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PenbedHoe TeKCTypuMpoBaHME — 4YTO 3TO?

PenbedHoe TEKCTYPUPOBaHME — METO/, B KOMMbIOTEPHOM rpaduKe ANs npuaaHms bonee
PEaNNCTUYHOIO M HaCbILLEHHOIO BUAA NOBEPXHOCTU 0O bEKTOB
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B uem oT/in4me oT 0ObIYHOIO TEKCTYPUPOBAHUA?

PE!'Ibe(I)HOG TEKCTYPUNPOBaHWNE OTPAXKAET peas/ibHOEe NnojsioKkeHne NCTO4YHUKa CBeTa B CLUEHE U
Adaxe nsmeHeHmne ero Mectonos1oKeHnA



Buabl penbePpHOro TeEKCTYPUPOBAHUA

Bump mapping

Normal mapping

Displacement mapping

Parallax mapping

Parallax occlusion mapping



HemMHOro mn3 nctopmm Bump mapping

1970

BamnmannuHr 6bin pa3paboTtaH banHHoMm (Blinn) ewe B 1978 roay
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Jim Blinn

2024

Born: 1949

Alma mater: University of Utah; University of Michigan

Awards: Macarthur fellowship (1991); NASA Exceptional Service Medal
Fields: Computer science

Institutions: NASA's Jet Propulsion Laboratory; Microsoft Research
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[TpOCTO KYOUK
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[ 1e BbIMYKNOCTU?
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A ecnm TakK?
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YTO Takoe penbedHan KapTa?

PenbedHan KapTta (TeKcTypa) — 3To 0Obl4HaA TEKCTYpPa, TO/IbKO B OT/IMUME OT NepBOH,
HecyLwen nHPopMaL Mo O LBeTe onpeaeneHHbIX y4acTKOB,
penbedHan Kapta HeceT MHPOPMALIMIO O HEPOBHOCTAX



RapTa BbICOT

2024
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H4TO MMUTUPOBATL

* MOHO HEPOBHOCTU U LLIEPOXOBATOCTU
e 1EpeBo
* KaMeHb
* LIeNyLWaLLLYCA KpacKy
°* UT.A.

* HenbsAa KPpyrnHble BMNaagnHbl U BO3BbILLEHHOCTU



Y4TO HY)KHO?

nHpopmaLmto O BbiCOTE
HEePOBHOCTEN Ha KapTe BbICOT

2024

[Mpeobpa3oBaTtb

B : nHPopmaLmio 0 BEIMYNHE

NOACTPONKM BEKTOPA HOPMaNM
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Kak peann3oBaTb?

x_gradient = pixel(x-1, y) — pixel(x+1, y)
y_gradient = pixel(x, y-1) — pixel(x, y+1)

New_ Normal=Normal+(U*x_gradient)+(V*y gradient)
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Bump mapping

2024

diffuse diffuse
no specular specular

diffuse diffuse
no specular specular
bump mapped bump mapped
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Bump mapping B nrpax

2024

peHaepuHr 6e3 bamnmannuHra peHaepuHr c bamnMannmMHrom
6e3 61MKOBOM cocTaBNAIOLLLEN
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Kapta Hopmanen (normal map)

e 3TO panbHenLwee pa3BUTUE TexHoNormm 6amn (bump)

* WMHorga KapTbl HOpManen Ha3bIBatoT «3-x ToueyHasa bamn-kapTta» (Dot3 bump mapping)



Normal Mapping

2024

-

a® )

Gouraud Shading Normal Mapping
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HemMHOro 13 nctopum

* Bnepsble naea o ToM, YTO MOXKHO «BpaTb» AeTann C BbICOKONO/IMFTOHA/IbHOM MOAEIN N NEPEHOCUTL
Ha HWU3KOMONMIOHaNbHYIO, Obina npegsoxeHa Ha SIGGRAPH B 1996 Bo BpemA AoKknaaa
"Mcnonb3oBaHMe CrnaXeHHbIX NOBEPXHOCTEN AnA AobaBneHma NI0OTHOCTM NOJIUTOHA/IbHOW ceTKe"

aBTOpOB KpuwHamypaTtm n Jlesoun
* SIGGRAPH (The Special Interest Group for Computer Graphics)

* Torpa peyb wna 06 ncnonbsosaHuun ana Displacement Mapping

* [lpepnaranocb NCNo/b30BaTb co34aHHblie Ha ocHoBe NURBS KapTbl cmeleHua (displacement maps)
ANA YBeNNYEHUA AeTann3aunum HU3KONO/IMTOHA/IbHOW NOBEPXHOCTH

* Peanusaumna noAaBuaacb ropasao nosxe



N elle n3 nctopum

B 1998 rogy onatb Ha SIGGRAPH 6b1n1un npeactaBnieHbl 2 AOK/1aAa O NePeEHEeCeHNN AeTanemn B BUAe
KapT HOPMaaen oT BbICOKOMO/IMFOHANbHbIX MOAENEN B HU3KOMO/IMTOHA/IbHbIE

e OaunH u3 Hux: «Appearance Preserving Simplification». Astopbl: Jonathan Cohen, Marc Olano,
Dinesh Manocha

* www.graphicon.ru/oldgr/library/siggraph/98/papers/cohen/cohen.pdf



N3 cTtaTbn Appearance Preserving Simplification

9,

Figure 1: Bumpy Torus Model. Left: 44,252 triangles
full resolution mesh. Middle and Right: 5.531 triangles,
0.25 mm maximum image deviation. Middle: per-vertex
normals. Right: normal maps
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Appearance Preserving Simplification

249,924 tiangles 62,480 triangles 7,809 triangles 975 triangles
0.05 mm max image deviation 0.25 mm max image deviation 1.3 mm max image deviation 6.6 mm max image deviation

Figure 12: Close-up of several levels of detail of the armadillo model. Top: normal maps Bottom: per-vertex normals

2024 KomnbloTepHas rpadpuka emsaHeHko A.M. OOY MAGnUS

22



Obuwee: bump 1 normal -mapping

* YBe/numBaeT BU3YyanbHYIO AeTanusauuto 3d-moaenun 6e3 nobasneHnsa 4ONOAHUTE/IbHbIX MOIUTOHOB

» KapTta paccunTbiBaeTca 418 KaXKA0ro NUKCens TeKCTYpbI



Pasnnuma: bump v normal -mapping

* Bamn paccuynTbIiBaeTCA Ha OCHOBE TEKCTYPbI C OAHUM KaHaom (grayscale — oTTeHKM ceporo)

* KapTbl HOpManei NCNoNb3yIOT MHOFOKaHanbHYO RGB-TeKCcTypy, No3ToMy MeToa, AaeT 60bLuyto
TOYHOCTb, Yem Bump mapping

Normal Map

2024 KomnbtoTepHana rpadpuka emaneHko A.M. OPY MAGnUS
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OOBbeKThl

2024

HWU3KONO!

NoaonsITHbIE ODLeKThI

BbiCOKONONUroHanbHbIn

IMrOHANbHbINA
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Hop/v\anm BbICOKOMO/IMTOHA/IbHOMO OO bEKTA

Hopmanu atoro obbekra.
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KapTa HOpMasien Kak TEKCTYPa
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Pe3ynbTaT

2024
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[ne Normal Mapping?
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Normal Mapping: Konn4yecTBo NOUIOHOB

9130 polys

+normal mapping
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[1Ba BMJA KapT HOpManewu

* B obbeKkTHOM npocTpaHcTBe (object-space): obwen cucteme KoopanHat

* B KacaTe/nibHOM NPOCTPaHCTBe (tangent-space): NOKaNbHOM cucTeme KoopaMHaT



[ e KaKkaAa?
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[0e KaKaa MCNOJIb3YeTCs U noYyemy?

* Wcnonb3yeTtca Ans He AedbopMUPYIOLLUXCA OOBEKTOB, TAKUX KaK CTEHbI, ABEPU U T.N.

* [lpumeHAaeTca AN BO3SMOXKHOCTU AePOopPMUPOBATL OOBEKTbI, HANPUMEP, NMEPCOHANKEN



ObwWwana 1 ToKaabHAA cMCTEMA KOOPAMHAT




BxoAHble AaHHble A5 BEPLUMHHOTO Wenaepa

* [lo3numa Kamepbl B JIOKANbHOW cUcTeme KOOpAUHAT MOAOENU

* [Mo3MUMA UCTOYHUKA CBETa B /IOKAa/IbHOM CUCTEME KOOPAMHAT MOAENU



ANropuTM ANA BEPLWIMHHOTO Wenaepa

* BblYMCANTb BEKTOP MCTOYHMKA CBETA

* HopmanusunposaTb ero

* TpaHcdopmMpOBaATbL BEKTOP MCTOYHMKA CBETA B MPOCTPAHCTBO KacaTe/IbHbIX
* BbluMCANTb BEKTOP Kamepbl

* HopmanusunposaTtb ero

* [Mpocumntatb H BekTOp (MOoaens ocseweHna banHHa; H — half-angle vector)

* TpaHchopmmnpoBaTb H BEKTOP B NPOCTPAHCTBO KacaTesibHbIX



BbIXOAHblE AaHHbIE AN BEPLUMHHOIO LWenaepa

BeKTOp MCTOYHWMKA CBETA B NMPOCTPAHCTBE KAaCaTEJ/IbHbIX

H BEKTOP B NMPOCTPAHCTBE KAaCaTEJ/IbHbIX



BxoaHble AaHHble AN PParMeHTHOro wenaepa

e BeKTOp MCTOYHMKA CBETa B NPOCTPAHCTBE KacaTebHbIX
* H BEeKTOp B NPOCTPaAHCTBE KacaTe/ibHbIX

e Color — uget



ANropuT™ 18 GparMeHTHOro wengepa

* HopmanunsmpoBaTb BEKTOP MCTOYHMKA cBeTa U H BEKTOp B MPOCTPaHCTBE KacaTe/bHbIX
* [lpouynTaTb HOPManb U3 normal TeKCTypbl U HOPMUPOBATL

* [locuunTatb CKanapHoe nponssegeHne BEKToOpa HOpMaaum mn3 normal TEKCTYpPbl N BEKTOPA
UCTOYHWKa CBETa B NMPOCTPAHCTBE KAaCaTe/IbHbIX

* [lpocuynTaTb CKanApHoe NponsBeAeHMe BEKTOpa HOpMaan n3s normal Tekctypbl U H BekTopa B
MNPOCTPAHCTBE KacaTesibHbIX

* [lpocuuTtaTtb UBeT



[TpmeHeHne HopMa/IMaNMnnHra

Caenatb HU3KOMOMIOHAIbHYIO MOAENb AO0CTAaTOYHO AETANM3UPOBAHHOW ANA TOro, YTOObI
COXpaHANacb oCHoBHasa Gopma 06bEKTA, M UCMONb30BATb KapTbl HOpManen ana
nobasneHna bonee menKknx geTanemn.



[TomeHeHne bamnmannmuHra

MOKHO MCNONb30BaTb AOMNOJHUTE/IBHO M bump map Ana o4eHb MENKUX AeTanen, KoTopbie gaxe B
BbICOKOMO/IMIOHA/IbHOM MOAENN HE CMOAENNPOBATL (MNOPbI KOXKK, ApYyrne menkme yrnybneHus)



Displacement mapping

* MN3meHAeT reomeTpuIo NOBEPXHOCTU MO 33[1aHHOM KapTe BbICOT, 0ObIYHO NepeaatoLencsa B
BEPLUMHHbIN LIernaep Yepes TEKCTYPY

* QOcBelleHne cynuTaeTcs 0O6bIYHbIM CNOCOOOM (MUKCENbHbBIN WENAEP MOXKET ObITb NPaKTUYECKM
NntobbiM), HO TpebyeT BbICOKYIO AeTanmn3aumio Moaenmu



Bump mapping n Displacement mapping
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Displacement mapping

* MeTog nameHaeT NoN0XKeHue BEPLWUNH TPpeyroiibHMKOB, CABUITraAd nx no HOpmMmaJint Ha BeJIM4YUHRY,
ncxoga m3 3HAYEHUMN B KapTax CMeLlleHNA

* KapTta cmeuweHua (displacement map) — 370 06bI4MHO NONYTOHOBAA TEKCTYPA, M 3HAYEHUA B HEW
MCNONb3YIOTCA ANA onpeaeneHnsa BbICOTbl KaXKa0M TOYKM NOBEPXHOCTU 06beKTa (3HaYeHnsa moryT
XPaHUTbLCA Kak 8-6UTHble naun 16-6UTHbIE Yncna), cxoxke ¢ bumpmap.



Co3naHue naHawadTa

* YacTo KapTbl CMELLLEHUA UCMONb3YIOTCA (B 3TOM C/1y4ae OHU Ha3bIBAOTCA WU KapTaMu BbICOT) A
CO34aHNs 3€MHOM MOBEPXHOCTU C XO/IMaMM U BaguHaMU

* WUcxoaHbiMM 6bIKN 4 BEPLLUUHbBI U 2 MO/IMTOHA, B UTOTE NOJIYYMACA NOJHOLLEHHbIN KYCOK naHAawadTa

source tesselated displaced

o

3
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CnoxHblt 3D 0bbeKT

2024
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CXaTune reomeTpum

* HanoxeHune KapT cMeLLeHnAa Bnepsblie noayumno nogaepky B DirectX 9.0
* HanoxeHue KapT CMeLWeHNA MOKHO MO CYLLECTBY CYHMTATb METOAOM CXHaTUA reoMeTpumn

* Mcnonb30oBaHME KapT CMELLLEHUA CHUXKaeT 0bbem NnamaTh, Tpebyembi Ans onpeaeneHHoOn
aAetanusaumm 3D mogenu

* [pomo3gKkue reomeTpuUyecKmne AaHHbIe 3aMeLLAOTCA NPOCTbIMU ABYXMEPHbIMU TEKCTYPaMU
cmelweHunsa, obblYHO 8-6UTHLIMU UK 16-OBUTHBIMMK

* 3TO CHU)KaeT TpeboBaHMA K 06 beMmy NaMATM U MPONYCKHOM CNOCOBHOCTM, HeobxoamMmon Ans
NOCTAaBKN reOMETPUYECKMX AaHHbIX K BUAEOoUYMNY



[lpenmyLLecTBa

* [lo3BONAET UCMONb30BAaTb HAMHOTO Honee CNoXKHbIE reometTpunyeckun 3D mopenu

* [l03BONIAET YCKOPUTb aHUMALMIO Moaenen

*  YNy4ylWuTb BHELWHWIM BUA Moaenu, npumenms 6osee cnoXxHble KOMNAEKCHbIE aNTOPUTMbI U
TEXHUKMU, Bpoae nmutaumm tkaHen (cloth simulation)



OrpaHnyeHus

* [Nnagkue ob6BEKTbI, HE coaepKallme 60bLLOro KoNIMYecTsa TOHKUX AeTanen, byayTt nydiie
npeacTas/ieHbl B BUAE CTaHAaPTHbIX MOJIMIOHANbHbIX CETOK MM UHbIX MOBEpPXHOCTEN bonee
BbICOKOrO YPOBHS, Bpoze KpuBbIX besbe

* (OuyeHb CNOXKHble MOAENN, TAKNE KaK Aepesba UTUN PACTEHUA, TaKKeE HeJlerko npeacrtraBuUTb
KapTamun cmeleHunA

* [loyTun Bceraa TpebyeT cneumann3npoBaHHbIX YTUAUT, BEAb O4YEHb C/I0XKHO HANPAMYIO CO34aBaTb
KapTbl CMeLLLeHUA (ecam peyb He MAET O NPOCTbIX 06beKTax, Bpoae naHAawadTa)



Parallax mapping

* Parallax mapping 6bin npeactasnedH Tomomutn Kanako (aHrn. Tomomichi Kaneko) B 2001 roay
www.researchgate.net/publication/228583097 Detailed shape_representation _with parallax_

mapping

* B 2004 roay Welsh npoagemoHcTpnpoBan npMMmeHeHue napasanakCcMmanmnmHra Ha
NporpaMmmMmmnpyembix Buaeo4ymnax

* Parallax mapping NONIHOCTbIO UCNONHAETCA Ha rPadUYECKUX NPOLECCOPAX BUAEOKAPTbI KakK
MUKCENbHbIN Wenaep



[lpyrne Ha3BaHUA

* Parallax Mapping
e Offset Mapping
e Virtual Displacement Mapping

* Per-Pixel Displacement Mapping



Parallax mapping

Parallax mapping
OCYLLEeCTBNAETCA
CMELLEHMNEM TEKCTYPHDIX
KOOPAWHAT TakK, YTObObI
NOBEPXHOCTb Ka3anachb
06BbEMHOM

CKPUHLLOT M3 AEMOHCTPALMOHHOro beHYMapKa rpaduyeckoro AsuxKka Irrlicht Engine
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Maes Parallax mapping

Npes meToda COCTOUT B TOM, YTOObI BO3BPALLLATb TEKCTYPHbIE KOOPAUHATLI TOM TOUYKM, I4e BUAOBON BEKTOP
nepecekaeT NOBEPXHOCTb

310 TpebyeT NpocyeTa Nyyen (PENTPENCUHT) ANA KapTbl BbICOT
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Parallax mapping n annpoknmaums

* Ecnm KapTa BbICOT HE MMEET CAULLIKOM CUJIbHO U3MEHAOLWMXCA 3HAYEeHNI («rnagKkaa» uam
«NNaBHaA»), TO MOXXHO 060OMTMUCHL annpoKcMMmaumnen 6e3 Ncnosib30BaHMA PENTPENCHHTA

* Parallax mapping ycnoBHO MOXXHO Ha3BaTb «2.5D»

* Parallax mapping noxo»k oAHOBPEMEHHO Ha HANOXKEHME KAapT CMELLLEHUA U HOPMAJIMANMWUHT,
3TO HEYTO cpeaHee MeXKay HUMU



Displacement mapping u Parallax mapping

naBHoe otinyme parallax mapping ot displacement mapping B Tom, 4TO B HEM BCe pacyeThl
NONUKCeNbHble, 3 HE NOBEPLUUHHDbIE



Normal mapping v Parallax mapping

JlaHHaA TeXHO/I0rnA TaKXKe UCMOJ1Ib3YET KapTbl HopN\aneﬁ

B otanume ot normal mapping, oHa peanm3yeT He TO/IbKO OCBELLEHME C Y4ETOM penbeda, HO U
cABuraet KoopamHaTtbl AMdPY3HOM TEKCTYPbI

3Tnm gocTturaetca Hanbonee nonHbIN 3pPeKkT penbeda, 0cobeHHO Npu B3rNALe Ha NOBEPXHOCTb
noA, yriom

Parallax mapping otanyaetcs ot normal mapping Bcero Tpema MHCTPYKUUAMMU NUKCENbHOTO
wenaepa: ABe matemaTUyeckne MHCTPYKUMKU U OAHA AONONHUTEIbHAA BbIDOPKA U3 TEKCTYPbI

[Mocne Toro, KaKk BbluMC/IEHA HOBaA TEKCTYpPHaA KOOpPAWHATA, OHa UCMO/b3yeTcA Aasiblie ANA
YTEHUA APYrMX TEKCTYPHbIX c/10eB: 6a30BOM TEKCTYPbI, KAPTbl HOPMANEN U T. N



[ToMmeHeHne B urpax

2024
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[TomeHeHne B Urpax

2024
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Hepoctatkm Parallax mapping

* KMcnonb3oBaHMe 0ObIYHOMO NapaniakcMannmHra orpaHNYeHo KapTamu BbiCOT C He6O1bLLOM
PA3HNLLEN 3HAYEHUN.

* "KpyTtble" HepoBHOCTM 06pabaTbiBatOTCA a/ITOPUTMOM HEKOPPEKTHO, MNOAB/IAIOTCA Pa3/INYHbIE
apTedaKTbl, 'naasaHue" TeKcTyp m np.



Moandukaumm Parallax mapping

Heckonbko nccneposartenei (Yerex, Donnelly, Tatarchuk, Policarpo) onncanu HoBblie meToApl,
YAyYLLAKoLMeEe HayaibHbIA a/ITOPUTM.

[MouTK BCe naen oCHOoBaHbl Ha TPACCUPOBKE NYyYEN B MUKCENBbHOM LIENAEPE ANA onpeaeneHms
nepecevyeHni aetanem NoBepxXHOCTEN APYr APYrOM.

MoandununpoBaHHbie METOANKM NONYYMAN HECKONBKO pPa3HbiX Ha3zBaHUN: Parallax Mapping with
Occlusion, Parallax Mapping with Distance Functions, Parallax Occlusion Mapping.



Parallax occlusion mapping

* Parallax occlusion mapping (cokpatéHHo POM)
* YCOBEepLIEHCTBOBAHHbIN BapMaHT TeEXHUKM «parallax mapping»

* [lo3Bonser KOPPEKTHO BbIMOJ/IHATb OonpeaeneHne rnepcnektmebl U CaMmo3aTeHEHNE B pea/ibHOM
BpeEMEHN



HemHOro nctopum

* [lepBasa paboTa, nocBAWEHHAA AaHHOW meToauKe, noasmnacb B 2004 roay Ha «ShaderX3», eé
aBTopamu bbinm 309 bpoynu (aHrn. Zoe Brawley) n Hatanmna TaTtapuyk, 3aTemM Ha meponpuaTum
SIGGRAPH 2005

* TexHuKa «Parallax occlusion mapping» ncnonb3oBanacb kKomnaHmen ATl ana npeseHTaumm
BO3MOXHOCTEN TPETbEN BEPCUM LLUENAEPHON MOAENN B HOBEWLLEN HA TO BpEMA BNUAEOKApTE
Radeon X1800

* [lepBblM UTPOBbIM ABMXKOM, B KOTOPOM ncnonblosanca Parallax occlusion mapping, ctan
CryEngine 2 oT HemeukKoro pa3pabotumka Crytek, KOTOpbI BnepBblie NCNO/b30BaCA B
KomnbtoTepHou MNK-urpe Crysis 2007 roaa BbiNycKa



N3 noknana Hatanmm TaTapyyk

Parallax Occlusion Mapping
vs. Actual Geometry
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An 1,100 polygon object rendered with A 1.5 million polygon object
para"ax occlusion mapping rendered with diffuse |lghtlng




N3 noknaaa Hatanmm TaTapuyk

Parallax Occlusion Mapping Q
VS. Actual Geometry SIGGRAPH2005
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An 1,100 polygon object rendered with A 1.5 million polygon object

parallax occlusion mapping (wireframe) rendered with diffuse lighting
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N3 noknaga Hatannm TaTapyyk

Parallax Occlusion Mapping o
vs. Actual Geometry SIGGRAPH2005

-1100 polygons with parallax occlusion Frame Rate:
mapping (8 to 50 samples used) - 255 fps on ATI
- Memory: 79K vertex buffer Radeon hardware
6K index buffer - 235 fps with skinning
13Mb texture (3Dc)
(2048 x 2048 maps)

IS ?’ Total: <14 Mb

- 1,500,000 polygons with diffuse Frame Rate:
lighting - 32 fps on ATl Radeon

- Memory: 31Mb vertex buffer hardware
14Mb index buffer

Total: 45 Mb




Parallax occlusion mapping

Peanunsauuna anroputma Parallax occlusion mapping B 6eHumapke 3DMark Vantage 2008 roaa.
[laHHOe n30bparkeHne NoCTPOEHO NPU NOMOLM ABYX NONUTOHOB (TPEYro/IbHUKOB),
PACMNONOMKEHHbIX HA OAHOW NNOCKOCTU
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Parallax occlusion mapping
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HeaoCTaTKK

HeBbicOKasa AeTanusaums CUIysTOB U rpaHe

BM,EI,EOKapTa AO0/1XKHa obecneuymBaTb Ha,EI,er)KaLLI,Mﬁ YpoBeHb CKOPOCTU UCMNOJIHEHUA OI'IepaLI,I/IIZ
BeTB/1IeHNA B NMKCE/IbHOM Luel‘/'I,u,epe

OTCyTCTBME reOMETPUYECKU NPaBUbHbBIX CUAYITOB (KpaeB 0bbeKTa)



Texture Mapping

Parallax Mapping

Normal Mappmg

”"‘M ‘l; II
M et ﬁrwwﬁr

s = _rf
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