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AHAJII3 IHEAJEPIB JJ151 ®OPMYBAHHSA 'PA®IYHUX
30BPAXKEHDb 1 IX TOKOJIIHb

'BinHnnbKuii HaliOHATBHUI TexHiYHKMI yHIBepcHuTeT, 2HanionansHuii yrisepeuteT «OnechKa
MOJTITEXHIKa

AHoTanis

Y pobomi npoananizoeano nonamms weiioepis, 0CHO8HI munu wietioepis, NOKONIHHA PO3BUMKY uietioepis, a
MAKOAC NePCREKMUBU POZBUMKY uielioepia.

KawuoBi caoBa: weiidepu, eepuiunni weldepu, 2eoMempuyHi uletioepu, meccerayitti uwetioepu,
@pazmenmnui wetioepu, noxoninus wetioepis, OpenGL, DirectX.

Hleiinepu [1-7]— ue nporpamu, siki BUKOHYIOThCS Ha rpadiunomy mporecopi (GPU) mis 06podku
Pi3HUX eTariB peHJepruHTY. BOHM H03BOJISIOTH KOHTPOIIOBATH, K BiTOOpaKatOTHCS MIKCENi, BEPIINHU
Ta 1HIII €IeMEHTH CleHHU. ICHYIOTh pi3HI THIHU MIeHAepiB, KOXEH 3 SKUX Ma€ CBOE MPHU3HAYCHHS i
BUKOHYETHCS Ha PI3HMX eTamax Mpolecy peHAEpUHTYy. ICHye KijgbKa MOKOINiHb WICHAepiB, sIKi
BIZIPI3HSIOTECS 32 MOXKIMBOCTAMH 1 CKJIAgHICTIO. JleTanpHWII aHami3 MIeHIepiB NMOYMHAETHCSA 3
PO3TIAAY IX OCHOBHHUX THITIB 1 €BOJFOIII] TEXHOIOT M.

Haii0inpIn nomupeHuMe TUIIAaMU LISHEepiB € BEpIIMHHHUN 1ielaep, pparMeHTHuUi 1meiiaep (Takox
BIJIOMHH SIK MIKCENbHUH MIeHAEp), FTEOMETPUYHHN el ep 1 Teccensiiinmii meinep [8]. Koxen 3 Hux
BUKOHYETHCS Ha TIEBHHX eTamax oOpoOku rpadivHmx MaHuX. BeprmwHHUWN medmep BiamoBimae 3a
00poOKYy BEpIIMH TEeOMETPUYHUX 00'ekTiB. BiH BUKOHYETBCS 1O TOro, SK BiJOyBaeThCs
TpaHchopMallisi KOOpAUHAT 00'ekTa Ha ekpaH. PparMeHTHHH Imeijep Mpairoe micias oO0poOKU
reoMeTpii i BU3HA4Ya€ KOJIp MIKCeNsl Ha €KpaHi, BKIFOYAIOUYM OOYHCIICHHS CBITJIA, TiHEHW, TEKCTYp i
marepianiB. ['eomerpuunuii meigep [3] mo3Bossie mpaioBaTé 3 MPUMITHBaMH, CTBOPIOIOYM HOBI
BEpUIMHA a00 MOIMGIKYIOUH ICHYIOWi, IO Ja€ MOXKJIHMBICTh TeHEPYBaTH CKIQJIHINN (OPMH.
Teccensuiitauii meiigep BAKOPUCTOBYETHCS IS IETAI3aIlii TeOMEeTpii, MOAISIOYN BEUKI PUMITHBH
Ha MEHIII, 110 JI03BOJISIE MOKPAIIHUTH SKICTh 300payKeHHSL.

[MoxomiHHs mIelaepiB mounHaeThes 3 nepinx Bepcii OpenGL ta DirectX [9], komau MOXIHBOCTI
rpagdiuHux KapT Oynu oOMeskeHi. [lepie mokomiHHS meiaepiB 3'aBuiocs 3 meiaepamu Bepcii 1.0, ski
JO3BOJISIIM BUKOHYBaTH IIPOCTi omepamii, Taki SIK 3MiHa KOJbOPY MIKCETiB. 3TOIOM, y IPYromy
nokoJiinHi (Shader Model 2.0 mis DirectX i OpenGL Shading Language (GLSL)), meiinepu cranu
OUTBII THYYKUMH Ta TOTYKHUMH, 3'SBHJIIMCS MOMJIMBOCTI JJIsl BUKOPHCTAHHS TEKCTYp, MPOCTHX
MaTeMaTHYHUX OTlepaiiii i 6a30Bux Tpanchopmarii.

VY tperbomy mnokominHi (Shader Model 3.0) meiizepu oTpumanu 3Ha4HO OUIBIIY MOTYKHICTb, 3
MOJJIMBICTIO BUKOPUCTaHHS CKJIAJIHAX MaTeMaTWYHHX Omepamiil i Oinbln jgeranbHUX TekcTyp. Lle
JIO3BOJIMJIO CTBOPIOBATH ONBII peanicTHuHi rpadidni eeKTH, TaKi K CBITIOBI BIAOUTTS, CKIIA/IHI TiHi,
o0'eMHe OcCBiTJIIEHHS Ta iHII edeKkTH. TpeTe MOKOMIHHS IIEHAEpiB CTalo OCHOBOIO IJISi PO3BUTKY
TakuX TpadiuHUX TEXHOJIOTIH, SIK TepexiJl JO pealiCTHYHHX Bi3yalbHUX eQeKTiB 1 (i3uIHO
KOPEKTHOTO PEHJICPUHTY.

Yersepre nokoutinHs (Shader Model 4.0) nano me Giblze MOKIMBOCTEH, BKIIOYAIOUU MIATPUMKY
obuncnens Ha GPU pgns Ginbln ckinagHux OOYMCIIOBAJBHHUX 3alad, TaKuX SK 0oO0poOKa 4YacTok i
peaicTU4HI MaTepiad, M0 BKIOYAIOTh OCBITJIICHHS Ha OCHOBI (DI3MYHHMX XapaKTEPUCTUK MOBEPXHI
(PBR). Bigroai rpadiuHi mporecopu OTpuMaid 3Ha4HI MOXIMBOCTI U peanizalii BUCOKOSKICHOL
rpagikn Ta edekriB, MO 3yYMOBHJO MOABY TaKUX TEXHOJOTIH, SK TJo0aJbHE OCBITICHHS,
BiJIOOpa’keHHsI B PealbHOMY Yaci Ta BUCOKOKJIACHI TEKCTYPH.



3 w’sarum mokomiaaaM (Shader Model 5.0 [9]) mreiinepu oTpuMamd MATPUMKY I€ CKJIATHIIIHNX
oTepaIliif, TaKUX SIK BUKOPHCTAHHS HOBUX THITIB JAHWUX 1 CKIAQTHUX MaTEMaTHYHHX OOYHCIICHb. lle
TIOKOJIHHSL  JIO3BOJIIE  peaji3oByBaTW OunbII TOYHI 1 CKIagHi (i3W4Hi MOAeTi, a TaKoxX
BUKOPHUCTOBYBaTH HOBI THITM ILIEHIEpiB, Taki SK TeccelsidHuiA 1 compute-mueiiaepu [9], ski
JTO3BOJISIIOTh BUKOHYBAaTH 3arajbHi OOYMCIIEHHS Ha TpadidHOMY Mpolecopi, mo poOuTh rpadidHi
JTIOJATKH II1e OUTBII () eKTHBHIUMHU.

[TokomiHHS IEHIEpiB MOCTIHO PO3BHBAETHCA, 3 KOKHHUM HOBHM €TaloM 3'SBISIIOTHCS HOBI
MO>KJIMBOCTI JIJIST TIPOTPAMICTIB, K1 JO3BOJIIIOTH CTBOPIOBATH OLIBIIT PEATiCTHYHI Ta CKJIamHI rpadidHi
edexTn. BaxmBum actiekToM € po3BuTok API, Takux sk DirectX 12 1 Vulkan, sixi 1ar0Th MOXIIHBICTE
MpOrpaMicTaM MOBHICTIO KOHTPOJIIOBATH MPOLECH PEHACPHHTY i BUKOHAHHS IICHAEpiB, O BiIKpHBAE
HOBI TOPH3OHTH B CTBOpeHHI rpadiynux nponmaTkiB i irop. CporomHi meinepu € He3aMiHHUM
IHCTpYMEHTOM Yy pO3poOIli BHCOKOSIKICHOI TpHBHMIipHOI Tpadiku, 1 IXHA poiab B IHAYCTpIi
KOMIT'IOTEPHOI Tpadiky TibKH 3pOCTAE.

Y Maiil0yTHROMY pO3BUTOK wIeWAepiB OyAe Opi€HTOBaHWH Ha MOKPAIIEHHA PealiCTUYHOCTI,
e(eKTUBHOCTI 1 B3a€MOii 3 HOBHUMH TEXHOJOTISIMH, TaKAUMHU SK IITY9HWUH I1HTENEKT, MAaIlTiHHE
HABYAHHA 1 PO3MINpPEHa peabHiCTh. OUiKyeThCs KiTbKa KIIFOYOBUX HAIPSIMKIB PO3BUTKY:

Ockinbku iznuHO KOopekTHUH penaepunr (PBR) craB cranmapToM uis pealicTHYHHUX Bi3yalbHHX
edekTiB, B MaOyTHROMY IIeiiiepu OymyTh Iie OiNbIl TOUHUMHE Y BIATBOPEHHI MaTepiamiB i cBiTia. Lle
BKIIFOYATHME Ie OUTBIN JNeTalbHI MIeWnepu sl CKIagHuX e(eKTiB, TaKhx SIK CyOroBepXHEBe
pO3CilOBaHHS, PO3CIIOBaHHS CBITJIA B pI3HMX Marepiajax 1 BIpTyadbHi TiHi, IO JO3BOJISIOTH
CTBOPIOBATH TJHOIII 1 MPaBIOMOAIOHIIII CIICHH.

I'mobGanpHE OCBITIIEHHS, SIKE BKIIOYAE€ CKIIAIMHI MPOIECH TMOIIMPEHHS CBiTIa 4Yepe3 CIeHy, Oyme
TIOJITMIIYBaTHCA 32 PaXyHOK HOBUX TEXHIK, TAKHX SIK ray tracing (TpacyBaHHsS IpoMeHiB). Bike 3apa3
TpacyBaHHS IPOMEHIB BUKOPHCTOBYETHCS B PEHACPHUHTY JJISl CTBOPEHHS PealiCTUYHUX BiOOpakeHb i
TiHEH, i B MaillOyTHbOMY IIeil mporiec Oyne me OiIbIl ONTHUMI30BaHWMA U PEabHOTO Yacy, IO
JTIO3BOJIUTh BUKOPHCTOBYBATH CKIIQIHIIII MOAEI OCBITICHHS, SKi MOXYTh 3MIHIOBATHUCS B 3aJICKHOCTI
BiJl YMOB CIICHHU.

Po3BUTOK BipTyasjbHOI Ta JIOMOBHEHOI pealbHOCTI BUMAaraTuMe HOBHX THIIIB IICHICPIB, 3aTHUX
CTBOPIOBATH OINBII pEaNliCTUYHI Ta IHTEPaKTHUBHI cepedoBuina. lle BKIOYaTHME BUKOPHUCTAHHA
uIeiaepiB Al iHTEPaKTUBHHUX EIIEMEHTIB y peallbHOMY 4Yaci, TaKMX SIK MOKpalleHe BiJoOpakKeHHs
HaBKOJIMIITHBOT'O CBITY, OLJIbIII TOYHE OCBITICHHS Ta ePeKTH B3a€MOJII 3 pealbHUMH 00'€KTaMHu.

OCKiNbKM IUTYYHWH I1HTENEKT 1 MallMHHE HAaBYAHHS CTAalOTh BaKIMBOI YaCTHHOIO TpadiuyHux
TEXHOJIOT1H, MOXXHA OYiKYBaTH Ha IOSBY HICH/EPiB, SKi OyAyTh CIHEI[ialbHO ONTUMI30BaHi IS TAKUX
3agad. Llle MoxyTh OyTH 1IeliziepH, siKi peaizyloTh HEHPOHHI Mepexi Ha TpadiyHOMYy mporecopi s
CTBOPEHHSI TMHAMIUYHHMX TEKCTyp, CHHTETHYHHMX MOJEJed IOBEIiHKM a00 HaBiTh I TeHeparii
KOHTEHTY B peaJIbHOMY Yaci.

OckinbkH Bifieoirp i rpadika HamararoThCsi Bce OiJIbIle iMITYBaTH pealibHiCTh, OYAyTh PO3pOOIIeHi
HOBI IIeaepu aist OBl CKIAQJHUX 1 peaicTHYHUX e(EeKTiB BOJU, TyMaHy, JUMY, JOIIY Ta IHIIAX
npuponHuX sBuil. Lli melinepn 3M0KyTh MOJETIOBATH CKJIATHI (i3HUYHI TpOIIeCH, SK-OT pedpakiliro
CBITJIa Y BOJIi 200 IMHAMIYHY B3a€MO/III0 YACTOK Y TOBITPI.

Ockinbky rpadivHi MPOILECOPH CTAIOTh BCE OLIBIN MOTYXKHUMH, BUHHUKAE MOTPeda B ONTHUMI3aIIii
PEHIEPUHTY Ha KiUTBKOX MPUCTPOSAX abo B xMapi. MoKHa OoUikyBaTH Ha HOBI MIEHAEPH, SKi TO3BOJIATH
PO3MOALIATA OOYUCIIEHHS MiX DPI3HUMHU OOYHCIIOBAJHbHUMH OIVMHHUISAMHU (HANPUKIAL, TpadiaHuMU
KapTamu, mpolecopaMu ad0 XMapHHUMH CEpBiCaMHu), MO JO3BOJUTH JOCATTH e  OLIBIIOL
peanicTHYHOCTI 1 e)eKTUBHOCTI IPU PEHACPHUHTY BEIHKHX 1 CKIIaJHUX CLEH.

BuchoBok. 3aranom, maiOyTHe mieiigepiB Oynae BKJIOYaTH OiNbIIy I1HTErpamil0o 3 HOBITHIMH
TEXHOJIOTISIMH, TAKMMH SIK MAIlUHHE HABYAHHS, KBAHTOBI OOYHCIICHHS 1 pO3IMIMPEHA PEabHICTh, 10
JIO3BOJIUTH CTBOPIOBATH IIle OLTBIN CKIAJHI 1 peanicT4Hi rpadivHi edeKTH i pi3HOMAHITHUX cdep
3aCTOCYBaHHS — BiJ] BiJICOIrop A0 HAyKOBUX Bizyalli3alii i KIHOIHAYCTPii.
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