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Jlekuma O0: BBeaeHue.
OT nukcena K KOHBeWepy:
dmnnocodpuma peHaepuHra B peasibHOM BPEMEHM

BneuatneHune ot urpbl unu npunoxxkeHmsa Ha 80% ¢opMmnpyeTcAa TeEM,
UTO NONIb30BaTeNIb BUAUT HA 9KpaHe

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

2026 HNemMaHeHko 4.M. UMMuKH HOdY



KoMnbroTepHaa rpadpumka

* 3TO He NPOCTO «PUCOBAHUE KAPTUHOK»

* 3TO HayKka 0 cuHTe3e, o6paboTke n Bu3yanmsaumm n3obpa keHnm n gaHHbIX C MOMOLLLbO
KOMNbloTEPA

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKm U peHaepuHra

2026 Jemanenko A.M. UMMuKH KOy



AktyanbHocTb ana PUNT: [ oe aTo ncnonbayerca?

e KOHEYHO — urpsbl, KNHO, AN3aWNH
 HayuHana Bndyannsauuna: PeHOepuHr gaHHbIX MoaenmpoBaHusa (knnumart, pusnka yactuu, bmuonormsa)
* BuptyanbHasa n gononHeHHaa peanbHocTb (VR/AR)

« CV (ComputerVision): ObpaTHada 3agadya — aHanns n3obpaxxeHun. [padunka CUHTE3UNPYET, vision
aHanusunpyert

 MawwunHHoe obyueHune: [eHepauna CUHTETUYECKNX AaHHbIX, CTUNb-TPaHcdep, paboTta c GANs

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

2026 Jemanenko A.M. UMMuKH KOy



Hay4yHada Bu3yanmaaumsa

PeHOepuHr AaHHbIX MOAeNUpOBaHUSA (KIMMaT, MHXXKeHepHble pelleHus, dusnka yactuy, 6uonorma n 1.n.)

PeHOoepuHr MECTHOCTM HayuHas Bu3yanusauuvsa notoka Hay4yHasa Busyanmsauus
>KNOKOCTU: MOBEPXHOCTHbIE BO/HbI MOOENNPOBaHMNA HEYCTOMYMNBOCTHU
B BOAE Panea — Tennopa, BbISBAHHOW
CMeLUeHNEM ABYX XXUAKOCTEN
CoBpeMeHHble TEXHONOTUU KOMMbOTEPHOW rpadumKkm N peHgepuHra 5

2026 DemsaHeHko A.M. UMMuKH HOo®Y



BupTtyanbHasa n gononHeHHaa peanbHocThb (VR/AR)
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MalunmHHoe obyyeHune: leHepauma CUHTETUYECKUX OAHHBIX,
cTUnb-TpaHcoep, pabota c GANs

CoBpeMeHHbIe TEXHOOTNMN KOMMbIOTEPHOW rpaduKn N peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y
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[Tpo6nemMa pa3HOPOAHOCTU U CTpaTerna Kypca

Moaynb O — BeipaBHMBaOLLINNA.

Ero uenb — patb BCeM 0OLLMN A3bIK U

NOHUMAaHME peHaEepPUHra. Jlecenka ycnexa *
[n8a onbITHbIX — 3TO cucTEMaTnU3aLuumA. 'y et s, e
19 HOBUYKOB — MHTEHCWUB. *

® He coscem ycown,

OCHOBHble MOAYNN. N
3necb Mbl byaeM aBUratbca BMecCTe, HO
BO3MOXHO C ANPPEPEHUMPOBAHHbIMY
3agaHnAaAMU

Balwua oueHka 6yaeT 3aBUCETb HE OT TOro, YTO Bbl 3HaA/M BUepa, a OT TOro, Kak Bbl CMOXKETE NPUMEHATb
NoNy4YeHHble 3HAaHMA B KYPCOBOM MPOEKTe — B cO3aaHUKM paboTatoLlero rpapmuyeckoro npotoTmna

2026 CoBpeMeHHble TEXHO/I0TMU KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y



VI peanbHaA CTPYKTypa Kypca

Bxoa: Bawn 3HaHna + Moaynb 0 (PyHOaAMEHT)

9T1an 1: CoBpeMeHHble APl — KOHTpPO/b 1 MPOUN3BOAUTENBHOCTb

Otan 2: NpoasunHyTbin peHaepuHr (PBR, TeHn, nocT-addekTbl) — KauecTBO N3o06pa)keHuna
9t1an 3: MobunbHada/kpoccnnatpopMeHHada rpadpmka — onTMMmM3aumsa n orpaHNYEHnA
Otan 4: T'nbpunaHbin peHaepuHr (Ray Tracing, Compute Shaders) — 6yaywiee n R&D

OTan 5: ApxutekTtypa B ABUXKKE — CUCTEMHOE MbILUIEHNE

Boixoa: KypcoBoun npoekT (TexHogeMKa) + HaBblk UTeHuA ctaten Siggraph/GDC

2026 CoBpeMeHHble TEXHO/I0TMU KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y



OT NMHWUN K LLenaepam

EVES NI ALY

| OF ARCHITECTURAL VISUALIZATION

rt s‘ it fh r 73

CoBpeMeHHble TEXHOTOTMMN KOMMNbIOTEPHOW rPpaduKn N peHaepuHra

2026 DemsaHeHko A.M. UMMuKH HOo®Y
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IBoOOUMA

2026

BekTtopHbie gaucnnewun (70-e)

¥

PacTtpoBble aucnnen (80-e)

¥

dukcupoBaHHbIN KOHBeWep (90-e — Hay. 2000-x)

CoBpeMeHHble TEXHO/I0TMU KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y
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BekTopHble gucnneun (70-e)

 Ocuunnorpadbl
e Spacewars!
* PucosaHune nnHMAMU

 [Ipobnema: Henb34a 3akpacuTb ob6nacTb

2026

7

CoBpeMeHHbIe TEXHOOTNMN KOMMbIOTEPHOW rpaduKn N peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y
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PacTtposble aucnneun (80-¢e)

MaTpuua nnukcenen

[NlosBneHmne pactepunsaymm

[Mpobnema: Kak 6bICTPO 3aKpacuUTb MNONIOH? .
AnroputMmsbl bpeseHxeMa, 3annBKU

Anroputm bpesenxeiima

MpoGnema
KOPPEKTHOW
peanusauum
pacTpoBoro
npeacTaBneHuns
oTpeska npsMon
NWUHWKM Bbina
peweHa B 1962 roay
[x. BpeseHxeriMmom
(Jack E.
Bresenham)

; : — 1970-1980
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CoBpeMeHHble TEXHOTOTMMN KOMMNbIOTEPHOW rPpaduKn N peHaepuHra

DemsaHeHko A.M. UMMuKH HOo®Y 13



dukcunpoBaHHbIN KoHBeWep (90-e — Hauy. 2000-x)

* OpenGL 1.x, DirectX 7.
* [loasneHune GPU kak yckoputena puKCUpoBaHHbIX onepaunmn.

b AHaﬂOFI/IFII CDOToaI'IrIapaT-MbeIbHVILI,a. ECTb KHOMKW <<ﬂOpreT>>,
«nem3axk».

BHYTpU — >KecTkasa noruka.

* Y10 6b1110 PUKCcUpoBaHo: [NpeobpazoBaHnA (BEPLUMNHbBI ->
9KpaH),
ocBeLlleHue no Nypo/PoHry, TeEKCTYypPHbIE KOOPAMHATbI.

 [naBHasa npobnema: HernbkocTb.
Xouyelwb MynbTALWHbIV cTUNL (cel-shading) unu Boay? Henbas.

2026 CoBpeMeHHbIe TEXHOOTNMN KOMMbIOTEPHOW rpaduKn N peHaepuHra 14
DemsaHeHko A.M. UMMuKH HOo®Y



Pesonouus:
[TporpaMmMmpyemMbin KOHBENEP

[Mpadrieckoe npunoXeHHe

'

Maccue BepLIHH

[IpeobpazoBaHHe ¥ OCBELEHHE B epumtHHEIA LueAnep

B Hauane 2000-x nponcxoauTt NepeBopoT.

Pt

Cbopxa NnpUMHTHEOB

BmecTto »kectkon nornkmn B GPU BcTpanatoT
nporpamMmumpyembie 6N10KMN — LLENOEPHbIE MPOLLECCOPbI.

OTceyeHHE Mo IpaHAM ITHPaMH OBl EBHIHUMOCTH

OTcedeHH e HEBU IMMBIX I'PaH el
[Tone30BaT EMBCKHME NJIOCKOCTH OTCEYeHUA

O pHopo gHoe npeobpazopaHye KOOPAHUHAT
OtobpaxeHue B OKHO EEIBOJA

LLlenpep — 9TO ManeHbKada nporpamMma,

i

Pacrepuzanua

ANA Ka)kaon BepLUUHbI (BEPLUNHHBIN LLeNaep)
UNn ana KaXkaoro nukcensa (pparMeHTHbIN
Lwengep) napannenbHo Ha TeicAdax agep GPU

Nnu TeccenaumoHHbIN, NN FrEOMETPUYECKUN,
NN BbIMUCTUTENBHbIN

Habop NUKCENBHEIX TECTOB:
TECT OT CeYeHHA,
ameda Tecr,

Tect Tpadapera,

TecT rnybHHE

TYMaHHEIE 3 QD EeKTrI,
MOJIYIIPO3PavYHOCTE

¥

Bydep xapgpa

CoBpeMeHHble TEXHOTOTMMN KOMMNbIOTEPHOW rPpaduKn N peHaepuHra

2026 DemsaHeHko A.M. UMMuKH HOo®Y
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Po>kpeHne coBpeMeHHOU rpadpumkm

Doom 3 (2004) — oaHa 13 NepBbIX UTP, FAe Lenagepbl MaccoBo UCNoNb3oBanuch ana per-pixel lighting u
CMOXHbIX MaTepuarnos.

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKm U peHaepuHra

2026 Jemanenko A.M. UMMuKH KOy
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GPU kak cynepkomnbroTep: nepexon Kk GPGPU

GPGPU (aHrn. General-Purpose computing on Graphics Processing Units) —
BblUMCNeHUsA obLero HasHauyeHUA Ha rpadmnueckKux npoueccopax.

ITO TEXHUKA Ucnonb3oBaHusA rpadumnyeckoro npoueccopa (GPU), npeaHasHa4vyeHHOro gna
KOMMNbKOTEPHOM rpaduKkmn, 414 BbIMOHEHUA MaTEMATUUYECKUX BbIMMCNEHUN, KOTOPbIE 0ObIYHO
NpoBOAUT LEeHTPanbHbIN npoueccop (CPU).

Okasanocb, uto apxutektypa GPU — TbicAa4M NpocCTbIX Aep, naeanbHO NOAXOANT HE TO/TbKO
ON8A uBeTa nmKkcenen.
OHM MOTyT CUMTaTb YTO YrogHO, UTO MOXKHO pacnapannenmnTb.

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

2026 Jemanenko A.M. UMMuKH KOy
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MOFyT CUNTATb YTO YyrogHo

* ®uiuka: Pacuyet cTONKHOBEHMWM TbICAY YaCTUL,

* N: MaTpu4Hble YMHOXEHUA B HEUPOHHbIX CETAX (MMEHHO NO3TOMY A/1A MaHUHra n ML
MCNOMb3YHOT BUOEOKAPTHI)

° Haquble pac4eTbl: MO,CI,eI'Il/IpOBaHVIe KnnMmarta, 6enkos

CoBpeMeHHbIn GPU — 310 MaccoBo-napannenbHasa BbluncnanTenbHasa nnatpopma.
padpmnka — nnLb O4HO N3 ero NPUNOXKEHMIN, XOTA N OCHOBHOE.

B HaweM Kypce Mbl, BO3MOXXHO, KOCHEMCA 3TOro Yepes BbluncnutensHole wengepobl (Compute Shaders).

2026 CoBpeMeHHble TEXHO/I0TMU KOMMbIOTEPHOW rpadUKn U peHaepuHra 18
DemsaHeHko A.M. UMMuKH HOo®Y



AHaTOMMA KOHBEWepPa peHaepuHra
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Vertex/index buffer
Input assembler
Vertex shader

2026

Tessellation

Geometry shader

Rasterization

Fragment shader

CoBpeMeHHble TEXHOTOTMMN KOMMNbIOTEPHOW rPpaduKn N peHaepuHra

DemsaHeHko A.M. UMMuKH HOo®Y
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BEpWMHA_1
BeplWMHa_2
BEplWMHA_3
BeplwvHa_4
BEpPWHHA_S
BepWwHHa_B
BepwMHa_T7

A UTO Mbl
BUOANM?

2026

MHASKCH_1
MHABKCH_2
MHASKCH 3
MHARKCH_4
MHARKCHI_S
uHARKck_B
MHAeKCH_T7

L.
-
| B0

Bx0AHOM cHOpuMK

.

gepwmnHa_l
BepwuHa_2
BEpWHHE_3
gepuwuHa_4
BepwuHa_5
BepwuHa_Bb
BepWwuHa_7

gen_sepwmHa_1
gen_gepwuHa_2
gen_gepwuHa_3
gen_geplmHa_4
gen_sepwuHa_5s
gen_seplwuHa_6B
gen_sepwuHa_7v

'
T
[ B

npusuTie_1
npusmuTue_2
npusmKuTHe_3
npumuTHe_4
npuMuTHE_5
npusmuTHe_B6
npuMuTHe_7

A

pepuwwna_2

BepwuHHLIR wedaep—»

.
b o e wwld

repwmma_1

Pepua_3

pepumna_2
< -
BEpWmHa_3

gen_erepumua_2

MeoMeTpHIecK i

wengep

CoBpeMeHHble TEXHOTOTMMN KOMMNbIOTEPHOW rPpaduKn N peHaepuHra

DemsaHeHko A.M. UMMuKH HOo®Y
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A YTO Mbl
BUONM?

2026

BepWKHa_1 npusmuTHes_1
BepwuHa_2 npumuTe_2
BEEepwKHa_3 npusmuTHe_3
BepwuHa_4 npusmuTHe_4
BEpWHHA_5 npuMuTHE_5
BpepwuHa_6 npumuTHe_6
BEpWUHaA_T npumuTHe_7
OTBpackiBaHue 1
> CHopka npuMUTHEOR > SYoeoBine
NEUMKTHE 1 dparmenT_1 dpameHr_1
NPUMHTHE_2 pparmesT_2 dparmeHT_2
NPUMHTHE _3 pparmexT_3 ppameHT_3
nNPUMHTHE _4 hparmexT_4 hpareHT_4
NPUMHTHE_5 thparmenT_5 pparmedT_5
npumMuTHE_B pparmenT_6 dpamieHT_B
NPUMHTHE_T hparmenT_7 dppamenT_7
»  Pactepuzauma opl?;:;:“" CMEWHBAHHE LIEETOB Bydep kampa

CoBpeMeHHbIe TEXHOOTNMN KOMMbIOTEPHOW rpaduKn N peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y
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[ToBepLUMHHbIE onepauuu (per-vertex operations)

* B TeueHune saToro atana BepLUUHbI Npeobpa3ytoTca B NPUMUTUBDI

Pa3nnuHblie MaTpUuHble Npeobpa3oBaHmA
[MpocTpaHCTBEHHbIE KOOPAMHATbLI NpoeunpytoTcs 3 3D B aKpaHHbIe

* Ecnun ucnonb3yetca TEKCTYPUPOBaHME, KOOPAUHATLI TEKCTYPbl MOTYT ObITb CreHEePUPOBaHbI U
N3MeHeHbl Ha 9TOM Luare

* Ecnu MCMNoJsib3yeTcAd ocsBeLleHne, BbluncrieHmnAa, CBA3aHHbleE C HUM, MPOUN3BOOATCA C
NCMNOJ/Ib30OBaAHNEM!

2026

TPpaHCPOPMMPOBAHHbIX BEPLUNH,

HopManem NOBEPXHOCTEWN,

NO3MLUMN UCTOYHNKOB CBETA,

CBOWCTB MaTepuana,

a TaK>xe gapyrom nHdopmaumm, No3BONAOLLEN BbIYNCNUTDL LLBETOBYHO BETUYNHY

CoBpeMeHHble TEXHO/I0TMU KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y
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C6opka npuMmntnBoB. OTceyeHmne

[NepegHas
NNOCKOCTb
OTCEYEHN]

3aaHas

NNOCKOCTL

OTCEeYeHUs
Buanmoe npocTpaHcTBO

* OTceyeHne — 6onbLLaa YacTb COOPKM MPUMUTUBOB. DTO YHUUTOXKEHME YACTEN
reoMeTpuu, BbinagatoLmx 3a nonynpoCcTpaHCcTBO, onpeaeneHHoe NJ0CKOCTbIO
 OTCceYyeHne TOUEK NMPOCTO OTBEPraeT UM He OTBepraeT BEPLUNHY
 OTCce4deHne NMHNUN NN NONNTOHOB MOXET A06aBUTb AOMNONTHUTENbHbIE BEPLUMHbI B
3aBUCMMOCTU OT TOr0, Kak UMEHHO NIMHNA NN NONTOH OTCEKatoTCA

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKm U peHaepuHra

2026 Jemanenko A.M. UMMuKH KOy
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C6opka npuMmntMnBOB. YTO AanbLue?

* [lepcnekTnBHOE pa3geneHne
 Onepaunn c nopToM npocMoTpa (viewport)
* ECnun BKNHOYEH pe>kmnM, TO BbINO/THAETCA TECT Ha NINLEBbLIE FPaHU

* Pe3ynbratoM aToro atana aBNAOTCA 3aBepPLUEHHbIE MPUMUTUBSI, T.€.
TpaHCHOPMUPOBAHHbIE N OTCEYEHHbIE BEPLLUMHbI CO CBA3aHHbIMU LBETOM, rMy6MHON
N, NHoraa, KoopamMmHaTaMm TEKCTYPbI

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

2026 Jemanenko A.M. UMMuKH KOy
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Pactepunsauma

Pactepunsauma — aTo npouecc npeobpaszoBaHNA reOMeTPUUYECKUX U MUKCENbHbBIX AaHHbIX BO
PparMeHThl

Ka>xabln pparMeHT COOTBETCTBYET NMUKCeENo B bydpepe Kagpa

[Mpn pa3BepTKe ABYX BEPLUMH B TIMHUIO UM BbIYNCAEHUN BHYTPEHHUX MMKCENEN MOUTOHA
NPUHUMAIOTCA B pacyeT

* wWabnoHbl TIMHUA U NOIUTOHOB

* TOMALUMHA NNHUU

* pa3Mep To4ek

* MopAenb 3annBKU

* BblYMCNEHWNA CBA3AHHbIE CO CraXknBaHUEM

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

2026 Jemanenko A.M. UMMuKH KOy
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Onepaunn Hag pparMeHTamm

MoryT U3MeHUTb UAK Aa)ke BbIBpoCUTb HEKOTOPbIE dparMeHThl
Onepaumm MoryT 6bITb BKKOYEHBI NN BbIKTHOYEHbI

* TeKCTypupoBaHUe

* BblYMCNEHMA TYMaHa

* TecToTpe3sa (scissortest)

* anbda-TecT

 TecTTpadaperta (stencil test)

* TecT 6ydepa rnybuHsbl

Ecnn CI)paFMeHT He Nnpoxoant oaunH N3 BKJTOYEHHbIX TECTOB, 3TO MOXKET 3aKOHYNTb €ro MnyTb Mo KOHBeﬁepy
Hanee MOryT ObITb npom3segeHbl Ha/10>keHne, CMeLLlMBaHE LLBETOB (dithering), normyeckKkume onepaumm mn
MaCKnpoBaHme C MNOMOLLbHO 6UTOBOM Macku

HakoHeL, dparMeHT 3aHOCUTCSH B COOTBETCTBYHOLL NN Bydep, rae cTaHOBUTCA NUKCENeM

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

DemsaHeHko A.M. UMMuKH HOo®Y 26
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Hano>xeHune TeKCcTypbl

* Ecnnmncnonb3yeTtca HECKONbKO N306pa>keHU TEKCTYP, pa3yMHO MOMECTUTb UX B
06BbEKTbl TEKCTYPbI, YUTOObI MOXXHO 6bI/10 NErKo NepekntoYaTbCcs Mexxay HUMIN

* HekoTtopble peanusaumm OpenGL MoryT uMeTb A0MOMHUTENbHbIE PECYPCHI A1
YCKOpPEeHMsA onepauum c Tekctypamu. Hanpmumep, MoXXeT CcyLLLeCTBOBAaTb
crneunann3npoBaHHasa 6bicTpas TeKCTypHasa NaMATb

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

2026 Jemanenko A.M. UMMuKH KOy
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Tpu kuta: Pecypcol, CoctoaHne, KomaHabl

Pecypchsl (Data): CoctosaHue (Pipeline State): KomaHpabl (Commands):
Umo mbI pucyem Kak Mbl 3TO prcyem Umo Hy>xHO caenamep

* bydepbl (Buffers):  LlenpepHasa nporpamMmMma  Draw Call:
* TekcTypbl (Textures): (Shader Program) « KomMaHpgHbIN 6ydep
« CoamMmnnepsbl (Samplers): * Hactpouku pactepusauun: (Command Buffer):
e HacTpouKku TecToB
CMeLUMBaHUA:

Bca rpadumka — ato npouecc HaCTPOMKM COCTOAHUA, MPUBA3KU pecypcoB 1 oTtnpaBku draw call’os.
s y

[Mpon3BoaAnTENBHOCTbL YNIMPAaETCcA B TO,
KakK 4acTo Bbl MeHAETe COCToAHME N ckonbko draw call'oB oTnpasnaeTe. BTO KNHOY K ONTUMUI3aAUNN.

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKm U peHaepuHra o8

2026 Jemanenko A.M. UMMuKH KOy



KoHBeunep kak pabpuka

Cbipbe (Pecypchbl): [locku (BepLmnHbI), Kpacka (TEKCTYpbl), UepTexku (Luengepobl)

KoHeBenepHaa nuHua (Pipeline): CtaHkuM (LLenaepHbie npoueccopbl), okpacka (bparMeHTHbIN
Luenaep), KOHTPOb KavecTBa (TECTbI)

HacTponka nnHum (State): NepekntoueHmne ¢ Npon3BoACTBa CTY/1IbEB HA NPOUN3BOACTBO CTO/10B

3aka3s (Draw Call): 3anyctn nnHuto, utobbl caenatb 100 cTynbeB

CoBpeMeHHble TEXHO/I0TMU KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y
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[TpnMepbl CNOMb30BaHUA LLIENAEPOB

CoBpeMeHHble TEXHO/I0TMU KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y
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[lpMeHeHne Teccenaumnm

[MpnMeHeHMe Teccenaunm K rpybon mogenu (cneea) no3BondAeT co3aaBaTtb 6onee rnagkyro Moaesnb
(nocepeaunHe). cnonb3oBaHme KapT cMeLleHnsa (cnpaBa) obecneymBaeT nepcoHa>kaM peanMCTUUYHOCTb

KnHeMaTtorpadmyeckoro ypoBHs.
© Kenneth Scott, id Software 2008

2026 CoBpeMeHHbIe TEXHOOTNMN KOMMbIOTEPHOW rpaduKn N peHaepuHra 31
DemsaHeHko A.M. UMMuKH HOo®Y



CKUHUHT (skinning) — ckpuHwoT n3 Call of Duty 2

Matrix pallete skinning ona ckenetHomn
aHUuMauuMm nepcoHakeun ¢ 60nbLLINM
KOMMYECTBOM «KOCTEWN».

Hapn BepLinHamMm KkaXkgoro n3
nepcoHa)ken nopaboTtan anropuTt™m
CKUHWHrAa.

Support Gunner

[Mpnuém, c wengepamm sepcun 3.0
caenaTtb CKUHUHI CTano 3aMeTHO NpoLLe,
onAa wengepos Bepcnint 1.1 HY>KHO 6bIN0o
nMcaTb HECKO/bKO LLENAEPOB A4
Ka>kg,0ro Buaa CKUHMHra (c
onpeaeneHHbIM KOTMYECTBOM «KOCTEN»).

CoBpeMeHHble TEXHOTOTMMN KOMMNbIOTEPHOW rPpaduKn N peHaepuHra
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Hedpopmauma obbekToB + Displacement Mapping

\NCE SETTINGS

 Kak caMbin ABHbIN N 3D PEKTHLIN NPUMEP — CO34aHNE PeaNUCTUUYHbIX BOJTH B AMHaMuke. [NpumMepsl
B urpax F.E.A.R. n Pacific Fighters. (Displacement Mapping B gononHeHne kK Bump Mapping).

 KoHeuHo, noxoXkunmn adppekT BoNH B AgnMHaMuke, kak B F.E.A.R., Mo>XeT 6bITb 3anporpaMMnUpoBaH 1 Ha
nMKcenbHOM ypoBHe (Morrowind), HO B 4aHHOM cny4yae pedb 06 USMEHEHWNW PpeanbHOW FrEOMETPUMN,
YTO BCeraa peannucTtnuyHee BbIragunT.
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AHMaumna obbekToB

v
- — T - ‘ =
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78/ - =
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3 LN ED ET DN 3 R AR = 3 P 3IDMARKS= FPS: 11 | Tme:0:17.73 Frame: S0O1

AHMMaUMA TpaBbl U AepPEBbLEB B 04HOM N3 NepBbIX NpuMeHeHnn - 3DMark 2001 SE,
anropuTt™M aHmMaumm 6bin 3HaYNTENBbHO yny4lleH B cneayrowiem 3DMark 03
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MMuntauma tkaHu (Cloth Simulation)

Ona nMmntaumm noseageHmMs MaTepmnasnos, Noa06HbIX TKAHWU
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Toon shading/Cel shading

CoBpeMeHHbIe TEXHOOTNMN KOMMbIOTEPHOW rpaduKn N peHaepuHra
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MynbTUTEKCTYPUpPOBaHNE

Heckonbko croesB TekcTyp (colormap, detailmap, lightmap nt.4.).
cnonb3yeTtcsa BoobLLe BO BCEX UTPaX.
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[TocTobpaboTka Kagpa:
Depth of Field
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[TpouenypHbie TEKCTYPSI

e e

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




Thank you for joining us for SIGGRAPH 2021! Look forward to a new year of inspiration at SIGGRAPH 2022 DISCOVER MORE

ABOUT THE PROGRAMS  THE PLANTO  VOLUNTEER  REGISTER
@ ﬁﬁeﬁﬁgﬂﬁ)ﬂ CONFERENCE ~ &EVENTS  EXHBITION ~ ATTEND  WITHUS Tooav @

WELCOME TO SIGGRAPH 2021

- THE PREMIER CONFERENCE
& EXHIBITION IN COMPUTER
GRAPHICS & INTERACTIVE
TECHNIQUES

Share and explore
in your unique area of

N # gz A y
¥t £ ; '

interest.

NEW
TECHNOLOGIES

GAMING &
INTERACTIVE

PRODUCTION RESEARCH
& ANIMATION & EDUCATION DESIGN
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2026

@ SIGGRAPH 2021
VIRTUAL 9-13 AUGUST

ANNOUNCING

FEATURED
SPEAKERS

Industry experts take the
stage at SIGGRAPH 2021,

SEE ALL SPEAKERS

AMY HENNIG

ABOUT THE PROGRAMS THE PLANTO VOLUNTEER
CONFERENCE & EVENTS EXHIBITION ATTEND WITHUS

HANY FARID

KATE DARLING

ED CATMULL

JIMJEFFERS §

RICHARD KERRIS

CoBpeMeHHble TEXHO/I0TMU KOMMbIOTEPHOW rpadUKn U peHaepuHra
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PAT HANRAHAN

TIMONI WES

REGISTER
Tooay@
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B nepeoun Kopnopauwnn MoHcTpoB y CannmnesaHa 6bin10
2 MUNNOHA BOJTIOC(KPUBBLIX)

CoBpeMeHHble TEXHO/I0TMU KOMMbIOTEPHOW rpadUKn U peHaepuHra
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B uetBepToun Nctopumm UrpyLiek cuet nowen Ha Munavapabl (IMCTLEB)

0,791)71,879 Leaves
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1 na>ke Ha TPUNNNOHBI
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N BCcAKKMeE Apyrue MHTepecHble BELLU

QR Strand-based Hair Solution | Unity S

CmoTpeTs ...

NNKA2ATL NPVIUE BUOEO
CmotpeTh (k)

P o) 049/055

https://www.youtube.com/watch?v=Lu7zygHMB8Q
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