KomnbloTepHan
[‘paduka

TekcTypsbl



TekcTypbl

TekcTypa — 9TO KapTUHKa, rpacdunyeckoe
n3o00pakeHne, KoTopoe HAHOCUTCHA Ha OO BEKTDI.

bnarogaps Tekctypam, Mbl OTNiM4aeM NnecyHaHyro
OOPOXKY OT acdansTUpPOBaHHOW, OePEBAHHLIN ALWMK
OT KAMEHHOW IblObl, KNPNNUYHYIO CTEHKY OT CKarnbl U T. 0.




TekcTypbl

[To3BoNsieT BOCNPOU3BECTN Marible 00BLEKTbI NOBEPXHOCTHN,
cO34aHue KOTOPbIX NONUroHamMmm okasanochb Obl Ype3MepPHO
pecypcoemMKnmMm. Hanpumep, wpambl Ha KOXe, CKnagku Ha
oaexne, Mefikue KaMHU 1 npoyne npegmMmeThl Ha
NOBEPXHOCTM CTEH U MOYBHI.




[Tnkcenbl U Tekcensol

e pixel, or picture element

MUHMUMarnbHasa eguHULLA ABYMEPHOro LUmdpoBoro
N3o00paxkeHus, a Tak e afieMeHT MaTpuLbl ANCMIEEB

» texel, or texture element (also texture pixel)
MUHUManbHast eanHNLA TEKCTYPbl TPEXMEPHOIo 0OBbEKTA.

« [Ins noeanbHOro otobpa)xeHusa TEKCTYPbl KONMMYECTBO
TEKCEeNnoB JOJMKHO COoBMaaaTb C KONMMYECTBOM MNMUKCENIOB

yBennyeHHoe
Konunyecrtso

o nsobparkeHue
Tekceneum u
OAuH Tekcenb
oTobparkaeTca BO
MHOrO NMKcenemn
MOHMTOpPA

nukcenemn '
cosnagaer




TeKcTypHble KoopaAMHATD

[TpoLlecc HamnoXeHusi TEeKCTypbl Ha OOBLEKT Ha3biBaloT
TEKCTYPUPOBAHMEM UM ManNUpPoOBaHMEM (OT  aHrI.

mapping).
TekcTypbl HaknagblBalOTCA Ha OOBLEKT C MOMOLUbI Tak
Ha3blBaeMbIX TEKCTYPHbIX KoopAauHaT (texture coords).

(0,0) (10 RS (0,0) (1,0)

(0,1)

(1,1) (x2.y2)

(1.1)

[Tapa BenuumH (u,v) OOHO3HAYHO YyKa3biBa€T Ha 3fIEeMEHT
TEKCTYpPbl, Ha3blBaeMbIN TEKCENEM.



TeKcTypHble KoopaAMHATD

* UV-npeobpa3oBaHue B TpEXMEPHOU rpadnke
(aHrn. UV map) — cooTBeTCTBME MeXay KoopanHaTamu
Ha NOBEPXHOCTU TPEXMEPHOro obbekTa (X,Y,”2)
n KoopamHaTtamu Ha tekctype (U, V).

* Pa3BépTKka MOXET CTPOUTLCS KaK BPYYHYIO, TaK U
aBTOMAaTUYECKM.

3-D Model UV Map




TeKcTypHble KooOpaAMHATD

[1pnBA3bIBAIOTCA K KaXXOoW BEPLUNHE CETKN

ObbI4HO 0b0o3HavatoTesa s, i, r, q

K TEKCTYpPHbIM KOOpAMHATAM MOXHO NPUMEHATb MaTPUYHbIE
npeobpa3oBaHUs

[TlpaBunna noBTopeHuns nnm obpesaHus (clamp/repeat)

HBHOEe 3agaHue:

glBegin(GL_QUADS);

glTexCoord2f(0.0,0.0) 1.0,-1.0,-1.0)

glTexCoord2f(0.0,1.0); glVertex3f(-1.0, 1.0,-1.0);

glTexCoord2f(1.0,1.0); glVertex3f( 1.0, 1.0,-1.0)

glTexCoord2f(1.0,0.0); glVertex3f( 1.0,-1.0,-1.0)

; glVertex3f(-

b

gIEnd()



[lpoeumnpoBaHne TEKCTYPHLIX KoopanHaT

 BmecTo 3agaHus Kaxaou
KoopanHaTbl O6BbEKT MbICIIEHHO
npoeunpyeTca Ha cdepy, UMnmHap
NN NNOCKOCTb.

» KoopauHatbl B COOTBETCTBYHOLLEN
cucTemMme KoopauHat
NCNOSb3YKTCSA B KA4ecTBe
TEKCTYPHOW:

 [Nnockoctb — X, y
* UnnuHgp — o, z
« Cchepa— ¢, 6




Taunuur (Tiling)

* BUWA HAJNOXEHNSA TEKCTYP Ha OOBHEKT «MNO TUMY MOKNENKN
000€eB C PUCYHKOM»
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Pa3mMepHOCTb TEKCTYP

OOHOMEpPHbIE
Kak ABYMepHble, HO B OAUH NUKCE/Ib BbICOTOM

[1BymepHble
TpexmepHble

Ob6BbEMHbIE NNOTHOCTU, TOMOTPaMma U T. 4.
256x256%x256x4=64 M6



MacLutabupoBaHue

 Bpoaneke MHOro tekceneun npeteHOyOT NONacTb

B 1 nnuKkcenb aKpaHa
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MacLwitabmnpoBaHue

OOHOMY NUKCENto Ha 3KpaHe MOXET COOTBETCTBOBATb Kak
MHOIo MeHbLLEe, TaKk U MHOro 6osblle OOHOro NUKcens
TEKCTYpblI
YBenuyeHme n ymeHbolleHune

B3aTb 6amKanwmnm nukcensb (nearest)

BUAMHENHO MHTEPNOAMPOBATL YeTbipe BANMNKANLWNX NMUKCENs

(linear)



MacLutabupoBaHue

* MN3o0b6paxeHne nyyiue BCEro BbIMAANT, Koraa
aeTanu3auusi TEKCTYpbl 61iM3Ka K paspeLleHmnto aKkpaHa.

* Ecnn paspelueHune aKkpaHa BbICOKOE (TEKCTYypa CIULLKOM
ManeHbKasn/o0bEeKT o4eHb BNM3KO), Nony4vaeTcs
pa3MbITOE N30bpakeHune.

* Ecnun xe paspelueHmne TeKCTYpPbl CIINLLKOM BbICOKOE
(TEKCTypa CNULLKOM Benuka/obbekT o4eHb Janeko),
nony4yaem cnyvamHbie MMKCenn — a 3HauuT, NoTepto
MernKux getanen, MepuaHue.

* [lony4yaeTtcs, 4TO nyylie UMeTb HECKOJNIbKO TEKCTYP
pasHoOu geTanuMsaumm U HaknagbiBaTb Ha OO BLEKT Ty,
KOoTopasa Haubonee nogxoauTtT B AaHHOU CUTyaLUM.



Heckonbko ypoBHeW geTanusaumm
TEKCTYpbI (Mipmap)

OpuruHanbHoe usobpaxeHue O6b|L|HO reHepI/IpyI-OTCFI C
YMEHbLUEHNEM NMUHEWHbIX
pasMepoB BABOE:
256x64
128x32
64%x16
32x8
16x4
8x2
4x1
2x1
1x1

W Tak ganee...
H = .
1/64

1 nukcenb

MpenBapuTenbHO OTHUNLTPOBaHHbIE U306paXKeHUA
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MIP-TekcTypupoBaHue (MIP mapping)

®* MeToA TEKCTYPUPOBAHUA, UCNONb3YHOLWMNI HECKO/IbKOKOMNIA OAHOM
TEKCTYpPbl CPAa3HOW AeTaIn3aLmnen.

e HasBaHuWe npoucxoamuT ot nat. multum in parvo — « MHOroO B Masiom».

e O6bIYHO CeayoLWKMN YPOBEHD AeTaNMN3aU MM MeHbLUE B ABa pa3a
No pa3peleHunto K npeablaywemy (256x256, 128x128, 64x64, ...)




MIP-TekcTypupoBaHue (MIP mapping)

e 306parkeHune nyylle BCero BbIrMAANT, Korga Aetanusaums
TEKCTYpPbl 6/1M3Ka K pa3peLleHnto SKpaHa.

e Ecnun paspelueHme sKpaHa BbICOKOE (TeKCTypa
CNLLKOM MasieHbKasa/0b6beKT oueHb 6113K0),
noJsiyyaeTcs pa3mblToe n3obparkeHme.

e EcCnu XKe paspelleHme TEKCTYPbI CIMLKOM BblICOKOE
(TeKkcTypa cAnWwKom Bennka/ob6beKT oueHb AanekKo),
nosiy4aem cnyvyamHbie NMMKCEeNN — a 3HAYUT, NOTEPIO
MeIKUX AeTanen, mepLaHme.

e MonyyaeTcs, YTO IyyLLEe UMETb HECKOJIbKO TEKCTYP Pa3HOM
AeTanusaumm u HaknaablBaTb Ha 06bEKT Ty, KOTopas
Hanbonee noaxoauT B AaHHOW CUTYaLUM.



MIP-TekcTypupoBaHue (MIP mapping)

[PaHULbI NPUMEHEHUA:
e Pacxopn BMAeonamsT yBeMYNBAETCA HATPETb

e He pewaeT npobaemy TEKCTYP, HaX0AALWMXCANOA, OCTPbIM YI/IOM
K 3pUTeNto - BUAHA YETKaA rpaHmua mexay MIP-yposHsamu.

_-'ha'prmapping With Mipmapping

- Colored Mipmaps Bilinear OAHaKo C HUM nyyLe, Yem 6e3 Hero



YMeHbLLUEHME C NCNONb30BaHMEM Mipmaps

Boluncnaem wnpuHy (BblCOTy, NaoWwanb) NMKCeNa B TEKCTYPHbIX
KOOpAWHATax 1 onpeaenaem KosdpPmumeHT macwuTabnpoBaHms
TEKCTYpbl

Bbibnpaem 6anKanwmii NMKCcenb 13 6anMKanwero no macwtaby
Mmunmana (nearest-mipmap-nearest)

NHTepnoanpyem yeTbipe NUKCcena n3s bamxanwero no macwtaby
munmana (nearest-mipmap-linear)

Bbibnpaem 6ankanwmm nnKkcenb U3 AByx 6AM¥KanLLIKMX NO MacTilaby
MMUMNM3NO0B 1 MHTepnoanpyem ux (linear-mipmap-nearest)
NHTepnoanpyem No YeTbipe NUKcena U3 AByx 61nKanmx no
MacTWwaby mMMNManoB n MHTepnoampyem pesynbtar (linear-mipmap-
linear)



OunbTpaums

e OdunbTpaums TeKCTyp Heobxoamnma, T.K. NO3ULUN TEKCenewn
0OblYHO He COBMNAAAtOT C MMKCENAMM IKpaHa.

e KaKoun n3 tekcesneun BbibpaTb 4159 OTPUCOBKM NUKcena ?

grid of pixels on soreen

applied i
to 3D polygon i




dunbTpauna. bunmHenHas

CpeaHee 3HayeHUe OT CYMMbIl YETbIPEX COCEAHUX TEKcenen

QR
(8 a\
Bilinear

Bilinear Interpolation creates new pixels based on color averages from both the

horizontal and vertical neighbors of the area to be resized.
YBennyeHHoe [Nocne
n3obpaxkeHue bes NPUMEHEHUA
dbunbTpaymnmn bunmHenHoro

dbunbTpa

PaboTta bunmnHenHoro dunbTpa YMmeHbleHne nsobparkeHume c
npMMeHeHnem bunmnHenHoro puabTpa



dunbTpauna. bunmHenHas

[PaHULUbI NPUMEHEHUA:

e XopoLio noaxoanT AnaoTobparKeHnaA, Koraa Ha OTPUCOBKY
KaxKaoro nukcena npeteHaywot [0.5, 2] tekcena.

* T.e. ucxogHoe M306pa)KEHllle YMEHbLLWEHO B A1BAd Pa34,
nanyeseinyeHo B iBa pa3d

* 3a rpaHMuaMmm NPUMEHUMOCTU NPOUCXOANT NOTEPA TEKCENEMN
N Pa3MbITUE TEKCTYPbI



dunbTpauna. bunmHenHas

MoaunduKkaumm bunmHenHom dunbTpaumm

MOHO CK/1aablBaTbLBETA
coceHUX TEKCENEN,
YMHOEHHbIe Ha UX
naowab

e\ _'__, ../_, Bicubic
o = / R

Bicubicinterpolation is the most artistically pleasing
method for resampling an image.

Bukybuueckas
dbunbTpaumna ucnonblyet 8

coceaen



dunbTpauuna. TpunmHenHas

e bunnHenHaa punbrpayma + MIP mapping

® LBET NUKCeNA = cpeaHeB3BELLEHHOE BOCbMU TEKCENEN:
no yeTblpe Ha ABYyX coceaHmnx MIP-TeKcTypax.

e B cayyae, ecnu popmynbl MIP-TEKCTYpMpPOBAHUA AAOT CaMyto
KPYMHYO UK CaMyto ManeHbKyto n3 MIP-TeKkctyp,
TPUNINHENHAA PUNbTPALIMA BbIPOXKAAETCS
B OUIMHENHYIO.

Bilinear Trilinear



dunbTpauuna. TpunmHenHas

No Mipmaping No Mipmaping Mipmaping Mipmaping Mipmaping
Point Sampling Linear Bilinear Trilinear 16x Aniso Tril.




OunbTpauna. AHM3OTpOoNHa4A

®* MEeTo4 ynyyvyweHnAa Ka4yecTtBad M306pa)-KEHMFI TEKCTYP Ha
NnoBEepPXHOCTAX, CU/IbHO HAK/TIOHEHHbIX OTHOCUTE/IbHO Kamepbl

® BHOCUT MEHbLLUE Pa3MbITUS U MO3TOMY MO3BONAET
COXPaHUTb 6O NIbLLIYIO AeTaNIbHOCTb N30b6parkeHna




OunbTpauna. AHM3OTpOoNHa4A

(BUnMHenHaa unn TpUNMHENHaAAPUNbTPALMUA)
+ RIP mapping (pa3sutmne MIP mapping) x2 x4 x8

MIP mapping
256x256,
128x128,

X2

x4
X8

RIP mapping
256x256, 256x128, 128x256, ...
128x128, 128x64, 64x128, ...



OunbTpauna. AHM3OTpOoNHa4A

[PaHULbI NPUMEHEHUA:

e TpebyeT 60onblIE BUAEONAMATU U CKOPOCTU €€ paboTbl (AecATKH
rurabanTB cekyHAay)

e CTonb 60nbluMe TPeOOBAHMA KNAMATU YMEHbLLAIOT 33 CYET
CYKATUA TEKCTYP U KILWMPOBAHUA



B3anmogencrtesme ¢ matepuanom

* irHopMpoOBaTb MaTepPUas; UCNOIb30BaTb TO/IbLKO LIBET TEKCTYPbI
(pac4yéT OCBELLEHHOCTM BbIK/HOYEH)

e CMeLWmnBaTb PaccyMTaHHbIN UBET UBETOM TeKcTypbl (blend)

 MoaynupoBaTb (YMHOXKaTb) LBET LBETOM TEKCTYPbI

* OrpaHn4YNTLCA 06PaABOTKOM YaCTU KOMMNOHEHT:
ToNbKO APKOCTb
Tonbko RGB
Tonbko anbda
Anbda 1 APKOCTb
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Moaynauma Hopmaneu

Mpocton cnocob co3ganma apPpekTa penbedpHOM NOBEPXHOCTH
c AeTann3saumen bonblien, Yem NO3BoONAET NOJIMFOHA/IbHAA

NOBEPXHOCTb.




Moaynauma Hopmaneu

[Mo3BOASIET HU3KONOAMUIOHAIbHOM MOAENN BbITNAAUTD
BbICOKOMOJIMTOHAbHO (C Xopowen aetannsaumen)

No Normal Map With Normal Map



Moaynauma Hopmaneu

Ob6nasaTenbHoe ycnosue: sddeKT A0CTUraeTCA 3a cHET
OCBeLlleHUA NOBEPXHOCTU NCTOYHUKOM CBETa

6e3 KapTbl HOpMmanemn C KapToOW HOpManewu




OcHOBHaA naen

Bo3bméM 0b6bI4HYIO NIOCKOCTb (2TpeyronbHMKa)

B Ka*KaoM BepLiMHE HOPMaab OAMHAKOBAA -
nepneHanKynapHa na0CKOCTU

Mpwn oTpncoske byaem 6paTb HOpMaab HE U3 BEPLUMHDBI,
a U3 cneuuanbHOM TEKCTYPbI — KapTbl HOpManen

KapTa HoOpMmasieu pe3ynbrat



OcHOBHaA naen

® Ha oTpunCOBKY 06bEKTa BANAET NOJIOKEHUE
MCTOYHUKOB CBETA MKAMeEpbI

® [Ipn 601bLLIOM HAaK/IOHE KaMEpPbI K MOBEPXHOCTU
BMAHO, YTO 3TO NNIOCKOCTb

e T.e.Ha BMAEOKapTe HE FTeHEPUPYIOTCA HOBbIE
TpeyronbHUKKM (Mx Bcero Aga) - MAET nrpa ¢
HOPMaNAMMU, MPUYEM B NMUKCEIbHOMLLENaepe.




OcHOBHaA naen

Ewe pas:

® EcaunbpaTtb HOpMaab U3 BEPLLUUHbBI, TO NOAYYaeTCA NJIOCKOCTb

® EcaunbpaTtb HOpManb U3 KapTbl HOPMaEN, TO NONYHaETCH
penbedHan NOBEPXHOCTb




KapTta HoOpmanen

B HeM xpaHUTCA HOPMa/b, NPUYEM B cneunduyHom Buae:
® T.K.3TO TEKCTypa, TO B HeM xpaHuTca useT (R,G,B)
(R,G,B) B ananasoHe [0.0,1.0]

HopMmanb umeer (X,y,z) B AnanasoHe[-1.0, 1.0]

3HauuT (X,y,2) = (R,G,B) * 2 -1

n Haoboport: (R,G,B) =((x,y,z)-1)/2

Hopmaib, KOTOPYIO MOYKHO M3BJiIeYb U3 KapTbl HOpManen,
((x,y,z) = (R,G,B) * 2 - 1) yka3aHa B crneuuanbHON CUCTEME
KoopauHaT- tangent space



Tangent space

® JlokanbHaa cucnutema KoopamHat
(05 KaXKa0M BEpPLLUUHbI - CBOA)
® CTpouTcAHa OCHOBE HOPMAJIN BEPLUUNHDI:
N (Normal) - Hopmanb BEpPLUMHBI
T (Tangent) - KacatenbHas
B (Binormal) - GBuHOpManb

® Bce BEKTOpPa eAnNHNYHbIEe N OPTOINTOHAJ/IbHbI APYTI APYTY

\é"”
v

Fignre 47. Tangent Space Defined at Polygon Vettices




Tangent space

[1yCTb:

® n,,, — HOPMa/b M3 KapTbl Hopmanen n. = (R,G,B) *2-1

® N — HOPMaab U3 BEPLINHBI (B TOKAaNbHOM C.K.)

® t— KacaTtenbHaA (Nt0bon BEKTOP, OPTOrOHaNbHbIN K
HopmanueepLunHbl ) t = cross( n, float3(1,1,1))

® b — 6MHOpPManb (BEKTOP, OPTOroHabHbINA K HOPMaAnu
KacaTtenbHou) b =cross(n, t)
(pyHKUMA cross() AocTynHa B Wenaepax)

N~ PE3YIBTUPYHOWAA HOPMAJib (,EIII'IFI pacyéeTa ocBelleHunA
nocse nepeBoa €e B rn06aany+o CUCTemy KOOp,EI,VIHaT)

— * * *
Nies = Niex-X t+ Niex-Y b+ Niex-2 ™ N



Llenpep GLSL

uniform sampler2D textureNormalMap;

vec3 calcNormalFromNormalmap(vec3 localNormal, vec2 uv)
{
// PaccuntbiBaem 6a3uncHble BEKTopa €.0. Hopmanu (tangent space)
vec3 n = normalize( localNormal.xyz );
vec3 t = normalize( cross(n, vec3(1,1,1)) );
vec3 b = cross(n, t);

// JocTaém HopMasb U3 KapTbl BbICOT
vec3 normal = texture( textureNormalMap, uv ).rgb;

normal = normalize( normal * 2.0-1.0);

// PaccunTbiBaem pesy/ibTUPYIOLLYHO HOPMa/ib
vec3 resultingNormal = normalize( normal.x * t + normal.y * b + normal.z * n);

return resultingNormal;



[Toyuemy KapTa HOpManencnHaAA
?

Ncxopa nspopmyn
n.=(RGB)*2-1

o= gl g bRl

O6bIYHO OTKNOHEHMA OT HOPMaNM HeboNbLIME, TO eCTb
NPoeKLUMA BEKTopa BAOIb HOPMau CyLLLeCTBEHHO bonblue,

4yem NPoeKUUn BAOb APYIUX OCEN: H > H 7 H,

A npoekuymna sAo/ib HOpmMasim U eCtb CMHAA KOMIMOHEHTA
; : :"?:r ‘}“\'ﬂ.. 7 e e e




Moaynsauna Hopmaneu (npmnmep)

1. CHa4yana HanoXuTb KapTy HopMmarnewn Ha cdepy




Moaynsauna Hopmaneu (npmnmep)

43



KomnbloTepHan
[‘paduka

Normal mapping



3agada #6

HapucoBaTb 3emrito,
NCNonb3ys
KapTy HopManewu

B BEPXHEWN YacTu
XOPOLLUO BUOHO ropbl
(MOHronbCKue ropbil
Haa NHonen)




3agadva #6. KopoTtko.

1. CHayana HaNoXUTb KapTy HOpMmanei Ha chepy




3agava #6. [logpobHo.

Co3patb matepuan MaterialEarth.
[nsa 3TOro B3ATb KOA, OCBELLEHMA U3 BEPLUMHHOIO Weaepa
B 3aga4e #3 1 nepeHecTn ero B NMKCEe/IbHbIN LLenaep.

[Moyemy ?

1. T.K.4TOObI 4OCTAaTb HOPMa/b U3 KapTbl HOPpManeun (TekcTypbl),
HY»XHO BbI3BaTb GyHKUUIO tex2D() —a oHa pocTynHa
TONbKO B MUKCEeNbHOMLLENAEpE.

2. [epeHoc ocBeLEHUA B MUKCE/NbHbIN Wenaep No3BONAET
MCMNONb30BaTb HU3KOMOAUTOHaAbHble moaenu (mesh-u). A
BbIF/1IA4E€Tb OHWN BYAYT KaK BbICOKOMO/IMIOHANbHbIE - 32 CYET
TOro, YTO OCBeLLEeHUA ByaeT PacCcUnTbIBATLCA MOMMUKCENbHO.



3agava #6. [logpobHo.

3agada BepLUMHHOro Wwenaepa - nepenatb AaHHble B NMUKCENbHBIN.
Hwuxe nepacrasneH KyCcok BepLUNHHOIO Lwenaepa.
struct VS_INPUT
{
floatd Position : POSITION;
float4 Normal : NORMAL;
float4 Color :COLOR;
float4 uvl : TEXCOORDO;

I

struct VS_OUTPUT
{

float4 Position : POSITION;
float4 Color : COLORO;
float4 uvl : TEXCOORDO;
floatd LocalPos : TEXCOORD1,;

float4 LocalNorm :TEXCOORD2;



3agava #6. [logpobHo.

3agada BepLUMHHOro Wwenaepa - nepenatb AaHHble B NMUKCENbHBIN.
Hwuxe nepacrasneH KyCcok BepLUNHHOIO wwenaepa.
struct VS_OUTPUT

{

float4 Position : POSITION;
float4 Color : COLORO;
floatd uvl : TEXCOORDO;
floatd LocalPos : TEXCOORD1,;

float4 LocalNorm : TEXCOORD?2;
I

Ob6paTtnte BHUMaHWE, YTO HAM HY>XHO MONOXWUTb B TEKCTYPHbLIE KOOPANHATbI
(3TO NPOCTO PEerncTpbl, KOTOPbLIX AOCTYNHO 8 LWTYK) NO3ULUIO 1 HOpMarb
BepLuHbI. Hopmarb Hy>XHa anda diffuse U specular ocBeLleHUA B MUMKCENbHOM
wenepe. Nnosmuna HyxxHa gnsa specular oceeLleHns B NMKCenNbHOM Legepe.



3agava #6. [logpobHo.

Torga B NUKCeENbHOM LWengepe MOXHO DyaeT cnonb3oBaTh 3TU AaHHbIE.
Hwuxe nepacrasneH KycoK NUKCenbLHOro wenaepa.
struct PS_INPUT

{

float4 Position : POSITION;
float4 Color : COLORO;
floatd uvl : TEXCOORDO;
floatd LocalPos : TEXCOORD1,;

float4 LocalNorm : TEXCOORD?2;
I

Homepa permnctpos (TEXCOORD) AomkHbl coBragaTb B BEPLUMHHOM U
NUKCESIbHOM LLengepax.



3agava #6. [logpobHo.

CHayasia HYXKHO peann3oBaTb OCELLLEHUE B MUKCESIbHOM
lwenaepe Ha ocHoBe 0bblIYHOW HOpManu (Hopmanu ms
BEPLUUNHDbI).

[Mpnyem AOoCTaTOYHO B3ATb U3 3a4a4n #3 Koa ocBelleHUA
diffuse n Tonbko oT 0AHOrO NCTOYHMKA - directional.

Korpa ocBeweHune byaet pabotatb NpaBuUAbHO, MOXHO
NPUCTYNUTb K HOPMAN U3 KapTbl HOPManen

— * * *
n. =n_.x*t+n_.y*b+n_.z*n
PaccymTtaTb HOBYIO HOPMa/ib NO 3TON popmyne n
MCNOJIb30BaTb B PACHETE OCBELWEHUA BMECTO HOPManun um3

BEPLUUHDbI.



3agava #6. [logpobHo.

-— %k * t 3
n. =n_x*t+n_.y b+ n_.z*n

O6paTVITe BHUMaHWE, YTO A/14 PACHETA OCBELWLEHNA HOPMaAJ/ 1A
HYXKHO NMpmBeCTnN B rn06anb|-|yro cmcremy KOopaunHar.

Eweé pa3: cHayana ocBeTUTb cPepy B MUKCENbHOM Lienaepe
(gocTaTtouHo directional ncrtouHunka ceseta). Notom B3ATb HOPMasb
N3 KapTbl HOPMAaNEN N HaNOXKUTb TEKCTYPY 3eM/IN.




KomnbloTepHan
[‘paduka

Mesh Import



VIMNopT mesh-en

3d-nNpunoXXeHns cCoOCToAT U3 mesh-en 1 Kkoga

e mesh co3gaeTtca B3d-pegaktope
(3ds Max, Maya, Blender, u 1.4.)

® mesh 3KCNOPTUPYIOT U3 3d-peaakTopa
B OMHApPHbIN NN TEKCTOBLIN dpann

® mesh MMMOPTUPYIOT B CBOE NPUITOXKEHMNE
13 3TOro panna



dopmaTbl Pannos

Kaxabin 3d-pegaktop (B HEM gm3anHep co3gaeT mesh-un)
eCTeCTBEHHO MMEeET CcBOM popmaTt dpanna ansd akcnopTa

File Edit View Get Content Help

k e Ly B " A
Expart... Ztrl+E |
k k Export ko Other 30 Format Export OBJ... Chrl+E
M aya .M al .M b Export FEX.., Chrl4+x
Google 30 Warehause. ..

Export BYH... Chrl4Yy

Blender * blend

Reload F5
Ecit

HekoTopble dpopmaTthbl nogaepXxmearoT
MHoOrue 3d-pegakrtopbl
* fox

*.0bj (NpOCTON TEKCTOBLIN popMarT)



dopmart *.obj

OTKPbITbIN TEKCTOBLIN dhopMmaT

https://ru.wikipedia.org/wiki/Obj
http://www.martinreddy.net/gfx/3d/OBJ.spec

NMPUHAT pa3padboTymkamm MHOTMX 3d-pegakTopoB

e-Frontier's Poser, Maya, XSI, Blender, MeshlLab, Misfit Model 3D, 3D Studio Max 1 Rhinoceros 3D, Hexagon,

CATIA, Newtek Lightwave, Art of lllusion, milkshape 3d,Modo, Cinema 4D, Zanoza Modeller n 1. A.

XPaHUT TOJTIbKO FrEOMETPUIO

BEPLUNHbI
e no3vuus
e HopMmarnb
® TEeKCTYpHble KOOpANHATbI
MOSUIOHBI
® TPEYronbHUKK

e KBaapaThbl m \

“"7.-]

vt

vn
vn
vn
vn

-5.000000
-5.000000
5.000000
5.000000
-5.000000
-5.000000
5.000000
5.000000
0.000000
0.000000
0.000000
0.000000

5.000000
-5.000000
-5.000000

5.000000

5.000000
-5.000000
-5.000000

5.000000

0.000000
0.000000
0.000000
0.000000

0.000000
0.000000
0.000000
0.000000
0.000000
0.000000
0.000000
0.000000
1.000000
1.000000
1.000000
1.000000


https://ru.wikipedia.org/wiki/Obj
http://www.martinreddy.net/gfx/3d/OBJ.spec
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=E-Frontier's_Poser&action=edit&redlink=1

dopmart *.obj. OnncaHwue.

# OTO KOMMEHTapuUn

# Cnuncok BepLUnH, ¢ koopauHaTamu (X,y,z[,w]), w siBnsieTcsa He ob6a3aTenbHbIM 1 MO YMOMYaHMUIo
1.0.

v 0.1230.234 0.3451.0

V...

# CrnncoK TEKCTYPHbIX koopauHar (u,v[,w]), w aBnaetcs He obsasaTenbHbIM U o ymonyaHuio 0.
vt 0.500 -1.352 [0.234]
vt ...

# Cnucok Hopmanen (X,y,z); Hopmanu MoryT BblTb HE HOPMUPOBAHHbLIMW.
vn 0.707 0.000 0.707
vn ...

# TpeyronbHUKM U KBagpaTbl XPaHATCS Tak

# fvi/vt1/vn1 v2/ivi2/vn2 v3/vt3/vn3 v4/vt4d/vn4d
#v1 -wuHOEeKc U3 crnmcka BepLUmH

# vt1 - nHOekc n3 cnucka Tekc. KoopanHat

# vn1 - HOEKC M3 crrcka Hopmarnen

f1/1/1 2/2/2 3/3/3

f..


https://ru.wikipedia.org/wiki/%D0%95%D0%B4%D0%B8%D0%BD%D0%B8%D1%87%D0%BD%D1%8B%D0%B9_%D0%B2%D0%B5%D0%BA%D1%82%D0%BE%D1%80

dopmart *.obj. OnncaHwue.

# TpeyrosnbHUKK
# MOryT XpaHUTbCA Tak

# vHOekcbl No3numn/Tekc. koopa./Hopmanu ...

#fvi/vt1/vn1 v2/vt2/vn2 v3/vt3/vn3
f1/1/1 2/2/2 3/3/3

# nnéo

# nHaekcbl No3uunn/Tekc. koopa. ...
# fv1/vt1 v2/vt2 v3/vt3

f1/12/2 3/3

# nnbo

# nHaekcbl No3vuuu/Hopmanu ...

#fv1/ivt1 v2//vt2 v3//vt3
f1//11 2112 3//3

# KBagpaTbl
# MOryT XpaHUTbCS Tak

# MHOekcbl No3nunn/Tekc. koopa./Hopmanm ...
#fv1/vt1/vn1 v2/vt2/vn2 v3/vt3/vn3 v4/vid/vn4
f1/1/1 2/2/2 3/3/3 4/4/4

# nnbo

# NHAOEKCbl No3nuUun/TeKC. KOopa. ...
#fv1/vt1 v2/vt2 v3/vt3 v4/vt4
f1/12/2 3/34/4

# nnbo

# vHAeKcbl No3uunmn/Hopmanu ...

# f v1//ivt1 v2/Ivt2 v3/Ivt3 va//vi4
f1//1 2//12 3//13 4//4



3agada #7

Cpoenatb kKnacc MeshObijFile, KOTOPOMY B KOHCTPYKTOP NepenaeTcs NyTb
00 obj-panna - oH erosarpy<aer.

3arpys3nTb 3 o0bekTa: Kyd, cdhepy naom
(dpann GraphicsEngine_2016-11-20 Obj_only.zip B DropBox)



https://www.dropbox.com/sh/qdextik8m4t2f9b/AAAXcJBo6Hatnvx9EOQz6mIZa?dl=0

