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OCOBJIMBOCTI HPOI'PAMHOI'O MOAYJIA
AJAINTUBHOI'O PEHAEPUHIY JAHALIA®TIB JJIA
PYHIIA UNITY 3D

BiHHMIIbKYIT HAI[IOHATTBHUM TEXHIYHUH YHIBEPCUTET

Anomauin

Y pobomi npedcmasneno pesyromamu npoeKmysansi nPOCPAMHO20 MOOYIsi AOANMUBHO20 PEHOEPUH2Y TaHOWADmi6
ons pywis Unity 3D. O6tpyrmosano 0oyiibHicms nepexooy 6i0 CmaHoapmuo2o 6azamonacosozo CHAAm-maniney 00
mexnon02ii ywinonenux macugie mexcmyp (Texture2DArray). Hasedeno apximexmypy mMooyas, wo 6a3yemuvcs Ha
iHmezpayii KACMOMHUX HU3bKOPIeHeaux tHempykyii moeoro HLSL y sizyansnutl epag pedaxmopa Amplify Shader Editor.
Bnposaodoicenns ancopummie 6ucomHo-opicHmMo8aH020 3MIULYBAHHS MA 080APYCHOL decmpyKmypusayii (cmoxacmuynozo
OeHOUR2Y Ma MaKkpo-6apiamueHoCcni) 0036015€ NOGHICMIO YCYHYymu eghekm 8izyanvro2o maununey. Pezyromamu
EKCNePUMEHMATLHUX 00CHI0ANCEHb NIOMBEPOACYIOMb 0OUUCTIOBATIbHY eheKMUBHICIb MOOYIISL, WO 3a0e3Nneyye 3HUNCEHHS
HABAHMAICEHHS HA 8i0eonam'smi ma nioguuentss cmabiibHoCmi Kadposoi uacmomu.

Knwwuosi crosa: komn'tomepna epagika peanbho2o uacy, Macusu mekCmyp, KaHaibHe YWilbHeHH s, CIMOXACmuyHe
BMIULYBAHHSL, NAPALAKCHE MPACY8AHH, MPUnianapue npockmyeganns, Unity 3D.

Abstract

This paper presents the results of designing a software module for adaptive terrain rendering in the Unity 3D engine.
It substantiates the expediency of transitioning from standard multi-pass splatmapping to the technology of packed
texture arrays (Texture2DArray). The module's architecture is based on the integration of custom low-level HLSL
instructions into the visual graph of the Amplify Shader Editor. The implementation of height-based blending and two-
tier destructuring algorithms (stochastic blending and macro variation) completely eliminates the visual tiling effect.
The experimental research results confirm the computational efficiency of the module, which ensures a reduction in
video memory consumption and an increase in frame rate stability.

Keywords: real-time computer graphics, texture arrays, channel packing, stochastic blending, parallax occlusion
mapping, triplanar mapping, Unity 3D.

Beryn

Bizyanizaris BenmukoMacmtabHUX TaHAMIAPTIB € OJHIEI0 3 HAHOUTBII PECypCOMICTKUX 3ajlad y Cy4YacHid
KOMIT FOTepHiii rpadiri peanbroro yacy [1]. CtanaapTHi miaxoau 10 6araTomapoBoro TEKCTypyBaHHS y pyLii
Unity 3D, mo 6a3yroThcs Ha JIHIMHIA IHTEPMOJSIT CIUIAT-MAacOK, MPHU3BOAATH 10 EKCIIOHCHIIHOIO
3pOCTaHHs KUIBKOCTI BUKIMKIB BigmanboByBaHHs (Draw Calls) mpu BukopucTaHHI Oijiblie HiX YOTHPHOX
MatepianiB. BogHouac HasBHI KOMEpIIiHHI pIIIEHHS 9acTO OOTSXKYIOTHh TpadidyHMii KOHBEEP HAIMIPHOIO
apXITEKTYpHOIO HA/UTMIIKOBICTIO Ta MPOBOKYIOTh KOMOIHATOPHUE BHOYX mepmyTaiiil meiaepiB. OKpeMoro
($yHIaMEHTaJIBHOIO MPOOJIEMOI0 3ATMINAETHCS (PEHOMEH Bi3yaJIbHOTO TaWJIMHTY — LITYYHOI NEepPioJUYHOCTI
TEKCTyp Ha BEJIMKUX AHWCTAHISX CIHOCTEPEXEHHS. 3 OMNIAMy Ha IIe, BHHHKAE TOTpeda y po3podii
BHUCOKOOIITUMI30BaHOTO MPOTrPaMHOI0 MOXYJIS, 3AaTHOrO 3a0e3MeYUTH OJHOINACOBMH peHaepuHr a0 16
VHIKQJIbHUX [IapiB MaTepianiB 0€3 KpUTHYHOT Jierpaallii KaJJpoBOi YaCTOTH Ta TIEPEBAHTAKEHHS BiICOTIAM'SITi.

Pe3ynbraTtu gociaigxeHHs

ApxiTeKTypa po3poOJIEHOTO MOIYJSl aJaiTHBHOTO PEHIEPUHTY 0a3yeTbcs Ha TEXHOJIOTIi KaHAJIBHOTO
yirieHeHHs: gaHux (Channel Packing). [lnst 3abesmeueHHs goctymy mo 16 mapiB rpadiudi pecypcu
KOMITOHYIOTBCS Y ZIBa CTpyKTypoBaHi MacuBu Tekctyp (Texture2DArray) [2]. [epmuit MmacuB akymyiroe
6a3zoBuii koxip (Base Color) ta kapty Bucot (Height Map), npyruii — kommonentu X ta Y BEKTOpa HOpMaJIi,
npoctopoBe 3aTiHeHHs (Ambient Occlusion) Ta moka3Huk riagakocti (Smoothness). BigHoBieHHS TpeThoi
KOOpJIMHATH BEKTOpa HOpPMalli BUKOHYETHCS MaTeMaTHYHO Oe3Mocepe/HhO B apuMETHYHHX OJoKax
MIKCENBHOTO el iepa, M0 MiHIMI3y€e KIIBKICTh IHCTPYKIIi CeMIUTIOBaHHSI.

st po3B'si3aHHs MPoOJIeMH HEIPUPOIHUX IIEPEXO/IiB MK MaTepiajJaMH pPeali30BaHO alrOPUTM BUCOTHO-
opienToBaHoro 3mimryBanHs (Height-based blending), sikuii Mmoaugikye Barosi koedillieHTH MacOK Ha OCHOBI



MiKkpopenbedy KOKHOT TOBEpXHi. YCyHEHHs apTe]aKTiB NepioJUIHOCTI TEKCTYp 3a0e3neuyeThes TiOpuIHOI0
MIACUCTEMOIO IBOSIPYCHOT AecTpyKTypH3aliii. Ha OMmkHIX I1aHaX 3aCTOCOBYETHCS CTOXACTHYHE 3MILITyBaHHS
(Stochastic blending) [3] uepe3 mporeaypHe po3OUTTS MPOCTOPY KOOPAWHAT HA T'€KCArOHAIBHY CITKY 3
TICEBJJOBUITAJIKOBUM 3CYBOM. Ha manpHIX AMCTAaHIISX aJrOpUTM AWHAMIYHO aKTUBYE T€HEPYBaHHS MaKpoO-
BapiaTuBHOCTI (Macro variation) 4yepe3 HU3bKOYaCTOTHY KOJIPHY MOAYJISIIIO IITYMOM.

3 MeTor0 30epeKeHHs MPOCTOPOBO KOPEKTHOCTI Ha KPYTUX CXMJIAX BIIPOBAPKEHO MaTEMAaTHIHY MOJEITb
CEeNIEKTUBHOTO TPUIUIAHAPHOTO TMPOEKTyBaHHSA. CucTeMa JIUHAMIYHO aKTHUBYE JOAATKOBI IUIOMIMHU
KapTyBaHHs BUKJIIOYHO MIPH JIeTpajanii BEPTUKAIbHOI KOMIOHEHTH BEKTOpPAa HOpMaJli TeOMETii, 0 CYyTTEBO
3a0MI3/[)Ky€ OOUHCITIOBAIBHI pecypcH Ha piBHUHAX. IMiTamis 00'eMHOTO MiKpopenbey Ha IEpeJHFOMY TUIaH1
JOCSITa€ThCS 3aCTOCYBAaHHAM ITEpallifHOTO ajlroOpuTMy MapajlakCHOro TpacyBaHHs mnpomeHiB (Parallax
Occlusion Mapping) [4], a edexTr OTOYEHHS TOTIOBHEH] iICHCTEMOIO JTUHAMITHOTO 3BONIOKeHHs (Wetness).
Jloriky o0poOKH TEeKCTYpHUX MACHBIB Ta JUHAMIYHOI 3MiHM aJTrOpPUTMY HaKJaJaHHS TEKCTYp HaBEJCHO Ha
pucysky. 1.

Bxiari pecypcy (TeKcTypHi MacHen)

Macue 2: _LightingDataArray
(NAOS)
« R,G: Normal Map (X, V)
= B: Ambient Occlusion
= A: Smoothness

Macua 1: _SurfaceDataArray
(BCH)
« R,G;B: Base Calor
+ A: Height Map
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Pucynok 1 - Jloriuna cxema rpadiyHOro KOHBeeEpa MporpaMHOro MOAYJIS aIANTUBHOTO PEHACPHHTY



BucHoBku

[poBenene pociiHKEHHS TATBEPIDKYE, IO BIPOBAPKEHHSI METO/IIB KaHAJILHOTO YILIBHEHHS Y CTPYKTYpOBaHi
MAacCHBH TEKCTYp Ta BUKOPHCTAHHS IPOLEIYPHHIX aJTOPHTMIB JAECTPYKTYpH3aLii TAIIMHTY J03BOJISIE KapAUHAIBHO
ONTUMI3YBaTH Tpolec Biyamtizamii nanmmadTiB. Po3poOnenunii amanTuBHUN MOAynb 3a0e3Mmedye BHUCOKY
peaiCTHYHICTh TIOBEPXOHb 3aBISAKH iMiTallii o0'emHoro mMakpopensedy (POM) Ta BUCOTHOMY 3MilTyBaHHIO 16
[IapiB MarepialiB y Mekax €IMHOrO MPOXOAy peHaepuHry. Ha BigMiHy Bii cTaHAApTHHUX pillIeHb, IHTErparis
KacTOMHHUX HIBbKOpiBHeBIX HLSL-IHCTpyKIiif rapaHTye pallioHaJbHE BHKOPHCTAHHS alapaTHUX pPecypciB
Bi/ICOKapTH Ta CTaOUIbHY KaApOBY YacTOTy, IO POOUTH PO3POOICHNI MOAYIb €PEKTUBHAM iHCTPYMEHTOM IS
CYYaCHMX TPUBUMIPHUX ITPOBHX MPOEKTIB.
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