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3agaHune 3. Cumynaumsa n peHaepuHr pacTUTENbHOCTW.

Pucynoxk 1. [IpuMep BBIIOTHEHHOTO 3a1aHUs.

1.AHHOTaAUUA

Hens 3amanums: M3ydenwe ocHOB coBpemeHHOro OpenGL B mpoliecce BBITIONHEHHUS 3alaHds C

MOJIE3HOM Harpy3Koi:

basza:
e OcHOBBI HU3MUECKON CUMYJIISIIMU U aHUMALUN
e ['paduyeckuii KOHBEHEp, TeOMETPUIECKUE ITPeoOpa3oBaHMUs
o IlleiinepHbie mporpaMmsl
e VBO/VAO. O6bekts! namsati OpenGL

e llHcTtancuHT
JloIoTHUTENBHO:

e JlokanbHbIC MOJEIH OCBEIICHUS
Mopenu ocBeIIeHNs TOHKAX 0OBEKTOB
WNmuranus Mukpopenseda
Tenu. KapTs! Teneit.

Penepunr B Texctypy

Hayunas Busyanuzanus



[pennonaraemsiii 00beM koaa 3aganus: 1000-1500 cTpok:

WNunnuanuzanus memia tpasbl 100 cTpok.
Cumynanus: 100 cTpok.
Pa6ora ¢ OpenGL: 500-1000 cTpoxk.

[Ipumep BoIMOTHEHHOTO 3aAaHus: https://youtu.be/QNTAT74Pddk

2.ba3sa

B 6a30Boii peanuzauuu 3an1aHus HEOOXOUMO CIENATh TPaBy (WK APYTYIO PACTUTEIBHOCTS - LIBETHI,

KYCTBI), pEaIMCTUYHO KOJBIIYIytocs Ha BeTpy (puc. 1). [lo xemaHuro Jomyckaercs peanusanus

BOJIOC BMECTO TpaBbl JHOO AEPEBHEB/KYCTOB C KOJBIIIYIINMHCA Ha BETPY JUCTbAMU. OTpPHCOBKA

TpaBbl JOJ’)KHA BBIITOJHATHCA IIPU TOMOIIU MEXaHU3Ma NHCTAHCUHIA B OpenGL

2.1 ObsazaTternbHble TpeboBaHUA K CUMYNALNK:

JIBIDKEHHS TPaBBI IOJDKHBI OBITh PEATMCTHYHBIMU. Best TpaBa eMMKoM JOKHA HIEBETUThCS
(a HE TOJIBKO OTAEIbHBIC TPAaBUHKH).

Berep nomkeH ObITh BKIIIOYEH IO YMOTYaHHUIO, THOO N00aBIATHCS 110 KHOomke ‘W’ (Wind).
CKOpOCTh CHMYJISIIIMY He A0JI3KHA 3aBHCETh OT IIPOU3BOAUTEILHOCTH MallIMHBL. MOKHO
BKJIIOYHTH BEPTUKAIBHYIO CHHXPOHU3AINIO, YTOOBI FrapaHTHPOBATh OrpaHmdeHne 60 Kaapos B
cexyHay. Ha mammne mpoBepsitomiero BepTukajibHasi CHHXpOHH3anus OyIeT BKIIOUeHa Mo
YMOJTYaHHIO.

CoBer: 3aycKaiiTe cBO€ 3aJaHUE HA Pa3HbIX [0 Npou3BoauTeabHocTH GPU!

2.2 ObsazartenbHble TpeboBaHUA peHOEPUHTY:

TpaBunkH (TUOO APYTHE IEMEHTH PACTHTEIILHOCTH) AOJIKHBI OBITH IIOXO0KH Ha HACTOSIIY O
TpaBy - clIeJaHbl TeOMeTpHel Mn0o IamKamMu ¢ TeKcTypamu kak B [1] wmm [3]. [Ipocteie
NpSIMOYTOJIbHBIC — IMOJIOCKH, OJWH TPEYrOJbHHK, JIMHUM WIH TOYKH, CXEMATUYHO
M300pakarolue TpaBy He OyIyT 3aCYUTaHbI!

OTtaenbHbIE TPaBUHKU (JINOO JpyTHE AIEMEHTHI PACTUTENBHOCTH ) JOKHBI HIMETh Pa3IMYHbIN
pasMep ¥ MOBOPOT (BO3MOXKHO TaKKe Pa3HBIHN IBET).

MuHUMaNbHOE KOJIMYECTBO HHCTAHIIMPYEMBIX 00BbEeKTOB (TpaBUHOK) - 10000. B ciryuae ecnu
BMECTO TPAaBUHOK HUCIIOJNIB3YIOTCSL O0Jiee CIIOKHBIE OOBEKTHI (HApUMep LeNbie AePEBbs WK
KYCThI), MUHUMaJIbHOE KOJMYECTBO HHCTAHIIHPYEMBIX 00BeKTOB - 5000.

OTpurCcOBKa TpaBbl JOKHA BBITOTHATHCS P MOMOIIM MEXaHW3Ma HHCcTaHcuHra [13].

B cuene nmomkHa OBITH TEKCTYpUpPOBaHHASI TIOCKOCTh, UMHUTHPYIOMIAS TMOJ. AHAJIOTUYHO
TOMY Kak cfieflaHo B puMepe. JInbo xakas-To 6osee ciokHas IMHUTAIUS 3EMITH.


https://youtu.be/QNTAT74Pddk

e B cjIydac pcajm3alud BOJIOC 00s13aTenbpHa BU3yaJiM3anus TOJOBBI XOTH OBl C(pepoﬁ u

B3aMMOJIECTBUE BOJIOC C HEll (T.€. BOJIOCHI HE JOJKHBI IPOXOIUTH CKBO3b TOJIOBY). B cirydae

peaianzanun cueHapuda C ACPCBLAMU - 00s13aTeNnbHa BU3yaJiM3anus TEKCTYPHUPOBAHHOI'O

CTBOJIa A€PCBA.

3. Kputepum oueHKM 1 OONONMHUTESNbHAA YacTb

MaxkcumanbHas olieHKa 3a 3amanne — 40 6ayuios.

Bbaza. Cumymsinysg 1 BU3yanu3aiis TpaBbl U 3eMIIM C TEKCTYpOH B COOTBETCTBUH C TPEOOBAaHUSIMH,

0e3 ocemenus (10 6amioB).

JonmoauurtenbHo. [lomoaauTensHAsS 9acTh 3aManust (MakcuMyM 30 OaJioB).

e Awntu-amuacusr (o +5)

(@]

O

O

JloIDKEH BKITIOYATRCS M OTKIIIOUATHCS IO KHOMKE “A”.
MSAA (+2) (http://www.learnopengl.com/#! Advanced-OpenGL/Anti-aliasing)
Super Sampling (+3) - peHIepUHT B TEKCTYpy ¢ OONBIINM pa3pelieHueM (dem

paspenIeHne SKpaHa) ¥ JayHCOMIUIHHT
Super Sampling + MSAA (+5)

e bazoBoe ocBemeHne (o + 5 6awion).

O

O O O O O

TexcTypa Ha TpaBuHKaX (+1).

Ocsgenienue 1o JaMOepTy u/Win GOHTY ¢ OJJHUM UCTOYHHUKOM cBeTa (+1).

JIBa pa3HBIX UCTOYHUKA CBETa (HAIpUMep HapaBICHHBIA U TOUCIHBIN) (+1).
3areMHeHMe TPaBbl OrbKe K 3emute s umurtanuu 3ddexra Ambient Occlusion (+1).
Wmuranus rpssu w/wim noxentenus (+1)

Criernam3upoBaHHBIE MOJIENIN OCBEIIEHHS TPaBHI HITH BOJIOC (+2)

e Tenu (10 + 6 6amIoB).

O

(@]
(@]
(©]

Tenun Ha I0CKOCTH (+1)

[pocroit Shadow Map (+3)

[pocroit Shadow Map + PCF (+4)

Bosee crmoskHbBIE M peaTMCTHYHBIE METOABI TeHEH (1m0 +6)

Ilo xHOTKE '7' MOMHKHA BKIIOYATCS] BH3YaJIHM3aIMs KapThl TIyOMHBI, KOTOpask CTPOUTCS MPH

PEHACPEC COCHBI U3 NCTOYHHKA. anyannsaum[ KapThbl FJ'IY6I/IHI>I JO0JIKHA MO3BOJIATH Pa3jindaTb

B Heil OTACIBbHBIC 0OBEKTEI (KapTa MOJKET OBITh HE OZ[HOTOHHOI\/’I, 1100 MOKHO HE PpUCOBATh

TUIOCKOCTh B KapTy TIyOHHBI).

[Tpu peanuzanmu KapT TeHEW HEOOXOAUMO 100ABUTH XOTS OBl | JOMOTHUTENBHBIN OOBEKT B

CIleHy, 9TOOBI TEHB IMajiajga OT TPaBBI HA 3TOT OOBEKT, MO0 OT O0BEKTa HA TPaBy, JINOO

JOJIKHO OBITh pCain30BaHO U XOPpOLIO BUJHO CaMO3aTCHCHUC TPABhIL.

e bouee peasctuaHas cumydsaius Ha CPU (mo +4).



O

O

OtnenbHast cumymsiius HeckoiabKux (10-100) TpaBUHOK U IIBETOB IO pasHOMY (70 +2
B 3aBUCUMOCTH OT PEATTMCTHIHOCTH).

Bonee crnoxxHbie Mostenn cuMyJsmH (10 +4 B 3aBUCUMOCTH OT PETMCTHYHOCTH) [2].

Bonee peamuctuunas cumyisinus Ha GPU (mo +5 6amioB).

Y4éT CTOJKHOBEHMS C TMPOCTHIMH OOBEKTaMH, NMEPEMEIIAIONIUMUCS 10 TpaBe (Hampumep,

KaTaroluiics 1Mo TpaBe Ms4). J[aHHBIH MyHKT HEOOXOJMMO PEaNn30BBIBATh MOJHOCTHIO Ha
GPU (mpm mnomommu OpenGL, OpenCL wumum CUDA), nOCKOIbKY OOBEKTH Oyaer

CTAJIKUBATBHCA TOJIBKO C HEKOTOPLIMU TPaBUHKAMU U BCC TPABUHKU JOJIKHBI pE€arupoBaTh Ha

3TO CTOJIKHOBEHHE 10 PA3HOMY.

JloGaBiieHre NOMOIHUTENBHBIX 00heKTOB ([0 +8 6amioR):

(@]

2-3 pa3IMYHBIX THIA PACTUTEIBHOCTH (HAIIPUMED, TPaBa M 2 pa3HBIX BUAA
BETOYKOB) (+1 32 Ka)KABI TOTIOTHUTENBHBIA BUI, +2 MaKCUMYyM)

JloGaBnenue nepeBbeB (+2 3a cTaTUUHBIE A€pPEBhs +4 3a AEPEBbS C KOIBIIIYIIHMUCS
Ha BETPY JUCTHSIMH)

JlobGaByieHre KUBOTHBIX MM TTHIL (+]1 32 KasKIblid BUI, +2 MAKCHMYM)

Jlo6aBnenue kamuei (+1 Mmakcumym)

JloGaBnenne JIOOBIX IPYTUX TOTOTHUTEIBHBIX 00BEKTOB (+1 MakcCHMyMm)

Oxkpy:xenue (o +8 6amioB)

O

Jlanamadt BMECTO IUIOCKOCTH. I'eoMeTpuro naHmadTa MOXXHO Cr€HEPHPOBATH IO
KapTe BBICOT. TpaBa JOJKHA PacTH MPH 3TOM Ha MMOBEPXHOCTH JaHAmadra (+2)
Ky6nueckue TekcTypHbIe KapThl s BU3yaiu3anuu Heba (+1)
JobaBmenne arMochepHBIX 3G (HEKTOB IMPH ITOMOIIH YaCTHIT (I0KIb, CHET, TIeTIed ... -
JI0 +2 B 3aBUCHUMOCTH OT PEATUCTUYHOCTH).
JloGaBaeHue BOJIBI

m (+] mpocTo MIOCKOTO y4acTKa BOJIBI)

m (+2 BoJa c OTpa>KEHUSIMU)

m (13 BoJa c OTPKEHUSIMH U TIPO3PATHOCTHIO)

Wmuranus mukpopenbeda Ha 3emie, KaMHSIX, TPaBHHKE HIM KOpe JepeBbeB (normal

mapping) (1o +6 B 3aBUCUMOCTH OT TEXHUKH U PCATUCTUIHOCTH)

O

O

(@]

+2 TIpoCTO# HOpMAaJI-MaIIUHT (OaMII-MAaIITHHT)

+4 Parallax Occlusion Mapping

+6 Hcnonp3oBaHue Teccesinuu (MO KHOMKE ‘g’ NOJDKHA BKJIFOUATHCS KapKacHas
BU3yaJIM3aLus IPOTECCENUPOBAHHNHO TOBEPXHOCTH !!! + moynKHA OBITH BO3MOYKHOCTD
BKJIFOYATh/OTKJIFOUATh TECCEIISIIMIO 10 KHOTKE ‘t”)

Hayunas susyanusanms (10 +5)

O

Busyanusanus cui, AeHCTBYIOINX HA BEPUIMHBI CETKU B BUJAE CTpenodek (10 +2 B
3aBHCHMOCTH OT HATJISITHOCTH M 3CTETHYHOCTH).

Busyanuzanms 4YHCIOBBIX 3HAYCHWH BEJWYMH (CHJ, CKOPOCTEH, MO3MLMI) IO
kHonkawM ('8','9', '0") B Touke Ky/Ja yka3bIBaeT MbIIIKa. (+3)



IMonckaszka 1: Camblii MPOCTO# CIOCOO - MCIIONB30BaTh PEHACPHHT B OTACIBHBIC TEKCTYPHI
cu1, ckopoctei n mo3uruit. Cm. mpumep 'basic/sample 10 mrt' [0].
3aTeM MOXKHO BBIBOJIUTD YHCIIOBbIC 3HAYCHUS B BUJIC 3 YKCENl B HA3BAHUS OKHA.

4. MaTepuanbl Ans BbINOSHEHNSA 3a4aHUA

Jns obneryenust BHIOTHEHNS 3a/IaHUS MBI OTIMCHIBAEM HEKOTOPBIE CYIIIECTBYIOIINE METOBI
1 JaéM CCHUIKM Ha JIUTepaTypy. OTO TEM HE MEHEe He O3HadyaeT 4YTO Bbl OOs3aHbI HCIONb30BaTh
HWMEHHO 3TH METOABI. BBl MOKeTe HCIIONb30BaTh JTIOOBIE TEXHUKU alTOPUTMBI, KOTOPBIE TMO3BOJIAT
Bam noayuyuTs peanucTUYHBIN pe3ysbTar.

4.0 Mogenb anemMeHTa pacTuTenbHOCTU

CrnemxyeT OTMETHTBH, YTO (pU3UYECKas MOJEHbh He 00sf3aHa COBMAAaTh C T'€OMETPUYCCKOM
MOJIUTOHAJIBHOW MOJIEJIbI0, MCIIONb3YEMOW JJid peHAepuHra. Yaiue BCEro OHM HE COBMajaloT. B
JAHHOM 33/IaHUU MBI TIpeJIaraeM peann30oBaTh Bam ciemyromnme mpocThie MOAEIH:

4.0.1 dusnyeckasa mogenb

Jns 3aganust Obuta BEIOpaHa AOCTaTOYHO MpocTas (usnveckas Monens. Berep cooOmraer
KaKIOH TpaBUHKE HEKOTOPYIO CKOpOCTh. UeM BbIIIE TOYKA MOJENH, TeM OOJIbIIE IMOIy4eHHas
ckopocTb. Ilon neficTBueM 3TOH CKOPOCTH TOUYKH MEHSIOT CBOE ITOJIOKEHUE B HAIPaBJICHUH BEKTOpa
ckopoctd. Tak Kak TpaBMHKa OeQOPMHUpPYETCS, TO MOABINAECTCS CHUJIa YNPYTOCTH, KOTOpas
MIPOMIOPIIMOHAIPHA W3MEHEHHWIO TIOJIOXKEHHA TOYKA. BEKTOp CHIIBI HampaBieH OT TEKYyIIEro
MIOJIOXKEHUS TOUKHU K IEPBOHAYAIEHOMY.

4.0.2 'eomeTpuyeckasa mogenb

Pucynok 2. I[Ipocrast reomeTpusi TpaBUHKHU.

B nanHOM 3amaHWM BRI MOXKETE HCIIONB30BATH JIOOYIO PEaIMCTHYHO-BBITIISIIANIYI0 MOJIETb TPABHI.
Mgl npeniaraeM Bam HECKONBKO BApPHAHTOB T€OMETPUUECKUX MOAETCH:

e [Ipocras momuroHagbHast MOJIENb (PHUC.2)

e [lomuroHanbHAs MOJEINb C TEKCTYypol i anbda-Tecta (pucyHku A u B)

e [lonuronansHast MoJenb Ha OCHOBE IIaiek (pucyHok C).



OnuH n3 crnocoOOB YMEHBIIEHUS! KOIMYECTBA MOJIUIOHOB (IIPU COXpPaHEHHH AETAIbHONH MOJENN) -
UCTIONIb30BaHNE TEKCTYphl aiub(bl M BBHIOPACHIBAHWE HEHYKHBIX YYAaCTKOB TPaBhl MPSAMO BO
(hparmeHTHOM MIeinepe mpu momomy HHeTpykmu discard (pucyHOK A).

Pucynox 3. [Ipocrast Mogens pacTUTEIHHOCTH Ha OCHOBE reomeTpuu [11].

Pucynok 4. Vcnionb3yembie TekcTypsi (b - 1IBET; C - aibda; a - pe3yabTaT MIPUMEHEHUS anbda-TecTa
pu iomorw uHCTpykIuu discard Bo pparmenTaom meinepe) [11].

Buumanue!!! - mpu oTprcoBKe TpaBbl He MCIIOJb3YiiTE MPO3PAYHOCTD !!!

JL1st KOppeKTHOH BU3yaIH3aIliy IIPO3PAvHON TPaBhl MPH ITOMOIIH aib(a-cMermuBaHusa Bam mpumercs
COPTHPOBATH BCE HOJMIOHBI TPABBI OT JajbHETO K OMkHeMy HemocpencTtBeHHo Ha GPU, uto camo

1o ce0e sSBIIIETCS TOBOJIBHO CIIOXHOM 3amavueii. Ho ecin Bcé-raku Bam odeHb Xxodercs 3TO caeiaTh,
JUISL COPTHPOBKH BBl MOXKETE HCIOIB30BaTh MpocToil anmroput™ bitonic sort mHa OpenCL [12].
AJBTEpHATHBHOE PEIICHHUE - UCIOJIB30BaHUE TaK Ha3bIBAEMOMN MOPSAKO-HE3aBUCUMOHN IPO3PavyHOCTH
(Order Independent Transparency) - TMONHKCEIbHAs COPTHUPOBKA OTHACIBHBIX (PArMEHTOB B
BBRIYHCIIUTEIRHOM Meiiaepe [13].

Takoke MOKHO HCIIOIH30BaTh MOJIETh Ha OCHOBE IUIAIIEK ¢ TeKcTypamu [1,3] (pucyHoK 5).



Pucynok 5. AnprepHaTUBHAs MOJETH PACTUTEIHHOCTH HA OCHOBE Iuiamek [1,3].

4.1 OCHOBbI CUMYNALMN OBMKEHNN

B KoHTEKCTE MaHHOTO 3a/laHus CHCTeMa - Ha0Oop BepIIuH (U3NIECKON MOIeH TpaBUHOK. Ha
KaXXIOM KaJpe BbI JOJDKHBI BBIYUCIATH (PU3MUECKHE MapaMETPhl B BEPIIMHAX - MTO3HULUIO, CKOPOCTH,
cuibl. Mcxons U3 mapaMeTpoB Ha TEKYIIEM KaJpe Bbl BEIUMCISIETE IapaMeTphl Ha CIIEAYIOIEM Kaape.

=
 a

=

Pucynok 6. [TomraroBas cumymsius nerokeHnid. Cuma ['yka - cuia ympyrocTH, AeHCTBYIOIIas Ha

TOYKH Balleh MOACIN (CCJ'II/I B MOACIIN UMCIOTCA IPYKKUHBI UJIN YTO-TO HO,I[O6HOC).

4.2 OcHOBbI reomMeTpuyecknx npeobpasoBaHuin B
coBpemeHHoM OpenGL

1. TIpu ucnonszoBanuu OpenGL3/4 u meiinepoB HEOOXOAMMO TOMHHUTE OJJHO TJIABHOE TPABHJIO.
BepiuHHbIf 1I€HIep 3anuchiBaeT CBOM Bbixo B gl Position B clip space, B eIMHUYHOM Ky0Oe
[-1,1].

2. Takxke BaXXHO NMOMHHTB, YTO B MpOLECCE PACTEPU3ALMN MPOUCXOAUT JACICHUE IO3UIHMN
BEPLIMH Ha YETBEPTYIO KOOPAMHATY W. DTO MO3BOJISET 3aIIHCATh IIEPCIIEKTUBHYIO IPOEKIIHNIO
B Buae MaTpuibl (0e3 mepexona B 4 W3MepeHHUs 3TO ObUIO OBl HEBO3MOXHO). [loaTomy
yeTBEpTas KoopauHaTa (W) JOJDKHA OBITH paBHa | 1O MpUMEHEHHs MaTpHLbl npoekunu. U
TOJILKO IOCJIE€ IPUMEHEHHS MaTPUIIbl IPOEKLIUU OHA MOXKET ObITh HE PaBHOH 1.



3. Tlomuute, uyto gpaiiBep OpenGL 0OBIYHO BBIMONHSET ONTHMHU3ALNH HEHUCIOIb3YEMBIX
atpubyToB BepmmH. [lo3TOMy ecim B BEpIIMHHOM IIeinepe KakoW-HUOyAb aTpulOyT He
UCIIONIB3YEeTCS, ero location momyyaeTcsi HHBANHUIHbIM.

4.3 NHcTaHcuHr B coBpeMeHHoM OpenGL

HWHCTaHCHUHT - 3TO BO3MOKHOCTh pUucoBaTh MHOXECTBO OJHOTUITHBIX O6’I)GKTOB Ipu MOMOIIH
omnoro Be3oBa OpenGL dhyaknn. HapucoBaTh MHOXKECTBO 0OBEKTOB B IEHCTBUTEIHFHOCTH MOXKHO U
0e3 MexaHW3Ma WHCTAaHCHUHTA, HAPUMED B IHKIIC:

glBindVertexArray (bladeVAO) ;
for(int 1 = 0; 1 < 100; i++)
{

// bind Textures, set uniforms etc.

/]
glDrawArrays (GL _TRIANGLES, 0, 10);

OpHako 3T0 He 3P QGEKTHBHO, €ClIi O0BEKTHl OTHOCHTEIFHO HU3KOIOJIMTOHAJBHBIE U HX
MHoro. TpaBa - kak pa3 Takoi ciiydail. BMecTO 3TOro MOKHO pHUCOBaTh BCIO TpaBy BCETO JIBYMs

BbI3OBaAMMU:

glBindVertexArray (grassVAO) ;
glDrawArraysInstanced (GL TRIANGLES, 0, 10, 100);

Oo6parure BHEManme, 4yTo bladeVAO u grassVAO - pasHble, XOTS W TIOXOKHE OOBEKTHI THITA
VertexArrayObject. bladeVAO nomxeH conepkaTh TOJNBKO YKa3aTeldw Ha JaHHBIC IS OJTHOU
TpPaBUHKH, B TO BpeMs kak grassVAO - Tako# ke kak bladeVAO, HO HOTONTHUTEIBHO CONECPKUT
yKazaTenb Ha Oydep I JaHHBIX Ha OJIMH WHCTAHC (HapUMep IMO3HUIINNA TPAaBUHOK) - PHC.7.

‘Norma]O ‘ ‘Normal1| ‘NormalZ | ‘ ‘Normalo | |N0rmal1 ‘ ‘Normaiz ‘ Norma199| ‘

‘TexCoordO | ‘TexCoord1 ‘ ‘ TexCoord2 | |TexCoord99 ‘ ‘ ‘TexCoordO ‘ ‘TexCoord1 | ‘TexCoordZ ‘ ‘

\vao HWVP1 vapz \‘

bladeVAO grassVAO

Pucynok 7. Wmmoctparus VAO mns oguoit TpaBuHku (bladeVAO) m VAO mns maccuBa
TpaBbl HenmkoM (grassVAO). bladeVAO copepxur 3 ykazarenst Ha VBO xpaHAIHUX BEPIIUHBI, B TO
BpeMms Kak grassVAO comepkut Te ke 3 ykazarens + ykazaTenb Ha Oydep marpunl. {1t Toro 4To0n!
OTIpeNIeNTh, KaK UMEHHO Oy/eT MPONCXOIUTH Iepeaada aTpuOyToB (“OJUH 3JIeMEHT MaccuBa Ha 1



BepmHy”® 10O “OAMH 3JIEMEHT MaccuBa Ha LENblii OOBEKT’) HCIoNb3yeTcss (yHKUIUS
glvertexAttribDivisor (puc.7):

// Attrib 4 (vertex information)

changes per vertex
glVertexAttribDivisor (4,0)

// Attrib 5 (matrix data)

changes per instance
glVertexAttribDivisor (5,1)

‘ vposO ‘ vposl H vposN \ vpos0 vposl vposN

ses
v
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[ vpos0

[— SN N VertexPointerl (Bufferl)] M maTpuL, (Hanpvmep 100)

vposl’ ‘ vposN

7
’
Z

VertexPointer0 (Buffero)] N BepwuH (Hanpumep 10)

[
|
r
i
1
1
'
1
[l
I
)

Pucynox 8. MmmocTpammsi Tepemadd ITaHHBIX B BEPIIMHHBIA IIednep mpu padote
uHctaHcuHra. [lpm wucnonbs3oBanum  glVertexAttribDivisor(*,0) nmanasie vpos0O..vposN OyayT
nepeaaHsl B BEPIIMHHBIN el iep Mo MpaBmily “‘OAMH 3JIEeMEHT MaccuBa Ha 1 BepunHy” (per-vertex).

[Ipu ucnonme3oBanmm glVertexAttribDivisor(*,1) manusie OyayT nepeaaBaThCs B BEPIIHHHBIHN meiaep
10 IPaBWITY “OJUH 3JIEMEHT MacCHBa Ha OJUH WHCTaHC” (per-instance).

Ionckazka: Ecnu BbI XOTHTE mepenaBaTh MAaTPUIBl per-instance Kak aTpuOyThl BEpIIMHbI,
BaM HeoOxonumo pa3OuTh Bam Oydep Martpuil mo crpokam Ha 4 pasHeix Oydepa (T.e. Oydep u3
anemenToB 1o 16 float npencraButh kak 4 Oydepa u3 snementos 1o 4 float). JlanHoe orpaHuycHKE
CBSI3aHO C TaK Ha3bIBa€MBIM OOBEIWHEHHEM 3ampocoB B maMmsTh (coalescing), korma GPU moxer
3¢ PEeKTUBHO YUTATh OINpEAeNEHHBIE MOCIeN0BaTeIbHOCTH AaHHBIX (Hanpumep float2 umu float4).

Omno BBezeno B OpenGL kak MexXxaHM3M 3allUTHl OT MOTEHIMAIBHOTO (hopMaTa JaHHBIX, KOTOPBIHA
MOXeET pa0doTaTh Hed(HEKTHBHO (UTO MOXKET Ha caMoM jelre 3aBuceTh oT Moaenu GPU).

Bonee moapobuyto mHbDOpPMAIHIO MPO WHCTAHCHHT MOXKHO TIOMYYUTH TPOMIS MO CCHUTKAM
[14]u [17].

4.4 OcHOBbI NTOKarnbHbIX MOAernemn oceeLleHns

B OpenGL 3/4 HeT BCTpOEHHBIX MoOJeNiel OCBelleHUs. Bce pacu€rbl OCBEIICHHOCTU
(hparmeHTa/IIMKCceNa BB BBIMONHSAETE CAMOCTOATENHHO MPH MOMOINY BEPIIMHHBIX W ()ParMEHTHBIX



nporpaMMm (Kak TMpaBHJIO OCBEHICHHE CUMTACTCA MpPU MOMOIIM mociuenuux). [ns pacuéra
OCBEIIEHHOCTH BO (PparMEHTHOM ITIeiiepe ImpeiaraeTcst HCIob30BaTh Moaenu JlambepTa u Dowra.
BaxxHO TOMHUTB, YTO BCE pacd€Thl BBl JIOJDKHBI TPOHM3BOIUTH B OJHOM W TOM XK€
npoctpancTBe. Hampumep, eciau Bbl BCE cumraeTe B MUPOBOM mpoctpaHcTtBe (world space), He
3a6y)11)Te IIpaBUJIBHO BEIYUCIIUTDH HAIIPABJICHUEC HA Ha6JHOIIaTeJI$I 1 UCTOYHUK CBETA.
Ecnu BBl BEIMONHSIETE pacu€T OCBEIEHHs B MPOCTPAHCTBE KaMmephl (B ATOM IPOCTPAHCTBE JIETKO
MOJIyYUTh HAIIPaBJICHUE Ha HaOIrOAaTeNs), He 3a0y/IbTe KOPPEKTHO MEPEBECTH B 3TO MPOCTPAHCTBO
HarpaBJICHUEC HA UCTOYHUK.
Ecimn BBl BBIONMHSIETE pacyéT B TaHTEHIMAIBHOM MPOCTpaHCTBe (tangent space) mis
AMUTAIlMA MUKpopenbeda Mpy MOMOIIM KapT HOpMalied, HEOOXOIUMO BCE BEKTOpAa MEPEBECTH B
TaHTCHITHAIEHOE TIPOCTPAHCTBO.

4.5 MeTtop kapT TeHen

Wnes merona kapT TeHel 3aKiII04aeTcsl B TOM, YTOOBI 3alIOMHUTD Oydep riryOuHBI IPH PeHAEpE C
MIO3UIIMM UCTOYHMKA. B manpHeiiem, 3Hast pacCTOSIHUE OT TOYKH /10 HCTOUHHUKA, U 3HAs ITO JKe

paccrosiHue B Oydepe riryOnHBI, MOYKHO OTIPENEIHTD, JISKHUT TOYKA B TE€HU WK HeT (pucyHku 9 u 10).

= 2

Shadow ' Shadow ./
Map - Map 73

R4

Image :
Plane Tt A4

2,12, Z, =2,
P is in shadow Pis lit

Pucynok 9. Mmmoctpanus paboTel METOAa KapT TEHEH.

3 Distances stored in a texture
("shadow map")

Projected shadow

Pucynox 10. Em¢ ogna wrocTpanust paboThl METOAA KapT TEHEH.

Ecnu paccrosiHMe OT 3aJaHHON TOYKM JI0 UCTOYHHUKA B PEAILHOCTU OOJIBIIE, YE€M 3TO XKE camoe
paccTosiHue, 3allOMHEHHOE B Oydepe TiyOnHBI, 3HAYNT, TaHHAS TOYKA B TCHH, T.K. 3TO PACCTOSIHHC



MOKET OBITh MEHbBIIE TOJBKO €CJIIM Ha MYTH CBETa K 3TOW TOYKH W3 MCTOYHMUKA BCTPETHUIIOCH
npensarcTBue. TakuM 00pa3oM, METO] KapT TeHEH COCTOUT U3 4 I1aroB:

Pacuér MmozienpHO-BUI0BOM MaTpULbI AJI BUAA U3 UCTOYHUKA OCBEILICHMUS.
Pacuér maTpuilbl MpOEKIMH 17151 BUIA U3 UCTOYHUKA OCBEILICHHUS.
Penpep cuieHb U3 MO3UIMK UCTOYHHUKA U COXPaHEHHE TITyOUHBI B OTJEIEHOW TEKCTYPeE.

Ll .

[Ipu OCHOBHOM peHjiepe C MO3UIUK KaMephl JJIs KaXKIIOro MUKCENa HYKHO MEPEeBECTH €ro
MTO3UIIAY U3 MUPOBOTO TIpocTpancTBa (world space) B mpoCcTpaHCTBO UCTOYHUKA CBETA (View
space) U MOJNy4YHTh 3HAUCHHE TITyOHHBI. BbI enaete 3T0 MpH MOMOIIU POBHO TEX XKE CAMBIX
MaTpul (MOJAENTBHO-BUAOBOM MATPUIBl M MaTpHIbl MPOEKIHH), KOTOphIE OBLIH
HCIIOJIb30BAHEI IIPU PEHACPE CUCHBI U3 IMTO3UIIUN HCTOYHUKA OCBCIICHUS.

IlomauTE TAKXXC, 4YTO C€CJW BLI HUCMOJBL3YCTC MNEPCICKTUBHYIO MNPOCKIHWIO OPU PEHACPE CLICHBLI U3

IO3UIIMY UCTOYHHUKA OCBEINCHUA, IMOCIIC MPUMHUHECHUA MaTPUIbl ITPOCKINU Ha 4 mmare BbI JOJIXKHBI

NOACIUTDH IMOJTYUHUBIINCCS KOOPANHATBI HA W (aJ'Il"OpHTM 2)

vecd posLightSpace = shadowViewMatrix*vec4(fragmentWorldPos, 1);
vec4 posClipSpace = shadowProjMatrix*posLightSpace;
vec2 shadowTexCoord = (posClipSpace.xy/posClipSpace.w)*0.5 + vec2(0.5, 0.5);

Auaroputm 2. I[TepeBoa nozunuu ¢pparmenta u3 world space B light space 1 mony4deHue TeKCTYPHBIX
KOOPJUHAT JUIS BEIOOPKH TITyOHHBI U3 KapThl TCHEH.

4.6 PengepuHr B Tekctypy B OpenGL

Pengepunr B Tekctypy B OpenGL peannsyercs npu nomorniu abctpakunu, HazeiBaeMoil Frame Buffer
Object (FBO) (puc 9). Kak Toipko BbI Aenaere QpeiimM-0ydep TeKyInm/akKTHBHBIM, BECh PEHIEPHHT
C DKpaHa NepeHaIpaBisieTcsl B MpHUKpeIui€HHble K (peiiM-0ydepy Tekctypsl. B mpenocraBmsemom
Bam mra6none Oymer Hebombmioit kimacc RenderableTexture2D, xoTopelii peanmsyeT paboTy c
framebuffer-om OpenGL.
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Pucynok 9. Mmmoctpammsa paborer Frame Buffer Object (FBO). Xors Ha maHHOM pHCYHKE K
GL _DEPTH ATTACHMENT npukpennén cneunansHbiii 00bekT renderbuffer, BMecTo Hero Moxer
OBITh TEKCTypa crenuansHoro popmata. FIMEHHO Tak clielaHo B IPEAOCTaBIsIEMOM BaM IIa0JIOHE.

5.MNpaBuna odopmreHnst paboThl

Buumanue! [Ipu HeBBIONIHEHNN yKa3aHHBIX TpeOOBaHM paboTa MOXKET HE MPOBepsAThC! APXHUB ¢
3aganueM B ¢opmare zip IODKEH OBITh 3aIMT B CHUCTeMYy Kypca. B ciydae mnpeBbILICHHS
MaKCHMaJbHOIO Pa3Mepa apXuBa B CUCTEME HYKHO Pa3OUTh €ro Ha 4acTH CPEICTBAMHU apXUBATOPA.
3anuBath apxvuB Ha (aliIOOOMEHHHKH MOKHO TOJBKO B CIydae HEBO3MOXKHOCTH 3aJUTh €ro B
CHCTEMY, I10 IIPEJBAPUTEIBHOMY COINIACOBAHUIO C IIPOBEPSIOLIMMU.

CopepxumMoe apxuBa:
1. Ilamka src (MCXOTHBIN KOT)
a. daiipl HCXOTHOrO KOs
b. daiinbl mpoexTa
c. Jnsa Tex xro mone3yercst Visual Studio - HE HyxHO BKITIOUaTh B apXuB manky ipch,
0a3bl TaHHBIX MIPOTPaMMEI .ncb, .sdf.
[IpoekT nomkeH coOUpaTbCs U3 MANKH SIC
e. /Jlng nuaykca HeoOxomumo Hammure make Qaiina ecim CoNb30BalIach OTIUYHAS OT
CodeBlocks cpena coopkm.
2. Tlamka bin (ucnomHsiemblit koj - kKoHGuUrypaius Release, 32 0ut). O0s13aTeILHO IPOBEPHTE,
YTO MporpaMMa 3armyckaercst u3 nanku bin. XXenarenbHo, Ha APYrol MalivHe.
a. Hcmomasemsii dhaiin
b. bubnuorexu, HeOOXOAMMEIE IS 3aITyCKa
c. JlanHbie (MoJeNu, TEKCTYPbI, (ait HacTpoek). JlyOaupoBaTh TaHHBIC B MAMKE SIC HE
HYKHO.
3. @aiin Readme.txt
a. ®damwuus, UMs, OTYECTBO, IPYIINa
b. OmnepannonHas cucrema



c. MHucrpykiuro nmo coopke eciu cO0pka HETpUBUAIIEHA
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