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I. ITocTanoBka npodemMu

BipryansHa s peanpHicTh (BipTyaslbHE OTOYEHHS) BU3HAYaeThcs B [1] sK iHTepakThBHA Tpadika B
peaslbHOMY 4aci TPUBUMIPHUMH MOJIEISIMH, IO KOMOIHY€ CHemiaizoBaHy TEXHOJIOTII0 BiIOOpaKeHHS, IO
3aHYPIOE€ KOPHUCTYBaua y CBIT MOJICI, 3 IPSIMUM MaHIIyJIFOBaHHIM 00’ €KTaMH Y TIPoCTopi Mozeni [2].

CucteMa BipTyallbHOI pealbHOCTI - OaraToKaHalbHA CTEPEOCKOIIYHA MPOEKI[iifHA CHCTeMa 3 BUCOKUM
CTYIIEHEM 3aHypeHHS, IO MATPUMY€E IHTEPaKTUBHY B3aEMOJII0 3 BeNHKOr aymutopiero [3, 4].Jomatok
BIPTyaJIbHOI PEAIbHOCTI — MPOTpaMHUN KOMIUIEKC, IO 3a0e3ledye 3aHypeHHs KOpPUCTyBaua B CHUCTEMi
BipTyaJibHOrO OTOYeHHS. OCOONMBO aKTyalbHUMH HAa CHOTOINHIIIHIN JIeHb € TPUBHUMIpHI PO3MOJiNeH]
pO3paxoBaHi Ha 6araTo KOPUCTYBaviB CHCTEMH BipTyalbHOI peaabHOCTI[5,6].

II. MeTa po6otu
MeToro JOCTiIKECHHSI € MaTeMaTUYHE Ta MporpaMHe 3a0e3neueHHs Ui MOOYAOBH MOJENI T'OJIOBU
JIFOTUHY 32 300paKCHHSIMHU.

II1. ApxiTekTypa nporpamMHoro 3a0e3ne4yeHHst

VYci 3amponoHOBaHi aNrOpUTMH peati3oBaHi B €MHINA MPOTrpaMHiil cucTeMi MoOyJ0BH TPHUBHMIiPHOI
MOJIETIl JIIOJUHM 332 300pakeHHAMU. Po3po0sieHa cucTeMa, 1110 He BUMAarae BEJIMKOTO OOCSTY B3aEMOJIIl 3
KOpHCTyBadeM, [O03BOJWJIA CTBOPIOBATH (HOTOpEaTiCTUYHI TPUBHMIpHI MOJAEN IIBUANIE Ta SKiCHIIIE,
MOPIBHSIHO 3 ICHYIOUMMH aHajoramu. J{ng migBuiieHHS e(eKTUBHOCTI Ta IHTEerpamlii 3 iCHyIOUMMH
crucreMaMy OyJo 3alpOIIOHOBAHO HU3KY TEXHIYHHX pillleHb. Bech OCHOBHMIA (pyHKIIOHAN peani3oBaHMiA B
smpoBoMy Mogyni Core,Bech JOTIYHO BiJOKpeMJICHWH (YHKIIOHAI BUHeceHO B okpeMi wmoxydi(Plot
Controls, DXRenderer Ta iHmi), KOK€H 3 IIMX MOMYJIB KOMIITIOETECS B Oi0MOTEKy, MO JAWHAMIYHO
M AKITIOYa€THCA.

KpiM 0cHOBHOI mporpaMHOi cHCTeMH (BUKOHYBaHHMI MOIyJb AvatarReconstructor) peanizoBaHo psij
JO/IaTKOBUX MOJYJIB, IO BUKOHYIOTHCS, BHKOPUCTOBYIOTH TOH e (YHKIIOHAN sapa, ane HamaloTh
KopucTyBaueBi iHmmMi iHTepdeiic. Tak, moayne ModelManager nae MOMIIMBICTH MpaioBaTH 3
napaMeTpUuHIMU MOJICJISIMU, JIO3BOJISIIOYM Bi3yasli3yBaTH MOB'SI3aHI 3 KOXKHAM MapaMeTpoM BEpIIMHH,
BEKTOpa 3CyBY LIMX BEpIIMH i T.JI., MOIYJIb FaceAnimator 103BoJIsi€ KOPHCTYBaueBi 3/IHCHIOBATH TTOBHICTIO
aBTOMaTHYHE «OXBaBJeHHD» (oTorpadii, pynkuionan moxyns OpenMetaverseClient nosermrye podoty 3
cucTeMaMH BIpTyalnbHOI peanbHOCTI, Moaynb AvatarReconstructor for3dsMax no3Bonsie cTBOprOBaTH
TPUBUMIpHI MoJiei 3a poTorpadismMu BcepeauHi mommpeHoro nakety 3dsMax.

[Iporpamuuii kommekc HanucaHuii MoBamu nporpamyBanus C#, C++, HLSL, LSL ta MaxScript. ¥
paMKax MporpaMHOi peajizamii cHCTeMH IPOBEICHO IHXEHEpHWI aHami3 ¢opmariB (aiiliB  BiIbHO
MOIIMPIOBAHUX MOJIENICH JIFOJIMHY, & TAKOXK BIAMOBITHUX MPOTOKOJIB Iepeiadi JaHHX.
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Pucynok 1 —[liarpama xommoneHTiB AvatarReconstructor
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Ha mimcraBi mpoBemeHOTro aHamizy po3poOJEHO MOV IMIIOPTY Ta EKCIOPTY M0 HauOuIhII
TIOMIMPEHUX CyY9acCHHUX MOMATKIB BipTyasbHOI peansHocTi OpenSim (Logicamp, ScienceSim, Openvue Ta iH)
ta  SesondLife  (SesondLifeGrid,  SesondLifeEnterprise).  [liarpama  KOMIIOHEHTIB  MOZYJs
AvatarReconstructor mokazana Ha pucyHky 1. JliarpaMa KOMIIOHEHTIB, a TaKOXX CXeMa pOOOTH CHUCTEMH
momyns AvatarReconstructorfor 3dsMax mokazaHo Ha pUCYHKY 2.

’i JapanTaweHHa pororpadii
3ds Max Z |
LoadPhotos
(Ce+ SaveTextures
MaxScript)
SaveParams
E‘Emmop“r napameTps E_‘Emop“r s0bpakeHs
Mofem
’iSasaHIa;KEHHz Komy ’i 38E aHTLKEHHA TEKCTYD
KieHT BipTyatsHOI peaTbHOCTI ] @
Edit UploadTextureAssef
CepBep BipTyaTbHOL peaTbHOCTI
Ckpunm 2 |
—O— | 7
(LSL) ApplyBodypartParams I—J @
UploadBodypartAsset

Pucynok 2—/liarpama xommonenTiB AvatarReconstructorfor 3dsMax

Monyns  FaceAnimator  103BoNsie  KOPHCTyBaueBi  3/IMCHIOBATH  TOBHICTIO  aBTOMAaTH4YHE
«IOXBaBIEHHD ¢oTorpadii: Ha BXiJ momaeTbes ¢ororpadis ocodOHW, a HA BHXOJi BHXOIUTH aHIMOBaHA
¢dororpadisi, ocoda Ha SIKIi «OXKHBAE», MOPrarOyuu, JUBISYNACH Y Pi3HI OOKH, MOCMIXalOuUCh a00 CyMYIOUH
BIJIMOBIJIHO JIO CTaHIB, II0 OTPUMYIOThCSA BiJi OOpOOHUKIB 30BHIMIHIX momid lledt Moxynbp Oyne Takox
peamizoBaHul sSIK BeO-HOIATOK A comianbHOi Mepexi Facebook Ta momatkm mix omeparliiiHi cuctemu
Android ta i0S. PeamizoBana cuctema TOOYZOBH MOJETI JIIOJUHH CyMiCHA 3 CYyYaCHHMH J0JaTKaMH
BIpTyallbHOI peasibHOCTI Ha 6a3i Halnmommpenimux miardgopm OpenSim Ta SecondLife.

Bucnosox
Ha ocHOBI 3anpornoHOBaHKX alropUTMiB pPeani3oBaHO MPOrpaMHHUN KOMIUIEKC, IO 03BOJIsiE Oy TyBaTH
TPUBHUMIPHY MOJIENb JIIOJIMHH, CYMICHY 3 CY4acHHMHU CHCTEMaMH BIpTyaJbHOI peaiibHOCTI. PeanmizoBaHuit
KOMIIJIEKC HE BUMArae cleliajbHol MiAIrOTOBKM KOPUCTyBaya Ta J03BoJisie OyayBaTu OibII SIKICHI MOAENI 3a
MEHILUH Yac TOPiBHAHO 3 iICHYIOYHMH aHAIOTaMH.

Cnucok BUKOPUCTAHUX JKepe

1. Lippman, Stanley B., Lajoie, Josée, Moo, Barbara E. C++ Primer. Addison-Wesley, 2012. ISBN: 978-0321714114.

2. Meyers, Scott. Effective Modern C++: 42 Specific Ways to Improve Your Use of C++ 11 and C++14. O'Reilly Media, 2014.
ISBN: 978-1491903995.

3. Luna, Frank D. Introduction to 3D Game Programming with DirectX 12. CRC Press, 2016. ISBN: 978-1942270065.

4. Wilt, Nicholas. Shader Programming in C++ and HLSL. Charles River Media, 2003. ISBN: 978-1584503072.

5.Naylor, David R. Programming YourWorld: Algorithmic Adventures with LSL. Create Space Independent Publishing Platform,
2011. ISBN: 978-1463731153.

6. Autodesk. 3ds Max MAXScript Essentials. Autodesk Press, 2015. ISBN: 978-0134389355.

CIT’2023, TepHoninb, 30 aucmonada 2023 1



