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PEAJIIBALIISI TPOTPAMHOI'O MOJYJISI TPAG®TUHOTO
HIEAAEPY B CEPEJOBMILI UNITY

Binaumpkuii HaIrliOHATBHUA TEXHIYHUHA YHIBEPCUTET

AHoTauisg

Posenanymo ocobrueocmi pospobku npocpamuoco mooyias epagiunoeo wetioepy onsa eizyanizayii 3D-cyen y
peanvromy uaci. [Ipoepamny peanizayiro suxonano 8 icposomy pywii Unity 3 UKOpUCmMAaHHAM MOB8U HU3bKOPIBHEB020
npoepamyeanns HLSL.IIpoananizogano axmyanvbHicms po3poOKU KACMOMHUX wielioepié O01a NiO8ULEHHS SAKOCHI
Komn'tomepHoi epagpixu ma onmumizayii penoepuney.
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Abstract

The features of developing a graphical shader software module for real-time visualization of 3D scenes are
considered. The software implementation is performed in the Unity game engine using the HLSL low-level programming
language. The relevance of developing custom shaders to improve the quality of computer graphics and optimize
rendering is analyzed.
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Beryn

VY cyyacHMX yMOBax pPO3BUTKY IHIYCTpii iHTEpaKTHUBHHX AO0JATKiB Ta 3D-MozenroBaHHS KIIOYOBY pPOJIb
Bifirpae fAKicTh Bizyammizamii Ta mBHAKOXIA rpadidHuX cucteM. ba3oBi iHCTpyMEHTH irpoBUX pYIIiiB He
3aBKIM 37aTHI 33JJOBOJILHUTH crienndiaai BUMOTH 10 rpadiku abo onTuMizamii HaBaHTaKEHHS Ha armapaTHe
3a0e3MeUYeHHs], TOMY BUHHKAa€ HEOOXiJHICTh PO3pPOOKM BIACHUX MPOTPaMHHMX pillleHb HA PiBHI rpadidHOTO
KOHBeepa. AKTyaJlbHICTh PO3pOOKH MPOrpaMHOTO MOIYJS TpadiduHOro Imeiaepy mojsrac y HeoOXiJIHOCTI
CTBOPEHHSI €(peKTUBHOTO IHCTPYMEHTY AJsl peHlaepuHry 3D-cueH, SKuil JO3BONIUTh THYYKO HANAIITOBYBATH
Bi3yanbHi edektu, (izuuno kopekTHe ocBiTieHHS (PBR) Ta onTumizyBath BUKOpHCTaHHS pecypciB
rpadiunoro mporecopa (GPU). Po3poOka kacToMHOTO mIieinepy crpusie TOCATHEHHIO OanaHcy MiXK BUCOKOIO
AKICTIO 300pa)KeHHS Ta CTAOUTLHOIO YACTOTOIO KaJIPiB.

Mertoto nmocmifpkeHHS € 3a0e3ledeHHsT BUCOKOTO PIBHS JAeTamizarii Bi3yallbHUX O0'€KTIB, iIBHIIECHHS
MPOJAYKTHBHOCTI PEHJICPUHTY Ta PO3IIUPEHHS IpadiuHIX MOKIHMBOCTEH CUCTEMHU.

Oco6mBoOCTI pO3pOOKH 3aCTOCYHKY

st pearizariii mporpaMHOTO MOIYJsl 00paHo cepenoBwuine po3podku Unity Ta MOBY HH3BKOPIBHEBOTO
nporpamysanns HLSL (High-Level Shader Language), mo 3a0e3neuye npsiMmy B3aemoziro 3 rpadiuaum API
Ta BUCOKY NIPOAYKTHUBHICTh 00unciens. Bukopucranus HLSL mo3Bosisie 3miiCHIOBATH TOYHANA KOHTPOIH HaJ
BepuHHUM (Vertex) Ta ¢parmentHuM (Fragment) eranamu rpadiuHOro KOHBeepa, iHTErpyBaTH HEOOXimHI
MaTeMaTHIHI MOJIEITi OCBITJICHHS Ta 3a0e31meuyBaTi 00poOKy MaTepiaiB 0e3 3HAYHIX BTPAT PO TyKTUBHOCTI.
3aBnsku BOynoBaHuM MexaHizmam Unity, melaep Jerko iHTerpyeThes B iCHYI0U1 IPOEKTH, M ATPUMYE POOOTY
3 rimobansHUM ocBiTiieHHsM (Global Illumination) Ta nuHamigaME TiHAMU. KpiM ToTO, 3acTocyBanus HLSL
BIIKPUBA€E MOXKJIMBOCTI IJIi CTBOPEHHS CKJIaJHHUX Bi3yalbHUX €(EKTiB, TAaKUX SK NpOLEAypHa reHepaiis
TEKCTYP, CIIOTBOPEHHSI MPOCTOPY a00 iMiTallis CKIaJHUX (PI3HUHUX MaTepialiB.

Po3pobnennii meiaep miaTpuMye TUHAMIUYHYy 3MiHY MapaMerpiB marepiany uyepes iHcrektop Unity, mio
MO3UTUBHO BIUTMBAE Ha 3PYYHICTh POOOTH XYJOKHHKIB Ta TeiMIU3aifHEpiB 1 MoJerirye HajgamryBanHs 3D-
CIEHM B MalOyTHbOMY. BasknnBoro mepeBaroro Takoro miAXoldy € ONTUMIi3allis MaTeMaTHYHHUX Olepalin



6esnocepenapo Ha GPU, mo po3BaHTaxKye HEHTpalbHUN MPOIECOpP i pOOUTH MOKIMBHM BUKOPHCTAHHS
PO3pO0IEHOT0 MOAYJISl Ha IPUCTPOSIX 13 PI3HOIO MPOIYKTUBHICTIO.

OcHoBHUMH (YHKIIOHATPHAMH MOKIHBOCTSIMH PO3pPOOJICHOTO MOTYJIA €:

— Bigyamizauis 3D-00'ekTiB i3 miaTpuMKo0 (HiznuHO KopekTHOro peHnepunry (PBR);

— IVHAMIYHE HaJAIITyBaHHA MapaMeTpiB MaTepiany (KoJip, METaJIi9HICTh, IOPCTKICTh, KapTa HOpMalei);

— KOPEKTHA B3a€MO/Iisl 3 PI3HUMHM TUIIAMH JDKEPENI CBITiIa (HalpaBieHe, TOUYKOBE, IPOKEKTOPHE);

— ONTHMI30BaHMH MPOPAXYHOK BiJOUTTS CBITIIa Ta TiHEH y peaJbHOMY Yaci;

— THYYKICTb iHTerpauii 3 iHImumMu rpadiuauMu komnoneHTamu Unity.

[IpoBenenwmii anamni3z crannapTHUX Imeraepis Unity mokasas, o X04a BOHH TOKPUBAIOTH 0a30Bi moTpeOn
PO3po0OKH, s pearizallii crienuiYHIX CTUIICTUYHHUX PillleHb a00 JKOPCTKOI OMTHMI3allii il KOHKPETHY
wiarpopMy iX (yHKI[IOHANTYy OyBa€ HENOCTAaTHHO. BHKOpHCTaHHS BaKKHUX YHIBEPCAJIBHUX HICHICPIB
NPU3BOANUTH 0 HAaAMIPHOTO HABAHTAXXCHHS HAa CHUCTEMY 4e€pe3 NMPOPaXyHOK HEMOTPiOHHMX Yy KOHKPETHHUH
MoMeHT (yHkuid. Came ToMy po3poOka BiacHOro Mozayist Moo HLSL no3mosisie BigkuHyTH 3aiiBi
OOYMCIICHHS, 3aIHMIIATH JIMIIe HEeoOXimHWH GYHKIIOHAT 1 CTBOPUTH OUThIT  e(eKTHBHE Ta
BY3BbKOCIICIiaTi30BaHe PillICHHS.

J10 OCHOBHUX TTepeBar po3po0JIeHOTO Meiaepy MOKHA BiTHECTH:

— MOBHHI KOHTPOJIb HaJ| MPOLIECOM PEHAEPHHTY Ta MAaTEMaTUIHUMH MOJIENISIMHU OCBITIICHHS;

— BHCOKY IPOAYKTHUBHICTH 3aBIIKH ONMTUMI3AIlil KOAY ITil KOHKPETHI 3aBIaHHS;

— 3pyYHICTh BUKOPHCTaHHS Ta HaJIAIITYBAaHHA Yepe3 cTaHAapTHHUH iHTepdeiic marepianiB Unity;

— MOXKJIUBICTh PO3MIMPEHHS (YHKIIOHATY IIUIIXOM JIOITMCYBaHH HOBHX TIpoxoiB (Passes) y ko

— 3MEHIICHHS HaBaHTA)KEHH: Ha rpadiuyHuii axanrtep mix yac BioOpa)XeHHs BETUKOI KiJIbKOCTI 00'€KTiB.

BucHosok
VY pe3ynbTaTi BUKOHAHO aHaJi3 aKTyaJIbHOCTI pO3pOOKH KAaCTOMHUX rpadivyHHMX HIielaepiB Ta BU3HAYEHO
OCHOBHI II€peBar HHU3bKOPIBHEBOTO MiAXOAY OO0 oNTHUMi3amii peHaepuHry. Po3polbneHuii mporpaMHuii
MoIyJb y cepeaoBuili Unity 3a momomoroto moBu HLSL 3abe3mneuye edextrBHy Bizyanizamito 3D-cueH i3
MOXJIMBICTIO THYYKOT'O HAJAINTYBaHHS Bi3yalbHHX mapameTpiB. OTpuMaHi pe3ysbTaTH MiATBEPIKYIOTH
JIouinbHicTh BukopuctaHHs HLSL s cTBOpeHHS BHUCOKOSKICHMX Bi3yalbHHX e(eKTiB, omTuMmizamii
NPOIYKTHBHOCTI Ta PO3MIUPEHHS CTaHAAPTHUX rpadiyHUX MOXKIMBOCTEH Cy4acHHUX iIrPOBHX PYIIiiB.
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