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THE PROCESS OF OBTAINING AN IMAGE BY A THREE-
DIMENSIONAL MODEL IN REAL TIME
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10 TPEXMEPHON MOJIENH, OTICAH aJrOPUTM pacTepPHU3aIIH.
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TepMmuHos0rus

ScreenSpaceReflaction (SSR) — 3To MeToa NMOBTOPHOTO HWCIOJIB30BAHUS

JAaHHBIX TIIPOCTpAaHCTBA JKpaHa OJ1 pacdcTa OTpa)KGHHﬁ. I[aHHaJI TCXHHUKA
AOCTATOYHO pPCeCypCO3aTrpaTHad, HO IIPpH TI'PaMOTHOM €€ HCIIOJIb30BAHUHU MOZKHO
I[06I/ITBC$I OTJIMYHBIX  PE3yJIbTATOB, W IIPpAU 3TOM COXPAHUTb BBICOKYIO
IMPOU3BOAUTCIIBHOCTD.

AmbientOcclusion (AO) — »3To0 MeToj 3aTeHEHHS HW300pakKCHHUS,

UMUTHPYIOINH TII06anbHoe 3aTeHeHue. Ecnu ropoputhk konkpetHo o0 EEVEE, to
B JAHHOM CJy4ae KOppeKTHee OyJeT Hucmnoias3oBarh abopesuarypy SSAO
(ScreenSpaceAmbientOcclusion). Ene TOYHEE CKa3aTh, GTAO
(GroundTruthAmbientOcclusion), Ho 00 3ToM MbI YK€ IMOrOBOPUM B TJIaBe,
MOCBSIIEHHON 3ToMy MeTony. AnroputM SSAO pabGoTaeT B pexuMe peasbHOTO
BPEMEHH W HMHTHPYET PaCCESHHOE HEMpPsIMOE OCBEIIEHHE U COOTBETCTBYIOIIEE
3aTeHEHHEe B JKpaHHOM mnpocTpaHcTBe. SSAO Obul  pa3paboTaH  OTAEIOM
uccienoBanuii Hemenkod kommanum Crytek, mpu paspabotke rpaduueckux
KOMITOHEHTOB urpoBoro aswxikka CryEngine 2. IlepBas urpa BbIIEIIIas Ha 3TOM
JIBM)KKE M HMCIIOJIb30BaBIIas JaHHYIO TexXHOJOruio Obiia CrysiS, koTopas BhIILIa
ocenbto 2007 rona. Ilozke maHHBIA anroputM U ero MoaudUKalUU ObLIH
UCTIOJIb30BaHbl BO MHOTHX JPYTHX WMIPOBBIX JIBMXKax, Takux kak UnrealEngine,
Unity u MHOTHX IpyTHX.

PBR (Physicallybasedrendering) — »10 ¢uaocoduss KOMIBIOTEPHOI

rpaduky, KOTOpas CTPEMUTCS BU3YyIM3UPOBATh TPaduKy MaKCUMAJILHO OJU3KO K
TOMY, YTO MBI BUJMM B peanbHOM MHpe. KOHEUHO ke, 0 pealbHOro mupa eu
OYEHb J1aJIEKO, HO Ha MPAKTHKE 3TO O3HAYAET UCIIOJIb30BAHUE HEKOTOPOro Habopa
TEKCTyp (IIEpOXOBATOCTh, aabOE0, KapTa HOpMajed, KapTa OTpPaKEeHHI...),
KOTOpbIE JaayT UTOTrOBBIA (HOTOpEATUCTUUHBIA pe3ynbTar. Takke mnox ATUM

TCPMUHOM CTOUT IMOHUMATHL, YTO OAWH M TOT XKC MaATCpHUaJl 6YI[6T BBIT'TIAICTD
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UJEHTUYHO (TIPaKTHYECKH) B JIFOOOM JApYroM MPOrpaMMHOM OOECIICUCHUH C
noaaepxkoit PBR.

VYreuka/nporeuka cBera (Lightleaking) — »To mpobGiiemMa Bcex IBHIKKOB

peHJIepUHra B peaJlbHOM BpeMEeHHU. JlaHHBIM TEPMHMHOM HA3bIBAIOT MOSBIICHUE
CBETa B TEX MeCTax, TJe MO 3aKoHaM (U3UKH ero OBITh HE TOJDKHO.
YHUBepcanbHOTO pEHIeHUs] JaHHOM MpoOJeMbl HE CYyIIeCTBYeT. B KHUTE BbI
CTOJIKHETECh C HEKOTOPHIMU OIIMSIMHU, KOTOpPHIE IMOMOTYT TOJHOCTBIO JIHOO
YaCTHUYHO OT 3TOTO U30aBUTHCS.

Oxkkmronep (Occluder) — B KOHTEKCTE KOMIIBIOTEPHOW  TpaduKH

OKKJTIOJIEPOM Ha3bIBAIOT JIFOOOW OOBEKT, KOTOPBIA CTOMT Ha IyTHU CBETAa U MOXKET
oTOpachIBaTh TEHb. DTO CJIOBO OYEHb YJOOHO MCIIONb30BaThb BMECTO «OOBEKT,
KOTOPBIN 0TOpachIBaeT TEHb/HEMPO3PAYHBIA OOBEKT.

OcHoBHas uHGoOpManus

JUis paccMOTpeHusi mpolecca MOJydeHUs H300pakeHHs Mo TpEXMEpHOM
MOJIEJIM B p€aJIbHOM BPEMEHU HaMm NOTpedyeTcs ABUKOK PEHIEPUHTa, BCTPOCHHBIN
B HEKOE MPOrpPaMMHOE obecrieucHue. EEVEE
(ExtraEasyVirtualEnvironmentEngine) — 3To IBMXXOK pEHICPUHra B PeabHOM
BpeMeHHU, BcTpoeHHbI B Blender u ucnons3yromuit OpenGL. On opueHTHpOBaH
Ha CKOpPOCTb M MHTEPAKTHUBHOCTb IpU paboTe ¢ marepuasamMu. HecMmoTpst Ha ToO,
YTO OCHOBHOW 00JIaCThIO €r0 MPUMEHEHHMs SIBISIETCS HAaCTpOMKa MaTepuajioB, OH
OTJIMYHO MOAXOAUT U AJisl GUHATBHON BU3yaJIU3alIUH.

EEVEE sensercs PBR-penmepom (Physicallybasedrendering), uro nemaer
€ro COBMECTHMBIM C OTPOMHBIM KoyindecTBOM Apyrux PBR-pennepoB. Onu
UCIIOJIB3YIOT OJTHA W T€ K€ HOJbI JJIs CO3[JaHUs MaTepualoB M, HECMOTpPS Ha
pa3iinyHble ANrOPUTMbl PAaOOTHI, BBIJAIOT MPAKTUYECKU HACHTUYHBINA pE3ynbTar.

Bo mHorux Cllydadax ONpCACIMTL pasHULy «Ha Ijas» 3aTpyAHUTCIbHO HJIN KC
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HEBO3MOXKHO BoBce. [Ipumep mnpencrtaBieHuss OOBEKTOB B  IPOCTPAHCTBE

MPEJCTABIICH Ha PUCYHKE 1.

EEVEE Refraction EEVEE Bump

Pucynoxk 1 — [Ipumep npencraBienust 00beKTa

N3-3a orpaHuveHuil peHIIEpUHra B pEaJlbHOM BPEMEHHU HE Bce (YHKUIUU
noctynHel B EEVEE. Tlpou3BOauTeNnbHOCTh CHUJIBHO 3aBUCUT OT KOJUYECTBA
BSDF-HO10B, pUCYTCTBYIOLIUX B AepeBe MarepuanoB. To e camoe KacaeTcs U
KOJIMYECTBA  aKTUBUPOBAHHBIX  JIOMOJHUTENBHBIX A((EKTOB, TaKUX  Kak
ScreenSpaceReflaction (SSR), AmbientOcclusion (AO), Bloom u T.1.

Yro Takoe pacrepusauus’?

KommnbroTepHas rpaduka B pealbHOM BPEMEHHM YK€ JIaBHO HCIOIb3YET
METOJI, Ha3bIBaeMblii  pacrepu3arert  (rasterization), mns  oToOpakeHuUs
TPEXMEpHbIX OOBEKTOB Ha JIBYMEPHOM JKpaHe. 1o ObicTpo. W pesynbrar
MOJIy4aeTCsl OYEHb XOPOILMM, XOTh W HE BCEr/la HACTOJBKO XOPOILI, KaK TO, YTO
MOKET ClIeJaTh TPACCUPOBKA JTyUYEH.

[Tpu pactepuzanmu 0OBEKTHl HA SKPaHE CO3/JAIOTCA U3 MEIICH, COCTOSIINX
U3 TPEYTroJIbHUKOB UM MHOTOYTOJIbHUKOB, KOTOPBIE CO3AAa0T TPEXMEPHBIE MOJIETTN

00BEKTOB. BeplnHbI KaXKI0T0 TPEYroJIbHUKA MEPECEKAIOTCS C BEPIIMHAMU APYTUX
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TPEYTOJIbHUKOB pa3HbIX pa3MepoB U ¢opMm. C Kaxaol BepIIMHOW CBA3aHO
MHO’KECTBO Pa3IUYHON HHPOpPMAINH, TAKOH KakK: €€ MOJIOKEHHE B MPOCTPAHCTBE,
uHpopMaIusl O IBETE, TEKCType U €€ «HOpMajn», KOTOpas HCHOIb3YeTCS IS
OTIpEJICJICHHS TOr0, KaK TOBEPXHOCTh 7 00beKTa oOpallieHa K Kamepe.

3areM KOMIBIOTEPHI IPEe0Opa3yroT TpeyroiabHuku 3D-Mozaeneil B mukcenu Ha
2D-skpane. KaxxaoMmy nHKCeI0 MOXKET ObITh HA3HAYEHO HAvallbHOE 3HAUYCHHE
[BeTa W3 [IaHHBIX, XpaHAIIMXCA B BEpUIMHAX TpeyrojbHuka. JlanbpHeimas
00paboTka min «3areHeHue» (Shading) mukcens, BKJItoYas K3MCHEHHE €ro 1[BETa Ha
OCHOBE TOTO, KaK MCTOYHUKH CBETa B CLIEHE OCBEHIAIOT TOT WJIM MHOM y4acTOK
Mellla, ¥ MPUMEHEHUE OJHON WIIM HECKOJIBKUX TEKCTYP K MUKCEI0, 00BEIUHSIIOTCS,
4TOOBI CPOPMUPOBATH OKOHYATEIBHBIN IIBET, IPUMEHEHHBIN K MTUKCEIIO.

DTO BCE TPY103aTPATHO, C TOUKH 3pEHUSI BbIYUCICHUM. {151 BceXx 00BEKTOB B
CIIEHE MOTYT MCIOJIb30BaThCS MWJUIMOHBI TIOJMIOHOB, @ Ha DJKpPaHE MOXKET
coJiepKaThCsl MPUMEPHO 8 MIIITHOHOB muKcenei (4K-nucmeit). M kaxnapiii kaap
WU n300pakeHue, oToopakaeMoe Ha dKpaHe, 0OBIYHO OOHOBJISIETCSL C YaCTOTOM OT
30 1o 90 pa3 kaxayro CEKyHIY.

Kpome Toro, 6ydep nmamsatu (BpeMeHHOE MPOCTPAHCTBO), OTBEACHHBINA MJIs
YCKOPEHHsSI Tpolecca, MCHOJb3yeTca Uil MpPeBAPUTEIbHON BU3yalH3aluu
OyIaylmux KaapoB J0 UX OTOOpakeHus Ha dkpaHe. ['mybuHa unu «Z-0ydep» Takxke
UCIIOJB3YeTCsl JUIsl  XpaHeHus wuHopMamuu o TIIyOMHE THUKCeNs, YTOObI
rapaHTUpPOBaTh, YTO ONMXKalIHMe K KaMepe OOBEKTHl B TPOCTPAHCTBE JKpaHa
OTOOpaKarOTCs Ha BAIlleM MOHHUTOPE, & 00BEKTHI 32 HUMH OCTAIOTCSI CKPBHITHIMHU.

Bba3oBblii ajgropuTm pacrepusanumn

Ha camom gene cymectByer HE OAMH, a HECKOJBKO aJlrOpUTMOB
pacTepu3aluy, HO 3TH aJrOPUTMbl OCHOBaHbl HAa OJHOM K TOM XK€ O0OIIeM

IIPpUHIHUIIC. Bce st AJITOPUTMBI ABJIAIOTCA BapHAHTAMU OHHOﬁ U TOH XKe HACH.
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VIMeHHO Ha 3Ty UEI0 WIN NPUHIUI MBI Oy/IeM CChUIAThCA, KOTr/ia Oy/ieM rOBOPUTh
0 pacTepu3aluu.

Yro 310 3a unes? llponecc peHaepuHra no CymecTBy MOKHO pa3/ieiuTh Ha
JIBE OCHOBHBIE 3aJjaud: BUAMMOCTb M 3aTeHeHue. Pacrtepuzanus, 4yToObl CKa3aTh
BEIIM OBICTPO, MO CYTH, SIBJISETCS METOAOM pEHICHHS MPOOJIeMbl BHIUMOCTH.
Bugumocts cocTOMT B TOM, 4YTOOBI ONpPENEIUTh, KAKHE YacTH TPEXMEPHBIX
00OBEKTOB BHUAHBI Kamepe. HekoTtopsle YacTu 3TUX OOBEKTOB MOTYT OBITh
HEJOCTYIIHbI, TOTOMY YTO OHM HaXOASTCS BHE BUAMMOM OO0JIaCTH KaMepbl WU

CKPLBITHI APYTUMHA 00BEKTaMHU.
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PucyHnok 2

Pemenue 3Toil mpoOieMbl MOXKET OBITh PEATU30BAHO JBYMSI CIOCOOAMHU.
MoxHO MO0 MPOCHENUTH JIyd 4Yepe3 KaKAbld MUKCENIbh B W300pPaKEHHH, YTOOBI
y3HaTh PACCTOSHUE MEXIy KaMepod U JIOOBIM OOBEKTOM, KOTOPBIA ATOT Jy4
nepecekaeT (ecau ectb). OOBEKT, BHAMMBIN dYepe3 OSTOT IHKCENb, SBISSTCS
O00BEKTOM C HAUMEHBIIIUM PACCTOSTHUEM TepecedeHus (00IYHO 0003HaYaeMBbIM KaK

t). OTo TexHuKa, HCIOJb3yemass B TpacCUpoBKe Jyded. B stom cmydae
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COSI[aeTCHI/I306pa>KeHI/I€, 3allUKJIMBAasCh Ha BCEX ITHKCCIIX I/1306pa)KGHI/I$I,
OTCJIC)KHUBA JIY4 IJIA KaKA0I'0 U3 3THUX MMAKCEJIEN U 3aTEM BBIACHSS, IICPCCCKAOTCA
JAU 3THU JIy4Hu C KaKUMH-JIN00 OOBEKTaMHU B CIICHC. I[pyrI/IMI/I CJIOBaMu, aJIr'OPUTM
Tpe6yeT ABYX OCHOBHBIX IHKJIOB. Buemrnui IMUKJI BBIIIOJHACT HUTCPpALUH II0
IIUKCCIIIO B I/1306pa)KeHI/II/I, a BHYTpeHHI/Iﬁ IMUKJI BBIMIOJIHACT UTCpALlMU 110 O6’b€KTaM
B COCHC:
for (each triangle in scene) {
/l STEP 1: project vertices of the triangle using perspective projection
Vec2f v0 = perspectiveProject(triangle[i].v0);
Vec2f vl = perspectiveProject(triangle[i].v1);
Vec2f v2 = perspectiveProject(triangle[i].v2);
for (each pixel in image) {
/[ STEP 2: is this pixel contained in the projected image of the triangle?
if (pixelContainedIn2DTriangle(v0, v1, v2, X, y¥)) {
Image(x,y) = triangle[i].color;

¥

¥

Pactrepuzanusi HMCMOIB3yeT NPOTUBOMOJIOKHBIA MOAX0A. YTOOBI pPEmuTh
npo0JieMy HArjsiIHOCTH, OH (PAKTHUECKU «IIPOCIUPYET» TPEYTrOJbHUKUA Ha DKPaH,
OPYTUMH  CIIOBAMH, Mbl TNEPEXOAUM OT TPEXMEPHOTO MPEACTABICHUSA K
JIBYXMEPHOMY IPEIACTABIECHUIO 3TOr0 TPEYTOJIbHHUKA, WUCIOJIb3Ys MEPCIEKTUBHYIO
MPOEKIHID. JTO JIETKO CAENaTh, NPOCUMPYS BEPIIMHBL, COCTABIIAIOLINE
TPEYTOJbHUK, Ha 3KpaH (UCMOJIb3Yysl MEPCHEKTUBHYIO MPOEKIIHIO, KAK MbI TOJIBKO
qT0 00BsicHWIN). CheayrolyM IIaroM B aJITOPUTME SBIISIETCS HCIOJIb30BaHUE
HEKOTOPOM TEXHMKHU JJIs 3arlloJHEHUs BCEX NHUKCeNned H300pa’keHus, KOTOpbIe

MOKPBITBI 3TUM 2D-TpeyroJpHUKOM. DTH JBa 1Iara roka3aHbl Ha pucyHke 2. C
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TEXHUYECKOM TOYKM 3pEHHs] OHU O4YEeHb MPOCThl B BbioONHeHUH. [llaru
IPOCIUPOBaHUs TPEOYIOT TOJBKO pPa3AeNeHUs] MEPCHEKTUBBI U TEpEeHa3HAuUCHUS
PE3YABTUPYIOIIMX KOOPAMHAT U3 MPOCTPAHCTBA H300pa)K€HUsT B IMPOCTPAHCTBO
pactpa.

Kak BBIMISIAUT aJITOPUTM IO CPABHEHHIO C MOAXOJAOM TPACCUPOBKHU JIydeud?
Bo-niepBbiX, BMECTO TOr0, UTOOBI CHauYaja nepedupaTh BCe MUKCEIN N300paKeHUs,
IpU pacTepu3alry, BO BHENIHEM IMKJE, MEepeOMparOTCs BCE TPEYrOJbHHUKU B
ClieHe. 3aTeM BO BHYTPEHHEM LIMKJIE EpeOUpParOTCsl BCe NMUKCENU M300pakeHUs U
BBISICHSAETCS, COJICPXKUTCS JIM TEKYIIUI MUKCENIb B «IIPOCHIUPYEMOM U300PKEHUM

TEKYIIETO TPEYTOIbHUKA (PUCYHOK 3).

1) Project vertices

2) Loop over pixels. Does the pixel lie in the triangle?

NG =—
™~

yes

\l/

Pucynoxk 3
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I[pyFI/IMI/I CJIOBaMH, BHYTPCHHHC W BHCIIHHUC IHUKIIBI ABYX aJITOPUTMOB
MCHAKTCA MECTAMU.

for (each triangle in scene) {

Il STEP 1: project vertices of the triangle using perspective projection

Vec2f v0 = perspectiveProject(triangle[i].v0);

Vec2f v1 = perspectiveProject(triangle[i].v1);

Vec2f v2 = perspectiveProject(triangle[i].v2);

for (each pixel in image) {

/[ STEP 2: is this pixel contained in the projected image of the triangle?

If (pixelContainedIn2DTriangle(v0, v1, v2, X, ¥)) {

image(x,y) = triangle[i].color;

}
}
B urore:
° [IpeoOpa3oBanne reoMeTpud B TPEYTOJbHHUKH YIPOIIAET IPOIECC.

Ecnmm Bce mpumMuTHBBEI mpeoOpa3oBaHbl B NMPUMHUTHB TPEYTOJIbHUKA, MBI MOXEM
Hamucath ObICTphIe U d(PPeKkTUBHBIC PYHKIIMH JIs1 TPOCIIUPOBAHUS TPEYTOJIHHUKOB
Ha DKpaH ¥ MPOBEPKU, HAXOIATCS JTU MTUKCETH B ATUX 2D TpeyroipHUKaX.

° Pacrepuzauust  sBnsieTcsi O0BEKTHO-OpPUEHTUpOBaHHOW. B Hel
IPOCLUPYETCS] TEOMETPUS Ha SKpaH U OIpeesieTCs] UX BUAUMOCTD, epedupas Bce
MTUKCEIN N300paKCHUS.

o AJTOpPUTM OMHUpaeTcs B OCHOBHOM Ha J[Ba METOJA: MPOCHUPOBAHNE
BEpPIIMH Ha OJKpaH W BBIICHEHWE, HAXOAWTCS JM JaHHBIH MHKcenb B 2D-

TPEYTOJIbHHUKE.
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