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AHHOTanus

PaCCManI/IBaeTC}I AKTYaJIbHOCTE TPEXMCPHOI'0 CKaHHUPOBAaHUA O6”beKTOB, pa3INIHbIC
TCXHOJIOTHUU CKAaHUPOBAHUA, IIPOBOAUTCS aHAJIU3 6IOI[)KCTHBIX afnmnapaTHbIX HJIaT(I)OpM " po-
rpaMMHOTr0 oOecriedeHus Ajig padoThl ¢ HUMHU. [Ipou3sBeneH BHIOOP anmapaTHON IIaTGOPMBI
Ui pa3paboTku codcTBeHHOM Mozaenu 3D-ckanepa.

Abstract

Considered the relevance of the three-dimensional scanning of objects, different scanning
technologies, carried out cost analysis of hardware platforms and software to work with them.
Produced selection of hardware platform to develop its own model of 3D-scanner.

KaroueBbie ciaoBa: 3D-ckaHep, OECKOHTaKTHBIH CEHCOPHBINA UrpoBoii koHTposuiep Ki-
nect, 3D kamepa Intel Realsense, kapra riayoun, IR-nmpoekrop, IR-kamepa

Keywords: 3D-Scanner, a contactless sensor game controller Kinect, 3D Intel Realsense
camera, depth map, IR-projector, IR-camera

B nHacrosimiee BpeMs, Ui YMEHBIICHHs] BpEMEHU MMPOU3BOJICTBA MPUMEHSIOT PA3IMYHOE
obopynoBanue, padoTaroiiee OO0 BOBce 0€3 ydacTus 4yeloBeKa, JIM00 C MUHUMAIbHBIM €T0
yuactueM (cranku ¢ YITY, poGoTbi-Manumynstopsl u T.1.). OnHako pa3paboTka aeraneil u
CcOOPOUYHBIX Y3JIOB MO—TIPEKHEMY BBITIOTHIETCS MHKEHEPHBIMU PaOOTHUKAMH TPEIIPUSTHA.
He cmoTtpst Ha nmosiBnenue pa3znnunbix naketoB CAD, Bpems coznanus nudpoBbIX MOJIeNeH jie-
Taje U y3JI0B MalllMH CYIIECTBEHHO 10 CPABHEHUIO CO BPEMEHEM UX M3TOTOBJIEHMS Ha aBTO-
MaTU3UPOBAHHOM 000pyAOBaHUU. [l yCKOpEHUs mpoliecca CO3AaHus TPEXMEPHBIX Moiemeit
HOBBIX KOHCTPYKIIMH, Ha OCHOBaHUH CYIIECTBYIOLINX, MOKHO HCIIONIB30BaTh 3D-ckanep.

3D-ckanupoBaHue — 3TO CUCTEMATHUYECKHH IMPOLIECC OMpeNeieHHs] KOOPIUHAT TOYEK,
MPUHAJISKAIINX TOBEPXHOCTSAM CIOXKHOMPOPUIBbHBIX (PU3HMUECKUX O0OBEKTOB (B YACTHOCTH,
JieTaseil) ¢ Helbio MOCIeYIOLIero MOMyYeHHUs X IPOCTPAaHCTBEHHBIX MAaTEeMaTHUECKOH Mo/ie-
JIeH, KOTophIe MOTYT MOU(UIIPOBAThCs ¢ momoIsio CAD-cuctem. Y CTpoiicTBa, C MOMOIIBIO
KOTOPBIX OCYILECTBIISICTCS CKAHUPOBaHHE 00BEKTOB, Ha3bIBaIOT 3 D-ckanepamu.

3D-ckaHep — yCTpOHCTBO, aHATU3UpYyIolee GU3HIECKUN 0OBEKT U Ha OCHOBE ITOTYICH-
HBIX JJaHHBIX co3jatouiee ero 3D-monens.

3D-ckaHepsI ANATCS Ha JIBa THITA IO METOAY CKAaHUPOBAHUS:

1. KOHTaKTHBIA METOJl OCHOBBIBAETCS HAa HEMOCPEACTBEHHOM KOHTAKTE CKaHepa C HC-
Cle1yeMbIM O0BEKTOM;

2. OECKOHTAKTHBIM.

KonTakTHblil 3D-ckanep — 3T0 ycTpoicTBO, UMEIONIEE CIIEIUATbHBIN IIYTl, KOTOPbIH U3Yy-
YaeT KOHTYPbI 00BEKTa M Ha OCHOBE ATOT0 BBICTpanBaeT ero 3d Konuro Ha dkpaHe. KoHTakTHbIC
CKaHepbl I0BOJIHO MTPOCTHI B UCIIOIb30BAaHUH, 00JIaJaI0T BBICOKOM TOUHOCTHIO U XOPOIIIO MOJI-
XOJIAT JJIsi CKAHUPOBAaHUSI OOBEKTOB HE3aMBICIIOBATHIX (POPM, K IPUMEPY, TPOMBIIIICHHBIX Jie-
taneii. Ho ux nmpuMeHnenne njisi 00beKTOB ¢ 0o0Jiee CI0KHON TeOMETpHEH, T/Ie TOMUMO TpaHei
C YE€TKO OYEpUYECHHBIMU I'PAaHUIIAMU MUMEIOTCS TIaBHBIC JIMHUU U TIepeXo/ibl, OyJaeT KpaifHe He-
yI0OHBIM. DTO 3aliMET CIMILIKOM MHOTO BpeMeHH. Kpome Toro, cam mpuHIun paboThl KOHTAKT-
HOT'O CKaHepa JeJIaeT HEBO3MOXKHBIM CKaHUPOBaHHE MPEAMETOB, K KOTOPhIM Helb3s o0ecre-
YUTh NPSAMOM OCTYN Iyna. DTO KacaeTcsl, HapuMep, BHYTPEHHUX OPTaHOB M CBEPXMaJIbIX
IIPEIMETOB.

Bonee coBepiieHHBIM CTOCOOOM TPEXMEPHOTO CKAHUPOBAHUS SIBISETCSI OECKOHTAKTHBIH.
beckonraktHbeie 3D-ckaHepsl ABISIOTCS 3HAYUTENBHO Oosiee CI0XKHBIMU MPpUOOpaMu, B KOTO-
PBIX 3aJ0’KEHBI BECbMa W30LIPEHHBIE aJITOPUTMBI CO3/1aHUs MPOCTPAHCTBEHHBIX Kapkacos. Bo
MHOTHX U3 HUX UCIIONIB3YETCs IBOMHAs (JOMOIHSIIONIAs OCHOBHYIO) CHCTEMa BBOJ1a KOOPMHAT
Tena. MHOrue ycTpoiCTBa COBMEIIAIOT Ja3epHbIE TaTYUKU U HUPPOBYIO KaMepy, KOTopast hc-
MOJIB3YETCs sl OOJbIIEH TOYHOCTH CKaHWPOBAHUS, U OJHOBPEMEHHO IMO3BOJISET MOJIYYHUTh
MOJIeJIH 0OBEKTOB C HAJIO)KEHHBIMHU TEKCTYPaMH.
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Kak BapuaHT HETOpPOroro HHCTPYMEHTA I OECKOHTAKTHOTO CKAHUPOBAHUSI MOYKHO HC-
nosnb3oBath Kinect. Kinect — 0eCKOHTaKTHBIA CEHCOPHBIA UIPOBOM KOHTPOJUIEP, MEPBOHA-
YaJbHO MpeCcTaBICHHbIH it KoHcoau Xbox 360, a mo3auee u aus PC mox ynpasinenuem OS
Windows. Paspaboran ¢upmoii Microsoft. Cencop ucnonssyer IR-poektop Bmecte ¢ IR-
KaMepoil /i moay4eHus kapTel rmyouH. Tak e numeercs RGB-kamepa ans 3axBara BETHOTO
uzobpakenust. O6e kamepsl padorarot B paspemicHun 640x480 (0.3M) u ckopoctu 30 ps.

3D kamepa Intel Realsense — ere ouH UHCTPYMEHT, KOTOPBIH IPUMEHSIETCs s Oec-
KOHTAaKTHOTO CKaHupoBaHus. Paspaborana dupmoii Intel coBmectro ¢ Creative. 3D kamepa
Intel Realsense Taxxxe ucnonb3yer RGB-kamepy uis 3aXBaTa IIBETHOTO H300PaKEHHUS, TOIBKO
UCTIONIb3yeMas Kamepa UCIOJIb3yeT CEHCOP, MO3BOJISIONIHNIA 3aXBaThIBaTh H300paKEHUE B Pa3-
pemernu 10 19201080 npu gacrore q0 120 fps (wacTora 3aBUCHUT OT paspeliieHus). B otinune
ot Kinect, Intel Realsense kamepa ucrons3yer aBa IR-mipoekTopa (JI€BbIif U IpaBblii), 4TO B
COBOKYIHOCTH ¢ yacToToit IR-kamepsl (o 120 fps) moiy4dars Ooiee TOYHBIC JaHHBIC O MOJIO-
KEHUH 0OBEKTOB.

Jnsa pewenus 3anauu no 3D ckaHupoBaHHI0 00BEKTa ObUIO PEIIEHO MCIONIb30BaTh 3D
kamepy Intel Realsense kak uHcTpyMeHT ¢ 60siee TOUHBIME CEHCOPAMH, [0 CPABHEHHUIO CO CKa-
Hepom ot Microsoft.

JJist Toro, 4TOOBI 00ECTICUUTh MOTHOIICHHYIO pa3paboTky 3D ceHcopa ¢ ucnoab30BaHUEM
texunosoruu Intel Realsense, Heobxoaumo ycranouts npenoctasisiemoe SDK. [lannbie cpen-
CTBa pa3pabOTKU MO3BOJISIFOT pa3padaThiBaTh MPOrpaMMHOE 00eCIIeUeHUE Ha OJTHOM M3 CIIe/y-
IOIUX s3bIKax nmporpammupoBanus: C++, C#, Java, JavaScript. B kadectBe cpebl pa3paboTku
MOKHO Hcroas30Batk Microsoft Visual Studio — sTo ouens MorHas cpeaa pa3paboTKH, IpeIo-
CTaBIISIONIAs BCE HEOOXOAUMBIEC (PYHKIIMH [T TIOTHOIICHHOH pa3paboTKH KayeCTBEHHOTO TIPO-
IPaMMHOT0 00CCIICYCHUSI.

B kadecTBe si3pIka porpaMMHUpOBaHUs OyAeM HCIONb30BaTh 136k C#. OH nMeer mpe-
BOCXO/IHYIO MOANEp:KKy BoIOpanHO# IDE, ynoGeH B ucmonb30BaHUM U UMEET BO3MOXKHOCTh
OTCTPAaHUTHCS OT 3a00THI O TPOU3BOAUTEILHOCTH M COCPEIOTOUNTRCS Ha CTPYKTYPHOM KOJIE.

Brei6op obopynoBanus ais 3D ckaHupoBaHMsSI U MHTETPUPOBAHHOM Cpesibl pa3pabOTKH
POTPAMMHOTO 00€CTIeUeHUs ISl YIIPABICHHS MPOLIECCOM CKaHMPOBAHUS U 00paOOTKU MOITy-
YEHHBIX JIaHHBIX MO3BOJISAT CO3/1aTh SKOHOMUYECKHU A exTrBHOE ycTpoiicTBo nis 3D ckanu-
POBaHUS TPEXMEPHBIX OOHEKTOB.
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