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YJIK 004.92
O. H. Pomanwok
B. I1. Maijiganok
O. O. HoBocebieB

CYYACHI METO/I1 PEJIBE®HOI'O TEKCTYPYBAHHS B
GPU-OPIEHTOBAHUX CUCTEMAX BI3YAJIIBALII

BinHuIbKMi HaIiOHATEHUN TEXHIYHAN YHIBEPCUTET

Anomauin

Poszensnymo cyuacni memoou peanizayii penveprnoco mexcmypysauns Ha epagiunomy npoyecopi (GPU), 30kpema
aneopummu, wjo basylomscs Ha kapmi eucom, maxi sk parallax occlusion mapping (POM), ma nosimui adanmueni i
HeupoHHI nioxoou. Ilpoananizosano npunyunu Gopmysants ncesdopeivedy 6e3 ceomempudnoi demanizayii, a maxKoxtc
iHmeepayiio yux memoois y @izuuHo-o0Ipynmosane pendepune-cepedosguwje (PBR). Okpemy yeazy npudineno numan-
HAM ORMUMI3ayii npOOYyKMUGHOCmi, ad0anmueHozo ubOpy 2aubUHU NPOXOOICEHHS NPOMEHS, BUKOPUCHAHHIO KApm
ckaaonocmi, iepapxiunux cmpykmyp oanux ma GPU-opienmosanux wietioepie. OOIpyHmMOSaHO OOYLIbHICIb BUKOPUC-
MAaHHsL PeNbePHO20 MEKCIMYPYBAHHI K CROCOOY 3MEHUIEHHs HABAHMAIICEHHS HA 2PpahiuHull KOHBEEP Npu 30epedtceHHi
sucokoi sxocmi gizyanizayii. Poboma mae npakmuune snauents 0usi npoekmysanns 3D-0ooamxis y cghepi sizyanizayii,
i2poeoi IHOyCcmpil, MOOeN08AHHs MA IPMYAIbHOL peaibHOCHI.

Kurouosi cioBa: pensedHe TekcTypyBaHHs, Tpadignmii mporecop, parallax occlusion mapping, xkapra Bucot, GPU,
MIKpOT'€OMETpis, Bi3yaurizais.

Abstract

Modern methods for implementing relief texturing on a graphics processing unit (GPU) are considered, in
particular algorithms based on a height map, such as parallax occlusion mapping (POM), and the latest adaptive and
neural approaches. The principles of pseudo-relief formation without geometric detailing are analyzed, as well as the
integration of these methods into a physically based rendering environment (PBR). Special attention is paid to the
issues of performance optimization, adaptive selection of ray depth, the use of complexity maps, hierarchical data
structures and GPU-oriented shaders. The feasibility of using relief texturing as a way to reduce the load on the
graphics pipeline while maintaining high quality visualization is substantiated. The work has practical significance for
the design of 3D applications in the field of visualization, gaming, modeling and virtual reality.

Keywords: render pempedHe TekcTypyBaHHS, TpadidHuii mpomecop, parallax occlusion mapping, xapTa BHCOT,
GPU, mikporeomMeTpis, Bi3yaii3aris.

Beryn

VY cydacHOMy KOMIT'FOTEPHOMY MOJEJIOBaHHI Ta Bizyawizawii penbedHe TekcTypyBaHHs [1-13] mocimae
BXJIMBE MicClle B JOCATHEHHI peanictuuHOcTi 3D-rpadiku 0e3 HagMmipHOTO 30iNBIIEHHS T€OMETPUYHOI
CKJIaJHOCTI creHH. Mloro OCHOBHA MeTa -CTBOPHTH BPaXKEHHs 06'eMHOT TIOBEPXHi Ha ILIACKiil CiTIIi, BAKOpHC-
TOBYIOYH KapTH BHCOT i HOpManeld. OcoOInBy aKTyalbHICTh pelibe(pHE TEKCTYpYBaHHS Ma€ B KOMIT IOTEPHHUX
irpax, VR/AR-cepenoButiax, cuMynsaropax, apxXiTeKTypHiil Bizyasizaiii, e BaXXJIHMBO 3a0€3MEeUNUTH BUCOKY
SIKICTh 300paXKeHHS TP OOMEXEHMX OOUYMCITIOBAILHUX pecypcax. Peamizarisi penbeHOTO TEKCTypyBaHHS
came Ha GPU [11] nae 3mMory eeKTHBHO BUKOPUCTOBYBATH MapajelibHy 00poOKy MiKCelNiB i ()parMeHTiB,
BJacTUBY rpadidyHUM MpolecopaM. 3aCTOCYBaHHS TaKMX METOJIB, sik parallax occlusion mapping, 1o3BoJsie
BiJITBOPIOBATHU JIPiOHI JeTaji -TPilllWHYU, BUCTYIIH, TPaBitoBaHHs -0€3 HEOOXiTHOCTI I0/1aBaHHS HOBHX ITOJIi-
roHiB. Lle cyTTeBO 3HIDKYe HaBaHTa)KCHHS HA T€OMETPUYHUN KOHBEEP 1 JIO3BOJISIE PEHICPUTH CIICHH B pea-
JILHOMY Yaci HaBiTh Ha CIIOXKUBYOMY OOJIaIHAHHI.

OxpiM Bi3yanbHOI SIKOCTi, penbedHe TEKCTypYBaHHS BIUIMBA€ HA OCBITJIICHHS, 3aTIHEHHS Ta B3Aa€EMOJIIO
CBiTJIa 3 MarepiajoM moBepxHi. Hampuknan, camo3aTiHEHHS y METOJax Ha OCHOBI KapTH BHCOT JIO3BOJISE
TOYHiIIE BiJOOpa3UTH MOBEIIHKY CBiT/Ia Ha MikpopiBHi. Peanizaris nux edexriB Ha GPU 3a6e3neuye inTeT-
partito 3 Gpi3UIHO-0OTPYHTOBAHMMH MOJICTISIMH OCBITJICHHS , TiABUIIYIOYH BipOTiHICTh CIIEHU Ta 1i 3aHypeH-
HSL.
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3 MpakTHUYHOI TOYKH 30py, pelbe(HE TEKCTYPYBaHHS JIO3BOJISIE AU3aliHEpaM 1 po3poOHUKaM CTBOPIOBATH
BHCOKOJIETaJIi30BaHI MaTepianu 0e3 3HAYHUX 3aTpaT Ha o04YHMCIeHHS abo 00'eM mam’sTi. 3aMicTh reoMeTpil
MO>KHa 30epiraTu JImiie IBi TEKCTYpH -KapTy HOpMaJleH 1 BUCOT, 110 3HAYHO IMOJIETHIYE PECYPCOEMHICTE TPO-
€kTiB. B ymoBax MoOinbHOI rpadiku abo 3aCTOCYHKIB 31 CTPOrMMH OOMEXEHHSIMHU NPOIYKTUBHOCTI LiE €
KPUTHYHO BaXKJIMBUM.

Pe3yabTaTtu gociaimxkeHHs

CydacHi METOIU pPeIbe(HOr0 TEKCTYPYBaHHS B OCHOBHOMY pPEaji3yrOThCS Ha rpadiuHoMy Iporiecopi
(GPU) [11] i BukopHCTOBYIOTH (pparMeHTHI 1iekiaepu. HaiiOinbin nommpeni TexHiku -1ie parallax mapping,
steep parallax mapping, parallax occlusion mapping (POM) Ta relief mapping [1].

Parallax mapping no3Bossie 3mictutu UV-KoOpAnHATH TEKCTYpHOI BHOIpKH y (parMeHTHOMY MIekaepi
3aJIe)KHO BiJ KyTa OTJIIAy, 30epirarouu Ipu MbOMY HHU3bKE 00YMCIIIOBalIbHE HaBaHTaXeHHs. [IpoTe Taka Tex-
HiKa HEe BPaxOBY€ CaMO3aTiHEHHS Ta TOYHHU MEPETHH BipTyalbHOTO MPOMEHS 3 BUCOTHOIO KapToro. s
BOT0 BHKOPHUCTOBYIOTH TIOKpAllleHi BapiaHTH, 30Kpema steep parallax mapping Ta parallax occlusion
mapping (POM), siki BUKOHYIOTh JUCKPETHUH KPOKOBHUH IMONIYK MEPETUHY MIX IICEBIOIPOMEHEM 30py Ta
TAaHUMU KapTH BUCOT [2].

Peanizanis POM na GPU nepen6auae iTepaTuBHe 3MeHIIIeHHsT koopauHat UV y HanpsMKy, 0OepHEHOMY
70 HampsMy TOTIISAY, JOKH OOYHCIIeHa BipTyasibHA INIMOMHA HE CTaHe MEHIIO abo PiBHOIO 3HAYEHHIO 3
KapTH BUCOT. Takuii MiaXix M03BOJISE TOYHO BiIOOPA3UTH JIOKATBHI 3MIMEHHS, TTOPH, TPIIITUHHN Ta 1HI MiK-
pozeTaii MmoBepxHi HaBiTh NpH ¢ikcoBaHiil reometpii [3]. IlpakTiyHa pearnizamis HoTpedye HOpMaIi30BaHO-
T'0 BEKTOPY OIJISITY Y AOTHYHOMY MPOCTOPi Ta AOTPUMaHHsI cTaOUIBHOI KIJIBKOCTI iTepauiil. Y pa3i moranoro
KyTOBOTO TIOJIOKEHHSI MOXYTh BUHHKATH apTe(aKkTH, IO BUMarae 3apoBaKeHHS MEeXaHi3MiB (eiayBaHHs
abo0 3MeHIIeHHs MacmTaldy penbedy [4].

Bukopuctanns POM Ta aHanorivyHuxX METOAIB CYHIPOBOMKYETHCS MPOOJIEMaMH y BiITBOPEHHI KOPEKTHO-
To piBHS JAeTamizalii TekcTyp. 30KpemMa, 3BHUaiiHe BUKOPUCTaHHS (DYHKITIH BUOIPKH TEKCTYp MOXE JaBaTH
HEKOPEKTHI MOXi/IHi, 0 MPU3BOJUTH 0 TosiBH aliasing-edexTiB. s iX yHHKHEHHSI pEKOMEHIOBAHO 3aCTO-
COBYBaTH METOJH 3 SIBHUM 3aJaHHSIM TOXIIHUX a00 3 (ikcoBanuM piBHeM MinMarminry [5]. Lle ocoGmuBo
aktyanbHo mpu peanizanii PBR (physically based rendering), ae TouHicTh BiATBOPEHHS MiKPOT€OMETpii Kpu-
TUYHA JUTII eHepro30epekeHHs Ta Bi3yalbHOI TOCTOBIPHOCTI [7].

[HII00 BaKITMBOIO CKITAZIOBOIO € caMO3aTiHEeHHS -eeKT 3aTiHeHHs obnactell penbedy, siKi € HeloCTyII-
HUMU JJIs1 JDKEpelia CBiTja uepe3 BUCTYIU camoi nmoBepxHi. Y POM 1ieii epekT mocsaraeThes IIITX0M JA0AaT-
KOBOTO TIpoxoAy ray marching y HanpsiMKy A0 JpKepena cBiTia. SIKIo Ha MeBHOMY eTalli 3unTaHe 3HAYeHHS
BHCOTH TIEPEBHUIIYE TIIMOMHY MPOMEHS, TOYKA BBKAETHCS 3aTiHEHOW. Takuil miaxig € 00YNCIIOBAIBHO J10-
POTHIM, TOMY 4YacTO 3aCTOCOBYIOTH ioro smuie it ommwkHix LOD-piBHIB a00 Ha 00MEXEHHX 30HaX TOBEp-
xHi [7].

Kpim xmacnunnx meronis POM, cyuacHi pymrii Bizyarizaiii BIIpoBaKy0Th reoMeTpuyHi displacement-
miaxoau, 30KpeMa Ha 0a3i Teccensuii abo mesh shaders. ¥ pymii Unreal Engine 5 akTUBHO BUKOPHCTOBY-
€Tbcs cucteMa Nanite, sika J03BOJISIE IPENICTABISATH JETANBHY TEOMETPII0 32 JOMOMOIOI0 MiIBHOHIB TPUKYT-
HUKIB, 10 aJalTHBHO ITiJBAHTAXYIOTHCS 3 ypaxyBaHHIM MacmTaly cueHu ta Kyta ornsany [10]. [Ipore Ha-
BiTh y TaKUX YMOBax penbe(dHEe TEKCTypYBaHHs HE BTpaya€ aKTyallbHOCTI, OCKLIBKH BOHO 3a0e3Medye THyd-
KIiCTb JIs MaTepianiB 0e3 3MiHu reomerpii [11].

3 GPU-opienToBaHO0i TOUYKH 30py, pearnizanis POM moBuHHa OyTH ONTHMI30BaHOIO 3 ypaxyBaHHSAM 00-
MEXXEHb NapaJIeIbHOI0 BUKOHAHHS: YHUKAETHCS HaJAMIpHA AMBEPreHLis BEHBIIETIB, PO3raly KEHHS B LIUKJIAX
MiHIMI3YIOTBCS, BUKOPUCTOBYEThCA (DiKCOBaHA KiNBKICTh iTepamiid i3 MoJadbIInM YTOYHEHHSIM Pe3yJbTaTy.
Kpim toro, y Vulkan i DirectX 12 peanizoBano moxiuBocti mesh shading, siki 103BOIISIIOTE peani3oByBaTH
penbed Ha eTarni TeHeparlii reoMeTpii, a He Jmmie y GparMeHTHOMY e Iepi, 0 BiTKPHUBAE HOBI IEPCIIEKTH-
Bu [12].

BucoTtHo-penbedHe TEKCTypyBaHHS TaKOXK Ma€ 3HAYHWH BIUIMB Ha iHTETpaIlilo 3 CHCTEMaMH TiHEH, TJo-
OanmpHOTO OCBITIIEHHS Ta ambient occlusion. J{ns 3a0e3neueHHs y3roKEHOCTI MK pesbe)OM Ta 3aTiHEHHSIM
BUKOPUCTOBYIOTHCSI TEXHIKHM, II0 BPaXxOBYIOTh MIKPOT€OMETpit0 Npu reHepanii rmbuan B G-O0ydepi, adbo
Creliani3oBaHi METOJH EKPaHHOTO IPOCTOPY, SIKi BPaXOBYIOTh pelbed mpu oOuUcIeHHi okio3ii [13].

CyuacHi 3acobu penzepunry Ta rpadiuni API (ax-ot DirectX 12, Vulkan) miaTpumytoTh THy4YKe yrnpas-
JiHHSA meiaepamMu, 10 03BOJSE CTBOPIOBATH KacToMHi peamizaiii POM i3 miarpumkoro self-shadowing,
MyJbTHKaHAILHOTO OocBiTieHHs, LOD Ta expanHoro ¢eiimyBanHs. 3aBIsKH [IbOMY PO3POOHUKH OTPUMYIOTh
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THCTPYMEHT JIJIsl CTBOPEHHS TNIMOOKUX, JIETalli30BaHUX IOBEPXOHb 0e3 301IBIICHHS MOJIINrOHATFHOIO HaBaH-
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Puc. 1. Peanizaist pense(HOT0 TEKCTYypyBaHHS

Cxema (puc. 1) 300paxkae MOBHY JIOTiKy peaji3amii pelbepHOro TeKCTypyBaHHs y rpadidHOMY MpoIeco-
pi, TOYMHAIOYM 3 BHUXIIHUX JAHWX y BUTJSIII KapTH BUCOT 1 3aKiHUYIOUM BiJOOpakKeHHSIM pe3ylbTaTy Ha
eKpaHi. Y JiBiil YacTHHI cXeMH 3HAXOAUTHCS 070K «BrcoTHa KapTa», M0 MO3HAYa€e TEKCTYPHE 300payKeHHS
y BIATIHKaX Ciporo, [ie sICKpaBicTh BiAIOBIi/Ia€ JIOKAJIBHINA BUCOTI IOBEepXHI. Bif miei kapTu Hae cTpiika a0
(parMeHTHOTO IIelaepa, y SKOMY BilOyBaeThCs OCHOBHA 00poOka. Hwkue po3zramoBaHo Oyok «BximHa
citka (Mesh)», mo nepenae Tomomorito 00’ €kTa Ta BUKOPUCTOBYEThCS 1711 moOymoBu TBN-matpwi -6a3ucy
B notuaHOMYy mipoctopi. [TodynoBana TBN-maTpuis nomaerbes B 6510k «llepeTBopeHHS HAPSAMKY HOTIISTY»
Ui (OpMYBaHHS HANPSIMKY OMJISAAY Y AOTHYHOMY HPOCTOPi, HEOOXiTHOTO I MOJANIBIIOTO MPOXOMKECHHS
npomeneM. LlenTpanbHe Micie Ha cxemi 3aiiMae 010k «PparMeHTHHH HIelaep», 1o 00podisie pparMeHTH 3
ypaxyBaHHSM TEKCTyp. Y ILbOMY OJOII BHKOHYIOTHCS METOIM pEeNbe(pHOr0 TEKCTYpyBaHHS, 30KpeMa
«Parallax Mapping» Ta «Parallax Occlusion Mapping». ¥ mporieci BHKOPUCTOBY€ETBCS KapTa BUCOT 1 HOpMa-
JIe, a TAKOXK HAIPSIMOK MOy, 1100 o0uncnutH 3cyB UV-koopauHar i cumynoBati penbed. I3 hparmen-
THOTO TIeHepa TaKOXK BiATANYKYIOTHCS OKpeMi OJOKH, SKi BiIIOBINAIOTH 32 pO3pPaxXyHOK CaMO3aTiHEHHS,
3MiMIEHHS TEKCTYPHUX KOOpPAWHAT Ta OTpuMaHHs Hopmaneil mus PBR-ocitinenns. bimok camo3zaTiHeHHS
MoKa3ye MPOXOJKEHHsI I0IaTKOBOTO TIPOMEHS 10 JKepelia CBiTIa, IO TepeBipsie, Ui TIeBHA TOYKa Ha TIOBe-
PXHi OTpAIUIsi€ B TiHb BiJl eneMeHTiB penbedy. OKkpeMuii 670K BiAMOBigae 3a iHTErpaliro 3 CHCTEMOIO TI10-
OampHOTO OCBiTIEeHHA, 30kpeMa SSAO -oxmro3ii y mpocropi ekpaHa. [IpaBopyd Bix HeHTpalbHOI YacTUHU
cxemu po3ramoBani 0moku «LOD» (piBHi neranizauii) Ta «Mesh Shaders / Vulkan / DirectX», mo no3nava-
10T cydacHi rpadiuni API Ta Mmetoam ontumizanii oourcnens Ha GPU. Bonu orpumyroTs AaHi 3 pparmeHT-
Horo meinepa Ta TBN-nipocTopy, 3a0e3neuyroun aganTamiro OOYUCIIEHb 1Tl KOHKPETHUH piBeHb JeTaliza-
1ii. Y HIOKHIA 9aCTHHI cXeMH BigoOpaxeHo 00k «Ekpan», 0 sIKOTO CXOAATHCS BCi MOTOKH JTaHUX 1 00UHC-
JIeHb, JISMOHCTPYIOUH, IO PE3YIbTAT PeNbe(hHOr0 TEKCTYpYBaHHS (DOPMYEThCS HA OCHOBI IOEIHAHHS TeoMe-
Tpii, TeKCTYp, ocBiTIeHH: Ta anroputMiB Ha GPU. CTpinku Mixk OJIOKaMH LTFOCTPYIOTB MTOCIIOBHICTH 004 H-
cienb: cnovyatky popmyerbess TBN-mpoctip, moTiM pparMeHTHUI HIelep BUKOHYE iTepaTUBHUM TOIIYK 32
noromororo height map, gani UV 3minnyerbcs, BAOMPAIOTHCS HOBI TEKCTYpPHI 3HAYCHHSI, OOYHMCITIOETHCS HO-
pMaiib, 0AAa€ThCS CaMO3aTiHEHHs 1 (PiHATbHO OTPUMAHWI KOJip BHBOJUTHCS Ha €KpaH. Y BEPXHil YacTHHI
3a3HaueHo, IO peajizallis BUKOHYEThCs y IeraepHomy koxai Ha Mol HLSL a6o GLSL, 3anexno Bix API
(DirectX um Vulkan).

PosrnsirnemMo HOBI MeTO/IH, SIKi 3’ SIBHITHCH 200 HAOYIIW TMOIIUPEHHS IPOTSTOM OCTaHHIX KUTBKOX POKIB.

OJMH 3 TAKMX METOJIB -ananTuBHuii Parallax Occlusion Mapping. Moro cyTh nomsrae B ToMy, 1O Kilb-
KiCTh KPOKIB TIpY TpacyBaHHI POMEHsI Yepe3 KapTy BUCOT He € (iKCOBAHOI, a 3aJIEKUTh BiJl KyTa OTJISIITY
KaMepy a0 JOKaNbHOI CKIaJHOCTI KapTh. TakuM YMHOM, Ha JUITHKAX i3 BUCOKMM HaxXWJIOM a00 BEJIMKOIO
JeTalTi3alli€l0 BUKOHYETHCS OibIle iTepariil Al TOYHOTO O0YHMCIEHHS penbedy, TOMI K Ha CIIOKIHHUX abo
Maiike MepIeHINKYIIPHIX J0 MOy JUISHKaX BHTPATH 3MEHIIYIOThCS. Lle M03BOIIsE TOCATTH Kpamioro
OaslaHCy MK SIKICTIO 1 IPOAYKTHUBHICTIO, 1110 OCOOJIMBO BaXKJIMBO s irop i VR-goaarkis.
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[HIIMM HOBHMIM MiJIXOJ0OM € BUKOPHUCTaHHs KapT CKJIAIHOCTI . Y TaKUX CXeMax Iie 10 BHKOHaHHA POM
00YHCITIOETHCS PIBEHB CKJIAHOCTI BUCOTHOI KapTH I KOXKHOIO MiKcess abo 0oky. Lle MokHa 3po0uTH 3a
JOTIOMOTo10 BiIbTpiB, AK-0T onepaTop Colens abo 1HIIMX rpaieHTHUX METO/IB, SKi BUSBIAIOTH 3MiHY BH-
cotd. OTpuMaHa KapTa MOTiM BUKOPUCTOBYETHCS AJIs1 BU3HAYCHHS KUTBKOCTI iTepaniil mix yac ray-marching,
a00 HaBITh JUI1 BUOOPY TOro, YU BapTo 3actocoByBaT POM B3araii. Lleii MeTton oco0irBo eeKTUBHUIN Ha
IeTEPOreHHMX TOBEPXHAX, J€ ACAKi 001acTi HOTPEOYIOTh JETAILHOIO PEILERY, a IHIII -Hi.

[Ile onuH BaXIMBHUI HANPSM -BIPOBAPKEHH i€papXiyHUX CTPYKTYP JAHHX, IO TO3BOJISIIOTH MPUCKOPH-
T BuKoHaHHs o0uncieds y POM. Crogu Hanexxath Rectangular MIP Ta inmi cnerianizoBaHi iHAEKcaIliHHI
CTPYKTYpPH, SIKi JOIIOMAararoTh YHUKATH HaJMIpPHOIO OOYMCIIEHHS B IMIAJIKUX 30HaX. 3aBISKU LIUM CTPYKTY-
paM QparMeHTHHUI wIieiaep MOXe IIBUALIEC BUKIIOYATH HENOTPiOHI AIISHKH W 30CepelDKYyBaTUCh JIMIIE Ha
THUX, IO MICTSTh CKIQJHUN peiabed.

HoBuM peBOIOMIMHNM HAIpsIMOM € 3aCTOCYBaHHS HEHPOHHWX METOMIB. Y paMKaxX ITLOTO IIXOTy 3a-
MicTb Tpaauniiiaux height map i normal map BUKOpPHUCTOBYIOTBCS TaK 3BaHi HEHPOHHI MaTepianu Bonu mo-
XKYTb T€HepyBaTH JaHi Ajsl penbedy 3a JONOMOTOI0 MOMEPEAHbO HABYCHUX MOJIENeH MAIIMHHOTO HaBYaHHSI.
Hanpukiag, Mmetoau Ha 3pa3ok NeuMIP 103BosiFOTh CTBOPIOBATH CKJIA/HI BidyalbHi edekTu penbedy 0e3
SIBHOI'O BHKOPHCTAHHS KapT BHUCOT, 3aMIiHIOIOYM iX HelpoHHHMHU odceramu (neural offsets). Taki migxomu
JIEMOHCTPYIOTh BpayKarouy Bi3yallbHY SIKiCTh, 3MEHIIYIOUH 00CAT AaHuX 1 THCK Ha mam’ it GPU.

Kpim Toro, y HoBux API, Takux sk Vulkan ta DirectX 12, 3’sBummch mesh shaders Ta task shaders, siki
TO3BOJISIIOTH TIEPEHECTH YaCTHHY OOpOOKH penbedy Ha TEOMETPUYHUHN PiBEHB. 3aBISKH IHOMY CTaJI0 MOXK-
JIUBUM YaCTKOBO T€OMETPUYHO TIPEACTABIIATH pelibed), komOinyroun #ioro 3 POM abo displacement mapping.
Hanpuxmnaz, 3amicTe TpacyBaHHS y (parMEHTHOMY IIeiepi esKi eIeMEeHTH TOBEPXHI MOXYTh OYTH CTBO-
peHi abo yrouHeHi 3a monomMororo mesh shader, mo q03BoOJsE JOCATTH MPABIIIFHUX CHIIYETIB Ta YHUKHYTH
TICeBIOTIEPETUHIB, MpuTamManHux POM.

Takox crocTepiraeTbcsi TEHIACHIIS IO 1HTerpamii penbeQHOT0 TEeKCTypYBaHHS 3 CyYaCHUMH METOAAMHU
rII00aJRHOTO OCBITIIEHHS, a00 HaBITH TpacyBaHHS MPOMEHIB y peanbHOMY Yaci. Lle mo3Bossie BpaxoByBaTH
MIKpOTeOMeTpito penbedy B TI00aNbHIA MOZIENI 3aTiHEHHS, 10 3HAYHO MiABUIIYE PEaTiCTHYHICTh CIICHH.
Hanpuxnaz, penbed Moxe He nuiie neopMyBaTH NOBEPXHIO, @ i CTBOPIOBATH TiHi Ta OKIIO311 B 3aJI€3KHOCTI
BiJ KOH(Irypalii moBepXHi Ta TOJ0KEHHs [PKepena CBiTia.

Ha 3aBepmienns1, HoBiTHI MeTou penbedHOTO TekcTypyBaHHs Ha GPU [11] moenHyroTh y c00i THYUKICTh
KJIACHYHMX MiJXO/iB 1 MOTYXHICTh Cy4aCHOT'O alapaTHOrO Ta MPOrpaMHOTro 3a0e3neueHHs. 3aBIsKU aanTh-
BHOMY POM, kapTam CKIagHOCTIi, iEpapXiyHUM CTPYKTypaMm, HEWpOHHMM MarepianaM Ta iHTerpamii 3 mesh
shaders i rimo6amsHUM OCBITIEHHSIM, PO3POOHHUKH OTPUMYIOThH IIIMPOKHUI CIIEKTP IHCTPYMEHTIB AJISI CTBOPEH-
HSI BUCOKOPEATICTUYHHX Bi3yaJIbHUX e(eKTiB 0e3 KpUTHIHOTO HaBaHTXXEHHs Ha cuctemy. Lli MeTonn akTH-
BHO PO3BUBAIOTHCS i TIOCTYMOBO iHTETPYIOTHCS B PYILii HACTYMHOTO MOKOJNiHHSA, 30kpema Unreal Engine 5,
Unity HDRP Ta ixmi.

Takum urHOM, pearizarisg penbedHOro TekcTypyBanHsa Ha GPU - 11e moeAHaHHS TEOPETHYHUX MPHUHIINIIIB
noOyJJ0BU MIKpOT€OMETpii, alrTOpUTMIYHOI ONTUMI3amii JJi1 MacoBOrO Hapalesi3My Ta iHTerparii 3 cydac-
HUMU peHJepUHT-NalituialinamMu. J{ocBia ykpaiHChbKUX qociiaHuKiB, 30kpeMa BHTY, nmiarBepmkye akTyaiib-
HICTBH JIOCII/DKEHHS I[bOTO HANPAMKY SK 3 TOYKH 30pY OCBITHIX NpOTrpaM, TaK i 3 MO3HWIINA iHXXEHEPHOTO
BIIPOBA/KEHHS B iIrpoBY Ta BisyaltizaliiiHy iHIycTpii [15].

BucHosku

PenbeHe TeKcTypyBaHHS € BaXJIMBUM KOMIIOHEHTOM CYYacHOi KOMII'IOTE€pHOI rpadiku, 1o
JI03BOJISI€ 3HAYHO MIJABUILUTHU BI3yalbHY SIKICTh 300paXkeHb 0€3 MoTpedu y AeTani3oBaHiil TeoMeTpii.
Peanizanig uporo niaxony Ha GPU 3a0e3neuye edeKkTUBHE BUKOPUCTAHHS MapaieabHOI apXIiTEKTY-
pu rpadiuHOTO TpoIlecopa, 0 KPUTUYHO BAXKIIUBO IS peaibHOro yacy. Cepesl HOBITHIX METO/IIB
penpeHOro TEKCTYpyBaHHs OCOOJIMBY yBary 3aciyroByloTh ajanTuBHi cxemu Parallax Occlusion
Mapping, BUKOPUCTaHHSI KapT CKJIAJHOCTI, 1€papX1YHUX CTPYKTYp JaHUX Ta HEMPOHHUX MOJEINIEH.
Ii TexHIKM JO3BOJISIIOTh JUHAMIYHO 3MEHIIUTH OOYMCIIIOBAJIbHE HABAHTA)KEHHS, aJalTylOud pPeH-
JIEPUHT J10 3MICTY CLIEHH Ta TapaMeTpiB KaMepH.
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3acTocyBaHHS pelbe(HOrO TEKCTYpyBaHHS TaKOXX Mae€ BaromMe 3HaueHHs s (pi3uuHO-
OOTPYHTOBAHOTO PEHJICPUHTY, BIUIMBAIOYM HA 3aTIHEHHS, PO3CIIOBAHHS CBITIA Ta MIKpoQaceTHy
Mojielb oBepxHi. TexHomorii HoBoro nokomiHHSA - Taki sk mesh shaders, GPU-driven geometry, a
TaKOX 1HTErpalis 3 MIO0ATPHUM OCBITJICHHSIM -ITIJICHIIOIOTH MTOTEHITIAN penbedy B CUCTEMAX Bi3y-
anmizauii. Y miacymKky, penbedue TekctypyBaHas Ha GPU He nuie 30epirae CBOO akTyalbHICTb, a i
€BOJTIOIIOHYE Y BIAMOBIAL HA HOBI amapaTHi MOXKJIMBOCTI, CTAal0OUX HEBiJ'€MHOIO YaCTHHOIO Tpadiu-
HOT'O KOHBE€Epa K Y HAyKOBO-TEXHIYHUX, TaK 1 B IFPOBHUX 3aCTOCYBaHHSIX.
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