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BBenenue.

[IporpammupoBanue MNpeAoCTaBISIeT Oe3rpaHUIHBIC BOSMOKHOCTH JIFOISIM.
HccnenoBanusi, KOTOpbIE CBSI3aHbI C TPOTPAMMUPOBAHUE MTO3BOJISIET YMEHBIIUTh
KOJINYE€CTBO BPEMEHHBIX U (DU3NUYECKUX 3aTpaT JIIobMHU. TakuM 00pa3om, MOSIBISIETCS
MHOXECTBO Pa3HBIX MPUIOKEHU, CANTOB U IPOrpaMM, KOTOPBIE O3BOJISIOT MMOJIB30BATEIIO
pelaTh onpeieNIeHHbIC 3a/1a4i: MPOCMOTP KUHO, perieHre auddepeHnaibHbIX
ypaBHEHUH, NOUCK HYXKHOU MH(OpMaLU1 U MHOTOE Apyroe. [oBops B 11€J10M, YETOBEKO-

KOMIIBFOTCPHOC B3aI/IMOI[€I\/IICTBI/I€ IMO3BOJISICT YBCIIMYUTD KQYCCTBO KU3HHU.

[IpencraBbre cebe Takyro CUTYaIUIO - YEJIOBEK MOJIyYaeT TPABMY, TaKyto, 4TO
0O0JIbIIIE OH HE MOYKET UCIIOIB30BaTh YaCTh CBOETO TeJa U3-3a CIOKHOTO TIEepesioma,
HampUMep, EPeJIoM HOTY WK pyKu. biaronaps peHTreny O0JIbHOTO U JPYyTUM
aHAIU3UPYIOIIHUM 310POBBE YETOBEKA MPOLIETYPaM MOXKHO MOJIIYYUTh BCIO HH(POPMAIUIO O
TpaBMUPOBAHHOU 4acTH ckenera. Ha ocHoBe »Toii nHopmaruu cozmaem 3D Momens KOCTH.
OT10 mpeacTaniser coboit nporecc GopMupoBaHus cIokHOU 3D Mozenu Ha HaIlleM CalTe.
CdopmupoBannyto 3D Mozesib MOXKHO BpaliaTh, KOpPPEKTUPOBATh, €CJIA €CTh KaKHUEe-TO
0COOEHHOCTHU KOCTH (BMSITUHBI, TPOTUOBI U T.A.). MOzIeNb CII0’KHAsA, TOTOMY YTO KOCTh HE

ABJIETCS KAKOW-HUOY/Ib TUITUYHON reoMeTpuuecKkoil GUrypoil Kak TpeyroiabHUK, KyO U T.1.

CdopMupOBaHHYIO U OTBEYAIOITYIO0 TPEOOBAHUIM U OCOOCHHOCTSIM CTPOCHHS
ckenera, 3D momens npeacrapisieT coOol (aii, KOTOPhIM MOXKHO nepeaars Ha 3D-
MIPUHTEP U MOIYYUTh KOCTh YKE B OCA3a€MOM COCTOSTHUU. [[7151 MOSICHEHUSI CKaXy, U4TO

oOpa3oBaHHas TpexXMepHas MOJIEIb, SIBJIICTCS KOMUEH MTOBPEXKICHHON KOCTH JI0 €€ TPaBMEI.

[Ipunoxenue no popmupoBanuto 3D Monesneil KocTel Mo3BOJAT YBEIUUNUTh
BO3MOXXHOCTH pa0OThl MEAMIIMHCKUX CHEIUAINCTOB, a TAaK K€ MOBBICUTh KAY€CTBO KU3HU
mroniedt. S pemnt nonpoOoBaTh HaUCaTh TAKOM MPOEKT, YTOOB! peain30BaTh, OMCAHHbIE

BBIIIIC (I)yHKIII/II/I IMPHUIIOKCHMSA, 4 TaK K€ YBCIIMYHUTL CBOHW 3HAHUS B obnactu BHU3YyaJIM3alIUH.
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Bo110 pelieHo peanu3oBarh IPOEKT HA OCHOBE S3bIKa MPOTPaMMUPOBAHUS U

o6ubnmoreku anst padotsl ¢ 3D rpadukoii:
- WebGL;
- Three.js.

OTHU UHCTPYMEHTHI OBbUIM BHIOPAHBI 1O MPUYUHE TOBBIIICHUSI CKOPOCTH
dbopmupoBanus U oToOpaxkeHus 3D Mozene, MOTOMY 4TO UCIOJIB3YIOT B padboTe
BUJICOKAPTY, a HE ONEPALIMOHHYI0 CUCTEMY. A TaK K€ OHH IO3BOJISIIOT 3aIlyCKaTh
NPWIOXKEHHUS BO BCeX Opay3epax, 6jaronapsi BOMOXKHOCTH 3TUX TEXHOJIOTHI paboTaTh Ha

KpoccOpay3epHOM YPOBHE.

[Tonb3oBarenu caiTa OyayT EHCTBOBATH COMIACHO OINPEACIICHHOMY MOPSAKY

JIENCTBUU:
- TIOJIb30BATEIIb BRIOMPAET BU KOCTH;

- IpeAoCTaBIsieTcss UHGOPMALIHS O CIEUU(PUIHOCTU CTPOSHUSI KOCTH

TPaBMHUPOBAHHOT'O YEJIOBEKA;

- 110 BBIOOPY MOJIB30BaTENEM KOCTH M IaHHBIX O €€ cTpoeHuu popmupyercs 3D

MOJIENIb BHYTPHU TPEXMEPHOM CLICHBI.

[Tocne Bu3yanuzamuu 00beKTa, CIEHUATUCTY IPEJOCTABIAETCS BOZMOKHOCTD
HOTPYXEHUS B BUPTYAIIbHYIO PEAIBHOCTD C IIOMOIIBIO YCTPOMCTBA — OYKOB BUPTYaJIbHON
peanbHOCTU.B naHHBI MOMEHT, pa3paboTaHo OOJIBIIOE KOJTUYECTBO PAa3IMYHBIX TPOTrpamMm
JUISl OYKOB BUPTYaJIbHOM PEAIBHOCTH, KOTOPHIE TO3BOJISIFOT BUAETh PYKH UM KAKHE-TO
peIMETHI C IaTYMKaMU yepe3 3TH 04KU. C MOMOILIBIO 3TUX POrPaMM U YCTPOUCTB, Y
CHELHUATUCTOB MOSABISAETCA BO3MOKHOCTh MPOBEPKU MPABUILHOCTU C(HOPMHUPOBAHHOMN
KOCTHU C TPaBMHUPOBAHHOM KOCTBIO JI0 €€ MOBpeXkAeHUs. Takum 00pa3om, MOsBISIETCS

BO3MOXXHOCTDb IIPOBEPATH IPABHUIILHOCTD C(i)OpMI/IpOBaHHOP'I KOCTH.



Most 3a1aua pa3paboTraTh Takoe web-npusoxeHue, y Kotoporo OyzieT BO3MOXKHOCTb
MOJICTTUPOBaHUS pa3nuIHbIX 3D Moenel KocTel s JaabHEeHIIe paboThl CIICIIHATUCTOB
¢ 3TUMH 00bekTaMu (3D 0OBEKTHI MOJKHO Bpalllarh, ABUTaTh, a TAK K€ YIIIyOIATHCSA B HEE U
MpoCMaTpuBaTh BHyTpeHHEE cTpoeHue). [lepen Hauamom paboThl MOETO MPUIIOKEHUS HA
100aJIbHOM YPOBHE, €10 OyIyT TECTUPOBATH MEIUIIMHCKHE CIIELIMAIUCTHI. Eciin Bce TecThl
OyalyT yCHelIHbl, TO OyIeT 0JJ0OPEHO UCTIOIB30BaHUE JAHHOTO MPUIIOKEHUS JITIs1
(dbopMUpOBaHUS TPEXMEPHBIX MOJIEJIEH KOCTEH U JalbHEHIIIET0 BKUBICHUS STUX MOJIENen

JIFOISIM.

Tak xe y caiita OygeT BO3MOXHOCTh NPOCMATPUBaTh KOCTH U TMOJyYarb
OTIPEJICICHHYI0 HMH(POPMAIIMI0 O HUX. ITa BOBMOXKHOCTh B MPUJIOKEHUU OYJIET MOBBINIATH

YPOBEHB 3HAHUU JIFOAEH, OCEIIAIOIINX MEAUIMHCKUE Ky PCHI.



IHocTaHoBKAa 3a1a4M.

PeanuzoBaTh NpOEKT, KOTOPBIM MOMOXKET UHBAJIUA 1AM, JIFOASM, KOTOPbIE
MOJIYYMJIU CEPhE3HBIE TPaBMbI KOCTEN BO BpeMsl OOEBBIX JEUCTBUI WU APYTUX
cutyauuii. [lepBoe, 4To MOTYT OXKHMIaTh JIFOJIM TTOCJE TPABM KOCTEH — 3TO (aKT TOTO,
YTO OHM CTAJIM UHBAIIMAAMU. Ho Hame npuiiokeHrne 1aeT BO3MOKHOCTb IIOMOYb

BpadaM BBUICYHUTDH J'IIOI[GI\/'I, Y KOTOPbIX €CTb HOI[OGHLIG TpaBMBI.

Bbri1o pemieno copMupoBarh NPUIOKEHHE, KOTOpOE OyIET MO3BOJISITh
BU3yAJIM3UPOBATH JIIOOYIO KOCTh, U J€JIaTh TOUHOU KOTIUEH JIJIsi 3aMEHbI

TPaBMUPOBAHHOM.

Jlia peanin3anuy MpoeKkTa ObliIu c(pOPMUPOBAHBI ONPEACIEHHBIE 33/1auH,

KOTOPBIE OTPEEISIIOT €r0 (PYHKITHOHAIT:

1. Peanu3anus mpuiioskeHUs ¢ BOBMOXHOCTBIO YAAJIIEHHOTO (hOPMHUPOBAHUS

TPEXMEPHOM CLIEHBI;

2. [Mopkmrouenue 3D mofeneit u3 TOTOBBIX OMOIMOTEK B CIICHY, /IS

JTaTbHEUIINX UCCIe0BATENBCKUX PadoT;

3. BO3MOXXHOCTBh IPOCMOTpPa TPEXMEPHBIX OOBEKTOB B BUPTYyaJIbHOU
peanabHOCTH (1aHHas 3ada4a pemeHa [‘BoznapessiM Mibeit JleonnnosuueM u
0TOOpaXkeHa B €ro MarucTepckoit pabore, koropasi uMeeT HazBaHue «Cucrema
yIAJIEHHOM BU3yaIU3allui TPEXMEPHBIX OOBEKTOB C HCIIOIB30BAHUEM CPETT
BUPTYaJIbHOM peanpHOCTH. Peanuzanus B3auMOAEHUCTBYS C BUPTyaIbHBIMU

oOBeKTaMmny).

JIyist peanu3anuu 3TUX TIEJIeH MOSBUIACH TOTPEOHOCTH BEIOOpA YIOOHBIX B
pabote ¢ 3D rpaduxoii 6nOGIMOTEK, U B CBA3HU C UCIOIB30BAHUEM ATUX TEXHOJIOTHUM
MOSIBUJIACH BO3MOYKHOCTD YAJICHHOTO MOIKITFOUEHHUS K TPUIIOKEHUTO IS pabOTHI C

TPEXMCPHBIMU IIPOCTPAHCTBAMHU U oobexramu. ITocne pa6OTBI C HCKOTOPBIMHA



O6ubImoTekamMu, ObUIO IPUHSITO PEIICHUE OCTAHOBUTHCS HA OMPENIETICHHOM BHIOOpE

COBPEMEHHOTO MTPOTrPaMMHOTO OOECIICUCHHUS:
- Three.js;
- WebGL;

- JavaScript.



I1nan pa3padoTKy NMPUIIOKEHMS.

[I;man — 3T0 11OCIIEI0BATENIBHOCTD ICMCTBUM, BBINIOJHEHUE KOTOPOU IIPUBEIET K

HOCTaBJIEHHOU IIEHH.

C moMmoIIpI0 TPaMOTHOTO TUTaHA PabOThI, MOXKHO CJIENaTh MPOIIECC
UCCJIEeI0BaHUA U Pa3paOdO0TKH MPUIIOKEHUS 00JIEe YCIIeIHOM ISl UCCIEeI0BaTeNsl U
MOJTYYHUTh MOJE3HBIN MPOAYKT ISl CIIEIIUATICTOB, KOTOPhIEe OyayT paboTars ¢

JaHHBIM IIPUITOKCHUCM.

CornacHo MoCTaBIE€HHBIM 3a7a4aM OblT C(hOPMHUPOBAH IJIaH AEUCTBUM 115

peain3annunu WGb-HpHHO)KGHI/IH:

- pa3paborarb yaoOHbII UHTep(]eiic MPUI0KEHUS U BKIIIOUUThH B HETO CLEHY

1t pabothl ¢ 3D 00beKkTaMu B TpEeXMEPHOM MPOCTPAHCTRE;

- peanu3oBaTh npoleaypy noakiarouenus 3D monenelt ¢ nanpHelmen padoTon

HaJ HUMHU.

Ceityac st mombITaJICs ONMUCATh OOIIYI0 KAPTUHY TOTO, YTO MBI chopMupyeM
JUIs penieHus Hallei 3agauu. B nanbHeiimem OyayT pacckazaHbl UENH, paal KOTOPBIX
MBI PELIMIIM 3aHATHCS 3TOUM MpobaeMoil. Tak ke onuileM HHCTPYMEHTBI, KOTOPbIE

HCITIOJIb30BAJIMCh B CO3aHNA HAIICTO IMPUTOKCHUA.



Heanb pa3padoTKH NPUJIOKEHHS.

[{enbio paboTHI SIBIISIETCS YITyUIICHHE YPOBHS KH3HU JIIONIEH, Oaromaps
COBPEMEHHBIM TEXHOJIOTHUSM IMPOTPAMMHOT0 00ECIIEYEHUSI U BO3MOKHOCTSIM
amIapaTHbIX CPEJICTB. Tak K€ 3TO UCCIENOBAHUE MOXKET MOBIUATH HA PA3BUTHE

BUPTYAJIbHOI'O KOMIIBFOTCPHOT'O MHpPA.

Ha nepBbIi B3MIS1 MOKET ITOKA3aThCsl, YTO HET CMBICIIA UCIIOJIB30BaTh IAHHOE
MPUJIOKEHUE JIIOJbMU, HO 3TO He Tak. Celtyac monpoOyeM OObsICHUTD, YTO 3TO
IIPaBUJIbHBIC MBICITH, HO CKaXy, UTO WEb-IIPUIIOKEHUE MOXKET YBEIIMUYUTh YPOBEHB

paboThI Bpadyeil U KaYeCTBO KU3HU JIFOICH.

Korna uenoBek 6epercs 3a onpeneneHHyo 3a/1aqy, TO OH MpecieayeT BaXHYIO
nenb. B nanHoM cityuae, 1enb paboThl 3aKITI0YAETCS B YIIYUIIICHUH )KU3HU
MOJIb30BaTENIEH, KOTOPBIE MOTYUYUIIA CEPbE3HYI0 KOCTHYIO TPaBMY, OyJlb TO CUIIBHOE

pa3apoOiieHne KaKOW-TO KOCTH WIIH JIPYTOU CEPhE3HBINA MEPEIOM.

JI1s1 TOJTHOTO MOHUMAaHUS aKTyaJbHOCTH TAHHOM 3aJ1a4M PUBOJUTCS MPUMED

CTaHJaPTHOM CUTyalluH, B KOTOPON NPUIOKEHNE MOXKET IPUHECTH I1OIb3Y:

— YCJIOBCK IIOIIAJI B aBApUIO U ITOBPCANII HOTH, 1 Y3HACT O TOM, UTO OoJIbIIIE

HUKOraa HE CMOXET XOJUTh.

Ho Bckope eMy cooOmiaroT, 4To €CTh HOBast TEXHOJIOTHSI, KOTOpPasi TO3BOJIUT
€My BHOBb UyBCTBOBATh C€0s1 MOJIHOLEHHBIM. TeXHOIOTHsI 1oporas U CJI0XKHas, U Kak
3TO OOBIYHO OBIBAET, €CTh PHUCK, UTO MPOU30MAET YTO-TO HEMONpaBUMoe. B Takom
cilyyae BbIOOp CTOMT MEpPE] CAMUM YEJIOBEKOM, M TOJIBKO OH pEIIaeT JIeJaarh YTO-TO
WJIM OCTABUTh BCE KaK €CTh. CMOXKET JIM OH MEPEXKUTh 3Ty yTPaTy WU BbIOEpET
BapUaHT PUCKHYTh U MOMPOOOBATh MPEOAONIETh ce0s U cAeNlaTh HeBO3MOKHOEe. U
€CJIM BBIOOD U€JIOBEKA Majl Ha MOMNBITKY PUCKHYTh U BCE UCIIPaBUTh, TO EMY HAJI0

OPOWTH ONPEEICHHYIO NPOLEAYPY MOATOTOBKH MEPe] CIIOKHOM ONepalue.
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CHauasa HaM Hy>KHa HH(pOpMAIIHs O CKEJIeTe YeJIOBeKa, TO €CTh JaHHbBIE O
KOCTH: PEHTI€H, pe3yJIbTaThl OCMOTPA Bpavyeil U IPyruM UCTOYHHKAM WH(OOPMAIIIH,
KOTOpPbIE TOMOT'YT C(QOPMUPOBATH TPEXMEPHYIO MOJIETb OBPEKAEHHON KOCTH JI0 €€
TpaBmbl. He 00s13aTensHO yMeTh (POPMHUPOBATH KOCTh BHYTPH MPHIIOKEHUS, a BOT
IJ1aBHOM 3a7jaueil SIBISETCA MOAKIIOUEHNE TOTOBBIX TPEXMEPHBIX 00BEKTOB U paboTa ¢
HUMH, IPOCMOTPA CTPYKTYPbl CTPOCHHSI KOCTU U BOBMOXKHOCTh U3MEHEHUSI 00BEKTA,
€CJIM OH HE COBIIAJ C KOCTBIO, JI0 €€ MmoBpexaeHusl. 00 3TOM pacCcKakeM YyTh-4yTh

noapoOHee.

CoznanHoe MpUITOKEHNE TTO3BOJISIET POPMUPOBATH KOCTH ISl YETOBEKa.
NMeHnHo ux Mbl cMOkeM (DOpMUPOBATH B JTHOOBIX pazMepax v BOBMOXXHOCTHIO
pacTAruBaTh OTACNIbHBIE €€ (parMeHThI, C BO3MOXKHOCTSIMU MIPOCMATPUBATH KOCTh B
BUPTYaJIbHOM PEATBHOCTH U MOTPYKAaThCA BO BHYTPEHHIOKO YaCTh KOCTEU 3a CUET

OJHOMMCHHBIX OYKOB.

YroObl ObLIIa BO3MOKHOCTH TPOBEPKH MPABUIIBHON PabOThI BCETO
PWIOKEHHUS, Hy>KHO CMOTPETH 3Ty KOCTb B BUPTYyaJIbHON PEAJIbHOCTH. TO €CTh MBI
0eeM KOCTb, OepeM OUYKHM BUPTYaJIbHOW PEaTbHOCTH U CIIELIMAIIBHOE YCTPOUCTBO
ITO3BOJIAIOLIEE BUJIETh KOCTh B BUPTYAIbHOU PEAIBHOCTH MJIU IIPOCTOTO MPOCMOTpPA
CTPYKTYpbI KocTeil. Takum 06pa3zoM, MbI MOXKEM CpaBHUBATh 3D MOzieNb KOCTH C
TOYHOU KOIIMEW ITOJIOMAHHOM KOCTH, 10 €€ MOBpeXAeHus. Eciu rnocie npoBepku
chopMupoBaHHas TPEXMEPHas MOJIENb HE COBMAJIO C HOPMaJIbHOW KOCTbIO, TO
MoJIeNb A0JKHA ObITh nepenenana. Eciau 3D 00beKT MoHOCThIO COBMA,
CIEIHUAIIMCTBI COITIACHBI TPOBOJUTD OINEPALIMIO M CaM I0JIb30BATEIb COITIACEH B HEN
y4acTBOBAaTh, TO AAJIbLIE IPOUCXOAUT MPOLECC (POPMUPOBAHUS KOCTH IO €€

TpexMepHo# mozenu B 3D-nipuHTepe.

dopmupoBanne koctu 3D-npuntepom 1o ¢ainy ¢ uadopmarmeit o 3D monenu
OyZIeT MPOUCXOJIUTH C TTIOMOIIBIO CIIEIIMAIBHOTO MaTepuaa. Tak Ha3bIBaeMbIi
«CTICTIMATBHBIA MaTepHaD», U3 KOTOPOTro (hOPMHUPYETCSI HOBAsI KOCTb, SIBIISICTCS

JICTKUM MCTAJIJIOM, CIICLHUAJIBHO YTOOBI OBbIJ1a BO3MOKHOCTh BIKMBJIATEL €0 B TEJIO
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4CJIOBCKA, 1 OH 6YI[6T HOPMAJIBHO B3aHMO,HCfICTBOBaTB C HUM, IIpHU 9TOM, HUKAK HC

HAaHOCA TpaBM JIXOOSAM.

Ecnu Bce ynacres, TO JaHHOE IPWIOKEHUE CMOXKET IIOMOYb JIFOAAM B €ILE
OJTHOM OYE€Hb Ba)KHOM BOIPOCE. B MONOKUTEIBHOM BaApUAHTE 3TO BCE MOXKET CBECTH
K TOMY, 4TO Y JIIOIEH MOSBUTHCSI BO3MOXKHOCThH (DOPMHUPOBATH HE TOJIIKO KOCTH, a

J00bIe YEJIOBEYECKUE OpraHbl U MHOTOE JAPYyToe€.

B npoTtuBHOM citydae y Jrofiel ToSBUTHCS BOBMOXKHOCTh (POPMUPOBATH JHO0YIO
3D mojenb 1o CBOeMY YCMOTPEHHUIO M KAKMM-TO 00pa3oM 3TUM I0JIb30BaThCS B
JadbHEUIlIEeM, IIOTOMY YTO BO3MOKHOCTH UCIIOIb30BAHUS TPEXMEPHBIX MOJEIIEH B

KOMITBIOTEPHOM U pE€aIbHOM MUpPE Oe3rpaHUYHBbI.

PazpabarsiBaemoe nipusioxkeHre OyAeT MO3BOJISITh JOASIM MOJIy4YaTh
WH()OPMAITIIO TTO CTPOSHUIO YEJI0BEUECKOTO CKeneTa. M B mampbHenIeM MOosSBISIETCS
BO3MOXXHOCTH chopMupoBaTh 3D MoIeIh KOCTH JIF000TO CYIECTBa, U B JaIbHEHIIIEM
MCITOJIB30BATh 3T MOJICIIH JIJIs TTOJTy4YCHHS MHGOPMAIIUK O HUX B OTEpaIusx,
MPOBOJUMBIX C 3TUM IPUIIOKCHHEM, JTHOO B H3YUCHHUH CIICIIUATHHBIX METUITTHCKUX

KypCOB.

UrtoObI BCe MPEACTABIISIIN OOILYI0 KAPTUHY, KOTOpast OMHUCHIBAET UJICIO
HAMMCAHUs HAIIETO CaiTa, MbI MIONBITAINCH CPOPMYTUPOBATH OCHOBHBIE 3a71a4H,
onucarb KOPOTKO OOIIME MOMEHTHI U IMOAPOOHEE PACCMOTPETH CIIOKHBIE ACTIEKTHI
npoOJieMsl U ee penieHus. B nanbHeiimem Oyaet noJpoOdHO paccKka3aHo O TOM, Kak
pEeaI30BbIBAIOCH MPUIIOKEHUE C BO3MOKHOCTBIO MPOCMOTPA B BUPTYyaJIbHOM

peanbHOCTH U hopmupoBanusi 3D Mozenu koctu ¢ npumepoM (puc.l).
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Pucl. IIpumep TpexMepHON MOJENIH KOCTH.
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Pa3zpa0orka npu/io:keHus.

I[JI?I OIIMCaHus PCIICHUA I[aHHOﬁ 3aJa49u g MMpCaACTaBUI IIPOUCCC ITIOATIOTOBKH
TCXHOJIOT'MH K €€ pCajin3allh B OIIPCACIICHHOM IIJIaHC, KOTOpBIﬁ COCTOHUT U3
HCCKOJIbKUX ITYHKTOB. Bce @paFMeHTBI KOZa IMpCaACTABJICHBI B IIPUJIIOKCHUAX,
OTCBIIIKM Ha KOTOPHBIC 6y,IIYT ITOABJIATHCA B I[&J'IBHCﬁIHGM. N Haunem ¢ KpaTKoro
OIMHMCaHUA TCXHUK, KOTOPBIMH ITIOJb30BAJIUCE JJIA pCain3allii IIPUITOKCHUSA, a

nMeHHo html-daiina.

I'nasa 1. @opmuposanue caiima

[TpoekT co3naBaiics Ha Oa3ze ABYX cucTeM A (popmupoBanus caifta: html

JavaScript(JS).

Html - ctanaapTu3npoBaHHBIN S3bIK Pa3METKHU TOKYMEHTOB BO BCEMUPHOM
nayTuHe. bolbIIMHCTBO Web-TIPUITOKEHUN CONIEPYKUT OMMCAHUE PA3METKH Ha SI3bIKE
HTML. HTML-T1eroBbii 36K pa3MeTKU JTOKyMEHTOB. JIt000H JOKYMEHT Ha 3TOM
A3BIKE MPEACTABISAET COO0 HAOOP IEMEHTOB, IPUYEM HAYaAJI0 U KOHEI] KaXKI0I0
AIIEMEHTa 0003HAYAETCS CIICIIHAIBHBIMU TOMETKAMU TEraMu (TET - 3JIEMEHT S3bIKa
pa3MeTKH runeprekcta). TekcT comepkaluiics Mex Iy TeraMu, 0ToOpaxkaercs u
pa3MeIaeTcs COIIaCHO CBOMCTBAM YKa3aHHBIM B HAYaJIbHOM TeTe.. Tak ke €CTh
MyCThIE TETH, caMo3aKpbiBarolrecs Teru (<br>) cnerncuMBoJIbI(&UMS) U IpyTHe

CYIIHOCTH JIJI1 BO3MOXKHOCTH (h)OPMHUPOBAHUSI HOBBIX BOBMOKHOCTEH caifTa.

JavaScript — IPOTOTUITHO — OPUEHTUPOBAHHBIN CIIEHAPHBIN S3BIK
nporpaMmupoBanus. JavaScript 0ObIYHO KCIIONIBb3YETCS KaK BCTPAUBAEMBbIH SI3BIK TS
MPOTPAMMHOTO JIOCTyTa K 00bekTaM mpuiokeHuil. Hanbonee mmpoko mpuMeHseTcs

B Opay3epax Kak s3bIK CIICHAPUEB JIJIsl IPHUIaHUSI HHTEPAKTUBHOCTH BEO-CTpaHUIIAM.
14



CuibHO TTyOOKO, KaK M 0o0elaj, BAaBaThCs B MOAPOOHOCTH HE Oy/Iy, a BECh KO

npuiiokeHus 1o6asieH B «[Ipunoxenue 1» .

TInaea 2. Cozoanue 3D mooenu

B s1oit maBe OyzaeT onucan npoiiecc coznanus Hameit 3D monenu. Ectb
HECKOJIBKO CIToco00B hopmupoBanus 3D 00bEeKTOB /I TalbHEHIIIEH pabOThl ¢ HUMHU:

«360 rpaxycoB», 3D monens u popmupoBanue 3D Mozmenu BHYyTpH caiTa.

A) TlepBriit cioco0 T0CTAaTOUYHO MPOCT, KaK U B MOHUMAaHUU TOTO, KaK
MOJIYYUTh HAIly MOJIEeJIb, TaK M B CAaMOM peaJin3alluu 3TOTo criocoda. Tem He MeHee,
€CTh M CBOM CJIOKHOCTH ATOTO CIIOC00a, B OTJIMYHUE OT JIPYTUX METO/IOB peallu3alluu
3D o6bexToB. B uem 3akmrouaercs unes popmupoBanus 3D Monenu meToaoMm,

KOTOPBII Yallle BCEro Ha3bIBatoT «360 rparycoBy.

Wnest cocTouT B TOM, YTO (hOTOrpagupyroT 0OBEKT C Pa3HbIX PAKypCOB U
doTorpadum «HAKIAABIBAIOTCS APYT HA JIpyTra B OMPEIACICHHON
MOCJIEeI0BAaTEIbHOCTH KaIpOB. A C MOMOIIbIO HE3aMBICIOBATOI0 KOJla MPEBPAIAIOT B
aHUMAIUIO (IpUMeEp 0OBEKTOB TaKoi pabOThI — puUC.2), KOTOpasi pearupyeT Ha
JBUKEHUSI KOMITBIOTEPHOU MBIIIH. Tak KaK 3TOT METOJ I0CTaTOYHO MOMYJSPEH, TO 5
HE CTaJl €ro peajnu30BbIBaTh B KOJE, CIE€A0BATEIbHO, HE BUJKY CMBICIIa BCTABIIATH €T0
B CBOIO JIUCCEPTALIMIO, IOTOMY YTO 3Ty HH(POPMAILIMIO MOXKHO HATH B UHTEPHETE.
Ecnu caenars Takue e ¢pororpapuu, HO Ha JPyrOM PacCTOSTHUM MEXKIY KaMepou 1
00BEKTOM, TO MOKHO JOCTUYb BO3MOKHOCTH BpaleHus 3D o0bekTa He TOJIBKO
BOKPYT €T0 OCH, HO €Ill¢ M BO3MOXKHOCTh OTAAJIATH U MPUOINKATh €ro MO pa3HbIMU
yramu. Ho 3To yxke 6osee cioxHasi u kpornomiuBas padora. [loatomy ajist 6onbinei
(byHKUIMOHANBHOCTH ¢ 3D 00beKTaMM Yalie BCEro UCHOJb3YIOT Iporpammsl st 3D

MOJACIHUPOBAHUSA, O KOTOPBIX MbI PACCKAKEM B CJ'IGI[YI-OIHeﬁ IJ1aBC.
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Puc2. O0beKkT MoJeTupoBaHus .

b) Cnenyronmii crocod co31aHus TPEXMEPHBIX 0OBEKTOB - 3TO
mozenupoBarue 3D Mozeneit ¢ MOMOIIBIO Pa3HBIX MPOTrpaMM, TakuXx Kak 3d max,
blender (puc.3) u apyrue. [lanusiii nporecc popmupoBanus 3D 00bEKTOB

NpcacCTaBJICH TaKUM O6p330MZ

Puc3. Blender.
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- CHa4aJia Mbl COOMpaeM HaIll OObEKT B POrpaMme, JIsi padOThI C
TpeXMepHbIMU 00BbeKkTaMHu (TIpumMep paboTsl ¢ puc.4). To ecTs OO 3arpyxkaem yxe
TOTOBYIO MOJIETIb JINOO CAMOCTOSITEIHHO €€ peaIn3yeM C IOMOIIBI0 TPEXMEPHOH
rpaduky ¥ TOTUTOHOB (B TpaduKe MPeaCTaBISIOT COO0N TPEYTONBHUKU — PUC.S).
bnaromaps TakuM MOJUTOHAM MOKHO OMKCATh JIO00H TPEXMEPHBI 0OBEKT, TOTOMY
YTO JII0OBIE TPU TOYKH BCETIIA JIEXkKAT B OJIHOM IJIOCKOCTU. Takum oOpaszoM, Jt00yto
CJIOKHYIO TOBEPXHOCTh MOYKHO OIMUCATh TAKMM METOAOM. B Kaxk110#t mporpamme
MoJIeNb (popMHpyeTCs pa3HBIMU CIIOCOOAMU, HO B OCHOBHOM OepeTcs KapTHHKA HITH
npoctoi mpumep 3D oObeKkTa U pacTIruBaeTcst TaKUM 00pa3oM, YTOOBI TTOTYIHUTh

HeoOxoauMyto HaMm 3D mozens;

Puc4. Pa6ora ¢ nporpammoit 3D moaenupoBaHusi.

-TI0CJI€ TOTO KaK MBI CAETIAIH Hally MOJIENb, Mbl U3MEHseM (hopmMat Qaiina (ams
npumepa - blender ), KOTOpsIN comepkXuUT ee onucanue B ToT Gopmar(collada), spnsrommiics
yAOOHBIM JJI MPABUIILHOTO MOAKIIOYEHUS B CTPAHUILY caidTa, rae OyaeT TpedoBarbes pabora

C Hamei Mojielblo (TpuUMep MOJIeNU MPEACTaBIEH Ha puUc.6.).

17



Ferzspective » | Wireframe Shade

Puc5. Ilonuron.

Ho npo6nema 3axirodaercst B TOM, 4TO B OCHOBHOM paboTa OyJIeT 3aKIII0uaThCs
B BO3MOXKHOCTSIX, KOTOPBIE paciucaHbl B Kojie. To €CTh MBI CMOXKEM Bpaliarh,
JIBUTATh MOJIEIIb, HO KOPPEKTUPOBAThH €€ MBI HE CMOXKeM (He Oy/IeT BOZMOXKHOCTHU

pacTAruBaTh MOZEIb, MEHATH €€ BHYTPH CLIEHAPHs CTPAHULIbI);

B) Ceituac s monbITatoch 0ObSICHATH CaMblil yTOOHBIN BapuaHT. DTOT criocod
3aKJTII0YAETCS B BOBMOXKHOCTU (PopMUpOBaTh, U3MEHATh 3D 00beKkThI BHYTpH caiita. U

TYT Y HAacC Tak e €CTh JBa BapHaHTa:

-IIOAKJIIOYHUTH I'OTOBYIO 3D MOJZCJIb 3a CUCT AOIIOJTHUTCIIbHBIX OMOINOTEK U C

BO3MO)XHOCTBIO KOPPEKTUPOBATh 3D 00BEKTHI;

- mu00 chopMUPOBATH C HYIS TPEXMEPHYIO MOJIEh BHYTpU Opay3epa u
KOPPEKTHPOBATh €€ HE 3aKphIBas CIIeHApUi (TO €CTh MOJEIH HEe 00sI3aTeIbHO
3aIyCcKaTh K MPOCMOTPY 3apaHee, eCI OHU He HY)KHBI, BeJlb TAKUM 00pa3oM MBI

NeperpykaeM CTpaHULLy).

B nepBomM cityuae, mocie Toro kKak Mbl MOAKJIIOUMIIM 3D MOAENb K CalTy,
Onarozaps crieluadibHbIM NPUIIOKEHUSM MOSBISETCS BO3MOXHOCTh IBUTATh, MEHSATh
MOJIETIb, a TaK K€ MOTPY>KaThCA B caM OOBEKT JJIsi TPOCMOTPA €r0 BHYTPEHHEH YacTH.

A BO BTOPOM CJIy4dac y HaC €€ €CTb BO3BMOKXKHOCTb ,I[O6aBJ'ISITB 3D MOJCJIN B CIICHY. B
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3dBUCHUMOCTH OT BapHaHTOB MOI[GJ'ICI\(JI MOXKHO I[O6aBJ'I$ITB Ppa3HbIC MOACINU, HO
COXPAaHACTCA BOBMOKXHOCTD UX KOPPCKTUPOBAHMAA. HpH 9TOM CTapsbIC ITPUMCPBI
00BEKTOB HE 3aTUParOTCsA, HO 1 HOBBIC MOT'YT ITIOSIBUTBCA TOJIBKO B TOM CJIydac, KOraa
Y HOJB30BATCIIsI OCTAHCTCA KCIIAHNUC €TO COXPAHUTHL UJIH I[06aBI/ITB B UCIIOJIb3YCMBbIC

TPEXMEPHBIE MOJIEIH.

Puc6. [Ipumep peanuzanuu TpeXMEepHOTO 0OBEKTa B Opay3epe.

B o6oux BapnanTax Mbl UcIoyib3yeM ABe TexHonoruu: WebGL u
Three.js(puc.7). B cBs3u ¢ TaKMMU TEXHOJIOTHUSMH TOSBIISICTCS BO3MOYKHOCTh PaOOThI
¢ 3D monensMu BHYTpH caiita, web-nipusnoxkenust u mpodero. To ecTh MOKEM MEHSITh

pasMepsl, GopMbI MOsIETIeH WM 100aBISITh X B callT. Jlanbiie moapoOHO
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OIMHCBIBAKOTCA OTH TCXHOJIOTHHU IJIA O6H_ICFO IIOHUMAaHHA N I[ElJ'IBHCfIHIGFO

IMPAaBUJILHOI'O UCITIOJIb30BaHU HAICTO ITPHUIIOKCHUA JIFOAbMU.

THREE.JS

Puc7. Three.js

I'naea 3. Webgl u Three js

B 3710i1 ri1aBe Mbl OJIPOOHO pacCMOTPUM Takue UHCTPYMEHTHI kak WebGL u
Three.js. 9T OMOIUOTEKU MO3BOIAT HAM paboTaTh ¢ rpaduKoi Opay3epHOro OKHa

OHJIAMH.
A) s monmuoro nonuManuss WebGL, BBeZileM HECKOJIBKO OTIPEICIICHHMI:

- WebGL-nporpammHuas OubanoTexa AJis s3bIKa MPpOTPaMMHUPOBAHUS
JavaScript, mo3Bostomas co3naBarh Ha OCHOBE TOTO SI3bIKa IPOTPAMMHUPOBAHUS
UHTEpakTUBHYIO 3D rpaduky, (yHKIIMOHUPYIOUIYIO B IMUPOKOM CIIEKTPE
COBMECTUMBIX ¢ HEel web-0Opay3epoB. 3a CUeT HCTOIb30BaHUS HU3KOYPOBHEBBIX
cpencts noaaep:kku OpenGL, a yacTh K012 MOKET BBITOJHATHCS HEMOCPEACTBEHHO

Ha BUJEO KapTax';

1 onpeageneHue c caitta https://ru.wikipedia.org/wiki/WebGL
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- WebGL-3T0 koHTEKCT AnemenTa «canvas HTMLy, koTopslit o0ecriednBaeT

API 3D rpaduku 6e3 uCrosb30BaHUs TIIATHHOB .

W3 Bcero 31oro cieayer, 4To JaHHas OMOIuMoTeKa MOXKET padoTarh ¢ rpadukon
1 00BEKTaMH B TPEXMEPHOM MUPE, a TaK XK€ (PyHKIIMOHUPYET ¢ Opay3epHBIMU
cuctemaMu. lHbiMU ciioBaMu, MbI fiesiaeM 3D Mozienib He Ha KOMIIBIOTEPE B paMKax
MIpOrpaMMBbl, padbOTaIOIIEH B ONIEPAIIMIOHHON CUCTEME, @ HEMOCPEACTBEHHO B
Opay3epe, HO B TOKe camoe BpeMsi, popmar 3toro Qaitna He «Guidi», K KOTOPOMY MbI
NPUBBIKJIM U HE JTIOOMM 3a TO, YTO OH MOCTOSIHHO TopMOo3uT. WebGL ucnomnbayer Ter,

kotopsiil nosiBuics B HTMLS, Ho pucyem yxke B 3D, a He B 2D kak npUBBIKIH.

Korna s BiepBbie CTOJIKHYJICS C 9TOW TEXHOJIOTUEH, TO MHE OBbLIIO TPYIHO B
M3YUYEHUU U UCCIIEIOBAaHUM BU3yanu3aluu ¢ nomoiisio WebGL. Ho 6narogaps kaure
(WebGL Beginner’s Guide) mocBsiieHHOM 3T0i OMOIHoTEeKe, MHOKECTBY BHIICO-
YPOKOB U IPOYUM MH(POPMALIMOHHBIM (pOpyMam, sl CMOT OJKIIOYUTH CLIEHY (Tak
Ha3bIBaEMBbII canvas), KaMepy K CLEHE U J00aBIsTh MOJEIN U OOBEKTHI B CLIEHY C
JanbHEHIIe mpoleaypoi, BKIIIOUaIoIyio B ces paboTy ¢ atumu moaeisimu. Ho o

OuOIMOTEKE HAJIO paccka3aTh MoApoOHee.

Paccka3 noiier o ToM, 4TO MOSABISETCS MOCTE TOT0, Kak Mbl C(OPMUPOBAIH
3D-npocTtpancTBo. CHauyasza Mbl [IOJIy4aeM PEeHIEPEPHI, TO €CTh HEKAsl CYLIHOCTb,
0TOOpak€HHasi Ha BEIOPAHHYIO CLIEHY C KaMepou. A MOJl CEHOM, B IaHHOM cCllyYae,

MIOHUMAETCS TPOCTPAHCTBO, B KOTOPOM PACIOJIaratoTCsl Hy>KHbIE OOBEKTHI:
- OJIEMEHTHI (eI11e UX Ha3bIBAIOT MEIIaMH);

- HICTOYHHUKHU CBCTA, KOTOPBLIC OCBCHIAIOT 3JICMCHTHI C KaKoH-1100 CTOPOHBI.

2 onpepaenenue c caiita http://www.dmitrylavrik.ru
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JlaBaiiTe npeacTaBUM ISl HANISIAHOCTH TPEXMEPHBIN MTPSAMOYTOJIBbHUK, 3TO U
Oynert Haa cuieHa (puc.8), Takxke B HEl 3a cHeT Tpex oceil Oyzner chopmupoBaHo
MpeACTaBICHUE O TPEXMEPHOM MPEICTaBICHUU 3ToM ciieHbl. Ha camoii cuiene OyayT
pacrosararbcsi pa3jInyHbIe SJIEMEHTBI U 3TU AJIEMEHTBI. DTU JIEMEHTHI U UX
MecTonoJokeHue, (opMa U Jpyroe 3aBUCUT OT kaMmephl. Kamepa npeacrasisier

co00#1 MecTo, ¢ KOTOPOrO MBI CEYac CMOTPUM Ha CLIEHY U KyJa Mbl CMOTPHUM.

Puc8. Ciena.

W3 xoast u3 Bcero 3Toro peHjepep, s hopmupoBanust n300pakKeHUS Y€TO-TO B
CIIEHY WJIM MHa4e roBOPsI HA canvas, IPUHUMAET JIBa 3HAYCHUS - CIIeHY U Kamepy. 1
ATOTO BIOJHE I0CTaTOYHO, TOTOMY YTO OCHOBHOE IPEICTABICHUE MPOCTPAHCTBA HA
TEer canvas OnpeessioT UMeHHO oHl. Ho B 1o0aBieHue CKaxy, YTO CIEHBI U KaMEPbI
MOTYT OTJIMYAThCS APYT OT Apyra (yHKIHMOHATHHOCTHIO U BHEITHUM BHUJIOM.
Hampumep, ecth nmpocTas kamepa (miporiecc padoThl KaMepsl - puc.9), a ecTb

TJIaBaroIas, oarogaps KOTOPOM MbI MOYKEM HE TOJIBKO BPAIaThCs BOKPYT OTHOM
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TOYKH, HO €III€ U JIBUTATHCSI BHYTPH CAMOM CIICHBI, TaK CKa3aTh OyleM MaTepuaibHOM
TOYKOM, KOTOpast YMEET JBUIaThCS B pa3HbIE CTOPOHBI. Tak K€ €CTh IPUMEPHI
pa3IuYHBIX OPOPMIIEHUH AJIsl CUEHBI, B TOM 4Kciie ((OPMHUPOBAHUE KAKOTO-TO 33 THETO
IJIaHA, a 3TO MPUBEIET K TOMY, UTO MbI JICUCTBUTEIBHO MTOJTYYHM KAKYO-TO
MPUOTU3UTENEHO CXOXKYIO K pEabHOMY MUPY KapTUHY BCEX BEIEH, a HE MPOCTO

OeCCMBICIICHHOE U ITyCTOE MPOCTPAHCTBO.

Ho »to emie He Bce. Ha ciieHe MoxeT OBITh elie 4To-To. Bo mepBhIX Ha ClieHe
MOXKET ObITh HCTOUHMK CBETA - MHCTPYMEHT JIJIsl OCBEILICHUS U CO3JIaHUS
CIIEIIMAIBHOTO IIBETA U TCHH 00BEKTOB. CBET MOKET OBITh HAIPABIICHHBIM,
TOYCYHBIM, PACCESHHBIM M TaK K€ BIUSIONIMM Ha (DOPMBI M KAYECTBO TEHEH, TaK 4TO
HY>XHO OBITh OU€Hb BHUMATEJIbHBIM U 3a4aCTYIO 3apaHee XOPOIIo 001yMaTh,
JCHUCTBUTEIHHO JIM JaHHBINA (DyHKIIMOHAT TaK HaM HY>KEH, HE UCTIOPTHUT JI OH BCEH
KapTuHbl. mu HA000pOT YIyUdlIUT raMMy IIBETOM U JJOOABUT CBEXKYIO HCIO B
OMMUCAHUE CIICHBI, KOTOPOM TaK CUJIBLHO HE XBaTaE€T MHOTUM M300peTaTesiM,

XYOOKHUKaM U APYTUM JTHOIAM.

Camera Matrix Camera Madel

8 | p
. +y Right Vecior d

X L

Warld arigin

Puc9. Pabora ¢ kamepoii.

Eme C€CTb TAKOC IIOHATHC KaK MCIII, TO CCTh 3JICMCHT CHCHEI, KOTOpBIﬁ COCTOUT

U3 reoOMeTpuu U Matepuaina. M Takum o0pa3oM, MOKHO IIPEICTaBUTh JIFOOOH 00BEKT
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Ha HallleH CIIeHe, TOTOMY 4TO JIF0OYI0 TPEXMEPHYIO MOJIEIb MOXKHO TPEJCTaBUTh B
BUJIE OTPEJICIICHHON T€OMETPUH (BEPIIMHBI U pedpa, KOTOPbIE UX COCIUHAET) U
HaTSHYTHIM Ha HEE MaTepuajoM, TaK Ha3bIBaeMOil Koxkel o0bekTa. Mcxons uz storo,

JaquM OIIPCACICHUC I'COMCTPHUU U MaTCpualia:

I'eomeTpus - 3TO MHOKECTBO TOYEK BEPIINH, KOTOPBIE IIPU FEHEPALIUN

COEJIMHSIOTCS MEXAY cOO0M rpapuecKuMU MPUMUTHUBAMH;
Marepuai - 310 crnocod 0ToOpakeH!s U BHEIIHUNA BUJ] DJIEMEHTA.

WNuaye roBopsi, MaTepua BIUSET HA BHEITHUHN BUJT JIEMEHTA, TOTO KaK OH
ce0st Oy/ieT BECTH Ha CBETY, Kak OTOpachIBA€T TEHU M MHOTOE JIpyroe. A Tak ke
BMECTO I[BE€Ta MOXKHO JI00aBJIsTh B MaTepuall KAPTUHKY M pa3MHOXKATh €. Takoi
00BEKT ONPENEINSIIOT KaK TEKCTypa - U300pakeHHEe, KOTOPOE UCIIONIb3YETCs
MaTepHuasioM JiJisi BHEITHETO Bua oObekTa. JIjis ciemyromero mara HaMm motpedyercs

CIIeTyIOIIEe OMPECIICHHE:

[lerinep — 3TO KOMOBIOTEPHAS NPOTrpaMmMa, MIPEAHAZHAYECHHAS ISl UCTIOJIHEHUS

poIEeCCOpaMU BUICOKAPTHI.
B WebGL Metr onuchiBatOT ¢ MOMOIIBIO ABYX THUIIOB HIEH IEPOB:
- BEpLUIMHHBIC IIEHIEPHI;
- (pparmeHTHBIC MIEHIEPHI.

BepmmHHble meldepsl 0TBEYaroT 3a KOOPAUHATHI 00BEKTa, a (hparMeHTHbIE

paboTaloT ¢ TEKCTypaMH U C YaCTSIMHU PACTPOBBIX U300paKCHHM.

C nmoMoIipIo MIeH1IepOB MPOUCXOAUT MPOIIECC ONMUCAHUS TOr0, Kak UMEHHO
Oynet copMUpOBaH TPEXMEPHBIN 00BEKT U KaKyto (OpMy OH OyJIeT UMETh.
[efinepst onuckiBatoT 3D 00bEKTH B TPEXMEPHOM MPOCTPAHCTBE C TOMOIIBIO

MOJIMTOHAJIbHOM CEeTKU(COBOKYIMHOCTh BEPILINH U CBSA3EH MEXy HUMHU).
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C noMOI1IbIO TTOJIUTOHATBHON CEeTKU (OpMUpPYETCS MpeACcTaBIeHUE POPMBI
TPEXMEPHOM MOJIENH, & YA€ BCEr0 B KAYECTBE MIOJUTOHOB UCIIOJIB3YIOT
TPEYTOJIBHUKH, HO U C YETHIPEXYTOJIbHUKAMU TOXKE padoTaroT. B cBA3M ¢ MpaBUIbHOM
PAcCCTaHOBKOM IMOJMIOHOB M UX XapaKTepa CTPOEHHUS (TPEYrOiIbHUK,
YEeTBhIPEXYTOJIbHUK), MOXKHO YCKOPUTH Iipotiecc popmupoBanus 3D oObekra B
TPEXMEPHOM MPOCTPAHCTBE 33 CYET YMEHBILIEHHUS KOJIMYECTBA MTOJIUTOHOB WUJIU

peaAyILIMOUpPOBAHUA IIOJIMTOHAJIbHOM CETKH.

Takum oOpazom, pabora ¢ 3D MoaensiMU HaXOUTCS B HEKOTOPOM
MIPOCTPAHCTBE, KOTOPOE B IIEJIOM HA3bIBAIOT CIIEHOM WK «canvasy. J{is paboTsl
noTpedyeTcs TEr «canvasy U YToObI €ro cPOPMUPOBATH BOCIIONIB3YEMCSI HE CIIOKHBIM

METO/IOM, ONUCHIBAIOINM ero B popmare html qokymenTta BHyTpu Tera <body>:
<body>
<canvas 1id="canvas-element-id" width="800" height="600">
</canvas>
</body>

[IpocToit kon hopMHUpOBaHUS CLIEHBI 0€3 TONMOJHUTEIbHBIX CBONCTB LETUKOM

nponucad B «IIpunoxenun 2.

[Tociie peanu3anuu CIUEHBI Mbl MOYKEM MOJIYYUTh IBYXMEPHBIN KBAaApaT BHYTPU

HEC C IOMOIIIBIO MCTOAOB OITMCAHHBIX HUXKC:

- initProgram(); // nauIIManU3UpyeT MporpaMmMy HOAKIIOYCHHS IIICHICPOB
I[BETA U ek epa BEPIINH B CIICHY, KOTOPbIC OTBEUAIOT 32 TE€OMETPHUIO M MaTepral

0OBEKTa;
- initBuffers(); // onuckIiBaeT KOOpAMHATHI BEPIIUH 00BEKTA;

-drawScene(); // oTBedaeT 3a pacKpacky CIICHBI;
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- U IPyTHE METOMBI, KOTOPHIE MOTYT MPUTOAUTHCS B pabOTE C TaHHBIMU

IPOEKTaMHU.

[Tocne 3nakomcTBa ¢ ocHoBaMu WebGl nepeiinem Kk onucanuio OMOIMOTEKU

Three.js.

b) Three.js — nerkoBecHas kpoccOpaysepHas oubnuoreka JavaScript,
UCITIOJIb3yeMas JUIsl CO3/IaHMs U OTOOpaKeHHsI aHUMUPOBAHHOM KOMITbIOTEpHOU 3D
rpaduku Ipu pazpadboTke web-npunokeruit. Three.js CKpUIITHI MOTYT
UCII0JIB30BaThCs coBMecTHO ¢ anemenTamu HTML (canvas), SVG

(macmrabupoBaHHast BekropHas rpaduka) u WebGL.

Kak 1 Bce OMOIMOTEKH UX MOXKHO JTMOO CKa4aTh HA KOMITBIOTEP U MOAKIIOYUTh
B KOJI CCBUIKOM Ha MECTOIIONIOKEHUE OMOIMOTEKH B BallleM KOMIIBIOTEPE JIMO0

CCBUTKOW Ha UCXOMHBIC (DAMITHI B MHTEPHETE.

B kauecTBe npumepa, onuury (pparMeHT KoAa, UCTIONb3yEeMbIN IS

(bopmupoBanus chepbi(puc.10) B TpeXMEpHOH CIIEHE:
var scene = new THREE.Scene(); - moakitoueHue CIieHBI.

var camera = new THREE.PerspectiveCamera(75, window.innerWidth /
window.innerHeight, 0.1, 1000); - OnuckiBaeM kaMmepy Kak 0OBEKT €

OTIpE/ICIICHHBIMU aTPUOyTaMHu.

var geometry = new THREE.SphereGeometry(20, 20, 20); - onpenemnsiem

TrCOMETPHIO 0OBEKTA.

var material = new THREE.MeshBasicMaterial({ color: 0x77771f }); -

ompeJieNiieM Marepuall, U3 KOToporo OyAeT COCTOSITh OOBEKT.

var sphere = new THREE.Mesh(geometry, material); - Peanuzyem mpocToii

00BEKT, B JAaHHOM ciiyuyae cepy, IpuieM 3a OCHOBY OepeM reOMeTpHIo,
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OTHCHIBAIOIIYIO pasMep U hopMy 00BEKTa, U MaTeprai, KOTOPBIM OTBEYAET 3a IBET

TPEXMEPHOTO 00BEKTA.
scene.add(sphere); - noGasisieM B cuieHy cdepy.

[Tocne onucanus METOZOB MO3BOJIAIOMINX pabOTaTh C MPOCTHIMU
TPEXMEPHBIMU MOJEIISIMU, IEPENIEM K CIIETYIOIIEMY ITYHKTY - CIOXHBbIE 3D

o0bekThl. EcTh 1Ba BapraHTa padOThl ¢ TAKUMH OObEKTaMU:
- (hopmupoBanue 3D Mozeneil BHyTpH cailTa U IOTOM UX MEHSATD;

- peanu30BbIBaTh OOBEKTHI B TPEXMEPHOM Ipadrike B cCrielUaibHbIX
IIporpaMmax, 3aTeM NOJIKJII0YATh UX K CTPAHULE C JaJIbHEUIIEH BO3MOKHOCTBIO

penakTUpoBaHus 3a cueT QyHKiroHana oudnuoreku Three.js.
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Puc10. Coepa.

[ToaxmroyeHne TOTOBBIX 0OBEKTOB K IMPUIIOKEHHIO, ITO3BOJISIET MPOIIECC
3arpy3kd. [y momydeHus BO3MOXHOCTH (POPMUPOBAaHUS HEOOXOJUMOTO HAM
00BbEKTa, BOCIOJB3YEMCS OITUCAHUE OIPEEICHHOTO 3arpy3unKa — IPeICTaBICHHOIO

BO (hparMeHTe Koja:
var loader = THREE.STLLoader();
loader.addEventListener(‘load’, function (event) {
var geometry = event.content;

scene.add (new THREE.Meshn (geometry));
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5 )

loader.load(‘./file storage/.../file.stl’)

B stoMm (pparmente kona, Tak xe onucana reomeTpusi(var geometry)
MOJIKJTF0YAEMOTO 00BEKTa, C KOTOPHIM MBI PeIiii paboTarh. Takum o0pa3oM, y HacC
€CTh BOBMOXXHOCTbH JIOOABIISITH ONPEACICHHBIC MOJICIIH U aTPUOYTHI, BIUSIONINE Ha

rpadguxy 3D 00BEKTOB B TPEXMEPHOM MPOCTPAHCTRBE.

[Tepexoaum K mpolrieccy peainu3aluu Mporexypbl J00aBICHUS TPEXMEPHBIX
00BEKTOB MOJIB30BATENIEM B IIPUIIOKEHUHU, Y KOTOPOTO €CTh BOBMOXXHOCTH UX
M3MEHEHHUS ¥ TOJKIIFOUEHHS K BUPTYyabHOUN peaibHOCTU. DTa Mpolielypa MO3BOIUT
JIIO/ISIM TIOJTYYUTh BO3MOXHOCTH MPOBEPKU MPABUILHOCTH (hOPMHUPOBAHUS

TPEXMEPHOU KOMHUU 1[EJI0N KOCTH, KOTOpasi ceyac MOBpEeXkeHa y MallMeHTa.

I'naea 4. Menw npunosxcenusn

B nporecce peanuzanuu NpuioKeHUs CTaino MOHSATHO, YTO MOJIb30BATEISIM
Oynet yno0OHei, eciau Oy/1eT BO3MOXKHOCTh 3arpy»aTh, peIaKTUPOBATh U YIISITh
00BEKTHI C IOMOIIBIO ONPEACIEHHOTro MeHto (puc.11). Dta yacTs npuiioxkenus Oymer
croco0CTBOBATh OBICTPOMY OCBOEHHUIO B3aUMHOTO TOHUMAHUS MEXIY YEIOBEKOM U

MalmrHON. MeHIo peanu3yeTcs 3a CUeT cnelrantbHoi 0ubnuoreku dat.gui.
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structure .

skullOpacity B

SaveScene

| cadScene

scaleX

scaley”

scaled

rotationX

rotation’y”

rotation.Z

Close Controls

Pucll. MeHto.

@parMeHT KoJa, KOTOPBI OMUChIBaeT OPOpMIEHUE U (PYHKIIMOHAI MEHIO:

var gui = new dat.GUI();

gui.add(controls, 'structure');

gui.add(controls, 'skullOpacity').onChange(controls.changeSkullOpacity);
gui.add(controls, 'SaveScene');

gui.add(controls, 'LoadScene');

gui.add(controls, 'scaleX', 0, 10).onChange(controls.sclX);
gui.add(controls, 'scaleY', 0, 10).onChange(controls.sclY);
gui.add(controls, 'scaleZ', 0, 10).onChange(controls.sclZ);
gui.add(controls, 'rotationX', -4, 4).onChange(controls.rotateX);
gui.add(controls, 'rotationY", -4, 4).onChange(controls.rotateY);

gui.add(controls, 'rotationZ', -4, 4).onChange(controls.rotateZ);
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I'nasa 5. Bupmyanvnasa peaivnocmeo

[Tocne co3manus onpeneneHHOro HHTEpdEiica cailTa ¢ KOHKPETHBIM
(YyHKIIMOHAJIOM, OCTAJIOCh OOpaTUTh BHUMaHUE Ha MOCIEIHUN U3 aCTIEeKTOB HaIllei
3a/1a4u, KOTOPBIH sIBAsieTCSl (POPMUPOBAHMEM BO3MOXKHOCTH MPOCMOTPA CLICHBI C
00BbEKTaMU BHYTPHU BUPTYaIbHOU peaqbHOCTH. 32 peaan3aluio 3TON IpoLeayph

orBeuaeT ['Boznapes Mnbsa Jleonnnouy.

Tak ke xouercst ckazarb, YTO BO3MOXXHOCTb IIPOCMOTPA TAHHOTO MPHUIIOKEHHUS
B OYKaxX BUPTYaJIbHON PEAIIbHOCTH IO3BOJIUT MPOBEPSTH MPABUIIBHOCTD CTPYKTYPbI
MOCTPOEHHON TPEXMEPHOUN MOJIENIM KOCTU U €€ MPaBWILHOM J0pabOTKE, YTOOBI
MOJYYUTH KOITUIO LEJIOW U HEBPEIUMOMN KOCTH, OPUTMHAJ KOTOPOM MTOBPEIWIIA U 3TOT

OpUTHHAJ HEC IOAJICIKUT BOCCTAHOBJICHHUIO.
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3aka4yeHue.

B KoHUe nccneaoBaHUs 6bln BbINOIHEHbI BCE NOCTaB/IEHHble 3a4a4u. B
CUNY 3aZlaHHbIX Lenei 6bin chopMUPOBaH NAaH U AEUCTBYS COMNACHO €ro NyHKTam,

Mbl CMOINN NONYYUTb JIOTUYHbBIN U KenaemMbli pe3ynbrar.

Htorom paboTsl nomyunnu npuiokenue ¢ 3D creHoi u MeHIo, ¢ TOMOIIbI0
KOTOPBIX MOKHO padoTath U 100aBisATh 3D 00bEKTHI. A Tak e Hall MPOIYKT 3a CUET
ounbamorek WebGL u Three.js mo3BossieT He CHIIBHO MEpPErpy»KaTh yCTPONCTBA

MOJIb30BATENEH JIJIs1 yBEIMUCHUS Ka4yeCcTBA PaObOTHI C MPUIIOKEHHEM.

B pe3synbrare Haiiero ucciaenoBaHus TaHHOM 3a7auu, ObLII0 CPOPMUPOBAHO

MHEHHUE O IUTF0CAX U MUHYCAX MPUIOKEHHUS.
I ITFOCBI TAKOBHI:

- OBICTPOACHCTBUE CUCTEMBI, KOTOPBIE BBIITOJIHIETCS 32 CUET OBICTPOI
3arpy3Ku BCEX METOJOB KO/a, 3aBUCALIEH OT BUJIEOKAPThI KOMIIBIOTEPA U OBICTPOI

oOpaTHOM peaklMy Ha (PyHKIIMOHAJ TOCPEICTBOM BO3MOKHOCTEH UHTEPHETA;

-yI0OHOCTb MUCHOJIb30BaHUs OUOINOTEK TPEXMEPHOU rpaduKu, HA OCHOBE
KOTOPBIX IIPOBOJMIMCH UCCIIEOBAHUS KOMIIBIOTEPHON BU3YyaJIU3alluy U JajbHENIIEe

€€ pa3BUTHUE;
- IIUPOKUM CHEKTP YJIyUIIEHUS BO3MOKHOCTEN IPUIOKEHUS.

B nporiecce peanuzanuu npuioxkeHus: GOpMUPOBATHCH HOBBIC UEH IS
YIIy4IIEeHUS] IPOEKTAa, UMEHHO OHU U SIBJISIIOTCS. MUHYCaMU Haliei padoThI:
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- mporiecc (OPMHUPOBAHUE TPEXMEPHBIX MOJICTIEH YBEIMUNBAET BpEMS
3arpy3Ku OOBEKTOB B CIIEHY M €€ PEIICHHUE JISKUT B HAXOXKJICHUH YIIPOLIEHHOTO

cnoco0a peyIIMKalry MOJIMTOHOB OOBEKTOB;

- paboTa ¢ JaHHBIM MPUIIOKEHUEM HE COBceM Oe3omacHa s sroneid. [locne
JI0JITO HAXOXKJCHUS B BUPTYAJTLHOM TPEXMEPHOM MHUPE Y JIFOICH MOSBISAETCS
kuoepoOose3nsb (Cybersickness) - 3To 00J1€3Hb, CUMIITOMaMU KOTOPO SIBIISIFOTCS

T'OJIOBOKPY’KCHU:A, I'OJIOBHBIC 60J'II/I, TOIIHOTAa U APYI'u€ CUMIITOMBEI.

B pesynbrare uccinenoBanus CTaio MOHATHO, YTO JIFOAM JKEJIAl0T KaK MOKHO
0oJ1ee MPOCTON MPOAYKT C PeaTn30BaHHBIM MPHIIOKECHUEM, KOTOPBIi OyaeT

IIO3BOJISITH UM 33 KOPOTKOE BpEMsI HCIIOJIb30BAHUS M1OJIy4aTh HYXKHBIA pE3yJIbTar.

B Oynymiem mianupyercst OOHOBIEHUS paOOThl MPUIIOKEHUS, KOTOPHIE B
MIEPBYIO OYEpe/lb TUKBUIUPYET MUHYChI 3TOM BEPCUU, a TAK KE MO3BOJIUT
dhopmupoBarh 6a3bl MOJIENIEH, C TTOMOIIBIO KOTOPBIX MOSBUTHLCS BO3MOXKHOCTh
MOBBICUTH Kaue€CTBO pabOThI MPOAYKTA, YPOBEHb XUPYPIUH B MEIUIIMHE U B IPYTHUX

chepax Ku3HH.

ITo xony pazpaboTku web-npunoxkenus: 6blTH U3yueHsl JavaScript, Webgl u
Three.js. Tak e ObUTH MOTYUYEHBI 3HAHUS O CIIOCO0AX U aNropuTMax (hopMUpOBaHUS

00BEKTOB B TPEXMEPHOM MPOCTPAHCTBE U JaJIbHEHIIIEeH paboTe C HUMHU.
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Cnucok nureparypsl.

1. " Webgl beginner's guide."luero Kantop, bpanaon JI>xoHc.
2." Learning Three.js- The JavaScript 3D Library for WebGL." JI>xoc JIupkcaH.
3. https://ru.wikipedia.org/wiki/WebGL

4. https://www.dmirtylavrik.ru
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[Ipunoxenus.

[Tpunoxenuel .(Koa Bcelt mporpammel)
<!DOCTYPE html>

<html>

<head>
<title>Example 09.07 - first person camera </title>

<script type="text/javascript" src="three.js"></script>

<script type="text/javascript" src="STLLoader.js"></script>

<script type="text/javascript" src="stats.js"></script>

<script type="text/javascript" src="dat.gui.js"></script>

<script type="text/javascript" src="chroma.js"></script>

<script type="text/Jjavascript" src="FirstPersonControls.js"></script>
<script type="text/javascript" src="Projector.js"></script>
<script type="text/javascript" src="ColladaLoader.js"></script>
<script type="text/javascript" src="ConvexGeometry.js"></script>
<script type="text/javascript" src="ThreeBSP.js"></script>
<script type="text/javascript" src="FileSaver.js"></script>
<script type="text/javascript" src="OBJLoader.js"></script>
<script type="text/javascript" src="helvetiker bold.typeface.js"></

script>
<script type="text/javascript"
src="helvetiker regular.typeface.js"></script>

<style>
body {
margin: O;
overflow: hidden;
}
</style>
</head>
<body>

<div id="Stats-output">
</div>
<div id="WebGL-output">
</div>
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<script type="text/javascript">

function init () {
var vertexes = [];
var objects = [];
var parts = [];
var vseRebra = [];

var targetAnatomy;
var savingObjects =[];
var selection;
var convex;
var BSP1l, BSP2, resultBSP, resultBSPtoMesh, loadconvex,
loadedConvex, objLoader;
var index=0;
var offset = new THREE.Vector3();
var clock = new THREE.Clock();
var stats = i1nitStats();

var scene = new THREE.Scene ()

var camera = new THREE.PerspectiveCamera (45, window.innerWidth /
window.innerHeight, 0.1, 1000);

var webGLRenderer = new THREE.WebGLRenderer (),
webGLRenderer.setClearColor (new THREE.Color (OXEEEEEE, 1.0));
webGLRenderer.setSize (window.innerWidth, window.innerHeight);
webGLRenderer.shadowMapEnabled = true;

var projector = new THREE.Projector();
webGLRenderer.domElement .addEventListener ('mousedown’',
onDocumentMouseDown, false);
webGLRenderer.domElement .addEventListener ('mousemove’',
onDocumentMouseMove, false);
webGLRenderer.domElement.addEventListener ('mouseup’,
onDocumentMouseUp, false);

camera.position.x = 100;
camera.position.y = 10;
camera.position.z = 10;

camera.lookAt (new THREE.Vector3(0, 0, 0));

var ambientLight = new THREE.AmbientLight (0x383838);
ambientLight.intensity = 10;
scene.add (ambientLight) ;

var spotLight = new THREE.SpotLight (Oxffffff);
spotLight.position.set (100, 140, 130);
spotLight.intensity = 1;

scene.add (spotLight) ;

var spotLight2 = new THREE.SpotLight (Oxffffff);
spotLight2.position.set (=100, -140, -130);
spotLight2.intensity = 1;
scene.add (spotLight?2);
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plane = new THREE.Mesh (new THREE.PlaneBufferGeometry (500, 500,
8, 8), new THREE.MeshBasicMaterial ({color: 0xff0000, side: THREE.DoubleSide}));
plane.visible = false;
scene.add (plane) ;
sky = new THREE.Mesh( new THREE.SphereGeometry( 500, 100,
100 ), new THREE.MeshBasicMaterial ( {
map: THREE.ImageUtils.loadTexture( "322.jpg" ),
side: THREE.DoubleSide
Yoy o)
scene.add (sky) ;
var loader = new THREE.Colladaloader () ;
var skull;
loader.load ("skull.dae", function (result) {
var geometry = result.scene.children[2].children[0].geometry;
var mat = new THREE.MeshlLambertMaterial ({color:
0xCOCO0CO, side: THREE.DoubleSide});

skull = new THREE.Mesh (geometry,
3) 7

skull.scale.set (3, 3,

mat) ;

skull.name ="skull";

skull.position.x =

scene.add (skull) ;

20;

objects.push(skull);

)

var loaderCol =

var brain;
loaderCol.load ("brain.dae",
var geometry

new THREE.ColladaLoader ()

function (result) {

result.scene.children[0].children[0].geometry;

var mat = new THREE.MeshlLambertMaterial ({color:
0xF08080, side: THREE.DoubleSide})
brain = new THREE.Mesh (geometry, mat);
brain.scale.set (3, 3, 3);
brain.name = "brain";
brain.position.x = 20;
scene.add (brain) ;
objects.push (brain);
1)
var loaderObj = new THREE.ObjectLoader();
var partl, part2, part3, partd4, partb5, part6, part7;
loaderObj.load( "mozgl.json", function ( object ) {
var geometry = object.geometry;
var mat = new THREE.MeshlLambertMaterial ({color:
0x00ff00, side: THREE.DoubleSide});
partl = new THREE.Mesh (geometry, mat);
partl.name = "partl";
partl.visible = false;

scene.add (partl);
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partl.scale.set(3,3,3);
parts.push (partl);
o)

loaderObj.load( "mozg2.json", function ( object ) {
var geometry = object.geometry;
var mat = new THREE.MeshlLambertMaterial ({color:
0x00f£f00, side: THREE.DoubleSide});
part2 = new THREE.Mesh (geometry, mat);
part2.name = "part2";
part2.visible = false;
scene.add (part2);
part2.scale.set(3,3,3);
parts.push (part?2) ;
}o)s

loaderObj.load( "mozg3.Jjson", function ( object ) {

var geometry = object.geometry;

var mat = new THREE.MeshlLambertMaterial ({color:
0x00ff00, side: THREE.DoubleSide});

part3 = new THREE.Mesh (geometry, mat);

part3.name = "part3";

part3.visible = false;

scene.add (part3);

part3.scale.set (3,3,3);

parts.push (part3);

Yo

loaderObj.load( "mozg4.json", function ( object ) {

var geometry = object.geometry;

var mat = new THREE.MeshlLambertMaterial ({color:
0x00f£f00, side: THREE.DoubleSide});

partd new THREE.Mesh (geometry, mat);

partd.name = "partd";

partd.visible = false;

scene.add (part4d) ;

partd.scale.set(3,3,3);

parts.push (partd) ;

I~

Pz

loaderObj.load( "mozg5.json", function ( object ) {
var geometry = object.geometry;
var mat = new THREE.MeshlLambertMaterial ({color:

0x00ff00, side: THREE.DoubleSide});

partb = new THREE.Mesh (geometry, mat);
partb.name = "partbH";
part5.visible = false;
scene.add (parth);
partb5.scale.set (3,3,3);
parts.push (parth);

Yo

loaderObj.load( "mozgb6.json", function ( object ) {
var geometry = object.geometry;
var mat = new THREE.MeshlLambertMaterial ({color:
0x00f£f00, side: THREE.DoubleSide});
part6 = new THREE.Mesh (geometry, mat);
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part6.name = "partoé";
part6.visible = false;
scene.add (part6) ;
part6.scale.set(3,3,3);
parts.push (partb6);

Py

loaderObj.load( "mozg7.json", function ( object ) {

var geometry = object.geometry;

var mat = new THREE.MeshlLambertMaterial ({color:
0x00ff00, side: THREE.DoubleSide});

part? new THREE.Mesh (geometry, mat);

part7.name = "part7";

part7.visible = false;

scene.add (part?);

part7.scale.set (3,3,3);

parts.push (part7);

I~

}o)s

var rebraloader = new THREE.ColladaLoader ();
var rebra;
rebraloader.load("rebra.dae", function (result) {
var k=1;
for (var 1=0; 1i<85; i+=2)
{
var geometry =
result.scene.children[i].children[0].geometry;
geometry.center () ;
var mat = new THREE.MeshLambertMaterial ({color:
0xC0CO0CO, side: THREE.DoubleSide});
rebra = new THREE.Mesh (geometry, mat);
rebra.scale.set (3,3,3);
rebra.name = "rebra"+k+""; k++;
scene.add (rebra) ;
objects.push (rebra);
vseRebra.push (rebra) ;

var options = {
size: 0.8,
height: 0.2,
weight: "normal",
font:"helvetiker",

style:"normal",

bevelEnabled: false

bi

var partltextl, partltext2, partltext3;
partltextl = createMesh (new

THREE.TextGeometry ("Occipital lobe:", options));
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partltext?2 = createMesh (new THREE.TextGeometry ("
The occipital lobe is the visual processing center of the mammalian",
options)) ;

partltext3 = createMesh (new THREE.TextGeometry ("
brain containing most of the anatomical region of the visual cortex",
options));

var part2textl, part2text2, part2text3;

part2textl = createMesh (new
THREE .TextGeometry ("Left temporal lobe:", options));

part2text2 = createMesh (new THREE.TextGeometry ("
The temporal lobe is involved in processing sensory input into derived meanings
for the", options));

part2text3 = createMesh (new THREE.TextGeometry ("
appropriate retention of visual memories, language comprehension, and emotion
association", options));

var part3textl, part3text2, part3text3;

part3textl = createMesh (new
THREE.TextGeometry ("Right temporal lobe:", options));

part3text?2 = createMesh (new THREE.TextGeometry ("
The temporal lobe is involved in processing sensory input into derived meanings
for the", options));

part3text3 = createMesh (new THREE.TextGeometry ("
appropriate retention of visual memories, language comprehension, and emotion
association", options)):;

var partdtextl, partdtext2, partdtext3;
partdtextl = createMesh (new
THREE.TextGeometry ("Pariental lobe:", options));
partdtext?2 = createMesh (new THREE.TextGeometry ("
The parietal lobe integrates sensory information among various", options)):;
partdtext3 = createMesh (new THREE.TextGeometry ("
modalities, including spatial sense and navigation (proprioception)",
options));

var partbtextl, partbtext2, partbtext3;
partbtextl = createMesh (new
THREE.TextGeometry ("Hypophysis:", options));
partbtext2 = createMesh (new THREE.TextGeometry ("
The anterior pituitary synthesizes and secretes hormones", options)):;
partbtext3 = createMesh (new THREE.TextGeometry ("
Human growth hormone, Thyroid-stimulating hormone and other", options));

var parté6textl, partbtext2, partbtext3;

partétextl = createMesh (new
THREE.TextGeometry ("Cerebellum:", options));

partétext?2 = createMesh (new THREE.TextGeometry ("
Is a region of the brain that plays an important role in motor control.",
options));

partétext3 = createMesh (new THREE.TextGeometry ("
It may also be involved in some cognitive functions such as attention and
language", options));

var part7textl, part7text2, part7text3;
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i<parts.length;

i<parts.length;

i<parts.length;

i<parts.length;

THREE.TextGeometry ("Frontal lobe:",
The dopamine system
short-term memory tasks,
var camControls

webGLRenderer.domElement) ;
camControls.

camControls

camControls
camControls

camControls.

0;

var step

var mesh;

.movementSpeed
camControls.
camControls.
camControls.
.verticalMin =
.verticalMax
camControls.

part7textl createMesh (new
options));
part7text?2 createMesh (new THREE.TextGeometry ("
is associated with reward, attention,", options));
part7text3 createMesh (new THREE.TextGeometry ("
planning, and motivation.", options));

new THREE.FirstPersonControls (camera,

lookSpeed 0.4;

20;

nofFly true;
lookVertical true;
constrainVertical = true;
0.0;

3.0;

lon = -150;
lat 120;

function setCamControls () {

var controls

i++)
i

i++)
}i

i++)
bi

i++)
s

new function

0 A

this.structure = false;
this.skullOpacity = false;
this.sclX = function () {
targetAnatomy.scale.x = controls.scaleX;
if (targetAnatomy.name == "brain") {for (var i=0;
parts[i].scale.x = targetAnatomy.scale.x;}
this.sclY = function () {
targetAnatomy.scale.y = controls.scaleY;
if (targetAnatomy.name == "brain") {for (var i=0;
parts[i].scale.y = targetAnatomy.scale.y;}
this.sclZ = function () {
targetAnatomy.scale.z = controls.scaleZ;
if (targetAnatomy.name == "brain") {for (var i=0;

parts([i].scale.z

targetAnatomy.scale.z;}

this.rotateX function () {
targetAnatomy.rotation.x
if (targetAnatomy.name == "brain")
parts[i] .rotation.x

controls.rotationX;
{for (var i=0;
targetAnatomy.rotation.x; }
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i<parts.length;

}s

i<parts.length;

}s

{ skull.material.transparent =

{ skull.material.transparent =

i++)

i++)

this.rotateY = function () {
targetAnatomy.rotation.y = controls.rotationY;
if (targetAnatomy.name == "brain") {for (var i=0;

parts[i] .rotation.y = targetAnatomy.rotation.y;}

this.rotatezZz = function () {
targetAnatomy.rotation.z = controls.rotationZ;
if (targetAnatomy.name == "brain") {for (var i=0;
parts[i] .rotation.z = targetAnatomy.rotation.z;}
this.scaleX = 3;
this.scaleY = 3;
this.scaleZ = 3;
this.rotationX = 0;
this.rotationY = 0;
this.rotationZz = 0;
this.SaveScene = function () {
var k=0;
for (var i1i=0; i<objects.length; i++) {
savingObjects[k] = objects[i].position.x;
savingObjects[k+1] = objects[i].position.y;
savingObjects[k+2] = objects[i].position.z;
savingObjects[k+3] = objects[i].scale.x;
savingObjects[k+4] = objects[i].scale.y;
savingObjects[k+5] = objects[i].scale.z;
savingObjects[k+6] = objects[i].rotation.x;
savingObjects[k+7] = objects[i].rotation.y;
savingObjects[k+8] = objects[i].rotation.z;
k+=9;
}
}i
this.LoadScene = function () {
var k=0;
for (var i1i=0; i<objects.length; i++) {
objects[i] .position.x = savingObjects[k];
objects[i] .position.y = savingObjects[k+1];
objects[i] .position.z = savingObjects[k+2];
objects[i].scale.x = savingObjects[k+3];
objects[i] .scale.y = savingObjects[k+4];
objects[i] .scale.z = savingObjects[k+5];
objects[i].rotation.x = savingObjects[k+6];
objects[i].rotation.y = savingObjects[k+7];
objects[i] .rotation.z = savingObjects[k+8];
k+=9;

}i

this.changeSkullOpacity = function () {

if (controls.skullOpacity == true)
true; skull.material.opacity=0.6;}
if (controls.skullOpacity == false)
false; }
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var
gui
gui

guli = new dat.GUI();

.add (controls,
.add (controls,

'structure') ;

'skullOpacity') .onChange (controls.changeSkullOpacity);

gui.
gui.
gui.
.add (controls,

gui

gui.
gui.
4) .onChange (controls.
gui.
4) .onChange (controls.
gui.
.rotate?z);

4) .onChange (controls

render () ;

(

(

(

add (controls,

add (controls,

add (controls,
(
(

add (controls,
add (controls,
rotateX) ;
add (controls,
rotateY) ;
add (controls,

function render () {
stats.update();
var delta = clock.getDeltal()

'SaveScene') ;
'LoadScene') ;
'scaleXx', 0,
'scaleY', O,
'scaleZz', 0,
'rotationX',

'rotationY’',

'rotationz’',

camControls.update (delta);
requestAnimationFrame (render) ;
webGLRenderer.render (scene, camera)

function createMesh (geom) {

10)
10)
10)
-4,

_4,

_4,

.onChange (controls.sclX) ;
.onChange (controls.sclY) ;
.onChange (controls.sclZ) ;

var meshMaterial = new THREE.MeshPhongMaterial ({

specular:

color: Oxeeffff,
shininess: 100,
metal: true

)

Oxffffff,

var plane = THREE.SceneUtils.createMultiMaterialObject (geom,

[meshMateriall);

return plane;

}

var projector = new THREE.Projector():;

var tube;

function onDocumentMouseDown (event) {
var vector = new THREE.Vector3(( event.clientX /
* 2 - 1, -( event.clientY / window.innerHeight ) * 2 + 1,

window.innerWidth )
1)

vector.unproject (camera) ;
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var raycaster = new
THREE.Raycaster (camera.position, wvector.sub (camera.position).normalize());
var intersects =
raycaster.intersectObjects (objects);
if (intersects.length > 0) {
targetAnatomy = intersects[0].object;
camControls.enabled = false;
selection = intersects[0].object;
var intersects =
raycaster.intersectObject (plane);

offset.copy(intersects[0] .point) .sub(plane.position);

}

var selectedObject = null;

function onDocumentMouseMove (event) {
event.preventDefault () ;

var vector = new THREE.Vector3(( event.clientX /
window.innerWidth ) * 2 - 1, -( event.clientY / window.innerHeight ) * 2 + 1,
1)

vector.unproject (camera) ;

var raycaster = new THREE.Raycaster (camera.position,
vector.sub (camera.position) .normalize());

if (controls.structure) {

var intersects = raycaster.intersectObjects (parts);
if (intersects.length > 0) {
brain.material.transparent = true;
brain.material.opacity = 0.2;
intersects[0] .object.visible = true;
if (intersects[0].object.name == "partl")

{
partltextl.position.x =
(intersects[0] .object.position.x + camera.position.x) / 2;
partltextl.position.y =
(intersects[0] .object.position.y + camera.position.y) / 2;
partltextl.position.z =
(intersects[0] .object.position.z + camera.position.z) / 2;

partltext?2.position.x
partltextl.position.x;

partltext2.position.y
partltextl.position.y-1;

partltext2.position.z
partltextl.position.z;

partltext3.position.x
partltext?2.position.x;

partltext3.position.y
partltext2.position.y-1;

partltext3.position.z
partltext2.position.z;

partltextl.scale.set (0.5,0.5,0.5);
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I4

partltext2.scale.set (0.5,0.5,0.5)
partltext3.scale.set(0.5,0.5,0.5)
partltextl.lookAt (camera.position
partltext?2.lookAt (camera.position
partltext3.lookAt (camera.position
scene.add (partltextl);
scene.add (partltext2); scene.add(partltext3);
}

) ;
) 7
).

4

if (intersects[0].object.name == "part2")

{

part2textl

.position.x

(intersects[0] .object.position.x + camera.position.x) / 2;

part2textl

.position.y

(intersects[0] .object.position.y + camera.position.y) / 2;

part2textl.position.z
(intersects[0] .object.position.z + camera.position.z) / 2;

part2text2.position.x
part2textl.position.x;

part2text2.position.y
part2textl.position.y-1;

part2text2.position.z
part2textl.position.z;

part2text3.position.x
part2text2.position.x;

part2text3.position.y
part2text2.position.y-1;

part2text3.position.z
part2text2.position.z;

part2textl.scale.set (0. ;

5,0.5,0.5)
part2text?2.scale.set(0.5,0.5,0.5)
part2text3.scale.set (0.5,0.5,0.5)
part2textl.lookAt (camera.position
part2text?2.lookAt (camera.position
part2text3.lookAt (camera.position
scene.add (part2textl);

scene.add (part2text2); scene.add(part2text3);
}

4

5
5
5

) ;
) 7
).

’

if (intersects[0].object.name == "part3")

{

part3textl

.position.x =

(intersects[0] .object.position.x + camera.position.x) / 2;

part3textl

.position.y

(intersects[0] .object.position.y + camera.position.y) / 2;

part3textl

.position.z

(intersects[0] .object.position.z + camera.position.z) / 2;

part3text2.position.x
part3textl.position.x;

part3text2.position.y
part3textl.position.y-1;

part3text2.position.z
part3textl.position.z;

part3text3.position.x
part3text2.position.x;

part3text3.position.y
part3text2.position.y-1;

45



part3text3.position.z =
part3text2.position.z;
part3textl.scale.set (0.5,0 5);
part3text2.scale.set(0.5,0.5, 5);
part3text3.scale.set(0.5,0.5, O 5),
part3textl.lookAt (camera.position);
part3text2.lookAt (camera.position);
part3text3.lookAt (camera.position);
scene.add (part3textl);
scene.add (part3text2); scene.add(part3text3);

}

.5,
5

4

if (intersects[0].object.name == "part4d")
{

partdtextl.position.x =
(intersects[0] .object.position.x + camera.position.x) / 2;

partdtextl.position.y =
(intersects[0] .object.position.y + camera.position.y) / 2;

partdtextl.position.z =
(intersects[0] .object.position.z + camera.position.z) / 2;

partdtext?2.position.x =
partdtextl.position.x;

partdtext2.position.y =
partdtextl.position.y-1;

partdtext2.position.z =
partdtextl.position.z;

partdtext3.position.x =
partdtext?2.position.x;

partdtext3.position.y =
partdtext2.position.y-1;

partdtext3.position.z =
partdtext2.position.z;

partdtextl.scale.set (0.5,0 5);

partdtext2.scale.set (0.5,0. 5);

partdtext3.scale.set (0.5,0.5,0. 5)

partdtextl.lookAt (camera.position

partdtext?2.lookAt (camera.position

partdtext3.lookAt (camera.position

scene.add (partdtextl);
scene.add (partdtext?2); scene.add (partdtext3);

}

.5,0
5,0 ;

) 7
) 7
)7

14

if (intersects[0].object.name == "parth")
{
partbtextl.position.x =
(intersects[0] .object.position.x + camera.position.x) / 2;
partbtextl.position.y =
(intersects[0] .object.position.y + camera.position.y) / 2;
partbtextl.position.z =
(intersects[0] .object.position.z + camera.position.z) / 2;
partbtext2.position.x =
partbtextl.position.x;
partbtext2.position.y =
partbtextl.position.y-1;
partbtext2.position.z =
partbtextl.position.z;
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partbtext3.position.x =
partbtext2.position.x;

partbtext3.position.y
partbtext2.position.y-1;
partbtext3.position.z =
partbtext2.position.z;
partbtextl.scale.set(0.5,0.5,0.5);
partbtext2.scale.set (0.5,0.5,0.5);
partbtext3.scale.set (0.5,0.5,0.5);
partbtextl.lookAt (camera.position);
partbtext2.lookAt (camera.position);
partbtext3.lookAt (camera.position);
scene.add (partbtextl);
scene.add (partbtext?2); scene.add(partbtext3);

}

I4

if (intersects[0].object.name == "parto")
{

partotextl.position.x =
(intersects[0] .object.position.x + camera.position.x) / 2;

parto6textl.position.y =
(intersects[0] .object.position.y + camera.position.y) / 2;

parté6textl.position.z =
(intersects[0] .object.position.z + camera.position.z) / 2;

partotext2.position.x =
partb6textl.position.x;

partotext2.position.y =
partotextl.position.y-1;

partotext?2.position.z =
partb6textl.position.z;

part6text3.position.x =
partb6text2.position.x;

partotext3.position.y =
partb6text2.position.y-1;

partotext3.position.z =
partotext?2.position.z;

part6textl.scale.set(0.5,0.5,0.5);

partbtext2.scale.set (0.5,0.5,0.5);

part6text3.scale.set(0.5,0.5,0.5);

partotextl.lookAt (camera.position);

partotext2.lookAt (camera.position);

partotext3.lookAt (camera.position);

scene.add (partb6textl) ;
scene.add (partbtext2); scene.add(parté6text3);

}

I4

if (intersects[0].object.name == "part7")
{
part7textl.position.x =
(intersects[0] .object.position.x + camera.position.x) / 2;
part7textl.position.y =
(intersects[0] .object.position.y + camera.position.y) / 2;
part7textl.position.z =
(intersects[0] .object.position.z + camera.position.z) / 2;
part7text2.position.x =
part7textl.position.x;
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part7text?2

part7textl.position.y-1;
part7text?2
part7textl.position.z;
part7text3
part7text2.position.x;
part7text3
part7text2.position.y-1;
part7text3
part7text2.position.z;
part7textl.
part7text2.
part7text3.
part7textl
part7text2.
part7text3.

.position.z =

5);
5);
) ;
.lookAt (camera.position
n

.position.y =
.position.z =
.position.x =

.position.y =

scale.set (0.
scale.set (0.

5,0.5,0 ;
5,0.5,0

scale.set (0.5,0.5,0. 5

4

) ;
lookAt (camera.position);
lookAt (camera.position);

scene.add (part7textl) ;

scene.add (part7text2); scene.add(part7text3);

}

if

intersects[0] .object.name)) {

selectedObject.visible =
(selectedObject.name == "partl")
remove (partltext?2) ;

if

{ scene.remove (partltextl); scene.

if

{ scene.remove (part2textl); scene.

if

{ scene.remove (part3textl); scene.

if

{ scene.remove (partdtextl); scene.

if

{ scene.remove (partbtextl); scene.

if

{ scene.remove (part6textl); scene

if

{ scene.remove (part7textl); scene

(selectedObject &&

(selectedObject.name
false;

scene.remove (partltext3d);

(selectedObject.name == "part2")
remove (part2text?2);

scene.remove (part2text3) ;

(selectedObject.name == "part3")
remove (part3text2);

scene.remove (part3text3);

(selectedObject.name == "part4")
remove (partdtext?2);

scene.remove (partdtext3);

(selectedObject.name == "parth")
remove (partbtext?2) ;

scene.remove (partbtext3) ;

(selectedObject.name == "parto")
.remove (partb6text?2) ;

scene.remove (partotext3d) ;

(selectedObject.name == "part7")
.remove (part7text2);

scene.remove (part7text3) ;

selectedObject.material.transparent

= false; selectedObject=null;

}

selectedObject =

}

else if

if
{ scene.remove (partltextl);
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intersects([0] .object;

(selectedObject) {
selectedObject.visible =
brain.material.transparent =

(selectedObject.name == "partl")

scene.remove (partltext?);

false;
false;

scene.remove (partltext3);



if (selectedObject.name == "part2")
{ scene.remove (part2textl); scene.remove (part2text?); scene.remove (part2text3);

if (selectedObject.name == "part3")
{ scene.remove (part3textl); scene.remove (part3text?); scene.remove (part3text3);

if (selectedObject.name == "part4")
{ scene.remove (partdtextl); scene.remove (partdtext?); scene.remove (partdtext3);
}

if (selectedObject.name == "parthb")

{ scene.remove (partbtextl); scene.remove (partbStext?2); scene.remove (partbtext3);

if (selectedObject.name == "parto")
{ scene.remove (part6textl); scene.remove (partotext?); scene.remove (partbtext3);

if (selectedObject.name == "part7")
{ scene.remove (part7textl); scene.remove (part7text?2); scene.remove (part7text3);

selectedObject.material.transparent =
false;
selectedObject = null;

}

if (selection) {
var intersects = raycaster.intersectObject (plane);

selection.position.copy(intersects[0] .point.sub(offset));
if (selection.name == "skull")
{brain.position.copy(skull.position); brain.position.y+=8;}
for (var i=0; i<parts.length; i++)
parts[i] .position.copy (brain.position); //YTOBH YacTM OBUTAJMUCH BMECTE C
MO3TOM

} else

{

var intersects =
raycaster.intersectObjects (objects);
if (intersects.length > 0) {

plane.position.copy(intersects[0].object.position);
plane.lookAt (camera.position);

}

}

function onDocumentMouseUp (event) {
camControls.enabled = true;
selection = null;

}
function initStats () {

var stats = new Stats();
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stats.setMode (0); // 0: fps, 1: ms

stats.domElement.style.position = 'absolute';
stats.domElement.style.left = 'Opx';
stats.domElement.style.top = 'Opx';

document.getElementById ("Stats-
output") .appendChild(stats.domElement) ;

return stats;

window.onload = init;
</script>
</body>
</html>

[Tpunoxenue?.(Kox nporpamMel ¢ TPEXMEPHOU CLIEHOM )

<!DOCTYPE html>
<html>
<head>
<title> .</title>
<style type="text/css">
canvas {border: 2px dotted blue;}
</style>
</head>
<body>
<canvas id="canvas-element-id" width="800" height="600">
</canvas>
</body>
</html>
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