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Metoau JOCHIIKEHHS — METO/IM alpOKCUMaIlil pO3paxyHKY MOBEAIHKU CBITIa
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niBcdepi, MeToT XaOTUIHOTO oBopoTy st Sample kernel (HaGopy Touok BeepenuHi
niBcdepu ), meron 3arineHHs no bain-®Pownry ( Blinn-Phong ), meton pozainenns
Gaussian blur Ha n1Ba eranu ( TOPU3OHTAIBLHHUE Ta BEPTUKAIBHUHN ) I ONTHMI3allii
00YHUCIICHbD.

B pesynpTaTi mocmimKeHHsS: BCTAHOBJICHO, IO METOJ 3aTiHeHHsS 1o  buin-
®doHTy Jae 3MOry mIpaBIONOMIOHO Ta, HAWTOJOBHIIIE, IIBUJKO 3aTIHUTH CIICHY,
BPaxXxOBYIOUH OJHE JKEPEJIO CBITJIAa; BU3HAYCHO, 110 3 BUKOPUCTAHHSM aJITOPUTMY
deferred rendering SSAO 3aiiMmae MeHIIE Yacy, Tak SK JUIS 3aTiHEHHS CICHH
BUKOPHUCTOBYIOTHCSI T1 CaMi TEKCTYpH Ta JlaHi, 1m0 noTpidHi s SSAO; nociiKeHo,
o0 3a JOMOMOrol pi3Hux amnpokcumariii SSAO MoXHA  JOCATHYTH
MPaBJOMOAIOHOTO BiTOOPAXKEHHSI CIICHM B MICISIX JOTHKY PI3HOI TeoMeTpii 3a
KOPOTKHI MPOMIXKOK Yacy ( JIsl TOro, 00 BCTUTHYTH PEHIEPUTH clieHy B 60 kaipis

B CEKYHIY )
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BCTYII

B cyuacHoMy cBiTI KOMIT'10TepHa Tpadika BiJlirpae BaXXIUBY POJb Ta 3aiiMae
[OYECHE MICIe Ccepell KOMIT'IOTEpPHUX HayK, M0 CTPIMKO pPO3BUBAIOTHCS B
reOMETPUYHIN TIporpecii y»ke BIPOJIOBXK JecATKH pokiB. KoM ’rorepHa rpadika
BUKOPHUCTOBYEThCA B Oarathox cepax: Big menia ( pinbMu, irpu ) 0 METUIIMHH.
3aBASKA CTPIMKOMY PO3BUTKY KOMIT'IOTEPHMX HAayK B ULUJIOMY, TMOTY>KHICTb
MPOLIECOPIB  Ta BIACOKApT 3pOCTA€E, 3aBASKM YOMY KOMIT'IOTepHa Tpadika
CTAHOBUTHCS BCE PEATICTUYHILIOKO.

Haxanb, (i3uyHO MpaBWIIbHO B peajbHOMY Haci NepenaBaTH KapTUHKY 3a
JIOTIOMOTOI0  KOMIT' FOTEpHOT Trpadikd BCE M€ HEMOXJIMBO, TaK SK TIUIbKU IS
OCBITJICHHS TOTPIOHO BHUPAXOBYBaTU OE3KIHEUHY KUIBKICTh MPOMEHIB Ta ix
MOBEAIHKY B OTOUYEHH1 Pi3HUX 00 €EKTIB.

Came TOMy g mepedadi  CBITY 4e€pe3 KOMII IOTEpHY TIpadiky
BUKOPUCTOBYIOTHCSI PI3HOTO POJAY alpoKCUMaIllii, HaOJIMKEHHs, 10 JOMOMararTh
MPaBIONOAIOHO MEpeIaTH PEAIbHICTD Yepe3 rpadiky.

OnHoro ¢ Takux ampokcumariii € ambient occlusion. Ambient occlusion
BUKOPHCTOBYETHCS I TOrO, MO0 HaAaTH KapTHHIN OUIBII «peaIbHHUiy BUTJIS,
CUMYJIIOIOYH MOBEAIHKY CBITJIa B MICISX JIOTUKY PI3HUX TOBEPXOHb.

Imess ambient occlusion-y 3’sBuiacst AOCHTh JaBHO, ajie BUKOPHCTOBYBATH
naHy TexHiky B realtime rendering ( peHnepuHTy B peaqbHOMY Yaci ) OyJio JOCUTh
BaXXKO, TaK SK BOHA MOTpeOyBaja 3aHAaATO OaraTo MOTYXHOCTI BiIEOKAPTH Ta
poIecopy, 1o OyJIo Ha TOW Yac HEMOXKJIMBO. AJie s BUKOpHCTaHHS ambient
occlusion B real-time rendering Oyma npuaymana TexHika, mo HazuBaeTbesi SSAO (
Screen space ambient occlusion ), abo ambient occlusion ekpanHOro TpoCTOpY.

Boepiie 1o ia€r0 3ampoIlOHYBaJIM Ta ONYOJIIKYBajJW KOMII FOTEPHI HAYKOBIU 3
y y y y



kommanii Crytek y 2007 pori. Bonu BuKopucToByBaiu 1110 TeXHIiKy 1uist ix rpu Crysis,
sika OniIa BC1 pEKOp/Iu MO «peani3My» B TOU Jac.

[Ticist iporo 6arato XTO 13 ITPOBHX CTY/IM B3SUTMCS BUKOPHUCTOBYBATH JaHY
TEXHIKY, sSKa Jie-(haKTo cTaja OJHIEI0 13 OCHOBHUX JIJIS ITPOBOI 1IHIYCTPIi.

OcHoBoOO 1H(pOpMAaITIHHOT 0a3u JUIIJIOMY CTaIM CTATTI Ta POOOTH MPOTPAMICTIB
kommanii Nvidia, siki mocBATHIM JTaHili TeMi 0araTo Jyacy. BoHu mpaltoBayiv K Hajl
SSAO, Tak i1 mpumymasd HOBi, Oinbin crnenudivuni TexHikm, Taki sk HBAO (
Horizontal Based Ambient Occlusion ), HBAO+, VXAO ( voxel ambient occlusion
), SSDO ( Screen Space directional occlusion ). Takox cTaTTi Ha 110 TeMy HaIlMCaB
Joey de Vries, John Chapman, ix poOOTH Ta CTAaTTi MOCIYXHJIHX OCHOBOIO JaHOI
JTUIIIIOMHOT pOOOTH.

O0’ekTOM IOCHIIKEHHS € Moaelb 3aTinenHs Ambient Occlusion, o xo3Bossie
J0JaTH «PeajJbHOCT» KOMII I0OTEpHOMY 300paxeHHo. [IpeaMerom nochiIKeHHs €
migBug ambient occlusion — SSAO, a6o screen space ambient occlusion, sx
anmpoKcUMallisl MOBEIIHKH CBITJIA B 3aTEMHEHUX KYTKaX Ta MICISIX, /1€ CBITIIO HE MOXKeE
MOTPAIUTH HA TTIOBEPXHIO 31 BCIX CTOPIH.

[cHye Benmka KUTBKICTH pI3HMX MeToJiB ampokcumarii mis SSAO, ta ans
KOXHOTO TPOEKTY BOHU MOXKYTh MaTH CBOi BJIaCHI HaJlAIITYBaHHS Ta peajizailii,
3aJIKHO BIJ TOTO, SIKMM pe3yldbTaT OYIKyeThcs. s MyIbTOUIEMIB MOXKE
BUKOPUCTOBYBATUCH CHELIaTbHUI (PUIBTP, 110 HAJJa€ KAPTUHII CBOEPIAHUM BIATIHOK,
s pimsmiB ambient occlusion mae 6yt sskoMora (hi3MYHO KOPEKTHIIIE, IS irop BiH
MOBHWHEH HaJaBaTH MPaBIOMNOI0HHMN pe3ybTaT, ajle pO3paxyHKH MAatOTh OyTH JTyKe
IITBUTKUMH.

Mertoro nanoi pobotu € HanmucanHs anroputmy SSAO Ta Bizyanizamis ioro
poboru Ha 3D-cueni 3a gomomororo momyssiporo Hatopy APl (- Application
Programming Interface ) DirectX1l, BHKOPHUCTOBYIOUM Marepiajl Ta MPOBEACHI

JOCTi/DKEHHsT B 00JacTi koM 'roTepHoi rpadiku pizHuMu HaykoBmsmu. SSAO



MOBUHEH MPaIlOBaTH BOJHOYAC 1 MIBUAKO, 1 KOPEKTHO, 1 HaJaBaTH MPaBIONOAIOHI
pe3yNbTaTH 3aTiHEHHS, JJI 4Oro MOTPiOHO Oy/ie BUKOPHUCTATH HECTaHJAPTHI METOIH
Ta PI3HOTO POJaY ONTHUMI3alli, sKi OyayTh HAOJIMXKEHO BIANOBIAATH (HI3UYHO
KOPEKTHOMY B11I00paXEHHIO.

B nporeci po6oTu 6y1yTh BUPIIIYBATHCS HACTYITHI 3aBJIaHHS:

®  BUKOPHUCTOBYBaTHCh MeToA MonTe-Kapno 3amicth B3STTS iHTErpaja mo
niBcepi , Tak sK 3aBAsku MeTony MoHTe-Kapio Ta gesikoro XxaoTU4HOTo maTepHy
MOBOPOTY MBChEpH MOXKHA JOCSITTA MNPHOJIM3HO TaKOro X pe3yibTary, aie
pO3paxyHKH OylyTh Habarato MWBUIIINMHU

e  OumarepampHe po3mutTsa 1o [aycy ( bilateral Gaussian blur ) mms
(GTIaJKyBaHHS» pe3yJbpTaTy, Oepydd [0 yBaru SK HAOJMKEHICTh KOXXHOTO
(dbparMeHTy OJIuH 0 OJHOTO, TaK 1 PI3HUINO B iX TJIMOMHAX.

e  MeTOJ 3aTiHEeHHs 1o biaiH-QoHry A1 MIBUAKOTO Ta IPOCTOTO 3aTIHEHHS
CLICHU, CUMYJIIOIOYH MOBEIHKY CBITJA, BPaXOBYIOUM HAIIPSIMKHU CBITJa, HOPMaJlb J10
MOBEPXHI, HAMTPSIMOK B1JI TOBEPXHI JI0 CIIOCTEpiraya, TOIIO

e Deferred rendering, TOOTO pO3paxyHOK IOBEIIHKKA CBiTIAa OyJe
BIIOYBaTHCh OKPEMHUM €TalloM B CKpaHHOMYy Tmpoctopi ( SCreen space ),
BUKOPHUCTOBYIOUM MOMNEPEAHbO 3T€HEPOBaHI TEKCTYpU 3 JAHUMU PO HOpMal,
no3uilii Ta komp 00’ekty. Tak sk pospaxyHok SSAQO Takox BiIOyBaeThCs B
ekpanHomy mpoctopi, deferred rendering Bmucyetbcs HabGarato Kpaiie, HIK
cranpaptauid forward rendering.

VYce 11e € anmpokcuMalli€ro Ta He € G13MYHO KOPEKTHUM, ajle pe3yibTaT HOBUHEH
OyTH HaOJMM>KEHUM J0 peajibHOi MOBEAIHKU CBITJA, TaK AK YCl pO3paxyHKU OyIyTh
BUKOPHCTOBYBATHCh B PEHICPUHTY B PEATbHOMY 4aci, a TOMy BOHU MOBHUHHI OyTH
HIBUJKUMH Ta BriucyBatuch y 60fps ( 60 kaapis B cekyHy ).

SSAO — TexHika, 10 MpU3BaHA MOJIIIIUTH 300paKeHHS, TOJABIIN 10 HHOTO

Oarato Jerajnei 3a paxXyHOK HECKJIaJHUX Ta, HAUTOJOBHIIIE, IIBUJIKUX OOYUCIIEHb.



Bizyanpro SSAO Burnsigae HaueOTO 10 300pakeHHs JOIaIu TiHi, X04a 1€ He
tak. lle ny>xe BaxxJIMBO, a/ke HA MPaBUIIbHE OOUMCICHHS TiHEH MOTpiOHO Habararo
OunbIe yacy, Hixk Ha oOuncienHs SSAO. 3BicHO, iCHYIOTH iHIN TexHikH ambient
occlusion ekpannoro npocropy , Taki sk SSDO, HBAO, HBAO+, VXAO.

SSDO - Screen Space Directional Occlusion, texuika ambient occlusion
€KPaHHOTO IIPOCTOPY, IO JIMIIE HEI[OJABHO MOYana BUKOPHUCTOBYBATHCh. Ii
0COONMMBICTh B TOMY, IO 3aBIsiku SSDO-anropuTMy MOXKHA CHUMYIIOBAaTH OIHE
BIIOMTTs cBiTIa ( bounce ) Big moBepxHi, 10 HEOOXITHO I TeXHIKH 3aTeMHeHHs Gl
( Global IHlumination ). Came Tomy SSDO BHKOPHUCTOBYIOTH B OCHOBHOMY TO/Ti, KOJIH
rOJIOBHHMIA ajroput™ ocBitienus cienn — e Global Illumination.

HBAO tTa HBAO+ — Horizontal Based Ambient Occlusion, Texaika ambient
occlusion expanHoro mpocTopy, mo Oyia npeacrabieHa kommnaniero Nvidia. 'omosHa
il 0COOJIMBICTH B TOMY, 1110 B QJITOPUTMI 3aTEMHEHHSI TaKOXK MpHUIIMae y4acTh Oydep
rimounm ( depth buffer ), mo go3Bosse GBI IKICHO 00POOUTH 300paskeHHS, aje i
noTpedye OLIbIIe pecypciB.

VXAO - Voxel Accelerated Ambient Occlusion — Ttakox anroputm
3areMHeHHs Bij kommanii Nvidia, 0coOimBICTE B TOMY, IO J0 yBaru OepeThcs HE
npocto 2D mikcens, a 3D-voxel ( Bokcess ).

Yeci Texuiku ambient occlusion ekpaHHOTo MPOCTOPY MPAIfOIOTh HA OCHOBI
ONHI€T 1711, Ky BUJIO3MIHIOIOTH B 3aJIeKHOCTI BIJl OYIKYBaHUX peE3yJbTaTiB Ta
JOCTYITHUX PECYPCIB.

Pobota BukoHyBasachk 1o anaiorii 3 poooramu Joey de Vries, John Chapman,

BUKOPHCTOBYBAJIACh JIITEpaTypa 3 Mpe3eHTallii Ta crtareil kommanii Nvidia.
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1 TEOPISA CBITJIA TA BATIHEHHSA B KOMII’IOTEPHIN
I'PADIIII

1.1 3aranbHi MOJI02KEHHS TEOPil CBITJIa JJIA KOMII' IOTEPHOI rpagikmn

OnHa 13 OCHOBHHUX MpOOJIEM KOMIT FOTEpPHOI Tpadikud Iie BUPIMICHHS Tak
3BaHoro rendering equation, a6o « piBHsAHHS penaepy » ( Hamam — rendering
equation). B komm’rorepHiii rpadiri rendering equation — 1e iHTerpajibHe piBHSHHS,
SK€ BU3HAYAE KIJIBKICTh CBITJIOBOTO BUITPOMIHIOBAHHS y TIEBHOMY HAIPAMKY SIK CyMY
BJIACHOTO Ta BIJOMTOrO BUIIPOMIHIOBaHb B HAOJMKEHHI T'€OMETPUYHOI ONTHKHU.
PiBHsiHHA Briepiie 0yJio omyOIiKoBaHO oJIHOYacHO B poboTax [esina Immena ( David
Immel ) ta JIxeitmca Kamxui ( James Kajiya ) B 1986 p. Benuka KiabKiCTh
IrOPUTMIB KOMIT'FOTEPHOI I'paiku pO3B'A3YIOTh 11€ OCHOBHE PIBHSHHS.

@D13MYHOI0 OCHOBOIO PIBHSHHS € 3aKOH 30epexeHHs eHeprii. Hexai L — 11e
KUIBKICTh BUIIPOMIHIOBAHHS B 33JJaHOMY HaIpsIMKY Y 3aJlaHiil Touill nmpocropy. Tomi
KUTBKICTh BHXIHOTO BHIpoMiHIOBaHHS (L,) — me cyma BumpomineHoro (L,) i
B1IOUTOrO CBITIA. Bigdute CBITJIIO MOXe OyTH MOJaHUM Yy BUIJISIAI CYMH
BUIIPOMIiHIOBaHHS (L;), M0 TPUXOAWTH IO BCIM HampsMKaM, IMOMHOXEHOTO Ha

Koe(DiIieHT BIIOUTTA 3 TAaHOTO KyTa.
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PiBusiHHS penaepy Mae HacTymHui Burisg (1.1) :
LO (x, Wy, A; t) = Le (x, Wy, /L t) + f ﬁ'(xr Wi, Wy, Ar t) Li(x, wi, /L t) (wi * n) dwi
Q

(1.1)
bi (S

® X —3aJlaHa TOYKa y MPOCTOpi

® W, — HaNpsSIMOK BHXIJIHOTO CBITJIa

e ) — MOBXHHA XBWII CBITIIA

e t—yac

o L,(x,wy, A, t)—11e KiIBbKICTh BUXigHOTO BunpominioBanus ( spectral radiance
) C TOBXKUHOIO XBUJII A, CIIPSIMOBAHOTO B3/IOBXK HAIPSIMKY W, B 4ac t 3
3aJ1aHO1 TOYKHU X

e L.(x,wy A t) — BUIIpOMiHIOBaHE CBIiTJIO

® 71 — HOpMaJb J0 IMOBEPXHI B TOYII X

® (; — 3BOPOTHHI HAMPSMOK I1aJJal0u0TO CBITJIa

e () — onuHapHa HamiBc(depa 3 LEeHTPOM B TOUIL X HABKOJIO HOpMaJi 1, 110
MICTUTb yC1 MOKJIMBI 3HAYECHHSI W;

o f.(x,w; wy A, t)— bidirectional reflectance distribution function ( BRDF -
JIBOHAIpaBjeHa (PYHKI[I PO3MOALTY BIAOUTTS ), KUIBKICTH ( POTIOPIIiS )
BUIIPOMIHIOBaHHS, BIIOMTOIO 3 HAMPSIMKY W; Y HAIPSIMKY W, B TOYIIl X, B 4ac
t Ha 1OBXXUHI XBHIl A

e L;(x,w; A, t) — KiNbKICTh BUIPOMIHIOBAHHS 3 JOBKUHOO XBHII A 110
HAJXOIUTH JI0 TOYKH X 3 HAMPSAMKY ;.

® w; *n — KoediieHT ocnabaeHHsI OTPUMAHOTO BUIIPOMIHIOBAHHS 110

3aJlaHOMY KyTy MDK HampsiMKaM# w; Ta n. YacTo 3anmucyerbest sik cos 0;
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Spectral radiance ( enepreTnyHa SICKpaBiCTh ) - €HEPreTUYHa (OTOMETPHUYHA
BEJIMYMHA, BIIHOUIEHHS TOTOKY BUIIPOMIHIOBaHHS, 1110 BUITYCKAETHCS 3 HECKIHYEHHO
MaJIoi IUIOIIMHKY JPKepesa 1 MOMMUPIOEThCSI B HECKIHUEHHO MaJIOMY TIJIECHOMY KYTi,
710 TUTOTII MPOEKIi i€l MTONMMHKY Ha TUIONTUHY, MePIEHANKYISIPHY 10 HAMPSMKY
MOIIKUPEHHS, 1 BEJIMYMHU TIJIECHOTO KyTa. [HIIMMU cioBamu 1€ BiIHOIIEHHS TOTOKY
BUIPOMIHIOBAaHHS Ha OJWHMINIO TIJIECHOTO KyTa HAa OJMHUIIIO TUIOMI TTPOEKTOBAHOI
MTOBEPXHI.

Bidirectional reflectance distribution function ( nBonampaBieHa QyHKIIis
po3noAuTy BIAOUTTS ) - e PYHKII YOTUPHOX JIMCHUX 3MIHHHUX, sIKa BU3HAYa€, SIK
CBITJIO BIJIOMBA€THCA BIJ HENMpPo30poi moBepxHi. DyHKIS MpUiiMae HaMPSMOK
MaJlaloyoro CBITIA w;, Ta HAIPSIMOK BIOMTOrO CBITJIA W, 1 MMOBEPTA€ BIAHOIICHHS
BiZOMTOrO BHINpOMiHIOBaHHS ( radiance ) cBiTiia y370BX HaNpsSMKY ; JI0

onpomineHHs ( irradiance ) majgaro4oro Ha MOBEPXHIO CBITJIA Y HAIPAMKY W,

Pucynok 1.1.1 — ¢i3uunwmii 3mict BRDF
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1.2 Anpokcumalitisi piBHSIHHA peHaepy AJs real-time rendering

OnHOI0 3 OCHOBHHUX 3aJau KOMIT IOTEPHOI Ipadiku € BUPIMICHHS PIBHAHHS
peHepy MU KOXKHOI TOYKH B TIPOCTOPI, BIIOUTE CBITIIO 3 SIKUX MOXE MOTPANUTH B
OoKko cmocrtepiraya. Haxkanb, MOTYXHOCTI Cy4YacHHX BIJJIEOKapT Ta IMPOLIECOPIB
HEJOCTaTHBO JUJISI TOrO, 100 MOXHA OyJIO B pealbHOMY 4Yaci (Ppi3UYHO TOCTOBIPHO
0OYHCIIUTH BIIOWUTTA CBITJIa HABITh BiJl OJTHOTO JpKepena cBiTiaa. CaMe 1IbOMY IS
real-time peHmepuHTy iCHye 0OaraTo pi3HHX alpOKCHUMAIliil TOBEIIHKH CBITJIa B
pocTopi, siki MOXKyTh OyTH He Ha 100% (i3uyHO OOTPYHTOBAaHUMH, ajieé HAJAIOThH
MOJIUBICTh MPHUOJIM3HO BIATBOPUTH IMOBEIIHKY CBITJIA BiJ PI3HUX MOBEPXOHb 3a
PI3HHX YMOB.

Shading model ( Moxmenp 3aTiHeHHS ) — MOJEIb PO3PAXyHKY 3aTiHCHHS
noBepxoHb 3D-00’€kTiB, B TOMYy YHCII MOJITOHATBHUX MOJIEIEH Ta MPUMITHBIB (
YacTillle BChOTO TPUKYTHHUKIB ) a TAKOK METOJ 1HTEPIIOJISIT 3aTIHEHHS TI0 BCbOMY
00’€eKTYy.

Icnye Garato pi3HUX MOJEJel 3aTIHEHHS, BC1 BOHU BIIPI3HSAIOTHCS METOJAOM
po3paxyHKy 3aTiHeHHS 3D-00’ekrta. [leski OunbIn mpocTi 1 Maibke 30BCIM HE
BIITBOPIOIOTH (PI3MYHY MOBEAIHKY CBITJA, 1HIII HAaMararThCs SKOMOTa TOYHIIIE
nepenatd (pi3MUHy MOBEAIHKY CBiT/a, ajie BOHW W OUIbII CKJIaJHI Ta BUMAararoTh
Oinbire yacy ( 1 OUIBITY MOTYXKHICTB ) JJISl PO3PAXyHKY KOXKHOI TOYKH B TIPOCTOPI.
Hwuxye HaBeneHi HAMOUTBII MOMYJISPHI Ta MIBUIKI JOKAIbHI MOJE 3aTIHEHHS IS
realtime rendering:

J Lambertian reflectance
. Phong shading model
. Blinn-phong shading model
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1.2.1 Lambertian reflectance

Lambertian reflectance ( mamOeproBe BiIOMTTS ) — 1€ BJIACTHUBICTb, IO
BHU3HAYa€ 1JIaJIbHy «MaTOBY» IOBEPXHIO abo0 ijeanbHe audys3He ( po3cisHe )
BIIOUTTA cBiTaa. [{udy3He po3CilOBaHHSA — TaKe PO3CIIOBAHHS, MPHU SIKOMY CBITJIOBI
IIpOMEH1 B1IOMBAIOTHCS B PI3HUX HampsiMkax. J[Jig crocrepiraya siBHa SICKPaBiCTh
7amMOepTOBOTO BiIOMBAaHHS € OJHAKOBOIO HE3AJEKHO BiJ KyTa 30py CIlocTepiraua.
bisbll TEXHIYHO, SICKPaBICTh MOBEPXHI € 130TPOMHOI0, @ 1HTEHCUBHICTh OCBITJICHHS
miakopseTses 3akony JlamGepTa. JTamGepToBe BiOMBaHHS Ha3BaHe Ha yecTh lorana
I'enpixa JlamOepTa, KU MpeACTaBUB KOHLEMIIIIO 11€aIbHOT 1U]y31i y CBOIH KHU31
«Dotometpist» 1760 poky.

[HTEHCHUBHICTD CBITJIa BIAOMTOrO TOYKOK 3aJICKUTh JIMINE BIJ HAIPSMKY
HOpMaJIl MOBEPXHI Y 11i TOYIIl Ta HAIPSMKY MaJ1at04uoro cBiTia. BoHa He 3MiHIOEThCS
npu o0epTaHHI BEKTOpa HOpMaJll MOBEPXHI HABKOJO BEKTOpa MaJar0yoro CBITIA.
[HTEHCUBHICTD BIAOUTTS PO3PAXOBYETHCS SIK CKaJISpHUN JOOYTOK BEKTOpa HOpMai
MOBEPXHI N 1 BEKTOpa HANpPsSMKY CBITJIa w;, 110 COPSIMOBAaHUM BiJ TOBEPXHI 0
TOYKOBOTO Jpkepena cBiTia. OTpuMaHHii pe3ylbTaT MHOXKHUTHCS Ha albOeso
noBepxHi C Ta HA IHTEHCUBHICTH CBITJIA [}, IO MOTpAIIS€ HA TOBEPXHIO '

lj =w;*n*Cx*1 (1.2)

1.2.2 Phong shading model

Phong shading model ( Mopaens 3atinenns no ®onry ) ( pucynok 1.2.2.2) —
OUIBIN CKJIaJHA anpoKCUMallisl BIIOWUTTS CBITJA BiJ MoBepxHi. B ocHOBHI Mozeni
JICKUTH TP KOMIIOHCHTH:

e  Ambient lighting ( HaBKoOJUIIIHE OCBITIICHHS )

e  Diffuse lighting ( mudy3ue ocpitineHHs )
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e  Specular lighting ( m3epkaibHe OCBITICHHS )

Ambient lighting. O6’exktu maiike HIKOIM He OYBalOTh MOBHICTIO YOPHHUMH,
TOMY IIIO Maif>Ke 3aBXK/IU € IKECh JAIEKe HKEPEIo CBITIA, MPOMEHI 3 IKOTO JOXOSTh
1o moBepxHi. Tomy 3a momomororo ambient lighting cumyroI0Th Taky MOBEIIHKY
CBITJIa, HIOUTO SIKECh 1HIIIE CBITJIO TaKU MOTPANMIIO HA TIOBEPXHIO.

Diffuse lighting. Indy3He po3scitoBaHHs, st SKOTO 000B’SI3KOBO TOTPiOHO
3HATH HOPMAaJTh JI0 MIOBEPXHI Ta HAMPSMOK CBITJIA.

Specular lighting. /I3epkanbHe po3citoBaHHS CBITJIA, IPU AKOMY BU3HAYAETHCS
J3€pKAJIbHO B1IOWTHI MPOMIHB B1J] JUKEPENa CBITJIA B TOUIl PO3PaXyHKY OCBITJICHHS.
( pucynok 1.2.2.1). JI3epkanpHe BiaOUTTA y mojneni DoHra CUMYIIOE SICKpaBy
«TOYKY» CBITIIA, SIK€ MPOSBISAEThCA Ha OMMCKyunXx 00’ekTax. ( pucyHok 1.2.2.2 ). B
PO3paxyHKy A3€PKajJIbHOTO PO3CIFOBAHHS OKPIM HOpMAaJi JI0 MOBEPXHI Ta HAIPSIMKY
CBITJIa TaKOX MpUHAMA€E y4acTh BEKTOpP HANpPSMKY 3 TOYKH OCBITJICHHA /IO OKa
crioctepirava. ( pucyHok 1.2.2.3)

[Ipy moemaHaHHI BCIX BHUINE3a3HAYCHUX KOMIIOHEHTIB 300pakeHHs HaOyBae
BUTJISAy PE€aIbHOTO OCBITIEHOTO 00 €KTY, /i€ BAXKIIUBE K MO3UILS JKepesa CBITIa,

TaK 1 MO3HUIIIA CIIocTepiraya.
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Pucynok 1.2.2.1 {udy3ne Ta q3epkanbHe pOo3CIFOBaHHS CBITIIA

diffuse specular combined (Phong)

Pucynok 1.2.2.2 Mopens 3atiHeHHs DoHra Ta BCi il KOMIIOHEHTH
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Pucynoxk 1.2.2.3. Specular lighting mis mozeni 3arinenss mo ®@onry

3aranbHa Gopmyna s Mozeni 3aTiHeHHs 1o DoHTy BUTIISAAE HACTYITHUM

YHUHOM:
Lpp = Lo+ Lg+Lg (1.3)
, A¢:

® Ly - Komip pparmenty no mozeni Gonra
e  L,- ambient ocBiTiieHHs
e  L,- diffuse ocBiTienus

e L. specular ocBiTienus
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L,- ambient koMIoHeHTa 3a3BHYail JOPIBHIOE alb0Oea0 00’€kTa, TOOTO HOro

KOJIbOPY, TOOTO
Lo=Cx*C; %A (1.4)
ae:

e  ( — KOHCTaHTHHH KOJIp 00’ €KTY
e (; — xomip cBiTNIA

e A — daxrop 115 3MCHIIICHHS BILUIMBY ambient ocBiTICHHS Ha 00’ €KT
Ly =w;*nxC*I (1.5)
ae:

®  (; — HaMPAMOK CBITJIa, IO CIPSMOBAHUN BiJ] MOBEPXHI JO TOUYKOBOTO

JpKepena CBITIa.
® 71— HOpMaJb A0 MOBEPXHOCTI
e  ( — KOHCTaHTHHUH KOJIp 00’ €KTY

e [, — IHTEHCHBHICTb CBITJIa
Ly = (V*R)P 1, % C (1.6)
ne:

e V — BekTOp HaMpSAMKY BiJ] TOYKHU OCBITIICHHS JI0 CIIOCTepiraya ( oka )

e R — BEKTOp HAMNpSMKY A3E€PKAIBbHO BIAOUTOTO MPOMEHI CBITJIA B TOYII

OCBITJICHHSI HABKOJIO HOpMaJTi /IO TIOBEPXHI
® 71— HOpMaJlb JO MOBEPXHOCTI
e (; — xoumip cBITJIA
e [, — IHTEHCHBHICTb CBITJIa

e B — (dakrop, skuil BigoOpa)xkae HACKUIbKM Oarato CBITJIa A3€pPKaJIbHO

BIJI0OpaXa€eThCs BiJl TOBEPXHI
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1.2.3 Blinn-Phong shading model

Blinn-Phong shading model ( moxens 3arinenns biin-®oHra ) — 1OTTOBHEHHS
no mojeni 3ariHeHHsT PoHra, 1m0 J03BOJISIE 3aBISKH AlPOKCUMAIlll MOJIETTIUTH
00YHCIIeHHs MaiKe 0e3 3MIH Y BI3yalIbHOMY BHUTJISI/II OCBITJICHHS.

OcHOBHa 1Jiest B TOMY, IO JIJIs JUTsl KOMIIOHEeHTa Specular B Mozeni 3aTiHeHHS
®donra noTpiOHO 3HAUTU BEKTOP, 10 BIOOpa)KAa€ThCS BiJl BEKTOPA HAMPSIMKY CBITJIa
HABKOJIO HOpMaJTl 710 TToBepxHi. JJ11 Toro, o6 3HalTH BimoOpakaJIbHUI BEKTOP R,
MOTPIOHO BUKOHATHU ACKIJIbKA «BAXKKHUX)» OIEpallii, 10 MOKe 3/11IMCHIOBATUCH JOCUTh
JIOBrO Ha MEHII MOTY>KHUX BifieokapTax Ta ( abo ) mporecopax. Haykosenp Jxum
bain ( Jim Blinn ) Bu3Ha4uB, 1110 3aMIiCTh BiTHOMIECHHS BiIOMTOrO MPOMEHIO CBITJIa
R 110 BeKTOpa HAMPSMKY BiJ] OCBITIIOBAHOI TOUKH JI0 OKa V, MO’KHA BUKOPUCTOBYBATH
BigHOICHH Tak 3BaHoro half-sexropy H 1o nopmasi nmoBepxHi N. ( pucynok 1.2.3.1)

3BICHO, TaKUi CIIOCIO € MEeHII (PI3UYHO KOPEKTHUM, aJie HaJa€e IpaBAONoAi0HI
pe3ynbTaTH 3a MEHIIUNA TPOMDKOK 4Yacy, TOMY BiH Je-(hakTo 3aMiHUB MOJIETh
3aTiHeHHs o DoHry.

Came mojens 3ariHeHHS 1o biiH-DoHry Haildacriiie BUKOPUCTOBYETHCS Y
PI3HOrO poAy Bi3yalli3aTopax, /€ He MOTPIOHO 3aTiHIOBAaTH 300pa)K€HHA (PI3UYHO

KOPEKTHO, aJie MOTPIOHO 11100 3aTiHEHHS B110YBal0Ch MIBUJIKO.
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Pucynok 1.2.3.1 ®i3uunuii 3mict moxeni Blinn-Phong

B takomy pasi, 3aMicTh KyTa Mixk R Ta V BukopuctoByeTbes KyT Mix H ta N,

e

e [ — BEKTOp HaNpsIMKY B1J TOYKH JI0 JIPKEpEIa CBITIIA
e N — HOpMaJIb IO MMOBEPXHI1
e V — BekTOp HaMpsIMKY BiJl TOUKH /IO OKa CIlocTepiraya

e R — BeKTOp BIAOUTTS 3BOPOTHHOTO BEeKTOPY L HaBKOJIO HOpMani N

L+V
[IL+V]]

° H — half-BekTop, 1mo Bu3HavyaeTbes Ak H =

Omxe, popmyna mist Specular kommonenT B Mogeni 3arinenns Blinn-Phong

Mac HACTYITHMI BHIJISL
L= (H=*n)B I % ( (1.7)
ICE

e  H —half-Bektop

° Nn — HOpMaJib JI0 TIOBEPXHOCTI

e (; — xoumip cBITJIA

e [, — IHTEHCHBHICTb CBITJIa

e B — dakTtop, SKMW TOKa3ye HACKUIbKM 0araTo CBITJIa A3€pKaJbHO

B1JI0OpaXa€eThCs BiJl TOBEPXHI
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JlocniganM nuisxoMm OyJio BHUSIBICHO, IO Mojenb 3aTiHeHHs Blinn-Phong
Bi3yaJbHE HaBiTh Kparllle, Hi’ Mojellb Phong, xoua BoHa i MeHIIT (hi3HIHO-KOPEKTHA.

VY auroMHi# poOoTi Oyie BAKOPUCTOBYBATHUCH CaMe MOJICITb 3aTiHeHHs Blinn-
Phong, amxke me OuLTBII-MEHII KOPEKTHUH Ta HAWMIBHIIMIMAK CIOCIO 3aTIHUTH
300paxyBaHi 3D-00’€KTH.

Mopnens 3arinenHs Blinn-Phong e nokampHOI0, TOOTO sICKpaBicTh (
OCBITJICHICTh ) TOYKH HA TMIOBEPXHI HE 3aJICKUTh BIJ 11 OTOYCHHS Ta 1HIIUM 00’ €KTIB
Ha CIeHi, 0 He € (PI3UIHO KOPEKTHUM, aJie JO3BOJISE MIBUAKO JOCATTH HETIOTaHUX

pe3yJbTaTIB MO 3aTIHEHHIO MMOBEPXHI.

1.3 Ambient Occlusion

Ambient Occlusion — Moxmenp 3aTiHEHHS, IO BHKOPHCTOBYETHCS B
KOMIT'IOTepHIA Tpadii Ta [103BOJISE AOJATH PEATICTUYHOCTI 300pakKeHHIO 3a
JIOTIOMOTOX0 OOYMCJICHHSI ITHTEHCUBHOCTI CBITJIA, 110 HAIXOJIUTh A0 MoBepxHi. Ha
BIIMIHY BiJl JIOKaJbHUX METOMIB 3aTIHCHHS ( SIK, HANPHUKIAJA, MOJENb 3aTIHEHHS
Blinn-Phong ), ambient occlusion siBnsersest rmobaibHUM METOIOM, TOOTO 3HAYCHHS
(yHKUIT 3aJI€KUTH BiJI IHILIKUX 00’ €KTIB HA CIIEHI.

B ocuoBi ambient occlusion nexuTe imes, MmO CBITIO Ma€ MEHIIY
IHTEHCUBHICTh Ha TIOBEPXHSAX, SIKI HE MOXKYTh OTPUMATH CBITJIO 3 yCiX HAMPSIMKIB.
Hampukiaz, B KyTkax KiMHATH, Aipax, Ha TOBEPXHSX, 10 3HAXOATHCS OJM3HKO OIHH
70 OaHOro. Yci I MIISHKK 3HAYHOI Miporo 3akpuTi ( 3Biacu i «occlusiony )
reOMETPIEI0 HABKOJIUIIIHBOTO CEPEIOBUINA, a OTXKE CBITIOBI MPOMEHI MalOTh MEHIIIE
MICLb, 3BIJIKM MO)XHa MOTPAIUTA Ha MOBEPXHIO 1 BIAOUTHUCH BiA HEi, TOMY Taki
00J1acTi 1 MOBEPXHI BUTIIAAAIOTH OLTBII 3aTeMHEHUMH. 3arajgomM, ambient occlusion
SIBIISIETBCS alIPOKCUMAIIIE0 TTOBEIIHKH «Henpsimoroy» ceitia (indirect lighting ), tak

SK TIPOpaxyBaTy MOBEIIHKY KOXKHOTO IPOMEHIO CBITIa HEMOKJIUBO.
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Ambient occlusion 3apa3 BUKOPUCTOBYETHCS B Oy 1b-SIKOMY MeJIia, Jie TOTPiOHO
3atiHuTu 3D-06’exTu Ha cueni. Lle 1 ¢iapmu, 1 irpu, pi3HOTO POy Bizyanli3aToOpH,
BipTyasibHa peanbHicTh ( VR) Tormo. J{as BipTyalbHOT pealbHOCTI MOTPIOHO TaKOXK
Opatu 10 yBaru Tou ¢akr, MO 300pakeHHS MOTPIOHO PEHACPUTH 1Ba pasu ( I
KOXKHOTO «0oKa» ), ToMy SSAO € 0JIHOI0 3 HAMBaXIUBIIIUX CKJIAJOBUX PEHICPUHTY
st VR, amke 11e mBUIKANA CITOCIO TOJIIIIITUTH 300paKeHHS.

Ambient occlusion raiigacrinie 0OUUCITIOETHCS IIISIXOM ITOOYI0BH IPOMEHIB,
10 BUXOJSTH 3 TOUKU MOBEPXHI Y BCIX HANPSIMKAaX, 3 MOAAIBIIOIO iX MEPEBIPKOIO HA
MepeTuH 3 IHIUMHU 00'ekTamu Ha cieHl. [IpomeHi, mo pocsriu ¢onHy ( TOOTO He
NEPETHYIIUCH 3 THIIMMHU 00’ €KTaMH Ha CIIEHI ), 30UIbIIYIOThH SICKPaBICTh TTOBEPXHI, B
TOM 4ac SIK MPOMEHI, sIKI MEPETUHAIOTH 1HIII 00'€KTH, 3MEHIIYIOTh SICKpaBicTh. B
pe3ynbTaTi TOYKU, OTOUYEH] BEJIMKOIO KIJIbKICTIO F€OMETPIl, BI3yali3yloThCs K OUTbII
TE€MHI, a TOYKH 3 MaJIOI0 KIJIbKICTIO T€OMETPii HABKOJIO - CBITJIMMHU.

Ambient occlusion e nocuth «mopora» B IUIaHI pecypciB KOMIT IOTEpa
TEXHIKa, TaK SIK MOTPIOHO OpaTH B PO3PAXYHOK OTOUYIOUY T'€OMETPII0 AJIA KOXKHOI
TOYKH, MO0 3aTIHIOEThCS. [1MOTETHMYHO, MOXHA 3aMyCTHUTH BEIUKY KIJIbKICTh
MIPOMEHIB HANpsIMKOM BIJ TOYKM Ha TOBEPXHI JO KOXHOI TOYKH B MPOCTOPI,
JUBUTHUCA CKUTBKH 3 ITUX MPOMEHIB JOCSTIU MOBEPXHI, 1 TAKUM YUHOM 3PO3yMITH
KUIBKICTh 3aTE€MHEHHS, [0 MOTPIOHO JJisi JaHOI TOYKM Ha TOBEPXHI, ajie IIe
HEMOKJIMBO B peaiisiX MOTYKHOCTI CbOTOJIEHHUX MPOIIECOPIB Ta B1IEOKAPT.

Jlns ambient occlusion BHKOPHUCTOBYIOTBCS 0OaraTo pi3HHX TEXHIK, SKi
BIJIPI3HSIIOTHCA K CKJIQJHICTIO PO3PAXYHKY, TaK 1 BI3yaJbHUM PE3YJIbTATOM.

OnuumMm 13 HaileexkTuBHIMIUMX mpuitomiB aias ambient occlusion e ambient
occlusion map. Ambient occlusion map — e okpema TeKcTypa ajs 00’ €KTa, B SKiif
3alucaHl yKe ToIepeaHbo 00poOseHi 3HadeHHs aius ambient occlusion, tomy B
peanbHOMY 4Yaci, KOJU 1€l OO0 ’€KT 3aTEMHIOETHCS, TOTPIOHO MPOCTO 3YUTATH

npaBHiIbHE 3HaYeHHs ambient occlusion-y 3 TeKCTypu 1 BAKOPUCTOBYBATH HOTO IS
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3aTeMHeHHs 00’ ekTy. L{e mBuaIe Ta Bi3yalbHO Kpalle, Hi>kK BUPaxoBYyBaTH 3HAYCHHS
ambient occlusion-y B peanbHOMy 4aci caMOCTiiiHO, aje TOTpeOye MorepenaHbol
HiATOTOBKU TEKCTYpHU Ui 00’€KTa, TOMY lieil croci® 3a3Bu4ail BUKOPUCTOBYETHCS
TUTBKY JJI TIMCHO 3HAYYIIUX Ta CKJIATHUX 00’ €KTIB, A€ AYXKE BAXKIMUBO BIATBOPUTH
MaKCHUMaJIbHO peallicTUYHO 3aTeMHEHHs 00’ ekTy. [lyid irop me 3a3Bu4aii mepcoHaxi

Ta 00’ €KTH, IO 3aBXKAM 3HAXOIATHCS Y (OKYCl KaMepH.

2 SSAO — SCREEN SPACE AMBIENT OCCLUSION

2.1 3araapHi mojoxkenusa SSAO

B 2007 poui kommanis Crytek omyOsikyBajia cTarTio, Jie¢ OIHMcalla HOBY
TexHiKy, sAky Ha3Baga SSAO ( Screen Space Ambient Occlusion), a6o ambient
occlusion expannoro npoctopy. Llfo TeXHiKy KOMIaHis BUKOPUCTOBYBaJa y ii rpi
Crysis, mo 1oBro BBaxkanach erajonom real-time komm’rorepHoi rpadiku. TexHika
BukopuctoBye depth buffer ( 6ydep rimudunu ) B ekpaHHOMY IPOCTOPI TSI TOTO, 1100
Bu3HaunTu ambient occlusion dakrop s koxHOI Touku Ha ekpani. Lle Habararo
e(eKTUBHIIE Ta MIBHUJIIE, HIK BUKOPUCTOBYBATH pEalbHI TI€OMETPUYHI JaHI
KOXHOTO 00’ekTy Ha cueHl. [leit miaxin HEHMOBIPHO IIBUIKUN, TMOPIBHIOIOYU 3
peansHIM reoMeTpuIHUM ambient occlusion-om, Ta nae nmpaBaoNoaAiOHI pe3yIbTaTH,
TOMY cTaB Jie-(hakTo OCHOBHHM JIs anpokcumaitii real-time ambient occlusion.

OcuoBuuii mpuniun SSAO H0CUTH MPOCTUH: TSI KOKHOTO (parMeHTy Ha
ekpaHi ( TOOTO TmiKcemro ) moTpiOHO BupaxyBaTu 0cclusion dakTop, ToOTO HACKIIBKH
CHJIbHO TIOTPiOHO 3aTeMHUTH ()parMeHT, Oa3yrounch Ha 3HaueHHsx B depth buffer (

Oydepi rmbunm ) cyciaHix ¢pparmentis. Occlusion ¢pakTop moTiM BUKOPUCTOBYETHCS
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s 3atemHeHHsT pparmenty. Occlusion ¢gakTop OTpUMYIOTh, 3UMTYIOUHM JEKiTbKa
3HadeHsb i3 depth buffer-a B gesikomy pamiyci Bix ¢parmenTa, mo po3risiiaeTbes, i
MOTIM Il 3HaYEHHS MOPIBHIOIOTHCS 31 3HAUCHHSAM TJIMOMHU OCHOBHOTO (hparMeHTy.
KinpkicTh TrHOWHHMX 3HAYeHb, M0 Oulbme 3a TAMOWHY (parMeHTy, Mo

PO3IISLIAETHCA, 1 SIBIIAIOTHCS OCclusion dakTopom.

Pucynok 2.1.2. Cdepu, B paaiyci sskux 0epyTbCsi CyCiJiHI 3 ()parMeHTOM TOUYKH Ta
3YUTYETHCS 1X 3HAUCHHS IMUOUHU. Cipl — TOUKH, IITUOMHU SIKUX O1JIbIIa 32

rOuHy pparMenTa, 611 — HaBIAKY.

Yum Oinblie TOUOK, MIMOMHA SKUX Oulblie 3a MHOWHY (PparMeHTy, 1o
PO3TIISLIAETHCS, TUM OlJTbIle MOBHHEH OyTH 0CClusion gakTop, THM TeMHillle TOBHHEH
OyTu (hparmMeHT.

Jlana anmpokcumariiisi He € (i3UYHO KOPEKTHOIO, ajie BOHA JOTIOMArae JI0CArTH
MPaBJONOIIOHUX PE3YNBTATIB MPU PO3PAXYHKY MOBEIIHKU CBITJIA B MICIISIX JOTUKY
pi3HHX OO’€KTIB, a/pKe MIMOMHU 00 ’€KTIB OyAyTh PI3HUTUCA AOCUTH YacToO, SIKILIO
0o0poOnsieThess (hparMeHT Ha CTUKY JBOX Pi3HUX 00’€KTIB ( MaeTbcs Ha yBasl

TE€OMETpIs CIIEHHU, 00’ €KT HACIIPaB/l MOXKe OyTH OJMH 1 TOU K€, TOJIOBHE Te, IO J0
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JaHOro (parMeHTy CBITJIO HE 3MOXKE MOTPAmUTH 3 YyCIX CTOPiH, TaKk SIK BIH

MEPEKPUBAETHCS IHITUMU 00’ EKTaMH ).

2.2. Peaaizania SSAO

[Tepi 3a Bce, 3aMiCTh TOTO, 1100 3YUTYBATH TIIMOWHY B pajiyci cepu HaBKOJIO
¢dparmenTy, B JaHiil TUIUIOMHIN Oyae 34MTyBaTUCh IrMOWHA B paiiyci miBcdepu,
OpIEHTOBAHOI MO HOpMaJi 10 oBepxHi. ( pucyHok 2.2.1 ). Takuit miaxia Takox OyB
OImyOIIKOBaHUM, 1 BIH Ja€ OUIBII peaTiCTUYHUM pe3ysbTaT, a Tak K B JUIIJIOMHIM
poboti BukopucroByethesi deferred rendering, To i He HabaraTo MOBLIBHIIIC B

peanizarii.

Pucynox 2.2.1. [TiBcdepu, 3amicts chep, A 3UUTyBaHHS TITUOUHHOTO Oydepy
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SIko Touku OyayTh 3uMTyBaTHCS MO miBcdepi, a He cdepi, TO (iHATBHUNA
occlusion gaxkTop Oyie MEHIINM, TakK SIK 0 YBaru BKe He OEpyThCs TOUKH, IITHOMHA
axux O0yna 100% O11b111010 32 TIIMOUMHY (parMeHTy, o Po3rIAIaeThCA. ( Cipl TOUKH
nepmioi chepu Ha pucyHky 2.1.2 ). Tomy occlusion daxrop mist pparmeHTis, Oiss
SKUX HEMae I1HIMMX O00’€KTIB, Oyjae IOpIBHIOBATH HYNIO, TOOTO BiH He Oyje
BpaxoBYBaTHCs MPU 3aTEMHEHHI (parMeHTy.

Jiia mpaBAono1iGHOTO pe3yabTaTy KUIbKICTh TOUOK y MiBcdepi MOBUHHA OYyTH
JTy’K€ BEJIMKOI0, 1110 TTOTaHO MO3HAYMTHCS Ha MIBUAKOCTI 00poOKU pe3yabTariB. John
Chapman ( /Irxon Yarman ) 3ariporioHyBaB J10JIaTH BUIIAJAKOBI uncia ( paHIoM ) s
po3paxyHky occlusion dakropy. 5 Oyay BUKOPUCTOBYBATH CXOKUH paHIoM. SKIIO
MaTH, Hampukiaj, 32 BUIAJIKOBUX TOYKH BCepeauHi miBchepu, Ta XaOTUYHO
o0epTaTH iX HaBKOJIO HOpMaJli, MO>KHA OTPUMATH JOCUTh IPaBAONOAIOHHI pe3yabTaT
0e3 BIUIMBY Ha IMIBUAKICTb OOpOOKH pe3ynbrariB. Haxanb, 11e Oylne MOMITHO Ha
(iHaNBHIA KapTUHIT, TaK K Takuid NOISe pattern ( myMHU# maTepH KapTUHKH ) JTyKe
BUUIAETHCA. AJIC 1Ie MOYKHA BUPIIIUTH, SKIIO Miclss 00paxyHKy occlusion gakropy
s KoxHoro (parmenrty 3acrocyBatu blur  ( posmutts ). Tak sk maHuit cnocio
nependadae high-frequency noise ( BucokouactotHuii 1mym ), To Gaussian blur (
po3mMuTTs 1o l'aycy ) Oyne imealbHUM BHOOpOM, IIOO0 MpeacTaBUTH (hIHAIBHY
KapTUHKY.

OTtxe, ans po3paxynky SSAO noTpiOHI HACTYTIHI JaHi:

e  Bekrop nosuiiii ¢pparMeHTy B View-space ( mpoctip kamepH )

e  BekTop HOpMaJIi 10 TOBEPXHOCTI (hparMeHTy B View-Space

e  Anb0eno KoJip ¢pparMeHrty

e  Macus To4ok BcepeauHi miBcdepu ( sSample kernel )

e  BekTop XaoTHYHOTO MOBOPOTY JUIs TOTO, 1100 moBepHyTH Sample kernel

HABKOJIO HOpMaJIi
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B numuiomsiii podoti BukopuctoByethes deferred rendering, mo o3nauae micis
TOTO, SIK HAMAJTIOBAIACh TEOMETPIs, B JOCTYITHOCTI € IEKUIbKA TEKCTYP, 3alIOBHEHUX

PI3HUMH JTaHUMH, 1110 TTOTPi0H1 1y1st SSAO Ta moAabIIOro 3aTeMHEHHS (PparMeHTiB.

2.2.1 TexkcTypa BeKTOpiB no3uuiii

Jlns 3amucy BEKTOpY MO3ullli (parMeHTy B TEKCTypy S BHUKOPHUCTOBYIO
HO3MIIiI0 KOsKHOTO (hparmMenTy B model-space ( mpocTip Moesi ), HOTIM IIEPEBOXKY B
cucteMy kKoopauHat cBity ( world-space ), motiM nepeBoKy B CHCTEMY KOOPIUHAT
Kamepu ( View-space ).

1 BUKOPUCTOBYIO MaTPHIll HA OCHOBI CTOBIILIB, OTKe (iHAIbHA (hOpMYJIa Mae

BUTJISL;
P, =M, *M, * P, (2.1)
Ie:
o P, — (diHampHa MO3MIIS B CHCTEMI KOOpAMHAT KamepH ( View — space )
o M,, — MaTpHIsl IEpEXoay 3 CUCTEMU KOOPIUHAT CBITY B CHCTEMY KOOPIAMHAT

kamepu ( world space -> view space )
° M, —MaTpuIs Iepexoay 3 CHCTEMHU KOOPJAUHAT MOJIEIIl B CUCTEMY KOOpJIUHAT
ceity ( model local space -> world space )

o P,, —KOOpJIuHATH TOYKH B CUCTEMI KOOPAMHAT MOJIEN1
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Pucynox 2.2.1.1 Tekcrypa, 1e KoxkHUI hparMeHT ( MKCeNb ) Ma€ 3HAYCHHS

MO3ULIi B CHCTEM1 KOOPAUHAT KaMepHu

2.2.2 TekcTypa BeKTOpiB HOpMAaJIei

Jl7ig 3amucy BEKTOPY HOpMali B TEKCTYPY S TaKOXX BUKOPHCTOBYIO HOpMaJb
KokHOTO (pparmenty B model-space ( mpoctip Mozeri ), HOTIM MIEPEBOXKY B CUCTEMY
koopauHaT cBiTy ( world-space ), motiMm nmepeBoXxy B CHCTEMY KOOPJIMHAT KaMepH (
view-space ).

Jliist Toro, 1mo6 nepeBecTd HOpMallb C OJHOI KOOPJIUHATHOI CUCTEMH B 1HIILY,
MOTP1IOHO BUKOPUCTOBYBATH MATPULIIO HOPMAJIEH.

Martpuiis Hopmasieii — e MaTpHIIs, iKa ePEeBOAUTh HOPMAJTh 3 OJTHIET CUCTEMU
KoopauHAT B iHITy. Bona oco0OnuBa, TOMy MO0 HOpMallb — II€¢ HOpPMalli30BaHHM
HaAIpPsIMOK, TOMY JIJI1 HbOTO HE MOJKHA 3aCTOCOBYBAaTH Hi nepemimienns ( translation
), Hi MacmrabyBanus ( scale ). Tomy s mMaTpuili HOpMayeli BUKOPHUCTOBYETHCS
1HBEpCHBHA TpaHCIIOHOBaHa oOpizaHa 10 3X3 MaTpullsd Mepexoay C CHUCTEMH

KOOPJIMHAT MOJIEJIl B CUCTEMY KOOPJIMHAT KAMEPH.
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Martpurst o6pizaeTbcsi 3 pos3mipHocTi 4x4 mo 3x3 st Toro, moO mpH
NEPEMHOKCHHI He BUKOPUCTOBYBATH MEPEMIIICHHA. A 1HBEpCHBHA 1 TPAaHCIIOHOBaHA
BOHAa JUId TOro, 1100 HE BHUKOPUCTOBYBATH MacimiTabyBaHHs. Jlo pedi, SKILIO
BUKOPHUCTOBYETHCS TUTbKU IOHI(OpMHE MaciiTaOyBaHHA ( OJIHAKOBE MO BCIM TPHOM
koMmrnoHeHTaM X Y Z ), To MOKHa BUKOPUCTOBYBATH MPOCTO MATPHUIIIO 3X3.

dopmysia MaTpuIll HOpMaJICH:
M,, = (3x3)inverse(transpose((M, * M,,))) (2.2)
> HE:

L4 Mn — MaTpunAa HOpM&HCﬁ. nepexoay 3 CiCTCMH KOOPpAHUHAT MOI[GJIi B CUCTCMY
koopauHat kamepu ( model local space -> view space )

° M,, — maTpuls epexoay 3 CUCTEMHU KOOPJMHAT CBITY B CUCTEMY KOOpPAMHAT
kamepu ( world space -> view space )

L4 MW —MaTpunsd 1nepexoay 3 CUCTCMHU KOOPJAHUHAT MOIICJIi B CUCTCMY KOOpAMWHAT

ceity ( model local space -> world space )

®dinanpHa GopMya s OOYUCICHHS HOPMall B CUCTEMI KOOPJIUWHAT KaMepu

Ma€ BUTJISI:
N, =M, * N, (2.3)
Ie:
o N,, — diHanbHUI BEKTOp HOPMaJIi B CHCTEMI KOOpMHAT KamepH ( VIEw — space
o M,, — MaTpuIlsg HOpMaJIeH. IEPEXOAy 3 CUCTEMU KOOPIUHAT MOJICITI B CHCTEMY

koopaunat kamepu ( model local space -> view space )

° P,,, —KOOpIuHATH TOYKH B CUCTEMI KOOPJMHAT MOJICIII
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Pucynox 2.2.2.1 Tekctypa, ne KoxHUN GhparMeHT ( MKCENIb ) Ma€ 3HAYCHHS

HOpMaJll B CUCTEMI KOOPAUHAT KaMepu

HeoOxigHo cka3zatu, mo gocuth uvacto is deferred rendering mopmami Tta
MO3UIIIT 3aMKMCYIOTh B CUCTeMi KoopauHat cBity ( world-space ). B Mmoemy Bumajky,
yCi pO3paxyHKH CBiTJIa MPOBOJATHCS B CUCTEMI KOOpauWHAT kamepu ( View space ),
TOMy OyJie Habarato MpOyKTUBHIIIE OJpa3y 30epiraTu JaHl KOMIIOHEHTH B CUCTEMI
KOOpAWHAT KaMepHu, a He MEPEeBOJUTH I1X 13 OAHOTO Oa3ucy B 1HIIWN, ke IIi

0OYHMCIIEHHS TaKOX 3aliMaloTh 0araTo yacy.
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2.2.3 TexcTypa BeKTOpiB a1b0€/10

Anpbeno komip 00’ €KTy 3aUCaTH B OKPEMY TEKCTYpPY AOCUTH MPOCTO, TaK 5K
HE NMOTPIOHO MEPEBOAUTH HIYOTO B IPYTy CUCTEMY KOOPMHAT, TaK 1110 TPOCTO MOXKHA
3amucaTy KOHCTAHTHUW KOJIIp 00°€KTy B TEKCTypy. ( pucyHok 2.2.3.1). Hapasi me
KOHCTAHTHUU KOJIIP JUIsl KOXXHOTO O0’€KTY, ajie WOro MOJKHA 3MIHIOBaTH SK IS
IJIOr0 00’ €KTY, TaK 1 ISl KOYKHOI YacTUHU 00’ ekTy, BukopuctoByrouu diffuse color

texture.

Pucynox 2.2.3.1 Tekcrypa, e 3anucanuii anb0e10 KoJip KOXKHOTO (pparMeHTy
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2.2.3 Sample kernel

3amicTh IHTErpyBaHHs IO BCiil miBcdepi, MO0 € AyXKe MOBUIFHOIO OMEPalli€lo,
MOXKHa BUKopuctaTu mMeTton Monrte-Kapio, To6T0 B JaHOMY BUNAIKYy XaOTHYHO
3Te€HEPYBaTH JIEAKY KUIbKICTh TOUOK BCEpPEINHI MiBC(epH, OPIEHTOBAHOT MO HOpMaTi
10 moBepxHi. Le my>xe ckiramHo 1 He MpaBaONoAiI0HO reHepyBaTH Taki TOUkH ( Hajmaml
sample kernel ) nust koxxHOT HOpMalTi Ha MOBEPXHI, TOMY € CEHC 3T€HEPYBATH TOUKU
B tangent space ( motuunwmii mpoctip ). Tangent space — me Takuii IpocTip, Jie HopMaJb

710 TIOBEPXHI 3aBXKAHM BKa3ye€ IO HANPSIMKY Z-KOOpAUHATH. ( JUBHUTHUCH PUCYHOK

2.2.3.1)

Pucynok 2.2.3.1. Tangent space. N 1ie Hopmalib, BKa3ye 1o HarpsiMKy Z-
KOOpAMHATU. B — GiTaHTeHT, BKa3ye MO HAPSIMKY Y-KOOPAWHATH, |- TAHTEHT,

BKa3ye€ 110 HAIIPSAMKY X-KOOPJAHWHATH.



35

[ToTpiGHO XaOTHMYHO 3TeHEepPYBATH JACKUIbKAa TOYOK B JOTHYHIA CHCTEMI
koopauHar ( tangent space ), o OyayTh BcepeauHi oquHIYHOI TiBcdepu ( miBchepu
3 pajaiycoM 1), sika 30pi€eHTOBaHa HABKOJIO HOpMaJi 110 nmoBepxHi. OTke, KoopJuHaTa
X Ta y TIOBHWHHI Jie)kaTu B Mexkax [—1; 1], a koopaunara z B Mexax [0; 1]. Takox
noTpiOHO 100 TOYOK Oyno Oulblle A0 HEHTPY HamiBchepu, 1 MEHIIE Ha KIHIIIX

paniycy. Omxe, piHanbHA GopMyIta 1ysi OOUMCIICHHS KOJKHOT TOUKH:

P, = normalize(P.(random(—1,1),random(—1,1),random(0, 1))) *

random(0,1) * S (2.4)
y AC:
° P, — ¢inanpHa Touka B JOTHYHIH crcTeMi koopauHart ( tangent space )
o S — MmacmrabyBaHHs, siKe 3a0e3nedye OUIbILy PO3MNOAUIEHICTh TOYOK OIS
LEHTpY MiBchepH
S = linear_interpolation(0.1, 1, (i)) (2.5)
y AC
o [ — HOMEp TOYKH, 10 Hapa3l TeHePYETHCs

° Size —3arajbHa KUIbKICTh TOYOK
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Takum unHOM, TOUKM OyayTh po3MilleH1 Ommkuye a0 1eHTpa miBchepu (

pucyHok 2.2.3.2.)

/,--'
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Pucynok 2.2.3.2 3anexHicTh TOYOK BiJI IUCTAHIIIT 0 IIEHTpa miBchepu

2.2.3 BeKkTOp MNOBOpPOTY

BekTopu moBopoTy MOXkHa 3amucaTd B TEKCTYpY Ui TOTO, 100 IIBUIKO Ta
Xa0TUYHO OTPUMYBATH Pi3HI BEKTOPU TMOBOPOTY ISl PI3HUX (PparMeHTiB. z-
KOOpJIMHAaTa BEKTOPY MOBOPOTY MOBHMHHA JIOPIBHIOBATH HYJIO, 1[0 O3HAYae, 110 MU
noepraeMm Sample kernel ( Touku BcepenuHi miBcdepu ) HABKOJIO Z-KOOPIUHATH,
TOOTO HABKOJIO HOpPMali JO0 TOBEPXHI B JOTHUYHIM CHUCTEMI KOOpAMHAT. X Ta
Yy KoopauHaTa mMae nexxatu B Mmexkax [—1; 1]. Ha pucynky 2.2.3.1 MmoxxHa mob6auutu

TEKCTYpY PO3MIpHICTIO 4X4, B AKii 3anmucaHo 16 3HaueHb BEKTOPIB MOBOPOTY.



Pucynox 2.2.3.2 TekcTypa, KOKHUN TEKCEIb SKOT BIMOBIAAE BEKTOPY

HIOBOPOTY
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2.2.4 AaroputM Bu3HaYeHHs OCclusion — pakTopy

Omxe, MaeMo Bci maHi Juisi po3paxyHky ambient occlusion dakropy. s
KOXKHOT'O (hparMeHTy Tenep MoTpiOHO 34MTATH 3HAYEHHS MO3UIlii, HOpMalli, BEKTOPY
OBOPOTY, Ta yci Touku Sample Kernel Bcepenuni miBcdepu ( 1 BUKOPUCTOBYIO 32

TOYKH ).

Jani HeoOxigHo crBoputH Matpumo ( TBN ) mepexony i3 motudnoi cucremu
KOOPJIMHAT B CUCTEMY KoopauHaT kamepw ( tangent space -> view space ). Ins mporo
HaM NOTPiOHI TPU BEKTOPU B CUCTEMI KOOpAMHAT KaMepu: HopMmaib N, TaHrent T Ta
Oitanrent B. HopMans Bke BiJoMa, TaK sIK ii MOKHA 3YUTaTH 3 TEKCTYpH, TAHTEHT T

3HAXOIUTHCS SIK:
T = normalize(R — N * dot(R, N)) (2.6)
y AC.

e T — BEKTOp TAaHIEHT
e R — BEKTOp MOBOPOTY, 1110 MOXHA 3UUTATH 3 TEKCTYpU
e N — BekTOp HOpMai

e dot(R,N) — ckansapuuii 1o0yTok R Ta N

A OITaHTeHT MO’KHA 3HAWTH BEKTOPHUM IEPEMHOKEHHSM TaHTEHTY Ta

HOpMAJi.
B = cross(T,N) (2.7)

Jlani xoxxHy Touky ¢ sample kernel motpi6Ho momHOXKTH Ha MaTpuito TBN,
TOOTO MEPEeBECTH TOYKH 3 JAOTHYHOI CUCTEMHU KOOPAMHAT B CHUCTEMY KOOpAHHAT
KaMepH, J1ajil 3YUTaTH 3 KOXKHOI 3 TOYOK BEKTOp MO3MIIi 3 TEKCTYpH Ta 3pIBHATU
rmouHy ( TOOTO Z-KOOpAMHATY ) CaMOi TOYKM 3 TJIMOWHOIO 3YMTAaHOTO BEKTOpa
no3uiiii. Skmo riaumbuHa TOYkM OUIbINA, 1€ O3HAYa€ IO BOHA 3aKpUTa I1HIIAM

00’€KTOM Ha CIIeHi, TOOTO 0CCluSion-akTop MOBUHEH 30UTBIIUTHUCH.
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Taxox, anst Toro o6 YHUKHYTH apTe(akTiB MpHU HNepeBipIll TTUOUH,

HOTpiOHO JoAaTH HeBeauukuit Oiac ( bias ), abo 3MilleHHS, 1T TIMOMHH, TaK IIO:
Z, < Z;— bias (2.8)

y AC:

e 7, — 3Ha4yeHHs rIMUOWHU, 3UYUTAHOT 3 TEKCTYPH MO3ULIN

e 7. — 3HAYCHHS IITMOWHH TOYKU

Taxox, anst TOro, MO0 YHUKHYTH 3aTIHEHHS TUX (parMeHTiB, SKi
3HAXOJATHCS JAJIEKO OJUH Bl OJTHOTO MO IIMOMHI, HEOOX1THO J10J]aTH MEPEBIPKY Ha
MaKCHUMYM pO301’KHOCTI B IITUOMHAX. SIKIO PI3HUIIS MK TITMOMHAMH 3aHAJITO
BeJIMKa, I1e 03HaYae 1Mo 00’ €KTH 3HAXOAATHCS JOCHUTH JAJICKO OJUH BiJl OJTHOTO,
TOMY BOHHU HE TIOBHHHI BIUTMBATH Ha 0CClUSION-(hakTOp OJMH OHOTO.

B kinmi occlusion-gakrop KoxXHOTo (pparMeHTy 3alUCY€EThCS B TEKCTYPY, ¢
TPU KOMIIOHEHTH KOJILOPY KOXKHOTO TiKcens JopiBHIOWTh 1 — O, ae O — 1ie
occlusion gaxrop B mexax [0; 1].

1 — O BUKOPUCTOBYETbCSI TOMY, IO KoJip 00’ekty B mpoctopi RGB
3aMUCYEThCS I KOKHOTO KomIoHeHTy ( red, green, blue ) B mexax [0; 1], To6To
KOJIIp 31 3HaUCeHHSIM «0» O3Hava€ MOBHICTIO YOPHUHN KOJip ( MIHMaJIbHE 3HAYEHHS ),
a KoJTip 31 3HAYEHHSM « 1 » - MaKkCUMaIbHUM, TOOTO OUIHIA, SIKIIIO BC1 TPU KOMIIOHEHTH

(red, green, blue ) nopiBHIOIOTH OJTUH OHOMY.
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Pucynox 2.2.4.1 TCKCT};pa SSAO

PI/IcyHOK-2..2.4.2 Texctypa SSAO
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Ha pucynky 2.2.4.2 moxna nobauntu apredaxt high-frequency noise, gepes
T€, II0 XaOTUYHI BEKTOPU 3UUTYIOTHCS AJI KOKHOTO (PparMEHTy 1 MOBTOPIOIOTHCS
KOXKHUX 16 (hparMeHTiB ( TOMY 11O TEKCTYypa JUIsl XaOTUYHUX TTOBOPOTIB PO3MIPHOCTI
16x16 ). Hnsa Toro, moO yHUKHYTH mboro, miass SSAO TekcTypw HEOOXITHO

Bukopuctaru blur ( posmutrs )

2.2.5 Aaropurm blur

Blur — Ttexnika ¢iapTparii 300pakeHHsI, MO0 MPU3BOJAUTH 10 PO3MHTTS
300pak€HHs. 3MICT PO3MHTTSI JOCUTH MPOCTHM: KOJIp KOXKHOTO (parMeHty (
MIKCEJII0 ) TOBUHEH 3aJIeKATH BiJl KOJIbOPY CYCIJHIX, OTOYYIOUHUX HOTO (PparMeHTIB.
Ha pucynky 2.2.5.1 ta 2.2.5.2 300pa)keHO pPO3MHUTTS IJIsi OJHOrO (PparMeHTy,
BUKOPHUCTOBYIOUM TIIBKM OJIHYy TOpPU30HTalbHy JiHIIO. Ha mnpaktumi x
BUKOPUCTOBYETHCSI IBOBUMIpPHA MaTpullsl (parMeHTiB, Tak SK MOTPIOHO Opatu 10
yBaru yci OTouyroul (pparmMeHTH. SKIIO pajalyc po3MUTTS AOPIBHIOE 2-yM, TO IO
yBar# noTpioHo Opatu Marpuilto GparMeHTiB 5x5, TOOTO /71 BUBHAYEHHS KOJIBOPY
OJIHOTO (pparMeHTa MOTPIOHO 3YMTYBATH Ta «3MIIIyBaTW» AaHi 3 25 ¢parMeHTiB (
pucyHok 2.2.5.3 ). Jns npocroro anroputMy blur ais koskHOro parmMeHTa OepeThest

cepenHe apudMeTUYHE YCIX CyCiIHIX (DparMeHTIB Ta HOro camoro.
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Pucynok 2.2.5.1. I’saTh (pparmeHTiB, 1m0 O€pyThCs A0 yBaru 3 OJIHI€]

TOPM3OHTAIBHOT JIiHi1, AKIO pamaiyc blur-a qopiBHIOE 1BYM

Pucynox 2.2.5.2. Pe3ynbTaT pO3MHUTTS LIEHTPATHHOTO (PParMeHTy
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Pucynox 2.2.5.3. HacnipaBni, 71t pO3MHUTTSI IICHTPATBLHOTO (parMexHTy 3

pazaiycoM 2 motpioHO Opatu 110 yBaru 25 pparmMeHTiB.
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B naniii qumnomHii po6oti BukopuctoByetbes Bilateral Gaussian blur.

Posmutts no ["aycy — 1ie pe3ynbrat po3MUTTS 300pasKeHHSI, BAKOPUCTOBYIOUHU
¢yukuito ['ayca. OcHOBHA 1/1€s1 B TOMY, 1100 HE MPOCTO OpaTHU CEpeIHE 3HAYEHHS 3
JCKIIBKOX CYCITHIX ()parMeHTiB, a TaKOXX B3STH JO YBard BiJJaJICHICTh KOKHOTO
dbparmenTa BiJ LEHTpaJbHOro. Yum Ommxde (parMeHT J0 IEHTPaJIbHOTO, TUM
CHJIBbHIIIIE OTO BIIMB Ha KOJIpP LEHTPAIBLHOTO (PparMeHra.

Jlns  omrTumizaiii  3aMICTh  OJHOTO MPOXOAY BUKOPUCTOBYETHCS JIBA:
TOPU30HTAJILHUI Ta BepTUKAIbHUM. L{e 1ae 3MOTy 1OCATTH TaKOTO K pe3yJIbTaTy, SK
1 Ipy OAHOMY MPOXOJIl, aje Habararo IMBUAIIE, aJ)KE MPU BUKOPUCTAHHI JBOX
IPOXO/IiB MOTPIOHO Habarato MEHIIEe pa3iB BUMUTYBATU 3HAYEHHS 3 TEKCTYpH, IO
MO’K€ OYTH TIOCUTb JIOBI'O JJIsl TEKCTYP BEJIUKOI PO3MIPHOCTI.

BukopuctoByroun 1Ba poxoau Ui Topu3oHTaikHoro blur-y pamiycom R = 2
NoTpiOHO po3paxyBaTh BCHOIO I’SITh (PparMeHTIB: YOTUPHU CYCIJHIX ( IO JBa C
KOKHOro OOKYy, 3J1iBa Ta cClpama), Ta LHEHTpalbHUil ( pucyHok 2.2.5.1. ). Ilicas
MPOXOJKCHHS €TaIy FOPU30HTAIBHOTO bIUr-y 1yt KOXKHOTO 13 pparMeHTiB HACTYIIAE
erarn BeptukaimbHOro blur-y, to6to mis BeprukamsHOro blur-y pamiycom R = 2
MOTPIOHO pO3paxyBaTH TakOoX I’STh ()parMeHTiB: YOTHPU CyCiAHIX ( MO ABa 3
KOXHOTO OOKY, 3B€pXY Ta 3HU3Y ), Ta LIEHTpajdbHuil ( pucyHok 2.2.5.4 ). 3aBasku
TaKOMY IMIJIXO/ly, 3aMICTh 3YMTYBaHHsS Ta OO4YMCIEHHs MaTpuil 5x5, ToOTO 25
3MIHHUX JJI1 KOXKHOTO (parMeHry, OyJe BUKOpPUCTOBYBaTUCHh 10 3miHHUX ( 5 1Is

TOPHU30HTAILHOTO IPOXO.Y, 5 Ik BEPTHKAILHOTO ). ( pucyHOK 2.2.5.6)
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Pucynok 2.2.5.4. BeptukanbHuil npoxij Jyisi IEHTPaIbHOTO (PparMeHTy 10

PO3MUTTS

Pucynok 2.2.5.5. Beptukanbauii npoxij 1is HEHTPATbHOTO (hparMeHTy Micis

PO3MUTTS
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Pucynok 2.2.5.6. CrioyaTky BUKOHY€ETbCSI TOPU3OHTAIIbHIN MPOX1JT ISl KOKHOTO

dbparMeHTy, NoTiM BEpTUKATBHUI MPOXia I KOKHOTO parMeHTy. Pesynbrar

TaKUi camuii, siK 1 Ipu 00poOIIl 25 dhparMeHTiB, ajie 00UKCIEHb MEHIIIE.
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Tak sik crioYaTKy BUKOHYEThCS TOPU3OHTAIBLHUE bIUr, B TeKCTYpi 30epiraeTbes
HE TMPOCTO KOJIP KOXKHOTO (parMeHTy, a KOJIp KOXHOTO (¢parMeHTy, BiKe
«GMIIIaHUI» TTO0 TOPU30HTANI 3 cycimHiMu. OT)Ke HACTYITHHUIA KPOK — BEpTUKATHHUIMA
blur, mo po3MuBae MO BepTUKAIi yXKe IMONEPEAHBO PO3MHUTI IO TOPHU3OHTAII
dparmeHTH. 3aBISKH IBOMY PUHAOMY KUTBKICTh OOYHCIICHB Ta 3YUTYBAHb 3 TEKCTYpH
3MEHIIY€ETHCS B JIEKUIbKA pa3iB 0€3 BTPATH Bi3yalbHOI SIKOCTI 300pakeHHS, TOMY LIS
onTHMI3aIlis € HeoOXiaHOoo s real-time rendering, Tak sk 4ac 0OYMCIICHD Bigirpae
BaXKJIBY POJIb.

Bilateral blur o3nauae, mo g0 yBarm moTpiOHO TAKOX MPHHHATH PI3HHIIIO
¢dparmenTiB 1o raubuHi. ToOTO, K0 (PparMeHTH TOCUTH CUIIBHO BIAPI3HSAIOTHCS 110
IMOMHI, 11€ 03HaYae, 110 BOHM 3HAXOIATHCS J1aJIeKo OJIMH Bij ogHOro B 3D-mipocTopi,
OT)K€ HE MOTPIOHO PO3MHUBATH 1X 3HAYEHHS, TaK 5K 1€ OyZe HEKOPEKTHO. i boro
HOTPiOHO JA0JAaTH OJHY HEBEJIMYKY HepEBIpKyY 1o riuouHi s blur-y:

mod(Zy — Z.) < Dif f (2.9)

y AC:

e  Z; — 3HAYCHHA NIMOMHU CYCiIHBOTO (PAarMEHTy, 3UMTAHOI 3 TEKCTYpH
MO3ULIH

e 7. — 3HAYCHHS ITUOMHU IEHTPATBLHOTO (hparMeHTy

e Diff — MakCUMaJIbHO TOTYCTUMA PI3HUIISI Mi>K TTTMOMHAMH.

Sxmo rmmbuHa cyciaHboro @parmMeHTy Habararo Ouiblia 3a TJIHOUHY

IEHTPAJIBLHOTO, TO IIeH CyCiHINi PparMeHT HE BUKOPUCTOBYETHCS JJISI PO3MHUTTSL.
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PI/ICYHO‘K 2.2.5.7 SSAO TtekcTypa micist pO3MUTTS
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2.3 3aTeMHEeHHS CLIeHH

B mumutomHiii poOOTi BUKOPHCTOBYETBCS MOJIeNb 3aTiHeHHs: Blinn-Phong, tak
1o ¢inanpHui Koutip mo mozei Blinn-Phong BupaxoByeTrhes 3 HacTymHOT hopMyn
( BBaKarouw, 1o Kouip cBiTia 6imuii, Tooro C; = (1,1,1), fioro Mo>kHa HE OpaTH JI0

yBaru B (piHAIbHUX PO3PAXYHKAX) '
pr = La + Ld + LS (210)
, 1€

e Ly, - xoumip pparmenty no mozaeni Blinn-Phong
e L,- ambient ocBiTiicHHS
o L,;-di OCBITJICHHS

L,4- diffuse

e L.- specular ocBiTiienHs
Lo=Cx*A (2.11)

>, AC:
e  ( — KOHCTaHTHHUH KOJIp 00’ €KTY
e A — (akrop Mg 3MeHIICHHS BILUTMBY ambient ocBiTIIeHHS Ha 00’€KT,

(bakTHYHO BUKOPUCTOBY€EThCS 3HAUeHHS (.3
Lig=w;*nxC (2.12)

> A€

®  (; — HaNpPAMOK CBITJIa, IO CIPSMOBAHUN BIJ MOBEPXHI JO TOYKOBOTO
JDKEeperna CBiTa.

® 71— HOpMAaJb J0 MOBEPXHI

e  ( — KOHCTaHTHHUH KOJIp 00’ €KTY
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L, = (H *n)B (2.13)
, e

e  H —half-sextop ( auB. Po3min 1.2.3)

e 7 — HOpMAJb JI0 MMOBEPXHI

e B — (akrop, fkuii TOKa3zye HACKUIBKA OaraTo CBITJIAa A3€pPKaIbHO
B1100pa’Ka€eThCs BiJl MOBEPXHI, (PAKTUYHO JOPIBHIOE 16

Koumnip, Hopmans, Ta mo3uiliss parMeHTa BxKe BiOMI, 1X MOXHA 34UTaTH C
BIIMOBIAHUX TeKCTyp. HampsMoKk CBiT/Ia KOHCTAaHTHHMM 1 TaKOXX BIJIOMHUM, TakK SK
JOKEpeNo CBiTJia He pyxaeThesa. [lo3uilis kamepu 3alaeThCsi KOXHUW Kaap B
3aJIEKHOCTI B1JI TOTO, JIe 3HAXOAUTHCS Kamepa B JaHuil MOMeHT yacy. [I{o6 otpumatu
¢diHaTBHy 3aTEMHEHY CIieHY MOTpiOHO mpuiiHATH 10 yBaru SSAO TekcTypy, SKy
moHo Oyno ctBopeHo. Ilicis pospaxyHky Ly, 3Haxogumo ¢iHaIbHUN KOJIIp
dbparmeHry:

Cr = Ly, * AO? (2.14)

> HE

e  (r — QinanbHUi KOJIp (hparMeHTy

e A0 — 3nauenns, 3untane ¢ Tekctypu SSAO mias manoro ¢parmenrty. (
1 — occlusion — pakTop)

B ¢dopmyni BukopuctoByeThest 0cclusion-gakrop B KBaapari Ajis TOro, oo
JUISTHKY, SIKI MalOTh OyTH TPOXW TEMHIIIMMH, CTadd OUIbII TEMHIIIUMH, TaK II0

3aJIeXKHICTD CTaja KBaJ[paTUIHOI0, aJ[Ke 1€ BUTIIAIA€ OUIBII HATYypaIbHO.



o1

Pucynok 2.3.1 Cuena, 3areMHeHa 3a qornomororo Blinn-Phong shading model,

0e3 ambient occlusion

Pucynok 2.3.1 Cuena, 3areMHeHa 3a gornomororo Blinn-Phong shading model,

3 ambient occlusion



Pucynok 2.3.2 Cuena, 3aremHena 3a gonomoroto Blinn-Phong shading model,

6e3 ambient occlusion

Pucynok 2.3.3 Cuena, 3areMHeHa 3a gornomoroio Blinn-Phong shading model, 3

ambient occlusion




Pucynok 2.3.3 Crena, 3areMHeHa 3a jgonomoroto Blinn-Phong shading model,

6e3 ambient occlusion

Pucynok 2.3.4 Criena, 3areMHeHa 3a gonomororo Blinn-Phong shading model,

3 ambient occlusion




BUCHOBKH

Hocaimuemm aiaroputM Moaeni 3arineHHs SSAO (1 screen space ambient
occlusion ) Mo)kHa CTBEp/KYBAaTH, IIO 3aBISIKH PI3HOTO POJY alpOKCHMAIIiSM
MOJKJIMBO 3100yTH NPaBIONOJIOHMN pe3ysbTaT 3aTIHEHHS CLIEHHM 3a MEHILIUH yac.
Tak sk nmns 1HAYCTpil PEHIACPUHTY B pealbHOMY Yacl MIBUAKICTh BHUKOHAHHS
QITOPUTMY € OJHHUM 13 HaWBAXKJIMBIMIMX KPUTEPIiB, TO YUM IIBUALIE BUKOHYETHCA
QNrOpuTM, THM Kpamlle, SKIIO BIH HaJa€ pe3yJbTaTH, ONM3bKI A0 THX, WO

00paxoBYIOThCSl HabaraTo JIOBIIIE.

Bussneno, mo 3a mgomomororo merony Monrte-Kapno MoxkHa 3amMiHUTH
«TSDKKE» 1HTErpyBaHHS 10 MiBc(epi Ha CYKYIMHICTh JEKUIBKOX TOYOK (Y JIMIUIOMHIM
po060Ti OyJ10 BUKOPUCTAHO 32 TOUYKH ), SIKI MO’KHA XaOTUYHO 00EpTATH J1JI KOKHOTO

(parmMeHTa, TAKMM YAHOM CUMYJIIOIOYM 1HTErPyBaHHS 10 BC1i MIBCReEDi.

3a gonomMororo mozeni 3atiHenHs Blinn-Phong moskHa oTpumaTh pe3yabTary,
AK1 HaBITh Kpallle OMUCYIOTh MOBEIIHKY CBITJIA ( X04 1 HE (P13MUHO MPABUIIBHO ), aje

00paxoBYIOThCS 32 MEHIITUH TPOMIXKOK 4acy.

Bukopucrosyroun deferred shading anroputm no3Bojsie B jekinbka pasiB
3MEHIIIUTH Yac, 1o MOoTpedyeThes s po3paxyHky SSAO, Tak gk yci HeoOX1H1 1aHi
B)K€ OYJIyTh BUKOPUCTOBYBATHUCH JJIsl OCBITJIICHHS, @ OTXKE MOXXYTh OyTH BUKOPHCTaHI

3H0BY 11 SSAO.

3aBasKM BUKOpUCTaHHIO 1BOX mpoxomiB mus Bilateral Gaussian Blur
C€KOHOMHTBCS 3HaYHA KiJIBKICTh Yacy, auke «IIOBIIbHA» IS BiACOKAPTH MPOLEAypa

BUYNTKHN JaHUX 3 TCKCTYPU BUKOHYBATHUMCTLCA B aeKiana pa3iB MCHIIIC.

Otxe, SSAO — 11e TexHIKa, aNTOPUTM SKOI MOXHA 1 MOTPIOHO 3MIHIOBATH B

3aJIe)KHOCTI B1JI OYIKYBAaHOI'O pe3yNbTaTy Ta Taly3l. AJTOpUTM 3aBXKAU MOXKHA



MOJIIIITYBAaTH, JAOAAI0YM OUIBII TOYHI OOYMCIEHHS 3a paxyHOK MOTY>KHOCTI
amapaTHoro 3a0e3redeHHs, a0 HaBIIaKH, J0JIaBaTH BCe OUIbIIE ampoKCHMAIliil Ta

0OYHCIIIOBATH BCE CKOPIILIE, alie 32 PAXyHOK Bi3yalIbHOI SIKOCTI.

AJnropuTMm, NMpeCcTaBIeHUN B AaHii poOoTi, mpaitoe B 60 KaapiB B CEKYHY,
BUKOPHCTOBYIOUM TII€BHY CIIEHY Ta MOJEJl 3aTiHEHHS, Ta BHUJAE HEIOTaHHM

Bi3yaJIbHUI pe3yibTaT, 0 MOXKE BIAIITOBYBATH JISSAK] Bi3yasizaTtopu abo irpu.

Takoxx i OMbII (hiI3MYHO MPABUIBHOIO 300paxkeHHs OCClusion-gakrop
MOJKHA JOaBaTH TUIBKH 10 ambient-koMIIoOHEHTH MOEN] 3aTIHEHHS, a HE 10 BCHOTO
pe3yabTary. SAKIo BUKOPUCTOBYBATH O11b (PI3MUHY MPABUIBLHY MOJIETh 3aTIHEHHS (
nanpukiaan PBR — Physically Based Rendering ), anroputM Mo)kHa 3MiHIOBAaTH B
3QJIEKHOCTI BiJl TOTO, YOTO HE BHCTAYae: BI3yallbHOI KOPEKTHOCTI 300paskeHHsT a0o

IIBUIKOCTI OOYHCIIEHbD.
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JIOJIATOK

[1lpe3eHTauia gunnomHol
POOOTN HA TEMY:

IMnnemeHTauisa moaeneun 3atiHeHHA ambient
occlusion gnsa Bisyani3sauil 3d-cueH

PiBHAHHA peHaepy

Lo(x,wg, A, t) = Lo(x, wg, A, t) + f fr(x, wi, wg, A, t) Li(x, w;, A, t) (w; * n) dw;
Q

L, (x, wg, A, t) — e KUIBKICTh BHXIJHOTO
BunpominroBanus ( spectral radiance ) ¢
JIOBXKHHOK XBHIII A, CIPAMOBAHOTO B3[0BXK
HAIPAMKY W B Yac t 3 3a/laHOl TOYKH X

Lo (x, @y, A,t) — BUNpoMiHlOBaHe CBIiT/IO (O)
fr(x, w;, wg, A, t) — bidirectional reflectance distribution

function ( BRDF - nBonanpaenena ¢pyHKIIiS po3moainy

BifOHTTS ), KUIEKiCTE ( MPOMNOPUIA ) BHIPOMiHIOBAaHHS,
BiIOHTOTO 3 HATIPAMKY (); Y HaTIPAMKY (g B TOYIIi X, B 9ac

t Ha JOBXKUHI XBHIIL A .

w; * n — KoedirieHT ocnabeHHs OTPHMAaHOTO
L;(x, w;, A, t) — KUIEKICTL BUIIPOMIHIOBAHHS 3 JOBKHHOIO . .
BHIIPOMIHIOBAHHS 10 33IaHOMY KYTY Mi3K HaNpsIMKaMH

XBHIIL A 1110 HATXOAUTE 10 TOUKH X 3 HAIPSIMKY ;.
w; Ta n. Yacto 3anucyeThes Ak Cos O;




AnpoKkcMaLllst PIBHAHHS peHaepy Ans
real-time renderin

: ”

RN o~
Lambertian reflectance NS \ // v
/'

Phong shading model

Blinn-phong shading model

Phong shading model

combined (Phong)




Phong shading model

L,- ambient komnoHeHTa 3a3BuM4ai gopieHoe ansbeno
ob’ekta, T06TO Moro konbopy, T061o L, = C * C; * A, fe:
C — KOHCTaHTHWIA Konip o6’ekTy
C; — Konip cBiTna
A — thakTop Ons 3MeHLeHHs BnnvBy ambient
OCBITNEeHHA Ha o6’ekT
ambient

Phong shading model

Ly =w;*n=*C =1, ne:

(; — HATIPIMOK CBiTJa, IO CIIPSAMOBAHMI Bif
MIOBEPXHi J0 TOYKOBOIO JUKepella CBIT/IA.

7. — HOpPMAJik [I0 TOBEPXHOCTI

C — KOHCTaHTHHIT KoJIip 00’ €KTY

I; — IHTEeHCHBHICTE CBIiTIIa

diffuse




Phong shading model

Le = (V*R)E=1,»C,, pe:
V7 — BEKTOp HanpsAMKY Bif TOYKM OCBITNEHHS OO0
crnocTepiraya ( oka )
R — BEKTOp HanpsMKy A3epkanbHo Bigbutoro
NMPOMEHI CBIiTra B TOYLi OCBITMEHHS HaBKOINO
HopmMari 4o NOBEPXHOCTI
n — HOpMarib A0 NOBEPXHOCTI
C; — konip cBiTna
I; — iIHTEHCKMBHICTb CBiTNa
B — thakTop, ki Binobpaxae Hackineku barato
CBiTNa O3epkankHoO BigobpaxaeTbcs Bin NOBepXHi specular

n

©» \\ D
=

v

Blinn-phong shading model

Ly = (H*n)Bx 1, x C;, ne
H —half-sekTop
n — HopMarb A0 NOBEePXHOCTI
C; — Konip cBiTna
I; — iIHTEHCUKBHICTL CBiTNAa
B — chakTop, KM nokasye Hackinbku Garato ceiTna
O3epkaneHo BigobpaxaeTbes Bifl NOBEpXHi

specular




Ambient Occlusion

Ambient Occlusion




Ambient Occlusion

Ambient Occlusion




SSAO - Screen Space Ambient
Occlusion

SSAO - Screen Space Ambient
Occlusion

Y




SSAO - Screen Space Ambient
Occlusion

SSAO - Screen Space Ambient
Occlusion

s pospaxynky SSAO norpiOHi HacTyIHI J1aHi:
Bekrop mo3uiii ¢pparMeHTy B view-space ( IpocTip

KaMepH )
Bekrop HopMaii 1o NOBepXHOCTI ()parMeHTy B View-

space

Anp0eno komp pparMeHTy

MacHe To49ok Bcepennni mischepu ( sample kernel )

BeKTOp Xd0THYHOI'O IIOBOPOTY IJIA TOI'O, I.Ll06

noBepHyTH sample kernel HapkomI0 HOpMai




SSAO - Screen Space Ambient
Occlusion

Texcrypa nosuuiii: B, = M,, * M, * P, Texcrypa Hopmaneii: N, = M,, * N,, Tekctypa ans6e10

Sample kernel

P. = normalize(P.(random(—1, 1), random(—1, 1), random(0, 1))) * random(0,1)* S

X Tay — KOMIIOHEHTH TOYKH P, JIeXXHUTb B Mexax [—1; 1]
Z — KOMIIOHEHTA TOYKH P, JIexUTh B Mexax [0; 1]

S- MacwTabyBaHHs, sike 3abe3bevye
BinbLlWy po3noaineHicTb TOYoK 6inga

LeHTpY niectepun

S = linear_interpolation(0.1, 1, (ﬁ)), e

[ — HOMep TOYKH, 1110 Hapa3l TeHepyEThCS

Size —3arajbHa KUIBKICTh TOYOK




SSAO - pesynbTaTt

SSAOQO - pesynbTaTt




Blur

Blur —TexHika po3muTTa
306paxeHHs.

Po3amutTa no Maycy — ue pesynstaTt po3MuUTTH
KapTUHKW, BUKOPUCTOBYHOYM (hyHKUio Nayca.
OcHoBHa ines B ToMy, o6 He npocTto GpaTtu
cepefHe 3Ha4YeHHA 3 AeKiNbKoX cycigHix
parMeHTiB, a TakoX NPUAHATU [0 yBaru
BiAOaneHiCTb KOXHOro dpparmeHTa Big
LeHTpaneHoro. Ynm 6nmkye cdparmeHT oo
LeHTpanbHOro, TUM CUMbHiLLE NOro BB Ha
KOMNip LeHTpansHoro gpparMeHTy.

Bilateral blur o3Ha4ae, Lo Ao yBaru NoTpibHO TakoX NPUAHATY pisHULID dparMeHTiB no rmubuHi. TobTo,
AKLWO hparMeHTW AOCUTb CUIbHO BipPi3HATLCA NO MMWOMHI, Lie 03Ha4ae, L0 BOHM 3HaX0OATLCA Aaneko

OAuWH Big oaHoro B 3D-npocTopi, TOMY He NOTPiIBHO po3amMuBaTK IX 3HAa4YEHHS, ToMY WO ue 6yae

HEKOPEKTHO.

Blur




DiHanbHe 300paXeHHsa A0 Ta nicng
SSAO

DIHAJIbHE 300paXXeHHA A0 Ta MiCrd

SSAO




DiHanbHe 300paxeHHsa A0 Ta nicng
SSAO




