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[Tpobnema aeTanmsaumm reomeTpumn

Kak 3¢dPeKTUBHO OTPUCOBBLIBATH CNOXKHbIE ragKue NOBEPXHOCTU (MepcoHaXKu, penbed, opraHn4eckme
006bEeKTbI), He co34aBan AN HUX TMFaHTCKME CTaTUYeCKUe CETKM NOSIMFOHOB?

Mpobnembl cTaTUUECKUX CETOK:

* [leperpy*eHHocTb: Ob6bEKT BCEraa OTPUCOBbLIBAETCA C MAaKCMMAIbHOM AeTannsauneit, Aaxke ecnu
OH [aNeKo OT KaMepbl. ITO TPaTa BbIYMUCAUTE/IbHBIX PECYPCOB (BEPLUNHHbIN Wenaep, NPONYyCKHanA
CNOCOBHOCTb NaMATH).

* HepoctaToyHOCTb: MpnbanKanchk K 06beKTY, BUAHbI rpybble NONUTOHbI.

» MecTkocTb: YpoBeHb getannsaumm (LOD) gonkeH 6biTb NOATrOTOBAEH XYA0XKHUKOM 3apaHee B
HECKOJIbKMX BapMaHTax.

PeweHue:
[Mporpammupyemasn teccenauma. Nossonsetr guHamm4yeckn, Ha GPU, pa3zbumBaTtb npocTbie NaTyu
(3aroToBKM) Ha HY)XHOE KOJIMYECTBO TPEYro/IbHMKOB HEMNOCPEACTBEHHO Nepes pacTepmsaumen.



MoTrnBaumA

KayecTBo BM3yanunsauum

JDKOHOMMA NAMATH

[INHaMUMUYECKUIN YpOBEHb AeTan3aLmnm

BbINONIHEHME pacYeToB Ha YPOBHE BEPLUUH

Base model Bump mapping Displacement mapping
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YTo 3TO Takoe?

Teccenauua — 31o pa3dbreHmne HEKOTOPOro NPUMKUTMBA Ha HECKO/IbKO MEHbLLIUX.
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TeccenaumoHHbIM KoHBeWep B OpenGL 4.0

Tessellation Control

TeccenaTop

Tessellation Evaluation

2024

AHasnorma gna NOHMMaHMUA:

TCS (KoHTpOAnbHbIN Wekgep) -> Apxutektop. NMpuHumaet
«HaAbpOoCOoK» (nNaTty). PelwaeT, Ha CKO/IbKO YacTel ero HyXHo
pa3buTb No pa3HbiM ocsm (3a4aET YPOBHM Teccenauun).
MoKeT HEMHOro NoAnNpPaBUTb KOHTPO/IbHbIE TOUKMW.

TPG (feHepaTop NpumuTMBOB) -> KOHBENEPHbI pabouunii.
Cneno BbINONHAET NNaH apxuTekTopa. bepét naTty 1 co3paér
COMNACHO YKAa3aHMSAM MHOXKeCTBO HOBbIX BEPLUUH, HO He 3Has,
rae UM TOYHO HaxoAuTbCA B NpocTpaHcTBe. OH 3HAeT TONbKO KX
KOOpAUHaTbl BHYTPU ncxogHoro natya (UV-KoopauHatbl, nnm
gl_TessCoord).

TES (Wenpep oueHKun) -> [inzaHep-gekopaTop. Monyyaer ot
paboyero HOBYIO BEPLUMHY U €€ «afpec» BHYTPM NaTya
(gl_TessCoord). Umes ncxoaHbIh «HABPOCOK» (KOHTPONbHbIE
TOYKMK), BbIMUCAAAGT OKOHYaTeNbHY0 3D-no3uuymio ston
BEPLMHbI N0 3agaHHON popmyne (Hanpumep, NO YPaBHEHUIO
Kpueon be3be nnn nosepxHoct NURBS).
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KAr4yeBble NOHATUNA

Matu (Patch): MpumuTKB, KOTOPLIN ABNAETCA UCXOA4HBIMMU AaHHbIMM BNA Teccenaumun. Onpeaensetca Habopom
KOHTPOAbHbIX ToueK (control points). Konnyectso Touek Ha naty 3agaétca (ot 1 no 32).
BKkntouaeT B cebs KaK BepLMHHbIE aTPpnbyTbl, TaK M aTpubyTbl 3a4aBaemble A1A BCEro nNatya.

KoHTponbHblie Touku (Control Points): BepwuHbl, onucbiBaowmne ncxogHyro ¢opmy. O6b614HO nx 3 (TpeyronbHbIN
naT4), 4 (KBagpaTHbIi/KBag naTy), 16 (6MKybuueckan nosepxHocTb besbe). MpoxoaaT yepes BepLNHHbIN LWeNnaep U
ctraHoBATca gl_in[] B TCS.

YpoBHu Teccenauum (Tessellation Levels): TaBHbIM napameTp, ynpaBaatowWwmin getanmsaumen.

* BHewHune ypoBHU (Outer Levels - gl _TessLevelOuter[4]): OnpenenatoT, Ha CKONbKO CErMeHTOB pa3buBaeTcs
Ka)X[as BHELLIHAS CTOPOHa naTya.

* BHyTpeHHUI ypoBeHb (Inner Levels - gl_TessLevellnner[2]): Onpeaenset pa3bueHune BHyTpeHHEN obaacTn natya.

* 3apatotca B TCS n ncnonbsytorca TPG.



Tessellation Control Wewnaep. MNogpobHee

3TO NporpaMmmmpyembii Wwenaep (Kak BepWMHHbIN UK pparmeHTHbIN). Bbl nuweTte ana Hero Koa Ha GLSL.

BbinonHAeTcA A0 Teccenaumm n 3aga€T ee napameTpbl

BbinonHAeTcA ANA KaXKA0M KOHTPO/IbHOM BEPLUMHbBI BbIXOAHOMO Natya, HO NPWU 3TOM MMeEET NOMHbIN A0CTYN KO
BCEM BepLUMHAM 3TOro nat4ya (Kak BXOAHbIM, TaK U BbIXOAHbIM)

3apauum:
3anuncaTb ypoBHU Teccenauumn B gl_TessLevelOuter n gl_TessLevellnner.

Mpu HeobxoaMmocTH, Nnpeobpa3oBaTb/CKONMPOBATb KOHTPO/IbHbIE TOYKM U3 BXOAHOro maccusa gl_in[] B BbIxogHOM
gl_out[]. YacTo 310 NpOCTO KONMpPOBaAHMUE.

BaxHo: Bce nHBapmaHTbl ANA oAHOro natya (0cCobeHHOo YpOBHM Teccenaummn) A0NXKHbI BbIYMCNATLCA OANHAKOBO BO
Bcex Bbi3oBax TCS ana atoro natya!



TCS. MIHCTaHCbI

TCS PaboTaeT rpynnamm (MHCTaHCamMK). ITO ero camas Ba*KHaA 0COBEHHOCTb.

gl_InvocationlD — 3T0 BCTpOeHHas nepemeHHas, HOMep TEKYLLEro Bbi30Ba Wenaepa BHYTPU rpynnbl.
OpgHa rpynna = OguH naty

BHYTpu rpynnbl wenaep Bbi3blBaeTCA O4MH Pa3 ANA KaXKA0W KOHTPONIbHOW TOYKKM 3TOro nartya.

Mpumep: Y Bac naty n3 4 ToyekK (KBaapaT). 3HAYUT, 418 OTPMUCOBKM OAHOro Takoro natya TCS 3anyctuTtca 4 pasa
(nHcTaHca). gl_InvocationID 6yaeT npuHumatb 3HavyeHnA 0, 1, 2, 3. Kaxkabi nHcTaHc obpabaTbiBaeT oaHy
KOHKPETHYIO KOHTPO/IbHYHO TOYKY.



[1aT4. YCTAHOBKA NapamMeTpoB

Yncno seplnH 3a4a€eTcA

unu B tesselation control shader
an nomMmowun anpeKTmesbl Iayout B HéM ABHO 3a44a€eTCA YNCN0 BeEPLUMH B NPMMUTUBE.
layout(vertices = 3) out; // N - KoANMYECTBO KOHTPO/IbHbIX TOYEK Ha BbiXoae (1M 06bIYHO Ha BXoAe)

WAN, eCAN 3TOT Wengep OTCYTCTBYET, B KOAE CAMOTO NMPUIOXKEHUA, NPU NOMOLWMN KOMaHAbI
glPatchParameteri(GL_PATCH_VERTICES, vertexCount)

glPatchParameterfv( GL_PATCH DEFAULT OUTER_LEVEL, outerLevels)
glPatchParameterfv( GL_PATCH_ DEFAULT INNER_LEVEL, innerLevels)



[TapameTpbl 4na glDrawArrays

[Mpn ncnonb3oBaHMKM TecCcenAuMn AoNyCcTMMbIM TUNOM npumnTtuBa ana glDrawArrays asnaetca TonbKo GL_PATCHES

no tessellation:
giDrawArrays(GL_TRIANGLES, firstVertex, vertexCount);

with tessellation:
glPatchParameteri(GL_PATCH_VERTICES, 3);
giDrawArrays(GL_PATCHES, firstVertex, vertexCount);



Y4TO nocTynaeT Ha BXOoA

gl_in — maccus BepinH (coctout us gl_Position, gl_PointSize n gl_ClipDistance(])
gl_PatchVerticesIn — KonnyecTBo BepLINH NaT4a

gl_PrimitivelD — uHaekc npumutmBa (NaTtya), N0 KOTOPOMY HYXKHO 3aNnCaTb BbIXOAHbIE AAHHbIE.
3anncbiBaTb MO ApPyromy MHAEKcy Henb3s. [opsaakoBbin Homep natya gl PrimitivelD cumntaetca B

pamMKax ogHoro Bbi3oBa glDraw

gl_Invocation|D — nopsakoBbiM HOMEpP BbIXOAHOM BEPLUMHDI

2024 KomnbtoTepHana rpadpuka demsaHeHko A.M. ODY

12



OcobeHHOCTM AaHHbIX

Bce BxoAHble NapameTpbl, Npullealine oT BEPLUNHHOIO LWenaepa, nepeaatoTcsa Kak MaccuBbl
(TaK Kak wengep MMeeT AOCTYN KO BCeM BepLUMHAM naTya cpasy),
NPW 3TOM pasmMep MaccuBa YKa3biBaTb He 06A3aTeNbHO.

in vec3 normal []; // per-vertex normal



4TO NoCTynaeT Ha BbIXoA,

gl_out — maccuB BepLIKNH

gl_TessLevellnner — paHHble ana Teccenatopa (maccms mn3 2x float) — ynpasnset pasbuneHmem
BHYTPEeHHOCTeN NPUMNTUBA

gl_TessLevelOuter — ewé paHHble ana Teccenatopa (maccus mn3 4x float) — ynpasnser
pasbueHmem rpaHunL, NPUMNTUBA, KaXKA0€ YUCN0 OTBEYAET 3a oNpeaeiEHHYI0 CTOPOHY



Tessellation Control Wenaep. MNpumep Koaa

#version 460 core
layout(vertices = 4) out; // 4 KOHTPONbHbIE TOYKM Ha BbIXoAe

void main() {
// Konnpyem KOHTPO/IbHbIe TOYKMU
gl_out[gl_InvocationID].gl _Position = gl_in[gl_InvocationlD].gl_Position;

// 3apaem ypoBHUM Teccenaumm (3aech - CTaTUYeCcKne, HO MOXKHO BbIYMCIATb HA OCHOBE PACCTOAHMA 0 Kamepbl)
if (gl_InvocationID == 0) { // lenaem 370 TONbKO B NepBOM Bbi30Be A5 NaT4a

gl_TessLevelOuter[0] = 2.0; // NeBas rpaHb

gl_TessLevelOuter[1] = 4.0; // HnxHAaA rpaHb

gl_TessLevelOuter[2] = 2.0; // NMpaBan rpaHb

gl_TessLevelOuter[3] = 4.0; // BepxHAaA rpaHb

gl_TessLevellnner[0] = 4.0; // BHyTpeHHee pa3bueHue no U

gl TessLevellnner[1] = 4.0; // BHyTpeHHee pa3bueHune no V



TCS. Ewe npumep Koaa
#version 410 core
#define id gl_InvocationID // Homep BepLUHDI

uniform float inner;
uniform float outer;
layout(vertices = 3) out; // 3apaét pasmep natya B 3 BeplwKnHbl from vertex shader

in VertexCS {
vec3 position;
vec?2 texcoord;
vec3 normal;

} vertcs[];

// to evaluation shader
out VertexES {

vec3 position;

vec?2 texcoord;

vec3 normal;
} vertes|[];



TCS. Ewe npumep Koaa. lNpogonkeHume

void main(void) {
vertes[id].position = vertcs[id].position;
vertes[id].texcoord = vertcs[id].texcoord;
vertes[id].normal = vertcs[id].normal;

if (0==1id){
gl _TessLevellnner[0] = inner;
gl _TessLevellnner[1] = inner;
gl _TesslLevelOuter[0] = outer;
gl _TesslLevelOuter[1] = outer;
gl _TesslLevelOuter[2] = outer;
gl _TesslLevelOuter[3] = outer;
}
gl_out [id].gl_Position = gl_in[id].gl_Position;
}



Tessellation Control Wenaep

* [laTty oTbpacbiBaeTcs ecnu:
* gl|TessLevelOuter[x] <=0
e g|TessLevelOuter[x] = NaN



He ToNbKO KONMpoBaHue

Kaxabin nHcTaHc TCS nmeeT AOCTYN KO BCEM KOHTPObHbIM TOYKam natya Ha Bxoae (gl _in[]) u ponkeH
3aN0/IHUTb COOTBETCTBYHOLLYO TOYKY Ha Bbixoae (gl _out(]).

gl_in[gl_InvocationID].gl_Position — no3uuua ceBoen To4YKM Ha BXoae (M3 BEPLUMHHOIO Wenaepa).
gl_out[gl_InvocationlID].gl _Position — no3numna ceoen Touku Ha Bbixoae (nonaet B TES).

Yalye Bcero sTo NpocTo KoNuposaHue

Ho 3aecb MOXXHO AenaTb None3Hble BeLu:

° CrnammsaHme/cxnonblsaHme natya: MameHATb no3nymnmn KOHTPOJIbHbIX TOYEK, 4yTO6bI NOBINATL HA
UTOIroByrO NOBEPXHOCTb.

*  AHMMAULMA KOHTPONIbHOM CeTKU: [IBUraTb TOYKU nepes Teccenaumnen.

* [epennHpekcauma: CKonmMpoBaTb AaHHbIe HE OAMH-B-OAMH, @ NO APYron CXxeme.



JloCcTyn K BepLlMHaM NaTya

Lieaep nMmeeT A40CTYN He TONIbKO K BXOAHbIM AaHHbIM AN KaXXA0M BEPLLUUHbI, HO TaKXe U K
BbIXOAHbIM AAHHbIM ANA KaXXA0M BEPLUUHbI NaT4ya (HE3aBMCMMO OT TOro A8 KaKOW BepLUMHbI OH
6bia1 BbI3BaH B AHHbIN MOMEHT).

I3TO NO3BOJISIET NPU PacyeTe OAHUX BEPLUMH NaTya obpallaTbca K pesynbratam 06paboTku Apyrnx
BEPLUMH TOro e nartya.

OpaHaKo 3To HeceT B cebe onacHOCTb, NOCKO/IbKY NOPAA0K Bbi30Ba Wekaepa A1 06paboTku
BEPLUMH OZIHOTO 1 TOTO e NPMMUTMBA, HeonpeaenéH.



bapbepHaa cMHXpoHM3auma — barrier()

Mpobnema: MHcTaHcbl TCS BbINONHAOTCA NapannenbHO U He3aBUCUMO. YTo ecnm MHCTaHC 0 YnTaeT AaHHble,
KOTOopble A0MXKeH 6bln 3anncatb MHCTaHC 1? be3 cuHxpoHmsauum aTo data race (cocTosHUe roHKM).

PeweHue: BbizoB ¢pyHKUKUM barrier().

3710 KomaHAaa «CTOMM!» ans Bcex MHCTAHCOB B NaTye.

Bce MHCTaHChI AYT, NOKa BCe He 40MAYT A0 3TOM TOYKU B KoAeE.

TonbKo nocsae 3Toro BbIMNOJIHEHME NPOAO/KAETCA.

Koraa ncnonb3oBatb? Ecnm MHCTaHCbl 06meHuBatoTcsa AaHHbIMM Yepe3 gl out(].

Mpumep: NHcTaHC O xo4eT NpoYnTaTb USMEHEHHYIO MHCTAHCOM 1 TOYKY. MHCTaHC 1 Ao/1KeH eé 3anucaTb, NOTOM
ob6a A0/1KHbI BbI3BaTb barrier(), n ToNbKO NOTOM MHCTaHC 0 MOKET ee YnTaThb.



CTaHaapTHbIM NopAaaoK komaHa B TCS:

* Konupyem/obpabaTbiBaem CBOIO KOHTPONbHYIO TouKy (gl_out[ID] =...)
* barrier(); // ®Maem, utobbl BCe TOUKM BbINN rOTOBLI

* (OnumoHanbHO) YnTaem TOUYKKU coceden ANA pacyeTos

* B uHcTaHce c ID == 0 Bbluncnaem un 3anucbisaem gl_TessLevel*



[eHepaTop NnpumnTMBoB Teccenaummn (TPG) - PUKcMpoBaHHbIN 3Tan

He nporpammupyetca. Ha ocHoBaHuK ypoBHel oT TCS reHepupyeT CeTKY HOBbIX BEPLLWH

Mpeobpa3yeT BXOAHOM NaTy B HOBbIM HAOOP OCHOBHbIX MPUMUTUBOB: TOYKU, IMHUU, TPEYTONbHUKK

Bbixoa,:
[nA KaXaon HoBOWM BepLUMHbI onpeaenseT eé HopMa/in3oBaHHbIE KOOPAMHATbI BHYTPU naTya -
gl_TessCoord (vec3)

Ana kBagpaTtHoro (quad) natya: gl_TessCoord.xy - aTo UV-koopanHaTbl B AnanasoHe [0, 1]

[na TpeyronbHoro (tri) natua: gl_TessCoord.xyz - 3To 6apULIEEHTPUYECKME KOOPANHATSI



LWengep oueHku teccenaumm (TES)

Bbi3blBaeTCA Ha KaxKAylo BEPLUUHY, creHepunpoBaHHYto TPG

NMonyyaeT Ha BXOA,;:
* gl TessCoord — aapec BepLUMHbI BHYTPYM NMaTtya
e KoHTposnbHble Touku n3 gl_in[] (te, yto BbIWAN K3 TCS)

MhaBHaA 3apava:
Ncnonb3ya gl TessCoord n maccmB KOHTPOIbHbBIX TOYEK, BbIYMUCAUTb UTOroByto no3muuto gl Position

341ecb peanmsyerca maTeMmaTUKa UHTEPNoONALUN:
* OUAMHEenHasn,

* be3sbe,
* KyHca,
* NURBS
° NT.A.

TaK¥e MOXHO BblYUCAATb HOPMaAK, TEKCTYPHbIE KOOPAMHATbI /11 HOBOW BEPLLUUHDbI



Tunbl Teccenaunm npummntneos — triangles, quads u isolines
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layout

Tun pa3bueHunn 3agaeTca onpeaeneHnem layout

* layout(Tnun BxogHOro gomeHa, pasbuneHue, Tononorunsa)
e triangles, quads, isolines
* equal_spacing, fractional _even_spacing, fractional _odd_spacing
* CC, ccw, point_mode

* layout(triangles, equal_spacing, ccw)



- e

PacnpeaeneHue equal_spacing

- fractional_even_spacing

fractional _odd_spacing

ODpueHTauma ccw

KBaapaTHble MOBEPXHOCTU, TEPPENHbLI, NaT4yn be3sbe 4x4.

TpeyronbHble NOBEPXHOCTU, cHepbl U3 TPEYroNbHMKOB, aAanTUBHas
AeTanunsaums.

OTpUCOBKa KPUBbIX, MPOBO/IOYHbIE KapKaChbl.

Mpon3BOANTENBHOCTb, CTaTUYECKaA AeTanunsauymsa, rae LOD He
BaXKeH.

B 95% cnyyaes. MnaBHbIN, Kpacuebin LOD ana AnHamuyecKom
Teccenauunmn.

Ecan HYXHa BCerga UueHTpasibHaA I'IMHMFl/BepLLIMHa.

CtaHpapt OpenGL. /luueBan cTOpOHa — MPOTUB YaCOBOM CTPENKM.

Ecnm no Kakol-To NpUUYNHE HYKHO MHBEPTUPOBATHL (peaKo).
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Teccenatop. Tunbl pa3dbrneHmnmn. YeTblpexyronbHUKK
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Teccenatop. Tunbl pazdbueHnn. TpeyroabHUKK
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Y4TO nocTynaeT Ha BXOoA

gl_in — maccus BepLInH

gl_PatchVerticesln — konnyectso BepwnH NCXOAHOIO natua
gl_PrimitivelD — nHaekc npumunTtmBea

gl_TessCoord — no3mums BepLlunHbI B natye (X, Y, z)
gl_TessLevellnner — maccmB BHYTPEHHUX YPOBHEN TecCceNALNN
gl _TessLevelOuter — maccnB BHELWIHUX YPOBHEW Teccenaumm



4TO Ha BbIXOA

Ha Bbixoae y Hero ogHa BeplnHa (gl_Position, gl_PointSize n gl _ClipDistance[])

2024 KomnbtoTepHana rpadpuka demsaHeHko A.M. ODY
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[Tpnmep TES ans BUAMHENHOM MHTEPNOAALMM KBAAPATHOIO NaTya

#version 460 core
layout(quads, equal_spacing, ccw) in; // Tun natya, cnocob pa3bueHns, opMeHTauua

void main() {
float u = gl_TessCoord.x;
float v = gl _TessCoord.y;

// BunuHeHaa nHTepnonauma mexay 4 KOHTPONbHbIMU TOYKaMU
vecd p0 = mix(gl_in[0].gl_Position, gl_in[1].gl_Position, u);

vecd pl = mix(gl_in[2].gl_Position, gl_in[3].gl_Position, u);
gl_Position = mix(p0, p1, v);

// 30ecb MOXKHO BbIYMC/IUTb HOPMAJIb, €C/IN MOBEPXHOCTb BYAET MCKPUBNEHHOM



Tessellation Evaluation LLenaep. BxoaHblie/BbiXOAHbIE AaHHbIE

H#version 410 core

// yKa3biBaeT cnocob pa3bmneHuns TpeyronbHUKOB - pa3bueHne pebep Ha paBHble YacTu
layout(triangles, equal_spacing) in;

uniform mat4 modelViewProjectionMatrix;
uniform sampler2D heightmap;

in VertexES {// from control shader
vec3 position;
vec?2 texcoord;
vec3 normal;

}

vertes[];

out VertexFS { // to fragment shader
vec3 position;
vec?2 texcoord;
vec3 normal;

} vertfs;



BblumcneHne AaHHbIX 418 nepeaavyn BO GParMeHTHbIN Wenaep

N3 control shader’a Ham npuwAan gaHHble 0 ucxoaHom natye (in VertexES), Ha ocHOBe KOTOPbIX Mbl
NONKHbI BbIYUCUTD UX XKE, HO ANA TEKYLLEN BEPLUMHbLI. [lenaeTcs 3To NPOCTOM MHTepnonAunen:

vec? interpolate2D(vec2 vO, vec2 v1, vec2 v2) {
return vec2(gl_TessCoord.x) * vO + vec2(gl_TessCoord.y) * vl + vec2(gl_TessCoord.z) * v2;

}

vec3 interpolate3D(vec3 vO, vec3 v1, vec3 v2) {
return vec3(gl_TessCoord.x) * vO + vec3(gl_TessCoord.y) * vl + vec3(gl_TessCoord.z) * v2;

}

void main(void) {
vertfs.position = interpolate3D(vertes[0].position, vertes[1].position, vertes[2].position);
vertfs.texcoord = interpolate2D(vertes[0].texcoord, vertes[1].texcoord, vertes[2].texcoord);
vertfs.normal = normalize(interpolate3D(vertes[0].normal, vertes[1].normal, vertes[2].normal));



Bblumncnaem NO3NUNKO BEPLUNHbBI, CMELLAEM ee u nepesoamm B
screen space

gl_Position = modelViewProjectionMatrix * (
vecd(interpolate3D(gl_in[0].gl_Position.xyz, gl _in[1].gl_Position.xyz, gl_in[2].gl_Position.xyz), 1.0)
- vec4(vertfs.normal, 1) * (texture(heightmap, vertfs.texcoord) / 4.0) );






TeccenaunMoHHbIe cxembl

* [lnockas Teccenaumsa (AamcuHr)
* PN-TpeyronibHUKH

* ®oHr-Teccenayusa

* [laTum

* Mcnonb3oBaHUe KapT MybuHbl ana co3gaHusa penbeda



PN-TpeyronbHMKH

[MocTpoeHme No AaHHbIM OTAE/NIbHOIO TPeyrosibHMKa Kybunyeckoro natya besbe

p(s,t,u) = (as + Bt + Yu)® = B3t3 + 3 aPf?st? + 3 B2Y tlu+
3 a%B s?t+ 6 afY stu+3 BY2 tu?+
a’s®+3 a2Ystu+3aYisu+Y3u

b030

b300
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PN-TpeyronbHUKMK

b, =E*3/2+V*1/2
E = (byyg+ byyp+ boyy + bgpp+ by, +0y01) /6

V = (bgos + boso + b3g0) / 3
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PoHr-Teccenaums

* ECTb TPM NNOCKOCTU, 3a4aHHble napamu (P, n.)

* Pi* - npoeKkummn P Ha 3Tn nnocKocTU

— p* * * ok * ok
* Pohong= P o U+ P v+ P %w

nl

P1 N2

P2

no

PO
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[TpakTnyeckoe npumeHeHue n LOD (YposeHb [leTannsaumm)

AnHamuuyeckaa teccenauyma.
YpoBHu gl _TessLevel* B TCS MOXKHO BbIMMCNATb HA OCHOBE PACCTOSAAHMA OT NaTya A0 Kamepbl — distance()

* Yem 6aunrKe Kamepa -> Bbllle YPOBEHb Teccenaunmn -> 6onblue TPeyronbHUKOB
* Yem panblue Kamepa -> HUXKe YPOBEHb TECCeNALUUN -> MEeHbLUE TPEYro/IbHUKOB

AucnneicmeHT-mannuHr (Displacement Mapping): Knaccuyeckoe npumeHeHme

* [laty - npocTon KBaapar (plane)

B TES Ha ocHoBe gl_TessCoord untaem BbICOTY U3 TEKCTYPbI (KapTbl BbICOT)

* CmeLllLaem BePLUMHY MO HOPMAAU HA 3TY BbICOTY

* Pe3ynbTaT: NPOCTast HU3KOMNOAMUIOHAbHAsA MOAe/Ib NPEBPALLAETCA B CIOKHbIA KAMEHUCTbIN penbed TONbKO
TaM, F4e 3TO HYXKHO



ObnacTn NpUMeHeHus

* JlaHgwadthbl
* [loBbllWeHNE YPOBHA AETa/IN3aLMM FEOMETPUYECKNX MOAENEN

* PeHAaepuHr TpaBbl, BOOC, YacTuL,
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PoHr-Teccenaums

X | . ‘ . :
Rk ol
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IBPUCTUKN A7 pa3bneHns

*Pa3bueHmne no paccToaHUIO
e[10 OpMeHTauum nat4ya
eAnanTnuBHoe pasbneHne B SKPaHHOM NPOCTPAHCTBE
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OnTUMM3aLNK

*  YMeHblUeHue Yyncna aTpmbyTos

e OtbpacbiBaHME HEBUANMbBIX MAaTYEN
 [lo Bnammomy obvemy
* CyyeTOMm B3aMMHOrO NepeKpbITUA



Pe3rome 1 npenmyLlecTsa

NMpeumywiecrtea:
* JdPeKTMBHOCTb: [eomeTpua co3gaeTca «Ha IeTy» TO/IbKO Heobxoammomn aetanmsaumm
* [nbkocTb: OANH HU3KOMNONAMUIOHAIbHbIMA NATY MOXKET NPeACTaBAATb MHOXECTBO popm

* YMmeHblueHue Harpy3ku Ha CPU 1 namaTb: OcHoBHasA paboTa Ha GPU, He Hy»KHO XpaHUTb/nepeaasaTb
MHOrO BepLUMH

Cno)xHoctu:
YCnoXKHAEeTCA KOHBENEP M OT/N1aAKa

Hy*HO aKKypaTHO BblIOMPATb YPOBHMU TECCENALMU, YTODbI N36eXKaTb «NPbIratoLen» reomeTpum (TpewmH) nam
C/IMLLKOM PE3KUX U3MEHEHU
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