Jlaboparopnas padora 7

[TpakTHKyM O CO3JIaHMI0 MHTEpAaKTHBHOW 1BeTHOW 3D rpaduueckoit Monenu s Web-
browser na ocuoBe 1BetHON 1HdpoBoi 2D doTorpaduu ¢ NpUMECHEHHEM HEHPOHHBIX CETEH,
rpadudeckoro penakropa Blender, si3pika ajist CTpyKTypHPOBaHUS ¥ OTOOPaXKEHHSI COJIEPIKUMOTO
«BcemupHoit nayruaey HTML-5, 6ubmuorexku WEBGL mist cunresza 2D/3D rpaduku B web-

browsers.

Heab. OpiaseHne MPaKTUYECKMMU HaBbIKAMHU [0 MPUMEHEHHIO HEUPOHHBIX CETEH,
rpapuueckoro pemaktopa Blender, WEBGL u HTML-5 mno co3manuio web-crpanui c

WHTEPAKTUBHBIMU IIBETHBIMU 3D 00bekTaMu Ha OCHOBE MBETHBIX MU(PPOBBIX 2D dhoTorpaduii.

Nudopmannonsbie CChIIKU

Blender // https://www.blender.org/

HTML 5 // https://html.spec.whatwg.org/multipage/
WEBGI // https://www.khronos.org/webgl/
Heiiponnas cets // https://shunsukesaito.github.io/PIFUHD/

Google Colab // https://colab.research.google.com/

Buneo cripaBounoe // https://www.youtube.com/watch?v=2zVVNscwMzBE

Visual Studio Code // https://code.visualstudio.com/
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Docker // https://www.docker.com/products/docker-desktop/

3agaHue

1. Co3nanue BbICOKOKAYeCTBEHHOI poTorpaduu camoro cedos

Heo6xoamnMo co3naTh BETHYIO BRICOKOKa4€CTBEHHYIO C BBICOKOH CTETIEHBIO JeTaTH3aIiy
udpoByo GoTorpaduio B MOJHBIH POCT camMoro cedst B popmare pNg win jpg pasMepom c
1024x1024 nnm 512x512 npu nomoru uudposoro ¢oroanmnapara win cMaprhona. [Ipumeps
TpedyembIX 1103 nipu pororpadupoanun npuseneHsl B [4] B mynkre «Results (Internet Photos)y,
a Take B mpmiokeHnn B Qaiimax PNG k osrtoif mabe. Moxno cnenate goto B T-Pose mis
HaWIyylllero pesyibTara. YOeaurech, 4TO H300pa’keHHE XOpOIIO OcBelleHo. YUpesBbIuaitHO
TEMHOE WJIH SPKOe U300paKeHNE U CUIIbHBIE TEHH 4acTO CO3/1at0T apTedakTbl. DOH 10JIKEH ObITh
NPOCTHIM WJIM OJHOTOHHBIM. @OH BoOOIIe MOXKHO ynanmuTh npu momomu GIMP wmm apyroii

M000# Mo100HOM TpaduvecKoi POrpaMMBI.
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2. IlpeoopazoBanne ¢pororpadun B 3d MoaeIb ¢ MOMONILIO HEIPOHHOM ceTH

Hcnone3ys Heiiponnyio ceth [4], Google Colab u Jupyter Notebook u3 Google Colab [5],

HeoOxoauMo co3natk 3D mozens B popmare .0bj o Baeit pororpaduu u3 nyHkra 1.

3aiiguTe Ha CalT HeHpOHHOH cetn [4] M B camoM HM3Y mepeiliaute mo cceuike Google
Collab. ITocne atoro y Bac noymkeH 0yaer oTkpbiThes 070kHOT «PIFUHD Demoy, kak moka3aHo

Ha puc.1:

o
co PIFUHD Demo

®aiin WsmewuTs Bua BcTaska CpedaBoiNOMHeWwMs VIMCTPYMeWTbl ChipaBka M3mesenus we Gyayr coxpasen
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To see how the model works, visit the project repository.
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B Note

Puc. 1. PIFUHD Demo

IIpu 3amycke HEMpPOHHON ceTH HEOOXOAMMO HCIOJIBb30BaTh JUISl YCKOPEHHUs €€ padoThI
anmnapatHblii yckoputens GPU. Brepxy, cpeau nynkroB: ®aitn, U3menuts, Bun, Beraska, Cpena
BbInosiHeHus1, MHcTpymenTel u CrpaBka, BelOepere cienymouee: «Cpeaa BbINOJIHEHUS —>

CMeHNTD cpeay BbINOJHEHUsI — AnnapatHblii yckopureab — GPU».

[Mpokpyrtute crpanuny BHU3 ¥ Haiaute myHKT «Clone PIFUHD repository». Orcrona
HY)kHO OyJIer HauaTh 3amyckath Bce s4elku. 3amyctute siueiiky  «!git  clone
https://github.com/facebookresearch/pifundy». Cnenyromum unmer mynkt «Configure input
datay». 3nech Hy)KHO OyAeT 3almyCTHTh TOJBKO sT9eiKy moJ 3arosioBkoM «lf you want to upload
your own picture, run the next cell. ...». 3anyctute ee, mocie 3amycka MOKHO OyaeT Haxarb

«Bb10paTh (aiinbl», BeIOepeTe cBoe POTO.

B sueiike  «import  0S»  ykaxuTe B  TepeMEHHbIX  «image_path =
‘/content/pifuhd/sample_images/test.png» Bmecto test.png ums Bamrero ¢aiima ¢ dorto m.l.

3amycTuTe 3Ty U BCE OCTaJIbHBIC SIMEUKH, UAYIITNE Jajiee.
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Ecmu y Bac Bo3HuKaeT ommbka, B myHKTe «Preprocess (for cropping image)», B siuetike,
rae unet umnopt moxaynei (Torch, Numpy, Cv2 u T.11.), 3amenute «np.int» Ha «np.int_», T.x.

«np.int» Ha JaHHBIH MOMEHT ycTapel. [loapoOHee 31ech.

[Mocne 3aBepuienust paboThl HelipoHHO# cetu daiin 3D monenu ¢oto B popmare «.0b)»
OyzeT HaXoaUThCs B manke recon (mkonka «@aiiyib» (MaHeIb ClieBa), 3aT€M HaJI0 MPOKUTH IO
cTpykType aepeBa daiino «pifuhd — results — pifuhd_final» mis nocryna k mamnke recon.
Boibupaem neneBoil (aiin, HakumaeM Ha 3 TOYKH CHpaBa, BbIOMpaeM NYHKT CKayaThb U

cKauuBacM Ha CBOU KOMIIBIOTEP.
3. PenakTupoBanue noxyuenHoii moaesu B Blender

Hcnons3ys Blender, Bepcust 3.4 u Bbime , [1], HEoOXOAMMO €O31aTh OKOHYATEIHHO

nBetHyto 3D mozens ¢orto u3 m. 1. bienmep MoxkHO ckauaTh Ha caire[1] mim u3 Steam.

ITocne 3amycka Blender Heo6xoanMo yaanuTh co CLieHBI Bee JIMIHee. [ 7Toro HaKMuTe
«Ay, uT00BI BBIOpATH BCe, a 3aTeM kinasuiry «Deletex. [lns 3arpy3ku ¢aiina «.0bj» ucnonssyercs

«File -=Import —Wavefont(.obj)». Haiinure Bairy monens u umnoprupyiite ee B Blender.

Puc. 2. DxcioptrpoBaHHast Mojiesb B pexkume Edit Mode ¢ 601bIM KOJTMYECTBOM ITOJIMTOHOB
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https://numpy.org/devdocs/release/1.20.0-notes.html#deprecations

BriGepere uMmnopTupoBaHHYIO MOJIEh (OyAET MOJACBEYMBATHCS OPAHIKEBBIM) U BOWIUTE B
pexxum penaktupoBanus «Edit Mode» (knaBuia «Taby). Haxvure nndpy «3» Ha kiaBuarype,
JUTSE OTOOpaXEHUS MMOBEPXHOCTEH TOJTUTOHOB. ECIT BRI BUAMTE CIIHMIIKOM OOJIBIIIOE KOJUYECTBO
TPEYroJbHUKOB/TIPSMOYTOJIbHUKOB, 3HAYUT MOJICNIb BHICOKOIIOJIUTOHAIBHAS MM MPOCTO UMEET
0OJBIIOE KOJMYECTBO TIOJMITOHOB, YTO MOXKET 3aTPYIHUTHh CO3JaHUE PA3BEPTKU IS

TEKCTYPUPOBAHUS B OyIyIIEM.

KonnuecTBo moMUMroHOB MOXKHO YMEHBIIUTH 0€3 yiepOa MUCXOIHOMY BHEIIHEMY BUIY,
MOCPEJCTBOM CO3JIaHMs KapThl HopMmaiieil. [lonpobHee 0 ToMm, Kak paboTaloT KapThl HOpMaJei,
MOYHO MPOYECTh 3/7eChb. KapThl HOpManel 4acTo HCHOJIb3YIOTCS B I'eMM-Iu3aiHe, B YCIOBUSX,
KOrJla KOJIMYECTBO IIOJMIOHOB OTPaHUYEHO. MBI BOCHOJIB3yEMCS OJHUM M3 MHOXECTBa
BO3MOXXHBIX CIIOCOOOB [UIsi MX co3daHus. Ham MOHamoOsATCsS JB€ BEpPCHH MOMEIU:

BBICOKOITOJIMT'OHAJIbHAA - UCXOAHAasA U HU3KOIIOJIMT'OHAJIbHAsA - U3MCHCHHAs.

Beriinute u3 pexxnma penaktupoBanusi «Edit Mode» u nepenmenyiite (knauiia «F3»
WM JIBOWHOH KIIMK [0 CTAPOMY Ha3BaHMIO HA IMAHENU CO CJOSMHU CIIpaBa) MCXOJAHBIN Mell Ha
««HighPoly»». Ckonupyiite «HighPoly» ¢ momompto kiaBumm «Shift+Dy», mocne Haxmute
«ESC», 4TOOBI CKOITMPOBaHHAS MOJIEITb OCTANIACh B TOM K€ MECTE, UTO M McXoaHas. [lepenmenyiite
CKOIHMPOBaHHbBIH 00beKT Ha «LOWPOly». O0e Momenu HOKHBI HAXOUTHCS B OJJHOM M TOM XKe
Mecrte, nepekpriBas apyr apyra. Ckpoiire «HighPoly» u Beioepute «LowPoly», kak mokasano Ha

puc.3

| Scene Collection

v

Puc. 3. «LowPoly» u «HighPoly»

Ecnu B pexxume penaktupoBanus «Edit Mode» Bl BuauTe, YTO MOJETh UMEET IIEIU U
pa3pbIBbI, MOXKHO czenath «Remesh» ¢ Huskumu 3HaueHusMu «VOxel Size» B pexume
«Sculpt Mode», miis ucripaBinenust. B Takom cirydae, caenaTh 3T0 HEOOXOAMMO 10 CO3TaHHS

KOIIMH UCXOTHOM MOJIENIH.

Briopas «LowPoly», cipaBa, B manenu «Properties», Boiaute Bo Bkiaaky «Modifiers»
(ukoHKa cuHero raeqHoro kiova). Haxvure « Add Modifier» u HaiinuTe B morcke MogudukaTop
«Decimate». YcranoBute 3HaueHue «Ratio» Ttak, 4ToOBl uWcXonHas (opMa HE CHIBHO
WU3MEHMIIACh, HO KOJIMYECTBO TOJIMTOHOB 3aMETHO YMEHBUIMJIOCHh. BrusHue 3HaueHust «Ratio»

3aBHCUT OT UCXOJHOI'O KOJIMYECTBA ITOJIUT'OHOB. HpI/IMeHI/ITe MOJII/I(l)I/IKaTOp.
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Cosmamum passeptky «LOwPoly» momenn. Ona moHamoOWTCs A KapThl HOpMajed u
TekctypupoBanus. Beioepem «LowPoly» Momens ¢ yMEHBIIEHHBIM KOJHMYECTBOM IOJIHTOHOB,
nepeiiem B «Edit Modey, a 3arem Bo Briaaky «UV Editing» na nmanenu ceepxy. Ilepen Bamu

JOJIDKHO OTKPBITHCA CIICAYIOIICE OKHO:

Puc. 4. UV Editing

[lepeBenure Kypcop B mepBoHaudaibHOe OKHO «3D Viewport» u HaxkaTh Ha KIIaBHUIILY
«Tab» (nepexon B «Edit Modey), 3arem Ha ki1aBuiny «A» (BeIICIUTh Bee). 3D Mozenb TomKHA
IIOMEHSITh IIBET C YEPHOI'0 Ha «PbDKEBATHIIN». V13 KOHTEKCTHOrO MEHIO (IIOCIIE Ha)XaTHsl KJIABLIN
«U») BbiOpath «Project from view», nocne yero macka u3zobpaxenus u3 okHa «3D viewport»
nosButhcsi B okHe «UV Editing» cnesa. [lanee B 3ToM OKkHa BbiOMpaeM NMyHKT «Open» u

3arpykaem (aiin ¢ ucxoansM ¢oto 1. 1.

Teneps UV-pa3zBepTky Hy*)HO Oyaer oTpenaktupoBaTh. Ho 11 Havyana, s yao0cTBa,
crenaeM otoOpakeHus TekcTypbl Ha 30 oObekre. Bwioepem Hamry «LowPoly», mepeiinem B

Layout. ITo ymomyanuto, B HIKHEH maHean orodpaxaercs « Timeline». UtoOb1 moMeHsATh ee Ha



ar00yI0 Ipyryro cpeay (B HamreM ciydae moHagooutcs «Shader Editory), kinnkaeMm Ha camyro

BEPXHIOIO TIpaByt0 HKOHKY B okHe «Timeline». 3nech Beioupaem «Shader Editory.

Puc. 5. Shader Editor

Tenepr HaxkmeMm Ha kHONIKY «Newy» cBepxy B neHTpe okHa «Shader Editor», mossurcs
nse muTkH (Homa): «Principled BSDF» u «Material Outputy. Haxkmem «Shift+A» u B moucke
BBeneM «Ilmage Texture». B Hone «Image Texture», KIMKHUTE M0 MKOHKE KapTHHKHU CIIEBa
(pacKpbIBAIOIIUICS CIUCOK) U BhIOCpUTE (ailyl ¢ UCXOIHBIM (OTO, KOTOPBIHA BBI YK€ 3arpy3HiIu

panee (Umst_aiina.png).
[Tocne aToro HeoOxoauMo coenuHuTh TOUKy Color B «Image Texture» ¢ Base Color B

«Principled BSDF»:

Principled BSDF

Puc. 6. Coenqnnenue HOIOB

[Tepexoaum B OKHO (TepeMeniaeM ykazaTenb MbImn) «3D Viewporty», kmukaem «Z» u u3

BCILTBIBAOIIETO MEHIO BeIOMpaeM «Material Previewy nin «Renderedy. Eciu Mojiesb BBITTISAAUT



TEMHOW M3-3a HEJOCTaTKa MCTOYHHMKA CBeTa, B okHe Viewport ceepxy cmpaBa, HaXMHUTE Ha

UKOHKY pacCKphIBAIOIICrocs crrcka. Yoepure rainouku «Scene Lights» u «Scene Worldy:

Rotation
Strengthi 1.000

World Opacity 0.000

Blur 0.50

Theme

Combined

Disabled Camera Always aL.00j

Previe

Puc. 7. Ilpenqnpocmotp 6€3 ydeTra OKpYKEHHS CIICHBI

Bepuemcss B «UV Editing», BeiOpaB «LowPoly», naxmem «Tab» u Bbyienum Bce.
Haxxmute kiaBuiny «1» Ha KiaBHaType, 4TOObI OTOOPa3HTh TOYKH, BMECTO moBepxHocTel (1 —
TOYKH, 2 — pedpa, 3 — moBepxHoCcTH). Tenepp, UCIOb3ysl HHCTPYMEHTHI YBEIUYCHHS MacIiTada,
BpAIICHHsI ¥ IEpEMEIIICHUsI JOOMBACMCS TOT0, YTOOBI 3arpy:KeHHasi Macka N300pakeH st ObLiia ObI
MaKCHMaJIbHO TOYHO IMOJOTHAHA TI0 pa3MepaM K 3arpyxeHHoMmy ucxonHoro ¢oro. Haxartue (He

3a)xaTue, a MPOCTO HaXKaTh M OTIYcTUTh) KinaBuil G , R, S, L BemmonmHsrOT oneparyu:
G — grab/move — nepemerienune

R — rotate — Bpaienue

S — scale — u3meHenue pa3mepa

L — BBIOpaTh KyCOK pa3BepTKU

MOHO BBIXOJHMTH M BO3BpaIlaThCs B peKUM pemaktupoBanus («Tab») mis ymobcrsa

IIPOCMOTpA pe3yibTaTa:



Puc. 8. Pesynbrat TeKCTypupOaHus

JloGaBuMm KapTy HOpMmajel. Bepuutecs B «Layout», BHM3Y y Bac H0/DKHA OBITH IO-
npexHeMy OTKpbITa anens «Shader Editory. 3xech, Haxmute «Shift+A» — «Image Texturey.

Knukuaure «Newy» u co3naiite cinenyronryto TekcTypy C HazBanuem «NormalMapy:

NormalMap
1024 px

1024 px

& Alpha

Blank
bit Float

Puc. 9. Kapra Hopmaneii

ITocrne naxatuss OK, B co3manHom Home «NormalMap» Beioepure «Color Space» — «Non-
Color». Jlo6askre eime oaun Ho, «Shift+A» — «Normal Map». CoenuHuTe HOIBI KakK TOKa3aHO

Ha PUCYHKE:



» bt Output

BEDF -\. s:lm

Puc. 10. Coequnenue nono B Shader Editor

Teneps cnenaiite Bumumoit Momens ««HighPoly»», oHa nomkHa mepeKpbIBaTh
3arekcTypupoBannyio Monenb. [IKM mo ««HighPoly»» — «Shade Smoothy». Ilepeiinure B
«Properties», Bo Bkianky «Render» (ukoHka teneBusopa). [lomensiite «Render Engine» na

«Cyclesy.

Render Engine  Cycles

Puc. 11. BriGop ABMXKa 715 peHepa

[TpokpyTuTe 4yTh HIKE U HaliuTe BO BKiIaake «Render» mynkr «Bakey, packpoiite ero.

Y CcTaHOBHTE CIIETYIOIINE TapaMETPhIL:



Motion Blur

2 Film

Bake Type Normal

v Output
Target Imag
# Clear Imag

~ Margin

Puc. 12. Bake

Beibepute «HighPolyy», nanee, 3axa knasuiry «Ctrly», Beioepute ««LowPoly»». TTocne,
Bo Bkimaake «Shader Editor» ««LowPoly»» wmozaenu, KIWKHHTE MO HOAY C Ha3BaHHEM

««NormalMap»», 4ToOBI OH OBLIT AKTUBHBIM.

Puc. 13. BeikuHT KapThl HOpMaJeH

[Tocne naxmwure kHOMKY «Bake» cmpaBa. CrmycTst HEKOTOpPOe BpeMs, MOSBHUTCS KapTa
Hopmaueit. Ckpoiite ««HighPoly»» Monens u ornienute pesynbrar, Haxas «Z» — «Renderedy.
[TocMoTpeTh, Kak BBHITJISAUT KapTa HopMmalieli MoxxHO Bo Bkiaake «UV-Editing». Ona momxna

ObITh (prosreToBOrO OTTEHKA. MOkHO ymanuth ««HighPoly»», eciiu Bce ycTpauBaer. Eciu Bac He
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YCTPOWJI PE3yJIbTaT, MONpOOyiTe W3MEHUTH MapameTpbl OeilikuHra mwim camy ««HighPoly»»

mozenb. [logpoOHee 06 ITOM MOKHO MPOYECTh 3/1ECh.
Pesynbrar rotos.

[MonyueHnslii pesynbrar coxpanseM B (aiie ¢ pacmmpenueMm «.blend», a rtaxxke
IKCIOPTUPYEM ¢ pacinuperreM «.glby. B mosBuBIiemMcs 11anoroBoM oKHE SKCIOpTa yOeauTech,
yto omius "Include Texture" (Bximtounuth TekcTypsl) BKIOUeHA. OOBIYHO MO YMOJYAHHUIO OHA
BKJIIOYEHA, HO BCETJa JIydlle 3TO MPOBEpUTh. TeKCTypbl U KapThl HopMmasielt B ¢opmare GLB

(Binary glTF) BiItoueHBI HETTOCPEICTBEHHO B (Daidl MO/IEIH.
4. JleMoHCTpauusi pe3yJbTara

Paspaboraem 3D Viewer mns ¢opmara «.glb» ma 6aze HTML5 u WEBGI [2,3],

o0ecrneunBaroIIero MaclITabupoBaHKE U BpallleHUE.

Co3naiiTe HOBYIO MAlNKy Ha BallleM KOMITbIOTEpE s Baiero npoekra. Otkpoiire Visual
Studio Code [7]. Haxmute «File» — «Open Folder» u BriOepere co31aHHYIO MAMKy MPOEKTA.
Terneps Ha MaHe M CJIEBA BaM JOCTYIIHO JUIS IPOCMOTPA M MaHHITYJISIHMNA COAEPKUMOE MAIKH.
Cosmaiite ¢aitnbr «SCript.js» u «index.html» ¢ nomormisio nkonku daiina wiu [TKM mo obiactu

— «New Filey.

Croma e, B 3Ty Mamnky, nepemectute ¢aitn Bamieit Moaenu ¢ pacmupenuem «.glby.

[Tepeumenyiite ¢aiin ¢ pacuupenuem «.glby». wa «model.glby.

v PROJECT [ EE O &
<> index.html

= model.glb

JS script.js

Puc. 14. Coaepxxumoe nanku npoekra B Visual Studio Code
Otkpoiite «SCript.js». MHumanusupyite ClieHy ¥ KaMepy ¢ MOMOIIbI0 OHOIHOTEKH
«Three.js»:

const scene = new THREE.Scene();

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

camera.position.z = 5;
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THREE.Scene() — ato kimacc B oubmuoreke «Three.js», KoTopslii mpeacTaBiseT coboi
ciieHy B TpexmepHoii rpaduke. Cruena (Scene) B «Three.js» sBisieTcss KOHTCHHEPOM, KOTOPBIi
COJICP)KUT BCE OOBEKTHI, CBEThI, KaMepbl WM Jpyrue djieMeHThl. llo3maHee, HYX)HO Oyner

HOJIKIIYNTE OnbInoTeky «Three.js» B aiine «index.html» ¢ html-xomom crpanuirs.

Teneps HykHO OyzaeT no6aButh peraepep «WebGLy. «WebGLy (Web Graphics Library)
— 9to JavaScript API, npeanaznauenHoe nis co3aanus nHTepakTuBHOM 3D u 2D rpaduku B BeO-
Opaysepax 0e3 ucmonb3oBanus ruarnaoB. «WebGL» ocuoBan Ha OpenGL ES (OpenGL for
Embedded Systems), 4To mM03BOJIIET HCIOIB30BATh AaNMapaTHOE YCKOpPEHHE TpapuKd Ha

KOMIIBIOTEPAaX U MOOWIIBHBIX YCTPOMCTBAX.

Cosmamum sk3emiuisap kinacca « THREE.WebGLRenderer», koropslii mpeacraBiser
coboii penaepep «WebGLy, ucronb3yemsiii 1j1s1 0OTOOpasKkeHUSI TPEXMEPHOW CIICHBI B 3JIEMEHTE

«canvasy HTML:

const renderer = new THREE .WebGLRenderer ({ canvas:
document.getElementById('canvas') });

renderer.setSize(window.innerWidth, window.innerHeight);
Co3nanum HOBBIH ncTouHuK cBeta Tuna « T HREE.PointLighty:
const light = new THREE.PointLight(oxffffff, 1);

[Mepesrit mapametp «OXFfffff» — sto uBer cBeta, ykasanusiii B popmare RGB (B nanHOM
ciydae 3To Oenblif cBeT). Bropoit mapametp «1» — 3TO MHTEHCHUBHOCTH CBETa, T1e «1» o3Hauvaer

MaKCUMAJIbHYIO NHTCHCUBHOCTD.
light.position.set(10, 10, 10);

«light.position.set» — 3To Mo3uIKs UCTOYHNKA CBETA B TPEXMEPHOM IPOCTPAHCTRBE. 371€Ch
(10, 10, 10) 3amaer KOOpIMHATHI MCTOYHHMKA CBETa B CIIEHE. JTO O3HAYAET, UYTO CBET OyAeT

HAXOJHUThCS B TOUKE ¢ KoopauHatamu «X»=10, «y»=10, «z»=10.
JloGaBMM UCTOYHUK CBETA B CLICHY:
scene.add(light);
3arpys3um Harn daiin ".glb" B cueny. 3aech, «model.glby» — ums ¢aiina wamiei moaenu:

const loader = new THREE.GLTFLoader();
loader.load( 'model.glb', function (gltf) {

scene.add(gltf.scene);

12



})s;

Jlo6aBum kouTposuiep «OrbitControls». 3To no3BomuT Bpamark KaMepy BOKPYT IIEHTpa
CIICHBI C TOMOIIBEO MBIIIU WIIK CEHCOPHOTO YCTPOUCTBA. OH TaKkXKe MO3BOJISICT U3MEHSTh MacIITal

CLICHBI, NTIEpEMEIATh KaMepy U JIeJIaTh IPYrUe MPOCThIC ONEPALU YIIPABICHUS KaMEPOU
const controls = new THREE.OrbitControls(camera, renderer.domElement);

JloGaBuM 00pabOTUMK COOBITHS U3MEHEHUS pa3Mepa OKHa Opay3epa. ITo MO3BOJIUT CIICHE

KOPPCKTHO MaCH_ITa6I/Ip0BaTBC$I IIpY U3MCHCHHUH pa3Mepa OKHa.

window.addEventListener('resize', function () {
camera.aspect = window.innerWidth / window.innerHeight;
camera.updateProjectionMatrix();
renderer.setSize(window.innerWidth, window.innerHeight);

}, false);

JlobaBum dyrkimoo «animate()», koropas Oyaer oOecneYrBaTh IUIABHYIO aHUMAIIHIO

yTeM OOHOBJICHUS CIIEHBI U PEHAEPHHTA KaXKIbIH KaJIp:

function animate() {

requestAnimationFrame(animate);

renderer.render(scene, camera);
}
animate();

Oyukuus  «requestAnimationFrame()» npeaHasHaueHa JUIs 3alycKka aHUMAIMd |

BbI3BIBACT PyHKIIMIO «animate()» mepex OTPUCOBKOM CIIEAYIOIIET0 Kaapa. ITO rapaHTHPYET, YTO
aHUMaIUs OyJIeT BBITIOJIHSITHCS C YaCTOTON OOHOBJICHUS dKpaHa U He OyIeT JIUIIHEH Harpy3Ku Ha

poreccop.

Tenepp HeoOxomumo co3aath ¢aitn «index.html» B To# e mamke, rae aexkaT (haiibl
«script.js» u «model.glb», aTo Oynet Hama BeO-cTpanuiia. Otkpoiite «index.html». Odopmnenue

MOXET OBITh JIIOOBIM, BOT IPUMEP MPOCTOr0 0POPMIICHHUS CTPAHHIIBL:

<!DOCTYPE html>

<head>

<meta charset="UTF-8">

<meta name="viewport" content="width=device-width, initial-
scale=1.0"> <!-- MpocmMOTp Ha MOBUNBHBIX yCTpoUCcTBax -->

<title>3D Viewer</title>
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<style> <!-- CSS -->

body, html {
margin: 0;
padding: 0;
width: 100%;
height: 100%;
overflow: hidden;

}

#canvas-container {
width: 100%;
height: 100%;
display: flex;
justify-content: center;
align-items: center;
background-color: #000000;

}

</style>
</head>

<body>
<div id="canvas-container">
<canvas id="canvas"></canvas>
</div>
<!-- CTpyKkTypa AnA oTobpaxeHuMA TpexMepHOW cueHbl Ha Beb-cTpaHuue-->

<script
src="https://cdnjs.cloudflare.com/ajax/libs/three.js/r128/three.min.js
"></script>
<!-- MoaknwyeHne 6ubnnmotekn Three.js K Beb-cTpaHuue -->

<script
src="https://cdn.jsdelivr.net/npm/three/examples/js/loaders/GLTFLoader
.js"></script>
<!-- MNopknwyeHune ¢anna GLTFLoader.js u3 6Gubnuotekn Three.js, KOTOpbiii
npegocTaBndAeT 3arpy3uuk ana  ¢ainoB ¢opmata glTF (GL Transmission
Format). 3ToT 3arpy3yuMk no3BosfeT 3arpykatb M oTobpaxaTb 3D-mogenu B
¢opmaTte glTF B npoektax Three.js -->

<script
src="https://cdn.jsdelivr.net/npm/three/examples/js/controls/OrbitCont
rols.js"></script>
<!-- MNopgknwyeHune ¢aina OrbitControls.js ns 6ubnnorekn Three.js, KoTopbiii
npegocTaBnAeT yAo6Hble cpeacTBa YyNpaB/ieHUs KaMepoW C MOMOWbH Mbiwn ANA
BpaueHusa, nNpubanxeHUMa M nepemeuieHU BOKPYr TpexXMepHOW CLEeHbl -->

<script src="script.js"></script>
<!--MoaknwyeHne JavaScript-¢daina script.js -->

</body>
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</html>

[Tpu nombITKE OTKpBITHA (aiina «indeX.html» u oTkpeITHN KOA pa3pabOTUKKa, BbI
YBUAUTE OMINOKY, KOTOPasi CBUETEIBCTBYET O TOM, YTO Opay3ep OJIOKHPYET IOCTYII K pecypcam
¢ nokanbHOTO (Qaiina u3-3a nonutuku CORS (Cross-Origin Resource Sharing). Pemuts oty
pobieMy MOKHO pa3sHbIMHU criocobamu. Bocmosb3yemcest Docker [8], s o3HakomiieHust ¢ HUM

u HaFHHHHOﬁ JEMOHCTpaluunu BO3MO>KHOCTEHA.

Docker — ato miardopma Jutst pa3pabOTKH, TOCTAaBKU U 3aIyCKa MPUIIOKEHUI B
KOHTeHepax. OH IpeJoCTaBIseT CPEACTBA Ul YIIAKOBKY IIPUIIOKECHUN U UX 3aBUCUMOCTEH B
KOHTEHHEpbI, KOTOPbIE MOT'YT ObITh pa3BEPHYTHI Ha J1t000M cucreme, noanepxusaromeit Docker,
0e3 n3MeHeHus okpyxeHus. YtoOsl mepenecT KonTeineps! Docker Ha 1pyroit KoMIpioTep, Bam
HY)XHO CHa4aJjla COXpaHUTh KOHTEHHEPHI B 00pa3bl, a 3aTeM MEPEHECTH ITH 00pa3bl HA APYron

KOMITBIOTED.
Ycranosute Docker ¢ odunmansHoro caiira [8].

Cospnaiite nanky «html» BHyTpy nmanku Bamiero nmpoekrta u nepeHecuTe B Hee
«index.htmly, «script.js», «model.glby». Co3naiite TekcToBO# (haityi BHYTpH ManKy BaIiero
IPOEKTa, TaM XKe, IJIe JIOKUT nanka html ¢ nepenecéunpiMuB Hee dainamu. Hanummre B

TEKCTOBOM (aiiite crnenyromnie uactpykuun Dockerfile:

# WUcnonb3yem 6a30Bbii 06pa3 c¢ Apache HTTP Server
FROM httpd:latest
# Konupyem ¢aitnbl Be6-npunoxeHUs BHYTpb KOHTelHepa

COPY ./html /usr/local/apache2/htdocs/

Coxpanure daiin ¢ umenem «Dockerfile», 6e3 pacumpenusi, B nanke BaIiero mpoekTa.

(] ~ | [laTa UaMeHeHuA Pasmep Tun

I Dockerfile CerogHs 8 09:21 2336 [lokymeHTt

> | himl Ceronns 8 09:12 -- Manka

Puc. 15. ConepsxuMoe manku mpoekTa B IPOBOIHUKE

Tereps y Bac ectb «Dockerfile», koTopsrit onpeaenseT HHCTPYKIMK [T CO3TaHHSI
obpaza Docker. bynem ucnonbs3oBats 31oT «DOckerfiley s coznanus o6pasza Docker ¢

roMoIso Komauasl «docker buildy.
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OTkpoiiTe TepMHUHA WM KOMaHIHYIO CTPOKY, IIEPEHINTE B JUPEKTOPHUIO, T1I€ HAXOAUTCS
Bai «Dockerfiley». Hanpumep, ecnu manka npoekra ¢ HazBaHueM «Projecty jiexur Ha padodem

CTOJIE, UCTIOJIB3YHTE:
cd ~/Desktop/Project

Haxopasce B namnke npoekra, BBIIOJIHUTE CAEAYIOUTYI0 KOMaHy:
docker build -t my-apache-image .

3nech «my-apache-image» — 3to ums obpasa Docker.

Project docker build -t my-apache-image .
[+] Building 14.8s (5/7)
=> [internal] load build definition from Dockerfile
=> => transferring dockerfile: 751B
=> [internal] load .dockerignore
=> => transferring context: 2B
=> [internal] load metadata for docker.io/library/httpd:latest
=> [auth] library/httpd:pull token for registry-1.docker.io
=> [internal] load build context
=> => transferring context: 1.55MB
=> [1/2] FROM docker.io/library/httpd:latest@sha256:374766f5bc5977¢c9b72fdb8ae3ed@5b7fc89060e7edc88fc 180.
=> resolve docker.io/library/httpd:latest@sha256:374766f5bc5977c9b72fdb8ae3ed@5b7fc89060e7edc88fch
=> sha256:ac45b24b92cc0527c6af660679d07011680a6d4214cTEcT9al4720127d9685e 8.02kB / 8.02kB
=> sha256:8ale25ce7c4f75e372e9884T8F7blbedcfe4a7a7d452eb4bBalc7477¢c9a90345 29.12MB / 29.12MB
=> sha256:4f4fb700efb54461cfaR2571ae@db9addcle@cdb5577484a6d75e68dc38e8accl 32B / 32B
=> sha256:374766f5bc5977c9b72fdb8ae3ed@5b7fc89060e7edc88fchf142d6988e58eeb 9.74kB / 9.74kB
=> sha256:1a3d41a99f66b29d48cafle57e9f5ed8d539bal2cath9062488bee377f5c86ab 2.10kB / 2.10kB
=> sha256:8bBa7c8478f88543c0f8c785342abb736016bc8fc28104%9eaaclde7f897fc854 145B / 145B
=> sha256:7f8fb0aB42e02e8065725f2e4aedfclé8e8c5e37d5e070488daca73ed0499878 4.20MB / 4.20MB
=> sha256:91e4b2f2bb2acaf9f63647ae64hB86e999a528chcfec377d6377e2f96bbdfba26 31.20MB / 31.20MB
=> sha256:c78cdbf9617d1f5d6de94d728691c4d9d87efd7e@dlae651034d76879e53e862 293B / 293B

NONOOODOPRFR,R OO

Puc. 16. Cozmganne obpasza Docker

[Tocne sToro Oyxet cozman oopa3 Docker, Bkimogaroruii B ce0st TOKaIbHBIN BeO-cepBep
Apache u Hamie BeO-nipuiiokenue. bynemM nCnonb30BaTh 3TOT 00pa3 Juis 3amycka KOHTeHHepa

Docker 1 mpocMoTpa BeO-IPHUII0KEHHS JTOKAIBHO.

[Mocne ycnennoro coznanus oopasa DOCKer BBIMONHUTE KOMaH Ty JJIsl 3aIycKa

KOHTENHepa:
docker run -d -p 8080:80 --name my-apache-container my-apache-image
«-d» o3HayvaeT 3anmycKk KOoHTeiHepa B poHOBOM pexkume (daemon).

«-p 8080:80» mpobpacsiBaeT nopt 8080 Ha Bamem xocte Ha MopT 80 BHYTpH

KOHTelHepa, rae 3amymier Apache HTTP Server.

«--name my-apache-container» 3agaer umsi KoHTeliHEpa. MOKHO HCITOJIB30BATh JTFO00C

YHUKAJIbHOC UM,

«my-apache-image» — sto ums obpaza Docker.
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[Tocne 3amycka KOHTEHHEpa, OTKPOEM M MOCMOTPUM HaIlle BeO-TIPHIIOKEHHE JTOKATBHO.

Jlyist aTOTO OTKpONTE BEO-Opay3ep u BBEIUTE B aIPECHOM CTPOKE:

http://localhost:8080

UToOBI 0CTAHOBUTH KOHTelHep, 3amycTuTe KoMaHny «docker ps» B TepmuHae, 4ToObI

YBUJETH CIIUCOK 3aIlylIEHHBIX KOHTEHHEPOB:
docker ps

Haitaure koHTEHEP, KOTOPBINA BBl XOTUTE OCTAHOBUTH, U ckonupyite ero CONTAINER

ID. 3arem BoimonnuTe komanay «docker stop», ykazaB CONTAINER ID Bamiero konteiinepa:
docker stop CONTAINER_ID

JIist ynaneHust KOHTeHepa BOCIIONb3YHTECh ClIeNYIOIIeii KOMaH/I0M:
docker rm CONTAINER_ID

Jli1st 3amycka KOHTEHHepa 1mocjie OCTaHOBKH UCIONb3yiiTe komany «docker starty:

docker start CONTAINER_ID
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