JIaGoparopHa po6oTa Nel: Inimiasizanisa sigpa Three.js Ta cTBopeHHs mepmIoi
CI|eHH

1. BctynHa yacTuHa

Merta pobotu

OsHatioMmsieHHs 3 apxiTeKTypoto 6ibsioreku Three.js, HanalTyBaHHS CepeJOBUIIA
pO3p0O0OKU Ta oraHyBaHHsI 6a30BUX MPUHLIUTIB Bisyastizaliii 3D-KOHTeHTY y Beb-
CepeiOBHULLIi.

ITepenik KoMmneTeHIil
 Po3ymiHHS apxiTeKTypu peHaepuHry B 6pay3epi (WebGL/GPU).
* BwmiHH#A nipoekTyBaty iepapxiuHi CTpyKTypH faHux (Scene Graph).
* HaBuuku po6oTu 3 cyyacHumu iHcTpymeHTamu 36ipku (Vite, ES6 momymi).

* 3[aTHICTb CTBOPIOBATH aJarTHBHI rpagiyHi iHTepgercu aJis iMepCUBHUX
3aCTOCYHKIB.

2. TeopeTuHa YacTHUHA

2.1. Apxirekrtypa Three.js Ta Scene Graph
Three.js 6a3yeThbcst Ha KoHLeniii Scene Graph (I'pad ciienn). Le nepeBorioibHa
CTPYKTYypa JlaHuX, Aie kKoykeH By3os1 (Node) ripescraBsie 06'eKT y MPOCTOPi.

« Scene (Crena): Lle kopeHeBHit KOHTelHep. Bce, 1110 Bu 6auunTe (Meiiri, CBiT/IO,
Kamepu), Ma€ OyTH [jofiaHe [0 CLIeHH.

* lepapxist mo3BoJisie ycrnaKoBYBaTy TpaHc(hopmariii (IOo3uLiisi, MOBOPOT,

MaciTab) Biji 6aTbKiBCbKUX 00'€KTIB [I0 IOUipHiX.

2.2. WebGLRenderer: Mict mixk CPU Ta GPU

WebGLRenderer — 11e KOMITIOHEHT, SIKA [TePETBOPIOE MaTeMaTUYHUM OIMKC CLIeHU B
TiKCeJIi Ha eKpaHi.

* Biun BukopucroBye API WebGL g5t B3aeMojiii 3 BifieokapToto.
+ Pengepep CTBOpPIOE efleMEHT <canvas>, ¥ SIKOMY BiflOyBa€TbCSI Ma/TIOBaHHSI.

» OcHoBHa (PyHKI]isI peHJlepepa — MeTo/, .render(scene, camera), SIKWii BAUKOHY€
rpoekiiro 3D-rpoctopy Ha 2D-IUIOIUHY eKpaHa.



2.3. Kamepu ta PerspectiveCamera

Y Three.js kamepa BU3Hauae, 1110 caMe TIOTpanuTh y Kaap. HaltuacTiie
BUKOPUCTOBYEThCA PerspectiveCamera, sika iMiTye roaceKe oko. [Tapametpu
KOHCTPYKTOpa:

1. FOV (Field of View): Kyt ornisigy o BepTukani (y rpagycax). Yum 6inbimii
KyT, TUM Oisiblile 06'€KTIB MOTparvisie B Kafip, ajie BUHUKAIOTh AUCTOPCIi.

2. Aspect Ratio: CriiBBifiHOIIIEHHS CTOPiH (IIMpHHA / BUCOTA). 3a3BUYai
BiIMOBiZla€ po3Mipy KOHTeKHepa.

3. Near (b/mwkHsa iommHa Bifcikanasa): O6'ektu OyrbKue LbOTo 3HaUeHHs He
BiJJ0OpaXKaroThCAl.

4. Far (JanbHA miomuHa Bijgcikanas): O6'ekTH 1aji 1[bOT0 3HaUeHHs He
Bi/0Opa)karoThCsl.

Obaacmb misxc Near ma Far Ha3ueaembcs Frustum (3pizaHa nipamioa euoumocmi).

2.4. )KurteBuii nuk/: Render Loop

515t cTBOpeHHs imr03i1 pyxy HeoOXiJHO TiepeMaibOByBaTH CLieHy 3 uacToTor 60+
kagpiB Ha cekyHAy (FPS). Mu BukopucroByemo requestAnimationFrame. Ile API
Opay3epa, sike:

* [IpusynuHsie peHZePUHT, SIKIIO0 BK/IaJKa HeaKTHBHa (€KOHOMisi peCypcCiB).

* (CUHXPOHIi3y€ OHOBJIEHHS 3 YAaCTOTOX OHOBJ/IEHHSI MOHITOpa.

2.5. Cucrema KoopauHar

Three.js BukopucToBye npaBy cucremy kKoopauHar (Right-handed):
+ X: cripsAMoOBaHa IpaBopyu.
* Y: cipamMoBaHa Bropy.

« Z: cripsiMoBaHa "Ha risjiaya” (MO3UTUBHI 3HAUeHHSI BUXO/ISATh 3 eKpaHa).

3. IlpakTHuHe 3aB/JaHHSA

Kpoxk 1: [TigroroBKka cepesoBHUilia

Inis mBuAKoi 36ipku BUKoprcTtaeMo Vite. Y TepMiHasii BUKOHaTe:

npm create vite@latest my-three-app -- --template vanilla
cd my-three-app

npm install three

npm run dev



Kpok 2: ba3oBa peaJtizanjis
CTBOpIiTH (haiin main.js Ta iHiliani3yiTe Ap0O CUCTEMHU:

import * as THREE from 'three’;

// ' 1. CTBOpeHHs CLieHU
const scene = new THREE.Scene();
scene.background = new THREE.Color(0x111111);

// 2. HanamTyBaHHS Kamepu

const camera = new THREE.PerspectiveCamera(
75,
window.innerWidth / window.innerHeight,
0.1,
1000

);

camera.position.z = 5;

/I 3. CTBOpeHHs peHzepepa

const renderer = new THREE.WebGLRenderer({ antialias: true });
renderer.setSize(window.innerWidth, window.innerHeight);
renderer.setPixelRatio(window.devicePixelRatio);
document.body.appendChild(renderer.domElement);

//' 4. DopaBanHs 06'ekra (Mesh)

const geometry = new THREE.BoxGeometry(1, 1, 1);
const material = new THREE.MeshNormalMaterial();
const cube = new THREE.Mesh(geometry, material);
scene.add(cube);

//'5. Obpobka amantuBHOCTI (Resize)
window.addEventListener('resize’, () => {
// OHOBJ/IeHHS TTapaMeTpiB KaMepu
camera.aspect = window.innerWidth / window.innerHeight;
camera.updateProjectionMatrix();

// OHOBJIeHHS1 pO3Mipy peHpepepa
renderer.setSize(window.innerWidth, window.innerHeight);

D;
// 6. Hukn animauii (Render Loop)
function animate() {

requestAnimationFrame(animate);

// ObeptaHHs 00'eKTa



cube.rotation.x += 0.01;
cube.rotation.y += 0.01;

renderer.render(scene, camera);

}

animate();

4. 3aBJaHHA AJIS CAMOCTiHOI po00TH

PiBenb: ba3zoBuu
1. ducropcia kamepu: 3MiHiTh mapameTp FOV Ha 120 Ta 30. [IpoaHasi3ylite, K
3MiHIOETBCSI CTIPUMHATTS 00'€KTa.
2. Io3unionyBanHs: CTBOPITh TPU Pi3Hi KyOu Ta pO3MICTITh IX y psifi B3A0BXK
oci X (Harmpuksaz, Ha mosuisx -2, 0, 2).

PiBenb: IIpocynyTuii

1. I'eomeTpis: 3amiHiTh BoxGeometry Ha iHIIly CTaHZaPTHY FeOMeTPit0
(nartpukiag, TorusKnotGeometry abo IcosahedronGeometry).

2. TBopue 3aBAaHHsA: PeastizyliTe 3MiHY KO/IbOPY (POHY ClieHM 3a/1e)KHO BiJ
T10J10’KeHHsI KyOa abo 3a TaliMepom.

3. AHimarlist 3a yMoBo: 3p00iTh Tak, 11100 MIBUAKICTE 06epTaHHs 06'€KTa
3aJiekana Bifi MOro BiZlja/ieHoCTi Bifj LIeHTPy KOOPJWHAT M0 0Ci Z.

5. KoHTpo/IbHI MUTaHHA Ta 3BiTHICTH

ITuTaHHA J/IA caMmonepeBipKM:

1. Yum Bigpi3HseThcs PerspectiveCamera Bif OrthographicCamera? Y sikux
Bunagkax B AR/VR Kpaillje BUKOPDUCTOBYBaTH KOXKHY 3 HUX?

2. Illo cTaHeTwbCH, SIKIIO TTapaMeTp near BCTAHOBUTH OisbiiiiM 3a far?

3. fIka ponb MeToay updateProjectionMatrix() npu 3miHi po3mipy BikHa? Illo
Oyze, SKII[O0 MOTO He BUK/IUKATH?

4. Yomy BukopucTaHHs setlnterval /s aHimariil € moraHoro MPakKTHUKOO
MOpiBHAHO 3 requestAnimationFrame?



