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OtnoxeHHoe ocBelleHue (Deferred
shading)

1. BMecTo nToroBoro ocBeLLeHNA NMKCEeNA B NMpoLecce
peHaepa reoMmeTpumn Mbl 3aNUCbIBAEM
nHdopmauumto o6 aTom nukcene (no3muums,
HOpPMa/ib, LBET). 3Ta UHPOPMALMA XPAHUTCA B
CTpYKTYpe G-Buffer

2. Mocne Toro, Kak BCA reomeTpuUs HapuCcoBaHa, Mbl
ncnosbsyem nHdopmauuto ns G-Buffer, ytobol
OCBETUTb U 3aTEHUTb NUKcenn. Ha atomn ctagmm mol
HMYEero He 3Haem 06 NCXOAHOW FrEeOMETPUN CLEHDI.
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TannoBbIn Nnogxoa,




[lpenmyLiecTBa:

1. TeopeTnyeckn HeorpaHMYEHHOE YNCA0 NCTOYHMKOB
cBeTa, KoTopble AEeNCTBYIOT HAa OAUH MUKCENb.

2. J1Ierko MeHATb aAT0PUTMbI OCBELLLIEHNA B CTOPOHY
YCNOXHEHUA NN YNPOLLEHUNA

3. Mepe3anucbiBaHne nHbopmaumm ns G-Buffer
(nexkann, norogHble addeKTbI)



HenoCTaTKMW:

. bonblioe KoanyecTso MHPoOpPMaLUN,
3anucbiBaemon Ha nukcens (fillrate n pacxop,
BMAEONaMATH).

. He paboTtaeT ¢ npo3payHbiMmmn 06 bEKTAMM.

3. bonbWwoe KONMYEeCTBO YTEHUN UHPOPMALUW.

. OrpaHnyeHHOEe KoNM4YecTBO MaTepmnasios, No-
PasHOMY B3aMMOAENCTBYIOLWMX C OCBELLLEHNEM.
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HacnaxXgeHue pe3y/ibTaToOM
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PacceAHHOe ocBelleHue
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MeToanKa pacyeTa




Screen Space Ambient Occlusion
(SSAO)
byKBaNbHO «3aTEHEHME
PACCEeAHHOro OCBELEHUA B
3KPaHHOM MNPOCTPAHCTBE»



MeToanKa pacyeTa

Z-Buffer
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PenpoeKuunAa
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PenpoeKuunAa
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NCTOYHUKU

. http://steps3d.narod.ru/tutorials/ds-tutorial.html

. http://www.gamedev.ru/terms/DeferredShading

. https://habr.com/ru/post/420565/
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