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Y oKBMPY OBOI 3aBPLUHOr paja kaHauaat Tpeba ga onvle oCHOBHE nojMoBe 13 obnactu
3D rpadmke, CAD mogena, HUXoBOr UcLpTaBaka y nporpamckom jesmky C++. [NpaktnyaH geo
paga OgHOCK Ce Ha Kpeupawe annukauuje koja he yumtatm ogabpann STL dajn n Ha ocHoBy
nctor ncuptatn 3[1 mogen. Takohe, NOTPebHO je yKIbyunTn n OCHOBHE dpyHKUMOHanHoctn CAD
coTBEpPa, KAao CTO Cy poTaumja OKO oca, 3ymupare, NpoMeHa nornega, ynpasrbake nomMmohy

MuLla U CIIN4HO.

Mpenopy4yeHa nuTteparypa:
[1] Henag ®ununosuh (2006), O6jekTHO opjeHTMCcaHo nporpamupane, PTH Yavak.
[2] The Red Book. OpenGL Programming Guide, 8th Edition. A tutorial and reference book.

Kparyjesau, 26. 10. 2014.
MeHTOPp:

ap Henag dvnunnosuh, pea. npod.




Peanwme:

Pag je HacTao kao pesynTtaT MHTepecoBawa 3a obnact 3D paudyHapcke rpaduke u
00jeKTHO oOpjeHTUCcaHor nporpamuparba. [NpukasaHm cy OCHOBHM nojMoBuM Yy obnactn 3D
rpacouke. KpevpaHa je annukauumja koja Bpwn yyutaBawe STL ajna, HeroBy KOHBeEp3uWjy Yy

HymMepuyke BpegHOCTU N UcupTaBaHe 3D mogena Ha OCHOBY LI,O6I/IjeHVIX BpeaHOCTH.
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1.YBO[

3aBplwHu pag “Uspaga annukaumje 3a ucuptaBarwe 3D mogena Ha ocHoBy STL dhajna”
HacTao je kao pesynTaT WHTepecoBawa 3a obnact 3D payyHapcke rpaduke u 06jeKTHO
OpjeHTUcCaHor nporpamupaka. YnosHajyhm ce ca oBuM obnactuma pgowao cam  [o
MHOrobpojHMX casHaHja o0 ocobuHama nporpamckor jesnka C++, ka0 M o MoryhHocTuma

npakTU4YHe NpMMeEHe annukauuja Koje ce y kemy napahyjy.

OBaj 3aBpLIHKM pag ce cacToju 13 NeT nornaerba:

Y npBOM MOrMaBSby W3NOXEHe Cy YBOOAHE HarnoMeHe, Kao W HamnomeHe O
NporpamMckoM jesuky y kojem je m3pafeHa annukaumja n 6ubnmotekama Koje cy

KopuwheHe.

e Y gpyrom nornaesby objallkeHe Cy OCHOBE KOMMjyTepcke rpaduke.

e Tpehe nornaerbe nNpukasyje nspagy annukauuvje Kopak rno kopak, y3 objawrera

O Ha4YnHy (byHKLI,I/IOHI/IcaH:a nporpamMa un anroputma.

e UYeTBpTO MoOrnaBrbe je 3akrby4ak OBOr 3aBpLUHOr pafja, roe cy cymupaHa

gocturiyha osor paga.



2. OCHOBHM NOJMOBMH

2.1 STL dpajn cpopmat

STL (STereoLithography) je doopmaTt nopeknom u3 stereolithography CAD codteepa
koji je ctBopno 3D Systems Company. OBaj coopmaT gatoTeke je nogpXaH o4 CTpaHe MHOIMX
3D codTBEpPCKMX MakeTa, LUMPOKO Ce KOPUCTU 3a 6p3y m3pagy npototunoBa , 3D wramnakwe
n computer-aided manufacturing. STL dajnoBn onucyjy camMo reoMeTpujy MOBpLUMHA
TpoanmeHanoHanHor objekta 0e3 ukakBor npegcrtaB/bakba ©Oo0ja, TekcTypa wnu  gpyror
3ajegHudkor CAD model atpubyta. ®opmatr moxe mmatm ASCIl n binary penpeseHTauujy.
Binary dajnosn cy yewhu, jep cy komnakTHuju. OBa annukauuja Bpwwuhe yuntaBawe ASCII

penpeseHTaumje STL dajna.

ASCII popmaT noynHje NUHUjom:

solid name

roe je name onuuoHanHu string (Tekct). ®ajn moxe cagpxatu HeogpeheH Bpoj Topyrnosa, a

CBaku Tpoyrao je npeacrtaBrbeH Ha criegehn HaumH:

facet normal n; n; ng
outer loop
vertex vl, vl, vl,
vertex v2, v2, v2,
vertex v3, v3, V3,
endloop
endfacet

N 1 v npeacTaerbajy peanHe 6pojese. Pajn ce 3aBpLUaBa fIMHWjOM:

endsolid name



2.2 C++ nporpamMckm jesuk

C++ je BULLIM NpOrpamckn jesnk koju je npeobuTtHo passujeH y Bell Labs (nabopatopuju
TenekomyHukaumoHe komnaxuje Bell) 3a 06jekTHO opujeHTUCaHO nporpamMuparse y NpojekTy nog
pykoBoacteoM bjapHea CtpoycTtpyna TokoMm 1980umx kao npowmnpere nporpamckom jesuky C,
na My je opurmHanHo nve 6uno ,C ca knacama“ (eng. C with classes). 36or Benvke noTpaxwe
3a 06jeKTHO OpujeHTUCaHNM je3numma U cnocobHOCTMMa, CTaHAapA 3a NPorpamMmckun jesnk C++

paTudukoBaH je 1998. y ctaHgapay ISO/IEC 14882.

Mporpamcku npumep ogHOCHO npumep HajnpocTujer “Hello World” nporpama:

#include <iostream>
using namespace std;
int main () {
cout << "Hello World!" << endl;

return 0;

Mporpamcku jesmk C++ je Hacneamo LENOKynHy CUHTAKCy oA nporpamckor jesuka C, a

fgoaata cy cnegeha npowmpemsa:

e Knace
e [eduHUcarwe PyHKUMja YnaHmua n orpaHMyaBata hUXOBOI HMBOA NpUcTyna (jaBHe,
3awTuheHe n npueaTHe)
e HacnehuBate knaca
e BUPTYenHe 1 ancTpakTHe MeToAde Knaca
e KOHCTPYKTOPW U AeCTPyKTopwU
e aeduHUcarwe pyHKUMja 3a onepaTope HaA KracHUX Tunosuma (T3B. ,onepaTopcke
byHKUMjE")
e pedbepeHLe (TUN NnogaTtaka yBedeH paan nojegHocTaBbMBaka paga ca nokasmsadvmma)
e WMEHCKM npocTopu (eng. namespace)
e wabnonu (eng. Templates)
e HOBW orepaTopu 3a MaHunynauujy AMHaMn4koM memopujom, new u delete

e HM3 HOBMX BubnunoTteka objekata n pyHKLMja
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maBHe 6GubnNuoTeke Koje koje cy kopuwheHe npu m3pagu annukauuje cy Win32 i
OpenGL. Win32 je cactaBHn geo Windows API (application programming interfaces) n
npegcraeiba CTaHgapaHu cactaBHu geo C++ jesuka. OpenGL je HectaHgapgHa 6ubnunoteka
Koja je WKMpOKO NpuxBaheHa 3a nucake nporpama koju page ca OBOAMMEH3MOHANHOM W

TPOOMMEH3NOHANHOM KOMIMjyTEPCKOM rpacpuKoMm.

2.3 OpenGL

OpenGL (eng. Open Graphics Library) je ctaHgapgHa cneuudukaumja koja onucyje
BUWeNIaTtopMCKn  NporpaMmcku  MHTepdejc  3a  nucawe nporpama koju  page  ca
OBOANMEH3NOHANTHOM N TPOAUMEH3NOHANHOM padyHapckom rpadmkom. HTepdejc YnHM npeko
250 pasnmuutnx dQyHKUMja Koje Cce MOry KOpPUCTUTU 3a u3pagy KOMMMNEKCHUX
TPOANMMEH3MOHANMHMX CUeHa of jegHocTaBHMX enemeHaTa. OpenGL je pasBujeH of
ctpaHe CunukoH [padomke (eng. Silicon Graphics Inc.) 1992. roguHe wu nonynapaH je y
WHOYCTpWju BMOeO wrapa rge je nangaH MajkpocodptoBom Direct3D. [lopen oBora, MHOrMoO
yewhe ce kopucTm Yy HayydHe cBpxe, koa CAD-nporpama, Yy MpojekTuma BUPTYenHe

CTBApPHOCTN Kao Uy pa3HnM cnmynaTtopmma.

Cnegu jegHoctaBaH npumep jegHe OpenGL cueHe ca KomeHTapuma. Ha cnvum je

npukasaH nsnas HaupTaH aupekTHo y OpenGL.

glClear (GL_COLOR BUFFER BIT);

Unwhewe dpejma npe noveTka upTawa. Lleo dpejm he 6utn 0bojeH y nogpasymeBaHy

00jy Koja je y OBOM cny4ajy LipHa.

glMatrixMode (GL MODELVIEW) ;
glLoadIdentity () ;

Harnawasawe pga he maTpyua3a npukas TPOOAUMEH3MOHOT Moaena  6utu

TpaHCQ)opmmcaHa N HEHO nojgellaBake Ha MOEHTUYHY MaTpuly.

glTranslatef (0,0,-5);
glRotatef (45,0,1,1);



TpaHcnauuja 3a -5 jeanHnua  no Zocn  (nomohy glTranslatef) w poTtaumja 3a 45° oko
BekTopa (0,1,1) (nomohy glRotatef). OBe TpaHchopmaumje ce Bplie HA NPETXo4HO M3abpaHoj

MaTpuuMm.

glBegin (GL POLYGON) ;

glColor3f(1,0,0); glVertex3f(-1,-1,0); // upseHo Teme
glColor3£f(0,1,0); glvVertex3f(-1, 1,0); // Bemeno Teme
glColor3£f(0,0,1); glVertex3f( 1, 1,0); // mmaso Teme
glColor3f(1,1,0); glVertex3f( 1,-1,0); // xyTo Teme

glEnd();

Cnegn uptawe Mogena. bwuhe wucuptaH «kBagpat y XY paBHM Ca Tauykama
y (x1,£1) (3apatum ca glVertex3f), unja TemeHa pepom wumajy 6oje (3agate ca glColor3f):
LUpBeHa, 3ereHa, nnaea, XyTa. 360r npeTxogHux TpaHcdopmauvja Hag MaTpuLoM KOjoM ce

KoopauHaTe KBagparta TpaHcdopmuly, Mctn he 6Gutn nprkasaH y npojekumju.

Cnuka 1. 'padunykm npurkas onvcaHe CLeHe



3. OCHOBE KOMMNJYTEPCKE N'PA®UKE

Komnjytepcka rpadmka (eng. Computer Graphics) jecte norbe Bu3yernHor padyHapctsa
roe ce nomohy komnjytepa crtBapa crnvka. Komnjytepcka rpacuka ce moxe nogujenutu y
Hekonuko nosba: real time 3D rendering (KOpucTu ce y pavyHapCcKkum urpama), Komnjytepcka
aHMMaumja, cTBapamwe cneuujanHux edekaTta, obpaga crnvke u mogenupawe (Kopuctu ce y

MeANLUUNHCKE CBPXEe, Kao 1 'y apxutektypu n CAD codpTBepuma).

3.1 2D komnjyTepcka rpadumka

HajsHauvajHnju nomak y padvyHapckoj rpadumum je 6uno npeacraBibakbe KaTOAHE LIEBMW.
Mmamo gea npuctyna y 2D rpaduum: BeKTopcka U pactepcka rpaduka. Bektopcka rpaduka
CcaZipXu TayHe reoMeTpujcke nogartke, TONonorvjy, KoopauHaTHe nosuunje Tavaka, sese nsamehy
Tayaka (3a chopmupare nuHMja u nytawa), 6ojy n Tako garbe. Bektopcka rpaduka Kopuctu
jeoHocTaBHe 0bnMKe Kao LUTO Cy KPYyroBU U NPaBOyraoHWUK 1 octanu. 36or HekoMnaTubunHocTm
ca BehmHOM nporpama BeKTOpcka rpaduka KOHBepTyje ce Yy pactepcky (.jpg, .bmp...).
Pactepcka rpaduika je ctanHa ABoAvMMeH3njoHanHa mpexa nukcena. CBaku nukcen uMma cBojy
BPEAHOCT, Kao LWTO je ocBeTrbewe, 60ja, NnpoBMaHOCT. Pactepcka nma KOHayHy pesonyuujy un
ako ce oHa noseha Hajyewhe rybu kBanuTeT, WITO HUje Cny4yaj ca BeKTopckoM. KoHauHo,

nocToje hopmaTh Koju yKIby4yjy 1 pacTepcky 1 BekTopcky rpacduky (.pdf, .swf...).

3.2 3D komnjyTepcka rpacuka

MpeactaBrbaweM Beoma jakux Komnjytepa gowrna je u 3D komnjytepcka rpaduka,
TemMerbeHa Ha BeKTOpcKoj rpacduun. lNMpuvHUMN je CKOpo MCTWU, YMeCTO YyBarwa nojataka o
Taykama, nuHWjama u KpPMBMM Y [ABOAMMEH3MOHANHOM MNPOCTOPYy, 4yBajy ce nojauun Yy
TPOOMMEH3NOHANHOM NPOCTOPY. TPOANMEH3MOHANHN NOMUIOHM Cy cywTuHa 3D KomnjyTepcke
rpacdouke. [daHac ocum u4yBawa 3D nonuroHa y Memopuju, rpaduukm codTBep Moxe
N3BpLUABaTU M MHOMO KOMMSIMKOBAHWjEe CTBapu Kao LUTO Cy CEeH4Yene, AoLaBate TEKCTypa U
pacTtepu3aumja Koju aajy ocjehaj CtBapHOCTN HEKOM pavyHapCKn HanpaBibEHOM O6jexTy.

lMocTynak ceHyera je pavyHakwe UM cuMmynmpanse kako he nonuroH narnegatm kaga Ha
Hera naga HecTBapHa (padyyHapCku CTBOpeHa, BUpTyernHa) cBeTnocT. CBETNOCT HUje jeauHu
dakTop, OuTaH je M HaunH ceH4yera Hekor nonuroHa. CeHuerwe omoryhaBa nMyHO peanHuju
npukasz 3D cnvke, nocebHo ce kopucTu y koMmmjytepckum urpama n CGIl (eng. Computer-

generated imagery) unmoBuma.
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TekcTypa je cnuka koja ce “nenn” Ha 3D nonuroHe, Ocum 6oja, moryhe je cTtaBmbatn

CNnviKe 3a pearHuju npvkas mogena.
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4. U3PAOA ANNUKALUWUJE

Mpe noyeTka M3page came annukauuje noTpedHo je 3aMUCIIUTK HEeH U3MMeS N HauMH Ha
Koju he dyHKumoHncatn. Kako 6m gowno [o pewewa 3agartka, OOHOCHO OO Kpeupaha
annukauumje koja he yumtatm STL dhajn, KoHBepTOBaTU TEKCT y OpojHE BpedHOCTU, OAHOCHO
KoopOuHaTe eneMeHTapHMX TPOYrioBa Koje ce 4vyBajy y objekty Tvna model , 3aTum mcupTtaTtu
3D mogen kopuwherweM KOHBEPTOBaHMX koopauHaTta, ouhe Ham noTtpebHa aBa nposopa (eng.
Windows Form) . [Mpeu npo3op koju he 6utn poauterb, 0AHOCHO rnaeHM Npo3op (eng. Parent
Windows), cagpxahe koHTpone Tuna button nomohy kojux he ce ynpasrbaTu nporpamom wu
mogenom. Ldpyrn npo3op, geTte npo3op (eng. Child Windows) , Hana3suhe ce y okBUpY rnaBHOT
nposopa u Kopuctuhe ce 3a npukasmBakwbe 0gHOCHO ucupTaBawe 3D mogena. KoHayHu narnepq

aI'IJ'IVIKaLl,I/Ije MOXe Cce BUOETU Ha cnuum 2.

B | Zavrsni Rad = & P

Cnuka 2. KoHauyHu nsrne annuvkauuje
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4.1 Kpeupawe annukaumje y nporpamy Visual Studio

Visal Studio je komnneTaH ckyn pa3BojHUX anata 3a usrpagwy ASP.NET (eng. Active
Server Pages .NET) We6 anukaumja, XMJ1 Web cepsuca, geckron annukaumja I MobunHux
annukauwmja. MNporpamcku jeanum ykrbyydeHn y Visal Studio cy: Visual Basic, Visual C#, Visual
C++. OHun kopucTte UCTo pa3BojHO okpysewe (IDE), anaT koju omoryhasa gerbeswe 1 onakwasa
CTBapawe MEeLLOBUTUX je3ndkmx peluewa. Microsoft obesbehyje 6ecnnatHo npey3nmane

“Express” nsgamna caor Visal Studio 2010 ca cBojuM KOMMOHEHTaMa.

[a 6ucmo HanpaBunn HOBY annukauwnjy NnoTpebHo je ypaguTtu cneaehe:

1. Y meHnujy File notpebHo je nsabpatm New Project, otBapa ce okBup 3a gujanor New
Project (cnuka 2). Oaj okBup mM3nncTaBa LWAGMOHE KOje MOXEMO KOPUCTUTM Kao

nonasHy OCHOBY 3a MNpaBrbeHe annukauuje.

2. Y Project Types okHy noTpebHo je usabpatun Visual C++ onumjy. Y okHy Templates

nsabpauemo Empty Project.

3. Y norbe Name notpebHo je ynucaTtu Ha3mB NpojekTa, a 3aTuM NOTBPAUTU NPUTUCKOM
Ha OK.

4. [a 6y npomeHunn npenopyveHy nokauujy npojekta notpebHo je ogabparum Tools Ha
MeHujy n cenektosatn Options. 3atum je notpebHo nsabpatun Project and Solutions
n cenektoBatu onumjy General. ¥ Project Location text box MOXXeMO yHETU XKerbeHy

nokauwujy 3a ajnose u nNpojekTe.
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Mew Project ? =

b Recent NET Framework 4.5 - Sortby: Default | & Search Installed Templates (Ctrl+E) P~
4 [nstalled ++ Type: Visual C
Bl win32 Console Application Visual C++ ype: Visual C++
-
4 Templates An empty project for creating a local
P Visual Basic o MFC Application Visual Ci+ application
b Visual C# =e
aF
4 Visual C++ Win32 Project Visual C++
ATL
O
CLR k Empty Project Visual C++
General
MFC l-j"
Makefile Project Visual C++
Test D
Win32
b Visual F#
SQL Server
b JavaScript
Python
b TypeScript
 ither Drniart Trmec -
b Online
Click here to go enline and find templates.
Name: Zavrsni Rad
Location: cusers\nikola\documents\wvisual studio 2013\Projects - Browse... ‘
Solution name: Zavrsni Rad Create directory for solution
[] Add to source control
0K || Cancel |

Cnuka 3. Kpeupane HOBOr npojekTa

4.2 Kpenpame npo3sopa
3a peanusauujy npojekta notpebHa cy gBa nposopa. Y npBoM npo3opy buhe cmellTeHe
KoHTpone, a 'y agpyrom he ce Bpwmntu npukas 3D mogena.

[da 6u ce kpeupao rmaBHWM Npo3op odHocHo Parent Windows Hajnpe perucrpyjemo
WNDCLASSEX knacy:

WHDCLASSEX wcMain;
wcMain.cbSize = sizeof(WNDCLASSEX);
wcMain.style = CS_OWNDC;
wcMain. lpfnkndProc = ParentWindowProc;
wcMain.cbClsExtra = @;
wcMain. cblindExtra = @;
wcMain.hInstance = hInstance;
wcMain.hIcon = LoadIcon({NULL, IDI_APPLICATION);
wcMain.hCursor = LoadCursor(NULL, IDC_ARROW);
wcMain.hbrBackground = (HBRUSH)GetStockObject (BLACK_BRUSH);
wcMain. lpszMenuName = NULL;
wcMain. lpszClassName = "ParentWindowClass";
wcMain.hIconSm = LoadIcon{NULL, IDI_APPLICATION);
if (!RegisterClassEx{&wcMain))

return @;

Cnuka 4. Peructpauuja Parent nposopa
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AKO je permctpaumja ycnewlHa, BpLUK Ce Kpenpake npo3opa nosnsarwem yHKuuje:

pHwnd = CreateWindowEx(@,
"ParentWindowClass"™,
WP_NAME,
W5 OVERLAPPEDWINDOW ~ W5 _THICKFRAME,
WP_POS_X,
WP_POS Y,
WP_WIDTH,
WP_HEIGHT,
NULL,
NULL,
hInstance,
NULL);

Cnuka 5. Kpenpamne Parent npo3opa

CrnimyaH noctynak je n 3a kpeupawe gete nposopa (eng. Child Window). Hajnpe ce
pernctpyje WNDCLASSEX knaca:

WNDCLASSEX weChild;
wcChild.chSize = sizeof(WNDCLASSEX);
wcChild. style = CS_OWNDC;
wcChild. 1pfnkndProc = ChildWindowProc;
wcChild.cbClsExtra = @;
wcChild. cbWndExtra = @;
wcChild.hInstance = hInstance;
wcChild.hIcon = LoadIcon(MULL, IDI_APPLICATION);
wcChild.hCursor = LoadCursor(NULL, IDC ARROW);
wcChild. hbrBackground = (HBRUSH)GetStockObject (WHITE_BRUSH)
wcChild. lpszMenuName = MULL;
wcChild.lpszClassName = “ChildWindowClass™;
wcChild.hIconSm = LoadIcon{NULL, IDI_APPLICATION);;
if (!RegisterClassEx(&wcChild))

return 8;

Cnuka 6. Peructpauumja Child nposopa
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AKO je pernctpaumja ycnewiHa, BpLIM Ce Kpeupawe nposopa, nNpu 4Yemy je osaj nyT
BEOMA BaXXHO BOAUTU padyHa O aprymeHTuma koje Tpeba npocneantn pyHKUNjM 3a Kpeupamwe

npo3sopa:

HWND cHwnd = CreatelindowEx(@,
"ChildwindowClass™,
. ]

WS_CHILD, //Child Type

a,

158,

WC_WIDTH,

WC_HEIGHT,

pHwnd, //Parent Window
NULL,

hInstance,

NULL);

Cnuka 7. Kpeunpame Child nposopa

4.3 NonaBake KOHTpona

HakoH kpevpaha nposopa, y rnaBHM NpPO30p AOAAjy Ce KOHTpone 3a ynpasrbake
nporpamoM (crnivka 8). NMomohy oBMX KOHTpona Bpwuhe ce cBe of ydutaBakwsa STL hajna go

ynpaBibaka MOAOElNTOM U OKPpYKXEeHEeM.

case WM_CREATE:

{
CreateButtonEx(“Load”, BS TEXT, 1@, 1@, 88, 4@, hwnd, ID BUTTON @1, NULL):
CreateButtonEx("Orthe”, BS_TEXT, 18, 6@, 3@, 48, hwnd, ID_BUTTON_@2, NULL);
CreateButtonEx("Mouse”, BS_TEXT, 1l@, 1@, 8@, 48, hwnd, ID BUTTON @3, NULL);
CreateButtonEx("Axis"”, BS_TEXT, 118, 6@, 3@, 48, hwnd, ID_BUTTON_@4, NULL);
CreateButtonEx("Plane”, BS TEXT, 21@, 1@, 8@, 48, hwnd, ID BUTTON @5, NULL);
CreateButtonEx("Mesh”, BS_TEXT, 218, 6@, 3@, 4@, hwnd, ID_BUTTON @5, NULL);
CreateButtonEx(“Rot X, BS TEXT, 35@, 18, 6@, 25, hwnd, ID BUTTON @7, NULL);
CreateButtonEx("Rot Y", BS_TEXT, 358, 5@, 6@, 25, hwnd, ID _BUTTON @8, NULL);
CreateButtonEx("Help?”, BS TEXT, 53@, 18, 8@, 48, hwnd, ID BUTTON @3, NULL);

Cnuka 8. [logaBarwe koHTpona Tuna Button
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HakoH komnajnupara nporpama, Mory ce BugeTu gogarte KoHTpone (cnuka 9).

Cnuka 9. KoHTporne Tuna Button

4.4 YuntaBawe STL chajna

Ha camom no4yeTKky AmsajHupara annukauuje notpebHo je oMoryhutn KOpUCHMKY da
ogabepe STL dajn koju xenn ga Gyge npukasaH. [a ©m ce 1O ocTBapuno noTpebHo je

oTBopuTY hajn amjanor (cnvka 10).

Select STL file 21
o [l » CodeBlocks Projects » ZavisniRad » STL files + | 44 ||| Search STL files |
I\._/I .v. OdEDIOCKS FTojects avrsni had HES | b o€arcn >1L Jues P
Organize = Mew folder =~ 0 @
© Favorites Name Date modified Type
2| STLOO1 5/28/2014 9:49 PM STL File

. Libraries 7| STLOOZ 4/23 0 5:15 PM STL File
| Documents %] STLOO3 0/2010 3:21 PM STL File
, Music 2| STLOO4 25 PM STL File
k= Pictures %] STLOOS 0313 PM STL File
B videos 7| STLOO0G 4/30/2010 3:21 PM STL File
"M Computer

£, Local Disk (C)

== Mew Volume (D:)

*PI_-I Metwaork
o L 3

File name: + |STL Files(".st) ~|

| Qpen |V| | Cancel |

Cnuka 10. ®ajn gujanor (eng. File Dialog)
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Mputckom Ha gyrme Load nokpehe ce ko Koju Bpww oTBapakke Aujanora M Kao

aprymeHT Bpaha nokaumjy u ume mnsabpaHor dajna, 1 Ha Taj Ha4YMH Ce MOXE YUYUTaTU XKESbEHU
dajn:

string GetFileName(){
const int BUFSIZE = 1824;
char buffer[BUFSIZE] = {@};
OPENFILENAME ofns = {8};
ofns.lpstrFilter = "STL Files(*.stl)\@*.stl\a";
ofns.15tructsSize = sizeof( ofns );
ofns.lpstrFile = buffer;
ofns.nMaxFile = BUFSIZE;
ofns.lpstrTitle = "Select STL file";
GetOpenFileName( &ofns );
return buffer;

Cnuka 11. dyHKumMja 3a oTBapake dajn agvjanora

HakoH opabupa dajna nokpehe ce dyHKUMja KOja KOHBEPTYje TeKCcT Yy OpojHe
BpeaHOCTH, YyBa ux y objekTy Tuna model n Ha Taj HauuH ce aobwujajy koopanHaTe TemeHa

efieMeHTapHMX TPOYyrnoBa Of KOjUX je cadyntseH Mogen Koju he 6utu ucupraH.
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4.5 NopewaBawe OpenGL-a

Kako 6u ce Bpwunio ncuptaBawe mMogesna, Hajnpe ce mopa nogecutn OpenGL 3a gete
npo3sop (cnuka 12). OBo je BeOMa BaXkaH Kopak jep he cBako ncupTtaBake, poTauuja, symmpare

mogena 6uTn KOHTponMcaHu yHKLmMjama n3 ose GubnmoTeke.

vold EnableOpenGL{HWND hwnd, HDC* hDC, HGLRC* hRC) {
PIXELFORMATDESCRIPTOR pfd;

*hDC = GetDC(hwnd);

ZeroMemory (&pfTd, sizeof(pfd));
pfd.nsize = sizeof(pfd);
pfd.nversion = 1;
pfd.dwFlags = PFD_DRAW_TO WINDOW |
PFD_SUPPORT_OPENGL |
PFD_DOUBLEBUFFER;
pfd.iPixelType = PFD_TYPE_RGBA;
pfd.cColorBits = 24;
pfd.cDepthBits = 32;
pfd.ilLayerType = PFD_MAIN_PLANE;

SetPixelFormat{*hDC, ChoosePixelFormat(*hDC, &pfd), &pfd);
*hRC = wglCreateContext(*hDC);
wglMakeCurrent({*hDC, *hRC);

Cnuka 12. dyHKumMja 3a nogelwasake OpenGL-a
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4.6 UcuptaBarme mogena

WcupTaBarke mogena BpLn ce y geTe npo3opy, nepuogmyHum nosmsawem DrawModel()
dyHKUMje:

vold DrawModel(){
int i = @;
if(isMesh){
glPolygonMode (GL_FRONT, GL_LINE);
glPolygonMode (GL_BACK, GL_LINE);

glBegin(GL_TRIANGLES);

while{i < Triangle-»count)q{
glNormal3f (Triangle->facet[i][@],Triangle->Tacet[i][1],Triangle->facet[i][2]);
glColor3f(®.2,8.3,8.5);

glvertex3f(Triangle->coordinate[i][@],Triangle->coordinate[i][1], Triangle->coordinate[i][2]);
glvertex3f(Triangle->coordinate[1i][3],Triangle->coordinate[i][4], Triangle->coordinate[i][5]);
glvertex3f(Triangle->coordinate[i][&6],Triangle->coordinate[i][7], Triangle->coordinate[i][8]);

i++;

glEnd();

if(isMesh){
glPolygonMode (GL_FRONT, GL_FILL);
glPolygonMode (GL_BACK, GL_FILL);

Cnuka 13. DrawModel() doyHkumja

dyHKUMja wucupTaBa enemMeHTapHe TpoyrnoBe kopuctehu KoopauHate [obujeHe

KoHBep3ujom STL cbajna. Tpoyrnosu ce ncupTaeajy jedaH no jegaH v Ha Taj HaumH ce cbopmupa
mogen (cnvka 14).

DN

£
S
PP —
o} A o i o
AT R cews i \\\

v SN k‘““ﬁ“dxj‘b“.a
NS P AL AT
ST VT

S

S
|

Cnuka 14. MpumMep MoZena caunHjeHor o eNeMeHTapHMUX TPoyrioBa
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Y 3aBMCHOCTU

ba nu je uzabpaH Solid nnn Mesh Mode, dyHkumja BpwKn gpyradvje
ncupTtaBakwe Mogena:

T

7

'ig?'ﬁih

‘ |
S

S
£

i

Solid

Cnuka 15. MNpumep Solid mogena (neeo) n Mesh mogena (aecHo)
4.7 OcTane KomaHge

Mputnckom Ha gyrme Ortho ykiby4dyje ce 1 UCKIbyyyje opToroHanHa npojekumja:

case ID BUTTON @2:
1
if (!isLeaded) break;
isMousemode = false;
if (isOrtho) {
is0rtho = false;
setPlane();

b
else {

isOrtho = true;

b
ClearText(hwnd);
SetFocus(hwnd);

}

break;

Cnuka 16. Koa BesaH 3a gyrme Ortho
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YKOSMKO je opToroHanHa npojekumja ykrbyyeHa, npuTtuckoM Ha gyrme Mouse ynasu ce y
Mouse Mode, wTo omoryhaBa KOPUCHUKY Aa Modenom ynpassba nomohy muwa. MNMputnckom Ha

NCTO AyrMe unm nputmuckom Ha Tactep ESC (Escape) Ha TacTtapypu nsnasm ce n3 Mouse Mode:

case ID_BUTTON_@3:
{
if (!isOrtho || !isLoaded) break;
if (isMousemode) {
isMousemode = false;
planeld = 8;
SetPlane();
h
else {
isMousemode = true;

b

ClearText(hwnd);

SetFocus (hwnd) ;

h
break;

Cnuka 17. Kog BesaH 3a gyrme Mouse

[ok je Mouse Mode akTvBaH, KOPMCHUK MOXeE [a BpLUM poTauujy Mogena noMeparem

muwa (cnvka 18) n eroso okpeTawem Todkmha (eng. Mousewheel) (cnvka 19).

case WM _TIMER:

1
if (!isLoaded) break;
Reshape (WC_WIDTH, WC_HEIGHT);
Display();

if (!({isOrtho && isMousemode)}) break;
POINT p;
GetCursorPos(&p);
ScreenToClient(hwnd, &p);
if (prevCursorX != p.x) xRot += (int)((prevCursorX - p.x) * CURSOR_VEL);

if (prevCurser¥Y != p.y) yRot += (int)((prevCursorY - p.y) * CURSOR_VEL);

previursork
prevCursory

p.X;
P-¥s3

ResetCameral);

break;

Cnuka 18. Koa 3a npaherwe nomepara muLla
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case WM_MOUSEWHEEL:
i
if (!({isOrtho && isMousemode)) break;
short s = HIWORD(wParam);
if (s > @) {
if(dvalue <« maxZoom) dValue += zoomValue;
h
else if (s < @){
if(dvalue > minZocom) dValue -= zoomValue;
h
h
break;

Cnuka 19. Kop BesaH 3a Mousewheel

,El,yrme Axis omoryhaBa KOPUCHUKY Oa WCKIby4YM OOHOCHO YKIbydnM nNpuKas oca

KoopanHaTHOr cuctemMa:

case ID_BUTTON_@4:
1
if (!islLoaded) break;
if (showfxis) {
showAxis = false;
}
else {
showAxis = true;
}
SetFocus (hwnd);
}
break;

Cnuka 20. Kog BesaH 3a gyrme Axis

[yrme Plane omoryhaBa KOPUCHWKY NMPOMEHY norneaa:

case ID BUTTON_@5:

1
if (!isLoaded) break;
planeld++;
SetPlane();
if (planeld == 9) planeld = -1;
SetFocus(hwnd) ;

b

break;

Cnuka 21. Kog BesaH 3a gyrme Plane
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[yrme Mesh omoryhaea KOpUCHUKY Aa N3MEHU Ha4YMH ncupTaBaka namehny Solid n Mesh

Mode. Pasnuka namehy Solid 1 Mesh Mode moxe ce Bugetm Ha cnuum 15.

case ID _BUTTON_@6:
1
if (!isLoaded) break;
if (isMesh) {
isMesh = false;
}
else {
isMesh = true;
h
ClearText(hwnd);
setFocus (hwnd)
}
break;

Cnuka 22. Koa BesaH 3a gyrme Mesh

MpuTtuckom Ha ayrme Rot X (cnvka 23) unuv Tactep X Ha Tactatypu (crnvka 24) BpLuu ce

poTauuja mogdena no X ocu:

case ID BUTTON_@7:

1

if (!isLoaded) break;
xRot += rotValue;
SetFocus(hwnd);

h
break;

Cnuka 23. Kog BesaH 3a gyrme Rot X

case WM_KEYDOWN:

1
switch (wParam)
1
case WK_KEY X:
1
if (!islLoaded) break;
xRot++;
b
break;

Cnuka 24. Kog BesaH 3a tacTtep X
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Mputnckom Ha gyrme Rot Y (cnvka 25) unu Tactep Y Ha TacTtatypu (cnuka 26) BpLum ce

poTauuja mogena no Y ocu:

case ID _BUTTON_@3:

1
if (l!isLoaded) break;

yRot += rotValue;
SetFocus (hwnd);

}
break;

Cnuka 25. Kog BesaH 3a gyrme Rot Y

case WM KEYDOWN:

1
switch (wParam)
1
case WH_KEY_Y:
1
if (!islLoaded) break;
yRot++;
}
break;

Cnuka 26. Kog BesaH 3a tactep Y
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Mputnckom Ha gyrme Help? nojaerbyje ce MessageBox koju onucyje pyHKUMOHANHOCT

cBake KOMaHAe, LWTo MoXe nomMohin KOpUCHUKY nNpu Kopuwherwy annukauuje (cnvka 27).

. -

3  Load - Ucitavanje STL fajla.

Ortho - Promena izmedju Mormalneg i Ortegenal pogleda.
Mouse - Mogucnost rotacije | zumiranja misem,

Azis - Ukljucuje ili iskljucuje ose,

Plane - Promena pogleda.

Mesh - Promena izmedju Mesh i Solid izgleda modela.

0K

Cnwka 27. Help npo3sop
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5. BAKIbYYAK

Nako paHawmwu CAD (eng. computer-aided design) codTBepcku nakeTu nogpxasajy
MHore ¢popmate, STL dpopmat npencraerba nak v jegHoCTaBaH Ha4yMH YyBawa nogataka o
Mogzerny cuctem u Beoma je pacrnpoctpaweH. MHoru CAM (eng. computer-aided manufacturing)
CUCTEMU KOPUCTE MOAEerNe KOju Cy cadveHn of enemeHTapHux Tpoyrnosa. STL dpopmat Huje
HajedhmkacHuju 1 HajOpPXXM MeTOA 3a YyBak-€e nogaTaka, anv ce Hajuyewhe kopucTu 3a TpaHcdep
TpoyraoHe reomeTtpuje y CAM. OB/MM pagom npecTaBrbeHa je annukauuvja koja koja yuyumTtasa
STL copmaT 1 Ha ocHoBy ucTor ucuptasa 3D mogen. Y annukauujy cy yKIbyvyeHe U OCHOBHE
dyHkunoHanHoctn CAD codTBepa, Kao LWITO Cy poTauuja, ynpaeibakbe MULLEM, 3yMuUpame,
npomMmeHa nornega.

JacHo je ga HM jegaH anroputam 3a MaHunynaumjy Mogesnom 1 Heroo ncuptTaBawe He
MOXXe OUTK caBpLUEH Y anconyTHOM CMUCHY, jep reHepanHo riegajyhm, nocToju MHOro HaunHa
KOju MOry OOBECTW OO CINUYHMX WM UCTUX pesynTtaTta. To je jegaH of pasnora 300r Kojux
noctoju Benukn 6poj 3D rpadmuknx 6udbnunoteka kao wto cy OpenGL, Direct3D, Glide API,
OGRE, Horde3D, Crystal Space 1 cBaka uma CBoje NpegHOCTM U MaHe.

Y oBOM pagy onucaH je anroputaMm Koju je jedHocTaBaH WM noysdaH W Texu Ja
npoussege WTo Gorbe pesynTtate. Hepocrtatak je HewTo Oyxe Bpeme obpage nogartaka u
orpaHmyeHa (YHKUWOHAHOCT, LUTO je U pasyMibuMBO jep cy kopuwheHu GasHu anroputMu

HajjeAHOCTaBHWjN 3a pasyMeBake.
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