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Amnnoranusi: B crarbe paccMaTpuBaeTCs HHTErPALASA METO/IA U3JIYYATEILHOCTH B APXUTEKTYPY KaJl-
poBoro rpada ¢ MeJblo ONTUMHU3AINH TOTPEOICHNS TaMATH Ipaduaeckoro mporeccopa. Ilpemioxe-
HBI CIIOCOOBI aJAIITAl METOJa MATPUILI HECKOJBKUX OTParKeHUil, METO/Ia JIOKAJILHON MaTpPHUILI 1
METOJa TEMIIOPAJIbHOMN U3/IydaTe/IbHOCTU C yIeTOM TPpeDOBaHUI K YIIPABJIEHUIO PecypcaMu Ha rpadu-
qeckoM mporieccope. Ommcana cxemMa MePencCIIob30BaHNA BPEMEHHON MaMATH MEXKIY Pa3TnIHBIMI
sramaMu 00pabOTKH IJI06aIbHOTO OCBEIEHNSs, YTO I03BOJIsieT CHU3UTh HAIPY3KY HA BHJIEONAMSTH U
MHUHUMU3UPOBATh HAKJIAHbIE PACXO/bI IIPU BBIIIOJHEHUH aJrOpUTMa. IIpOoBEeIeHO 9KCIIEpUMEHTA b~
HOe MCCJIeOBaHNe Ha TECTOBBIX CIIEHAX, MOATBEp:K Aatomee 3(pHEKTUBHOCTD TPEITOXKEHHOTO TOIX0IA
U JIEMOHCTPUPYIOIIee CHUYKEHIE MOTPEOJIEHUsT TTaMSITH.
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1. Beenenue. ['obasnbaOE OCBelieHNe UTPAET KITIOYEBYIO POJIb B (POPMUPOBAHUN PEATUCTUIHON BH3YAJIb-
HOIl KapTUHBI B KOMIILIOTEPHOI rpaduke, MOIEJUPYs CJIOXKHBIE CBETOBbIE B3aUMOJIEHCTBUSI, BKJIFOYAsl MHOIO-
KpaTHbIE OTpaxKeHus u paccenBanue. OnuH u3 HanboJIee TOUHBIX METOJIOB pacdera IJI00AJIHHOIO OCBEIIEHUSI B
IPUIOZKEHUAX C IIPeobpaboTkoil 3D-cieHbl — MeTo u3JydarebHOCTH [1], OCHOBaHHBII Ha pellleHUN yPaBHEHMsI
OCBEIIEHHOCTH C yYeTOM IIepeIadn SHEPIUU MEXKIy MOBEPXHOCTSIME CIieHbl. OITHAKO €ro BhICOKAS BBIUYUCIUTE b~
Hasl CJIOXKHOCTDb U 3HAYNUTEJIbHOE [TOTPED/IEHNE TaMATH ONPAHUYUBAIOT IIPUMEHEHIE B MHTEPAKTUBHBIX CHCTEMAX,
0COOEHHO B MHTEPAKTUBHBIX IPUIOXKEHHUAX C JIMHAMUIECKUM OCBEIIEHUEM.

CoBpeMeHHbIE IPUJIOKEHUsT KOMIILIOTEPHOI TpaduKu UCIIOJL3YIOT KaapoBblii rpad [2, 3] — apxurekTyp-
HBII [TOJIXO]I, MO3BOJIAONINN 3(P(PEKTUBHO YIIPABJISITh IIPOIECCAMU OTPUCOBKY, [IEPEPACIIPEIEISIS BEIYUCTUTE b=
HbIe PECypChl U ONTHUMU3NPYsl XPAHEHUE MPOMEKYTOUHBIX JIAHHBIX. [Ipy ajanranuu pas3indHbIX aJrOPUTMOB
KOMITBIOTEPHO# rpaduKu MO, JAHHYIO apXUTEKTYyPYy BajyKHO CTPOTO PA3JINYaTh IMOCTOSHHBIE U BPEMEHHBIE De-
CYPCBI, UCIOJIb3yeMble B ajiropurMme. JlaHHOe pasyinydne, Kak MPaBUJIO, OTpaxkaercst B Koje mpu momoru API
KOHKDETHOH peajim3aliui KaJIpoBOro rpada 1 MCIOJIb3yeTcs Il CIeAYIONIX Tesieii:

1. Onrummzanus nepencrosb3oBanns namsata GPU 3a cuer asmacunra namsrn [4].
2. OnruMusalus pacCTaHOBKH 0apbepoB [l pecypcos [5].

[TockousibKy paccTaHOBKa 6apbepoB TECHO CBsI3aHA C TEKYIIUM COCTOSHHEM KaJpOBOTO rpada, aJarnTarus Me-
TO/A TSI JAHHOTO TIapaMeTpa He IIPEJICTABJSIETCsT BO3MOXKHON. B TO 2Ke BpeMmsi, aJlrOPUTMBI KOMIILIOTEPHOI
rpaduKu MOXKHO IIPEJICTABJISATD PA3IUIHBIM CIIOCOOOM B Bue rpada, rie pedpa mpecTaBsioT co0Oi 3aBUCH-
MOCTH IO JIAHHBIM, 8 BEPIIIIMHBI — OIEPAIY HaJl JaHHBIMU. [Ipu 3TOM pas/imdHbIe IPeCTaB/IeHNs] UMEIOT Pa3HOe
oTpebIeHne TTAMSITH.

B mammoit pabore paccMaTpuBaeTCs CxeMa MIEPEUCIIONb30BAHNS TAMSTH B METO/IAX U3JIyJIaTebHOCTA JJIs
KaJIpoBOro rpada.

Paszpaboranuble ajlantanun aJropuTMOB HAIPABJIEHBI HA ONTUMHU3AIMIO PACUYETa OCBEIIEHUs B CIIEHAX C
BBICOKOI JTeTajm3arueil 1 JHHAMAIEeCKUMU UCTOIHUKaMU cBeTa. [IpoBejieHo 9KCIepruMeHTaTIbHOE MCCIIeTOBAHNE
MIPEJJIOZKEHHOT0 TIOX0/1a, JIEMOHCTPUPYIOIIEE ero MPenMyIIecTBa 0 CPABHEHUIO C METOIAMU, JIUIIIEHHBIMUA BO3-
MOXKHOCTH TIepencIioib3oparh naMsith GPU ist pa3audsbix craauii o00paboTKH Kaipa.

2. ApxurekTtypa Kajaposoro rpada. Kagpossrit rpad mpeacrasiasger coboit CTpYKTYPY MaHHBIX, HC-
[TOJTb3YEMYIO B COBPEMEHHBIX IPAMUIECKUX CUCTEMAX JJjisl yIPaBJIeHHs IporeccaMu (hOPMUPOBAHUS U300parke-
Husi. Ero ocHOBHasi mjiesi 3aKJII0OYaeTCs B IIPEJCTABJIEHUN BCEX STAIOB BHIYUCJIEHUI B BUJIE€ OPUEHTUPOBAHHOTO
AIMKJIMYECKOro rpada, rje BepIIuHbI COOTBETCTBYIOT BBIYUCIUTEJBHBIM OllepanusM (IpoxogaM o6paboTKu), a
pebpa — 3aBHCHMOCTSIM [0 JIAHHBIM MEXKJIy STUMH OIepaIusMu. Takoil MOomaxo/r mO3BOJIsIeT THOKO OIMTHMUI3H-
POBATH HCIIOJIb30BAHNE PECYPCOB, YIIPOINAeT IJIAHUPOBAHWE BBIYUC/IEHWI W CHIXKAET HAKJIAJIHBIE PACXOJbl Ha
yIIpaBJIEHHE aMATHIO.

2.1. OcHOBHBIE KOMIIOHEHTHI KaJpPOBOTO rpada.

1. Pecypchl — mpeacTaBisioT cobO#M TeKCTYypbl, Oydepbl 1 KOHCTAHTHI, HEOOXOAUMBIE I (POPMUPOBAHUS
n300paxkeHusi. Pecypchl MOTYyT HCIIOIB30BATHCA HA HECKOJIBKHAX ITAlaX BBIYUCJICHUI, ITOITOMY BarXKHO
VIPaBJISTh UX YKU3HEHHBIM ITUKJIOM U PACIPEEJIeHIUEM [TaMsITH.

2. Ilpoxombr 06pabOTKN — OTHAE/IbHBIE BBIYUC/IUTEIbHBIE ITAlbl, TAKHE KaK 00pabOTKa TeOMEeTpUU, PACIeT
TeHell, BBIYUC/IEHNE OCBEIeHHOCTH. KaXK Iblii TIPOXO0/1, UCIIOJIb3yeT BXOIHBIE PECYPCHI U (POPMUPYET BBIXOJI-
HBIE.

3. 3aBUCHMOCTH — CBSI3U MEXKIy IIPOXOJaMu 00pabOTKU, OIPee IsoNnIre MOPsI0K BBIIOJTHEHUS OlepaIuii u
HEODXOIUMOCTb CHHXPOHU3AIUN MEXK LY HUMU.

2.2. IIpenmyimecTBa NCOOJIb30BaHUSA KaJpPOBOro rpada.

1. DddekruBnoe ynpasienne namMsaThio. ['pad mo3BOJIIET TEPEUCIIOIB30BATH PECYPCHI, OCBODOXK 1At X TOCJIE
3aBepinenns: Beraucienuii. Hampumep, 6ydep ocBemmenHoCTH, NCITOIb30BAHHBIN HA OJHOM dTare 00padboT-
KU, MOXKeT ObITH 3aJIeliCTBOBaH Ha JPyroM 6e3 JyOJIMpOBaHUsT JTaHHBIX.

2. T'ubkoCcTh W PACIIUPSIEMOCTD. 3a CYET JIEKJIAPUPOBAHMS 3aBUCUMOCTEH MOXKHO JIETKO MOIU(MUIIMPOBATH
nporiecc (popMupOBaHus N300pazKeHus, 100aB/Isisl WM U3MEHsIS STAllbl 00PabOTKN 6€3 epernpoeKTHPOBa-
HHUA BCEH CUCTEMBI.

3. Onrumuzarust Tpou3BoAUTEILHOCTH. [[0CKOIBKY Ipad MOJHOCTHIO ONMKUCHIBAET 3aBUCUMOCTH, OH [T03BOJISIET
3apaHee ILIAHUPOBATH BBIIOJHEHUE OIEePAIUil I MUHIMU3UPOBATH N30OBITOYHbIE BBIYUCJIEHUS.
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4. Munnmvuzanus 6apbepoB. CoBpemennbie rpacdudeckune AP, rakue kak Vulkan u DirectX12, ucnosbsyor
npuMuTHB Gapbepa [6-8] 1 mepeBosia pecypca u3 0JHOTO cocTosiHMs B apyroe. Hanpumep, mist nepesona

U3 COCTOSIHUSI YTEHUsT B COCTOsTHUE 3amuch. Takoil MoaxoJ| Mo3BoJiseT rpadudecKOMy MPOIEccopy OO

HUTEJBHO TApaJlJIe/IM30BATh BBHIYUC/ICHUS U3 PA3HBIX OYepeieil KOMaHJI, €CJIU OTCYTCTBYIOT KOH(DIUKTHI

[0 JIOCTYIy K JAaHHBIM. Takke H6apbepbl YKa3bIBAIOT BUJIEOKAPTE, KOIJIa HEOOXOJNMO 3alUCaTh JAHHBIE

pecypca u3 Kelieil B rJI00aIbHyI0 TaMsITh.

TakuMm 06pa3oM, apXUTEKTypa KaJpoBoro rpada MpeJoCTaB/IsgeT MOIHBIA HHCTPYMEHT JJIs HHTErPAIUN CJIOXK-
HBIX &JITOPUTMOB, HO TpeOyeT aJalTallii METOJIOB C yIeTOM OIDAHUYEHUN 10 MaMSTH W 3aBHCUMOCTEN MEXKLy
BBIYUCJIEHUSIMU.

3. Meroapl ry106aJibHOrO OCBelleHus. [100aJbHOEe OCBEIIEHNE SIBJISIETCS BaYKHBIM 3JIEMEHTOM KOM-
BIOTEPHON IpadUKU, MOJIETUPYSI CJIOKHBIE CBETOBbIE B3aUMOJEUCTBHS, BKJIIOUAsi MHOTOKPATHBIE OTPAYKEHNS,
paccenBaHue U HelpsiMblie TeHU. MeTopl NII06AILHOTO OCBEIIEHNST MOYKHO PA3/e/InTh Ha JIBE OCHOBHbBIE I'PYIIIIHL:

e MeTo/ibl ¢ BBIYHCJIEHHEM BO BpeMsi (DOPMUPOBAHUST M300parKEHUsT — TPACCUPOBKA JIyUueil, BOKCEJbHBIE
MPEeJICTABJICHHS CIIEHBI, METO/IbI SKPAHHOTO TIPOCTPAHCTBA.

e MeToabl ¢ IpeIBapPUTELHBIMIA PacIeTaMyi — KapThl OCBEIEHHOCTH, ¢hepruiIecKrue rapMOHUKHI, METO 13-
JIyIaTeTLHOCTH.

Kaxast u3 aTux IpyIi uMeeT CBOM MPEUMYIIECTBA U orpanmdenus. Merojpsl, paboTaiomuye BO BpeMsi (hop-
MUPOBaHUST U300parKeHUs, 00JIaIAI0T BBICOKO aJalTUBHOCTHIO, HO TPEOYIOT 3HAYNTENbHBIX BBIUUCIUTEIHHBIX
pecypcoB. B ¢Boto o4epeb, MeTOMIBI ¢ TPEIBAPUTETLHBIME PACIETAME TIO3BOJISIIOT JTIOCTUYL 60Jiee BHICOKOM TOY-
HOCTHU, HO HAKJIAJBIBAIOT OIPAHUYEHUS HA JUHAMUKY CIIEHBI.

3.1. MeTozapbl ¢ BbIuncjieHneM Bo BpeMsi popMupoBaHus n3o6parkenusi. Merobl HAITPABJIEHBI HA,
OaslaHC MEXKJY BBIUHUCIATENHHON 3(P(HEKTUBHOCTHIO U TOYHOCTHIO:

e Tpaccuposka myueii |9, 10] — Bbraucienune nepecevenHnii yveil ¢ TOBEPXHOCTIME JIJISI OTIPEJIETIEHNsT OCBe-
mennsi. CoBpeMeHHbIe TpadUdecKue TPOIECCOPDI MOJIEPKUBAIOT STOT METO/T AllIaPATHO, HO OH OCTAETCS
BBIYUCJIUTEIHHO 3aTPATHBIM.

e TpaccupoBka Bokceseil Konycamu [11] — annpoxcumanus pacupocTpaHeHus CBeTa B CIEHE C MCIOJIb30Ba~
HUEM BOKCEJILHOIO MpejicTaB/ieHus. [103BoJIsIeT yIuThIBATH MHOMOKPATHBIE OTPAYKEHUs 1 PACCEUBAHKE, HO
TpebyeT 3HAYUTETHLHBIX PECYPCOB MAMATH.

e MeTo/ibl 9KPAHHOTO MPOCTPAHCTBA — KCIOJB3YIOT JaHHbIe u3 Oydepa TiryOuHbBI JJIsi OIEHKU OCBEIIECHUS,
uanpumep SSDO [12] u GTAO [13]. IToxxox adbderTruBeH 115 MOJEIMPOBAHUST JIOKATBHBIX 3D (EKTOB, HO
HE YUIUTBHIBAET OOBEKTHI 38 [IPeJeIaMI BUIUMOM 0OJIACTH.

e RTX Global Hlumination (RTXGI) [14] — meTo/ 17106aJbHOTO OCBEIEeHH s, NCIOIB3YIONHUIT arlapaTHoe
YCKOPEHIEe TPACCUPOBKU JIydell 1ist OOHOBJIEHUsI CETKU ITPOO OCBEIMIEHHOCTH B ITHAMIYeCKHX ciieHax. Ocie-
mienue Mojesmpyercs ¢ nomorpio Dynamic Diffuse Global Illumination (DDGI) [15], rae npo6sr cobupator
nH(MOPMAIUIO O TAJIAIOIIEM CBeTe, a 3aTeM 3HAaYeHWs OCBEIEHHOCTU WHTEPIOJUPYIOTCS 10 BCEH CIieHe.
71t yMeHbIIeHrsT BBIYUCTUTE/IFHBIX 3aTPAT IPUMEHSIETCS TeEMIIOPaJIbHAsST (DUIIBTPAIUS U IPOCTPAHCTBEH-
Hasl MHTEPIOANNA 3HaUeHni mpod. MeTos mo3BoIsgeT YyIUTHIBATH CJI0KHBIE CBETOBBIE 3((DEKTHI, TaKue
KaK MHOTOKPATHBIE OTPAYKEHUsI U PACCEUBAHME, HO TPEOYET 3HAYUTEIHLHBIX BHIYUCIUTEILHBIX PECYPCOB U
BUJICOKAPTHI C TIO/JIEPKKON TPACCUPOBKU JIyJeii.

3.2. Meroapl ¢ mpeaBapuUTeIbHBIMU pacdeTamMu. MeTojbl, UCIOJb3YIOINE IPeIBAPUTEILHBIE BbI-
YUCJICHUA, IIO3BOJIAIOT 3apaHee OIIPe/Ie/JINThL CJIO2KHbIE CBETOBbIC B3aI/II\’IOﬂeI‘/JICTBI/IH 1 IIpUMEHATDH UX IIpUu CbOpl\fII/I—
poBaHUN N300paYKEHUSI:

e Kaprer ocsemennoctu [16] — npesBbIuicIeHHBIE TEKCTYPHI ¢ HHMOPMAaIuei 06 OCBEIeHnH, MUPOKO TIPH-
MEHSTIOTCsI B UT'POBBIX JIBUYKKAX, HO He TOJIEPKUBAIOT JUHAMUYECKIE U3MEHEHNsI NCTOYHUKOB CBETa.

e Cdepuueckne rapMoHuky [17] — npesicTaBisitor ocBeleHue B BHJEe KObDQMUINEHTOB Pa3JI0KEHUs, UTO
T03BOJIIeT 3P DHEKTUBHO KOAUPOBATH M dy3HOE OCBeleHne, HO HAK/IAIBIBAET OTPAHNIEHHS HA TOTHOCTH
BOCIIPOM3BEIEHUsT CBETOBBIX 9P (PEKTOB.

e MeTo/1 U3J/Iy9aTeNbHOCTH — BBIUUCJISET PACHPENEIeHIe CBETOBOM SHEPIUU MEXK/y TOBEPXHOCTSIMU CIIe-
HBI, pelliasi CUCTeMY ypaBHEHUIT ocBeleHHocTH. MeTos1 Mo3BosIsieT MOIeTNPOBATEL HEIIPSIMOE OCBEIEHHE C
BBICOKOIl TOYHOCTBIO U HE COJEPXKUT IIYMOB, XaPAKTEPHBIX JIJIsi CTOXACTUIECKUX METOOB.
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MeTOﬂ n3/1y49aTe/IbHOCTU ObLI BbI6paH JUId UCCJIeIOBaHUA 110 CJICYIOITUM IIPUYINHAM:

1. Tounocrn MOOEC/JIMPOBAHUA HEIIPAMOI'O OCBEUICHUA — METOM ITO3BOJIAECT YIUTHBIBATh MHOT'OKPaTHBIEC OTpa-
YKEHUs CBETa, C JI000i 3apaHee 3aﬂaHHOfI TOYHOCTBIO.

2. DdderTuBHAS amanTanys Jiisi rpadUIecKUX MIPOIECCOPOB — COBPEMEHHBIE BEPCUU METO/IA, TO3BOJISIIOT
CyIIECTBEHHO CHU3UTH BBIYUCJIUTEIbHBIE 3aTPATHI.

3. CoBMECTHMOCTD ¢ TPOU3BOJBHBIMU aPXUTEKTYPaAMU IPaGUIeCKUX TPIIOXKEHUT — METOJ] He HAKJIaIbIBaeT
orpaHnveHuil Ha (HopMaT JAHHBIX W HAJUYIUE OIPEEJIEHHBIX TEKCTYD Uau Oy(EepoB B IMIPUIOKEHUN.

4. MeTtoa m3y4aTeJbHOCTHA M €r0 MOJAUPUKAIIAA.

4.1. BazosBbiii MeTon, usirydareabHOCTA. Meros usiydareabHoctu [1| — opuH U3 KiIacCcuIecKux aj-
TOPUTMOB BBIUMCJIEHUsI TJIO0ATIBHOIO OCBEIEHNSI, OCHOBAHHBIN HA PENIEHUN YPABHEHUS OCBEIIEHHOCTH C YIETOM
MHOT'OKPATHOTO OOMEHA CBETOBOM HEPIUeil MeK/y MOBEPXHOCTSIMU CIIEHBI. B oT/imvdne oT MeTO/I0B, HCIIOJIH3YIO-
IIUX TPACCUPOBKY JIydeil, MEeTO/[ 31y 9aTeJbHOCTH [IPeJIIoJIaraeT JUCKPeTH3AIMIO CIIEHbl Ha 9JIEMEHTHI (II0JIUro-
HbI UJIA BOKCEJIN) C MOCJIEAYIONMM PACYETOM MX B3AUMHOrO BJugHus depe3 HopM-bakTopbl — Ko3GbMUIMEHTDI,
OIIpEJIETIAONTNE, KaKas JI0JIS SHEPTUU IIePeJIaeTcs OT OJHOI ITOBEPXHOCTU K JIPYTO.

Ob11iee ypaBHEHNE M3JIyIaTEILHOCTH JIJIsT KarXKJI0TO JIEMEHTa CIIEeHbI NMEeT BUJI:

N
B; = E;+C; Y Fi;B;,

Jj=1

rie B; — u3aydaresibHOCTD dJ1eMeHTa 4, F; — 9Heprusi, HeIOCPEICTBEHHO UCITycKaemast 3jieMeHToM, C; — Koddh-
dunuenTt orpaxkenus, F;; — bopm-daxTop, 3aBUCAIMI OT T€OMETPUH CIIEHBI U OPHEHTAIIUH 3JIeMEeHTOB, N —
ob11ee YHUCII0 AUCKPETU3UPOBAHHBIX 3JIEMEHTOB (II0JIMIOHOB, IJIOIIAIIOK ).

BazoBbiit MeTom mpemoaraeT UTEPATUBHBIN MIPOIECC OOHOBJIEHUsT 3HAUEHU n3rydarenapHocTr. OHAKO
BBIUHCJIUTENBHASI CJIOKHOCTD CTaHIapTHOrO nojxozga O(N 2K), rne K — KOMMYECTBO YUIUTHIBAEMbIX OTDPAKCHMI
OCBEITEHNS, JETAET €ro HEMPAKTHIHBIM I CIEH ¢ OOIBIMTNM THCJIOM JIEMEHTOB.

1t TaHHOTO aJaropuTMa pa3paboTaHo OOJIBITOE KOJTMIECTBO PACITHPEHN, KOTOPhIEe MOYKHO PAa3IeInTh Ha
JIBE TPYHIIBL:

1. Momudukarnun npegoOpabOTKu CileHbI. B 9Ty TPy BKJIIOYAIOTCA METOJbI, HAIIPABJIEHHDBIE HA ONTHUMIU-
3aIMI0 JTana NpejobpaboTKu U BeIYucyIeHns (hopM-hakTopos [18], m MeTombl, yIydllarolue TOYHOCTD
JIAHHBIX, TeHEPUPYEMBIX B X07le npenoopaborkn [19].

2. Momundurarnum BeIMHUCIEHAsT OCBEITIEHUS BO BPEMs BU3YAJIM3AINU CIIEHBI.

Ajarrranust it apXuTEKTYPhl KaJpoBoro rpada TpebyeTcs TOJBKO st BTOPOH Tpymibl MeTo0B. [losTomy
JaJiee pacCMOTPEHBI UMEHHO 3TH IOJIXObI.

4.2. WepapxuyecKas U3JIy4aTeJIbHOCTb. Meros nepapxudeckoii nsiaydarensprocru [20, 21| 6wt npes-
JIOYKEH JIJTIsl CHUKEHUST BEIUUCIUTETLHON CJI0KHOCTH H6a30BOro asiropurma. OH UCIOIB3YeT NePAPXUIECKYIO JTUC-
KPEeTHU3AIUIO CIEHbI, T/I€ KPYIHbIE 3JIeMEHThI CHAYaJIa OOMEHUBAIOTCS CBETOBOI SHEPTHEll, & 3aTeM 3TOT IIPOIIECC
yTOYHsIieTCs JJIsi DoJiee Mesikux serajieii. OCHOBHbBIE WIEM MeTOja — WCIOJb30BaHUE AJAITUBHOIO pa3dueHust
CIIEHBI U BBLIYUCJIEHUE arperupoBaHHBIX (DOPM-(hAKTOPOB [IJIsd I'PYIIIT IIOBEPXHOCTEI.

Xorst MeTO, nepapXuIecKOl U3JIydaTeIbHOCTH CHUKAET CJIOKHOCTD Bbhruncsenuil 1o O(N log N), on Tpe-
OyeT CJIOXKHOM CTPYKTYPhI JAHHBIX U ILIOXO aJAllTUPYETCs K BBIYUC/IEHUIO Ha I'padUIeCKUX IIPOIECCOpax, Tak
KaK [IPU IEPEHOCE OCBEIEHUsT MeXK/ Iy PA3JINIHBIMU YPOBHSAME HEePAPXUU TPeOyeTCs 110 log2 N 1poxonoB, KaxK-
JIBII 13 KOTOPBIX 3aBUCUT OT MPEIBLIYINX U TPEOYeT CUHXPOHU3AIMHI C HUMA. BBHUIY 9TUX OrPAHMYIEHUI METO/T
IIPAKTUYECKU HE UCIOJIb3YEeTCs B COBPEMEHHBIX Dean3allusX.

4.3. PeineHue cucteMbl JUHENHBIX ypaBHeHmUii. MeToa u3yvdaTebHOCTH MOXKHO TaKXKe MPeIcTa-
BUTb KaK CHCTeMY JIMHeHHbIX asirebpandeckux ypasaenuit (CJIAY):

(I — FdiagC)B = E,

riae B — BEKTOp M3/IydaTe/IbHOCTU MTOJUTIOHOB, F — BEKTOp SHEpruu, uciyckaemoi mojuroHamu, C' — BEKTOP
K03 DUINEHTOB OTPaXKeHUs MOJUTOHOB, F' — maTpura GpopM-paKkTopoB.

JIaHHBII TTOIX0/T TAKKe UMeeT IPOodIeMy OOJIBIIIOrN0 KOJNIEeCTBa CHHXPOHI3aInii. [IoMuMO 9TOro, TO9HOCTH
METOJ[a 3aMeTHO HUXKe, YeM y 0a30BOr0 ajrOpUTMa U3J/Ly9aTeTbHOCTU U3-32 MHOXKECTBEHHBIX OIEPAINil JIeJIeHNs I,
KaykJiasl U3 KOTOPBIX CHUXKAEeT TOYHOCTb PE3YJIbTATA.
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4.4. MeToa MaTpuibl HECKOJILKUX oTpakeHuii. O HOI 13 KIIOYEBBIX TPOOJIEM METOIA W3JIy IaTe b
HOCTH SIBJISIETCS JINHEHHAS 3aBUCUMOCTD CJIO?KHOCTH BBIUMCJIEHUI OT KOJIMYECTBA [TepeoTpazkeHuii ceera. B kirac-
CUYECKOM IIOJXO0JIe KazKJ0€e JOIOJHUTENIbHOE [IepeoTpaykeHnue TpedyeT BBIIIOJIHEHUsI HOBOT'O 3Talla BbIUYMUC/IEHUIA,
9TO yBEeJIMYIUBAET BpeMs 0OPabOTKH.

MeToJ; MAaTpHIBI HECKOJIBKUX OTpaxkeHWit [22] pemaer 31y 1npobsemy, pacmmpsis sTar npeaobpaboTKu
CIIEHBI U BBOJsI MaTpuily (popM-(pakToOpoB Fiylti, YIATHIBAIONLYIO0 HECKOJIBKO OTParXKEHMUIA:

K

qulti - Z(F dlag C)kv
k=1

rae K — KOJIMIeCTBO yIUTHIBAEMBIX IIE€PEOTPAKEHUIA.

Wcnonp3oBanue MMpeIBbIMUCIEHHON MATPUILI TO3BOJIsSeT N30aBUTHCS OT SIBHOI'O MTEPATHBHOIO IIPOIECCA,
COKPATHB YUCJIO0 HEOOXOAMMBIX OIIEPAIINil IIPU BU3YAJU3AIUHN CIICHBI.

4.5. MeTox jJokajibHOI MaTpuilbl. [Ipn TpaaunoHHOM MOAX0Ae MaTpHIa (GopM-(paKTOPOB OXBATHIBA-
€T BCIO CIIEHY, YTO TpedyeT 3HAUYUTETHHOIO 00beMa AMSATH U DOJIBIIIOIO KOJIMYECTBa OIepaIuil j1jisi OOHOBJIEHUSI
ocemenusi. MeTos JIoKaabHO# MaTpuis! [23] permaer 3Ty npobiemy myTem:

® OI'pPpaHUYCHUSA obacTu XpaHCHUA (I)OpM-d)aKTOpOB TONBLKO OIUAKARIINMUA K KaMepe dJIeMEeHTaMU CHEHDBI,
® AJJAIITUBHOI'O OOHOBJIEHUST JAaHHBIX IIPpU ABU2KCHUN KaMEPbI,
® IICII0JIb30BaHUS MOTOKOBOI 3arpy3Ku JaHHBIX Ha GPU.

Bwmecto xpanenust mosrHON MaTpuiibl KoM UIMEHTOB METOJ JIOKAJIBHON MATPUIILI WCIIOIL3YeT OrDAHU-
YEHHOE IIOJIMHOXKECTBO JAHHBIX, KOTOPbIE OOHOBJISIFOTCS TI0 MEpe HeOOXOIUMOCTHU. DTO MO3BOJISIET CYIIECTBEHHO
CHU3UTH HATPY3KY Ha BHUIEONAMATH D€3 3aMETHBIX [TOTEPh KAYECTBA OCBEIEHUSI.

4.6. MeTo/, TeMIOpaJIbHON U3JIyYaTesibHOCTH. Meros TeMopaibHoil usiydareabuoctu [24] pacipe-
JleJIsieT BBIYHC/IeHNs], HeOOXOIUMBbIE JIJIsl ITOJIyY€HUsI OCBEIIEeHNs], [0 HECKOJIBKUM KaJIpaM, UTO IIO3BOJISIET YMEHb-
[ITUTH MTHOBEHHYIO HATPY3KY Ha amlapaTHoe obecredeHue.

[TpuaIun paboThl 3aKJII0OIAETCS B TOM, 9TO OCBEIIEHHOCTb KaXKJI0H MOBEPXHOCTH OOHOBJISIETCS HE ITOJTHO-
CTBIO 38 OJIMH KaJIP, & YACTUIHO, C HAKOIIJIEHNEM DEe3YJIbTATOB:

B =Bl 4 (1= ) B,

e w — KO3(MUIMEHT CrilaKUBaHUsI, PEryJIUPYIONINil BIMSHIE HAKOIJIEHHBIX 3HAYEHUIA, Bif ~1 — oceerenne
IJIOIIAJKY C MHIEKCOM ¢ Ha IpeAblaylneM Kajape, Bj'°Y — gacTHYHOE OCBelIeHue, BBIYHCICHHOE IS TEKYIIero
KaJipa, f — HOMEp Kajpa.

Crpoka marpuiibl (GopmM-haKTOpOB JIJIsi OJHOTIO IOJUTO-
Ha [IPEJICTABIIAETC B BIJE aarac-Tabuunsl [25], 9ro mossosser Direct illumination
3aMEHUTb YMHOXKEHUE MATPUIILI Ha, BEKTOP Ha BHIOOPKY U3 MHO- computation
2KeCTBa aJinac-TabJIuIl. DTO IPUBOAUT K CYIIECTBEHHOMY COKPa-

IIEHUIO KOJIMYECTBA BBIYUCJIEHUIT Ha Ka/p. E

B nannoit pabore paccMmarpuBaercs aIamnTanns K KaIpo-
BOMy rpady pacmupeHuii MeTojia U3JIydarTe/IbHOCTHA, KOTOPhIe

A,
Indirect illumination

computation B = Fruti B

MOI'YT OBITH HCIIOJIB30BAHbI Ha IPadUIECKUX IIPOIECCOPAX U He
TPeOYIOT MHOYKECTBEHHBIX DAPHEPOB I TPOXO/IOB AJITOPUTMA. B

Y

Lighting applying

5. Amanranus aJropuTMoOB JJIsi KaapoBoro rpada.

5.1. Meron MaTpunbl HECKOJbBKUX OTPa*KEeHUIA.
JlaHHbBII METOJ, YIPOIIAeT WHTEPAIUIO BBIYNACIEHUS TJI00aJIb-

HOT'O OCBEINEHUsI B KAJIPOBBIN rpad MO CpaBHEHUIO ¢ H6A30BBIM Puc. 1. Hoxrpad BBIMHCTEHHS OCBeIIeHMs

aJITOPUTMOM U3JIy4aTeIbHOCTH, TAK KAK OH TpeOyeT e IMHCTBEH- METO/IOM MATDHIIBI HECKOJILKUX OTDPAKCHHA.

HOI'0O YMHOKEHUS MaTPUIIbl Ha BEKTOD. E — BEKTOp MEPBUYHOIO OCBEIEHUS,
CoOoTBeTCTBEHHO, JIJIs JAHHOTO METO/Ia HYKHBI TOJIBKO JIBA B — BEKTOp BTOPUYHOI'O OCBEIIIEHUST

BPEMEHHBIX pecypca: F/ — BEKTOP CBETUMOCTH IOJUTOHOB, KO- . . ' . . .
p N pecyp p . ’ Fig. 1. Subgraph for multi-reflection method of

TOPBIN CyIIECTBYET OT BBITHCJIEHUS TeHell /10 BBIUUCIEHUS IVI0- global illumination computation

6aJILHOTO OCBEITeHNUsT; B — BeKTOp PUHATHHOTO OCBEIEHNUS, KO- E — direct lighting vector

TOPBI CO3/1AETCs B €IMHCTBEHHOM y3JI€ aJI'OPUTMAa U CYIIEeCTBY- B — indirect lighting vector

eT JI0 KOHIA IPUMEHEHHUsI OCBeleHns K crieHe (puc. 1).
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5.2. Merop, jiokajbHO#I MaTPUIbl. JTOT aJrOPUTM J00AB/ISET HECKOJIHKO HOBBIX ITAIlOB B rpad, KO-
TOPBIE CTAHOBSTCSI aKTUBHBI TOJILKO IIPU JIBUKEHUH KaMepbl, TeM He MeHee UX HeOOXOJIMMO YUYeCTb JJIsl OIEHKHU
[MIKOBOI HAIPY3KHU HA CHCTEMY AJUIOKAIMN TAMSITH.

st obHOBIIEHUsT MATPHUITBI (POPM-(DAKTOPOB, TOMUMO HCXOIHBIX CTOJIONA U CTPOKU (HOPM-(DAKTOPOB IJIs
J106aBJISIEMOTO TIOJIUTOHA, HEOOXOJIMMO BBIYUACIUTE (POPM-(PAKTOPHI JJisi BTOPOTO W TPETHEro IepeoTParKEeHUi
cBeTa (9TH YK€ KOMIIOHEHTHI B HESIBHOM BHUJIE COJIEPKAT TIOCJIEIYIONIIE ePEOTPAIKEHNUs):

ge = fec((fro ) fe),
gr = fre((froC)fe),
gé = L'multi e,
9r = Gr Fonulti,

rjie CHMBOJIOM o 0603HavYeHO mpoussejenue Anamapa, f. — BeKTOp-cTosGer (HGOpM-(DAKTOPOB HOBOIO IMTOJIATO-

Ha, f. — BeKTOp-CTpoKa (POpM-(PAKTOPOB HOBOTO IOJIMTOHA, ¢ — IIBET HOBOrO moJyimroHa, C' — BEKTOD IBETOB

MTOJIUTOHOB, ¢. — BEKTOP-CTOJI0eI] (hOpM-(DAKTOPOB JIjisi BTOPOTO MEPEOTPAYKEHUs, g, — BEKTOP-CTPOKa (HOpM-

baxTOpOB I BTOPOTO NEpeoTpazkeHns, g, — BEKTOP-cToJ6er (hopM-haKTOPOB JJIST TPETHETO TEPEOTPAKEHNS,

g, — BEKTOP-CTPOKa (hOpM-(DaKTOPOB JJist TPETHErO [EePEOTPAKEeHUsT, Fiyylt;i — MATPHIA HECKOJIBKUX OTPazKeHHU.
QunanbHasg MaTpUIA HopM-DaAKTOPOB BBIMHUCISIETCS IO POPMYJIe

/

ot = Froutei + (90 + ge + fo) (90 + 90 + fr) -

ITocnemauit aTan — camblit TpeOOBATEIBHBIN K pecypcaM, TaK KaK COAEPYKUT IIPOMEXKYTOUYHbBIN PE3YIbTAT
B BUJIe MATPUIIBI, pa3Mep KOTOPOil paBeH pasdmepy Marpuilbl (hopM-hakTopoB. s MUHUMU3AIMH KOJTUIECTBA
noTpeb/igeMoil TaMATH U Oepaluil YTeHUs /3a0uCu B TJI0BAIBHYIO HaMATh IPaQUIECKOro Iponeccopa Bes I10-
caienHsist bOpMyJIa JIOJIPKHA ObITh BBIYUCJIEHA B €IUHOM y3ie rpada (puc. 2).

Taxoit 110/1X0/1 IO3BOJISIET YBEJIMYUTH HOTPEOIAEMYI0 TaMaTh HAa 6 BeKTOPOB pasmepa N, KOTOpble HeOD-
XOJUMBI J1jist OOHOBJICHUS MaTPUIBl (POPM-(DAKTOPOB.

Form-factors f., fr Form-factors f., fr
loading into GPU VRAM loading into GPU VRAM
f”' fC fT f(;
Form-factor computation f | Form-factor computation f
for the second for the second
bounce gc, gr bounce gc, gr
gr ge
f T f c f T g ” g c f c
Form-factors computation Form-factor computation
for the third 9e for the second and the
bounce g, g, third bounces g, g
9r ge 97 g¢
Form-factors matrix Form-factors matrix
update qulti upda'te qulti
Puc. 2. Iloarpad obHOBIEHUST JTOKATBLHOIT Puc. 3. OnrumuznpoBanubIii moarpad 0OHOBIEHUS
MaTPHITLI JIOKQJIbHOM MaTPUITHI

Fig. 2. Local matrix update subgraph Fig. 3. Optimized local matrix update subgraph
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ITepepacupe iesius onepanuy MeXK/1y [OCJIeTHAM maroM (puc. 3) — oGHOBJIEHHEM MATPUIIBL U BEIYUCIEHUEM
BEKTOPOB JIJIsT TPETHETO TePEOTPAXKEHUs, TTOJIYIUM CJIeIyIomne (hopMyJIbl:

1

9e = Frui 9o+ 9o = (qulti + I) Ges

97/«/ = grEnulti + gr = gr (qulti + I) 3

/

multi = Fmulti + (gg + fe) (g;/ + fr)-

rHaHHaH orepalysi 1103BOJIsAeT COKPaTUTh HaMATb, HOTpe6.HHeI\/IyIO METOI0M, J0 YeThbIpeX BEKTOPOB pa3-

Mmepa N. B obmiem ciiydae MPUMEHHTH TaKyH ONTHUMU3AIMIO JJIsi OObeJNHEHNsl 3HAUEHU g U f. Heb3s1, Tak

KaK [PU YMHOXKEHNN MaTPUIILI HA BEKTOP KaXK7asi pabodas rpymia rpaduaecKoro mporeccopa JT0KHA UMETh

JIOCTYII KO BCEMY BEKTODY fe.

O6i1ree oTpedaeHNe MaMATH METOJAMHU BBIYUCTIE-
HUsI TJIO0AJIBHOTO OCBEIEHUST MOYKHO COKPATHTD, BBITTOJI-
Hslsl Y3JIBL JIjI OOHOBJICHUS JIOKAJTBLHOW MATPUIILI JI0 BbI-
YUCJIEHUsI TEPBUYHOIO U TJIODAJIBHOIO OCBEIIEHUSI Me-
TOJIOM MATPUILI HECKOJIBKUX OTParKeHUil, TOra BpeMsi
JKU3HU BEKTOPOB f¢, fr, gi, g/ u BekTOpOB E, B He nepe-
CEKaeTCsl U IMaMATh MOXKET OBITh IIEePEUCIIOIb30BaHA, T.€.
CyMMapHOe MoTpebJIeHne BPEMEHHON MaMsITH MEeTOJaMU
r71006aJIbHOTO OCBeleHus: Oy/IeT PaBHO pa3Mepy JeThIPex
N-KOMITIOHEHTHBIX BEKTOPOB.

5.3. MeTosm TeMIIOPAJIBHON WM3JIyYaTeJbHO-
ctu. MeTosn TeMIOpabHON H3JIy9IaTeNTbHOCTH, KAaK |
MHOTHUE JIDYIUE METOJIbI, HCIIOIb3YIONUe TEKCTYPLL U Oy-
depnr [13, 26, 27|, Tpebyer xpaHeHUs: 0GOMX DPECYPCOB
HA TPOTSI’KEHUM BCEr0 BPEMEHW pabOTBI, XOTS TOJBKO
OJIMH U3 HUX OCTAETCs AKTUBHBIM OOJIBILYIO 9acTh BpPE-
menu (puc. 4). TTomumo 3TOTO, METON TpebyeT mocTpoe-
HUAS aanac-TabauIl u3 MaTpuIlbl popM-paKTOPOB IPHU ee
obuosenun. CoryiacHO MeTO/y, UPEIJIOKEeHHOMY B [28],
HOCTPOEHUE AJIUAC-TAOUIBI MOKET OBITH OCYIIECTBJICHO
663 UCIIO/Ib30BaHMUS JIOTTOJHUTETHHON BPEMEHHOH IaMsATH
rpaduIecKoro mpoIeccopa.

Frame f — 1 ‘

Direct illumination
B! computation

| B

Indirect illumination

computation Bf
|
’ Lighting applying BY

’ Frame f 4+ 1

Puc. 4. Iloarpad BbIYMC/IEHUsT OCBEIIEHUST METOIOM
TeMIIopasILbHOil n3yuarensuocTn. Bekropsr B~ u BY
WCIIOJIL3YIOTCS B OJIHOM W TOW 2Ke BepIInHE

Fig. 4. Subgraph for temporal radiosity method of
global illumination computation. Vectors B'~! and Bf
are used in the same node

Tak kak OJIUH U3 JABYX 6ycbep013 C ocBenmeHueM NIpeablaAyIIero KaJapa HEe aKTHBEH Ha IIPDOTAXKEHHNUN BCE-

ro KaJipa, KPOMe BBIIIOJTHEHHs y3Jia /Il OOHOBJIEHUS TEMIIOPAJIBHON W3JIydYaTeIbHOCTH, aMATh, KOTOPYIO OH

3aHIMAET, MOXKET OBITH IIE€PEUCIIOIH30BAHA Y3JIaMU, OOHOBJISIONIIMEI MATPUILy (HOPM-(PAKTOPOB I METO/IA JIO-

KaybHOi Marpunel (puc. 5). IIpu srom BTOpPOi Gydep HEMb3sl HCIOJIL30BATL CXOKUM 00pPa30M, TaK KaK ero

=1 ' 77 '

2 o o g | | o
3 S g o | | o
1. 5 1 | B
S S — | £ 3
= . | . | | |
= o | | | | | o

I IT II1 IV \Y VI VII VIIT IX

Puc. 5. Pacnipeiesienne mamMsiTi B CHCTEMe BBIYHUC/IEHUsI IIT00AJBLHOTO OcBemteHusi. | — Hagaso kaapa, I — zarpyska
dopm-dbaxTopos, 111 — BEramCIEHNE §o U Gr, IV — BBIMHCICHTE g ¥ g, , V — OOHOBJICHNE MATPHILI (hOpM-PaKTOPOB,
VI — Bbrunciienne nepBuaHOro oceerenust, VII — Berancienne Bropuwanoro ocserenusi, VIII — npumenenne

ocsemenus, IX — KoHeI[ Kajpa

Fig. 5. Memory distribution in the global illumination computation system. I — begin of the frame, II — form-factors
uploading, III — calculation of g. and g,, IV — calculation of ¢ and g,/, V — form-factors matrix update, VI — direct
lighting calculation, VII — indirect lighting calculation, VIII — lighting applying, IX — end of the frame
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Form-factors f., fr
loading into GPU VRAM

fr Jfe

Frame f — 1

N

Direct illumination

_ Form-factor computation
computation for the second
E bounce gc, gr

A,
Indirect illumination
computation B

gr< >gc fe

Form-factor computation
for the second and the
1

third bounces g/, g

gr <‘ ) g:

Form-factors matrix
update Fiuiti

Bf

Y

‘ Lighting applying

‘ Frame f 4+ 1

Puc. 6. Urorossrit noarpad cucreMbl BHIYUCIEHNS TVIOOATIBHOTO OCBEICHIS

Fig. 6. Final global illumination system subgraph

JlaHHBIE Oy/IyT WCIOJIb30BaHbl B (DUHAJBHOM y3jie rpada, IPUMEHSIONEM OCBeIleHre K CiieHe. B urore meros
MaTPUIBI HECKOJIBKUX OTPaXKEHUil 106aBisieT K I0TPeOIEHNI0O BPDEMEHHOI maMaTu elre oauH [N -KOMIIOHEHTHBII
BEKTOD.

[Tabsron ncmob30BaHUs MaMsITH TOKa3aH Ha puc. 5. Torossril moarpad s BcexX y3JI0B, yIaCTBYOMUX
B BBIYHCJIEHUU TJIOOAJIBHOTO OCBEINEHNsI, IIPEJICTaBJIEH Ha cxeMe puc. 6.

6. dKcnepuMeHTaIbHOE uccijaeaoBanmue. [Iposepka noTpebieHns IaMATH IPUJIOXKEHUEM, UCIIOJIb3YIO-
UM apXUTEKTYPY KaJpoBoro rpada, mpoBogmiack Ha cienax Crytek Sponza, Cornell Box ¢ kybamu u Cornell
Box ¢ apakonom (puc. 7).

PesympraTsr 3amepoB moTpebsieHunsT TaMATH TIPEICTaBICHBI B TaO . 1.

[Ipu ykazaHHBIX KOJMIECTBAX MOJIUTOHOB, YIACTBYIOIUX B BBIUYACIECHUSX, BpEMEHHAs TAMSATh, IOTPedIIsIe-
Masl CHCTEMOil IJI00aJIbHOTO OCBEIEHNSs, TTOJIHOCTBIO ITEPEUCIIOIb3YEeTCs APYTUME CUCTEMAMU, Pean30BaHHBIMI
B TECTOBOM IIPHUJIOYKEHUH.

Taxkzke GbLIO IIPOBEJIEHO CPABHEHUE [IPEJJIOKEHHBIX MeTo0B u3irydarenbaoctu u RTXGI (Bemymumit meTos
Ha JAHHBI MoMeHT) (puc. 8). CpaBHEHHe II0KA3bIBAET UX PA3JIMYHsi B CKOPOCTH PabOTHI, MOTPEOICHNH HaMsi-
T u TouHocTu ocBemlenust. RTXGI, ocHOBaHHBIN Ha anmapaTHONl TPACCUPOBKE JIydeii, 00ecieurnBaeT BICOKYIO

a)

Puc. 7. Tecrossie cuenst: a) CornellBox ¢ ky6amu; b) CornellBox ¢ npakonowm; ¢) Crytek Sponza

Fig. 7. Test scenes: a) CornellBox with cubes; b) CornellBox with a dragon; ¢) Crytek Sponza


https://road.issn.org/

BBIYUCJIUTEJIBHBIE METOOBI 1 ITIPOTPAMMIPOBAHUE / NUMERICAL METHODS AND PROGRAMMING 107 a
2025, 26 (2), 99-110. doi 10.26089/NumMet.v26r207

Ta6usmia 1. [Torpebiaenne BpeMeHHON MaMSITH JJIsl TECTOBBIX CIIEH

Table 1. Temporary memory consumption for test scenes

Scene Polygons count Non-aliased memory, MB Proposed method, MB
CornellBox with cubes 1736 0.24 0.13
Crytek Sponza 262267 36 20
Cornell Box with dragon 871414 119.7 66.5
Cornell Box with dragon (5 instances) 4357070 598 332

a) b) c)

Puc. 8. CpaBrenne n306pazkeHuii: a) MeTOJ usaydareabaoctu; b) sranon; ¢) RTXGI

Fig. 8. Image comparison: a) radiosity method; b) reference; ¢) RTXGI

Tabauna 2. Cpasuenne ¢ RTXGI na cuene Crytek Sponza
Table 2. Comparison with RTXGI on Crytek Sponza scene

Method Time, ms Accuracy, SSIM Memory consumption, MB
RTXGI 0.61 0.66 129
Radiosity base method 12.01 0.74 12
Temporal radiosity 0.08 0.73 36
Temporal radiosity + Memory aliasing 0.08 0.73 20
(Proposed method)

rubKOCTh U HOJJIEPKUBAET JUHAMUYECKNE N3MEHEHUs F€OMeTPHUH, HO TPeOyeT 3HAYNTENbHBIX BBIYUCIUTEIbHBIX
pecypcoB. Pesynbrarsr TectoB Ha criene Crytek Sponza mokazansr B Tabir. 2. [IpetoykeHHbIe aIaTaIld METO-
noB m3iydarenbrocTu mnpeocxoisaT meron RTXGI B TounocTn, ckopoctu paboThl U MOTPEOIEHUN BPEMEHHON
namsiti, Ho 1pu 3roM Meroa RTXGI nosBossier juHaMudecku MeHATh 3D-clieHy BO BpeMsi BU3YAJIM3aIliH.

7. 3akJiouenue. [Ipeioxkena cxema WHTETPAIMN METO/A U3JIYyJIaTE]bHOCTA B aPXUTEKTYPY KaPOBOTO
rpada, MO3BOJISONAsT MUHIMU3UPOBATH 3aTPATHI AMSITH U BBIYACIEHUN IIPU pacuere rjI00aJIbHOIO OCBEIEHNsI.
OcCHOBHOE BHUMAaHUE YJEJEHO METO/IaM MATPHUIbI HECKOJbKUX OTPAYKEHUH, JJOKAJIBHON MATPHUIILI M TEMIIOPAJIb-
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