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3ACTOCYBAHHS INSTANCEDMESH JIJISI BI3YAJII3AIIL JUHAMIKH ITPOIIECIB
Y TPUBUMIPHUX KJIITUHHUX CTPYKTYPAX

Y pobomi po3pobreno aneopumm ma 1io2o peanizayiro 014 8i3yanizayii cneyianizo8anux mpuguUMipHux KlimuHHUX CmpyxK-
myp i3 3acmocysanusim mosxcausocmeti knacy INSTANCEDMESH 6ioniomexu Three.js mosu npoepamyeanns JavaScript. 06 ex-
MoM 00CTIOJNCEHHS BUCHIYRAE NPOYeC CMBOPeHHA Mooeetll KIIMUHHUX CIPYKMYD, K 3MiHI0I0MbCsl 610N08IOHO 00 MeopemuyHUX
aneopummis, moomo 6i0NOBIOHO 3MIHIEMbCA 8I000padNcerHA. Y X001 pobomu 0y10 3anponoHO8aK0, Peaniz08ano i NPomecno-
BAHO AN2OPUMM BI3YANI3AYIT MPUBUMIDHO20 MACUBY, SHAUEHHS Y KOMPOMY 3MIHIOOMbCA BION0BIOHO 0esKUM MAKMAam QyHKYi-
8aHHA cucmeMmu, wo mooenocmuvcsa. Pesynomamu docniodcenns nokasyonms, wo mexHono2is 06pooKky Macusy 3 posutupeHtam
v euensoi knacy INSTANCEDMESH ¢ epexmuenum incmpymernmom 0as 3D-eizyanizayii KiimunHux cmpykmyp 00Medtceno2o
PO3MIPY, ane 003805€ CIMBOPIOBANU GI3Vanizayilo OUHAMIKU 3MIH Y npoyeci mooemosanus. [Ipoananizoearno npobnemy pos-
Mipy eizyanizyemol cmpykmypu, v 3D eunaoky poamip 0anux HeoOXiOHul 018 BUAGTEHHS SHAYUMUX CIPYKIMYP, HA GIOMIHY 610
CIMAHOAPMHUX 0OHOBUMIPHUX KIIMUHHUX ABMOMAMIE 3pOCMAc 6I0N0GIOHO NONIHOMY MPEmb020 CIMYNEHIO, WO 3 00H020 OOKY
00360J15€ OPaHi3y6amu MOOeTIOIOUUL NPoYyec, ane BUHUKAE NPoOIeMa 8i3yani3ayii OUHAMIKU 3MIH Y CEHCT MONCIUBOCHI Npo-
auanizyeamu mpusuMipre 306pasicents 1oounoio ananimukom. Ilouamkosa wucenvuicms Kimun, wjo 0036015€ NPoGoOUMU
AHANI3 OMPUMAHUX KOHCMPYKYIL 3Minioembes 6 Olanazoni 10°—10°. Ipobnemoro 8isyanizayii Kiimunnux cmpykmyp € He minoKu
WeUOK0OIs, a il I3yani3ayis KOJCHO20 eleMeHmy, MaxK wob ompumamu uinmke 300PadiceHHs, K KOJICHO20 eleMenmy max i 6cie
KOHCMPYKYIT YLTKOM.

3anpononosane piwiennsa modice Oymu guKopucmane 015 MOOEIOBAHHA OUHAMIYHUX NPOYECis, wo Moxcyms 6ymu gop-
MAN308aHI Ma Bi3yaAni308aHi y 6ueiAdi 8okcenvHux cmpykmyp. Iioxoou do opeanizayii npoyecie 06pooxu ma 6izyanizayii 0aHux
0N MPUBUMIPHUX KITMUHHUX CIPYKIMYP 3 YPAXYBAHHAM RPOOYKMUSHOCMI | 00CMYNHOCMI OISl AHANIZY KOJCHO20 eleMeHmy
npeocmasiients peanizoeano ma ycniwno npomecmosano. Ompumani pesynomamu 0y0yms ciyeyeamu 015 RPo8eoenHs 004uc-
JIHOBATLHUX eKCNePUMEHINIB Ol AHANI3Y PO3GUMKY MPUBUMIDHUX KIITMUHHUX AGMOMANiE uil NOOIOHUX CHPYKMYp.

Kntouosi cioa: 3D-modentosanns, kaimunnuii agmoman, npocmoposi 0ari, INSTANCEDMESH, sizyanizayis, inmezpa-
Yist OaHUx

Firsov O. D. The application of InstancedMesh for visualizing the dynamics of processes in three-dimensional cellular
structures

In the present study, an algorithm along with its software implementation has been developed for the visualization of spe-
cialized three-dimensional cellular structures. The solution utilizes the capabilities of the INSTANCEDMESH class provided by
the Three.js library in the JavaScript programming language.

The object of research is the process of constructing models of cellular structures that evolve in accordance with the-
oretical algorithms, resulting in corresponding changes to their visual representation. Within the framework of this work, an
algorithm for visualizing a three-dimensional array has been proposed, implemented, and tested. In this array, cell values are
updated according to specific time steps (tacts) of the modeled system's operation.

The research findings demonstrate that array processing technology extended by the INSTANCEDMESH class serves
as an effective tool for the three-dimensional visualization of cellular structures of limited size. It enables the creation of dynamic
visualizations that reflect changes occurring during the modeling process.

The issue of visualized structure size has been analyzed in detail. In the three-dimensional case, the volume of data
required to identify significant structures grows according to a third-degree polynomial, in contrast to standard one-dimensional
cellular automata. While this growth facilitates the organization of the modeling process, it simultaneously introduces challenges
in visualizing the dynamics of changes, particularly regarding the ability of a human analyst to interpret the resulting three-di-
mensional image effectively.

The initial number of cells that permits meaningful analysis of the generated constructions ranges from 10* to 10"
The visualization of cellular structures is constrained not only by computational performance but also by the necessity to render
each individual element with sufficient clarity, ensuring a distinct perception of both separate elements and the overall construction.

The proposed solution can be applied to the modeling of dynamic processes that are amenable to formalization and rep-
resentation as voxel-based structures. Approaches to the organization of data processing and visualization for three-dimensional
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cellular structures — taking into account both performance requirements and the accessibility of each representational element
for analysis — have been successfully implemented and tested.

The obtained results will support further computational experiments aimed at analyzing the development of three-dimen-
sional cellular automata and analogous structures.

Key words: 3D modeling, cellular automaton, spatial data, INSTANCEDMESH, visualization, data integration

IMocTanoBKa 3aBaaHHA. 3D-MOJEIIIOBaHHS KOMIPOK — II€ ITOTY>KHUI METO IS TPEICTABICHHS Ta 00pOOKH
MIPOCTOPOBHX AAHUX Yy HU(PPOBOMY cepenoBriax. Ha BiaMiHy Bix TpagumiiHOro 6araToKyTHOTO MOCTIOBAHHS, 1€
00’ €KTH ONUCYIOTHCS TOBEPXHIMHU 3 TPUKYTHHKIB a00 6araToKyTHHKIB, BOKCEIbHHHN MMiIXi7] BHKOPUCTOBYE AUCKpE-
THY pELITKy 00’€MHHX €IEeMEHTIB, IKi Ha3MBAIOThCSl KOMipkamu (Bokcensimu). KoskHa kimiTuHKa Mae (hikcoBaHMN
PO3Mip 1 Moxe MicTUTH iH(pOPMAIIIO PO CBil CTaH: YN BOHA MOBHA YU IOPOXKHS, SIKUM Marepian abo kouip i
HAJIaHO, a TAKOX JI0JJATKOBI XapaKTEPUCTUKH, TaKi sIK MILIbHICTh, TEMIIEpaTypa abo BeKTop mBHAKOCTI. Lle mo3B0s1s1€
CTBOPIOBAaTH TOYHI TPUBUMIPHI MOJIeIi 32 JOMIOMOTO0 BUOIPKU MIPUPOJHBOTO ITPOCTOPY, 10 OCOOINBO KOPUCHO IS
3aBJiaHb, MTOB’A3aHUX 13 (PI3UIHUM MOJICTIOBAHHIM Ta 0OPOOKOI0 00’ €MHHX JTaHHX.

OCHOBOIO BOKCEIIBHOTO MOJICITIOBAHHS € PETYIISIPHA TPUBUMIpHA CiTKa. Y HAMIIPOCTIMIOMY BHIIAIKY I MACUB
OysieBUX 3Ha4YeHb (OiHapHUIT MacuB), e 1 o3HaYae HasBHICTH Marepiainy, a 0 — Horo BiACYTHICTh. butbin ckiamHi
peasizaiiii BAKOPUCTOBYIOTh 0araTOBHMIpHI CTPYKTYPH JIaHHX, TaKi sIK pO3piJKeHEe OKTpi abo Xem-KapTa, JJis eKo-
HOMIi maM’sITi pu poOOTI 3 PO3PIIHKEHUMH ToMaMH. Hampukial, y HayKOBUX MOJICTIOBAHHSIX OOUHCIIFOBAIBHOI
TiIpOAMHAMIKH KOXKHA KIIITHHA 30epirae He Juie (akT 3allOBHEHHS, a i BEKTOPHI IMOJIS: IIBUKICTh MTOTOKY, THCK,
Temmeparypa. Lle 103Bomnse MomeIoBaTH CKIIAAHI IMPOILECH, Taki K TypOyJICHTHICTB, Temionepenada adbo Mmomm-
PCHHS YIapHHUX XBHJIb, 3 BUCOKOIO TOUHICTIO.

BoxkcenbHe MOsIeNIOBaHHS BUKOPUCTOBY€EThCS y Halpi3HOMaHITHINIHNX cdepax. Y MEAUIMHI BOHO € OCHOBOIO
TPUBUMIPHOI peKOHCTpPYKILii opranis 3rifHo 3 qanumu KT i MPT. Xipypru BUKOPHCTOBYIOTh BOKCEIbHI MOJEII /ISl
MepeIoNepaliifHOro MIaHyBaHHs, APYKY OKPEMHUX IMIUIAHTIB Ta BIPTyaJbHOTO MOJCIIOBAHHS BTPYyYaHb. B imke-
HEPHOMY IPOEKTYBAHHI Il METOJI BAKOPHCTOBYETHCS [UIsl TOMOJIOTTYHOT ONTUMI3allii KOHCTPYKIIIK: MporpaMa aHa-
Ji3y€ pO3MONLUT HABAHTAKEHb Yy TPHUBUMIPHIN PEIIITII Ta BUAAISIE HAJIUIIKOBI €IICMEHTH, CTBOPIOIOYH JIETKi, aje
MIIHI JeTaii Ui aBiallii Ta aBTOMOOLTIB. Y HAyKOBUX JOCIIDKCHHSX BOKCEI BHKOPHUCTOBYIOTHCS JIJISI MOJICIFO-
BaHHS KJIIMaTy, IMOIIUPEHHS 3a0pyIHEHHS, POCTY KPUCTAJIB 1 HaBITh OI0JOTTYHUX MPOIECIB, TAKUX SK PO3BUTOK
My XJIMH 200 MIrpaitis KJIiTHH.

Oco0OnuBe Micrie 3aiiMaroTh KOMH’}OTepHa rpa;’pixa Ta irposa inayctpis. CyuacHi pymii, Taki sik Unreal Engine
5 13 cucremoro Nanite abo crierianizoBaHi BokcenbHi pernepepu (MagicaVoxel, Qubicle, Voxatron), 103BOJISIOTH
MPAIIOBATH 3 MIJIBHOHAMH KIIITHH Y peabHOMY gaci. OnTumiszamis qocsaraeTbes 3a gonomororo InstancedMesh
y WebGL/Three.js a6o moxioanx mexanizmiB y DirectX i Vulkan: 3amicTs THCSY OKpEeMHX 00’€KTIB PEHACPUTHCS
OIIMH EK3EMILIAP reoMeTpii 3 MacHBOM MaTpHILh TpaHC(bopMaun Lle 3MeHIye KibKiCTh BUKIHMKIB draw 3 THCSY
JI0 OTUHUIb, TiIBUIIYIOUN HpOI[yKTI/IBHICTB y JeCATKU pa31B Kpim Toro, BHKOPHCTOBYIOThCS TEXHIKU MapIIOBUX
KyOIB U CTBOPCHHSI [VIaJIKOT MTOBEPXHI 3 BOKCEIBHOT CITKH, 10 JO3BOJISIE MEPEHTU BiJl «KyOIYHOTO» BUIIIAY 10
OpraHigyHHUX (OpPM.

[puponna muckpeTH3alis MPOCTOPY CHpPOLIye (Bi3UUHI PO3PaXyHKU: 3aKOHU 30€pEKEHHS MACH, IMITYIbCY
Ta eHeprii peayizyrThcs 0e3MocepeIHhO Ha PIBHI CYCiTHIX KOMIPOK, BOKCEJIbHI MOJIENI JISTKO pelaryBar, IyM
[lepmina, KITITHHHI aBTOMAaTH 200 aNTOpUTMHA (PYHKIIOHYBaHHS XBIJIb JO3BOJISTIOTH aBTOMATHYHO CTBOPIOBATH aIeK-
BaTHI MOZEII.

[TpobnemMu MonEIIOBaHHS MOJIATAIOTH Y BENMHUKIH mMoTpedi B am’sTi Ta 0OYHMCIIOBAIBHUX pecypcax, TOMY
BHKOPHUCTOBYIOTBCS PO3PIJUKEHI CTPYKTYpH (pO3piKeHe BOKCEIBHE OKTPI), JIe IIOPOXKHI TUIOMII 30€piratoTheCsi KOM-
naktHO. [TpobGiema ckiIagHOCTI aHIMAIll TaKoXK akTyaibHa: JnedopMallis BOKCEIBHOTO 00’€KTa BUMarae rnepepa-
XyHKY BCI€l CITKH.

Ilorouni TeHaeHNii PO3BUTKY MOB’S3aHI 3 IHTErpaliel0 BOKCEIIB i3 HEHPOHHUMH MEpeKaMH Ta arapaTHUM
npuckopeHHsM. [Ipoextn Ha kmtant NeRF (Neural Radiance Fields) Ta ixHi TpuBHUMIipHI aHAJIOTH MO3BOJISIOTH
neperBoproBati Gotorpadii y BokcenbHi Mojeni 3 poTorpammerpuuHoro TouHicTio. Y GPU-o6uncnennsax 6i0imio-
teku CUDA Tta Vulkan 103BojIsI10Th cUMYIISLIT B peaJibHOMY Yaci Ha MUIbsipaax KoMipok. BeG-texHomnorii, Taki 5K
Three.js 3 InstancedMesh i WebGPU, 103BOJISIIOTS CTBOPIOBAaTH IHTEPAKTUBHI BOKCEIBbHI KOHCTPYKIIT Oe3mocepen-
HBO B Opay3epi. 3aBIaHHAM MOAATBINNX JOCITIKEHb € PO3po0Ka Ta peaizallis aJropuTMy Bizyamizaiii 3D-cTpyk-
TYp, IPUIATHUX JJISI MOAETIOBAHHS KIITHHHIX aBTOMATiB.

AHaJi3 ocTaHHIX dockaigxkeHb i my6Jikaniii. [lepeBarn BOKCETHLHOTO MOJICIIOBAHHS MiATBEPIKYIOTHCS
MPAKTHYHUMH PE3yJIbTaTaMHU 1 BKITIOYAIOTh MPOCTOTY OYJIEBUX OIeparliid, MPUPOIHY MATPUMKY 00’ €MHUX JTaHUX,
3py4HICTh (DI3MUHUX MOZEICH 1 poIeypHOi TeHepallii.

Henomixy 3anummaioTbecs HE3MIHHMMH HPOTSATOM 0araThOX POKIB: BHCOKA BUTpATa IaM siTi, «CXOAWHKOBI»
MOBEPXHi, CKJIAJIHOIII 3 aHIMAII€I0 Ta PEHACPIHIOM BEJIIMKHUX 00’ €MIB.

PoGora [4] nae xmacu4YHMI OIS TIEpeBar 1 HeMOJIKiB BOKCEIBHOTO Miaxoay. IiIKkpecaroeThesl, 10 BOKCENi —
e «3D-nikceni» (kyou), sIKi iieaqbHO IMITYIOTh pEaJIbHICTh HA PiBHI YaCTHHOK, BOJIOAIIOUU TP IbOMY TOUHICTIO,
MIPOCTOTOIO OyJEBUX Omepaliid, MPUPOIHOIO MiATPUMKOIO pyiiHyBaHHs Ta CSG.
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HaykoBwuii omisig anropuT™MiB BOKcemi3amii (IepeTBOPEeHHsI 0araTOKyTHHUX/TOUKOBUX MOJETECH Yy BOKCEIbHI
MOJIETIi), BIACTUBOCTEH BOKCEIBHUX CTPYKTYP, PO3PIDKCHUX MPEACTaBICHb (PO3PIMKEHUX), OKTPICHUX, XEII-Ta-
6mu1b posrmsinaeTses y [1]. OcobauBy yBary NpUIUISETHCS TOYHOCTI, TaM’sITi Ta MIBUAKOCTI aJITOPUTMIB.

CucTeMaTuuHUiA OIS BUKOPUCTAHHS BOKCEIBHUX MOJENEH B apXiTEKTypi Ta MiCbKOMY IUTaHYBaHHI HaBe-
neHo y [5]. OcobnuBa yBara NpuIUISA€THCS 1HTErpaLii reTeporeHHNX JaHuX (KJIiMat, OCBITJIIEHHS, AOCTYIHICTb,
BHIUMICTb, €Hepris). BUsBIECHO MporajiuHu B 6araToMOMEHHIH iHTerparlii Ta MporoHyOTHCS HAPSIMKHA MaiOyTHIX
JIOCHIIKEHbD.

PoGora [3] Hazlae MOPIBHSUTBHUE aHAITI3 10 TPhOX OCHOBHUX (hopmariB 3D-manux. Bokceni onucyroThes sk
peryisipHa CTPYKTYpa, iaeanbHa U BETUKUX JaHUX (MEIUINHA, HAyKOBI MOJICTIOBAHHS), 3 IEpEBaraMu y MpOCTOTi
iHAeKcallii Ta pi3UIHUX PO3PaxXyHKIB.

VY crarti [3] npeAcTaBIeHO pe3yJbTaTH 3aCTOCYBAHHS BOKCEIBHOTO IIJIXOMY JUIsS OIIHKH €PrOHOMIKH Ta
JOCTYIHOCTI TpocTopiB. [IpononyeThest hpeMBOPK, SIKH MOEAHYE TOCTYITHICTD 1 BUIUMICTD B € IUHIH BOKCEIbHIN
citui. [IpakTudHa HiHHICTE IBOTO METOY B apXiTEKTYPHOMY IPOEKTYBaHHI IEMOHCTPYETHCSL.

PoGota 3 e(heKTUBHOTO BOKCEIBHOTO MPEACTABICHHS CKIaTHUX (hOpM [6] po3IIIsiaae anropuTMH BOKCemi3anii,
BiI0OOpayKeHHs Ta aHaNi3y TOBIIMHU CTIHOK. BoHa KOpHCHa aJ1s pO3yMiHHA 0a30BUX TEXHIK pOOOTH 3 TOHKOCTIH-
HUMHU Ta CKJIaJHUMH 00’ EKTaMH.

ITonynsipHe NOsICHEHHS CyTi BOKCENIB 1 iXHboro micus B 3D-monentoBanHi HaBeneHo y [7]. HaBeneno npu-
KJIaJM BUKOPUCTaHHS B irpax (Minecraft), MeauinmHi, HaykoBi# Bizyauizamii. ITiIKpecIrOeThCs IPOCTOTa peaary-
BaHHS Ta MPOIEAYPHOI TeHeparlii HOPiBHIHO 3 0araTOKyTHIMHU MOJICIISTMH.

CyuacHi TeHJIeHIIT CIpsSMOBaHI Ha IHTETpaIliio 3 0araToJIOMEHHUMH JIAHUMH B apXIiTEKTypi Ta ypOaHi3wmi,
BUKOPHUCTAHHS B €PTOHOMIII Ta JOCTYMHOCTI, OETHAHHS MAIIMHHOTO HABYAHHS Ta PO3PLMKEHUX CTPYKTYp IS
30epeKCHHS TIaM ’STi.

Oco6mBnii iHTEpeC BUKIMKAE BUKOPUCTAHHS Cy4acHUX MPOTPaAMHUX PillleHb, ONTHMI30BaHUX I POOOTH
B Opay3epi.

Meta cTarTi. MOJETIOBaHHS 32 JTOIMIOMOTOK BOKCEIBHOTO IMiAXOAY JIO3BOJIIE CTBOPIOBATU aJITOPUTMH Ta
PO3B’s13yBaTH NPHUKIAAHI 3a1a4i. IcHye 6e311id iHCTpyMEeHTIB A7Is Bizyanmizawii Takux CTpyKTyp, sk 3D-06’extu. Ane
BHHHKA€ NoTpeda y HaJalTyBaHHI MEXaHi3My Bizyami3awii MiJ KOHKPETHI 3a7adi Ta 00YMCIIOBATIbHI MPOLETYPH.
IupIma mpoGiieMa IO0CTYMHICTh TEXHOJIOTIT Bi3yalizallii 0 KOpUCTyBada-A0CiiHuKa. BiAMOBIIHO, aKTyallbHO OTPHU-
Matu 3/] 00’ekT 3 BIAMOBIAHOI MpeaAMETHOI 00JIACTI 3a JOMOMOror 0i0IioTeK ONTUMI3allli 00paxyHKy ioro ene-
MEHTaprux CKIJIAJOBHX, a CaMe Bi3yali30BaTH TUHAMIKY POBHUTKY IIPOIECIB, IO MOXYTh OyTH 3MOAEIHOBAHI, SIK
KJIITHHHAWA aBTOMAT y TPOCTOpi. MeToro paboTH € po3poOKa aaropuTMy Bisyamizarii 3MiH y 3/] MacuBi 3a7aHOTO
pO3Mipy 3 3aJlaHMMHU TTapaMeTpaMu Bi3yaJri3allii i3 3acTocyBaHHsAM TexHouorii InstancedMesh.

Bukian ocHoBHoro matepiany. Onrtumisaris InstancedMesh y Three.js — onuH 13 Halie(heKTUBHIIINX CTIO-
cO0iB PEeHICPUHTY BEIHKOT KUIBKOCTI iICHTHYHHUX 00’ €KTiB (Y BUMAJKY KIITHHHOTO aBTOMAry — KyOiB) 3 MiHIMaJIb-
HUMU HakjgaaHumu Butparamu Ha CPU ta GPU.

InstancedMesh 3a6e3nedye pupicT NPOAYKTUBHOCTI MOPIBHSHO 31 3BUMaHUM CIocOO0M (0arato oKpeMux
Mesh).

Krnacnunnii niaxin JavaScript peasnizye HacTynHuUil Koz

for (let i = 9; i < 10000; i++) {
const mesh = new THREE.Mesh(geometry, material);
mesh.position.set(...);
scene.add(mesh);}

3a UM MMiIX0/I0M BiI0YBa€ThCS HACTYITHA MOCIIOBHICTh JIil:

KoxHa reoMeTpist — OKpEMHM BHKIMKOM MaJTIOBaHHS

KoxeH marepianm — OKpeMHUi BUKJIMK MaJFOBaHHS (KO HE OTHAKOBUH )

KoxeH 00’ekT — OkpeMoro niepeiadeto Marpuili Tpancdopmarnii xa GPU

ITpouecop nosunen 06podmatu 10 000+ 06’€KTiB y CIIEHI 3a KOXKEH Kaap

GPU orpumye TUCsIU1 iHANUBITyaTbHUX BUKJIMKIB draw

Pesynbrar: npu 5-15 tucsuax 00’exriB FPS manae 1o 10-30, HaBiTh HAa MOBYXKHUX BiAEOKAPTaX.

InstancedMesh — 11e o1H 00’ €KT, AIKUW PEHIIEPUTH TUCSUI (00 COTHI THUCSY) €K3eMIUIAPIB OHIET TeoMeTpii
Ta Marepiajy B OAHOMY a0 JIy)Ke HEBEIHKIiH KiIbKOCTI BUKJIMKIB MaJIlOBaHHSI.

InstancedMesh fmae makcumanbHUE eBEKT, KOJM KUTBKICTh 1ICHTHYHUX 00’ €KTIB 3HAXOMUTHCS B Jiana3oHi
1 000-2 000. Yci 00’exTH MaroTh OJIHAKOBY TEOMETPIiI0 Ta OJHAKOBHH Marepian. O0’€KTH BIAPIZHIIOTHCS JUIIE
pO3TamnryBaHHSIM, 00epPTaHHIM, MacIITaboM i (3a Oa’kaHHSIM) KOJIBOPOM. FGOMeTpI}I HE HA/ITO CKJIaaHa (KyO, cq)epa
npocra Mojielib). InstancedMesh no3Bossie peHIepHTH THUCSY1 OJTHAKOBHX 00’ €KTIB B OJIHOMY BUKJIMKY draw 3amicTh
THCSY OKPEeMHUX BUKJIHKIB. Lle kirtouoBa onTiMizartist At BOKCETbHOI rpadikn, YaCTHHOK, TPaBH, JePeB, KyOIdHUX
XMap, MPOIEAYPHUX MICT 1 Oy/Ib-SIKOT CIIEHH 3 BEITUKOIO KiJIBbKICTIO IIOBTOPIOBAHUX MTPOCTUX T€OMETPIH.
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YV BUnajaKy TpUBUMIPHOTO MacHBy mepexij Bin okpemux Mesh no InstancedMesh 1o03Bossie eexkTHBHO peH-
neputu 10-20 tucsu xy0iB 3amicTs 2-5 Tucsia npu oqaomy FPS.

AuaroputMm Bi3zyaJjizaunii. Hrxue HaBeneHO MOKPOKOBHIA OMUC JIOTIKK y TOPSJIKY BUKOHAHHS A1 Mix 4ac
3aBaHTAXCHHS CTOPIHKH.

1. ITiaroroBka HTML-ctpykrypu ta ctuiis. CtBoproerbes 6azoBa HTML-cTopinka.

Timo cropinku mictuth KoHTelHep <div id= «ui»> 3 Tppoma mos3ynkamu (Density, Width, Cube Size) Ta
nBoMa kHorkamu («Regeneratey» ta «Zoom: ON»).

Crumi CSS BU3HAYAOTHCS TEMHOKO TEMATHKOIO, PO3TAIlyBaHHSIM TaHeli KepyBaHHs y BEPXHbOMY MPABOMY
KyTi Ta KpAaCHBHM BUTJISIJIOM €JIEMEHTIB.

2. 3aBanTtaxkeHHs Oi0miorex Three.js. Bkazano <script type=»importmap»> nocusiansas Ha moxym Three.js
(Bepcis 0.168.0) ta OrbitControls.

Immopt ocnoBuux kiaciB: THREE u OrbitControls.

3. Inminiamizamist ocHoBHUX 00°ekTiB Three.js. CTBOPIOETHCSI 00’ €KT CIICHHU, 1 BCTAHOBIIIOETHCS KOJlip (hoHy
(0x0e1624).

ITepcriekTuBHA KaMepa CTBOPIOETHCA 3 KyToM 30py 60°, modaTkoBoro nmozutieto (0, 55, 120) Ta neHTpaibHO0
(0,0, 0).

Pennepep WebGLRenderer cTBOprO€ThCS 3 YBIMKHEHUM 3TVIA/KYBAHHSM 1 HIITPUMKOIO BHCOKOT PO3ILUITBHOT
sparHocTi (devicePixelRatio).

Pennepep momaetsest 10 Tijla JOKYMEHTa Y BUIVIAI <ITOJIOTHA™.

4. HanamryBaHHsI iHTepakTUBHOTO KepyBaHHs. CTBOproeTbest 00’ ekt OrbitControl, sskuid 103Bosisie 00epTaTi
CIICHY MUIIECIO.

EnableDamping yBIMKHEHO, BCTaHOBIICHO OOMEKeHHS Ha Onm3bKicTh (minDistance, maxDistance).

5. HamamryBanus ocBimiieHHs. Jlonaerbest oqHopinae AmbientLight 3 inTencuBHicTio 0,9. JlomaeTbes cripsi-
moBaHe CBiT/I0 3 iHTeHCUBHICTIO 1,8 1 monoxkenusm (60, 100, 80).

6. BusHaueHHs KOHCTAHT 1 MapamMeTpiB

Po3mip macusy SIZE.

Po3mipom 3 ogny kiituny CELL SIZE.

Kontposbai 3MiHHI: mibHICT, sigmaMult, CUBE SCALE.

7. CTBOpeHHs reoMeTpii Ta MaTepiaiy.

CrBOproeThes 6a3oBa reoMeTpist kydoa BoxGeometry.

MeshStandardMaterial cTBOpIO€THCSI 3 KOTLOPOM, OJIMCKOM, MOPCTKICTIO Ta CSIHBOM.

8. CreopkHHs InstancedMesh (onrtumizoBanuii pernepunr). OnuH 06’ekt InstancedMesh ctBopeHo st
22 000 exzemiuisipiB. OO0’ €KT 0f1pasy NOMAETHCS JIO CIICHU.

9. Buknmuk ¢yHKIii regenerate() — 1e TeHepallis XMapH BiJIIOBITHO JI0 HE3aJIC)KHUX HOPMAJIBHUX PO3IOIi-
miB. ITig yac KO)KHOTO BHKJIMKY (IMiJl Yac 3aBaHTa)XCHHS Ta HATUCKAHHS KHOIKH/3MIHM MOB3YHKIB) BUKOHYEThCS
HaCTyIIHE:

JliunapHUK KyOiB CKHIIAETHCS 10 HYJIS.

J1g KOKHOT KOOPAMHATH X, Y, Z OOYMCIIOETHCS BiJICTAHb BiJl LICHTPY.

3HaueHHS OIHOMIPHOTO po3nofiTy ['ayca 00UHCII0€ThCS OKPEMO [T KOJKHOI OCi:

px = exp(—(x —m)*/(2 - ox?)).

AHaJOriuHO /Ui py Ta pz.
Tpu IMOBIPHOCTI MHOXKATbCs: HMOBIPHICTD = pX X py X pz.
SIKIIo oTprMaHe 3HAYCHHS IEPEBUIIY€ TOPIT IITBHOCTI, TO:
MOJIOKEHHS Ky0a po3paxoByeThes 3 ypaxyBaHHsIM 3cyBy OFFSET.
Bceranosmoetbest mactutad kyoiunoro CUBE SCALE.
Marpwuns Tpancgopmariii Ta KoJip 3anmucyroThes B InstancedMesh.
[Ticns nukny 0ydepu instanceMatrix Ta instanceColor OHOBITOIOTHCS JIIsl BCTAHOBJICHHS (PAKTHUYHOT KIJTbKO-
cTi ex3emIuIsipiB instancedMesh.count.
10. ITynecanis animarii. Y okpemiit GpyHKIIT pulseAnimation() KoxkHi 8 MUTICEKyH]T OOUUCITIOETHCS Koeilti-
€HT TEePIOIUIHOCTI. 3aCTOCOBY€EThCA MacIITadyBaHHsI BChoro instancedMesh.
11. Higxmouenns kepysanus (UI).
12. BukoHyeTbest 0a30BHI UK aHIMAIIi.
OyHK1ig animate() BUKIMKA€eThCs yepes requestAnimationFrame.
YV Ko)KHOMY Kajpi:
KepyBanns (controls.update()) oHOBIIOETBCS.
Bukonyetbes Pulse (pulseAnimation()).
Cuena penaeputhes (renderer.render(criena, kamepa)).
13. O6po0Oka 3MiHN po3Mipy BikoH. [Ipu 3MiHI po3Mipy BiKHA CITIBBIIHOIIEHHS CTOPIH KaMEpH IepepaxoBy-
€ThCSI, OHOBITIOIOTHCSI MATPHIIS MIPOEKITii Ta pO3Mip peHaepepa.
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®diHanpHa MOCIIIOBHICTD 3aIlyCKYy

HTML + ctuii 3aBaHTa)yOThCS.

Mopnymni Three.js 3aBaHTaxyIOTbCS.

CTBOpIOIOTHCS ClIeHa, KaMepa, peHaepep, KepyBaHHs Ta CBITIIO.

CrBoproetbes InstancedMesh.

Bukikaerbest Regenerate() — 1e mepiiuii BUITa0K, KOIH (GOPMYETHCS XMapa.

3armycKaeThCsl HeCKIHUCHHMIA UK animate().

TakuM YHHOM, CTBOPEHO AJTOPHUTM, KM J03BOJIsiE€ e(DEKTHBHO pealizyBaTH Bizyauizamito 3D-00’ekra, 1o
CKJIAJIAEThCS 3 HAOOPY IICHTHYHUX CIIEMEHTIB.

Sk TecT 1 mpUKIIax IpoTrpaMH, 110 peaidye BHIe3a3HaueHUH Ko, Oyna peaizoBaHa (pyHKITIOHATBHA 3aJIeK-
HicTh Ha Kpoky 9. [Ipuknaa 6e3nocepenHbo AEMOHCTPYE MOKIIMBOCTI peaizalii mporpaMHoro 3a0e3nedeHHs Ta
(heHOMEHOIOTIUHI TIPoOJIeMH Bi3yauizartii.

[Ipobnemu Bizyamizamii CTOCYIOTbCSI HE JIUIIE MPOTYKTUBHOCTI MPOTpaMHOro pimeHHs. Hanpuknan, Mu He
MOXEMO CTBOPUTH «TPUBUMIPHHH raycCOBUI PO3MOALT» (CHIBBIAHOMICHHS TPboX BenuuuH: X, Y, Z) 06e3 mepe-
XOJly 0 YOTUPUBUMIPHOI Bi3yanizaiii (e IMOBipHiCHA r'ycTHHA Oy/e, HAITPUKIIAI, KOJIip a00 Mpo30picTh y 00’ emi).
OTxe, Te, 10 MU 3a3BUYail HA3UBAEMO «TPUBUMIPHUM PO3MOILIOM [ayca», MaTeMaTHUHO € Bi3yalli3alli€lo JBOBH-
MIPHOTO PO3MOALTY.

Ha 9-my Kpoui TPOTIOHYEThCS CXeMa Bi3yani3aui'1' rayciaHiB y3noBx oceil. lle He Bnpimye r[p06neMy nepe-
xonyy JOTHPHUBUMIPHUHA npocnp, aie nae p03yM1HH;1 np06neM 1 BUKOPHCTAHHS TOAATKOBHUX iIHCTPYMEHTIB Bi3yalli-
3aIii, a TAKOX JEMOHCTPY€ 3IaTHICTh CHCTEMH Bi3yali3allii IpamoBaTy 3 TMHAMIYHUMHE 3MiHAMHU.

BucHoBku. Pe3yibratu mociipkeHHs miaTBepawd, mo InstancedMesh sik crienianbHuit kiac y 6i0mioTerri
Three.js, npu3HadeHuid U1 ePEKTUBHOTO PEHIICPUHTY BEIHMKOT KiJTBKOCTI OJHAKOBHX 00’€KTIB (IHCTAHCIB) 3 OJ[HA-
KOBOIO TEOMETPI€I0 Ta MaTepiajoM € MOTYKHHM i €(pEeKTHBHUM 3acO00M JJIsI CTBOPECHHS TPHUBHMIPHUX MOAEICH
KIITHHHHUX CTPYKTYp y (pikcoBanomy 3/l mpocTtopi.

3aBasku BUKOpHCTaHHIO InstancedMesh Branocst po3poOUTH BUCOKOSIKICHI Ta Bi3yasIbHO pearticTuaHi 3D-mo-
JIeNti, sIKi JIETKO 1HTEerpyroThes y BeO-gomaTku. Lle mo3Bosie mocmigHuKaM, sKi IPaIiol0Th 3 KIITHHHUMHU aBTOMa-
TaMu, 30CcepeauTHCs Oe3MocepeJHhO Ha BUBYCHHI JMHAMIKA MaTeMaTHYHUX OO€KTIB.

V xoni po6oTu Oys0 CTBOPEHO CIIeliaNi30BaHUH aIrOpUTM MOOYI0BH rpadiuHol CTPYKTYpH, 110 TIATPUMYE
JUHAMIYHY 3MiHY CTaHy KOKHOT KOMIpKH, 10 popMye 300paskeHHs, MaclITaly Ta MOJ0KEHHs 00’ €KTIB y IPOCTOPI.
AJTOPUTM peai3oBaH y BUNIIAL IPOTPaMHOTO MPOLYKTY, SKHI IPOTECTOBAHO Ta 3aisTHO y JOCIIHKCHHSIX.
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