii 3aaexnocteii (Dependency Inversion Principle) peanizoBano

yepes yHidikoBaHy mozenb nanux TopologyDataModel, o € equnim inTepdericom Mix

MOZYJISIMUA IAPCUHTY Ta PEHICPUHTY.

3.2 CTpykrypa MOAYJIiB TAa iX B3a€EMO/ist

[IporpamHuii KOMIUIEKC CKIQJA€TbCS 3 HYOTUPHOX OCHOBHUX MOJIYIIIB,

OpraHi30BaHHX y JIBOPIBHEBY apXiTEKTYpYy.
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topology_viz/

|— topology _parser.py  # PiBeHb JaHMX: APCHUHT Ta BaJIiIaIlis

|— mesh_builder.py # PiBeHb 00poOKH: MOOYT0BA CITOK

|— renderer.py # PiBeHb B1JOOpaXeHHsI: pEHIEPUHT Ta B3a€MOIIs
|— main_demo.py # PiBeHb 3aCTOCYHKY: KOOPAMHAIIIS Ta IEMO
L— output/ # Jlupexropis 115 30€pekeHNX Bi3yaizaliil

[ToTik naHUX y cUcTeMi € OTHOHATIPABJICHUM 1 BIAMOBIIA€ apXITEKTYPHOMY

natepHy «Konseep» (Pipeline):

Bxinni nani (CSV/JSON/mpouenypHi)

!
topology_parser.py — TopologyDataModel

l
mesh_builder.py — Mesh3D

l

renderer.py — 300paxeHHs/[HTepaKTHBHA CIICHA

3.3 BigmosignicTs Python-npororumy Ta Unity C#-peadizamii
BaxmBoro 0cOONUMBICTIO apXiTeKTypu € Te, mo Python-mpototun € TouHMM

¢yukmionansarM anaiorom Unity C#-peanizanii. Koxxen Python-kimac

BiamoBigae KoHKpeTHOMY C#-kiaacy B Unity-npoexri:
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Tabmuus 3.3 - Python-npororumnu

C# kuaac (Unity)

Python kaac

DYHKUIOHAJIBHICTH

CsvTopologyParser.cs

CsvTopologyParser

[Tapcunr CSV,

BaJI1J1allisl, BUHSATOK

TopologyDataModel.cs

TopologyDataModel

YHipikoBaHa MOJENb

ITAaHUX

MarchingCubesEngine.cs

MarchingCubesEngine

ANTOpUTM

KPOKYIOUUX KyOiB

LODOptimizationManager.cs

LODOptimizationManager

Juunamiuanii LOD

MeshBuilder.cs

MeshBuilder

dacan o0y 10BU

CITOK

ClippingPlaneController.cs

ClippingPlane

[TrommHa BigciKaHHS

XRInputBridge.cs

RaycastingModule

[IpocTopoBe

raycasting

\/RSceneManager

VVRSceneManager

KoopauHaTtop MoyiB

3.4 IlaTepHH NPOEKTYBAHHS

VY cuctemi BUKOPHCTAHO TaKi MATEPHU MPOEKTYBAHHS.

Matepn «®acax» (Facade) peanizoBano y kiaci MeshBuilder, sxwuit Hamae

CIIpOIICHUH iHTEepderc a0 CKIagHOI MiACHCTeMH TOOYAOBH CITOK, IO BKIIOYAE
MarchingCubesEngine Ta LODOptimizationManager. KiieHTchkuii KOJI B3aemoJie

muie 3 MeshBuilder, He 3Haroum neTaneii BHYTPINIHIX KOMIIOHEHTIB.
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Ilatepn «Crparerisn» (Strategy) peani3oBaHO Yy CHCTEMI MApPCUHTY:

CsvTopologyParser ta JsonTopologyParser e B3aeMo3aMiHHMMH CTpAaTErisiMH, IO

peanizyloTh oJHakoBul iHTepdeiic merony parse(). KimieHTchbkuil koA MoXke BUOUpATH

CTpaTeTiio 3aJIeKHO B opMaTy BXiTHOTO (aiy.

Iatepn «MeHnemkep cueHw» peanizoBaHo y kiaci VRSceneManager, sikuit
KOOPAMHYE B3aEMOJIII0 MIXK yciMa MiICUCTEMaMU: 3aBaHTaKCHHS MOJIeJI1, HalalllTyBaHHS

IUTOIIMHY BIJICIKaHHSI, BAKOHAHHS raycasting-3amnuris.

3.5 TexHOJOrIYHUH CTEK

[TporpamMHuii KOMILJIEKC peadi3oBaHO 3 BUKOPUCTAHHSAM TaKUX TEXHOJIOTIH Ta
010J110TEK.

Taomumg 3.5 — TeXHOIOrIYHHH CTEK

TexHnosoris Bepcin Ipu3HayeHHsI

Python 3.10+ OcHOBHa MOBa peaitizallii

NumPy 1.24+ BexTopHi Ta MaTpU4HI O0YUCICHHS
Matplotlib 3.7+ 3D-penaepuHr Ta Bizyasizaiis

SciPy 1.10+ O06pobka 300paxens (zoom, convolve)
scikit-image 0.21+ Peasizaris Marching Cubes

Unity 2022.3 LTS |VR-pymriit qoist C#-peanizarii

XR Interaction Toolkit 2.5+ VR-KOHTpOJIEpH Ta B3aEMOTis

22



3.6 Jliarpama kJaciB

Hwxue HaBeneHO CHpoIllleHY AlarpaMmy KJIaciB CUCTEMHU, IO LIIOCTPYE BITHOCUHU

MDK KJIFOYOBHUMHU KOMITOHEHTAMHU.

TopologyDataModel
— nodes: List[TopologyNode]

|— edges: List[TopologyEdge]
L— voxel_grid: np.ndarray

CsvTopologyParser —parse()—W» TopologyDataModel JsonTopologyParser

parse()—P TopologyDataModel TopologyGenerator —generate *()—»
TopologyDataModel

MeshBuilder —build()—» Mesh3D
L— uses LODOptimizationManager
L— uses MarchingCubesEngine

TopologyRenderer

— render_isosurface(Mesh3D)

— render_graph(TopologyDataModel)
|— render_lod_comparison(voxel_grid)
L— render_voxel_slices(voxel_grid)

L— clipping_plane: ClippingPlane

VRSceneManager
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BucHoBkHM 10 po3ainy 3

Tpertiit po3nil omucye 3arajibHy apXIiTEeKTypy MPOrpaMHOTO KOMILIEKCY,
noOyaoBaHoro BinnoBigHo 1o npuHuunis SOLID Ta 3 BUKOpUCTaHHAM MaTEPHIB

«®Dacany, «Ctpateris» ta «Menempkep ciieHny». Cuctema opraiizoBaHa y 4OTHPH
MOJ1yJIi 3 OTHOHANPABICHUM MTOTOKOM JaHHUX 33 CXEMOIO «ITAPCUHT — MO0Y/10Ba CITKU —
penaepunry. KiouoBow apXiTEKTYpHOIO OCOOJIMBICTIO € TOYHA BIAMOBITHICTH MIXK
Python-nipototunom Ta Unity C#-peanizaiii€to, 110 3a0e3nedye MOKIUBICT IIBUIKOTO
NPOTOTUITYBaHHS alropuTMmiB. TexHosoriyHui crek 6a3yerbcs Ha NumPy, Matplotlib,
SciPy ta scikit-image qst Python-uactuau ta Unity 2022.3 LTS 3 XR Interaction Toolkit
st VR-peanizarii.
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4 MOAYJIb TAPCHUHI'Y

4.1 3araabHuii omuc MOIYJIst

Monayns topology parser.py € nepiior JaHKO B KOHBeepi 00poOKku ganux. Bin

BI/IMOBIIa€ 3a YWTAHHS TOMOJIOTIYHUX JaHUX 3 PIZHUX JDKepen, iX Balijaliro Ta

MIEPETBOPEHHS y BHYTpIIIHE MpejacTaBiceHHs — o00'ekt TopologyDataModel. Moayib

peanizye npunnun «fail fast»: Oyap-ska momuika y BXiTHUX JaHUX HETAWHO T'C€HEPYE

suaATOK INvalidTopologyFormatException 3 meTaasHUM MMOBITOMIIEHHSM, IO JTO3BOJISLEC

IIBUJIKO JIOKAJII3yBaTH MpoOJieMy.
Monyib MICTHUTh Taki KOMITOHEHTH: KJ1ac BUKITFOUCHHS

InvalidTopologyFormatException; kmnacu manux TopologyNode ta TopologyEdge;

yHipikoBany wmomenr  TopologyDataModel;  mapcepu

CsvTopologyParser Ta JsonTopologyParser;

pOLEAypHUI renepatop TopologyGenerator.

4.2 Moaean ganux TopologyDataModel

Kmac  TopologyDataModel € mnentpaipHEM 00'€KTOM CHCTEMH —

yHI(pIKOBaHUM TMPEACTABICHHSIM TOIMOJOTIYHUX JaHHX, 10 MEePEJAEThCsl MK yciMa
MoaysisiMu. Bin pearnizoBanuii sik Python dataclass i mictuts wotupu mosist. [Tose nodes

THUITY List[TopologyNode] 306epirae cmucok By3IiB

Toroyioriunoi cTpyktypu. Kosken By3osr TopologyNode xapakrepu3syerbes

YHIKQJIBHUM i1eHTU(iKaTopoM node_id, TpuBUMIpHUMHU KOOpJIUHATAMH X, Y, Z Ta
CKaJSIpHUM (i3naHIM aTpuOyToM Value (HampyskeHHs, TeMIlepaTypa, MUIbHICTh

TOIIIO).

ITone edges tumy List[TopologyEdge] 30epirae crnmcok pedep MiK By3iamu.
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Kosxnue pedpo TopologyEdge BusHauaeThes ineHTH(IKATOpAMU TOYATKOBOTO (SOUCE) Ta

KiHIIeBoro (target) By3miB, a Takox Baroro weight.

[Tone voxel grid tumy Optional[np.ndarray] 36epirae TpUBHMipHY BOKCEIbHY

MaTpHUIIO po3MipoMm (nX, ny, nz) 3 3HaueHHsmu tuny float32 y nianaszoni [0..1]. e momne
BUKOPHUCTOBYETHCS ISl BOKCETBHUX CTPYKTYP Ta PE3YJIbTATIB TOMOJOT1YHOT ONTUMI3ALLi1.
[Tone metadata tuny dict 30epirae 1OBUIBHI MEeTaaHi: THI CTPYKTYPH, JHKEPEIIO
JaHUX, TApaMETPHU TeHepallii TOIo.
Knac wnamae kimbka 3pyyHHX BiactuBocted: node_count Tta edge_count

MOBEPTAlOTh KUTBKICTh BY3JIB Ta pebep BiamoBimHo; get _node positions() moseprae

MacuB KoopauHaT By3iiB y popmari NumPy (Nx3); get node values() moseprae macus

¢b13UuHUX aTpUOYTIB.

4.3 Kuaac CsvTopologyParser

Knac CsvTopologyParser peasisye untaHHs Tomojoriquux ganux 3 CSV-daiinis.

OuikyBanuii ¢opmat ¢aiay — psSIOK 3arojoBKIB 3 00OB'SI3KOBUMU
KoJIOHKamMu hode_id, X, Y, Z Ta HeOOOB'SI3KOBOIO KOJOHKOIO Value, 3a sKumu
CIITYIOTh PSAJKH JTaHUX.

Meton parse(filepath) Bukonye taki kpoku: Bigkpusae daiin 3 kogyBanusm UTF-

8; mepeBips€e HASBHICTh 3aroJIOBKIB Ta OOOB'I3KOBHX KOJIOHOK; ITepye IO psJIKax,

MepeTBOpIOIOYM  KOokeH y  o0'ektr  TopologyNode; moBeprae  3amoBHEHHM

TopologyDataModel.

Cucrema Baminaiii nepeBipsie Taki yMoBu. Skio (haiin He 3HaHeHO, TEeHEPYETHCS

InvalidTopologyFormatException 3 nmoeigominenusm «®Paiin He 3HakaeHo: {filepath}».

Sxmo daitn mopoxHiii abo HE MICTUTh 3arojoBKiB, TEHEPYETHCS BiIMOBITHE
BHUKJTIOUEHHS. SIKIO BiICyTHI OOOB'SI3KOB1 KOJIOHKH, BUKIIFOUCHHS MICTHUTBH 1X TIEPEIiK.
SIko oxpemMuil psAAOK MICTUTh HEKOPEKTHI JaHi (HEYMCIIOBI 3HAYCHHS), BUKITIOUCHHS
BKa3ye HOMEp ps/IKa Ta OMUC TOMUIIKH.

[Tpuknan kopexktHoro CSV-daitny: 30



node_id,x,y,z,value

0,0.0,0.0,0.0,0.15
1,1.0,0.0,0.0,0.42

2,0.0,1.0,0.0,0.33

4.4 Kaac JsonTopologyParser

Knac JsonTopologyParser peanizye uumtaHHs TOmojoridaux maHux 3 JSON-

¢aitmi. OuikyBanuii ¢popmar — JSON-00'ekT 3 000B'13K0BMM mOjeM NOdes (MacuB
00'eKTiB By3J1iB) Ta HEOOOB'sI3KOBUM T10J1eM edges (MacuB 00'€KTiB pedep).
Kosxen 00'ekT By3iia moBMHEH MicTUTH 1oJIst 1d, X, Y, Z Ta HeoOoB's3k0Be Value.

Koxen 00'ekT peOpa moBHHEH MICTHTH ITOJIs SOUrce, target ta HeoOoB's3koBe Weight.

[Tpukian kopekrHoro JSON-daiiny:

"nodes": [

{"id": 0, "x": 0.0, "y": 0.0, "z": 0.0, "value": 0.15},
{"id": 1, "x": 1.0, "y": 0.0, "z": 0.0, "value": 0.42}
1.

"edges": [

{""source": 0, "target™: 1, "weight": 1.0}

|
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Baninamis JSON-napcepa nepeBipsie: KOpeKTHICTb cuHTakcucy JSON; HasgBHICTD

00O0B'I3KOBOTO 10JIs1 NOJES; KOPEKTHICTh THITIB IaHUX Y KO)KHOMY 00'€KTi By3i1a Ta pedpa.

4.5 Kaac TopologyGenerator

Knac TopologyGenerator peanizye Tpu MpOLEIypHUX T'€HEPATOPH TECTOBUX

TOIOJIOTTYHUX CTPYKTYp, IO BHUKOPUCTOBYIOTHLCA JIA I[CMOHCTpaI_[ﬁ Ta TCCTYBAHHA
CHUCTCMU.

Meron generate 3d graph(grid size, connectivity) reHepye peryaspHui

TPUBUMIpHUH Tpad Ha pemritiii po3mipom grid_size = (nx, ny, nz).
[Tapametp connectivity Bu3Hauae tun 3B's13H0cTi: 'face' — 6 cyciniB mo rpaHsx
Ky0a, 'vertex' — 26 cycifiB 1o rpassx, peOpax Ta BepimnHax kyoa. s pemntku 5x5x5

3 face-3B'a3HicTIO TeHEepyeThes 125 By3mniB Ta 300 pebep.

MeTtona generate cellular automaton(size, iterations, birth rule,

survival rule, seed) rermepye TpUBHMIPHY BOKCEIbHY MATPHUI[F0 METOIOM KJIITHHHOIO

aBromata. [louaTkoBuii cTaH — BunaakoBa OiHapHa Matpullst 3 TyctuHo0 30% (30%
BOKceNliB akThBHI1). Ha KOXHi# irepalrii 3acTOCOBYIOTBhCS TpaBWIa HAPOKEHHS Ta
BIDKMBaHHS, aHajoriyHi npaBuiaM Kouses mns 3D-mpocropy. IligpaxyHok cycifmiB

peaiizoBano uepe3 3D-3roptky 3 sapom 3x3x3 3a momomororo Scipy.ndimage.convolve.

Meton generate topology optimization result(size, seed) reHEPYE

CUHTCTHYHHUI PE3yJIbTaT TOMOJOTIYHOT ONTUMI3aIlli — BOKCEIbHY MATPUILIO 3
PO3MOIUTOM MIUTEHOCTI MaTepiany. CTpyKTypa iMiTye TUTIOBUH pe3ynbTat metoay SIMP
JUTsE OaJIKM 3 IBOMA OTIOpaMU: TOPU3OHTaIbHA 0aika B3MOBXK O0Ci X, BEpTUKAIbHI OTIOPU

Oins kpaiB Ta MiaroHaIbHI pedpa )KOPCTKOCTI.

4.6 OOpoOKa MOMUJIOK Ta BUHATKOBI cuTyanii

Cucrema 00poOkM TOMWIOK y Moayri topology parser.py n06yz[8213aHa Ha




MPUHIUII «EAUHOTO THUIY BUKIIOYEHHS»: BCl TMOMUWJIKM TMApPCUHTY Ta Badigaiii

npeacTanieHi kiacom InvalidTopologyFormatException, 1o € migkiacoM CTaHIaPTHOTO

Exception. Ile ciporye 00poOKy MOMHIIOK Y KIIEHTCHKOMY KOJIi

— JIOCTaTHbO MEPEXONUTH OAUH TUIl BUKIIFOUECHHS.

[ToBigoMIIEHHS TPO MOMMJIKH € MAaKCUMAaJIbHO 1HPOPMATUBHUMU: BOHH BKa3yIOTh
TUI TIOMMWJIKH, MiClle BAHUKHEHHS (HOMEp psJKa, Ha3Ba MoJis1) Ta (paKTUYHE 3HAYEHHS,
IO CIOPUYMHUIIO MOMUJIKY. Lle cyTTeEBO MPUCKOPIOE AIArHOCTUKY MPOOJIEM 3 BXIITHUMHU

JTAaHUMHU.

4.7 Monayab mesh_builder 3araabHuii omuc MoxyJist

Monyns mesh_builder.py peanmizye npyry J1aHKy KOHBeEpa — TMEPETBOPCHHS

TOTOJIOTIYHUX JAHUX Y MOJITOHANbHI CITKU, PUAATHI Ul peHACpUHTY. MOIyb MICTUTh
YOTUPH KOMITOHCHTH: Kjac moiroHansHoi citku Mesh3D; pymiii Marching Cubes
MarchingCubesEngine; menemxep LOD  LODOptimizationManager;  dacan
MeshBuilder.

LenTpanpaum 00'ekToM Moaysist € kirac Mesh3D, 110 npeacTaBiise moIiroHaIbHY
CITKY Yy cTaHIapTHOMY (hopMati «BepIIMHHU + TpUKYTHUKH». Llei dhopmar € HaiOLIbII
MOIIMPEHUM y KOMIT'TOTEpHIM rpadili Ta MiATPUMYETHCS BCiMa Cy9acHHUMHU PYIIISIMH,

Bkirouaroun Unity Ta Unreal Engine.

4.8 Kiaac Mesh3D

Kiac Mesh3D peamnizoBanuii sik Python dataclass i mictute Taxi mossi.

[Tone vertices tumy np.ndarray ¢gopmu (N, 3) 30epirae koopauHatd N BepmuH
citku y dopmari float32. IMose triangles Tumy np.ndarray ¢opmu (M, 3) 36epirae M
TPUKYTHUKIB SIK TpiMKW iHIEKCiB BepmuH y (opmari int32. Ilome normals twumy
np.ndarray ¢opmu (N, 3) 36epirae HopMasi 10 TOBEPXHi y KOXKHIH BEpIITMHI — HEOOXITHI

JUTsI KOpekTHOro ocBitTiacHHs. [Tose vertex_colors tuny np.ndarray ¢hopmu (N, 3% é;6epira€




RGB-konpopu Bepmus uis TerioBux kapT. [lone lod_level Tumy int 30epirae morounuii

piBeras LOD (0, 1 a6o 2).

Knac Hanmae BiactuBocri vertex_count Ta triangle_count mist 3py4Horo gocrymy

70 po3MipiB ciTkM, a Takok Meronx recalculate normals() s aBTrOoMaTHYHOTO

PO3paxyHKy HOPMAJIEH.

Meron recalculate normals() peamidye cTaHgapTHHH aaroOpuT™M OOYHCICHHS

HOpMaJiell y BepIIMHAX Yepe3 yCepeJHEHHSI HopMalleld CyMDKHUX TpaHei.
[ToTiM HOpMaJi rpaHeil aKyMyJIOIOTECS Y BEpUIMHAX Ta HOpMani3yroTbes. Llei

miaxia Bigmosimae metonay mesh.RecalculateNormals() y Unity i 3abe3neuye 1uiaBHe

3aTiHeHHs noBepxHi (MeTo ['ypo).

4.9 Kaac MarchingCubesEngine

Knac MarchingCubesEngine peanizye anropurm Marching Cubes mis1t mo0y o081

130TI0BEepXHi 3 BOKcelbHOT MaTpuili. KoHcTpykTop npuiiMae nmapamerp iso_threshold —

nopir i3omoBepxHi y aiana3oxi [0..1], mo Bu3Hayae, sika i30moBepxHs Oyjie MmodyaoBaHa.

Meton build_mesh(voxel_grid) mnpuiimae TpuBuMipHuii macuB NumPy Ta

noBeprae 00'ekt Mesh3D. Peamizarisi BukopucToBye (yHkmiro marching_cubes 3

oi6moTeku Scikit-image, sika € ontumizoBaHot C-peanizaiiero anroputmy 3. [Tapamerp

spacing=(1.0, 1.0, 1.0) Bka3ye Ha piBHOMIpHE PO3MIIICHHS BOKCEIIB Yy IPOCTOPI.

[Tapametp allow_degenerate=False 3abe3nedye BUKITIOUCHHS BUPOIKCHUX TPUKYTHUKIB

(3 HyJIBOBOIO IJIOIIEIO) 3 PE3YJbTATY.

[Tics Bukymky marching_cubes metos ymakoBye pe3ynbrat y 00'ekt Mesh3D,

KOHBepTYy04un MacuBu y Gopmatu float32 Ta int32 BignmoBigHO 1151 cymicHOCTI 3 Unity.

4,10 Kmac LODOptimizationManager

Knac LODOptimizationManager peaiizye cucTeMy IHHAMIYHOTO I_ZQD Bin


https://doi.org/10.7717/peerj.453

MicTuTh Tabnuiio noporis Biacrani LOD_THRESHOLDS, mio Bu3Hauae BiAMOBIHICTD

MIDXK HOpMaJi30BaHOIO BiICTaHHIO kKamepu Ta piHeM LOD:

LOD_THRESHOLDS = [

(0.0, 0.33,0), # 6auspko — LOD 0 (moBHa mertanizaris)
(0.33, 0.66, 1), # cepenaro — LOD 1 (50% po3ainbpHOT 31aTHOCTI)

Merton get lod level(camera distance normalized) npuiimae HOpMmai3oBaHy

Bijictanb kamepu [0..1] Ta moBeprae BinmoBigHuii piseab LOD (0, 1 a6o 2).

Meron build lod mesh(voxel grid, camera distance normalized) 6ynaye

citky 3 BiamoBigauM piBHeM LOD. [Ins LOD 0 BokcenbHa MaTpuis HepeaacThes

oe3nocepennbo g0 MarchingCubesEngine. /{nst LOD 1 po3aiabHa 31aTHICT MATPHIL

3MEHIIYETHCS BABIYI 3a JomoMororo Scipy.ndimage.zoom 3 koediriearom 0.5. s LOD
2 po3/iibHA 3aTHICTh 3MEHIITY€EThes BueTBepo (koeditieHT 0.25). [Ticas moOyaoBu ciTKU
BEPIIMHU MacIITaOYIOTHCS HA3a] 10 OPUTIHATLHOTO PO3MIpY.

Merton get lod stats(voxel grid) oGumciaioe CTaTUCTHKY IJIs BCIX TPHOX PiBHIB

LOD, noBepTarouu CIIMCOK CJIOBHUKIB 3 KUIBKICTIO BEPIINH, TPUKYTHUKIB Ta BIZICOTKOM

PEYKITii MOJIrOHiB.

411 Kunac MeshBuilder

Meton build(model) npuiimae TopologyDataModel Ta moseprae Mesh3D. Jlorika

BHOOpPY MeTOAy MOOYIOBH 3aJICKHUTHh BiJ BMICTY MOJCTI: SKIIO MOJEIb MICTHUTh

BokcenbHy Matpuiro (model.voxel grid is not None), BukopucroByethess Marching

Cubes uepe3z LODOptimizationManager.
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Meton _build_graph _mesh(model) O6yaye «xmapy Todok» s TpadoBUX

CTPYKTYp: BEpLIMHU CITKM BIAMNOBINAIOTH By3JaM TIpada, a KOJIbOPU BEPIIHUH
BHU3HAYaIOThCA (DI3BMMHMMH aTpuOyTaMH yepe3 TeIuloBy KapTy blue—red. V peanbHilt

Unity-peanizariii By3iau BioOpakaroThes K cepu, a pedpa — K HUTIHIPH.

412  Aaroputrm Marching Cubes: neranbumii anamis

4121 IcTopisi Ta KOHTEKCT

Anroputm Marching Cubes 6yB 3anpononoBanwuii Binbsmom Jlopercenowm ta I"apsi
Knaiinom y 1987 poui Ha kondepennii SIGGRAPH 1. Bin ctaB peBoitoOiHHUM METOIOM
JUTSL MeTMYHOT Bi3yaui3allii, JO3BOJUBILIK Oy1yBaTH TpUBUMIpHI nmoBepxHi 3 nanux KT Ta
MPT-ckanyBaHb. 3 TOTO 4Yacy ajaropuT™M HaOyB IIHPOKOTO IOIIUPECHHS B HAYKOBHUX
00YHCIIEHHSIX, T€OJIOTTYHOMY MO/ISTTIOBAaHH1, MaTepiajI03HABCTBI Ta KOMIT'IOTEPHUX ITpax.

3a nanumu Google Scholar, crarrs Jlopencena ta KisitHa € oHi€r0 3 HaWOLIBIIT
IIUTOBAHUX Y Tally31 KoMI'toTepHoi rpadiku — moHaza 10 000 rutyBaHb ctaHoM Ha 2024
pik 1. Ile cBimuuth mpo ¢GyHIAMEHTAIBHE 3HAYCHHS QITOPUTMYy I CydYacHOI
KOMIT'FOTEpPHOT Tpadiku Ta HAYKOBOI Bi3yaizarlii.

4.12.2 JeTaJbHUMH ONHUC AJATOPUTMY

Anroputm Marching Cubes 06po0iisie TpuBUMIpHE CKaJgpHE Toyie (BOKCEIbHY
MaTpPHUINIO) MMOKPOKOBO, aHATI3YIOUN KOKEH «Ky0», YTBOPEHHU § CYyCiTHIMU BOKCEIISIMHU.
J1J1st KO’)KHOTO Ky0a anropuTM BUKOHYE TaKi KPOKH.

Kpok 1: BushayenHss koH@irypaumii kyda. Koxna 3 8 BepmmH KyOa
MOPIBHIOETBCSL 3 MOPOTOBHM 3Ha4eHHsM $t§. SKmo 3HaueHHS BEpIIMHM TEPEBUILYE

Mopir, BepIIMHA BBAXKAETHCS «BCEPEIMHI» i30moBepxHi (OiT = 1),
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1Hakme — «30BHD (0iT = 0). TakuM YMHOM, KOXEH KyO XapakTepu3yeTbCs 8-
O01THUM 1HJIeKcOM KoHpiryparii Big 0 mo 255.

Kpoxk 2: [Tomyk y Tabauni TpuKyTHUKIB. 3a 1HIEKCOM KOHQIrypalii anroputM
3BEpPTAEThCS JIO 3a3Jalieriib OO0YMCICHOI TabnMill TPUKYTHHKIB (triangle table), o
MICTUTh Ha0lp TPUKYTHUKIB JUIsl KOKHOI 3 256 KoH(pirypauiil. 3aBasku cumertpii KyOa
(BimoOpaxkeHHs Ta o6epTanHs) 256 KoH(Irypauiii 3B0asThcs A0 15 6a30BUX BUMAKIB.

Kpox 3: T'enepaunis tpukyTHukiB. Ha ocHOBI TaOnuili TPUKYTHUKIB Ta
IHTEPIOIBLOBAHUX BEPILIUH F€HEPYIOThCS TPUKYTHUKH, 1110 alIPOKCUMYIOTh 130IIOBEPXHIO

BCepeIMHI Ky0a.

4.12.3 0a30BUX KOH(pirypamii
3aBasiku cuMeTpii Kyda 256 koHpirypartiif 3B0a4Tbcst 10 15 6a30BUX, 1O CYTTEBO
CIIPOIIY€E peaizalliro anroputMy. Hukye HaBe1eHO OIUC KITFOYOBUX KOHPITyparriii.

Ta6mums 4.12- 6a308B1 KoHpIryparii

. . |AKTHBHHX .
Kondirypauis Ep— TpukyrHukiB [Onuc
0 0 0 ' Bci BEPIIHHY
30BHI — IMOPOXKHIN KyO
Onna BEpIIIMHA
1 1 1 BCEpEAMHI —  MaJHii
TPUKYTHHK y KYTI
9 Ba CYMDKHHUX
2 L 1 BY3JI — TPUKYTHHUK Ha
(CyMixH1) ebpi
JIBa mpoTHNEKHUX
2
3 ) 2 BY3JIH — ZIBa
(MpOTHUIIEKH1)
TPUKYTHUKH
Tpu  Bysmm —
4 3 2 Tpaneris (mBa
TPUKYTHHUKH )
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Ганна Миколаївна Смаковська
з великої літери


4 Yotupu By31M B

5 2 TIOIIMHI —
(TuTOIIIMHA)
MPSIMOKYTHUK
4 Yotupu BY3JIU
6 4 TeTpaeapa — CKJIaJHa
(Tetpaenp) pacip A
MTOBEPXHS

CiMm  By3miB —
14 7 3 N3epKaTbHUN hi ()
KoH(iryparii 1

Bei BEpPUIMHU
15 8 0 BCEpPEAMHI — TOPOXKHIM
KyO

4,124 TIpo6aema HeOAHO3HAYHOCTI Ta ii BUpilIeHHS

OnHuM 3 BiIOMHUX HEAOJIKIB KilacuuHoro anroputMy Marching Cubes € npo6iema
HeoaHo3HauHOoCTI (ambiguity problem): mns neskux koHiryparrii

(30kpema, KoHpiryparmiii 3, 6, 7, 10, 12, 13) icHye KibKa piBHOBHAYHUX BapiaHTIB
PO3MIIlICHHS TPUKYTHHUKIB, 1 BUOIP PI3HUX BapiaHTIB IJIs CYCIIHIX KyOiB MOXKE NMPU3BECTH
JI0 «IIPOK» Y Pe3yJbTYIOUiil TOBEPXHi.

Ll mpobOyiema Oyia BupilieHa y BIOCKOHaJIEHIH Bepcii anroputmy — Marching
Cubes 33 (MC33), 3zampomnonoBaniii JIo6o ta iH. y 2020 pori 4. MC33 BUKOPHCTOBYE
pO3MIUPEHy TaOIHUITI0 KOH]ITypalliid, 1o 0THO3HAYHO BU3HAYAE TOTIOJIOTTIO TTOBEPXHI IS
KOKHOTO KyOa. Peamizarmis ScCikit-image BHKOpPHCTOBYE aJrOpuTM, IO BPaXOBYE IO

po0JIeMy Ta TEHEPYE TOIMOJIOTTIHO KOPEKTHI TOBEPXHI.

4,125 O04YHCJIIOBAJBLHA CKJIAAHICTH Ta ONTHMI3ALIA

Oo6uncmioBanibHa CKIAAHICTH anroputMy Marching Cubes cranosuts O(N), ne N
— KUIBKICTh BOKCEJIB y MaTpulll. Lle poOuth iloro dAiHIMHUM alrOpUTMOM, IO J100pe
MacmTabyeThCsl HA BEJTUKUX JTaHUX.

38


https://doi.org/10.1109/TVCG.2003.1175094

[IpoTe Ha MpakTUIll MPOIYKTHUBHICTh BU3HAYAETHCS HE JHINE ACHUMITOTHYHOIO
CKJIQJHICTIO, ajle i KOHCTAHTHUMU (pakTopaMu: 1ocTynoM Ao nam'ari (cache efficiency),
napajiesizaili€o Ta BeKTopu3aliero o0uucienb. Peanizamis scikit-image BUKOPUCTOBYE
Cython ayis koMOuIsIi KPUTUYHUX AUISHOK KOoAy y HaTuBHUU C-Kof, 110 3a0e3nedye
MPOJYKTUBHICTb, OJU3bKY 1O ONTUMAJIBHON.

s matpuii po3mipom 40x40x40 (64 000 BokceniB) yac BukoHaHHsi Marching
Cubes Ha cyyacHOMY mporiecopi ctanoBUTH puoIn3HO 50—-100 Mc, 1110 € MPUHHATHUM 15
nonepeaHbo1 00poOKH, aje HEJOCTATHIM ISl PEHACPUHTY B pealbHOMY Yaci.

4.12.6 TlopiBHAAHHSA 3 AJIbTEPHATUBHUMH AJITOPUTMAMH

Ha ChOTOJIHI ICHYE Pl aJbTEPHATUBHUX aJNTOPUTMIB MOOYAOBU
130MOBEPXOHB, KOKEH 3 SIKMX Ma€ CBO1 MepeBaru Ta HeJIOMIKH.

Ta6nus 4.12 — [NopiBHSHHS 3 aJbTepHATUBHUMHE airoputvamu Marching Cubes

IBuakic |Cxkiaagnic Tb Bukopucran Hs
Aaroputm  Pik AxicTb
Th
Marching
1987 Brcoka Bricoka Husbka 3arajabHe
Cubes
Marching
1991 Cepenns Cepenns Husbka Menumnaa
Tetrahedra
Dual Jlyxe
_ 2002 Cepenns Bucoka CAD/CAE
Contouring BHCOKA
Manifold Dual
Contouring 2007 Bucoxka Cepennss | Bucoka [rpu
SDF-based Hyx Jlyxe
2010+ Y Husbka Y JlocmimkeHHs
methods € BUCOKa BUCOKA
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3anuuaeTbesl HAUOLIBII MOMYJIIPHUM BUOOPOM 3aBISIKA ONTUMAIBHOMY OallaHCy
MDK SKICTIO, HIBUAKICTIO Ta MPOCTOTOIO peanizamii. [ns 3amau manoi podotu (VR-
Bi3yallizallisi B peaJibHOMY 4aci) BiH € ONTUMaJIbHUM BUOOPOM.

4.12.7 BuB NOPOroBOro 3HA4YEHHS HA pe3yJbTaT

[Toporose 3nHadyenns iS0_threshold e kimoyoBMM mapaMeTpoMm alropuTMmy, IO

BHU3HAYae, sAKa 130MOBepxHS Oyne moOynoBaHa. Jlig pi3HUX THUMOIB  JAHUX
PEKOMEHIYIOThCS Pi3H1 3HAUCHHS TIOPOT'Y.

Jlns pe3ynpTaTiB TOMOJIOTTYHOT onTuMi3amii (po3moALT IIUTBHOCTI MaTepiary)
ONTUMAaJIBHUN TOPIr 3a3Buuail cTaHOBUTH 0.3—0.5: HUKY1 3HAUEHHS JAIOTh «TOBCTIIIII»
CTPYKTYpH 3 OUIBIIOI KUIBKICTIO Marepiany, BUIII —

«TOHIIY» 3 MEHIIOIO KUTBKICTIO. ¥ CHCTEMI 32 3aMOBUYYBAHHSIM BUKOPUCTOBYETHCS

sHaueHHs 0.35 qis ronostoriynoi ontuMizarmii ta 0.5 I KIIITHHHUX aBTOMATIB.

413 Moayas renderer

4.13.1 3arajabHuii omuc MOIyJIs

Moyib renderer.py € TpeTh0I0 Ta HalOLIBII CKIIAIHOIO JAHKOK KOHBEEpPa

— BIH BIJMNOBilae 3a Bi3yaJdbHE BIMOOPaKEHHS TOIOJIOTIYHUX CTPYKTYp Ta
peamizaiio I1HTEpaKTUBHUX (QYHKIOIA. Moayiab MICTUTh I'ATh KOMIIOHEHTIB: Kiac

wiomwman Bincikanaa ClippingPlane; momyinp raycasting RaycastingModule; romoBuui

penaepep TopologyRenderer; menemxep cuenn VRSceneManager.

Pennepunr peanizoBano Ha 06asi 6i0miorexku Matplotlib 3 BukopucTaHHAM

tpuBuMipHuX oceir (mpl_toolkits.mplot3d). Xoua Matplotlib He € pymiiem peasrbHOTO

Jacy, BiH 3a0e3mnedye JOCTATHIO SKICTh JIJIST JEMOHCTpAIlii anropuTMIB Ta TeHeparlii
CTaTHYHUX 300pakeHb. Y peanbHild VR-peanizarii (Unity) peaaepunr BukonyeTbest GPU
gyepes crannapTHuil rpadivauit kouseep DirectX 11/12 a6o Vulkan.

4.13.2 Kaac ClippingPlane

Knac ClippingPlane peanisye miomuHy BiACIKaHHs y TPUBHMIPHOMY JpOCTOPI.




[TnomuHa 3amaeThcss JBOMA MapaMeTpaMH: BEKTOpOM Hopmaii hormal (omuHuuHMit
BEKTOp, IO BKAa3y€ y HANPSIMKY «BUAMMOI» HamiBOpocTopu) Ta 3mimeHHsM Offset
(cxansipHa BIICTaHb Bl MOYATKY KOOPAMHAT /0 MJIOLIMHU).
PiBusunas moomman: $\mathbf{N} \cdot \mathbf{x} + D = 0%, ne
$\mathbf{N}$ — nopmans, $D$ — 3mimenns. Touxu 3 $\mathbf{N} \cdot
\mathbf{x} + D \geq 0$ 3HaxomATbCA MO «HPAaBWILHUI» OIK IUIONIMHH 1
BiJI0OPAKAOTHCS; TOUKH 3 BII'€MHUM 3HAYEHHSM BIJCIKAIOTHCS.

Meton clip_vertices(vertices) npuiimae macuB koopauHaT BepiiuH (NX3) Ta

noBeprae OyneBuii MacuB-Macky. SIkmo miuonmHa BumkHeHa (enabled=False), meton

NOBEepTa€ MacKy 3 yciMa 3HaYeHHAMH IrUE (BCl BEpIIMHU BHAMMI). SKIIO TUIOHIMHA
YBIMKHEHA, OOYHCIIOIOTBCS BIICTaHI KOXXHOI BEpPUIMHM [0 TUIOMIMHHM, 1 Macka

BCTAHOBJIFOETHCA Y True AJIs1 BEPIIUH 3 HeBi}]’(ZMHOIO BilICTaHHIO.

Peanizariis € edexkTuBHOW0 3aBasku BekTopuzallii uepe3 NumPy: oOuuncieHHs

BizcTani vertices @ normal + offset BukoHyeThCs A BCiX BEpHIMH OJHOYACHO Oe3

SBHOTO IMKITY, 10 3a0e3nedye nmpoayKTuBHICTE O(N) 3 MiHIMaTbHUMH KOHCTAaHTHUMHU
dakTopamu.
B Unity-peanizaiii napaMeTpu IUIONIMHU BIACIKAHHS TMEpPENaloThCs y IIenep

yepe3 riobanbHi 3minai  Shader.SetGlobalVector(™ ClipPlaneNormal”, normal) Ta

Shader.SetGlobalFloat("_ClipPlaneOffset”, offset), 1m0 mo3Boiste BUKOHYBaTH

BincikanHs Ha GPU 3 nynsoBumu Butpatamu Ha CPU.

4.14.3 Kaac RaycastingModule

Knac RaycastingModule pearizye mnpoctopoBe TpacyBaHHS TIPOMEHIB IS

IHTepaKTUBHOT'O BUJIIJICHHS eJIEeMEHTIB cTpykTypu. Mertos find_nearest_node(ray_origin,

ray_direction, node_positions, max_distance) 3HaxoauTh BY30J, HAWOIMKIMHA O

3aJaHOT0 TIPOMEHS.
AJTOPUTM TONIYKY HAWOIMKYOro By3jia BHKOHYE Taki Kpoku. Ilo-mepiie,

HOpMaJIi3yeThesi BekTop Hampsmky mpomens: $\mathbf{d} = \mathbf{d} 04



\mathbf{d} 0|$. ITo-mpyre, ans KOXHOrO BYy3/1a OOYHCIIOETHCS BEKTOpP Bij
noyaTky mpomens jno Bysna: $\mathbf{t} i = \mathbf{p} i - \mathbf{o}$. ITo-TperTe,
obuncmoeTsest  mapamerp mpoekmii:  $t i = \mathbf{t} i \cdot

\mathbf{d}$. Ilo-ueTBepTe, 3HAXOAUTHCS TOYKA HA MPOMEHI, HAHOIMKYA 110

By3na: $\mathbf{c} i = \mathbf{o} + t_i \mathbf{d}$. ITo-'site, oOumCIIOETHCS
BiacTanpb Big By3nma g0 Touku: $d i = [\mathbf{p} i - \mathbf{c}i|$. Ilo-wocme,
pinompyromocs eyziu 3a ymosamu: $t_ i > 0$ (syzon nepeo xamepor) ma 3$d_i <
d{\max}$ (Byzon y wmexax mopory). Ilo-chome, cepen BiadiIbTpOBAaHUX BY3IIiB
TIOBEPTAETHCS TOH, 1110 Ma€e MiHIMaIbHY BincTanb $d i$.

Bcest oOuuncitoBanbHa JIoTiKa peanizoBaHa yepe3 BeKTopu3oBaHi onepailii NumPy,

110 3a0e3neuye epeKTUBHE BUKOHAHHS HABITH JIJISl BEJTUKUX TpadiB 3 TUCTYAMU BY3JiB.

4.13.4 Kaac TopologyRenderer

Knac TopologyRenderer € rojoBHUM peHAEpepoM cucTeMH. BiH migTpumye

YOTUPU PEKUMHU BiTOOpaKEHHS.

Merton render_isosurface(mesh, ...) peHIepUTHh i30MOBEPXHIO, MMOOYIOBAaHY

anmroputmoM Marching Cubes. Metoa ctBoproe TpuBuMipHy (irypy Matplotlib, Oymye

kosrekmiro mosironie Poly3DCollection 3 kompopamu, IO 3ajeKaTh Bil BHCOTH Z

(HopMasi3oBaHa TeruioBa KapTa). SIKIIO TUIONIMHA BIJACIKAHHSA YBIMKHEHA, METOJ
GLIBTPY€E TPUKYTHUKHU 3a IMOJOKEHHSM iX IEHTPIB BITHOCHO IUIOMIMHHA. METOJ TaKoX
BinoOpaskae koiapopoBy mkary (colorbar) mns inTepnperartii 3HaueHb.

Merton render_graph(model, ...) peaaepurs 3D-Tpad: By3mu BigoOpakaroThes K

touku (Scatter plot) 3 kospopoM, 110 BiAmoBinae ¢izuyHOMY aTpuOyTy, a pedpa — SK
JiHii. 3aCTOCOBYETHCS IUIOIIMHA BIJICIKAHHS SK 1O BY3JiB, Tak i g0 pebep (pedpo
B1IOOpaXKaETHCS JIUIIE SKIIO 00UBA HOTO BY3JIM BUJIAMI).

Meton render lod comparison(voxel grid, ...) reHepye NOpIBHSUIBHY TaHEIb

Tphox piBHIB LOD. Meton O6ynye Tpu citku 3 Bigctansmu kamepu 0.1,

0.5 ta 0.9 Ta BimoOpaxae ix mopydu 3 iHpopMaIIi€r0 PO KITBKICTh TPUKYTHUKIB
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Ta BIACOTOK peAykuii. Konmbopu 3arosioBkiB BigoOpa)xarTh pPIBEHb JeTali3alii:
3enenuit 1a LOD 0, momapanuesuit st LOD 1, uepBonnii nius LOD 2.

Meron render_voxel slices(voxel grid, ...) peHaepuTh Tpy OPTOrOHANIBHI 3pi3n

BOKceNbHOT MaTpuili: YZ-3pi3 (mpu X = nx/2), XZ-3pi3 (mpu Y = ny/2) ta XY-3pi3 (npu
Z =nz/2). Ha Ko)HOMY 3pi31 YepBOHOIO JIHIE€IO BIAOOPaXKa€ThCA KOHTYP 130M0BEPXHI IIPU
3a/1aHOMY ITOPOTOBOMY 3HAYCHHI.

4,135 Kaac VRSceneManager

Knac VRSceneManager € MeHea’epoM CIIEHM — LEHTPAJIbHUM KOOPJIUHATOPOM

BCiX migcucteM. BiH 30epirae mocuinaHHs Ha TOTOYHY MOJIENb Ta CITKY, a TAaKOX Hajae
METOM JIJIS YIIPaBJIIHHSI CIIEHOIO.

Merton load model(model) 3aBantaxkye TopologyDataModel y cueny: 30epirae

MOCWJIAaHHS Ha MOJIeJb Ta aBTOMATHYHO OyJye BiamoBimHy ciTky uepe3 MeshBuilder.

Metoa BUBOAUTH 1H(POpMAIliFiHI MTOBIIOMJICHHS MPO THI MOJIEN, KUIBKICTh BY3JiB Ta
napamMeTpu ooy 10BaHOI CITKH.

Meton set _clipping plane(normal, offset, enabled) BcranoBmioe mapamerpu

IUTOIIMHU BiJCiKaHHA s peHupepepa. Meton € anamorom ClippingPlaneController 3

Unity-peanizanmi.

Merton raycast query(ray origin, ray direction) BukoHye raycasting-3amuT Ta

IIOBEPTA€ CIOBHMK 3 aTpuOyTaMu HaiOImk4oro Bysna: node_id, position (koopauHati),

value (¢izuunuii arpudyT), distance to_ray (Biactaub 40 mpoMmeHs). SIKIIO By301 He

3HaiiieHo, MeTo 1 moBepTae NONe.
4.13.6 HajaamTyBaHHS peHIEPUHTY

Krnac TopologyRenderer minrpumye psij mapaMeTpiB HATAMTYBaHHS PEHACPUHTY.
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Taomuus 4.13 - Kinac TopologyRenderer

3a
[TapameTp Tun Onuc
3aMOBYYBaHHSIM
o Po3mip ¢irypu y
figsize tuple (14, 10)
FOMMax
o Tennosa KapTa
colormap Str 'viridis'
1Sl 130MIOBEPXHI
[Tpo3opicTsb
alpha float 0.75 .
MTOBEPXHI
: Bino6paxenHs
show_wireframe ool False
KapKacy
_ Po3mip BY3JIiB
node_size float 30.0
rpada
[Ipo3opicTs pedep
edge_alpha float 0.3
rpada
Po3ainbHa
dpi int 150 3IATHICTE  30€pEKEHOrO
300pakeHHS

[Tapamerp save path y KOXKHOMY METOJi PEHACPUHTY J03BOJISIE 30€perTa

€3YJIbTAT aitm PNQG. Skmo mapamerp He BKa3aHO, METOJI JIUIIE IIOBEPTAE 00'€KT
pe3y. y p p ) p

Figure 0e3 30epeikeHHs.

BucHoBKH 10 po3ainy 4

CpoMHUI PO3ALT OMKUCYE MOAYIIH renderer.py — HalOLIbII CKIaHHH KOMIOHEHT

cucremu. Kimac ClippingPlane peanizye epekTrBHE BEKTOpH30BaHE
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BiJICIKAHHS BEPIIUH BIJHOCHO TUIOIIKUHH, IO € aHAJIOTOM IIEHIEPHOTO BIACIKAHHS

B Unity. Knac VRSceneManager koopauHye BCl MiJICUCTEMH, HAJAIOUUd €JIUHUM

iHTepdeic s ynpaBiiHHS cleHow. Bci oOuucieHHs peanizoBaHo uepe3 NumPy-

BEKTOpH3aIlil0, 110 3a0e3neuye e(heKTUBHE BUKOHAHHS HaBITh ISl BETUKUX CTPYKTYP.
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5 TOJIOBHUH CKPUIIT TA MEHEIKEP CIIEHU

5.1 Crpykrypa roJIoBHOr0 CKpunTa

daiin main_demo.py € TOYKOK BXOAY B CHCTEMy Ta peali3ye TOBHUMN
JeMOHCTpaliiHui creHapid. CKpUNT OpraHi30BaHUM Yy BUIJISlI HAOOpYy HE3AJIEKHUX
GyHKIIH-IeMOHCTpallild, KOKHA 3 SKUX UIIOCTPYE MEBHUM acnekT (PyHKIIOHAIbHOCTI
CUCTEMH.

CrpykTypa ckpunta BianoBigae mnarepHy «lllaGnoHHuMN MeTOa»: ToJIOBHA
¢Gyukiis main() MmocniZoBHO BHKIMKAE (YHKIII-IEMOHCTpAIlii, KOXXHA 3 SKUX €
CaMOJIOCTaTHHOIO Ta HE 3aJICKUTh BiJl CTAHY, BCTAHOBJICHOTO MOMEPEeIHIMUA (YHKITISIMHU.

I_Ie 3216631'16‘1}/6 MO>KJIUBICTD 3aI1yCKaTu OerMi JICMOHCTpaIIi'l. HC3aJICKHO.

5.2 Jlemoncrtpanisi 1: 3D-rpag

[Tepma pemoHCTparlliss UTIOCTpye poOOTy 3 TrpadoBUMH CTpyKTypamu. Bona
BUKOHYE TaKl KpOKH: reHepye peryisipHuii 3D-rpad Ha pemritii 5X5X5 3a 101MOMOroro

TopologyGenerator.generate_3d_graph(); 3aBantaxye rpadp y VRSceneManager;

penneputh Tpad Mmerogom render_graph(); 30epirae pesynbrar |y  dailn

output/01 graph 3d.png.

PesynsraT nemonctpainii — 300paxenHs 3D-rpada 3 125 Byzmamm Ta 300
pebpamu, e Koxip BY3JiB BimoOpaxkae (pizuuHuii aTpuOyT (3HAYEHHSI CHHYCOINaabHO1

byHKITIT KOOpIUHAT).
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5.3 emoHcTpauis 2: BokceabHi 3pi3u Ta i3onoBepxHsi

Jpyra neMmoHcTpallisi UIIOCTpye poOOTYy 3 BOKCEIbHMMH MaTpulsiMu. Bona
reHepye CHUHTETUYHMM pe3yJbTaT TOMOJOIIYHOI onTuMizamii (Oajika 3 omopamu) 3a
JI0TIOMOTO10

TopologyGenerator.generate_topology _optimization_result(size=40); penaeputh

TpH OpTOroHaNbHI 3pizu mertomom render_voxel_slices(); Gyaye i3omoBepxHi0  3a

JIOTIOMOT OO MeshBuilder 3 moporom 0.35; pennmeputh

i30moBepxHIO MeToaoM render_isosurface().

s JEMOHCTpAIlisl HAOYHO TIOKa3y€ 3B'SI30K MDK  BOKCEJIBHUM

IpeICTaBIEHHSM (3pi3HM) Ta MOJIrOHAIBHUM (130TTOBEPXHS).

5.4 Jlemonctpanisi 3: IlopiBusinas LOD

Tpets nemoncTpartis umoctpye podoty cucremu LOD. BoHa renepye BOKcenbHY

MaTPUITIO0 KIITHHHOTO aBTOMaTa po3MipoM 32x32x32; peHAepuTh MOPIBHIIBHY ITaHEIb

Tphox piBHiB LOD metomom render_lod_comparison(); BUBOAWTHL CTATUCTHKY PEMYKIIii

MOJIITOHIB JIJIS KOKHOTO PiBHSI.

5.5 Jlemoncrpanis 4: Ilnomuna BiacikaHHA

YerBepra JaeMOHCTpaIisi UIFOCTpye poOOTy IUIOMMHMA BiAcCikaHHA. Bona
3aBaHTa)Xy€ MOJICIb TOIOJOTIYHOI ONTHMI3allii; BCTAHOBIIIOE IUIONIMHY BiJACIKAHHS 3

Hopmautto (1, 0, 0) Ta 3mimennsm -15 dgepes set clipping_plane(); penaeputh

130ITOBEPXHIO 3 YBIMKHECHOIO TUTOIIMHOIO BiJICIKAHHS.
PesynbTaTr nmemoHcTpaiii — 300pa)keHHsS, J€ JiiBa MOJIOBUHA CTPYKTYpH

BiJICIY€HA, 1 BUJHO BHYTPIIIHIO Oy/0BY OajKH.
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5.6 Jemoncrpamisi 5: Raycasting

[T'aTa nemoHcTpallis UIIOCTpy€e poOoTy raycasting. Bona 3aBantaxxye 3D-rpad;
BUKOHY€ raycasting-zamur 3 nmoyatkom (2.5, 2.5, -5.0) ta mHanpsmkom (0, 0, 1) gepe3

raycast_query(); BUBOJUTh aTpUOYTH 3HAWEHOTO By3Ja: iACHTH(IKATOP, KOOPAUHATH,

¢b13uuHui aTpuOyT, BIACTaHb A0 IPOMEHS.

5.7 MoayJibHi TeCTH

daiin main_demo.py TakoK MICTUTh HaOip MOIYJIBHHUX TECTIB, IO BEPUPIKYIOTh

KOPEKTHICTh pPOOOTH BCIX KOMIIOHEHTIB CHCTeMH. TE€CTH OpraHi3oBaHi y JB1 T'pYIIH:
EditMode (tectn 6e3 3amycky pymis) Ta PlayMode (TecTu 3 MOBHUM KOHBEEPOM

00poOKN).

EditMode TECTH IICPEBIPSIIOTh: T'eHEePaLIio

InvalidTopologyFormatException mpu cripo06i mapcHHry HeiCHYIYOro (ainy; TOYHICT

napcuary CSV (27 By3niB nist peuritku 3x3x3); Tounicte napcuary JSON (27 By3iis,
54 pebpa).

PlayMode TecTM mepeBipsrOTh: T€HEpaIlil0 BEpIIUH anroputMoMm Marching
Cubes (xutbKicTh > 0); TeHepallil0 TPUKYTHUKIB (KUTBKICTh > (); KOPEKTHICTh 1HJEKCIB
TPUKYTHHKIB (BC1 < KUTBKOCT1 BEPIIUH ); MpaBmiibHe Bu3HaueHHs LOD 0 ms Bincrani 0.1;
npaBuibHe Bu3HadYeHHs LOD 2 s Biacrani 0.9; MeHmny kinbkicth nomirodis y LOD 2
nopiBasiHO 3 LOD 0; ycmimHe 3HaXOKEHHST By3Ja raycasting; MoBepHEHHs aTpuOyTiB
3HAWJICHOTO BY371a; KOPEKTHY (PUIHTPAIIiF0 BY3JiB IJIOMMHOIO BiICIKaAaHHS.

3arayiom HaOip MicTUTh 14 TecTiB, yci 3 SKUX MPoXoasTh ycmimHo (14/14 PASS).
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5.8 BigmosignicTe Unity C# peanizamii

["onoBHwmii ckpunt Python e TouruM ¢yrkIionansauM aHamorom Unity C# cuienu.

Y Unity cuena opranizoBaHa anajioriuno: VRSceneManager e

MonoBehaviour-koMmoHeHTOM, MPUKPIUICHUM 10 KopeHeBoro GameObject

cuenn; meronu Start() Ta Update() BiamoBimaroTh iHimiamizaiii Ta UKy OHOBJICHHS;

noii XR-koHTpoJiepiB (HATUCKAHHS KHOMOK, pyX) MEPETBOPIOIOTHCS Y BUKIUKUA METO/IIB

set clipping plane() Ta raycast query().

BucHoBKH 10 po3ainy 5

[T'siTuii po37iyT OMMCY€e TOJOBHHM CKPHUNT Main_demo.py Tta MEHEDKEp CLCHH

VRSceneManager. CkpunT opra”izoBaHui y M'STh HE3aJEKHUX JEMOHCTpALllif, KOXKHA 3

AKUX UTIOCTpYy€e TEBHUU acnekT ¢yHKuioHadbHOCTi: 3D-rpad, BokcenbHI 3pi3u Ta
i3omoBepxHs, mopiBHAHHA LOD, mmomuua Biacikanas Ta raycasting. HaGip 3 14
moaynbuux TectiB (EditMode ta PlayMode) Bepudikye KOpeKTHICTH poOOTH BCIX
KOMIIOHEHTIB cuctemMu. CTpyKTypa CKpunTa BianoBifgae narepHy «lllabmonnuit meton

Ta € TOUHUM GyHKIIOHATHPHUM aHasiorom Unity C# crieHu.
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6 TECTYBAHHS TA BEPU®IKALISA CUCTEMUA

6.1 MertomoJiorisi TeCTYBaHHS

Merononorisi TeCTyBaHHS CHUCTEMU Oa3yeTbCcsli Ha NIAXOAAaX, NPUUHATHX Yy
po3poO1i mporpamHoro 3abesneueHHs s Unity: pospizssiors EditMode Ttectu
(BUKOHYIOTbCS 0O€3 3aIlyCcKy pylllis, NepeBipsAroTh JOriky kiaciB) ta PlayMode tectu
(BUKOHYIOTBCS Y KOHTEKCTI PYILis, MEPEBIPSAIOTH MOBEIIHKY B pEalbHOMY CEPEAOBHILI1).

VY Python-npororuni 1s knacudikamis 30epexxeHa konuenrtyanbHo: EditMode
TECTH MEPEeBIpsIIOTh MAPCUHT Ta BaJlijalliio JaHux (He 3anexars Big NumPy/Matplotlib),
a PlayMode Tectu mnepeBipsiOTh NMOBHUN KOHBEEp OOpPOOKH 3 BHUKOPUCTaHHSIM YCIX

010J110TEK.

6.2 JleTaJbHHI ONMC KJIKYOBUX TECTIB

Tect 1 (test_invalid_file) nepeBipsic KopekTHY 0OpOOKY MOMMIIKH BiJICYTHBOT'O
datiny. Tect HamaraeTbcs cnapcuTu ¢aiyl 3 HEICHYIOUYMM IUIIXOM Ta MEpeBipse, M0

rerepyetscsi BUHATOK InvalidTopologyFormatException. Ile kpuTu4HMi TeCT, IO

Bepudikye npuHIun «fail fasty cucremu.

Tectn 5-7 (Marching Cubes) nepeBipsioTh KOPEKTHICTH aaroputMy Marching
Cubes. Tect 5 nepeBipsie, MO KUTBKICTh BepIIUH > () (aTOPUTM 3HANUIIOB 130TIOBEPXHIO).
Tect 6 mepeBipsie, 10 KUTbKICTh TpUKYTHUKIB > 0. Tect

7 € KpUTHYHUM TECTOM IIUIICHOCTI CITKH: BiH IIEepeBipse€, IO BCi IHACKCH

TPUKYTHUKIB 3HAXOJAThCS Y Mexax macuBy BeprmH (Mmax(triangles) < vertex_count).

[Mopymenns miei ymoBu mpu3Beno 6 1o momimiku «index out of bounds» npu pennepunry

Tectn 8-10 (LOD) nepeBipsitoTs KopekTHicTh cuctemu LOD. Tect 8 mepesipsie,
o iy1st HopMastizoBaHoi BifcTadi 0.1 (6mm3pko) moBepTaeTbest LOD
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0. Tect 9 nepesipsie, mo nus Biactani 0.9 (nanexo) nosepraetsesa LOD 2. Tect

10 e xmoyoBuMm TectoMm edektuBHOCTI LOD: BIH mepeBips€, 10 KUIBKICTb
TpukyTHUKIB Yy LOD 2 menma, Hix y LOD 0, To6TO pemykiisi MONITOHIB IIHCHO
BIIOYBA€THCS.

Tecrm 11-12 (Raycasting) mnepeBipstoTh KopekTHicTh raycasting. Tecr 11
nepeBipse, Mo s 3aJaHOr0 MPOMEHS 3HAXOIUThCs Xoua O oauH By3oid. Tect 12

nepeBipsie, MO0 pe3ydbTaT MICTUTh OdiKyBaHi mousisi: nhode id, position, value,

distance to ray.

Tectn 13-14 (IlomuHa BiAcCikaHHS) TEPEBIPSIIOTH KOPEKTHICTh IUIOMIMHU
BifcikanHs. Tect 13 mepeBipsie, 110 NpyU YBIMKHEHIN MUIOMIMHI BiJICIKAHHS JESK1 BY3JIH
GinbTpyroThes (Macka micTuth False). Tect 14 nepeBipsie, 1110 KUTbKICTh BUTUMHX BY3JIiB

MEHIIIa 3a 3arajbHy KUIbKICTb.
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6.3 IlokpuUTTH KOAY TeCTaAMHU

Habip TecTiB 3a0e3neuye MOKPUTTA KIOYOBUX TUIOK KOJIY Y BCIX HOTHPbOX
MOJIYJISIX CHCTEMHU.

Tabnuus 6.3 - [TokpuTTs KOOy TecTaMu

Monyab Kuacu MeTtonu IHoxkpurTs
topology parser.py 5/5 8/10 [~80%
mesh_builder.py 4/4 9/11 ~82%
renderer.py 4/4  |7/9 ~78%
main_demo.py — /5 ~100%

HemnokpuTi MeToaM BKIIOYAIOTh PIAKICHI TUIKH 0OpOOKH MOMIJIOK (HAIpUKIa,

HekopekTHuUH  JSON) Ta  gomoMmikHI  MeTOOM  BimoOpakeHHs  (HAINpHUKIIAI,

render_voxel_slices He TeCTyeTbCsS OKPEMO, aJie EPEBIPAETHCS IHTETPALIIHHO).

6.4 IuTerpauiiine TecTyBaHHS

OxpiM MOIYIBHUX TECTIB, CHCTEMAa MPOXOJIUTDH IHTETpalliiiHe TECTYBaHHS yepes

MOBHUH JEMOHCTpaliiHMK crieHapiii y main_demo.py. Ileii cueHapiii mepesipse

KOPEKTHY B3a€MO/I1I0 MK yciMa MOJYJISIMU: APCUHT — MOOYA0Ba CITKU — PEHIEPUHT
— 30€epeKEeHHS 300pakKeHb.

VYcrminHe BUKOHAHHS TTOBHOT'O JEMOHCTPAIlIMHOTO CIICHAPIIO MiATBEPIKYE, IO
BC1 MOJIyJI1 KOPEKTHO B3aEMOJIIOTH MK COOOI0 Ta IO CHCTeMa B LUJIOMY (YHKIIIOHYE
BIAMOBIZIHO 110 crierrdikarii.
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6.5 TecTyBaHHS NPOAYKTHBHOCTI

Oxkpim GyHKIIOHATBHUX  TECTIB, TMPOBEJAEHO 0a30Be TECTYBaHHS

MPOIYKTUBHOCTI JUIsl OLIHKHM YaCcy BUKOHAHHS KIFOUOBHMX OMepariii.

Tabnuus 6.3 - TecTyBaHHS TPOYKTUBHOCTI

Omnepanis [TapameTpu Yac BUKOHAHHSA
[lapcunr CSV 125 By3niB <1wmc

[Tapcunr JSON 27 By3miB, 54 pebpa <1wmc

Marching Cubes LOD 0 |matpums 40x40x40 ~80 mc
Marching Cubes LOD 1 |matpums 20%x20%20 ~10 mc
Marching Cubes LOD 2 |matpums 10x10x10 ~2 MC
Raycasting 125 By31iB <0.1mc
[momrua BiJICIKAaHHS 125 By3miB < 0.1 mc
Pennepunr i3onoBepxHi  (~5000 TpUKyTHUKIB ~500 mc

Pesynpratn migTBepKytoTh, 1mo LOD-ontumizamis 3abesneuye 40-kpaTHe
npuckopenns nodynosu citku (LOD 0 — LOD 2), mo € KpUTHYHO BaKIUBUM IS

MIATPUMKH CTab1TbHOT YacToTH KanpiB y VR.
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6.6 Bepudikanisa maTeMaTHYHUX BJIACTHBOCTEH

OxkpiM (GyHKI[IOHAIBHUX TECTiB, BepU(IKOBAHO MaTEMaTU4YH1 BJIACTHUBOCTI
KIIFOYOBUX AJITOPUTMIB.

BaacruBicts 1: 3amkHyTicTh i30omoBepxHi. IlepeBipeHo, 1o pesynpTyroda
citka Marching Cubes € 3aMKHYTOIO (KOXHE peOpOo TPUKYTHHUKA CYMIXKHE PIBHO 3 JBOMA
TPUKYTHUKAMHU) JJIs1 BOKCENIB 0e3 rpaHnyHux edekTiB. Lle € HeoOXiqHO yMOBOIO JJIs
KOPEKTHOTO PEHJIEPUHTY 3 OCBITICHHSIM.

BaacruBicts 2: HopmagizoBanicte HopMmadseii. [lepeBipeno, mo Hopmaii,

obuucieni meroaom recalculate_normals(), € onuHuuHUME BekTopamu (HopMma ~ 1.0 st

KOokHOT HOpMadti). Lle € HeoOXiTHOI YMOBOIO JJi KOPEKTHOTO PO3PaXyHKY OCBITICHHS
3a 3aKoHOM JlamOepra.
BaacruBicts 3: KopekTHicTh raycasting. IlepeBipeHo, 1o BiicTaHb Bif

3HAaWJEHOrO0 By3/a 10 3aJaHOro IpPOMEHS MeHma 3a mopir max_distance. Ile €

HEOOXI1THOI YMOBOIO JJIsl KOPEKTHOT pOOOTH IHTEPAKTUBHOTO BUILJICHHS.

6.7 Pe3yJbTaTH I1eMOHCTPALIIIHOTO CLEHAPiI0

[ToBHMIT AeMOHCTpaIlIMHUI CIIEHApii TeHepye M'SATh THUIIB Bi3yali3alliid, IO
30epiraroThcs y ampekTopii output/. Hukdue HaBeACHO ACTaIbHUN OIMKMC KOYKHOTO
pe3ynbTary.

Bizyaaizamin 1: 3D-rpa¢ (01 graph 3d.png). Perynspuwuii rpad Ha penriTii

5x5x5 3 125 By3mamm Ta 300 pebpamu. Komip By3niB BimoOpaxae 3HA4YCHHS
CUHYCOinanpHOT QYHKIIT KOOPUHAT: BiJI CHHBOTO (MiHIMYM) J10 YEPBOHOTO (MAKCUMYM ).
PeGpa BimoOpakaroTbCs HAMIBIPO30PUMU CHUHIMH JiHISIMUA. 300pakeHHS JEMOHCTPYE
MPOCTOPOBY CTPYKTYPY rpada Ta po3noAis Gpi3udHOTO aTpuOyTy MO By3iax.

Bizyanizanin 2a: Bokceanni 3pi3u (02a_voxel slices.png). Tpu opToroHambHi

3pi3W BOKCEJIbHOT MAaTpHIl TOMOJIOTiYHO1 ontumizamii (6anka 3 omnopamu). 3pi3u

B110OpakaloTh PO3MOALT IIUIBHOCTI MaTepiaiay Yy BIATIHKAX TEIJI0BOi KapTu viridis.
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YepBOHI KOHTYPHI JIiH1i TOKAa3yIOTh MTOJIOKEHHS 130II0BEPXHI MPU MOPOrOBOMY 3HAUEHHI
0.35. 3pi3u HAOYHO JIEMOHCTPYIOThH

CTPYKTYpy OajKku: TOPU3OHTAIbHY BiCh, BEPTHUKAJIbHI OMOPH Ta JllaroHaJIbHI
pedpa >KOPCTKOCTI.

Bizyamizauis 2b: I3omoBepxusi (02b_marching cubes.png). Ilomironansua

130MoBepxHsA, MoOynoBaHa anroputMoM Marching Cubes 3 BOKCelnbHOT MaTpHIIl
40x40%40 npu noporoBomy 3HaueHH1 0.35. Citka mictuth npubdnauzno 8 000-12 000
BepmivH Ta 15 00020 000 TpuKyTHUKIB (TOYHA KUIBKICTh 3aJI€KUTh Bl FeHEpaTtopa
BumnaakoBux uucen). Komip moBepxHi BimoOpaxkae BUCOTY Z. 300pa’keHHs IEMOHCTPYE
XapakTepHy (OpMy TOMOJIOTTYHO ONTUMI30BaHO1 OaJKM 3 YITKUMU pedpaMu KOPCTKOCTI.

Bizyamizanis 3: [opiBasaus LOD (03 lod comparison.png). IopiBHsuibHA

naHenb TpboxX piBHIB LOD 1151 BoKcenbHOT MaTpHIll KJIITUHHOTO aBToMara 32x32x32.
[TaHenb MICTUTH TPU 300pakeHHS MOPYY 3 3aroJIOBKaMH, 110 BiIOOPAKAIOTh KLIBKICTh
TPUKYTHHUKIB Ta BIZICOTOK PEIYKIIii.

Bisyaaizamis 4: Ilnommna Bigcikanns (04_clipping plane.png). I3omoBepxHs

0aNKy 3 YBIMKHEHOKO IUIONIMHOIO BifcikaHHsA (HopMmaib (1,0,0), 3mimenus -15). Jlia
MOJIOBUHA CTPYKTYpPH BiJICideHa, IO JO3BOJISAE MOOAYUTH BHYTPIIIHIO OyAOBY OaKu:

MOPOXKHEYY BCEPEAMHI Ta TOBIIUHY CTIHOK.

6.8 KinbKicHi MOKa3HUKHU NPOAYKTHBHOCTI

Huxye naBenmeHo 3BelCHY TAONHINO KUTBKICHMX TMOKAa3HUKIB MPOIYKTUBHOCTI
cucremH, BUMipssHuX Ha TectoBomy cteri (Intel Core 17-12700, 32 GB RAM, Python
3.11).
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Tabauns 6.8 - KiibKiCHI TOKa3HUKU TPOAYKTHBHOCTI

MeTpuka LODO LOD 1 LOD 2
Po3mip  BOKcenbHOI

40x40x40 20x20x20 10x10x10
MaTpHIIl
Ki1bpK1CTh BOKCEIIB 64 000 8 000 1 000
Yac Marching Cubes ~80 mc ~10 mc ~2 MC
KinbkicTh BEpLINH

~10 000 ~2 500 ~600
(TUIIOBO)
KinpKicTh
TPUKYTHUKIB (TUTIOBO) [~18 000 ~3 600 ~1 080
Penykiis momironis  [0% ~80% ~94%
I IpuckopeHus

d P 1x 8x 40x

MOOYT0OBU CITKH

6.9 Amnauni3 gKocTi i30moBepxHi

SxicTh 13omoBepxHi, MoOyaoBaHoi anroputMoM Marching Cubes, oriHtoBasach
3a TPhOMa KPUTEPISIMH.

I'eomeTpuyHa TOYHICTH — BIAMOBINHICTH (HOPMU 130MOBEPXHI peanbHil hopmi
cTpykTypu. Jms cuHTeTHYHHMX JaHuX (Oajlka 3 aHATITHYHO 33JIAHOK0 IIIIBHICTIO)
T€OMETPUYHA TOYHICTH € BHUCOKOK: ¢opMa Oanmku, omop Ta pedep KOPCTKOCTI YiTKO
BHUJIHA Ha 300pakeHHi. KiIbKICHO, cepeHE BIIXWUICHHS BEPIIMH 130MOBEPXHI BIJ

«1feanbHOD» IIOBEPXHi (00YHCICHOT aHATITHYHO) CTAHOBUTH MCHIIIC OTHOTO BOKSCIIS.



I'maakicTh moBepxXHi — BIJCYTHICTh «CXOJMHKOBHUX» apTe(akTiB. 3aBISKU
JiHIMHIK iHTepnosii BepiuH y anroputMi Marching Cubes moBepxHsi € T1aIKOI0 HaBiTh
JUIS BIIHOCHO TpyOMX BoOKcelbHHX Matpuilb (40%40x40). Jlns mopiBHSHHS, HaiBHE
BOKCEJIbHE B110OpaXkeHHs (B1100OpaKeHHs KOXKHOTO BOKCENS K Ky0a) a€ 3HaYHO TipIry
AKICTb.

TomoJioriyHa KOPEeKTHICTb — BIICYTHICTh <«JIIPOK» Ta CAaMOIIEPETUHIB Yy
noBepxHi. Peanizanis scikit-image 3a6e3nedye TONOJOTTYHO KOPEKTHI MOBEPXH1 3aBJISIKU

paBUJIbHIM 00p0oO0Ill HEOTHO3HAYHUX KOH(DIrypalrii.

6.10 Amnauai3 epextuBnocti LOD

Cucrema LOD 3a6e3neuye cyTTeBe MPUCKOPEHHS PEHIAEPUHTY TIPU MIHIMAJIbHIN
BTpaTi AKOCTI JJIS TaJICKUX 00'€KTiB.

Hnsa LOD 1 (Biacranp 0.33—0.66) peaykilisi moJjiroHiB ctaHOBUTh ~80%, 110
BIZITIOBIJJa€ 3MEHIIIEHHIO PO3AUIBHOT 3JaTHOCTI BABIYI O KOXHIM oci (23 = 8-kpaTHe
3MEHIIIEHHS KITbKOCT1 BOKceliB). [Ipu mpomy 3aransHa opMa cTpyKTypHu 30epiraerbes,
BTpavaroThCs JIMIIE APiOHI AeTaTi, K1 BCE 0JJHO He Oy/u O TOMITHI Ha Takid BilCTaHi.

Hns LOD 2 (Biactanb > 0.66) pemykilis TOJITOHIB CTaHOBUTH ~94%, 110
BIJINTOB1/Ia€ 3MEHIICHHIO PO3LILHOI 3/1aTHOCTI BUeTBEpO (4 = 64-KpaTHE 3MEHIIICHHS
KITbKOCT1 BOKceniB). Ha Benmukiil BiicTaHi CTPYKTypa 3aiiMae Majo MiKCeIiB Ha €KpaHi,
TOMY TaKa PeAYKIIisl € IIIKOM MPUHHATHOIO.

3aranpHe mpuckopeHHs penaepunry Big LOD-ontumizanii 3aJ1e:KUTh Bl Y4aCTKH
00'ekTiB Ha pi3HUX BigctaHax. s TumoBoi VR-CIIEHM 3 OJHHM BEIIMKAM O00'€KTOM

(67M3pKO0) Ta KUTbKOMA JIPIOHUMHU (J1aJIeK0) OYiKyBaHE MPUCKOPEHHS CTAHOBUTH 2—5X.
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6.11 IlopiBHsinHs 3 BUMOramu VR

s kompopTtHOro VR-nocBiny HeoOxinHa yactota kaapiB > 72 FPS (s Oculus
Quest 2) a6o > 90 FPS (mns Valve Index) 6. Ile o3Hauae, 110 yac peHACPUHTY OIHOTO
KaJIpy He MOBUHEH nepeBuiyBaT 13.9 Mc a6o 11.1 Mc BinnoBigHO.

Pennepunr i3omoBepxHi 3 ~18 000 tpukytaukamu y Matplotlib 3aiimae

~500 mc, mo € HenpuitHaTHUM 1151 VR. Onnak e oomexenns Python/Matplotlib,
a He aiaroputmy. Y Unity 3 GPU-pengepuHrom Ta ONTUMI30BaHUMHU MIEHepaMU
penaepunr ~18 000 TpukyTHUKIB 3aiiMae MeHIIe 1 Mc, 1110 € IIUIKOM TPUHHATHUM HaBITh

0e3 LOD-onrrumizari.

Hns Benukux ctpykryp (> 1 000 000 tpukytHukiB) LOD-onTumizamis €
KpUTUYHO HeoOXigHoto HaBiTh y Unity. Cuctema LOD 3abesneuye miaTpumky
CTaOUTBLHOT YacTOTH KaapiB 1t cTPYKTYp 3 10 10 000 000 BokcemiB 3aBASKH arpecUuBHIN

penykitii mojirodis Ha LOD 2.

BucHoBKkH 10 po3ainy 6

Jlecsatuii po3nil MICTUTh aHai3 pe3ylbTaTiB Ta MPOAYKTHBHOCTI CHUCTEMHU.
JleMOHCTpaIiiHUN CIIeHapiil yCHIIIHO TeHepye M'STh THUIIB Bi3yalizaiiid, 10
UTIOCTPYIOTHh BC1 KIIFOYOBI MOXJIMBOCTI cucTeMH. KiTbKICHMM aHami3 miarBepauB 40-
KpaTHE MPUCKOPEHHS 1Mo0y0oBu citku mpu nepexoxi Bim LOD 0 no LOD 2 (80 mc — 2
Mc). SKicTh 130MOBEpXHI OIIHEHO 3a TphOMa KPUTEPIsIMU (T€OMETpUYHA TOYHICTH,
TJIAJKICTh, TOMOJIOTIYHA KOPEKTHICTh) — BCi KpUTEpli BUKOHYIOThCA. AHaI3
edextuBHOCTI LOD moxkazas penykiito momironis 80% mnst LOD 1 ta 94% nns LOD 2.
[lopiBHsHHs 3 BuUMoramu VR migTBepauio, mo cucrteMa 3adesnedye HEOOXITHY

npoaykTuBHicTh y Unity-peanizaitii. 58


https://developer.oculus.com/documentation/unity/unity-perf/

3araJibHi BUCHOBKH

VY X0zl BUKOHAaHHS JUIUIOMHOI poOOTH po3po0eHO MPpOrpaMHUil KOMIUIEKC IS
Bi3yallizallii TOMNOJOT1YHUX CTPYKTYP y BIPTYaJbHUX CEPENOBUILAX, IO CKIAAETHCA 3
qoTHphox Python-monyni ta BiamosigHoi Unity C# peamizamii. KoMiuieke ycminiso
BUPIILIYE BC1 CIM MOCTaBJICHUX 3aBJaHb.

[Tepre 3aBnaHHs — aHaNI3 ICHYIOUUX METO/1B — BUKOHAHO Y JPYTrOMY PO3ILITI.
[IpoBeneno mnopiBHsUIbHUM aHani3 MeToAiB DVR Ta moBepxHeBoro peHaepyBaHHS,
OOIpyHTOBaHO BHOIp TMOBEPXHEBOIO PEHAEPYBAHHS 3 IUIONIMHAMHU BIJICIKAHHS SIK
ontuMaibHOrO miaxoay s VR. Posrmsnyrto icHyroui pimenHs (ParaView, ANSYS
Viewer, Unity + MRTK) Ta Bu3HaueHO yHiKajgbHE MICIIEe PO3POOJIECHOT CHCTEMH.

Hpyre 3aBmanHs — po3poOka yHIpIKOBaHOI MOJenl JaHUX — BHUKOHAHO Y

yerBepToMy po3zaim. Kmac TopologyDataModel 3abesneuye enuuuii intepdeiic mis

TPbOX THITIB TOIOJIOTIYHUX CTPYKTYp: MUCKPETHHX TpadiB, BOKCEIBHUX MAaTpPHIb Ta
pe3yIbTaTIB TOMOJIOTIYHOT ONITUMI3allii.
Tpere 3aBmanns — peanizanig anroputmy Marching Cubes — BHUKOHaHO y

n'sitoMmy Ta 1octomy posaitax. Kmac MarchingCubesEngine peanizye edekTuBHE

noOy/ayBaHHs 130MOBEPXOHb 3 BUKOPUCTAaHHAM omntuMizoBaHoi C-peamizamii scikit-
image. JleTanpbHO WIPOAHAII30BAHO MaTEMAaTHYHI 3acaju airopurMmy, 15 06a3oBux
KoH(irypairiif Ta mpobieMy HEOJHO3HAYHOCTI.

YerBepre 3aBaanHs — po3pooka cuctemu LOD — BUKOHAHO y M'SITOMY PO3/ILIIL.

Knac LODOptimizationManager peanizye muckperauii LOD 3 Tppoma piBHSIMH, IO

3abe3neuye peaykimito momiroHiB m0 94% g LOD 2 ta 40-kpaTtHe mpUCKOpPEHHS
moOyIOBH CITKH.
[T'sTe 3aBmanHs — peanizaiis IOMIMHA BiJICIKaHHS Ta raycasting — BUKOHAHO

y ceomomy posaini. Kmacu ClippingPlane ta RaycastingModule
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peani3yloTh €(EeKTUBHI BEKTOPU30BaHI AJTOPUTMHU BIICIKAHHSA Ta TMOUIYKY
HaWOIMXKYOTO By3JIa.

[ocTe 3aBnaHHd — po3poOKa MOAYJIBHHX TECTIB — BUKOHAHO Yy JEB'SITOMY
po3auiti. Po3po6aeno Ha6ip 3 14 TectiB (EditMode Ta PlayMode), Bci 3 IKUX IPOXOISATH
ycrimHo (100%).

CboMe 3aBIaHHS — aHalli3 MPOAYKTHMBHOCTI — BHUKOHAHO Y JAECSITOMY Ta
OMHAAIATOMY po3ainax. lIpoBeneHO BUMIpIOBaHHS Yacy BUKOHAHHS KITFOUOBUX
omepauid, miATBEpIKEeHO edekTuBHicT LOD-onmTtumizanii Ta chopmyaboBaHO
PEKOMEHIaIlii 3 MOIaIBIIOTO BAOCKOHAICHHH.

Po3pobOiiennii mporpaMHHi KOMIUIEKC Ma€ TMPAKTUYHY 3HAYYIIICTh IS
IH)KEHepHOro aHanizy (lHTepakTuBHE nociikeHHs pesynabTaTtiB MCE 'y  VR),
MaTepiaio3HaBcTBa (Bi3yasizallisi MIKPOCTPYKTYpU TOPUCTUX MaTepiaiiB) Ta OCBITH
(HaoYHE MOSCHEHHSI KOHIIEMIIM TOmoJIoriyHOi omTumizaiii). Python-mporotun moxe
OyTH BUKOPHMCTAHUHM SK CaMOCTIMHUMN IHCTPYMEHT JUIs IIBHJIKOIO NMPOTOTHUITYBAaHHS Ta
TECTYBaHHS aJITOPUTMIB.

Po3pobnena cuctema MoBHICTIO BIAMOBIIA€ TOCTABICHUM BUMOTAM: PEali30BaHO
BC1 3ariaHoBaHi QyHKII, BCi 14 TecTiB MPOXOAATh YCHIIIHO, Yac MOOYAOBH CITKH JJIs
LOD 2 cranoButh ~2 Mc, 1110 BifnoBigae BumoraMm VR-peHnepuHry B peaibHOMY Yaci.

JlunmomMHa poOoTa yYCHINTHO BHKOHAHA B TOBHOMY 00cs3i. Po3poOienuii
IpPOrpaMHUM KOMIUIEKC € (PyHKIIOHAJbHUM, €()EKTUBHHM Ta JOOpEe NPOTECTOBAHUM
THCTPYMEHTOM JIJIsl Bi3yauri3allii TOmoJoriyHuX CTPYKTYp Y VR-cepenopumax. Cucrema
Moske OyTu Oe3mocepeIHbO BUKOpUCTaHa a00 po3IMIUpeHa /ISl NPaKTUYHUX 3aCTOCYBaHb

B IHDKEHEPHOMY aHaTi31 Ta MaTepiaio3HABCTBI.
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Honarok A. Kox moxyJis topology parser.py

import sys import os import json import csv
import numpy as np

sys.path.insert (0, os.path.dirname( file )) from topology parser import (
TopologyGenerator, CsvTopologyParser, JsonTopologyParser,
InvalidTopologyFormatException,

)

from mesh builder import MarchingCubesEngine, LODOptimizationManager,

MeshBuilder
from renderer import TopologyRenderer, VRSceneManager, ClippingPlane
OUTPUT DIR = os.path.join(os.path.dirname( file ), "output")

os.makedirs (OUTPUT DIR, exist ok=True)

#
# Jonomixui oyukiil njs 30epexeHHs TeCcTOoBUMX Galiin
#
def save test csv(model, path: str) -> None: """30epirae TopologyDataModel y CSV-
(baﬁ[nT mmn -
with open (path, "w", newline="", encoding="utf-8") as f: writer = csv.DictWriter (f,
fieldnames=["node id","x","y","z","value"]) writer.writeheader ()
for node in model.nodes: writer.writerow ({
"node id": node.node id, "x": round(node.x, 4),
"y": round(node.y, 4),
"z": round(node.z, 4),

"value": round(node.value, 6),

})

def save test json(model, path: str) -> None: """36epirae TopologyDataModel y JSON-
bam.""" data = {
"nodes": [
{"id": n.node id, "x": round(n.x,4), "y": round(n.y,4),
"z": round(n.z,4), "value": round(n.value,6)} for n in model.nodes
1,
"edges": [

{"source": e.source, "target": e.target, "weight": e.weight} for e in model.edges

1,
}

with open(path, "w", encoding="utf-8") as f: json.dump(data, f, ensure ascii=False,
indent=2)
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# e
# MomyneHi TecTu (anajor Unity Test Framework / NUnit)
# .
class TestResults:

def init (self): self.passed = 0
self.failed = 0 self.errors = []

def assert true(self, condition: bool, msg: str) -> None: if condition:
self.passed += 1 print(f" [PASS] {msg}")
else:
self.failed += 1 self.errors.append(msg) print (f" [FAIL] {msg}l")
def summary(self) -> None:
total = self.passed + self.failed print (f"\n{'='*50}")

print (f"PesynbTaTn TecTyBanHa: {self.passed}/{total} npoimeno") if self.errors:
print ("Hommnkm:")

for e in self.errors: print (f" - {e}l")
print ('="'*50)

def run unit tests() -> TestResults: """

MonmysnbH1 Ta iHTerpauimHi TecTH.

Axnamnor EditMode Tests Ta PlayMode Tests 3 Unity Test Framework. """
print ("\n" + "="*50)

print ("MOIYJIBHE TECTYBAHHA (Unit & Integration Tests)") print ("="*50)
tr = TestResults()

# —-—-— Tect 1: Bamipmauis dopmaTir (aHamor TecTy Bajimauii CSV) ---
print ("\n[EditMode] TecT Bamimauii dbopmaTib:")
parser = CsvTopologyParser () try:
parser.parse ("non existent file.csv")
tr.assert_true(Fdise, "Maé_reHepyBaTM BMHSATOK IJIS BiOCYyTHBLOTO
dany")
except InvalidTopologyFormatException:
tr.assert true(True, "I'enepye InvalidTopologyFormatException mnsa
BimcyTHbOTO danay")

# —--— Tect 2: TouHicTb mapcuuHry CSV —---print ("\n[EditMode] TecT TOUYHOCT1 MaAPCUHTY
CsSV:") gen = TopologyGenerator ()

small model = gen.generate 3d graph((3, 3, 3)) csv_path = os.path.join (OUTPUT DIR,
"test nodes.csv")
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save test csv(small model, csv_path)

parsed = parser.parse(csv_path) tr.assert true(

parsed.node_ count == small model.node count,

f"KinpkicTe By3siB nicia napcuHry CSV: {parsed.node_ count} ==

{small model.node count}"

)

tr.assert true(

abs(parséa.nodes[O].x - small model.nodes[0].x) < le-3, "KoopauHara X MNEpHOTO
By3Jia 30epexeHa TOYHO"

)

# —--— Tect 3: TounicTe napcuury JSON ---print ("\n[EditMode] TecT TOYHOCTI1 HAPCHUHTY
JSON:") json path = os.path.join (OUTPUT DIR, "test nodes.json")

save test json(small model, json path)

Json parser = JsonTopologyParser () parsed json = json parser.parse(json_path)
tr.assert true(

parsed json.node count == small model.node_ count,

f"KinpkicTe By3siB nicna napcuHry JSON: {parsed json.node count} ==
{small model.node count}"

)

tr.assert true(

parsed json.edge count == small model.edge_ count,

f"KinpkicTe pebep nicna napcuHry JSON: {parsed json.edge count} ==
{small model.edge count}"

)

# ——— Tect 4: MNobymoa cirTkm Marching Cubes ---print ("\n[PlayMode] TecT
npouenypHoro memy (Marching Cubes) :")
voxel model = gen.generate cellular automaton (size=20, iterations=3) engine =
MarchingCubesEngine (iso_threshold=0.5)
mesh = engine.build mesh (voxel model.voxel grid) tr.assert true(
mesh.vertex count > 0,
f"Marching Cubes renepye BepumHmM: {mesh.vertex count} > 0"
)
tr.assert true( mesh.triangle count > 0,
f"Marching Cubes resHepye TpukyTHuKM: {mesh.triangle count} > 0"
)
tr.assert true(
mesh.triangles.max () < mesh.vertex count,
"Bci 1HIEKCHM TPUKYTHMKIB y Mexax MacuBY BepumH"

)

# ———- Tect 5: LOD-penykuis ---print ("\n[PlayMode] Tect LOD-onTmMizanii:")
lod manager = LODOptimizationManager (iso threshold=0.5)
mesh lod0 = 1lod manager.build lod mesh(voxel model.voxel grid, 0.1) mesh lod2 =

lod_manager.build_lod_mesh(voxel_mgael.voxel_grid, 0.9) tr.assert true(
mesh lod0.lod level == 0,
f"Bmuseka BigcTaHe — LOD 0: {mesh lod0O.lod level}"

)

tr.assert true( mesh lod2.lod level == 2,
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f"lanexka BincTaHe — LOD 2: {mesh lod2.lod levell}"

)

tr.assert true(

mesh lod2.triangle count < mesh lod0.triangle count,

f"LOD 2 mae meHme TpuKyTHMKiIB: {mesh lod2.triangle count} <
{mesh lod0O.triangle count}"

)

# -—- Tect 6: Raycasting ---print("\n[PlayMode] Tect Raycasting:") graph model =
gen.generate 3d graph((4, 4, 4)) scene = VRSceneManager ()
scene.load model (graph model)

result = scene.raycast query( ray origin=np.array([-5.0, 2.0, 2.0]),

ray direction=np.array([1.0, 0.0, 0.0]),

)

tr.assert true(

result is not None,

f"Raycasting 3HaxomuTb By30Ji: {result}"

)

if result:

tr.assert true(

"node id" in result and "value" in result, f"Raycasting nosepTac aTpubyTu By3Ja:

node id={result['node id']}, value={result['value']:.4f}"
)
# ——— Tect 7: MnommuHa BincikaHug ---print ("\n[PlayMode] TecT njoumuM BimcikaHua:")
from renderer import ClippingPlane
plane = ClippingPlane (normal=np.array([0.0, 0.0, 1.0]), offset=-2.0,

enabled=True)

positions = graph model.get node positions () mask = plane.clip vertices (positions)
clipped count = mask.sum()

tr.assert true

0 < clippéd_count < len(positions), f"lmommHa BincikaHHsa GinbTpye BYy3JM:

{clipped count}/{len(positions)} Bummmx"

)

tr.summary () return tr

#

# TosloBHA meMoHCTpalls
#

def main () :

print ("=" * 60)

print("HPOI‘PAMHI/HZ IHCTPYMEHT IJIA BIBYAJIIZALIIM) print ("TOIOJIOT'ITUHUX CTPYKTYP V¥
BIPTYAJIBH/X CEPEIOBMIIAX™)

print ("Casmu Mapis AxHzmpiisHa, TB-21, KII im. Irops Cikopcebkoro") print("=" * 60)
gen = TopologyGenerator ()

renderer = TopologyRenderer (figsize=(12, 9))
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# IEMO 1: 3D-rpad TOmoOJIOTiUHOI CTPYKTYypU #

print (*\n-f1/447--Perepanis--fa-penmepnur--3b—rpada--{5x5x5f--:t)--graph model =
gen.generate 3d graph((5, 5, 5), connectivity="face") print (f" Bys3miB:
{graph _model.node count}, PeGep:

{graph model.edge count}")

figl = renderer.render graph( graph model,
title="3D-rpad TonoyoriuHOol CTPYyKTypu (5x5x5 pemirka)",
save path=os.path.join (OUTPUT DIR, "0l graph 3d.png"),
)
plt close(figl)

print (£" 3BepexeHo: output/0l graph 3d.png")

# _____________________________________________________________________________________

# IOEMO 2: KniTwHHMM aBTOoMaT — Marching Cubes #

print (*\n-[2/47 -KnirnaHmi-aproMaT -=--Marching -Cubes--{32*--poxcestins)~ . .") ca model =

gen.generate cellular automaton(size=32, iterations=4) density =
ca_model.metadata["density"]
print (£" MinpHicTe 3anoBHeHHs: {density:.1%}")

# 3pism BokCceNbHOI MaTpMili

fig2a = renderer.render voxel slices( ca model.voxel grid, iso_ threshold=0.5,
title="KniTuHHMUI aBTOMaAT — BOKCeJIbHa MaTpuus (323)",
save path=os.path.join (OUTPUT DIR, "02a voxel slices.png"),

)
plt close(fig2a)

# IsomoBepxHS
engine = MarchingCubesEngine (iso_threshold=0.5) mesh ca =
engine.build mesh(ca model.voxel grid) mesh ca.recalculate normals ()
print (£" Cirka: {mesh ca.vertex count:,} BepmmuH,
{mesh ca.triangle count:,} TpuKyTHUKIB")
fig2b = renderer.render isosurface( mesh ca,
title="KniTmHHMY aBTOMaT — i30mnoBepxHs (Marching Cubes)", colormap="plasma",
save path=os.path.join (OUTPUT DIR, "02b marching cubes.png"),
)
plt close(fig2b)

print (£" 3Bepexeno: output/02a voxel slices.png,
output/02b marching cubes.png")
#
# IEMO-3:--Pe3yJisTaT - TOMOIOTTYHOT -onTuMt3ai-t-+-LHOD -4------------------

prifnt-tY\n{-37/-4]--ToRoAoFivHa - ONTHMT SaHtg- -5~ - LOD-Ttopt BHsHirg--(40-2- BokceniB) ... ")
topo model = gen.generate topology optimization result(size=40) # LOD-crTaTmcTmMKa
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lod manager = LODOptimizationManager (iso threshold=0.35) stats

lod manager.get lod stats(topo model.voxel grid) print("\n LOD-crarucTtuka:")
print (£" {'PiBenn':<10} {'Bimcraub':<12} {'TpuxyrHukir':<15}

{'Penyxuia'}")

print (£" {'"-'"*50}") for s in stats:

print(

£ LOD {s['lod level']:<6} "

f"{s['camera distance']:<12.1f}
f"{s['triangles']:<15,} "

f"{s['reduction $']}3"

)

# TNopiBHANbHaA NaHesb LOD
fig3 = renderer.render lod comparison( topo model.voxel grid, iso threshold=0.35,
save path=os.path.join (OUTPUT DIR, "03 lod comparison.png"),
)
plt close (fig3)

print (£f"\n 3Bepexeno: output/03 lod comparison.png")

# _____________________________________________________________________________________

# IOEMO 4: VRSceneManager + mJjommHa BincikauHHs #

print (Y\n-F4-/+4]--VRSceneManage r--——-AftoHiMa - Bi fteikaHug - Fa-rayeasting- .. ") scene =

VRSceneManager (iso_threshold=0.35) scene.load model (topo model)

# YBimMxHeHHA mommHM Bincikanea (XY-njommsa, Z > 20) scene.set clipping plane(
normal=np.array([0.0, 0.0, 1.0]), offset=-20.0,

enabled=True,

)

# PeHOepMHIT 3 IJIOWMHOK BiIcikaHHS

mesh clipped = lod manager.build lod mesh (topo model.voxel grid, 0.1) fig4d =
renderer.render isosurface (

mesh clipped,

title="TonosoriuyHa onTMMiszalis — mJouMHa BiAcikauuHs (Z > 20)", colormap="viridis",
show wireframe=True,

save path=os.path.join (OUTPUT DIR, "04 clipping plane.png"),

)

plt close(fig4)

print (£" 3Bepexeno: output/04 clipping plane.png")

# _____________________________________________________________________________________
# Banyck TecTiB #
print (*\n't-+-"=1*60)--test-results =-run-unit-tests{)-------------------

# _____________________________________________________________________________________

# Dipgcymox #
Jo o e Rl S o e R b
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print ("IIJCYMOK HOEMOHCTPAIII™)

print ("="*60)
print (f"36epexeni Bisyanizanii:")
for fname in sorted(os.listdir (OUTPUT DIR)): if fname.endswith(".png"):

fpath = os.path.join (OUTPUT DIR, fname) size kb = os.path.getsize (fpath) // 1024
print (f" {fname:<35} {size kb} KB")
print (f"\nTectn: {test results.passed}/{test results.passed +
test results.failed} npoinmeno")
print ("="*60)

def plt close(fig):
"""3akpuBae Girypy InJjisg 3BisbHeHHa naM'ari.""" import matplotlib.pyplot as plt
plt.close (fig)

if name == " main_ ": main()
topology parser.py

MonmyJsib MapCHHTY Ta Bajlimaunii BXI1OHMX TOMOJIOT'IUHMX IaHUX.

Anajior C#-ximacy CsvTopologyParser 3 nunjomMHol poboru. IIimnrpumye dopmaTm: CSV,
JSON, a TakoOx MNpPOoLUenypHY I'eHepallild TEeCTOBMX TOINOJIOT1UHMX CTPpYKTyp (3D-rpad,
KJI1TUHHMUM aBTOMAT, BOKCEJIbHA MaTPUL) .

mwwn

import csv import json

import numpy as np

from dataclasses import dataclass, field from typing import List, Tuple, Optional

class InvalidTopologyFormatException (Exception): """BMHSTOK NPM HEKOPEKTHOMY dbopmaTi
BxXimHMx maumx.""" pass
@dataclass
class TopologyNode:
"""By30J TOMOJIOT14WHOL CTPpykTypu.""" node id: int
x: float y: float z: float
value: float = 0.0 # disvunuy atpubyT (HaOpPyXeHHS, WiabHicTH TOWO)
@dataclass

class TopologyEdge:
wuon Pe@po MIixX IBOMa BY3JlaMMU.
target: int

""" o source: int
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weight: float = 1.0

@dataclass
class TopologyDataModel: """
YHidpikoBaHa MOOEeJIb TOIMOJIOT1UHMX IaHUX.
Anayior kJjacy TopologyDataModel 3 munjaomMHOI po6oTtm. """

nodes: List[TopologyNode] = field(default factory=list) edges: List[TopologyEdge] =
field(default factory=list)
voxel grid: Optional[np.ndarray] = None # 3D BokcesibHa MaTpuusa metadata:

dict = field(default factory=dict)

@property

def node count(self) -> int: return len(self.nodes)
@property

def edge count(self) -> int: return len(self.edges)

def get node positions(self) -> np.ndarray: """IloBepTace Macup KOOPAMHAT BY3JIiB
(Nx3) ."""
return np.array([[n.x, n.y, n.z] for n in self.nodes])

def get node values(self) -> np.ndarray: """lloBeprac mMacubB (QisuuHMX aTPUOYTiB
By3niB.""" return np.array([n.value for n in self.nodes])

class CsvTopologyParser: """
[lapcep CSV-dainiB 3 TonojioriuyHmMu maHumm. OuikyeaHuit dopmar: node id, x,y,z,value

mwriwnw
REQUIRED COLUMNS = {"node id", "x", "y", "z"}

def parse(self, filepath: str) -> TopologyDataModel: model = TopologyDataModel ()

model .metadata["source"] = filepath model.metadata["format"] = "csv"
try:
with open(filepath, newline="", encoding="utf-8") as f: reader =

csv.DictReader (f)
if reader.fieldnames is None:
raise InvalidTopologyFormatException (

"CSV darnn nopoxHin abo He MicTUTbL 3aroJioBKiB."
)

cols = {c.strip() .lower () for c in reader.fieldnames} missing =
self.REQUIRED COLUMNS - cols
if missing:

raise InvalidTopologyFormatException( f"BincyTHi oBoB'sa3xoB1 koOJOHKM: {missing}"

)

for i, row in enumerate (reader):
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try:

node = TopologyNode ( node id=int (row["node id"]),
x=float (row["x"]),
y=float (row["y"])

z=float (row["z"]), value=float (row.get ("value", 0.0)),

)
model.nodes.append (node)
except (ValueError, KeyError) as e: raise InvalidTopologyFormatException (
f"Panmok {i+2}: HekxopexkTHl maHi — {e}"
)
except FileNotFoundError:
raise InvalidTopologyFormatException( f"®amn He s3HamneHo: {filepath}"

)

model .metadata["node count"] = model.node count return model

class JsonTopologyParser:
Mapcep JSON-Qamyiie 3 TonojioTiuHMMM HaHuMM. OUuikyBaHUM dopMart:
{
"nodes": [{"id":0,"x":0.0,"y":0.0,"2z":0.0,"value":0.5}, ...1,
"edges": [{"source":0,"target":1,"weight":1.0}, ...]

}

mwwn

def parse(self, filepath: str) -> TopologyDataModel: model = TopologyDataModel ()

model .metadata["source"] = filepath model.metadata["format"] = "Jjson"
try:
with open(filepath, encoding="utf-8") as f: data = json.load(f)
except FileNotFoundError:
raise InvalidTopologyFormatException (f"®ann He 3HAMIEHO:
{filepath}")
except json.JSONDecodeError as e:
raise InvalidTopologyFormatException (f"Ilommnka JSON: {e}")
if "nodes" not in data:
raise InvalidTopologyFormatException (
"JSON He MicTuTbe o6oB'sa3koBOTO mojsiga 'nodes'."
)
for item in data["nodes"]: try:
node = TopologyNode ( node id=int (item["id"]), x=float (item["x"]),
y=float (item["y"]),
z=float (item["z"]), value=float(item.get ("value", 0.0)),
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)
model.nodes.append (node)
except (KeyError, ValueError) as e: raise InvalidTopologyFormatException (

f"HekopexkTHuii By30J: {item} — {e}"
)

for item in data.get ("edges", []): edge = TopologyEdge (
source=int (item["source"]), target=int (item["target"]),

weight=float (item.get ("weight", 1.0)),

)
model.edges.append (edge)

model .metadata["node count"] = model.node count model.metadata["edge count"]
model.edge count return model

class TopologyGenerator:
[IpoLenypPHUM T'eHEepaTop TEeCTOBMX TOMNOJOTI1UHMX CTPYKTYP. AHAJIOT MNPOLUEeIYyPHUX
TeHepaTopiB y IumiomHinm pobori. """

@staticmethod
def generate 3d graph(
grid size: Tuple[int, int, int] = (5, 5, 5), connectivity: str = "face",

) —> TopologyDataModel:
T'eHepye perynapHuy 3D-rpad Ha pemiTui.

Parameters

grid size : (nx, ny, nz)

connectivity : 'face' (6 cycimie) abo 'vertex' (26 cycimim) """

nx, ny, nz = grid size model = TopologyDataModel ()

model.metadata["type"] = "3d lattice graph" model.metadata["grid size"] =

grid size

# T'enepauisa Bysnis node id = 0 index map = {}

for iz in range(nz):

for iy in range (ny) :

for ix in range (nx) :

value = np.sin(ix / nx * np.pi) * np.cos(iy / ny *
np.pi) * (iz / nz)

node = TopologyNode (
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node id=node id, x=float(ix), y=float(iy), z=float(iz), value=float (value),

)

model.nodes.append (node) index mapl[ (ix, iy, iz)] = node id node id +=1

# T'enepauis pebep (face-connectivity: 6 HanpsaMKiB)

directions = [(ll OI 0) 14 (_lr Or O)I (OI ll 0) 14 (Ol_ll O) ’ (Oror 1) ’ (Or Or_l)]
if connectivity == "vertex": directions += [

(11 ll O) 14 (_ll ll O) 14 (11_11 0) 14 (_lr_lr O) ’

(Ollll) 14 (Ol_ll 1) 14 <Olll_1)r (Or_lr_l)r
(11011) 14 (_ll OI 1) 14 (llol_:L)I (_lr Or_l)r
]

seen_edges = set()

for (ix, iy, iz), src_id in index map.items(): for dx, dy, dz in directions:
nx2, ny2, nz2 = ix+dx, iy+dy, iz+dz if (nx2, ny2, nz2) in index map:
tgt id = index map[ (nx2, ny2, nz2)]
key = (min(src_id, tgt_id), max(src_id, tgt id)) if key not in seen edges:
seen_edges.add (key) model.edges.append (TopologyEdge (src_id, tgt id))
return model

@staticmethod
def generate cellular automaton( size: int = 32,
iterations: int = 5,
birth rule: Tuplel[int, ...] = (3,),
survival rule: Tuple[int, ...] = (2, 3), seed: int = 42,

) —> TopologyDataModel: """
T'eHepye 3D BOKCeJIbHY MAaTPMIIO METOIOM KJI1TMHHOTO aBToMaTa (mpaBuiio KoHBes, po3MMpeHe
Ha 3D).
mwwwn
rng = np.random.default rng(seed)
grid = (rng.random((size, size, size)) > 0.7) .astype (np.uint8)

for  in range(iterations): new_grid = np.zeros_ like (grid)
# NigpaxyHok cycimir uepes 3D-3ropTky from scipy.ndimage import convolve
kernel = np.ones((3, 3, 3), dtype=np.uint8)
kernel(l, 1, 1] =0
neighbors = convolve (grid, kernel, mode="wrap")

for b in birth rule:

new grid |= (grid == 0) & (neighbors == b) for s in survival rule:
new grid |= (grid == 1) & (neighbors == s)
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grid = new grid

model = TopologyDataModel () model.voxel grid = grid.astype (np.float32)

model.metadata["type"] = "cellular automaton" model.metadata["size"] = size
model .metadata["iterations"] = iterations model.metadata["density"] =
float (grid.mean()) return model
@staticmethod
def generate topology optimization result( size: int = 40,
seed: int = 7,
) —> TopologyDataModel: """
TeHepy€e CHUHTETHUUHMIM pes3yJbTaT TOMNOJIOTiuyHOI onTmMisanii — BOKCEJIbHY MAaTPULD 3
pos3nonisioMm minpHOCTi MaTepiany [0..1]. IMmiTye TUNOBUM pesylybTarT SIMP-MeTOny Ijs

fanku 3 onopamm. """

rng = np.random.default rng(seed) x = np.linspace(0, 1, size)

y = np.linspace (0, 1, size)

z = np.linspace (0, 1, size)

X, Y, Z = np.meshgrid(x, y, z, indexing="ij")

# BazoBa CcTpykTypa: Oamnka + niaroHanbHi pebpa xopcTtkocTi density = np.zeros((size,
size, size), dtype=np.float32)

# TopusoHTanbHa Gajika (B3OOBX X)

density += np.exp(-((Y - 0.5)**2 + (Z - 0.5)**2) / 0.02) # BeprTuxkajgbHl omopu
density += np.exp(-((X - 0.1)**2 + (zZ - 0.5)**2) / 0.015

density += np.exp(-((X - 0.9)**2 + (z - 0.5)**2) / 0.015) # IOiaroHasbHi pebpa
density += np.exp(-((X - Y)**2 + (2 - 0.5)**2) / 0.03) * 0.6

density += np.exp(-((X - (1-Y))**2 + (Z - 0.5)**2) / 0.03) * 0.6 # Ilym

density += rng.random((size, size, size)) * 0.08 density = np.clip(density, 0, 1)

model = TopologyDataModel () model.voxel grid = density

model .metadata["type"] = "topology optimization" model.metadata["size"] = size
model .metadata["iso threshold"] = 0.35

return model
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Jonartok 2. Ilpesenranis

@m HauioHanbHWiA TeXHIYHWUIA YHIBepcuTeT YKkpaiHu

a «KuiBCbKUA NoniTexHiyHuit iHcTuTyTiMmeHi Iropa CikopcbKoro»

HaB4YaNbHO-HAYKOBUM iIHCTUTYT aTOMHOI Ta TEN/I0BOT EHEPreTUKn
Kadepnpa iHxKeHepii nporpamHoro 3abesneyeHHA B eHepreTuui

NPOrPAMHI IHCTPYMEHTU A4 BI3YANI3ALLT
TOMONOT4YHUX CTPYKTYP Y BIPTYAJZIbHUX CEPEAOBULLIAX

BMKOHanNa: cryaeHTKa rpynu TB-21 Casuy Mapisa AHApiiBHa

KepiBHUK: A.¢., cTapwuin BUKNaaay baHaypka OneHa IBaHiBHa

2026 1/13

AKTYAJIbHICTb 3A1AMI

© MNpobnema 2D-metogis @ Piwenna — VR/AR cepegosuwa

— 30BHILUHI LWAPW NOBHICTIO NEPEKPUBAIOTL BHYTPILWHIO + IHTYiITUBHA HaBIrauia Ta MaHiNyAIOBAaHHA CKN3AHMMMU
TONOANOTIK0 CKNAAHMX CTPYKTYP. 06'ekTamu B peanbHOMYy Haci.

— Brpara Big4yTTs macwtaby, raiubuHm Ta peanoHux + [loCnigeHHA MIKPOCTPYKTYPU Nig AOBINbHUM KYyTOM
NPOCTOPOBMX BiACTaHEN. 6e3 obMeeHb NNOLWUHN.

— HemMoXnu1BiCTb IHTYITUBHOrO OLIHIOBAHHA BHYTPIWHIX + MOXNUBICTb «yBIliTU» BCEpeaAuHy CTPYKTYpU Ans
nycroT i 3'e4HaHb. AETaNbHOro aHanisy.

Knio4osi iHXKeHepHi BUKAMKK:

@ BuCOKa NPOAYKTUBHICTL: i Napcuur popmaris: BigcyTHicTb pa Hoswuit UX/UL: HeobxigHicTs
PeHAepPUHT MINbIOHIB eNemeHTiB HaTUBHOI NIATPMMKM HAYKOBMX Ta NPOEKTyBaHHA Ta peanizauil
npu crabinbHii YacToTi Kaapis 2 iH)eHepHux dopmartis gaHux y HOBMX NATTEPHIB TPUBUMIPHOT
60/90 FPS ana yHUKHEHHA Cy4acHux rpadiyHmx pylwinx. B3aemogji (HCl) y BipryansHoMy
KiHeTo3y y VR. npocropi.

m HauiosansHui TexHiunmi yHisepcurer Yipainm

«Kuiscuxuit nonirexsiynmia incTuryT imeni Iropsa Cikopcekoro»
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MeTa, 06’eKT Ta npegmeT A0CNIAXKEHb

MeTta po6otu: [lpoekTyBaHHs, po3pobka Ta Bepudikauis NporpaMHUX iHCTPYMEHTIB Ans
iHTEepaKkTUBHOT TPUBUMIPHOI Bidyanisauii CKNagHWX TOMOMOrYHUX CTPYKTYp Y BipTyanbHUX
cepefjoBullax i3 3abeaneyeHHAM BUCOKOI NPOAYKTUBHOCTI  PEeHOAEepUHry Ta  THYYKOro
KOpUCTYBaLbKOro iHTepdecy

06'ekT pocnigyeHHa: pouec TPMBMMIPHOI Bi3yanisauil Ta iHTEPaKTUMBHOI B3aemogii 3i
CKNAAHUMU TONONONYHUMU CTPYKTYPamm y BipTyasibHUX CepesoBuLLax

Mpeamer pocnipxeHHa: MeToaun, anropuTtMmM Ta apXiTEKTYPHi pilleHHA ANA CTBOPEHHSA
cneuianizoBaHoro nporpamHoro 3abesneyeHHa Ha 6a3i rpadiyHoro pywis Unity ans
epeKTMBHOro imnopTy, BiA0bOparKeHHs Ta aHani3y TONONOMYHUX AaHUX Y peanbHOMy Yaci

m HauionanuHuit TexHiuHmi yHisepcureT Yipainm
«Kuiacexuit nonitexwiunmit IHcTUTYT iMenl Iropa Cikopcekoros

3ABOAHHA AOCNIAXEHHA:

1. TlNpoaHanidyBaTu iCHylOMi TeOopeTU4Hi niaxoaAu [0 nNpPeacTaBfieHHA  TOMosorivYHUX
CTPYKTYp Ta Ccy4acHi nporpamHi aHanoru ans ix sisyanisauii

2. O6rpyHTyBaT BUBIp TEXHOMOrM4YHOro CcTeky, rpadiyHux pywiie 4u 6Gibniotek Ans
no6yaoBu BipTyanbHOro cepefoBuLla

3. Po3pobutu nporpamHi mogyni Ans iMNopTty (NapcuHry) TonosnoriYyHux AaHux, reHepaduii
TPUBUMIpHOI reoMeTpii Ta B3aemogii kopuctyBaya 3 ob'ektamu

4. TpoBecTu TecTyBaHHA PO3pobneHoro nporpamHoro 3abesneyvyeHHs Ta OUIHUTM oro
NPOAYKTUBHICTb NPy poBOoTi 3 MaclTabHUMK TONOMOTIYHUMU MOAENSAMU

m HaujosansHuia TexHiuMmi yHiBepcuTeT Ykpainu

«Kuiscuxui nonitexuiunmui IncTuTyT IMenl Irops Cikopcekoros
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NOPIBHAJIbHA XAPAKTEPUCTUKA ICHYHOYUX MPOrPAMHMUX PILLEHDb

CAE/CAD-cucremu (COMSOL, YHiBepcanbHi 3D-naketu  CneuianizoBaHi yTunitu
ANSYS) (Blender) (ParaView Ha 6a3i VTK)
IH}KEeHepHUit aHanis, XynoxHe 3D-
MaTemaTUYHe MOAENIOBAHHA Ta MOAENIOBAHHSA, aHimMaLin,
TOYHWUI PO3PAXYHOK Pi3UYHUX  TEKCTypyBaHHA Ta
npouecis. peHAepuHr.
CepegHna/Hu3bka. Hemae CepegHs. EdexkTBHa

Kpurepiii nopiBHAHHA

Bizyani3auis Ta napanenbHa
0bpobKa BenuKux macusis
HAYKOBMX AAHMUX.

OcHOBHE NpU3HaYeHHA

Hu3bka. OpieHTOBaHa Ha

MpoAyKTUBHICTL & § 5 AMHaMiYHOT onTUMmi3auii  obpobka macusis, ane
cTaTu4Hui BuBIA (2D-3pi3n,
peHaepunry (FPS) peson, LOD ana Bennkux PEHAEPUHT Y peasibHoOMy
i30/iHiT) Ha eKkpaH. : : %
HayKoBux rpadis. Yyaci obmexeHUn.
1 BiacyTtHa abo obmerxkeHa ba3oBa (uepes naariHun O6meskeHa. HasBHi VR-
Niarpumka VR/AR A : (yepe ), . :
ot 6330BMM CTaTU4HUM EKCNOPTOM OPIEHTOBAHA Ha MACMBHUIA  MOAYANI AO3BONAIOTL ULLE
iR mogenei. nepernaj CUeHu. 3aranbHuUit ornaa Mogeni.
- = - OpieHTOBaHMI1 Ha Hu3bKU. IHTEPdEiiC
< : . MiHimanbHWii (CTaHpapTHUA . She
PiBeHb iHTEPaKTUBHOCTI o o IHCTPYMEeHTH nepeBaHTaXKEHWUM, BiACYTHA
AECKTONHWUIA iHTepdeiic -
(HCI) KOPUCTYBa:3) CTBOpEHHS/peaaryBaHHA  rHy4ka B3aemogis
: reomeTpii MuLIeto. KOHTpONepamu.

m HauloHansHuit TexHiuHni yHisepcuTeT Yxpainu
m «Kuiacukuit nonirexuiunmii iIHcTUTyT iMenl Iropa Cikopcekoros

BUBIP TEXHOJIOIN4YHOTIO CTEKY: UNITY + C# + OPENXR

MopiBHANBHMIA aHani3 nnatpopm Kniouosi nepesaru Unity
Texwonoris 2’”‘““’"8““ ::Iiﬂ,{rpumxa 2:”";:"" fb“"a""ic </> HusbKopisHesuii APl gna mewis
Mpsame kep )eamm BepLIMHAMK Ta IHABKCaMK Yepes
2 OpenXR, XR THyuKWii SetVertices() Ta Setindices().
Unity (C#) 2 60/90 FPS Toolkit APl CepeaHna
Unreal . X
Engine Makcumans Noska THyYKuUiE BucoKa & Texuonoria GPU Instancing
(C++) Ha PeHAePUHT TUCAY OAHAKOBUX EN1EMEHTIB CTPYKTYPH 3a
wergeGﬂs/ ObmexeHa Ba3osa gﬁmemew Hu3bka oawvH Draw Call.
Sﬁﬁgﬁu HMaaKCMMMb PyuHa PyuHmii Qz&(ﬁa ® O6uncnenna DirectCompute

MOXNUBICTL NEPEHECeHHA BaXKKMUX anropuTtmis
(Marching Cubes) Ha GPU.

oa Cranpapr OpenXR
KpocnnathopmeHicTb Ta He3aNnexHiICTb Big
KOHKpeTHux VR-rapHityp.

a Haulonansnui Texxiunmia yrisepcurer Yipainu

m «Kuiscexuit nonitexuiunuii IncTuTyT Imenl Iropsa Cikopcekoro»
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MATEMATUYHI TA AITOPUTMIYHI OCHOBU

Moaens 01 Mopaens 02 Moaens 03
fpadoBa mogennv BokcenbHa mogenb MoniroHanbHa mogensb
G=(V,E) V(x, vy, z) €{0, 1} Triangle Mesh
HeopieHTOBaHWI NPOCTOPOBUIA /lmlcxpema TPUBMMIpHA MaTpULA  KiHueBe NpeacTaBNeHHsA NOBEPXHI Y
rpad, ge V. — sepwunHu y 3D- 06'eMHux nikcenis. 36epirae BUINAAI CITKU TPUKYTHUKIB, AKA €
npocropi, E — pebpa. 3BaxkeHuit bynesi abo CKanApHi 3HAYEHHA ANA ONTUMANBLHOK ANA PEHACPUHTY rpadiuHMM
rpad BUKOPUCTOBYETLCA ANA npeacTasNeHHA BHYTPIWHLOI NpoLEecopom (Gagb) y peansHomy 4aci.
BiA0BpaXKeHHA Pi3U4HMX CTPYKTYpH Ta NycToT 06'€eKTa.
napamertpis (Hanpy>XeHHs,
WiNbHICTb).

m HauloHanshuit TexuiuHui yHisepcuTeT Yipainu
m «Kuiscukuit nonitexuiunmit IMcTuTyT IMeni Irops Cikopctkoros

APXITEKTYPA NMPOrPAMHOIO 3ABE3MNEYEHHA (CLEAN ARCHITECTURE)

01 / Data 02 / Geometry 03 / Rendering 04 / HCI & UX
Miacuctema leHepauia 3D- IpadiuHum Baaen&)oéqin Ta
ynpasniHHA reomerpii peHAepuHr IHTepQEeunc
fpises RenderContro 3
- MeshBuilder -
“Datalmporter i 'éert e XRInputclontroller
- MarchingCubesEn - CustomShader => ClippingPlaneCont
->DataParser gine & ridge rol epr 8
-TopologyDataModel - LODOptimization - LODManager > InteractionManager
MNarepH GoF MNarepH GoF MNarepH GoF

Nn AITePH GoF )
Strategy Builder Singleton Bridge / Observer

ApPXITEKTYPHI NPUHLUNU OKUM 'A3Hi Po3gineHHsa o6oB'a3kis
nBOEKTyggHHﬁ:p u BCé'%SOK BucoKa 3B'A3HICTb yil

m HaulonansHui Texuiunui yrisepcureT Ykpainu 8/13
m «Kulecuxui nonitexHiunmi IHCTUTYT IMeni Irops Cikopcskoros
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APXITEKTYPA CUCTEMU

PIBEHL NPEACTABAEHMA TA BIAEMOALT

Unity URP

| [
ropose meni) | | (Penaepunr reomerpit) |
I | J

[

|

|

|

| Spatial UI
| )

|

|

1. Bubip dabiny 4, onTumisopanmi Mew . Aani

f
l
l
f

2. AOPO TA NOTIKA CHMCTEMW (Core Logi

T
f
|
|
|
|

r
|optimiza
(LOD,

ra MC |
(rewepauln mewy) |-»|
11

KoHnpepTe

A
] 3. MaremaTuHa mMopent
1

1. PIBEHbL OAHMX (Data Access Layer)

HeceplaniasaTop

AT yBaAHMA) (C# o6'ertn & nam'ari)

r

| File Loader / Parser
| (Acunxpoune

!

«Kuiscukui nonirexuiummi incrutyr Imoml Irops Cikopcukoros

HauloHanuiui TexHIuHmiA yHiBepcuTeT Ypainu
d

®YHKUIOHA/IbHI BUMOTIU — USE CASE DIAGRAM

UC-1: 3aBanTaxutu daiin
TONONOFIYHUX AAHWUX

UC-2: Bizyanisysatu
TPUBUMIPHY CTPYKTYpY

UC-3: Kepysatun i
sinobpaxkeHHam moaeni

IHxeHep-
AocnipHuk / UC-4: flocnigysati
Buknagay = | BHyTpiWHIO TONONOTiIO

UC-5: Bzaemopgintu 3
eN1eMEHTaMM CTPYKTYPH

«Kuincukmit nonirexuiunmi incTuryT Imonl lropa Cikopcekoros

% Haulosansuui TexHiunmi ynisepeurer Yepainm

wonomom)

Tperinry

Baniaysatv popmar
anny

ﬂgouo,qypuo 3reHepysaTu
3D-meuw

Konbopose koaysaHHsa /
LOD al

F(_[IOU.LMHH iacikaHHa
lipping Plane)

Buainutu syson -
BuBecTn napamerpu
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Pexxum Desktop: 3D-rpad TononoriyHoi
CTPYKTYPU 3 KONbOPOBUM KOAYBaHHAM

OEMOHCTPAUIA POBOTU NMPOTPAMHOIO IHCTPYMEHTY

Pexxum VR: immepcusHe A0CNiAKEHHA
NOPUCTOI CTPYKTYPU 3 ANHAMIYHOIO
naowmHoto BiacikavHaA (Clipping Plane)

HanpyeHb (Von Mises Stress, 0-1.5 MPa)

FPS 87 | Draw Calls:142 TPUKYTHUKIB 7.2 FPS 90 |LOD Level: 2 | nonironis 4.1V

HauloHansHui ToxHiunmi yrisepcurer Yepainm 1 1/13
«Kuiscuxmit nonirexsiunmi iMcruryT Imenl Irops Cikopcukoros

TECTYBAHHA TA PE3Y/ZIbTATU NPOAYKTUBHOCTI

MeTtoponoris tectyBanHs (NUnit)

2 EditMode Tests (MoaynbHi Tecru)

InvalidTopologyFormatException Pe3ynbTati NpoAyKTUBHOCTI

72-90 FPS

Yacrora kagpis y VR-pexumi
CrabinbHa vyacrora Kaapis bes
npoc 1dHb, WO NOBHICTIO 3an00Diratc
BUHY EHHIO edeKTy KiHeTo3y
(3aKos /BAHHA)

7 MNH

O6pobneHo noniroHis

* Tecr Banipauil popmaris:

Mepesipka 06pobku nowkogKeHux annis.’
OuiKyBaHa NoBeAiHKa — reHepauis BUKNIOYEHHA

* Tecr TouHOCTI Napcuury:

Banipauia signosiaHocTi 3unTaHux 3 hanny macusis

WH CTPYKTYPI AaHKX
SEpil CIPYKTyPLAa TopologyDataModel

IV PlayMode Tests (IHTerpayiiii tecru)

» Tecr npoueaypHOro mewy:
ImiTaujia BuaineHHa By3na npomeHem (Raycast) Ta
nepesipka WBMAKOCTI BIAryKy iHTepdeicy.

* Tecr B3aemoaqii: UnityEngine.Mesh CrabinpH

s Tonon } X CTPYKTYDP 3

leHepaLlia eTanoHHoro Kyba (8 seplmH, 12 brhrprle gl L
pg@ep) Ta NnepeBipKa KOPEKTHOCTI CTBOPEHHS AvHamiuHomy LOD
0b6'exTa

% Haulonanbiui TexHiunmi ynisepcurer Yrpainm 12/13

«Kulachkmi nonitexuiunmi IHCTUTYT IMenl Irops Clkopcekoros

M PEHAECPUHT | KNaaHux
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BUCHOBKU

+ [lpoBeaeHO KOMMMEKCHWM aHania TeopeTW4HUX NiaxodiB A0 NpEeACTaBMeHHA CKNagHWX TOMOMOriYHUX
CTPYKTYp Ta OOCHiMAXeHO YMHHI nporpamHi aHanorn (COMSOL, Blender, ParaView). BusineHo cyTTeBui
TEXHOMNOTIYHWUIA PO3PUB MiXK BUCOKOK MaTeMaTUYHOK TOYHICTIO iHXXeHepHOro codTy Ta BiACYTHICTIO B HbOMY
iHCTPYMEHTIB AWHaMiYHOI iIMMepCUBHOI B3aemofil, WO MOBHICTIO OBrpyHTYBano akTyanbHIiCTb po3pobku
cnewianisoBaHoro NPorpamMmHoro iIHCTpyMeHTapito.

+ O6rpyHTOoBaHO Ta COPMOBAHO OMNTUMArbHUWA TEXHOMOriYHMIA cTeK Ha 6asi rpadiyHoro pyuwis Unity,
yHiBepcanbHoro koHBeepa peHgepuHry URP Ta Bigkputoro ctaHgapty OpenXR. Take pilleHHs 403BONUNo
noeHaT! BUCOKY NMPOAYKTUBHICTb ONpaLtoBaHHS TPMBUMIPHOT rpadikv i3 KpocnnarOpMHOK CyMICHICTIO 3
cyqacHumu VR-rapHiTypamu

* CnpoeKToBaHO TPUPIBHEBY apXiTEKTypy cucTemMu (piBeHb AaHWX, QPO NOTiKW, piBeHb NpeacTaBneHHs), ska
3abe3nevye MoAynbHICTb, crabky NoB'A3aHiCTb KOMMOHEHTIB Ta nerkictb MacwrabysaHHsa 3. MNobygoBaHo
signosiaHi UML-mogeni, wo dopmanizyBanu noriky B3aemopii KopucTyBaya 3 Tononori4HnumMm ob'ekramu.

« [lpoBeaeHo (hyHKUiOHanNbHe Ta HaBaHTaXyBarnbHe TeCTyBaHHA po3pobneHoro nporpaMHoro 3abesneyeHHs.
EkcnepumeHTanbHa ouiHKa NPOAYKTMBHOCTI Nig 4ac Bisdyanisauii MaclwTabHuUX i BUMCOKOMOMNIrOHAanNbHUX
TononoriyHMx Mopgenein niareepauna 3bepexeHHs cTabinbHOi YacTtoTu kagpiB Ha piBHi 90+ FPS Ta
MiHiManbHy NaTeHTHICTb TPEKiHry, WO MOBHICTIO Bignosigae kpuTepiam koMdopTHOT Ta Ge3nevHoi poboTtu
KopuctyBaya y VR-cepenoBuLui

m HauloHansHui Texniunmi ynisepcurer Ykpainm

«Kulacokuit nonitexHiunmi IHCTUTYT IMenl Irops Cikopcskoro»
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MATEMATUYHI TA AATOPUTMIYHI OCHOBM

Mogens 01 Mopaens 02 Moaens 03
fpadosa mogensv BokcenbHa mogens MoniroHanbHa moaens
G=(V,E) V(x, vy, z) €{0, 1} Triangle Mesh
HeopieHTOBaHWi1 NPOCTOPOBUIA AuckpeTHa TpUBMMIpHa MaTpuua  KiHuese npeacTaBieHH:A NOBEPXHi Y
rpad, ae V. — sepwunn y 3D- 06'eMHux nikcenis. 36epirae BUINAAI CITKWU TPUKYTHUKIB, AKA €
npocropi, E — pebpa. 3BaxkeHui bynesi abo CKanApHi 3HAYEHHA ANA ONTUMANBHOKO ANA PEHAEPUHTY rpadiyHUM
rpad BUKOPUCTOBYETHCA ANA NPEACTaBAEHHA BHYTPIWHbLOI NpoLEecopom (Gabu) y peasibHOMy 4aci.
BiA06paXKeHHA Pi3N4HUX CTPYKTYpM Ta NycToT 06'eKTa.
napameTpis (HanpyxeHHs,
WiNnbHICTBL).

m HaulonansHui TexHiunni yrisepcureT Yipainn
m «Kuiscuxmit nonitexuiunmin IMcTuTyT Imenl Irops Cikopcukoros

APXITEKTYPA NMPOIrPAMHOIO 3ABE3INEYEHHA (CLEAN ARCHITECTURE)

01 / Data 02 / Geometry 03 / Rendering 04 / HCI & UX

Migcucrema leHepauia 3D- padiuHni B3aemopja ta
yrpasAiHHA reomerpii peHAepUuHr mTe;?a) uc
AaHUMMU RebiierCont

- MeshBuilder 9. pEPMEILONyO < XRInputController
-Datalmporter : . Cert shadere | Byt :

=> MarchingCubesEn - CustomShaaer ClippingPlaneCont
->DataParser gine & ridge rol epr -
-TopologyDataModel - LODOptimization - LODManager 5 InteractionManager
MarepH GoF MNarepH Gof MarepH Gof 1arepH Gof . )
Strategy Builder Singleton Bridge / Observer
ln\ 5&?1'-9? 'mg:puuuunn gﬁggnu Bucoka 3B'A3HIiCTb Po3pineHHna o6oB'A3KiB

m Haulonansnui Texnlunuit ynisepcurer Yepainm 8/13

m «KuiBcukuit nonitexHiunmia INCTUTYT IMeni Irops Cikopcekoros
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