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HpenMeT HCCIICOIOBaAHUA - COBPCMCHHBIC MOACIIN OCBCIICHUA,

HCIIOJIB3YEMBIC B ITpOTrpaMMax JJisl BU3yaJIM3allui TPEXMEPHBIX CIICH.

Iens paboThl - aHANK3 HMCHOJIb3YEeMbIX Ha JAHHBIH MOMEHT MOJeNel
OCBELICHUS M peaju3aliio0 Hauboiee MHTEPECHBIX MOZENIed Ha IMpaKkTUKE B
KaueCTBE MPOEKTA peHAEpa.

Pesynbrar paboThl - peHaep, KOTOPHIM MOXKET OBITh MCIOJIB30BaH TPHU

pa3paboTKe WIrPOBBIX JBMXKKOB WJIM MPOCTO Il pa3pabOTKH MpOrpamm,

KOTOPBIM HY’KHO YMETh B3aUMOJIECTBOBATh ¢ 3D oObeKkTamu.
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BBEJEHHUE

MortuBaluei Kk HalmMCaHUO JaHHOW pabOThI MOCITYXWUJI UHTEPEC aBTOpa K
COBPEMEHHBIM TEXHOJIOTHSAM PEHIEPHHIa, B TOM YHCJIE WHTEPEC K MOJEISM
OCBELICHUS.

OcgemieHrne - 3TO OCHOBHOHM KOMIIOHEHT, 06€3 KOTOPOTO HEBO3MOXKHO
HOJIY4YUTh (OTOpEaTUCTUYHYIO KapTUHKY. bosbliee BHHMaHue 31ech Oyner
VIEJIEHO PACCMOTPEHUIO MOJXOA0B ISl CO3/IaHUs UMEHHO (POTOPEATUCTUYHOM
KapTUHKH, I[OTOMY 4YTO MPHUHIMIIBI, IPUMEHsSEMble B 3TOi oOmactu, Oojee
UHTEPECHBI C TEOPETUYECKON TOUKH 3PEHUS, 10 MHECHHUIO aBTOPA.

HUtorom naHHON paOOThl Mbl XOTUM BHUIETh aHAJIU3 HCIOJIb3YEMBIX Ha
JaHHBIH MOMEHT MOJIEJIel OCBEILEHUSl U pealiu3alliio Haubosiee MHTEPECHBIX
MoOJIeJIe Ha NpPaKTUKE B Ka4eCTBE IMPOEKTa peHjaepa, KOTOpbId B OyaylieM
MOYKET OBITh MCIIOJIB30BaH MPHU pa3pabOTKE UTPOBBIX JBUKKOB WM MPOCTO TS
pa3paboTKu MporpaMM, KOTOPBIM HYKHO YMETh B3auMOjeWcTBOBarh ¢ 3D

00BEKTAMMU.



BA3OBBIE ITOHATUA

Pennepunr B peambHoM BpeMenu (Real-time rendering) - Bum 3D
peHJiepuHra, TJE pacueTbl M OTOOpaXEHUE TMPOUCXOIAT B PEKUME
peanpHOrO BpemeHH. Yame OyaeT HCMONb30BaThCS — AHTIIMKACKOE
HanMCcaHue B CUIIY CBOEH KPaTKOCTH.

DOTOPEATTUCTUYHOCTD - TTOXOXKECTh CTEHEPUPOBAHHOIO M300paKEHUs Ha
dotorpadwro.

doropeanucTUyHOE HM300paKeHHE - H300pakeHHWe, TIOXOKee Ha
dotorpaduro.

doropeanus3M - HampapiieHUE KOMIBIOTEPHOU rpaduku, cTpemMsineecs K
TOMY, 4TOOBI KOHEUHOE U300pakeHne ObLIO HEOTIIMYUMO OT hoTorpadum.
[BeToBoe mpoctpancTtBo RGB - moaMHOXECTBO BHIMMOIO I[BETOBOTO
npocTpaHcTBa, mnopoxaaemMoe RGB 0a3zucom (KpacHBIM, 3€JI€HBIH,
CUHUN).

Urporoit nemxok (Game engine) - 6a30Boe MporpaMMHOe oOecrieueHue
KOMIIBIOTEPHOU UIPHI.

Pennep - xoMmmbloTepHas mporpamMma (MpOrpaMMHBIA  KOMITIOHEHT)
MpelHa3HauYeHHAs IS TOJNYYeHHS HW300paKEeHUS 10 KOMITBIOTEPHOMN

MOJIEH.



OCHOBHAA YACTD

1 BbIOOp HHCTPYMEHTOB

Uctoputo u o030p coBpeMeHHbIX Tpaduyeckux APl MoxHO HailTu B
npuioxkeHun b, 3mech ke OyayT NPUBEIAEHBI PE3yJabTaThl MPOBEACHHBIX

WCCIJICAOBAaHUN.

1.1 Boi6op rpad¢uueckoro API

B nactoseir padore BeIOOp ObLT cienaH B mois3y Vulkan, 3a cyeT ero
KpOCCIIaTPOPMEHHOCTH W BO3MOXXHOCTH  TOIJCPKKH  HECKOJIBKHUX
BBICOKOYPOBHEBBIX IIEHAEpHBIX s3bIKOB, B ToM uncie HLSL, GLSL. Ocetum

OCHOBHBIC 0COOCHHOCTH, JOCTYITHBIC HAM MpH pa3padboTke Ha 3ToM API.
[Mocnenuss cnemudukanus: Vulkan 1.3 (25 suB 2022).

OcuoBubie nogaepxuBaeMblie wiargopmer: Windows, Nintendo Switch, Stadia,

MoltenVK, Linux, Android.
Vulkan moctpoeH Ha 3-X uuesix:

® BBICOKAs IIPOU3BOAUTEIIHFHOCTD, JOCTUTaeMas 3a cueT mpuommkeHus API
K JK€JIe3y C BOBMOXKHOCTBIO HAIIPSMYIO YIIPABIISITh peCcypcamMu
mporieccopa u rpaduuecKux YCKOPUTETIEH;
® MYJIBTUILIATHOPMEHHOCTB;
® BBLICOKAS CTETICHB MPEICKa3yeEMOCTH 3a CYET MAJIOTO KOHTPOJIS CO
CTOPOHBI JIpaiiBepa.
ITo cpaBHEeHHMIO C aHAJOTHMYHBIMU 110 (QyHKIIMOHAIBHOCTH BepcusiMu OpenGL,
MHOT'O KOHTPOJIS TEPEIIO ¢ YPOBHS JipaiiBepa Ha YPOBEHb MPHUIIOKEHUSI, B TOM
9HUCJIe KOHTPOJh 3a TAaMAIThIO, VIIPABICHHE TIOTOKAMHW W KOMaHJIHBIMU
oybepamu. Taxxe Vulkan momnepxuBaetr Heckoiabko Front-End xommunsitopos,

KOTOpbIE KOMITMJIMPYIOT KOJ IICHIepOB Ha si3bike Bbicokoro ypoBHs (HLSL,



GLSL u npyrue) B meiaepHsiii koa Ha si3bike SPIR-V, u nony4yennble meiaeps
Ha s3bike SPIR-V ((aitnbl ¢ 3TuMM mielaepaMu 4acTo MUMEIOT PACIIMPEHHE

.SpV) YK€ UCTIOJB3YIOTCS ByJKAaHOM BO BpeMs PabOTHI.

1.2 Bbi0op sf3pIKa NPOrpaMMHUPOBAHUS

bruto pELICHO BBIOpAThH MYJIBTUIIAPAIUTMEHHBIN SI3BIK
nporpaMmMupoBaHusi C++ Kak MaKCUMaJIbHO MOJIXOJSAIINM JJ1s1 Hallle KOHEUHOU

ICJIH, K BAJKHBIM IMIPCUMYIICCTBAM 3TOI'O A3bIKa MOXXHO OTHCCTH:

® CKOpOCTh pabOTHI;
® BO3MOXKHOCTH JUISI SIBHOTO KOHTPOJISI TAMSITH;
® KpoccCIuIar(OpPMEHHOCTb;

® PacIpOCTPAaHEHHOCTH (B T.4. B MUPE UTPOBBIX JIBUKKOB).

2 IlpeamerHasi 00s1aCTh

OnpenenuBIIMCh, ¢ UHCTPYMEHTAMHU, KOTOPbIE MbI Oy/leM HCIOJIb30BaTh
JUISL pealIn3allid HAlIUX LEeJIEW, MOKHO NIEPEUTU K PACCMOTPEHUIO IIPEAMETHON
obnactu. [lanee Oynem oOcCykAaTh BEIIM, CBA3aHHBIE HEMOCPEICTBEHHO C
aNropuTMaMHu OTPUCOBKH, (Qokycupyicb Ha Real-time pennepunre c

MOJy4eHHEM (POTOPEAUTUCTUIHON KaPTUHKHU.

2.1 Mogesu ocBeleHUus

dakTU4eCKu 3ajlada pacucTra OCBCIICHUA OJId TCJIa CBOAUTCA K 3a7a4c
pacdu€Tta OCBCUICHHUA B K&)I(I[Oﬁ BHHHMOﬁ TOYKC IIOBCPXHOCTH OTOro TeCja.

BI/II[I/IMI)IMI/I B JAaHHOM CJIy4dac 6yz[eM Ha3bIBATb TC TOYKH ITOBCPXHOCTHU, IJIA



KOTOPBIX HAWIyTCsl COOTBETCTBYIOIIME NHUKCETU\(DparMeHThl Ha SKpaHe Mpu
(dbopmupoBaHur UTOroBOro u300paxkeHusi. CylIeCcTBYeT MHOXKECTBO Mojeei
OCBEILICHHUS JIJIs1 IPOBEICHUS TAKUX PACUETOB, PACCMOTPUM JaJIE€ OCHOBHBIE U3
HUX. Monenbl0  OcBelleHUsT OyneM  Has3bpiBaTh HAa0Op  allfOPUTMOB,

NpCaAHa3HAYCHHBIX IJIA pacucTa OCBCIICHMAA.

Beenewm emie oqHo nouatre. OCBEIEHHOCTHIO OyZieM Ha3bIBaTh 3HAYCHHE
RGB (touka B nBetoBoMm npoctpaHcTBe RGB ¢ kpacHbIM, 3€71€HBIM U CHHUM
0a3MCHBIMU LIBETaMH ), IOJIy4YaEMOE B PE3YyJIbTaTe pACUETOB KOHKPETHON MOJENH
OCBELICHUS JJI1 KOHKPETHOM TOUKH MIOBEPXHOCTH TENA.

OTtmetuM TOT (haKT, YTO MOYTH BCE MOJENIM OCBEIEHHUS AJIi pacuera
OCBEIICHHOCTH HCTIONB3YIOT MHPOPMAIIMI0O O HOPMAIM K MOBEPXHOCTU TeJa B
TOYKE pacyera, YacTo YYMThIBas 3aKOH KocuHycoB JlamGepra' (Lambert’s cosine

law).

IdildA

Tcos(B)d2dA

Pucynok 2.1.1: cBsI3b KOIMYECTBA U3IIYYCHUS C HAPABICHUEM U3ITyUYCHHUS.
NnmrocTparus 3akoHa kocuHycoB Jlambepra [34]

PaCCMOTpI/IM HECKOJILKO CITOCOOOB pacducTa OCBCIICHHOCTH:

! JlamGepra 3aKOH WJIM 3aKOH KOCHHYCOB — 3aKOH B OIITHKE, COINIACHO KOTOPOMY pajuajibHas
MHTEHCUBHOCTb U3JTy4YEHUS OT JJaMOETOBCKON MIOBEPXHOCTH (M3JIyyaresst) IpsiMo
MIPONOPIMOHANIFHA KOCHHYCY YIVIa MEX/y HalpaBIeHUEM Ha HAaOI0aTeNsl U HOPMAJIBIO K
MIOBEPXHOCTH.



e flat - OCBEILIEHHOCTD MOJIUTOHA ONPEENSIETCS OCBELIEHHOCTHIO OJTHOM U3
€ro BEpLINH;

e (Gouraud - BbIUKCIEHUE OCBEUIEHHOCTH MPOBOJIUTCA B BEPILIMHAX, TOCIE
Yero JIMHEWHO MHTEPIOIUPYETCS Ha MOJIUTOHAX;

e Phong - 0OCBEIEHHOCTD BEIYMCIIAETCS IS KaXKI0ro (pparmenTa’,

Bce momenu ocBemieHHsT MOXHO YCJIOBHO pas[eNuTh Ha 2 Kiacca:
JoKanbHBIC\0ObeKTHO-OpueHTHpOBaHHbIE  (Object-oriented ~ lighting) u
rnob6anpHbie (Global illumination). B mokaibHBIX MOACISIX YUYUTHIBAETCS TOIBKO
MPSMOE OCBEIICHUE (CBET UCXOSANINN HETMOCPEACTBEHHO U3 MCTOYHUKA CBETA),
a B TIO0ATbHBIX MOJENAX B JOIOJHEHHE K MPSIMOMY OCBEIICHUIO PacCUYEThI

MIPOU3BOJISATCS U 111 HEMPSIMOTO OCBEIEHUsI (OTPaKEHHBIN CBET).
JlokanbHbIE MOZIENN:

e banded - AuCcKpeTHOE MHOXKECTBO JI0ITYCTUMBIX 3HAaYEHUN
OCBEIICHHOCTH;

e [ambert - OCBEIICHHOCTh CUMTACTCS 0 3aKOHY KocuHyca Jlambepra;

e half-Lambert (Diffuse Wrap) - mogudukaiys npeapayiieid Moaeu, 3a
CYET KOTOPOM Y 3aIHEN YaCTH TEJIa MOABIISICTCSA OCBEIIEHHOCTD;

e Phong Lighting - camast 4TO HU €CTh KJIaCCUYECKAsI MOJEIIb,
OCBEIIEHHOCTH MpecTaBisieTcs kak cymma diffuse u specular kommoHeHT,
YTO MO3BOJISIET MOTy4YaTh HACTpauBaeMble OJIUKU;

e Blinn-Phong Lighting - Mmogudukauus npeasiayiei Moaeiu, OCHOBHOM

CMBICJI B YMEHBIIEHUH PACYETOB IIPU CXOKEW KAPTUHKE;

2 BaykKHO pas3aMyaTh MOHATUS MHKCENs ((PU3MUECKHi 0OBEKT, 4acTh DKpaHa) M (pparMeHTa
(Bce, TSt 4ero BBI3BIBACTCS (hparMeHTHBIN 1Ielaep). B oqHOM mHKcene MOKET ObITh
HECKOJIbKO (pparMeHTOB (HampuMep, Takasi CUTyalus BOSHUKAET IIPU UCIIONB30BaHUU MSAA,
C TaKUM TIOAXOJOM MOXKET OBITh, UTO OJIMH MUKCENh B UTOTE OyI€T OTHOCUTHCS K ABYM
pa3HbIM 00BEKTaM, KOTOpPbIE UMEIOT pa3Hble MapaMeTpbl HOBEPXHOCTH) U HA0OOPOT, B OHOM
(dbparMeHTe MOXKET OBITh HECKOJIBKO MUKCENIeH (Hanmpumep, KapTUHKA PEHISPUTCS B
paspelleHny HIKE, YeM pa3pelieHre SKpaHa).



e Minnaert Lighting - myHHBIN 1I€#11€p, TOIXOIUT TAKXKE IS MYTBIPYATHIX
MaTepHaJIoB U HEKOTOPBIX TKaHEH;

e Oren-Nayer Lighting - Bu3yanu3zanus rpyobIx (ILI€pOXOBaThIX )
MaTepHUaoB;

e wmoxenu Ha ocHoBe PBR (Physically Based Rendering) - knmacc moaeneii,
I/l B OCHOBE PACUETOB OCBEIEHHOCTH JIEKAT KOHKPETHBIE® (DU3HUECKHE

SABJICHHUA U 3aKOHBI.

PucyHok 2.1.2: Mmonenu OCBELIEHHS B HALLIEH peanu3alyu:

cieBa cBepxy - Phong, cripaBa cBepxy - Blinn-Phong, cneBa cuusy - Minnaert,
cipasa cauzy - PBR (GGX)

3 Jlpyrue MoJielid MOTYT CTPOUTBHCS Ha SMIIUPHUUECKUX 3aKOHOMEPHOCTSIX, @ HEKOTOPhIE MOTYT
OBITH TIPOCTO BOJILHO BBIBEJICHHBIMU (TIPUYMAaHHBIMHU), YTOOBI TyUIIIe COOTBETCTBOBATH
HY>KHOMY CTHJTIO
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Pucynoxk 2.1.3: unmmtoctpanust moneneit ocsemienus B Unity. [lo mopsiaky
cJeBa HarpaBo, cBepxy BHHM3 - Banded, Lambert, Half-Lambert, Phong,
Blinn-Phong, Minnaert, Oren-Nayer [20]
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[moGanbHBIE MOJIETH:

ray Tracing - KJlacC aJTOPUTMOB, MOJICITHPYIOIINX PACIPOCTPAHCHHE

CBCTa IIYTCM HCKOTOPOI'O KOJIUYICCTBA OTpa)KeHHﬁ. HMcnonp3oBanue TaKux

aJropuTMOB B real-time peHiepuHre Ha NOTPeOUTEIBCKUX YCTPOMCTBAX

CTaJ0 BO3MOXHBIM IOCJIE MOSABJIECHUS COOTBETCTBYIOIIHUX apXUTEKTYD, I/1€

TpaccUpoBKa peasin3oBaHa Ha armapatrHoM ypoBHe (RT snpa);

path Tracing - ocHOoBaHHBIN Ha uaee Ray Tracing merox MonTe Kapio

AJIs1 OIIpEACIICHNA OCBCIICHHOCTHU IMUKCEJICH HA UTOTOBOM 1/1306pa>1<eH1/m

3a CYeT MPUOMIKEHUS UHTETpalia U3 YpaBHEHUS PEHACPUHTa;

photon Mapping - ocHoBanHbIi Ha uaee Ray Tracing meton,
3aKJTIOYAIOIIMICS B HE3aBUCUMOM HCITyCKaHUU JTy4el KaMepoil u
HMCTOYHUKAMH CBETA M OMPEICICHUN TOYCK UX IMEPECCUCHUS IS
JAJIBHEUIIEr0 ONPENECICHUS UTOTOBOM OCBEIIEHHOCTH;

radiosity - mpUMEHEHUE METOIa KOHEYHBIX DJIEMEHTOB JIJIsI HAX0XKICHUS
WHTETpajia B ypaBHCHUH peHASPUHTA s TU(PPY3HBIX CIICH;
metropolis Light Transport - metog Mounte Kapio a1t annpokcumanuu
ypaBHEHUS PeHAEepUHTa, HCTIoNb3ytomuii Path Tracing n umeromuii

BO3MOXHOCTb CTPOUTH HOBLIC ITYTH nyqeﬁ N3 YKC ITIOCTPOCHHBIX.

12



Pucynox 2.1.4: nemoHcTparus Bo3MokHOCTeH real-time ray tracing B Unreal
Engine 4 [35]

N300paxeHus, molydaeMmble € UCIOIb30BAaHMEM IVIOOATBbHBIX MOJEIEH
OCBEUIEHUS, YacTO SBJISAIOTCS Ooisiee (OTOpPEaNMCTHUHBIMU, YEM H300paKeHUs
WCITOJIB3YIOIIME TOJNBKO JIOKaJdbHble Monenu. IIpu Bcem 3TOM JOKanbHBIE
MOJIEJIM OCBELIEHMSI MOT'YT HCIOJb30BaThCsl B MPOLIECCE pacyeTa I00albHBIMU

MOACIAMM.

Ho wu3oOpaxenus, mnoiaydaembie B pe3yibrare padOThl [OOaTbHBIX
MOJIeTIEN OCBEIIEHHUS, JOPOKE B BHIYMCIUTEIHLHOM TJIaHe (MHOT/IA HA MOPSIIKK),
a 3HAUUT TaKUe M300PKECHUS TEHEPUPYIOTCS MOJIbIIIE, YTO KPUTHUYHO JIST MX
npuMeHeHus: real-time pengepuare. IloaTomy dYacTeiM pemieHHEM IS
UCIIOJIb30BAHUS ATUX Mojenie B real-time siBIsieTCS OMHOPA30BBIM MPOCUET
100aJIbHOTO OCBEIICHUSI W COXpPAaHEHHE TOJNy4eHHOW wuH(opManuu B B
CIEUUAIIBHO CO3JIJaHHOW JUIsl ATOTO TEKCType (WM TEKCTypax), MOCIE YEro 3Ta
nHpopMalKs HMCHONB3YETCs YK€ JUIsl TeHEepallMd UTOTOBOTO H300pa)kKeHUs B

real-time.
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2.2 Physically Based Rendering (PBR)

Jlns Oonee neTalbHOrO HM3ydeHHsS BbIOEpeM Mojenn Ha ocHoBe PBR,
MOTOMY 4YTO 3TO HampamjieHue ceidyac OypHO pa3BUBACTCS U MPEICTABISICT
WHTEpEC B INIAHE TEOPETUYECKUX TMOAXOA0B. B OCHOBE Mojenen JIeKUT
anmpoOKCUMAIIMSl YPaBHEHHUS PEHJIEPUHTa, KOTOpash YYMUTHIBACT (PU3HUECKHE
3aKOHBI, CBSI3aHHBIE CO CBETOM, B TOM UYMCJICE B JOCTaTOYHOW CTENCHU
aIrMpOKCUMHUPYET B3aUMOJECHCTBUE CBETA WM IMOBEPXHOCTEH, PACIPOCTPAHECHHUE

CBCTa B CpCAc u T.A.

DTH MOJIEIH CTAJIH OYEHD TOMYJIAPHBIMU® B ITOCIIEIHUE 5 JIET, IOTOMY YTO
MO3BOJISIIOT ~ TOOUTHCS  (POTOPEANMCTUYHOM KapTUHKHA, W BCE PacCyeThl
J0CTAaTOYHO XOPOILIO CTAHJAPTU3UPOBAHbI, UTO MO3BOJIIET YCKOPUTH Pa3pabOTKy
rpaduku (mpexae BCEero 3a cueT TOro, YTo XyAOXKHHUK, co3naBas PBR marepuan
B CTOPOHHEH NporpamMme MOXKET MEPEeHEeCTH STOT MaTepuai B KaKoi-HUOYIb
IBM)KOK M 3TOT Marepuas OyneT BBINISAECTh B JBHUXKKE TOYHO TakK, KaK OH

BBIIVISIZIENT B CTOPOHHEHN IPOrpaMMe J10 UMIIOPTa).

2.2.1 ®dusuka cBera

Hame  Bocmpustue 1mBeTta  95TO  NCUXO(PU3UYECKOE  SIBJICHHE,

(dbusznosornyeckoe BocupusiTue GU3NIECKUX pa3apakKUTeNICH.

CHavasia Hy)KHO OIPENENUThCA, B KaKUX €AMHUIAX Mbl OyleM U3MepsTh
KOJIMYECTBO cBeTa. J[Is 3TOro mocMOTpUM B CTOPOHY (DU3MYECKUX
ONpeIeNICHU, PUBOJUMBIX B PAAUOMETPHH. B 3TOM cilydae Mbl UMEEM JIETIO CO
CBETOM KaK C 3JIEKTPOMAarHUTHOMN BOJIHOM (TOIepeyHas BOJIHA C ONpeIeIeHHON

JUTMHOM A ¥ 4aCTOTOM V) U U3MEPSIEM €€ U3JTyUCHHUE.

* Bes Tpyaa uX peanu3almio MOKHO HalTH B mocneauux Bepeusx Blender, Unity, Unreal
Engine u T.1.

14



Pucynok 2.2.1.1: cBs3b 4aCTOTHI, JJIMHBI BOJHBI U SHEPTUH (POTOHA JIJISt
BUIUMOTO cBeTa [32]

B pagnomerpun 6a30BbIil TepMUH - OTOK U3nyudenus (radiant flux) @ -
IIOTOK M3JIy4aeMOM JHEpPIruu 3a BpeMs t - sHeprus - usMmepsercsa B Br. Jlanbiie
OIPEEIISIETCS. HECKOJIBKO MPOU3BOIHBIX TEPMUHOB, CAMBbI Ba)KHBIN I HAC -

cBeTMOCTh (radiance) - m3mepsiercs B B1/(M’cp) - 5TO MOTOK DHEPTUM YEPE3

Wavelength | Frequency | Photon energy

(nm)

380450
450-485
485-500
500-565
565-590
590625
625750

(THz)
670-790
620570
600—520
530—500
510-530
480-510
400—480

(eV)
2.75-3.26
2.56-27T5
2.48-2.56
2.19-2.48
2.10-219
1.98-2.10
1.65-1.958

EIMHUYHYIO IJIOIIAAb M €IMHAYHBIN TEIECHBINA Yo~ 3a Bpems t.

Tabnuua 2.2.1.1: equHULIBI U3MEPEHUS B PaIUOMETPUU

Haspanmue O0o03HaueHue Enmnnna nsmepenns
IIOTOK U3J1y4EeHUs () Br

(radiant flux)

irradiance E Br/m?

radiant intensity I Br/cp

cBeTMOCTh (radiance) | L B1/(M%cp)

> Crepaauas, cp
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CeszanHass oOmacth - (OTOMETpHSs, OTIUYAIONIIASCA OT PaTUOMETPUHU
TOJIBKO TEM, 4YTO BCE H3MEPAETCA B 3aBUCUMOCTH OT YYBCTBHUTEJIBHOCTH
YEJIOBEYECKOro miaza. Pe3ynbrarsl, MojyyaemMble B pAIMOMETPUN MIEPEBOISITCS B
dboTtomeTpuueckue yYMHOXXEHHMEM Ha (¢oromeTpuueckyro kpuByro (CIE
photometric curve), KoTopasi XapakTepu3yeT ClIOCOOHOCTH IJ1a3a BOCIIPUHUMATH
CBET C pa3HOW JIMHOW BOJIHBL. VICTOpHUYECKH CIIOKHUIOCH, 4YTO 0a30BOM
eMHUILEH B DTOM 00IacTH ABNIAETCS KaHaena’, KoTopas COOTBETCTBYET €IUHHMIIE

HHTCHCHUBHOCTH HU3JIYUYCHHUA B PaIUOMCTPHUH.

Tabnuia 2.2.1.2: cOOTBETCTBUE MOHATHI B paIMOMETPHUH U (POTOMETPUHN

PaI[I/IOMeTpI/I‘-ICCKOG IIOHATHC, (DOTOMeTpI/I‘-IeCKOC IIOHATHUEC, CANMHHUIA
CANMHHLIA UBMCPCHUS N3MEPCHUSA

notok m3mydeHus (radiant flux), Bt | motok ceetumocTu (luminous flux),

JIromeH
irradiance, Bt/m* illuminance, JIrokc
radiant intensity, Bt/cp luminous intensity, Kangena

cBeTuMOoCTh (radiance), Br/(m*cp) | ceerumocts (luminance), Kangena/m?

BaxxHbIli MOMEHT, YTO JIFO0OM CBET - 3TO MyYOK JIEKTPOMATHUTHBIX BOJH
pa3HbIX JJIMH, 3HAYUT HAM HYKHO YMETh pACKJIaAbIBaTh TAKOW IMy4OK IO
KakoMy-HHOynb Oasucy ans Oonee 3(p(GEeKTUBHOTO BBIUMCICHUS HYXHBIX HaM
BenuuuH. CamplM nonyisipHeIM Oaszucom sBiserca Oazuc RGB  (kpacHsbii,
3enenblil, cunuil). Ho 6a3uc RGB He sBnsgercs 0a3ncoM NMpoOCTpaHCTBAa BCEX
IBETOB, KOTOpbIE BOCIHPUHUMAET uyejoBeueckuil mia3. Iloatomy mpu
BBIYHCIIEHUSIX CBETUMOCTU B BuAE 3-x RGB umcen moryt u OyayT BO3HHKATh
OIIMOKH, a UTOTOBBIE PE3yIbTaThl OYAyT OTIAMYATHCS OT T€X, YTO MBI MOIJIH ObI
HNOJIYYUTh B OKM3HU. HamisaHo pasHUIla BUAMMOIO HPOCTPAHCTBA U

npoctpancTtBa RGB noka3ana Ha puc. 2.2.1.2.

¢ ot cioBa candle - cBeua
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ACEScg, sRGB CIE 1931 2 Degree Standard Observer - CIE 1931 Chromaticity Diagram

—— ACEScg
—— sRGB

0.8

0.6

CIEy

0.4

0.2

0.0 0.2 0.4 0.6 0.8
CIEx

This illustration compares the ACEScg and sRGB gamuts to the CIE 1931 color space. The diagram is based
on scientific data and is transferred to an sRGB encoded image, which may result in inacccuracies.

Copyright © Chaos Group

Pucynok 2.2.1.2: pazHuiia BUAMMOIO IIBETOBOTO MPOCTPAHCTBA U
npoctpanctBa RGB (sRGB) [36]

2.2.2 PaccenBaHMe U NPeEJIOMJICHHUE

[lepen Tem, Kak paccMaTpuBaTh OCHOBHYIO MareMaruKy, KOTopas JEXKHT B
ocHoBe PBR, HYXHO MOroBOpuUThH €mIe MPO HECKOIBKO Bemiel. Cunuraem, 4To
MeXay oToOpakaeMbIM OOBEKTOM U KaMepod Bcerja ecTh KakKoW-TO
OJTHOPOAHBIN nocpenHuk (homogeneous medium), Hanpumep, BO3AYX WUJIU BOJA.
CBolicTBa 3TOr0 MOCPEIHUKA, KOHEUYHO, TOKE HYKHO YUHUTBHIBATh MPU pacdyeTax
cBETUMOCTHU 00bekTa. Eciu B3sTh B paccMOTpeHre OObIYHBINA BO3YX (CUUTAEM,
YTO TyMaHa HET), TO 3((eKxT mocpenHuka He OyneT 3aMeTeH sl OOBEKTOB,

KOTOPBIC HAXOOATCA BOJIM3H HaGHIO,HaTeJUI, d 3HA4YUT B 3TOM CJIy4ac paCdCThl AJIA
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apdexra MocpegHUKAa MOKHO HE NPOBOAUTH. bojee peranpHO 3Ta TeMma
packpsITa B [1].

duznyeckuil cMbICa pedpakiuu (MPeIoMIIEHUS) COCTOUT B TOM, YTO CBET
B Pa3HBIX Cpefax pacnpoCTPaHAETCs C Pa3HOM CKOPOCTBIO, XOTS 4acTOTa BOJIHBI
Hen3MeHHa. Takol 3ppekT NpuBOAUT K TOMY, YTO CBETOBAsl BOJIHA MEHSIET CBOE
HalpaBJICHUE PACHpPOCTPAHEHUs NPH NEPEXOAE M3 OJHOM Cpelbl B JIPYTYIO.

Harnsgno sddexr nokazan Ha puc. 2.2.2.1.

Pucynok 2.2.2.1: npenomienre B BOJTHOBOM onTuke [37]

OTHOLIEHHE CKOPOCTH CBETa B BaKyyMeé K CKOPOCTH CBETa B CPEJE Ha3bIBACTCS
uHaekcoM pedpakuuu 3Toi cpenbl (index of refraction, IOR) u ob6o3Havaercs

OykBoil n. 3HaueHue a1 Bo3ayxan = c/v = 1.3.
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PucyHok 2.2.2.2: cBsI3b YIJIOB NAJICHUS, OTPaKEHUS U MpeaoMiieHus [1]

[oBOpss O reoMeTpuuecKkoil ONTHKE, IIE€ CBET NPEIACTAaBISIECTCS JY4YOM,
MOXKHO PacCMOTPETh THUIHUYHYI0 CUTYALMIO OTPaXCHUS-TIPEIOMIIEHUS. YTOoJ

OTPaKEHHOTO JTyda PaBeH YTy MaJarolliero Jyda Bi. A mpenomiienue B o01iem
ciydae onucbiBaercs «3akonom CHemmycay (Snell’s law).

sin(et) n

sin(Gi) T on (1)

Yame Bcero, KOHEYHO, MCHOJB3YIOT JAPYryi0 (OpMy 3TOTO ypaBHEHMUS,

KOTOpasi TOJIy4aloTCsl U3 JTAHHOTO JOMHOXEHHEM 00erx yacTeil Ha sin(ei),

TaKas MaHUITYJIAIHAA ITO3BOJISACT n30eKaTh OTACIIbHOI'O paCCMOTPCHUA Cliydas C

neneaneM Ha 0.

2.2.3 IloBepxHOCTH

EIIIC OMH HI0OAHC COCTOUT B TOM, UYTO a0COJIOTHO IUIOCKUX

MOBEPXHOCTEH B MPUpPOJE HE cyllecTByeT. I[loBEpXHOCTb HMEET CBOIO
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reOMETPHI0, KOTOPYI0 MOXKHO TIPEACTaBIATh Kak HabOp HEPOBHOCTEU
(irregularities). HepoBHOCTH, KOTOpbIE MEHbIIIE JJIMHBI CBETOBOM BOJHBI, HUKAK
He OyIyT BIMATH Ha IOBEACHME STOW BOJIHBI NpPU €€ B3aUMOJAEWUCTBUU C
MOBEPXHOCTHIO, IMO3TOMY TaKOW Ciydail cpazy yOMpaeM U3 pacCMOTpPEHHS.
PaccmarpuBaemMyio HaMu TE€OMETPHUIO MOBEPXHOCTH MOXKHO pa3lesiuTh Ha 3

KJj1acca:

® HaHOTeOMETpHs - pa3Mep HepoBHOCcTeH a * A, rnea € [1, 100] -
MIPOSIBIIIIOTCS BOJTHOBBIE 3(PPeKThI cBeTa (nudpakius, uHTepdepeHns);

® MHKpOTreoMeTpus - pasMep HepoBHocTel € [100 * A, fragment size]
- IMEET MECTO JIOKaJIbHasl MIIOCKOCTb;

® MakporeoMmerpus (WIn IpocTo FEOMETPHUs) - pa3Mep HEPOBHOCTEHN

€ [fragment size, oo] - onpenenser popmy Tena.

Jlanee Oynem BECTH pa3roBOp B OOJBIIMHCTBE MPO MHUKPOTEOMETPHUIO,
MOTOMY 4YTO OCHOBHBIE BH3yajbHble 3G (EeKThl CBs3aHbl MMEHHO ¢ Hed. K
HAHOTEOMETPUM BEpHEMCS To3kKe. B TakoM ciydae MBI MOXEM HE
paccMaTpuBaTh BOJHOBBIE CBOMCTBAa CBETa, a COCPENOTOYUTHCA TOJIBKO Ha
reOMETPUYECKON OINTUKE, B KOTOPOI CBET MPEACTABIAETCA JIydaMH U KOTOpas

ropasao mpoue B BbIYUCIICHUAX.

Eme ogHuM BakKHBIM YIIPOUICHUCM 6y,Z[€T TO, YTO MBI paCCMATpUBACM HC
caMy TCOMCTPHIO ITOBCPXHOCTHU, 4 €€ HCKOC CTATUCTHUYCCKOC IMPCACTABJICHHUC,

Kak MokasaHo Ha puc. 2.2.3.1.
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PucyHnok 2.2.3.1: cratuctuueckoe NpeICTaBIeHUE TOBEPXHOCTH [1]

T.e. BMecTO TOrO, YTOOBI CMOTPETH Ha TEOMETPHUIO B KOHKPETHOM TOUKE U TOUHO
ONpEAENITh HOpMajb IOBEPXHOCTH B 3TOM TOUKe, OyIeM paccMarpuBaTh
BEPOSITHOCTh TOIO, YTO HOPMAJb B JTOM TOYKE HANpPaBICHA B HYXHOM

HaNpaBJICHUU, TPYTUMU CIOBAMH, CMOTPUM Ha BEPOATHOCTHOE paclipesiesieHue
MHKPOCTPYKTYPHBIX HOpMAaJIEH.

Taxke HYKHO YYUTBIBATh MOJNOBEPXHOCTHOE paccenBaHue (subsurface
scattering), KOTOpo€ BO3HUKAET MMOTOMY, YTO MPEJIOMIICHHBIH JIyd paccenBaercs

BHYTPH TeJjla U KaKasi-TO YaCTh TAKUM 00Pa30M PaCCESHHOTO CBETa MOXKET CHOBA
BBIMTH U3-TI0JI IOBEPXHOCTH TEJIA.

\ ,tdil‘l'u;sc’
I| f 4
VAR . I,
A, I'. / / 'ul / I;’r
N/ / - SO A /’
ok \ e |
O . L o > L. ¥
. ‘J..__ i ’r,’\. . L] .
- - L]

Pucynok 2.2.3.2: cneBa noka3aHo MOJIIOBEPXHOCTHOE pacCEUBaHUE, CIIpaBa
npuBbkIuHOE pazaenenue Ha diffuse u specular kommoHeHTHI cBETUMOCTH [1]
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2.2.4 YpaBHeHHUE PeHJepUHIa

CMmpbIca pacyeTa OCBEIICHHS MJisi Tela - 3TO BBIYUCICHUE CBETUMOCTHU
(Radiance) mnoBepXHOCTHM Tejla B KOHKpEeTHOW Touke. OauH U3 caMbIX
pPacpoOCTPAaHEHHBIX CHOCOOOB 3alMCH TAaKOTO pacdera B oOmeM ciaydae -
ypaBHEHHE peHJepUHra. YpaBHeHue Obuio mpenacraBieHo Kaits (Kajiya) B
1986-m roay [3]. Llupoko HCHONB3YIOTCA pa3Hble (OPMBI AJIA 3aHUCH ITOTO

ypaBHEHUSI, MBI K€ OyJIeM TI0JIb30BaThCS CIISNYIOIECH:

L®w) =LGv) + J fGL e O n'dL, @)

I7Ie P - KOHKPETHAs TOYKa MOBEPXHOCTH TeJa,
V - BEKTOp B3IJIsi7a (View vector),

| - BexTop cBeta (light vector),

+
(x) =x,eciux = 0; 0, ectux < 0;
(n'1)" - HeOTpHIIATETBHOE CKAIIPHOE TPOM3BEICHHE,
Q) - enuHUYHAas noirycdepa HajJ TOUKOH P,

f(1, v) - aBynyueBas pyHKIHMA OTpaxkaTenbHoU criocooHoctu (Bidirectional

reflectance distribution function) - BRDF,

L(p, s) - pyHKIMS CBETUMOCTHU B TOUKE P, B HAIIPABJIICHUH S,

L, - ucxoasmiasi CBETUMOCTH (outgoing),

L. - npousBosibHasE CBETUMOCTD (emitted) - siBieHHne QuryopecIieHIIuH,

L, - Bxomsimias cBeTuMocTh (ingoing).

B nokanbHBIX MOJICIAX OCBCIICHUA Li 3dBUCHUT TOJIBKO OT IIPAMBIX UCTOYHHNKOB

CBETa, MMOATOMY MHTErpaJl BIIOJIHE MOXKET ObITh NMPEBPAIIEH B KOHEYHYIO CYMMY,

22



IpY yCIIOBUH, YTO UCTOYHUKU CBETAa HE UMEIOT 00beMa (TaKUMHU HCTOYHUKAMU
ABIIAIOTCS, HanpuMmep, ambient, directional, point) 1 UX KOHEUHOE KOJIMYECTBO.
Takue MCTOYHMKM CBETa, KOHEYHO, SIBISIOTCS HE(YU3MUECKUMH a0CTpaKIUsIMHU,
MO3TOMY HYXHO IMOHHUMAaTh, YTO M3-3a ATOTO MOXKET BO3HUKATH OTKJIOHEHHE,

BIIHsIIOIIEE HA (DOTOPEATUCTUIHOCTD U300PaKCHHUS.

2.2.5 BRDF f(l, v)

bynem cuurare, uyro BRDF omuHakoBa st BCEM MOBEPXHOCTHU
OTPHUCOBBIBAEMOTO Teja, T.e. HE OyaeMm paccMmarpuBarh ciayyail spatial BRDF

(SBRDF).

KonuuectBo OTPAKCHHOI'0O CBCTAa MOJKCT 3aBHCCTb OT JJIMHBI BOJIHBI, 9TOT

3G (heKT MOXKET ObITh CMOACIUPOBAH JABYMS CIOCOOAMMU:

® UIMHY BOJHBI MOXHO TepenaBarh B pyHkiuo BRDF kax
JIOTIOJTHUTEIIbHBIN ITapaMeTp;
e crenarh Tak, yToOsl BRDF Bo3Bpaiiian HeCKoIbKO 3HAYEHUN JIJIs1 Pa3HBIX

JJINH BOJIH.

[lepBblii TOAXOA HWHOTJAA HCHoOJb3yeTcss B oddiaaliH peHAepuHTe, HO IS
real-time peHaepwHTa BCerna MPUMEHSIOT BTOpoi BapuaHT. [lo cytw, mis Hac
ATO O3HA4aeT, YTo MBI OyzneM BochpuHuUMaTh Bo3Bpamaemoe BRDF 3nauenue

kak RGB Bekrop.

B xauectBe BRDF moxxHO Oparh npou3BoJibHBIE (QYHKIIMH, MpodiiemMa B
TaKOM TIOAXOJIe JIMIIb B TOM, YTO HMTOTOBOE HM300pakKeHWE HE Bcerma OyaeT

0513KO K (hOTOPEATUCTHIHOMY.

st Toro, ytoO6s1 BRDF Obuta pu3nuHOM, OHA JTOJDKHA YIIOBIETBOPSTH

JIBYM YCIIOBHSIM:
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1. teopema B3aumuoctu (Helmholtz reciprocity):

fGv)y = f(v, D 3)

2. 3aKoH COXpPAaHCHUA DOHCPIUH:

J fv)(n- D dl e [0, 1] 4)

leQ

(MOKET HE BBIMOIHATHCS JJI MPOU3BOJIBHO U3TYUaOIINX MTOBEPXHOCTEH )

Ha npakrtuke s real-time aJiropuTMOB 3TH YCJIOBHSI MOTYT HapyIlIaThCs
0€3 BO3HUMKHOBEHUSI ONIIYTUMBIX apTe(akTOB, HO BCE PABHO JIyUllle CTapaThCA
mo0upaTh anmpoOKCHUMAIlU, XOTS Obl YaCTUYHO YIOBJICTBOPSIONINE STHUM
YCIJIOBUSIM.

BRDF BrniosiHe MOXXET ObITh KOHCTAHTOM, TAKOM cllydail Jake UMEeT CBOE

HazBanue - BRDF Jlambepra:

f (1, v) = const = pssn_l (5)

2.2.6 Ioctpoenne BRDF u Teopusi MUKpOrpaHeit

Teopust MUKporpaHell OCHOBaHa Ha MOJEJIMPOBAHUM MUKPOT€OMETPHH B
KauecTBE MHOKECTBa MHKporpanei (microfacets), kaxmas MHKPOrpaHb
npeAcTaBiIsAeT co00H MIOCKOCTh C €UHCTBEHHONM HOPMAaJIbIO M U Takas I'paHb

OTpaXkaeT CBET B COOTBETCTBUU € (yHKIHMel micro-BRDF fu(l' v, m). A

utoroBas BRDF mnonyuaercs kak xomOunarusi Takux micro-BRDF mo Bcei

MOBEPXHOCTHU TeJa. Kaxkayro Takylo TpaHb JJisi IPOCTOTHl pACYETOB Yallle BCETO

24



CUUTAIOT UACAIbHBIM 3epkanioM dpenens, T.e. rpaHb OTPA’KAET BECh BXOASIIUN
c HampapyieHUs [ cBeT B HampaBieHUU BekTopa oTpaxkeHnus r(l, m) (reflectance
vector). Takoe mpuOMM>KeHHE HCMONB3YeTCs NIl BBIYUCIEHHS Specular term
BRDF. Kpome 3epkana ®Dpenens, CymeCTBYHOT W JpPYTM€ BapUaHTHI IS
noctpoernst micro-BRDF. Hampumep, s BocmpomsBenenue sddexra
MOJIMOBEPXHOCTHOTO paccenBaHus u3cnonb3yoT Diffuse micro-BRDF, a nns

ydeTa BOJIHOBBIX cBOMCTB cBeTa Diffraction micro-BRDF.

BRDF w™moxer ObiTh BbuuciIeHO 1m0 micro-BRDF ¢ momorisro
CJIEAYIOIETO COOTHOIIICHHS, I€TaIu BhIBOJIA B [2, 4]:

f (4 v m)G,(Lom)D(m) (D) (mv)"

fGv)y = J T dm, ©)

me()

rae f u(l’ v, m) - micro-BRDF,

G 2(l, v, m) - GYHKIUS MaCKHpOBaHUs-3aTeHeHns (masking-shadowing

function),

D(m) - pynkuus pacnpenenenus HopMmaiei (normal distribution function -

NDF).

T.e. mns moctpoenust ¢ynkimu BRDF, Ham Hyx)HO ompenenuts 3
(GYHKIUU, KOTOPBIE SBISIOTCS MHOXKHUTEISIMU B TIPOU3BEACHHUH T10/] UHTETPAJIOM.
Ho mpexne yem mpucTynarh K pacCCMOTPEHHMIO KaXKJIOM OTIEIbHON (YHKIIHH,
HE00X0IUMO 0003HAYUTH €IIe HECKOIBKO TeOMETpHUECKUX (D ()EKTOB, KOTOpHIE

BJIMAIOT HA BUAMMOC ITPCACTABIICHUC ITIOBCPXHOCTH TCJIA.
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, X

Pucynok 2.2.6.1: 3¢ ekt 3aTeHeHNsI, MACKUPOBKH M MHOXKECTBEHHOTO
oTpaxkeHust [1]

Ha puc. 2.2.6.1 cneBa mnokazan »3ddekr 3areneHus (shadowing), oH
3aKJII0YaeTCsl B TOM, YTO CBET BOOOIIE HE MOMAJaeT Ha YacTh MOBEPXHOCTH
tena. B cepeamne mnpowsutrocTpupoBaH 3¢dekT MackupoBkH (masking),
3aKJTFOYAIONIMIACS B CKPBITUM OT HAONIOIATENIss YacTH ITOBEPXHOCTH TeJa.
CnpaBa moka3zaH 3h(dEeKT MHOKECTBEHHOTO oTpakeHus (interreflection) ot

ITOBCPXHOCTH TCJIA.

PaccmoTrpenune mnoasiHTEerpasibHbIX (yHKIMNA HadyHeM ¢ NDF. ®@yHkuus
pacnpenenenust Hopmaneit (Normal Distribution Function) D(m) npeacrasusiet
co0Oll  CTaTUCTUYECKOE  pACTpEICICHHEe HOpMajell  MHKpOTpaHel 1o

IMOBECPXHOCTHU MHUKPOTCOMCTPHH.

Pucynok 2.2.6.2: coiictBa NDF. Pucynku cnenansl JByMEPHBIMU IS
MPOCTOTHI BocTpusTUs [1]
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Crporo NDF omnpezensiercs uepes cleAyoline paBeHCTBa:

[ Dm)dm = S (7)

meo

I'ne O - enuanuHas cdepa ¢ EHTPOM B TOUKE MTOBEPXHOCTH;

cmbicnt ypaBHeHus (7) B Tom, uto uHTerpupys NDF mno cdepe, nomyuaem

IJI0IIAb MUKPOIIOBEPXHOCTH (CyMMa IUIONIa1e MUKPOTpaHEei).

[ Dm)(n - m)dm = 1 (8)

meo

WNurerpupys NDF ¢ ydyetom ckansipHOro mpou3BeAeHHs 1Mo cdepe, Morydaem
IUIOL[ab MAaKPOMOBEPXHOCTH (TUIOCKOTO YYacTKa), MPEAnoiaraéM uTo Iionaib

y4acTKa MaKponoBepxHOCTH paBHa 1. Ciydaii moka3as Ha puc. 2.2.6.2 ciesa.

[ Dm)(v - m)dm = v - m (9)

meo

O6o06mast popmyny (8), momydaem cooTHomieHue (9) s BekTopa V. DTOT

ciy4dail mokas3aH puc. 2.2.6.2 cipasa.

f Gl(v, m)D(m)(v - m)+dm = v-m (10)

meo

MoskHO 3aMeTHUTh, 4TO B (popmyrie (9) ckansipHOe MPOU3BEIECHUE BIOIHE MOXKET
ObITh MeHbIlle (, TOTPEOHOCTH B TAaKOM CIydae MOXET ObITh OOOCHOBaHA

TCOMETPUUECKH C TMOMOIIbl0 puc. 2.2.6.2 cmnpaa. YrtoOwsl yOparh u3
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paccmotpenust ciydaii ¢ (v - m) < 0, Ham moHAAOOUTCS HOBas (PYHKIIHSI

Gl(v, m).

Gl(v, m) - ¢yHkaus wmackupoBku (masking function), ona mgaer Ham
uHOpPMAIMIO O TOM, Kakas 4YacTh MHUKpPOTpPaHEH C HOpMalbl0 M BHUAMMA B

+
HampaBJICHUH BEKTOpa V, YTO TIO3BOJSET NPUMEHUTh (QyHKIHUIO (X) K
CKaJsipHOMy  TpOW3BeACHHI0O U  nonyuutb Qopmy (10). DyHkuio

G 1(1}, m)D(m) Ha3bIBAIOT pacnpe/ieieHueM BUIUMBIX HOpMaJieH.

B nyOmukanmmm Ieina (Heitz) [2] Obum umcciaegoBaHbl pa3iIdyHbIC
BapUaHTHI JJI peanu3aiuu masking function, u cienaHbl CleayONME BHIBOIBI.
B paccmotpenHoit uM nuteparype cooTHoueHuto (10) ynoBIeTBOPSAIOT TOJIBKO

nBe (PYHKIIMHA MAaCKUPOBKHU:

e Smith masking function, BeIBeZieHHas! 13 HOPMAJILHOTO paCTIpEACIICHUS
I'aycca [5];
e Torrance-Sparrow “V-cavity” function.

N 3HaUUT TONBKO OHM SBJISKOTCS MATE€MATHYECKH BEPHbIMH. Takxke [eniy
MoKaszaj, 4To U3 3TUX JABYX (pyHkiusa CmuTa jydile MPUOIMKAET MOBEICHHE
CIIy4allHBIX MHKpPOIIOBEpXHOCTEH, a emie (ynkmus CmuTa ymaOBIETBOPSIET

cBoiicTBy normal-masking independence, npu koTopom Gl(v, m) He 3aBUCHT OT

HarpasJieHuss m, ecmum - v = 0.

Oynkius CMuTa UMEET CIeAyoIIyto Gopmy:

_ X (mv)
G1(v' m) = 1+A®v) (11)

+
[ne x (x) - monoxxurenpHas XapaKTepucTUIeCKasi PyHKITHS.
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1,ecinx >0
0,eciux<0 (12)

X (x) ={

A ¢ynkmus A(.) BeIBomUTCS OTACIBHO I Kaxkaoi NDF, anroputm BbIBOIA

omnucaH B crarbsix Walter et al. [4] and Heitz [2].
Gz(l, v, m) - pyaknus MackupoBanus-3areHenus (masking-shadowing function)

YUUTHIBAET HE TOJBKO A(D(PEeKT MACKUpOBKU, HO M AG(DEKT 3aTeHEeHHUs, 3Ta

byHKIMS BBIBOAUTCS U3 G 1(m, v). EcTh HECKoIbKO UCTIONb3yeMbIX (popm:

e paznensemas Gopma (Separable form):

13
Gz(l, v,m) = Gl(v, 'm)Gl(l, m) (13)

Ucnionb3ys 3Ty hopmy, MBI perioaaraem, 4To 3aT€HEHUE U MaCKUPOBKa
- 9TO HECBSI3aHHBIE (HE KOppeupyromue) dPpQPeKTsl, XOTs B peaJbHOCTH
aTO He Tak. [ToaToMy 3Ta popMa MOKET BHI3BATH “‘Tiepe3aTeHEeHUE”

(overshadowing) urorosoit BRDF;

e Smith height-correlated masking-shadowing function:

G (1l _ X vy (mD)
2(,v,m) T 1+ A@) +AQD (14)

Ota dopma sSIBISETCS JTYUIIUM U3 U3BECTHBIX U JOCTYIHBIX B real-time
PEHIEpUHIE€ BAPUAHTOB 3a CUET CBOCH OTHOCUTEIIBHON BBIYUCIUTEIBLHON

ITPOCTOTHI U XOpOIHGﬁ CTCIICHH aIIIIpOKCUMAaIINH PCAJIbHBIX SIBIICHUU.
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Oyukuus f u(l' v, M) ompenemnseTcs i MUKPOTpaHEW MO aHAJIOTHU C

BRDF nns noBepxHOoCTH, U JJIsI PU3MYHOCTH JOJKHA YIOBICTBOPATH TEM K€

OrpaHUYEHMSIM, YTO HaKJIaAbIBalOTCs Ha 00buHY0 BRDF.

Jlanee paccMOTpUM HEKOTOPBIE PE3YNbTaThl, CBSI3aHHBIE C TOCTPOCHHUEM

BRDF, HO niepe 3TUM OTBJIeYeMCs Ha BBEJACHNE BCIIOMOTaTeIbHBIX (PYHKITUT.
2.2.7 ®yHKIUA OTPAKEHUSA

Bepuemcss Kk pacCMOTPEHMIO  ONTHYECKOM  CTOPOHBI  BOIpoOca.
B3auMmoneiicTBie cBeTa ¢ IUIOCKMM HWHTEpQEiicOM MEXIy ABYMS cCpeaamu
YIOOBJIETBOPSIET ypaBHEHUsIM @DpeHenss. [{ns KOHKPETHOM IOBEPXHOCTHU

ypaBHeHus1 Openenst MOryT OBITh 3aMKcaHbl B BUAE QyHKIIMKU OTpaskeHus F (Bi),

KOTOpasi TO3BOJIIET BBIUUCIUTH, Kakas 4acTb cBera Obuia oTpaxkena (1 -
OTpa)keH BeCh CBET, () - HET OTPAKEHHOTO CBETA), U KOTOpas 3aBUCUT TOJBKO OT

yIia najeHusl cBeTa. 3HayeHue F (E)l_) BAPBUPYETCS HA BUAUMOM CIIEKTpE,

oATOMY OyZieM cuuTarhb, 4yto F (Gi) Bo3BpaiiaeT RGB BekTop.
3amuiieM HeKOTOphIe CBOMCTBA QyHKIMH F (Gi):

1. xorma Gi = 0, T.e. CBET MajaeT NePUEHAUKYIAPHO IIJIOCKOCTH
MOBEPXHOCTH, 3HaUeHHE F (Gi) = F(0) =F o ABIAETCS NTapaMETPOM

BCHICCTBA, KOTOpBIfI OonpcaAciICT specular color sToro BCHICCTBA,

2. JJIg BCeX JUIMH BOJIH BeITIONHSAeTCs lim  F(0) = 1.
6. —>m/2 l

Oddexr Bo3pacTaHUS OTpaKeHHS TIPU yIIax OMUM3KUX K T/2 B
nyOJIMKANKSX, CBSI3aHHBIX C BHU3yallM3allMed, 4YacTo Ha3bIBalOT 3(PderTom

Odpenens.
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Pucynok 2.2.7.1: B mepBoii cTpoke PyHKIIHS OTpaKEHUs JJIsl TOBEPXHOCTEN
CTEKJIa, MEIU U aJIIOMUHUS (CJIeBa HampaBo). Bo BTOPoii U TpeThUX CTPOKax
MOKa3aHbl IByMEPHBIE MPEACTABICHUS 3TUX QYHKIUN TPU PUKCUPOBAHHBIX

JUTMHAX BOJIH [ 1]

Ho npsamoe wucnone3oBanue ypaBHeHnid OpeHenss B peHIECpPUHIE

COIIPSKEHO C pSiIOM TpynHocTer. Hanpumep, 11 UX BBIUKMCIIEHUS HY>KHO 3HATH

uHaekcol pedpakiuu (IOR), koTopbie MOTYT OBITHh KOMIUIEKCHBIMU YHCIAMU U

3aBUCCTH OT AJIMHBI BOJIHBI.

[ToaTOMYy HCIONIB3YIOTCS anIpOKCHUMALMKU (YHKIUU OTPaKEHUS, CamMoOu

HOHYJ’IHpHOﬁ N3 KOTOPBIX ABJIACTCS aAlIIIPOKCUMAIIUA [nuka:

5

Fin, ) ~F + (1 —=F)(1 = (n-D")

(15)
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Nnu B 06001meHHOM PopMme:

1
Fin, ) ~F + (F, —F)1 — (n- D)’ (16)
= —1.0
j:‘l !g-l:g[].g
.............................................. :;P,' 0.6
0.4
0.2
0.0

00 02 04 0O 08 1000 02 04 06 08 1.000 02 04 06 08 1.0

Pucynok 2.2.7.2: anmpokcumanus Llnnka niig marepuaiios ¢ puc. 2.2.7.1
MoKa3aHa Toukamu [ 1]

2.2.8 Ilpumepsi BRDF u peanuzaunus

Tenepp paccmMoTpuMm camu (YHKUWH, MOJYyYarOUIMECs HCXOAS U3

W3JI0’)KCHHBIX BBIIIE PACCYKACHUMN.

B peanusanuuu u3 OCHOBHOTO YPaBHEHUS PEHICPUHTA UMEEM: [CChLIKA |

normalize (fragView) ;
normalize (fragNormal) ;

= texture (texSampler, fragTexCoord) .xyz;

lighting = (0.0);

i =0; 1 < lights.directionalCount; i++)

= lights.directional[i] .direction.xyz;
brdf;
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getBRDF (n, v, 1, rho, brdf);

lighting += lights.directional[i].color.xyz * max (0,
n)) * brdf;

i = 0; 1 < lights.pointCount; i++)

pointOffset = lights.point[i].position.xyz -
fragPosition;
sgrLen = max (dot (pointOffset, pointOffset),
-0) 7
defined (LINEAR FALOFF)
pointIntensity 1 / sqgrt(sgrlLen);
defined (SQR FALOFF)
pointIntensity 1 / sgrlen;

1 = normalize (pointOffset)
brdf;
getBRDF (n, v, 1, rho, brdf);

lighting += lights.point[i].color.xyz * pointIntensity
* max (0, dot(l, n)) * brdf;
}

outColor = (lighting, 1.0) + lights.ambient.color;

BRDF 118 DOBEpXHOCTHM 3a CUET JMHEWHOCTHM MHTETpajla 4acTo
pPacKIaJbIBAIOT HA HECKOJBKO CJaraembix (terms), KakKJI0€ U3 KOTOPBIX
BBIYUCIIAETCS, PYKOBOACTBYSACh CBOEM JIOTUKOM I BOCIHPOU3BEACHUSA

OMpENIENICHHBIX BU3yaIbHBIX 3(P(eKkToB. PacCMOTpUM HECKOIBKO BUIOB TaKHX

claraeMsbIX MoapoOHee.
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Ha mpaktuke Oymem momnbs3oBatbess Todbko Diffuse u  Specular
cllaraéMbIMH, ITOTOMY YTO OHU TO3BOJISIOT TOOUTHCSA XOPOIIETO OaiaHca MEXTY
UTOTOBOM CJIO)KHOCTBIO BBIYUCICHUN U (POTOPEATMCTUYHOCTHIO MOITYyYaEMOTO

pe3yJbTara.

Oyukuus i Berunciennss BRDF y Hac umeer ciienyromyro CTpyKkTypy:

| CChIJIKa |
getBRDF (

value)

value = specular + diffuse;

2.2.9 Specular term

Tor ¢akt, yTo fu(l' v, m) = 0 gusg Bcex h # m’ CylleCTBEHEH IIpU

BBIBOZIC  specular term, TOTOMYy YTO HWHTErpaj IMpeBpaliacrcs B
MOJBIHTETPANbHYIO (PYHKIMIO OT aprymMmeHTa h = m. Jleraim BBIBOAA MOYKHO
HaiiTu B myoOnukarusax Walter et al. [4], Heitz [2], and Hammon [6]. MsI xe

BOCIIOJIB3YCMCs PC3YJIbTATOM.

foeel¥) = 0.25 * F(h, DG, (L, v, HD(W)In - 0 ' vt (17)

B pcain3al 3TO BBIITEIANUT TAK: |ccmm<a|

getBRDF (

value)

h = normalize(l + v);

" h - half vector, Beraucnsiercss Kak h=1+v /|l + v|
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E;
getFresnelReflectance (n,

G;

getMaskingShadowing (1, v,

D;
getNormalDistribution (n, h, D);

specular = F * G * D / (4 * abs(dot(n, 1)) *
abs (dot (n, Vv)));

diffuse =

value = specular + diffuse;

Mpsl yke paccMOTpeNn CHOCOOBI anmpoKCUMAalnud (YHKIMH OTpPakKeHUs
F(h, 1), ucnons3yem annpokcumarnuro [llnuka (15). [ccpinka]

getFresnelReflectance (
reflectance)

{
NdotL dot (n, 1):;

reflectance material .FO.xyz + (1 - material.FO0.xyz) *

pow (1l - max (0, NdotL), 5);
}

Tenepb mMOCMOTPUM Ha BapUaHTHI JIsI BBIUUCIACHUS 2-X JPYTUX PYHKIUN
u3 Gopmyiel (17).

Msbi Oynem o6cyxnate B ocHOoBHOM wu3oTpomnubie NDF, kxoropeie u
UCIIOJIb3YIOTCSI B OOJbILIEH YacTh COBPEMEHHBIX MpuiiokeHuU. M3oTponHbiMu

(isotropic) NDF HazbiBaroTCs Takue D(Gm), 3HAQUYE€HHUE KOTOPBIX 3aBUCUT TOJBKO
yria 8 Mex1y HOPMAJIbiO MOBEPXHOCTH Tela B TOUKE N M MUKPOHOPMAJIBIO M.

B o6mem ciydae D(n, m) Ha3bIBatOT aHU30TPOITHBIMU (anisotropic).
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Ucropuueckn mnepBori dyHkuuei pacnpeneneHus HopMmaiei (NDF),

UCIIOJIb3yEMOM B TEOpUN MUKporpanen sapisercs Beckmann NDF:

m — 1y (18)

D(m) = Xem (& :
Tw(Z(n-m)4 P oclz)(rvm)

[Tapametp a, € (0, 1] B maHHOM Cciy4yae OMUCHIBAET IPyOOCTH MOBEPXHOCTH.

N B peanuszanmu: [ccbuika]

getNormalDistribution (

normalDistribution)
{
NdotM = dot (n, m);
sqrAlpha = material.alpha * material.alpha;

sgrNdotM = NdotM*NdotM;
normalDistribution = (NdotM > 0) * exp((sgrNdotM -
1)/ (sgrAlpha * sgrNdotM)) / (PI * sgrAlpha * sgrNdotM *
sgrNdotM) ;
}

PykoBoactBysice  pabortort  Ieiima  [2], ¢dopMO-HE3aBUCUMBIMHU
(shape-invariant) NDF Oynem Ha3biBaTh Takue uzorpornnbsie NDF, mist koTopbix
s dexT BappbupoBaHUs MapameTpa TpyOOCTH SKBUBAJICHTEH PACTSHKCHUIO WUIIU
C)KaTUI0 MHUKPOIMOBEPXHOCTH (MuKporpaneit). [[ns ¢popmo-neszaBucumbix NDF

BbIBOJ (QYHKIMH A(...) A7 BBIYUCICHUS G2 MOXeT ObITh yrpoieH. g Hux

A(...) Moxer ObITh mpeacTaBieHa B BUAEC (QYHKIMM OT €IUHCTBEHHOMN

nepeMeHHou a [2]:

aVl—Or@z’ (19)
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IJIe, BMECTO S MOKHO HMCITOJIB30BaTh JIM0O0 v, 1100 .

s Beckmann NDF A(a) numeer crnemyromuii Bua:

-1 1 2
A(a) = erf(;) + = exp(— a’),

x 2 (20)
rae erf(x) = %f e dt
0

Ho B cBsi3u ¢ Tem, 4To TyT JOKHA OBITH BRIUUCICHA QYHKIMS erf(a), 0OBIYHO
UCTIONIB3YIOT ANMpPOKCUMAIMIO, KOTOpas JOCTaTOYHO XOpOIIO MpHOIMKaeT

HCXONHYIO (DYHKITHIO:

2
1—1.259a+0.396a
— ecnmma<1.6

A(a) ~ { 03.535a+2.181a (21)

, ecana= 1.6

CpaBHenue rpadukoB 3TUX QyHKIIUN IpUBEIESHO Ha puc. 18.

Pucynok 2.2.9.1: kpacHBIM MOKa3aH OPUTHHAI, 3€JICHBIM - alllIPOKCUMAILIHS

[38]

37



B peanuzanuu, yuuThiBas BO3MOXKHOCTH HCIONB30BaTh Gopmy (13),
MMEEM: [CChIIIKA

getMaskingShadowing (

maskingShadowing)

MdotV dot (m, v);

MdotL dot (m, 1);

sgrMdotV = MdotV*MdotV;

numerator = (MdotV > 0 && MdotL > 0);

a = MdotV / (material.alpha * sgrt(l - sgrMdotV)) ;
SQrA = a*a;

denominator = 1 + 2 * (a < 1.0) * (1 - 1.259*a

+ 0.396*sgrA) / (3.535*%a + 2.181*sqgrA);

defined (LambdaSqr)
lambda = (denominator - 1) / 2;

denominator = denominator + lambda * lambda;

maskingShadowing = numerator / denominator;

Camas nomynspHas ¢pyukuust NDF, ucnonbzyemas Ha JaHHBIH MOMEHT B
npuinoxenusax - GGX. Ona 6wu1a Briepsbie npeAcTaBieHa baunnom (Blinn) [7]
B 1977-m rony. Cnyctss 30 ner Obuia mepeoTkpbiTa BonrtepoM u apyrumu
(Walter et al.) [4] m nmpencraBimeHa mox HaszBaHueM ‘‘pacupenenenne GGX.

Camo pacnpeseneHre BhIMISIUT CIASAYIONUM 00pa3oMm:

x+(nﬂn)a;

D(m) =

Tr(1+(n-m)2(0(;—1))2 (22)
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[Tapametp a € [0, 1) TyT TOXe ommchBaeT TPyOOCTh TIOBEPXHOCTH TIO

anajiornu ¢ Beckmann NDF.

PucyHnok 2.2.9.1: BapeupoBanue napamerpa rpyooctu GGX. Cnesa Hampaso,
CBEpXY BHH3: ag =0,0.1, 0.25, 0.5, 0.75, 1

B peanuzauun: [cchuika

void getNormalDistribution (in ve
normalDistribution)

{
oat NdotM = dot (n, m);

sqrAlpha = material.alpha * material.alpha;
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temp = 1 + NdotM * NdotM * (sgqrAlpha - 1);
normalDistribution = (NdotM > 0) * sqgrAlpha / (PI *

temp * temp) ;
}

GGX Ttaxxke sBhsieTcss GopMO-HE3aBUCHMON (yHKIHeH, Tak urto A(a)

MOKET OBITh MMpcacTaBJICHA B CJIICAYIOIICM BHUAC:!

M) = — N 23)

2

B peanusanun umeem: [ccplika]

getMaskingShadowing (

maskingShadowing)

MdotV = dot (m, Vv);

MdotL = dot(m, 1);

sgrMdotV = MdotV*MdotV;

numerator = (MdotV > 0 && MdotL > 0);

denominator = sgrt(l + material.alpha *

material.alpha * (1 - sgrMdotV) / sgrMdotV) ;

defined (LambdaSqr)
lambda = (denominator - 1) / 2;

denominator = denominator + lambda * lambda;

maskingShadowing = numerator / denominator;
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Jlo aToro mMel paccMmarpuBaiu u3otTponssie NDF b1, kKoTOpBIE
CUMMETPUYHBI OTHOCUTEJILHO HOPMAJIU 1 M MOT'YT OBbITh 3allICaHbl B BUE
(yHKUIMU OT OTHOM niepeMeHHOU O (yros Mexay n U m), Takue PyHKIUU
ABJISIIOTCS] YaCTHBIM ClTy4aeM aHH30TpoInHbIX NDF.

Ho wna npaktuke aunusorponnsie NDF 3adactyro momydarorcs

00001IIeHreM CYIIECTBYIONIMX H30TPOMHBIX BapuaHTOB. (O0o0OmIeHne s

Beckmann NDF Beimisaur tak:

+ (L
_ X (mm) % %
D(m) = —XEM oy (- o) (24)
Ttaxay(n-m) (n'm)
a = n-s
\/ai(t-s)2+ai(b-s)2 ’ (25)

e a,a € (0, 1] - mapamerpsl TpyOOCTHM B HampaBieHUsX tangent (t) u

bitangent (b) BEKTOpOB B TOUKE TOBEPXHOCTH Te€JIa COOTBETCTBEHHO.

s GGX cutyanusi aHaJOTU4Has:

D(m) = Lom
o o (it'—"zlﬁ+LT?£+ (n-m)”) (26)

x y

2.2.10 Diffuse term

Jis pacuera storo ciaraemoro BRDF 0Obl4HO mpuMeHSI€TCS MOZEINb

JlambGepTa, camblif MPOCTOM ciaydaid OyJeT BhITISIECTh TaK:
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f g o) = (1 = F(n, D)= @7)

U B peanuzanmu: [ccpuika]

getBRDF (

value)

specular =

diffuse = (1 - F) * rho / PI;

value = specular + diffuse;

Mupmu (Shirley) m ero komiern mNpeAIOKWIA BapHAHT MAPHOTO
muddy3HOT0 craraemMoro i IUIOCKHUX MOBEPXHOCTEH, B HEM YUUTHIBAETCS
3aKOH COXpaHEHMs DJHEPrMM M TeopeMa B3auMHOCTH [8]. B BrIBOIE
ucrosnb3yercs anmnpokcumarius lnuka st gyHkmm orpaxkenus [9].

21p +.° +.°
fapfb) = A -F)5- A -AQ-(@n-H))A-A-Mm-v))) (28)

2.2.11 [Ipyrue ciaraembie

Specular term He yuuThiBaeT 3()(PEKT MHOKECTBEHHOIO OTPAXKEHUS,
MoATOMYy MOKeT Habmogarbcsi 3(dekr mnepezareneHus (overshadowing),

KOTOPBIN O0Jiee 3aMeTeH Ha TPyObIX MOBEPXHOCTSX.

Multibounce term wucnonb3yeTcss s TOTO, 4YTOOBI y4ecTh 3(PdeKT
MHOYKECTBEHHOTO OTpakeHHs. [IpuMep Takoro cjaaraeMoro M €ro BhIBOJ MOXHO

HaiitTu B pabore Imageworks [10]. XoTs Ha mnpakTHKEe 3TO claraemoe
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HCIIOJB3YETCA PCAKO H3-3a MAJIOT0 BKJIaga B HTOrOBOC 1/1306pa>1<eHHe,

nonydeHHble Imageworks pe3ynbTarbl MOXXKHO TipoHabIonaTh Ha puc. 2.2.11.1.

Pucynok 2.2.11.1: cBepxy multibounce term He yuuTbIBaeTCS, a CHU3Y
YUYUTBIBAETCS, B CPABHEHUU MOXHO Ha0M01aTh 3G ()EKT nepe3areHeHus
BEpPXHEU CTPOKHU, KOTOPHIM O0JIee 3aMeTEH P MapaMeTpax rpyoocTu
omu3kux K 1 [1]

Specular term Takke HE Yy4YHMTHIBA€T BOJHOBBIC CBOWMCTBA CBETa U

IMOJIHOCTBIO IMOJJaracTcCsa Ha reOMECTPHUUICCKYIO OIITHKY.

Wave optics term mMo3BOJSIET HCHPaBUTH 3T0. B 3ToM ciydae MBI
CTaJKMBAaEMCsl C HAHOTEOMETpHEH, KOTOpas MOXET CIOCOOCTBOBATh
MPOSIBJICHUIO BOJIHOBBIX CBOMCTB cBeTa. MHTepec uisi HAcC MpencTaBISIOT
SBJICHUS TUdpakiuu U UHTEpPEpeHIIU. XOTSd B COOOIIECTBE J0 HEIaBHETO
BpEMEHHU OBLIO MPUHATO COTJIAIIICHUE, YTO ITH SBJICHUS MTOYTH HUKAK HE BIIUSIOT
Ha UTOTOBYIO KapTUHKY, B MOCJEAHEE BpPEMs CUTyallMsli U3MEHUJIACh B CBA3U C
uccienoanusmu [11].

HNudpakius aydiie Bcero HaOMIOAaeTCs Ha  MOBEPXHOCTIX €
IIEPUOINYECKOM HAHOTeOMEeTpuen, Hanpumep, Ha DVD naumckax wmm y
HEKOTOPBIX HACEKOMbIX, cM. puc. 20. B [12] aBTOpbl NpeajoKuid MOAEINb,

KOTOpPasi KOMOMHUPYET TEOPHUIO JU(PPAKLIUU U TEOPUIO MUKPOTpaHEH.
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Pucynok 2.2.11.2: npumep nudpakumu

Nnurepdepenius Oplna u3yuena B padore [13], U CyImIECTBYIOT METOJIbI
JUTsl BOCTIpou3BeieHus 31oro dddekra B real-time, 06 ucnonszyemom B Call Of

Duty: Infinite Warfare metone Mmoxxao ipounTtars B [ 14].

Pucynok 2.2.11.3: koxa 6e3 yuera u ¢ yuetoM uHtepdepenuuu [1]
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2.3 ApxuTeKTypa NpPpHJIOKEHMSI

Ha momenT nocnegnero kommuta (22 mast 2022 roga) B mpoekTe ObLIO
2539 cTpoK KojJla He cuuTas Men1epoB, ~75% ITUX CTPOK 0OecreurBaIn
noruky pabotsl ¢ API Vulkan. Cxemy VulkanApplication MoxxHO HaliTH B
[Tpunoxenun B. 3aeck ke Mbl OJpoOHEEe OCTAHOBUMCS Ha 00ILIEH apXUTEKType

IMPHUIIOKCHUA.

3anaua kiacca VulkanApplication - oTpucoBka HacTpauBaeMoi
TPEXMEPHOU CIIEHBI, 00ecTIeueHrEe B3aNMOJICHCTBUS CIICHBI C TIOJIh30BaTEIIeM
(oOpaboTka HaXkaTUH Ha KJIABUIIN YIPABJICHUS, IBMKEHUN MBIIN). B 3TOM

KJIACCC HAXOAUTCA BCiA JIOTHKA, OTBCUAIOIIAsA 3a HaCTpOfIKy U B3aHUMOJICHCTBHE C

API Vulkan.

Knacc VulkanApplication ccpimaeTcst Ha SK3eMILTSIp Kiacca Scene,
KOTOPBIN XpaHUT B ce0e BCIO HEOOXOAUMYI0 HHPOPMAIUIO O HACTPOESHHOMN
cuene. B Tom uucne Scene xpanut ctpykrypy LightSources, knacc Camera,
CIHMCOK 3K3eMIUIIpOoB Kiacca SceneObject U ciMcoK HK3eMILISIPOB Kilacca
Vertex. JluarpamMmma CBs3aHHBIX CO Scene KJIacCoB ITOKa3aHa Ha puc. 2.3.2.

3,[[601) CTOUT OTMCTHUTD IIapy MOMCHTOB, CBI3aHHBIX C OHTPIMI/ISaHHeﬁl

® IS ONITUMU3AIIMHY TaMSITH IPH XPAaHSHUH TPEXMEPHON MOICIIN
ucrnoinb3yercs Oydep naaekcos indices;

e MaccuBHI vertices 1 indices coaepkatr HHPOpMAIHIO 000 BCEX 00bEKTax
BMECTE W MocieoBareIbHo. OHU HMEIOT aHATOTHYHYIO CTPYKTYPY,
YCTPOMCTBO MaccuBa vertices rmokasano Ha puc. 2.3.1. Uadopmarius o
TOM, KAKOMY OOBEKTY MPUHAIIICKUT HH(HOPMAIIHSI O BEPITHHE\UHICKCE
COIEPXKUTCS B dK3eMIuTsIpe Kiacca SceneObject KOHKPETHOTO 0OBEKTA.
Bce 310 cnenano s Toro, YT00bl MOXKHO OBLIIO HAPUCOBATH BCE OOBEKTHI
CIICHBI C TIOMOIIBIO OJTHOTO BBI30BAa OTPUCOBKH. YMEHBIIICHHE KOJTMYECTBA

BBI30BOB OTPUCOBKH MO3BOJISIET COKPATUTh KOJIMYECTBO OOpaIeHU K
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npaﬁBepy BHUACOKAPTHI, YTO ITOJOKUTCIBbHO CKA3bIBACTCA HA

MPOU3BOJUTEILHOCTH IpadUKH.

Vertex Vertex WVertex Vertex §Vertex® Vertes] Wertex

Pucynok 2.3.1: cxema maccuBa vertices, KOTOPBIM XpaHUT HHPOPMAITUIO O
BEPIIMHAX HECKOJIBKUX 00BbEKTOB. Pa3HbIMU IIBETaMU MTOKA3aHBI Pa3HBIC
OOBEKTHI CLIEHBI

(WulkanApplicati... ¥

Class
o LightSources ¥
Struct
)
8
Scene A 'z Camera L
Claz= Claz=
r
a Fields
- Fa
£ indices % SceneObject ¥
4 Methods =
71 Scene (2 -
e
Vertex ¥
Struct

PucyHok 2.3.2: nuarpaMma KJjaccoB, CBSI3aHHBIX CO Scene

PaccMoTpuM Kaxblid KJIAaCC U CTPYKTYPY, UCIIOIb3yEeMbIE KJIACCOM Scene,
nonoapooHee. Haunem co ctpykrypsl LightSources. OTa cTpykTypa
MCIIOJIb3YETCA JUIsl XpaHEHUS U TIepe/laun Ha rpauuecKuidl yCKOPUTENb

nH(popManu 000 BCeX UCTOUHUKAX CBETA, PA3MEILICHHBIX Ha CIICHE.
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Ceityac moaaep >kuBaeTCsi HECKOJIBKO TUITIOB UICTOYHUKOB cBeTa (PointLight,

AmbientLight, DirectionalLight), ux uepapxus u nosus nokaszassl Ha puc. 2.3.3.

LightSource A
Struct
4 Fields
£ color
4 Methods
LightSource (+...
public public public
PointLight # AmbientLight A Directionallight R
Struct Struct Struct
=+ LightSource =+ LightSource =+ LightSource
4 Fields 4 Methods 4 Fields
2 position 71 Ambientlight (... > direction
4 Methods 4 Methods
PointLight [+ 1... 1 Directionalligh...

PucyHnok 2.3.3: uepapxus HCTOYHUKOB CBETA

B criene moxxet ObITh HacTpoeH oauH AmbientLight, kakoe-To KOIMYECTBO
PointLight u DirectionalLight. Uadbopmaimst 06 3THX UCTOYHUKAX U XPAHUTCS B
ctpykrype LightSources, mpu 3ToM 3Ta CTpyKTypa ya00HO pacroiokeHa B
MaMATH JUTsI IPSIMOU TIepeIavyn €€ Ha TpapUIeCKUid yCKOPUTENbD, TaXKe YIUTHIBAS
BbIpaBHUBaHUE. Takke B 3TOM Cllydae HaM yJajJoch 00OMTHCH 6e3
JTUHAMUYECKOTO BBIJICIICHUS TaMsATH Ha Tpa)UueCcKOM YCKOPHTEIIE TyTeM
€IMHOBPEMEHHOTO BBIJICJICHUS TAKOTO KOJIMYECTBA MaMsITH, KOTOPOE
noTpedyeTcsi, €Cu B ClieHe OyAeT HACTPOEHO MAKCUMAaIbHOE YUCIIO
HMCTOYHUKOB CBETA BCEX TUIOB. KOHCTAHTHI 1Sl ONIpeesieHsT MAKCHMAJIBHOTO

YKCila HCTOYHHUKOB CBCTA 3aJal0TCA YCPC3 KOO, XOTA UX MHHUIUAJIN3alKAd BIIOJHC

47



MOKET OBITh BRIHECEHA Ha CTaaAUIO CO3daHusA CIICHBI (MOMCHT BBIACIICHUA

namsitu ox LightSources).

Knacc Camera xpaHut B ce0e Bce napameTpbl (IO3ULUI0, CUCTEMY
KOOPJMHAT B BHJIE 3-X BEKTOPOB, YIIbI pitch 1 yaw) u HaCTpOKHU KamMepbl
(manpumep, FOV), a Takxe uMeeT METO/Ibl, MO3BOJISIOIINE U3MEHSTh 3TH
napameTpbl, 4YTO IOMOTaeT 00ECIEYUTh B3aUMOIEHCTBHE MOJIb30BATENIA C
kamepoi. KoneuHo, MOXHO 000OHTHCH XpaHEHUEM MEHBIIIETO KOJIMYEeCTBA
nH(popMaIUK IJ11 COXPaHEHUS TTO3UIIMU U OPUCHTAIIMU KaMePhI B
MPOCTPAHCTBE, HO TOT/JIa HAM TIPHUJIETCS KEPTBOBATH yI00CTBOM B yIPaBICHUN
(MoxeT Bo3HUKATh DiepoB 3aMok (Gimbal lock) unu mosBasTHCS KpeH
Kamepsbl). BeiOop B 1aHHOM citydae ObUI CA€NaH B MOJIb3y YI100CTBa

YIIPaBJICHUS.

Kiracc SceneObject xpanut napopManmo 00 00bEKTE CIICHBI,

3aBUCUMOCTH MOKHO BHUJIETh Ha pUCYHKE 2.3.4.

. Transform ¥
i & Clazs
SceneObject A I
Class h
)
4 Fields M aterialPropert... ¥
Struc
i truct
4 Methods "
1 SceneObject (+... v | MeshData W
- J Struct

Pucynoxk 2.3.4: 3aBucumoctu SceneObject

Kaxapiii 00BEKT ClieHbl MMEET YHUKaJIbHbIM uaeHTHukatop (id), KOoTOpbIi

HaszHa4acTCiad B MOMCHT €10 CO34aHM:. Taxoke Y KaXxaoro 00bEeKTa COCHBI €CTh
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KOMIIOHEHT Kkjacca Transform, B KOTOpOM COHEpPXKHUTCS BCS JIOTHUKA
MO3UIIMOHUPOBAHUS U OPUECHTHPOBAHUS O0BEKTa B TPOCTPAHCTBE.

Cam oObext kiacca Transform Xxpanut B ceOe TO3UIMI0O Kak BEKTOD,
OPUCHTAIMIO KaK KBaTEPHHOH W PACTSHKCHHE IO OCSIM KaK BEKTOp. OTOH
nH(}OpPMAIIK JOCTATOYHO, YTOOBI MOXKHO OBLTO TIPENCTaBUTH Jt0O0e adhpurHOE
npeoOpa3oBaHue TMPOCTPAHCTBA, a  clieoBaTeibHO JH000e  adduHHOE
npeoOpazoBanue Tena. [lomumo Transform B SceneObject emie copepxkutcs
uHdopmarsi O wMmarepuane oOOBEKTa B BHJEC DJK3EMIUIAPA CTPYKTYPHI
MaterialProperties. B 92Toil  cTpykType XpaHuTcs Bcsa uHGMOpMaIus,
HeoOxomumMast 11t paboThl ¢ MozensMu ocsetnenust (Hampumep, mapameTpsr 11
PBR). Ilocnennum xommoHeHTOM SceneObject siBisiercss MeshData, B Helt
XpaHUTCSI HHPOPMAITHS O TEOMETPHH 00BEKTa CIICHBI, @ UMEHHO TEPBBIN WHICKC
Y KOJIMYECTBO MHJIEKCOB B MacCHUBE MHEKCOB indices.

st Toro, 4yToObl A KaKI0ro oObEKTa Ha BUIACOKApTy IEpelaBajiaCh CBOS
model matrix, peanu3oBaHa cucTeMa JAUHaAMUYECKUX OydepoB oOiero
HazHayeHus: (Dynamic uniform buffer), mogpobHee o ee peanusaiy HaIMCaHO
B OTYETE MO IPEAJUILIOMHON IpakTUKE. Takas cucremMa 4acTo HUCIOJIb3YEeTCs

IpH pa3pabOTKe PEHIEPOB ISl HTPOBBIX JBUKKOB.

Crpykrypa Vertex coaep>XuT HHPOPMALMIO O BEpPIIMHAX MOJENEH
OOBEKTOB CIIEHBI, MO OOJIBIIOMY CYETY, CTPYKTypa HY>KHa TOJBKO HJisi TOTO,
4yTOOBI YI00HO TepeaBaTh 3Ty HH(OPMAIIMIO HAa TpadUUeCKU YCKOPUTEITh TS

MMOCICAYIOIICTO €€ NCIIOJIB30BAHNA B mefmepax.

Ha puc. 2.3.5 noka3zana Bu3yanu3aius CI€HbI ¢ TPeMsI OObEKTaMH CIIEHBI
(Cro3anHa, HU3KOMOJUTOHAJbHAS cdepa, BHICOKONOIUTOHATIbHAS cdepa) Hu

JIByMsI TOUEYHBIMH UCTOYHHUKAMU CBeTa ((PUOJICTOBBIA U KPACHBIN ).
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Pucynok 2.3.5: Cro3anHa, HU3KOTIOJIMTOHAIbHAs cdepa,
BBICOKOIOJIMTOHAJIbHAA cepa

3amepbl MPOU3BOAUTENILHOCTU PEHJIEpa MOKA3bIBAIOT B CPETHEM B paliOHE
1500 fps, 4TO SIBIISIETCS] XOPOIIMM PE3yJIETATOM, CKPUHIIIOT C 3aMEPOB MPUBEICH
Ha puc. 2.3.6. B cuieHe HaxoauIach TOJBLKO BRICOKOTIOIUTOHAIbHAs cdepa, OauH

HampaBJICHHBI UCTOUHUK CBETA, IBa TOYCUHBIX M OAUH ambient.
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B VulkanApp FPS=1882.00 — O X

Pucynoxk 2.3.6: 3aMepsl IPOU3BOAUTEIHLHOCTH PeHIEpa B OOBIYHOM
COCTOSIHUU

Bcero B penzpepe ObLIO peann3oBaHO YETHIPE IOJHOLICHHBIE MOJENH

OCBEILLEHHUS:
e PBR (Bo3MO)XXHa HacTpoiKa yepe3 KIIOYEBbIE CIOBa), BCETO BapUAHTOB
2 = 8;
e Phong;
e Blinn-Phong;

e Minnaert.

T.e. Bcero 11 BapuanToB menaepoB. st TECTUPOBAaHMS BU3YaJIBHOW CTOPOHBI

MoJIeTIel OCBEIICHHS coOpaHa CiieHa, moka3aHHas Ha puc. 2.3.7.
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(0, 0, -4)

\/” "\J
Point light (1, 0, 1) <>
Py A
y

(0,0,0)

N vAy
Point light (1, 0, 0) 1.... (0,0, 4)

(0,0, 5)

Pucynok 2.3.7: crieHa jyisi TECTUPOBAHUSI MOJIETIEH OCBEILICHUS

[TonydyeHHble pe3ynapTarbl MPEACTaBICHbl Ha pucyHke 2.3.8. BuaHo, 4TO
HanbOonee Onm3kuM K (ortopeanusmy siBisitorcss Bapuantsl PBR. Ilpu stom
monenu PBR Moryr oyeHp ruOko HacTpamBaThCsi 3a CYET BapbUPOBAHUS
napameTpoB B MaterialProperties, 4To TOXe CIMOCOOCTBYET TOBBIIICHUIO
dbotopeanucTUUHOCTA. Bce 3TO B COBOKYMHOCTHM M JIA€T OTPOMHBIA POCT
nonyasipHoctd PBR 1o cpaBHEHMIO € KIIACCMYECKMMHU MOJEIISIMU B IOCIIETHEE
Bpems. Kiaccuueckue MoOAenu CTaHOBATCS Bce Oojee HUIIEBBIMH U
HCIIOJIb3YIOTCSI B OCHOBHOM B MOOMJIBHOM CErMEHTE WJIM UHAM pa3paboTke, rie

BaXXHO MOJJ00paTh 0COOCHHBIN BU3YaJTbHBIM CTUIIb.
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Pucynok 2.3.8a: PBR, GGX

Pucynok 2.3.86: PBR, Beckmann
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Pucynoxk 2.3.88: Phong

Pucynoxk 2.3.8r: Blinn-Phong
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Pucynok 2.3.81: Minnaert
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3AK/IIOYEHHUE

MBI NpoBENIM aHAIU3 COBPEMEHHBIX MOJEIEH OCBEIICHUS, AETAIbHO
M3y4YrIId pa3paboTku, cBsa3anHbie ¢ PBR, paccmorpeB HE0OX0mMMMYyIO AJi 3TOTO
¢uznyeckyro teoputo. Coznanu peHaep, KOTOPbId MOXKET ObITh HCIOJIb30BaH
npu pa3paboTKe UTIPOBBIX JBHXKKOB WJIM MPOCTO ISl pa3pabOTKU MPOTrpamm,
KOTOPBIM HY)KHO yYMETh B3auMmojeircTBoBaTh ¢ 3D oObekramu. Peanmn3oBanu B

HEM HECKOJIBKO MOJIEJIEH OCBEILECHUS, B TOM YHCIIe pa3Hblie Bapuauuu PBR.
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ITPUJIOKEHUE A

[IpoexT pennepa: https://github.com/hypelive/VulkanApp

Pucynok A.l: nemoHcTpalus npoexKTa penjaepa
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IMPUJIO’KEHME b

1 BbIOOp HHCTPYMEHTOB

B »r1oii 1mnaBe 6y)1€T OIMHMCaHbl IIPCIOCHIIKA BI)I60pa OIMpCACICHHBIX

WHCTPYMEHTOB AJIs PEAIN3ALNN 3aJaHHON LENH.

NucTpymMeHTaMu B Hamieil pabore OyayT SBIATHCS KOHKPETHBIE SI3BIK

nporpammupoBanus u rpapudeckoe API. Haunewm c Beibopa API.

1.1 Hcropus nporpaMmMupyeMoro meiauira u rpapuyeckux API

PeBomroriuss Ha pBIHKE MOTPEOUTENHCKUX YCTPOMCTB, MPOU3OIIEAIIAS C
BeixooM 3d  yckoputens 3dfx Voodoo Graphics (1996) monronkayna
COOOIIECTBO HA AKTUBHOE pa3BUTHUE HampasiieHus 3d rpaduku, MOTOMY YTO OHO
cTtamo Ooyiee JOCTYMHBIM Kak s pa3pabOTYMKOB (CTajao BO3MOXKHO
OTPUCOBBIBaTh MOJHONIEHHBbIE 3d OOBEKTHI, JO 3TOTO Yamie uMuTupoBanu 3d
yepe3 2d, Hanpumep, B Wolfenstein), Tak u nis nonb3oBatenei (croumocts 3d
ycKkopuTene cHusmiack). Eciam cMOTpeTh MMEHHO Ha PBIHOK WUTP, TO MOXKHO
3aMETHTb, YTO B 3TO BpeMs mpowu3oiien oym 3d urp (OOJbIIMHCTBO U3 KOTOPBIX
ObLIM HIyTepamH, Hanmpumep, B 3To Bpems Bbiuium Quake, Half-Life, Unreal).
Opnnako pa3paboturkam rpaduKu XOTeI0Ch O0bIle THOKOCTH B UHCTPYMEHTAX,
NOTOMY 4YTO pa3paboTka Moja paHHue crneuudukanuu rpapuyeckux API
(DirectX, OpenGL) “Oonbiie HanmomuHana mnpoiiecc HacTpoiiku B CSS, uem
nporpammupoBanue”. CoOCTBeHHO, paboTa 3akiroyajach B TOM, YTOOBI
BBICTABUTH TMPABUILHYI0 KOH(DHUTYpAMIO IS OTPUCOBKH HY)KHBIX DJIEMEHTOB,
Takoi moaxon HasweBaroT “fixed function style”, k mpumepy, Unity no cux mop

YaCTUYHO MOAMEPKMBAET 3Ty (DYHKIMOHAIBHOCTE B cBOéM ShaderLab®. B stom

8 ShaderLab - s3p1x 115 paszpaboTku meiinepos B Unity.
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KOHTEKCTE CTOUT paznuuarh mnoHsaTus Kondurypupyemsiii (Configurable) u
[Tporpammupyemsiii (Programmable). B ciayuae ke ¢ nporpammupyembim API
MBI YK€ TIMIIEM T[IOJHOLEHHBIM KOA, a pa3paboTka TOXOoKa Ha
nmporpaMmMupoBanne Ha kKakoM-HHOynp C. Cpa3dy OTMETHM, 4YTO B TIEPBOM
MOIXO€ MBI MOXXEM OINTHUMH3UPOBATH TIPOIECCHl 3a CYET allapaTHBIX
peanu3annii KOHKPETHBIX aJrOpUTMOB, HO TepsSAeM B yHUBepcaibHOCTH. s
BTOPOTO IIOAXOJa BO3MOXHOCTEH U ammapaTHBIX ONTHUMHU3AIWA HAMHOTO
MEHbIIIE, HO 3TO KOMIICHCUPYETCSI BOBMOXKHOCTBIO peasii3aIiii MporpaMMHUCTOM
IITUPOKOTO  CIEKTpa  aJTOPUTMOB  OTPUCOBKM W  BO3MOXKHOCTBIO  HX

CYILLIECTBEHHOU NMPOTPaMMHOMN ONTUMHU3ALUN.

BaxHbpIM MOMEHTOM B HCTOpHUM CTaj BbIX0H Buaeoyckoputens GeForce 3
u BMecte ¢ HuM crenudukamun API DirectX 8.0 B 2001-m roxy. D10 ObliIa
nepBasi  BHACOKapTa, IMOAJEp)KUBAIOIIAs  MPOTpaMMHUPYEMble  CTaJHUU
rpadudaeckoro konseiepa (render pipeline) - mo6aBineHb! BepIIMHHABIN (Vertex) u
dbparmenTHeIf (fragment), ¢ orpanuueHusiMu, mewaepbl. Torma ke DirectX
onpenenuna nonstue llleitnepuas monens (Shader Model), uro6wl paznuuarh
BUJICOKApPThl C  Pa3HbIMH  Pa3HbIMH  IIEHAEPHBIMHU  BO3MOKHOCTSIMH

(mOCTYNHBIMH (PYHKIIUSIMU ).

B 2002 romy Microsoft Bemyctmia DirectX 9.0 c¢ ymydimeHHOW u
pacuiupenHoi nomaepxkkoit menaepoB (Shader Model 2.0 + HLSL). OpenGL
ot Khronos Group pazBuBasicst BMecte ¢ DirectX, u yaire BCero mnocjue penusa

HOBOM Bepcun DirectX TOT ke (PyHKIMOHAN TOSABISAJCA U B HOBOM BepcUU

OpenGL.

Taxxe ¢ HEKOTOpOro MOMeHTa pa3BuBanack cnenudpukanus OpenGL ES
Kak cokpaiieHHas Bepcus OpenGL, npennasHadueHHast s ““BCTPOEHHBIX

cucteM” (Mo OoJbIIEH YacTh sl MOOMIIBHBIX YCTPOMCTB).

DirectX 10.0 Boimymien B 2006-M roay, B HeM Oblia J00aBIeHa €IIe O Ha

nmporpaMmupyemasi CTaaus - cTaiaus reomeTpuu (geometry stage). C BpIXogoM
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DirectX 12.0 onpenenunuiu emie oauH B IeiaepoB tessellation stage shader
1 100aBWIM BO3MOXKHOCTh WCIOJHATH KOl Ha BHICOKAPTE BHE rpadudecKoro
KOHBelepa ¢ moMoIiso compute shader.

MosxkHO HaOmIOAaTh PBONIOIKIO yeKopuTened u APl ot uaeit moaHOCThIO
koHpurypupyemoro konseiiepa (fully configurable\fixed function render
pipeline) k wuAeAIM TMOJHOCTBIO TporpaMmupyemMoro kouseiiepa (fully

programmable render pipeline).

Vertexfindex buffer

l’ 0
Input assembler A

1
Vertex shader 14

i

0
Tessellation 1

i

Geometry shader
1 i

i i:n:.:l::

Rasterization

i

Fragment shader

l

Color blending

l

Framebuffer

|
111!
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Pucynok b.1: cxema rpaduueckoro konseiiepa [26]

Ha puc. b.1 npencraBnena o6miasi cxema rpaduyeckoro kKoHBeliepa B
coBpeMeHHBIX Bepcusx rpapudeckux API (B wactHoctu B Vulkan). 3enenbim
NoKa3aHbl KOH(HUTYypUpyeMbIe CTaJHH, KEATHIM - MporpaMMHpyeMble. bomee
noipoOHy0 HHPOPMAIMI0O 00 ATUX CTAAUSIX MOXKHO IOJIYYUTh IO CCBUIKE

Graphics pipeline - Wikipedia.

IIpuBenem Hexotopele akTyanbHble APl u ykaxkeM HEKOTOpbIE HX

ocobennoctu B Ta0. b.1:

[Tpum.

B cronbue npo minargopmozaBucumocth Vendor specific o3Hagaet, 4to
API Ha KOHKpEeTHBIX MargopmMax OT Y3KOTO cmmcka mpomsBomuteneit, Cross
platform sxe o3nHauaet, uto API MOXXHO HCTHONIB30BaTh Ha JIFOOBIX TUIaTGopMax,
OJ] KOTOPBIE €CTh COOTBETCTBYIOIINM ApaiiBep.

B cronbie mpo ypoBeHb aOCTpaKIMi anmapaTrHOro 00ecreueHnus YCI0BHO
yKa3aHO, C HACKOJbKO OJM3KUMHU K XKejiely aOCTpakiMHU MO3BOJISIET paboTaTh
API. Low level - abctpakiuu O6nu3kue K ammapaTHBIM cpeactBaMm, high level -

BBICOKHC a6CTpaKHI/II/I.

Tabnuma b.1: coBpemennsie rpapuyeckue API

Ha3zBanue I'on mepBoro | [lmardopmosa | YpoBeHb Hcnonb3yem
BBIIyCKa BUCHUMOCTDb aOcTpakmuit BIN
crienuQuKam anmnapaTHoro | meWaepHbIN
" oOecrieueHus | sI3bIK

DirectX 12 2015 Vendor low level HLSL

specific

DirectX 11.3 |2015 Vendor high level HLSL

specific

Vulkan 2016 Cross low level SPIR-V

platform
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https://en.wikipedia.org/wiki/Graphics_pipeline

Metal 2014 Vendor low level MSL
specific

OpenGL 4.6 |[2017 Cross high level GLSL
platform

OpenGL ES  [2015 Cross high level GLSL

3.2 platform

WebGL 2 2017 Cross high level GLSL
platform

Jlyist oTpucOBKU B peanbHOM BpeMmeHu (real-time rendering) B urpax Ha

PC ceifuac yame Bcero ucnoinp3ytor jub6o DirectX 11.3\12.0, nu6o Vulkan,

6o BmecTe. T.K. OHU ABIAIOTCS HanOoJjiee TMOKMMH B IUJIAHE pEaM3yEMBbIX

aJTOPUTMOB, U UMEIOT OOJIBIIIE BOZMOXKXHOCTEH JIJIsI ONTUMH3AIMHU TpapuKH, 3a

CUEeT NPUOIMIKEHUS K HJIE€ TOJHOCTHIO MPOrpaMMHUPYEeMOro rpaduyecKkoro

KOHBEHEpa, a 3HAYUT MO3BOJISIOT BhIIaBaTh 00JIee KPACUBYIO KAPTHHKY TIPH TEX

JKC aIllIapaTHbIX pPeCypcCax 3a CUCT OHTI/IMI/IBaLII/Iﬁ CO CTOPOHBI ITPOrpaMMUCTOB

rpaduku.
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Pucynok Bb.2: nemoncTpaius Bo3moxkHocteil Vulkan Ha mpumepe
komnberoTepHoi urpel Red Dead Redemption 2 [33]
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IMPUJIO’KEHME B

Apxutexktypa VulkanApplication
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D Physical device! Dthsm\ device?

.

ick G:D

Vkinstance

—

Image in device supported format

Image in device supported format

e ] VkSurface ‘GLFWwindow
U Physical device3
VkDevice
(LogicalDevice)
Draw Frame

Vkimage
VkComjandPool
VG

obj
(vertex +
index data)

Vkimage VKC

VG

Image in device supported format

— Vkimage

Configurable stages configuration

Nunnmanuzamueit Bcero Heo0X0AUMOro, YIpaBI€HUEM peCypcamMu U

00BbEKTaMHU CILIEHBI (KaMepa, UCTOYHUKH CBETAa, LIEHTPATIbHBIN OObEKT)

VkPipeline
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3aHuMaeTcs o0beKT kinacca VulkanApplication. J1yist 3amycka NpUitoKeHUS

ucnonbiyerca metof VulkanApplication.run(). [ccblika]

B sTom meTone npousBoautcst nanipanu3anus okna GLFW u pecypcos
Vulkan, B Tom umciie co3nanue rpaguueckoro KoHBenepa, cpamnyeiHa u
JIOTMYECKOTO JIeBaiica, Jajee 3almyCKaeTCs OCHOBHOM ITUKJI, BHYTPH KOTOPOTO
BbI3bIBaeTCA PpyHkums drawFrame(). [locie Bpixoga U3 IaBHOTO LIUKIA

MMPOUCXOAUT OUYMCTKA BBIACIICHHBIX PCCYPCOB. |CCI)IJ'IKa|

drawFrame() [ccbuika] B CBOIO ouepesb AenaeT 3 IeUCTBUs, IPUYEM JEIaeT BCe

ATO ACUHXPOHHO:
e [lomyunTh ciemyromiee n300paxeHne U3 CBarIeitHa
e Hapucosarbs Ha nmoixyueHHOM (PpeiimOyddepe kKapTUHKY

e Jlokazarb IMOJIYYCHHOC I/I306pa>K€HI/I€
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https://github.com/hypelive/VulkanApp/blob/2a309bd1d3037bc471841c766d3d84121954787f/VulkanApp/main.cpp#L164
https://github.com/hypelive/VulkanApp/blob/2a309bd1d3037bc471841c766d3d84121954787f/VulkanApp/main.cpp#L1994
https://github.com/hypelive/VulkanApp/blob/2a309bd1d3037bc471841c766d3d84121954787f/VulkanApp/main.cpp#L1919

Bes CUHXPOHU3AIUA ITPHU 3TOM BBIIIOJIIHACTCA C IIOMOIIBIO pECYPCOB

MIPUJIOKEHUSI, @ UMEHHO ceMadopoB U (PEeHCOB.
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