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Beeoenue

B xonme matematuuyeckoro MoJeNMpOBaHUs, MO0 TeIeMEeTPHUECKUX M3MepeHull nBuxenus JIA,
KaK MpaBUjIO, MOJIydaloTcs OoyblIMe MacCUBBI IUGPOBON HHPOpMAIUH, BKIIOYAIONIME JAaHHBIE O
KOOpAMHaTax M napamerpax aBmkeHus JIA. OueBHUIHO, YTO OLEHKY M IpEIBAapUTENbHBIM aHaIU3
IOJyYEHHBIX JaHHBIX YyJOoOHEe NPOBOAUTH HpU HUX TIpaduyeckoM IpexacraBieHuu. JlaHHble 00
OpUeHTalMM M KoopauHaTax JIA nenecoobpazHo oToOpaxkaTb B TPEXMEPHOM IPOCTPAHCTBE, B

CCTCCTBCHHOM 1JIs1 HUX BUJIC.

Ha peiHke mporpaMMHOIO OOECICUCHHUS MPEICTaBJICH Psj MPOAYKTOB, HMEIOIINE aHATOTHYHOE
HaszHauenue. Hambonee oueBmanbiii mpumep — npuiokenue Satellite Tool Kit (STK) or xommanuu

Analytical Graphics, Inc (AGI) (Puc. 1 a, 6).
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Puc. 1 a), 0). Ilpumepol epaghuueckoco npeocmasnenuss norémuou ungopmayuu 6 npunoxcenuu Satellite

Tool Kit.

Onnako STK — xommepueckoe I1O ¢ 3akpbeIThiM HcxonHbIM KogoM. K Tomy xe STK obnanaer

HM30BITOYHOM q)YHKL[I/IOHaJ'IbHOCTBIO I1O0 CPAaBHCHUIO C [TOCTABJICHHBLIM BLIIIC KPYT'OM 3aJiaq.

Bo3Hukaer Heo0XOAMMOCTb B MPOrPAMMHOM MOJYJe, CIIOCOOHOM paboTaTh COBMECTHO C
nporpaMMaMM MaTeMaTH4YecKoro MojenupoBaHus mnonéra JIA u oroOpaxaTb IMOJy4YEHHBIE B XOj€

pacyéra JaHHbIE O [IapaMeTpax MoJIETa U KOOPAUHATAX B TPEXMEPHOM IIPOCTPAHCTBE.
Ocobennocmu paspavomku I'TIM

[lepBoHaYaIbHO paccMaTPUBaIach BO3MOXKHOCTH HCIIOJNIB30BAHHMS B CO37aBaeMOM MOJIYyJIe
rpaduueckoro ABMKKa CTOPOHHEro paspadordmka. Beul mMpoBenéH aHamM3 CyIIECTBYIOIIMX CBOOOIHO
pacrpoctpanseMbix rpaduueckux nBumkkoB, Takux kak OGRE, lIrrlicht, Nebula Device. Oxnako mo
pe3ysibTaTaM aHajgmu3a ObLIO MPHUHSATO PEIIeHHEe O pa3padoTKe COOCTBEHHOro TpapuuecKkoro JBIIKKA.

,Z[aHHOG PEIICHUC 000CHOBAHO

e TpeGoBanuem HezaBucumocTu I'TIM oT xona pa3BUTHS JBUXKKA CTOPOHHETO Pa3pabOTUUKa,;
e TpebGoBaHMEM OTKPBITOCTH UCXOAHOI'O KOJA;
e  OrcyTcTBHEM NOAPOOHON JOKYMEHTAIIMM Ha HEKOTOPbIE IBUKKH CTOPOHHUX Pa3pabOTUNKOB;

L4 OHTHMI/ISaHHeﬁ 00BEMa KOoJa B COOTBCTCTBHHU CO CIICMAJIbHBIM HA3HAYCHUEM MOIYJIA.

Jliis peanusaru MOyt ObuT BeOpaH s3pik C++. Pa3paboTka mpousBoauiack B cpeae Microsoft
VisualStudio 2010 Ultimate, npenocrasisiemoit crymeatam MI'TY um. H.D. baymana mo mporpamme
MSDN Academic Alliance. B kauectBe rpaduueckoro uHTepdeiica Obur BoiOpan APl DirectX 9, a
TouHee, ero pasaen Direct3D mo pabote ¢ TpéxmepHoi rpadukoii. Beioop Obl1 00YCIIOBIEH HATHYHEM
OosbIiero 00bEMa IMTEpaTyphl U IpuMepoB s DirectX, a Takke M3HaYaIbHOW OpUCHTAIIUEH HA PaboTy

B OC Microsoft Windows nipu pa3padotke ['TIM.



Ha pannom »sTtame pa60T JJIA o0eryeHus OTJIaAKH HCIIOCPCACTBCHHO H3 CPCJbl p3,3pa6OTKI/I

moxayib ['TIM odopmiten B Buae npusokenuss Windows ¢opmara Portable Executable (PE) (Puc. 2).
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Puc. 2. Buo enagnoco oxkua epaguueckozo MOOYIS U Npumep OMOOpAdCeHUs OpueHmayuu u

Koopouram JIA.

B nmanpmelimeMm (¢yHKIMOHATbHAs dYacTh MOAYJsl OyIeT TMepeHeceHa B IUHAMHYECKU
cBs3bIBaeMyto Oubnmoreky DLL. D10 oGecrnednT BO3MOKHOCTh HEMOCPEACTBEHHOTO €€ MOIKIIIOUEHUS K
NPUIOKEHHSIM MaTEeMaTHYeCKOro MmojenupoBaHusi monéra JIA M gact, B 4acTHOCTH, BO3MOXKHOCTh

MHTEPAKTUBHOT O OTOOpaKeHUs OpueHTalny U KoopAauHat JIA B mporecce pacuéra.
Pa3paboranubiii MOnyNb 0OecrieduBaeT

1. OtoOpaxenue TpéxmepHoil rpaduyeckoit monmenmu JIA M BcmomMoraTeiabHBIX KOOPAWHATHBIX
MOCTPOEHUH B y1I00HOM IrparueckoM BUJE.

2. OroOpakeHHe yTiI0B OpUEHTAINK U KoopArHAT JIA B BEIOpaHHON cUCTEME KOOpIUHAT.

3. BocnpousBenenune annManuu JBrokeHHs JIA Mo JaHHBIM, MTOMYYEHHBIM B XO/1€ MaTEMaTHYECKOT O

MoenupoBaHus ABuxkeHus JIA.



Hannsie 00 yrioBoil opueHtanuu JIA u ero KoopAMHATaX CYUTHIBAIOTCS U3  (Qailnos

yCTaHOBJIGHHOTO (popmarTa.

PaspabGoTanHblli MOIyJdb He TpeOoBaTeleH K ammapaTHeiM pecypcam [IK. MuHMManbHbBIC
cucremubie TpeboBanus: OC Microsoft Windows XP uam 6osee mosmuss, nporeccop Pentium 1V 1.4

[T, 256 MO onepaTUBHOI MaMsITH.
B naneHeiiniem B pamkax pa6otsl Haa ['TIM npeanonaraercs

1) Pacmmpenue GyHKIIMOHATBHOCTH, YBEIMYCHIE HOMEHKIATYPbI 00pabaThiBaeMbIX TaHHBIX;

2) TloBblleHHE S3PrOHOMUYHOCTH MOJIb30BATEILCKOr0 HHTEpdeiica;

3) O6ocobsieHue GYHKIIMOHATHHON YaCTH MOIYJIS B BHJIC TMHAMHUYECKH CBS3bIBAEMOI OHOIMOTEKH
DLL, 4To6b1 00ecneunTh BO3MOXKHOCTh UCIOIb30BaHUS B IPUI0KEHUAX CTOPOHHUX
pa3pabOTYNKOB;

4) Peamu3oBaTh paboTy ¢ rpaduKoi ¢ UCIOIb30BaHuEeM Ipadudeckoi oudarnorekn OpenGL s

obuieruenus nepenoca MoayJast st pabotsr B OC Linux.
Kpamkuit 0630p ucnonvzyemozo mamemamuueckozo annapama

[Tpu pa6ore B Direct 3D Touka B TpEXMEpHOM IPOCTpaHCTBE (BEplIMHA) 3a1aéTCs BEKTOPOM
pa3MepHOCTH 4:
typedef struct D3DXVECTOR4 {
FLOAT x;
FLOAT vy;

FLOAT z;
FLOAT w;

} D3DXVECTOR4, *LPD3DXVECTOR4;
rae X, Y, Z - xoopauHatsl, W — k03 (ppUIIMEHT NepCreKTUBBI.

HeobOxonumo yuuteiBath, yto B Direct3D ucrmonb3yercst IeBOCTOPOHHSSI CHCTEMa KOOP/HHAT, B
TO BpeMsi Kak OOJIBIIMHCTBO CHCTEM KOOpPAMHAT, HCIOJIb3YEMBIX MNpu pacuére aBikeHus JIA —

IMPaBOCTOPOHHHUEC.

[TpeoOpazoBaHusi BEKTOPOB (BEpIIMH), TAKME KaK MEpPEeMEIIeHNEe, BpalleHne, MaclITa0upoBaHue,

MPOU3BOATCS MYyTEM YMHOKEHHSI BEKTOpA HAa COOTBETCTBYIOIIYIO MaTPUIly IpeoOpa3oBanuii V:



Yi| _|Yo v (1)
Z Zo |’
|41 Wo
Xo X1
Yo . Y1 "
Tae | | — uexonnbid Bexrop, 7 |~ BEKTOD Toclie mpeodpazoBanus, IV — MaTpuiia npeodpa3oBaHHiA.
Wy Wy

Martpuiel  mpeoOpazoBaHuii uMeOT pasmepHocTh 4x4. B o6ubmmoreke Direct 3D s

MpEaACTAaBJICHUA MaTPHUIIbL Hp606paBOBaHI/IH HMCIOJIb3YCTCs THUII JaHHBIX D3DMATRIX

typedef struct D3DMATRIX ({
float m[4][4];

} D3DMATRIX, *LPD3DMATRIX;

BcnenctBue HCKOMMYTATHBHOCTU IICPCMHOKCHUSA MAaTPpULl, MaTpHIla Hp606p330BaHI/Iﬂ KOOpaAWHAT

MMOJIy4acTCAa NMEPEMHOKCHUECM MAaTPULIbl NEPEMCIICHUA U MAaTPULl BpalllCHUA 10 TpeM OCsAM KOOpAWHAT B

CTPOro OnpeaeaEHHOM MOpsIKeE:
V=T><Rx><Ry><RZ, (2)

rae T — marpuia nepemernenus (TpaHcasmun) pasmepHoctu 4x4, R, — mMaTpuiia moBopoTa BOKPYT OCH

0X, Ry — MaTpuna nosopota Bokpyr ocu 0Y, R, — matpuia mosopora Bokpyr ocu 0Z,

1 0 0 0
0 1 0 0

=10 o 1 of (3)
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AXx, Ay, Az — Benuuunna cMeleHns, COOTBETCTBEHHO, 110 ocsiM 0X, OY u 0Z;

1 0 0 0
10 cosf, sinf, O

R = 0 —sinf, cosH, Of (4)
0 0 0 1

rae 6, - yros noBopota BOKpyr ock OX; aHaJIOTUIHO



[COS Qy 0 —sin Hy 07
_ 0 1 0 0
Ry = sind, 0 cosf, Of ()
L0 0 0 1
[ cosf, sinf, 0 O]
—sinf@, cosf, 0 O
R, = z z ) 6
z 0 0 1 0 (6)
|0 0 0 1.

3aknrouenue

B craTthe paccmoTpena paspabotka mporpammaoro moayis I'TIM miist mocriporieccuira JaHHBIX,
MOJyYeHHBIX B Xone MojenupoBaHus nBwkeHus JIA. I'TIM obecrneunBaer HarjisigHOe BHU3yallbHOE
NpeACTaBICHUE MapaMeTpoB Mmoiéra u koopauHaT JIA B BBIOpaHHOI cUCTeMe KOOpAWHAT, a TaKKe
BOCIIPOM3BEACHUE aHUMauuMu JBWKEHUS JIA, TpeaBapUTEIbHO PACCUUTAHHOTO C  IOMOIIBIO
MaTEeMaTUYECKOro MO EINpoBanus. B Monyse peann3oBaH HEOOXOAMMBIA MAaTEMATHYECKUM armapaT Jis
TpEXMEpPHBIX rpaduueckuii TOCTpoeHUH U mnpeoOpa3zoBanuii. [IpeacTaBieHHBIE MOIYIb MOXKET
MOCTYXKUTh MHPOTOTUIIOM sl  pa3paboTku  Ooyiee CIOXKHBIX MPOTPAMMHBIX KOMIIJIEKCOB  JJIS

IMOCTIIPOLIECCUHI'Aa U BU3YyaJIM3allUl JaHHBIX.
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