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BBEJAEHUE

POV-Ray — 310 aGbpeBuatypa ot “Persistance of Vision Ray Tracer". BykBaibHbII
nepeBo ¢passl “Persistance of Vision” - “nuepuus 3purensHoro Bocnpusatus . POV-Ray
— BCEMUPHO H3BECTHBIM MakeT AN co3JaHus (HOTO-pPEaTUCTHUECKUX H300paKeHUH u
OTJIMYAETCSA OH OT MHOXXECTBA JPYTUX, MPEKIE BCETO CIEAYIOIIMMHU JIByMsI CBOMCTBAMU:
BO-TIEPBBIX - OH OTHOCHUTCS K free-ware (OeCIuriaTHO pactpoCTpaHseMbIM MIPOrpaMMam) |,
BO BTOPBIX, OH TMPEACTAaBISET COO0OM MporpaMMy CO CBOOOTHO pacIpOCTPaHIEMbIM
UCXOAHBIM KOAOM. Tak e, OONBIINM OTIMYHMEM OT MHOTHX JAPYTUX MPOTpamMM SIBISIETCS
croco0 3aJaHusl CIIEHBI - 3TO HEKoe mojo0ue mporpammel. [Ipu »ToM, ecnu co3maemib
AHUMUPOBAHHYIO CIIEHY, JOCTYITHA MepeMeHHas "BpeMs'", KOTopask U3MEHSETCS C KaXKIbIM
KaJIpoOM B TIpejeliax, 3aJaHHbIX IO0Jh30BaTeIeM B KOH(QUTYpallMOHHOM (aiiyie K 3TOH
cueHe. TakuM o00pa3oM MOXKHO JETKO CO3/1aBaTh AHMMHPOBAHHBIE MaTeMaTUYECKUE
MOJIeJIM, OCHOBAHHBIE Ha UCMIOJIb30BAHUN PA3NIUYHBIX (PYHKIHH OT BPEeMEHHU.

CrnoxHocTb ke co3nanusa annManuu B POV-Ray cpene npexzae Bcero 3akiatodaercs B TOM,
YTO TPYJHO HAWTH YETKOE PyKOBOJICTBO IO OMMCAHUIO ABMXEeHUs 00bekToB. Paznen Help
JaeT pacIUiblBUaTOE TMpejcTaBieHne. B 100aBok, A yuTaTens MOXeT mpobiema
YCYTyOUThCS, €CIM OH HE 3HAeT Ha JOHKHOM YPOBHE AHTJIMMCKHUH S3BIK, TaK Kak BCE
y4eOHbIE TPUJIOKEHHUS] HAMUCaHbl MMEHHO Ha AHTJIMHCKOM si3blke. YacTUYHO JaHHAs
paboTa HammcaHa, 4YTOOBl HEMHOTO PACIIUPUTh KPYT YWTATENEH, WHTEPECYIOIIMXCS
BO3MOXKHOCTsIMU POV-Ray makera. ['maBHas ke 11€JIb COCTOUT B TOM, YTOOBI KaK MOKHO
ONMKe MO3HAKOMHUTH YHTATENS C BOBMOXKHOCTSAMU CO3JaHUSI aHUMAIIMOHHBIX KapTuH. s
ATOTO TMO3HAKOMUMCS C OCHOBHBIMHU TOHSTHSIMH, TEPMHHAMH, BCTPEUAIOIIUECS TIpHU
CO3JJTaHUW  MYJIbTHUIUIMKAIIMOHHBIX ~ OOBEKTOB, PAaCCMOTPHM  TIEPEMEHHYIO  YacoB,
MHOTOCTYIEHYATYI0 MYyJIbTUIUIHKAIIHIO, TapameTpbl HacTpoiiku ¢aitna QUICKRES.INI, a
Takke pasdepem mnpumepsl. Takke B JToi paboTe 3aTpoHyTa MpodiemMa 1o
npeoOpaszoBanuio GpeiiMoB ¢ pacmperreM bmp B daitn AVI.

O3HaKOMUBIIKCH C JAHHOW paOOTON, YUTATEIb MOTYYUT HAYAIbHBIA TOJYOK IS CO3/TaHMsI
CBOEH1 MepBoif aHMMAIlMU 1, BO3MOXHO, MHTEpPEC Ha co3JaHue 0oJiee CII0KHBIX

MYJIbTHINIMKAOUOHHBIX 0OBEKTOB.
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I OCHOBHBIE TIPUHIUIIBI AHUMAILIUU B CPEJIE POV-RAY

B Gosnee pannux Bepcusix POV-Ray nakera, mpou3BOASIIMX MYJIbTUILTUKAIIMIO, CO3/IaHHE
psiaa MyJNbTUIUIMKALMH 3aHUMallo HE Majo BpPEMEHM M CHJI, TOCKOJIBKY BC€ OBLIO
HEOoOXOJUMO JienaTh BpyuHylo. Hampumep, Mbl JOMKHBI OBITM  yCTaHaBIMBAaTh
NepeMEHHYI0 YacoB ISl KaXKIOW WHIMUBHIYalTbHOW CTPYKTYPBI OTAENBHO. MBI MOTIIH
JNOCTUTHYTh HEKOTOPOW CTENeHHM aBTOMAaTHU3allMd TPU HCIOJIB30BAaHUM KOMAaHJIHBIX
¢aiinoB wiM MOAOOHBIX Scripting yCTPOWCTB, HO TEM HE MEHEe, BCE ATO TOXKE HEOOXOTUMO

YCTaHABJIUBATH BPYUHYIO.

Teneps, HakoHen, ¢ POV-Ray 3, ects Gosnee ontumanbHOe pemieHue. Mbl OombIile He
HYXJaeMCsl B OTJCJIbHOM CIICHApWW WJIM BHEITHUX Sequencing MmporpaMMax, IOTOMY YTO
HECKOJIbKO TpocThIX napameTrpoB HacTpoiiku B ¢aitne QUICKRES.INI aktuBusupyrot
BHYTPEHHIOI TOCJIEIOBAaTEIbHOCTh MYJIBTUIUIUKALIUM, KoTopas 3actaBisier POV-Ray

ABTOMAaTH4YCCKHU 06pa1uaTLc;1 C ACTAJIAMU MYJIbTUIINIMKAIIUU.

®DakTHUECKH, WMEETCS JBa BapuaHTa MOMJICPKKHA MYJIbTHIUIMKAIIMUA: T€ TapamMeTphbl
HacTpoiiku, uyTo BctaBmsieM B (aitmn QUICKRES.INI, u Te xomgoBble MOAH(PUKAIINH, YTO

BIIMCBIBACM B (baﬁn OIMMCaHHA CICHEI.

1.1 HIEPEMEHHAS YACOB

POV-Ray mnoanepxuBaer aBTOMATHYECKH 3adBJICHHYIO [EPEMEHHYIO IIJIaBarOIIEH
3amsaTon, uaeHTUGUIUpoBanHas kak clock. J[aske korga Mbl He yCTaHABIMBAEM OT/ACIIBHO
3HAYEHHUE YacOB U HE HCIOJIb3YEM IETII0 MYJBTUIUIMKALIMYU, [IEPEMEHHAS] YaCOB BCE K€
npucBauBaeT no ymonuanuto 3HadeHue 0.0. Takum o0pa3oM BO3MOXXHO YCTaHOBUTH
HeKOTOpbIH ko1 POV [y1st MyIbTUILIMKAITNH, U BCE €I1I€ OTJAaBaTh 3TO KaK (POTOCHUMOK BO

BpEMA CO3AaHUA HALIETO 00BeKTa.

CaMbIM TPOCTBIM MPUMEPOM B HCIOIH30BAHUH OBLUT OBl OOBEKT, KOTOPBIA HICT IIO
MOCTOSTHHOM MPsAMOM, CKakeM 1o ocu X. B jexmaparuu Harero o0beKTa Mbl UMETH Obl
YTBEPKJICHUE

Translate < clock , 0, 0 >

3arem moJiydyacM MeCTJII0 MYJIbTUIINIMKAITUH.
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N st0 XOpoHmo IIOKa HM3MCHACTCA JIMIIb OAWH OJ3JICMCHT HJIM ACICKT CHOCHBI, HO YTO
CIIYYUTCA, KOTIa MbI 3aXOTHUM YIIPABJIIATb MHOT'OKPATHBIMU U3MCHCHUSAMU B TOH Xe camoi

CLIEHE OJTHOBPEMEHHO?

Jlis 5TOrO HaM HAJO MCIONB30BaTh HOPMAM30BAaHHBIC 3HAUEHUS YAacOB, U 3aTEM JeNaTh
Jpyrue nepeMeHHble B Halleil CIieHe MPONOpPLUOHATBHBIMH, YTOOBI XPOHOMETPUPOBATH.
TakuMm 00pa3oM, KOTJa Mbl yCTaHABIMBAEM Yachl, HECOOXOAMMO CIENaTh TaK, YTOOBI OHH
pabotainu ot 0.0 1o 1.0, 1 3aTe€M UCHOIB30BATh ATO KAK MHOKUTEIb K HEKOTOPBIM JIPYTUM

3HA4YCHUAM. PaCCMOTpI/IM OTHOCHUTCJIIBHO HpOCTOfI IIpUMEp:

1.1.1. Katawun wap

# include "colors.inc"
camera {
location <0, 3, -6 >
look at<0,0,0>
§

light_source { < 20, 20, -20 > color White }
plane {
y, 0
pigment { checker color White color Black }
b

sphere { <0,0,0>,1
pigment {
gradient x
color_map {
[ 0.0 Blue ]
[ 0.5 Blue |
[ 0.5 White ]
[ 1.0 White ]
}

scale .25

}

rotate <0, 0, -clock*360 >
translate < -pi, 1, 0>
translate < 2*pi*clock, 0, 0>
§
B BBIHIerI/IBe)IeHHOM KOJI€ HMCHKOTCA KOIAOBBIC MOlII/ICbI/IKaIII/II/I, C IIOMOIIBHO KOTOpBIX

3a1aCTCA ABMKCHUC IIapa. Bce 3T0 03XMBUTH MBI CMOKEM HaCTpOUB IIapaMCTpPhI B (baﬁne

QUICKRES.INI ( ¢ TUM MBI TO3HAKOMUMCSI HEMHOTO TTO3XKeE).
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[Ipeanonaras, 4To psAAOM CTPYKTYp YIPaBISIOT yackl, nporpeccuBHO uaymue ot 0.0 no
1.0, BBILIEYNOMSHYTBIA KOJ TPOU3BEAET MOJIOCATHIM IIap, KOTOPbIM KaTUTCA CJeBa
HaIpaBo MONEPEK IKpaHa. 31€Ch Mbl UMEEM JIBE LIETIH:
1. YrtoOsl map Bpamaics ¢ TOYHON MPOMOPIIMEN K €T0 JIMHESHHOMY JBHKEHUIO, YTOOBI
OBLJIO BUHO, YTO OH KAaTUTCS, @ HE CKOJIb3UT.

2. IlepeBectu map U3 OJTHOTO MTyHKTA B IPYTOil.

Jiist TOTO, 4TOO peann3oBaTh NEPBYIO IETb, MBI HAUMHAEM CO C(hephl B IPOXOKICHUH.
[TockonbKy MO Kypcy MYJIBTHUILUTHMKAIWM, IIap cejaeT OJHO IMOJHOe BpamieHue B 360
rpaaycoB, Mbl ucnonszyem gopmyny 360*clock. Tak kak uwacel padorator ot 0 g0 1, TO

BpateHue npooderos cdepnl Oyaer 0 qo 360 rpamycos.

[Tocne yero mepeiigemM K 1enu moa HoMepoM nBa. [lomectum cdepy B ee HayalbHYIO
oTnpaBHyr0 Touky. llocme 3Toro, Mel mepeBoanM cdepy pacCTOSITHUEM OTHOCHTEIBHO
4acoB, TAKMM 00pa30M 3aCTaBJIsIsl €T0 MEPEMECTUTHCS OT OTIPABHOM TOYKU. MBI BBIOpau
bopmyny 2*pi* r¥*clock (camas mupokas OKpPYXHOCTH c(epbl ompenenseT TeKyIllee
3HaYeHHE YacoB) TaK, YTOOBI IIap, Ka3ajaoCh, IPOXOAUT PACCTOSHUE PAaBHOE OKPYKHOCTH
cdepsl B TO K€ camoe BpeMs, Korja OH BpaiaeT moiabie 360 rpagycos. Takum oOpa3om,
MBI CHHXPOHH3UPOBAIH BpalieHue chepsl K ee MepeBoIy, Jelas Tak, 4To0 Ka3ajaock, 4TO

cdepa ragKko KaTUTCS 110 TOBEPXHOCTH.

Jlpyroe cephe3HOe OCHOBaHHE JMJIsi TOTO, YTOOBI MCIIOJIb30BAaTh HOPMAaU30BaHHBIC
3HAYeHHsI YacoOB - TO, YTO HE OyJeT WMEeTh 3HA4YCHHWE, JeNIaeM JIH MBI JIeCITh (HperMoB,
oxuBisiembix GIF, nmm tpucta dpperimoB AVI. 3HaueHne 4acoB pacrpeaeNssroTcsl K YUCITY
¢peiimoB, Tak, yTOOBI TOT ke camblii koxg POV paboran He3aBHCHMO OT TOTO, Kakou
JUIMHBL ~TIOCJIEZIOBAaTeNIbHOCTh  (peiimoB. Ham map, Bpamasce, OyneTr Bce erie
IIyTEIIECTBOBATh IO TOMY K€ CAMOMY KOJIMYECTBY HE3aBHUCHMO OT TOrO, ITOCJIE KaKOIro

KOJIMYecTBa (peliMOB Hallla MyJIbTUTUTMKALMS 3aKaHYMBACTCSL.

1.2. IAPAMETPBI HACTPOUKHA ®ANJIA QUICKRES.INI

[lepBoe moHsATHE, KOTOpPOE MBI OyZeM JOJDKHBI 3HaTh, - MapamMeTpbl HAaCTpoWku (aiina

QUICKRES.INI, Initial Frame wu Final Frame. OHu - odeHp ymoOHBIE TapameTpsl

HAaCTPOMKH, KOTOPHIE TIO3BOJIAT HAM OT/IaBaTh creruduyueckoe yucio pperimos. s aToro


http://www.translate.ru/url/tran_url.asp?lang=ru&direction=er&template=General&transliterate=&autotranslate=on&url=http://www.povray.org/documentation/view/3.6.1/216/
http://www.translate.ru/url/tran_url.asp?lang=ru&direction=er&template=General&transliterate=&autotranslate=on&url=http://www.povray.org/documentation/view/3.6.1/216/
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nobasnsieM cnexaytome crpoku B HacTpoiiku Qaitna QUICKRES.INI , ¢ momomibio
KOTOpPOM HAuHEM AaBTOMATU3MPOBATh METNII0, KOTopas mpousBeneT 20 yHHKaIbHBIX

¢bpeiimoB.

Initial Frame =1

Final Frame =20

Hactpoliku aBTOMaTHYECKHM NPUKPENSIT HOMEpP OKHAa K KOHIy J1000ro Ha3BaHUA
BBIXOJHOTO (haita, TakuM 00pa3oM NMpHCBauBas KaKAOMY OKHY YHHMKaJbHBIH HOMep 0Oe3
HEOOXOIMMOCTH TyMaTh 00 3TOM. BO-BTOpBIX, 110 yMOTYaHHIO, 3TO OyJIET NEPUOTUIECKU
MOBTOPATH MEepeMeHHyl0 4yacoB oT (0 mo 1, mpomopuuoHaIBHBIX YHCIy (GpeiimMoB. DTO
OuYeHb y100HO, TaK KaK, HE3aBUCUMO OT TOTO JEJIaeM JIM MBI IITh (PpeiiMOB OKUBIISIEMBIMU
GIF um 300 ¢peiimoB nocnenosarensHocts MPEG, Mbl OyieM MMeTh 3HaU€HUE 4acoB,
KOTOpOE€ CHeJaeT IJaJKO LMKIBI OT TOYHO TOTO K€ CaMOro Hayaja 0 TOYHO TOrO XKe

CaMOTI'0 KOHIIA.

Teneps BepHemcst k Hamemy mpumMepy Nel. TTocie no6aBnieHust CTpOK B HACTpOMKH (aiina
QUICKRES.INI, MBI MOXeM 3alyCTHTh Hally MporpaMmy U HaOJII0JaTh aHUMAIIHIO

( mepenBKEHUE TIapa clieBa HAIMPaBo).

1.3. MHOTI'OCTYIIEHYATBIE MYJIbTUIIVIMKAIIUHN

MsI paccMOTpenu mpumep, TAe [elb Yy Hac Oblaa, YTOOBI IIap KaTHICS ClieBa Hampaso.
Tenepb YCIOXKHUM HEMHOTO 3aady: ClejJaeM TakK, 4TOObl JJisi TEepPBOM ITOJOBHUHBI
MYJIBTHUIUIMKAIIMY TIap BCE TAKKE KATUJICS CII€Ba HAIPaBO, 3aTEM M3MEHUM HaIlpaBJICHUE B
135 rpamycoB, 4TOOBI MIap HaYal KaTUTHCSA CIpaBa HAJICBO, K 3aJIHCH YacTH CICHBI. MBI
JOJKHBI OBLTM OBl MCIOJIB30BAaTh HOBBIE YCJIOBHBIE JAUPEKTUBHI mpenoctaBieHuss POV-

Jydya, W TIIPOBCPUTHL 3HAUCHHUA 4YaCOB, YTOOBI OmnpeacinTb, KOTAa Mbl OJOCTUIHEM
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IPOMEKYTOUHOTO ITyHKTa TOYKHM, 3aT€M HauuHATh OTAaBaTh JPYTyl MOTYUHEHHYIO
1oCJIe0BaTeNbHOCTh yacoB. Ho Hama 1enb, Kak BBIIIE, 3TO, YTOObI paboTaTh B KaXKJIOW
cueHe ¢ nepeMeHHod B nauamnazoHe or 0 nmo 1 ( Hopmanus3oBaHHbIM ). Tak naBaiiTe
MMPEAIIOJIOXKHUM, YTO MBI ACPKUM TY KE CaMYIO KaMEpy, CBET U MMOBEPXHOCTH, U IMOCTaBUM

yacsel 01 0 10 2. [{ns1 aToro no6asum k Hamemy daitmy QUICKRES.INI nunun

Initial Clock = 0.0
Final Clock =2.0

1.3.1. [IBUKeHue Wwapa ¢ UAMeHeHMeM HarnpaBreHus

#include "colors.inc"
camera {
location <0, 3, -6>
look at <0, 0, 0>
}
light source { <20, 20, -20> color White }
plane {
y, 0
pigment { checker color White color Black }
}
#if (clock<=1)
sphere { <0, 0, 0>, 1
pigment {
gradient x
color map {
[0.0 Green ]
[0.5 Green ]
[0.5 White ]
[1.0 White ]
§

scale .25
}
rotate <0, 0, -clock*360>
translate <-pi, 1, 0>
translate <2*pi*clock, 0, 0>
}
#else
// (if clock is > 1, we're on the second phase)
/I ' we still want to work with a value from 0 - 1
#declare ElseClock = clock - 1;
sphere { <0, 0, 0>, 1
pigment {
gradient x
color_map {
[0.0 Green |
[0.5 Green |


http://www.translate.ru/url/tran_url.asp?lang=ru&direction=er&template=General&transliterate=&autotranslate=on&url=http://www.povray.org/documentation/view/3.6.1/216/
http://www.translate.ru/url/tran_url.asp?lang=ru&direction=er&template=General&transliterate=&autotranslate=on&url=http://www.povray.org/documentation/view/3.6.1/216/
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[0.5 White ]
[1.0 White ]
}

scale .25
}
rotate <0, 0, ElseClock*360>
translate <-2*pi*ElseClock, 0, 0>
rotate <0, 45, 0>
translate <pi, 1, 0>

¥
#end

Bce, uTo MBI caenanu Mo-Apyromy, 3TO MOMEHSIIM MPOMEXYTOK pabOThl 4acoB, YTOOBI
pabotanu 061 ot 0 1o 2. Tak, koraa yace! nepexonsat 1.0, POV npennonaraer, 4to BTopas
¢daza moe3aKu Havanack, 1 Mbl 00bsABIIIEM HOBYIO nepeMeHHyto Elseclock, koTopyto Mbl
JielaéM OTHOCUTEJIbHO OpUTHMHAa MOCTPOEHHBIM B YacaxX, TaKUM CIIOCOOOM, 4YTO, B TO
BpeMs kak vacel uayT 1 - 2, Elseclock naer ot 0 no 1. Tak, npu ogHom 3nayenuu clock,
MOTYT OBITH TaK MHOTO JIOTIOJTHUTEJIBHBIX MEPEMEHHBIX, CKOJBKO MBI XOTHM OOBSBISTH.
Tak nmaxxe B JOBOJIBHO CIIOXHBIX CIIEHAX, CIUHCTBEHHAs MIEPEMEHHAsl YaCOB MOXKET OBITh
caenaHa oOmMM (aKTOpOM KOOPAMHUPOBAHMS, KOTOPBIH OpraHu3yeT BCE Jpyrue

JABVOKCHUA.

1.4. KIFOYEBOE CJIOBO «PHASE»

EcTtp apyroe kirodeBoe CI0BO, KOTOPOE MBI JOJDKHBI 3HaTh B LENSAX MYJIbTUIUIMKALIAN:

[zhase. KiroueBoe citoBo phase MOZKET UCIIOJIB30BATHCA BO MHOT'UX DJIEMCHTAX CTPYKTYPHI,


http://www.translate.ru/url/tran_url.asp?lang=ru&direction=er&template=General&transliterate=&autotranslate=on&url=http://www.povray.org/documentation/view/3.6.1/401/
http://www.translate.ru/url/tran_url.asp?lang=ru&direction=er&template=General&transliterate=&autotranslate=on&url=http://www.povray.org/documentation/view/3.6.1/401/
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OCOOEHHO B TCX, TAC 06’E>€KTy npuaacTcsa UBCT, IM'MCHT HJIM IBCTOBAA raMma. 3anmoMHUM

dopmy oOpazoBaHus 1IBeTOBOM rammbl . Hanpumep Ham ¢uar:

color map {
[0.0 White ]
[0.33 White ]
[0.33 Black ]
[0.66 Black ]
[0.66 Blue ]
[1.00 Blue ]

3HayeHue IIaBaroleil 3amsiTol HajJeBO B Kaxa0M Habope ckoOok momoraer POV-myuy
HAaHOCHUTh IIBETa K Pa3IMYHBIM 00JacTAM OOBEKTa, SBIAIOMIETOCS TEKCTYPOBAHHBIM.

3aMmeTbTe, UTO yKas3biBaeTcs B Auanasone ot 0.0 go 1.0.

®da3a 3acTaBisIeT 3HAYCHUS 1IBETOB U3MEHSTHCS B 3aBUCMMOCTH OT 3HAYEHUS ILIaBaIOIEH
3aIAToN, KOTOpas CIeayeT 3a KIYeBBIM cioBOoM phase. Temepb, eciay Mbl HCIOIB3YyeM
HOPMQJIM30BAaHHOE  3HAYCHHWE  YacoB, MBI  MOXKEM  3aCTaBUTh  IEPEMEHHYIO
XpPOHOMETPUPOBATh 3HAUEHHE TIUIABAIOIIEH 3amsaTol, CBsi3aHHYIO C (a3oi, u obpazery

Hamcro (bnar a I'’'TaIKo HCpCfII[CT B MYJIbTHUIUIMKAIHUIO. I[aBaﬁTe paccMOTpUM ITPpUMEP:

1.4.1. PazBenBaHue cnara

#include "colors.inc"
#include "textures.inc"

background { rgb<0.1, 0.8, 0.8> }
camera {
location <1.5, 1, -30>
look at <0, 1, 0>
angle 10
}
light_source { <-100, 20, -100> color White }
// flag
polygon {
5, <0, 0>, <0, 1>, <1, 1>, <1, 0>, <0, 0>

pigment {
gradient y

10
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color_map {
[0.0 White ]
[0.33 White ]
[0.33 Black ]
[0.66 Black ]
[0.66 Blue ]
[1.00 Blue ]

}
}

normal {
gradient x
phase clock
scale <0.2, 1, 1>
sine_wave
H
scale <3, 2, 1>
translate <-1.5, 0, 0>

}

/I flagpole
cylinder { <-1.5,-4, 0>, <-1.5,2.25, 0>, 0.05

texture { }
H
// polecap
sphere {
<-1.5,2.25,0>,0.1
texture { Silver Metal }

}

11
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MsI co3nanu ¢aar ¢ rpaAMeHTOM Ha HEM. MBI BBIHYJWIN IPAJUEHT UCIOIb30BaTh BOJIHY
TUNA BOJHBI CHHYCa TaK, YTOObI 3TO OBLIO MOXO0XE, uTO (hyar jJerko pazBeBaercs. 37ech
MBI HCIIOJIb30BAJIM KIII0UeBOE €I0BO phase. [l 3TOro Hao B3ATh NEPEMEHHYIO YacOB Kak
3HaYeHHE IJIaBaIOLIeH 3amsaTol, KOTOpasl 3aCTaBUT BBIMYKJIOCTH U YTIyOJIEHHS BOJIHBI
¢nara u3menaThes o ocu X. GakTUYECKH, KOT1a Mbl OKUBIIsIEM (PpeiiM, co31aHHbIE HITUM

KOAOM, 3TO 6y,Z[CT IIOXOXE, YTO (bnar (I)&KTH‘ICCKI/I cJerka Koye0iercs Ha BETPC.

3TO - TOJBKO OAMH MPOCTOM NMPHMEpP TOTO, KaK MOJYNHEHHOE M3MEHEHHEe (a3bl 4acoB
MOXET CO3[aTh WHTEepPeCHbIC YPPEKTh MyIbTHIUIMKAMH. Bo Bpems ¢as3bl OyaeT BUIHBI
BCE BHUIBl O00pasloB CTPYKTYpbl, M OTO YAMBHUTENbHBIA jauana3zoH 3ddexTon
MYJIBTHIDTHKAIAN, KOTOPBIE MBI MOKEM CO37aTh MPOCTO OAHOH (a3oii, (akTudecku HE

nepemenias OObEKT.
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IT TUIIMYHBIE 3AJAHUSA

2.1. IEPEMEIIEHUE OFBEKTA C MOJIU®UKAIUAMU

Panee MBI paccMoTpenu nmpuMep, Kak IIap KaTWICS CJ€Ba HAIpaBo, MOCIE YEro MeHsUI
HanpasieHue B 135 rpaaycoB U HauMHaJl JBUTAThCS B IPOTHBOIOJIOXKHOE HaNpaBlIeHUE, K

3aJIHEH YaCTH CLICHBI. Honpo6yeM HCMHOI'O MOI[I/I(I)I/II_II/IPOBaTB 3aJaHuc.

Jlo6aBuM B mpaBbIil Kpail HaIleH CIIEHBI CTEHKY, JUIsl TOTO, YTOOBI IIap, KaTSIIHICS clieBa
HANpaBo, JOWIS 10 ATOW caMON CTEHBI, OTTOJKHYJICA M Hadal JBUXKEHHE B JIPyroe
HaIlTpaBJICHUC. I[JISI CJIOXKHOCTH, CACIAaCM Tak, ‘IT06BI IMMOCJIC OTTAJIKMBAHUSA OT CTCHY, LIAp
IMOMCHAJI HHU TOJIBKO HAIIPaBJICHHUEC CBOCro JABWIKCHHA, HO TaKXE HU3MCHMWIACH CaMa

paciBeTKa 1mapa.

Pemienne moctaBieHHOrO 3aJlaHus MOXXHO YBHJETh B HipkenpuBeneHHoM POV koge.
Taxoxe Henb3s 3a0b1BaTh TIpo HacTpoiiku ¢aiina QUICKRES.INI. B nmannom cimydae ux

OCTaBUM HPCIKHUMMU:

Initial Clock = 0.0
Final Clock =2.0

Initial Frame = 1
Final Frame =20

KomoBbie MoaudukaIyy, 94To BIIUCHIBaeM B (haiiil ONUCAHUS CIICHBI:

# include "colors.inc"
camera {
location < 0, 3, -6 >
look at < 0, 0, O >
}
light source { < 0, 3, -6 > color White }
plane {
y, O
pigment { checker color Red color Black }
}
plane {
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<1, 0, 0>, 4
pigment { checker color White color Black }

}

#if ( clock <= 1)
sphere { <0, 0, 0> , 1
pigment {

gradient x

color map {
[0.0 Blue ]
[0.5 Blue ]
[0.5 White ]
[1.0 White ]

scale .25
}
rotate <0, 0, -clock*360>
translate <-pi, 1, 0>
translate <2*pi*clock, 0, 0>
}
#else
// (if clock is > 1, we're on the second phase)
// we still want to work with a value from 0 - 1
#declare ElseClock = clock - 1;
sphere { <0, 0, 0> , 1
pigment {
gradient x
color map {
[0.0 Green ]
[0.5 Green ]
[0.5 Yellow ]
[1.0 Yellow ]

scale .25

}

rotate <0, 0, ElseClock*360>
translate <-2*pi*ElseClock, 0, 0>
rotate <0, 45, 0>

translate <pi, 1, 0>

#end
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B nanHOM mpuMepe MBI cenanu HEKOTopble Moaupukanuu kK npumepy Ne 2, no6aBuB
cTeHKy. TakuM o0pa3om, Kor/ia map IpoxXoJuT MepByo a3y, OH HaTaJIKWBAETCS Ha CTEHY,
OTTOJIKHYBILIUCh OT KOTOPOI aBTOMAaTMYECKM MEHSEeTCs OKpacka mapa. Takke Kak U B
paHe TPUBEACHHOM IpHUMEpe, 37eCh HCIONb3yeM Takylo nepeMeHHyro, kak Elseclock.
Takum 00pa3oM, HCIONB3Ysl OAHY- JABE MEPEMEHHBIX, MOXHO CO37aTh JOCTATOYHO

CJIOXXKHYIO U KPAaCUBYIO aHUMAIHIO.

2.2. IINTAHETAPHAS CUCTEMA

Co3manuMm 0OoJjiee MHTEPECHYIO MYJIbTUIUTUKAIMIO. B IIeHTp Hamed CIeHBl MOCTaBUM
Comnne, koTopoe OyAeT Bpamarbcsi BOKPYT CBOEH OCH. A BOKpPYr COJNIHIA OyAyT
JBUTAThCSI HECKOJIBKO IUIaHET, KOTOphIE B TO K€ CaMO€ BpeMs elle JealoT BpallleHue

BOKpYT CBOEM OCH. ﬂJ’I}I KpaCOYHOCTHU MYJIbTUILIUKAIIUH, CO3JaAUM 3BE3IHBIN (I)OH.

QUICKRES.INI
Initial Frame = 1
Final Frame = 100

Initial Clock = 0.0
Final Clock =2.0

# include "colors.inc"
# include "stars.inc"

// 3Be31HOE HEOO
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sphere { <0,0,0>, 1
texture { // pigment{ Black}
Starfieldl scale 1/ 1,2, ...,6
} // end of texture
scale 20

camera {
location <0, -8, -8 >
look at<0,0,0>
}

light source { <0, -6, -6 > color White }

// conmHne
sphere { <0, 0, 0>, 1

texture {
pigment { color Orange }

normal {bumps 0.9 scale 0.03}
finish{ phong 1

j
}

rotate <0, clock*360, 0>  // BpamieHue coHIIa BOKPYT CBOEH OcH

}

// 3eneHas miaHeTa
sphere { <0, 4, 0>, 1
texture {
pigment { color Green }

normal {bumps 0.9 scale 0.03}
finish{ phong 1
}
§

scale 0.5
translate <-4*cos(360*clock*pi/180.0), -2-4*cos(360*(1-clock*pi/180.0)), 0>
// BpaleHue 3eJIeHON IIaHEeThI

}

// KpacHas TUTaHEeTa
sphere { <0, 2, 0>, 1
texture {
pigment { color Red }

normal {bumps 0.9 scale 0.03}

16
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finish{ phong 1

}

¥
scale 0.2

translate <-2*cos(360*clock*pi/180.0), -2-2*cos(360*(1-clock*pi/180.0)), 0>
// BpallleHne KpacHOM TIJIaHEThI

b

B nameMm npumepe coiHIa BpalaeTcsi BOKPYT CBOEH OCH, C TOMOIIBI0 KOMAaHAHOW CTPOKHU

rotate <0, clock*360, 0> . BpameHnue AByX IJIaHET OINKCAHO e Oo0Jee CI0XKHON

dyHKIMEH, NCTIOIB3Ys CBOMCTBA KOCHHYCA.

17




Anumayuu 6 cpede POV-Ray

2.3. IBUKYIIUMCA TEKCT

PaccmoTpum Takke TekcToBylo aHuManuio. CHayana Bce OyKBBI TekcTa OyIyT
pacIioyio’KeHbl B OHOI HayaJIbHOM TOUYKE, TAKUM 00pa30M HacllauBasich Apyr Ha apyra. U
BO BpeMsi aHUMAallMU OHHU OYJyT pa3be3KaThCs, TAKUM 00pa3oM KpPacHBO BBHICTPAUBAsICh B
omuH psana. Hactpoiiku ¢aitma QUICKRES.INI octaBuM mnpexHUMH, W3MEHUM JIMIIb

OCHOBHYIO 4aCTb KOJaA.

# include "colors.inc"

camera {
location <0, 2, -6 >
look at<0,0,0>

}

light source { <0, 2, -6 > color White }

plane {
y,0
pigment { checker color White color Black }

}

text {
ttf "timrom.ttf" "P"
1, <0, 0, 0>
pigment { Red }
translate < -1 * clock, 1, 0 >

}

text {
ttf "timrom.ttf" "O"
1, <0, 0, 0>
pigment { Red }
translate <-0.7 * clock, 1, 0 >

}

text {
ttf "timrom.ttf" "V"
1, <0, 0, 0>
pigment { Red }
translate < -0.4 * clock, 1, 0 >
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text {
ttf "timrom.ttf" "-"
1, <0, 0, 0>
pigment { Red }
translate <-0.1 * clock, 1, 0>

}

text {
ttf "timrom.ttf" "R"
1, <0, 0, 0>
pigment { Red }
translate <0.2 * clock, 1, 0 >

b

text {
ttf "timrom.ttf" "a"
1, <0, 0, 0>
pigment { Red }
translate < 0.5 * clock, 1, 0 >

}

text {
ttf "timrom.ttf" "y"
1, <0, 0, 0>
pigment { Red }
translate < 0.8 * clock, 1, 0 >

Anumayuu 6 cpede POV-Ray
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31ech MBI IS K0 OYKBBI MCIOJB30BAIM OAHY W Ty ke (yHKmuio: translate < x *
clock, 1, 0 > , u3MeHsis1 JHIIF TMEPEMEHHYIO X, YTOOBI OYKBBI CTAHOBUIHUCH B PAI C
O/IMHAKOBBIMHU TpOoMexyTkaMu. Koa He CIIOKHBIMA, B TO XK€ BpeMs C €ro MOMOIIbIO

BO3MOJKHO CO3aThb pAJ MHTCPCCHBIX MYJIbTUIINIMKAOIUOHHBIX KapTHH.
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III IIPEOBPA3OBAHUE POV-RAY ®PEMMOB B AVI ®AII

IIpn co3manum anumanuu B POV-Ray cpene uurarens ckopee BCEro CTOJIKHETCA CO
cnenyromieid mpobnemoit. [locme 3amycka aHMMalMd Mbl MOKEM OOHApY>KUTh B IAaIlKe,
KyJla Mbl COXpaHs€M TOTOBbIE aHWUMAIlUU, MHOXECTBO bmp daiino. KommaectBo bmp
¢daitioB HampsAMYIO 3aBHCHUT OT yucia (ppeiiMOB, KOTOpbIE MBI YKa3blBaéM B HACTPOWMKax
daitma QUICKRES.INI. 1 3t0 MokeT co3mate HeynobcTtBo. Hampumep, mpocMoTpeTh
CO3/1aHHYIO aHMMAIIMI0O MOXKHO B TOM CJIy4ae, €CJIM y Hac yCTaHOBJEeHa mporpamma POV-
Ray u no6amnensr HeoOxomumbie auHUH B QUICKRES.INI ¢aiin. Ho ects u OGomnee
onTUMaJbHOE pelieHue. Takyo HHPOpMAIMI0 MOXKHO HAWTH B pa3iHuYHBIX Gopymax, rie
oOcyxnaetcs nanHas tema. K coxxanenuro, mpunoxenue Help He paccka3piBaeT 00 3T0it

BO3MO>XHOCTH.

EcTp MHOXECTBO MOCTYNHBIX IMPOTPaMM, C IMOMOIIBIO KOTOPBIX MOXKHO COOpath psin
daitnoB-nzobpakenuit B MynbTHILIMKanuoo. Hampumep, Bmp2avi, AVI  Creator,
AVIEDIT, VideoMach u wMmHorue apyrue. OTu I[porpaMMbl OY€Hb IIPOCTBHI B

HCIIOJIB30BaHUH, a 3(EKT OT aHUMAIIMH HETIOBTOPHUM.

Avi Creator - http://www.bloodshed.net/avi.html

AVIEDIT - http://www.sumrallworks.com/freebies/buttonhole/multimedia/avi/editor.htm

Bmp2avi - http://willsoft.free.fr/
VideoMach - http://www.gromada.com/download.html
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PE3IOME

Pov-ray Bxitouaer B ceOsi HOJJEP)KKY OOJIBIIMHCTBO CTaHIAPTHBIX TE€OMETPUYECKUN
¢uryp, a Takxe MO3BOJSET CO37aBaTh CBOM COOCTBEHHBIE. SI3bIK MCHOIB3yeMblid B Pov-
Ray cxox mo cTpyKType M CHHTaKCUCy C APYTUMHU S3bIKAMHM MPOTPaMMHUPOBAHUS, YTO
MO3BOJISIET OYEHb OBICTPO YCBOUTH OCHOBHBIE PA0OUYHUE FIIEMEHTBI CKPHUIITA.

[Tonnepkka aHMManMKM HPOMCXOAMT HA TOM K€ CKPUITOBOM YPOBHE, UYTO OIHCaHUE
¢uryp, uYTOo B CBOIO OYepeAb MOXXET BKJIIOYATh JI000€ KpydeHHE, BpalICHHUE,
nepeMeleHne, U3MEHEHHE 1BeTa, TEeKCTyp M Tak janee. KomOuHamus 3TUX CBOMCTB
II03BOJISIET CO3/1aBaTh AHUMAIIHIO JIFOOO0H CIIOAKHOCTH.

Oco0oe BHUMaHHE MOXHO yAeNuTh HacTpoiikam anumaru npu nomou QUICKRES.INI
daiina, rae MOXKHO 337aTh KOJMUYECTBO (PpeiMOB M BPEMEHHOW MPOMEXKYTOK aHUMAIIHH,
NPy MOMOIIM JAaHHOTO (YHKIMOHAJIA MOXHO OY€Hb OBICTPO 3aMEUINTh WM YCKOPHTH
AHUMAaIMOHHBIX IIPOLECC.

Hcxons U3 TOro, 4To aHuMalys, HarpuMep, BpallleHUsl IPOUCXOAUT U3 pacuéra Gpopmy,
I7ie TJIaBHAas IepeMeHHas 3To Bpems (3Tanm aHMManuu), TO MOXHO CAENATh BBIBOJ, YTO
aHumaiuss B Pov-Ray Oonbiie nNOAXOAUT A JEMOHCTpAlUU LUKIWYHOM WJIU
TEXHUYECKON aHMMALIMH, KaK HallpUMEP BPAILCHUs IUIAHET BOKPYT COJIHIIA, MJIU BPAILLCHUE

JeTaner TEeXHUYECKOro U3Aeus.

[lenpto maHHOW pPabOTHI OBUIO O3HAKOMJICHHE YWTATENISl C BO3MOXKHOCTSIMU CO3HAHUSA
annMarnmu B cpene POV-Ray. Bcero B manHO# paboTe paccMmoTpeHa 6 mpumepa
aHUMAIMHM, C TIOMOIIBbID KOTOPBIX HaM OyJIeT HETPYAHO MOHSATh CXEMYy CO3IaHHS
AHUMAIIH U B JAIBHEUIIIEM CO3/IaTh CBOM MYJIbTUTIIIMKAIIMOHHBIN OOBEKT.

Jlannast pabota He 3aMeHsIeT OUITHATBHBIN UCTOYHUK nH(popManuu o cpene Pov — Ray, a
aBiseTcs e€ nonogHeHueM. B aToit pabote comepxkutcs nHGopMaIus 0 TOM, Kak co31aTh
npocThie OOBEKTHl aHMMAIlMU, a TaKXKe SBJSIETCS OCHOBOW MMl Hadajga MPaKTUYECKOM

YaCTu 110 CO3JaHUI0 aHUMalluu.
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KOKKUVOTE

POV-Ray on vabavaraline 3D modelleerimisprogramm, mida kasutatakse fotorealistlike
piltide renderdamiseks ja loomiseks. POV-Ray on kirjutatud SDL keeles ning toetab
makrosid ja tsiikleid. Programm sisaldab valmisobjektide-, tekstuuride- ja stseenide
biblioteeke. Nendele baseerudes lihtsustub realistlike pilte ja animatsioonide loomine.

Antud t66s on kisitletud POV-Ray animatsioonide loomise vOimalust. Animatsioonide
loomise probleemistik on POV-Ray juhendmaterjalides kajastatud mitte piisava

pohjalikkusega. Selguse saamiseks tuli 1dbi viia suur hulk katsetusi.

Selgus, et animatsioonide loomisel on olulisteks mdisteteks muutuja “Clock”, samuti
"Phase" ja need molemad on seotud failiga Quickres.ini. "Clock" ja "Phase" on
kasutatavad diinaamilise parameetrina animatsiooni iiksikute freimide genereerimisel.
Nende abil saab moodustada tsiikleid, sealhulgas mitme hierarhia tasemelisi. "
Quickres.ini" failis méddratakse dra freimide arv ja ajaline kestvus (initial clock ja final

clock). Neid muutes saab mojutada loodava animatsiooni kestvust, tempot ja kvaliteeti.

Omaette probleemiks osutus POV-Ray poolt genereeritud freimide transformatsioon
animatsiooniks. POV-Ray foorumis oli antud suuniseid selle probleemi lahendamiseks,
kuid sobivaima leidmine toimus katsetamise teel. Labiviidud eksperimentide tulemusena

soovitame kasutada vabavaralist programmi AviCreator ja VideoMach.

Kéesoleva seminaritdd raames on vilja pakutud animatsioonide loomise probleemile POV-
Ray keskkonnas terviklik lahendus. Seda saab kasutada antud valdkonda sisseelamiseks ja
edasi litkumiseks. Seminaritddle baseerudes saab asjast huvitatu hakata kohe litkuma diges
suunas. Meie poolt esitatud tiilipilisemate situatsioonide lahendused peaksid pakkuma

piisavat tuge.
Toole lisatud CD sisaldab seminaritod teksti ja sellele lisaks néidisiilesannete

terviklahendusi (POV-Ray formaadis stseenide kirjeldus ja sellest saadud animatsioon avi

formaadis).
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HNCITOJIb30BAHHASA JIUTEPATYPA

POV-Ray - Persistence Of Vision Ray Tracer: www.povray.org

. Computer graphics: http://www.niac.ru/graphinfo.nsf/
3. Animations with POV-Ray:

http://www.f-lohmueller.de/pov_tut/animate/pov_anie.htm
4. POV-Ray Help

N —
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