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NurepakTuBHaa TpexmepHasa moaeas Huxkeropoackoro Kpemis

ka, Huxcecopodckuii Kpemab

Onucana memoouxka co30aHuUs UHMEPAKMUBHbIX MpexmepHuiX Modeneil Ha Oaze mexHoaoeuu WebGL, komopas
Nn0360.15em NPOCMAmMpueams U ynpagasims Mo0eablo 8 COBMecmumblx web-o6paysepax 6e3 cmopourux naaeurnos. Cozdana
cyeHa, onucan cnocob dobasaeHuss mpexmepHolx Modeaell Ha cyeHy, dobasreHus mexkcmyp modeaam. Ilposedena paboma
¢ meHAMU 045 c030anus 6onee peasucmuuHol kapmurel. [lpedraeaemcs cnocob KOHMPoOAs Kamepvl 041 ONMUMANbHOZO
npocmompa modeau. Ilpedroxcenvt cmpykmypa, npouedypa u yHKuuu 045 peaiu3ayuy npoexma.

Karwwuesote caosa: mpexmepnas modeav, WebGL, threejs, javascript, HTML, unmepakxmuernas mpexmepuas epaghu-

BBenenne

Huxnuit HoBroponm — 3To ropon ¢ Oorartoi
WCTOpPUEN W OOJBIINM KYJIBTYPHBIM HAcCJEAVEM.
B ropoae nmeetcs 60JblIOE YMCIO MAMSITHUKOB,
WCTOPUUYECKUX CTPOCHMI M KPACUBBIX IMapKOB.
Ha ceromHsiiHuii 1eHb AEMOHCTpAILMs BBILIEIE-
PEUMCIIEHHBIX JOCTONpUMEUYaTeIbHOCTEN peanu-
3yeTcs 3a cueT (pOTO- U BUACOCHEMKU OOBEKTOB
U pacmpocTpaHeHUs MHMOpPMaIMU TOCPEICTBOM
cetu MHTepHeT Ha pa3iIMuHbIX pecypcax. JlaH-
HBbIM cOCOO IeMOHCTpALlMU HE JaeT JOCTaTOYHOM
nHdopManu 00 oobekTe. Bo3HMKaeT 3agaya mo-
BBIIIEHU ST MPUBJIEKATEJIbHOCTUA TOpoAa AJsl Typu-
CTOB 3a CYeT pa3paboTKU HOBOI'O CHOCO0a TeMOH-
CTpallMM JAOCTOINPUMEUATEeJIbHOCTENM Topojaa ¢ Mo-
Mollbio TexHojgorun WebGL.

B nanHoOi#1 paGoTe omucaH IPOILECC CO3MAAHUS
Buzyanusauuu 3D-momenu  Hwukeropomackoro
KpemJisl ¢ UCIOoJb30BaHUEM TexHoJioruu WebGL
n OnbanoTeku three.js.

WebGL [1] — aT0 TexHoIOrHsI, 6a3upyIOIIascs
Ha texHosoruu OpenGL ES 2.0 u npenHa3HaveH-
Has AJs co3AaHusI, a Takke OTOOpaKeHUsI WHTe-
PakTUBHON ABYXMEPHOW M TpPeXMEPHOU rpaduku
B BeO-0Opay3epax. [ maBHOI 0COOEHHOCTbBIO JaHHOM
TEXHOJIOTUU SIBJISIETCS TO, UTO JIJISI pAOOTHI C HEMl He
HYXHO yCTaHABJIMBaTh HUKaKUX CTOPOHHUX I1Ja-
TWHOB UM O0nbnnoTtek. Pabota BeO-npuioxeH
¢ ucnoab3oBaHueM TexHonoruun WebGL ocHoBa-

Ha Ha Koxe JavaScript, a HEKOTOpbIe 3JIEMEHThI
KOJa, TaK Ha3bIBaeMble LIeHaepbl [2], MOTYT BbI-
MMOJTHATHCS HEIOCPEACTBEHHO Ha TpadUUIeCcKUX
mpolueccopax [3], 4To 3HAYUTEIBHO YBEJIMYMBACT
MMPOU3BOAUTENBLHOCTh BeO-TIpUIOXEeHU. Takum
o0pa3oM, IJIs1 CO3MaHUs MPUIOXKEHUI pa3padoT-
YUKW MOT'YT MUCIIOJIb30BaTh CTaAHIAPTHBIE MIJIsI BeO-
cpensl TexHonorun HTML/CSS/JavaScript u mipu
9TOM TaKXe MPUMEHSTh allliapaTHOE YCKOpPEHUE
rpadpuku. CTOUT OTMETUTh, UTO JaHHAs TEXHO-
JIOTHSI He IIpUBSI3aHa K KaKoW-1100 miaardopMe u
SIBIISIETCST KpoccOpay3epHoii. Takxke maHHAasT Tex-
HOJIOTUs paboTaeT U Ha MOOMJIbHBIX YCTPOMCTBAX.

Ilepen HamuMcaHMEM MpPOrpaMMHOIO Kojna
HYXHO TOATOTOBUTH TPEXMEPHYIO MOMCIb.
B 1menom ee MOXHO OBLIO OBl BBINOJHUTL U
cpeactBamMu WebGl, HO gaHHBIN crioco0d Hepa-
IIMOHAJIEH, TaK KakK SBISIETCS TOCTaTOYHO TpPYy-
TOEMKHM U TpeOyeT O0JBIIOTO KOJIUYECTBA Bpe-
MeHH. Hamnbonee mpocTo u OBICTPO 3TO MOXHO
clieaaTb, BOCIIOJIb30BABIIMCHh TPEXMEPHBIM TI'pa-
¢uyeckuM pegakTopoMm, HamnpuMmep 3ds Max,
Blender nnu ZBrush.

OcCHOBHAY 4aCTh

NHuTepakTuBHAs MOEb — 3TO MOJAEJb, C KO-
TOPOIi MOXHO B3aMMOJIECTBOBATh, T. €. HAOIIO-
JIaTh €¢ peaklMIO U TMOBEACHUE MPU Pa3TUYHBIX
BHEILIHUX BO3IEHCTBUSIX.
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HMuTepakTuBHasi Mofeab rpaduyeckoro o0b-
eKTa J0JIXKHa o0ecIeunBaTh:

* BO3MOXHOCTH M3MEHEHUS OCBEIICHUS, ITO03BO-
JISIIOLIYI0 PACCMOTPETh MOJIENIb CO BCEX CTOPOH;

* BO3MOXHOCTb YIIPaBJICHUS IIOJOXECHUEM MO-
JIeJI1 B TIPOCTPAHCTBE C MTOMOILIBIO MBIIIH IJIST
JIEeTAaJIbHOTO PACCMOTPEHUSI MOICIM C Pa3HBIX
CTOPOH;

* BO3MOXHOCTb MPUOIUKEHUSI U OTAAJICHUS Ka-
MEDHI;

* HaJaW4YMe TEKCTYp Ha MOIEJSX;

* pa3MellleHUWe Ha XOCTUHIE AJS IPOBEPKU Ha
padoTOCIIOCOOHOCTh M  HAIJISAAHONH JEeMOH-
CTpaluu.

Bocnonp3yemcsa co3maHHOI Ha Kadempe "I'pa-
¢uueckme umHbopManmoHHBIE cucteMbl’ HITY
umMm. P. E. AnekceeBa TpexmepHoii Moaenbio Hu-
JKETOPOJICKOr0 KpeMJisl U OKpYyXKarollero ero pe-
nbeda, Co3MaHHOI0 Ha OCHOBE Tomorpauyeckmx
Kapt B niporpamMe 3ds Max komnanuu Autodesk.

[Ipouecc mocTpoeHUsT WHTEPAKTUBHOM MOMIE-
Ju B TexHojoruu WebGl ¢ momolpo OMOIUOTEKH
three.js HaUMHAEM ¢ CO3MaHMS OCHOBHBIX 3JIEMEHTOB:

1) scene — MecCTO, Irie INPOUCXOOUT BU3YJIU3a-
uust [4];

2) camera — KaMepa;

3) render — (pyHKIMsI, OTBeUamlas 3a BA3ya-
JIN3aLUIO;

4) controls — mpuMeHeHUe KOHTPOJISI K KaMepe;

5) light — ucTOYHMK cBeTa.

Co3gammM 4YeThIpe HaNpaBIEHHBIX HCTOYHU-
ka ceera Tuna THREE.DirectionalLight ¢ pazHbix
CTOPOH [Jisl TOro, YTOObI MOAEIU ObLIM XOPOILIO
OCBEIIIEHBI CO BCEX CTOPOH.

[Tociae Toro, Kak OCHOBHBIE 3JIEMEHTHI J00aB-
JICHBI, HaUMHaeM paboTy HEIMOCPEACTBEHHO C MO-
JOETSIMU.

JlobaBaeHne Moaen

B Texnonorum WebGL nByms Hambonee mormy-
JISIpHBIMM 3arpy3uukamu spiasiorcs OBJLoader.js
u OBJMTLLoader.js. B xone aHanusa 3arpy3uuka
OBJMTLLoader.js ObJI0 BBISIBJICHO, YTO JAHHBIN
3arpy34uK A00aBJIsSIeT MOICAb LIEMKOM, a HE OT-
JEIbHO KaXIyIo JeTallb, HO BOZHUKJIUA IPOOIEeMbI
C OTOOpakeHWeM TEKCTYp, MO3TOMY IJisl paboThl
Oob11 BeIOpaH 3arpy3umk OBJLoader.js, Tak kak
OH TI03BOJISIET HO00ABISATh OOBEKTHl Ha CLIEHY I10-
OTIEJbHOCTU, a HE LIEIMKOM MOJEIb, TEM CaMbIM
YBeJIMYMBaAsI TPYAOEMKOCTb pabOThI, HO TO3BOJss
0oJiee TIIATEIPHO HACTPanMBaTh UX TEKCTYPHI C TIO-
moiu 3k3emiuisspa THREE. Texture.

Tak KaK MoOJeIb MOXET COCTOSITh M U3 OQHOTO,
1 U3 MHOXECTBa MOA00BbEKTOB, HEOOXOAUMO KaxX-
OBl TTOAOOBEKT MOJAEIU, KOTOPBIM COCTOUT U3
r€OMETPUM U U3 IIepBOHAYAJIbHON TEKCTYpPHI, CO-
XpaHUTh B OTIEJbHYIO NepeMeHHylo (Mesh). JIns
3TOTO CO3/J1a€M MACCHUB.

Ha nmpumepe momenu naHnmagpTa cos3gaeM 3a-
rpy3uuk objLoader, B KOTOpHIi1 ITOATpYKaeM MOJIEb
U IIponurchiBaeM (GYHKIIUIO console.log(object), mo3BoO-
JISIIOIIYIO CAEAUTH 3a TPOLIECCOM 3arpy3Ku MOJAEIIH.

Hanee mpomnucbiBaeM (QYHKIMIO, KOTOpas
MPOIAETCS O BCEM AOYEPHUM OOBEKTaM U IIPO-
BEpUT TUIIbI AAHHBIX. Eciau Tum gaHHBIX mpa-
BUJIBHBIN, TO OH OyneT n00aBJieH B CO3JMaHHBIN
paHee MaccCHB:

object.traverse(function (child) {
if (child instanceof THREE.Mesh)
{ meshesp.push(child); }});

Monenp naHamadra COCTOUT U3 OIHOIO JI0-
YEepHEro »JIEMEHTa, MO3TOMY CO3daeM IepeMeH-
HYI0O U NpUCBaWBaeM €l €IMHCTBEHHBIN IoYyep-
HUW 3JIEMEHT, JaJiee C MOMOIIBI0O KOMaHAbI Scexne.
add(name) no0aBiIsseM IIepeMEHHYIO Ha CIIEHY,
3apaHee ITIPUCBOMB €W CTaHIAPTHBIM Marepuall
C MOMOIIBIO PK3EMILIsIpa CTAaHIapPTHOIO MaTepua-
n1a THREE.MeshNormalMaterial (puc. 1, cMm. Tpe-
ThIO CTOPOHY OOJIOXKKM).

JlobaBaeHne TEKCTypbI

st Toro 4toObl A00ABUTH TEKCTYpY Ha 3a-
IPYKEHHYIO paHee MOjesib, CO3JaeM MEHeIXep
3arpy3ok (mepemMeHHasi — manager) C IIOMOIIbIO
sk3eMiuisipa THREE.LoadingManager, mnocie
3TOTO CO3/JaeM 3arpy3uuMkK H300paxeHus (mepe-
MeHHasi — loader) ¢ NCIIOJIL30BAHUEM 3K3eMILIS-
pa THREE.ImageLoader u nepenaeM B Hero 3Ha-
yeHUe nepeMeHHol manager. Co3maeM 3arpy3ymk
tekcTyp THREE.Texture, B KOTOpbIii TOArpyXaem
caMM TEKCTYpPbl M NPOIKUCHIBAEM MX IapaMeTpHI.
CnenyeT OTMETUTb, YTO IJISI KaXXJAOMl TEKCTYPHI
HEeOoOXOAMMO CO3JaBaTh CBOM 3arpy3uuK TEKCTYP.
[IpucBanBaeM 3arpyXeHHYIO TEKCTypy Iiepe-
MEHHON JOYepHEro 3jieMeHTa MOAeau JlaHamadTa
C TIOMOILBIO 3K3eMILIsIpa OJIeCTSIINero Marepualia
THREE.MeshPhongMaterial (puc. 2).
brnecramuit marepuan OblJT BbIOpaH, TaK Kak
OH SIBJISICTCS JOCTATOYHO TMOKMM JIJISI HACTPOUKM
U TEKCTYPBI BHIIIAAST 00Jiee pealucTUYHBIMMU.
IIpouecc 3arpy3ku Momelu B TEXHOJOTUU
WebGL ¢ noMmompblo 3arpy3uuka  Mojaesei
OBJLoader ycTpoeH Tak, 4TO IMOCJIE 3arpy3Ku 00b-
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€KTa HYXXHO MPOUTUCH MO KaXAOMY IOTOMKY, 10-
0aBUTb €r0 B MacCHB, Jajieec 100ABUThH €ro Ha Clie-
HY ¥ TIOCJIE 9TOT0 3a7aTh KaXXI0MY IIOTOMKY OITpe-
JEICHHYIO TEKCTYpy. Tak Kak TOYepHUX 3JIEMEHTOB
MOXET ObITb HECKOJBKO COTEH, TO A00aBICHMS
KaXJIOT0 M3 HUX — 3TO JOCTATOYHO TPYJOESMKUM 1
HepalMoHaJbHEIN mpouecc. Heobxommmo mpoBe-
CTU ONITUMM3ALIMIO MOJeu B mporpamme 3ds Max,
KOTOpas 3aKJjmpouanach B 00beAMHEHUM YacTeil MO-
JIeJIN ¢ OMMHAKOBBIMY TEKCTYPaMHU B €IMHOE 1IeJI0e.
Monenb ApxaHTeJbCKOro cooopa 10 ONTUMU3al 1
cocrosyia n3 750 00BEKTOB, MOCJE ONMTUMMU3ALNN
YHUCIO JOYEPHUX DBJIEMEHTOB COKPaTUIOCh 10 12
(puc. 3, a, 6, CM. TPETHIO CTOPOHY OOJIOXKKH).

Ywucao cTpoK Koma HEONTUMU3UPOBAHHOM MO-
nenu coctapisiao 3800, rmocie oNTUMHU3ALY YUC-
JIO CTPOYEK KOAa COKPaTUJIOCH 10 54.

[locne onTuMuU3aLIMK BCeX MOJEICH MepexoauM
K 3arpy3ke W J00aBJICHMIO MX Ha CICHY OITMCaH-
HBIM Ha IpuMepe JaHaiadTa cnocodbom (puc. 4).
Tak kKak mopenu, ciaejlaHHbIE B Iporpamme 3ds

Puc. 2. JlanamadT ¢ HaJOKEHHO#H TEKCTYPOii

Puc. 4. UnTepakTusnas moaean» Huxeropoackoro Kpemas

D S b

P B, 317

Puc. 6. UnrepakTuBnas moneab Huxkeropoackoro Kpemias na
caiite

Max, npu KOHBepTalMM B (opmart.obj coxpaHs-
0T KOOPAMHATBI CBOETO IMOJIOXEHUS, TO MPHU J0-
O0aBieHUM UX Ha cleHy cpeactBaMu WebGL onu
OyAZyT pacmoJIOKEHbI Ha TeX Xe MecTaX, 4To U
B TpexMmepHoil Mmojenu B 3ds Max.

Jlo0aBJieHne TeHeii

Hng mpumaHus peaqucTUYHOCTUA ClLieHEe Ouo-
JMoTeKa three.js mo3BosisieT 100aBISATh TeHb 00h-
eKTaM.

s Toro 4toObl MOAEIW MOINIM OTOpachiBaTh
U TIpUHUMAaTh TE€Hb, HEOOXOINMMO B IapaMeTpax
peHmepuHra mnapamMeTrpy shadowMap.enabled n
shadowMap.soft NpUCBOUTH 3HAUCHUE frie.

C noMoliblo napaMeTpoB castShadow n receive-
Shadow xaxgoMy 2JIeMEHTY Ha CIlieHe H00aBIs-
€TCSI BO3MOXHOCTb OTOpachlBaTh WM NPUHUMATH
TE€Hb, IJISI 3TOrO YCTaHABJIMBAETCSl 3HAYCHUE frue
IUISL OTUX MapaMeTPOB.

CrnenyolyM 11aromM SBJSETCS CO3AaHUE J0-
MMOJIHUTEILHOIO MCTOYHMKA CBeTa, Onaromapsi Ko-
TOPOMY OOBEKTHI OyZyT OTOpachiBaTh TeHb. T€Hb
JOJIXKHA MafaTh TOJbKO B OOHY CTOPOHY, OT OOHO-
ro WCTOYHUKA CBETa, MO3TOMY HO0ABIISIEM ITSITHIN
HampaBjaeHHbI# ucToyHUK cBeta Tuna THREE.
DirectionalLight, pacrionaraemblii majblie 4 BbILIE
OCTaJIbHBIX MCTOYHUKOB cBeTa. C MOMOIIBIO Tapa-
MeTpoB shadowDarkness, shadow.mapSize.width, shad-
ow.mapSize.hight, shadow.camera.near, shadow.camera.
far, shadow.camera.left, shadow.camera.bottom, shadow.
camera.right, shadow.camera.top HacTpauBaeéM UHTEH-
CUBHOCTB TEHEM, MX KaUeCTBO 1 PaCcCTOSHUE, Ha KO-
TOPOE CBETUT HOBBIII MICTOUHUK CBETA.

ITocne HacTpoilkKM TeHeH clieHa TNpPUHUMAET
BUJ, ITOKAa3aHHBIMA Ha pUC. 5 (CM. TPETHIO CTOPOHY
00JI0XKH).

JlaHHasg Monenb Oblja BbLJIOXEHA Ha cauT [J]

(puc. 6).

3akiaoyenue

B pesynpraTe paboThl paccMOTpPEH Mpolece
BU3yaJlu3alluu TpexMepHon Moaeau Hukeropon-
ckoro Kpemias c mocinenymwoliein mybaukanmein
B cetu MHTepHeT. IlonyyeHHBIH pe3yabTaT ObLI
MMpoaHaJu3UPOBaH B MSITHU CaMbIX MOIYJSIPHBIX
Opay3epax.

IIpy OTKpBITMM MOAEAU OBIIN BEISIBIICHBI CJie-
IYIOLINE MOMEHTBIL:

1) reomeTpust Moaesieil oToOpaxkaeTcs: 6e3 M3-
MEHEHUI;
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2) uMeeTcsl He3HAYUTEeJIbHOE U3BMEHEHUE B OTO-
OpakeHUU TEKCTYp B ABYX Opaysepax;

3) ocHOBHOI (PyHKIIMOHAT paboTaeT MCIPaBHO
(ympaBjeHH€e MBIIIbIO, MaCIITaOUPOBaHUE).

OcCHOBBIBasSICb Ha TIOJYYEHHOM pe3ylbTaTe,
MOXHO CcIejaTh BBHIBOI O BO3MOXHOCTU HCIMOJIb-
30BaTh JAHHYIO TEXHOJIOTUIO IJIS BU3YyaJIU3alluM
IPYTUX TPEXMEPHBIX MOJeNell pa3andHBIX JOCTO-
npumevarenbHocTet Huxxnero HoBropoga.
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Interactive Three-Dimensional Model of the Nizhny Novgorod Kremlin

functions for the project implementation are proposed.

Novgorod Kremlin

The method is described for creating interactive three-dimensional models based on WebGL technology which allows to
view and manipulate the model in compatible web browsers without other plug-ins. A scene is created, a method describes how
to add three-dimensional models to the scene, add textures to models. Work has been done with shadows to create a more
realistic picture. We propose a method of camera control, for optimal viewing of the model. The structure, procedure and
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