JIOJIATOK A
MPUKJIAJ TPOTPAMHOI'O KOIY
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using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class Screenshooter: MonoBehaviour {
private bool ssEnabled = false;
private bool loopEnabled = false;
private string savePath = "";

void Start () {

if (GetEnvironmentVariable ("IMGEN TAKE SCREENSHOTS", "") == "1") {

ssEnabled = true;

}

if (GetEnvironmentVariable ("IMGEN LOOP",
loopEnabled = true;

}

savePath = GetEnvironmentVariable (
"IMGEN SCREENSHOT PATH",
System.Environment.CurrentDirectory

) ;

nn) J— "1") {

Debug.Log ("Take screenshots = " + ssEnabled);
Debug.Log ("Loop mode = " + loopEnabled);
Debug.Log ("Screenshot directory = " + savePath);

if (loopEnabled) {
StartCoroutine (Loop());

}

private string GetEnvironmentVariable (string key, string defaultValue)
var envs = Environment.GetEnvironmentVariables();

if (envs.Contains (key)) {
return envs|[key].ToString () ;

}

return defaultValue;

}

private IEnumerator Loop () {
for (var i = 0; 1 < 10; 1i++) {
Debug.Log("Iteration " + 1i);
if (ssEnabled) {
CaptureNamedScreenshot () ;
}
Debug.Log ("Done.") ;
yield
return new WaitForSeconds (1) ;
}
#if UNITY EDITOR
UnityEditor.EditorApplication.isPlaying =

felse
Application.Quit();
#endif
}
private void CaptureNamedScreenshot () {
var name = GetFilename () ;
Debug.Log ("Writing screenshot: " + name);

ScreenCapture.CaptureScreenshot (name) ;

}

private string GetFilename () {

false;

{
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return string.Format (
"{0}/img_{1}.png",
savePath,
System.DateTime.Now.ToString ("yyyy-MM-dd HH-mm-ss-fff")
)

}

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class ObjectMover: MonoBehaviour ({
public float rotationX = 14 f;
public float rotationz = -10 f;
private float smooth = 5.0 f;
private Quaternion target;

void Start () {
StartCoroutine (Loop());
}

private IEnumerator Loop () {
while (true) {
DetermineNewRotation () ;
yield
return new WaitForSeconds (1) ;

}

private void DetermineNewRotation () {
target = Quaternion.Euler (rotationX, Random.Range (-360.0 f, 360.0 f),
rotation?Z);

}

void Update () {
transform.rotation = Quaternion.Slerp(transform.rotation, target,
Time.deltaTime * smooth) ;
}
}

Shader "Hidden/OpticalFlow"
{

Properties

{

_Sensitivity("Sensitivity", Float) =1
}
SubShader

{
// No culling or depth
Cull Off ZWrite Off ZTest Always

Pass

{
CGPROGRAM
#pragma vertex vert
#pragma fragment frag

#include "UnityCG.cginc"

struct appdata
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floatd4d vertex : POSITION;
float2 uv : TEXCOORDO;

}s

struct v2f
{
float2 uv : TEXCOORDO;
float4 vertex : SV _POSITION;
}s

float4 CameraMotionVectorsTexture ST;

v2f vert (appdata wv)
{
v2f o;
o.vertex = mul (UNITY MATRIX MVP, v.vertex);
o.uv = TRANSFORM TEX(v.uv, CameraMotionVectorsTexture);
return o;

}

sampler2D CameraMotionVectorsTexture;

float3 Hue (float H)

{
float R = abs(H * 6 - 3) -
float G 2 — abs(H * 6 - 2
float B =2 - abs(H * 6 - 4
return saturate(float3(R,G,

}

float3 HSVtoRGB (float3 HSV)
{
return float3(((Hue(HSV.x) - 1) * HSV.y + 1) * HSV.z);

}
float Sensitivity;

float3 MotionVectorsToOpticalFlow(float2 motion)
{
float angle = atan2(-motion.y, -motion.x);
float hue = angle / (UNITY PI * 2.0) + 0.5;// convert motion
angle to Hue
float value = length(motion) * Sensitivity;// convert
motion strength to Value
return HSVtoRGB (float3 (hue, 1, value));// HSV -> RGB

}

fixed4 frag (v2f 1) : SV Target

{
float2 motion = tex2D( CameraMotionVectorsTexture, 1i.uv) .rg;
float3 rgb = MotionVectorsToOpticalFlow (motion);
return float4d(rgb, 1);

}

ENDCG



using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class Screenshooter: MonoBehaviour {
private bool ssEnabled = false;
private bool loopEnabled = false;
private string savePath = "";

void Start () {

if (GetEnvironmentVariable ("IMGEN TAKE SCREENSHOTS", "")
ssEnabled = true;

}

if (GetEnvironmentVariable ("IMGEN LOOP", "") == "1") {
loopEnabled = true;

}

savePath = GetEnvironmentVariable (
"IMGEN_SCREENSHOT_PATH",
System.Environment.CurrentDirectory

) 7

Debug.Log ("Take screenshots = " + ssEnabled);
Debug.Log ("Loop mode = " + loopEnabled);
Debug.Log ("Screenshot directory = " + savePath);

if (loopEnabled) {
StartCoroutine (Loop()) ;

}

—— "l")
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{

private string GetEnvironmentVariable (string key, string defaultValue)

var envs = Environment.GetEnvironmentVariables ()
if (envs.Contains(key)) {

return envslkey].ToString() ;
}

return defaultValue;

}

private IEnumerator Loop () {
for (var 1 = 0; 1 < 10; i++) {
Debug.Log("Iteration " + 1i);
if (ssEnabled) {
CaptureNamedScreenshot () ;
}
Debug.Log ("Done.") ;
yield
return new WaitForSeconds (1) ;
}
#if UNITY EDITOR
UnityEditor.EditorApplication.isPlaying = false;
#telse
Application.Quit () ;
#endif



private void CaptureNamedScreenshot () {
var name = GetFilename () ;
Debug.Log ("Writing screenshot: " + name);

ScreenCapture.CaptureScreenshot (name) ;

}

private string GetFilename () {
return string.Format (
"{0}/img_ {1}.png",
savePath,
System.DateTime.Now.ToString ("yyyy-MM-dd HH-mm-ss-fff")

) 7
}

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class ObjectMover: MonoBehaviour {
public float rotationX = 14 f;
public float rotationz = -10 f;
private float smooth = 5.0 f;
private Quaternion target;

void Start () {
StartCoroutine (Loop()) ;

}

private IEnumerator Loop () {
while (true) {
DetermineNewRotation () ;
yield
return new WaitForSeconds (1) ;

}

private void DetermineNewRotation () {
target = Quaternion.Euler (rotationX, Random.Range (-360.0 f, 360.0
f), rotation?z);
}
void Update () {
transform.rotation = Quaternion.Slerp (transform.rotation, target,

Time.deltaTime * smooth);
}
}
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MiHicTepcTBO OCBITK | HayKn YKpaiHu

XapKiBCbKMI HaLiOHaNIbHUN YHIBEPCUTET pafioeNeKTPOHIKU

ATecTauinHa po6oTta marictpa

Jocnipg)XeHHs Ta oNnTUMi3aLis asirOpUTMIB CTBOPEHHS,
peHOepiHry Ta oO6MiHy CUHTETUMHMMU OAHMMU 3 CUCTEMaMM
MaLUVUHHOIro HaB4YaHHSs

HaykoBui kKepiBHUK: Beuyp O. B.
K.T.H., gou. kadp. Il

BukoHana: TuxoHosa 0.0
ctypeHTka rpynm INM3m3n-18-1

2020 1

MeTa pocnigKeHHs

« [locnigntn Ta cuctemMatmdyBaTu MOX/MBI acrnekTu BrJMBY Ha
pe3ynbTaTV HaB4YaHHA 3a CUHTETUYHUMU OaHuMK, ki 6ynu
CTBOPEHI 3a AOMNOMOIro irpoBUX OABUXKIB.

= PO3rnsHyTM MOXNIMBOCTI Ta nepeBarn irpoBuX AOBUXKIB Y
KOHTEKCTi CTBOPEHHSI CUHTETUYHUX OaHWUX.

» [locnigntn mMoXxnueum iHTepdenc B3aemMopmii MiXX CUCTEMOI
reHepauii Ta cucTeMaMmy MalMHHOIMO HaB4YaHHS, a TakoXX MeToau

onTuMi3aLii Lboro npouecy.
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MpakTnyHa peneBaHTHICTb Ta HOBU3HA

[MpakTU4YHMM 3HaAYEeHHAM LUbOro AOCNIAXEHHSA € MOXINUBICTb
eMynioBaTn BeIUKY KiNbKiCTb OaHUX ONs BUPIWEHHS 3agadvi HaBYaHHSA
cucTeM, SKi NPOrHO3yrTb NEBHI NOA;i.

Y LUbOMY KOHTEKCTi, HOBU3HOK AAHOro AOCNIOXKEHHSI € BUKOPUCTaHHSA
iIrpOBUX [OBUXKIB [O/19 CTBOPEHHS BENUKOI KiNbKOCTI paHuXx, SKi
HEMOXNIMBO BIiATBOPUTU BPYYHY. Lle [03BONUTL BUKOPUCTOBYBATU
WTYYHUN HTENeKT Ta MaluMHe HaB4YaHHSA Yy OiNnblin KinbKOCTI OOMEHIB

XUTTEQIANBHOCTI.

CUHTETUYHI paHi

CuHTETUYHI faHi — ue WTy4YHO cTBOpeHa iHopmallis 3a LOMOMOrow

NMneBHUX aJ'II'OpI/ITMiB Ta 06MeXeHb, a He 3 peanbHNX noain.

Mepesaru:

= HU3bKa LiHAa;

= KOHTPO/bOBaHICTb;

= JIIMITOBaHI Ti/IbKW CTyNeHeM BUNaaKoBOCTI.

Heponikn:

= HegocCTaTHIN peaniam.
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dakTopu BNAMBY Ha pe3ysibTaTu reHepawii

= KiNIbKICTb €/IEMEHTIB Y CLeHi;

= KiNbKIiCTb NONIrOHIB Yy MOAENSIX;

= [OeTani3oBaHiCTb TEKCTYP;

= hopmatn BMKopuUCcTaHux Tekctyp Ta mogenen (PNG, TGA, JPEG,
OBJ, FBX);

» BUKOPUCTaHHS Bifeo Ym 306pa>keHb;

= BuUkKopuctaHHsa PBR TekcTyp;

= BUKOPUCTOBYBaHHS hand-paint TekcTyp;

= HanawTyBaHHS napameTpisB cBiTna — baked vs real time;

= KiNbKIiCTb O)Xepen CBiTNa;

* TaiHLWi... 5

IHCTpyMEeHTHn

UNREAL

ENGINE

IrpoBi OBMXKW - igeanbHi iIHCTPYMEHTU ONsi CTBOPEHHST (Di3NYHO-
peanicTUYHNX CUMYNSLIA peanbHOro CBiTy. BOHM O03BONSAIOTL NE€rko
KOHTpOnoBaTn Te $SK BUMNSgae cueHa, AWHaMiYyHO 3MiHoBaTU
HanawTyBaHHA. TOMY BOHW TakOX MOXYTb OyTW BUKOPUCTaHi ANs

CTBOPEHHSA WTYYHUX OAHUX.
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0O6’ekTn 06pO6KMU

» mopgeni (FBX, OBJ);

» TekcTypu (PNG, JPEG, TGA);
= MeTa faHi Ta KoHdirypadii;

= Bigeo - MP4, FLV, AVL.

HDRP Tta URP
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TekcTypu Ta matepianu

= PBR (Physical based rendering) Ta hand paint;

= Height, Normal, Roughness, Albedo - mawoTb 6yTn NpPUCYTHI
He3anexxHo Big Tuny 3agadvi;

= Ambient Occlusion - MOXHa He BUKOPUCTOBYBaATU MNPU HU3bKIN

KiNbKOCTi epo3iHNX 06’EKTIB.

EdoekTn NnocT-06po6Kn, OCBITIEHHS CLLEHU

10
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Cuctemu yactnHok - VFX Graph Tta knacunuHa

11

CermeHTauia 306pakeHb

12
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KaTteropi3sauis, onTU4YHMM NOTIK Ta rnnbuHa

Categories

ey Lo Uasienss On P b e i

Optical Flow

13

lNpoekTyBaHHA MoayniB NporpamMHoOl CUCTEMU

Input config

Confgurator

HDRP Submodule UWRP Submodule

Optical flow & depth C
controlier >| Scene -

controller

Qutput
Renderer image

14
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MNMpuknag koay - BUNagkoese obeprtaHHA 06’eKTiB

public class ObjectMover: MonoBehaviour {
public float rotationX =14 1;
public float rotationZ = -10 f;
private float smooth =5.0 f;
private Quaternion target;

void Start() {
StartCoroutine(Loop());

}

private IEnumerator Loop() {
while (true) {
DetermineNewRotation();
Yield return new WaitForSeconds(1);
}
}

private void DetermineNewRotation() {
target = Quaternion.Euler(rotationX, Random.Range(-360.0 f, 360.0 f), rotationZ);

}

void Update() {
transform.rotation = Quaternion.Slerp(transform.rotation, target, Time.deltaTime * smooth);
}
} 15

lNMpakTUyHe 3acToCyBaHHS

16
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BucHOBKM

B xoai gocnigxeHHs:
3HaMgeHo HOBI NigXogM OO reHepauiX CUHTETUYHMX LaHuxX 3
BUKOPUCTAHHSAM irpOBUX OBUXKIB;
BUAOINEHO OCHOBHI BNacTUBOCTI CUEH, KOTPi MOXYTb BANMMBATU Ha
pesynbTaTu HaBYaHHS;
3anponoHoBaHO MeToAM ONTUMI3auil peHedpiHry Ta reHepauii
CUHTETUYHMX 300pakeHb Ta BiOeo;
BMKOHaHO anpobauito poboTn y Burnsagi Te3ancie OO KoHdepeHLUil

«HaykoBa gymka cy4acHOCTI i ManbyTHLOro».

17
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JIOJIATOK B
AMPOBALIS PE3YJILTATIB POBOTH
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CTBOPEHHA TA PEHAEPIHT
CUHTETUYHNX JAHUX Y
IFPOBUX ABUNXKAX

naukam.triada.in.ua

TuxonoBa OseHa OJyiekcaHApPiBHA
CrynenTtka kadenpu Ilporpamuoi IHxeHepii

XapkiBcbkui HanioHa/IbHUM YHiBepcuTeT
PasioenekTpoHiku

M. XapkiB

BuwiemkaHiH CtaHiciaB CepriioBuy
CryzeHT kadpenpu IIporpamHoi ImxeHnepii

XapkiBcbkuil HanioHaJIbHUM YHiBepcuUTeT
PaznioenekTpoHiku

M. XapkiB

AHOTALIA: Po32120 UKOPUCMAHHA CUHMEMUYHUX daHUX,
cmeopeHux Y izposux dsudckax 045 8UKOpUCMAHHI Npu MawUuHHOMY

Hag4yaHHI.

Kirro4oBi croBa: CunmemuyHuil, wmy4HUil, 306pajiceHHs,

mexkcmypa, kapma, 08UXCOK.
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3 KOXXHUM JHEM CyYaCHU CBIiT 3MiHIOETHCS Ta TTEPETBOPIOETHCS.
TexHOJIOTii «eBOIOL[iIOHYIOTh» TA CTAHOBJISITHCSI BCE Oi/IbIIT
aAaIToBaHi miZi MOTpe6y KOHKPETHOI'0 KOpUCTyBaya. I'0JIOBHUM
IHCTPYMEHTOM CTBOPEHHS iHAMBiZyasi30BaHOIr'0 IIPOrpaMHOro i
amapaTHOro 3a6e3neyeHHs CTal0Th CUCTEMM MAIIMHHOTO HaBYaHHS
Ta WITy4YHOTO iHTeseKTy. OfHaK, 11106 epeKTUBHO HUMMU
KOPUCTYBATUCS — OTPi6Hi maHi, siki 6 MoryiM 6yTU 3aCTOCOBAHI AJ1s1
BUPIiLLEHHS NTOCTaBJIEHOI 3a4a4i. TpaniseTbCs Tak, L0 BUHMKAIOTh
TakKi 3azadyi, Zie JaHi 411 HaBYaHHS CUCTEM, SIKi 3MOXYTb iX
BUPpIlINTH, - a60 B3arasi BiAcyTHi, abo iXx OTpMMaHHS MOXe
KOILUTYBaTU 3HAUYHUX pecypciB. IIpuKIaZioM OAHIEI 3 TaKMUX 3a7a4
MOXKe 6yTY CTBOPEHHSI CUCTEMMU, sIKa OyZie aHai3yBaTu CTaH
IIOMEUIKAHHS Ta BU3HAYATU UM € 3arpo3a noxxexi, um Hi. 11 boro
HaM IIOTPibHi BiZieo, By1acHe 3 IMoOXKeXXxaMu, ajie 3706yt ix y
JOCTATHIiM KiJIBKOCTi He € MOXXJIMBMUM, a BiITBOPIOBATU BJIACHOPYY -
JOpOTO Ta HEMPAKTUUYHO. MeXaHi3MOM, IKUI JOTIOMOXE PO3POGHUKY
OZi6HMX CUCTEM, CTAIOTh iHCTPYMEHTH reHeparii CMHTeTUYHUX
JaHux. CUHTEeTUYHI JaHi - Ile IITYyYHO CTBOpPeHa iHdopmaliis 3a
JOITOMOTOIO ITIEBHMX aJITOPUTMIB Ta JIIMIiTiB, a HE 3 peaJIbHUX IOZAiN. ¥
paMmkax 1iei po6oTu, 6yzie po3TIsIHyTO NpobiemMu, iHCTPYMEHTH Ta
CII0CO6M CTBOPEHHSI CaMe Bi3ya/JibHUX (306pa’keHHsI, Bifie0)
CMHTETUYHUX JAaHUX. SIKIO NEPErJsiHyTH BCi iCHyl04i mporpamMmHi
NPOAYKTU y LOMeHi rpadidyHUX pelaKTOpiB, CUCTEM pPEHZEPiHTY,
naxkeTiB 3D MOZesIIOBaHHS Ta irpoBUX ABMKKiB, Ha6/Ib1I
SICKpaBMMU BUCTYIIAIOTh CaMe OCTaHHi. [IpMYKMH [bOMY BeJIMKa

KiJIBKiCTB:

* MOXXJIMBICTb NIPOLIELYPHO CTBOPIOBATH CLIeHU 6y b-sIKOI
CKJIAJTHOCTI;

e BMKOPUCTAHHS JEKiJIbKOX KaMep Ta Ceciil 0 HO4acHO;

* MOXXJIMBOCTi 3py4HO Ta AMHAMi4yHO HaJjlalllTOBYBaTHU
rnapaMeTpu peHZepiHry, CBiTia Ta Kamepy;

¢ LUIMPOKMM CIIEKTP ONTUMi3alillHUX pillleHb AJIs
MOIIBUIIEHHS PO60TH;

* peasliCTM4Ha NOBefiHKa CBiTia y cueHi (PBR);

» edeKTU MOCT-06pOOKM 151 KaMepy;

* CTBOpeHHS eeKTiB 3 BUKOpUCTaHHAM GPU.
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To6TO cy4acHi irpoBi ABMXKKH, SIKi BUKOPUCTOBYIOTBCS IJIsI
CTBOpPEHHS Qi3MUYHO-peaTiCTUYHMUX CUMYJISILi ¥ KiHO Ta pu
CTBOPEHHI irop — Tak0X ifjeasibHi [J1s1 CTBOPEHHS IICEBA0BUIIAAKOBUX
ClieH, 60 MarTh MOXXJIMBOCTI THYYKO HAJIAIITOBYBATHU Pi3HOMAaHITHI
napamMmeTpu. Lle f03BOJISIE KOXKEH pa3 reHepyBaTU HOBY CUTYaAIllLilo, 1110
A€ MOXJIMBICTD HAGIMIKATUCS A0 PealiCTUYHUX pe3yIbTaTiB
MalUMHHOTO HaBYAaHHS Ta MOKpAIlyBaTU TOYHICTb NMPOTHO3iB. Bepyun
[0 yBaru aKTyaJbHiCTb 1ii€l Mpo6IeMaTUKM Ta PeIeBaHTHICTh
irpoBMX OBMOXKKIB Ta CUCTEM pPeHZEPiHry y Ii BUpillIeHHi, METO0
JaHMX Te3 € MOLIYK KOpeslii pi3HOMaHiTHMX ITapaMeTpiB
HaJIalITyYBaHHS CL€H Ta IX PeHZEPIiHTY Yy irpOBOMY ABMIKKY IIPU
reHeparii CMHTETUYHMX JAHUX, & TAKOX PillleHb Ha eTari
MOZeJIIOBAHHS Ta TEKCTypPyBaHHS 3 TOUHICTIO IPOTHO3iB cuUCTEMU
MAalIMHHOTI'O HaBYaHHs. ZIpyrow 3aZlavyero € NOPiBHAHHSA Pi3HUX
OBUXKKIB y IIbOMY acCII€KTi, a TaK0XX ONTMMi3allisl Ipoliecy reHeparii
JaHMX Nif neBHy cuTyalii. s 6e3nocepeAHbOI IepeBipku
pe3yabTaTiB, € peJIeBAHTHMM BMKOPUCTAHHSAM MOIYJISPHUX Ta
TepeBipeHuX YacoOM CUCTeM Ta aJITOPUTMidyHMUX 6a3, HAIpUKIIAZ,
Takux, ik TensorFlow, siki BUKOPUCTOBYIOTBHCS Y BEJIMKiM KiJIbKOCTi B
Cy4yaCHMX NPOEKTax. SKIIO0 pe3yJbTaTU IIOKaXyThb JOCTAaTHIO
ePeKTUBHICTb CUCTEMHU, TO 1]e JOBe/Le MOXJIUBICTb CTBOPEHHS 6i/IbIl
TOYHMX MOZEJIe Yy BUNaAKy 6ibll creljiasizoBaHUX MPOrpaMHMUX

TMaKeTiB 4JIs MAlIMHHOI'O HaBYaHHS.

Ciip 3a3Ha4yuUTH, 110 €JIeMEHTaMy HAayKOBOI HOBU3HU y LIbOMY
IIUTaHHI € CMCTEMAaTM30BaHi Ta 3BAXKEHI aCIleKTH, IKi BIVIMBAIOTh Ha
pe3yabTaTy MAlIMHHOI'O HABYAHHS IIPU CTBOPEHHI CMHTETUYHUX
JaHUX, a TAKOXX CTBOPEHHS TEXHiK ONTUMi3alliil LIbOTo MPOoLeCy.
I[TpaKTMYHMM 3HAYEHHSM 11bOI'0 HAPSIMKY € MOXJIMBICTh BIPOBaAUTH
CUMCTEMM IITYYHOTO iHTEJIEKTy Ta MAallMHHOI'O HABYAaHHSA y TaKi
JOMEHM XXUTTS, B IKMX Hapasi 1ie HEMOXXJIMBO. A TaKO0X,
3aCTOCYBaHHS y HAYKOBUX LOCIIKEHHSAX B IEBHUX Tajly3sX,
TTOKPAallleHHSI TeCTyBaHHS BXXe iCHYIOUMX MPOTpaMHUX 3abe3nedeHb
Ta MPOAYKTiB, sIKe J03BOJIUTD PO3LIMPUTYU MOXXJIMBOCTI pO3POOHMKIB
y CTBOPEHHI BJIACHMX IIPOTOTHUIIIB y 06paHii rasysi 3 peaJibHOTO

XXUTTA.

OcHOBHa IpobyieMa CMHTETMYHUX HabOopiB JaHUX — 1je HabJaMu3uUTH ix

10 TIOAi6HOCTI 3 peasibHUM BUITaLTKOM BUKOPUCTaHHS, 0COBJIMBO
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BiZleo. Asie cripaBykHi Ipo6sieMy BUHMKAIOTh, KOJIM IIPOTHO3U
30CepenKyIOThCSI Ha APiOHUX AETaISIX, TAKMUX SIK PO3Mi3HABaHHS
06amnyusi. Kpim TOoro, peHzepinr foBrux ¢oTopeaysiCTMUHMNX Bifeo abo
306padkeHb MOXKe 6yTM HaZI3BMUYAHO BAXXKOIO oIepalliero. Ase 1ie
MO>XXHA TI0A,0/1aTH, HAaIpUKJIaZ, 3reHEPYyBaBIIM KapTU CerMeHTallil.
Mogesi, IKi MOXXYTb 6yTM HaBYEHi CMHTETUUYHMMU JaHUMMU,
06MeXXeHi HaCMYEHICTIO Ta «6araTCTBOM» OaHUX, SIKi MU MOXXEMO
otpuMaTu. II1o CTOCYEThCSI 306paXkeHb, sIKi CTBOPEHi 3a JOIIOMOT 00
IIporpaMHoro 3abe3snedyeHHs AJis1 3D peHAEpiHTy, TO € MOXJIUBICTD
TIOBTOPEHHSI 3HAaYHOI YaCTMHU PeaJIbHOT0 306pa)keHHsI 3aBASIKU

HayKOBOMY PO3yMiHHIO CBiTJIa Ta Qi3UKU.

Po3rsisiHeMO TaKOX JAesiKi iHIIi criocobu reHeparlii BisyaJbHUX
CUMHTETUYHMX JaHUX, OKPiM BMKOPUCTAHHS irpOBUX ABMXKKIiB, 11106
MaTy 6inblI TOBHY KapTMHY IlepeBar came 1bOT0 MeTO/AYy. BupizaHHs
Ta BCTAaBKa OZJHOT'O 306pa)ke€HHS B iHIIEe BUTISIZIAE SIK IIePCIEKTUBHA
izes B LbOMy IUIaHi. ¥ IbOMY acIeKTi € MOXXJIMBIiCTb Bupi3aTu Habip
NIpefMeTiB Ta MiACTABJATH IX L0 pi3HOMaHITHUX OTOYeHb. [IpobieMa
LIbOT'0 MeXaHi3My I10JIsIra€ B TOMY, 1110 Iie HaZI3BMYalfHO BAXKKO
BUpi3aTy Ta BCTABUTHU MpPeAMeT JOCTATHbO IPUPOAHIM Ta
peasiCTUYHUM BUTJISILOM; TOMY Lie IOTPebye J0AaTKOBUX
Mopudikalii 306pakeHHsI MeTogaMu ayrMeHTallii Ta
BIOCKOHaJIEHHS. 1le H HaZiTO BXKJIMBO pPO3MilllyBaTy 06’€KTU
IIPMPOJAHBO B IJI06aJIbHOMY MacliTabi 306pakeHHsI, ajie BaXXJIMBO
JOCSITTU JIOKaJIbHOTO peanidamy. CydacHi kiacudikaTopu 06’€KTiB He
TaK KPUTUYHO, 1106 MaTH 06’€EKT, HATIPUKJIAZ HA CTOJIi UM HA MMifJi03i;
OZHAK BaXXJIMBO 3MilIaTy 06’€KT SIKOMOra peasliCTUYHillle Ha
JIOKaJIbBHOMY TJ1i. HaBiTh IOCUTH HaiBHA BCTaBKa 06’€KTiB MOXe
JOIIOMOTI'TH NOKPAILMTY BUSIBJIEHHS 00’€KTIB y cCTeMax MalllMHHOTO
HaBYaHHS, 3pOOUBIIN 110 CyTi CMHTETMYHI faHi. HACTYIHUM KPOKOM Yy
LIbOMY HaIPsIMKY 6yJI0 6 CTBOPUTH BCTaBJIeHi 06’eKTU 6yTH
Y3roZpKeHMMMU 3 T€OMETPi€I0 Ta iHIIMMM BJIACTUBOCTSMU CLEHM. Y
IIbOMY KOHTEKCTi € Taki OKpeMi BUTIIaZKM, SIK HAIIpUKJIaZ, —
JIOKaJIi3allist TEKCTy, TO6TO BUSIBJIEHHSI 06’EKTIB Crelia/ibHO AJIst
TEKCTY, 110 3’SIBJISIETbCSA HA 306pakeHHi. OgHaK, yci i meTogu
BUIJISAZAIOTh He AOCTAaTHBO €eQEeKTMBHMMMU Ta LUBUAKUMMU, aJdKe

noTpebyroTh AyXke crienqupivHuX NigxoAiB Ao ix imnaemeHnTarii. Came
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TOMY 6yZleMO PO3IJIsifaTy caMe irpoBi ABMXKKM y SIKOCTi OCHOBHOTI'O

IHCTpyMeHTa.

OTXXe, IEpPLUIOYEPTOBOIO 3a5a4el0 € BUGip irpoBoro ABMKKa AJisi
CTBOPEHHS TeCTOBUX JaHMUX. By/ie pO3IJISHYyTO JIMILIE Open-source uu
YMOBHO 6€3KOIITOBHI pilleHHs, 60 AOCTyn Ta JineHs3ii 7o
KOMEPLiTHUX Ta BHYTPillIHiX ABVMIKKIB pi3HUX KOMIIaHil BifCyTHi.
JBIMDKKHU, Ki paloTh aule 3 2D rpadikorw (cocos2dx, godot Ta
iHwi) y gocaippkeHHi po3riasiiaTecs He 6yAyTh, 60 IMOCTaBIeHA 3ajaya
TIOJISITA€E y PO3IJISIHEHHI caMe 3aJIeXXKHOCTi GoTopeanicCTuuHUX edeKTiB

Jl0 pe3y/iIbTaTiB HaBYaHHS MOJIEJIEeN.

OCHOBHMMM pPillIEHHSIMM Ha PUHKY pillleHb ZIJI1 CTBOPEHHS irop €
Unreal Engine 4 (gasni - UE4, Unreal) Ta Unity. IIi ABMXKU €
OCHOBHMMM KOHKYPEHTaMM Ta 3HaXOJAATHCS y IIeperoHax, XTO 3 HUX
MOXXe Ha3uBaTuUCs Haubinei developer-friendly. Bonu my>ke CX0xi 3a
HabopOM MOXJIMBOCTEH, ajle peasisallis Ta NpiopUTeTU y HUX JOCUTD
pi3Hi. Unity € pimieHHsIM 6isbIII 3arajibHOTO NMPMU3HAUYEHHS 3 TOUKHU
30py Kpoc-1s1aTGOPMHOCTI, 1110 He € BUPIlIaIbBHUM GaKTOPOM Y
porisiHyToMy Bunaaky. UE4 -choKycoBaHMM Ha IPUCTPOI BMCOKOTO
kiyacy (PC, koHcoui PS Ta XBOX). Takox, Unreal 3apekoMeH/lyBaB
cebe y cTBopeHHi VR nporpam Ta BizyasibHUX epeKTiB y KiHOiHAYyCTpil.
OpHak, OfHi€l0 3 METPUK 3a SIKOK0 OYZLyThb OLIiHIOBAaTUCH Pe3yJIbTaTH €
yac peHZEepiHry Ta 06po6ku 306pakeHHs], ToMy Unity moxxe 6yTu
LIBUAIIMM y CTBOPEHHI flaHuX. ¥ 11boMy BuUnazgky UE4 Mo)ke CTaTu He

THYYKMM Ta HepeJIeBaHTHUM [3].

OToxe, BUAIISIEMO METPUKM 3a SIKMMM OyZieMO OL[iHIOBAaTM HaBYaHHS

Mo,u,eneﬁ 3 CMHTETUYHU OaHUMMA:

* TOYHICTb IIPOTHO3Y;

e ZleBaJIbBAllis Bify HABUAHHS MOJesiel 3a peaJIbLHUMU
OaHUMU;

e IIBUAKICTb CTBOPEHHS JAHUX;

e WIBUJKICTb PEHJEPiHTY;

» po3Mip cTBOpeHMX QalIiB;

» po3Mip omgHOTO «instance» pnJyis po60Tu cuctemMu (pPo3Mip
BUXiZHOTO KOAY ABMIKKIiB MOXXE 3aliMaTu BEJIUKY KiJIbKiCTb

Miciis).
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HacTynHuM eTanoM € BUJiJIeHHS TapaMeTpiB, sIKi MOXXYTb BIIMBATU

Ha pe3yJIbTaTU ¥ PaMKaxX OOCTYIHUX QYHKI[i ABVOKKA, TAKUX SK:

« popmaTtu Bukopuctanux mogesnei (OBJ, FBX To110);

e JleTaji30BaHiCTb TEKCTYP;

e UV po3roprka;

* PO3LIMPEHHS TEKCTYP;

» dopMaTu BUKOpUCTaHUX TEKCTYP (PNG, TGA, JPEG);

¢ BUMKOPUCTAHHS BiZleo UM 306pakeHb;

e aAANTUBHICTD mif pi3Hi TMNU 3azay;

e BUKOpUCTaHHA PBR TEKCTYyp;

e HaJIALLTYBaHHS IapaMeTpiB cBiTsia — Baked vs Real time;

* KiJIBKICTB JIDKEpeJI CBiTJa;

e HaJIAIITyBAaHHS MOCTIPOLIECUHTY KaMepHy;

e HaJIALITYBaHHS MO3UILil Kamepu (3yM, KyTHU OTJISIAY,
LIVMPUHA 06’€KTURBY);

* BUKOPUCTAHHS epeKTiB 4acTOK (mizpaxyBaHHs Ha CPU /
GPU);

e BMKOPMCTOBYBAHHS Pi3HMX NaWIJIaliHiB peHZepiHTy (y
Unity, nanpukiaz, HDRP - High Definition Render Pipeline,
LWRP - Low Weight Render Pipeline, UWRP - Universal
Render Pipeline);

¢ MapaMeTpy HaJIallTyBaHHS MaTepiaiB.

3 TOYKM 30py CMCTEMM HAaBUYAHHS MOJAesi Ajis kiaacudikariii

306pakeHHs, PO3IJITHEMO TaKi MOXKJIMBOCTI Ta ITapamMeTpu:

* IIBMAKiICTh HABYaHHS;

e CTMCHEHHS 300pa)keHb;

* TOYHICTBb NMPOTHO3iB (y NMOPiBHSHHI 3 IHIIMMM CUCTEMaMMN);

* MOXXJIMBiCTh BUKOPUCTOBYBATH 3TOPTKOBI HEVIPOHHI
Mepexi;

* MOXXJIMBiCTBb cermeHTallii 306pa’keHb;

* MOXJIMBICTb Bi3yasli3yBaTu pe3yjabTaTu.

Po3r/isHEMO OfHE 3 LIMX MMUTAHb. JIMHAMiuHa 3MiHa KiJIbKOCTi
TIOJIITOHIB MOXJIMBA JIMIIIE 3a HASIBHICTIO JEKiJIbKOX OZITHAKOBUX
MopeieN 3 pi3HuMM piBHAMM AeTasridanii. ¥ 3araJibHOMY CeHCi

KiJIBKiCTb TIOJIITOHIB HE € BOXXJIUBUM QaKTOPOM 3 TOUKU 30Py
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ktacudikariii 306pakeHHs1, 60 HaBiTh JII HU3BKOTIOJIIrOHAJIBHUX
MozeJiell OCHOBHA JleTasli3allist JOBOAUTHCS caMe Ha TeKCTypu. Tomy
eyl MOKa3HMK MOXXHa BBaXXATU BTOPMHHUM. JleTa1i30BaHiCTh
TEKCTYP BU3HAYAETHCSI HAGIVMOKEHHSIM [0 BUTJISIAY 3 PEQJIBHOTO CBiTY.
Ile focsiraeThCs 3a JONOMOro BuKopuctaHHs PBR (Physically Based
Rendering) - Habopy TexHiK Bidyasrizalii, B OCHOBi SIKMX JIEXXUTh
Teopist, HabMMKeHa N0 peasbHOI Teopii mommMpeHHs cBiTaa.JJj1s1 TOTO,
106 peHZep ABMXKKA MIr iHTepIrpeTyBaTu TEKCTYPY,saK GizvuHO
KOPEKTHY, ITIOTPi6HO CTBOPUTH HE TiJIBKM KapTy KOJIbopy (anbbeno),
ajie 11e ¥ KapTy HOpMaJiell, KapTy )XOPCTKOCTi, KapTy BUCOTHU, KapTy
MeTaJIeBOCTi Ta KapTy OKJII03ii. AHasi3 Ta peHJepiHr 3
BMKOPMCTAHHSIM LIMX KapT 3aiiMa€ HabaraTo 6isyblie yacy Ta mam’sri,
HiX 3 BUKopucTtaHHAM hand-paint, fe cBiTJIO Ta TiHi BMaJlbOBYIOTbHCS
Ha IIpSIMY B KapTy KOJIbOPY. AJle, IKIIO € MOTpeba B came
peasicTMYHOMY 306pakeHHi, TO iHIIOro crnocoby, OKpim
BUKOPUCTaHHS PBR, y JaHMI1 MOMEHT HeMae. ToMy, Crif,
IIpoaHaJIi3yBaTH eTanu Ta CTPYKTYpPy Pi3uHO KOPEKTHOTO
PEHZEPIHTY Ta 3HAMUTU MOXJIMBI onTMMi3allii ssKi MOXXyTb
3HaZobuTHCAa y xoAi gociimkeHHs. TekcTtypa (kaprTa) aiabbezno
BMU3HAYaE AJIsI KOXKHOTO MiKcessl KOJIip oBepxHi a60 6a30By BilOMBHY
3[laTHICTb, SIKILO Lieil MiKceab MeTasieBuit. KapTa HopMaJsiei f03BOJIsIE
TIOCTaBUTH JJIS1 KOXKHOr0 GparmMeHTa MOBEPXHi CBOI0 HOpMaJlb, 1106
CTBOPUTMU 11103110, 1110 LisT MOBEepPXHs 6inplI BUITyKJIa. 3a3Buyan yci
iHIIi KapTH € MOXiAHMMM Bif, KapTM HOpMaJsel Ta MOXXYTb 6yTU
3reHepoBaHi 3a ii ;omomoru, 60 caMe BOHa HaJla€ OCHOBHY Bi3yaJibHY
dopmy Ta geTasnizaniipo. KapTa »XOpCTKOCTI BKa3y€, HACKIJIbKU
YKOPCTKA IIOBEPXHS 3HAXOAUTBCS B OCHOBI mikcesisi Tekctypu. ObpaHe
3HauyeHHS 3 TEKCTYPU XXOPCTKOCTI BU3HAYa€ CTATUCTUYHY OpPi€HTAallil0
MikporpaHei nmoeepxHi. Ha >XOpCTKilliil moBepxHi BUXOASATE 6inbIl
HIMPOKi i po3MUTi Bio6parkeHHsI, TOAI SIK Ha IJIaZKill MOBEPXHi BOHU
cdokycoBaHi Ta 4iTki. KapTa >KOPCTKOCTi iHTepPIpPeTY€EThCS Y SIKOCTi
XaOTUYHOTO PO3IOAiJYy MiKpOTPaHEN cepel, SKMX YaCTUHA CBiTa
TIOTJIMHAETHCS. MOXHA CKa3aTy, 110 Ui MiKporpaHi npezcrasjeHi y
SIKOCTi MaJIEHbKMX 3epKaJl CeEpef, SIKUX PO3Cil0€ThCS BXiAHUI MOTIK
CBiT/1a. Pe3y/IbTaTOM TAKOT'O PO3MIillleHHS € Te, 10 IPOMeHi CBiTia
PO3CiIOI0TBECA B Pi3HUX HANPsIMKaxX Ha >XOPCTKILINX MOBEPXHSIX, 110
TIPU3BOAUTD A0 6isbII ICKPABOTO 6J1MCKY. I HABIMakyM Ha TJIaKUX

IIOBEPXHSX IIPOMEHiM 3 6isbII0I0 BiporifHicTIO Bifji6’I0TECS B OZHOMY
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a6o mapasieJIbHUX HAMPSIMKaX, 10 LaCTh MEHII Pi3Kuit Bifg6IMCK.
KapTa mMeTaseBOCTi BU3HAYaAE, UM € MMiKCeJIb MeTaJeBUM, UM Hi.
3a/IeXKHO Bif, TOro, AK HaJalITOBaHMUI PBR ABMIKOK, MOXKHa 3aaBaTy
MeTaJIiuHiCTh, AK BiATIHKaMU Ciporo, Tak i TiJibKu iIBOMa KOJIbOpaMMu:
YOpHUM Ta 6inM. 3a3BMyail i KapTa BU3HAYAE, TO HACKIJIbKU
CUJIBHO 06’€KT MOJXKE Bi3epKaloBaTH CBiT/IO. UMM TEMHILINI
mikcesb TUM 6isblle CBiT/Ia BiH Bif6uBa€, HaSAIUM MOBEPXHi 6JIMCKY.
KapTa BMCOTH (TaKOX BifjoMa SIK BifobparkeHHSs Imapajiakca) €
KOHIIEMIi€10, aHAJIOTiYHOIO BiZlo6paXkeHHI0 HOpMaJiel, OAHAK Liei
METOZ, € 6L/IBLI CKJIAAHUM - Ta, 0TXKe, 6i1b1I JoporuM. Taki KapTu
3a3BMUYa BUKOPUCTOBYIOTHCS PA30M 3 KapTaMy HOpMaJiel, Ta 4acTo

BOHM 3aCTOCOBYIOTBCS JIsI HAJIAHHS AOAATKOBOI YiTKOCTi ITIOBEPXHSAM

4]

TaKUM YMHOM 6y pO3IJISIHYTi METOJAY CTBOPEHHSI CUHTETUUHUX
JaHMX 3a IIOTIOMOrOK irpOBMX JBMIKKIB, @ TAKOX MOXJIMBi GaKTOpPU
BIIJIMBY Ha pe3yJbTaTy MAIUMHHOIO HaBYaHHS Yy iHIIMX CUCTEMax B

KOHTEKCTi HaJIallITyBaHb TaKOi CUCTEeMM reHepallii.
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