MIHICTEPCTBO OCBITHU I HAYKH YKPAIHHA
3ANOPI3bKHUI HAINOHAJIBHUM YHIBEPCUTET

MATEMATUYHUHA ®AKYJBTET

Kadenpa nporpamsoi inaxeHepii

KBAJI®PIKAIIIMHA POBOTA MATICTPA

Ha Temy: «PO3POBKA BEB3ACTOCYHRKY
IHOCTINPOLECOPA 13 BUKOPUCTAHHAM
BIBJIIOTEKHU REACT»

Buxonana: ctyaentka 2 Kypcy, TpynH 8.1214-im3-1

cnemiaabHOoCcTl 121 iHXKeHepis nporpaMHOro 3abe3neyeHHs

(1udp i Ha3Ba CreNiaIbHOCTI)

OCBITHBOT IPOTPaMH _ 1HXKEHEPIsl IPOrpaMHOro 3a0e3neyeHHs

(Ha3Ba OCBITHBOI IIPOTPAMH)

A.P. OMenpsiHEHKO

(iHiLiayM Ta Npi3BULIE)
JIeKaH MaTeMaTUYHOTrO (PaKyJIbTeTY,
KepiBank npodecop, 1.T.H. Fomentok C.1.

(BUEHE 3BaHHS, HAYKOBHH CTYIIiHb, 10CA/1a, PI3BUIIE Ta IHILIAJIN)

B.0. 3aBiqyBaua Kadeapu KOMII FOTEPHHX HAYK,
Peuenzent noueHT, K.nea.H. [Tmennyna O.C.

(BueHe 3BaHHS, HAYKOBHIA CTYIIiHb, OCAA, MPI3BUIIE TA iHIIiATH)

3anopixoks — 2025



MIHICTEPCTBO OCBITHU I HAYKH YKPAIHHA
3ANOPI3bKU HAINOHAJIbBHUHM YHIBEPCUTET

@DakyJIbTET MAaTEMaTUYHUN

Kadenpa mnporpamnoi iHxeHepii

PiBeHb BUIIOT OCBITH MaricTp

CremianpHicTh 121 iHXeHepis MPOrpaMHOTO 3a0€3MeUEeHHS
(ump 1 Ha3Ba)

OcBiTHs mporpaMa  1HXKEHEpisl MPOrpaMHOro 3a0e3MneyeHHs

3ATBEPIXYIO
3aBinyBau kadeapu nmporpamHoi
iHKeHepii, K.¢.-M.H., JTOLEHT

Jlicaax A.O.

(i armc)

« ” 2025 p.

3ABJAAHHS
HA KBAJI®IKALIIAHY POBOTY CTYJIEHTII

OmenbsiHeHKo AnboHI PyciiaHiBHI

(mpi3BumIe, iM’sl Ta M0-0aTHKOBI)

1. Tema poboTu Po3pobka Be03aCTOCYHKY MOCTIIPOLIECOPA i3 BUKOPUCTAHHIM
610moTexu React

kepiBHUK pobot  ['omeHnrok Cepriii [BaHOBMY, J.T.H., Tpodecop

(mpizBHIIe, iM’s1 Ta T0-0aTHKOBI, HAYKOBH CTYIIiHb, BUCHE 3BaHHS)

3aTBepkeHi HakazoMm 3HY Big « 28 » JIIOTOTO 2025 poky Ne  326-c

2. Ctpok noganHs ctyaeHTom podoru  05.12.2025 p.

3. BuxinHi nani 10 po6otu 1. ITocranoBka 3amayi.
2. Ilepemnik JiTepaTypH.

4. 3MICT po3paxyHKOBO-TIOSICHIOBATBHOI 3aMUCKH (TIEPETTiK MUTaHb, IKi TOTPIOHO pO3POOUTH)
1. TexniuHe 3aBIaHHS.

2. OCHOBHI TEOPETUYHI BIiIOMOCTI.

3. IlporpamHa peaini3ailist B€03aCTOCYHKY Ta TECTyBaHHS.

5. Ilepemnik rpadignoro marepiany (3 TOYHUM 3a3HAYEHHSIM 000B’A3KOBHUX KPECIICHB)
MIPE3CHTAIlls 32 TEMOIO JIOTIOBIIi




6. KoHcynpTanTu po3auiiB poootu

IpizBuiue, ininiaau Ta nocana

Mignuc, nata

Po3nain
KOHCYJILTAHTA

3aBaaHHA BHAAB

3aBaanHs npuiiHaB

7. Nara Bugaui 3aBganus  07.03.2025 p.

KAJEHJIAPHUMN NJAH

. e el . CTpox BUKOHAHHS .
Ne Ha3sga eramniB kBagigikauniiinoi podoTn eTamis poGoTa IIpumirka
1. | Po3pobOka mnany pobotu. 14.03.2025
2. 30ip BUXITHUX JTaHHX. 18.04.2025
3. | OOpoOka METOJUYHUX Ta TEOPETHIYHUX 28.05.2025
TDKEped.
4. | Po3poOka nmepuioro Ta Apyroro po3ziiny. 05.09.2025
5. | Po3poOka TpeTboro po3mainy. 21.11.2025
6. | OdopmiieHHS Ta HOPMOKOHTPOJIH 01.12.2025
KBaJTiQikaliiHoi poboTH MaricTpa.
7. | 3axuct kBamidikauiiHOi poOOTH. 19.12.2025

CryneHnt A.P. OMeIbpIHEHKO
(migmnuc) (iHiLiayK Ta Ipi3BULIE)

KepiBHuk poboTu C.I. 'omeHmok
(migmuc) (iHiLiayK Ta Ipi3BULIE)

HopMoKOHTpPOJIb NIPOiiIeHO

HopmokonTponep

A.B. CrosspoBa

(mimmmc)

(iHimjiany Ta npi3BuULIIe)




PEDEPAT

Ksanidikariiina pobora Maricrpa «Po3pobxka Be03aCTOCYHKY
MOCTIIpoIiecopa 13 BUKOpUCTaHHsAM Oi0mioteku Reacty: 44 c., 7 puc., 5 Tabx.,
14 mxepen, 2 nogaTka.

3D-BI3YAIJII3AILILA, METO[ CKIHYEHHUX EJIEMEHTIB,
IIOCTIPOIIECOP, IIEWMJEPHUI PEHJIEPMHI, FRONT-END, GLSL,
REACT, WEBGL.

O0’€exT AOCTIKEHHS — MPOIIEC IHTEPAKTUBHOI Bizyasi3allli 0araToBUMIPHUX
MacCHBIB pe3yJIbTaTiB METOIy CKIHUCHHUX €JIEMEHTIB Y BeOCepeI0BHIIII.

Merta pobotu: po3poOka BeO3acTOCyHKY IOCTIporiecopa Ha 0a3i React Ta
WebGL s epextuBHOi 00poOKM Ta 1HTEpaKTHUBHOI Bizyamizaiii ckiaanux 3D-
CITOK Ta pOo3MojAlly (YHKIIOHATHHUX 3HAYEHb METOJY CKIHYCHHHX E€JIEMEHTIB Y
BeOOpaysep.

MeTton nmocmiKeHHS — METOAM CHCTEMHOTO aHaji3y Ta MOJEIIOBaHHS,
METOAH 00’ €KTHO-OPIEHTOBAHOI'O MPOEKTYBAHHS, METOAM KOMII IOTEPHOI rpadiku,
30Kpema HieiaepHe nporpaMyBaHHsl, 1Jid peajizalli rpagyHoro KOHBeepa.

VY po6oTi mpoaHani3oBaHO METOAU PEHAECPUHTY TPUBUMIPHUX 1HKEHEPHUX
Mozeneld y BedcepenoBuili. CIpOEKTOBAHO KOMIIOHEHTHY apXITEKTypy AOAaTKa,
no 3abe3nedye B3aeMOAI0 1HTepdelcy KopucTtyBauya 3 rpadiuHuM SAPOM.
PeanizoBaHo ajropuT™MM  Bi3yali3allii MOJIB  pe3yJbTaTiB Ta MEXaHI3M
dbparmeHTHOTO BificikaHHs Ha 0a31 GLSL-meinepis.

B pesynbTari CTBOpEHO HMIBUAKOAIIOYUN BEOIMOCTIPOIIECOp, KUK J03BOJISIE
BUKOHYBAaTH JETAJIbHUI aHali3 pe3yJjbTaTiB pO3paxyHKy ©0e3 HeoO0XiTHOCTI

BCTAHOBJICHHSI AeckTomHoro I13.



SUMMARY

Master’s qualifying paper “Development of a Post-processor Web
Application Using the React Library”: 44 pages, 7 figures, 5 tables, 14 references,
2 supplements.

3D VISUALIZATION, FINITE ELEMENT METHOD, FRONT-END,
GLSL, POST-PROCESSOR, REACT, SHADER RENDERING, WEBGL.

The object of the study is the process of interactive visualization of
multidimensional arrays of the finite element method results in a web environment.

The aim of the study is the development of a post-processor web application
based on React and WebGL for efficient processing and interactive visualization of
complex 3D meshes and the distribution of finite element method functional values
in a web browser.

The methods of research are methods of system analysis and modeling,
object-oriented design methods, and computer graphics methods, specifically
shader programming, for implementing the graphics pipeline.

The thesis analyzes methods for rendering three-dimensional engineering
models in a web environment. The component architecture of the application,
which ensures the interaction of the user interface with the graphics core, is
designed. Algorithms for visualizing result fields and a fragment clipping
mechanism based on GLSL shaders are implemented.

As a result, a high-performance web post-processor has been created, which
allows performing a detailed analysis of calculation results without the need to

install desktop software.
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BCTYII

CyyacHe 1HXKEHEpHE TIPOEKTYBAaHHS 3HAYHOIO MIpOIO 3aJeKHUTh BIiJ
YHCEIILHOTO MOJICTFOBAaHHS, 30KpeMa MeToay ckindeHHuX eiaementiB (MCE) [1, 2].
Pe3ynmbraTt TakuMx poO3paxyHKIB — II€ HE NPOCTO HAOIp dYMCeN, a CKIamHi
0araToBUMIipHI MacWBU JIaHUX, IO OINHUCYIOTh HANpPYyXEeHO-AePOPMOBAHHUM CTaH,
TEeMIEepaTypHi MmoJis Ta iHmi (izuyHi nmpouecu y 3D-reomerpii.

Jlnis puitHATTS. OOIPYHTOBAHHUX 1HKEHEPHUX PILICHb KPUTHYHO BaXKIMBUM
eTanoM € e(heKTUBHA Bizyallizallid Ta aHami3 [MUX JaHUX. TpaguiiifHo 1ie 3aBIaHHs
BUPIIIYETHCS 32  JIONOMOTOK  JIECKTOMHOIO  MPOTrpaMHOro  3a0e3MeyeHHs
(moctrpouecopiB). OnHak, Takl PIIIEHHS YacTO € PECYpCOEMHUMH, BUMAararoTh
JIOPOTOBAPTICHUX JIIEH31M, MOTYXKHUX pPOOOYMX CTaHI Ta NpUB’SA3aHl 0
KOHKpPETHOro poboyoro Micug. Lle cTBoproe cyTTeBl Oap’epu B yMOBax Cy4acHOIi
TEHJICHIIIl 10 BiAJaJieHOI poOOTH, XMapHUX OOYMCIIEHh Ta HEOOXITHOCTI
OINEepPaTUBHOI KOJabopalii IHKEHEPHUX KOMAH]I.

BpaxoByroun 3a3HaueHl (akTopu, BUHUKAE OO0 €KTUBHA TMOTpeda y
TpaHcopMmallii 1HCTPYMEHTIB 1HXKEHEPHOrOo aHamizy B OIK BeOTEXHOJOTIMH.
AKTYyallbHICTb TEMU MAaricTepchbkoi poOOTH 3yMOBJIEHA HEOOXIJIHICTIO CTBOPEHHS
JOCTYITHOTO, KPOCIUIAT(POPMEHHOTO Ta BUCOKOMPOIYKTUBHOIO 1HCTPYMEHTY IJIA
ananizy pesynbratiB MCE, skuil He mocTynaeThcs 32 PyHKI10HAIOM JECKTOITHUM
aHasoram, ajie 3a0e3nedye MOOUTbHICTh Ta POCTOTY JOCTYILY.

[Toennanns 616mioTekn React ns moOy0BU peakTUBHUX KOPUCTYBALbKUX
iHTepdeiiciB Ta TexHonorii WebGL ans anmapaTHOro mpuUCKOPEHHS TPUBUMIPHOT
rpadiky BIIKPUBA€ HOBI MOJKJIMBOCTI JJI BUPIIIEHHS IILOTO 3aBAaHHS. Takui
MIJIX17] JO3BOJISIE TIEPEHECTH CKJIaHI OOYMCIICHHS Bizyaiizailii 0e3MoCcepe/IHbO Y
Opay3ep Kil€eHTa, 3a0e3Medyloud BUCOKY IIBUAKICTh PEHIECPUHTY BEIMKHX
IHKeHepHuX Mojenel [4, 14].

OOG’exT JOCHIDKEHHS: Mpollec Bizyamizaiii 0araTOBUMIpHUX JIaHMX,

OTPUMaHUX METOJOM CKIHUCHHHX €JIEMEHTIB.
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[Ipenmer nociiKeHHs: METOIU Ta 3acO0M pO3pOOKH BUCOKOIPOAYKTHUBHUX
Be03aCTOCYHKIB JIJIs iHTepakTUBHOT 3D-Bisyaizallii iHKeHEpHUX JaHUX.

Meta gocmipkeHHs:  po3poOka  €(PEeKTUBHOTO Ta  IHTEPAKTUBHOTO
Be03aCTOCYHKY TMOCTIIporiecopa Ha 0a3i 0Oi0Omiorekn React 3 BuKOpuCTaHHSIM
texHonorii WebGL nns Bigyamizamii Ta aHamizy pe3ysibTaTiB pPO3paxyHKIB,
OTPUMAaHHUX METOJIOM CKIHUEHHUX €JIEMEHTIB.

Jlis  JAOCATHEHHSI TOCTABJIIEHOI METH HEOOXITHO BHPIINIMUTA HACTYIHI
3aBJAHHS:

— TIpOaHaji3yBaTH Ta OOIPYHTyBaTH BUOIp TexHojoriyHoro crteky (React,
WebGL,  JavaScript) nmns  CTBOpPEHHS ~ BUCOKOMNPOIAYKTHBHOI'O
OJIHOCTOPIHKOBOTO 3aCTOCYHKY (SPA);

— PO3poOUTH apXITEKTypy KIIEHTCHKOIO 3aCTOCYHKY, W10 3abe3reuye
HaJliHy B3a€EMOJII0 MK JeKjIapaTMBHUM 1HTepdelicom React Ta
iMIiepaTUBHUM rpadiuaum sapom WebGL;

— CTBOPUTU IHTEPAKTUBHUN KOPUCTYBALKUHN 1HTEp(dENC M1 KepyBaHHS
CLIEHOIO Ta mapameTpaMmu Bizyamizauii (BUOip (pyHKIIi, KOJipHA IIKaia,
B1JI0Opa)KEHHS CITKH/TIOBEPXHI);

— TIPOBECTH TECTYBaHHS pPO3pPOOJEHOTO 3aCTOCYHKY Ta OLIHUTH HOro
MPOIYKTUBHICTh MPU POOOTI 3 TUIIOBUMU 1HKEHEPHUMHU MOJIEIISIMH.

HaykoBa HOBH3HA OJiep>KaHUX PE3yJIbTATIB!

— YJIOCKOHAJ€HO MeTojA Bi3zyam3auii mnomB pesyiasTaTiB MCE vy
BeOCEpEIOBUIIl IIJISAXOM PO3POOKH KOMOIHOBAHOTO aJrOpUTMY, IO
MOEHY€E PeaKTUBHE KePyBaHHs cTaHOM clieHd (React) 3 HU3bKOpIBHEBUM
mennepauM  pengepunrom  (WebGL), mo mo3Bonmio 3abe3neuutu
BHUCOKY 1HTEPaKTUBHICTh JI1 MOJIEJIel BEJIMKOI PO3MIPHOCTI;

— HaOyB MOJANBIIOrO PO3BUTKY METOJ JAMHAMIYHOTO BijacikaHHsA (clipping)
st 3D-ciTok, sKuMi peani3oBaHO Ha piBHI (hparMeHTHOro Iieijepa 3
HIATPUMKOIO JTIOBLILHOI Opi€HTallli TUIONIMHU Tiepepi3y (B3A0BK oceil X,
Y, Z), mo 103BOJisiE BUKOHYBATH JETAJbHUW aHad3 BHYTPIIIHbOI

CTPYKTYpH 00’ €KTa B peaIbHOMY 4aci.
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[IpakTiyHe  3HA4YeHHS  OJEpXKAHUX  Pe3yJbTaTiB:  po3poOIeHUi
Be03aCTOCYHOK € KpOCIUIaTGOPMEHHUM 1HCTPYMEHTOM, IO HE TMOTpedye
BCTAHOBJICHHSI Ta JIIEH3YBaHHA, 1 MOXE OyTH BHUKOPUCTaHHHA 1HXKEHEpaMH-
KOHCTPYKTOpaMH JJIsl IIBUIKOTO aHaJi3y pe3yJbTaTiB PO3pPaxyHKIB, a TaKOXK Y

HaBYAJILHOMY IPOIIEC JIJIsl IGMOHCTpAITli po3no iy (pi3udHUX MOJIiB.



11
1 JOCJIKEHHS TPEAMETHOI OBJACTI TA AHAJII3

TEXHOJIOI'IA

1.1 Anani3 npo0Jiemn BidyaJi3zaiii JaHMX MeTOAy CKIHUEHHHX eJIeMEeHTIiB

Meton ckinuennux enementiB (MCE) € cramgaprom y cydacHOMY
IHKEHEPHOMY TIPOEKTyBaHHI [6], 3a0e3meuyroyr BHUCOKOTOYHI PpPe3yJbTaTh
pO3paxyHKIB  Hampy>XeHO-Ie(POpPMOBAHOTO  CTaHy, TEIUIOBUX IOJIB  Ta
rigpoauHamiku. OpHak, edektuBHa podorta 3 pesyiapraraMu MCE noB’sizana 3
HU3KOI0 BUKJIMKIB, PO3TJISIHEMO iX JIeTaJbHIIIE.

Obcse oanux. Tunosi 3D-Moaeim CKIIAAalOThHC 3 ISCATKIB, a 1HOJI M COTEHb
TUCAY CKIHUCHHUX €JIEMEHTIB Ta By3TiB. KoXeH By301 MICTUTh JEKIIbKa
(YHKILIOHATBHUX 3HA4Y€Hb (HAMPUKIAZ, TPU KOMIIOHEHTH NEpeMIilICHHS

Uy, Uy, U, Ta micTb KOMIIOHEHTIB Hanpyru o;;). Lle renepye OararoBumipHi

MaCHBH [IaHUX, IO TMOTPEOYIOTh BHCOKOI OOYMCIIOBAIBHOI MOTY>KHOCTI st
00pOOKH.

Cknaonicms gizyanizayii. JIJig SIKICHOTO aHali3y I1H)XKEHepaM HEOoO0X1IHO
IHTEPAKTUBHO B110Opa»KaTH TPU OCHOBHI THMH 1H(POPMALIIi:

— reoMeTtpis Ta citka (Mesh);

— posnoxain ¢pyskiii (Color Mapping) o moBepxHi Ta BCEpeInHi 00’ €KTa;

— KepyBaHHsI CLIEHOIO (oOepTaHHs, MacliTaOyBaHHS), SKEe Mae OyTH

miaBHuUM (MiHiMyM 30 FPS) HaBiTE Tpu BEMMKUX HABAHTAKCHHSX.

Jlocmynnicme  incmpymenmis. TpaaulliiiHi TOCTIpoIieCOpU (HATIPUKJIIA,
BOymoBani B ANSYS a6o Abaqus) € moporumu Ta BUMararoTh BCTAHOBJICHHS Ha
NOTY>KHUN JIOKAJbHUN KOMIT IOTEP, 110 OOMEXY€E CIUIbHY POOOTY Ta BiAAalIeHUN

JOCTYII.
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1.2 Orasia icHylO4YHX cMCTEM MOCTHPOIECOPHOI 00poOoKH

1.2.1 leckTonHi mocTnpouecopu

Tpaagumiiiai cuctemMu (30KpeMa, MOAYJl MOCTHPOLIECHHTY Yy KOMEPIIHHUX
FEA-nmakerax) TOpONOHYIOTh  HAMMOBHIMUN  (QyHKIIOHAN Ta  HaWBHIIY
NPOAYKTUBHICTh 3a paxyHoK mpsiMmoro apoctymy g0 pecypciB GPU. Cepen
HaWOLIbII TIOIIMPEHUX KOMEPIIMHUX PpillleHh MOXXHAa BHJIUIMTH MpOrpamMHi
komruiekcu ANSY S Mechanical, Abaqus CAE ta Siemens Simcenter. L{i cuctemu
HAJaI0Th KOPUCTYBadyeBl BUUEPIHUN HaAOIp IHCTPYMEHTIB JUIs Bi3yalisarlii: BiJl
noOys0Bu 130moiiiB  (contour plots) g0 cTBOpeHHs aHiMaiii aeopMariifHux
IPOLIECIB Yy Yaci.

[Ipote, iX apxiTekTypa, SK HpaBWIO, 0a3y€ThCSd HA «TOBCTOMY KIIIEHTI»
(thick client), mo Hakmagae >XOPCTKI BMMOIM JIO0 amapaTHOrO 3a0e3ledeHHs
pobouoi craniii. s koMdopTHOi poOOTH 3 MOAEHSIMHU, IO MICTATH MOHAT |
MIJTBHOH CKIHUEHHUX €JEMEHTIB, HEOOXIJIHO BHUKOPHUCTOBYBAaTH MpodeciiiHi
Biieokaptu (Hampukiaa, cepii NVIDIA Quadro) ta 3naunuii oOcsT omnepaTuBHOI
nam’s1i (Big 32 I'b). Kpim Toro, mireH3iiiHa MOMITHKA TaKWX BEHJOPIB 4YacTo
npuB’sizye BUKOpUCTaHHA [I3 110 KOHKpETHOI MamMHU a0 JIOKAJIbHOI Mepexi
MIIPUEMCTBA Yepe3 amapaTHi KII0Yl 3aXHUCTy, [0 YHEMOXIIMBIIOE MOOUIbHY
po0OTY 1HXKEeHepa.

ANBTEpHATHBOIO KOMEPIIIHHUM TMaKeTaM € PIIIeHHS 3 BIAKPUTHM BUX1IHUM
kozoMm (Open Source), cepen AKX cTaHAapToM Jne-(pakto craB maketr ParaView,
nooynoBanuit Ha 6a3i 616mioTeku VTK (Visualization Toolkit), Ta mocTopouecop
Gmsh. Ili iHCTpyMEHTH J03BOJISIIOTH OOpPOOJISITH HAJABEIMKI MACUBU JIaHUX Ta
HIATPUMYIOTh CKPHUNTOBY aBTOMAaTH3aIlii0 (mepeBaxkHO MoBow Python). Opnax,
CYTTEBHM HEIOJIKOM TAaKWX CHUCTEM € BHUCOKUN MOPIr BXOJKEHHS: 1HTepdeiic
KOPHUCTYyBauya 4acTO € HEIHTYITUBHUM, a HaJjallTyBaHHS cleUU(IuHUX CLEeHapiiB
Bi3yaunizalii BUMarae riMOOKUX 3HAaHb apXITeKTypu 0i0mioTek Bizyamizauii. Kpim
TOTO, BOHU TaK CaMO 3aJIeKHI B1J JIOKAJIbHUX alapaTHUX PECYPCIB, 10 HE BUPILIYE

npo6sieMy MOO1ITBHOCTI.
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PosBurok texnosoriii WebGL (Web Graphics Library) Ta WebAssembly

CTBOPHUB NEPEIYMOBHU IS NMEPEHECEHHS 1HXKEHEPHUX PO3paxyHKIB Ta Bizyami3arii

y cepenoBuie BeOOpaysepa. lleit mimxim 6a3yeTbcsi Ha apXiTEKTypi «TOHKOTO

kiaieHTa» (thin client), ge Opay3ep BUCTyIae yHIBEpCalbHOIO IIAT(HOPMOIO ISt

BiTOOpaKeHHs pe3y/bTaTiB, HE3AJIEKHO BiJ] OMEpaIlifHOI CHCTEeMHU KOPUCTyBayda

(Windows, Linux, macOS) 4u THITy TPUCTPOIO.

[CHYIOTB 1Ba OCHOBHI IIJIXOJIH:

a) cepBEpHUN peHJIEpUHT (streaming): rpadika peHAEPUTHCS HA TOTYKHOMY

BIJITAJIEHOMY CEpBEpI, a 10 KJIIEHTA MEePEJAETHCS JIMILE NOTIK 300paKeHb

— 1€ ycyBae mpoOjeMy OOYMCIIIOBAIIBHOI TMOTY>KHOCTI KJIIE€HTa, alie

BHMAara€ BHCOKOI MPOMYCKHOI 3aTHOCTI MEPEX1 Ta CTBOPIOE 3aTPUMKY

IIPY IHTEPAKTUBHOMY KEPYBaHHI;

0) KIIIEHTCHKUM

PEH/ICPUHT:

BCl  JaHl

(koopauHaTH,

pe3yabTaTH)

3aBaHTAXYIOThCS B Opay3ep, a PEHAECPUHT 3IIICHIOETHCS JIOKAJIbHO HA

GPU kiienta — 1e 3a0e3neuye HyJlIbOBY 3aTPUMKY IMpU OOepTaHHI Ta

MacmTadyBaHHi,

aje BHMAara€e BHUKOPUCTAaHHS TEXHOJIOTIMH,

edexTuBHO npairoBaru 3 GPU.

3JIaTHUX

JUisi BU3HAa4Y€HHS ONTHUMAIBHOIO MIJXOAY [0 peai3alii po3poOtoBaHOI

CUCTEMHU [OIUIBHO CHIBCTaBUTH XAPAKTEPUCTUKU TPAAULINHUX JIOKAJTBHUX

nmporpaM Ta Cy4yaCHUX BeOOpPIEHTOBAHUX pillleHb. Pe3ynbTaTH MNOPIBHSILHOIO

aHali3y apXITeKTYpHUX MiJIXOMIB 3a KPUTEPISIMU MPOAYKTHUBHOCTI, BapTOCTI Ta

JIOCTYITHOCT1 HaBeIeHO B Tabmumi 1.1.

Ta6muns 1.1 — [opiBHsUIBHUE aHaJ13 MIAXOIB 10 Bizyaizailii

. . Kaicurcnhknii
XapakTepueruka JeckronHi cucremu | CepBepHuii peH1epHHT peHepunT
ANSYS, Abaqus Cloud/Pixel Streami
( qus) |( MiNG)| \WebGL/WebGPU)
Micue BukoHaHHs | JlokanbHUit BiaeHmi cenpe Jloxanpuuit GPU
00YMCIIeHb CPU/GPU ge PBEP (y Gpay3sepi)
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[Tponorxenns Tabdmui 1.1

. Cepenni
. | He motpebye Bucoki (nepenaua P
Bumoru g0 mepexi i ) (3aBaHTa)KCHHS
MepexKl BIJICOIOTOKY) :
MO/IeJIi OANH pa3)
InTepakTUBHICTH Bucoxka 3atpumMka MurtreBa (micis
MutreBa
(Latency) (Input lag) 3aBaHTaKECHHS)
Bapricth Bucoka (nminensii Ha | Bucoka (openna GPU- | Husbka (Oyab-skuid
PO3ropTaHHsi KOYKHE MICIIe) cepBepiB) I1K 3 6payzepom)
. IIpuB’s3Kka 1o OCTYII 3 OyIIb-SIKOT'O oCTyM 3 OyAb-
HoctynHicTh P . A Jlocty e Hlocty 4
po6ouoi craHIii MIPUCTPOIO SIKOT'O TPUCTPOIO

BucHoBOK: I CTBOPCHHA JOCTYIIHOI'O Ta iHTepaKTI/IBHOFO IIOCTIIpOTICCOpa,
KPUTUYIHO BaXXJIMBUM € BHKOPHCTAHHIA KJI1€HTCHKOTO PECHACPHUHIY 3 allapaTHHUM

MIPUCKOPEHHSIM.

1.3 OcobsmmBocTi BUKOpHcTaHHA TexHO010rii WebGL nas 3D-rpadiku

Bubip 6i6mioreku React 3ymMoBieHHI ii KOMIIOHEHTHOIO MPUPOJIOI0 Ta
eheKTUBHUM MexaHi3MoM y3rojukeHHsi (reconciliation) [12]. Ockinbku WebGL
npaitoe 3 equHuM HTML-enemenTom <canvas™>, Oe3nocepeHE MaHIMYJIOBaHHS
DOM-nepeBom nnsi  penupepunry iHtepdeiicy mnoBepx 3D-cuenu Oyino 06
HeepekTuBHUM. React no3Bossie cTBoputH wmap adcrtpakuii, e cran Ul
(HampuKJIa, MOJOXKEHHS Cliaiiiepa 3pi3y) CUHXPOHI3YeThcsl 31 ctaHOM WebGL-
KOHTEKCTY uepe3 KHUTTEBI MUK KoMmrnoHeHTiB (componentDidUpdate, useEffect).
[le 3a0e3nedye po3IIJEHHS JIOTIKM BiIOOPAKEHHS NAHUX Ta JIOTIKU PEHIECPUHTY
3D-rpadiku.

s peami3artii BHCOKOIIPOTYKTUBHOT'O 3D-noctnpouecopa y
BeOcepenoBuill Oyno obpaHo texHosoriro WebGL. Bubip uporo iHcTpymeHTty
3YMOBJIEHU HOTO apXiTEeKTYPHUMH OCOOJIMBOCTSAMH, 110 3a0€3MeUyI0Th HEOOX1IHY
OOYHUCITIOBANIbHY MOTYKHICTh Ta THYYKICTb B1JIOOpaKEHHS.

Ipamuii oocmyn 0o GPU. WebGL € JavaScript API, mo no3Bossie

BeOOpay3epaM B3aeMOAISTH 3 amapaTHUM rpadigyaum mnpuckoproBadem (GPU)
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yepe3 cranpaptu OpenGL ES 2.0/3.0 [10]. I[le rapaHTye MakcCHMaJIbHY

MPOYKTUBHICTH JJIsl PEHACPUHTY BEJUKUX 3D-CITOK.
I'pagiynuii  xonseep. WebGL BUKOPUCTOBYE KOHIICIIIIO IIICHIEPiB
(mporpam, 1o BUKOHYIOThCS Oe3nocepentubo Ha GPU) [14]:

— BepmMHHHE mergep (vertex shader): simmoBizae 3a TpaHchopMalrito
KOOpAMHAT MOJEIi, OCBITJICHHS Ta Iepenady JMaHuX (TyT BiIOyBaeThCs
NICPETBOPCHHS IHKCHEPHUX KOOPMHAT Ha KOOPMHATH CKpaHa);

— ¢parmentamii meiaep (fragment shader): BusHauae ¢iHaNbHUN KOJIp
KOXXHOTO TIKcens (TyT peali3yeTbcsd KOJIpHE BIIOOpaKEHHS Ta
3aCTOCOBYETHCS JIOTIKA BiJACIKAHHS IUIOIIHUHK).

bygepna cucmema. Jlani MCE (koopauHatu, HOpMadi, KOJbOPHU)

3aBaHTaxylThcsl HAa GPU y Burmsiai Oydepi arpudyTis. Lle 3a0e3neuye mBuaky

nepcaavy BCIUKHUX MAacCHBIB JaHUX.

1.4 BUCHOBKH 10 IepUIOr0 PO3ALLY

[IpoBeaenuil y nepuomMy po3jaiil aHami3 NpeAMeTHOI 00JacTi MmokKas3as, L0
ICHYIOY1 JECKTOMHI cUcTeMu ToctrporiecuHry pesynbrariB MCE e motyxHumu,
ajie MalTh CYyTTEBI OOMEXEHHS IIOA0 MOOLIBHOCTI, BAPTOCTI Ta MOKIMBOCTEH
KOJIGKTUBHOI po0oTu. BoaHouac iCHyrodi BEOpIIIEHHS YacTO CTPaKIAOTh BIJ
3aTPUMOK TIepeaadi JaHuxX abo 0OMe)eHoro PyHKIIoHAIY.
BpaxoByroun ocobmuBocti TexHosorii WebGL Ta apXiTeKkTypHI MOKIHBOCTI
oi6motekn React, Oyno chopMynboBaHO 3amady poO3pOOKH CIeIliaidi30BaHOTO
BeO3acTocyHKy. OCHOBHI BUMOTH JI0 pO3pOOIIIOBAaHOT CHCTEMH:
a) apxitektypa: SPA (Single Page Application) 3 KJIIEHTCHKUM
PEHIEPUHIOM /1JIs1 3a0€3ME€YeHHS] MUTTEBOTO BIATYKY 1HTEp(ECy;

0) MPOOYKTUBHICTh:  3JaTHICTh  BI3yalli3yBaTh MOJENI  OOCSATOM IO
100 000 enemenTiB 31 ctadbiibhuM FPS (He menmie 30 kaapis/c);

B) iHTepdeiic: 3a0e3nedyeHHs 3pyUYHOro KEpyBaHHS MapaMeTpamMu CLeHH 0e3

IICPC3aBaHTAKCHHA CTOpiHKI/I;
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r) GYHKIIOHAIBHICTh: MIATPUMKAa 0a30BUX oOmepaliid IMOCTIPOIECHHTY
(BimoOpaxeHHs AeQOpPMOBAHOI CXEMH, KOJIpHE KapTyBaHHS IIOJIIB
pe3ynbTaTiB, BAKOHAHHS TUHAMIYHUX 3Pi3iB).

Buxonsuu 3 mporo, mojanbiia pobota Oyae MPHUCBSYEHA MPOEKTYBAHHIO

apXiTEeKTypu 3aCTOCYHKY, po3poOIll aiaroputMmiB o0pobku mannx Ha GPU Ta

peaizallii mporpaMHOTO KOMILIEKCY .
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2 APXITEKTYPA TA AJITOPUTMU BI3YAJIIBAILIIL

2.1 ApxiTrekTypa Be063acTocyHKYy: B3aemoaisi React ta WebGL

Jlnsa 3abe3nedyeHHs SK BHUCOKOI MpoayKTuBHOCTI 3D-rpadiku, Tak i
e(eKTUBHOT PO3POOKH KOPUCTYBAILKOTO 1HTEp(eiicy, y poOOTi CIPOEKTOBAHO Ta
pealii3oBaHO BOPIBHEBY apXITEKTypy KIII€HTCHKOTO peHaepuHry. Lls apxitekrypa
0a3yeTbCs Ha YITKOMY PO3/IJICHHI BIJIMOBIIAIBHOCTI MiX JEKJIApAaTUBHUM PIBHEM
iHTEpeicy Ta iMIepaTUBHUM rpadiyHuM sapoM. JleTamizyeMo CTPyKTypy
apXITEKTYpH 3a PIBHAMH (QPYHKI1OHYBaHHS.

Jexnapamuenuu pisens (UI/UX): peanizoBanuil Ha 0a31 610mioTexu React.
[leit piBeHb BIJMOBIAAE 3a B3AEMOMAII0 3 KOPHUCTYBayeM, KEpPYBaHHS CTaHOM
3aCTOCYHKY (state management) Ta BiI0OpaKeHHS €JIEMEHTIB KEpyBaHHs (I1aHEIIEH,
MeHI0, jerenau). CTaH 3acTOCYHKY 30epirae BCl mapamMeTpH Biyali3alli: KyTH
oOepTaHHs, KOoe(iUieHT MacliTadyBaHHS, 1HJIEKC 0OpaHoi (yHKLIi, mapameTpu
TJIOIIMHY TIEpepisy.

Imnepamuenuii epagpiunuil pisenv (Graphics Core): peamizoBanuii Ha 06asi
WebGL (knac RenderMesh). Lleit piBeHs BianoBigae 3a 0€3MocepeiHI0 B3aEMOII0
3 rpadgiuaum npouecopoM (GPU), kepyBanHs OydepamMu gaHUX, KOMIUIALIO
HIeHIepiB Ta BUKOHAHHSA [TUKITY PEHICPUHTY.

lllap e3aemo0ii (Bridge): 3a0e3neuye OJHOHAINPABICHUN MOTIK JaHUX Bij
React no WebGL. Ilpu 3MmiHl crany iHTepdeicy (Hampukiaza, MepeMilieHHs
noB3yHKa), React Bukiukae BignoBigHU Merox myOmiynoro API kmacy
RenderMesh, nepenaroun HOBI mapaMeTpH.

Takuil miaxig 103BOJISIE BUKOPHCTOBYBAaTH PpPEAKTUBHICTH React s
noOyJI0OBM 3pydHOro iHTep(eiicy, 30epiraloud Mpu LbOMY MaKCHUMAaJIbHY
npoayktuBHicTh WebGL [3, 7], ockinbku rpadiuHMii UK MPaLIOe HE3AIEKHO BiJl
nukiy oHoBieHHs: DOM-nepeBa. CTpyKTypy KiaciB po3poOJIeHOTO 3aCTOCYHKY Ta

3B’SI3KM MK HUMH HaBEAEHO Ha PUCYHKY 2.1.
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Forms

+state : Object
+renderMesh : RenderMesh

«React Components»
UI_Components

+componentDidMount()
+updateFile(value)

+toggleClipping(val)
+changeAxis(axis)

+updateRotationSpeed(val)
/ +render()

Creates & Manages Uses Uses Uses Uses

RenderMesh

-gl : WebGLRenderingContext
-programInfo : Object
-huffers : Object
-clippingPlane : Array LoadButton ClippingBox RotateBox ResultBox
-rotationSpeed : Float

+init(canvas, textCanvas) +handleFileSelect() +render() +render() +render()
+setMesh(mesh)
+setClippingPlane(val, enabled, axis)
+setRotationSpeed(speed)
+renderScene()

-createBuffers()
-initShaderProgram()

Pucynok 2.1 — Jliarpama kiaciB apXiTeKTypu Be03aCTOCYHKY

2.2 IIpoeKTyBaHHS CTPYKTYP AAHUX TAa MapcuHr BXiguux ¢aiiais MCE

EdexTuBHicT  mocTmporiecopa  3HAYHOK ~ MIPOIO  3alieKUTh  BIJ
ONTUMI30BaHOTO 30epiraHHs JaHuX. BxigHi Qaitnu pesynbTaTiB po3paxyHKY
MICTATh HECTPYKTYypOBaHi OiHapHi ab0 TEKCTOBI JaHi, SIKi HEOOXIAHO alanTyBaTh

Ut TpaiyHOTO KOHBEEPA.

2.2.1 CTpykTypa BXiIHUX JaHUX

Monens nanux MCE, mio BUKOpHCTOBY€ETbCS B poOOTI, 0a3yeThCsl HA TPHOX
OCHOBHUX MaCHBax:

a) MAaCHB KOOpJWHAT BY3TIB (X): OJHOBUMIDHHMNA MacWB, MO0 MICTHUTh

KOOpPJIMHATH BCIX BY3JIiB CITKH y dbopmari

[X1, Y1, Z1, X2, V2, Z2, ooy XN> VN> Zy |, 1€ N — KIIBKICTE BY3IIiB CiTKH;
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0) MacWB TOMOJIOTII eleMEeHTIB (fe): MacuB IUIMX YHCEJ, [0 BU3HAYAE
3B’A3HICTh BY3/iB, a KOXHA Tpyna IHJAEKCIB BIANOBITAE OTHOMY
CKIHYCHHOMY €JIEMEHTY;

B)MacuB  (QYHKIIOHAJTBHUX 3HA4YeHb (func): MICTUTh pe3yJabTaTh
pO3paxyHKiB (HampuKIaJ, KOMIIOHEHTH BekTopa mnepemimeHb U abo

TEH30pa HAIIPYXKEHb ) I KO)KHOTO BY3J1a.

2.2.2 IligroroBka 0ydepis WebGL

Jlns edbexTUBHOI mepenadi reOMETPUYHUX JAaHUX Ha TpadiuyHUi Mmporecop
Oyno crpoekToBaHo cTpyKTypy Oydepi BepimH (Vertex Buffer Objects — VBO).
Ockuibkn WebGL onepye BUKIIOYHO TPUKYTHHUKAaMH, Ha LbOMY €Talll CHEpIy
BUKOHYETbCS TIEPETBOPEHHS TOMOJOIli CKIHUEHHHUX €JIEMEHTIB y HaOlIip
HE3AJIC)KHHUX BEPIIHH, MPUAATHUX IS peHaepurry [11].

Jist koxHOiI BepmMHM TpadiuHoi Mozen (opmyeTbes Hallp aTpuOyTiB,
HEOOX1THUX JiJ1s1 poOOTH MIEHIEPHOTO KOHBEEPA:

— a_position (MO3uIIisT) — TPOCTOPOBI KOOPJUHATH BY3J1a;

— a_normal (HopMaib) — BEKTOp JUIsl pO3PaXyHKY OCBITJICHHS;

— a_color (komip) — 3HA4YEHHS IS Bizyasizalii po3noairy Gpi3udaHOro moJis.

BaxiuBuM acrekToM MporpaMHOi peatizallii € OnTuMi3allis mepeaadi ux
nanux. Bxigni ¢aitmn MCE yacTto MICTSTh HAJUIMIIKOBY 1HQOpMAIlil0, TOMY Ha
eTari MapCUuHTy peaizoBaHO KOHBEPTAILII0 JAHUX y TUII30BaHI MacuBH JavaScript
(Typed Arrays) [9], 3okpema Float32Array mns koopauHat ta Uintl6Array s
iHgekciB. Ha BigMiHy BIiJI CTaHJApTHUX MAacuBIB Array, THIMI30BaHI MaCHUBHU
MPEACTaBIAIOTh c00010 OiHapHI Oydepu (ikcoBaHOI AOBXKHHH, CTPYKTypa SIKHX
11IeHTHYHa MacuBaM y MmoBax C/C++.

Takuil migxig A03BOJISIE YHUKHYTH HAKJIaJHUX BUTpPAT Ha cepiali3alliio
JAaHUX TpH iX mepenayi y rpadiuHuii KoHTEKCT. bpayszep oTpumye MOMKIUBICTH

KOITIIOBAaTU BMICT MacuBy Oe3nocepennbo y Bineonam st GPU uepe3 muny PCI
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Express, mo 3a0e3nedye MakCUMallbHy MpPOIyCKHY 3HaTHIicTh. s mopenei
BEJIUKOI PO3MIPHOCTI (COTHI THUCAY €JIEMEHTIB) II€ JO3BOJIMJIO 3MEHIIUTH Yac
1HIami3arii CrieHu 3 KUTbKOX CeKYHJI 10 MIJTICeKYH]I.

3aranbpHy JAMHAMIKY B3a€MOJii KOMIIOHEHTIB CHCTEMHU IiJ Yac MpOIeCy
3aBaHTAXXEHHS, MApCUHTY Ta MIATOTOBKM JAaHUX 300paXeHO Ha Jiarpami

MOCJTIIOBHOCTI (IUB. puc. 2.2).

LoadButton (UI) Forms (React Logic) RenderMesh (WebGL) WebGL Context
KopucTtysau

Haruckae "3asaHTaxuTu chaiin™

Yurae ¢gin (.res)

Buknukae updateFile(data)

calculateBounds(mesh)

PospaxyHok Min/Max X,Y,Z

setState({ mesh, bounds ... })

OHosneHHs React State

setMesh(mesh)

getGeometry()

createBuffers()

gl.bufferData(vertices, normals...)

BignpaBka faHux y Bigeonam'ats

render()
OQHOBNEHHA CLEHN Ha eKpaHi
iwsnsninnonnnanmesasensy Ya s eNs A AR PR e A b e R AT S SR S AR PRN AR |
LoadButton (UI) Forms (React Logic) RenderMesh (WebGL) WebGL Context
Kopuctysau

Pucynok 2.2 — Jliarpama mociiiIoBHOCTI MPOIECY 3aBaHTAXKEHHS Ta

Bi3yaJizarlii Mojemi

2.3 Po3po0ka ajJropurmMis neperBopeHHs iH:KeHepHUX AaHux s GPU

Ockinbku WebGL € HusbkopiBHeBUM API, OLIbIIICTE BHCOKOPIBHEBUX

omeparliii Bizyaizailii HEOOX1JIHO peaizoByBaTH arOPUTMIYHO.
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2.3.1 AropuTt™MHu TPiaHTyJslii Ta pO3PaxXyHKy HOpMaJieH

Jlnsa kopekTHOro BigoOpaxkeHHs 3D-mozeni Ta po3paxyHKY OCBITJICHHS
HEOOXITHO OO0YMCINTH BEKTOpH HopMmasier 1m0 moBepxHi [13]. V poborti
pealli3oBaHO aJITOPUTM PO3PAXYHKY YCEpEeTHEHUX HOpMalie y BepIIMHAX s
3a0e3nedeHHs eQeKTy TIaaKoro 3ariHeHHs (smooth shading).

BexTop HOpMami N; 17s 1-TO By37a pO3paxoBY€EThCA sIK HOpMajli3oBaHa CyMa

HOpMaJel yCiX rpaHei, 10 MICTATh e By307:

N, = Ljes; 1y

1Zjes il

Jie ; — BEKTOp HOpPMAJIi j-i IpaHi, S; — MHOKMHA I'paHel (TPUKYTHHKIB), IO
NPUMHUKAIOTh 10 1-T0 By3ida (cmigpHa BepiiuHa), I...| — omeparis obuucieHHs

JOBKUHU (MOTyJisl) BEKTOPA.

2.3.2 MeToa KOJIIpHOTO Bi100pakeHH: (PYHKIIOHAJIbHUX 3HAYCHb

Jlns Bizyamizamii CKaJISIpHHX IIOJIB (HAmpyr, TeMIIepaTyp) pO3poOJICHO
QITOPUTM KOJIIPHOTO KapTyBaHHs (color mapping). ANroputM BUKOHYE JIIHIMHY
1HTepnoJsALio 3HayeHHs GyHkiii F y komipawuii nmpoctip RGB.

[Iporec cknamaeTbes 3 TPhOX €TAITIB:

a) BU3HAUEHHS  Jlanma3oHy: 3HAXO/DKEHHS  MiHIMalbHOTO F,p;, Ta

MaKCUMAaJIbHOTO F,,, 3HaUY€Hb (PYHKIIIT y MacHBi;

0) HOpMasTi3allis: MpUBEIeHHS 3HaYeHHs F y By3mi 10 mianasony [0, 1];

B) TeHepallis KOJhOpY: OTPUMAaHHS KOJBOPY 3 TPAIIEHTHOI TEKCTypu abo

poO3paxyHOK 3a (hOpMYJIOI0 Ha OCHOBI HOpMasi3oBaHoro mapamerpa t (0 <

t <1):
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t = Fi_Fmin ’

Fmax - Fmin

ne F; — 3HadyeHHs (I3WYHOT BEJIWYMHHU Yy TMOTOYHOMY BY3M, Fiyin, Frox —
MiHIMQJIbHE Ta MaKCUMaJIbHE 3HAaYeHHS (DYHKIIT Y BCbOMY MacuBi pe3yiIbTaTiB.

OTpuMaHi KOJIBOPHU 3aMUCYIOThCs y Oydep a_color.

2.4 Po3poOka Ta inTerpauis ¢pyHKIil BI0CKOHAJIEHOI Bi3yaJizamii
OnaHuM 13 KJTIOYOBUX 3aBJIaHb POOOTH € BIOCKOHAJIEHHS Bi3zyasizalliiHUX
MOXKJIMBOCTEH NUISIXOM peamizaiii (QyHKIIT AUHAMIYHOI IUIOMIMHHU TMepepizy

(clipping plane). Lle n03BoJsI€ aHAMI3yBaTH BHYTPIIITHIA pO3MOILI MOJIIB O€3 3MIHU

reOMETpIi MOJEI.

2.4.1 MaTeMaTU4YHAa MOJ€Jb BiJICIKAHHSA

[TnomuHa nepepizy 3aAa€ThCs Yy TPOCTOP1 PIBHIHHSIM:

Ax+ By +Cz+ D =0,

ne (A, B, C) — BekTop HOpMaTi 0 TIOIIWHM, 0 BU3HAYAE ii Opi€HTAII0, a

D — BiACTaHb Bij MOYATKy KOOPIUHAT.

Hst toukn P(x,y,z) Biacranb 10 IWiomuHA (dist) BU3HAYAETHCSA 5K

pe3yJIbTaT CKaISIPHOTO TOOYTKY:

dist=Ax+B-y+C-z+D.

SAxmo dist < 0, Touyka 3HAXOAUTHCA MO OAWH OiK TuIommHM (y 30HI

BiJicikaHH), K0 dist > 0 — mo iHmmi (y 30HI BUIUMOCTI).
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2.4.2 Peanizauis ajaropurMy y (pparMeHTHOMY LIeiaepi

Jlna 3a0e3nedeHHs IHTepakTUBHOCTI (00poOKa y pealbHOMY 4aci) adroputM
peamizoBaHo Ha piBHI (parmentHoro mekaepa WebGL [5]. Lle mo3Bomse
BUKOHYBATH MEPEBIPKY BUIUMOCTI JJIsI KOKHOTO MIKCENS eKpaHa mapajieibHo.

AJTOpUTM BKIIIOYAE HACTYMHI KPOKU:

a) mapamMeTpu IUIOUIMHUA TEPENAlOThCs y UIEHIEpHY Mporpamy dYepes

uniform-3minny u_clippingPlane;
0) y BEpIIMHHOMY HIEHEpl pO3PaxOBYETHCS CBITOBA KOOPAMHATA BEPIINHU,
AKa MePeaeThCs IHTEPHOIATOPOM (varying) y parMeHTHUH peitep;

B) Y (parmMeHTHOMY Iueinepl g KOXKHOTO (parMeHTa OOYHUCIIOETHCS
BIJICTAaHb JIO IJIOIIMHY;

I') 3aCTOCOBY€ThCs 1HCTPYKIIis discard: sKiio BiACTaHb BiJ €MHa, PparMeHT
BUJIYYA€THCA 3 KOHBEEPA PEHJICPUHTY JI0 3amucy y Oydep kaapy.

Taka peasnizaiiis 3a0e31euye BUCOKY MPOAYKTUBHICTh 1 I03BOJISIE JMHAMIYHO
3MIHIOBATU TMOJIOKEHHS TUIOMIMHMU Tepepidy udepe3 iHTepdeiic kopuctyBaya 0Oe3
He0oOX1HOCTI epedy10BU reomeTpudHux 0ydepis na CPU.

OO6uuncnoBaibHa CKJIAIHICTh aJNTOPUTMY Bi3yamizalli 3ajeXuTh Bij
kibkocTi BepinH N y mozeni. [lapcunr ¢aiiny na CPU mae niHIMHY CKIaAHICTh
O(N). Pennepunr kanpy Ha GPU 3aBasku mapanenbHiid apXiTEeKTYpi BUKOHYETHCS
3a gac, mo HabmmwkaeTbes 10 O (1) ansa cydacnux Bigeokapt mpu N < 10°.

Anroput™m BijcikaHHs (clipping) BHUKOHYETbCS Jii KOKHOTO IIKCEJS
€KpaHa, TOMY WOro CKJIQJHICTh 3aJIGKUTh BiJ PO3JAUIbHOI 3JaTHOCTI €KpaHa

(W x H), To6T0 O(W - H), 1110 HE 3aJIe’KUTh BiJl CKJIQIHOCTI T€OMETIi.

2.5 BUCHOBKHM 10 APYroro po3aiiy

VY npyromy po3aiii BUKOHAHO TNPOEKTYBAHHS apXITEKTypH Ta pO3pOOKY

KJTFOYOBUX JITOPUTMIB Be03aCTOCYHKY TOCTIPOIIECOpa:
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— OOIPYHTOBAHO Ta CIIPOEKTOBAHO KOMIIOHEHTHY apXITEKTYpPYy CUCTEMH, IO
0a3yeThcsl Ha pO3NOUIEHHI JAeknapatuBHOro iHTepdeiicy (React) Ta
iMniepatuBHOro rpagiutoro sapa (WebGL);

— peamizoBaHo mmap B3aemomii (Bridge), saxuii 3a0esmeuye peakTHBHE
oHOBJIeHHs 3D-ciieHn mpu 3MiHI TapaMeTpiB KOPUCTYBAYEM;

— pPO3pOOJICHO CTPYKTYpPY JAaHUX Ta aJTOPUTMHU MMAPCUHTY BXITHUX (aiiiB
MCE (BukopuCTaHHS THUMI30BaHMX MacuBiB JavaScript T03BOJUIIO
ONTUMI3YBaTH TMpOIeC Mepenadi reOMETPUYHHUX JaHUX Y Biaeomam’siTh
GPU);

— peasi30BaHO MATEMAaTH4YHI MOJENl Ta IIEeWJEpHI aJropuTMH IS
BI3yasi3alii 1HXEHEPHUX IMOJIB  (30KpeMa, BIPOBAIKEHO METO]
yCepeaHEHHs HOpMaJlell NSl TJIaJIKOro 3aTIHEHHS Ta aJlTOPUTM KOJIPHOTO
kaptyBanHs (Color mapping));

— PO3pOo0JIEHO Ta IHTErPOBAHO MEXAHI3M JIMHAMIYHOTO BIJICIKAHHSI Ha PIBHI
(parMeHTHOrO wIelaepa, Mo A03BOJISIE BAKOHYBAaTH aHall3 BHYTPIIIHBOI
CTPYKTYpH MOJIeJli B peaJlbHOMY uYaci 0e3 HeoOX1IHOCTI mnepeOyaoBU
reometpii Ha CPU.

3anponoHOBaHl apXITEKTYpHI Ta aJIrOPUTMIYHI PIIIEHHS CTBOPIOIOTH

byHAaMeHT Uisl MporpamMHoOi peani3alli BUCOKONPOIYKTUBHOIO MOCTIIPOIIECOpa,

OIKC SIKOT HABEAEHO Y HACTYITHOMY PO3JILIII.
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3 IPOI'PAMHA PEAJII3BALIA TA TECTYBAHHS 3ACTOCYHKY

3.1 CTpyKTypa Ta KOMIIOHEHTH 32 CTOCYHKY

AHaii3 apxiTeKTypu, NPOBEACHH Yy TOMEpPenHIX pOo3Ailax, T03BOJISE
BU3HAYUTH OCHOBHI CTPYKTYpHI OAMHHMIN 1HTepdeiicy, mo 3abe3neuyoTh
peamizamito  ¢QyHKIIOHaJa TOCTOPOIECOpa. 3acTOCYHOK IMOOYIOBaHO 32
MOJIyJIbHUM TPHUHITUIIOM, JI¢ KOXXCH CJIEMEHT KEepPYBaHHS BHHECEHO B OKPEMHU

KOMITOHEHT. [lepernik KOMIIOHEHTIB Ta iX MpHU3HAYEHHS HaBeAeHO B Tabmuul 3.1.

Tabmuug 3.1 — KoMIIOHEHTH 3aCTOCYHKY

KomMmnoneHnTt Hpu3ﬂaqemm KOMIIOHCHTA

Forms ['onoBHMIT KOMIIOHEHT-KOHTEWHEpP. Kepye craHOM 3acTOCYHKY (state),
30epirae mocwianHs Ha rpadiune sapo (RenderMesh), o6po0Gisie
momii 3aBaHTaXeHHs (ailTiB Ta 3MIHM TapaMeTpiB Bizyauizarii.
BinmoBimae 3a inimiamizamito  WebGL-koHTekeTy 'y MeToni

componentDidMount.

Canvas O6roptka st HTML-enementa <canvas>. BUKOpUCTOBY€eThCS /IBiui:
i ocHoBHOTO mapy 3D-rpadiku (id="gl") Ta ans mapy TeKCTOBHX

MITOK (1d="text").

LoadButton Komnonent 3aBanTakeHHs (aitmiB. Peanizye iHTepdeiic BubGoOpy
(aiiny (input type="file"), 3untye BmicT uepe3 FileReader Ta nepenae

JaHl y 0aTbKiBChKUI KOMIIOHEHT JUISI TAPCUHTY.

RenderMesh Knac rpagiunoro siipa (He € React-KOMITIOHEHTOM, alie € KIIFOYOBUM
MoxayieM). Iukamncymoe noriky WebGL: komminsmito 1meiaepis,

Oydepu3zallito JaHUX Ta LUKI PEHACPHUHTY.

LegendBox Bizyanizamist xonipHoOi jereHau. J[MHaMiYHO TeHepye Tpaji€eHTHY
IIKaTy Ta YWCIOBI MITKA (MiHIMyM/MakCUMyM) BIIIOBIIHO [0

00panoi (Hi3MUHOT BETUUHHH.

ClippingBox bnok kepyBaHHS TUHAMIYHUM 3pi30oM. MiCTHTh IepeMHKad aKTUBAIIi]
3pi3y, panio-kHonku BHOOpy oci (X, Y, Z) Ta cnaiinep raubuHu

3pi3y. Buknukae metoau oHOBIEHHS uniform-3MiHHUX LIeiiaepa.
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[Tponorxenns Tabdmui 3.1

KommnoneHnT Ipu3HaYeHHS KOMIIOHEHTA

RotateBox [Tanenp kepyBaHHS OpieHTaliel0 Moeni. Jlo3Boisie 3MIHIOBATH KyTH
oOepTaHHs MO TPHbOX OCSAX, BMUKATH/BUMHKATH aBTOOOEPTaHHS Ta
pEryJItoBaTH HOTO MBUKICTB.

ResultBox biiok Bubopy pesyinbraTiB. BukopucroBye xkommoneHT ListBox mms

NepeMUKaHHs MDK (I3MYHMMH BEJMYMHAMH Ta HAJIAIITOBYE

KUTBKICTh KOJILOPIB IPpajIi€HTa.

VisualizationBox

[Tepemukad pexxumiB BiioOpakeHHs (CiTKa, MOBEPXHs, Kapkac) Ta

KepyBaHHS BUAUMICTIO KOOPJIUHATHUX OCEH.

ListBox

Kacromuuii enemeHT iHTepdeiicy JUis BHIATAlOYMX  CIHCKIB.
Po3pobnennii a1 KOpeKTHOro BigoOpaxeHHs moBepx WebGL-

KOHTEKCTY (BUpimrye npobieMy z-index cTaHJapTHUX €IEMEHTIB).

Slider / CheckBox

bazosi Ul-mpumituBy, mo 3abe3neuyroTh YHiI(QIKOBAaHUI BHUTISAL

€JIEMEHTIB KEpYBaHHS Y BCbOMY 3aCTOCYHKY.

Crpyktypa ¢aiiniB 1 manok React-npoekty (auB. Taba. 3.2) copoeKkTOBaHA

TaKUM YUHOM, II00 PO3IUIMTH JOTIKY iHTepdeicy, MaTeMaTH4Hi OOYMCIEHHS Ta

poboty 3 (aitmamu.

NIATPUMYBATH KO/I.

Ile no3Bonsie Jierko MaciuTadyBaTH 3aCTOCYHOK Ta

Tabmuusg 3.2 — CrpykTypa (aidiiB 1 Marnok MpoeKTy

MManka/dpaiin

IIpusnayenns/Bmict

node_modules/

[Tanka MiCTUTH BCTAHOBJICHI 3aJIKHOCTI TTPOEKTY.

[Tanka qnst cratmynux ¢ainiB. Mictute index.html — Touky Bxony,

public/ ' ' '
Kyl MOHTY€ThbcsI React-3acTocyHOK, Ta 6a30Bi MeTa/iaHi CTOPIHKH.

src/ OcHoBHa Marka BUX1JJHOTO KOJY 3a CTOCYHKY.

src/draw/draw.js Micrtuth ki1ac RenderMesh Ta noriky WebGL.

src/ui/forms.js

OcHoBHu#l (¢aitn iHTepdeiicy. Mictuth KomnoHeHT Forms Ta

crierianizoBani naneni kepyBanHs (RotateBox, ClippingBox Too).

src/ui/primitives.js

biomiorexa 6azoBux Ul-kommonentiB (Slider, Button, CheckBox), mo

BUKOPUCTOBYIOTHCS JIJIsI TOOYI0BU 1HTEpdEHCy.

src/utils/utils.js

JlonmomixkHi MaTeMaTu4Hi (QyHKLIi (KOHBEpTallis IpaaycCiB y pajiaHH,

poboTa 3 MaTPULISIMU).
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[Tponorxenus Tabnauii 3.2

IManka/dpaiin

IIpusnavyenns/Bmict

src/file/file.js

Monaynp IS 4YWATaHHS Ta TApCUHTY BXIAHHX (DaliIiB TOCTYIHUX
dbopwmaris. Bignorigae 3a nepeTBOpEeHHs] OIHAPHUX/TEKCTOBUX JAaHUX Y

macusu JS.

src/index.css

['moGaibH1 CTHIII 32 CTOCYHKY.

src/index.js

Touka Bxomy st React-3actocynky. BinmoBimae 3a peHaepuHr

KopeHneBoro kommnonenta Forms y DOM-nepeso.

package.json

@aiin koHQirypauii HpPOEKTYy, MICTUTh METaJaHi 3aCTOCYHKY Ta

MePeTTiK 3aJIeKHOCTEH.

Jist po3poOku y poOOTI OyiaM BHKOPHUCTaHI MaKeTH, IO 3a0e3MeuyloTh

e(deKTUBHICTh CTBOPEHHS 1HTep(eicy, TecTyBaHHA Ta 301pKU MPOEKTY. OCKUIBKH

3aCTOCYHOK CTBOpeHO Ha 0a31 cepenoBuma Create React App, OUIbIIICTB

IHCTpYMEHTApil0 IHKAICyJhOBaHO B TakeTi react-SCripts. Ilepenmik OCHOBHUX

3aJI€KHOCTEN HaBeaeHOo B Ta0umi 3.3.

Tabnuis 3.3 — 3asiesxkHOCTI MPOEKTY (3riIHO 3 package.json)

ITaker

Bepcin

Hpu3ﬂaqemm MMaKeTy

React

18.2.0

OcHoBHa 06i0mioTeka JUIs CTBOPEHHs iHTepdeilciB KopUCTyBaya.
BinnoBizae 3a KOMIOHEHTHY apXITEKTypy Ta KEpyBaHHSI CTaHOM

3aCTOCYHKY.

react-dom

18.2.0

[MTaker nns i#Terpamii React 13 DOM-gepeBoMm  Opaysepa.

3abesneuye penaepur komnoneHTiB y HTML-nokymeHT.

react-scripts

5.0.1

Habip cxpunriB Ta koH¢irypaniii. [ukancymoe B co6i Webpack,
Babel Tta ESLint, 3a0e3meuyioud TOTOBE CEepelOBHUINE IS
po3po0OKu, TecTyBaHHS Ta 30IpKH TPOEKTy 0Oe3 HEOOXiTHOCTI

PYYHOIO HaJaTyBaHHS KOH(DIrypauiiHux ¢aiiis.

web-vitals

2.14

bibnioteka mya BuMiproBaHHS MeTpuk HpoaykTuBHOCTI (Core
Web Vitals). /103BoJjisie OILIHIOBATH IIBUIKICTh 3aBAaHTKCHHS Ta

BII'YKY 1HTepdeiicy Ha MPUCTPOI KOPUCTYyBaya.

testing-library

13.x

HaGip incTpymenTiB (react, jest-dom, user-event) ajisi TeCTyBaHHS
KOMITIOHEHTIB.  Jlo3Bonsie  imiTyBaTW Aii KOpHCTyBada Ta

NEePEeBIPATH KOPEKTHICTh B1IOOPaKEHHS €IeMEHTIB iHTepdeicy.
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3.2 IIporpamua peasizauisi rpagiuHoro siapa

OcHOBHMM MOJyJIEM, 11O BiJIMOBIAA€ 32 HU3bKOPIBHEBY POOOTY 3 rpadikoro,
e k1ac RenderMesh, peanizoBanuii MoBoto JavaScript [8]. Bin iHKancymioe noriky
B3aemonii 3 WebGL API, mpuxoByrouu ckmaaHicTh KoH(iryparii rpadiqHoro

KOHBE€Epa B1Jl pELITH 3aCTOCYHKY.

3.2.1 Inigianizanisi KOHTEKCTY Ta KOMIUIALIA 1Ieiaepis

Merton init(glCanvas, textCanvas) € TOuYKOw BXOMy JJIsl 1HILiaii3arii
rpadiyHoro spa. BiH BUKIMKaeTbCA OAHOPA30BO Micis MOHTyBaHHS DOM-nepeBa
CTOPIHKH.

VY 1poMy METO/l BUKOHYIOTBCSI HACTYITHI ONIEpALlii:

— oTpuMaHHA  KoHTekcty  WebGL:  3milicHioeTbest — 3amut 110
HTML-enementa <canvas> Ha oTpuMaHHs KOHTeKCcTy webgl abo
experimental-webgl;

— KOMIUISALIA IIEHAEpHUX MporpaM: BUXIJHUH  KOJ  BEPIIMHHOTO
(vertexShaderSource) Ta  ¢parmentHoro  (fragmentShaderSource)
HIeiiiepiB NEpeaeTbcs KOMIUIATOPY BiJIEO KapTW 1, Y pa3l yCHIIIHOI
KOMITUTALIT, cTBOpIO€eThes nporpamuuii 00’ ekt WebGL (shaderProgram);

— KEeIIyBaHHs JIOKAIi: JyIsi ONTUMI3allii TPOJyKTUBHOCTI ajpecu (JoKariii)
BCcix arpulOyTiB (a position, a normal, a color) Ta uniform-3MiHHUX
(u_worldViewProjection, u_clippingPlane) 30epiraroTbcs y
BHYTpPIIIHbOMY 00’ekTi this.programInfo, 1m0 [103BOJsI€E YHUKHYTH
noBUTIbHUX 3anuTiB 10 GPU mia yac 1ukity peHIAepuHTY.

3aBeplIMBIIMA  HAJAIITYyBaHHS  CTaTUYHUX  MapaMeTpiB  rpadiyHoro
KOHTEKCTY, HEOOXIJHO OpraHizyBaTu Iepeaadyy JIMHAMIYHUX JaHUX MOJENl
(KoopIMHAT, HOpMAaJIe, KOJBOPIB) Yy BiJI€ONaM’siTh Ta HAIAIITYBATH MEXaHI3M

Oe3MepepBHOTO OHOBJICHHS CIICHH.
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3.2.2 O0poOka OydepiB 1aHUX Ta LUK PEHAEPUHTY

3aBaHTaXKEHHS HOBOI Mojeni peamizoBaHo y wMetoai setMesh(mesh).
[Tporec MiArOTOBKH JaHUX BKIIIOYAE:

— TEHepallis TeOMEeTpii: Ha OCHOBI MacCHBIB BY3JiB Ta CJICMCHTIB
dbopmyroThcsi  TumizoBaHi MacuBu Float32Array ams  BepmmH Ta
HOpMAJIEH;

— 3aBaHTaxkeHHa y VBO: cTBopeHi macuBu nepenatotbes y nam’ste GPU
yepes metonu gl.createBuffer, gl.bindBuffer ta gl.bufferData;

— HaJAIITYBaHHA  CTaHy: CKUAAIOTBCA  HapamMeTpu  TpaHchopmarlii
(oOepranHs, MacmTal) Ta IHIMIFOETHCS UK MATFOBAHHS.

Pennepunr cuenu  3aicHIOETbCS  MetogoM  renderScene(),  sAkui
BUKJIMKA€ThCS PEKYPCUBHO uepe3 MexaHi3M requestAnimationFrame. Lle
3a0e3reuye CUHXPOHI3AIlI0 3 YaCTOTOIO OHOBJIEHHS ekpaHa (3a3Buuai 60 I'm). ¥V
KOKHOMY KaJIpi BUKOHY€EThHCS:

— ounuieHHss OydepiB konbopy Ta riamounu (gl.CLEAR BUFFER BIT,

gl.DEPTH_BUFFER_BIT);

— po3paxyHOK Matpullb TpaHchopmMmallli Ha OCHOBI TOTOYHHUX KYTIB
oOepTaHHs Ta MacuTaoy;

— OHOBJIEHHA 3Hau€Hb Uniform-3MIHHUX, 30KpeMa BEKTOpa IUIOLIMHU
nepepizy (u_clippingPlane);

— BUKJIMK KOMaHJU MaitoBaHHs gl.drawArrays.

3.3 Peanizanisi KOpuCTYBaUbKOIro iHTEepdeicy

Intepdeiic kopuctyBaua mnoOyAOBaHO 3a KOMIIOHEHTHUM HPHUHIIMIIOM 3

BUKOpUCTaHHAM 0i0mioTeku React [4]. T'0JOBHUM KOMIIOHEHTOM, IO Kepye

JIOTIKOIO 3aCTOCYHKY, € Kiac Forms.
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3.3.1 T'010BHUA KOMIIOHEHT KEPYBAHHA CTAHOM

Kommonent Forms BukoHye posib KOHTpoJiepa, 1o moB’s3ye Ul ta rpadiune
sanpo. Y #oro cradi (this.state) 30epiraroThCst BCi HaIAITYBaHHS Bi3yasi3aii:

a) mesh — mocuaHHs Ha 3aBaHTAXKEHI JTaHI MOJICII;

0) rotation, scale, translate — mapameTpu aiHHUX TIEpPETBOPEHB;

B) clippingValue — mnorouHa koopjuHAaTa IUIONIMHH IEpPEpPi3y B3IAOBK

oOpanoi oci;

r) clippingAxis — oOpana Bich Bijacikanus ('x', 'y' abo 'z");

1) iSClipping — mpanopenp akTUBAaIlil pexXuUMy 3pi3y;

¢) funindex — imekc oOpaHoi Hi3UUHOT BETMUUHY JIJIS Bi3yauri3arlii.

JXKuTTEBUH IIMKIT KOMITOHEHTA BUKOPUCTOBYETHCS ISl KEpyBaHHsI rpadigHiIM
aapom: wmeton componentDidMount iHimamizye ex3demmsip RenderMesh, a
MeToau-00pooHuKkH nofii (updateRotation, updateFile) nepenaroTs 3MiHM CTaHy Y
rpadiyse sapo.

Peanizaiito rojloBHOro BIKHa Be03aCTOCYHKY 3 NAHEJUII0O KEpyBaHHS Ta

00JacTIO Bi3yasli3allii HaBeJIeHO Ha pUcyHKy 3.1.

C @ localhost:3001 [<3-508 4 in) £  NewcChrome available :

¥ A;; VAVAWAVAVAVAVAmmnm

Pucynok 3.1 — Intepdeiic kopuctyBaua po3po0JIeHOr0 Be03aCTOCYHKY
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3.3.2 KomnoHeHTH KepyBaHHsI TpaHcopMalisiMu Ta BizyaJizami€ero

Jlna 3abe3meueHHs] 1HTEPAKTHUBHOCTI pealli3oBaHO HaOIp cCreriani30BaHuX
KOMITIOHEeHTiB iHTep(elicy: LoadButton — koMmoHeHT s 3aBaHTaKEHHS Ta
napcuHry QaiiniB pesynbraTiB; RotationBox — rpyma crnaiizepiB mns xepyBaHHS
kytamu Elnepa mo ocsax X, Y, Z; ScaleSceneBox — cmadigep mis 3MiHH
koedimienta macmradyBanns; ClippingControl — crerianizoBanuii KOMITOHEHT
JUIsl KepyBaHHS TIIOJOKEHHSM TUIOMIMHM Tiepepidy. 3MiHa 3HA4YEHHS crlaiaepa
Bukinkae wmeton setClippingPlane rpadiunoro snapa, 1m0 MHUTTEBO OHOBIIIOE
uniform-sminay y 1meiigepi. Taka cTpykTypa 3a0esnedye pEaKTHBHICTh
iHTepdeiicy: 3MiHM TapaMeTpiB BigoOpaxaroThcs Ha 3D-cieHi 06e3 MOMITHOI
3aTPUMKH.

OxkpeMy yBary NpuaiIeHO po3poOLl KacTOMHOro kommoHeHTa ListBox.
CranpaptHi HTML-enementn BuOoOpy (<select>) wmaioTb oOMEXeHHS MpHU
B1J100pakeHH1 noBepx akTuBHOro WebGL-koHTekcTy (IpoOsiemMu 3 MepeKpUuTTIM
Ta cTuiizaiiero). Po3pobneHnii KOMIOHEHT 3a0e3neuye KOPEKTHUW pPEeHIECPUHT
CHUCKIB noBepX 3D-cueHu Ta miATpUMY€E BIPTyasi3aliio JUisl BEIUKOI KUIBKOCTI

GbyHKL1A pe3ynbTaTiB (AUB. puc. 3.2).

rrrrrrr

Pucynox 3.2 — BigoOpaxenHs: kommoHeHTy ListBox
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3.4 TecryBaHHs NPOAYKTUBHOCTI Ta Bepudikauisi pe3yJbTaTiB

Jnsa migrBepmkeHHS  e()EeKTHBHOCTI  po3poOieHOro  pimieHHs — Oyio
MIPOBEJICHO CEPiI0 eKCIEPUMEHTATBHUX JOCIIIKECHb.

Bepugixayis  @ynxyionanvnocmi. llepeBipka KOPEKTHOCTI Bi3yaumi3arlii
MIPOBOMIIACS TUISIXOM TOPIBHSHHS 300pa)K€Hb, OTPHUMAHUX Yy BE03aCTOCYHKY, 3
pe3yibTaTaMy €TAJIOHHOTO JIECKTOMHOTO MOCTIPOLIECOpa.

KpuTepii nepeBipku:

— T€OMETPUYHA TOYHICTh: Bi3yaJbHUIl KOHTPOJb 30iry ¢opmu o0’€kTa Ta

KOPEKTHOCT1 MOOYIOBHU CITKHU;

— KOJIpHE BIOOOpaXKEHHS: MepeBipKa BIAMOBIIHOCTI KOJIbOPIB YUCIOBUM
3HAUYEHHAM (I3UYHHUX BEJIWYUH (HANpyXeHb, MEPEMINIeHb) 3rIAHO 3
JIETEH010;

— poOoTa 3pi3y: IMepeBipKa KOPEKTHOCTI BiJACIKAHHS 4YaCTUHH MOJENI
IJIOLIMHAMMU.

TecTn mokasanu, IO BHYTPIIHS CTPYKTYpa BiOOpaKaeTbCs KOPEKTHO, a

Mexa 3pi13y YiTKO BIANOBIAAE 3aaH1il KOOPAUHATI.

JlonatkoBo OyJi0 TPOBEIEHO OILIHKY SKOCTI BIITBOPEHHS TPal€HTHUX
noiB. BizyanbHuil aHani3 MiATBEpIMB, IO MEPEXOIU KOJBOPIB MK CyCIAHIMU
CKIHUEHHUMH €JIEMEHTaMHU 3aJIMILIAIOTHCS TUIABHUMHU, @ 130J11HIi — HEMEPEPBHUMHU,
IO CBIAYUTH MPO KOPEKTHY IHTEPINOJALII0 3HAYEHb y (PparMEHTHOMY Ieuepi.
BincyTHICTh Bi3yalabHHX apTe(akTiB, TAKUX SIK MEpEXTiHHS MoBepxoHb (z-fighting)
ab0 pO3pUBM CITKM TpPH CHIBHOMY HaOJMKEHHI, TapaHTye€ OJHO3HAYHICTh
1HTEpHpeTalli HanpyKeHo-Ae(hOPMOBAHOTO CTaHy KOHCTPYKIIIT 1HKEHEPOM.

JUist  geTanbHOro aHajizy po3noAuly (I3MYHHMX BEJIMYMH BCEPEAMHI
00’eMHUX TiJ1 OyJ0 MPOTECTOBaHO (DYHKIIIFO JUHAMIYHOTO BifcikauHs (clipping).
Ax BuaHO 3 pucyHKiB 3.3-3.5, po3poOJsieHUuH MIEHIECPHUN AITOPUTM KOPEKTHO
00po0Jsie TEOMETpiI0 Ta IHTEPIOJIIOE KOJbOPUM HAa HOBHUX TpaHsAX MpH 3MiHi
Opi€HTaIlli IJIOMMHU B370BXK oced X, Y Ta Z, 1m0 MIATBEPIKYE KOPEKTHICTh

poOOTH MaTEMaTUYHOI MOJIE1 3pi3y.
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C O localhost:3001 2% % 3 @ NewcChromeavailable :
-
Legend
-
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 —
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z Y‘\V ;
Pucynox 3.3 — Bizyamnizaiiist po3no/iiy pe3yibTaTiB y nepepisi Mojeni
IJIOLIMHOKO TI0 OC1 X
C @ localhost:3001 G O £ NewChrome available }
B :
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Pucynox 3.4 — JlocniiykeHHs: BHYTPIIIHIX MOJIIB HAPYKEHb 32 JOTIOMOT010

BEPTUKAIBLHOTO 3pi3y (Bich Y)

Tecmysanus npooykmusnocmi (FPS). OuiHka MBHAKOAI MPOBOAMIACS 3a
JIOTIOMOTOI0 1HCTPYMEHTIB po3poOHuKa Opay3epa Google Chrome (Performance

Monitor). TectyBaHHsa BUKOHYBanocs Ha Mojeli oocsiroM 15 000 enemeHTiB.



34

C @ localhost:3001 e D £ NewcChrome available :

Pucynok 3.5 — I'opuzoHTaneHuii nepepi3 Moaedi (Bick Z) 3 B110OpaKEHHAM

rpaaieHTa GyHKIIIOHAIBHUX 3HAYCHb

Jlns 3a0e3nedeHHs 00’ €KTUBHOCTI OTPUMAHMX TMOKA3HUKIB IMIBUIKO/III,
eKCIIEPUMEHTAIbHI JOCHIPKEHHS MPOBOAMINCS Ha amapatHoMy 3a0e3NedyeHHi
CEepPEeHBOr0 I[IHOBOTO CETMEHTa, IO BIAMOBIJA€ TUIIOBOMY pPOOOUYOMY MICITIO
1HXeHepa abo CTyJIeHTa.

KoHpirypaiiist TecToBOro crena:

— uentpanbauii npouecop (CPU): Intel Core 15 (abo anamor AMD

Ryzen 5), 6 anep, uactora 3.2 I'T11;

— rpadiunmii agantep (GPU): inTterpoBana rpadika Intel UHD Graphics
abo muckperHa kapta piBHI NVIDIA GeForce GTX 1050 (4 Tb
BiJleonaM ’siT1);

— omneparuBHa nam’sth (RAM): 16 I'b DDR4;

— ormepariiiina cuctema: Windows 10/ 11 (64-bit);

— BebOpay3zep: Google Chrome (Bepcist 120+) 3 akTUBOBaHOIO MiATPUMKOIO
anapatHoro npuckoperasss WebGL 2.0.

BuwmiptoBannss uacrotu kanpis (FPS) 3milicHioBanocs 3a J0mMOMOIoro

BOynoBaHux 3aco0iB po3pooHuka Chrome DevTools (Bknaaka Rendering > Frame
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Rendering Stats), mo q03BoJisi€ (ikCyBaTH NaIHHS MPOAYKTUBHOCTI B pealbHOMY
yaci. PesynpTaTi BuMIiproBaHb cepeaHboi yactotu KaapiB (FPS) mpu pizamx

pexxrMax poOOTH HaBelleHO B Tabnuili 3.4.

Tabmums 3.4 — Iloka3HUKM MPOAYKTUBHOCTI Be03aCTOCYHKY Ha TECTOBIH

Moel
. Cepenniii FPS Yac renepauii HaBaHTa’keHHs Ha
Cuenapiii BUKOPUCTAaHHS .
(kaapis/c) Kajapy (mc) GPU

CratuyHa cueHa 60 16.6 ~120 Mb
Ob6epranns/MacmitabyBaHHS 59-60 16.8 ~125 Mb
YBIMKHEHHSI 3pi3y

— 58-60 17.2 ~125 Mb
(Clipping)
3MiHa KOJIPHOT MIKaIn 45-50 22.0 ~140 Mb
3apantaxeHHs/[lapcunr [TixoBe

. — 1200 (cymapHno)
dbaiiny HaBaHTaxeHHa GPU

S BUIHO 3 pe3yibTaTiB, 3aCTOCYHOK 3a0e3neuye cTadlibHy YacTOTy KaJIpiB,
omu3pky 1o makcumanbHoi (60 FPS), HaBiTH mpU BHUKOPUCTAHHI PECYpPCOEMHOTO
aIropuTMy  BiACIKaHHS y  (dparmMeHTHoMmy  miednepi. 3HmwkeHHs — FPS
CIIOCTEPITAETHCS JIMINIE TMPU IHTEHCHUBHUX TMepepaxyHKax KOJIPHUX MAaCHBIB Ha

CPU, 110 He BIUTMBA€E HA 3aralibHy TUIABHICTH pOOOTH Mpu niepersial 3D-cienu.

3.5 Po3ropranHs Be03aCTOCYHKY

OcCKibKM ~ pO3pOOJIEHUH  3aCTOCYHOK  BUKOPUCTOBYE  KIIIEHTCHKHMNA
pPEHACPUHT, MOr0 pO3rOpTaHHS HE MOTpPeOye CIeliali3oBaHuX CepPBEPiB
3acTocyHKiB. [IpoekT 30upaeTbest 3a monomororo iHcTpymMeHTY Webpack (komanma
npm run build) y Ha6ip crarmunux ¢ainis (HTML, CSS, JS). i daiinu MoxyTh
Oytu po3mimieHi Ha Oyab-skoMmy BeOcepBepi (Nginx, Apache) abo miaTdopmax
xoctuHry cratnyHux caitiB (GitHub Pages, Vercel), mo 3a0e3nedye BHCOKY

JIOCTYITHICTh Ta MIHIMAJIbHI BUTPATH Ha 1HOPACTPYKTYPY.
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BUCHOBKHA

VY pe3ynbTari BUKOHAHOI JAMIUIOMHOT poOOTH OyJ0 YCHIIIHO pO3pOOIJIEHO
Be03aCTOCYHOK MOCTIpoliecopa sl 1HTepakTuBHOI 3D-Bi3yanizaliii pe3ysbTaTiB
po3paxyHkiB MetoaoMm ckiHueHHux enemeHTiB (MCE). IloctaBieny wety
JOCSITHYTO TUIAXOM peai3allli BUCOKOMPOIYKTUBHOTO KIIEHTCHKOTO PIIICHHS Ha
0a3l Cy4acHOTO TEXHOJOTIYHOIO CTeKy. Bbyiaum oTpuMaHi HACTYNHI KIHOYOBI
pe3ynbTaTH, IO BIANOBIIAIOTE 3aBJAAHHIM, COpMyIbOBaHUM y BeTyri.

[IpoanainizoBaHO Ta OOIPYHTOBAHO BUOIP TEXHOJIOTIYHOIO CTEKY Ha OCHOBI
React ta WebGL. JloBeneHo, 110 1€ apXiTEKTypHE PIIIEHHS € ONTUMAJIbHUM JIJIs
CTBOPEHHS  BHUCOKOIPOAYKTUBHOTO OJHOCTOPIHKOBOI'O  3aCTOCYHKY (SPA),
3MaTHOTO €(GEeKTUBHO BHUKOPUCTOBYBaTH amapatHe mnpuckopeHHss GPU s
CKJIQHUX rpapiyHUX 0OUUCIICHb.

Po3po06eHo apxiTeKTypy KIIEHTCHKOTO 3aCTOCYHKY, IO 3a0e3leuye qiTKe
po3aUIeHHs BianoBinaabHOCTI Mk fekinapatuBHuM Ul (React) Ta iMmepaTtuBHUM
rpadiuaum sapom (WebGL-knac RenderMesh). BeranoBneno edextuBHMiA map
B3a€EMOJIIi, KM 3a0e3leuye mepeaady MapaMeTpiB BiJ €JIEMEHTIB KepyBaHHS
React no WebGL-smpa.

PeanizoBano supo Bizyamizaiii Ha unctomy WebGL (kimac RenderMesh). Lle
AJIpO YCHIITHO BUKOHYE:

— meperBopenHs BxigHux ganux MCE (macuBu KOOpJWHAT, €IEMEHTIB Ta

dbyHKIIOHATBFHUX 3HA4YEeHB) ¥ Oydepu, 3po3ymini ans GPU;

— pO3paxyHOK HOpMaliel Ta MaTpullb Tpanchopmaii 1 3D-o0epTanHs Ta

OCBITJICHHS,

— edexTuBHUN KoyipHuMi Maminr (color mapping) ans  BimoOpaXkeHHs

1HKEHEPHUX BEJIMYMH Ha MIOBEPXHI MOJIEIII.

CTBOpeHO IHTEPAKTUBHHI KOPUCTYBallbKkui 1HTEp(dEc 3a JOMOMOToro
React. Iatepdetic Bkiatouae (yHKIIOHAT IJIs 3aBAHTAKECHHS JaHUX, KEPYBaHHS
TpaHchopmartlisiMu  (0O0epTaHHs, MacilTadyBaHHA), BHOOpPY GyHKUIl A

Bi3yautizallii Ta KepyBaHHS PEKUMaMH BiJOOpakeHHs (CITKa/TIOBEPXHS).
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[IpoBeneHo TecTyBaHHS (YHKIIOHAIBHOCTI PO3POOJICHOTO 3aCTOCYHKY.
Bepudikamiss miaTBepauiIa KOPEKTHICTh T€OMETpUyHOi MoOya0BH, TOYHICTD
KOJIPHOTO BiJOOpaXEHHA Ta KOPEKTHICTh POOOTH aNrOpUTMy JTWHAMIYHOTO
BifcikaHHA (clipping) nms Bcix koopauHaTHHX TwiomuH (X, Y, Z).

Taxkum anHOM, PO3pOOIEHUN BE03aCTOCYHOK IMOCTIIPOIIecOpa SIBIISE COOOK0
MOBHOLIHHUN 1HCTPYMEHT, SIKUA MOKe€ OyTH BUKOPUCTAHHUI IJIsl TOCTYIHOTO Ta
MIBUAKOTO aHai3y pe3yJbTaTiB CKIHYEHHO-€JIEMEHTHOTO MOJIETIOBAaHHS B

cepenoBuIi BeOOpay3epa.
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JTOJNATOK A

Jlictuar mporpamuoro koxy meiigepiB (GLSL)
A.1 Bepuiunnmii meiigep (Vertex Shader)

Biamosimae 3a Tpancdopmaiiro KOOpAWHAT Ta PO3PAXyHOK BIJCTaHI 0

TJIOIIMHY 3pi3Yy.

attribute vec4 a_position;

attribute vec3 a_normal;

attribute vec4 a_color;

uniform mat4 u_worldViewProjection;

uniform mat4 u_worldInverseTranspose;

uniform vec4 u_translation_center;

uniform vec4 u_translation;

uniform vec4 u_scale;

uniform vec4 u_clippingPlane;

varying vec3 v_normal;

varying vec4 v_color;

varying float v_dist;

void main() {
vecd worldPosition = u_scale * a position - u_scale *
u_translation_center;
gl_Position = u_worldViewProjection * worldPosition - u_translation;
/I orient the normals and pass to the fragment shader
v_normal = mat3(u_worldInverseTranspose) * a_normal;
v_color = a_color;

v_dist = dot(a_position, u_clippingPlane);



A.2 ®parmentHuii meiigep (Fragment Shader)

Peanizye noriky Bincikanas (clipping) Tta ¢iHambHe
TTIKCEJIA.
precision mediump float;
// Passed in from the vertex shader.
varying vec3 v_normal;
varying vec4 v_color;
varying float v_dist;
uniform vec3 u_reverseLightDirection;
uniform vec4 u_color;
uniform int u_is_mesh;

uniform bool u_clippingEnabled;

void main() {
if (u_clippingEnabled && v_dist < 0.0) {
discard;
}
vec3 normal = normalize(v_normal);

float light = dot(normal, u_reverseLightDirection);

if (u_is_mesh ==0)
gl_FragColor = v_color;
else

gl_FragColor = u_color;

gl_FragColor.rgb *= abs(light);

41

3adapOoByBaHHS
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JTOJATOK B

®parmMenTH Koy peasi3auii Joriku KiaieHTchbKOI yacTuHu (JavaScript)
Bb.1 AaroputMm po3paxyHky radapuris mozaeii (Bounding Box)

BukopucroByeTbcs Uil aBTOMAaTUYHOTO LEHTPYBAaHHS KaMepu Ta

HaJIAIITYBaHHS MEX ClaiiiepiB 3pi3y.
const calculateBounds = (mesh) => {
const bounds = {
minX: -10, maxX: 10,
minY: -10, maxY: 10,
minZ: -10, maxZ: 10
b
if (mesh || Imesh.x || mesh.x.length === 0) return bounds;
const nodes = mesh.x;
let minX = Infinity, maxX = -Infinity;
let minY = Infinity, maxY = -Infinity;

let minZ = Infinity, maxZ = -Infinity;

for (let i = 0; i < nodes.length; i++) {
const X = nodes[i][0];
const y = nodes[i][1];
const z = (nodes[i].length > 2) ? nodes[i][2] : O;

iIf (x <minX) minX = x; if (x > maxX) maxX = X;
if (y <minY) minY =vy; if (y > maxY) maxy =y;

if (z<minZ) minZ = z; if (z > maxZ) maxZ = z;



43
If (minX === Infinity) return bounds;

const addBuffer = (min, max) => {
const buf = (max - min) * 0.01;

return buf === 0 ? { min: min - 1, max: max + 1 } : { min: min - buf,
max: max + buf };

}

const xB = addBuffer(minX, maxX);
const yB = addBuffer(minY, maxy);,

const zB = addBuffer(minZ, maxZ);

return {
minX: XB.min, maxX: xB.max,
minY: yB.min, maxY: yB.max,
minZ: zB.min, maxZ: zB.max
b
b

b.2 MeTtoa ¢popmyBanns miomuHu 3pidy y kiaaci RenderMesh

dopMye BEKTOp HOpMali IUIOHIMHM 3aJ€KHO Bl 00paHOi OCi Ta nepenae
HOro y menaep.
I/ value - xoopmuHara 3pi3y
// enabled - cTan (YBIMKHEHO/BUMKHEHO)
I axis - obpana Bich (X', 'y', ')
setClippingPlane(value, enabled, axis = 'z") {
let plane;

if (axis ==="Xx") {



plane = [-1, 0, 0, value];
} else if (axis ==="'y") {
plane = [0, -1, 0, value];

}else {
plane = [0, 0, -1, value];

this.clippingPlane = plane;

this.clippingEnabled = enabled;

if ('this.isAutoRotation) {

this.renderScene();
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