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KomnbtloTepHas rpadpuka



Lenaep. NepeBoa C aHIMMUCKOTO

cyuy

N

OTTEHOK M, TEHb K, TOH M, HIOQHC M, MOJIYMPaK M
different shades — pa3Hbie OoTTEHKMU

cool shade — npoxnaagHas TeHb

red shade — KpacHbIN TOH

delicate shade — TOHKWI HIOAHC

pleasant shade — npmnATHBIN NoAyMpaK

3dTEHATDb



Wenaep. Y10 3T0?

shader cxema 3atemHeHuMA, Nporpamma NOCTPOEHUA TEHEN
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Onpeanenenne n3 Wiki

[Mporpamma ana oaHOMU U3 cTyneHeu rpadprnuecKoro KOHBeuepa, UCnosiblyemasn B TPEXMEPHOM
rpaduKe gna onpeaeneHmna OKOHYaTeIbHbIX MapameTpoB 06beKTa uamn usobpakeHus



Bnepsble — RenderMan

BrnepBble nporpammumpyemsble wenaepbl 6biam npeacrasneHbl B RenderMan KomnaHum Pixar
RenderMan co3gaH komnaHuen Pixar n ncnonb3syetca ¢ 1986 roaa
Cyw,ecTByrOT KOHHEKTOPbI K 6onbwnHCTBY Nnporpamm 3d-mogennposaHua: Autodesk Maya, Cinema 4D.

HauunHana ¢ 23 mapTta 2015 roaa ctyama Pixar Havyana becnnatHoe pacnpocTpaHeHume
NoNHOMYHKUMOHaNbHOM Bepcun RenderMan ana HEKOMMEPYECKOTO UCMO1b30BaAHUA



RenderMan

MporpaMmMHbIN NPOAYKT, NAaKeT NPOrpPamm, NPOMbILLAEHHbIN CTaHAAPT peHaepuHra ana 3D-aHumauumu.

Tvn cucTema peHaepuHra

Pa3spaboTtumk Pixar

OnepaunoHHasa cmctema Microsoft Windows, Mac OS X, Linux
MocnepHAs Bepcun 23.4 / iionb, 2020

JlnueHsuna [MponpueTtapHoe nporpammHoe obecneyeHme

Cant renderman.pixar.com



RenderMan ncnosib30BaH B dUAbMaXx

B nounckax dopwu (2016)

AaTap (2009)

2012 (2009)

BA/1/1-U1 (2008)

Fappwu MoTTrep n OpaeH PeHunkca (2007)
MupaTtbl Kapnbckoro mopsa: Ha kpato CeeTta (2007)
PataTy# (2007)

Jlosu BonHy! (2007)

TpaHcpopmepbi (2007)

Koponb nes. (1994)

Macka (1994)

[MapkK topckoro nepmoaa (1993)
AnapauH (1992)

TepmunHaTtop 2: CyaHbin aeHb (1991)
YHuBepcuteT moHcTpos (2013)

«batmeH» (The Batman, 2022)

«1toHa» (Dune, 2021)

«YenoseKk-nayk: MayTnHa BceneHHbIx» (Spider-
Man: Across the Spider-Verse, 2023)

«dywa» (Soul, 2020)
«Jlyka» (Luca, 2021)

«[ltoHa: YacTtb BTOpaa» (Dune: Part Two, 2024)
«MnaHeTa o6e3baH: HoBoe uwapcTBo» (Kingdom
of the Planet of the Apes, 2024)

«Mamop pom: Urpa» (2024)



Tonbko 2025

Back in Action

Elio

F1

Jurassic World Rebirth

Lilo & Stitch

Mission: Impossible - The Final Reckoning
Snow White

Superman

The Amateur

The Electric State

The Fantastic Four: First Steps
Thunderbolts

Tron: Ares

https://renderman.pixar.com/movies



[lossBNEeHNEe BMAEOAKCENepaToOpPOB

OrpaHunyeHne Tem Habopom 3dPeKTOB, KOTOPbIN 3a10KEH B annapaTtHoe obecneyeHue
Bopga B8 Quake 2 Ha nporpammHOM peHaepuHre — 3¢pPeKT nsecka Boabl
Boga Ha OpenGL-peHaepuHre — nNpPoCcTo CMHUK CBETODUNBTP

B Counter-Strike 1.6 apPeKT ocnenneHms oT CBETOLWYMOBOM rPaHaTbl Ha MPOrPAMMHOM PEHAEPUHTE
— 6enan BCnbilWKa U NUKCENN3NPOBAHHbIN 3KPaH

B Counter-Strike 1.6 apPeKkT ocnenneHmsa oT CBETOLWYMOBOM rPaHaTbl Ha anNnapaTHOM PeHAepPUHre —
6enan BCMblIWKa



[lyTn npeononeHna orpaHnYeHmna

* Pacwunpatb Habop cTaHaapTHbIX 3 PeKToB

* Peann3oBbIBaTb C/I0XKHblE 3PPEKTbI U3 NPOCTbIX ONepaLnii Ha YPOBHE BUAEOKAPTbI



Tunbl Wenaepos

* BepwunHHble wengepsbl (Vertex Shader)
* TeccenauunoHHble wengepsbl (Tesselate Shader)
* [eomeTpuyeckune wenaepsl (Geometry Shader)

* [lnKcenbHble wenaepso! (Pixel Shader)



2025

Cxema Wwenaepos
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BEpWMHA_1
BeplMHa_2
BEplWMHA_3
BepwuHa_4
BEPWMHA_S
BepWwHHa_B
BepwMHa_T7

(DAHOM MACCHE
BEPLMH.

Y10 AenatoT
wenaepbl?

2025

npusuTre_1
npusmuTue_2
npusmKuTHe_3
npuMuTHe_4
npusmuTHe_5S
npusuThe_6
npuMuTHe_7

———

MHASKCH_1 gepwmnHa_l gen_sepwmHa_1
MHABKCH_2 BepwuHa_2 gen_geplMHa_2
MHASKCH 3 BEpWHHE_3 gen_gepwuHa_3
MHARKCH_4 BeplumHa_4 gen_geplmHa_4
MHARKCHI_S BEpWHHA_5 gen_sepwuHa_s
uHAaeKckl_B pepwuHa_Bb gen_sepwnHa_B
MHaeKck_7 BepWwuHa_7 gen_sepwuHa_7v
onmoﬁcﬁopnm > BepWrHHLIA Wednep —» 0 cg_]'m‘
pepumna_2 gen_sepunsa_2
pepuwwna_2
sepumna_l| gen_sepumwa_|
4
Tepusia_3 BEpWmHa_3

gen_erepumua_2

FeomeTpuJIeck i

wengep
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Y10 nenatot
lwenaepbl?

2025

BepwmnHa_1 npusmuTHes_1
BepwuHa_2 npumuTe_2
BEpWKMHE_3 npumuTHE_3
BepWKHa_4 npusmuTHe_4
BEpWHHA_5 npuMuTHE_5
BpepwuHa_6 npumuTHe_6
BEpWUHaA_T npumuTHe_7
OTBpackiBaHue 1
> CHopka npuMUTHEOR > SYoeoBine
NPUMHTHE 1 dparmenT_1 dparmenr_1
NPUMHTHE_2 pparmesT_2 dparmeHT_2
NPUMHTHE _3 pparmexT_3 ppameHT_3
NPUMHTHE _4 pparmeHT_4 DpareHT_4
NPUMHTHE_5 thparmenT_5 pparmedT_5
npumMuTHE_B pparmenT_6 dpamieHT_B
NPUMHTHE_T hparmenT_7 dppamenT_7
»  Pactepuzauma Op:r;”;:;:“" CMEWHBAHHE LIEETOB Bydep kampa

KomnbloTepHas rpadpuka emsaHeHKo A.M. HOPY



2025

[Tpmepbl MCNONB30BaAHUA

Lenaepos

KomnbtoTepHas rpaduka JemaHeHko A.M. HOPY
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2025

OYHKLUMN BEPLLUMHHOTO Wenaepa

KomnbloTepHas rpadpuka emsaHeHko A.M. HOPY
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BeplwnHHble wengepbl. OCHOBHOE

KoopamnHaTbl BEPLUMHDBI B MPOCTPAHCTBE, TEKCTYPHbIE KOOPAMHATbI, BEKTOP KacaTe/IbHOW, BEKTOP
buHOpPManu, BEKTOP HOpMaau

[1na BUAOBOro U NepPCcnekTMBHOro NpeobpasoBaHMA BEPLUMH, reHepaLMmn TEKCTYPHbIX KOOPAUHAT, pacyeTa
oCBeleHNa N T. A.

Kaxkaas BepwmnHa obpabaTbiBaeTcs, HE MMes HUKAaKoW MHPpopmauum o6 ocTanbHbIX BEPLUMHAX

Jlerko pacnapannennatb 06paboTKy BEPLUUH

2025 KomnbtoTepHana rpadpuka demaneHko A.M. HOPY 17



OrpaHn4YeHmna BEPLUNHHbIX Lenaepos

He moskeT co3aaBaTb HOBbIE BEPLUWHbI U YAANATb CYLLLECTBYIOLIME

He obnapaeT Tononoruyeckom nHpopmaumen (rpaHmn n pebpa, cocegHme BepLUnHbI)



Teccenauma npMMmMTUBOB

\ 4

Tessellation Control Shader

¥

Tessellation Primitive Gen.

\ 4

Tessellation Eval. Shader

£

TeccenAuMoHHbIE Wenaepbl — BO3AENCTBYOT Ha NAapPTMKN BEPLLUNH OAHOBPEMEHHO, YTObbl 406aBUTL
AeTanun, Hanpumep, pa3butb mogenb Ha Honee menkue rpynnbl TPEYroJIbHMKOB UK APYTUX

NMPMMUTMBOB BO BPEMSA BbINOJIHEHUA, YAYYLLNTb TaKMe BELLW, KaK KPUBbIE U BbIMYKIOCTU, UK
N3MEHUTb Apyrue atpubyTol.

—
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Tessellation Control Shader

3anaya 4aHHOrO Wenaepa — 3a4aTb nNapameTpbl ana Teccenatopa u tessellation evaluation shader'a
i i Aep i P pbl A p

[Mo3Bo/sIAeT 3a4aBaTb NapaMeTpPbl A1 TeccenATopa
Bbi3blBaeTcA ANS KaX40M BepLUMHbI NaTya

MimeeT [0CTYyN KO BCEM €ro BepLIMHaMm

2025 KomnbtoTepHana rpadpuka demaneHko A.M. HOPY
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2025

Teccenauma npMMmMTUBOB

-————¢——9—— -9
»

-—————&——8——-9

Tpu TMnNa Teccennaumm npumMmMTUBOB - triangles, quads u isolines

KomnbtoTepHana rpadpuka demaneHko A.M. HOPY
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Tessellation Evaluation Shader — CornacosaHue
VPOBHEN Teccenaumm ana Habopa natyen

4 5 5
- B B | W =3
4 5 6
4 5 6
LA LA LA o T |
5 6 6




334€eM BCE 3TO HYKHO?

* YpoBeHb aetannsaumn (LOD): O6beKTbl BAaM OcTaoTCA «AelweBbiMU» (Mano NOAUIoOHOB), a
61M3KMEe CTAHOBATCA OYEeHb AeTa/ibHbIMU. DTO SKOHOMMUT MPOU3BOAUTENbHOCTb.

* CrnaXusaHwue: HDEBpalJ.I,aET rpy6b|e HU3KOMNOJ/IUTOHAa/IbHblE MOAENN B TMaaAKNE NMOBEPXHOCTH.

* JlnHammnyeckas reomeTpua: MoKHO aenaTtb ad)(I)EKTbI BpoAe paCKa/ibiBaHUA 3€MJ/1N, KOlda
TPpewnHbl NOABAAKOTCA N YCNOXKHAKTCA NPAMO MO Xo4y AEIZCTBI/IH.

B ABYX C/10Bax: TECCGIIHLI,I/IOHHbIIZ Lue|7|p,ep — 3TO YMHaA CUCTEMa HA BUAEOKapPTE, KOTOPAA CaMa
,D,O6aBJ'IFIET HOBblE TPEYIO/IbHUKWN TyAa, rAe OHN HYXKHbI, U y6|/|paeT oTTYAdaq, rae nx He sugHoO.



[ToBepXHOCTU be3be € pasHbIMK YPOBHAMMK TeccenAaumnm

"5 GL 4. Beiertesselatio - nnr Levek: 2, Outer Levek 2 o= | [ = G141 esier esslation - Imer Levl 11, Ouerevel 11 o= o

2025 KomnbtoTepHan rpadpuka emaHeHko A.M. HODY



[ToMeHeHne KapTbl cMeLLeHUsa (cneBa) K M10CKOW MOBEPXHOCTU

2025 KomnbloTepHas rpadpuka emsaHeHKo A.M. HOPY 25



[lpMeHeHne Teccenaumnm

MpuMmeHeHne Teccenaunmn K rpyboit mogenmu (cnesa) no3BonaeT co3gaBatb bonee rnaakyto moaens (nocepeauHe).
Mcnonb3oBaHUe KapT cmelleHna (cnpaBa) obecneymBaeT NePCcoHaXKam peasiMCTUYHOCTb KMHemaTorpadpuyeckoro
YPOBHS.

© Kenneth Scott, id Software 2008
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[eomeTpuyeckme wengepbl

Ha Bxog, uenbin NpUMUTUB. ITO MOXKET ObiTb OTPE30K (AB€E BEPLUNHbI) U TPEYTONbHUK (TPU BEPLUMHDI),
a Npu HaIMYMKN MHPOPMaLIMK O CMEXKHbIX BeplmnHax (adjacency) moxkeT 6bITb 06paboTaHo A0 WecTH
BEPLUNH ANA TPEYroNbHOro NpUMUTMBA.

Kpome Toro, reomeTpuyeckum wenaep cnocobeH reHepmpoBaTb NPUMUTUBLI KHA IETY», HE
33[4e1CTBYA NPU 3TOM LEHTPaNbHbIN Npoueccop

Bnepsble Ha4yan ncnonb3oBaTbcs Ha BuaeokapTtax Nvidia cepun 8



Lenaepbl Teccenaumm n reomeTpudecKkmnim

* B weiaepe Teccenaumm reHepupyeTca cKeneT Kycta co Bcemun gedopmaumsmm, BHOCUMbIMU
LUEBE/IEHUEM U BETPOM.

* B reomeTpuyecKoMm LLeaepe Ha 3TOT CKeNeT HaTATMBAEeTCA NO/IMIOHANbHAA «MNA0TbY, TOALLNHA
KOTOPOW 3aBUCUT OT BbICOTbI KOCTU Ha CKeneTe.

2025 KomnbtoTepHan rpadpuka emaHeHko A.M. HODY 28



2025

OYHKUMM GPAarMeHTHOro Wenaepa

KomnbloTepHas rpadpuka emsaHeHko A.M. HOPY
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2025

[ToMeHeHne BEPLUMHHBIX LWENAEPOB

KomnbtoTepHana rpadpuka demaneHko A.M. HOPY
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CKMHMHT (skinning) — ckpnHwoT n3 Call of Duty 2

Matrix pallete skinning ana ckenetHou
aHMMaLUMKM NepcoHaxen ¢ 6oibwmm
KOJIMYECTBOM «KOCTEMNY.

Hap BepluMHamMKM Kaxaoro n3 nepcoHarkeu
nopaboTan aAropuTM CKUHMUHTA.

Support Gunner

Mpunuém, c wengepamu sepcumn 3.0 caenatb
CKMHUWHT CTa/10 3aMeTHO npolle, 414
wenaepos Bepcumn 1.1 Hy»KHO 6bI10 NUCcaTb
HECKO/IbKO LUENAEPOB ANA KaXA0ro Buaa
CKMHUHrA (C onpeaeneHHbIM KOIMYECTBOM
«KOCTENR).
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[edopmauma obbekToB + Displacement Mapping

Kak cambin ABHbIN U 3PPEKTHLIN NPpUMEP — CO3AaHNE PEATUCTUYHbBIX BONH B AMHaMUKe. [Tpumepsl
noaobHbIX peweHnin Habntoaatotca B urpax F.E.A.R. u Pacific Fighters. lpnumeHAloTCA BEPLUMHHbIE Wenaepbl
3.0 1 gocTyn K TEKCTYpam U3 HUX, HacTtoawmnm Displacement Mapping B gononHeHue K Bump Mapping.
KoHe4yHO, NoxoxKuim s PeKT BO/IH B AMHAMUKe, Kak B F.E.A.R., moxxeT bbITb 3anporpammmnpoBaH 1 Ha
nuKkcenbHom ypoBHe (Morrowind), HoO B AaHHOM cny4yae pevyb 06 M3MeHEHUN peanbHOM FeOMETPUU, YTO
BCeraa peasncTuyHee BbIrAaNT.
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AHMMAUMA 0OBHEKTOB

gae g/ NIV ARG S 7 . r ' FPS: 11 | Tme: 0:17.73 Frame: 501

AHMMaUMA TPaBbl N AepeBbEB B OAHOM M3 nepsbix npumeHeHunit - 3DMark 2001 SE,
anropuTM aHMMaUKUK Bbln 3HAYNTENBHO yaydLleH B cneaytowem 3DMark 03
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MmuTauma TkaHu (Cloth Simulation)

[na umuTaumm noseaeHns maTepmanos, NOJOOHbIX TKAHU



2025

Toon shading/Cel shading

KomnbloTepHas rpadpuka emsaHeHKo A.M. HOPY
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[ToumeHeHune Toon shading — MyabTdUAbMbI U MySIbTCEPUANDI

YenoBeKk-nayk — HOBble cepuu

dyTypama — Ha cen-wengepax caenaH Kopabab, a TakKe TPEXMeEPHbIE CLEHbI C NOABMMXHON KaMepowu
AKBO048 — cen-wenanHr ncnosb3yeTca B TaHUEBAJIbHbIX CLLeHaXx

Appleseed — maHra, aHnme

Freedom — aHume

CumncoHbl — 19 ce30H (He Bce cepun), 20 n 21 (Bce cepun)



2025

[TpmeHeHne
TecceNAUMOHHbIX
Lenaepos

KomnbtoTepHana rpadpuka demaneHko A.M. HOPY
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2025

[TomeHeHne pparMeHTHbIX LWenaepos

KomnbtoTepHana rpadpuka demaneHko A.M. HOPY
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MynbTUTEKCTYPUPOBAHME

HeckonbKo cnoeB TekcTyp (colormap, detailmap, lightmap v .4.).
Ncnonb3yeTca Boobule BO BCeX Urpax.

2025 KomnbtoTepHana rpadpuka demaneHko A.M. HOPY 40



[TonnkcenbHoe ocBeleHmne. Bump mapping. Normal mapping.

C HEKOTOPbLIX MOP NPUMEHAETCA NPAKTUYHECKUN BeE3JE

2025 KomnbloTepHas rpadpuka emsaHeHKo A.M. HOPY
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[TocTobpaboTKa Kaapa: Bloom

ApPeKT ncnonbayetcs paspaboTyumkamm urp:

* ANnA co3aaHmna addeKTa pa3mbITOCTH
CBETa Ha APKMUX rPaHAX CLEeHbI,

* nepeaepKM KaMepom Npu CbEMKe,

* aTakxe ana pobasneHua bonbLien
KMHemaTorpadpmnyHoCT n3obpakeHuto.

2025 KomnbtoTepHana rpadpuka emsaHeHko A.M.

0]
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[TocTobpaboTKa Kaapa:
Depth of Field

2025 KomnbloTepHas rpadpuka emsaHeHKo A.M. HOPY
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[TocTobpaboTka Kagpa: Motion Blur

2025 KomnbloTepHas rpadpuka emsaHeHko A.M. HOPY 44



2025

[lpoueaypHble TeKCTYpPbI

KomnbloTepHas rpadpuka emsaHeHko A.M. HOPY
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[lpoueaypHble
TeKCTYypbl

KomnbloTepHas rpadpuka emsaHeHKo A.M. HOPY




Knaccol WwenaepHbIX A3bIKOB

* [1na npodeccnmoHaNbHOro peHaepPUHra

 [1nAa peHAepuHra B peasibHOM BpeMeHu



[TpopeccnoHanbHbIN PEHOAEPUHT

MaKcuMmaibHOe KayecTBO BM3yanmsauunm

Ncnonb3yeTtcs ansa co3aaHmna GoTopeasimCTUYHbIX N3006parkeHnmn
Ocobbie HaBbIKM NPOrPaMmMmMpPOBaHMNA He TpebytoTcA
ObpaboTKa TakMX WEeNnaepoB — PecypcoémKan 3aa4a

BonbliMe KoMNbOTEPHbIE KnacTepbl UAu 6asna-cucTemsl



A3bIKM AN NPOodEeCCUOHANbHOTO PEHAEPUHTA

* UWengepHbin A3blk RenderMan

* Open Shading Language



LenaepHbin A3bIk RenderMan

* MNepBblM U3 PEaNn30BaHHbIX LUENAEPHbIX A3bIKOB
e aBnaeTcA GaKTUYECKMM CTaHAAPTOM ANA NPodecCMOHANbHOIO PEHAEPUHTA
APl RenderMan pa3pabotaHH Pobom Kykom

* MCNOJIb3yeTcA BO Bcex paboTtax ctyaumn Pixar



Open Shading Language (OSL)

 Hebonbwon, Ho 6oraTbiM A3bIK ANA NPOrPaMMUPOBAHMUA LLIENAEPOB B PA3BUTbIX PeEHAEpax U
APYrnX NPOorpaMMHbIX CpeacTBax

e pa3pabotaH Sony Pictures Imageworks ana ncnonb3oBaHmA B CBOEM BHYTPEHHEM peHAaepe

* TaKXe UCMOoNb3yeTca B NakeTe AN CO34aHUA TPEXMEPHOM KOMNbloTepHOM rpadukm Blender



A3bIKW ANA peHaepuHra B peaibHOM BpeMeH!

 GLSL — wenaepHbin a3blk OpenGL 1 Vulcan
* lenaepHbin a3bik Cg (C for Graphics)
 HLSL(High Level Shader Language) — BbICOKOYPOBHEBbIN LLenaepHbIN A3bIK DirectX

* HwuskoypoBHeBbIN WenaepHbin A3blk DirectX (DirectX ASM). Mo cMHTaKCcUCy CXOXK C A3bl-
Kom accembnepa ana x86

* SPIR-V (Standard Portable Intermediate Representation). lBon4HbI popmaTt 6anT-Koaa,
KOTOpPbIN obecneymnBaeT NyyLllyo NPOU3BOAUTENBHOCTb U KpOCCNNAaTPOPMEHHYIO
COBMECTMMOCTb. [MpeaHa3sHayeH ana ncnonb3oBaHma Kak ¢ Vulkan, Tak u ¢ OpenCL.



GLSL

* GLSL — wenaepHbin a3biKk OpenGL 1 Vulcan

e OCHOBHOE NPEeMMYLLLeCTBO — MEPEHOCMMOCTb Koaa mexay nnatdopmamm n OC



LenaepHbin A3blk Cg

Pa3spaboTtaH nVidia coeBmecTtHO ¢ Microsoft

be3 npobnem paboTaeT u ¢ Buaeokaptamm ATI



HLSL

Bbin co3aan Microsoft n BkntoyéH B naket DirectX 9.0
Asnaetca HaacTpomKkon Haa DirectX ASM

[lo cuHTakcucy cxogeH ¢ C



2025

Jsontouma OpenGL1-4

KomnbloTepHas rpadpuka emsaHeHko A.M. HOPY
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OCHOBHbIE BEXU

GLSL 1.10 — poctyneH B BUAe Habopa paclunpeHun:
GL_ARB_shading language 100,
GL_ARB_shader_obijects,

GL_ARB_vertex_shader,

GL_ARB_fragment_shader

GLSL 2.10 — HauyuHaa c OpenGL 2.0, GLSL sknto4veH B A4p0

GLSL 3.3 — HauuHaa c penunsa OpenGL 3.3, Homep Bepcun GLSL cooTBeTtcTByeT Bepcumn OpenGL

GLSL 4.0 — ®uHanbHbIM BapmaHT cneundukaunm OpenGL 4.0 n a3bika wenagepos GLSL 4.0
[1Be HOBble CTyneHn obpaboTKK WenaepoB, YTO NO3BONSET NepeHecTn 0b6paboTKy Teccenaumm
C LeHTpanbHOro npoueccopa Ha GPU
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