MiHICTEpCTBO OCBITU 1 HAYKH Y KpaiHH
YHIBEpCUTET MUTHOI CIIPaBH Ta (H1HAHCIB

dakynbTET IHHOBAIIHIX TEXHOJIOT1H
Kadenpa koM 1oTepHUX HayK Ta 1HXKEHEPIi MPOrpaMHOTO 3a0e3MeueHHS

KBamidikamiiina poboTa marictpa

Ha TeMy: «OnTumiszallis peHIAepUHry 31 300pa’KeHHS Ha OCHOB1 OKTOJIEPEBa»

Buxkonas: ctyaent rpynu K23-2M

CroeriajpHICTh 122 KoMIT’ roTepHI HAVKH

Pa6oBonenko E.A.

(mpi3BumIe Ta iHimiamm)

KepiBHuk K.T.H., 1011. YbsgHoBcbKa FO. B.

(HayKOBHI1 CTYyIIiHb, BUCHE 3BaHHS, NIPi3BHILE Ta iHiI{iam)

Peuienzent VYHIBepcUTET MUTHOI COPABU Ta

dbiganciB

(micue poboTn)

Jloneut xkadeapu k10epOe3nexku ta

1HGoOMapMaIIHHUX TEXHOJIOTTHI

(mocana)

K.T.H., no1. Kimum B.1O.

(HayKOBHH CTYIiHb, BYCHE 3BaHHS, MIPi3BHUILE Ta iHIIlIAIN)

Huinpo — 2025



AHOTAILIIS

Ps6oBonenko E.A. Onrumizanis pengepunry 3D-300paxkeHb Ha OCHOBI
OKTOJIepeBa

Kpanidikamiitna pobora Ha 3400yTTS OCBITHBROTO CTYIIEHS Marictp 3a
cnemianpHicTI0O 122 «Komm’toTepHi Haykn». — YHIBEPCUTET MHUTHOI CIpaBH Ta
¢inancis, Juimnpo, 2025.

O0’ekTOM JOCHIKEHHS € TMpOLeC PEHIAECPUHTY TPUBUMIPHUX CIEH Y
BiJIeOITpax.

[IpeameT gocaiKeHHS — METOIM Ta AITOPUTMHU ONITUMI3AIT peHaepuHry 3D-
300paKeHb.

Metoo po0OTH € po3poOKka ajIropuTMy omntumizailii pesaepunry 3D-
300pak€Hb Ha OCHOBI OKTOJIEpEBa ISl 3HMIKEHHS OOUYMCIIOBAIILHUX BUTpPAT IMPHU
30epeKeHH1 BUCOKOI SIKOCTI Bi3yalli3ani.

JlunimomHa poOoTa MpUCBAYEHA PO3poOIl Ta JOCHIKEHHIO aIrOpUTMY
ONTHUMI3allli MPOIECY PEHACPUHTY TPUBUMIPHUX 300pakeHb, IKUN 0a3yeThCsi Ha
BUKOPUCTaHHI MPOCTOPOBUX CTPYKTYp MOAUTY CLEHM — OKTOoAepeBa. Y poOOTI
MIPOBEICHO aHayli3 METOJIB ONTHUMI3allli PEHACPUHTY, TaKUX SK pacTepu3arlis,
TpacyBaHHs npomeHiB, Level of Detail Ta Occlusion Culling. BusnaueHo kito4oBi
MIIXOAW 1O 3HM)XEHHS OOYMCIIOBAIBLHOIO HABAHTaXXEHHS TMiJ 4yac OOpOOKHU
CKJIAJHUX TPUBUMIPHUX CII€H. 3alpOlNOHOBAHUN aJTOPUTM pEaNi30BaHO Y
cepenoBuili Unity 13 Bukopuctanusam C#. IIpoBeieHO TecTyBaHHSI MPOTrpamMHOro
MPOSYKTY, SIKE MIATBEPANIO €PEKTUBHICTh 3HI>KCHHS HABAHTAXKECHHSI Ha rpadiuyHui
poLecop.

[IpakTUyHa LIHHICTH POOOTH TMOJSATAE Y CTBOPEHHI aITOPUTMY, KN MOXeE
OyTu BUKOpUCTaHUH y chepi po3poOKH BiACOIrOp, CUCTEM BIPTYaJTIbHOI PEAIbHOCTI,
apXiTEeKTypHOI Bi3yamizailii Ta IHIIUX 1HTEpPaKTUBHUX 3D-momaTkiB st
3a0e31eueHHs OaJlaHCy MK MPOIYKTHUBHICTIO Ta SIKICTIO 300paKEHHSI.

KitouoBi cnoBa: pernepunr, 3D-rpadika, Occlusion Culling, Octree, Level

of Detail, Unity, C#.



ABSTRACT

Ryabovolenko E.A. Optimization of 3D Image Rendering Based on Octree
Diploma thesis (project) for obtaining a master's degree in speciality 122 "Computer
Science." - University of Customs and Finance, Dnipro, 2025.

The object of the study is the process of rendering three-dimensional scenes
in video games.

The subject of the study is methods and algorithms for optimizing 3D image
rendering.

The aim of the work is to develop an algorithm for optimizing 3D image
rendering based on an octree to reduce computational costs while maintaining high-
quality visualization.

This thesis focuses on the development and investigation of a 3D image
rendering optimization algorithm based on the use of spatial partitioning structures
— the octree. The research includes an analysis of rendering optimization methods
such as rasterization, ray tracing, Level of Detail, and Occlusion Culling. Key
approaches to reducing computational load during complex 3D scene processing are
identified. The proposed algorithm was implemented in the Unity environment using
C#. The developed software product was tested, confirming its efficiency in
reducing GPU load.

The practical significance of the work lies in the development of an algorithm
that can be applied in the fields of video game development, virtual reality systems,
architectural visualization, and other interactive 3D applications to ensure a balance
between performance and image quality.

Keywords: rendering, 3D graphics, Occlusion Culling, Octree, Level of
Detail, Unity, C#.
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BCTVII

AxmyanvHicms 0ocnioxcenns. Y cydaCHUX YMOBaxX PO3BUTKY KOMI FOTEPHOI
rpadikdy Ta TPHUBUMIPHOTO MOJETIOBaHHA 3pocTae moTpeda y CTBOPEHHI
e(heKTUBHUX METOJIB ONTHUMI3allii peHaepuHry 3o0paxenb. Cknagni 3D-cienu 3
BHCOKOIO JIETaJI3alll€l0, 110 BUKOPUCTOBYIOTHCS B ITPOBiM 1HAYCTpii, BipTyanbHil
peaNbHOCTI, apXiTEKTypHIN Bizyami3amii Ta kKiHemartorpadi, 4acTo MOTpeOyIOTh
3HAYHUX OOYMCITIOBAIILHUX pecypciB. lle CTBOpIOE BUKIMKH JIA JTOCSTHEHHS
OanmaHCy MIX SIKICTIO Tpaiké Ta MPOYyKTHUBHICTIO.

OmHuM 13 KJIIFOYOBHX MM1JIXO/IIB JJO ONTHUMI3allli peHIEPUHTY € BUKOPUCTAHHS
CTPYKTYp MPOCTOPOBOTO MOJLTYy, 30KpeMa okrtoaepeBa (Octree). Lleit meron
JIO3BOJISIE 3MEHIIIUTH 0OCSAT OOYMCIICHB, NUISIXOM MOAUTY CIEHU Ha MiJ00JacTi Ta
o0poOKM JuIIe THX O0'€KTIB, sKI Oe3mocepeHhO BIUIMBAIOTh Ha KIHIIEBE
300paxxeHHs [1].

[HHOBALIIMHICTD MOCHIKEHHS 0a3ye€ThCsl HA BUKOPUCTAaHHI ONTUMI30BaHOTO
QITOPUTMY PEHACPUHTY Ha OCHOBI OKTOJIEPEBA, 110 MOEJHYE MPOCTOPOBUN MOILT
CIICHU 3 aJallTUBHUM YIpaBlIiHHAM piBHeM Jetanizaiii 00'ekTiB (Level of Detail,
LOD). BukopucranHs LbOTO aJTOPUTMY JO3BOJISE 3MEHIIUTH OOYHCIIIOBAIbHE
HABAHTAKEHHS, 30epiraouu Npy LbOMY BUCOKY SIKICTb 300pakKeHHS.

Mema pobomu — po3poOka alropuTMy oONTHUMI3aIli peHjaepuHry 3D-
300pakeHb Ha OCHOBI OKTOJIEpEBa [IJISl 3HMIKEHHS OOUYMCIIOBAIILHUX BUTpPAT MPHU
30epeKeHH1 BUCOKOT SIKOCTI Bi3yalli3ali.

Memoou oocniddcenns — METOAM TPOEKTYBAHHS, PO3POOKH MPOTPAMHOTO
3a0e3nedeHHs], MeTo] Teopii iHdopmarrii, o0poOka Ta aHasi3 iHpopMaiii.

VY BIANOBIAHOCTI [0 TIOCTABJIEHOI METH Yy KBali(ikauiiHii poOoTi

BUPIIIYBaJINCh HACTYIIHI 3aBAAHHS:

1. AHani3 HAQyKOBHX JDKEpen II0A0 aJrOpUTMIB PEHAEPUHTY Ta METOIIB
OITUMI3alIii;
2. Po3pobka anroputMy 3 BHUKOPUCTAHHSIM CTPYKTYp IPOCTOPOBOTO

NOJLIy;



3. Ilporpamua peani3aiist aroOpuT™My B cepenoBuii pymris Unity;

4, [lepeBipuTH BIAMOBIAHICTH MPOTPAMHOTO MPOAYKTY (PYHKIIIOHATHHUM
Ta He(PYHKIIIOHAIIbHUM BUMOTaM.

Ob'ekm Oocniddcenns — TPOLEC PEHACPUHTY TPUBUMIPHHX CIEH Y
BiJIeoIrpax.

lIpeomem oocnidxcenns — METOIU Ta aNTOPUTMU peHaepuHr 3D-300paxkeHb
Ta IX MpOrpaMHa peaizaiis

[IpakTu4Ha MIHHICTH POOOTH MOJIATAE Y PO3POOIIl AJITOPUTMY, IO MOXKE OyTH
3aCTOCOBAaHUHN y pO3pOOIIl KOMI IOTEPHUX ITOp, CUCTEM BIpTyabHOT PeaqbHOCTI Ta
IHIIUX 1HTepakTUBHUX 3D-n07aTKIB, /1€ BAXKIMBO 3a0€3MeYnTH 0aJaHC MIXK SKICTIO
300pa’KE€HHS Ta MPOTyKTUBHICTIO.

Pobora cknanaerbcs 31 BCTyly, TpPbOX pO3IUIIB, BHCHOBKIB, CIIHCKY
BUKOPUCTAHUX JpKepenl Ta noaaTtkiB. OOcsIr poOOTH CTaHOBUTH 64 CTOpIHOK

OCHOBHOI'O TE€KCTY, 45 pUCYHKIB Ta | Tabmui.



PO3LT 1 JOCJIPKEHHS IMPEJMETHOI OBJIACTI. IOCTAHOBKA
3ABJAHHA JOCIJPKEHHA

1.1 Anani3 my6mikauii oo peHaupuary 31 300pakeHpb

Pengepunr TpuBuMipHuX 300pakeHb € PyHIaMEHTATFHUM IIpoiiecoM y chepi
KOMI'IOTEpHOI Trpadiku, SKUH TMEPEeTBOPIOE TPUBUMIPHI MOJENI Ta CIEHH Ha
JIBOBUMIpHI 300pakeHHsI, MPUAATHI 7151 BiMoOpaxkeHHsI Ha ekpaHi abo apyky. Bin
BKJIIOYA€ OOYMCIIEHHS 1 BiI0OpaKeHHS T€OMETpii, TEKCTYp, OCBITIICHHS Ta 1HIINX

napaMeTpiB COCHU JIsI CTBOPCHHA peaJ'IiCTI/ILIHOFO a00 CTHIII30BaHOTO BUTTIAOY.

Pucynox 1.1 — Ilonironansue npeacrasienss 3/ 00’ exty

IcTopuuynuit  po3BUTOK peHACpUHTy Oepe CBiMl MOYATOK 3 TMEpIIuX
KOMI'IOTEpIB, KOJM JOCHIJHUKK TMparHyjid BiATBOpUTH peanictuyHi 3D-
300pakeHHs Ha ekpani. Y 1960-1970-x pokax Oynu po3poOsieHi 6a30Bi alrOPUTMHU
peHIEpUHTy, Takl SK pacTepu3ailis Ta TMPOCTI MOJETl OCBITJIICHHS, SIKI
BUKOPUCTOBYBAJIUCS JJIsi CTBOPEHHS MPOCTUX BI3yaJIbHUX €(PEKTiB. 3 PO3BUTKOM
TEXHOJIOTIA Ta amapaTHOro 3a0e3MeuUeHHs 3'SBWJIKMCS OUIbII CKJIagHI METOJH,

30KpeMa TpacyBaHHs MPOMEHIB Ta rj00agbHEe OCBITIEHHS, 10 JO3BOJIHIO JOCSITTH
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BHUCOKOTO pIBHA pPEaliCTUYHOCTI 300paxkeHb. CbOroJHI PEHIEPUHT MIUPOKO
3aCTOCOBYEThCSI B KiHemarorpadi, Bijeoirpax, apXIiTeKTypHId Bizyami3ali,
BIpTyaJbHIN Ta JIONMOBHEHIN peabHOCTI.

TpuBuMipHA CIEHa CKJIAaJa€ThCS 3 YOTHPHOX OCHOBHMX KOMITOHEHTIB:
reoMeTpii CIIEHH, MaTepialliB 1 TEKCTYp, OCBITJICHHS Ta mapameTpiB kamepu. Koxxen
13 X €JIEMEHTIB B3a€EMO/II€ MK COOOF0, CTBOPIOIOYM KOMITJIEKCHE Ta PealiCTUIHE
Bi3yaJIbHE TPE/ICTABICHHS BipTyalbHOTO CBITY [1].

['eomeTpist clieHM € OCHOBOIO Oy/ab-fKOI TPUBHUMIPHOI Kommo3uilii. Bona
BU3Ha4ae (opMy, po3Mip 1 po3TalryBaHHS O0'€KTIB y TPUBUMIPHOMY MPOCTOPI.
['eomeTpryHe MOJENIOBaHHS 3IMCHIOETHCS 3a JOIOMOTOI0 MHOKMHHU BEpILUH,
pebep 1 TpaHeH, sIKI YTBOPIOIOTh TMOJITOHANBHI CITKH. HalnommupeHimum
IPUMITUBOM Y MOJITOHAJIBHOMY MOJIETIOBaHH1 € TPUKYTHUK, OCKUIBKY BiH FapaHTye
IUTAHAPHICTh MOBEPXHI Ta CHpoIlye Ipouec oduucieHHs. [Ipote mns ckiagHuX
bopM MOXYTb BUKOPHCTOBYBATHCS KBaJapaTH, OaraTOKYTHHUKH Ta KpPHBOJIIHIMHI
noBepxHi, 30kpemMa ciutaiau Ta HepBu (NURBS). BaxnuBoro ckiiaioBoro reoMerpii
€ TaKoXX HOpMaji — BEKTOpH, MEPHEHAMKYJSIPHI JI0 TOBEPXHI TpaHeH, sKi
BUKOPUCTOBYIOTBCS ISl KOPEKTHOTO PO3paxyHKy BiAOUTTS cBiTia. ['eomerpis
CIIEHU BHU3HA4a€ (Pi3UUHy CTPYKTYPY BIPTYaJbHOTO MPOCTOPY Ta CIyrye O0a3ucom
JUISL IOAAJIBIINX €TaliB PEHICPUHTY.

Marepianu Ta TEKCTypH HaJalOTh O00'€KTaM CIEHM 1XHI Bi3yallbHi
BJIACTUBOCTI, BU3HAYAIOUW, SIK TOBEPXHI B3a€EMOJIIOTH 31 CBITJIOM. Martepianu
ONMHCYIOTh ONTUYHI XapaKTePUCTUKHU IMOBEPXHi: KOJIp, BIJOMBHY 3AaTHICTH,
MPO30PICTh, TOKA3HUK 3aJIOMJICHHS, IIOPCTKICTh Ta 1HII mapaMmeTpu. Taki momeni
sk biina-®ounra abo Kyka-ToppeHca 103BOJISIFOTE TOYHO MOJICTIOBATH BiAOWUTTS
CBITJJa Ha OCHOBI (I3MYHUX NPUHIUMIB. TEeKCTypu K € JIBOBUMIPHUMHU
300paKEHHSIMH, SIKI HAKJIAJAIOThCSl HA TIOBEPXHIO TPUBUMIPHUX OO0'€KTIB 3 METOIO
JOJaHHS JeTajizalli Ta pealiCTUYHOCTI. 3a JOMOMOTOK TEKCTYPHOTO MAIIHTY
MO>KHa BIATBOPUTH JAPIOHI AeTalll MOBEPXHI: HEPIBHOCTI, KOJIbOPOBI BI3EPYHKH YU
CTPYKTYpH1 0c00JMBOCTI MaTepiamiB. TexHiku bump mapping Ta normal mapping

JIO3BOJISIIOTH CTBOPIOBATH 1MIO3110 TIIMOMHM Ta penbedHOCTI 0e3 301IbLIEeHHS
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T€OMETPUYHOI CKIIamHOCTI Mozem. [loemHanHs MartepiamiB 1 TEKCTyp 3abe3nedye
MPaBIONOI0HE BIATBOPEHHS PI3HOMAHITHUX MOBEPXOHb.

OcBiTJIeHHS BU3HAYA€ Bi3yalbHY aTMOC(hepy CIIEHU Ta CIPUMHATTS IisgaueM
il KoMIoHeHTIB. BoHO Mogenioe cmociO SIKUM CBITJIO B3a€EMOJI€ 3 00'€KTaMu,
CTBOPIOIOYM €(PEKTH CBITJIa Ta TiHI, IO JOJAIOTh INTMOMHU Ta PEAICTUYHOCTI. Y
TPUBUMIPHHUX CIIEHaX BUKOPHUCTOBYIOTHCS P13HI TUIH JKEPEIT CBITIIA:

. point lights — BunpomiHOIOTH CBITJIO PIBHOMIPHO B YCiX HaIlpsIMKax 3
OJHIET TOYKH, TMOJAIOHO 10 JaMIIOYKU. BOHW CTBOpPIOIOTH 4ITKI TIHI Ta
BUKOPHCTOBYIOTHCS /AJIS JIOKAJTbHOTO OCBITJICHHS 00'€KTIB.

. directional lights — imiTytoTh mapasieibHi POMEHI, TaKi K COHSIYHE
CBITJI0. BOHU OCBITJIIOIOTH CIIEHY PIBHOMIPHO Ta BHKOPHUCTOBYIOTHCS IS
CTBOPCHHSI ICHHUX CIICH.

. spotlights — BUIIPOMIHIOIOT CBITJIO B KOHIYHIA (hOPMI, JTO3BOJISIOUN
OCBITJIFOBATH IE€BHI 00JIACTI CLIEHH Ta CTBOPIOBATH JpaMaTH4HI €PEKTH.

. area lights BHIIPOMIHIOIOTH CBITJIO 3 TIEBHOI MOBEPXHi, IO CHpPUSE
CTBOPEHHIO M'SIKMX TiHEH 1 peasliCTUYHOMY PO3CIIOBAaHHIO CBITJIA.

Kamepa BipTyanpHOI clieHH BU3HAYa€ TOUKY 30py 3 SIKOI TJIsiAad crocTepirae
3a moaisiMu. BoHa Moientoe BIaCTUBOCTI peaibHOi (hOTOKaMEpH YU JIFOJICBKOTO OKa,
BKJIFOYAIOYH TTOJIOKEHHS, OpIEHTAIllI0, (DOKYCHY BIJICTAaHb Ta MapaMeTPH MPOEKITII.
[TepcnekTrBHA TPOEKITISI BUKOPUCTOBYETHCS ISl CTBOPCHHS €eKTy TIMOWHU, e
00'eKTH, SKI 3HAXOMATHCS Aami BiJ KaMepH, 3/1al0Thcsa MeHIIMMH. Lle Biamosimae
IPUPOAHOMY CIIPUMHATTIO IPOCTOPY Jt0AnHO0. OpTorpadiuHa NpoeKIis, HaBMIaKH,
30epirae peajibHI po3Mipu 00'€KTIB HE3aJEKHO BIJ] iXHHOTO PO3TAITYBaHHS II0JI0
KaMepu Ta BHUKOPUCTOBYETHCS JJISI TEXHIYHUX 1 apXITEKTYpHHUX Bizyaizalliid, Je
BaXKJIMBA TOYHICTH PO3MIPIB 0€3 croTBOpeHb nepcnektuBu. [lapamerpu xamepw,
taki gk KyT oryisany (Field of View), rmubuna pizkocti Ta miagparma, BIUTMBAIOTh Ha
KOMIO3UIIII0 Kajapy, (OKyCyBaHHsS Ha TNEBHUX O0'€KTaX Ta 3arajibHy €CTETHKY
300pakeHHs [5].

[Tepen BimoOpaxeHHSIM Ha eKpaHi rpadivydi JaH1 MPOXOASITh KUIbKA €TaIiB Yy

TaK 3BaHOMY KOHBeepi rpadiyHoro penaepunry. Lleil koHBeep 3a3Buyail BKIIIOUa€e
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00poOKy BepInH, 30ipKy MPUMITHBIB, TEOMETPUUHY 00pOOKY, 0Opi3aHHs, BiAOIp,

pacTepu3aillito Ta 00poOKy GpparMeHTiB.

FeomeTpu-Hi

. Mikcensri gawi
Aawi OBpobka O6pobxa ; A
N s . wpis Pacrepizauis >

Pucynok 1.2 — KoHBeep peHIUpUHTY

1) OG6poOka BeplIMH Ha ILOMY €Talll 3aCTOCOBYIOTHCSI BEPIIMHHI
Hieiiepy, sIKi BUKOHYIOTh KJIFOUOBI omepallii, 30kpeMa MepeTBOPEHHsI KOOPAUHAT
BEPUIMH Y MPOCTOP1 T4 OOYMUCIEHHS OCBITIEHHS CLIEHU. BUX1THUMH TaHUMH 1IbOTO
eTany € HaOlp 0OpOoOJIEHUX BEPIIHH.

2)  IlpumituBHa 30ipka Ieil eran mependadae TpyImyBaHHS 0OpOOIICHUX
BEpPIIMH BIANOBIIHO 10 1H(OpMamii mpo iXHI 3B’A3KH, 3 METOI (HOpMYBaHHS

rpadiYHUX TPUMITUBIB, TAKMX K OAraTOKyTHUKH, JIiHIT a00 TOUKH.

MepeTtsopeHi
BEPLIMHMK

Nonirowm | O .0 00 ) m— 36ipra
NPUMITUBIE

MpUMITHEHK

Pucynok 1.3 — 36ipka npuMITUBIB
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3) Teomerpuyna oOpoOka BHUKOHYETHCS IMiCisS 30ipKH MPHUMITUBIB Ta
nepeaye BiACIKAHHIO HeBUAUMHUX 00'exTiB. BoHa mnpuiimae mnpumituBU 3
MONEPEAHBOTO eTaIy JJIs MoAalbIIuX o0uuciaeHb. Ha BiAMiHY Bij 1HIIUX CTafiH,
el eTar 37aTHUI TeHepyBaTH 101aTKOBI IPUMITUBH Ha OCHOBI BXK€ 1CHYIOUHX, 1110
JTO3BOJISIE I€TAJI3yBATU CLIEHY.

4)  Bigacikanas Ta BimOip. JlaHWii eram chpsMOBaHWA Ha YCYHEHHS
MIPUMITHUBIB, SKI € HEBUAUMUMHU 200 BUXOJATH 32 MEXKI 00JIaCTi TIEPETISAY CIICHH.
Lle n03BOJIsIE€ ONITUMI3YBATH MOJAJIBII PO3pAXyHKH, 3MEHIITYIOUYH KIJIbKICTh 00'€KTIB
TUTsT OOPOOKH.

5)  Pacrepuzanis mnepeadayae IMEPETBOPEHHS MPUMITHBIB y MHOXKHUHY
dbparmMeHTiB, sIKi BIIMOBIIAI0Th OKPEMUM IIKCeNsiM ekpany. L1 pparmenTu 3rogom
nepesaloThCsi Ha eranm 00poOKM (¢GparMeHTIB Jid MOJAIBIIUX TMEPEBIPOK 1
OO0YHCIIEHB.

6)  OOpoOka ¢pparmentiB. Ha manomy erami KoxxeH (pparMeHT, OTpUMaHHUN
Ha CTaJli pacTepu3allii, MPOXOJUTh CEPi0 TECTIB, MICIs YCHIITHOTO MPOXOIKEHHS
X TIepeBIpOoK (parMeHT Moke OyTH TIepeTBOPEHUN Ha IIIKCeIb, SKUU

B1JI0Opa)Ka€THCS HA EKPaHI.

=)

Pucynok 1.4 — IlepeTBopeHHSs! NIPUMITUBIB Ha (PparMeHTH
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1.2 Ananiz meroni penaupunry 3 /1 300paxeHpb

PenniepuHr TpUBUMIPHUX 300paKEeHb € CKJIAJHUM IMIPOLIECOM, SIKUN 0a3y€eThCs
Ha BHUKOPUCTaHHI PI3HOMAHITHUX anropuT™miB Ta wMmeTofiB. Cepen OaraThox
JOCTYIHUX M1IX0/I1B PO3TIITHEMO HANTOMYJISPHIIIIL.

[IporpaMuuii Ta anmapaTHH PEHAECPUHT € ABOMa OCHOBHHUMH MIIXOJaMH 10
00poOku Tpadiku B KOMITIOTEPHHX cucTeMax. KoxeH 13 WX METOJIB Ma€ CBOI
nepeBarn Ta HEJOJNIKM 3aJIeKHO BIJI CKJIAIHOCTI aHIMalli, HPOJTyKTHBHOCTI
oOalHaHHS Ta BUMOT JI0 SIKOCTI Bi3yalizalii.

AnapaTHUll peHJIEpUHT BUKOPUCTOBYE MOKIMBOCTI rpadiyHOro mpolecopa
(GPU), sikmii crierianizoBaHuii Ha TapaJieTbHUX 00UUCICHHSX, 1110 JO3BOJISIE 3HAYHO
30UTBIIMTH  MIBUAKICT ~ 00poOKM  ckimamgHux — rpadivamx  cuen  [6].
OCHOBHI XapaKTEPUCTUKHU:

. GPU wmoxe oOpoOysiTH MUIBHOHM MIKCENIB OJHOYACHO 3aBIsKH
napayiesibHIi apXiTeKTypi.

. ArmapaTHUi peHJEpPUHT BUKOPUCTOBYETHCS y Bijeoirpax, aHimarii,
CUMYJIALIAX Ta IHIIUX rpadyHO IHTEHCUBHUX 3aBJAHHSX.

. [TotpeOye HasiBHOCTI cyyacHuX Bigeokapt: NVIDIA, AMD a6o Intel.

[Iporpamauii peHACPUHT TOKIJIAIaeThcsl Ha meHTpanbHu mporecop (CPU)
Uit 00poOKM  Bcix  rpadiuHux  po3paxyHkiB. lleli miaxig — 3a3Buyai
BUKOPUCTOBYETHCS Yy TPOCTUX ab0 MEHII BHUMOTJMBUX JIOJATKaxX, Je
npoaykTuBHICTh rpadiudoro mpoiuecopa (GPU) He € kputuyHoro. OCHOBHI
XapaKTEPUCTHUKU:

. O6mexena npoaykTuBHicTh CPU

. ['HyuKicTh y po3po0iii

. BigcyTHICTB 3a5I€)KHOCTI BiJ] CIEI[IaTi30BaHOTO O0JIaHAHHS

Jlo mporpaMHUX METO/IIB PEHACPUHTY BIIHOCSTh:

1. Pacrepu3zariis

Pacrepuzaiissi € ogHuM 13 HaWCTapiiMX Ta HAWMOMIMPEHIIINX METO/IIB

PEHJIEpUHTY, IIMPOKO 3aCTOCOBYBAaHMUM VY peajbHOMY 4aci, 30KpeMa B
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KOMI'IOTEPHUX 1rpax Ta IHTEPAKTUBHUX rpadiyHuX qonatkax. OCHOBHUN MPUHIUI
pactepu3allli MoJArae y NMepeTBOPEHHI TPUBUMIPHUX T'€OMETPUYHUX MPUMITHBIB
(3a3BHUUall TPUKYTHHKIB) Y IBOBUMIPHI ITIKCEJI1 HAa €KpaHi 4epe3 MpoIiec MPOEKITi.

VY mportieci pactepusailii TPUBUMIPHI KOOpAUHATH 00'€KTIB MEPETBOPIOIOTHCS
y KOOpJMHATU €KpaHy 3a JIOMOMOTOK MAaTpHUIlb MOEINI, BUAY Ta mpoekiii. [Ticis
FOTO BiIOYBAETHCS BiJCIKAHHS MPUMITHBIB, IO 3HAXOJATHCS M03a IMOJIEM 30PY
kamepHu. KokeH TpUKYTHUK, [0 3aJIMIIUBCS, PO30MBAETHCS HA MIKCEINi, 3HAYCHHS
SAKUX BHU3HAYAIOTHCS MIIIXOM I1HTEPHOJISIi aTpuOyTiB BepHIMH (KOJbOPY,
TEKCTYPHUX KOOpAHWHAT, HOpMaiyiel). dDparMeHTHI MIeiaepu BUKOPUCTOBYIOTHCS
JUIsl OOYMCIICHHSI OCTATOYHOI'O KOJIbOPY MIKCENs 3 ypaxXyBaHHSM OCBITJICHHS Ta
MaTepiais.

[lepeBaroro pacrepu3zallii € BUCOKA MIBUAKICTb PEHAEPHUHTY, IO POOUTH ii
171eaTbHOIO JUIsI 3aCTOCYBaHb, JIe MOTPiIOHA BUCOKA YacToTa KaipiB. BoHa eexkTHBHO
BUKOPUCTOBYE amapaTHI MOXIMBOCTI cydacHUX rpadiunux mnpouecopis (GPU).
Opnak pactepu3anis Mae 0OMEXEHHsI Y BIITBOPEHHI CKJIAJHUX ONTUYHUX €(PEKTIB,
TaKUX K pealiCTUYHI BIAOWTTA, 3aJIOMJICHHS Ta TJI0OAbHE OCBITIIEHHS, 0e€3
BUKOPHCTAHHS JTOJaTKOBUX TEXHIK.

2. Ray Tracing

Ray Tracing € MeTOIOM PEHIIEPUHTY, IO 0a3y€THCS HA MOJICIIOBAHH1 IUIAXY
CBITJIOBUX MPOMEHIB Y 3BOPOTHOMY HAINpPSMKY — BiJl KaMepH A0 JKEpesl CBITIA.
[le#t MeTox M0O3BOJISIE TPUPOIHO BIATBOPIOBATH CKIIAJHI ONTHYHI €PEKTU, TaKl SIK
BIJIOWTTS, 3aJIOMJICHHS, TiHI Ta KayCTUKH [7].

ITporec TpacyBaHHS MPOMEHIB CKJIQIAE€THCS 3 HACTYITHUX €TalliB:

1)  T'eHepariis HEpBUHHHMX MPOMEHIB: Bim KOXKHOTO MiKCeNls Ha eKpaHi
BUITYCKAETHCSI MPOMIHb Y TPUBUMIPHUI MPOCTIP.

2) [lepetun 3 reomeTpicro: BuzHauaeThCs mepiia TOYKA TMEPETUHY
npoMeHs 3 00'€KTaMu CIICHH.

3)  OOuwMCICHHS JIOKaJbHOTO OCBITJIICHHS: BH3HA4YaeThCs KOJIp y TOMIN

MEePETUHY 3 YpaxXyBaHHSIM MaTepially MOBEPXHI Ta JHKEPEI CBITIIA.



14

4)  Teneparliss BTOpUHHHX MpOMEHiB: SIKIIo0 marepian Mae BinmOWBHI abo
3aJIOMJTIOIOU1 BJIACTUBOCTI, BUITYCKAIOThCS BiJIMOBIAHI MMPOMEHI JJIi MOJICTIOBAaHHS
1UX e(eKTiB.

5)  TinboBi mpomeHi: [loaTkoBI NpOMeEHi, IO BH3HAYAIOTh, UM TOYKA
OCBITJIFOETHCS IPSIMUM CBITIIOM a00 3HAXOJIUTHCA B TiHI.

OCHOBHOIO TE€pEeBarol0 TpacyBaHHS MPOMEHIB € MOro 3AaTHICTh TOYHO
MOJICJIIOBATH B3a€MOJIIO CBITJIa 3 Marepianamu, 3a0e3Meuyroud BHCOKHUN PIBEHBb
peaicTUYHOCTI 300pakeHHs. [IpoTe 1eli MeToa € O0UYHCTIOBAIBHO 1HTCHCUBHUM,
IO JOBIHM 4ac 0OMEXyBalo MOro BUKOPHUCTAaHHS B peajbHOMY dYaci. 3 MOSBOIO
CydyacHUX rpadiyHUX IMPOIECOPIB 13 MIATPUMKOIO amaparHOro TpacyBaHHS
npomMeHiB (Hanpukiag, Texnonorii RTX Big NVIDIA), nieit MmeTo oTpuMaB mupiie
3aCTOCYBaHHA y IHTEPAKTUBHUX J0JATKax Ta irpax.

3. Path Tracing

Path Tracing € po3mmpeHHIM METOAy TpacyBaHHS MPOMEHIB, IKE BPAXOBYE
r7100anbHe OCBITICHHS CIIEHH NUISXOM CTaTHCTUYHOTO 3pa3KyBaHHA OaraTtbox
MOKJIMBUX HUIAXIB cBiTHa. Lleit meTton BukopuctoBye anroputmu Monte-Kapio
JUTS. MOJISITFOBAHHSI HETIPSIMUX B3a€MOJIIH CBITIA 3 MTOBepxHsMH [8].

VY maToBiil TpacyBaHHI1 IJIs1 KOKHOTO IMIKCEJISI BUITYCKAETHCS BEJIMKA KITTBKICTh
IIPOMEH1B, KOKEH 3 AKHX MOXKE:

- BinOuarucs: BunpomiHiOBaTUCS B HOBOMY HAaNpsSIMKY 3CIAHO 3
dbynkuiero BRDF matepiany.

- 3anommtoBarucs: [IpoxoauTu Kpi3b Mpo30pi MaTEpialid 3 ypaxyBaHHIM
MOKa3HUKA 3aJIOMJICHHS.

- [Tornmuuatucsa: BignoBigHO 10 BIACTHUBOCTEW MaTepialliB, YacTHHA
CBITJIa MOXKE€ TTOTJIMHATHCA.

[lern mpouec NOBTOPIOETHCS PEKYPCUBHO, JTOKHM BHECOK NPOMEHS CTa€
HE3HAUYHUM a00 JTOCSTAEThCSl MaKCUMallbHa TNIMOMHA TpacyBaHHs. [lizcyMoByoun
BHECKH BCIX MPOMEHIB, OTPUMYIOTh KiHIIEBUU Koip mikcens. [latoBa TpacyBaHHs
JIO3BOJIIE TPHUPOTHO MOJACTIOBAaTH e(EeKTH, Takl SK M'SKl TiHI, T100aJbHE

OCBITJICHHSI, KOJIbOPOBI BIJJOJIUCKH Ta KayCTUKHU.
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Henomnikom MeTOy € BUCOKUI PIBEHB UIYMY B 300pa)K€HHSIX MPU HEBEIHUKIN
KUIBKOCT1 3pa3KiB, M0 BHUMAara€ 3HAYHUX OOYHCITIOBAIBLHUX PECYpCiB IS
JIOCSITHEHHSI 4YUCTOTU 300pakeHHsA. TomMy TmaroBa TpacyBaHHS MEPEBaKHO
BUKOPHUCTOBYEThCSI B O(IalH-pEHICPUHTY MJIi CTBOPEHHS (DOTOpeanicTUYHUX
300paxkeHb y KiHemaTorpadi, pekjaaMi Ta apXiTeKTypHIH Bi3yasizallii.

4, Radiosity

Radiosity € MeTo10M, CIPSIMOBaHHMM Ha OOYHCIIEHHS! eHEPTETUYHOTO OaIaHCcy
MDK TOBEpXHSMH B cleHl 3 Aidpdy3HHUMH BIAOMBHUMH BJIACTUBOCTAMH. BiH
O0a3yerbcss Ha  (DI3UYHUX NOpPUHIUNAX OOMIHY TEIUJIOBOIO  E€HEpri€ro i
BUKOPHUCTOBYETHCS JUIsl MOAEIIOBAHHS HEMPSIMOTo i (y3HOTO OCBITICHHS.

[Ipotiec paaiociTi BKIIOYAE:

. Juckperuzanito cueHu: Po30UTTS MOBEpXOHb Ha Majll €JIeMEHTApHI
TUIOIIMHY (TIaT41).

. OOGuucnenns daxkropiB hopmu: BuzHaueHHs: koeilll€eHTIB B3aEMHOTO
BIJIMBY M1 MaTYaMHM 3aJI€KHO BIJl IXHBOT'O PO3TAIyBaHHS Ta OPIE€HTALII].

. CkyajaHHsi CUCTEMH PIiBHSHB: {7151 KOXKHOIO maTtya BCTAHOBIIOETHCS
PIBHSHHS €HEpreTMYHoro OajaHCy 3 ypaxyBaHHSM BHIIPOMIHIOBaHOi Ta
MOTJIMHAEMOT €HEPTii.

. Po3B's3anns cucremu: OOUKCIIOIOTHCS pajliamiiiHl 3HAYCHHS JIJIS BCIX
NaTYiB, 10 JO3BOJISIE BA3HAYUTH OCBITJICHICTh KOKHOI JUISTHKY MTOBEPXHI.

Paniociti 3a0e3nedye BUCOKOTOYHE MOJIeOBaHHS i y3HOr0 HEMpsIMOTO
OCBITJICHHSI, CTBOPIOIOUN PEATICTUYHI M'AK1 TiHI Ta €()EKTHU MEPEHECEHHS KOIhOPY
MDK TOBEpPXHAMHU. MeTo1 100pe MiIXOAUTh JUIS CIIEH 3 IepeBaKHO Nipdy3HUMU
MaTepiajamMy Ta CTATHYHUM OCBITJICHHSIM.

J1o HEOJIKIB PAiOCITI BITHOCITHCS:

. Bucoka obuncnoBaibHa CKIIaMHICTh: OCOOIUBO NIJIsl CIICH 3 BEJIMKOIO
KUTBKICTIO MaTYiB.

. OOMmexxeHHsT Ha TUNM MarepianiB: MeTol He BpaxoBye J3epKallbHi

BIIOUTTSI Ta IPO30PICTh.
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. HenpuaatHicTh 411 TMHAMIYHKX CIIeH: byab-sKi 3MiHH B TeOMeTpii 2060
OCBITJICHHI BUMAraroTh IIOBHOTO MepepaxyHKy [9].

5. Kaprorpadysanus ¢hoToHIB

Kaprorpadysanus ¢otonis (anri. Photon Mapping) € nBoeTanHIM METOI0M
1J100aJIbHOTO OCBITJICHHS, SIKUM TTOEAHYE 1/1€1 TpacyBaHHs ITPOMEHIB Ta 30epiraHHs
iH(hOpMAaIIii IPO CBITIIOBI TOTOKH B CTCIIATBHIX CTPYKTYpax JTaHUX.

Eranu merony:

. dotonHuit mac: Big pKepen CBITIAa BUIYCKAIOThCS (POTOHM, SKi
BUITAJIKOBUM YWHOM B3a€EMOJIIOTh 3 TIOBEPXHSIMHU CIICHHM, BiJOMBAIOYHUCHh Ta
3aJIOMJTFOIOUYHCH 3T1IHO 3 BIIACTUBOCTSAMHU MaTepialliB. Y TOUKaxX B3aeMOJii POTOHU
30epiratoTbes B POTOHHIN KapTi 3 iHPOPMAIIIEIO PO IX EHEPTiI0 Ta HAMPSIMOK.

. Pennepunrosuii nmac: I1ig yac TpaguuiiHOro TpacyBaHHsI IPOMEHIB Ha
KOXXHOMY TEpPETHHI MPOMEHS 3 TMOBEPXHEI0 BUKOHYETHCA MOUIYK HAWOIMKUMUX
¢oToHIB y (OTOHHIN KapTi. BUKOpUCTOBYIOUM IIi J1aHI, OOYMCIIOETHCS BHECOK
HEIMPSMOT0 OCBITJICHHSI B KOJIIP TOYKH.

IlepeBaroro kaprorpadyBaHHs (OTOHIB € HOro 37aTHICTh €(EKTUBHO
MOJICJIFOBATH CKJIAJIHI CBITJIOBI €()EeKTH, TaKl SIK KayCTUKU, HEMPSME OCBITJICHHS Ta
CyOmoBEepXHEBE PO3CitOBaHHSA. METO/ € THYYKUM 1 MOKE IMO€THYBATHUCS 3 1HIIIMMHU
TEeXHIKaMU PEHICPUHTY.

Henomniku BKIIIOYAIOTH:

. Butpatn mnam'ati: 30epiraHHs BEIMKOI KUIBKOCTI (POTOHIB MOXKE
BUMAaraTH 3HaAYHHUX PECYPCIB.

. Cxmannicte HanamryBaHHs: [lapamerpu emicii OTOHIB Ta po3Mipy
MOIIYKY BIUTUBAIOTh HA SIKICTh Ta MIBUIKICTh PEHICPHUHTY.

. [ym ta apredaktu: MoXyTh BUHUKATH MPU HEIOCTATHIN KIIBKOCTI
¢$oTOHIB 200 HEMPaBUILHOMY HaJIAIITyBaHHI.

6. AnroputMm Occlusion culling

el alropuT™M ONTUMI3AIlll PEHJIEPUHTY 300pa’KE€Hb 3a PAaXyHOK YyCyBaHHS
BioOpaXkeHHs rpadidyHUX 00’ €KTIB, K1 JIEKATh 1033 MEKaMU BUIAMMOCTI TPaBIlsi

a00 3HAXOAATHCS 3a IHIIKUMU 00’ ekTamu (puc. 1.2).



17

view frustum -
o

5 )

\
\--="backface “ occlusion

view frustum 4

Pucynok 1.5 — Anroputm Occlusion Culling

Jlns mineit pernnepunry occlusion culling ciig mopiBHIOBaTH 3 €TaJIOHHUM
pILIECHHSIM, SIKE MOJISITa€ B MPOCTOMY PEHACPUHTY BCHOTO 110 3HAXOAMUTHCS B 30HI
BuauMoOcCTi (view frustum). B geskux Bumajkax, HallpuKIaa y CIOPTUBHUX Irpax,
JIe 3aCTOCYBaHHS OKJII0311 HE BUIIPABIOBY€E ce0e OCKUIBKH OUTbIIIA YACTUHA CIICHH €
BUTUMOIO.

HarowmicTs y ckinagaux 3D-cBiTax 3 BEIMKOIO KIJIBKICTIO I€TAJIeH 1 BUCOKOIO
BI3yaJIbHOIO CKJIQJIHICTIO CUCTEMA OKJII0311 CTa€ HAJA3BUYAHHO KOPUCHOIO, OCKUIBKU
JIO3BOJIIE 3MEHILIUTU KUIBKICTh BIAPEHACPEHHX O00'€KTIB SKI HE BHUIHO
KopucTyBauesi. Lle 3HauHO MOKpaIye NpoyKTUBHICTh PEHIECPUHTY.

AnroputM 0a3yeThecs Ha IPUHITUIIAX poboTu Z-0ydepusailii — 11e TeXHOJIOT1,
sKa JI0NoMarae KOMIT I0Tepy MPaBUIbHO BiJoOpakaTH 00’€KTH y TPUBUMIPHOMY
mpoctopi Ha ekpani. Jns mpukiagy moTpiOHO ySBUTH, IO TEPCOHAX IUBUTHCA
yepe3 BIKHO, TO 00’ €KTH OJIMKYE MEePEeKPUBAIOTH Ti 110 Jaji. Tak caMo mpariftoe Z-
Oydepu3zariiss — AJi1 KO>)KHOI TOUKM Ha €KpaHi KOMIT IOTEp 3araM’ATOBY€E, HACKUITbKH
OJIM3BKO 3HAXOAUTHCS 00’ €KT (Horo "rmuouny"). SKIo 1HIMI 00’ €KT HaMaraeTbCs
3'SIBUTUCSA B LI TOYI[l, KOMIT IOTEp MEpeBIps€ YU BiH Ommkye. K0 Tak — MOro
MaJjoe, a Ko Hi — irHopye. lle mo3Boisge BimoOpakaTu CIIEHW MPABHIIBHO Ta
YHUKATU HaKJIaJeHHs1 00 €KTIB sIKI HE TOBUHHI OyTHM BUIMMUMU. 3a3BUYAll Taka
nepeBipka BUKOHYETHCS IIBUIKO Ta JIOMTOMAarae eKOHOMUTH PECYPCH KOMIT FOTepa,

0COOJIMBO SKIIO OJMKHI 00’ €KTH 00POOIIAIOTHCS mepiumu [3].
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1. AnroputM  Octree —  BUKOPUCTOBYIOTbCS  JUIsl  KOPEKTHOI'O
NPEJCTaBICHHS TBEPAOTUILHUX 00'ekTiB y 3D-cepenoBuill i € OCHOBOIO MJis
0araTbOX CHUCTEM MOJEIIOBaHHA Ta peHAepuHTy. OCHOBHAa MeTa alrOPUTMYy —
3MEHIIUTH KUIbKICTh TOPIBHSIHb, HEOOX1THUX ISl BU3HAUEHHS TOTO, SKi IIOBEPXHI B
CIIeHI MOTPIOHO OOPOOUTH BUSBIICHHS 31TKHECHB, BUSHAUCHHS BUIUMOCTI 00’ €KTIB
[2].

8.  Aumroputm Level of Detail anantye piBeHs neranizaiiii 00'ekTa 3a1eKHO

B1J1 OTO BiJICTaH1 J10 Kamepu. Yum naini 00'eKT BiJl KaMepH, TUM IIPOCTIIIa BepcCis

HOTO MOJIeJIl BUKOPUCTOBYETHCS IS PEHACPUHTY.

Setting up LODS in Unity

46 POLYGONS ?4 POLYGONS 425 POLYGONS

Pucynox 1.6 — 300paxenus podotu anroputmy LOD

Jlist poOOTH TaHOTO aNrOpUTMY MOTPIOHO CTBOPUTH MOJENI PI3HOI SIKICTh

nerani3arii.
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1.3 BuCHOBOK J10 MIEPILIOTO PO3ILTY

Y nanomy pozaim Oyio MPOBEICHO JTOCHIKCHHS METOIIB Ta aJrOpUTMIB
PEHACPUHTY TPUBHMIPHHX 300pakeHb, BKIIOUYAIOUM paCTEpHU3aIlilo, TpacyBaHHS
npomeHiB, path tracing, radiosity Ta photon mapping. IIpoanaiizoBaHO KJIFOYOBI
OiAXoAu N0 onTuMizauii penaepuHry, 3okpema anroputmu Occlusion Culling,
Octree Ta Level of Detail (LOD). byno po3rissHyTO NPUHIUIN MPOCTOPOBOTO
MOATY CIIEHM, 3HWKEHHS PIBHS JeTali3allii Ta ympaBiiHHS OOYHMCITIOBAILHUMU
pecypcaMu JyTsl IIOKPAIEHHS MMPOTyKTUBHOCTI 0€3 BTPATH Bi3yalIbHOI SKOCTI.

Oco0OnmuBy yBary MpUIJICHO alrOPUTMY OKTOJIEpEBa, SKUM J03BOJISE
3MEHIIUTH 00CIT OOYUCIICHB MIJITXOM PO30OUTTS CIIEHH Ha Mi00JacTi Ta 00poOKU
JUIIE peNeBaHTHUX 00'€KTIB. PO3MIISIHYTO TakoX AMHAMIYHE YIpPaBIiHHS PIBHEM
JeTanizalli, mo 3ade3nedye aganTUBHY 3MIHY KIJIBKOCTI MOJITOHIB y 3aJIe)KHOCTI
B1JI BIZICTaH1 00'€KTa 10 KaMEpH.

MeTor AO0CIIIKEHHS € pO3p0o0Ka aJirOpUTMY ONTHUMI3aAIlll peHaepuHry 3D-
300pakeHb Ha OCHOBI OKTOJIEpEBa ISl 3HMKEHHS OOUYMCIIOBAIILHUX BUTpPAT IMPHU
30epeKeHH1 BUCOKOT SIKOCTI Bi3yalli3ali.

JIJist MOCATHEHHS TOCTaBleHOT MeTU OyJi0 BH3HAYEHO Ta BUKOHAHO TakKi
3aBJIaHHS JTOCIII>KEHHS

1. [IpoBeneHo aHalli3 HayKOBUX JHKEpEJT IIOA0 aJIrOPUTMIB PEHACPUHTY
Ta METO/I1B ONTUMI3AIli].

2. Po3po0neHo aiaroputMm onTuMmizalii pPEeHIEPUHTY 3 BHUKOPHUCTAHHSIM
CTPYKTYPH OKTOJIEPEBA.

3. BukonaHo mporpaMHy peaizaliilo aJirfOpuTMy B CEpPEIOBUII PYIIIis
Unity.

4, [IpoBeneHo TeCcTyBaHHS MPOTPAMHOTO MPOIYKTY JJIsi TIEPEBIPKU HOTO
BIJIMOBITHOCTI (PYHKIIOHATBHUM 1 HE(QYHKIIOHATBHUM BUMOTaM.

Bxigaumu gaHumu it anroput™my € 3D-Mogeni, skl HOAUISIOTBCS Ha
mi0071aCTi 32 JOMOMOTOI0 CTPYKTYPH OKTOJIEpEBa, a PiBEHb Jeraiizaiii 00'€KTiB

aJanTy€eThCS 3aJIKHO Bl 1X BIAAJICHOCTI BiJl KAaMEPH.
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PO3/ILJI 2 AHAJII3 3ACOBIB PEAJIIBALIL AJITOPUTMY OIITUMI3ZALIL
PEHIAMPYHI'Y

2.1 Bubip mporpaMHux 3aco0iB

VY cydacHux 3D-clieHax BHUKOPHUCTOBYETHCS BEJIMKAa KIJTBKICTh OO0'€KTIB 13
BHUCOKOIO JIeTami3alli€lo, M0 MOKE 3HAYHO BIUIMBATH HA MPOIYKTUBHICTH
pEHIEpUHTY, OCOOJIMBO y peanbHoMy uaci. Ontumizaiisi 3D-clieH € BaKIMBUM
eTarnoM ISl JOCATHEHHS OajaHCcy MDK SIKICTIO Bi3yami3alii Ta IIBHAKOIIEIO
nporpamMHoro 3ade3nedeHHs. OJTHUM 13 KJIIFOUOBUX IM1IXO/IB JI0 IIbOTO € 3MEHIIICHHS
OOYHUCITIOBAILHUX PECYPCIB IUISIXOM BiJICIFOBAaHHS HEBUIUMUX 00'€KTIB, 3HI>KCHHS
piBHS JAeTami3alii 1js BiAJlaieHuX 00'€KTIB Ta ONTUMI3allisl CTPYKTYpPU CLEHH ISt
NpPUCKOpEeHHST 00poOku. Taki MeToau BUKOPUCTOBYIOTHCS B ITPOBUX PYIIISAX,
CUCTEMAaX BIPTyalbHOI PEAJIBHOCTI Ta apXITEKTypHHX BI3yali3amisx IS
3a0e3Mne4eHHs CTa0UTbHOT IPOAYKTUBHOCTI Ha PI3HUX MPUCTPOSIX.

Po3po6aeno nekinbpka miaxoaiB Jjis ontumMizaiii 3D-ciieH, KOXKeH 13 IKuX Ma€e
CBOi MEpeBaru Ta HEIOJIKM B 3aJIEKHOCTI BiJI CKJIAJHOCTI CLIEHM Ta Creuu(iku
3aCTOCYBaHHS.

o Level of Detail (LOD) — anropuT™m 3MeHIIy€ KUTBKICTh ITOJIITOHIB
o0'ekTa 3aJIe)KHO BiJ MOro BiJcTaHi A0 Kamepu. YuMm nam 00'€KT, TUM MEHII
JICTATI30BAHOIO € HOTO MOJICIb, 110 CYTTEBO 3HMIKY€E BUTPATH HA peHaepuHr [9].

o Occlusion Culling (Biacikanas 00'€KTiB 3a MepeKogamMu) — 00'€KTH,
K1 MOBHICTIO MEPEKPUBAIOTHCS IHIIMMHU 00'ekTaMu, HE peHuaepaThed. Lleit meton
JacTO BUKOPHUCTOBYETHCS Y IMOETHAHHI 3 OKTOAEPEBA JJIs1 011101 €(heKTUBHOCTI.

Bubip mporpamaoro 3abe3neueHHs Bilirpae KJIHOYOBY POJIb, OCKITIBKH Pi3HI
IHCTPYMEHTHU MAalOTh Pi3HUN PIBEHb MIATPUMKH CTPYKTYpP MPOCTOPOBOTO MOJLITY
CIICHH, ONITUMI3aIlli Ta aBTOMATHU3AIIl] IILOTO MPOIIECY.

ZBrush — e npodeciiinuii mporpaMHUil POIYKT, PO3POOJICHHI KOMITAHIERO

Pixologic, mpusHaueHuidl myiga UUPPOBOI CKYJIBOTYpU Ta TeEKCTypyBaHHs 3D-
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moxenen. Ilporpama opieHTOBaHA Ha CTBOPEHHS  BHCOKOJIETaTi30BAHMX
TPUBUMIPHUX OO'€KTIB, IO POOUTH 11 OJHUM 13 MPOBIAHUX THCTPYMEHTIB y chepi
MOJICTIOBaHHS MEPCOHAXIB JIJIS KIHO, BIJIEOIrOp Ta aHIMaIlii.

OcHOBHI 0COOIHMBOCTI:

1)  [udposa ckyasnrypa (Digital Sculpting)

ZBrush no3Boiisie CTBOpIOBATHM CKJIQJHI OpraHiuHi (GopMu 3aBAsKU
iHCTpyMeHTaM 1u@poBoro "mimeHHs". Ilpomec anamoriunmii  poGoTi  3i
CIPaBXHBOIO TJIMHOIO, JI€ KOPUCTYBay MOXKE J0JaBaTH ab0 3MEHIIyBaTH 00’ €M
MOJIeJI1, MPAIfOBAaTH 3 TOBEPXHEIO Ta CTBOPIOBATH CKIIAHI AETai.

2)  IlotyxHna aeranizaiis Ta DynaMesh

[actpyment DynaMesh 103Bojisse mpaifoBaTd 3 MOJICIISIMH  BHCOKO1
JeTanizanli, aBTOMaTHYHO MEPEPO3NOAUISIOUN CITKY mij yac Moaudikamii. Lle
3pYYHO JJIsi CKYJBITHHTY MEPCOHAXIB Ta 00'€KTIB 13 BEJIMKOIO KUIBKICTIO APIOHUX
JeTane.

3)  ZRemesher

ZBrush MICTUTh aBTOMAaTU30BaHUM 1HCTPYMEHT JIJIsl PETOMOJIOTII MOIeNen —
ZRemesher, saxuii 103B0OJISIE 3MEHIITUTH KUTBKICTh MOJIITOHIB MO/JIEN1, 30€epirarou ii
ocHoBHI AeTami. lle 0co6MMBO BaXXIMBO MPH IMATOTOBIII MOICICH IJIs aHIMaIli Ta
1HTerpailii B iIrpoBi pyiii.

4)  Polypaint

[actpyment Polypaint qae 3mory mantoBatu TeKCTypH Oe3nocepennbo Ha 3D-
MO/IeJTi, BUKOPHUCTOBYIOUH CaMy T'€OMETPII0 SIK OCHOBY JJISl 30€PEKEHHS KOJIBODPY.
[{e miaxoauTh JJIs1 CTBOPEHHS JETANIBHUX TEKCTYP, OCKIILKH KOXKEH TMOJITOH MOXKe
MICTUTHU KOJIpHY 1H(QOpMaIIito.

5)  Subdivision Levels

[Iporpama miarpumye poOOTYy 3 MEKUIbKOMAa PIBHSIMH MiIPO3ALUTIB, IO
N03BOJIsIE  30UIbIIYyBaTH a00 3MEHIIYBAaTHM KUIBKICTh TOJITOHIB Yy TpoLect
penaryBaHHsI, 30epirarouu 3arajibHi (OpMH Ta JETaIl.

6)  IMmopT Ta eKCIopT JaHHUX
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ZBrush migrpumye dopmatu OBJ, FBX, STL, mo no3Bosis€ Jerko
NEPEHOCUTH MOJIENI B 1HIII MPOrpaMu i aHIMaIlli ab0 peHIEpUHTY.

7)  IHTerpalis 3 IHIIUMH IHCTPYMEHTaMHU

[Tporpama m00pe iHTETPY€ETHCS 3 IHIMMY rpadiYHUMHU TTAKETaMH, TAKIMH 5K
Maya, 3ds Max, Blender uepe3 GoZ — iHCTpyMEHT AJisi IPSIMOTO OOMIHY MOJIETSIMU

MIXK JIOJaTKaMHU.

IlepeBaru:

. Bucoka geranizaiisa Moaeneii.

. ABTOMaTH30BaH1 IHCTPYMEHTH PETOMOJIOTII.

. [aTyiTHBHUY 1HTEpdEiic a1 nudpoBOT CKYIBOTYPH.

. MoxMBICTh CTBOpEeHHS TeKcTyp 06e3 UV-po3ropTku.

Henomniku:

. BiacyTHicTh MOKIMBOCTEHN JUTSI aHIMAITT Ta CKIAAHUX CUMYJISITN.

. He nmiarpumye poOOTY 31 ClieHaMH 3 BETTUKOIO KUIBKICTIO O0'€KTIB.

. Burcoki BUMOTH A0 MPOAYKTUBHOCTI IPU POOOTI 3 MOJAEIIAIMHU 3 BEJIUKOIO

KIJIBKICTIO TostiroHis [11].

ZBrush € ieanbHUM 1HCTPYMEHTOM JUIsl XYAOXKHUKIB, SIKI MPALIOIOTh Haj
CTBOPEHHSIM BHCOKOJIETAJI30BaHUX MOJIETICH MEePCOHAXIB, CKYJBITYP 1 KOHIIEIT-
apTiB.

Blender — me motyxHwmii OararoyHKIIOHATGHUA TaKET i3 BIIKPUTUM
BUXIJTHUM KOJIOM, MPU3HAYCHHI Il CTBOPEHHS TPUBHUMIPHOI Tpadiku, aHiMaIli,
PEHIIEPUHTY, TEKCTYPYBaHHS Ta BIJICOMOHTaXYy. 3aBJSIKU CBOil YHIBEPCAIbHOCTI,
0e3komToBHOCTI Ta Kpocmiarpopmuocti Blender ctaB omHuM 13 NpOBITHUX
IHCTPYMEHTIB y cdepi KoMn'toTepHOi rpadiku, SIKUii aKTUBHO BUKOPUCTOBYETHCS SIK
JUISL XYJTOXKHIX, TaK 1 JIJI1 TEXHIYHUX TTPOEKTIB.

[Iporpama 3abe3nedye muUpokuii HaAOIp IHCTPYMEHTIB JIJISl TTOJITOHAIBHOTO,
IPOIEAYPHOTO Ta CKYJIBNTYPHOIO MOJEIIOBaHHSA. BoHa miaTpuMye MeTOIu
PYYHOTO peJaryBaHHs TreoMeTpii, BKIIOUAIOUM EKCTPY3il0, PIZHOMAHITHI
moaudikaropu (Subdivision Surface, Decimate), a Takox 1U(POBY CKYIBITYpY,

sKa J03BOJISIE CTBOPIOBATH BHUCOKOMOJIITOHAJIbHI OpraHiuHi mojeni. @yHKIoHal
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CKYJIBIITUHTY MIATPUMYE Pi3HI MEH3MT1 JUid poOOTH 3 JeTali3alli€lo MOBEPXOHb, a
monupikatop Decimate momomarae 3HM)KYBaTH KUTBKICTH IOJITOHIB 0€3 BTpaTu
SKOCTI Bi3yasi3aliii.

Blender Bxitouae B cebe motyxHuit Habip i1HCTpyMEHTIB 11 aHiMmartii. Cepen
OCHOBHUX (PYHKIIIM aHiMarlli: cucrema kimodoBux kaapiB (Keyframes), o6epHena
kinematuka (Inverse Kinematics, IK), neninitinuii penaktop animartii (NLA Editor)
Ta MOXJIMBICTH aHimalli yepe3 Shape Keys (animoBani medopwmariii o6'exra). Lle
poouts Blender 3pydyHuM 1ji1 CTBOpPEHHS SK MPOCTUX aHIMAIIH, TakK 1 CKIaJHUX
KiHeMaTorpagiqHHUX CIIeH 13 BEJIMKMMHU MEPCOHAXKaMH Ta 00'€KTaMHu.

[Iporpama npononye nBa ocHOBHI pymii ast pernepunry: Cycles ta Eevee.
Cycles — 1ie ¢i3nyHO KOPEKTHUH PyIIIiH i3 TpacyBaHHIM MPOMEHIB, SIKUH J103BOJISE
oTpuMaT (HOTOpEeANTICTUIHUIN PE3yIbTaT 13 MIATPUMKOIO TJI00aTBLHOTO OCBITJICHHS,
TIHEHM Ta peajiCTUYHUX BiloOpakeHb. Eevee, y CBOIO uepry, € pyuieM peaabHOro
4yacy, ONTHMI30BaHUM IS IIBUAKOTO PEHICPHUHTY, 1€abHO IMiIXOMUTh IS
CTBOPEHHSI IIOTIEPEHIX NEPETIAAIB a00 IHTEPAKTUBHHUX ITpe3eHTaniin. OOuBa pyii
niaTpUMyIoTh eextu, Taki sk Ambient Occlusion, Bloom, Global Illumination Ta
Volumetrics.

Blender Takox mae BOymOBaHy cuUCTeMy JUIsl TEKCTypYBaHHSI Ta CTBOPEHHSI
matepianiB. Bysnosuii penaktop (Node Editor) mo3Bosisie cTBOproBaTd SIK
NPOLEIYpPHI, TaK 1 CTaHJAPTHI MaTepiayid 3 MIATPUMKOI (PIZUYHO KOPEKTHOTO
peuaepunry (PBR). Ilporpama namae moBHui koHTposib Haj UV-po3ropTkoro
MoOJIeNIel, 10 J03BOJIA€ €PEKTUBHO HAKIaAaTh TeKCTypu. [linTpumyroTbes Bci
ocHOBHI (popMartu TekcTyp, Bkitodaroun PNG, JPEG, EXR ta HDR.

st BizyanbauX edekTiB (VFX) Blender Bkimtouae momxym Motion Tracking
JUISL BIJICTE)KCHHSI pyXy KaMepu Ta o0'eKkTiB y Bijieo, a Takox Compositor, sKuii
JI03BOJISIE PelaryBaTH BiJICOKAIPH, HAKIIAAaTH €(EKTH Ta CTBOPIOBATH KOMITO3UTHI
cueHu 0e3 HeoOXi1THOCTI BUKOPUCTAHHS CTOPOHHIX mporpam. Lle poouts Blender
MOTY>KHUM 1HCTPYMEHTOM Jutsl iHTerpaiii 3D-00'ekTiB y Bimeomarepianu [12].

Blender takox nmpomnonye 6a3oBuii Bigeopenaktop (VSE — Video Sequence

Editor) nns oOpoOku Ta MOHTaxy BimeomarepianiB. BiH miaTpumye HakiIageHHS



24

edeKTiB, BUpPI3aHHS CLIEH, 0JaBaHHA ayJ10A0pikoK 1 aHiManii. Xoua VSE He
KOHKYpYE€ 3 Tpo(eciiiHIMU BiA€OpEAaKTOPaMH, BiH IIJIKOM MIAXOAUTH JjIsl 0230BHX
3aB/IaHb 3 MOHTAXY.

Opniero 3 kIo4oBUX ocobmuBocTet Blender € ioro miarpumka
ckpuntyBaHHsi MoBowo Python. Ile nosBonsie aBTomatuzyBaTu poOOdl MpOIIECH,
CTBOPIOBATHU BJIACHI MOIU(DIKATOPH, PO3IIMPEHHS Ta IHCTPYMEHTH JJIsl OTITUMI3allii
CIIeH. 3aB/SIKU BIAKPUTOMY BUXiAHOMY Koay Ta THyukomy API, Blender € oganm 13
HaWKpalmx pileHb A1 PO3POOHHUKIB, K1 XOUYTh CTBOPIOBATH BJIACHI IHCTPYMEHTHU
st 3D-rpadiku.

[TepeBaru Blender:

. BiakpuTuii BUXiTHUI KO, TOBHICTIO O€3KOIIITOBHUIA.

. Benukuii HaOlp 1HCTPYMEHTIB [JIsl MOJEIIOBAHHS, TEKCTypyBaHHS,
aHiMallii Ta peHJACpUHTY.

. BoynoBani pymiii pennepunry: Cycles (poTtopeanictuunnii) Ta Eevee

(peasibHOTO Yacy).

. [TinTpuMKa CKyJIBOTUHTY Ta HPOLETYPHOIO MOJIEITIOBAHHS.
. AKTHBHA CHUIBHOTA KOPUCTYBaudiB Ta HASBHICTh BEJIMKOI KUIBKOCTI
PO3IIUPEHB.

Henomniku Blender:

. BigHocHO cKkiamHMi ISt TMOYATKIBIIIB 4epe3 BEJMKY KUIbKICTh
GYHKITIH.

. Menu eexkTUBHUIA 1)1 BETUKHX CIIEH 13 BEJIMKOIO KUIBKICTIO 00'€KTIB.

. OOMexeHl MOXIMBOCTI g iHTerpamii 31 ckimagaumu  CAD-
CHCTEMaMH.

Blender € yHiBepcanbHUM 1 MOTYKHUM 1HCTPYMEHTOM JJisi CTBOpeHHs 3D-
Mojesel, aHiMalli Ta PEeHACPUHTY, SKUN UYyJOBO MIIXOIUTh IS XYyI0KHHKIB,
JM3aifHepIB, apXITEKTOPIB Ta HE3aJEKHUX PO3POOHUKIB IrOp. 3aBASKU IIUPOKUM
MO>KJIMBOCTSIM 1 BIIKPUTOMY BUX1THOMY Koy, Blender MoxHa BUKOpHCTOBYBATH SIK
JUTSL XYJOXHIX TPOEKTIB, TaK 1 Ui TEXHIYHUX 3aBAaHb, TaKUX SK aHIMaIlis,

apXiTEeKTypHa Bi3yasli3allisi Ta CTBOPEHHS KOHIIENT-apTiB.
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Autodesk 3ds Max — me mnpodeciiine nporpamHe 3a0e3nmeueHHS s
CTBOPEHHS TPHUBUMIPHMX MOJeNeH, aHiMalii Ta Bi3yamizamii, po3poOieHe
kommnaHieo Autodesk. BoHO mUpoKo BUKOPUCTOBYEThCS Y chepax apXiTEeKTypHOI
Bi3yaizalli, kKinemarorpady, 1u3aiiHy 1HTEp'epiB Ta BIACOITOP 3aBIASKU MOTYKHUM
THCTPYMEHTaM JIJIs1 MOJICTIIOBAHHS, TEKCTYpYBaHHS, PEHICPUHTY Ta aHIMAIIii.

3ds Max mpomnoHye THy4Kl MOKJIMBOCTI JIJIsI TIOJIITOHAJIBHOTO, CTUTAHOBOTO
ta NURBS-monemoBanns. IlomiroHamsHe  MOACTIOBAHHS  0a3yeThCs  Ha
penaryBaHHi ciTku yepes Editable Poly Ta Editable Mesh, 1110 103B0s151€ cCTBOproBaTH
CKJIa/HI 00'€KTH 3 BUCOKMM piBHEM jeTanizamii. [[jis poOoTH 3 KpUBUMH 00'€KTaMH
BUKOPHUCTOBYETbCSI Spline-MO/ENIOBaHHSA, /1€ O0'€KTH CTBOPIOIOTHCS HAa OCHOBI
kpuBux niHii. Texunomoris NURBS (Non-Uniform Rational B-Splines) 3abe3neuye
CTBOPEHHSI CKJIAAHUX TE€OMETPi 13 TJIaJKUMU MOBEPXHSIMH, IO OCOOJIMBO
aKTyaJIbHO JUISl IHAYCTPIaIbHOTO JU3AMHY.

[Iporpama miATpUMYy€ pPI3HOMAaHITHI TEXHIKM ONTHMI3alli MOJENEH.
BOynoBanuii iHCTpymMeHT ProOptimizer m03BOJIsI€E ABTOMATHYHO 3HUXKYBaTU
KUIBKICTB TMOJIITOHIB Y MOJIei, 30epiratoun ocHOBHI geTaini. Ile 0co6muBo KOpUCHO
MIpU MIATOTOBII MOJEeH I aHIMaIlii abo 1HTerparli y reim-pyurii. Jjist po6oTu 3
MOJENIAIMA BEJIMKOI CKJIATHOCTI € MIATPUMKA OaratopiBHEBOTO MiAPO3IITICHHS
(Subdivision Surface).

3ds Max Hajae moTyKHUWA HaOip 1HCTpyMeHTIB Juis aHimanii. Keyframe
Animation 103BoJIsi€ CTBOPIOBATH KJTIOUOB1 Kaapu Jyis 00'ekTiB, Toi sik Biped 1 CAT
(Character Animation Toolkit) mpu3HaueH1 st CTBOPEHHSI aHIMALlli MEPCOHAXIB.
[HCTpyMeHTH aHIMaIli TakoXX BKIIOYalOTh 00epHeHy kiHematuky (IK Solver),
cuctemy aedopmaiiii 06'ekTiB uepe3 Morph Targets, a Takox penakTop aHiMailii
Motion Mixer mis cknangaux pyxis [13].

OxpemMo BapTo Bi3HaYuTH cucTemy dacTuHOK Particle Flow, sika mo3Boise
CTBOPIOBAaTH CHUMYJIALII BUOYXiB, JUMYy, BOTHIO Ta piauH. [ peanicTUYHUX
GIBUYHUX CUMYJISIIIA BUKOPHUCTOBYEThCS MOAyJib MassFX, skuil miarpumye

JTUHAMIKY TBEPJUX 1 M'SIKAX TUI, @ TAKOXK CUMYJISAIIT TKAHUH 1 PiJIUH.
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3ds Max ocHaleHui KilbKOMa OTY>KHUMU PEeHAEP-PYLIISIMU IS CTBOPEHHS
dboTopeanicTuaanx 300pakeHb. BOynoBanmii pernep Arnold Renderer 3a6e3mneuye
BHCOKOSIKICHE TpacyBaHHS IPOMEHIB 13 MIATPUMKOIO TJIO0AJBLHOTO OCBITJICHHS,
peaNliCTUYHHUX B1OOpaXKeHb Ta CKJIaJHUX MaTepiaiiB. Jl0AaTKOBO MiATPUMYIOTHCS
MONYJISIPHI CTOPOHH1 peHaep-pyiii, Taki sk V-Ray ta Corona Renderer, sixi gacTto
BUKOPHCTOBYIOTBHCS B apXITEKTYpHIH Bi3yami3alii.

Penaktop matepianiB Slate Material Editor y 3ds Max go3Bouisie cTBOproBaTH
K MPOCTI, TaK 1 CKjJaaHI OaraTolrapoBi Marepiaii 3 BUKOPUCTAHHSM BY3JIOBOI
cuctemu. [Iporpama nmigrpumye PBR (Physically Based Rendering)-matepianu ans
dboTopeanicTHUHUX peHjiepiB. € TaK0kK MOMXIHUBICTh MPAIIOBATU 3 MPOIIECTyPHUMHU
TeKcTypamu, TakuMHu K Noise, Gradient, Tiles, 1110 103B0JIsIE CTBOPIOBATH JI€TaJIbHI
Matepianu 0e3 BUKOPUCTAHHS 30BHIIIHIX TEKCTYPHUX (ailiIiB.

[Iporpama migTpumye 6a3zoBi Metogu UV-po3ropTku, a  TaKox
aBTOMATU30BaHI 1HCTpyMEHTH A cTBopeHHs1 UV-kapT. Lle no3Bossie eheKTUBHO
3aCTOCOBYBAaTH TEKCTYpH HaBITh Ha CKJIaJHI moBepxHi. JlomatkoBo 3ds Max mae
IHTErpallil0 3 TakKuMU Tporpamamu, sk Substance Painter, myis cTBOpeHHS
MPOLIETyPHUX MaTepiaiB.

3ds Max miarpumye mupokuii Habip dopmariB daitnis, Bkirodaroun OBJ,
FBX, 3DS, STL, DWG ta DAE. Ile 3a0e3neuye 3py4yHICTh IMIIOPTY Ta €KCIIOPTY
Mojenelt it poOOTHM 3 IHIIUMHM Tporpamamu, Takumu sk Blender, ZBrush,
AutoCAD Tta irpoBumu pymrisimu, sik-oT Unreal Engine 1 Unity.

ITepeBaru Autodesk 3ds Max:

. [ToTy>xHui HaO1p IHCTPYMEHTIB JIJIsl TTOJIITOHAIBHOTO, CIJIAHHOBOTO Ta
NURBS-monentoBanHs.

. [TpodeciitHi MOIMBOCTI 11 aHIMallii, Bkiroyatoun Biped ta CAT.

. BOynoBaHi Ta cropoHHi penaep-pymiii (Arnold, V-Ray, Corona).

. ['muboka interpamiss 3 CAD-cucteMaMu Ta 1HIIUMHU TpapiyHUMU
peaaKkTopamH.
. Bucokuii piBeHb neramizamii  mojeneil Ta  (oropeanmicTHUHUN

PEHIEPUHT.
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Henomiku Autodesk 3ds Max:

. Bucoka BapTicTh JiinieH3ii, opieHTOBaHAa Ha MpodeciiHi CTy/ii.

. Bucoki cucTteMHi BUMOTH JJIsl BEJIMKUX CILIEH 13 (OTOpeaiCTUIHUM
PEHACPUHTOM.

. Cxnannuii inTepdeic 1uisi HOBauKiB, NOTpeOy€e TPUBAIOrO HABYAHHS.

Autodesk 3ds Max € ogHMM 13 HAWMOTYXXHIMIMX 1HCTpyMEHTIB ansa 3D-
MOJICTIOBAaHHS, aHiMalii Ta Bi3yami3amii, Opi€eHTOBaHMM Ha mpodeciiine
BUKOPHUCTaHHA y cdepi apxiTeKTypHOI Bizyasizalli, kiHemarorpady Ta Ju3aliHy.
Horo moTy»XHi iHCTpyMEHTH 11 poOOTH 3 MOJESAMH, TEKCTYPaMH, aHIMAIi€lo Ta
dboTOpeaniCTUIHUM PEHJEPUHTOM POOIISATH HOTO CTaHIAPTOM Y Taly3l.

Unreal Engine — 1ie oiuH i3 HAWIOTYKHIIIKX ITPOBUX PYIIIiB, pO3po0ICHUI
koMmraniero Epic Games. BiH BUKOpHUCTOBY€ETBCS 1Sl CTBOPEHHS (POTOPEATICTUUHHIX
3D-cuen, Bijeoirop, apxiTeKTypHux Bizyamizamiii, VR/AR-monmatkiB Ta
KiHEMaTorpaplyHUX TMPOEKTIB. 3aBIASKH MEPEIOBUM TEXHOJOTISIM PEHIEPHUHTY,
¢13uku Ta animanii, Unreal Engine € crangapToM y rainy3i IHTEpaKTUBHOI Ipadiky.

Opniero 3 ximouoBux ocobnmBocteit Unreal Engine € #oro MoXiIuBICTB
CTBOpEHHS (OTOPEATICTUYHUX CIEH Y peaibHOoMYy 4aci. Lle mocsiraerbcst 3aBIsSIKU
BUKOPHCTAHHIO CyYaCHUX TEXHOJIOT1H, TakuX sSK Lumen (IuHaMiuHe rioOajbHE
ocBiTiieHHs), Nanite (BipTyamizaiis TeoMeTpii s Mojeleld 3 MUIbIOHAMH
noroxiB) Ta miaTpumil Ray Tracing (TpacyBaHHs mpoMeHiB). Y pe3ysbTati pyuIii
J03BOJISIE OTPUMYBATH PEATICTUYHI CBITJIOBI €(EKTH, BiIOOpaKeHHS, TiHI Ta
JeTaibH1 TEKCTypH 0€3 HEOOX1THOCTI pyYHOI ONTUMI3AIll MOJIETEN.

Unreal Engine He € mporpamoro JJisi CTBOPEHHS MOJIeJIeH, ajie BiH HiATPUMYE
iMriopt momyssipaux 3D-dopmarie, Takux sk FBX, OBJ, USD ta Alembic, 1o
poOUTH HOTO CyMICHHMM 13 MporpamMamMu Jyisi MOJIe/IIoBaHHs, 30kpema Blender, 3ds
Max Tta ZBrush. Jlnst poGoTu 3 piBHSMHU Ta CIieHAaMU BHKOPUCTOBYeThCcsi Level
Editor, sikuii 103BOJIsI€ HANAIITOBYBAaTHM pO3TallyBaHHS OO0'€KTIB, OCBITJICHHS,
aHIMaIlii Ta Matepiajii 6e3MoCcCepeIHbO B CEPEAOBUII PYIIIis.

Cepen BOymoBaHMX IHCTPYMEHTIB JJIS aHIMaIlli BUIUISETBCS Sequencer —

NOTY>KHUN pEAaKTOp JJIsi CTBOPEHHS KiHemaTorpadiyHuX aHiMauiid ta Bigeo. Bin
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JI03BOJIIE TPALIOBATU 3 pyXamMH Kamep, HAKIaJeHHSM aHiMallii, a TaKoxX
penaryBatu 3ByKoBi jgopixkkua. Control Rig Hamae MOXIMBOCTI I CKEIETHOI
animarii, a Live Link no3Boiisie BukoHyBaTH 3axormieHHs pyxy (Motion Capture) y
peanibHOMY 4aci. s cTBopeHHs peamicTuyHUX IudpoBux mnepconaxis Unreal
Engine npononye xmapuuii cepBic MetaHuman Creator, sikuii aBToMaTu3ye mpoiiec
CTBOPEHHSI MOJIeNeH 001Hd 13 POTOPEaTICTUIHOIO JETaTI3aITI€lO.

Unreal Engine Takox Hajae MoTykHi 3acO0u 17151 Gi3MUIHUX CUMYJISIIINA Yepes3
cuctemy Chaos Physics, sika miaTpuMye MOJEIIOBAHHS TBEPAUX T, pyHHYBaHb,
TKaHUH Ta piauH. s cuMysiii ehekTiB, TaKUX SIK UM, BOTOHb, BUOYXH a0o J01,
nependayeHa cucTeMa 4YacTMHOK Niagara, sika J03BOJISIE CTBOPIOBATU CKJIAIHI
Bi3yallbHI €EKTH 3 JETATHHUM KOHTPOJIEM HaJ (PI3UKOI0 YaCTHHOK.

Opniero 3 xmouoBux nepeBar Unreal Engine € cucrema Bi3yallbHOTO
nporpamyBaHHs Blueprints, sika 103BoJiss€ CTBOPIOBATH CKJIAJIHI JOT14HI B3a€MO/IIT
0e3 HeoOxigHOCTI mucaTu Koj. Lle ijmeasibHUN 1HCTPYMEHT HJig JU3alHEpIB Ta
XYyJI0)KHHUKIB, SIKI HE MaloTh JOCBiAy mnporpamyBaHHs. Blueprints mpamioroTs 3a
IPUHLIAIIOM OJIOK-CXEM, JI€ KO>KEH €JIEMEHT — i€ BY30J1, 1[0 BUKOHYE MEBHY /1110 200
yMOBY. /{1151 OuTbII JOCBIIYEHUX pO3POOHUKIB JOCTYITHA MIATPUMKA MOBU C++.

[loxo ontumizarii, Unreal Engine mpononye cuctemy LOD (Level of Detail),
sKa J03BOJISI€E aBTOMATHYHO 3HW)KYBAaTH DPiBEHb JeTai3allii 00'€KTiB Ha OCHOBI
iXHBOT BIIJaNIeHOCTI B kamepu. Kpim toro, BukopuctoByetbest Occlusion Culling
— METO/I, 1110 MPUXOBYE HEBUIUMI 00'€KTH 32 KaJAPOM, 3MEHIITYIOUYH 00UHCITIOBAIbHE
HaBaHTaxxkeHHA. [HcTpymenT HLOD (Hierarchical Level of Detail) 3a6e3neuye mie
BUIIMN PIBEHb ONTUMI3AIIIT 1JIs1 BEIMKUX BIIKPUTHUX CIIEH.

Unreal Engine e kpocmiatGopMHAM IHCTPYMEHTOM, IO MiATPUMYE PO3POOKY
115 Takux matdopm, sk Windows, macOS, Linux, 10S, Android, a Takox 1rpoBuX
koHcoueit PlayStation, Xbox ta Nintendo Switch. [{e pobuts pymiit yHiBepcaabHUM
pILIEHHSIM Il CTBOPEHHS K MOOUIBHMX 1rop, Tak 1 BUCOKOOIOKETHUX AAA-
MIPOEKTIB.

[TepeBaru Unreal Engine:

. doTopealicTUYHUN PEHIEPUHT Y PEaIbHOMY Yaci.
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. Texnonorii Lumen, Nanite, Ray Tracing nys nmepenoBoi rpadiku.

. BizyansHe nporpamyBanns yepe3 Blueprints.

. [TinTpumka diznynnx cumyssiii yepe3 Chaos Physics Ta Niagara.

. BOynoBaHi iHCTpyMeHTH Ui aHIMaIlili Ta KiHemaTorpadii.

. be3komToBHUI )11 HEKOMEPIIMHUX MPOEKTIB (POSUITI CIUIAYyIOThCS

JIUIIIE TICIIS TOCSATHEHHS TIEBHOTO PUOYTKY).

Hemnomnixu Unreal Engine:

. Bucoki BUMOTH 10 arapaTHOTO 3a0€3MEeYCHHS.
. Cknagauii iHTepdeiic 11 HOBaYKiB.
. Moske OyTH HaIMIPHUM JIJIs1 IPOCTUX 200 MOOLTEHUX MPOEKTIB.

3actrocyBannsa Unreal Engine:
. Bineoirpu: AAA-nipoexty, iHai-irpu, VR/AR-1rpu.
. ApxiTeKTypHa Bigyanizailisi: (GOTOpEaldiCTUUHI BIPTyalibHI TYypH,

JIeMOHCTpallii Oy/1iBeIbHUX MPOEKTIB.

. KinemaTtorpag: BipTyalibHI 3HIMaJbHI MailJaHUYMKH, aHIMAIlH1
biTEMHU.
. HaBuanbHi Ta MeOuYHI CHUMYJSLIi: TpEHaXXepH, IHTEPAKTHBHI

HaBYaJIbHI CEPEIOBHIIIA.

Unreal Engine € yHiBepcadbHUM PYIIIEM Il CTBOPEHHS 1HTEPAKTHUBHOTO
KOHTEHTY 3 BUCOKHUM pPIBHEM JeTaji3alli Ta peaqiCTUYHOCTI. BiH miaXoauTh aJis
npodeciiiHuX pPO3pOOHUKIB BiJIEOITOP, APXITEKTOPIB, AW3AWHEPIB BIPTYaTbHUX
cepenoBull 1 KiHemaTorpagicTiB. 3aBAsSKU MOEIHAHHIO MOTYXHUX 1HCTPYMEHTIB
JUTst aHiMaitii, ¢p13uku Ta peraepunry, Unreal Engine € omauMm 13 Haltkpanux pimeHb
JUTSI CTBOPEHHS (DOTOpEaTiCTUYHUX 1HTEPAKTUBHUX MPOEKTIB.

Unity — 1ie moTyxHwuid irpoBuil pyuiid, po3poOsieHuit kommaHiero Unity
Technologies, 110 BUKOPUCTOBYETHCS JIJIsi CTBOpPEHHS iHTepakTuBHUX 3D- Ta 2D-
J0JIaTKiB, Bijeoirop, aHiManid, VR/AR-npoekTiB Ta apXITEeKTypHUX Bi3yasi3ailiil.
3aBasku  mpocToMy  iHTepdeicy, KpocmiaaThOpMEHHOCTI Ta  THYYKUM
iHcTpyMeHTaM, Unity cTaB OJTHUM 13 HaWMOMYJISIPHIIIUX PYIIIiB y CBITi, 0COOIUBO

cepell IHI1-PO3pOOHUKIB Ta MOOIIBHUX 1TOP.
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Opniero 3 kaoyoBux nepesar Unity € miaTpUMKa pisHOMaHITHUX IIATHOPM,
Brurrouaroun Windows, macOS, Linux, i0S, Android, PlayStation, Xbox, Nintendo
Switch ta VR/AR-rapuitypu (Oculus, HTC Vive, HoloLens). lle mo3Bosse
CTBOPIOBATH SIK MPOCTI MOOLIBHI ITPH, TaK 1 CKIAAHI KpOCIUIaT(HOpPMEHi TOIaTKH.

Unity Hagae kiibKa rpadiyHUX pyIIiB, 0 BIAMOBIAAIOTH PI3HUM BUMOTaM:

. Built-in Render Pipeline — cranmaptHuii pennmep-pymmiid ajis MEHII
BUMOTJIMBUX MPOEKTIB.

. Universal Render Pipeline (URP) — ontumizoBanuii [jis MOOIIBHUX
matdopM, 3ade3nedye 6amaHc MiXK MPOTYKTUBHICTIO Ta SKICTIO 300paKEHHS.

. High Definition Render Pipeline (HDRP) — npusHaueHui s
CTBOpPEHHsI (OTOpEaTICTUYHUX CIIeH 13 miATpuMKoro Ray Tracing.

Pymiit miarpumye texHosoriro Physically Based Rendering (PBR), ska
3abe3reuye (PI3MYHO KOPEKTHE OCBITJIICHHS Ta BIJOOpaKEHHS MaTepiaiB.
[TocToOpoOka 300paxkens (Post-Processing Stack) n1o3Bosisie qoaBaTu Taki epexTH,
gk Bloom, Depth of Field, Motion Blur ta Ambient Occlusion, mo 3Ha4HO
MOKpAIIy€ Bi3yaJlbHE CIIPUNHSATTS CIICH.

Unity BkIItOUa€e NOTYXHUM HAO1p IHCTPYMEHTIB JJIs aHIMallli, cepel IKUX:

. Animator Controller — rpagiunuii pemakTop aHiMallii A CTBOPCHHS

aHIMaIliiHux rpadis.

. Animation Timeline — Bi3yanbHUl peIaKTOp KIIFOYOBUX KaJIPiB.
. Cinemachine — iHcTpyMeHT I KiHeMaTorpadidyHOro YIpaBiHHS
KaMepaMu.

[IporpamyBanuss B Unity 3miiicHIO€ETBCS 3a jgomnomororo moBu  CH#.
KomMrioneHnTHa apxiTeKTypa pylilisi I03BOJIsiE CTBOPIOBATH CKJIAJIHI CIIEHH, /1€ KOXKEH
00'€KT CKIIAJIA€ThCS 3 KOMIIOHEHTIB, TAKUX K KOJi31i, aHiMallii, CKpunTH Touno. s
KOPHCTYBadiB 0e3 I0CBioy MporpaMmyBaHHs mepeabadeHuii iHncTtpyment Visual
Scripting, 110 103BOJIIE CTBOPIOBATH ITPOBY JIOTIKY 3a JOMOMOTOI0 Bi3yalbHUX
OJIOKIB.

Oiznynuii pymiit PhysX 3abesneuye peamicTuHl cUMYJSIii  (i3MUHUX

MPOLIECIB, TAKUX SIK B3a€MOJII TBEPAMX TUI, TpaBiTallisl, 3ITKHEHHS, NMPY>XUHU Ta
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oomexxenHs. Unity TakoX MIATPUMY€E CHUCTEMY YaCTHMHOK JJii CTBOPEHHS
Bi3yaabHUX e()eKTiB, TAKHX SK AWM, BUOYXH, jomr [14].

Onrtumizariist IpoAyKTUBHOCTI peajizoBaHa yepe3 (QyHKITIi:

. LOD (Level of Detail) — aBToMaTi4He 3HMKEHHS JIeTati3allii 00'eKTiB.

. Occlusion Culling — BixcikanHs 00'€KTIB, Ki HE MOTPAILUIAIOTH Y MOJIC
30py KamepH.

. Profiler — iHcTpyMeHT nmns aHamizy NPOIYKTHBHOCTI CIICHH Ta

CIIO’KUBaHHS PECYPCIB.

[TepeBaru Unity:

. [Ipoctuii inTepdelic Ta 3py4HICTh /711 HOBAYKIB.

. [upoka miaTpumMka 1miatGopm (Big MOOUIBHMX HPUCTPOIB 10
KOHCOJICH).

. BOynoBaHni penaep-pyrii anst pizaux 3apnanb (URP, HDRP).

. [ToTy>xHuii p13uyHUI pyIiil Ta cucTeMa YaCTUHOK.

. Bennuesna 616;1i0Teka roToBUX pecypciB y Asset Store.

Henoniku Unity:

. Menma gpotopeanictuuHicTh nopiBHAHO 3 Unreal Engine.

. Bucoki BuMoru 10 onTuMizaliii BETUKUX CIIEH.

. OO6MekeH1 MOKITMBOCTI IS HaICKIagHUX Bizyaui3alii 6e3 HDRP.

3actocyBanHs Unity:

. Bineoirpu: MoOiibHI1, iHAI-ipoekTH, AR/VR-irpu.
. VR/AR — cTBOpeHHS BipTyadbHHUX TYpiB Ta HABYAIBHUX JOJATKIB.
. HaBuanbHl CUMYyJSINI: IHTEPAKTUBHI TPEHAXKEPU ISl MEAUYHUX 1

TE€XHIYHUX HaBYaHb.

. ApXITeKTypHI Bizyani3alli inTepakTuBHi 3D-npe3enTattii Oy aiBeIbHUX
MIPOEKTIB.

Unity — tie yHiBepcanbHUW pyImIid Uisi CTBOPEHHS IHTEpakTUBHUX 3D-
JOJIaTKIB 13 THYYKUMHU MOKJIMBOCTSIMU AJIE PO3POOHUKIB YCIX PIBHIB. 3aBASKU

MIATPUMIIT KpPOCIIaTGOPMEHHOCTI, MPOCTOMY 1HTEpdeiicy Ta OGaratromy HaOOpPY
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1HCTpyMeHTIB, Unity € 4y 10BUM BUOOPOM /Jisi CTBOPEHHS MOOUIbHUX 1rop, VR/AR-

pIIIeHb Ta CUMYJISIIIH.

Tabmur 2.1 [TopiBHSIHHS MPOTrpamMHOTO 3a0e3MeYeHHS

CLIEH

Xapakrepuctu | ZBrush Blender Autodesk | Unreal Unity
Ka 3ds Max | Engine
[Mpusnauenns | LHudposa | 3D- [Tpodeci | IrpoBuit IrpoBuit
CKYJBOTY | MOJENIOBA | iiHE pywi  Ans | pyuni ais
pa Ta | HHS, MoOAeNOB | poTopeanict | MOOUTBHH
TEKCTYpyB | aHiMaIllisi, |aHHSA Ta | MUHUX CLHEH | X irop,
aHHS PEHAEPUHT | ApXITEKTY VR/AR
pHa
Bi3yaiiza
1ist
Tun minensii IInatauit | be3komro | IImatuuit | be3komroBH | be3komTo
(otHOpA30 | BHUIA, 3 | (mignuck | uit  (posUITi | BHUM
Ba BIJIKDUTUM | &) npu (postnTi
MOKYTIKa) | KOJIOM KOMEpIIIHHO | mpu
My KOMepU1i
BUKOPUCTaH | HOMY
H1) BUKOPHUCT
aHHI)
MonemroBanasg | Bucokunn | Bucokui Bucoxuit | Huseknii Husbpkni
Amnimaris Huspkuit | Bucokuii | Bucokuii | Bucokui Bucoknii
Pennepunr Bucoxkuit | Bucokuit Bucoxkuit | Bucokuii Cepenniit
dizuka ta | Huzpkuii | Cepenniii | Bucokuit | Bucokuit Cepenniit
CUMYJIAIIIT
ITporpamyBann | BincytHne | Cepenniii | Cepenniii | Bucokmii Bucoxkuit
s T CKPHIITH (Python) | (MAXScr | (Blueprints + | (C#,
ipt) C++) Visual
Scripting)
Kpocmnardop | Cepenniit | Bucokuit | Cepenniit | Bucokuii Bucokuit
MEHICTh
Ontumizaniss | Bincytas | Cepenniii | Bucokuii | Bucokwi Cepenniit
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OcHoBHE Ckynenty | MogpenmioB | Apxitekt | AAA-irpu, | Mo6iibHi

3aCTOCYBaHHA | pa, aHH4, ypHa apXiTEeKTypH | irpH,
CTBOPEHH | aHiMallis, | Bi3yami3a |a VR/AR,
1 pennepunr | misg, CAD | Bizyamizaris, | iH11-
MePCOHAK VR/AR MIPOEKTHU
1B

Bucoka Bucoxkuit | Bucokuit Bucoxkuit | Bucokuii Cepenniit

JeTaizaris

MoJieneu

JlerkicThb Cepenniii | Cepenniit | Huspkuit | Huzbkuit Bucokuit

HaBYaHHA JUISA

HOBAYKIB

['mubuna Bucoxkuit | Bucokuii | Bucokunt | Bucoxkuit Cepenniit

(yHKIL10HATBH

oCTl1

[Minxoaute nns | Huszpkuit | Bucokuit | Husekuit | Cepenniit Bucoxuit

1HI1-

PO3pOOHUKIB

[Monynsipuicte | Husbkuit | Cepenuiii | Bucokuii | Bucokui Bucokui

y AAA-

IIPOEKTAX

JUist BUpilIeHHs 3a/1a4l onTuMizanii peHaepunry 3D-300pakeHb Ha OCHOBI

OKTOZEpeBa

Oyno o6ano irpoBuii pymrid Unity 3aBasku cBoiM BOyAOBaHUM

IHCTpyYMEHTaM YyrpaBiiHHsA piBHsAMU Aetamizauii (LOD) ta metomaMm BiACiKaHHS

HeBuuMux 00'exTiB (Occlusion Culling). BukopuctoBy0un KOMIOHEHTHUM TT1X1]T

ta MoBy C#, Unity m03BoJisie mporpamicTtaM CTBOPIOBATH KAaCTOMHI aJITOPUTMU

MIPOCTOPOBOTO MOALTY CLIEHH, 30KpeMa uepe3 pealizalliio CTPyKTyp OKTOAepeBa s

JUHAMIYHOTO PO3IOIiy TeOMETpii Ta 3HMKEeHHs HaBaHTaxeHHS Ha GPU. 3apmsku

rHydykuM pengep-pymisim URP ta HDRP, pymiii Moxe oOpoOasTH ClieHH 3

BHUCOKOIO TOJIITOHAJIBHOIO CKJIAJHICTIO, a TaKOX €(PEKTUBHO KEpyBaTH PIBHIMU

JeTani3alii Jyis TOKpaIleHHs MPOTYKTUBHOCTI 0€3 BTPATH Bi3yaJIbHOI SKOCTI.
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2.2 Bumoru 0 mporpaMHOro 3a0e3neyeHHs

Bumoru no anroputmy ontuMizallii peHAEpUHTY 300pa)K€Hb BU3HAYAIOTh
HaOlp XapakTepUCTUK, SKI HEOOXimTHO peam3yBaTH Ui 3a0e3medeHHS
e(heKTUBHOCTI, CTAOLILHOCTI Ta SIKOCTI Bi3yaiisaiii TPUBUMIPHHUX CcIieH. YiTke
BU3HAUEHHS IIMX BUMOT € KPUTUYHO BAXXJIMBUM €TArloM y po3poOili MPOrpaMHOro
3a0e3MeyYeHHs,, OCKUIBKM BOHO TapaHTy€ BIAMOBIIHICT (PYHKI[IOHATHLHOCTI
noTpedamM KOpUCTyBaya Ta TEXHIYHUM OOMEKCHHSIM.

OyHKIIOHATbHI BUMOTH ONHUCYIOTh OCHOBHUN (DYHKIIIOHAN, SIKUM alTOPUTM
Ma€e BUKOHYBaTH. BOHHM OXOIIIOIOTH 0OpOOKY TeoMeTpii, YNpaBiiHHA PIBHSIMU
JeTanizalii Ta IHTerpaito 3 rpa@piYHUMHI PYIIISMU.

HedyHnkiionanbHi  BUMOTM  (DOKYCyIOTbCSI ~ Ha  MPOAYKTHBHOCTI,
MaciITaboOBaHOCTI, CYMICHOCTI Ta SKOCTI MporpaMHOro 3abe3nedyeHHs. Bonu
BU3HAYAIOTh CTaHAAPTH Uil MPOAYKTUBHOCTI, HAAIMHOCTI Ta 3pYyYHOCTI
BUKOPHUCTAHHS CUCTEMH.

OyHKITIOHAIBHI BUMOTHU:

1. AJITOpUTM Ma€ aBTOMATUYHO PO3AUISATH CLEHY Ha migobsacti 3a

JIOTIOMOTOI0 CTPYKTYPHU OKTOJIEPEBA.

2. JlunamiyHa 3MiHa piBHSA JieTamizailii 00'€KTiB 3aJIe’KHO BiJ] BIICTaHI J10
TpaBIIs.
3. ABTOMaTu3oBaHe chpomieHHs reomeTpii 3D-00'exkTiB  nuIsIXOM

3MEHIIIEHHS KIJIBKOCTI IMOJITOHIB.

4, 30epexeHHs BI3yalIbHOI SIKOCTI 00'€KTIB MOOJIM3Y TpaBIIs.

S. MOXIMBICTh TIEPETIISiy 3MEHIIICHHS PIBHS JeTaji3allii y peabHOMY
gaci.

6. PerymtoBanHs BijicTaH1 JUTsl 3HUKEHHS PIBHS JeTaTi3alli.

HedynkiionaibH1 BUMOTH:
1. [IponykTuBHICTH — MiHIMI3alis HaBaHTaxeHHs Ha GPU 3a paxyHok

JUHAMIYHOTO YTIPABIIIHHSA JETaTI3aIli€l0 00'€EKTIB.
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2. 3abesnedyeHHs CcTaOUIbHOT YaCTOTH KaJApiB MiJ dYac pPEHIEPHUHTY
BEJIMKUX CICH.
3. AJITOpUTM Ma€ KOPEKTHO OOpOOJIATH CIICHH 3 BEJIMKOI KIJIBKICTIO

00'exTiB 6€3 aBapiifHOTO 3aBEPIICHHS POOOTH.

4, BiacytHicTs apTedakTiB mpu 3MiH1 piBHA JIeTasi3allii.

5. MOo>KITMBICTh aanTaltii i1 CIieH! Pi3HO1 CKIAAHOCTI Ta PO3MIpY.

6. Minimizauist rpadigHux apTedakTiB M 4ac CIPOIICHHS T€OMETPIi.

1. 30epekeHHST BHCOKOI Jetamizaiii uisi 00'€KTIB, PO3TaIlllOBaHUX

o013y TPaBIIsl.

2.3 [IpoexTyBaHHS alrOpUTMy ONTUMI3aI]l peHaupuHTy 3D

Y pamkax pgaHoi po6oth OyJio PO3pOOJICHO aJITOPUTM  ONTHUMI3alii
pernepurry 3D-ClileH Ha OCHOBI OKTOJEpeBa. 3ampOTNOHOBAaHUI aNTOPUTM
onTUMI3allli PEeHACPUHTY Ha OCHOBI OKTOAEPEBA CKJIATAETHCA 3 JABOX OCHOBHHUX
YaCTHH:

o [Ipocroposuii moain cuenn (Octree algrithm) — Bignosigae 3a po30UTTS
IPOCTOPY CIEHUM Ha MeHIl o0sacTi Ay 3pydHocTi oO0poOku. lle no3Bomsie
JIOKai3yBaT 00'€KTH Ta 3MEHIIUTH KUTbKICTh 00'€KTIB, SIKi IOTPIOHO MEPEBIPATU
1] 4ac pEHAEPUHTY Y 0OPOOKHU KOMI31H.

o JlunaMiuHe ynpaBJliHHA PIBHEM JeTaii3alii — BUKOPUCTOBYETHCS IS
3MEHIIEHHS KUTHKOCTI TOJIITOHIB 1 TEKCTYpPHOI JeTaiizailii 00'€KTiB 3aJeKHO BiJ
BificTaHl 10 TpaBis. UuM nami o0'€eKT — TUM MEHIN JeTalli30BaHUM BIH OyJe
B1JI0OpaXKaTHCA.

[TocnigoBHICTh pOOOTH AITOPUTMY BUTJISAAE€ HACTYITHUM YHHOM:

1)  Imimiamizaiis aepesa (puc. 2.1)

BcTaHOBMIOIOTECS MapaMeTpu CIEHU: MIHIMAJIbHHUI pO3MIp By3Ja, MOPOTOBa

KUTBKICTh 00'€KTIB Ta MaKCUMaJbHa BIJICTaHb JIJIs JUHAMIYHOTO YIIPABIIIHHS PIBHEM



nuTanizamii. J{ani cTBOPIOETHCSI KOPEHEBUH BY30J1 OKTOJIEPEBA, SIKUH OXOILTIOE BCIO
CLICHY.

...................................................
i
: Mouatok
|
|

h 4

BCTaHORMIOWTECA NAaPaMETPH CLIEHK:
MiHiManeHWi pozmip
By2na, noporoea kinkxicTs of'exTie Ta
MaKCMMankHa BigcTaqs ANA JMHaMIuHoro
ynpaeniHHA pieHemM guTanizaufi.

Kpok 1

h 4

CTEOPHOETECA KOPEHEEMI
BYy30MN OKTOAEpesa

LS I O B P
Pucynox 2.1 — Jliarpama Octree (kpok 1)

2)

JonaBaHHs 00'€KTIB 10 BY3JIiB OKTO/IepeBa (puc. 2.2)

____________________

nepebip Bcix of'kels cueHn

Nopaeanua ob'ekTie
A0 OKTAOfEpeBa

Kpok 2

I 2B e ann e n R R Ra R s Fa R Eea RN RouR AR
Pucynok 2.2 — Jliarpama Octree (Kpok 2)

3)  TIloain mpocropy (puc. 2.3)

[Ipoctip By3na monuisieTbess Ha 8 piBHUX migoOnacteil. Koxken AouipHiii By307

CTBOPIOETHCA 3 BJIACHHUMH MCIKAMH, IO BHU3HAYAIOTHCA HOI[iJ'IOM OpI/IFiHaJIBHOFO

36
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By3Ja o ocsix X, Y, Z. Ilporec TpuBae peKypcUBHO, JOKK HE OyAe TOCSTHYTO
MIHIMQJIBHOTO PO3MIpy By3Ja.

4)  Omnrtumizanis piBHA Aetaiizarii (puc. 2.3)
O0'ekTH, AK1 3HAXOIATHCS JAJIEKO BiJl TPaBIs, aBTOMAaTHYHO 3HUKYIOTh CBOIO

JIeTaji3alliio Ta 3MEHITY€EThCS KUTBKICTh BY3JIIB IO X OTOYYIOTh Ta 00’ €KIHYIOTh B

3araJlbHAN TIPOCTIP.

Y1 posmip BY3Na € MEHLLIMM 33 HOPMY

k3

T kpoxs

= CTEOpEHHA QOoYipHIX BYSNiE

| Byson 1 | | Byson 2 | | Byzon 3 | | Eyson 4 |

| Byson 5 | | Byson & | | Byson 7 | | Byson & |
BinoSpawertn

EY3NiE

JariHYeHHA noSYa0EM
oKTOgepeEa

" kpoxd

Pucynok 2.3 — Jliarpamu Octree (kpok 3)

Ham st poOOTH alirOpuTMy AMHAMIYHE YIPABIIHHS PIBHEM JeTaiizarlii
BUKOHY€ETbCS HACTYTTHUN alITOPUTM J1i:

1)  Inimiamizanis napamerpis (puc. 2.4)
CtBOproeThCs HOBH 00'€KT 1151 30epiraHHs crpoiieHoi Moaeni. [Himani3yoTbes
0a30B1 JaH1 OPUTIHAIBHOI MOJIEINI, BKIOYAIOYU BEPIIMHU Ta TPUKYTHUKH.

2)  IligroroBka j0 crpormieHHs (puc. 2.4)
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CTBOPIOIOTBCSL CTPYKTYPH JAHUX JJIsl 30€piraHHsS HOBUX CIPOIICHHWX BEPIIMH Ta

TPUKYTHUKIB (criucku «Listy).

{ MouaTok l ;

Kpok 1

B L L r T T |

IHiLianisayia smiHHMX: | |
BEPLLUMHK, MOMIroHH,
KapTW HopManei

Y !
CTBOPEHHA CMUCKIB | +
AnsA 36epiraHua :
HOBWX BEPLUMH Ta | |
noniroHis :

i

Pucynox 2.4 — Jliarpama anroputMy (kpok 1,2)

3)  BuKOHaHHSA 3araJbHOTO IUKIY IIEpepaxyHKy MOJIroHiB (puc. 2.5)
- Bukonyetbcs iTepaitiis 1Mo BCiX MOJITOHAX MOJEIII.
- 3aMiHa MOJITOHIB BIIOYBAETHCS SIKIIO BIJCTaHb MI)K HUMH CTaHOBUTH

MEHIIIE TIEBHOT BEJTMYUHUA — KOS(DIIIEHTY SKOCTI.

. nepeGip BCiX BEPWAH OPHIHANEHOMD Mewy:

Vo =0, i < 3arantHa KNBKCTb BEPWHMH

HE nepeGip HOBHX BEpLIKH

: 1} =0, i = KINEKCTL HOBKX BEPLUKH

i . Arwo EiACTaHL MK BEPLIMHAMK MEHLUA 33 NOPIT

fo!

B 3Bepiraemo
=4 BinoBIHICTL HaeKcis
P Mi¥ OpHriHaNLHO |

HOBOH BEPLMHOI

Brcaoeniosmo
SHEMEHHR, LD
BEpLUMHHA oFeaHaHa

Pucynok 2.5 — Jliarpama ajiiroputmy (Kpok 3)
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4)  CTBOpEHHS HOBOi CTPYKTYPH MOJIEII

MoaugikoBaHi BEpUIMHU Ta TPUKYTHUKU TEpeaaroThcsi HOBiM 3D-
MOJIEI.

[lepepaxoByIOoTbCS HOpMami Jig KOXKHOI BEPIIMHHU, IO O3BOJIE
30eperTu NMpaBWIbHE OCBITIICHHS Ta BIOOpa)KEHHS Ha MOBEPXHI 00'€KTA.

Bci etanu anropuTMmy npeacTaBieHi Ha HACTYIHIN aiarpami, puc. 2.6:

nepefip BCIX BEPLUMH OPMriHANEHOrO MeLLy
i=0, i < 3aranbHa KiNbKICTe BEPLUMH

3amina opriHansHoT
BEPLUMHW Ha HOBY

Y

Kpok 4

3a8/1a€MO HOBI BEPLUMHU, TPUKYTHUMKM
| HOpMani CAPOLLEHOMY MELLy.
MepepaxoByemo Mexi MeLLy
N KOPEKTHOro BifobpameHHa

Y

Kineus

Pucynok 2.6 — [liarpama anroputmy (Kpok 4)

['on0BHOIO MEpeBaroro 3ampornoOHOBAHOTO AJNTOPUTMY MOJSATa€E B TOMY, IIO
PO3pOOHKKY HE MOTPIOHO CaMOCTIMHO CTBOPIOBATU KIIbKa BEPCIM TEKCTYp PI3HOI
SKOCTI (BUCOKa, CEpeHs, HU3bKa). AJTOPUTM aBTOMAaTUYHO F'€HEPYE Ta 3aCTOCOBYE
BIIMOBIHI TEKCTypH sl O0'€KTIB, 3aj€XHO BIJ BIJCTaHI J0 TpaBIls, TOOTO

TEKCTYPH 3 MEHIIIOIO JICTAI3AIlIEI0 3aiiMat0Th MEHIIIE Bie0oTam'sITi.
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2.3 BHCHOBOK J10 IpyTOTO PO3ALITY

Y npyromy posniuii Oyjio NpoBEACHO KOMIUIEKCHHUW aHalli3 MpOorpaMHUuX
3ac0o0iB ISl peamizallii aqropuTMmy omnrtumizamii peHaepurry 3D-300paxeHb Ha
OCHOB1 OKTOJiepeBa. bylio po3rIsTHYyTO MOXKJIMBOCTI Ta ()YHKIIOHAIBHICTh TaKUX
iHCTpyMeHTiB, sik Unity, ZBrush, Blender, Autodesk 3ds Max ta Unreal Engine.
30Kkpema, yBary 30cepekeHo Ha 3JaTHOCTI LIUX cepeloBUI e(heKTUBHO 00pOOIATH
CKJIaJIHI TPUBUMIpPHI CIICHH, yIpaBliHHI piBHsAMH aetanizarii (LOD) ta metomax
BizcikanHs HeBUIUMUX 00'ekTiB (Occlusion Culling).

3a pe3ysbTaTamMu aHami3y, Ul peatizallii TOCTaBJICHHUX 3aBaHb OyJI0 0OpaHo
Unity 3aBAskd WOro po3MIUPEHIN MATPUMIN ONTUMI3AlIMHUX METO/IB,
MIPOCTOPOBHX CTPYKTYP JAHHX, & TAKOK THYYKOCT] Y pOTpaMyBaHHI 3a JOTIOMOTOFO0
MoBu C#. Unity 3a0e3neuye IHTErpaliio ajiropuTMIB AUHAMIYHOTO YIIPaBIIHHS
JeTanizaiieo O00'€KTiB Ta CIPOIICHHS TMOJITOHAJBHUX CITOK, IO J03BOJISIE
e(pEeKTUBHO 3MEHIIWTH HaBaHTaxeHHs Ha rpadiunuii npouecop (GPU) Ta
MOKPAIIUTH MPOAYKTUBHICTH IPU PEHCPUHTY BEIMKHUX CIICH.

Takox Oys0 BM3HAYEHO BHMOTH [0 QJITOPUTMY ONTHMI3allll PEHAECPUHTY.
Cepen oCHOBHMX (YHKIIIOHAIBHUX BHUMOT — aBTOMATHYHUN IIOJIJI CIICHH Ha
1710071aCTi 32 JJOTIOMOT OO0 CTPYKTYPH OKTO/IEPEBa, TMHAMIYHE YIIPABIiHHS PIBHIMU
Jeranizaiii Ta 30epekeHHsl Bi3yalabHO1 SKOCTI 00'ekTiB moOnau3y kamepu. Cepen
HEe(DYHKIIIOHAIbHUX BUMOT — BHCOKAa TPOJIYKTHUBHICTh AJITOPUTMY, MiHIMI3aIlis
apTedakTiB MPY 3HWKEHHI PIBHS JIeTaji3alii Ta CTadlIbHICTh PEHICPUHTY.

B pesynbrari anamizy 3aco0iB Ta (GOpMYJIIOBaHHS BUMOT JIO aJTOPUTMY
J03BOTIIIA OOTpyHTOBaHO 00paty Unity sIK OCHOBHMI IHCTPYMEHT JIJisl peasizarlii

aIrOpUTMY onTUMI3aIlli peHaepuHry 3D-300pakeHb Ha OCHOB1 OKTO/IEPEBa.



41

PO3/ILJI 3. PO3POBKA AJITOPUMTY OITUMIBALII 3D 305PAKEHHS HA
OCHOBI OKTOAEPEBA

3.1 AKTyanbpHICTh pO3POOKH HOBOTO aITOPUTMY

3poctanHs ckianHocTi 3D-clieH, MiABUINEHHS OYIKYBaHb KOPHUCTYBadiB
o0 SKOCTI rpadikd, a TaKoX TMparHeHHs A0 3a0e3leueHHs CTa0uUTbHOT
MPOJYKTUBHOCTI Ha PI3HUX MPUCTPOSAX (BiJ MOTYXKHUX ITPOBUX KOMITHOTEPIB 10
MOOLTPHUX TeneoHIB) OOYMOBIIOIOTH HEOOXITHICTH PO3pPOOKH e(hEeKTHBHUX
MIIXOIB 10 ONTUMI3AIli peHAepuHry 3o0paxeHHs. Ontumizaiis rpadiuHux
IPOLECIB CTAE KPUTUYHO BAXIIMBOIO Y CYYaCHUX YMOBAX, aJKe JO3BOJISIE 1OCATATH
BHCOKOI'O PIBHS JeTani3alli Ta peaiicCTUYHOCTI 0€3 BTpaT y NPOJAYKTUBHOCTI, 11O €
0COOJIMBO BaXKJIMBUM JIJIsl IHTEPAKTUBHUX M€]l1a, TAKUX SIK BIJICOIrPHU Ta BIpTyalibHA
pEaIbHICTD.

Jlesiki anropuTMM, MPUB'A3aHI JO amapatHOro 3a0e3MEUYeHHs, CTaBJISATh
BUMOTY JIJIsi 3BUYAHHOTO CIOXMBaya MEIIaKOHTEHTY, HaNpUKJIaa irop, mpuadatu
nopore obnanHanHs. Hanpukman, texnonoris DLSS, po3pobiieHa kommnaHi€ero
NVIDIA, € uyaoBUM TPHUKIAJAOM I1HHOBAI[IWHOTO MIAXOMy JO MacIiTa0yBaHHS
300pakenns. DLSS (puc. 3.1) — 11e TexHooris MacTadyBaHHsS 3 BUKOPUCTAHHSIM
HITYYHOT'O 1HTEJIEKTY, SIKa JO3BOJISIE MiABUILIUTH MPOJAYKTUBHICTh PEHIECPUHTY O€3
3HAYHOTO 3HWKEHHS SKOCTI 300pakeHHA. BoHa 0a3yeTbcsi Ha BUKOPUCTaHHI
TEH30pHUX SAEp, CIELiaI30BaHUX anapaTHUX OJOKIB, IHTETPOBAHUX Y BiI€OKAPTH
cepiit NVIDIA RTX. Tomy BakJIMBO 3aIllpolOHYBaTH yHIBEpPCAIbHE PIIICHHS, 110
JacThb 3MOTy 3a0e3MeuyuTd OINTuUMi3amito, 0e3 BHKOPUCTAHHS CKJIATHOTO

oO0J1aTHaHHS.
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@A NVIDIA.

DLSS

Pucynok 3.1 — Texnosoriss NVIDIA DLSS

Unity € ofHi€0 3 HAMMOMYJSPHIMKX TUIaTGopM it po3poOku irop ta 3D-
JOJATKIB, 3aBAIKU 11 3pyYHOCTI, KpOCIUIATOPMEHOCTI Ta  UIMPOKUM
GbyHKIIOHATPHUM MOXJIUBOCTAM. OJHak, craHgapTHi 1HCTpyMeHTH Unity He
3aBXKIU 3a0€3MeUyl0Th ONTHUMAJIbHY MPOAYKTHUBHICTh Y MAcIUTaOHHUX IPOEKTaXx.
BifcyTHICTP aBTOMAaTHM30BAHMX IHCTPYMEHTIB JIi ONTHUMAJIBHOTO YIpPaBIIHHS
PIBHSMH JeTaiizarmii Ta BHUKJIIOUCHHS HEBUIUMUX OO'€KTIB y BEIHMKHX CIICHAX
30UIbIIy€e 4Yac peHAepuHTy. JlomaTkoBI TPYAHOINl BUHUKAIOTH 13 JUHAMIYHUM
3aBAHTAXEHHSIM PECYPCIB, 1110 MOXE COPUYMHATH 3aTPUMKH M1 yac rpu. Yepes e
PO3pPOOHUKH 3MYIIEHI BUKOPUCTOBYBATH KACTOMHI alfOPUTMU abO CTOPOHHI
IJIAriHU, [0 YCKJIATHIOE TTPOIIEC PO3POOKH Ta MIATPUMKH BEIUKUX MPOEKTIB.

Po3po06ka OIbII CKIIAIHUX ITPOBHUX JOJATKIB 3 0311440 00’ €KTIB JJIS I[HOTO
pyllis € TOCUTh CKJIAJIHUM 3aBIAAHHSM, JUIS SIKUX CTapTOBUM 1HCTpyMEHTapiil He
MPUCTOCOBAHUM /ISl CTBOPEHHS BIAKPUTHUX CBITIB.

JUist  migBUIIEHHS €()EeKTUBHOCTI PEHIEPUHTY 300pa)KeHHS HEOOXITHO
3HM3UTU HABAaHTAXXEHHS HA B1€O-TIaM’SiTh, CIPOIIYIOUYH T'€OMETPit0 00'€KTIB, SIKI
Outblie He mepeOyBalOTh y 30HI aKTUBHOI B3aeMmojii rpaBisi. HaiimpocTimmm
CIIOCOOOM € CTBOPEHHS CHPOIICHHX BapiaHTIB TEKCTYp 3 JOMOMOTOIO
PI3HOMAHITHUX PEIAKTOPIB, 0 BUMArae 3HaHb B moOyA0B1 3D 00’€KTiB.

Kpim 1iboro, Takok BHHHKA€E HEOOXIAHICTh BUPIMICHHS OaraThoX MpoOJieM
e(EeKTUBHOTO yIpaBIiHHS Ta 00pOOKH 00'€EKTIB y TPUBUMIPHOMY IIPOCTOPI, 3 IKUMHU
B3a€eMOJli€ TpaBellb. llepeBipka Ta HalaroIKeHHd poOOTH B CUMYJIALIAX abo
CUCTEeMax 31TKHEHb OTpeOye aHali3y KOXKHOro 00'€KTa Ha MOXKIIMBE TIEPECIYCHHS 3

IHIIUMHU. Y BEJIUKHUX CIIEHAX 1€ MPU3BOAUTH 0 €KCIOHEHIIIMHOTO 3pOCTaHHS Yacy
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o0poOku. Ilpobrmemu BimoOpakeHHS Manux OO0JacTeH, IO MOXE CIPUYHHHUTH
KOJTi31i MiXk 00'ekTamu, TOOTO HE BipHE BIAOOpaKEHHS TEKCTYP, AKi IepedyBaroTh y
MeKax OIHI€eT 00J1acTi.

MeToto po3poOKH aIrOpPUTMY € CTBOPEHHS €()EKTHBHOTO PIIICHHS, SKE
aBTOMATHU3y€E ONTUMI3AIlI0 00'EKTIB y BEIUKIN CIIEHI 3aJIEKHO BiJ iX BIACTaHI JI0
TpaBIll. AJITOPUTM TaKOX 3a0e3euyBaTUME MO POCTOPY CIICHHW HA 00JIaCTi s
COpOIICHHS aHaii3y B3aeMOMll MK 00'€KTaMH, IO CIPOILYE MOMJIUBOCTI
MOHITOPUHTY KOJi31i Ta 3anoOiraHHs rpadiuyauM apredaktam. [laHe pimeHHS
COpsIMOBaHE Ha IIIBUINECHHA MPOAYKTHBHOCTI PEHICPUHTY, 3a0e3MeUeHHS

cTabUIbHOI POOOTH TOAATKY Ta MOJIETIICHHS YIPABIIHHS CKJIAIHUMU CIICHAMH.

3.2 KoHnenTtyanbHa CTPYKTypa aJITOPUTMY

3a (pyHKI10HAJIOM aJrOpUTM MOKHA MOAUIATH Ha 2 yacTuHU (puc. 3.2):
o [lepira yacTuHa BIAMOBIIAE 32 CIIPOLIEHHS T€OMETPIi 00’ €KTIB.
o Hpyra dacTuHa BIJINOBIIA€ OE3MOCEPETHBO 32 PO3MOJUT HPOCTOPY

CIICHU Ha OKpeMi 00J1acTi.

Algarithm

Geometry simplification
Octree (dividing the stage algorithm (responsible
space into separate areas) for simplifying the
geometry of objects)

Pucynok 3.2 — CTpyKTypa aJiropuTMy ONTUMI3AIl] peHICPUHTY

Octree  (OoKTOHEpPEBO) — 1€ nepiia 4YacTMHa alropuTMy  siKa

BUKOPUCTOBYETHCS JIJISI PO3OUTTS TPUBHMIpHOTO TipocTopy. Bona siBise coOoro
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JIEpEeBO, KOXKEH BY30Jl SIKOTO MOXe OyTH MOAUIEHUN Ha BICIM PIBHOBEIHUKHX
niaBy3miB. g cTpykTypa ieanbHO MIAXOAWTH id €()EeKTUBHOTO YIPaBIIHHS Ta
MOITYKY 00'€KTIB y Benukux 3D-crieHax.

Geometry Simplification Algorithm - npyra wactuna anroputmy BignoBigae
3a 3MEHIIIEHHS KUIBKOCTI MOJIroHiB y 3D 00'€KTiB 3a1€KHO BiJl IXHBOT BIACTaH1 J10
rpaBus. ['0J0BHa MeTa alropuTMy — ONTHMI3yBaTH TPOTYyKTUBHICTH CIICHH,
30epirarouu Bi3yalbHY SIKICTh y BOKJIUBUX JUISTHKAX IPOCTOPY

Jlnst nemMoHcTpanii poOoTH alrOpUTMY MPOTOTHUIT MA€ AN TUBHO 3MIHIOBAaTH
piBEHB JeTami3allli KOKHOTOo 00'€KTa 3aJIe)KHO BiJT MOJIOKEHHS rpaBist. O0'exTH, sIKi
3HAaXOJAThCA  MOOMM3Yy  TIpaBlsd, TOBUMHHI  3aJMIIATUCA  MAaKCHUMAaJIbHO

JeTaji30BaHUMH, 11100 3a0e3MeYnTH SKICHE Bi3yaJbHE Bi1OOpaKeHHS.

3.3 Po3po0Oka airoput™My Ta ii CTpyKTypa

OcHOBHUM 1HCTpYMEHTOM po3poOku € Visual Studio, 3abe3neuye moTyxHe
CepelloBUIIE /ISl CTBOPeHHS iHTepakTuBHUX 3D-noaatkis (puc. 3.3). Unity akTHBHO
B3aeMoie 3 Oi0mioTekamu Ta 1HCTpymeHTamu Visual Studio, mo 3abesneudye
IHTETPOBaHY PO3POOKY, TO3BOJISIIOUN PO3POOHUKY €(DEKTUBHO BIJIaroKyBaTu KOJI
3aBJISIKM 3pyYHOMY jie0arepy, aBTO3all0BHEHHIO KOy Ta MIATPUMIIl pedhaKTOPUHTY.
Kpim Toro, inTerpauist mix Unity Ta Visual Studio nae 3Mory mBuako CTBOPHOBATH
1 10J1aBaTH HOB1 CTPYKTYPHU KJIACIB, SIKI OPTraHi30BYIOTh KOJ JJISI KOKHOTO 00’ €KTa
cuenu. lle no3Bosige po3noAuIsATH (PYHKIIOHAIBbHI HAaBAaHTAXEHHS MK PI3HUMH

KJlacaMu, 30epirarouyu 3py4YHICTh y MATPUMIII Ta MacIITaOyBaHHI MPOEKTY.
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Visual Studio with Unity!

Pucynok 3.3 — Iaterpanis Visual Studio B Unity

3aBasKH BUKOPHCTaHHIO MPUHIIUIIB 00'€KTHO-OPIEHTOBAHOTO
nporpamyBanHs (OOIT), moBa C# 103B0JIsi€ CTBOPIOBATH KJIACH JUIsl KOXKHOI 00J1aCTl
Octree. L{i kmacu MicTATH BIacHi mapaMmeTpH (po3MipH, KOOPAHUHATH, CTAH MEPETUHY
3 00’ekTamu) Ta (QyHKIIT (MOAUTY BY37iB, JAOJaBaHHS 00'€kTiB). Takwil miaxin
N03BOJIsI€ €(EKTUBHO YIPaBISITH CKIAAHOI CTpyKTypor Octree, po3auisioun
BIJINOBIJIAJIBHICTG MK PI3HUMHM 4YacTMHamMu Kony. Buxopucranns C# y Unity
CIIpHSi€ 3DYYHOMY MOJICIIIOBAHHIO CKJIAJTHUX CIICHAPIiB MOBEIIHKU 00'€KTIB Yy CIIEHI.
['ayukicte OOII n03BOJIsIE CTBOPIOBATH MOJYJIBHY Ta MaclITa0OBaHy apXITEKTypy
MIPOEKTY, 1110 3HAYHO CHPOUIYE SIK OYATKOBY PO3pOOKY, TaK 1 MOJANbILI 3MIHU YU
posmupenHs GyHkiionany [14, 15].

3araqoM TpPOEKT CKiIadaeTbess 3 6 KkiaciB. 3a CTBOPEHHS OKTOJEpEBa
BinnoBinatoTh HactymHi 3 kinacu: CraeteOctree, Octree, OctreeNode (puc. 3.4).

MeshCompr B co0i 30epirae (yHKIIIOHAN aJisi ONTUMI3aIlll PEHAECPUHTY
00’€KTIB, 110 BXOJSITh B OKTOJIEPEBO.

Homomixkni kimacu MainScript MovementPlayer, 30epirarote ngani mpo

r100aJibHI 3MIHHI JJIS POCTOTHU AOCTYITY Ta YIIPaBJIiHHS TPaBIIEM.
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Pucynok 3.4 — CTpyKTypa KjaciB MpOeKTy

st peamizamii ¢GyHKIIOHATY CIHPOIIEHHS TeoMeTpii O0’€KTIB Yy Kiaci
MeshCompr BUKOpUCTOBYIOTbCS (DYHKIIII, SIKI B3a€EMOJIIOTH 13 MelieM 00 €KTa.
Mem o6'exta (Mesh) € OCHOBHOIO TPUBHMIPHOIO T€OMETPUYHOIO CTPYKTYPOIO B
Unity, sika Bu3Ha4ae Gopmy o6'ekta y mpoctopi. Ll cTpykTypa ckiamaerbes 3
JIEKUIbKOX OCHOBHHUX €JIEMEHTIB, KOXEH 13 SIKMX BIJIIpa€ BaXJIUBY pOJIb Y
dbopmyBaHHI Ta Bizyauizallli 00'ekTa:

o Bepuunu (vertices): Lle HaOip TOUOK y TPUBHUMIPHOMY TPOCTOPI, SK1
BHU3HAYAIOTh OCHOBHI T€OMETPUYHI KOHTYpHU Mely. Bepumnau ciyrytoth 0a30BUMU
eJIeMEeHTaMHU JJisi TOOYI0BH MOJITOHIB 1 ()OPMYBaHHS CKJIQIHUX 00’ €KTIB.

o [Tomronu (triangles): IlomiroHn € TOBEPXHAMH, IO 3'€IHYIOThH
BEpUIMHU 11 CTBOPEHHS 30BHIMIHBOT (opMu 00'ekTa. 3a3BUYail MOJIIrOHU
MPEACTABIICHI y BUIJIANI TPUKYTHHKIB, SIKI € HAWUOPOCTIIOw (opMoro s

PEHIEPUHTY Y TPUBUMIPHIN rpadiri.
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o Kaprta Hopmaneii (normals): Hopmai BU3HauarOTh Opi1€HTAIIII0 KOXKHOI
BEpIIMHM a00 TOBEpPXHI MOJIIFOHAa Yy MpocTopi. BOHM BHUKOPUCTOBYIOTHCS IS
OOYHCIEHHS TOTO, SIK CBITJIO ITaJa€ Ha 00'€KT, BIUIMBAIOYM HA HMOr0 30BHIIIHIN
BHTIJISI, OCOOJIMBO HA OCBITJICHHS Ta TiHI.

o UV-koopaunatu (originalUVs): Lle koopuHaTH TEKCTYypyBaHHS, SIKI
BKa3yIOTh, IK TEKCTypa MOBWHHA OyTH HaHECEHA Ha MMOBEPXHIO MEIIY.

Joctyn 1m0 Takux 0O0’€KTIB BIOYBa€ThCS 3a PaxyHOK KOMIIOHEHTIB
MeshFilter Ta MeshRenderer, a Tako BHUKOpUCTAaHHS BIAMOBITHUX (YHKIHA IS
3M1HM 200 onTUMiI3allii reomeTpii. IHpopmariii, 111070 BHIIE 3a3HaYESHUX MTapaMeTPiB

MOXHA CIIOCTEPIraTu B peaKkTopl ClieHH (puc. 3.5):

_

Vertices: 15550 (0.7 MB)

Other

Pucynox 3.5 — [ndopmariis mapamerpiB Menry 00’ €KTy

Jlns 3MiHM TeoMeTpii 00’ €KTIB BUKOPHCTOBYETHCS OCHOBHA (DYHKITIS Kilacy
SimplifyMesh(Mesh newMesh). Jlana GyHKIIis CKIIaAaeThCs 3 HACTYITHUX YaCTHH:
1HIIai3a1is BXiTHUX JaHUX Melry 00’€KTy, CTBOPEHHSI KOHTEHHEPIB MJi 3aIucy
HOBUX JAHUX MEITY, IEPEPO3NOALT BEPIIHH JUTsl 3’ €JHAHHS TOJITOHIB, OHOBJICHHS
JAHUX MeEIy 00’ €TKY.

JUns  iHimiamizamii = anropuTMy — CHOPOIICHHS ~ reoMmeTpii 00 €KTiB
BUKOPUCTOBYEThCS 00’ €kT Ty Mesh (puc. 3.6), sikuif 703BOJISIE B3AEMOISITH 3

naHuMu npo wmemt. lleit 00'ekt MICTUTH 1HGpOpMAaLi0 MOpo BepuMHU (iXHI
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KOOPJIMHATA B TIPOCTOPi), TPUKYTHUKU (TIOJITOHH, IO CKJIAAI0Th TEOMETPII0
00'exTa), a TAaKOXK 1HIII MapaMeTpH, AK-OT HOpMaJi (opieHTallis moBepxoHb) 1 UV-
KoopAWHATH (TeKCTypyBaHHS). sl MOCTymy A0 WX JaHUX BUKOPHCTOBYIOTHCS
CTaHJapTHI BJIACTUBOCTI  MeIIy, HaTPUKIIA; OriginalMesh.vertices,
OriginalMesh.triangles, OriginalMesh.normals, OriginalMesh.uv. Ili gani
30epiratoThess B MacuBax BignmoBigHux tumiB (Vector3[], int[], Vector2[]), mo €

0a3010 I MOAABIIOT 0OPOOKH aJIrOPUTMOM.

SimplifyMesh(Mesh newMesh)

Vector3[] originalVertices = OriginalMesh.vertices;
int[] originalTriangles = OriginalMesh.triangles;
Vector3[] originalNormals = OriginalMesh.normals;
Vector2[] originalUVs = OriginalMesh.uv;

List<Vector3> newVertices = new List<Vector3>();

it> newTriangles =
actor3> newNormals =
ector2> newlVs =

Pucynok 3.6 — [Himiami3zanis BXIJHUX JaHUX QYHKII]

VY nporieci poGOTH aNrOpUTMy PE3yIbTaTH CIPOIIEHHS (OHOBJICHI BEPIIUHU,
TPUKYTHUKHM Ta IHII MapaMeTpu) 30epiraroThCs B JUHAMIYHUX CIUCKAX THITY
List<T>. BuxopucTaHHS CHIHCKIB 3aMICTh CTaTUYHUX MAaCHBIB 3abe3rnedye
3pYYHICTh 1 THYYKICTh Tl 4Yac J0JaBaHHS, BUAAJICHHS YU OHOBJICHHS JTaHUX.
Hanpuknan, i yac 00'eIHaHHS BEPIIIMH CIIMCOK aBTOMAaTUYHO 3MIHIOE CB1H po3Mip,
10 3MEHIITY€ TOTPeOy B IOJATKOBUX OOUMCICHHSAX JJI YIIPABIIHHS TaM’ SITTIO.

['onoBHOIO 4YacTUHOKO (YHKIT € HACTymHI 2 LUKIMU, SIKI MEepe3anucyroTh
MIOCTIIOBHICTh BEPIHH JIJIs 00’ €THAHHS B HOB1 MOJIIroHu (puc. 3.7).

VY mepiomy UK BiZOYBAETHCS MEpPEBipKa KOKHOT BEPIIMHN OPUTIHAIBHOT
MOJIEJIi: BOHA MTOPIBHIOETHCSA 3 YK€ 00pOOJICHUMU BEPIIMHAMM, 1 SIKIIIO BIJICTAHb MIXK
HUMH MEHIIIA 3a 3aJlaHUi TIOPIT, BEPIIUHU O0'€THYIOThCS (30€pira€ThCsi 1HAECKC
BIJIMOBIJTHOCTI M)XK CTApUMHU Ta HOBUMHM BEepLIMHAMU). SKIIO K BeplIMHA He Oyia

o0'eTHaHa, BOHA JIOJIAE€THCSI JIO CIKMCKY HOBHX BEPIIMH Pa3oM 13 BIAMOBIIHUMH
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HopmansaMu Ta UV-koopauHatamu. Jlpyruii LUK OPOXOAWTH MO TPUKYTHHKAX
OpPUTIHANBHOI CITKHM, 3aMIHIOIOYH CTapl 1HIEKCH BEPIIMH HA HOBI, BIAMOBITHO 0
CTBOPEHO1 paHimie KapTh 1HAeKCiB. lle mo3Boisie 3HAYHO 3HUBUTH KIIBKICTh
YHIKQJIbHUX BEPIIHH, 30epiratouu mpu bOMY OCHOBHY (hopmy 00'ekTa.

[Ipotiec 00’ eqHaHHS BiIOYBAETHCS, SKIIO BEPUIMHU 3HAXOASATHCS HA MEHIIIH
BijcTani HiK BenuuuHa threshold — 11e ocHOBHUE mapaMeTp SKUi PETYIIOE Mipy
CIPOIIEHHSI TeOMETpil TeKCTypu. Umm Oinbplie mgaHa BEIWYWHA, THUM OLIbIIE

CIIPOIICHHA.

for (int i = @; i < originalVertices.Length; i++)
{
Vector3 currentVertex = originalVertices[i];
merged = fal

for (int j = ©; j < newVertices.Count; j++)

i

if (Vector3.Distance(newVertices[j], currentVertex) < threshold)
{
vertexMap[i] = j;
merged = t
break;
}
}

if (!merged)

vertexMap[i] = newVertices.Count;
newVertices.Add(currentVertex);
newNormals.Add(originalNormals[i]);
newUVs.Add(originaluvs[il);

for (int i = @; i < originalTriangles.Length; i++)

{

Pucynok 3.7 — [{ukiiu nepepo3no/iiay BEpIINH MOJITOHIB

OcranHs yacTHAa QYHKIIT 1€ TPUCBOEHHS PE3YJIbTATIB AITOPUTMY HOBOMY
Memry newMesh. [l KopekTHOro BiJOOpakKeHHSI HOBOI T'€OMETpli aJrOpUTM
3aKiHuyeTbcss  BUkiIMkoM  ¢yHKuii  newMesh.RecalculateBounds.  Meton
RecalculateBounds (puc. 3.8) B Unity € BaXJIMBUM 1HCTPYMEHTOM JJIsi KOPEKTHO1
po6otu 3 citkamu (Meshes) micist Toro, sk BiiOyJIMCs 3MIHU Y iXHIX T€OMETPUUHUX

JTaHUX.
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newMesh .vertices = newVertices.ToArray();
newMesh.triangles = newTriangles.ToArray();

newMesh.normals = newNormals.ToArray();
newMesh.uv = newlVs.ToArray();
newMesh .RecalculateBounds();

Pucynox 3.8 — IIpucBo€eHHs pe3yibTaTiB 00UUCICHHS

Konu BinOyBaroThCsi 3MIHM y BEpUIMHAX, AOAAIOTHCS YM 3MIHIOIOTHCS
KOMIIOHEHTH CITKH, MexX1 (bounds) MOXyTb CTaTH HEKOPEKTHHMH, IO MOXKE
IpU3BECTH A0 MpobieM y BimoOpakeHHI, peHAECPUHTY a00 (Pi3UYHUX B3a€EMOISNX
KOHKpEeTHOro 00’ ekTy. Buknukaroun et Meroa, Unity 3aHOBO 00UHCITIOE MEXKI1 1151
MOTOYHOI CITKH, 3a0€3eUy0Yl TOYHICTh 11 B3a€EMOJII1 3 IHIIMMU 00'€KTaMU B CIICHI.
B mam’saTi 30epiraerbed 2 Tund MemnB A 1 00€KTy — CHPOILIEHWA Mell Ta
OpUTTHATBHUM.

O6uaBa TuUOM  Memly  aKTUBHO  BHKOPHUCTOBYEThCA B (PYHKIII
ReturnOriginalMesh (puc. 3.9). /lana ¢pyHKII1sI BAKOPHUCTOBYETHCS AJI TIOBEPHEHHS
OpPUT1HAJILHOTO MeIly Migyac HaOIMKEeHHs 00’ €KTy 110 rpaBls. BukoHyeThcs naHa
ormepariisi 3a paxyHok mpocrtoi 3aminu: GetComponent<MeshFilter>().mesh =

OriginalMesh.

ReturnOriginalMesh()

if(isMeshFilter)
i
GetComponent<MeshFilter>().mesh = OriginalMesh;
1
else

{

GetComponent<ShinnedMeshRenderer>().sharedMesh = OriginalMesh;

}

Pucynok 3.9 — @ynkuis ReturnOriginalMesh

Buxonanns anroputmy croporieHHsi BusHadae ¢ynkiis Update. Cucremua
¢ynkuis BuKoHyeThesi 60 KanpiB 3a cekyHay. B koxxnomy onomiensi (Update)

OOUYHCITIOETHCS BIJICTAHh MK O0'€KTOM TPaBIl Ta MOTOYHUM 00'€KTOM. SIKIIO 115
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BiJICTaHb MEPEBUIILYE MAKCUMAJILHY JTI03BOJIEHY, BIIOYBA€ETHCA MEPEXia MK TphOMa
piBusimu netamizaii (Triger20, Triger50, Triger80), KoxeH 3 SIKUX aKTUBYETHCS TIPU
JIOCSITHEHH1 TIEBHOTO IOPOTY BIiJCTaHi. 3aJie)KHO BIJI BIJICTaHI, BHKJIUKAETHCS
¢ynkmis StartMeshing, sika 3MiHIOE piBeHb JeTami3amii 00'€KTa, BAKOPUCTOBYIOUHU
KOoeQiIlieHT MHOXKEHHs. SIKIO X BiJICTAHb CTa€ MEHIIOIO 32 BCTAHOBIICHY MEXY,
00'€KT TIOBEPTAETHCS JO OPHUTiHAIBHOI MOZENl 3a JOMOMOrol  (QyHKINT
ReturnOriginalMesh.

B Update takox € tpurepu tumy bool Triger20, Triger50, Triger80. Bonu
KOHTPOJTIOIOTh, III00 aJTOPUTM HE CITpaIlbOBYBaB MMOBTOPHO HA OJHAKOBIH BiJICTaH1

(puc. 3.10).

distance “tor3.Distance(Ma ipt.player.transform.position, tra
if (distance>C

onePercentSize e.

percentDistance = ((distance / onePercentSi Be) ;
if(percentDistance > 20 && percentDistance <50 && !Triger2e)
{

Triger2e =

Trigerse

Trigerge = 3

Debug .Log(percentDistance * ©8.001f)

StartMeshing(percentDistance * _MultiplicationCoefficient, 8);
}
if(percentDistance >50 && percentDistance < 80 && !Trigerse)
{
Trigerse =
Trigerse =
Triger28 = 2
Debug.Log(percentDistance * 8.801f)
StartMeshing(percentDistance * _MultiplicationCoefficient, 1);
H
if(percentDistance >86 && !Triger8e)

Triger88=
Trigerse =
iner2g

Pucynok 3.10 — ®ynkiis Update

Ocranns @yukiis StartMeshing (puc. 3.11) npusnadyeHa jyis iHimiam3anii
MPOIIECY CHPONIEHHS CITKM (meshing) Ha OCHOBI MEBHOIO MOPOTY TOYHOCTI Ta
1HJEKCY, 110 BKa3y€ Ha BIJANOBIAHUN €JIeMEHT y MacuBi ciToK. I[lapamerp
distanceTriangles 3a7ae mopir 11t COpOIIEHHS TPUKYTHUKIB, BU3HAYAIOYH BIJICTAHb,
Ha SIKY TPUKYTHUKH MOXXHA CIPOIIYBaTH, 3aJE€XKHO BiJ iXHbOI MK CYCIAHIMHU
toukamMu. CriouaTky (QYHKIlIS TIEpEBipsi€, UM ICHYE MEII ISl 33JIaHOTO 1HIEKCY B

macuBi _simplifiedMesh. SIkmio Ha poMy 1HIEKCI Menl 1ie He OyB iHiliali30BaHa



52

(to6To null), TO cTBOprOETbCST HOBHM 00'ekT Mesh 1 BHKIMKAETHCS METO

SimplifyMesh(), sikuif BUKOHY€ CTIPOILIEHHS CITKH.

StartMeshing( distanceTriangles, index)

threshold = distanceTriangles;
if (_simplifiedMesh[index] == )
{
_simplifiedMesh[index] = Mesh();
SimplifyMesh(_simplifiedMesh[index]);
}
if (GetComponent<SkinnedMeshRenderer=() != )
{
GetComponent<SkinnedMeshRenderer>() .sharedMesh = _simplifiedMes
}
else
{
GetComponent<MeshFilter>().mesh = _simplifiedMesh[index];
1
}

Pucynok 3.11 — @ynxkuis StartMeshing

B kin1i nepeBipsieTsesi, un € Ha 00'ekTi komnoneHT SkinnedMeshRenderer.
SIKIo Tak, CHpoIIeHa CiTKa MPUCBOIOETHCS IS IIBOTO KOMIIOHEHTA. SIKIIO X
koMrioHeHTy SkinnedMeshRenderer Hemae, TO CiTKa MPU3HAYAETHCS KOMIIOHEHTY
MeshFilter, mo Takox BUKOHY€ PEHAEPUHI CTaTUYHHMX O0'€KTIB. TakUM UYHMHOM,
byHKIis 3a0e31euye HaaTyBaHHS Ta 3aCTOCYBaHHS CIIPOIIEHO1 CITKH J10 00'€KTa
3aJIe’KHO B1J MOTO KOMITOHEHTIB.

Hactynni knacu, mo mnotpioHo posrasnyta CraeteOctree, Octree,

OctreeNode.

Behaviour

GameObject[] allGameObjects;
nodeSizeMin = 5;
maxDistncePlayer = T8F;

ct PlyerObject;

Octree octree;

ree(allGameObjects, nodeSi
i=8; i< allGameObjects.Length;

Pucynok 3.12 — Knac CraeteOctree
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CreateOctree (puc. 3.12) e crapToBui Kiac sl CTBOPEHHS OKTozepeBa. B
KJ1acl 17151 poOOTH BUKOPUCTOBY€ETHCS HACTYITHI BETMUUHU:

o GameObject[] allGameObjects — MmacuB 00’€KTIB HaBKOJO SIKHX
Oyly€ThCS OKTOJIEPEBO

o float nodeSizeMin — MiHIMaIbHUR pPO3MIp By3ja, 0 SIKOTO MOXKE
OyIyBaTHUCSl OKTO/IEPEBO

. public static float maxDistncePlayer — Bigcranp Bim rpaBi, Ha sKii
PO3MOYUHAE POOOTY AITOPUTM crpoIeHHs reomeTpii 3D 00’ ekTiB

Oyukiis Start (puc. 3.13) poro Kjacy BUKOHYE KiJIbKa BaXJIMBUX OIeparii
nij yac iHimiamizamii o0'ekty. CrioyaTKy CTBOPIOETHCS HOBUM €K3EMILIIp KIacy
Octree, sikuii BUKOpUCTOBY€E MacuB 00'exTiB allGameObjects, MiHIMaIbHUN PO3MIP
By37a nodeSizeMin Ta MakcuMalbHy BiJicTaHb J0 rpaBusg maxDistncePlayer. Lle
JI03BOJIIE MOOYAYyBaTH MPOCTOPOBY CTPYKTYpY, fKa opraHizoBye o0'ektu y 3D

(OTKOEPERO).

octree = new Octree(allGameObjects, nodeSizeMin, maxDistncePlayer);
for (int i = ©; i < allGameObjects.Length; i++)
{

if(allGameObjects[i].tag == "Player")

{

PlyerObject = allGameObjects[i];
}
else

{

allGameObjects[i].AddComponent<MeshCompr>();

Pucynok 3.13 — @ynkiisa Start

Jami, y ik, nepeBipseThest KoxkeH eneMeHT MacuBy allGameObjects. ko
enemeHT Mae Ter "Player", To 1ieit 00'exT 30epiraeThes B 3mMiHHIN PlyerObject. Akmo

K 00'eKT He € TpaBleM (He Mae tery "Player"), To 10 HROTO 10AAETHCA KOMITIOHEHT
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MeshCompr uepe3 meton AddComponent<MeshCompr>(). Lleli KOMMOHEHT,
BIJIMTOBIIa€ 32 CTUCHEHHS a00 ONTHUMI3AIlil0 MEITy 00'€KTa,

B Update Oyayerbcs OKTOJEPEBO B peajlbHOMY 4acl, NUISIXOM 1HIIiami3arii
00’exty: octree = new Octree(allGameObjects, nodeSizeMin, maxDistncePlayer).

Jst BimoOpakeHHs: Octree BUKOpUCTOBYeThCs (GyHKIIST OnDrawGizmos
(puc. 3.14). Gizmos B Unity — 11€ IHCTpYMEHT JJIs1 Bi3yasi3allli JaHuX Yy CIIeHI, SIKUH
PO3POOHUKH BUKOPUCTOBYIOTH JIJISI CTBOPEHHS JOTIOMDKHUX TpaiqHUX €JIEMEHTIB.
Bonu He BimoOpaxkaroThCs IIiJi yac BUKOHaHHS TI'pu (B pexkumi Play), ame myxe

KOPHCHI B PEIaKTOPI1 JIJIsl HAJIArO/PKEHHS Ta Bi3yaui3allii pi3HUX 00'€KTIB 1 MEXaHIK.

Q

1.isPlaying)

octree.mainNode . DrawBoxGizmo();
Gizm color = Color.yellow;
DrawWireSphere(PlyerObject.transform.position, maxDistncePlayer);

Pucynok 3.14 — ®@ynxkuis OnDrawGizmos

Jam moOynoBa OKTOJEpeBa B JaHOMY BHUIAJKY 3AIMCHIOETHCS Uepes
cTBOpeHHsa o00'ekTa kiacy Octree, sKui 1HIIIANI3y€e TOJIOBHUM BY30J1 JepeBa

(mainNode), 1110 oxoruiroe Bci nepeiani irposi 00'ektu (puc. 3.15).

t[] allGameObjects, minNodeSize, maxDistance)

Bounds newBounds = Bounds();

foreach (Game 2ct gameObject in allGameObjects)
{
newBounds . Encapsulate(gameObject . GetComponent<Collider>() .bounds);

}

MaxSize = Mathf.Max(newBounds.size.x, newBounds.size.y, newBounds.size.z);
Vector3 sizeBox Vector3(MaxSize, MaxSize, MaxSize) * 8.5f;
newBounds. SetMinMax(newBounds.center — sizeBox, newBounds.center + sizeBox);
mainNode = OctreeNode(newBounds, minNodeSize, maxDistance);
AddObjects(allGameObjects);

Pucynoxk 3.15 — Inimianizariisi okTogepeBa
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Jl7is 11bOTO BUKIIMKA€ETHCS KOHCTPYKTOP Kiacy OctreeNode, sikuii oTpumye
Mexi (Bounds) nmns Bys3ma, MiHiManpHHE po3Mip By3ida (minNodeSize) Ta
MaKCUMaJIbHY BiJIcTaHb 10 rpaBus (maxDistance). Konctpykrop kinacy OctreeNode
MOYMHAE 3 1HIIiai3a1lii OCHOBHHUX MapaMeTpiB By3Ja, 30KpeMa BCTAHOBJICHHS MEX1
Ta MIHIMQJIBHOTO PO3MIpy By3Ja. Jlaji po3paxoBYIOThCS MEXI1 JJIsI JOUIPHIX BY3JIiB
(childBounds), sixi qiiasThCS Ha 8 YaCTHH JUTsI TTOAATBITIOTO Oy TIpocTopy. Koxen
3 HAX Ma€ CBIHA PO3MIp, IKUH OOUYUCITIOETHCS K IMOJOBHHA BUCOTH 0AaTHKIBCHKOTO
BY3J1a, 1 KO’KEH 3 HUX OTPUMY€E HOB1 KOOPJAMHATH JIJIsi CBOT'O pO3TAITyBaHHS BITHOCHO
1eHTpa 0aTbKiBCHKOTO By3:a (puc. 3.16).

JlodipHi By37M PO3TAIIOBYIOTHCS HABKOJO IIEHTpa OaThKIBCHKOTO BYy3ia
TaKUM YMHOM, 11100 BOHU MOKPUBAIU BCl MOXJIMB1 HanpsiMku (1o oci X, Y Ta Z),
CTBOPIOIOYM § HOBUX MEX IS KOXKHOTO 3 MANPOCTOPiB. OCTAHHIM KPOKOM € MOIIYK
o0'exty rpasis 3a Terom "Player", mo go3Bossie 30epiraTi HOro A moAajbUINX
ornepauiid B Mexax aepena. Lle 103Bosie epeKTUBHO OpraHi3yBaTH IrpoBl 00'€KTH y

TPUBUMIPHOMY MPOCTOP1, ONTUMI3YIOUH X 00OpOOKY Ta B3a€MOJIIIO 3 TPABLIEM.

ounds nodeBounds, minSize, maxDistance)

_nodeBounds = nodeBounds;
_minSize = minSize;
_maxDistancePlayerToAnother = maxDistance;

centrSize = _nodeBounds.size.y / 4;

childBoxLength = _nodeBounds.size.y / 2;
Vector3 childSize = 3(childBoxLength, childBoxLength, childBoxLength);
childBounds = Ty

childBounds[@]
childBounds[1]
childBounds[2]
childBounds[3]

.center centrSize, centrSize, -centr)

_nodeBounds . center centrSize, -centrSize, -cent]
_nodeBounds . center entrSize, —centrSize, -centr)
Bounds(_nodeBounds.center entrSize, centrSize, —centrs

childBounds[4] Bounds(_nodeBounds.center centrSize, centrSize, centrs
childBounds[5] _nodeBounds . center centrSize, -centrSize, centr
childBounds[6] _nodeBounds . center entrSize, —centrSize, centrs
childBounds[7] Bounds(_nodeBounds.center entrSize, centrSize, centrSi

player = Ga .FindGameObjectWithTag("P

Pucynok 3.16 — Konctpykrop kinacy

Jlanuii kjac 30epirae MacuB JOUYIPHIX €JIEMEHTIB, iH(popMallito mpo 00’ €KT
rpaBIl, MIHIMATEHUN PO3MIp By3i1a Ta 00’ ekt Ty Bounds.
Bounds — 1ie ctpykrypa B Unity, sika BAKOPUCTOBYETHCS JUISI TIPEACTABICHHS

TPUBUMIPHOT paMKu. BoHa YacTO BHKOPHUCTOBYETHCS HJisi BU3HAUYECHHS OOCITY
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00'e€KTIB y TIPOCTOPi, iIXHKOT BUAMMOCTI Ta B3aeMoii. Bounds ckimamaeThcst 3 ABOX
OCHOBHHX BJIACTUBOCTEH: center — TOYKa y TMPOCTOPi, 1[0 BH3HAYAE IIEHTP PAMKH,
size 1e TPUBHMIPHUN BEKTOp, KU BKa3ye MOBHY IIMPUHY, BUCOTY Ta TIMOUHY

pamku (puc. 3.17).

Max

Min®

Axis Aligned Bounding Box

Pucynok 3.17 — Ctpykrypa Bounds

Oynkiis DivideAndAdd (puc. 3.18) mpusHaueHa aisg AUICHHS MPOCTOPY
OKTOJZEpEeBa Ha Il MEHIIl CErMEHTH, a TaKOX /i J0JaBaHHA OO'€KTIB [0
BIIMOBIHUX BY3JIiB JIepEBa, 3JICKHO BiJI TOTO, UM MEPETHHAIOTHCS MEXKI BY3JIB 3
o0'ektamu Tpu. CriouaTKy MepeBIPsSETHCA, YU HE JIOCATIIa BUCOTA TOTOYHOTO By3Jia
MIHIMQJIBHOTO po3Mipy (_minSize). K0 BY30J BXKE AyXKEe MaJUid, MOAAJbIIE
JIJICHHST HE B1IOYBa€ThCs, 1 (DYHKINS MPOCTO MOBepTaeThes. Jlaii, SKIo M04YipHI
By3Ju 1Ie He cTBopeHi (To0to macuB children mopiBHioe null), iHimiamizyeTbcs

MacuB 3 8 JOUIpHIX BY3JIB.
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if (_nodeBounds.size.y<= _minSize)
if(children== ){children =

dividing = g
for( i = @; i < children.Length; i++)
{

if (children[i] == 3]

{

children[i] = rde(childBounds[i], _minSize, _maxDistancePlayerToAnother);

}
if (childBounds[i].Intersects(go.GetComponent<Collider>().bounds))
{

if (go.tag == "Player")

{

children[i] .IsInPlayerNode =
else

children[i] .IsInPlayerNode = H
distance = r3.Distance(go.transform.position, player.transform.position);
if (distance>_maxDistancePlayerToAnother)
{
children[i] = ChnmageSizeOctree(children[i], childBounds[i], distance);
children[i] .IsInPlayerNode =

Pucynok 3.18 — ®@yHKI1is mOi1 OKTOIepeBa (Mepilia YacTHHA)

[{uks1 mpoXOAUTh MO KOKHOMY 3 8 MOKJIMBUX JIOUIPHIX BY3JIB 1 MEpeBIpsIE,
YU MIEPETUHAETHCS TOTOUHUM BY30J1 3 KOJaiepoM nepeaaHoro oo'ekra (go). Akmio
NepeTuH €, BiIOYyBAa€ThCSA TMEpPEBIpKA Tery 00'€kTa: SKIIO0 1€ TpaBelb, TO
BCcTaHOBIIOEThea mparnop IsInPlayerNode myis BiAMOBIAHOTO JOYIpHBOTO BY3JA.
Skio 00'eKT HE € rpaBlEeM, TO OOYUCTIOETHCS BIJCTaHb MIXK MOTO MO3UIIEI0 Ta
MO3UIIIE€I0 TpaBld. SIKIIO I BIJCTaHb MNEPEBHUILYE MAKCUMAIbHY JOMYCTUMY
BizicTanb (_ maxDistancePlayerToAnother), po3mip BiMIOBIIHOTO JOUIPHBOTO By3Jia
3MIHIOETBCA 3a aomoMororo meroay ChnageSizeOctree (puc. 3.19). Lle mo3Boisie

ONTHUMI3yBaTH CTPYKTYPY JIepeBa 3ajeKHO BiJ BIJICTaHI JI0 TPaBIIA.

Octre e ChnageSizeOctree(OctreeNode node, Bounds bounds, distance)

onePercentSize = _maxDistancePlayerToAnother / 188;
percentDistance = ((distance / onePercentS5ize) - 186) * onePercentSize;

return Octreelode(bounds, _minSize + percentDistance, _maxDistancePlayerToAnother);

Pucynox 3.19 — ®@ynxkuis ChnageSizeOctree

[Ticns 1boOro, HE3aJeKHO BiJ TOrO, YW OYB 3MIHEHHI pO3MIp JOYIPHBHOIO
BYy3J1a, BUKJIMKAETHCS peKypcuBHO MeToa DivideAndAdd (puc. 3.20) nist moTouyHOTO
JIOYIPHBOTO BY3JIa, 1100 A0/IaTU 00'€KT 110 11ie O1IBII APIOHIIIMX CETMEHTIB JIepeBa,
SKILO 1Ie HEOOX1JHO. SKII0 ’KOJEeH 3 JOYIpHIX BY3JiB HE MOTpeOy€e MOJANIbLIOTO

nineHHs (He OyJio mepeTHHy 3 00'€KTaMu), MacuB JOYIpHIX BY3JIB CKUAETHCSA HA
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null, mo cBiquuTH mpo 3aBepiieHHsS npouecy auieHHs. Llelt miaxin mo3BossLe
e(eKTUBHO OpraHizyBaTH 00pOOKY 00'€KTIB B OKTOJIEPEBi, TUHAMIYHO KOPHUTYIOUH

CTPYKTYpY J€peBa B 3aJI€KHOCTI BiJl B3a€MO/I1i 00'€KTIB 3 IPaBLIEM.

children[i].IsInPlayerNode = g
distance = r3.Distance(go.transform.position, player.transform.position);
if (distance>_maxDistancePlayerToAnother)

children[i] = ChnageSizeOctree(children[i], childBounds[i], distance);
children[i].IsInPlayerNode =
}
}
dividing = 5
children([i].DivideAndAdd(go);

1
}
if(!dividing)
{

children =

}

Pucynok 3.20 — @yHKuis MO OKTOAEpEBa (JIpyra YacTHHA)

B inmomy Bumaaky mnepexoAuTh Ha HOBUH IrpoBuil 00’ekT. [lnsa
BIJIOOpaK€HH BUKOPUCTOBYeTbCA (yHKUIE DrawBoxGizmo (puc. 3.21). Bona
TAKOXX IMpallo€ PEKYpCUBHO, NPOXOASYM MO BCIX JOYIPHIX eJIeMeHTax
BioOpaxatoun y BianoBigHui komip: 1f (IsInPlayerNode), Gizmos.color =

Color.blue.

DrawBoxGizmo()

if (IsInPlayerNode)
{

Gizmos.color = Color.blue;

Gizmos.color = Color.green;

s .DramilireCube(_nodeBounds.center, _nodeBounds.size);

if (children != )
{
foreach (Octreehode child in children)
{
if (child I= )
{

child.DramBoxGizmo();

Pucynok 3.21 — Meroa DrawBoxGizmo
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Omxe B pe3yibTari poOOTHM MAaHOTO KIacy, alrOPUTM MOXKE CTBOPIOBATH
lepapXiuHy MOJIeNIb OKTOJIEpeBa Ta BIJOOpaXkaTH il B pealbHOMY 4aci.

Cepen momoMiXHUX KiaciB MOTPIOHO po3riasiHyTH Kiac MainScript.
BukopucTtoByeThCs U1 300pakeHHs] TPOAYKTUBHOCTI B MPOEKTI Ta BCTAHOBJICHHS

rinob6anbHoi 3MiHHOT GameObject player To6T0 00’ €kTy TpaBus (puc. 3.22).

player = GameObject.FindGameObjectWithTag("PL

h_(j Cebinok:

deltaTime += (Time.deltaTime - deltaTime) * 8.1f;
fps = 1.ef / deltaTime;
fpsText.text = Mathf.Ceil(fps).ToString();

Pucynok 3.22 — Kitac MainScript

3.4 HanmamtyBaHHS CIIEHH JIJIsL IEMOHCTpAIlli allrOpUTMY

Hnst poGotu anroputMmy mnoTpiOHO cTBoputu creHy Unity, pasom 3 3D
00’€KTaMH 3 IKUMU CaM€ B3a€EMOAISITUME alNTropuTM. i1 KOpeKTHOT poOOTH 00’ €KTH
MOBUHHI MaTH HACTYIIHI KJIOYOBI KOMIIOHEHTH (puc. 3.23):

. Mesh Collider - no3Bossie 00'ekTaM BUKOPUCTOBYBATH TPUBUMIPHY
citky (mesh) sk dopmy st BuU3HaueHHs (I3UYHMX 31TKHEHb (komi3ii). Lleit
KOMITOHEHT € YacTUHOIO cucteMu Pizuku Unity 1 103BOJIsSiE CTBOPIOBATH CKJIAHIII
dbopMH KO3 TOPIBHSHO 3 MPOCTUMU NPUMITUBHUMHU ¢dopMamu (sSk-oT Box
Collider, Sphere Collider, Capsule Collider). BukopuctoByerbcsa nnsi modyaoBu
OKTOJIepEBa HABKOJIO 00’ EKTY.

o SkinnedMeshRenderer abo MeshFilter - komnonent y Unity, sikuii

BUKOPUCTOBYEThCS sl 30epiranHs Mesh (citku) o0'exkta. Bin mpairoe y mapi 3



MeshRenderer gns  Bizyamizamii  cratudyHuXx a00  aHIMOBAHUX

BuxopuctoByetnscst B MeshCopr.cs 11711 cripoiieHHsI TeoMeTpii 00’ €KTy.

Mesh B default

& v Mesh Renderer

Materials

Lighting

Probes

Additional Settings

{2 v Mesh Collider

Everything

i} ult

Pucynox 3.23 — KitrouoBi KOMIIOHEHTH 1Sl pOOOTH aIrOPUTMY
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MOJIEJIEN.

JUIst CTBOpEHHS TPUBUMIPDHUX OO’€KTIB y MPOEKTI BHUKOPUCTOBYBAIOCH

nporpamue 3abe3nedeHHss MagicVoxel (puc. 3.24) — nonyJsspHUi IHCTPYMEHT /IS

MOJICJIIOBAaHHSI Ta PEHIEPUHTY BOKcenbHOI rpadiku. MagicVoxel

JO3BOJIAAE

CTBOPIOBATHU JIETaJIbHI TPUBUMIpPHI MO/IEN1 Ha OCHOBI BokceniB (3D-mikceniB), 1m0

17IealbHO MIAXOAUTH JJII TPOEKTIB 3 HHUBBKOIMOJITOHAIBHOK Trpadikoro ado

CTHJII30BaHUMU Bi13yaJIbHUMH €(PEKTaMH.

L[] ]]

i
ENNRERER

a
AEREERGC
[

Pucynox 3.24 — MagicVoxel iHCTpyMEHT 711 MOCITIOBAHHS
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Cuena ckiagaerbess 3 JeKUIbKOX 3D 00’€kTiB, AKI pa3oM CTBOPIOIOThH
peaNiCTHYHY IMITaIlif0 MiChKOTO cepenoBuia. Lle Oymirimi, moporu Ta aepesa (puc.
3.25). TlocaigoBHICTh po3TallyBaHHS 00’ €KTIB 3a0e3rnedye MIaBHUN Mepexig MK
30HaAMH, IO JO03BOJSE YHUKHYTH PI3KMX 3MIH Yy JeTamizaiii Ta HOpyIIeHHS

3aHYypEHHS TPaBIIsl.

erarchy

R SampleScene

Pucynok 3.25 — Po3MiliieHHs1 00’ €KTIB Ha CLICHY

KinpkicTh 1 sSIKICTh IIUX OO0’€KTIB MifiOpaHa TaKUM YHUHOM, II00 IiJl Yac
pOOOTH aITOPUTMY ONTHMI3AIII PIBHS JACTali3allii, rpaBellb Maike He IMoMidaB 3MiH
y rpaditi. Lle mocaraerbes MUIIXOM IMOCTYIIOBOTO 3HMKESHHS PIBHS JIeTalli3aIlii s
00’€KTIB, 110 3HAXOAATHCS HAa 3HAYHIN BIJICTaHI BiJl TpaBIIsl.

Hist podotu anroputmy ciyrye o0’ekt Octree, SKHI Mae€ KOMIIOHEHT
CreateOctree.cs Ta Mae HacTymH1 HajamTyBaHHs (puc. 3.26): allrOPUTM MpaIIoE 3

18 06’exTamu crieHu. Ta po3mip MiHIMAJIBLHOTO By3J1a — 9.



62

Pucynok 3.26 — O6’ext Octree

3.5 TectyBaHHS aNrOPUTMY

Jist  KOpekTHOT pOOOTH aJIrOpPUTMY OINTHUMI3AIli pIBHS JeTami3arii
po3poOHUKY HeoOXimHO 00paTu 3D-00'€kTH, SKI MarOTh BIJAMOBIAHI KOMIIOHCHTH
1151 00poOku reometpii: Mesh Collider, SkinnedMeshRenderer abo MeshFilter. 111
KOMITOHEHTH BIJIMOBIAIOTh 32 0OPOOKY CITKM 00'€KTa Ta JO3BOJSIOTH AIITOPUTMY
BUKOHYBATH CHPOUIEHHS F€OMETpIi 0€3 MOPYLIEHHS BI3yalbHOI I[LJIICHOCTI MOJAEIII.
OOpani 00'extu ciia gomatu o cremianbHoro MacuBy All Game Objects (puc.
3.27), sAKkul BUKOPUCTOBYETHCS AITOPUTMOM [IJIsi 1T€paTUBHOI 0OpoOKM Ta
onTtuMizalii. MacuB 3a0e3rneuye LEHTpalli30BaHe 30epiraHHs BCIX O00'€KTIB, SKI
M1UISITat0Th 00pOOIIi, 10 T03BOJISE AITOPUTMY BUKOHYBATH aHAJ13 TeOMETPil ClIeHU

Ta 3MIHIOBATH PIBEHB JeTaji3alli Jjis KOXKHOIo 00'eKTa OKPEMO.
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B v cCreate Octree (Script)

All Game Objects

Pucynok 3.27 — HanamryBanus komnonenty CreateOctree.cs

Jam moTpiOHO 3amyCTHTH TPOEKT Ta CrocTepiraTd 3a Bin0yJA0BOIO

OKTOJIEpEBa HABKOJIO TI0JaHUX 00’ €kTiB (puc. 3.28):

Pucynok 3.28 — IloOynoBa OkxTonepena

B pe3ynbrari, MokHa ciocTepiraTH, Ik Ha €KpaHi pelakTopa Bi100paKkaeThCs

BY3JIM B SIKIM B OUIBIIINA KUIBKOCTI OTOYYIOTh Ti 00’€KTH sIKI OJIMDKYE JO TPaBIIS.
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By3snu siki oTo4yI0Th TpaBlsd MalOTh CHHIM Kodip. YuM mami rpaBers Bia 00’ €KTIB

TUM MEHIIIE BY3J1iB 0TOUy€E aHi 00’ ekTH (puc. 3.29):

Pucynox 3.29 — PoGota anroputmy mija yac BiJaJeHHs 00’ €KTIB BiJl IPaBIls

BignoBigHo, mijg yac mepeMilieHHsi 00'€KkTa rpaBiisl BCE Aalli B IHIIUX
00'eKTIB CIIEHM, iXHS JeTaji3ailisl IMOCTYNOBO 3MEHIIYEThCS ISl ONTUMIZAIlT
NpPOAYKTUBHOCTI. lle peanizyerbcsi MNUIAXOM JUHAMIYHOTO 3HIDKCHHS PIBHS
JeTanizalii Ha OCHOBI BIACTaH1 /10 kKamepu rpaBid. O0'€eKTH, 110 3HAXOIATHCS Y
OesnocepenHiii  OJU3BKOCTI 7O TpaBIll, 30epiraroTh BUCOKY JIeTali3allilo,
BKJIFOYAIOYM CKJIaJHI TEeOMETpPUYHI (OPMU Ta TEKCTYPHU BHUCOKOI PO3ILUIBHOT
3natHocTl. lle BakJIMBO, OCKUIBKM TpaBellb MOXE YITKO CIIOCTEpiratu aeTall
OTOYCHHS TOOJIN3Y.

VY Toli e yac, 00'€KTH, 1110 pO3TaIlIOBaH1 1aji BiJ TpaBlisd a00 JIHIIIE YACTKOBO
MOTPAIISIOTh Y TOJIE 30pY KaMepH, aBTOMATHYHO CIPOIIYIOThCS: 3MEHIIYEThHCS
KUIBKICTh TIOJIITOHIB Y CITII, @ TaKOXX BHUKOPUCTOBYETHCA TEKCTypa 3 MEHIIOIO
po3AUTbHOI 31aTHICTIO. [le M03BOJIsSi€E 3HM3WUTH HABAHTAXKEHHS Ha TpadiuHun
npoiiecop, 3a0e3neuyoun CTablIbHy YacTOTy KaJpiB 0€3 3HA4HOI BTPATH SIKOCTI
300paxKeHHs.

VY pe3ynbTaTi, il 4ac pyXy rpaBlis CIIEHOI0, MOKHA CITOCTEPIraTH, o JaIbHi
00'eKTH, Takl K OYJIBII, MOCTYNOBO 1e()OPMYIOTHCS Ta BTpAyaroTh JETai3allilo.

(puc. 3.30):



Pucynox 3.30 — [edopmarrist BignaneHux 00’ €KTiB

binbm moka3oBUM € TpHUKIAA poOOOTH aIrOpUTMy MPH TOPIBHIHHI

OJIHaKOBHX TeKCTyp (puc. 3.31):
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Pucynok 3.31 — [ledopmaiiist TekcTypu

3arajioM SIKIIO BIAKpUTH «Jlucmetdep 3amau», Ta MOEPEHUTH B MEHIO

«IIpoayKTUBHICTDY,

TO MOXHAa CHOCTepiFaTI/I YUCJIOBI ITOKAa3HUKH pO60TI/I

rpagiunoro npoiecopa (3D). [Ipu 3BudaitHux yMoBax HaBaHTaXKEHHS Ha rpad1yHUMA

nporiecop ctaHoBuTh 93% (puc. 3.32):

4 Muenetuep sanau

Ozdn [apametpe By

un

33% 1,58 My

MNamats
| 66715876 (42%)

Auck 0 (CE)
5D

1%

Wi-Fi

01 0 xBur/c

14%

Radeon (TM) 520
93% (62 °C)

BecnpoBoAHan CeTh
BT/

Ipadpuueckuii npc
Intel(R) UKD Graphics 6

padmueckuii npc

MoapoBrocT  Cayx6et

01/20T6

Radeon (TM) 520
Copy

Compute 1

27.20.20304.4000
02082021
12 (FL11T)

Pucynox 3.32 — HaBanTaxxenns Ha rpadigyHuil iporiecop

[lin yac pobGOTH anropuTMy ONTHMI3allli HaBaHTAXEHHS Ha TpadiuHUi

MPOIIECOp CTAaHOBUTH B cepenubomy 70% (puc. 3.33):
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1% ucnetuep sagau - a

@aiin Oapavetps Bua

Mpoueccsl  NPOM3BOANTENLHOCTE  XKypHan M i As m m ™M CAyx6bI
un
R GPU Radeon (TM) 520
v 3D 67% ¥ Copy 79%
Mamats
6,6/15,8 6 (42%) —
Onek 0 (C: E) \ \J i — I — -
SE/D ~ Compute 0 0% ~ Compute 1
Wi-Fi
BecnposoHan cets
10 11: 0 k6uT/C

o Mcnona308akie BbiAeNeHHOT NaMATH rPagi14eckoro npolieccopa 20T
Ipaduruecknin npc pet ’ &
Intel(R) UHD Graphics 6
phmn] 12%

| rpaduueckmii npc
,w ' Radeon (TM) 520
| 67% (59 °C)

Wcnone3osanve Beiaenennan namaTs rpaguueckoro npoueccopa  Bepews g 27.20.20904.4000
67% 0,1/20T6 02092021

12 (FL111
OnepaTvBHas namaTh paduueckoro NpoLieccopa  O6111as NaMATL FPagMUECKOro NPOLIECcopa uMUACNe NACREHUE PClonasa 1 vernogicrn

S
Menbwe | ) OTkpeITe MOHUTOP pecypcos

Pucynox 3.33 — HaBarakeHHs i1 yac poOOTH aIropuTMy

3.6 BUCHOBOK J10 TPETHOTO PO3ALTY

VY pesynbTaTi BUKOHAHOI POOOTH OYyJI0 PO3POOJICHO CHCTEMY OINTHUMI3allii
PIBHS eTalli3allii 3 BAKOPUCTAHHAM OKTOJiepeBa. Po3pobiieHuit aliroput™ J103BOJISIE
IUHAMIYHO 3MIHIOBATH aeTtani3aiiro 3D-00’ekTiB 3a1eXHO Bl IXHBOI BIICTAaHI 10
rpaBis. J{7s 1IbOT0 BUKOPUCTOBYBAIACS CTPYKTYypa OKTOJEpEBa, sika 3abe3nednia
MO CIEHUW Ha CEKTOPH, IO JO3BOJWJIO 3MEHIIUTH KIJIbKICTh 00’ €KTIB, fKI
noTpeOyITh BHUCOKOi JeTamizallii OJHO4YacHO. bylio BHOpoBaKeHO MeXaHi3M
BIJICTIIIKOBYBaHHS MOJOKEHHS IPaBls B peajJbHOMY 4acl, IO J103BOJISIE€ aJalTUBHO
3MIHIOBATH PiBEHb JAeTanizallii. ¥Yci 00’ ekTu Oyiau ONTUMI30BaHI TAKUM YMHOM, 100
rpaBellb HEe TOMIYaB PI3KUX 3MiH Y SIKOCTI rpadiku, 30epiratouu BiIUyTTs 3aHypEHHS

y CIIEHY.
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BMCHOBOK

VY mnponeci BUKOHaHHS KBasli(piKaliifHOI MaricTepcbkoi poOOTH Ha Temy
«Ontumizamist peraepunry 3D-300paxkeHHsT Ha OCHOBI OKTOZAEpeBa» Oylio
MPOBEICHO KOMIUIEKCHE JIOCHIIPKEHHS METOMIB ONTUMI3alll pEeHICPHUHTY
TPUBUMIPHUX CIEH Ta pPO3POOJEHO NPOTpaMHUI adrOpuTM ISl TiABUIICHHS
NPOAYKTUBHOCTI peHaepuHry. PoOoTa BKiIouana TEOpeTHYHE OOTPYHTYBaHHS
BUOOpPY METO/IIB, MPAKTUUHY peajizallilo AITOPUTMY Ta TECTYBaHHS MPOTPAMHOTO
OPOAYKTY.

OCHOBHUMH 3aBIaHHSMH, AKi OyJM BHpIIIEHI MiJ 4YaC BUKOHAHHS POOOTH,
CTaJIu:

1. [IpoBeneHHs aHami3y ICHYIOYMX QJITOPUTMIB peHjepuHry 3D-
300pak€Hb Ta METOJIB ONTHUMI3allli, BKJIIOYAIOYM pacTepH3allilo, TpacyBaHHS
npomeHiB, path tracing, radiosity Ta photon mapping.

2. OOrpyHTyBaHHSI BHOOpY TEXHOJOIII OKTOJEepeBa M peajizallii
IPOCTOPOBOIO TOJIIY CIEHU Ta JUHAMIYHOTO YIPaBIIHHS PIBHEM JeTaiizarlii
(LOD).

3. Po3pobka anropurmy, 10 TO€IHYE CTPYKTYpPy OKToJIepeBa 3
aBTOMAaTHYHHM YyIPaBIIHHAM piBHEM Jeraiizaiili o00'€KTiB, IJis1 3HMKCHHS
OO0YHCITIOBAILHOTO HABAHTAYKEHHSI.

4, [Iporpamua peanizariisi anroputMmy onTumizailii B cepenonui Unity i3
BUKOPUCTAHHAM MOBHM TmporpamyBaHHs C#, mo 3a0e3neunsio eQeKTHUBHE
YIPABIIHHS PEHJIEPUHTOM Y pealbHOMY Yaci.

S. TectyBaHHs MIPOTPaMHOTO IPOIYKTY Ha BIJINOBITHICTD
(GyHKLIOHATPHUM Ta HE(QYHKIIOHAJIbHUM BUMOTaM, BKJIIOYAlOYU  AKICTh
Bi3yaunizallii, CTabUIbHICTh pOOOTH Ta IPOTYKTUBHICTD.

Y poboti Oyno 3AiCHEHO TPYHTOBHUM aHalli3 MPOTpaMHHUX 3ac00iB JjIst
po3pooku 3D-nonartkis, Bkiatouatoun Unity, Blender, ZBrush, Autodesk 3ds Max Ta

Unreal Engine. Bubip pymist Unity Oyno oOrpyHTOBaHO MHOTro MiATPUMKOIO
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MexaHi3miB ontumizanii, Takux sk Occlusion Culling Ta LOD, a Takox THy4KICTIO
y mporpamyBanHi yepe3 C#.

Ocob6nuBy yBary OyJ0 TPUIIJICHO TPUHIIMIIAM ONTUMI3aIlli CIleH 3a
JIOTIOMOTOI0  OKTOJIEpPEBa, SIKE JO3BOJISIE 3MEHIIUTH OOYMCIIOBAIbHI BUTPATU
HUIIXOM pO30UTTS ClieHW Ha migodnacti. lle 103BOJMMIO AOCATTH 3HAYHOTO
MOKPAIIEHHS MPOAYKTUBHOCTI pEHACPUHTY 0€3 BTpaTH Bi3yalbHOI SKOCTI.

VY mpormeci pobotu Oyno copMOBaHO HACTYIHI BUMOTH JO MPOTPAMHOTO
3a0€3MeUeHHS:

. @OyHKIIOHANBHI BUMOTH: aBTOMATH30BaHE YMPABIIHHSA pPIBHEM
netamizamii o00'€KTiB, MOAUI CIEHHM Ha Mig00JiacTi, JAUHAMIYHA 3MiHA PIBHSA
MOJIITOHAJTBHOCTI.

. HedynkiuioHanbHi BUMOTH: 3a0€3M€4eHHs CTa0lIbHOT YaCTOTH KaJIpiB,
MiHiMI13a1lisg HaBaHTaxeHHs Ha GPU, cyMmiCHICTD 13 BEIUKUMHU CIICHAMU.

Po3po06iiennii aropuT™ yCIimHoO MPOUILIOB TeCTyBaHHA y cepenoBuil Unity,
NIATBEPAMBIIN CBOIO €(QEKTHBHICTh y 3HW)KEHHI OOYMCIIOBAJbHUX BUTPAT IPHU
PEHIIEPUHTY CKJIQJIHUX TPUBUMIPHHX cIieH. BiH Moxke OyTH BUKOpPUCTaHUH Y
po3po0Il BIAEOIrOp, AOJAATKIB JJIsl BIPTyaJbHOI PEANbHOCTI Ta apXITEKTypPHHX
Bi3yastizaliiu.

Takum ymHOM, MOCTaBlieHA METa MIOJ0 PO3POOKH AITOPUTMY OINTHUMI3aIli
pennepunry 3D-300paxeHb Ha OCHOBI OKTOJEpeBa OyJia JOCSATHYTa, a OTpUMaHI
pe3ynbTaTH MOXYTbh OyTH BHKOPHCTaHI JUIsi TOJANBIINX AOCTIHKeHb y cdepi

KOMIT'FOTEpHOi Ipadiku Ta 00poOKH 300paxKeHb.
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