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BBe)]eHue. KapTI/IHI)I B CTWJIC HMMIPECCHOHU3M COCTOAT K3 MHOXCCTBAa MA3KOB
pasiindyaroniuxcs I1o (popMe U TCIUIOXOJOAHOCTH OTTCHKOB ILBCTA, HUMUTHUPOBATH STOT CTUJIb
cpeacTBaMu IMpPOrpaMMbl  ABJIACTCSA CIIOKHOM 3a)1aqel?1, IMOCKOJIBKY BaXHO COXpPAaHUTb YCTKHUC
CHUITYIThI 00BEKTOB U UX TOHAJIbHBII PUCYHOK.

OcHoBHasi 4acTh. B KkauecTBe MeTona CTHIM3allMU JIOKalii B urpoBoM jaBikke Unreal

Engine meitnepom moctoOpaboTku paccMmarpuBaercst npeodpazoBanre UV KoopAMHAT dKpaHa ¢
MOMOIIbI0 MeTa-TeKCTyphl [1] u mHpoOpManuu o HOpMamsix 00bEeKTOB B cieHe. Kapra Hopmanei,
MOJTy4yeHHasi U3 OECIIOBHOM TEKCTYpbl Ma3KOB, MPOELUPYETCS HA MOJEIHM B UIPOBOM JIOKAIMH IO
TpeM OCSM Cpa3y B MHPOBBIX KoopAMHaTaX. JlaHHbIE O HOpPMAIAX K IMOBEPXHOCTH Ma3KOB
TO0ABISIOTCS B SKPaHHbBIE KOOPAMHATHI H300paKEeHUSI.
[Ipennaraercs nBa cmocoba 100aBIeHUS TEIUIBIX U XOJOJHBIX OTTEHKOB B IiBeTa. [ Kaxaoro
aIropuTMa TeHEepUpPYyeTCsl Clay4yailHbI Auana3oH 3HAYeHWM Ui KaXJ0ro IMUKCENIs U3 TEKCTYphI
Ma3KOB CO CIly4alHBIMH I[BETaMH, TH 3HAYEHHS SIBIAIOTCS OTKJIOHEHHEM OT HCXOIHOTO I[BETa
nukcens. [lepBblil aaropuT™M co3aaeT KpacoyHoe M300pakeHue MyTeM MpUOaBIICHUs IS KaK0ro
MUKCEeNs CIy4YailHOrO 3HavyeHus B KaHai 1BeTa hue B cucreme HSV. Ilytem ananuza xanana hue,
3HAYEHHUE CIIy4allHOro OTKJIOHEHHS OT UCXOJHOIO IIB€TAa YMHOXKAETCS Ha OIpeAeTeHHBIN
K03 PUIHEHT ypaBHEHHS "OTHOCUTEIBHON SIPKOCTH"[2], KOAPPUIIMEHT 3aBUCUT OT TOTO K KaKOMY
CIIEKTPY LIBETOB MPUHAJICKUT OPUTHHAIBHBINA 1[BET MUKCENs. BTOpOit aJirOpuT™M OH pacCUUTHIBAET
HOBBI OTTEHOK IO YPaBHEHHIO "OTHOCHUTENBHOHM spkocTh". 3HaYeHMs 1IBETa TPEX KaHaJoB rgb
BBICTYIIAIOT B Kaue€CTBE apryMeHTOB B ypaBHeHuHU. Co31aHHE HOBOIO I[BETa MPOUCXOAMUT IMyTEM
no0aBieHHs B 2 KaHala ClydyalHBIX 3HAYEHHI, a 3aTeM MO0 YPaBHEHUIO PACCUUTHIBACTCS 3HAYCHUE
TPEThEro KaHalla TaK, YTOObIl TOH HOBOTO I[BETAa COOTBETCTBOBAJI 3HAUCHHIO SIPKOCTH HCXOTHOTO
HM300paKCHHS.

BoiBoabl. PaGoTa conepKuT npenaokeHus] HOBBIX aIrOPUTMOB CO3JJaHMS LIBETHBIX MAa3KOB,
KOTOpBIE HCIIONB3YIOT HCXOAHYIO SIPKOCTH IHUKCelel o00pabarsiBaeMoro M300paXeHUs, OHHU
HO3BOJIIIOT TE€HEPUPOBATh KPACOUHbIE MATUTPbl U J00MBaThCS Oo0Jiee YTOHUEHHBIX LBETOBBIX
pEeUIeHUI C UCIIOJIb30BAHUEM JIMAINIa30HA CIIyYalHbIX 3HAYCHHM.
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