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B cmamuve paccmampusaemcs npo- This article discusses the pro-

yecc paspabomxu npoepammuoco osudxcka  Cess of developing a software engine
ons suzyamuzayuu 3D-moodenei. B xooe  for visu-alizing 3D models. In the
paspabomku 6vi1 nonyuen npoepammusiti - course of development, a software
npooykm, ocHoeannvill Ha 6okceavnom — product based on voxel representa-

npeocmasieHuu 00beMHbIX OAHHBIX. tion of vol-umetric data was obtain.
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Bsenenne

B obnactsx, rae TpeOyeTcst Buzyanusanusi 1 o0paboTka 00JbpImx 00beMOB HH-
(dopManuy, NPUMEHSIOTCS CIEUUANIU3UPOBaHHbIE Ipaduueckue IBUKKH, KOTOPHIE
JOJDKHBI 00J71a71aTh (PYHKITHOHAIIOM, CIIOCOOHBIM YMEHBIIIUTh 00BheM 00pabaThIBaeMbIX
JaHHBIX U 00J1a/1aTh MPUEMIIEMOM MPOU3BOIUTEIBHOCTBIO.

PaccmarpuBaemblii B cTaThe rpapuUecKuil TBUKOK pa3paldaThIBAICS IJI OTAea
«Jlabopatopust 001auHBIX CUCTEM U BUPTYaJIU3alliu CEPBUCOBY B opranuzanuu «AHO
BO «YHuepcurer THHOMOAUCY, KOTOPBIM 3aHUMAETCS BOIIPOCcCaMu 00pabOTKU JaH-
Hbix ['IC.

['paduueckuit MosyIb, UCTIONB3YEMBIN B JTAHHOM OT/ENE, TPEOOBaI 3aMEHbI, TaK
KaK MepecTai yI0BIETBOPITh TPEOYEMbIM MOKa3aTENsIM POU3BOUTENBHOCTHU. 3a1aH-
Has pa3paboTKa AOHKHA OblIa MOBBICUTH MPOU3BOIUTEIBLHOCT OTHOCUTENIBHO MOKa-
3aresied mpebIayleil peanu3alny, a TakKe YMEHbIIUTh 00beM BbIICIIIEMOU orepa-
TUBHOU MAMSTH.

Boutn BBISIBIICHBI U OTIpeieieHbl ci1adble MecTa MpeAbIAYIIeH peann3aluu:

— HEJOCTAaTOYHAs MPOU3BOAUTEILHOCTD Ha OOJBIINX 00bEMaX BXOIHBIX JAHHBIX;

— TPYIOEMKHH MpoliecC MOJACPKKU BBUAY BHICOKON 3aBUCUMOCTH OJHUX (DyHK-
AW OT IPYIUX;

— HE ONTHUMAaJIbHbIE AITOPUTMbI KOHBEPTALIMK O0BEMHOTO M300paKEHUSI.
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IIpennpoexkTHOE HCCIETOBAHNE

Texymas peanu3amus rpaguuecKoro perieHnss OCHOBaHa Ha TMOIyJIIPHOM Tpadu-
yeckoit ouomoreke VTK. VTK umeer ¢pukcupoBanHbiii rpadudeckuii kouseiep. [o-
TOOHBI KOHBEWEp MMEET CYIIECTBEHHBIA HEJOCTATOK - OH HE TO3BOJISICT BHEAPATH
CTOPOHHUN UCIIOIHSAEMBIN KOJI.

Pemenne padotano Ha ocHOBe cTpyKTyphl VikUnstructuredGrid — He cTtpykTypu-
pOBaHHOU TabNMUIIEL. [laHHAS CTPYKTYypa SBIISACTCS aHAJIOTOM TMHAMUYECKOTO MacCHBa,
MTO3BOJISIONINN XPAaHUTh JAHHBIE B TIPOU3BOJIEHOM MOPSAKE. ITO TOIX0] HE ONTHMa-
JIEH, TIOCKOJIbKY TPATHUTCS OOJBIIOE KOJTMIECTBO MaMITH Ha BHYTPEHHHUE YKa3aTelu.

[TonuronanpHOE M300paKEHNE CTPOMIIOCH HA OCHOBE BBHICOTHI MOJICITH B JJAHHOM
TOYKE TPOCTPAHCTBA, TO €CTh HA KaXKIBIN Mepernaj BEICOTH TPeOOBAIOCh KaK MUHU-
MyM Y€ThIpE BEPIIUHBI. BEpIIMHBI — TOUYKH, HA OCHOBE KOTOPBIX CTPOUTCS MEIT TPeX-
MEpPHOUW MOJIeH, a OOJIBIIIOE KOJIMYECTBO BEPIIMH MPUBOIUT K MEPETIOTHCHUIO KOH-
Beliepa penaepunra. [lo stoif mpuunHe koHBeiep Buzyanuzanuu V1K oOpadaTeiBai
OTPOMHBINA 00bEM JJAHHBIX.

Jlist Texyiien peanuzanuu ObUIO MPOBEACHO TECTUPOBAHUE TMPU BU3YaTU3AINH
00BEMHBIX TPEXMEPHBIX JIaHHBIX. TecTupoBaHUE TOKa3ano, yTo 10 MULTHOHOB TOYEK
porpaMMa peHACPHUT co CKOpocThio 14 fps u 3anumact 1,5 Gb onepaTBHOM MaMsTH,
YTO ABJISIETCS MOKA3aTEISIMU HU3KOUM MPOU3BOJUTEIHHOCTH.

Takum 006pa3oM BO3HHKIIA MOTPEOHOCTH I pa3padOTKH rpaduyecKoro Moayis,
CIIOCOOHOTO BH3yaJIM3UPOBATH OOJBIITNE 00BEMBI TAHHBIX C MPUEMIIEMBIM YPOBHEM
MIPOU3BOAUTEIILHOCTH, a TAKKE C MEHBIIIMM PACX0JIOM OIIEPATUBHOMN TaMSTH.

3amauaMu pa3pabOTKH SBISLIMCH peaTu3ains HHCTPYMEHTAPHS 110 paboTe ¢ Tpex-
MEPHOU MOJIEIBIO, AJITOPUTMOB TI0 CO3IaHHIO TPEXMEPHOM CIICHBI U (PYHKIIHOHAJIA TSI
co3gaHusl uHTEpPeiica.

IIpoexkTHpOBaHHME MPOrPAMMHOI0 O0ecIeYeHus!

Ha ocHoBe mnpennpoekTHOro ooOcienoBaHusi ObUIM OINpeAeSeHbl OCHOBHBIE
TeXHUYecKue pemeHus. Cpeau HUX:

1. OO6mast apxuTeKkTypa JBUXKa, COCTOSIIIas W3 JBEHAIUATH MOJyJeH WU
OTBEUAIOLIHUX 32 ONPECICHHbIE PYHKIINU ABUXKKA!

o Core — sBisieTcs HAOOPOM 00S3aTENBHBIX JIJISl CTApTa MPUIOKEHUS (QYHKITHIMA.

e Debug — nabGop kmaccoB u (yHKIUH, MO3BOJISIONIMX YIYYIIHTh pabOTy IO
ONPEIEICHUIO OIMOOK U UX BO3SHUKHOBEHUI. Takxke B TaHHYIO OJICUCTEMY BKIIFOUEH
npodaitsiep, MO3BOJIAIOMINI MPOBEPUTH CKOPOCTh PabOThI PYHKIUH.

e Thread — ¢pyHKkIHsS MHOTOMOTOYHOCTH. PaboTaeT Ha 6a3e mysa moTokos [1].
OpenGL — ¢pynkuuu o padore ¢ OpenGL [2].
Render — ¢pyHKIMK U KJTacChl, MO3BOJISIOIINE PA00OTATh C TPEXMEPHOM CIICHOM.
Render::GUI — rpaduyeckuii moss30BaTeabCKuii HHTEphEHC.
Render:: Text — o01ieHue ¢ MOIB30BATENIEM MTOCPEICTBOM BU3YaIM3aIIUH TEKCTA.

e Shader —nabop ¢yHKIHit 1 K1accoB 1o padoTe ¢ meiaepamu. [T0CKONIbKY MpH-
noxkeHue sBusiercs rpadpuyeckum u peanusyetr GUI, To paborta ¢ meinepamu siisieTcs
OOBIIEHHOM 3a1aY€eii.

o \Voxel — Habop GpyHKIMH, TO3BOJISIFOIINX pa0dOTATh C BOKCEIBHOM [3 ] MOIEIBIO.
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¢ Input — hbyHaKIIMK TOTYyYEHUS OTBETOB 00 M3MEHEHUHN COCTOSTHUY MBIIIN U Kia-
BUATYPBHI.

e EventSystem — ¢yukiuu, no3soistomue monxy4dars callback mocie Beimosnte-
HUSI COOBITHS.

e FileManager — pynkuuu, padotaromue ¢ ainosoii cucremoit OC.

2. OOmmuit anroput™ pabOThl [BIXKKA, BKJIIOYAIOMIMKA B ceOs Mpolecce
WHUIMATN3alUY 1 OOLIUH ITUKI paOOThI IBUXKKA.

[Iponecc MHHUIIMATM3AMN HAYMHAETCS C 3aIllycKa mporpaMmbl. MHULIMANU3upy-
€TCsl IyJ1 IOTOKOB, HaCTpauBaeTcsi paboTa ¢ JIOrrepoM U KoHcouibto. Jlanee mpoucxo-
JIUT HaCTpOMKa OKHa — 3arpy3ka ykasarenen Ha pynkiun OpenGL, co3nanue 1Ba KOH-
TEKCTa PEeHJIEPUHTA U MHULIMATIU3AIMsI CUCTEMBI cOObITHH. BritowaeTcst pacmvpenue
DebugQOutput, ycranaBimBatoTcsi nepBuuHbIe (Biiard peHaepa, WHUIHATU3UPYIOTCS
CTaHJApTHBIN U MyJIbTUCEMIUIOBBIN Oydep. [Tocie aToro 3arpyxaroTcs U HacTpauBa-
IOTCSl IICUJIePhI, CO3/IAal0TCSl OCHOBHAS CIIEHA U ClieHa (PHIIbTpAlNK, a TAKKE UHUIUA-
nu3upyeTcs rpaduyeckuii uHTepgeric.

[Iponecc penaepunra AeIUTCS Ha JBa ATana: OOHOBJICHUE U TTOATOTOBKA JIAHHBIX,
1, COOCTBEHHO, caM IPOIIECC BU3yalu3aluu. B nepBbIil ATan BXOIUT 0OHOBJIECHUE Ka-
Mepbl, OOHOBJICHHE 3HAYEHUMN IJIOCKOCTEW OTCEUEHMM, KOTOpPbIE BaXKHBI JJISI ajiro-
putma frustum culling [4], u oOHOBIIeHHE Oy(epoB JaHHBIX, pacdyeT BUIUMOCTH BOK-
CEJIbHOM MOJIEIH, TO €CTh 0TOpaKOBKa HEBUAMMBIX rpaHeil. Ha aTom aTan oOHOBIICHUS
PUOCTAHABIIMBAETCA U HAUMHAETCS ITAIl BU3yaIN3alliu.

BrinonnsieTcs nmpoBepka ¢iaroB, KOTOpble YCTaHOBHJI MOJB30BaTENb M yCTa-
HOBKa IMapaMETPOB BU3yaJW3allMd COTJIACHO HACTPOMKAaM, BBIOJIHEHUE OTPUCOBKH
BOKCEJIbHOM MOJIeNH, OTPUCOBKA MOJIb30BaTeNbCcKoro nHTepdeiica. Ha aToM 1uki Bu-
3yaJn3alliy CYUTAETCS 3aBEPIICHHBIM. JTan 0OHOBIICHUS MPOAOKACTCS - OT OKHA I10-
Jy4aroT COOOIIeHUs, Tocae 00pabOTKU KOTOPHIX BHITIOIHAETCA 3aMeHa Oydepa kaapa
Ha HOBOOTPHUCOBAHHBIN, U IUKJI PEHJI€pa HAUMHAETCSI CHOBA.

OCHOBHBIM HOBOBBEJICHHEM B MPOTPaMMeE SIBJISIETCS MPOLIECC CO3aHUsI TPEXMEPHOM
MO/IEJTH, KOTOPBI OCHOBAH Ha BOKCEIHHOM MPECTABICHUN 00bEMHBIX JaHHBIX. Mojielb
COCTOMT U3 COBOKYITHOCTH KOHTEHHEPOB — HOI, KOTOPBIE XpaHsT B ceOe Bokcesu. Bokcenb
— €IMHUIIA U3MEPEHUS TPEXMEPHOTO MIPOCTPAHCTBA, KOTOPAsi XpPaHUT B ceO€ IIBET.

Kax b1t KOHTEHHEP, MOMUMO CBOMX JOCTOMHCTB, TAK)KE UMEET HEIOCTATKH, KO-
TOPBIE KOMIICHCUPYIOT JAPYrMe KOHTEMHEphl. Thll KOHTEHHEpa ONpeAessieTcsl Ha Oc-
HOBE KOJINUECTBA BOKCEJIEH B KOHTEUHEPE, a TAKKE OJJTHOTUITHOCTH LIBETA B HEM.

Pe3yabTaThl pa3padoTku CUCTEMbI

Pa3paboTtanHas mporpamMmma COOTBETCTBYET BCEM TPEOOBAHUSIM 3aKa3uuKa U pea-
JIM3YET 3asiBJICHHbIC (PYHKIIMU, @ UMEHHO:
— 3arpy3ka JaHHBIX O KOOPJAMHATHON CETKE U 0 €€ MmapaMeTpax.
— IlocTpoenue TpexMepHOU MOAEIH.
— Busyanmszanus TpexMepHON MOJEIU.
— CoxpaHeHue TpeXMEepHON MOJEIH.
— @uubTpanus 1o napamerpy.
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[TpoBeneHHOE TECTHPOBAHKE MPOrPAMMBI ITOKA3aJI0 3HAYMTEIBHBIN POCT MPOU3-
BoguTenbHOCTH (85 fps k 14 fps) u ymeHbIieHne oObeMa BbIICISECMOM OlepaTHBHOM
namsata (130 Mb x 1.5 Gb).

B nanbHeiineM, HECMOTPsI Ha yiKe TIOJTyYEHHBIC Pe3yIbTaThl paOOThI IPOrPaAMMBI,
IPEACTOUT €€ OTIaaKa U paboTa Mo yIyUIICHHIO B3aUMOICHCTBUS C MOJIB30BATEIIEM.
Pa3paboTka ABJISIETCS YHUBEPCATBLHON U TPU HE3HAYMTEIBHOU JOPabOTKE MOYKET HC-
MOJIb30BaThCS M B APYTHX 00IACTAX IPUMEHEHHS.
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