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KOMIIBIOTEPAUK T'PA®UKAJJA KAPBIKTAHABIPYYHY MOJAEJIJ100
MAXABAT KYJIMYP3AEBA

KBIPTBI3-TYPK MAHAC YHUBEPCUTETH, TABUT U WJINM/IEP
HHCTUTYTY

MATHCTPINK JUCCEPTALIMS, MAT 2017

WJINMMHA )KETEKYHU: JO1I. JOK. SAMHPI'YJIb KASAKFEAEBA

KbICKAYA MAZMYHY

KomnbproTepauk rpaduika, KM jkaHa Y4 €JYOMIYY MOJENIee, ap KaHIau
MYHO31I6TY TpadUKalblK CYpPOTTONYIITOPAY KOMMOBIOTEPAUK TporpaMm  KaHa
ANITOPUTMICPINH JKapIaMbl MEHEH TY3YY JETeHIU OWIIUpeT. Y49 or4eMayy IrpaduKaHb
TY3YYIOry 4oH Maceje OyJI — CIICHAHBI YbIHJBIKKA JKAKbIH KBUIBII >KAPBIKTAHIBIPYY.
Tyypa >kapbIKTaHIBIpYy OyroMaapasiH (POPMaCKIH JKaKIIbIpaak OepHIl THM 0OJIOOCTOH,
CIleHara »aJmnbsl MaaHaii OepeT. YKapbIKThl MOJIEN/I00 ©TO 00p, aHTKEHU al — Taraaj

cucTemMa.

JKapbIkTaHIBIPYYHY Tyypa MOCIII06 MacelleCH, CIICHAHBIH KapbIKTaHABIPYYCYH
ACENTeo YUYYH, ap KaHJail aaropuTMIEPIUH HMIITEIHIT YbITHIIIBIHA ANkl Keinau. bupok
OapIbIK dJ1e anropuTMIep OUpeH KBIMBIHTBHIK OepOeiiT. Kas Oup Moaenaep Te3 UIITeiT,
K99 OMpeecy KakIIbl CYpOTTONYII OepeT, OUpPOK TaTaan ICENTeeNopay Tajal KbUIbIM,
WHTEPaKTHUBIYY THKEMEIIep YUYH *kapadaiit. Ap Oup ydypna, TY3YJe TypraH BUPTYaayy
CIlcHa KaHYaJBIK TaTaaJl >XaHa YbIHJBIKKA YAKbIH OOJICO, OIIOHYO KOIl 3CENToeop

KYPIY3YAYUI KEPEK, KaHa all CYpeT SKpaHra OIIOHUYOIIYK *ail yplrapbuiar.

3amanban rpaduKaiIblK TUPKEMeNepae YU eJT9eMAYY CIeHANapabl KOpCoOTYYHYH
9KH JKOJIy KOJJIOHYJAT: TJIOOANIyy >KaHa JIOKAIAYy J>KapbIKTAHIBIPYY MOZIEIIACPH.

['mobannyy >KapbIKTaHABIPYYHYH OUp Hede apThIKYbUIBIKTAphl 0ap: IKOTOPKY



JICHTIZJIIETH YBIHIBIKKA JKAKbIH CYPOT alyy, KeJeKelepay Kypyy Y4YyH Kourymdya
aNropuT™MIep KonaoHyJ0aiT. Jlokanayy Mozaennep cajblUThIpMallyy camarbl TOMOH
cypeTTenymry 6epert, OMpok anap 0aT xaHa OHAYPYMAYY OOJNTOHIYKTaH HHTEPAKTUBIYY
THPKEMeJIepAe MUTWINKTYY KOJJIOHYIIYII KeseT. JIokanayy sKapbIKTaHIbIPYy MOJIEIHN Y4
KOMIOHEHTTEH Typar: (GOHIYK XapblK, MU((GY3OyK 4Yarbulyy dKaHa CIEKYJISIPIbIK

(ky3rynyy) uarsutyy. KoMmoHeHTTEp 63 63YHYO CENTENHIT KOIIyJIar.

Byn wmTe KOMIOBIOTEPAMK TpaduKaaarsl >KapbIKTAHIABIPYY MOJEIICPUHIH
TEOPETUKAJIBbIK HETU3JIEPH >KaHa MPAKTUKAJa UIIKE allbIpbUlyycy Kapaiabl. byn uinre
KETH JIOKAJJIyy >KapbIKTaHABIPYY Mozenu kapainsl. Asap Jlambepr, Wrap-around,
Open-Hasp, Munneapt nud¢ys3ayk dvarsinyy mopenu, Pour, bnunn-®ounr, Bapa
CHEKYJSIPIBIK Yarbl1yy Mojenu. bapasik Moaenaep yayH GOoHIyK KOMIIOHEHT Oupeil.
JlamGept, Wrap-around, Open-Hasp »xana MwuHHeEapT MOJENAEpU JKAITBI3 TraHa
TUPPy3IyK 4arblIyyHy 3CENelT, KY3ryJlyy 4Yarbllyy KOMIOHEHTH KourynOaiir. dowr,
brnunu-®our, Bapn Monenaepu Kys3rysyy 4arbUlyyHY MOZAEIACHT, an sMu AudPy3ayk

yarputyy JlamMOGepT MoJeny Heru3uH/IE ICENTEeT.

Byn wWmn SKbIABIHTHITBIHAA aTajiraH MOJCIACPIN HIIKE AallblpraH peaiayy
yOaKbITTarbl JIEMOHCTPALUSUIBIK TPAQUKAIBIK THPKEME HINTEIHIT YBIKTHL. THpPKEMEHH
KOJJIOHYIl MoJenjiep OepreH KepyHYWITYy Kepce OonoT, kaHa Mojenaep OepreH
cypetrenymrepay canbimTbipca Oonot. Tupkeme Visual Studio 2017 (Community
Edition) wumren ueiryy ueitpecynme Vusial C++ tunmmnge, OpenGL rpadukanbik
KUTENKAHACKIH KOJIZIOHYY MEHEH HINKE AallbIpbulabl. JKapbIKTaHABIPYY MOJCIICPH
OpenGL-gun meinepiaep tuau — GLSL-me wmke ambipeuiabl. TUpkeMe BIHramyy
UHTeH]ericke 77 jKaHa >KOHOKeW Oalikapyy JJIEMEHTTEPHH KOJIOHOT. AMNMapaTThIK

YEKTOOJIOPA6H YIIaM MOJICIIEPINH OHTYPYMIYYIYTY CATBIITHIPIIOATHL.

Y4 er4eMyy KOMIBIOTEPIUK Tpadhka OOFOHYA KBIPTHI3 THIIHH]IC aJa0HsT )KOKKO
ace OONTOHIYKTAaH Oy Wil OyJl OOMITYKTY TOATYpYI, Oalllka MINTEPANH >Ka3blLIyyCyHa

e0eire 0OJIOT JETeH UILIEHUMIEOU3.
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Aukbiu ce3nep: KomnbroTepauk rpaguka, yd er4eMayy rpaduka, kapbIKTaHIBIPYY,
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cuena, OpenGL, GLSL.
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MODELLING LIGHTING IN COMPUTER GRAPHICS
MAKHABAT KULMURZAEVA

Kyrgyz Turkish Manas University Institute Of Science
MASTER THESIS, MAY 2017

SUPERVISOR: Associate Professor ZAMIRGUL KAZAKBAEVA

ABSTRACT

Computer graphics - an area of activity that includes the creation and editing of
various images on the computer using special algorithms and software, as well as two-
dimensional and three-dimensional modeling. The biggest problem with creating 3D
graphics is the realistic lighting of the scene. Proper lighting significantly enhances the
impression of the scene. It is not only allows you to better convey the shape of objects,
but also creates a general mood in the scene. With the help of bright colors and an
abundance of light, one can get a holiday effect, and the muffled light and shaded objects

creates a feeling of tension and anxiety.

Light is a very complex system to model it perfectly. That's why we rarely see the
computer generated 3D images that would be truly photorealistic. In all cases, the more
complex and realistic the virtual scene you create, the more calculations one needs to
make, and the slower it will be played on the screen. Over time, computer graphics are
becoming more complex, thus creating images has become a separate craft. The search
for a solution to the problem of synthesis of photorealistic images led to the development
of various algorithms for calculating the lighting of the scene. These algorithms differ in
the speed and quality of the synthesized image. In all cases, the more complex and
realistic the virtual scene one creates, the more calculations he needs to make, and the
slower it will be played on the screen. In reality, a falling beam of light undergoes a huge
number of reflections and refractions, while in computer graphics, the number of drops
and reflections of the beam is determined only by the hardware capabilities of the

computer.
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Lighting plays a vital role in the three-dimensional graphics. Without lighting, the
objects of 3D graphics look flat and artificial. Lighting provides visibility of the objects

of the scene, and also gives the whole scene a sense of bulk and reality.

In modern graphics applications, two approaches to modeling the lighting of three-
dimensional scenes are used: global illumination methods and local lighting models. The
first approach gives a high realism of the resulting image, and does not require additional
algorithms for building shadows from objects. In contrast to the first method, the
algorithms for calculating local illumination give a less realistic image, but are much more
productive, which allows them to be successfully applied in applications where
interactive interaction with a three-dimensional scene is required. The local model of
illumination consists of three components: background, diffuse and specular.

In this paper, the lighting models in the three-dimensional graphics and their
implementation are examined. Seven local lighting models are considered: Lambert,
Wrap-around, Oren-Nayar, Minneart, Phong, Blinn-Fong, Ward. For all lighting models,
the background component is the same. Models Lambert, Wrap-around, Oren-Nayar and
Minneart simulate only diffuse reflection, the mirror component does not exist. Models
Fong, Blinn-Fong, Ward differ in the computation of the mirror component, and the
diffuse component is calculated by the Lambert model.

In the end, a graphical real-time application was developed demonstrating these
models in practice, so that you can change and compare them. The application was written
in Vusial C ++ in the Visual Studio 2017 (Community Edition) development environment
using the OpenGL graphics library. The lighting models themselves were implemented
in the OpenGL shader language — GLSL. Due to the hardware limitations, the

performance of the lighting models was not evaluated.

Keywords: Computer graphics, 3D graphics, lighting, lighting model, light source,
virtual scene, OpenGL, GLSL.



MOJIEJMPOBAHUE OCBEIIEHUS B KOMIIBIOTEPHOM I'PA®UKE
MAXABAT KYJIMYP3AEBA

Kbipreizcko Typeukuiit Yausepeurer "Manac', Unctutyt Haykn
MATUCTEPCKAS IUCCEPTALIMS, MAM 2017

HAYYHBINU PYKOBOIUTEJID: TouenT, K. ¢.-m. 0. 3amupryas KASAKBAEBA

AHHOTAIIUA

KommbrotepHass rpaduka — 00JIaCTh JESATENBHOCTH BKJIIOUArOmas B cels
CO3/IaHHME€ U PEJIAKTHPOBAHHUE PA3IMYHBIX M300paK€HUN HAa KOMIBIOTEPE MPU MOMOIIH
crenuanbHbIX anroputMmoB U 10, a Takke IByMEpHOE U TPEXMEPHOE MOJICIMPOBAHUE.
Camas Gonbliast mpoGieMa IpU CO3/1aHUM TPEXMEPHOM rpaduku — 3TO peanuCTUUHOE
ocBelieHrue cueHbl. [IpaBHibHOE OCBEIIEHHE MO3BOJSIET Jyylle mepenath (opmy
npenMeroB. CBET — 3TO OYEHb CJIIOKHAs CUCTeMa, 4TOObl CMOJEIHMPOBATH €€ B
cosepiueHcTBe. [Touck pemenus npodiemMsl cuHTE3a (HOTOPEATUCTUUHBIX N300pAKEHUH
npuBenl K pa3paboTKe pPa3IUYHBIX aJrOPUTMOB pacueTa OCBELICHMS CIEHBL. OTH
QITOPUTMBI OTJIMYAIOTCS CKOPOCTBIO M KaYeCTBOM CHHTE3MPYeMOro n3obpakeHus. Bo
BCEX CIIydasx, 4YeM CIJIO’)KHEE U pealuCTUYHEee co3laBacMmas BaMU BHUPTyajbHas CIEHa,
TeM OoJibllle BBIYMCICHUN BBl JIOJKHBI MPOM3BECTH, U TEM MeJUIEHHee OHa OyneT

BOCIIPOHU3BOJUTHCS HA 3KpPaAH.

B coBpeMeHHBIX TpaduyecKuX MPHUIOKEHUAX HCIONB3YIOTCS IBa TMOAXOAa K
MOJICIUPOBAHUIO OCBEILEHUS TPEXMEPHBIX CIIEH: METOJbI TJ100aJbHOTO OCBEHICHUS U
JIOKAJIbHbIE MoOJeNHu ocBemeHusa. [lepBblii moaxon Aa€T BBICOKYIO PEATMCTUYHOCTH
MOJIy4aeMOTO U300PaKECHHSI, M TIPU 3TOM He TpeOyeTcs TOTOJHUTEIBHBIX aJrOPUTMOB
JUTSI IOCTPOEHUS TeHEH 0T 00BbEKTOB. B oTIM4Me OT mepBOro METO/Aa, aNrOPUTMEI pacueTa
JIOKaJBHOTO OCBEIIEHHUs JAl0T MEHEE pPEAIUCTUYHOE W300pakeHHe, HO HaMHOTO
MPOU3BOIUTENBHEE, YTO MO3BOJSIET UX C YCIIEXOM INPUMEHSTHh B NMPUIIOKCHUSX, TIE

TpeOyeTcsi MHTEPaKTHUBHOCTb B3aUMOJCHCTBHUA C TpeXMEpHOH creHoil. JlokanbHas



MOJICJIb OCBEIIEHHUS COCTOUT M3 TPEX KOMIOHEHTOB: (oHOBas, nuddy3Has (paccessHHas)

U CIIEKyJIApHas (3epKajibHast).

B aT0ii paboTe paccMOTPEHBI ceMb JIOKATbHBIX MOjeliell ocBenieHus: JlamOepr,
Wrap-around, Open-Hasip, Munneapt, ®onr, biunu-®onr, Bapa. [l Bcex moaeneit
ocBeleHuss (OHOBasi COCTaBsAONIas ofuHaKoBas. Momenu JlamGept, Wrap-around,
Open-Hassp u MunHeapT MoOAenupyrT TONIbKO Aud@y3HOE OTpakeHHe, 3epKalbHOE
cocraBisitomas orcyrcyrsyer. Mogenu @onr, binuna-®onr, Bapa ominuarorcs
BBIYHMCIICHUM 3€PKaJIbHOM COCTaBistomel, a audQy3HbIi KOMIOHEHT BBIYUCISICTCS

Mozeinbio Jlambepra.

B xonme pabGotsl ObTO pa3paboTaHo Tpaduyueckoe MPHUIOKEHUE PEalbHOTO
BPEMEHU JCMOHCTPUpYIOIIasi O3TU MOJEIM Ha MPAKTHUKE, MOXKHO THOCMOTPETh
M300paKeHHS JalOIre STH MOJICIN U CpaBHUBATh UX. [IpriokeHne ObUTO HAITMCAHO HA
Vusial C++ B cpeme paspaborku Visual Studio 2017 (Community Edition) c
ucnoip3oBaHueM rpapudeckoit oudbmuorexku OpenGL. Camu Monenn OCBEUTHUS ObUTH
peanm3oBanbl Ha s3bike meiaepoB OpenGL — GLSL. M3-3a anmapaTHBIX OrpaHUYCHUN

He OblIa IMPOM3BCACHA OLICHKA MMPOU3BOJAUTCIIBHOCTHU MO)IGJ'IGﬁ OCBCIIICHUA.

KiioueBbie cioBa: KowmmblorepHas rpaduka, TpexmepHas Tpaduka, OCBEILIEHUE,

MO/IEJIN OCBEIIEeHUs, UICTOYHHK CBETa, BUpTyanbHas cuena, OpenGL, GLSL.
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BILGISAYAR GRAFIKLERINDE AYDINLATMAY| MODELLEME
MAHABAT KULMURZAYEVA

KIRGIZISTAN TURKIYE MANAS UNIVERSITESI, FEN BILIMLERI
ENSTITUSU

YUKSEK LiSANS, MAYIS 2017

DANISMAN: ZAMIRGUL KAZAKBAYEVA

GENIS OZET

Bilgisayar grafikleri, bilgisayarlarin ve 6zel bir grafik donanimi ve yaziliminin
yardimiyla bir bilgisayar tarafindan goriintii verisinin temsilini kullanarak olusturulmus
grafiklerdir. U¢ boyutlu grafikler olusturulmasinda karsilasan en biiyiik sorun - bu
sahneye gercek aydinlatma vermektir. Dogru aydinlatma sahne izlenimini arttirir. O
nesnelerin seklini daha iy1 gdsterir ve ayni zamanda sahnenin genel bir ruh halini yaratir.
Parlak renkler ve 151k bollugu tatil efekti verir ve bastirilmis 151k ile golgeli nesneler

gerginlik ve endishe hissi uyandirir.

Aydinlatma ii¢ boyutlu grafiklerde 6nemli bir rol oynar. U¢ boyutlu grafik
nesneleri, aydinlatma olmadigi zaman diiz ve yapay goriiniir. Aydinlatma sahnedeki
nesnelerin goriniirliigiini saglar, hem de tim sahneye ii¢ boyutluluk ve gerceklik

duygusu verir.

Is181 miikemmel sekilde modellemek i¢in o ¢ok karmasik bir sistemdir. Bundan
dolay1 bilgisayarda yapilan fotogercekg¢i {i¢ boyutlu goriintiiler nadiren karsilagir. Ne
kadar karmasik ve gergekei goriintii almak istenirse, o kadar ¢ok hesaplamalar1 yapmak

gerekir, demek ekrana da yavas oynanacak.

Zamanla bilgisayar grafikleri daha karmagsik hale geliyor ve bu nedenle
goriintiilerin olusturulmasi ayr1 bir zanaat haline geldi. Fotogergek¢i goriintiilerin
sentezinin sorununa ¢oOziimii arama sahne aydinlatmasi igin ¢esitli algoritmalarin

gelistirilmesine yol agmistir. Bu algoritmalarin hiz1 ve sentezlenmis goriintiilerin kalitesi
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farklidir. Baz1 algoritmalar hizli ¢alisiyor, digerleri yiiksek kaliteli goriintiilerini verir,

ancak uzun sureli hesaplamalar gerektirir.

Aslinda, 151k demeti yansima ve kirilmaya c¢ok sayida rastlanir ve bilgisayar
grafiklerinde ise, 151n1in yansima sayist sadece bilgisayarin donanim 6zelliklerine gore
belirlenir. Dogal aydinlatma prensiplerinin yazilimda uygulanmasi olduk¢a karmagiktir.
Dolayisiyla, interaktiv uygulamada, kiiciik hesaplamalar ile gergekei bir sonug verecek,
cesitli aydinlatma modelleri kullanilir. Gergek fotogercekei gorseller icin yogun

algoritmalar1 kullanmak gerekir.

Ug boyutlu grafigi programlamak icin giiclii grafik islemci ( GPU ) gerekir.
Cagdas grafik islemcinin tiim imkanlarimi etkili kullanabilmek i¢in gerekli olan grafik
araytizleri (API) kullanilmali. Boyle API uygulama ve grafik islemci arasinda bir koprii
gorevi yapar. Su anda gercek zamanli {ic boyutlu grafigi programlamak icin, yaygin
kullanilmakta olan iki tiir API vardir. Bunlar OpenGL ve Direct3D. OpenGL capraz

platform kiitiiphanesi ve Direct3D tek Windows platformunda kullanilabilir.

OpenGL kiitiiphanesi ii¢ boyutlu grafiklerle ¢alismak i¢in en popiiler
programlama arayiizleri (API) biridir. OpenGL standart1 yazilim gelistirme alaninda 6nde
gelen firmalar1 tarafindan 1992 yilinda onaylanmistir. Onun temeli Silicon Graphics

tarafindan gelistirilen, IRIS GL kiitliphanesi oldu.

OpenGL "Ag¢1ik Grafik Kiitiiphanesi" olarak cevirir. Bagka bir deyisle, OpenGL -
yiizlerce fonksiyonlar1 igeren bir spesifikasyondur. OpenGL grafik kiitiiphanesi bagimsiz
capraz platform yazilim arayiizii belirler, onun yardimiyla programci iki boyutlu ve ii¢

boyutlu bilgisayar grafikleri kullanan uygulamalar1 gelistirebilir.

Farkli aydinlatma modellerini gergeklestirmek icin OpenGL Tarayici Dili — GLSL
kullanmak gerekir. Tarayict dilinde yazilan programlar merkez islemci tarafindan degil,
grafiksel islemci tarafindan c¢alistirilir. Bu dilde yazilan programlar shader adlanir.
Shaderleri kullaniniyla farkli aydinlatma modelleri gergeklestirilebilir. Eski OpeanGL de
shaderler yoktu, ve dolayisiyla programcilar grafiksel uygulamalarinda sadece bir sabit

aydinlatma modelini kullanmak zorunda kalirdi ve o yalniz modelin parametrelerini
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degistirebilirlerdi. Grafiksel islemci hizi merkez islemciye gore ¢ok yiiksek oldugu igin

bu programlar verileri hizl1 ve parallel isletir.

Cagdas grafiksel uygulamada {i¢ boyutlu sahneyi gostermek i¢in iki yontem
kullanir. Onlar global (evrensel) ve yerel aydinlatma modelleri. Evrensel modeller foto-
gercekei goriintii verir, golgeleri hesaplamak i¢in ek algoritmalar gerekmiyor. Yerel
aydinlatma modelleri ise (evrensel modellere gore) daha az foto-gercekei goriintii verir,
fakat daha verimli. Bu nedenle ger¢cek zamanl ii¢ boyutlu grafiksel uygulamalarda yerel

modelleri kullanilmakta.

Yerel aydinlatma modelleri ii¢ temel bilesenden olusur. Onlar ortam 15181 (ambient
light), daginik yansima (diffuse reflection) ve diizgiin yansima (specular reflection) diye

adlandirlir.

Ortam 15181 (ambient light) — sahneye baslangic sabit aydinlatma verir. O 151k

kaynaginan gelip binlerce yansimaya ugrayip alana yayilan 15181 modelini yapar.

Daginik yansima (diffuse reflection) — belli bir yonden nesne yiizeyine gelip de
her tarafa esit siddette yayilan 15181 modeler. Biz nesnelerin rengi olarak kabul ettigimiz

aslinda beyaz 1s1kla aydinlatilan nesneyin daginik yansimasidir.

Diizgiin yansima (specular reflection) — belli bir yonden nesne yuzeyine gelip de
nesne yliziinen belli bir tarafa yansiyan 15181 modeller. Boyle yansimadan dolay1 nesne

yuzeyinde parlayan beyaz noktalar ortaya ¢ikar.

Uc bilesen ayri-ayr1 hesaplamir ve toplanir. Béyle aydinlatma modeli yerel

aydinlatma modellerinin temelini saglar.

Bu calismada, 7 yerel aydinlatma modelleri ve onlarin matematiksel temelleri
incelenmistir. Onlar Lambert, Wrap-around, Oren-Nayar, Minnaert dagimik yansima
modelleri ve Phong, Blinn-Phong, Ward diizgiin yansima modelleri. Tiim modeller igin
ortam 1s181 aynidir. Lambert, Wrap-around, Oren-Nayar, Minnaert modelleri sadece
daginik yansimay1 modeller, diizgiin yansima bileseni yoktur. Phong, Blinn-Phong, Ward
modellerinde dagimik yansima bileseni Lambert modeli ile hesaplanir, diizglin yansima

bileseni ise farkli yontemler ile bulunur.

Xiv



Bu ¢alisma sonunda bu aydinlatma modellerini gosteren gergek zamanli grafiksel
uygulama gelistirilmistir. Uygumalada modeller segebilir ve karsilagtirabilir. Uygulama
OpenGL grafik kiitliphanesini kullanarak Visual Studio 2017 (Community Edition)
ortaminda C ++ programlama dili ile yazilmistir. Aydinlatma modelleri GLSL dilinde

(OpenGL tarayici dili) uygulanmistir.

Anahtar Kelimeler: Bilgisayar grafikleri, 3D bilgisayar grafikleri, aydinlatma,
aydinlatma modelleri, OpenGL, GLSL.
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1. KOMIIBIOTEPJAUK I'PA®UKA. KAJIIbBI TYIIYHYK

KowMmmerorepauk rpaduka >KOHOKOW CHI3BIK jKaHA KECHHAWIECPAU ChI3yylaH
Oarran, BUPTyaJIJIyy YBIHJBIK jKaHA TONYK-METPXKIYy KHHOMUIBM TY3YYTre UCHHHKU
xommy Oacein ety [1]. Komnwvromepouk epagpuxa (K¢ MalMHAIBIK Tpaduka) — Oy
KOMIIBIOTEp KapJaMbl MEHEH MOJelb aHa alapAblH CYPOTTOIYLITOPYH TY3YY,

©3TrepTYY, CAKTOO0, HITETYYHY U300y TUCHHILIHHA [2].

XXI-x. komnbroTepauKk rpaduka Kapaxartapbl (GoTrorpadusuiblk CypeTTopAYH
carmaTblHaH K€M 3MEC PEaUCTTUK CYPOTTOPAY TY3YYr'e MYMKYHIYK OepeT. Ap TYpPAYY
KaHa ap 0areITTYy CYPOTTONYIITOPAY AIyy YUYH TYPIYY allapaTThiK )KaHa MPOrpaMIbIK
KaONbIKTap Ty3yJreH. Mucaibl, >KeHeKed 4Milyy-cbi3yylaH Oamran, TaOurbIi
00BEKTTEPINH YbIHABIKKA JKaKbIH dyiecTepuHe yeilnH. KoMmnbrotepauk rpaduka Bu3yai-
Iyy TYpAe KaObul alyy »aHa MaanbIMaTThl Oepyy YUYH JIP3PIUK OapablK WIMMUN jKaHA

WH)KEHEPIMK TapMaKTapaa Koyaonyar [3].

VYuypaa KOMOBIOTEpAMK TIpaduKaHbl KOJNAOHYY ueipecy eTe KeHupu. JKaHb
aBTOMOOWJIIM Kypyy ajirad 53CKu3 TYPYHA® KOMIBIOTEpJe jkacajnaT. MenununHaaa
KOMIIBIOTEPAUK TOMoOTrpadTap KOJJOHYJIAT. APXUTEKTypaJa KOMIIBIOTEpAMK rpaduka
METOJIZIOPYHA HETU3JEITeH BU3YaNIyy aBTOMATTAIITHIPBUITAaH JOJI00PIO0 TYTyMAAPHI
(CAD — Computer Aided Design) keHupHu KOJIOHYJAaT. XUMHUKTEp OCpHIMINTEPAN
BU3YAIIZYy KOPCOTYY KapakaTTapblH KOJJOHYII, TaTaajl OeJIOKTOPAYH MOJIEKYyJIajJapblH
m3nnemer. Kuaemarorpadusga KOMIbIOTEPANK Tpa@UKaHbl KOJJOHYY a0/laH KEePeKTYY
um Oomyn kanael. Maremarukana OepuiauimiTepau TpaduKadblk KOPCOTYY Kapakat-
TapbIChI3 (hpaKTangap TEOPHUSCHIHBIH OHYTYIIy MYMKYH 3Mec 3je. 3aMaHOan MIITeTYY

TYTYMAAphI rpadUKaIIBIK pexXUMIe uinTener [4].

3amaHOan KOMIBIOTEPAUK Ipaduka — Oyl abaH YOH *kKaHa TaTaall, Kol KbIpaAyy
WINMUI-TEXHUKAJIBIK JTUCHUIUIMHA. Byl AMCHUIUIMHAHBIH allpbIM OOIYKTOpY I33PIIUK
TOJIyTY MEHEH M3WIAeHUN OyTce, allpbiM OeJlyKTepy akTHUBAYY OHYTYYI®: PacTpIbIK

CKaHEepJiee, TYC MOJENe0, KapbIKTaHABIPYY, TEKCTYpauoo, TyYHYKTYK jKaHa >XapbIM-

TYHYKTYK 3¢ dexrrepu [5].



1. 1. Komnbrorep 3KkpaHbIHAA Y4 6JJ96MYY CYPOTTY TY3YYHYH HerM3Ir'yl 3TaNTapbl

Kannait rana mporpaMIsik Kapakartap KOJJIOHYJI0AChIH Y4 €14eMAYY AYHHOHY
TY3YY TOMOHKY 3TanTapAaH Typar: MOJIENIee, Marepuangapisl (TEKCTypa) KOy,
JKApBIKTAaHABIPYY, KaMepaHbl OpHOTYY, aHHMalus, BH3yaljoo. bym mporecc —
rpadukanbik mpouecc gen aramat ( cyper 1.1 ). Ap Oup d3TanThlH KbICKaua

MYHO3/I6MOCYH Kapan kepeiy [6-10].

(TaHAbIPYY
KeHYHA©

peTTy
reomeTpuaiabikK
00 XdHa

yblrapyy

Mmoaenb

3D \ NbiMmar

Aauma

Cyper 1.1. I'padukainsik nporecc [35]

1.1.1. Monaeagee

Mopennee — yu eademayy o0beKTHH (hopMachiH Ty3yy. OObeKTTepau KepcoTyy
YUYH, dpeke Katapsbl, Ken OyputykTap ( Kemuy/ayK yaypAa Y4 OypuTyKTap ) KOJIOHYJIaT.

Anap kepekTyy (opMaHBIH KaTMapblH TY3reHAeW jkaWramrteipbuiaT. OOBEKT



TY3YJITOHJIOH KUNUH, aHbl )KBUIABIPYY, ailllaHTyy, MacIITab00, KeuypyY, YarbUIAbIpyyTra

ooutor [6].

1.1. 2. Marepuanaapabl KOy

YbIHBITHI TyiHemery Oapablk OyroMaap MaTepuaiaaH (3aTTapjaH — IiacTMacca,
XKbITay, KUPIHY, MpaMop k. 0.) TypaT. Marepuannap oObEKTTUH CBIPTKbI KOPYHYLIYH,
KAPBIKTAHIBIPBUIYYCYH JKaHa K33 Oup (HU3UKAIBIK NapaMETPICPHUH aHBIKTAMT.
Matepuan yarbiiral *apbIKThIH KOJIOMYH aHbIKTaiiT. Marepuangap — 6ya oObEKTTUH

Tycy *aHa texcrypanap [/, 10]. Tekctypa Oys 00beKT OeTHHE KanTaldyydy Cyper.

1. 1. 3. JKapbIKTaHABIPYY

JKappik MEUKUHIUKTE KalbuIaT. AJl TapKajaT, 4arbllaT, ChIHAT, 3aTTap/Ibl JaaHa
aubIK K€ KYHYPT, 3jec-Oynac kepceTeT. 3D-TexHoOorusIapblHaa *Kapblk ap KaHJai
BU3YaJIZIO0 ITOPUTMIEPU MEHEH scenTeneT. JKapblk clieHara >kailbl MaaHail Oeper.
Mucanbl Kyyrymery *aphblk clieHara kanaiyy ce3um oepet. Tyypa xKapbIKTaHAbIpbUITaH

CIIeHa, )apBIKChI3 ClleHara Kaparanja »*akuisl kepyHeTt [10].

1.1.4. Kamepa opHOTYY

CueHaHbI KOPCOTYY BIKMACBIH TaHA00 Kepyydy (0aiikoouy) y4yH €Te MaaHUIYy.
Konnonyydy cuieHaHbl BUPTyalIbIK KaMepa apKbUlyy Kepyy HapaMeTpiepuH Oalkapa
anat. BupTyanasik kamepa y4 e14eMlyy OObeKTTEpIUH KU 64eMTYY CYPOTK® KaHaan
YarbUIBIIIBIH aHBIKTaWT. KaMepaHbIH HETH3ru napaMmeTpiepu: Kamepa opay, 0arsITToo
YEeKUTH, O0BEKTHBINH (POKYCTYK apanbirbl. ClieHaHBIH KOPYHYIY TaHAAITraH (OKYCTYK

apaJIbIKKa apailia, aTaiiblH aJJTOPUTMJIED KapaaMbl apKbUTyy cenrener [6, 7].

1.1.5. Apumanus

AHUMaIUI — Y4 TYOMIYY MOJCIIIOOHYH 3H 00p Oackbrubl. A kaap (frame) nem
arajraH, e3 e3yHue cypeTrepaeH Typat. Kaapnap Oupu OupuH Oelrminyy bUIIaMIbIKTa

aJIMALUTBIPBIN Typymiat. JKbIMBIHTRIKTA IEPCOHAXK AP KbIMMbUIIaran1ai ce3uieT. JleMek



aHMMaNMAAa Kaapiap 0aT ajJMallKaHIBIKTaH, KepYYAe KbhIHMBUI WILTIO3HSCHI Haijga
60510T. Ap Oup Kaap KaHAAWIBIp OMp OOBEKTTHH ap KaHAail Mmo3uius, aitnanyy Oypuy,
OITYeM/IeTY CYPOTYH KaMTHIINT. DKpaHra 4brapyy bUIIAMJIBITBl CEKyHIa/la KaH4a KaJjp
kepcertyynepyne (FPS — frames per second) xapama anbsikranar. Kuaemarorpadusna

ap cexyHnanaa 24 kaup usirapsuiar [8, 9].

1.1.6. Busyammoo (Penaepunr)

Mopnens Ty3yslyn, MaTepuaiiap TaHJAJIbIN, *KapblKk OyJakTapbl *aHa Kamepa
OpPHOTYJITaHAAH KUHUH, CYPOTTY KaJbIITOO — BU3yalJ00 aTKapbulaT. Y4 eI4eMAYY
KOMIIbIOTEp TIpaduka JyHHeCyHAe BH3yango0 — Oyl CLEHaHbl PacTPABIK CYPOTK®
OTKOpPYY, TaKTall aiTkaHga ap Oup MHUKCENJUH TYC aHa >KApPBIKTHITBIH JCEITOo.
Busyannooroo Oup Tom y0aksIT capnTanbiibl MyMKYH. Caprnranrad yoakbIT ClIEeHAHBIH
TaTaaJ/bIlbl MEHEH KOMIIBIOTEp KyOaTTyyJdyryHaH Ke3 Kapasnisl. [lam ymryn stanTa

nporpam OapbIK KeJIeKe, OJIHK jKaHa YarbUIbIIITAP/Ibl CENTEI CYPOTK® TymypeT [6].

1. 2. KomnbroTtepauk rpag)MKaHbl IPOrpamao0

Yuy-enuemayy rpaduka MEHEH UIITOO YUYH KYUTYY BHAeoaaantep (rpadukaibik
npoleccop) kKepek. 3amaHOan rpaduKaibK MPOLECCOPIOPAYH OapAbIK pecypcTapbiH
3 dekTuBayY KOJIJOHYY Y4YH Kepektyy rpadukansik (APl — Application Program
Interface) uatepdeiicun kommonyy kepex. MbiHgaii APl Tupkeme xaHa rpaduKaIbIK
MPOIIECCOP OPTOCYHIa OaimamThipuy 3BeHO 00510T ( cypetT 1.2 ). A3BIpKBI yuypaa yd-
em4eMayy TpaduKaHbl YBIHBITHE Yy0akTa TPOrpaMIo0 YYYH KEHUPU TapalraH OSKH

unrepdeiic 6ap: OpenGL skana Direct3D [11].

Direct3D Microsoft KOMIIaHUACKIHBIH MPOAYKTY, aHbl aiurbi3 rana Windows
mwiarpopmaceiHaa KojagoHco Oomor. Anm asmum  OpenGL  kpocc-mnatdopmanyy

porpaMIbIK HHTEpPeEIic.
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Cypeor 1.2. Tupkeme MeHeH rpaduKajbiK IPOIECCOPAYH 63 apa apaKeTTeIYYCYHYH
YKOHOKOWIOIITYPYJIreH cxemachr [11]

1.2.1. OpenGL

OpenGL kutenkaHacel y4-eueMyy rpaduka MEHEH HIITeere apHalraH 3H
HOMYJISIPYyy MporpaMabIK HHTepdercTHH KatapbiHa Kuper. OpenGL cranmapter 1992-
XK. TPOTPAMIBIK >KaOABIKTHl HINTEN YBITYydy aJJIbIHKBI (upmanap TapaOblHAH
oexutmired. AnbiH Hermsu Silicon Graphics ¢upmaceinbia IRIS GL kuTenkanacs

Ty3reH [12].

Open Graphics Library (OpenGL) — “aubik rpaduKaibik KUTENKaHa IereHIn
ownnuper. bamkaua aiitkanga OpenGL — Oynm e3yHe Xy3aereH QyHKIUsIIAPIBI
KaMThiTaH crnenudukanus. AJ MporpaMI00 THIWHEH K3 KapaHABICKI3 Kpocc-
wiatpopManyy TpOorpaMIblKk HHTep(GEHCTH aHBIKTAUT. AHBIH JKapJaMbl MEHEH
IpOTpaMybl KM KaHa Y4 ©IT9eMIYY KOMIBIOTEPANK TpaduKaHbl KOJIOHTOH THPKEME

Ty3ee ainar [13].

Byn xurtenkana rpadukanmbik kabayyra Ke3 KapaHABICHI3 IMPOTPaMIBIK
uHTepdenc CyHyImTanT, 6. a. aHbI ap KaHJal anmaparTeik miaTGopmanapaa KoJIJaoHyyra
6on0t. OpenGL komaHnamapbl TOMOHKY HII-apaKeTTepAHU aTKapyyra MYMKYHUYIYK

oeper [14]:

1. TI'paduxanbik NpUMUTUBTEPIEH (YEKUT, CBI3BIK, Y4 OypUTYK) MOJIENAEPAN TY3YY.

2. OObexTTepAM Y4 ©J4eMAyY MEHWKHHIMKTE >KaHTallThlpyy »aHa CIEHaHbIH
OHTOIIYYy KapoO YEKUTHH TaHI00.

3. Bapapik 00BeKTTEpAMH TYCYH 3cenTtee. Tyc THpkeme TapaOblHaH OepHIIUIIN
MYMKYH, JapbIKTaHIBIPYY IIApTTapbl K€ TEKCTypa MEHEH aHBIKTAJIBIIIbI

MYMKYH, € OyJ1 Y4660HYH KOMOMHAIMSCHI OOyIIly MYMKYH.



4. OOBeKTTepIWH MaTeMaTHKAJIbIK CYpPOTTONYUIYH KaHa allapblH TYCY Tyypaiy

MaaJIbIMATThI HUKCCIIACPTC O6TKOPYY. By.]'[ nponecc pacmepioo ACI aTajiar.

OpenGL koMIIBIOTEPIUK OIOHAAP, aBTOMATTAIITHIPHUITAH J0JI00PI00 TYTYyMIap
(CAD), BupTyanayy 4YbIHIBIKTBI TY3YYd®, HIUMHN H3WIAO6J6pPI6ry BH3YaII00/10

KOJIAOHYJIAT.

1.2.2. Hleiigepaepau KOJAOHYY

Bapnpik 3amanOan KOMIbIOTEPAUK IpapuKaHbl (KOMIBIOTEPAUK OIOH, MIMMHMA
BU3YyaJIZIO0 JKe aTaibiH 3ddexrrepau Ty3yydy TyTyMm k. 0.) medaepiepcus (Shader)
anecteTyyre MyMKkyH sMmec. Lllelinepnep — Oy aTaiiblH THIIE *Ka3blUIraH, rpapuKaIbik
IPOLIECCOPAO aTKapblUlyydy 4akaH nporpamaap. Lllelnepnepan KongoHyy 00aacTbl €Te
KEHUpU KaHa Jarel Jiene kebeityyne. bupok rpadukanbik nmpoueccopio arkapbulyydy
nieiiepaepan mporpaMa00 KaJuMKH MIPOLECCOPIOpAYy IpOrpaMIa00a0H ailbipMallaHaT.
Antkern GPU yu emdemayy oOBEKTTEpau BU3yasooro (peHAEpHHT) OarbITTajiras,
cnenuguKaIblK apXUTEKTypara 33 Inpoieccop. 3aMaHOan rpadukanbik MpOIEeCCOPAYH
HETM3IH KOHICTIMACHl — Mporpamianyydy rpadukansik konseiiep ( cyper 1.3 )

(programmable graphics pipeline) [15].

Ocku OpenGL-ne koHBewepauH O6apabik dTantapsl 0OexkuTuiareH (fixed) 6omuy.
MpeiHnait yaypaa ap KaHaai skapblk MOJCIACPUH, TYPAYY 2P DEKTTEepAn UIIKE allbIpyyra
MYMKYH 3Mec. JKaHbI rpaduKaIbik MpoIecCOpIOpIyH Maiiia O0IyIry MEHEH BU3YalI00
KOHBEHEPIMH K33 OWp ATaNTapbIH MPOrPaMI00r0 MYMKYHUYYIYTYH Oepau. Byn yaypaa
CTaHIApTTYy 1- »aHa 4-3TanTapblH BEPTEKCTUK (YOKyJap) jkaHa (parMeHTTHK
(MMKCeNnauK) MIeiaepaep alIMallThIPbUIBIT, TpadUKaHBIH camaThl jKaHa BUIIAMIIBITBI

akuipipaT. ['padukaHbl meiaepaepIu KOIJIOHYI MPorpaMaoo oup Ton oop macesne [6].

GLSL — OpenGL-aun >xoropky masHrenaeru menaepauk tain. GLSL C, C++
xana Render Man Shading Language twinepuHe ete akbiH. bupok C++ TwimHe
KaparaH/ia TYIIYHYYHY TaTaaJdallThIpraH, KaTa, aublK, TaK SMECTUKKE aJIbIll KeJIe TypraH

K93 Oup snementrep xoroiarad [11]. Omion ame yoakra GLSL, 3D-ayiineny Ty3yyae



KOJIZIOHYYyTa BIHTalIyy, TUNTEpAUH ( BEKTOp, MAaTpPHUIIA K. 0. ) KEHUPH KBIMBIHIBICHIH
KaMThIAT. byn tunae C++ TUIMHEH ©316IITYPYJIreH MEXaHU3MAEp Ja KOJIOHYJaT:
GyHKUMATApABl apryMEHTTepAMH THOM OOIOHYAa Kalpa KYKTee, ©3repMesIepay
KOJJIOHYYaH MypyH Xapbisuioo. GLSL Tuam mukimmapabpl, maprryy TYROHTMaIapibl,
byukusmapasl  konaouT.  Kemreren — GyHKuusiap  KbIMBIHABICHL  IIEHIEPIUK

QITOPUTMJICPAN TY3YY YUYH KOl MyMKYHUYJIyKTepay Oepet [16].
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4. boéo 5. OkpaH BydepuHe xaayy

Cyper 1.3. OpenGL konsetiepu [6]



2. ’KAPBIKTAH/JBIPYY

2. 1. KapbIKTaHABIPYYHY MO/€JI/160

UBIHBITHI KAIIOOJI0 JKapbhlK OOBEKTKE THUWUTCHJIE, JKAPBIKTHIH KaHIANIBIp OHp
Oesryry an oObekTTHH OeTmHeH warbutiaT ( cyper 2.1 ). Yarbuiran >xapbelk OM3IUH
Ke3yOy3re »eTKeHJe raHa, OM3 OOBEKTTH KOpYI, aHbIH TYCYH aiblpManail anaObI3.

Mucanbl, ak KyOMK aK >XapbIKTbl 4YarbuITaT. AJ JKapblk Ke3yOy3re jxeTkeHjae, Ou3

KyOUKTH aK TycKe 33 Jien KaObut anadsi3 [17].

MAPBIKTAHAbBIPYY

- Wapoix Gynarsl usirapran

HYPAANYY
EQ MR
Eg « Mg
Ey e——— M,
Apam xesy Marepwan
KOPO anram HATMAABIPTaN
Ty (wypaanyy) HypAAMYY
EQ = L-( 5 MR
E:_ = L(. e M.’ >
EL\ - Lis g Mti

Cyper 2.1. XXapbIkTbiH yarsutyy mozaenu [35]

3amanOan rpadukanbik THpKEMeTepe Y4 6I4eMAYY CleHaIapabl KOPCOTYYHYH
9KM KONy KOIJOHYJAT: TIOOANAYy KaHa IJOKAIAYy >KapbIKTaHIBIPYY MOJEIACPH.
'mobanayy KapbIKTaHABIDYYHYH OWp Hede apTHIKYBUIBIKTapbl 0Oap: KOTOpKy
JIEHIDSJIIETH YbIH/BIKKA JKAKbIH CYpPOT alyy, KeJIeKeJepay Kypyy YYYH KOoIlymua

ITOPUTMIEP KOJAOoHYNO0aiT. Jlokanayy Monennep calblUThIpMaltyy camnaTbl TOMeH



CypeTTeNymTy 0epeT, Oupok ayap 6aT )aHa OHAYPYMAYY OOJTOHTyKTaH HHTEPAKTUBIYY
THUpKeMelnepAe UHrummkTyy KommoHynyn kener [18]. OpenGL  rpadukanbik

uHTepdelicuHIe JTOKaIIbIK )KapbIKTaHIBIPYY METOIJIOPYH raHa UIIKE allbipca O0JIOT.

OpenGL >kapbIKThI KbI3bLI, KAIIbLUI, KOK TYCTOPAOH KypaMachl KaTapbl 3CETITEHUT.
OmieHturl, xapblk OyJiarbl €3y HypJIaHTKaH KbI3bLI, JKAIIbUI, KOK KAPHIKTBIH KOJIOMY
MEHEH MYHO311eJIoT. AJl AMHU YCTYPTYJYKTYH MaTepuaibl ©3Y YarbUITKaH >KapbIKTHIH
KBI3BUI, JKAIllbUI, KOK KOMIIOHCHTTepH MeHeH MyHe3aener. OpenGL-me wumike
AlIBIPBUIYYy4y JIOKAJABIK KapblK MOJEIAEPH YbIHBITBI KAPBIKTHI alllIPOKCUMALIMSIIANT.

Bupok anap >keTUIIepIIHK KaKIIbl MIITSUT xaHa 0aT scentener [19].

HapbIKTaHAbIpYY

XapbikTauabipyy Typnepy
(4eknTTHK, BarbiTTanraH, NPOXKEKTOP)

.t

Mapbik 6ynarblHblH ——»
NO3ULMACHI

YKapbIKTbIH TYCY /

YapbiK ypraangyynyry

Busyanpoo (rendering)
——
\

<

Cyper 2.2. Xapsikranasipyy mozeinnee [35]

2. 2. KapsIk OyJaKkTapsbl

DHeprusi yblraprad, ap Oup oOBEKT »apblK Oynarel 60aym scenteneT. Ap Oup

XKapblKk OyJarbl, cLeHaJarbl OOBEKTTEPAUH >KapbIKTaHIBIPYYCyHa, KaHIalaelp Oup



casibiM KOmOT. JKapbIk OyiakTapslH MOJENIeene, ajxapra ap KaHmail ¢gopma jxaHa
MyHe31emenep Oepuwauind MyYMKYH ( cypeT 2.2 ). JXKapbik OyyiarblH aHBIKTAlll YYYH
KONTOTOH KaCUETTEP KONIOHYJIAT. AHBIH Op/IyH, TYCYH, OarbIThIH )aHa (hopMackiH 6epce

6osot [20].

2.2.1. YekWTTHK KapbIK OyJIaKTaPbI

UYeKHUTTHUK KapblK OyJarbIHbIH HypJaphl XKaJlrbl3 OMp YEKUTTEH TapaT. MbIHal
XKapbelk OyrnakTapeiHa jamma, (oHapp, (aken x. 6. y. ¢ kuper. MbIHIal XKapblk
OyrakTapbl OpAy *KaHa Tycy MEeHEeH OeprieT. YeKUTTHK jKapbIK OyJIarbIHBIH HY pJIapbIHBIH
0arbIThl aHBIH MO3UIMACH MEHEH aHbIKTaNaT ( cypeT 2. 3 ). MbIHAaH yliaM CLiEHaHBIH ap

KaiChl OOJIYKTOPYH/IO JKapbiK ap KaHaai 0areiTka 33 oosot [17].

2.2.2. BarbITTaJraH ;kapblk 0yJaKTapbl

Orepae apblk Oynarbl CLiEHa/JlaH ©Te 3J€ ajbICTa JKairamica, aHja >KapbIK
OyJarslHbIH HypJapbl OapibIK YEKUTTEep YUYH Oupaeil O6arbiTka 35 jaen 60XKOoMOJII0Cco
00110T. MbIHIa# Kapbik OyIaKkTapbl OareITTaara e arajiar ( cypet 2.4 ). OmoH 101 371e
Oaiflkoody eTe ajibIC Kaiframica, Kapoo OarbIThl OapJbIK YEKUTTEp YUYH Oupaed nen
scenrtecek 00710T. MbIHall 60IKOI0p ICeNTOeI6py OHOWIOTOT, OUIOHAYKTaH Oarika
XKapblK OyJlaKTapblHA Kaparanja, OarsITTalraH )Kapblk OyJIarblH MIIKE alliblpral KoJ 0aT
uIITeiT. MpIHAa#l jKapbIKk OyJakTapbl KYH CBIKTYY KapblK OyJaKTapblH HMUTALUSIOO

Y4YH Kosgonynat [21].
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Cypeor 2.3. YekurTuk xapsik Oynarsi [20]
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Cyper 2.4. barbitranran sxapsik Oynarst [20]

WV,

gt

Hypnapgein
Tapoo
BareiTel

Wapeik Gynare

Cyper 2.5. TIpoxexrop [20]

2. 2. 3. IlpoxkexTopJiop

[TposkexTop0p KAPBIKTHI MEMKUHIUKTE KOHYC ChIMaJl, YeKTENTreH Oup aiMakTa
rana skaiiputtat ( cypet 2.5 ). IlpoxkekTopiop opay, OarsIThl KaHa yIrysa OarbITTaH (

0areIT BEKTOPYHAH ) ©JYOHIoH 4ekTeo Oypuy ( 0 ) MeHeH aHbIKTangar. drepae 00beKT



OarpITTaqral HypJap[blH ThHIBIHIA OPYH ajca, aHAAa MBIHAAW >KapblK Oyjarsl, aHbIH
KapBIKTaHBIPYYCYyHA Taacup TUHTU30eHT. [IpoXKeKTOpy YEeKUTTHK KapblK OyiarbiHaH

Kypca 00J10T.

Yekroe Oypuy *apblK HypJapblHbIH HUH KaHa Oypu OOIOHYA ypraanayyiayKTyH
0acaH100 KOPCOTKYUYYH aHbIKTalT. YekToo OypuyH (0 ) 0 © - 90 © apanbirsinaa e3repryy

MEHEH MPOXKEKTOPIYH «KOHYC» 3 dexTTrH ana anowi3 [22].

2. 3. CraHaapTTyy KapbIKTAHABIPYY MO/ E/IH

OpenGL meiinepiepud NPOrpamI00 CIEHAHBIH IKAPBIKTAHIBIPYYCY YUYYH
JP9PIUK 4YEKCH3 MYMKYHUyiayktepay Oeper. Ocku OpenGL-ge  e3repryiryc
CTalMOHAPABIK XKapBIKTAHABIPYY MOJEIACPH KOIAOHYI4y. MBIHIal ydypaa ap KaHaau
JKapbIK MOJENJIEpPUH, TYpAYY dddexTrepan umike amblpyyra MYMKYH B5MecC 3Ie.
[Iporpampanyydy meiaepnep 60co KakIIblpaak canat Oepe ajblaT, e3reue peaan3M
*KaaTblHIA. BUpok, ara kapabacTaH CTaHIApPTTYy >KapbIKTaHIBIPYYy MOJEIINH KaKIIbI
TYIIYHYY Kepek. bynm Monembp pactepiieere HETHU3JCITCH JKaPBIKTAHIBIPYY
BIKMAJIAPbIHBIH HCTU3WH TY3YII, )XAKINBIPTEIJITaH BIKMAJIapAbl TYIIYHYYTO o0eire 00I0T.
Kiaccukanslk MoJenb ©3 ©3YH4e OSCeNTeNreH KOMIIOHEHTTepAeH Typar. JKammsl

KapBIKTaHIBIPYYHY allyy YUYH a1 0eJyKTep OUPUKTUPUIIET. AJl KOMIIOHEHTTEp: (POHIYK,

muddy3ayk skana Ky3ry ceiman (Kysryiayy) [21].

2.3.1. DoHAYK KapbIK

®onnyk (ambient) sxapbik — Oys1 00BEKTTEp OSTUHEH KOTI JKOJTY YarblUITaH IbIKTaH,
0arbIThIH aHBIKTOOTO MYMKYH 3MeC OOJTOH, >KalbUIraH >KapbIK. Al OapbIK TapanTaH
KeNreHen ce3user. Mucaisl, KYHAY3 OeJIMOHYH Huu KeOYH 3ce (POHIYK Kapblk MEHEH
XKapbIKTaHAbIpbUIAaT. DOHIYK KapbIK YCTYPTYIYKKe TUireHae Oapablk Tapanka Oupaei

xaiipiiar [14].

@OHIYK KAPBIKTAHABIPYYHYH MaTeMaTHKalbIK MOJEIU TOMOHKY Qopmyia

meneH Oepwuitet ( popmyna 2.1 ):
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lambient = Ka la (2.1)

Oyn xakta Ka — ¢QoHAyk KapbIKTaHABIPYYHYH KodduuueHttd, la — donayk

KaPBIKTAHIBIPYYHYH ypranayyiyry [23-28].

2.3.2. Juddy3ayk xapbik kana JlamoepT Mmoaesn

Huddysnyk (diffuse — xaiipiiran, 4aypuiran) skapblk Oenrmiyy Oup OarbiTTan
Kenur, OOBEeKTTHH OeTWHEH OapablKk OarbITTa 4YarbUIbIll JKaibuiaT. bynm wareuiyy
maddy3ayk garsuryy nem aranat. bu3 HepcenepauH Tycy KaTapbl KaObUT ajJraHbIOBI3
YbIHBIHJA OOBEKTTH aK TYCTOTY JKapblK (OapAblK TYCTOPAYH KOMOMHAIMSICHI) MEHEH
KapbIKTaHABIpbUITaHaarbl AU Py3ayk yarsuryynyH Tycy. Juddysnyk 4arsityy KyHYpT,
KbUIThIpabaraH, TyHyK 5Mmec Oerrepre (kara3, >Kblrad >k. 0) TaaHnabIK. AHpail
YCTYPTYJIYKTOp Ofypakaii ke OypTYKTyy OomymaTr. MeIHAal YCTYPTYIYKTOp udeanioyy
oughghy30yx uacvinovipebiumap  nen aranar. OMWOHAOH »die amap Jamdepmmux
Yaevliobipeblumap JeTl J1a aTanaT, aHTKeH! YCTYPTYJIYKTYH ap OMp YeKUTHHEH YarbuIrad
JKAPBIKTBIH SHEPTHSICH Jlambepmmun kKocunycmap mwitizamoina o6aw uem [20, 29, 30].

JlamGepTTHH Moaenu O6oroHYa UG QY3IyK YarbuIraH Kapblk TOMOHKY GopMyIa

MmeHeH acenteneT ( hopmyna 2.2 ) [3, 4, 15, 18, 25-31]:

liambert = ld Kd COS o (2.2)

byn xepne Kd — muddysayk wyarbuiaelpyy kodddunuentu, ld — auddysayk

KAPBIKTAHJBIPYYHYH YPTalAyyiayry, o — OOBEKTTHH YCTYPTYJIYTYHO OarbITTaiaraH
OMpAMK HOpMaJb (]V) KaHa Kapblk OynarblHaH OOBEKTKe OarbITTanraH OupIuK
BEKTOPJIOPYHYH (Z ) oprocynaarsl Oypu ( cypet 2.6 ). N xana L BEKTOPJIOPY OMpPIUK
BEKTOPJIOp OONTOHAYKTaH, COS @ Oyl BEKTOPJIOPAYH CKAISIPABIK KeOeHTYHIYCYH®

6apabap ( popmymna 2.3 ):
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cosa = (N,L) (2.3)

Ocenteenep 00BEKTTUH ap OUP YOKYCY YUYH JKYPIY3YJITOHAYKTOH, OyJ MOJIENb
O00BEKTTH KOJIOKOJIo, ara kesieM oepeT. @OHIYK KapbIKTaH aiibipMasiaHbll, JUPPY3ayK
JKapbIK OOBEKTTH OUpP TYCK® 00EOONT, OMOHAYKTaH OOBEKTTHH TUTHII JK€ OYyJI 06IIyTYHO
JKapbIK THHAUI, OaIllKa >karbl KeJeke e Kanranai cesuier [23]. Drepae o 6ypuay 90° -
TaH 490H Oosico ( memek C0S a< 0,0 ) skapwIk OyJarslHaH KEITeH Hypiap OOBEKTKE TY3
tuitoeiT [20]. Byn yaypaa GoHayK *Kapbik 5K0K 00J1C0, 00BEKTTHH OII0JI OETH KapaHTblaa

KaJjiart.

YO T AT T ol frrrssy

Cyper 2.6. Xapsikranasipyy Bektopiopy [23]

2. 3. 3. Ky3ry cbiMai :kapblIk :kaHa @oHT Mo1eIn

XKeuiThIpak OeTTep/ieH KOPYHTOH JKaphIK TaK K€ KY3TY ChIMall 4arbllyy, TOIYK

(>ke IPAPIUK TONYK) YarblUTyy/laH maiaa 00J0T.

Yarputran ke Kysrynyy (specular) sxapeik Oenrminyy Oup OarbITTaH Keyu,
00BEKTTUH OCTHUHEH OLIOHI0M 3J1e Oenruinyy oup OarbiTTa yarsiaT. JKoropky camnarrarbl
Ky3ry OetuHeH Hypnap 19pauk 100% uarsuiar. KyH kapeirbl THHTEH METaul ke

IUIACTMACCaHBIH Jarbl CIIEKYJIAPABIK (KY3TYJYY) 4arbulyy KO3(HUIMEHTH )KOTopy. AJl SMH
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00p ke KuaeMIuH (KY3TYJYY) 4arbutyycy A33PIHK )KOKKO dce. CeKysIpIbIK (KY3TYIYY)

YareUTyyHY JKbLITBIPOO (Shininess) karaper anecterce 600t [14].

OOwbexT 6eTuHe 34 KaHaai oxyp, 001yp >KOK O0JyH, TEKIIH, TETU3, KbUIMaKaii
0oJ1co, aH/1a i YCTYPTYIIYK HACAILYY KY3TyAei YCTYpTYIIyK Ooiyn scenTener. MbIHai
6eTTuH 3 Tycy OaiikanoaiT. JKapblk SHEprusiCchl YarbUIraH HypJlyH ChI3bIIbl OOIOHYA raHa

YarputaT. Byt ChI3bIK THIIBIHAA 34 KaHal jkaiibutyy Oaiikanoaiit [27].

Cyper 2.7. Kapoo Bektopy [23]

@®oHr monenu OOIOHYA YarbUIbIIIYy (CHEKYJSPHAbIK) KapblK MOJETH TOMOHKY

dopmya menen scenrenert ( hopmyna 2.4 ) [3, 4, 15, 18, 25-32]:

Iphong specular = s Ks cos " 8 (2.4)

Byn xepne Ks — criekynsip/ibIK sKapbIKTaHABIPYYHYH KO3(QHIUEHTH, ls — CreKyIsplIbIK
KaPBIKTaHIBIPYYHYH YPraJayyiyry, B — 6aiikoodyra OarsITTaaran OUpIuK BEKTopYy ( v )

JKaHa YarbUTyyIly OUPIUK BEKTOPYHYH (ﬁ ) oprocyHmarel Oypu ( cyper 2.7 ), n —

KBUITBIPOO K03 PuirienTH, Oyl KaHYaJIbIK Kem 00Jico, OJIMKTUH asHTHI OLIOHYOIYK a3

Gomor. Vkama R BEKTOPJIOpY OUPAMK BEKTOPJIOp OONTOHAYKTaH, coS 5 Oyn

BEKTOPJIOPYH CKAISAPAbIK KoOenuTyHaycyHe 0apabap ( popmyia 2.5 ):
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cosf = (I7 . ﬁ) (2.5)

S 6ypuy 0°- 90° nuana3oH apansirbiHaa 6oi0T, omouaykTan oS f [0-1,0] apansireinma

e3reper [20, 23, 31, 32].

Kysry ceiman yarsutyynyH kepcetkydy N 1-200 apanbirbinna e3repyn, YCTYPTYJIYKTYH
TYPYH® Kapalia anblHaT. Maeannyy yarbUiibIpreld YIyH N 4ekcu3 4oH caH [28]. Asbait
KBUITBIpaK OeTrrepau mozenaeese N ere yoH MaaHwiepre (100 ke aHzmaH >xoropy) 33

00JI0T, aJl SMH TYHYK 3Mec OeTTep YuYH oTe KrnuuHe Maanuiepre (1-re yeiinn) 33 [20].

2. 3. 4. Kaausl Moaeanb

Tabustra wnueanayy Kysryned xe wuzpeannyy Aud@ys3ayk yCTYpTYIYyK KOK
OOJIrOHJYKTaH, KOMIBIOTEPAUK rpadrkaga oOBEKTTEpAU CYPOTTOO/10 KY3TYJIYYy ’KaHa
TUQQy3IyK dYarelyy KOHKPETTYY MaTepHal[IblH TYPYHO MYHO3IYY NpOmopuusga
alKaJBIIITHIPBUIBIIT MOJIEICHET. byl ydyp/ia TOJMYK YarblIraH »apbIK Ky3TyJyy *aHa

nuddy3ayK KOMIOHEHTTEPACH CyMMachl katapsl acenteneT ( popmyna 2.6 ) [15, 27, 30]:

I =1ldKdacosa + IsKscos"p (2.6)
XKappik Tyc THiiOereH OeMyKTep KapaHrblna KanOam y4yH (OHIYK >KapbIKTHI
kormony ( popmyina 2.7 ):

| =C(Ka-la+ ldKdcosa + Is Ks cos " f) (2.7)

Byn xepae C o6bektTuH TYCY. Byn hopmyna MmeHeH OepuIireH KapbIKTaHIBIPYY

MOJCIIN TOJYK ®oHT MOJACIIH KE KOH 3JIC ®onr MOJCIHN ACII aTajaTt.
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2. 4. Jlokajayy *KapbIKTAaHABIPYY MOJe/11epU
2.4.1. Wrap-around apbIKTaHABIPYY MO/I€JIH

Wrap-around monenu JlamOept monenuauH Moaudukanuscel. byn moxens f —
JKBUTBIIT KOI(DUIMCTTUHHH KapJaMbl MCHEH >KapbIKTAHIBIPYY O00JacThIH KeHeHTeT (

dopmymna 2.8 ) [31]:

W V4 (2.8)

Iwrap- =Kd lq -
Wrap-around d Id 1+f

2.4.2. Open-Hasip xapbIKTaHABIPYY MO/I€JIU

Open-Haiisip yarsunyy moaesu, Maiikn Open sxana [lpu K. Haitap Tapabbinan
UINTEJINN 4YbIKKaH. byn mopnens Oonypakail Oerrep yuyH Auddy3ayk yarburyyHy
mojenaet. Jlamoept Moaenu GeToH, mbI0aK, KyM ChIIKTYY Oertep yuyH auddy3mayk
KOMIIOHEHTHU Tyypa dMEC ICENTENUT, aHTKEHU ajl OETTHH 00/lypaKailJIbITbIH 3CKe anOaiT.
An smmu Open-Haiisip uarsilyy Monenu ojypakail OeTTepau ap KaHAal jkaHTaiima
KbIpJIapJIbIH >KBIMBIHIBICHI KaTapbl KaObul anaT. OpeH-Haiisp yarsutyy monenn 6€ToH,

mbI0aK, KyM CBISIKTYY MaTepHajlapbl Tarbipaak MoaenaenT [33].

Byn Mozens GoroHYA >KapbIKTAHABIPYY TOMOHKY (opmyiaa MeHeH OepuireT (

dopmyia 2.9 ) [31, 33]:
loren = max (O, (IV . Z)) (A + Bmax (0,cos(py — @) sin(a) tg(B)) (2.9)

[TapameTpiepun TeMeHKY (Gopmynanap MeHeH aHbiktaca Oosnotr ( dopmymna 2.10,

dopmyia 2.11, popmyna 2.12, popmyna 2.13 ):

2
A=1-05—————
0 50'2 —0.33 (2.10)
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B =0.45

02+ 0.99 (2.11)
a=min(6,,6y) (2.12)
B =min(6;,,6y) (2.13)

-

@y — V BEKTOpYHYH UYEKUTTUH TErM3JMTMHE TYIIYPYJIreH MpoeKHuscel, ¢; — L
BEKTOPYHYH YEKUTTHH TETH3IUTHMHE TYHIYPYJITeH MPOCKIUSICHl, O MapameTpu OeTTUH

TETU3 SMECTUTUH aHBIKTANT, aJI KaH4a YOH 00JICO OET OMOHYOIYK Teru3 3Mec O0JIOT.

2.4.3. MuHHeapT KaAPBIKTAHABIPYY MOIEJIH

Byn monens mianetanapabiH KapbIKTaHIBIPYYCYH MOJIEII06 YUYH CYHYIIITaITaH
1€, OMIOHIOMN 371 OyJ1 MOJENb K33 OUp Ke3/aeMe TYpJIepyH MOJIENIe6 YUYH Ja KapauT.
byn moxmenne nuddy3ayk 4arbulyy TOMOHKY (opmysia MeHeH aHbIKTaigar (popmyia

2.14) [31]:

Iminnaert = (N, |)1 Tk (n, V)l_k (2.14)

By sxepae — K aMmupuKkasbik mapameTp.

2.4. 4. BannH-DOHT KAPBIKTAHABIPYY MO/IEH

Jxum bnvHH DOHI CHEKYISPABIK YarbLIyyCyH JCENTOOHYH alIbTEPHATUBAYY
BIKMACBIH CYHYII KbUITaH, aHBIH BIKMACBIH/IA KOII 3CENTOOIOpAY TaJlall KbIJITaH Yarbllyy

BEKTOPYHYH OpAyHa apaJibik BEeKTOp KoymoHynat ( popmyina 2.15) [15, 34]:
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+
<!

ITI) == —
IL +V| (2.15)
XKanmer popmyina remenae oepuwiau ( popmysa 2.16 ):
Iblinn specular = ks | (]_\7, ﬁ) specPower (2.16)

2.4.5. Ward u3oTpontyk Mojaeau

CriexynsipIbIK )KapbIKTHI O€preH Aarsl Oup skeHeKei Moaens — Bapa moaenu. byn

MojieIe OIMKTUK )Kapbhlk TOMOHKY (hopMmyiia MeHeH anbikTaiar ( popmymna 2.17 ) [31]:

_pimhm)?
Iward specular = exp (hn)?

(2.17)

By xepae k 6oaypayk koahuueHTTy.
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3. MATEPHAJI ’KAHA METOJJ10P

3. 1. Marepuaaaap

Microsoft Visual Studio Community — Microsoft kKOMIaHUSCBIHBIH TPOAYKTYCY. O3
HYHHE TPOrPaMIBIK Ka0 IBIKTHI MIITEI YBITYYdy allKaJIbIIIKaH Y0OMPOHY jKaHa Oup Karap
Oamka acmanrtapibl KaMTBIAT. Bysl MpOMyKTTap KOHCOJBAYK THPKEMEJEpAH a,
rpaduKaabik UHTEpHEHCTYY THPKEMETIepad Ja HINTEN YbIryyra MYMKYHIYK Oeper.

Visual Studio 2017 2016-xpu1biH 17 - HOSOPBIHAA YbITAPBUITAH.

Microsoft Visual C++ (MSVC) — C++ TuiauHae THPKEMEJIEPAH HINTEN YbIKKaH
aiikanbimikan yeiipe. Microsoft pupmace! TapaObiHan uinrenun yblkkaH sxaHa Microsoft

Visual Studio koMruiekTHHUH OUp OOIYTY KaTapsl OPHOTYJITaH.

C++ THIM — TUNTENreH CTAaTUCTUKAIBIK KOMIWISHMSIIAHYY4Yy MPOrpamMMmalioo THIIH.
[Ipoueaypaiblk  MOpPOTpaMMAIOOHY, aOCTPaKIMSUIBIK — OCpUIMINTEpAN, TUOTEPIN
(00BeKTep), BUPTYaANABIK (DyHKIHSIIAPIbI, OOBEKTKE OarbITTAITaH MPOTPAMMAIIOOHY,
JKAIMBIIAHTaH TPOTPaMMAalIOOHY, KOHTEHHepiep jkaHa alTOPUTMICPIH, KOTOPKY
JEHTJIeTH )KaHa TOMOHKY ACHIIAIIETU THIIAEPIU aMKaBIIITHIPHIN 63 HUNHE KAMTBINT.
OH mnomymnspayy MporpaMManoo THIAepuHeH Oupu Oomym, C++ mporpaMMIbIK
XKaOJBIKTAppl HWIITEN YbITyyJa KOJNAOHy’ar. OnepanyoHHIYyK CHCEeMalap/bl,
KOMITBIOTEPUK OFOHIAPIBI, KOMIIBIOTEPAWH KaOayylapblHa JIpaiBepiiepan TY3YY
oOnactapeiHIa 934  OWpHM  MEHEH  aJIMallTBIPbUITBI3  TYPA®  KOJJAOHYIAT.
C++ TumMHHUH ap TyYpAyy Iuiatdgopmanap Y49YH aKbUIyy >KaHa aKbIChI3 KOINTOreH
peanu3zarusicel 0ap. Mucansl: x86 miatdopmace! yuyH - GCC, Visual C++, Intel C++
Compiler, Embarcadero (Borland) C++ Builder xana Oamkanap. Byn tun “Java” xana

“C#” cpIaKTyy Oalrka mporpaMManoo THIAEPUHUH ©HYTYYCYHO YOH CaJIbIMBIH KOIIKOH.

OpenGL — sku emuemayy ’kaHa Y4 eq4eMayy rpadukaHbl KOJIJIOHTOH THPKEMEIepan
Kaparyy YUYH IporpaMMmaioo TWIMHEH, IiaTdhopMaaH Ke3 KapaHAbIChI3 MPOrpaMIbIK

uHTEpdeEiic.

GLSL — OpenGL-aun meiiaepaepan nporpamao0 THIIH.

20



Komymya kurenkanaJjap

GLEW ( OpenGL Extension Wrangler Library ) — OpenGL-1uH KeHeUTHITUIITEPH MEHEH
OHOM HILITee Y4YYH KoinoHyidar. byn esreue Windows ydyH mporpam xa3yy Y4YH
aKkTyanayy, anTkenu Visual Studio cyHymitaran 6epk >kaHa KUTeNKaHa (pailyiiapbIiHBIH

Bepcusicel — OpenGL 1.1

FREEGLUT - OpenGL kwurenkaHacbiHAa OK (QyHKUUsIapasl ( Tepe3e TY3YY,

OKysiJIapAbl MIITETYY K. 0. y. C. ) KAMCBI3aMUT.
SOIL - cypetTepay ( TeKCTypa Y4YH ) )KYKTOO YUYH KOJIIOHYJIAT.

GLM ( OpenGL Mathematics ) — MaTemMaTHKaIbIK ONepanusaapAbl aTkapyy yayH, C++
TUIIMH/IC aTalblH (YHKIUSIIAP/IBI )KaHa KJIacCcTapabl CyHYIITaraH )Kap1aMubl KUTEIKaHa.

GLM xurenkanacel GLSL cnenudukanusCeHBIH HETU3UHC WIIKE allbIPbUITaH.

ASSIMP — yu emrueMayy Mozenaee nporpamaapsinaa ( 3D Max, Blender x. 6. ) Ty3yiaren

9KH, Y4 6I46MAYY MOAEIIAEPIH KYKTOO YUYH KOJJOHYJIaT.

GLUI - xoononyyuynyH rpagukansik uarepdeiic ( GUI ) kutenkanacsi.

3.2. Metompaop

C++ tununae OpenGL kuTenkaHAChIHBIH KapJaMbl MEHEH Ipa(UKaNbIK THPKEMeep
TY3YJY, )KapbIKTaHAbIpyy Moaenaepu GLSL TunvHae uilke amblpbuiibl. Y4 0T90MAYY

MOACIACY a4bIK UHTCPHCT 6YKJIaKTapI>IHaH AJIBIHABI.
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4. KBIUBIHTBIKTAP

Byn umire ety J0KaIAbIK )KapbIKTaHABIPYY Mojenn Kapanasl: Jlambept, Wrap-
around, Open-Hasp, Munneapt, @our, binaa-®onr, Bapa uzorpontyk moaenu. XKapbik

6}7J'Ial"I>I KaTapbl — YCKUTTHK JKAPbIK 6ynarbl AJIBIHBI.

4. 1. DOHAYK KapBIKTAHABIPYY

OH KOHOKeH >KapBIKTAaHABIPYY MOJCIU — GoHOYK (TEru3) KapbIKTaHIBIPYY.
DOHIYK KapbIKTaHBIPYY OapIbIK ClIEHa YUYH OallITalKbl TYPYKTYY JKapbIKTaHBIPYYHY
KaMChI3aiT. Byn 3H KeHekell jxaHa OaT umredy, OMpPOK KOpPYHYN Typraniai sH a3
YBIH/IBIKKA JKaKbIH JKBIMBIHTBIK Oepyydy mozenb ( cyper 4.1 ). DoHAyK >KapbIKTHI
acenTee YuyH (OHIYK JKapbIKThIH ypramayyiyry ( ambientLight ) sxkana marepuangbia
douayk xapeikTanapipyy Koddunuentu ( Ka ) rana kepek. ®oHayK Kapbik OapIbIK

KapPBIKTaHIBIPYY MOJICNACPUHIE OUpAeH dcenTeneT.

Byn Mopmennu wiike amblpraH YoKyjnap jkaHa (parMeHTTHK (IMHKCENbINK)

nieiiepiep Koy TOMOHe OepUiIIn:

[/ YKanrsi3 GOHIYK KAPBIKTHIH YOKYIYK MIEHIepH

#version 130

in vec3 position; //aexut ( 4OKY ) KOOpAMHATTApHI ( ©31YK KOOPAMHATTAP CHCTEMUH/IE )
in vec2 texCoord; //TeKcTypa KOOpIUHATTAPEI

out vec2 TexCoord,; //TekcTypa KOOpAMHATTAPBIH PPAarMEHTTHK IICHIepre KUOepyy
uniform mat4 model; /ImMoniens MaTpUIach

uniform mat4 view; /lkapoo MaTpuiacel

uniform mat4 projection; /ImpoexTms MaTpUIacht

void main()

{

TexCoord = texCoord;

gl_Position = projection * view * model * vec4 ( position, 1.0f );
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I/ Xanre3 GOHIYK KAPBIKTHIH PPArMEHTTUK HISHIepH
#version 130

in vec2 TexCoord;

out vec4 color;

uniform sampler2D diffuseTexture; /I Texctypa
uniform vec3 Ka; /| ®oHmyK KaPHIKTAHABIPYY KOIDDHUITHEHTH
void main ()
{
vec3 ambient = Ka * ambientLight; Il poHIyK *KapbIk

color = texture ( diffuseTexture, TexCoord );

color = color * vec4 (ambient ); /ITlukcenbauH TYCY

4. 2. JlamOepT moaean

JlambepT mMonenu OoroHYa MU GY3ayK YarbLIyyHY dcenTee YuyH nuddysmyk
KapbIKTaHIBIpYYHYH  ypramayynyry  (diffuseLight), muddysayk  gareuiaeipyy
kodpdunuentn (Kd), dekurTHH HOpManb BekTopy (N) JKaHa jKapbIK OylarbiHa
OarpitTTanran Bektopy (l) kepekremer. ®@parMeHTTHH MO3HMLUACHI MEHEH HOpPMaib
UHTEepHnosnusIanatT. JKapbik OynarbiHa OarbITTaJraH BEKTOP MUKCENIUK IIeiaepnae

JCCITCIICT.

Byn Mopennu wumike amblpraH YoKyjaap jkaHa (parMeHTTHK (IMHKCENIbIMK)

meiaepaepu TOMOHIO OEPIIIIN:

// JlamOepT doKymnap meinepu

#version 130

in vec3 position; //9eKuT (40Ky) KOOpANHATTAPHI (63YK KOOPAWHATTAP CHCTEMUHIC)
in vec2 texCoord; //TeKcTypa KOOpIUHATTAPEI
in vec3 normal; //9EKMTTHH HOpMAJIbI
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out vec3 p; //aexuT (40Ky) KOOpIUHATTAPHI (AyiTHO KOOPIMHATTAp CHCTEMHH/IC)

out vec3 Normal; //HOpMaJIbIBl PPArMEeHTTHK Ieiinepre xxudepyy

out vec2 TexCoord; //TeKcTypa KOOPIUHATTAPBIH (PparMeHTTHK Mieiiiepre )uoepyy
uniform mat4 model; //MOIeNTb MaTPULIACHI

uniform mat4 view; //Kapo0 MaTpPHIIACHI

uniform mat4 projection; //mpoeKIns MaTPULIACHI

uniform mat4 normalMatrix; //HOpMaJh MaTpUIACKI

void main ()

{

p = vec3 ( model * vec4 ( position, 1.0f));  // yekurTr TpanchopManHsIOO
Normal = mat3 ( normalMatrix ) * normal; // Hopmanbabl TpaHCHOPMAIHAIOO
TexCoord = texCoord;

gl_Position = projection * view * model * vec4 ( position, 1.0f);

HHHT
I/ JJamGept pparMeHTTHK HIeHaCpH
#version 130

in vec3 Normal,

in vec3 p;

in vec2 TexCoord;

out vec4 color;

uniform vec3 lightPos; I/ YKapsik GyTarsHbIH TO3HIUICHI

uniform sampler2D diffuseTexture; /I Texctypa

uniform vec3 diffuseLight; Il Muddysayk sxapbik

uniform vec3 ambientLight; /| doHmyK KapBIK

uniform vec3 Ka; /|®oHYK KapBIKTAaHIBIPYY KOIPHUIIUCHTH
uniform vec3 Kd; /I Mnddy3nyk sKapBIKTAHABIPYY KOIDHITHEHTH
void main ()

{
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vec3 ambient = Ka * ambientLight; Il poHIyK KapbIK

vec3 n = normalize ( Normal ); // HOpMaJlb BEKTOPYH HOPMAJIIAMITHIPYY

vec3 | = normalize ( lightPos - p ); [/ Yaprwik Gymarsina 6arsiTTanrad GUPIUK BEKTOP
float diff = max (dot(n, 1),0.0);

vec3 diffuse = diffuseLight * (diff * Kd ); // Tuddysayx garsuryy

color = texture ( diffuseTexture, TexCoord );

color = color * vec4( ambient + diffuse, 1.0 ) /MukcensauH TYCY

Byn mogens 6epren kepyHyl1 cypeT 4.2-1e Oepuiiam.

Cypeot 4.1. ®oHayK KapbIKTaHABIPYY
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Cypeort 4.2. JlamOepT KapbIKTaHIBIPYY MOJIEIH

4. 3. Wrap-around kapbIKTaHABIPYY MO/1eJIH

Wrap-around monenu JlamGept MonenumHuH Moaudukanuacel. byn Mozaens
OoroHua mudQy3ayK UYarbIyyHy 3cenTee Y4yH AUPQPY3AyK KapBIKTAHIBIPYYHYH
ypranayyayry (diffuseLight), ntuddysayk garsuiasipyy kosddurmentu (Kd), yekurtun
HOpMallb BekTopy (N), »kapelk OysarsiHa OarbiTranrad BekTopy (l) skaHa SKBLIBIII
ko3h¢purmentu  (f) kepekrenmer. @OparMeHTTHH MO3MIMACHI MEHEH HOPMAJb
uHTepnonsuusianar. JKapplk OynarbiHa OarbITTalraH BEKTOp MHKCENIWK Mieiaepiae

acenreneT. byn Moaennua GparMeHTTHK MIeHAepU TOMOHIO OCPUIIIN:

I/l Wrap-around ¢parMeHTTHK 1eiaepr
#version 130
in vec3 p;

in vec3 Normal;
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in vec2 TexCoord;

out vec4 color;

uniform vec3 lightPos;

uniform sampler2D diffuseTexture;
uniform vec3 ambientLight;
uniform vec3 diffuseLight;

uniform vec3 Ka;

uniform vec3 Kd;

float factor = 0.5;

void main ()

{
vec3 ambient = Ka * ambientLight;
vec3 normal =normalize ( Normal );
vec3 | = normalize ( lightPos - p );

float diff = max ( dot ( normal, | ) + factor, 0.0 ) / ( 1.0 + factor );

vec3 diffuse = diffuseLight * (diff * Kd);
color = texture(diffuse Texture, TexCoord);

color = color * vec4( ambient + diffuse, 1.0);

Byn Mozens 6epren kepyHyII cypoT 4.3-1¢ Oepriiam.

4. 4. Open-Hasp xapbIKTaHABIPYY MOJEJIH

Byn momens GeTOH, KyM CBISIKTYY MarepraigapasiH Iuddys3ayk d4arbutyycyH
JlamGepT MoJieNMHe KaparaHja Tarslpaak Moaenaent. byn monens 6Gororua auddysayk
YarbUTyyHy —dcentee  yuyH audQy3ayk  OKaphIKTaHOBIPYYHYH — YPrajayyiyry
(diffuseLight), muddy3ayk garsuimsipyy kodddunpmentn (Kd), dekuTTHH HOpMAaib

BeKTOpY (N), XKapbIk OynarsiHa OarsiTTanrad BekTop (1), kapoo BekTopy (V) xaHa OSTTUH
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6oaypayryn (teru3 smecturud) (roughness) ambikraran xK03()(UIMCHTH KEPEKTEIIET.
®dparMeHTTHH TO3UIMACHI MEHEH HOpPMailb HHTeproJsiusianaT. JKapeik OysarsiHa
KaHa Kameparara OarbITTajiraH BEKTOPJIOP MHUKCEIIMK MIeHaepae 3centener. by

MOJICJITUH MTUKCEIIb/IUK IIEeHIepH TOMOHI® OCPUIIIN:

// Open-Hasp ¢parMeHTTHK melaepn
#version 130

in vec3 Normal,

in vec3 p;

in vec2 TexCoord,;

out vec4 color;

uniform vec3 lightPos; [l Kapsik OyIarbIHBIH TO3UIIHSICHI
uniform vec3 viewPos; /l BaiikoouyHyH (KaMepaHbIH) MO3UIUSICHI
uniform sampler2D diffuseTexture; /] Texctypa

uniform vec3 diffuseLight; Il Muddysayx sxapbik

uniform vec3 ambientLight; Il ®oumyK KapbIK

uniform vec3 Ka; [/DoHIYK KapbIKTAaHIBIPYY KOIPUIIMEHTH

uniform vec3 Kd; Il Muddy3ayk »KapbIKTaHIBIPYY KOIPUIIUEHTH
const float roughness = 10.0; //6eTTHH Tern3 HIMECTUTUH AHBIKTANT

void main ()

{

vec3 n = normalize ( Normal );

vec3 | = normalize ( lightPos - p );

vec3 v = normalize ( viewPos - p);

float roughness2 = roughness * roughness;

vec3 ambient = Ka * ambientLight;

float A =1.0- (0.5 * roughness2 ) / ( roughness2 + 0.33);
float B = (0.45 * roughness2 ) / ( roughness2 + 0.09 );
float VdotN =dot (v, n);

float LdotN =dot (I, n);
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float diff = max (0.0, LdotN );

float angleViewNormal = acos ( VdotN );

float angleLightNormal = acos ( LdotN );

float angleDiff = max( 0.0, dot ( normalize (v - n * VVdotN ), normalize (| - n * LdotN )));
float alpha = max (.angleViewNormal, angleLightNormal );

float beta = min (‘angleViewNormal, angleLightNormal );

vec3 diffuse = Kd * diffuseLight * diff * ( A + B * angleDiff * sin (alpha ) * tan ( beta));

color = texture ( diffuseTexture, TexCoord ) * vec4 (ambient + diffuse, 1.0 );

byn monens 6epren kepyHyi cypet 4.4-ne Gepuiiau.

Cypeor 4.3. Wrap-around mozaenu
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Cypeort 4.4. Open-Hasip monenu

4. 5. MuHHeapT )KapbIKTAHABLIPYY MOJAEIH

byn mopmens OoroHua nuddy3nyk yarellyyHy 3centee y4yH anpdy3mayk
KapbIKTaHIbIpYyyHYH  ypraanyyayry  (diffuseLight), auddysayk  garsuiasipyy
k03¢ ¢urmentu (Kd), yekuTTun HOpMaibs BeKTopy (N), *Kapblk OyjarsiHa OarbITTajiraH
Bektop (l), kapoo Bekropy (V). ®dparMeHTTHH MO3UIHUACHI MEHEH HOpPMAJb
uHTeprosnusutaHar. JKapblk OyjarsiHa >kaHa Kamepara OarbITTaliraH BEKTOPIIOP

MAKCEIUK ICUIEep/Ie dCECNTENET.

Byn MoaenauH nukcenbIukK melaepu TOMOHIe Oepuiin:

//Minnaert ¢pparmenTTHK MWEHnCpH
#version 130

in vec3 Normal;
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in vec3 p;

in vec2 TexCoord,;

out vec4 color;

uniform vec3 lightPos;

uniform vec3 viewPos;

uniform sampler2D diffuseTexture;

uniform vec3 diffuseLight;

uniform vec3 ambientLight;

uniform vec3 Ka;

uniform vec3 Kd;

void main ()

{
vec3 ambient = Ka * ambientLight;
vec3 n = normalize ( Normal );
vec3 | = normalize ( lightPos - p );
vec3 v = normalize ( viewPos - p);

vec3 diffuse = diffuseLight * Kd;

const float k = 0.8;

float d1 = pow ( max (dot(n,1),0.0),1.0+k);
float d2 = pow (1.0 -dot (n,v), 1.0 - k);

diffuse = diffuse * d1 * d2;

color = texture (diffuseTexture, TexCoord );

color = color * vec4 (ambient + diffuse, 1.0);

Byn monens 6epren kepynyu cypet 4.5-1e 6epuiau.
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Cypeor 4.5. MuHHeapT >KapbIKTaHIbIPyy MOJAEIN

4. 6. MOHTr KAPBIKTAHABIPYY MOJEIH

Bbyn mopmens marepuan OeTHHAETH >KBUITBIPOOHY MojenaeuTt. byn mozpens
OOIOHYA KY3TYJYY 4YarbUTyyHY »3CeNTee Y4YYH KY3TYJIYY KapbhIKTaHIBIPYYHYH
ypramayyayry (specularLight), cnekynsapasik dareuiasipyy Koddduimentu (KS),
YEKUTTUH HOpMaib BekTopy (N), kapbik OynmarbiHa Oarsittanran Bektop (l), xapoo
BeKTOpY (V) *aHa XKBUITBIPoo Koddhduimentn (SpecPower) kepekrener. dparMeHTTHH
MO3MILIMACKI MEHEH HOpMallb MHTepnossiuusaianar. JKapblk OyiarelHa jkaHa Kamepara
OarepITTaNTaH BEKTOPJIOP MUKCEIUK meinep e scentenet. Ai smu Audy3ayk qarsuryy

KoMMoHeHTH JlamOepT Mozienu GoroHYa cenTener.
Byn MonenuH nUKCeNnbIuK el 1epy TOMOHIe OepuIIn:

/| ®ouT GparMeHTTHK mehxepu

#version 130
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in vec3 Normal;
in vec3 p;
in vec2 TexCoord;

out vec4 color;

uniform vec3 lightPos;

uniform vec3 viewPos;

uniform sampler2D diffuseTexture;
uniform sampler2D specularTexture;
uniform vec3 ambientLight;

uniform vec3 diffuseLight;

uniform vec3 specularLight;
uniform vec3 Ka;

uniform vec3 Kd;

uniform vec3 Ks;

uniform float specPower; /I KBIITBIPOO KO3 PHITEHTH

void main (void)
{
vec3 ambient = Ka * ambientLight;
vec3 n = normalize ( Normal );
vec3 | = normalize ( lightPos - p );
vec3 v = normalize ( viewPos - p);
float diff = max (dot(n,1),0.0);
vec3 diffuse = diffuseLight * ( diff * Kd );

vec3r=reflect (-1, n); // garsutyy BeKTOpY

float spec = pow ( max (dot (v, r), 0.0 ), specPower );

vec3 specular = Ks * spec * specularLight;
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color = texture ( diffuseTexture, TexCoord ) * vec4 (ambient + diffuse, 1.0 ) +

texture (' specularTexture, TexCoord ) * vecd ( specular, 1.0 );

Byn monens 6epren kepynyu cypet 4.6-1a 6epuiau.

Cypeot 4.6. DoHT KapbIKTaHIBIPYY MOJIEIN

4.7. BauHH-POHT KAPBIKTAHABIPYY MOJEJIH

byn Mopenp marel martepuan OETHHIETH KBUITBIPOOHY Mojenaent. Donr
MOJIETIMHEH albIpMallaHbIIl, ICENTOO/10 Yarbllyy BEKTOPYHYH OpJyHa apajiblk BEKTOPY
KooHynaT. byn monenb OoroHYa Ky3Tylyy YarbUTyyHY O3CENTee YYyH KY3TYIYy
KapBIKTAHIBIPYYHYH ypranayymnyry (SpecularLight), cnekymspasik d9arbuiapipyy
kodddurmentu (KS), 4eKUTTHH HOpMallb BEKTOPY (N), JKapbIK OyyiarbiHa OarbITTajraH

BekTop (1), kapoo BekTopy (V) ’kaHa ®KbUITBIPOO K03 dunmenTr (SpecPower) kepekrener.
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@parMeHTTHH MO3MLUACH MEHEH HOopMaib HHTeprosAuusiaHar. JKapelk OyiarbiHa
JKaHa Kamepara OarbITTalraH BEKTOPJIOP MUKCENAMK IIeHaepae dcenTener. Al dMu

mudGy3ayK Yarel1yy KOMIIOHEHTH JlaMmOepT Mojienn 00rHYA dCEeTTENeT.

Byn monens 6epren kepynyuu cypet 4.7-1e Oepuiau.

Cypeor 4.7. bnuan-DoHr Mmoaenu

Byn Moaen I MuKCcenbIuK el 1epu TOMOHIO OCpUIIIH:

//BnH-DoHT (parMeHTTHK LeHaepu
#version 130
in vec3 Normal;

in vec3 p;
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in vec2 TexCoord;

out vec4 color;

uniform vec3 lightPos;

uniform vec3 viewPos;

uniform sampler2D diffuseTexture;
uniform sampler2D specularTexture;
uniform vec3 ambientLight;
uniform vec3 diffuseLight;

uniform vec3 specularLight;
uniform vec3 Ka;

uniform vec3 Kd;

uniform vec3 Ks;

uniform float specPower; /I KBIITBIPOO KO3 GHIIEHTH

void main ()
{
vec3 ambient = Ka * ambientLight;
vec3 n = normalize ( Normal );
vec3 | = normalize ( lightPos - p );
vec3 v = normalize ( viewPos - p );
float diff = max (dot(n, 1),0.0);
vec3 diffuse = diffuseLight * ( diff * Kd );

vec3 h = normalize (1 +v); /I apanbIk BeKTOpY
float spec = pow ( max (dot (n, h), 0.0), specPower );

vec3 specular = Ks * spec * specularLight;

color = texture ( diffuseTexture, TexCoord ) * vec4 ( ambient + diffuse, 1.0 ) +

texture ( specularTexture, TexCoord ) * vec4 ( specular, 1.0 );
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4. 8. Ward uzoTpontyk Moaeaun

Byn mMojenp aarsl Matepuan OCTHHICTH JKbUITBIPOOHY Mojeneit. biunu-DoHr
MOJICTIH CBIAKTYY OyJl MOJENIZIe Ja apaliblk BEKTOPY KOJJIOHYJAT, OMPOK Japaxkara
9pIrapyy (QYHKIUSICHIHBIH OpJyHa AKCIIOHEHTa KOJJIOHYJaT. Byn moxens OoroHua
KY3TYJYY 4YarbUIyyHY O3CENTee YYYyH Ky3TYJIYY >KapbhIKTaHIBIPYYHYH YpPrajayyiyry
(specularLight), cniexynsipasik yarbuiapipyy kodddurmentu (KS), 4eKUTTUH HOpMAJb
BekTopy (N), *apwik OynarbiHa OarbiTranrad Bektop (), kapoo BekTopy (V) skaHa
oonypayk koaddunuentu (K) kepekrenaer. @parMeHTTHH MO3UIMSICH MCHEH HOPMAJIb
uHTepnossinusutaHar. JKapblk OyjarsiHa JKaHa Kamepara OarbITTajiraH BEKTOPJIOP
NHUKCEIIUK mieiepae centener. An amu auddy3ayK yarbutyy KoMroHeHTu JlamOept

Mozei OOrOHYA DCEITEIIET.

Byn monens 6epren kepynyuu cypet 4.8-n1e 6epuinau.

Cypeort 4.8. Ward u3oTponTtyk Moaesu
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Byn MoxenauH nNUKCeNbIuK el 1epr TOMOHIO OepUIIIN:

//Ward ¢pparmentTrk 1meiaepu
#version 130

in vec3 Normal;

in vec3 p;

in vec2 TexCoord;

out vec4 color;

uniform vec3 lightPos;

uniform vec3 viewPos;

uniform sampler2D diffuseTexture;
uniform sampler2D specularTexture;
uniform vec3 ambientLight;

uniform vec3 diffuseLight;

uniform vec3 specularLight;

uniform vec3 Ka;

uniform vec3 Kd;

uniform vec3 Ks;

uniform float k; //6eTTHH Teru3 AYMECTUTUH aHBIKTANT
void main (void)

{

vec3 ambient = Ka * ambientLight;

vec3 n = normalize ( Normal );
vec3 | = normalize ( lightPos - p );
vec3 v = normalize ( viewPos - p );

float diff = max (dot(n, 1),0.0);
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vec3 diffuse = diffuseLight * ( diff * Kd );

vec3 h =normalize (1 +v); /I apasbik BEKTOPY
float NdotH = dot( h, n);
float spec = NdotH * NdotH;

vec3 specular = Ks * specularLight * exp (- k * (1.0 - spec) / spec );

color = texture ( diffuseTexture, TexCoord ) * vec4 ( ambient + diffuse, 1.0 ) +

texture (' specularTexture, TexCoord ) * vecd ( specular, 1.0 );

4. 9. DduHAIIBIK NPOEKT

OUHANABIK TUPKEME HKOTopyJa KapajiraH >KapbIKTaHIBIPYY MOJENIEPUH
JEMOHCTPALMAJIOOr0 OarbITTanraH. byn TupkemMe MOJENAEpAH peanayy YyOaKbIT

KOMIIBIOTEP rpaUKACHIH/IA UIIKE alTbIpaT.
Tupkemene TOMOHKY JKapBIKTAHIBIPYY MOJIEIIEPH UILKE allbIPBUITaH:

1. JlamGept muddysayx moxenu ( Lambert)

2. Wrap-around muddysayk momenu ( Wrap-around )
3. Open-Hasp nuddysayk momenu ( Oren-Nayar )

4, Munneapt mozaenu (Minnaert)

5. ®onr cnekyssipasik moaenu (Phong)

6. bnunn cnekynspasik moaenu (Blinn-Phong)

7. Bapa monenu (Ward) (u30TponTtyk)

Tupkeme bIHrailyy wuHTeH]elicke 23 jkaHa KOHOKeH Oalikapyy dJIeMEHTTEpPHH

KOJAOHOT.
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Cucremara KoIoJiraH Tajdanrap

TupkeMe Tyypa HIITOO YYYH KOMIIBIOTEp TOMOHKY MUHUMAJYY Tajantapra >K00I

OepuIl Kepek:

Hurreryy cuctemacer: Windows 7 »xana sxoropy

Ipoueccop: Intel Pentium (R) sxe okrromt

Onepatusauk 3¢: 2 Gb

Bupeokapra: OpenGL 3.0 sxe aniaH )K0ropKy BEpCHUSICHIH KOJIJI00 KEPEK

Mounutop: 1024*768 ueumryyre 33 jkaHa >KOropy

4.9.1. TupkemeHuH uHTepeiicu

Herusru tepese

Herusru mankanan tupkemenu ( Lighting models.exe ¢aiinbia ) UIITETUHU3,

TOMOHKY Tepese aubuiaT ( cypet 4.9 ):

77 Lighting models

I” Rotate
Lighting model 1:]Lambert =}
Lighting model 2] Lambert =
Ambient light
v Enabled
intensity:[04 | 3]
[} JI10|
k| i
) B
Diffuse light
¥ Enabled
Intensity: [ 1.0 =
] J5 10|
[} El
g By
Specular light
¥ Enabled
Intensity: 1.0 F
roughness - k:[10.0 2}
specPower:| 32.0 =
J] 51|
[} Bl
g By

©_Material properites +F

Cypeort 4.9. TupkeMeHHH HETU3TH Tepe3ecu
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TupkeMeHHH OH J>KarblHJa HETU3TH Oalikapyy 3JIEMEHTTEpU JKaWramkad. Tymryydy
TU3MEAECH KEPEKTYY >KapbIKTAHIBIPYY MOJEIb TYPYH XaHa Y4 ©J4eMIyY MOJAENbIU

TaHI00ro 0O0JIOT.

O0beKTTEpPAU TAHI00.

BupuHun MeHro1aH 00BEKTTEPIN TaHIaCaHBI3 OOJIOT, KETKMIMKTYY o0bekTTep: “planet”

(rutanera), “cube” (ky0), “rock” (acka tarisl), “torus” (Topyc) ( cypet 4.10 ).

2 Ughting mocels . = | ) |

Propetties =
Scale:|1.0 =

Lights

I” Rotate

Lighting model 1: Pho

Lighting model 2 Phong =}
Ambient light

[V Enabled

Intensity: | 0.4 3

K1 >

Diffuse light
¥ Enabled

Intensity: [ 1.0 =5
K

Specular light
v Enabled

intensity:[1T0 |3
roughness - k[100 | 2
specPower[320 |3
] |
] Lip]

©_Material properites + '

Cypeot 4.10. O0bexTTepu TaHI00

O1IOHIOM dJ1e 00BEKTTH YOHOMTCO JKaHa aiyianrca 00JIoT.

ZKapbIKTaHABIPYY MO/IeJ1IepUH TAHA00

DKUHYHM MCHIOIaH JKapbIKTAHIBIPYY MOJICIICPUH TaH1acaHbI3 600t ( cyper 4.11

). OmoHmoi 3¢ KapblKk KOMIOHEHTTepUHUHUH ( (GoHayk — ambient, ntupdy3ayk —
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diffuse, cnexynspapik — specular) TyCyH, ypranayyiyryH (intensity), >kapbIk OyJIarsIHbIH

MO3UIUACHIH ©3TOPTYII, KaPBIKTAHIBIPYY KaHIai e3repepyH Oaiikaca 60J10T.

AHJaH THIMIKApbl 3KU SKAPBIKTAHIBIPYY MOJAENIEPUH CalbIIThIpca OOJIOT.
TupkeMeHHH COJ JKaK >KapbIMbIHAA OUp JKapbIKTaHIBIPYY MOJEIH, OH >KarblHa Oallka

KapBIKTAHIBIPYY MOJICIICPH UIIKE ambipaiar ( cypet 4.12 ).

2 ghting mocels . | | ) |

Propetties =
Scale:|1.0 =
™ Rotate
™ normaliapEnabled

Mesh Model{Planet 5|
Lights =
I” Rotate
Lighting model 1 Terana
Lambert
Lighting model i iy ap-around
Ambient lig Or en-Nayar
IV Enabled Minnaert
Inlensity:]—[
]
]

Blinn-Phong
Ward

Diffuse light
¥ Enabled

intensity:[10 |3
[T} |

TH

E
roughness - k[100 | 2
specPuwev:]W 3
]

C_Material properites e

Cyper 4.11. )KapbIKTaH1pIpyy MOJENIEPUH TaH00

4.9.2. CueHaHbl 6alIKApPYyy

Tupkemene ClieHaHbI JKaKbIHIATYy jKaHa aybicraTyyra 0omoT ( cypet 4.13 ).
CueHaHbl JKaKbIHAATHII YUYH eime-TemeH ( T, | ) skebe OacKpuTaphl KOJJIOHYJIAT.

CreHaHbl OHIO K€ COJITO >KBUIIBIPBIII YUYH OHro-coiro ( — , «— ) »ebe OacKbuTapsl

KOJIZIOHYJIAT.
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] Lighting models_

Mesh Model;| Planet _-J

Lights —
™ Rotate

Lighting model 1:[W|
Lighting model 2: Phona |
Ambient ligt LambeTt
| Enabled Wrap-around

" Oren-Nayar

‘4_| Blinn-Phong
x| Ward

Diffuse light
v Enabled

intensity: [0 |3
7] I
] Ll
K| I

Specular light

¥ Enabled

intensity:[10 |3
roughness - k[100 | 2
specPower[320 3]
[T} ey

©_Material properites +

Cypeot 4.12. XKapbIKTaHIABIPYy MOJCIACPHUH CATBIIITHIPYY

5 Lighting models

-
™ normalMapEnabled

Mesh Model| Planet  +|

™ Rotate
Lighting model 1{Wrap-around 5|
Lighting model 2 Wrap-around |

Ambient light

¥ Enabled

Intensity: [0.4 El
) ip
] 1|
] E[]

Diffuse light

v Enabled
intensity:[T0 |3
I} 1]
[l E|r
J 50|

Specular light

v Enabled

Intensity: [1.0 El
roughness - k[10.0 | 2
specPower:| 32.0 =i
[T} I

©_Material properites +

Cypeor 4.13. CricHaHBI aJIBICTATYY
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CueHaHbl TOPU3AHTANABIK TETM3JMKTE AWIAHABIPBIN YYYH YbIYKaHABIH COJ
OackbIubIH Oachll, KO&€ OepOell OHro ke COJro KbULABIPYY KepeK. AJ 5MHU CIICHaHbI
BEPTUKAIBIK TETH3AUKTE JKBUIABIPYY YYYH UBIYKAHABIH OH OacKbIYbIH Oachlll, KOE

OepOeil xoropy ke TOMOH KbULIIBIPYY KepeK.

4.9.3. duHANIBIK NPOEKTTHH LIeiiaepJiepu

@OuHanABIK  MPOEKTTE JKOrOpyAa KapairaH Oapiblk  KapbIKTaHABIPYY
MOJICTIICPUHHIH aJrOPUTMACPH OUp IIeiepae UIIKe ambipbulabl. XKapblk MoaenIepuH
CAIIBIIITBIPYY YUYYH 9KH kapbikTanabipyy monenu ( light_modell xana light_model2 )
KOJIIOHYJIaT. AHJIAH THINIKAPbI Kapblk Oynarel ( cdepa ) ydyH e3yHYe Iueizepiep

KOJIJIOHYJIZY.

OuHANABIK MNPOEKTTUH YOKYyJap XaHa (parMeHTTHK UIeiiepu TeMeHe

Oepuinau:

// DUHANABIK POEKT YOKyJap Ieiinepu

#version 130

in vec3 position; //9eKkuT (40KY) KOOPIUHATTAPHI (63YK KOOPANHATTAp CUCTEMHH/IE)
in vec2 texCoord,; //TeKCTypa KOOPAUHATTAPBI

in vec3 normal; //9EeKUTTHH HOPMAJIBI

out vec3 p; //aexuT (40Ky) KOOpIUHATTAPHI (AYIHO KOOPAMHATTAP CHCTEMIH/IE)
out vec3 Normal; //HOpMaJIB]IBI (PPAarMEHTTHK LICHICpTe KUOCPYY

out vec2 TexCoord,; //TekcTypa KOOpAMHATTAPBIH (PparMEeHTTHK IIeHAepre )KUOepyy
uniform mat4 model; //MOIeNTb MaTPULIACHI

uniform mat4 view; //kapo0 MaTpHUIACHI

uniform mat4 projection; //TIpoeK1Msl MaTPULIACHI

uniform mat4 normalMatrix; //HOpMaJTh MaTPHIIACKT
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void main()

{

p = vec3(model * vec4 (position,1.0f));

Normal = mat3(normalMatrix) * normal;

TexCoord = texCoord;

gl_Position = projection * view * model * vec4 (position, 1.0f);
}

T L T
//®uHANABIK MPOEKT (PparMeHTTHK HIeiaepn
#version 130

in vec3 Normal,

in vec3 p;

in vec2 TexCoord;

out vec4 color;

uniform vec3 lightPos;

uniform vec3 viewPos;

uniform sampler2D diffuseTexture;
uniform sampler2D specularTexture;
uniform sampler2D normalTexture;
uniform vec3 ambientLight;

uniform vec3 diffuseLight;

uniform vec3 specularLight;
uniform vec3 Ka;

uniform vec3 Kd;

uniform vec3 Ks;

uniform float specPower;
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uniform float k;

uniform int light_modelZ;

uniform int light_model2;

uniform int WIDTH;

vec3 Lambert ( vec3 n,vec3 1)

{
float diff = max (dot(n, 1),0.0);
vec3 diffuse = diffuseLight * ( diff * Kd);// Juddy3nyk garsuryy
return diffuse;

}

vec3 Wrap_around ( vec3 n, vec3 1)

{
float factor = 0.5;
float diff = max ( dot (n, I') + factor, 0.0 ) / ( 1.0 + factor );
vec3 diffuse = diffuseLight * ( diff * Kd);
return diffuse;
}

vec3 Oren_Nayar ( vec3 n,vec3 |, vec3 v)
{
const float roughness = 10.0; //OETTUH TETU3 DMECTUTHUH aHBIKTAUT
float roughness2 = roughness * roughness;
float A = 1.0 - (0.5 * roughness2) / (roughness2 + 0.33);
float B = (10.45 * roughness?) / (roughness2 + 0.09);
float VdotN = dot(v, n);
float LdotN = dot(l, n);

float diff = max(0.0, LdotN);
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float angleViewNormal = acos(VdotN);

float angleLightNormal = acos(LdotN);

float angleDiff = max ( 0.0, dot (normalize (v - n * VdotN ), normalize (| - n * LdotN)));
float alpha = max (angleViewNormal, angleLightNormal);

float beta = min (angleViewNormal, angleLightNormal);

vec3 diffuse = Kd * diffuseLight * diff * (A + B * angleDiff * sin(alpha) * tan(beta));

return diffuse;

vec3 Minnaert ( vec3 n,vec3 I, vec3 v)

{
vec3 diffuse = diffuseLight * Kd;
const float k = 0.8;
float d1 = pow (max (dot (n,1),0.0),1.0 +k);
float d2 = pow (1.0 -dot (n,v), 1.0-k);
diffuse = diffuse * d1 * d2;
return diffuse;

}

vec3 Phong (vec3 n,vec3 |1, vec3 v)

{
vec3 r = reflect (-1, n); // yarbutyy BekTOpy
float spec = pow ( max (dot (v, r), 0.0), specPower );
vec3 specular = Ks * spec * specularLight;
return specular;
}

vec3 Blinn_Phong (vec3 n,vec3 I, vec3 v)

{

vec3 h =normalize (1 +v); // apajbIK BEKTOPY
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float spec = pow ( max (dot (n, h), 0.0), specPower );
vec3 specular = Ks * spec * specularLight;

return specular;

vec3 Ward(vec3 n,vec3 |, vec3 v)

{

vec3 h = normalize (1 +v); // apaIbik BEKTOPY

float ~ NdotH =dot(h, n);

float  spec = NdotH * NdotH;

vec3 specular = Ks * specularLight * exp (- k * (1.0 - spec) / spec );

return specular;

void main (void)

{

vec3 ambient = Ka * ambientLight; // boHAYK >KapBIK

vec3 n = normalize(Normal); // HOpMaJlb BEKTOPYH HOPMAaJIJIAIITHIPYY

vec3 | = normalize ( lightPos - p ); // Kapbik GynarsiHa GarsITranran GUPAAK BEKTOP
vec3 v = normalize ( viewPos - p ); // Kamepara OarsITTanrad OUpANK BEKTOP
vec3 diffuse = vec3 (0.0);

vec3 specular = vec3 (0.0);

switch (light_modell)

{
case 0: //Lambert
{
diffuse = Lambert (n,I);
break;
}
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case 1:

case 2:

case 3:

case 4:

case 5:

case 6:

//\Wrap_around

diffuse = Wrap_around (n,l);

break;

//Oren-Nayar

diffuse = Oren_Nayar (n,l,v);

break;

/IMinnaert

diffuse = Minnaert (n,l,v);

break;

//Phong

diffuse = Lambert(n,l);

specular = Phong (n,l,v);

break;

//Blinn-Phong

diffuse = Lambert(n,l);

specular = Blinn_Phong (n,1,v);

break;

//Ward

diffuse = Lambert(n,l);
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specular = Ward (n,l,v);

break;
}
default:
{

break;
}

vec4 colorl = texture ( diffuseTexture, TexCoord ) * vec4 ( ambient + diffuse, 1.0 )

+ texture ( specularTexture, TexCoord ) * vec4( specular, 1.0);

diffuse = vec3 (0.0);

specular = vec3 (0.0);

switch (light_model2)

{

case O:

{
diffuse = Lambert (n, I');
break;

¥

case 1:

{
diffuse = Wrap_around (n, | );
break;

¥

case 2:

{

diffuse = Oren_Nayar (n, I, v);
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break;

}

case 3:

{
diffuse = Minnaert (n, I, v);
break;

}

case 4:

{
diffuse = Lambert (n, I);
specular = Phong (n, I, v);
break;

¥

case 5:

{
diffuse = Lambert (n, I);
specular = Blinn_Phong (n, I, v);
break;

}

case 6:

{
diffuse = Lambert (n, I);
specular = Ward (n, I, v );
break;

}

default:

{
break;

¥
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vecd color2 = texture ( diffuseTexture, TexCoord ) * vec4 ( ambient + diffuse, 1.0)
+ texture ( specularTexture, TexCoord ) * vec4 ( specular, 1.0 );
if (gl_FragCoord.x < WIDTH /2 -100)
color = colorl,;
else

color = color2;

Kappik Oynarel Y4yH KOJJOHYJTaH YOKyJap AaHa (parMEHTTUK IIewaepiep

TOMOHJI® OCpUIIIH:

// apbIk OyJarsiHbIH YOKyIap MIedaepu
#version 130
in vec3 position;
uniform mat4 model; //MOIeTh MaTPHUIIACHI
uniform mat4 view; //kapoo MaTpuIacel
uniform mat4 projection; //mpoexims MaTpULaChl
void main()
{
gl_Position = projection * view * model * vec4 (position, 1.0f);
}
W T T T
// JKapbIk OysarbIHbIH (PAarMEHTTHK ILEHIepH
#version 130
out vec4 color;
uniform vec3 lightColor;
void main()

{
color = vec4 ( lightColor, 1.0 );
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5. TAJIKYVJIAP ' KAHA AJIABIJAI'BI U3NJI/IOOJIOP

JKapbIKTaHIBIPYYyHY MOJEIN66 KOMIBIOTEPAUK I'paduKaaarsl 4oH OUp TapMmak,
aHbl WIIKE alIbIPYyHYH KONTereH bIKManapbl Oap. Bbyn wumre kapajaran MeToaaop
KOHOKOH aHa 0aT MIUTedy bIKManapra Kuper. byn bIkMamapablH Kallbl KEMYUINTU
KOJIOKOHY 3CENTOOHY KaMThILOaWT. Al yuyH Oalka KOIIyMya bIKMalapbl KOJIIOHYY
kepek. Jlarsl Oamika 6up KeMUYMJIUTU OapIIblK YCTYPTYIAYKTOP YUYH >Kapail OCpHUILIeT,
OMp YCTYPTYJIYKTOPIYH YarbUIyyCyH >KakKIIbl Mojenjece Oalka YCTYPTYJIYKTOpIYH
YyarbUIyyCyH Tyypa 3Mec MojenaeuT. bupok Oyn umite kapairaH »XapbIKTaHABIPYY
MOJZIEIICPU CTAHIAPTTYY MOJEIIEpre KHUPET, jKaHAa WHTEPAKTUBIYY TUPKEMENEpAe

KaHaaTTaHapJbIK CallaT XaHa blIAaM/IbIK GCpI/IH_IeT.

Byn uinre xeTH TOKanabIK KapbIKTaHABIPYY Mojenu kapanasl: Jlamoept, Wrap-
around, Open-Hasp, Munneapt nuddy3nyk kapbIKTaHIBIPYY MojeAepH xaHa DoHr,

bnaunH-®oHr, Bapa crieKyIsipAbIK KapbIKTaHABIPYY MOJEIACPH.

Juddy3ayk xKapbIKTaHABIPYY YUYH JlamMOepT Moienu 3H Kol KOJIoOHyaT. AHBIH
Mogudukanuscel Wrap-around MojeiaM apblKTaHABIPYY OONACTBIH KEHEHTYY Y4YYH
KoJIJoHyNaT. JIaMOepT MoAemH KbIIThIpadarad, TYHyK 3MeC, TEKIIH, KbUIMaKail KyHYpT
MaTepuaiIapbl Kakibl MoaenaenT. An smu Open-Hasp monenu kyHypT Oomypakai,
JKpIJIMaKaid sMec, TEKIIM 3MeC MaTepuaniapAblH AUPGY3AyK YarbUIyyCyH >KaKIIIbI
Mojenaent. An  sMu  MuHHeapT O KapbBIKTAHABIPYY MOJENU  IJIaHEeTalap/blH

JKAPBIKTaHABIPBUTYYCYH KaKIIbl MOJEIICUT.

CrexyJsIpJIbIK JKapBIKTAaHABIPYY MOJENACPU MaTepuaapIblH KY3Ty ChIMal
yarputyycyH wMoaenaemer. @Dour, bauna-Oonr, Bapa Tomyk KapbIKTaHABIPYY
MonenaepunuHae auddy3ayk yareulyy JlaMOepT MeToay MEHEH — OCemTeneT.
CrexysipJIbIKk KOMIIOHEHTH 3CEIToo 10 3Jie aiibipma 0ap. byn cnekymspabik Mozenep
JPOPIUK  OKIIOII  CIEKYJSAPABIK darbutyy Oeper. bupok Oupaeit  KbpUITBIPOO
KOA(DUIIMEHTTH YIYH OJUKTEpIUH KOJIeMy ap KaHaai 00y0T. Omonaoi 251e banaa-OoHr
»kaHa Bapn Mopennepu scenteesnepay bULAAMAATHIIT YUYH KOIl ACENTOOJOpPIYy Tallall
KBUITAH Yarbllyy BEKTOPYH KOJIOHOOMW, apajblk BEKTOPYH KOJAOHymaT. OMOHIyKTaH

DoHr MojeInHe Kaparanja baunn-®oHr moaenu TUPKEMCJICPAC KOII KOJAOHYJIAT.
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byn wMopennep orwoHAapaa, rpadukaHbl KOJAOHTOH — JAE€MOHCTPALUSIIBIK
nporpaMjap >kaHa Oalllka MHTEPaKTUBIYY THPKEMeleplie, KOMIIbIOTEp rpaduKachlH

OKYyYTyJia KOJIJIOHYJIyIIly MyMKYH.

Byn umre kapairaH »apblKTaHIBIPYY MOJENJICPH JKaKIIBIPAK KOPYHYILI Oepyy
YUYH KOIlymMuya METOJOpAY KOJIZIOHYYy Kepek (Mucaibl, normal mapping). bupok
KOIIyM4ya METOJAOP JKAapbIKTaHABIPYYHY JCENTOOHY 3MEC, YEKUT HOPMajbAapbIH
ACeNTOOHY alMamThipbimar. OIIEHTUN MakcaTKa jkapalla KOoLIymMuya METOIA0pIY
KOJIZJOHYTI 7K€ KOJIJOHOOH MHTEpaKTUBAYY I'papUKaJIbIK TUPKEMEIepAH TY3YYyre OOJOT.
WuTepakTuBayyY rpaduKaIbik THPKEMENIEp/Ie )KapbIKTaHIbIPYYHY JKaKIIBIPTYY YIYH OUp

HeYe KOUIyMYa METOAI0p KOJIOHYJIaT. AJap sl H3UIA66e e3yHUe Oallika Oup tema.

By niite kapanraH KapbIKTaHIBIPYY MOJEIICPH JTOKAIIBIK MOJICIIEPre KHPET,
aHJaH THIIKAphl TJIOOANABIK JKApPBIKTAHIBIPYY Mozenaepu Oap. [mobamabik
JKApBIKTAaHABIDYYHYH  JIOKAJJbIK  JKapbIKTaHIbIpyyra KaparaHga Oup  Heue
APTHIKYBLIBIKTAPBI Oap: YBIHBITHI (POTO-PeaAIyy CYPOTTONYIITOPIY OEpeT, KOIOKOIOp Iy
ACEeNTee YYYH KOIIyMYa METOJ Taianm KeuiOadT. Omionn 3ie ydypha aiapiabH
KeMUYWIHKTepy Oap: Oy anropuTMiep Kemn Taraaa SCenToeNioply Tajamn KbUIbIIIaT,
rpaduKaNbIK  TPOIECCOPAYH MYMKYHYYIYKTOPYH KOJJOHO AaJBIIIIANT. AHTKEHU
rpauKaIbIK MPOIECCOPIOpP PEHACPUHT (BU3YalJ00) YUYH pacTepusaiius METOAYH
UIIIKE alIbIPBIIIAT. AJl MU TII00ANIBIK )KAPBIKTAHABIPYY METOIOPY OaliKka bIKMallap Ibl
KOJIJIOHOT. A3BIPKBI y4yply TJIOOANABIK KAPBIKTAHABIPYY MOJEIAEPH WHTEPAKTHBAYY
IMec THUpKeMenepiae, (OoTo-peaiayy CYpPOTTONYIITOPAY alyy YYYH KOJIJOHYJAT.
CypeTrenym KaH4Ya TaTaajl jKaHa camarTyy OOJITOHYHa jKapamia, OMOHYOIYK KOl

9CCIITOOJIOP KYPIy3YJIOT JKaHa YGaKBIT KoII caprTalart.

bupox kyOaTTTy ammaparThlK >XaOJbIK, aTalblH NPOrpambIK >KaOAbIK >KaHa
napajieNiblyy 3CENTeeNIopAYY KOJAOHYY MEHEH INIOOANJbIK >KapbIKTaHABIPYYHY
rpaguKaibIK IPOLECCOPIOPIO0 HILKE alibipca 60510T. THileke KapIbl MbIHAAN kK01 MEHEH
na OyJ Mojemep WHTEpaKTHBAYY THPKEMeNep/e >KaKIIbl bUIIaMIBIKKA JKeTe 3JIeK.

AHKeHHn 6YJ'I bIKMa KaHblJJaH 3JIC U3HUJIACHHUII KCJIC )KaTarT.
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KeneuekTe IOKanAbIK KapbIKTAaHABIPYY METOMJIOPYH JKAKIIBIPTYY >KaHa

ry100ayy KapbIKTaHIBIPYY aJTOPUMTEPUH U3WII00HY Kaaaaiob3.

55



[1]

[2]

[3]
[4]

[5]

[6]

[7]

[8]

[9]

AJTABHST

B. U. Mypaxosckuii, "Komnberorepaas rpaduxa", Mocksa: ACT-IIPECC CK/,
2002.

M. A. Kyapuna, K. E. KmumentbeB, “Kommnbiorepnas rpaduka”, Camapa:

Usznarenscteo CI'AY, 2013.

K. B. IToctHoB, "KoMmmnbrotepHas rpaduka”, Mocksa, 2009.

T. O. Ilepemurtuna, "KommnerorepHas rpaduka : yueOHoe nocodue", Tomck: Db
Kontenr, 2012.

A. U. Kynukos, T. O. OBUMHHUKOBA, "AJITOPUTMHUYECKHE OCHOBBI COBPEMEHHOU
KOMIbIOTepHOH Tpaduku'", MockBa: HanuoHambHBIH OTKPBITHIA YHHUBEPCUTET

"MHTYUT", 2016.

JI. A. 3anoroBa, «TexHOIOTUN TPEXMEPHOH KOMITBIOTEPHOM rpad)uku B BBICIICH
nkone,» Uupopmamuzayus obpazosanus u nayku, T. 15, Ne 3, pp. 43-55, 2012.
0. M. Basikosckuii, A. B. Urnarenxo, ‘“Hauanenbiit kypc OpenGL”, Mockaa:
IInanera 3uanmit, 2007.

B. T. Tosuk, A. B. Mexenun, K. A. 3psarun, "3ds Max. TpexmepHoe
MoJieTMpoBaHue U aHuManus Ha npumMepax", Cankr-IlerepOypr: BXB-IletepOypr,

2008.

A. C. Crupenko, "3ds Max 2009/3ds Max Design 2009. Camoyuutens", Mockga:
JAMK Ilpecc, 2008.

[10] A. B. Xapbkosckwuit, "3ds Max 2013. Jlyumuit camoyuutens", MockBa: Actperns,

2013.

[11] A. Bopeckos, "Pactmpenns OpenGL", Cant-ITetepOypr: BXB-ITetepoypr, 2005.

[12] A. A. Borycnasckuii, C. M. Cokono, "OCHOBBI IPOrpaMMHUPOBAHUSI Ha SI3BIKE

Cu++", rom II, Konomua: KI'TIN, 2002.

[13] Y. E. XKuranos, 1. A. HoBukos, "[IporpammupoBaHie KOMIBIOTEPHO# rpaduky :

yue6. mocobue", Bnagumup : M3a-so Bal'y, 2014.

56



[141M. By, T .Jesuc, Jx. Heiinep, [. Wlpaiinep, “OpenGL. PykoBojacTBO M0
nporpamupoBanuto”, 4- pen., Cant-IlerepOypr: ITurep, 2006.

[15] A. BopeckoB, "Paspaborka u otnaaka meiiaepo”, Cant-IletepOypr: BXB-
[TetepOypr, 2006.

[16] P. A. Pocr, "OpenGL. Tpexmepnas rpaduka Hu S3bIK NPOrpaMMHUPOBAHUS
meinepos. s npodeccuonanos", Cant-IlerepOypr: [Tutep, 2005.

[17] K. Manypaa, P. JIu, “WebGL: nporpammupoBanue tpexmepHoi rpaduku’, MK
Ipecc, 2015.

[18] B. B. XneOunukoB, A. A. IOpoB, «MonenupoBaHue peaTuCTHYHBIX H300paKeHUI

O00BEKTOB, UCTIONB3YS PA3IUYHBIC AITOPUTMBI pacueTa OCBEIIEHHOCTH,» BecmHuk

TrV, 1. 15, Ne 2, pp. 732-735, 2010.

[19]E. A. Cuwxko, H. A. ®nepoBa, A. B. Boponnos, “IIporpammupoBanue
KOMIIBIOTEpHOU rpaduku ¢ ucnonb3oBanueM oudnuorexku OpenGl. JlabopaTopHbiit

npaktukyMm", Cankt-IletepOypr, 2005.

[20] X. Hdomamsa, M. II. Beiikep, "KommbroTepHnas rpaduka u cranaapt OpenGL",
Bunbsamc, 2005.

[21] D. Shreiner, G. Sellers, J. Kessenich, B. Licea-Kane, “OpenGL programming
guide”, 8th ed., Addison Wesley, 2013.

[22] V. S. Gordon, J. Clevenger, "Computer Graphics Programming in OpenGL with

Java".

[23] A. B. Kpagiios, «O030p MareMaTH4eCKHX MOJEICH OCBEUICHHS MPU TOCTPOCHUN

TpeXMepHBIX cleH,» Hzeecmus Tyal'V, Texnuueckue nayxku, Ne 3, 2010.

[24] M. Bailey, S. Cunningham, “Graphics Shaders Theory and Practice”, 2nd ed., CRC
Press, 2012.

[25] . H. EropoBa, M. A. Ilotemun, «TexHosorus cuHTe3a (HOTOPEATUCTHUHBIX
n3o0paxkeHuit,» Bocmouno-Eeponeiickuil scypHan nepedosvlx mexnonozui, T. 24,

Ne 6/2, pp. 66-70, 2006.
[26] S. Parminder, "OpenGL ES 3.0 Cookbook™, Packt Publishing, 2015.

[27] B. Tlopes, “Kommbrotepnas rpaduka”, Cant-Ilerepoypr: BXB-IletepOypr, 2002.

S7



[28] k. ®onu, A. Bar [IdMm, "OCHOBBI MHTEPAaKTHBHOW MAlIMHHOW rpaduku. B 2-x
kaurax", Tom II, Mocksa: Mup, 1985.

[29] E. Angel, D. Shreiner, “Interactive Computer Graphics. A top-down approach with
shader-based opengl”, 6th ed., AddisonWesley, 2012.

[30] E. A. Camxko, “Kommnbrotepras reomerpus u rpaduka”’, Cankr-Ilerepoypr, 2005.

[31] A. Boreskov, E. Shikin, “Computer Graphics. From pixels to programmable
graphics hardware”, CRC Press, 2014.

[32] B. Phong, "Hlumination for computer generated pictures,” Communications of
ACM, vol. 18, no. 6, 1975.

[33] S. K. Nayar, M. Oren, "Generalization of the Lambertian Model and Implications
for Machine Vision," International Journal on Computer Vision, vol. 14, no. 3, pp.
227-251, 1995.

[34] J. Blinn, "Models of Light Reflection for Computer Synthesiezed Pictures,"
Computer Graphics (SIGGRAPH 77 Proceedings), vol. 11, no. 2, pp. 192-198,
1977.

[35] Mike Bailey; Steve Cunningham, “Introduction to computer graphics,” in
SIGGRAPH Asia 2011 Courses, Hong Kong, 2011.

58



KEKE MAAJIBIMAT

ATbI-)KOHY Maxabart Kyamyp3aeBa
Kapanabiret Keiprei3
Tyynran kyHy >kaHa 26.06.1990, Ksipreizcran
xKepu
Yii-Oynenyk abaisl Huxecus
Ten: +996 773 11 10 58
Fax
E-mail min_kiyal@mail.ru

BUJIUM JAEHID2JIU
Hapazka Okyy xail ByTKeH KbLIbI
Marucrtparypa Koiprei-Typk Manac YHus. 2017
bakanasp Keipre-Typk Manac YHuUB. 2013
Mexkren H. XKynny0aeBa aTbiHIarsl 2008

OpPTO-MCKTCII

NI TAXKPBIMBACHI

KbLn Wi xau Muagern
YET TUJIIEPHU
Opycua
Typxue
AHTIIHCYE
MAKAJIAJIAPDBI

1. Kazak6aera 3. M., Kynmypsaea M. U., ” [IpenogaBanue TpeXMepHOI KOMIBIOTEPHON
rpaduku ¢ UCHojib3oBaHueM HHGopMarnoHHBIX TexHoyoruii”, U3Bectuss KI'TY um. U.
Pas3zaxoBa, 2016

59



