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AHHoOTanus. B pabore paccMOTpeHBI CYIIECTBYIOIINE TEXHOIOTUU TeHEPAIIUH U BU3yaTTU3aIIH
IUTAaHET B urpax. Bolgenensl mpo0ieMbl, CBsI3aHHBIE ¢ HEMPUCIIOCOOIEHHOCThIO PEIICHU JIs
IpOLEAYPHBIX U3MEHEHHI B PEKUME peabHOro BpeMeHu. [Ipemioxkeno u peann3oBaHo
albTepHATUBHOE pelieHue Ha aerkke Unity 3D, mo3Bosstoiiee HCIPaBUTh HETOCTATKH
UMEIOIINXCS CUCTEM.

Beenenue. ['eHepanus miaHeT MOXKET CTaTh 3HAYUTENIbHBIM NIPENSTCTBUEM Ha IIyTH CO3AaHMsI UHIU
UT'P C OTKPBITBIM MUPOM, I'/I€ UTPOK MOKET OECIIOBHO IIEPEMENIATHCS 10 KOCMOCY MEXIY HUMMU.
Cy1iecTBYIOT pelleHus, KOTOpbIE MO3BOJISIOT CO3/1aBaTh HHCTPYMEHTBI IPEOA0TIECHUSI 3TOM
po6isieMbl. OJHAaKO MHOTHE U3 HUX CJIO’KHBI, HE UHTYUTUBHBI U HE MOTYT CIIPABIISATHCS C
M3MEHEHUSIMU IUIAHET B PEKUME PEaIbHOIO BPEMEHH.

OcHoBHast yacTh. B Takux Urpax NpyMMEHEHBI CyIIECTBYIOLINE HA JAHHBIA MOMEHT PELUEHUS IS
co3J1aHus U oToOpakeHus Iu1aHeT. MiMeromuyecss MeTo bl FeHepalyy IIaHeT OCHOBBIBAIOTCS Ha
U3MEHEHUU TeOMETPUH JaHAmadTa ¢ UCII0JIb30BaHUEeM Takux TexHoioruit kak LODs u Mesh Tree,
KOTOpPBIE MTO3BOJIAIOT YJIYYIIUTh IPOU3BOAUTENBHOCTE. OIHAKO JAHHBIE CUCTEMbI HMEIOT
3HayMuTeIbHbIe HeoueThl. Mesh Tree MeTo bl Kak MPaBUIIO HE MO3BOJIIOT €IMHOMOMEHTHO MEHSITh
JaHamadT UK MO3ULUI0 CMOTPUTENS U €ro yroi o03opa 6e3 yxyalleHus kauecTsa (Tpedyercs
BpeMs1, 4TOOBI JTaHAAdT CHOBA MPOIPY3WICS U BBITJISIEN HYKHBIM 00pazoM). O0brunbIe sxe LODs
peleHns OueHb TpeOoBaTeNbHbI K TaMATH, 0COOEHHO €CIIU Peyb UJET O FeHepalui KpyHbIX
MIOBEPXHOCTEN.

Jlist ycTpaHeHHsl 3THX MPoOJIeM HyKHO pelleHUe, KOTOPOe MO3BOJIMT MTHOBEHHO 0TOOpakaTh
CreHepupOBaHHbIN JaHAIadT B JIFOOOM MecTe U B TI0O0H MOMEHT BpeMeHH, U 06e3 MoTepb KauecTBa
(o1 MTHOBEHHOCTBIO MOJIPa3yMeBAeTCsl BO3SMOXKHOCTh OTOOPAKEHUS KXK/IbIH KaJp MPHU BHICOKOH
UX 4acTOTE B CEKYHAY). MEeTO0M JUIsl TAKOTO PEIIEHHsI MOKET MOCITYKUTh Hal0KEeHHEe TOTOBOM
reOMETPHUH Ha MOBEPXHOCTb MJIAHETHI C MUCIIOJIB30BaHUEM IlIeiiiepoB. Mbl Oy/ieM reHeprupoBaTh
mesh ouH pa3, mociue yero cMeaTh ero ¥ NpoeupoBaTh Ha CPEPUIECKYIO TOBEPXHOCTD,
MPUMEHSS aKTyaJlbHbIE JaHHBIE O BBICOTE B KaX/101 Touke Ha JaHamagre.

BoiBoawl. /{151 reHepanny riaHeT AEHCTBUTEIBLHO MOKHO UCIIOJIb30BaTh aJIbTEPHATUBHOE
peleHne, KOTopoe s peai30Bal B BUIE HHCTpYMeHTa B ABrkke Unity 3d.
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