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3D OB'€EKTU JEMOHCTPALII TPAEKTOPIN PYXY B 3AJTAUAX
KIHEMATHUKH

Jlanna cmamms npucesuena pozpodoyi 3D 06'ekmis 3 memoro nooanvuioi
deMoHcmpayii mpaexmopii pyxy 6 3a0a4ax KiHeMamuKu, a makodic aicopumm
ons eenepayiidD mpaexmopiii.

Kmiouosi cnosa: Pospobka ancopummy, 3D o06'exkmu, Blender, Microsoft

Visual Studio.

This article is devoted tot hede velopmentof 3D objects for the purpose of
further demonstrating thetrajectory of motion in kinematics problems, as well as
an algorithm for generating 3D trajectory.

Key words: Algorithm development, 3D objects, Blender, Microsoft Visual
Studio.

Meta crarTti. Po3poOka 1 BnpoBamkeHHs 3D 00'ekTiB, s MOAAIBIIOT
JEMOHCTpAIIli TPAEKTOPII pyXy B PI3HHUX 3a/1a4aX KIHEMaTUKH.

IlocranoBka 3aBaanb. Po3poOutu amroputm jnsi renepauii 3D
TPAEKTOPIH, 1110 BPAaXOBYIOTh KIHEMaTHYHI TapaMETPH PYXY.

AKTyaJIbHicTh AochailkeHHsi. KiHemarnka Mae IMIHMpPOKE 3acCTOCYBaHHS,
SK B aGpOHABTHUIIl TaK 1 B KOMIT FOTEpPHIN 1 aBTOMOOUIBHIN 1HX)eHepli. OcTaHHIM
9acoM, KOJIM CBIT CTPIMKO PO3BHBAETHCS B 00JIACTI TEXHOJIOTiH, a OCOOJIMBO B
IILOMY TIPOIIECI BUIIEPEIKAIOTh BipTyaJibHA PEAIBHICTh 1 KOMIT I0TepHa Tpadika,
KIHEMaTU4H1 MPOIECH NMOTPeOyI0Th HOBUX METOJIB HaBYAHHS 1 MOJICIIIOBAaHHS.
AJKe TEKCTOBI Marepiaid 1 JBOBUMIpHI rpadikd HE B 3MO31 IOBHICTIO
copmymroBaTH 4iTKE YSIBICHHS MPO PyX 00’ €KTIB Y TPUBUMIPHOMY ITPOCTOPI.
Ile MpU3BOIUTH 10 TTOMHUJIKOBOTO CIPHHHATTS TaKMX KOHIICIIIIN SK TPaeKTOpis,
IIBUIKICTB, TPUCKOPEHHS 1 iX B3aEMOII.

AHaJi3 ocTaHHiX Jukepes i myOaikaniii. B Ham vac BemyTbcsl aKTHBHI
nociaipkeHHss B obOmacti 3D Bidyamizamii  pyxy. BaxknuBicTh Bi3yamizarmii
1IKPECITIOETHCS B CTATTAX, "ORUN-VR2:
AVRSeriousGameonProjectileKinematics" (2023)00roBopiotoTbCsi MOKITUBOCTI
BUKOpHUCTaHHS VR 11 MojemoBaHHs KIHEMaTHIHUX MIPOIIECIB, MITKPECITIOI0YH,
10 IHTEPAKTHBHI CEpPENOBMINA 3/aTHI MIiABUIIYBATH 3aTy4eHHS CTYIACHTIB Y
HaBuaHHs. "ExtendedRealityinSTEMEducation: AReview" (2024)nagae orsia
3acrocyBaHHsl 3D-mozeneit y ¢izuni ta iHmmx STEM-guctuminax. Yucnensi
TOCTDKeHHS B oOmacti 3actocyBaHHs 3D-momenedr y ¢i3ul, JOBeNH
PE3YABTATUBHICTH 3aCTOCYBaHHS iHTEepakTUBHUX 3D-monenedt Bxmtodaroun VR i
AR, B HaBYaJIBHUX MpOIIECAX.

Buknaa ocHoBHoro marepiady. Iling gac po3poOku Oyno crBopeHo 3D-
MOJIeNI, TPEACTaBIeHI y ABOX Metonax neperiay: Wireframe (man. 1) 1 Solid
(man. 2). Lli moxgeni 1ONOMOXYTh B MOAAJBIIOMY BI3yalli3yBaTH pyX B 3ajadax
KIHEeMaTHKH.
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Mau. 1. Metog nepersiny 3D 06’ extiB y Bunmsiai: Wireframe
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Main.2. Metoxa nepersany 3D 06’exriB y Bursaai: Solid

Jlist neMoHcTparlii pyxy po3po0ieHo anroputM renepariii 3D Tpaektopiit
OCHOBAHHI HA MApaMETPUIHUX PIBHAHHSIX, K1 OMUCYIOTh PyX 00'€KTIB y
TPUBUMIPHOMY TTPOCTOPI.
OcHoBHI popmaru:

o .0b] — nomynsapuuii hopmar 11 30epiranns 3D mMozenei.




fox — dopwmar, mo miaTpuMye CKIIaaHI MOJEINI 3 TEKCTypaMH Ta aHIMaIlisIMHU.
.blend — ¢opmar Blender nmnst 30epekeHHs clieHH, MojIeIel 1 MaTepialis.
HigkaroueHHs 0i0ioTexkn Assimp:
#include <assimp/Importer.hpp>
#include <assimp/scene.h>
#include <assimp/postprocess.h>
3aBaHTaKCHHS MOJCIII:
voidloadModel(conststd::string&path) {
Assimp::Importerimporter;
constaiScene* scene = importer.ReadFile(path, aiProcess_Triangulate |
aiProcess_FlipUVs);
If (!scene || scene->mFlags& Al_SCENE_FLAGS INCOMPLETE || 'scene-
>mRootNode) {
std::cerr<< "Error: " <<importer.GetErrorString() <<std::endl;
return;
¥
by
Inimiamizania OpenGL ta GLFW:
if ("glfwlinit()) {
std::cerr<< "Failedtoinitialize GLFW" <<std::endl;
return -1;
¥
GLFWwindow* window = glfwCreateWindow(800, 600, "3D Trajectory",
nullptr, nullptr);
if ("window) {
std::cerr<< "Failedtocreate GLFW window" <<std::endl;
glfwTerminate();
return -1,
¥
glfwMakeContextCurrent(window);
glewExperimental = GL_TRUE;
it (glewlnit() '= GLEW_OK) {
std::cerr<< "Failedtoinitialize GLEW" <<std::endl;
return -1,
¥
CTBOpeHHs BikHAa:
GLFW ctBOp1o€ BikHO 17151 BimoOpaxeHHs TpuBUMipHOI ciienu. [licms
1HIMami3amii BUKJIMKAE€ThCS OCHOBHUM ITUKIT Bi3yasi3allii, e Ha KOXKHIN iTeparrii
00YHCITFOETHCS HOBE MOJIOKEHHS 00'€KTa.
O0unc/ieHHS M0JI0KeHHS 00'€KTa HA TPAEKTOPIl
st pyxy 06'ekTa 3a mapaMeTpUIHOIO TPAEKTOPIEI0 HEOOX1THO MOCTIHO
00YHCITIOBATH WOTO KOOPIWHATH Ha OCHOBI 4acy.
Ipuxaan A5 KOJ0BOI TPAEKTOPII:
glm::vec3 calculateCircularTrajectory(TrajectoryParamsparams, floattime) {
float x = params.amplitude * cos(params.frequency * time);



float y = 0.0f; // Pyx B miomuni XY
float z = params.amplitude * sin(params.frequency * time);
returnglm::vec3(x, vy, z);

}

B ocHOBHOMY HUKJII MporpamMu:

while (1glfwWindowShouldClose(window)) {

floattime = glfwGetTime(); // Yac nns napamMeTpUYHUX PiBHSHb

glm::vec3 position = calculateCircularTrajectory(params, time * params.speed);

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

// TODO: BizyainizyBaTu MoJie]b Ha HOB1M MO3UIII{
glfwSwapBuffers(window);
glfwPollEvents();

}

BucHoBkn. Ha oOCHOBI INpoBENEHOro JOCHIIKEHHsApo3pobieHo 3D
00'€KTH, a TAaKOX aJrOPUTM Juisl reHepaiii 3D TpaekTopii, 110 B MOJATIBIIOMY
MOKe OyTH IHTErpoBaHMM B HaBYAJBbHUW Tpouec. A 1€ B CBOIO 4epry Jae
MOIITOBX JIJI1 OCY4aCHEHHS IHTEPaKTUBHOTO HaByaHHs. CBIT HE CTOITh Ha MICII],
TEXHOJIOT1i PO3BUBAIOTHCS, B IMONAJIBIIOMY MPOBOJUTUMYTHCS IOCTIIKEHHS B
oOnacTi 1HTerpauii TEXHOJNOTiHd BIPTyaJlbHOI pealibHOCTi, cTBOpeHHs 3D-
Mojeneil s OuThIl CKIagHUX cucteM. Lle B CBOIO uepry MigBHUIIUTH SIKICTh
OCBITH B TaiTy31 MEXaHIKH 1 (PI3UKH 1 MOKPAIIUTH SKICTh OCBITU CTY/ICHTIB.
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