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PenbedHoe TeKCTypuMpoBaHME — 4YTO 3TO?

PenbedHoe TEKCTYPUPOBaHME — METO/, B KOMMbIOTEPHOM rpaduKe ANs npuaaHms bonee
PEaNCTUYHOTO M HaCbILLEHHOTO BUAA NOBEPXHOCTU 0ObEKTOB
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B uem oT/in4me oT 0ObIYHOIO TEKCTYPUPOBAHUA?

PE!'Ibe(I)HOG TEKCTYPUNPOBaHWNE OTPAXKAET peas/ibHOEe NnojsioKkeHne NCTO4YHUKa CBeTa B CLUEHE U
Adaxe nsmeHeHmne ero Mectonos1oKeHnA



Buabl penbePpHOro TeEKCTYPUPOBAHUA

Bump mapping

Normal mapping

Displacement mapping

Parallax mapping

Parallax occlusion mapping



HemMHOro mn3 nctopmm Bump mapping

1970

BamnmannuHr 6bin pa3paboTtaH banHHoMm (Blinn) ewe B 1978 roay
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Jim Blinn

2025

Born: 1949

Alma mater: University of Utah; University of Michigan

Awards: Macarthur fellowship (1991); NASA Exceptional Service Medal

Fields: Computer science

Institutions: NASA's Jet Propulsion Laboratory; Microsoft Research
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[TpOCTO KYOUK
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[ 1e BbIMYKNOCTU?
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A ecnm TakK?
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YTO Takoe penbedHan KapTa?

PenbedHan KapTta (TeKcTypa) — 3To 0Obl4HAA TEKCTYpPa, TO/IbKO B OT/IMUUE OT NepBOH,
HecyLwen nHPopMaL Mo O LBeTe onpeaeneHHbIX y4acTKOB,
penbedHan Kapta HeceT MHPOPMALIMIO O HEPOBHOCTAX



RapTa BbICOT

2025
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H4TO MMUTUPOBATL

* MOHO HEPOBHOCTU U LUEPOXOBATOCTU
e NepeBo
* KaMeHb
* LIeNyLWaLLLYCA KpacKy
°* UT.A.

* HenbsAa KPpyrnHble BMNaagnHbl U BO3BbILLEHHOCTU



Y4TO HY)KHO?

nHpopmaLmto O BbiCOTE
HEPOBHOCTEN Ha KapTe BbICOT

2025

[MpeobpasoBaTtb

B : nHPopmaLmio 0 BEIMYNHE

NOACTPONKM BEKTOPA HOPMaNM
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Kak peann3oBaTb?

x_gradient = pixel(x-1, y) — pixel(x+1, y)
y_gradient = pixel(x, y-1) — pixel(x, y+1)

New_ Normal=Normal+(U*x_gradient)+(V*y gradient)
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Bump mapping

2025

diffuse diffuse
no specular specular

diffuse diffuse
no specular specular
bump mapped bump mapped
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Bump mapping B nrpax

2025

peHaepuHr 6e3 bamnmannuHra peHaepuHr c bamnMannmMHrom
6e3 61MKOBOM cocTaBNAIOLLLEN
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Kapta Hopmanen (normal map)

e 3TO ganbHenwee pa3BuUTUe TexHonormm 6amn (bump)

* WMHorga KapTbl HOpManen Ha3bIBatoT «3-x ToueyHasa bamn-kapTta» (Dot3 bump mapping)



Normal Mapping

2025

-

a® )

Gouraud Shading Normal Mapping
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HemMHOro 13 nctopum

* Bnepsble naea o ToM, YTO MOXKHO «BpaTb» AeTann C BbICOKONO/IMFTOHA/IbHOM MOAEIN N NEPEHOCUTL
Ha HWU3KOMONMIOHaNbHYIO, Obina npegsoxeHa Ha SIGGRAPH B 1996 Bo BpemA AoKknaaa
"Mcnonb3oBaHMe CrnaXeHHbIX NOBEPXHOCTEN AnA AobaBneHma NI0OTHOCTM NOJIUTOHA/IbHOW ceTKe"

aBTOpOB KpuwHamypaTtm n Jlesoun
* SIGGRAPH (The Special Interest Group for Computer Graphics)

* Torpa peyb wna 06 ncnonbsosaHuun ana Displacement Mapping

* [lpeanaranocb NCNo/b30BaTb co34aHHblie Ha ocHoBe NURBS KapTbl cmelweHua (displacement maps)
ONA YBENNYEHUS AeTa/In3aunMm HU3KOMOAMIOHAIbHOM NOBEPXHOCTU

* Peanusauma noaBunacb ropasao nosxe



N elle n3 nctopum

B 1998 rogy onatb Ha SIGGRAPH 6b1n1un npeactaBnieHbl 2 AOK/1aAa O NePeEHEeCeHNN AeTanemn B BUAe
KapT HOPManen oT BbICOKOMNO/IMFOHANbHbIX MOAENEN B HU3KOMO/IMIOHA/IbHbIE

e OaunH u3 Hux: «Appearance Preserving Simplification». Astopbl: Jonathan Cohen, Marc Olano,
Dinesh Manocha

* www.graphicon.ru/oldgr/library/siggraph/98/papers/cohen/cohen.pdf



N3 cTtaTbn Appearance Preserving Simplification

eJele

Figure 1: Bumpy Torus Model. Left: 44,252 triangles
full resolution mesh. Middle and Right: 5,531 triangles,
0.25 mm maximum image deviation. Middle: per-vertex
normals. Right: normal maps
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Appearance Preserving Simplification

249,924 tiangles 62,480 triangles 7,809 triangles 975 triangles
0.05 mm max image deviation 0.25 mm max image deviation 1.3 mm max image deviation 6.6 mm max image deviation

Figure [2: Close-up of several levels of detail of the armadillo model. Top: normal maps Bortom: per-vertex normals
g I
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Obuwee: bump 1 normal -mapping

* YBe/numBaeT BU3YyanbHYIO AeTanusauuto 3d-moaenun 6e3 nobasneHnsa 4ONOAHUTE/IbHbIX MOIUTOHOB

e KapTa paccumTbiBaeTCa ANA KaXKA0ro NUKCena TEKCTypb!



Pasnnuma: bump v normal -mapping

* Bamn paccyMTbiBaeTCA Ha OCHOBE TEKCTYPbI C OAHUM KaHanom (grayscale — oTTeHKu ceporo)

* KapTbl HOpManei NCNoNb3yIOT MHOFOKaHanbHYO RGB-TeKCcTypy, No3ToMy MeToa, AaeT 60bLuyto
TOYHOCTb, Yem Bump mapping

Norma Map

2025 KomnbloTepHas rpadpuka emsaHeHko A.M. OOY MAGnUS

24



OOBbeKTbl

2025

HW3KONos

[NofonbiTHbIE ODBEeKTh!

BbicokononuroHanbHbin

MroOHanbHbLIA
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Hop/v\anm BbICOKOMO/IMTOHA/IbHOMO OO bEKTA

Hopmanu atoro obbekTa.
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KapTa HOpMasien Kak TEKCTYPa
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Pe3ynbTaT

2025
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[ne Normal Mapping?
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Normal Mapping: Konn4yecTBo NOUIOHOB

9130 polys

+normal mapping
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[1Ba BMJA KapT HOpManewu

* B obbeKkTHOM npocTpaHcTBe (object-space): obwen cucteme KoopanHat

* B KacaTe/nibHOM NPOCTPaHCTBe (tangent-space): NOKaNbHOM cucTeme KoopaMHaT



[ e KaKkaAa?
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[0e KaKaa MCNOJIb3YeTCs U noYyemy?

* Wcnonb3yeTtca Ans He AedbopMUPYIOLLUXCA OOBEKTOB, TAKUX KaK CTEHbI, ABEPU U T.N.

* [lpumeHseTcs AN BO3MOXKHOCTU AedOpMMPOBATb OOBEKTLI, HAMPUMEP, NEPCOHAXKeM



ObwWwana 1 ToKaabHAA cMCTEMA KOOPAMHAT




BxoAHble AaHHble A5 BEPLUMHHOTO Wenaepa

* [lo3numa Kamepbl

* [lo3numa UCTOYHUKA CBETA



ANropuTM ANA BEPLWIMHHOTO Wenaepa

* BblYMCANTb BEKTOP MCTOYHMKA CBETA

* HopmanusunposaTb ero

* TpaHcdopmMpOBaTb BEKTOP MCTOYHMKA CBETA B MPOCTPAHCTBO KacaTe/bHbIX
* BbluMCANTb BEKTOP Kamepbl

* HopmanusunposaTb ero

* [Mpocumntatb H BekTOp (MOoaens ocseweHna banHHa; H — half-angle vector)

* TpaHcpopmmnpoBaTb H BEKTOP B NPOCTPAHCTBO KacaTesibHbIX



BbIXOAHblE AaHHbIE AN BEPLUMHHOIO LWenaepa

BeKTOp MCTOYHWMKA CBETA B NMPOCTPAHCTBE KAaCaTEJ/IbHbIX

H BEKTOP B NMPOCTPAHCTBE KACATEJ/IbHbLIX



BxoaHble AaHHble AN PParMeHTHOro wenaepa

e BeKTOp MCTOYHMKA CBETa B NPOCTPAHCTBE KacaTebHbIX
* H BEKTOp B NPOCTPaHCTBE KacaTe/ibHbIX

e Color — uget



ANropuT™ 18 GparMeHTHOro wengepa

* HopmanunsmpoBaTb BEKTOP MCTOYHMKA cBeTa U H BEKTOp B MPOCTPaHCTBE KacaTe/bHbIX
* [lpouynTaTb HOPManb U3 normal TeKCTypbl U HOPMUPOBATL

* [locumnTatb CKandapHoe nponssengeHne BEKTOpa HOpMaaum mn3 normal TEKCTYPbl N BEKTOPA
UCTOYHWNKa CBETa B NMPOCTPAHCTBE KAaCaTe/IbHbIX

* [lpocuynTaTb CKanApHoe NponsBeAeHMe BEKTOpa HOpMaan n3s normal Tekctypbl U H BekTopa B
MNPOCTPAHCTBE KacaTesibHbIX

* [lpocuuTtaTtb UBeT



[TpmeHeHne HopMa/IMaNMnnHra

CaenaTb HU3KOMONNTOHA/IbHYIO MOAE/Ib IOCTAaTOYHO AEeTaAU3UPOBAHHOM A5 TOrO, YTOObI
COXpPaHsnacb 0OCHOBHAA dopma 06BbEKTA, M UCNOAb30BATb KAPTbl HOPMANen Ansa
nobasneHus 6bonee menkux aetanen.



[TomeHeHne bamnmannmuHra

MOKHO MCNONb30BaTb AOMNOJHUTE/IBHO M bump map Ana o4eHb MENKUX AeTanen, KoTopbie gaxe B
BbICOKOMO/IMIOHA/IbHOM MOAENN HE CMOAENNPOBATL (MNOPbI KOXKK, Apyrne menkme yrnybneHus)



Displacement mapping

* MN3meHAeT reomeTpuIo NOBEPXHOCTU MO 33[1aHHOM KapTe BbICOT, 0ObIYHO NepeaatoLencsa B
BEPLUMHHbIN LIernaep Yepes TEKCTYPY

e QOcBelleHne cynuTaeTcs 06bIYHbIM CNOCOOOM (MUKCENbHBIN WENAEP MOXKET ObITb NPaKTUYECKM
NntobbiM), HO TPebyeT BbICOKYIO AeTanan3aumnio moaenm



Bump mapping n Displacement mapping
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Displacement mapping

* MeTog nameHaeT NoN0XKeHue BEPLWUNH TPpeyroiibHMKOB, CABUITraAd nx no HOpmMmaJint Ha BeJIM4YUHRY,
ncxoga m3 3HAYEHUMN B KapTax CMeLlleHNA

* KapTta cmeuweHua (displacement map) — 370 06bI4MHO NONYTOHOBAA TEKCTYPA, M 3HAYEHUA B HEW
MCNONb3YIOTCA ANA onpeaeneHnsa BbICOTbl KaXKa0M TOYKM NOBEPXHOCTU 06beKTa (3HaYeHnsa moryT
XPaHUTbLCA Kak 8-6UTHble naun 16-6UTHbIE Yncna), cxoxke ¢ bumpmap.



Co3naHue naHawadTa

* YacTo KapTbl CMELLLEHUA UCMONb3YIOTCSA (B 3TOM C/1y4ae OHU Ha3bIBAOTCA U KapTamMM BbICOT) ANA
CO34aHNs 3eMHOM MOBEPXHOCTU C XO/IMaMM U BNagMHAMM

* WUcxoaHbiMM 6bIKN 4 BEPLLUUHbBI U 2 MO/IMTOHA, B UTOTE NOJIYYMACA NOJHOLLEHHbIN KYCOK naHAawadTa

source tesselated displaced

G .
EWET ‘k

o
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CnoxHblt 3D 0bbeKT

2025
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CXaTune reomeTpum

* HanoxeHune KapT cMeLLeHnAa Bnepsblie noayumno nogaepky B DirectX 9.0
* HanoxeHue KapT CMeLWeHNA MOKHO MO CYLLECTBY CYHMTATb METOAOM CXHaTUA reoMeTpumn

* Mcnonb30oBaHUE KapT CMELLLEEHUA CHMXKAET 06bem NnamaTn, Tpebyembin ana onpeaeneHHom
aAetanusaumm 3D mogenu

* [pomo3gKkue reomeTpuUyecKmne AaHHbIe 3aMeLLAOTCA NPOCTbIMU ABYXMEPHbIMU TEKCTYPaMU
cmeweHuna, obbIYHO 8-6UTHbIMU UK 16-6UTHBIMMK

* 3TO CHU)KaeT TpeboBaHMA K 06 beMmy NaMATM U MPONYCKHOM CNOCOBHOCTM, HeobxoamMmon Ans
NOCTAaBKN reOMETPUYECKMX AaHHbIX K BUAEOoUYMNY



[lpenmyLLecTBa

* [lo3BONAET UCMONb30BAaTb HAMHOTO Honee CNoXKHbIE reometTpunyeckun 3D mopenu

* [lo3BONAET YCKOPUTb aHUMALUIO Moaenei

*  YNy4ylWuTb BHELWHWIM BUA Moaenu, npumenms 6osee cnoXxHble KOMNAEKCHbIE aNTOPUTMbI U
TEXHUKMU, Bpoae nmutaumm tkaHen (cloth simulation)



OrpaHnyeHus

* [Nnagkue ob6BEKTbI, HE coaepKallme 60bLLOro KoNIMYecTsa TOHKUX AeTanen, byayTt nydiie
npeacTas/ieHbl B BUAE CTaHAaPTHbIX MOJIMIOHANbHbIX CETOK MM UHbIX MOBEpPXHOCTEN bonee
BbICOKOrO YPOBHS, Bpoze KpuBbIX besbe

* (OuyeHb CNOXKHble MOAENN, TAKNE KaK Aepesba UTUN PACTEHUA, TaKKeE HeJlerko npeacrtraBuUTb
KapTamun cmeleHunA

* [loyTun Bceraa TpebyeT cneumann3npoBaHHbIX YTUAUT, BEAb O4YEHb C/I0XKHO HANPAMYIO CO34aBaTb
KapTbl CMeLLLeHUA (ecam peyb He MAET O NPOCTbIX 06beKTax, Bpoae naHAawadTa)



Parallax mapping

* Parallax mapping 6bin npeactasnedH Tomomutn Kanako (aHrn. Tomomichi Kaneko) B 2001 roay
www.researchgate.net/publication/228583097 Detailed shape_representation _with parallax_

mapping

* B 2004 roay Welsh npoagemoHcTpnpoBan npMMmeHeHue napasanakCcMmanmnmHra Ha
NporpaMmmMmmnpyembix Buaeo4ymnax

e Parallax mapping nonHocTblo cnonHAETCA Ha rpadpUYecKkmx NPoLLeCcCopax BUAEOKapPTbl Kak
MUKCENbHbIN Wenaep



[lpyrne Ha3BaHUA

* Parallax Mapping
e Offset Mapping
e Virtual Displacement Mapping

* Per-Pixel Displacement Mapping



Parallax mapping

Parallax mapping
OCYyLLEeCcTBNSETCA
CMELLLEHNEM TEKCTYPHbIX
KOOpAMHAT TakK, YTobblI
NOBEPXHOCTb Ka3anachb
06BbEMHOM

CKPUHLLOT U3 AeMOHCTPAUMOHHOro beHumapKa rpadpuyeckoro asurkka Irrlicht Engine
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Npes Parallax mapping

Npaes meToaa COCTOUT B TOM, YTOObI BO3BpaLlaTb TEKCTYPHbIE KOOPAUHATbLI TOW TOYKU, IAe BUAOBOMN BEKTOP
nepeceKkaeT NOBEPXHOCTb

310 TpebyeT NpocyeTa NyyYen (PENTPENCUHT) ANA KapTbl BbICOT
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OCHOBHaA CIO¥HOCTb

KaK BbIYMCANTL TEKCTYPHbIE KOOPAMHATbLI TOYKM B HaxoaAach B Touke A?

Parallax Mapping npeanaraet npubanKeHHoe pellueHne, NpMMeHsa
NpocToe MmaclTabnpoBaHWe BEKTOPA HaNpaB/eHUA OT NoBepxHocTH V K
HaboaaTeNnto Ha BENYNHY BbICOTbI AnA pparmeHTa A.

T.e. npocTo MeHAemM ANNHY V TaK, YToObl OHa COOTBETCTBOBAA BE/INYUNHE 1 ]
u TEXTURE COORDIMNATE OFFSET
BbIOOPKM U3 KapTbl BbicOT H(A), cooTBeTcTBYIOWEN DparmeHTy A.

BekTtop P — pe3ynbrat macwtabmpoBaHms

[anee pe3ynbTupyowmin BEKTop P packnagbiBaeTcs Ha KOMMNOHEHTbI B COOTBETCTBMWN C CUCTEMOWN KOOPAMHAT CAMOM NAOCKOCTH,
KOTOPbIe UCMONb3YIOTCA KaK CMELLEHMA AN UCXOAHbIX TEKCTYPHbIX KOOPAMHAT.

[Mpn 3TOM, NOCKO/IbKY BEKTOP P BblYMCNAETCA C UCMOb30BaHUEM BENINUYUHDBI U3 KapTbl BbICOT, TO YeM HONbLLe 3HAYEHNE BbICOTbI
COOTBETCTBYET TeKyleMy dparMeHTy, TEM CU/ibHee AnA Hero byaeT cmelleHue
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[Tpobaembi

ITOT NPOCTOMN NPUEM AAET HEMNNOXME PE3YNbTAThbl B PAAE CYYAEB, HO BCE Ke ABMAETCA OYEHb rpyboit oLeHKoM
MOJIOXKEHUA TOUKM B.

Ecnun KapTa BbICOT COAEPMKUT YHACTKM C PE3KO MEHSAIOLMMMUCA 3HAYEHUAMM, TO PE3Y/IbTAT CMELLEHMA CTaHOBUTCA
HEKOPPEKTHbIM: CKopee Bcero BeKTop P gaxke 6/1n3Ko He byaeT nonafaTtb B OKPECTHOCTb TOYKK B
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Parallax mapping n annpoknmaums

* Ecnm KapTa BbICOT HE MMEET CAULLIKOM CUJIbHO U3MEHAOLWMXCA 3HAYEeHNI («rnagKkaa» uam
«NNaBHaA»), TO MOXXHO 060OMTMUCHL annpoKcMMmaumnen 6e3 Ncnosib30BaHMA PENTPENCHHTA

* Parallax mapping ycn10BHO MOXXHO Ha3BaTb «2.5D»



Displacement mapping u Parallax mapping

naBHoe otinyme parallax mapping ot displacement mapping B Tom, 4TO B HEM BCe pacyeThl
NONUKCeNbHble, 3 HE NOBEPLUUHHDbIE



Normal mapping v Parallax mapping

JlaHHaA TeXHO/I0rnA TaKXKe UCMOJ1Ib3YET KapTbl HopN\aneﬁ

B otanume ot normal mapping, oHa peanm3yeT He TO/IbKO OCBELLEHME C Y4ETOM penbeda, HO U
cABuraet KoopamHaTtbl AMdPY3HOM TEKCTYPbI

3Tnm gocTturaetca Hanbonee nonHbIN 3pPeKkT penbeda, 0cobeHHO Npu B3rNALe Ha NOBEPXHOCTb
noA, yriom

Parallax mapping otanyaetcs ot normal mapping Bcero Tpema MHCTPYKUUAMU NMUKCENbHOTO
lwenaepa: ABe matemMmaTUyeckne MHCTPYKUMKU U OAHA AOMNONHUTEIbHAA BbIDOPKA U3 TEKCTYpbI

Mocne Toro, KaKk BbluMCNEHA HOBaA TEKCTYPHAA KOOPAMHATA, OHA UCNOAb3YyeTcA Aanblue Ana
YTEHUA APYrUX TEKCTYPHbIX C/10eB: 6a30BOM TEKCTYPbI, KAPTbl HOPMANEN U T. N



[ToMmeHeHne B urpax
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[TomeHeHne B Urpax
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Hepoctatkm Parallax mapping

* KMcnonb3oBaHMe 0ObIYHOMO NapaniakcMannmHra orpaHNYeHo KapTamu BbiCOT C He6O1bLLOM
PA3HNLLEN 3HAYEHUN.

 "KpyTtble" HepoBHOCTM 06pabaTbiBatOTCA a/ITOPUTMOM HEKOPPEKTHO, MOABAIOTCA Pa3/INYHbIe
apTedaKTbl, 'naaBaHue" TeKCTyp u np.



Moandukaumm Parallax mapping

Heckonbko nccneposartenei (Yerex, Donnelly, Tatarchuk, Policarpo) onncanu HoBblie meToApl,
YAYyYLLAKoLMeE Haya/ibHbIA aITOPUTM.

[MouTK BCe naen oCHOoBaHbl Ha TPACCUPOBKE NYyYEN B MUKCENBbHOM LIENAEPE ANA onpeaeneHms
nepecevyeHni aetanem NoBepxXHOCTEN APYr APYrOM.

MoandununpoBaHHbie METOANKM NONYYMAN HECKONBKO pPa3HbiX Ha3zBaHUN: Parallax Mapping with
Occlusion, Parallax Mapping with Distance Functions, Parallax Occlusion Mapping.



Parallax occlusion mapping

* Parallax occlusion mapping (cokpatéHHo POM)
* YCoBepLIEHCTBOBAHHbIN BapMaHT TEXHUKM «parallax mapping»

* [lo3Bonser KOPPEKTHO BbIMOJ/IHATb OonpeaeneHne rnepcnektmebl U CaMmo3aTeHEHNE B pea/ibHOM
BpeEMEHN



HemHOro nctopumu

* [lepBasa paboTa, nocBAWEHHAA AaHHOW meToauKe, noasmnacb B 2004 roay Ha «ShaderX3», eé
aBTopamu bbinm 309 bpoynu (aHrn. Zoe Brawley) n Hatanmna TaTtapuyk, 3aTemM Ha meponpuaTum
SIGGRAPH 2005

* TexHuKa «Parallax occlusion mapping» ncnonb3osanacb kKomnanmen ATl ana npeseHTaumm
BO3MOXHOCTEN TPETbEN BEPCUM LLUENAEPHON MOAENN B HOBEWLLEN HA TO BpEMA BNUAEOKApTE
Radeon X1800

* [lepBbiM UTPOBbLIM ABUKKOM, B KOTOPOM Mcnonb3oBasica Parallax occlusion mapping, ctan
CryEngine 2 oT HemeukKoro pa3pabotumka Crytek, KOTOpbI BnepBble MCMONb30Ba/ICA B
KomnbtoTepHou MNK-urpe Crysis 2007 roaa BbiNycKa



N3 noknana Hatanmm TaTapyyk

Parallax Occlusion Mapping
vs. Actual Geometry

4“VA
=2 \W\STE

An 1,100 polygon object rendered with A 1.5 million polygon object
parallax occlusion mapping rendered with diffuse lighting




N3 noknaaa Hatanmm TaTapuyk

Parallax Occlusion Mapping a
vs. Actual Geometry SIGGRAPH2005
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An 1,100 polygon object rendered with A 1.5 million polygon object

parallax occlusion mapping (wireframe) rendered with diffuse lighting
(wireframe)




N3 noknaga Hatannm TaTapyyk

Parallax Occlusion Mapping o
vs. Actual Geometry SIGGRAPH2005

-1100 polygons with parallax occlusion Frame Rate:
mapping (8 to 50 samples used) - 255 fps on ATI
- Memory: 79K vertex buffer Radeon hardware
6K index buffer - 235 fps with skinning
13Mb texture (3Dc)
(2048 x 2048 maps)

IS ?’ Total: <14 Mb

- 1,500,000 polygons with diffuse Frame Rate:
lighting - 32 fps on ATl Radeon

- Memory: 31Mb vertex buffer hardware
14Mb index buffer

Total: 45 Mb




Parallax occlusion mapping

Peanunsauuna anroputma Parallax occlusion mapping B 6eHumapke 3DMark Vantage 2008 roaa.
[laHHOe n3obparkeHne NoCTPOEHOo NPU NOMOLM ABYX NOJUTOHOB (TPEYro/sibHUKOB),
PACMNONOMKEHHbIX HA OAHOM NNOCKOCTH
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Parallax occlusion mapping
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HeaoCTaTKK

HeBbicOKasa AeTanusaums CUIysTOB U rpaHe

BuaeoKkapTa AonKHa obecneuymBaTb HaaNeXKallnii YPOBEHb CKOPOCTU UCNOJTHEHUA onepaLnii
BETB/IEHMSA B NMUKCENbHOM LIenaepe

OTCcyTCTBME reOMETPUYECKU NPaBUIbHbBIX CUYITOB (KpaeB 0bbeKTa)
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