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TeHN B }KMN3HU

Masarkum ceer
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Tunbl TeHen

HécTtkune TeHn (hard shadows) Msarkue teHu (soft shadows)
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MeToabl peHAepUHra TeHewn

* KapTbl ocBelleHUA

* BeplwWHHbIe TeHU

* [lpoeKkTnpyemaa reomeTpuA

* TeHeBble 06BbEMDI

* TeHeBble KapThl

* TeHeBble bydepbl

* Bydepbl ObjectID / npnoputetos



KapTbl ocseweHnsa — lightmap

MeTopn, ocselleHUA
NPOCTPAHCTBA,
3aK/1I0YAIOLLMINCSA B TOM,
YTO CO34aETCA TEKCTYpPaQ,
coaeprkawan nHbopmauuto
06 ocBeLEHHOCTH
TPEXMEPHbIX MOoAeNen

2024

KapTbl ocBeuwleHvA

KomnbloTepHas rpadpuka emsaHeHko A.M. ODY 2022 MAGnUS

[Moppeprknsaetca
TaKMMW UTPOBbIMMU
ABUKKamM, Kak id Tech,
Unreal Engine, Lithtech,
GoldSrc, Xash3D,
Source, X-Ray, Unity



lcnonb3oBaHMe KapT ocBelleHMA

* Mcnonb3yloTca AnA pacyéta ocBeLLeHUn, B TOM YMCe TeHel

* [eHepupyeTcs ANA CTaTUYECKOM rEOMETPUM A0 HaYyana LUUKNA PEHAEPUHTA, U BO BPEMSA
pPeHAEepPUHra B OCHOBHOM He M3MeHsAeTcA

* KapTbl ocBeweHnsa ANsa ABMKYLMXCA MOAENEN CO34AK0T TONbKO B C/IyYaAX, €C/IU UCTOYHUK
CBETa NPUCOEAUHEH K ABUKYLLENCA MOAE/IN N PE3YNbTaT €€ OCBELLLEHUA HE 3aBUCUT OT eé
nepemeLLeHnA N BpaLLEHNA.



Pa3pellueHne KapTbl OCBelleHnA

e [lnAa Kaxaoro noAMroHa paccymTbiBaeTcA OCBELWEHHOCTb AN1A KaXKA0ro TeKcena ero KapTbl

* KaxApbli TEKCeN KapTbl OCBELLLEHMA COOTBETCTBYET 4-32 TeKCeNamM TEKCTYpbl
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PunabTPaUMA N HANOKEHME TEKCTYP

Tekcrypa + lightmap = pesynbTar

* B uensax ynyduweHua BHELWHEro BUAa KapTUHKKU, K KapTamM OCBELLLEHMA YaCTO NPUMEHAETCA
bunnHenHasa punbTpayma. AT onepaymmn NOBTOPAIOTCA A1 KAXKA0ro OCBELW,AEeMOro No/INroHa
CLLEHDbI.

* Bo Bpems peHAepuHra, KapTbl OCBELWEHUA MOTYT HAaKNAA4bIBAaTbCA BTOPbIM MPOXOA0M, C
ncnonb3oBaHnem anbda-bneHauHra. NMpu HaAMYMK MyNBTUTEKCTYPHOTrO 060pPYA0BAHNA MOXKHO
HaK/Ma4blBaTb TEKCTYPY M KApTy OCBELLEHWNA 33 OA4MNH NPOXOA,.
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LightMap: Natocbl U MUHYCBHI

+ Camoe BbICOKOEe KayecTBO noay4yaemoro ocseweHunA

+ He TpebyeT BbICOKONO/IMTOHA/IbHbIX CLEH

— Nonrun pacyer
— 3aHMMAEeT MHOIo BMAEONaMATH
— be3 ynakosku LightMap'oB B ogHYy TeKCTYpy U3-3a 60/1bLLIOIr0 KOAMYeCcTBa CMEH TEKCTYP AO0NTO

— Mpu peHaepe 3aHMMAET OANH TEKCTYPHbIN FOHUT, KOTOPbIN C yCnexom mor 6bl NONTU Ha
NeTaNN3UPOBAHHYIO TEKCTYPY



BeplwMHHbIE TeHU

* BeplwunHHOe ocBelleHMe, KaKk NpPaBu/IO, NpUMeHAeTCcA A4NA O6'b€KTOB, coCTOoAWNX U3 b6onbloro
KO/nM4yectBa Ma1€HbKUX NMOJIUTOHOB

* OcBelEHHOCTb paccYMTbIBaAETCA AN KaXKA0M BePLUMHbI MONUTOHA/IbHOM CETKU, N BO BpeMs
PEeHAEPUHTa UHTEPMNOANPYETCA MO NOJUTOHY
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Vertext Lighting vs Lightmapping
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BepLLII/lHHoe ocselweHne A4 BbICOROMNMOJIMTOHA/IbHbIX MO,EI,GJ'IGH
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VertexLight: [atocbl 1 MUHYCbI

+ BbICTPbIN PacYET AN1A 0AHOIo 0OBEKTA

+ TpebyeT manoe KoanyecTso BUAEONaAMATH

+ He 3aHMMaeT TEKCTYPHbIN IOHUT

+ PaboTaeT bbicTpee, yem LightMap, Tak Kak HET HEOBXOANMOCTN MEHATb TEKCTYPbI

+ MoxeT 6bITb HEMHOro KayecTBeHHee LightMap'oB 13-3a oTCYTCTBUA TEKCTYPHbIX GUNBTPOB

— Hy»KHbl BbICOKOMNO/IMTOHANbHble 0OBEKTHI AN1A KAYEeCTBEHHOTO pe3ynbTaTa

— TeHn B cpegHeMm Bce paBHO byayT xyxKe, yem y LightMap'os

— PacyéT MorKeT ObITb He TaKUM YK U BbICTPbIM, TO/IbKO M3-3a TOrO, YTO UCMONb3YIOTCA
BbICOKOMO/INFOHa/IbHblE 0OBEKTbI



[ne Vertext Lighting v roe Lightmapping?
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[ne xopowo Vertext Lighting ?

Pos -2.49,67.5,-11.2};

o
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[1lpoeKTUpyemaa reomeTpma

MCTOYHIMK CEBETA
A]'II'OpMTM OTHOCUTCA K aHA/INTUYECKUM

MpeanonaraeTcs, YTO MHOXKECTBO HEOObLLINX

occluder
occluder'os oTbpacbiBaeT TEHN Ha Masioe KOJIMYECTBO
H6oNbLIMX NIOCKNX OOBEKTOB
C NOMOLLBIO 3TOFO aNrOPUTMa Heslb3A pUCOBaTb BCE 1 e
TEHW CLLEHbI, NNLLb CaMble BaXKHblE ) NPOEKLAA
MPEEMHME. o

NpoekTHpYyeMan reoMeTpuia




[TpoeKTnpyemas reomeTpma: OCHOBHaA naen

WCTOYHMK CEETS
OcHOBHas naea aAropmMTma — NPOEKTUPOBaHUE
06beKTa U3 TOYKM NOJIOXKEHMA NCTOYHMKA CBETA Ha
NPUEMHUK TEHEN accluder
[MpoeKumna nonyyaeTca NpUMeHeHNEM
TpaHchopmaunm moaenb/Bua K OpUrMHaibHOMY

06beKkTy:S=V*M * P JN‘/ S
MEMEMHLK HEIPEHJ'HH

NpoekTHpYyeMan reoMeTpuia




Occluder pucyeTtca aBarkabi:

OAWMH pa3 C HopMaibHbIMU maTpuuamumu Vnu M un
OPUrMHANbHbIMU LBETAaMU U TEKCTYPaMM,

a BTOpPOWM pas - C UCNO/1b30BaHMEM NONYYEHHOMN
MaTpuLbl S, LBETOM TEHU

MCTOYHME. CEETA

occluder
| /
. NpoEkLIAA
MPHERHLE, E’ "L
MpoeKTHUPYEMAan reoMeTpHA
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OcobeHHOCTU peann3aumm

MpoeKTupoBaHUe ocyulecTBndaeTca ¢ nomoulbto CPU, KOTOpPbIN A0NXKEH TaKKe KOPPEKTHO
0bpabaTbiBaTb C/Iy4al BbIXOAa TEHU 33 FTPAHMULY MPUEMHMUKA, T. €. OTCEKATb TEHb MO MPUEMHUKY

BmecTo pucoBaHMA NPOEKLMM LIBETOM TEHU, MOXHO Mcnoab3oBaTth alpha-blending ana
YMEHbLLEHNA APKOCTU NPUEMHMKA B 061aCTAX TEHU, TOTAa CKBO3b TEHb BUAHO TEKCTYPY NPUEMHMKA

B cayyae ncnonb3oBaHUA NPO3PAYHOCTM BO3HUKAET Npobaema ABONHOMO 3aTEHEHMUS:
nepecekarLLmecs CNPOEKTUPOBaAHHbIE MOAUTOHbI BYAYT 3aTEHATb NPUEMHMK 2 pPa3a, YTO BbIrAAUT
HEKOPPEKTHO

[MO3TOMY HYXXHO MCKaTb MMHUMAJIbHbIA CUAYIT 06bEKTA UK n3beratb ABOMHOIO HANOMKEHUA C
nomoulbto destination alpha nau stencil-onepaunn

[MONNTOHbI NPOEKLUMM HY}KHO pacnoiaratb He Ha CAMOM MPUEMHMKE, @ HAa HEKOTOPOM PacCTOAHUMU
OT Hero, YTobbl n3bexaTb OWMOBOK TOYHOCTU Z, NMBO ONATbL UCMOAb30BaTb stencil



TeHeBble 0OBbeMbl

MCTOUYHME. CEBETS MCTOYHIE, CBETS

occluder OpMMAHENEHE

ooLekT

PACT AHY TEIA
oo bekT

!
MAEMHLAR,

TeHeeoHW 0D BLEM Extruding obbwekTa

* (OCHOBaH Ha npeacraBiaeHn 3aTE@HEHHOTrOo NPOCTPaHCTBA NMNOJINTOHA/IbHbIM MHOITONrPaHHUKOM



TeHeBble 0bbemMbl: 0OCODEeHHOCTU

MCTOYHIME CEETA
e Anroputm paboTaeT AOCTaTOYHO VIETHHRR CEETS

3PPEKTUBHO TONbKO C UCMO/Ib30BaHMEM
COBpeMeHHOoro obopyaosaHus,

occluder

nogaeprkusaroulero z- n stencil-bydepol u;;g;meﬁnwbm
* [lo Hayana reHepauuu TeHen cueHa  f b paﬁcmwmﬁ
QOEERT

pucyetca 6e3 yyeta MCTOYHUKOB CBETA,
reHepupyoLWmx TEHN

!
MPHEMHIAK

TeHeeoW 0O BEM Extruding obbekTa

* [lepen Hayanom 0bpaboOTKU KarKaoro
NCTOYHMKa cBeTa stencil-bydep ounuiaetca



[TpoBepKa Ha NonajgaHne B C/I0XKHbIN TEHEBOW 0bbeM

a) Depth pass/Z-pass

3agHue n nepeaHne rpaHn TeHeBOro 06 bEMa PUCYOTCS B ABa Npoxoaa.

B Ka)k4om npoxoae pasinyatoTca HaCTPOMKKU peHaepa. I 3
1. OTKAOYMM 3anucb B bydep rybuHbl 1 LBeTa .
2. BKAoumMm otceyeHme 3agHUX rpaHen. YCTaHOBUM onepauuto TpadapeTa "

B MHKPEMEHTUPOBAHNE NPU NPOXOXKAEHMN TeCTa rNyObumHbI. Hapucyem
06BEM. \
3. BKntoumm oTceyeHme nepeHUX rpaHeit. YCTaHOBMM onepauuio B \
YMeHbLUEHNE Ha eanHNLY NPU NPOXOXKAEeHUM TecTa rMybuHbl. Hapucyem
06BEM. <
Bce ocBelwéHHble TOYKM ByayT nmeTb 3HadeHume O B bydpepe TpadapeTa.

+

"*—\_\_\_\_‘_\T-(

MeToa AaéT oWwmnbKy, KOraa Kamepa HaxoaumTca BHYTPM 06bEma. B aTom cnydyae Kamepa He BUAMT 4acTb 06bEMA, U BCe
3HayeHuA B bydepe TpadapeTa caBUratoTca Ha -1, YTO NPUBOAUT K MHBEPTALUN TEHEN.

Ans obxona ston npobnembl Ha KapTax NVidia 6bi10 BBeaeHo pacwmpeHue GL_NV_depth_clamp [spec] c nomoulbto
KOTOPOro MOXHO OTKOYNTb 0bpe3aHne reomeTpumn gasibHen n 6anKHEN NNOCKOCTAMMU OTCEYEHMUA.



TeHeBOM 0bbeMm: elle Npobemsl

MCTOYHIME. CEETA

ocC luder

occ luder

OwkbouyHoe 3aTeHEeHWe




TeHeBoM obbem: MAOCbI U MUHYCbI

+ HamHoro 60/blias No cpaBHEHUIO C MPOEKTUPYEMOM reomeTpueit YHMBEepPCcaabHOCTb —
NPOU3BOANTENIbHOCTb BObLLE HE 3aBUCUT OT CIOXKHOCTU U KOIMYECTBA MPUEMHMUKOB TEHU, TEHb
MOXEeT NaaaTb Ha CKO/b YrOAHO CNOXKHYIO MOBEPXHOCTb

— ANropuTm canLLIKOM TpeboBaTesieH K pecypcam, 4YTobbl obecneymnTb reHepaLUmto BCEX TEHEN CUEHDbI
B pea/IbHOM BPEMEHMU, K TOMY e Pa3Mepbl CTPYKTYP AaHHbIX A1A Nt060M A0CTAaTOYHO C/IOXKHOMN
CLEHbl MOTYT AOCTUTraTb COTEH MerabanT

— [Mpon3BOAMT TEHM C OCTPLIMU KPassMU

— HeBbInyK/ble 06beKTbl He byayT oTObpacbiBaTb TEHU CaMM Ha ceba (pyKa He 3aTeHAEeT TopC)



TeHeBble KapTbl

[Nns KaxKaoM napbl "MCTOYHUK cBeTa — 0ObekT"
CO30a€TCA TeHeBas KapTa, KOTOPYIO
HeobxoAMMO CNPOEKTUPOBATL Ha BCe

NPUEMHUKUN TEHEN

2024

TeHeeaA KapTa
(M3 MCTOYHKWKE CBETA)

HMcnonb3oBaHWe TeHeBbIX KapTt

KomnbloTepHas rpadpuka emsaHeHko A.M. ODY 2022 MAGnUS
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TeHeBble KapThl

* TekcTypa oumuiaeTtca 6enbim UBETOM, NOTOM Ha HEE U3 TOUYKWU NOJIOKEHMS UCTOYHUKA CBETa
pucyetca shadow caster (4epHbim)

e [lnAa ctaTuyeckux 0OBEKTOB U MCTOYHMKOB CBETA 3TO MOMKHO caenartb nepeq Ha4ya/iom UmnKJia
peHaepunHra, ana ABUXRKYLWNXCA NPNAETCA AENATb B Ha4a/le pPUCOBaHUA KaxKAO0ro Kajpa

e CHavana obbeKTbl pUCYIOTCA C 0ObIYHBIMU TEKCTYPAMM U TEKCTYPHbIMU KOOPANHATAMMU
* 3aTem KaX/Jas TeHeBas KapTa YCTaHaBAMBAETCA Kak aKTUBHaA TEKCTypa 415 06beKTa,
MPOEKTUBHbIE TEKCTYPHbIE KOOPAUHATbLI FTEHEPUPYIOTCA, UCMONb3YSA MaTPULY BUAA NCTOYHUKA

CBeTa, M 0O6bEKT pUcyeTca elle pa3 B COOTBETCTBYIOWEM afbda-perkume

 Ha obopyaoBaHuK, KOTOPOE NOAAEPHKMBAET MYNbTUTEKCTYPUPOBAHME, MOXKHO PUCOBATb 0ObEKT
M HaK/aAblBaTb HECKONIbKO TEeHEM 33 OAUH MPOXOoA,



TeHeBble KapTbl: [110CbI U MUHYCbI

+ ANrOPUTM OYEHb MPOCTOM
+ CpaBHUTENbHO ObICTPaAA reHepauuna TeHen ana HeboNbLLIOro KonYecTBa 0H6BHEKTOB
+ Heobxoanma ToNbKO 04Ha AONOJAHUTENbHAA NPOPMCOBKA ANA Kaxaoro shadow caster'a

+ Anropntm umeet npobaemsi ¢ aliasing'om, HoO AONYCKAeT NPOCTOE N AELIEBOE UX PELLUEHUNE NMyTEM
bunnHenHom punbTpaLmm

— Shadow caster'bl He oTbpacbIBaloT TEHM cCaMK Ha ceba — ecin paccmaTpmBaTb 0ObEKTbI KaK
NPUEMHUKN TEHEN, TO OHWN BYAYT NONHOCTLIO 3aTEHATLCA CBOEM e TeHEBOW KapTon. [ToaTomy Ha
0b6beKTbl HEMb3A NPOEKTUPOBATb UX TEHWU. ITa NPOobaEMA CyLLLECTBEHHA TONbKO ANA CNOMXKHbIX,
HEBbINYK/bIX 0ObEKTOB

— [Ana Kaxxaom napbl «0OBHEKT - UICTOYHMK CBeTa» Heobxogmm ceomn render-to-texture, uto
OrpaHUYMBAET BO3MOXKHOE KONMYECTBO TaKMUX Nap



TeHeBble bydepbl

 Projective Spotlight Texture

CueHa C TeHbH CueHa 13 UICTOYHMKA cBeTa Coaep>kumMoe bydepa

* Anroputm 6asmpyetca Ha TOM, YTO 061acCTb, HAXOAALLAACA B TEHM OTHOCUTENIbHO UCTOYHMKA
CBeTa, He BUAHA M3 TOYKM €ro NONOKEHUS

e [lnAa Hayana cueHa puUcyeTca U3 UCTOYHMKA CBETA BO BHE3KPAHHbIN bydep

B z-6ydepe (TeHeBOM bydepe) 3anmcaHbl yObmHbI Bcex 6aMKaMLMX K UICTOYHUKY CBETA TOYEK.
JTtobas To4Ka, HaxoAALWAACA Aa/iblle COOTBETCTBYHOLWEN TOYKM B TeHEBOM bydepe, byaeT B TEHU
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TeHeBble bydepbl

+ ANrOPUTM He 3aBUCUT OT CIOXKHOCTU reoOMeTPUm CueHbI
+ [NoaaepXmMBaeT camosaTeHeHue

— Anroputm noageprkeH aliasing’y

— [Ina Kaxa0ro UCTOYHMKA cBeTa TpebyeTca oTae/ibHbIM PEHAEPUHT CLUEHDI

— [Mnhoxo paboTaeT AnA ToOUYEYHbIX NCTOYHUKOB

— TpebyeT annapaTHOM NoaAaepPKKN NN MHOTO AOMNOAHUTE/IbHbIX MPOX0A0B PEHAEPUHTA



[TocTpoeHmne TeHen Npr NOMOLLY TEHEBbLIX Bydepos
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OCHOBHblEe naeun

* B OCHOBe 3TOro MeToa NeXUT KpaliHe NpocTas naes, Yto ocBelleHHble pparmeHTbl — 3TO Te
bparmeHTbl, KOTOpbIe BUAHbI U3 NMONOXKEHMA UCTOYHNKA CBETa.

* [loaTomy, ecnm Mmbi PACnosIOKUM KaMepy B MOJIOKEHUN UCTOYHUKA CBETA M OTPEHAEPUM CLUEHY
NPV NOMOLLM 3TOW KaMepbl, TO Mbl MONYYMM BCE OCBELLEHHble pparmeHThbl.

e BugmmocTtb pparmeHTa UCTOYHUKY CBETA B TEPMUHAX Bydepa rnybmHbl 03HAYaeT, YTO AaHHbIN
dparmMeHT ycnewHo NpoxXoAuT TecT rMybuHbl Npu peHAepUHre 13 NoJIoXKeHNA NCTOYHUKA CBETa.



OT1 bydepa rnyburHbl K TEKCTYpE

* Bbydep rnybuHbl NOMECTUTb B CNEeLMaNbHYIO TEKCTYPY, KOTopaa byaeT ncnoab3oBaTbhca ANA
NPOBEPKN BUAMMOCTU PParMeHTOB U3 MONOKEHUA NCTOYHNKA CBETA

* BblunCNeHME TEKCTYPHbIX KOOPAUHAT (S,t,r), npm KoTopom (s,t) onpeaensatoT NpoeKymio
COOTBETCTBYOLWEro pparmeHTa Ha KAPTUHHYHO NIOCKOCTb NPU PEHAEPUHTE U3 NOJIOKEHUA
MCTOYHWKA CBETA, a TPETbSA KOMMNOHEHTA I ABNAETCA rMyOuHOM pparmeHTa OTHOCUTENBHO
MCTOYHMKA CBETA

e [lpn 3TOM TEKCTYPHbIe KoopAaMHaThl (s,t,r) dakTUYecKkm ABNAOTCA KoopanHaTamm pparmeHTa B
CUCTEME KOOPAWHAT KamMepbl, MICNOJIb30BAHHOM A/19 PEHAEPUHIA U3 NOJIOKEHNA NCTOYHUKA CBETA

* Toraa ana onpeaeneHmnsa BUAMMOCTM MCTOYHMKOM CBETa AaHHOro pparmeHTa A4OCTaTOYHO NPOCTO
CpaBHUTb 3Ha4YeHune rybuHbl depthMap(s,t) nr



Y4TO HY)KHO?

* [locTpouTb ABE MaTPULbI:
e maTpuuy Buaa (view matrix)
*  MaTpuuy npoekuumn (projection matrix)
* [1nA HanpaBAEHHOro NCTOYHWKA OCBELLEHNA NCNONb3YeTCA OPTOroHaAbHAsA MaTPULLA NPOEeKLUK

° |EI,J'IFI TO4e4YHOro NCTO4HUKa ocBeWwEHNA UCNONb3YETCA NEPCNEKTUBHAA MaTPULA NMPOEKUNN

* Ha KaxKabl NICTOYHUK OCBeLL,EeHNA Heobxoaum AONONHUTENbHbBIN MPOX0A PeHAEPaA CLUEHDbI



ANrOpPUTM

3anpeLlaeTcs 3anucb B bydep Kaapa, HY*KHO TONIbKO coaeprkumoe bydepa rnybuHbl

B nonoxeHnn NCTOYHMKA CBETa pa3MeLlaeTcs BUPTYyasibHaa Kamepa U NPOM3BOANTCA PEHAEPUHT BCEN CLEHDI
NPV NOMOLLX 3TOW Kamepbl

[laHHble 13 bydepa rnyburHblI KONMPYIOTCA B CieLUManbHY0 TEKCTYPY, Ha3biBaeMyto TeHeBbIM bypepom
MpoBoaNTCS 0ObIYHbBIN PEHAEPUHT CUEHbI U3 NONIOXKEeHUA HabatoaaTens

[Ns KaxXaoro BbIBOAMMOro pparmeHTa BbIMUCAAIOTCA cneumanbHbiM 06pa3om TEKCTYPHbIe KOOpAUHaThI (S,t,r)
ANA AOCTyNa K TEHEBOW KapTe



IPPEKT HANOKEHUA TEHU

2024
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Co3naHue TeHeBOro bydepa
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HanoxkeHmne TeHeBoOro bydpepa
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JTanbl peanansaunm

e Co3paTb TEKCTYPY A48 XpaHeHuA bydbepa rnybuHbl
e Cos3pgatb Framebuffer Object (FBO) n npmnsssaTtb K HEMy TEKCTYPY

* HacTtpouTb Kamepy 1 BbINOAHUTb peHAep CUeHbl B co34aHHbIN FBO



TpeboBaHuA

* CneunanbHbit GOpMaT TEKCTYPbLI ANA XPaHEHMA KapTbl rMybuHbl (0bnaaatowmim 4OCTaTOYHOM
TOYHOCTbIO)

* BbicTpbIn cnocob BblumncneHma depthMap(s,t)<=r



PopmaT TEKCTYPbI

//co3paHne TekcTypbl nog, depth gaHHble

glTexImage2D(GL _TEXTURE_2D, O, GL_DEPTH_COMPONENT, width, height, 0, GL DEPTH_COMPONENT,
GL_FLOAT,NULL);



BbICTpbIN cNocob BblYMCAEHUSA

// YCTaHOBWUTb HOBbIM PEXUM TEKCTYPUpPoBaHUA Ansa ncnonbsosaHua depthMap(s,t)<=r

// pname GL_TEXTURE_COMPARE_MODE
// param GL_COMPARE_REF_TO_TEXTURE

glTexParameteri(GL_TEXTURE_2D, GL TEXTURE COMPARE MODE, GL_COMPARE_REF_TO_TEXTURE);

// BEpHYTbCA K HOPMaNbHOMY PEXUMY TEKCTYPUPOBAHUA

glTexParameteri (GL_TEXTURE_2D, GL TEXTURE COMPARE MODE, GL_NONE );




Tunnbl aKpaHHbIX bydepos

* bydep useTa, B KOTOPOM XPaHATCA 3HAaYE€HUA LBeTa PparmeHTOoB

Bbydep rnybuHbl, XxpaHAWMN HPOPMaLULIO O NybnHe pparmeHTOB

 bydep tpadaperta, no3sonaowmMi oTOPOCUTL YacTb PParMmeHTOB COM/TaCHO onpeaeneHHOMY
YCNOBUIO.

KombunHauma atux Tpex bydbepos 30BeTcA KaapoBbim bydpepom (bpenmbydpepom) n xpaHutca B
onpeaeneHHon obaactm namaTu.




Ppenmbydep, cam no cebe 3TO TONbKO
TOYKa NPUBA3KU, K HEMY
NPMBA3bIBAlOTCA TaK HAa3blBaeMble
peHaep-TeKTYPbI.

PeHAOep-TeKCTYpbI yKe byayT XpaHUTb
HenocpeacTBEHHO LIBETOBYIO
MHPOPMaALMIO.

Ppeinbyhep

yeemoson avghep 0

yeemoaoi oyvghep n

avehep cavounvi

ovehep mpadghapema
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KagpoBsbin bydep

* Bce onepauun OTPUCOBKU, YTO Mbl BbINOJIHANM A0 CUX NOP, UCNONIHANUCHL B paMKax bydepos,
NPUKpPenAeHHbIX K 6bazoBomy Kagposomy bydepy.

e ba3oBbiv bydep Kaapa co34a€eTcA U HACTPAMBAETCA B MOMEHT CO34aHNA OKHA NPUNOKEHUS.

e Co3paaBas cOOCTBEHHbIN KaapoBbi bydep Mbl Nosydyaem AONONAHUTE/IbHOE NMPOCTPAHCTBO KyAaa
MOHO HanpaBuTb peHAaep.



[TpmeHeHne cobCTBEHHbIX KaapoBbix bydepos

 TeHu (TeHeBOM Bydep)

e Screen Space Ambient Occlusion (SSAO) — adpdeKT camo3aTeHeHUA

*  JPdPeKTbl 3epKan

e Screen Space Reflections (SSR) — anropntm KoTopbin NO3BOASIET MONYYUTD
3pPeKT oTparKeHmA ANA NJI0OCKNX MOBEPXHOCTEN

e [lporpammHan reHepauua TEKCTYP

* [locTtobpaboTKa

* Deferred Shading — oTnoxKeHHOe ocBeleHne U 3aTEHEHNE

e Depth of Field (DoF) — rnybuHa pe3KkocTtu

* High Dynamic Range Compression (HDR) — TexHONn0OrmMs paclwumpenms aManasoHa
APKOCTU Kagpa

* Bloom — cBoe0ob6pa3HbIr 3PPEKT cBEYEHUA, 3aKNHOYAETCA B Pa3MbITUM FPaHUL
APKNX 0O BEKTOB.

e Screen Space Subsurface Scattering (SSSS) — noanosepxHOCTHOE paccemBaHue



Co3anaHune FBO

//FBO ana peHpepa B Hero bydepa rnybuHbl
GLuint depthFBO=0;

//nepemeHHas ansa nonyyeHus coctossHua FBO
GLenum fboStatus;

//co3paem FBO
glGenFramebuffers(1,&depthFBO);

//nenaem co3pgaHHbI FBO TekyLwmm
glBindFramebuffer(GL_FRAMEBUFFER,depthFBO);

//oTKntouaem BbiBOA, LBeTa B Tekywmit FBO
glDrawBuffer(GL_NONE);
glReadBuffer(GL_NONE);



[TpnBA3Ka TeKcTypbl K FBO

//yKa3biBaem ana tekywero FBO TeKcTypy,
//Kyna cnepyeT npomnsBoauUTb peHaep rybuHbl
glFramebufferTexture(GL_FRAMEBUFFER, GL_DEPTH_ATTACHMENT, depthTexture, 0);

//npoBepum Tekywmin FBO Ha KOPPEKTHOCTb
if ((fooStatus=glCheckFramebufferStatus
(GL_FRAMEBUFFER))!=GL_FRAMEBUFFER_COMPLETE){
LOG_ERROR(fboStatus);
return false;

}

//BbINONHAEM HY}KHble AeNCTBUA

//Bo3Bpawaem FBO no ymonyaHuto
glBindFramebuffer(GL_FRAMEBUFFER,0);
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