Xtreme3D - 310 3D-ABWXKOK A1l IONY/ISIPHOTO KOHCTpyKTOpa urp Game Maker
8. Kak u3BecTtHO, GM opueHTHMpOBaH Ha co3jaHue 2D-urp, u IpefocTaBisieT
nuib 6a3oBbie QyHKIMU 3D-rpadukuy, He oueHb MOAXOASIUE [Jisi CePbe3HOT0
vcrosb3oBaHus. K cuactero, GM 1niopzep)XuBaeT IIOAK/IIOYEHHWE CTOPOHHUX
DLL-6ubm1oTek, KOTOpble 3HAUUTETbHO pACIIUPSIOT €r0  BO3MOXKHOCTH:
Xtreme3D - u ecTh Takasi OubamoTeka. C ee MOMOII[bIO Bbl MOYKETE PEH/IEPUTH B
okHe GM TpexmepHyto rpaduky 00oii cnokHoCTH. Xtreme3D mogiep;KuBaet
MHOTMEe COBDEMEHHble TEeXHOJIOTUH peHJiepuHra (Takue, Kak LIelJepbl U
KaZpoBble Oydepsl), MO3BO/SIET CO3/laBaTh UTPhI C KaueCTBEHHOMW rpadukoii U Ha
CeroJHSIIIHUN JIeHb SIBNISIETCSl e[JMHCTBEHHBIM aKTWBHO pa3pabarbiBaeMbiM 3D-
JBYDKKOM 7151 Knaccruyeckoro Game Maker.

B nomoIib HauMHarolieMy ObLI0 COCTaB/IeHO JaHHOe PYKOBO/ICTBO, COjleprKalliee
MaTepuasbl M0 TEeOpUM M TMPaKTHUKe WCIo/ib30oBaHUs Xtreme3D: molaroBbie
YPOKU C TMpuUMepaMy KOja, CIHUCOK Bcex (YHKIMM JABWXKKA C TOAPOOHBIMU
pa3bsiCHEHUSIMH, I[JI0OCCApWUM TEPMUHOB KOMIBIOTEDHOM Tpadvku M MHOroe
apyroe. Mbl HazieeMCsi, UYTO C HUM 3HaKOMCTBO ¢ Xtreme3D craHeT Oosee
JIeTKUM, UHTEPECHBIM U YBJleKaTeIbHbIM.

ABTOpBI PYKOBO/CTBA:

Gecko - m1aBHbIV peJJakTOp U COCTaBUTE/Tb, ABTOP CTaTel U YPOKOB;
Rutraple (aka Hacker) - TexHuueckuii peJakTop U KOPPeKTOp.

OtnenbHoe criacu6o Xception, Bami 1 BceM ocTa/lbHBIM, KTO TaK WIA HHaue
nmobe3Ho TipejoCcTaBUI UHGOPMALIUIO, BOIIEIIYIO B PYKOBO/ICTBO.

He 3abyapre moceTuTh Haml caWt: http:/xtreme3d.narod.ru. Tam Bbl HaiijeTe
MHOXXeCTBO npuMepoB Xtreme3D, Wrpel, HamuCaHHble C WUCIIO/Ib30BaHUEM
JIBUJKKA, TIOJIe3HbIe YTU/IUTHI, KOJUIEKL[UI0 aKTya/lbHbIX U ucTOpruueckux DLL-
6ubnuorek st Game Maker 1 MHOTO€ ApyTOe.

3a no/iep>kKoi obpaiiaiitech Ha Haiil ¢opym: http://offtop.ru/xtreme3d

Ceexxue ucxogHuku Xtreme3D BbI Bcerjia HalifieTe B Pero3UTOpPWU TPOeKTa Ha
GitHub: https://github.com/xtreme3d/xtreme3d.

Ynauu!


http://xtreme3d.narod.ru
http://offtop.ru/xtreme3d
https://github.com/xtreme3d/xtreme3d

UcTopusa Xtreme3D

Xtreme3D 0.x-2.x (2003-2006)

Wctopusi Xtreme3D Hauanack B 2003 roay. [JBwkok Obin Harmcad Ha Delphi ¢
rcrosib3oBaHueM Oubmmoreku GLScene (fe-dakro craHgaptHoro 3D-ABMKKa
nnsi Object Pascal) HemelLlkMM TporpaMMHMCTOM Moj, HUkKoM Xception. K
CO’KaJIeHHIO, HAaM HeM3BeCTHO ero HacTosilee UMs.

[TepBasi ctabunbHas Bepcust Xtreme3D (0.9) 6nw1a BeinyiieHa B 2003 rogy. Ee
BO3MOXXHOCTA ObUIM  /IOBOJILHO CKPOMHBIMM:  TO/ZIEPXKUBA/IMCh  TOJIBKO
aHuMrpoBaHHble mozeu MD2 u MD3, cratuunsie 3DS, MS3D u OBJ,
BCTPOEHHbIe MPUMUTHBBI, CIIPaiThI, [BYMEPHbIM U TpeXMepHbIil TeKCT, lensflare,
yacTuibl U HebecHbIH Kyrion. APl nBrkka HarioMuHasn ctuiib GML-dyHKIMi.

OCHOBHOM 1lefbI0 TpOeKTa ObII0 CO3[aHue ABWXKKa AJisg TpexmepHoit RPG
Harogo6re Dungeon Master. Y, XOTs aBTOp /IBM)KKa M3HAYa/IbHO He TIJIAaHUPOBA
JnanbHemiiee pasputhe Xtreme3D, B 6Gosee MO3AHUX BepcUsax (GYHKI[MOHAI
JBIKKA OBICTPO Mepepoc MoTpebHOCTH KOHKPETHOTO »KaHpa.

Tak, B Bepcuu 1.7 (2004 1.) osiBM/Iach AMHaMHUUecKasi Boja. OHako Kyzia 6omee
cepbe3HbIM NpOpbIBOM cTasa Bepcus 2.0 (2006 r.): TotanbHbiM niepecmoTp AP,
TO/I/Iep’KKa BUIOB, OMO/MOTEK MaTepyasioB M KapT OCBelleHUs, AUHaMHUUeCKUM
cubemapping, nojiep>kka HOBbIX (DOPMAToB Mo/jiefieil, peHZEPUHT B TEKCTYPY,
3arpy3ka pecypCcoB U3 C)KaToro apxXvBa, anrapaTHble 1ieiepsl (bump mapping,
cel shading), mynbTUTEKCTypUpOBaHUe, octree U quadtree, mogaep>kka DDS, a
TaK)Xe, UTO 0COOEHHO Ba)KHO, MHTErPUPOBaHHBLIM (u3muecKuii ABMWKOK Open
Dynamics Engine (ODE).

[Mocneguuii peu3 ot Xception (2.0.2.0), TOMUMO MHOTOUMC/IEHHBIX OardukcoB,
coJilep>kasl [iBa Ba)KHbIX HOBOBBe/IEHMS: OTPHCOBIIMK JaH/imadTa U ABUKOK
ripoBepku ctosikHoBeHHM DCE. ®yHKIMOHA/ILHOCTL ABW)KKA Oblla Ha YPOBHE
koMMepueckux urp 1997-2003 rogos - Xtreme3D 2.0 1o3BoJisi/1 CO34aBarhk 4To-
TO TOXOXee B TijlaHe rpadguku Ha Quake 2-3, Half-Life, GTA 3, The Elder
Scrolls: Morrowind u T.fi. - BCe, UTO OTHOCUTCS K "ZioliIeli/lepHoii" 3roxe.



K coxanenuto, Xception, B uTore, 3aOpocuysi CBOH pa3pabOTKy - JOBMKOK
pacripocTpaHsiics 6e3 UCXOJHUKOB, U TIO3TOMY JI0/IrOe BpeMsi He pa3BUBAJICH, a
TeXHOJIOTUU, MeXy TeM, He CTOSI/IU Ha MecCTe...

Xtreme3D 3.0 (25.08.16)

C 2009 roga B pycckosi3pIvHOM coobiectBe Xtreme3D MOCTOSIHHO BUTasIa Hjest
BOCCO3/IaTb JBW)XOK C HY/Isl, WCTPAaBUTh Oarm U [00aBUTH HEIOCTAIOIIYIO
(YHKIIMOHA/ILHOCTh - yuuThiBasi, uTo Xtreme3D sB/sieTcsI BechbMa TOHKOMU
obeptkoii Hag GLScene, 3Ta 3a/jaua Ka3anach HEC/IOXKHOW U YMCTO TeXHUUECKOM.
OpHako BO3HUK/IM HerNpeABHIEeHHbIe TIPOO/IeMbI, U /1e/I0 3aTsHYy/I0Ch. B uTore,
NpoeKT, HauaBiwmica B 2009 roy v nepe>XuBIIUM [TOITUM MEPUOJ, CTarHalyuu U
HEeCKOJIbKO BCIIBIIIEK aKTUBHOCTH, ObI/T 3aBepiiieH Juilb B 2016-M. Tak mosiBuICs
Xtreme3D 3.0.

Ota Bepcusi Xtreme3D, kak v opurvHaJj, HanvcaHa Ha Delphi c vcnonb3oBanuem
nionysisipHoii 6ubmmorekn GLScene - (akThuecku, ABUKOK MOXKHO Ha3BaTh
noutu nosiHeIM Bpannepom GLScene aniss Game Maker. B ocHoBe Xtreme3D 3.0
nexxuT moguduimpoBanHas u paciumpenHas GLScene 1.0.0.0714.

Bot kpaTtkuii ciucok HoBoBBeeHU Xtreme3D 3.0:

- IToppeprxka wengepoB Ha s3bike GLSL (1.1 wm 1.2)

- JuHamMuyeckue TeHH, peasn3oBaHHbIe MeTo0M shadow mapping

- OKpaHHbIM aHTHAJIMACUHT 2X U 4x. Vimeercsa mopjep)KKa TeXHOJIOTMU
crnakuBaHus NVIDIA Quincunx

- BeICTpBIM BHEIKPAHHBIA PEH/IEPUHT C UCIT0/b30BaHUEM p-0ydepoB

- [Topeprkka MPOKCU-00BEKTOB

- ITognepxka ¢popmaroB mozeneri LOD (LODka 3D) u B3D (Blitz3D)

- ITonneprkka TeroB ajis mozener MD3

- CMemMBaHue CKeJIeTHbIX aHUMalUi

- 3arpy3kKa MarepuasioB U3 CKPUIITOB

- Becrpoennsin meigep cMmerviBanusi TekCTyp (TexCombine)

- BctpoenHsiit mietiziep, peanu3yroiuii 6azoBoe oceiijeHue o ®oury (Phong)

- IIpouienypHble TeKCTYpbl Ha OCHOBe 1iiyMa [lepivHa

- ITopgaepr>kKa TMHEMHBIX BOJTH /11 JUHAMUYECKOM BOJbI

- HoBple THMbl TreoMeTpUueCKMX NPUMUTHMBOB (yCedyeHHasi IMpaMU/a,
JlofleKasp, UKoCcas/lp, YalHUK)

- YnyumeHHbld 3¢@dekT B3pbiBa 15 Melleld (B 4yaCTHOCTH, Terepb eCTb



BO3MO>XHOCTb BEPHYTh Me€IIl B UCXO[HOEe COCTOSTHUE)

- Pengiepunr cetok (Grid)

- OTnaouHbIl peHIepUHT 00beKTOB-MaHeKeHOB (Dummycube)

- MHOXXeCTBO HOBBIX (PYHKIIMM /15 Kamepbl (Camera)

- Bo03MOXXHOCTb KOMHpOBaThb MaTpullbl TpaHchopmaluy (/oKalbHble U
abCosiroTHBIE) OT OZJHOTO 00beKTa Apyromy. Takke MOXKHO KOMTMPOBAaTh 00beKTam
MaTpULbl KOCTeN U3 MOJE/A CO CKeJIleTHOU aHMMalel U 3a/aBaTh JIOKaIbHYIO
MaTpully 00BeKTa BpYUHYH, UTO T[I03BO/IsieT  peaiu30BaTh  JHOOYHO
MaTemMaThueCKY MO/Ie/lb IB)KEHUS U BpallleHHst 00beKTOB, He MPUBSA3bIBASICh K
yriam Jusepa

- BO3MOXXHOCTb MPUK/IaJbIBaTh UMITY/IbChl (MTHOBEHHbIE U3MEHEHHSI CKOPOCTH)
K auHamuueckuM obbektram B DCE. Takke B DCE mosiBUiach mofjeprKka
naHmadTa

- YnyuiieHHass ¢pusvka ODE. B otnuuume oT ctapoi peanu3aljuyd B Xtreme3D
2.0, Teriepp B ODE B mosiHO# Mepe nopjep>xuBatoTcs Freeform-o0bekThl (Kak
ISl CTaTUUeCKUX, TaK W [ AMHAMUUYeCKUX Tes), a Takxke aHAamadt. Kpome
TOTO, TMOSIBWIACh BO3MOXKHOCTh 33JlaBaThb MO3WLIMM TeOMeTpUsIM TpU HUX
CO3/laHUH, YTO MO3BOJISIET CO3/aBaTh COCTaBHbIE Teja - Takue, Harpumep, Kak
CTOJI C HO’KKaMH

- OYHKUMMA [J/151 CO3[jaHUsi CKPUHILIOTOB M COXPaHEHUs] TEKCTyp U3 MaMsTH B
(daiinel BMP

- OyHKIYS UTeHUsI TEKCTOBbBIX (haii/ioB.

Xtreme3D 3.1 (30.09.16)

Ocenbto 2016 Tozma BBILIIO TIepBOe OOHOBIEHWe HOBOM BeTKM Xtreme3D -
Bepcus 3.1. BOT criMCOK caMbIX Ba’KHBbIX U3MEHEHU B HeU:

- Ynyumensbiii API ais o6bektoB Freeform - mosiBuiach BO3MOXKHOCTb PyUHOM
c6opku Freeform 13 BepivH 1 MoSUMTroHOB, (YHKIMKU TpaHChOpMaIuK Melliel, a
Takxe coxpaHeHue Freeform B daiin

- IMoppep>kka HOBBIX (hatinoBbix GopmaroB: CSM u LMTS (KoTOpbIX He ObIlO B
3.0), X, ASE, DXS

- ITognep>xka Ragdoll 8 ODE

- OObekT Movement, KOTOpBIM M03BOJIsIeT 3a/laBaTh OOBEKTaM TPaeKTOPUU
JBUKeHVs

- YnyumienHbld BumpShader - mnosiBunace mnopgepxka TeHEBbIX KapT U
aBTOMaTuyeCKoro reHepyupoBaHUs IPOCTPAHCTBA KacaTeIbHbIX

- Ynyuwiennsii PhongShader - nosiBunace noaep»kka TekCTyp



- O6bekr HUDShape - 2D-dwurypa (Toaep>KuBarOTCsS TPSIMOYTOBHUK,
OKPY’>KHOCTb, OTPE30K U MeIlI)

- YnyuwienHsii API 11 CipaliTOB - TTOSIBUJIACH MOAAepKKa TeKCTYPHBIX aT/iacoB
(T.e., UCIOMBb30BaHUsSI (PparMeHTa TEKCTYpbl [/ OTPUCOBKU CIpaiTa), a Takke
OTPUCOBKH W3 33JJlaHHOW TOYKWA BMECTO L|eHTpa

- [Toanep>xkka anb(a-kaHana ansgs PNG

- OyHKUMU JJ1 OTNpallvBaHUs pa3MepOB TEKCTYPHI.

Xtreme3D 3.2 (21.10.16)

- Mognepxxka FBO, ObICTphIX BHe3KpaHHBIX OyhepoB, C MOMOIIbIO KOTOPBIX
MOXXHO peajr30BaTb MHOIOINPOXOJHbIM pPeHJepUHI M pa3/uyYHble CI0KHbIe
3¢ heKTbl TOCTOOPabOTKH

- HoBbli, COBMeCTUMBIM C LIeliepaMU MeXaHW3M MY/JIbTUTEKCTYPUPOBaHUS /ISt
MarepuanoB. Ternepb MaTepuasbl MOTYT UMeTb [0 8 TeKCcTyp, U GLSL-1eiaepsl
MOT'YT aBTOMaTU4eCKU X TIPUHMMATh B KaueCTBe MapaMeTpOB

- Oyukuus ViewerRenderObject ansi peHfiepuHra OT/AeNbHBIX OOBEKTOB U
viepapxui

- ®yukiusa MaterialLoadTexture

- WcnipaBnien Oar B dyHKIuu ObjectSetParent.

Xtreme3D 3.3 (26.11.16)

- HoBble ¢yHkuuu ass Freeform, mo3Bonsitoiliie unTaTh U MOAU(PUIMPOBATh
reoMeTpUI0 Mojie/i (KOOpPAWHAThI BEepIITMH, HOpMasli, UHIeKChI 1 T.J.)

- [Nopmep>kka 3aMelijaroriux matepuanoB (Override Material) st BuzgoB u FBO.
[To3BosnsieT 3a/aTh e[AWHBLIM Marepuajg, C KOTOPBIM JIO/DKHBI PeHepPUThCS
00BEKTbI, UTHOPHUPYS CBOM COOCTBEHHbIE MaTepPHa/Ibl

- Tlonnepkka 1BeToBBIX OyepoB pa3nbix (opmaroB anasi FBO (Bkrouas 32-
OWUTHBIE C MJIaBaOIIeH 3arIsITOM)

- ®ynkiusi FBORenderObjectEx

- [Topnep>kka peHaepunra TeHeli ShadowMap B 3afjaHHbIM Mob30BareeM FBO
BMECTO BHYTpeHHero Oydepa

- DyHKLIMU ViewerGetSize, ViewerGetPosition, a TaKxe
ViewerlsOpenGLExtensionSupported.

Xtreme3D 3.4 (30.12.16)

- Nobasnena nopgep>kka TTF-mipudToB 1 BbiBoAa M00ObIX ciMBO/IOB HOHUKOzA



yepe3 kogupoBky UTF-8

- [Hobapnensl ¢yHkimu ObjectHash (xsii-Tabnmuija A8 XpaHeHUs JTFOOBIX
00bekToB Xtreme3D)

- Nsmenen API ¢pyukiuu FBORenderObjectEx - mosiBuinMch HOBbIe MapaMeTphl,
TI03BOJISIFOIIE BLIOOPOUHO OuMIlaTh I[BeTOBOU Oydep u Oydep miyOuHbI, a
TaK)Ke KOMMPOBaTh cofiepkumoe FBO B 0CHOBHOM KaJJpOBkIii Oydep

- Tlopnmep>kka mepesaun B mapameTp iiebiziepa GLSL BumoBoit u oGparHoi
BU/IOBOM MaTpuil, a Takxe 0CO0Oro TapamMeTpa, IIO3BOJISIIOIIETO Ieiepy
y3HaTh, €CTh JIM TEKCTypa B 3aJJaHHOM TeKCTYPHOM OJIoKe

- B uensx yckopeHusi 3arpy3kud pecypcoB o0bekThl Freeform Temepb He
TeHepUPYIOT OKTapHble JiepeBbsi U BEKTOPbI KacaTelbHbIX M OUHOpMasel Tpu
3arpy3ke. JTO JO/DKHO OBITh C/le/laHO BPYUHYH0, €C/IM HY)KHO, (YHKLIUSIMU
FreeformGenTangents u FreeformBuildOctree

- Wcnpaenen 6ar B ¢dyukiuu MaterialCubeMapLoadlmage. Takxke B GLSL
Teriepb  3a/lelicTByeTCsi  OecCillOBHOe KyOuueckoe TIpOeI[UpOBaHUe /st
TIPOM3BOJIbHBIX MUI-YPOBHeW KyOWUecKod TeKCTyphl, eCIu TO/epXKUBaeTcCs
pacimupenue GL_ARB_seamless_cube_map.

Xtreme3D 3.5 (04.02.17)

- Hobaenen o6wekT ClipPlane - mi10CcKoCTh OTCeUeHUsT

- Ynyumensl medepel PhongShader 1 BumpShader: mo6aBneHa mogjepskka
HMCTOYHWKOB CBeTa TWma IsSpot, TymaHa, MpPO3pPauyHOCTH W peHjiepuHra 0Oe3
ocCBellleHUs (eC/M OCBelljeHWe OTK/IHOUeHO B HacTpoMKax Buja). [Ipo3pauHocTb
3ajjaeTcsl yepe3 anbda-kKaHan guddy3Hol TeKCTypwl - nMbO0, anbTepHATHMBHO,
yepe3 3HaueHWe anbda AUPdy3HONH KOMIIOHEHThI MaTepuana (TOMBbKO /st
PhongShader)

- [HMobGaBneHbl HOBble (GyHKUMM Ay MartepuanoB: MaterialCullFrontFaces,
MaterialSetZWrite

- Job6aBnenbl HoBble GyHKIMM ODE, mMo3Bosisitolye BpPy4YHYIO 3a/laBaTh
CKOPOCTb, MO3UIIUIO M TIOBOPOT AWHAMHUUECKHUM TeJIaM.

Xtreme3D 3.6 (17.12.17)

OfyH W3 caMbIX KPYITHBIX PEM30B B BeTKe 3.X - pa3paboTKa 3TOW BepCHH
JUTAIach OoJjiee TIOyrofa.

- Hobapnena moagep>kka koaupoBku Windows ans TTF-mpudrtos, a Takke
T10/1b30BaTeIbCKUX 8-OMTHBIX KOAUPOBOK



- obaBieHsI HOBbIE byHKIMN JJ1sT MaTepHaJsioB:
MaterialSetTextureExFromLibrary, MaterialGetNameFromLibrary

- HNobaBneHsI HOBbIE byHKLMN IJ1s1 Freeform: byHKLN
FreeformSetMaterialLibraries, FreeformMeshFaceGroupSetLightmapIndex,
FreeformMeshFaceGroupGetLightmapIndex

- DobaBneHbI crieliaIM3upoBaHHbIe TIPOKCU-00bEKTHI /17151 akTepoB (ActorProxy)
- Bo3pamiensl ¢yHkuuu ActorMoveBone u ActorRotateBone, mgo6aBneHa
dbyHkiusa ActorMeshSetVisible

- Bo3BpaiijeHa ¢ynkimsi ObjectInFrustrum

- Bo3BpatijeHb! GyHKI[UHM MBILLIH, Jo0aB/ieHa QyHKIUS UYTeHHUs C K/IaBUaTyphl

- NobaBneHbl GyHKIMM [Jis1 CO34aHUST OKOH U YTIPaBJIeHUs MU

- [obapneHs! GyHKIMH 47151 co3aaHus iBeTa M3 RGB-KoMIIOHEHTOB

- JobaBneHbl 3KCriepuMeHTaibHble (DYHKI[UM s COXpaHeHUsl ClieHbI B (paiia u
YTeHHsl U3 HeTo

- Ipu co3zganuum 1meligepa GLSL Temepb He BBIBOAUTCS coobiijeHre 00 ormubke,
eC/TA OIMOOK HeT.

- B meiinepax PhongShader u BumpShader ucnpaBneH 6ar ¢ HernpaBWIbHBIM
pacueToM OJIMKOB.



Ypok 1
OcHoBbl Xtreme3D. Teopusn

YpoBeHb: HauMHaKOIMI
Bepcusa Xtreme3D: 3.0.x
ABtop ypoka: Gecko

NTak, uto e Takoe Xtreme3D?

B niepByto ouepe/in, 370 cijeHa. ClieHa, Ha KOTOPOU UTparoT "akTephl'" - 0ObEKTHI.
OO6bekT - ocHOBHOe TIOHsATHEe B cpefie Xtreme3D. DTo He TO ke camoe, UTO
oobekt Game Maker. OO6bekThl Xtreme3D cO37alOTCSI W YIIPaBASIOTCS
VICK/IFOUMTE/IbHO B TPOrpaMMHOM Koje. TpexmMepHble MOfenu, TNPUMUTHBSI,
cneiPddexThl, HeOO Ha Zja/ibHEM T/laHe, KADTUHKU U TEKCT Ha JKpaHe - BCe 3TO
00bekTbl. OOBEKThI JOOOr0 TWIA YMPAaB/SIOTCS, B OOJBIIMHCTBE CIyuyaes,
OJHMMHU U TeMHU Ke CpeJCTBaMH.

OpHO U3 TakuX CpeACcTB - HMepapxus. JI1060l 00BEKT MOXKET UMeTh OFHOTr0 U
HECKOJIbKMX TOAUMHEHHbIX eMy OOBeKTOB - "MoToMKOB". IIpu 3TOoM cam OH
CTaHOBUTCS UX "poputesieM’ (zasiee 6e3 KaBbluek). [IOTOMKH, B CBOIO Ouepe/[b,
MOTYT MMeTb COOCTBEHHBIX TOTOMKOB, W Tak jajee. [Io 3ToMy MNpUHLUIY U
cTpouTcs BcsA cueHa. Kakue B 3TOM TipeumyllectBa? Harpumep, ecim
OTK/TIOUMTh KaKOW-HUOYIb 0ObEKT (OH IIPU 3TOM CTaHET HEBUMMbBIM Ha 3KpaHe),
TO BC€ €ro MOTOMKHU (M, COOTBETCTBEHHO, MOTOMKH MOTOMKOB) IO yYMOJIYaHUIO
TaK)Ke OyyT OTK/roueHbl. ITpy 3TOM, MOXKHO BK/TFOUUTH JIF0OOTO 13 TTIOTOMKOB, U
9TO He CKaXKeTcsi Ha poauTesie. JTO 'yHac/iefoBaHUe' - caMOe OueBUJHOe U3
ocobeHHocTelt nepapxuu. Ho 3To nuib BepiiivHa abic6epra. I[ToroMku o6bekTa
MOT'YT HacJ/ieJoBaTb He TOJIbKO ero COCTOsIHUE, HO U P, APYTUX XapaKTepUCTHK.
K mnpuMepy, 0O0BEKT CTAaHOBUTCS TMPUBSI3aHHBIM K CBOEMY pOJUTENI0 - KyJa
poauTeNib, Tyda U TOTOMOK. CaM TIOTOMOK MOJKET J[BHUTaTbCsAd Ha Jro0bIe
pacCTOsAHUSA, HO JIMIIb OTHOCUTEJbHO MeCTOIIOJIOKeHUs CBOEero pOoJAUTelis.
YroObl Jierye TOHSATH, MPeCTaBbTe cebe MapoXof: MacCa’kKUpbl MOTYT CBOOOIHO
TepeMeIaThCs o Taayde Wi CTOSATh Ha MecTe, HO BCe OHH, T10 CYTH, JBW)KYTCS
BMeCTe C CAaMUM [apOXO/OM.

Takum o6pa30M, MBI ITOCTEITeHHO IMOA0HIIN K ITepeMelleHUAM. B KOMl'IbI-OTEpHOﬁ



rpadvke 00ble TiepeMellleHys, BpallleH!usI U MacIiTaOMpOBaHUS OOBbeANHEHBI
nog, obiuM TepmuHOM "TpaHcdopmaius'. Tpancdopmarus B Xtreme3D
OCYILIeCTB/ISIETCA 10 TPeM B3aUMHO IepIIeHJAUKY/ISIPHBIM KOOPAUHATHBIM OCSIM:
X, Y u Z. Och X HarpaBjieHa BIIPaBo, 0Cb Y - BBEPX, a 0Ch Z - "B rybuHy". OT1a
CcUCTeMa KOODJAWHAT Ha3blBaeTCd [eKapTOBOW MPAMOYTO/JbHOW, MO WMeHH!
dpaHiy3ckoro Matemaruka Pene [lekapra. MecrononokeHue 000 TOUKU B
CUCTeMe KOOpAVHAT 3a/laeTcs TpeMs ee MpoeKLyaMy Ha ocu. Hanpumep, Touku
(-1,0,-1), (-1,0,1), (1,0,1) u (1,0,-1) obpa3yroT KBajparT 2X2, eXKalluid Ha
mnockoct XY. Takum ob6pas3om, stoboii 06bekT Xtreme3D wumeer Tpu
KOOD/IMHAThI, OMUCHIBAIOIINe TOUKY ero ToJioyKeHusi B TpocTpaHcTBe. OOLIUHO
3Ta TOUKA COBMA/laeT C COOCTBEHHBLIM 1IeHTPOM 00bekTa. [TosokeHne 0ObeKTa B
TIPOCTPAHCTBe MOXeT ObITh TiepefjlaHO0 OTHOCUTeTbHO abCOJFOTHOrO Hadasia
koopauHat cuensl (0,0,0) win ke OTHOCUTENIBHO KOODAWHAT CBOEro pOJUTe/Is,
eC/IM TakoBOU HMeeTcsl. Bo BTOpOM cilyuae uzieT peuyb O TaK Ha3blBaeMbIX
JIOKaJIbHBIX KOOp/MHaTax 00bekTa, B KoTophix Touka (0,0,0) moromka Bcerga
COOTBETCTBYeT TOUKe IT0JIOKeHUs] POAUTeJIS.

[TepemerliieHrie 00beKTa OCYIIECTB/ISIETCSI TIPY TOMOIIM BeKTopa. BekTop - 31O
oTpe30K, HampabieHHbI OT Toukd (0,0,0), B JOKaJbHBIX WM abOCOMHOTHBIX
KOOp/JiMHAaTax, B Jit0OyI0 IPYT'yI0 TIPOM3BOJIbHYIO TOUKY B TeX >Ke KOOpAWHATaxX U
OTMCHIBAeTCS KOOpJWHATaMU 3Tod TOUukU. OOBEKT MOXHO TPOU3BOJILHO
TepeMeCcTUTh Ha Jitoboe pacCTosiHMe B CTOPOHY, B KOTOPYHO YKa3biBaeT 3a/laHHbIN
Bektop. Haripumep, Bektop (0,10,0) mepemeiriaer 06BeKT Ha [AeCSTh €IUHUIL]
BBEpX.

Ho, ToCKo/ibKy He Bcerja yaoOHO BPYYHYIO BBIYUC/ISITH BEKTOD /IS HY>XKHOTO
HarpaB/ieHUsl [BWKEHUs, UCIOJIb3YIOTCSA YyIVbl OWiepa (Ha3BaHbl [0 MMEHU
JleoHapya OWnepa, IIBeWLIAPCKOrO yueHOro). OHM 3a/al0T yIVIbl TTOBOPOTa
oOBbeKTa BOKPYT €ero JoKalbHbIX ocert X,Y W Z. 3a HyneBoW yron Oepetcs
nepneHAuKynsipHast ocbk. [ToBopoT Bokpyr ocu X HasbiBaetcs Pitch, Bokpyr ocu
Y - Turn, Bokpyr ocu Z - Roll. HerpygHo goragatbcesi, uTo, Haripumep, yrosu
(90,0,0) Hak/oHSIET 0OBEKT Ha3az Ha 90 rpasycos.

[TonyueHHass B pe3y/ibTaTe STHUX [OBOPOTOB TpaHCcopMalys 3ajaeT
HarpaBieHre o0ObekTa (Direction), KOTOpoe Tak)Ke OIMUCHIBAETCS eJUHUUHBLIM
BEKTOPOM. EIMHUUHBLIM BEKTOP OT/IMUAeTCS OT OOBIYHOrO TeM, UTO ero JjMHa
paBHa efiMHULe (/11 BEKTOpa, OMNKCHIBAIOLIETO Harpas/eHue, [/IMHA He UMeeT
3HaueHust). Hanpumep, Bektop HarpasiaeHus (0,1,0) coorBercTByeT yry
(90,0,0).

Takum o00pa3om, MbI TO/iyuaeM ellle OJHY XapaKTepUCTHUKy OOBeKTa - ero
HarpaBJieHue.



HGPEMEIU"GHHE 00BLeKTa B ero HallpdBJ/IEHWH OCYIIEeCTBJ/IAETCA ITYTEM YMHOXXEHMA
BEKTOPAd HAITPpaBJ/IEHHA Hd PACCTOSAHHE ITepeMelleHnsA:

(0,0, 1) * 10 = (0, 0, 10)
(1,-1, 1) * 10 = (10, -10, 10)

M B pe3ynbTaTe MbI MOy4YaeM HOBBbIE KOOp/WHAThl 00beKTa (OTHOCUTE/ILHO
MpebIAYIINX).

[Tomumo Bektopa Direction, y o00BeKTa eCTb Takke aBTOMaTHUeCKU
BbluncsieMble BekKTOpbl Up u Left, yka3biBatoiue, COOTBETCTBEHHO, BBepPX M
Ha/leBO OTHOCUTE/IbHO HarpaB/ieHus. JTA TPU B3aUMHO T[epreHIUKY/ISIPHbIX
BeKTOopa 00pa3ytoT HOBy10 cuctemy koopauHat (Left = X, Up =Y, Direction =
Z), KOTOpDYIO HacCleqylT BCe TIOTOMKW paccMaTpuBaeMoro obmwbekra. [jis
MOTOMKA OHa CTaHOBUTCS JIOKaJbHOW U BCe ero TpaHchOopMaluu 3aJaroTcs B
Heit. [lonmyuaeTcsi crexyroliee: eCIM MbI CO3JaAuM OOBEKTY TIOTOMKa W
riepeMeCcTUM ero Ha HEeKOTOpOe pacCTOosiHhe B CTOPOHY, TO IIPU IIOBOPOTE
poauTesNiss TOTOMOK OyzeT BpalljaThbCsi BOKPYr Hero, Kak 3em/isi BpalljaeTcs
BOKpPYT CoviHija! OTO HEBEPOSITHO TO/Ie3HOE CBOMCTBO Mepapxuu. Kak Bbl BCKope
ybeauTech, OHO MCTIO/Ib3yeTcs B Xtreme3D OyKBa/bHO Ha Ka)KOM IIIary.

Octasnack TpeTbs TpaHcopMalus - MacitabupoBaHue. OHO U3MeHsieT pa3Mep
o0bekTa Mo TpeM ocsiM (IIMPHUHY, BBICOTY, [/IMHY). MaciiTabupoBaTh MOXKHO
OTHOCHUTEJILHO TeKYyIllero 3HaueHusi maciiuTaba uau abcomoTHO (UToOBI 3a/aTh
KOHKDEeTHBI pa3Mep B abCO/MIOTHBIX eAuHMIIAX). MacirabupyeTcss Takke U
cucTeMa KOOD/IMHaT, HacieqyeMasi ToTOMKaMu o6bekTa. To ecTh, TOTOMOK OyzeT
He TOIbKO YMeHbIIIeH, HO U TIPUO/IKeH K POAUTEO0, KaK Oy/ITO Mbl yMeHbIIIaeM
1je/lyl0 cucteMy o0bekToB. CTpPOTro TOBOpPSi, POAUTEb+IIOTOMKU - 3TO U €CTh
cuctema 00bekTOB. Ee MOXHO paccMaTpvBaTh KaK OfUH OOMbILION OOBEKT,
COCTOSIIIUM U3 OT/e/IbHBIX JIOTUUeCKH CTPYIIITUPOBAaHHBIX 3/IEMEHTOB.

TakuM o6pa3om, Bce 0ObEKThI Halllel CIieHbl CYI[eCTBYIOT TI0 OTpe/ie/ieHHbIM
MaTeMaTUUYeCKUM 3aKOHOMEPHOCTAM. Eciyd Bbl YSICHUIW 3TU 3aKOHOMEPHOCTH,
n3yunth Xtreme3D Oyzet rpoiiie IpoCToro.



Ypok 2
Co3aHue nNpoCcTou CIjeHbI

YpoBeHb: HauMHaKOIMI
Bepcusa Xtreme3D: 3.0.x
ABtop ypoka: Gecko

[Tepen TeM, Kak HauaTb MPAKTUYECKUE 3aHATHS, MTO3BOJIbTE KOE-UTO Pa3bsCHUTD.
Xtreme3D - 310 6ubMMOTEKAa AMHaMHUecKoii komroHoBKH (DLL). A DLL - He
YTO WHOe, KaK CKOMITU/TMPOBAHHbIN HabOp MHCTPYKIIUM, HAlMMCAHHBIX HAa KaKOM-
mbo si3bIKe TPOrpaMMUPOBaHUS, C 11e/IbI0 UX UCIMOJ/Ib30BaHKUsI MPOrpaMMaMy Ha
mobom apyroMm si3bike, mofdepxkuBaromymM  DLL. Xtreme3D, Harpumep,
HanucaH Ha Delphi, 1 B HemM cogpepxxutcsi okono 580 TakuxX UHCTPYKLMH.
Ha3zoBem u3 pjsi mpoctotbl (QyHKUusiMu. [lpu momoriqu uHTepdeiica Game
Maker Mbl MO)XXeM CO37aTh CKDHIIThI, KaX/IbIii U3 KOTOPLIX Oy[eT BbI3bIBaTb
oripefiesieHHY0 (QyHKIUIO U3 6ubnuoreku. [Tocne 3Toro MOXXHO OyZieT BbI3bIBATh
dbynkuuu yepe3 Kog, GML 1o Ha3BaHMSIM CKPHUIITOB. BOT TUIMWYHBIN TMpHUMep
dbynkumym Xtreme3D: ObjectSetMaterial(object,'material’). HekoTopbie pyHKI1H
BO3BpAILlAlOT pa3/IMyHble UKCJIOBble M CTPOKOBbIe 3HaueHus. Hampuwmep, npu
co3maHuM oObekTa Bo3BpamjaeTcsi ero uaeHTHduKatop (id), KOTOpBIi
HeoOXOZIMMO 3amucaTh B TIePeMeHHYI0 /1JIs ia/ibHeliliell paboThbl ¢ 06BeKTOM.

Crenyoniuii BakKHbIMI MOMEHT: KOHCTaHTbl. MHOrve (DyHKIIMH UCMOJB3YIOT B
KaueCTBe apryMeHTOB UMC/IOBbIe KOZibl, U He BCer/la JIeTKO 3allOMHUTh, KaKOU KO/
HY>KeH /11 JOCTH)KeHHUs HY»KHOTO 3¢ deKTa WM BKIIOUEHUS] HY’KHOTO peXkKuMa.
[To3TOMy MOKHO BMECTO KO/IOB BBOJUTb COOTBETCTBYIOII[Me Ha3BaHUSI KOHCTAHT
(CIMCOK KOHCTAHT U MUX YMUCJIOBBIX 3HaueHWM MoKHO yBuzeTh B Global Game
Settings, Bkiagka Constants). I1o HermacHOW TpafMIMKA KOHCTaHThlI Xtreme3D
BuirsiaAT Tak: tmmCubeMapReflection. Ctpounble OykBbI B Hauase (tmm)
0003HavalOT CBOMCTBO, K KOTOPOMY OTHOCHUTCSI KOHCTaHTa. B JaHHOM c/tyuae 3To
TextureMappingMode, a dyHKLMS, 3ajaroiast ero -
MaterialSetTextureMappingMode('material’,tmm), rje BMECTO tmm
TO/ICTaB/ISIETCS HY)KHasl tmm-KOHCTaHTa.

[ToMHUTE, UTO KOHCTAHTHI ABIAIOTCA 4dacThio Game Maker/GML u K camon
Xtreme3D.dll oHM OTHOIIIEHYSI He UMEIOT.




[ns Hauana paboTbl BaM ToHAAoO0uTCs Qaitn *.gm6 (wim *.gmk g1 Game
Maker 7), c rotoBbIM HabopoM (pyHKIUI 1 KOHCTAaHT Xtreme3D. Takoii aiin Bb
MOyKeTe B3SThb W3 O(PUIMAIBLHOTO AUCTPUOYTHBA JABWXKKA. [[7s1 TOATOTOBKU K
paboTe [10OCTaTOUHO yAaaUTh W3 Hero Bce 00beKTbl. Ha3oBeM ero ycaoBHO
project.gm6. CKOmUpyHTe ero B OT[eMbHYIO MafKy U 00aBbTe Tyza >Ke (haisibl
xtreme3d.dll u ode.dll.

Otkpoiite project.gm6. Co3zmaiite HOBbIN 00beKT Game Maker v Ha30BUTE €T0
o_engine. [lo6aBwTe cobbiTrie Create u nepetaiure AelictBue Execute a piece of
code co Bkniaaku Control. Ecu Bbl yke paboramu ¢ GML, npobnem He Oyzet.
Eciv HeT, HacTOATe/IbHO PEKOMEeHJyeM OCTaBUTh Moka Xtreme3D u u3yuuThb
s13bIK Ha BCTpOeHHOM rpadrke Game Maker.

Crnenyrolyii Kof, 3arpy>kaet dhyHKI[UU u3 oubmoreku xtreme3d.dll B mamats u
3arycKaeT paboTy JBMKKa:

dll_init("xtreme3d.dll");
EngineCreate();

WNpem panblie:

view = ViewerCreate(window_handle, 0, 0, 640, 480);
ViewerSetLighting(view, 1);

Inst Toro, utobbl HabmMOMATh UTO-TMO0 B OKHe C Wrpol, moHagoburcs Bup
(Viewer). Bup - 3T0 NIpsIMOYTOJIbHUK, B KOTOPOM MPOMCXOJUT OTPUCOBKA CL{€HbI
Xtreme3D. Bce, 4yTo 3a mpezenaMyd 3TOrO MPSAMOYIOJbHUKA, "'TIPUHAIJIEKUT"
BCcTpoeHHOU rpaduke Game Maker. Meb1 co3nanu Bup pa3pernenuem 640x480,
ToJ, pa3Mep OKHa, Tak uTo rpaduku Game Maker u BoBce He OyaeT BUAHO.
[Tosuums Hawero Buzia Ha skpane - (0,0). [1o cymjecTBy, 5TO KOOpAMHAaTa J1IEBOrO
BepxHero ymia Buja, OTHOCUTe/BHO /1IeBOrO BEpPXHEro yIJia OKHa.

Takke B pyHkiuto ViewerCreate niepesiaetcsi window_handle(), dbynkuus GML,
BO3Bpalllarolljasi UJeHTU(PUKATOp TJIaBHOTO OKHa wrpbl. Takum obpasom, Bup
Oyzet "mipuBsizaH" K OKHY Urpbl Game Maker, yTo HaM U HYKHO.

Kak Hu cTpaHHO, Buji - 3T0 To)Ke 0OBEKT, MO3TOMY TIPU CO3/IaHHUK Mbl 3aHOCUM
ero uAeHTU(GUKATOp B TepeMEeHHYI0, B HallleM cjydae - view. Mbl MoxeM
WCI0/1b30BaTh uaeHTUGUKaTop Buzja ajs u3aMeHeHuUsi ero CBOMCTB. B [jaHHBIM
MOMEHT HaC WUHTepecyeT TOJBKO OJHO - HCIIO/b30BaHUe OCBeIeHUs




(ViewerSetLighting). Eciu BeikmtounTth ocBeirieHue (0), Bce 00BeKThI OyayT
BBIVIAZIETh TIJIOCKUMU U HeobbemHbIMU. [103TOMY MBI ero BkarouaeM (1).
[IpaBaa, Ans Toro, uToOBI OCBelljeHWe paboTano, HaZlo ellje CO37aTh UCTOYHUKU
CcBeTa:

light = LightCreate(1sOmni, 0);
ObjectSetPosition(light, 0, 18, 0);

Oynkums  LightCreate co3maeT WCTOYHMK CBeTa M BO3BpalljaeT  ero
UeHTU(hUKATOP, TaK KaK CBeT - 3TO Toke 00bekT. B Xtreme3D ecTb Tpu THIIA
HMCTOUHUKOB CBeTa - TOUeYHbIM (KoHCTaHTa IsOmni), HarpaBneHHbIM (IsSpot) u
napasienbHbiid (IsParallel). ToueuHbli M3TydyaeT CBeT paBHOMEPHO BO BCeX
Harpap/ieHusX (KakK, HalmpuMmep, JlaMIIO4YKa), HalpaB/IeHHbIM CBETUT B Mpejeax
KOHyca (Kak (oHapuK), TMapajie/ibHbli WCIyCKaeT MapasjiefbHble Jyud B
HarpaB/eHWH OJHOM OCH (MMUTALMsi COTHEYHOTO CBeTa). Mbl MOKeM Ha3HauUTh
VCTOYHUKY CBETa POZAMTEJIs, HO, TTOCKOIBbKY HUKAKUX CILEHUYECKUX OOBEKTOB y
HacC MOKa HeT, nofcTas/sieM BMecTo poauTenst 0. Co3laB TOUEUHBIM MCTOUHUK
CBeTa, MOXXHO YTOUHUTD €ro noJIoXKeHue B mpocTpaHCTBe - Touka (0,18,0).

MpI Bce ellle HAUEro He YBUAWM, MOCKO/IBKY CBETY Heuero ocBelarb. Co3maaum
Kakou-HMOynb TIpocTelinuii BUAWMBINA 00beKT. Ho mepen 3TUM HeoOXoAuMO
C03/1aTh KOpHEBbIe 00LEKThI HaIllel CI|eHbI:

global.back = DummycubeCreate(0);

global.scene = DummycubeCreate(0);
global.front = DummycubeCreate(0);

®yukuys DummycubeCreate co3gaer ManekeH (Dummycube) u Bo3BpaiiiaeT
ero ugeHTUPUKaTop. OOBLEKT, HOCAILMI 3TO 3abaBHOe Ha3BaHKe, UTPAeT BaXKHYIO
ponb B (popMUpOBaHUU Hepapxuu. MaHeKeH HEBUIUM, 3TO KakK Obl 0ObeKT-
npu3pak. Ho, B To >ke Bpems, OH o0OsiaZiaeT BCeMU OOBIUHBIMU CBONCTBAMU
00bEeKTOB, KOTOpPble Mbl PACCMOTPEe/U B Tpe/blyllleli I7iaBe - KOOpAUHATaMU B
npocTpaHcTBe, Bektopamu Direction, Up, Left u T.n. Ero moxHo cB0o60AHO
repeMelriathb, Bpaliath U MaciTabupoBaTb. MaHeKeH MOXKET UMeTh POJUTe/Is U
TIOTOMKOB. B ZIaHHOM ciyyae Mbl CO3/janmu TpU KOpHeBbix MaHekeHa. KopHeBbIx
- TIOTOMy UYTO BBIllle WX B HWepapxuud Huuero He OyzeT. Bce ocrtasbHBIE
crieHHUeCcKre 006BeKThl OyyT MOTOMKaMH 3TUX TpeX MaHeKeHOB:

global.back - poguTens a1 066eKTOB Ha 3a7iHeM Ti1aHe (He6o, GoH U T.7.)
global.scene - poguTtesns /15 00bEKTOB Ha CLIEHUUeCKOM T/laHe (BCe TpeXMepHbIe



00OBEKTHI)

global.front - poguTtesns A5 06beKTOB Ha 3KpaHe (CITPAUTHI, TEKCT U T.A.)

BaxHo cOOMIOCTM MMEHHO STOT TMOPSJOK co37aHusi MaHekeHOB - CHayasa
3a[JHUM TIJ1aH, TMOTOM ClieHa, TOTOM 3KpaH. JTO HeoOXOAWMO [ijisi TOTO, UTOObI
JOBWDKOK MOT OTPUCOBaTb OOBEKThI B HY)KHOM TIOpsKe. ITOT TIOPSJOK
Ha3bIBaeTCsl COPTUPOBKOW: BCe OOBEKThI OTPHUCOBBLIBAIOTCS B TOM TMOPSIZIKE, B
KOTOpPOM ObI/IM CO37IaHbI, OHU CAMU WU UX POJTUTEIH.

Co3gazuM repBbiii 00BEKT CIIEHHUYECKOro TI/IaHa - TIJI0OCKOCTb:

plane = PlaneCreate(0,64,64,8,8,global.scene);
ObjectPitch(plane,90);

[TnocKoCTh - OAWH U3 TPUMUTUBOB, MPOCTLIX T'eOMeTPUUeCKUX Tes, KOTOphIe
reHepupyroTcsi ABWKKOM. @DyHkiusi PlaneCreate co3f@aeT IIJIOCKOCTb U
BO3BpalljaeT ee UjeHTU(dUKaTop. PacCMOTpUM ee apryMeHThI:

0 - ompenensieT, HY)KHO Jid TIPeACTaBUTh TUIOCKOCTb OJHHMM KBaZpaToM
(COKpallleHHO - KBa/IoM), WK pa30uTh Ha HECKONbKO; HaM [jis KpPacUBOTO
OCBellleHUsT HY’KHO HeCKOJIbKO, TT03TOMY yKa3biBaeM 0;

64,64 - pa3mep IJIOCKOCTH;

8,8 - konmmuecTBO KBaJ|0B. B 06111eli CIOXKHOCTH TJIOCKOCTh Oy/ieT pa3buTa Ha 8 *
8 = 64 KBa/10B;

global.scene - poguresns.

Co3faHHasi HAMM TIJIOCKOCTb MO0 YMOJIUAHWIO BepTUKa/lbHA, MO3TOMY HaZlo ee
noBepHyTb Ha 90 rpagycoB no ocu X. Eciu momHuTe, moBOpoT mo ocu X
Ha3biBaetcs Pitch, mosTomy Ham Hy>kHa PyHKUMs ObjectPitch.

MEI Bce ellle HUUero He yBHJWM, Tak Kak He co3zanu Kamepy. Kamepa - 310
TOXXe OOBEeKT, HeBHAUMbIM, Kak ¥ MaHekeH. Vcmonb3yeTcs [ijisi TPOEKLWN
TPeXMepHOU CLieHbl Ha IUIOCKOCTb 3KpaHa, a TOYHee - Ha IUIOCKOCTb Bupa.
[Ipoekuus OCyLIeCTBAACTCA U3 TOUKU [0JIOKeHUss Kamepbl B Harpas/eHUU
BekTopa Direction Kamepsl. IIpoie rosopsi, Kyga cMmorputr Kamepa, To Mbl U
BU/IUM, KaK U B peasibHOW JKU3HMU.

camPos = DummycubeCreate(global.scene);
ObjectSetPosition(camPos, 0, 10, 0);
camera=CameraCreate(camPos);
ViewerSetCamera(view, camera);



[lepen co3maHueM Kamepbl MbI CO3Ja/Iu [/11 Hee poAuTeid - ellle o4vuH MaHekeH.
OTO chenaHo AJisi TOro, yToObl camMa Kamepa Moryia CBOOOIHO BpalljaThCs, a ee
[IBMKeHHe KOHTPOJIUPOBAJIOCh yepes 3TOT MaHeKeH.

®yukuus ViewerSetCamera ykasbiBaeT Buzy, kKakyro Kamepy ucriosib30Bath [Jjis
riepeiaun U300parKeHHsl.

Kak Bu/i1Te, TTI0Ka BCe 0CTAaTOUYHO MPpocTo. OCTanoCh TOMBKO MOC/IeIHee:
set_automatic_draw(0);

OToi (PyHKLIMeW Mbl OTK/IFOUaeM aBTOMaTWUeCKyr0 OTPUCOBKY rpaduku Game
Maker - Bce paBHO BuJ ee TO/JHOCTbIO TMepeKPOET, HET CMbICJa TPaTUThb
pecypchl CUCTeMbI Ha ee 00paboTKYy.

CueHy MbI CO3/la/id, OCTaI0Ch 3aCTaBUTH ee paboTath. [lobaBbTe coObITHE Step
1 B HeM Jl00aBbTe CieIyIOIINM KOZ;:

if keyboard_check(vk_left) ObjectTurn(camPos,-2);
if keyboard_check(vk_right) ObjectTurn(camPos,?2);
if keyboard_check(vk_up) ObjectMove(camPos,-1);
if keyboard_check(vk_down) ObjectMove(camPos,1);

Terneps, Korja 1oJib30BaTe/ b HA’KMeT K/IaBUIIY, CKaykeM, "'BBepx"', Kamepa Gyziet
JIBUTaThCsl BOepes (COOTBETCTBEHHO W s kiaBuiuv "Hazapg'"). s moBopoTa
Kamepsl wucrnione3yrorca  kiaBumu  "Bneso” wu "Bmpaso".  IloBopor
ocyujectssieTcsi o ocu Y (Turn), mostoMy ucnonb3yercst pyHkiust ObjectTurn.
3ameTbTe, UTO A/ TpaHC(hOpMAalMM Mbl UCMOb3yeM He caMy Kamepy, a ee
pozuresns. biarozaps 3ToMy Mbl IOTOM CMOXKeM Bpatjate Kamepy ripu rnomoriu
MBILLIN.

Update(1.0/room_speed);
ViewerRender(view);

Otn gaBe GYHKIMKM HaZio 00s3aTe/IbHO BbI3BaTh, HHaue [JBIKOK Oyzer
"mapanu3oBaH". Update oOHOB/IsSIET COCTOsIHME 0OBEKTOB CIieHbl, ViewerRender
coBepIllaeT OTPUCOBKY yka3aHHoro Buza. B ¢dyskiuio Update Heobxoaumo
repeiaTh I1ar BpeMeHH Jj1si 00HOB/IeHUsT aHUMarui. OH u3MepsieTcsl B CeKyH/ax
1 MOKEeT ObITh paBeH BPeMeHM MeXK[y [IByMs KaZipamu peHzepuHra. OObI4HO B
Game Maker 3To BpeMsi orpaHUUYMBaeTCsl B HACTPOMKaX KOMHAThI - 3a/laeTcsl Tak




Ha3biBaeMasi ''CKOpPOCTb KOMHaThl', MakKCHMMa/lbHasi KaJpoBas 4acCToTa,
u3MepsiemMasi B Kajipax B ceKyHAy. OObIUHO ee ycTaHaBIMBAKOT paBoit 60 - 31O
3HaueHWe COOTBETCTBYeT 4YacToTe OOHOB/JIEHWS MOHUTOpA. MBI MOXKeM
BBIUMC/INTh BPEMEHHOW MPOMEXYTOK MeXy KaZpamu, nogenus eauHuny (1
CeKyH/ly) Ha 3TO 3HauyeHue.

910 Bce! Terephr MOXHO TOMECTUTh Halll OObEKT O_engine B KOMHaTe U
3aI1yCKarb.

[To3xpaBsisito, BbI CO3/jau CBOIO TiepBYyr0 pabouyto riporpammy Xtreme3D! Bot
ee TIO/THbIV UCXOHBIN KO/I:

B co0biTuu Create:

dll_init();

EngineCreate(window_handle());

view = ViewerCreate(0, 0, 640, 480);
ViewerSetLighting(view, 1);
light=LightCreate(IsOmni, 0);
ObjectSetPosition(light, 0, 18, 0);
global.back = DummycubeCreate(0);
global.scene = DummycubeCreate(0);
global.front = DummycubeCreate(0);

plane = PlaneCreate(0, 64, 64, 8, 8, global.scene);
ObjectPitch(plane, 90);

camPos = DummycubeCreate(global.scene);
ObjectSetPosition(camPos, 0, 10, 0);




camera = CameraCreate(camPos);
ViewerSetCamera(view, camera);
set_automatic_draw(0);

B cobeiTun Step:

if keyboard_check(vk_left) ObjectTurn(camPos, -2);
if keyboard_check(vk_right) ObjectTurn(camPos, 2);
if keyboard_check(vk_up) ObjectMove(camPos, -1);
if keyboard_check(vk_down) ObjectMove(camPos, 1);

Update();
ViewerRender(view);




Ypok 3
Hepapxus 00beKTOB

YpoBeHb: HauMHaKOIMI
Bepcusa Xtreme3D: 3.0.x
ABtop ypoka: Gecko

ITonsTHE Hepapxmur HaM y>Ke BCTPeda/ioCb, HO 40 CUX MbI HE pPACCMdTPHUBAJIA €€
Ha IIPpdKTHKe. MHorye, KTO He 3HaKOM C OJdaHHBIM I10AX0A0M OpraHU3dliA
06BEKTOB, N He I10403peBaroT, O KaKoU FpOMa,Z[HOI‘;I SKOHOMHH CHU/I U BPEMEHHU
34eCb UOET peYb. I/IepapXHH 1103BO/IsIeT 0e30 BCSIKOTO Tpyda CAejiaTb TO, 4YTO
C/IMIIKOM TsDKeJI0O HJ/IN B006H_Ie HEBO3MO)XXHO 0e3 ee MCII0/Ib30BaHuUS. ,HEJ'IO
KaCadeTCsa CHeL[I/I(bI/IKI/I HEpEMeH_IEHI/Iﬁ 00BLEeKTOB B HEKOTOPLIX 0CO0OBIX aaydasnx.

[IpencraBbTe cebe, K pUMepy, TaKyl0 CUTYyalLdi0: HE0OXOAWMO CMO/e/TMPOBATh
NIPOCTEUILY0 3Be3JHYI0 CUCTeMy - COJHLie Y BpalLarollyroCs BOKPYI Hee
rlaHety. BOKpyr IulaHeTel, B CBOX Ouepe/b, BpalljaeTcs CIYTHUK. [Ind
TIPOCTOTHI OyJieM TMOKa MbBICUTh B JBYMEPHOM TpocTpaHCTBe. Kak MOXKHO
TOCTYIIUTh?

[Tycts Sun - conHue, Planet - myiaHera, Moon - CIyTHUK. Y Ka)KJ0ro 00BbeKTa
eCTh JIBe KOOpAuHAThI - X U Y, a TaKKe yroj BpallleHWs] BOKPYT CBOeM ocH - A.
Torga (B mceBIoOKoze)

Sun.X =0
Sun.Y =0
Planet.X = Sun.X + cos(Sun.A) * 10
Planet.Y = Sun.Y + sin(Sun.A) * 10

[TpyHMMasi BO BHMMaHHe, YTO PACCTOSTHHUE MEXKIY COJTHI|EM U TJIaHeTOM PaBHO
10 ycnoBHbIM eauHMIAM. [Ipy TIOBOpOTe COJHIIA BOKPYT CBOed OCH, TIaHeTa
OyzmeT BpalljaThbCsi BOKPYT Hee, TepeMelriasich Ha KOOPJWHAThl, BEIUUC/IEHHbIE U3
yIJia TIOBOPOTAa COJIHIIA ¥ UCKOMOTO paccTosiHusi. HeTpyiHO Terepb aHaJIOTMUHO
pacCcurTaTh ¥ KOOPJWHAThI CITyTHUKA:



Moon.X = Planet.X + cos(Planet.A) * 2
Moon.Y = Planet.Y + sin(Planet.A) * 2

Ho BpyuHyto 3TO JienaTh He Bceraa ynooHo. OcobeHHO, ecii B CCTeMe He TpU
o0bekTa, a, CKaXkeM, BCe JecsiTb. M pacrnionokeHue 00bEKTOB MepUOAUYeCKU
MeHsieTcs1 (Harpy¥Mep, CITyTHUK OTPbIBAeTCsl OT OJHOM TIJlaHeThl U TIepexo/uT K
npyroii). PasymHee OyzeT aBTOMAaTH3WpOBaTh MPOIECC, BBeAS Ui KaXKOTO
obbekTa cBoucTBO pogutens (Parent):

Planet.Parent = Sun
Moon.Parent = Planet

1 06HOBASTE KOOPAWHATBI 00BEKTOB OMHAKOBOM /1 BCeX (hOpMYJIOi:

Object.X = Object.Parent.X + cos(Object.Parent.A) * 2
Object.Y = Object.Parent.Y + sin(Object.Parent.A) * 2

Tak u peanu3yeTcsi IpoOCTelllasi nepapxusi.

C pByMepHOM Trpadukoii Bce OTHOCHUTeNbHO TIpocto. Ho Kak ObITb C
TpexMepHOU? B TpexmepHoil rpacduke BA0OABOK K CHHyCaM M KOCHHYCaM
WCIO0JIb3YHOTCS BEKTOPBI U Marpulbl. Oriepaljii C HUMU [I0BOJIBHO peCypCOeMKU
Y 4Ype3BbIUaUHO CJIOXKHBI I OCMBIC/IEHHWS HOBUUYKOM. K TOMy ke, CJIMILIKOM
YyaCToO OCYLIeCTB/IATh Takue orepauuu Ha ypoBHe GML HepanoHa/nbHO: A1
XpaHeHWsT MaCCHBOB II0fI MaTpuiibl ToTpebyeTcsi Oonbllle TaMATH, a
MaremMaruueckue omnepauuu ¢ HUMU cHuU3daT FPS. Ho He Bce Tak y»KacHO.
Xtreme3D OGeper Ha cebs Bce pecypCOeMKHWe BBIUMC/IEHHUs], WCIIO/HAS WX Ha
YPOBHe MaIllMHHOTO KOJja, MO3TOMYy ee uepapxusi Oyner pabotarb ropaszo
ObICTpee U TOUHee, UeM HalMcaHHast BpyuHyto Ha GML.

[Tpu ucrnonb30BaHWK BCTPOEeHHOM Hepapxuu Xtreme3D Bcst pabora cBoAMTCS K
yKa3aHUIO poauTtesnieii ajsi o6bekToB. Bech (okyc B TOM, UTO TOTOMOK
Hac/elyeT KOOPAWHATHYK CuUCTeMy poauTesis. Hampumep, KOOpAWHATEI
poaurens (X, Y, Z) CTaHOBATCSI KOOPAWHATAMU LIeHTPa, OTHOCUTEBHO KOTOPOIO
BeZIeTCSl OTCYeT COOCTBEHHBIX KOOPAWHAT ero ToTomKa (X+X, Y+y, Z+z).
[ToromMoK, B CBOIO oOuepe/b, TiepeaeT COOCTBeHHbIe KOOPAWHATHI CBOUM
MOTOMKaM, U Tak jajiee. CoOCTBeHHble KOOPAMHATHI O0BEKTa Ha3bIBAIOTCS
JIOKA/IbHBIMM.



KoopauHatHasi cucTeMa MOXeT ObITb TpaHC(OpPMHPOBaHA TepeMelleHHeM,
TIOBOPOTOM WM MaciiTabupoBaHieM. II0BOpPOT J/OKa/IbHOM KOOPAWHATHOM
CUCTeMbI POAUWTEJIS BbI3bIBAET U3MEHEeHUe HarpaB/ieHus 0Cel B yHac/1eJ0BaHHOU
KOOD/IMHAaTHOM CUCTeMe TIOTOMKa, 4YTO aBTOMAaTUYeCKW TMPUBOAUT K €ro
BpallleHWI0 B TIpocTpaHcTBe. EcM B MOMEHT BpalljeHHs TIOTOMOK ObIT Ha
HEKOTOPOM PacCCTOSTHUM OT LieHTpa YHAaC/IeIOBaHHOM UM CUCTeMbl KOOD/WHAT,
9TO OyJeT BBIIVISA/IeTh, KaK BpallleHre TI0TOMKA BOKpPYT cBoero pogutens. CoBceM
Kak B HalleM npumepe!

,HJ'IH CO34aHHA CUCTEMBI C CO/THLOEM U IJIAHETAMHK B HallEM C/Iydde JOCTATOUYHO
HallMCaTb 4YTO-TO BPOAeE 3TOI'O:

sun=SphereCreate(4, 24, 24, global.scene);
ObjectSetPosition(sun, 0, 0, 0);
planet=SphereCreate(1, 24, 24, sun);
ObjectSetPosition(planet, 0, 0, 10);
moon=SphereCreate(0.5, 24, 24, planet);
ObjectSetPosition(moon, 0, 0, 2);

®yukuus SphereCreate cosmaetr cdepy. Heobxomumo ykas3aTh ee pajuyc, a
TaK)Xe KOJIMYeCTBO Mepy/iMaH U rnapasiiesnei. Y Hallero CoyHLa pajuycC paBseH 4,
y miaHetl — 1, y cnytHuka — 0.5. Mepuguansl u napasuienu (slices, stacks)
Jenst chepy Ha KBaJparbl, KOJTMUECTBO KOTOPBIX 3adeT KaueCTBO BHEIIHEro
Bu/a ceprl. OOBIUHO 0CTATOYHO yKa3arh 24 MepuAraHa U 24 rapaiesiu.
Terepb MO>)KHO B COOBITHH Step TTOBOpauMBaTh COJTHIIE U TI/IAHETY:

ObjectTurn(sun, 2);
ObjectTurn(planet ,6);

.../ HabmoaaTh 3a MPOSIBJIEHMEM OJJHOTO M3 CaMbIX Ba)KHBIX CBOMCTB 0OBEKTHOM
vepapxud. ['paMOTHOe WCMO/Ib30BaHWE 3TUX CBOWCTB SIBJISIETCS OCHOBHOU
3ajaueii pabotel ¢ Xtreme3D. Takoro pojja NposiB/ieHHsI MOXXHO Hab/mMogaTh He
TOJILKO B KOCMOCe, HO 1 BOOOII[e Ha Ka)KJOM IIIary, TT03TOMY TaK Ba)KHO WUMETh
3¢ (deKTHBHOE CpeiICTBO UX MOJie/TMPOBaHMUSI.



Ypok 4
Kamepa ot nepBoro jiviia

YpoBeHb: HauMHaKOIMI
Bepcusa Xtreme3D: 3.0.x
ABtop ypoka: Gecko

Ha ypoke 3 MbI pacCMOTpe/iv IPOCTEUILINI BapUaHT KaMepbl OT MepBOro Juija -
OHa YIpaB/silach K/aBUILIAMHU-CTpeakamMu. Mexay TeMm, B aOCOMIOTHOM
OOJILIIMHCTBE COBPEMEHHBIX UTP B 3TOM C/lydyae WCIO/b3yeTCsl yrpaBieHue
MBIIIbIO. [laBaliTe pacCMOTPUM, KakK peaau3oBaTh ero cpefctBamu Xtreme3D.

HauHem c Toro, UTO CO3/a/IUM POAUTENbCKUM MaHekeH [iisi Kamepbl - camPos.
Mgi OyzieM ABUTaTh He KaMepy, a ero.

camPos = DummycubeCreate(global.scene);
ObjectSetPosition(camPos, 0, 2, 0);

camera = CameraCreate(camPos);
ViewerSetCamera(view1, camera);

[eyo B TOM, UTO Kamepa [O/DKHA ABUraTbCs TOJIBKO B IVIOCKOCTU XZ - UHBIMU
CJIOBaMM, He JIO/DKHA 'yieTaTh' 1Mo BO3Ayxy. Mbl OyzeM MoBOpauMBaTh OOBEKT
camPos 1o ocu Y, Korja nosib3oBare/ib CMeCTUT MBbILLb 10 TOPU30HTAJIN - TAKUM
oOpa3oM, MOXXHO OyZieT yIipaB/isiTh HarpaB/ieHWeM ABrxeHus. CMelljeHre MBI
TI0 BEePTHKAJIM BbI30OBET JIOKAIbHbBIN MOBOPOT 00beKTa camera Mo 0Cu X - TaKUM
oOpa3oM, Mo/b30BaTelb CMOXKET CMOTPeTb BBepX U BHU3, HO 3TO HUKAK He
TIOBJ/IMSeT Ha Hampas/eHWe [BWXKeHWs, Belb camera HacjieayeT [ABUWKeHUe OT
camPos.

OOBsABUM TaK)XKe C/IeAyIOIIye TTIepeMeHHbIe:

centerX = display_get_width() / 2;
centerY = display_get_height() / 2;

ITO KOOPpAWHATBI LEHTpPA >SKPdHA. Mbs1 6Y,Z[€M CUUTBIBATL CMeIllleHHe MBbIIIN



OTHOCHTEIbHO 3TOU TOUKHU, a 3aTeM BO3BpalllaThb B Hee Kypcop.

Mo)KHO TakKe cCpa3y MOMeCTUTb KypCOp B I[eHTp 3KpaHa, 4ToObl Ha Haudasio
UTPbI KaMepa CMOTpeJia CTPOro Brepe/;

display_mouse_set(centerX, centerY);

Teneps TmepexofyiM K coObITHIO Step. CrieAyromui KoJ BBIUKUC/ISET CMeIlleHHe
KypCcOpa MbIIIM OTHOCUTE/IbHO 1IeHTpa 3KpaHa U ToBOpauvBaeT camPos u
camera Ha COOTBeTCTBYOIIMe yribl, deltaX u deltaY:

deltaX = (centerX - display_mouse_get_x()) / 3;
deltaY = (centerY - display_mouse_get_y()) / 3;
ObjectRotate(camera, deltay, 0, 0);
ObjectRotate(camPos, 0, -deltaX, 0);
display_mouse_set(centerX, centerY);

OcTasnoch peanu3oBarh ABWKeHUe. Mbl OyZieM HCI0/Ib30BaTh CTaHAAPTHYIO ISt
WI'p OT TepBOro Jiviia packinagky WASD:

dt = 1.0 / room_speed;

if keyboard_check(ord("W")) ObjectMove(camPos, -10 * dt);
if keyboard_check(ord('A")) ObjectStrafe(camPos, 10 * dt);
if keyboard_check(ord('D")) ObjectStrafe(camPos, -10 * dt);
if keyboard_check(ord('S")) ObjectMove(camPos, 10 * dt);

CMmbicn ymHOXeHusi Ha dt B cnexgyromem. Eciu  aBurate 00beKThl C
(bUKCUpOBaHHOW CKOPOCTBhIO, WX (DaKTUUeCKas CKOPOCTb [IBWKeHUs Oyzer
TpUBs3aHa K KaJpOBOM 4acTOTe MPUIOKeHUs. 1o eCTb, Haripumep, eC/d Mbl
nBuraeM o0bekT Ha 10 egMHMIT 3a KaZIp, CKOPOCTh TIpH yactote B 60 FPS Oyger
paBHsATbCA 10 * 60 = 600 emuuuiam B cexkyHay. [Ipu uactore 120 FPS,
cooTBeTcTBeHHO - 10 * 120 = 1200. B utore, 06bekT OyaeT ABUraThCsi ObICTpee
WM MeJJjleHHee, B 3aBUCMMOCTH OoT FPS. OTO coBCceM He TO, UYTO HaM HY)KHO,
TI03TOMY HY)KHO 3a/laBaTb CKOPOCTb B JPYIMX BeJIMUYMHAX, He TPUBA3aHHBIX K
Kazapy. Hanpumep - B equnuiiax B cekyHay. CieoBaresibHO, KapoBasi CKOPOCTh
Oyner paBHa V / FPS, rme V - ckopocTb. MBI TIPOCTO BBISICHSIEM, Ha CKOJIBKO
O00beKT [O/DKeH TiepeMeCcTUThCSI 3a OAWH Ka/lp, eCId B CeKyHAy OH
niepemelrjaercss Ha V eauHul]. TakuM oOpa3oMm, 00beKT OyzeT [ABUraTbCs C
TIPaBUJILHOM CKOPOCThIO TpH /TH000# Ka/IpoBOI UacToTe.



UroObl He 3arpoMoXaTh KOJ Je/leHusiMU  ([leJleHde, KakK W3BeCTHO,
OTHOCUTEJIbHO Me/IJIeHHasi orepariysi), Mbl BMECTO 3TOT0 YMHOKaeM CKOPOCTb Ha
1 / FPS - 3T0 3HaueHue MOKHO pacCuUTaTb TOJBKO OAWH pa3. OHO Takxke
Ha3bIBaeTCs 11aroM BpeMeHH (MMEHHO 5TOT LIar BpeMeHM CjieflyeT rnepejaBarh B
¢yukumro Update, o uem roopuiock Ha ypoke 2). B Game Maker 8 kagpoBas
yacrora (FPS) obbiuHo dukcupoBaHa U 3aflaeTcst B HACTpoiKax KoMHaThl (Room
speed). Ee MoxxHO BbicTaBUTH paBHOM 60 wnu 120.



Ypok 5
bubi1noreka Mmarepua/ioB

YpoBeHb: HauMHaKOIMI
Bepcusa Xtreme3D: 3.0.x
ABtop ypoka: Gecko

OpHa Y3 caMbIX 3aMeuaTesibHbIX 0cobeHHOCTel Xtreme3D — ucrosnb30BaHUe
OubaroTekn MaTepuanoB. Marepuas - 3To Habop MapaMeTpoB, OIpeZessoIX
BHEITHUM BUJ oObekTa. B 3T0T HabOp BXOAAT 3HaueHUs 1[BeTa, TIPO3PayHOCTH,
TeKCTypbl, TWIMAa CMelluBaHusg U T.A. [loHaTHe marepuana B Xtreme3D Kyna
bosiee yHIZAMeHTaTbLHO, YeM BO MHOTUX JIPYTMX JBWKKax. OueHb 4acCTO TIOf
MarepuajoM TMOHUMAeTCsl TeKCTypa, HO B Xtreme3D marepuan MOXeT U He
UMeThb TeKCTypbl. B [Apyrux ciyuasix cucTeMa MaTrepuanoB ObiBaet
HeIpOJyMaHHOM W/IM HEIIOJIHOM, Yero Hesb3s CKa3arb 0 Xtreme3D.

Marepuasn co3aeTcsi OIMH pa3 U MOXKeT ObITh TIPUMeHeH K JIto00MYy KOJTMueCTBY
00BEKTOB, TO/|JiepXKUBAIOIINX MaTepuasbl. V3MeHeHre MapamMeTpoB MaTepuana
KOCHeTCsI BCeX 00beKTOB, UCTIOMb3YIOIIMX 3TOT MaTepua. Takoi MpPUHIUIM JaeT
OLI[yTHMble BbITO/IbI (9KOHOMUS TaMsATH, oObeMa Kofia, BpeMeHU U Tpyja
TIPOrpaMMHUCTa), XOTSI MOXKET BbI3BaTh U OMpeZie/ieHHbIe HeyI00CTBa (HarpuMep,
ecmu HeoOxonyMMoO, uTOOBI M3MeHeHWsl TlapaMeTpOB MaTepuasiia KOCHY/UChH
TOJTKO OJIHOTO KOHKpeTHOro o0Obekra). Matepuan B Xtreme3D umeer
YHUKa/IbHOe UMs, [10 KOTOPOMY OCYILeCTB/IIeTCS U3MeHeHue napameTpos. Vmsa
3aJjaeTcsl CTPOKOBBIM 3HaueHHeM, HanpuMep "'mGround”.

bubsmorekori MarepuanoB (Material Library) Ha3sbiBaeTcs —crerlpanbHas
KOHCTPYKLIMsI, CO/Iep>Kalljas CIHUCOK MaTepuanoB. BuOIMOTeKa MOXET ObITh
AaKTUBHOW WM HEaKTUBHOW. B TmepBoM c/lyuae B Hee MOXKHO [100aBISTh
MaTepHasibl, HACTPaMBaTh UX U MPUMEHATh K 00bekTaM. Bo BTopom ciiyuae 3T0
HEBO3MOXXHO. ITOCKO/IBKY pa3Hble OMOIMOTEKH MOTYT COZiepKaTh MaTepHasibl C
OJVUHAKOBbIMA HMEHAMM, He/lb3sl C/e/laTh AaKTUBHLIMH JBe WIM 0Oosee
6ubMMOTEKU OTHOBPEMEHHO.

CMBIC/T B MCIIO/Ib30BaHUM HECKO/JIBKUX OMOIMOTEK MdTepHUadJ/IOB 3dK/IHOUdeTCAa B



BO3MO)KHOCTHU OTpeAesiATh AJii HUX WHAWBUJYya/bHble MyTH K TeKCTypaMm. JTU
MyTU YYUTBIBAIOTCSI TIPU 3arpy3ke Mojesiel, UCTO/b3yIOIUX BHeLIHWe (Daiisibl
TekcTyp. 1o ymonmuaHuio 6uUOIMOTEKU UIIYT TEKCTYPbl B paboueil AUpeKTOpuun
urpbl. Pa3dymeeTcsi, XpaHUTh UX TaM — He camasi jyuiias ujesi. HecomMHeHHO,
Ayullle pacrpefenuTb UX MO OTAe/JbHbIM MarnkaMm. Hampumep, ecid y Bac ecTb
TPU MArKU C TpeMsi pa3HbIMU MO/ieJIIMUA YPOBHEM, TO MOXKHO OyzieT co3aarh [ijis
KaXK/I0M W3 HUX CBOKO OWOMMOTEKy MarepuasoB M Ha3HAUUTh UM TIYTU K
TeKCTypaM, COOTBETCTBYIOLIME UCKOMbBIM IarKam.

CylecTByeT TOMCTHHE OIPDOMHOe KOJIWYEeCTBO pa3HOOOpasHbIX HaCTpoeK
MarepuanoB. Kpome Toro, mareprassl MO3BOJISIIOT TIPUMEHSATh K HUM LlIel/iephl,
"thoTorpadupoBaTh" B HUX KaPTUHKU C SKpaHa WU C KaMepbl, a TaK)Ke XPaHUTb
pas/inuHble HeBU3yaslbHble JJaHHble, HallpuMep, MacKy U KapThl BbICOT. OXBaTUTh
B OJJHOM CTaTbe BCe BO3MOKHOCTH, KOTOPBIMM pacriosiaraeT CUCTemMa MarepuasoB
Xtreme3D, mpocto HepeanbHO. [I03TOMYy MBI pacCMOTPUM TOJILKO CaMble
OCHOBHBIE: 1[BeT, TEKCTYPY U HECKOJIbKO JPYTHUX.

CHauvasia co37,aeTcsl M aKTUBUPYeTCsl OMO/IMoTeKa MaTepHasioB:

matlib=MaterialL.ibraryCreate();
MaterialL.ibraryActivate(matlib);

Tenepb MOKHO CO3/laBaThb CaMU MaTepHyaJibl:

MaterialCreate('mTexture', 'texture.jpg");

OTa (QyHKLUS OJHOBPEMEHHO CO3/aeT MaTepuaa U NpUCBauBaeT eMy TeKCTypy
u3 (Qaiina. Xtreme3D mnoazaepxuBaetr popmatel BMP, JPG, PNG, TGA, DDS.
PekomeH/lyeTCs1 MCITI0/Ib30BaTh TEKCTYPBI CO CTOPOHOW, paBHOM 128, 256, 512 u
TpOUMM  CTeTieHsiM /IBOMKU. TekcTypa He o00si3aTesibHO [IO/DKHA OBbITh

KBaZ|paTHOM.

Bbl MoXeTe co3faTh MaTepuas 6e3 TeKCTypbl, MPOCTO OCTaBUB CTPOKY MMEHU
(aitna mycTou:

MaterialCreate('mColor’, ");

B sTtoM ciyuyae MOXHO 3ajarb LjBeT Marepuasa. IIpoie Bcero 3To chenarb
dyHKUYeN



MaterialSetDiffuseColor('mColor’, c_red, 1);

LIBeT BbI MOXKeTe TepeJjaTh BCTpoeHHbIMU KOoHCTaHTamMu GML (c_red, c_yellow,
c_green u 1p.), dyHkuusamu make_color_rgb(r, g, b) uiu make_color_hsv(h, s,
v) 1 nBeToBbIX Mozesieii RGB u HSV, cooTBeTcTBeHHO, a TakXe B 0OpaTHOM
1eCTHaIaTUpUIHOM (hopmare, Hartpumep, $O0000FF o3HauaeT KpaCHBIM.

Kpome uBera, @yukuus MaterialSetDiffuseColor 3amaer  3HaueHue
TIPO3pauHOCTU — ajib(ha — jexalriee B mpomMexxyTke oT 0 fio 1. Anbda B HaileM
cnydae paBHO 1 (moJiHasi HETIPO3payHOCTh).

Crporo rosopsi, MaterialSetDiffuseColor 3ajaeT TonbKO OfjUH W3 KOMIIOHEHTOB
1[BeTa MaTepuasa, a Bcero ux ueteipe - Ambient, Diffuse, Specular u Emission.
Takoe pa3zesieHre CBSI3aHO C TeM, YTO YUYaCTKU TOBEPXHOCTH C Pa3/idYHbIM
YPOBHEM OCBeIl[eHHOCTU MOTYT MMeTh pa3Hbiii 1[BeT. Ambient 3asaeT 00IMit
OTTEHOK Marepuasa, He 3aBUCSIIUM OT OCBellleHUs (L[BeT TE€HEBOM CTOPOHBI),
Diffuse - 11BeT ocBellleHHOI cTOpoHBI, Specular - 1iBeT 6/1Ka, Emission — 1iBet
VMHUTALMM CaMOCBeueHHsi. bosiee TOro, camMu HCTOYHUKWA OCBEIEHUS] TakKKe
UMeroT coOcTBeHHBbIe KoMIToHeHThI Ambient, Diffuse u Specular, u 310 fenaer
1[BeT 00BEKTOB elrle 60j1ee CI0KHBIM ¥ MHOTOOOPA3HbIM.

Bbl MoO)XeTe OTKIHOUMTHL [/ MaTepuasa OCBellleHHWe (U, 3a0[HO, BJIHSHUE
TyMaHa, O KOTOPOM IIOH/leT peub UyTh M03Ke):

MaterialSetOptions('mColor’, 1, 0);

[TepBhbiii TapaMeTp, B IaHHOM CJly4yae paBHbIM 1, OTBeuaeT 3a B/MsIHHWE TyMaHa,
BTOPO - 3a B/IMSIHHE OCBELL[eHUSI.

[TpyMeHUTH CO3/lJaHHBIN MaTepuaa K 00beKTy oueHb TIPOCTO:

ObjectSetMaterial(object, 'mTexture');

KcraTty, BepHeMcs K MaTeprasy C TeKCTypoi. C 3Toi TeKCTypOi MOYKHO TBOPUTh
youBuTenbHble Bellju! Hampumep, u3MeHeHHe peXWMa IMPOELUPOBaHUsl Ha
chepuyeckuii caiesaeT MaTepuas MOXOXXUM Ha OTPa’kKeHHe Ha MeTaJle:

MaterialSetTextureMappingMode('mTexture', tmmSphere);




A 4uTOOBI MHOIOKpPaTHO TIIOBTOPUTb TEKCTYpy Ha IIOBEPXHOCTH OOBEKTa,
MEeHSIeTCS ee MacIlTab:

MaterialSetTextureScale('mTexture', 10, 10);
[Tpu 3TOM TeKCTypa MOBTOPUTCS [1eCSTh pas.

B KkauecTBe camoOCTOSITeJIbHOW pabOThl MOMpPOOyWTe CO3[aThb U HAOKUTh
MaTepuasibl Ha IJIaHeThl U3 MpeJbIAyIIero ypoka npo uepapxuio. B kauecTe
TEKCTYP MO>KHO MCITI0/Ib30BaTh peasibHble KapThl HOBEPXHOCTU 3eM/u U JIyHbI. A
CoutHIle MOYKHO OCTaBUTh 0e3 TEeKCTYpbl U CZiesiaTh MPOCTO XKeJAThIM. BecriomHuTe
TaK)Ke, KaK CO3/[aeTCsi UCTOUHMK OCBelleHHUsI U Cle/anTe ero JOYepHUM JJis
ConHija, 4ToOBI OHO W3/Iydaso CBeT (B 3TOM C/y4yae CTOUT OTK/IFOUUTH
OCBellleHHe /ISl ero Marepuasa).



Ypox 6
IIpuMUTHUBBI

YpoBeHb: HauMHaKOIMI
Bepcusa Xtreme3D: 3.0.x
ABtop ypoka: Gecko

[TpuMuTHBaMH O0OBIYHO Ha3bIBAIOT JIMOO MpoCTefiiiiie 00beKThI, KOTOPble MOXKET
HapucoBatb GPU (Touka, OTpe30K, TPeyroibHUK), MO0 reoMeTpuUecKre TeJa,
BCTpOeHHble B rpaduueckuii ABWKOK. B Xtreme3D wucnosb3yeTcsi BTOpOe
3HaueHHe 3Toro tepmuHa. K Te/slaM-IpUMUTHBAM OTHOCSTCS TIJIOCKOCTH (plane),
Ky0 (cube), cdhepa (sphere), mumuHgp (cylinder), KoHyc (cone), TTO/bIN LUJIAHAD
(annulus), Top (torus), auck (disk), yceuenHass nupamua (frustrum), momekaszp
(dodecahedron), wukocasap (icosahedron) wu wuaiiHuk HJTta (teapot). Ha
MIPebIAYIIMX YPOKaX MbI YKe CO3/aBajii HEKOTOpble W3 HuX. /[laBaiite
TT03HAKOMMMCSI C IPUMHUTHBAMU TTOOJTHKE.

Plane. TIpsmoyronpHasi TiockocTb. B Xtreme3D T1I0OCKOCTH MOXET OBITh
TIpe/icTaB/ieHa OJHUM IIPSIMOYTOJIbHUKOM (KBafloM), MO0 pa3buTa Ha CETKy M3
KBaJI0B. BTOpOii BapuaHT Gosiee Tipe/TIOUTUTE/IEH, eC/TU Bbl CO37iaeTe OOJbIIYHO
TIJIOCKOCTh-3eMJIF0, TaK KaK B 3TOM CJiyuae rosiydaercss Oosiee KaueCTBEHHOE
BEpIIVHHOE OCBelleHrWe (BOpoueM, TMpPU MCIO/b30BAaHUU  TTOMUKCETBHOTO
OCBeIlleHUs1 [leTa/n3alus TIJIOCKOCTM 0CO00ro 3HaueHusi, Kak IIpaBWIO, He
uMeeT). OOpaTtuTe BHMMaHWe, YTO KOJIMUECTBO KBAaJ[OB B/IMsIET Ha TOBTOPEHME
TeKCTYpbl Ha IUIOCKOCTM (OAWH KBaJl - OJWH Taua TeKCTypsbl). [110CKoCTh
co3pnaetcs: pyHkiuel PlaneCreate.

Cube. Ky6. Ctporo roBopsi, 3To He 00si3aTe/ibHO KYy0, a /it000i MpsSIMOYTOJTbHBIN
napasienenunes. Co3naetcs: yHkiueir CubeCreate.

Sphere. Cepa. Cozgaetcst dyHkiueni SphereCreate.

Cylinder. Llununap. Co3naetcs dynkiuent CylinderCreate.

Cone. Konyc. Co3naetcsi dyHkimeit ConeCreate.



Annulus. ITons qunuHgp (kosbio). Co3gaercs dyHkiyen AnnulusCreate.
Torus. Top (Teno, HarmoMuHaromee 0yonuk). Cozgaercst dyHkiueii TorusCreate.
Disk. /Tuck. Co3gaetcs dyHkiuen DiskCreate.

Frustum. YceueHnHas nupamuzia. Co3maetcs pyHkumer FrustrumCreate.

Dodecahedron. /lofekasgp - MHOTOIPaHHUK, COCTaB/IeHHbIA U3 12 MpaBU/IbHBIX
NATUYTObHUKOB. Co3maetcst pyHkiuer DodecahedronCreate.

Icosahedron. Wkocasap -  MHOrorpaHHUK, COCTaB/leHHbIW U3 20
PaBHOCTOPOHHUX TpeyrosbHUKOB. Co3faeTtcs QpyHkiuen IcosahedronCreate.

Teapot. Yaiinuk FOTa. Bl MoxeTe mouuTaTh TogpobOHee 006 3ToM Mojenu B
rnoccapuu. Co3gaetcs pyHkuuen TeapotCreate.




Ypok 7
3arpy3ka mojeu u3 (pausa

YpoBeHb: HauMHaKOIMI
Bepcusa Xtreme3D: 3.0.x
ABtop ypoka: Gecko

[TpUMHUTHBEI - 3TO, KOHEUHO, XOPOIIIO, HO [I/IS1 CO3/lJaHus TIOJTHOLIEHHOM WUTPhI UX
sBHO HezpoctaTtouHo. Camoe /ro0MMOe 3aHSTHE KaK[Oro, KTO HauWHaeT
3HaKOMHUTBCS C 3D-ABMKKaMH, - HECOMHEHHO, 3arpy3Ka B JBM)XOK COOCTBEHHBIX
Mo/iesield, TIOATOTOB/IEHHBIX B CTOPOHHEM pefiakTope. Xtreme3D mopjep>KuBaeT
3arpy3Ky mogesei gpopmartoB 3DS (3D Studio), OBJ (Maya), LWO (Lightwave),
BSP (Quake), MS3D (Milkshape), B3D (Blitz3D), LOD (LODka 3D) 1 MHOrux
JPYTHX.

CrarnuHas (TO ecTh, HeAaHMMHPOBaHHas) Mofiesib B Xtreme3D 3arpyskaercs B
crierfiaabHbIA 00beKT - Freeform:

model = FreeformCreate('model.3ds', matlib, matlib, global.scene);

Bropoii W TpeTuii TmapaMeTphl 3TOM GYHKIMK OTBEUarOT 3a OMOIMOTEeKH
MaTepHasioB, KOTOPBIE C/IeAYeT MCII0/Ib30BaTh, COOTBETCTBEHHO, /i1 OOBIUHBIX
TEKCTYP U KapT OCBEIeHHS MOfelH. XOPOIIMM TOHOM SIB/IIETCS CO3JaHHe
OTZIeJIbHOM OMO/IMOTEKM MaTepHasioB s Kakzaoro oowbekta Freeform, uToOBI
rapaHTUPOBAaHHO u30eXaTb KOH(MIMKTa UMEH MaTepuasioB. B gaHHOM ciyuyae
J7Is1 TIPOCTOTHI MCTIONB3YeTCsl OfIHA U Ta ke OuboTeka.

Ecmi daiin ¢ Mofenbio BKIOUaeT HWHGOpMAIMi0 O TeKcTypax, Xtreme3D
TIOTBITAETCS] ABTOMAaTUYeCKH 3arpy3UTh UX. BOIpoC TO/MBLKO B TOM, IZie MIMEHHO
JIBIDKOK OyZIeT MCKaTh 3TU TEKCTYphl. I1o yMo/muaHHIO - B paboueli AUpPEKTOPUH
urpel. Ho XpaHuTh UX TaM - He jyulias vjesd. ['opa3mo ymoOHee MOMECTHTB
TEKCTYPbI B KaKyl0-/IM00 TarKy, Hapumep, textures. Torga HaM MPUAETCS yKa3aTh
AaKTUBHOW OMOIMOTEKE MaTepUasIoB, UTO TEKCTYPhI CJIeyeT NCKaTh UMEHHO TaM:

MaterialLibrarySetTexturePaths(matlib, 'textures');

Marepuanbl OyayT 3arpy>keHbl B OMO/MOTEKY IO/ TEMU MMeHaMH, Kakue ObIv



3amanbl B 3D-penakrtope. Mcrionb3yss 3TU UMeEHa, Bbl MOXKeTe HaCTpauBaTh
XapaKTepUCTUKU MaTepuagoB. OJTO [aeT BO3MOXKHOCTb YaCTUYHO W3MEHSThb
BHEILIHUM BUJ Mozend. Harpumep, mipeacTtaBbTe, UYTO Bbl 3arpy3uaivd MoOZesib
aBTOMOOM/IsA. BBl MOXKeTe M3MeHHUTh 1[BeT KOpIlyca WM CajioHa, He 3aTparuas
JIpyrye JeTand, C/efaTb TIpo3pauHble OKHA TOHHWPOBAHHBIMM, [00aBUTh
3¢ (eKThI OTpakeHUs1 Ha JUCKU KOJieC U T.J,.

[TpaBma, Kak TOJILKO BaM 3axXoueTcsl, YToObI aBTOMOOW/IbL II0€Xas, BbI
oOHapy)KuTe, UYTO HEBO3MOKHO TIOBEPHYTb Kojieca. ITO HEYIHWBUTE/NLHO: OHHU
SAB/ISIFOTCA yacTbio ofHoro Freeform. IloaToMy B TakoW cuUTyaluud cjiefyet
pa3bUTh MO/ie/Tb Ha ee COCTABJISIIONINE - MEIITH:

car = DummycubeCreate(global.scene);
FreeformToFreeforms(model, car);

Mol co3maem MaHekeH, KOTOpbIii OyzeT pojuTeneM [ Bcex jeTanei
aBTOMOOW/Is1, ¥ pa3buBaeM MoJesib Ha OT/e/bHble caMocTosiTebHble Freeform.
[IpymuTe BO BHMMaHWe, YTO 3Ta Olepalis BO3MOXKHaA TOJIBLKO B TOM Cily4ae,
ecid JeTtand aBroMoOuns (Ky30B, Kosieca, [Beplibl, OarakHWK W T.[.)
npeZACTaBsiloT co0OM  OTAe/bHble Mellld - He Bce QopMaTbl Mofesei
TIO/IieP>KUBAIOT TaKoe paszeeHue.

Ucxogusiii Freeform Ham yrke He Hy»)KeH, U MbI €r0 y/jassieM:

ObjectDestroy(model);

Yrobbl yMpaB/isiTb CO3Z@HHBIMU O0BEKTAMHM, HAM HY)XHO T[OYYUTh UX
HJeHTU(PUKaTopbl. ITO MOXKHO cAenath (PpyHkiuel ObjectGetChild. s 3Toro
He JIMITHUM OyzieT 3HaTh, CKOJILKO BCero Meiiiell ObUIO B MCXOAHOW MOZE/H.
ITormyCTHM, UTO MSTh - YEThIpe Kojieca 1 Ky30B:

car_body = ObjectGetChild(map, 0);

car_wheell = ObjectGetChild(map, 1);
car_wheel2 = ObjectGetChild(map, 2);
car_wheel3 = ObjectGetChild(map, 3);
car_wheel4 = ObjectGetChild(map, 4);

[ToMHUTE, UTO OTCUET BeJleTCs C HYJIsl, IO3TOMY IepBbIM TOTOMOK - HY/IeBOU.
TakuM 00pa3oM, MbI TIOJTYUW/IM HOBYIO MepapXuio, 0 CTPYKTYpe ITOJIHOCThIO
WJIEeHTUYHYIO C UCXOTHOW Mo/ie/ibi0. BbI Teneps MOXKeTe BpalllaTh Kojeca:



ObjectPitch(car_wheell, 3);
ObjectPitch(car_wheel?2, 3);
ObjectPitch(car_wheel3, 3);
ObjectPitch(car_wheel4, 3);

Bwmecto ObjectPitch mokHO ncnonb3oBath ObjectRoll - B 3aBUCUMOCTH OT TOTO,
Ky/Za "cMOTPUT" Ky30B aBTOMOOW/ISL: BAO/Ib OCU Z uu X.

Bbl Tak)Ke MOXKeTe 3aMeHsSITb OJJHU YaCTu MoJe/nu Ha apyrue. Hampumep, ecimn
C03,aTh MOJe/Ib Cpa3y C ABYMs BapyaHTaMU K0JieC, MOXXKHO CKPbITb OJHU KOJjIeca,
OCTaBUB JIpyrve, U HaoOopoT. WMiu cpenatb HECKOIbKO BapUAaHTOB Ky30Ba C
Pa3/IMUHON CTereHbl0 TIOBPEXAeHUM, UTOObl JUHAMUUECKU I1epeK/THouaThbCs
MeXXy HUMH, KOT/la aBTOMOOW/Ib Bpe3aeTcsl B MPEIATCTBHE. A ellje Bbl MOXKeTe
WCII0/Ib30BaTh KOOPAMHATHI JleTajield B MPOCTPAHCTBe, UTOObI CO37aTh B HMX
passiiuHble crielP@deKTs - IbIM WK TiaMsl. Vau, HaripuMmep, ec/id Bbl CO3/a/id
TaHK, TO MO)XeTe BpalllaTb ero OalllHIO ¥ BBICTPENMBAaTh W3 Jy/a CHapsbl B
COOTBETCTBYHOL[eM Harpas/ieHuu. Xtreme3D rmo3BosigeT JenaTtb C MOZEIsIMU
BCe, UTO YyrogHo!



Ypok 8
BeplmiMHHasa aHUMAaLUA

YpoBeHb: HauMHaKOIMI
Bepcusa Xtreme3D: 3.0.x
ABtop ypoka: Gecko

OObekt Freeform mipegHa3HaueH, B OCHOBHOM, /i1 HeOyIIeB/IEHHbIX
npeaMeToB. OOBIUHO 3TO 3/IEMEHTHI JieKOpal[id, TPAHCIIOPTHbIE Cpe/CTBa,
pa3MuHble WHTEPAaKTUBHbIe OOBEKTHI W T.J. ECM MBI XOTMM 3acenuTh Halll
BUPTYa/bHBIM MHUD JXUBBLIMH CYyIIleCTBaMH, HaM He O00OOWTHChL 0e3 0ObEeKTOB
Actor. Ha3BaHue roBopuT camo 3a ce0si: akTep - 3TO >XMBOW TepcoHax. B
Xtreme3D AKkTepbl TpeAcTaBAsiOT Cco00W aHWUMHUPOBaHHbIE MoOJeMn. A
aHUMalI[Us, KaK W3BeCTHO, ObIBaeT JBYX THUIIOB - BepTeKCHasi U cKejeTHas. Ha
5TOM yPOKe Mbl PaCCMOTPUM BEPTEKCHYH) aHUMALUIO.

BeprekcHass (uWiu BepllMHHAsi) aHUMAalUSl XapakKTepHa TeM, UTO It
dbopMupoBaHUs aHUMALIMOHHOW T10C/e[0BaTe/IbHOCTU JIBMXKOK TlepeMelijaeT
KXY BEpIIMHY MOJe/Nd OT OAHOM MO3WLIUM K APYroW. DTOT TUIl aHUMalUd
BIiepBbie ObL ripuMeHeH B Quake, 1 ¢ Tex nmop dhopmarsl Moeneit cepun Quake
(MD2, MD3) cranui cBOero poja CTaHJapTOM BO BCeX TOMYJISIHbIX [JBHKKaXx.
Xtreme3D rnipenocTasiisieT TOMHYO NoggepKKy MD2 u MD3. Pa3nulia Mexzay
HUMH 3aK/IH0UaeTcss B TOM, yTo MD2 XpaHUT BCHO MOJe/b LIEJIMKOM B OJHOM
daiinie, a MD3 - B Tpex (OTze/IbHO T0JIOBa, TY/0BUIlle U HOTU). IIpu momoru
CrieljMajibHbIX MaTpul] TYJIOBHILE CUHXPOHU3UPYETCS C HOramu, a rosioBa - C
Ty70BUILleM. DTO ObUIO CZielaHO JJisi TOro, UYTOObI aHMMHPOBATh TY/IOBWIIE U
HOTU TI0 OTAe/bHOCTH. Haripymep, Bo Bpemsi CTpesibObl TTeEPCOHAa)K MOKET Kak
6ekaTh, TaK ¥ UJITH MeZIJIEHHO, a TO U IPOCTO CTOSATb Ha MecCTe.

Ha 3TOM ypoke Mbl pacCMOTPUM BepTEKCHYHO aHMMalvi ¢ ¢opmarom MD2.
AkTep u3 mozienii MD2 co3paeTtcs Tak:

actor = ActorCreate('model.md?2', matlib, matlib, global.scene);

I/IHOF,Z[H mocjie 3drpy3kd MOAE/IM OKd3bIBd€TCdA, UYTO OHAd HeIpPpdBHUJ/IbHO
ITOBEPHYTA. OTO IIPpOUCXOAUT IIOTOMY, UTO B PA3HBIX PE€AAKTOPdX HAIIpABJ/IEHHE



oceil TpakryeTcsi mo-pasHoMy. OObluHO "MeHsitOTC Mectamu" ocu Y u Z.
BepiumHbl MOZie/iv 3arucaHbl Tak, 4yTo ee BekTop Up Hampas/ieH BAo0J/ib OCU Z (B
DirectX-rpuio)XeHUsIX 3TO O3HauaeT "BBepx'), W, MOCKO/JBbKY 3a HarpaB/ieHUE
"BBepx" B Xtreme3D oTBeuaeT 0Cb Y, a He Z, TMOJiyyaeTcs, 4YTO MO/eJIb
rnopepHyta Ha -90 rpaaycoB 1o ocu X. Mbl MOXeM HCIOPaBUTb 3TO
HeZlopa3yMeHHe HeCKOJTBKUMU CcItiocobamu. CaMblii IPOCTOM - IPOCTO MTOBEPHYTh
ee oOparHo:

ObjectPitch(actor, 90);

Ho B HeKOTOpBbIX CJ/lyyasix 3TOr0 HeAoCTarouyHo. IloBopaumBas Mopesb, Mbl
TakKXe [MOBOpauvBaeM ee JIOKAJbHYI0 CUCTeMy KOOpJMHAT. JTO 3HAuWT, YTO ee
BekTOp Direction Termeps yka3biBaeT BAO/b OCU Y, a He Z, KaK /IO/DKHO ObITh.
Eciv ™Mbl Temepp mepeMecTyM Mofenb Tipu mnomomu ObjectMove, oHa
CABUHETCSI BBepX, a He Brepea. MoxHO, KoHeuHO, BmecTo ObjectMove
ucrosib3oBatk ObjectStrafe, HO 3TO cze/1aeT MporpaMmy MeHee akKKypaTHOM, ia U
3aryTarbCsd Tak Hemonaro. lopa3fo mydine cHavyaja IIOMeCTATb AKTepa B
TIOTOMKM MaHeKkeHy, a y)Xe IOTOM IIOBOpauuBarb. VI, COOTBETCTBEHHO, [/l
TiepeMeIreHys UCI0Ib30BaTh MaHekeH, a He AKTepa. Koz OyzeT cienyroruii:

player = DummycubeCreate(global.scene);
actor = ActorCreate('model.md2', matlib, matlib, player);

ObjectPitch(actor, 90);

dopmar MD2 mnipesycMaTpuBaeT pasfejieHWe BCeX KaJpOB aHUMal[uu Ha
OTZe/IbHble TPYIIbL. JTO C/le/laHO [JIsi TOro, UTOOBbI OTAE/NUTh, CKaKeM,
aHUMalo Oera OT aHuUMaluu TipbDKKa. [lo  ymonuanuto Xtreme3D
BOCTIPOM3BOJIUT BCe KajJpbl OJUH 3a ApPyrydM, He oOpalijasi BHUMaHUSI Ha 3TO
pa3zgeneHvie. Ho Mbl MokeM B Jit0OOe BpeMsi MepeKTHOUMTHCS Ha yKeslaeMyHo
aHUMalI[UIO:

ActorSwitchToAnimation(actor, 1, false);

N Torma OymeT BOCIPOM3BOAUTLCS TOJMBKO TIpyMMa KaApoB Tof Homepom 1.
TpeTtuli mapameTp 3Toi (YHKI[MM OTBeuaeT 3a MJIAaBHOCTb CMEHbI aHHWMalWU:
eC/I yCTAaHOBUTh €ro B true, TO Tiepek/itoueHre OyzieT oCTereHHbIM.

[TpumepHO TO ke camoe JenaeT (yHKIMsI, YKa3bIBarolasi Jdara3oH KaZpoB AJis
BOCIIPOU3BeIeHUS:



ActorSetAnimationRange(actor, 10, 20);

HeTpynHo porazsatbcsi, uto OyzeT TIPOUMTpaH TOMBKO TIPOMEXKYTOK MEXIY
JecATbIM U [ABaAlaThiM Kazpamu. [lpaBfa, 3TH [ABe (YHKUMA HMEIOT OJHO
BakHOe pasnnume. ActorSwitchToAnimation KaXabli pa3 T0pU  BbI30Be
repeK/irouaeT BOCIPOM3BeJeHHWe Ha TepBbld KaJp 3aJaHHOM TpyMIbl, a
ActorSetAnimationRange sTtoro He JenaeT (ec/iM 3aJlaHHbIA [Juaria3oH yxe
BocnpousBogutrcs). I[lostomy ActorSetAnimationRange MOXHO BbI3bIBaTh
MHOTOKDAaTHO - Hamnpumep, BHYTPM LMK/IA, YTO B HEKOTOPbIX CUTyaL[UsX
OKa3bIBaeTCsl BeCbMa I10/Ie3HbIM.

[To ymonuaHHIO aHUMalLUsi BOCIIPOM3BOAUTCS ILUKJIWYECKU - TO €CTb, MpHU
JOCTWD)KEHUU TIOC/e/IHer0 Kazipa, BOCIPOM3Be/leHWe HauvHaeTcsl 3aHOoBO. [lyis
OOJIBIIIMHCTBA C/TyuaeB 3TO TO, YTO HY)KHO (HarpumMep, aHUMalUs XOAbObI WU
Oera Bcerga 3auukieHa). Ho Mbl MOXeM yKa3aTb U [JIpyThe peXUMBbI
BOCIIPOU3Be/IeHUS:

ActorSetAnimationMode(actor, aam);
BMecTo aam nozicTaB/sieTcs OHa U3 C/IeAYOLUX KOHCTAHT:

aamNone - aHUMaIMs1 He BOCIIPOU3BOJUTCS;

aamPlayOnce - aHMMalysi BOCIIPOU3BOAMUTCSL OJIUH pa3 U OCTaHABIMBAeTCS MPU
JIOCT)KEeHHWH KOHEUHOro KaZipa. DTOT peXXUM HMHOT/Ia Ha3biBatoT "'one shot";
aamLoop - aHMMaIus TIOBTOPSIeTCS IUKANYeCKH (TI0 YMOJ/TUaHUIO);
aamBounceForward - aHuMalys TIOBTOPSIeTCS I[MK/JIWUYeCKHd Briepes [0
KOHEeUHOro Kajipa, 3areM B 0OpaTHYI0 CTOPOHY [0 Haua/JbHOTO Kajipa, 3aTeM
OIATH BIIEpe/ U Tak Jasiee. ITOT PeXKUM UHOT/A Ha3bIBAtOT ''TIUHI-TIOHT .
aamBounceBackward - To ke camoe, HO B 00paTHY10 CTOPOHY;
aamLoopBackward - aHumariiusi moBTOPsSieTCs LIUK/IMUeCKU B 0OpaTHY0 CTOPOHY.

HakoHel], cCyll[eCTByeT TakXe BO3MOXXHOCTb  OTK/JIHOUMTh  JIMHEMHYIO
VIHTEPIIOJISILIUIO0 MeXXy KaJpaMHu:

ActorSetFramelnterpolation(actor,false);

[lpu s5TOM Kazpel OyAyT CMeHSITb [Jpyr [Apyra pe3ko, 0e3 TIaBHOTO
"mepeTekaHusi". OTO MOXKET OBbITb T0JIe3HBIM, HalpUMep, B TOHKaX, T7e Ky30B
aBTOMOOW/IE MOXKeT ObITh Ae(OPMHPOBAaH - B pa3HbIX KaJpax BepLINHHOU



dHHMMAIlIMK MOXXHO XPAdHUTb Pd3HbIE€ BADUAHTEI HOBpE)K,Z[EHHﬁ.



Ypok 9
OcCHOBBI CKe/IeTHOHU aHUMAI|UH

YpoBeHb: HauMHaKOIMI
Bepcusa Xtreme3D: 3.0.x
ABtop ypoka: Gecko

[Topo¥ BO3MOXXHOCTeH BepTeKCHOM aHMMalL|uM OKa3bIBaeTCsl Hel0CTaTOUHO. JTO
KacaeTcsi, B OCHOBHOM, WIp »aHpa action. Harmpumep, Bbl MOXXeTe 3aXOTeTb
"mate" CBOeMy repor0 B DYKU OpyXue Wid "HajieTh" Ha Hero Oponto. Ilpu
VICTIO/Ib30BaHUM  BEPIIMHHOM aHMMalMM 3TO HEBO3MOXHO (3a peJKuMHU
uckmroueHusimu). Kpome TOro, BeplIMHHAs aHUMalUs MOXKET TMOTpeOoBaTh
C/IMIIKOM MHOTO MaMATH [JJ/11 XpaHeHUs KaZpoB. [103ToMy, eCc/ii Bbl UCTIO/Ib3yeTe
MoJieid C OOMbIIMM KOMWYeCTBOM TIOJIMTOHOB, pa3yMHee OyzeT BbIOpaTh
CKeJIeTHYH0 aHUMaLlUIO.

BMecTto TOro utoObl XpaHWUTH K/IFOUEeBble KaJpbl (KaK B Cayuyae BepTeKCHOU
aHWMal[MW) Ui  KaXKZOW TI03bl TIepCOHa)Ka, MCIIO/Ib30BaHWe CKeJeTHOU
aHMMalLlUM ToZipa3yMeBaeT Hajuuve OJHOW MOJe/d B HEWTpajbHOM T03e U
Gosbiioro Habopa Marpwuil, KOTOpbie TPaHC(HOPMHUPYIOT pa3/UyHbie YaCTU 3TOU
MoOZe/d. OTU MaTpULbl YCJOBHO Ha3bIBalOT KOCTAMU. K KakI0M KOCTH
rpvBsizaHa rpynmna BepiuvH. OpHa BepluMHa MOXeT  TIpUHA/JIe)Karhb'
HEeCKOJIbKUM KOCTSIM Cpa3y, C pa3HOU CTeIeHbI0 BIUSHUS, UYTO JelaeT aHWUMaL|io
bosee ecTeCcTBeHHOM (3TO CBOMCTBO KOCTel Ha3bIBaeTCs pa3BeCOBKOM).

BriepBbie 5Ta TexHOJOTHsl Hcrosnb3oBasiack B urpe Half-Life, u Xtreme3D
noagep>xuBaet dopmar mopeneii Half-Life - SMD. B kauecTBe anbTepHaTHMBbI
SMD, noazep>xuBaeTcst Takke popmat mogeseid Doom IIT - MD5.

1711 3arpy3Ky Mojiesiel Co CKeJIeTHOM aHMMallield MCTIOb3yeTCsl TOT JKe 00BbeKT
Actor. Bam He HY)KHO HUYETO JIOTIOJTHUTE/IbHO yKa3biBaTh, Xtreme3D criocobeH
CaMOCTOSITe/TbHO pacrio3HaTh THIT MO/ie/Id U HaCTPOUTLCS Ha COOTBETCTBYHOIUMN
THUI aHUMaL1K:

actor = ActorCreate('model.smd', matlib, matlib, global.scene);

OcobenHocts (opmara SMD 3ak/itouaeTcss B TOM, UTO aHMMAL[MsS MOZed



XPaHUTCSA B OTAeJbHOM (hailyie, KOTOPbIM TakKe WUMeeT pacluvdpeHde *.smd.
Takux (ailioB MOKeT ObITh HeCKO/IbKO. TeopeTrueCKU, TaKOM MeTOZ, TI03BOJIsieT
VICI0/1b30BaTh OFHU U Te e (haiijibl aHMMaLMK [1J1s1 pa3HbIX Mogesiel (ec/id OHU
VIMEIOT OJJUHAKOBBIM CKeJIeT).

[Tocne co3manust AKTepa ciiefiyeT 106aBUTh 3TU (DaiisIbl:

ActorAddObject(actor, 'animation1.smd');

ActorAddObject(actor, 'animation2.smd');

ActorAddObject(actor, 'animation3.smd');

[Tpu pobaBnenuu ouepenHoro smd-catbina, Kk aHuMaluu AKTepa Jo0aBrsieTcs
HOBasi T'pyIila KaZipoB, KOTOPOM MNpUCBavBaeTCsl TMOPSAKOBbI HOMmep. OTcuer
BezieTcs C 1. To eCTb, ec/iv MBI Telepb NepeK/JIFUUMCS Ha TPyTIy 2:
ActorSwitchToAnimation(actor, 2, false);

...To OyzieT IpourpaHa aHUMal[us, 3arpyKeHHast U3 (paiisia animation2.smd.

K ckeneTHOW aHMMAalUU MPUMEHUMbI BCe (DYHKI[MU, KOTOpPble Mbl pPaCCMOTpe/r
Ha Tpe/ibIyIlieM YpOKe.



Ypox 10
Kamepa oT TpeTrhero simia

YpoBeHnb: cpenHui
Bepcusa Xtreme3D: 3.0.x
ABTop ypoka: Gecko

MHorye Wrpsl UCHO/AB3YKOT BUJ, OT TPeTbero Julia, e Kamepa I10Ka3blBaeT
TepCoHa)ka ''Co CIMHBI" - 3TO, HalpUmep, MHOTUe Urpsl xaHpoB Action u RPG,
3D-matdopmepsl Tvra Spyro win Crash Bandicoot, criopTHBHbIe CUMY/ISITOPBI
u T.4. [Ipy 3TOM, Kak MpaBW/IO, KamMepa He SIB/ISIeTCSl XKeCTKO 3aMKCHPOBAaHHOU
Ha OIpe/leJIeHHOM PacCTOSIHUM OT TePCOHaXka - OHa OOBIYHO TiepeMellaeTcs
TJIaBHO, C HEKOTOphIM 3ama3jbiBaHueM, uTo Jo0aB/iseT peanusMa WU
KUHeMarorpauyHOCTH.

Ha Xtreme3D mnofijo6Hy0 MeXaHUKY peaii30BaTh HEHAMHOT'O CJIOJKHEee, YeM BU/
OT mnepBoro juua. Hrkecsmeayronmi Ko CO3[4acT MepapXyi0 M3 TepCOoHaxa,
KOTOPBIM UT'POK Oy/IeT yIIpaB/siTh, M KaMephl, KoTopast OyZieT 3a HUM CJieiuTh. B
KauecTBe yCJIOBHOTO TIepCOHAaKa UCTIO/b3YyeTCsi POCTOH KYO.

Kop B cobeiTim Create:

camera = CameraCreate(global.scene);
CameraSetViewDepth(camera, 800);
CameraSetFocal(camera, 80);
ViewerSetCamera(view1, camera);

actor = CubeCreate(1, 1, 1, global.scene);

target = DummycubeCreate(actor);
ObjectSetPosition(target, 0, 1, -4);
CameraSetTargetObject(camera, actor);

Kop B cobbITin Step:



if keyboard_check(vk_up) ObjectMove(actor, 10 * dt);

if keyboard_check(vk_down) ObjectMove(actor, -10 * dt);
if keyboard_check(vk_left) ObjectTurn(actor, -200 * dt);
if keyboard_check(vk_right) ObjectTurn(actor, 200 * dt);

cx = ObjectGetAbsolutePosition(camera, 0);
cy = ObjectGetAbsolutePosition(camera, 1);
cz = ObjectGetAbsolutePosition(camera, 2);
tx = ObjectGetAbsolutePosition(target, 0);
ty = ObjectGetAbsolutePosition(target, 1);
tz = ObjectGetAbsolutePosition(target, 2);

dx = tx - cx;
dy =ty - cy;
dz =tz - cz;

ObjectTranslate(camera, dx * 0.05, dy * 0.05, dz * 0.05);

Jlormka Kamepbl yCTpOeHa TakK, UTO ee Haubosiee [ajbHSIA AUCTAHLUS OT
TIepCoHa)ka - TP JBKEHUH Briepe]] (UToObI MOXKHO OBIZIO XOPOIIIO BHU/ETh, UTO
TBOPUTCSI BOKPYT), a camasi O/iM3Kasi - TpH JIBWKeHWH Haszaz. IIpu moBopote
TepCoHa)ka Kamepa T03BOJIsIeT pacCMOTpeTb ero cOoky. IIpuMepHO Takoi ke
TIpyMeM HCI0/Ib3yeTCsl B TOHOUHBIX CUMY/ISITOpax, Tak UYTO Ha OCHOBe 3TOTO Kojia

BITOJIHE MOXXHO CAeJ/IaThb U ABMXXOK I'OHOK.



Ypok 11
IIpoBepKa CTO/IKHOBEHUH

YpoBeHnb: cpenHui
Bepcusa Xtreme3D: 3.0.x
ABTop ypoka: Gecko

B wrpax oueHb uacto Tpebyercs ormnpenenuts ¢GakKT CTOJIKHOBEHHS [BYX
00bekToB. MIMU MOTYT OBITh, K TIPUMeEpY, MepCoOHaXX W Tiiardopma, cHapsj U
1enb U T.J. Ha oOHapy)keHHWH CTONKHOBEHHH OCHOBaHa JIOTWKa IITyTEPOB,
171aThOpMepoB, CUMY/ISITOPOB, POJIEBBIX UTP U HEKOTOPLIX cTparervid. [Ipu aToMm
Janeko He Bcerja TpebyeTcss 0OHapyXUTb TOYHOe T[epeceueHre [IByX
TIOJINTOHA/ILHBIX Mellleld - [JOCTaTOYHO MpPOTeCTUpPOBaTh Ha IepeceueHre UX
orpanuuuBatoniue cdepsl (Bounding Sphere) vnu napannenenunesns (Bounding
Box). Xtreme3D BKk/toUaeT yno0HbIe HHCTPYMEHTHI, TTI03BOJISIOIIME BaM C/le/aTh
3TO.

@DYHKIIMM TIPOBEPKU  CTOJIKHOBeHMM B Xtreme3D  HauMHarOTCs  Ha
"ObjectCheck..." ¥  omnepupyrooT  OrpaHUuUMBaIIMMU  chepamMu U
napasuiesienureaMd  OOBEKTOB,  KOTOpble  BBIUMCJISIOTCS  JBWXKKOM
aBTOMaTHUUeCKH, B 3aBUCUMOCTH OT 00bemMa, KOTOpbI 3aHMMaeT UX T'eOMeTpusl.
OrpaHuumBarollye napasienenurebl (KOTopble B 3TUX (YHKLUSAX HA3bIBAKOTCS
Cube) BBIDOBHEHBI M0 JIOKa/JIbHBIM KOOP/WHATHBIM OCSIM 0OBEKTa - TO eCTh,
MOTYT BpalaTbCsi BMeCTe C HUM. Takue Mapasuiefienumne/ibl 4acTo Ha3bIBaloT
Oriented Bounding Box, wiu cokpaiieHHo OBB. ®@yHKI[MM BO3Bpal|alOT UCTUHY
(1), eciu 06Hapy>keHO repeceueHue, v J10XKb (0) B TIPOTHBHOM CiTyyae.

Xtreme3D BK/IOUaeT caeayroide  (QYHKIMM TIPOBEPKM  CTOJTKHOBEHUI:
ObjectCheckSphereVsSphere, ObjectCheckSphereVsCube,
ObjectCheckCubeVsCube, ObjectCheckCubeVsFace, ObjectCheckFaceVsFace.
[TocnegHue [Be W3 HUX OMNEPUPYIOT oOObeKTamu Tuma Freeform -
COOTBETCTBEHHO, TIO3BOJISIIOT OOHApYKUTh TlepeceueHre OrpaHUUMBAIOIIETO
rapasuiesieniure/ija OAHOTO OObeKTa C TIOJUTOHA/JILHOM MOfenblo ApYyroro, a
TaK)Ke T[iepeceueHre [ByX Mojesieli. DTa TpoBepKa /I0BOJLHO MeJjieHHasl,
M09TOMY PpEKOMEH/IlyeM OITHMU3UPOBaTh €e WCIO0Ib30BaHHWEe - HaIlpuMep,




OCYLLIeCTB/ISITh TOYHYIO TPOBEPKY MEXAY MOZe/sIMUA TOJbKO B TOM C/ydae, eCiu
0OHapy>KeHO CTOJIKHOBEHHMEe MeXX/Iy UX OrPaHUUMBAIOIIMMU Cepamu:

if ObjectCheckSphereVsSphere(obj1, obj2)
{
if ObjectCheckFaceVsFace(objl, obj2)
{
// menaem 4TO-TO
}
}

OTU (QyHKUMU MOJe3HbI, KOrJlJa HY>KHO BBITIOJIHUTh JUCKPETHYIO MPOBEPKY - TO
eCTh, KOTZIJa MOXHO [IOMYCTUTb, UTO OOBEKThI [BWKYTCS C HeOOMbIIMMU
ckopocTsiMd. Ecid CKOpOCTM BbICOKMe, WM OOBEKT 3a OJWH Iar WrpOBOTO
BpeMeHU TIpojieTaeT pacCTOsiHWe, TIpeBbilllalollee pa3mep Apyroro 0ObeKTa,
JUCKpeTHasi TIpOBEpPKa MOJKeT 3arpocTo He cpaboTaTtb. YHHBepCaabHOTO
pellieHUs1 3TOW TpoO/ieMbl [0 CHUX TIOp HeT, HO CYIIeCTBYIOT pa3/uyHbIe
ympoiijeHHble MeToAbl. Camblii TipocToM - Metoy "Opocanusi nydeir” (Ray
Casting). B Xtreme3D ecTb pmocTtarouyHo 3(d@eKTUBHas peanu3alusi 3TOrO
MeToza. U3 1ieHTpa oObeKTa BLIMyCKaeTCsl Ay4y B HarpaBiaeHuu Direction 3Toro
oObekTa. 3aTeM Ha TiepeceueHre C 3TUM JIy4OM TIPOBepsieTCsl 1[eieBOi 0OBEeKT,
O[IUH WY HeCKOJbKO. Takum 00pa3oM, MOXKHO CHIMUTUPOBATh JABMXKEHUE My/H
(Tipy [OMyIIIeHWH, YTO OHA [IBWKETCS C HeCKOHEUHOW CKOPOCThIO) - MTHOBEHHO
00Hapy>KUTh TOUKY, B KOTOPYH OHa TomajeT. Take Ipu romoiu "bpocaHus
nyyeil" MOXKHO OTpe/le/IUTh BBICOTY 3eMJ/IM TIOf TIepCOHa)KeM, UTO HeoOXOoAUMO
[/ peanu3alid MPbDKKOB. Kpome TOro, JaHHbIM MeTOJ He3aMeHWM [JIsl
IOCTPOEHUs JIOTWUKW B3aUMOJEUCTBUS I[epCOHaKa C MWHTepPaKTUBHBIMU
o0beKTaMU U TPUTTepPaMH - TIPeZICTaBbTe, HampuMep, 1yTep, RPG unu kBecT OT
TIepBOTo NUIIA, I7le UTPOK MOXKeT MOoAOUpPaTh MpeIMeThl U HaXKUMaTh Ha phluary,
K/JIUKasg II0 HUM MBbIIb0. 11 3TOr0 MOXKHO OL|eHWTh pacCTOSIHUE MeXIy
UTPOKOM 1 00BEKTOM, a 3aTeM IIPUMEHHTH "OpocaHue jyueid':

if ObjectGetDistance(player, item) <= 1.0
{
if ObjectRaycast(player, item)
{
hit_x = ObjectGetCollisionPosition(0);
hit_y = ObjectGetCollisionPosition(1);
hit_z = ObjectGetCollisionPosition(2);



Yro camoe mpusiTHoe, "Opocanue yyueii” B Xtreme3D MOMHOCTbIO COBMECTHUMO
c obwvekramu Freeform u BbiJJaeT KOppeKTHbIe pe3y/ibTaThbl MpU Jt0OOI
TpaHchopMalii 06HeKTOB.



Ypok 12
2D-rpacduka

YpoBeHnb: cpenHui
Bepcusa Xtreme3D: 3.0.x
ABTop ypoka: Gecko

Xtreme3D T103BOJISIET PUCOBaTh HEe TOJBKO TpeXMepHbie OOBEKTbI, HO W
JBYMEpHble - S5KpaHHbIM TEKCT U SKpaHHble CIpauThl. OJKPaHHbIA TeKCT
oToOpa’kaeTcsi TIOBepX OTPEH/IePEHHON KapTUHKA W TIPUMEHsIeTCs  [ijIs
Tipe/iCTaB/IeHUsI HeKoel TeKCTOBOW WH(OpMalyd B Wrpe: KOJIWYeCTBO >KU3HEeU
WU TIaTPOHOB, Pa3/IMUHBIX COOOIIeHUM, OT/a/IOUHBIX AAHHBIX U TIP. DKpaHHbIe
COpPAWTBI - 3TO TMPOCTO ABYMEpHble KapTUHKU, KOTOPble MOXXHO HCII0/Ib30BaTh
IJisi oTOOpakeHust 31eMeHTOB uHTepdetica - Mpulies, UKOHKH, I11Kajia SHepPruu 1
T.l. Tak)Ke C WX TIOMOIL[bI0 MOXKHO C/ieJIaTh UTPOBOe MeHH0 ¢ (hOHOM - 3TO OoJiee
TIpe/INoUTHUTeIbHO, YeM CO3/laBaTb MEHIO0 uepe3 BCTPOeHHYy rpadguky Game
Maker, Tak Kak B 3TOM C/ly4ae Bbl MOXKETe pHMCOBaTh MeHIO NoBepx 3D-cClieHsl,
YTO BBIVISIIUT OU€Hb CTU/IBHO.

OOBeKThbl TEKCTa UCIOJB3YIOT CrieldaabHble MIPUGTOBbIe 00bEKThI, XpaHSIIIe
1300pakeHHsl TEKCTOBBIX CHMBOJIOB - OyKB, 1[U(p ¥ 3HAKOB MpenuHaHus. JTU
1300pa>keHrs1 MOXKHO 3a/laTh /IByMsi CI0cOb6aMu: CreHepupoBaTh M3 CUCTEMHBIX
BeKTOPHBIX 1IpudTOoR Windows umm 3arpy3uth u3 daiina. BTtopoe 6osiee
TIPeJTIOUTUTeTbHO, TaK KaK Bbl MOXKeTe HapUCOBaTh B TpauueckoM peJaKkTope
mpudT M060T0 11BETa U CJIOKHOCTH, C THOOBIMU CUMBOJIAaMU U Ha JTFOOOM si3bIKe,
B TO BpeMs KaK TOfJ[ep)KKa CUCTeMHbIX IIPU(TOB CUIBLHO OrpaHUuYeHa
(oziep>KuBaeTcsl TOJMBKO JjiaTuHUIIA). HO y BeKTOpHBIX HIPUPTOB eCTh OHO
HEOCTIOpUMOe TIPeUMYIIeCTBO - MaciiTabupyemMocTb 0e3 ToTepu KauecTBa: TO
eCTh, MO)XHO M3 OJIHOTO ¥ TOTO >Ke CHUCTeMHOro uipudTa CreHepupoBaTh
CUMBOJIbI Pa3HOTO pa3Mepa.

Kop pns co3maHus mIpUdTa M SKPAaHHOTO TEKCTa BBIMVIAAUT CJIEAYIOIUM
obpa3zom:

font = WindowsBitmapfontCreate('Arial’, 14, 32, 95);




text = HUDTextCreate(font, 'Hello, World!", global.front);

Ob6patuTe BHUMaHWe, UTO Mbl yKa3biBaeM KopHeBoii 00bekT global.front B
KauecTBe poAuTesisi OOBEKTY text - 3TO rapaHTUPYeT, UTO TeKCT OyJieT OTPUCOBaH
10CJie TPeXMEPHOM CIIeHBl.

Co31aHHbIM TEKCT MOYKHO BUJOM3MEHSITh - 3a[jaTh €My LIBeT U MPO3PauyHOCTh, a
TakK>Ke IMO3UIHI0 U TTOBOPOT:

HUDTextSetColor(text, c_red, 0.5);
ObjectSetPosition(text, 100, 100, 0);
HUDTextSetRotation(text, 30.0);

Y wpudtoB Tuna WindowsBitmapfont ectb cepre3Hbld HEAOCTAaTOK: OH
Mo/ lep)XUBaeT TOMBKO KoAWpoBKY ANSI. DTO o03HayaeT, 4yTo B OJHOM
TIPUWIOXKEHUW Hesb3sl MCI0J/Ib30BaTh CUMBOJIbI HECKOJBKUX Pa3HbIX ai(aBUTOB.
Nns pemeHust 3Toii Tipobnembl B Xtreme3D Obiia fo0aB/ieHa ToAfepiKKa
oubmoreku FreeType u komupoBku UTF-8, koTopasi Mo3BoJisSieT BBIBOJWUTH
mobbie cuMBobl 6Ge3 orpanuueHuii. Ilpu momoiqu FreeType Bbl MoxeTe
sarpyxath TTF-mpudtel u3 ¢aiinioB, 4To oueHb yAOOHO - BaM He MPUETCS
BOJIHOBaThbCSl MO TMOBOAY TOTrO, YCTAaHOBJEH JIM HY)XHbIA LIPUPT B CHUCTEME
TI0J/Ib30BaTesIsl: BCe HY KHbIe LIPU(THI MOTYT MOCTAB/SATHCS BMECTE C UTPOW.

Co3manue 1mpudTa M SKPaHHOrO TEKCTa MNP Momolu FreeType BBINISAUT
C/IeIyIOIIMM 00pa3oM:

font = TTFontCreate('data/font.ttf', 14);
text = HUDTextCreate(font, 'Hello, World!", global.front);

TekcToBasi CTpoKa, KoTopyro Bbl mnepefaete B (yHkumio HUDTextCreate,
Jno/bkHa ObITh 3akogupoBaHa B UTF-8. K cokanenuto, Game Maker 8 He
nogaepxvieaer UTF-8 BO BCTPOEHHOM pelakTOpe Ko/a, II03TOMY TeKCT,
cofiep>Kallliii CHMBOJIbI HalIMOHAbHBIX a/ihaBUTOB, cieayeT MO0 3arpykaTh U3
daiina  ¢yukuuedi  TextRead, mmbo  koHBepTHMpOBaTh  (yHKIUeH
TextConvertANSIToUTES.

HOnsi ucrionb3oBanust QyHkiud TTFontCreate TomecTWTe B MamnKy C WIPou
bubmuoteky freetype.dll (umure ee B SDK).




Ypok 13
TeHHu B pea/IbHOM BpeMeHHU

YpoBeHnb: cpenHui
Bepcusa Xtreme3D: 3.0.x
ABTop ypoka: Gecko

Xtreme3D mop/iep>KMBaeT HECKOTbKO CIIOCOOOB peH/lepuTh TeHU. Bo-TepBhbiX,
TeHU (M OCBellleHHe B 1[eJIOM) MOTYT OBITh TpejpaccuMTaHbl U '"3aredyeHbl” B
TEKCTYpPY - Takasi TeEXHHMKA Ha3biBaeTcsi KapTou ocBelieHus (Lightmapping). Ona
MO3BOJISIET TIOJIyYUTh OU€Hb KpaCUBbI W DPEaJIMCTUUHBIM pe3y/abTar, HO
TOJIyUuBIIMeCsT TeHU OyayT cratuuHbiIMA. COOTBETCTBEHHO, 3Ta TeXHUKA
TIpUMEHMMa TOJIbKO K HeTO/[BWKHBIM 00beKTaM - Harpumep, K UHTepbepaM U
apxutektype. K ToMy ke, aneko He Bce opMmatbl 3D-Mojieneit mojepKuBaroT
KapThl OCBelLeHus], U He BO Bcex 3D-pejlakTopax X MOXXHO CO3/laBaTh.

Bo-BTOpBIX, CylllecTByeT 00BeKT TeHeBoul mockocTu (shadow plane). OH Bo
BCEM TOXO)K Ha OOBIUHBIN MPUMUTUB TUIOCKOCTH, 3a WUCK/IFOUEHWEM TOrO, UTO
apyrve oOBeKTbl MOTYT OTOpachiBaTb Ha Hero TeHU. Pe3ynbTaT TOIy4yaercs
OueHb KPACHBBIHM, HO, K COXKaleHUI0, TJIOCKHe TeHU MPHUMEHUMBI /la/ieko He BO
BCeX cuTyalusix. HampumMep, OT HUX Maso TOJIKY, €C/IU Balll UTPOBOM yPOBEHb
COCTOUT M3 TI7IaT(OpPM Ha pa3HO# BBICOTE, MO0 B HeM BOOOIIe HET H/ealbHbIX
TIJIOCKOCTel (HarpuMep, B C/lyuae MCI0/Ib30BaHUsI PealMCTUUHOTO MaH/madTa).
EcTb, ofjHaKo, 1ie/blid psif »KaHPOB, e ucmnosb3oBaHue shadow plane BrosiHe
OTpaBlaHO - 3TO, K TIpUMepy, pa3HOOOpa3Hbie CIIOPTUBHbBIE CUMYJISTOPHI
(pyTbon, nerkasi aTneTvKa, MUHU-TOMb(, OOYIUHT, OUIBSPA U T.[.), TIOCKUe
NMaOVPUHTHUKMU, a TAaKXXe HEKOTOphIe JIOrMueCcKue U Ka3yasibHble UrPhI.

Tak>ke UMEIOTCS [IBé TEXHUKU OTPUCOBKU 00beMHBbIX TeHell - shadow volume u
shadow mapping. IlepBasi 3akatouaeTcss B CO3/jaHUU OOBEKTA, OTpe/esisitoIero
00beM, BHYTPH KOTOPOTO TOUYKW HaXOZASTCS B TeHU. JlaHHBIM MeTo[| aeT OueHb
TOUHbIe TeHU Ha JI0O0M pacCTOsIHUM, HO paboTaeT f0CTaToYHO MeAsieHHO. Kyza
OoJsiee TiePCIIEKTUBHOM BBITJISIUT HOBasi TeXHUKa, nosiBuBiiIasicsi B Xtreme3D 3.0
- TeHeBble KapThl (shadow mapping). C uX MOMOIIBI0 MOXXKHO O4YeHb OBLICTPO
DeH/IepUTb MATKWe TeHW - HO, TpaBlia, Ha OTrpaHUUYEHHOM paCCTOSTHUM OT



KaMephl.
PaccmoTpuM cHauasia TeHeBYHO MJI0CKOCTh. Co3/1aTh ee oueHb NpOCTO:
shadowTarget = DummycubeCreate(global.scene);

shadowPlane = ShadowplaneCreate(20, 20, 10, 10, shadowTarget, light, c_black,
0.5, global.scene);

Terepb ocTaeTcst TOJMLKO J006aBUTH Teé 0OBEKTHI, KOTOPhIE I0/KHBI OTOpachIBaTh
TeHb, B TIOTOMKHU K shadowTarget.

Pabotath ¢ shadow volume HeHaMHOTO CJ/IO)KHEee:

sv = ShadowvolumeCreate(global.scene);
ShadowvolumeAddLight(sv, light);

MobaBbTe Te 00BEKTHI, HA KOTOPBIE O/DKHA TaZlaTh TeHb, B TIOTOMKHU K sv. Te
00BEKThI, KOTOPBIE IO/DKHBI OTOPACHIBAaTh TeHb, JOOAB/IAIOTCS TaK:

ShadowvolumeAddOccluder(sv, obj);



Ypok 14
Co3paHue Heda

YpoBeHnb: cpenHui
Bepcusa Xtreme3D: 3.0.x
ABTop ypoka: Gecko

Bo MHOrumx wWrpax BaXHOW COCTaBJ/SIFOLIEN rpapuKu U TeuMIuiess SIB/SIETCS
TJlaBHas CMeHa JHA U Houu (Harpumep, B RPG u urpax B ctune GTA). B
Xtreme3D Takyr (yHKIMOHA/JBHOCTL oOecrieunBaeT oObekT Skydome, uto B
JIOC/IOBHOM TiepeBojie O3HauaeT '"HeGecHbIM Kyron"', "HebocBoz'. 3To
chepuyeckasi popma, OKpy>Karolliasi CLieHy ¥ MeHsiollas LIBeT B 3aBUCUMOCTH OT
BpeMeHU CyTOK. Ha Kyrosie B OyKBa/JibHOM CMbIC/e "TIOZBellleHbI" COJHIe U
3Be3/1bl. CoJTHIIe TI/IaBHO XOJUT M0 HeOy: KOTZla OHO OMYCKAeTCsl K TOPU30HTY, MBI
Hab/ro/1aeM 3akar. A moToM He6O TeMHeeT M HaCTyIaeT HOUb. 3Be3/Ibl MepIiatoT,
Kak Hacrosiiue. EJWHCTBeHHBIM MUHYC - HeT 00sakoB. VX TipujieTcsi iesiaTh
CaMOCTOSITeJTbHO. JTO, BEPOSITHO, OBbLIO ZIOMYILEHO [Jisi TOTO, YTOOBI He JIUIIATh
pa3paboTurka BO3MOXXHOCTH C[iejiaTh, HalpuMep, aBUACUMY/STOP: UYTOOBI
MOYKHO OBLJIO KaK OMYCTUTHCS [0 CAMOM 3eMJ/IM, TaK U MOAHATHCSA K oOyakaM U
BU/IETh UX C OJIU3KOTO PaCCTOSTHUSI.

LiBeT Heba B skydome cocrtapsieH u3 Tpex komroHeHTOB: Deep, Haze, Night u
Sky.

Deep - 11BeT Tak Ha3bIBAeMOT0 HaZipa - TOUKU, MPOTHUBOTIOIOXKHON 3€HUTY; OHA
pacriosio)keHa y Hac mof, Horamu. OObIUHO B peanbHOW »KW3HW HaJup YBUJEThH
HEBO3MOXKHO, 3eM/si MelaeT :) Ho 1BeT 3Toif TOUYKM BaXkKeH, TaK KakK OH
oripefiesisieT, C KakKMM OTTEHKOM CMellMBaeTcsl LiBeT Heba Mo Mepe yxoJa 3a
JIMHUIO TOPU30HTA.

Haze - 1ieT iuHUM ropu3oHTa. OOBIYHO COOTBETCTBYET 1[BETY TyMaHa.

Sky - 1Bet 3eHuTa. B 3TOT 1BeT okpailleH BeCh HeOeCHbIN KyMos /10 JTUHUU
rOpU30HTA.

Night - uBer Houn. Korza cosHIle yXOAUT 3a TOPU30HT, 3THM LIBETOM
TIOCTeTIeHHO 3aro/HSAIOTCSl BCe KOMIIOHEHThI Heba, kpome Deep. Uailje Bcero 3to
YepHbBIN UM TeMHO-CUHUH, XOTSI MOTYT OBbITh U AIpyTHe BapUaHTAhI.



Hipke rpuBe/ieH Ko, KOTOPBIM co3/1aeT Hebo:

sky = SkydomeCreate(24, 48, global.back);
SkvdomeSetOptions(sky, true, true);

ObjectRotate(sky, 90, 0, 0);

SkvdomeSetNightColor(sky, make_color_rgb(0, 0, 180));
angle = 0;

SkvdomeSetSunElevation(sky, angle);
SkvdomeAddRandomStars(sky, 50, c_white);

YToObI COMHIIe ABUTANOCh M0 HeOy, Hy)KHO KaXK/IbIi I1ar BpeMeHU MEeHSITh yToJl,
Ha KOTOPOM OHO HaxOJUTCS I10 OTHOLIEHUIO K FOpU30HTY. Yron B 90 rpasycos
COOTBETCTBYeT 3eHUTy, -90 - Haaupy.

SkvdomeSetSunElevation(sky, angle);
angle = angle + 1.0 * dt;

MO)KHO TakKe CO3/aTh peauCTUYHOe 3Be3qHOe HeOO C TMPUBBIUHBIMU HaM
CO3Be3UsIMHU, XOTd ITO He TakK IPOCTO, KaK MOXKeT MokKas3aTbcs. g 3Toro Bam
HY)XHO TIOHMMAaThb acCTPOHOMHYecKue KoopauHaTtel. B Xtreme3D mnosioxeHuve
3Be3/lbl Ha HeOe 3aZjaeTcsi BO BTOPOM SKBaTOpHalbHOW CHUCTeMe KOOD/WHAT,
KOTOpasi BK/IIOUaeT /iIBe BeJIMUMHBI - MpsiMoe BOcxoxkaeHue (right ascension) u
ckioHeHHe (declination). ITpu 3TOoM 06e BeJTMUMHBI 3a/Ial0TCS B IPajlycax, XOTs B
aCTPOHOMUU MPSIMO€e BOCXOXKZeHre TPAJAULMOHHO U3MepseTCs B yacaxX, MUHyTax
1 cekyHzax (1 yrmoBoi yac paBeH 360 / 24 = 15 rpagycam). UToObl yIpOCTUTh
repeBoJ, 3TUX eAuHUL, B rpagycel, B Xtreme3D SDK ecTb CKpUIT
RightAscension(hours, minutes, seconds). Takxe WMeeTCd  CKPHIIT
Declination(degrees, minutes, seconds), Mpy TMOMOL[A KOTOPOIO MOXXHO
TO/IyUYUTh e[JMHOe BelleCTBeHHOe 3HaueHWe U3 IpajyCoB, YIVIOBBIX MUHYT M
YIJIOBBIX CEKYHJ.

Bot npumep co3ganus BceM r3BecTHOro Koaiia - cemu miaBHbIX 3Be3/ bosbimon
MepaBenuiibl (KOOPAUHATHI S B3si1 M3 Bukuneann):

SkydomeAddStar(sky, RightAscension(11, 3, 44), Declination(61, 45, 0), 1.79,
c_white); // Iybxe
SkydomeAddStar(sky, RightAscension(11, 1, 50), Declination(56, 22, 57), 2.37,




c_white); // Mepak

SkydomeAddStar(sky, RightAscension(11, 53, 50), Declination(53, 41, 41),
2.44, c_white); // ®ekna

SkydomeAddStar(sky, RightAscension(12, 15, 25), Declination(57, 01, 57),
3.31, c_white); // Merperi

SkydomeAddStar(sky, RightAscension(12, 54, 0), Declination(55, 57, 35), 1.77,
c_white); // Anvot

SkydomeAddStar(sky, RightAscension(13, 23, 55), Declination(54, 55, 31),
2.27, c_white); // Muriiap

SkydomeAddStar(sky, RightAscension(13, 47, 32), Declination(49, 18, 48),
1.86, c_white); / Anbkaun

YnobHee OyneT, KOHEUHO, CO3/]aTh UTO-TO BPO/ie 3BE3/JHOTO Karasora B (aiisie u
YUTAaTh €ro TMpU 3arpy3kKe, Co3/iaBast 3Be3/ibl MPOLieyPHO.



Ypok 15
Co3ganue nanamadra

YpoBeHnb: cpenHui
Bepcusa Xtreme3D: 3.0.x
ABTop ypoka: Gecko

Jlanawadt (Terrain) siB/sieTCss Ba)KHOM COCTaB/ISIIOLLEN WP MHOTMX >KaHPOB,
MOZIe/IMPYIOLUX CUTyalluM peajibHOr0 MHUpa - 3TO IOHKH, CTpaTeruv, MHOrue
IIyTepbl U pa3/IMuHble WUIPbl C OTKPBITHIM MHUpPOM. OObIYHO maHgIIaPT He
MOZle/IMpyeTCsl BPYUHYIO, a TeHepUpyeTCs U3 TakK Ha3blBaeMOU KapThl BBICOT -
n300paXkeHus1, TJie TeMHbIe YUaCTKWA 03HAuaroT MOHWKeHUe BLICOThI, a CBeT/IbIe -
noBbIllieHHe. ['eHeprpoBaHWe JlaHAIIaTa MOXET TMPOUCXOAUTh Kak B
niporpamMmMme 3D-MofenupoBaHUs, TaKk U B CaMOM Wrpe - B MOC/IeJHEM CJlyyae
€CTb BO3MOXXHOCTh ONTUMM3HPOBAaThb PEHJIePUHT JaHAmadTa, AUHaAMUYeCKd
V3MeHsI1 ero JeTaJM3alyi0 B 3aBUCUMOCTHM OT VJaJIeHHOCTH OT Kamepsbl
(amHamuueckurt LOD). B Xtreme3D Takke uMeeTCsd TOAJEp/KKa TaKOU
TeXHOJIOTUH.

YrtoObl OTpHCOBaTh NaHAIa(T, CHauasa HeoOXOAUMO 3arpy3uTh KapTy BBICOT, B
tepmuHosiorun Xtreme3D - HDS (Height Data Source, MCTOUHUK [aHHBIX O
BBICOTE):

hds = BmpHDSCreate('heightmap.bmp');
BmpHDSSetInfiniteWarp(hds, 0);

dyukimert BmpHDSSetInfiniteWarp Mo)KHO c/lefiaTb KapTy BBICOT 6eCKOHEUHO
3al[MK/IEHHOW BO BCe UeThIipe CTOPOHBI - OUeHb Y/I00HO, ec/iv Bbl XOTUTE CZie/iaTh
Ge3rpaHUYHbBINA MUP.

Teneps co3maem yaHamadT - o6wvekT Terrain:

terrain = TerrainCreate(global.scene);
TerrainSetHeightData(terrain, hds);
TerrainSetTileSize(terrain, 32);
TerrainSetTilesPerTexture(terrain, 8);




TerrainSetQualityDistance(terrain, 100);
TerrainSetQualityStyle(terrain, hrsFullGeometry);

TerrainSetMaxCl.odTriangles(terrain, 10000);
TerrainSetCL.odPrecision(terrain, 50);

TerrainSetOcclusionFrameSkip(terrain, 0);
TerrainSetOcclusionTesselate(terrain, totTesselateIfVisible);

Ecmu 3anycTuth WUrpy Ha J@HHOM JTare, TO jaHAmadT, ckopee Bcero, Oyaert
CJIMIIIKOM BBICOKHMM U TOBEePHYTHIM Ha 90 rpaziycoB. DTO HETPYAHO UCIPABUTh,
YCTaHOBUB >KeJlaeMblii MacIliTad 1Mo ocu Z U MoBepHYB 00beKT 110 ocu X:

ObjectSetScale(terrain, 1, 1, 0.1);
ObjectRotate(terrain, 90, 0, 0);

OTpenbHOTO CJIOBa 3aCy)XKMBaeT HajOKeHWe TeKCTypbl Ha JjaHAmadr. OTo
MOYKHO CjleflaTh pa3HbIMU criocobamu, si )Ke TIpefjiarard C/IeAyrLui: repBas
TeKCTypa Marepuasna (quddysHast) Oymer HaTssHyTa Ha Bech JaHAmAadT, a BTopas
(TekcTypa JeTanu3aiiuu) OyJeT MHOTOKPAaTHO TIOBTOPATHCS C HeOOXOAWMBIM
MaciTaboMm, HakK/aZibIBasiCh Ha TIepByI0 B pexkuMe modulate (To ecThb, U3MeHsIs
APKOCTh TpeApiayiei). TakuMm o00pa3oM, BO3HUKHET W/UIIO3USI TOTO, UTO
na”mmadT UCTO/b3yeT OTPOMHYIO /leTaTu3UPOBAaHHYIO TEKCTYPY.

MaterialCreate('mTerrain', 'terrain-diffuse.jpg");
MaterialSetOptions('mTerrain', false, true);
MaterialCreate('detmap’, 'terrain-detail.jpg');
MaterialSetTextureScale('detmap’, 100, 100);
MaterialSetSecondTexture('mTerrain', 'detmap");
ObjectSetMaterial(terrain, 'mTerrain');

ObpatuTe BHMMaHWe, UTO MbI OTK/IIOUaeM OCBellleHHWe i MaTepuasa
na”awadTa - Aeno B ToM, uTo AuHamuueckud LOD He mo3BossieT 3aiaBaTthb
HOpMaJIy [i/isl BepIIvH (TTOCKOIBKY HabopbI BEPIUH MOCTOSHHO MEHSIFOTCS), UTO
HeoOXOAMMO [  KOPPEKTHOTO OCBelljeHWs] TIO/MroHoB. Ilo3toMmy  fjis
naHgmadra cjaefyeT KCIO/Ab30BaThb CTaTMYeCcKoe OCBellleHWe -  KapTy
OCBeIleHHOCTH, 00beJUHeHHYO ¢ AU Py3HOUM TeKCTYPOH.

Ocranace elle ofHa 3ajaya: IepeMelljeHUe MepCcoOHaka MO JaHAmadry. JTo
HETPYZIHO CZieJiaThb TIpU TIOMOLIM CrelaibHO MNpeAyCMOTPeHHOW (PYHKLIUU -
TerrainGetHeightAtObjectPosition, koTopast BO3BpalllaeT BbICOTY 3eMJ/IM B TOUKE,




COBIIA/IAIOITIeN C aOCOMIOTHOM Mo3ulleli 00beKTa:

ObjectSetPositionY (camPos, TerrainGetHeight AtObjectPosition(terrain,
camPos) + 1);




Ypok 16
Co3nanue BOJbI

YpoBeHnb: cpenHui
Bepcusa Xtreme3D: 3.0.x
ABTop ypoka: Gecko

PeanmucTvuHasg aHUMUPOBaHHAasi BOJA SIBJISIETCSI CBOEr0 pofa BU3UTHOMU
kapToukoii Xtreme3D. OTo W B caMoM [lejle KpacuBbili crel9hdexT,
TIO3BOJISIIOIIMM  IOOMTBHCST  BBICOKOW CTerneHW peanm3Mma creHbl.  OpHako
WCI0JIb30BaTh BO/Y HaZl0 OCTOPOKHO, TaK KaK BbIUMC/IEHUS, CBSI3aHHbIE C HEM,
[IOBOJIBHO peCypCOeMKH.

Boga B Xtreme3D mpezcraBasieT cob0il MIOCKYI TOBEPXHOCTh, pa3buTyio Ha
oripeJieJieHHOe  KOJIMYeCTBO  KBAaJIpaTOB, HAa  KOTOPbIX  BO3HHUKAKOT
KOHI[eHTpHUUYeCKHe BOJIHOBble BO3MYIleHUs1 - TonyvaeTcs 3hdekt "moxas'.
Taxke Mo/ Iep>KABAIOTCST TMHEUHBbIE BOJTHBI, KAK B OKeaHe - OHM Tapasijie/ibHbl,
BBIUMCJIAKOTCS TI0 CMHYCOM/le U PaBHOMEPHO JBWKYTCS MO BCEW MOBEPXHOCTHU
Bozbl. Cama 110 cebe Bofia - BCETO JIMIIL MeOMeTpPHs M1 HUKAaKUMU CBOMCTBAMHM
YKUJIKOCTH, KpOMe BOJIH, He oOsazaeT. IToatoMy Bce ocranbHbie 3(QeKTHl,
yCUIMBAIOIIMe BIleUaT/ieHde OT BO/bI (OTpaykeHUe, OpbI3rd, (PU3HKY T/IaBaroIuX
00BEKTOB U T.[].) BaM MPUETCS TTHMCaTh CAMOCTOSITE/THHO.

Kop, co3panuist BOJIbI BBITTISIIUT C/IeAYIOLUM 00pa3oMm:

water = WaterCreate(global.scene);
WaterSetResolution(water, 128);
WaterSetRainTimelnterval(water, 1000);
WaterSetRainForce(water, 1000);
WaterSetViscosity(water, 0.95);
WaterSetElastic(water, 10);
ObjectSetPosition(water, 0, 2.5, 0);
ObjectSetScale(water, 1000, 1000, 1000);

OObekT Water iMeeT HeCKOJ/IbKO BasKHbIX CBOMCTB:



Resolution (pa3speliieHue)

Yuc/io Mo/IMroHoB 10 CTOPOHEe CeTKU. ['eomMeTpusi BO/bl CTPOUTCSI U3 KBAJpaToB
B CeTKe, TMO3TOMYy OOlljee UMC/IO TIOJIMTOHOB paBHO R2, rme R - 3HaueHue
Resolution. fIcHo, uTO, ueM BbIllle 3TO 3HaUeHHe, TeM Bbillle KaueCTBO BOJbI, U,
COOTBETCTBEHHO, HIKe CKOPOCTh ee pPaboThl. 3HaueHHe 10 yMOT4aHuio: 64.

Rain time interval (BpemeHHOM MHTepBas JOX)

OddexT "moxas", Korga MOBepXHOCTb aHUMHPYETCs, CO3/aBas B CIy4yalHbIX
MeCTax CeTKHd BOJIHOBbIe BO3MyllleHUs. [laHHasi onuus 3ajaeT J/IMHY Iay3bl B
MUWJIMCEKYHIaX MeKy ABYMs BO3MYLLeHUSAMU. JHaUeHue 1o ymoadyaHuro: 500.
MakcumanbHoe 3HaueHue: 1000000. MunuManbHoe 3HaueHue: 0 (HeT JoxK[s).

Rain Force (cuna goxas)

HTeHCUBHOCTb BO3MYILIEHUI; YeM MeHbllle 3TO 3HaueHue, TeM ObICTpee BOJTHBI
"3aryxator". 3HaueHue 1o ymosuanutro: 5000. MakcumasnibHOe 3HaueHue:
1000000. MuHaumasnbHOe 3HaueHue: 0.

Viscosity (BA3KOCTb)

AMIUIMTY/la BO3MYIlleHUM; GhaKTUUuecKd, MaKCHMMasibHasi BBICOTA BOJIH: ueM
MeHbIIIe 3TO 3HaueHue, TeM rejieobpasHee >KUJKOCTh. 3HaUEHHE 110 YMOTYaHUIO:
0.99. MakcumanbsHoe 3HaueHue: 1. MuHuManbHoe 3HaueHue: 0.

Elastic (5/1aCTUYHOCTBD)

CKOpOCTh pacrpoCTpaHeHUsI BO3MYIleHUWW. B pealbHOM MuUpe 3TO CBOUCTBO
3aBUCUT OT IUIOTHOCTM BelleCTBa (Hampumep, y PTYTH IUIOTHOCTb TrOpasnio
BbIIlIe, YeM Y BO/Ibl, TIO3TOMY BOJIHBI PAaCIPOCTPAHSIOTCs ObICTpee). 3HaUeHuUe T10
ymosuanuto: 10.

Elljle oAWH MOMEHT: [jis CO3/aHusl BOAbI TpebyeTCs Macka, OIpeesstolras
dbopMy moBepxXHOCTU. Macka B JaHHOM Cjydae - MaTepuas C MOHOXPOMHbIM
n300pakeHreM, TI7le YepHble TOUKM O3HAa4yalOT OTCYTCTBHe BOAbI, Oenbie -
Hamuue. TakuM 0O6pa3om, Mbl MOYKEM CO37iaTh, HalIpUMep, KPYIVIbIM OacceiiH.

MaterialCreate('mMask’, 'watermask.bmp');
WaterSetMask(water, 'mMask’);



Ypok 17
CucTeMbI UaCTHIY

YpoBeHnb: cpenHui
Bepcusa Xtreme3D: 3.0.x
ABTop ypoka: Gecko

Yactuipl (particles) - 3To0 MasieHbKue, TpOCThlie 10 (opMe [ABWXKYILIUeCs
00BEKTbI, MHOXECTBOM KOTOPBIX MO/IeJTUPYIOTCS  Pa3/MuHble  CJIOXKHbBIE
JUHAMUUYeCcKre CyOCTaHI[MH, HalpuMep, OrOHb, AbIM, (GeliepBepk U T.J. B
KauecTBe YaCTHI] B WIPOBBLIX [IBIKKAX OOBIYHO MCIIOJBL3YIOTCA OMIOOpAb! -
HarpaB/IeHHbIE B CTOPOHY KaMepbl TIPSIMOYTO/IbHUKHU C TeKCTypou. B Xtreme3D
ecTb ABe pasHble cuctembl yactul] - FireFX u ThorFX. FireFX - cucrema
YyacTHUL, MOJe/IMPYIOoLasi OrOHb (XOTS C ee TOMOILLBI0 MOXXHO BOCCO3/jaBaTb U
pasvuHble apyrue 3¢dektbl). ThorFX npegHa3HaueHa [Ajisi MOJe/MPOBaHUS
MOJIHUM U Pa3HOTr0 POZia 3/1eKTpPUUeCKUX pa3psizioB.

B urpax 006bIYHO UCTIOMB3YeTCs MHOTO OJJHOTUITHBIX CUCTeM YacTul]. K mpumepy,
B T0/[3eMeJibe Ha CTeHax MOTYT BUCeTh (hakesbl, U Ha KaxAo0M OyzeT ropeTb
OTOHb, C/leJlaHHbIN TpPY TIOMOINY YacTull. B JaHHOM ciyuae Tipoirie OyzeT He
CO3/laBaTh OT[e/IbHYIO0 CUCTeMY [Js1 KaxAoro ¢akesa, a MPOCTO HAapUCOBAThb
OHY U Ty K€ CHCTeMy HeCKOJIbKO pa3 B pasHbIX Mo3uuuax. CrielanbHO /1
TakOM cuTyaluu npenycMorpeH meHemkep FireFX. MeHemkep - 3TO UTO-TO
BpoZe '"cepBepa', Ha KOTOPOM BBITOJIHAIOTCS BCe BBIUUC/IEHUS, CBfI3aHHbIe C
3pdekrom. A otgenbHble cucteMbl FireFX - 3TO "K/IMeHTHI", WCIO/Mb3YIOLIKE
HaCTPOMKU yKa3aHHOrO /11 HUX MeHe/kepa. Bel TIpocTo co3ziaete MeHemxep,
HacTpavBaeTe ero Kak BaM YroJ[HO, a 3areM /o0aBiisieTe Jit000e KOIMUeCTBO
cucTeM B J/HOObIX HY)KHBIX BaM MeCTax ClieHbl. V3MeHeHUsi, BHeCeHHble B
HaCTPOMKU MeHe[)Kepa, aBTOMaTMYeCKU KOCHYTCA BCeX TOJUYMHEHHBIX eMy
CUCTEM.

Cnauasna co3gaeM MeHepkep FireFX:

firefx = FireFXManagerCreate();
FireFXSetParticleSize(firefx, 0.3);




FireFXSetRadius(firefx, 0.1);
FireFXSetBurst(firefx, 2.0);
FireFXSetDensity(firefx, 1);
FireFXSetLife(firefx, 1);

FireFXSetColor(firefx, c_yellow, 1.0, c_red, 0.0);

Teneps f06aBasiemM 3¢pekT orHs MmoObIM 00bEKTaM B JTFOOOM KOTMUeCTBe:

fireobj1 = DummycubeCreate(global.scenel);
ObjectSetPosition(fireobj1, -2, 0, 0);
FireFXCreate(firefx, fireobj1);

fireobj2 = DummycubeCreate(global.scenel);
ObjectSetPosition(fireobj2, 2, 0, 0);
FireFXCreate(firefx, fireobj2);



Ypok 18
ITenpaepsnl

YpoBeHb: OIbITHBIU
Bepcusa Xtreme3D: 3.0.x
ABtop ypoka: Gecko

OpHoli U3 caMbIX MHTEpeCHBIX 0cobeHHOcTell Xtreme3D sB/sieTCsS TOAAEepKKa
medepoB. [ToHsiTue "mieigep” 34ech UMeeT Oojiee ITMPOKOe 3HAUEHHE, YeM B
Ipyrux ABWKKax. OOBIUHO 3THM TEPMMHOM 0003HAualOT IIPOrpPaMMbl IS
rpaguueckoro IMpoleccopa, KOTOpble BBITIOMHSIOTCS [Jisi Ka)KI0W BepIWHbI
Mozenu, b0 /s KaXKAOro THMKCenass MO/ie/d Ha 3KpaHe. Takue Imeiziepbl B
Xtreme3D To)ke ecTb (CM. C/IeAYIOIMIMKA YPOK), HO B 0OII[eM CMBIC/Ie IIeiiepoM
Ha3biBaeTcsa crerP(dekT, MOAUPUIMPYIONUNA WX 3aMeHsIoIUi  coOoi
Marepuasn, K KOTOPOMY OH TipuKperieH. Hekoropbie Takue crielidpdheKTsbl
paboTaroT ¥ Ha CTapbIX BHIEOKAapTaX, KOTOPbie He TO//eP>KUBAIOT IIIeiIepHbIe
MPOrpamMMbl, a HEKOTOPbIe OCHOBaHbI HA BCTPOEHHBIX B JIBMYKOK MPOrpaMMax.

[Tpu momoIu 1iekiZiepoB MOXKHO HaJIOXKUTh Ha OObEKT HEeCKOJIbKO MaTepuasioB,
OTPUCOBaTh KOHTYpPbI 00BeKTa, cZiesiaTh 00BeKT pesibeHbIM WM TIPUaTh eMy
"s¢dekT komukca". PaccMoTpeTh BCe BO3MOXKHOCTH BCTPOEHHBIX IlIei/1epoB
Xtreme3D B pamMKax OJHOr0O ypoKa HEBO3MOXXKHO, ITO3TOMY Mbl OCTaHOBUMCS Ha
oJlHOM - 11eliiepe pesnbeda (Bump Shader).

OddexT penbedHOCTH CUIBHO TMOBLIIIAET Peaan3M MOZe/iel - OH HUCIO0Jb3yeTCs
B urpax yxxe 6osiee 10 seT 1 3a 3Tu ro/ipl cTan Ae-GakTo craHgapToM. OObIYHO
penbeHOCTh JOCTUraeTCs ITyTeM WCIO/b30BaHUsI MeToja normal mapping
(mpoenupoBanve HopMaseii). Ha stom Metose ocHoBaH v Bump Shader B
Xtreme3D. Cytb normal mapping B TOM, UTO HOpMa/b 3a/laeTCsi /i KaXKAou
TOUKH TIOBEPXHOCTH (B OT/IMUME OT OOBIUHOTO BEpIIMHHOTO OCBEIeHUs, THe
HOpMaJ/I 3a/Jjat0TCs ISl KaXK/I0W BepIIVHbI, a 3aTeM TMPOCTO WUHTEPHOIUPYIOTCS
M0 TIOBEPXHOCTH MOJIMTOHA). JTO J[eJaeTcs MPU TMOMOIIA KapThl HOpMaseu
(normal map) - creLManbHOM TEKCTypbl, B KOTOpPOM I1iBeTa MUKceseln
cornocTtasyeHbl ¢ Bektopamu HopMasier (RGB = XYZ). Kapty Hopmaseit MOXKHO
CreHeprMpoBaTh W3 KapThl BBICOT WA K3 BBICOKOMOJUTOHAJBHOU TeOMeTpUU



MyTeM TPAaCCUPOBKU Jiyueld - Takasi (YHKLUS eCTb IpaKTUUYeCKH BO BCeX
ripode CCHOHA/IbHBIX TTakeTax 3D-Moze/MpoBaHus.

UroObl KapTa HOpMasel Oblla WHBapUaHTHAa OTHOCHTE/NBLHO BpallleHus M|
nepeHoca Mofenu (TO eCTb, OCTaBajdaChb HEW3MEHHOW TIpU  3TUX
TpaHcopmalusx), ee 3a7al0T B 0CoO0OM TIPOCTpPAHCTBe, Ha3bIBAEMOM
MPOCTPAHCTBOM  KacaTe/lbHbIX (tangent space). B 3Tom mnpocTpaHcTBe
KOOp/IMHATHasi 0Cb Z COOTBETCTBYET MepIieHUKY/ISIPY K MOBEPXHOCTH, a OCU X
M Y, COOTBETCTBEHHO, B3aMMHO Te€pPHeHAUKY/ISPHbIM KacaTelbHbIM K
noBepxHOCTU. OcBellleHMe TakKKe  PACCUMTHIBAETCSI B TPOCTPAHCTBE
Kacare/bHbBIX - HarlpaB/eHue cBeTa TpaHC(OPMUPYeTCs B 3TO TIPOCTPAHCTBO TIpU
TIOMOIIIY CTIelMabHOM MaTpHI[bl, KOTOPYIO Ha3biBatoT TBN 1o mepBbiM GykBam
ee KOMIIOHeHTOB - Tangent, Binormal, Normal (TaHreHT, 6uHOpMasb, HOpMaJb).
Hopmasnb 371ech - oObluHasi HOpMasib BepIIWHBI, a TaHTeHT U OWHOpManb -
BEKTOPBI, MeprieHAUKY/IsipHble HOpPMa/iu U TMepreHAuKy/spHble APYT Apyry. OTU
BeKTOpbl BbluMciisieT Xtreme3D. B HacTosiiljee Bpemsi OHM MOAJepP>KUBAIOTCS
TOJBKO /7151 00beKToB THra Freeform.

HecMoTpsi Ha /I0BOJILHO C/IOKHYIO [l HAuMHAIOIIUX TeopeThueckyro 0a3y,
ucrosib3oBath 3¢dekt penveda B Xtreme3D oueHb JiIeTKO - BCe CAOXKHOCTH
peanu3al[iy CKphITHI Mo, yo0HbIM API.

CHauasa co3iaIuM MaTepuasibl C HeoOXOAMMBIMU TEKCTypaMHU:
MaterialCreate('mBumpDiffuse’, 'diffuse.png’);
MaterialCreate('mBumpNormal’, 'normal.png');

Tenepb co3maauM lLieliziep pesibeda U nepefaiiM eMy TeKCTYPhI:

bump = BumpShaderCreate();
BumpShaderSetDiffuseTexture(bump, 'mBumpDiffuse’);
BumpShaderSetNormalTexture(bump, 'mBumpNormal');
BumpShaderSetMaxlI.ights(bump, 3);

®yukiusi BumpShaderSetMaxLights 3ajaeT KoivuecTBO MCTOYHUKOB CBETa,
KOTOpble  JO/DKEH YyuuThiBaTh Ieigep. Hamomuum, uro Xtreme3D
noJi/iep>KMBaeT [0 8 HCTOYHUKOB CBeTa - TO K€ OTHOCUTCA U K Ieizepy
penbeda.



Tenepb MOKHO CO3,aTh MaTepyas U MPUKPENUTh K HEMY Halll 1Ieizep:

MaterialCreate('mBump’, ");
MaterialSetAmbientColor('mBump’, c_black, 1);
MaterialSetDiffuseColor('mBump’, c_white, 1);
MaterialSetSpecularColor('mBump’, c_ltgray, 1);
MaterialSetShininess('mBump’, 32);
MaterialSetShader('mBump’, bump);




Ypok 19
OcHoBbl GLSL

YpoBeHb: OIbITHBIU
Bepcusa Xtreme3D: 3.0.x
ABtop ypoka: Gecko

GLSL (OpenGL Shading Language) - 3TO BbICOKOYPOBHEBBIU SI3bIK OIMMCAHUS
meiiziepoB. C ero moMoIbl0 Bbl MO)KeTe 3anporpamMmMHpOBaTh TrpaduuecKuii
KOHBelep - UHBIMH C/IOBaMM, YIIPAB/ISTh PEHIEPUHIOM 00ObEKTOB Ha BEPIIMHHOM
1 TIMKCe/IbHOM ypoBHe. 3a 06pab0TKy BepIlIMH OTBeUaeT BepIIMHHAS TTPorpaMma
GLSL, 3a 06paboTKy nuKcesei - hh)parMeHTHasl.

Pabora ¢ GLSL mogpa3ymMeBaeT 3HaHWe TMPUHLUAIIOB pacTepy3aluv U
rpaduueckoro koHBeiiepa OpenGL, a Takke JyMHeliHOUM anre6pbl. [T0CKOMBKY
cam Xtreme3D He TpeOyeT 3TUX 3HaHUM, HCToNb3oBaHWe GLSL MoxkeT OBITH
BeCcbMa TPYAHOM 3ajilaued [yl HAyMHAKOL[ero, TMO03TOMY peKOMeHIyem
Tpe/IBapUTE/IbHO TOYMTaTh KHUTW WA PYKOBOZCTBA IO JJaHHOW Teme. OueHb
10Jie3HbIM Oy/1eT 3HaKOMCTBO C TpUHI[UNaMu paboTel B OpenGL, a Takke XOTs
Ob1 6a3oBoe 3HaHUe C/C++.



Tunsl faHabIX GLSL

GLSL saBnsieTcs CTpOIro TUITM3WUPOBAHHLIM A3bLIKOM - mo0as rnepeMeHHass B HEM
nMeetr OHpE,Z[EJ'IEHHLIﬁ TUII. SI3BIK rnogaepKuBdeT Cjieayromne OCHOBHBIE THUIIbI:

bool - noruueckoe 3HaueHue

int - 11e/10€ UKC/I0 CO 3HAKOM

uint - 6e33HaKOBOE 1]e/I0e YKCII0

float - urc/i0 ¢ MyaBarolel 3aMnsaTol OAMHAPHOW TOUHOCTU

double - urcso ¢ nyaBarolieid 3aNsTON IBOMHONM TOUHOCTU

bvec2, bvec3, bvec4 - BekTop jioruueckux 3HaueHul (pasmepHOCTH 2, 3 U 4)
ivec2, ivec3, ivec4 - BEKTOp LieJIbIX UUCel

uvec2, uvec3, uvec4 - BeKTop 6e33HaKOBBIX 1[e/IbIX UHCeJT

vec2, vec3, vec4 - BeKTOP 4Mce/I C TiJlaBarollen 3arsTou

dvecn2, dvecn3, dvecn4 - BeKTOp umce/ C T[/IaBalolljel 3amsiTol JABOMHOM
TOYHOCTH

mat2, mat3, mat4 - matpuua 2x2, 3x3, 4x4

sampler2D - Tekctypa

sampler2DCube - Kybuueckasi TeKCTypa

sampler2DShadow - TeHeBasi TeKCTypa

void - K/roueBoe C/I0BO, 0OO3Hauaroljee OTCyTCTBUe THMa (A1 GyHKUuN Oe3
BO3Bpall[aeMOro pe3y/ibTara).



BepuiMHHBIY LHIeUjep

BepiliviHHasi TiporpaMMa TpUHUMAaeT KOODAWHAThl BEpIIMH W WX aTpulyThbl
(Takve KaK HOpMaJld U TaHTeHThI) U, KaK MpaBU/I0, TIePeBOIUT UX U3 0O0bEKTHOTO
TIPOCTPAHCTBA B TIPOCTPAHCTBO OTCEUeHWs, B MHMDOBOe WIM B BUOBOE
MIPOCTPAHCTBO.

- O0beKkTHOe MpOCTPaHCTBO (Object space) - 3TO JiOKajbHOE TPOCTPAHCTBO
oObekTa. LIeHTPOM KOOD/IMHATHOUM CHUCTeMbl B HEM SIBJISIETCSI LIeHTP OObeKTa -
BepLLUMHbI MO/Ie/TU 3a/laHbl OTHOCUTE/IbHO 3TOrO LIeHTpa.

- MupoBoe nipoctpancTBo (world space) - ipyroe Ha3BaHue /ijisi aDCO/IFOTHOTO
ripocTpaHcTBa. LleHTpoM KOOpAWHATHOM CUCTeMBbI B HeM siByisgeTcsl Touka (0, O,
0). CoBokynHass TpaHcopmaiys oObekTa (TlepeHOC, TIOBOPOT U
MaciiTabupoBaHWe) TIePeBOAUT BepIIMHbI U3 JIOKAaJTbHOTO B MHUPOBOE
TIPOCTPAHCTBO. JTa TpaHchopMalusi 00bIUHO XPaHUTCS U TiepeJjaeTcs B 1eizep
B BUJIe MaTpulibl 4x4 - TaK Ha3bIBaeMOl MO/ie/ibHOM MaTpuiibl (model matrix).

- BupoBoe npocTpaHcTBO (eye space) - MPOCTPAHCTBO, B KOTOPOM LIEHTPOM
KOODAMHATHOU CUCTeMbl $IB/IIETCS MO3ULMA Kamepbl. IlepeBosi BeplIMH U3
MUDOBOTO B BU/IOBO€ TPOCTPAHCTBO OCYIIECTBJISIETCS TIPU TIOMOIIM 0OpaTHOM
MaTpulilbl TIpeobpa3oBaHUs KaMephl - TaK Ha3bIBaeMOl BUIOBOUM MaTpHIlbl (View
matrix). B OpenGL, Kak rnpaBuio, MoZie/ibHasi MaTpulLia U BU/0Basi COBMeLL[eHbI B
OJHY - MOJle/TbHO-BU/I0BYIO (modelview matrix).

- IIpocTpaHncTBO oTceueHus (clip space) - MPOCTPaHCTBO, B KOTOPO€e BePILUHbI
TepeBO/ATCS MaTpULie TpoeKiuuy (projection matrix).

HeobxoauMo oTMeTuTh, uTo BepiliHbl B GLSL XpaHSTCS B Tak Ha3bIBaeMbIX
ofgHOpoAHbIX KoopauHatax (homogeneous coordinates) - TO ecTb, HMeEIOT
[IOTIOJIHUTEJIbHYI0 YeTBepTYr0 KoopAuHaty W. Takumu KoopJvHaTaMu MOXXHO
BbIpakaTb OECKOHEUHO yjja/leHHble TOUKW, Korja W paBHa Hysto. OObIuHBbIe
TOUYKU UMeroT W paBHYyHO 1.

BepilivHbI B MPOCTPAHCTBE OTCEUeHUs SIBJISIIOTCS IVIaBHBIM Pe3y/IbTaTOM PabOThI
BEpLIMHHOIO Mieilgepa. IIpocTedimmii BepLIMHHBIA 1IelJep, BbITOIHSIOLIANA
TONBKO TepeBOJ, BepIIMH U3 OObEKTHOTO TIPOCTPAaHCTBA B TPOCTPAHCTBO
OTCeYeHUs1, BEIIVIIAUT CAelyIOIIUM 06pa3oMm:

void main()



{
gl_Position = gl_ModelViewProjectionMatrix * gl_Vertex;

}

gl_Vertex - BXo/iHble KOOP/JMHAThI BePILINHbI

gl_Position - BBIXOZiHbIE KOODIMHATHI BePIIUHBI

gl_ModelViewProjectionMatrix - BcTpoeHHasi Marpuila 4x4, KOMOWHaIUs
MOZeTbHO-BU/I0BOU U MpoeKIMoHHOM Matpul] OpenGL.

HOns panHou onepauuu, Kcrtatd, B GLSL uMeeTcs BCTpoeHHasi (QyHKLUS
ftransform:

gl_Position = ftransform();

BepiliiHHOMY 1lIeiifiepy TakKe JOCTYMHbI JApyrue arpulyThl BepILWHBI -
HOpMajab, LBeT U TeKCTypHble koopauHatel: gl _Normal, gl_Color,
gl_MultiTexCoordN (rme N - Homep oT O g0 7). OObIUHO 3TH aTpPUOYTHI
VHTEPHO/UPYIOTCA MeXAy TpeMsi BepLIMHaMU TpeyrojiibHWKa, a 3aTeM
TOCTYMaoT BO (hparMeHTHbIN 1ielifiep. UToObI TiepesaTh Kakoe-1u00 3HaueHue
Ha WHTEPIO/SLNI0, WCIOIb3yKOTCS TMPOMEXYTOUHbIe varying-riepeMeHHbIe.
Haripumep, Tak BBIIVIAAWT LIeK/ep, Nepejarolvuil Ha UHTePHOJISILIMK0 HOPMaJIu:

varying vec3 normal;

void main()

{
normal = gl_NormalMatrix * gl_Normal,;
gl_Position = ftransform();

}

Ob6patuTe BHMMaHWe, UTO Mbl TI€PEBOAVMM HOpPMasb BepIIMHbI U3 O0OBEKTHOTO
MPOCTPAHCTBA B BU/I0BOE MPU MOMOLM CIIeLia/IbHOU BCTPOEHHOM MaTpuLbl 3X3
gl_NormalMatrix. 9To0 Heob6xoAUMO /51 TOrO, UYTOOBI ONTUMAILHBIM 0Opa3oM
pacCUUThIBaTh OCBeELjeHMe B MUKCEJbHOM Lleljiepe - 3TO JieaeTcsl UMEeHHO B
BUJIOBOM MPOCTpPaHCTBe: TOT (hakT, uro Kamepa Haxoautcs B Touke (0,0,0),
3HAuMTe/NIbHO 00sieryaeT BBLIYMC/IEHUS, CBSI3aHHble C OJMKOBON KOMITOHEHTOM
OCBeILleHHOCTH.

C mepefiaueit TeKCTYPHBIX KOOPZAMHAT 1iietiziep OyzieT BLIT/IA/IETh TaK:

varying vec3 normal;



void main()

{
normal = gl_NormalMatrix * gl_Normal,;
gl_TexCoord[0] = gl_MultiTexCoordO;
gl_Position = ftransform();

}

gl_TexCoord - 3T0 BCTpoeHHasi varying-riepeMeHHasi, MaCcCUB, Yepe3 KOTOPBIU
BbI MOJKeTe Tiepe/iaBaThb I00ble JaHHbIe, He TOJIBKO TeKCTYPHbIe KOODJWHATHI.



dparMeHTHbIN 1IeH/ep

@®parMeHTHasi  MporpaMma IIpUHMMAaeT  MHTEPIOJMPOBaHHbIE  varying-
repeMeHHbIe (a TakKe pas/iMuHble napameTpsbl coctosiHusg OpenGL) u BeBOgUT
B KaueCcTBe pe3yjabTara LBeT TMUKcenss. OHa BBITIONHAETCA [/l KaK[Oro
BUJMMOTO Ha 3KpaHe TmKcenss oObekTa. OOpaThTe BHMMaHWe, UTO TIPOBepKa
BUIUMOCTH (Z-test) [Jis1 TIMKCeJIE OCYLeCTBJISIeTCS BUJEO0KapTOW [0 TOro, Kak
OyzeT BbITIOJTHEHA (PparMeHTHasi TporpaMMa - eC/Iv MUKCe/ib 0TOpachiBaeTCs Kak
HeBU/IUMbIU, TO TIPOrpaMMa He BbITTO/THSAeTCS.

[Tpocreiimii QparMeHTHBIN 1Ielifiep, 3aKpalllMBalOIIUM OOBEKT CIJIOIIHBIM
L|BETOM, BBIIVISIZIUT TaK:

void main()
{

gl_FragColor = vec4(1.0, 0.0, 0.0, 1.0);
}

gl_FragColor - BbIXOAHOM LIBET MUKCEJISI.
B panHom ciyuae vec4(1.0, 0.0, 0.0, 1.0) ob6o3HauaeT KpacCHBIM IIBET C
npo3payHocThio 1.0 (1osiHast Hermpo3payHOCTh).



Ncnonb3oBaHue [IeH/1epoB B
Xtreme3D

CospgaBats welgepbl GLSL 1 noak/itouaTh X K MateprajiaM OueHb MpoCTo:

vp = TextRead('my_vertex_shader.glsl');
fp = TextRead('my_fragment_shader.glsl");
shader = GLSLShaderCreate(vp, fp);
MaterialSetShader('myMaterial’, shader);




OcBenienue Ha GLSL

Yrtobbl peanu3oBaTh IpoOCTeiilliee ocBelljeHWe Mo ¢opmyne Jlambepra, Ham
HY>XHbl KOODJMWHAThl TOYKM MOBEPXHOCTH, HOPMa/lb B 3TOM TOUKe, a TakKXXe
KOOpD/JJMHAThl UCTOUHUKA CcBeTa. TakuM 0O6pa3om, HaM MOHAI005TCs, TI0O MEHbIIIei
Mepe, [IBe varying-repeMeHHbIe - HOpMaJlb 1 UHTePIOJIMPOBaHHbIe KOOPAWHATHI
BepLLVHBI.

BepluvHHBIY 11€M/ep:

varying vec3 normal;
varying vec3 position;

void main()
{

normal = gl_NormalMatrix * gl_Normal;

position = (gl_Model ViewMatrix * gl_Vertex).xyz;

gl_Position = ftransform();
}
gl_ModelViewMatrix - 3T0 BCcTpoeHHass Marpulla 4x4, MoJenbHO-BH/O0Basi
matpuija OpenGL. OHa nmepeBOJUT KOOPAWHATHI U3 00BEKTHOTO TIPOCTPAHCTBA B
BH/IOBOE, B KOTOPOM MbI OyzieM BBIUMCJIATH OCBelljeHHe. [T0CKO/IbKY pe3y/abrar
9TOTO TiepeBo/ia - OAHOPOAHBIN BeKTOp vecd, Mbl OTOpachiBaeM KOOpAUHATyY W U
bepeM TOJIbKO BeKTOp XY Z.
@®parMeHTHbIU LIeK/ep:

varying vec3 normal;
varying vec3 position;

void main()
{
vec3 N = normalize(normal);
vec3 L = normalize(gl_LightSource[0].position.xyz - position);
float diffuse = clamp(dot(N, L), 0.0, 1.0);
vec4 color = gl_FrontMaterial.diffuse * diffuse;
color.a = 1.0;



gl_FragColor = color;
}

Ob6patuTe BHUMaHWe, UTO TIpU Tiepefiade BO (hparMeHThIN 1ielifiep euHUYHbIE
BEKTOphI (Takuve, KaKk HOpMajb) IOC/Ae WHTEPHOSLUA HY>KHO 00si3aTe/bHO
HOpPMUpOBaTh - BHUJeOKapTa He JesaeT 3TO 3a Bac. g storo B GLSL ectb
¢dynkums normalize.

HocTtyn K KoOpAMHAaram WCTOUHMKA CBeTa OCYILeCTB/ISeTCA MPU TOMOLLIA
arpubyta position BcTpoeHHoro ob6bekta gl_LightSource (maccuB u3 8
3JIEMEHTOB, MO UYWCIY WCTOYHUKOB cBeta OpenGL). OTH KoOpAWHAaThl BO
(dbparMeHTHOM Ileiilepe y)Ke aBTOMaTMUeCKHd TiepeBefieHbl B  BHU0BOE
TIPOCTPAHCTBO, UTO OueHb yZI0OHO - He HY)KHO JlefiaTb 3TO BpyuHyro. Ho eciu
BaM, M0 TeM WM WHBIM TPUUYMHAM, HY)XHO BBIYUCJIATH OCBELLeHWe B JPYyroM
TIPOCTPAHCTBe - HarpuMmep, B TIPOCTPAHCTBe KacaTe/lbHbIX - TO He 3alyxabTe
COOTBETCTBYIOIIMM 00pa3oM TpaHC(hOPMUPOBaTh MX. OTU KOODJWHATHI TaKKe
OJHOPOJHbIe: TOUEYHBbIM MCTOUHUK CBETA, Kak IPaBUIO, UMeeT KoopAauHaty W
paBHY!O 1, HaripaB/IeHHbIM - paBHYHO 0.

Oneparus dot(N, L) - 3To 1 ecTh pacueT ocBellleHHOCTH 10 dhopmyrie Jlambepra:
OCBELL[eHHOCTb B TOYKe OIpefesseTcsl IJIOTHOCTbIO CBeTa, a OHAa JIMHEMHO
3aBUCUT OT KOCMHyCa yIyla mnaZieHusi cBeta. KocuHycC ymia mexzay AByMsi
eIJMHAYHbIMM BeKTOpPAaMH PaBeH UX CKaJIIpHOMY Tpou3BeeHuto (dot product).
[TockonbKy pe3ynbraT 5TOM omnepauuu - ckansp (float), ansa mepemaun B
gl_FragColor Hy>KHO TTOMHOXXUTh 3TO 3HaueHWe Ha Kakou-HUOyab 1iBeT. Jlyuiiie
BCEro UCMOJb30BaTh AU(PQy3HbIM 1BeT MaTepuana - gl_FrontMaterial.diffuse:
TakuM 00pa3oM, Bbl MOXeTe KOHTPO/JMPOBATh IBeT 00beKTa BHe IIei/iepa,
dynkiueit MaterialSetDiffuseColor.



TekcTypsbl

Bo ¢parMeHTHOM 1eiiiepe MOXXHO YMTaTh LBET W3 TEKCTyp - [JIsi 3TOro
ucrosb3yeTcs: QyHKus texture2D:

uniform sampler2D diffuseTexture;

void main()

{
vec4 texColor = texture2D(diffuseTexture, gl_TexCoord[0].xy);
gl_FragColor = texColor;

}

TekcTypbl O00BAB/IAIOTCS Kak uniform-oObeKTbI - TO €CTh, HeHW3MeHsieMble
TapaMeTpbl, KOTOpbIe TIepe1atoTCsl IIek1epy 0CHOBHOM ITPOrpaMMoid. OTO MOTYT
OBbITh HE TOMBKO TEKCTYPhI, HO ¥ BOOOIIIe /TF00bIe TUTTbI IaHHBIX.
[Tepeniaua TeKCTYpHI B Iieiiep [iefaeTcs caeayroiymM oopa3oM:

param = GLSLShaderCreateParameter(shader, 'diffuseTexture');
GLSLShaderSetParameterTexture(param, 'myMaterial’, 0);

B ¢yukumro GLSLShaderCreateParameter nepesaercst ums uniform-o6wekra. B
dynkumio GLSILShaderSetParameterTexture mepeiaeTcsi UMs MaTepuasa, W3
KOTOPOTO HY)KHO TIPOUMTaTh TEKCTYpy, a TaKxXe TEeKCTYpHbIM O/i0K, uepe3
KOTOPBbIM HY)XHO mepefaBatb TekcTypy. Cranzapt OpenGL rapanupyer 8
JNOCTYTHBIX TeKCTYpHbIX 6710koB (0-7) - y COBPEMEHHBIX BU/I€OKApT UX MOXKET
ObiTh U Oosbilie (Mo 16 u pake 32), HO [y Jiydilleld COBMeCTUMOCTU
DEeKOMeH/lyeTCsl He WUCMO/b30BaTh Oosbiie 8. B ofHOM Iieiiiepe Hesb3st
riepe/iaBaTh IBe pa3Hble TeKCTYPhl Uepe3 OJJUH U TOT >Ke TeKCTYPHbI O/0K - TO
eCTb, €C/IM Bbl MepefjaeTe HECKOJLKO TEeKCTyp B pasHble uniform-rnapameTtpsl,
WCTIONb3YUTe /IJis HUX pa3Hbie OJI0KU.




O Bepcuax GLSL

Xtreme3D 6a3upyetcs Ha OpenGL 1.x u HekoTopbix ¢yHKIMAX 13 OpenGL 2.x,
KOTOpble TOAK/IoUaroTcsi uepe3 paciuvpeduss ARB. Takum o6pa3om, ABUKOK
nogaep>kuBaer GLSL Bepcuii 1.1 u 1.2 - Gosiee MoO3qHHE BepCHUU SI3bIKa
orpefiesieHbl y)ke B paMkax crietudukaiuu OpenGL 3.0.

[To ymomuanuto wucrosb3yercs:i GLSL 1.1. UtoObl mepek/mounThcsi Ha 1.2,
WCMOJIb3YUTe AUPEKTUBY Mpernporeccopa (Ha mepBou CTPOKe Ieniepa):

#version 120

Bepcusi 1.2 omiduaeTcsi BCTPOEHHOW TMOAJEP)KKOM TPaHCIIOHUPOBaHUSI MaTpUL]
(pyHKLMS transpose), HeKBaJpaTHLIX MaTPULI, a TaK’Ke MaCCUBOB.



OT pepakuumn

B komribtoTepHol rpadrike UCTOPUUECKU CTIOKUIACh OOIIMpHast crieliduueckas
TEePMUHOJIOTUSI - 3TO U Ha3BaHUs aJTOPUTMOB, U 0003HaueHUs CTaHAAPTOB, U
pa3Horo pojia abbpeBUAaTyphbl, B KOTOPBIX [IOBOJBHO CJIOXKHO pa3o0paThCs TeM,
KTO TOJIbLKO Hauald 3HakoMuTbCsa C 3D-rpadukoii. CocTaB/ieHHbIM HaMu
I7I0CCapuil MpW3BaH MPOCBETUTh HAUMHAKOIIMX B JaHHOW 006/acTd, a Takke
TIpeJJOCTaBUTh HeOOX0AUMYH WH(OPMALIMIO TI0 MaTeMaTUYeCcKoMYy armapary u
TeXHOJIOTUSIM, UCTI0/Ib3yeMbIM B Xtreme3D U [[pyrux aHa/JOTUYHBIX JABMKKaX.



Engine

Engine | /IBuraresb, BHXOK

LleHTpa/ibHbIM KOMIIOHEHT MPOTrpaMMBbl, TIpeJHa3HaYeHHbIN [I/1s1 pelleHUs] KaKoi-
mibo crnenuduueckoit 3amaun. Kak mpaBusio, JBWXKOK odopMsieTcss B BU/E
HEe3aBUCUMOTO MOy/ls (Hampumep, [AWHaMUyeckod Oubsmuoreku) — fjst
VICTI0/Ib30BaHUSI B HECKOJIbKUX MTPOEKTaXx.

WrpoBoy JBWXKOK - YHUBEpCAJbHbIM WK CreluaaIu3upOBaHHbIA MPOrPaMMHBIN
KOMIIJIeKC, TIpe/iHa3HaYeHHbIM /i1 pa3pabOTKU KOMIbIOTepHOM wurphl. Kak
TIPaBU/IO, COJEP)KUT TOTOBbIE HAOOp KOMITOHEHTOB [IIi MOJeIUpPOBaHUS
WUTPOBbIX CUTyallUii, CpeACTBa BbIBOAA TrpapuKh U 3ByKa, a TakKxke
B3aMMO/IEUCTBYS C [10/Ib30BaTe/ieM yepe3 yCTPOUCTBA BBOZA.

I'padmueckuii IBWKOK (ABYMEpHBIM, TPeXMepPHbIM WU TUOPUHBIN) - OofjHa U3
K/IFOUEBBIX uacTell WIPOBOTO [JBWKKA, OTBeuvarollas 3a BbIBOZ, rpaduku. B
HacTosilliee BpeMsi Tpaduueckrde [BWKKU OOBIUHO CO3[AlOTCSI Ha OCHOBE
cucteMHbix rpaduueckux API (DirectX, OpenGL u ap.).

Cwm. Takxke Physics Engine.




Environment Mapping

Environment Mapping | I[IpoeLiipoBaHue KapTbl OKPY>KeHHS

Opna u3 ¢dopm IBL - crioco6 HanoKeHHsI T€KCTYPbl, UMUTUPYIOIIUA 3ddexT
3epKa/IbHOrO0 OTPa)KeHUsI Ha MOBEPXHOCTU. B pe3ysbrare MCIonb30BaHUs KapThl
OKDY)KEHHsI Ha pEeHJepUHI OTpaKeHWM 3aTpauuMBaeTCsl Tropa30 MeHbIle
BpeMeHH, UeM IpH KUCII0Ib30BaHUH "UeCTHOW' TPaCCUPOBKU JIyUeu.
Environment Mapping mnpezro/iaraeT KWCHO/Ab30BaHUE OJHOW WIW HeCKOJIbKHUX
TEKCTYp C MpeJpacCUYMTaHHbIMU WU C(HOTOrpaUpPOBaHHBIMU OTPaKEHUSIMHU.
[IpoerjpoBaHue 3THUX TEKCTYpP Ha MOBEPXHOCTb MOZENU MPOUCXOAUT IyTeM
0coObIx TIpeoOpa3oBaHUM TEKCTYPHbIX KoopAuHAT. CylllecTByeT HeCKOIbKO
MeTO/IOB [POEeLIMPOBaHKUs KapT OKPY>KEeHUS:

Sphere Mapping (cdheprueckoe TMpoelMpoBaHWe) - B KadeCcTBe KapThbl
OKDY)KeHUSI ~ UCMO/b3yeTCsl  eJUHCTBEHHas  TeKCTypa, (opMupyrolias
TIOBEpXHOCTb BoOOpakaemoili monycdepbl, OKpyKarolleili 00beKT CO CTOPOHBI
3puTesis. DTO CaMblid TPOCTOM U 3(PPEeKTUBHBIN METO/, HO He peaMCTUUHBIN,
TakK Kak C JitoOOro pakypca 3puTesib BUJUT OFHO U TO e oTpakeHWe. [laHHbIN
MeTo/ TakKe Ha3biBatOT Mirror Ball ("3epkanbHbiii 1m1ap”).

Cube Mapping (kybuueckoe TpoelpoBaHre) - B KaueCTBe KapT OTKPYKeHUs
WCTO/Ib3YIOTCA  ILIeCTb  MNpOeKUud,  (OpPMUPYIOL[UMX  IIeCTb  CTOPOH
BooOpakaemoro Ky0Oa, Okpy»karoijero o0bekT. B pe3ysbrare 3TOro CO37aeTcs
3¢ deKT MoaHOro oTpakeHWss C JioOOW TOUKM TIOBEPXHOCTH. VcxXomHbIe
n300pakeHHs1 TIO/Iy4alOT T[yTeM TIpeJBapyUTe/IbHOTO WU JIWHAMUYeCKOTo
peHjiepyHra. J[laHHBIM MeTo[| TI03BOJISIeT TIONY4YUTh Haubosiee peasiiCTUUHBIM
pe3yJibTaT LJeHOU BBICOKMX 3aTpaT BUZEONaMsITH.

Equirectangular Mapping (paBHOIPOMeXyTOYHOE TIPOELIMPOBaHUE) - METOZ
TIpOeLIPOBaHUsl, UCI0/Ib3yeMbll B KapTorpaduu. B kauecTBe KapThl OKPY>KEeHUS
UCTIONB3YeTCsl eAMHCTBEeHHAsi TeKCTypa, TMOKpbIBaroljasi BooOpakaemyto cdepy
BOKpPYr o0Obekra. [lo3BosissleT TIO/iyuWTh peaMCTUUHbINA pe3y/ibTaT —IpHU
MUHMMAJIbHBIX ~ 3aTpatax  BujeonamsTd  (apTedakTbl  MPOELUPOBaHUS
TIPOSIB/ISIFOTCS Y "'TOJTIOCOB", HO 0OBIUHO OHU He OUeHb 3aMeTHbI). B peHziepuHre
peabHOTO BpeMEHU [laHHbIM MeTOZ, MOJyYW/1 paclpoCTpaHeHHWe TOJIBKO C
MPUXOJOM 1lIelJepoB, TaK KaKk Ha (UKCHPOBAaHHOM KOHBeliepe OH He
O/ /1ePKUBAJICS.

Dual-Paraboloid Mapping (ripoelivipoBaHue ABOWHOro Tapabosionzia) - oauH



W3 CaMbIX COBpPeMeHHbIX MeTofioB. OToOpakaeT BepPXHIO) U HIKHIOHO
nosiycepbl OKPY>KeHUsI B [IBe TeKCTypbl. JlaHHBIA MeTO/] TPaKTUYeCKU He UMeeT
apreakToB (ec/iM He CUWTaTh HEe3HAYUTe/bHYI TIOTPEeIIHOCTb BJ0JIb
"3KBaTopa"’) U SABASETCS ONTHUMA/bHBIM KOMIIPOMHCCOM MKy PacXofoM
BU/e0IaMATH ¥ KaueCTBOM pe3y/ibTara.

Cwm. Takxke Reflection Mapping.




ERP

Error Reduction Parameter | KoadduipeHnT ucrnpapieHus ommoOKu

Kos(uimeHT, oTBeuaroljvii 3a BOCCTAHOB/EHME HApYLUMBIIMXCS CBsi3ed B
dusnueckom gBKKe (06biuHO B ODE), U moka3biBarollyii, Ha KaKyl uacTb
COJIBEp MOIMBITAeTCSl UCIPaBUTh HAPYLUMBILIYIOCS CBSA3b. 1akK, Hampumep, MpU
ERP = 1 conBep mnombITaeTcsi 3a OJHY WTepaliUl0 BOCCTAHOBUTH CBSi3b B
"HopMasibHOe" TI0/Io)KeHue (CBeCTU [pyr K ApPYyry /Ba KOHIlA pa3olle/llerocs
COUJIeHEeHUs], U/ BBITOIKHYTh LIeJIMKOM Iapy B3aUMOMNPOHUKILKX Tel).

CwMm. Takke Physics Engine, ODE.




Fillrate

Fillrate | CkopoCTb 3amo/iHeHust

CKOpOCTb TIPOPUCOBKHM THKCesel Ha 9KpaHe MOHUTOpa. UeM Oosblile CKOPOCTb
3arojiHeHusi, TeM jyuiie. CKOPOCTb COBPEMEHHBbIX BU/IEOKApT U3MepsieTCs B
MUJJTMOHAX U MUAJUTAAP/IaX MUKCesiel B CEeKYH/Y.




Focal Length

Focal Length | @okycHoe paccTosiHUe

PaccTossHue B MWIIMMeTpax OT IjeHTpa O0O0ObeKTWBa [0 u300paXkeHUs,
SIBJISIIOIIEr0CsT  4YacThio  cyObekTa  (TIPeJTofIoXKUTENTbHO  SIBJISIFOIIerocs
OeckOHeuHbIM paccTosiHueM Tiepei 00beKTUBOM). @OKyCHble OOBLEKTUBEI
KODOTKOTO  pajudyca  JelcTBus  Heobxogumbl s (GOpMUPOBaHUS
IIIMPOKOYTOJIbHBIX M300pa’keHu, B TO BpeMsi Kak JjanbHee (DOKYCHOe pacCTOsTHUE
TIPUMEHSIeTCS /IS CheMOK C TIOMOIIIbIO Tesle00beKTHBa.




Fog

Fog | Tyman

OddekT mocTerneHHOro 3aKpalllvBaHUsS MOZENU CIVIOUIHBEIM IiBeTOM (0OBIYHO
1BeToM (¢OHa) B 3aBUCUMOCTHM OT [IybuHbl. TymaH TIpyjlaeT ClieHe
peaTMCTUYHOCTbD, a TaKXKe M03B0JIsseT CKPbITb HEHY)KHYI0 FeOMeTpPHUIO.




Forward Kinematics

Forward Kinematics | IIpsimasi KuHeMaTuKa

[IBIKeHHe CHCTeMbI KOCTel B CKeJIeTHOW aHWUMAI[MH B TIPIMOM HarlpaB/IeHUH OT
POAMTE/ICKOTO 00bEKTa K TIOPOXKjeHHOMY. Harmprimep, TTIOBOPOT TOpCa BbI3bIBAET
TIOBOPOT T'OJIOBBI, HO F'OJIOBA MOXKET TTOBOPAYMBATLCSI ¥ He3aBHCHMO OT TOpCa.
CwM. Takxke Inverse Kinematics, Skeletal Animation.




FOV

Field of View | ITosne 3peHus

Yron (ropyu30HTa/IbHBIM WM BEPTHKA/bHBIM), KOTOPbIM OXBaTbIBAE€T IPOEKI[US
TpexMepHOI clieHbl. B Oydep Kajpa romajaeT To/IbKO HeKoTopasi 00/1aCThb CIieHbI
- Mbl CMOTPUM Ha Hee yepe3 yCeueHHYI0 upamMuay BUAUMOCTH (view frustrum),
Yyros MeX]y /AByMsi TIPOTUBOIIOJIOXKHBIMU T'PaHsSMU KOTOPOM U oOpa3syeT ToJe
3peHwus.

B G0/bIIMHCTBE IBYMEPHBIX UT'D He/b3s1 TOBOPUTH 00 yI/ie 3peHusi - OH HYJIeBOH,
a MUpamMu/ia sSIB/sieTCs MPSIMOYTO/IbHOUM TPYyOOH.

FOV cepbe3Ho BusieT Ha MepCIrieKTUBY: NPY OOJBIITNX 3HAUEHUSIX T10Jis1 3PeHUsI
(6osb1ie 90) BUAMMBIN pa3mep 00HEKTOB OBICTPO YMEHbBIIIAeTCs TIPU yAaIeHUH.
[lpy MaseHbKHMX 3HAueHUsIX, HA0OOpOT, BUJUMBIA pa3Mep 00bEeKTOB c1abo
3aBUCUT OT pacCTOsiHMs (M COBCEM He 3aBUCUT B C/iydyae OpTorpadryeckoro
MpOELMPOBaHus, TO eCTb B OTCYTCTBUM II€PCIIEeKTUBBLI - KOIZa T10Jie 3peHue
PaBHO HY/IIO).

[nsi TOHMMaHus 3TOr0 TepMUHA MOXKHO TIPOBECTH aHA/IOTUIO C (DOKYCHBIM
pacctosiHueM (oToarnmnapara, KOTOpoe HamnpsiMyt0 BO3JEUCTBYeT Ha ero Iosie
3peHwus.

B peanbHOM J>KM3HM TOPWU30HTA/ILHBIM YTOJ 3peHHs 4YesloBeKa COCTaB/sieT
nipuMepHo 140 rpazaycos.




FPS

Frames Per Second | Uucio kagpoB B CEKYHy

KosinuecTBO KaJIpoB B CEKyH/y, KOTOpPble OTPUCOBBIBaeT urpa. Uem 310 umcio
Oovibliie, TeM 1yiaBHee OyzieT BhIVISAeTh AHUMAL[Us B UTPe.

FPS siBnisieTcst Ba)KHeULIWM TTOKa3aresieM [1Jisl OLleHUBaHUsI [IPOX3BOJUTE/IbHOCTU
rpauueckux TPWIOKEHUM, a Takxke rpaduUyecKux CUCTeM (BUAeOKapTa +
nparviBep). OgHAaKO 5TO BO3MOXXHO TOJIBKO TIPU BBIK/TFOUEHHOW BepTHUKATbHOU
cuHxpoHuzaumu (VSync). Ilpu BK/IFOUEHHOW BepTHMKAaJIbHOU CUHXPOHH3ALUU
komuuectBo FPS He moxeT ObITb Gosiblile 4acTOTHI BePTHUKAIbHOW pa3BepTKU
MoHutopa (06bryHO 60 TI'1]), MO3TOMy TeCcTHpPOBaHWE CO BKJIFOUEHHOM
BepPTUKA/IbHOW CUHXpaHW3al[er BCerza HEKOPPEKTHO.

Cwm. Takke VSync, Fillrate.

First Person Shooter | [llyTep oT nepBoro /uija

[TonynsipHbIi WIPOBOM >KaHp, Ppa3HOBUAHOCTb action, B KOTOPOM HWIPOK
HabmofaeT cueHy "u3 ra3" mepcoHaxka wurpel. B FPS pacripoctpaneHa
NperMyIlleCTBeHHO OarasbHasi TeMaTWKa, CXBaTKM C MOHCTpaMHd U
KOCMHWUYeCKMMHU Tipuilenbliamu. Kraccuueckue rnpumepsl: Wrpel cepuit Doom,
Quake, Half-Life.




Frame Buffer

Frame Buffer | Bydep kazpa

OO6sacTh TMaMATH [Jid  XpaHeHHWs J[aHHBIX O TIMKCessiX, TpebyeMbIX is
oTobpakeHUs] OJHOTO KajJpa H300pa)keHHsI Ha S5KpaHe MOHMUTOpPA. EMKOCTb
Oydepa kagpa ompegensieTcsi KOIMUECTBOM OWTOB, 3a/leliCTBOBAHHBIX JIJIsI
orpe/ie/ieHUsT KaXX/10Tr0 TUKCeIsl.

CmM. Takxke Buffer.




Framework

Framework | ®peliMBOpK

Kapkac 1porpaMMHOM CHCTeMbl (WM TIOACUCTEMbI). MOXKET BK/IHOUATh
BCIIOMOTaTe/IbHbIE TIPOTpaMMbl, OMOIMOTEKU KO/la, SI3bIK CIIEHApHUEB U JIPyroe
10, obneryvatorriee pa3paboTKy U 00beIHEeHNE Pa3HBIX KOMIIOHEHTOB OO/IBIIIOTO
nporpaMMHOro Tmpoekrta. OObIUHO O00beAWHEeHHe TPOMCXOAUT 3a CueT
WCI0J1b30BaHus1 equHoro API.




Front Buffer

Front Buffer | [TepuunbIii Oydep

[TepBuunbiii 6ydep. O61acTh MaMsITH, U3 KOTOPOH MPOMCXOJUT BBIBOJ KaJipa Ha
9KpaH. PeHpepuHr rpousBoauTcs Bo BTopuuHoM Oydepe (back buffer), moce
yero Oydepa MeHSIIOTCS MeCTaMH.

Cwm. takxke Buffer, Back Buffer, Double Buffering.




Frustum Culling

Frustum Culling | OT60p no nupamuzie BUAUMOCTH

Meton oTbopa HEBUAMMOW TreOMeTpHH, TIPUMEHSIeMbIM [  OOJbIINX
TOJIMTOHA/IbHBIX 00BEKTOB (HarmpuMep, JaHAIadTHbIE WM HWHTEPbepHbIe
crieHbl). OTPHUCOBBIBAIOTCS TOJNLKO Te OOBEKThI, KOTOpbIe ITOTHOCTbIO WU
YaCTUYHO HAXOASTCS BHYTPU YCeUeHHOW MUpaMuibl BUAMMOCTH (view frustum).
Bce, uTo HaXOIUTCS BHE TTMPaMU/Ibl, HAXOIUTCSI U BHE KpaHa.




Geometry

Geometry | 'eomeTpus

Habop KOHTpONBHBIX TOUEK, omnpefenswoiyx (Gopmy obbekra. Haripumep, Ky6
orpezie/nisieTCsl BOCEMbIO TOUKaMHU.




Global Coordinates

Global Coordinates | I'no6anbHbIe KOOPAWHATEI

KOOp,Z[I/IHaTHaH CUCTEMA, KOTOpad OIIpeaejdeT II0/I0KeEHHe obbekTa B
IMPOCTPAHCTBE OTHOCUTEJ/ILHO abCo/MIOTHOrO Hauasa KOOpAKWHAT.




GLScene

GLScene

BecriatHast OTKpbITast rpaduueckass oubmoreka Ha 6a3e OpenGL st Delphi u
Lazarus, n3Hauya/jibHO pa3paboraHHas B 1999 roamy Maiikom Jluiike. C Bepcuu
0.5 pasBurue GLScene 6b110 mpogo/pkeHo OpukoM ['pamwkeM, a ¢ 2006 roga
OubMoTeKka MOAIepP>KUBAeTCsl 1ieJibiM COO0I[eCTBOM TIPOrPaMMUCTOB, B TOM
yucsie pOCCUUCKHUX.

GLScene HerpepbsIBHO pa3BHBaeTCs, aAanTUPYSCh II04 COBpPEMEHHbIe
texHonoruu 3D rpaduku. [lomumo rpaduueckux KjacCOB U KOMIIOHEHTOB,
6ubmoTeKa rpefoCcTaBsieT Cpe/iCTBA it paboThl CO 3ByKOM, BBO/JOM-BBIBOZIOM,
WUTPOBOM JIOTUKON U (PU3UKOM.

BricokoypoBHeBast cTpykTypa GLScene mo3BosisseT HOBUUKaM CO3[aBaTb WIPBI,
He 3Hasg HU ofHOM OpenGL-komaH/pl, He TIpeACTaB/ss, KaK MepeMHOKarTCs
MaTpullbl M KaK TMUILIYTCs liekepbl. B To e BpeMms, mnpodeccroHasaM
OTKPBIBAOTCS BCe BO3MOKHOCTHU JjIs1 UCM0JIb30BaHus ynuctoro OpenGL, rae 310
HeoOXoAnMO, MOAUMUIIMPOBAaHUS HUCXOAHBIX KOAOB T0[ cebs W co3jaHust
Npo(eCcCUOHATBHBIX MPUIOXKEHUM.

Ha ocHoBe MoauduiupoBaHHoro wucxogHoro koga GLScene mocTpoeH
Xtreme3D.

OdwuuumanbHelii caT: http:/ www.glscene.org.

Cwm. Takxke Engine, OpenGL.



http://www.glscene.org

GPU

Graphics Processing Unit | 'padpuueckuii mporieccop

[Ipoueccop, TmpeAHa3HaueHHbIM [ rpaduueckoro  peHjepunHra. Ot
1eHTpasbHoro mpoijeccopa (CPU) otauyaercs ocoboi  TapasienbHOM
apXUTEKTYpOM, TIO3BOJISIFOLLEN pellaTh HEeKOTOpble 3a/lauyd  CyL[eCTBEHHO
ObicTpee. YcoBHe TOMBKO OZIHO - B 3a/jaue /I0/KeH Hab/roaThCsl rapasieins3m.
Tepmun GPU 65611 nonynsipusupoBaH komranueit NVIDIA, kotopas B 1999 rony
BbinycTtiia GeForce 256 u Ha3Bana ero "mepBeiM GPU B ucropum”, XoTs
anrapaTrHasi pacTepu3alusi U COOTBETCTBYHOLME TIPOLeCCOPbI IOSIBUJIUCH
3HaUMTeNbHO paHblle. Tak, TiepBble apKajJHble WrPOBble aBTOMATbl C
anmapatHeiM T&L; mosiBuauchk B 1993 romy (Sega Model 2 u Namco Magic
Edge Hornet Simulator). Ha mnoTpeOUTenbCKUX KOMITBIOTEPHBIX CHUCTeMax
nepBble rpaduyeckre MpoLeccopbl MOSBWIMCH Ha Sega Saturn, PlayStation u
Nintendo 64 (1994-1996). Ha nepcoHa/bHBIX KOMITbIOTEPAaX OFHOM W3 TepBbIX
BbIZIe/IeHHBIX rpachruecKux IaT ¢ noaaep>xkoi 3D-pengepunra 6bu1 S3 VIRGE
(1995), a 3arem JuJepoM pbiHKa cTana KommaHusi 3dfx Interactive,
BbinyckaBiasi ¢ 1996 no 2000 roasi Bugeoyckoputenb Voodoo Graphics. C 2000
roga peiHOK GPU mozenen mexay NVIDIA, ATI (ubiHe nomionjeHa AMD) u
Intel.

GPU mnpegHa3HaueH /it 00paboTKM OOMBIITMX MaCCUBOB OZHOTUIHBIX /TaHHBIX,
TaKMX KaK TOUKHM, BEKTOpPbl U MHUKCe/W. VI3Haua/bHO TUIIbI [JAaHHBIX, KOTODbIe
moriu obpabareiBatbesi GPU (4 camu anropuTmbl 00pabOTKM) ObLIN KeCTKO
3a/laHbl, HO  COBpEMEeHHble  rpajuueckde  TPOLIECCOPbl  TOJHOCTBIO
MporpaMMHUpPyeMBbl - 3TO O3HauaeT, YTO IPOrPaMMHUCT MOXeT IepeiaBaTb UM
TIPOM3BOJIbHbIE [laHHble U BBIMOMHATH JHOObIe aJrOPpUTMbI. OTO TIPUBENO K
BBefeHri0 TepmuHa GPGPU - General Purpose GPU (GPU ob6mero
Ha3HaueHus).




HDR

High Dynamic Range | Illupokuii AuHaMUYeCcKWii Auana3oH

Omnucanue Be€Td ped/JIbHbIMH dJI/IBI/I‘-IECKI/IMI/I Be/JINUMHAMMU.

[TpuBBIUHOM MO/IeNBbIO onrMcaHus n3obpaxxeHus siBsieTcss RGB, korjja Bce 1jBeTa
Tpe/iCTaB/ieHbl B BU/le CyMMbl OCHOBHBIX L[BETOB: KPAaCHOI0, 3€/IEHOT0 U CUHETO,
C pa3HOW MHTEHCHUBHOCTHIO B BUJIE BO3MOJKHBIX L1€/I0UMC/IEHHBIX 3HaueHuu oT 0
710 255 U1 KayKJ0ro, 3aKOAMPOBAaHHBIX BOCEMbIO OUTamMu Ha 1iBeT. OTHOIIIEHHE
MaKCHMaJIbHOM MHTeHCUBHOCTU K MUHHUMAJILHOM, JOCTYITHOM /151 0TOOpa)keHUsI
KOHKDETHOM MOJENb0 WM yCTPOMCTBOM, Ha3bIBa€TCAd JAUHAMUUeCKUM
Ivamna3oHoM. Tak, AuHaMuuyeckKud Auara3oH moaenu RGB cocraBiser 256:1
v 100:1 cd/m2 (aBa ropsika). Ta Mofie/lb OMUCaHKs 1IBeTa U UHTEHCUBHOCTHU
o61ienpuHsTO Ha3biBaeTcss Low Dynamic Range (LDR).

Bo3mokHbix 3HaueHud LDR fisi Bcex ciiyyaeB SIBHO HeJOCTaTOYHO, 4YesIOBEK
cnocobeH BUjeTh Topa3no Oosblimii  Auara3oH, OCOOeHHO TIpU  Masiou
VHTEHCUBHOCTHU CBeTa, a Mofiesib RGB ciuiikoM orpaHuyeHa B TaKUX CIydasix
(ma v mpu GOMBIINX UHTEHCUBHOCTAX TOXKe). [JMHaMUUeCKuil Auara3oH 3peHuUs
yenoBeka oT 10-6 mo 108 cd/m2, To ectb 100000000000000:1 (14 mopsiAKOB).
OpHOBpeMEHHO BeCh JMaria3oH Mbl BUZIeTb HE MOXXeM, HO [Jharia3oH, BUAUMBbIN
I71a30M B KaX/[bld MOMeHT BpeMeHU, npumepHo paBeH 10000:1 (4 mopsiaka).
3peHue mnpucrocabnmvBaeTcs K 3HAYeHUsIM U3 JIPyrOMl 4YacTH [[Maria3oHa
OCBELL[eHHOCTU TIOCTeleHHO, MpPU T[IOMOINM TaK Ha3blBaeMOU aJjarTaruu,
KOTOPYIO JIETKO OMMCaTh CUTyalMel C BBIK/IFOUeHHUEM CBeTa B KOMHaTe B TEMHOe€
BpeMsi CyTOK - CHayaja [vla3a BMJAT O4YeHb Majlo, HO CO BpeMeHeM
aZlaNTUPYIOTCST K U3MEHUBLLIMMCS YCJIOBUSIM OCBeLLleHUs] ¥ BUAAT y>Ke HaMHOTO
Gosbiie. To e camoe ciayuyaeTcsi U TIpU OOpaTHOW CMeHe TeMHOW Cpefibl Ha
CBeTIIYIO.

Wtak, AuHaMUYecKoro Auarna3oHa mogenu onucanusi RGB HemoctaTtouHo st
Tipe/icTaB/ieHus1 Uu300pa)keHul, KOTOpble Ue/ioBeK CrocobeH BUETh B
peasbHOCTH, 3Ta MOJe/b 3HAUMTeNbHO YyMeHbIllaeT BO3MOKHbIE 3HAueHUsI
VHTEHCUBHOCTHM CBeTa B BepXHed W HIWKHeNW dacth JAuana3oHa. Camblid
pacrnpoCTpaHeHHbIM TIpUMep, TIPUBOAUMBIM B MaTepuasax mno HDR, -



1300pakeHre 3aTeMHEHHOrO IIOMEI[eHMS C OKHOM Ha SIpKYIO V/IHIy B
conHeunplli fieHb. C RGB Mozenblo MOXKHO TOMYYHTb WM HOPMAaJIbHOE
oTOOpa’keHHe TOro, UTO HAXOAWUTCS 3a OKHOM, WIM TOJBKO TOrO, UTO BHYTPHU
noMeltienys. 3HaueHusi 6onbine 100 cd/m 2 8 LDR BooOiiie obpe3atorcs, 3To
ABJISIETC TPUUMHOK TOMy, uTo B 3D-peHjjepvHre TPYAHO IPABUILHO
oToOpakaTh sIpKKe UCTOUHHUKH CBETa, HallpaB/IeHHbIe MPSIMO B KaMepy.

CamMu yCTpOMCTBa 0TOOpa)keHHs JAaHHBIX TT0KA UTO C€Phe3HO Y/IYUIINUTh HeJlb3s,
HO oTKa3 oT LDR mipu pacyetax uMeeT CMbIC/I. MOXXHO UCTIO/Ib30BaTh peasibHbie
¢bu3Mueckue  BeJIMUMHbI ~ UHTEHCMBHOCTM W LBeTa (WM  JIMHEWHO
TPOMOPLMOHAJIbHBIE), @ HA MOHUTOP BBIBOAWUTb MAaKCUMyM TOT0, YTO OH CMOJKET.
CyTtb npeactasiennss HDR B Mcno/ib30BaHUM 3HaUeHUM UHTEHCUBHOCTH U 1]BETa
B peasibHbIX (PU3NUECKUX BeIWUMHAX WIA JMHEWHO MPOIOpPI[MOHANMbHBIX U B
TOM, YTOOBI MCII0/Ib30BaTh He 1je/ible YKC/ia, a YMC/Ia C TJIaBarollei 3arsTou C
6onbI1I0 TOUYHOCTBIO (Haripumep, 16 umm 32 6ura). OTO CHUMET OrpaHUUeHUs
Mogen RGB, a quHaMuueCcKui quara3oH u300pa)keHUsl Cepbe3HO YBeTUUUTCS.
3atem s060e HDR wu300pakeHre MOXXHO BBbIBECTHM Ha Jit0OOM cCpeficTBe
orobpaxxeHusi (tom e RGB wMoHMWTOpE), C MaKCHMMa/lbHO BO3MO)KHBIM
KaueCTBOM /151 Hero Tpy MOMOIIY CrielUaIbHbIX aJiTOPUTMOB tone mapping.

HDR peHiepyvHr 1M03BOJIIeT U3MEHSITh SKCIO3ULMIO y)Ke TOC/ae TOro, Kak Mbl
oTpeH/lepu/id  u300pakeHHe, [laeT BO3MOXXHOCTb WMUTHpPOBaTh 3(ddekT
aflafTaliii  4YejioBEUeCKOro 3peHus (mepeMelljeHUMe U3 SIDKUX OTKPBITBIX
TIPOCTPAHCTB B TeMHbIe TIOMellleHUs] U Hao0OOopOoT), TMO3BO/SIeT BHITIOIHSTh
¢dur3uueCcKy TpaBUIbHOE OCBelleHUe, a TaKXkKe SBJSeTCS YHUPUIMPOBAHHBIM
pellieHUeM il ipuMeHeHUst 3@dekToB nmocrobpaborku (glare, flares, bloom,
motion blur). Anroputmbl 00paboTku U300pa’keHusi, [IBETOKOPPEKIIUI0, raMMa-
KOppekiMto, motion blur, bloom wu gpyrue wmetogsl MocTobpaboTKM
KauecTBeHHel BbINo/HATE B HDR nipepcraBienuu.

B npunoxenusix 3D peHzepuHra peajsibHOrO BpeMeHU (Wrpax, B OCHOBHOM)
HDR peHjepyvHr Hayaaud WCI0/b30BaTh OTHOCHTE/IBHO HeLaBHO, BeAb 3TO
TpeOyeT BbIUMCIEHUN U MOAJep)KKU render target B ¢opmarax C TuiaBaroiieit
TOUKOM, KOTOpble BIEpPBble CTaJd JOCTYIHbI TOJBKO HAa BHJeOUUNax C
nogaepxkkoit DirectX 9. O6brunbiii myTe HDR peHjiepyHra B urpax TakoB:
peHjlepyHr ciieHbl B Oydep ¢opmara ¢ miaBaroljeii TOUKoW, MoctobpaboTka
n300pakeHHs1 B pacCIIMPeHHOM 1IBETOBOM /varia3oHe (M3MeHeHWe KOHTpacTa U
SIPKOCTH, 11BeTOBOro OamaHca, 3¢dekTthl glare v motion blur, lens flare u
noZioOHbIe), IpUMeHeHue tone mapping i BbiBoja utoroBoit HDR KapTHUHKH



Ha LDR-3kpaH. VHorma Mcmonb3yroTcsl KapThl Cpefibl (environment maps) B
HDR ¢dopmarax, /s cTaTU4eCcKuX OTpaKeHU Ha 00beKTax, BeChMa MHTepeCHBI
npuMeHeHusi HDR B uvMuTal[uy AMHaAMUUYECKUX TIPeIOM/IEHUM U OTPaKeHUM,
JJIs1 3TOTO TaK)Ke MOTYT UCIO/b30BaThCsl JUHAMUUYeCKUe KapThl B (hopmarax C
Ti7aBarolielt Toukoi. K 3ToMy Mo)KHO 100aBuTh elrje yaditMarel (light maps),
3apaHee paccudTaHHble U coxpaHeHHble B HDR ¢opmare. MHoroe wus
Tepeurc/ieHHoro ciesaHo, Harpumep, B Half-Life 2: Lost Coast.

HDR peHjilepyHr OueHb II0JIe3eH I KOMIIJIEKCHOM TocToOpaboTku 6Gostee
BBICOKOTO KauecTBa, T10 CpPaBHEHHIO C OObIYHBIMU MeTozamu. ToT ke bloom
OyzeT BBIIVISAZIETh peaJucTHUHee rpu pacuetax B HDR Mozenu npeacraBieHus.

K cokaneHur0, B HEKOTOPBIX C/IydasiXx pa3pabOTUMKU UTP MOTYT CKPbIBaTh TOJ
Ha3BaHueM HDR npocto ¢unstp bloom, paccuutbiBaembiii B 06biuHOM LDR-
nuarasoHe. M xoTs Oosiblliasi yaCcTh B TOM, UTO ceiuac fenatoT B urpax ¢ HDR
pPEeH/IepUHIOM, Kak pa3 U ecTb bloom syuiero kauectBa, Bbiroga or HDR
peH/lepMHra He OrpaHUuYMBaeTCs OJHUM STUM TMOCT3(h(EeKTOM, MPOCTO €ro
CZienarhb jierye BCero.




Hidden Surface Removal

Hidden Surface Removal | YnaneHue cKpbITbIX TOBepXHOCTEH

Mertop ornpeziesieHyst BUAUMBIX [1/1s1 HaOmMtoaTe s mopepxHocTel. I1o3BosisieT He
otobpakaTb HEBUIMMBbIe W3 JJaHHOW TOUKH MTOBEPXHOCTU 00BbEKTa.




Hierarchy

Hierarchy | Uepapxus

CucrteMa B3aMMOOTHOIIIEHUM MeXAy OOBeKTaMW, B KOTOPOW OJHH OOBEKThI
("moromku") momuvHeHbl Apyrum ("pogutensam’). Psi mapamMeTpoB MOTOMKOB,
HamipyMep, /[BIW)KeHWe, BpallleHWe W MaciTabupoBaHWe, 3aBUCAT OT WX
pogutensa. B TO ke BpeMs IMpsMOe U3MEHeHUe I[lapaMeTpPOB I[IOTOMKOB He
CKasbIBaeTCs Ha COCTOSAHUU POJUTEJIS.




HUD

Head-Up Display

Yacte GUI, koTopass oToOpakaeT caMyro BaKHYHO WHGOpPMALMI0O Ha SKpaHe B
Tripoiiecce urpbl. Haripumep, nmaHemyu YpOBHS KU3HH, OUKOB, Ooerpuriaca, MUHH-
KapTy u T1ipouee. MHdbopMaius MoXeT OTOOpa)kaTbCsi Kak B LU(pPOBOM
(cuMBOJIaMM), TaK U B aHAJIOFOBOM BH/le (1IKasa).




Interpolation

Interpolation | IHTeprnionsitjusi

MaremaTuueckuii criocob BOCCTaHOB/IEHUsI OTCYTCTBYHOIIeH (TTPOMEXYTOUHOM)
vHbOpMaIUK 110 UMeIoIeMYCs Habopy U3BeCTHBIX 3HaueHul. [IpocTeiiimii BU
VIHTEpIIO/ISILIMU - JIMHeWHas: eC/Id UMeIOTCs [iBa 3HaueHus1 A U B, To auanasoH
TIPOME)KYTOUHBIX 3HAYEHUN MeXXJy HUMU nonyvaeTcsi no ¢popmyae A * (1 -t) +
B *t roe t - uncio ot 0 mo 1. JIMHEWHO UHTEPHOIMPOBAaTh MOXXHO He TOJIBKO
BellleCTBEHHbIe UMC/la, HO U BEKTOpbl. Pe3ysibTaTOM JIMHEWHOW WHTEPHOJISALUN
[IByX LIBETOB SIB/ISIETCS JIMHEWHBIN FPAJUEHT.




Inverse Kinematics

Inverse Kinematics | IHBepcHasi KiHeMaTHKa

[IBU>KeHHe CUCTeMbl KOCTell B CKeJleTHOM aHMMalliyd B 0OpaTHOM HaripaB/ieHHUU
OT TIOPOXKJEHHOTO O0BeKTa K pOAWUTeNbCKOMY. B 3ToM ciydae, K Tipumepy,
JIBIDKEHUE PYKHU BbI3bIBaeT ABMXeHUe I1Ieua.




Keyframing

Keyframing | Co3aHue K/t04eBbIX KaJpOB

[Tpoliecc aHUMUpPOBaHUS 3HaUeHUs1 BO BpeMeHU. Kark/jasi K/toueBasi TOUKa - 3TO
3HaueHUe TlapamMeTpa B OMpejleJIeHHOM Kajpe. 3HaueHUs] MeXAY K/IHueBbIMU
Ka/lpaMyd BBIUMC/ISIFOTCS TIyTeM UHTepro/siuyu. Co3aBaTh K/ikOueBble KaJpbl
MOXXHO TMpaKTHUeCKu Jjisi BCeX IlapaMeTpOB, KOTOpble OIpe/e/sitoTCs
YMC/IOBBIMUM 3HAUEHUSIMU.




Lensflare

Lensflare | biivku Ha nuH3ax

CBeToBOM 3(eKT, BOZHUKAIOLIMM MPU pacCeMBaHWW W TIPEJIOMJIEHUM CBeTa B
CUCTeMe JIMH3, eC/IU B T0Jie 3peHusi KaMepbl TI0Ta/jaeT SIPKO CBETSIIUICS 00beKT.
Takoli 3(eKT yacTo UMUTUPYeTCS B KOMIIbIOTEPHBIX MrPaX OT TPEThero Julia
JJ1s1 IpyuJaHusi rpadrike KMHeMaTorpaUUHOCTH.




Light Source

Light Source | icTrounuk ocBeljeHust

OneMeHT CLieHbl, KOTOPBIA Co3/1aeT ocBelleHHe. VICTOUHWKM OCBeleHUs MOTYT
ObITh PA3/MYHBIX TUIIOB W HWMETh pa3/MuHble XapaKTepUCTUKWA. DTO aHaJIoTU
OCBeTUTe/IbHbIX ~ TpUOOPOB  peajibHOTO  MHUpa,  KOTopble  00sazaroT
JOTIO/THUTE/IbHBIMU BO3MOYKHOCTSIMH, HEIOCTYITHBIMU peaTbHbIM UCTOUHHKAM.

OOBIYHO BBIJE/SIOT TPU OCHOBHBIX THIIA UCTOYHUKOB OCBEII[eHUS:

Point Light (ToueuHbIli CBeT) - UCTOYHUK CBeTa, KOTOPbIM CBETUT OJIMHAKOBO BO
BCEX Harpap/eHUsIX U3 OJHOM TOUKHM (Harpumep, JiamIiouyka B KOMHaTe). Takke
BCcTpeuaeTcs o0o3HaueHre omni (omnidirectional) light.

Spot Light (HampaBneHHBIM CBeT) - MCTOYHHMK CBeTa, CBETSIIMH He BO BCeX
HarpaB/eHUsIX, a B Mpefiesiax HeKoero koHyca. OcBellatoTCsl TOJILKO OOBEKTHI,
ronaziaroiiye B 3TOT KOHyC. [IpocToli mpumMep - (poHapHK.

Parallel Light (napannenbHbiii CBeT) - UMUTHPYeT yZa/eHHble NCTOUHUKY CBETAa,
HaripuMmep, comnHie. CBeT M3/lydaeTcCsl B HarlpaB/IeHWU TOJIBKO OZHOU OCH, U3
WCTOYHMKA, HAXOASILerocsi Ha 6eCKOHeUHO OOJIBIIIOM pacCTOSTHUM OT 3pUTeis, a
BCe CBeTOBbIe JIyUM SIBJ/ISIOTCS MapaiebHbIMA. CHHOHMMBI TepMuHa: distant
light, directional light.

ToueuHble UM HaripaB/ieHHble WCTOYHMKM CBeTa O00/aZial0T TapamMeTpamuy,
B/AVSIIOIUMY Ha OCBelleHue, Harnpumep, 3aryxaHue (attenuation). ITOT
rapaMeTp BAUsieT Ha yObiBaHHWe WHTEHCUBHOCTU CBeTa C paccTosHueM. B
KBaJIpaTHOe ypaBHEHWe, Orpefiessioljee WHTeHCUBHOCTb CBeTa, BXOAAT TPH
rapaMeTpa, Ha3blBaemble  TIOCTOSIHHOW, JIMHEMHOUM WM KBaJ|paTUYHOU
coctaBisitoumu  (constant, linear, quadratic). I[lo ymomyaHuro UM
ripucBanBaroTCs 3HaueHus 1, 0 u 0 COOTBeTCTBEHHO — MHTEHCUBHOCTb CBeTa OT
TaKOT0 UCTOUHUKA He YObIBAaeT C PaCCTOSTHUEM.

YpaBHeHUe BBIVISIAUT CeyromyM obpa3oM:



rAe a — Be/IMYMHA 3dTYXdHHS; C — IIOCTOAHHAA COCTaBJ/IAOIAsA, ] — nuHelHas
COCTaBJIAIOIIAA; d — PacCTossHHUE OT MCTOYHHMKA CBE€Td, d  — KBd/JpdTH4YHasd
COCTaBJ/IArOIIAas.




Lightmap

Lightmap | Kapra ocBeljeHHOCTH

YcrapeBiiui, HO 0 CUX MOP MPUMEHSIIOIIUKCS BBUly CBOeW MPOCTOTHI METO[
CTaTUYeCKOTrO OCBelljeHUs MoBepxXHOCTel. [IpuHIun ciienyroiuii: Ha 6a30ByIO
TeKCTYpPYy HaK/aJbIBalOT ellle OAHY - KapTy OCBEIlleHHOCTH, CBET/ble U TeMHbIe
MecTa KOTOPOl U3MeHsSIFOT UHTeHCUBHOCTh OCBelljeHUs1 6a30B0Oi, CMeIUBasiCh B
pexxume modulate. /I HamoXXKeHUsT KapT OCBELeHHOCTU MO/iesib, KaK TMpaBu/Io,
cHabXXaeTcst IOTIO/IHUTE/IbHBIM HA0OPOM TEKCTYPHBIX KOOP/IWHAT.

[aHHBI MeTO[ MPUMEHUM TOJIBKO /ISl CTaTUUeCKUX MOZesield U HeroJBUKHbIX
VICTOYHUKOB CBeTa.




Line Buffer

Line Buffer | JTuneiinbiii Oydep

Bydbep  mamsiTy,  UCMONb3yeMbld  [Isi ~ XpaHeHUs  OAHOW  JIMHUU
BU/leon300paxkeHus. Ec/ii ropru3oHTa/bHOE pa3pellieHre AUCILIes] YCTaHOB/IeHO
paBHbIM 640 M [ KOAMpOBaHUA LBeTa ucnosb3lyercsi cxema RGB, 10
nuHeliHbIM Oydep OygeT uMeTs pa3mep 640x3 Galit. JluHeliHbIN Oydep 0ObIUHO
WCTIOb3YeTCsl B alrOpuTMax (UILTPOB.




LOD

Level Of Detail | Ctenenb feTanu3aiuu

MeTtoj, onTUMM3alMU peHZiepyuHra B rpaduueckux [ABMXKKaX, OCHOBAHHBIM Ha
CHIDKEHUM JieTalv3alldd MoJenerd 10 Mepe WX OTAajeHus OT KaMephbl.
Paznuuaror guckpetHbid LOD, mpegycMaTpuBarOllii XpaHeHWE HeCKOTbKUX
BapUAHTOB MOZIE/IM B TaMSITA U MEPEK/II0UeHUe MeXy HUMH, U JUHaMU4eCKUr
(WK HerpepbIBHBINW ), 0CHOBaHHBINM Ha TeCCeSILUA Mellleld B peaJlbHOM BPEMEHH.
Ouuamuueckni LOD, Kkak TipaBWIO, WCMHOJNb3yeTCd [Jid PpeHJepuHra
naHAmagToB.




Low-Poly Modelling

Low Polygonal Modelling | HuskononuronaisHoe Mo/jeTMpOBaHye

HPOHECC CO34aHHA YIIPOIIEHHBIX TPeXMEPHbIX MO,[[EJ'IEI‘/JI C HM3KHMM KOJ/JIMUeCTBOM
TI0/IMTOHOB. Takue MOJe/In 00BIYHO HCIIOJ/Ib3YIOTCA B KOMIIBIOTEDHBIX HUI'DAX, e
HEO6XO,£[I/IMO MdKCHUMAJIBHO COKpPdTHUTb Bpewm-, 3dTpa4yrBde€MO€ Ha
Tpchcl)opMauH}o U peHaepuHI ITOJIM'OHA/IbHBIX TTPUMHUTHBOB. M3Haua/ibHO BCe
MOJe/id B 3D—I/Il"an OBUIM HU3KOIIO/IUTOHA/ILHBIMU.




Map

Map | Kapra

OTCKaHUpPOBaHHOE WM HapHMCOBAaHHOE PACTpOBOe M300pakeHue, 3ajarolijee Te
WM UHbIE CBOMCTBA MOBEPXHOCTH B KaXK[OM €ro TOUKe - HampuMmep, BT WU
HOopMa/ib. KapThl Takke Ha3bIBalOT TEKCTypaMU, XOTS TEKCTYpPOU KOPPEKTHee
Ha3biBaTh M300pakeHWe, XpaHsilleecs B BHjeomnamsiTd. [I1s peHJepUHra
Mo/le/ield UCIO/b3YIOT 1iBeToBble (Auddy3HbIe) KapThl, KapThl HOPMasiel, KapThbl
OCBEIIIeHHOCTH, KapThl BBICOT, O/JIMKOBbIE KapThbl, KapThl OKPY>KeHHUs, KapTbl
caMOCBeueHMs U T.J. B coBpeMeHHOM ¢H3nuecku 000CHOBAHHOM DeH/IepHHTe
TakK)Ke TIPUMEHSIFOTCS KapThl MeTa/VIMUHOCTU U LIepoxoBarocTtu. IIpouecc
HasI0)KeHUs1 KapThl Ha TIOBEPXHOCTh MOZie/Id (KOTOPBIN CBOJUTCS K OTOOPayKeHHIO
MPOCTPAHCTBEHHBIX KOOPJAWHAT B TEKCTYPHbIE€) Ha3bIBAaeTCSl MArUHIOM WA
TpOeLpOBaHKeM.

Cwm. Taxke Texture.




Material

Material | Marepuan

COBOKYITHOCTh MapaMeTpPOB TMOBEPXHOCTH, OMpeJe/iIiolUX BHEIIHUNW BU/I
o0beKTa. DTU MapaMeTphbl 0OLIUHO BK/IIOUAIOT 1IBETOBbIE KOMITOHEHThI, 3HaUeHHe
TPO3pPauHOCTU, OJIHY WM HEeCKOIbKO Aud@y3HBIX TEKCTyp, KapTy HoOpMaJiew,
KapTy OCBeljeHHOCTU U T.A. CrenyeT TNMOMHUTb O TOM, YTO B MIrpOBbIX 3D-
JBIDKKAX TOHATHE ''Marepvan’ OTHOCHTCS K TIOBEPXHOCTH, a He K 00bemy
00beKTa, TIOCKO/IbKY PacTepU3alvu MO/IJIEKUT TOBKO MTOBEPXHOCTh.




Matrix

Matrix | Marpuia

[IBymepHasi Tabnuiia. Matpuiibl 0603HauaroTcst Kak NXM, rme N - KouuecTBO
CTpPOK Tabnuipl, M - KoiuuecTBO CTO/OLOB. B ymHeliHON anre6pe 0OBIUHO
WCTIONB3YHTCS KBa/IpaTHbIe MaTpPULIbI (Y KOTOPBIX KOJTMUeCTBO CTO/IOIOB U CTPOK
oguHakoBo). B 3D-rpaduvke KBaJpaTHble MaTpULIbl HCIIO/B3YIOTCH /IS
NMUHeNHBbIX mpeobpa3oBaHUl BEKTOPOB M TOUEK K3 OJHOTO TMPOCTPAHCTBA B
Zpyroe.

Matpuilbl MOXHO TIepeMHO)KaTb, HWHBEPTUPOBAThb (BBLIUMC/IATL OOpaTHBIE
MaTpHUI[bl), a TAKXXe TPAaHCIIOHUPOBATh - TO €CTh, MEHATb MeCTaMU CTOMOLbI U
CTPOKM (CTPOKa CTAaHOBUTCS CTO/MOIOM M HaobopoT). Ocobblii BUJ, KBajipaTHOM
MaTpHLIbl - €JUHUYHAsA. Y eJUHUYHOU MaTpHLIbl BCe 3JIeMEHTbI, KDOMe [VIaBHOU
[MarOHa/i, paBHbI HY/IIO, @ IVlaBHasg JuaroHajb (OT JIeBOrO BepXHero yria K
TPaBOMY HWXKHEMY) COAEpPXXUT enuHulbl. EqVHWYHasi MaTpuila paBHa CBOeM
oOpaTHOM ¥ TPAHCMOHWPOBAHHOM MaTpullaM. YMHO)KeHUWe MaTpHlbl Ha
eJMHAYHYIO [aCT B pe3y/ibTaTe TOUHO TaKyrO jKe MaTpULly.

YMHO)XKeHHe MaTpul] OCYI[eCTB/SIeTCS TI0 CTO/IOIaM U CTPOKaM - [IJisl KaX/I0TO
5/IeMeHTa pe3y/IbTUPYIOLled MaTpulibl COOTBETCTBYIOLLAsA 3TOMY S/IeMEHTY
CTpOKa OJJHOW MaTpHLIbl CKa/JIIPHO YMHOXKAeTCsl Ha COOTBETCTBYIOLUMN cTombel]
JIpyrov. YMHOK€HUe MaTpHl] HEKOMMYTaTUBHO - TO €CTbh, i maTpul] A u B
nipou3BezieHre A * B He 00s13aTe/ibHO paBHO B * A.

Taxk>ke MOXKHO TIepeMHOXKUTh MaTPUIly U BEKTOp, €C/U MPU 3TOM CoOMofaeTcs
orpeJie/leHHOe COOTBeTCTBME UX pa3MepHocTer. ECTb [JBa BHJa Takoro
YMHOXeHUs - jieBoe M npasoe. JleBoe ymHOxaeT marpuuly NxM Ha BekTop-
ctoniber] pa3aMepHOCTA M, U B pe3y/ibTare T0J/ydyaeTcsi BeKTOp pa3MepHOCTH N.
IIpaBoe yMHO)KaeT BeKTOpP-CTPOKy pasMmepHocTd N Ha Marpuny NxM, u B
pe3y/ibrare M0Jy4yaeTcss BeKTOp pa3MepHOCTA M. BeKTop-CTpoKa - 3TO BeKTOp
pa3mepHOCTU N, 3amucaHHbIN B BUjle MaTpullbl 1XN, BeKTOp-CTO/I0eI] - BEKTOD
pasMepHOCTU M, 3anvcaHHbIM B BUAe maTtpulibl Mx1. B ocranbHOM mpaBusia
YMHOXKEHUSI TaKue >ke, KaK W [I/ii MaTpull - CTpoka Ha ctonber]. IIpaBoe
YMHOKE€HHe COOTBEeTCTBYeT JIeBOMY C TPaHCIIOHWPOBaHHOW Matpulen (U
HaoOOpOT), M 93TO CBOWCTBO YaCTO UCMOMb3YeTCS B  KOMITbIOTEPHBIX
BBIUMCJ/IEHUSIX /ISl PA3/IMUHBIX ONTUMU3ALUH.



CwM. Takxke Transformation, Vector.




Mesh

Mesh, Polygonal Mesh | [TosuronanbHasi ceTka

KoHeuHble CIMCKU BepIMH, pebep W rpaHel Ha3bIBAIOTCS TOJIMTOHATBHON
CEeTKOM, eC/ii ee KOMITOHEHTBI YZIOB/IETBOPSIFOT CIEAYIOIIAM yC/IOBUSIM:

- Kaxkast BepiimHa /10/KHA UMETh XOTsI ObI 0IHO peGpo

- Kaxxzmoe pebpo 0/DKHO MMeThb XOTs ObI O[JHY TPaHb

- Ecytu iBe rpaHu riepecekaroTCsl, BepIliiHa WK pedpo, KOTOpbie TOyYH/UCh B
pe3yJibTaTe TiepeceueHusl, 0/DKHbBI ObITh KOMIIOHEHTaMU TTOJTMTOHA/TbHOM CeTKH.
Eciu Bce TpaHU B CeTKe - TPEYrOJIbHUKW, OOBEKT Ha3bIBAETCS TPEYrobHOMN
ceTkou (triangle mesh wiu cokpaitieHHO trimesh).




Metaball Modelling

Metaball Modelling

I[Tpotiecc co3maHusi TpeXMepHbIX MOJe/ied U3 OTAeNbHbIX cdep (WM, B peKux
Clyvasix, U3 ApPyrux reoMeTprUueCcKUX Tes), KOTOpble B3aUMO/IeCTBYIOT APYT C
JPYTOM TIPDH COKpAIl[eHUH PacCTOSIHUSA MeXy HUMH. I[TomobHasi TexXHOJIOTHs
TIPUMEHSIeTCSI, B YaCTHOCTH, TIPU BOCCO3/IJaHUH OpraHUYeCKUX 00BEKTOB.




Mipmapping

Mipmapping | Munmannusr

[MTo-natuHcky mip (multum in parvum) o3Hadaet "MHOroe B OZHOM".
[IpeapacuvTaHHBIM ONTUMU3MPOBAHHBIM HAOOp W300pa)keHWid, CBSI3aHHBIX C
OJJHOM TeKCTypOU U TpeJjHa3HaYeHHbIM /IJIs YBeJIMUeHUs] CKOPOCTU pPeHJleprHra 1
y/yullleHus: KaueCTBa n300pa’keHusl.

Kaxgoe crenytoliee n3obpakeHre B Habope BABoe MeHblile mpeAbiayiiro. T.e.
camoe IlepBoe MuMeeT pasMep paBHbId pa3Mepy TeKCTypbl, BTOpOe B[BOe
MEHBIIINH, TPeTbe - BYETBEPO U T.A. [0 pa3Mmepa 1x1 Tekcernsb.

CMBIC/T TIpe/ipacCuMTaHHOrO Habopa COCTOMT B TOM, UTO MPU TeKCTYPUPOBaHUU
Oyzer BbIOMpaTcs wu300pakeHWe C Haubosee TOAXOASIMM  pa3MepOM.
Haripumep, ripy peHziepyHre yjajeHHbIX TTOBEPXHOCTEN WK TTIOBEPXHOCTEM 07
MaJleHbKUM YIJIOM TIO OTHOILIEHWI0 K Kamepe TIpeArouTuTe/ibHee BbIOpaTh
TEKCTYPy MeHbLLIero pa3Mepa Jijisl yCTpaHeHus 3(eKTa ajracuHra.




Model

Model | Mogenb

O,Z[I/IH 13 criocoOoB OpraHH3aln 00BLEeKTOB B ClieHe. MO,Z[EJ'IL MOJKET COoAepKaTb
He TOJIBKO I/IHd)OpMaL[I/I}O 0 reOMeTpuH, HO TdKXKe U Cl)YHK]_]"I/IOHaJ'IBHBIe KPHUBLIE,
TeHAEPbI U MHOXECTBO APYI'UX CBOﬁCTB, KOTOp&bIE OIpeae/idroT BK/IIFOUEHHLBIE B
Hee 371eMeHTbl. DTOT TEPMHUH TdAKXKE MOXHO OTHECTH K 00BLeKTaM u IMepCoOHA>XdM.




Motion Blur

Motion Blur | PasMbITHe npy ABHKEHUU

Oddekt cmazanHocTH ('1IeBesieHKA"), BO3HUKAIOIIMH NpU (DOTO- U KUHOChEMKe
13-3a /IBI)KeHUs 0ObeKTOB B Kajipe B TeueHHe BpeMeHM 3KCTO3ULUU Kazipa. B
TPeXMEepHOM aHWMallud BUPTyajbHas Kamepa HMeeT OeCKOHEUHO Maslyto
BBIIEPXKKY, TI09TOMYy CMa3sblBaHUWe, TM000HOe Tio/iyuaeMOMy KaMepoul W
ye/lOBeUECKUM TIJIa30M TIpU B3IVIsiie Ha OBbICTPO ABWXKYIMecs 00BeKThl,
OTCYyTCTByeT - ero OOBIUHO WMUTHDYIOT MCKYCCTBEHHO C TIOMOIIIbIO
Harpa/ieHHOro pa3mbiTus (directional blur).

Pa3MbITHe TIpU ABWKEHUM HCIIO/Ib3YEeTCS TIOUTH BO BCEX FOHOYHBIX MTpax (ais
co3zmanus 3ddeKkTa CKOPOCTHOM €3/1bl), CLIOPTUBHBIX CUMY/siTOpax (At ObICTPO
JOBIDKYIIUXCST OOBEKTOB, BpOZfle Msua WM IIaibbl), a Takxke (alTHUHrax
(bbICTpBIe IBWKEHUS XOJIOAHOTO OpY’KUs, PYK U HOr). VMHOr[a pa3mbITHe TIpH
JBIDKEHUH HCIIO/b3YeTCs B Urpax OT TIEPBOTO JiMlla TPU OBICTPOM IIOBOpOTE
KaMephl - I TIPUAAHUS KapTUHKe KHHeMaTorpauuHOCTH.




Motion Capture

Motion Capture | 3axBaT ABMKeHU

TexHosorus CHMHXPOHHW3alr ,Z[BI/I)KEHI/Iﬁ JKUBOI'O dKT€pa KW BHPTYAJIBHOI'O
IMepCoHa>kd B ped/JIbHOM BpeM€HH C HCIIOJIb3OBdHKMEM CIIeIUd/IbHOI'O dIllldpdTHO-
IMpOrpaMMHOI'0  KOMIL/IEKCA. I/ICHOJII)BYETCH AJIsA 3aIllTMCHU  CJIOXKHBIX ,Z[BI/I)KEHI/II;’I
(HaanMep, CHOpTI/IBHBIX) 4JIA T1I0CJIeAyIolero MCIriojib30BdHUA B TPEXMepHOﬁ
dHUMdLIMX 1 KOMIIbIOTEPHBIX UI'DAX.




Multitexturing

Multitexturing | MyasTUTEKCTypUpOBaHue

[Tporiecc HamokeHUs IByX U Oosiee TEKCTyp Ha OOBEKT.




Normal

Normal | Hopmasnb

BekTopHasi Be/lMUMHa, OMpefesisiiollas HarpaBjieHue, TepreHAUKY/IspHoe
noBepxHOCTU. Hopmasib K TpeyrojibHUKY OIpefesisieTCss B BHUAE BEKTOPHOIO
npou3BeJieHUsl AByX pebep TpeyronbHUKa. B mporpamMmupoBaHuu rpaduku
HOpMaJib MOXKeT ObITh 3aJlaHa KakK /IJIsl KaK/J0T0 TPeyroJbHUKA, OMUCHIBAIOILETO
HEKyI0 TIOBEDXHOCTb, TaK M [Js1 KaXJOW BepIIMHbl B 3aBUCUMOCTU OT
Tpebyemoro pe3ynbrara. [IivHa HopManau paBHa 1. [IpuBesieHMe [/TMHBI BEKTOpa
K eJUHULIe C COXPaHEeHHEeM ero HarpaB/ieHusl Ha3bIBaeTCs HOpMasiv3aliuei.




Normal Map

Normal Map | Kapra Hopmarnen

Kapra, 3agmaroijass BeKTOD HOPMa/ld B KaXAOKW TOUKe IIOBEPXHOCTH.
Wcrionb3yeTcsi Ajsi TeHepaluu TIOBePXHOCTeH, bumpmapping'a ¥ mpounx
anropuTMoB. Kapra HOpMasieli 0OBIUHO TpeZiCTaBleHa TEKCTYpOH, B KOTOPOM
JlaHHble 3amvcaHbl TakK, 4yTo 3HaueHusi RGB mepeBogstcs B XYZ, rme Z
yKa3bIBaeT MepreH/JUKY/IsSIPHbIA TOBEPXHOCTH BEKTOP.




NURBS

Non-Uniform Rational B-Spline | HeogHopogHbiii paijuoHanbHbii B-crinaiiH

OO61uit cmocob 3a/jaHust MapaMeTpUUeCKUX KPUBBIX U TIOBEPXHOCTEH.




OBB

Oriented Bounding Box | OpueHTHUPOBaHHbIM  OrpaHUUMBAIOLINN
rapasuiesiernunes

O6nacTh B TIPOCTPAHCTBe, OKPY’Karolllasi HeKWi 00beKT, B BHie MPSIMOYTO/ILHOTO
napasijiesieriurieZla, KOTOPbI  TOBOpauMBaeTCsi BMecTe C  OOBEKTOM.
Hcronb3yeTcsi B pa3/IMUHBIX TeOMETPUUYECKUX OTeparysix, 3aMeHsisi co0oi cam
00bEKT B IIe/IsIX YIPOIeHHWsT W YCKOPEHHs BBIUMC/IEHWHA - HarpuMmep, Tpu
00Hapy)XKeHHUH CTOJIKHOBEHUH, TPACCUPOBKE Jiyuel U pa30ueHnU TIPOCTPaHCTBA.
Hmeer npenmyinectBo Haj AABB, 3akirouarorieecss B OJJMIHAKOBOM CTereHU
anmpoKCUMalliy TIpy F060M MOBOPOTe 00BbeKTa.

CwM. Takke AABB, Collision Detection.




Object

Object | O6bekT

OOmumii TepMHH, WCIOMB3yeMbld s 0003HaueHUs WH(POPMAI[MOHHOM
cyiHOoCTH. OOBeKT siBasieTcss (yHaMeHTaJbHOM KOHIeNiuer B 00BEKTHO-
OpPUEeHTUPOBAaHHOM TPOrPaMMUPOBAHUU W COOTBETCTBYIOLIMX ITPOTrPaMMHBIX
cpefiax, /e Toj, HUM MOHUMaeTCst 0co0asi CTPYKTypa OpraHu3aliiy JaHHbBIX.
OOBeKT 3auacTyto siB/isieTCss MH(OOPMAI[MOHHOM MOZe/bI0 Kakoro-m1ubo mpeamera
WM sIBJIeHUs peanbHOro Mupa. OmnepupoBaTh HWH(pOpMalell Ha YpOBHe
00BEKTOB CYII[eCTBEHHO JieTue W HarvisijHee, YeM Ha yPOBHE [IaHHBIX, TI03TOMY
WH(MOPMAalIMOHHbIE  CUCTEeMbl Ha OCHOBe OOBEKTOB  PACIpOCTPaHEHbI
TIOBCEMECTHO.




Occlusion

Occlusion

[TepekpbiTHe B TPEXMEPHOM ITPOCTPAHCTBE OAHOT0 00BEKTa APYTUM.




Octree

Octree | [lepeBo OKTaHTOB

CTpyKTypa [aHHBIX, IIpeACTaB/AoLlas eBKJAUJO0BO IIPOCTPAaHCTBO B BHUJE
OKTapHOIO ZIepeBa, B KOTOPOM KaKAbik 31eMeHT siByisieTcs AABB. Ilpu sTom
KaX/Iblii KyD AemuTcsi Tpemsi TJIOCKOCTSMM Ha 8 (0ObIUHO B3aMMHO PaBHbBIX)
KyboB. Octree 00OBIUHO MPUMEHSIFOTCS fJii pa30ueHust OOJMBIIMX OTKPBITHIX
HEIUIOCKUX MPOCTPAHCTB. 3aMeTUM, UTO II0f, "TUIOCKUMHU'" TMPOCTpPacTBaMHU
TIOHWMAIOTCS TIPOCTPAHCTBA, B KOTOPBIX IlepeMelljeHUe KaMepbl OrpaHUYeHO
TIPEMMYIIIeCTBEHHO HEKOTOPOU IIJIOCKOCTBIO: TPHUMEPOM MOXKeT CIIY>KUThb
aBTOCUMY/STOP. /s "MyIocKuX" MPOCTPAaHCTB Oosbilie OAXoAUT quadtree.

Kak u MHOrve [pyrvue MeTo[bl pa30OueHusi, octree TIPUMEHSIETCS [Jisl
OTTUMU3alMK 0OHapy>KeHusi CToIKHOBeHuH U frustum culling.




ODE

Open Dynamics Engine

BecriaTHasi ~ OTKpbITasgs  OMOMMOTeKa  MPOMBIIIZIEHHOTO — KauecTBa IS
MofleiMpoBaHus  (GU3MKU  TBepAbix Ten. IloaxoguT JAfs  CAMYJSILIUA
TPAHCTIOPTHBIX CPEZCTB, CYIECTB C HOraMd M ABWXKYIIUXCS 00bekToB. ODE
ObicTpas, TMOKas W HaJ|e)KHasi, WMeeT BCTPOEHHYIO CHUCTEMY OIIpe/ie/ieHus
cronkHoBeHuii. ODE pa3pabareiBaeTcsi ¢pusvkom Pacceiom CMHUTOM COBMECTHO
C KOMaH/[0¥ 100pOBOJIbLIEB.




OpenGL

Open Graphics Library

['padmueckasi OubMMOTEKa YTBEP)KAEHHOTO WHAYCTPUAIbHOTO CTaH/AApTa,
pa3paboranHasi B 1992 rogy peBsatbio Beayummu [T-dupmamu: Digital
Equipment, Evans & Sutherland, Hewlett-Packard, IBM, Intel, Intergraph,
Silicon Graphics Corp, Sun Microsystems u Microsoft. B ocHoBe cTaHgapTa
nexxut 6umorteka IRIS GL, pa3paborannasi Silicon Graphics. Bubmmuoreka
OpenGL aocTaToyHo TIPOCTa B WCIOAB30BaHUMU U 0OyueHuU, o0safiaeT oueHb
LLIMPOKUM CITEKTPOM BO3MOKHOCTel. BOT HeKOTOpbIe 13 ee JOCTOUHCTB:
CrabunbHoCTh - OpenGL ycrosiBiniics ctaHZiapT. Bce vu3MeHeHus, BHOCUMbIE B
HEero, aHOHCUPYIOTCS 3arofisi U peayi3yIOTCsl TakK, UTOObI y>Ke CYIIeCTBYlOIIjee
1O He c60UI0 HAa HOBBLIX KapTax.

HapexHocts - Bce mnpunoxenus, wucrnonb3yromjue OpenGL, rapaHTupyroT
O[IVHAKOBBIM BU3ya/bHbIM pe3y/braT, He3aBUCUMO OT O0Opy/OBaHUS U
ornepalviOHHOW CUCTEMBI.

[ToptrpyemocTts - [lpunokenus, ucnonssyrompye OpenGL, MOryT 3amyckaTbCs
Ha pa3/IMUHbIX apXWUTEKTypax W MOJ, pPa3/IMYHbIMU OMepaljuOHHbIMU CHCTEMaMH1
(OpenGL obecrnieuriBaeT 1epeHOCUMOCTb Ha YPOBHE HCXO/HBIX KOZIOB).

I'maBHasi ocobeHHocTh OpenGL - ero K/iuWeHT-cepBepHasi apXUTEKTypa, UTO
TeOpeTUYeCKU MO3BOJIIET TMOMECTUTh K/IWEeHT (MPUIoKeHWe, HCIIO/b3yIoLre
OpenGL) u cepep (ucrnonHuTe/bHYI0 yacTb OpenGL) Ha pa3Hble MalllVHBI.
OpenGL pa3BuBaeTcsi C MOMOIbI0 MeXaHW3Ma ''paciIvpeHun” - CrieluaJbHbIX
MoauduKaiuii 6a3oBoii Bepcun API, koTopbie A00AB/ISIOT HOBbIE BO3MOYKHOCTH
W/WMA pacllivpsitoT crapble. Korja HakaryiMBaeTCsl COMUJIHBIA Oarak TakKux
M3MeHeHUW (pacmmpeHuii), koHcopuuyM OpenGL BbinyckaeT crieli(UKaliio
HoBoM Bepcun OpenGL. Ha aHHbBIN MOMEHT TOC/IeJHSISI BePCUSI Crieliu(prKaLin
- 4.0.




Parallax Mapping

Parallax Mapping

MeTtop, [gocCTXKeHUsT BUAUMOCTU penbeda Ha mnoBepxHOCcTU. [lpencraBnsieT
coboii ynyuiieHHbIi Normal mapping. YnyullieHve 3akK/arOuaeTcsi B TOM, UTO
KapTa HOpMaJjield He TOJIbKO BJIMsIeT Ha OCBEIeHHOCTb MMOBEPXHOCTU, HO U Ha
CMellleHWe  TeKCTypHbIX KoopAauHar. To ecTb, penbed  CTAHOBUTCS
1ceBA000bEMHBIM U T0-Pa3HOMY BBITVISIAUT C Pa3HbIX YITIOB.

Cwm. Takke Normal Map, Bump Mapping, Displacement Mapping.




Particle System

Particle System | CuctemMa yacTuij

CucremMa aHMMallUW, COCTOsIIIAsi U3 OOJIBIIIOrO KOMMUeCTBAa OUeHb MasjieHbKUX
00beKTOB, TOBe/leHHe KOTOPhIX OrpefiesieH0 MareMaTuuecku. CucTeMa uYacTHI]
OOBIUHO COCTOUT U3 3MUTTepa (KOTOPbIM MOXKET OBbITb TOUKOM, MOBEPXHOCTHIO
Ui 00beMOM, YW MOXKeT HCITyCKaTh YaCTUIlbl HarpaB/ieHO WM BO BCeX
HampaB/eHUsIX) U psila obsacTell, KOTOpbie OMpeJe/isiioT TOoBeJjeHre YaCTHI]
(arTpakTophl, AedaeKTOpkbl, YelHKephl U AecTpoliepsl). Kaxkaas yactviia uMeeT
KOHEUHYIO TIPOZIO/KUTEIbHOCTh JXKU3HU, U MOXKeT 00/1a/jaTb CBOMMU aTprubyTamu
(uBeT, pagudyc, TPO3payHOCTb), KOTOPble U3MEHSIIOTCSI B TeueHue 3TOou
TIPO/IOJDKUTE/ILHOCTU  JKU3HUA.  YacTuilbl  OOBIUHO  WCTIO/B3YHOTCS /ISt
MO/Ie/TMPOBaHusI OTHS, AbiMa U ApYyTrux 3¢ (eKToB.




Physics Engine

Physics Engine | ®u3nueckuii BUKOK

[Tog moHsiTueM "du3nuecKui [JBWKOK' B TPOrpaMMHUDOBAHUU MPHUHSTO
roZipasyMeBarb nporpammy (WM TOANPOTrpaMMy), MOZENUPYIOLUI0 TOT WU
yHOM (hr3nueckuii npouecc. Knaccrueckuil mpumep - ABWXKOK, MOZE/IHPYIOLLINNA
(GU3UKY TBepAbIX Tesl HA OCHOBE UMITYJ/IbCOB.




Pipeline

Pipeline | KonBeiiep

[TowaroBeiii MeTof, peHaepunra 3D-rpaduku (pactepusauuu). CBoe Ha3BaHUe
TIOJIyYM/I U3-3a TOT0, YTO BBIXOAHbIE JJAHHbIE KaXkKZO0ro 1iara (CTafuu) IBJISHOTCS
BXOZHBIMU /15 CJIeZIYIOLLIero.

1. Tpancdhopmariusi. ITa CTausl HAUMHAET BEPIIMHHBINA KOHBEHep, T7ie equHHLIeH
00paboTKM sBAsIeTCS BepivHA (Touka B adduHHOM mMpocTpaHcTBe). Habop
BepILYH, (OPMHUPYIOIINX TPEXMEPHBbI OOBEKT, MEePEBOAUTCS W3 MO/EIbHOIO
MIPOCTPAHCTBA B MHUPOBOE, a 3aTéM - B BH/OBOE, I/l HaAyaJOM KOOPAWHAT
ABJIIETCS TIO3MLIMS KaMephl (3T J[Ba TIpeoOpa3oBaHUs 0OBIYHO COBMEIAIOTCS B
ofHo). ITosmyueHHbIe BEpIIMHBI ITEPEBOAATCS T€PCIIEKTUBHON MaTpullel B
MIPOCTPAHCTBO  OTCeueHWs. B  mporpaMMupyeMoM  KOHBeiepe — CTajus
TpaHCc(opMaly TTPOMU3BOAUTCS B BEPILIMHHOM IIIeHiepe.

2. Otrceuenuie. HeBuayMble BepIMHBI (BBIXOZSAIIME 33 TMpeebl ITHPAMU/bI
BUJUMOCTH) OTOPAcChIBalOTCS 1 He MepeIaloTCs AasibIlle.

3. Hopmanusarus. M3 mMpocTpaHCTBa OTCEUEHMs] BEPIIHHBI ITEPEBOAATCI B
HOpMaJIM30BaHHbIe KoopAuHathl ycTpoictBa (NDC) - To ecTh, (haKTUUECKH, B
JBYMEpHbIE KOOPAWHATBl HAa 9SKPAaHHOM IIJIOCKOCTHM + KOOpAWHAara Z,
o6o03HauaroITias ITyOUHY OTHOCUTETFHO SKPaHHOM T/IOCKOCTH.

4. Pacrepu3aius. [TonydyeHHBI HaOOp TOUEK WCTIONb3YeTCs [jIsi pacTepU3alviu
TIOJIUTOHOB  (0OBIUHO TPEYTOJIbHUKOB) I10 3aJaHHBIM IIpaBWJIaM TTOCTPOEHHS
pebep. B mporpaMmmupyeMoM KOHBeliepe 3TH TpaBW/a MOTYT ObITh 3aJaHbl B
reoMeTpruuecKoM Iediziepe. Takyke Ha 3TOM CTAJUM MPOMCXOAUT UHTEPITOJISAIUSA
BEPILIMHHBLIX aTpUOyTOB (I[BE€T, HOpMajb, TEKCTYPHbIE KOOPAWHATHI U TIP.) IIO
TIOBEPXHOCTH T10JIUroHa. [TpOU3BOAMTCS MepPCHeKTUBHAsS KOPPEKLIWS TeKCTYPHBIX
koopuHaT. C 3TOr0 MOMEHTa HAuMHAeTCs THKCeIbHBIA KOHBeWep - JaHHbIE
00pabaTbIBatOTCs TTOMTHUKCeTBHO.

5. BelurcieHue 1jBeta. B mporpaMMupyeMoM KOHBelepe pe3y/IbTUPYOIIHH 1BeT
TIUKCEeNIs] BBIUMC/IAeTCI BO (parMeHTHOM 1elifepe. Ha »3Tom 3Tame
PaCCUMTHIBAIOTCS  TIOMUKCEIbHOE —OCBeIlleHrWe, TeKCTYpUpPOBaHUe, pefbed,
OTpPa’KeHHe, TEeHW, IPO3pPauHOCTh W Apyrue 3ddekTol. B KauecTBe BXOAHBIX
JAHHBIX MCITO/Ib3YIOTCS MHTEPIIO/IMPOBAHHbIE BEPIIMHHbLIE aTPUOYTHI, a TAKXKe
TEKCTYPBI.



6. ITpoBepka riybounsl. [Tepes TeM, Kak 3amucaTh MUKCeb B Oydep Kagpa, MoXKeT
ObITh Tipou3BesieHa mpoBepka rayouHbl (depth test). Koopaunara Z mukcens
CPaBHUBAETCSI C COOTBETCTBYHOIIIel TyOouHoi B Z-0ydepe. Ecmu oHa MeHbllle, TO
TTUKCeb JO/DKeH ObITh OTPUCOBAH, eC/TH HeT - TO IPOUTHOPHPOBaH.

7. CMeruuBaHue. [losmyueHHbIM BT MUKCES] MOXeT IO 3aJaHHbIM IpaBU/iaM
CMeIlMBaThCsl C y)Ke TIPUCYTCTBYIOIIUM 1BeToM B Oydepe kazapa. Mtorosoe
3HaueHue 3amnucbiBaeTcs B Oydep.

Crenyer Takke yueCTb, UYTO CBOM KOHBelep eCTb U Yy BTOpPOro IO
pacrpocTpaHeHHOCTU MeTozia 3D-peHziepyHra - TpacCUpPOBKU Jyiyueil. OH Oosiee
TIPOCTOM W WHTYUTHBHBLIM U OTepUpyeT, T7laBHbIM 00pa3om, ayuamu. Haboper
BepILIMH KCIOJb3YIOTCS TOMBKO /il OmpefiesieHus: xofa ayva, Oydepa riyOouHsbI
HeT, a TMepCHeKTHBHOe TMpPOoeLMpOBaHWe OCYLIeCTB/seTCsl IMyTeM pacyeTa
CTapTOBOTO HarpaB/ieHUsl Jydel [si KaXJOro THKCenasi u300pakeHusl.
WTOroBbIM LIBET MUKCEJs paCCUUTHIBATCS CXOXKUM C ()parMeHTHBIM IlIei/lepoM
obpa3zom.




Pixel

Picture Element | [Tukcenb

KoMOWHUpOBaHHBIA  TepMUH, 0003HAYAOU[UM  HAUMEHBIIUN  3/IeMeHT
n300pakeHuss WM JKpaHa MOHWUTOpa. V3o00pakeHWe Ha 3KpaHe COCTOUT W3
COTeH ThICSY CBETSIIUXCS TOUYeK, OObeAWHEHHBIX sl  (HOPMHUPOBAHUS
n3obpakenust. IIWKce/mb SIB/ISETCST MHHUMATbHBIM CETMEHTOM pacTPOBOM
CTPOKH, KOTOpasi  [JUCKDeTHO  VIIpaB/IsSleTCs  CUCTeMOW, obpas3ytorieit
n3obpakeHue.




Polygon

Polygon | [Tonvron

MHOrOyTO/IbHUK, SIB/SIFOIIUANACS COCTAaB/SIIOIEeN 4acTbio JH0O0r0 TpexXMepHOTro
oobekta. B coBpemeHHo#t 3D-rpaduke TIOf, TIOJIMTOHOM uaille BCEro
Mo/[pa3yMeBalOT  TPEYroJbHUK, OMMCAHHBIM KOOpAWHATaMW BEepIIMH B
TIPOCTPaHCTBE.




Post Processing

Post Processing | [TocT-o6paboTka

Cepusi orepaiuii Haji “300paXkeHUeM, TOJyueHHbIM B pe3y/ibTaTe PeH/lepUHTa,
BKJ/IFQUAIOL[asi KOPPEKLUI0 SIPKOCTH, KOHTPAcTa, HACBHIIEHHOCTH, a TakKxe
nipyMeHeHre pa3HooOpa3HbIX 3 eKToB U GUNLTPOB.




Primitive

Geometric Primitive | [eomeTpuueckrii TpUMUTUB

TO‘-IKa, OTPE30K W/ MHOI'OYI'OJIbHHK.




Procedural Texture

Procedural Texture | [IpoiieaypHasi TeKCTypa

TekcTypa, onucbiBaeMasi MaTemMaThuecKumu (opmynamu. Takue TeKCTypbl He
3aHMMalOT B BUJEOIMaMSITU MeCTa, OHU CO3/Jal0TCsl MUKCeIbHbIM IeiiiepoM "Ha
nety", KaX[Abll WX 3/IeMeHT (TeKCesb) TMOJydaeTcs B pe3y/bTaTe WCIO/HEHUs
COOTBETCTBYIOIIMX KOoMaHJ Iuelifiepa. Haubosee wuyacto BcTpevaroljuecs
TpoLieypHbIe TEKCTYPbI: pa3Hble BU/HI Lilyma (Haripumep, fractal noise), gepeso,
BOJIa, J1aBa, [IbIM, MpaMOp, OTOHb U T.I., TO €CThb, Te, KOTOPble CPaBHUTEIbHO
MIPOCTO OMKCATh MaTemMaThue CKH.

K coxaneHuto, mnpoLeAypHble TEKCTypbl He TOJyYWId TIOKa [IOJKHOTO
TIpUMEHEHUS B UTPax.




Projection

Projection | [Ipoekijus

OTobOpaxkeHWe TPeXMepHOr0 MPOCTPAHCTBA Ha IJIOCKOCTh TMyTeM TOCTPOEeHUS
MpOeLIMpYIOIIUX TUHUN. B KkoMnbroTepHOU rpadvke pacpoCTpaHeHbl TPU BUAA
TIPOEKIUU:

Orthographic (opToroHasbHasi) - MeCTOMONIOKeHUe 3puTesiss OeCKOHeUHO
y[aJeHO OT CLieHbl, T03TOMYy BCe JIMHUM B/OJIb OAWHAKOBBIX OCEW SIBJISIOTCS
napa/ienbHbIMU. K opTorpaduueckoit NnpoeKUyuu OTHOCUTCSI U30METPHSL.
Parallel (mapannenbHasi) - Ppa3HOBUHOCTb OPTOTOHAJBLHOM MPOEKI[WH,
napajiesibHasi KOOpJMHATHbIM OcsM. K mapasiesibHOM TIPOEKLMM MOKHO
otHectu BUAbI Front (Bug cniepean), Top (Bua cBepxy) u Right (Bug cipaBa).
Perspective (riepcrieKTHBHasl) - Tapasuie/ibHble JIMHUU BU3yalbHO CXOASTCS B
ofHoOU Touke. [lepcrieKTUBa - caMblii W3BECTHBIM TUM MPOEKIUU U, KaK TIPaBuUIo,
UCTI0b3yeMbIi Hanbosiee 4acTo.




Projection Matrix

Projection Matrix | Marpuiia npoekuuu

Marpuiia pazmepom 4x4, UCONB3YIOIIAsCs /s Mpeobpa3oBaHys TTPUMUTUBOB
13 BH/IOBOTO MPOCTPAHCTBA B TIPOCTPAHCTBO OTCEUEHUs.




Quad

Quadrilateral | Ksag

[TpocTpaHCTBEHHBIN YeTbIPEXYTOMbHUK (B TOM UKC/Ie U COCTaB/IEHHbIN U3 [BYX
TPEeYTro/IbHUKOB).




Quadtree

Quadtree | [lepeBo KBa/[paHTOB

CTpyKkTypa [AaHHBIX, TpeACTaB/sIOIasi €eBK/IWA0BO TIPOCTPAHCTBO B BHjIE
KBa/IpaTUUHOTO JlepeBa, B KOTOPOM Kax/blii 3/eMeHT siBnsieTcsi AABB. Tlpu
9TOM KaXKIbIM KBajpar JenuTcs Ha 4 (0ObIYHO B3aMMHO PABHBIX) KBa/IpaToOB.
Quadtree 00bIUHO TPUMEHSAIOTCS s pa3dueHWss OOMBIIUX  TIOCKUX
TIPOCTPAHCTB, B KOTOpbIX  TlepeMellleHWe  KaMepbl  OTrpaHU4YeHO
TIPEeMMYII[eCTBEHHO HEKOTOPOM TIUJIOCKOCTBIO: TIPUMEPOM MOXKET CITY>KUTh
aBTOCUMYJISITOP.

Kak u wMHoruve papyrue MmeTofibl pa30uwenus, Quadtree TIpUMeHSIETCS IS
ONTUMM3aI[MU 0OHapyKeHUs1 CTONKHOBeHuH U frustum culling.




Ragdoll

Ragdoll | TpsanuuHas Kyk/a

Meton, wucnosb3yembld i CO3[@HUST  (PU3MUECKOW MOfe/u TOBeeHus
4yesI0BeueCcKoro TeJa.

B GO/BIIMHCTBe Cy4yaeB TPSMUUHAsL KyKjia TIPUMEHSIeTCS BMeCTe CO CKeleTHOM
aHUMallvel, Tak Kak TPUHIUI WX paboThl BO MHOTOM CXOK. VI B CKeleTHOM
aHUMalliY, U B TPSTIUUHOM KyKJ/ie TIpUMeHsieTCsl ocobast mepapxus "Koctei" Jjist
aHMMUPOBaHWs BepIIUH Moged. OfHaKo, B OTVIMUKEe OT CKeJIeTHOM aHUMal|uy,
BepLLWHbBI [IepeMelLLaloTCs He 110 3apaHee 3a/laHHbIM IpaBu/iaM, a OCHOBBIBAsCh
Ha (pu3nUeckKor MoJenu TBepZoro Tena. Hampumep ofHa KOCTb BCero ckejeTta
TPSMIUYHOM KYK/IbI MOXKeT ObITh TpefcTaB/ieHa TpeyrojbHON ceTkou (nbo
napasuienierivnesoM wiv LOD'oM B LiesiIX yCKOpPeHUs! BIYMC/IEHUH), a 3aTeM BCe
BepLUVHBI [IePe/IBUTat0TCs TAKXKe, KaK U B CKeJIeTHOW aHUMaLAH.




Rasterization

Rasterization | Pactepusaiius

MeTo/; peH/iepuHra, MpyU KOTOPOM pacTpOBOe U300pakeHHe MOaydaeTcs MmyTem
MOWCKa TUKCesel, MpUHaJJie)Kalux 3aJlaHHOMY TMPUMUTHBY. Pactepusyrorcs,
Kak TIPaBWIO, OTPe3KU U MHOTOYTOJbHUKKA (OOBIYHO TpeyrosibHUKu). B
0000IIIeHHOM CMbIC/Ie pacTepu3aliusi - 3TO TIPOL[eCC TepeBoJja BEeKTOPHBIX
JAHHBIX B PaCTPOBOe M300pakeHUe.

PacTepusaijyusi Ha CerofHSILIHUIN [leHb SIB/ISIETCS CaMbIM pAacCIpOCTPaHEHHbIM
MeToJoM peHjiepuHra 3D-rpaduky BBUAY CBOeU MPOCTOThI U 3(PPEKTUBHOCTH.
PacTepusaiusi JieTKO pacrnapasiieiiBaeTcsi, MO3TOMY [i/isl DeH/epuHra B
peasibHOM BpeMeHU ObUIM CO37IaHbI Criel[iajbHble Bbi/le/IeHHble MHOTOsI/[ePHbIe
npoijeccopsl, Ha3biBatoiecs: Tpaduueckumu (GPU), koTopblie CrocOOHbI
pacTepy3UpOBaTh MUIJIMOHBI TPEYTOJIbHUKOB B CeKyHAy. VIMeHHO pacTepusaius
JIE)KAT B OCHOBE MPAKTUUeCKU BCeX COBpeMeHHbIX 3D-urp.

Cwm. takke GPU, Pipeline, Primitive, Rendering.




Raycasting

Raycasting | Bpocanue nyueii

OrpaHyduyeHHBIM BapUHT TPAaCCUPOBKU yueli 6e3 OTCIe)KUBaHUS OTPa’KeHHBIX U
TIpeJIOM/IEHHBIX  yueid. Vcronb3yeTrcs [isi  oripefie/ieHUs BHAMUMOCTH U
oOHapy)KeHUsI CTOJKHOBeHUU. B0/ib HEKOTOPOro HarpaBieHHWs] BBITYCKaeTCs
JIyd, HaxXOASTCS BCe TepeceueHusi 3TOr0 jyua C O0beKTaMM U BbIOMpaeTcs
o/mKaniiee.




Ray Tracing

Ray Tracing | TpaccupoBka nyuei

MeTtop, peHziepyHra, Ipu KOTOPOM PacTpPOBOe M300pa)keHHue IMoJyuaeTcs MmyTeM
OTC/Ie>KMBaHUSI XOJja Jiyueld M UX TiepeceyeHUil C TpPexXMepHbIMU OOBbeKTaMHu.
TpaccupoBKa Jyueld BO MHOIOM aHaJOrMYHa TOMY, KakK II0JIy4aeTcs
¢dororpadmueckoe n3o0pakeHWe B peasibHOM MHpe, W TIO3BOJsIeT IO/yuyaTb
n300paXkeHus1, MPUOJIDKEHHBIE TI0 JI0OCTOBEPHOCTH K (poTorpadusm (mopoi /10
HEOTJINUMMOCTH).

AJITOPUTM TPaCCUPOBKU BBIT/ISIIUT C/IEAYIOLIMM 00pa3oM: /st KaXK0ro TTUKCeIs
n300pakeHHs1 W3 TIO3ULIMKM KaMepbl BBIMYCKAeTCs Jy4, KOTODbIM 3aTeMm
TIPOBepSieTCsl Ha fepeceueHre ¢ 00beKTaMu ClieHbl. VIcXo/ist 3 TOUKM U HOpMasiu
repeceueHusi, a TakK)Ke M3 XapaKTepUCTUK TOBEPXHOCTU M Habopa U3BECTHBIX
VICTOUHHKOB CBeTa, BBIYUCJISIETCS LIBeT [IOBEPXHOCTH B IaHHOW TOUKe, KOTOPBIM U
TIPUCBaUBAETCS MTUKCETHO.

ANTOPUTM eCTeCTBeHHbIM 00pa3oM Mo/ifiep>KUBaeT MepCrieKTUBHYI0 TPOEKIIU0
(Iyun pacxofsATCs IO Mepe OTjAadeHuss OT KaMepbl), OTOOp MO IIyOuHe
(yuuThIBaeTCsl TOMBKO O/bKalilliee K SKpaHHOW TVIOCKOCTU TiepeceueHue) U
MOCTpOeHre TeHel (/11 MPOBepKH, IorajaeT JId TOYKAa B TeHb, CTPOMTCS elle
OJVH JIyd MO HarpaB/JeHUI0 K HWCTOUHWKY CBeTa - eI OH [epeceKkaeT
MOBEPXHOCTb [0 TOTO, KakK [OCTUTHeT HWCTOYHHWKA, TO TOUKAa 3aTeHsIeTCs).
BBezeHreM [10TOTHUTE/BHBIX JIyuell TPaCCUPOBKa PacCLLIMpPSIeTCs [0 MOALEePKKU
MATKUX TeHeW, OTPa’KeHWM, TpelOMJIEHUM, HEeIpsSIMOrOo OCBelLleHUs U [PYTUx
ONTUUYeCKUX (PEHOMEHOB peasibHOr0 MUpa.

HepocraTkoM TpacCUpOBKM Jlyued, KOTOPbIM T[IOKa MellaeT II0JIHOLIEHHO
WCIIO/Ib30BaTh MeTOZ, [/l peHJepUHra B pealbHOM BPEMEHH, SIBJISIETCS
OTpPOMHBIN 00beM TOKa/IpOBBIX BbIUMC/eHUM. B mocneqHue rofibl MOsSBUIACH
BO3MO)KHOCTb pacrapasjienuBarb TpaccupoBkKy mpu nomoi GPU obigero
Ha3HaueHusi - 3TO T03BOJIeT HA/leAThCS Ha W3MeHeHue CUTyalluu B OymyliieMm.
Ye ceruac BO3MOXHOCTU COBPEMEHHBIX BH/I€OKAPT IMO3BOJISIFOT OPraHW30BaTh
rUOpPUIHBIN DeH/IepDUHT - pacTepu3alio C 3/ieMeHTaMu TPAaCCUPOBKHU [IJisi
HEKOTOPBIX CJIOKHBIX 3((eKTOB Bpo/ie OTpakeHU.

Cwm. Takxke Rendering.




Real-Time

Real-Time | Pe>xum peanbHOr0 BpeMeHU

Macmtab BpeMeHH, TIPH KOTOpPOM 00pabOTKa JaHHBLIX TPOTEKAeT C TAKOW ke
CKOPOCTBI0, UTO ¥ MOZIeTUpyeMble COOBITHS.




Reflection Mapping

Reflection Mapping | [IpoeLiipoBaHue KapTbl OTpaXkeHUst

Cwm. Environment Mapping.




Rendering

Rendering | PenaepuHr, Bu3yaau3aiusi

[Tporjecc GopMUpPOBaHUS TIJIOCKOTO M300pakeHHsi Ha OCHOBE MaTeMaThueCcKuX
Mogenedi. Yaile Bcero 3TUM TepMUHOM 00603HauaroT 3D-BU3yanusaljuio -
TIOCTPOeHUe W300paXkeHU BUPTYa/IbHbIX TpPEXMEpPHbIX OObLEKTOB U  CIieH.
[Iporpamma, OCyILeCTB/ISAIOLAS PeH/IepUHI, Ha3blBaeTCsl JABVW)KKOM peHJlepHHra
WU peHfiep-ABWKKOM (rendering engine).

PeHJilepUHI MOXXeT OCYLLeCTB/ISATbCA KakK B peaJlbHOM BpeMeHU (TO eCTb,
PEeH/IEpUHT aHUMAL[MK C HeMe/|JIeHHbIM BBIBOZIOM IIOJTyUYE€HHOI'O KaJipa Ha 3KpaH
Y JI0CTaTOYHO BBICOKOM 4YaCTOTOU CMeHbl KaZpoB - 30 KaJpoB B CEKYHAY M
BbIllle), TaK U B oddaiiH-pexxume (TO ecTb, 0e3 >KeCTKUX OrpaHUUYeHUN Ha
BpeMs BbIBOZA Kazpa). EcTecTBeHHO, UTO /19 JOCTHMXKEHUSI BBICOKOW CKOPOCTH
peH/lepUHra TIPUXOAUTCS YKepTBOBAaTh 00ObeMaMU BBIUMC/IEHUM U UCIOJ/Ib30BaTh
yOpOIeHHbIM MaTeMaTUueCKWil —arrmapaT, [03TOMYy [ABWXKU oQduiaiiH-
peHJlepyHra BBIJAIOT Tropasfio 0Oosee KaueCTBeHHble U peajMCTUYHbIE
n300paxxeHusi. PeH/iepUHT B peajibHOM BpeMEHU - OCHOBA BCEX COBPEMEHHBIX
urp, oddaaiiH-peHJepUHT ’Ke WCIOAb3yeTCd B KWUHO M MYJIbTUIIMKALIUU,
[li3aiiHe, peKsiame, TTPOMBIIIJIEHHOW U Hay4HOU cdepe.

CymecTByeT [Ba OCHOBHBIX MeTofa 3D-peHfepuHra - pacrepu3alusi U
TpacCMpOBKa Jiydyel. Pacrepusanusi uaile WUCIO0/Ab3YeTCd B pPeHJepUHre
peasbHOrO BpEMEHU, TPacCHUPOBKa - B o(diaiiH-peHJepUHre, XOTsl HEPeJKU U
VCK/IFOUEHUSs:  Haripumep, CYLIeCTBYKOT  MOIMyJsipHble  oddQuiakiH-ABKKA
PeH/IepUHra, UCIOJb3YIoIe pacTepr3aliyio. Takke BCTpeUaroTCs TUOpHUHbIE
JBWDKKY PEeHJIepUHra, coueTarole B cebe pacTepu3alivio U TpaCCUPOBKY JIyUei.

Cwm. Takxe Rasterization, Ray Tracing.




Resolution

Resolution | Pa3pelienue

KommuecTBo nukcesnen Ha €IMHULY OJ/IMHBI WX IJIOIaan.




RGB

Red, Green, Blue

Cucrema 11BeTooOpa30BaHusl, B KOTOPOM KOHEUHbIN I[BET TOJyuaeTCsl 3a CUeT
CMeLleHHs C Pa3/IMUHOM WHTeHCMBHOCTBIKD TPeX OCHOBHBIX LIBETOB: KPAacCHOTO
(Red), 3enenoro (Green) u cuHero (Blue). Camoe u3BecTHOe YCTPOMCTBO,
KOTOpoOe ucnosib3yet cucremy RGB, 5T0 1jBeTHOM MOHHUTOD.




ROAM

Realtime  Optimally-Adapting Meshes | OnrumanbHasi — ajanTanys
TIO/IUTOHAILHOM CETKU B pealbHOM BpeMeHHU

AJ'IFOPI/ITM aﬂaHTHBHOﬁ dIIIMPpOKCHUMallr CJIO’KHBIX HOBerHOCTEﬁ,
HCHOJIB3Y€MBIﬁ, B OCHOBHOM, AJI OIITUMHKU3dLIMK OTPHUCOBKH J'IaH,Z[H_Ia(bTOB.




Scene

Scene | CiuieHa

COBOKYITHOCTh 0OBEKTOB B TPEXMEPHOM TTPOCTPAHCTBE, MOZIe/IMPYIOIlast KaKyro-
mubo OorpaHUYeHHYH Cpelly: UHTepbep, JKCTepbep, JaHAmadT, uacTb
KOCMHUeCKoro npoctpaHcTBa U T.Ji. ClieHa MOXKeT COZiep)KaTh KaK CTaThuuecKue
00BEKTbI, TaK U JUHAMHUUYECKHE.




Seamless

Seamless | becI1oBHbIIM

OTOT TEepMHWH TpUMEHsIeTCs [yii 0003HaueHWsI TWIA TEKCTyphl. TeKcTypa
W3rOTaB/IMBaeTCs TakKUM 00pa3oM, UuToObl K Jit0OOUM ee CTOPOHE MOXKHO ObLIO
COCTBIKOBAThL e€Ille OJIHY TaKyl >ke 0e3 SIBHO BHU/WMBIX IIIBOB CTHIKOBKH.
Hocruraetcs 3ToT 3(h(eKT TeM UTO MTPOTUBOIIONOKHBIE CTOPOHBI M300pa’KeHHSI
WUMEIOT OJJMHAKOBBIN PUCYHOK. becIIoBHbIe TEKCTYPhI IPUMEHSIFOTCSI B OCHOBHOM
IUIs TaHAIIadTOB, a TaKXKe /ISl OTeKCTYPHUBAaHUS KPYITHBIX CTAaTHUHBIX 00BEKTOB
(cTpoenwsl, IOPOTH, BOZIHASI TIOBEPXHOCTH U T.7I.)

MHOra WCIonb3yeTcsl aHWMMHUPOBaHHAs OecIllOBHAsi TEKCTYpa, COCTOSIIAsl W3
HECKOJIbKUX TIOC/Ie/[OBAaTe/IbHO OTOOpa)kaeMbIX Ka/[pOB - KakK TIPaBWIO ISt
UMUTALIAU KAKOCTEH UK JBWKYIIAXCS 00BEKTOB - BOIHAs TIOBEPXHOCTh, JlaBa,
obnaka u T.7.




Shader

Shader | [Lleiinep

MuKkporniporpaMmMa iJI1  OAHOM U3 CTyIleHel rpaduueckoro KOHBeHepa,
UCTIONb3yeMasi /Il OTpejie/IeHHsT OKOHUYAaTe/IbHbIX IapaMeTpPoB OOBEeKTa WM
n3obpakenus. OHa MOXKET BK/IOYaTh B Cebsi MPOW3BOJILHOW CJIOKHOCTH
OIMMCaHue TIOIVIOEeHHSI U PACCesTHUsI CBEeTa, HAaJIOXKEHUsT TEKCTYPhbI, OTPaKEHHEe U
TIpeJIOM/IEHHe, 3aTeHeHHe, CMeIeHHe TIOBepXHOCTH U 3(h®deKTbl T0CT-
006paboTKwy.

B HacCTodiee BpeMAa ].HEﬁ,Z[prI AeJIATCA Ha YeTbIpe THIId: BEPIIMHHEIE,
reomerpuyueckue, q)paI‘MEHTHbIe (HI/IKCEJIBHLIE) N BbIUKUC/IMTEJ/IbHBIE.

BepimunHHblie merngepsl (Vertex Shader)

BepIilMHHBIN I1Ieiiep orepupyeT AAHHBIMH, COTIOCTaB/IeHHBIMU C BepLIMHAMU
MHOTOrpaHHUKOB. K TakvM [IaHHBIM, B UYaCTHOCTH, OTHOCSTCS KOOD/WHATbI
BepILMHbI B POCTPAHCTBE, TeKCTYPHbIE KOOP/UHATBI, TAHT€HC-BEKTOP, BEKTOPHI
HOpMaid U OGuHOpManu. BepIMHHBIN Iiieiiiep MOXXeT ObITh MCIONb30BaH [IIs
BH/IOBOTO U TMEPCeKTUBHOTO Mpeo0pa30BaHus BepIIH, reHepaliii TeKCTYPHBIX
KOOpZMHAT, IIPOCTeHIIero pacyera OCBeleHus U T.1,.

I'eomeTpuueckue meigepb! (Geometry Shader)

[eomeTpuueckuii 1ekziep, B OT/IMUKe OT BEPIIMHHOTO, criocobeH oOpaborars He
TOJIbKO OZIHY BEpIIMHY, HO W LIeJIblid TIPUMUTHB. JTO MOXKET ObITh OTPe30K (ZBe
BEPILMHbI) U TPEYrOJIbHUK (TPU BEPIIMHBI), a MPH HAJIUUMK HUHGOPMAI[UU O
CMeXXHBIX BepirHax (adjacency) MoxeT ObITh 00pab0OTaHO 10 IIECTH BEPILIMH
JUIsI TPEYTOIbHOTO TIPUMUTHBA. KpoMe TOro reoMeTpuueCcKui 1ekiep criocobeH
reHepupoBaTh NPUMUTHBLI "Ha JIeTy", He 3aZieMCTBYys TMPU 3TOM I|eHTpasbHbBIN
TIpOL[eCCop.

dparmenTHbIe (MUKCceIbHBIE) melaepb! (Fragment Shader)

@dparmeHTHBIM 1eliziep paboTtaer ¢ ¢parmeHTamu u3o0pakeHus. [log
dbparMeHTOM K300pakeHUsl B [JaHHOM CJlyuae TMOHUMAeTCs TTUKCe/b, KOTOPOMY
TIOCTaB/IeH B COOTBETCTBME HEKOTOpbIM Habop aTpuOyTOB, TakuX KakK I[BeT,
ryOWHa, TeKCTypHble KOOpAuHaThl. dparMeHTHBIN Ileii/ilep UCTMOoIb3yeTcss Ha



TocjefHer CTaguM Tpauueckoro KoHBedepa /st (HOPMHUDPOBAHUS TTUKCEJIS
1300pa>keHusl.

BoruncaurenbHblie mengepbl (Compute Shader)

[TonHOCTBIO YHUBEpCalbHBIM IlIelJlep, TIpM TOMOIM KOTOPOTO MOYKHO
OCYILIeCTB/ISITh TIPOU3BO/IbHBIE BhuKc/ieHuss Ha GPU, He cBsi3aHHbIe HAIPsIMYIO C
pacTepu3saliieii TOJMIOHOB. BbIUMC/IUTE/NbHBIM IlleliepaM  [JOCTYIHBI A1t
YTeHWs] W 3alliCH JlJaHHble B BU/IEOTIAMSITH, KOTOpble 3aTeM MOTYT ObITh
WICIT0/1b30BaHbI B TIPOLieCCe peHZiepyHra.

CylllecTByeT TP OCHOBHbIE IPYIIIbI SI3bIKOB MporpammupoBanus st GPU.

K nmnepBoi rpymie OTHOCATCA SI3bIKWA, WCHO/b3yeMble TP pPeHJepUHre
n300paxeHWid YW aHUMAalMM B TakKuWx 00MacTsX, Kak KWHO, TeJeBUjieHue,
TIPOMBIIIJIEHHBIN JW3aliH U apXUTEKTYPHbIe BU3ya/M3aLiu:

RenderMan Shading Language (RSL) - pa3paboTaH ¥ HCITO/Ib3YeTCs CTyauei
Pixar. fIBnsieTcst hakTHMUeCKHUM CTaHZAPTOM B IMpodeCCHOHATbHOM PeH/IepUHTe.

Open Shading Language (OSL) - pa3paboran Sony Pictures Imageworks s
peHziep-/BI>KKa Arnold, oHaKo MOJiep>KUBAeTCsl U BO MHOTUX APYTUX PeHjiep-
MBWKKaX. OpHeHTHpOBaH Ha PEeHJEepPUHT C WCMO0/Ab30BaHUEM TPacCUPOBKHU
nyuel, mpegHa3HaueH Mg onucaHuss BSDF - aBynyueBbIX — (yHKI[UM
TIOBEPXHOCTHOTO pacCerBaHMUs.

Gelato - paspaboran kKommanueidi nVidia. ITpexacraBnsier coboil TMOPUAHYIO
CUCTEeMY peH/ieprHTa N300paXkeHU ¥ aHUMal[UU, UCTIOJb3YIOIIYIO /ISl paCueToB
1[eHTpa/ibHble TPOLIeCCOPbl W anmapaTHble BO3MOXKHOCTU TPOdeCCHOHATbHBIX
BUeokapT cepur Quadro FX.

Vector Expressions (VEX) - pa3paboran Side Effects Software kak uactb
naketa Houdini. fIBnsiercst anasiorom RenderMan.

Bo BrOpyr0 rpymmy BXOAAT  fA3bIKM, [peJOCTaB/SiOl[yMe JOCTyl K
BBIYMC/IUTEIbHBIM BO3MOXKHOCTSIM BU/I€OKapT IIPU PeH/iepUHTe B pealbHOM
BpeMeHU. OHM IIIMPOKO HCIIOJIB3YHOTCS TIPU Pa3pabOTKe KOMIBbIOTEPHBIX UTP U
JPYTUX MYJIbTUMEUNHBIX MPUJIOKEHUM.

HuskoypoBHeBbiH menepHbin sa3bIK OpenGL (ARB) - 110 CMHTaKCHCY CXOX
c accembrepom. [ocTtyreH B Bue pacivpeHuii ARB_vertex_program,



ARB_fragment_program.  fIBjsieTcs ~ yTBep)K[EHHbIM  TMPOMBIIIJIEHHbIM
CTaH/apTOM.

OpenGL Shading Language (GLSL) - BbICOKOyPOBHEBbIH IlIeMIepHbIN S13bIK
OpenGL. OcHoBaH Ha cuHTakcuce ANSI C. BonblMHCTBO BO3MOXKHOCTeU C
COXpaHeHO; K HUM [Jj00aB/ieHbl BEKTOPHbIE U MaTPUUHbIe THUIbl JJaHHBIX, YaCTO
TIpUMeHsIolecss Tipyu pabore c TpexmepHOM rpadukoil. B konTekcte GLSL
1IeM/IepOM Ha3bIBaeTCs He3aBUCHMMO KOMITWIMpYyeMasl eJMHHLIa, HalMcaHHas Ha
3TOM si3bike. [IporpaMmoii Ha3biBaeTCsi HAOOP OTKOMIU/IMPOBAHHBIX 111eH/IepOB,
CBsI3aHHBIX BMeECTe.

N3nauankHo GLSL 1.10 6min1  gocTyreH B Bujle Habopa pacilivpeHUi
GL_ARB_shading_language_100, GL_ARB_shader_objects. =~ HauuHasg c
OpenGL 2.0, ctan yacTbro CTaHAapTa.

C pemmusom OpenGL 3.3, GLSL meHsieT Hymepauuio Bepcuit. Terepbr HOMep
Bepcur GLSL cootBetcTBYyeT Bepcuu OpenGL.

C for graphics (Cg) - BbICOKOYPOBHEBBIN IIeMIepHBIM SI3bIK, pa3paboTaHHbIN
komrnaHuel nVidia coBmectHo ¢ Microsoft (aHamornuHbif 36K OT Microsoft -
HLSL, sBnsiercs uvacteio DirectX 9 m 10). Paboraer kak ¢ OpenGL, Tak u c
DirectX, nozaep>kvBaeT pa3/iMuHble IPOrpaMMHbIe U arlrapaTHble T1aT(opMbl.
OcHoBaH Ha C, UCro/ib3yeT CXO)KWe THUIIbI JJaHHbIX. [ToaaepkrBatoTCs HyHKIUU
U CTPYKTYpbl. BK/itouaeT cBoeobpasHyr0 ONTUMMU3ALIUIO B BUjle YMAKOBAaHHBIX
maccuBoB (packed arrays) — oObsiBreHusi «float a[4]» u «float4 a» B HéM
COOTBETCTBYIOT pa3HbIM TuIlaM. BTopoe oObsiBIeHHMe W €CTb YIaKOBaHHbBIN
MaCCHB, OMepaliy C KOTOPLIM BBIMOHSOTCS ObICTpee, YeM C OOBIUHBIM.

B HacTosiiiee Bpemsi Cg yrke paKTUUYeCKU He UCTIO0/b3yeTcs:, Oy/[yuu TOTHOCTBIO
BbITecHeHHbIM HL.SL 1 GLSL.

Hu3koypoBHeBblii melepHbii sa3blk DirectX (DirectX ASM) - 1o
CUHTaKCUCy CX0XK C accembnepom. CylljecTByeT HECKOJIbKO BepCHi,
pa3/iMyaroLxcs 1o Habopy KoMaHfl, a Takxe 1o TpebyemoMy 000pyzI0BaHUIO.

High Level Shader Language (HLSL) - BbICOKOYpOBHEBbIM 1l1€H/JePHbIN SI3bIK
DirectX (mopaep>kvBaeTcCsi Takke UrpoBbIMU KoHcomsiMd Xbox u Xbox 360).
Arnsercs Hagctporikor Han DirectX ASM. ITlo cunTakcucy cxozmeH ¢ G,
T03BOJISIeT UCIOb30BaTh CTPYKTYPhI U (DYHKLIUU.

TpeTblo  TpyINIy  COCTaBASIIOT  SI3bIKM  IIIMPOKOW  Crieljdasiv3aliyy,
ripefiHa3HaueHHble B OCHOBHOM /ijIsi HAyYHbIX BbluKc/leHUU. OHU 3 (PeKTHBHO



ucronib3ytor MHorosiiepHble CPU u GPGPU pyia  yckopeHusi o0OpaboTku
OOMBIINMX MAaCCUBOB /IaHHBIX.

Sh - BbICOKOypoBHeBbili $3bIK mporpammupoBanHusi GPU, BxoguT B
TOIMHO>KeCTBO si3bika C++. V3HauanbHO ObLT pa3zpaboran rpynmoi RapidMind
(KoTOopasi BMOC/NEACTBMM CTajsa uyacTeio Intel), B Hacrtosijee Bpewms
pacnpoctpansieTcs 1o mureHsnd GNU LGPL u noagep>kuBaeTcsi COOOITIECTBOM.

Compute Unified Device Architecture (CUDA) - TexHosiorusi, pa3pabotaHHasi
komrianuer NVIDIA g5t napanienbHbIX BbIUMC/IeHUH Ha BUleokapTax GeForce
(8 u crapie), Quadro u Tesla. CUDA wucrnonb3yeT crieliain3vpoBaHHbIN
BapuaHT si3bika C ¢ Habopom uHCcTpyKuui ans GPU.

OpenCL (Open Computing Language) - KpoccriaTdOpMeHHbIN aHasior
CUDA, He3aBUCHUMBII OT 060pyZ0BaHus BeIUMC/IKUTeNbHBIN API ¢ coGcTBeHHBIM
C-nopob6HbIM  s13bIKOM  TiporpammupoBanusi.  Crenudukanus  OpenCL
pa3pabatbiBaeTcsi koHcopimymoM Kronos Group mnapamienbHo ¢ OpenGL -
CyILleCTBYeT BO3MOXXHOCTb B3aMMO/IEMCTBUSI MeXXy 3TMU ABYyMs1 API.

BrookGPU - nipoekt CT3H(OpACKOro yHHMBepcuTeTa. V3HauaqbHO BO3HUK KakK
A3BIK /IS IPOTPaMMUPOBAHMS TTOTOKOBBIX apxUTeKTyp. [IpezacraBnser coboit C-
MO/OOHBIN S3bIK, B KOTOPBIM A00aB/eH THUIl JaHHBIX - MAaCCHUB CIeI[HabHOTO
Buza ("motok" B TepmuHONoruM s3evika). B 2004 romy mosiBWiIach ero
peanu3anus AJig rpapruecKrx MpoLiecCcopoB.




Shading Components

Shading Components | KoMrioHeHTbI oCBelljeHus]

CBeT TOUKM TMMOBEPXHOCTU PACCUMTHIBAETCS KaK CyMMa KOMIIOHEeHTOB ambient,
diffuse u specular oT Bcex MCTOUHMKOB CBeTa B ClieHe (B ujeasie OT BCeX,
3auacTyl0 MHOTUMU TipeHeOperaioT). BivsHue Ha 3TO 3HaueHUe KaXK/[0ro
MCTOYHMKA CBeTA 3aBUCHUT OT PACCTOSIHUS MeX/ly UCTOUHMKOM CBeTa U TOUKOW Ha
TIOBEPXHOCTH.

PaBHOMepHasi coOcCTaB/swIas ocBelljeHusi (ambient) - anmpokcumariys
rno6anbHOrO OCBeIlleHus], "Haua/bHOe' OoCBellleHHe /i1 KaXKI0H TOUKH CLIeHBI,
TIPU KOTOPOM BCe TOYKHU OCBEIIal0TCsl OIMHAKOBO U OCBEIIEHHOCTh He 3aBUCHUT
OT Apyrux (HakTopOB.

HuddysHas cocraBnsitomasi ocBellleHust (diffuse) 3aBucuT oT mnonoKeHUs
WCTOUYHMKA OCBeIlleHWss WU OT HOPMajau TOBEPXHOCTH. JTa COCTAaBJISIOLIAst
OCBellleHUs] pa3Hasi JJisi KaK[oW BepIIMHbI 00beKTa, UTo TpujaeT UM 00BeMm.
CBeT y»Ke He 3aroJiHsIeT TOBePXHOCTh OIMHAKOBBIM OTTEHKOM.

bnvkoBasi cocTtapisitoljasi  OocBellleHusi (specular) miposiBisieTcs B Osnkax
OTpa)kKeHUs Jiyuell cBeTa OT MOBEPXHOCTU. [/ ee pacueTa, MOMUMO BeKTOpa
TI0JIOXKeHUsI MUCTOYHMKA CBeTa W HOPMaJsiM, UCIIO/B3YIOTCS ellle [Ba BeKTopa:
BEKTOp HaripaBJ/ieHHs B3IVIsiZia U BeKTOP OTPa)KeHUs. BJIMKOBYIO COCTAaB/ISIOLIYHO
BriepBbie mpeaokwi @DoHr. IOTU  OMMKM  CYIIeCTBEHHO  YBeJMUWBalOT
PeayiMCTUUYHOCTh U300pakeHusi, Be[lb pelKHe peajibHbie TIOBEPXHOCTH He
OTpa’kaloT CBeT, MO3TOMY specular cocTaBssollas OueHb BaXkHa, 0COOEHHO B
JBWDKEHUH, TIOTOMY UTO TI0 O/IMKaM Ccpa3y BUJHO W3MeHeHUe MOI0KeHUsT KaMepbl
unu camoro oObekTa. B panbHelilieM ucciefoBaTesid TPUAYMand HHbIE
crocoObl BBIUMC/IEHUS] 3TOW cocTabJsitoieit, 6onee cioxubie (baubH, Kyk-
Toppanc, Bapa), yuuTbiBawIille pacrpefiejieHe SHeEPrUMd CBeTa, ero
TIOTVIOII[eHMe MaTepyagaMU U paccerBaHus B Bujie 1 dy3HOM COCTaBsOIIeH.




Shading model

Shading model | Mozenb ocBellieHust

MeTop BeIUMC/IEHUST OCBELIeHHOCTU MOJMIOHOB. B rpaduike peasbHOro BpeMeHU
Haubosiblilee pacrpoCTPaHeHye TIOMYYMIA TPU MO/Ie/T OCBeIlleHUS

- Ilnockoe (flat)

- ITo T'ypo (Gouraud)

- [To ®onry (Phong)

[lpy M/IOCKOM OCBeI[eHUM TIOJUTOHbI KaK Obl BBIAESIOTCS (3TO CBSI3aHO C
BBIUMC/IEHMEM OJHOTO U TOrO ’Ke LiBeTa ISl KaXKAOro MHUKCe/ss Ha TpaHu),
TI03TOMY MPHY NIPUMeHeHUM 3aKPacKu MOUIOH Oy/ieT Ka3aThCsl CTUIOIIHBIM.
Mogenu ['ypo u ®oHra faroT IuiaBHble rpajanuu csetoreHd. B mogenu ['ypo
OCBellleHVe BbIUUC/ISIeTCS [TOBepIIVMHHO, B Moze1d DoHra - MonuKCcesbHO.
Cy1ecTByeT TakXe MHOKECTBO [DPYTMX MOJeseil OCBelleHUs,, KOTOpble B
rocjiefHUe TOoAbl IIONYYWIU LIUPOKOe pacrnpocTpaHeHue B 3D-urpax u
oddnaiin-penepunre: baunu-®onr, Kyk-Toppanc, Bappg, Toppanc-Cnappoy,
JladopTioH U ip. MHOTrMe U3 HUX SIBJISIIOTCS IOBOJILHO TOYHBIM MPUO/IKeHEM
K peanbHOU (usvke cBeTa. B TepMHHO/MOTMU ONTUKM Haubosee OM3Koe K
Mozienu ocBelleHusi noHsitie - BRDF (aBynyueBast dyHKIMSI OTpakaTebHOU
CTIOCOOHOCTH).




Shadow Map

Shadow Map | TeHeBast KapTa

OpuH M3 MeTOJO0B IOCTPOEHHs TeHeM, 3aK/IHUaroLUiCs B UCII0/Ib30BaHUU Z-
Oydepa s ornpeseneHus MOMUKCeTbHO, HAXOAUTCS I 3aJjlaHHasi TOUKa B TEHMU.
B ocHOBe MeTOzi@a TeHeBBIX KapT JIEKUT UJes O TOM, YTO OCBeLLeHHbIe TOUKU -
9TO Te TOUYKU, KOTOpble "BUAHBI' UCTOYHUKY CBeTa. "'BUAUMOCTL" B JaHHOM
Cjlyyae O3HayaeT, UYTO JaHHasl TOYKA YCIEIIHO TPOXOJUT TeCT IyOWHBI TpU
peH/JilepyvHre U3 IO0JIOXKEHUs WCTOYHMKA CBeTa - TO eCTb, He IMepeKpbiBaeTCs
apyrumu obbekrtamu. CreloBaTe/IbHO, BCe TOUKH, KOTOpble "HeBUAWMBI' U3
TI0JIOKEHHWS] UICTOYHMKA CBeTa, HaXOATCA B TEHMU.

Meton paboTaeT B [Ba TpOXOJa: CHayaja OCYIECTB/SIeTCS pEeHAEepPUHT U3
TOJIOKEHHSI MCTOUYHMKA CBeTa - 3HaueHWs [VIyOWHBI 3alMchIBalOTCS B
creliaabHbIN Oydep. 3aTeM flefiaeTcst 0ObIYHBIN PEH/IePUHT, BO BpeMsi KOTOPOTO
nosiyueHHbIN Oydep ucrnonb3yeTcs: [jis MPOBEPKH, TOMNaziaeT Jid TOT WA WHOU
TIMKCeJTb B TeHb (9Ta MPOBEpPKa OCYIeCTB/ISIETCSI BO ()parMeHTHOM Lieliziepe).
OOBIYHO TeHeBble KapThl MCITO/Mb3YIOTCS C HarpaBlIeHHBIM MCTOUHUKOM CBeTa
(TakuM, Kak COJIHIIe) - COOTBETCTBEHHO, [jisi peHjiepuHra Oydepa mmyOuHBI
VICIIO/Ib3YeTCsl OpTOroHajbHas npoekuusas. OpHako MeTof, COBMeCTUM U C
TOYeUHbIMU MCTOYHUKAMU CBeTa - [IIsl 3TOr0 BMeCcTO ofHoro Oydepa riyOuHbI
OCYIIIeCTBJISIETCSI PeHJepUHT KyOuuecko KapTbl (6 OydepoB ryOuHBI TI0
CTOpPOHaM Ky0a, OKpY’Karoll[ero UCTOYHHUK CBEeTa) C MePCIeKTUBHON MpPOeKIHeH.
[Tpu GoJBIIIOM KO/IMYECTBe MCTOUHMKOB CBeTA 3Ta TeXHUWKA CWIbHO TOBBIIIAET
Harpy3ky Ha GPU, rno3ToMy Ha mpakTuKe TeHU OObIUHO PeH/IepSTCS TOMbKO [JIs
HEeCKOJIbKMX CaMbIX Ba)XHbIX MCTOYHUKOB CBETa, B 3aBUCUMOCTH OT XapakTepa
1300pa’kaeMoii CIIeHBbl.

TeHeBble KapThl OueHb 3(PPEKTHUBHBI - OHM PabOTalOT HAMHOTO OBICTpee, ueM
shadow volume. Ho oHM WMeIOT ¥ HeJOCTATOK - CUJIbHBIM aJlUMaCUHT: UHBIMHU
CJIOBaMM, €CIM He WCIO0/b30BaTh TUraHTCKuii Oydep rayOuHb], TO TeHU
TIO/TyYarOTCsl CUJIbHO TIMKCEW3UPOBaHHbIe. DTOT apTeakT 0ObIUHO YCTPaHSIOT
dunsTparyeii (pasMbITHEM) BEIOOPKU U3 Oydepa rmyOHHBI iApoM 3X3 Wir 5X5 -
B pe3y/bTaTe uero TOAy4YaroTCsi Msirkue TeHW 0e3 mukcenusanuu. [laHHoe
paciiMpeHue MeTo/la TeHeBbIX KapT rnoayunsio Ha3BaHue PCF (Percentage Closer
Filtering).

Knaccuueckre TeHeBble KapThl UMEKOT OTPAaHUYEHHYIO T/I0Ma[b MOKPbITUA. 10



eCTh, HEBO3MOXKHO CjleflaTb TakK, 4TOObl BCe BU/UMble OOBEKTHI CLIEHBI
oTOpachiBa/ii KaueCTBEHHYH) TeHb - TIPU YBeJIMUeHWM pa3Mepa IPOeKIUU
yYMeHbIIIaeTCsl JleTaau3alusi U, COOTBETCTBEHHO, TIOBBIIIAeTCS aauacuHr. [1pu
YMEHBIIIeHUH, COOTBETCTBEHHO, y/a/lieHHble OOBeKThI BBIMNAZAIOT U3 "TOJS
3peHUs" MCTOUYHMKA CBeTa U He 0TOpachiBatOT TeHru Camas MomnysisipHasi TeXHUKa,
pelatoiias 3Ty mnpobneMy - kackagHble TeHeBble KapThl (Cascaded Shadow
Maps, CSM). OHa 3ak/itoyaeTcss B peH/IepUHTe HeCKOJIbKUX TeHeBbix Oydepos
BMECTO OZIHOTO, C Pa3HbIMHU pa3MepaMU TTPOEKIIUY - OHU Ha3bIBAKOTCSI TEHEBBIMU
kKackagamu. OOBIUHO uCTONb3yeTcss 3-4 Kackaza. 3ateM BO (parMeHTHOM
11eli/iepe HY>KHbIM Oydep BbIOMpaeTCsi B 3aBUCHUMOCTH OT KOODZAMHAT TeKYIIero
TIUKCensi - 0ObIYHO BLIOODKM WHTEPIIOIUPYIOT MEXIY COCeNHUMM KacKa/laMu,
yTOOBI MOMYYUTH TIIaBHBIE Tepexofibl. B pe3ysbraTe TeHeBasi KapTa OXBaThIBaeT
TIPAKTUUECKU BCHO BUIUMYIO CLIeHY: TI0/yUaroTCsl KaueCTBeHHbIe TeHU BO/IM3U OT
KaMepbl U TMUKCeTW3WpPOBaHHbIe - Baajeke. [Tukcenu3ansi fAaneKux TeHeu
TIPAaKTUUECKU He 3aMeTHA 3DUTENI0 - OH BUAWT JIWIb, UTO JajeKue OOBbeKTHI
TOXKe 0TOPACHIBAIOT TeHHU, ¥ 3TOTO ZI0CTAaTOUYHO.

OcHoBHasi CIOXKHOCTbL MeroZa CSM  3akimoyaercsi B 3(¢deKTHUBHOM
PACIio/IO)KeHUM  KAacKa/IoB OTHOCUTENTBHO TMpaMubsl Bugumoctu. Camoe
TIPOCTOE pellieHre - BLIPOBHSTh UX TI0 LIEHTPY B TOUKe MOJIOKeHUsI KaMepbl, HO B
3TOM ciiydae 3(pdeKkTrBHas TUIONIAb KACKAIOB OyJieT COCTAB/ATh JIUIIb OKOJIO
TPeTU UX PeayibHOM TIJIONIA/IH, MTOCKOIBKY B KaXKbli MOMEHT BpeMeHU 3pUTeb
BUAUT He BeCb KaCKaJ, a TOAbKO €ro uacTh, COOTBETCTBYIOIIYIO
TOPU30HTA/IbHOMY YIJy 3peHusi Kamepbl. B coBpeMeHHbIX peanu3aiusx CSM
TIO3ULIMM U pa3Mepbl TIPOeKIUN KacKa/JoB 0OBIUHO MOAOMPAOT TaK, YTOObl OHU
TIOJTHOCTBIO TIOTIAZIa/Id BHYTPh MHMPaMUZbl BUJUMOCTU U TIOKDBIBA/M ee Kak
MOYKHO Oo0Jiee TIJIOTHO.

CylijeCcTByeT Takxxe TOMy/ISIPHOe PacCIlIMpeHre MeTo/la TeHeBbIX KapT - Variance
Shadow Map (VSM). B Hem Oydep ri1yOHHBI XpaHUT /iBa 3HAUEHUST JJIsI KaXKJOTO
TIUKCesIsi - cOOCTBeHHO IyOWHY M ee KBajpart, NPy 3TOM HCIIONb3yeTcs Oydep
3HaueHu# C TuiaBarollelt 3amnsTol. [Iis rosyueHus BBIOOPKU M3 Takoro Oydepa
UCTIONb3yeTcsl HepaBeHCTBO YeOkiiieBa. [IpermMyliiecTBO MeTo/ia 3aK/ItO4aeTcCs B
ToM, uto VSM-0ydep MOXHO TipeBapuTenbHO OT(HUILTPOBATH OAWH pa3, U
3aTeM WCII0/b30BaTh MJisi JajbHeiiiero peHgepuHra 6e3 PCF, 3HauuTenbHO
TIOBBIIIIasi TeM CaMbIM TIPOM3BOAUTENbHOCTh. OmHako VSM MpPUBHOCUT CBOU
apTedakThl, CaMblii Cepbe3HbId M3 KOTOPbLIX - Tak Ha3biBaeMbli light-bleeding,
KOT/la B 30He 3aTeHeHUs TIOSIB/ISIIOTCS CBeT/ible MSTHA. ECTh HECKOMBKO Crioco00B
WCTIpaB/ieHus JaHHOW npobieMbl, HO OHU 00 TpeOyroT Bosiblie MamMsTH, MO0
JleJ1atoT TeHW He TaKUMU MSITKUMHU, KaK XOTeI0Ch Obl.



CM. Takke Shadow Volume, Z-Buffer.




Shadow Plane

Shadow Plane | TeHeBasi 10CKOCTh

MeTos TOCTpPOeHUs TeHeM, MPOELMPYIOLIUU TreOMeTPUI0 Ha TIJIOCKOCTh MpU
TIOMOII[M  CTel[MaTbHOM  MaTpuilbl  TipeoOpa3oBaHus. IIpoekiusi  3areM
OTPHCOBBIBAETCS CIUVIOIIHBIM I[BETOM, II0 HEOOXOAMMOCTU OTCEKasiCh TI0
rpaHulIaM TIJIOCKOCTH TP TIoMoIi| TpadapeTtHoro Oydepa.

OTO cambléi TIPOCTOM M OBICTPBIN CHOCOO peHjlepUHra TeHel, HO He CaMbIM
YHUBEPCA/IbHBIN - OH MPUMEHUM TOJILKO B OTZE/IbHBIX C/yuasx, KOrJa 0ObeKThl
MMeIOT OrpaHUUeHHYI0 00/1aCThb repeMelrieHus] U He 0TOpachIBalOT TeHH APYT Ha

Apyra.




Shadow Volume

Shadow Volume | TeHeBoi 00beM

OpuvH 13 MeTO/IOB TIOCTPOEHUs TeHel, 3aK/IOUaroIuiics B CO3/laHud 0OBEeKTa,
orpeziesiAoONiero 06beM, BHYTPM KOTOPOTO TOUKH HAXOAATCS B TeHU. B
pesyJsbrare II0/y4arOTCAd TOYHbIe, MaKCHMMa/bHO [eTaju3MpOBaHHble TEeHU Ha
Mro00M PACCTOSTHUM OT Kamepbl. JlaHHBI MeTof TOCTpPOeHMsl TeHeill Tpebyer
OOMBIIION CKOPOCTH OTPHUCOBKM M OUeHb "TspKen'" [T BHICOKOIIOJIUTOHATBHBIX
mogeneid. K Tomy ke, He cyijecTByeT 3¢ (heKTUBHOTO criocoba peHiepuTh TaKuM
obpasom B HacTosiiijee BpeMsi y)Ke IIPAaKTHUECKH He WCIOMb3yeTcs, Oyayuu
BbITeCHEHHBIM MeTO/JOM TeHeBbIX KapT (Shadow Map).

Cwm. Takke Shadow Map.




Skeletal Animation

Skeletal Animation | CKkesieTHasi aHUMaLUsI

BriepBbie 3Ta TexHoJOrus ucrosb3oBaiack B urpe Half-Life u B panbHeliem
rosiyunia 6ombilioe pacripoCTpaHeHe B KOMITbIOTePHBIX UIPaXx.

BMecTto TOro utoObl XpaHWUTH K/IIOUEeBble KaJpbl (KakK B Cayuyae BepTeKCHOU
aHUMal[MW) Ui KaXZOW TI03bl TIepCOHa)Ka, MCIO0/Ab30BaHWe CKeJeTHOU
aHMMalLlUM ToZipasyMeBaeT Ha/uuve OJHOW MOJe/d B HEWTpajibHOM T03e U
Gosbiioro Habopa MaTpuil, KOTOpble TPaHC(HOPMUDPYIOT Pa3/iMyHbie YacTU TOU
MOZie/Id. DTU MaTPULIbl YCJI0OBHO Ha3bIBalOT KOCTSAMM.

B cpaBHeHuu c 0Oosiee TIPOCTOM, BepTEKCHOW aHWMal[uel, CKejieTHasi WMeeT
c/ieiyrollye MpermMylLLecTBa:

- YMeHbllIeHHe KO/IMUeCTBa XPaHUMbIX JaHHbBIX [I/I1 aHUMAaL[MH, TaK KaK He HaJj0
XPaHUTbh BCe BapUAHThl FeOMETPUM /I KaXKJ0ro Kajpa aHWMal|u, JOCTaTOYHO
XPaHUTh JIUIIb TIOJIOXKEeHUsI KOCTel cKesieTa. TO CTaHOBUTCS Oosiee akTyaTbHbIM
B CBSI3U C YBeJIMUEHHEM KOJIMYeCTBa MOJIMTOHOB B MOJeJIsX.

- BO3MOXXHOCTH WCIIO/Ib30BaHUsI OAHOTO Habopa [JaHHBIX aHUMAIUU [JIs
pa3/IMuHbIX MOJEe/eN.

- Tak ke MO)KHO YIpaB/sAITb KOCTSIMA HarlpsiIMyl0, UTO II03BOJISIeT peasn30BaTh
VHBEPCHYI0 KWHEMAaTHKy U TexHosoruto ragdoll.

- Ilo3Bonsier 6Oonee TUOKO CMellMBaTh pa3dyHble aHUMALUU U
WHTEpIIoNIMpOBaTh KaJpbl, UTO B pe3yibTare jaeT 0Oosiee TIaBHYHO U
peaTMCTUYHYI0 aHUMaLUIO.

- Ha anumupoBaHue TpebyeTcsi MeHbllle BBIUMCIUTENBHBIX peCypCOB
TIpoLieccopa U OrepaTUBHOM MaMsTH.

- Ha ckeneTte MOKHO KOHCTPyHMpOBaTh COCTaBHble Melld. Haripumep, Ha ckesneT
MOJKHO "TIOBECUTh'" OJHOBPEMEHHO U TeJI0 MepCOHaxka, U ero Ofexnay, Opyxue u
pas/iMuyHble MpegMeThl, a IOTOM BCe 3TO MeHATh B JuHaMHKe. K HezocTaTkaM
MOXXHO OTHECTU TO, YTO C TIOMOLLBIO CKeJIeTHOM aHMMalluM Hesb3s CeJaTh
KaueCTBEHHYI0 aHUMallUI0 TMOKWUX MaTepyasoB, TaKUX KaK TKaHU WU BOJIOCHI, a
TaK)Ke HEeBO3MOXXHOCTb CJIOXKHOTO MOp(UHra reomeTpruu 0OBHEKTOB (Haripumep,
nipeBpaitieHust cepsl B Ky0), HO J/is TAKUX Lie/iell MOXXKHO KakK pa3 UCIO0JIb30BaTh
BEPTEKCHYI0 aHMMaLUIO.




Snapping

Snapping

ABTOMaTUYeCKOe TOYHOEe BbIpaBHUBaHHE 00beKTa M0 KaKoW-11u00 KOHTPOJILHOU
CTPYKTYpe: 0 NPSIMOW WX KPUBOU JIMHUY, TI0 CETKE U T.7,.




Sprite

Sprite | CripaiiT

,Z[BYMEPHOE I/I306pa}KEHI/Ie yero-ioo B TpEXMepHOﬁ CL€eHe W/IK Had SKPdHe.




Teapot

The Utah Teapot | HaitHuk FOTta

Yaiinuk HOrta, wnu uakiHuK Hblosnna — KOMObHOTEDHAs MOZeJb, CTaBliast
OJHUM U3 3TaJIOHHbIX OOBEKTOB B COOOIIeCTBe TPEXMEPHOUW KOMITbIOTEPHOM
rpaguku. DTO TMpocCTasi, OKpy[ias, CIVIOIIHasE W YaCTUYHO BOTHYTast
MaTeMaTuueckasi Mofie/lb 0ObIYHOTO 3aBapHOT0 UaliHUKa.

Mogens ualinuka Obuta co3maHa B 1975 romy wuccieznoBareneM B 00sacTu
KOMITbIOTEpHOM rpaduku MaptuHoM HbIO3/1/IOM, Y4YaCTHUKOM [POTrpPaMMBbI
U3bICKAaHUW B KOMIbIOTEDHOW rpaduke B YHuBepcuteTe FHOTbl. Hbro3/1
HYXKZa/ICsl [ijisi CBOei paboThl B yMepeHHO MPOCTON MaTreMaThueCKOW Mojemnu
3HaKoMoro o6wekTa. Ero skeHa Canzipa Hbroa/1 mpe/iioxkuia CMo/ie TMpoOBaTh UX
YaliHbld CepBU3, TaK KaK B 3TOT MOMEHT OHM MWIM uald. MapTuH B35
MWUIMMETPOBKY W KapaHJalll W 3apyucoBal BeChb CepBM3 Ha [Via3, 3areM,
BePHYBIIIUCH B J1abopaTopyio, OH BPYUHYIO BBE&1 KOHTPOJIbHBIE TOUKA be3be Ha
TpybOKe namsitu Tektronix.

XOoTs BMeCTe CO 3HaMEeHUTLIM YaliHUKOM ObLM Ol pOBaHbl Yallika, Ostoie 1
yaifHasi JIOXKKa, OJIUH JIUIb YalHUK [OOW/ICS MOBCEMEeCTHOTO WCII0/Ib30BaHUs.
CunTaeTcs, UTO Takke ObUT CMO/Ie/IMPOBAaH MOJIOUHUK, HO JlaHHbIe 0 HEM ObUTH
yTepsiHbI.

Mogens ualiHukKa coctouT u3 32 Topiuii OuKybuueckoi moBepxHOCTH be3sbe,
KOOD/IMHAThI OTOPHBIX TOYEK KOTOPBIX W SBJSIOTCS HCXOAHBIM OIMCaHHWEM
mogenu. Touku o6pa3yroT maccuB u3 306 371eMeHTOB, POHYMePOBaHHBIX C 1 10
306. OcHOBHOI1 00bEM uaiiHUKa (KOpIiyC) oOpa3oBaH u3 12 nopiuii, pyuka — u3
C/leJyIOIUX YeThIpEX, CJeAyHolllyde ueTbipe TMOpPLUK (POPMUDYIOT HOCUHK,
KpBIIIIKa YaliHWKa TpopaboTaHa TOUHee BCETO0 — Ha Heé YIIJI0 BOCEMb TMOPIUA
OuKyOHMueckoi TIOBePXHOCTH be3be. A ocCTaBIIMecsi 4YeTbipe 00pa3yroT
JIOHBILIKO.

OTU [aHHble LIMPOKO paclpOCTpaHeHbl CpeJu CIeLraJuCTOB MO TPEXMepHOU
KOMITbIOTE@PHOM rpadke U IMPOKO UCTIONB3YHOTCS [/ IEMOHCTPALUKU paboThl U
TIPU MIPOBEPKE a/ITOPUTMOB.




Tesselation

Tesselation | Teccensims

[Tpouiecc anmpoKCMMalUWy CIOKHBIX TMOBEPXHOCTeM Ha 37ieMeHTapHble (POPMBL.
[7is onrcaHust XapaKTepa MOBepXHOCTH 00beKTa OHa JIe/TUTCS Ha BCeBO3MOKHbIe
MHoOroyronbHUKU. Hanbonee yacto mpu orobpa’keHuu rpaduueckux 0ObEKTOB
VICTI0/Ib3YEeTCSl [le/leHe Ha TPEeYro/bHUKKA U UeThIPeXyrOJIbHUKHU, TaK KakK OHU
jierye BCEro BbIUUC/ISIIOTCS U UMU JIETKO MaHUITY/TMPOBATh.




Texel

Texel | Tekcenb

A66peBuarypa ot 1Byx cioB: Texture u Element - "tekctypa" u "a/memeHT", T.e.
3/71EMeHT TeKCTYPBhI.




Texture

Texture | TekcTypa

[IBymepHOe n300pakeHre, XpaHsIIeecs: B MaMsTH KOMITbIOTepa WX BUIEOKapThI
B OJJHOM W3 THUKCe/NbHbIX (hopMaToB. OOBIYHO TEKCTypa XPAHUTCS B IMaMSTU B
HeC)KaTOM  BHJle, OJJHAKO  COBpeMeHHble  Tpaduueckue  yCKOpUTeIU
TOAIEP>)KUBAIOT U Pa3/IMUHbIe aJITOPUTMBbI CXKaTHs C IeKoOMIpeccren "Ha neTy".




Texture Filtering

Texture Filtering | ®unbTpanus TeKCTyp

OfvH U3 Ba)KHEWIIMX METO/0B TMOBBIIIEHUSI KauecTBa u300pakeHUs. brbiBaeT
HEeCKOJIbKUX BU/IOB:

1. Toueunass BbIOOpKa - CKopee, He BHUJ (WIbTpAlliK, a €ro OTCYTCTBUE.
TekcTypa BBIIVIIAUT Pa30UTOM Ha KBa/[PaTUKU — He caMoe TIPUSITHOE 3peJIvIIle.

2. bunvHeliHas @uibTpalusi — WCHONb3yeTCs [AJs1 TofaBiaeHusi 3¢dekTa
KBa/IpaTUKOB. L|BeTa ueThIpEX COCEAHUX TUKCeeN yCPeAHSIIOTCs, 3aTeM JBa U3
TeKylero 0/i0ka ¥ [jBa M3 COCeHETO W Tak Aanee. KBajparbl mcue3arT, HO
KapTUHKa pa3MbIBaeTCs.

3. TpunuHeiiHas QuibTpalusi — IpU3BaHa MOBLICUTb YETKOCTh U300pakeHUs, U
CIJIa[iUTh TePeX0/ibl MeXKy Mip-ypoBHSIMU, paboTasi Ha UX rPaHULIAX.

4. AHu3oTpornHas (puabTpalus — ycTpaHsieT 3QQeKT pa3MbITOCTH, BbI3BaHHBIM
OunuHelHOM (ubTpalMel, BO3BpalllaeT TeKCType UéTKOCTb. TpebyeT GosbImx
BBIUUC/IMTETBbHBIX 3aTpat, HO 3P(eKT OueHb 3aMeTeH.

Hawnyuimii 3¢ ekt gocTuraercss myTéM OJHOBPEMEHHOM paboThl BceX TPEX
BU/I0B (DU/IBTPALIUU.




Technique

Technique | TexHuka

B komribtoTepHOl Tpaduike ToJ, TEPMUHOM "TeXHUKA' OOBIUHO MUMEeTCsl B BUJY
"TeXHUKa peHJepuHra" - YCTOSBIIMICS TPOrpaMMHBIA Crocob uMHUTaLUU
CpefCTBaMH KOMITbIOTEDHOM TpadyKu TexX WIA UHBbIX (U3NUeCKUX WU
ONTUYeCKUX (PEeHOMEHOB peasibHOTO MuUpa. TexHWKa OObIYHO —SIB/ISETCS
pacllMpeHreM OJHOI'0 U3 [IByX OCHOBHBIX MeTOZ0B PeH/IepuHra - pacTepusanuu
WM TPacCUpPOBKU Jyueld. MHOrma camMu 3T MeTOAbl peHJIepUHra Takxke
Has3bIBalOT TeXHUKAMU.

[TonynsipHble TEXHUKY PeH/ePUHTa BK/IFOUAlOT IOCTPOEHUe TeHer, OTPaKeHU 1
Tpe/IOMJIeHHN, TIpsSMOe U HelpsiMoe OCBellleHWe, 3aTeHeHWe OKDPYKeHUs
(ambient occlusion), umurtaiuto penbeda Ha noBepxHOCTsAX (bump mapping),
addekTa pacokycupoBaHHocTH (depth of field) u cmazanHocTy (motion blur) u
AP-

WHorza B peHiep-ABWKKaX IO, "TeXHUKOW' MoJpa3yMeBaeTCsi CepUsi Oreparjui,
OCYLLECTB/IsIEMbIX HaJ, rpadMyecKUMM [JaHHbIMU [Jisi TIOJyueHHs WTOTOBOTO
nu3obpaxeHuss - TiocTpoeHWe OydepoB, TIPeNpoLIeCCUHT, CBefleHue WU
noctrnpouieccudr.  [Insi  cobmofeHusi  GanmaHca  MeXJy ~— KaueCTBOM U
IPOM3BOAUTEILHOCTBIO, a TAKXKe [JI JOCTHMKeHHUS] COBMEeCTUMOCTH C LLIWPOKUM
aCCOPTUMEHTOM CHUCTEMHBIX KOH(Urypalul, ABWKOK MOXKET I[0//1ep>KUBATh
pa3Hble Habopel Takux orepauyid. Hampumep, AByMsi pacripocTpaHeHHbIMU
TeXHUKaMU B 3TOM CMbIC/Ie $IBJsIIOTCA mpsiMod peHpep (direct render) u
otnokeHHbI peHjiep (deferred render), KoTopble WMeIOT MPUHIMIIHAA/IbHbIE
pas/nuus B peaausaliuv pacyeTa OCBelleHus.




Tiling

Tiling | TainuHr, 3amolijeHre

MHOFOKP&THOE IIOBTOPEHHE TEKCTYPbI HAd ITOBEPXHOCTHU 00BLeKTa.




Transformation

Transformation | I[Ipeobpa3oBaHue

JInHelHas oriepalfysi Hafl reoMeTpreii (00bIYHO HAOOPOM BEpIIIHH).

[Tog mipeobpa3oBaHueM B rpaduueckux [BKKax OOBIUHO TMO/pa3yMeBaeTCst
adduHHOe peobpa3oBaHUe - TO eCTh, Mpeobpa3oBaHUe, COXpaHstoIllee TPsSMbIe
MUHUW TIpSIMBbIMK, a IIJIOCKMe TIOBEePXHOCTU - TIJIOCKUMHU. K  Takum
nipeoOpa3oBaHUsIM OTHOCAT C/IBUT, TIOBOPOT, MacinTabupoBaHue, CMellleHre U
3epKasibHOe OTOOpakeHUe, a TaKxe MX KOMOuHaluio B ar0b6oMm nopsiake. Ho k
nipeoOpa3oBaHUsIM TakKXXe OTHOCUTCS, HarpyuMep, TepCreKTUBHAsi MPOeKIus,
KoTopasi He siB/isieTcsi addUHHBIM TTpeobpa3oBaHUEM.

Nns npenctapneHusi ahp@UHHBIX Tpeobpa3oBaHUM MCTOMB3YIOT, KakK MpPaBUIIO,
MaTpullbl 4x4, THe feBas BepXHsis TOAMATPULIA 3aJjaeT BpallleHHe U MaciiTal,
TpaBbIM CTOJIOEL] - CMellleHHe, a HIDKHSI CTpoKa Bcerja pasHa [0, 0, 0, 1].
[TepeMHOXeHUe [BYX MaTpul] npeobpa3oBaHUs [jaeT MaTpUily, B KOTOPOW 3TH
nBa mnpeobpa3oBaHUs CKOMOWHUpDOBaHbI (B TOM TIOpsiikKe, B KaKOM
TIPOM3BO/IU/IOCH YMHOXKeHHe). B WrpoBbix Tpaduyeckux JBMXKKaX O0OBIUHO
VICTIO/Ib3YIOT CJIeAYIOLIUK TOPSiJIOK TepeMHOKeHUM: TepeHoC * BpaieHue *
MaciirtabupoBanue. [TomyuuBiiasics B pe3ysibTare marpuiia (ee ellle Ha3bIBalOT
Mo/le/TbHOW) TepeiaeTcs rpadrueckoMy KoHBelepy. Takke appuHHYIO MaTpuULly
MOKHO UHBEPTUPOBaTh, TO €CTh, BLIUUC/ISITh €e 00paTHYI0 MaTpUIly - OHa OyzeT
TIpe/iCTaB/IATL 0OpaTHOe TIpeobpa3oBaHue, KOTOpPOe OUeHb YaCTO UCII0/b3yeTCs B
KOMITbIOTEpHOU rpaduike. biarogapsi HeKOTOpbIM CBOMCTBaM ah(UHHBIX MaTpULI,
VX MO>XHO MHBEPTUPOBAaTh OYeHb 3(PHeKTUBHO.

['oBOpAT, uTO MoOfenbHasi MaTpulla TepPeBOJUT BEPLUMHBI U3 MOJEIbHOIr0
npocTpaHcTBa (TAe KOOpAWHAThI BepIIMH 3a/laHbl OTHOCUTENBHO LIeHTpa
MO/le/lM) B MHUPOBO€ TIPOCTPaHCTBO (TAe KOOpAMWHAThI 3a/laHbl OTHOCUTETbHO
abCOMIOTHOTO 1[eHTpa CIieHbl). OTOT TIPOL[eCC SIBJSETCA TIePBOM CTajuei
rpauueckoro KOHBeiliepa U  BBINOJHSETCS BepIIMHHBIM  IPOLIECCOPOM
BUJleoKapThl. [IpM  UCMHONb30BaHWMM  LIE€HWJEpPOB  TPOrPAaMMMCT  HMMeeT
BO3MO)XHOCTb TI0-CBOEMY 3alipOrpaMMHpOBAaTh 3Ty CTa[Ml0 B BEPLIMHHOM
meiisiepe. [Tomumo Matpuil, adduHHBIe peoOpa30BaHUs TAKXKe BO3MOXKHBI C
VICII0/Ib30BaHWEM KBAaTePHUOHOB W JlyalbHbIX KBaTEPHUOHOB. KBaTepHHOHBI
WCTIO/Ib3YIOTCA /ISl XpaHeHusi BpallleHdss (B TOM 4YMC/ie HaKarjuBaeMoro),
[lya/ibHble KBaTE€DHUOHBI - [ OZHOBPEMEHHOIO XpaHEeHWsi BpallleHUus WU



repeHoca.

OCHOBHbIE TIpEMMYI1[eCTBa KBATEPHUOHOB - BbIUMC/IUTe/bHAsA 3(Q(EeKTUBHOCTh U
SKOHOMUSI TaMaThd (4 uucaa BMecto 16 'y wmarpul) U BO3MOXHOCTB
VMHTepno/siiuu. KBaTepHUOHBI LLIMPOKO MPUMEHSIIOTCS B CKeJIeTHOM aHMMallWH,
KuHeMaThke W ¢u3vke, HO B Tpaduueckuii KOoHBelieD OHM OOBIYHO He
riepeiatoTCs - BCe Tipeobpa3oBaHUs [I7Isl 3TOTO TIePEeBOISATCS B MaTPUILIbL.

Cwm. Taxke Matrix, Vector.




Tree

Tree | lepeBo

Casi3HbIM Tpad 6e3 1[uK/I0B. [lepeBo C N BeplIMHAMU Bcerza uMeeT n-1 pebep.
Mexay mo0bIMM [IByMSI BepIlIMHAMH JlepeBa CYIIeCTBYeT eIMHCTBeHHbBIN
MapupyT. [loaToMy JepeBo WUHOTrAA OrpefenseTcsl KaKk MUHUMAa/IbHbIA CBSI3HBIN
rpad. BepiiivHa iepeBa, KoTopasi coejJuHeHa pebpoM TOBKO C O/IHOM BepIIIMHOM,
Ha3bIBAETCS JIMCTOM.

OpueHTHpOBaHHOE JiepeBO - 3TO rpad C Bbljle/IeHHOW BepilWHON (KOpHeEM), B
KOTOPOM MeX/1y KOpHEM U /TF0001 BePIIMHOM CYIl[eCTBYeT eJUHCTBEHHBIN MYTh.
HepeBbss MCMHOJMB3YIOTCS B Pa3/MUHbIX MaTreMaTU4YeCKUX MO/Je/isIX: B TeOpuHr
dbopmanbHBIX CUCTEM, TpPU OMMUCAHWKA M TIPOEKTUPOBAHWU HepapXuuecKux
CTPYKTYp (B YacTHOCTH, B HWHGMOPMAlIMOHHBIX CHUCTeMax, BK/IOUas Oa3bl
JTaHHBIX), B 3a/ja4axX [VIAHUPOBAHUS U T.7.




Triangle Strip/Fan

Triangle Strip/Fan

[Tpy HaMMUMK CMEXHBIX TPEYTOJIbHUKOB, OMUCHIBAIOLMX [TOBEPXHOCTb (PUTYPHI,
He TpeOyeTcsi mepesaBaTh MH(POPMAIMIO O BCeX TpPeX BepIIMHAX KaXK/0ro W3
HUX, a TPOCTO MepeAaeTcsi Cpa3y I0C/Ie[0BaTe/IbHOCTb TPEYrOJbHUKOB, AJIs
Ka)KJOr0 W3 KOTOpBIX OMpeJessieTcsl JWIb OfHa BeplivHa. B pe3ynbrare
CHWKAIOTCs1 TpPeOOBaHUSI K LIMPUHE TI0/I0CHI TIPOMYCKaHUSI.




Triangulation

Triangulation | Tpuanrynsuys

METO,[[ pa36I/IEHI/IH C/IOXKHBIX IIO/JIM'OHOB Hd COCTABJIAIOLIKME HMX TPEYIOJIbHUKH.
MCHOJ’IIBY@TCH IpH H€O6XO,[[I/IMOCTI/I CO34aHHUA TIOJIMI'OHOB C bosiee ueMm TpeMA
BepIINHaAMU.




Tweening

Tweening | TBUHUHT

HPO]_IECC HWHTEPIIOIAOHUN KJ/IFOYEBBIX KdIpOB B BepTEKCHOﬁ dHHMMdLIHUH. TBUHUHT
rnmpeariojidaraeT, 4To OJid ,Z[aHHOI‘;I MOJe/Id IIOpAAOK BEPIIMH B Pd3HBLIX KdApdX
OOWH K TOT >Ke.




UV Coordinates

UV Coordinates | TeKCcTypHble KOOPAWHATHI

B Tex ciyuasix, KOra Ha MoOJie/ib Hak/a/biBaeTcsl u3obpaxeHue (TeKCTypa), K
OTMCAHUIO0 BepILIWHBI A00aB/SIOTCS TeKCTYpPHble KoopAuHaThl. O603HauaroTCs
OHH, Kak ripaBuio, napoii U u V. Koopaunara U 3aziaeT B 1300pakeHNH TTUKCeTb
10 TOPU30HTAa/IN, KoopAuHara V - no Beptukanu. 3HayeHue (0,0) coorBeTcTByeT
JIeBOMY BEpXHEMY YI/y TEKCTYphbl, 3HaueHue (1,1) - mpaBoMy HUKHEMY.




Vector

Vector | BekTop

ONeMeHT JIMHeMHOro TpocTpaHcTBa. OmnuchiBaeTCsi OJHUM WM HeCKOTbKUMH
yrcaamMu (BeKTOp U3 OJHOIO 4YMCJ/a fIBJseTCsl CKaisipoM). B kommbroTepHOM
rpacdrike OObIYHO MCTOMB3YIOTCS BEKTOPbI U3 2, 3 u 4 uucen. Bekrop nmeer
JJIUHY, KOTOpasi BbIUUC/sieTcs 1o Teopeme [ludaropa (kBagpaTHbIM KOpeHb W3
CyMMBbI KBa/IpaTOB BCeX 3/IeMeHTOB BekTopa). K BekTOopaMm IIpMMeHHMBbI BCe
OCHOBHbIe apu(MeTUUeCKHe orepalvu (C/I0KeHHe, BblYMTaHUe, YMHOXXeHUe,
JeneHve). Pa3smen mareMmartvKu, U3yvarOlWMid Olepalydd HaJ, BeKTOpaMH,
Ha3bIBaeTCsl BeKTOPHOUW anrebpoil (OHa, B CBOKO Ouepe[b, SIBJISIETCS UaCTHBIM
ciyyaem 6osiee 0011lero HarpaB/IeHUs - TMHEMHOMN anreOphbI).

[Ipu romoIM BeKTopa MOXKHO OMUCAaTh KaK TOUKY B €BK/IMJ0BOM MPOCTPAHCTBeE,
TaKk W HarpaB/eHue, COOTBETCTByIOLee "B3IIsiAy" B 3Ty TOUKY K3 Hadasa
KoopuHat. HarpaBieHve 00bIYHO 3a/laeTCsl HOPMUPOBAaHHBIM, UK €JUHUUHBIM
BeKTOpOM (T.e., BEKTOPDOM C JJIMHOW, paBHOU 1). JItoOoii HeHy/neBOW BEKTOP
MO>XHO HOPMHMPOBAaTh, pa3/ie/ivB [IOKOMITIOHEHTHO Ha ero JyinHy. HaripasiieHue He
9KBMBAJIeHTHO TIOBOPOTY - 4TOObI TOMy4YUTb T[IOJIHOLIEHHBIN  TIOBOPOT,
VICTI0/Ib3YIOTCS TPU B3aWMHO TepIeHAUKY/ISIPHBIX BEKTOpa, (POPMHUPYIOLLIMEe TaK
Ha3biBaeMblli 0a3uc. ba3uc siBisieTcss cOCTaBHOW uacThio ad(UHHOW MaTpPULIbI
rpeoOpa3oBaHUS.

AddunHbIe TpeoOpa30BaHKs OCYILEeCTB/SIOTCS HaJl MPOCTPAHCTBOM apPUHHBIX
BeKTOpOB. AQQUHHBIN BEKTOp - 3TO BeKTop u3 4 uucesn, oO03Hauaemblii Kak
XYZW, thne XYZ - oObluHBIM €BK/IWJOBBIM BEKTOP, a JOIOJHUTE/bHAs
KoopJuHata W T03BOJIsSieT BbIpa3uTh OECKOHEUHO yZa/lieHHYH0 TOuKy (Korma W
paBHa 0). O6bIuHbIE TOUKU UMeIOT W paBHy1O 1.

CM. Takke Matrix, Transformation.




Vertex

Vertex | BepiimHa

TpaguLIMOHHO B KOMITbIOTEpHOM rpaduke T0J BepLIMHOM MOHWMAaeTCs TOUKa
JBYXMEpPHOTO /MO0 TpexMepHOro rpoctpaHcTBa. COBOKYITHOCTh TPeX BepILIWH
oOpa3yeT TpeyrolbHUK - Haubojiee  paclpOCTPAHEHHBLIM  MPUMUTUB,
UCTIONb3yeMbIM  [IIsT  TIOCTPOEHUSI TUIOCKOCTHBIX JIMOO TPOCTPaHCTBEHHBIX
o0bekTOB. Kaxzass BepliMHAa OMUCHIBAeTCS  Ofpe/ile/leHHbIM  Habopom
rnapamMeTpoB, KakK TO: KOOpAWHATbl B TMPOCTPAHCTBE, HOPMasb, TaHTEHT,
OWTaHTeHT, I[BET, TeKCTypHble KOOpAWHAaTbl U U T.J. W3 3Tux artpubyToB
00si3aTe/IbHBIMU  SIBJISIFOTCS TOJIBKO KOODZAMHATBI B TPOCTPAHCTBE, OCTaJIbHbIE
OMLMOHa/bHEL. [Ipy OTPHCOBKe TpeyrosbHUKA, 3a[JaHHOTO BEpLIMHAMH, KaXK/ast
Y3 HUX TMpOeLUpyeTcs Ha 5SKPaHHYK IJIOCKOCTb. [lanee TpoMCXOAWT
VHTEPIIOJISALUS Pa3/IMUHBIX MapamMeTpoB (TIpeobpa30BaHHOTO MOJIOXKEHUSI, 1[BeTa,
TeKCTYPHBIX KOODAWHAT U T.[I.), pe3y/bTaThl KOTOPOW Mbl COOCTBEHHO U BUIUM
Ha 3KpaHe.




Vertex Animation

Vertex Animation (Per-vertex Animation, Morph Target Animation) |
BepiviHHas (BepTeKCHast) aHMMaLust

MeTtopn aHuMalyy, MpUM KOTOPOM TIOC/€/I0BaTe/IbHOCTh KJ/IHOUEBBIX KaJpOB
nipe/icTaB/isieT coOOM Cepui0 WM3MEHEHHBIX TO3ULIMA BepIIVH TOJUTOHA/IbHOM
cetku. [Ipu Bocripov3BeZileHUM BePILMHbBI TPOCTO UHTEPIIONUPYIOTCS U3 OFZHOTO
COCTOSIHUS B [IpyTOe.

BepiivHHasi aHMMalys ToJ/lydnsia pacripocTpaHeHye B urpax cepuu Quake u Ha
CeroJHSIIIHUN JIeHb SIB/ISIeTCSl a/lbTePHATUBOUM CKeleTHON aHMMalvu, brarofaps
HEKOTOPbIM TMpeuMyllecTBaM. B 4acTHOCTW, aHMMaTop HMeeT BO3MOXKHOCTb
yrpaB/siTh Jit0OOOW BepIIMHONM B OTAEJBHOCTH, UTO HEBO3MOXXHO TIpH
VICII0/Ib30BaHUU CKeJIeTHOM aHUMal[uu. JTO MO3BOJIsIeT, HallpUMep, aHUMHUPOBATh
OA XY, JULO U T.I. 37IeMeHTbl MO/Jie/ield, KOTOpbIe C/IMIIKOM TPYJHO WU/U BOBCE
HEBO3MO)KHO TTPUBSI3aTh K KOCTSIM.

BepmvHHasi aHuUMalusi KMMeeT W CBOM HeJOCTaTKU. I[JilaBHble U3 HUX:
norpebsieHre TaMsITH, 3aTpaThl BBIUKMCIUTENBHBIX pECYpCOB Ha paccueT
VHTEepHo/siui. JTO [ieflaeT HepalMOHa/JbHbIM HCII0/Ib30BaHWE BepILIMHHOU
aHUMalM1 B BbICOKOIOJUTOHATbHBIX MOJEJISIX.




Voxel

Volume Pixel | Bokcenb

O6bemHas Touka. PaKTUUECKU SIBJISIETCS KYGOM B IIPOCTPAHCTBE; BBIBOAKWMAA
BOKCeJIbHAs ITOBEPXHOCTb CTPOUTCA U3 TAKHUX Ky'6OB.




VSync

Vertical Synchronization | BepTrkasnbHasi CHHXpOHH3aLUsI

OrnuuoHanbHbIM MapaMeTp TMOBe[eHUsl ApaiiBepa BUEOKapThl. BkitouéHHast
BepTUKa/bHasi CUHXPOHHM3ALUsl O3HayaeT, 4YTO I0C/Ae OTPUCOBKU OYepeHOro
KaZpa, BO BpeMms TiepekitoueHusi OydepoB, fApaiiBep OyneT >XAaTh Hadasia
ouepesIHOro 0OpaTHOrO Xo/la Jiyda MOHUTOPA, U TOMBKO TIOTOM TE€PEeKTHUUT
3KpaHHbIe Oydepsbl.

KapTvHKa Ha MOHHUTOpaxX C 3/IEKTPOHHO-TYy4YeBOM TPYOKON OTPUCOBBLIBAETCS
JTyUOM M3 5/IEKTPOHOB, KOTOPBIN TOC/Ie[J0BaTe/IbHO OTPUCOBLIBAET CTPOKU CJieBa
HampaBo, IIOTOM BO3BpalllaeTCsi B HauajJo OdepelHOM CTPOKM (3aZieprKKa
TOPU30HTa/IbHOM CUHXPOHU3al[MK), 3aTeM OTPHCOBBIBAET CJIEAYIOLIYIO0 CTPOKY U
T.n. Ilocne TOro, kak J/y4y Tmomaj B TIpaBblii HWKHUM Yroa 3KpaHa, OH
BO3Bpall|aeTCsl B JIEBbIM BEPXHUM Yroj (BpeMsi, 3a KOTOpPOe OH BO3Bpall[aeTcH,
Ha3bIBaeTCs 3a/leP>KKOM BepTUKaIbHOW CUHXPOHHU3ALIUHN).

3aueM Hy)KHa BepTUKa/bHasi CMHXpOHU3aLus? [le/io B TOM, UTO BpeMsi 3a/lep>KKU
BePTUKA/IbHOW CMHXPOHUW3allMK 00paTHOTO X0/ia Jiyua SIB/ISIeTCsl UleaabHbIM /IJisi
repeK/itoueHust 3KpaHHbIX OydepoB. Eciu mepekmounth Oydeprl B oboe
Jpyroe BpeMsl, TO YaCTh W300pakeHUs Ha dKpaHe OyzeT MpUHa/|ie)kaTh CTapoOMy
KaJ[py, a yacTb - HOBOMY. M3-3a 3TOro mosiBITCsl apTedakTbl MeXAy KaZpaMu -
MOJKeT CTaTh 3aMeTHbIM HEeIpUsITHOe JApO)KaHue, W Aake Mpu BbICOKUX FPS
aHUMallvsi BU3yaabHO He Oy/ieT BBIT/IsiIeTh TIJIaBHOM.

OpHako, Tak Kak MNPy BEePTUKAJbHOM CHUHXPOHMU3aLUU [le/laeTcsl 3a/lepkKa, TO
FPS HeusbexHo OyeT MeHbIlle, YeM Ha aHaJOTUYHOW ClleHe, HO C
BBIK/IFOUeHHbIM ~ VSync. DTO UWHOrAa  HeNpuemieMo, HarlpuMmep, B
pa3Ho0b6pa3HbIX rpaduyecKuX TecTax.




Weighting

Weighting | Pa3BecoBka

B ckesieTHOM aHMMal[UU - pacrpejesieHre NPUHAJJIe)XKHOCTA paccMaTpUBaeMoun
yaCTU TIOBEPXHOCTU MOjle/ld K TOW WM WHOW KOCTU CKesneTa. Pa3BecoBKa
T03BOJIsSIeT TIOBBICUTh KadecTBO JAedopMaliud aHUMHPYeMOW T[10BEpXHOCTH,
NpubIM3KB ero K HaTypaTbHOMY.




Wireframe

Wireframe

KapKaCHOE OTO6pa>KEHI/I€ IMOBEPXHOCTHU TPEXMEPHOI'O 00BeKTa.




Z-Buffer

Z-Buffer | Z-6ydep

Yacte rpaduueckoil maMsaTh, B KOTOPOW XpaHSATCS DPACCTOSIHUSI OT TOUKU B
MPOCTPaHCTBE /10 3KPaHHOW MJIOCKOCTU (3HaueHuss Z). Z-buffer ompepenser,
Kakasg M3 MHOTUX TlepeKpBIBAIOIIUXCS ToueK Haubosee OnM3Ka K TIJIOCKOCTH
Habmopenusi. Tak ke, Kak Oosiblliee unc/io OGUTOB Ha TMKCeIb [/ L[BeTa B
Oydepe kazpa COOTBeTCTBYeT OO/bllieMy KOIMUECTBY I[BETOB, [JOCTYITHBIX B
cucteMe u300paXkeHUs, TaK W KOIMUeCTBO OUT Ha mMKcesnb B Z-Oydepe
COOTBETCTBYeT OosibleMy unciy 31eMeHToB. OObIuHO, Z-0ydep rMeeT He MeHee
16 6uT Ha TUKCeNb JJis TIpe/iCTaB/eHys TTyOuHbI 11BeTa. HekoTopble peanu3aiiuu
Z-6ydepa UCMoNb3yIOT [/ XpaHeHUs He 11eJIOUUC/IeHHOe 3HaueHue IyOuHbI, a
3HaueHue C I/1aBarolei 3ansrou ot 0 1o 1.




Z-Buffering

Z-Buffering | Z-6ydepu3zaiius

[Tpoliecc yzasmeHUs] CKPBLITBIX TIOBEPXHOCTeH, WCIO/B3YIOMUNA 3HAUeHUs
rnyOuHbI, XpaHsiuecs B Z-0ydepe. ITepes orobpa)keHHeM HOBOTO Kazipa, Oydep
OUMIIIAeTCs, ¥ B BEeJWUMHBI 7 YCTAHAB/IMBAIOTCS MaKCHMa/lbHO Oorblive
3HaueHus. [Ipu peHzepyuHre O00BEKTa YyCTaHABAMBAIOTCSA 3HAUeHWs 7, JJis
KaX/IOT0 TIUKCessi: yeM O/bke pacriofioKeH MUKCe/b, TeM MeHbIlle 3HaueHue
BeJTMUMHBI Z. [I71s1 KaXKZ0ro HOBOTO THKCe/a 3HaueHue T/TyOHMHBI CpaBHUBAETCS
CO 3HaueHUeM, XpaHAIUMcs B Oydepe, ¥ TTUKCe/Tb 3aMChIBAeTCS B KaJ[p, TOMBKO
eC/IM BeJIMUMHA TTyOMHBI MeHbIIIe COXPaHEeHHOTO 3HaUeHMs.




Z-Sorting

Z-Sorting | Z-copTUpoOBKa

[Ipouiecc ypaneHWss HEBUAWMBIX [I0BEPXHOCTEW C IIOMOLLBK) COPTHUPOBKH
MHOTOYTO/IbHUKOB B IIOpsfiKe "CHW3y BBepx' Iiepes peHJepuHIroM. Takum
oOpa3oM, TIpu peH/lepUHTe BepxHUe TIOBePXHOCTHM  00pabaThIBarOTCS
rnociefHUMU. Pe3ysbpraThl peHjepuHra II0/Iy4aroTCsl BepHbIMH, TOJIBKO eCJIH
o6bekThl He O/MM3KW U He TmepecekaroTcsl. [IpeumyliecTBOM 3TOro MeToza
SBJIIETCSI  OTCYTCTBME HeOOXOJUMOCTU XpaHeHUsl 3HaueHuid TIyOuHBI.
HegocrarkoM sAB/sieTCs BBICOKAasg 3arpyska IIpoLjeccopa M OrpaHUYeHue Ha
nepecekaronecst 00beKThbI.




CAIIP

Cucrema dBTOMdTHU3WMPOBAHHOI'O IIPOEKTHUPOBAHUA

COBOKYMHOCTh ~ammapaTHbIX MW IPOTPaMMHBIX CpPeJCTB, 00ecreurBarOIINX
aBTOMAaTH3al[Mi0 BCEeX OCHOBHBIX IJTallOB ITPOEKTHPOBAHUSI TPOMBIIILIEHHbIX
153 (17178
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bubmioreka  Xtreme3D u  HeoOXoguMbIM AT ee  KOMITAJISIL[UN
MoauduupoBanHbii  Koj,  GLScene  (manee  "Ilpoektr — Xtreme3D")
pacripocTpaHsitorcsi 1o juiieHsun Mozilla Public License (MPL) 1.1. Bl
MOXKETe TIOMYUWTh KOMMIO TIOJTHOTO TeKCTa STOM JIMIEH3UMU TI0 ajpecy
https://www.mozilla.org/MPL.

OTa JMIeH3us TpeAoCTaB/lsseT BaM IIpaBO CBOOOAHO U 6Ge3BogMe3THO
vcnonb3oBaTh [Ipoekr Xtreme3D Kak B HEKOMMepUYeCKUX, TaK UM B
KOMMepUeCKHX 11e/IsIX, a TakKe KOMUPOBaTh U MOAU(MUIIMPOBATb €ro MCXO/HbIN
KO/J] TIpY COOJTIOIEHUH CJIeIVIOLIHX YCTOBUMA:

- Ilpu wucnonb3oBanuu wucxoaHoro koga IIpoekra Xtreme3D B 3akpbITOM
MPOTNPUETApPHOM TIPOJIYKTe, B JOKYMEHTAl[UM K MPOAYKTY CaeAyeT MOMeCTUTb
yBesioMmieHe 00 MCMonb30BaHUM Xtreme3D €O CChIIKOM Ha CalT IpPOEKTa:
http://xtreme3d.narod.ru;

- B cnyyae wmomudukamm ucxogHoro koga [Ipoekta  Xtreme3D,
MOIH(ULIMPOBaHHbIE UCXOAHbBIE (Dal/Ibl JO/DKHBI ObITH AOCTYIHBI 110 YC/IOBUSM
nutjeH3un Mozilla Public License 1.1.

Vcrionb30BaHWe OpPUTMHAMBHOM (HeMoauduipoBaHHoM) Xtreme3D B (opme
ckoMrsiipoBaHHolt Oubmmorekn DLL  (xtreme3d.dll) ans  guHamMuueckoro
CBSI3bIBAHUS C JIPYTMMH TIpOrpaMMaMHi He BjieueT 3a Co00M HeoOXOJUMOCTh
BBITIO/THATH BbIIIIEHa3BAHHBIE YCIOBUSI.

I[TIPOEKT XTREME3D PACIIPOCTPAHAETCA II0 IIPUHLINITY "KAK
ECTb", BE3 KAKUX Bbbl TO HWMN BbUIO HABHBIX WWIIN
IIOOPA3YMEBAEMBIX TAPAHTUI TOBAPHOW IIEHHOCTU WU
IIPUTOOHOCTU JJId OIPEAEJEHHOW LIE/JIN. TIPABOOBJIAJATE/INA
HE HECYT OTBETCTBEHHOCTHN 3A JIFOBBIE [IIOCJIEJCTBUA,
BBI3BAHHLBIE MCIIOJIbBBOBAHUEM OAHHOI'O [IPOI'PAMMHOI'O
OBECIIEYEHUWA.



[Tpoekt Xtreme3D Bk/touaeT MoaudUIMpPOBaHHBIM Ko mpoekTa GLScene
(http://glscene.sourceforge.net), KOTOpbIli TakXKe AOCTyMeH Mo nuljeH3uu MPL.
[TpoekT Takxe BK/IOYAaeT KOJ CTOPOHHUX OUOMMOTEK, Ha KOTOpbie He
pacripocTpansieTcs auneHsus MPL:

- Simple Dictionary (https://github.com/martinusso/simple-dictionary)

- Hash Library ot Ciaran McCreesh

- Hexopep aiinos ¢popmara LOD (http://lodka3d.narod.ru)

- MopuduuvpoBanHas npuBsizka FreeType or mpoekrta Anti-Grain Geometry
(http://www.antigrain.com)

- CrystalLUA (https://github.com/d-mozulyov/CrystalLUA)

Wudopmaiivio o mpaBoobsaziaTesisix U yC/IOBUSI PacripoCTpaHeHUs! KoJja 3THX
TIDOEKTOB Bbl MOKeTe HaliTH B COOTBETCTBYIOLUX UCXOIHBIX (haiiiax.

Xtreme3D, Copyright © 2016-2017, Timur Gafarov.
GLScene, Copyright © 2000-2016, GLSTeam.
All rights reserved

"Xtreme3D Project” refers to Xtreme3D library and modified GLScene that it
depends on.

Xtreme3D Project is distributed under Mozilla Public Licence (MPL) 1.1. You
can obtain a full text of this license at https://www.mozilla.org/MPL. This
license grants you a right to freely use Xtreme3D Project both in freeware and
commercial products, and to copy and modify its source code, at the following
conditions:

- In case of using Xtreme3D source code in a closed-source product, an
acknowledgement must be provided that the product uses Xtreme3D with a link
to http://xtreme3d.narod.ru;

- Modifications made to Xtreme3D Project must be released under MPL as well.
These requirements are only applied to Xtreme3D Project source code. If you
are using the original (unmodified) Xtreme3D in the form of a compiled
dynamic library (xtreme3d.dll) for linking with an application, you are not
required to fulfill conditions above.

THE XTREME3D PROJECT IS PROVIDED "AS IS' WITHOUT WARRANTY
OF ANY KIND, EITHER EXPRESS OR IMPLIED, INCLUDING, BUT NOT



LIMITED TO, WARRANTIES OF MERCHANTABILITY AND FITNESS
FOR A PARTICULAR PURPOSE. IN NO EVENT WILL ANY OF THE
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY DAMAGES
CAUSED BY THE USE OR THE INABILITY TO USE OF THE XTREME3D
PROJECT.

Xtreme3D Project includes modified code of GLScene
(http://glscene.sourceforge.net) which is also available under MPL. Xtreme3D
also includes some third-party source code files that use different licenses:

- Simple Dictionary (https://github.com/martinusso/simple-dictionary)

- Ciaran McCreesh's Hash Library

- LOD file decoder (http://lodka3d.narod.ru)

- Modified FreeType binding from Anti-Grain Geometry project
(http://www.antigrain.com).

- CrystalLUA (https://github.com/d-mozulyov/CrystalLUA)

Such files have an explicit copyright and licensing notices attached to them.



JInneH3noHHoe coryiameHue: ODE

Open Dynamics Engine (ODE)
Copyright © 2001-2010, Paccen JI. Cmur
Bce npaBa 3amuieHsl.

PacripocTpaHeHye U MCMO/b30BaHue TporpammHoro obecrieuenuss ODE (manee
"TporpaMmHoe obecrieueHure") B BHIe UCXOJHOTO KOJla /WA B JBOMYHOM BHJIE
pa3pelieHo Npy COOJTIOeHUH CJIeIYIOIHX YCTIOBHI:

- PacnipocTpaHeHue nporpaMMHOTO oOecrieueHWs] B BHJIe HCXOJHOTO Kofa
JIOJDKHO COJiep>KaTh TeKCT JaHHOU JIULIEH3UM.

- PacnipocTpaHenue mporpaMMHOro obecrieueHWs B JBOWYHOM BHJE JO/DKHO
collep)KaTb TeKCT [JaHHOW JIMLIEH3WM B JIOKYMEHTaluu W/WIA [JPYTyx
Marepua’siax, MoCTaB/sieMbIX TIPYA PaCIIPOCTPAHEHUMN.

- lmena mpaBooOsaziaTesii U ero BOJIOHTEPOB (zasiee "mpaBooOsaziaress") He
MOTYT OBITb HCIIO/Ib30BaHbl [ijIA peKjJaMbl TMPOAYKTOB W/WMM YCIyr 0Oe3
COOTBETCTBYIOLLIETr0 TIMCbMEHHOTO Pa3perleHusl.

HACTOMSIIIEE TTPOTPAMMHOE OBECITEUEHUE PACIIPOCTPAHSETCH
TTPABOOBJIAJATEJIEM IIO ITPMHLIMITY "KAK ECTB", BE3 KAKUX BbI
TO HUM BBIJIO SABHBIX W/MIN TIOAPA3YMEBAEMBIX TAPAHTUN
TOBAPHOW IIEHHOCTH MJIN TMPUTOOHOCTH 171 OITPEJEJIEHHON
ITEJTA. TIPABOOBJIAJIATE/Ib HE HECET OTBETCTBEHHOCTU 3A
JIIOBBIE ITIOCJIEACTBUMA, TIPAMOW WM KOCBEHHBIN VIIIEPE,
BBRI3BAHHBIE  JAHHBIM  ITPOTPAMMHBIM  OBECITEUEHHMEM,
BKJ/IFOUAS, BE3 OI'PAHMUYEHUNM, YBBITK OT YTPATHI IIPMBBIIN,
[IPEPBIBAHUE BM3HECA, TTOTEPIO JIEJIOBOM MH®OPMALINN WA
MHO ®THAHCOBBIN YPOH).

Open Dynamics Engine (ODE)
Copyright © 2001-2010, Russell L. Smith.
All rights reserved.

Redistribution and use in source and binary forms, with or without modification,



are permitted provided that the following conditions are met:

- Redistributions of source code must retain the above copyright notice, this list
of conditions and the following disclaimer.

- Redistributions in binary form must reproduce the above copyright notice, this
list of conditions and the following disclaimer in the documentation and/or other
materials provided with the distribution.

- Neither the names of ODE's copyright owner nor the names of its contributors
may be used to endorse or promote products derived from this software without
specific prior written permission.

THIS SOFTWARE IS PROVIDED BY THE COPYRIGHT HOLDERS AND
CONTRIBUTORS "AS IS" AND ANY EXPRESS OR IMPLIED
WARRANTIES, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE ARE DISCLAIMED. IN NO EVENT SHALL THE
COPYRIGHT OWNER OR CONTRIBUTORS BE LIABLE FOR ANY
DIRECT, INDIRECT, INCIDENTAL, SPECIAL, EXEMPLARY, OR
CONSEQUENTIAL DAMAGES (INCLUDING, BUT NOT LIMITED TO,
PROCUREMENT OF SUBSTITUTE GOODS OR SERVICES; LOSS OF USE,
DATA, OR PROFITS; OR BUSINESS INTERRUPTION) HOWEVER
CAUSED AND ON ANY THEORY OF LIABILITY, WHETHER IN
CONTRACT, STRICT LIABILITY, OR TORT (INCLUDING NEGLIGENCE
OR OTHERWISE) ARISING IN ANY WAY OUT OF THE USE OF THIS
SOFTWARE, EVEN IF ADVISED OF THE POSSIBILITY OF SUCH
DAMAGE.



JInneH3uoHHoe corJialleHue:
Freelype

The FreeType Project

Copyright © 1996-2002, 2006, 1>Bujg Tepuep, Pooept Buibreism, Bepaep
Jlembepr.

Bce npaBa 3amuieHsl.

Bcryniienue

[Ipoekt FreeType pacripocTpaHseTcsi B HECKOJbKWX apXUBHbIX I[laKeTax;
HEKOTOpble M3 HHUX MOTYT COZiep)KaTh, BJ00AaBOK K IIPUGTOBOMY JIBUKKY
FreeType, pa3nuuHbie WHCTPYMEHTbI W KO/, Ha KOTOPBIX OH OCHOBaH, /10O
otHocsuuecs K [Ipoekry FreeType. Hacrosiias iuiLieH3usi OTHOCUTCH KO BCeM
daiinam B 3THX IMakeTax W PaclpOCTpaHsIeTCs, TaKUM o0pa3oM, Ha HIpUdTOBOM
IBWKOK FreeType, TeCTOBbIe TTpOrpaMMbl, JOKYMeHTal[1t0 U make-haiisbl.
HacTosijasi viieH3ust Oblsla coctapiieHa o obpasiy mieH3uit BSD, Artistic u
IJG (Independent JPEG Group), Ka)kJasi 13 KOTOPBIX 0Jj00psieT MCI0/Ib30BaHUe
JIULEH3UPYeMOro CBOOOZIHOTO MPOrPaMMHOI0 oOecrieueHHss B KOMMEPUECKUX U
OecrlaTHBIX TIPOrPAaMMHBIX TIpoAykKTaxXx. Kak crencTtBue, ee OCHOBHBIE
TI0JI0’KeHUS 3aK/IH0Uat0TCA B CJIeIYIOLeM:

- Mbl He rapaHTHpyeM, 4YTO J[aHHOe IIporpaMMHOe obecriedeHre paboTraer
(pacnpocTpaHeHue TI0 TMpUHIUIYY "Kak ecTb'). TemM He MeHee, Mbl
3aMHTepeCOBaHbI B JIOOBIX OTUeTax 00 oIIMOKax.

- Bbl MoO)keTe HCMOIB30BaTh JaHHOE MpOrpaMMHoe obecrieueHue B JIOOBIX
1[e/IsIX, YaCTUUHO WM TIOJHOCTBIO, 0e3 [eHe)KHBIX OTUHUCIEHUM B II0/Ib3Y
nipaBoobajiaTeieit.

- Bbl He Mo)keTe TpHcBavBaTh cebe AaBTOPCTBO /[IAHHOTO TPOTPaMMHOTO
obecrieuenusi. Eciv BbI UCMOMb3yeTe €ro, 4aCTUYHO WM TOMHOCTBIO, C
MordUKarusaMy uir 6e3, Bbl JO/DKHBI TIPEIOCTaBUThL yBeOM/IeHHe Te-HUOyIb
B JIOKyMEHTallMM K Ballled TporpaMMe O TOM, UTO Bbl MCIIO/b30Bad KO/
IIpoekra FreeType.

Mbi pa3peliiaeM U ofi00psieM BK/IHOUeHHe JaHHOTO MPOrpaMMHOTO obecrieueHus,



¢ MoaudukaimsMu UMM 0e3, B COCTaB KOMMEPUECKUX TMPOAYKTOB. MbI He
Tpe/loCTaB/IsieM HUKaKUX rapaHTUi Ha Kof, otHocsiuiics K [Ipoekty FreeType,
U OTKa3bIBaemcsi OT r000M OTBETCTBEHHOCTU 3a TIOC/IeCTBUS WCTIOIb30BaHUS
5TOr0 KOZa.

HakoHell, MHOrue /IOAWd CHpallMBalOT HACc O [MpeAroYnuTaemMon Qopme
yBejoMsieHusi 00 aBTOPCTBe, COOTBETCTBYHOILeN TpeOOBaHUSAM HacTosiiei
nULieH31Mr. Mbl peKoMeH/lyeM UCI0/b30BaTh CJIeAYIOLINNA TeKCT:

[laHHoe npoepammHoe obecneueHue codepicum ko0 FreeType. Copyright ©
(200) I1poexkm FreeType (www.freetype.org). Bce npasa 3awjuyeHbl.

IIpum.: (rof) c/ieayeT 3aMeHUTDb Ha rofi, Bellycka Bepcuu FreeType, KOTOpYtO Bbl
VICTIO/Ib3YeTe.

0. Onpegenenust

B Hacrosmen muueH3un TepmuHbl ''maketr"', "Ilpoekt FreeType" u "apxus
FreeType" OTHOCSTCA K Habopy daiinos, pacripoCcTpaHsieMoOMy
nipaBoobOnagarensmu ([3Bua TepHep, Pobepr Busbrensm, Bepuep Jlembepr),
Oyznb TO anbda-, 6eTa- UK hHUHATBHBIA Pen3.

[Tom TepmuHOM "BbI" MOApa3yMeBaeTCd MoJyyaTesb JIULEH3UU (JIUL[eH3uar),
JIALI0 WM oOpraHusanus, ucrosb3yrolas FreeType, rge "ucnosnb3oBaHue'
o003HauaeT KOMOWISLMI0 UCXOqHOrO Koja FreeType, a Takke CBsi3bIBaHUe
nporpamm c 6ubmuotekoii FreeType mocpencTBoM KOMMoHOBKHU. [Iporpamma,
cofepxkaiast ucxonubiv ko FreeType wmm cBsizanHas ¢ FreeType nmocpencTsoM
KOMITOHOBKH, 0003HauaeTcs Kak "'TporpaMma, ucrosb3ytomast FreeType'.
Hacrositiiasi nuieH3usi pacnpoctpaHsieTcss Ha Bce daiiibl I[Ipoekta FreeType,
BK/IFOYasi BeChb MCXOAHBIA KO, IBOMUHbIe (hali/ibl U JOKYMEHTALUI0, eC/Id SIBHO
He yKasaHo uHoe. Ec/iv Bbl He yBepeHbI B TOM, paclpoCTpaHseTCs JId HaCTosas
NULIeH31s Ha TOT Wik uHou (aiin IIpoekra FreeType, cBSDKMTECh C HAMM.
[TpaBooGnagarenssmu Ilpoekta Freetype smnstorcs [IsBuy Tepuep, PobGept
Bunsrensm u BepHep Jlembepr. Bce npaBa, 3a UCK/TFOUeHHEM YKa3aHHBIX HUKe,
3allULLeHBI.

1. OTcyTCTBHE rapaHTUH

I[TPOEKT FREETYPE PACITIPOCTPAHAETCHA ITPABOOBJIAJATEJIEM 110
I[MPUHIINITY "KAK ECTbB", BE3 KAKMX bbbl TO HMN BbUJIO ABHBIX W/
MJIN TIOOPA3YMEBAEMBIX TAPAHTUI TOBAPHOM IIEHHOCTU WJINU



IIPUTOOHOCTN [JI ONPEIEJEHHOM LIEJIN. TTPABOOBJIAZIATE
HE HECET OTBETCTBEHHOCTU 3A JIFOBBIE [IOCJIIEACTBNA,
BBI3BAHHLBIE UCIIOJIbBBOBAHUEM OAHHOI'O [IPOI'PAMMHOI'O
OBECIIEYEHNMA.

2. PacnipocTpaHeHue

Hacrosiitiass nuiieH3us MpeioCcTaB/sieT BCeMUPHOe, GecriyiaTHoe, GeccpouHoe U
6e30T3bIBHOE rpaBo WCI0JTb30BaTh, KOMITA/IUPOBATh, BBIMOJTHATh,
JIeMOHCTPHPOBaTh,  KOMWPOBaTh, MOAUMULIMPOBATh, PACHPOCTPaHIThL U
cybnmuiien3upoBath [Ipoekt FreeType (Kak B MCXOAHOW, TaK U B JJBOMUYHOMU
dbopme) u r0ObIe MPOM3BOAHBIE OT Hero paboThl, a TaKXKe TPe0CTaB/IsATh 3TU
MpaBa, YaCTUUYHO WM TIOJHOCTBIO, TPETbUM JIMI[aM, TIpu COOrofeHun
CNeAyrIIUX YCI0BUM:

- PactipocTpaHeHre OpUrMHA/ILHOTO WKW MOJUA(PUIIMPOBAHHOTO UCXOHOTO Kojia
FreeType mo/bKHO COMPOBOKAThCSI HEU3MEHEHHBIM TEKCTOM JAaHHOU JIULEH3UU.
JItoOble [mOTOSHEHUS, yAaleHWs W H3MeHeHWs B HCXoAHOM Koje FreeType
JIOJDKHBI OBITH OMMCaHBI B ITPHUJIAraroIleicsi JOKYMeHTalluu. YBejomiieHrde 00
aBTOPCKHKX MpaBax JOJDKHO TPUCYTCTBOBAaTb BO BCeX KOMUAX MCXOJHOIO KOZa
FreeType.

- Pacnpoctpanenve FreeType B [ABOMYHOM BUJe [O/DKHO COJeprKaTh
yBelIOMJIeHe O TOM, 4YTO TIpPOAYKT BKmouaeT FreeType. Mnl omo0psiem
ynomuHanve URL-azpeca BeG-caiita IIpoekra FreeType, HO 3TO He SIBAsIeTCS
o0s13aTeIbHBIM TPeOOBAHKUEM.

OTU YCJOBUSI pacrpoCTpaHsOTC Ha Joboe mporpaMMHOe oOecrieyeHue,
ucnosnb3ytoiiee FreeType unm siBiisitoitieecst MpoM3BoJHOM paboTol, 0CHOBaHHOM
Ha kojie FreeType. Ecnu BbI ucronbs3yete FreeType, mpocuM yBeZioMUThL Hac 00
5TOM. [leHe)KHOe BO3Harpask/ieHre B Hallly TI0/b3y He TpeOyeTcs.

3. PekyiaMMpoBaHue

Mwmena aBTopoB IIpoekra Freetype, paBHO Kak ¥ ero KOHTPUOBIOTOPOB, HE MOTYT
ObITh KCIO/b30BaHbl B 1IE/ISIX KOMMEpUeCKoW pek/aMbl 0e3 UX MUCbMEHHOTO
paspelleHus.

MbI pekoMmeHzyeM (HO He TpeOyeM) MCIO/b30BaTh OAHY W3 CJlefyroluX ¢pas,
yTOOBbI CChUIATHCS Ha JJaHHOe TIporpaMMHOe obecrieyeHre B JOKYMeHTAl[uU WU
peknaMHbIX  Marepuasax: "Ilpoekt Freelype", "[Bmwkok FreeType",



"bubnroteka FreeType" wmu "[Iuctpubytus FreeType".

Tak Kak BblI He TO/MKChIBaeTeCh TI0/] HACTOSAIIEN JUIeH3uel, Bbl He 00si3aHbI
NIpUHUMATh ee ycioBUs. Tem He MeHee, MOCkoybKy [IpoekT FreeType siBasieTcs
Mpou3BeleHUeM, 3alluIlleHHbIM aBTOPCKMM TpPaBOM, TOJIbKO HAaCTOsLast
nuuieH3us (mubo Apyrasi, 3aK/rOueHHasi C TpaBoo0saZiaTensiMi) TIpeJjoCTaB/IseT
BaM [paBO MCIO/b30BaTh, PaClpoCTpaHiaTh U MoauduurpoBats FreeType.
Takum 0b6pa3om, UCMob3ysi, pacrnpocTpansisg wiu moauduipys FreeType, Bbl
TO/ITBeP>K/laeTe CBOE Corviacue C YCJIOBUSIMU HaCTOsIel JIULIeH3UH.

4. KonTakTHasa nHpopmanus

Cy111eCcTBYIOT /jBa CIIMCKA pacChUIOK, CBA3aHHbBIX C FreeType:

- freetype@nongnu.org. IlocesimieHa o6ieMy wucrnonb3oBaHuto FreeType, a
TakKKe HOBOBBeZleHUsiIM B Oubmuoreky u auctpubytuB. Ecnu BaM HyKHa
TeXHUYeCKas TOAJepKKa, ¥ Bbl He Halll/IM IIOMOLIb B JOKyMEHTal|uu, 3ajjanuTe
BOIPOC B 3TOM CIIMCKe PaCChUIOK.

- freetype-devel@nongnu.org.  IlocesieHa  pa3pabotke  FreeType,
00CyXX/IeHHI0 OIMOOK, TIOPTUPOBAaHUIO [IBU)KKA Ha [Ipyrve TiaaTdOopMbl,
BOIpPOCaM [iv3aiiHa, JTULeH3UOHHbIM BOIIPOCaM U T.J.

Caiit Ilpoekta FreeType Haxoautcs 1o azapecy http:// www.freetype.org.

The FreeType Project

Copyright © 1996-2002, 2006, David Turner, Robert Wilhelm, Werner
Lemberg.

All rights reserved.

Introduction

The FreeType Project is distributed in several archive packages; some of them
may contain, in addition to the FreeType font engine, various tools and
contributions which rely on, or relate to, the FreeType Project.

This license applies to all files found in such packages, and which do not fall
under their own explicit license. The license affects thus the FreeType font
engine, the test programs, documentation and makefiles, at the very least.

This license was inspired by the BSD, Artistic, and IJG (Independent JPEG
Group) licenses, which all encourage inclusion and use of free software in



commercial and freeware products alike. As a consequence, its main points are
that:

- We don't promise that this software works. However, we will be interested in
any kind of bug reports. ("as is' distribution)

- You can use this software for whatever you want, in parts or full form, without
having to pay us. (‘royalty-free' usage)

- You may not pretend that you wrote this software. If you use it, or only parts of
it, in a program, you must acknowledge somewhere in your documentation that
you have used the FreeType code. ("credits")

We specifically permit and encourage the inclusion of this software, with or
without modifications, in commercial products. We disclaim all warranties
covering The FreeType Project and assume no liability related to The FreeType
Project.

Finally, many people asked us for a preferred form for a credit/disclaimer to use
in compliance with this license. We thus encourage you to use the following text:

Portions of this software are copyright © (year) The Freelype Project
(www.freetype.org). All rights reserved.

Please replace (year) with the value from the FreeType version you actually use.
0. Definitions

Throughout this license, the terms "package’, "FreeType Project', and "FreeType
archive' refer to the set of files originally distributed by the authors (David
Turner, Robert Wilhelm, and Werner Lemberg) as the "FreeType Project’, be they
named as alpha, beta or final release.

“You' refers to the licensee, or person using the project, where "using' is a generic
term including compiling the project's source code as well as linking it to form a
‘program’ or “executable'. This program is referred to as "a program using the
FreeType engine'.

This license applies to all files distributed in the original FreeType Project,
including all source code, binaries and documentation, unless otherwise stated in
the file in its original, unmodified form as distributed in the original archive. If
you are unsure whether or not a particular file is covered by this license, you
must contact us to verify this.

The FreeType Project is copyright (C) 1996-2000 by David Turner, Robert



Wilhelm, and Werner Lemberg. All rights reserved except as specified below.
1. No Warranty

THE FREETYPE PROJECT IS PROVIDED "AS IS' WITHOUT WARRANTY
OF ANY KIND, EITHER EXPRESS OR IMPLIED, INCLUDING, BUT NOT
LIMITED TO, WARRANTIES OF MERCHANTABILITY AND FITNESS
FOR A PARTICULAR PURPOSE. IN NO EVENT WILL ANY OF THE
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY DAMAGES
CAUSED BY THE USE OR THE INABILITY TO USE, OF THE FREETYPE
PROJECT.

2. Redistribution

This license grants a worldwide, royalty-free, perpetual and irrevocable right and
license to use, execute, perform, compile, display, copy, create derivative works
of, distribute and sublicense the FreeType Project (in both source and object
code forms) and derivative works thereof for any purpose; and to authorize
others to exercise some or all of the rights granted herein, subject to the
following conditions:

- Redistribution of source code must retain this license file (FTL.TXT")
unaltered; any additions, deletions or changes to the original files must be clearly
indicated in accompanying documentation. The copyright notices of the
unaltered, original files must be preserved in all copies of source files.

- Redistribution in binary form must provide a disclaimer that states that the
software is based in part of the work of the FreeType Team, in the distribution
documentation. We also encourage you to put an URL to the FreeType web page
in your documentation, though this isn't mandatory.

These conditions apply to any software derived from or based on the FreeType
Project, not just the unmodified files. If you use our work, you must
acknowledge us. However, no fee need be paid to us.

3. Advertising
Neither the FreeType authors and contributors nor you shall use the name of the

other for commercial, advertising, or promotional purposes without specific
prior written permission.



We suggest, but do not require, that you use one or more of the following
phrases to refer to this software in your documentation or advertising materials:
"FreeType Project, "FreeType Engine', ‘FreeType library', or “FreeType
Distribution'.

As you have not signed this license, you are not required to accept it. However,
as the FreeType Project is copyrighted material, only this license, or another one
contracted with the authors, grants you the right to use, distribute, and modify it.
Therefore, by using, distributing, or modifying the FreeType Project, you
indicate that you understand and accept all the terms of this license.

4. Contacts

There are two mailing lists related to FreeType:

- freetype@nongnu.org. Discusses general use and applications of FreeType, as
well as future and wanted additions to the library and distribution. If you are
looking for support, start in this list if you haven't found anything to help you in
the documentation.

- freetype-devel@nongnu.org. Discusses bugs, as well as engine internals,
design issues, specific licenses, porting, etc.

Our home page can be found at http://www.freetype.org.



CcbLIKH



Xtreme3D:

http://xtreme3d.narod.ru - PYCCKOSI3bIUHBIT cauT Xtreme3D
http://offtop.ru/xtreme3d - conmyTcTBytoiuii hopym
https://github.com/xtreme3d - opranu3sanus Xtreme3D Ha GitHub



http://xtreme3d.narod.ru
http://offtop.ru/xtreme3d
https://github.com/xtreme3d

GLScene:

http://glscene.sourceforge.net - opurmanbHeIi calT GLScene


http://glscene.sourceforge.net

OpenGL:

http://www.opengl.org - oduiuanbHbiii cadT OpenGL
http://pmg.org.ru/nehe - pycckuii nepeBog, ypokoB o OpenGL 0T 3HaMeHUTOro
Neon Helium (NeHe)



http://www.opengl.org/
http://pmg.org.ru/nehe/

U eine...

Penakiivist BbipakaeT 0/1aroflapHOCTb C/IeIyHOIIMM PecypcaMm:

http://www.gamedev.ru
http://gcup.ru



http://www.gamedev.ru
http://gcup.ru
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