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[1lnaH nekuunu

TeopeTnyeckne ocHoBbl NOCTOH6PabOTKM — 3aKOHOMEPHOCTU, MOAENN, NOAXOAbI
Knaccndpumkaumna aspdektoB — cuctemaTtmsauma no GyHKUMOHANbHOCTHU
OnTMMmM3auma namnaanHa — NPOM3BOAUTENIbHOCTb U KAaYeCcTBO

Konnekuma apdpektos — 20+ 3pPeKToB C KOAOM U NPUMEHEHMNEM

KombunHaumm apPpektos — KnHematorpaduyHble CBA3KU

3aKa4eHne — TpeHabl U pecypchbl

oOunswLNE



YTO Takoe nocTtobpaboTKa?

MNocTtobpaboTKa — 370 NpMMeHeHne GUNBLTPOB K Y3Ke oTpeHaepeHHoMY 2D-n306parkeHunio cueHbl

KniouyeBaa napagurma
BmecTto moaenmpoBaHMA CNOXKHbIX ONTUYECKUX ABNEHUN B 3D-NpOCTPaHCTBE, Mbl MMUTUPYEM UX KaK 2D-
bUnbTPbI NOC/IE PEHAEPUHTA

MaTtemaTuuyeckaa mogenb
I_out(x,y) = F(I_in(x,y), {napameTpni})
roe F — onepatop addeKTa, NPUMEHAEMbIN K KaxK40MY MUKCENIO NN OKPECTHOCTY.



Knaccndunkauma appekToB No cnocoby obpaboTKku nukcenen

o omenm

OYeyHble Kaxabin nukcenb obpabatbiBaetca He3aBucmmo  Grayscale, Invert, Color Grading
OKpecTHOCTHbIE Ncnonb3yloT coceaHue NMKCem Blur, Edge Detection, Sharpen
Fno6banbHble 3aBUCAT OT BCero n3obparkeHuns Histogram Equalization, Tone Mapping

CNoXKHOCTb BblYUCEHUN

* ToueyHble: O(1) Ha nuKcenb

* OKpecTtHocTHble: O(k?) Ha nuKkcenb (k — pasmep agpa)

* TnobanbHbie: O(N) Ha nsobpaxkeHne (N — ymucno nuKkcenemn)

2026 CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
DemaHeHko A.M. UMM#uKH HOdY



Obwme npuHUMnbl. Pa3genmmocTb OnepaTopos

Ba)XHeilWwaa onTMumunsaumsa
Echn agpo ceepTKU pasgenmmo, 2D-ceepTKa 3ameHAeTcAa Asyma 1D-ceepTKamm

MatemaTuyecku
K2D = KH XKV - I *K2D = ({*KH)* KV
CNnoXXHoCTb
* HawusHana: O(radius?) camnnos
* Pasgennmasn: O(2 x radius) camnnos



Kakue adpdeKTbl pa3aemmbl?

Paspenum?

aussian Blur Aa
fla

Motion Blur (ropus/Bsepr) Na

Sobel Edge Detection K HeT (HO MO¥KHO Pa3NOKUTB)

x Het

e

CoBpemeHHble TEXHO/IOTMN KOMMbIOTEPHOM rpaduKM U peHaepurHra

2026 DemaHeHko A.M. UMMuKH Oy



Obuwme npuHUMnbl. JIMHEMHOCTb U HEIMHEMHOCTb

JNInHeliHble 3pPeKTbl NOAUYNHAIOTCA NPUHLMNY CYyNnepno3nummn
F(a-A+ b-B) =a-F(A) + b-F(B)

Mpumepbl AMHENHDbIX 3PPEKTOB:

* PasmbiTne (noboe)

* Pe3KoCTb

* LlBeToBblie MaTpU4Hble Npeobpa3oBaHUA

HenuHenHble 3apPeKTbl HapyLwaoT Cynepno3nuuto

Mpumepbl HeAnHeHbIX 3PPEKTOB:

* [loporoBas obpaboTka (Threshold)
* [amma-KoppeKuma

* Bloom (13-3a nopora sipKocTK)

MpaKkTuyeckoe 3HaueHue:
* JInHenHble 3dPEeKTbl MOXKHO MEHATb MecTaMm (KOMMYTUPYIOT)
* HenuHenHble apPeKTbl TPEOYIOT CTPOroro NopsaKka B namniamHe



Obwme npuHUMNbl. NPOCTPAHCTBEHHAA U BPeMeHHaa KOrepeHTHOCTb

MpocTpaHCTBEHHAA KOrepPeHTHOCTb
 CoceaHue NuKcenn obblYHO nmetoT 6an3KMe 3HavYeHusn
* [lo3BonAeT oNTUMU3NPOBATb OKPECTHOCTHbIE 3dPeKTbl (pa3mbiTne, edge detection)

BpemeHHaa KOrepeHTHOCTb

* Kagpbl B BUAEO MEHAKTCA NNaBHO

* [lo3Bonsert:
o Wcnonb3oBaTb Npeaplaywmii Kagp Ana annpokcumaumm (reprojection)
O 3JKOHOMWTb BblYMCAEHUA ANA CTATUYHbIX 0bnacTei

Mpumep: Temporal Anti-Aliasing (TAA)

vec4 currentColor = texture2D(u_current, vTexCoord);

vec4 previousColor = texture2D(u_previous, vPreviousCoord);
vec4 result = mix(currentColor, previousColor, 0.2);



Obwue npuHUmMnbl. Nepapxmsa pa3peLlleHni

Mipmap-noagxop,
MHorune apPeKTbl MOKHO NPUMEHATbL HA NOHUMXKEHHOM pPa3peLLleHNN

Knaccnueckum npumep — Bloom:

1. OdayHcemnauHr go 1/2, 1/4, 1/8 pa3speLueHus
2. Pa3mbiTUe Ha HU3KKX pa3peweHusx (bbicTpo)
3. Ancemn/IHr n HanoXeHune

NMpenmyuwectea

* YMmeHblleHne Konm4yecTtBa nukceneu B 4, 16, 64 pa3sa

e ApTtedaKkTbl Mano3ameTHbl 4nAa 3¢PeKToB CBEYEHUA

* WpeanbHo ana GPU c orpaHM4eHHOM NPOMNYCKHOM CNOCOHOHOCTbIO

fpe npumeHaeTca

* Bloom

* Depth of Field (6bicTpas Bepcus)
* Motion Blur

* God Rays



[TpemmyLLecTBa TakOro Noaxoa4a K peann3aumm adpeKToB

[MoBblWeHNE NPON3BOANUTENBHOCTH:
e [layHceMnauHr (YyMeHblleHNE pa3peLLleHMs) 3HAUYNTE/IbHO CHUMKAET KOIMYECTBO NMUKCENIEN, KOTOPbIE HYXKHO
obpabaTbiBaTb, YTO CYLLECTBEHHO YCKOPAET BbIYUC/IEHUA.
* Pa3smbiTve n apyrue adpPeKTbl Ha MOHUKEHHOM pa3peLLlEHMN BbIMOAHAOTCA bbicTpee 6e3 NnoTepyn KavecTBa.
OnTmmnsauma Harpyskm Ha GPU:
* PaboTta C MEHbLINM KONMYECTBOM MNUKCENEN TpebyeT MeHbLUe BbIYUC/INTENBHbIX PECYPCOB.
* 370 0cOBEHHO BaXHO ANA MOBUNbHbIX YCTPONCTB U UIP C OFPAHUYEHHBIMM PeCcypCcamu.
KayecTtBO pa3mbITHA:
* Pa3mbiTME HA NOHUKEHHOM pPa3peLlleHnm BbIraanT bonee YETKUM U MEHEE NMUKCE/TM3NPOBAHHbIM.
* HanoxeHune pa3mbITOro n3obpaxkeHna Ha OpPUrnMHaIbHOE B NPOLLECCe ancemMmnnHra No3BOASIET COXPAHUTb AETanu 1
n3bexkatb NnoTepun MHGopMaLmu.
JDKOHOMMA NAMATMK:
* YMeHblueHUe pa3pelleHna BPpeMEeHHO CHMUXKAeT 06BEM MCNOoNb3yeMOon BUAEONAMATH.
* 3710 0cobeHHO aKTyanbHO AnAa 3dPeKToB, Tpebyrowmnx bonbworo o6véma namaTn (Hanp: Motion Blur nam God Rays).
[lnaBHOCTb Nepexonos:
* AncemnauHr Nno3BoNAET NNAaBHO NEPENTU OT Pa3mbITOro apdeKkTa K OpuUrmMHaabHOMY M3006parkeHuto, ndberaa peskux

rpaHuL.
* 370 co3aaéT bonee ecteCTBEHHbIM BU3yabHbIN pe3y/bTar.
MacwTtabupyemocTb:

» TaKoW noaxopn Nerko maclTabupyeTcs nog, pasHble paspelleHns skpaHa 6e3 notepmn NPomn3BOAUTENIbHOCTMU.
* MOXHO MCNONb30BaTb OAMNH U TOT e a/I0PUTM AN Pa3HbIX YCTPOUCTB C MMHUMAbHbIMU U3MEHEHUAMM.



HwnN e

[Mpumep peanmzaymm Bloom

[layHcemnAuHr nsobpaxeHuna ao 1/4 paspelweHus.

MpumeHeHMe pasmbiTuaA (Gaussian Blur) K ymeHblLIEHHOMY M306paXKeHUIO.
ANCemMnANHI Pa3MbITOro U306parKeHna 0bpPaTHO A0 NONHOIO paspeLleHus.
HanoxeHune pesynbrata Ha UcxoaHoe nsobpaxkeHne ¢ yY4ETOM NOPOroB APKOCTY.

// DayHcemnauHr
vec2 halfRes = vTexCoord * 0.5;
vec4 downsampled = texture(u_image, halfRes);

// Pa3amblTve Ha NOHMKEHHOM pa3peLleHnn
vecd blurred = blur(downsampled, 0.05);

// AncemnauHr
vecd upsampled = upsample(blurred, 4.0);

// HanoxeHune Ha ncxogHoe nsobpaskeHue
gl_FragColor = upsampled + texture(u_image, vTexCoord);

202
026 DemaHeHko A.M. UMMuKH HOdY

[a, AayHCEMNANHT N anceMnANHI
AEeNCTBUTENbHO TpebytoT
BblYMCAUTENBHbIX PECYPCOB — HO UX
3aTpaThbl CyLL,ECTBEHHO MEHbLLE, YEM
0bpaboTKa NONHOro paspeLweHna Ha
C/IOXHbIX 3pPeKTax

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHAepUuHra



Busyanunzauma appekta Bloom

CPU (Game) Time U m
. S

0 2

CPU (RHY) Time GPU Re

CoBpeMeHHbIe TEXHOIOTUM KOMMNbIOTEPHOM rpadmKM U peHaepPUHra
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CpaBHeHWe 3aTpaT

2026

BapuaHTt 1. PasambiTe Ha NOJIHOM BapuaHT 2. PasambiTe nocne gayHCeMMN/IMHIA
pa3peweHun (1920x1080 = ~2 maH nuKcenen) | po 1/4 (480x270 = ~129 TbiC. NUKCcenemn)

Ona pasmbiTva ¢ pagnycom 15 px tpebyetca ~  [layHcemnauHr: 1-2 npoxoaa, ~2 MJH
225 camnnoB Ha NUKCenb. onepauni

Obuiee Konnyectso onepauun: 2 073 600 x 225 PasmbiTme ¢ pagmycom 15 px: 129 600 x 225 =
=466 560 000 comnnos 29 160 000 onepauum

Bbicokas Harpys3ka Ha GPU, ocobeHHo npu 60 AncemnauHr: 1 npoxoa, ~2 M/IH onepauumn
FPS

HanoxxeHue: 1 npoxoq, ~2 M/IH onepauum

Utoro onepauuii: ~ 466 560 000 Utoro onepauuii: ~35 maH

JKoHOMMA: ~24 % No onepaunam + CHUXKEHME HArpy3KM Ha NamMATb

CoBpemeHHble TEXHO0TMMN KOMMNbIOTEPHOM rpadUKnN N peHaepPUHTa
DemaHeHko A.M. UMMunKH HOdY
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[ Je MMEeHHO 3KOHOMKTCA pecypc

2.

3.

4.

MponyckHasa cnocobHOCTb NAMSATHU:

Mpyu 06paboTke nonHoro paspeweHna GPU noctoAHHO YntaeT/nuwert 6onblune TEKCTYPbI.
JlayHCeMNAUHT yMmeHbllaeT 06bEM AaHHbIX B 16 pas (npu 1/4), YTO CHUMKAET HarpysKy Ha WMHY NamMATH.

Kew nonagaHuA:

ManeHbKune TeKCTypbl ny4vwe nomew,aroTca B Kew GPU.
JIOKa/IbHOCTb A@HHbIX YNy4lLlaeTca — YTEHUE COCeaHMX NUKcenen spPpeKkTuBHee.

[Napannenmsm:

GPU obpabatbiBaeT nnKcenn napannenbHo.
Ha maneHbKux Tekctypax 6onblue 610K0B MOryT pabotaTb 04HOBPEMEHHO 6€e3 KOHKYPEHLMN 33 pecypcbl.

Konnyectso MHCTPYKLUUNA:

PasmbiTe — O(n?) onepauusa (3aBMcUT OT pagunyca).
YMeHbleHUe n (pa3mepa TEKCTYPbI) AAET KBagpaTUYHOE YCKOPEHME.



TexHn4yeckmne aetann. [layHceMnanNHI

Llenb: ymeHbLNTb pa3spelleHmne TeKCTYPbl, COXPaHUB BaXKHble AeTanu.
MeToAabl
* [lpocToe ycpegHeHue

vec4 downsample = (
texture(u_image, uv + offsetl) +
texture(u_image, uv + offset2) +
texture(u_image, uv + offset3) +
texture(u_image, uv + offset4)

) ¥ 0.25;

* BbuKkybuueckaa ¢unbrpaymsa — bonee KayecTBeHHas, HO AOPOXKeE.
 Mipmap reHepaumna — BcTpoeHHaa B GPU pyHKuUUA.

3atpartbl: 1-4 camnaa Ha NUKCENb BbIXOAHOTO U3006paXKeHus.



TexHnyeckmne aetann. PasambiTe Ha HU3KOM pa3pelleHnm

OonTmusauyum

e Separable convolution: pa3mbiTne cHa4yana NoO ropM30HTaIN, 3aTEM MO BEPTUKANMN.
* Bmecto 225 camnnos - 15 + 15 = 30 camnnos.

e Box blur Bmecto Gaussian — bbicTpee, BU3ya/ibHO NOXOXKeE.

*  YYET APKOCTM: Pa3MbIBaTb TO/IbKO MUKCENN Bbille nopora (ana Bloom).

Mpumep Kopa (separable blur)
// Topu3oHTaNnbHOE pa3mbITUE
for (int i = -radius; i <= radius; i++) {
sum += texture(u_texture, uv + vec2(float(i) * pixelSize.x, 0.0)).rgb;

}

sum /= float(radius * 2 + 1);

// BepTuKanbHoe pasmbiTne (aHa/orM4yHo)



TexHnyeckmne getanu. ANCeMNNAVHT N HANOXKEeHne

AncemnauHr

Llenb: BEpHYTb pa3mbITOe U30OpaXKeEHME K UCXOAHOMY Pa3peLLleHnto
MeToapbl:

*  BunnHenHaa punbrpauma (no ymonyaHuio B texture)

* lLanczos — KayecTBeHHee, HO MeaNeHHee

* ApanTtuBHaa ¢pUNbLTPALUSA — pPasHblie MeToAbl ANA pPa3Hbix obnacTei

3atpartbl: 1-4 camnaa Ha nukcenb (06bI4HO 1 ¢ BunnHenHom punbTpaumnen)

Hano)xeHue
Onepauuu:
e CmelmnBaHMe pa3mbiToro cnosa c opurnHanom: final = original + blurred * intensity.

* Macka no apkoctu (ans Bloom): if (brightness > threshold) add glow.

3aTtpartbl: MMHUMaNbHbIN overhead.



Flpa RTUHECKNE peroOMeHAalUNW

Koraa atot noaxop HE sbiroaeH

* QOueHb ManeHbKUe TeKcTypbl (< 256x256): HaKNaaHble pacxoabl Ha nepeKkatodeHue bydpepoB MOryT NPEBbLICUTD
3KOHOMMIO.

* [pocTble apdeKTbl: ecnu apdekT TpebyeT 1-2 camnna (Hanpumep, BUHbETKA), AAaYHCEMMIUHT HE HYXKEH.

* OrpaHunyeHHaa namaTtb: ecnn GPU yXKe Ha npeaene, co3gaHue A0NONHUTENbHbIX TEKCTYP OMacHO.

* KpWUTUYHAA TOYHOCTb: B HAaYYHbIX BU3Yya/IN3aUMAX NOTEPA AaHHbIX NPU AaYHCEMMN/IMHIE He40NyCTMMa.

OnTMmanbHble YPOBHU AayHceMnauHra ana Bloom:

* 1/2: ana cnaboix apdekToB (pagmyc pasmbiTia < 5 px).

* 1/4: 6anaHc KayecTsa 1 nponsBoauTeNbHOCTU (paanyc 5—15 px).

* 1/8: apnsa cunbHOro pasmbitua (paguyc > 15 px), 4acto MCNoNb3YIOT NMpamuay U3 3—4 ypoBHeli.

Kak peanunsoBatb 3¢pPeKTUBHO:

e Co3pgasante MIP LenoyKy TEKCTYp 3apaHee.

* Wcnonb3yite FBO (Framebuffer Objects) ana peHaepuHra B TeKCTypbl.

* [lpumeHanTe separable convolution ana pasmbiTua.

*  KombuHMpyMTe C MacKMPOBAHMEM: Pa3MblBalTe TONbKO ApKKe obnacTu.

e TecTnpyuTe Ha UeneBbix yCTponcTBax — mobunbHble GPU yyBcTBUTENbHEE K bandwidth.



[Tormep namnnanHa Bloom

OTpeHpepuTb cueHy B HDR TeKkcTypy.
[layHcemnauur go 1/4.

PasmbiThe (horizontal + vertical).

AncemnavHr go 1/2.

Pa3mbITHe CHOBA (€CNK HYXKHO CU/IbHOE pPa3mbITUE).
ANcemnanHr A0 NOJIHOTO paspelleHuns.

HanoxeHne Ha opuUrmHan ¢ Y4ETOM 3KCNO3ULUN.

NoUsWN e

BbiBOA

[1a, AayHCEMMNAMHT M aNCEMMNINHT TPEOYIOT Pecypcos, HO:

* WX CNOXKHOCTb INHelHa (O(n)), Torga Kak pa3mbiTve — KBagpaTuuHo (O(n?));
* OHM ONTUMU3MPOBAHbI Ha YPOBHEe annapaTHoro obecneyeHuna GPU;

* 3KOHOMMSA Ha 3Tane Pa3MbITUS MHOFOKPATHO KOMMEHCUPYET 3aTpPaThl.

UTor:

Nna Taxkénbix apdpekTos (pasmbiTne, Bloom, God Rays) nupammnaanbHas obpaboTKa (aayHcemMnamHr - apdekT
—> ancemMnauHr) NoYTH BCerga BbirogHee npssmoin ob6paboTKM NONHOro paspeLleHus.

Ona nérkmx adpPpeKkTos (BUHLETKA, LLBETOKOPPEKLMSA) AOCTAaTOYHO OAHOr0 NPoxoaa.



Obwme npuHumnel. CoxpaHeHne aaHHbIX (G-Buffer)

Ona cnoxHbix 3ddEKTOB HYKHA reomeTpuyeckas MHPopmauua, NOTEPAHHAA NPK pacTepm3aLmu.
G-Buffer (Geometry Buffer) — Habop TeKcTyp:

Color Anddy3HbIn uBeT RGBS
Normal Hopmanu B world/view space RGB16F
Depth nybuHa (2) R32F
Specular MeTannan4yHocCTb, WwepoxoBatoctb  RG8

CTomMmocTb:

o MamAaTb: A0 4 TeKCTyp X paspellieHune

J MponyckHaa cnocobHocTb: MRT peHaepuHr

J Komnpomucc: KayecTso Vs NpomM3BOAUTENbHOCTb

2026 CoBpeMeHHble TEXHO/IOTUN KOMMNbIOTEPHOM rpaduKK U peHaepuHra

DemaHeHko A.M. UMMuKH HOdYy
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KnaccndpuKkaumsa sdpdpeKToB — 0DLaA CXEMA

LUBETOKOPPEKLUUA

 LUT (Look-Up Table) — usetoBas Tabnuua

 HDR Tone Mapping — ToHanbHaA komnpeccua ana HDR-n3obparkeHni

* JlononHutenbHble: Color Grading (uBeTokoppeKumsa), Saturation (HacbiweHHocTb), Contrast (KoHTpacT), Exposure
(akcno3numsa), White Balance (6anaHc 6enoro)

FTEOMETPUA

*  WckaxeHua (Warp) — reometpuyeckune nckaxeHus: Distortion (auctopcusa), Chromatic Aberration
(xpomaTunyeckas abeppauusn), Screen Warp

e Pa3mbiTue (Blur): Gaussian Blur (rayccoBo pa3smbiTne), Motion Blur (pasmbitne asuxkenus), Depth of Field
(rnybuHa peskocTtn)

CBET

* Bloom / Glow — cBeueHue ApKux obnacrtei

* God Rays (Crepuscular Rays) — cymepeyuHbie nyun / o6bemHbIi cBeT

* Lens Flare — 61MKK NNH3

» JononHuTenbHble cBeToBble 3pdeKTbl: Glare — ocnennsatowme 6ankn, Volumetric Fog/Lighting — o6bemHbIl
TYMaH 1 ocBelleHune, Screen Space Reflections (SSR) — oTpaxeHus B akpaHHOM npocTpaHcTBe, Ambient Occlusion
(SSAO, HBAO) — ambient occlusion

[DononHutenbHble Kateropun: ATmocdepHble (3epHO, BUHbETKA, 3aCBETKA), TEKCTYpPHble (MMKcenmsaums, TMHUN

pa3BepTKun), eTeKuMoHHblie (rpaHuLbl, CUNY3Tbl)



RaTteropma 1 — LUiBeToKoppeKkumna

Lenb: YHpaBneHme YETKOCTbO, UMUTALUUNA ONTUKU KaMepPbl

T e

B3BeweHHaa cymma

Grayscale KoagpopuumeHTsbl Y/b ctunmnsaums
v KaHa/oB o
ToHnpoBaHMe B
NHTEHCUBHOCTb PeTtpo, "ctapoe ¢poTo"
KOpMYHEBbIE TOHA
1.0 - uBer - Heratus, apT-adpdeKTbl
Tabaunua cooTBeTCTBUA KnHemartorpadpuuHas
3D LUT TekKkcTypa
LBeToB CTUAn3ayuma
CxaTue gnHamun4ecKoro
JKCNo3numa, metos, PeannctnyHoe otobparkeHune
AnanasoHa
Posterize KBaHTOBaHMe LUBETOB YpoBHMU Ctunusayma noa KOMUKCbI
2026 CoBpemMeHHble TEXHO/IOTMU KOMMbIOTEPHOM rpadUKN U peHaepUHra 22
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2026

SEPIA ACTION FOR PHOTOSHOP
FREE «SEPIA NATURE»

CoBpeMmeHHbIe TEXHOIOMMM KOMMbIOTEPHOM rpadmKM U peHOEPUHTa
DemaHeHko A.M. UMM#uKH HOdY
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Color Grading (LUT)

2026

CoBpeMmeHHbIe TEXHOIOTUM KOMMbIOTEPHOM rpadmKM U peHaepPUHra
DemaHenko A.M. UMMunKH HOdY
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Dynamic Tone Mapping OFF Dynamic Tone Mapping ON




KaTeropma 2 — Pa3smbiTe n okyc

Lenb: YnpaBneHue 4eTKOCTbO, MMUTaLMUA ONTUKMU Kamepbl

T I e

CBepTKa c agpom laycca O(radius) c paspeneHnem

CpeaHee apudmeTmnyeckoe O(radius) c pasgeneHnem
Pa3mbIThe MO KapTe rybuHbI BbicoKas

PasmbITHe Mo BEKTOPY

Motion Blur Bbicokas
ABUXKeHUA
Bokeh Nmntauma guadparmol OueHb BbICOKaA
ilt-Shift NMonoca ¢pokyca CpeaHsas
2026 CoBpeMeHHble TEXHO/IOTUN KOMMNbIOTEPHOM rpadpUKu U peHaepuHra

DemaHeHko A.M. UMMuKH HOdY

YHuBepcanbHoe pasmblTve

bbicTpoe pa3smbiTue

KnHematorpaduuHbi poKyc

IdVHammnKa, CKoOpocCTb

XyaoxecTtBeHHOe pa3mbiTue

b deKT "MuHmaTopbI”
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Motion Blur (Cma3biBaHMe B ABUMKEHUN )

OTCYTCTBMe CMa3blBaHUA NP ABNKEHNU CIYKUT U
I'IpML-IMHOl\/’I TOro, noyemy asunxxeHume B Urpax npwu

25-30 Kagpax B CEKYHAY KaKeTcA A8praHbIM, XOTA no motion blur motion blur
KWHO W BUAEO NPW 3TUX }Ke MapameTpax YacToTbl
KaJpOB CMOTPUTCA NPeKPacHO . 3

[1na KoMNeHcaumMmn OTCYTCTBUS CMa3blBaHMA B
ABUXKEHUUN KenaTesibHa UM BbICOKAs 4acToTa
Kaapos (=60 KaapoBs B ceKyHAay) nnu
MCNONb30BaHNE METOA0B AOMNONHUTENbHOM
0b6paboTkM nsobparkenms (motion blur)

3TO NPUMEHAETCA U ANA YNYyULWEHMA NNABHOCTH
aHumauum n ana apdeKkra poTo- U
KUHOPEaNUCTUYHOCTU OAHOBPEMEHHO

3pdeKT cMa3bIiBaHNA MOXKET ObITb KaK MONHO3KPaHHbIM (06blYHO AenaeTca noctobpaboTKkomn), Tak U ansd
oTAeNbHbIX, Hanbonee HbICTPO ABMKYLLMXCA OOBEKTOB.



JTO OHA M Ta e KapTUHKa?

CoBpemeHHble TEXHO/IOrMN KOMMNbIOTEPHOW rpadUKKM U peHaepPUHra

2026 demsaHeHko A.M. UMMuKH HO®Y
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CrnaxkmsaHue nepexoaHbIX NMpoueccoB BO BPEMEHN

MeToa, npumeHaemblit ansa motion blur, Ha3biBaeTca temporal anti-aliasing, o3HayatowWmi crnasknusaHue
nepexoAHbiX NPOLECCOB BO BPpEMEHMU

a. Co3gaem M3b6bITOYHOE KOMYECTBO KaapoB
6. lennm nocnenoBaTeNbHYHO aHMMaUMIO Ha rpynnbl No 4 Kaapa
B. BHYTpM Kaxkao rpynnbl KaapoB Npou3BeaémM CMeLLIMBaHWE KaapoB B OAMH

r. CocTaBMM HOBYO aHUMALMIO N3 3TUX KaapoB



MmuTauma motion blur

PasneTtatowmeca 4YaCTUYKH PaCKaNeHHOro Bewectsa B MmecCTte B3pblBa MOXHO peHAEPUTb B BUAE KOPOTKUX
J'IVIHVIVI, d HE B BUAE TOYEK

39To co3aacT Bne4yataneHme motion blur

To ke camoe MOXHO OTHECTU M K NPOoLLeccy BM3yan3aumm BOAONaA0B U BbICTPENOB U3 OPYKUA



MmuTauma motion blur

YacTo B aBTOCUMYNATOPAX MOXKHO 3aMETUTb, YTO BpaLL,eHUe Konec aBTOMOOMAA BbIMMAANT OYEHb HEECTECTBEHHO.
Kosneca aBTomo6uAs BpaLLaoTca ¢ Tako belleHon CKOPOCTbIO, YTO Kakue-nmbo aetann o604a v NOKPbILEK NPOCTO
He AONXHbI ObITb PAa3NNYNUMBI.

OyeHb yA0OHbIM peLleHnemM B 3TOM C/ly4ae MOXKET ObiTb NpeaBapuUTeNbHaA NOArOTOBKA HECKOJIbKUX TEKCTYP KoJlec,
MPOCYUTAHHbIX C Pa3/INYHbIM KOJIMYECTBOM NEPEXOAHOIO Cr/1aXKMBaHUA.

1 no mepe Bce 6onee 1 bonee HGbLICTPOro BpalLlEeHUs KOeC NCNOob30BaTh Bce b6osiee U bonee pasmbiTbie TEKCTYpbI.

TaKoM »Ke noaxod BO3MOXKEH U K TEKCTYpe A0POru.



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

Depth of field (rnybuHa pe3kocTtu), 3To pasmbiBaHME 0O BEKTOB B 3aBUCUMOCTM OT UX MONOMKEHUA
OTHOCUTENIbHO POKYyCa Kamepbl.

B KoMnbloTEpPHOM rpadmKe KaxKabin
0OBbEKT OTPEHAEPEHHOTO
n30bparkeHns naeanbHO YETKUI, TaK
KaK JINH3bl U ONTUKA HE UMUTUPYETCA
Npu pacyeTax.

MoaTtomy, Ana AoCTUKeHUA GOTO- U
KMHOPEeaNUCTUYHOCTM NPUXOANTCS
NPUMEHATb CNeLuanbHble aATOPUTMbI.

ITU TEXHUKN CUMYINPYIOT 3D EKT
pa3Horo Gpokyca aAna o6BHEKTOB,
HaXoAALWMXCA Ha Pa3HOM PaCCTOAHUMN.

CoBpemMeHHble TEXHO/IOTMN KOMMbIOTEPHOMN rpaduKM U peHaepurHra

2026 DemaHeHko A.M. UMM#uKH HOdY



OaHa u3 peannsaumn 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 OCHOBEe AaHHbIX 0 rybuHe ansa nukcenen n3obparkeHums.



[Tomepsbl depth of field B peanbHOM BpemeHun

B 4
Bt

o4 Heather; I;nged to speakivsiith you.

— N

CoBpemMeHHble TEXHO/IOTUM KOMMbIOTEPHOW rPpaduKN U peHAepPUHra
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KaTteropua 3 — Wckaxkenua (Distortion)

Llenb: HennHenHoe nameHeHne reometTpum nsobpaxkeHus

T I

Chromatic
Aberration

3aTeEMHEHUE KPaEB 1.0 - dist * strength @PoKycC Ha UeHTpe
arp / Bulge PaguanbHoe UCKaXkeHue uv * (1 +k *r?) Pbibuin rnas, marus

3aKpy4ynBaHue BOKPYr
2y 2y MoBopoT Ha angle * r lNcuxogennka
LeHTpa

Kaleidoscope CuMMeTPUYHOE OTparkeHue NMonspHble KoOPAMHATLI ApT-3pdeKThI

ave / Ripple BonHOBOE UCKaXKeHUe uv + sin(uv * freq) * amp Boga, TennoBoe mapeBo

CoBpeMeHHbIe TEXHO/IOTUM KOMMbIOTEPHON rpaduKK U peHAePUHIa
demsaHeHko A.M. UMMuKH HO®Y

CmeweHune RGB-KkaHanos uv + dir * amount PeTpo, KubepnaHk

2026
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Chromatic Aberration Xpomatuueckas abeppauus —

NCKaxeHune n3obpaxeHusa, Kotopoe
BO3HMKAET M3-3a 3aBUCUMOCTU NOKasaTens
Npenom/ieHMA NPO3pPaYHbIX cpea oT
NIVHbI BOMIHbI CBETa (ancnepcmu cBeTa)
MpoasnaeTca B TOM, YTO CBETOBbIE Ny4M
Pa3HbIX LUBETOB, HAXOAALMXCA HA
OANHAKOBOM PACCTOSHUM OT ONTUYECKOM
OCU INH3bI, NPENOMNAOTCA NO-Pa3HOMY
(MmetoT pa3Hbit GOKyC). OTO NPUBOAUT K
CHUXKEeHUI0 YETKOCTU u3obparkeHusn, a
MHOTAA — K NOABNEHUIO Ha HEM LIBETHbIX
KOHTYPOB, NONOC, NATEH — apTedaKTOoB.
CunbHee Bcero xpomaTuyeckas
abeppauma 3ameTHa NO KPaAM 0O BHEKTOB:
OHW Pa3MbIBalOTCA U PACCIaUBAIOTCA Ha
KPaCHbIN, 3€/IEHbINA N CUHUN LIBETOBbIE
KaHanbl. Yawe Bcero abeppaunm
NPOABNAIOTCA HA CTbIKE KOHTPACTHbIX
rPaHnL, — MECT, rae CTa/IkMBatoTcs ABa
Pa3HbIX LBETA UM APKOCTH

2026 CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpadmKn U peHaepUHra 37
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KaTeropmna 4 — CBeToBble 3QPEKTHI

Lenb: JobaBneHne NCTOYHUKOB CBETA, CBEUYEHMA, /TyUE.

S N [
BolioeneHue Apkux obnacren + pasambitne 3.0 Caeuenme, HDR
+ Ha/NIoXeHUe
M JloKanbHoe cBeyeHne BOKpPYr 06beKkToB 2-3 Marus, HeoH
TpaccMpoBKa y4yenr OT UCTOYHMKA 20-40 ntepauumn ConHeyHble nyym
MmunTtauma 6aMKoB 06bEKTUBA MHoro Kunemartorpadp
3acBeTKa KpaeB Kajpa 1 PeTpo, aHanoroBas acTeTMKa

CoBpeMeHHbIe TEXHOIOTUM KOMMNbIOTEPHOM rpadmKM U peHaepPUHra
DemaHenko A.M. UMMuKH HOdY

2026
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Use of lethal force is not allowed. Pistol

FPS: 13 | Time: 0:56.39 ! Frame: 1391

Mpumepbl 06paboTKN KOHEYHOro n3obparxkeHna bloom punbTpom 13 3D NpUNOKEHNI PeaNbHOTO BPEMEHMU

Kak u gpyrue Buabl noctobpaboTtkm, bloom nyyiie npumeHATb Npu peHAepUHre B LULMPOKOM ANHAMUYECKOM
AvanasoHe (HDR)

CoBpemeHHble TEXHO/IOIMN KOMMNbIOTEPHOM rpadUKKM U peHaepUHra

2026 DemsaHeHko A.M. UMMuKH HO®Y
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KaTeropma 5 — TekcTypHblie 3pPEKTb

Lenb: Umutauma ¢usnyeckmux Hocmtenem n unPpposbix apTePaKkTos

FOpM30HTaIbHbIE NOJIOCHI
YBennyeHue pasmepa NUKcens
TouyeyHbIn pacTp

[Job6asneHune wyma
CmelleHne KaHaioB, pa3pbliBbl

CTPYKTYPMPOBAHHbIN LLIYM

w) 9 J
- X

> o

= ()

oQ

2026 demaHeHko A.M. UMMuKH

DJIT-MOHUTOPSLI, peETPO
LleH3ypa, nuKcenb-apT
KomwuKcebl, rasetnbi
KnHonneHka, atmocdepa
KnbepnaHkK, owmnbKu

YMeHblIeHne UBETOB

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpadmKn U peHaepUHra
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KaTeropma 6 — [leTeKunMoHHble 3PPEKTbI

Lenb: BoigeneHne cTpykTyp, rpaHuL, ob6beKkTos

T L

Sobel Edge Detection [PaAVEHT APKOCTH KoHTypbl, cel-shading
anny Edge Detection MHOrocTtyneH4aTblIi BblICOKOEe KaueCTBO KOHTYpOB
O6HapyXeHune cmnysTos Ul, accuctbl
ObBoAKa 06BEKTOB BoliaeneHue, urpbl

CoBpemMeHHble TEXHO/IOTMN KOMMbIOTEPHOM rpaduKM U peHaepurHra

2026 DemaHeHko A.M. UMMuKH HO®Y
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[TopaaoK npumeHeHusa 3QPeKTOoB

TUNUYHbBIK NAaNNAAH

LiBeTokoppekuua (LUT, Tone Mapping)
[eomeTpuyeckme adpPeKTbl (MCKaxkeHns, warp)
CseToBble apdekTbl (Bloom, Glow, God Rays)
PasmbiTne n pokyc (DOF, Motion Blur)
TeKcTypHble apdeKTbl (3epHO, NMHUK)
®uHanbHble WTPUXM (BUHbETKA)

oOunswNE

Mouemy Takou NOpAAOK

e (CBeToBble 3¢ PeKTbl JOMKHbI BUAETb CKOPPEKTUPOBAHHbIE LiBETA
* Pa3mbiTUe nocne cBeyeHun (pa3mbiBaeTcs CBET, a He HaobopoT)
* BWHbETKa B KOHLE HE UCKaXKaeT gpyrne appeKkTbl



OnTummMsauma. YMeHblueHne paspelleHmna

MpuHumn: Taxenole 3apPeKTbl NPUMEHAIOTCA K TEKCTYPE MEHbLUEro pa3mepa

Crparterua:

MonHoe paspeweHune (1920x1080) - 4.1 maH NUKcenen

NG

MonosuHa (960x540) - 1.0 maH nuKcenen (4x meHbLue)

NG

YetBepTb (480%x270) = 0.25 mnH nuKkcenen (16x meHbLle)

Ona Kaknx apdeKkros paboraer:

. Bloom (pa3mbiTe ApKOM Macku)
. Depth of Field (ganbHuin nnaHx)

. Motion Blur (npuemnemo)

. God Rays (MCTOYHMKK cBETA)

LleHa: MoTepa menkux getanemn, Ho ana MArknx apdpeKkToB HE3aMETHO



OFITI/II\/\I/I3aLLI/Iﬂ. H9LLII/IpOBaHl/Ie BbIYNCIEHNN

MpuHuMn: Boluncnaem oguH pas, UCNosib3yem MHOro pas.
Npnumep — npeapacyet sBecos laycca:
// CPU — javascript
const kernel =[];
for (let i = -radius; i <= radius; i++) {
kernel.push(exp(-i*i / (2*sigma*sigma)));
}

gl.uniform1fv(u_kernellLoc, kernel);

// GPU — TonbKo BblbopKa U yMmHOXeHue — glsl
float weight = u_kernel[i];
sum += texture(u_image, uv + offset) * weight;

[Ae ewe npumeHUMO:

 LUT (tabnuua usetos)

* Kybuyeckne cnnaiiHbl ANA pecemnainHra
* MaTpuubl NnpeobpasoBaHUA LBETOB



Ontummsauma. Ping-Pong FBO

Mpobnema:

MpumepHbIN KOA javascript
Llenoyka adpPpeKkToB TpebyeT MHOKECTBA TEKCTYP.

let readTexture = sceneTexture;

PeweHne: let writeFBO = fbo1l;

[Ba FBO, yepeayrowmxca Kak YTeHne 1 3anmchb. let writeTexture = texturel;

Cxema: for (let effect of effects) {

TekcTypa A (cueHa) gl.bindFramebuffer(gl. FRAMEBUFFER, writeFBO);
V ekt 1 gl.activeTexture(gl. TEXTUREO);

FBO 1 - Tekctypa B gl.bindTexture(gl. TEXTURE_2D, readTexture);
L dpdekr 2 applyEffect(effect);

FBO 2 - Tekctypa A
{ ekt 3 // MeHsem mectamu

FBO 1 - Tekctypa B [readTexture, writeTexture] = [writeTexture, readTexture];
J dpdekT 4 [writeFBO, readFBO] = [readFBO, writeFBO];

JKpaH }



createFBO() {

const gl = this.gl;

const fbo = gl.createFramebuffer();

// Co3paem Ttekctypy c HDR nogaep»KKoii U nnHeiHbIM punbTpom

const texture = gl.createTexture();

gl.bindTexture(gl. TEXTURE_2D, texture);

gl.teximage2D(gl. TEXTURE_2D, 0, gl. RGBA16F, this.width, this.height, 0, gl.RGBA, gl.FLOAT, null);

gl.texParameteri(gl. TEXTURE_2D, gl TEXTURE_MIN_FILTER, gl.LINEAR);

gl.texParameteri(gl. TEXTURE_2D, gl TEXTURE_MAG_FILTER, gl.LINEAR);

gl.texParameteri(gl. TEXTURE_2D, gl TEXTURE_WRAP_S, gl.CLAMP_TO_EDGE);

gl.texParameteri(gl. TEXTURE_2D, gl TEXTURE_WRAP_T, gl.CLAMP_TO_EDGE);

// NMpukpennsem TeKkctypy K FBO

gl.bindFramebuffer(gl. FRAMEBUFFER, fbo);

gl.framebufferTexture2D(gl.FRAMEBUFFER, gl. COLOR_ATTACHMENTO, gl. TEXTURE_2D, texture, 0);

// NposepKa Ha 3aBepLUEHHOCTb

if (gl.checkFramebufferStatus(gl.FRAMEBUFFER) !== gl FRAMEBUFFER_COMPLETE) {
console.error('FBO incomplete!');

}

return { fbo, texture };



Kakon 3podeKT? Kakme naen peanmsaumm?

N
NN

CoBpemeHHble TEXHO/IOrMN KOMMNbIOTEPHOW rpadUKKM U peHaepPUHra
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Fog (TymaH)

OKpy*atowmii TymaH — 3 PeKT, KOTOPbIM UCNONb3YETCs BO BCEX UTPax, MOCKO/IbKY NO3BONSAET
npuAaaTb 06beKTam UAK CLEHE PeaMCTUYHOCTb, @ TaKXKe NOoYYBCTBOBATb [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.

* PaccenBaHue 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 GL nam yepes wenaepbl

glEnable( GL_FOG );

glFogi( GL_FOG_COLOR, color);
Draw();

glDisable( GL_FOG );

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
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JINHEWNHbIV TYMaAH

Cambl NPOCTOM N3 BCEX BUAOB

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

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

(cnyyan Korga reomeTpuA HaxoAMTCA BAAAW 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, MbiNb U AbIM.

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

Ho y Takoro nogxoga ectb ogHa npobnema — B
MeCTe nepeceyeHms 3TOM NNOCKOCTHU C
reomeTpuen Ha cueHe BO3HUKAeT ABHasA
rpaHnuUa, n3-3a 4yero spePeKT BbIrNAANUT
yCTapeBWUM U GanblUUBbIM.

Tem He meHee 3TO cambIi NpocTon cnocob ero
peanmnsauuu.

CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpaduKK U peHaepuHra

With depth fade
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KaK ycTtpoeHo depth fade?

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

3T0 HeobxoamMmo ANA 3anonHeHus bydpepa rybuHbl, YTOObI 3HATbL, KaK AaNeKo OT Kamepbl
HaXOAMUTCA KaXKAbl MUKCENb.

3aTtem npu peHaepuHre obbekToB ¢ depth fade pparmeHTHbIN WeNngep oueHMUBaAET PACCTOAHUE B
bydepe rnyburHbl N CPaBHUBAET €0 CO CBOMMM MOKA3aATENAMM.

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 TOTr0O MOMEHTA, NMNOKa N/JIOCKOCTb TYMaHa He CTaHET
NO/THOCTbHO HGBM,EI,VIMOIZ B TOUKeE nepecevyeHmA.



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

[Mpun BbICOKOWN
NNOTHOCTU TYMaHa
apPeKT
CrnaXXMBaHUA
rpaHuY, nponaaaer.
3TO MOKHO YBUAETb
Ha HUXKHEM NPaBOM
npumepe

CoBpeMeHHble TEXHONOMMM KOMMbIOTEPHOW rPadUKN U peHAepUHra 56
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Ob6béMHbIN TymaH B Red Dead Redemption 2

CoBpemeHHble TEXHO/IOTUM KOMMbIOTEPHOW rpadUKN U peHAepPUHra
demsaHeHko A.M. UMMuKH HO®Y
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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 NpoXoXAeHUM CBETa Yepe3 TaKyto cpeay yyum CBeTa «NOACBEUYMBAIOT» YACTUYKM NbIIN NN
XNAKOCTU, KOTOPbIE pacnblNieHbl B BO3AYyXe, B pe3y/ibTaTe Yero MOXKHO yBMAeTb 3PPeKT KOO bEMHbIX
nyvyem».

Eweé ogHMm npoasneHmem nogobHoro ontnyeckoro sppeKTa ABNAIOTCA CYMEPEYHbIE U
NPOTUBOCYMEPEYHDbIE NTY4M.



doTorpadua. NMpumep cymepeydHblx ayYyen, KoTopble
BO3HWMKatOT BO BpPEeMs 3aKaTa

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
DemaHeHko A.M. UMMuKH HOdY
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doTorpadua. [Npumep apdekTa THAaNA, KOraa COTHEYHbIE
Jly4M NPOXOAAT Yyepes TyMmaH

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUHra
DemaHeHko A.M. UMMunKH HOdY
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KomnbtoTepHas rpadpmka: necHas MecTHOCTb B aHMMALMOHHOM
dmnnbme «Big Buck Bunny», OTYETANMBO BUAHbI OOBEMHbIE STy M.

”

v >
s

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpadmKn U peHaepUHra
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IPPEKT NPOXOKAEHMA NYHEN YEepes3 BOAHYHO adp0301b (A0KAb)
Peannsauusa wenagepamm

AsTop: AKonaxaHoBa Hukonb

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOM rpaduKn U peHAEePUHIa
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KomnbtoTepHas rpadmnka: 06 bEMHbBIE IY4M B KOMMbIOTEPHOW UTPE
«Crysis», KOTopasa UCNoab3yeT UTPOBOWM ABUMKOK «CryEngine 2».

CoBpeMmeHHbIe TEXHOIOMMM KOMMbIOTEPHOM rpadmKM U peHOEPUHTa
DemaHeHko A.M. UMM#uKH HOdY
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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
ONTUMU3ALUMN.

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 TakKoro noaxoAa co3fatoTcsa HexkenatenbHble 3pdeKTbl aIMacuHra, KOTopble MoryT
ObITb YCTPaHEHbl NOCPEACTBOM NpUMeHeHNa puabTpa pasmbITUS.
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