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Jlexkmust Nel 2

TeHU 1 TeKCTYPHI



TeHU U X 3HAUYEeHUe JIA
BOCHPUATUA TPEXMEPHOIo Mypa

HOSI/IHI/IH 3dTEHUTEJIA U 3daTEHAEMOI'O

'eomeTpusa 3aTeHUTEJIA

'eomeTpusa 3aT€eHAEMOI0O

m - JuHaMuKa

Fig.1 5tudy OF Shadows
by Leonardo Da Minc

=

Fig.2 Shadow constroction
by Lambert

Bocnpusarue riiyOrHbI




BaxxHoCTh TeHeln

BricoTa 1 ee n3aMeHeHUe 1o BpEME€HU

e Tlo3uius 3aTeHuTeJId U
3aTE€HAEMOI0

* 'eomeTpusa 3aTeHUTEJIA
* 'eomeTpusa 3aTeHAEMOI'0

I'eoMmeTpusi ¢ APYTOro pakypca
— ("4aliHUK B pyke y poOoTa)




YeTKHe U MATKHE
Hard vs. Soft

YeTKUe: BO3MOXHA UJLJIIO3UA

JIOTIOJTHUTEJIbHBIX OOBEKTOB
Msrkue: olnjeHMBaHHWe KOHPUTypalluKn

(lmapaxaTbCsA OT TEHM) WCTOYHUKA M0 TEHAM U NPENATCTBUIO

« Point light source " Area light source _ﬂ Area light source
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MHoOKecTBeHHbIe TeHU

* OT MHOTrMX UCTOYHUKOB

 OT MHOTUX O00OBEKTOB

* TeHb OT COBOKYIIHOCTU OOBEKTOB, KaK IIPaBUJIO,
MeHblIlle 00beIMHEeHHs TeHell

Fig. 1a
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%51
Takue rpaduku y00HbBI Ha IJIOCKOCTH, B ﬁ L
IIPOCTPAHCTBE MPUXOAUTCA UMETh AeJIO C
MHOT'OYTOJIbHUKaMU (CM.Jajiee)
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YeTKlie TeHU

B 00BIYHOM JIy4eBOU TPaCCUPOBKE UCTOYHUKU CBETA TOJIbKO TOYEUHBIE:
TEHU YETKME, MOJIYYalTCA aBTOMaTUYEeCKU

B mosimroHasibHBIX peHaepepax TeHU HY>)KHO 00pabaThIBaTh
IOMNOJIHUTEJIBHO

« Point light source " Area light source ﬂ Area light source
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Hard Shadow

Receiver

(a) Geometry of hard shadows




Monesib oCBellleHHOCTU

n
I = kaIA +Z Vifart,ili [kd (N ) Li) + ks (Ri ' V)pow] +ksfatt,slr

=1

nlL
Urr(P)=) V(i,P)Q(,P)
i=1
rae (/TRT(P) — 3TO HCKOMas 3aKpacka, V(i,P) — BHIHMOCTBb

(0 wm 1) 7 -ro Herounuka u3 Touku F . a Q(f, P) VUHUTBLIBAET

BCE OTpaKaTcJILHBIC CBOHCTBA IMMOBECPXHOCTH B TOYKEC P H I1apa-

METPhI ;‘!‘-TD HCTOYHHEKA.



Ray Tracing

trianglel

hard shadow

Uy (P) =3 V(L. PO, P)

Hard shadows

V(Liap):



TeHU B MOJIMTOHAJIbHBIX
peHaepepax

e JlorioJTHUTEJIbHBIE OOBEKTHI
« Shadow map
» Shadow volume
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Shadow map

W Pimg = Mcam (Pworld)

P

zZ
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HeckoJIbKO MCTOYHUKOB?



Shadow Mapping [Williams78]

Image-based method

— Compute shadow map from light Pimg — Mcam (Pworld)
view (depth buffer)
— Compute final image Pz—buf = Mlight (Pworld)

- compare actual vs. stored depth




HepoBHbIN Kpau

Shadow mapping

ApTtedakThl
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Shadow maps (r1po6Jsiemsr)

Aliasing Limited FOV

Shadow map n X m = moAroToBKa M300paXXeHUs N X m
L nuctounukoB cBeta = L shadow maps = peHgepunr L X n X m

Multiple POVs y



CKOJIBKO z-0y(depoB? 67?
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Shadow volumes




Shadow volumes

[TycTh clieHa — 3TO CeTKa U3 TPeyroJIbHUKOB

[TepBoil1 mar — onpejesieHNe CUIY3THBIX pebep
(pebpa Ha rpaHuiie BUAUMON U HEBUAUMOU I'PAaHU)

Light

~— = 90° = front facing

— mutual edge is
sithouette edge
= 80° = back facing
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Shadow volumes
3

Front-facing faces

Back-facing faces

OT UCTOYHMKA CBeTa OT BCEX CUJIy3THBIX pebep co3garTcsa OeCKOHeUHbIe
MPAMOYTOJIbHUKU U3 CJIEAVIOINX YeThIPEX CTOPOH:

1) cunysTHOe pebGpo

2) JIy4 OT OJHOU BepIINHBI peOpa BA0JIb UICTOYHMKA CBeTa

3) JIy4 OT ApYyrou BepunHbl pedpa BAOJIb UCTOUHUKA CBETa

4) ocyieqHAA CTOPOHA rae-To B 0eCKOHEYHOCTU
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Shadow volumes

Hemowrmm: cgeTa

3¢
SATEHANIMHE 0OBEET Ll

-
-
-
-
-
o
-l o
-

beckoHeuHbIe
— .
YEeTBIPEXYTOJIbHUKU

[Tukceamm —

\A—A—> TeHeEOH OGEEM

SATeHAR MEIH OOF KT

0
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Shadow volumes

[TotMroHasIbHBIN PEHAEPUHT:
1. Pucyem Bce TOJIBKO B pacCeAHHOM
e Light source 2. dopmupyem cteHcu (z-test)

3. Pucyem TOJILKO Te TOYKH, I'l€ B

CTEHCUJIEe HyJIEBOE 3HAUYEeHUe
Front

Occluder 1

Viewer ~—— R okt

Occluder 2 £

Back

\

» Silhoustte Edges
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Shadow volumes

® Light source

Occluder 1

Viewer \

Occluder 2

1 2 1 0

Shadow volumes: obJjiactu Hard shadow
IIPOCTPAHCTBA, He BUAUMBIE
OT MCTOYHMKA CBeTa
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Shadow volumes

« CHavaJsia creHcWI-Oydpep = 0: Bce MUKCEJIU OCBeIeHb

 Bca cuieHa pucyercsa ¢ TOYKU 3pEHUA KaMephl [J1A [0JIyYeHUA
nHopmaruu o riyoruHe — bydep riyouHsl — z-0ydep. BoiuriciieHus mno
MHTEHCUBHOCTU 3allpelleHbl — TOJIbKO PaCCeAHHBIN.

® Light source

Occluder 1

Viewer \

Occluder 2
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Shadow volumes

 Terneps 3arper nucarth B z-0ydep

« PennepuHr Bcex 4-yrojibHUKOB IepeqHux (front-facing):
+1 B cTeHCcUi-0ydep, 414 TeX, YTO HPOILIA TECT IJTyOUHBI

« PennepuHr Bcex 4-yrojibHUKOB 3agHux (backfacing):
—1 B cTeHCcui-0ydep, 4J1d TeX, YTO HPOILIU TECT IJTyOUHBI

* Ha coBpemeHHBIX ['TIY 3TO MOXHO caesiaTh OJHOBPEMEHHO

e Light source

Occluder 1

Viewer TS~

Occluder 2
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Shadow volumes

« Torosas cijeHa peHiepuTCsA CHOBA C pa3pelleHHbIM PacuyeTOM
OCBEILEeHHOCTU HO TOJIbKO JJIA NMUKCeJieN, Ybe 3HaYeHHe B CTEHCUJI-

oydepe = 0.
« MOXHO CKa3aTh, YTO «Te€HeBas MacKa» UjieaJIbHO COBMNAaeT CO CLIEHOU

. ? :
A MHO20 UCMOYHUKOG: e Light source

Occluder 1

Viewer \

Occluder 2
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Shadow volumes

(a) final image (b) silhouette edges (¢) shadow volumes
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Shadow volumes (problems)

SOOSER
\\\\\\\\
o

n

Shadow volumes: gonosHuTebHAsA reOMeTPHs, OXBAaTHIBAIOIAA
6oJIbllIMiEe YaCTU BUAMMOMU CIIeHbl = JIOTIOJIHUTEJIbHOE BpeMs
reHepanuu 3TOM reOMeTpUuu U peHJeprHra TeHeBOU MacCKU

N 00BEeKTOB = N shadow volumes

L. MICTOYHUKOB = N X L. shadow volumes
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Soft shadows simulation in RT

HaunBHBIN IOAXON
(MHOT'O TOUYEUYHBIX UCTOUHUKOB)

"H

64
Hard shadow Bad Still not good




o Pointlight source

(a) Geometry of hard shadows

1A MATKMX TeHer Ha[0 OnpeiesATh
BUAUMYIO [OJII0 UCTOYHUKA

" Area light source 7  Arealight source

Occluder

(b) Geometry of soft shadows




T
€HU OT C(hepruUYeCcKOro MCTOUYHUKA
(cMm. Pomgxepca)

CdepruecKui A
[]
WCTOUHHK “’

MuoroyrofibHHK,
0T6paChIBaHJU.lHﬁ TEHb

[lonyTeHb — d( \

Vnﬂaﬂ TeHb

HesaTeHCHHAA
4yacTh
CpenHas NAHHA
NosyTEHH

29



T
eHU OT chpepr4YeCcKoro NCTOYHUKA

CepuuecKui

ACTOUHHK

MuoroyroJjibHHK,

0T6pac1,maroumﬁ TEHb

HezaTeHeHHAA
4acTh

— MOJYyTCHH

Cpenuas AR

npEANOIOKHHH, 4TO TOYEUHBIH MCTOUYHHK HAXONMTCH B LEHTPE coephl.
C noMolIbio rofoOHBIX TpEyrojibHUKOB pajingeM TPOCKLHIO [OSTIOBHUHBI
[IMPHHDbI MOy TCHH r Ha HanpabB/ieHHE L (puc. 5.31):
rm:L) R
d D

rac d— paCCTOHHPIe OT TOUYKH, 0T6pacmBa10u1eﬁ TE€Hb, OO COOTBETCT-

pyloLlei TOUKH Ha cpelHei NTHHUH IOy TEHM; D — paccTosiHue OT TOY-

KH, oTOpachiBatoulcH TEHD, [0 LieHTpa cepHyecKoro gcrounnka; R —
paguyc cdepruyecKoro ACTOYHHKA.

Ecnu c¢MoTpeTh OT MHOTOYTroJIbHHKS, oTOpackIBAIOLIEro TeHb, TO
TenecHbill yrof pcTouHMKa dw €CTh

R 2

do = n\ =~
D
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T
eHU OT chpepr4YeCcKoro NCTOYHUKA

CepuuecKui

ACTOUHHK

MuoroyroJjibHHK,

0T6pac1,maroumﬁ TEHb

HezaTeHeHHAA
4acTh

Cpenuas AR
— TONYTEHH

X L4

[107TOMY NOJIOBHHA [IMPHHBI TIOJIyTEHH paBHa

' 4 R d [
r=—=-%> —
a- LD n-i. n/

10 03HAUAET, YTO €CiH TenieCHbI#l Yroj JCTOYHHKA MEHbIlE, TO OH CO- )
snaeT Gosiee pe3Kyro TCHb (T. €. ¢ MeHbIINM r). V TOUEYHOTO JCTOYHHKA §
do=0unr= 0, MO3TOMY noJIyTe€HH HET goobue. I1pH cOMIKEeHHH 33
TeHseMOofl M 3aTeHsAoNIEH noBepXHocTH d H 1 yMmeHbLIaoTCH, H TeHb

CTaHOBHUTCA pe3ue.




TeHu oT cheprueCcKoro UCTOYHUKA

CepuuecKui

MCTOUHMK

MuoroyroJjibHHK,
0T6pac1,maroumﬁ TEHb

HesaTeHeHHAA
4yacTb

CDCHHHH nuHAd
- MONyTCHH

HTEeHcuBH
0
CTEP TOYEK MOJIYTEHH OIpEeAcasieTcd BHIUMON YacThIO

HCTOYHHKA.
hero Hns chepuueckoro HCTOUHHKA, YaCTHYHO BH
3Ta ONA COCTaBJIgEeT amoro ot =X

1 a
Aﬁ'ac= 2 Rz—xzdx: + a a\? a
v “(&) o (3)

1
nR*J g 2




TeHu oT cheprueCcKoro UCTOYHUKA

CepuuecKui

ACTOUHHK

MuoroyroJjibHHK,
0T6pac1,maroumﬁ TEHb

HezaTeHeHHAA
4acTh

PesynpraTnl
bl MMOKAa3BIBAIOT, YT
koH. K YyTE€Hb INOYyY
TOB. OOHako n YK DEKOMCHIYCT XPaHHUTb ITH NaHHbIE B Taﬁnny e
polLlle pacCUMTHIBATh JIMHEHHYIO aNMpOKCHMAL e uBe-
HIO



TeHu oT cheprueCcKoro UCTOYHUKA

Cdacpmccmﬁ

UCTOUYHHK

MuOroyroabHHK,
oTOpachIBatOLLHH TCHb

He3aTeHeHHas
4yacTb

CpenHss THHAUA KOTOpas naeT mOrpemHoCcTh MeHbiue 7%

— T10/TyTEHH

MoHOTOHHa Mo a
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MAarkue tTeHu

P.Shirley (1999) : extra 20%

TeHU OoT MeJIKUX 00BbeKTOB

Area_a _ Point
A luminaire ﬂ luminaire
1‘ f P
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Single Sample Soft Shadows

Based on [Parker98] method for ray tracing

Adding an outer hull to an object Q.”.’ELT

Rays inside outer hull are attenuated
according to the distance to
object pom

i extended
m:n:luder

penumhra 1
distance to inner ohject i BB
ﬂ—umbra—-l

extended
occluder

ray

receiver plane

d

.
umbra penumhbra



Single sample soft shadows

Based on shadow maps

S

O

Soft shadows
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MAarkue tTeHu

Eric Haines (2001) = Soft Planar Shadows
TeHn oT MeJIKUX O0OBbEKTOB




MeTtona cBeToBbIX MeTOK (MCC)

Bces cueHa pa3zbuBaeTcs paBHOMEPHOU TPeXMEPHOU CETKOM, B y3J1ax
KOTOPOU BBIUYMCJIAETCA BUAMMOCTb KaXXOIro U3 NCTOYHUKOB CBETa.
COOTBETCTBEHHO, B KaXXO1 TOYKE BUAUMOCTb UCTOUYHMKA AIIIIPOKCU-
MUPYeTCA 10 OJINXKAUIINM y3JIaM CeTKU:

* Moaudukanua OPJIT

» Atmpokcumarnusa pemteHusa OPJIT

« Henpo3pauHsble 1nmoBepxHOCTU (Arddy3HOE U 3epKaJIbHOE OTPAXEHU )
« HeT B3auMOI€MCTBYIOLIEN Cpebl

* ToyueuHble UCTOYHUKU, PACCEAHHBIN CBET

e MAarkue TeHu

* YckopeHue pacueTa n3o0paxeHU CJIOXKHBIX ClieH (Y4Kciio
IIPUMHUTUBOB, YMCJIO UCTOYHUKOB, OOJIBIIIOE pa3pelleHue)
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Light Meshes Method

trianglel

Uy (P)= li{ZV(L X, )40, P )} Soft shadows

n -

=ZLlKli (L,-,xk)jﬂ(i,P)} —> Oﬁlzm:V(Li,xk)SI
m =1

i=1 m -
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Hard and soft shadows

Hard shadows Soft shadows

e More realistic

- More computationally expensive
41






Fig. A2 RRTA with light meshes (density 50x50x50), dittuse surtaces (lett) and spe
kurfaces (right)




Fig. A3 RRTA with hight meshes (densaty 1530x150x150), ditfuse surfaces (left) and sp
surtaces (right)




Soft — Light Meshes
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TexkcTyphl

[To3BoJIsA€T BOCIIPOM3BECTH MaJjible OOBbEKTHI IIOBEPXHOCTH,
co3JaHre KOTOPBIX NOJUTOHAMHM OKa3aJsIoCh OBl Ype3MepPHO
pecypcoéMkuM. Hanpumep, nrpamMmsl Ha KOXe, CKJIaAKH Ha
oJlexJe, MeJIKHMe KaMHU UM IIpoYre npeaMeThl Ha
ITIOBEPXHOCTU CTEH U IIOYBHI.
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IIrikceJsibl U TeKceJibl

» pixel, or picture element

MUHMMAaJIbHAsA eJUHUIIA ABYMEPHOro ¢ poBOro
n300paxeHus, a Tak XkKe dJIeMeHT MaTPUIIbl JUCIIJIEEB

* texel, or texture element (also texture pixel)
MUHHMAaJIbHas eUHNIIA TEKCTYPhl TPEXMEPHOro 0ObeKTa.

» Jlia naeaJpHOrO OTOOpaXeHUA TEKCTYPhl KOJIMYECTBO
TEKCeJIOB JOJI)KHO COBIIA[iaTh C KOJIMYECTBOM MUKCEJIOB

yBennyeHHoe
Konunyectso

o nsobparkeHue
TeKcenem u
OAuH Tekcenb
oTobparkaeTca BO
MHOrO NMKcenemn
MOHUTOpPA

nukcenen '
cosnagaer




TexkcTypHbIle KOOPAUHATEI

* [Ipoiecc HajloXKeHHUA TEKCTypel Ha OOBEKT Ha3bIBAIOT
TEeKCTypUPOBAaHHMEM WJIM ManupoBaHueM (OT aHIJL

mapping).
* TekcTypsl HakJaAbBIBAIOTCA HAa OOBEKT C IIOMOIIbI0 TakK
Ha3bIBaeMbIX TEKCTYPHBIX KOOpAMHAT (texture coords).

(0,0) (10 RS (0,0) (1,0)

(0,1) (1,1) (2.2}
(1,1)

* Ilapa BeanumH (U,v) OJHO3HAYHO YyKa3blBAae€T Ha 3JIEMEHT
TEKCTYPbI, Ha3bIBA€MBIU TEKCEJIEM.



TexkcTypHbIle KOOPAUHATEI

 UV-nmpeobpa3oBaHue B TpEXMEPHOU I'papuKe
(anrsi. UV map) — coOTBEeTCTBUE MEXy KOOpAUHATaAMU
Ha IOBEPXHOCTU TpEXMepHOro oobwekra (X,Y,7)
1 KoopauHaTtaMmu Ha tekctype (U,V).

» Pa3BépTKa MOXET CTPOUTHCS KaK BPYUHYIO, TaK U
aBTOMaTUYECKHU.

3-D Model UV Map

fﬁf :
.| r |

P = (x.y.z) P = v Texture

gﬁﬂ-ﬁ




TexkcTypHbIle KOOPAUHATEI

* [IpuBA3BIBAIOTCA K KAXJOU BepIINHE CETKU
» OOBIYHO 0003HAYAKTCAS, t, 1, q

» K TekCcTypHBIM KOOpAWHATaM MOXHO IIPUMEHATh MaTPUYHbBIE
nmpeoOpa3oBaHUA

- [TpaBuJia moBTOpeHus Uiau obpe3aHus (clamp/repeat)

« ABHOe 3agaHue:

glBegin(GL_QUADS);

glTexCoord2f(0.0,0.0); glVertex3f(-1.0,-1.0,-1.0);
glTexCoord2£(0.0,1.0); glVertex3f(-1.0, 1.0,-1.0);
glTexCoord2f(1.0,1.0); glVertex3f( 1.0, 1.0,-1.0);
glTexCoord2f(1.0,0.0); glVertex3f( 1.0,-1.0,-1.0);

glEnd();
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[IpoeriipoBaHre TEKCTYPHBIX
KOOpAUHAT

 BMmecTo 3agaHusa Kaxqou
KOOPJMHATHI OOBEKT MBICJIEHHO
[poenupyercsa Ha cpepy,
LUJIMHIP UJIU MJIOCKOCTb.

* KoopivHaThEl B COOTBETCTBYIOIIEN
cucTeMe KOoOpauHaT
HCIIOJIb3YIOTCA B KaueCTBe
TEKCTYPHOU:

e IltoCKOCTh — X, ¥
e HuauHap — ¢, z
* Chepa — o, 0
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Tannunar (Tiling)

® BMJ HAJIOXKXEHUA TEKCTYP Ha OOBEKT «II0 TUITY MOKJIEUKU
000€eB C PUCYHKOM)
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Tannunar (Tiling)

-
o
=]
"
B
]




MacuirabrupoBaHue

* Bpasieke MHOro Tekcesier MpeTeHAyI0T NONacThb

B 1 muKcesb 5KpaHa

b ‘Eﬁ ‘{I"‘
|
#r}}

|
7.

N
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MacirtadbupoBaHue

* OHOMY MUKCEJII0 Ha dKpaHEe MOXeET
COOTBETCTBOBATh KaAK MHOI'O M€eHbIIIe, TaK
11 MHOTO OOJIbIlle OHOI'O IIHUKCEJIS
TEKCTYPBhI

* YBeJINueHUe U YMEHbIIIeH1E

— B3aTtp Ommxaninui nukcesib (nearest)

— burHeNHO MHTEPNOJIUPOBATh YETHIPE
omxanmmnx nukcess (linear)
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MacuirabrupoBaHue

M3o0paxeHue JIyyllle BCEro BBIIJIAAUT, KOraa
eTaan3alusa TeKCTyphl OJir3Ka K pa3pellleHHI0 SKpaHa.

Ecin pa3speliieHre 3KpaHa BbICOKOEe (TEKCTypa CJIUIIKOM
MaJieHbKas/00beKT OUueHb OJIM3KO0), MOJIyYaeTCs
pa3MBITOE N300paxeHue.

Ecyin xe pa3pelieHre TEKCTYPhI CJIMIIIKOM BEICOKOE
(TekcTypa CJIMIIKOM BeJiMKa/00BbeKT OUeHb J1ajIeKo),
moJiy4aeM CJiydyarHble MUKCeJIM — a 3HAUYUT, [I0TePI0
MeJIKUX JleTajier, MepljaHue.

[Tosy4aeTcs, 4TO JIydllle UMeTh HECKOJIBKO TEKCTYP
pa3HOH AeTaiM3allud U HaKJIaAbIBaTh Ha OOBEKT TY,
KOTOpas HanboJiee MOAXOOUT B JaHHOW CUTYyaI[UMH.



HeckoJIbKO YpOBHEU JeTajin3aluu
TEeKCTYPHI (mipmap)

OpuruHanbHoe nsobpaxeHue OOBIYHO reHepUpyITCsA C
YMEHbBIIEHNEM JIMHEHHBIX
pa3MEpPOB BJABOE:
256 X 64
128 X 32
64 x16
32X8
16 x4
8x2
4x1
2x1
1x1

W Tak ganee...
H = .
1/64

1 nukcenb

MpenBapuTenbHO OTHUNLTPOBaHHbIE U306paXKeHUA
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HeckoJIbKO YpOBHEU JeTajIn3aluu
TEeKCTYPHI (mipmap)

HaspaHue MpoucxoauT OT JaT. multum in parvo - «MHOT'O B MaJIOMy.

3aHuMaeMbI 00beM MmaMATU B 1.5 pa3a 0oJiblile NCXOAHOU TEKCTYPhl



YMeHbIIIeHV e C UCIIOJIb30BaHuEM
mipmaps

BerunciiseM mupuHy (BBICOTY, IJIOIIAAb) IMKCEJIA B TEKCTYPHBIX
KOOpJMHaTax u onpenesisieM KO3OPUIMeHT MaclITabupoBaHUA
TEeKCTYPHI

Bribupaem OJIMKaUIIUKM MTUKCEJIb U3 OJIMXKaUIIero 1o Macirady
MUIIMAIMa (nearest-mipmap-nearest)

HHTepIiosiMpyeM YeThIipe NUKCess U3 OJImKauilero no Macurady
MunMaIa (nearest-mipmap-linear)

BriGupaeM OInxauInnuy MAKCEJIb U3 ABYX OJIMXKanIInX I10
MacTmady MUIIM3M0B 1 UHTepnoJMpyeM ux (linear-mipmap-
nearest)

WMHTEepnonpyeM Mo YeThipe MUKCeJIA U3 ABYX OJIMXauIlInX 110
MacTinady MUIIMAMOB U UHTeproaupyem pedyJbrtat (linear-
mipmap-linear)
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PDuabTpaua

 @uapTpanysa TEKCTyp HeoOXoauma, T.K. MO3UIUH
TeKceJie OOBIYHO He COBIIAIaloT C MMKCEeJIAMU SKpaHa.

* Kakou u3 Tekcesien BEIOpaTh AJIA OTPUCOBKU MUKcesa ?

grid of pixels on soreen

texels applied
to 3D polygon




dOuisTpanua. TpuirnHenHas

No Mipmaping No Mipmaping Mipmaping Mipmaping Mipmaping
Paoint Sampling Linear Bilinear Trilinear 16x Aniso Tril.




PubTpanvda. AHU30TPOIHAaA

* MeTOJ YJIyUllleHUs KaueCTBa N300pakeHuA TEKCTYP Ha
ITIOBEPXHOCTSX, CUJIbHO HAKJIOHEHHBIX OTHOCUTEJIBHO
KaMephl

* BHOCUT MEHbIIIE Pa3MBITHUA U [IO3TOMY O3BOJIAET
COXpaHUTH OOJIbIle geTajier N300paxxeHus




dubTpanya. AHU30TPOITHAA

X2 x4 x8

MIP mapping RIP mapping
256x256, 256x256, 256x128, 128x256, ...
128x128, 128x128, 128x64, 64x128, ...



BzauMozencTBre ¢ MaTepruajioM

WAruopupoBaTh MaTepuall; MCI0JIb30BaTh TOJIBKO I[BET
TEKCTYPHI (pacu€T OCBEIEHHOCTHU BBIKJIIOUYEH)

CMenrBaTh paCCUUTAHHBIN LIBET [IBETOM TEKCTYPBhI

(blend)
MoaysimpoBaTh (YMHOXATh) LIBET IIBETOM TEKCTYPEI
OrpaHnuunThbCs 00pabOTKOM YaCTU KOMIIOHEHT:

— ToJibKO APKOCTH
— Tosibko RGB

— Tounbko anbda

— Auib(da U ApKOCTH
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MonayiAanusa HopMaJsien

[IpocTou cnoco0 co3manuA apdekTa peibeHOU
[IOBEPXHOCTHU C JleTaju3alren 00Jibiien, 4eM I03BOJIAeT
[IOJIMTOHAJIbHAS IOBEPXHOCTh.




MonayiAainna HopMaJien

[To3BOJIAE€T HU3KOIOJJIUTOHAJILHON MOJEJIN BHITJIAIUTD
BBICOKOIIOJIMTOHAJIBHO (C XOpolien geTajiru3alen)

No Normal Map With Normal Map



MonayiAanusa HopMaJsien

OO6sa3aTesibHOe ycJioBUE: 5h(EKT JOCTUTAETCA 3a CUYeT
OCBelIl[eHVA MOBEPXHOCTU UCTOYHUKOM CBeTa

6e3 KapTbl HOpManeu C KapTon Hopmaneu




MoayJiAanua HopMaJier

K mojiyueHHOU OOBIYHBIM CIIOCOOOM HOPMAJIU B TOUYKE
nobaBJiiAeTCA OTKJIOHEHWE HOPMAaJIU U3 TeKCTYPHI




MonayAanua HopMaJsien (mpumep)

1. CHavasia HaJIOXUTh KapTy HOpMaJjien Ha chepy




MonayAanua HopMaJsien (mpumep)
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Pa3sMepHOCTh TEKCTYP

* OIHOMEpHBIE
— Kak aBymepHbie, HO B OJIUH IUKCEJIb BBICOTOU

* JIBymMepHbIe

» TpexmepHEIe
— OOBbEMHBIE IJIOTHOCTHU, TOMOIpaMMa U T. .
— 256 X256 X 256 X4 =64 MO
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