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AHHOTauunA

B nanHO# paboTe OIMUCHIBAETCSI METO/ BU3YIM3aLMK KayCTHK Ha
OCHOBE TEXHHMKHU TPACCHPOBKH JIyuel. ['enepanust KapTsl (JOTOHOB
U TMOCIIeAYIoNIasi BU3yaHu3alysl BBINOJHSIOTCS Ha rpaduueckom
npoueccope. g moBeleHHss 3(PQPEKTUBHOCTH HCIIOIb3YETCs
MIPOCTPAHCTBEHHAs XOII-QYHKIUS U OMTOHHYECKas COPTHPOBKA.
Peanmzanms anroputma Gasupyercst Ha si3bike C++ u OpenGL /
GLSL. /lanb! OLeHKH TPOU3BOIUTENLHOCTH.
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1. NOAXoAbl K MOCTPOEHUIO KAYCTUK

B ocHoBe pacuy€roB KayCTMK JI€XKWUT, Kak HpPaBUJIO, MpsMas
TpacCUpOBKa JIyded OT MCTOYHUKOB CBeTa. Pe3ynbTar
TPacCHPOBKH OOBIYHO COXpAHSETCS B CHEHHANBHYIO 0a3y JaHHBIX
— ¢oomonnylo kapmy — M UCIONB3yeTCS Ha JTAIe BU3YalH3aIHH.
JlaHHBIA MOAXOA MOJEIMPOBAHHSA TJIOOATBHOTO OCBELICHUS, U
KayCTHK B YaCTHOCTH, HA3bIBA€TCSI METOJOM (OTOHHBIX KapT.
CymecTByer, 1o KpaifHeil Mepe, emé oJiH Coco0 BH3yaIn3auu
KayCTUK, Ha3bIBAeMbI caustics mapping [2]. Beibop wmexay
STHMH IBYMsS METOJAMH, IPEXJIE BCETO, 3aBHCHT OT crocoba
BU3YaIM3alUH CLHEHBI. JTO MO0 CTaHIAPTHBIA s rpadUIeCcCKOro
KOHBEHepa MeTOJ pacTepu3aludl HPHUMUTUBOB, JTHOO METOX
oOpaTHOH  TpaccupoBKM  Jyded. TexHMKH  TII00ANBHOTO
ocsemenust (GI), oOecmeunBaromue MNOMYTHO M IOCTPOCHHE
KayCTHK, TII0OKa HE JOCTYIHBl I peaJbHOM BPEMEHU.
PaccmoTpuM mamee napyrue BapHaHTBI IONYyHYEHUS HY>KHBIX
3¢ dekToB.

1.1 Caustics Mapping

Meton paspaboraH Juii HanOosiee NPUMEHHMOIO, B HACTOALLCE
BpeMsi, crocoba BU3yaJM3allid CLEHbI, Ha3bIBAEMOTO pacTepH-
3anueil. [IpUMHUTUBBI, U3 KOTOPBIX COCTOUT CLIEHA, IPOCLUPYIOTCS
Ha IUIOCKOCTh 3KpaHa M COPTUPYIOTCS IO IiyOuHe. Peanm3saius
AHHOTO MeToJa paccMoTpeHa moapooHo B [2] (puc.l). Merton
JaH 1Jig CpaBHEHUS C OCHOBHBIM METOAOM, PCAJIM30BAHHBIM B
cTaTbe.

Ilpn NpOEKTHBHOM IIOCTPOSHHMH CIEHBI aBTOPHI IIPEIararoT
HCTIONB30BaTh OTJEIBHBIN BepIIMHHEINA Oydep B kauecTBe Habopa
¢dotonoB. B  BepmmHHOM ImeWzepe  JaHHBIE  (DOTOHBI
TPAacCHPYIOTCSI depe3 CIeHy @O0 3aKOHaM OTPaXEHHs U
mpesroMIIeHHs. Bech anroputM BBINONHSETCS B IIPOCTPAHCTBE
n3o0paxenus (image space), 03TOMy HH(OpPMAIHS O TEOMETPUH
CIICHBI HiepeaéTes uepes 3apaHee MOCTPOCHHBIE KapThl HOpMaeH
U riyOuHbl. Pe3ynbTaToM paGoOTHl anropurMma SBJISETCS KapTa
KayCTHK, KOTOPYIO MOXXHO OT(WIBTPOBATh M IPOCKTUBHO
HaJIOXKUTh HAa TeOMeTpHIo creHbl. OCHOBHBIE OTrpPaHUYCHUS
MO/IX0/Ia CXOXH C TAaKOBBIMH B TEXHHKE TEHEBBIX KapT (shadow
maps). Tlpy peanu3aluy [JaHHOTO IOJXOJa MOI'YT BO3HHKATh
CIIOHOCTH ¢ GUIIbTpalueil KapThl KayCTUK U €€ HEeXKeJIaTeIbHbIM
3amymieHreM (cM. puc. 2). CyliecTBeHHOE OTpaHHuYCHHE Ha

IPUMEHEHHE METOAa HajaraeT TaKKe OrpaHUYEHHBIH paszmep
MOJIY4YEHHO! KapThl.

Puc. 1. [Tpumep noABOAHBIX KayCTHUK, TOCTPOSHHBIX
meronoM Caustics Mapping [2]

e

Puc. 2. [Ipumep 3aurymieHust KapThbl KayCTHK [5]

Tem He MCHEC, MCTOJ BIOJIHE IMPUIOACH IJId HCIIOJIB30BaHHUS B
rpa(bnquKnx IMPUIIOKECHUAX PCAJIbHOI'O BPpEMEHU.

1.2 Photon Mapping

Juis Merona BU3yalNHM3allMH CLCHBI C IOMOIIBIO OOpaTHOM
TPACCHPOBKH Jy4el HCIONB3yeTCss MeTol (OTOHHBIX KapT.
MexaHu3M  TpacCHpOBKHM Jiydeil orT HaOmromatens (Ui
BU3yallM3allMd) W OT HCTOYHUKA CBeTa (sl IOCTPOCHUS
(HOTOHHOW KapTHI) TMPAKTUYECKH OIUHAKOB, YTO IO3BOJIIET
WCIIOJIF30BaTh Uil TPACCUPOBKH (POTOHOB YK€ HMEIOLIMNCST B
peanm3anuy pacuera W300pakeHHsT Koa TpaccupoBkd. O6 3ToM
METO/JIe U MOMIET peub B Aanee.

2. NOCTPOEHUE ®OTOHHOM KAPTbI

Jnst peanusanuy 3afaddl MOCTPOCHUSI KAayCTHK BBIOPAHBI SI3BIK
nporpammupoBanust C++ u  OpenGL API coBmectHO ¢
meiinepHpM si3pikoM GLSL. Tak kak MpakTUYeCKH BCE PacyEThI
npousBogiarcss Ha GPU, BaXHO OTMETUTh, YTO BCE TECTHI
MPOM3BOAMINCH HA KOMIIBIOTEPE, OCHAIIEHHOM BUIEOKAPTOM
NVIDIA GeForce 250 GTS. Buzyanu3zanus CIeHbI TPOU3BOIUTCS



METOJJOM O0paTHOH TPAacCHPOBKM JIydell, onmmcaHHOM B pabore
[1].

Ha xaxmom kanpe reHepupyercst HabOp JIyde, Kak IOKa3aHO Ha
puc. 3. dnst momydeHus (OTOHHOH KapThl JaHHBIE Jy4d —
“oToHBI” CcBeTa — TPAacCCHUPYIOTCS OT HCTOYHHKA CBETa 4epes
TEOMETPHUIO CLEHBI. B 1aHHOM ciyuae, MOCKOJIbKY ClieHa 3aaéTcs
aHATUTUYECKH M JOCTATOYHO NPOCTa, YCKOPSIOIIHE CTPYKTYpBHI
JUIL  HaXOXICHWsSI TepeceueHuil He BocTpeOOBaHbBI W OBbUIH
OITyLIEHBI.

Puc. 3. Cxema ucryckanust OTOHOB

ITocne TPaCCUPOBKU KOHEYHOC IIOJIOKEHHUC KaXIA0ro (bOTOHa
COXpaHsACTCA B (1)0TOHHOI>1 KapTeé U MOXKCT OBITH YUYTCHO IIpU
pacyeTe uBeTa (bparMeHTa Ha pE3yJIbTUPYIOLIEM I/1306pa)KCHI/II/I,

EcTb BO3MOXKHOCTb 3HAUUTEIBHO YCKOPUTD BU3YAII3ALUIO CLICHBI
C KayCTHUKaMM IO CPaBHEHHIO C IOJHBIM HepedopoM (OTOHHOM
KapThl. JIJIs1 3TOro HY’KHO OTCOPTUPOBaTh (POTOHHYIO KapTy Tak,
YTOOBI YMEHBIIUTh BpeMsl JOCTyma K OmmkalmuM (oTroHaMm B
OKPECTHOCTH TOYKH COYJAapeHUst. DTO MOXKHO CAEJIATh, UCIIOIb3Y s
IIPOCTPAaHCTBEHHY IO X3II-(YHKIHIO u OGUTOHMYECKYIO
coptupoBky (bitonic sortf) [3]. DOTOHBI, HENOCPEICTBEHHO
BJIMAKOIIME Ha (bpal"MeHT, Ipu 3TOM HaxXOoOATCA 6l/IHapHI)lM
IIOUCKOM.

2.1 lpou3BoaAUTENbHOCTb

Pesyiprar paboThl mporpaMmbl okaszaH Ha puc 4. Bee TecTsl st
MOCTPOCHHOM  HpPOrpaMMbl  HPOBOJWINCH C  pa3pelieHHEM
¢dortonHoN KapThl 128x128, COOTBETCTBEHHO TPAaCCHPOBAIOCH
16384 ¢orona. Ilo pesynbraTam TectoB (cM. pUC. 5) BUAHO, YTO
4acToTa  KaJpoB  HMeEeT  IPHMEpPHO  JIOTapU(PMHUYECKYIO
3aBUCHMOCTB OT OOIIEro ymcia o0padaThiBaeMbIX (parMeHTOB U
COOTBETCTBEHHO 3aMETHO YOBIBaeT C YBEJIIMYEHHEM BBEIXOIHOTO
paspenieHus. [lpn yBenWYeHHHM 4YHCIIA OTPAXKAIOIIMX/TIPETIOM-
JSIOMMX OOBEKTOB dacTOTa KaJpoB MEHSETCS HE CTOJNb
CYIIECTBEHHO, 3TO OOBSCHIETCS TeM, YTO Hanbojee 3aTpaTHBIMH
(10 BpeMEHU BBINOJHEHUs) STallaMU BH3YaIN3alUM, SBIISFOTCS
9Tanbl COPTHPOBKH (POTOHHOW KapTel W paboTBl ¢ HEeW st
KOHKPETHOTO (hparMeHTa.

Puc. 4. [Ipumep BU3yanu3anuu KayCTUKH AJIS1 OTPAXKAIOILETO
KoJbLia MetooM Photon Mapping
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Puc. 5. I'padyx 3aBHCHMOCTH 9acTOTHI KapoB oT [og(NN)
rae N - 9nuciio GpparMeHTOB. Y3JI0BbIE TOUKH COOTBETCTBY-
0T BBIXOJIHBIM pa3zpemeHmsiM: 640x480, 800x600,
1024x768, 1280x1024

Hoctynnas peanmsanust TexHuku Caustics Mapping [5] B
paspemennn 1024x768 Beigaér B cpenHem 70 KaapoB B CEKyHIY.
B To BpeMms kak Hamma mporpamma gaeT 25 KaJpoB B CEKyHIY,
Tafoke obecreunBasi peanpHOe Bpems.  Jpyrumu cloBaMu
Caustics Mapping (B HaHHOH peanu3anul) HE HUMEET
OJJHO3HAYHOTO MPEHMYIIIECTBA.

3. SAKINIOYEHUE

Ha pnaHHBIE MOMEHT 00€ TEXHOJIOTMM SIBISIOTCS CIMIIKOM
pPECYPCOEMKMMM  [UIsL ~ MCIOJB30BaHUA B rpaduyecKux
HPHIOKEHUSAX CBSI3aHHBIX C MHTEPAKTHBHBIMHM Da3BICUCHUSIMH.
OpHaKo B CKOpPOM BpPEMEHH CHUTyalusi MOXeT H3MeHuTbes. K
TOMY k€ MeTOA (OTOHHBIX KapT, KaK W TPAacCHPOBKa Jydeil B
HenoM, obecneyuBaeT OOJBINYI0 TOYHOCTh BU3yalH3aLUH, U
IIOTOMY MOXET OBITH MNPENNOUYTEH B Pslie CllydaeB, KOrAa 3TO
UMEET pelIaoliee 3HaueHHe.
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