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AHAJII3 METOAY I'YPO J1J1A ®POPMYBAHHSA TPUBUMIPHUX
30bPAKEHD

Binaumnekuit Hamionansauit Texaivauit YHIBEpCUTET

AHoTauis

Y pobomi posensnymo euxopucmanna memody Iypo y komn'tomepHiti epagiyi Ons cmeopenHs
peanicmuuHux mpusuMipHux 300padicensv. byno euceimneno nepesacu ma mexuiuHi GUKIUKYU SUKOPUCTHAHHS
0ano2o Memooy.
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Abstract

The paper considers the use of the Gouraud method in computer graphics to create realistic three-
dimensional images. The advantages and technical challenges of using this method are highlighted.
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VY cydacHOMy CBiTi KOMITIOTEpHA rpadika cTtae Bce OUIBII MOMYIAPHOIO 1 BUKOPUCTOBYETHCH Y Pi3HHX
raimyssix, BKIIOYaroun Oi3Hec, MeIUIMHY, peKiiaMy Ta iHAycTpiro po3Bar. OHIE0 3 KIOYOBHX CKJIaJOBUX
KoMmI'totepHoi rpadiku € TpuBumipHa (3D) rpadika, sika 103B0oJIsiE€ BIATBOPIOBATH 00'€KTH Y TPHUBUMIPHOMY
MPOCTOPI 711 OTPUMAaHHS O1TBIIT PEATiCTHYHOTO 300paKEeHHSI.

Buxopucranas TpuBUMIpHOI Tpadiky Hamae OiIBITy IHTEPAKTHBHICTH Ta peali3M rpadidyHuM J0JaTKaM.
Jinst BimoOpakeHHsT TPUBHMIPHOTO 00'€KTa Ha JBOBHMIPHOMY €KpaHi HEOOXiJHO MPOBECTH MPOILEC, KN
HasuBaeThesi pengepunrom [1]. Ile#t mpormec BrimoYae B cebe CKiIaaHi omepariii, Taki SK pO3paxyHOK
HOPMAaJTi30BaHUX BEKTOPIB, BU3HAYCHHS KPUBH3HU IOBEPXHI Ta PO3PaXyHOK CKIAaJOBUX Koibopy. s
JOCSITHEHHSI PEaiCTUYHOCTI 300pakeHb BHKOPHCTOBYIOTHCS TpaAWIiiiHI METOIM pEHJEpiHra, SIKi 4acTo
MarTh OOMEXEHHS IIOJO0 IIBHIKOCTI Ta SIKOCTI pe3ynbraTiB. Bukopucranus meroay ['YPO nossosisie
TIOJIOJIATH I1i OOMEXEHHsI, 3a0€3MeTyI0YH BUCOKY TOYHICTh Ta MIPOAYKTUBHICTH OOpOOKH 300paKeHb.

Meron I'VPO (Gouraud shading) — [2] e TexHika 3adapOoByBaHHS NOBEpXHi B KOMITIOTepHi rpadilii,
sIKa BAKOPHUCTOBY€ETHCSI ISl CTBOPEHHS Bi3yalIbHO PeaicCTHIHUX 300pakeHb. Y IIbOMY METO/1i KOKHA BEPIIIMHA
MOJIEJIi MA€ BIIACHUM KOJIp, a IHTEepIoIIsLis KOJIbOpPiB BiOyBaeThca Mi>K HUMH ToukaMu. OcoOIMBICTh METOLY
I'VPO mnosnsirae B TOMy, 110 KOJILOPH BU3HAYAIOTHCS AJIS1 KOXKHOT BEPILMHM, 1 ITOTIM BOHH 1HTEPHOIIOIOTHCS
B3/IOBXK KOXHOTO IIOJITOHY Ha OCHOBI IWX KonbopiB. [lpukman BukopuctanHs wmeroay ['YPO s
3aapOoByBaHHS TPUBUMIpHOI Pirypn HaBeIeHO HA PUCYHKY 1.

Pucynok 1 — 3adap6oByBanns 3a meronom ['YPO

lonoBHOIO TepeBaror0 BUKOpUCTaHHS MeToay ['ypo jans ¢opMmyBaHHS 300pa)KeHb € MOXIIHMBICTh
OTpUMaHHS OUIbII PEaJiCTUYHUX 300pakeHb. TPHBHMIpPHI MOJENi O0'€KTIB JO3BOJISAIOTH TOYHIIIE
BIATBOPIOBATH IXHIO (OpPMY, TEKCTYpy Ta KOJip, IO NPHU3BOAUTH OO CTBOPEHHs OLIBII >KMBOIO Ta



peaicTHYHOro BimoOpakeHHsA. KpiM TOro, TpUBHUMIpHI MOJEII TaKOX JO3BOJIAIOTH BKIFOYATH PI3HOMAHITHI
THITA JAaHUX, TaKi sIK TEOMETPUYHI BUMIPH, TEKCTYPH, KOJIPHI TaHi TOIIO.

Xoua metoxa I'YPO nHagae Garato mepeBar y ¢opMyBaHHiI 300pakeHb, ICHYIOTb JIesIKi TEXHIYHI BUKJIUKH,
MOB's13aHi 3 Horo BukopuctaHHsIM. OTHUM 13 TOJIOBHUX BUKIIUKIB € 3a0€3IIeUCHHS IBUIKO/IT Ta €)eKTUBHOCTI
00poOKu TpadivHuX 00'€KTIB, 0COOINBO TIPHU POOOTI 3 BEIUKIUMH OOCITaMU JaHUX YX B peanbHOMY daci. Lle
cTa€ 0COOIMBO BAXKITMBUM y BHMIPIOBAHHSX, /1€ TIOTPIOHO OOPOOIIATH BENUKI OOCSTH TPUBUMIPHHUX JaHUX 3
BHUCOKOFO IIBUKICTIO Ta TOYHICTIO.

BucnoBok
Meton ['YPO € motyxHUM 1HCTpYyMEHTOM y (hopMyBaHHI TPUBHUMIPHHUX 300pa’keHb, STKAN JO3BOJISE
OTPUMYBATH PEaTiCTUUHI pe3ybTaTH Ta 3a0e3leuye BUCOKY MPOAYKTUBHICTH 0OpOOKH TpadiyHux 00'€KTiB.
He3pakatoun Ha JesKi TEXHIUHI BUKIMKH, MO0 3aCTOCYBaHHS 3HAYHO IOJICTIIYE IPOIEC CTBOPCHHS
TPUBUMIPHUX MoOJenell Ta 300pakeHb, 3a0e3Meduyroud MpH [hOMY BHCOKY SKICTh Ta PEaTiCTUYHICTH
pe3yJbTaTiB.
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