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BBenenue

B nacrogmee BpeMsa Bc€ OoJibIllee TPUMEHEHWE HAXOMAT ABTOHOMHBIE
POOOTOTEXHUYECKNE CUCTEMBI, UCTIOJIb3YEeMbI€e JIJIsI BBITTOJTHEHUST PA3TUTHBIX
3aja49 Ha MecTHocTU. [Ipu paspaboTke TaKOTro TUMA YCTPOWCTB 3HAUUTE b
HOE BHUMAHUE YJIEJSeTCs 3aJa49e JIOKATU3aI (OMpe/Ie/IeHrsT TIOJI0KEHNUsT
pobora B mpocTtpaHcTBe). [lomynsipHbIM METOIOM peIlleHusl JTAHHON 3a1an
apasercs SLAM (simultaneous localization and mapping) [19] — ommo-
BpeMeHHas JIoKaan3alus u moctpoenne kKaptbl. O0braao SLAM-cucrembr
COCTOAT M3 JIBYX KOMIIOHEHTOB: (PPOHTEHIa 1 O3KeH 1a. [lepBblit BKIIOYaeT
B cebsl pacro3HaBaHUE OPUEHTHUPOB HA KaJpaX (JIETEKIHs) U WX COMOCTAB-
JIEHVE Ha Pa3HbIX CHUMKaxX (aCCOIUAIUS), [TOCJE Yer0 BTOPOH KOMIIOHEHT
obpabaTbIBaeT MOJyYEeHHbIE JAHHBIE JIJIsi TMTOCTPOEHUSA KapThl MECTHOCTU WU
JIOKAJIM3AIMU Ha, HEll POOOTOTEXHUYECKOTO yCTPOMCTBA.

KaugecTtBo paboThl aJIrOPUTMOB AETEKIIMU U aCCOIUAIINU (PPOHTEHIA BO
MHOTOM OIIpeJIe/igeT KOHEUHbBIN pe3ysibrar paboTsl Bcero SLAM asropurma
1, B CBS3U C 9TUM, YaCTO BO3HUKAET MOTPEOHOCTDh B MX OTJIaJiKe. Ha JTanabIit
MOMEHT OCHOBHBIM METOJIOM JIJI BBISABJICHUSA OIMMOOK B PACCMATPUBAEMbIX
CUCTEMAaX SBJISETCA BU3YyaJIM3aIlusl OPUEHTUPOB U aCCOIMAIUN B PeaJIbHOM
BPEMEHN.

CymecrBytor SLAM-dpeiiMBopKI, KOTOPBIE TPEIOCTABJISIOT TAKYIO BO3-
MOYKHOCTb, HO, KaK MPAaBUJIO, BU3YAJIU3AIUs B HUX SABJIAETCS HEOTAETUMOI
OT OCTAJIbHO¥ peasu3arnuu JacTbio [3, 16|, uTo cozmaér TpymHOCTH TTPU OT-
JIQJIKE OTJIEJIbHBIX KOMIIOHEHTOB (poHTeHa. C 11e/IbI0 pereHus JaHHOM
npobsiembr B Jlaboparopun MobuibHON poboroTexuuku [15] Begérest paspa-
ootka mpuioxkenust SOLVE, uarepdeiic koToporo n3obpazkén Ha pucyHke 1,
[peTHA3HAYEHHOTO JIIsi BudyaJsm3amnuu opueHTupoB B SLAM-ajaropurmax.
OCHOBHBIM KOMITOHEHTOM WHCTDPYMEHTA SIBJISIETCS CIIEHA, OTBEYAIOIAs 3a
oToOparkeHne KaJpOB C HaHECEHHBIMU HA HUX OpHUEHTHUpaMu. B kadecTBe
TEXHOJIOTUIECKOTO CTEKa WCIIOJIb3YeTCsl A3bIK IporpamMupoBanus Kotlin,
dpeitmBopk TornadoFX u ombsmoreka JavaFX. IlockonbKy HabOpHI JaH-
HBIX, UCIIOJIB3YIONINECsT B PACCMATPUBAEMOil 00J1aCTH, MOTYT COCTOATDH U3

COTEH HJIN JaKE€ TbICAY KadpPOB, Ka}K,ZLbeI U3 KOTOPLIX MO2KET COACpPzKaTb



HECKOJILKO CJIOEB C OopueHTHupaMu, K IIPOU3BOJUTEC/JIbHOCTH KOMIIOHEHTa CIIe-

HbI IPEAbABJIAIOTCA ITIOBBINIEHHDBLIC Tpe6OBaHI/ISI.
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Puc. 1: Braemanit Buj npuioKeHud

[Ipunoxenne SOLVE axTtuBHO wucIogb3yercss KoManmaoil Jlaboparto-
pur MOOMJIbHON POOOTOTEXHUKM JIjIsi OIeHKH KadecTBa paborbl SLAM-
aJITOPUTMOB, & TaK>Ke B KadecTBe MHCTPYMEHTA JIJIs BU3YAJU3AIUA OPU-
€HTUPOB U accolualuii. TekyIimee peleHne paccaIuTaHo Ha padboTy ¢ HAOO-
paM¥ JIAHHBIX, COJIEPKAIIUMEI HEOOJIbITIOE KOJUYIECTBO KAJIPOB, B TO BPEMs
KaK Ha peaJbHbIX HAOOpax JAHHBIX HAOJIIOIAIOTCS ITPOOJIEMbBI C ITPOU3BO-
JIUTETbHOCTHIO KOMIIOHEHTA CIIEHBI U, KAK CJIEJICTBUE, BCETO IMPUJIOYKEHUS B
resioM. [Tomumo sToro, nake Ha HEOOJBINUX MPOEKTAX KPUTUIECKUA BO3PaC-
TaeT O0BbEM IOTPebJIIeMOil OllepaTUBHON HaMATH, HEOOXOAUMOI i KOp-
PEKTHOIT pabOTbl MHCTPYMEHTA. IJTO sBJISETCS CYHIIECTBEHHON IPOOJIEMOIt,
ITOCKOJIbKY WHCTPYMEHT MOKeT OBITh MCIIOJIb30BAaH OJITHOBPEMEHHO C JIPYTH-
MU [IPUIOXKEHUSIME, HEOOXOMUMbIMU it paboThl co SLAM-aaropurmamu.
[IpoBesiénHas anpobalius MoKa3aJja, 9YTO OIMUCAHHBIE MPOOJIEMbI SIBJISIOTCS
CYIECTBEHHBIMU W HETATUBHO CKA3bIBAIOTCS Ha MOJIH30BATEIbCKOM OTIBITE.

Jlanaast paboTa MOCBSIEHA ONTUMU3AINN PAOOTHI CIIEHBI JIJIsI PEIIeHMs

BBITIEYTTOMSHYTBIX ITPOOJIEM.



1 IlocranoBka 3amaun

[Tenpro TaHHOI PAOOTHI ABJISETCS ONTUMU3AIUs PAOOTHI CIIEHBI B ITPUJIO-

xkerunu SOLVE. [1s eé mocTrkeHust ObLIN IIOCTABJIEHBI CJIEAYIOIINe 3a a9,

1. BemmosanTh 0630p pa3padbaTbiBAEMOr0 MPUIOZKEHUS W UCIOIb3yeMbIX

B HEM TEXHOJIOTUN.

2. BoinmosiHuTh 0030p pelieHuit st peHjgepuHra B pamMikax JavaF X-

IIPUJIO2KEHM .

3. Pazpaborarhb cucreMy jjisi OTPUCOBKU KaJIPOB, OPUEHTUPOB U ACCOIIH-

aIunii ¢ TpUMEeHEeHNEeM BBIOPAHHOTO PEITeHUS.

4. Pazpaborathb cuctemy Jjid yIpaBJIEHUS CIICHONH B paMKaX HOBOU pea-

JIA3aITNN.

5. BpmoaHuTh 0030p METOM0B M3MEPEHUs] MTPOU3BOAUTETHHOCTU CITEHBI

U CPABHUTH PEAJU3AINN.

6. IIpoBecTu ampoOaIuio MPUIOXKEHUSI C OITUMUSHPOBAHHONI CIIEHOI.



2 0O0630p

B pamkax Tekyiero pasjesia ObLI ITPOBEJIEH 0030D HPUJIOKEHUSI, €ro

KOMIIOHEHTOB 1 HCIIOJIb3YEMbIX TEXHOJIOI' M.

2.1 O630p npujao>KeHus

[IpumoxKeHne COCTOUT M3 HECKOJIBKMX OCHOBHBIX KOMITIOHEHTOB: MOJLYJIS
UMIIOPTa TPOEKTOB, CIIEHBbI BU3yaJU3aIlNH, KaTaJora s (GOPMUPOBAHUS
BBIOOPKM KAJIPOB U MAHEN HACTPOEK BU3YAJH3AIIIH.

Moynb uMIopTa MpPOEKTOB IMTO3BOJIAET 3arpyzKaTh B MHCTPYMEHT Ka/I-
pbI U ailyibl, comepakaliue nudopmaluio od opuentupax. [locie Toro kak
IPOEKT ObLI UMIIOPTHPOBAH, BCE KAJAPbl CTAHOBATCS BUIHBI B MOIYJIE KATa-
Jiora B BuJie criucKa. B HEM mosib3oBaTe/ b MOXKeT (pOPMUPOBATH BHIOOPKU U3
KaJIPOB, KOTOPbhIE 3aTeM Oy/IyT MepeIaHbl /I BU3YAJTU3AIUN KOMIIOHEHTY
crienbl. [locieumit OTBETCTBEHEH 38 OTPUCOBKY KQJIPOB C pa3MedYeHHbIMHU Ha
HUX OPUEHTUPAMU TPEX TUIOB: TOYKAMU, JJUHUSMEI U IJIOCKOCTAMEU. VIMrmop-
TUPOBAHHBINA IIPOEKT MOXKET COJEePrKaTh HECKOJIbKO HAJOXKEHHBIX APYT Ha
JIpyTa CJIOEB C OpUEHTHPAMU OTHOTO Tuiia. KOMIIOHEHT HACTPOEK BU3YaAJIHU-
3aIUU CIIEHBI ITO3BOJIET N3MEHATDH ITapaMeTPhl OTOOPaXKEeHUsI CIIEHbI, TAaK1e
KaK pa3Mep CeTKM KaJIpOB MJIHM I[BET U Pa3sMep OPUEHTHUPOB.

B paspaborke mpuIo:KeHWS HCIIOJb3YEeTCs sI3bIK ITPOrPAMMHUPOBAHUSA
Kotlin [12] u dpeiimsopk TornadoFX [21], co3manublii Kak pacumpenue Jijist
oubsmorekn JavaFX [6], koropast mo3Bossier co3maBaTh KpoccaaThOpMeH-
Hble puioxkenus Js desktop-miardopm. B nporiecce peasm3arnuym HHCTPY-

MmenTa npuMmensiics mogaxon MVC (model-view-controller) [4].

2.2 KOMIIOHEHT CIIeHbI

[Ipu paszpaboTke NPUJIOKEHUA K MOJYJIIO CIIEHBI OBLT TPEIbABICH Pl
TpebOBaHMUA, 3aTPATUBABIINX HE TOJbKO (PYHKIIMOHAJIHHOCTH KOMIIOHEHTA,

HO 1 9(pHEeKTUBHOCTH €ero PadboOTHhI.



2.2.1 TpeboBaHnumss K KOMIIOHEHTY

KommioneHT 110/12KEH ymMeThb OTOOparkaTh CETKY M3 KaJIPOB C pa3MedeH-
HBIMHM Ha HUX OPHEHTHUPAMH TOYEK, JUHUN U Iockocteii. Iloab3oBaresio
TaK2Ke JIOJIZKEH MTPEeJIOCTaBAIThCS MHTEPMEC /I ITepeMeIeHrs 10 ClieHe B
pPa3HbIX HAITPABJICHUAX W U3MEHEHU MAacCITabda 0TOOparKaeMbIX KaIPOB.

[TockobKYy MMTIOPTUPYEMBIiT IIPOEKT MOXKET COJEPIKATH OOJIBITIOE KOJIH-
YEeCTBO KaJIPOB, BayKHO, YTOOBI KOMIIOHEHT 00J1a/1a/1 BBICOKOW ITPOU3BO/IN-
TEJIbHOCTHIO. IloMrMO 3TOrO, HEOOXOMUMO OOECIIEYNTh BUPTYAJIU3AIIAIO Ha
YPOBHE JIAHHBIX JIJIsT 0TOOParKaeMbIX KaJIpOB, TTOCKOJIbKY pa3Mep HEKOTOPBIX
IIPOEKTOB MOXKET IIPEBBIIIATh 00BbEM OIePATUBHOI ITaMsITH, JOCTYITHON Ha
YCTPOICTBE.

[TompazymeBaeTcs, 9TO MPUIOKEHNE OyAeT MCIIOJIb30BATHCA MTapaJsieb-
HO C JIDYTUMHU MpOrpaMMaM# B KadeCTBE BCIIOMOTATEJLHOTO WHCTPYMEHTA
st pabotel co SLAM-anropurMamMu, a 3HAYUT B mporecce PabOThl C HUM
pecypchbl CUCTEMBI OyIyT HMCIIOJb30BaThCd JAPyruMu mporieccamu. [lo 3Toit
IpuYrHe pa3padaTbhiBaeMoe MIPUIOXKEHNE He JIOKHO TPeboBaTh OOJIBIITUX
BBIYHMCJ/IUTEIbHBIX MOIITHOCTEN YCTPOMCTBA U HE JIOJI?KHO 3aHUMATh OOJIBITIO-
ro KoJImvdecTBa onepatuBHON mamaTu. [lomumo 3Toro, mosrb3oBaTe i MOTYT
00JIaTIaTh PA3HBIMU ONEPAIIMOHHBIMU CHCTEMAMU, TTOITOMY pas3padaTbIBae-

MO€ TIPUJIOXKEHUE JIOJIPKHO OBITH KPOCCILIAT(MOPMEHHBIM.

2.2.2 ApxurekTypa mpeabiaylleil peasn3aiumn

Jmarpamma KjraccoB JIJisd TPEIBIIYINEd peaJn3aln CUCTEMbI PeHIePUH-
ra CIleHbI ObLIa B3ATa U3 PAbOTHI (22|, TOCBAMEHHON peasn3aiyu IepBoil
BepCcUU KOMITOHEHTA CIIEHBI, U IIPeJACTaB/IeHa Ha PUCYHKeE 2.

KowmmionenT FrameView orBedaeT 3a BU3yaJId3aIlNIO OTHON KJIETKHU B CET-
Ke KaJIPOB CIIEHbI. DK3EMILIAPHI JJTAHHOTO KJIaCCa MOJJIEPXKUBAIOT BUPTYaAJIU-
3alliI0 U MOT'YT TOJIy4aTh HOBBIE JITAHHBIE B ITPOIECCE HABUTAIIUMU IIO CIIEHE,
MEHsIsI CBOE OTOOpazKeHHe.

JIast OTPUCOBKH KaJapOB U OPUEHTUPOB IJIOCKOCTEI MCITOJIb3yeTCs KJIACC
FrameDrawer, npeoCTaBJISIONING MHTeP@ENC JJIsi PUCOBAHHS Ha YPOBHE

OTICJIbHDbIX IIHAKCEJIEH. ZL.HH ATUX ueﬂeﬁ HCIIOJIB3YIOTCA CTaHJapTHbIE KOM-



SceneController SceneView

+Scene: Scene -scope: CoroutineScope
Observes
+ColumnsNumber: Int [>— -scale: Double
le: Doubl
+Scale: Double Draw() ¢
+Position: Position Zoom() AssociationsManager

) +AssociateKeypoints()

FrameView

+Zoom()

+SetPosition(Position)

+SetFrame(VisualizationFrame)

Bufferedimage View -Draw()

+SetPixelColor(Color) -Scale()

FrameDrawer [ )
+AddFrameElement(FrameElement) LandmarkView
+Clear() +Node: Node

$ +Scale()
FrameElement [r
+Points: List<Point>
4 ConcreteLandmarkView
ConcreteFrameElement -CreateNode()
-HighlightNode()

Puc. 2: Apxurexkrypa mpeaplayineil peaan3amui CUCTEMbl PEHIEPUHTa CIie-
HBI

noHeHTHl PixelBuffer u WritableImage 6mubmorekn JavakFX.

OpueHTHUPBI TOYEK U JIMHUI MPEJCTABIEHBI B BUJE JIEMEHTOB BU3YaJIb-
HOTO JiepeBa npmioxkennd. Kitacc LandmarkView oTBedaeT 3a BU3yasn3a-
U0 KOHKPETHOT'O OPUEHTHUPA, COIOCTABJISAS €My IeOMeTPUYECKUil ITPUMU-
TuB Shape u pacroJjiaras €ro B vepapXuu KOMIIOHEHTOB ITPUJIOXKEHUSI.

B npenpiayimeit peaansanyuu i1 KayK 10 KJIETKU B CeTKe KaJIPOB MOTJIO
BBIJIEJIATHCS HECKOJIBKO OydepoB. DTO ObLIO 00YCJIOBJIEHO OCOOEHHOCTSIMU
peaju3anuu JIOTUKH, CBA3aHHON C BbIJIeJIEHUEM OPUEHTUPOB U U3MEHEHUEM
MOPSIJIKA X OTPUCOBKH, & TaKXKe TeM, UYTO OPUEHTUPHI IIJIOCKOCTEN TIpei-
CTaBJICHBI B BUJie OMTOBBIX MacoK. [lomumo sToro, nmesach He0OOXOIUMOCTD
B HAJIOXKEHUU CJIOEB OPUEHTUPOB JIPYT HA JApPyra ¢ YIETOM TPO3PAYHOCTU U
I[BETA, YTO TAKYKE CO3/IABAJIO JIOTIOJIHUTEbHBIE BBIYUCIUTETbHBIE HATPY3KU.

Takum 00pa3oM, TpU OTPUCOBKE CIIEHBI, BHE 3aBUCUMOCTH OT UCITOJIb3yeMO-



ro MacIITaba, IPUXOINIOCH XPAHATH B IIAMATH U 00padaThiBaTh HECKOJIHKO
CJIOEB TIOJTHOPa3MEPHBIX M300pazkeHuit. Takoil criocobd penjiepuHra TpedoBaJ
JOBOJILHO OOJIBIION BBIYUCIUTEILHON MOIMHOCTH JIJIsI CTAOWJILHOI PabOThI
1 TIOTPe0JI]T MHOTO OolepaTuBHON nmamaru. Jazke Ha cpegHUX IIPOEKTaX, CO-
nepxxkanmx MeHee yem 100 kajapos, HAOIIOIAIMCH TPOOJIEMBI C IIPOU3BOIN-
TeJbHOCTBIO. IIpoBenénnas ampobaius mmokas3aJja, 9TO JAHHBbIE IIPOOIEMbI
ABJISIOTCS CYIIECTBEHHBIMH M HETATHUBHO CKa3bIBAIOTCS HA TMOJIb30BATEJIb-

CKOM OIIBbITE.

2.3 Pemenus ajisi peHIepuHTA

g ontuMu3anum padboThl KOMIIOHEHTA CIIEHBI HEOOXOIUMO OBLJIO TPO-
BeCTU 0030p peNIeHuil Jijisd PEeHJIEPUHTa, COBMECTUMBIX C TEKYIIUM CTEKOM

IIPUJIOZKEHUM 4.

2.3.1 HaruBHBIE pelleHusi AJid PeHAePUHTa

JavaFX m crammaprHas OmO/moTeka Java MpeiocTaBISIOT HEKOTOPbIE
HaTHWUBHBIEC PpEIICHUA OJId PEHIACPUHIA. I/I3 HUX MO2KHO BbIJCJINTH HECKOJILKO

OCHOBHBIX:
e Canvas,
e PixelBuffer (WritableImage),

e PixelBuffer (Bufferedlmage).

B [1] moxkHO HaiiTn cpaBHEHUE WX TPOU3BOAUTEIBHOCTH TIPU OTOOPAKEHUH
MHOXKECTBa ABUXKYIINXCA YACTUIl, 110 UTOraM KOTOpPOro Hambojee 3dpdex-
TUBHBIM PEITeHUEM /I PEHJIEPUHTa ¢ OOJIBIITUM OTPBIBOM OKa3aJacCh PeaJiu-
sarust PixelBuffer (Writable Image), a nanmenee spdexrupabivm — Canvas.
[Tocnennee pemenne gaBasgeTCA CTAHIAPTHBIM i penjepunra B JavaFX u
ob6j1aJ1aeT MPOCTbIM HHTEPdENRcoM J1jisi PUCOBaHUs U300paKeHuil u rpadu-
veckux npumMuTuBoB. PixelBuffer mpemocrapisier juimbs HU3KOYypPOBHEBBI

unTepdeiic s paborsl ¢ nukceaamu B 0ydepe. B pemennu PixelBuffer c

10



ncnosb3oBanueM Writablelmage Mbr namenseM 3HaveHUdA TTUKCEIE HAITPSI-
MYI0, B oTJin4ue OT perierus ¢ mpuMmenenuneMm Bufferedlmage, riie Mmbr Mmoxkem
HCITOJTb30BATH T'OTOBBIE METOJIbBI JIJI PAOOTHI C IpadUKO, ITPEIOCTaBIsIEMbIE
cranmaprHoOit oubanorekoit AWT sa3wika Java.

Pemenue PixelBuffer (Writablelmage) He 6b110 B3siTO B paccMoTpeHue,
ITOCKOJIbKY TIPU €ro MCIOJb30BAHUU IIPUILIOCH ObI C HYJIA PeaM30BbIBATH
AJITOPUTMbBI PACTEPU3AINNA W PUCOBAHUS I'PAPUIECKUX TTPUMHUTHBOB.

i m3Mepenus MPOU3BOIUTEILHOCTH JIBYX OCTABIIUXCS PEIIeHUil ObLT
OpPraHu30BaH TECTOBBIA CTEH/I, IIPEJ/ICTABJICHHBIN B BETKE PEIO3UTOPHsI IIPO-
ekTa [2|. B cpaBHEHUM TIPOM3BOIMIACH OTPUCOBKA CETKYU U300pasKeHuil pas-
Mepom 15x15 KajgpoB ¢ pazpemntenneM 1024x768 nukcesneii. B KadecTBe pe-
3yJbTaTa OpaJioch CpejHee BpeMsi PeHAepuHra ojHoro kajapa g 1000 u3-
Mepennii. [lepsoie 100 uamepenunii ObLIN TMPOITYIIEHBI DA YUCTOTHI SKCITE-
PUMEHTA.

Pesynabrarer gis perennst Canvas coctaBuiu 0.590 + 0.034 cexynm Ha
KaJp, 9TO HE OTBEYAET TEXHUIECKUM TPEOOBAHUAM K KOMITOHEHTY.

[To pesyabraTam 3aMepoB TPOU3BOAUTETHHOCTU OBLIO PEITEHO TaKXKe He
oparb B paccmorpenue pernenne PixelBuffer (Bufferedlmage), mockosbky
JacToTa OOHOBJIEHUSI KPaHa IMPU OTOOPaKEHUU JBUXKYIIENHCs KAPTUHKHA C
IpUMEHEHNEeM JAHHOI'O CIIOco0a OTPUCOBKHU ObLTa HUXKE 3HAUeHUs B 24 KaJl-
pa B CEKYHJy, 9TO He COOTBETCTBOBAJIO NPEIbABJIEHHBIM TPeOOBAHUIAM K

IIPOU3BOJUTEJIbHOCTH.

2.3.2 CropoHHHe pelleHusi aJis PeHAepPuHTra

[TockoJIbKYy HUKaKOE U3 HATUBHBIX PEIeHUH JIjIsi PeHIEPUHTa HE YIIOBJIe-
TBOPHUJIO UMEIOIIUMCS TPeOOBAHUSAM, OBLJIO PEITEHO PACCMOTPETH CTOPOHHUE
OUOJIMOTEKN.

K paccmarpuBaeMbiM perteHusiM ObL TIPEIbABIIEH PsiJi TPEOOBAHMIA:

11



e peHJepuHT, ucnoab3yommit morHoctTu GPU;
® KPOCCILIAT(POPMEHHOCTb;
e HaJIUUNe Pa3pEelInTe/bHON JUIIEH3NUN;

® II0/IIep2KKa PEIIeHud pa3padoTINKaMMU.

s paccMoTpeHus ObLIU BBIOPAHBI YeThIpe HaubojIee MOIyJIssPHbIX 010~
JIMOTEKU, TIPEJACTaBJIEHHBIX B Tabaure 1.

Kaxk BuHO, BCe TIpecTaBIEHHBIE PElIeHnsT 001 aI0T pa3penruTeIbHbI-
MU JIATICH3USIMU.

OpenGLFX wu DriftFX sasagrorcs Oubimorekamu, HCIOJIb3YOMIMA
nast peagepuara API OpenGL — mmardopmonesaBucumblii maHTEpdECc K
rpacduuecKoil amnmaparype. JlaHHbIe pelleHusi TO3BOJISIIOT WHTEIPUPOBATH
OpenGL-kouTeKCT 17151 pengepunra B mpuiaoxkenne JavaFX. Oba perrenus
MOryT uCrojb3oBaTh st Bbi3oBoB API OpenGL [17] onny u3 aByx 6u6-
muorex: LWJGL [13] umu JOGL [5]. 3amerum, uro OpenGLFX n DriftFX
UMEIOT HEKOTOpPBIe mpobJieMbl ¢ coBMecTuMocThbio. OpenGLEFX mpu ucrosin-
soBanun ¢ JOGL me paboraer Ha ycrpoiicrBax ¢ macOS (¢ LWJGL Ta-
Koit mpobsiembl Her). DriftFX, mo ciioBam paspaboramkos, He paboraer Ha
ycrpoiicrBax ¢ OC Linux, ob/iaafonmx HHTErPUPOBAHHBIME IPpadUIECKU-
mu tiporieccopamu Intel Graphics, a Takake Ha ycTpOiCTBaX, UCIIOJIB3YOIINAX
BuieokapThl Intel HD Graphics 4000.

FXGL gaBnsiercsd urpoBbiM (HDpeiiMBOPKOM, pPeaIM30BAHHBIM Ha OCHOBE

ouomoreku JavakF X. Baepenne 1anHOTO pereHns Mo Ipa3yMeBaeT UCTIO b

Ne bubmmoreka JIumensus [Tocnemuuit penus
1 OpenGLFX Apache-2.0 3.0.5 (12.06.2023)
2 DriftFX EPL-2.0 1.0.0 (8.09.2022)
3 FXGL MIT 17.3 (30.03.2023)
4 NativeFX Apache-2.0 0.2.0 (29.11.2019)

Tabmuma 1: CpaBHEHNE CTOPOHHUX PEIIEeHUH I PEHIEPUHTa,
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https://github.com/husker-dev/openglfx
https://github.com/eclipse-efx/efxclipse-drift
https://github.com/AlmasB/FXGL
https://github.com/miho/NativeFX

30BaHMe HABA3AHHON PPEiMBOPKOM apXUTEKTYPhI JJII TOCTPOCHUS ITPUJIO-
JKEeHUd, a TaKKe HeCET OOJIbIIoe KOJUYIECTBO JIUIITHUX B KOHTEKCTE JIAHHO
3291 3aBUCUMOCTEM.

NativeFX saBasierca OuMOJIMOTEKOM, ITO3BOJSAIONICH BBIOJHATD PEHJIE-
puHT ¢ ucnojb3oBanueM HatuBHOro API mrardopmbr, HesaBucumo ot JVM.
Ha momenT mpoBesenusi o030pa, JaHHOE PEIleHre HAXOAWJIOCh B HE3aKOH-
YEeHHOU CTa I pa3pabOTKH, a MOCJIeIHUI Pein3 B PEIIO3UTOPUN JATHPOBAJI-
cg 29.11.2019, gTo roBopuT 006 OTCYTCTBYIOIIEH TOIIEPKKE OUOJIMOTEKN.

Ha ocHoBanum 3TOoro ObLIO perieHo He OpaTh Ha pacCMOTpeHue OuOJIMO-
teku FXGL u NativeFX, a paccmorpers nogpobuee perenns OpenGLEX
u DriftF X, ucrnosssyromme API OpenGL g1 pengepunra, cpaBHUB UX IIPO-
U3BOIUTEIbHOCTD.

B Berke penosuropusi mpoekTa [18] ObLI OpraHM30BaH TECTOBBIH CTEH]
JIJIsT OTPUCOBKHU HAOOpa M300parKeHUil.

Heobxoaumo 6b17I0 TaKXKe peau30BaTh TECTOBYIO CUCTEMY, UCIHOJIb3YIO-
Y0 HEKOTOPBIE ONITUMHU3AIIAY ITPU OTPUCOBKE KaJIPOB. JljIs1 3TOr0, C 1eJIbI0
YCKOPHUTH IIPOIECC TECTUPOBAHUS IIPOU3BOIUTEIHHOCTH CPABHUBAEMBIX Pe-
IMeHuit, OB B3AT W YacTUYHO ajantupoBan Koj u3 GitHub-penosuropus
MinimalLWJGLEngine [14].

TecToBas crena mpejcraBiasgeT coboii ceTky m3 500x500 TekcTyp, B3d-
THIX U3 TECTOBOI'O ITPOEKTa, CojiepKaliero 39 pasHbiX M300parkeHuil pas-
Mmepa 640x480. Pazmep Bcex TekcTyp Ha creHne ymenbliieH B 100 pa3z. Ilpu
3allyCKe IMPOTPaMMbl «KaMepay JIBUTAETCs, 3aXBATbIBas Pa3Hble yYIaCTKU
CIIEHBI.

Best moruka, cBsizanHasi ¢ oTpucoBkoil u BbizoBoM yHKIuit OpenGL,
HamnucaHa ¢ ucnoJib3oBanueM ombsmoreku LWJGL u apisgerca oOmieit i
cpaBHUBaeMbIX pereHuii. [loaromy pe3yabTaTbl JAHHOIO TECTUPOBAHUS I10-
Ka3bIBAIOT, HACKOJILKO OBICTPO Ta WJIM WHAS PEAJU3AINd CBA3bIBACT IOJIY-
veranoe or GPU usobpazkenne ¢ TeKCTypoil, 0ToOparkaeMoil B OKHE IIPUJIO-
xkenns JavaFX.

TecTtupoBaHue MPOBOJUJIOCHh HA KOMIIbIOTEPE CJIEAyIOIeil KOHUrypa-

I
e CPU: AMD Ryzen 5 3550H (2.1GHz);
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RAM: 16GB (2x8GB) 2666 MHz;

Storage: 256GB SSD, 1TB HDD:;

OS: Windows 10 64-bit;

GPU: NVIDIA GeForce GTX1650 m wmaTerpupoBanHasi rpaduka
AMD Radeon Vega 8.

OT1nenbHO OBLIM PACCMOTPEHBI CJIyYaM JJisi JIUCKPETHON W WHTErPUPO-
BaHHON BUJACOKAPT.

bouio mposegeno 1000 3aMepoB TPOMEXKYTKOB BPEMEHU, TTPOXOTUBIIIIX
MEKJIy OYepeIHbIMU BBI30BAMU OTPUCOBKU OKHa penjepunra. [lepswie 200
BBI30BOB OBbLIM TPOIYIIEHHI W HE YYUTHIBAJINCH B pacuérax. B mporecce
SKCIIEPUMEHTa ObLIN MCIIOJIb30BAaHbBI JBa cliocoba padboTh! ¢ maMsaTbio GPU
B DriftFX: MainMemory u NVDXInterop. Ilepsbrit MmeToj1 siBjIsieTCsE KpOC-
crIaT(OPMEHHBIM peINTeHneM, a BTOPOU JOCTYIIEH TOJbKO Ha YCTPOUCTBAX
¢ OC Windows.

PesynbraTh! mpejicTaB/ieHbl B Ta0OHAIIE 2.

Kaxk Bunno u3 cpaBaenus, Drift FX B cpemunem nokaszan cedst abdheKkTun-
nee Ha 10-11% OpenGLFX npu ucnosbszosanuun Meroga NVDXInterop. B
caydae, ecjii paccMaTpuBaTh pe3yiabrarhl Drift FX ¢ ynuBepcaabHbIM MeTO-
oM MainMemory, To pa3Huiia B ITPOU3BOAUTEILHOCTU B HECYIIIECTBEHHA U

cocTapisier Menee 4%.

Cpennee Bpems orpucoBku | CpejiHee BpeMsi OTPUCOBKH
(NVIDIA GTX1650m) (AMD Radeon Vega 8)
OpenGLFX 31.60 + 3.64 mc 64.31 + 4.50 mc
DriftFX 32.95 = 3.54 mc 62.53 = 4.89 mc
(MainMemory)
DriftFX 28.69 £ 3.38 Mmc 58.56 £ 5.24 mc
(NVDXInterop)

Tabmuma 2: Cpapuenue croponnux perrernit 1jig OpenGL-pennepunra
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[To mroram cpaBHEHUS, TPOU3BOANTEILHOCTD PENICHUN HAXOIUTCS TPHU-
MEpHO Ha OJIHOM ypoBHe. Ecim cpaBHUBATH OMOIMOTEKU IO JIPYTUM KpUTe-
pusiM, TO boJjiee noaxoasmuM perreraueM siBiigercd OpenGLEFX, mockoabky
DriftFX umeer Heperénubie IpoOJIeMbl, CBI3aHHbBIE C 3aIIyCKOM Ha, HEKOTO-
PbIX yCTpOilCTBaX.

B pesynbprare mpoBeJIEHHOIO CpaBHEHUd ObLJIO BBIOPAHO PEIeHue, KC-
nosb3ytoree as pergepunara API OpenGL.

OpenGL wucnosb3yer s rpadudecKux BbIYUC/IeHUi mmeiigepsbl [7] —
HeboJIbIIe IporpaMMmbl, ucnoansgeMmbie Ha GPU. IlocienoBarenbHOCTD I1a-
roB, ucnouseMbix OpenGL 17151 oTprcOBKE M300paskeHusi, Ha3bIBACTCs T1aii-
IJIAHOM OTPHUCOBKY [8|, mpuHIMI paboThl KOTOPOrO N300ParKEH HA PUCYH-

ke 3.

VERTEX SHADER GEOMETRY SHADER

B\ (@ B\
A @&
-9
«
VERTEX DATA[] = i n
o ‘._._::‘
\ » € _
(& 2 e o )
Il
1
L1}
\ 4 \_ >

TE 3 FRAGMENT SHADER Ra ON

Puc. 3: Ilporecc BbimotHeHNs naitmiaitna OTPUCOBKHU

OObIyHO MaMIIaiiH OTPUCOBKU COCTOUT KAaK MUHUMYM W3 JIBYX Ieiie-
POB, BBITIOJIHIEMBIX IIOCJIEI0BATEIbHO: BEPIITMHHOIO, OTBEYAOIIET0 38 pabo-
Ty C BEePIIMHAMH MHOTOT'PAHHUKOB, 1 (PPparMeHTHOTO0, (pOPMUPYIOIIETrO UTO-
rOBOE PacCTpPOBOE M300parkeHue Ha YPOBHE OTAEJbHBIX HuKceseil. B HeKo-
TOPBIX CIIyYagX TaKzKe MOXKeT HCHOJb30BAaTHCA I'€OMETPUYECKHUM IIeuiep,
KOTOPBII HAXOAUTCA MEXK/Yy ABYyMd HNPEAbIAYIINMU B HailljIaiiHe OTPUCOB-
k. OH paboTaeT Ha ypPOBHE OT/EJbHBIX IIPUMUTHUBOB, IIPEJICTABJIECHHBIX 110~

JIMTOHAMU, OTpe3KaMu h TouKamu. Ha kazkigom sTame paboThl maiiiiaiina

thttps://learnopengl.com /Getting-started /Hello-Triangle
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olepaIru pacuapasIeIMBAlOTCd IpadUIecKuM YCKOPUTEJIEM, 33 CUYET dYe-
0 JIOCTUTAaeTCs BBICOKAad CKOPOCTh peHjaepuHra m3obpazkennsi. Hanbosee
3aTPATHBIM IIPOIECCOM BO BCE II0CJIEIOBATEILHOCTH IIIarOB OTPUCOBKU SB-
sasiercs nepegada gaHablx ¢ CPU wa GPU. MoxXHO BBIAEIUTD CJIELYIOIITe

OCHOBHBIE THIIbI JAHHBIX, IIEPEIaBaeMbIX C IIPOIECCOPa HA BUICOKAPTY:
® BepIIUHHBIE JAaHHBIE,
® TEKCTYPHI,
e uniform-nannnre.

Bepmunnbie nannbie [11] ucnonb3yores ijisi OTPUCOBKE MHOT'OYTOJIbHU-
KOB U JIFOOBIX JIPYTUX I'padUYeCKUX TPUMUTUBOB U IIEPEJIAIOTCA C IPOIEC-
copa Ha BUJICOKAPTY I KaKJIO0ro KaJpa. BepiuHHble JaHHbIE COJIEpPKaT
Jo0ObIe crenuduYHbIe Jisi KOHKPETHBIX BepIuH jpanube. Texcryps (9] uc-
MTOJTB3YIOTCS JIJIT OTPUCOBKH M300pasKeHnit Ha BUJICOKAPTE U TPEOYIOT TIpeI-
BapurebHoii 3arpy3ku B namarb GPU. Uniform-maunubie [10] goctynubr B
JIIOOOIT MOMEHT WCIIOJTHEHUS ITaUILIaiiHa OTPUCOBKU, U UCIOJIb3YIOTCA JIJIs
XpaHEeHUsI JTaHHbBIX, SIBJIAIONINXCS OOIUMU JIJIsT BCEX OTOOPasKaeMbIX 3J1€MEH-
toB. Hanbosbimuit 06 béM ganubix, nepegaBaembix ¢ CPU na GPU, kak mpa-
BILJIO, IPUXOIUTCS Ha BepIIMHHBIE HaHHbIe. [1o 3Tol mpuynHe J1j1si TOCTHXKe-
HHUSI MaKCUMaJIbHOM IMPOU3BOIUTEIbHOCTY MAUTIIaiiHA OTPUCOBKH HEOOXO T~
MO VJIEeJSTh BHUMAHUE COKPAIIEHUIO0 00bEMa mepeaadn UMEHHO 9TOTrO THIIA

JaHHBIX.

2.3.3 TpeboBanumss K HOBOMY KOMIOHEHTY CII€HBI

OHoit M3 OCHOBHBIX ITPOOJIEM MPEIBIAYINEH peaJn3aiuu ObLIO HCIIOJIb-
30BaHUE OT/IE/IbHBIX KOHTEKCTOB PEHIEPUHTA JJIsi KJIETOK B ceTke KapoB. C
YIETOM 3TOTO, B HOBOI peaim3aliuy OBbLIIO PEITEeHO UCIIOJIb30BAThH OJIMH KOH-
TEKCT PEHJIEPUHTA JIJIT OTPUCOBKU BCEHl CIIeHBI. TakKuM 00pa3oM, peHIepuHT
CIIeHBI He 3aBUCEJ Obl OT MCIOJb3yeMOT0 MAacCIITada WM pa3pereHns KaJl-
pOB, He TpeboBaJI ObI OOJIBINUX BHIYUCIUTEHHBIX PECYPCOB U HE TTOTPEOJIST

OBbI DOJIBIIIOE KOJIMYECTBO OIIEPATUBHON MAMATH.
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[Tomumo 3TOTO, HEOOXOAMMO OBLIO MOJIEPYKATH CYIMIECTBYIONLYIO0 (PYHK-
IIMOHAJIbHOCTD IPUJIOYKEHUsI, CBA3aHHYIO C OTOOpaKeHUueM KaIpOB U BUPTY-
aJjusalyeil, HaCTPONKaMU BU3YyaJIU3alUU U yIPABJIEHUEM CIICHON.

Takum 06paszoM, K KOMIIOHEHTY ciieHbl, ucrnoJb3yomemy APl OpenGL

JJIsT peHJIepuHTa, OBLT ITPEeIbABIEH PAJl TPeOOBAHUIA:

e oToOparkeHme BBIOOPKU KaJIPOB C PAa3MEYEHHBIMU HA HUX OPUEHTUPAa-

MU U aCCOIMAIASIMMU;
® OTPHCOBKA CIIEHBI B paMKaX OJHOI'O KOHTEKCTa PEHJIEPUHTA;
® BUPTYyaJIM3allMs Ha YPOBHE OTOOParKeHUsI U HA YPOBHE JIAHHBIX;
e HaJjimume mHTEepdeiica Jjisd IepeMelleHss 1 MacIITaOuPOBAHUS CIIEHBI;
® TIO/JIEPKKA CYIIECTBYIOINX HACTPOEK BU3yAJIU3AINAN.

ConmepKuMoe CIIeHbI MOXKHO YCJIOBHO pa3lenTb Ha COCTABJISIONIHE,
IIpeJCTaB/IEHHbIE KaIpaMM, CJIOSIMU C OPUEHTUPAMU TPEX THUIIOB M ACCOIIU-
arsaMu. [lo TakoMy »Ke IPUHIIMITY OBLIO PEIIeHO OPraHu30BaTh HOBYIO CH-

CTEMY peHJIepUHTA.
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3 Peanuzaiiusi cucreMbl peHJAepuHTra

Cucrema peHJIpUHTa CETKHU KaJIPOB, IIOMUMO BEPIITUHHOIO U (DparMeHT-
HOI'O HICHJICPOB, HCIIOJIb3yeT I'eOMETPUYECKUNl Ieiaep JAJjd OITUMU3AINU
PEHIPHUHIa. JTO OCYIIECTBJIAETCA 38 CUYET yMEHbIIeHHs O00bEéMa JTaHHBIX,
koTopbie npuxoautcd nepenasatb ¢ CPU na GPU: mia orpucoBku kajpa
nepeaéTcs JIUIITh €er0 UHEKC, a BCE OCTAJIbHBIE BBIUYUCIIEHUS TPOU3BOIATCS
Ha BUeokapre. [Ipu numopre mpoekTa BbIe/IgeTCsd (DUKCUPOBAHHBIN HAOOD
O0ydepoB 110/ TEKCTYPbI, KOTOPbIE MEPEUCTIOIb3YIOTCA B IIpollecce padOTHI,
M3-33 Y€ro He MPUXOIUTCI KaXK bl pa3 3aHOBO BBIIETATH TaMATh MO KaJl-
pbl Ha cropore GPU.

I OTPUCOBKHM OPUEHTUPOB MCHOJIb3YIOTCA BEPITUHHBIA W (PparMeHT-
HBI 1Ieiaepnl. B cay4dae opuentupos Touek u junuit Ha GPU nepemaércs
nHdopMaIusa 06 nHIEKCe KaJpa U KoopiuHaTax BepinuH. J[jisg orobpakenust
IJIOCKOCTE MCTIOJIL3YIOTCH TEKCTYPhl OMTOBBIX Macok. [Ipu Takom criocode
BU3YaJIM3aIIUN BUJICOKAPTA BBITIOJIHAET OTPUCOBKY MUKCEEH NapaJsliebHO,
WCIIOJTB3Ys (pparMeHTHBIN 1mieiijiep. B aToM cocTouT oT/imyme OT TpebITy-
el pean3alu, Iae n3 OUTOBBIX MAaCOK ITPEJIBAPUTEIHHO U3BJIEKAJINCH KO-
OPAMHATHI MTUKCEIEN TIJIOCKOCTEN, KOTOPBIE 3aTEM TIOCJIEI0BATEHHO TTEPEHO-
CUIUCHh B KOMTIOHEHT PixelBuffer, 4To TpeboBaO OOIBINNUX BHIYUC/TUTE b
HBIX PECYPCOB.

Bce cucrembl penjiepuHTra MIOMUMO COOCTBEHHBIX ONMTUMU3AIUNA MCITOJIb-
3YIOT MeXaHW3M OaTduHra (IIaKeTHOW OTPUCOBKH). Ero cyTh 3aKjrovaercs
B 00 beIMHEHNN HEOOJILINTNX HAOOPOB BEPIITNH OTOOPaXKaeMbIX T'padUIeCKUX
9JIEMEHTOB B OJIHY OOJIBIIYIO MOC/IEI0BATEIHHOCTh. 3a CUYET ITOI0 3HAUU-
TeJbHO cOKpalmaercs KoymdaecTBo Bb30BOB Mexkay CPU u GPU, gro yge-
JIMTYUBAET ITPOM3BOANTETHHOCTD MANILIaiTHa OTPUCOBKH.

Hapuramus no criene u MaciirabupoBaHue ObLIH CJEJIaHbI ITPU TTOMOIITN
VCTIOJIb30BAHUA MATPHUIL TIEPEMEITEHNsST M MACIITaOUPOBAHUSA TIPU PACUETE
KOOPJMHAT BEPIIUH OTOOpazKaeMbIX I'paduIecKuxX 3JI€MEHTOB.

Jmarpamma KJIacCcOB CUCTEMBI PEHJIEPUHTA IIpeJICTaB/IeHa Ha PUCYHKE 4.
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v

ShaderProgram

Renderer

RenderBatch

+ addShader(filePath: String, shaderType: ShaderType)

+ maxBatchesSize: int

- textures: Texture[0..*]

+ link() + shaderProgram: ShaderProgram - verticesDataBuffer: float[0..*]
+ use() ; \?v?gfjr;i m:gi;&amh [0.] + cleanupData()
+ detach() . + bind()
[ + render() + unbind()
\:/ + createShaderProgram(): ShaderProgram + rebuffer()
+ createNewBatch(): RenderBatch + deleteBuffers()
«enumeration» + updateBatchesData() + addTexture()
ShaderType + setNewSceneFrames(VisualizationFrame[0..*], framesSize: Vector2f) + removeTexture()
+ setGridWidth(int)
Vertex
Geometry [ll
Fragment
Texture
+ texturelD: int
FramesRenderer LandmarkLayerRenderer + width: int
- frames: VisualizationFrame[0..*] + setFramesSelectionLayers(Layer(0..*]) : :s;gnf:élélq;pe. TextureChannelsType
- selectedFrames: VisualizationFrame[0..*] N

AN

# textureOpenGLType: int

- bufferFramesArrayTexture: ArrayTexture
- o . + bind()

+ setFramesSelection(VisualizationFrame[0..*]) PointsAssociationsRenderer + unbind()

+ delete()
| | | o |
LinesLayerRenderer PointsLayerRenderer PlanesLayerRenderer
Texture2D ArrayTexture
- resourcesPath: String + size: int

Camera Window

+ position: Vector2f
+ zoom: float

+ width: int
+ height: int
+ camera: Camera

+ zoomToPoint(point: Vector2i, newZoom: float))
+ calculateProjectionMatrix(projectionSize: Vector2f): Matrix4f

+ resize(width: int, height: int)

Puc. 4: JlnarpamMmma KJ1acCOB CHUCTEMBI PEHJIEPUHTA

KtoueBbIM KOMIIOHEHTOM B JIAHHOM JIMarpamMMe sBJjsieTcs abCTPaKTHBII
Kjiacc Renderer, orBevalonuii 3a MpoIlecC peHjiepuHTra. B 30HY ero oTBeT-
CTBEHHOCTHY IIOMUMO OTPUCOBKU BXOAUT TaKzKe yIIpaBJeHue IIei1epHOil Ipo-
rpamMmoil, mpejcraBieHHON KjiaccoM ShaderProgram m opranu3anus IIpo-
1ecca 6aTIuHra IIPU IIOMOIIY UCIIOJIL30BaHIA 00beKTOB Tuna RenderBatch.

Or kmacca Renderer wmHacieayorcd Kiacchl FramesRenderer mu
LandmarkLayerRenderer, orBedaroline COOTBETCTBEHHO 3a OTOOpaKeHUE
KaJIpOB U OPUEHTUPOB.

Knacc FramesRenderer mMmeeT HECKOJIBKO MyOJMIHBIX METOIOB, TTO3BO-
JISIONIUX M3MEHATh Ha0Op OTOOparkaeMbIX KaJIpOB M pa3Mep CeTKu dpeii-
MOB. IIpu mMmopre mpoekTa 3apaHee BbIIEJsAeTCs (PUKCUPOBAHHBIN HAOOD

OydepoB id XpaHeHusd TEKCTYp. Dydepbl MHUIMAIUZUPYIOTCAI TEKCTYypa-
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MU, COOTBETCTBYIOIIIMMHU HAYAJbHBIM KaJpaM, U B IPOIecce IepeMenieHns
KaMepbl, IIpeJICTaBJIeHHON KjaccoM Camera, IIPOUCXOAUT UX IIEPEUCIIONIB30-
BaHUE MYyTEM 3aMeIeHusd CTAPbIX TEeKCTYDP, MPOIABIINX U3 30HbI BUIUMO-
CTHU CII€HBI, HOBbIMU. TakuM oOpa3oM ObecleurBaeTCs BUPTYyaJIU3alus Ha
YPOBHE BU3yaJIM3allii U HA YPOBHE JaHHBIX IIPU OTPUCOBKE KAJIPOB CIICHBI.

Knaccsr PointsLayerRenderer, LinesLayerRenderer u
PlanesLayerRenderer oTBe4arOT 3a OTPUCOBKY OPHUEHTUPOB TOYEK,
JIMHUM W TLJIOCKOCTEH COOTBETCTBEHHO. JKIEMILIAP KaxKJO0T0 W3 3ITUX
KJIACCOB CBA3aH C HEKOTOPBIM CJIOEM OPUEHTHUPOB Ha CIieHe. Takum
obpa3zoM, HET HEeOOXOJIMMOCTH IIepeIaBaTh WHQOPMAIIUIO, CBA3aHHYIO C
HACTPOMKAMM BHU3yaJIU3aIUU, JJId KaXKJIOro U3 OpueHTHpoB. Ilapamerpbl
HACTPOEK BU3yaJU3AINN, KOTOPbLIE ABJIAIOTCH OOIMMUMU JIJIsi BCETO CJIO,
mepealoTcs OJTHOKPATHO B BHje Habopa uniform-nmapameTpos.

Kitacc PointAssociationsRenderer orBedaeT 3a BU3YaJU3AIUIO aCCO-
[UAIUNA TOYEK W MCIIOJb3yeT MEXaHU3M OTPUCOBKM, CXOXKHUN C TE€M, YTO HC-
II0JIb3YeTCH NJId OPUEHTUPOB JIMHUNA.

Ha pucynkax 5, 6 u 7 mpo/ieMOHCTPUPOBAH BHENTHUI BUJ OPUEHTUPOB U
accoralii B HOBOU peajin3aliui KOMIIOHEHTa CIeHbI. Bujieo ¢ geMoHCcTpa-

et ero paboThl JIOCTYITHO IO CCBITKE?.

Puc. 5: Buzyanusamuss opueHTUPOB TOYEK W JIMHUI

*https://drive.google.com/file/d/1Hx9EUYP jsHAMCMXTc_FiVVavI3RQEosA

20


https://drive.google.com/file/d/1Hx9EUyPjsH4MCMXTc_FiVVavI3RQEosA

Puc. 7: Bugyanusarmus accoruanuii Touex

OmnucanHasi BBINIE CHCTEMa PEHIEPUHIA MCIIOJIb3YeTCsl JIJisi OTPUCOB-
KM U300paxkeHusI B OKHE PEHIEPHUHIa, IPEeIOCTABIAEMOM KOMIIOHEHTOM
OpenGLFXCanvas Owmoreku OpenGLFX. Jlnsa yuporieHusi B3aumMoJeii-
CTBUs C (PYHKIIMOHAJIHHOCTHIO OMOJIMOTEKN ObLINM peajit30BaHbl BCIIOMOTa-
TeJIbHbIE KJIACCHI, JUAarpaMMa KJIACCOB JJI KOTOPBIX IIPeJCTaBjIeHa Ha PH-

CyHKe 8.
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OpenGLC.
pen anvas SceneController

+ canvas: OpenGLFXCanvas
scene: Scene

columnsNumber: int
scale

+

+ onlnit()

+ onDraw(deltaTime: Float)
+ onDispose()

- render(GLRenderEvent)

- reshape(GLReshapeEvent)

+ +

+

setScene(Scene)
increaseScale()
decreaseScale()

+

+

- dispose(GLDisposeEvent) /l\ ’
T | .

SceneCanvas Scene
- sceneController: SceneController + frames: VisualizationFrame[0..*]
- framesRenderer: FramesRenderer + layerSettings[0..*]
- framesSelectionSize: int + frameSize: DoubleSize
- framesSize: Vector?2i
- columnsNumber: int ’

+ setNewSceneFrames(frames: VisualizationFrame[0..*], framesSize: Vector2i)
+ setFramesSelection(VisualizationFrame[0..*])

VisualizationFrame

+ setColumnsNumber(int) + timestamp: Long
+ dragTo(screenPosition: Vector2i) + imagePath: Path
+ zoomToPoint(screenPoint: Vector2i, zoom: float) + layers: Layer[0..*]

Puc. 8: JlmarpamMmma KJj1acCOB KOMITIOHEHTa PEHJIEPUHTA

AbcrpakThbiit Kiace OpenGLCanvas arperupyer B cebe JIOTUKY, CBSI3aH-
HYIO C MHULMAJJIU3AIeil KOMIIOHEHTa OKHA PEHJIepUHTa, HPeI0CTaBIAeMO-
ro oubamorexkoit OpenGLFX. JlaHHBII KJIacCc HACAEIyeTCs KOMIIOHEHTOM
SceneCanvas, pearupymroiuM Ha U3MEHEHUdA NapaMeTPOB CIEHbI, CojiepKa-
muxcda B KOHTpoJuiepe SceneController m BBIZBIBAIOIIAM COOTBETCTBYIO-
e METOJIbl CUCTEMbl PEHJIEPUHTa CEeTKU KaJpOB ClieHbl FramesRenderer.
ITomumo sToro, SceneCanvas OTCAE2KUBAET COOBITUsI MBI B CUCTEME BBO-
Ja U Ha OCHOBE HOJIYYEHHBIX JIAHHBIX PeaJu3yeT JIOTMKY IIepeMelleHud 110

CIleHe U TPUOJIMXKEHUS €€ COIEPKUMOTO.
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4 CpaBHeHUEe IPOU3BOAUTEJIHLHOCTH M aIIpo-

oarus

g cpaBHeHUS TPOU3BOJMTEIHLHOCTHA JABYX peasm3aluii ObL1 chopMu-
POBAH TECTOBBII CTEH/]I, B KOTOPOM ITPOM3BOINIOCH U3MePEHNE BPEMEHN OT-
PUCOBKHU COJEPXKUMOTO CIIEHBI Ha ITPoekTe, cojepzxKalieM 100 KaIpoB ¢ opu-
eHTupaMu. Bo BpeMsd 3KcIiepuMeHTa MPOU3BOINIACH HABUTAITUS TI0 CIIEHE U
e€ macirabupoBanue. beimo mpousseneno 2000 3aMepoB BpeMeHU T KarK-
Jno#t 3 peanusaruii, meppbie 200 BBI3OBOB OTPUCOBKH OBLIW MPOITYIIEHBI U
HE YUIUTBIBAJIUCH IIpH pacuérax. CpaBHEHME TPOU3BO/INIOCH HA KOMITHIOTEPE

coreyIomeil KOHMUrypannm:
e CPU: AMD Ryzen 5 3550H (2.1GHz);

RAM: 16GB (2x8GB) 2666MHz;

Storage: 256GB SSD, 1'TB HDD;

e OS: Windows 10 64-bit;

GPU: uarerpupoBannas rpaduka AMD Radeon Vega 8.

B Tabnwuie 3 mpescTaBaeHbl PE3YIbTATHI IKCIIEPUMEHTA.
Kak BuHO U3 pe3y/ibTaToOB, Cpe/IHee BpeMsi OTPUCOBKY JIJIst HOBO# peaJin-
3aIli KOMIIOHEHTa CIIeHbI B 4 pa3a MeHbIIe, YeM Yy IIPeJbIIYIIero pereHns,

a JacToTa KaJPOB HAMHOI'O cTabuibHee. BoJbIloe CpeHeKBaIPATHIECKOEe

Cpe/iHee BpeMsi OTPUCOBKYU KaJIpa.,
MC
IIpenprayiast peaan3aiimsi 72.0 £ 45.0
KOMIIOHEHTA, CII€HbI
HoBas peaau3zaliyiss KOMIIOHEHTa, 174 £ 2.5
CIIEHBI

Tabnuma 3: CpaBHeHrEe TPOU3BOAUTEILHOCTH KOMIIOHEHTOB CIEH
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OTKJIOHEHUE BPEMEHU OTPUCOBKY TPEbLIYIIEH peaaTn3alini 00yCIOBJIEHO TIe-
PUOIMYECKIMI KPATKOBPEMEHHBIMU 3aBUCAHUAMU mpujoxkennsd. [lomyden-
HO€ 3HAQYEHUE CpeJTHE YaCTOThI KaJIPOB JI HOBOU peaJin3aliuyd COCTABJIAET
57 KaJIpOB B CEKYHIY, TPOTUB 14 Ka/IpOB B CEKYHY Y TPEIbIIYIIETO pere-
Hust. CTOUT CcKa3aTh, YTO MaKCUMAJBHO JIONYCTUMAas JacTOTa OOHOBJIEHUSI

cueHbl coctaBageT 60 KaJIpoB B CEKYHIY.

4.1 Amnpobarus

1t TOro 9T0o0BI OIEHUTH MPUIOKEHUE C ONITUMU3UPOBAHHON CIICHON HAa
IpeaMeT ya00CTBa MCIIOJIb30BaHUs, ObLIa IPOBedeHA alpodaIds C UCIIOJIb-
soBanmeM meroauku SUS (System Usability Scale) [20]. dauwas cucrema,
OIIEHWBAaHUSI IIPEJICTABIIAET COOO ONMPOCHUK, cocTosmuii u3 10 BOIpocos,
KaXK/IbIii M3 KOTOPBIX MMEET MSITh BapPHAHTOB OTBETOB, OTPAXKAIOIINX pPa3-
HYIO CTEIIeHb YJIOBJETBOPEHHOCTH IPOyKToM. Ha ocHOBe mosiydeHHbIX OT-
BETOB (POPMUPYETCs OIEHKA IO cTOOAJTIHLHON ITKaJsie. B paMkax ampobaryum
Y49aCTHUKaM 6bIJIO IIPpEaJIOZKEHO BBIIIOJIHUTDL JIBa He60.HbI_HI/IX 3aJaHud, CBA-
3aHHBIX C HMCIOJIb30BAHMEM MHCTPYMEHTa Ha Pa3JMIHbIX HAOOpax TaHHBIX.
B ampobaruu npuHsigin ygactue 7 coTpyaHuKOB JlabopaTopuu MOOUIbHOI
POOOTOTEXHUKM, U 10 PE3yJIbTaTaM OIIPOCa UTOrOBBIA Oasii cocTtaBmi 74.29
(omenka B), 94T0 roBOpUT 0 TOM, YTO HOJB30BATHCS IPUIOKEHUEM JTOCTATOY-

HO y/I00HO.
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5 3akJjrodyeHue

B xo1e BbIIOSIHEHUS PaOOThI OBLINM BBITIOJTHEHBI CJIEJIYIONINE 33 an:

1. Boemosnen 0630p pa3pabaThbIBAEMOro MPUJIOKEHUT U UCHOJIb3yEeMBIX

B HEM TEXHOJIOTUNA.

2. BruirostHen o0630p pereHuil g peHJepuHra B paMiKax JavaF X-

IIPpUJIOZKEHUM 1.

3. Pazpaborana cucrema Jjid OTPUCOBKHU KaJIPOB, OPUEHTUPOB U ACCOIIH-

aruii ¢ MpUMEHEHNEM BBIOPAHHOT'O PEITeHUS.

4. Pazpaborana cuctema JJid yIIpaBJeHUs CIEHOW B paMKaX HOBOU pea-

JIN3AIINN.

5. BruimmosineH 0030p MeTO[M0B M3MePEeHUsl ITPOU3BOAUTETHHOCTHU CIIEHBI,

IIPOBEJIEHO CPABHEHWE PeaTU3aITNA.

6. IIpoBenena ampobalius MPUIOXKEHUSA C OITUMUSHPOBAHHOU CIIEHO.

Ccouika na pennozutopuit GitHub ¢ ncxomabiv Koj1oM pa3padaTbiBAEMOro
uHCTpyMeHTa: github.com /prime-slam/SOLVE.
Ccblika Ha aKKayHT, ¢ KOTOPOTO Bejach paspaborka: github.com/mi-

sts.
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