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AHomauis. Y uin poboTi nOeTbCsi PO BUKOPUCTAHHSA TEXHONOTINA (Pi3NYHO KOPEKTHOIO PEHAEPVHIY B
irpoBin iHAycTpii. Po3rnsgaTbca pisHOBMAW TEKCTyp, 3a AOMNOMOrOK SIKMX MOXMMBO 3pobUTU iMiTauito
OCBITEHHS, penbedy, NPO30POCTi YM CBIMEHHSA MoAENi A1 EKOHOMIT pecypciB KOMN'loTepa Npu peHaepuHry
B peanbHOMY 4aci.
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®isnyHo KopekTHUM peHaepviHr (physically based rendering, PBR), Takox BigomMuii ik
isnyHO KopekTHUn wenauHr (physically based shading, PBS), — ue meTtoa 3aTiHEHHSA 1
peHaepuHry, Skun pae 6inbll TOYHE YSBMAEHHA Npo Te, $K CBITNO B3aemMmofie 3
BNacTUBOCTAMM MaTepiany. 3anexHo Big Toro, sikmin acnekT npouecy 3D-moaentoBaHHSA
00roBOpIOETLCSH, BUKOPUCTOBYETLCA BignosigHun metod: PBS crocyetbca nuTaHb
3aTiHeHHs, a PBR Bignosigae 3a peHgepuHr i ocsiTneHHa. Obuasa TepMiHM OMUCYOTb
npouec BigobpaxeHHs npeameTiB i3 isnYHO TOYHOT no3uuii [1-3].

[HLWKMK crnoBamu, isUHHO KOPEKTHUW PEHAEPUHT BUKOPUCTOBYETLCA AN CTBOPEHHSA
peaniCTU4HMX Moaenen, iMiTytoun penbedd, MeTaniyHICTb, MPO30pPICTb YM CBIYEHHA 3a
aornomoro cneuianeHux kKapT. TexHonorii PBR BMKOPUCTOBYOTLCS B PI3HOMAHITHUX
chepax, Takmx SK: KiHO, irpu, An3anH iHTep’epiB, peknama. Ane ons irpoBol iHOYCTPIl Takmin
MeTOo4 OCOONMBO BaXIMBUW, TaK SK MNPU PEHOEPUMHTY B peanbHOMY 4Yaci noTpibHO
MakCUMarnbHO CNPOCTUTU BCHO rpadpiky Onsi eKOHOMIi pecypciB koMmm’toTepa, Wwob Takum
NPOLYKTOM MOFI0 CKOPUCTaATUCh SIKHanOINbLLE rpaBLiB 3 Pi3HOK TEXHIKOO.

IcHye 2 ocHoBHUMX nigxogn ans pobotn 3 PBR: Metallic workflow (MeTtaniyHun
pobouunn npouec) i Specular workflow (d3epkanbHuin poboumnn npouec). Pobounin npouec
PBR Metallic — ue wmeTog BM3HA4yeHHs MaTepianiB Ha OCHOBi IXHiIX MeTaneBux
Bnactusocten. Pobounn npouec PBR Specular — ue meTtoq BM3HadeHHs maTepianiB Ha
OCHOBI iXHiX A3epkanbHMx Bnactmeocten. Obmaea Ui Nigxoan MOXyTb BMKOPMUCTOBYBaTU
TakKi KapTun, AK:

1. Normal map (KapTta Hopmanen) — ue kapta RGB, sky M1 BUKOPUCTOBYEMO AN
nigpo6ku 3D-BumipiB y 2D-TekcTypi. KoxxHe 3Ha4YeHHs1, ske MOXXHa nobaymTun Ha uin
dioneToBin kapTi, NpeacTaBnsie okpeMy Bicb abo HanpsiMok. Lle no3sonse o6’ekTy matu
Ginblwe geTtanen, xo4a Hacnpaegi Le intosis, 60 citka camoi Mmogeni iX He MiCTUTb. Lig
TEeXHiKa 3a3BM4an Bigoma K 3anikaHHs.

2. Occlusion map. Lia kapTa cTBoptoe edpekT hanbLIMBOro camo3aTiHEHHS Ta
BMNUBY A3€pKanbHUX BigOGMMCKIB Ha KiIHLEBUA peHaEp.
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3. Height map. 3a3Bnyai BUKOPUCTOBYIOTLCS B NOEAHAHHI 3 KapTamMu HopMarewn, i
4acTO BOHM BMKOPUCTOBYIOTLCS ANA Ha4aHHS A00AaTKOBOI YiTKOCTI NOBEPXHAM, e
TEKCTYPHI KapTu BigNoBiAalTb 3a PpeHOEPVHI BENNKNX HEPIBHOCTEN | BUCTYNIB [4].

B umx gBox poboumx npouecax € TakoX i CyTTeBi BigMiHHOCTI. [leplot Takor
HECXOXICTIO € KapTu Konbopy: ana Specular workflow BoHa HasuBaeTbecs Diffuse map i
CyBOpPO BM/MBaE Ha OCHOBHUI KOMip BiaobpaeHHs maTepiany, ane He Ha iHwWi BNacTUBOCTI
maTepiany. [Ana Metallic workflow Taka kapTta HasnBaTtumeTbcst BaseColor i 6yae TexHidHO
MicTuTK iHcbopMmaLito npo kapTty Diffuse i Specular. HactynHa BigmiHHa pid — ue KapTu, Wwo
BU3HA4YalTb, $IK CBITNO pPO3CItOETbCA MoBepxHeto Mopaerni. B Specular workflow
BMKopucToByeTbCcs Glossines map, a B Metallic workflow — Roughness map. BoHu 06iaBi
BM3Ha4alOTb OAHY 1 Ty caMy iH(bopMaLito, ane iHBepTOBaHi 3Ha4YeHHS. | OCTaHHSA BigMIHHICTb —
cnoci6 BigobpaxeHHs MeTtanivyHocTi. B Specular workflow noTpibHi ABi Tekctypu ans
npegcraBneHHs Lpboro ctaHy (Specular/Glossiness), Ha BigMmiHy Bia Metallic workflow — TyT
BUKOPUCTOBYETLCA NULLIE 0AHA OAHOMMEHHa KapTa (puc. 1).

Maps common to both workflows

Metal - Roughness -
p . — ‘

ambient occlusion
S —

PucyHok 1 — Po6oui npouecn PBR

Takox ICHyITb [AeKifibka KapT, 9Ki 4acTO BUKOPUCTOBYKOTLCS MPU CTBOPEHHI
peanicTUYHOI irpoBOi Moaeni.

1. Opacity map. Lis kapTa 0o3Bonsie pobuTh Aeski 4acTUHM Moaeni npo3opumu. Ti
AyXXe 4acTo BUKOPUCTOBYIOTb MPW CTBOPEHHI MOAENen NUCTS, NOCyAyY Y CiTOK.

2. Subsurface scatter map. IMiTye, ik CBITNO NpOHMKaE Yepes NOBEPXHIO Mogeni.
YacTo 3ycTpivyaeTbCA Ha LUKIpi Ta iHLWKX HaNiBNPO3opux npegmMmeTax.

3. Refraction map. 3anomneHHs — ue NpoLec BUKPUBIIEHHA CBIiTMa, KON BOHO
npoxoauTb Yepes TBepAe TiNno, pianHy abo ras, CnoTBOPIOKOYKN Te, 9K npegMeTn
BUIMS4A0Th, KONW BU OANBUTECH HA HUX KPi3b NPO30puin 06’EKT.

Baxnueo 3asHauuTtu, Wwo BukopuctaHHsa PBR niginge He ans BCix irop. Y CninbHOTI
pO3poOHMKIB MOGINbHNX NPUCTPOIB BedeTbCcss Oarato AUCKYCiM LWoao TOoro, 4m cnig
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BukopuctoByBaTu PBR ansa mMo6inbHOro KOHTEHTY. 3peLuToto, KOpMCTyBadi MatoTb BIGQHOCHO
HeBenuki ekpaHun i pigko 6advatb ApibHI geTani, Aki pobnsatb 3D-mopeni Ta cueHu
peanicTMyHMMK. Y TOM e Yac peanisauia i3n4HOro peHaepuHry Ha MoGifibHUX MPUCTPOSAX
He Taka cknagHa um gopora, ToMy 6arato po3pobHuKiB noyanu gogaBaTu MOro y CBOI
penisn. Ane npu LbOMYy BUKOPUCTOBYIOTHCS A€AKI XUTPOLLi, W06 3MEHLINTN HAaBaHTaXEHHS
Ha Bigeo kapTy. Hanpuknag, po3ainbHa 30aTHICTb AeskuX KapT Moxe OyTn 3meHweHa abo
AesKi kKapTu MOXyTb ByTu BigkntodeHi 60 OCArHeHi NeBHOI BiACTaHi Big kaMepu.

3 KOXHMM pOKOM renM-iHOyCTpis po3BMBAETbCA BCe Oinblue, 3’ABNAOTLCS HOBI
MeTOOMN | TEXHIKM, SIKi JO3BOSIAIOTb rPaBUSM He TiflbKW HaCOSOMKyBaTUCh CHOXKETOM, a i
30BHiWHIM BUrNAgoMm rpyu. CyyacHi TexHoOnorii TeKCTypyBaHHSA [O3BOMNATL CTBOPHOBATU
Moaeni, aki BUrNagarTb gyXe peanicTudHo. Lle MOXNMBO 3aBAAKM pPi3HUM Liengepam,
KapTaMm TeKCTyp | MeTogaMm peHaepuHry. [oToBui pesynbTaT [A03BONSE rpaBusM
3aHYpUTUCb B Ipy | OTPMMyBaTK He3abyTHI emouii.
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