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[TocTobpaboTKa (post processing)

MNoctobpaboTtKa (post processing) — metoa 06paboTKM B KOMNbIOTEPHOM FrpadUKe, KOTOPbIN
nobasnset gononHuTenbHbie 3pdeKTbl K bydepy n3obparkeHus nepen ero OTPMCOBKOM HA 3KPaHe C
Le/blo YIydLlleHnA KavyecTBa U3o0bpaxKkeHus.



SPPeKTbl MocTObPaboTKM B Urpax

N3 apdeKkToB NOCTOOPabOTKMN B Urpax Yalle BCEro UCMONb3YHOT:
* Bloom,

 Motion Blur,

* Depth Of Field.

CyuwiectsyeT U MHOXKECTBO ApYrmux nocTapPeKToB:
*  noise,

* flare,
e distortion,
* Sepia

*  unap.



Bloom

Hanbonee apKkue yyacTku
n3obparkeHns aenarTca ewle
bonee ApKUMM.

9dPeKT 0O4EeHb APKOro CBETQ,
NPOSABAAIOLMNCA B BUAE CBEYEHUA
BOKPYI APKUX MOBEPXHOCTEN,

nocne npumeHeHua bloom punbrpa
TaKne NoBEPXHOCTM He NMPOCTO
NONYYaloT AOMONHUTENbHYIO
APKOCTb,

CBET OT HUX (Opeon) YacTnyHo
BO34eNCcTBYeT U Ha bosiee TeMHbIe
obnacTtn, coceacTeyoLLME C APKUMU
NOBEPXHOCTAMMU B Kajpe.
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OaHa 13 peanmnlaumm Bloom dunbtpa

CmewmBaHue cmasaHHoro ¢uabtpom blur Kagpa (Bcero Kagpa nam oTaenbHbIX APKUX ero obnacren,
dnnbTP 06LIMHO NPUMEHAETCA HECKOJ/IbKO Pa3) M NCXOAHOTO Kaapa.

* CueHa peHaepuTca Bo dppenmbydep, MHTEHCMBHOCTb cBeveHuA (glow) obbeKTos
3anucbiBaeTca B anbda-KaHan bydepa.

* penmbydep KonupyeTtcs B cneumanbHyo TEKCTYPY A1 06paboTKu.
* PaspelwieHne TeKCcTypbl YMEHbLUAETCA, Hanpumep, B 4 pasa.

* K 1306parkeHnto HECKO/IbKO pa3 NpumeHATcAa GUNbTPbI crnaxkmuBaHua (blur), Ha ocHoBe
AAHHbIX 06 NHTEHCMBHOCTM, 3aNNCaHHbIX B aibda-KaHan.

* [lonyyeHHoe n3obparkeHne CMeLnBaETCA C OPUTMHAJIbHBIM Kagpom Bo dpenmbydepe, u
pPe3ynbTaT BbIBOAUTCA Ha 3KpaH.



Kak n gpyrme snapl noctobpaboTtku, bloom nyywe npumeHATb Npn peHAepUHre B LLMPOKOM
AMHamunyeckom amnanasoHe (HDR).

[lononHuTenbHblie Nnpumepbl 06paboTKN KoHeYHoro n3obpaxkenma bloom ¢unbtTpom 13 3D NpmMNoKeHUN

pPeasibHOro BpeMeHM:

Use of lethal force is not allowed. Pistol
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Motion Blur

OTcyTCcTBME CMA3bIBAHMA NMPU ABUKEHUN
CAYXNUT N NPUYNHOM TOFO, NOYEMY ABUMKEHUE
B urpax npu 25-30 Kagpax B CEKYHAY KaXkeTcA

CmasbiBaHMe B ABUKeHUM (motion blur)

AepraHblm, XOTA KMHO N BUAEO MPU 3TUX XKe no motion blur motion blur
napameTpax YacToTbl Ka4pPOB CMOTPUTCA
NnpeKpacHo. » u

[lna KoMNeHcaunm OTCYTCTBMA CMA3blBaHUA B
ABUXKEHWUUN }KenaTeNlbHa UK BbICOKAs YacToTa
KaapoB (=60 KaapoBs B CEKYHAY) Unun
MCNO/Ib30BaHNE METOA0B A0MNO/IHUTENbHOM
06paboTKu n3obparkeHna (motion blur).

ITO NPUMEHAETCA U ANA YAy4lleHuA
MNNAaBHOCTU aHMMAUMKU N AnAa 3pPeKTa GoTo- U
KMHOPEANNCTUYHOCTN OAHOBPEMEHHO.



CambIn NpocTom anropntm motion blur

Cambin npocTton anropmtm motion blur ana npunoKeHnn peanbHOro BpeEMEHM 3aKN0YAETCA B
NCMONb30BaHUM ON1A PEHAEPMHIA TEKYLLETO Kagpa AaHHbIX U3 NpeablayLWnX KagpoB aHMMaunu.

KoppekTHaa peanuaauuns HenpaBunbHas peanuaauusa
motion blur motion blur
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Peanunsaumm anropmntma motion blur

Ho ecTb 1 6onee adpPpeKTnBHbIE U cOBPpEeMeEHHble MeToabl motion blur, KoTopble He Mcnonb3yIOT
npeablayLine KaZpbl, 3 OCHOBbLIBAOTCA Ha BEKTOPaX ABUXKEHNA 0OBEKTOB B Kajpe, TakXKe A06aBnas
JILLb eLle OAMH War NocTobpaboTKU K npoLeccy peHaepuHra.



JTO OHA M Ta e KapTUHKa?
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CrnaxkmsaHue nepexoaHbIX NMpoueccoB BO BPEMEHN

MeToa, npumeHsaembin ana motion blur, HasbiBaeTcs temporal anti-aliasing, o3Havatowmm
Crna*kuBaHMe nepexoaHblX NPOLLECCOB BO BPEMEHM.

a. Co3gaem n3bbITOYHOE KOIMYECTBO KaapoB

6. Pasgenmm nocnenoBaTe/ibHYIO aHMMALMIO Ha rpynnbl No 4 Kagpa.

B. BHYTpM KaxKaomM rpynnbl Kaapos Npon3Beaem CMeLINBaHMe KaapoB B O4UNH.

r. CoctaBum HOBYHO dHMMALUUNIKO U3 3TUX Ka4pPOB



Peanunsaumm anropmntma motion blur

3P PeKT cma3biBaHUA MOXKET ObITb KaK MOIHO3KPAHHbIM (0bbIYHO AenaeTca NocTobpaboTkomn), Tak
N ANA OTAENbHbIX, Hanbonee HbICTPO ABUNKYLLMXCA 0O BEKTOB.



MmuTauma motion blur

PasneTarowmeca 4YaCTMYKU paCcKaNeHHOro BelecTBa B MecTe B3PpblBa MOXHO peHAepuTb B BUAe
KOPOTKUMX I'II/IHVIVI, d HE B BUE TOYEK.

3T0 co3aacT BnevyatieHme motion blur.

To e camoe MOXKHO OTHECTU U K NpoLeccy BU3yanmsaumm BogoNaaoB U BbICTPENOB U3 OPYKUA.



MmuTauma motion blur

Yacto B dBTOCUMYNATOPAX MOXKHO 3aMETUTb, YTO BpaLLeHUNE Kosec aBTomobuns BbIrNAONT OYEHDb
HeecTeCTBEHHO.

Koneca asTomobuns BPallaloTCA C TaKoun b6elueHomn CKOPOCTbHO, YTO Kakue-nmbo AeTan o6o,£|,a 7
NOKPbIWEK MPOCTO HE AO0/XKHbI 6bITb Pas3nanymnmsbl.

OueHb yﬂ,O6HbIM peweHnem B 3TOM C/1ydae MOXKET 6bITb npeaBapuTe/ibHad NoArotoBka HECKO/IbKUX
TEKCTYP KOJ1eC, NPOCYNUTAHHDLIX C Pa3/IM4HbIM KOJTUHECTBOM NepexoaHOro CrnaxKnBaHuA.

N no mepe Bce Honee n 6onee HbICTPOro BpalLleHMs KONeC UCNOb30BaTh Bce bonee n bonee
"pasmbiTbie" TEKCTYpbI.

TaKoi e noaxos BO3MOXKEH U K TEKCTYpe A0POru.



[Tonmepbl motion blur B nrpax
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Depth Of Field (DOF)

Depth of field (rnybuHa pe3kocTtu), 3To paambiBaHME 0OBEKTOB B 3aBUCUMOCTM OT UX MONOKEHUA
OTHOCUTENIbHO POKYCa Kamepbil.

B KoMnbloTEPHOM rpadmKe KaxKabin
0bOBbEKT OTPEHAEPEHHOTO
n30bparkeHns naeanbHoO YETKUI, TaK
KaK IMH3bl U ONTUKA HE UMUTUPYETCA
NpW pacyeTax.

MosTomy, AnA AOoCTUKeHUs GOoTo- U
KUHOPEaIMCTUYHOCTU NPUXOANTCA
NPUMEHATb CNeLUaNbHbIE aNTOPUTMbI.

ITU TEXHUKN CUMYANPYIOT 3D DEKT
pa3Horo Gpokyca Ana o6 BHEKTOB,
HaXoAALWMXCA Ha Pa3HOM PaCcCTOAHUMN.
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OaHa 13 peanmlaumin Depth Of Field

OAHUM 13 PacnpPOCTPAHEHHbIX METOA0B NPU PEeHAEPUHIe B peasibHOM BPEMEHU ABNAETCH
CMELLUNBAHNE OPUTMHAIbHOIO Kajpa 1 ero CMa3aHHOW Bepcun (HeckonbKko npoxoaos blur dunbrpa)
Ha OCHOBE AaHHbIX 0 rybuHe ansa nukcenen n3obparkeHums.



[Tomepsbl depth of field B peanbHOM BpemeHun
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Kakune naoeun?
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Fog (TymaH)

OKpy*atowmii TymaH — 3 PeKT, KOTOPbIM UCNONb3YETCs BO BCEX UTPax, MOCKO/IbKY NO3BONSAET
npuaaTb 06beKTam UK CLEHE PeasIMCTUYHOCTb, @ TaK¥Ke NoYyBCTBOBATbL MYOUHY CLEHbI.

Kpome Toro, oH NO3BONAET CKPbITb HEHY}KHYIO FEOMETPULO.



MHTEeHCMBHOCTbL CBETa B cueHe C TYMaHOM

B cueHe c TYMaHOM, UHTEHCUBHOCTb CBETA, KOTOPAA AOCTUITAET KaMepbl Nos1b3oBaTe/ 1A, 3aBUCUT OT
TpEX KOMIMOHEHT:

* [lornouwieHmne — BeANYNHA, KOTOPAA PeryampyeT NepeKkpbITue CBETOBOM MHTEHCMBHOCTM YacTul,
BAO/1b TPACCUPYEMOTO Nyya.

* PaccemBaHmne — 310 BbibBMBaHME Ny4en U3 Nyya, KOTOPbIN NAET K rnasy.

* PacceunBaHue BHYTpb — 3TO NonajaHue (13-3a paccemBaHusa) APYrux ayyen B y4, KOTOPbIN naet
K rnasy.

3TN TPU KOMNOHEHTbI 0606WAOT N XapaKTEPU3YIOT OAHUM KOIPDULIMEHTOM g, T.€. NJIOTHOCTbIO



IPPEKT TymaHa 3aBUCUT OT TPEX OCHOBHbIX KOMMOHEHT

* LBeT TymaHa (C)
* [lnoTHOCTb (g)
* PaccrosiHume (d)

[MocKONbKY 06beKTbl Haxoaalnecs BAan A0NKHbI 6bonblie noaaasatbca 3pPeKTy TYMaHa,
BBENIM KO3dPUUMEHT d, T.e. paccToaHme.

OKOHYaTe/ibHbIM LBET BEPLUNHbI NO/Y4atoT MHTEPNOJIMPOBAHMEM LBETa TYMaHa U TeKyLlero
LuBeTa



BcTpoeHHasa peanun3auma OpenGL nam yepes wenaepbl

glEnable( GL_FOG );

glFogi( GL_FOG_COLOR, color);
Draw();

glDisable( GL_FOG );



JINHEWNHbIV TYMaAH

Cambl NPOCTOM N3 BCEX BUAOB

OCHOBHOe ypaBHeHMe:
f = (Zfogend — d)/(Zfogend — Zfogstart)

B Takom cnyvae 4acTuubl TYMaHa pacnpenenatoTca paBHOMEPHO OT TouKK Zfogstart n go
TouKu Zfogend.

d — npeacTasnseT rnybuHy, UM paccTosiHME OT Kamepbl A0 TOYKU TYMaHa
f — BAMAHME TyMaHa Ha UBeT BepLUnHbI, T.e. npn 0 — UBeT BepLUUHbI byaeT LuBeTOM TyMaHa

(cny4yait Koroa reomeTpua HaxoaMTCA BAAAM OT 3puTens), a npu 1 — HaobopoT
COOTBETCTBEHHO.



JKCNOHEeHUMaNbHbIM (KBaAPATUYHbIN) TYMaH

[MnoTHOCTb TyMmaHa 6bonee 6bICTPO M NNABHO YMEHbLUAETCA, YEM B CNy4Yae C IMHENHbIM TYMaHOM, NO3TOMY
apPeKT npubnnrkeH kK peanbHomy apPeKkTy

OCHOBHOE ypaBHeHMe A5 SKCMNOHEHLUMaIbHOro TyMaHa:
f = exp(-d*g)

ANA 3KCMOHEHLMaNbHOTO KBaApaTUYHOTO TyMaHa:
f = exp(-(d*g)*(d*g) )



TexHuKa depth fade

B uncno tymaHHbIXx 3¢ PEeKTOB BXOAAT pPasHble
ABNEHUA, HANPUMEP, NMbiNb U AbIM.

O6bl4yHO Takune addeKTbl NpeacTaBNAT cobon
NONYNPO3PayYHYO NIOCKOCTb C TEKCTYPOMN U
4acTULAMM.

Ho y Takoro nogxoga ectb ogHa npobnema — B
MeCTe nepeceyeHms 3TOM NNOCKOCTHU C
reomeTpuen Ha cueHe BO3HUKaeT ABHasA
rpaHnuUa, n3-3a 4yero 3pePeKT BbIrNAANUT
yCTapeBWUM U GanblUUBbIM.

Tem He meHee 3TO cambIi NpocTon cnocob ero
peanmnsauuu.
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KaK ycTtpoeHo depth fade?

CHayvana naét susyanmnsaumnsa obblyHOM reomeTpnn — Tyaa He BXoAAT NPo3payHble U
Noaynpo3payHble 06BbEKTHI.

3T0 HeobxoaMMo ANA 3anonHeHus bydpepa rybmuHbl, YTOObI 3HATHL, KaK AAaNEKO OT Kamepbl
HaXOAMUTCA KaXKAbl MUKCENb.

3aTtem npu peHaepuHre obbekToB ¢ depth fade pparmeHTHbIN WeNngep oueHMUBaAET PACCTOAHUE B
bydbepe rnyburHbl N CpaBHUBAET €ro CO CBOMMM MOKA3aTENAMM.

JTO nNomoraert onpeaennTtb, HACKOJ1IbKO 6/1M3K0 NUKcenm HaXo4ATCA K obnactu nepece4yeHnA
0b6beKTa U NJIOCKOCTU TYMaHa: 4eM 6J'IVI)-Ke, TEM BblWe NMNPO3Pa4HOCTb.

YcunneHue NPO3Pa4YHOCTU NPOUCXOOANT A0 TONrO MOMEHTA, NOKa NJIOCKOCTb TYMaAdHA HE CTaHET
NO/THOCTbHO HGBM,EI,VIMOVI B TOUKeE nepecevyeHmA.



Ecnn nuameHuTb
pPacCcToAHNE AENCTBUA
3P PeKTa, TO MOXKHO
JIErKO MEHATb
NNOTHOCTb TYMaHa.

[Mpun BbICOKOWN
NNOTHOCTU TYMaHa
apPeKT
Crna*knBaHuA
rpaHuY, nponaaaer.
3TO MOKHO YBUAETb
Ha HUXKHEM NPaBOM
npumepe
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Ob6béMHbIN TymaH B Red Dead Redemption 2
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ObbEMHbIE Y4YNn

MporpammHan TexHuka B 3D rpaduke, npeaHasHayeHHan Ansa co3gaHua sddeKkTa TPEXMEPHbIX
Nly4en cBeTa, NPOXOAALLMX YePE3 OKPYKEeHNE TPEXMEPHOM CLEHDI.

B peanbHOM mupe apdeKT TPEXMEPHbIX NyY4eN NpeacTaBieH Tak Ha3biBA€MbIM ONTUYECKUM
apdekToM THAANA, KOrAa y4M CBETA NPOXOAAT Yepe3 061aKo rasa, AbiMa, Nblan, a3pP03014a UK
napa B 3aTeMHEHHOM NPOCTPAHCTBE.

[Mpn NpoxoXaAeHUM CBETa Yepe3 TaKyto cpeay Iy4m cBeTa «NOACBEYMBAIOTY YAaCTUYKM NbIJIN UK
XNAKOCTU, KOTOPbIE pacnblNieHbl B BO3AYyXe, B pe3y/ibTaTe Yero MOXKHO yBMAeTb 3PPeKT KOO bEMHbIX
nyvyem».

Eweé ogHMm npoasneHmem nogobHoro ontnyeckoro adppekTa ABAAKTCA CyMepeUHble U
NPOTUBOCYMEPEYHDbIE NTY4M.



doTorpadua: NMpnumep cymepeyHbix 1y4en, KoTopble
BO3HWMKAIOT BO BPEMS 3aKaTa
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doTorpadusa: MNpumep adpdperta TuHAANS,
Jly4M MPOXoaAT Yepes TymaH

ROlrda CO/IHEYHbIE
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KomnbtoTepHas rpadmka: necHas MecTHOCTb B aHMMALMOHHOM
dmnnbme «Big Buck Bunny», OTYETAIMBO BUAHbI OOBEMHbIE NTy4M.

i"
y
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IPPEKT NPOXOKAEHMA NYHEN YEepes3 BOAHYHO adp0301b (A0KAb)
Peanunsaunsa wenagepamm

AsTop: AKonaxaHosa Hukonb
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KomnbtoTepHas rpadmnka: 06 bEMHbBIE IY4M B KOMMbIOTEPHOW UTPE
«Crysis», KOTopasa UCNnonb3yeT UrpoBon ABMKoK «CryEngine 2».
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[TonHUMN paboTbl

Ob6bemHoe ocBelleHne TpebyeT HaAMUYMA ABYX KOMNOHEHTOB: TEHEBOM KapTbl (aHM1. shadow map)
OCBELLL@AEMOro NpocTpaHcTBa 1 bydpepa rnybuHbl.

,ﬂ,J'IFI KaX4oro cemrnja npoBoanUTCA onpeaeneHne: ocsellaeTtca im OH CBETOM N3 HYXKHOTO
MCTOYHWKa CBEeTa UJZIN HET, ANA 3TOITo NCNOJ1Ib3YHOTCA AdHHbIE U3 TEHEeBOM KapTbl. B utore TonbKo
ocBeweHHble cemMmnJibl BMUAKOT Ha OKOHYaTe/IbHbIN LUBET NMUKCeNA.

Ana PYHKUMOHUPOBAHUA B PEXKUME PEaIbHOrO BPEMEHU BbiLLEOMNMUCAaHHAA MeTOANKa TpebyeT
ONTMMU3ALUMN.

OAHUM 13 BO3SMOXHbIX ONTUMM3ALMOHHbIX NOAX0A0B ABNAETCA peHaepumHr ocsewaemoro obbéma

B HAMHOIO MmeHbLIEM pPa3peleHnn 4yem 10, KOToOpoe UCMNOJ/1b3YyeTCA B N3HAYA/IbHOM Fpad)M‘-IECKOM
KOHTEKCTE.

Bcneacteme TaKoro noaxoAa co3fatoTca HexkenatenbHble 3pdeKTbl aIMacuHra, KoTopble MoryT
ObITb YCTPaHEHbl NOCPEACTBOM NpUMeHeHNa puabTpa pasmbITUS.



AHM30TPOMNMHAA GUAbTPALMUA

AHMN30TpONHaA
dbunbTpauma
3aMeHMnNa
ycTapesLwme
TEXHO/IOTUN —
Bilinear nnum
Trilinear Filtering

Mpumep
BKJIOYEHHOW U
BbIK/IFOYEHHOM
aHWU30TPONHOM
dbunbTpaumm
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Pa3Hble Tunbl craaxkmuBaHma Ha npumepe Total War: Warhammer 2

. -
1
U

MSAA 4X " MSAA 8X
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Kakoe BblbpaTh craarkuBaHme?

bes
cCrnausBaHwusa

2024 KomnbloTepHas rpadpuka emaneHko A.M. OOY MAGnUS
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FXAA (Fast-Approximate Anti-Aliasing) / MLAA (Morphological Anti-
Aliasing)

BapuaHTbl criaxkmsaHua npm nomowm noctobpabotkm ot NVIDIA 1 AMD cooTBeTCTBEHHO.

BuaeokapTta peHaepuT nsobpaxeHune 6e3 usmeHeHui, Ho nepe, oTobparkeHMem Ha 3KpaHe K
roTOBOMY KaJZipy NpumeHseTca GUAbTP, KOTOPbIN pa3mbiBaeT Kpasi 06bEKTOB.

3TOT NpoLEecc NPaKTUYECKM He CKa3biBaeTcA Ha fps, HO M pe3ynbTaT Noay4aeTca 40CTaTOYHO
COMHUTENIbHbIN
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TAA (Temporal Anti Aliasing)

MeTog nocTobpaboTKM NpU KOTOPOM CUCTEMA aHA/IN3NPYET OAUH UM HECKO/IbKO NpeabiayLmUX Kaapos.

ITOT MeToz, Nydlle Bcero 6opeTca ¢ MepLUaHMUem No Kpaam ABMNKYLLMXCA 0ObEKTOB, HO NPUBOAUT K
«3aMblINBaHUIO» N apTedaKTam Ha rPaHULLax.

HemHoro TpeboBaTtenbHee, yem FXAA. HekoTopble Urpbl npeanaratot A0NO/IHUTENbHBIN GUABTP,
KOTOpbIn A06aBiseT KAapTUHKe PEe3KOCTM nocne npumeHeHna TAA.
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SSAA (Super Sampling Anti Aliasing)

OanH 13 nepsbix cNOCOOOB Cra*KMBaHMA, HO 40 CUX NOpP B YMcne Hanbonee apPeKTUBHbIX.

TexHONOrnA 3acTaBNAET BUAEOKAPTY peHaepuUTb n3obpaskeHme B 601ee BbICOKOM paspelleHmnm, a
MOTOM C}KMMaET [0 pa3peLlleHns SKpaHa.

OCHOBHOM HEAOCTAaTOK — 3aTpaTbl PECYPCOB NO/IYy4alOTCA OTPOMHbIe, U 3PPeKTUBHBbIM SSAA MOKHO
CYMTATb TONIbKO Ha o4eHb MOLHbIX [1K.
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MSAA (Multi Sampling Anti Aliasing)

C Kaxporo nukcena cobmnpaetcs HeckonbKo Npob useTta (00 8x) B pa3HbIX MecTax.

Echv ogHa naun 6onblie Npob oKasbiBaeTcs APYroro UBeTa, CUCTEMA BbIOMpPaAET « NPOMENKYTOUHbIN»
OTTEHOK.

AHanNn3 u crna*kmMBaHme NPUMEHAETCA TOYEYHO TO/IbKO K rpaHnLam 06 beKToB, MO3TOMY BIUAHUE
Ha NPOU3BOAUTE/IBHOCTb HUXKeE, yem y SSAA.



TXAA (TAA + MSAA)

TexHonorma ot NVIDIA, KoTopaa KOMOUHUPYET CynepcemMnanHr N0 ABYM UAN YETbIPEM TOYKAM C
BPeMeHHbIM CI/IaXKUBaAHUEM.

Pa3smbiTve Ha rpaHMnLAX NOAYYaEeTCA MUHUMAJIbHBIM, N300paXKeHMe ONUCLIBAIOT KaK « MATKOE» U
«KMHemaTorpaduyHoe».

TpeboBaTtenbHOCTb HUXKe, Yem Y MISAA 1 SSAA, HO Bbillie, YEM Yy APYTrMX ONUCAHHbIX METO40B.



SMAA (Sub-Pixel Morphological Anti-Aliasing)

MeTopa, crnaskmMBaHuA, KOTOPbIN NPUMEHAET aHaNU3 rpaHu, o6bveKkToB (Kak MSAA), Ho npu
noctobpaboTke (Kak FXAA).

B pe3ynbrate — HemHoro TpeboBatenbHee, Yem FXAA, HO rpaHMLbI NOYYaOTCA MEHEE
Pa3MbITbIMMW.



NVIDIA DLSS 2.0 (Deep Learning Super Sampling)

EANHCTBEHHbIN cNOCO6 Crna)KMBaHMA, KOTOPbIN Yy4LLAET, a He yXyALlaeT NPon3BoAMUTeIbHOCTb.

BuaeokapTta peHaepuT nsobpaxeHune B 6onee HU3KOM paspelleHnu, Yem TpebyeTcs, a NoTom
YBE/IMYNBAET U CrNAXKMBAET KAPTUHKY Npu nomoum aHanora TAA 1 HelpoceTn, KoTopas paboTtaeT

Ha OTAEe/IbHbIX TEH3O0PHbLIX A4 PaX.

NogaeprknBaeTtca To/1bKo BugeoKaptamm GeForce RTX 2060 um Bbliwwe.



MSAA 8x

(6e3 crnaxkusaHusn)

2024 KomnbloTepHas rpadpuka emaneHko A.M. OOY MAGnUS

DLSS 2.0 (13 1080p)

47



YTo nyywe?

Hanbonee npeanoytntenbHolm cnocobom criaxkmsBaHma 6e3 COMHEHMs MOXKHO Ha3BaTb DLSS 2.0,
HO ero NnoAAepPXMBAET HE TaK MHOIO BUAEOKAPT U B HEOONbLIOM KOIMYECTBE UTP.

B ocTtanbHbIX cnyvaax ctont paccmaTtpusatb MSAA, TXAA nu SMAA
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