Maoen pna ntoroebix NMPOEeKTOoB

Cno>KHOCTb Y % % % %
1. Procedural City with LOD System for Mobile GPUs

Uenb: leHepauma 6€CKOHEYHOrO NPoLLEefypPHOro ropoaa ¢ cucteMon ypoBHen getanmsaumm (LOD),
ONTUMN3UPOBAHHON 4718 NAaMATU U MPOMNYCKHOM CNOCOBHOCTM MOBMNBHOTO YCTPOMCTBA.
TexHonormun: OpenGL ES 3.2 unn WebGPU, Geometry Shaders (U1 MHCTaHCUHT + reHepauma Ha
CPU B notoke).

KnroueBasa ¢puwika: AsToMatnyeckoe obbeanHeHue ctatnveckmnx mewen (Mesh batching) n
nepekntodeHme LOD 6e3 3aMeTHbIX apTedaKkToB.

2. CncteMa gMHaMnyeckov cMeHbl BpeMEHU CYTOK € aTMOcdepHbIM paccesiHUEM
(Precomputed Atmospheric Scattering)

Uenb: Peanuzauna peanuctmuHoro Heba, 06 beMHbIX nyyen (god rays) 1 ocBeLleHMs naHgadpTa B
3aBMCUMOCTW OT NOJIOXKEHMA COMHLA.

TexHonoruu: WebGL (ana gemo B noptdonmno) nnm OpenGL.

duwika: Vicnonb3oBaHue LUT Tabnuny, ans npegpaccUntaHHbIX napaMeTpoB pacceaHus Panea n
Mwu, uto6bl paboTaTb B peasibHOM BpeMeHn Ha MobunbHoM GPU 6e3 nepecuyeTa Ha Kaxxablr Kagp.

3. UHcTpyMeHT ana aHnMmmnpoBaHHoro Material Editor Ha 6a3e rpadoB Lwenaepos

Lenb: BuayanbHoe NpunoxeHue, rae nonb3oBaTenb coegmMHAET HOAbI (TEKCTYpPbI, Mack, nNoise,
blend) n nony4yaet Ha BbIxoae Kof LLengepa.

TexHonoruu: OpenGL + Node Editor.

Moppep>xka Mo6unbHOCTU: DKCNOPT rotoBoro Matepmana nog OpenGL ES.

PesynbraT: [lokasaTtb, Kak MOXKHO aBTOMaTM3npoBaTb PYTUHHYHO paboTy XyAO>KHMKOB MO CO3[aHUI0
MaTepmanos.

4. NopTan-peHAaepuvHr (aNa HeeBKINA0BOM reoMeTpun) ana urp >kaipa Antichamber / Portal

LUenb: Peannzauna KOppekTHOro peHaepmHra 6eckoHeuYHbIX MPOCTPaHCTB U NOpTanos (BUA U3
rnopTana B nopran).

TexHonorun: OpenGL (Stencil Buffer, pekypCUBHbI pEHOEPUHT B TEKCTYPY).

Cno>kHocTb: YripaBneHue rnybunHom n otcedeHnemM (clipping) B He€BKIMAOBbLIX CLEHaX.
MprMeHeHMe K MOBUNbHBIM UTrpaM — CO34aHue UAMK3MK 60/1bLLIOIO OTKPBLITOrO MMpa Ha
orpaHU4YeHHOM Xenese.

AononHutenbHble Tpe6oBaHNA K NIO60MY NPOEKTY:

1. CpaBHuUTenbHbI 6eHUMapk: 3amepbl FPS, notpebneHna namATn 6atapen Ha peasbHOM
MOOWbHOM YCTPONCTBE (UK IMYNATOpPE).

2. KpoccnnarpopmeHHas apxuteKkTypa:.
3. DokyMeHTauua: O6bsCHeHWe anropMTMOB. 3aLunTa NpPoeKTa

4. Bupeo-geMoHcTpauusa paboThbl.



MpoeKTbl yPOBHSA: Y % 1K sk *k Un %k kk

1. NHTepakTuBHan «KHura TeHen» (Shadow Mapping ¢ 3 Tunamm ¢punbTpoB)

Yrto penaet: CueHa C HECKOMbKMMU ABUXKYLLIMMNCA MCTOYHMKaMU CBEeTa.

TexHuka: PeHgepuHr B TekcTypy rnybuHbl + cpaBHeHne ¢ PCF (punbTpauna kpaes TeHen).
Hy>xHO peannsoBaTb kackagHble TeHU ana directional light.

OueHka: 3a 1 Tun TeHen — 4, 3a 3 Tuna (PCF, Variance, Exponential) — 5.

Cno>KHOCTb: % % %

2. ATMocdepHan o6cepBaTopusa (Fog + Skybox + Day/Night Cycle)

Yrto penaert: Bug Ha ropbl ¢ HE6OM, TYMaHOM U LMKTMYECKON CMEHOW OHA W HOYN.

TexHwuka: NpoueaypHoe HebO (rpaanEHT + COMHLE KakK CnpanT), 9KCNOHEHLUManbHbIM TyMaH Mo
BbICOTE, CMEeLUMBaHNE TEKCTYP 3EM/N.

Ona mo6unok: Nokasatb aHeproadpPekTMBHOCTbL — no real-time lights, Tonbko wengepsol.

Cno>KHOCTb: % % %
4. Urpa-nnatpopmep c nepomM Pixar (Contour Rendering)

Yrto penaert: 3D nnatpopmep, rae nepcoHakm o6BegeHbl YEPHbBIM KOHTYPOM.

TexHuka: PeHpepuHr ob6bekTta B 2 npoxoga: 1) pasaytein cmnyat (back-face culling inverted), 2)
HOpManbHaA Moaesb.

Mnatpopma: WebGL (utobbl mourpath B 6paysepe).

MpopaBuHyTOCTb: [l06aBUTL TOUeUHble 651nKkK (cel shading) + KoHTYp.

(knaccuueckas TexHnka na 90x, HO BbIMALNT KaK COBPEMEHHasA).

Cno>XHoCTb: %% %
5. MunHun-kapra B peanbHoM BpeMeHu (RTT pna nurepdenca)

Yrto penaet: [OHOYHbBIV TpeK UK cTpaTterus. B yrny akpaHa — BMA, CBEPXY Ha MaLLMHY/IOHUTa
uepes Kamepy, KoTopasa peHAEPUT CLEHY B TEKCTYPY.

TexHuka: Co3pnatb BTOpYto Kamepy, e€ FBO npuuenuTtb K TekcType Ul.

®uwka: Peannsosatb Picture-in-Picture — nopran B gpyryto KOMHaTy (3a4HAA TEKCTYpa peHaepuT
BUA, U3 OPYrON TOUKWN CLIEHDI).

Cno>KHOCTb: % % %

6. Cuctema pekanen (Crime scene: nyneBble OTBEPCTUA, MATHA KPOBU)

Yrto penaert: [pun KNmKe MbILLKOM Ha OBy MOBEPXHOCTb (CTEHA, NOJ1) HaKemBaeTca TEKCTypa
(ablpka, rpasb).

TexHuka: ANropuUTM nomcka To4KM CTONIKHOBEHMSA Nyya ¢ TpeyronbHMKoM (ray-AABB), 3atem
pPEeHAEPVHT KBagpaTa B TEKCTYPY (MM MCNONb30BaHME BOKCETbHOM MacKu).

Ona WebGL: [Jemo B 6pay3epe + 3anmcb No3vumin gekanen B Maccue.

CnoXKHOCTb: % % % % (13-3a HE06XOAMMOCTU NepecUnTbiBaTh 6aTUM UM UCNONb30BaTb LWenaep ¢
MacCMBOM NO3MLNNA).

7. TaHuyowwme yactuubl c apdpekTom Trail (6e3 Compute Shaders!)

Yrto penaert: Por yacTuy, (2000 wiT), KOTOpbIE NIETAIOT MO CUHYCOMAAM, OCTaBsaA 3a cobon Wwnend.
TexHuka: TpaHcpopmauma sepinH Ha CPU (MaccuB no3mumin o6HoBNAETCA Kaxkabl Kaap) — aa,
He onTMMasibHO, HO NpocTo. [na wnenda — MHCTAHCUHT UM TEOMETPUYECKUN LLengep.
Mnatdopma: O6azatensHO ¢ 3aMepoM FPS (nokazaTtb, uto CPU Bepcus XpeT 6atapenky).



CpaBHeHue: PeannaoBartb Ty Xe cueHy Ha GPU uepe3s transform feedback (a1o y>ke npoasuHyTO).
Cno>XHoCTb: % k.

9. UHCcTpyMeHT ana co3paHunsa «3enba BapeHbA» (Billboarding + Alpha blending)

Urto penaert: 3D cueHa, rae BMECTO AepeBbeB — CMNpanThbl, BCerga noBepHyTbie K KaMepe.
[o6aeuTb TpaBy (cross planes) 1 Nnpo3pavHble NUCTbA.

TexHwuka: Billboarding B wenpgepe (Mogndbmnkaumsa MogennpyoLen MmatpuLbl).

MpopaBuHyTOCTL: Peann3oBatb uUAMHApPUYEcKkin 6unboppa (NoBOpPOT ToNbKO No Y) 418 uMuTaumun
nepesbes B RPG. [lo6aBuTb anbda-TecT (0TCeHveHmne Npo3padHbIX MMKcenen).

Cno>kHocTb: % % (knaccuka, KoTopyto Nto6aT Ha cobecenoBaHUAX).
10. Web-noptdonuo «LlenpgepHbin Kanenaockon» (5 MHTepaKTUBHbIX LUEAepoB)

Urto penaet: OgHocTpaHuyHbIv canT (Three.js), roe Ha 3D o6bekTax MOXXHO NnepekyaTb
wenpepbl:

e BonHbl (vertex shader).

e [lpoBepka pacctoaHua (glow npu NPNBANXKEHNN MbILLN).
e Mosauka 13 ¢pparMeHTOB LLengepa.

e [lnctopcuma (adpdekTkapa Hag achdanbToMm).

e Cpsur usetos RGB.
3awmTa: CtyaeHT 06 bACHAET, KaK ONTUMM3NPOBATh uniform-rnepemMeHHbIe Nog MobunbHble
GPU (MMHMMYM gmnckpetTmnsaunn).
Cno>XHoCTb: % .

Yecno)kHawwme onuum K kaxkgomy npoekrty (HA OT/IMHHO):
e N91 + PeanunsoBaTtb kackagHble TEHWN A1 60NbLIOIO OTKPbLITOro MUpa.
e N92 + [1o6aBUTb 06BEMHbIN CBET (god rays) uepe3 nocT-adpekT.

e N98 + CpaenaTtb MOpOUHT Mexxay AByMA apPekTamMm B peasibHOM BPEMEHM.

1. CucteMa TeHeu ¢ KackagHbiMu Kaptamu (CSM) ana oTkpbiTOro Mupa

Yrto penaet: bonbwas cueHa (none, nec, XosiMbl) C AMHAMUYECKNM CONMHLUEM. TEHWN HE CbIMATCA Ha
banbHUX AUCTaHUMAX.

TexHuka: 3-4 kackapga TeHen (split by distance), Busyanmsaumna kackagoB pa3HbiMU LBeETaMK 418
oTnagku.

MoueMy ok: PacwinpeHue knaccuyeckoro Shadow Mapping. [Job6aBnsieTcs TONbKO LMK peHaepa B
Heckonbko FBO.

Cno>XHOCTb: %% %

2. 9ddekxT «rny6mHbl peskoctn» (DOF) kak B KMHeMaTorpade

Yrto penaet: Kamepa pokycmnpyerca Ha o6bekTe (MmKan no Kmky), ocTanbHOe pa3mbliTo (6oke).
TexHuka: [1ea npoxoaa peHaepa B TEKCTYpY > pa3MbiTue no layccy ¢ Mackom rnyOuHbl -



CMeLLnBaHMe.
Mnatdopma: Ynctbirt OpenGL (MoOXXKHO Noka3aTb Ha Nt0H6OM AEeCKTOMHOM CLIEHE).
Cno>KHOCTb: % %

4. AnHaMunuyecKoe paspyLueHue NPocTbiX 06bEKTOB (NO/IOMaHHbIW 3a6op/ALWmK)

Urto penaer: Npu ygape nnm Boictpene o6bekT pasBanmneaeTca Ha 5-10 KyCKOB, KOTOpble MagatoT ¢
npocton ¢n3nkKom (rpaBmTayma + BpaLleHme).

TexHwuka: lNpegBaputenbHo pa3buTtb Moaenb Ha kycku (B Blender nnun pykamm). lMNpun cTonkHoBEHUM
— yOanuTb NCXOAHbIN 06BbeKT, 4,06aBUTb KYCKM C MPUCBOEHHbBIMU CKOPOCTAMM.

®du3suka: MNMpoctenwas (Euler integration 6e3 kKonAna3nm mexxay Kyckamm).

Cno>XHOCTb: % % (HET CIOXKHOW rpadukn, HO pe3ynbTaTt 3P eKTHbIN)

6. BoniHbl Ha Boae (reoMeTpuUuecKkuii Liengep + TeKkctypa HopMmanen)

Yrto penaet: O3epo UM okeaH C aHUMMPOBaAHHbIMW BO/THAMU, OTpa>keHeM Heba n PpeHenem.
TexHuka: CeTka BEPLUWH > TEOMETPUYECKUI LLenaep casuraet Y No CUHycCy (Mnm TekcTypa
cMeleHuns). OTpaxkeHune: kybnueckana kapta Win peHaep B TEKCTypy 3epkana.

duwka: [obaBnTb aQPEKT «NeHKa» Ha rpedbHAX BOIH NO BbICOTE.

Cno)XHOCTb: X % %

7. Cuctema nogos (LOD) pna neca ns 1000+ pepeBben

Yrto penaert: [yctom nec. bnmnskume gepeBbsa — BbICOKONOMNTIOHAsbHbIE, fanbHMe — 6unbéopgpbl (2D
KPEeCTbl), O4eHb fanbHNE — KUCYe3atoT.

TexHuka: iIHcTtaHcuHr (glDrawElementsinstanced). PacueT paccTtoaHua oT kaMepbl B BEPLUNHHOM
wengepe nnn Ha CPU (6aTtumHr no gucrtaHuum).

Ona peckrona: MoXXHO He NapmuTbcA ¢ memory budget — npocTo nokasaTb, kak paboTtaet LOD.
Cno>XHOCTb: %%

10. leckTonHasa Bepcua nrpbl Pong c npoaBnHyTOoM rpadukon
Yrto penaert: Knaccuueckumm Pong, Ho:
e Mauy—coepa c okpykeHneM (cubemap reflections).
e Paketkm — 3D mogenu ¢ adppekTtoM motion blur npu asmxxkeHunn.
e [lon, cTeHbl, POH — TEKCTYPbI C HOPMaNAMM N ANHAMNYECKMM OCBELLEHNEM.

e Cuyer— peHaep 3D TekcTa (CMMBO/IbI KakK MeLLn).
TexHonoruu: OpenGL + GLFW.
Cno>KHOCTb: % %

Kak yeunutb npoekTbl ana cunbHbiX ctyaeHTos (HA OT/INYHO):
e N21 > [o6aeutb soft shadows (PCF ¢punbrpaumto ¢ 16 camnniamm).

e N94 > Hanucartb pa3bueHune Mella Ha KyCckun NpsaMo B paHTanMe (anroput™ Voronoi).



N26 > PeannsoBatb pU3KMKy N04KM, NaBaOLLEN MO 3TUM BOJSIHAM (BbICOTa U3 TEKCTYPbI
HopManewn).

N210 > CpenaTtb CeTEBYHO UTPYy Yepesd COKEThI (2 Mrpoka Ha pa3HbiX KOMMNax) — MO XXenaHuio.



