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ANNOTATION

Smooth surfaces with perturbation functions for the creation of complex shapes are considered. The method for describing
objects in three-dimensional scenes with a base surface and perturbation functions that have a compact description is proposed. One
of the positive properties of functionally defined objects in comparison with other methods of specifying models is the simplicity and
efficiency of their geometric transformations, in particular, three-dimensional morphing and collision detection of objects. The most
common model for visualizing three — dimensional images is the polygonal approximation. Along with many advantages, this model
has its drawbacks. By modeling real objects, an approximate polygonal model is constructed. To increase the image quality, it is
often necessary to increase the number of polygons. An increase in the number of polygons results in an increase in rendering time
and memory usage. Changing the scale of an object introduces additional problems because you cannot change quickly and
efficiently the number of polygons for the object model. You can get rid of such shortcomings by applying analytical volume
assignment and rasterization using ray-tracing algorithms. Analytical volume assignment does not require a large amount of memory.
The problem of synthesis of realistic images is relevant for various simulators, virtual studios and three-dimensional games. Now,
there are already works on visualization of functionally defined surfaces, but their application is limited to a rather narrow class of
surfaces and slow visualization. The algorithms used are difficult to optimize, which also imposes restrictions on practical
application. The paper proposes to use a special class of volumes, which are called "free forms". Each free form represents a base
surface and a perturbation on that surface. The base surface and perturbation are given by polynomials of the second degree-quadrics.
To achieve smoothness, the perturbation function is raised to the third degree. The aim of the work is to create an application that,
according to a given analytical task, calculates the frame depth and surface normal in each pixel with the help of perturbation
quadrics. This application should use the computing resources of the graphics processing units as much as possible. There have been
attempts to create algorithms to visualize volumes given analytically, but most of them used only the CPU for calculations, and the
processing time was too long for practical application. Moreover, these algorithms were not designed for parallel processing. In
contrast, the proposed algorithm uses a graphics-processing unit for most of the calculations. In this case, the calculations on the
graphics accelerator occur in parallel, and the method effectively uses this feature. Due to parallel processing and the absence of the
need to transfer a large amount of data from the shared memory to the memory of the graphics accelerator, the speed of visualization
increases compared to the option that uses only the CPU. The clock speed of processors in graphics accelerators is less than the CPU
frequency. However, for a certain class of tasks performance using graphics accelerators will be better, due to the large number of
processors.
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1. INTRODUCTION meaning not the lack of Z — coordinates of the
surface point, and the lack of information about the
beam passing through the object. In addition, the

visualization of scientific data is very relevant
geometric transformations — unary, binary and more
complex geometric operations, which are most
optimally solved in the framework of solid modeling

When scanning two-dimensional space it is
impossible to obtain a full three-dimensional image.
The information that is provided to the user in such
technology is incomplete. The main thing is the lack
of information about the depth of the object,

and structural geometry for functional models. For
example, set-theoretic operations that can be used to
construct objects and their compositions of
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unlimited complexity. This is achieved primarily by
the use of Boolean operations of union and
intersection (disjunction and conjunction). The
process of modeling molecular structures becomes
much more efficient when using functionally
defined primitives and volume-oriented
visualization. An alternative  visualization
technology based on the ray-casting method and the
functional definition of primitives is proposed, in
contrast to the traditional three-dimensional scene
display technology based on the method of rendering
triangles using the z-buffer algorithm. The
fundamental difference of the proposed method from
the others is non-polygonal representation of the free
form surfaces of the scene using the algorithm of ray
rasterization stage. The rendering mechanism differs
from those implemented in modern computer
graphics accelerators. Objects are represented
functionally, which ensures the compactness of the
database. The use of the ray-casting algorithm solves
the problems typical for systems with polygon-based
rasterization and “Big Data problems”. To get a full
three-dimensional scene of molecular structures, it is
necessary to have a huge number of triangles
(hundreds of millions). To describe the structures it
IS necessary to have a large number of triangles (Fig.
1). Since there are too many triangles in the scene, if
you draw the whole scene, the accelerator will not
display it in real time. Two-dimensional images are
good for showing atom-to-atom bonds, but this is
not enough when it is necessary to describe
molecular structures. For example, molecular
designers need to know how one functional group
enters another structure, i.e. a three-dimensional
picture is needed, with the ability to rotate the scene,
move, etc. In addition, three-dimensional models are
needed to show inter-molecular interactions in the
simulation of some complex molecular movements.

Hypothetically, there are 10"*°molecular structures
(the whole universe), only 10 °are known, and only

10°are commercially used. It is also necessary to
store a huge amount of information about molecular
structures, it is necessary to compress. When
calculating the forecast of new structures it is

necessary to solve differential equations. The
problems of molecular mechanics lack the
computing power of the most modern

supercomputers.

The most common model for visualization of
three — dimensional images is a polygonal
approximation. Along with many advantages, this
model has its drawbacks. When modeling real
objects, an approximate polygonal model is
constructed. Increasing the number of polygons

leads to an increase in visualization time and
memory usage. In addition, changing the scale of an
object causes additional problems because you
cannot quickly and efficiently change the number of
polygons for an object model. Such drawbacks can
be eliminated by applying an analytical setting of
volumes and rasterizing them using ray tracing
algorithms.

Fig. 1. Molecular structures
Source: compiled by the authors

The analytical description does not require a
large amount of memory. The problem of synthesis
of realistic images is relevant for various simulators,
virtual studios and three-dimensional games. Now,
there are already works on visualization of
functionally defined surfaces, but their use is limited
to a rather narrow class of surfaces and slow
visualization. The algorithms used are difficult to
optimize, which also imposes restrictions on
practical application. An important application task
can be the application of the proposed functional
assignment of objects for web visualization, for
example, a functionally based extension.
Functionally defined objects can be wused in
conjunction with standard X3D and VRML models.

It is proposed to use a special class of volumes,
which are called “free forms”. Each free form
represents a base surface and a perturbation on that
surface. The base surface and the perturbation are
given by polynomials of the second degree —
quadrics. To achieve smoothness, the perturbation
function is raised to the third degree.

A number of works [1-6] show functional ways
of describing the visualized objects, allowing to
significantly reducing the amount of databases for a
certain class of objects in comparison with a
polygon task. However, real - time display of objects
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specified in this way is associated with a significant
increase in the required calculations due to the high
order of describing functions.

Note the following basic functional ways of
specifying primitives. Convolution surfaces [2], [3],
[4] are an integral representation of implicitly
defined surfaces, known in computer graphics as
blobby models [5; 6], metaspheres [7], and soft
objects [8]. These surfaces combine the flexibility of
blobby models and the compactness of skeletal
models [9]. At the same time, they have their
drawbacks, which include the complexity of
calculating surface points.

2. PROBLEM STATEMENT

When forming three-dimensional scenes, the
most commonly used polygonal assignment of
object models, which at the current level of
computer graphics has a number of limitations.

Frame models of three-dimensional objects are
approximate. Increasing the realism of the
reproduction of graphic scenes provides for an
increase in the level of detail for the correct
approximation of the surfaces of real-world objects,
and the growth rate of geometric complexity of
three-dimensional images exceeds the growth rate of
graphics performance. To achieve photorealism, it is
necessary to use more than 1,000,000 polygons in
the scene, and there is a tendency to further increase
the metallization. Already in many applications, the
number of scene triangles is comparable to or
greater than the number of pixels occupied on the
screen, which negates the advantages of the
polygonal approach. If the objects are so detailed
that the projection size of the graphic primitives is
smaller than the pixel size of the screen, you can use
points in complex primitives without losing the
quality of the visualization. In this case, there is no
need for a complex data structure, including
polygonal grids, textures and texture coordinates.
There is a question of expediency of visualization by
polygons of models with a high degree of detail.

As the complexity of the scene increases, the
efficiency of the polygon method decreases
exponentially. Reducing the size of triangles leads to
an increase in the amount of memory used and the
excess of preparatory operations over pixel, which
affects the time of formation of graphic scenes

Polygon models allow you to visualize only the
outer layer of an object, while many applications
require an internal structure.

The structure of polygon meshes is linear and
they do not provide support for multiscale, so
working with large meshes is difficult and requires
computationally complex simplification methods.
Dynamic control of detail consumes considerable

computational  resources, requires continuous
recalculation not only of the coordinates of the
vertices of triangles, but also of the illumination
parameters. With frequent switching between levels,
there is an effect of “undulation” of the surface,
which is not peculiar to real objects.

When forming the contours of objects, which in
General are curvilinear, the number of triangles in
the approximating polygon must be comparable to
the number of pixels forming the trajectory.

It is difficult to introduce attributive
information into polygonal models, and the
algorithms  for  visualization of topological

operations are quite time-consuming. When
approximating triangles, there are problems of high
depth complexity, discarding invisible faces,
determining and changing levels of detail, clipping
triangles visibility pyramid, etc. the Amount of data
in the visualization of three-dimensional objects
with a complex surface, close to voxel models.

Additional problems are caused by changing
the scale of the object, because it offers the
possibility of changing the number of polygons for
the object model and recalculation of image points.
When an observer approaches an object, when
changing the level of detail, new faces must be
added to make the silhouette of the object look
realistic.

When visualizing translucent structures with an
internal density distribution, there is a problem of
displaying inhomogeneous structures bounded by
complex surfaces in the case of specifying them by
polygons.

The polygonal model essentially does not allow
receiving many visual effects necessary for realistic
selection of a scene.

With skeletal animation, you cannot make high-
quality animation of flexible materials, as well as
perform complex morphing of the geometry of
objects.

For polygon models, it is difficult to implement
new effects on geometric objects, due to the
introduction of operations on functions, which is
necessary when modeling complex movements of
bodies. It is difficult to implement both unary and
binary geometric operations, as well as to determine
the collision of objects.

The deformation of surfaces is also very
expensive in the case of a polygon assignment, since
each vertex of a triangular grid must be subjected to
geometric calculations.

Today, realistic graphics require a compact
description of the scene with an accurate description
of the geometry of three-dimensional objects,
providing an effective implementation of various
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geometric operations with models of objects to
simulate the behavior of interacting bodies.

The free-form representation created by mean
of the analytical perturbation functions have the
following advantages: fewer surfaces for mapping
curvilinear objects, short database description, fewer
operation for geometric transformations and data
transfer, simple animation and deformation of
objects and surfaces.

Thus, the low realism of polygonal models and
limited functionality for the formation of graphic
scenes cause a scientific and applied problem, to
solve which it is necessary to develop theoretical
foundations for modeling and visualization of three-
dimensional objects of the virtual environment,
allowing eliminating the shortcomings characteristic
of the polygonal task of models.

The relevance of the research topic is
determined by the fact that this area is currently in a
state of transition to qualitatively new results.

In connection with intensive development of
methods and means of computing technologies, the
solution of these questions is constantly new and
actual task.

3. BLENDING

The operation joining several surfaces in a
complex object with a smooth surface is called
blending. The main difficulties and requirements to
blending are: tangency of a blend surface with the
base surfaces; easy intuitive control of the blending
surface shape; necessity to perform for blended
objects all the computations possible for unblended
objects including set-theoretic operations; blend
interference or ability to blend on blends and as the
particular case complex vertices or corners blending;

at least C' continuous blending function in the
entire domain of definition; blending definition of
basic set-theoretic operations, such as intersection,
union and subtraction; single edge blending or
localizing the blend to a region about intersection
curve of two faces; added and subtracted materials
blends; the ability to produce constant-radius
blending; no restriction of circular cross sections or
the requirement of variable-radius blends; exact
representation for blends instead of many
approximation; automatic clipping of unwanted parts
of the blending surface; blending of two non-
intersecting  surfaces;  functional  constraints;
aesthetic blends constrained by appearance.
An example of 2D method is

Let A=0 represents a line of the form:

Xy +Ypa+Cy=0,

starting from four line equations A=0, B=0, P=0,
Q=0, we can combine them into a curve as follows:

(1-u)AB +uPQ =0,
if P=0 and Q=0 come together, the equation is
(1-u)AB +uP’ =0,

P
u= .
P+Q

Examples of 3D methods are bellow.

A solid is defined as f (P) <1.
Intersection is

L(fy, fyy £) = (F,°+ 04+ £ )P
Union is

U(f, f, £)=(F P+ £, 4.+ f )P
p is a positive real number.

lim _ 1(f, f,...,

lim U (f,, fen

fy=min( f,,f,..f)
f)=max(f ,f,..f)

The blend surface is defined as [10]:

Ay _a-Byw o
L MG )

A

where: r, and r, determine the range of the blend:
when r, = A , the blend surface becomes B=0.

The exponent w also known “thumb weight” and
controls the nearness of the blend to the surfaces.
Larger values of w give a super elliptic cross-
section, which approximates sharp intersection more
and more.

An example is

Substitute (A+M-r) for P in the Liming formula:

(1-u)A’B’ +u(A +B -r)*=0 (2)

where: A’ =c,A, B’ =c,B .

Constant-radius blends can be implemented
with the composition of constant-radius offsets.

This article presents the results of some studies
on modeling and visualization of three-dimensional
scenes. It is proposed to use the task of objects in
free forms in the form of real functions.

4. FUNCTIONALLY DEFINED OBJECTS
BASED ON PERTURBATION FUNCTIONS

Functionally defined surfaces are constructed
from second-order surfaces with analytical
perturbation functions, thereby achieving a high
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coefficient of geometric compression of highly
realistic three-dimensional objects. It is proposed to
describe geometric objects (free forms), setting the
function of deviation (second order) from the base
surface of the second order (quadrics). The function
is given by an algebraic inequality of the second
degree with three unknowns x, y, z as F(x, y, z) > 0.
We consider surfaces as closed subsets of the
Euclidean space defined by the describing function
F(x, y, z) > 0. Where F is an analytical function, (X,
y, 2) is the point specified by the coordinate
variables in Euclidean space. Here F(x, y, z) > 0
specifies the points inside the surface, F(x, y, 2) = 0
are the points on the boundary, and F(X, y, z) < 0 are
the points outside and not belonging to the surface.

Function of the perturbation in implicit form. It
is proposed to describe complex geometric objects,
setting the function of deviation (second order) from
the base quadric as:

QPIX, Y, 2]) = X"+ 0, Y* +0,,2° + 0, Xy +

04X+ 0,y +0,X+q,y+0,2+¢

©)

Free forms are built based on quadrics. The free
form is obtained by deformation of the base quadric
by means of perturbation functions [11-14]

F'(xy,2)=F(xy,2)+ > R(xy,2), 4

where: R (X, y, z) is the perturbation, if is the form
factor

Q% y,2),if Qi(x,y,2) >0
R (X, y,z)—{ 0.1 Q (x.y.2) <0 (5)

where: Q (X, v, 2) is the perturbing quadric.

The resulting surface will be smooth, and a
small number of perturbation functions are required
to create complex surface shapes. The degree of
perturbation can be chosen arbitrarily. This will
determine the smoothness of the transitions from the
base surface to the perturbation region, and,
accordingly, the size of the perturbation itself. In
order for the surface to be smooth, the degree must
be greater than two must. This condition guarantees
continuity of the function and its derivative. Thus,
the problem of object construction is reduced to the
problem of deformation of the base surface in the
desired way, and not to the approximation of its
primitives.

Fig. 2. Perturbed quadric

Source: compiled by the authors
As already mentioned above, in order for the

surface to be smooth enough that the degree of
perturbation was more than two. This ensures that
the function itself and its derivative are continuous.
However, the second derivative will be represented
as a function with discontinuities. In addition, these
gaps will be on the border of perturbations. It should
be clarified how will be affected by these breaks
over the image. In the case where the degree is less
than three, you can see (Fig. 3; Fig. 4 and Fig. 5)
that the normal function is continuous along each of
the coordinates by virtue of the continuity of the
derivatives. However, unfortunately, the derivative
of this function has discontinuities, since it appears
as the second derivatives of the density function.
Given that a local lighting model that depends on the
normal is used, the perturbation boundaries will be
highly noticeable. Despite the fact that the surface
itself has a smooth appearance, visually it will be
perceived as a union or intersection of surfaces.
Such surfaces are not of great interest, because
visually close to this result could be obtained by set-
theoretic operations on the base volumes in the form
of quadrics. A visualization of the volumes specified
by this method is less time-consuming task.
Moreover, most importantly, such volumes are not
completely smooth. Therefore, the third degree of
perturbation functions is used, which ensures the
smoothness not only of the surface itself, but also of
the normal (Fig. 6 and Fig. 7). In this case,
transitions to the perturbation region are not visually
distinguished. Such objects look more realistic.

This effect is especially noticeable when the
glare hits the perturbation boundary. In objects with
the second degree of perturbation, the glare is
broken (Fig. 3; Fig. 4 and Fig. 5). Highlights without
breaks are shown in Figures 6 and 7.

Objects and operations can be of the following

Consider a simple object with one base quadric  types: Functionally Based Primitive Object,
(ellipsoid) and two perturbation functions (positive  Functionally Based Complex Objects, and
and negative form factors) (Fig. 2). Functionally Based Objects Operation.
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Fig. 3. The degree of perturbation is two

Fig. 4. The degree of perturbation is two

Fig. 5. The degree of perturbation is two property of converting coordinates from model

Fig. 6. The degree of perturbation is three

Source: compiled by the authors

Fig. 7. The degree of perturbation is three
Source: compiled by the authors
In equation (4), 1 and N are the lower and upper
limits of summation. The lower limit is set equal to
unity (one perturbation function), and the upper limit
corresponds to several perturbation functions (the

value depends on the form complexity).

Source: compiled by the authors

The resultant surface is smooth and a few
Source: compiled by the authors perturbation functions are needed for generating
complex surface forms if the volume of data
decreases by more than a factor of 100 and more as
compared to the polygonal description.

Because functional objects have a more
compact description compared to the traditional
description of scenes in the form of triangles, each
displayed object can store its properties without
significantly increasing the cost of storage in the
system memory. Therefore, with a small amount of
memory, you can add to objects almost any number
of parameters for the light model that can
significantly increase the quality and complexity of
the displayed scene. To be able to superimpose
texture on the surface and volume of the displayed
object, the array objects were supplemented with the

Source: compiled by the authors space M to texture space T.
When the array object is asked for the value of a
property, it converts the coordinates of the current
voxel fromMto T: (X, Y, Z2) —» (U, V, W) and uses
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these coordinates as an address in the array. If, for
example, the array is two-dimensional, then one
coordinate is simply not used. For complex
functional surfaces (with different kinds of
concavities and convexities), the two-dimensional
texture mapping method described above may not
give positive results: there will be unacceptable
distortions. Modeling and animating textured objects
is not straightforward using implicit surfaces. You
can define a three-dimensional texture in a global
image frame. However, the surface will simply
move into texture space when the object deforms,
resulting in strange visual effects. In the soft
geometry design approach, different 3D textures can
be attached to each implicit primitive. In addition,
mixed at surface points where multiple primitives
have a non-zero contribution. However, animating
the surface will result in visual artifacts, such as
time-varying interferences between texture patterns.
In any case, being able to display and coherently
animate a 2D texture on an implicit surface that
deforms over time would be much more likely than
3D textures to simulate a kind of shell covering an
animated object. This is one of the most difficult
problems in modeling implicit surfaces, because
implicit surfaces do not provide a parameterization
on which to attach texture coordinate. However,
determining the initial texture mapping is not a big
problem, if you calculate sample points, you can
attach the initial mapping to these points. This can
be done using any standard approach that works
regardless of the topological surface type. For
example, to define the initial texture map, we use a
mesh of triangular patches. These selection points of
the object repeat all transformations of this object,
they are used only for texturing, and they are not
displayed. A much more complex problem in
computer animation is the way the texture is
animated when the surface of an object deforms over
time (these deformations can even include splitting
and merging!). Quadrics with perturbations can
crumble into fragments and reassemble during
animation, as it happens, for example, with mercury
droplets. The above approaches no longer work for
complex surface animations either. If you use local
primitive-based polygonization, where the texture
coordinates can be directly related to the sample
points defined in each local primitive frame.
However, this approach, which works well enough
for uniform color, will give pretty poor results when
using arbitrary texture patterns: parts of the texture
will experience stiff movement during smooth
deformation of the implicit surface, while other parts
corresponding to the blending areas will simply
appear or disappear during movement. Therefore,

for such tasks we use the following approach: An
approach based on a three-dimensional vector field
is used to animate 2D textures on an implicit surface
that deforms over time [15]. Sample points of fixed
texture coordinates are animated using different
vector fields. Vector fields are provided that
implement various behaviors such as “sticking®,
“twisting”, “elasticity”, “jitter” of textures, etc. Most
of these fields are related to the individual
movement of the underlying primitives, since the
implementation was performed in a constructive
implicit surface representation.

5. RENDERING

The algorithm for visualization of objects given
by quadrics and its implementation are considered in
the work [16]. For ease of understanding, we assume
that the scene is in a single three-dimensional cube.
The perspective will not be considered, because it is
reduced to the transition to another coordinate
system. Since the visibility pyramid will be a cube in
the new coordinate system. Therefore, let's omit the
initial transformations and pay more attention to the
main part of the algorithm. We assume that the
observer is looking along the z-axis. It is necessary
to obtain a projection of the scene on the XY plane.
The projection must be a finite set of values.
Therefore, the entire cube will be divided into "bars"
so that each bar corresponds to a pixel in the image.
Each of the bars will divide along the Z-axis,
forming a set of vowels. Since the dimensions of the
bar in the XY plane are much smaller than in the
direction of the z-axis, the bar can be considered as a
beam. Thus, we obtain a density function along the
beam, which depends on one variable. The task will
be to find the first point at which the function turns
to zero. Finding such a point for each beam, the
depth of the frame will be known. These
approximations reduce the problem to the problem
of ray tracking. Next, you can calculate the normal
in each pixel. In addition, with depth and normal
data in each pixel, you can use a local lighting
model. The result is an image of a smooth object,
taking into account the lighting. The main part of the
work is to effectively find the first intersection of the
beam with the surface.

This task resembles the tasks of visualization of
volume data, which is often used, for example, in
tomography. In such problems, the density function
is given. The main difference is that in such
problems we are dealing with discretized data. In
addition, in our case there is an analytically given
density function. This allows you to search more
efficiently. Another significant difference is that in
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the case of analytically given density functions, it is
possible to morph surfaces.

The main task is to adapt and implement the
visualization algorithm so that it effectively uses the
computational resources of graphics accelerators.
First, consider the basic idea of the initial algorithm.
During the search, the cube is divided into smaller
parts, for which the intersection test with the volume
is checked. The process of division can be divided
into two parts. First, the cube is divided into four
parts in the XY plane. Further, each part is
considered separately. If there is no intersection with
the specified volume, then this part is excluded from
further consideration, and the color of all pixels
corresponding to this part of the cube takes the
background value. In addition, with those parts with
which there can be an intersection, a similar division
procedure is carried out. In General, this process
ends when only one pixel corresponds to the part in
guestion. Now every part with which there can be an
intersection can be considered as a ray directed
along the z-axis. The second step considers the rays
corresponding to the obtained parts, and a binary
search is performed to find the nearest intersection
point with the volume. The advantage of this
approach is that it is possible to discard at an early
stage large parts of the cube that do not have a given
volume.

The main difference of the adapted algorithm is
that the first part is omitted. Therefore, the cube is
divided into parts in the XY plane according to the
pixels in the image. In the second part, the algorithm
remains the same. In this case, the reduction of time
for visualization is achieved due to the effective use
of computing resources of the graphics accelerator.
In order to justify the effectiveness of this approach,
it is necessary to consider the programming model
that was used. NVIDIA's Compute Unified Device
Architecture (CUDA) was used for implementation.
Testing was carried out on a computer with an Intel
Core 2 CPU EB8400 3.0 GHz, and a GeForce 8800
GTX graphics accelerator. Performance was tested
on fourteen different scenes from free forms given
by quadrics.

Five scenes contained more than one free form.
A depth buffer is used to render such scenes. In
addition, for each object, a full pass through the
frame is made. This approach allows the second
version to effectively use multiple graphics
accelerators at the same time. Using the depth
buffer, you can combine free forms not only with
each other, but also with the scene specified by the
polygons.

The rendering time depends on the complexity
of the object. More perturbations are required to

specify objects that are more complex. As
mentioned, speed is highly dependent on memory
speed. Therefore, the best performance can be
achieved by using only registers.

6. TEST RESULT

Reducing the time for visualization is achieved
through the efficient use of computing resources
graphics accelerator architecture CUDA (Compute
Unified Device Architecture) from NVIDIA. The
implementation took into account the impact of
memory speed. Registers and shared memory are
maximized. In all other cases, the shared memory of
the graphics accelerator is used.

The functions of the graphics accelerator
included the calculation of coordinates of points of
surfaces, normals and lighting. Geometric
transformations were performed by the Central
processor (CPU or CPU), as well as rasterization of
geometric primitives in the tile grid and the
formation of a list of fragments with the calculation
of all necessary parameters. The DirectX
application-programming interface was used for
visualization. Testing was performed on Intel Core2
CPU EB8400 3.0 GHz and GPU 470 GTX. Figure 8
shows the results of testing the dependence of the
frame calculation time on the number of specified
perturbation functions for a particular test of the two
methods. On the abscissa axis-test numbers, on the
ordinate axis-average time per frame (in seconds).
The diagram shows that on average, the calculation
time decreased by an order of magnitude. At the
same time, the transport delay doubled. Note that
performance has increased not only for medium and
small objects, but also for large objects with a large
number of disturbances. As the object is split into
tiles and the number of perturbations of the
fragments decreases.
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Fig. 8. Test chart: average time per frame for

different tests
Source: compiled by the authors

One of the main drawbacks of known
visualization methods is the complexity of
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calculating surface points. Therefore, the method of
marching on the beam does not guarantee the
detection of the surface, in addition, it is slow [17,
18]. In [19] we describe a method for calculating the
intersection of a beam with a surface given in an
implicit form, but the calculations of - and -
parameters are very complex. In the sphere-tracing
method, finding the greatest radius so that no point
of the volume lies inside the sphere is a nontrivial
task [20]. In ray tracing with interval analysis, many
calculations are required for complex functions
because they are needed individually for each ray
and for each interval along that ray [21]. In fast ray
tracing, the search for rays crossing surfaces is
complex and not efficient enough, since the
clustering methods of this method do not solve this
problem completely [22].

In [23] a ray tracking method is described for
visualization of surfaces defined algebraically by
polynomials of high degree. However, it is difficult
to model real objects using polynomials. It is also
not guaranteed how closely the initial function will
approximate the Bezier curve. Another disadvantage
of this method is that translating an object to another
coordinate system is not an easy task. Therefore,
creating dynamic scenes is problematic.

There is another method of visualization using
GPU analytically specified objects [24], based on
the usual step-by-step tracking of rays. The
difference is that the step size is not constant, but is
selected at each step. At each step, there is a ball
centered at the current point on the beam. The
disadvantage is that finding a suitable radius is a
non-trivial task. For static scenes, the authors of the
algorithm used data preprocessing. Therefore, as in
the previous method, the visualization of objects that

change their shape and position over time requires
significant computational costs.
7. CONCLUSIONS

The proposed method of describing objects of
three-dimensional scenes with basic surfaces and
perturbation functions has a compact description,
which allows reducing from 10 to 1000 times the
amount of data transmitted depending on specific
three-dimensional scenes and models. Objects with
planar faces are also easy to define, for example, a
cube can be defined with three quadrics. In addition,
when solving the describing function as an
inequality, you can display the inside of an object.
By changing the perturbation functions, you can
change the shape of the object. Interpolating the
coefficients of the quadratic equation from the initial
state to the selected final state, we obtain a smooth
flow of the object from one state to another. The
same manipulations can be done with the basic
quadric. It is also possible to interpolate the
perturbation factor. Interesting effects can be
achieved by changing the position and scale of the
perturbation quadric relative to the base. It is worth
considering in more detail the case when it is
necessary to move smoothly from one object to
another. This effect can be achieved by constructing
a new density function from the functions of these
objects. This is essentially just an interpolation of
these functions. Note that these objects can be
different. That is to have different base quadrics,
different sets of perturbation functions. For many
objects, this effect is difficult to implement when
using a polygon job model. However, many effects
associated with the transformation of coordinates,
which are implemented using the polygon model,
can be similarly implemented on analytically
specified objects.
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AHOTANTIA

Haiibinpi mommpeHa Mojenb Uil Bidyamisalii TpHUBUMIpHUX 300paxkeHb - MojiroHanbHe HabmmkeHHs. [lopsa 3 psgom
mepeBar, Taka MOJIENIb Ma€ 1 CBOT HEeMOMiKH. MOJeNorun peanbHi 00'eKTH, OyIyeThcs HAOMIDKEHA MOJIrOHANbHA MojAeib. s 1
MIiJBUIICHHS SKOCTI 300paKeHHS HaWJacTile HEOOXiHO 30LTBIIYBATH KiJBKICTh IOJITOHIB. 30UTBIICHHS KITBKOCTI TOJITOHIB
nepenbadae 30UTBIIEHHS Yacy Bi3yaulizamii i 0OCsTy BHKOPHCTOBYBaHOI mam'aTi. JlomaTkoBi mpoOieMy BHOCHTH 3MiHa MacIITady
00'exTa, TOMY IO HE MOKHA MIBHIKO 1 €)EKTHBHO 3MIHUTH KUTBKICTh MOJITOHIB JUIS MOJeni 00'ekTa. Bix Takux HEMOMIKIB MOXHA
mo30yTHUCS, 3aCTOCOBYIOUH aHATITHYHE I OJaHHSI 00’€MiB 1 pacTepH3auis iX 3a JOIMOMOTOI0 ANTOPUTMIB TpacyBaHHsS IMPOMEHIB.
AmnamniTu4He 3aBIaHHS 00’€MiB HE BUMArae BEJIHKOro oocsry mam'sati. [IpoGiema cuHTe3y peamicTHYHUX 300pakeHb aKTyalbHa AJIS:
PI3HUX TpeHaXepiB, BIpTyalbHUX CTYHil 1 TpuBUMipHHMX irop. Ha paHmii MOMEHT Bke iCHYIOTH PoOOTH TO Bizyasizamii
(YHKIIIOHAIPHO 3aJlaHUX MOBEPXOHb, ajle iX 3aCTOCYBaHHA OOMEXKEHE IOCHUTh BY3bKHM KJIACOM IIOBEPXOHb 1 IOBLIBHOIO
Bi3yauizaliero. BUKoprucToByBaHi alrOPUTMH CKJIaJHO ONITHMI3yBaTH, III0 TAKOXX HAKJIaJa€ OOMEKEHHS Ha IIPaKTUYHE 3aCTOCYBAHHS.
VY poGoTi IpOIOHYEThCS BUKOPHUCTOBYBAaTH OCOOJHMBHIT Kilac 00’€MiB, sIKI Ha3MBAIOTHCS «BUIbHI hopmmy. KoxkHa BinbHa dopma €
0azoBa IOBEpXHs Ta 30ypeHHs Ha Iiif moBepxHi. ba3oBa moBepxHst i 30ypeHHs 3a1aI0THCSI MOTIHOMAaMH APYTOTO CTYHEHS -KBaIPiKOIO.
{06 mocsrty rmagkocti, GyHKIIS 30ypeHHST 3BOANTHCS B TPETIO CTYMiHb. MeTolo poboTH € po3pobka mporpaMu, sika 3a 3aJlaHuM
AQHATITUYHUM 3aBAaHHIM 3 BUKOPUCTAHHAM KBaJIpiKiB 31 30ypeHHAMHU O0UHCIIIOE TIIMOUHY Kaapy 1 HOpMalli 10 TOBEPXHi B KOXKHOMY
mikceni. el 1ogaTok Mae MakCHMAaJbHO MOXIIMBO BHKOPHCTOBYBAaTH OOYHCIIOBaJbHI pecypcu TpadiyHoro akcenmepartopa. Bike
Oynu crpoOu CTBOPEHHS ANTOPUTMIB Bizyamizamii 00’eMiB, 3alaHMX aHAJTITHYHO, ajie OUIBINICTh 3 HUX BHKOPHCTOBYBAIH TUIBKH
HITY mnst oGunciens, 1 yac 0OpoOku OyI0 3aHAATO BEIMKUM UL MPAKTUYHOTO 3acTocyBaHHs. Lli anroputMu He Oynu mpH3HAYEHi
JUTs TIapasienIbHOi 00poOku. Ha BinMiHy Bin HUX, 3aIIpONOHOBAHMH B POOOTI alrOpUTM BUKOPUCTOBYE IpadidHUH akcenepaTtop It
Oinbrol yacTrHH o6uncieHs. [Ipn npoMy obuncieHHs Ha rpadiqHOMY aKceIepaTopi BiIOyBalOThCs MapalelbHo, 1 MeTox e(heKTUBHO
BHUKOPHCTOBYE IF0 OCOOJMBICTE. 3a paxyHOK IapayelbHOl 0OpOOKM i BiCYTHOCTI HEOOXIJHOCTI NepecHIaHHsS BEINKOI KUTBKOCTI
JTAHUX 13 3arajbHOT MaM'saTi B HaM'sITh rpadiyHOro aKcelepaTropa, 30UIbIIY€eThCs IBUAKICTD Bi3yallizanii MOPIBHSHO 3 BapiaHTOM, IO
BUKOpUCTOBYIOTH Timbku LIITY. TakToBa wactoTra mpomecopiB B rpadidyHHX akceieparopax MeHie, Hibk gactora LITY. Ane mns
MIEBHOTO KJAcy 3a/a4 MPOAYKTHBHICTh 3 BHKOPHCTaHHSAM TpadiuyHHX akcejeparopiB Oyae BHIIOK 32 PAXyHOK BEIHMKOI KUIBKOCTI
MIPOIIECOPIB.
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AHHOTAIMA

Haunbonee pacripocTpaneHHast MOJIENb AJIs BU3yaIN3alliH TPEXMEPHBIX H300paKeHHH—TI0IUTOHANIbHOE puOmmkenne. Hapsoy
C MHOKECTBOM IPEUMYIIECTB, TaKasi MOJIENIb HIMEET U CBOM HEIOCTaTKH. MoJenupys peabHble 00BEKThI, CTPOUTCS MPHUOIHIKEHHAS
MOJIMTOHANIbHAS. MOAeNb. J{J1s yBenu4YeHHs KadecTBa M300pakeHHUs! Yallle BCEero He0OX0AMMO yBEJIMUMBATH KOJIUYECTBO TIOJIMTOHOB.
VBenu4yeHne KOJIMYECTBA MOJMUTOHOB, BIeYeT 3a cO0OH yBeNMYeHHE BPEMEHH BH3YalM3allMd M 00BbEMa HCIOJIb3yeMOH MaMSTH.
JlomonHAUTENBHBIE TIPOOJIEMBI BHOCHT W3MEHEHHE MacmiTada oOBeKTa, MOTOMY YTO HeEJb3s ObICTpO W 3((PEKTHBHO H3MEHHTH
KOJIMYECTBO IIOJIMTOHOB I Moaenu o0bekra. OT TakMX HEOOCTATKOB MOXKHO HM30aBUTHCS, NMPUMEHSS aHAIUTHIECKOE 3aJaHHe
00BEMOB M pacTepu3allid HMX MPU IOMOIIM AITOPUTMOB TPACCHPOBKH JIydel. AHaIMTHYECKoe 3aJaHHe 00BbEMOB HE TpeOyeT
Oompiioro ob6béma mamsaTH. [IpobiieMa CHHTE3a pEATUCTUYHBIX H300pKCHUM aKTyallbHa JUIsi: Pa3iIMYHBIX TPEHAXKEPOB,
BUPTYaIbHBIX CTYIUH M TPEeXMEpHbIX Hrp. Ha NaHHBI MOMEHT yXe CYIIECTBYIOT PabOThl MO BH3yalHM3alMd (YHKIHOHAIBHO
3aJaHHBIX IOBEPXHOCTEH, HO UX MPUMEHEHHE OTPAaHHYEHO JOBOJIBHO Y3KHM KJIACCOM IOBEPXHOCTEH M MEIUICHHOW BU3yallH3alieil.
“CHOHBI}yeMbIe AJITOPUTMBI CJIOXKHO OINTUMU3HUPOBATH, YTO TAKXKE HAKJIAAbIBACT OrpaHUYCHHSA HA MNPAKTUYCCKOC NMPUMCHCHUEC. B
paboTe mpeayaraeTcs HCIOJIb30BaTh 0COOBIH Kiacc 0OBEMOB, KOTOpBIE Has3bIBarOTCs «CBOOOAHBIE (opmby. Kakmas cBobGomHas
(bopma mpencTaBIAOT cob0it 6a30BYIO MOBEPXHOCTh M BO3MYILICHHE Ha 3TOH MOBEPXHOCTH. Ba3oBas MOBEPXHOCTh U BO3MYILECHHE
3a/1af0TCS IOJIMHOMAaMH BTOPOH cTereHH—KBagpukaMu. YToObl JOOUTHCS TJ1aJKOCTH, (YHKIUS BO3MYIEHHS BO3BOJHUTCS B TPETHIO
creneHsb. Llenbio paboThl SBISETCS CO3aHHE TIPHUIIOKEHHUS, KOTOPOE M0 3a1aHHOMY aHATUTHYECKOMY 3aJIaHHIO C IOMOLIBIO KBaIPHK

ISSN 2617-4316 (Print) Systems analysis, applied information 281
ISSN 2663-7723 (Online) systems and technologies


https://teacode.com/online/udc/00/004.925.8.html
mailto:sivser@mail.ru

Applied Aspects of Information Technology  2019; Vol. 2 No.4: 271-282

C BO3MYLICHWSIMH BBIUHCISIET IIyOHMHY Kaapa M HOPMaJM K IOBEPXHOCTH B KaXKIOM NHKcele. [laHHOE NPHIOKEHUE IOJDKHO
MaKCHMaJIbHO BO3MOXXHO HCIOJIb30BaTh BEIYHCIUTENBHBIE PECYPCHI IpadUuecKoro akceneparopa. Yie ObUIM IOIBITKH CO3TaHHs
ITOPUTMOB BH3yaJIM3alluK OOBEMOB, 3aJlAHHBIX AHAIUTHYECKH, HO OOJBIIMHCTBO M3 HUX HcHoiab3oBanu Toibko LIITY nus
BBIYHUCIICHUH, W BpeMs 00pabOTKM OBLJIO CIMIIKOM OONBIIMM AJIsl NMPAKTUYECKOro NpuUMEHeHHA. M 3Tu anroputmbl He ObUTH
HpeHa3HaYeHb! Ul MapaJulelbHO 00paboTKH. B oTiIMYHE OT HUX, MPEUIOKEHHbIH B Pa0d0Te aIrOPUTM MCIONB3YeT rpaduyecKuii
aKceJiepaTop UL OoJbLIeH YacTy BEIYUCICHHI. [Ipn 5TOM BBIYMCIICHHS Ha rpadM4ecKOM aKCenepaTope MPOUCXOIAT MapallebHo, U
MeTo]] 3G (HEKTUBHO HCIONIB3YEeT 3Ty OCOOEHHOCTh. 3a CUET mapayuielIbHOW 00pabOTKH M OTCYTCTBHS HEOOXOIMMOCTH INEPECHUIKH
OOJIBIIOTO KOJIMYECTBA JAHHBIX M3 OOLIeH MaMATH B MAaMATh IpaMuecKoro akceaepaTtopa, yBeIMIHBACTCS CKOPOCTh BH3YaIN3aInI
[0 CPaBHEHHWIO C BapHaHTOM, Hcroib3yrommM Tonbko LIITY. TakToBas gacToTa mporeccopoB B IpadHUEcKUX aKcelepaTopax
MeHbIne, yeM dvactota LIIIY. Ho mis ompemeneHHoro kimacca 3amad MPOHM3BOJUTENBHOCTh C HCIIONB30BAaHHEM TI'PaQHISCKHX
aKceJIepaTopoB OyeT Jydlle, 3a c4€T GONBIIOTO YKUCIa IPOLECCOPOB.
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