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VICTOYHUKKM CcBeTa: nepBnYHbIE N BTOPUWYHbIE

* [lBe KaTeropum: i
* CBeToMCnycKarwme NCTOYHUKN = Light -\}
nepBUYHbIE NCTOYHUKN Source 7

¢ cBeToTpaxKarwwmne UCTOHYHNKN =

Reflecting
BTOPUYHbIE UCTOYHUNKN

Surface

\

* [NoBepxHOCTb, HEe OcBeLlaemas
nepBUYHbIM UCTOYHMKOM CBETA, BCE PaBHO
MOXKeT bbITb BUAMMA!

2026 CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
DemaHeHko A.M. UMMuKH HOdY



Tnnbl ocBelleHnA

 Ambient light: okpyXatowee ectectBeHHOe OCBelleHME, PAaCcCeAHHbIN CBET
e Directional light: HanpaBneHHbIN CBET, HAaNpUMep, CONHEYHbIN CBET

* Point light: ToueuHbIl cBET, HANpPUMep, CBET Namnbl

* [poXeKTtop

HanpaeneHHbIA .
J— // ToueuyHblii cBeT

/L\Y"*’

AN
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ToYyeyHbI UCTOYHUK

BbIKNHOYE€HO y6bIBaHVIe MHTEHCUBHOCTHU BKJIIOYEHO y6b|Ba|-|y|e MHTeHCUBHOCTU
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[TpOoXKeKTOop

BbIKNHOYEHO y6bIBaHVIe MHTEHCUBHOCTU BKJIFOYEHO y6b|BaHy|e MHTeHCUBHOCTU
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HeCcKoNbKO MCTOYHMKOB CBETa B PA3HbIX MO3NLUNAX

CoBpemeHHble TEXHO/IOTMN KOMMbIOTEPHOM rpaduKKM U peHaepuHra

2026 demsaHeHko A.M. UMMuKH HO®Y



Pa3sHoe KonnyectBo rnobasbHOro OHOBOrO CBETA




Moaenu 3aTeHeHna (shading model)

Mopaenb 3aTeHeHunA npeacraBaqaer OI'Ipe,EI,eIIeHHbIﬁ TMN UHTEPNONALUUM, I'IO3BOJ'IF|I-OLLI,€I>1 NOZIY4YUTb KOHEYHOE
3Ha4YeHUe UuBeTa Kaxaoro d)par:v\eHTa obbeKkTa no UuBeTY BEPLWNH B 3aBNCUMOCTU OT OCBELLEHNA.

MnocKoe 3aKkpawmBaHue (no lambepty) — BbluncneHue useta ans npummntuea (flat shading)
3aKpalwunsaHue no lNypo — BbluncneHune Ha BepLlIMHax ¢ nocaeayowein nutepnonsumen (vertex shading)

3akpawmBaHue no PoHry — BbluncneHme LBeTa No Moaenn OCBeLLEHUA AN Kaxkaoro nukcens (per-pixel shading)

Lambert Gouraud

Phong

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUHra
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[eHepauuMa uBeTa NMKcena (pparmeHTa):
HYXXHa MHTEepPNoAAaUMA, AN LBETa, UIN HOPManewn

Yeriex Interpolated Vertex

3aKkpacKka PoHra normal normals normal
(nonucenbHoe) .

— Pacuer Hopmanein B
BEPLUMHAX

— JIMHelHaa uHTepnonauma
HOpManewr No TpeyronbHKUKyY

— Pac4er userta no popmyne
®oHra (wnn gpyromn)

3aKkpacka [ypo

[I'IDEEP LWKMH HGE‘)I I = Dek:(cos )" I, = Lgki(cos8)® Iy = Lak.(cosd)"

— Pacder ugeTa B BEepLIKMHAX

— JIMHEeNHaa MHTepnonALKA
uBeTa

2026 CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
DemaHeHko A.M. UMMuKH HOdY
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CpaBHUTe 3aTeHeHue no JlambepTy n no lN'ypo (Gourad Shading) 1971

CoBpeMeHHble TEXHOIOTMM KOMMbIOTEPHOW rPadUKN N peHaepUuHra
DemaHenko A.M. UMMunKH HOdY

2026 11



Bonpoc

* MpeacTaBbTe cebe — Bbl MUMeeTe 60/bLLION NOJIUIOH, OCBELLEHHbIN eAUHCTBEHHbBIM UCTOYHUKOM
CBETa, PAacnoNOXEHHbIM B LLEHTPEe MNOJINToHa.

* OcBeLlEeHHOCTb, CO3aBaemMas UICTOYHUKOM CBETa B BEPLUMHAX NOJIMTOHA, byaeT o4eHb Manol
BBMAY 3HAYUTE/IbHOM YAAaNEHHOCTM OT UCTOYHMKA CBETA.

* Y710 Mbl yBUANM?



[Toobaembl 3aKkpacku ['ypo
1

(==

pPonNnycTnTt

P2

Pe3yanaT 3aBUCUT OT HaAlpaBAEHNA MHTEPNONALNUN dour fypo

CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpaduKM U peHaepurHra

2026 DemaHenko A.M. UMMunKH HOdY
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PeweHne npobaemsbl 3akpacku 'ypo: nogpasbreHme NnoamMroHos

YBenumymBaeT C/I0KHOCTb reomeTpun

=

CoBpemeHHble TEXHO/IOrMN KOMMNbIOTEPHOW rpadUKKM U peHaepPUHra
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MeToa ToHMpOoBaHMA [ypo

Cdoepa, ToHnpoBaHHada no 'ypo  OHa e, HO CO 3Ha4YUTENbHO
(Manoe Kosim4ecTBO rpaHen) BonbLUMM KONTMYECTBOM FpaHen.

CoBpemeHHble TEXHO/IOrMN KOMMNbIOTEPHOM rpadUKKM U peHaepuHra
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3akpacka l'ypo (Gouraud) — 3aKkpacka ®oHra (Phong) —
3epKasibHoe (specular) oTpakeHune 3epKa/ibHOe OTparKeHue

CoBpeMeHHbIe TEXHOIOTUM KOMMNbIOTEPHOM rpadmKM U peHaepPUHra
DemaHeHko A.M. UMMuKH Oy




BaXXHO pa3nnyaTth:

Moaenb 3aTeHeHusa (Shading) — Kak MHTepnoAKMpoBaTb B NUKcenax (pparmeHTax) No BEPLUNHAM.
Mopaenb ocBeweHus (Lighting) — no kKako popmyne cuntaTb UBeT (lambepT, PoHr n 1.4.).

OHu paboTatoT B nape. MOXHO cyMTaTb OCBELWEHMe ABYMA crocobamu:

* ¢dopmyna B KaxKaon BepuwmnHe (Hanpumep, PoHra) n nHTepnonaumna B nukcenax no Nypo — ®owr + Mypo

*  uHTepnonauua ®oHra (Hopmanm B NUCKCENAX NO BEPLUMHAM) U dopMy/a B KaxKAoM nukcene (Hanpumep, PoHra)
— QOHr + PoHr



Moaenun ocsewweHus (lighting model)

Mopgenb ocselleHmMA onpepender crnocob B33VIMO,EI,€IZCTBI/IFI MaTepUnanoB U CBETa AN1A NONYyHEHUNA
d)VIHafIbHOFO 3Ha4eHNA UBEeTa obbekKTa.

* fAapo
* JlambepT
* @oHr

*  BAWHH-DPOHT

* [lononHuTenbHblE
* TyH-wengep
* OpeH-Hanap
*  MuHaepT
* Kyk-ToppaHc



Pur3nyecknm cmbicn moaenn PoHra

Ambient Diffuse Specvular = Phong Reflection

N
+ + =
%

@®0HOB3A COCTaBNAWAA PacceAHHasa COCTaBNRAWWAA 3epKanbHas COCTaBNAKWIA CyMMapHoe oceelleHue

B mogenu otparkeHmna ®oHra
OTPaA*KEHHbIN CBET
npeacTaB/iieH Kak cymma
¢doHoBoro, audpodpysHoro u
3€PKaZIbHOrO OTPAXKEHUMN.

B BEpWMHHOM Wengepe Mbl
HaXoA4AUM 3Ty CYMMY U 3aTeM
nepegaem nepemeHHyr BO
dbparmeHTHbIW Wengep ans
OKOHYaTe/IbHOMN YCTAaHOBKM
useTa pparmeHTa (B cnyyae
Mmoaenu 3ateHenus lypo).




Moaenb ®oHra
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Kakne AaHHble HYXXHO nepeaaBaTh?

CoBpemMeHHble TEXHOJIOTMN KOMMbIOTEPHOMN rpadmnKkn u

202
026 peHaepuHra demaneHko A.M. UMMuKH HOoY
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Kakme AaHHble HY»KHO nepeaBaTh?

CnUCOoK AaHHbIX:
* HOpManu,

* no3nuumn,

* LUBeTa CBeTa,
*  MaTpuubl

CoBpeMeHHble TEXHO/IOMM KOMMbIOTEPHOM FpaduKn m
peHaepuHra demaneHko A.M. UMMuKH HOoY

2026
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MaTepunansl

AnAa nctoyHukKa ceeta

uAmbientLightColor;
uDiffuselightColor;
uSpecularLightColor;

Ona matepmnanos o6beKTOB

AmbientLightColor;
DiffuseLightColor;
SpecularlLightColor;

2026

@& @ W
@ WD W
W W W

CoBpemeHHble TEXHO/IOTUM KOMMbIOTEPHOM rpadUKN U peHAepPUHra
demsaHeHko A.M. UMMuKH HO®Y
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Hopmanu

Ncnonb3oBaHune bubnmotekn glMatrix 8 WebGL n=
obneryaeT pacyeTnbl, TaK KaK TaM €CTb BCTPOEHHasA A
dyHKUMA vec3.cross(vectorl, vector2, normal);

rae normal - 5TO BEKTOp HOpManu, No/y4aroLWwmnca B
pe3ynbTaTte NpousBeaeHMa BekTopos vectorl n vector2.

[epen ncnonb30BaHMEM BEKTOP HOPMaaun Haao
HOPMaNIN30BaTb, TO €CTb NPUBECTU K EAUHUYHOMY BUAY.
[ns aToro B A3biKke weingepos WebGL onpeaeneHa
cneymanbHaa yHKuMA normalize.

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra

2026
DemaneHko A.M. UMMuKH HO®Y

(m1-m0) * (m2-m0)
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BbluncneHne Hopmasneun B BepLUMHAX

Hopmanu B BepLUMHAaX BbIYUCIIAOTCS
ycpegHeHneM HopmManen CMeXHbIX rpaHeu

CoBpemMeHHble TEXHO/IOTMN KOMMbIOTEPHOMN rpaduKM U peHaepurHra

2026 DemaHeHko A.M. UMM#uKH HOdY
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,ﬂ,/’lﬂ KOppeKTHOVI 3dRPACKN Ha CTblRAX NMOBEPXHOCTW

HEODBXOANMO «KJTOHMPOBAHME» BEPLUMNH

* B BepwunHe D HYXXHO UMeTb ABe HOPMANU:
* OaHa HOpManb ANA raAKoM 3aKpackn BOKOBOM NOBEPXHOCTU
e [lpyras Hopma/b A1A 3aKpPaCcKuM TopL,a

* Ha ocTtpbix pebpax Hopmann aybanpytorca

D1

Bl

a1l



Ha cTopoHe javascript

B cTaHAapTHOM Kofe TpebyeTcsa TONbKO NnepeaaTb pPAd XapaKTEPUCTUK 0ObEKTOB B LLENAEPDI
(pononHuTenbHO K BbiBOAY 6e3 ocBelleHnn)

* MaTpuuy Hopmanem
* Hopmanu BepLUUnHbI
* [lapameTpbl NICTOYHNKOB OCBELLLEHMNA

* LlBeTa ocBeweHunA



HacTponKa uBeTOB OCBELLEHWNA

function setupLights() {
//no3unuma ncTouHMKa ceeTa
gl.uniform3fv(shaderProgram.uniformLightPosition, [0.0, 10.0, 5.0]);
//cocTaBnqatowme useTa
gl.uniform3fv(shaderProgram.uniformAmbientLightColor, [0.1, 0.1, 0.1]);
gl.uniform3fv(shaderProgram.uniformDiffuseLightColor, [0.7, 0.7, 0.7]);
gl.uniform3fv(shaderProgram.uniformSpecularLightColor, [1.0, 1.0, 1.0]);



[lobaBmnaacb maTpuLLa HoOpMmaneu

var mvMatrix = mat4.create(); // maTpuua Bnaga moaenm
var pMatrix = mat4.create(); // maTpuua npoekumnm
var nMatrix = mat3.create(); // maTtpuua Hopmanen

function setupWebGL() {
gl.clearColor(0.0, 0.0, 0.0, 1.0);
gl.clear(gl.COLOR_BUFFER_BIT | | gl. DEPTH_BUFFER_BIT);

gl.viewport(0, 0, gl.viewportWidth, gl.viewportHeight);

mat4.perspective(pMatrix, 1.04, gl.viewportWidth / gl.viewportHeight, 0.1, 100.0);
mat4.identity(mvMatrix);

mat4.translate(mvMatrix,mvMatrix, [0, O, zTranslation]);
mat4.rotateX(mvMatrix,mvMatrix, xAngle);

mat4.rotateY(mvMatrix,mvMatrix, yAngle);

mat3.normalFromMat4(nMatrix, mvMatrix);



[peobpa3oBaHMe HoOpManen

A
it 27 ‘?f’f,;
0=(n,M-(B—A))=(MT.n",B—A)
A, 0=(nM-(C—-A))=(MT-n',C—A)
MT.n'=n
M n'=M")1n
drsy mat3.normalFromMat4(nMatrix, mvMatrix);
(nB—A)=0 (M (B— 4) =0
(n,C'—A)=0 (n',M-(C—A4))=0

[Moyemy Henb3sA NPOCTO YMHOXUTb HOPMab Ha MOAE/IbHO-BUAOBYO MaTPULLy?
[MoTOMY YTO NPU TAKOM YMHOXKEHUM HOPMAb NepecTaeT bbITb NepneHaUKyNAPHON NOBEPXHOCTH.
[MoaToMy HY*KHa 0bpaTHaA TPaHCNOHMPOBAHHAA MaTpULa.

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
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BepwnHHbIN Wenaep. OCHOBHblE NepeMeHHble

attribute vec3 aVertexPosition;
attribute vec3 aVertexNormal;
//attribute vec2 aVertexTextureCoords;

uniform mat4 uMVMatrix;
uniform mat4 uPMatrix;
uniform mat3 uNMatrix;

uniform vec3 uLightPosition;
uniform vec3 uAmbientLightColor;
uniform vec3 uDiffuselightColor;
uniform vec3 uSpecularlLightColor;

//out vec2 vTextureCoords;
out vec3 vLightWeighting;

out lowp vec4 vColor;

const float shininess = 16.0;



[locnenoBaTeNbHOCTb AENCTBUM

BHayane HeobxoaMmo moanduLMpPoBaTb KOOPAWUHATbI BEPLUUHbI U ee HOPpMalb,

4YTOObl NPaBU/IbLHO MPOBECTU BbIYNC/IEHUA NO HAXOKAEHUIO OTPAKEHUNA CBETA,

MOCKO/IbKY Ha BXOZe€ B LWenaep 1 BepLUMHA, U HOPMaJ/ib NOKa He YYMTbIBAOT Npeobpa3oBaHMA C MaTpULUaMmn —
BpalleHuns, nepemeLweHnsa n T.4.:

void main() {
// ycTaHOBKa no3unuumn HabnaogaTtens cueHbl
vecd vertexPositionEyed4 = uMVMatrix * vec4(aVertexPosition, 1.0);
vec3 vertexPositionEye3 = vertexPositionEye4.xyz / vertexPositionEye4.w;

// nonyyaem BeKTop HanpaB/eHusa cBeTa
vec3 lightDirection = normalize(uLightPosition - vertexPositionEye3);

// nonyyaem Hopmanb
vec3 normal = normalize(uNMatrix * aVertexNormal);



®oHosoe n Andpdy3Hoe OTparkeHme CBeTa

doHoBoe oTpaxeHme (ambient light): | = Ka*la,
roe Ka — uBetoBble napameTpbl matepmana, a la —3to uset GOHOBOro
cseTa.

OndodysHoe oTpaxkeHue (diffuse light): | = Kd *Id *max(cos 6, 0)

Kd — andPpy3Hbin matepman n ld — uBet ocBelleHUS.

max(cos 0, 0) — yunTbiBaeT HanpaBAEeHME Jly4a, HaNPaB/JEHHOrO Ha
NOBEPXHOCTb.

0 — yron mexxay Hopmasibto NOBEPXHOCTU M BEKTOPOM HaMpPaBAEHUA /yya
CBeTa.

//cKanapHoe npousseaeHne BEKTOPOB HOPMaan U HanpaBs/ieHMsA CcBeTa
float diffuselLightDot = max(dot(normal, lightDirection), 0.0);

OuddysHoe oTpaxeHue ceeTa

HMcTouHuk ceeTa OTpamaeMbld CBET

Hopmans N

yron 8
ceeTa L

MoeepxHocTb



3epKanbHoe oTpaXeHWe CBETa

3epKaﬂ bHOE OTPaxeHne CBETA e
Hopmane
3epkanbHoe oTpaxkeHue (specular light): 1 = Ks * Is * max(cos 0, 0)2 " /ﬁ\
Ks — matepuan, a Is — uBeT 3epKasibHOro OTPa*KeHMUS . S
ceeTa L v Aatenb

0 — yron mexkay BeKTOpoM, HanpaB/iEHHbIM OT TOYKM K HabatogaTento,
N BEKTOPOM OTPar*Kaemoro ayya
a — YKas3bIBaeT Ha cTeneHb 61ecka maTtepunana

lNoeepxHoCTb

BeKTop nyya oTparkeHua R: R=2(L * N)*N-L
OpAHaKo A3blIK WeNAepoB UMeET BCTPOEHHYI0 dyHKumMio reflect, KoTopasa no3sBonAeT HaUTN BEKTOP
OTPaXEHHOrO /ly4ya NO HOPMa/IN U HanpaB/IEHUIO NAAAOLWErO CBETA.

// nonyyaem BEKTOpP OTPaxKeHHOro iy4a U HOPMaIN3yem ero
vec3 reflectionVector = normalize(reflect(-lightDirection, normal));

// ycTaHOBKa BeKTOpa Kamepbl
vec3 viewVectorEye = -normalize(vertexPositionEye3);

float specularLightDot = max(dot(reflectionVector, viewVectorEye), 0.0);

float specularLightParam = pow(specularLightDot, shininess);



BeplwnHHbIN Wenaep

N B KOHUE Mbl COOMpaem BCe CBETOBbIE 3HAYEHUA M NOJIyYaem obulee 3HaYeHNE OTPAXKEHHOIO CBETA,
KOTOpoOe 3aTeM nepeaaem Bo pparmeHTHbIN Wwengep.

// oTpaxKeHHbIV cBeT paBeH cymme ¢oHOBOro, AndPysHoro u 3epkasibHoOro oTparKeHuit ceeta
vLightWeighting = uAmbientLightColor + uDiffuseLightColor * diffuseLightDot + uSpecularLightColor *
specularLightParam;

// vnn
vLightWeighting = uAmbientMaterialColor * uAmbientLightColor +

uDiffuseMaterialColor * uDiffuselLightColor * diffuselLightDot +
uSpecularMaterialColor * uSpecularLightColor * specularLightParam;

// Finally transform the geometry
gl_Position = uPMatrix * uMVMatrix * vec4(aVertexPosition, 1.0);
//vTextureCoords = aVertexTextureCoords;

}



PparMeHTHbIN Wengep

precision mediump float;

in vec3 vLightWeighting;
in lowp vec4 vColor;

void main() {
gl_FragColor = vec4(vLightWeighting.rgb * vColor.rgb, vColor.a);

}

[MomHuUTe npmnmep C 3akpawimBaHeEM KBa4paTUKaMn U3 Jlekuuun 27

Tam mbl TOXe pa60TanM BO (I)paFMeHTHOM u.|e1‘/'1,£|,epe, HO reHepuposa/in uset npoueaypHo B 3aBNCUMOCTU
OT reomMeTpumn.

Tenepb Mbl reHepupyem uBeT Ha OCHOBE (I)M3MKM ocBeweHUNA.



Pe3ynbTaT: 06BbEKTHI € ocBeweHnem no PoHry

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
DemaHeHko A.M. UMMuKH HOdY
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[MonHbin pipeline ocseweHma B8 WebGL

[BepLlwMHHbIE AaHHbIE: NO3ULUMA, HOPMaib]
N
[BeplinHHbIN Wenaep]
- npeobpasoBaHme nosmumm (gl _Position)
- npeobpasoBaHmne Hopmanu (UNMatrix * normal)
- pacyeT BEKTOPOB (CBET, Kamepa)
- pacyeT ocBelleHua (ans Nypo) NN nepepaya gaHHbIX (1A PoHra)
N
[PacTepusaTtop] — nHTepnonsuus (varying/in)
N
[PparmeHTHbIV Wenaep]
- pacyeT ocBelleHua (ans ®oHra)
- BbIBOJ, LBETA



OcBeleHne JlambepTa

Mogaenb Jllambepta HamHoro npouwe moaenn PoHra, Tak Kak Y4UTbIBAET TO/IbKO OAHY COCTAaBAAOLLYIO -
andody3Hoe oTparKeHume.

CoBpemeHHble TEXHOIOTMN KOMMbIOTEPHOW rpaduKn U peHaepUuHra

2026
DemaHeHko A.M. UMMuKH HOdY
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Moaenb banHHa-PoHra

* 370 YHUdUKauua moaenn ®oHra, NPUHLUMMNUANBHON PA3HULbI MEXAY ABYMSA STUMU MOAENS MU HET

Lo = LEU{d(S,H) + Ks(T, U)RI) N [_,; q‘b‘f

Mgy
. S

Lo = Li(kq(s,n) + ks(h,n)*t)

h = (v+5s) SIS ST

2

JlaHHaA annpoKcMMmauma No3BOAAET B pAade caydae ynpoCTUTb BbluMCIeHUA

B mogenn ®oHra mbl cuMTaem OoTpaxKeHHbIn iyd R
B mogenn banHHa-®oHra mbl CHMTAaEM NONOBUHY YyI/1a h mexay CBETOM U KaMepon. ITO YyTb MeHee TOYHO, HO bbicTpee

CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpaduKM U peHaepuHra 40
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[TpumeHeHne moaenmn ocselleHmsa banHHa-PoHra BMecTo
moaenn ®oHra HeENPUHLUMUANBHO U3MEHAET pe3yabTaT

CneBa — pe3ynbTat NpUMeHeHns moaenun banHHa-dPoHra,
nocepeauHe — pesynbtat npumeHeHns mogenu OoHra,
cnpasa — moAenb banHHa-PoHra ¢ MeHblLen, Yem y IeBOro 306parkeHus, CTeMNeHbHO.

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOM rpaduKn U peHAEPUHTa 41
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Moaenn ®oHra n banHHa-PoHra B cpaBHEHUN

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
DemaHeHko A.M. UMMuKH HOdY

2026
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Can-wenaepHasa nam TyH-wenaepHaa Moaesb

3Ta moaenb AaeT n3obpaxKeHme, UMUTUPYIOLLEE PUCOBAHME BPYYHYIO. Icnonb3oBaHWe 3TOM moaenum
MOXHO BCTPETUTb B TaKNX My/IbTOUNbMAX Kak HYenosek-nayk, dytypama n gpyrumx.

Npea wengepa AOBOSLHO NpocTas: Mbl bepem 3a ocHoBY moaenb JlambepTa, a 3aTem BBOAUM pe3Kue
nepexoabl B OCBELEHNN OT NOpOra K nopory.

Hanpumep, npu 3HayeHmnax koapduumeHta lambepTa ot 0.5 o 0.95 uBet ymHOKaeTca Ha
KoadppnumneHT 0.7 — Taknm obpasom mbl ybmpaem nnaBHoe CrnarkMBaHMe B OCBELLEHUN.

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
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Moaenb lambepTta — Moaenb OpeH-Hanapa

LAMBERT OREN NAYAR

— UBET WepLaBblX I'IOBerHOCTEﬁ — A4 NnognoBepPXHOCTHONO OTPaKEHUA.

Mopgenb nmeet napameTp ANna KOHTPO/1A WepLwaBOCTU MOBEPXHOCTH. OH onpeanendeTt, CKOJIbKO CBETA

OTPa3UTCA HAa3a B HAaNPaBAEHUM UCTOYHMKA CBETA, YTO ABNAETCA XapPaKTEPUCTUKOM «LLUEPLLIABOMN»
(3anblieHHOM) NOBEPXHOCTY.

Yem bonee LepwaBaA MNOBEPXHOCTb, TEM MeHEE OTYHET/IUBbIM ABNAETCA LI,VId)(I)y3HOG oTpaxeHue.
LLlepLuaBaﬂ NnoBepxXHOCTb pacCenBaET CBET BO BCEX HAMNPaB/IEHUAX, HO abcontoTHO HepaBHOMEPHO.

Moatomy OpeH-Haltap — 370 ynpoLleHHOe NpeacTaBAeHMe PeanbHOCTH.
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Moaenb OpeH-Hawnapa

LLlepwiaBoi cuMTaeTcs NOBEPXHOCTb

g L &F = pie e KOYKM U BapxaTa 13-3a HaJIMYMA OYEHD
Pinhole : Me/IKNX AeTasieln, TaKUX KaKk nopbl
n &, KOXM M BOIOKHa bapxara.
s “N\L—w, K npvmepy, NOBepXHOCTb MACTUKA He

R TaKas WepLlaBas, a pe3mHa, KaMeHb,
e e P*KaBUYMHA 3HAUYUTENbHO rpybee
(wepwasee) KOXK UK bapxaTa.

Surface

LLlepwaBoOCTb HE 3HAUYMT peasibHO LepLLaBbli (KaK HaxkaauyHaa bymara, K npumepy), peyb cKkopee uaet o
MaNItoCeHbKMX BbICTyNax (MUKPOCTPYKTYpPE) Ha NOBEPXHOCTH



Moagenb MunHaepTa

MN3HayanbHO Mmoaenb co3gaBanachb Ana MoaenmpoBaHua JIyHbl (NO3TOMY MHOMAA MOXKHO BCTPETUTD
Ha3BaHWE «IYHHbIN Wernaep»), HO TaKXKe NoAXOAMUT ANA APYTrnX NOBEPXHOCTEN, MUMEIOLLLINX
KOPMYCKYAPHYHO Uan rybuyaTyto NOBEPXHOCTb.
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Moaenb Kyka-ToppaHca (Cook-Torrance)

* Mogenb Ans 3epKanbHbIX 6MKOB HA MOBEPXHOCTAX C MUKPOTrPaHAMMU.

MeTananyeckui 3asu,
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DemaHeHko A.M. UMM#uKH HOdY
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AHM3O0TPONHbLIE MOaEN

Ward-anisotropic
(nnm npocto Ward — aHM30TponHble cBETOBblE HAMKN)

dHM30TPOMNHOCE H30TRONHOE

OTPpaXeHue OTparXeHue

J
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Mbl ceroaHa paszobpanu

1. ®n3nKa cBeTa U TUNbl UICTOYHUKOB. [lepBUYHbIE (M3/1y4atoT) N BTOPUYHbIE (OTPaXKatoT) UCTOYHUKKU. Ambient
(poHoBbIN), Directional (HanpaBneHHbIN), Point (ToueyHsbiit), Spot (npoxekTop). YbObIBaHUE NHTEHCUBHOCTU C
PACCTOSTHUEM.

2. Mopenwu 3ateHeHunAa (Shading) — Kak uHtepnoamnpyem. Flat (no npumutmsy) - MpaHeHbin BUA. Gouraud (no
BepwMHam) = lnaBHOE, HO MOXKeT NponycTuTb 6anKN. Phong (no nukcensm) - MaKcumanbHaa Aetanusauyms,
CTaHAAPT MHAYCTPUM.

3. Mopenu ocselieHuna (Lighting) — Mo Kakoit popmyne cuntaem uyset. J/lambepT (Tonbko anddpysHoe) - MaToBble
nosepxHoctn. PoHr (Ambient + Diffuse + Specular) = MnacTtuk, rnaHed,. BaAnMHH-PoHr (onTumunsauyma Poxra) -
BoicTpee, 4yTb MHOM BnecK. CneuymanmsmpoBaHHble: OpeH-Halap (wepwasoe), MunHaepT (nyHa), Kyk-ToppaHc
(meTann).

4. TexHnuyeckana peannsauma B WebGL. Hopmanu BeplunH — ycpeaHeHne Hopmanen rpaHen. MaTtpuua Hopmanewn
(normalFromMat4) — obpaTHaa TPaHCNOHNPOBAHHAA MOAENbHO-BMAOBAsA MaTpUL,A. BepLlMHHbLIN Wenaep: pacyeT
BEKTOPOB CBETA, KAaMepbl, OTPaXKeHMA. PparMeHTHbIN Wenaep: NPMMEHEHNE BECOB OCBELLEHUA K LiBETY MaTepuana.



CBA3b C NpeablAYLLNMKU NEKLUAMM

Nekuma  MaTtpuubl Npeobpa3oBaHUi, MocTtpoeHne uMVMatrix, uPMatrix,

1 CUCTEMbI KOOpANHAT nepeHoc 06bEKTOB

Nekumna  bydepsbl, aTpubyThl, Wengepsol, Nepenayva Hopmanen (aVertexNormal),
2 in/out nHtepnonauma vLightWeighting

KomnbloTepHasa rpadpmKa — 3TO CIOEHbIN NUPOT.
Nekuusa 3 HagcTpanBaeT PMU3NKy CBETA NOBEPX TEOMETPUN U LENAEPOB
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[lomallHee 3aaaHne / Bonpockl AnA camMonpoBepKM

* Yem otanvaetca moaenb 3ateHeHnA PoHra ot moagenm ocseweHmsa OoHra’?
* [loyemy ana Hopmanewn Hy»KHa oTaenbHaa matpuua uNMatrix, a He Ta ke uMVMatrix?

* Y10 npounsonget c usobparkeHmem, ecnm B moaenu ®oHra ybpatb aAnddy3Hyo COCTaBAAIOLLYIO?
A ecnu 3epKasibHyt0?

* OtKpowTe cnang 34. 3a4em Mbl HOPMAZIM3yEM BEKTOPbI HECKO/IbKO pas?
Y1o ByneT, ecam aToro He Aenatb?

 Hangute B ntobon coBpemeHHomn urpe (Hanpumep, Cyberpunk 2077, The Last of Us) cueHy ¢ pa3HbiMM TURAaMU
noBepxHocTen. NonpobyinTte onpeaennTb, KAaKME MOAENN OCBELLLEHMA TaM UCNO/b3YHOTCA.



Pecypcbl 411 CAMOCTOATE/IbHOIO N3Yy4YeHUs

Tomas Akenine-Moller, Real-Time Rendering (6ubana KomnbiotepHoM rpadukmn)
Scratchapixel.com — pa3pgen Lighting and Shading (otanyHble Bu3yanmsauum)

Shadertoy (becnnaTHbIN pecypc A/18 MOHMMaHMA MaTeEMATUKU TPadUKN) — NPUMEPDI
npoueaypHOro OCBELLEHNA B pealbHOM BPEMEHMU
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