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PEDEPAT

[TosicHroBanbHA 3amucka MIiCTUTh 62 ctopinku, 23 pucyHku,2l mictunr, 7

JKEpe 3a MIEPETiKOM MOCHIIaHb.

OPENGL, 3D TPA®IKA, PVIIM PEHAEPIHI'Y, MOJEJb
OCBITJIEHHA BLINN-PHONG, FLAT-SHADING, PHYSICALLY BASED
SHADING, DATA-ORIENTEDDESIGN

MeTroro AUIIIOMHOI poOOTH € JOCHKEHHS CyYacHUX MIAXOMIB [0
po3paxyHKy ocBiTieHHs 3DMopneneil miisi peHuepiHry rpadikud 3a JOTOMOIOI0
OpenGLAPI.

OcHoBHa yBara Oyjae 30cepekeHa Ha OMJBIAI Ta aHali3l alroOpUTMIB
PO3paxyHKY JIOKATBLHOTO Ta TJIOOAIBHOTO OCBITJICHHS, METOJIIB peai3allii mporecy
peHaepinry. Y xoai poOOTH PO3MITHYTO MOJIEN JIOKAJILHOTO OCBITJICHHS TakKi sIK:
flat-shading, Blinn-Phongshadingra PhysicallyBasedShading, a Takox crnocoOwu
po3paxyHKy €(heKTiB TJI00aIbHOTO OCBITJICHHS TaKUX SK TiHI Ta BIIOUTTS.

Po3pobneno  pymii  peHmepiHry 1o  JO03BOJIIE  Pealli30BYBaTH
0araToKOMIIOHEHTHHUH TPOIIEC pO3paxyHKy OCBITIICHHS B peajqbHOMY uaci. Ha ioro
OCHOBI peaji30BaHO OCHOBHI MOJENI OCBITJCHHS 1 MPOBEIEHO aHalli3 alrOpUTMIB

pO3paxyHKy OCBITJICHHS.



ABSTRACT

Explanatory note contains 62 pages, 23figures,21 listings,7 sources

according to the list of references.

OPENGL, 3D GRAPHICS, RENDERING ENGINE, BLINN-PHONG
SHADING MODEL, FLAT-SHADING, PHYSICALLY BASED SHADING,
DATA-ORIENTED DESIGN

The purpose of this thesis is to research modern approaches to 3D graphics
rendering using OpenGL API.

It will be focused on review and analysis of local and global illumination
models and methods of rendering process implementation. In the course of the
work different local illumination models, such as, flat-shading, Blinn-Phong
shading and Physically Based Shading were investigated alongside with
approaches to computing of global illumination effects, such as, shadows and
environmental reflections.

Rendering engine has been implemented to facilitate multicompoent real-
time rendering pipeline. Using this engine main shading models has been

implemented and shading calculation alrorythms were analysed.
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BCTVII

3D peHIepiHT ChOTOJIHI € HEBIJI'€MHOI 4YacTHHOIO HU(PPOBOi 1HAYCTpli Ta
MacoBO1 KYJbTYpU. AJTOPUTMU [JIi PO3paxyHKy oOcCBITJIeHHS 3D-00'exTiB cTanu
OCHOBOIO JJIsI CTBOPEHHS PEANICTUYHUX Ta PEBOJIOIMIMHUX Bi3yali3amiidi y pi3HHX
chepax. Y KIHOIHAYCTPil BUKOPUCTAHHS TaKUX AJITOPUTMIB J03BOJISIE CTBOPIOBATH
Ha/I3BUYANHO peayiCTU4HI cnenedeKTH, M0 PO3MIUPIOIOTh MEXI1 yABHU IisAnaviB. Y
IHTEpAKTUBHUX pO3Barax, TaKUX SK BIJEOIrpU, MPOCYHYTI TEXHIKH PEHAEPIHTY
pOOMSATH BIpTYaJIbHI CBITH )KUBUMHU Ta 3aXOILUTIOIOYUMMU. B 1H)KeHEpHUX 3ajayax TaKl
QITOPUTMHU JOTIOMAraroTh CTBOPIOBATH TOYHI MOJEN1 [JJisi TPOCKTYBaHHS Ta
CUMYJISIIIi, a Yy HAyKOBIM Bi3yamizaiii J03BOJIIIOTH OUIBIIE PO3YMITH CKJIAIHI
npupoaHi peHomenu. 3aranom, Tema 3D peHzuepiHry € Cy4acHOIO Ta JHUHAMIYHOIO
cheporo MTOCHiKEHb, 10 3HAXOIUTHCS HAa MEePETHHI TEXHIKW, MUCTEUTBA Ta HAYKH,
10 pOOUTH i1 HAI3BUYANHO IIKAaBOIO Ta BAXKJIUBOIO.

Kommnanii mo poO6asiTh ONpOAYyKTH A 1HAYCTpli Meaia-po3Bar po3poOJisiioTh
HOBI TEXHOJIOT1i, aJITOPUTMH Ta MIAXOAH A0 PEHIEPIHTY JJIsl TOCATHEHHS HAWUO LIbIIo1
sKOCTI cBOTX mpoaykriB.Cepen HaiOuTbn Bimomux ciin Buminutu Blender, 3dMax,
Maya—tiporpamue 3a0e3nedeHHs 10 J03BOJIE€ HAA3BUUAHO THYYKO MpAaIOBaTH 3
rpadikor0 i MHUPOKOTO CHEKTPY 3a/ad, Cepell SIKUX: PEHAEPIHT KapTUHOK BUCOKOT
SKOCTI, MYyJbTUIUTIKAaIisl Ta cTBOopeHHs 3Dmopenelr nna irop. LI mporpamu
BUKOpHUCTOBYIOThCs st Offlinepennepinry, mo o3Havae 1m0 reHeparis pe3yabTary
3aiiMae MOPIBHSHO 3HAYHOTO yacy. Takoxk € mporpamHe 3a0e3medyeHHs 1o J03BOJIsE
peamizyBati  OnlinepennpepiHr, mnpu sSKOMYy TeHepalis pe3yJibraTy 3aiMae
muticekyHau. Lle mo3Bossie Bi3yami3yBaTH CUMYJIALIT peaIbHOTO Yacy, Takl SIK iTpH.
Cepen nux HanOumem monyisipaumu € OGREI rpadivni migcucTemMu Takux irpoBHX
pymriiB sik Unityra UnrelEngine, sixi € HaiO b poBiqHUMU Y chepi peHACPIHTY Y

peaibHOMY Yaci.



He nuBnsiunch Ha HAABHICTh TAKUX MOTYKHUX IHCTPYMEHTIB AJISi CTBOPEHHS
Melila  KOHTEHTY, po3poOKa HOBOTO  MPOTrpaMHOr0  3a0€3MedYeHHs I
pennepinry3Drpadiku € Ham3BUUallHO akTyajdbHOM. Jly)Ke dYacTo KOMIaHii He
MOXYTh BUKOPHUCTOBYBATHM HAasiBHI MPOAYKTHU uepe3 (PiHAHCOBI, OpHUIUYHI abo
TeXHOJOT1uHI oOMmexeHHs. Cepel HAUOUTBII BIIOMUX MPOIMPIETAPHOTO MPOrPaMHOTO
3a0e3neueHHs JUIg peHaepinry € Renderman—pymiiii po3poOsieHuii KOMIIaHi€0
Pixarmis ctBopenHs crenedekriB aias kiHo Ta 3 Dmyastumikarii. AnvilNext, Duna,
Snowdrop, Disrupt—pymii po3pooneni Ubisoftms pisaux cepiii irop. Frostbyte —
pymriii po3pobsiennii kommaniero Dice Ha sikomMy po3pOOIAIOTBECS OUTBIIICTH irop
CTY1M IO 3HAXOASATHCS MMiJ KePIBHUIITBOM BuAaBHHUIITBA EA. I 11€if crincok qanexuii
BiJl TOTO 1IOOW OYTH TIOBHUM.

Meroto 111€1 poOOTH € OTJISIA AITOPUTMIB 1 AXOAIB 10 PO3PaXyHKY OCBITJICHHS
Ta peami3alliss CUCTEMH pPEHIEPIHry B peallbHOMY Yaci BUKOPHUCTOBYIOYU

OpenGLAPITa moBy nporpamyBanns C++.
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101744 IIAXOAIB PO3PAXYHKY OCBITJIEHHA

1.1. PO3BUTOK aJITOPUTMIB PO3PAXYHKY OCBITIICHHS

TexHikH poO3paxyHKY OCBITJIICHHA B peaJbHOMY 4Yacl paHillleé HaMarajiucs
IMITYBaTH BUTJISL PEAJbHOTO CBITY, MOKJIAJA0UMCh HA MPOCTI MOJENI, HAMPUKJIIA],
taki sk flatshading. Ilel miaxin 3a0e3nedyBaB 0a30BUN pIBEHb PEasliCTUYHOCTI, aje
HE BPaXxOBYBAaB CKJIQJHUX B3a€MOJIIH CBITJA 3 MOBEPXHAMHU. 3 PO3BUTKOM TEXHOJIOTIi
CUMYJISILT 3'sIBUJIACS MOXJIMBICTD 3HAYHO MOKPAIIUTH SKICTh 300pa)KeHHs, 10Jal04 1
IpiOHI merayi 0 MPOCTOi TeoMeTpii 3a JomomMororw TekcTyp. Hampukian, monens
ocBiTiieHHs1 Blinn-Phong no3Bosisina Ouiblll TOYHO 1MITYBaTH IOBEAIHKY CBITJA,
BpPaxOBYIOUM OJMCKM Ta pO3CIsSHHSA. XodYa 1€ CYTTEBO TMOKPAIIWJIO KIHIICBUN
pe3yJIbTaT, TaKi MiAX0 1 BCE I1€ HE IOCTATHRO JIETAILHO IMITYBalu MOBEIHKY CBITJIa
B pEaIbHOMY CBITI.

3 PpO3BUTKOM TMOTYXKHOCTI TpadiuHHX NPOLECOPIB 3'ABUIACS MOKIHMBICTD
OUIBII JETATbHO CHUMYJIIOBATH TMOBEAIHKY CBITJIa 3a JOMOMOTOI0 CTaTUCTHUYHHUX
monenel, takux sk physicallybasedshading (PBS). Ileit minxig O6a3zyeTbcs Ha
GbI3MUHUX MPUHIIMIAX B3a€MOJII CBITJIA 3 MarepiajlaMH, IO J03BOJISIE CTBOPIOBATH
CIICHU 3 PEATICTUYHUM OCBITJIEHHSM Ta TeKCTypamu. 3aBasiku PBS crano moximBuM
nepenaBaTh HIOAHCU BIIOUTTS, MPO30POCTI, PO3CIAHHS Ta IHIIMX XapaKTepHUCTUK
MarepiajiB, 10 3HAYHO MiJBULIUIIO PIBEHb Bi3yallbHOTO peanizMy y 3D rpadiri.

[lopiBHSIHO HENAaBHO  3'IBUJIACS  MOJXIIMBICTH ~ HEMUMOBIPHO  JI€TAJILHO
CUMYJIIOBAaTH TMOBEIHKY CBITJa B peaJlbHOMY 4Yaci 3a JIOMOMOIOI0 TpacyBaHHS
npoMeHiB (ray-tracing). Lls TexHoJOTisS 103BOJISiE BIATBOPIOBATH CKJIAAHI €(EKTH
OCBITJICHHS, Takl SK TOYHI BIZOUTTA, 3aJOMJICHHS, M'SKI TIHI Ta TJioOanabHE
ocBiTIIeHHs. Ray-tracing 3HauHO BIJIMHYJIO Ha SIKICTh 300paxkeHHa y 3D crenax,
HAOJIIKAOYU 1X BUIJISLA O PEATbHOTO CBITY. 3aBISKUH MOCTIMHOMY PO3BUTKY

rpadiuHUX TPOIECOPiB, III TEXHOJOTIA CTaja JOCTYIHOI [l 1HTEPAKTUBHUX
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3aCTOCYBaHb, TAKUX SIK B1JI€OIrpH, 3a0€3Meuylour KOpUCTyBauaM Oe3mnpereieHTHUN
PIBEHb pealli3My Ta 3aHypEHHS Y BIpTyalibHi CBITH.

Bapro 3a3HauuTH, 10 TpacyBaHHS MPOMEHIB PIIKO BUKOPUCTOBYETHCS ISt
PEHIEPUHTY BCi€l CLIEHH B pEaJbHOMY Yacl 4yepe3 HOro BUCOKY OOUMCIIIOBATIBbHY
CKIQAHICTh. 3aMiCTh IOTO, BOHO YacTO 3aCTOCOBYETHCA MJISI PO3PaXyHKY
BIIOOpaKEHb Ta HEMPSIMOIrO OCBITJCHHS, IO JO3BOJIAE JOCATATH BHCOKOTO PIBHS
pEATICTUYHOCTI B OKPEMHUX aclekTax 300pakeHHA. Takuil Miaxig Jae 3MOTy
KOMOIHyBaTH ray-tracing i3 TpaJuUIIMHUMH METOJAAaMHU PEHIEpPUHTY, 3a0e3neuyouu
OaaHCc MK SIKICTIO Ta MPOAYKTUBHICTIO.

binem TpagumiiftHi cmocobu peHAEpUHTY YacTo KOMOIHYIOThCA 3 IHIIUMHU
QITOPUTMaMHU JIJI1 PO3PAXYHKY crienudigaux eeKTiB, a Takox s 3a0e3rmeueHHS
OUTBIIIOTO TTOKPUTTSI alMapaTHOTO 3a0€3MEYEHHS I PO3PAXyHKY OOUYMCICHHS TaKuX
edpexriB. Hanpuknan, nns BinoOpakeHHS NPO30pUX OO0'€KTIB BUKOPUCTOBYETHCS
rpyna anroputmis, Bigoma sk Order-IndependentTransparency (OIT), mo no3Boisie
KOPEKTHO  OOYHCIIOBATH MPO30PICTh  HE3aJIeKHO  BiA  MOPSAIKY  OO0'€KTiB.
BinmoGpaxkeHHsT po3paxoBYHOTHCS 3a JIOTIOMOTOI0 aTOPUMY BiZoOpakeHb B TPOCTOPI
exkpanyScreen-SpaceReflections (SSR) abo kapt otouenns (Environmentmaps). s
CTBOPEHHSI TIHEH 3aCcTOCOBYIOThCS KapTu TiHed (ShadowMaps), ski 3a0e3medyroTh
MIBUAKUM 1 ePeKTUBHUM crocid TreHepyBaHHS M'AKUX a0o0 4iTKUX TiHed. Penpepunr
o6'emiB (VolumetricRendering) BUKOPHCTOBYETbCS MJii CUMYIISII MPOXOJKESHHS
CBITJIa Uepe3 CepeOoBHUIIE, 10 TI03BOJSE BIATBOPIOBATH Taki eeKTH, Ik TymMaH abo
CBITJIO, IO MPOHUKAaEe Kpi3b BoAy. Lli TexHosoTrii y MNO€JHAHHI CTBOPIOIOTH
OaraTomiapoBuUi MiAXid, 10 3a0e3medye OallaHC MDK PEANICTUYHICTIO Ta
e(heKTUBHICTIO.

He nuBisunch Ha MOKIHMBICTH BiIOOpakaTu IyXe JeTaii3oBaHl 00'€KTH,
MPOCTI MOJENI BCE 1€ YacCTO BUKOPUCTOBYIOTHCA. lle 0coOMMBO akTyanbHO ISt
peHnepunry rpadiku Ha MOOUIBHHX TPHUCTPOAX, 1€ OOYHCITIOBAIbHI pecypcu
oOMexeHl, ado Il CTHJII30BaHOTO 300pake€HHS, HAMPHUKJIIAI, TaKoTro, IO HACTiIye

MYJIBTHIUTIKAINHUNA cTWib. [IpocToTa Takux Mojerned M03BOJIIE JOCITTH BHCOKOT
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OPOAYKTUBHOCTI, 30epiraloud NpH I[bOMY €CTETUYHY MpPUBAOJIUBICTE y MexKax
3aJlaHUX CTUJIICTUYHHUX PAMOK.
Mogeni OCBITIACHHS MOJIUIAIOTBCA Ha JIOKalibHI 1 rioOanbHi. JlokanbH1

03paxOBVIOTh OCBITJIEHICTh OJHOTO 00’ €KTY, a IJI00aIbHI — BCIET CIIEHU.
9

1.2. JIokanpHI MOJEIN1 OCBITJICHHS

JlokanbHa MOJI€JIb OCBITJIEHHS SIBJIIE COOOIO MIAXIJl Y PO3PaXyHKY CBITJIIOBHUX
B3a€EMOJII Yy TPUBHUMIpHINA Tpadili, sIKHA OOMEXYETHCS MPSMOI0 B3aEMOJIIEI0 MK
JDKEpEJIOM CBiTJIa 1 TOBEpXHEK 00'ekTa B KOHKpeTHIW Touri. Lle# miaxin cBimomo
HEXTy€ HENpSMUMHU e(eKTaMu, TaKUMHU sIK OaraTokpaTHI BimOWUTTS ab0 pPO3CISHHS
cBiTia y cepenoBuii. JlokanbHi MOJEl OCBITJICHHS 3a0€3MeUyiOTh OCHOBY JJIs
YUCIICHHUX AJITOPUTMIB PEHJIEPIHTY, OCKUIBKYU iX 00UMCIIOBAIbHA MPOCTOTA 1 BUCOKA
e(eKTUBHICTh POOJATH iX OCOOJIMBO MPUAATHUMHU [IJIsi 3aCTOCYBaHHS B yMOBax
peaIbHOTO Yacy.

Onuc po3paxyHKy OCBITJIEHHS BapTO TMOYaTH 3 pPIBHSAHHSA PEHIEPIHTY.
PiBusiHHs penpaepinry (renderingequation) 1€ pIBHSIHHS, IO OMNHCY€E TJ00AbHY
MOJIeb OCBITJIEHHSI Y KOMIT'TOTepHIM rpadimi. BoHo BpaxoBye BCi MOXKIIMB1 B3aEMOJIIT
CBITJIa Yy CIICHI, BKJIIOUAOUW TpsiMi Ta HempsiMi edekTu, Taki sk OaraTokpaTHe
BIIOWUTTS, 3aJIOMJICHHS, PO3CISSHHS Ta HaBITh MOTJMHAHHS CBITJIAa B cepenoBwmimi. Lle
pIBHSIHHS ()OPMaNIbHO BU3HAYAE CBITJIOBUM MOTIK, IO I0CATAE TOYKHU Ha MOBEPXHI, SIK
IHTETpajl BCIX MOXJIMBUX HAMNPSIMKIB CBITJa, M0 HAAXOAWUTh 10 I[I€i TOYKH,
MHOXEHUW Ha BIAMOBIIHUN KoeillieHT BIAOUTTS a0o mepenadi Matepiaiy. 3aBlsiKu
CBOiMl YHIBEPCAJIbHOCTI, PIBHSHHS PEHIEPIHTY € KIIOYOBUM IHCTPYMEHTOM IS
CUMYJISIIIIT PEaNICTUYHOTO OCBITJCHHSA, ajieé Moro peanizaiis MoTpedye 3HAYHHUX
O00YHUCITIOBATLHUX PECYPCIB 1 CKJIAIHUX aJropuTMiB.Uepe3 111 0OMEXKEHHS PIBHIHHSI
PEHIIEpIHTY 4YacTO HE MOXXe OyTH 3acTOocOBaHE O€3MOCepeNHbO B peaibHOMY dHaci,
0ocoOJMMBO B IHTEpaKTUBHUX Jojarkax. Jlng BupimeHHs 1€i  npoOsieMu
BUKOPHUCTOBYIOTHCSI CIIPOIICHHS, 30KpeMa JIOKaJbHI MOJIEN1 OCBITIEHHS, SKI MOXHA

pO3MIAATH K anpOKCHUMAIli0 LbOTo piBHAHHS. JlokambHi Mozeni (OKYCYHOThCS
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BUKIIIOYHO Ha B3a€EMOJI1 CBITJIA 3 MOBEPXHEIO Y KOHKPETHIN TOYI, ITHOPYIOYHU BIUIHB
CBITJIOBUX B3a€MOJiH y BCiil cueHl. Xoya 11e 00MexXye iX TOUHICTh, BOHU J03BOJISIOTH
JOCSITTH MPUMHSATHOTO PIBHS pealli3mMy, 3HUKYIOUH BUTPATH pecypciB. TakuM YUHOM,
JOKaJdbHI MOJEN CTaloTh €(EeKTUBHUM KOMIPOMICOM MK (DI3UYHOKO TOYHICTIO 1

00YHUCITIOBATLHOIO €()EeKTUBHICTIO.

Bu3sHaueHHs piBHSIHHS PEHJIEPIHTY MOKHA MOJATH y HACTYITHOMY BHUTJISI/IL:

L,(x,w,) = L,(X,w,) + f fr (%, w;, w,)L; (X, w;) (w; - m)dw;
Q

TyrL, (X, w,)— BHXimHE CBITIIO Y HANpIMKYyw,Big Toukud X; L,(X,w,) —
CBITJIO, IO BHIIPOMIHIOETBCS JKepesoM; f,.(X,,w;, w,)— ABOMpOMEHeBa (YHKIIis
BinouBHOI 3matHocTi (BRDF); L; (X, w;) — BXigHE CBITJIO 3 HAMPIMKY w;; (w; * Nn) —
KOCMHYC KyTa MDK HAampsIMKOM CBITJIA ; Ta HOPMaJUII0 TOBEPXHI N; fﬂ —
iHTerpa mo micdepi Q.

JIBoripoMeHeBa b yHKIIIs BiTOMBHOT 3IaTHOCTI (BRDF,
BidirectionalReflectanceDistributionFunction) Bu3Hauae, sK CBITIO BIJOUBAETHCS
MOBEPXHEIO y 33J]aHOMY HAIPSIMKY W, 3aJIS)KHO BiJl HANPSAMKY Ma1al0yoro CBITIA w;.
BRDF € nenTpalbHUM KOMIIOHEHTOM PIBHSIHHS PEHIEPIHTY, OCKUIBKHA BOHA OIHCYE
B3a€EMOJIIIO CBITJIA 3 MaTepialioM MOBEPXHI, BPaXOBYIOUM HOTO BJIACTUBOCTI, TaKl K
TJIaJIKICTh, MIOPCTKICTh a00 MetamdHicTh. MarematnuHo BRDF BusnadaeThbcs sk
BITHOIIEHHS MDK I1HTEHCHUBHICTIO BIZOWUTOTO CBITJIa Yy HAmpsIMKy @, Ta
IHTEHCHUBHICTIO MaJal0uoro CBITIa 3 HAMpPSIMKY w;, HOPMaJli30BaHE Ha KyT MaJiHHS.
s ¢ynkmis 3abe3neuye (I3UYHO KOPEKTHHH OMUC BIAOWTTSA, JO3BOJISIIOUN
MOJICTIOBATH PI3HOMaHITHI onNTHYHI eekTHu, BKIoYaoun nudy3He Ta A3epKaibHE
BinOuTTs. 3aBasku BRDF piBHAHHA peHAEPIHTY MOXE BpaxOBYBaTH CKJAIHI
B3a€MO/IIi CBITJa 3 MOBEPXHAMH, IO CYTTEBO MIABUIIYE PEATICTUYHICT CUMYJIALIT
OCBITJICHHS.

Croporryroun piBHSHHA pPEHIAEPIHTY MH OyAeMO po3IiIiaaTtd pi3Hi Mojeni

OCBITJICHHA, 10 0a3yioThcs Ha HbOMY. OJHMM 13 TMEpHIUX CIPOIIEHb PIBHSIHHS
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PEHIIEPIHTY, SIKE BUKOPUCTOBYETHCA JJIS JIOKATbHUX MOJIENICH OCBITJICHHS, € 3aMiHa
iHTerpany mno miBcdepi, M0 BU3HAYAE CBITIIO, SIKE HAAXOAUTH 3 yCIX HANPSMKIB, Ha
CyMy KOMIIOHEHTIB, IO BpPaXxOBYIOTH JIMIIE CBITJO BiJ KOHKpeTHUX JiKepen. Lle
CIIPOIIEHHS JI03BOJIIE 30CEpPEAUTHUCS Ha OOYMCJICHHI CBITJIA, SKE HAJXOIUTh
0e3nocepeIHbO BiJl BUSHAYCHUX JKEPEN, HANPHUKIAA, TOUKOBUX a00 HampsMIICHUX
JOKEpell CBITJIA. Y TakoMmy MIAXOAl IHTerpad 3aMIHIOEThCS Ha TUCKPETHY CyMy, Jie
KOKEH JOJaHOK BIAMOBIAa€E BHECKY OJHOTO JKepesna cBiTia. Taka ampoKcHUMaIlis
3HAYHO 3MEHIIYe OOYUCIIIOBAJIbHY CKIAAHICTD 1 3a0e3neuye MBUIAIINN pOo3paxyHOK

OCBITJICHHSI, M0 OCOOJMBO BAXKJIMBO [UIA PEHACPIHTY B peaJlbHOMY 4dacl.

k
Ly(00) = Le(x@0) + ) f. (%, 04,0) L (X 0) (w; - m)

Jle k— KiabKiCTh KEpeT CBITIIA.
Ile enuue cnpomieHHs MmO OyAe CTOCYBAaTHCA YCIX PO3MISHYTUX MOJeENen
OCBITJICHHS, 1HI CIPOIIEHHS OyayTh B OCHOBHOMY BiIOyBaTHCS 3a PaxXyHOK 3MIHU

croco0y po3paxyHKy ¢ yHKIIIT BiIOMBHOI 3aTHOCTI.

1.2.1 Flat-shading

[lepmmm po3risiHeMO NPUMITUBHUN BUMAIOK, Y sikomy BRDF € koHcTaHTHOIO
dbynkiiero. Y takiit Moaent BRDF He 3anexuts BiJl HANPSMKIB W; Taw,, a PIBHAHHS
PEHJIEPIHTY CHPOUIYETHCS 10 3aJICKHOCT1 JIMIIE Bl IHTEHCUBHOCTI BXIJHOTO CBiTJIa
Ta KyTa MDK BEKTOPOM HOpMalli MOBEPXHI 1 BEKTOPOM BiJ MOBEPXHI 70 JHKepesa
CBITJIa, @ IOBEPXHs Ma€ JIMIIIE MapaMeTp KOJIbOPY 1 He MOKE BUIIPOMIHIOBATH CBITJIO.
Ile popmymroBaHHS JCKUTH B OCHOBI MOJiei OCBiTIeHHs, Bigomoi sik flat-shading.
Flat-shading 3abe3mneuye mpocTHii crnoci0 po3paxyHKy OCBITJICHHS, OCKUIBKH KOXKHA
rpaHb 00'€KTa Ma€ OMHOPITHUM KOJIp, SIKMA BU3HAYAETHCS OPIEHTALIEI0 TMOBEPXHI
o0 JKepena cBiTia.B Takomy Bumagky piBHSAHHS peHAEpIHTy Oyae MaTu

HaCTYHHI/Iﬁ BUTJIAL.

k
Ly(x00) = D L (% @) (- m)
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Pucynok 1.1 — Pe3ynbTaT po3paxyHKy OCBITJIEHOCTI MOBEPXHI chepu 3a

nomomoroto meroxy flatshading

He3Bakatounm Ha cBoro mpocToTy, Mojnenb flat-shading Bce 1mie 3HaAXOAUTH
3aCTOCYBaHHS y Cy4YacHIM KOMI'tOTepHil rpadimi. BoHa akKTHBHO BHKOPHUCTOBYETHCS
y CAD (Computer-AidedDesign) i DCC (DigitalContentCreation) 3acTocyHKax, ae ii
MIBUAKICTH 1 €EKTUBHICTH € KIfouoBUMH iepeBaramu. Kpim toro, flat-shading inomi
3aCTOCOBYETHCS Y CTHIII30BAHUX MOJIENISIX OCBITJICHHS, SIKl TOTPEOYIOTh Y3TOKEHOTO
Ta XYJOXXHBO MPOCTOrO BUTIIY, IO HACTIAYE TPATUIIHHUN MYyJIbTUILTIKAIIHHUN

a00 TEXHIYHUI CTHUJIb.
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Pucynok 1.2 — Ckpinmot rpu Monument Valley o Bukopucrosye flat-

shading sk OCHOBHHMI MiAXiT A0 PO3PAXYHKY OCBITACHHS

1.2.2.Moaenb ocBiTieHHs: biina-®onra

HacrymHoto € mogens ocitiends biina-®ounra (Blinn-Phong). PisusiaHs
pEH/IepIHTY Ma€ TPU KOMIIOHEHTHU: HAaBKOJIMIIHE, PO3CIAHE 1 BIIA3EpPKaJIEHE CBITIIO
(ambient, diffuse ta specular BinmmoBigHO). KoMnoHeHTa HABKOJUIIHBOTO CBITIA €
KOHCTAHTOIO 1 IMITY€ CBITJIO, IIO PO3CIIOETbCA B cepeaoBuli. Po3cisHe CBITIIO
MOJIEJIIO€ OCBITJICHICTh MOBEPXHI JKEPEIOM CBITJIA 1 BU3HAYAETHCSI KOCUHYCOM KyTa
MDK BEKTOPOM HOpMaJii MOBEPXH1 Ta BEKTOPOM Bil PparMeHTy MOBEPXHI1 J0 JKepeia
ceitima. L1 xoMmoHeHTa BimoOpakae CBITJIO, SIKE PO3CIIOETHCS PIBHOMIPHO Yy BCi
CTOpOHH. Bima3zepkaieHe CBITIO IMiTye BiTOOpakeHHS CBiTJIa BiJ TIOBEpXHi
reOMeTpii, SIKE KOHUEHTPYEThCS Y KOHYCI HABKOJO BIAA3EPKAJICHOTO BIIHOCHO
HOpMaJl TIOBEpXHI BekTopa M40 Jkepena cBitia. [lupuHa 1mporo KoHyca

BU3HAYAEThCA TMapaMeTpoM BiAOJMCKy (shininess), SKUH KOHTPOJIIOE CTYITiHB
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PO3MUTTS J3epKanbHOrO0 BinOUTTS.IloTiIM BCl TpH KOMIOHEHTH CYMYIOThCS, IO
BU3Havyae ¢iHanbHUM KoJip (pparmenty.llpu Takiii Mojeni po3paxyHKY OCBITJICHHS

PIBHSIHHS peHepiHTy Oyae copMyIbOBaHE TAKUM YHMHOM:
k

L(xw,) =L, +S, + z Sair D(0,@) + Sypee S(1, ;)
i

D(n,w;)=n - w;

S(n) wl; ('UO) = (norm ((l)l,+ (‘)0) . n)sShininess

v
norm(v) = —

v
HeSq.Saiff+ Sspec TaSshininess — Koe(ilieHTH HABKOJUIIHLOTO, PO3CISHOTO,
Bijyi3epKasieHoro cBitma 1 Bigbiamcky, D(m,w;) — OGYHKIS IO PO3paxoByeE
ocBiTieHicTs  (parmenty, S(n,w;,w,)— OJYHKIOIL 110 pO3PaxoBye KiJIBKICTH

BIJIZI3€PKAJICHOTO CBITJIA.

Pucynoxk 1.3 — Pe3ynbrat po3paxyHKy OCBITJICHOCTI MOBEpXHI chepu 3a

nonomoror meroay brnina-®onra
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Mopnens bnina-®onra 3abe3meuye OUIbII  pealliCTUYHE  OCBITJICHHS,
30epirarouu I0CTaTHIO OOUYUCIIIOBATIbHY €()EeKTUBHICTh /sl IHTEPAKTUBHUX JOJATKIB.
BonaOyna Haj3BU4yallHO MOMYJSIPHOIO 1O TMOSIBU MOJKJIIHUBOCTI BHUKOPHCTOBYBATHU
PhysicallyBasedShading (PBS) y peanbHoMy uaci. BoHa 103Bosisie 10CATTH BUCOKO1
SAKOCT1 300pa)K€HHs 3aBJSIKM CBOiM THYYKOCTI Ta 3/aTHOCTI 1HTETpyBaTH J10JIaTKOBI
edexTH, Takl sIK TeKCTypOBaH1 Marepiaiu, M'aki TiHiI abo Bigoaucku. Lle 3abe3mneuye
3HaUYHy BapiaTHBHICTh Yy HaJAMITYBaHHI OCBITJCHHS JJIsI JIOCSITHEHHS Oa)kaHOi

€CTeTUKH, poOsiuu Mojenb biaina-OoHra BaXXIMBUM €TarioM B €BOJIIOLIT PEHAEPIHTY.

1.2.3. ®i3uuHO 0OTPYHTOBAaHE 3aTEMHEHHS

®izuuno obrpynToBane 3atemHeHHs (PhysicallyBasedShading, PBS) — e
IHHOBAIIMHUN TAX1A 10 MOJETIOBAHHS OCBITJICHHS B KOMI'IOTEPHIN Trpadii, SAKUM
0a3yeThcsi Ha CTpPOTUX (I3MUHMX MPUHIIUIAX B3a€EMOJIi CBITJIAa 3 MaTepiajamu.
Bingminnoto pucoto PBS € ioro 3gaTHicTh BpaxoByBaTH MaTepiajbHi BIACTHBOCTI,
Taki IK MiKpOT€OMETPisl MOBEPXHI, MOPCTKICTh 1 METAIIYHICTD, IO JI03BOJISIE TOCITTH
GI3MYHO TOYHOTO ¥ Y3TO/PKEHOTO BHWIJISAY MAaTepialliB HE3aJIeKHO Bl YMOB
OCBITJICHHS.

s Momenb OCBITIIEHHS BBOJUTH MOHSITTS MIKpO(aceTOK 1 BU3ZHAUYae€ HOTO SIK
MIKPOCKOTIUH1 MOBHICTIO TUIACKI €JIEMEHTHU TMOBEPXHI $KI TMOBHICTIO BiIOWUBAIOTh
CBITJIO 10 Majgae Ha HuX.Mikpodacerku y PBSmaroTs po3mipu 3Ha4yHO MeHI 3a
MIKCEJb, KOJIP SIKOTO PO3PaXOBYETHCS MMiJ] Yac OOUMCICHHS OCBITJICHHS, 1[0 JO3BOJISIE
pO3MIISLIaTH TOBEPXHIO 3 TOYKHM 30PY CTATUCTHUYHUX MapaMeTpiB SIKI BU3HAYAIOTh
HOPSIZIOK 1 OPIEHTALII0 MIKpO(ACETOK Ha MOBEPXHia TAKOXK KUIBKICTh MOTJIMHAEMOIO
Ta BIZOMBAEMOTO CBITJIA.

KirouoBa ocobmuBicTh PBS — 1ie akiieHT Ha mapameTrpl MIOPCTKOCTI, SKUN
0e3nocepeHLO0 BIUTMBAE HA PO3MOJIT MiKpodaceTok Ha MmoBepxHi. ['agki moBepxHi
CTBOPIOIOTH YiTKi, A3€pKajibHI BIAOWUTTSA, TOMAl SIK MIOPCTKI — PO3CIIOIOTH CBITIIO,
CTBOpIOIOUM M'siki, po3muTi BimOnucku. Kpim Toro, PBS inTerpye mnapamerp

METAJIIYHOCT1, SKUW JO3BOJIIE KOHTPOJIIOBATH, YM TOBOJUTHCS MaTepian sK
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JieNeKTpuK abo MeTall, 110 3HAYHO PO3IIMPIOE Jlana3oH AOCTYNMHHUX MaTepiaiiB y
PEHIEPUHTY.

Henrpansuum kommnoHentoM PBS € nBompomeneBa ¢yHKIis BiAOUBHOT
s3matHocTi( BidirectionalReflectanceDistributionFunction, BRDF), sxa omucye
B3aeMoJlif0 cBiTia 3 moBepxHew. BRDF B PBS dopmyeTbcs Ha OCHOBI 3aKOHIB
30€peKeHHsI €HepTii Ta BpaXxoBye CKJIaAHI e€deKTH, Takl AK BinOuTTs dpeHens, sKi
3a0€3MeuyoTh MPaBUJIbHY MOBEIIHKY MaTepialiB MiJ PI3HUMU KyTaMU OCBITJICHHS.
Takuit piBeHb JAeTajizalii J03BOJIIE PEATICTUYHO  BIATBOPIOBATH  ONTHYHI
XapaKTEePUCTUKU MaTepialliB — BiJ MATOBUX JI0 A3E€PKAIBHUX.

Y skocri BRDFy PBSsukopucrosyiotrs ¢opmyiny Kyka-Topencaska mae

HACTYITHUM BUTJISL:

k
ﬁ* (X» » Wi,y (1)0) = z kd flambert + fCookTorrance(wi» (1)0)
i

kd =1- Smetallic

_ Saifr
T

flambert

DFG
fCookTorrance(wi'wo) = 4(600 . n) (wi -n)

He Kk;— xoedimieHT cBiTIa IO PO3CIFOETBCA B Matepiam, Serallic
Koe]iIieHT MeTam4yHOoCTl, D— (QyHKIST HOPMaJBHOTO PO3MOALTY, IO PO3PAXOBYE
BIAXWIEHHS MiKpodaceToK BiJ BEKTOpYy IiJealbHOTO BiAOMMCKY,F — pIBHAHHA
Openens, sika BU3HaYae Koe(dileHT BIAOIMCKY B 3aJ€KHOCTI Bl KyTY MOTJISIAY Ha
noBepxHio, G — QyHKIIS reoMeTpii sika po3paxoBye KUIbKICTh BiIOOpaKEHOTO CBITJIA
sike OyJie 3aTiHEHO MIKpodaceTkaMu Ha MOBEPXHI FEOMETPIi.

OyHKIIE HOPMAJIBHOTO PO3MOALTY PO3PaXOBYE BIACOTOK MIKpOQaceTok fKi
BUPIBHSIHHI 3 BEKTOPOM 1J€aJIbHOTO BIAOJMCKY Ha TMOBEPXHI O0’€KTY 3TiIHO 3
napaMmeTpoM  IMIOPCTKOCTI. BekTop imeanpHOro  BIAOJUCKY  sIBIsie  COOOIO
HOpPMAaJTi30BaHUU BEKTOpP CYMH BEKTOPY Bix ¢pparMeHTy 1o crorisgaada (V) i BEKTOpy
nainas citia (1):

h=norm(v+1)
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Haii6inpi1  po3nOBCIOKEHOI0 (POPMYJIOI0 AJii  PO3PAXYHKY HOPMAIbHOTO
pO3MNOiTy JUIA pEHACPIHTYy B peasbHOMY Yaci € Trowbridge-Reitz GGX ska mae

HACTYIHUM BUTJIA;

1"2

D(nhr) = G2 = 1) 5 1)

OyHKII TeoMeTpii po3paxoBye caMO3aTIHEHHS TIOBEPXHI Ha PIBHI
MikpodaceTok. s 1bOro BUKOPUCTOBYIOThCS JB1 (YHKIII, Mepiia 3 HHUX, sKa
BUKOPHUCTOBYETHCSI JUII  PO3pPaxXyHKY KOe(IllieHTYy 3aTiHeHHS Yy HamIpsIMKY

aBiAMoBiIHO 10 3HaYeHHs mopcrkoctine Schlick-GGX:

n-a
Gseni ,a,K) =
SChlleGGX(na ) (n-a)(1-Kk) +k
_ (a+1)?
-8

Jam BukopuctoByeThcsi MeTon CwmiTa i pO3paxyHKy CaMO3aTiHEHHS
MOBEPXH1 SIK y HANPSAMKY JO CIOTJIsjgada, Tak 1 B HANPsAMKY MHajaiHHSA cBiTia. B
pe3ynbTari GYHKIIIS TeoMeTpii Mae HACTYITHUI BUTIISA:

G, v,1,K) = Gscpiickcox (M, v, K)Gsepiickaex (1,1, K)

Ocrannboro komrnoHeHTOl0BRDFe kommnonenta piBusinaa Openens. [ns
PEHIEPIHTY B peaJbHOMY 4Yaci BUKOPUCTOBYEThCs anmpokcumailisi [llnika. Bona mae
HACTYITHAM BUTJIST:

F(hv,Fg) = Fo+ (1= Fo)(1— (h-v))°

e Fy — koedIieHT BiIA3E€pKAJICHHS MiJl TPSIMUM KyTOM.



Pucynoxk 1.4 — Pe3ynbrar po3paxyHKy OCBITJIEHOCTI IOBEpXHI chepu 3a

nonomMoror metoay PBS

Pucynoxk 1.5 — Psa cdep 3 pisHuMEU mapameTpamu mopcTkocTi Bif 1 3miBa 1o 0

crpaBa

Pucynok 1.6 — Psig cdep 3 pisHuMuU napameTpamu MeTanigaHocTi Big 0 31iBa 10

1 cnpaBa

PBS Takox BIAMIHHO MpaIlfo€ Y 3B'SI311 3 OCBITJIEHHAM Ha OCHOBI 300pakeHb
(Image-BasedLighting, IBL), BuxopucroByroun HDR-kaptu cepenoBuina s

MOJICTIFOBaHHS CKJIQJIHUX 1 JWHAMIYHUX CIlieHapiiB ocBiTiaeHHs. lle 3a0e3meuye
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BHCOKY pEaJliCTUYHICTh, OCOOJIMBO B YMOBAax 3MIHHOTO OCBITJICHHS, 3aBISKU
TOYHOMY BIITBOPEHHIO CBITJIOBHX B3a€MOJI1M MK MaTepialiaMu 1 OTOUEHHSIM.

[losea PBS y peHnepiHry peaspHOrOo 4Yacy cTajla MOXJMBOI 3aBJISIKU
3HAYHOMY IMporpecy B TexHojorisx rpadiunux npouecopiB (GPU) Ta anropurmax
ontuMizaiii. Meronuku, Taki sk BinkjageHe 3aremHeHHs (deferredshading) 1
nomnepeaHbo obvucieHe ocBitieHHs (pre-computedlighting), mo3Boamnu edeKTUBHO
peanizyBaru PBS HaBiTh y Benukux i cknagHux cueHnax. Takum unHom, PBS He nuiie
CTaB CTaHAAPTOM [l BUCOKOSIKICHOTO BI3yalli3yBaHHsS B TaKHUX raiys3sx, SIK irpoBa
1HAycTpis, KiHemaTorpad i BipTyalibHa peajbHICTh, ajie 1 BIIKPUB HOBI MOKIIMBOCT1

JUT CTBOPEHHSI (POTOPEANICTUYHHX 300paXEeHb Y PeasbHOMY Yaci.
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1.3. I'moGanbH1 MOieI1 OCBITJIEHHS

['moGanbHl MOJEnl I KaTeropis METOIIB OCBITJIEHHS SKI PO3pPaxOBYIOTh
OCBITJICHHSI BPaXxOBYIOUH CTaH BCI€T CI[€HH, 11€ JO3BOJISIE pO3PaxOBYBaTH Takl €(eKTu
K T1HI, HETIPSIME OCBITJICHHS Ta BIMOOpaKeHHS. €IUHOI0 MOJEIITIO OCBITIICHHS SIKOIO
MO>KHA TIOBHICTIO PO3paxyBaTH BCIO ClIEHY 0€3 BUKOPHUCTAHHS JIOKAJIbHUX MOJENEH €
ray-tracing. Ilpote, sk BXe 3rajyBajocs BHWIIE, 1€ BCE IIe HaA3BHYAiHO Iopora
omiepartisi 3 TOUKH 30py po3paxyHKy. Tomy 3a3BHUail BUKOPHUCTOBYIOTHCS MITXOH SK1
peani3yloTh PO3PAaXyHOK BIUTUBY OJIHOTO KOHKPETHOTO €(EeKTy 1 MOEIHYIOTH 1€ 3
JOKAJIbHUMU MOJICISIMU OCBITJICHHS. Y IbOMY PO3JAUIL MU PO3IIISTHEMO JEKiIbKa

QITOPUTMIB PO3PAXYHKY €()eKTiB II100aIBHOTO OCBITICHHS.

1.3.1.Kaptu tinei

Kaptu Tineir (Shadowmaps) BUKOPUCTOBYIOTBCS IJIi PO3PAXyHKY TiHEH Bif
1HIMX 00’€KTIB a00 Bix caMmo3aTiHeHHA. JIJig [bOro ClieHa BiAMATbOBYETHCS 3 TOUKHU
JDKEpelia CBITJA 1y TEKCTypy 3alUCyEThCs JUCTAHINS 10 HalOmmKk4doro gparMenry,
i Tekctypa 1 € Kaprowo TiHed. Ilicms uporo wmarpunsg Tpanchopmamii y
KOOPJAMHATHUIN MPOCTIp JKEepesia CBITJIA MepelacThes M0 LICHaepy 1Mo po3paxoBye
OCBITJICHHSI KOKHOTO OKPEMOTO 00’ €KTYy y SKOMY MO3HIlis (PparMeHTy KOHBEPTYEThCS
y KOOpPJAMHATHUN MPOCTIp JPKepena CBITJIA MICHs YOTO MOPIBHIOETHCS TUCTAHINS
pO3paxoBaHOTO (parMeHTy 31 3HAaYEHHSIM B KapTl TIHEW 1 SKIIO 3HAYEHHA B KapTi
TIHEW MEHIIE 3a po3paxoBaHe HaMM 3HAYEHHS 1€ O3Hadae 10 Ieil ¢parMeHT
3HAXOJUTHCA Y TiHI 1 HAa HHOTO HE BIIMBAE I1€ JIKEPEIIO CBITJIA.

Takuit miaxig MoKe BUKIMKATH TMPOOJIEeMHU SKIIO KyT MaJIHHSA CBITJIA JYKe
TOCTPHii, Yyepe3 Te 10 Ha OJWH MIKCEIb Y KapTi TiHEeW Oy/ie MPUXOAUTUCS BEITUKUMN
CeTMEHT TeoMeTpii, 1 mpoOsiema HaszuBaeThcs Shadowacne. [y BHpIIICHHS IMi€d
npoOseMu 3a3BUYail  BUKOPUCTOBYIOTh JCAKAM MapamMeTp BIACTYIY, SKUU
MacumTady€eThCs BiJl KOCHHYCY KyTa MaJliHHS CBITJA:

b = by, (1-N)
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e nmae moBomi sIKICHUH pe3ydabTaT 1 AO3BOJISIE 3HAYHO MIABUIIUTH SAKICTh
KapTUHKH 32 MOPIBHAHO Majy LIHY Ha O0YUCIICHHS.

1.3.2.Kaptu otoueHHs

Kaptu oTOUeHHS BUKOPUCTOBYIOTBHCS [JIi PO3PaxyHKy BiloOpaxkeHb 1
HeTpsIMOTO OCBiTJIeHHA. KapTta OTOYeHHS mpeacTaBisie co0OI0 TEKCTYpy B SKY
3aMUCY€THhCSl OTOYEHHS 3 YyciX OOKIB, M0 pOOUTh PO3pPaXyHOK BioOpaxeHb
MOPIBHSAHO TPUBIAJIBHOIO 33Ja4el0, a/’)Ke MAl4M KapTy OTOYEHHS MO’KHa BUOMpATH

KOJIp BIAOOpaKEHHs HAMPsIMY 3 HET HE BUTPAYalOUH Yyac Ha BaXKK1 PO3PAXYHKH.

Pucynok 1.7 — Ilpukian kapTu OTOYEHHS

BukopucraHHs KapTH OTOYEHHS IJIsl PO3PAaXyHKY HEMPSIMOTO OCBITICHHS
notpedye neskoi mnpenoOpoOKu 300pakeHHs, IS I[bOr0 TOTPIOHO PO3MHUTH
300pakeHHsT 1100 3IMITYBAaTH PO3CISIHHSA CBITJa, 1€ JIO3BOJUTH OTPUMATH 3HAYHO
CTaOUTBHINII pe3yNbTaTH MPU PO3PAXYHKY OCBITICHHS aJKe JO03BOJHUTH YHUKHYTHU
CUTYyaIlil 1e IpH iMiTallii IpOMEHIB CBITJa SKi 3HAYHO PO3CIIOIOTHCS MU MOXKEMO

OTpHUMAaTH Pi3Hi KOJBOPH B CYCITHIX (PparMeHTax.

1.3.3. Poscisne 3atemuenns (Ambientocclusion)
[le#t migxim g0 rI00aNbHOTO 3aTEMHEHHS JIO3BOJIIE  PO3PaXOBYBATH
3aTEMHEHICTh TeOMeTpii sika 3HAXOJIUTHCA y MICHSAX KyJIHd NPOHUKAE HEAOCTATHBO

CBIT/a, a00 y MICHIX J€ II€ CBITJIO PO3CIIOETHCA B MPOTHJICKHY B CIOCTepirada
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cTopoHy. HalikpamuMm npukiagoM MOXyTb OyTH KyTH Y MPUMIIIEHHX, K1 3aBXIU
3/1alI0ThCSl TEMHIIIMUMHU Y€pe3 T€ IO CBITIO BIAOMBAETHCS BiJ OJHIEI CTIHU y APYTY 1
MOTIM 3HOBY y mepiny. Uepes 1ie crocTepirada mo CTOiTh y IEHTPI KIMHATH JOCATAE
3HAYHO MEHIa KUIBKICTh CBiTJa HDK Bif cepeauHu cTiHu. Cepen MiAXOIIB 10
PO3paxyHKy pO3CiTHOro 3aTeMHeHHs € Taki amroputmu sk: SSAO, HBAO Tta
HBAO+. B Toil yac sk BOHH JO3BOJIIIOTH TOKPAIIWTH SKiCTh 300paKCHHS BOHH
noTpeOyIOTh HE caMUX THIOBUX oO04uciaeHb Ha GPUmo BKo4YaroTh B cebe BHOIPKY
NICEBJOBUMAIKOBUX BEKTOPIB BiA (parMeHTy Ta 3HAXO/KEHHS TEpPeTUHy 3
TEOMETPIEI0 Yy HampsAMKy [bOTO BekTopa. Taki omepallii 3HAYHO 3HUKYE
e(eKTUBHICTh PEHAEPIHTY, Yepe3 1€ PO3pPaXyHOK PO3CITHOTO 3aTEMHEHHs 3a3BUYai
poOIIATh Ha eTami CTBOPEHHS reoMerpii. Xya0KHUKH CTBOPIOIOTH KapTy PO3CISTHOTO
3aTeMHEHHsS a00 MPOPaxOBYIOTH ii Ha eTari eKCTHOPTY, IO J03BOJSE HE BUTpaYaTH
pecypcH TiJl 4ac peHAEPIHTY 1 MPOCTO BUOMpPATH 3HAYEHHS 3 MPEANPOPAXOBAHUX

KapT 3aTCM HCHHA.

1.4 Mera Ta moCcTaHOBKA 3aBIaHHS

Mertoro mepenaTecTaiiHoi MPakTUKH € ONIIAAITOPUTMIB Ta MIAXOMIB 0
PO3paxyHKy JIOKaJbHOTO Ta TJI00anbHOTO  OCBITIeHHs 3DcueHu, peamizaiis
peHgepepy IO J03BOJIUTh BHUKOPUCTOBYBATH PIi3HI MIAXOIU JO PO3PAXyHKY

OCBITJIEHHS 1 pO3IIUPIOBATH HOTO JOAaBAHHAM PI3HUX €()EKTIB.

OcHOBHMH 3a71a4aMHu POOOTH €:

- AHani3 arOpUTMIB PO3PaXyHKY OCBITJICHHS ;

- Peanizaris mporecy perunepinry Ha ocHoBi OpenGLAPI;

- Hanucanns meiaepis Ay po3paxyHKy JOKAIBHUX MOJIENIEH OCBITJICHHS ;

- Peanizaiiist po3paxyHKy TiHEH Ta B1IOOpaKEHb,
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2ITJIXO AW 10 PEAJIIBALIIPEHAEPEPY

VY nmaHomy po3fisii pO3TJIIHYTO1 MpOaHaIi30BaHO Pi3HI MIAXOAU 10 peani3aiii

pylito.

2.1 O0’eKTHO OPIEHTOBAHUMN MIAX1]

Haii6inpm nmomupeHuM crnoco0oM peanmizallii CTpYKTypU pYIlis PeHIEPIHTY €
00’€KTHO OpieHTOBaHMI minxif. BiH monsirae B TOMy MIOOM MPEACTaBUTU KOXEH
€JIEMEHT PYIIil0 1 KOXKEH €JEeMEHT CIICHM 3a JIOMOMOTOI0 1HTep(deiciB Ta KiaciB y

nporpami. JlaBaiiTe po3risiHEMO TUIIOBY peaii3allito KO)KHOTO 3 KOMIIOHEHTIB PYIIIIO.

2.1.1 Ba3oBa apXiTeKTypa pYIIio Ta peHaepepy

UMLaiarpama TUIIOBOTO PYIIito MMOKa3aHa Ha pUCYHKY 2. 1.

Geometry RendererState

A A
OGLRenderer

IRenderer

- m_state: RendererStae <t

DxRenderer

+ drawGeometry(Geometry): void

VkRenderer

ISceneNode ModelManager

A A
Engine

- m_renderer: IRenderer*®
- m_scene: |1SceneNode*

+ loadScene(string): void
+ drawBlinnPhong(): void
+ drawFlat(): void
+ drawPBR(): void

Pucynoxk 2.1 — UML niarpama pymrito
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Crniouatky posrisineMo iHTepdelic penaepepy. Cepelnl cBOiX AJaHUX BiH MICTUTh
JUIlle TOJie CTaHy peHaepepy. 3a3BUUail TaMm 30epiraerbcsi 3HAUEHHs (puariB Tecry
ryOMHU, BIICIYEHHS 3aJHIX TpaHel Ta iHuIi ¢aaru crady 3agaHoro APl. Takox nei
iHTepdelic BiAMOBITHWA 3a cTBOpeHHS OydepiB Ta Tekcryp Ha GPU. Bim mporo
1HTepdelicy HacHIYIOThCS KJIacH, 0 peasi3yloTh peHaepep aia KoHKpeTHoro AP,
BOHM MOKYTh MaTH JI0JIaTKOB1 MOJIA Ta METOM AK1 HEOOXimH1 juimie aysi mporo API.
O0’exT mo pearnizye iHntepdeiic pengepepy 30epiraeTbes y 00’ekTi kiacy Engine.
Engine e BucOkopiBHEBHI KJjac, 0 O3HAYa€ IO BiH HE 3aJIC)KUTh BiJl KOHKPETHOI
peamizarlii peaaepepy. Bin 30epirae cuieHy Ta BianoBigae 3a ii BinMaaroBaHHs. Takox
BiH BIZITIOBIZIa€ 3a yBECh MEHEDKMEHT pecypciB, 3a jornomororo ModelManager. Yci
BUKJIMKM Ha BIIMAJIIOBAHHS BIJOYBaIOThCS TaKOXX uepe3 Hboro. ToOTO BIH SBIsiE
co0010 OCHOBHY TOYKY JUIS YNPAaBIiHHSI PEHIAEPIHTOM. YC1 TeXHOJIOTIT Ta MiAX0au 3

JIOTIOMOTOO SIKUX Oyzie BiiOyBaTHCS BIIMAIFOBAHHS PEalli3yIOThCS Y IIbOMY KJIacl.

2.1.2 Cucrema reomeTpiii Ta MaTepiaib
OcHOBOI0, SIKOIO MPECTaBIEHI BCI 1aH1 y PyIIii IPpU UbOMY MiIXO1 € CHCTEMA
reoMeTpiii Ta MatepialiB, sika aOCTparyeThcs B iepapxito cuenu (Scenehierarchy).

UML niarpama 11i€i migcucreMu 300pakeHa Ha pUCYHKY 2.2.
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I1SceneNode * IMaterial
Shader
- m_childNodes: ISceneNode] + encodeMaterial(): void
- m_parentNode: ISceneNode™ )
- m_transformation: mat4 \Buffer !
+ loadData(veid*, size_1): void
+ addChildNode(ISceneNode*): void :
+ getParentNode(): ISceneNode* + useBuffer(BufferType); void H
+ gefChildNodes(). 1SceneNode™] Material
+ updateTransformation(): void + setBufferFormat(Format): void
+ sefTransformation(mat4): void - ambientColor - vec3
+ draw(): void diffuseColor : vec3
- specularColor : vec3
- shininess : float
- ambientTexture © I Texture*
- diffuseTexture : ITexture*
VertexBuffer VertexBuffer - specularTexture : [Texture*
- shader: Shader
- data: void* - data” void*
) i + encodeMaterial(): void
- sefBufferFormat() void - setBufferFormat(): void + setTexture(TextureType, ITexture™): void
+ use(): void + use()” void +setColors(vec3, vec3, vec3) void
+ setShininess(float): void
Geometry
- m_material: Material
- m_vertexBuffer: VertexBuffer e
- m_indexBuffer: IndexBuffer
+ sethaterial{Material) void
SceneNode + setVertexBuffer(VertexBuffer): void
+ setindexBuffer(IndexBuffer). void
- m_geometries: Geometry(] o + getMaterial(): Material
+ getVertexBuffer(): VertexBuffer
+ addGeometry(Geometry): void + getindexBufrer(). IndexBufrer

Pucynox 2.2 — Ilincucrema scenehierarchy

Ha wiit giarpami MokHa moOayuTH i€epapxito kinaciB. LleHTpalbHUM Ki1acoMm B
it miacucremi € kmac SceneNode. Bin Hacmiayerbes Big intepdeticy 1SceneNode,
KM peanidye mpocTopoBy iepapxiro (spatialhierarchy), mo BusHauae momokeHHs
SceneNodesignocuo ii parentnode. SceneNodemicTuth MacuB TeoMeTpiii (Kiiac
Geometry). Koxna 3 reomerpiii mictuth Oydep BepummH, Oydep iHIEKCIB, IO
HacninytoTh iHTepderic |Buffer, i peamisyrores ceran BiacHoro gopmary. Takox
KOXeH 00’ekT kiacy Geomtetry mictuth matepian. Ilin maTepiagom TyT po3yMieThes
HaOOp mapaMmeTpiB MOJEN OCBITJICHHSI LI0 BUKOPUCTOBYIOTHCS MPHU BiAMAaJIOBAHHI
i€l reoMeTpii. Y 1bOMY NPUKJIAA1 1 BUKOPUCTAB HaOlp mapameTpiB IJis1 PO3PAXYyHKY

ocBiTieHHs 3a moaeumo Blinn-Phong.



29

2.1.3 CucreMa MEHEI)KMEHTY aceTiB

CuctemMa MEHEMKMEHTY aceTiB BIJANOBIa€ 3a 3aBaHTAXKEHHS JTaHUX
HEOOXITHUX PYIIiI0, Ta iX BUBAaHTKEHHS, KOJM BOHM Oiablie He moTpiOHI. BonHa
peanizye aocTyn a0 (aigoBoi cMCTeMH Ta BIANOBIAAE 3a 3aBaHTAXKCHHS (aiiiiB
pisaux (opmatiB i crBopeHHs 00’ekriB kiacy SceneNode. UML niarpama ganoi

CHUCTEMH NPECTaBJIICHA HA PUCYHKY 2.3.

Texture Material Geometry

A~ F 3 h

TextureLoader

+ loadTexture(string): Texture

ModelLoader

+ loadMoadel(string); Geometry

ModelManager

ModelCache

A — cache: unordered_map

- m_modelCache

+ getModel(string)

Pucynox 2.3 — Jliarpama MeHeKepy aceTiB

[enTpansuauii kiac miei cuctemu ne ModelManager. 3a gomomMororw kiacy
ModelLoadersin 3aBaHTakye 00 ’€KTH TeOMETPIiid, 30epirae iX y Kelili, peali3oBaHOMY
y Burisaai kiaacy ModelCache, Ta xouBeptye B 00’ektn Tumy SceneNode. Takox

peanizye ¢pyHKIIOHAT 3BUIBHEHHS MICIISl B KeIlll, IPW HEJIOCTATKY am sITi.

2.1.4 TlepeBaru Ta HEAOJIIKH JAHOTO MIIXOAY
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Cepen mepeBar [OaHOro MIAXOAY CJIJ BIA3HAYUTH MOPOCTUM 1 Mpo30puit
iHTepdelic. BiH gyxe MIHIMATICTUYHUNA Yepe3 Te, IO OUIBIIICTh (YHKIIOHATY
aOctparoBaHo came Yy kiaci Engine. Bin BigmoBizae 3a 3aBaHTaXCHHA 1
BUBAHTA)XEHHS aCeTIB 3 MaM sITi, peali3allil0 KOHKPETHUX TEXHOJOTIi peHAepIHTy Ta
edexTiB. TakuM pyIIieM TyKe 3pyYHO 1 MPOCTO KOPUCTYBATHUCA.

Henonikom Takoro miaxoay € 3HauYHa HEMOBOPOTIMBICTH TaKOi apXITEKTYpPH.
[lepm 3a Bce, uepe3 Te MO0 ycCi peamizalii peHAEPIHTY CTalOTh MPHUXOBAHHMH 3a
iHTepdericom kiracy Engine, mpu HeoOXiTHOCTI peatizallii allbTepHATUBHOTO MIXO01y
noTpiOHO Oy/le BHOCUTH 3MIHM B KOJ PYIIiIO, 10 MOX€E BIUIMHYTH Ha HaIIMHICTH Ta
KOPEKTHICTh po00TH cucTeMu. TakoX clif BiA3HAYUTH, IO 4Yepe3 TaKy 3HAYHY
NPUXOBAHICTh JAaHUX 3a PI3HUMHU KJacaMu, Ta iHTepdercaMu, MOXYTb BUHUKHYTHU
npo6sieMu Mmpu crnpoOi BUKOPUCTATH TaKUM pyIIid y OUIBIIINA cucTeM1 (HampuKJiaji,
iHTerpyBaT pizuuHy cumyiiinio). OKpiM 1bOTO, Yepe3 Te L0 3a TaKOro MiJXOdy
ICHYIOTh KJIACH, SIK1 arperytoTh BEJIMKY KUIBKICTh PI3HOMAaHITHOI 1HQOpMaIlii, 3HAYHO
YTIOBUJIBHIOETHCS TIPOLIEC, TaK SK MPOI[ECOpP HE MAE 3MOT'M BUKOPUCTOBYBATH CBiil KeIl
y HailOuibn edexTuBHUI croci6. Yepe3d Te mio MK JaHUMH, SKi HOMy TOTpiOHI

30epira€eThcs 3Ha4HA KUIBKICTH IAHUX, 10 HE TOTP10H1 oMYy Tpu L1 3a1ayi.

2.2 Tligxin opientoBanuii Ha aani (Data-oriented design)

[linxim oOpleHTOBAaHMM HA JaHl YacTO TMPOTHUIIOCTABISAETHCA 00 EKTHO
OPIEHTOBAHMM ITJIX0JIaM, ajJe BCE XK BIH HE 3alepeuye peai3aliio 3a JOMOMOTOI0
lepapxii kyaciB. Anie Harojoulye Ha eeKTUBHIN OpraHizailii JaHuX AJis MiBUILCHHS
IIBUJIKOCTI AocTymy Ao mam a1l ais CPU.

3a MM MiJIX0/I0M, OJTHOMaHITHI JIJaH1 K1 OyJyTh BUKOPUCTOBATHUCS OJHOYACHO
MOBUHHI 30€piraTucsi B OJJHOMY MICIIl JJIs1 BC1i 00’€KTIB. Y CBOEMY UMCTOMY BHIJISI I
el Miaxia JeKJapye CTBOPEHHS JAEsAKOl KUIBKOCTI MacuBiB, IO TOCHITOBHO
30epiraloTh B MaM’sITI KOHKPETHY BJIACTUBICThH KiHI[EBOTO 00’ekTy. CaM 00’€KT mpu
TaKOMY MIAXO/1 SIBJIsi€ COOOI0 MPOCTHM 11eHTU(IKATOP, 3a IKUM BiIOYBa€ThCsa BiIOIp

3Ha4eHb 3 UMX MacuBiB. Lleil migxia piako BUKOPUCTOBYIOTH B TaKOMY BUTJISIIL.
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3a3Buyail  pPO3pOOHMKM HaMaraloThCS CTBOPIOBATH OUIBII  3HAWOMI  1HIIUM
po3poOHuKaM 1HTep(deicu 1 MOJIeTHIEHHS BUKOPHUCTaHHS PYyIIs, TOMY OUIBII
3BUYHOIO (opMoOrO0 € cucTteMa KommoHeHTiB. Komum o00’ext 30epirae MacuB
KOMIIOHEHTIB, 1110 Peai3yl0Th MOCUJIAHHS HA 111 1aH1 Y 1HIIUX TaOIUISAX.

PosrnsiHemMo — peanmizamiio  NoAiOHOT CHUCTEMHU 3  BUKOPHUCTAaHHAM  MIAXOIY

OPIEHTOBAHOTO Ha JIaHI.

2.2.1 bazoBa apxiTeKkTypa pyIIiio 1 peHaepepy.

UMVL niarpama pymrito Ta peHaepepy npeacTaBlieHa Ha pUCYHKY 2.4.

RendererState

A
OGLRenderer

IRenderer

- m_stale: RendererStae <
DxRenderer

+ setBuffer(Buffer): void
+ setTexture(Texture): void
+ drawPrimitives(PrimitiveType, unsigned int)

VkRenderer

Scene

A Engine

-m_renderer: IRenderer®
- m_scene: Scene*

Y

ScenelLoader

+ loadScene(string): void
+ drawBlinnPhong(): void
+ drawFlat(): void

+ drawPBR(): void

Pucynok 2.4 — UMLiarpama pyuiito Ta peHaepepy

Ak MoXHa moOauWTH, apXITEKTypa pEHAEepepy Maibke 1JeHTHYHA TiH, 10
300paxeHa Ha pucyHky 2.1. OCHOBHOIO BIIMIHHICTIO € Te€, IIO pEHAEpep TYT €

3HaYHO OUIBII a0CTPAaKTHUM 1y CBOeMY iHTep(delici mae nuiie 60a30Bi oneparlii, TOX
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ycsl JIOTiKa BiMaJFoBaHHs BiOyBaeThCs came y kiaci Engine. Takox cama ciieHa Tyt

npeAcTaBjeHa 1HIIUM THUIIOM, TIPO JETalIl OpraHizallli sKoro HaeThCs Aalll.

2.2.2 CucreMa reoMeTpiii Ta MaTepiaiiB
Jl1s MakcuMabHOTO 301JbIIEHHST €()EKUTBHOCT1 JOCTYMY /10 JIAHUX CHUCTEMA
€JIeMEHTIB CIICHHM OpraHizoBaHa He AyXKe I1HTyiTuBHUM uyuHOM, UMLniarpama

MpEICTaBJICHA HAa PUCYHKY 2.5.

Hierarchy
Transform

+ parent: unsigned int

+ childs: unsigned int] + transform: mat4

Material

Scene + ambient: vec3

+ diffuse: vec3
+ sceneHierarchy: Hierarchy(] + specular: vec3

+ geometries: Geometry([] + shininess: float

+ materials: Material[] + ambientTex: Texture
+ transforms: Transform(] + diffuseTex: Texture

+ spcularTex: Texture

Texture

A 4

Geometry

+ vertexBuiffer: Buffer Buffer

+ indexBuffer: Buffer

Pucynok 2.5 — UML niarpama cucremMu reomeTpiii Ta marepiajiiB npu data-

oriented migxoni

OcHOBHMM KJlacoM y wii migcucteMi € Scene. Bin 306epirae Habip MacuBIB,
KOXEH 3 KOTPUX MICTUTh TMOCHIIOBHICTh OJHOTHIIOBUX KOMIIOHCHTIB €JIE€MEHTIB
cuend. Kracy, mo mpeacraBisie e€IEeMEHT CIeHHW, Ha BiaMIHYy Biq 00’€KTHO
OPIEHTOBAHOTO TIiAXOAYy, TYT HEMae, MPHU I[OMY TIAXOAl €JEMEHT CIEeHH
NpEeICTaBJICHUN CYyKYITHICTIO BCIX CBOIX KOMIIOHEHTIB 3 pI3HMX MacuBiB. [Ipu nibomy
miaxo/i, HaOip KOMIIOHEHTIB, 1[0 MAalOTh OJHAKOBI 1HIEKCH B BIANOBIIHX MacCHBAaXx,
BITHOCSITbCSI JIO OJTHOTO €IEMEHTY CIleHH (TOOTO mMepIuii eJeMEHT Ha CIeHI

npezcraBiieHuii Habopom geometries[0], materials[0], transforms[0]). A crpykTypa
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X JICMCHTIB OpraHi3oBaHa 3a JOMOMOror kiacy Hierarchy, skuii 30epirae iHgekc

OaTbKiBChKOTO eyieMeHTa (parent) i macus iHgekciB airei (childs).

2.2.3 CucreMa 3aBaHTaKEHHS aceTiB

CucTtema 3aBaHTaKEHHS aceTiB Ma€ TaKWW CaMUM BUTJISA SIK 1 HA MAJIOHKY 2.3.
3MIHIOEThCSI TUIBKM THUII TOBETPAEMOTO 3HAYEHHS, AK€ MNPHU TAKOMY MIJIXO1
OpraHizailisi CHCTEMH €JIeMEHTIB CILEHM 3HA4HO BIAPI3HAETHCSI. Bapto nwiie
3ayBaXXUTH, 110 pOOOTa MO MEHEIKMEHTY CTpOKY 30epiraHHs aceTiB y maMm’sTi
3MeOUTBIIOTO TepeKiiagieHa Ha kiac Engine, y toi yac sk Sceneloadersiamosigae

JIMIIIE 32 3aBAHTAXKECHHS JIAHUX y MpOorpamy.

Texture Geometry Material

A A A

TextureLoader

+ loadTexture(string): Texture
A

Cache<T>
Sceneloader + addToCahce(T): void
+ loadScene(string): Scene + findinCache: T

Pucynoxk 2.6 — UML niarpama cucTeMu 3aBaHTOKCHHS aceTiB

2.2.4 TlepeBaru Ta HEIOJIKH TAHOTO MIAXOAY

Data-orienteddesign 0y  3ampomoHOBaHMN SK  pillleHHA  MpoOJIeMHu
e(peKTUBHOCTI oOpraHizamii JaHUX TMPU KIACUYHOMY 00 €KTHO-OpPIEHTOBAHOMY
minxoni. Yepe3 e, HOro OCHOBHMM HEIOJIKOM € Te, IO TaKuil MiAXiI HE JyxKe

3HalOMUN OUIBLIOCTI MPOrpamicTiB, yYepe3 L0 MOXKYThb BHUHHUKATH TPYAHOIIl 3
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BUKOPUCTAHHAM 0107110TeK 000yI0BaHUX 3 BUKOPUCTAHHAM Takoro auzainy. Takox
el MeToa Tmpomarye MiHIMi3alil0 BUKOPUCTAHHS BKa3IBHUKIB, 4Yepe3 Te& IIO
HENpSIMUKA JIOCTYN A0 Tam’siTi HE YTHII3ye MaKCHUMAalbHO €(QEeKTUBHO CHUCTEMY
cahceprefetching, sika peamizoBana Ha npouecopi. lle Mo)ke 3HAYHO MOTIPHINTH
THYUYKICTh CUCTEMU Yepe3 0OMEXKEHICTh MOKIMBOCT1 BUKOPUCTAHHS TIOJTIMOP(Pi3My.

3HAYHOIO TIEPEBArol0 TaKOTO IMIiAXOAYy € HOro Haja3BU4aiiHa e(eKTUBHICTH. [l
NPHKJIaay TOPIBHAEMO e()EeKTHUBHICTh OHOBJICHHS TpaHchopmalliii cueHu npu data-
oriented i object-oriented migxomax. Ilpu 00’€KTHO OpIEHTOBAHOMY MIJXOJI KJIac
SceneNode mae po3mip 176 Gaiiris (88 Oaiitu mist Marepiaiy, 32 GailT IS MaTPHITI
tpanchopmaniid, 32 Gaiitu nua OydepiB reomerpii, 16 GailTiB AJs BKa31BHUKIB I
opranizanii iepapxii cuenu, 8 Oaiirip mus vitable). Ilpu BenmmumHi kem JiHii y 128
0aifTiB MO’KHA TOBOPHUTH IO KOKEH pa3 KOJM MU HAMAaraeMoCs OTPUMATH JOCTYIH J0
HACTYITHOTO €JIEMEHTY, MU 3BEPTAEMOCH JI0 PI3HUX KEIIl JIiHIi, PHU IbOMY BHPOCTAE
BiporizHicte cache-miss, KoM [JaHi 3aBaHTaKECHI HA KEIl HAWHMKYOro PIiBHSA 1
BUHHUKAE MOTpebda 3aBaHTAXYBATH iX 3 KEIly BUIIOTO PiBHsA a00 ONEpaTUBHOI maMm SITi.
3a Takux 00CTaBMH 4ac AOCTyMy 10 mam’siTi Bupocrae Big 3 no 100 paszis. B cBoro
yepry TMpH MIAXJ0A1 OpIEHTOBAaHOMY Ha JaHl MH MaeMO MAacHB IILIBHO
OpraHi30BaHUX MaTpPHllb, IO Ja€ HaM PO3MICTUTH 4 Marpulll y keun JiHii. Ha Moemy
nporecopi  IntelCorel7-7700HQe 64 kinobaiiTk Kemry mepuioro piBHsA, 256
KUT00aMTIB Kelly Ipyroro piBHs 1 6 MerabaiT Kenry TpeThoro piBHs.3a TAKOTO PIBHS
KeIl TMepmoro piBHI Moxke MicTuTH ~360 00’eKTiB CHIEeHHM TpH 00 €KTHO
opientoBaHomMy minxoni 1 2000 marpuibs TpaHcpopmMalii Ipy MiAX01 OPIEHTOBAHOMY
Ha fAaHi. SIKmo B3STH MpUOIM3HI MOKAa3HUKHM JIOCTYIY J0 PI3HUX PIBHIB Kelly, e
JOCTYII JI0 KeIlly MepIIoro piBHS X1 = 3 I[UKJA MPOoIecopa, AOCTYII 10 Kelly IPyroro
piBHA Xp = 3 * Xy, a 10 TPETHOTO X3 = 5 * Xy, TO MM OTPUMAEMO 11O B TOW Yac KOJHU
gyac poctymy g0 2000 matpuik Tpancopmarii npu data-orientedmigxosi 3aiimae 12
000 nmkiiB, TO JOCTYI A0 TaKOi » KUIBKOCTI MaTpuilb TpaHcdopmarii mpu 0bect-

orientedmigxomi 3aitme 360 * 3+ 1080 * 9 + 560 * 45 = 3aitme 36 000 LUKIIiB.
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SPEAJIIBALIA PEHAEPEPY I TECTOBOI'O JOJATKY

Y upoMy po3nuIl MpEACTaBlIeHAa peani3allis peHaepepy Ha MOBI C++ 3

Bukopuctanasm OpenGLAPI.

3.1 Peauizariist peHaepepy

3a ocHOBY OyJO B3ATO TIAXil OPIEHTOBAaHWM Ha JaHi JJs 30UTbIICHHS
epexTuBHOCTI. byno BHECEHO 3HAYHI KOPEKTUBH y MIAXiN omucaHui Buie. Sk
ocHoBHUU APlnns peanmizamii pymis Oymno BuOpano OpenGLuepe3 Te mo BiH
noTpedye 3HAYHO MEHIIHUN 00’€M KOAY Ui OTpUMaHHS OaXxaHOTo pe3yJsbTaTy. Ae
3a HasBHOI Oprasizauii 3ajJuIIaeThcs MOXKJIMBICTH 1HTerpyBaTu iHmi APl takui sx:
Direct3D, Vulkan uu Metal. Jlnst 3arpy3ku aapec pynkmiii OpenGIAPI 3 dll daitny

BUKOPHUCTOBYETHCS Oi0mioTeka glad.

3.1.1 AGctparyBanns 00’ektiB OpenGL y knacu

Jlns OUIBIIOT 3pYYHOCT] Ta THYYKOCTI, abcTparyeMo HeoOXiJHI HaM 00 ’€KTH Y
KJIACH.

[MepiM po3riiiHEMO KJ1ac TEKCTYPH, L0 MpejacTaBicHuid y daiimi Texture.hy
OJIaTKy A.

VY HbOMY mpeAcTaBiieHl HAOOpU 3HAYEHb €NUM, K1 BUKOPUCTOBYIOTHCS MJIs
BCTAHOBJICHHSI MapaMmeTpiB (opmaTy Ta BimoOpakeHHS TeKCTypu. st cTBOpeHHs
TEKCTYpPHU JOCTATHHO 3aBAHTAXKUTU MACUB KOJIbOPIB MIKCEJIB B TaM’ATh Ta MepeaaTu
napaMeTpu TEKCTypU pa3oM 3 MacuBoM y (yHkirto create. Ila ¢yHKIis cTBOpUTH
00’€KT TEKCTYpH 3 BiAMOBiTHUMH mapameTpamu y nam’sti GPU, micis goro i1 MmokHa
OyJe BUKOPHCTOBYBAaTH BH3BaBIIM (YHKIIO SetActivei mepemaBiiu i 3HAYCHHS

BIJIMOBIHOTO CJOTY JIJISl MPUB SI3KU TEKCTYPH.
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Hamni, po3riasinemo 6ydepu. B OpenGL e aexinbka pizHux tumis Oydepis, ane
U1 Hac 1ikaBi Jsmme gBa: Oydep Bepmmn (vertexbuffer) ta Oydep iHmekciB

(indexbuffer). O6unsa Tuna Oydepis peasizoBani oaHuM Kitaccom Buffer.

classBuffer

{
public:
enumType

$/ERTEX,
INDEX

h
enumUsage
{

STATIC,
DYNAMIC,
j
voidcreate();
voidfree();
voidbind (Typetype)const;

voidsetData( Typetype,Usage usage,unsignedintsize,constvoid*data)const;
voidsetSub Data( Typetype, unsignedintoffset, unsignedintsize,constvoid*data);

private:
unsignedintm_bufferld;
¥

[Mpukmanx 3.1 — Knace Buffer

JIns BUKOpPUCTaHHS LBOTO Kjacy NOTpiOHO cTBopuTH Oydep BU3BABIIU
dbyHK1iro create, a moTiM 3aBaHTAXKUTH B HBOTO JlaHi 3a qonomorow ¢yxkiii setData.
[Ticns nporo knac BUAUMTH aMm ’siTh Ha GPUnuist 30epiranns nepeganux nanux. o6
naHi 3 Oydepa mepemaBanuch y IIeWaep MiJ] 4ac MaJIOBaHHA MHOro mMmoTpiOHO
npus’s3atu (bind) mo BimmosimHoro cioty (vertexbuffer, indexbuffer), nns 1poro
noTpiOHO BuKIMKaTh (yHKIi0 bind 3 BigmoBigHuMu maHuMu. IS BHIaICHHS
oydepy 3 GPU nmotpibHo BukiukaTu QyHkirito free.

VY Oydepi BepiiuH, OKpiM MO3UIlIH, MOXYTh 30epiraTucs pi3HOMaHITHI JaHi,
Taki SK: TEKCTYpHI KOOpPJHMHATH, BEKTOPU HOpPMai, KoJip Ta iH. Uepe3 1ie BUHUKAE
HEOOXI1JIHICTh SIKOCh po3miuyBatu Oydep 1 mosimomastu OpenGL mpo T1e sk

IHTepIpeTyBaTH JaHi sKi TaM 30epiraroThes. 3a 1e Bianosigae kiaac BufferState.

enumclassBufferDataType
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{
INT,

FLOAT,
VEC2,
VECS,
VEC4,
MAT2,
MATS,
MAT4,

%
structVertexAttribute

BufferData Typetype;
unsignedintoffset=0;
¥

structVertexFormat

{

std::vector<VertexAttribute>attributes;

unsignedintsize=0;

unsignedintbaseO ffset=0;

j3

classBufferState

{

public:

voidcreateBufferState(constBuffer* vertexBuffer,constBuffer* indexBuffer,constVertexFormat&format);
voidfree();

voidbound()const;
voidunbound()const;

constVertexFormat&getVertexFormat()const;
private:

VertexFormatm_format;
unsignedintm_vaold;

+
[Mpuknan 3.2 — Knac BufferState

Le#i knac 30epirae iHopmariito npo popmar Oydpepy. Dopmar npencraBiaeHui
K HaO1p aTpuOyTiB, BIACTYI BiJ Mo4YaTKy Oydepy Ta po3mip oaHiel BepuinHu. Koxen
aTpudyT MpeACTaBJICHUN CBOIM THIOM, Ta BIICTYNOM BiJ MOYarKy BepimuHH. s
Bukopuctanas BufferState nHeoOximHO cTBOopuTH Oydepu BepmIMH Ta iHAEKCIB,
3aBaHTQXHUTH B HHX HEOOXimHy iH(OpMaIlito, IMOTIM CTBOPUTH OO’E€KT THITY
VertexFormat 1 3amoBHHTH WOTO BIAIIOBIMHAMHA KOMIIOHeHTaMMu. [licias 1poro
HeoOXiaHO BHKIMKaTH (yHKIio CcreateBufferState i mepenartu it Oydepu paszom 3
o0’extom ¢opmary. Ilicns mporo crBoputhes o0’ekt BufferState, sxuit mae
MO’KJIMBICTh BUKOPUCTOBYBATH Oydepu 3 neBHUM (HopMaToM, HE PO3MIYarOuu HOTo
KOKEH pa3 Mpu NpuB’sa3yBaHHI Oydepis. Takoxk 1eil kiac mo30aBisie Hac NOTPeOH

npuB’sI3yBaTH Oypepu KOXKEH pa3 AJs BUKOPUCTAHHS, JOCTAaTHHO JIMILE BHU3BATH
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¢yukmiro bound wa 06’exti Ty BufferState i BiH aBTOMarm4HO mpuUB’sKE yCi
HeoOX1aH1 Oydepu.

OcranHIM 00’€KTOM SIKMIl MU po3riisiHeMo Oyze meiaepHa nporpama (dainu
ShaderProgram.h ta ShaderProgram.cpp y nmomarky A). IlleiinepHa nporpama
CKJIQJIA€ThCS 3 JIBOX CJICMCHTIB: BepinuHHOTrO (Vertex) ta ¢gparmentroro (fragment)
mreiaepiB (pparMeHTHHH MIeHep TaKOK Ha3UBAIOTH MikceJbHUM (Pixel) meitnepom).
Bepuauuii 1meiiep BUKOHYETBCS IS KOXKHOT BEPIIMHM KA B1AMaIbOBYETHCSA Yy
BIJIMOBITHOCTI 3 BMICTOM BEPIIMHOTO Ta 1HAEKCHOro OydepiB Ta paxye MOJIOKEHHS
BEepPIIMHM  HAa  €KpaHi Yy  HOPMAali30BaHUX  KOOpPJAWHATAX  MPHCTPOIO
(Normalizeddevicecoordinated a6o NDC). Ile koopauHaTé y TPUBHUMIPHOMY
NPOCTOPI SIKI 3HAXOIATHCS Yy Mexax [-1, 1] mo koxHiM 3 oceil koopauHar. SKiio
SIKach BEPIIMHA Ma€ KOOPJMHATH 1110 BUXOJSTH 32 e Jiana3oH, TO BOHA BBAKAETHCS
BEPIIMHOIO, 110 3HAXOJUTHCA 3a MEXKaMHu MOJisi 30py. TakoX BEpIIMHHUN IIelaep
MOKe TepefaBaTd 1HIII JAaHl y ¢parMeHTHH wmeiaep. PparMeHTHUNA 1Ieiaep
BUKIIMKAETChSl TIUIS €Tamy pacTepusallii s KOXHOTO IiKCeNss TeoMeTpii ska
BIIMAJIBOBYETChSI Ta PO3PAXOBYE KOIIP MIKCEIIO.

Ie¥ kmac MICTHTh BEIMKY KUIBKICTh METaJAaHUX JJIS MIABHUINCHHS 3PYyYHOCTI
fioro Bukopucranss. [lepr 3a Bce BiH MicTuTh iH(popmariito mpo inputlayout — todto
dbopmat BepmmHOTO Oydepy, K mpuiiMae el menaep, a Takox Hadoip oHIPOPMIB
JUTL BEPIIMHOTO 1 hparMeHTHOro po3paxyHky. FOuibopmu (Uniforms) — e mami, sxi
HE 3MIHIOIOTHCS Ha MPOTS31 BCbOI0 BUKJHMKY BiMalIOBaHHS, TOOTO HE 3aJ€KaTh Bijl
BEpPIIMH Ta 1HJAEKCIB. 3a3BU4ail dvepe3 IOHIGOPMH TEpeaaroTh 1HACKCH TEKCTYp,
Matpulli TpaHcdopmailiii Ta BIacTUBOCTI MartepiamiB. J[Jii BUKOPUCTAHHSA IIHOTO
KJacy BaM MOTPIOHO TepeAaTd KOJ BEpPIIMHOTO 1 (parMEHTHOTO MIEHIepiB 0
¢ynkii createShader. Ilicis 4doro BaM MHOTPIOHO q04aTH ycCi IOHIPOPMH SKi BU
30upaeTech BUKOPUCTOBYBATH. [licis 1{bOTO BM MOKET€ BUKOPUCTOBYBATH HICHIED,
BUKJIMKaBIIM (PyHKIO USe. J[ysg Toro mo0 mepegaTw 3HAYEHHS y MOTPIOHY Bam
foHipopMy, Bam mToTpiOHO BuUKIWKaTH Meron getVertexShaderUniform a6Go
getFragmentShaderUniform i mepenarm iomy Ha3By roHipopmu. Ileii meron

noeeptae 00’exkt tumy ShaderUniform sikuii miarpuMye OCHOBHI THUIIM J@HUX JJIS
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nepenayi y meuaep, Ajs BCTAHOBKM MOTPIOHOTO 3HAYEHHS, BaM MIPOCTO MOTPIOHO
NpHM3HAYMTH HOro Mmoo, 110 Bignosimae tumy (intValue, floatValue, vec2Value i Tak
nami). ITicas mporo mepematu 1kt 00 ekt y pynkimito setShaderUniform.

[le OyB octanHiil kiac, sikuii abctparyBaB 00’exkt OpenGL. Sk moxHa
nobavyuTH, 11 Kiacu He POopMYyIOTh SKYCh MEBHY l€papXit0 1 3aJIeKHICTh OJMH BiJl
OJIHOTO, 3a BHKJIIOUeHHsM Bumaaky BufferState skuii moBuHEH OyTH 3aJICKHHM Bif
00’exty Oydepy. Lle Oysno 3pobIieHO chemiaJlbHO A TOTO, 00 AaTH MaKCUMAJIbHY
THYYKICTh Y MUTaHHI MEHEKMEHTY pecypciB. AKe yepe3 Te, 110 y Nporpami HeMae
€IMHOTO KJacy SKHM BIAMOBiAa€ 3a CTBOPEHHS PECYpCiB, ICHYE MOXIUBICTH
CTBOPIOBAaTH BJACHI CHCTEMH MEHEIKMEHTY, SKi OyayTh OLIbII aJanToBaHl IMiA

KOHKPETHHUH TPOEKT.

3.1.2 Cucrema reoMeTpiii, MaTepiaiiB Ta €JEMEHTIB CLEHU

Cucrtema reoMeTpiil Ta MarepialiiB IpeaCcTaBIeHa MPOCTUMH CTPYKTYpaMH IO
30epiratoTh BiAmNOBiAHY iH(popmarito. Taka peamizaiis 103BOJISIE TOBHICTIO

JIeNIeTYBaTH BUKOPUCTAHHS IIUX JAHUX JIJIST PEHIIEPEpPY.

structMaterial

{

Texturediffuse Tex;
TexturespecularTex;
TextureemissiveTex;
TexturenormalTex;

glm::vec3ambient;
glm::vec3diffuse;
glm::vec3specular;
floatshininess;

13

structGeometry

{

BuffervertexBuffer;
BufferindexBuffer;
BufferStatebufferState;
unsignedintmaterial;
unsignedintindexSize;

I3
[Mpuknazg 3.3 — CtpykTypu Marepiairy Ta reoMerpii
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Marepian MICTUTh Hallp TEKCTyp Ta KOJBbOPIB ISl KOXKHOI 3 KOMIIOHEHTIB
mozeii ocBitienus Blinn-Phong, koedimieHnT 0rcKy, a TAKOK TEKCTYpYy HOpMalleH.
I'eomerpist micTuTh Oy(depu BepiIuH Ta 1HIEKCIB, 00 €KT cTaHy OydepiB, KUIBKICTh

BEPUIUH 1 17IeHTU(d1KaTop Marepiany.

structSceneStorage;

classSceneNode

{
public:
SceneNode();

conststd::vector<unsignedint>&getChilds()const
{returnm_childNodes;}

conststd::vector<unsignedint>&getGeometries()const
{returnm_geometries;}

constglm::mat4&getWorldTransform()const
{returnm_worldTransform;}

voidsetLocalTransform(constglm::mat4 &mat)
{m_localTransform=mat;}

constglm::mat4&getLocalTransform()const
{returnm_localTransform;}

voidupdateWorldTransform();

private:
std::vector<unsignedint>m_childNodes;
std::vector<unsignedint>m_geometries;
glm::mat4m_localTransform;
glm::mat4m_world Transform;
SceneStorage*m_storage;
intm_parentNode;

friendclassScene Assembler;

I3

structSceneStorage

{
std::vector<Geometry>geometries;
std::vector<Material>materials;
std::vector<SceneNode>nodes;

voidfreeStorage();

[Mpuknazg 3.4 — Cuctema eneMeHTIB CLIEHH

CucTteMa eJeMEHTIB CIICHH CKiamaeThes 3 kimacy SceneNode i SceneStorage.
SceneNode pemnpe3eHTye eyieMeHT mpocTopoBoi iepapxii (Spatialhierarchy). Bin
BIJIMOBIAA€ 32 MOIIUPEHHS TpaHc(opmaliii BiJ 0aThKIBCHKUX €IEMEHTIB 10 €JIEMEHTIB

TITEH, 3a e BIAIOB1IAIOTh nB1 MaTpHuIli TpanchopMmarii
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m_localTransformim_worldTransform. Ilepmia — me wmarpuns TpaHchopmarii B
KOOPJAMHATHOMY MPOCTOpi OAaThKIBCBKOTO €JIeMEHTa, a JApyra — B KOOPAUHATHOMY
npoctopi cBiTy (worldspace), BoHa po3paxOBYETbCS TMEPEMHOXKEHHIM MAaTPHIlh
TpaHchopmallii ycix 0aTbKIBCHKHX €JIEMEHTIB, TOUMHAIOYU BiJ] KOPHHOBOTO. Takox
el Kj1ac MICTUTh MacHUB 1HJIEKCIB €JIEMEHTIB JITeH 1 MacUB 1HJIEKCIB T€OMETPIi, sIKi
OynyTh BiAMalbOBaHI 3 ypaxyBaHHSAM TpaHchopMarllii 1bOro eleMeHTy. Takox
MICTUTCS 1HACKC OaThKIBCHKOTO €JEMEHTY Ta BKa3iBHHK Ha 00’ekT SceneStorage
SKA 30epirae 1ei eJIeMEHT CIleHHW. TaKoXX Cii BiI3HAYUTH (DYHKIIIO OHOBJICHHS
worldtransform — updateWorldTransform. Bona pekypcHMBHO NPOXOIUTHCSA TIO
JaHIIOTY OaThbKIBCBKMX €JEMEHTIB 10 KOPHBOBOTO €JIeMEHTa 1 OHOBIIIOE
TparchopMallio y KOOpAUHATHOMY MPOCTOPI CBITY.

O6’exT SceneStorage BukoHye (DYHKINFO KOHTEHHEPY JJISI BCiX JaHHWX CIICHH.
[Hnekcu siki BUKOPUCTOBYIOThCs B 00’ektax SceneNodeiGeometry BkasyroTh Ha
IHIEKCH camMe B MacuBax, o 30epiratoTbes B SceneStorage. ®dynkiis freeStorage

BUKOPHUCTOBYETHCS JJIs BUAAJICHHS PECYPCIB 110 30epiratoThest y SceneStorage.

SceneNode::SceneNode()
:m_localTransform(gim::mat4(1.0f))
,m_worldTransform(glm::mat4 (1.01))
,m_parentNode(-1)
,m_storage(nullptr)

voidSceneNode::updateWorldTransform()

{
if(m_parentNode==-1)

m_worldTransform=m_localTransform;
return;

}

m_world Transform=m_storage->nodes[m_parentNode].getWorld Transform()*m_localTransform;

}

voidSceneStorage ::freeStorage()
{
for(auto&geometry:geometries)
{

geometry.bufferState. free();
geometry.vertexBuffer.free();
geometry.indexBuffer.free();

}

for(auto&material:materials)

{
material.diffuseTex.free();
material.specularTex.free();

}
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geometries.clear();
materials.clear();
nodes.clear();

}
[Mpuknazg 3.5 — Peanizanisa cucTeMu €JI1E€MEHTIB CIIEHH

3.1.3 Kunacwu pymiito Ta peHaepepy

Knac pymrito npencrapisie co00r0 MPOCTHI KJlac KOHTEHHEp AJs 00’ €KTIB 110
peanizyioTh iHTepdeiic peraepepy. Pennepep npencrapieHuit y BUTISIAL iHTEpdeiicy
I TOTO 100 JO3BOJMTH PO3IMIUPEHHS cucTeMHu Oe3 Moaudikailii BXe ICHYHUYOT

JIOTIKH, 11€ Ia€ CUCTEM1 3HAYHY THYUKICTh HE )KE€PTBYIOU U HA1HHICTIO.

classIRenderer

public:
virtualvoidinit(){};

virtualvoidrender()=0;
virtualvoidshutdown(){};

~IRenderer()=default;
¥

[Mpuknanx 3.6 — [aTepdetic penaepepy

ITepdeiic penaepepy mpexacraBisie coOO MNPOCTUM aOCTpaKTHHM Kiac 3
TppoMa Metonamu. Jlas peamizaimii  11boro iHTEpdeicy OCTaTHBO MPOCTO

neperpy3ut QyHkiito render.
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classEngine

public:
voidaddRenderer(IRenderer*renderer);

voidrender();
voidshutdown();

private:
std::vector<IRenderer*>m_renderers;

I3
[Mpuknan 3.7 — Knac Engine

void Engine::addRenderer(lI Renderer*renderer)

renderer->init();
m_renderers.push_back(renderer);

}

voidEngine::render()
for(autorenderer:m_renderers)

renderer->render ();

b
}

void Engine::shutdown()
{

for(autorenderer:m_renderers)

{

renderer->shutdown();

¥
}

[Mpuknan 3.8 — Peanizanis kiacy Engine

Kinac Engine nwume Bukimkae MmeTonu iHTepdeiicy penpepepy. OcHOBHa

poboTa BiIOyBaeThCsl B KOHKPETHIN peanizalii peHaepepy.

constunsignedintMAX_BOUNDED_TEXTURES=16;

classRenderer:publiclRenderer

t
public:
structState

{

ShaderProgram*shaderProgram=nullptr;
BufferState*bufferState=nullptr;
unsignedintcurrentMaterial;

booldepthTestEnabled="false;
boolcullBackFace=false;

3
voidrender();

inlineconstState&getCurrentState()const
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{returnm_currentState;}
voidsetState (constState&state);

voidsetScene(SceneNode*scene,SceneStorage*storage);
voiddrawScene();

private:
Statem_currentState;
SceneNode*m_rootNode;
SceneStorage*m_storage;

b
[Tpuknan 3.9 — Knac penaepepy

Krnac pennepepy MicTuth B co0i 00’€KT CTaHy, Ta BKa3iBHUKH Ha KOPHBOBHUU
€JIEMEHT CLEeHW 1 Ha BiAMmoBigHUN SceneStorage. 3 iHrepdeiicy peHumepepy Lei
penjiepep mneperpyxkae jumie GyHkiio render tak sk He Mae 0COOJIMBOI JIOTIKH IS
iHimanizamii Ta 3apepiieHas poooTu. DyHKIS SetSCene mpusHayae CleHy Ky Oyne
BijoOpakatu 1ek pengepep. Pyskiis drawScene mnorpiOHa, SKIO MOTPIOHO
BIJIMAJTIOBATH CIIeHY B 00Xia BUKIUKY GyHkuii render B 06’exri Engine.

[Iporiec peHpepiHry B IIbOMY peHAEpepi BiIOYBAETHCS 3 BHKOPUCTAHHSAM TPHOX
¢yukmiii  encodeNode, encodeGeometryiencodeMaterial. ®ynkmis encodeNode
BCTAHOBJIIOE MATPUILL JJIs1 TpaHCopmaIlii reoMeTpiil y KOopAuHATHUM MPOCTIP CBITY,
¢yukiis encodeMaterial BctanoBIIO€ IOHIOPMH 11O BIiAMOBIAAIOTH BIACTHBOCTSAM
MmaTepiany reomerpii, QyHkiis encodeGeometry BcraHOBIIOE cTaH OydepiB Ta

pOOUTH BUKJIUK BiIMaJIFOBAHHS.

3.1.4 Cucrema 3arpy3Ku pecypciB

Cuctema 3arpy3kd pecypciB BialllTOBaHa CKIAJHINIE HDK TI 10,
00rOBOPIOBANKCH J0CI. YBECh eTam 3arpy3ku OyB po3OMTHI Ha JBa €Tamu: 3arpy3ka
CIICHM Ta aceMOJIHT CIeHHW. Take pillaHHA MOJXKE TOKpalIuTH e¢eKTUBHICTD
3aBaHTaXCHHS CIICHHU, TaK SK KOHCTpyroBaHHA 00’ekTiB OpenGLmoxnuBo nuiie B
OJIHOMY TOTOI, TOMY SIKIIO POOWUTH 1€ OJAHUM €TaroM, TO MOXHA BUKIHKATH
3aBHCAHHS PEHIEPIHTY, Yepe3 3aTPUMKHU YUTaHHA 3 ¢ainy. Takuil crnocid 103BoJsie
BUKOHATHU 3arpy3Ky iH(opmauii y iHIIOMY MOTOIl, a Koju iHdopmalls Bxe Oyzae
3aBaHTAKEHA y OINEpaTUBHY IaM’siTb BUKOHATH €Tall CTBOPEHHS 00’€KkTiB. 3a 1e

BiAMOBiAar0Th ABa Kiacu Sceneloader ta SceneAssembler.



45

Krnac ScenelLoader 3aBaHTaxkye cueHy 3 aity (mITPUMYIOTECS pi3HI
dopmaru, cepen skux: .0bj, .gltf, .fbx, .lwo) i cTBOproe 00’ext SceneData. fkuii
MICTUTh MAacUB JaHUX T€OMETpIil, TaHUX MaTepiayiiB Ta l€papxii €JEeMEHTIB CIICHHU.
3aBaHTaXCHHS BIIOYBA€EThCS 32 JOMOMOTOI0 0i10ioTekn ASSimp.

Bapto Big3Ha4uMTH TE€ 10 3aBaHTAXEHHS TEKCTYyp Bi0YBaeThbCs HE Ha eTarl
3aBaHTaXEHHA, a Ha erari acemOJiiHry. Ha nibomy erami mu 30epiracMo Juile Ha3BU
daiimis.

Ha erami acemOniHry Mu cTBOproemMo 00’ekT SceneStorage 3 gaHux IO
orpumyemo i3 SceneData. SceneAssembler no3Bossie 30uparu crieny 3 ¢aiiny, Tomi
BiH caMm ctBopuTh SceneLoader i 3aBaHTaxuTh SceneData, i gomaBaTH 10

SceneStorage o0’exTu CTBOPEHHI 3 YK€ 3aBaHTakeHoi SceneData.

classSceneAssembler

public:

voidcreateSceneFromFile(conststd::string&filename,SceneStorage &storage);
voidaddSceneToStorage(constScene Data&data,SceneStorage&storage);
voidclearCache();

virtual~SceneAssembler()=default;

protected:

virtualvoidadd GeometryToStorage(constGeometryData &geo mgetryData,SceneStorage &storage, unsignedintmaterilasO ffset=
0);

virtualvoidloadMaterialToStorage (constMaterialData &materialData,SceneStorage&storage);
virtualvoidaddNodeToStorage(constNodeData&nodeData,SceneStorage &storage, unsignedintnodeO ffset=

0,unsignedintgeo metryO ffset= 0);

TextureloadOrGetDefault(conststd::string&te xtureName,conststd::string&default Tex);

j

[Mpuknan 3.10 — Kirac SceneAssembler

Tak six 3MiHa mekaepy e ayxe gopora omnepaiis 3 Touku 30py GPU, pymiii
HAMaraeThcs PEHACPUTH K MOKHA Oijbie reoMerpii omHuM meinepom. s mporo,
SKIIO MaTepiall He Ma€ SKOiiCh 3 TEKCTYp, Kiac SceneAssembler renepye TekcTypu 3a
3aMOBUYYBaHHSM 1 BUKOPHUCTOBYE iX.

Ileii kmac cTBOproe Oydepu BepmMH 1 1HAEKCIB, 3amae ctaH OydepiB 3a
nomomoroto kinacy BufferState, 3aBanraxxye TekcTypu Ta CTBOPIO€ BHXITHHNA 00’€KT
SceneStorage.

3aBaHTaXCHHS TEKCTYp BiIOYBaeTbcs 3a JomomMororo Oibmiorekm  Stb.

Peanizanis kiacy TextureLoadernpeacraBieHa HUxKYE.
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Texture::ColorFormatgetColorFormat(intchannels)

switch(channels)

{

case 1:
returnTexture::R;

case 2:
returnTexture::RG;
case 3.
returnTexture::RGB;
case 4.
returnTexture:RGBA,;

}
}

boolTexture Loader::load(conststd::string&path, Texture*dst Texture)

intwidth, height,channels;
stbi_set_flip_vertically_on_load(true);
unsignedchar*data=stbi_load(path.c_str(), &width,&height,&channels, 0);

if(1data)

std::cout<<'[--ERROR--]"<<" Unable to load texture: "<<path<<std::endl;
returnfalse;

}
dstTexture->create(width, height, Texture: TEXTURE2D, getColorFormat(channels),(char*)data);
stbi_image_free(data);

returntrue;

}
[Mpuknan 3.11 — Peanizamis kinacy TextureLoader

Takox s KelryBaHHsA JAaHUX OyB CTBOpeHH mmabmonHuit kiac Cache<T>.

Bin mpeacraBisie coboro Habip CIHTATOH OO’€KTIB $K1 KEIIYIOTh JaHI 3aJaHoro

dbopmary.

template<typename T>
classCache

public:
staticCache<T>&get()

staticCache<T>cache;
returncache;

}

voidadd ToCache(conststd::string&id, Tres)
{

constauto&it=m_cache. find (id);
if(it==m_cache.end())

m_cache.emplace(id, res);
}
}



boolfindinCache (conststd::string&id)
constauto&it=m_cache. find (id);
if(it==m_cache.end())

returnfalse;

}

returntrue;

}

boolfindInCache(conststd::string&id, T&dst)
{

constauto&it=m_cache. find (id);

if(it==m_cache.end())
{

returnfalse;

}

dst=it->second;
returntrue;

}

voidclearCache()

{

m_cache.clear();

3

private:

Cache()=default;
std::unordered_map<std::string, T>m_cache;

13
Ipuknan 3.12 — Kimac Cache<T>

3.2 CTBOpEHHS TECTOBOTO JI0JIaTKy Ha OCHOB1 pO3pO0JICHOTO peHaepepy

3.2.1 AGcrtparyBanHsa niaTthopMu

Jlns aGctparyBaHHs miatgopmu OyB cTBOpeHUi abcTpakTHUM kiac App.

classApp

public:
voidsetName(std::stringname)
{m_name=name;}
virtualvoidinit()= 0;
virtualvoidupdate()= 0;
virtualvoidshutdown()= 0;
voidexec()

init();
while(!m_shouldClose)

{
update();
}
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shutdown();
}

protected:
std::stringm_name;
boolm_shouldClose;

3
ITpukmnan 3.13 — kmac App

Bin mpencraBisie co0oro aOCTpakTHMH Kiac, SKUA KOHTPOJIOE TIpoIec
BUKOAHHS jgonarky. Jlms peamsamii momarky ctBopumo kiac OpenGlApp. s
a0cTparyBaHHs IaTpopMu Oyiia BUKOpUcTaHa Oidmioteka glfw.

Ile#i xmac sBIsie cOO0I0 MPOCTO KOHTEHHEp AJSI PI3HUX €JIEMEHTIB JOJATKYy 1
peanizye 00poOKy BBOIy KOPUCTYBAua, i OHOBJICHHS JAHUX JJIS BiJIMaJIFOBAHHS.

Peanizamis knmacy mictutbees y ¢aitnax OpenGlApp.hiOpenGIlApp.cpp Bwmict

AKHUX NPEACTAaBICHUN Y OJATKY A.

3.2.2 JlonaTkoBwii peHIepep KOPUCTYBAIbKOTO iHTepdeiicy

Takoxx OyB cTBOpeHUH peHaepep, Al BLIOOpaXKeHHS KOPHUCTYBAIBKOTO
iHTepdeiicy 1 MaHIMyJIOBaHHS €JEeMEHTaMU Ha CIleHil. BiH 103BoJisie 3MiHIOBATH
TeKCTypH B Marepiajlax, IUBUTHUCA JOJATKOBY IHpOpMAIlil0 Mpo CIeHy, Ta

3aBaHTaXyBaTH 1HIII CIICHHU.

classResourceMenuRenderer:publiciRenderer
{

public:

structConfig

{
floatxyzRotation[3]={ .0f, .0f, .0f };

floatscale=1;

13

voidinit();
voidrender();
voidshutdown();

voidsetGLFWwindow(G LFWwindow*window);
voidsetResourcePath(std::stringpath);
voidsetSceneData(Scene Data*data);

ConfiggetConfig(){returnm_globalConfig;}

boolm_reuploadScene=false;
boolm_updateShader=false;
protected:
voiddrawMaterialTab();
voiddrawGlobalTab();
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voiddrawExampleFolder(conststd::filesystem::directory_entry&entry);
voiddrawExampleFile(conststd::filesystem::directory entry&entry);

voiddrawNodeMenultem(NodeData* node Data);
voiddrawMaterialMenultem(MaterialData* materialData);

voiddrawNodeEditWindow(NodeData*nodeData);
voiddrawGeometrylnfo(GeometryData* geometry);

voiddrawMetadataOverlay();

private:

SceneData*m_sceneData;

GLFWwindow*m_window;

std::stringm_resourcePath;

std::stringm_curr TexturesPath;

Configm_globalConfig;

std::vector<std::string>m_Supported Extentions={".obj",".gltf",".glb",".fox",".dae",".wo"};
j

[Tpuxnan 3.14 — Knacc peHaepepy MEHIO

Peanizamist penaepinry intepdeiicy Oyma 3pobiieHa 3a JOTIOMOTor 010110TeKH

ImGui (daitn ResourceMenuRenderer.cpp y noaatky A).

3.2.3 Hanucanus meraepin
[Ipu HanucaHH1 meHaepiB AJI1 PO3PAXYHKY PIZHUX MOJieNiei OCBITJICHHS

BUKOPHUCTOBYBABCS OJIMH 1 TOH K€ IIeHep BEPILIUH.

#version 330 core

layout(location = 0) in vec3 pos;
layout(location = 1) in vec3 normal,
layout(location = 2) in vec3 tangent;
layout(location = 3) in vec3 bitangent;
layout(location = 4) in vec2 texCoord;

uniform mat4 world Transform;
uniform mat4 viewProjTransform;
uniform mat4 lightCameraTransform;

uniform vec3 eyePos;

out vec3 fsFragPos;
out vec3 fsEyePos;
out mat3 TBN;

out vec2 fsTexCoord,;

out vec4 fsFragPosInLightSpace;
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void main()

{
fsFragPos = vec3(world Transform * vec4(pos, 1.0));
fsFragPoslnLightSpace = lightCameraTransform* vec4(fsFragPos, 1.0);
fsEyePos = eyePos;
vec3 T = normalize(vec3(worldTransform * vec4 (tangent, 0.0)));
vec3 B = normalize(vec3(worldTransform * vec4(bitangent, 0.0)));
vec3 N = normalize(vec3(worldTransform * vec4(normal, 0.0)));
TBN = mat3(T, B, N);
fsTexCoord = texCoord;
gl_Position = viewProjTransform * world Transform * vec4(pos, 1.0);

[puxnax 3.15 —Illeitnep BepuinH A po3paxyHKy MOJAENIEH OCBITJICHHS

Jlne peanizarii moaeni flat-shadingniorpiOHo 3HaTH nHIe TPH ApaMeTPH.
Hanpsimok cBitia, kosip moBepxHi 1 BekTop HopMai. Lli 1ani mepenaroTbes y

HACTYITHUM menaep.

#version 330 core
uniform vec3 diffuse;
in vec3 fsFragPos;

in vec3 fsEyePos;

in mat3 TBN;

in vec2 fsTexCoord,;
uniform vec3 lightDir;
out vec4 FragColor;
void main()

vec3 normal = normalize(TBN * vec3(0.0, 0.0, 1.0));

vec3 color = diffuse * (dot(normal, normalize(lightDir)))
FragColor = vec4(color, 1.0);

}
[Tpuknan 3.16 —@parmeHTHUMIIEHAEP ST PO3PAXYHKY MOJIENI OCBITJICHHS 3a

nonomororo moaeni flat-shading
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Pucynox 3.1 — Mojuens Jicy po3paxoBaHa 3a gornomororo mojeni flat-shading

Pucynok 3.2 - Mojenb npuMillieHHs po3paxoBaHa 3a gornoMororo mojeni flat-

shading

Jliist peanizauii Mmojeni ocBitiaeHHs biina-®oHra BUKOPUCTOBYETHCS O1ITbII
CkIagHui meinep. Bid npuiiMae Ha BXiJ 3HaYE€HHS BC1X KOMIPOHEHTIBMOIENI
ocBiTiieHHsa biina-®onra a Takox BiMOBIAHI TEKCTYPH, HA J0Aa4y Y IIbOMY HIeiaepi

BUKOPHUCTOBYIOTHCSI KApTU HOpMAaJIEH, 110 33/1al0Th HAIIPaBJICHHS BEKTOPY HOpMaJi B
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3aJIeKHOCTI BiJl HOTO MOJIOKEHHS Ha MOoBepxHi. Lle 103BosIsie 3HAUHO MOKpAIIUTH

SIKICTh BUX1JTHOT KApTUHKU 0€3 He0OX1THOCTI BUKOPUCTOBYBATH CKJIAIHY T€OMETPII0.

#version 330 core

uniform vec3 ambient;
uniform vec3 diffuse;

uniform vec3 specular;
uniform float shininess;

uniform sampler2D emissiveTex;
uniform sampler2D diffuseTex;
uniform sampler2D normalTex;
uniformsampler2D specularTex;

uniform vec3 lightDir;

in vec3 fsFragPos;
in vec3 fsEyePos;

in mat3 TBN;

in vec2 fsTexCoord;

out vec4 FragColor;

void main()
{
vec3 normal = normalize(TBN * (texture(normalTex, fsTexCoord).xyz * 2 - 1));
vec3 lightintensity = vec3(1.0, 1.0, 1.0);
vec3 diffuseColor = max(dot(normal, lightDir), 0) * diffuse * texture (diffuseTex, fsTexCoord).xyz;

vec3 eyeDir = normalize(fsEyePos - fsFragPos);

float specularFactor = pow(max(dot(normalize(eyeDir + lightDir), normal), 0), shininess);
vec3 specularColor = specular * specularfFactor * texture(specularTex, fsTexCoord).xyz,
vec3 linearColor = texture(emissive Tex, fsTexCoord).xyz + diffuseColor + specularColor;

vec3 color = pow(linearColor * lightIntensity, vec3(1.0/2.2));
FragColor = vec4(color, 1.0);

[Tpuknan 3.17 — @parMeHTHUAIIICHAED I PO3PAXyHKY OCBITJIIEHHS 32 METOA0M

bmira-®onra
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Pucynox 3.3 — Ilpuknaa ciienu po3paxoBaHoi metojioM biina-®donra

Jliis po3paxyHKy OcBiTiieHHs MeTofoM PBSy meiinepnonatorscs Bei
KOMITOHEHTH I1i€1 MOJIeN1 OCBITJICHHS (KOJIp, METATIYHICTh Ta IMOPCTKICTD) 1
BIJMOBIHI TeKCTYpu. Ha gomady 10 1bOro mojgaroThes KapTH HOpMaiel Ta

PO3CISTHOTO 3aTiHEHHS.

#version 330 core

in vec3 fsFragPos;

in vec2 fsTexCoord;

in vec3 fsEyePos;

in mat3 TBN;

in vec4 fsFragPoslInLightSpace;
out vec4 FragColor;

uniform sampler2D emissiveTex;
uniform sampler2D diffuse Tex;
uniform sampler2D normalTex;
uniformsampler2D metallicTex;
uniform sampler2D roughnessTex;
uniformsampler2D aoTex;

uniform vec3 roughness;
uniform vec3 diffuse;

uniform float metallicFactor;
uniform vec3 lightDir;

const float Pl = 3.14159265359;

II'F
vec3 fresnelSchlick (float cosTheta, vec3 F0) {



return FO + (1.0 - FO) * pow(1.0 - cosTheta, 5.0);
}

/1D
float distributionGGX(vec3 N, vec3 H, float roughness) {
roughness = max(roughness, 0.0001);
float a = roughness * roughness;
floata2 =a * g;
float NdotH = max(dot(N, H), 0.0);
float NdotH2 = NdotH * NdotH;

float num=a2;
float denom = (NdotH2 * (a2 - 1.0) + 1.0);
denom =PI * denom * denom;

return num / denom;

}

/I G_schlic

float geometrySchlick GGX(float NdotV, float roughness) {
float r = (roughness + 1.0);
floatk=(r*r)/8.0;

float num = NdotV;
float denom = NdotV * (1.0 - k) + k;

return num / denom;

}

G
float geometrySmith(vec3 N, vec3 V, vec3 L, float roughness) {
float NdotV = max(dot(N, V), 0.0);
float NdotL = max(dot(N, L), 0.0);
float ggx1 = geometrySchlick GG X(NdotV, roughness);
float ggx2 = geometrySchlick GG X(NdotL, roughness);
return ggx1 * ggx2;

}

vec3 CaclulatePBRFromLightSource()

{
vec3 N = normalize(TBN * (texture(normalTex, fsTexCoord).xyz * 2 - 1));

vec3 V = normalize(fsEyePos - fsFragPos);
vec3 L = normalize(lightDir);
vec3 H = normalize(V + L); // Half vector

vec3 emissive = texture(emissive Tex, fsTexCoord).rgb;

vec3 albedo = diffuse * texture (diffuseTex, fsTexCoord).rgb;

float metallic = metallicFactor * texture(metallicTex, fsTexCoord).x;
float roughness = roughness.x * texture(roughnessTex, fsTexCoord).x;
float ao = texture(aoTex, fsTexCoord).x;

vec3 FO = vec3(0.04); // Default for non-metals
FO = mix(FO0, albedo, metallic);

float D = distributionGGX(N, H, roughness);
float G = geometrySmith(N, V, L, roughness);
vec3 F = fresnelSchlick(max(dot(H, V), 0.0), F0);
vec3 specular=D* G * F;

vec3 kD = vec3(1.0) - F;
kD *= 1.0 - metallic;

vec3 Lo = (kD * albedo / PI + specular) * max(dot(N, L), 0.0001);

vec3 ambient = vec3(0.05) * albedo;
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vec3 color = ambient + Lo;
return color;

}

void main() {
vec3 color = CaclulatePBRFromLightSource();

color = pow(color, vec3(1.0/2.2));

FragColor = vec4(color, 1.0);
}

[Mpuxnan 3.18 — [le#iaep mis po3paxyHKy OCBiTIeHHS 3a Mozeto PBS

Pucynoxk 3.4 — Ilpukian TecToBOi CLIeHH OCBITIEHHS KO pO3pax0oBaHoO 3a

nonomoror metoay PBS

Ha pucynky 3.4 noka3zaHni cepu 3 pi3SHUMU MapaMeTpaMu MOBEPXHI, K1
3MIHIOIOThCA 3 (hikcoBaHUM I1arom Bia 0 1o 1 3BepXy BHH3 3a mapameTpom

LIOPCTKOCTI, a 3[paBa Ha JIIBO 3a MapameTpoM METaJIqYHOCTI.

55



56

Po3paxyHok TiHel BiAOYBAETHCS 3a IOTMIOMOTOI0 METOY KapT TiHel. g 1poro
PO3paxyHOK OCBITJEHHS Tpeba poOutu y nBa npoxoau. [Ipu nepuiomy npoxomi
HEOOX1JTHO BIIMAJIFOBATH BCIO CLIEHY 3 TOUKH 30Dy JuKepeia cBitia. st mporo
BUKOPUCTOBYETHCS IyCTUH IIEHEp, TaK IK HAM HE MOTPIOHO po3paxoByBaTH KOJIIp, a
notpiOHa ymmie guctaniis, sky GPUpo3paxye Ha erarri pa3cepusartii. [lotim 11ro
TEKCTypy NOTpiOHO mepenatu GparMeHTHOMYIICHAEPY sl pO3paxy HKY 3aTiHEHHS
Ha ciieHi. st iboro B mielaep nmoTpioHO A0JAaTH HOBY TEKCTYPY K BXITHUU
napameTp, sika Oyiu MICTUTH 1HPOpPMaIil0 NPOo BicTaHb A0 ¢pparMeHTy. Po3paxyHok

TiH1 BiIOYyEThCS HACTYIHOO () YHKITIETO.

uniform sampler2D shadowMap;
float calculate DirectedShadow(vec3 normal)

{
vec3 projCoords = (fsFragPosInLightSpace.xyz / fsFragPosInLightSpace.w) * 0.5 + 0.5;

float shadowMap Depth = texture(shadowMap, projCoords.xy).X;
float bias = -0.1 * dot(normalize(lightDir, normal));

shadowMap Depth -= bias;

float shadow = projCoords.z > shadowMapDepth ? 1.0 : 0.0;

return shadow;

[Mpuknag 3.19 — @yHKLIA pO3paxyHKY TiHEH

[ro ¢yHKITIFO MOKHA IPUMIHUTH Ha OOMJIBA PO3TJSHYTI MIAXOIH 10
PO3paxyHKy OCBiITIeHHs. Hanpukian, B3sSBIIM CIIEHY 3 PUCYHKY 3.3 1
moaudikyBaBmy meiaepromHoxerHsmdiffusei specularkoMmoneHT Ha 3HaYCHHS
(1.0 —calculateDirectedShadow(normal)) MosxHa oTpuMaTH pe3yybTaT 300paKCHMIA

Ha PUCYHKY 3.5.
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Pucynox 3.5 —Bukopucranas MeToay KapT TiHEH 3 MOJIEIUIIO OCBITJIeHHs biiHa-

dowura

Pucynok 3.6 — KapTa TiHel 3reHepoBaHa i 4ac po3paxyHKy OCBITICHHS IS

pucyHky 3.5 (4uM TEMHIIIUHI KOJIp TUM (parMeHT OJIMKIUN 10 KaMepH)

Mero KapT TiHEeH TaKoX MOKHa BUKOpUcTOoByBaTH 13 flat-

shadingnomuoxyrouu koutip Ha 3HaueHHs (1.0 —calculateDirectedShadow(normal)).
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Pucynok 3.7 — [lpukiaa BUKOPUCTaHHS KapT TiHe# y nmoeqHanHi 3 Mojemtto flat-

shading

st po3paxyHKy Biaa3epKajJeHb MU BUKOPUCTAEMO MIAXiJ 3 KAPTOIO OTOYEHHS.
J171st 1bOoTO MOTPIOHO TOJATH KapTy OTOUYEHHS K BXIHY TEKCTYPY IJIs meaepy 1

peanizyBatu pyHKIIiF0 KOHBEPTAIlil BEKTOPY HANPSIMKY Y TECTYPHI KOOPAUHATH.

uniform sampler2D envMap;
const vec2 invAtan = vec2(0.1591, 0.3183);

vec2 getEnvMapCoords(vec3 n)
{

vec2 uv = vec2(atan(n.z, n.x), asin(n.y));
uv *= invAtan;

uv+=0.5;

uv.y *=-1;

returnuv;

[Mpuknan 3.20 — OyHKIIA 711 KOHBEPTAaIlii BEKTOpa y TEKCTYPHI KOOPIUHATH

Jani a1 po3paxyHKy BioOpaskeHb JOCTaTHBO B11OOPa3UTH BEKTOP
HanpaBJIeHUH B KamepH 10 (parMeHTy 1 BitoOpa3uBLIM HOTo BIAMOBIIHO BEKTOPY

HOpMaJIi, OTPUMATH JaHl 3 Mallid OTOYCHHS.

#version 330 core
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in vec3 fsFragPos;

in vec2 fsTexCoord;

in vec3 fsEyePos;

in mat3 TBN;

in vec4 fsFragPoslInLightSpace;
out vec4 FragColor;

uniform sampler2D envMap;
const vec2 invAtan = vec2(0.1591, 0.3183);

vec2 getEnvMapCoords(vec3 n)
{

vec2 uv = vec2(atan(n.z, n.x), asin(n.y));
uv *= invAtan;

uv +=0.5;

uv.y *= -1,

returnuv,

}
void main()

{

vec3 V = normalize(fsFragPos - fsEyePos);
vec3 color = texture(envMap, getEnvMapCoords(reflect(V, N)));

color = pow(color, vec3(1.0 / 2.2));

FragColor = vec4(color, 1.0);

}
[Mpuknax 3.21 —Illeiinep mist po3paxyHKy BinoOpaxeHb BiJl 11€abHO

A3CPKAJIBbHUX ITOBCPXOHDb

Pucynok 3.8 — Ilpuknaa po3paxyHKy BiioOpaxkeHb BiJl J3epKaIbHOT MOBEPXHI
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[ToemHaHHS HUXITAXO0IBPO3PAXYHKY OCBITICHHS 3 MiaAx010MPBS mo3Bossie

3HAYHO 30UJIBIINTH AKICTh BUX1IHOT KApTHUHKH, JOJABIIH 10 HE1 TiHI 1 BITOOpaKeHHS.

, e N v AVHENEE N
T O S RNNN

Pucynoxk 3.9 — Ilpukinazn penaepinry ciieHu 3 Bukopucranuam PBSta kaptu Tinei
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BUCHOBKHA

B  pesynpraTi BHKOHAHHSA  TOSCHIOBAJIBHOI  3alMCKH, MPUCBIYCHOT
JOCHIJKEHHIO MIIX0/IB 10 po3paxyHky 3 Drpadiku. [IpoBeneno anami3 miaxoiiB 10
po3paxyHky 3Drpadiku, po3rissHyTO cydacHI MOJEJl PO3PaXyHKY OCBITJICHHS SKI
BUKOPHUCTOBYIOTHCS JJISI PEHAEPIHTYB peaaibHOMY Yaci.

VYV 3zanucmi Takoxx Oyl0 MpoaHai30BaHO MIAXOAU 0 OPpTaHI3aliIpOIECy
penaepinry. PeamizoBano pymiiid 3Dpenaepinry B peajibHOMY 4aci Ha MOBI C++ 1
OpenGLAPI saxuii no3Bossie po3poOisiTi rpadiuHi JOAaTKH, 3aBaHTAXKYBaTH Pi3HI
dopmarun 3Dmoxenelt 1 MPUCKOPIOE TMPOIEC peaizallii alrOpUTMIB PO3PaXyHKY
OCBITJICHHA. 32 JOTIOMOTOI0 HBOTO peali30BaHi OCHOBHI aJrOPUTMHU AJIsl PO3PaXyHKY
oceiTienns o060’ektiB (flat-shading, Blinn-Phong, PBS).IIpoananizoBaHo cdepu
3aCTOCYBaHHs PI3HUX MOJeENel OCBITIEHHA, iX mepeBard Ta HeaoJiku.lleit pymriit
JI03BOJISIE CTBOPIOBATH HAa MOTO OCHOBI BEJIUKUIl CIIEKTP MPOrPaMHOTO 3a0e3MeyeHHs
BiJ pocTux Bizyam3anii a1 CADcucreM 10 TOBHOLIHHUX KOMIT IOTEPHUX 1TOP.

Cdepa pospaxynkiB 3Drpadiku cTpiMKO PO3BUBAETHCA 3 TOYATKY MOTOYHOTO
TUCSAYOMTTS. | 3 KOXKHUM POKOM 3’SIBJIIFOTHCS HOBI MIAXOAHU O PO3PAXyHKY PI3HUX
e(deKTiB OCBITJCHHS 110 JO3BOJSIIOTH 3HAYHO TMOKPAIYBATH SKICTh BUXIIHOTO
300paxenHs. Cepel TOJIOBHHX MPOPHUBIB B 00JacTi poO3paxyHKy OCBITICHHS B
peaIbHOMY 4aci B OCTaHH1 pOKM 0€3 CyMHIBY CTaB MiJIXiJ 3 TpaCyBaHHSIM IPOMEHIB,
SAKUN MO’KE€ JI03BOJIUTH Y MaOyTHbOMY pO3paxoBYBaTH OCBITJIEHHS BCIEI CLIEHU 3a
JOTIOMOTOI0 OJHIET MOJENl OCBITJICHHS 3 JOCTaTHBOI IIBUAKICTIO JJII PeajibHOTO
yacy.3 KOXXHUM pOKOM cdepa mnoTpedye OUIbIIE CHEIIANICTIB s PO3pOOKH
QITOPUTMIB Ta TIPOTPAMHOTO 3a0e3MeueHHs 151 pOOOTH HaJ MOCTIMHO 3pOCTal0y MMU

CTaHJapTaMu y TeHepallii 300pakeHb.
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