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HOBYAOBA IPABUJIBHUX BAI'ATOI'PAHHUKIB
HA BA3I OPENGL

Y chepi kKoM’ 10TEpHOT rpadiKu YaCTO BUKOPUCTOBYIOTH PYIIii Ha KIITAJIT
Unity uwn Unreal Engine, ski MaioTh TOTOBI IHCTPYMEHTU isi POOOTH 3
rpadikoro, 3ByKoM 1 ¢13ukoro. bararo 3 Hux 6asytorbes [1, 2] Ha OpenGL —
cnerudikaiii IporpaMHOro iHTepQeicy, Mo MICTUTh BU3HAYEHHS (QYHKIINA 115
pob6otu 3 rpadikoro. OpenGL miaTpumyeTbess O0aratbma MoBamu [3], 30kpema
Java, Python, C++ 1 Haskell. Octanus Bupi3Hsi€eThcs JakoHIUHICTIO: y Haskell
KepyBaHHA TMaM’ SITTIO aBTOMAaTHU30BaHE, IO JO3BOJISIE 30CEPEIUTUCh Ha
HaIMCcaHH1 JIOTiKK s podoTH 3 rpadikoro. Jims nemoncrpartii po6otu OpenGL
y Haskell no6pe migxoauth nmodyoBa 6araTrorpaHHUKIB — CKJIQJHUX 00'€KTIB,
CTBOPEHHMX 13 MpoOCTimMX OaraTokyTHUKIB [9], mo Biamosinae Qinocodii
OpenGL.

®dirypy Ha IUIOIIMHI MU MOEMO YSBUTH SK MHOXMHY BIApI3KIB, IIO
OOMEXYyIOTh YacTHHY ILl€i TuiomuHu. Taky ¢irypy Mu OyaeMo Ha3uBatu
oacamoxymuuxom [8]. bBacamoepannux — 11¢ MHOXKMHA OaraTOKyTHHKIB, IO
OOMEXyIO0Th YacTUHY TpuBUMIpHOTO mpocTtopy [8]. Koken OaraTorpaHHuK
CKJIQJIA€ThCSI 3 TPhOX KOMIOHEHT [9]: epaneti, pebp Ta sepuiut.

baraToxyTHUK Ha3UBAETHCS NPABUILHUM, SIKIIIO BC1 MOTO KYTH Ta CTOPOHH
piBHi [10]. baraTorpanHuk Ha3uBae€ThCs npasuibrHum, ko [10]: BiH eunyxauil,
TOOTO KOXKEH HOro odeocparuuii Kym (KyT c(hOPMOBAHH JBOMAa CYCIIHIMH
rpansmu) He Oumpmmii 3a 180° [8]; Bci Horo rpani — 1€ MpPaBHIIbHI
0araToOKyTHUKHA OJHOTO TUIY (TUIBKU TPUKYTHHUKH, TUIBKH YOTUPUKYTHUKH 1 T.
1.); Y KOXHIN HOTO BEpIIMHI CXOIUTHCS OJIHAKOBA KUIBKICTH pedp; yci Horo
JIBOTPaHHI KyTH PiBHI.

[IpaBwibHUX OaraTorpaHHUKIB ICHY€ BChOTO I’STh [8] 1 Ha3MBaKOTh iX
ITnamonogumu minamu. ICHy€e TakoK MHOKHHA 3 TPUHAALATHA OaraTorpaHHUKIB,
0 Ha3UBaIOThC HanignpasuivHumu [8] (00 iX TpaHsIMU € TpaBUIIbHI
0araTOKyTHUKH JIEKITBKOX THUIIB) abo0 Apximedosumu minamu. OO’ €qHAHHS
[InaToHOBUX Ta ApXIMEIOBUX TUI HA3UBAIOTh BUAYKIUMU OOHOPIOHUMU
bacamoepannuxkamuy. baraTorpaHHUK Ha3WBAIOTh OJHOPIAHUM SIKIIO WOTO TpaHi
— 1 TIpaBWJIbHI 0araToKyTHUKH, 1 BCi OararorpanHi kytu piBHi [10]. Koxny
BEPILKHY OJHOPITHOTO OararorpaHHUKa OTOYYIOTh 0AaraTOKyTHUKH y OJAHOMY i
TOMY X mopsinky. Ha pucyHky Hrpkye MokHa mobauutu yci 13 ApximenoBux
Ti1. KokHiit BeprmmHi ApXiMEIOBOTO TiJla MOKHA TIOCTaBUTH y BIATIOBIAHICTH
OJIHYy ¥ Ty caMy TOCIIIOBHICTh HATypaJIbHUX YHCEN (Vq, Uy, ..., Vy), A€ V; — 1€
KUTBKICTh peOp OMHIET 3 IpaHeH, SKii HaJeKUTh JaHa BEpIlHA.
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