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AHHOTaumMs
B paHHOM cTaTbe paccmaTpuBaeTca npuMmeHeHue rpadudeckmnx  3D-
yckopuTenen ansa 6bICTPON peanucTUYHOW BU3yanusaumu ¢ Ka4yeCTBOM, Makcu-
ManbHO MPUBMAMKEHHBIM K METOAY TPaccUpoBKU Nny4ven. Anroputmel Gbinn pas-
paboTaHbl N NCNOMb30BaHbI A5 NPOBEAEHNSA MHTEPaKTVBHBIX 4EMOHCTPaLUiA B
COBPEMEHHbIX MPe3eHTaLMOHHbIX KOMMIEeKCax.

Abstract
This article describes application of graphics accelerators for fast realistic
rendering of scenes with the quality maximally close to the results of ray tracing
method. The solution was used for organization of interactive demonstration in
the modern presentation systems.

1. BBeageHue.

CoBpeMeHHble Npe3eHTaLMOHHbIE CUCTEMbI XapakTepu3yTcs, Npexae Bee-
ro, 6onbWNM 3KpaHOM (U Jaxe HEeCKONbKUMU akpaHamu). Takum obpasom, kaap,
BbIBOAUMBIA Ha 3KpaH MpPe3eHTaLMOHHOro Kommnekca, o6blYHO MMeeT cylie-
CTBEHHO BonbLUMe pa3mepbl, YeM paspeLleHne TUNMYHoro moHmTopa. Kak cnea-
CTBWE, Takne KOMMMEKCbl OObIMHO YyNpaBnslTCA HE OOHUM KOMMbIOTEPOM, MOLLL-
HOCTM KOTOPOro, Kak MpaBuIio, He XBaTaeT Ans reHepauuu KagpoB BbICOKOrO
paspelleHns, a CMCTEMOM KOMMbIOTEPOB, CBS3AHHbLIX JTOKanbHOW CeTbio, rae
KaXabl U3 KOMMNbIOTEPOB YYaCTBYET B pacyeTe TOMbKO TOW o6nactu pesynbTu-
pytoLLero Kagpa, 3a KOTOpyto OH OTBeYaeT.

Kpome TOro, coBpeMeHHble npe3eHTaunoHHbIE KOMMMeKchl obnagalT BO3-
MOXHOCTbIO MOKa3a TPEXMEPHbIX CTEPEeOn300paKeHUN, rae Kaxabli Kaap reHe-
pupyeTcs Anst NeBoro rnasa u Ans npa.oro rnasa otaensHo (06biMHO 3putenu
MCMONb3YyT ChneunanbHble CTepeo OYKM AMNS MpocMoTpa CTepeokazpoB Ha
6onblwom akpaHe). Takum obpas3om, TpeboBaHUA K BbIMMCIIUTENBHBIM BO3MOX-
HOCTSIM CUCTEMbl KOMMbLIOTEPOB, YNPaBNSAOLWEN npe3eHTauuen, Bo3pacTaloT
OOMNONHMTENbLHO B ABa pasa.



2. MNpe3eHTauMoOHHbIW Komnnekc Terminal V.

OgHuMM 13 NpPUMEPOB MpPe3eHTaAUMOHHOW CUCTEMbl SBNAETCS KOMMIIEKC
Terminal V (puc. 1), Haxogswmmnca B ABCTPUM M onucaHHbln Ha cante [1]. OH
npeacraensiet cobon AEMOHCTPAUMOHHBIA 3amn CO 3pUTENbHbIMU MecTamu, 06-
paLLeHHbIMU K TPEM COeQUHEHHbIM 3KpaHam, cToawmmM nog yrnom B 120 rpagy-
COB — (hpOHTanNbLHOMY, JIEBOMY 1 NPaBOMY.

Puc. 1. Cxema komnnekca Terminal V.

OTOT KOMMMEKC yNpaBnseTcs CUCTEMON U3 CEMU KOMMNbIOTEPOB, 00beANHEH-
HblX B foOKanbHyl ceTb. [IBa M3 HMX ynpaBnsioT BbIBOAOM CTepeokagpa Ha
PpPOHTanNbHbLIN IKPaH: NepBbI KOMMNbIOTEP BbIBOAMT NPaBblii KaHan cTepeokaapa
(PpOHTaNbLHOro aKkpaHa, BTOPON — neBbir KaHan ctepeokagpa. COOTBETCTBEHHO,
ABa cneayloLmx KOMMNboTepa BbIBOAAT CTEpeokaap Ha NeBbIN 3KpaH, 1 elle ABa
— Ha npaBbin. Bce 3T WwWecTb cepBepHbIX KOMMbIOTEPOB, BbIBOASALLME M306pa-
XKEHWNSI Ha 3KpaHbl KOMMIEeKca, ynpaBnsAloTCA OCHOBHbLIM KOMMbIOTEPOM («MacTe-
POM»), MOAKMIOYEHHBLIM K OBBbIMHOMY MOHUTOPY, KOTOPbLIN ABASETCA MECTOM one-
paTopa npe3eHTauMOHHOro Komnsekca. Takum obpasom, cuctema npegHasHa-
YeHa ONs Mokasa MPOTSHKEHHbIX NMaHOPaMHbIX CTEPeOoKadpoB, rAe Kaxabl pe-
3yNbTUPYIOLLMIA CTEPEOKaAp COCTOUT M3 Tpex YacTew (NeBbli, NpaBbii U POH-
TanbHbIN 3KpaHbl). CucTema ynpaenseTcs onepaTtopoM C NOMOLLbIO KOMMbOTepa
C 0BbIYHLIM MOHUTOPOM.

MporpamMmHBIA KOMMNEKC peanucTUYHON Bu3dyanu3aumu Inspirer2 [2], paspa-
6oTaHHbI B MIHCTUTYTE npuknagHon matematukm um. M.B.Kengbeiwa PAH, nos-
BONsAeT PM3NYECKMN aKKypaTHO paccyMTbiBaTb peanmcTnyHble N306paxeHus mo-
Aenen TpexmepHbix cueH. OH Bbin Takke aganTMpOBaH NO Mpe3eHTaLNOHHbLIN
komnnekc Terminal V.



Ba3oBbiM MeTOAOM reHepauum nsobpaxeHuin AsnseTca obpaTtHas geTepmu-
HUCTMYeCKas TpaccupoBKa fyvei. OTOT TOYHbIA MEeToA AOCTAaTOYHO pecypcoe-
MOK W He MO3BOMSET BM3yanusnpoBaTtb CLEHbl B PeXUMe pearnibHOro BpeMeHM!,
HeobxoAMMOro Ans nposefdeHns npeseHTaumn. Moatomy AnA BM3yanusaumun B
peanbHom BpeMeHu 6bina BeibpaHa nnatgopma OpenGL B kavecTBe 6a3oBoro
YPOBHA BM3yanu3auuun. AnnapaTtHasa nogaepxka Busyanmsauum vepes OpenGL
ABMNAETCS Ype3Bbl4anHO ObICTPOW Aaxe ANA NepcoHanbHbIX KOMNbOTEPOB Gna-
rogaps MHAYCTpuM KoMmnbioTepHbix urp [3]. Takum obpasom, Bo3HUKaeT 3agava
caenatb, 4Tobbl ObicTpas OpenGL Bu3yanusaumsi MakcMmarnbHO BO3MOXHO COB-
napana c Busyanuaaumen npy NoMoLLM TPACCUPOBKN ITyHen.

3. ATpubyTbl NOBEPXHOCTU U UHTEPNONALMA TEKCTYPbI.

Komnnekc Inspirer2 ona obecnedeHns pmanyeckn akkypaTtHOro Moaenupo-
BaHWSA pacrnpocTpaHeHns CBeTa W CO3[4aHWs peanmncTUYHbIX U30bpaxxeHui noa-
AepXuBaeT crnegywlowme onTuyeckme aTpubyTel noBepxHocTu: auddysHoe oT-
paxeHue, 3epkanbHoe oTpaxeHue, Anddy3Hoe NponyckaHue, 3epkanbHoe npo-
nyckaHue, camocBeyeHne (M3ny4yeHne CBETOBOW 3HEPrun reoMeTpuyecknm obb-
eKTOM cueHbl). Bce atn atpmbyThl, kpome anddy3HOro nponyckaHus, nopaep-
xuBatotca OpenGL. LiBeT ans kaxgoro atpmbyTta MOXeT ObITb Kak OAHOPOAHbIM,
TaK 1 3afaHHbIM TEKCTYPOW.

Kpome nepeyvncneHHoro KoMnneke no3sonseT co3aaBaTb NpaBunbHble N306-
PaXeHUst ONTUYECKN CMOXHbIX MaTepnanos, 3a4aHHbIX C MOMOLLbIO ABYHanpas-
NEHHbIX (YHKUUIA oTpaxeHusi/nponyckanua (OOO/OPI) B Hanbonee obuiem
TabnuyHoM npefcTaBneHnn. 3TO MO3BOMNSAET MOMYYUTb KOPPEKTHble n3obpae-
HUA ANS, HanpuMep, CIOXHbIX KOMMOHEHTHbIX aBTOMOOMMbHLIX Kpacok. [Mpu
ncnonb3oBaHnm OpenGL Buayanusaumm ObINO pelweHo UCnonb3oBaTb 3TU
YHKLUMM NOCpeacTBOM cdpepmnyeckux TekeTyp [2].

LiBeT TekcTypupoBaHHOM MOBEPXHOCTU Bbluucnaetca B OpenGL 4epes
mipmaps — psag n3obpaxeHun TEKCTypbl C pa3peLleHneM Kaxaoro criegyroLlero
n3obpaxeHnsa B 2 pasa MeHblUue npeabigyLiero. B 3aBMCMMOCTU OT pacCTOsHWS
[0 Kamepbl, 0TOBpaXeHWs TEKCTypbl N paspeLleHns pUCcyemMoro nsobpaxeHus,
noabupalTcs 2 n3obpaxeHuss TEKCTYPbl C GOMbLUMM N MEHBLUUM pa3peLleHnem,
NpOun3BOANTCH MHTEPNONAUMSA Mexay 4 NUKCenamu B KaxKOoM M300paeHuu, a
3aTeM - Mexay ABYMS BblYMCIIEHHBIMU MUKCENsaMKU. Takomn xe anroputm npume-
HAeTCA U ANA MeToAa TPaCCUPOBKU NyYen.

4. IcToOYHUKM cBeTa.

Mpu BM3yanusaumm TpaccupoBKOW nyyen B Inspirer2 ncnonb3yTca TOYEYHbIN,
KOHUYECKWIA, NapannernbHbIi 1 NoLaaHON UCTOYHUKM CBETa, a Takke OcBeLle-
Hue oT Heba ¢ conHueMm. Takke, TOYEYHbIN U KOHUYECKUIA UCTOYHUK MOTYT UMETb
roHnogmarpammy csedeHus. [py 3TOM cuna MCTOYHMKA CBeTa 3ajaeTcsi Heno-
CpPeACTBEHHO Kak CBETOBOW MOTOK OT HEro.

OpenGL HaknagbiBaeT CBOM OrpaHMYEHUs1 HA UCMONb30BaHNE WUCTOYHWUKOB
cBeTa. [oHMorpamma He noggdepxuBaetcs B OpenGL u, cnepgoBaTtenbHo, He
MOXeT ObITb ucnonb3oBaHa npu OpenGL Busyanusauuu. lMNnowagHble UCTOYHU-
KN OCBelleHus Takke He nopaepxmeatotcs B OpenGL. Cuna ncrtoyHuka ceeTa,



3apaBaemMasi B OpenGL B gnanasoHe oT 0 go 1, nepecuntbiBaeTcs no opmyne,
obecneynBartoLLelt Takow e LBET MOBEPXHOCTM, YTO 1 NPU TPacCUpOBKe Ny4yeil.

5. Mogenb ocBeLyeHus.

Inspirer2 nopaepxuBaeT U3NYECKM NPABUIbHYKD MOLENb OCBELLEHUS.
OnddysHoe oTpaxeHMe u MNponyckaHWe paccevBaloT najarollee UsnyveHue
cornacHo 3akoHy JlambepTa, ApKOCTb pacceuBaloLlell MOBEPXHOCTU OAMHAKOBa
BO BCEX HamnpaBIeHNsIX 1 NPOMopLMOHanbHa OCBELLEHHOCTU NOBEPXHOCTU. 3ep-
KanbHO OTPaXKEHHOE M3NyYyeHne paccemBaeTcsi B 3aBUCMMOCTU OT KoadmLmeH-
Ta rMSHUEBOCTM NOBEPXHOCTU. B komnbloTepHOW rpaduke UCnonb3ylTcs ABe
MOZENM rMsHUEBOro oTpaxeHus ncrtodHmka ceeta. Open GL ucnonbeayet Blinn-
Phong shading model [4], Torga kak meToa TpaccupoBKK Ny4ven 0BbIYHO MCNOfb-
syeT Phong shading model [5]. ins Toro 4tobbl pe3ynbTaThl BU3yanu3auun 6bl-
N oauHakoBbl Obina obecneyeHa BO3MOXHOCTb Mcronb3oBaHus Blinn-Phong
shading model n ans meToaa TpaccMpoBKU Ny4ven.

6. MpeobpazoBaHue APKOCTU B LIBET MOHMTOpA.

MeTon TpaccupoBku nyyen B Inspirer2 BbluMCNAET DUINYECKYIO APKOCTb
nukcenenl n Mcrnonb3yeT OBYXCTyNeH4yatoe npeobpasoBaHue SIPKOCTU B LBET
MoHuTOpa. CHayana npuMEHsIeTCH KpuBas YyBCTBUTENbHOCTU 4EIT0BEYECKOro
rnasa (3To ctaHgapTHas KpuBas MexayHapoaHOW KOMUCCHM MO ocBeLleHuto [6]),
a 3aTeM KpuBasi OTKIIMKa MOHUTOPA.

Busyanusaums Open GL He paboTaeT ¢ pmanyeckumm SpkocTamu, a uBeT
NUKCensi BblYNCNSAETCA Kak CymMa MpOM3BEAEHUN LBeTa MUCTOYHMKa cBeTa (B
AvnanasoHe [0 — 1]), ¢ yueToM ocnabneHus B 3aBUCUMOCTU OT PacCTOSHMA 1 aT-
pubyTtoB noeepxHocTW. [ns conocTtaBneHus pesynstatoB OpenGL u meTtoaa
TPacCUpPOBKU fyyel B MOCNEAHEM MPUMEHSANOCh NUHEWHoe npeobpas3oBaHue
APKOCTW NUKCENS B LIBET MOHMTOPA.

7. PesynbTarthbl.

PeSyJ'IbTaTbI NPUMEHEHHbIX METOAOB NoKasaHbl Ha puc. 2 n 3.

Puc. 2. ABToMobu1nb, OKpaLLeHHbI Kpackon, 3agaHHow ¢ nomoulbto [P0, B cLeHe ¢
HDRI ocBelueHnem n (ooHOM
(OpenGL Bu3yanusaumsa cnesa 1 TpaccMpoBKa fydei cnpasa).
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Puc. 3. CanoH aBTOMOGWNS!, OCBELLEHHbI ABYMS TO4EYHBIMU UCTOYHUKaMK CBETa
(OpenGL Bu3yanusauus crneBa v TpaccuMpoBKa fyveii cnpasa).

B pesynbTate paspaboTaHHbIX anropuTMOB KOMMMekc Inspirer2 nossonset
reHepvpoBaTb BMOMHE peanucTUyHble M300paXeHns C NOMOLLBIO annapaTHbIX
yckoputenen OpenGL. 3To obecneunno BO3MOXHOCTb NPOBEAEHNS KavyeCTBEH-
HbIX WHTEPaKTUBHbIX CTEpeo AEeMOHCTpauuMin Ha LwWTaTtHOM obopyaoBaHun
Terminal V [7].

PaboTa nopgaepxaHa rpaHtom PO®U Ne 11-01-00870 n cpmpmotii Integra Inc.
(AnoHus).
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