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¢ ekt 1 — Gaussian Blur (pasgenaemMbin)

MpuHuun: Pa3MbiThe C BecaMu No pacnpeneneHuto lfaycca.
MaTteMaTtuka: G(x,y) = (1/(2nc?)) * e (-(x°+y?)/(267))
NMpuMmeHeHune: CrnaxkmeaHune, NoAroToBka K Apyrum addpektam, rmybmnHa pe3kocTum

lan Blur - Original
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CoBpeMeHHble TEXHO/TOTUMN KOMMNbIOTEPHOM rpaduKn 1 peHaepuHra
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Peannsauna Gaussian Blur — ropmnaoHTanbHbIV NPOX0L,

uniform sampler2D u_image;
uniform vec2 u_textureSize;
uniform float u_sigma;
varying vec2 viexCoord;

void main() {
vec2 onePixel=1.0/ u_textureSize;

vecd sum =vec4(0.0);
float weightSum = 0.0;

for(inti=-4;i<=4;i++){
float x = float(i);
float weight = exp(-(x * x) / (2.0 * u_sigma * u_sigma));
sum += texture2D(u_image, viexCoord + vec2(x, 0.0) * onePixel) * weight;
weightSum += weight;
}

gl_FragColor =sum /weightSum;

}

2026 CoBpeMeHHble TEXHOMOIMU KOMMbIOTEPHOW rpadUuKn U peHaepuHra
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¢ dekT 2 — Sobel Edge Detection

MpuHumn: BoiuncneHne rpagmeHTa apkoctmno Xum.
MatemaTtuka:

Gx =[-1,0,1;-2,0,2; -1,0,1] * |

Gy=[-1,-2,-1; 0,0,0; 1,2,1] * |

Edge = sqrt(Gx® + Gy°)

NMpuMeHeHune: KoHTypbl ana cel-shading, BolaeneHmne o6beKTOB.

Cel-Shading On

CoBpeMeHHble TEXHO/TOTUMN KOMMNbIOTEPHOM rpaduKn 1 peHaepuHra
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uniform sampler2D u_image;
uniform vec2 u_textureSize;

PeanI/I:BE:“-'-MFI varying vec2 viexCoord;
Sobel Edge
Detection void main() {

vec?2 offset =1.0/ u_textureSize;

// 3x3 6NOK B OTTEHKaX CeEPOro

float tl = texture2D(u_image, vlexCoord + vec2(-1,-1)*offset).r;
float tc = texture2D(u_image, viexCoord + vec2( 0,-1)*offset).r;
float tr = texture2D(u_image, vlexCoord + vec2( 1,-1)*offset).r;
float ml = texture2D(u_image, viexCoord + vec2(-1, 0)*offset).r;
float mr = texture2D(u_image, viexCoord + vec2( 1, 0)*offset).r;
float bl = texture2D(u_image, viexCoord + vec2(-1, 1)*offset).r;
float bc = texture2D(u_image, viexCoord + vec2( 0, 1)*offset).r;
float br = texture2D(u_image, vliexCoord + vec2( 1, 1)*offset).r;

floatgx =-tl- 2.0*ml- bl +tr + 2.0*mr + br;
float gy = -tl - 2.0*tc - tr + bl + 2.0*bc + br;
float edge = sqrt(gx*gx + gy*gy);
gl_FragColor =vec4(vec3(edge), 1.0);

COBpeMeHHbIe TEXHO/TOTNA KOMI'IbI-OTepHOI;I rpad)vu<|/| npeHgepumHra
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2¢ ekt 3— Color Grading ¢ LUT

MpuHuun: NpeobpasoBaHune ueeToB no Tabnuue coorsetcteuna (3D LUT)
MatemaTtuka: C_out = LUT(C_in)
NMprnMeHeHuMe:

e KnHemaTtorpapuyHaa ctTunnsaums

e EanHana uBetoBas raMma ana nrpbl/punobma

* bbICTpadA cMeHa HaCTPOEHUA CLEHDbI

Original | LUT

CoBpeMeHHble TEXHOTOTMMN KOMMbIOTEPHOW rPpaduKn 1 peHaepuHra
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Peannsaumna Color Grading ¢ LUT

uniform sampler2D u_image;

uniform sampler3D u_lut; // 3D TekcTypa 32x32x32
uniform float u_intensity; //0-1

varying vec2 viexCoord;

void main() {
vec4 color = texture2D(u_image, viexCoord);
vec3 lutColor = texture3D(u_lut, color.rgb).rgb;
vecd final = mix(color.rgb, lutColor, u_intensity);
gl_FragColor = vec4(final, color.a);

}

2026 CoBpeMeHHble TEXHOMOIMM KOMMbIOTEPHOM rpadUKn U peHaepuHra
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¢ dekT 4 — Bloom (nonHbIM nannnanH)

MpuHuun: BoigeneHnne apkmnx obnacrten, pa3MmbiTne, HanoXXeHne
Pipeline:

1. Threshold Pass - Bright Pass (Apkue nukcenm)

2. Downsample (1/2, 1/4, 1/8)

3. Gaussian Blur (Ha ka>xg0M ypoOBHe)

4. Upsample + Combine

5. Composite ¢ ncxogHbiM N3obpa>keHnem
NMpuMmeHeHune: CeeveHne apkmnx nctouHmkos ceeta, HDR-adpdekThI.

WITHOUT BLOOM WITH BLOOM

CoBpeMEeHHble TEXHO/TOTMU KOMMNbIOTEPHOW rpadunKkn U peHaepuHra
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Peannzauua Bloom (yactnyHan)

Threshold Pass:

uniform sampler2D u_image;
uniform float u_threshold; // 0.8-1.0
varying vec2 vliexCoord,;

void main() {
vec4 color = texture2D(u_image, viexCoord);
float brightness = dot(color.rgb, vec3(0.2126, 0.7152, 0.0722));
if (brightness > u_threshold) { gl_FrargColor = color; }
else { gl_FragColor=vec4(0.0); } Composite Pass:
} uniform sampler2D u_scene;
uniform sampler2D u_bloom;
varying vec2 vlexCoord;

void main() {
vecd scene = texture2D(u_scene, viexCoord);
vecd bloom = texture2D(u_bloom, viexCoord);
gl_FragColor = scene + bloom;

}

COBpeMeHHbIe TEXHOJ/TOTNU I(OMI'IbI-OTepHOPI rpacb|/||<|/1 npeHgepumHra
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[ToueMy MMEHHO TakK, a He MPOCTO Pa3MbiTb BECb 3KpPaH?

NMpousBoautTenbHOCTb: Pa3MbiTb KapTUHKY 1/8 pasMepa aapom 5x5 — geLleso.

KauecTtBo: Henb3sa caenatb orpoMHoe cBeveHue (paguyc 100 nnkcenen) npoctbiM f[ayccoM — OH
OyneT >KyTKo TopMo3uThb. Nnupammaa paét bonbluoe ceeueHne 3a O(log n) onepaumin.

PeanuctuyHocTb: B peaanoM onTuke 6nnKu ot APKNX NCTOYHNKOB pa3MbiBarOTCA CUJIbHEE, HEM
netann — gayHCaMManHr UMUTUPYET paccedHNEe CBETa B JIMH3ax.

2026 CoBpeMeHHble TEXHONOTMMN KOMMBbIOTEPHOW rpaPuKn N peHaepuHra 11
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2oPpekT 5 — Chromatic Aberration

MpuvHuun: PazpeneHmne RGB-kaHanoB ¢ pa3HbiM CMELLLEHUNEM.
MaTtemaTtuka:
R =I(uv + dir * amount)

G =I(uv)
B =I(uv - dir * amount)
NMprnMeHeHuMe:

e KnbepnaHk ctunnsauyms
e /IMnTaumAa aeLeBon ONTUKN
e OddeKTbl rNroKa, CTapon NNEHKN

CoBpeMeHHble TEXHO/TOTUMN KOMMNbIOTEPHOM rpaduKn 1 peHaepuHra

2026 demaHeHko A.M. MMMuKH QoY
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Peanunzauma Chromatic Aberration

uniform sampler2D u_image;

uniform vec2 u_resolution;

uniform float u_amount; //0.001 - 0.01
varying vec2 vliexCoord;

void main() {
vec2 uv =viexCoord;
vec2 dir=uv - 0.5; // HanpaBneHune OT LeHTpa

float r = texture2D(u_image, uv + dir * u_amount * 0.3).r;
float g = texture2D(u_image, uv).g;
float b = texture2D(u_image, uv - dir * u_amount * 0.3).b;

gl _FragColor =vec4(r, g, b, 1.0);

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKm U peHaepuUHra

2026 Jemanenko A.M. UMMuKH HO®Y
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2¢ppekT 6 — Vignette

MpuHunn: 3aTeMHeHNe KpaeB n3obpa>keHuns.
MartemMartuka: Vignette = 1.0 - smoothstep(0, radius, distance(uv, center)) * strength
NMpuMeHeHue: [NopTpeThl, BbigeneHmne obbekTa B LeHTpe Kagpa, KnHeMaTtorpadmuHble CLEHDI

CoBpeMeHHble TEXHOOTMN KOMMbIOTEPHOW rpaduKn N peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y
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Peannzauua Vignette

uniform sampler2D u_image;
uniform float u_strength; // 0.0-1.0
uniform float u_radius; //0.5-1.5
varying vec2 vlexCoord;

void main() {
vec2 uv =vlexCoord;
vec2 center =vec2(0.5, 0.5);
float dist = distance(uv, center);

float vignette = 1.0 - smoothstep(0.0, u_radius, dist) * u_strength;
vec4 color = texture2D(u_image, uv);

gl_FragColor = color * vignette;

2026 CoBpeMeHHble TEXHOMOIMM KOMMbIOTEPHOW rpaduKn U peHaepuHra
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2P dpekT 7 — Depth of Field (Ha ocHoBe KapTbl rnybuHbI)

MpuHuun: PasmbiTe 06bekTOB BHE dOKycCa.
MartemaTtuka: BlurRadius = abs(Depth - FocusDistance) * Aperture
NMpumeHeHuMe:

 ®okyc Ha LueHTpanbHOM 06bekTe

 KnHemaTtorpadpuyHbiv BUA

« CosgaHue rnybumnHbl B KOMNO3NLUU

CoBpeMeHHble TEXHO/TOTUM KOMMbIOTEPHOW rpaduKn N peHaepuHra

2026 DemsaHeHko A.M. MMMuKH HOo®Y
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Peannsauuna Depth of Field

// LiBeTHOE n3ob6pakeHune

uniform sampler2D u_image;

// KapTta rnybuHsbl (0 = 6nn3ko, 1 = naneko)
uniform sampler2D u_depth;

// Pa3pelueHune aKpaHa

uniform vec2 u_resolution;

// pacctoaHune pokyca (0-1)

uniform float u_focus;

// cvina pa3MbITUA

uniform float u_aperture;

varying vec2 vliexCoord;

float getBlurRadius(float depth) {
return abs(depth - u_focus) * u_aperture;

}

2026

void main() {

}

float depth = texture2D(u_depth, viexCoord).r;
float radius = getBlurRadius(depth);
int samples = 1 + int(radius * 16.0);

vec4 color =vec4(0.0);
for (inti=0;i<16;i++){
if (i >= samples) break;
float angle = float(i) * 0.398;
float r = sqrt(float(i) / float(samples)) * radius;
vec?2 offset = vec2(cos(angle), sin(angle)) * r / u_resolution;
color +=texture2D(u_image, viexCoord + offset);

}

gl_FragColor = color/ float(samples);

CoBpeMeHHble TEXHO/IOTMU KOMMbIOTEPHOW rpadUKn U peHaepuHra 17
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[ne ncnonbldyetcsa takon DOF

[ntocsl:
* [lpocToTta peanmnzauyum (30 cTpok Koaa)
« PaboTaet Ha ntoboM xenese
* HeTaptedpakToB pasnoxxeHuma

X MWHyCHbI:
e MepaneHHbIV NP 60NbLLUOM Pa3MbITUN

* ApTedakTbl Ha rpaHULax 06 bEKTOB
* HepeanuctnyHoe 6oke

anIMeHeHI/Iei MobunbHble nrpbl, "HON-MPOEKTbLI, NPOTOTUTMbI, CTAaTUYECKUNE CLLEHDLI.

nna npogakweHa HYy>KHbl ynydleHnAa: AayHCOIMNANHT, Crina>XnBaHuMe Fﬂy6VIHbI, npasuibHoOeE 60|<e,
HO ONA 06yLIeHI/IFI N NpoToTUNOB 3TOT KOA4 — OT/INYHAA OCHOBA.

COBpeMeHHbIe TEXHOJ/TIOTNU I(OMI'IbI-OTepHOPI Fpad)I/II(IA npeHgepumHra
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I¢dPpekT 8 — Motion Blur (Ha ocHoBe velocity buffer)

MpuHUMN: Pa3MbiTMe NO HanpaBeHUIo ABUXKEHUA 0O beKTa.
MpunMeHeHUe: [INHAMUYHbIE CLEHbI, FOHKW, 9KLLEH, OLLYLLIEHNE CKOPOCTU

Kapta ckopocTten (Velocity Buffer): P

 KpacHbin kaHan (R) = ckopocTb no X (B nnkcenax 3a kaap) Motion
* 3eneHbiv kaHan (G) = ckopocTb no Y (B nnKcenax 3a kagp) Blur
 [mnanasoH: obbiyHO oT -1000 go +1000 nukcenen Effect

CoBpeMEeHHble TEXHO/TOTMMN KOMMNbIOTEPHOW rPpaduKn 1 peHaepuHra

2026 HemsaHeHko A.M. UMMuKH HOo®Y

19



Peannzauuna Motion Blur (Ha ocHoBe velocity buffer)

uniform sampler2D u_image; //LBeTHoe nsobpaxeHue (TekyLimin kaap)
uniform sampler2D u_velocity; // kapta ckopocten (RG = BeKTop)

uniform vec2 u_resolution; // PaspelueHune akpaHa

uniform int u_samples; // KonnyectBo coMnnos (8-16)

varying vec2 viexCoord;

void main() {
vec2 velocity = texture2D(u_velocity, vlexCoord).rg;

vec4 color =vec4(0.0);

for (inti=0;i<u_samples;i++){
//t—BpemMa ot 0 oo 1, paBHOMEPHO pacnpeneneEHHoe MexXxay camniaamm
float t = float(i) / float(u_samples - 1);
vec?2 offset = velocity * (t- 0.5); // ueHTpuUpyeT coMNbl OTHOCUTENBHO TEKYLLENO Kagpa
// UeHTpUpyeT COMMN/bI OTHOCUTENBHO TEKYLLEro Kagpa
color +=texture2D(u_image, vlexCoord + offset / u_resolution);

}

gl_FragColor = color / float(u_samples);

}

COBpeMeHHbIe TEXHOMNIOIMN KOMI'IbI-OTepHOIZ rpaq>|/||<|/| "M peHgepumHra
2026 NemaHeHko A.M. UMMuKH l0®Y
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2¢PpekT 9 — God Rays (nyum cBeTta)

MpuHuun: TpaccnupoBKka nyyem oT UICTOUYHUKA CBETA C 3aTyXxaHUEM

Npesa: [1na KkaXkaoro nnMkcena Hy>KHO NPOTAHYTb IMHUIO K UCTOYHWUKY CBETa (namMne, conHuy) n cobpatb
APKOCTb BCEX NMUKCENEN HA 9TON NIUHUMN.

MpuMmeHeHune: ConHeuHble Ny4n, atMochepHble 3dPeKTbl, Marmsa

CoBpeMeHHbIe TEXHOIOTNM KOMMbIOTEPHOW rpaduKn N peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y

2026
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Peannsaumna God Rays (nyum cBeTa)

//CueHa (06bluHOE n306parkeHune)
uniform sampler2D u_scene;

//Macka apkux obnacten

//(06bIMHO MOpOroBaa BEPCUSA CLIEHDI)
uniform sampler2D u_lightMask;

// nosnyma nctodHmka (UV)

uniform vec2 u_lightPos;

/] 3aTyxaHune (Ka)kabln cneayroLwmnm camnn cnabee)
uniform float u_decay; //0.9-0.98

// KonnyecTBO LLAroB (Ka4ecTBO flyyen)
uniform int u_iterations; // 20-40
varying vec2 viexCoord;

2026

void main() {

}

vec2 uv =vlexCoord;
vec2 delta = uv - u_lightPos;
delta /= float(u_iterations);

vec4 color = texture2D(u_scene, uv);
vec4 glow = vec4(0.0);

for (inti=0;i<u_iterations; i++) {
uv -= delta;
glow +=texture2D(u_lightMask, uv) * u_decay;

}

glow *=0.2;
gl_FragColor = color + glow;

COBpeMeHHbIe TEXHO/TOTUN KOMI'II:}-OTepHOIZ rpad>|/1|<v| U peHaepunHra

demaHeHko A.M. MMMuKH HOoY
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[Oe npuMeHAeTCcA 3TOT 3O PEKT

Urpa/CueHa NMpnMeHeHMe

Skyrim ConHeuYHble Nnyun ckBO3b obnaka
God of War Jlyun ckBO3b NTNCTBY AEPEBLEB
Dark Souls CBEeT 13 OKOH B TEMHbIX KOMHaTax
[ToaBOAHbBbIE CLUEHDI Jlyun conHua ckBo3b BOAY

CoBpeMEHHble TEXHOMOTMKN KOMMbIOTEPHOM rpaduKm U peHaepuHra

2026 Jemanenko A.M. UMMuKH HO®Y
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[TapamMeTpbl HACTPOUKU

MapamMeTp QddeKkT TuNUUHbIE 3HaYeHUA
u_iterations OnvHa nyyen (6onblue = oNNHHEE) 16-64

u_decay 3aTtyxaHue (MeHbLUEe = KOpoYe nyyn) 0.8-0.95

u_lightPos [Mo3numa NcTouHmKa 3aBUCUT OT CLLEHbI
glow *= 0.2 ApKocTb nyyen 0.1-0.5

2026

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKm U peHaepuUHra

DemsaHeHko A.M. UMMuKH HOo®Y

24



I¢dekT 10 — Pixelate

MpuyHuun: YeenmnueHmne paamepa nukcena (rpynnmuposka).
NMpumeHeHue: LieH3ypa, peTpo-CcTUnn3aumna, NMKcenb-apT acTeTmka.

1)
-

L

5

11

CoBpeMeHHbIe TEXHOIOTMU KOMIMbIOTEPHOM rpadunKm 1 peHaepuHra
DemaHeHko A.M. MMMuKH HO®Y

2026
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Peannsauusa Pixelate

uniform sampler2D u_image;
uniform vec2 u_resolution;
uniform float u_pixelSize; //2.0-20.0

varying vec2 vliexCoord; YTOo npouncxoaurt:

void main() { [MpeBpalLaeM HenpepbiBHble UV-KoopanHaThl B AUCKPETHbIE
vec?2 pixel = u_resolution / u_pixelSize; (cTyneH4yaTtble)
vec2 uv = floor(vTexCoord * pixel) / pixel;
gl_FragColor = texture2D(u_image, uv); Bce nnukcenn B ogHoM 6noke nonyyarot ognHakosblie UV

}

CaMmnnunpyem TekcTypy no atum UV - Becb 610K 0gHOro uBeta

2026 CoBpeMeHHble TEXHOMOIMM KOMMbIOTEPHOW rpaduKn U peHaepuHra 26
demaHeHko A.M. UMMuKH QoY



Bapunauumn apdekTa Pixelate

[MTpAaMoyronbHble NMKCENU (He KBagpaTHbIe)
Crna>xeHHasa nukcennsauumsa (c ycpeaHeHneM)
OdunHaMunyeckasa nukcennsaumna (apdekT ctapom nrpbl)
[Mnkcennsaumsa ¢ Mackom (ToNbKO Ana vYacTun aKpaHa)

il N

2026 CoBpeMeHHble TEXHO/IOTUM KOMMbIOTEPHOW rpaduKn U peHaepuHra
DemaHeHko A.M. MMMuKH HOo®Y
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[0e npnMeHAeTCH

NMpumeHeHMe Mpumep

Retro-urpbl Minecraft (pexxuM nukcennsauyma), Hotline Miami

CHbl/dnawbeku B knHeMaTorpade gna nepenayvy BOCNOMMHAHNIA

LleH3ypa Pa3aMbiTMe Ny, nn HOMepPOB MaLUKH (MUKCennsauna BMeCcTo MO3amnkin)

Jloy-nonu ctnnb

HaMepeHHoe CHW>XeHWne aetaam3aunn

Ul-addekThbl

AHVIMVIpOBaHHbIe MMKCeJTIbHbIE NMepexoabl

2026

CoBpeMeHHble TEXHO/IOTMU KOMMbIOTEPHOW rpaduKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HO®Y
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QoPpekT 11 — Film Grain

MpuHuunn: lobaBneHne Wwyma gna UMMTaunm NNEeHKN.

Npesa: B peanbHOW Nf1EHKE N NPU CbEMKE C BbICOKMM ISO ceHCcop KaMepbl CO34aET Cny4vanHble LyMbl —
APKME N TEMHbIE TOUKUN. DTOT 9P deKkT pobaBnaeT nceBaocydHaMHbIN LUYM K KaXKAoMy MUKCENIO.
NMpumMeHeHune: KnHonneHka, atmocoepa, 6opbba c 63HANHIOM.

S~—E T W
FILM GRAIN

CoBpeMeHHble TEXHOTOTUMN KOMMbIOTEPHOW rPpaduKn 1 peHaepuHra

2026 DemaHeHko A.M. UMMunKH HOo®Y
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Peanunsauua Film Grain

uniform sampler2D u_image;
uniform float u_intensity; // 0.05-0.2
uniform float u_time;

varying vec2 vliexCoord;

float random(vec2 st) {
// 9TO Knaccuueckas xew-pyHKLUA 414 reHepaumm NnceBaocyyvyamHbiX YACEN B LLengepax
// (roe HeT BCTpoOeHHOro random).
return fract(sin(dot(st.xy, vec2(12.9898,78.233))) * 43758.5453123);

}

void main() {
vec4 color = texture2D(u_image, viexCoord);
float grain = random(vTexCoord + u_time) * u_intensity;
gl_FragColor = color + (grain - 0.5) * u_intensity;

}

2026 CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemaHeHko A.M. UMMuKH HOo®Y
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Pa3bop dyHKUMM MO LLaraMm:

return fract(sin(dot(st.xy, vec2(12.9898,78.233))) * 43758.5453123);

// 1. BepéM KoopanHaTbl TOUKU (St.X, st.y) U
vec2(12.9898, 78.233) // Marnuyeckme KOHCTaHTbI (MpOCTbie Yncna)

// 2. CkanapHoe npounsesegeHune (dot) — cMelmBaeM x 'y B 04HO YNCNO
floatd = st.x * 12.9898 + sty * 78.233;

// 3. CUHYyC — c030aET XaoTUUHble KonebaHus
float s = sin(d);

// 4. YMHO>XeHne Ha 60/bLLOE YNCNO — YCUIMNBAET Xaoc
floatm=s*43758.5453123;

/1 5. fract() — 6epém apobHyro yacTtb (010 00 1)
return fract(m);

COBpeMeHHbIe TEXHO/TOTUN KOMI'II:}-OTepHOIZ rpad>|/1|<v| U peHaepunHra

2026 HemaneHko .M. UMMuKH HO®Y
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[Tony4yeHune crnyyanHoro 3epHa

float grain = random(vlexCoord + u_time) * u_intensity;
[Mouemy vliexCoord + u_time?

vTexCoord — yHUKanbHO ANn8 Kaxka0ro nmkcensa (pa3Hble KOOpAUHaTbl > pa3Hoe c/iyvyanHoe YnCro)

+ u_time — MeHAeT BXOAHblEe AaHHble C Ka)kabIM KagpoM - 3epHO MepuaeT

CoBpeMeHHble TEXHO/I0TMM KOMMbIOTEPHOWM rpadUuKmn U peHaepuHra
DemsaHeHko A.M. UMMuKH HO0®Y
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[TapamMeTpbl

Ownana3oHbl u_intensity:
0.05 > cnaboe 3epHO (eaBa 3aMeTHO)
0.1 > cpegHee 3epHO (KnHeMaTorpapuyHbin apdekT)
0.2 > cnnbHOe 3epHO (cTapada nNneHka)

3auyeM u_time:
Yto6bl 3epHO Mepuano ot Kagpa K kaapy (Kak peanbHasa naeHka).

CoBpeMEeHHble TEXHOTOTMK KOMMNbIOTEPHOW rpadpukn U peHaepuHra

2026 Jemanenko A.M. UMMuKH HO®Y
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YnyuJlleHHble BEPCUN

1. LiBeTHOe 3epHO (Kak peanbHasa NneHkKa)
2. 3aBUCUMOCTb OT APKOCTU (ApKME yHaCTKN YnLLLE)
3. MacwTabupoBaHHoOe 3epHO (bonee HaTtypanbHoe)

CoBpeMEeHHbIe TEXHOIOMMM KOMMNbIOTEPHOW rpadukn 1 peHaepuHra

2026 DemaHeHko A.M. MMMuKH HOo®Y
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[0e npuMeHAeTcA

NMpumeHeHMe

Mpumep

KnHoadppekr

KuHemaTtorpadununbie urpbl (The Last of Us, Red Dead Redemption 2)

PeTpo-xoppopsl

Silent Hill, Resident Evil (3epHO aona atMocoepsbl)

dnawbekn/BocnoMmHaHmA

BusyanbHbI MapKkep HepeanbHOro

CuMynaumus NNEHKU

doTo-npunoxkeHus, Instagram-punneTpbl

MackupoBka apTedaKkToB

CkpbiBaeT banding (monocaTocTb) B rpagueHTax

2026

CoBpeMeHHble TEXHO/IOTMU KOMMbIOTEPHOWM rpadUuKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y
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2026

KOMBNHALUNWN DODEKTOB

CoBpeMeHHble TEXHO/IOTUM KOMMbIOTEPHOW rpadUKn U peHaepuHra
OemaHeHko A.M. MMMuKH HOo®Y
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KoMbuHauna 1 — KnHematorpapuyHbin BUL,

Cocras:
1. Color Grading (LUT — Teal & Orange)
2. Depth of Field (pokyc Ha o6bekTe)
3. Vignette (nerkoe 3aTeMHeHMe)
4. Film Grain (Menkoe 3epHO0)
NMpuMeHeHue: KaT-cueHbl, NOPTPEThI, TPENEPDI.
MapamMeTpbl:
*DOF: ¢pokyc Ha nepcoHaxe, pa3MmbiThe $oHa
e\Vignette: nHTeHCMBHOCTL 0.2-0.3
*Grain: 0.05-0.1

COBpeMeHHbIe TEXHO/TOTUN KOMI'Ib}-OTepHOIZ Fpa(bl/ﬂ(l/l U peHaepunHra

2026 HemaneHko .M. UMMuKH HO®Y
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KombuHauma 2 — KnbepnaHk / HeoH

3. Scanlines (TOHKMe NUHUN)
4. Color Grading (nypnypHbi + rony6oin)

o

anIMeHeHI/IeZ Fopo,u,CKme CLEHblI, KVI6epI'IaHK-CTVII'IVICTVIKa.

MapameTpbl:
e Bloom: nopor 0.7, MUHTEHCUBHOCTb 1.5
e Chromatic: amount 0.005
e Scanlines: TonwmHa 2px, ApKocTb 1.2

CocrTas: - R S
1. Bloom (MHTEHCMBHOE CBEYEHNE) ) \
2. Chromatic Aberration (RGB split) | k
\

CoBpeMeHHble TEXHONOTMN KOMMbIOTEPHOW rpapuKkn 1 peHaepuHra
2026 NemaHeHko 9.M. UMMuKH 0®yY 38



KoMbuHauma 3 — Petpo / 1T

Cocras:

1. Pixelate (yMepeHHaa nnkcenmnsauyua)
2. Scanlines (ApKo Bblpa>eHHbIe)

3. Film Grain (uym)

4. Posterize (4-6 ypoBHeN)

NMpuMmeHeHue:
NHpgn-urpel, peTpo-acTeTuka

CoBpeMeHHble TEXHOTOTUMN KOMMNbIOTEPHOM rpadunKn 1 peHaepuHra

2026 DemaHeHko A.M. UMMunKH Oy
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KoMbuHauma 4 — lNoctanokanuncuc / Xoppop

CocrTas:
1. Chromatic Aberration (cunbHas)
2. Film Burn (3acBeTtkn)
3. Vignette (TeMHble KpaA)
4. Grain (KpynHbINA LLYM)
NMpuMeHeHune: Xoppop-urpbl, CLUEHbI pa3pyLleHn

CoBpeMeHHbIe TEXHO/TOTNM KOMMbIOTEPHOW rpaduKn N peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y

2026
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KoMbuHauua 5 — Croppeanuniam / INcuxonenvka

Cocras:
1. Kaleidoscope
2. Twirl
3. Color Cycle (aHnMauma oTTeHKa)
4. Warp
NMpuMeHeHue: ApT-NpoeKTbl, My3biKasibHbl€ K/UMbI.

CoBpeMeHHble TEXHOTOTMMN KOMMNbIOTEPHOW rPpadUnKn U peHaepuHra

2026 DemsaHeHko A.M. UMMuKH HOo®Y
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NTorun

1. 3aKkoHOMepHOCTU NocTobpaboTKkm
* PaspgenumMocTtb onepatopos
* JINHENHOCTb M HENNHENHOCTb
* lepapxua paspeLueHnmn
 G-Buffer ana reometpun
2. Knaccunpumkaumio adpekToB
* LlBeTokoppekuyuA
* PasaMbiTne n pokyc
* KWckaxeHuns
* CBeToBble 3¢ PeKTbI
* TeKCTypHble 3pPeKThl
* [eTeKunoHHble 3P PeKThI
3. Habop adpdekToB c peannzaumen
4. 3neMeHTbl ONTUMM3aLUunm NnamniamHa
5. KoMbunHaunm apdpekToB ANnA pa3HbIX CTUMIEN

2026 CoBpeMeHHble TEXHO/IOTMU KOMMbIOTEPHOW rpaduKn U peHaepuHra
HemsaHeHko A.M. UMMuKH HOo®Y



[MpakTnyeckne pekoMeHaaLmnm

Dna paspaboTku:
1. HaunHante c npocTbix apdpekToB (Grayscale, Invert)
2. Ncnonbsynte Ping-Pong FBO ana uenoyek
3. NMpodpunnpymnte Nnpon3BoANTENBHOCTb
4. CHM>KanTe paspeLlieHne gna taxenbix 3¢ hekToB
5. KoMbuHumnpymnte apdekTbl B pa3dyMHbIx npegenax (3-5)

Ona Bbi6bopa adpdPeKToB:
* Nrpbi: Bloom, DOF, Motion Blur, Color Grading
e UI/UX: Vignette, Glow Ha BblaeneHHbIX 31eMeHTax
e ApT: Kaleidoscope, Glitch, Warp, Halftone
e PeTtpo: Scanlines, Pixelate, Film Grain

COBpeMeHHbIe TEXHO/TOTUN KOMI'IbI-OTepHOIZ Fpad)I/IKl/I "M peHgepumHra

2026 Jemanenko A.M. UMMuKH KOy
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TunNMUHble OLLIMOKU U NX PELLIEHNE

PeweHue

Pa3MbITUe B raMMa-npocTpaHCcTBe MepeBecTy B NMHENHOE MPOCTPaHCTBO

CNANLLKOM MHOro Npoxoaos O6begnHAaTb 3ddeKkTbl B OAVH LLUENOEP
ApTedakTbl Ha rpaHuLLax [MpoBepUTb GUALTPALMIO TEKCTYP
NMapneHue FPS CHWM3UTb pa3pelleHne, yMeHbLLUNTb COMMN/bI

LiBeTa BbIrnApAT NNOCKO [Ho6asunTtb uBeTokoppekuuto (LUT)

CoBpeMeHHble TEXHO/IOTMMN KOMMbIOTEPHOW rpaduKM N peHaepuHra

DemaHeHko A.M. MMMuKH 0oy a4



[lepcnekTnBbl Pa3BUTUA

1. PeantanM-KOMMO3UTUHT:
e CMewmnBaHue 3D-rpadpukm c BUOEO B peasilbHOM BPEMEHMU
* lcnonb3osaHne WebRTC + WebGL
2. WebXR:
* [loctobpaboTtka ana VR/AR
e KoMneHcauma nckaxxeHMm nnH3
e Foveated rendering (CHM>KeHWE KayvecTBa Ha nepudepmn)
3. N B nocTtobpaboTke:
e DLSS (Deep Learning Super Sampling) — anckennuHr ¢ 1A
e FSR (FidelityFX Super Resolution) — npocTpaHCTBEHHbIN anCKeNANHT
e HenpoceteBble PUNLTPLI (CTUNN3AUNA)
4. BoluncnutenoHsble wengepsl (WebGPU):
* bonee appeKTnBHbIE aNTOPUTMbI
e [lapannenbHaa obpaboTka He TO/TbKO NUKCENEeN

COBpeMeHHbIe TEXHO/TOTUN KOMI'II:}-OTepHOIZ rpad>|/1|<v| U peHaepunHra

202
026 demaHeHko A.M. MMMunKH HOo®Y
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CpaBHeHune DLSS vs FSR

XapaKTepucTmka

AnckennuHr c U

DLSS (NVIDIA)

[a (HepoceTb)

FSR (AMD)

K Hert (anroputm)

TpeboBaHuA K Kenesy

Kauectso npu 4K

RTX (TeH30pHbIE AApa)

% % % % % (OTINYHO)

Nto6ana BuaeoKapTa

% % % % ¥ (XopoLuo)

KauectBo npu 1080p 2. 0. 0.0. *¢ % % %k ¥ ¥ (3ameTHee)
Mpupoct FPS 2-3x 1.5-2x
ApTtedaKrTbl Peako (npuspaku) Pegko (psbb)

loe paboraer

2026

Windows, yacTnyHo Linux

Windows, Linux, PlayStation, Xbox

CoBpeMeHHble TEXHOMOIMU KOMMbIOTEPHOW rpaduKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HO®Y
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CpaBHeHMe Bcex TPEX TEXHONOMUMN

TexHonorua

DLSS

FSR

Heupoceresblie
dunbTPDLI

2026

Llenb Ucnonbsyet UN? TpeboBaHuA
ANCKEeMNUHr + 4l ThyboKaa

.U y NVIDIA RTX
Cria)kuBaHue HeMmpoceTb
ANCKEeUNUHr + x o

MaTtemaTnyeckuu JNtobana KapTa
Pe3KoCTb

anropuTm

4| CBepTOYHbIe Jltobaga kapTa (Ho
N3meHeHne ctuna . P pTa (

cetu (CNN) MeaNEeHHO)

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemaHeHko A.M. MMMuKH HO®Y

Mpupoct FPS

+100-300%

+50-150%

-30-70% (HaknagHble
pacxoabl)
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Bonpockl Ana caMmonpoBepKu

1. B yeM pasHunya Mexxay To4eUYHbIMUN N OKPECTHOCTHLIMU 3 pekTaMmn?

2. Kakne apdekTbl pazgennmbl 1 noyveMy 3To BaKHO?

3. NoueMy nopagok npuMeHeHna 3adPeKToB Ba)KeH?

4. Kak ontuMnaunposatb Bloom gna MobunbHbIX yCTPOUCTB?

5. Yto Takoe G-Buffer n 3auemM oH Hy>XeH?

6. Kak aganTnMBHO ynpaenaTb KauecTBoM NoctobpaboTkn?

7. B Kaknx cnyyaax Hy>KHO NPUMEHATb NocTobpaboTKy B IMHEMHOM MPOCTPaHCTBE?

COBpeMeHHbIe TEXHO/TOTNA KOMI'IbI-OTepHOI;I rpad)vu<|/| npeHgepumHra

202
026 HemsaHeHko A.M. UMMuKH HOo®Y
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