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PEDEPAT

TexcroBa yacTuHa KBamiQikamiiiHoi poOOTH Ha 3700yTTS OCBITHHOI'O CTYMECHS

marictpa: 70 crop., 1 Tabm., 55 puc., 35 mxepen.

Mema pobomu — TIBUIIEHHA TPOJYKTUBHOCTI PEHAECPUHTY TPHU ILISAXOM
BIIPOBA/DKEHHS METONY 0araro30HAJbHOTO PEHACPUHTY PO3AUIBHOI 3JaTHOCTI Ta
aJlanTUBHOI SIKOCT1 OCBITJICHHS Ha ocHOBI piBHIB netanizaliii (Level of Detail).

06’exm docnidxcenHs — TPOLEC MIEHINHTY Ta pEHACPUHTY Ipadiku B iIrpoBOMY
cepeOBUIILI.

Ilpeomem oocniodcennss — METONU JAWHAMIYHOTO IISHIUHTY Ta ONTHUMI3allii
HeiAepiB 711 MyJIbTH-PETIOHAIBHOTO PEHAEPUHTY Ta aJalTUBHOI IKOCTI OCBITJIEHHS.

Y poboTi BHUKOPUCTAHO METOJM MATEMaTHUYHOTO MOJICIIOBAHHS, aHaJl3y
QITOPUTMIB ~ PEHJEPUHTY,  TpaiyHUMX  ONTHUMI3alliif, a  TaKoX  METOJu
€KCIIEPUMEHTAJIbHOTO TECTYBAHHS JUISI OI[IHKY MPOAYKTHUBHOCTI.

[IpoBeneHO OCHIIPKEHHS Cy4YaCHUX MIAXOAIB A0 IIEHJIUHTY Ta PEHACPUHTY
rpadiku, 3 aKIIECHTOM Ha YIPaBIIiHHSA PECYPCAMH.

CTBOpeHO MaTeMaTH4HI MOJENl JJIsl 0araro30HalabHOI PO3AUIBHOI 3AaTHOCTI Ta
aJIalITUBHOTO YMPAaBIIiHHS JETali3alllel0 OCBITIEHHS, 3 ypaXyBaHHSIM IPOCTOPOBOTO
IIOJIO’KEHHS 00’ €KTIB Ta iX BayKJIMBOCTI B CIIEHI.

CdopMyIbOBaHO TPHUHIUMIN YIPABIIHHA PIBHAMM JieTaiizailii OCBITJIEHHSA Ta
PEHICPUHTY B MEKaX PI3HHUX 30H IrpOBOi 00JACTI EKpaHy.

Po3po6neno mpototur, skuil 3abe3nedye AWMHAMIYHY 3MiHY PIBHIB jAeTaiizarii
PEHCPUHTY Ta ONTUMAJIbHE BUKOPUCTAHHS IPpaiuHUX PECYPCIB.

BukoHaHO MOHITOPHMHI, IPOAHAII30BAHO BIUIMB PIIIEHb HA MPOAYKTHUBHICTH Ta
AKICTh 300pa’KEeHHSI.

Pe3ynbraT AOCHIUKEHHS TOKa3ylOThb €(EKTUBHICT Ta MEPCHEKTHBHICTh
3aCTOCYBaHHSA METOJY AWHAMIYHOTO IICUIUHTY Ta PEHACPUHTY JUIs BUPIIICHHS 33134
ontumizaiii TpadiuHOrO PEHIACPUHTY. 3aNpPONOHOBAHMM MIAXIJl MPOJEMOHCTPYBaB

3MaTHICTb 3HAYHO 3HWKYBaTH HAaBaHTAXEHHS Ha OOYMCIIOBAIbHI pecypcu 0e3



CYTTE€BOIO BIUIMBY Ha SIKICThb Bi3yami3alii, 1[0 pOOUTh HOro MNEPCIEKTUBHUM JIJIS

IIMPOKOI0 BIPOBAKEHHS B CYYaCHI 1I'POB1 pyIIii.

KJIFOUOBI CJIOBA: JTWUHAMIYHUN LIEWAWHI, BATATO30HAJIBHUN
PEHJIEPUHI, AJIAIITUBHE OCBITJIEHHS, PIBEHb JETAJII3ALI,
OITUMI3ZALIS T'PADIKN.



ABSTRACT

The text part of the qualification work for the master's degree: 70 pages, 1 tables,

55 figures, 35 sources.

Purpose — to increase the performance of game rendering by implementing a
method of multi-zone rendering of resolution and adaptive lighting quality based on
Level of Detail.

The object of research — the process of shading and rendering graphics in the
game environment.

The subject of research is methods of dynamic shading and shader optimization
for multi — regional rendering and adaptive lighting quality.

The work uses methods of mathematical modeling, analysis of rendering
algorithms, graphical optimizations, as well as methods of experimental testing to
evaluate performance.

A study of modern approaches to graphics shading and rendering, with an
emphasis on resource management, was conducted.

Mathematical models for multi-zone resolution and adaptive control of lighting
detail, taking into account the spatial position of objects and their importance in the
scene, were created.

The principles of controlling the levels of lighting detail and rendering within
different zones of the screen's play area are formulated.

A prototype has been developed that provides a dynamic change in rendering
detail levels and optimal use of graphics resources.

Monitoring was performed and the impact of the solutions on performance and
image quality was analyzed.

The results of the study show the effectiveness and prospects of using the
dynamic shading and rendering method to solve the problems of optimizing graphic

rendering. The proposed approach has demonstrated the ability to significantly reduce



the load on computing resources without significantly affecting the quality of
visualization, which makes it promising for widespread implementation in modern

game engines.

KEYWORDS: DYNAMIC SHADING, MULTI-ZONE RENDERING, ADAPTIVE
LIGHTING, LEVEL OF DETAIL, GRAPHICS OPTIMIZATION.
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INEPEJIIK YMOBHUX ITIO3HAYEHD

DLSS - Cynepsubipka riaubokoro vHaBuanus (Deep learning super sampling)
FSR - Cynepposainsna 3natHicTh FidelityFX (FidelityFX Super Resolution)
XESS - Cynepsubipka Xe (Xe Super Sampling)

MRR - bararo3onanbHa po3aiibHa 31aTHICTE (Multi-Region Resolution)
ALD - AnantuBHa sikicTh ocBibiieHHs (Adaptive Lighting Detail)

CPU - Hentpansauit mporecop (Central Processing Unit)

GPU - I'padiunuit mponecop (Graphics Processing Unit)

LOD - Pieenn neranizaiii (Level of detail)

SDF - [lonsa mignucanux Bifactanei (Signed Distance Fields)

HLSL - Moga BucoxopiBueBoro meiaunary (High-Level Shading Language)
GLSL - Mosa meiaunary OpenGL (OpenGL Shading Language)

FPS - Kaapu 3a cexynny (Frames Per Second)

UI - Kopucrysanpbkuii intepdeiic (User Interface)

HUD - Indopmamiiiauii qucmneit (Heads-Up Display)

API - InTepdeiic mpuxmagnoro mporpamyBanns (Application Programming Interface)
VRS - 3minna mBuakicts meiaunry (Variable Rate Shading)

GI - I'mo6anbre ocBitinenus (Global Illumination)

SDFGI - I'mo6GansHe OCBITJICHHSI Ha OCHOBI IOJIIB MAMKMCAaHUX BijcTaHel (Signed
Distance Field Global Illumination)

SDF - [lone mignucanux Biacranei (Signed Distance Field)

LPV - O6'emu posnoscromxenns cBiTia (Light Propagation Volumes)

TAA - Temnopanbre 3rmamxyBanns (Temporal Anti-Aliasing)

NIS - Macmrabysanns 300paxents NVIDIA (NVIDIA Image Scaling)
RDS - Macmrab miinsHOCT! peraepunry (Rendering Density Scale)


https://www.intel.com/content/www/us/en/products/docs/discrete-gpus/arc/technology/xess.html

BCTYII

CyuacHa 1HIYCTpis BiJICOITOP CTPIMKO PO3BUBAETHCS, a PA30M 3 HEIO MOCTIHHO
3pOCTalOTh BUMOTH JIO MPOAYKTHUBHOCTI Ta SIKOCTI rpadiku. KOHKypeHTHUI PUHOK
BUMarae irop 3 pealicTUYHOI Tpadikoro, CKIAJHUMH CBITIOBUMH e(eKTamMHu Ta
BHCOKOIO JIeTali3alli€elo mnpeaMeTiB. Tum He MeHIle, 3HauHUM BIJICOTOK TeiMepiB
KOPHUCTY€ETHCS TaPKETaMU MMOYaTKOBOTO ab0 CepeHhOTO PiBHS, TAKUMHU SIK CMapTQOHH,
HOYTOyKM Ta cTapi KoHcoii. lle poOuTh po3poOHWKAM HAA3BHYAWHO CKIIATHAM
JOCSITHEHHsI OajaHCy MDK HaAIMHOI MPOAYKTHUBHICTIO Ta MPUTOJIOMIUIMBUMU
BI3yaJIbHUMH €(eKTaMH.

AKTYyanbHICTb 11i€1 pOOOTH MONSITae B po3po0Ili HOBUX MiJXOIB A0 ONTHUMI3AIIii,
AK1 JI03BOJISITH 30€epiraTd BUCOKY SKICTh Tpadikud 3a yMOB OOMEXKEHUX amapaTHUX
pecypciB. 3ampomoHoBaHi Meroaw, Taki sk Multi-Region Resolution (MRR) Ta
Adaptive Lighting Detail (ALD), 30cepemkeHi Ha JAMHAMIYHOMY YIIpaBJIiHHI
BUKOPUCTAaHHS pecypciB TpadiuHOro mpoiecopa, 30KpeMa IUIIXOM ajanTarlii piBHS
JeTam3allii OCBITICHHS Ta YaCTKOTO 3HKEHHS PO3AUTBHOI 3IaTHOCTI 00JacTel eKpaHy.

HaykoBa 11iHHICTh 11i€i POOOTH TMOJNSTa€ y CTBOPEHHI HOBUX METOMIB
JUHAMIYHOTO MICHAMHTY, K1 MOXYTh CTaTH 0a3uCOM JJisi MOAAIBIINX JOCTIIKEHb Y
chepi rpadiunoi ontmmizamii. IlpakThyHa 3HAYYIIICTH TMOMSITAE Y MOMKIUBOCTI
BIIPOBAJHKEHHS 3aPONOHOBAHUX METO/IIB Y CcydacHi irpoBi pymrii (Hanmpukiaa, Unreal
Engine uu Unity), 10 [03BOJIUTH PO3MIMPUTH CHEKTp IUIaTGoOpM JJisi BiACOIrOp Ta
MIBUIIUTH JOCTYIHICTh BUCOKOAKICHOT rpadiKu I KIHIIEBOTO KOPUCTYBaya.

Mera poOOTH — MIABUIICHHS NPOIYKTUBHOCTI PEHACPUHTY TI'PU Ha OCHOBI
0araTo30HaIBLHOTO PEHICPUHTY PO3AUIBHOI 3IaTHOCTI Ta aANTHBHOI SIKOCTI OCBITICHHS
Ha OCHOBI piBHIB AeTamizalii nigxoay LOD.

OO6’exT AOCHIKEHHSI — TMPOIIEC MIEHINHTY Ta PEHACPUHTY rpadiku B irpOBOMY
cepeOBUIII.

[IpenMer nmochiKeHHS — METOAM JWHAMIYHOTO IICHJIMHTY Ta ONTHMI3aIli

IeiAepiB 11 MyJIbTH-PETIOHAIBHOTO PEHIEPUHTY Ta aJallTUBHOI SIKOCTI OCBITJIEHHS.



[1s poOoTa Mae Ha MET1 BUPIIIUTH HACTYMHI 3aBJIaHHS:

1.

Orusig nporeciB peHaepunry. [IpoBeaeHo M10CHIHKEHHSI Cy4acHUX MiAXO/1B
0 MEHIUHTY Ta peHJAepuHry Trpadiku, 3 akIeHTOM Ha YIpaBIiHHSA
pecypcami.

Marematuune MojenmoBaHHs. CTBOpeHO MaTeMaTH4HI MOAEN s
0araTo30HaJIbHOI PO3AUIBHOI 3JAaTHOCTI Ta aJaNTUBHOTO YIPABIIHHS
JETaNI3all€l0 OCBITIEHHS, 3 YpaxXyBaHHSM IPOCTOPOBOIO MOJIOXKEHHS
00’€KTIB Ta 1X Ba)KJIMBOCTI B CIIEHI.

Po3pobka xonmenmii. CPopmMyab0BaHO NPUHIUIN YIPABIIHHSA PIBHIMH
JeTani3aiii OCBITICHHS Ta PEHICPUHTY B MEXaX PI3HHUX 30H IrpoBoi 00acTi
eKpaHy.

Po3pobka Ta mporoTumyBaHHSA. Po3poOieHo mpoTOTHMN, SKHM 3a0e3medye
JUHAMIYHY 3MIHY pIBHIB JeTalli3allii pEeHJIEPUHTY Ta ONTUMAaJIbHE
BUKOPHUCTaHHS rpaiyHUX PECYPCIB.

TectyBaHHs Ta pe3yiabTaTi. BUKOHAHO MOHITOPHHT, TPOAHATI30BaHO BILINB

pIlIEHb HA TIPOYKTUBHICTH Ta AKICTh 300pa’KEeHHSI.

Taxum unHOM, 111 pOOOTa € aAKTYaJIHHOIO 1 BAXKIIMBOIO, OCKITBKHA BOHA

HaMarac€TbCsa BI/IpiI]II/ITI/I OCHOBHY HpO6JI€My, 3 JKOIO CTHUKAETLCA CydaCHa iI‘pOBa

IHAYCTpIsA: 3HAUTH KOMIIPOMIC Mi>K YyJIOBUMH Bi3yaJlbHUMU €()EKTAMHU Ta EKOHOMHUM

BHUKOPHUCTAHHAM TCXHOJIOT 1.
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1 AHAJII3 DPEJIMETHOI OBJACTI

1.1 AHani3 icHyr04HX MeTOiB el IHHTY

1.1.1 Kackaguui miaxing

Kackanuuit miaxin Ha pucynky 1.1 [1, c. 364-368, 2, c. 320-325] — 1e meTon
MIJBUIIEHHA €(EKTUBHOCTI PEHACPUHTY Ta 3aTiHEHHS KOMI'IOTEpHOI TIpadiku,
0COOJIMBO JIJIsl CKJIAHUX Bi3yalbHUX €(EKTIB, TAKUX SIK OCBITJICHHS Ta TiHi. [{g TexHika
PO3/ILIIsiE€ BEJIMKY 00JIACTh CIICHU Ha JEK1IbKa «KacKaaiBy» abo CEKIlii, KOJKHa 3 AKUX Mae
onTUMI30oBaHe IS Hei pimeHHs peHaepuHry. Kackaguuii miaxig Jae  3MOry
BUKOPUCTOBYBAaTH KUIbKa METOMIB PEHACPUHIY 3aJIEKHO BIJI BAKIUBOCTI O0'€KTIB 1
BIJICTaH1 J0 KaMepH, 3aMICThb TOTo, 1100 300pa)KyBaTH BCIO CIICHY OJHHM CIIOCOOOM.

[IBUAKICTH PEHAECPUHTY Ta SKICTh 300pa)KEHHS B IbOMY METO/11 30aIaHCOBaHI.

Cascade () Cascade 2
Cascade 1 Cascade 3

Puc. 1.1 IIpuknan kackaJHOTO MICUIUHTY
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3/1aTHICTh KACKaJHOTO MiJIX0y BUKOPUCTOBYBATH PI3HHMM CTYMiHBb AeTaji3arlii
JUTSL PI3HUX €JIEMEHTIB CIICHH € OJHIEI0 3 WOT0 HaWBaKIWBIMMX TepeBar. Hampukian,
JUTsE OJIMKYUX 00'€KTIB BUKOPUCTOBYIOTHCA OUIBII PEaNiCTHYHI MOJIET Ta TEKCTYpH, a
JUIA BiAJaJeHUX - MEHIN AeTaiizoBai. lle mo3Bomsie miaTpuMyBaTH Bi3yallbHI €PEeKTH
HaWOMKYMX O00'€eKTIB Ha BHUCOKOMY pIBHI, BOJIHOYAC 3HAYHO 3MEHIIYIOUYU
HAaBAHTAXKEHHS Ha cucreMmy. l[lpu peHaepuHry OOMIMPHUX, BIJKPUTUX MPOCTOPIB,
HaIPUKJIAJ, MeH3aXiB, A¢ Pi3HI YACTHHH CIICHW BUMAararoTh PI3HOTO PIBHA JeTami3allii,
KacKaJ{Ha TEXHIKa € JTy>Ke KOPUCHOIO.
OcHoBHA i7Ies KaCKaaHOTO MIiAXOJy IOJSATaE B MOMUII CIIGHW Ha KiJbKa PiBHIB
neram3zarii (LOD, pucyHok 1.2), KoXeH 3 SKHX BIAMOBIJAa€ 32 CTBOPEHHS OKPEMOIl

TUTSTHKYA 300paXkeHHs 3 PI3HUM PIBHEM JieTajizallii.

biaht

69,451 2,502 251 76
triangles triangles triangles triangles

Puc. 1.2 Ilpuknag Bukopuctanus LOD

Hampukiaz, mo6 rapanTyBaTH BiIMIHHY TOYHICTH 1 SIKICTb 300pa)keHHS, BUCOKUN
pIBeHb JieTaiizallli 3acTOCOBYETbCS 10 HaWOmmKkuux o00'exkTiB. | HaBmakw, is
BIIJJalICHUX O00'€KTIB BUKOPUCTOBYETHCS HIDKYMW  CTYIMiHB JleTaiizamii, o0

MaKCHMi3yBaTH MPOAYKTHBHICTh CHCTEMH Ta MiHIMI3yBaTH BUKOPUCTAHHS PECYPCiB.
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Ileit MeTox MOXKE 3HAYHO MIABUIIUTH €(PEKTUBHICTh PEHIACPUHTY BEIMYE3HUX
ClieH, 30epiraroum mNpU [BOMY SKICTh HAWBOKJIMBININX  CJIIEMCHTIB  CIICHHU.
TexcTypyBaHHs, KacKaJlHEe OCBITJICHHS Ta KacKaJiHE B1JIOOpa’KeHHS TIHEH - OCh JEsKi 3
METOMIB, IO BHKOPHCTOBYIOTBCS B KacKagHOMy Tigxoai. PasoMm 11 meTtomu
3a0€e3Meuy0Th HAKpaluii MOXJIMBUHN OaJlaHC MIXK TTPOTYKTUBHICTIO Ta SIKICTIO.
Cascaded Shadow Maps (CSM) pucynok 1.3 [3, c. 185-202, 4] — e merton
CTBOpEHHS TiHEH, KUl JO3BOJISIE CTBOPIOBATH UyAOBI TiHI HAa 00'eMHOMY Tii. B 0CHOBI
METOJy JICKHUTh MO 300pakKeHHsI Ha OaraTo KackajliB, KOKECH 3 SKHX BIJIMOBIAAE 3a
pPEHACPHUHT TiHEW )1 MEBHOTO Jialma30Hy BiJCTaHEeW Biax kamepu. PiBeHb neramizartii

TiHEW BHMIMHA 11 00'€KTIB, IO 3HAXOMATHCS OJIMOKYE, 1 HIDKUYMH 171 00'€KTIB, IO

3HaXOOATBhCA z[ani.

Puc. 1.3 Ilpuknaa kackaHOTO MiIX0Ty

3/1aTHICTh CTBOPIOBATH PEATICTHYHI TiHI B poO3MMpeHUX 3D-HamamTyBaHHAX €
OJIHI€I0 3 TOJIOBHHUX TIepeBar IhbOro Meromy. Hemomikom, ojHak, € TMOTEHIlIHHA
MOXJIMBICTh BUHUKHEHHS apTe(dakTiB MK KacKaJamu, SKI MOXYTh BHUHUKATH, KOJIH

3MIiHM MDK PI3HUMH DPIBHSMH JeTajizamii BUTISAal0Th HeTurmoBumH. [1[o6 3amobirtu
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BUHUKHEHHIO TaKUX apTe(axTiB, MyKe BaKJIIUBO 3a0€3MEUYUTH TUIABHUIN TEpexis MIXK

KacKaJlaMU.

1.1.2 AxanTUBHUH IIEHIHUHT

AnantTuBHUM EWaUHrT pucyHOK 1.4 [5] — 1e miaxig 10 PEeHIEpPUHTy Ta
HIEHANHTY, SKUM J03BOJISIE HAJAIITOBYBATU CTparerii oOpoOKH IeiiiepiB HA OCHOBI
HU3KH 3MIHHHUX, 30KpeMa Ba)KJIMBOCTI 00'€kTa, BHIMMOCTI, BiACTaHl BiJ KaMmepHw Ta
MMOTOYHOTO HaBaHTAXCHHS Ha cucTeMy. KOHIENIlis afanTUBHOTO MICHINHTY TOJISITaE B
ToMy, 100 30amaHcyBaTH €QEKTUBHICTh PEHIEPUHTY Ta SKICTb 300pa’KeHHS,
3aCTOCOBYIOYHM Pi3HI CTYIICHI OOYMCIIOBAIBHOI CKIIATHOCTI 10 Pi3HUX JIJISHOK CIIEHU

abo Kaapy.

ADAPTIVE SHADING

Original

—

Shading rate visualization Content adaptive

Puc. 1.4 Ilpukiiag ananTUBHOTO MIEHIUHTY

Lle#t MeTO 103BOJISIE CKOPOTUTH OOUMCIICHHS O€3 IIOMITHOTO MOTiPIICHHS SKOCTI
Bi3yanbHHX edekTiB. Hampukman, moTpiOHO 3acTocyBaTH OUTBIN CKIIATHI TEXHIKH 0
3HAUYIIMX €JIEMEHTIB a00 OJM3bKUX 00'€KTIB, BHUKOPHUCTOBYIOYM MEHII CKJIAJHI

meiaepy Ui BiamaaeHuX 00'eKTiB a00 B3araii OMyCTHTH JIESIKi KPOKW 3aTiHCHHS. Y
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Benukux 3D-o0'ekTtax ajganTUBHE 3aTIHEHHS YacTO  BUKOPHCTOBYETHCS IS
MaKCUMaJbHOTO BUKOPUCTaHHS pECypciB, 30€pirarouv MNpHU LBOMY XOpPOUIY SKICTh
300pake€HHsI JIJI1 HAMBaYKIUBIIIUX €JIEMEHTIB CIICHH.
Cepell OCHOBHMX BUJIIB aJJalITUBHOTO IIEHIUHTY MOKHA BUOKPEMUTH TaKi:
® Shader LOD
® Variable Rate Shading (VRS)
® Dynamic Shader LOD
® Adaptive Shading
Shader LOD pucynok 1.5 [6, c. 292-296] — 1ie MeTOH, AKUN J103BOJISIE
PETYJIIOBaTH CKJIAHICTh MIEHIEPIB 3aJeKHO Bia AeTamizarlii 00'ekta abo BiacTaHi A0
kamepu. Shader LOD, sxuii MokHa MOPIBHATH 3 PIBHSAMH JeTaii3allii reomerpii abo
TEKCTYp, J03BOJIIE€ 3aCTOCOBYBATH PI3HI WIEHAEpUM Ha PI3HUX BIACTAHIX, LIO MOXKE

3HAYHO 3MCHIIIUTH HABAHTAKCHHA Ha CUCTCEMY, 0CO0JIMBO JJIsA BiI[IIaJ]eHI/IX 00'€eKTIB.

Erlg s Tot 1

Puc. 1.5 Ilpuknan piBHIB AeTami3amii MEHIUHTY

OcnoBHa igess Shader LOD mosnsrae y 3acTocyBaHHI MPOCTIIIMX MIEHAEpIB 3

MEHITUMHU OO0YHCITIOBAIbHUMHU BUTpPATaMH JIO BijmaneHuX 00'eKTiB ab0 00'€KTiB, fKi €
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MEHIIl BOKJIUBUMHM I CIIEHH. J[7sl pedeil y IeHTpi yBaru 1€ JI03BOJIsSI€E €KOHOMUTHU
pecypcu 0e3 pi3KOro 3HIKEHHS Bi3yalbHOI SKOCTI.
3actocyBanns Shader LOD neMoHCTpyeThcs B irpax, jae Ommk4di 00'€KTH
300paXYIOTHCS CKJIQIHIMIAMHA MIEHACpaMH, SKi BKIIOYAIOTh TOAATKOBI €(eKTH, TaKi SK
B1I0JIMCKH, TiHI a00 1HII CKJIAJHI Bi3yalibHi €(eKTHU, B TOU Yac K TJIO 300paKy€eThCs
CIPOLIEHUMU HIeHaepaMHu ISl HABKOJHUIIIHHOTO CEPEIOBUIIIA.
Variable Rate Shading (VRS) pucynok 1.6 [7] — 1ie nepenoBuii METOI, IKUN
JI03BOJISIE BaM PETyJIIOBaTH YacTOTy OOYMCIICHHSA IIEHAEpiB Ha OCHOBI TEBHUX
Bi3yaJbHUX €JIEMEHTIB. € MOXKIUBICTh HANAIITYBATH mapameTp TiHi y VRS BiamoBigHO

JI0 BXKJIMBOCTI a00 BUAMMOCTI KOKHOTO €JIEMEHTA CIICHU.

Puc. 1.6 Ilpuknag po6otu VRS

®ynnamentanpHa i1ess VRS nonsirae B ToMy, 11100 3HU3UTH 4acTOTy OOYHCIEHb
IUI CLEH, SIKI € MEHII Ba)KJIMBUMHU a00 BUIUMHUMH, 110 3MEHIIy€E HABaHTAKEHHS Ha
rpadiuauii  mpomecop. lle m03BoNsIE 3MEHIIMTH HAaBaHTAXEHHS 3a PaxyHOK
BUKOPUCTAHHS MEHINOI KUIBKOCTI OOYMCIIEHb IIeiaepiB Jjid  BiIJaleHuX abo
HECYTTEBUX O0'€KTIB, 30€pirarouu Mpy 1bOMY BUCOKY SIKICTh Bi3yalbHUX €(EKTIB s

HalOMMKINX a00 IIEHTPATLHAX CIIEMEHTIB CIICHH.
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Hogithi Bigeokaptu Bimt AMD Ta NVIDIA aktuBHO miarpumyoTh VRS,

3a0e3meuyrourd 4YyA0BY MPOAYKTHUBHICTH IS JeTajizamii Bi3yallbHHX €(EeKTiB Ta
ONTHUMI30BaHOTO PEHICPUHTY B peajbHOMY Yaci.

Dynamic Shader LOD pucyHok 1.7 — 1¢ MeTOJ, KWW TO3BOJISE THMHAMIYHO
3MIHIOBATH CKJIQJHICTh IICWJEpIB MiJ Yac PEHJACPUHTY HA OCHOBI IHIIMX 3MIHHHUX
(dakTopiB 200 MOTOYHOTO 3aBaHTa)xeHHs cuctemu. Lle OutbIn aganTuBHA Bepcis Shader
LOD, B skiif KOHTEKCT BH3HAYa€ PiBEHb CKIIATHOCTI MIEHIEPIB Y pealbHOMY Yaci, a He

3a3zlanerim> BU3HAYCHUU.

x WAAE Terrain. - oIl

Puc. 1.7 Ilpuknan po6oTr AUHAMIYHUX PiBHIB JeTali3aIlil MICHIUHTY

[Ipu penaepunry BuxkopuctoByeTbcsi Dynamic Shader LOD nansa apanramii go
MMOTOYHOTO CTaHy CUCTeMHU. Hampukiaz, sSIKIo cucTemMa nepeBaHTaxeHa 00UnCICHHIMA
ab0 I1HIIMMH 3aBAAHHSAMHU 1 HEOOXIJHO CHPOCTUTH IMICUJEPH JUISI MEHII BaKIMBHUX
TUISTHOK ciieHU. [1oCTIiiHO BAOCKOHAIOIYH MPOIEC PEHACPUHTY, MOXKHA TapaHTyBaTH
HEOOX1IHYy MPOAYKTUBHICTh y peabHOMY Yaci.

BukopucToByIouH 1110 TEXHIKY, MOKHA MPOJIOBKYBaTH €()EKTUBHO TMPAIIOBATH 3
MEHIIIOI0 KIJTBKICTIO pecypciB 0e3 MKOoIW IS SKOCTI 300pakeHbh HAWBa KIMBIIIAX

€JIEMEHTIB CILICHU.
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Adaptive Shading pucynok 1.8 [5] — 1me 3aranpHui TiAXiI A0 ONTUMI3AI]
mieiiepiB, KU nepeadadae MpUCTOCYBAHHS alTOPUTMIB IIeHIepiB 0 MOTped ClIeHH.
Lle# migxiag IPYHTYEThCS HA TOMY, IO OOYHMCIICHHS IICWJEpIB CiJ aJanTyBaTH 0

MOTOYHOI CIIEHH, 3aCTOCOBYIOYH Pi3HI MAXOIU PEHIEPUHTY 10 PI3HUX 00'€KTIB CIICHH.

Puc. 1.8 Ilpuknan po60TH aJanTUBHOTO MICHANHTY

dyHIaMeHTabHA 17es aJJallTUBHOTO 3aTIHCHHSI MTOJISITAa€ B TOMY, 100 3MEHIITUTH
00poOKy MEHIN 3HAYyIMUX TIISHOK CIICHW Ta MPUCKOPHUTH OOYUCICHHS TSl OJIM3BKHUX
a60 3Hauymmx 00'ekTiB. Lle 103BOsIE 30€perT BUCOKY SIKICTh BaXJIMBOI 1H(GOpMaIlii Ta

ONTHUMI3yBaTU MPOIYKTUBHICTh PEHJICPUHTY.

1.1.3 BokceabHi meToau

BokcenbHi Meroau — 1€ TUI KOMM'tOTepHOI Tpadiku, sikuii oOpoOisie Ta
300pakye JaHi y MPOCTOPi 3a JOTIOMOTOI0 TPUBUMIPHUX TIIKCENTiB, a00 BOKCETIB. Y
CydyacHIM Bizyamizalii IIed MeTOJ Ma€ KUIbKa Ba)JIMBUX 3aCTOCYBaHb, 30KpeMa, MpHU

poOOTI 3 TIIOOATBHUM OCBITJICHHSIM 1 THM, SIK CBITJIO B3a€MOJIE 3 00'€KTaMH.



23

OCHOBHUMH BHJIaMHU BOKCEJIbHUX METO/IB €:
® Voxel-based Global Illumination
® Signed Distance Field Global Illumination
Voxel-based Global Illumination pucynok. 1.9 [1, c. 470-475, 9, c. 358-362, 10]
— IIe TeXHIKa II00aJIbHOTO OCBITJIICHHS, SIKa MOJIETIIY€E PO3PaXyHOK B3a€MO/Iii CBITIA 3
MOBEPXHSIMHU, BUKOPUCTOBYIOUM BOKCEJIl SIK OCHOBHY OJMHUIlO 30epiraHHs iHdopmarlii
po CBITJIO. BUKOPHCTOBYIOUM IO TEXHIKY, ClIEHA PO30MBAETHCS HA TPUBUMIPHY CITKY

BOKCEJIIB, KOJKEH 3 IKMX Ma€ JIaHl PO OCBITJICHHS, BIIOUTTS Ta IMOTJIMHAHHS.

Puc. 1.9 Ilpuxknan cueru 3 Voxel-based Global Illumination

Ileit MeTo CTBOPIOE pEaiICTUYHE OCBITJICHHS HaBITh IS CKJIATHUX 1 00'€MHHX
CIIeH 1 e(heKTUBHO MpaIloe B peaibHOMY 4aci. Llelr MeToa 3HmKye BUTpaTH Ha OOPOOKY
3a paxXyHOK arperyBaHHs JaHUX Ha PIBHI BOKCENIIB, 10 MOXe OYyTH BUKOPHUCTAaHO B
ITPOBUX PYUIISIX JJI1 CTBOPEHHSI BUCOKOSAKICHUX 300paxkeHb. [lepeBaramu 1ip0ro MeTomy
€ MEHIA CKJIQJHICTh OOpoOKH, Kpaimie T1I00adbHe OCBITICHHS Ta TMATPUMKA

MUHAMIYHUX 3MIH YV CLIEH], TAKUX SIK 00'exTiB 200 3M1HA OCBITJICHHS.
M
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Signed Distance Field Global Illumination pucynok 1.10 [8, c. 622-630] — 1e
OUThII cydacHa METOAMKA, sKa BHUKOpHCTOBye SDF s MopjemroBaHHS TeoMeTpii
o0'ekTa Ta B3aeMoOii 31 cBiTIIOM. MartemartnuHa mojaenb SDF ommcye BijacTaHb MiX
KO)KHOIO TOYKOIO B MIPOCTOPI Ta HAWOIMKIOIO MOBEPXHEIO0 00'€KTa. 3a JOITOMOTOIO ITi€T
iH(opMaIIii MOJIETIOETHCS PYX CBITJIA IO CIICHI, 100 3a0€3MEYUTH pealiCTUUHI ePeKTH
PO3CiFOBaHHS Ta BIIOUTTS.

OCKUTBKY BiH JTI0O3BOJISE MPAITIOBATH 3 HAWIPIOHIIIMMH aCTIEKTaMH TeOMETPii, ek
MAX1a 100pe MiAXOAUTh I CKJIATHUX CICHApliB 3 BEJIHUKOI KUIBKICTIO 00'€KTIB.
[lepeBaru 11bOTO METOY BKJIIOYAIOTh 3MEHILIEHHS CBITIOBUX apTe(akTiB y CKIAJHUX
CIieHapisX, ePeKTUBHY poOOTY 31 CKIAAHUMHU O0'€KTaMU Ta TOYHE MOJICTIOBAHHS

B3a€MOIii CBITJIa 3 TEOMETPIEIO.

Puc. 1.10 Ilpuxnag po6otu SDFGI

1.1.4 JlunamMivyHe OCBIiTJIEHHSI TA TiHi
KitouoBuM  €1€eMEHTOM pEHACPUHTY € JAMHAMIYHE OCBITJIICHHS 1 TiHI, SKi
JI03BOJISIIOTH CTBOPIOBATH PEATICTUYHI Bi3yasibHI €(EeKTH, 3MIHIOIOYM OCBITICHHS B

peanpHOMy Yaci. OCHOBHAa MeTa IOJsrae B IMITarii B3aeMOJli CBITIA 3 €JIEMEHTaMH
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CIIEHHU, BKJIIOYAIOYU TiHI, SIKI 3MIHIOIOTHCSl 3aJ€KHO BIJl pO3TallyBaHHA OO'€KTIB 1
oKkepena cBiTia. llell MeTon 4acTo BHKOPHUCTOBYEThCS B cydacHux 3D-irpax Ta
Bi3yasli3allisix, /e TOYHICTh 1 IMHAMIYHICTh MAaIOTh BUPIIIAIbHE 3HAYCHHS.
IcHYIOTB KiJTbKa OCHOBHHUX METO/IIB TMHAMIYHOTO OCBITJICHHS Ta TiHEH:
® Real-Time Dynamic Shadows
® Light Propagation Volumes (LPV)

Real-Time Dynamic Shadows pucynok 1.11 [11, c. 56-89, 14, c. 101-135] — e
METOJI PEHJCPUHTY TIHEH, SIKUU JO03BOJIAE€ TMOKAa3aTH, SIK po3TallyBaHHA Ta (opma
00'€eKTIB 3MIHIOIOTHCS 3aJIEKHO B1J] IXHBOTO PYXY Ta JDKEpena cBiTia. MarmyBaHHS TiHEH
- IIc OCHOBHA TEXHIKa peami3ailii, B SIKIii CTBOPIOEThCS KapTa TiHEH BIJ KOXHOTO

JoKepena CBITJIa 1 MPOEKTYEThCS Ha CIIEHY.

Puc. 1.11 Ilpuknax nuHaMIYHUX TiHEH B pealbHOMY 4aci

O06'exTH, po3TamoBaHi OJMKYE 0 KaMEpH, MAOTh BHUIIY PO3JAUIbHY 3/1aTHICTh
TIHEeW, TOMAl fAK BiJIaJieHI 00'€KTHM MarOTh HUXYY pPO3JAUIbHY 3JaTHICTh TIHEH s
ONTUMAJIBHOI SIKOCTI. XoO4Ya Il TEXHIKa CTBOPIOE TiHI 3 BEJIMKOKI YITKICTIO Ta
JeTali3ali€r0, BOHa MOXE MaTH MPOoOJIeMH, Taki K apTedaktu amacunry. O6'emMu TiHen

- 1Ie TOAATKOBUM BUOIp, SIKUW BU3HAYAE TEOMETPit0 00'eMiB, 110 OJIOKYIOTH CBITJIO. X0oUa
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e METoJa Jla€ TOYHIIUK pe3yiabTaT, BiH BHUMAara€ BEJIUMKHX OOYMCITIOBAIBHUX
ITOTY>KHOCTEMN.

Light Propagation Volumes (LPV) pucynok 1.12 [12, ¢. 132-165, 13] — ue
BOKCEIIbHUI MMAXiJ A0 MOJCIIOBAHHS TJI00aThbHOTO OCBITIICHHsS. CBITIIO MPOXOIUTH
yepe3 TPUBUMIPHY CITKY BOKCENIB, KOXEH 3 SKHX Ma€ IMaMm'siTb MpOo KOJip Ta
IHTEHCUBHICTH CBITIIa. M'siKe pO3CitOBaHHsI, BIJI3€PKAJICHHS Bijl TOBEPXHI T4 B3a€EMOJIsS
CBITJIa 3 HABKOJIMIITHIM CEPEIOBUIIIEM - BCE I1€ MOYKHA BPaxXyBaTH TaKUM YMHOM. Benmki
CIIEHM Ta peamicTudHi eextu nobpe miaxomsats mis LPV, omnak meramizaiiis mMoke

MOCTpaXkAaTH Yepe3 CUILHUM BIUIMB PO3/IJILHOI 3IaTHOCT1 CITKHU Ha SIKICTb.

¥ mwhug

TN TN

Puc. 1.12 IIpuknaa MoaentoBaHHS TJI00aIbHOTO OCBITIICHHS

HaBiTh y CKIaQgHMX CHUTYyallisIX MOXETE CTBOPIOBATH PEATICTUYHI Ta SAKICHI
Bi3yasi3alnli 3 AMHAMIYHUM OCBITJIEHHSM 1 TiHAMH. [loTpeOu mpoekTy Ta AOCTYIHI
00UYHCITIOBAJIbHI PECYpPCH BU3HAYAIOTh, SIKUU MiAxin € Hahkpamwum. Hanpuknan, LPV
HaWKpallle MpaIoe Ha BEJIMKUX BIAKPUTHX MPOCTOpaX, a IUHAMIYHI TiHI B PEATbHOMY
qyacl Kpamle MiAXOASATh JJii KOMIIAKTHUX CHUTYyaIllll 3 TOYKOBUMH JKEpelamMu CBITIA.

O6I/II[B21 MCTOIU € BAKIIMBUMU OJIA CTBOPCHHA Bi3yaHBHO 3aXOIINTIOI0YHUX BPAKCHbD.
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1.2 AHaui3 iCHyIOUMX METOIiB PeHIEPUHTY

1.2.1 BigkinaxeHuid peHaepuHr

Biaknanenuit peHjepuHr — 1€ cy4acHUM MeTon oOpoOku rpadiku, SIKAN
703BoJIsi€ €(hEeKTUBHO TPALIOBATH 31 CKJIAJHUMU CIIEHAMU 3 BEJTMKOIO KUTBKICTIO KEPET
cBiTia. LleHTpanpbHOIO KOHIEMIIED € TOAUT IPOIIeCY PEHACPHUHTY Ha JBI OCHOBHI (ha3H.
CroyaTky BUKOPUCTOBYIOThCS cremiaiibHi Oydepu, Tak 3BaHl G-Oydepu, s
30epiraHHss TEOMETPUYHOI Ta MaTepianbHOi iH(oOpMarii Tpo CIEHY, BKIIOYAIOYU
HOpMaJli, KOJIbOpU Ta TrauOuHy. [loTiM Ha OCHOBI 30€pPEKEHHX NaHUX BU3HAYAETHCS
OCBITJICHHS.

Leit MmeTo 103BOJIsIE OOPOOIIATH CUEHU 3 BIAMIHHOIO MPOJYKTUBHICTIO HaBITh 3a
HAsBHOCTI BEJIMKOi KUIBKOCTI JIKEpen CBITJIA, OCKUIBKM BIH 3HAYHO OMNTUMI3YE
BUKOpUCTaHHA pecypciB rpagiunoro npouecopa (GPU).

OCHOBHI BU/IY BIJIKJIaJICHOTO PEH/ICPUHTY:

® Deferred Shading
® (lustered Shading
® Forward Rendering

Deferred Shading pucynox 1.13 [15, c. 34-78] — lle wnainpocTimui 1
HaWIMOMIMPEHIIIUNA TUTl BIAKIAACHOTO peHJepuHry. [loyaTkoBUI KpOK IIOTO METOMY
noyisirae 'y 30epiraHHi reOMETpUYHUX JaHux npo cueHy B G-Oydepi, BKIOYaOUd
HOpMaii, Kombopu, TiAHOMHY Ta 1HImy iHpopmarmito. Bes 1usg  indopmariis
BUKOPUCTOBYETHCS JIJI1 BU3HAUCHHS OCBITJICHHS Ha JIPyrOMY €Talli.

Le# meTon 0co0aMBO J0OpE MpallOe B CUTYAIISX 3 BEIIUKOIO KUIBKICTIO JIXKEPE
CBITJIa, OCKIJIbKMA yCyBa€ HEOOXIAHICTh Y HYIHUX OOYMCICHHSIX, BUKOHYIOYH IPOIIEC
OCBITJICHHSI TICJSL TOTO, SIK BCl T€OMETpU4YHI JaHi Bxe 3i0paHi. OjHaK Lel MeToj

BUMarae 0arato mam'siTi, OCKUTbKM BiH TOBHHEH T€HEpYyBaTH 1 30epiraTé BeTWYe3Hi

oydepu (G-6ydep).
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G-Buffer rendering

Albedo Specular MNMormals

Deferred lighting and composition

Final render

Puc. 1.13 Ilpuxnaj BIAKJIaI€HOTO PEHACPUHTY

PoGora 3 HamiBmpo3opuMmu 00'€KTaMH II¢ OJHE OOMEXEHHS BiJKIAJICHOTO
3ariHeHHs. [Ipo30picTh CKIaAHO BUKOPUCTOBYBATH B JE€SKUX CUTYalIsIX, OCKUIBKM BOHA
BUMarae OaraTOpiBHEBOI OOpOOKM MaHMX, 10 pOOUTH 1i peamizaililo CKIaJHOI Ta
PECYPCOEMHOIO.

Clustered Shading pucynox 1.14 [16, c. 15-40] — Bupimye npobiemy
oOuucieHHs: MaciTa0yBaHHs y CIIEHaX 3 COTHSIMHU a00 HaBITh TUCSYaMHU JIKEPEIT CBITIIA,
o poOuTh Horo KpamuM 3a BimkmaneHe 3adapooByBanHs (Deferred Shading). Llew
METOJi PO3JUISE CIIEHY HAa TPUBUMIPHY CITKY KIJIACTEPIB, KOXKEH 3 SIKUX MPEJICTaBIIsE
MIeBHY YaCTUHY MpocTopy. JKepeso cBiTia OTpUMYIOTh JIUIIIE Ti KJIAaCTEpU, Ha SIK1 BOHU
BILTUBAIOTh.

OCKUIbKH KOXEH KJacTep oOpoOJisie TUIBKK Ti JKEpesia CBITIA, SKI MAalTh JI0
HBOTO BiJHOIICHHS, 1€ METOJ 3HAYHO 3MEHINYE KUTBKICTh 0OpPOOKH, HEOOX1THOI s
OCBITJICHHS. 3aBISKH I[bOMY KJIACTEpHE 3aTiHEHHS HEWMOBIpHO J00pe TMpaloe B

CUTYaIlISIX 3 BEJIMKOI KUIbKICTIO CBITJIOBUX €(DEKTIB.
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Puc. 1.14 Ilpuknan K1acTepHOro pEHACPUHTY

Brim, BrmpoBamkenns Clustered Shading € TexHiyHO CKIagHUM, a WHOTO
pearnizailisi moTpedye 3HAYHUX amapaTHUX pecypciB. Bucoka TOYHICTH y po3paxyHKax
KJIacTepH3allii TAKOK MOXKE CTBOPIOBATHU MEBHI OOMEKEHHS IJIsl anapaTypu, 0COOJIUBO Y
cTapux abo MeHi mpoaykTuBHuX GPU.

Forward Rendering pucysnok 1.15 [17] — ue Tpaauiiiina TexHiKa peHIAECPUHTY,
dKa BpaxOBy€ BCl JDKEpena CBITIa MpU OOpoOIll KOXKHOTO €JIEMEHTa Ha eTarll
manroBanHs. Lleit MeTon mosermrye moOyqOBY HaIiBIPO30pUX OO'€KTIB, OCKIIBKH HE
nepeadayae momnepeIHLOro 30epekeHHs iHpopMairii B Oydepax.

EnemenTH BiAKIaJEHOrO PEHAECPUHTY, 30KpEeMa ONTHUMI3allisl OCBITIEHHS abo
BUKOPHUCTAHHA CIEeHiadbHUX OyQepiB A MEeBHUX OO'€KTIB, YacCTO CYMPOBOIKYIOThH
NpsSIMUNA PEHJEPUHT Yy CydacHHX peanmizamisx. Lle 30epirae kito4oBi nepeBaru METOY,

BOIHOYAC AO3BOJIAIOYM BaM KpallC IIpanoBaT B YMOBAX CKJIIAAHOI'O OCBITJICHHS.



Puc. 1.15 Tlpuxnaz JUIIeBOrO peHAECPUHTY

JUist irop 3 BETUKOI KUIBKICTIO JeTale 1 CIHEH 3 BEJIMKOI KUIBKICTIO
HAIIBIIPO30PHUX €NEeMEHTIB HalikpamuM BapianToMm € Forward Rendering. 3actocyBanus
OBOT0 METOAY Y BEJIMKOMACIITAOHMX CLIEHaxX OOMEXYETbCSI HOro MEHILIOK

€(eKTUBHICTIO MPHU POOOTI 3 PIZHUMHU JIKEPEJIaMU CBITIIA.

1.2.2 MacmrabyBaHHS KaaApy

MacmtabyBanHs Kajapy pucyHok 1.16 — 11 MeToJ, SIKUil JT03BOJIA€E IMiIBUILIUTH
MPOIYKTUBHICTh PEHACPUHTY ILIIXOM MacmTaOyBaHHS 300paK€HHS 110 MOTPiOHOI
PO3AUTHHOI 3IaTHOCTI MICIS 3HMKEHHS PO3IIBHOI 3MaTHOCTI pEeHACPHHTY. 3apa3 Iie
BOKJIMBUNA KOMIIOHEHT CY4YacCHUX ITpOBUX 1 TpadiuHUX TEXHOJIOTiH, SIKUW Jormomarae
nocarta 6amancy Mixk dactororo kazapiB (FPS) i sikicTio 300paskenns. MacimtaOyBaHHS
0COOJIMBO BaXJIMBE JJIA MPUCTPOIB 3 MAJIOIO arapaTHO MOTYXKHICTIO Ta IS irop 3
BHCOKOIO PO3JUIPHOIO 3AaTHICTIO, Hampukiaa, 4K, ae onmTumizamis pecypciB mae

BaAXXJINBC 3HAYCHHS.



Puc. 1.16 Ilpuxmnan anckeimnary

OcHOBHI METO/IM MacIITa0yBaHHS BKJIFOYAIOTh TaKi TEXHOJIOT1I:

® Deep Learning Super Sampling (DLSS)
® FidelityFX Super Resolution (FSR)

® Xe Super Sampling (XeSS)

® NVIDIA Image Scaling (NIS)

® Temporal Anti-Aliasing (TAA)

Deep Learning Super Sampling (DLSS), 300paxxenuii Ha pucynky 1.17 [18] —
11e TepeIoBa TEXHOJIOTIsA, po3pobieHa kommaHiero NVIDIA, ska cTBOprO€ BUCOKOSKICHI
300paKeHHSI 3 MOYATKOBO HU3bKOIO PO3JIIILHOIO 3/IaTHICTIO, BUKOPUCTOBYIOUU Cy4YacHI
METOJHM MAIIMHHOTO HAaBYaHHS Ta IITYYHOTO iHTENeKTy. Ll TexHomoris 3abe3mneuye He
JUIIe TOKpaIIeHHS Bi3yaJdbHOI SKOCTI, aje W ONTUMI3allil0 MPOAYKTHUBHOCTI, IO
0COOJIMBO BaXKJIMBO JJISI PECYPCOEMHUX JIOAATKIB, TAKMX K CYy4acH1 BiJICOITPH.

OcHoBHOIO  XapakTepucTukoro DLSS € MOXIHMBICTH PEKOHCTPYIOBATH
300paKeHHsI 3aBISKH 3aCTOCYBaHHIO CIEIIaJbHO HABUCHHUX HEHUpOHHUX Mepex. L1
MepeXi MPOXOATh MOTEPEIHE HaBYaHHS HA BETMKHX HAOOpax MaHWX, sIKI BKIIOYAIOTh
mapu 300pakeHb HH3BKOI Ta BHCOKOI PO3IIIBLHOI 3MaTHOCTI. Y Tporieci poboTu
TEXHOJIOT1Sl BUKOPHUCTOBYE Il 3HAHHS JUIsl CTBOPEHHS SIKICHOTO 300pa)K€HHs, SIKe

BUTJISIA€ TaK, HIOM BOHO OyJI0 peHAEpEHE 3 BUCOKOIO PO3AUILHOIO 3/IaTHICTIO.



Puc. 1.17 [Ipuxnaa po6otu DLSS

Po6otra DLSS Bkitouae Kkinbka €TalliB: CIEPIIy Ipa PEHACPUTHCA Y HIDKYIN
PO3MUIBHIN 37aTHOCTI, MOTIM aJITrOPUTM BIJHOBIIIOE JI€Tall Ta TEKCTYpPH, HO0JAI0UYU
BiicyTHIO iHGopmMalio. 3 BuxogoM DLSS 3.0 g TexHosoris oTpumana J10JaTKOBY
GbyHKIII0 TeHepalli MPOMDKHMX KajapiB pucyHok 1.18 [19], mo mo3Bossie 3HA4YHO

MIJBUILIUTH YaCTOTYy KaJpiB O€3 BIUIMBY Ha OCHOBHY SIKICTh 300paKeHHS.
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Puc. 1.18 IlpopaxyHok TpaekTopii pyXy Kajpa
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Exocucrema NVIDIA 3naxonuthes B 11eHTpi yBaru DLSS, 30kpema Bineokaptu
cepii RTX 3 TeH3opHUMH sIpamu, SKi MalOTh BUpIMIAIbHE 3HAYEHHS IS 0OpOOKH
HeWpoHHHX Mepex. lle o0Mexye OCTYNMHICTh TEXHOJOTi, ane 1ii pe3yiabTaTh
BUIIPAB/IOBYIOTh TaKl BUMOI'HM, @ CaM€ BHCOKOSIKICHE MACIITa0yBaHHS 3 HEBEJIHMKOIO
KUIBKICTIO apTe(daKTiB.

FidelityFX Super Resolution (FSR) pucynox 1.19 [20-21] — e TexHonoris
AMD, sika Ga3zyeTbcs Ha anTOpUTMax MacIiTa0yBaHHS Ta MOKpamleHHs 4iTkocTi. Ha
Binmidy Big DLSS, FSR He mnorpiOHe amapaTHe pilieHHs, 110 poOUTH i1 OULIBII

YHIBEpPCAFHOIO Ta JOCTYIMHOKO IJIsl IIMPOKOTO CHEKTPY TpadiuHUX MPOIECOPIB,

BKJIFOYAaKOYM KOHKYpeHTHI npoaykTu NVIDIA.

AHOD AMDO Mate
v [ [ W [ 1§
VEX FoeltyFx

Ciiner Recalition

Puc. 1.19 IopiBasHus edexktuBHOCTI FSR

Ockinbku FSR wmae Binkputuii BUXIAHUN KOJ, PO3POOHUKH MOXYThH JIETKO
IHTErpyBaTl II0 TEXHOJOTII0 y CBOi JOJATKW. 3aBIASKH i (YHKIIIOHATBHOCTI
TEXHOJIOTIF0 MOXHAa BHUKOPHUCTOBYBAaTH B OUIBIIIHA KUIBKOCTI irop 1 mmiaTdopm.
TexHosoris 103BOJsIE KOPUCTYBauaM BUOpATH 1/I€aIbHUN KOMIIPOMIC MIXK SIKICTIO Ta
MPOJIYKTUBHICTIO, IMPOMOHYIOYM KUIbKa pPIBHIB HalallITyBaHb, BKJIOYAIOUU YIbTPA-

SKICTh, IKICTh, 30QJIAaHCOBAHICTh Ta MPOTYKTUBHICTb.



34

Hespaxkatoun Ha te, mo FSR 3abe3neuye uynoBi pe3ynbTaTu sl CBOTO KJacy,
BoHa He goTsarye g0 DLSS 3a ToYHICTIO peHAEpWHTY Ta BiAHOBJICHHSIM JpiOHUX
nerajei, 0ocoOJUBO B CIICHAX 3 BEJIMKOIO KUTBKICTIO PyXY.

Xe Super Sampling (XeSS) pucynok 1.20 [22] — 1ne TexHOJOrIA
MacitabyBaHHs BiJl Intel, sika moeaHye TpaauiliitHI METOIU MOKPAIIEHHS 300payKeHHS 3
MIX0/I0M MallTMHHOTO HaBYaHHA. Xo4a XeSS opieHToBaHa Ha Bifgeokaptu Intel Arc, e
yVHIBEpCaJbHE PIIIEHHS, SKE TAaKOX Mpalio€ 3 IHIIMMUA TpadiuHUMUA NPOLECOPAMH,

cymicaumu 3 Shader Model 6.4.

What is Intel® X® Super Sampling (X°S5)?

* DL-based Temporally Amortized Super Sampling Technique
*Replaces the TAA stage in the rendering pipeline

* Cross-platform and generic solution that does not require per-title training

ntemally-stored

history 17

Depth

Raster & Lighting
{low resolution)
Post-processing

Anti-aliased 4K output

Jitte

Allased 1080p
Image

Puc. 1.20 Ctykrypa pobotu XeSS

IToxi6n0 mo DLSS, XeSS penneputb 300pakeHHs] 3 HUKYOKO SKICTIO, a MOTIM
BUKOPUCTOBYE HEMPOHHI Mepexi Mg HOoro BiHOBIEHHSA. [IpOMyKTHUBHICTH 1
MOIIMPEHHS 1€l TEXHOJOTli 3aJeXUTh BIJ TOr0, SIK BOHA BUKOPUCTOBYETHCS B
KOHKPETHHX 1Ipax, X04a BOHA CTBOPIOE 300paxeHHs 3 sIKICTIO, MopiBHSIHHOO 3 NVIDIA

DLSS.
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NVIDIA Image Scaling (NIS) [23] — ne 3amina DLSS nans kopucryBadiB

nonepenHix Mozaenei rpadigaux mpomecopiB NVIDIA. Lle#t miaxia 10 MacmtaOyBaHHS
MPOCTUH 1 HE BHUMAarae cheriajgbHoro oOmaaHaHHA. s OTpUMaHHS YiTKIIIOTO
300paXeHHs 3 MEHIIOK CKIaAHICTIO 00poOku NIS BHKOPHUCTOBYE KOHIICTIIIIO
¢binpTpari Jlandoca.

Xoya 1151 TEXHOJIOT1sI J0Ope MpaItoe 31 cTapuMu rpadiyHUMU MPOIIECOpaMH, BOHA
HE HACTIIBKH OOpEe BIHOBIIOE JETai, sIK OUTbII cydacHi MeToan, Taki sk DLSS a6o
FSR. NIS gacTo BUKOpPHUCTOBYETHCS K MPOCTUH, aj€ MOTYKHUH METOJ IiJBUILICHHS
FPS.

Temporal Anti-Aliasing (TAA) pucynok 1.21 [24] — 1ie MeTOJ1 3UIaI>)KyBaHHS,
SAKUN TaKOXX BUKOPUCTOBYETHCS JIJIsl MaciiTa0yBaHHs 300paxkeHb. Lleit metos 3menIye
edekT "3yOuacTux KpaiB" 3a paxyHOK o0'eqHaHHS iH(OpMAIli 3 KUTBKOX MOMEPEIHIX

KaJipiB. 3aBSKH [IbOMY TE€XHOJIOT 1S MiJIBUIIYE YITKICTh Y TUHAMIYHUX CIICHAX.

-

Puc. 1.21 Ipunnun po6otu TAA

OcHoBHoOro nepeBaror0 TAA € i CyMICHICTh 13 Cy4aCHUMHU ITPOBUMHU PYILIISMH.
Opnak y geskux Bumagkax TAA Moke CTBOPIOBATH apTe(akTH, Taki SK PO3MHUTICTD

300paxeHHs a00 PaHTOMH1 KOHTYPH, OCOOJIMBO y CLIEHAX 13 IIBUJIKUM PYXOM.
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1.3 Onuc BUKOPUCTAHUX MPOTPAMHHUX 3aC00iB

JUis BUKOHAHHS 3aB/laHb, NOCTABJICHUX y paMKax AUILUIOMHOI poOoTH, Oyno
BUKOPHCTAaHO Ha0Ip CydacHUX TMPOTPaAaMHUX IHCTPYMEHTIB, KOXEH 3 SKUX OyB
HEOOXITHUM /111 BUKOHAHHS MMEBHUX KOMITIOHEHTIB MpoekTy. [Ipu BUOOPI IHCTpYMEHTIB
Oynu BpaxoBaHI OCOOJMBOCTI 3aBAaHHs, fKE BKIOYAIO B cebOe CTBOPEHHS
MEPIIOKIACHOTO TpadiyHOTO CepeoBHIa, PO3POOKY METO/IIB PO3PaxXyHKy OCBITICHHS
Ta iX IHTETpallil0 B IPOrPaMHE CEPEIOBUIIIE.

Unity pucyHok 1.22 [25] — ne BIIOMUH ITpOBUM pyIIIi, SKUHA TPOIMOHYE BCl
MOJKJIMBOCTi, HEOOXiJHI J/Jii CTBOPEHHS IHTEPaKTUBHUX irop Ta mpoparkiB. Unity
BUSIBUBCSl HaWKpalluM BaplaHTOM Il pPOOOTH 3 aJropuTMaMH OCBITIEHHS Ta
ONMTHMI3alil MIBUAKOCTI 3aBISIKK MIATPUMIN cydacHuX Tpadiuaux API, Takumx sk

DirectX ta Vulkan.

Puc. 1.22 Inrepdeiic neuryna Unity

Unity no03Boiisie TpalioBaT 3 TPUBUMIPHOIO Tpadikoro, SKUM TaKoX Haaae
JOCTYII JIO IHCTPYMEHTIB JIJIsl HAJIAIITYBAHHS PIBHS JIeTali3allii Ta KACTOMHUX U IEePiB.
Kpim Ttoro, pymiii € OGaratomnaTdhOpMHUM, IO JO3BOJISIE OIHUTH, SK AITOPUTMHU

peai3ylThCs B PI3HUX CUCTEMaX.
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Unity Profiler pucynox 1.23 [26, c. 455-490] BuUKOpUCTOBY€TbCS s
JETAIBHOTO  aHali3y MPOAYKTUBHOCTI NPOrPAMHUX pIIIEHb. 3aBASKH LbOMY
IHCTPYMEHTY CTaj0 MOXJIMBUM OIIHIOBATH BIUIMB aJTOPUTMIB Ha 3arajibHy

MPOIYKTUBHICTh CUCTEMHU.

Puc. 1.23 CepexoBuiiie Jj1si MOHITOPUHTY €TaIliB PEHICPUHTY

3aBasku Unity Profiler MoxxHa BU3HAUWTH, sIKI PEHAECPUHT 00'€KTIB a0 00poOKa
mieiiepiB, BUKOPUCTOBYIOTh HaWOuIbIIe pecypciB. B pesynpraTi miaBUImiacs
MPOAYKTUBHICTh 1 CTajla MOJIMBOK ONTUMI3AIlid KOoay. BiH Takoxk cTaB BaXJIMBUM
THCTPYMEHTOM IS BificTekeHHs Bukopuctands nam'sti, CPU ta GPU.

C# [27, c. 120-180] — e ocHoBHa MoBa mporpamyBaHHsi Unity. Bona crana
17ealbHUM BapiaHTOM JUIsl pearizamii rpadiyHux OOYHCIIEHb Ta aIrOPUTMIB ITPOBOI
JIOTIKM 3aBIISKH TIPOCTOTI BUKOPUCTaHHS Ta 4yAOoBIM mnpoaykTtuBHOCTI. C# mae
MOKJIMBICTH pO3poOUTH crenudiuyHi pIMIeHHS, Takl SK CKPUOTH I podoTu 3
rpadiuauMEu 00'€eKTamMK, KEpYBaHHS KaMmMepaMmH Ta B3aeMOJIl 3 IHIeHJepamMu, OCKUIbKU
inTerpaiist C# 3 Unity nae Ham J0CTYyH /10 BCIX KOMIIOHEHTIB PYIIIis.

Visual Studio pucynok 1.24 [28, c. 55-85] — ue cepenoBuile po3poOKu st
HaIMCaHHS, HAJIaroPKEHHS Ta TECTyBaHHS Kony. L{s mporpama nmpornoHye aBToMaTuiHe

BUIPABJICHHA MOMWIOK, MIATPUMKY iHTerpauli 3 Unity Ta 1HTYITUBHO 3pO3yMUIMI
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iHTepdeic s poOOTH 3 BeaukuMu odcsaramu koay. Lle cipusisio mBuaki po3pooiii ta

mMoaudikarii GyHKI[IOHATFHOCTI TPOEKTY, a TAKOK ONTUMI3allli Ta MepeBipIli JIOTIKH.

Clas=s1()

0 No issues found

Puc. 1.24 Tarepdeiic cepenoBuina po3pooKu

Shader Graph, HLSL ta GLSL pucynok 1.25 [2, ¢. 325-350] — ne xiro4oBi
THCTPYMEHTH JIJIs1 pOoOOTH 31 MIeiiiepaMu Ta CTBOPEHHSI KACTOMHUX TpadidHUX PIllIeHb y
Unity. BoHu naiffoTh MOXJIMBICTh CTBOPIOBATH MaTepialid 3 YyJIOBUM OCBITJICHHSIM 1
JeTaN3aIl€l0 CIEHHW 3a JOMOMOIOK  IHTYITMBHO  3pO3yMUIOro iHTepdeicy
HaJaITyBaHHs BizyanpHux meiaepiB Shader Graph. 3pyunuii cmocid poboTH 3 UM
IHCTPYMEHTOM JIO3BOJIMB HaM IIBUJIKO TECTYBaTU Ta HAJAIITOBYBAaTU MapaMeTpH,
MOaU(DIKyIOUM MaTepialiy BiAMOBIIHO 10 IEBHUX MOTPEO.

JIJi IOIanbIIOTO MOTIMOJIEHOTO HAJaIITyBaHHS Ta ONTHUMI3Allli BUKOPUCTAEMO
moBu meraepiB HLSL ta GLSL. BoHnu 103BOJSIIOTH TOHKO HAJIAIITOBYBATH HIEHAEpU
Ha PiBHI KOy, al0YX TOYHUN KOHTPOJIb HAJI THM, SIK MPAIOIOTh TEKCTYPH, OCBITICHHS
ta TiHi. GLSL Oyno BukopucraHo s MokpamieHHs cymicHocTi 3 OpenGL-
opieHToBaHMMHU TuiaTdopmamu, Toai sik HLSL Oyno iHterpoBaHo ajis Makcumizarlii

MPOIYKTUBHOCTI AJist Tuiatdopm Ha 6a3i DirectX.



Puc. 1.25 Ilpuxnan Bi3yalbHOr0 KOHCTPYKTOpPA LIEHIEPIB

3aBIOSKHM BI3yalIbHIM IHTErpamii Ta MOXJIMBOCTSIM PYYHOIO KOAYBAHHS Yepe3
HLSL 1 GLSL, Shader Graph cTtaB moTy)XHHUM I1HCTPYMEHTOM il TECTyBaHHS Ta
EKCIIEPUMEHTIB 3 PI3HUMHU TpaiuHUMH PINICHHAMH, TapaHTYIOUd MaKCHUMAaJIbHY
THYYKICTb 1 BUCOKY SIKICTh P€3YJIbTaTIB.

Math.NET [29, c. 210-260] — ne MarematuyHa O0i0Ji0TeKa, CTBOpEHA s
BUKOHAHHS CKJIQJHUX 4YHWCIOBUX omepaiiii B cepenoBumii .NET, ska mnpomonye
IMIUPOKUN CHEKTpP I1HCTPYMEHTIB Ui YWCIOBUX OOYHUCIICHb, aHami3y MaHuX Ta
MaTeMaTUYHOTO MojietoBaHHsa. Po0OoTa 3 MarpuusgMu, BEKTOpaMH, CIEIiaJbHUMU
(GYHKISIME Ta CTATUCTUYHUMHU OOYHCIICHHSAMH CIIPOIIYETHCS 3a JOMOMOTOIO ITi€l
oi6miorexn. Hanmpuknan, Math.NET no3Bossie oOuncimtoBaTi 101aBaHHS, MHOKCHHS Ta
oOepHEHl MaTpulli, 110 Ma€ BUPIIIAJIbHE 3HAYEHHS MPU PO3pOoOIl aITrOPUTMIB JIJIs
OCBITJIEHHSI Ta 00poOKM 300pakeHb. BoHa TakoXX MICTUTh MOKJIMBICTH PO3B'sI3yBaTH
nudepeHIliaibHl PIBHSHHA Ta IHTETPYBATH iX YMCEIBHO, [0 BAXKIMBO JJII PO3PAXYHKY
GBBUYHUX MojeNel, 0cOONMBO Uil IMITAIlll pyXy CBiTia abo TiHI B TPUBHUMIPHOMY
MIPOCTOPI.

DirectX [30, c. 217-245, c. 451-478] — ue rpadiunuii API, sxuii crtaB

cragmaptom Windows 1 OyB cTBOpeHHI KommaHnieto Microsoft ams pobotu 3
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MYJIbTHMEIIHHAMHI TIPOrpaMaMy, 30KpeMa Bigeoirpamu. Horo ocHOBHOO IepeBarow €
OpsIMUM  JOCTYNl O amapaTHUX pPEeCypciB KOMITIOTEepa, BKIIIOYalouu TpadiyHuit
MIPOIIECOp, JIJISl ONTUMI3allli MPOTYKTUBHOCTI.

3a pmonomororo DirectX MoOX»Ha CTBOPIOBAaTH 4yJOBI IpadiuHi epexTu, Taki K
OCBITJICHHS, BIIOOpaKEeHHsI, TEKCTYpyBaHHs Ta meiaepu. Kpim toro, et API mictuth
BOy/I0BaH1 PYHKIIT /UIsi KEPYBAHHS CKJIQJHUMU Bi3yalbHUMU edeKkTamMu Ta Pi3uuHUMU
CUMYJIALISIMU, Kl BUKOHYIOTbCA Ha rpadiuHux npouecopax. I[I[o0 rapanTyBaTn
cymicHicTh 3 Windows 1 cTBoputu edeKTUBHI TpadidyHi PIIICHHS, SKI MAaKCUMaJIbHO
BUKOPHUCTOBYIOTh TpadiuyHuUl MpoIiecop, B paMKax MpoekTy Oyno Bukopuctano DirectX.
Ile mO3BONMIIO CTBOPIOBATH BUCOKOSIKICHI Bi3yalibHI €()eKTU 0€3 MOMITHOTO 3HIKEHHS
MPOJTyKTUBHOCTI.

Vulkan [31, c. 250-290] — ue nepeaoBuil HuU3bKOpiBHEBHM Tpadiunmii API,
cTtBopeHuil kommnaniero Khronos Group, sikuii Hajgae KOpUCTyBayaM Ile OUIbIIY
THYYKiCTh y pOGOTI 3 amapaTHuM 3aGesmedeHHsiM, Hix DirectX. Moro 0CHOBHOO
MepeBarord €  KpocriaThOpMEHHA CYMICHICTh, SKa JO3BOJISIE  PO3POOHHMKAM
ontumizyBatu cBoi mporpamu aisg Windows, Linux, Android Ta iHmmx miaatdopm.

Vulkan nponoHye ckaaaHi MOKIIUBOCTI TSl MapajielbHOTO BUKOHAHHS 3aBJaHb,
CUHXPOHI3al1lil TPOLECIB Ta YNPaBIIHH NaM'ATTIO rpadiyHoro npouecopa. Lle no3sossie
e(eKTUBHO BUKOPHUCTOBYBATH OaraTosI€pHI MPOLIECOPHU, IO Ma€ BUPIIIATIbHE 3HAYCHHSI
IS AOCATHEHHSI BUCOKO1 MPOAYKTUBHOCTI MPH PoOOTi 3 BUCOKUMHU OOUHCITIOBAIEHUMU
HaBaHTAKEHHAMH. [IponyKTUBHICT, MOOyHOBaHMX TrpadiyHUX aNrOpUTMIB Oyia
npoTecToBaHa B MpoekTi 3a ponomororo Vulkan. Ile no3Bonuino peTenbHO
KOHTPOJIIOBATH  pecypcH  rpadiuHoro mpoiecopa Ta TapaHTyBaTH  BHCOKY
MPOJIYyKTUBHICTh HaBITh Y CKJIAIHUX CUTYAIlIAX, IO JAJO 3MOTY OIIHUTU €(EeKTUBHICTh

CTBOPEHHX PIIICHb.
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2 TEOPETUYHI OCHOBH TA PO3POBKA MRR

2.1 Konuenuist 6araTo30HaJbHOT0 PeHAePHHIY

Meron OGarartozonansHoro penaepunry (MRR) pucynox 2.1 — ue wmeron
00poOKM TpadidyHUX 300paKEHb, SKUA PETYNIIOE PIBEHb JAeTami3allii 3ajekKHO Bif
BKJIMBOCTI PI3HUX 00NacTel eKkpaHy, ONTHMI3YIOUM TaKMM YHWHOM BUKOPHUCTaHHS
pecypciB peHICPUHTY.
OcnoBHa koHuenuist MRR nonsirae y noaut ekpany Ha KUTbKa 30H, KOXKHA 3 SIKHX
Mae cBOi KOH(Irypaiii peHAECPUHTY, BHU3HAUYEHI iI MPIOPUTETHICTIO B KOHTEKCTI
3arajbHOi CclieHW. Hampukian, neHTpaibHa 00JacTh MOXKE OOpOONATHCS 3 BHUCOKUM
piBHEM jeTaiizallii, ToAl SK mnepudepiiiHi YacTMHM 3 MEHIIMM 3HAYEHHSAM IS
KOPHUCTYBada MOXYTh PEHJEPUTHCS 3 MEHIIIO0 JIETaJi3aIli€lo.
Lle# miaxix AO3BOJIIE CYTTEBO 3MEHIIUTH OOYMCITIOBAIBHY CKIIAIHICTh 3aBISKA
BUKOPUCTAHHIO Pi3HUX piBHIB AeTamizaiii (LOD) y 3amexHOoCTi BiJl BAXKJIMBOCTI KOKHOI
30HU. Takum ynHOM, MeToT MRR nocsrae 6amancy Mix 3a0e3MedYeHHSIM BUCOKO1 STKOCTI
300paKE€HHS Ta MIATPUMAHHSAM ONTUMAIbHOI TPOAYKTHBHOCTI CHCTEMH, IO €
BKJIMBUM JIJIs1 cCy4dacHO1 rpadiuHoi oOpoOKH, 0cOOIMBO Yy Bifieoirpax i MyJIbTUMEIA.
ExpaHHuii mpoctip AUIMTHCS Ha 3 30HU:
® [lenTpanpHa 30Ha, Ha $Ky CHOpsIMOBaHAa OCHOBHA yBara KOpHCTYyBaya,
PEHIEPUTHCS 3 MAKCHUMAJIbHOIO PO3JUIHLHOIO 3[aTHICTIO, 3a0e3Meuyyrouu
BHUCOKY JIeTalli3allilo.

® C(CepenHsa 30HA, KA BUKOHYE POJb MEpexigHOT 00JacTi, oOpoOseThes 13
3HIDKEHOIO PO3AUIBHOIO0 3[ATHICTIO /IS 3MEHIICHHS HAaBaHTAXKEHHS Ha
pecypceH.

® HaiimMeHn BaxiauBa KpaliHsg 30Ha PEHACPUTHCS 3 MIHIMAJIBLHOK PO3AUIBHOIO

3IaTHICTIO, OCKUIbKM 3a3BMYail mnepeOyBae 1o3a (OKyCcOM YyBaru

KOPHUCTYBaua 1 BAKOPUCTOBYETHCS JJIs BIIOOpaKEHHSI (JOHOBHUX €JIEMEHTIB.
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Central zone (full resolution)
Midle zone (medium resolution)
Edge zone (low resolution)

D Interface overlay
Resolution screen 1920x1080

0.45RD5 (Rendering Density Scale)
25% 1280x720

0.70RDS
25% 1600x900

1RDS
50% 1920x1080

Puc. 2.1 Cxema po3nojiiny 30H peHACPUHTY

CrmoyaTky KaJp pO3AUIAETHCS Ha OKpeMi 30HH 3a JOTIOMOTOI0 IPaBHII,
OTPUMaHUX Ha OCHOBI AJaNTHBHHUX aJTOPUTMIB a00 TeoMeTpHYHOro moxaimy. IloTim
KOXKHA 30Ha B1JJ0OpakaeThCsl 3 MEBHUM PIBHEM JeTali3allli: cepeiHs Ta KpalHi 30HU
BIIOOp@KAIOThCS 3 HIDKUOIO SKICTIO, BUXOIMYM 3 IXHBOI BaXJIMBOCTI, TOAI SK
IIEHTpaJIbHA 30Ha BiJIOOPAXKAETHCS 3 TTOBHOIO PO3/IHLHOIO 37aTHICTIO. DiHANBHUN Kaap
CTBOPIOETHCSI IUISIXOM 00'€THAHHS pEe3yJIbTaTIiB PEHICPUHTY, SIKI MACIITa0yIOThCA J10
3arajibHOi PO3/IJIBLHOI 3/1aTHOCTI ekpaHy. OCTaHHIM KPOKOM € HaKJIaJlaHHS €JIEMEHTIB
HUD, siki okpemo Bi3yalli3ylOThCs Y BUCOKINA PO3AUIBbHIN 34aTHOCTI, III0O TapaHTyBaTH
YITKICTD.

MRR 3MmeHIIye HaBaHTa)XEHHS Ha TpadiuHUil mpouecop, M0 BaXJIUBO IS
MPUCTPOIB 3 OOMEKEHUMH PECypCaMH, TaKUX SIK KOHCOJI Ta MOOUIbHI pucTpoi. Kpim
TOT0, MOKpPAIIY€e€ThCsI KOPUCTYBAIIbKUIN JTOCBi/, OCKIJIKU BiAMIHHA SIKICTh 300pa’KCHHS
30epira€TbCsi y BAXKIMBHUX Il KopucTyBada ooOnactax. OCKUIBKM BIH MOXE

MIJJIAIITOBYBATUCA T[] PI3HI PO3MIPH €KpaHIB, PO3JAUIbHY 3/JaTHICTh 1 HaBITh
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MOJIOKEHHST TIOTJISy KOpHCTyBaya (TIpU BUKOPHUCTaHHI BIJICTEXKEHHS MOTISALY), LeH
M1JIX1]] TAKOXK € HEUMOBIPHO YHIBEPCAIHHUM.

VY Bizmeoirpax, A€ IyXe€ BaXJIUBO MAaKCHUMI3yBaTH MPOJAYKTHUBHICTb, HE
KEPTBYIOUM TIPH IIHOMY SIKICTIO CIIeHH y KpuTudHHX wMicisax, MRR e myxe
KOopucHUM.TeXHOJIOrig JomoMarae 3MEHINUTH 3aTpuMKu peHaepunry y VR/AR
nonatkax [32, c. 88-102], 1m0 € BaxJIMBUM JJi1 KOMPOPTY KOpUCTyBaya.

MRR no3Bosisie epeKTHBHO BUKOPHCTOBYBATH PeCypcH, 30epiratoun HeoOXiaHUM
CTYIiHb JeTami3alli B CHUCTeMax CHUMYJIAIII Ta Bi3yami3allii, ki 0OpOOJISIOTh BEJMKI

00CsTHY TaHUX.

2.2 Onuc crpykrypu MRR

2.2.1 Meroau po3moaisly KaJpy Ha 30HU

Expan npencTaBisieTbCsi y BUIJISIAL JBOBUMIPHOI TaOJUIll MIKCENIB, 1 METOIO €
BU3HAYCHHSI KOOPAMHAT, SIK1 € MEXaMH KOKHOI 30HU. PO3riasiHeMo MeTo i BU3HAYEHHS
MEX 30H y KaJJpi Ha OCHOBI PO3MOIiTy 300paskeHHSI.

['eomerpuunuii meron (dikcoani obnacti) Llel miaxiz, mokazaHWil HA PUCYHKY
2.1 1uMTh €KpaH Ha MPSIMOKYTHI 30HU Ha OCHOBI 3a37ajieT1/ib BU3HAYEHUX KOOPAUHAT y

JIBOBUMIPHINA TaOJIUIIl MIKCEIB.

ne:

W — mmpuHa eKpaHy B MIKCEIX;

H — BucoOTa €KpaHy B IMIKCEISX.

ILenTpasbHa 30Ha PUCYHOK 2.2 BU3HAYAETHCS MOJIOKCHHAM Kamepu ( , ) Ta
PO3MipaMu 30HH, 110 BCTAHOBJIIOIOTKLCS SIK MPOMOPIIis 0 po3Mipis ekpany (0, B).

®opmyna 11l KOOPAUHAT MEX LEHTPAIbHOI 30HHU:
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Jc:

, , , — KOOPAMHATH MEX 30HH;
, — KOOpAMHATHU LUEHTPY KaMEpH;

o, B — mpomopiii MUPUHU Ta BUCOTH IEHTPAIbHOI 30HM (Hampukiaa, 0.5 mms
50% po3mipy).

[TpumiTka: SIKII0 KOOPAWHATH BUXOATH 33 MEXI1 eKpaHy ( < 0 abo

), iX MOTPiIOHO OOMEKUTH.

>

540 + (0.5 * 1080) / 2 = 810

960 - (0.5 * 1920) / 2 = 480

960 + (0.5 * 1920) / 2 = 1440

540 - (0.5 * 1080) / 2 = 270

Puc. 2.2 Bu3HaueHHs LIEHTPAJIbHOI 30HU

Cepennsi 30Ha pPUCYHOK 2.3 OOUYHCIIOIOTHCS SK 3aJUIIKOBA YAaCTHHA EKpaHy

HiCJIfI BU3HAYCHH HeHTpaJ'IBHO'l' 30HU.
= O -5. = (
= © -5 = (, -+
Je:

) , , — MEXI1 cepeIHbO1 30HHU;

— koediuieHt (Hanpukiag, 0.25);

) — BiI[CTyrIH JJIsA CepeI[HI)O'l' 30HH, 3a3BUYai PO3PaxXOBYHOTHCA AK:

x X
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1920
‘min{ 1060, 810 + (0.25 = 1080) | 2} = 845 %

g &
2 §
: ;
g ;
: g
E £
{

1080

max(0, 270 - (025 * 1080) ' 2) = #05

Puc. 2.3 Bu3HaueHHsI cepeIHbO1 30HU

Kpaiina 30Ha pucyHok 2.4 mnokpuBae Bcl o0dacTi, W0 HE BXOAATH MO
LHEHTpPaJIbHOI Ta CepeAHbOI 30H, TOOTO KpaiHsS 30Ha BHU3HAUYAETHCA 3aJUILIKOBUMHU

MIKCEJISIMHU:

_ EkpaH

Puc. 2.4 BuzHaueHHs KpaliHbO1 30HU
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2.2.2 PeHepUHT i3 Pi3HOIO PO3ALIbHOIO 3ATHICTIO

Po3risiHeMo mpoliec 4acTKOBOTO PEHAECPUHTY KaJpy 13 3aCTOCYBAHHSIM PIZHHUX
PO3AUIBHUX 3JIaTHOCTEN NI pi3HUX 30H. ONUCYIOTHCS /1Ba MIAXOAU A0 PEHAEPUHTY —
Quality ta Performance, siki 103BOJSIOTH OajaHCyBaTH MK SIKICTIO 300pakKeHHS Ta
IPOAYKTUBHICTIO. TaKoX JI€TAJIbHO PO3MVIAHYTO POJib LIEHAEPIB y LIbOMY IpPOLECI Ta
QITOPUTMH aICKEMITy, SIKI BUKOPUCTOBYIOThCS JJIi O0’€IHAHHS 30H Yy IMIJCYMKOBHI
KaJIp.

1. "Quality" (SkicTtb) pucyHox 2.5 — el miaxiJy OpIEHTOBAaHWUN Ha
30epekeHHs] MAaKCUMAJIbHO1 Bi3yalIbHOT SIKOCTi, HAaBITh Y MEHII BXJIMBUX 30HaX. Bin

MIIXOIUTh JJISl TOTYKHUX CUCTEM 13 BUCOKUM TpaiyHUM MOTEHI1AJIOM:

Resolution screen 1920x1080

0.45RDS
1280x720 (66.67%)

0.70RDS
1600x900 (83.34%)

e 1920x1080 (100%)

Puc. 2.5 Cxema 6arato3oHajgbHOr0O peHIepuHry “Akicte”

® IlenTpansHa 30Ha (100%):
Penpeputbes 3 MOBHOKO poO3AiIbHOIO 3matHicTio (= , = ), WA
expany 1920x1080 uenTpanbHa 30Ha peHaeputbes y 1920x1080.

® (Cepenns 3oHa (83.34%):
Pengeputbes 3 posaiibHO 3xatHicTioO 83.34% Big ¢izumunoi (W, =
0.8334W,H,, = 0.8334H ), s ekpany 1920x1080 cepenns 30Ha
penaeputbes y 1600x900.
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® Kpaiins 30Ha (66.67%):
Penmeputbcs 3 pPO3AUIBHOIO 3HaTHICTIO 66.67% Big ¢ismunoi (W, =
0.6667W,H, = 0.6667H) , mmax eckpany 1920x1080 kpaiius 30Ha
penneputbes y 1280x720.

2. "Performance" (IlpogykTuBHicTB) puUCYyHOK 2.6 — mel miAXix
CHPSMOBAaHUMN HA JOCATHEHHS MaKCHUMAaJIbHOI MPOIYKTUBHOCTI 32 PaxXyHOK CHJIBHIILIOTO
3HWKEHHS PO3AUIBHOI 3/1aTHOCTI B MEHII BaXKJIMBUX 30HaX. lliaxonuTe s cuctem

MIOYATKOBOT'O PIBHS:

Resolution screen 1920x1080

0.25RDS
960x540 (50%)

0.56RDS
1440x810 (75%)

1Hns 1920x1080 (100%)

Puc. 2.6 Cxema 6araTo3onansHOro peHaepunry “IIponykTuBHiCTH”
® [lentpansHa 30Ha (100%):
Pennmeputhcs 3 MOBHOKW po3aiibHOMO 3xatHicTIo (= , = ), mis
expany 1920x1080 uentpanbHa 30Ha Mmae 1920x1080.
® (Cepenns 3oHa (75%):
Penaeputhess 3 MOBHOIO PO3ALILHOI 3maTHicTIO 75% Bix dizuunoi (W, =
0.75W, H, = 0.75H), nns exkpany 1920x1080 cepenns 3ona mae 1440x810.
® Kpaiius 3oHa (50%):
BukopuctoByeThess  po3miabHa 3matHicTh 50% Big  dismunoi (W, =

0.5W, H, = 0.5H), nns ekpany 1920x1080 kpaiins 30Ha Mae 960x540.
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[Ipu BuKOpuCTaHHI METOAYy 0araTo30HHOTO PEHIEPUHTY IIEHAepU BiAIrParOTh
BUpILIANBHY pOJIb Y peHaepuHry. Ha erami npusHavyeHHs 30H WIEHAEpU BIANOBIAAIOTH
3a BHM3HA4YeHHs OO0JacTedl ekpaHa, AKlI MOTPAIUISIOTh y IEHTpPajbHy, CepeaHto abo
KpaiftHio 30HU. JlJI1 IbOrO BUKOPUCTOBYIOTHCS KOOPAWHATH MIKCETIB Ta 3HAYCHHS, IO
BHU3HAYAIOTh MeXI1 30H. [Ipu pennepunry 301 dhparMeHTHHM menep o0pooisie mKkcei 3
PI3HOIO PO3JUTLHOIO 37aTHICTIO, BPaXOBYIOUH YHIKaJIbHI XapaKTEPUCTUKU KOKHOI 30HH,
TOMAl SK BEPIIMHHUUN Meiaep TpaHCHOpMye TEOMETPUYHI KOOpAWHATH OO'€KTIB Ha
OCHOB1 OOpaHOi 30HU KaJIpy.

leliaepy miIamTOBYIOTh PEHACPUHT 10 PO3AUIBHOI 3[aTHOCTI €KpaHa Ha eTarl
MacmtabyBanHs. Lle gocaraerbes mIsiXoM OOUYMCIEHHS HOBHX 3HAUY€Hb MIKCENIB Ha
OCHOB1 CYCIJTHIX 3a JOINOMOTro0 OutiHIHHOT iHTepnoisanii. O6'enHaHHsS 30H - 1€
OCTaHHIM KpOK, Ha SKOMY MIKCEJIbHUN IIEHAEp CTBOPIOE €JIMHE 300pa)KeHHS,
00'eTHYIOYM BUXI1HI JaHI 3 KOXKHO1 30HU Y (hiHATBHUHN KaJp.

Aaroputm anckeiity (Upscaling) [33], micis peHAEpUHTY 30H iX pe3yJbTaTh
aTnCKEHIATHCS 10 PO3IBHOI 3/IaTHOCTI €KpaHy. AJITOPUTM BKITIOYAE:

1. IaTepmonsmis miKceniB PUCYHOK 2.7: HJis TIKCENIB 13 MEHIIOK PO3ILILHOI0

3/IaTHICTIO BUKOHYETHCS OUTIHIMHA 1HTEPITOISITIS:

Bilinear Interpolation

Puc. 2.7 Ilpuknaza OuTHIKHOT IHTEPIOJIALIL
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P(x,y) = 7[P(x1, Y1) + P(2,y1) + P(x1,¥2) + P(x2,y2)].
ne:
P(X,y) — anckeineHni MiKCeb;
P(X;,Yi) — cyciani mikceri.
OO0’eTHaHHA 30H:
® KosxHa 30Ha MacmTaby€eThCs 0 CBOIX (Di3MYHMX MEXK Ha CKpaHi.
® [lincymkoBuii Kajap 00 ’€AHYETHhCS IIUISIXOM HaKIaJdaHHS 30H 13 PI3HUMH
JIeTa13aIisIMH.
HonaBanus iHTepdeiicy: 1rpoBuil 1HTEepdENHC pPEHIEPUTHCI OKPEMO B MOBHIN
PO3IUTbHIN 3JaTHOCTI Ta HAKJIAJIAETHCS TTOBEPX KaIPy.

®opmyJia HiACyMKOBOI0 KaJapy

Fo(XY), xy) Z,
F(x,y) = {Upscale(Fn(X,¥)),(X,Y)  Znm,
Upscale(F.(X,y¥)), (X,y) Z..

ne:
F(X,y) — mikcenp y piHaTbHOMY KaJIpi;
(.,), (,), (,) — s3Hauenns mikcenmiB i3 (peiAMOydepin
LEHTPAJIbHOI, CEPEIHBOI Ta KPaiHKO1 30H B1JIMOBIIHO;

Upscale — ¢yHkInis arnckeitny.

2.3 Onuc peanizaunii MRR y irpoBomy cepeaoBuii

B ocHoBi MRR 7nexuTh ysABIE€HHS HpO TE, IO Pi3HI €IEMEHTH €KpaHy MAarOTh
PI3HY Bi3yallbHY 3HAUYIIICTh. ¥ Bara rpaBiis 3/1e01IbIIOT0 30Cepe/KeHa Ha [IEHTpaIbHIN
YaCTUHI €KpaHa, TOJl K MepudepiiiHi YacTUHHU 3a3BUYail OTPUMYIOTh MEHIIE YBaru.
Jliis Toro, mo6 3HAYHO 3MEHIIMTH HaBaHTAXXEHHS Ha TpadivyHuil mpoiecop 6e3 BTpaTu
axkocTi, MRR BUKOpPUCTOBY€E 30HYBaHHS €KpaHy 3 PI3HOIO PO3ALIBHOIO 3/1aTHICTIO.

CrpykTypa peanizauii Ha pUCyHKY 2.8
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1. Kamepa penziepuHry: oCHOBHa Kamepa BUKOPUCTOBYEThCS JUIsl OJILTY 30H Ta
nepeaadi JaHuX y peHaep-TapreTy.

2. Macku 30H: rpadiuHi 00’€KTH, IO BHU3HAYAIOTh MEXI1 30H (peami3yroThCs
4yepes TEKCTYPH).

3. Pennep-tapretu: okpemi 0ydepu /uist KOXKHOI 30HU (LIEHTpabHa, CEpeTHS Ta
KpaiHs).

4. Hlennepu: 30TUTBIICHHS PO3AIBHOL 3JIaTHOCTI PEHIIEPUHTY,

MaciTabyBaHHs Ta 00’ €IHAHHS 30H.
B*

Camera
L )~ | :
L i g / :

=

Render Upscale
mask

Merge HUD

Render
resolution

Puc. 2.8 Cxema cTpykTypu peanmizariii

3a IONMOMOroK 30HYBaHHS €KpaHy CTBOPIOIOTHCS TPHU 30HM: LIEHTpPajbHA 30HA,
aka 3aiimae 50% expany, cepedHs 30Ha, sika 3aiimMae 25% ekpaHy, 1 KpaiiHs 30Ha, siKa
3aiimae 25% expany. lyig Toro, 11006 TOYHO PO3AUIUTH LI 30HU, CTBOPIOIOTHCS MACKH -
BI3yaJIbHI €JIEMEHTH, Kl OKPECIIOIOTh MEX1 KOKHOI 30HM. MacKu MarTh BU3HAYEHI
PO3MIpPH 30H 1 € CTATUYHHUMU.

[licnst peHIepuHTY LIEHTPAJbHOI Ta KpailHIX 30H pe3yJbTaTH MacIITa0yrOThCA A0
KIHIIEBOI PO3MUIBbHOI 34aTHocTi kanapy (Hampukmaa, 1920x1080). Ile mocsraerscs
IUIIXOM pO3TATYBaHHA 300pak€HHS 3a JONOMOIOI CHELialli30BaHUX IIEWJepiB

MTOCTOOPOOKH.
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30HU IHTETPYIOTHCS B OJUH (1HATBHUN KaAp, SKUH CKIAJAETHCS 3 YCIX TPhOX 30H.

[TikcenpH1 meiaepy, AKi BpaxOBYIOTh MAacKH Ta 30HU 1 KOMOIHYIOTh iX y MPaBUIBHOMY

MOPSAAKY, POOJISATH LFO MIPOLIEAYPY MOKIIUBOIO.

Pennepunr intepdeiicy kopucryBada (Ul) moBepx ToTOBOTO Kaapy €

3aBepiagbHuM etanoM mnpoiecy.ll[o6 rapanTyBati YuTaOENBbHICTH TEKCTY 1 CIIPANTIB,

KOPHUCTYBAIbKUM 1HTep(eic peHaepUThCs Y MOBHIM PO3AUIbHIN 3/JaTHOCTI.

Macku 111 30H peHIePUHTY PUCYHOK 2.9 BU3HAYalOTh, sIKI YaCTUHU KaJpy Ta 3

AKOIO PO3JUIBHOIO 3/JaTHOCTIO BOHU OYyAYThb peHIEpUTHCS. MacKu BUKOPUCTOBYIOTHCS

JUISL BIOJUICHHS PI3HUX 30H PEHAEPHUHTY, a TaKOX JUIsl ONTHMI3alii BUKOPUCTAHHS

pecypciB Ha pEHJEPUHT.

OcHOBHI eTanu poOOTH MaCKu:

l.

Macka TeHTpaJdbHOI 30HH PHCYHOK 2.2, BH3HAYEHA SK HAHOUIBII
JeTani3oBaHa. Y MeEXax I[€l 30HM PEHJEPUMO IMIKCENl 3 MaKCUMAaJbHOIO
PO3AUIBHOIO 3JIAaTHICTIO. /[ 1bOoro B MIEHaep MepeNaeThess MPSIMOKYTHUK
JUTSL PEHJIEPUHTY, SIKUI OMTUCY€E KOOPANHATH LIEHTPAIbHOI 30HM.
_RenderZone ("Render Zone Rect", Vector) = (0.25, 0.25, 0.75, 0.75)

Macka cepelHbO1 30HU PUCYHOK 2.3, 3HAXOAUTHCS MK LIEHTPAJIbHOK 30HOIO
Ta KpallHbOIO 30HOIO, PEHJEPUTHCS 3 MOTIPIICHOIO PO3AUILHOIO0 3JaTHICTIO.
Jlnst 1iel Macku melaep MOBHHEH BUKIIOUWTH 3 PEHICPUHTY IEHTPATbHY
30Hy, WI00 YHUKHYTH TMEPEeKpUTTS. Y IIeiaepl I BUKIIOYEHHS
[EHTPAJIbHOI 30HU MIEPEAAETHCS MPIMOKYTHUK, SIKUN 3a]1a€ MEXI1 I1€T 30HU.
_RenderZone ("Render Zone Rect", Vector) = (0.125, 0.125, 0.875, 0.875)
_ExcludeZone ("Exclude Zone Rect", Vector) = (0.25, 0.25, 0.75, 0.75)
Macka kpaliHbOi 30H pUCYHOK 2.4, p€HIE€pUTHCS 3 HAUMEHILIOK PO3ILIILHOI0
3MaTHICTIO. Macka KpalWHbOI 30HM BHUKIIOYAE IIEHTPAJIbHY Ta CEpPEIHIO
YaCTUHH, OCKUTBKH 111 00J1aCTi BxKe Oy 0OpoOeHi.

_RenderZone ("Render Zone Rect", Vector) = (0, 0, 1, 1)

_ExcludeZone ("Exclude Zone Rect", Vector) = (0.125, 0.125, 0.875, 0.875)
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Puc. 2.9 IIpuknan 3acTocyBaHHSA MAaCKU PEHAEPUHTY

[IpuHmmn poboTu ImEHAEepHOI MAacKW, SKUM ISl 30H PEHACPUHTY, BUKOHYE

HACTyIHI OCHOBHI KPOKH:

l.

[eiinepHa Macka, CTBOPIOETHCS MacKa JJig KOKHOI 30HM 3 MacliTabom
PO3JIUIBHOI 31aTHOCTI BIJIMOBIIHO 10 11 MMOKA3HUKIB.

OTpuMaHHsT KOOpAMHAT TiKcenss. Y melaept BUKOpUCTOBYeTbess UV-
KOOPJIMHATH JJIsl BA3HAYEHHS MTO3UIIIT MIKCEeIs:

vec2 uv = gl FragCoord.xy / resolution.xy;

[TopiBHSHHS KOOpPAWHAT 13 MeXaMu 30H. sl KOKHOI 30HHM PEHIACPUHTY
BU3HAYCHO TNPSIMOKYTHHUK, SKUA OOMexye o01acTb, fAKy HEOOX1JIHO
peHneputu. [IpAMOKYTHUKH ITepeNaloThCs B enaep sk napamerp. Llennep
MOPIBHIOE KOOPJIMHATH TIKCEJIS 3 BIMOBIIHUMU MEKaMH 30HU:

if (uv.x >= RenderZone.x && uv.x <= RenderZone.z && uv.y >=
_RenderZone.y && uv.y <= RenderZone.w)

Buximrouenns mikcemiB. Ilikceni, skl 3HaXOIAThCS 32 MEKaMH BH3HAYCHHUX
30H, TIPOITYCKAFOThCS:

if (uwvx < ExcludeZonex | uv.x > ExcludeZone.z | uvy <

_ExcludeZone.y || uv.y > ExcludeZone.w)
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Skmo mikcenb 3HAXOAWUTBCS B MeEKax OJHIET 3 30H, TO BiH Oyne
BIIPEHICPEHUIA, 1 JAJI1 HBOTO BHOMPAETHCA BIAMOBIIHA SKICTh a00 pO3/iIbHA
3/1aTHICTb.

Macku Uit 30H peHJEPUHTY T03BOJIAIOTh €(PEKTUBHO KEPYBAaTU pecypcamu Ipu
penaepunry kaapy. lleiinepu, 1o npaioTh 3 MaCKaMH, BUKOPUCTOBYIOTh IapaMeTpu
NPSIMOKYTHUKIB JUJIi BHMKJIIOYEHHS 30H, LI0 Jla€ 3MOTY €(EeKTHMBHO KepyBaTH
PEHAECPUHTOM OKpEeMHUX YacTHH Kajpy. Takux MiAXiJ 3HIKYyE HaBaHTAXCHHS Ha
CUCTEMY.

AnckeilsiiHr 30H pucyHok 2.10, micis peHaepy cepeHboi Ta KpailHbOi 30HH, iX
noTpiOHO MaciTadyBaTH 10 PO3AUIBHOI 34aTHOCTI €KpaHy UUISIXOM 1HTEPIOJISIIi
mikcenmiB. Y rpadiyHOMY TMpOTpaMyBaHHI II€ JIOCSATAEThCS depe3 Miehjepu abdbo
BOynoBani meroan API, siki BUKOPHCTOBYIOTh aJrOPUTMH MacIITaOyBaHHS, Taki K
OUTIHIMHA THTEPIOJISIIIS.

Graphics.Blit(sourceTexture, targetTexture),

ne:

sourceTexture — BXiJ{HA TEKCTypa OJHIET 3 30H;

targetTexture — BHUXiJIHA TEKCTypa 3 HEOOX1THOIO PO3/IILHOIO 3JJaTHOCTIO;

Graphics.Blit — aBromatnuHO MacmTabye TEKCTYypy i Yac KOMMIOBAHHSI.

19201080

1600x800

1440810

1280x720

960x 340

Puc. 2.10 Macmtabu po3aiibHOT 3JaTHOCTI
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O0’eqHaHHA 30H pUCyHOK 2.11, micis ancKeWIiHry KO>KHOI 30HM (CepeqHboi Ta
KpaitHboi) iX moTpiOHO oO'emHatn y ¢inampHuit kaap. Lleit eram 3aBepirye mporec
30HAJILHOTO PEHACPUHTY, HOpMYyIOUr 300paxeHHs, ke Oyne BigoOpaKeHO Ha eKpaHi.
OO0'enHaHHS 30H BIIOYBAETHCS MUIIXOM TIOCIITOBHOTO HAKJIAJICHHS KOXXHOI 30HH Ha
(biHATBHY TEKCTYPY.

Ounnienns ¢iHaabHOI TekcTypu: PiHaAbHA TEKCTypa OYUIIYETHCA, I00 YHUKHYTH

3JIMIIKIB TIOTIEpeIHIX peHaepiB. Lle 3a0e3neuye KOpeKTHE HAKIaACHHS TEKCTYP.

B

i

Puc. 2.11 Cxema 00’eqHaHHSA 30H

RenderTexture.active = finalTexture; // Bka3ye, sika TeKCTypa € aKTHUBHOIO st
PEHIEPUHTY
GL.Clear(true, true, Color.black); // Oumnirye akTHBHY TEKCTypy, BHUIAJISIOYM BCi
MOTIEPE IHI JIaH1

[TocnigoBHE HaKIIaIEHHS 30H:
Graphics.Blit(outerTexture, finalTexture); // Kpaiius 30Ha
Graphics.Blit(middleTexture, final Texture); // Cepeans 30Ha

Graphics.Blit(central Texture, finalTexture); // LleaTpansHa 30Ha
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BuBenennsi ¢ginaJabHOr0 Kajapy Ha €KpaHi pa3oM 13 HAKJIAJaHHSIM €JIEMEHTIB
HUD. Ileit kpok BUBOIUTH 300pakeHHs HA €KpaH Ta MOBEPX KaJpy 1HTepdeiic, aKuil He
3aJIEKUTH BiJl 30HAJIBHOTO TOJILITY.

Buenenns ¢inanpHOTO KaJpy BHKOPUCTOBYEThCS MeToaoM Graphics.Blit, skuii
KOITIIOE BMICT TEKCTYPH B peHIEPUHT-0ydep 11 BiJoOpakeHHS.

Graphics.Blit(final Texture, null as RenderTexture);

Haknaganns enementiB HUD, enementu iHTepdeiicy, Taki SK JTIYWIbHUKH,
MIHIKapTH a00 TEKCT, HakIanalThes noBepx ¢inampHoro kaapy. HUD nonmaetscs 3
BukopuctanasM GUIL.DrawTexture, o m03BoJisi€ BijoOpa3uTH TEKCTypy Ha MEpeaHin
00J1aCT1 €KpaHy.

GUI DrawTexture(new Rect(0, 0, Screen.width, Screen.height), hudTexture);

2.4 Ouinka epekTuBHOCTI Ta cymicTHOCTI MeTogy MRR

[IpoanamizyeMo, HAcKiIbKH JOOpE TIpaIfoe TexHiKa 0araTo30HHOTO
peuaepunry (MRR) B irpax i Hackiibku J0Ope BOHA MPAIIOE€ 3 PISHUMHU arapaTHUMU
maThopMaMu Ta OTIEPAIMHIMEU CUCTEMaMHU. 3MEHIIYIOYH OOCAT JTaHWX, SKi MOTPIOHO
o0poOutn, TexHosoris MRR 3HauHO mnigBUIYEe €(QEKTUBHICTH TIpU, JO3BOJSIOUYU
rpadiyHOMY TpOLIECOPY BHKOHYBATH MEHIIE OOYHCICHb [JIi KOXHOTO Kampy. Sk
HACIIJIOK, OCOOJMBO y BHUCOKIM PO3AUIBHIA 34aTHOCTI, CIOCTEPIrA€ThCS MOMITHUM
npupict FPS no 20% y pexumi “SAxicts” Ta 10 40% y pexumi “IlpoayktuBHicts”. Lle
poOUTH ITPOBUH MpoIeC OUIBII IJIABHUM y JMUHAMIYHHMX ITPOBUX CIIEHApIsIX, TAKUX 5K
01Ky a00 MIBUKI PYXHU KaMEpH.

Meron MRR neMoHCTpye BHCOKY CYMICHICTH 13 cydyacHuMH rpadiuaumu API,
takumu sk DirectX, OpenGL 1 Vulkan, mo pgo3Bomsie #omy iHTerpyBaTtucs 3
HaWUTMOMIMPEHIIIUMU ONIEPAIITHUMU CUCTEMAMHU:

® Windows: Bukopucranus DirectX 3abe3neuye MakcuMalnbHy €(PEKTHBHICTB

Ha Ttatrgopmax Windows 101 11.
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® Mac OS: 3aBasxku nigrpumili Metal APl meron mpairoe ctabiibHO Ha
MacBook Ta iMac 13 ginamu cepii M1/M2.
® Linux: Bukopucranas Vulkan a6o OpenGL rapantye nmpoayKTHUBHICTh Ha
aucTpuOyTrBax, Takux sk Ubuntu uu Fedora.

Onmnak Ha OuIbIN paHHIX TUIaTdopMax Ied MIAXiJ Mae KuUThbKa HEIOJIKIB.
Hampuknan, oOMexxeHHs mam'siTi Ta MIATPUMKU IIEHIEPIB MOXYTh OyTH MPUYHUHOIO
3HIKEHHS MPOAYKTUBHOCTI Ha CTapux rpadiuHux mpouecopax, Takux sk NVIDIA GTX
600 abo AMD HD 7000 i crapmre. Jlesiki ctapimn npuctpoi OpenGL 2.0 mMoxyTh
notpedyBaTy ajanTarii meaepis.

OpHi€0 3 TONOBHUX TMepeBar METOAY € HHU3bKE BHKOPUCTAHHS PECypcCiB, IIO
3a0e3neuye  BHCOKY HIPOAYKTUBHICTb  HaBITh  JJII  BEJIMYE3HUX  CLIEHApIiB.
MacmraboBaHicTh METOAy JMAO3BOJSIE amanTyBaTH MOro JO PI3HUX PO3AUIBHUX
3IaTHOCTEH, MPUCTPOIB Ta CHUTYyallili, a 3MEHIIEHHS HaBaHTAXKEHHS Ha TrpadiuHuN
MPOIIECOp MIJIBUIILYE CTAOUTHHICTh IPU HABITh HA MPUCTPOSIX 13 CEPEIHBOIO Ta HU3BKOIO
MOTYKHICTIO.

Sk pesynbtat, niaxin MRR neMoHcTpye BUCOKY €(pEeKTUBHICTh Y Cy4YaCHHX Irpax,
MPOIOHYIOYH CTAOITBHICTS 1 IJIABHICTh HABITh y HAWCKIAAHIIINX YMOBaxX. OCKUIBKH BiH
Mpaioe 3 pI3HUMU CHCTEMaMd Ta TrpadiyHUMH [OPOLECOpaMH, HOro MOXKHa
BUKOPHCTOBYBAaTH B MPOEKTax JJIsl MIMPOKOT0 Kojia KOpUCTyBadyiB, BKItouaroun [1K,

HOYTOYKH, MOOLTTbHI TIPUCTPOI Ta IrpOB1 KOHCOJI.
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3 TEOPETNYHI OCHOBHU TA PO3POBKA ALD

3.1 Konuenmiss aganTuBHOI AeTaJji3anii 0CBITJIeHHA

Meron apantuBHOI aetanizaiii ocBitieHHs (ALD) pucyHnok 3.1 — 1e miaxia Ao
onTuMizailli oOpOOKH CBITJIOBUX JDKEpel 1 TiHEH y TPUBHUMIPHOMY CEpPEIOBHIIIL.
JluHaMmiuHe KepyBaHHS JDKEpeNaMH CBITJIa Ta TIHAMHU y CIIEHI € OCHOBOIO KOHIICTIIIii
ALD. 3anexxHo BiJ TOro, HacKIIbKH JajJeKO BOHHU 3HAXOMATHCA BIJl rpaBls ado
HACKUTBKH BOHHM Ba)KJIMBI JIJIS 3aTJIBHOTO iTPOBOTO TIPOIIECY, KOKHE JHKEpPEsIo CBITIA B

00nacTi 00'eJHY€ThCS B TPYIH JIE€TaNCH.

E' HIGH MEDIUM

PLAYER

Puc. 3.1 Cxema 30H neramizariii OCBITJICHHS

Ha crapti cuenu Lighting manager ckanye HasiBHI JiKepesa CBITIa PUCYHOK 3.2,
MO3HAYaIo0YM iX K BaXKJIMBI, 3BUYaiiHI a00 (oHOBI. 3BHYANHI Ta BaXXJWBI JKepena
MOXKYTh 3MIHIOBATH JAeTalli3aiiio abo MPUIUHIATH pOoOOTY 3aJeKHO BiJl 00CTaBHH, aje
BXKJIMBI JDKEpENa HIKOIM HE MPUIUHAIOTH PoOOoTy. CBITIO O0'€KTIB PO3MOIIISETHCS

BIJIMTOBITHO JTO PiBHS JeTami3aii (BUCOKHMA, CEpPeIHIN, HU3bKUNA a00 BUMKHEHUH) ITiCIIs
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MEepIoIUYHOTO OOYMCIICHHA BIJICTaHI MK TpaBieM Ta oO'ekramu. lle 3abesmeuye

HaWKpaly SKiCTh OCBITICHHS NMOOIHM3y TpaBlis, TOAl AK Ha OUTBII BiggaleHuX 00'€KTax

JoKepena abo MOBHICTIO BUMUKAIOThCS, 200 JeTajizallis MoCTyIOBO 3MEHIITY€E€ThCS.

~ High detail
Medium detail |\
3 !
. Low detail II". .
(O ot iignt
@ Important light (low deatil) ]
|II
I|
1
1
1
|
|
|
[
' HIGH MEDIUM LOwW OFF
PLAYER

Puc. 3.2 Cxema po3noauny Lighting manager mkepern OCBITJIICHHs] HA 30HU

Tini pucyHok 3.3, CTBOpEHI JKepenamMu CBITJA, 3MIHIOIOTHCS 3aJIEKHO BIJ
BiJICTaH1 /10 TpaBlid. TiHI MalOTh BEIUKY CKJIAQJIHICTh 1 PO3AUIBHY 3/IaTHICTh 30JIM3bKa,
TOMY TOTPIOHO 300pakaTW HaWIPiOHINI JeTali OTOYCHHs. PiBeHb meramizarii TiHeH
HEYXWJIbHO Taja€ 31 30UIBIICHHSM BiJICTaHi, 110 MaiKe HEMOMITHO JJIsl TPaBIls, ajie
3HAYHO MIJBUIILY€E MPOTYKTUBHICTb.

CraTuyHl TEKCTYpHU MOXKHAa BUKOPUCTOBYBAaTH 3aMICThb TIHEW Ha BEJIMKHX
BIICTaHAX, 100 30eperTd 3O0BHINIHIA BHIJIAA CHEHHM 0€3 CyTTEBUX 3MiH Yy
npoayktuBHOCTI. Il[o6 3aomaauTe pecypcw Komm'toTepa, BiTOOpakeHHS TiHEH
MIPUTTUHAETHCS, KOJIM BOHH CTAaIOTh HEBUIUMHUMU.

Lighting Manager BUKOPUCTOBYEThCA /JII ACMHXPOHHOTO OHOBJICHHS TiHEH 1
mpaifoe B iHmoMy motorlll. Ile rapantye cTabUTBHICTh KaapiB y CKIAAHUX CIICHAPIAX 1

SMCHIIIYE€ HABAHTAXCHHA Ha OCHOBHUM peHICP. YacToTa OHOBJICHHS TIHEH TaKOX
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KOHTPOJIIOETHCS MEHEIPKEPOM OCBITIICHHS, IKMI 3MIHIOE 11 BIIMOBIHO 10 BUMOT CIICHHU.

[TpoayKTHBHICTH 1 AKICTH Tpadiku B IbOMY METO/I1 30aTaHCOBaHI.

SHADOWS NORMAL HIGH EXTRA
LOW -2FPS (1.5%) -6FPS (4%) 1FPS (8%)

Puc. 3.3 Buau geramizarii TiHei

Takuit miaxig Mae HU3KY CYTTEBHX IiepeBar. Bumukaiouum CTOpPOHHI Keperna
CBITJIa 1 3HIDKYIOYM SIKICTh TIHEH Yy BIIJIaJICHUX pErioHaX, BIH 3HAYHO 3HIKYE
HABaHTA)XCHHA Ha TpadivyHUI IPOIECop 1 rapaHTye BiAMIHHY IPOAYKTUBHICTh HaBITh y
CUTYaIlisIX 3 BEJIMKUMH BiIKpuTuMU NaHmmadramu. ALD go3Bomsie 30epiraTu sSIKIiCTb
OCBITJICHHS B KIIIOUOBUX pErioHax, aJalTyIOUYuCh A0 PI3HUX CHUTYyallll, TakuX SK
iHTEeHCHBHI OoMoBi Aii abo momatku VR/AR. 3aBasku posmominy pkepen CBiTia 3a
KAaTeropisiMu, Ba)KJIUBI KOMIIOHEHTH 3JIUIIAIOTHCS MOCTIMHO aKTUBHUMH, 30epiraroyu
BHUCOKUH CTYIIHb PEATICTUYHOCTI.

L5 cTparerist 4acTO BUKOPUCTOBYETHCS B IPOEKTAX, 1[0 BUMAraloTh €()eKTUBHOTO
VIOpaBJIIHHS pecypcaMu, TaKUX SIK Irpu y BiIKpuTomy npoctopi, VR/AR-cumymsii ta
JIOJATKX 31 CKJIATHUMH HaJIAIITyBaHHSMHU OCBITJIIEHHsA. BOHa 103BOJIsIE CTBOpIOBATH
CIeHapii 3 BIAMIHHOIO BI3yaJIbHOIO SIKICTIO, BUKOPHCTOBYIOUH IpPH LIbOMY HasBHI y

BaIlIOMY PO3IOPSIIKEHHI PECYPCH.
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3.2 Onuc crpykrypu ALD

Meron anmantuBHOi neramizaimii ocBiTiaeHHs (ALD) pucynok 3.4 no3Boiisie
KepyBaTW [IMHAMIYHUM OCBITJICHHSM Yy peajbHOMY 4aci, 30epiraroud BIIMIHHY
BI3yaJIbHy SIKICTh 1 MAaKCHMaJbHO BUKOPHCTOBYIOUM HasBHI pecypcu. OCHOBHA ijes
MoJISITa€ B PEryJIIOBaHHI PIBHS JETali3allil JPKEpe CBITIA 3aJ€XKHO Bl IXHBOI BiJICTaHI
BiJi TpaBlsl Ta 3HAYYLIOCTI B MOTOYHOMY IrpoBoMy cepenoBuili. Lle 30epirae

peaﬂiCTI/I‘-IHiCTB CICHH, BOAHOYAC 3HAYHO 3HWXYIOUYHN HABAHTAXKCHHA Ha 00YHCITIOBAJIbHI

pecypcu.
High .
- light detall
Medium
— —
Standard light detail
light
e Low »
i light detall
Off
—_— i
light
Frame
Objects =g [ Lighting manager |=—= Lights — A’;:;’::“' -
High P
. light detail
Impaortant . Medium >
lighht light detail
. Low »
light detail

Puc. 3.4 Cxema nokpokoBoi pobotu ALD

PoGoTa cucremu mounHa€eThes 3 aHamizy ciieHd. ALD BUKOpUCTOBY€E BOY10BaHUM
MexaHI3M imeHTU(iKamii uIsi CcKaHyBaHHS BCIX JOCTYIMHMX JDKEpel CBITJIa Ta
Kiacudikaiii OCBITJACHHS BIAMOBIAHO /O Horo BaxkiuBocTi. HaiiOinbplie 3HaueHHS
HaJIa€ThCs JKEpenaM CBITIA, sIKI MAalOTh BaXKJIMBE 3HAYCHHS JJIsI CTBOPEHHSI HACTPOIO
a0o BIUIMBY Ha irpOBUH mpoIiec. 3alieKHO BiJl 00CTaBUH TPH, MEHIII BaXJIMUBI JKepesa

MOXYTh OYTH TUMYaCOBO BUMKHEHI 200 ONTUMI30BaHi.



61

CucrtemMa BH3HAUae JpKEpenna, a MoTiM O0YUCIIIOE, HACKIILKH BOHU Bi/JIaJICH] Bij
rpaBug. Cucrema BHKOPUCTOBYE IIi JaHi, 00 BHU3HAYHMTH, SKI JDKEpela MOXKHA
300pa3uT 3a JIOMOMOTOK 3MEHIIEHUX METOJIB PEHJIECPUHTY, a fAKI BUMAararoTh
BHCOKOTO piBHSA neramizamii. Hampukman, mkepena moOmm3y TpaBms 30epiraroTh
JeTai3alliio 1 MaloTh YyJ0Bl JIMHAMIYHI TiHI, a JpKepesa, po3TalloBaHl Jaii, MOXYTh
OyTH BUMKHEHI a00 NMEepeTBOPEH1 Ha CTATHYHI.

OpanM 3 HalBaxIMBIMMX acnekTiB ALD € acMHXpOHHICTH, IMOKa3aHa Ha
pucyHky 3.5 [34]. OCKiIbKU KOXXKHE OOYMCIICHHS BUKOHYETHCS B OKPEMOMY ITOTOII, 1€
MEHIIIE BIUIMBAaE HA PEHACPUHT OCHOBHOI creHu. lle 30epirae mpPOIYKTUBHICTH,
JI03BOJISIFOYM CHCTEMI MPUCTOCOBYBATHCS 1O 3MiH B irpoBomy mpoctopi. [lmaBuuit
nepexii MIX PIBHSAMHU JeTalizalli 3a0e3NneuyeTbcsi YaCTUM OHOBIICHHSM IapaMeTpiB

OCBITJICHHA.

Synchronous Asynchronous

Process A Process B Process A Process B

Wait for Continue
response working

N

Get
response

Puc. 3.5 Ilpuknan acuHXpoHOT poOOTH

ALD € yHiBepcalbHUM I1HCTPYMEHTOM, SIKHH MOXKe OyTH aganTOBaHUU MJis

PI3HHX ITPOBUX TMPOEKTIB. BiH e€peKTUBHO Mpaloe K y KOMIAKTHUX BHYTPIIIHIX
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CIIEHAX, TaK 1 Yy BEJMKHUX BIAKPUTHX TMPOCTOpax, 3abe3neuyrouu OamaHC MIK

MIPOIYKTUBHICTIO Ta BI3yaJbHOIO SKICTIO.

3.2.1 MeTomo0.10risi a1aNITUBHOIO YIIPABJIIHHA AKICTIO OCBITJICHHA

KoxkeH 3 OCHOBHMX €TamiB aJanTUBHOI TEXHOJIOTI] YIPABIIHHS SKICTIO
ocBiTiieHHs ALD npusHadeHWil A JUHAMIYHOI 3MIHM XapaKTEPUCTHK OCBITICHHS.
dyHaaMeHTallbHa KOHIICIIIIS TMOJIATaE B 3aCTOCYBaHHI PI3HMX CTYIICHIB Jeraiizalii i
BU3HAYCHHI B PEAJIbHOMY 4Yacl, HACKUIbKH BaXXJIUBUM € KOKHE JIKEPEJO CBITIIA IS
cuenu. Hanmpuknaa, jkepena cBiTia NOOMU3Yy TpaBlsl OTPUMYIOTh HAWOUIBIILY
JeTanizaifio, TOAl SK BIJJaJICH] JKepena CBITIa MOXYTh OYTH BHUMKHEHI a0o
MPAIIOBATH 3 MEHIIOK PO31JILHOIO 3JaTHICTIO, SIKIII0 BOHU MaJoO BIUTMBAIOThH HA CIIEHY.

AHami3 mKeper CBITIa BiJOYBAa€TbCS 3a JOMOMOTOI0 (GOPMYIH ISl PO3PaXyHKY

PIBHS AeTanizarllii:

ne:
— piBeHb JeTamizalii A Jpkepena cBitia i (3HaueHHs Big 0 qo 1);
— BIJICTaHb BiJ] TpaBLs JI0 JKEpeia CBITIA i
T — noporosa BiJICTaHb, Ha SIK1il piBEHb JI€Tal13aIlil 3MIHIOEThCS;
§ — TMapaMeTp IUIABHOCTI NEPEXOAY MIXK PIBHAMHU (UMM MEHILE S, TUM PI3KIIINN
nepexin).
B ocHoBi 1i€l ¢popMynu neXuTh curmMoinaibHa (YHKIIS Ha PUCYHKY 3.6, sika
3a0e3neyye MIABHUW 1 OpraHIYHMNA Tepexig MK piBHAMHU aertamizamii. Uum Oinbiie
AeTanei, TUM OJIMK4Ye JHKEpEso CBITJIAa A0 TPaBLs; YUM Jaji, THM MEHILE JAeTajiel, ax

A0 IIOBHOI'O BUMKHCHHS JIZKECPECIIa CBiTJ'Ia, SAKIIO OJ03BOJISIE CLICHA.
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Puc. 3.6 Burnsg curmoinoi ¢pyHKIii

OxkpiM piBHS JeTaiizailii, IHIIAM BaXKJIUBUM IapaMETPOM € I1HTEHCHUBHICTb
JOKEpENT CBITIIA, SIKY TAKOXX MOXHA PEryJIloBaTH 3aJIeKHO BiJ BIACTaHI, € BaXJIUBUM
napaMeTpoM Ha JOJaTOK A0 KUIbKOCTI Jetaned. Hampukinazn, mo0 3MEHIINTH BILUIUB
BIJAJICHUX JDKEpEJ Ha CLIEHY, MOYKHAa 3MEHUIMTH IHTEHCUBHICTh iXHBOT'O CBITJIA.
Hwxye HaBegeHo popmyity A BU3HAYEHHS! IHTEHCUBHOCTI:

= x(1- ),
ne:
— (pakTHUHA IHTEHCUBHICTD J)Kepena CBITHA iii;

— MaKCUMaJibHa IHTEHCUBHICTD JKEpEia CBITIA.

3.2.2 BusHayeHHs NPIOPUTETHHUX JKepes OCBITIeHHSA

He xo’xHe xepeno cBiTjia B CIIEHI Ma€ OJJHAKOBY BaxJIMBICTh. OCKIJIbKU KOXKHE
mokepeno kinacudikyerbcsi B cTpykTypi ALD Ha OCHOBI TOTO, HACKUIBKHA BOHO BaXKIIUBE
I TPU, CKOHIICHTPYEMO CBOI pecypcH 0OpoOKHU Ha HAO1IbII BaXJIMBHUX perioHax. J{ms

I[BOTO KOXKHOMY JIKEpEeIy CBITJIa HaJIA€ThCA MPIOPUTET HA OCHOBI HACTYITHO1 (hOPMYJIH:
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bi(H
— MPIOPUTET JKEpeIia CBITIA I
— BaroBHM KOEQIIIE€HT, 110 3aJICKUTh BiJl TUITY JKEPEIa;
— HEBEJIMKE YHCIIO JJIS 3ar00ITaHHs JUICHHIO HA HYJIb.

Knacudikyroun mkepena CBIiT/Ia BiIMOBITHO 10 iXHBOI BaXJIMBOCTI, e METOJ
J0TIOMarae ONTUMI3yBaTH pecypcu. Takok MOXKEMO CTBOPIOBATH yHIKaJIbHI KJIacH B
ALD nmns mxepen cBiTia, sSKi HIKOJIM HE CIIiJ BUMUKATH a00 3HIKYBAaTH IXHIO SKICTh.
Hampuknan, mxepena, sKi BUCBITIIOIOTh HAWBAXJIMBIII KOMIIOHGHTH TPH, TaKi SK
CYHNPOTHUBHUKH a00 00'€KTH 3aB/JaHb, MO3HAYAIOTHCS SK «KPUTHYHI» 1 MIATPUMYIOTH
HAWBUIIHMI piBeHb iH(pOpMaIIii Ha BCiX BiACTAHSX.

YnpaiiHHsl TIHAMH PUCYHOK 3.7 € HEBIJI'€MHOIO YAaCTUHOIO OCBITJIIEHHS, IO

JI0J1a€ PEaTiCTUYHOCTI CIieH]1. € MOMIIMBICTh PETYJIIOBATH PO3AUIbHY 3/1aTHICTh 3aJI€KHO

BiJl BIZICTaHI 70 JpKepesa CBITJIA 3aBISKH TEXHOJIOTIi aJanTUBHOTO KEPYBaHHS SKICTIO

Tigeit ALD.

Puc. 3.7 Ilpuknan iHTCHCUBHOCTI TiHEH
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= X R
bi (Sh
— pO3AiIbHA 3/IaTHICTh TIHEW JJIs JHKEpea 1ii;
— MakKCHUMaJlbHa PO3/1IbHA 31aTHICTh TIHEH.
Tyt — MaKcuMaJjbHa PO3/1IbHA 3IaTHICTh TIHEH, SIKa BUKOPUCTOBYETHCS

JUTsE OJIM3BKUX JKEpEI CBITIa. Y Mipy 30UIbIICHHS BiJICTaHl PiBEHb JieTajizallii TiHen

3HUKYETHCS, IO I03BOJISIE 3SMEHILIUTH KIJIbKICTh BUKOPUCTOBYBAHHUX PECYPCIB.

3.3 Onuc peanizauii ALD y irpoBomy cepeaoBuiui

3.3.1 InTerpauisi 3 irpOBUM pyuIieEM

HeoOxi1HO TpaBUIBHO I1HTErpyBaTH CHCTEMY AJalTUBHOIO PIBHS OCBITJIEHHS
Unity 3 pymieM. Peectpariist okepen cBiTia, aHalli3 CICHH, IMIUICMEHTAIlls IIeHIepiB
JUIsL afanTanii OCBITJICHHS Ta JMHAMIYHE KEpPYBaHHS MapaMeTpaMu OCBITIIEHHS - L€
eTaru uboro npoiecy. Huxue po3risiHeMo 111 eTanu OUIbIil JE€TaabHO.

PeecTpanis qxepest cBiTi1a y cueHi pUCyHOK 3.8, 1100 MpairoBaTH 3 JHKepelaMu
CBITJA, iX cOYaTKy moTpioHO 3HaTH B ciieHi. Unity Hamae notyxauid API ams momryky
0o0’extiB 3a TtunoM. BuxopucroByemo Meton FindObjectsOfType<Light>(), mio6
OTPUMATH BC1 CBITJIOBI 00’ €KTH.

Light[] sceneLights = FindObjectsOf Type<Light>();

[

Light 3

PLAYER

Light 1 Light 4

Puc. 3.8 BizyasibHa cxema MOIIyKY JKepesl CBITIIa
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Le#t xon cTBoproe MmacuB scenelights, 1110 MICTUTB yC1 aKTHBHI JKepena CBITIIa y

nmoTouHid creHi. [licns mporo Moxkemo 0OpoOOIATH KOXEH 13 HUX IHIWBIAyalabHO,
OIIHIOIOYH iXHIO BOKJIUBICTD JIJISl TPABIISL.

Inimianizania cucremu 300py nanmx pucyHok 3.9, ALD BumMarae 1uHaMiuHOTO

OOYHUCIICHHSI XapaKTEPUCTUK CIeHHU. J[JI1 [IbOTO CTBOPIOETHCS CTPYKTypa JAHMX, SKa

30epirae BIAMOBIHICTh MK JDKepeJIaMH CBITJIa Ta BIJICTAHAMU JI0 TPaBIIs.

"mez

g.2m Light 3

PLAYER

Light 1 Light 4

Puc. 3.9 [lpuknazn 360py nanux

Dictionary<Light, float> lightDistances = new Dictionary<Light, float>();
Tabmuusg 3.1

[Ipukinaa cIOBHUK BIAMOBIAHOCTI MIXK JKEPEJIAMU CBITJIAa Ta BIACTAHHIO 10 TPABIIA

Jlxepeno cBiTia Biacranb 10 rpaBiis
lightDistances[sceneLights[0]] 5.1m
lightDistances[sceneLights[1]] 7.8m
lightDistances[sceneLights[2]] 9.2m
lightDistances[sceneLights[3]] 13.9m
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OHOBJ/IEHHSI CUTEMU JaHUX, Pa3 B CEKyHJY HEOOXITHO OHOBIIOBATU JaH1 MPO
MOJIOKEHHST JDKEped CBITJIAa Ta TIHEW BiAHOCHO rpaBus. Lle no3Bonsie amantyBatu
IHTEHCHBHICTh OCBITJICHHS Ta TiHEH a00 BUMHUKATH HETIOTPIOH1 Kepea.
foreach (var light in sceneLights)
{

float distance = Vector3.Distance(player.transform.position,
light.transform.position);

lightDistances[light] = distance;

TyT A KOXHOTO CBITJIOBOTO 00’€KTa OOYHCIIOETHCS BIJACTaHb IO TPABIT 3a
nomomoroto  Vector3.Distance(). ILla 1udopmariiss 30epira€TbCsi y  CIOBHUKY
lightDistances, 1110 poOHTS ii TOCTYITHOO TSl TIOIATBIIHX OOYNCIICHb.

BuxkopucranHsi cTaHAapTHMX MIedgepiB aias  ocBiTieHHs ALD wmoxke
mpaioBaT AK 31 CTaHJAAPTHUMHU, Tak 1 3 KactoMHuMU 1einepamu. Y Unity
CTAaHAAPTHUWA MIEHIEp MOXHA JIETKO PO3IIUPUTH ISl JOCATHEHHS HEOOXiTHOTO
¢dbynkuionany. Unity Hamae npoctuii "Standard" melinep, sskuii BUKOPUCTOBYETHCS IS
OinpmocTi MaTepiamiB. Ha ioro oCHOBI MOKEMO CTBOPHUTH MaTepial:

Material lightMaterial = new Material(Shader.Find("Standard"));

Ile ctBOproe HOBHMI MaTepias 13 0a30BUMH BIACTUBOCTSMHU, SIKUA MOXHA
BUKOPHCTOBYBATH JUIsl HAJAITYBaHHS OCBITJICHHS. lleit maTepiasl MOXHa JOMOBHUTH
aJlalITUBHUMU Mapamerpamu s ALD.

3actocyBanHsa napaMmeTpiB y Unity q03Bossie iepenaBaTy rio0anbHI MapaMeTpu
1o meinepis 3a gonomororo Shader.SetGlobal*:

Shader.SetGlobalFloat(" MaxDistance", maxDistance);
Shader.SetGlobalColor(" LightColor", light.color);

[{i koMaH/I1 BCTAHOBJIIOIOTh MaKCUMAaJIbHY B1JICTaHb, Ha SIKIA CBITJIO BILIMBA€E Ha
CIIEHY, 1 KOJIIp IOTOYHOTIO JXKEpea CBITIA.

Onrumizanisa yepe3 IMHAMiYHe BUMKHEHHSI PUCYHOK 3.9 JUIsi JKEpes CBITIIA,
Kl 3HAXONATHCS I103a MEXaMU BaXJIMBOCTI, MOXXHA 3HU3UTU MPOTYKTHUBHE

HaBaHTaXCHHs, BUMKHYBIIN 1X:



68

if (distance > maxDistance)

{
light.enabled = false;

Ile 3abesneuye omTUMI3aIliiO, JO3BOJIAIOYM CHUCTEMi (POKyCyBaTHCs JUIIE Ha

3HAYYIIUX JHKEpeiax CBITIIA.

Camera distance : 90 Camera distance : 100

Puc. 3.9 Ilpuknaa nucranuii mpoManatOBaHHS CBITJIA

3.3.2 JlunamMiyHe KepyBaHHA NapaMeTPaMHU OCBITJICHHS

Cucrema ALD agantyeTbcs 10 3MIH y TO3UIlI TpaBlsd Ta XapaKTEPUCTUKAX
cueHu. lle BkIto4ae 3MiHy IHTEHCUBHOCTI OCBITJICHHSI 3aJIC’KHO B1J] BiACTaH1 10 TpaBlis,
a TaKOX aJamnTalliio TIHeH Ta Bi3yalbHUX €(EKTIB 3aJICKHO BiJl pO3TaIllyBaHHS JKEPE
ceiTia. OOumcieHHs KoedillleHTa I1HTCGHCMBHOCTI CBITJIa MOXXHa 3MIHIOBaTH 3a
JHIMHOIO 200 HENMHIMHOW (YHKIIEIO Bl BiJICTaHI:
float Calculatelntensity(float distance, float maxDistance)

{
return Mathf.Clamp01(1.0f - (distance / maxDistance));
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Oynukiisa  Calculatelntensity mnpuiiMae mnotouyHy BifacTaHb  distance Ta
MakCUMalbHy BifcTaHb maxDistance. PesynpTaT oOMexyeThcs miamazonoMm [0, 1]
pucyHok 3.10, 1o 3abe3neuye KOpeKTHICTh 3HaueHHs. Ko)kHe JpKepeno CBITia OTpUMYE
CBOIO I1HTEHCUBHICTb, sIKa& 3MEHILIYE€TbCS 13 3pOCTaHHSAM Bijactadi. Ilapamerp

baselntensity 103BoJIsi€ BCTAHOBIIOBATH 0a30BHM PIBEHb OCBITJICHHS.

Intensity
100 o
-\ )
8
3
a
75 ®
30
< \M\
0 0.1 0.2 0.3 0.4 0.5 0.6 0.7 0.8 0.9 1.0
Puc. 3.10 I'padix BiAMOBIAHOCTI MI>K IHTECHCUBHOCTIO Ta BIJICTAHHIO
3acTocyBaHHS 1HTEHCHBHOCTI JO JDKepeja CBiTJIa MOXXHA 3acTOCYBaTH
KOe(IIi€HT:

foreach (var light in sceneLights)
{

float distance = Vector3.Distance(player.transform.position,

light.transform.position);
float intensity = Calculatelntensity(distance, maxDistance);

light.intensity = intensity * baselntensity;

EdexTnBHe ynpaB/liHHA OHOBJIEHHSIMHM, 100 YHWKHYTH 3aiiBUX OOYHCIICHB,

MO>KHa BUKOPHCTOBYBATH 4ac Mk oHOBIIeHHsIMU (delta time) Ta irpoBi moii:
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if (Time.time - lastUpdateTime > updatelnterval)

{
UpdateLightIntensities();

lastUpdateTime = Time.time;

Ananraunis TiHe#l Ta iIHIIKUX Bi3yaJabHUX e(eKTiB 32JI€2KHO Bi/l PO3TALLyBAHHS
axepena cBitiia. ALD mo3Bosise perymtoBaTH Bi3yanbHI €(pEKTH Ta TiHI Ha OCHOBI
BIJICTaHI Ta KyTa I'paBIIs BiJ JPKEepeia CBITIA, a TAKOXK IHTEHCUBHOCTI.

Ananramis  TiHeld BigOyBaeTbess B peambHOMy baci [35]. {06 3meHmmTH
HAaBaHTAKCHHS Ha TpadiqHMA MPOIECop, e METO] BUMHKAE TiHI JIJI 3HAYHHUX JKEPEIT
CBITJIA, SIKI 3HAXOJATHCS 1032 OOJACTIO PEIEBAHTHOCTI, 1 3HUXKYE IXHIO SKICTh 10 Soft

pucyHok 3.11.

Hard shadows Soft shadows

Puc. 3.11 Ilpuxnan pizauii mixk Hard Ta Soft Tinamu

if (distance > shadowFadeDistance)
{
light.shadows = LightShadows.None;

else

light.shadows = LightShadows.Soft;
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3MmiHa po3MmipiB Ta po3noaury TiHed. [lapamerpu TiHeH, Taki sk shadowBias 1
shadowNearPlane, Takox MOXyTh OyTH aJanTOBaHi:
light.shadowBias = Mathf.Lerp(0.05f, 0.2f, distance / maxDistance);
Meton Mathf.Lerp 3a6e3nedye miaBHy 3MiHYy 3Ha4eHb MK OnmxHBOIO (0.051) 1

nanbHbo0 (0.2f) Mexamu 3aexHO BiJ BIJICTaHI.

3.3.3 HanamryBaHH$ AJI51 Pi3HUX THIIB CLHEeH

3anmexxHo Bim THmy crueHr, ALD TOBMHEH IWHAMIYHO IiJJIaIlITOBYBAaTH
napameTpu JUisi OTPUMAaHHS ONTHMAJIBHOTO BI3yaJbHOTO pe3yibTaTy. s pi3HHX
CIleHapiiB, TMOKa3aHMX Ha puUCYHKY 3.12, moTpiOHI chemiaabHI HaTAIITyBaHHS
ANTOPUTMY, HANPHKIAA, HAJAIITyBaHHS JJIS MPUMIIICHHS/30BHIITHEOTO CEPEIOBHINA

a00 JIEHHOTO/HIYHOI'O OCBITJICHHS.

Puc. 3.12 Ilpuxnan pi3HUIll BHYTPIITHBOT Ta 30BHINIHBOI CIICHH

Aqanrartis i 30BHIIIHI/BHYTPIITHI JIOKAIlii, 3aJ€KUTh BiJ| MOJIOXKEHHS COHIISI
a0o0 IHIIUX JKEpEIT CBITIA, TiHEH BiJ JaHamadry 1 atMmochepu.
public enum SceneType { Indoor, Outdoor }

public SceneType currentSceneType;
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HanamryBanss mapaMeTpiB JjIsl 30BHIMIHIX CIICH BUTJISAIAE TaK:
RenderSettings.skybox = outdoorSkybox;
mainLight.intensity = 1.2f; // SIckpaBe nenne cBiTJIO
mainLight.color = new Color(1f, 0.95f, 0.8f); // Ternuii BiaTiHOK
[TosicHenHs:
RenderSettings.skybox — 3MiHIO€ TEKCTYpy Heba.
mainLight.intensity, mainLight.color — perymoOTh IHTEHCHUBHICTH Ta KOJIIp
OCHOBHOT0 JKEpesa CBITJIA AJi PEaliCTUIHOTO €EKTY.

HanamryBanHs napaMmeTpiB JJIsl BHYTPIMIHIX CIEH BUIJISIIAE TaK:
RenderSettings.skybox = null; // be3 Heba 1151 BHYTpIIIHIX CIICH
foreach (Light light in indoorLights)

{
light.enabled = true;

b
mainLight.enabled = false; / Bumukaemo coniie
[TosicHenHs:
BHyTpimHi crieHr MaroTh JOKalbHI pkepena cBitaa (indoorLights).
OcHOBHe Kepeno (COHIIE) BUMUKAETHCS JIJI1 EKOHOMIT PECYPCIB.
JluHamiyHe OCBIiTJIEHHSl /UISl J€HHOT0 TAa HiYHOro 4acy 0a3yeTbcs Ha 3MiHI
KOJIbOPY, IHTEHCUBHOCTI Ta MOJIOKEHHS JIKEPEII CBITJIA, a caMe LIUKJI IHS 1 HOYl:
float timeOfDay = 0.5f; // 0.0 = Hi4, 1.0 = neHp
mainLight.intensity = Mathf.Lerp(0.2f, 1.2f, timeOfDay);
mainLight.color = Color.Lerp(new Color(0.2f, 0.2f, 0.5f), new Color(1f, 0.95f, 0.8f),
timeOfDay);
[TosicHenHs:
Mathf.Lerp — iHTepnot0€ 1HTEHCUBHICTh MK HIYHUM 1 JICHHUM 3HAYCHHSIM.
Color.Lerp — miaBHO 3M1HIOE KOJIp BiJl XOJIOAHOTO HIYHOTO J0 TETIOTO IEHHOTO.
[lepeminieHHs qxepena cBiTia (COHI):
mainLight.transform.rotation = Quaternion.Euler(new Vector3((timeOfDay * 180f) -

90f, Of, 0f)):;
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[TosicHenHs:
Comnire 006epTa€eThCS BiJl TOPU30HTY 10 3€HITY 3aJI€KHO BiJl 9acy q00w.

(timeOfDay * 180f) - 90f — po3paxoBye KyT oOepTaHHSI.

3.4 Ouinka edexkTUBHOCTI Ta cymicHOcTI MmeTony ALD

VY cywacHHMX irpax TEXHOJIOTIS aJanTUBHOI jetami3aiii ocBiTieHHs (ALD)
MIPOTIOHYE CYTTEBI MEPEBAry, MOEIHYIOUH YYJOBY MPOIYKTHUBHICTD, SIKICTh Tpadiku Ta
CYMICHICTb 3 IPUCTPOSMH.

EdextuBnicte metony ALD rapaHTye IUIaBHMIA ITPOBHM MPOLIEC 3aBASKU
3MEHIIICHHIO O0YHCIIIOBAILHOTO HABAaHTAXKECHHS IIEHIUHTOM Ha rpadiyHUN mporecop.
Hanpuknazn, BiH MoXke MIJBUIIUTH 4acTOTy KajpiB 10 10% y ckiagHUX CLEHapisx 3
BEJIMKOI0 KUIBKICTIO AWHAMIYHUX JDKepen cBiTia. s irop y BIAKPUTOMY CBITI 3
MICBKUM OTOYEHHSIM 1 BEJIMKOIO KUIBKICTIO KOMIIOHEHTIB HaBKOJIMIITHBOTO CEPEIOBUIIA
Ta OCBITJICHHS, JI¢ JeTani3alisl OCBITJIICHHS Ma€ BHUpIIIAIbHE 3HAUYEHHS JJI1 CTBOPEHHS
aTMocdepH, 1 ONTUMI3ZAIlS € HaI3BUYAHHO BaXKJIUBOIO.

TexHos0r1 MiHIMI3Y€ 3aTPUMKH peHJIEpUHTY B VR-1rpax 1 AMHAMIYHUX LIyTepax
3a paxyHOK CKOpPOYEHHS 4acy oOpoOKH KaJpiB, 110 TPU3BOJUTH 10 TOUHMX 1 IIBUJKUX
peakiii. 3aBmgku ik mepeBasi ALD o0coOnuBO KOpHUCHHMM JJi1  JOAATKIB, SKi
BUMAararTh IBUAKUX pe(IEKCIB IPaBIIiB.

CyuacHi API, Taki sk DirectX, Vulkan i Metal, no3Bomstore ALD npairoBatu 3
HIUPOKUM CIIEKTPOM TrpadiyHuX miatopM 1 onepaniiHux cucreMm. BiH JeMOHCTpye
HaAliHy mpoaykTuBHICTE y Windows 3 DirectX 12, 103BOMsiI0OYM TMOBHICTIO
BUKOPUCTOBYBAaTH JMHAMIYHE OCBiTJIIeHHA. HaBiTh Ha MPUCTPOAX 3 HUBBKOIO
OOYHNCITIOBAILHOIO TTOTYXKHICTIO, TaKMX SK Tporecopu cepiit M1/M2, meton mobpe
npairtoe Ha Mac OS 3 mingrpumkoro Metal API.

OCKUIBKM aIrOpPUTM € NpOrpaMHUM pimieHHAM, ALD no0pe npartoe 3 OUIBIIICTIO

Cy4YacHHUX IpadiuHHUX IPOLIECOPIB.
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Bineokaptu cepii NVIDIA GTX BUKOPHUCTOBYIOTh YHIBEpCAJIbHUA METOH 0O€3
TpacyBaHHS MPOMEHIB Ui 3a0e3MeueHHs] ONTUMAalIbHOI MPOAYKTHUBHOCTI. Bimeokaptu
AMD TakoX JEMOHCTPYIOTh XOpOIIl pe3yJibTaTH, OCOOJIMBO NpPU BUKOPUCTAHHI
apxitektypu RDNA2. Ockinbku HEOOXI1JIHI JOJATKOBI PECYpCH HE MEPEBULIYIOTh
nonatkoBuil npupict FPS, BOynoBani rpadiuni nponecopu, Taki sk AMD Vega a6o
Intel Iris Xe, nemonctpytoTh mpupict FPS. [Ipote crapiii rapkeTu MOXXyTh 31TKHYTHCS
3 TpyAHOIIAMH NpH HaJalITyBaHHI TexHIKW. Hampukman, miaTpuMKa MmeHaepiB 1
OOMeXeHHsI TaM'siITI MOKYTh 3HU3UTU NMPOJYKTUBHICTh Ha CTApUX B1ICOKAPTaxX, TaAKUX
sk NVIDIA GTX 700 1 crapie.

HesBaxkarouu Ha e, miaxig ALD mporoHye BUCOKHMM CTYIIHb ONTUMI3ALIT JJIs
CyYaCHUX ITPOBHUX JOJIaTKiB, MIJBUIIYIOYH SKICTh 300pa)K€HHS Ta MPOJYKTUBHICTb.
Horo 3acTocyBaHHs SIK y BeMMKHX AAA IpoekTax, Tak i B MOOIUIBHMX irpax CTano
MOKJIMBUM 3aBJIIKM CYMICHOCTI 3 PI3HOMaHITHUMH MNpucTtposiMu. ALD nemoHcTpye
CBOIO AaJaNTHUBHICTh HAaBITh Yy CKJIAQJHUX yMOBax, IO POOUTH HOro >KUTTE3TATHUM
BapiaHTOM Il PO3POOHMKIB, fKI OakalOTh CTBOPIOBATH CTa0lIbHI Ta €CTETHYHO

MpUBa0JIMBI ITPH.
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4 TECTYBAHHA TA PE3YJIbTATHU

4.1 MeT010J10Tisl IPOBEICHHS TECTIB

J1ist O1iHKY €EKTUBHOCTI BIPOBAIKEHUX METOAIB OyJI0 pO3pOOJICHO JeTalbHUN
Ta CTPYKTYpPOBAaHMM NIAXiJA A0 TeCTyBaHHS. Bci TecTH mNpoBOAMIUCA Yy CTPOrO
KOHTPOJIbOBAHUX YMOBAaX Ha €IUHIM KOHpirypamii oOjagHaHHS, IO J03BOJIAE
MIHIMI3yBaTH BIUIMB 30BHIIIHIX ()aKTOPIiB 1 3a0€3MEYUTH BUCOKY BiATBOPIOBAHICTH Ta
JOCTOBIPHICTh OTPUMAaHUX PE3YJIbTATIB.
[Ipouenypa TecTyBaHHS
1. MoHITOpUHT NPOAYKTUBHOCTI, 3/1iCHIOBaBCA 3a nonomorow Unity Profiler
JUIsT HACTYNMHHMX Toka3HukiB: FPS, HaBaHTaxeHHs Ta TeMmriepaTypu
nporiecopiB (GPU ta CPU);
2. Cuenapii TeCcTyBaHHs, MPOBOJMJIOCH Yy TPbOX OCHOBHHUX CIIEHapiix: 0e3
BukopuctanHd MRR ta ALD, 3 BukopuctanasiMm MRR Ta 3 BUKOpUCTaHHSIM
MRR Tta ALD;
3. Mertpuku oninku: miauiieHHs FPS ta crabuibHICTh poOOTH.
3 nonaTkoBHX 1HCTpyMeHTIB, okpim Unity Profiler, BukopuctoByBaB RivaTuner

U1t MOHITOpUHTY Temneparyp 1 yactor GPU ta CPU.

4.2 ITopiBHSIHHA NPOAYKTHUBHOCTI

st ouinku epextuBHOCTI ALD Ta MRR Oyno npoBeieHo HU3KY TECTIB Y PI3HUX
pexuMax poOOTH, pe3yibTaTH SKMX MPOUTIOCTPOBAHO HAa pUCYHKY 4.1. ¥ paMkax mux
TECTyBaHb 3/1MCHIOBABCS JETaJIbHUI aHaNi3 MPOJYKTUBHOCTI CHCTEMH, BKIIOUYAIOUU
3aMIpH 1HIIUX BXKJIMBUX MOKA3HMKIB, TaKUX K BUKopuctaHHs pecypciB GPU Ta CPU,

110 BiJJOOpa’KEHO HA PUCYHKY 4.2.
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[TopiBHAHHA NIPOAYKTUBHOCTI
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Puc. 4.1 [lopiBHSHHS MPOTYKTUBHOCTI

VY pesynbrati MRR Ta ALD nemoHcTpy€e mokpaiieHHs MpolyKTUBHOCTI:
1. MRR “Quality” (1080p)
® [lopiBusinua 3 1080p: 30ubmenns Ha 21% (73 — 89);
® [lopiBusiHHA 3 720p: 3menmenHs Ha 37% (122 — 89).
2. MRR “Performance” (1080p)
® [lopiBusinug 3 1080p: 30umbmenHs Ha 39% (73 — 102);
® [lopiBHsiHHA 3 720p: 3menmenHs Ha 19% (122 — 102).
3. MRR “Quality” + ALD (1080p)
® [lopiBusinua 3 1080p: 30umbieHHs Ha 28% (73 — 94);
® [lopiBHsHHA 3 720p: 3meHmeHHs Ha 29% (122 — 94).
4. MRR “Performance” + ALD (1080p)
® [lopiBusinug 3 1080p: 301nbmenHs Ha 47% (73 — 108);
® [lopiBHsiHHA 3 720p: 3menmenHs Ha 12% (122 — 108).
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Puc. 4.2 [lopiBHSHHS HABAaHTAKEHHS

[Tpu mokpameniii mpoaykruBHocTi MRR + ALD nemoncTpye:

1. GPU Usage (3aBanTa)keHHs rpadigHOTO MPOIECopa):

® [lopiBusanns 3 1080p: 3umxenns Ha 1% (99% — 98%)).

® [lopiBusans 3 720p: [TigBumenns Ha 1% (97% — 98%).

2. CPU Usage (3aBaHTa)keHHS MPOIECOpa):

® [lopiBusanns 3 1080p: 3umxenHs Ha 6% (68% — 62%).
® [lopiBastans 3 720p: [TiaBumenus Ha 2% (60% — 62%).

3. GPU Power (CnioxuBanHsI eHeprii rpadiuHUM MPOIIECOPOM):

77

81 79

CPU Temp

78
81
79

® [lopiasans 3 1080p: Hesnaune 3umxenns Ha 1 Bt (80 Br — 79 Br).

® [lopiBusaHs 3 720p: bes 3min (79 BT y Bcix pexxumax).

4. CPU Power (Crio>xuBaHHSI €HEPT1i MPOIIECOPOM):

® [lopiasans 3 1080p: 3umkenns Ha 3 Bt (35 Bt — 32 Br).

® [lopiBusanns 3 720p: Hesnaune 3umxenns Ha 1 Bt (33 Bt — 32 Br).



5. GPU Temp (Temmnepatypa rpadigaoro mnpoiecopa):
® [lopiBusanns 3 1080p: 3nmxenns Ha 3°C (77°C — 74°C).
® [lopiBusanus 3 720p: [Tiasummenns Ha 2°C (72°C — 74°C).

6. CPU Temp (Temneparypa npoiiecopa):
® [lopiBusanns 3 1080p: 3umxenns Ha 3°C (82°C — 79°C).
® [lopiBusanns 3 720p: [Tiasumenss va 1°C (78°C — 79°C).

4.3 IlopiBHSIHHA SIKOCTI pEHACPUHTY

78

Ha sxicte 300paskeHHs, TNpeacTaBileHy Ha pucyHkax 4.3 1 4.4, BIUIHMHYJO

BripoBapkeHHs: TexHonoridi ALD (Adaptive Lighting Detail) 1 MRR (Multi-Region

Rendering). 3MiHM B OCHOBHOMY TOPKAIOThCS KpalHIX 00acTei Kaapy, JAe AcTali3allis

TPOXH 3HUKYETHCA, 1 YaCTKOBO BIUIMBAIOTh HAa OCBITJIICHHS B OKPCMHX 30HAX. 3aFaJIOM,

BIINIMB IIHX TEXHOJIOTIH A03BOJII€E OOCATTH Kpamaoro 6aJ1chy MIX HpOI[YKTI/IBHiCTIO

CUCTEMU Ta 30epEeKCHHSIM Bi3yalIbHOI SIKOCTI, 110 BaYKJIMBO JJIs 3a0€3MeYCHHS TIIIaBHOTO

PCHACPHUHI'Y Ta 3HMKCHHA 00YHCITIOBAJTEHUX BHUTpPAT.

(1 o

2 U

_-—"—-- .--"'- ._-—'"—-
MRR + ALD 720p 1080p
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Puc. 4.4 TlopiBusinas sikocTi penaepunry 3 MRR Performance

Y KpaliHIX dYacTWHAaxX KaJpy IOMITHa YacTKOBa BTpara 4YITKOCTI. OCKIIbKU
nepudepiiHui 3ip JFOIUHN MEHII YyTJIMBUHN 0 ASTANICH y ITUX 00IacTsX, 1Iel BIUTUB HE
BUKJIMKAE TUCKOMGOPTY.

[Tin wac TectyBanHs Ha TexHiuHid AemoHcTpamii Unity “High Definition 3D
Sample” 1mi Moaudikaiii He BIUIMHYJIM Ha irpoBui mnporiec. lloripmieHHst sKoCTi
OCBITJICHHsI Maii’ke HEMOMITHE, OCKIJIbKM BOHO BIUIMBA€E Ha JpKepelia CBITIA 1 TiHI, SKi
3HAXOAATHCS JAJICKO 1 3aiMaIOTh Ty’Ke MaJlo MICIIS Ha €KpaHi.

3arasom, BIUIMB Ha SIKICTh PEHACPUHTY 30a1aHcoBaHui. [IpoIyKTUBHICTh MOXKHA
3HAYHO MIABUIINTU O€3 MOTIPIICHHS Bi3yaJbHUX BPa)XCHb BiJl TP, 3HU3UBIIH SKICTh y
HaWBIIIAJICHIMX AUITHKAX Kaapy Ta JJIA BiAgaieHUX pkepen cBiTia. OCKUTbKY yBara
OUIBIIIOCTI TPaBI[IB 30CEpPEKEHAa Ha KIIOYOBHX MOJIAX 1 JETalsX, sIKI 30epiraroTh

BiJIMIHHY SIKICTh PEHICPUHTY, 11l MOAU(IKaLlii MPAKTUIHO HETIOMITHI JJIsl HUX.
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4.4 IlpakTn4Hi peKoMeHaIlil 111010 BIPOBA/’KEHHSI TEXHOJIOTii

4.4.1 Cuenapii HaliOLIbII e()EKTUBHOI0 32CTOCYBAHHS

Texnonorii MRR Haiikpaiiie migxoaath JJIsi CUTYaIliH, Jie BAXKIMBO 30aaHCyBaTH
MPOIYKTUBHICTH Ta SIKICTh 300paskeHHs. Hampuknan, Bukopuctanas MRR mae 3mory
ONTHUMI3yBaTU PEHICPUHT JUIsl 00JacTel, siki He nmepeOyBaroTh y IEHTPl yBaru B irpax
BIJI IIEpILIOT 0COOU, TMOKa3aHUX Ha PUCYHKY 4.5, 1€ rpaBelb NepeMILy€eThCS 110 CKIAAHO

JETATI30BaHNUX CIICHAX.

Puc. 4.5 Ilpuknaz ciieHu Bij] MEPIIOTO JIAIIS

Hlomo ALD, To 111 TEXHOJOTISI ONTUMI3YE PO3paXyHKH, MOB'sI3aHI 3 JKEperaMu
cBiTia (puc. 4.6), sKi 4acTO € Ba)XJIMBHUM KOMIIOHEHTOM CyYacCHHUX 1rop. AJanTHUBHE
3rJ1a/)KyBaHHS 1a€ 3MOTY 30€perTi MpOAYKTUBHICTb 0€3 MOMITHOT'O MOTIPIICHHS SIKOCTI
300paKEHHS B CHUTYyaIlisiX, KOJW Il JpKepena BiggaieHi ab0 Majo BIUIMBAIOTh Ha

3araJlbHC 306pa)KeHH$I.
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Puc 4.6 Ilpukian clieHu 3 BEJIUKOIO KITBKICTh JPKEPEJ OCBMTIICHHS

[{i TexHOJIOT1T TaKOX 17€albHO MIAXOASITh ISl 0P BIPTyaldbHOI PEaIbHOCTI, 1€
BHCOKa YacTOTa KaJpiB HEoOXimHA Al MpueMHOro 3aHypeHHs. Ockinbku rpasii VR
KOHIICHTPYIOThCS Ha IIEHTPpaJIbHIN YacTUHI aucIuies, GyHKIsA 30HyBaHHs kaapy MRR e

1JICAJILHOIO.

4.4.2 Pexomennauii moxo snposaaxkenuss MRR

HanamryBanHs 30HyBaHHS KaJipy - Il MEPIIMM KPOK JI0 YCHINIHOI peai3alii
MRR (Multi-Resolution Rendering - peHaepuHr 3 JIeKUIbKOMa PO3ALITLHUMU
3naTtHOCTAMHU). OCKIUTBKH 116 OCHOBHUU (POKYC TpaBIls, IIEHTpajbHa YacTUHA E€KPaHy
MOBHMHHA 30€piraTi BHCOKY PO3AUIbHY 3/IaTHICTh, TOJI SIK CEpeAHs 1 KpaiHi 4YacTUHU
MOXYTh MaTH HIKUY sIKicTh. [y nporo B Unity BUKOPUCTOBYIOTHCS KOMaHIHI Oydepu
(Command Buffers) ta mimeni pennmepunry (Render Targets), siki nmaiooTb 3mory
BUOpaTH piBeHb JeTamizaiii ajisg KoxHOi 30HH. [Ipu mpoekTyBaHHI 30HYBAHHS CJIiJl
BpPaxOBYBATH MOBEIIHKY I'PaBILiB, & 00UNCIIOBAJIbHI PECYPCH CIIPSIMOBYBATH Ha BayKJIUBI
KOMITOHEHTH.

[I106 3amo6irtu nosiBi apredaxTiB, 0COOIUBY yBary CiiJi IPUALUTUTH TIepexoam

MDXK 30HaMU. J[J1 bOr0 MOKHAa BUKOPUCTOBYBAaTH METOJIM PO3MUTTS, Takl sk ['aycoBe
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PO3MUTTS, SIKI 3TJIQKYIOTh MEXKI MK 30HAMH 3 PI3HOIO PO3AUIHHOIO 3aTHICTIO. 3MiHA
HAJTAIITYyBaHb (iAbTpalii Ta TEKCTYpYBaHHS TaKOX 3HUXKYE WMOBIPHICTh TMOSIBU
Bi3yaJIbHUX J€(EKTIB.

YacTe TecTyBaHHS MPOIYKTUBHOCTI - 111€ OJUH BXKJIMBUHN enemeHT. Hanpukmnan,
npoTpioHO omiHuTH, ik MRR BrummBae Ha FPS y crienapisix 3 Benukoro kiibkicTio NPC
a6o0 Ha BiakpuTux aursiHkax. [lo0 mepekoHaThcs, 10 Baim MOKpAIEHHS IMCHO
MiABUIIYIOTh MPOJIYKTUBHICTH TPHU, BIICTEXKYHTE 3aBaHTaKEHHS IpadigHOro mporecopa

3a noroMororo Unity Profiler Ta ormintoiiTe cBoi Moaudikarrii.

4.4.3 Pexomenaauii moa0 Bnposajaxesus ALD

[Tepmum xpokoMm y peanizanii ALD (Adaptive Lighting Detail) € ananiz mxepen
CBITJIa CLIEHU. BUKOpPUCTOBYTE CTaTUYHI MOJEII OCBITIICHHS JJIA JKEpeNn CBITIA, SK1
3HAXOAAThCS Jajieko abo0 He CWIBHO BIUIMBAIOTh Ha IrpoBwil mporec. HaromicTh
JUHAMIYH1 MOJIEJI CJiJ] BUKOPUCTOBYBATU JJIA JKEpEN, SIKl € BUAUMUMU JIJISL TPaBIIAL.
Jlist boro B Unity MokHa BUKOpHCTOBYBaTH piBHI aetanizaiii (LOD), siki 3MiHIOIOTh
SKICTh OCBITJICHHS 3aJIS)KHO Bij] TOJIOKEHHST kamepw, Ta TexHiky Light Culling, sika
BHJIAJISIE 3aliB1 JKepesia CBITIIA.

[licnss uporo rpadiuyHUil KOHBEEP MAa€ BKJIOYATU KEPYyBaHHs OCBITJIEHHSAM. Lle
JIO3BOJIUTh aJalTyBaTH SIKICTh OCBITJIIGHHS B peaJbHOMY Yaci J0 IOTOYHOIO
HaBaHTAXEHHs cucteMu. KopucHUME mpuKiIaiaMu € BUKOpucTaHHs Scriptable Render
Pipeline (SRP) myst aunamiunux cren ta Light Baking nns cratuannx 06'ekri. Takum
YUHOM, aJIalITUBHICTh Ta €(EKTUBHICTh CUCTEMH OCBITJICHHS FapaHTOBAHI.

Tectn - ne 3aBepmanbHuil eramn. [lepeBipre, gk Bapiailii SKOCTI OCBITJICHHS
BIUIMBAIOTh HAa NPOAYKTUBHICTb TPU B CKIAJHUX CHUTYAISIX 3 BEJIUKOK KUIBKICTIO
JoKepen cBiTia abo reometpii. Bu Mokere BU3HAUMTU HaWKpamuid OallaHc MIK

MPOIYKTUBHICTIO Ta SIKICTIO, HocaiauBIM FPS 1 Bi3yalibHi 3MIHH.



BUCHOBKH

[IpoBeneHo aHaii3 cydyacHMX METOJIB ONTUMI3alii rpadiuHOTO PEHAEPUHTY, IO
BKJIIOYAIOTh OaratopiBHeBuil peHaepunr (MRR) ta agantuBHy neranizaiiito OCBITIECHHS
(ALD).

Po3pobsieHo MeTo]] MMHAMIYHOTO IIEWAUHTY, SKUN 3HUKYE HABAHTAKEHHSA Ha
GPU nuisixoM 3MiHU piBHS JAeTalli3allli OCBITICHHS 3aJIEXKHO BiJ] BIZICTaH1 10 KIIFOUOBOTO
00’eKTa.

PeanizoBaHo 30HANBHUN PEHAEPHUHI, 10 3MEHIIYE PO3AUIbHY 3JaTHICTh
cepenuboi Ta mepudepiiiHOI YacTUH €KpaHy, HI0 JTO3BOJHIO 3HU3UTH CIIOKMBAHHS
pecypciB 0€3 3HaUHOI BTPATH SIKOCTI.

[IpoBeneHO TecTyBaHHS METOJIB Ha TMpuUKIagax ckiaagHux 3D-cueH, 110
MIPOJICMOHCTPYBAJIO IMIBUINCHHS MPOAYKTHBHOCTI Ha 25-30% Ta 3abe3meueHHs
cTabUIbHOI POOOTH HABITH HA IPUCTPOSX MOYATKOBOTO PIBHS.

3anponoHOBaHWM MiJX1J PEKOMEHJOBAaHO JUIsl 3aCTOCYBaHHS Yy Bijeoirpax,
VR/AR-nopatkax Ta iHmuX chepax peHIECPHHTY, 10 TOTPEOYIOTH BUCOKOI Bi3yalbHOI
SIKOCT1 TP 0OMEKEHUX pecypcax.

Po6ota mpoiima anpooartito:

l. 3amuBa B.B., JSxoBuyk B.A. Bukopucramas LOD-mMozenenn amanTUBHOIO
OCBITJICHHSI JUIsl ONTUMI3alli peHaepunry. // BceykpaiHcbka HAyKOBO-TEXHIYHA
KoH(pepeHuis "Buknuku Ta pimeHHa B nporpamHiil imxenepii'. — Kuis: VIKT,
2024. - C. 180-182.

2. 3amuBa B.B., flkoBuyk B.A. BukopucranHs peHaepuHTY 3 0Oarato30HaJbHOIO
PO3IUIHHOIO 3JATHICTIO JUIsl MIJIBUIIEHHS MNPOAYKTHBHOCTI. // BceykpaiHchka
HAyKOBO-T€XHIYHA KoH(DepeHIis "Bukinku Ta pilieHHs B porpamHii iHxeHepii'". —

Kuis: AYIKT, 2024. — C. 197-199.
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JTOJATOK A. IEMOHCTPAIIIMHI MATEPIAJIA

" “ JEPAABHHI YHIBEPCHTET INEOPMAITITHO-
EOMYHIKAINAIHX TEXHOTODTH

‘ DHlHT HABYAJNBHO-HAYKOBHIT IHCTHTYT [HOOPMALIIITHIX

TEXHOJOITH

KAGEPA HKEHEPH HPOIPAMHODO 3ABE3NEYEHHA

Maricrepeska pobora

METO/I JHHAMIYHOTI'O HIEH/IAHTY HA OCHOBI IEHJEPHOI
ONTHMIBALLHI

Bukonas: erynent rpymn [JIM-63 Hrosuyk Bacuns Anapiiiosiy

Kepisung: noxtop dinocodii, cr. euknanay kagenpn 113 3aauea Bitaniii Biktoposim

Kuig - 2025

META, OB’CKTA TA IPEJIMET JOCJ/ILIZKEHHSA

MeTa podoTH: TIABUIIEHHS IPOAYKTHUBHOCTI PEHICPUHTY T'PU Ha OCHOBI
MYJIbTH-PET10HATBFHOTO PEHICPHHTY PO3IUTHHOT 3JTaTHOCTI Ta aTanTHBHOT
SKOCTI OCBITJICHHS Ha OCHOBI PiBHIB AeTaiizarlii miaxoay Level of Detail.

O0’€ekT MOCTITAKEHHSI: TIpoTlec MEeHAUHTY Ta peHIEPUHTY Tpadiku B
ITPOBOMY CEpETIOBHIIII.

IIpeameT qoC/TiIZKEHHS: METOIM TUHAMIYHOTO MICHIUHTY Ta ONTHMI3aIlil
mieiIepiB 1 MyJIbTH-PETiI0HATBLHOTO PEHACPHHTY T4 aJalTHBHOI SIKOCTI
OCBITJICHHS.
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MATEMATHYHA MOJIEJIb
Multi-Region Resolution

LleHTpankbHa 30Ha NO3HAYaETbCA KOOPAMHATAMMU Xpmin, Xmaxs Ymins Ymax BU3EYAOTHCA 38 hOpMynamMu:
_ axw _ axw _ BxH _ xH "

Xmin = X¢ _T‘ Xmax = Xc T P Ymin = Ve _T! Ymax =Yt PR Aae:

Xg, Yo — KOOPAVHATU LIEHTPY KaMepu;

a, B — nponopuil WWPWHKU Ta BUCOTU LleHTpanbHol 3oHW (Hanpuknag, 0.5 ans 50% poamipy).

CepefiHA 30Ha NO3HAYAETLC KOOPAUHATAMU X)i, Ximaxs Yimins Yimax BASHAYAOTECS 38 pOPMYJIaMu:

5. : s 8y ; 8y .
xﬁin = max(O, Xmin — f)v x%ax = mm(W, Xmax t ?x), yﬁin = max(ov Ymin — ?)v ymax = mln(H' Ymax t 7): ae:
y — KoedpilieHT (Hanpuknag, 0.25);
8y, 8, — BIACTYNU ANs cepeAHbOT 30HW, 3a3BM4al PO3PaxoBYKTbCS SIK:
y*xW,yxH.

Kpa#Ha 30Ha Z, € BUKNIOYEHHS 3 LieHTpanbHol Ta cepeHbol 30HU:
Expan

Zo=o—
€T Z,UZ,

AnckelniHr P BU3Ha4YaeTbCA 3a hOpMynoto:

1 -
Ply) = 1Py + Pooyy T Payyn) T Pyl A8
P (yy) — anckeineHuit nikcenb;
P (x,yy — CYCiaHi nikceni.

O6’eAHaHHA 30H F BU3HaYaeTbcs 3a hopMynoto:
Fe(xy), xy)EZ,
F(x,y) = { Upscale(Fu(x,¥)),(x,¥) € Zm, pe:
Upscale(F (x,¥)), (x,¥) € Z,.
F(x,y) — nikcenb y chiHansHoMmy Kagpi;
Fo(x,y), Fin(x,¥), Fe(x, y) — 3Ha4eHHs nikcenis i3 opermbydepis LeHTpanbHoT, cepeHbo! Ta KpaitHbol 30H;
Upscale — dyHKUiA anckeirny. 5

Bisyaurizanist po6orn
Multi-Region Resolution

| Central zone (full resolution)
Midle zone (medium resolution)
Edge zone (low resolution)

[ Interface overlay
Resolution screen 19&1080

0.45RDS (Rendering Density Scale)
25% 1280x720

0.70RDS

25% 1600x900

810px
1080px

1440px

1920px




MATEMATHYHA MOJEJIb
Adaptive Lighting Detail

ase .

PiBens aerajizanii ocBitiienns L Bu3HavaeThes 3a GOpMyIIo:
Li= +ii’ mes

1+e S
L; — piBeHb meTamizaii 1718 Kepena cBitaa 1 (3HaueHHS Big 0 10 1);
D; — BiacTanp BiJ TpaBLs A0 JKepelia CBITIIA 1
1T'— noporosa BIICTaHb, Ha SIKIH piBeHb JeTall3allli 3MIHIOEThCS;
§ — TMapaMeTp TUIaBHOCTI MepexoIy MK PIBHAMH.

IHTeHcHBHOCTD OCBIiT/ICHHS [; BU3HAUaeThCS 3a (POPMYIIOH0:
Ii = Lngx ¥ (1 = Ly), ne:

I; — (akTHUHA IHTEHCHBHICTD JpKepeJia CBITIIA 1ii;

I1ax — MaKcUMallbHa IHTEHCHBHICTH JIXKepeJa CBITa.

Bisyanizania poborn
Adaptive Lighting Detail

iy
i i
10m 25m . H0m .
High detalis Medium details Low details
B & &

shadow resolution shadow reésolution shadow résolulion



Expanuni ¢popmn

MRAR « ALD Tip

PE3YJIbTATH JOCJII/UKEHHSA

MopiBHAHHA NPOAYKTUBHOCTI

140
122
120
108
102
100 94
89
80 73
60
40
20
0
Native Downscale Quality Performance Quality Performance

= 1080p = 720p M 1080p (MRR) M 1080p (MRR + ALD)
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BHUCHOBKH

[TpoBeseHo aHai3 CydacHHX METO/IIB ONTHMI3alii rpad)iYHOTO PEH/IEPUHTY,
o BKJIKYalwTh OaratopiBHeBuil peagepuHr (MRR) ta agantuBny
Jeraizaniro ocsitieHds (ALD).

Po3pobiieHo MeToa IHHAMIYHOIO MICHUHTY, SIKUH 3HHKY€ HaBAaHTa)KEHHs Ha
GPU nwissxom 3MiHH piBHS JeTalli3allil OCBITJICHHS 3aJI€KHO BiJI BICTaH1 10
KJIFOYOBOTO 00’ €KTa.

PeanizoBaHO 30HANBHHUI peHIEPHHT, IO 3MEHINY€E PO3JLIBHY 3JaTHICTh
cepeaHboi Ta nepudepiliHOT YaCTHH eKpaHy, IO JO3BOJHIO 3HH3UTH
CIIOKHBaHHSA pecypciB 0e3 3Ha4YHOI BTPATH AKOCTI.

[TpoBesneHo TecTyBaHHSA MeTO/IB Ha NMpHKIagaxX ckiaagHux 3D-cueH, mo
MPOJNEeMOHCTPYBAJO MIJABUIIEHHS NPpOAYKTHBHOCTI Ha 25-30% Ta
3abe3neueHHs cTablIbHOT poOOTH HABITH Ha MPHCTPOSX IOYATKOBOTO PiBHS.
3anponoHOBaHMI MiX1JT peKOMEHI0BaHO /IS 3aCTOCYBaHHS y Bifeoirpax,
VR/AR-nonaTkax Ta iHIIHX cepax peHAEpPUHTY, IO MOTPeOYIOTh BUCOKOL
BI3yalIbHOI SIKOCTI IPpH 0OMEKEeHHX pecypcax.

11

IYBJIKAITI TA AITPOBAIIIA POBOTH

Tesu nonosiaeii:

1. 3anuBa B.B., SIxoBuyk B.A. Bukopucrauus LOD-moxenei
aJlalnTUBHOTO OCBITJEHHS JJISl ONTUMI3aI1l peHJAECpHUHTY. //
BceykpaiHchka HayKOBO-TeXHIUHA KOH(epeHIlsa "BUKIHKH Ta pillleHHS
B nporpamHiii imxenepii”. — Kuis: JIVIKT, 2024. — C. 180-182.

2. 3anuBa B.B., fIkoBuyk B.A. BUKkopHcTaHHS peHAECPHUHTY 3
0araTo30HaJBHO PO3IIJbHOI 31aTHICTIO AJIS MIABUIICHHS
NpOoJYKTHBHOCTI. // BeceykpaiHchbka HayKOBO-TeXHIYHA KOHpepeHIlis
"Buknuku Ta pimneHHs B nporpamuiii iHxkenepti”. — Kuis: JIYIKT, 2024.
—C. 197-199.
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JOIJATOK b. IICTUHI'M OCHOBHUX MOAYJIIB
Koa merony MRR

Kopa rosioBHOro 06’exra, AKMii Kepye peHaepoOM:
public class MultiResolutionRendering : MonoBehaviour

{

// Camera and Render Targets

public Camera mainCamera;

public RenderTexture central Texture;
public RenderTexture middleTexture;
public RenderTexture outerTexture;
public RenderTexture final Texture;

/I Shader Materials

public Material centralMaterial;
public Material middleMaterial;
public Material outerMaterial;
public Material combineMaterial;

// HUD Texture
public Texture2D hudTexture;

void Start()

{
// Initialize Render Textures
InitializeRenderTextures();

§

void InitializeRenderTextures()

{
int screenWidth = Screen.width;
int screenHeight = Screen.height;
// Create render targets with different resolutions
central Texture = new RenderTexture(screenWidth / 1, screenHeight / 1, 24);
middleTexture = new RenderTexture(screenWidth / 2, screenHeight / 2, 24);
outerTexture = new RenderTexture(screenWidth / 4, screenHeight / 4, 24);
finalTexture = new RenderTexture(screenWidth, screenHeight, 24);

§

void OnRenderlmage(RenderTexture source, RenderTexture destination)

{
// Render Central Zone

Graphics.Blit(source, central Texture, centralMaterial);

// Render Middle Zone
Graphics.Blit(source, middleTexture, middleMaterial);

// Render Outer Zone
Graphics.Blit(source, outerTexture, outerMaterial);

// Clear the final texture



RenderTexture.active = final Texture;
GL.Clear(true, true, Color.black);

// Combine zones into final texture
Graphics.Blit(outerTexture, finalTexture, combineMaterial);
Graphics.Blit(middleTexture, finalTexture, combineMaterial);
Graphics.Blit(centralTexture, finalTexture, combineMaterial);

// Output final frame
Graphics.Blit(finalTexture, destination);

// Render HUD
DrawHUD();
}
void DrawHUD()
{
GUILDrawTexture(new Rect(0, 0, Screen.width, Screen.height), hudTexture);
}

}

Kona meiigepa:
Shader "Custom/ZoneShader"
{

Properties

{
_RenderZone("Render Zone Rect", Vector) = (0, 0, 1, 1)
_ExcludeZone("Exclude Zone Rect", Vector) = (0, 0, 1, 1)

¥
SubShader
{
Pass
{
CGPROGRAM

#pragma vertex vert
#pragma fragment frag

float4 RenderZone;
float4 ExcludeZone;

struct appdata

{
float4 vertex : POSITION;
float2 uv : TEXCOORDO;

}s

struct v2f

{
float2 uv : TEXCOORDO;
float4 vertex : SV_POSITION;

}s



v2f vert(appdata v)

{
v2fo;
o.vertex = UnityObjectToClipPos(v.vertex);
0.uv = v.uv;
return o;
}
fixed4 frag(v2fi) : SV_Target
{

float2 uv = i.uv;
if (uv.x < RenderZone.x || uv.x > RenderZone.z || uv.y < RenderZone.y ||

uv.y > RenderZone.w)

discard;
if (uv.x >= _ExcludeZone.x && uv.x <= ExcludeZone.z && uv.y >=

_ExcludeZone.y && uv.y <= ExcludeZone.w)

discard;
return fixed4(uv, 0, 1);

j
ENDCG

Kox metony ALD

Koa rosioBHOro 06’exkra, AKMH Kepye sIKiCTIO OCBIT/ICHHS:
public class ALDLightManager : MonoBehaviour

{

public Transform player;

public float maxDistance = 20f;

public float updateInterval = 1f;

public float baselntensity = 1.0f;

public float shadowFadeDistance = 15f;

private Light[] sceneLights;
private Dictionary<Light, float> lightDistances = new Dictionary<Light, float>();
private float lastUpdateTime;

void Start()

{
// Registration of light sources
sceneLights = FindObjectsOfType<Light>();
foreach (var light in sceneLights)
{
lightDistances[light] = 0f;
}
}
void Update()
{

// Data updates once per second



}

if (Time.time - lastUpdateTime > updatelnterval)

{
UpdateLightIntensities();

lastUpdateTime = Time.time;

}

void UpdateLightIntensities()
{

foreach (var light in sceneLights)

{

float distance = Vector3.Distance(player.position, light.transform.position);
lightDistances[light] = distance;

// Calculation of intensity
float intensity = Calculatelntensity(distance, maxDistance);
light.intensity = intensity * baselntensity;

/I Optimize shadows
if (distance > shadowFadeDistance)

{
}

else

{

light.shadows = LightShadows.None;

light.shadows = LightShadows.Soft;
light.shadowBias = Mathf.Lerp(0.05f, 0.2f, distance / maxDistance);

}

// Optimize performance
light.enabled = distance <= maxDistance;

}

float Calculatelntensity(float distance, float maxDistance)

1
j

return Mathf.Clamp01(1.0f - (distance / maxDistance));

Koa kepyBaHHS OCBIiT/ICHHS 11l PI3HUX THIIIB CLeH:
public class ALDLightManager : MonoBehaviour

{

public Light mainLight;

public Material outdoorSkybox;

public Light[] indoorLights;

public enum SceneType { Indoor, Outdoor }
public SceneType currentSceneType;

public float timeOfDay = 0.5f; // 0.0 = ui4, 1.0 = neHb

void Update()



ApplySceneSettings();
UpdateDayNightCycle();
}
void ApplySceneSettings()
{
if (currentSceneType == SceneType.Outdoor)
{
RenderSettings.skybox = outdoorSkybox;
mainLight.intensity = 1.2f;
mainLight.color = new Color(1f, 0.95f, 0.8f);
}
else if (currentSceneType == SceneType.Indoor)
{
RenderSettings.skybox = null;
foreach (Light light in indoorLights)
{
light.enabled = true;
}
mainLight.enabled = false;
}
}
void UpdateDayNightCycle()
{

mainLight.intensity = Mathf.Lerp(0.2f, 1.2f, timeOfDay);

mainLight.color = Color.Lerp(new Color(0.2f, 0.2f, 0.5f), new Color(1f, 0.95f, 0.81),
timeOfDay);

mainLight.transform.rotation = Quaternion.Euler(new Vector3((timeOfDay * 180f) - 90f, Of,

01));
}

}
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