YK 004.92

PABPABOTKA U UCCJIIEAOBAHUE IMTPOU3BOJAUTEJIBHOCTHU WEBGL-
OPUEHTUPOBAHHOI'O BEB-IIPUJIOXKEHUA AJSA TEHEPATUBHOT'O CO3IAHUSA
TEKCTYP
PaxumoOepauena C.B.!

HayuHblii pyKOBOIUTEIb — KAH/A. T€XH. HAyK, AoueHT 3opuna [.I.!

{(®T'BOY BO «UT'Y»)
elnurbek2608@gmail.com

BBenenue. ['enepanys TekCTyp — oaHa W3 0a30BBIX 3a7iad IpH pa3paboTKe Wrp W CO3MaHUH MI(PPOBOTO
koHTeHTa. [Ipodheccnonansabie HHCTPYMEHTHI Bpozie Substance Designer niii pacTpOBBIX PEJaKTOPOB AAIOT
IIMPOKHE BO3MOXKHOCTH, HO TpPEOYIOT YCTaHOBKH, JHMILEH3UPOBAHUS W MOIIHOTO OOOpPYIOBaHHA, YTO
OTpaHNYUBAET UX JOCTYIHOCTH JUI HE3aBUCUMBIX Pa3paboTUMKOB U MajbiX cTyauii [1]. BeG-Texnonoruu, B
gactHocTH WebGL, N03BONSIOT TiepeHecTH BBIYMCICHHS HA CTOPOHY KJIMEHTA W BBITIONHATH TCHEPAIUIO
TEKCTYp IpsIMO B Opay3epe 6e3 ycTaHoBKU NonoyHUTe IbHOTO [10 [2]. OmHako CymIeCTBYIONINE BEO-pEIICHISI
nu00 CIMIIKOM TPOCTHI, JIMOO HE OO0CCIEeYnBAIOT CTAOMIBHOH NPOW3BOJUTENBHOCTH Ha Pa3HBIX
ycTpoiictBax. Llens paboTel — pa3pabotka BeO-mpunokeHus: PatternForge ams reHeparnBHOTO CO3IaHUS
TEKCTYP M UCCIICNOBAHUE €r0 MPOU3BOAUTEILHOCTH MPH PA3IUYHBIX NTapaMeTpax TeHepalyy.

OcHoBHas 4acTb. PatternForge ctpoutcst Ha React m Three.js. ['eHepamus TekcTyp peanmsyercs AByMs
cnocobamu: mpoueaypao — uepe3 GLSL-meitnepst (mrym Ilepmuna, muarpammsr Boponoro [4]), u Ha
OCHOBe peHaepoB u3 Blender — s cloXHBIX cBeTOTeHEBBIX 3(dexToB. [IpoueaypHsiii mOIX0A
o0ecreunBaeT BBICOKYIO CKOPOCTh M OCCKOHEUHYIO BapHUaTHBHOCTh, BTOPOH — (HOTOPEaTHUCTHUYHOCTS.
BecmoBHOCTE HOCTHTaeTCst 00pabOTKOM TPaHMII B TIEHIepax.

B pamkax paOoThl pelaroTcs CIEeAYOINe 3a1a4un:

1) TpOoeKTHpPOBaHHUE APXUTEKTYPHI C pa3aelieHneM rpaduueckoro sapa u uaTepdeiica.

2) peanuzanysi MOy MPOLELYPHON IeHEPALMHU ¢ ANHAMUYECKUMHU IapaMeTpaMu.

3) co3maHuWe cHCTEMBI UMIIOPTA U HACTPOWKH peHnepoB u3 Blender.

4) paspabotka momy.s skcriopta B PNG/JPEG no 8K u PBR-kapt (Normal, Roughness, Metalness) s

Unity u Unreal Engine [3].
5) wuccnenoBanue npousBoauTenbHocTy Ha 1K, HOyTOyKax, miuanmerax u cMaptdoHax ¢ 3amepom FPS
W BpEMEHHU TeHepaluy npH paspemreHusx 1o 8K.

[lpu paspaboTke y4MTBHIBAIOTCS Jydlure NHpakTukun WebGL: MUHMMH3amus BBI3OBOB OTPHCOBKH,
ontumuzanuss CPU-GPU B3aumMopeicTBusi, KemupoBaHuE [5]. OKCHEpUMEHTHI IO3BOJAT BBIBUTH
ONTUMaJIbHbIE MapaMmeTphl Ul Pa3HBIX KIAcCOB YCTPOMCTB M AaTh MOJb30BATEISIM PEKOMEHIALUHU I10
HacTpoiike. Ha maHHBIE MOMEHT peaqu30BaHa KOHIICTIIIMS, TMPOBEAEH aHAIM3 AaHAJIOTOB, BHEIOpAHBI
TEXHOJIOTHH, pa3paboTaHa apXUTEKTypa | MOJTrOTOBIeHa 0a3oBas onbnmuoreka mosene B Blender. Bengrcs
pa3paboTKa IPOTOTHIIA.

BruiBonbl. [Ipeanoxkena apxuTekrypa BeO-TIPUIIOKEHUS, OOBEIUHSIONAS TPOLEAYPHYIO TCHEPALU0 U
pernepsl u3 Blender. Onpenenensl 3agaun pa3pabOTKU U MCCIIEAOBaHMS MPOU3BoAUTENbHOCTU. Hayunas
3HAUUMOCTh — B TIOJYYEHHH KOJMUYECTBEHHBIX JIAHHBIX O Mpou3BoauTenbHocTH WebGL npu reHepanmn
TEKCTYpP BBICOKOTO paspemieHus. [IpakTiuueckas — B CO3aHUU JOCTYITHOTO Opay3epHOTO HHCTPYMEHTA JIA
Iu3aiiHepoB M paspaborumkoB. KomMmepuuanusanus minaHupyercs mo monenu freemium: 0a30BbId
¢$yHKIIMOHAN OecIUIaTHO, paclMpeHHbI (3kcnopT B 8K, SKCKIIIO3MBHBIE MIEHAEPHI) — MO MOIIMHUCKE HIIH
KOPIOPATHBHBIM JIUIICH3HUIM.
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