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TexkcToBa uvactrHa KBajiikamiiHOi poOOTH Ha 3100YTTS OCBITHBOTO CTYIMEHS

OakanaBpa: 43 ctop., 1 Tabu., 16 puc., 10 mxepen.

Mema pobomu — cupolIeHHS peHACPIHTY Ta peaaryBaHHs 3D clieH 3a paxyHOK
BUKOPHUCTAHHS PEUTPEICIHTY.

06 ’exm docniddicenHs — IpolleC peHACPIHTY Ta peaaryBanns 3D ciieH.

IIpeomem Oocnioscenns — TporpaMHi 3acoOM peHAEPIHTY Ta penaryBaHHs 3D
CIIEH.

Kopomxuu 3micm pobomu: B poOOTI mNpoaHadi30BaHO 3aCTOCYHKH ISt
pPEHJCPIHTY Ta penaryBaHHS TPUBUMIPHOI CIIEHU, MIAKPECICHO iX CUJIBHI Ta claOKi
ctoponu. IlpoaHani3oBaHO TEXHOJOTIi AN TMPOBEACHHSA OMNepaliil peHAepiHry Ha
BijicokapTi. Po3p00iieHO anropuT™ poOOTH 3aCTOCYHKY JIJISl PEHEPIHTY Ta pelaryBaHHs
TpuBUMIpHUX cleH. [IpoBeneHo MaHyanbHE TeCTyBaHHS 3aCTOCYHKY. s po3poOku
Oys0 BHKOpUCTaHO MOBY mporpamyBaHHsi C++, TexHonorito OpenCL Ta rpadiuny
616moTexy SDL.

Cdepa BukopuctanHs 3acTOCYHKY - HaykoBi nociikeHHs 1 ocBiTa

KJIFOUOBI CJIOBA: PEHJEPIHI, PEUTPEUCIHI, 3D-OB’€KT, CLIEHA,
3ACTOCYHOK.
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BCTYII

AKTyaJbHICTh PO3pPOOKH 3aCTOCYHKY [UJIi PEHAEpPIHry Ta pelaryBaHHs
TPUBUMIPHHUX CIIeH MOBOIO0 C++ 3yMOBIIeHa 3pOCTalouuMu oTpedaMu B €(heKTUBHHUX Ta
BHUCOKOSIKICHUX IHCTpyMeHTax misg poOotu 3 3D-rpadikoro. CydacHi ramysi, Taki sK
apxiTeKTypHa Bi3yajizaiis, po3poOKa Bifeoirop, aHiMallis Ta BipTyaJlbHa PEalbHICTb,
BUMaraloTh  MOTY)KHUX pIIIEHb [JJII CTBOPEHHS  PEANTiCTUYHUX  300paKeHb.
BukopucranHs pelTpeiciHry M03BOJISI€E 3HAYHO IMMIJABUIIUMTH SKICTh Bi3yallizalii 3a
paxyHOK TOYHOT'O MOJICIIOBAHHS B3a€MO/Ii CBITJIA 3 00'€KTaMU CIICHH.

Po3poOka Takoro 3aCTOCYHKY € TaKOX BaXKJIMBOIO 3 TOYKM 30py HABYaHHS Ta
JOCITIKeHb, OCKIJIBKM HaJa€ CTyACHTaM 1 JOCIITHUKAM MOXJIMBICTH IOTJIMOJICHOTO
BUBUYEHHS aJNTOPUTMIB pPEHJIEPIHTY, ONTHUMI3alii BuKopucTaHHs pecypciB GPU Tta
CTBOpPEHHS  IHTEpakTUBHUX 1HTepdeiiciB. Ile copusie po3BUTKY  HABUYOK
OporpaMyBaHHs, PO3YMIHHS apXiTEeKTypd NPOrpaMHUX CHUCTEM Ta 3acTOCYBaHHS
CY4YaCHHMX TEXHOJIOT1H y MPAKTUYHUX IPOEKTaX.

O6’exTOM JOCHIIKEHHS € TIPOIIEC PeHACPIHTY Ta peaaryBaHHs 3D clieH.

[IpeameTom AOCHiPKEHHS € MPOTPaMHI 3ac00M pPEeHAEpIHTy Ta peaaryBaHHs 3D
CIIEH.

Meta poOoTH — CHpOILIEHHS peHAEpIHTY Ta peaaryBaHHs 3D cliieH 3a paxyHOK
BUKOPHCTAHHS PEUTPEHUCIHTY.

JIns  JOCSATHEHHS TOCTaBJICHOI METH B paMKaxX JIUILNIOMHOI pobotu Oyio
MOCTaBJICHO T4 BUKOHAHO HACTYIIHI 3aB/IaHHS:

1. IlpoBecTH aHami3 METOJIIB 3aCTOCYHKIB JJI PEHIIEPIHTY Ta penaryBaHHs 3D
CIIEH, B TOMY YHCJIl, OCOOJIMBOCTI BUKOPUCTAHHS PEUTPENUCIHTY.

2. IlpoBectu aHami3 Ta OOTpyHTYBaHHS BHOOpPY 3ac00IB pO3POOKU 3aCTOCYHKY
JUTSL peHIEpiHTY Ta peaaryBaHHs 3D crieHm.

3. BukonaTu MOZENIOBaHHS BHMOI JIO 3aCTOCYHKY [UIsl PEHIEpPIHTy Ta
penaryBanHs 3D cuenu.

4. IlpoBecTu NpOEKTYBaHHS apXITEKTYpH Ta iHTep(deicy KopucTyBaya.



5. Po3poOutu 3aCTOCYHOK JJI pEHACPIHTY Ta peaaryBanas 3D-ciieHn.

6. IlpoBecTu TecTyBaHHS 3aCTOCYHKY.

B pamkax [WIJIOMHOTO TPOEKTYy MPOAHATI30BAaHO 3aCTOCYHKH IS
PEHJIEpIHTy Ta pejaryBaHHsS TPUBHUMIPHOI CIIEHH, MIJKPECICHO iX CHJIbHI Ta CJIa0Ki
croponu. [IpoaHanizoBaHO TEXHOJIOTIl JJIsI MPOBEACHHS ONEpaliidi peHJepiHry Ha
BigeokapTi. Po3po0iieHo anroputM poOOTH 3aCTOCYHKY AJI PEHAEPIHTY Ta pearyBaHHs
TpUBUMIpHUX clieH. [IpoBeneHo MaHyallbHE TECTYBaHHS 3aCTOCYHKY.

Jis po3poOKM 3aCTOCYHKY OyJ0 BHKOpPHCTaHO MOBY mporpamyBanHs C+t,
610mioreky SDL ta Texnonorito OpenCL.

PoGota nmpodima anpoOamiro Ha  BceeykpaiHChKi  HAyKOBO-TEXHIYHIN
koH(pepeHnii «3acTOCyBaHHS TPOrpaMHOTO  3abe3redyeHHs B 1H(POPMAIIHO-
KOMYHIKaIiiHUX TexHojorisx” (24 kBitHs 2024p., M. Kuis, JlepxaBHUN yHIBEPCUTET
1H(pOpMaLIHHO-TEICKOMYHIKAIIIMHUX ~ TEXHOJIOTi). 3a  pe3yibraTamMu  ampoodarii

omy0IiKOBaHO Te3y aomnoBii [1].
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1 OI'JIAd TA AHAJII3 ICHYIOUYUX 3ACTOCYHKIB JIUIA PEHAEPIHIY
TA PEJIATYBAHHSA TPUBUMIPHOI CLIEHU

1.1 3aranbHa XapakTepucTHKAa TPUBUMIPHUX IPaivyHUX peJaKToOpiB

TpuBumipHi rpadiuHi pemakTopy — 1€ MporpamMu, IO JO3BOJISIOTH
KOpHCTyBauaM CTBOpIOBaTH, Moau(dikyBaTH Ta 306epiratu 3D-rpadiky Ha KoMIT'roTepl
JUTSL TIOAATBIIOTO BUKOPUCTAHHS.

[Ipomec poOOTH B TakuX pelakTopax 3a3BHYail BIOYBAETHCS Y TPU OCHOBHI
eramy. HalO1IpI1 9acOMICTKUN 1 CKJIAQHUM €TaIl — 1€ MOJCIIOBAHHS, ¢ 3 0a30BHX
3D 00'exTiB cKkianaeThCs MOBHOLIIHHA ciieHa. L1 enemMeHTn MoxHa MOIM(DIKyBaTH 3a
JOTIOMOTOI0  PI3HOMAHITHUX IHCTPYMEHTIB Ta KOMOIHYBaTM B OUIbII CKJaIHI
cTpykTypu. Ilicist MonentoBaHHS cleHa MOXKe OyTH NEperyisiHyTa 3 pi3HUX KYTIB 3a
JOTIOMOT'010 00EepTaHHA Ta MepeMIlIeHHsI KaMepHu. TakoX BCTaHOBIIIOIOTHCA JKepera
OCBITJICHHSI 1 KaMepu, Ui 30epeKeHHs IIKaBUX TOYOK JUIs Oorsiay cueHu. Jlns
KpaIIoro Opi€eHTYBaHHs B MPOCTOPI €KPaH MOXeE OyTH MOAUICHUHN Ha ACK1IbKa BIKOH:
BU/JI 3ropH, 300Ky, cepeny 1 3 Oyab-saKkoi 1Hmoi Touku. Koiu ciieHa rotoBa, HacTae
yac ii "0XUBJIEHHA" 3a IOMOMOI0K0 HAKJIaJIaHHS TEKCTYP.

[lin d4ac (¢i”anpbHOTO e€Tamy, pPeHIEpIHry, BiIOYBA€TbCS  CTBOPCHHS
300paXKeHHs, 3 ypaxyBaHHSIM BCIX TEKCTYp, CBITJIOBHX BIJIOJIMCKIB, TIHEH Ta 1HIIUX
Bi3yanbHUX e(dexTiB. Bukopuctanus 3D-penakTopiB He 0OMEXKY€EThCS CTBOPECHHSIM
CTaTUYHUX 300pa’KE€Hb; MOXKIJIMBE TAKOK aHIMyBaHHS 00'€KTIB CUEHU JJII CTBOPEHHS
aHiManiiaux ¢imeMiB. OkpiM Toro, 3D-pegakTopu BUKOPUCTOBYIOTHCS Y CTBOPEHHI
MIEPCOHAXIB JIJIS1 BIJIEOITOP.

Pennepinr - ne mnpouec neperBopeHHst 3D-mopeni, creHu abo o0'ekra y
JIBOBUMIpHE 300pa)kK€HHSI Ha €KpaHi, 3 ypaXyBaHHSM OCBITJICHHS, TEKCTYyp, TIHEH Ta
IHIIMX BI3yalIbHUX €(EeKTiB, 0 3a0e3neuye peasicTuYHe ad0 XyI0XKHE BIATBOPEHHS
CLIEHU Ha JIBOBUMIPHOMY 300pa’KE€HHI

Etan pennmepinry y TpuBUMIpHiH Tpadiii € KIOYOBUM KPOKOM Yy MPOIEC]

Bi3yanmizanii 3D-mozeneii 1 cien. el npoliec BKIItoUae NepeTBOPEHHST TPUBUMIPHUX
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MojeNeld y JBOBUMIpDHE 300paKEHHs, SKE MOXKHAa TEperjsigaTH Ha eKpaHi.
Icuye nBa ocHOBHI Buau peniaepinry: peittpeiicinr (Ray Tracing) ta pacrepizaiis
(Rasterization).

Peiitpeiicinr (Ray Tracing): Ileit MmeTon 3a0e3neduye BUCOKY SKICTh 300pakeHb
3a paxyHOK TOYHOTO MOJICTIOBAHHS B3aeMOJIl CBiTIa 1 Mmatepii. PeiTpeiicinr
00UMCIIIOE TUIAXU CBITJIOBUX TIPOMEHIB, sKI BiJIOMBaIOThCA BiJg 00'€KTIB abo
OPOXOJATh 4Yepe3 HHUX, IO J03BOJSIE TOYHO BIATBOPIOBATH TiHI, BIJOJHUCKH Ta
pedpaxiii.

Pacrepuzariis (Rasterization): IleperBoproe 3D mopneni y mikceni Ha €Kpadi,
3aCTOCOBYIOYM TEKCTYpH Ta IHII Bi3yalbHI edexkTH. Xoda pacTepuzallis MEHII
pecypcomicTKa HiXK peUTpeicCIHr, BOHA MOK€ OYyTH MEHII TOYHOK Y BiJTBOPEHHI
B3a€MO/IIi CBITJIA.

JloCDKeHHS OMYJISIPHUX 1 YCIIITHUX TPUBUMIPHUX T'padidyHUX PEIAKTOPIB €
BXJIMBUM €TarloM JJisi PO3YMIHHS KJIIOYOBUX (PYHKIIM, MEXaHIK Ta 1HCTPYMEHTIB,
AK1 BU3HAYAIOTh I[I0 KAaTErOpil0 MPOrpaMHOro 3abesnedeHHs. PosrisHeMo nekinbka
OCHOBHHUX aCIEKTIB, SIK1 4aCTO 3yCTPIYaIOThCS B TAKUX PEIAKTOPaX:

MonentoBanHsi: ba3oBuil KOMIOHEHT TPUBUMIPHUX PEJAKTOpIB, SKUN
JTIO3BOJISIE KOPUCTYyBauaM CTBOproBatu ckiagHi 3D o0'ektu 3 nmpumitubiB. Lle Moxe
BKJIFOYATH MAHIMYJSIIT 3 BepIIMHAMHU, peOpamMu Ta MOJIroHaMu A (GOpMyBaHHS
JNeTaJIbHUX MOJEIEH.

TexctypyBanns: Ilporec HakmaneHHs TekcTyp Ha 3D mozem s AOJaHHS
peaNliCTUYHOCTI Ta JeTali3allii MOBEepXOHb. TEKCTypH MOXYTh BKJIIOYATH KOJHOPH,
BI3EPYHKH Ta KapTKU HOpMaJieH, sIKi IMITYIOTh CKJIQIHICTh peabHUX MaTepialliB.

OcsiTienHs: BaxiuBuil acriekT, 110 BIUIMBA€ Ha 30BHIIMIHIN BUTJIA CUEHU Y
TPUBUMIPHUX peaakTopax. [[paBunbHE OCBITIEHHS MOKE 3HAYHO MIJACHIUTU Peajli3M
3D cuenu, BIATBOPIOIOYH Pi3HI aTMOC(EpHI ePeKTH, TiH1 Ta BIIOJIUCKH.

Amnimariis: barato TpuBUMIpHUX TpadiuHUX PEJAKTOPIB MAIOTh IHCTPYMEHTH
JUIsl aHiMmarlli 00'€KTIB Ta TMEPCOHAXIB, JO3BOJISIOYM iM PYXaTUCS Ta B3AEMOJISITH

BIJIMOBITHO /10 3a/IaHUX TPAEKTOPIM pyXy a00 CKEJIETHUX aHIMallii.
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Penpepinr: Ilpomec mnepeTBOpeHHS TPUBUMIPHOI CIEHH Yy (iHaNbHE
JIBOBUMIpHE 300paxkeHHs. Pemakropu NpONOHYIOTH pi3HI METOAM PEHAEPIHTY,
BKJIIOYAIOUN PEHTPEICIHT Ta pacTepu3allito, Ui JOCITHEHHS 0aXKaHOTO Bi3yaJIbHOTO
edeKTy.

[TpomoBxyrO4M aHalli3 CTAaHJAPTHUX IHCTPYMEHTIB Ta MOMJIMBOCTEH, BaXKJIUBO
3a3HAYUTH, IO PEAAKTOp 3JAaTHUH aJanTyBaTUCS A0 TNOTped KopHucTyBaya Ta
MPOMOHYE THYYKICTH Y  MepcoHami3amii  pobouoro  mporecy. (OCHOBHI
XapaKTePUCTHUKH, TaKl sIK iHTepdeic KopucTyBaya, MiATPUMKA IUIariHiB Ta 1HTErpalis
3 1HIIMMHU IHCTPYMEHTaMH, NOBHHHI OyTH ONTHMI30BaHi A €()EeKTHUBHOI pOOOTH.
AHani3 NonmyJaspHUX PEAAKTOPIB JOMOMOXKE BHU3HAUYMTH, sKi (PyHKLI] HailOimbIIe
IIHYIOThCS TIpodecioHalaMK Taidy3l Ta sIK BOHM MOXYTh OyTH BJIOCKOHAJICHI a0o

pO3IIKpeHi B MaitOyTHHOMY.

1.2 AHangiz (QyHKHiOHAJBHHUX MOKJIMBOCTEH TPUBUMIPHMX TrpadiuHux

PEAAKTOPIB 3 TOYKH 30PY 3a1a4i peHAepiHry

Autodesk 3ds Max (pucynok 1.1) € ogHuM 3 BIJOMHX MPOAYKTIB y cdepi
TPUBUMIPHOTO MOJICTIOBAHHS, aHIMAIlll Ta PEHIEPIHTY, SIKUM BIepIIe 3'IBUBCA Y
1996 poui. Moro mepsicui Bepcii Hamanu apxiTeKTopaM, pO3pOOHMKAM irop Ta
Bi3yaiizaTopaM TMOTY>KHUW HaOlp I1HCTPYMEHTIB /Ui CTBOpPEHHs aAeTambHuX 3D
Mojenen 1 ckinagHux aHiMmariid. Panuii 3ds Max OyB 0coOJIMBO BiJOMHUN CBOIM
IHTYITUBHMM 1HTepdelcoM Ta I[IUPOKHUMH MOXJIMBOCTSAMHU KacToMizaiii, 110
3a0e3reyyBajio KOPUCTYBauyaM THYYKICTh Yy peamisalii TBOPYUX MPOEKTIB.
3 PpO3BUTKOM TEXHOJOTIM 1 morped puHKy, 3ds Max 3HAYHO pPO3IMIMPUB CBOI
moskauBocTi. CydacHi Bepcii mporpaMu BKJIIOYAIOTh PO3MIMpeHi (QyHKmil s
cuMyJsii Gi3UKM, Taki K AMHAMIKA PIAUH 1 TKAHWH, MOKpAIIeHl IHCTPYMEHTH IS
peHepinry, Taki sk Arnold, sxuii 3a0e3neuye GoTopeanicTUUHy SKICTh 300paXEeHb.
3ds Max TakoX IHTErpyeTbcs 3 IHIIUMHU Ipoaykramu Autodesk, mo poOuTh ioro
HE3aMIHHUM IHCTPYMEHTOM Yy Oaratbox 00JacTsAX, BiJl aHIMaIli Ta BiJEOirop 10

apXIiTEeKTypHOI Bi3yasi3arlii.
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Blender (pucynok 1.2) € BiIKpuTUM mOporpamMHuUM 3abesnedeHHsM aias 3D
MOJICTTIOBAaHHS,  aHiMarllii, peHAEpiHTYy, TOCT-TPOJAKIIHY Ta  CTBOPCHHS
inTepakTuBHUX 3D 3acTocyHKiB, sike Bhepiue Oyino BumymieHo B 1998 pomi. Bin
cBoro 3acHyBaHHs Blender ctaB ocoOnnBO MOMynsipHUM Yy CHUTBHOTI HE3AJIEKHUX
pPO3pOOHUKIB Ta XYAOXKHHUKIB 3aBISIKM CBOIM  BIAKPUTOCTI, THYYKOCTI Ta
O€3KOIITOBHOCTI. 3aBASKH AaKTUBHOMY DO3BUTKY CILIbHOTOIO, Blender moctiitHO
OHOBJIIOETBCS Ta BIOCKOHATIOETHCS, BKJIIOYAOYM IHHOBAIlil, SKI pOOJATH HOTO
KOHKYPEHTOCTIPOMOXXHUM TOPIBHSIHO 3 KOMepHiHMMH aHamoramu. OcoOIUBICTIO
Blender € #ioro 3matnicTh 00'ennyBatn pizHomaHiTHI ¢yHKIiii 3D rpadiku B omHOMY
nmakeTi, IO OXOIIe Bci acmektd 3D malmmailHy — Big MOJCNIOBaHHS,
CKYJBITYPIHTY Ta PETOMOJIOTII IO CKJIQTHOI aHIMAIIii Ta CUMYJISIIIH.

3 mosBoro Bepcii Blender 2.8 Ta 1i 3HauHMX OHOBJIEHb Yy iHTepdeiici
KOpHCTyBaua, BBeJieHH] peanbHoi miarpuMku PBR (Physically Based Rendering) Ta

nokpaiieHoMy BopkQuioy, Blender crtaB mie Ouibll AOCTYMHHUM 1 3pYYHUM IS
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KOpHCTYBauiB ycix piBHIB. BiH 3a0e3mneuye miaTpUMKY pi3HUX PEHIEPIB, BKIOYAIOUH
Bnacauii  peraepep Cycles, saxuii 703BOJsIE  CTBOpIOBaTH  (OTOpPEATICTHYHI
300paxkeHHs. 3pocTtaHHsa mnomyssipHocTi Blender y mpodeciiiHomy cermeHTi
HAKPITUIIOETHCA MOr0 BUKOPUCTAHHSIM y BEJIMKUX KIHO- Ta aHIMALIWHUX MPOEKTax,
10 JEMOHCTPYE HOTO CHPOMOKHICTh BUKOHYBATH CKJIQJHI 3aBIaHHS Ha PiBHI 3
IHIyCTpiadIbHUMH CTaHJAApTaMHU. Moro mocTiiiHe BJOCKOHAJEHHS Ta aqanTaiis 1o
Cy4aCHUX TEXHOJIOTiH poOisaTh Blender omHuM 13 KIIFOUOBUX 1HCTPYMEHTIB Yy CBITI

1rdpoBoro AM3aifHy Ta aHiMarlii.

A% (Unsaved) - Blender 4.1 - O x

A File Edit Rende v He Layout
Add Object T2, Global ~
o =

User Perspective
(1) Collection | Cube

Cube

Transform

> Delta Transfor
> Relations

» Caollections

@~ Playback ~ Keying ~ View Marker 41 ¢4 4 b ré»l
= ; 3 7

ﬂ Preferences

Puc. 1.2 3niMok expany 3acTocyHKy «Blender
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LightWave 3D, po3po6nenuii kommnanieto NewTek, € omauM 3 KiacHIHHX
iHCTpyMeHTIB y cdepi 3D monenroBaHHs, aHIMalli Ta peHIEPIHTY, SKHI BIepiie
3'iBUBCA Ha pUHKY y 1990 pomi. Cnouatrky LightWave 3D BukopucTtoByBaBcs
MEePEBAXKHO MJIs TEJEBI3IMHOT TPOIYKIlii, ajJe 3 YacoM 3HAMIIOB 3aCTOCYBAaHHS Y
KIHOIHAYCTpii, peKjIaMi, apxiTeKTypi, Ta BIJAeoirpax, 3aBAsSKH CBOIM OaraTum
MO>KJIMBOCTSIM Ta THYYKOCTI.

3 mouatky cBoro icHyBaHHs, LightWave 3100yB MOMyNIspHICTH 3aBISKU
IHHOBAIIHHOMY MiAXOAYy 10 OOpOOKM BIJIEO Ta CTBOPEHHS CHEle]eKTIB. Woro
HAJ[3BUYAliHA TOTYXXHICTh B 00acTi aHIMaIlii 1 peHAEPIHTY J03BOJIMIIA CTBOPIOBATH
Bpakaloul Bi3yaJibHI €(eKTH, M0 YacTO BHUXOAWIM 32 PaMKH MOXJIHMBOCTEH
KOHKYPEHTHHUX MPOrpaM y Ti YacH.

3 pos3ButkoMm mporpamu, LightWave 3D BBIB 3Ha4HI OHOBJICHHS, TakKi SIK
MoKpaleHui iHTepdeiic KkopucTyBada, 10 CTaB OLIBII IHTYITUBHUM Ta AOCTYITHUM
JUIT HOBAuKiB, a TaKOX IHTETpallil0 HOBITHIX TEXHOJIOTIH pEeHJEpIHTy, 10
3a0e3neymu e OUIbII peanicTU4Hi 300pakeHHs. [Iporpama Takox posmupuia cBoi
MOXJIMBOCTI y cdepl AMHAMIYHUX CHUMYJIAIIN, 3a0e3leuyroud KOpHUCTyBadam
THCTPYMEHTH JIJIsl CTBOPEHHSI CKJIATHUX aHIMAIIHHUX CLICH.

LightWave 3D npoioBxxye OyTH Ba)KJIUBUM 1HCTPYMEHTOM JIJIs1 TpodheCcioHalliB
y cdepi Bi3yanbHUX e(eKTiB, 0COOJMBO 3aBASKU CBOiM 3JaTHOCTI 00'€HYBaTH
MOTYXHI 1THCTPYMEHTH MOJCIIOBAHHS Ta aHIMaIlii 3 eEeKTUBHUMH PIMICHHSAMU IS
pennepinry. Moro BHKOPHCTAaHHS y BEIMKOMACIITAOHHX IPOCKTAX Ta HE3MiHHA
HOMYJISIPHICTG Y CHUIBHOTI XYAOXKHHKIB CBITYUTH MpPO CTAOUIbHE CTAHOBUIIE
LightWave six ipo ognoro 3 minepiB y cdepi 3D rpadiku.

[IpoananizyBaBUIM JaHl 3aCTOCYHKM MOYKHA [IATH BHUCHOBKY IIO CydYacHi
TPUBUMIPHI PEeIaKTOpu Oararo(yHKIOHATBHI: 3 X JOMOMOTOI0 MOXHAa HE JIUIIE
penaryBaTH CLIEHH, a 1 CTBOPIOBATH MOJIEJIl, aHIMallii, 1HO/II HaBITh e(PEKTH.

[Ipore Taka miaTpUMKa OaratboX (QYHKUIA BHKOPUCTOBYE MOTYKHICTh
wiatopmMu Ha SKIM 3aMylIeHO 3aCTOCYHOK, IO HE J103BOJISIE BUAUIUTH aOCOJIOTHO

BCl pecypcu JUlsl CaMOro PEHAEPIHry Ta 3alBe YCKJIAJHIOE HOro ajJropuTM AJis
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miATPUMKH 1HIMX QyHKIIH. B Tabmuui 1.1 HaBeneHo 3BeneHI pe3ysbTaTH aHANI3y

PO3IIIIHYTUX TPUBUMIPHUX PEIAKTOPIB.

Taomung 1.1
[TopiBHSHHS 1CHYIOUMX TPUBUMIPHUX PEAAKTOPIB
BnactuocTi 3Ds Max Blender LightWave RTracer
3D
Penarysanns cuenu + + + +
[TigTpuMka pizHHUX + - + +
BU/I1B OCBITJIEHHS
[IpocTa y BUKOpHCTaHHI | - - + +
Pennepinr 3 + - + +
peaNTiCTUIHAM
OCBITJICHHSIM 32
JIOTIOMOT 010
peUTpenciHry
Bucoka mBHAKICTB - - - +
pEeHIIEpIHTY B
peasbHOMY Yaci mpu
00MEeXKEHUX pecypcax
[Tnardopma Windows Windows Windows Windows
OS X OS X Linux

Linux

1.3 Anani3 Ta o0rpyHTYBaHHS BHOOPY 32C00iB pPO3POOKH MPOEKTY

Jlist po3poOKku mpoekTy, mo BukopuctoBye pecypcu GPU mis oGuucieHHs

rpadiku, HEOOX1THO BUOpATH TEXHOJIOTIIO, SIKa JT03BOJUTH BUKOHYBATH MPOTPAMHUIMA
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KOJ Ha BIJIEOKapTi Ta NepeJaBaTd TyIAW JdaHi. 3a3BUYail JUIsl pacTpoBOi rpadiku
BukopuctoByioTb APl OpenGL, DirectX a6o Vulkan. Opnak y Bumaaky
peUTpelciHry HEOOXiJaHI 1HIN 3aco0u, SKI JO3BOJISIOTH BUKOHYBaTH OLIBIII
PI3HOMaHITHUNA KO Ha B1JIEOKapTI.

CUDA (Compute Unified Device Architecture) — mnapasenbHa
obuncioBaibHa margopma ta nporpamaa mojaenb Big NVIDIA, mo BukopucroBye
notyxHictb rpadpiunux nporecopiB (GPU). Bona mintpumye moBu C++, Python,
Java Ta iH111, 3a0€3Meuyroun MaCUBHO-TIapajieabHl 00YMCIICHHS.

IlepeBaru:

e Bucoka npoayKTUBHICTb 1 €(EKTHUBHICTb.

e Onrumizanis mig apxitektypy GPU NVIDIA.

e [Ilupoxuii HaGip IHCTPYMEHTIB JJIs1 PO3POOKH.

e [ligTprMKa MalIMHHOTO HABYaHHS Ta IITYYHOTO 1HTEJIEKTY.

Henouikm:

e Oowmexena cymicHicTs auiie 3 GPU Big NVIDIA.
e 3ayie)KHICTh BiJl OHOTO BEHJI0pA.
e Bucoka cknagHiCTh po3poOKH.

OpenCL (Open Computing Language) — BIAKpUTUH CTaHgapT s
nporpamMyBaHHs Ha reTeporeHHux miatdopmax, Bkimouvaroun CPU, GPU, DSP ta
FPGA. Po3pobnennit min erimoto Khronos Group, BiH 3abesneuye mnapajneibHe
BHUKOHAHHS 3aJ1ay.

IlepeBarmu:

Kpoc-miardopmeHHICTS.

['Hy4KiCTb 1 BIAKPUTICTb.

[TinTprMKa IIMPOKOTrO CIEKTPY OOUMCITIOBAILHUX 3a/1a4.

HenoJiku:

HenocTiiiHa npoayKTUBHICTh MIXK IJIaTHOpMamu.

CknagHiCcTh PO3pOOKH 1 ONTHUMI3aITii.

BiacyTtHicTh cTanmapTu3anii miarpuMKe 00J1aTHaHHS.
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DirectX Compute Shader — wactuna DirectX API Bigx Microsoft mis
mporpamMyBaHHs 3arajibHONpu3HadeHuX oOuuciaenb Ha GPU B pamkax DirectX 11 1
HOBIIIIUX BEPCiil.

IlepeBaru:

[aTerpariis 3 ekocucremoro DirectX.

[TinTpumka 3 60ky Microsoft.

OnTuMizartis mij anapatHy apxitekrypy Windows.

Henoaiku:

[InardopmHa 3a51€XKHICTD.

OOMmerxeHa THYUKICTb.

3anexHicTh Bija Bepciit DirectX.

Vulkan Compute Shader — cywacuwuii rpadiunuii Ta obuncmoBagbHuil API
Bi1 Khronos Group, 1110 Hajia€ BUCOKHI PIBEHb KOHTPOJIIO HAJl PECypCaMH.

IepeBaru:

Kpoc-mnarpopmeHHICTb.

HusbpkopiBHEBHIA KOHTPOJIb T4 BUCOKA MPOAYKTHBHICTb.

MonepHi3anis Ta mATpUMKa 3 O0OKY CIUIBHOTH.

Henoaiku:

Bucoxka ckinaaHicTh po3poOKH.

binpiii BUMOTH 10 pecypciB /Uil HABYaHHS.

3aeXXHICTh BiJ SIKOCTI peaizaillii JpaiBepis.

Orxe, mis Hanucanns koxy Ha GPU Oyno BuOGpano Ttexnomoriro OpenCL,
OCKITBKM BOHA TIpaIloe Ha OaratboxX MmiaTdhopmax Ta 3 PI3HUMH BUPOOHUKAMH

BizieokapT (Nvidia Ta AMD), a TakoX € BIJIHOCHO IIPOCTOXO JJIsl OTTaHYBaHHS.

BuCHOBKM /10 epmioro po3aiiy

[epmunit po3aisn TOCHIHPKEHHS MIAKPEeCTUB (pyHAaMEeHTaIbHI aClieKTH Ta eTanu
po6OTH 3 TPUBUMIPHUMH TpadiyHUMH PEIAKTOPaMHU, 10 BKIIOYAIOTh MOJICIIOBAHHS,

TeKCTypyBaHHS, OCBITJICHHs, aHIMallll0 Ta PEHJEpPIHr. AHali3 Cy4aCHHX
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TPUBUMIPHUX peAakTopiB, Takux sk 3ds Max, Blender ta LightWave 3D, mokasas
iXHIO CHpPOMOXHICTh aJanTyBaTHCS [0 PI3HOMAHITHUX BUMOT KOPHUCTYBAauyiB,
HAJIAI0YM MOTYXKHI IHCTPYMEHTH JIJIs peaiizailii CKJIaJHUX Bi3yaJlbHUX MPOEKTIB, IO
IpU OMY 1 CTBOPIOE HEAOMIK: HEAOCTATHBO €(EKTUBHY POOOTY PEHIEPIHTY CLIEHU
yepe3 HeOOX1AHICTh MIATPUMKH 1HIIUX MOXKJIMBOCTEN PEAaKTOPY.

3'sicyBasiocs, 10 HEOOXIIHICTh Y BUCOKOSIKICHOMY PEHJIEPIHTY, SIKUH 3JaTeH
e(EeKTHBHO BUKOPUCTOBYBATH PECYPCH Cy4YacHOI OOYMCIIOBAILHOI TEXHIKH, €
kputnuHow. lle BigkpuBae mOTEHINAN I PO3pOOKM HOBHX 3aco0iB y cdepi
peHepiHTy, sIKi MOTJM O MOKPAIIMTH IIBHUJIKICTh Ta SAKICTHh Bizyamizamii 3D creH.
Oco011Be 3HaU€HHS Ma€ PO3BUTOK Ta ONTUMI3ALlisl pEUTPENCIHTY, SIKUN € TIPEIMETOM
JlaHO1 poOOTH.

PosrnsHyBIIM iCHYIOUl pIIIEHHS, MOXKHAa CTBEpIPKYyBaTH, IO 1HAycTpis 3D
rpadikd 3HAXOAUTHCA B CTaHI IMOCTIMHOTO PO3BUTKY, 1 € 3HAYHMM MPOCTIp s
iHHOBarii. Taki 1HHOBaIli MOXYTh BKJIOYATH PO3pPOOKY  CIIeIiagi30BaHOro
IPOrpaMHOTro 3a0€3MeUeHHs, 30PIEHTOBAHOTO HAa ONTHMI3allil0 PEHAEPIHTY, 1110 CTaHe
peaMETOM MOAAIBIIOT0 AOCIIKEHHS Y HACTYITHUX PO3/IIJIax Ii€i poOOTH.

Takox mnsa BukoHaHHs1 kogy Ha GPU Oyno BubGpano texuosorito OpenCL y

3B'A3KY 3 O0aratoriaTOpPMEHHICTIO Ta BIJHOCHOIO MTPOCTOTOIO pOOOTH.
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2 ITPOEKTYBAHHSA 3ACTOCYHKY JUIA PEHAEPIHT'Y TA
PEJATYBAHHSA TPUBUMIPHOI CLIEHU

2.1 MopaesiroBaHHSI BUMOT /10 IPOTPAMHOI0 3a0e31e4eHHs

Penakrtop TpuBUMIpHHUX CHEeH Mae OyTH JOCUTh MIBHAKHUM Ta JaBaTu
MOXJIMBICTh KOPHUCTYBauy B3a€EMOJISATH 31 CIEHOK. 3BakKaloyu Ha 1ie OyJo
pPO3pO0ICHO BUMOTH JI0 TIPOTPAMHOTO 3a0€3MeUeHHS:

@OyHKIIOHATbHI BUMOTH OMUCYIOTh KOHKPETHI (DYHKIIIi, SIKI CHCTEMa MOBUHHA
BUKOHYBATHU:

1. MoxnuBicTbs peHaepinry 3D ciieH 3a JOOMOToI0 peUTpeiciHry.

2. JlogaBaHHS Ta BUJAJICHHS 00’ €KTIB.

3. YmpaBiiHHS KaMeporo.

4. Tlintpumka iMmnopty 3D-Mozeneit Ta eKCopTy CTBOPEHUX CLEH.

5. HamamryBaHHsI OCBITJICHHS.

HedyHkiionanibHi BUMOTHM BH3HAYalOTh aTpUOyTH SIKOCTi, SIKI CHCTEMa
MOBUHHA MaTH, 1100 OyTH €(h)eKTUBHOO, HAJIHHOIO Ta 3pDYYHOIO Y BUKOPUCTAHHI:

1. Bucoka mBUIKICTh PEHAEPIHTY B peaibHOMY 4aci - He MeHie Hixk 30 FPS.

2. MoxmnuBicTe poOOTH Ti yNpaBiIiHHAM omepaniiHux cucreMm Windows ta

Linux.
3. CyMicHICTb 3 BifleOKapTaMH BiJl PI3HUX BUPOOHHKIB Ta MiIATPUMKY PI3HHX
API, 30xpema Nvidia Ta AMD.

4. OnrtumizoBaHa po0OTa 3 1am’sITTIO, 30KpeMa TaM’SITTIO BiJICOKapTH.

Jliarpama BapiaHTIB BHUKOPUCTAaHHS UIIOCTPYE OCHOBHI B3a€EMOJIT MIX
KOPUCTYBa4aMH Ta CUCTEMOIO, MIJKPECToun (yHKIIIOHAIbHI BUMOTH. Takox BOHA
BUKOPUCTOBYETHCS SIK JIOBIIHUK JJIsi 3pO3YMIHHS OCHOBHOTO TOTOKY oOmepariil y

cucTeMi. 3araJbHUil BUTJIS JlarpaMu BapiaHTIB MPEACTABICHO HA PUCYHKY 2.1.
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Imnopt 3D mogeni

3MiHa KONbOpY Ta IKTEHCMEHOCTI
OCEITNEHHA

IMAIOPT CLEHM 4

IopasanHA 3D mogeni abo chepun

ExcnopT cueHu 7 !
KopucTyeau

BuoanenHA 3D mogeni ado cibepu
HanawrysaHHAa oCBITNeHHA f /

[NepeMilyeHHA Ta NoEopoT o0'exTy
BWKOHATW pEHOEpiHT / ’ -

!
Zzinclude==
.F', ~
fr 7
#,

. ) - 3miHa koneopy o'erTy
PenarysaHHs cueHn = -==Include==

MepecyHyTH afo NOBEPHYTH Kamepy

Puc. 2.1 Jliarpama BapiaHTiB BUKOPUCTAHHS

2.2 IIpoekTyBaHHS apXiTeKTypH

Apxitektypa penaepunr-naimiaiiny (Rendering Pipeline) € cTtpykTypoBaHOIO
MOCJTIOBHICTIO €TamiB, 4epe3 sAKI MPOXOAATh JaHl JUIsi CTBOPEHHS 300pa)K€HHS 3
TpUBUMIpPHOT creHHM. Bona € ocHOBOIO OUIbIIOCTI TpadiyHUX JBUXKKIB 1
BUKOPHUCTOBY€ETbCA il mepeTBopeHHss 3D-moneneit y 2D-300paskeHHs, AKI MU
O0aurmMo Ha ekpaHi. BoHa 3a0e3nedye nociiioBHe abo MmapajieibHe BUKOHAHHS PSY
etamiB (CTajiif), e KOXEH eTal BUKOHYe CBOIO creuu@piuny 3amady. Lleit migxin
JIO3BOJIAE MIJABUIIUTA MPOAYKTUBHICTh Ta €(EKTUBHICTH OOPOOKH, PO3MOAUISIOUN
HABAHTAKEHHS MK PI3HUMH KOMIIOHEHTAMH CHUCTEMH.

Apxitektypa Pipeline ckiagaeTbes 3 KUIBKOX KIIOYOBHX €TaIliB, KOXKEH 3 SIKUX
BI/IMOBIa€ 3a 0OpOOKY PI3HMX acCIEeKTiB 3aCTOCYHKY. B KOHTEKCTI peHJEpIHTY 3a

PaxyHOK peHTpeiciHIy MOKHA OMKCATH Taki eTanu apxitekTypu Pipeline:



23
1. 3aBaHTa)K€HHS JaHUX.
2. OO6pobKka crieH!, OHOBJIEHHS MICII€3HAXOPKEHHS Ta TOBOPOTY 00’ €KTIB.
3. Ilepenava naHux CIEHU Yy MaM ATh B1ICOKAPTH.
4. TpacyBaHHS POMEHIB.
5. Ieminr.
6. BuBeneHHs Ha €KpaH.

[lepeBaru apxitektypu Pipeline:

e Koxen eran Pipeline MoxxHa po3po0isTH Ta ONTUMI3YBaTH K OKPEMHI
MOJYJIb, 1110 TOJIETIIYE OOCTYTrOBYBaHHS Ta PO3IIUPEHHS CUCTEMHU.

e Jlesxi eramu MOXXyThb BUKOHYBATHCS MapajieibHO, II0 MOXE MIIBUIIUTU
MPOTYKTUBHICTb.

e Apxitektypa Pipeline no3Boisiie Jerko aogaBaTd HOBI eranu  abo
3MIHIOBaTH ICHYIOU1 6€3 3HaUHMX 3MIH Yy BCii cuctemi.

e Bucoka npoayKTHBHICT: 3aBASKH PO3MOALTY OOpOOKH Ha KijbKa €TariB,
cucteMa Moke €(EeKTMBHO BHKOPHCTOBYBATH PECYpCH, Taki sK OararosiepHi
nporecopu Ta GPU.

Apxitektypa Pipeline € edexktuBHuM minxomoMm a0 penaepinry 3D-cuenw,
3a0€3Meuylourd BHUCOKY MPOAYKTHUBHICTh Ta THYYKICTh CUCTeMHU. BoHa no3BOIIsIE
PO3MOJUISATA HAaBaHTAXXEHHSI MK PI3HUMH KOMIIOHEHTAMH Ta CIPOIILy€E pO3pOOKy Ta
00CIIyroByBaHHs cuctemu. Jliarpama mOCHIIOBHOCTI, IO BijoOpaxkae pobOoTy

CHUCTEMH Y BIAMOBITHOCTI JI0 apXITeKTypH Pipeline, HaBeneHa Ha pUCYHKY 2.2
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InputSubsystem

SceneSubsystem

GPUComputing
Subsystem

HatucHy ™M kHOoNKy
CTeOpHTH ob'erT"

! T
i i i
i i i
i i i
| i i
¢ CTeOpuUTH OG'ekT “ |
| g m |
i i i i
i i i i i
| | | OHOBMTH CLIEHY “ “
i i 1 i i
i i i i
i i i
i | s
m m BinpeHnepuT CLUEHY B TRECTYDY
! ! T " Bigpenaeputy BCio
i i i L I
“ “ “ CLIEHY ¥ BIKHO - Hictat gaHi
m m m ' Npo KHOMEKX
i i i i T -
i i i i i
m m m m e
“ ! ! ! MoBEpHYTH EHOMEK
i i i i
i i i i
i i i i
i i i i
i i i i
m m BigoSpazuti
i ] EiKHD
P Moxaza™ KopWUCTYEadY EBigpeHaepery cueHy Ta Ul

SDLWindow
Subsystem

UlSubsystem

Puc. 2.2 Jliarpama mociiiIoBHOCTI pOOOTH 3aCTOCYHKY IPU CTBOPEHHI 00’ €KTY Ha

CIIEH1
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2.3 IIpoexTyBaHHs iHTEepdeiicy KopucTyBaya

2.3.1 Bumoru 1o inTepdeiicy kopuctyBada

[lepen mOYAaTKOM TMPOEKTYBAaHHA HEOOXITHO BU3HAYUTH BUMOTU [0
iHTEepdeicy, sSKi BpaxoBYIOTh MOTPEOM IUTHOBOT ayaUTOpPii Ta crnenudiky MpPOeKTy.
OCHOBHI BUMOTH BKJIIOUAIOTh:

e [utepdeiic mae OyTH 3pO3yMIIUM AJIsE KOPUCTYBaya 3 MEPIIOro MOTJsIaYy,
0e3 moTpedu y TpUBaJIOMY HaBUaHHI aHAJIOTIYHO JI0 iHTEpQEiCiB
Blender 1 LightWave 3D, siki Bi;joM1 CBO€IO 3pYUHICTIO JIJIsl TOYATKIBIIIB.

e VYci enemeHTH 1HTep(eiicy MOBUHHI PO3TAIIOBYBAaTHCS TaKUM YHHOM,
1100 KOpPHUCTYBay JIETKO MIT 3HAWTH MOTPiOH1 PyHKuii, sk y 3ds Max, ne
iHTepdeiic M03BOMsE MIBUAKO OPIEHTYBATHUCS 3aBISKU 3PO3YMIIOMY
PO3TAalllyBaHHIO IHCTPYMEHTIB.

e OcHOBHI (yHKIIi Ta IHCTPYMEHTH TOBHHHI OyTH JIETKO JOCTYITHHUMH,
00 MiHIMI3yBaTH 4ac, HEOOX1THUM Ha 1X MOIIYK.

e [uTepdeiic NOBUHEH MaTH IHTEPAKTUBHI €I€MEHTH, TEKCTOBI1 MOJI 1
KHOIIKH, SIK1 JO3BOJISIIOTH JIETKO HAJAIITOBYBAaTH MapaMeTpH, SK 1€
peanizoBano B Blender.

e [uTepdeiic TOBUHEH NIATPUMYBATH BUKOPUCTAHHS TapsiunXx KIaBill JIst
IIBUIKOTO JOCTYITY /10 GYHKIIIN, K 11e peanizoBano B Blender, ne rapsui
KJIaBIIIl 3HAYHO MPUCKOPIOIOTH POOOTY.

e [utepdeiic moBUHEH OYTH Bi3yallbHO MPUBAOIMBUM 1 KOHCUCTEHTHHUM,
BUKOPUCTOBYIOYH OJTHAKOBI CTHJII, KOJHOPH 1 IIPU(PTH JIJIs1 BCIX

€JIEMEHTIB, 5K 11e peanizoBaHo B LightWave 3D.

2.3.2 Komnonentu inrepdeiicy
[nTepdeiic kopucTyBaya NOBUHEH BKJIIOYATH TaKi OCHOBHI KOMIIOHEHTHU:
e Halip enementiB iHTep(deiiCy MOBHUHEH MICTUTH IHCTPYMEHTH IS
penaryBaHHs Ta HamamTyBaHHd 3D cueH. IHcTpymMeHnTd s

nepemilieHHs: 00'€KTiB MOBUHHI OyTH pO3TalllOBaHI B OKpeMIW MaHedl,
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JOCTYIHIA KOpHCTyBauy, moaiono mo Blender, me 1mi iHCTpymMeHTH

3HAaXOJAThCA 3 JIIBOrOo OOKy iHTepdeicy. [HTepakTMBHI KHONKH ISt

BUKOHAHHS Ollepalliid, TAKUX SIK IMIIOPT MOJieieH, J0/JaBaHHsI/BUaJICHHS

00'eKTiB, MOBUHHI OyTH IHTYITUBHO 3pO3yMIUIMMU Ta JIETKO JOCTYITHUMH.

e IlenTpanpHa ywacTuHa iHTepdeiicy mpuszHaueHa s BigoOpaxeHHs 3D

cueHd. BoHa moBuHHa 3a0e3Me4yBaTH MOKJIMBICTh B3a€EMOJIIT 3 CIICHOIO

(moBepTaHHS, TEpPEMIINICHHS) 3a JOIMOMOIOK MHUIIl Ta KIaBiaTypH,
ananorigdo jgo LightWave 3D.

o [lanenp BIacTUBOCTEN MOBUHHA BiAOOpakaTy BC1 MapamMeTpu BUOPAHOTO

o0'exTa (1o3ullisi, MaTepiain) 1 TO3BOJSTH iX 3MiHIOBATH, sk y Blender.

[HTepakTUBHI TEKCTOBI MO 3a0e3MeuyloTh TOYHE HajlallTyBaHHS

napameTpiB 00'€KTIB, 10 € 0COOIUBO 3py4yHUM y 3ds Max.

2.3.3 Makert inTepdeicy

Makert iHTepdeiicy KOopucTyBauya MOBUHEH OyTH OpraHi30BaHUM TaKUM YHMHOM,
mo0 3a0e3neuyuTy JIOTIYHMM 1 3pY4YHMHA JOCTYH [0 BCIX HEOOXITHUX (PYHKIIIH.
OCHOBHI TPHUHIMIIM TPOEKTYBAaHHA MAaKETy BKIIOYAIOTh TPYIMYBaHHS CXOXHX
€JIEMEHTIB Pa30M JJisi 3pYYHOCTI BHUKOPUCTAHHS, BIJICYTHICTh 3alBUX E€JIEMEHTIB 1
CKJIAQJHUX KOHCTPYKLIM, 100 He TMepeBaHTaXyBaTH IHTEpdehc, a TaKoX

BUKOPUCTAaHHA OJHAKOBUX CTHIIIB, KOJIbOPIB 1 MIPU(PTIB /1JIs BCIX €JIEMEHTIB.

[aTepdeiic po3pobneHuit 3 ypaxyBaHHSIM NOTPeO 1 TOCBIy KOPUCTYBayiB, K1
npaiforoTh 3 3D monentoBanHaM 1 penaepurroM. UX (user experience) KOpucTyBada
BKJIIOYAE IEKIJIbKA KJIIFOYOBUX ACIIEKTIB:

e KopucryBaui MOXyTh JIETKO OpIEHTYBATHCS B 1HTepdeicl 3aBAsSKU
JIOTIYHOMY PO3TalllyBaHHIO IHCTPYMEHTIB Ta QyHKIlIA. HoBauku MOXyTh
MIBUIKO OCBOiTH 0a30B1 omeparii 0e3 HE0OXITHOCTI TPUBAJIOTO
HaBYaHHs, 110 POOUTH 1HTEpdENC JOCTYITHUM ISl IIUPOKOT ayIUTOPI.

e OCHOBHI IHCTPYMEHTH JUIsl pelaryBaHHs Ta HajamTyBaHHA 3D cieHu

po3TanioBaHi y BUAUMINA Ta MOCTYIHIM 30HI 1HTepdericy. Lle no3Bose
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npodecioHasiaM IBUIKO BUKOHYBAaTH CBOI 3aBJIaHHS, MIHIMI3YIOUU 4ac
Ha TMOUIYK HEOOX1THUX (QYHKIIIH.

e IlenTpanrHa dacTuHa iHTepdelcy BiaBeACHA i BIJOOpaKCHHS Ta
B3aemozito 3 3D crenoro. KopuctyBadi MOXyTh JIErKO MaHiMyJHOBaTU
o0'ektamu (0OepTaTH, MaciiTabyBaTH, MEPEMIIIyBaTH) 3a JOMOMOIOIO
MUIIII Ta KjaBiaTypu, 1o 3a0e3reuye BHUCOKUN PIBEHb KOHTPOJIO Ta
TOYHOCTI.

e [HTepakTHUBHI €JEMEHTH, TaKl K CIaWepH, TEKCTOBI TMOJIS Ta KHOIKH,
J03BOJISIIOTH JIETKO HAJIAIITOBYBATH MapamMeTpu. BUKOpUCTaHHS rapsiaux
KJIaBII IS IIBUAKOTO JOCTYIy 10 (YHKIM 3HAYHO MPUCKOPIOE
poOounii mporec, U0 € 0COOIUBO KOPUCHUM JIJIsI MPOQECIOHATIIB.

Ha pucynky 2.3 wmoxxkHa mno0OauuTu MakeT I1HTepdehcy 3acTOCYHKY 3

ypaxyBaHHSM BUMOT JI0 iHTep(eiCy KOpUCTyBaya.

Spawn Sphere

Spawn Mesh

Destroy chosen object

Object Location

Object Color

Object Reflection

Recursion number
4

Spawn Light

Prev Light I Next Light

Light Location

Light Color

Light intensity

Destroy chosen light

Puc. 2.3 Maker inTepdeiicy 3aCTOCYHKY
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BucHoBKH 10 Apyroro po3aiiy

VY apyromy po3auii poOoTH Oyio po3rIIIHYTO MPOEKTYBAaHHS 3aCTOCYHKY JJIs
pPEHCPIHTY Ta peJaryBaHHs TPUBUMIPHHX CIleH. B mepury uepry, BU3Ha4€HO BUMOTH
JI0 TIPOrpaMHOTro 3a0e3MeueHHs, 30kpemMa GyHKI[IOHAIbHI Ta He(PYHKII1IOHAJIbHI
BUMOTH. Bysi0 BCTaHOBIEHO, IO JIsl YCIIIIHOTO BUKOHAHHS 3aBJIaHb 3aCTOCYHKY
HEOOX1THO 3a0€3MEeYNTH BUCOKY IBUAKICTh PEHACPIHTY B peaJbHOMY Yacl Ta
CYMICHICTb 3 PI3HUMH ONIEepaIliiHUMHU CUCTEMaMH Ta BiJICOKapTaMHu.

[IpoekTyBaHHs apXITEKTypH 3aCTOCYHKY 0a3y€eThCsl Ha KOHLETILIT peHIePIHT-
naimaitny (Rendering Pipeline), mo 103Bossie eheKTHBHO PO3MOALISATH
HaBaHTAXXEHHS MK PI3HUMH eTanaMu o0poOku ganux. Llei miaxin 3ade3neuye
BHUCOKY IIPOJTyKTUBHICTh Ta THYYKICTh CUCTEMHU, JO3BOJITIOUH JIETKO J10JaBaTH HOBI
eTanu abo 3MIHIOBATH 1CHYIOU1 0€3 3HAUHHMX 3MIH Y BCI1M CUCTEMI.

Oco6nuBa yBara npujijeHa MpoeKTyBaHHIO IHTepdelcy KopucTyBaya, e 0yso
BpPaxoBaHO MOTPeOH IITLOBOI ayauTopii Ta crienudiky npoekrty. [nrepdeiic
KOpPHCTYBaua BKJIIOYA€E KiJTbKa OCHOBHUX KOMITOHEHTIB: IHCTPYMEHTH ISt
penaryBaHHs Ta HajamrtyBaHHs 3D clieH, IeHTpaJIbHY YaCTHHY TSI BiOOpaKeHHS
3D crenu, Ta maHesNb BJIACTUBOCTEN ISl HAJAITyBaHHS MapaMeTpiB 00'€KTIB.
Bumoru 10 iHTepdeiicy BKIOYaI0Th IHTYITUBHY 3p03YMUIICTh, JIOTIYHY CTPYKTYPY
pO3TaIlyBaHHS €JIEMEHTIB, JIETKOJOCTYITHICTh OCHOBHUX (DYHKIIiH, IHTEPaKTUBHICTD,
NIATPUMKY rapsuux KJIaBill Ta Bi3yaJlbHy PUBAOIUBICTb.

3aBAsSKU JETATHPHOMY OTPAIFOBAHHIO KOMIIOHEHTIB 1HTEpQEiCcy Baamocs
CTBOPUTH MAaKET, 10 3a0e3Meyye JOTTYHUHN 1 3pYyYHHUI TOCTYH 10 BCiX HEOOX1THUX
¢bysK1iiH. OCHOBHI MPUHITAIIN MTPOCKTYBaHHS MaKeTy BKIIFOYAIOTh TPYITyBaHHS
CXOXUX €JIEMEHTIB, BIJICYTHICTh 3aiiBUX €JIEMEHTIB Ta CKJIQIHUX KOHCTPYKIIiH, a

TaKOK BUKOPUCTAHHS OJJHAKOBUX CTHJIIB, KOJIbOPIB 1 IPU(TIB.



29
3. PO3POBKA 3ACTOCYHKY

3.1 CTBopeHHs BiKHA 3aCTOCYHKY

CtBOpeHHSI BIKHA 3aCTOCYHKY € IMEpIIMM KPOKOM Yy po3poOIl rpadigHoro
iaTepdeiicy. s uporo ctBopeno kiac USDLWindowSubsystem.

Jlns cTBOopeHHsI BikHa BUKopucTaHo 0i6mioreky SDL (Simple DirectMedia
Layer), korpa miaTpumye Oarato TuratopMm Ta JI0O3BOJIIE  CTBOPIOBATH
mynbpTUIUIaTGOpMeHHI 3acTocyHkd. SDL Hamae mpoctTi Ta epeKkTHBHI 3acodu is
CTBOPEHHS BIKHA Ta JI0JIaBaHHS B HbOT'O €JICMEHTIB.

Jlisg cTBOpeHHs BikHA MOTpiOHO iHimiamizyBatu SDL 3a gomomororo ¢yHKIii
SDL _Init. [{e Bxirouae iHimiami3aIio OCHOBHUX MijgicucteM SDL, Takux sik Bijieo Ta
nozii. Y pasi yCHilHO1 1Hiliam3anii NoTpiOHO CTBOPUTH BIKHO, 3a/1aTH HOTO PoO3Mip,
NO3UIII0 Ta IapaMeTpu, HANpHUKJIaJ MOBHOCKPAHHUN PEXHUM, 3 YUM JIOTIOMOXKE
¢dbyukiis SDL_CreateWindow

Jlis Toro mo0 MaTu MOKJIMBICTH BiAOOpa)kaTH TpadidyHi €IeMEHTH Y BIKHI,
HEOOX1JITHO CTBOPUTH KOHTEKCT peHaepiHry. Lle 3aiicHI0EThCS 3a JOMOMOTOIO
dbyukiii SDL_CreateRenderer, sixa cTBOproe 00’€KT, 110 0y/iIe BUKOPUCTOBYBATUCH
JUTSI MAJTFOBAHHS €JIEMEHTIB Y BIKHI.

[licnst cTBOpeHHsS BIKHA Ta KOHTEKCTY PEHIEPIHTY BaXKJIMBO HANAIITyBaTH
00poOky noniii. Lle Bkirouae 06poOKy MmoAiil 3aKpUTTS BiKHA, HATUCKAHHS KJIaBill Ta
IHIMUX TOJIN, AK1 3a0€3MedyloTh B3a€EMOJIII0 KOPHUCTyBaua i3 3acTocyHKoM. SDL
HaJa€ MEXaHi3M Mg OOpoOKM TMOJid uepe3 4Yepry MOAid, 0 J03BOJSE JIETKO
KepyBaTu pizHUMHU Tumnamu nofid. [1lo0 micratu mofito 3 4epru BUKOPUCTOBYETHCS
¢yuxkuist SDL_PollEvent.

[lin yac peHnepiHTy CIIEHM 3aCTOCYHOK OyZe 3alOBHIOBAaTH KOXEH MIKCEb

CTBOPEHOT0 BiKHAa 00paxOBaHUM KOJHOPOM 1 TAKUM YUHOM CTBOPIOBATH 300paKEHHSI.
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3.2 3aBanTaxxenus 3D-Moxesel Ta MiArOTOBKAa JaHUX

[Ipouiec 3aBaHTakeHHss 3D-monenell € KPUTHUYHO BAXKIMBUM  €TAllOM
MIATOTOBKY JaHUX JUIsl peHnaepinry. 3D-momeni MiCTITh T€OMETPit0 00'€KTIB CIICHH,
AKy HEOOX1ZHO OoOpoOIsATH 3a JIONMOMOTOK pelTpelciHry. B 3acTocyHky 3a
36epiranns 3D-moneni Bianosigae kiac FMeshObject.

[Ipouec iMmopty Mojesei BKIOYAE BIAKPUTTA (ailily, 3UMTyBaHHS JaHUX Ta
CTBOPEHHSI BHYTPIIIHIX CTPYKTYp Jia 30epiranHs reometpii. ['eomerpis Mopeneit
3a3BUYAll 30epiraeTbcs y BUIIISAAI BEPIIMH, HOpMaJiel, TEKCTypHUX KOOpDAMHAT Ta
1HJEKCIB, SIKI BU3HAYAIOTh MOJIITOHU (B OCHOBHOMY TPUKYTHHUKH, aJie 1Ie MOXKYTb OyTH
iHII1 OaraToxkyTHUKH). Ilicims 3aBaHTa)KeHHS MOJIeNl JIaHI MOXYTh MNOTpeOyBaTH
HOpMai3alii 1y 3a0e3neueHHs] KOPEKTHOTO peHjiepiHry. Lle Bkimodae eHTpyBaHHA
MOJIeJIeH BITHOCHO iX CEpPEeJIMHU Ta MacllITa0yBaHHS J0 CTaHJIApPTHOTO PO3MIpY.

[lepeBipka HUTICHOCTI 3aBAHTAXEHUX JAHUX € BAKJIMBUM €TAIOM, IO BKIIOYAE
NEepeBIpKY Ha HASIBHICTh BCIX HEOOX1IHUX aTpUOYTiB, TAKUX SIK BEPIIMHU, HOpMAaJ Ta
TEeKCTYpHI KoopiuHaTH. Lle qomomarae yHUKHYTH TOMUJIOK TI1JT 9Yac PeHACPIHTY.

[lepeBipka IITICHOCTI Jy’K€ MPOCTA: SIKIIO y MOJENI HE BHCTAada€ BEPIIUH,
HOpMAaJIeH, TOIO, TO MOJIENb HE Oy/Ie 3aBaHTAXKEHO.

OcCKUIbKM Yy JaHOMY BHIIaJIKy HE BUKOPHUCTOBYETHCS aHIMallis Ta MaTepialiu,
MPOIIEC 3aBAaHTAKEHHS 3HAYHO CHPOINyeThcsi. Hemae motpedbu oOpoOIsITH KITFOYOBI
KaJapu Uil a”imalli a0o HajalllTOBYBaTHM MapaMeTpy MaTepiaiiB, Takli sIK KOJIip,
npo3opictb Ta BIIOUTTA. lle 103Boiisie 30cepeauTHCs BUKIIOYHO HAa TE€OMETpii
MoJIeNIel Ta X ONMTUMI3AIll AJIT PEHACPIHTY.

3a immopt 3D-moxenei, iX Bamigaimio Ta 30€peKeHHS B 00 €KTU KJacy
FMeshObject Binnosinae kiiac MeshObjectParser.

[Ticns immnopty 3D-Mozenb 30epiraerbest y mam’sTi CUEHH, B 00’ €KTI Kiacy
USceneSubsystem, miciisi 4oro 3acTOCyHOK MOxe Tepenaty aaHi B mam’ st GPU Ta

BIJIDEHCPUTH ii.
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3.3 llepenaua naHux B NaMm’ATh BileOKaApTH

VY 36epexenHi 3D-monent y 00’€KTi CIIEHH € OCOOJIMBICTD: )il €(DEKTUBHOTO
BukopuctanHa mnam'ati GPU Bci momironu, BepmmHM Ta Hopmani 3D-mopeni
KOIMIOIOThCA Y MAacHUBHM JaHUX, SKI MOTIM OyayTh nepenani y nam’ate GPU. Ile
poouThCA A TOro, mo0 3a0e3MeuuTH MIBUIAKUN AOCTYI N0 JaHUX I 4ac
peHIIepiHTy Ta MiHIMI3yBaTH 3aTPUMKH, MOB's3aHl 3 nepenadeto qanux mixk CPU ta
GPU. Koxxna 3D-mozens npecTaBieHa y BUTJISAl TPbOX OCHOBHUX MAaCHUBIB: MACHUBY
IOJIITOHIB, MAacHBY BEpIIMH Ta MacuBy HopMmaned. Lli MacuBu mnoBUHHI OyTu
OpraHi30BaH1 TAKUM YHHOM, 100 3a0e3neuntu e(PeKTUBHY aapecalliro Ta JTOCTYII J0
JAHUX.

Jlis Toro mo0 miJ Yyac peHACPIHTY PO3YMITH, AKi MOJITOHH Ta BEPUIMHH O
SAKOTO 00’ €KTY HajiexaTb, CTBOPrOeThes 00’ ekT kiaacy FGPUMeshObject. Lleit 06’ ekt
30epirae y cobi iHdopMallio Mpo KUIbKICTh MOJITOHIB, 1HJIEKC, KU BKasye, 1€ B
MacuBax JaHUX 3HAXOJATHCS MOJITOHHW, BEPUIMHM Ta HopMmall AaHoi 3D-moxeni, a
TaKOXX 1HIN MeTaJaHi, HEOOXiJHI [Js TpaBWIbHOI 00poOku 3D-moneni Ha
Bineokapti. FGPUMeshObject Takox Moxke MICTUTH 1H(POpPMAIIIIO PO MaTepiaiu Ta
TEKCTYpPH, 5IKI BUKOPUCTOBYIOTHCS JIJISl PEHACPIHTY KOHKPETHOT MOJIEIII, 110 JO3BOJISIE
3a0€3MeunTH OUIBII peaTiCTUYHEe BIIOOpaKEHHS CIICH.

Jis oOpaxyHKy MJaHMX 1 pPEHAEPIHTY Ha BIJCOKapTI BUKOPHUCTOBYETHCS
texHosorigs OpenCL, sika Hajae iHTEpQenc i HaJACUIaHHA KOMaH] BIJIEOKapTi Ta
B3aemonii 3 ii mam’stTio. 1106 mepematu Bcio iHGpOpMAIIO TPO CIEHY, a caMme
MacuBH OO0’€KTiB, BCIX TIOJITOHIB, BEpIIMH, HOpPMajeH, JpKepena CBIiTIa Ta
HaJAITyBaHHs CIieHH, NOTpiOHO iHimiamizyBatu OpenCL 1 BuKOpuctatd 00’ €KT
cl::Buffer.

[rimiamizamis OpenCL B C++ mouMHAEThCA 3 BKJIIOYCHHS 3arojOBOYHOTO
daitmy CL.hpp 1 cTBOpEHHSI KOHTEKCTY, SIKMM BH3HA4Ya€ CEPEJOBUIINE, B SKOMY
BUKOHYIOThCSI oOumcieHHs. Crodarky MOTpIOHO OTpUMATH JOCTYNHI IUaThopMu
OpenCL 3a nonomoror ¢yukiii clGetPlatformIDs, a moTiM BuOpatu oJHY 3 HUX.

Jlani, BUKOPHUCTOBYIOUM IIAaTPOpPMy, OTPUMYIOTH MPHUCTPOi (BiAeokapTH abdo
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HeHTpajbHI mporecopu) 3a gomnomororo clGetDevicelDs. Ilicns nporo cTBoproroTh
KoHTeKCT 3a gomomoror clCreateContext, mepemaroun BuOpaHi miaThopMu Ta
npucTpoi. 3aBeplIaJbHUM KPOKOM € CTBOPEHHS 4Yeprd KOMaHA Juis BUOpPaHOTO
npuctporo 3a pomnomoroio clCreateCommandQueue, 1m0 A03BOJISiE HAJICUIATU
3aBaaHHAa 111 BUkoHaHHs. [licid nporo MokHa komiroBatu nadi B cl:Buffer.
cl:Buffer komitoe pgaHi y cHOemiaJbHUM BHYTPIIIHIA MacuB y TIaM ATi
BIJICOKApTH, 110 TMOTIM HAmpsMy BUKOPHCTOBYETbCA BineokapToro. Bin 3abe3mneuye
eeKTHUBHE YIPaBIiHHS MaM’SITTIO Ta MIBUAKHUHA TOCTYII 10 TaHUX 1] 4aC BUKOHAHHS
o04YHCIIeHb Ha B1ICOKAPTI.
Takum umHOM, mTepes MMOYATKOM pEHACPIHTY, Ha NaM’sITh BiJCOKapTU

KOIMIIOITHCA MacuBH 3 iH(opMailieto rmpo Bci 3D-Moe1 Ha CIIeHi.

3.4 Auroputm peHepiHry

ANTOPUTM PEHACPIHTY € KIOYOBUM KOMIIOHEHTOM Yy TPOIECI CTBOPEHHS
300paxkeHb 3 3D-cueH. Bin Bu3Hauae, sk JaHi, mo 30epiratotbest B nam'sti GPU,
00pOOIIAIOTHCS A1 OTPUMAHHS KIHIIEBOTO 300paKEHHS.

JIns moOyiyBaHHSI aJITOPUTMY PEHJIEPIHTY OyJI0 BUKOPHUCTAHO PEUTPENCIHT Ta
MOJieNb BiioOpakeHHs1 DoHra.

Mopnens BimoOpakeHHs: @oHTa B KOMI'TOTEPHIN rpadilli CTBOPIOE pealicCTUIHE
OCBITJICHHSI TIOBEPXOHb, BPaxOBYIOUM TpU KOMIIOHEHTH: (oHOBe, audy3He Ta
n3epKaibHe OcBITIeHHS. DOHOBE OCBITJICHHSI CUMYJIIOE PIBHOMIPHE pO3CIsSIHE CBITIIO,
SK€ € BCIOAM B CIICHI HE3aJeKHO BIJ JDKepen CBiTIa 4u risgada. JudysHe
OCBITJICHHSI IMITy€ MaTOBE BIJOOpa)K€HHS CBITJIA BiJl MOBEPXHI, 3aJ€KHO BiJ KyTa
najiHHA CBiT/IA. J[3epKaigbHe OCBITIEHHS BijoOpakae OJIMCKy4Ye CBITJIO, BpaXOBYHOUH
SK KyT TIJIIHHS, TaK 1 MOJOXKEHHS TJisiiaya.

AJTOpPUTM MOKHA PO30UTH Ha KIJIbKA YACTHH:
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3.4.1 CTBOpEHHA HaNPSIMIIEHUX TPOMEHIB
ANTOPUTM pEHAEPIHTY TMOYHMHAETHCS 31 CTBOPECHHS HANPSIMJIICHHX IMPOMEHIB
JUTST KOXHOTO TIiKcensi ekpay. Lli mpoMmeHi BH3HAYalOTh HANpsSMOK, y KoMy Oyje
"MUBHATHCS" KOXKEH MIKCEIb sl 00paxyBaHHS KOJIbOPY.
Toukoro moyaTKy IPOMEHIO SBISETHCS TO3UIIIS KaMepH B pocTopi. Hampsimox
00paxOBYEThCA 3a PAaXyHOK NEPETBOPEHHS JABYBHMIPHMX KOOPAMHAT IMIKCEJIB Ha

eKpaHi Ha TPbOBUMIPHI KOOPAMHATH MPOCTOPY Ha CIICHI.

3.4.2 IlepeBipka mpoMeHIO HA MTEPETUH 3 00'€eKTaMuU

JUIs KOXXHOTO TPOMEHIO TEpEeBIPSEThCS TMepeTHH 3 ol'ektamu creHu. Lle
JOCATAETbCSI 3@ JOIMOMOTOK) BUKOPHUCTAHHS MAaTEMaTHYHUX (QYHKIIH NEpEeTUHY
IPOMEHIO 3 PI3HUMHU TUIIAMU 00’ €KTIB, TAKUMU sIK cepu, mouuHu abo 3D-moneni.
[IpomMeHi MOCHIIOBHO MEPEBIPSIIOTHCS HA TIEPETUH 3 KOKHUM 00'€KTOM y crieHi. s
KOXXHOTO 00'€KTa OOUYMCIIOETHCA TOYKA MEPETHUHY, SIKIO Taka icHye. B pesynbrari

o0upaeThess HANOMMHKUUN 00'€KT Y HAIPSIMKY ITPOMEHIO.

3.4.3 O6uucieHHs KOJIbOPY MIKCes

[licns BU3HAYEHHS TOYKHU MEPETUHY JJIsi KOKHOTO MPOMEHI0 OOYHUCIIOETHCS
KOJIIp BIAMOBiAHOrO mikcens. Lle Bkirouae BpaxyBaHHs (hOHOBOro, nudy3HOTO Ta
J3ePKAIbHOTO OCBITJIICHHS, @ TAKOXK MPO30POCTI Ta BIOUTTSL.

Hudy3He OCBITIEHHS OOYHUCIIOETHCS HA OCHOBI KyTa MaJiHHA CBITJa Ha
MOBEPXHIO. SIKIO CBITJIO Majia€ MPSMO HA TIOBEPXHIO, BOHA BUTJISIIAE SICKPABIIIOIO, a
SKIIO MiJT TOCTPUM KyTOM — ThMsHIIIO0. Lle imMiTye MaToBe BioOpakeHHs CBITIA, e
CBITJIO PO3CIIOETHCS] PIBHOMIPHO Y BCiX HalpsIMKax BiJl TOUKHU MaJiHHS.

JI3epkanbHe OCBITIIGHHS BpaxoBYy€ KyT BITOWTTS CBiTia Bif moBepxHi. lle
OCBITJICHHSI CTBOPIOE OJMCKYYl BIAOJMCKH Ha MOBEPXHSX, MOJIOHI 10 TUX, SIKI MU
0aunMo Ha TONIpOBAaHWX ab0 MeETaJeBUX TOBEPXHSAX. BakiawBy poib TYyT Tpae
MO3UIIIST KaMepH: BIAOUTHUI TPOMIHB CBITJIA TTOBUHEH MOTPANUTA B Kamepy, 1100

CTBOPUTHU €(PEKT OJIUCKY.



34
KoM0iHytoun 111 KOMIOHEHTH, AJITOPUTM BH3HAYA€ OCTATOYHUN KOJIP KOXKHOTO
miKCensl, U0 J03BOJISIE OTPUMATH peaTiCTUYHE 300pa)KeHHS 3 BPaxyBaHHAM DPI3HUX

THUITIB OCBITJICHHS Ta B3a€MO/II1 CBITJIA 3 TTOBEPXHIMU.

3.4.4 O6paxyBaHHs KOJIbOPY 00’ €KTIB, III0 MAIOTh J3€PKAIbHICTh

AJNITOPUTM TaKOX BPaxOBY€E I3€PKaJIbHICTh O0'€KTIB, IO JO3BOJISIE TOCATTH
O1TbII peaiCTUUHUX pe3ynbTaTiB. He BapTo miyTaTu A3epKanbHICTh Ta A3E€pPKaTbHUN
€JIEMEHT OCBITJICHHS: JA3€pKaJbHE OCBITJICHHS BIANOBIZAE€ 3a BIAOJHUCKKA Ha
TIIIHIIEBOMY 00’€KT1, a I3epKaJIbHICTh BIATOB1Ia€ 3a BIOMBAHHS CBITIA SIK A3EPKAJIO.

Jliis 06paxyBaHHS J3€pKajIbHOCTI aITOPUTM BUKOPUCTOBYE JTOJIaTKOBI MPOMEHI
[0 CTBOPIOIOTHCSI BPAxOBYIOUM KyT BIJOUTTS CBITJA Bij MoBepxHIi. JlomaTkoBi
MPOMEHI IIYKAaIOTh HAWOMMKYMN 1HIUN 00’€KT, TICTAalOTh MOTO KOJIp B TOMYII
NEepeTHHY Ta HAaKJIAIaloTh HOTO KOJIp Ha MOBEPXHIO M3EPKAaTbHOTO 00’ €KTY AJIs

CUMYJISAIIIT 13epKaria.

3.4.5 T'enepaiiist piHATBHOTO 300pakeHHS

OdinanpbHe 300pakKCHHS TEHEPYEThCA IIISXOM BHUKOHAHHS  allTOPUTMY
PEHJIepIHTy JUIsl KOXKHOTO IMiKceNs ekpaHy. PesynbTaTu 30epiraloThCsi y BUXITHUN
MacHB TiKceniB, okpeMHuii cl::Buffer, 3 sskoro BuxigH1 JaH1 KOMIIOKOTHCS JIaJIl.

Takum YWHOM, aNTOPUTM PEHAEPIHTY 3abe3medye JOBOJI pealicCTUYHE
BiJI0OpaxkeHHsa 3D-crieHu.

Jliarpama akTUBHOCTI, 110 BiAOOpaXkae aJlrOPUTM PEHIEPIHTY OJTHOTO MIKCEIIO,

IIPEICTABIICEHA HAa PUCYHKY 3.1
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3reHepyBaT NPOMIHE HA
OCHOBI KOOPAWHAT NIKCen

v
[NepeBipUTI YK i
NepeTUHAETLCA MpomiHe OfpaxyeaT Hopmans o0'exTy
; . NepeTUHAETLCRA 3 Tak—» :
NPoMIHL 3 oB'ekTamu y TOUL| NepETHHY 3 MPOMEHEN
. YMMOCK?
Ha CLeHI

h 4
Hi ObpaxyeaTi hoHOBE,

PO3CiEHE Ta [13epKanksHe
OCBITNEHHA, INA KONLopy |
;’.\.4 TOYKM

h 4

CHOMBIHYBATK KOMIp Mepena OCBITNEHHA Tak

HaknacTti konip of'ekTy 3HaAOeHoro _ i . .
b KTy A Ta obpaxoeaHWi Konip ob'ekTy Ha TouLi

[O3epKankHUM NPOMEHEeM Ha Bie
obpaxoBaHui Konip oD'ekTy 3
N3EpKanbHOH NOBEepXHED

T

Tak

Yu e we mxepena
OCBITNEHHA?

DOMiHE MEPETUHAETLCA
3 YMMoCck?

[lepeBipUTH YK NepeTUHAETLCA NPOMIHE 3
0D'EKTaMMU Ha CLieH Hi

f

3reHepyeaTti NPOMIHL Bid

TOYKW MepeTHHy 3 0D'ekTOomM Y |

HanpAMKy BApaxoBaHol |
paHille HopmMani

<1 loBepxHA 0D'eKTY A3epKankHa’

Tak

Puc. 3.1 Jliarpama akTUBHOCTI, 1110 Bi0Opa)xae aaropuT™M PeHIEPIHTY OJTHOTO

MIKCEJIIO

3.5 Po3po0ka Bi3yajibHOTo iHTepdeiicy

OCK1IbKM BIKHO 3aCTOCYHKY OYJIO CTBOpPEHO 3 joromororo 0i6miorexku SDL,
Oyno BupimeHo po3pobutu iHTepdeiic KopucTtyBada 3 ii K gomomoror. SDL
rpadiuna 6i6mioTeka, MPOTe BOHA HE HAJA€ BXXKE FOTOBHUX DIIIEHb JUISI CTBOPEHHS
takux Ul eleMeHTIB SIK KHONKH, TEKCTOB1 Imojig, Tomo. Haromicte SDL nae

MOJKJIMBICTh MAQJIIOBaTH y BIKHI MPAMOKYTHHKH 3allOBHEHI KOJHOPOM (DYyHKIII€IO
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SDL _FillRect, mycti mpsimokyTHukH (yHKLi€0 DrawRect Ta peHmeputu TEKCT 3
nomnomoroto 3 gonomororo pynkuii SDL TTF RenderText Solid.

BukopucroByroun HasBHHI (yHKITIOHAT OyJI0 pO3p0O0ICHO IEKIIbKa OCHOBHUX
eJIEMEHTIB iHTepderiCy.

Knonku HeoOximHi 100 BUKOHYBAaTH MPUB’SI3aHUN 10 HHUX (DYHKIIIOHAT,
HaInpuKiIaa iMIopT HoBoi 3D-moxeni.

Knonku 0yno cTBOpEHO BHUKOPHUCTOBYIOUM TpH eneMeHTH SDL: 3anoBHeHHI
3aIaHUM  KOJIbOPOM  MPSIMOKYTHUK, TIOBEpPX SIKOTO HAKJIANA€TbCAd  IyCTHUM
NPSIMOKYTHHUK 3 OOBOJIKOIO Ta TEKCT.

Jliis Toro 1mo0 3adikCcyBaTH HaTUCKAaHHS HA KHOMKY, MIPU HATUCKAHHI HA JIBY
KJIaBIIITy MUIII TICTAETHCS 11 MTO3UINIS Ta TTOPIBHIOETHCS 3 MO3UIIIEI0 Ta PO3MIPOM BCIX
kHomoK. [lepiia 3HaiiieHa KHOIIKA Ha SIKy HaBEJCHA MUIIIA BBAXKAETHCSI HATUCHYTOIO 1
BUKJIUKAETHCS (DYHKIIOHAJ 3aKPITJICHUN JI0 IT1€1 KHOTIKHU.

[Ipuknaa KHOMOK MOXHA MMOOAYUTH HA PUCYHKY 3.2.

Spawn Sphere

Spawn Mesh

Destroy chosen object

Puc. 3.2 Burnsg KHOINOK y 3aCTOCYHKY

[HTEpaKkTUBHE TEKCTOBE I0Jie€ HEOOXIaHE ISl BiAOOpa)KEHHsS TEBHUX
napameTpiB ClieHu a0o BUOpaHOro OO ’€KTy Ha CIEHI, Ta 3MIHM IUX 3HAYCHb
KOPUCTYBAu€eM.

[HTEepaKTHUBHI TEKCTOBI MOJII CTBOPEHO TaKUM JK€ YMHOM SIK KHOIIKH, MPOTE
Ipy HATUCKAaHHI 3aMICTh BUKIIUKY 3aKpIiIUICHOI (PYHKINi, JO3BOJSIETHCS BBEICHHS
TEKCTYy Ta 3MiHa Ha OCHOBI BBEJEHOTO 3HAUYCHHS MPUKPIIJICHOTO JO MOJIs €JIEMEHTY.
Hanpukiaa MoKHA NPUKPIOUTH A0 MOJS TMO3UINI0 KaMepu Ta 3MIHIOBaTH 11 IIpH

OHOBJICHH1 TEKCTOBOTO MOJIA.
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Ha pucynky 3.3 MoxHa mo0OauyuTH MPHUKIA] IHTEPAKTUBHUX TEKCTOBHX ITOJIB.

Light Location

247 2.00 0.00
Light Color
255 255 255

Light intensity
1.00

Puc. 3.3 InTepakTHUBHI TEKCTOBI MOJIA

3.6 BinoOpaxxeHHs1 piHATIBLHOIO pe3yJabTATy

[Ticns 06poOku nmanux, nepeaadi ix B mam’ste GPU Ta oOpaxyHKy KOJIBOPIB
MiKCeJiB HEOOX1THO 1€ BCE BUBECTH Y BiKHI, III00 KOPUCTYBau Oa4MB pe3yJIbTaT.

CnouaTky BIKHO €KpaHy MOBHICTIO OYMIIAETHCA Ta POOUTHCS YopHHMM. Jlami
JiBa YaCTHHA €KpaHy 3aMajIbOBYETHCS CIPUM KOJIbOPOM 1 B Tiil 30H1 Bi10OpakaroThCsI
Bci enementd Ul. 3rogom 3 mam’sTi BigeokapTd HampsaMmy B TekcTypy SDL
KOIIOIOTHCA Pe3yJbTaTH OOYMCIEHb 1 TEKCTypa KOMIIEThCA Yy BiKHO. B KiHIi

pE3yNbTAT PEHAEPIHTY BiIOOpaX)KAETHCS HA €KpaHi KOPUCTYyBaya.

3.7 Jdiarpama kiacis

[Tix gac po3poOKHM 3aCTOCYHKY OyJIO BUKOPUCTAHO apXiTekTypy ‘‘Pipeline”, mio
po30MBae poOOTY 3aCTOCYHKY Ha MOCIIIOBHI PO3/IIJICH] €Tamu.
[Iporec po6oTH 3acTOCYHKY OyJI0 PO3AICHO HA OCHOBHI YaCTUHU
e UwnTaHHS BBEICHUX KOPUCTYBAauyeM JaHUX
e OHoBIEHHA 00'€KTIB Ha CIIEHI (SKIIO MIOCh J0/1aTu a00 3MIHUIIN)
o [lepenava nanux B mam'siTh B1ICOKAPTH Ta OOpaxyBaHHS PEHACPIHTY

e Pennepinr Ul



38

e BinoOpaxeHHs y BiKHI

Onuc KJIaciB 3aCTOCYHKY:

FObject — BiamoBigae 3a BijjoOpaxKeHHs BCIX BUIIB 00 €KTIB VISl BIJCOKAPTH.
MO3KE TIPEACTABIATH 3 ceOe sk cdepy, Tak 1 3D-00'exT. ¥V BUNaaKy sKio e chepa —
30epirae B co01 pajiyc, skio 1e 3D-00’ekT, To 30epirae 1HIeKC 00’ €KTY.

ATpulyTtu:

e Position — mo3wuttist 06’ €xTy

e Rotation — moBopoT

e Color — kodip

e Reflection — m3epkanbHICTH, Big 0 10 1
e Type — Tun 00’eKTy

e Meshldx — iunexc 3D-momemni

e Radius — paniyc chepu

FFace — mpexacrasmsie 3 cebe momiroH, TpUKyTHUK. 30epirae B cobi 1HIEKCH
BEPIIMH Ta HOPMaJi.
ATpubyTu:

e Vertices — MacuB BEpIIIMH, 3BUYAHUX BEKTOPIB

FMeshObject — npencrasiisie 3 cebe imnoproBany 3D-mojens. 30epiraeTbest
JIUIIIE B OCHOBHIM MaM'siTi, HE MEPEAETHCS y MaM'sITh BiJICOKAPTH.
ATpubyru:
e Faces — macus nomironiB FFace
e Vertices — MacuB BEpIITUH
e Normals — MacuB HOpMasei
e UniquelD — ingexc 3D-moneni
e BoundingBox — mnpencraBnsie 3 cebe 2 TOYKH, SIKI YKa3ylOThb MeExi

00’€eKTYy
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FGPUMeshObject — onTumMizoBaHa /i 1aM’siTi BiICOKApTH peripe3eHTallis
3D-mogpeni.
ATpulyTu:
e BoundingBox - mpezacraBisie 3 cebe 2 TOYKH, SIKI yKa3ylOTh MEXi
00’€exTy
e StartingFaceldx — inaekc moyaTky BCiX MOJITOHIB ILOTO 00’ €KTY B
MacHBI BCIX MOJITOHIB
e StartingVertexldx— iHekc moyaTky BCiX BEpUIMH LIOTO 00’ €KTY B
MacHBI BCIX BEPILIUH
e StartingNormalldx— iHaekc mo4yaTky BCix HOpMajieu boro 00’€KTy B
MacuBI1 BCI1X HOpMaJeH
e NumFaces — KUJIbKICTh MOJITOHIB

e UniquelD - ingekc 3D-moneni

UMeshObjectParserSubsystem — Biznosizae 3a immopT 3D-Mozaenei.
Metonu:

e ParseMeshObjectFromFile - 3uutye daitn B mepeganomy y (QyHKIIiO
NUIAXy, Ta TOBepTae iMmoproBany 3D-mozmens sK 00’€KT Kiacy
FMeshObject

e ParseMeshObjectFromDialogWindow - BinkpuBae BikHO Windows, B
SKOMY BHOUpaeThcs Gaii ajisg YUTaHHS, MOBepTae iMmoproBaHy 3D-

Mojenb sk 00’exT kiacy FMeshObject

FCamera — BipTyanbHa kamepa KOpUCTyBaya, TOYKa OTJISATY CIICHH
ATpuOyTu:
e Origin — Mo3ullisi KaMepu

e Rotation — moBopoT kKamepu

USceneSubsystem — BianoBigae 3a 30€peKeHHS BCIX JAHUX CIIEHU, TOJaBaHHS

Ta BUIAJIEHHS 00’ €KTIB.
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Meronn:

SpawnSphere — cTBOptoe cdepy Ta go1a€ i1 y CMUCOK BCiX 00’ €KTIB IS
pEHIepIHTY

SpawnMesh — 3a nonmomororo UMeshObjectParserSubsystem immoprye
3D-monenp Ta momae ii Ha crieHy. Oapasy CTBOpIOE ii ONTHMIi30BaHy
Bepcito — FGPUMeshObject

AddLightSource — nomae mxepeso cBiTia

RemoveObject — mpubupae obpany cdepy ado 3D-momens 3i ClieHH
RemoveLightSource - Bunmansie oOpaHe mKepeno cBitia

Update — onommtoe iH(opMarito mpo KUIBKICTH O0’€KTIB, BEPIIHH,

[IOJIITOHIB Ta 1X HMO3ULIIO

ATpuOyTu:

Meshes — macuB 3D-06’extiB, FMeshObject

OptimizedMeshes - macuB ontumizoBanux 06’ ektiB, FGPUMeshObject
Primitives — macuB FObject

Lights — macus mxepen cBitia, FLightSource

AllSceneFaces — macuB nomairodis Bcix 00’ekriB, FFace
AllSceneVertices — MacuB BepILIKH BCIX 00 €KTIB

AllSceneNormals - macuB Hopmasiel BCix 00’ €KTiB

Camera — kamepa sIKOI0 yIpaBJisie KOPUCTYBaY

USDLWindowSubsystem — BiZnoBia€e 3a BIKHO 1 BiJOOpa)KEHHS Ha €KpaHi.

Metoanu:

GetScreenHeight — moBepTae BUCOTY BiKHa B MIKCENSIX
GetScreenWidth — nmoBeprae mupuHy BiKHA B MIKCEIAX

Update — BiioOpakae Ha €KpaHi BIIPEHAEPEHY CLICHY

ATpulyTu:

Window — BIKHO 3aCTOCYHKY
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e Texture — TEKCTypa KyIH 3aMHCYIOThCS PE3YyJIbTATH PEHICPIHTY TEpen

BiJI0OpaXEHHSAM Ha €KpaHi

UlIButton — mpeactasisie 3 cedbe kHonky Ul
Meronu:

e OnButtonClicked — BuKiIMKa€eThCS MPU HATUCKAHHI KHOTIKU
ATpubyTH:

e Position — mo3uilist KHONKH

e Size — pO3MipHU KHOMNKHU

e Color — konip KHOIIKU

o Text— TEKCT KHOIIKH

UllnputText — iHTepaKTUBHE TEKCTOBE MOJIE
ATpuOyTu:

e Position — mo3wutris moss

e Size — po3MipH Mot

e Color — konip nomus

e Text— TekcT Mo

UUISubsystem — 306epirae KHOIKHA Ta TEKCTOBI MOJIs, YIIPaBJIsie HUMU
Metonu:
e Update — mnaacwmae BikHY I1HQOpMAII0 TPO HAsBHI KHOMKU Ta
IHTepaKTUBHI TEKCTOBI1 MOJIS JIJIS iX PEHACPIHTY.
e Initialize — cTBOpIOE BC1 KHONKU Ta TEKCTOBI MO
ATpuOyTu:
e Buttons — MacuB KHOIIOK

e InputTextFields — MacuB iHTEpaKTUBHUX TEKCTOBHX MOJIiB

UlnputSubsystem — BiAnoBigae 3a iHIYT KOPUCTyBaya.
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Meronu:
e Update — BianoBmoe 1HGOpMAIlitO0 PO IHITYT KOPUCTyBada 3 0107I10TeKH
SDL
e ProcessInputDown — BukoHye (pyHKITIOHAT IPUB'SI3aHUIN 10 HATUCKAHHS
KJIaBIII KJIaBiaTypH.
e ProcessUlInput — BUKOHYe (yHKIIIOHAT MTPHB'SA3aHUM 1O HATHUCKAHHS

KHOIIKY Ha €KpaHi.

UGPUComputingSubsystem — mepemada JaHUX 1 3allyCK OOpaxyBaHHS Ha
BiJICOKAPTI.
Metonu:
e Update — komitoe naHi 31 CHEHH y IMaM SITh BIJCOKAPTU Ta 3aIlyCKaE
nporpamy Ha BiJICOKapTI.
ATpubyTH:
e ActiveDevice — mocunaHHs Ha BiIEOKAPTY

e Context — SBISIETHCS MOCTOM JTSI BIATIPABKY KOMaH/T Ha BIICOKAPTY

Ha pucynky 3.4 npeacraBieHo aiarpamy KJacis.
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USDLWindowSubsystem
Window
Texture
Update
Get Screen Height
UlnputSubsystem Get Screen Width
ProcessUlInput
ProcessinputDown
Update . Subsystem Interface MeshObjectParser.h
Initialize ParseMeshObjectFromFilePath
UUISubsystem Update ParseMeshObjectFromDialogWindow
I
Initialize Destroy
Update
Buttons
InputTextFields
URenderSubsystem USceneSubsystem UGPUComputingSubsystem
Output buffer Meshes ActiveDevice
Render OptimizedMeshes Context
CompiledGPUProgram Primitives Update
0." 0.7 Kernel Lights
UlinputText Button Render to buffer AHSCEHEFE(_:ES
Position Position AllSceneVertices
Size Size AllSceneNormals
Text Text Camera
Color Color FMeshQbject SpawnSphere FGPUMeshObiject
Faces SpawnMesh BoundingBox
OnButtonClicked i i
Vertices AddLightSource StartingFaceldx
Normals 0. R Obiect 0 StartingVertexldx
. emoveObjec
UniquelD : StartingNormalldx
BoundingBox RemoveLightSource NumFaces
Update UniquelD

+ 0.+

1

ParseMeshObjectFromFile
ParseFromSource

Object LightSource
Pasition Position
Rotation Type
Color Calor
Reflection Intensity
Type
Meshldx
Radius

FCamera
Pasition
Rotation

Puc. 3.4 Jliarpama kiaciB
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BucHoBKH 10 TPeTHOT0 PoO3ainy

Y TpetroMy po3iii Oysio IeTanbHO OMUCAHO MPOIIEC PO3POOKH 3aCTOCYHKY
JUISL pEHJIEPIHTY Ta peAaryBaHHs TPUBUMIPHOI clieHHu. OCHOBHI €Tamu po3poOKu
BKJIFOUAJIM CTBOPEHHS BiKHA 3aCTOCYHKY, 3aBaHTKEHHS Ta IMiITOTOBKY JaHUX,
nepeady JaHuX B Mam’sITh BIJICOKAPTH, pealli3alliio alrOpUTMy PEHAEPIHTY,

pO3poOKy Bi3yaJbHOTO iHTEpdEiCy Ta Bi1oOpakeHHs (iHATBHOTO PEe3yJIbTaTy.

Buxopuctano 616mioreky SDL (Simple DirectMedia Layer), sika go3Bodsie
CTBOPIOBATU MYJBTUILUIAT(HOPMEHHI 3aCTOCYHKH. CTBOPEHO KJIac
USDLWindowSubsystem 151 1HiIiai3aiii Ta HaJalTyBaHHs BikHA 1 00poOKH
TIOJTIH.

[Tpornec 3aBanTaxkeHHs 3D-MoA€Iel BKIIFOUYaB IMITIOPT (haitiiiB, IEPEBIPKY
LTICHOCTI IaHUX Ta HOpMaJi3aiio Moaenei. Jlani 30epiraaucst y BHYTPILIHIX
CTPYKTypax Juisl epeKTUBHOI 0OpOOKH i1 4ac peHIEPIHTY.

Jlnst 00po6xu nanux Ha GPU BukopuctoByBanacs texHosoris OpenCL. Jlani
nepeaaBaincs y mam'sThb BiICOKapTH 3a 1onoMororo o0'extiB cl::Buffer, mo
3a0e31euyBajio MBUIKUI JOCTYII 0 JaHUX ITi/1 4ac PEeHIEPIHTY.

AJNTOpUTM peHIepIHTY OYB MOOYI0BaHMI HAa OCHOBI PEUTPEHCIHTY Ta MOJIeI
BitoOpaxeHHs MoHTA, 0 TO3BOJISIIO CTBOPIOBATH PEATICTHYHI 300pasKeHHSI 3
ypaxyBaHHSIM OCBITJICHHS, TIHEH Ta BIJOUTTIB.

InTepdetic kopuctyBaua cTBOpeHuit 3a gormomoro SDL, BKIIIOUa€e KHOMKH Ta
IHTEpaKTHUBHI TEKCTOBI TIOJIA JIJIs 3a0€3MEeUeHHS B3a€MO/Ii1 KOpUCTyBaya 13
3aCTOCYHKOM.

PesynbTaTi peHaepinry BiioOpakanucs y BikHI 3aCTOCYHKY, JO3BOJISIIOYN
KOPHCTYBaueBl OAYUTH Ta B3aEMOJIATH 3 3D-ClIeHOI0 B peaIbHOMY Yaci.

Po3po0ka 3acTocyHKy 3/aiicHIOBaIacA 3a apXITEKTypHUM Iijixoa0M "Pipeline",
110 JA03BOJISUIO PO3IUIMTH MPOLIEC Ha MOCIIIOBHI €Tanu, 3a0€3MeUyt0un BUCOKY

MPOJAYKTUBHICTB 1 THYUKICTb CUCTEMH.
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4 TECTYBAHHS 3ACTOCYHKY

ManyanbHe TECTyBaHHS € B@XKJIMBHUM €TallOM pPO3POOKH MPOTPaMHOTO
3a0€3MEeUeHHS, OCKUIBKU JI03BOJISIE€ TMEPEeBIPUTH (DYHKIIOHATBHICTh 3aCTOCYHKY Y
peanbHUX yMOBax. B pamkax MaHyallbHOrO T€CTyBaHHs OyJO MPOBEACHO MEPEBIPKY
BCIX CIIEHapiiB BUKOPUCTAaHHS 3aCTOCYHKY, SKi Oynau 3asBJi€HI IMpU BHU3HAYEHI
(GyHKITIOHATBHUX BUMOT.

[lepmunii mpeneaeHT A TeCTyBaHHS — YM MPALIOE PEHJIEPIHT Ta YU BUBOAUTD
pe3ynabTaTH Ha €KpaH. s HbOro TecTy CTBOPEHO MPOCTY CIEHY 100 MpOBECTH ii

orjsia. [leprny TecToBy clieHy 300pa)kKeHO Ha pUCYHKY 4.1.

Puc. 4.1 Tectona criena 3 qsoma 3D-mozensimu Ta KibkoMa chepamu

Jlpyruii mpeueieHT — e MOXJIMBICTh JO0JaBaTH 00'eKTH MiJ 4ac poOoTu
3aCTOCYHKY Mia 3MIHIOBaTH iX TMO3MIIiI0 Ha ClieHi. byno cTBopeHo mie ofaHy cdepy Ta
MepeMiIIeHo i MoMiK 1HImUX 00'ekTiB. Ilepury TecToBy clieHy 3 HOBUM 00'€KTOM

300pakeHO Ha PUCYHKY 4.2.
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Puc. 4.2 Tlepiia TecToBa crieHa 3 HOBOIO J10/1aHOI0 c(eporo

TpeTiit ipereIeHT — MOXKJIUBICTh YIIPaBJIiHHS KaMmeporo. Jis TecTyBaHHs O0yJ10
IIPOBENICHO OTJIS CIICHH 3 KUTBKOX PI3HHX KOOpJWHAT. 300pakeHO Ha pucyHKax 4.3

Ta 4.4.

Puc. 4.3 Ilepmia TecToBa clieHa MijJ JPYTUM KYTOM OTJISLTY
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Puc. 4.4 Tlepmia TectoBa clieHa ij TPETIM KyTOM OTJISIY Ta 3 MEePEMILLIEHUMU

00'ekTamu

OcranHill TOpeneAeHT IS TEepeBipKM — HaJallTyBaHHSA IapaMeTpiB
peHlIepiHry, a caMe€ KUIbKICTb pPEKYpCUBHUX NIPOMEHIB TMpU OOpaxXyHKY
BlJIBepKaJieHHsT 00’ekTy. s 11boro TecTy OyJI0 CTBOPEHO CIEHY 3 KUIbKOMa
n3epkanbHuMHu chepamu Ta 3D-moxemmo. Ha pucynkax 4.5, 4.6, 4.7 MoxHa

no0aunTH K OJ[HA A3EpKajbHa cdepa BIII3EPKAIIOE THI 00’ €KTH Ha CIIEHI.

Spawn Sphere
Spawn Mesh
Destroy chosen object

Obiect Location
300 100 500

Obiect Color
255 255 255

Obiect Reflection
040

Recursion number
0

Spawn Light

Prev Light Next Light

Light Location
000 1000 0.00

Light Color
255 255 255

Light intensity
1.00

Destroy chosen light

Puc. 4.5 Bun Ha a3epkanbHy cdepy, IpH BIACYTHOCTI IPOMEHIB peKypcii
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Spawn Sphere

Spawn Mesh

Destroy chosen object

Obiect Location
3.00 -1.00 -5.00

Obiject Color
255 255 255

Obiect Reflection
0.40

Recursion number
1

Spawn Light

Prev Light I Next Light

Light Location
0.00 10.00 0.00

Light Color
255 255 255

Light intensity
1.00

Destroy chosen light

Puc. 4.6 Bun Ha a3epkaiibHy cepy, Ipu OJHOMY MPOMEH1 peKypcii

Spawn Sphere

Spawn Mesh

Destroy chosen object

Obiject Location
3.00 -1.00 -5.00

Obiject Color
255 255 255

Obiect Reflection
040

Recursion number
2

Spawn Light

Prav Light I Next Light

Light Location
0.00 10.00 0.00

Light Color
255 255 255

Light intensity
1.00

Destroy chosen light

Puc. 4.7 Bun Ha n3epkanbHy chepy, IpH IBOX MPOMEHSX peKypcii

Sk MokHaA MOOAYMTH HA PHUCYHKAaxX, KUIBKICTh NMPOMEHIB BIUIMBAE Ha SIKICTh
Bi10Opa)keHHS 1HIINX 00'€KTIB HA A3EPKaIbHINA MOBEPXHI.

ManyanbHe TeCTyBaHHS 3aCTOCYHKY JJO3BOJIMJIO BUSIBUTH Ta BUIPABUTHU K1JIbKA
NOMHJIOK, HANpUKIa[ HE TPAlOBAIO HATAIMTYBAHHS KIJTBKOCTI PEKYPCHUBHUX
MIPOMEHIB, [0 3a0e3meumsio Ol CTAOUTBbHY Ta KOPEKTHY pOOOTY 3aCTOCYHKY.

3aBAsSKU CTPYKTYPOBAHOMY MIAXOAY /10 TECTYBAHHS BJAJOCS MEPEBIPUTH BC1 OCHOBHI
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(GyHKI[IOHATBHI eJeMeHTH 1HTep(delcy, OLIHUTH 3pPYYHICTb BHUKOPHUCTAaHHS Ta
3a0€3MEeYNTH BUCOKY SIKICTh KIHIIEBOTO IPOAYKTY.
VY pe3ynpTaTi MaHyaIbHOT'O TECTYBaHHS OyJU AOCSATHYTI HACTYIHI pe3yJbTaTH:
e BusBieHO Ta BHUNPABICHO TMOMUJIKA B PEHAEPIHTY TpaiuHuX
€JIEMEHTIB.
e 3abe3reyeHo KOPEeKTHY 00pOOKyY MO MUII Ta KJIaBlaTypH.
e 3ale3nedyeHo NpaBUILHUM PyHKIIOHAT BCiX eneMeHTiB Ul.
ManyanbHe TECTYBaHHS CTAJIO BaXKJIMBUM €TarloM Y po3poOIll 3aCTOCYHKY, L0

JTIO3BOJIUJIO TOCSTTU OLIBII BUCOKOT SIKOCT1 MPOIYKTY.
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BucHoBKY 10 4eTBEpPTOro Po3aiLy

VY yeTBepTOMY P03/ OYJI0 MPOBEJEHO TECTYBAHHS 3aCTOCYHKY IS
pPEeHIIEPIHTY Ta pearyBaHHs TPUBUMIPHOI ClieHH. OCHOBHOIO METOIO TECTYBaHHS
OyJ10 mepeBipyUTH (PYHKIIOHAIBHICT Ta CTA0IIBHICTh POOOTH 3aCTOCYHKY B pEAIbHUX
yMOBaXx.

ManyanbpHe TecTyBaHHS BKIIIOYAJIO MEPEBIPKY BCIX OCHOBHHUX CILIEHAPIiB
BUKOPHUCTAHHSA 3aCTOCYHKY, BUBHAUYCHUX Y (PYHKI[IOHAIBHUX BUMOrax. byio
IPOBEJICHO TECTYBAHHS PEHIEPIHTY CILICH, JOJaBaHHS Ta BUIAJICHHS 00'€KTIB,
YIPaBIIHHSA KaMepOIO Ta HAIAIITYBAaHHS MTapaMeTPiB PEHICPIHTY.

TecTyBaHHS OKa3alo, 10 3aCTOCYHOK KOPEKTHO BijoOpaxae 3D cuenu,
JI03BOJISIE KOPUCTYBayaM J0JIaBaTH Ta BUJAISATH 00'€KTH, 3MIHIOBATH X MO3HUIIIO, a
TaKOX HAJIAIITOBYBATH NapaMeTpH peHAepiHTY. 30KpeMa, O0yJio mepeBipeHo
MO>KJIMBICTh YIPABIIIHHSA KaMEPOIO Ta MEPErJIsi]l CLIEHHU 3 PI3HUX KYTIB OTJISALY, a
TaK0X HaJAIITyBaHHS KIJIbKOCTI PEKYPCUBHHUX MPOMEHIB IpU 00paxyHKy
BIJIJI3EpPKaJICHHS 00’ €KTIB.

[1ix yac TecTyBaHHs Oy/M BUSBJICHI Ta BUIIPABIICHI KUJIbKA MOMHJIOK, 1110
3abe3reunsio O1IbI cTablIbHY Ta KOPEKTHY poOOTY 3acToCcyHKyY. Hanpukian, Oyio
BUIPABJICHO MOMMWJIKM B HAJIAIITYBaHHI1 KUIBKOCT1 PEKYPCUBHUX IIPOMEHIB, 1110
JIO3BOJIMIIO JOCATTH OUIBIII BUCOKOI SIKOCT1 BIHOOPaKCHHS I3EPKATHHUX MTOBEPXOHb.

Pe3ynbTaTu TecTyBaHHS MIATBEPINIIH, 10 3aCTOCYHOK BIJIMOBIAA€E 3asBICHUM
(GYHKI[IOHaTbHUM BUMOTaM Ta 3a0e31euye BUCOKY SIKICTh PeHJEPIHTY TPUBUMIPHHUX
ciieH. MaHyabHe TeCTyBaHHS TaKOX JO3BOJIMIIO OLIHUTHU 3pYUYHICTh BUKOPHUCTAHHS

1HTEepQEeicy Ta B3aEMO/IIi 3 KOPUCTYBAYEM.
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BUCHOBKHA

TakuM 4YHMHOM, pO3pOOJIEHO MPOTrPaMHUN TPOAYKT Ui PEHAEPIHTY Ta
penaryBaHHsl TPUBUMIPHOI CLIEHHU, KM Ma€ MOXJIMBICTh PEHACPUTH Ha eKpaHi 3D-
00'exTu. B X011 BUKOHAHHS poOOTH OyJI0 OTPUMAHO HACTYITHI PE3yJIbTaTH:

1. IlpoBegeHo aHami3 Ta XapaKTEPUCTHKY TPUBUMIPHUX rpapiaHUX
peaakTopiB, IO JONOMOIJIO 3PO3YMITH IO BOHM pOOJSATH Ta AaTH O3HAYEHHS
OCHOBHUM MOHATTSM, TAKUM SIK PEHIEPIHT.

2. IlpoBeneHo aHaii3 ICHYIOUMX NPOrpaMHUX pILIeHb [Js peJaryBaHHs
TPUBHUMIPHOI CIIEHU, SIKUM J1aB 1H(OpMAIIito NMpo Te, K1 HEeJOMIKUA 1ICHYIOY1 PIIICHHS
MalOTh Ta MOKa3aB aKTyaJbHICTh CTBOPEHHSI MIPOrPAMHOTO MPOIYKTY, OO0y I0BAHOTO
CIIPOIIICHHS PEHACPIHTY.

3. BubGpano 3acobu s po3poOku 3actocyHky: OpenCL nns pobGotu 3
BIJICOKapTO10, 00 II€ MpOoCTa AJII OCBOEHHS TEXHOJIOTIS sIKa MPAIIO€ 3 BiJleOKapTaMu
pi3HUX BUPOOHUKIB Ta 010mi0Teky SDL uepes ii kpoccmiarpopmenHictblIpoBeneHo
MOJICJIIOBaHHSI BUMOT JI0 MPOTpaMHOro 3a0e3NeyeHHs 1 Ha OCHOBI I[bOTO OOpaHO
OCHOBY JJISl apXITEKTYypU 3aCTOCYHKY, IIO JO3BOJMJIO BHUOpaTH MEBHUM MIAX1T 10
PO3pOOKH BCIX €JIEMEHTIB 3aCTOCYHKY.

4. TlpoBeneHO MOJENIOBAaHHS BHMOI JIO MPOTPaMHOTO 3a0e3ME4YeHHs 1 Ha
OCHOBI 1ILOTO OOpaHO OCHOBY IJisi apXITEKTYpH 3aCTOCYHKY, apXiTekTypy Pipeline,
sKa po30uBae poOOTY 3aCTOCYHKY Ha OKpeMi MOCIII0BHI KPOKH.

5. CopoekroBaHo iHTep(eiic KopucTyBada, SKUH J10Ja€ TaKi MOMJIMBOCTI
KOPUCTYBauy SIK B3a€MOJIS 3 O0’€KTaMM Ha CIEHl, BIJOOpa)KeHHs Ji€ BOHU
3HAXOJATHCS

6. Po3po0sieHO0 3aCTOCYHOK ISl PEHIEPIHTY Ta peJaryBaHHS TPUBUMIPHOI
CIICHH.

7. llpoBeaeHO MaHyallbHE TECTYBaHHS 3aCTOCYHKY, IO JIOIOMOIJIO BUSIBUTHU

Ta BUMPABUTU NMPOOJIEMHU Ta TOMUJIKH, 1110 BUHUKJIIU 1] 4ac pO3POOKH 3aCTOCYHKY.
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8. AmnpoOlartist pe3ybTaTiB AOCTIIKCHHS:

Yepkac b. B., 3omoryxina O. A. IIpoGieMu 3acTocyBaHHSI peUTpeiCiHTY B
irpax: Marepianu BceykpaiHCbkoi HAyKOBO-TEXHIYHOI KOH(epeHIli “3acTocyBaHHS
IporpaMHOro 3abe3mnedeHHs B 1H(OPMaLIHHO-KOMYHIKAIMHUX TexXHoJoriax’. 24
kBiTHS 2024p., KuiB, JlepxaBuuii yHiBepcuTeT 1HGOPMAaIIMHO-TeIEKOMYHIKAIIIHHUX

texHosorii. 36ipuuk te3. K: JIVIKT, 2024. C. 370-371

[TepcriekTBaMH MMOAAJIBIIOTO PO3BUTKY CUCTEMH € PO3IIUPEHHS MOXKINBOCTEN
pEeHIEpIHTY LUISIXOM JOJAaBaHHS TEKCTypyBaHHS OO’€KTIB Ta 300pa’keHHS Ha
3aqHbOMY (oHi. TakoX JOLLUIBFHOIO OMIIEI CTaHE JOJaBaHHS MIATPUMKHU IMIOPTY
0111101 KUIBKOCTI popmatiB 3D-Mojenelt Ta JOCHIKEHHS 1 BIPOBAHKEHHS THIITUX

METO/I1B ONITUMI3allii peHJEPIHTY.
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JIOJJATOK A. IEMOHCTPAIIIMHI MATEPIAJIA

AEPHABHWIA YHIBEPCUTET
IHSOPMALLIAHO-

o
N oy NEPKABHWUA YHIBEPCUTET IHOOPMALIAHO-KOMYHIKALIMHUX TEXHONOMIA %

y ) x& HABYANBHO-HAYKOBUW IHCTUTYT IHOOPMALIMHUX TEXHONOIA ;{
b, o

KASEOPA IHXXEHEPII NPOMPAMHOIO 3AEE3MNEYEHHSA

o
O,
i, &
”
e & DEQB"
gineering

Po3spofbka 3acTOCYHKY ANaA peHaepiHry ta peaarysaHHa 3D
cueHn moBoto C++

BukoHas cTtyneHT 4 Kypcy

rpynu MA-41
Yepkac borgan BacunboBiny
KepiBHuK poboTu

Kuis — 2024

META, OB’EKT TA NPEOMET OOCNIOXEHHA

® MeTa pobOTU: cnpouweHHs peHaepiHry Ta pegaryBaHHa 3D cueH 3a paxyHoK
BUKOPWUCTaHHSI PENTPENCIHry .

o OO’ekT pocnimKeHHs: npouec peHaepiHry Ta pegaryBaHHs 3D cueH.

e [lpeameT pocnimKeHHSA: NporpaMHi 3acobu peHAepiHry Ta pegaryBaHHst 3D cueH.



SAJAYI AMMNOMHOI POBOTU

1. lMpoBecTu aHani3 MeToaiB 3aCTOCYHKIB A1A peHAepiHry Ta pegaryBaHHsa 3D cueH, B Tomy
ymncni, ocobrmMBOCTI BUKOPUCTAHHS PENTPENCIHTY.

2. MpoBecTn aHania3 Ta obrpyHTYBaHHSA BUOOPY 3acobiB po3pobKy 3aCTOCYHKY ANs
peHaepiHry Ta pegaryBaHHs 3D cueHw.

3. BukoHaT MogentoBaHHS BAMOT [0 3aCTOCYHKy AN peHAepiHry Ta pegaryBaHHs 3D
CLIeHN.

4. lMpoBecTn NPOEKTYBaHHSA apXiTEKTypu Ta iHTepdency KopucTyBaya.

5. Po3pobuTtun 3acTOCyHOK ANsi peHaepiHry Ta pegaryBaHHsi 3D-CLEHM.

6. MpoBecTn TeCTyBaHHSA 3aCTOCYHKY.

AHANI3 AHANOTI'IB

BnactumBocri 3Ds Max Blender LightWave 3D RTracer
PeparyBaHHS cLeHM + + + +
MigTpMmKka pi3HNX BUAOiIB OCBITNEHHSA + - + +
MpocTa y BMKOpUCTaHHI Angd - - + +
HOBauKiB
PeHpepiHr 3 peanicTuyHmUm + - + +

OCBITNEHHAM
3a 0MNOMOIOK PENTPENCIHTY

Bucoka wBnakicTe peHaepiHry B - - - +

peanbHOMY Yaci Npu obmMexeHnx

pecypcax

lMnatdopma Windows | Windows | Windows Windows
0s X 0OS X Linux

Linux



BUMOI'M 0O SACTOCYHKY

®PyHKLiOHanbHi BUMOrn

MoxxnuBicTb peHaepiHry 3D cueH 3a 40NoMOroto penTPEeNnCiHry.
JonaBaHHA Ta BUaaneHHs ob’ekTiB.

YnpaeniHHSA Kamepolo.

MiaTpumka imnopTty 3D-Moaenen Ta eKCrnopTy CTBOPEHUX CLIEH.
HanawTyBaHHA OCBITIEHHS.

o~ D~

HedyHKuUioHanbHi BUMOru
1. Buncoka WwBuaKicTb peHAepiHry B peanbHOMY Yaci- He MeHLe Hixx 30 FPS.

2. MoxnuBicTb poboTu nig ynpasniHHAM onepauinHmx cuctem Windows Ta Linux.

3. CyMicHicTb 3 BigeokapTamu Big pi3HMX BUPOOHUKIB Ta MigTPUMKY PisHWAPI,
3okpeMa Nvidia Ta AMD.
4. OnTtumizoBaHa poboTa 3 NnaMaTTIO, 30KpeEMa NamM’ATTIO BigeokapTu

MPOrPAMHI 3ACOBW PEANIBALII

Visual Studio 2022
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OIATPAMA BAPIAHTIB BUKOPUCTAHHA

Imnopt 3D mogeni

IMnopT cueHn

ExcnopT cuexu 72 /
Kopucrysay 7 /

HanawTysaHHA OCBITNeHHA / /
<<include>4
7 M
;
i
<<Inciude>>

BuKoHaTV peHaepiHr 4 Ve

/ / 7z

s
/<include>>
7

PefaryeaqHs cuexu — -<<Include>>"

3MiHa KOoMbOpy Ta IHTEHCUBHOCTI

OCBITNEHHA

[NopasaxHz 3D mozeni ado chepy

BuaanerHa 3D mogeni abo cohepu

MepemileHHa Ta NoeopoT 0B'ekTy

3MmiHa konbopy o8'exTy

OIATPAMA TOCNIAOBHOCTI POBOTU 3BACTOCYHKY
MNP CTBOPEHHI OB’EKTY HA CLEHI

| HatucHyTv kHonky
H
1

GPUComputing

InputSubsystem SceneSubsystem Subsystem

SDLWindow
Subsystem

UlSubsystem

"CteopuTi OD'ekT"
CTteopuTH 00'€KT

OHOBUTU CLeHY

BiapeHaepuTy CLeHy B TEKCTYpY

CLIEHY V BIKHO

MoxasaTv KopucTyBady BiapeHaepeHry cueHy Ta Ul

T

L BigpexaepuTy BCO

Aictatv pasi
NpO KHOMKW

-~

n

MosepHYTH KHONKK

BinoBpasutu

BIKHO

58
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AOIATPAMA KITACIB

usoL
Window
Texture
Update
Get Screen Height
Get Screen Width
ProcessUlinput
FrocessinputDown e — - 1
nterface .
Update ]
Initialize [ ParseMeshObjectFromFilePath
Update ParseMeshObjectF romDialogWWindow
initiaiize — Destroy
Update
Butions
InputTextFields
L uarL
Qutput buffer Meshes ActiveDevice
Render Context
CompiledGPUProgram Primitives Update
0 0. Kemnel Lights
UlinputText Button Render to buffer AligzanaFacss
Pasition Position
Sie AnSceneNormals
et Text Camera
Color Color SpawnSphere FGPL
Faces Spawnhesh BoundingBox
OnButionClicked Vertices J AddLightSource StartingFacelox
MNormals B a ot (8} StartingVertexlde
emaoveObjec:
UniqueiD StartingNormalidx
BoundingBox RemavelightSource NumFaces
Update UniguelD
ParseMeshObjectFromFile
) . ParsefromSource
Object LightSource [T Feamer.
Pasition Position Pasition
Rotation Type Rotation
Color Calor
Refiection Intensity
Type
Meshlx
Radius

AJ'IEOPI/ITM PEHOEPIHTY

3reHepyBaTh NPOMIHbL Ha

OCHOBI KOOPAUHAT NiKCeNio

Mepe.iputi yn Mpomiks
NepeTUHaETLCA P Tak (OBpaxyBaTit HopMans 00'eKTy
NPOMiH 3 0G'eKTamu Y TouLli NepeTyHy 3 NpOMeHeM
Ha cueHi
Hi OBpaxyeat (oHose
po3cieHe Ta A3epKanbHe
OCBITNEHHA, ANA KONbOPY
TOuKM
N — (CkoMBityeaTi Konip kepena oceiTneHHs| TaK
aknac P 00'eKTY 3HauaeHoro Ta obpaxoBaHuit Konip 06'ekTy Ha TouLi
[N13epKANLHIM MPOMEHEM Ha BXE
oGpaxoBaHuit Konip 06'ekTy 3
[13epKansHOK NOBEPXHEI
Tak
Un € we pxepena

OCBITNEHHA?
IPOMIHb NepeTUHaeTbCA

34MMOCh?

HEPSEIPMTM 41 NepeTMHAETLCA NPOMIHD 3
06'ekTamn Ha CueHi

loBepXHA 00'eKTY A3epKanbHa’

i

3reHepyBaTyt NPOMiH BIA
TOYKN NEPETUHY 3 06'EKTOM y
HaNpPAMKY BUPaXOBaHOI i
pailue Hopmani

10
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EKPAHHI ®OPMIU

Spawn Sphere

Spawn Mesh

CueHa 1: 4 ccepu pi3HOTO Konbopy Ta 3 Pi3HUM BiAa3epKaneHHsam ,
2 oKepena cBiTrna, mogenb Koposu. MepLlumnin pakypc 1 1

EKPAHHI @OPMU

Spawn Sphere

Spawn Mesh

CueHa 1: 4 ccdepu pisHOro Korbopy Ta 3 pidHUM BifA3epKaneHHaMm ,
2 [xeperna cBiTna, Mofernb Koposu. [pyruii pakypc 1 2



Spawn Sphere

EKPAHHI ®OPMIU

CueHa 1: 4 cdepu pisHOro Korbopy Ta 3 pidHUM BifA3epKarneHHaMm ,
2 mKepena cBiTna, Moaenb KopoBu. TpeTin pakypc - 06’eKTu nepemillieHi, JogaHo cdepy

EKPAHHI ©@OPMIU

Spawn Sphere

Spawn Mesh

CueHa 1: 4 ccdepu pisHOro Korbopy Ta 3 pidHUM BifA3epKaneHHaMm ,
2 [xepena cBiTna, Mogerb KOpoBu

61

13

14



62

EKPAHHI @OPMU

Spawn Sphere

CueHa 2: 4 cpepn pisHOMO KOMbOpY Ta 3 PisHUM BigA3epKaneHHsM |,
2 [oKeperna cBiTna, Moderb BYIMYHOTO fixTaps 1 5

OEMOHCTPALIA POBOTW MNMPOIPAMU

GeForce Experience

Tpancasuin HAXUBO

@ e

Y v R

16



1.

ATPOBALIA PE3YIIBTATIB AOCHIOXEHHA

Yepkac b. B., 3onotyxiHa O. A. 1pobnemu 3acTocyBaHHA PENTP
irpax: Matepianu BceykpaiHCBKOT HayKOBO-TEXHIYHOT KOHpbepeHLUil

YHiBepcUTET iHhopMaLiiHO-TENEKOMYHIKaLINHWX TeXHomorir. 36ipHUK Tes.
K: OYIKT, 2024. C. 370-371

BMCHOBKW

. MpoBegeHo aHani3 Ta XxapaKTepUCTUKY ICHYIOUMX TPUBMMIPHUX rpadpidHUX pedaKkTopiB 3a paxyHOK 4oro

Oyno BMABMNEHO X CUIbHI | cnabki cTopoHn Ta Byno cdopmMoBaHO GayeHHst, SKUIA PYHKLiOHAN NOBWMHEH

MaTn 3aCTOCYHOK.

. BubpaHo 3acobu ans po3pobku 3actocyHky: OpenCL anst poGotu 3 BigeokapToto, 60 Le npocta Ans

OCBOEHHA TEeXHOMOorA sKka npautoe 3 BigeokapTramu pisHMX BUpoOHUKIB Ta Gibnioteky SDL 4yepes ii

KpoccnnaTOpMEHHICTb .

. HPOBeﬂeHO MoJentoBaHHA BMMOI O NporpamMmHoro 3abe3neyeHHst i Ha OCHOBI LIbOrO o6paHo OCHOBY

Ona apXiTeKTypyu 3acTOCYHKy, apxitektypy Pipeline, gka po3buBae poboTy 3acTOCYHKY Ha OKpeMi

MOCNiOOBHI KPOKW.

. CnpoekToBaHoO iHTepdenc KopucTyBaya, SKMA Jodae TaKi MOXIMBOCTI KOPUCTYBaydy K B3aemogis 3

o6’eKTaMm Ha cLieHi, BigoBpaXeH HA [1e BOHW 3HaXoaAaThes.

5. Po3poBrneHo 3acTOCYHOK A1l peHaepiHry Ta pefaryBaHHS TPUBUMIPHOT CLEHM.

. 30OiCcHEeHO MaHyarbHe TecCTyBaHHSA 3aCTOCYHKY.
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JOIJATOK b. ICTUHI'X IPOT'PAMHUX MOAYJIIB

#pragma once
#define CL_ HPP. TARGET OPENCL VERSION 300

#include <CL/cLhpp>
#include <cmath>
#include "SDL _stdinc.h"

struct FRotator;
struct FQuaternion;

struct FQuaternion
{
cl float4 InnerQuat;
FQuaternion(cl_float inX = 0.1, cl_float inY =
0.f, cl_float inZ = 0., cl_float inW = 1.f)
: InnerQuat{inX, inY, inZ, inW} {}

FQuaternion(cl_float4 InQuatVector)
: InnerQuat{ InQuatVector } {}

FRotator ToRotator() const;

FQuaternion& operator=(const FQuaternion&

Q)
{
InnerQuat = q.InnerQuat;
return *this;
}
cl float4 RotateVector(cl float4 InVector)
const;

FQuaternion operator*(const FQuaternion&
OtherQuat) const
{
return FQuaternion(

InnerQuat.w *
OtherQuat.InnerQuat.x + InnerQuat.x *
OtherQuat.InnerQuat.w + InnerQuat.y *
OtherQuat.InnerQuat.z - InnerQuat.z *
OtherQuat.InnerQuat.y,

InnerQuat.w *
OtherQuat.InnerQuat.y - InnerQuat.x *
OtherQuat.InnerQuat.z + InnerQuat.y *
OtherQuat.InnerQuat.w + InnerQuat.z *
OtherQuat.InnerQuat.x,

InnerQuat.w *
OtherQuat.InnerQuat.z + InnerQuat.x *
OtherQuat.InnerQuat.y - InnerQuat.y *
OtherQuat.InnerQuat.x + InnerQuat.z *
OtherQuat.InnerQuat.w,

InnerQuat.w *
OtherQuat.InnerQuat.w - InnerQuat.x *
OtherQuat.InnerQuat.x - InnerQuat.y *
OtherQuat.InnerQuat.y - InnerQuat.z *
OtherQuat.InnerQuat.z

)

FMath.h

}

FQuaternion Conjugate() const

{

return FQuaternion(-InnerQuat.x, -
InnerQuat.y, -InnerQuat.z, InnerQuat.w);

H
15
struct FRotator
{
// Representation in degrees
cl_float Roll;
cl_float Pitch;
cl float Yaw;
cl_float4 ToFloat4() const;
FQuaternion ToQuaternion() const;
static FRotator FromFloat4Degrees(cl_float4
InData);
static FRotator FromFloat4Radians(cl_float4
InData);
15
class FMath
{
public:

static cl_float GetRadians(cl float Angle);
static cl_float GetDegrees(cl float Angle);

static ¢l _float4 GetRadiansVector(cl float4
Angle);

static cl_float4 GetDegreesVector(cl float4
Angle);

static bool SquareEquation(cl_float3
Parameters, cl_float& OutResult);

static cl_float4
RotateVectorByDegrees(cl_float4 InVector, cl float4
InEulerDegrees);

static cl_float4
RotateVectorByRadians(cl float4 InVector, cl float4
InEulerRadians);

static cl_float VectorLength(cl float4 v)

{
return sqrt(v.x * v + vy * vy + vz *
v.Z);
}
static cl_float4 NormalizeVector(cl float3 v)
{
cl_float len = VectorLength(v);
if (len > 0.0f)
{
v.x /= len;



v.y /=len;
v.z /= len;
}

return v;

}

static cl_float4 SetVectorLength(cl float3 v,
cl_float newlength)
{
cl float4 Normalized =
NormalizeVector(v);
Normalized.x /= fabs(newlength);
Normalized.y /= fabs(newlength);
Normalized.z /= fabs(newlength);
return Normalized;

H
static cl_float4 CrossProduct(cl float4 A,
cl_float4 B)
{
cl_float4 Result;
Result.x =A.y *B.z- A.z * B.y;
Resulty=A.z * B.x - Ax * B.z;
Resultz=Ax *B.y-A.y * Bx;
return Result;
}
static float DotProduct(cl float4 A, cl float4
B)
{
return {AX *Bx+Ay*By+Az*
B.z};
H
static bool sq_equation(cl_float4 InEquation,
float& OutResult)
{
float  t[2];
float  discriminant;
float  tmp;

discriminant = pow(InEquation.y, 2) -
(4 * InEquation.x * InEquation.z);
if (discriminant < 0)

return (0);
else if (discriminant > 0)
discriminant =
sqrt(discriminant);
t[0] = (-InEquation.y - discriminant) /
InEquation.x / 2;

t[1] = (-InEquation.y + discriminant)
/ InEquation.x / 2;

if (t[0] < 0 && t[1] < 0)

{
return false;
}
if ({[0] >=0 && t[1] >=0)
{

OutResult = std::min(t[0],
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else
{
OutResult = std::max(t[0],
t[1]);
§
return (true);
}
static cl_float4 VectorAdd(cl float4 A,
cl float4 B)
{ return { A.x+B.x,A.y+B.y,Az+
B.z };
¥
¥

GPUComputingSubsystem.h

#pragma once
#define CL_ HPP. TARGET OPENCL_ VERSION 300

#include "ISubsystemlInterface.h"
#include <CL/cLhpp>

#include <vector>

#include "Object.h"

class USceneSubsystem;

class IGPUProgram
{
public:
IGPUProgram() = delete;
IGPUProgram(cl::Context& InContext,
cl::CommandQueue& InCommandQueue, cl::Device&
InActiveDevice);

cl::Context& Context;
cl::CommandQueue& CommandQueue;
cl::Device& ActiveDevice;

cl::Program Program;
cl::Buffer OutputBuffer;
cl::Kernel Kernel,

virtual void Initialize() = 0;
virtual bool RunProgram() = 0;
virtual void PrepareProgram() = 0;

cl::Buffer PrimitivesBuffer;
cl::Buffer LightsBuffer;
cl::Buffer SceneDataBuffer;
cl::Buffer MeshesBuffer;
cl::Buffer VerticesBuffer;
cl::Buffer FacesBuffer;
cl::Buffer NormalsBuffer;

b

class MainRaytracingProgram : public IGPUProgram



{
public:
MainRaytracingProgram() = delete;
MainRaytracingProgram(cl::Context&
InContext, cl::CommandQueue& InCommandQueue,
cl::Device& InActiveDevice);
virtual void Initialize() override;
virtual bool RunProgram() override;
virtual void PrepareProgram() override;
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class UGPUComputingSubsystem : public
[SubsystemlInterface
{
public:
// Inherited via ISubsystemlInterface
bool Initialize() override;
bool Update(float InDeltaTime) override;
std::string GetSubsystemName() const
override;
void Destroy() override;

static UGPUComputingSubsystem& Get()
{
static UGPUComputingSubsystem
GPUComputingSubsystem;
return GPUComputingSubsystem;
}

std::unique ptr<MainRaytracingProgram>
MainProgram;

private:

void PrintDevicelnfo(const cl::Device&
InDevice) const;

std::vector<cl::Platform> Platforms;
cl::Platform ActivePlatform;
std::vector<cl::Device> Devices;
cl::Device ActiveDevice;

cl::Context Context;
cl::CommandQueue CommandQueue;

IntersectTest.h

#pragma once

#define CL_ HPP. TARGET OPENCL_ VERSION 300
#define EPSILON 0.0001f

#include <CL/cLhpp>

#include "Object.h"

#include "USceneSubsystem.h"
#include "FMath.h"

struct Ray

{
cl float4 Origin;

66

cl float4 Direction;
cl_float DirectionDot;

static Ray CreateRay(cl_float4 InOrigin,
cl float4 InDirection);

55
struct Intersection
{
bool hit;
float t;
Vertex point;
Normal normal;
std::shared ptr<FMeshObject> Object;
FObject Primitive;
¥5

bool RaySpherelntersect(const Ray& ray, const
FObject& sphere, float& OutDistance);

bool RayTriangleIntersect(const Ray& ray, const
Vertex& v0, const Vertex& v1, const Vertex& v2,
float& t, float& u, float& v);

Intersection RayMeshlIntersect(const Ray& ray, const
FMeshObject& mesh, const FObject& Primitive);
Intersection DoPixellntersectTest(cl_int x, cl_int y);

ISubsystemInterface.h

#pragma once
#include <string>

// Interface that declare basic subsystem methods
class ISubsystemlInterface

{
public:
[SubsystemlInterface() {}

ISubsystemlInterface(const
ISubsystemlInterface&) = delete;

ISubsystemInterface& operator=(const
ISubsystemlInterface&) = delete;

virtual bool Initialize() = 0;
virtual bool Update(float InDeltaTime) = 0;

virtual std::string GetSubsystemName() const

virtual void Destroy() = 0;

Layout.h

#pragma once



#define CL_HPP_TARGET OPENCL_VERSION 300

#include <CL/cl.hpp>
#include "SDL.h"
#include "Object.h"

struct FOnButtonClickedDelegate
{

std::function<void(bool)> Pointer;

void Bind(std::function<void(bool)>
InFunction)

{
Pointer = InFunction;
H
void ExecutelfBound(bool bClicked)
{
if (Pointer)
{
Pointer(bClicked);
H
H
15
struct FOnTextUpdatedDelegate
{
std::function<void(std::string)> Pointer;
void BindStr(std::function<void(std::string)>
InFunction)
{
Pointer = InFunction;
H
void ExecutelfBound(std::string InText)
{
if (Pointer)
{
Pointer(InText);
H
H
15
class ILayoutElement
{
public:
cl_bool IsPointedByMouse(cl_int InX, cl_int
InY);
virtual void Render() = 0;
virtual cl_float2 GetSize() const = 0;
virtual cl_float2 GetPosition() const = 0;
virtual const FColor& GetBorderColor() const
=0;
virtual const FColor& GetFillColor() const =
0;
15

class UIPanel : public ILayoutElement
{
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public:

static std::shared ptr<UIPanel>
CreateUIPanel(cl_int2 InPosition, cl_int2 InSize,
FColor BorderColor, FColor FillColor);

UIPanel() = delete;
UIPanel(cl_int2 InPosition, cl_int2 InSize,
FColor BorderColor, FColor FillColor);

void Render() override;

cl float2 GetSize() const override;

cl float2 GetPosition() const override;

const FColor& GetBorderColor() const
override;

const FColor& GetFillColor() const override;

SDL_Rect Rect;

FColor BorderColor;
FColor FillColor;
I8
class UIButton : public ILayoutElement
{
public:

static std::shared ptr<UIButton>
CreateUIButton(cl int2 InPosition, cl_int2 InSize,
std::string InText, FColor InTextColor, FColor
BorderColor, FColor FillColor, cl_int2 InPadding = {
0,0});

UlIButton() = delete;

UlButton(cl_int2 InPosition, cl_int2 InSize,
std::string InText, FColor InTextColor, FColor
BorderColor, FColor FillColor, cl_int2 InPadding = {
0,0});

virtual ¢l _float2 GetSize() const override;

virtual ¢l _float2 GetPosition() const override;

virtual const FColor& GetBorderColor() const
override;

virtual const FColor& GetFillColor() const
override;

virtual void Render() override;

void UpdateText(std::string NewText, FColor
InTextColor, cl_int2 InPadding = { 0, 0 });

bool IsHovered() const;
void OnButtonClicked(bool bClicked);

std::unique_ptr<SDL_Texture,
std::function<void(SDL_Texture*)>> Texture;

std::string Text;

SDL_Rect Rect;

FColor TextColor;

FColor BorderColor;

FColor FillColor;

cl_int2 Padding;

SDL Rect TextRect;



FOnButtonClickedDelegate
OnButtonClickedDelegate;

bool blsHovered = false;
bool blsClicked = false;

b

class UllnputText : public ILayoutElement
{
public:

static std::shared ptr<UllnputText>
CreateUIInputText(cl_int2 InPosition, cl_int2 InSize,
FColor InTextColor, FColor BorderColor, FColor
FillColor, cl_int2 InPadding = { 5, 5 });

UllnputText() = delete;
UllnputText(cl_int2 InPosition, cl_int2 InSize,
FColor InTextColor, FColor InBorderColor, FColor
InFillColor, cl_int2 InPadding= { 5,5 }):
Texture(nullptr,
&SDL_DestroyTexture),
Rect{ (int)InPosition.x,
(int)InPosition.y, (int)InSize.x, (int)InSize.y },
TextColor(InTextColor),
BorderColor(InBorderColor),
FillColor(InFillColor),
Padding(InPadding),
TextRect(0, 0, 0, 0)
{
§

virtual cl_float2 GetSize() const override {
return { (cl_float)Rect.w, (cl_float)Rect.h }; }

virtual cl_float2 GetPosition() const override {
return { (cl_float)Rect.x, (cl_float)Rect.y }; }

virtual const FColor& GetBorderColor() const
override { return BorderColor; }

virtual const FColor& GetFillColor() const
override { return FillColor; }

virtual void Render() override;

void UpdateText(std::string InString, bool
bRemoveSymbol = false);

void Applylnput();

std::unique ptr<SDL _Texture,
std::function<void(SDL_Texture*)>> Texture;

std::string Text;

SDL _Rect Rect;

FColor TextColor;

FColor BorderColor;

FColor FillColor;

cl_int2 Padding;

SDL_Rect TextRect;

bool bIsHovered = false;
bool blsClicked = false;
bool blsActive = false;

FOnTextUpdatedDelegate
OnTextUpdatedDelegate;

}s
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MeshObjectParser.h

#pragma once

#include <math.h>

#include <memory>

#include "Object.h"

#include "ISubsystemInterface.h"

class UMeshObjectParserSubsystem :
[SubsystemlInterface

{
public:

UMeshObjectParserSubsystem() {}

// Inherited via ISubsystemlInterface

bool Initialize() override;

bool Update(float InDeltaTime) override {
return false; }

void Destroy() override;

std::string GetSubsystemName() const
override;

static UMeshObjectParserSubsystem& Get()

{
static UMeshObjectParserSubsystem

MeshObjectParserSubsystem;
return MeshObjectParserSubsystem;

}

std::shared ptr<FMeshObject>
ParseMeshObjectFromFile(std::wstring InFilePath);

std::shared ptr<FMeshObject>
ParseMeshObjectFromDialogWindow();

private:

std::wstring OpenFileWinAPI();

Object.h

#pragma once
#define CL HPP. TARGET OPENCL VERSION 300
#include <CL/cl.hpp>

using Vertex = cl_float4;
using Normal = cl_float4;
using FColor = cl_int4;
using UV =cl_float2;

enum class EObjectType : cl_uint

{
Sphere = 1,



Plane =2,
Mesh =3
15
struct alignas(16) FFace
cl int4 Vertices = { -1, -1, -1 };
cl int4 Normals = {-1, -1, -1};
cl _int4 TexCoords = { -1, -1, -1 };

cl float4 PreComputedNormal;

}5

struct alignas(16) FMeshObject

{
cl::vector<FFace> Faces;
cl::vector<Vertex> Vertices;
cl::vector<Normal> Normals;
cl::vector<UV> TextureCoords;
cl float4 BoundingBox[2];
cl_int UniquelD =-1;

}5

struct alignas(16) FGPUMeshObject

{
cl float4 BoundingBox[2];
cl int StartingFaceldx = 0;
cl_int StartingVertexIdx = 0;
cl_int StartingNormalldx = 0;
cl int StartingTexCoordldx = 0;
cl_int NumFaces = 0;
cl_int UniquelD = -1;

15

struct alignas(16) FObject

cl_float4 center = {0, 0, 0};
cl float4 axis={0,0,0 };
cl_float4 normal={0,0,0 };
FColor color={0,0,0 };

cl float pow_radius = 0;
cl_float reflection = 0;

cl_int specularity = -1;

cl_int meshidx = 0;

cl_int type = 0;

cl int Idx = 0;
15

struct alignas(16) FSphereObject : public FObject

FSphereObject(cl _float3 InOrigin, cl float
InRadius, FColor InColor, cl_float InReflection);

static FObject ConstructSphere(cl float3
InOrigin, cl_float InRadius, FColor InColor, cl_float

InReflection);

¥

Pixel.h

#pragma once
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#define CL_ HPP. TARGET OPENCL VERSION 300

#include "Cl/cl.hpp"

using Pixel = ¢l uint;

SDLWindowSubsystem.h

#pragma once

#include "ISubsystemlInterface.h"
#include "SDL.h"

#include "SDL ttf.h"

#include <memory>

#include <functional>

#include "Pixel.h"

#include "Object.h"

using SDL_UniqueSurface =
std::unique_ptr<SDL_Surface,
std::function<void(SDL_Surface*)>>;
using SDL_UniqueTexture =
std::unique_ptr<SDL_Texture,
std::function<void(SDL_Texture*)>>;

using SDL_UniqueFont = std::unique ptr<TTF Font,

std::function<void(TTF_Font*)>>;
using SDL_UniqueWindow =
std::unique ptr<SDL Window,
std::function<void(SDL_Window*)>>;
using SDL_UniqueRenderer =
std::unique ptr<SDL_Renderer,
std::function<void(SDL_Renderer*)>>;

class USDLWindowSubsystem : public
ISubsystemlInterface

{
public:
USDLWindowSubsystem();

// ISubsystemInterface begin
virtual bool Initialize() override;

bool Update(float InDeltaTime) override;
std::string GetSubsystemName() const

override;
void Destroy() override;
// ISubsystemlInterface end

void DrawFontText(std::string InText,

SDL_Color InColor, cl_int2 Position);

static USDLWindowSubsystem& Get()

{

SDLWindowSubsystem;

static USDLWindowSubsystem



return SDLWindowSubsystem;
H

Pixel* UnlockCanvas() const;
void LockCanvas() const;

cl_int GetRenderHeight() const;
cl_int GetRenderWidth() const;
cl_int GetRenderPixelsSize() const;

SDL UniqueWindow Window;
SDL_UniqueRenderer Renderer;
SDL_UniqueTexture MainRenderTexture;
SDL_UniqueFont Font;

UlnputSubsystem.h

#pragma once
#define CL_HPP_TARGET OPENCL_VERSION 300

#include "ISubsystemlInterface.h"
#include <CL/cLhpp>
#include "SDL.h"

class UlnputSubsystem : public [SubsystemlInterface

{
public:

// Inherited via ISubsystemInterface

bool Initialize() override;

bool Update(float InDeltaTime) override;

std::string GetSubsystemName() const
override;

void Destroy() override;

bool InnerUpdate(float InDeltaTime);

void ProcessInputDown(SDL_Event InEvent,
cl float DeltaTime);

void ProcessInputUp(SDL_Event InEvent,
cl float DeltaTime);

void ProcessMouseMotion(SDL_Event
InEvent, cl_float DeltaTime);

void ProcessUlInput(SDL_Event InEvent,
cl float DeltaTime);

static UInputSubsystem& Get()

{
static UInputSubsystem
InputSubsystem;
return InputSubsystem;
H

cl_int2 MousePosition;
bool bLeftMouseButtonDown = false;
bool bRightMouseButtonDown = false;

std::string CurrentInputText;
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private:

bool bHasForwardMovementInput = false;
bool bHasBackwardMovementInput = false;
bool bHasLeftMovementInput = false;

bool bHasRightMovementInput = false;
bool bHasUpMovementInput = false;

bool bHasDownMovementInput = false;

bool bHasUpRotationInput = false;
bool bHasDownRotationInput = false;
bool bHasLeftRotationInput = false;
bool bHasRightRotationInput = false;

cl_float MovementSpeed = 10.f;
cl float RotationSpeed = 1.1;

USceneSubsystem.h

#pragma once

#include "ISubsystemlInterface.h"
#include "Object.h"

struct alignas(16) FCamera

{
cl_float4 Origin = { 0.1, 0.f, 0.f, 0.f };
// In Radians
cl float4 Rotation = { 0.f, 0.f, 0.f, 0.f };
15

struct alignas(16) FLightSource

cl_float4 Origin;
FColor Color;

cl float Intensity = 1.f;
cl intldx =-1;

¥
struct alignas(16) FSceneData

FCamera Camera;
FColor AmbientLightColor = { 0xff, 0xff,
0xff, 0 };

cl float ScreenRelativeDistance;
cl_float ScreenRelativeWidth;
cl float ScreenRelativeHeight;

cl_float RelationX;
cl _float RelationY;

cl_int WindowHeight;
cl int WindowWidth;

cl float AmbientLightIntensity = 1.f;



cl_uint NumPixels = 0;

cl _uint NumFaces = 0;
cl_uint NumPrimitives = 0;
cl_uint NumMeshes = 0;
cl_uint NumLightSources = 0;
cl_uint NumVertices = 0;
cl_uint NumNormals = 0;
cl_uint NumTexCoords = 0;

cl_int RecursionLevel = 100.f;

3

class alignas(16) USceneSubsystem : public
[SubsystemlInterface

{
public:

USceneSubsystem();

bool Initialize() override;

bool Update(float InDeltaTime) override;

std::string GetSubsystemName() const
override;

void Destroy() override;

static USceneSubsystem& Get()

{
static USceneSubsystem
SceneSubsystem;
return SceneSubsystem;
H

void SpawnLightSource(cl float4 Origin =
{0.f, 2.f, 0.f, 0.f}, FColor Color = {255, 255, 255, 0},
cl_float Intensity = 1.1);

FLightSource* GetChosenLightSource(cl int*
IndexInArray = nullptr);

void ChooseNextLightSource();

void ChoosePrevLightSource();

void RemoveChosenLightSource();

void SpawnSphere(cl_float3 InOrigin = {0.f,
0.f, 0.f}, cl_float InRadius = 1., FColor InColor =
{127,127, 127}, cl_float InReflection = 0.5f);

void SpawnMesh(cl_float3 InOrigin = { 0.1,
0.f, 0.f }, FColor InColor = { 127, 127, 127 }, cl_float
InReflection = 0.f);

void DestroyChosenObject();

FObject* GetChosenObject();

void MoveChosenObject(cl float4
Movement);

void MoveChosenSphere(FObject& Sphere,
cl float4 Movement);

void MoveChosenMesh(FObject&
MeshPrimitive, cl_float4 Movement);

void
AddMeshToScene(std::shared ptr<FMeshObject>
NewMesh);
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void
UpdateMeshInScene(std::shared ptr<FMeshObject>
InMesh, cl_float4 NewLocation, cl_float4
NewRotation);

bool FindGPUMeshByID(cl_int InUniquelD,
FGPUMeshObject& OutObject);

void OnSceneUpdated();

void
ComputeBoundingBoxForMesh(FMeshObject&
InMesh);

//MeshObject&
ChooseObjectVialntersect(cl_int2 IntersectionPixel);

std::unique ptr<FSceneData> SceneData;

cl::vector<std::shared ptr<FMeshObject>>
Meshes;

cl::vector<FGPUMeshObject>
OptimizedMeshes;

cl::vector<FObject> Primitives;

cl::vector<FLightSource> Lights;

cl::vector<FFace> AllSceneFaces;
cl::vector<Vertex> AllSceneVertices;
cl::vector<Normal> AllSceneNormals;
cl::vector<UV> AllSceneTexCoords;

cl_int ChosenObjectldx = -1;
cl_int MaxIdx = -1;

cl_int MaxLightSourceldx = -1;
cl_int ChosenLightSourceldx = -1;

UUISubsystem.h

#pragma once
#define CL_ HPP. TARGET OPENCL_VERSION 300

#include "ISubsystemlInterface.h"
#include <CL/cl.hpp>

#include "SDL.h"

#include "Object.h"

#include "Layout.h"

class UUISubsystem : public ISubsystemlInterface

{
public:

bool Initialize() override;

bool Update(float InDeltaTime) override;

std::string GetSubsystemName() const
override;

void Destroy() override;



std::shared ptr<UllnputText>
GetActivelnputTextField() const;

cl::vector<std::shared ptr<UIButton>>
Buttons;

cl::vector<std::shared ptr<UIPanel>> Panels;

cl::vector<std::shared ptr<UllnputText>>
InputTextFields;

static UUISubsystem& Get()

{
static UUISubsystem UISubsystem;
return UISubsystem;

}

std::shared ptr<UIButton>
SpawnSphereButton;

std::shared ptr<UIButton>
SpawnObjectButton;

std::shared ptr<UIButton>
DestroyObjectButton;

std::shared ptr<UIButton>
ChosenObjectLocationText;

std::shared ptr<UllnputText>
ChosenObjectLocationX;

std::shared ptr<UlInputText>
ChosenObjectLocationY;;

std::shared ptr<UlInputText>
ChosenObjectLocationZ;

std::shared ptr<UIButton>
ChosenObjectColorText;

std::shared ptr<UlInputText>
ChosenObjectColorX;

std::shared ptr<UllnputText>
ChosenObjectColorY;

std::shared ptr<UlInputText>
ChosenObjectColorZ;

std::shared ptr<UIButton>
ChosenObjectReflectionText;

std::shared ptr<UllnputText>
ChosenObjectReflection;

std::shared ptr<UIButton>
ReflectionlterationsText;

std::shared ptr<UlInputText>
Reflectionlterations;

// Light source buttons

std::shared ptr<UIButton>
ChosenLightSourceLocationText;
std::shared ptr<UlInputText>
ChosenLightSourceLocationX;
std::shared ptr<UllnputText>
ChosenLightSourceLocationY;
std::shared ptr<UlInputText>
ChosenLightSourceLocationZ;
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std::shared ptr<UIButton>
SpawnLightSource;

std::shared ptr<UIButton>
ChooseNextLightSource;

std::shared ptr<UIButton>
ChoosePrevLightSource;

std::shared ptr<UIButton>
ChosenLightSourceColorText;
std::shared ptr<UllnputText>
ChosenLightSourceColorX;
std::shared ptr<UllnputText>
ChosenLightSourceColorY;
std::shared ptr<UllnputText>
ChosenLightSourceColorZ;

std::shared ptr<UIButton>
ChosenLightSourcelntensityText;

std::shared ptr<UllnputText>
ChosenLightSourcelntensity;

std::shared ptr<UIButton>
DestroyLightSourceButton;

}s

FMath.cpp

#include "FMath.h"
#pragma optimize("", off)

cl float FMath::GetRadians(cl float Angle)

{
constexpr cl_float HalfCircle = 180.f;
return (cl_float)M_PI * Angle / HalfCircle;

}

cl_float FMath::GetDegrees(cl_float Radians)
{
constexpr cl_float HalfCircle = 180.f;
return Radians * (HalfCircle /
(cl_float)M_PI);
i

cl float4 FMath::GetRadiansVector(cl float4 Angle)

{
return { GetRadians(Angle.x),
GetRadians(Angle.y), GetRadians(Angle.z) };

}

cl_float4 FMath::GetDegreesVector(cl float4 Angle)
{

return { GetDegrees(Angle.x),
GetDegrees(Angle.y), GetDegrees(Angle.z) };

}

bool FMath::SquareEquation(cl_float3 Parameters,
cl float& OutResult)

{
cl_float PossibeResults[2];



cl float Discriminant;

Discriminant = (Parameters.y * Parameters.y)
- (4 * Parameters.x * Parameters.z);
if (Discriminant < 0.f)
return (false);
else if (Discriminant > 0)
Discriminant = sqrt(Discriminant);
PossibeResults[0] = (-Parameters.y -
Discriminant) / Parameters.x / 2;
PossibeResults[1] = (-Parameters.y +
Discriminant) / Parameters.x / 2;
if (PossibeResults[0] < 0 &&
PossibeResults[1] < 0)
return (false);

PossibeResults[0] = std::max<cl_float>(0.f,
PossibeResults[0]);

PossibeResults[1] = std::max<cl_float>(0.f,
PossibeResults[1]);

OutResult =
std::min<cl_float>(PossibeResults[0],
PossibeResults[1]);

return (true);

}

cl float4 FMath::RotateVectorByDegrees(cl float4
InVector, cl_float4 InEulerDegrees)
{

return
FRotator::FromFloat4Degrees(InEulerDegrees). ToQuat
ernion().RotateVector(InVector);

}

cl float4 FMath::RotateVectorByRadians(cl float4
InVector, cl_float4 InEulerRadians)

{

return
FRotator::FromFloat4Radians(InEulerRadians). ToQuat
ernion().RotateVector(InVector);

}

cl float4 FRotator::ToFloat4() const

{

return { FMath::GetRadians(Roll),
FMath::GetRadians(Pitch), FMath::GetRadians(Yaw)
15
H

FQuaternion FRotator::ToQuaternion() const

{
cl floatcy =
(cl_float)cos(FMath::GetRadians(Yaw) * 0.5);
cl float sy =
(cl_float)sin(FMath::GetRadians(Yaw) * 0.5);
cl floatcp =
(cl_float)cos(FMath::GetRadians(Pitch) * 0.5);
cl floatsp =
(cl_float)sin(FMath::GetRadians(Pitch) * 0.5);
cl floatcr=
(cl_float)cos(FMath::GetRadians(Roll) * 0.5);
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cl float sr=
(cl_float)sin(FMath::GetRadians(Roll) * 0.5);

FQuaternion Quat;
Quat.InnerQuat.w =cr * cp * cy + sr * sp *

DA
Quat.InnerQuat.x = sr * cp * cy - cr * sp * sy;
Quat.InnerQuat.y = cr * sp * cy + sr * cp * sy;
Quat.InnerQuat.z = cr * cp * sy - sr * sp * cy;
return Quat;

}

FRotator FRotator::FromFloat4Degrees(cl float4
InData)

{
FRotator Rotator;
Rotator.Roll = InData.x;
Rotator.Pitch = InData.y;
Rotator.Yaw = InData.z;
return Rotator;

}

FRotator FRotator::FromFloat4Radians(cl float4
InData)

{
FRotator Rotator;
Rotator.Roll = FMath::GetDegrees(InData.x);
Rotator.Pitch = FMath::GetDegrees(InData.y);
Rotator.Yaw = FMath::GetDegrees(InData.z);
return Rotator;

}

FRotator FQuaternion::ToRotator() const

{

FRotator Rotator;

// Roll (x-axis rotation)

cl float sinr_cosp =2 * (InnerQuat.w *
InnerQuat.x + InnerQuat.y * InnerQuat.z);

cl float cosr cosp =1 - 2 * (InnerQuat.x *
InnerQuat.x + InnerQuat.y * InnerQuat.y);

Rotator.Roll = atan2(sinr_cosp, cosr_cosp);

// Pitch (y-axis rotation)
cl_float sinp =2 * (InnerQuat.w * InnerQuat.y
- InnerQuat.z * InnerQuat.x);
if (abs(sinp) >= 1)
Rotator.Pitch =
(cl_float)copysign(M_PI/ 2, sinp);
else
Rotator.Pitch = asin(sinp);

// Yaw (z-axis rotation)

cl float siny cosp =2 * (InnerQuat.w *
InnerQuat.z + InnerQuat.x * InnerQuat.y);

cl _float cosy cosp =1 -2 * (InnerQuat.y *
InnerQuat.y + InnerQuat.z * InnerQuat.z);

Rotator. Yaw = atan2(siny_cosp, cosy_cosp);



/I Convertion to degrees

Rotator.Roll = Rotator.Roll * (180.0 / M_PI);

Rotator.Pitch = Rotator.Pitch * (180.0 /
M_PI);

Rotator. Yaw = Rotator.Yaw * (180.0 / M_PI);

return Rotator;

}

cl float4 FQuaternion::RotateVector(cl float4
InVector) const
{
FQuaternion VectorQuat(InVector.x,
InVector.y, InVector.z, 0.1);
FQuaternion QuatConjugate = Conjugate();
FQuaternion Result = *this * VectorQuat *
QuatConjugate;

return cl_float4 {Result.InnerQuat.x,
Result.InnerQuat.y, Result.InnerQuat.z};

}

GPUComputingSubsystem.cpp

#include "GPUComputingSubsystem.h"
#include <iostream>

#include <istream>

#include <fstream>

#include "Object.h"

#include "USceneSubsystem.h"
#include "Pixel.h"

#include "SDLWindowSubsystem.h"

#pragma optimize("", off)

IGPUProgram::1IGPUProgram(cl::Context& InContext,
cl::CommandQueue& InCommandQueue, cl::Device&
InActiveDevice) : Context(InContext),
CommandQueue(InCommandQueue),
ActiveDevice(InActiveDevice) {}

MainRaytracingProgram::MainRaytracingProgram(cl::
Context& InContext, cl::CommandQueue&
InCommandQueue, cl::Device& InActiveDevice) :
IGPUProgram(InContext, InCommandQueue,
InActiveDevice) {}

void MainRaytracingProgram::Initialize()
{

std::ofstream
OutputStream("MainRaytracingProgram_outputlog.txt

");

cl_int Error;
std::ifstream
kernel_file("Resources/OpenCLPrograms/render.cl");
cl::string
src(std::istreambuf iterator<char>(kernel file),
(std::istreambuf iterator<char>()));
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cl::Program::Sources sources{ src };
Program = cl::Program(Context, sources, &Error);
if (Error != CL_BUILD_SUCCESS)

{
OutputStream << "Program wasn't
created" << std::endl;
OutputStream.flush();
OutputStream.close();
exit(1);

}

Error = Program.build();
if (Error != CL_BUILD_SUCCESS) {
OutputStream << "Error!\nBuild
Status: " <<
Program.getBuildInfo<CL_PROGRAM_BUILD STA
TUS>(ActiveDevice)
<< "nBuild Log:\t " <<
Program.getBuildInfo<CL_ PROGRAM BUILD LOG
>(ActiveDevice) << std::endl;
OutputStream.flush();
OutputStream.close();
exit(1);

}

Kernel = cl::Kernel(Program, "render",
&Error);
if (Error = CL_BUILD_ SUCCESS)
{
OutputStream << "Kernel wasn't
created" << std::endl;
OutputStream << "Error!\nBuild
Status: " <<
Program.getBuildInfo<CL_ PROGRAM_BUILD STA
TUS>(ActiveDevice)
<< "\nBuild Log:\t " <<
Program.getBuildInfo<CL. PROGRAM BUILD LOG
>(ActiveDevice) << std::endl;
OutputStream.flush();
OutputStream.close();
exit(1);
H

const cl::size_type NumElements =
USDLWindowSubsystem::Get().GetRenderPixelsSize(

);

const cl::size_type NumBytes = NumElements
* sizeof(Pixel);

OutputBuffer = cl::Buffer(Context,
CL_MEM_WRITE_ONLY |
CL_MEM_HOST READ ONLY, NumBytes);

Kernel.setArg(0, OutputBuffer);
}

bool MainRaytracingProgram::RunProgram()

{

std::ofstream
OutputStream("MainRaytracingProgram_outputlog.txt

");



const cl::size_type NumElements =
USDLWindowSubsystem::Get().GetRenderPixelsSize(

);
const cl::size_type NumBytes = NumElements
* sizeof(Pixel);

PrepareProgram();

Pixel* Pixels =
USDLWindowSubsystem::Get().UnlockCanvas();
cl interr =
CommandQueue.enqueueNDRangeKernel(Kernel,
cl::NullRange, cl::NDRange(NumElements));
if (err = CL_SUCCESS)
{
OutputStream << "Error!
CommandQueue returned " << err << std::endl;
H
err =
CommandQueue.enqueueReadBuffer(OutputBuffer,
CL_TRUE, 0, NumBytes, (void*)Pixels);
if (err I= CL_SUCCESS)
{
OutputStream << "Error!
enqueueReadBuffer returned " << err << std::endl;

}

USDLWindowSubsystem::Get(). LockCanvas(

return true;

}

void MainRaytracingProgram::PrepareProgram()

{

cl mem flags ObjectsBufferFlags =
CL_MEM_READ_ONLY |
CL MEM HOST NO_ACCESS |
CL_MEM_USE_HOST PTR;

cl_int ErrorCode = 0;

USceneSubsystemé& Scene =
USceneSubsystem::Get();

PrimitivesBuffer = cl::Buffer(Context,
ObjectsBufferFlags, sizeof(FObject) *
Scene.Primitives.size(), Scene.Primitives.data(),
&ErrorCode);

if (ErrorCode !'= CL__SUCCESS)

//printf("Failed to create
PrimitivesBuffer\n");

i

LightsBuffer = cl::Buffer(Context,
ObjectsBufferFlags, sizeof(FLightSource) *
Scene.Lights.size(), Scene.Lights.data(), &ErrorCode);

if (ErrorCode !'= CL__SUCCESS)

//printf("Failed to create
LightsBuffer\n");
H
SceneDataBuffer = cl::Buffer(Context,
ObjectsBufferFlags, sizeof(FSceneData),
Scene.SceneData.get(), &ErrorCode);

if (ErrorCode != CL_SUCCESS)

{

/lprintf("Failed to create
SceneDataBuffer\n");

}

MeshesBuffer = cl::Buffer(Context,
ObjectsBufferFlags, sizeof(FGPUMeshObject) *
Scene.OptimizedMeshes.size(),
Scene.OptimizedMeshes.data(), &ErrorCode);

if (ErrorCode != CL_SUCCESS)

{
//printf("Failed to create
MeshesBuffer\n");
}

VerticesBuffer = cl::Buffer(Context,
ObjectsBufferFlags, sizeof( Vertex) *
Scene.AllScene Vertices.size(),
Scene.AllSceneVertices.data(), &ErrorCode);

if (ErrorCode != CL_SUCCESS)

//printf("Failed to create
VerticesBuffer\n");

}

FacesBuffer = cl::Buffer(Context,
ObjectsBufferFlags, sizeof(FFace) *
Scene.AllSceneFaces.size(),
Scene.AllSceneFaces.data(), &ErrorCode);

if (ErrorCode != CL_SUCCESS)

/lprintf("Failed to create
FacesBuffer\n");

}

NormalsBuffer = cl::Buffer(Context,
ObjectsBufferFlags, sizeof(Normal) *
Scene.AllSceneNormals.size(),
Scene.AllSceneNormals.data(), &ErrorCode);

if (ErrorCode != CL_SUCCESS)

{
//printf("Failed to create
NormalsBuffer\n");

}

Kernel.setArg(1l, PrimitivesBuffer);
Kernel.setArg(2, LightsBuffer);
Kernel.setArg(3, SceneDataBuffer);
Kernel.setArg(4, MeshesBuffer);
Kernel.setArg(5, VerticesBuffer);
Kernel.setArg(6, FacesBuffer);
Kernel.setArg(7, NormalsBuffer);

}

bool UGPUComputingSubsystem::Initialize()
{

cl::Platform::get(&Platforms);
cl_int Error;

std::ofstream OutputStream("outputlog.txt");

if (Platforms.empty())
{

OutputStream << "No platforms found!" <<
std::endl;
return false;
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}

ActivePlatform = Platforms.front();

ActivePlatform.getDevices(CL_DEVICE TYPE GPU
, &Devices);

if (Devices.empty())
{
OutputStream << "No devices found!" <<
std::endl;
return false;

}

ActiveDevice = Devices.front();
PrintDevicelnfo(ActiveDevice);

Context = cl::Context(ActiveDevice, nullptr, nullptr,
nullptr, &Error);

CommandQueue = cl::CommandQueue(Context,
ActiveDevice, cl::QueueProperties::None, &Error);

MainProgram =
std::make unique<MainRaytracingProgram>(Context,
CommandQueue, ActiveDevice);
MainProgram->Initialize();

return true;

}

bool UGPUComputingSubsystem::Update(float
InDeltaTime)
{

MainProgram->RunProgram();

return true;

}

std::string
UGPUComputingSubsystem::GetSubsystemName()
const

{
return "UGPUComputingSubsystem";

}

void UGPUComputingSubsystem::Destroy()

{
}

void
UGPUComputingSubsystem::PrintDevicelnfo(const
cl::Device& InDevice) const
{

auto name =
InDevice.getInfo<CL DEVICE NAME>();

auto vendor =
InDevice.getInfo<CL DEVICE VENDOR>();

auto version =
InDevice.getInfo<CL DEVICE_ VERSION>();

auto workltems =
InDevice.getinfo<CL DEVICE_ MAX WORK ITEM
_SIZES>();
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auto workGroups =
InDevice.getinfo<CL_DEVICE MAX WORK_ GRO
UP_SIZE>();

auto computeUnits =
InDevice.getInfo<CL _DEVICE MAX COMPUTE U
NITS>();

auto globalMemory =
InDevice.getInfo<CL DEVICE GLOBAL MEM SIZ
E>();

auto localMemory =
InDevice.getInfo<CL DEVICE LOCAL MEM SIZE

>();

std::cout << "OpenCL Device Info:"

<<"\nName: " << name

<<"\nVendor: " << vendor

<<"\nVersion: " << version

<< "nMax size of work-items: ("' <<
workltems[0] << "," << workltems[1] <<"," <<
worklItems[2] << ")"

<< "\nMax size of work-groups: " << workGroups

<< "\nNumber of compute units: " <<
computeUnits

<< "\nGlobal memory size (bytes): " <<
globalMemory

<< "\nLocal memory size per compute unit
(bytes): " << localMemory / computeUnits

<< std::endl;
}

IntersectTest.cpp

#pragma once

#include "IntersectTest.h"
#pragma optimize("", off)
#define FOV 90.f

cl float4 ScreenToWorldSpace(float screenX, float
screenY, float screenWidth, float screenHeight, float
depth)
{

float scale = 1;

float imageAspectRatio = screenWidth /
(float)screenHeight;

cl float4 Result = { (2 * (screenX + 0.5) /
(float)screenWidth - 1) * imageAspectRatio * scale,

(1
-2 * (screenY + 0.5) / (float)screenHeight) * scale,
depth };

return Result;

}

Ray Ray::CreateRay(cl float4 InOrigin, cl_float4
InDirection)



Ray Output;
Output.Direction =
FMath::Normalize Vector(InDirection);
Output.DirectionDot =
FMath::DotProduct(Output.Direction,
Output.Direction);
Output.Origin = {
InOrigin.x +
(Output.Direction.x * EPSILON),
InOrigin.y +
(Output.Direction.y * EPSILON),
InOrigin.z +
(Output.Direction.z * EPSILON)
¥
return Output;

}

bool RaySpherelntersect(const Ray& ray, const
FObject& sphere, float& OutDistance)
{

constcl float4 cam sphere = { ray.Origin.x
- sphere.center.x, ray.Origin.y - sphere.center.y ,
ray.Origin.z - sphere.center.z };

cl_float4 Direction = ray.Direction;

cl float4 k;

k.x = ray.DirectionDot;

k.y =2 * FMath::DotProduct(Direction,
cam_sphere);

k.z = FMath::DotProduct(cam_sphere,
cam_sphere) - sphere.pow_radius;

if (!FMath::sq_equation(k, OutDistance))

return (false);
return (true);

}

bool RayTrianglelntersect(const Ray& ray, const
Vertex& vO0, const Vertex& v1, const Vertex& v2,
float& t, float& u, float& v) {
Vertex edgel = { vl.x - v0.x, vl.y - vO.y, vl.z
-v0.z };
Vertex edge2 = { v2.x - v0.x, v2.y - v0.y, v2.z
-v0.z };
Vertex h = { ray.Direction.y * edge2.z -
ray.Direction.z * edge2.y,
ray.Direction.z *
edge2.x - ray.Direction.x * edge2.z,
ray.Direction.x *
edge2.y - ray.Direction.y * edge2.x };
float a = edgel.x * h.x + edgel.y * h.y +
edgel.z * h.z;

if (fabs(a) < EPSILON) return false;

float f=1.0/ a;

Vertex s = { ray.Origin.x - v0.x, ray.Origin.y -
v0.y, ray.Origin.z - v0.z };

u=f*(sx *hx+sy*hy+s.z*hz);

if (u<0.0 || u> 1.0) return false;

Vertex q = { s.y * edgel.z - s.z * edgel.y,
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s.z * edgel x - s.x
* edgel .z,
s.X *edgel.y -s.y
*edgel.x };
v = f * (ray.Direction.x * q.x + ray.Direction.y
* q.y + ray.Direction.z * q.z);
if (v<0.0 || u+v>1.0) return false;

t=f* (edge2.x * q.x + edge2.y *q.y +
edge2.z * q.2);

return fabs(t) > EPSILON;
}

Intersection RayMeshlIntersect(const Ray& ray, const
FMeshObject& mesh, const FObject& Primitive)

{

Intersection closestIntersection = { false,
std::numeric_limits<float>::infinity(), {0, 0, 0}, {0, 0,
0} };

for (const FFace& face : mesh.Faces)

{

const Vertex v0 =
FMath::VectorAdd(mesh. Vertices[face. Vertices.s0],
Primitive.center);

const Vertex vl =
FMath::VectorAdd(mesh. Vertices[face. Vertices.s1],
Primitive.center);

const Vertex v2 =
FMath::VectorAdd(mesh. Vertices[face. Vertices.s2],
Primitive.center);

float t, u, v;
if (RayTriangleIntersect(ray, v0, v1,
v2,t,u,V))

{

if (t < closestIntersection.t)

{

closestIntersection.hit = true;
closestIntersection.t

return closestIntersection;

}

Intersection DoPixellntersectTest(cl_int x, cl_int y)

{

const FSceneData& SceneData =
*USceneSubsystem::Get().SceneData;

cl float4 RayDirection =

{
(-SceneData. WindowWidth / 2 + x) *
SceneData.RelationX,
(SceneData.WindowHeight / 2 - y) *
SceneData.RelationY,
SceneData.ScreenRelativeDistance,
0.f
§5



const cl_float4 PartResult =
FMath::Rotate VectorByRadians(RayDirection,
SceneData.Camera.Rotation);

Ray NewRay =
Ray::CreateRay(SceneData.Camera.Origin,
PartResult);

USceneSubsystem& Scene =
USceneSubsystem::Get();

Intersection OutputResult;

OutputResult.t =
std::numeric_limits<float>::infinity();

float Distance;

for (FObject& Primitive :
USceneSubsystem::Get().Primitives)

if (Primitive.type ==
(cl_int)EObjectType::Sphere)
{
const bool bHit =
RaySpherelntersect(NewRay, Primitive, Distance);
if (bHit && Distance <

{

OutputResult.t)

OutputResult.hit =
true;

OutputResult.Primitive = Primitive;
OutputResult.t =
Distance;
}

H

else if (Primitive.type ==
(cl_int)EObjectType::Mesh)

{

if (Primitive.ldx >=
{
H

std::shared ptr<FMeshObject> Mesh =
Scene.Meshes[Primitive.Idx];
Intersection TempResult =
RayMeshlIntersect(NewRay, *Mesh, Primitive);
TempResult.Object = Mesh;

Scene.Meshes.size())

continue;

if (TempResult.hit &&
TempResult.t < OutputResult.t)
{
OutputResult.hit =
true;
OutputResult.Primitive = Primitive;
OutputResult.t =
TempResult.t;
OutputResult.point
= TempResult.point;

OutputResult.Object = Mesh;

H
}

78

return OutputResult;

Layout.cpp

#include "Layout.h"

#include "UUISubsystem.h"
#include "SDL ttf.h"

#include "SDLWindowSubsystem.h"
#include "USceneSubsystem.h"
#include "UlnputSubsystem.h"
#include <sstream>

#include <iomanip>

#pragma optimize("", off)

cl bool ILayoutElement::IsPointedByMouse(cl_int
MouseX, cl_int MouseY)

{
return MouseX >= GetPosition().x &&
MouseX <= GetPosition().x + GetSize().x &&
MouseY >= GetPosition().y &&
MouseY <= GetPosition().y + GetSize().y;

}

std::shared ptr<UIButton>
UlIButton::CreateUIButton(cl_int2 InPosition, cl_int2
InSize, std::string InText, FColor InTextColor, FColor
BorderColor, FColor FillColor, cl_int2 InPadding)

{
USDLWindowSubsystem&
WindowSubsystem = USDLWindowSubsystem::Get();

std::shared ptr<UIButton> NewButton =
std::make shared<UIButton>(InPosition, InSize,
InText, InTextColor, BorderColor, FillColor,
InPadding);

NewButton->UpdateText(InText, InTextColor,
InPadding);

UUISubsystem::Get().Buttons.push_back(Ne
wButton);

return NewButton;

}

UlIButton::UIButton(cl_int2 InPosition, cl_int2 InSize,
std::string InText, FColor InTextColor, FColor
InBorderColor, FColor InFillColor, cl_int2 InPadding)

Texture(nullptr, &SDL_DestroyTexture),

Rect{ (int)InPosition.x, (int)InPosition.y,
(int)InSize.x, (int)InSize.y },

Text(InText),

TextColor(InTextColor),

BorderColor(InBorderColor),

FillColor(InFillColor),

Padding(InPadding)

0



void UIButton::Render()

{
USDLWindowSubsystem&
WindowSubsystem = USDLWindowSubsystem::Get();

// Draw button rectangle

SDL_SetRenderDrawColor(WindowSubsyste
m.Renderer.get(), FillColor.x, FillColor.y, FillColor.z,
FillColor.w);

SDL_RenderFillRect(WindowSubsystem.Ren
derer.get(), &Rect);

// Draw button border

SDL_SetRenderDrawColor(WindowSubsyste
m.Renderer.get(), FillColor.x, FillColor.y, FillColor.z,
FillColor.w);

SDL_RenderDrawRect(WindowSubsystem.Re
nderer.get(), &Rect);

// Draw button text

SDL_RenderCopyEx(WindowSubsystem.Ren
derer.get(), Texture.get(), nullptr, & TextRect, 0, nullptr,
SDL_FLIP_NONE);

}

void UlButton::UpdateText(std::string NewText,
FColor InTextColor, cl_int2 InPadding /*= { 0.f, 0.f

¥/

{
USDLWindowSubsystem&
WindowSubsystem = USDLWindowSubsystem::Get();

Text = NewText;
TextColor = InTextColor;
Padding = InPadding;

const SDL._Color SDLTextColor{
(Uint8)InTextColor.x, (Uint8)InTextColor.y,
(Uint8)InTextColor.z, (Uint8)InTextColor.w };

SDL_UniqueSurface TextSurface(

TTF_RenderText_ Solid(WindowSubsystem.F
ont.get(), Text.c_str(), SDLTextColor),
SDL_FreeSurface

);
if (TextSurface == nullptr)

{
printf("Unable to render text surface!
SDL _ttf Error: %s\n", TTF_GetError());
return;
}

Texture.reset(SDL_CreateTextureFromSurface
(WindowSubsystem.Renderer.get(),
TextSurface.get()));

if (Texture == nullptr)

{
printf("Unable to create texture from
rendered text! SDL Error: %s\n", SDL_GetError());
return;
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}

Rect.w = std::max<int>(Rect.w, TextSurface-
>w + (Padding.x * 2));

Rect.h = std::max<int>(Rect.h, TextSurface-
>h + (Padding.y * 2));

TextRect.w = std::min(TextSurface->w,
Rect.w - Padding.x);

TextRect.h = std::min(TextSurface->h, Rect.h
- Padding.y);

TextRect.x = Rect.x + (Rect.w - TextSurface-
>w) /2;

TextRect.y = Rect.y + Padding.y;

§
bool UlButton::IsHovered() const
{
return bIsHovered;
H

void UIButton::OnButtonClicked(bool bClicked)
bIsClicked = bClicked;

OnButtonClickedDelegate. ExecutelfBound(b

Clicked);
}
cl float2 UlButton::GetSize() const
{
return { (cl_float)Rect.w, (cl_float)Rect.h };
§
cl float2 UIButton::GetPosition() const
{
return { (cl_float)Rect.x, (cl float)Rect.y };
}

const FColor& UlButton::GetBorderColor() const

{
H

const FColor& UlButton::GetFillColor() const
{

}

std::shared ptr<UIPanel>
UIPanel::CreateUIPanel(cl_int2 InPosition, cl_int2
InSize, FColor BorderColor, FColor FillColor)

{
USDLWindowSubsystem&
WindowSubsystem = USDLWindowSubsystem::Get();

return BorderColor;

return FillColor;

std::shared ptr<UIPanel> NewButton =
std::make shared<UIPanel>(InPosition, InSize,
BorderColor, FillColor);

UUISubsystem::Get().Panels.push_back(New
Button);



return NewButton;

}

UlPanel::UIPanel(cl int2 InPosition, cl int2 InSize,
FColor InBorderColor, FColor InFillColor) :
Rect{ (int)InPosition.x, (int)InPosition.y,
(int)InSize.x, (int)InSize.y },
BorderColor(InBorderColor),
FillColor(InFillColor)
{
}

void UIPanel::Render()

{
USDLWindowSubsystem&
WindowSubsystem = USDLWindowSubsystem::Get();

// Draw rectangle

SDL_SetRenderDrawColor(WindowSubsyste
m.Renderer.get(), FillColor.x, FillColor.y, FillColor.z,
FillColor.w);

SDL _RenderFillRect(WindowSubsystem.Ren
derer.get(), &Rect);

// Draw border

SDL_SetRenderDrawColor(WindowSubsyste
m.Renderer.get(), FillColor.x, FillColor.y, FillColor.z,
FillColor.w);

SDL_RenderDrawRect(WindowSubsystem.Re
nderer.get(), &Rect);

}

cl float2 UlPanel::GetSize() const

{ return { (cl_float)Rect.w, (cl_float)Rect.h };
}

cl_float2 UlPanel::GetPosition() const

: return { (cl_float)Rect.x, (cl_float)Rect.y };

const FColor& UlPanel::GetBorderColor() const
{

throw std::logic_error("The method or
operation is not implemented.");

}

const FColor& UlPanel::GetFillColor() const
{

}

std::shared ptr<UllnputText>
UllnputText::CreateUIInputText(cl int2 InPosition,
cl_int2 InSize, FColor InTextColor, FColor
BorderColor, FColor FillColor, cl_int2 InPadding /*= {
5,51*)

{
USDLWindowSubsystem&
WindowSubsystem = USDLWindowSubsystem::Get();

return FillColor;
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std::shared ptr<UllnputText> NewButton =
std::make shared<UlInputText>(InPosition, InSize,
InTextColor, BorderColor, FillColor, InPadding);

UUISubsystem::Get().InputTextFields.push_b
ack(NewButton);

return NewButton,;

}

void UllnputText::Render()

{
USDLWindowSubsystemé&
WindowSubsystem = USDLWindowSubsystem::Get();

// Draw button rectangle

SDL_SetRenderDrawColor(WindowSubsyste
m.Renderer.get(), FillColor.x, FillColor.y, FillColor.z,
FillColor.w);

SDL_RenderFillRect(WindowSubsystem.Ren
derer.get(), &Rect);

// Draw button border

SDL_SetRenderDrawColor(WindowSubsyste
m.Renderer.get(), FillColor.x, FillColor.y, FillColor.z,
FillColor.w);

SDL RenderDrawRect(WindowSubsystem.Re
nderer.get(), &Rect);

// Draw button text

SDL_RenderCopyEx(WindowSubsystem.Ren
derer.get(), Texture.get(), nullptr, &TextRect, 0, nullptr,
SDL _FLIP_NONE);

H
void UllnputText::UpdateText(std::string InString, bool
bRemoveSymbol)
{
USDLWindowSubsystem&
WindowSubsystem = USDLWindowSubsystem::Get();
if (bRemoveSymbol)
{
Text.erase(Text.size() - 2);
}
else
{
Text = InString;
j

const SDL_Color SDLTextColor{
(Uint8)TextColor.x, (Uint8) TextColor.y,
(Uint8)TextColor.z, (Uint8)TextColor.w };

SDL_UniqueSurface TextSurface(

TTF RenderText Solid(WindowSubsystem.F
ont.get(), Text.c_str(), SDLTextColor),
SDL FreeSurface

);

if (TextSurface == nullptr)
{



printf("Unable to render text surface!
SDL _ttf Error: %s\n", TTF_GetError());
return;

}

Texture.reset(SDL_CreateTextureFromSurface
(WindowSubsystem.Renderer.get(),
TextSurface.get()));

if (Texture == nullptr)

{
printf("Unable to create texture from
rendered text! SDL Error: %s\n", SDL_GetError());
return;
H

Rect.w = std::max<int>(Rect.w, TextSurface-
>w + (Padding.x * 2));

Rect.h = std::max<int>(Rect.h, TextSurface-
>h + (Padding.y * 2));

TextRect.w = std::min(TextSurface->w,
Rect.w - Padding.x);

TextRect.h = std::min(TextSurface->h, Rect.h
- Padding.y);

TextRect.x = Rect.x + (Rect.w - TextSurface-
>w) / 2;

TextRect.y = Rect.y + (Rect.h - TextSurface-
>h) /2;

}
void UllnputText:: ApplyInput()
{
OnTextUpdatedDelegate. ExecutelfBound(Tex
t);
H

MeshObjectParser.cpp

#include "MeshObjectParser.h"
#include <fstream>

#include <istream>

#include <iostream>

#include <sstream>

#include "USceneSubsystem.h"
#include <shobjidl.h>

#include <windows.h>

#define VERTEX PREFIX "v"
#define NORMAL PREFIX "vn"
#define FACE PREFIX "f"
#define TEXTURE PREFIX "vt"

constexpr COMDLG_FILTERSPEC
g_FileFormatFilter[] =

{
b

{ L"MeshObject file", L"*.0bj" },

struct SourceFace

{
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cl_int VertexIndices[3];
cl_int Normallndices[3];
cl_int TextureCoordIndices[3];

¥

std::shared ptr<FMeshObject>
UMeshObjectParserSubsystem::ParseMeshObjectFrom
File(std::wstring InFilePath)

{
try

{
std::shared ptr<FMeshObject>
ResultMeshObject =
std::make shared<FMeshObject>();

std::ifstream file(InFilePath);
if (!file.is_open())
{

throw
std::runtime_error("Could not open file");

}

std::string Line;

while (getline(file, Line))

{
std::istringstream Iss(Line);
std::string Prefix;

Iss >> Prefix;
if (Prefix ==
VERTEX_ PREFIX)
{
Vertex New Vertex;
Iss >> NewVertex.x
>> NewVertex.y >> New Vertex.z;
ResultMeshObject-
>Vertices.push_back(New Vertex);

else if (Prefix ==
NORMAL PREFIX)

{
Normal
NewNormal;
Iss >>
NewNormal.x >> NewNormal.y >> NewNormal.z;
ResultMeshObject-
>Normals.push_back(NewNormal);
else if (Prefix ==
TEXTURE PREFIX)
{
UV texCoord;

Iss >> texCoord.x
>> texCoord.y;

ResultMeshObject-
>TextureCoords.push_back(texCoord);
}
else if (Prefix ==
FACE_PREFIX)
{

FFace NewFace;
std::string index;



cl int
VertexIdxs[3];

cl int
NormalsIdxs[3];

cl int
TexCoordsIdxs[3];

bool bFoundNormal
= false;

bool

bFoundTextureCoord = false;
for (int Iter = 0; Iter
< 3; ++ter)

{
Iss >>
index;
size t
slashl = index.find('/");
size t

slash2 = index.rfind("/");

VertexIdxs[Iter] = std::stoi(index.substr(0,
slashl)) - 1;
if (slashl

{

I=-1)

std::string str = index.substr(slashl + 1,
slash2);

int Iter = 0;

while (Tter < str.size() &&

I(std::isdigit(str[Iter]) || str[Iter] =="-"|| str[Iter] =="+'||
str[Iter] ==""))

{
Iter++;
}
TexCoordsldxs[Iter] = std::stoi(str.substr(Iter))
-1;
bFoundTextureCoord = true;
}
if (slash2
1=-1)
{

std::string str = index.substr(slash2 + 1);
int Iter = 0;
while (Iter < str.size() &&

I(std::isdigit(str[Iter]) || str[Iter] =="-'|| str[Iter] =="+"||
str[Iter] ==""))
{

++lIter;
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NormalsIdxs[Iter] = std::stoi(str.substr(Iter)) -

bFoundNormal = true;

}

NewFace.Vertices =
{ VertexIdxs[0], VertexIdxs[1], VertexIdxs[2] };
if (bFoundNormal)

NewFace.Normals = { NormalsIdxs[0],
NormalsIdxs[1], NormalsIdxs[2] };
if
(bFoundTextureCoord)

NewFace.TexCoords = { TexCoordsIdxs[0],
TexCoordsldxs[1], TexCoordsIdxs[2] };

ResultMeshObject-
>Faces.push_back(NewFace);

}
}

USceneSubsystem::Get(). AddMeshToScene(R
esultMeshObject);
return ResultMeshObject;

}
catch (const std::exception& ¢)
{
std::cerr << "Error: " << e.what() <<
std::endl;
return nullptr;
}

}

std::shared ptr<FMeshObject>
UMeshObjectParserSubsystem::ParseMeshObjectFrom
DialogWindow()

std::wstring path = OpenFileWinAPI();
return ParseMeshObjectFromFile(path);
i

std::wstring
UMeshObjectParserSubsystem::OpenFileWinAPI()
{

IFileOpenDialog* pFileOpen;

HRESULT Result;

std::wstring OutPath;

// Create the FileOpenDialog MeshObject.
Result =
CoCreatelnstance(CLSID_FileOpenDialog, NULL,
CLSCTX ALL,
IID_IFileOpenDialog,
reinterpret_cast<void**>(&pFileOpen));

if (SUCCEEDED(Result))

{
/I Set the options on the dialog.



DWORD dwFlags;

// Before setting, always get the
options first in order

/I not to override existing options.

Result = pFileOpen-
>GetOptions(&dwFlags);

Result &= pFileOpen-
>SetOptions(dwFlags | FOS STRICTFILETYPES);

Result &= pFileOpen-
>SetFileTypes(ARRAYSIZE(g_FileFormatFilter),
g FileFormatFilter);

if (SUCCEEDED(Result))

{
// Show the Open dialog
box.
Result = pFileOpen-
>Show(NULL);
// Get the file name from the
dialog box.
if (SUCCEEDED(Result))
{
[Shellltem* pltem;
Result =
pFileOpen->GetResult(&pltem);
if
(SUCCEEDED(Result))
{
wchar t*
pszFilePath = nullptr;
Result =

pltem->GetDisplayName(SIGDN_FILESYSPATH,
&pszFilePath);

OutPath =
pszFilePath;

// Display
the file name to the user.

if
(SUCCEEDED(Result))

{

//MessageBoxW(NULL, pszFilePath, L"File
Path", MB_OK);

CoTaskMemFree(pszFilePath);

H
pltem-
>Release();
}
}
pFileOpen->Release();
H
return OutPath;
}

bool UMeshObjectParserSubsystem::Initialize()
{

&3

HRESULT Result = ColnitializeEx(NULL,
COINIT_APARTMENTTHREADED |
COINIT_DISABLE OLEIDDE);

return SUCCEEDED(Result);
H

std::string
UMeshObjectParserSubsystem::GetSubsystemName()
const

{
}

void UMeshObjectParserSubsystem::Destroy()
{

}

return "MeshObjectParserSubsystem";

CoUninitialize();

Object.cpp

#include "Object.h"

FSphereObject::FSphereObject(cl_float3 InOrigin,
cl_float InRadius, FColor InColor, cl_float
InReflection)
{
center = InOrigin;
pow _radius = InReflection * InRadius;
color = InColor;
reflection = InReflection;

}

FObject FSphereObject::ConstructSphere(cl float3
InOrigin, cl_float InRadius, FColor InColor, cl_float
InReflection)
{
FObject NewObject;
NewObject.center = InOrigin;
NewObject.pow_radius = InRadius *
InRadius;
NewObject.color = InColor;
NewObject.reflection = InReflection;
NewObject.specularity = 100;
NewObject.type =
static_cast<cl uint>(EObjectType::Sphere);

return NewObject;

SDLWindowSubsystem.cpp

#include "SDLWindowSubsystem.h"
#include <iostream>

#include <string>

#include <sstream>

#include "USceneSubsystem.h"



#include "FMath.h"
#include "UUISubsystem.h"

#define CRT _SECURE NO_WARNINGS
#pragma optimize("", off)

#define SCREEN_WIDTH 1920
#define SCREEN HEIGHT 1080

#define RENDER WIDTH 1920
#define RENDER HEIGHT 1080

USDLWindowSubsystem::USDLWindowSubsystem() :

Window(nullptr, &SDL_DestroyWindow),
Renderer(nullptr, &SDL_DestroyRenderer),
MainRenderTexture(nullptr,
&SDL_DestroyTexture),
Font(nullptr, &TTF_CloseFont)
{
}

bool USDLWindowSubsystem::Initialize()
{
if (SDL_Init(SDL_INIT VIDEO) < 0)
{
std::cout << "SDL could not be initialized!" <<
std::endl
<<"SDL Error: " << SDL_GetError() <<
std::endl;
return 0;

}
if (TTF_Init() != 0)

return 0;

}

SDL_Window* WindowRawPtr =
SDL_CreateWindow("Raytracing render",
SDL_WINDOWPOS_ CENTERED,
SDL_WINDOWPOS_CENTERED,
SCREEN_WIDTH, SCREEN_HEIGHT,
SDL_WINDOW_BORDERLESS);
if ('WindowRawPtr)
{
std::cout << "Window could not be created!" <<
std::endl
<<"SDL Error: " << SDL_GetError() <<
std::endl;
return false;

}
Window.reset(WindowRawPtr);

SDL Renderer* RendererRawPtr =
SDL_CreateRenderer(Window.get(), -1,
SDL__RENDERER ACCELERATED);

if ('RendererRawPtr)

{

std::cout << "Renderer could not be created!" <<
std::endl
<<"SDL Error: " << SDL_GetError() <<
std::endl;

return false;

}

Renderer.reset(RendererRawPtr);

SDL Texture* TextureRawPtr =
SDL_CreateTexture(Renderer.get(),
SDL PIXELFORMAT RGBAS888S,
SDL_TEXTUREACCESS STREAMING,
RENDER WIDTH, RENDER HEIGHT);
if ('RendererRawPtr)

{
std::cout << "Texture could not be
created!" << std::endl
<<"SDL_Error: " <<
SDL_GetError() << std::end];
return false;
}

MainRenderTexture.reset(TextureRawPtr);

TTF_Font* FontRawPtr =
TTF_OpenFont("Resources/OpenSans-Regular.ttf",
16);

if ('FontRawPtr)

{
std::cout << "Font could not be
created!" << std::endl
<<"SDL Error: " <<
SDL_GetError() << std::endl;
return false;

}

Font.reset(FontRawPtr);

return true;

}

bool USDLWindowSubsystem::Update(float
InDeltaTime)
{
SDL_RenderClear(Renderer.get());
SDL _Rect dstrect = {300, 0, GetRenderWidth(),
GetRenderHeight()};
SDL_RenderCopy(Renderer.get(),
MainRenderTexture.get(), nullptr, &dstrect);

for (std::shared ptr<UIPanel>& Panel :
UUISubsystem::Get().Panels)

{
Panel->Render();

}

for (std::shared ptr<UIButton>& Button :
UUISubsystem::Get().Buttons)

{
}

Button->Render();
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for (std::shared ptr<UlInputText>& Button :

UUISubsystem::Get().InputTextFields)
{

}

// Update log start

Button->Render();



FCamera Cam =

USceneSubsystem::Get().SceneData->Camera;
cl float FPS = 1.0f/ InDeltaTime;
std::stringstream stream;

stream << "location: " << Cam.Origin.x <<" " <<
Cam.Origin.y << " " << Cam.Origin.z << "; rotation: "
<<
FMath::GetDegrees(Cam.Rotation.x) << " " <<
FMath::GetDegrees(Cam.Rotation.y) <<" " <<
FMath::GetDegrees(Cam.Rotation.z) << ";" << " FPS:
" << FPS << " ; u;

DrawFontText(stream.str(), { 255, 0, 0 }, {780, 0});
// Update log end

SDL_RenderPresent(Renderer.get());

return true;

}

std::string
USDLWindowSubsystem::GetSubsystemName() const

{
return "SDLWindowSubsystem";

}

void USDLWindowSubsystem::Destroy()
{
Font.reset();
MainRenderTexture.reset();

Renderer.reset();
Window.reset();

TTF_Quit();
SDL_Quit();
}

void
USDLWindowSubsystem::DrawFontText(std::string
InText, SDL_Color InColor, cl_int2 Position)

{

SDL_Surface* textSurface =
TTF_RenderText Solid(Font.get(), InText.c_str(),
InColor);

if (textSurface == NULL)

{
printf("Unable to render text surface!
SDL _ttf Error: %s\n", TTF_GetError());
H

else

//Create texture from surface pixels

SDL_Texture* mTexture =
SDL_CreateTextureFromSurface(Renderer.get(),
textSurface);

if (mTexture == NULL)

{

printf("Unable to create

texture from rendered text! SDL Error: %s\n",
SDL_GetError());

}

&5

SDL_Rect renderQuad = {
Position.x, Position.y, textSurface->w, textSurface->h

¥

SDL_RendererFlip Flip =
SDL_FLIP_NONE;

SDL_RenderCopyEx(Renderer.get(),
mTexture, nullptr, &renderQuad, 0, nullptr, Flip);

//Get rid of old surface
SDL_FreeSurface(textSurface);
SDL _DestroyTexture(mTexture);

}

Pixel* USDLWindowSubsystem::UnlockCanvas()
const

{

void* TexturePixels = nullptr;
int Pitch = 0;

SDL_LockTexture(MainRenderTexture.get(),
nullptr, & TexturePixels, &Pitch);
return static_cast<Pixel*>(TexturePixels);

}

void USDLWindowSubsystem::LockCanvas() const

SDL_UnlockTexture(MainRenderTexture.get());
H

cl_int USDLWindowSubsystem::GetRenderHeight()
const

{
return RENDER HEIGHT;

}

cl_int USDLWindowSubsystem::GetRenderWidth()
const

{
return RENDER WIDTH,;

}

cl int
USDLWindowSubsystem::GetRenderPixelsSize()
const

{
return GetRenderHeight() * GetRenderWidth();

}

UlnputSubsystem.cpp

#include "UlnputSubsystem.h"
#include "SDLWindowSubsystem.h"
#include "USceneSubsystem.h"
#include "FMath.h"

#include "MeshObjectParser.h"
#include <algorithm>

#include "IntersectTest.h"



#include "UUISubsystem.h"
#pragma optimize("", off)

bool UlnputSubsystem::Initialize()
{

}

bool UlnputSubsystem::Update(float InDeltaTime)
{

return true;

SDL_Event Event;
while (SDL_PollEvent(&Event))

{
switch (Event.type)

{
case SDL TEXTINPUT:
{

CurrentInputText +=
Event.text.text;

std::shared ptr<UlInputText> InputTextField
= UUISubsystem::Get().GetActivelnputTextField();

if (InputTextField)
{ InputTextField-
>UpdateText(CurrentInputText);
(}zontinue;
iase SDL_KEYDOWN:
{ if (Event.key.keysym.sym

== SDLK BACKSPACE &&
CurrentInputText.length() > 0)

std::shared ptr<UlInputText> InputTextField
= UUISubsystem::Get().GetActiveInputTextField();

if (InputTextField)
{
CurrentInputText.pop_back();
InputTextField-
>UpdateText(CurrentInputText);
continue;
H
H
else if

(Event.key.keysym.sym == SDLK RETURN)

std::shared ptr<UlInputText> InputTextField
= UUISubsystem::Get().GetActivelnputTextField();
if (InputTextField)

{

SDL_StopTextInput();

InputTextField-
>UpdateText(CurrentInputText);
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InputTextField->Applylnput();

InputTextField->blsActive = false;

continue;
H
}
ProcessInputDown(Event,
InDeltaTime);
break;
b
case SDL_ KEYUP:
ProcessInputUp(Event,
InDeltaTime);
break;
case SDL. MOUSEMOTION:
case

SDL MOUSEBUTTONDOWN:
case SDL. MOUSEBUTTONUP:
ProcessMouseMotion(Event,
InDeltaTime);
break;
case SDL_QUIT:
return false;
default:
break;

}

std::shared ptr<UllnputText> InputTextField
= UUISubsystem::Get().GetActivelnputTextField();

if (InputTextField)
{

return true;
H

return InnerUpdate(InDeltaTime);

}

std::string UlnputSubsystem::GetSubsystemName()
const

{
return "InputSubsystem";
H
void UlnputSubsystem::Destroy()
{
}
bool UlnputSubsystem::InnerUpdate(float
InDeltaTime)
{

FCamera& Camera =
USceneSubsystem::Get().SceneData->Camera;

constexpr cl_float
AdditionalMovementMultiplier = 2.f;

constexpr cl_float
AdditionalRotationMultiplier = 50.f;

if (bHasUpRotationlnput &&
IbHasDownRotationInput)

{



Camera.Rotation.x -=
FMath::GetRadians(1.f) * RotationSpeed *
InDeltaTime * AdditionalRotationMultiplier;

else if (bHasDownRotationInput &&
!bHasUpRotationInput)

Camera.Rotation.x +=
FMath::GetRadians(1.f) * RotationSpeed *
InDeltaTime * AdditionalRotationMultiplier;

}

if (bHasLeftRotationInput &&
IbHasRightRotationInput)

{

Camera.Rotation.y -=
FMath::GetRadians(1.f) * RotationSpeed *
InDeltaTime * AdditionalRotationMultiplier;

H
else if (bHasRightRotationInput &&
bHasLeftRotationInput)

{
Camera.Rotation.y +=
FMath::GetRadians(1.f) * RotationSpeed *
InDeltaTime * AdditionalRotationMultiplier;

}

cl_float4 Result;
bool bApplyChanges = false;

if (bHasForwardMovementInput &&
!bHasBackwardMovementInput)
{

const cl_float Movement =
MovementSpeed * InDeltaTime *
AdditionalMovementMultiplier;

Result =
FMath::RotateVectorByDegrees({ 0, 0, Movement },
FMath::GetDegreesVector(Camera.Rotation));

bApplyChanges = true;

else if (bHasBackwardMovementInput &&
!bHasForwardMovementInput)
{

const cl_float Movement =
MovementSpeed * InDeltaTime *
AdditionalMovementMultiplier;

Result =
FMath::RotateVectorByDegrees({ 0, 0, -Movement },
FMath::GetDegreesVector(Camera.Rotation));

bApplyChanges = true;

H

if (bHasLeftMovementInput &&
!bHasRightMovementInput)
{

const cl_float Movement =
MovementSpeed * InDeltaTime *
AdditionalMovementMultiplier;

Result =
FMath::RotateVectorByDegrees({ -Movement, 0.f, 0.f
}, FMath::GetDegreesVector(Camera.Rotation));

bApplyChanges = true;
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H
else if (bHasRightMovementInput &&

IbHasLeftMovementInput)
{

const cl_float Movement =
MovementSpeed * InDeltaTime *
AdditionalMovementMultiplier;

Result =
FMath::RotateVectorByDegrees({ Movement, 0.f, 0.f
}, FMath::GetDegreesVector(Camera.Rotation));

bApplyChanges = true;

}

if (bHasUpMovementInput &&
!bHasDownMovementInput)
{

const cl_float Movement =
MovementSpeed * InDeltaTime *
AdditionalMovementMultiplier;

Result =
FMath::RotateVectorByDegrees({ 0.f, Movement, 0.f
}+, FMath::GetDegreesVector(Camera.Rotation));

bApplyChanges = true;

else if (bBHasDownMovementInput &&
IbHasUpMovementInput)

const cl_float Movement =
MovementSpeed * InDeltaTime *
AdditionalMovementMultiplier;

Result =
FMath::RotateVectorByDegrees({ 0.f, -Movement, 0.f
}, FMath::GetDegreesVector(Camera.Rotation));

bApplyChanges = true;

H
if (bApplyChanges)
{
/hf
(USceneSubsystem::Get().ChosenObjectldx == -1)
{
Camera.Origin.x +=
Result.x;
Camera.Origin.y +=
Result.y;
Camera.Origin.z +=
Result.z;
}
/lelse
{
//
USceneSubsystem::Get().MoveChosenObject(
Result);
}
}
return true,
H
void

UlnputSubsystem::ProcessInputDown(SDL_Event
InEvent, cl_float DeltaTime)

{



SDL Keycode Keycode =
InEvent.key.keysym.sym;

switch (Keycode)

case SDLK LEFT:
bHasLeftRotationInput = true;
break;

case SDLK RIGHT:
bHasRightRotationInput = true;

break;

case SDLK UP:

{
bHasUpRotationInput = true;
break;

¥

case SDLK DOWN:

{
bHasDownRotationInput = true;
break;

H

case SDLK w:

{
bHasForwardMovementInput = true;
break;

}

case SDLK s:

{
bHasBackwardMovementInput =

true;

break;

}

case SDLK a:

{
bHasLeftMovementInput = true;
break;

}

case SDLK d:

{
bHasRightMovementInput = true;
break;

}

case SDLK SPACE:

{
bHasUpMovementInput = true;
break;

}

case SDLK c:

{
bHasDownMovementInput = true;
break;

}

case SDLK _ESCAPE:

{

USceneSubsystem::Get().ChosenObjectldx = -

1;

break;

H

default:
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break;

}

void UlnputSubsystem::ProcessInputUp(SDL_Event
InEvent, cl float DeltaTime)

{
SDL_Keycode Keycode =
InEvent.key.keysym.sym;
switch (Keycode)
{
case SDLK LEFT:
bHasLeftRotationInput = false;
break;
case SDLK RIGHT:
bHasRightRotationInput = false;
break;
case SDLK UP:
{
bHasUpRotationInput = false;
break;
}
case SDLK DOWN:
{
bHasDownRotationInput = false;
break;
}
case SDLK w:
{
bHasForwardMovementInput = false;
break;
H
case SDLK s:
{
bHasBackwardMovementInput =
false;
break;
H
case SDLK a:
{
bHasLeftMovementInput = false;
break;
H
case SDLK d:
{
bHasRightMovementInput = false;
break;
H
case SDLK SPACE:
{
bHasUpMovementInput = false;
break;
H
case SDLK c:
{
bHasDownMovementInput = false;
break;
H
default:

break;



}

void
UlnputSubsystem::ProcessMouseMotion(SDL_Event
InEvent, cl float DeltaTime)

{
if (InEvent.type == SDL_MOUSEMOTION)

int xMouse, yMouse;
SDL_GetGlobalMouseState(&xMouse,

&yMouse);
MousePosition = { xMouse , yMouse

b
return;
H
if (InEvent.type ==
SDL_MOUSEBUTTONDOWN)
{

if (InEvent.button.button ==

SDL BUTTON_LEFT)
bLeftMouseButtonDown =
true;

else if (InEvent.button.button ==
SDL BUTTON_RIGHT)

bRightMouseButtonDown =
true;

Intersection Result =
DoPixellntersectTest(MousePosition.x,
MousePosition.y);

if (Result.hit && Result.t <
std::numeric_limits<float>::infinity())

{

USceneSubsystem::Get().ChosenObjectldx =
Result. Primitive.Idx;
}
}
else if (InEvent.type ==
SDL_MOUSEBUTTONUP)

{
if (InEvent.button.button ==
SDL_BUTTON_LEFT)
bLeftMouseButtonDown =
false;
else if (InEvent.button.button ==
SDL_BUTTON_RIGHT)
bRightMouseButtonDown =
false;

}

void UlnputSubsystem::ProcessUIInput(SDL_Event
InEvent, cl_float DeltaTime)

{
}

USceneSubsystem.cpp

&9

#include "USceneSubsystem.h"
#include "SDLWindowSubsystem.h"
#include "FMath.h"

#include "GPUComputingSubsystem.h"
#include "MeshObjectParser.h"

#pragma optimize("", off)

USceneSubsystem::USceneSubsystem()
{

SceneData =
std::make unique<FSceneData>();

SceneData->Camera.Origin = { 0.1, 0.f, 0.f, 0.f

SceneData->Camera.Rotation = { 0., 0.1, 0.f,
0.f};

SceneData->RecursionLevel = 4.1

SceneData->AmbientLightIntensity = 0.1f;
SceneData->AmbientLightColor = { 0xff,
0xff, Oxff, 0 };
}

bool USceneSubsystem::Initialize()

{
SceneData->WindowHeight =
USDLWindowSubsystem::Get(). GetRenderHeight();
SceneData->WindowWidth =
USDLWindowSubsystem::Get().GetRenderWidth();
SceneData->NumPixels =
USDLWindowSubsystem::Get().GetRenderPixelsSize(

);

SceneData->ScreenRelativeHeight =
static_cast<cl float>(SceneData->WindowHeight) /
SceneData->WindowWidth;

SceneData->ScreenRelativeWidth = 1.1;

SceneData->ScreenRelativeDistance = 1.1}

SceneData->RelationX = SceneData-
>ScreenRelativeHeight / SceneData->WindowHeight;
SceneData->RelationY = SceneData-

>ScreenRelativeWidth / SceneData->WindowWidth;

return true;

}

bool USceneSubsystem::Update(float InDeltaTime)
{
SceneData->NumPrimitives =
(cl_uint)Primitives.size();
SceneData->NumLightSources =
(cl_uint)Lights.size();
SceneData->NumFaces =
(cl_uint)AllSceneFaces.size();
SceneData->NumMeshes =
(cl_uint)OptimizedMeshes.size();
SceneData->Num Vertices =
(cl_uint)AllSceneVertices.size();



SceneData->NumNormals =
(cl_uint)AllSceneNormals.size();

SceneData->NumTexCoords =
(cl_uint)AllSceneTexCoords.size();

return true;

}

std::string USceneSubsystem::GetSubsystemName()
const

{

return "SceneSubsystem";
}
void USceneSubsystem::Destroy()
{
}

void USceneSubsystem::SpawnLightSource(cl_float4
Origin, FColor Color, cl_float Intensity)

{
FLightSource NewLight = { Origin, Color,
Intensity, ++MaxLightSourceldx };
Lights.push_back(NewLight);
ChosenLightSourceldx = NewLight.Idx;

}
FLightSource*
USceneSubsystem::GetChosenLightSource(cl_int*
IndexInArray)
{
if (ChosenLightSourceldx == -1)
{
return nullptr;
}
for (int i = 0; 1 < Lights.size(); ++1)
{
if (Lights[i].Idx ==
ChosenLightSourceldx)
if (IndexInArray != nullptr)
{
*IndexInArray = i;
H
return &Lights[i];
}
}
return nullptr;
H

void USceneSubsystem::ChooseNextLightSource()

if (Lights.size() > 0)
{
cl int IdxToFind = -1;
FLightSource* Source =
GetChosenLightSource(&IdxToFind);

if (Source && IdxToFind !=-1)
{
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cl_int Newldx = (IdxToFind
+ 1) % Lights.size();

FLightSource&
NewChosenSource = Lights[Newldx];
ChosenLightSourceldx =
NewChosenSource.ldx;
}
else
{
ChosenLightSourceldx =
Lights[0].1dx;
}

}
H

void USceneSubsystem::ChoosePrevLightSource()

{
if (Lights.size() > 0)
{

cl_int IdxToFind = -1;
FLightSource* Source =
GetChosenLightSource(&IdxToFind);

if (Source && IdxToFind !=-1)
{
cl int Newldx = IdxToFind -
1;
Newldx = Newldx <0 ?
Lights.size() - 1 : Newldx;

FLightSource&
NewChosenSource = Lights|[Newldx];
ChosenLightSourceldx =
NewChosenSource.ldx;
H
else
{
ChosenLightSourceldx =
Lights[Lights.size() - 1].1dx;
H

H
}

void USceneSubsystem::RemoveChosenLightSource()
{

cl_int IdxToRemove = -1;

FLightSource* SourceToRemove =
GetChosenLightSource(&IdxToRemove);

if (SourceToRemove && IdxToRemove !=-1)

{
auto IteratorToRemove =
Lights.begin() + IdxToRemove;
Lights.erase(IteratorToRemove,
IteratorToRemove + 1);

H
ChosenLightSourceldx = -1;

}

void USceneSubsystem::SpawnSphere(cl_float3
InOrigin, cl_float InRadius, FColor InColor, cl_float
InReflection)

{



FObject NewObject =
FSphereObject::ConstructSphere(InOrigin, InRadius,
InColor, InReflection);

NewObject.Idx = ++MaxIdx;

Primitives.push_back(NewObject);

ChosenObjectldx = NewObject.Idx;

}

void USceneSubsystem::SpawnMesh(cl _float3
InOrigin /*= { 0.f, 0.f, 0.f } */, FColor InColor /*= {
127,127,127 }*/, cl_float InReflection /*= 0.f*/)

{
UMeshObjectParserSubsystem::Get().ParseM
eshObjectFromDialogWindow();

}

void USceneSubsystem::DestroyChosenObject()

{
if (ChosenObjectldx == -1)

{
H

return;

int IndexToRemove = 0;
for (int 1 = 0; i < Primitives.size(); ++i)

{
if (Primitives[i].Idx ==
ChosenObjectldx)
{
IndexToRemove = 1i;
break;
}
}

FObject ObjectToDelete =
Primitives[IndexToRemove];

auto IteratorToDelete = Primitives.begin() +
IndexToRemove;

Primitives.erase(IteratorToDelete,
IteratorToDelete + 1);

if (ObjectToDelete.type ==
(cl_int)EObjectType::Mesh)

for (int i = 0; 1 < Meshes.size(); ++1)

{
if (Meshes[i]->UniquelD ==
ObjectToDelete. meshidx)

{
auto
MeshlteratorToErase = Meshes.begin() + i;

Meshes.erase(MeshlteratorToErase,
MeshlteratorToErase + 1);
break;

}

for (inti=0;1<
OptimizedMeshes.size(); ++i)

{
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if
(OptimizedMeshes[i].UniquelD ==
ObjectToDelete.meshidx)

{
auto
MeshlteratorToErase = Meshes.begin() + i;

auto
FaceslteratorToEraseBegin = AllSceneFaces.begin() +
OptimizedMeshes][i].StartingFaceldx;

auto
FaceslteratorToEraseEnd = AllSceneFaces.begin() +
OptimizedMeshes|[i].StartingFaceldx +
OptimizedMeshes[i]. NumFaces;

AllSceneFaces.crase(FaceslteratorToEraseBeg
in, FaceslteratorToEraseEnd);

Meshes.erase(MeshlteratorToErase,
MeshlteratorToErase + 1);

}

break;

}

ChosenObjectldx = -1;
H

FObject* USceneSubsystem::GetChosenObject()

if (ChosenObjectldx == -1)
{

}

for (FObject& Obj : Primitives)

return nullptr;

if (Obj.Idx == ChosenObjectldx)
{

}

return &Obj;

}

void USceneSubsystem::MoveChosenObject(cl_float4
Movement)

if (ChosenObjectldx == -1)
{

}

for (FObject& Obj : Primitives)
{

return;

if (Obj.Idx == ChosenObjectldx)
{
if (Obj.type ==
(cl_float)EObjectType::Sphere)
{

MoveChosenSphere(Obj, Movement);



}

else if (Obj.type ==
(cl_float)EObjectType::Mesh)

{

MoveChosenMesh(Obj, Movement);

return;

}

void
USceneSubsystem::MoveChosenSphere(FObject&
Sphere, cl_float4 Movement)
{

Sphere.center = { Sphere.center.x +
Movement.x, Sphere.center.y + Movement.y,
Sphere.center.z + Movement.z };

}

void USceneSubsystem::MoveChosenMesh(FObject&
MeshPrimitive, cl_float4 Movement)
{

MeshPrimitive.center = {
MeshPrimitive.center.x + Movement.x,
MeshPrimitive.center.y + Movement.y,
MeshPrimitive.center.z + Movement.z };

}

void
USceneSubsystem:: AddMeshToScene(std::shared ptr<
FMeshObject> NewMesh)
{
static cl_int LastUniquelD = 0;
NewMesh->UniquelD = LastUniquelD++;

ComputeBoundingBoxForMesh(*NewMesh);

FGPUMeshObject
NewOptimizedMeshStructure;
NewOptimizedMeshStructure.BoundingBox[0
] = NewMesh->BoundingBox[0];
NewOptimizedMeshStructure.BoundingBox[ 1
] = NewMesh->BoundingBox[1];
NewOptimizedMeshStructure.NumFaces =
NewMesh->Faces.size();
NewOptimizedMeshStructure.UniquelD =
NewMesh->UniquelD;
NewOptimizedMeshStructure.StartingFaceldx
= AllSceneFaces.size();
NewOptimizedMeshStructure. StartingNormal
Idx = AllSceneNormals.size();
NewOptimizedMeshStructure. Starting VertexI
dx = AllScene Vertices.size();
NewOptimizedMeshStructure. StartingTexCoo
rdldx = AllSceneTexCoords.size();

AllSceneFaces.reserve(AllSceneFaces.size() +
NewMesh->Faces.size());

AllSceneNormals.reserve(AllSceneFaces.size(
) + NewMesh->Normals.size());
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AllSceneTexCoords.reserve(AllSceneFaces.si
ze() + NewMesh->TextureCoords.size());

AllSceneVertices.reserve(AllSceneFaces.size()
+ NewMesh->Vertices.size());

for (FFace& Face : NewMesh->Faces)

{
{

const Vertex& v0 =
NewMesh->Vertices[Face. Vertices.s0];

const Vertex& vl =
NewMesh->Vertices[Face. Vertices.s1];

const Vertex& v2 =
NewMesh->Vertices[Face. Vertices.s2];

cl float4 edgel = { vl.x -
v0.x, vl.y - v0.y, vl.z- v0.z };

cl float4 edge2 = { v2.x -
v0.x, v2.y - v0.y, v2.z - v0.z };

cl _float4 Cross =
FMath::CrossProduct(edgel, edge2);

cl_float4 normal =
FMath::NormalizeVector(Cross);

Face.PreComputedNormal =

normal;
}
AllSceneFaces.push_back(Face);
}
for (const Normal& Face : NewMesh-
>Normals)
{
AllSceneNormals.push_back(Face);
}
for (const UV& Face : NewMesh-
>TextureCoords)
{
AllSceneTexCoords.push_back(Face);
}

for (const Vertex& Face : NewMesh-
>Vertices)

AllSceneVertices.push_back(Face);
}

Meshes.push_back(NewMesh);
OptimizedMeshes.push_back(NewOptimized
MeshStructure);

FObject CompabilityObject;
CompabilityObject.type =

static_cast<cl int>(EObjectType::Mesh);
CompabilityObject.meshidx =

NewOptimizedMeshStructure.UniquelD;
CompabilityObject.color = {127, 127, 127, 0};
CompabilityObject.Idx = ++MaxIdx;
Primitives.push_back(CompabilityObject);

ChosenObjectldx = CompabilityObject.ldx;

OnSceneUpdated();



void
USceneSubsystem::UpdateMeshInScene(std::shared pt
r<FMeshObject> InMesh, cl_float4 NewLocation,

cl float4 NewRotation)

{
}

bool USceneSubsystem::FindGPUMeshByID(cl int
InUniquelD, FGPUMeshObject& OutObject)

{
for (const FGPUMeshObject& GPUMesh :
OptimizedMeshes)

OnSceneUpdated();

if (GPUMesh.UniquelD ==
InUniquelD)
{
OutObject = GPUMesh;
return true;
H
H
return false;
}

void USceneSubsystem::OnSceneUpdated()
{

//UGPUComputingSubsystem::Get().MainPro
gram->PrepareProgram();

}

void
USceneSubsystem::ComputeBoundingBoxForMesh(F
MeshObject& InMesh)

{

InMesh.BoundingBox[0] = {
std::numeric_limits<float>::infinity(),
std::numeric_limits<float>::infinity(),
std::numeric_limits<float>::infinity(), 0 };

InMesh.BoundingBox[1] = { -
std::numeric_limits<float>::infinity(), -
std::numeric_limits<float>::infinity(), -
std::numeric_limits<float>::infinity(), 0 };

for (Vertex& Vectice : InMesh. Vertices)

{
InMesh.BoundingBox[0].x =
std::min(InMesh.BoundingBox[0].x, Vectice.x);
InMesh.BoundingBox[0].y =
std::min(InMesh.BoundingBox[0].y, Vectice.y);
InMesh.BoundingBox[0].z =
std::min(InMesh.BoundingBox[0].z, Vectice.z);

InMesh.BoundingBox[1].x =
std::max(InMesh.BoundingBox[1].x, Vectice.x);
InMesh.BoundingBox[1].y =
std::max(InMesh.BoundingBox[1].y, Vectice.y);
InMesh.BoundingBox[1].z =
std::max(InMesh.BoundingBox[1].z, Vectice.z);
H
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UUISubsystem.cpp

#include "UUISubsystem.h"
#include "SDL_ttf.h"

#include "SDLWindowSubsystem.h"
#include "USceneSubsystem.h"
#include "UlnputSubsystem.h"
#include <sstream>

#include <iomanip>

#pragma optimize("", off)

bool UUISubsystem::Initialize()
{
// Draw button border
UlPanel::CreateUIPanel({0, 0}, {300, 1080},
{255, 255,255}, {0, 0, 0});

SpawnSphereButton =
UlButton::CreateUIButton({ 0, 25 }, { 300, 50 },
"Spawn Sphere", {0,0,0 }, { 127, 127, 127 }, { 255,
255,2553, {5,5});

SpawnSphereButton-
>0OnButtonClickedDelegate.Bind([](bool bClicked){ if
(bClicked)
USceneSubsystem::Get().SpawnSphere();});

SpawnObjectButton =
UlIButton::CreateUIButton({ 0, 76 }, { 300, 50 },
"Spawn Mesh", { 0,0, 0 }, { 127, 127, 127 }, { 255,
255,2553, {5,5});

SpawnObjectButton-
>0OnButtonClickedDelegate.Bind([](bool bClicked)

{
if (bClicked)

USceneSubsystem::Get().SpawnMesh();

}
);

DestroyObjectButton =
UlIButton::CreateUIButton({ 0, 127 }, { 300, 50 },
"Destroy chosen object", { 0,0, 0 }, { 127, 127, 127 },
{ 255,255,255}, {5,5});

DestroyObjectButton-
>OnButtonClickedDelegate.Bind([](bool bClicked) { if
(bClicked)
USceneSubsystem::Get().DestroyChosenObject(); });

{

ChosenObjectLocationText =
UlIButton::CreateUIButton({ 0, 178 }, { 300, 75 },
"Object Location", {0,0,0 }, { 127,127, 127 }, {255,
255,255}, {5,5});

ChosenObjectLocationX =
UlInputText::CreateUIInputText({ 0, 203 }, { 75, 25 },
{0,0,01}, {255,255,255}, { 255,255,255}, {5,5
1)s

ChosenObjectLocationX-
>OnTextUpdatedDelegate.BindStr([](std::string
InText)

{



FObject* Obj =
USceneSubsystem::Get(). GetChosenObject();
if (Obj)
Obj-
>center.x = std::stof(InText);
H

Hs

ChosenObjectLocationY =
UllnputText::CreateUIInputText({ 76, 203 }, { 75, 25
4,40,0,0}, { 255,255,255}, { 255,255,255}, {5,

51
ChosenObjectLocationY-
>0OnTextUpdatedDelegate.BindStr([](std::string

InText)
{

FObject* Obj =
USceneSubsystem::Get().GetChosenObject();

if (Obj)

{

Obj-

>center.y = std::stof(InText);

Hs

ChosenObjectLocationZ =
UlInputText::CreateUIInputText({ 152, 203 }, { 75, 25
4, {0,0,0}, {255,255,255}, { 255,255,255}, { 5,

51

ChosenObjectLocationZ-
>0OnTextUpdatedDelegate.BindStr([](std::string
InText)

{
FObject* Obj =
USceneSubsystem::Get().GetChosenObject();
if (Obj)
Obj-
>center.z = std::stof(InText);
}
1)s
H
{

ChosenObjectColorText =
UlIButton::CreateUIButton({ 0, 254 }, { 300, 75 },
"Object Color", {0,0,0 }, { 127, 127,127 }, { 255,
255,255}, {5,5});

ChosenObjectColorX =
UlInputText::CreateUIInputText({ 0, 279 }, { 75,25 },
{0,0,0}, { 255,255,255}, { 255,255,255}, {5,5

1)

ChosenObjectColorX-
>OnTextUpdatedDelegate. BindStr([](std::string
InText)

{
FObject* Obj =
USceneSubsystem::Get().GetChosenObject();
if (Obj)
{
Obj-

>color.x = std::stoi(InText);
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Hs

ChosenObjectColorY =
UlInputText::CreateUIInputText({ 76, 279 }, { 75, 25
4, {0,0,0}, { 255,255,255}, { 255,255,255}, {5,

50

ChosenObjectColorY-
>OnTextUpdatedDelegate.BindStr([](std::string
InText)

{
FObject* Obj =
USceneSubsystem::Get().GetChosenObject();
if (Obj)

Obj-
>color.y = std::stoi(InText);

s

ChosenObjectColorZ =
UlInputText::CreateUIInputText({ 152, 279 }, { 75, 25
1,{0,0,0}, { 255,255,255}, { 255,255,255 }, { 5,

53

ChosenObjectColorZ-
>OnTextUpdatedDelegate.BindStr([](std::string
InText)

{
FObject* Obj =
USceneSubsystem::Get().GetChosenObject();
if (Obj)
Obj-
>color.z = std::stoi(InText);
§
195
H
{

ChosenObjectReflectionText =
UlButton::CreateUIButton({ 0, 330 }, { 300, 75 },
"Object Reflection", { 0,0, 0 }, { 127, 127, 127 }, {
255,255,2553,{5,5});

ChosenObjectReflection =
UlInputText::CreateUIInputText({ 100, 355 }, { 75, 25
4,{0,0,0 1}, { 255,255,255}, { 255,255,255}, {5,

50

ChosenObjectReflection-
>OnTextUpdatedDelegate. BindStr([](std::string
InText)

{
FObject* Obj =
USceneSubsystem::Get(). GetChosenObject();
if (Obj)
{
Obj-
>reflection = std::stof(InText);
H
1)s
}
{



ReflectionlterationsText =
UlIButton::CreateUIButton({ 0, 406 }, { 300, 75 },
"Recursion number", {0, 0,0 }, { 127, 127, 127 }, {
255,255,255}, {5,5});

Reflectionlterations =
UllnputText::CreateUIInputText({ 100, 431 }, { 75, 25
},{0,0,0}, { 255,255,255}, {255,255,255}, {5,

51

ReflectionlIterations-
>OnTextUpdatedDelegate. BindStr([](std::string
InText)

{

USceneSubsystem::Get().SceneData-
>RecursionLevel = std::stoi(InText);

;s
}

{

SpawnLightSource =
UlIButton::CreateUIButton({ 0, 482 }, { 300, 50 },
"Spawn Light", {0,0,0 }, { 127, 127, 127 }, { 255,
255,255, {5,5});

SpawnLightSource-
>0OnButtonClickedDelegate.Bind([](bool bClicked) { if
(bClicked)
USceneSubsystem::Get().SpawnLightSource(); });

ChoosePrevLightSource =
UlIButton::CreateUIButton({ 0, 534 }, { 140,47 },
"Prev Light", {0,0,0 }, { 127,127,127 }, { 255, 255,
2553, {5,5})

ChoosePrevLightSource-
>0OnButtonClickedDelegate.Bind([](bool bClicked) { if
(bClicked)
USceneSubsystem::Get().ChoosePrevLightSource();

1s

ChooseNextLightSource =
UlButton::CreateUIButton({ 160, 534 }, { 140,47 },
"Next Light", {0,0,0 }, { 127, 127, 127 }, { 255, 255,
255}, {5,5});

ChooseNextLightSource-
>0OnButtonClickedDelegate.Bind([](bool bClicked) { if
(bClicked)
USceneSubsystem::Get().ChooseNextLightSource();

1)s
H

{

ChosenLightSourceLocationText =
UlIButton::CreateUIButton({ 0, 583 }, { 300, 75 },
"Light Location", { 0,0, 0 }, { 127, 127, 127 }, { 255,
255,255, {5,5});

ChosenLightSourceLocationX =
UllnputText::CreateUIInputText({ 0, 608 }, { 75, 25 },
{0,0,0}, { 255,255,255}, { 255,255,255}, {5,5

1)s

ChosenLightSourceLocationX-
>OnTextUpdatedDelegate. BindStr([](std::string
InText)

{

95

FLightSource*
LSource =
USceneSubsystem::Get().GetChosenLightSource();

if (LSource)

{

LSource-

>Origin.x = std::stof(InText);

}

135

ChosenLightSourceLocationY =
UllnputText::CreateUIInputText({ 76, 608 }, { 75, 25
+,{0,0,0}, { 255,255,255}, { 255,255,255}, { 5,

51

ChosenLightSourceLocationY-
>OnTextUpdatedDelegate. BindStr([](std::string
InText)

{

FLightSource*
LSource =
USceneSubsystem::Get().GetChosenLightSource();

if (LSource)

{

LSource-

>Origin.y = std::stof(InText);

H

}s

ChosenLightSourceLocationZ =
UllnputText::CreateUIInputText({ 152, 608 }, { 75, 25
+,{0,0,0}, { 255,255,255}, { 255,255,255}, {5,

53

ChosenLightSourceLocationZ-
>OnTextUpdatedDelegate. BindStr([](std::string
InText)

{
FLightSource*
LSource =
USceneSubsystem::Get(). GetChosenLightSource();
if (LSource)
{
LSource-
>Origin.z = std::stof(InText);
H
1)s
}
{

ChosenLightSourceColorText =
UlIButton::CreateUIButton({ 0, 659 }, { 300, 75 },
"Light Color", {0,0,0 }, { 127, 127, 127 }, { 255,
255,255%,{5,5});

ChosenLightSourceColorX =
UllnputText::CreateUIInputText({ 0, 684 }, { 75, 25 },
{0,0,0}, {255,255,255}, { 255,255,255}, {5,5

1)s
ChosenLightSourceColorX-
>0OnTextUpdatedDelegate.BindStr([](std::string
InText)
{

FLightSource*
LSource =
USceneSubsystem::Get().GetChosenLightSource();



if (LSource)
{
LSource-
>Color.x = std::stoi(InText);
H

s

ChosenLightSourceColorY =
UllnputText::CreateUIInputText({ 76, 684 }, { 75, 25
+,{0,0,0}, { 255,255,255}, { 255,255,255}, {5,

54

ChosenLightSourceColorY-
>0OnTextUpdatedDelegate.BindStr([](std::string
InText)

{

FLightSource*
LSource =
USceneSubsystem::Get(). GetChosenLightSource();

if (LSource)

{

LSource-

>Color.y = std::stoi(InText);

H

;s

ChosenLightSourceColorZ =
UllnputText::CreateUIInputText({ 152, 684 }, { 75, 25
4, {0,0,0}, {255,255,255}, { 255,255,255 }, { 5,

53

ChosenLightSourceColorZ-
>0OnTextUpdatedDelegate. BindStr([](std::string
InText)

{
FLightSource*
LSource =
USceneSubsystem::Get().GetChosenLightSource();
if (LSource)
{
LSource-
>Color.z = std::stoi(InText);
}
3
H
{

ChosenLightSourcelntensityText =
UlButton::CreateUIButton({ 0, 735 }, { 300, 75 },
"Light intensity", { 0,0, 0 }, { 127,127, 127 }, { 255,
255,255}, {5,5});

ChosenLightSourcelntensity =
UllnputText::CreateUIInputText({ 100, 760 }, { 75, 25
},{0,0,0}, { 255,255,255}, { 255,255,255}, {5,

53

ChosenLightSourcelntensity-
>OnTextUpdatedDelegate. BindStr([](std::string
InText)

{
FLightSource*
LSource =
USceneSubsystem::Get().GetChosenLightSource();
if (LSource)
{
LSource-

>Intensity = std::stof(InText);
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Hs
}

{

DestroyLightSourceButton =
UlIButton::CreateUIButton({ 0, 811 }, { 300, 50 },
"Destroy chosen light", { 0, 0,0 }, { 127, 127, 127 }, {
255,255,2553,{5,5});

DestroyLightSourceButton-
>OnButtonClickedDelegate.Bind([](bool bClicked) { if
(bClicked)
USceneSubsystem::Get().RemoveChosenLightSource()

1)
}

return true;

}

static std::string FloatToString(float InNumber)
{
std::stringstream Stream;
Stream << std::fixed << std::setprecision(2)
<< InNumber;
return Stream.str();
}

static std::string IntToString(int InNumber)
{

std::stringstream Stream;

Stream << InNumber;

return Stream.str();

}

bool UUISubsystem::Update(float InDeltaTime)

{

USceneSubsystem& SceneSubsystem =
USceneSubsystem::Get();

const FObject* ObjectPtr =
SceneSubsystem.GetChosenObject();

if (ObjectPtr)

{

const FObject& Object = *ObjectPtr;

if (!ChosenObjectLocationX-
>blsActive)
ChosenObjectLocationX-
>UpdateText(FloatToString(Object.center.x));
if (!ChosenObjectLocationY-
>blsActive)
ChosenObjectLocationY-
>UpdateText(FloatToString(Object.center.y));
if (!ChosenObjectLocationZ-
>blsActive)
ChosenObjectLocationZ-
>UpdateText(FloatToString(Object.center.z));

if (!ChosenObjectColorX-
>bIsActive)
ChosenObjectColorX-
>UpdateText(IntToString(Object.color.x));
if (!ChosenObjectColorY->blsActive)
ChosenObjectColorY-
>UpdateText(IntToString(Object.color.y));
if (!ChosenObjectColorZ->blIsActive)



ChosenObjectColorZ-
>UpdateText(IntToString(Object.color.z));

if (IChosenObjectReflection-
>bIsActive)
ChosenObjectReflection-
>UpdateText(FloatToString(Object.reflection));
}

else

{

ChosenObjectLocationX-
>UpdateText("");

ChosenObjectLocationY-
>UpdateText("");

ChosenObjectLocationZ-
>UpdateText("");

ChosenObjectColorX-
>UpdateText("");

ChosenObjectColorY-
>UpdateText("");

ChosenObjectColorZ-
>UpdateText("");

ChosenObjectReflection-
>UpdateText("");

}

FLightSource* LSource =
SceneSubsystem.GetChosenLightSource(nullptr);
if (LSource)

{

>bIsActive)

if (!ChosenLightSourceLocationX-

ChosenLightSourceLocationX-
>UpdateText(FloatToString(LSource->Origin.x));
if (!ChosenLightSourceLocationY-
>blsActive)

ChosenLightSourceLocationY-
>UpdateText(FloatToString(LSource->Origin.y));
if (!ChosenLightSourceLocationZ-
>bIsActive)

ChosenLightSourceLocationZ-
>UpdateText(FloatToString(LSource->Origin.z));

if (!ChosenLightSourceColorX-
>blsActive)
ChosenLightSourceColorX-
>UpdateText(IntToString(LSource->Color.x));
if (!ChosenLightSourceColorY-
>blIsActive)
ChosenLightSourceColorY-
>UpdateText(IntToString(LSource->Color.y));
if (!ChosenLightSourceColorZ-
>blsActive)
ChosenLightSourceColorZ-
>UpdateText(IntToString(LSource->Color.z));

if (!ChosenLightSourcelntensity-
>blsActive)
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ChosenLightSourcelntensity-
>UpdateText(FloatToString(LSource->Intensity));
H

else

{

ChosenLightSourceLocationX-
>UpdateText("");

ChosenLightSourceLocationY-
>UpdateText("");

ChosenLightSourceLocationZ-
>UpdateText("");

ChosenLightSourceColorX-
>UpdateText("");

ChosenLightSourceColorY-
>UpdateText("");

ChosenLightSourceColorZ-
>UpdateText("");

ChosenLightSourcelntensity-
>UpdateText("");

if (Reflectionlterations->bIsActive)
Reflectionlterations-
>UpdateText(IntToString(SceneSubsystem.SceneData-
>RecursionLevel));

UlnputSubsystem& InputSubsystem =
UlnputSubsystem::Get();

for (int Iter = Buttons.size() - 1; Iter >=0; --
Iter)

{

Buttons|[Iter];

std::shared ptr<UIButton> Button =
if (Button.get() != nullptr)
if (Button-

>IsPointedByMouse(InputSubsystem.MousePosition.x,
InputSubsystem.MousePosition.y))

Button-
>blsHovered = true;
if (Button-
>blsClicked !=
InputSubsystem.bLeftMouseButtonDown)
{
Button-

>0OnButtonClicked(InputSubsystem.bLeftMouseButton
Down);

}
}
else
{
Button-
>bIsHovered = false;
Button->bIsClicked
= false;
}
§
§

for (int Iter = InputTextFields.size() - 1; Iter
>=(; --Iter)



{
std::shared ptr<UllnputText>
TextField = InputTextFields[Iter];
if (TextField.get() != nullptr)
{

if (TextField-
>[sPointedByMouse(InputSubsystem.MousePosition.x,
InputSubsystem.MousePosition.y))

TextField-
>bIsHovered = true;

if (TextField-
>blsClicked !=
InputSubsystem.bLeftMouseButtonDown)

{

TextField-
>blsClicked =
InputSubsystem.bLeftMouseButtonDown;

if
(TextField->blsClicked)

{

SDL_StartTextInput();
TextField->bIsActive = true;

InputSubsystem.CurrentInputText =
TextField->Text;

}
}
}
else
{
TextField-
>bIsHovered = false;
TextField-
>blsClicked = false;
}
f
§
return true;

}

std::string UUISubsystem::GetSubsystemName() const
{

}

void UUISubsystem::Destroy()
{

}

std::shared ptr<UlInputText>
UUISubsystem::GetActivelnputTextField() const

{
for (std::shared ptr<UlInputText> Field :
InputTextFields)

{

return "UISubsystem";

if (Field->blsActive)
{

return Field;
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}
}

return nullptr;

Main.cpp

#define CL_HPP_TARGET OPENCL_VERSION 300
#define CRT_SECURE_NO_WARNINGS

#define RETURN IF FALSE(x) if (!(x)) {return
false;}

#pragma optimize("", off)

#include "SDLWindowSubsystem.h"
#include "GPUComputingSubsystem.h"
#include <Windows.h>

#include "MeshObjectParser.h"
#include "USceneSubsystem.h"
#include "UlnputSubsystem.h"
#include "UUISubsystem.h"

void Initialize()

{
AllocConsole();
freopen("CONOUTS$", "w", stdout);
freopen("CONOUTS", "w", stderr);

USDLWindowSubsystem::Get().Initialize();

UlnputSubsystem::Get().Initialize();

UMeshObjectParserSubsystem::Get().Initializ
e();

USceneSubsystem::Get().Initialize();

UUISubsystem::Get().Initialize();

UGPUComputingSubsystem::Get().Initialize()

USceneSubsystem& Scene =
USceneSubsystem::Get();

{

//UMeshObjectParserSubsystem::Get().Parse
MeshObjectFromDialogWindow();

//UMeshObjectParserSubsystem::Get().Parse
MeshObjectFromDialogWindow();

//Scene.SpawnSphere({ 6, 0, 6 },
2.51, {194, 13, 13 }, 0.0%);

//Scene.SpawnSphere({ 6, 0, -6 },
2.5f, { 50, 100, 75 }, 0.2f);

//Scene.SpawnSphere({ -6, 0, 6 },
2.5f, { 13, 255, 67 }, 0.5f);



//Scene.SpawnSphere({ -6, 0, -6 },
3.f, {0,255,0},0.50);

//Scene.SpawnSphere({ 6, 0, 6 }, 3.1,
{ 255,255,255}, 0.5);

//Scene.SpawnSphere({ 6, 0, -6 }, 3.1,
{0,0,255},0.50);

//Scene.SpawnSphere({ -6, 0, 6 }, 3.1,
{255,0,0}, 0.50);

//Scene.SpawnLightSource({ 100, -1,
0}, { Oxff, Oxff, Oxff }, 1.1);
//Scene.SpawnLightSource({ 0, 100,
0}, { Oxff, Oxff, Oxff }, 1.f);
H

H

void Quit()

{
UGPUComputingSubsystem::Get().Destroy();
USceneSubsystem::Get().Destroy();
UMeshObjectParserSubsystem::Get().Destroy

0s
UlnputSubsystem::Get().Destroy();
UUISubsystem::Get().Destroy();
USDLWindowSubsystem::Get().Destroy();

H

bool Update(float InDeltaTime)

{

RETURN_IF FALSE(UlnputSubsystem::Get(
).Update(InDeltaTime));

RETURN IF FALSE(USceneSubsystem::Get
().Update(InDeltaTime));

RETURN IF FALSE(UGPUComputingSubs
ystem::Get().Update(InDeltaTime));

RETURN_IF FALSE(UUISubsystem::Get().
Update(InDeltaTime));

RETURN_IF _FALSE(USDLWindowSubsyste
m::Get().Update(InDeltaTime));

return true;
H

int WINAPI WinMain(_In  HINSTANCE hlInstance,
_In opt HINSTANCE hPrevInstance,
_In_LPSTR IpCmdLine,
_In_int nShowCmd)

Initialize();

Uint64 MilisecondsLastFrame =
SDL_GetPerformanceCounter();

cl_float DeltaTime = 0.f;

bool bShouldContinue = true;
while (bShouldContinue)

{
Uint64 MilisecondsStart =
SDL_GetPerformanceCounter();
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bShouldContinue =
Update(DeltaTime);

Uint64 MilisecondsEnd =
SDL_GetPerformanceCounter();

DeltaTime = (MilisecondsEnd -
MilisecondsStart) /
(cl_float)SDL_GetPerformanceFrequency();

}
Quit();

return 0;

}

Render.cl

/ %
** Protopypes
*/

# define SPHERE 1
# define PLANE 2
# define MESH 3

# define DIRECFLightSource 1

# define DOFLightSource 2

# define PROJECTOR LIGHT 3
# define AMBIENFLightSource 4

typedef float4 Vertex;
typedef float4 Normal;
typedef int4 FColor;
typedef float2 UV;

static __constant const float EPSILON = 0.00001f;

__attribute ((aligned(16))) typedef struct
FGPUMeshObject
{
float4 BoundingBox[2];
int StartingFaceldx;
int StartingVertexIdx;
int StartingNormalldx;
int StartingTexCoordIdx;
int NumFaces;
int UniquelD;
} FGPUMeshObject;

__attribute__ ((aligned(16))) typedef struct

FDirectionalRay

{
float4 start;
float4 ray;
float len;

} FDirectionalRay;

__attribute__ ((aligned(16))) typedef struct FSavedObj



FDirectionalRay ray;
float4 intersection_point;
float4 normal;
__global const struct s_object *obj;
float distance;
int recursion;
} FSavedOby;

__attribute__ ((aligned(16))) typedef struct s_object

{
float4 center;
float4 axis;
float4 normal;
FColor color;
float pow_radius;
float reflection;
int specularity;
int meshidx;
int type;
int Idx;

} FObject;

__attribute__ ((aligned(16))) typedef struct s Face
{

int4 Vertices;

int4 Normals;

int4 TexCoords;

float4 PreComputedNormal;
} FFace;

__attribute_ ((aligned(16)))
__attribute_ ((aligned(16))) typedef struct s Camera
{
float4 Origin;
float4 Rotation;
}+ FCamera;

__attribute__ ((aligned(16))) typedef struct
s _LightSource
{
float4 Origin;
FColor Color;
float Intensity;
int Idx;
}+ FLightSource;

__attribute__ ((aligned(16))) typedef struct
s_SceneData
{

FCamera Camera;

FColor AmbientLightColor;

float ScreenRelativeDistance;
float ScreenRelativeWidth;
float ScreenRelativeHeight;

float RelationX;;
float RelationY

int WindowHeight;
int WindowWidth;
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float AmbientLightIntensity;

uint NumPixels;

uint NumPFaces;

uint NumPrimitives;
uint NumMeshes;

uint NumLightSources;
uint NumVertices;

uint NumNormals;

uint NumTexCoords;

int RecursionLevel;
} FSceneData;

FDirectionalRay CreateDirectionalRay(float4 start,
float4 direction);

FDirectionalRay CreateDirectionalRay2(float4 start,
float4 direction);

float ray_cos(float4 vectl, float4 vect2);

float4 rotate z(float4 rotate, float4 ray);
float4 rotate xy(float4 rotate, float4 ray);
float4 rotate vector(float4 vector, float4 rotate);

int myfloor(int num, float rel);

FColor ClampRGB(FColor rgb, FColor limit);
int rgb_to_int(FColor c);

FColor mult_color(FColor color, float mult);

FColor MultiplicateLightSources(FColor obj_color,
FColor light color, float obj mult, float light mult);
FColor mult_colors(FColor obj_color, FColor

light color, FColor spec_col);

FColor mix_colors(FColor color, FColor color2);

FColor sample(__global const FObject *objs,
__global const FLightSource *lights,
__local const FSceneData* SceneData,
__global const FGPUMeshObject* Meshes,
__global const Vertex* Vertices,
__global const FFace* Faces,
__global const Normal* Normals,
float y,
float x);

int choose_intersect(__global const FObject *obj, const
FDirectionalRay *ray, FSavedObj* save, float *t,
__global const FGPUMeshObject* Meshes, _ global
const Vertex® Vertices, _global const FFace* Faces,
__global const Normal* Normals);

float4 choose normal(FSavedObj *save,  global
const FGPUMeshObject* Meshes);

FColor choose_color(FSavedObj const *const save,
__global const FGPUMeshObject* Meshes,  global
const Vertex™® Vertices,  global const FFace* Faces,
__global const Normal* Normals);

FColor get pixel color(FSavedObj *save,  global
const FObject *objs, _ global const FLightSource
*light,  local const FSceneData* SceneData,  global
const FGPUMeshObject* Meshes,  global const



Vertex* Vertices,  global const FFace™* Faces,
__global const Normal* Normals);

float get shadow(const FDirectionalRay ray,  global
const FObject *obj, FSavedObj *save,  global const
FGPUMeshObject* Meshes,  global const Vertex*
Vertices,  global const FFace* Faces,  global const
Normal* Normals);

float diffuse(const float4 intersection_point, const
float4 normal,  global const FLightSource *light);
float specular(const float4 normal, const float4

ray direction, _ global const FLightSource *light,
const FSavedObj *save);

float4 view3d(__local const FSceneData* SceneData,
float y, float x);

int plane_intersection(__global const FObject *obj,
const FDirectionalRay *ray, float *t);

float4 plane _normal(FSavedObj const *const save);
FColor plane_color(FSavedObj const *const save);

int sphere_intersection(__global const FObject *obj,
const FDirectionalRay *ray, float *t);

float4 sphere normal(FSavedObj const *const save);
FColor sphere_color(FSavedObj const *const save);

int mesh_intersection(__global const FObject *obyj,
const FDirectionalRay *ray, FSavedObj* save, float *t,
__global const FGPUMeshObject* Meshes,  global
const Vertex* Vertices,  global const FFace* Faces,
__global const Normal* Normals);

float4 mesh_normal(FSavedObj const *const save);
FColor mesh_color(FSavedObj const *const save);

int sq_equation(float4 k, float *res);

int intersect _point(const FDirectionalRay *ray,
__global const FObject *obj, FSavedObj *save,
_global const FObject *ignore,  local const
FSceneData* SceneData,  global const
FGPUMeshObject* Meshes,  global const Vertex*
Vertices, _ global const FFace* Faces,  global const
Normal* Normals);

FColor reflection(FSavedObj *save, local const
FSceneData* SceneData, _ global const FObject
*objs, _ global const FLightSource *lights, int rec, int
max_rec, _global const FGPUMeshObject* Meshes,
__global const Vertex* Vertices,  global const FFace*
Faces, _ global const Normal* Normals);

FDirectionalRay reflect ray(float4 ray, FSavedObj
*save),

int4 return_color(__local const FSceneData*
SceneData, int4 *color, FSavedObj *save, int 1);

inline void ForceCrash()

{
float crash=1/0;
__global int *nus = 0;
float* kek = (float*)nus;
*kek = INFINITY;

101
}
/*
** yector and lines

*/

inline FDirectionalRay CreateDirectionalRay(float4
start, float4 direction)

{
FDirectionalRay line;
line.ray = normalize(direction - start);
line.start = start + (line.ray * EPSILON);
line.len = dot(line.ray, line.ray);
return (line);

b

inline FDirectionalRay CreateDirectionalRay2(float4
start, float4 direction)

{

FDirectionalRay line;

line.ray = direction - start;

line.start = start + (normalize(line.ray) *
EPSILON);

line.len = dot(line.ray, line.ray);

return (line);

}

inline float ray cos(float4 vectl, float4 vect2)

{

float save = dot(vectl, vect2);

if (save <= 0)

return (-1);
save /= length(vectl);
save /= length(vect2);
return (save);

}

inline float4 rotate z(float4 rotate, float4 ray)

{

const float
const float

cos_z = cos(rotate.z);
sin_z = sin(rotate.z);

rotate.x = (ray.x * cos_z) - (ray.y * sin_z);
rotate.y = (ray.x * sin_z) + (ray.y * cos_z);
rotate.z = ray.z;

return (rotate);

}

inline float4 rotate xy(float4 rotate, float4 ray)

{

const float cos_x = cos(rotate.x);
const float sin_x = sin(rotate.x);
const float cos_y = cos(rotate.y);
const float sin_y = sin(rotate.y);

rotate.y = (ray.y * cos_x) - (ray.z * sin_x);
rotate.z = (ray.y * sin_x) + (ray.z * cos_x);
rotate.x = ray.x;

ray = rotate;

rotate.x = (ray.x * cos_y) + (ray.z * sin_y);



rotate.z = (-ray.x * sin_y) + (ray.z * cos_y);
rotate.y = ray.y;
return (rotate);

}

inline float4 rotate vector(float4 vector, float4 rotate)

{

vector = rotate_xy(rotate, vector);
vector = rotate_z(rotate, vector);
return (vector);

/*
** Colors
*/

inline int myfloor(int num, float rel)

{
}

return ((int)floor(num * rel));

inline FColor mult_color(FColor color, float mult)
{
color.x = (int)(floor(color.x * mult));
color.y = (int)(floor(color.y * mult));
color.z = (int)(floor(color.z * mult));
return (color);

}

inline FColor ClampRGB(FColor rgb, FColor limit)
{
if (rgb.x > limit.x)
rgb.x = limit.x;
else if (rgb.x < 0)
rgb.x = 0;
if (rgb.y > limit.y)
rgb.y = limit.y;
else if (rgb.y < 0)
rgb.y = 0;
if (rgb.z > limit.z)
rgb.z = limit.z;
else if (rgb.z < 0)
rgb.z=0;
return (rgb);

}

inline FColor MultiplicateLightSources(FColor
obj_color, FColor light color, float obj_mult, float
light mult)

{
const float mult = obj_mult * (1.0f -
light mult);

obj_color.x = myfloor(obj_color.x, mult) +
myfloor(light color.x, light mult);

obj_color.y = myfloor(obj_color.y, mult) +
myfloor(light color.y, light mult);

obj_color.z = myfloor(obj color.z, mult) +
myfloor(light_color.z, light mult);

obj_color = ClampRGB(obj_color,
(FColor)(255, 255, 255, 0));

return (obj_color);
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}

inline FColor mult_colors(FColor obj_color, FColor
light color, FColor spec_color)

{
return ClampRGB(ClampRGB(light _color,
obj_color) + spec_color, (FColor)(255, 255, 255, 0));

}

inline FColor mix_colors(FColor color, FColor color2)

{
FColor tmp = {color.x / 255.0f, color.y /
255.0f, color.z / 255.01, 0};

color.x += floor(color2.x * (1.0f - tmp.x));
color.y += floor(color2.y * (1.0f - tmp.y));
color.z += floor(color2.z * (1.0f - tmp.z));
return (color);

}
int rgb_to_int(FColor ¢)

{
return ((int)c.x << 24) | ((int)c.y << 16) |
((int)c.z << 8);

}

/*
** Light and shadow
*/

/*
**1 sis intension and specularity
*/

FColor get pixel color(FSavedObj *save, global
const FObject *objs,  global const FLightSource
*light, local const FSceneData* SceneData,  global
const FGPUMeshObject* Meshes,  global const
Vertex* Vertices, _ global const FFace* Faces,
__global const Normal* Normals)

{

floati_s[2];

FColor color = mult_color(SceneData-
>AmbientLightColor, SceneData-
>AmbientLightIntensity);

FColor spec_col = (FColor)(0, 0, 0, 0);

i s[0]=0.0;

i s[1]=0.0;

save->normal = choose_normal(save,
Meshes);

for (int i = 0; i < SceneData-
>NumlLightSources; ++i)
{
const float shadow =
get_shadow(CreateDirectionalRay?2(save-
>intersection_point, light->Origin), objs, save, Meshes,
Vertices, Faces, Normals);
if (shadow > 0)
{



i_s[0] = diffuse(save-
>intersection_point, save->normal, light) * shadow;

i_s[1] = specular(save-
>normal, save->ray.ray, light, save) * shadow;

color = mix_colors(color,
mult_color(light->Color, i_s[0]));

spec_col =
mix_colors(spec_col, mult_color(light->Color, i_s[1]));
}
light++;

}

return (mult_colors(choose_color(save,
Meshes, Vertices, Faces, Normals), color, spec_col));

}

float get shadow(const FDirectionalRay ray, _ global
const FObject *obj, FSavedObj *save,  global const
FGPUMeshObject* Meshes,  global const Vertex*
Vertices,  global const FFace* Faces,  global const
Normal* Normals)

{

float distance;

while (obj->type)
{
if (save->obj !=obj &&
choose_intersect(obj, &ray, save, &distance, Meshes,
Vertices, Faces, Normals) && (1.f - distance >
EPSILON) && distance > EPSILON)
return (1);
obj++;
}
return (1);

}

inline float diffuse(const float4 intersection_point,
const float4 normal,  global const FLightSource
*light)
{

const float Intensity = ray cos(normal, light-
>Origin - intersection_point);

return select( light->Intensity * Intensity, 0.f,
Intensity <= 0.f);
H

inline float specular(const float4 normal, const float4
ray direction,  global const FLightSource *light,
const FSavedObj *save)
{

if (save->obj->specularity < 0.f)

return (0.);

const float4 light vector = light->Origin -
save->intersection_point;

const float4 mid_vector = (normal * (2.f *
dot(normal, light vector))) - light vector;

const float res = ray_cos((ray_direction * -
1.f), mid_vector);

return select(light->Intensity * pown(res,
save->obj->specularity), 0.f, res <= 0.f);

}

/*
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** Object choosers
*/

inline int choose_intersect(__global const FObject
*obj, const FDirectionalRay *ray, FSavedObj* save,
float *t, global const FGPUMeshObject* Meshes,
__global const Vertex* Vertices,  global const FFace*
Faces, _ global const Normal* Normals)

switch (obj->type)

case SPHERE:
return
sphere_intersection(obj, ray, t);
break;
case PLANE:
return
plane_intersection(obj, ray, t);
break;
case MESH:
return

mesh_intersection(obj, ray, save, t, Meshes, Vertices,
Faces, Normals);
break;
default: return 0;

inline float4 choose normal(FSavedObj *save,
__global const FGPUMeshObject* Meshes)
{
switch (save->obj->type)
{
case SPHERE:
return sphere normal(save);
break;
case PLANE:
return plane normal(save);
break;
case MESH:
return mesh _normal(save);
break;
default: return 0.f;

}

inline FColor choose color(FSavedObj const *const
save, _ global const FGPUMeshObject* Meshes,
__global const Vertex* Vertices, _global const FFace*
Faces, _ global const Normal* Normals)

if (Isave || !save->obj)
return ((FColor)(0, 0, 0, 9));

switch (save->obj->type)
{
case SPHERE:
return sphere_color(save);
break;
case PLANE:
return plane color(save);
break;



case MESH:
return mesh_color(save);
break;
default: return ((FColor)(0, 0, 0, 0));
¥5
}
/*
** Intersection
*/

inline float4 view3d(__local const FSceneData*
SceneData, float y, float x)

{

float4 vector;

vector.x = (-SceneData->WindowWidth / 2 +
x) * SceneData->RelationX;

vector.y = (SceneData->WindowHeight / 2 -
y) * SceneData->RelationY;

vector.z = SceneData-
>ScreenRelativeDistance;

vector = rotate _vector(vector, SceneData-
>Camera.Rotation);

vector = vector + SceneData->Camera.Origin;

return vector;

}

inline int sq_equation(float4 k, float *res)

{
float t[2];

float discriminant = pow(k.y, 2) - 4 * k.x * k.z;
if (discriminant < 0)
return (0);
else if (discriminant > 0)
discriminant = sqrt(discriminant);
t[0] = (-k.y - discriminant) / k.x / 2;
t[1] = (-k.y + discriminant) / k.x / 2;
if (t[0] <0 && t[1]<0)
return (0);
*res = (t[1] - t[0] > EPSILON) ? t[0] : t[1];
float tmp = (t[0] - t[1] > EPSILON) ? t[0] :
t[1];
if ((tmp - *res) > EPSILON && *res < 0)
*res = tmp;
return (1);

H

inline int plane_intersection(__global const FObject
*obj, const FDirectionalRay *ray, float *t)

{

const float d_v = dot(ray->ray, obj->normal);

if (d v==0)
return (0);
float x_v = dot(obj->center - ray->start, obj-
>normal);
if(dv<0?-1:1)!1=(x v<0?-1:1))
return (0);

*t=x v/d v;
return (1);
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inline float4 plane normal(FSavedObj const *const
save)

{
if (dot(save->ray.ray, save->obj->normal) > 0)
return save->obj->normal * -1;
return (save->obj->normal);
H

inline FColor plane color(FSavedObj const *const
save)

{

return save && save->obj ? save->obj->color
: (FColor)(0, 0, 0, 0);
}

/* MESH start */

inline int IntersectBoundingBox(float4 min, float4
mazx, const FDirectionalRay *ray)
{
float t1 = (min.x - ray->start.x) / ray->ray.x;
float t2 = (max.x - ray->start.x) / ray->ray.x;
float tmin = fmin(tl, t2);
float tmax = fmax(tl, t2);

tl = (min.y - ray->start.y) / ray->ray.y;
t2 = (max.y - ray->start.y) / ray->ray.y;
tmin = fmax(tmin, fmin(tl, t2));

tmax = fmin(tmax, fmax(tl, t2));

tl = (min.z - ray->start.z) / ray->ray.z;
t2 = (max.z - ray->start.z) / ray->ray.z;
tmin = fmax(tmin, fmin(tl, t2));
tmax = fmin(tmax, fmax(tl, t2));

return tmax > fmax(tmin, 0.f);

}

float RayTrianglelntersect(float4 orig, float4 dir, float4
v0, float4 v1, float4 v2, float *u, float *v)
{

const float4 edgel = vl - v0;

const float4 edge2 = v2 - v0;

const float4 h = cross(dir, edge2);

const float a = dot(edgel, h);
if (fabs(a) < EPSILON)
return INFINITY;

const float f=1.0f/ a;
const float4 s = orig - v0;

*u = £ * dot(s, h);
if (*u<0.0 || *u > 1.0)
return INFINITY;

const float4 q = cross(s, edgel);

*v = * dot(dir, q);
if (*v<0.0 || (*ut *v)>1.0)



return INFINITY;

return £ * dot(edge2, q);
}

int mesh_intersection(__ global const FObject *obj,
const FDirectionalRay *ray, FSavedObj* save, float *t,
__global const FGPUMeshObject* Meshes,  global
const Vertex* Vertices, _ global const FFace* Faces,
__global const Normal* Normals)
{

const int meshIndex = obj->Idx;

__global const FGPUMeshObject* Mesh =

&Meshes[meshIndex];
float tNear = INFINITY;
int hit = 0;

if (IntersectBoundingBox(Mesh-
>BoundingBox[0] + obj->center, Mesh-
>BoundingBox[1] + obj->center, ray))

{
H

return 0;

float4 normal;
Faces += Mesh->StartingFaceldx;
for (int i = Mesh->StartingFaceldx; i < Mesh-
>StartingFaceldx + Mesh->NumPFaces; i++)
{
float u, v;
const float4 VertexA =
Vertices[Faces->Vertices.s0 + Mesh-
>Starting VertexIdx] + obj->center;
const float4 VertexB =
Vertices[Faces->Vertices.s1 + Mesh-
>Starting VertexIdx] + obj->center;
const float4 VertexC =
Vertices[Faces->Vertices.s2 + Mesh-
>Starting VertexIdx] + obj->center;

const float res =
RayTrianglelntersect(ray->start, ray->ray, VertexA,
VertexB, VertexC, &u, &v);

if (res < INFINITY && res < tNear)

{
tNear = res;
if (Faces->Normals.s0 == -1
|| Faces->Normals.s1 == -1 || Faces->Normals.s2 == -1)
{
normal = Faces-
>PreComputedNormal;
H
else
{

const float4
NormalA = Normals[Faces->Normals.sO + Mesh-
>StartingNormalldx];

const float4
NormalB = Normals[Faces->Normals.s1 + Mesh-
>StartingNormalldx];

const float4
NormalC = Normals[Faces->Normals.s2 + Mesh-
>StartingNormalldx];
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normal =
normalize(NormalA * (1 - u - v) + NormalB *u +
NormalC * v);
H
hit=1;
H

Faces++;

}

if (hit)
{
*t = tNear;
save->normal = normal;

}

return hit;

}

float4 mesh normal(FSavedObj const *const save)

{

return save->normal;

}

FColor mesh_color(FSavedObj const *const save)
{ if (save && save->obj)
retufn save->obj->color;
Eeturn (FColor)(0, 0, 0, 0);
H

/* MESH end */

inline int sphere_intersection(__global const FObject
*obj, const FDirectionalRay *ray, float *t)
{

const float4 CameraToCenterVector = ray-
>start - obj->center;

float4 k = (float4)(ray->len, 2.f * dot(ray->ray,
CameraToCenterVector), dot(CameraToCenterVector,
CameraToCenterVector) - obj->pow _radius, 0.f);

return select(1.f, 0.f, !sq_equation(k, t));
H

inline float4 sphere normal(FSavedObj const *const
save)
{

return (normalize(save->intersection_point -
save->obj->center));

}
inline FColor sphere_color(FSavedObj const *const
save)
{

if (save && save->obj)

return (save->obj->color);

return ((FColor)(0, 0, 0, 0));

}

int intersect _point(const FDirectionalRay *ray,
__global const FObject *obj, FSavedObj *save,



__global const FObject *ignore, _ local const
FSceneData* SceneData,  global const
FGPUMeshObject* Meshes,  global const Vertex*
Vertices,  global const FFace* Faces,  global const
Normal* Normals)

{

float d = 0;

save->distance = INFINITY;

save->obj = NULL;

for (int i = 0; i < SceneData->NumPrimitives;
++1)

{
if (obj != ignore)

{
if (choose_intersect(obj, ray,
save, &d, Meshes, Vertices, Faces, Normals) && d > 0
&& (save->distance - d > EPSILON))

{
save->distance = d;
save->obj = obj;
}
!
0bj++;
}
if (save->obj == NULL)
return (0);

save->intersection_point = ray->start + (ray-
>ray * save->distance);

return (1);
H
/*
* Tracing ray
*/

inline FDirectionalRay reflect ray(float4 ray,
FSavedObj *save)
{

FDirectionalRay line;

ray =ray * -1;

line.start = save->intersection_point;

line.ray = (save->normal * (2 * dot(save-
>normal, ray))) - ray;

line.len = dot(line.ray, line.ray);

return (line);

}

FColor reflection(FSavedObj *save, local const
FSceneData* SceneData, _ global const FObject
*objs, _ global const FLightSource *lights, int rec, int
max_rec, global const FGPUMeshObject* Meshes,
__global const Vertex* Vertices, _ global const FFace*
Faces, _ global const Normal* Normals)

FColor color = (FColor)(0, 0, 0, 0);

__global const FObject *ignore = save->obj;

FDirectionalRay line = reflect ray(save-
>ray.ray, save);

save->ray = line;
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if (intersect point(&line, objs, save, ignore,
SceneData, Meshes, Vertices, Faces, Normals))
{
color = get_pixel color(save, objs,
lights, SceneData, Meshes, Vertices, Faces, Normals);
if (rec == max_rec && save->obj-
>reflection)
color = mult_color(color, 1 -
save->obj->reflection);
}

return (color);

}

FColor sample(__global const FObject *objs,
__global const FLightSource *lights,
__local const FSceneData* SceneData,
__global const FGPUMeshObject* Meshes,
__global const Vertex* Vertices,
__global const FFace* Faces,
__global const Normal* Normals,
float y,
float x)
{
FDirectionalRay line =
CreateDirectionalRay(SceneData->Camera.Origin,
view3d(SceneData, y, X));

FSavedObj save;
FColor color = (FColor)(0, 0, 0, 0);

save.ray = line;
if (intersect point(&line, objs, &save, NULL,
SceneData, Meshes, Vertices, Faces, Normals))

{
color = get_pixel color(&save, objs,
lights, SceneData, Meshes, Vertices, Faces, Normals);
if (SceneData->RecursionLevel > 0
&& save.obj && save.obj->reflection)

{
FColor color2;
FColor color_save =
save.obj->color;
int rec=1;

float  reflection coef=
save.obj->reflection;

while (1)
{
color2 =
reflection(&save, SceneData, objs, lights, rec,
SceneData->RecursionLevel, Meshes, Vertices, Faces,
Normals);

color2 =
ClampRGB(color2, color_save);

color save =
color2;

color =

MultiplicateLightSources(color, color2, 1,
reflection_coef);
if (rec >=
SceneData->RecursionLevel || Isave.obj || !save.obj-
>reflection)
break ;
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reflection_coef *= __global const Vertex* Vertices,
save.obj->reflection; __global const FFace* Faces,
++rec; __global const Normal* Normals)
} {
} const int i = get_global _id(0);

_local FSceneData LocalScene;
LocalScene = *SceneData;

return (color);

} float y =1/ LocalScene. WindowHeight;
float x =1 % LocalScene. WindowWidth;
_ kernel void render(__ global /*  write _only*/ uint FColor OutputColor = sample(Primitives,
*QOutputPixels, LightSources, &LocalScene, Meshes, Vertices, Faces,
__global const FObject* Primitives, Normals, y, x);
__global const FLightSource* LightSources, OutputPixels[i] = rgb_to_int(OutputColor);
__global const FSceneData* SceneData, }

__global const FGPUMeshObject* Meshes, /*
Has info with offsets of his own faces, normans and
vertices */
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