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PaccmarpuBarotcst o0mue moaxoasl K pa3pabOTKe WHTETPUPOBAHHOW CpEIIbI
s co3nanus 3D-npunoxkenuii. Pazpaborano rpaguueckoe sapo M HaOOp MHCTPY-
MEHTOB JIsl padOTHl C HUM, HA0Op KJ1accOB U MHTEPEHCOB IJIsi MHTETPAIUH Sapa B
KOHKpETHBIC pa3padoTku Ha maatdhopme NET-punoxenuit. O61acTh MpUMEHEHUS —
HaIpaBJICHUE, CBA3aHHOE C BU3yaJH3allel CIOKHBIX rpauueckux 0ObEeKTOB.

Knrouesvie cnosa: 3D-ipunoxenue, rpadudeckoe sapo, ppeMBOpK, KOHTEHT,
rpadudeckuit 00bekT, Android, rpadudeckuii uHTEpdEIic MOIB30BATENS.

BBenenue

B HacTos1ee BpeMs 3HAUUTEIbHBIN HAyYHbIN U IPAKTUYECKUI UHTEPEC MPEICTABISIOT
3a/1a4M CO3JaHMsI BUPTYaJbHBIX PEAIbHOCTEN, KOTOPBIE OTOXKIECTBIISIIOT pEaJIbHBIE NTPOTO-
tunsl. Kak npaBuito, Noaxoa K pelIeHuIo TaKoro pojia 3a1ad TpeOyeT NHTEPaKTUBHOW dK-
paHU3aLuy.

DOKpaHHM3alMs PeabHbIX MOJENICH SIBIAETCS AOCTATOYHO CIIOXKHOW 3amadeit. s sk-
paHHOW BHU3yalM3aluy CUHTE3UpOBaHHOW 3D-Moaenu NpUMEHSIOTCS pa3jIMyYHbIE aJrOpUT-
MBI, BBIOOD, ajanTauus U MOAU(UKAINA KOTOPHIX 3aBHCUT OT paccMaTpUBAaeMOH 3aladu
npeaMeTHoM obnactu. bonee Toro, upe3mepHas Tpyl0EMKOCTh CO3AaHUSI OOBEKTOB peaslb-
HOTO MHpa MPHUBOAUT K HEOOXOIMMOCTH pa3pabOTKH CHEeUHaTbHBIX MOJAETICH U HOBBIX Me-
TOJIOB SKpaHU3aLUU AJIsl TAKUX 0OBEKTOB.

OTmeTuM, 4TO IPU COBPEMEHHOM DPA3BUTHU IpadUUECKUX CUCTEM M TEXHOJIOTUH aK-
TyaJleH MOAXO0/l, CBI3aHHBIN C MepeBOIOM BU3yanu3auu 3D-00beKTOB Ha HOBBI YPOBEHbD.
Pazpaborka 3D-npuiokeHuil XapakTepu3yeTcs OIpEACIICHHBIM HAaOOpPOM OTrpaHUYCHHM,
YTO CKa3bIBAETCs HAa PE3y/IbTaTax BU3yaJIU3aALINH.

Haubonee wacro paszpaborumku 3D-npusnoxeHuil oOpamaroTcss K JBYM OCHOBHBIM
ouobmorexkam 3D-rpaduku: DirectX m OpenGL. Ognako paboTa ¢ HUMHU BBI3BIBAET TPY/I-
HOCTH, CBSI3aHHBIE C HAMMCAaHUEM MHOTHX CTPOK Koja, ucrnojib3oBanueM APl u ykazareneid.
Yacte mpobiem mo peanuzanuu 3D-00bEKTOB MOKHO PEIIMTH C MCHOJb3oBaHHEM XNA
framework, ucmone3ys coorBercTByromue kinacchl. OmHako XNA He MO3BOJISET IMOJTHO-
CTBIO YCTpPaHUTh MpoOJIeMBbl Tpu pa3zpaboTke 3D-TpuIOKEHWH, TaKk Kak YKa3aHHBINA
framework sBisiercst NET peanuzarueit DirectX.

C npyroii CTOpOHBI, IIMPOKOE PACHPOCTPAHEHUE M PA3BUTHE MOOHMIBHBIX IIaT(HOpM
TaKXe MPEeJOCTaBIIeT HEOOXOUMBbIE BOZMOKHOCTH JUIsI Pa3padO0TUYHUKOB, BBITIOIHSS TaKOU
IIMPOKHMHA CIIEKTP KOMIIBIOTEPHBIX 3afau oOuiero npoduist. Ha ceroansa mis monb3oBate-
Jei UMeeTcs IUPOKUIl BBIOOp MOOMITBHBIX TenedoHoB nox ynpasienuem OC Android, ko-
TOpas MpeajgaraeT HEIUIOXYI0 albTEPHATHBY: IO3BOJISET IHMCATh IPUIOKECHHS, HCIOJIb-
3yIOIIME BECh CIEKTP COBPEMEHHOTO almapaTHOro 0OeCHedeHus, MPEeAOCTABISAET HOBBIE
BO3MOKHOCTH T10 pa3paboTKe U MCIIOJIb30BaHUIO HHCTPYMEHTAIBHBIX CPECTB.



TakuM o0Opazom, pa3paboTka cCpeibl, KOTOpas MPEAOCTaBUT MOJIH30BATEII0 BO3MOXK-
HOCTB OBICTpOTO co37aHus 3D-00bEKTOB, UCIIOJIB3YS COBPEMEHHBIC HMHTEPHET- U MOOWIIb-
HBIE TEXHOJIOTHH, BOCTPEOOBAHHOE HANPaBJICHUE B Pa3BUTHH KOMITBIOTEPHOH rpaduku.

KpaTkasi xapakTepucTUKa HWHTErPUPOBAHHON cpeabl

Crnenyer OTMETHTH, YTO CYLIECTBYET HEOOJBIIOE KOJUYECTBO JOCTYMHBIX Cpen s
CO3JIaHMsI MHTEPAKTUBHBIX 3D-Bu3yanu3anuii, K HeIOCTaTKaM KOTOPBIX MOXKHO OTHECTH
OTCYTCTBHE XpaHWJIHUIIA pa3aIunyHOro 3D-KoHTeHTa B 00J1ake U BO3MOKHOCTEH, TIPEIOCTaB-
JSIOIMIKMX TOJB30BATENI0 BRICOKOYPOBHEBBIN MOAX0J /Ui paboTsl ¢ 3D-pocTpaHCTBOM U
Pa3IUYHBIMH OOBEKTaMH.

MoOXHO onpeAenuTh ClIeayrollue OCHOBHbIE TPeOOBAaHMUs, CBA3AHHBIE C pa3pabOTKOI:
oIpeJieIeHue KOHKPETHBIX PaMOK U LEJIM CO3/1aBaeMOro rpauueckoro sjapa; odecredeHme
JOCTyIa K KOHTEHTY; peaiu3anus Habopa mporpaMM-yTHINT AJIs UCIIOJIb30BaHUS KOHTEHTA
U TpaHUuecKoro fapa MoJ pazIuydHble IIaT(GopMbl; peanu3anus (GppeiiMBopka ¢ BHICOKUM
YpOBHEM abCTpaKIMii; oOecriedeHre MUPOKOro BbIOOpA pa3IMyHBIX aIrOPUTMOB JJIsl PEH-
JepUHTa U300paKEHUS.

[Ipenmnaraemasi UHTEpAKTUBHAS Cpela COCTOUT M3 HECKOJIBKMX KOMITOHEHTOB: O0Jiaka
Il XpaHEHUs] KOHTEHTA B Pa3JIMYHBIX KaTEropusX; rpa)uueckoro sjapa, peaan30BaHHOTO C
ucnionszoBanneM OpenGL u DirectX; Habopa yTHIMT IJis IEPCOHATBLHOTO KOMITBIOTEPA;
MPUIIOKEHUS 111 MOOMIIBHOW orepannoHHO# cuctembl Android; ¢peiimBopka, obecrieun-
BAIOLIETO JOCTYI KO BCEM BO3MOXKHOCTSIM s/pa.

Taxum 00pa3oM, INIaBHBIMU OCOOCHHOCTSIMH BEO-CPEIbl SIBIISIOTCS: OTKPBITOE PO Ha
OpenGL u DirectX; nHabop kinaccoB U uHTep(helcoB A peHAepUHra IPUMUTUBOB, HA0OP
0a30BbIX MICHICPOB IS pean3allii pa3IndHbIX 3P (EeKToB Ha rpaduuecKoM KOHBEHEpE;
YTUJIMTHI Ul TOCTpOeHUs Bu3yanuzauuid Ha miaardgopmax PC n Android; cuaxpoHu3amms
KOHTEHTA KJIINEHTCKOI'O IPUJIOKEHUS C CEPBEPOM.

PaccMOTpuM OCHOBHBIE ACIIEKTHI, CBA3aHHBIE C APXUTEKTYPHOW M IIPOrpaMMHOM pea-
JU3aIMeH, a TakKe — C OCHOBHBIMU KOHCTPYKTUBHBIMU OCOOEHHOCTSIMH TIpe/ijiaraeMoi UH-
TETPUPOBAHHON Cpebl pa3padboTku 3 D-npuioKeHni.

ApXMTEKTYpa HWHTEIPHPOBAHHOI Cpeabl

[Tpenyaraemast HHTErpUpOBaHHAas cpela abCcTparupyeT MoJIb30BaTelis OT MPOMEKYTOU-
HBIX YpOBHEH co3anust rpa@uKy U JaeT BOZMOKHOCTh HAIpsIMYIO CO3aBaTh rpaduieckue
cuensl nocpenctsoM GUI, B Tom yncne obecnieunBas MOIb30BATENs 1a0JIOHHBIM KOHTEH-
ToMm [1].

Boun peanuzoBaHbl cienyromue MOAYIU [2]: sApo A MOCTPOCHUS CIOXKHBIX Tpadu-
YECKUX CIIeH, mpeaocTasisiomniee oTkpeitoe API; rpaduueckoe sapo vHa OpenGL mst OC
Windows 7 u OpenGL ES 2.0 s OC Android; Habop yTHIUT, UCTIONB3YIOMIMX SAPO IS
MaHHITYIUpoBaHus rpaduueckumu mnporeccamu ¢ nomoursio GUI cepBep ¢ KOHTEHTOM
IUIs IPEIOCTABIIEHNUS [I0JIb30BATEII0 BO3MOXKHOCTH MCIIOJIb30BaHMs IIAOJOHHOIO HAIOJIHE-
HUS, a TaK K€ 3arpy3KH [10JIb30BATEIEM IPOU3BOJILHOIO KOHTEHTA.

B o61mieM Buzie apxuTeKTypa MHTErPUPOBAaHHOM CpeJibl IIpeIcTaBIeHa Ha puc. 1.
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Puc. 1. ApxuTeKTypa HHTETpUPOBAHHOHN BeO-Cpe bl
JUTS TIOCTPOCHHUS TPapUUCCKUX MPUITOKESHUH

HNurepdeiic B3auMoaeincTBUs I0Jb30BATEISA C SAAPOM

Jlist BU3yanu3aluy CIOXKHBIX TPEXMEPHBIX 00BEKTOB PEabHOTO ¥ BUPTYAJILHOTO MUPA
ucronb3yercss paspaboranHoe rpaduueckoe sgapo CoreX, Oasupyromieecss Ha XNA
framework, koTopoe Bkimodaer Content Pipeline. DT1o ympomaer paboTy ¢ KOHTEHTOM H,
IPH HEOOXOIMMOCTH, TTO3BOJISIET PACIIUPUTD CITUCOK MOICP)KUBACMBIX THUIIOB.

OtmeTuM, uTo rpaduueckue OOBEKTHI MPEACTABIAIOTCS B KauecTBe KiaccoB. Kiacc
KaK70ro rpaduueckoro 00beKTa OMMCHIBAET €T0 OCHOBHBIC CBOMCTBA, a TAKIKE METOJIBI JJIsS
0TOOpakeHHsI 00BEKTa B MPOCTPAHCTBE M OOHOBJICHHUS €T0 cocTostHUS. KakbIii knace cBsi-
3BIBAETCS C OMPEIEIICHHBIM KOHTEHTOM, B HEM e OINpeeNnsieTcs, Kak JaHHbIH KOHTEHT Oy-
JIET UCTIOJIb30BAThCS.

Ha 6a3e snpa CoreX peanuzoBan u rpadudeckuii uarepdeiic momszoparens (GUI), mo-
3BOJISIOLIUI MPOU3BOAUTH UHTETPALIMIO PA3IUUHBIX 3JIEMEHTOB YIPaBJICHUS B CIIEHE U Ma-
HUIYJIMPOBaTh MpoucxoasmuMm Ha Heil. Kpome rpaduueckoit cocrapmstomeir B CoreX
npucytcTByeT 3BYK. I'padudaeckoe sapo CoreX mogaepkuBaet DirectX 10, a Takxke miei-
nepHyto mojenb Bepcuu 4.0. PeanmusoBanbl addextr per-Pixel lighting, bump mapping,
parallax mapping, shadow mapping, shadow volumes, multisampling.

PeanuzoBannoe siapo npenoctasisieT APl mis moctpoenus npunokennii. Pazpadoran-
Hoe API mo3Bomisier CTpOUTh U U3MEHSTH CIEHY, 100aBISATh HOBBIE OOBEKTHI ISl PEeHIIe-
pUHTa U U3MEHATh MX MapaMeTpbl (TMOJ0XKEHHE B MPOCTPaHCTBE, KOAPPUIIMEHTHI MacIlITa-
OMpoBaHMs, yIiIbl HAKJIOHA OTHOCHTEIIBHO OCEeH, TeKCTYpHI, meiaep u ap.). Kpome storo
€CTb BO3MOXXKHOCTh IMPUMEHEHHUS TI00aTbHBIX 3PPEKTOB KO BCEHl CIeHE (TaKuX KakK TJIo-
OabHOE OCBeleHue/3aTeHeHue, motion blur, HDR u ap.).



[Tonp3oBarens B3aMMOJCHCTBYET C AIPOM IIPU IIOMOILM YHUBEPCAIbHOM YTWIIHTHI.
YTunura COCTOUT U3 JBYX OCHOBHBIX YacTei. [lepBast 4acTh OTBeUaeT 3a KOHTEHT B O0OBEK-
ThI, UCTIOJIB3YIOLINE ITOT KOHTEHT, 32 CBOMCTBA U Pa3IMUHbIC XapaKTEPUCTUKH ITHX 00BEK-
TOoB. BrOopast yactb oTBeuaeT 3a HacTpoiky Anpa CoreX: neTann3anuio, KaueCcTBO TEKCTYP,
UCHoJb3yeMble TexXHOJoruu u ap. [locne koHpurypanum, Bce 1aHHbIE MEPENalOTCs HA -
PO, IOCJIE YEro 3aIyCKaeTCs BU3yaIn3alus.

[Tpu 3amanuy mapamMeTpoB OOBEKTOB MMEETCS BO3MOYKHOCTh IPEIBAPUTEIILHOTO MPO-
CMOTpa U B3aUMOJEHCTBHUS C OOBEKTAMU U UX CBOMCTBAMHU IIOCPEICTBOM pabOTHI B OKHE
IpeIBapUTENILHOrO pocMoTpa. Takum 00pazom, MOJIB30BATENb BCEra BUAMT, I7I€ OH pas-
MeIlaeT 0OBEKT, KaK OH PacrooKeH OTHOCUTENIBHO JPYTrUX OOBEKTOB U JIp.

CepBepHasi 4yacthb

Jnist peoCcTaBiIeH sl MMOJTb30BATENI0 IMAOIOHHBIX PECYpPCOB pa3pabOTaHO TUCTAHITH-
OHHOE XpaHUJHIIE KOHTeHTa. [ob30BaTeNto JOCTYITHA BO3MOXXHOCTh 3arpy3KH Ha CEpPBEP
PECYpCOB ISl OOIIETO MCTIOIB30BaHus. JJOCTYI K cepBepy OCYIIECTBISETCS KaK U3 YTHIIUT,
TaK M C IIOMOIIbI0 BeO-uHTepderica, BKIFOYasi MOOUIIbHBIE TUTAT(OPMEI.

TUIM OB bEKTA
XapakTepusosaTb || Tyna obbekta <pi> Integer <M>
3D-OBbEKTHI %—I—F HassaHnue wina Variable characters (40)
ID_O6bekra <pi> Short integer <M> Onucaxve mna Variable characters (300)
Hassanue Variable characters (50) ID_Tvna o6bekTa <pi>
Onucaxve Variable characters (500) “MeTb
daiin obbekTa OLE
ID_O6bekTa <pi>
OTmevatb
pean1zoBarb
COB[IAHVE OB LEKTOB METOAb!
ID_Metona <pi> Integer <M>
[ata co3pgaHusi o6bekTa Date & Time R
3ameyvaHust o cosgaHum obbekta Variable characters (400) Hassanue metona Variable characters (50)
XapakTepuctuka metoga Variable characters (400)
OnvcaHuve meToga OLE
\g PekomeHgaummn ncnonb3oBaHns Variable characters (300)
X ID_MeToga <pi>
KOMMEHTAPUU
ID_KommeHTapusi  <pi> Short integer <M> TN MONb3OBATEJIA
B3anucb kKoMmeHTapust Variable characters (500) ID_Twna nonb3osarens <pi> Integer <M>
[lata KoMMeHTapus Date & Time OnucaHve Tvna nonb3sarens Variable characters (200)
ID_KommeHTapusi <ai> ID_Monb3osatens <pi>
Identifier_2 <pi>
OCTaBMsATb
onpepermTs
NMONb3OBATENU
ID_lMonb3oBartens <pi> Short integer <M>
NorvH Variable characters (50)
cospasatb Maponb Variable characters (50)
- | |®amuma Variable characters (60)
Nwvs Variable characters (60)
OmvectBO Variable characters (60)
e-mail Variable characters (30) P
skype Variable characters (30)
[ata peructpaumm Date & Time
[lononHuTtensHoe onucaque Variable characters (500)
ID_Monb3osatens <pi>

Puc. 2. dparMeHT KOHIIETITYya IbHOM MOIEIH 0a3bl JaHHBIX, TIPEIHA3HAYCHHBIN
JUTSI cO3aHus ¥ XpaHeHus 3D-00beKToB

Ha puc. 2 npencrasnen ¢parmeHT Mojenu 0a3bl JaHHBIX, IPEeIHA3HAUYCHHBIN I CO3-
nanus U xpaHeHus: 3D-o00bekToB. Kaxxaplii 00beKT, KOTOPBIH momemnaercs B 6a3y, Xapak-



TEPU3YETCsS TUIIOM M METOJIOM ero peanu3anuu. [lonbp3oBarenu, KOTOphIE H00ABISIOT WU
K€ HCIIOIB3YIOT COOTBETCTBYIOINMA O0OBEKT, MOTYT 0OABUTh HEOOXOIUMbIE KOMMEHTAPUHU
[0 TIOBOAY MCIOJB30BaHMUs, METOJIOB pean3allii, XapaKTepUCTUK 00bekTa. B 3aBucHMO-
CTH OT THIA IMOJH30BATEISIM HA3HAYAIOTCS COOTBETCTBYIONIME MPHUBHICTHH MO paboTe ¢
3D-o06bekTamMu. OTMETHM, YTO B MOJCIIH JTAaHHBIX TOJIEPKUBACTCS ACKIAPATHBHBIM CChI-
JIOYHAa 11eJIOCTHOCTb.

OcHOBHBIE BBLIBOJbI

TakuMm 06pazom, pa3paboTaHa HHTETPUPOBAHHAS Cpelia, KOTOpask MPEIOCTABIISET MOJb-
30BaTeIsIM BO3MOXKHOCTH IO (POPMHPOBAHUIO CIICHBI, MPHIAHUIO PA3INIHBIM OO0BEKTaM
TpeOyeMbIX (PU3NUECKUX CBOMCTB, a TAKXKE 3aJIaHUI0 HEOOXOIMMBIX B3aUMOJICHUCTBUN 00B-
eKTOB. Bce B3amMoOJeiCTBUS B cpeie OCYIIECTBISIFOTCS MMOCPEICTBOM TpapUuecKoro WH-
Tepdetica.

JanbHelimas pa3paboTka CHUCTEMBI MpeArnojaraeT no0aBlIeHHE HOBOTO KOHTCHTa Ha
cepBep, pacummpeHue rpaguueckux BO3MOXKHOCTEH, MEPEeHOC CHCTEMBbI Ha JApYyrue IJat-
dbopmel (Harpumep, Unix-cuctemsl). HecomHeHHO, pa3paboTka TaKOTO pojia HAMIET MHUPO-
KO¢C HpI/IMeHeHI/Ie KaK B HayLIHI:IX, TaK B I/IFpOBI:IX 148 HpOMBILHJIeHHBIX BI/I3yaJ'II/IBaI_[I/I}IX.
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