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B paGote npeaJioskeHa TeXHOJIOTHs MOATOTOBKH MYJbTHTEKCTYP ¢ NPHMMEHEHHEeM COBPEMEeHHbIX MPOrpaMMHBIX
CPe/CTB, BKJIKYAKIIAS 0AT0TOBKY KAUeCTBEHHON TEKCTYPHON pa3sBepTKH 00beKTa, 1eTAJM3UPOBAHHOM KapThl
HopMaJiell 1 1P PY3HOH TeKCTYPbI 00bEKTA € «3alle4YeHHbIMW» MATKMMH TEHSIMU OT OKPYKal0LIero OCBeLeHusl.
Takske B padoTe NpeAsIoKeH MeTO peaIn3alii MYJIbTUTEKCTYPUPOBAHUA B PAMKAX TEXHOJIOTHH CMEIIUBAHUS
Blend-mynbTumartepuaioB, npumensiemoii B cucreme 3ds Max. IIpemiokeHHasi TEXHOJIOTHs, MeTOIbI H
AJITOPUTMBI OBLIM YCIIEIIHO anpo0upoBaHbl B cucreMe Busyaqmusanuu GLView, paspadorannoii B ®I'Y OHIL
HUHNCH PAH.
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The paper presents a technology for preparing multitextures using modern software, including preparing a
quality texture unwrapping, a detailed normal map and a diffuse texture with "baked" soft shadows from
ambient lighting. Also, a method for multitexturing implementation within the Blend-multimaterial technology
used in the 3ds Max system is proposed. The proposed technology, methods and algorithms were successfully
tested in GLView visualization system developed in SRISA RAS.
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Beenenne

B MMHUTaIMOHHO-TPEHAXKEPHBIX KOMIUIEKCAX YIIPABJICHUS CIOKHBIMH JUHAMHUYCCKUMH CUCTEMaMH U B CHCTEMax
BUPTYaJIBHOTO OKPY)KEHUS BAXKHOE 3HAYCHHUE MUMEET BHICOKO PEAMCTUUCCKAs BU3yalU3allisl 0ObEKTOB M OKPYIKAIOIIEH
00CcTaHOBKM B MaciuTade peajsbHOro BpeMeHH. OCHOBHBIMH HHCTPYMEHTAMHU Ui PEUICHUS JTON 3aadyd SIBJISIOTCS
JleTallbHasE TEOMETPHUSI TPEXMEPHBIX MOJIENEH, PeaTiuCTHYHbIC TEKCTYpPhl U KAaueCTBEHHAs BU3yauln3alus (PEHICPHHT).
OTH COCTaBJISIONINE, TEM HE MEHee, BXOJST B MPOTUBOPEYHE C HEOOXOMUMOCTHIO OOECIevnuTh MacuiTad pearbHOro
BPEMEHH BU3YaJHM3al[iH, TAK KaK, YeM CIOXKHEEe MOJEIb WIH €€ TEeKCTYpPbI, TeM OOJIbllie BPEMEHH YXOAUT Ha CHHTE3 e
n3o6pakerus. OHUM U3 METO/IOB HOBBIIIEHHS 3()(HEKTUBHOCTH PEHAEPUHTA SBJISETCS MYJIbTUTEKCTYPUPOBAHKE, IPU
KOTOPOM Ha OJIHY M Ty XK€ MOBEPXHOCTh O0BEKTAa HAKIIAJBIBAIOTCS OJHOBPEMEHHO HECKOJBbKO TEKCTYpP, CMEIIUBAsICh
JPYr C JpyroM u o0pasys MpU 3TOM YHUKAIbHBIH PUCYHOK MOBEPXHOCTH. DTO MO3BOJISET CYIIECTBEHHO MOBBICHUTH
PEATUCTUYHOCTD CHHTE3UPYEMBIX H300PKCHHN TPEXMEPHOW BUPTYaJbHON CIICHBI NMPH CPABHUTEIHHO HEOOJBIINX
BBIYMCIIUTEIBHBIX 3aTparax. TEeXHOJIOTHS MYJIbTUTEKCTYPHPOBAaHHUS HpW momomru pacimpenus OpenGL ommcana B
pabore [1]. B [2] mpemnoxeHa peanu3aius MyJIbTUTEKCTYpUpOBaHUS Ha s3bike TieliaepoB AGAL Bo Flash, a B pabore
[3] — peanuzanus MyJIbTHTEKCTYPHUPOBAaHMS Ha OCHOBE (hoTorpaduii OT peajbHBIX KaMep, OKPYXaroliux o00bekT. B
HacTOsIIEH paboTe MpemaraeTCs TEXHOJOTHsS IMOATOTOBKM MYJIBTHTEKCTYp C TPUMCHEHHEM COBPEMEHHBIX
MPOTrPaMMHBIX CPEICTB W pealu3alus MYJIbTHTEKCTYPUPOBaHHsS B paMKax TexHoyoruu cMmemmBanus (Blend)
MYJIbTUMATEPHAJIOB, UCIIOJIB3YyEMOM B CHCTEME TPEXMEPHOTo MoieupoBanus 3ds Max [4].

IHoaroroBka My IbTHTEKCTYP

[ToaroroBka TEKCTyp Al MYJIBTHTEKCTYpHUPOBaHHMS OOBEKTa BH3yajM3allMM BKIIOYAET J(Ba JTalla: IOJyueHHE
pa3BepTKH NMOBEPXHOCTH 00BEKTa M CO3[aHHE HEOOXOAMMOro MHOXECTBa TEKCTyp (CM. Hike). B maHHO# paboTte MBI
paccMaTpuBaeM MOJHOCTBIO MEpBBIM 3Tan, a W3 BTOPOrO dTarna — JMIIb HauOoJiee CIIOXKHBIE INaru: Cco3/aHue
JIETaTN3UPOBAHHON KapThl HOpMaslel n Audy3HOH TEKCTYpHI € «3alle9eHHBIMIY» MSATKHMHU TEHSAMH OT OKpPY’KaIOIIETO
OCBEIICHHUSI.



Ilepgwiii 3man. Ha naHHOM 3Tame cO34acTCs TEKCTYpHAas pPa3BepTKa Ha IUIOCKOCTH MOBEPXHOCTH OOBEKTa,
KOTOpast OIy4aeTcsl IPH TAKOM COBMELICHUH TOUEK MOBEPXHOCTH 00BEKTA € MIIOCKOCTHIO, IPH KOTOPOM UTHHBI JIMHUH
MEXAY TOUYKaMH N3MEHSIOTCSA HE CIMIIKOM CHIIBHO. Pe3ynbTaToM siBiseTcs UV-pa3BepTKa — COBOKYITHOCTh TEKCTYPHBIX
koopauHat (U, V) Touek GUrypsl pa3BepTKH. i MOTydeHUs] KadeCTBEHHOW TEKCTYPHOH pa3BepTKH B JaHHOI pabote
peanu3yeTcsl BEINOIHEHUE Pa CIEAYIONINX TpeOOBaHMI:

1) orcyrcTBHME B pa3BepTKe o0OmacTedl, Mo KOTOPHIM TEKCTypa HAaKJIAAbIBAeTCd Ha OOBEKT € W3JIUIIHUMHU
TeOMETPUYECKMMHU HCKXEHUSIMU (pacTshKEHHs, NMEPeKoChl W T.I.), a TaKKe C HEAOCTATOUYHOM WIIM W30BITOYHOM
JeTaan3aIuei;

2) OTCYTCTBHE «IIBOBY» (JMHHUH, COOTBETCTBYIOLIMX OJHOMY peOpy Ha OOBEKTE, HO PacIO0KEHHBIX B pa3sHbIX
MecTax TEKCTYphI) 32 UCKJIIOYEHHEM MECT €CTECTBEHHBIX «Pa3phIBOB)» MOBEPXHOCTH 00beKTa (KPOMKH, COUWICHEHUS U
ap.);

3) 3 (hexTUBHOE HCTIONIL30BAHUE TUIOIIAH TEKCTYPHI;

4) CXOJCTBO CO CTAHIAPTHBIMH PaKypcaMi, B KOTOPHIX OOBIYHO (oTorpadupyercss Wid pucyeTcs o0beKT (ITo
YIPOIIAET OTPHCOBKY TEKCTYP XYHZOKHHKOM).

Jns co3maHMsT TEKCTypHOH pa3BepTKH, OTBedalomel ATHM TpeOOBaHWSAM, B JaHHOW paboTe IpUMEHSETCS
aBTOMATHUYECKas pa3BEepTKa MW METOA «PYYHOH pPacKpOWKW», peanu3yeMble C HOMOIIb0 Moxuduratopa Unwrap
nporpammuoro nakera 3ds Max.

Ipu aBTOMaTHYECKOM pasBepTke 0ObekTa cucTeMa 3ds Max caMocTosITeNbHO pa3brUBaeT MOBEPXHOCTH 0OBEKTA Ha
YYaCTKA M PACCUUTHIBACT UV-KOOPAMHATHI MX TOYECK HA TUIOCKOCTH C TIOMOIIBIO OJHOTO M3 Tpex Mmerozos: Flatten
Mapping (pa3z6uenue Ha miockue yyactku), Normal Mapping (pasouenue Ha 6iu3kue o HopMaisim yaactku) u Unfold
Mapping (HauuHasi ¢ OAHOI rpaHH, IIOCTEIICHHO Pa3BOPAUYMUBAIOTCS BCE CMEXKHBIC TPaHK B OAUH cermeHT) [5]. daHHbIe
METOJbl TMPEJCTABISIOT COOOH KOMIPOMHCC MEXIY HWCK&KCHUSIMH HAKIaJbIBAEMOW TEKCTyphl U OONBIINM
KOJIMYECTBOM ILIBOB, BBHJY YE€ro MPUMEHSIOTCS B OCHOBHOM JUIS CO3/aHHs Pa3BEPTOK IPOCTHIX TE€OMETPUUECKUX
00BeKTOB (MMIMHApaA, Mapajuieienunena, chepbl U Ip.), a TaKKe COCTOSALNIMX M3 HHX HECIOXKHBIX 0ObekToB. Ha
pucyHke 1a n3o0paxkeHa pa3BepTKa MOJEIN KHpIIMYa, IIOCTPOSHHAs ¢ moMolpio Metona Flatten Mapping.

Jnst 00BEKTOB, MMEIOIINX CIO0XKHYIO IOBEPXHOCTH (C OOJIBIIMM KOJMYECTBOM CIVIQ)KUBAHUH, OCTPBIX YTJIOB,
yrIIyONeHuid, BRICTYNMAOMMX YacTeld W T.O.), B JaHHOW paboTe BBINONHIETCS «pYy4Has PacKpoiikay ITOBEPXHOCTH Ha
YYacTKH, KOTOpbHIC JAf0T HaMMEHbBLINE HCKAKEHUS NMPH HAIOKEHUH TEKCTYphl Ha OOBEKT. sl 3TOro ¢ MOMOUIBIO
uHCTpyMeHTa BbigeneHus pedep (Selection->Edge) cucrembr 3ds Max B Momenu 0OOBEKTa OUYEPUUBAIOTCS KYCKU
MOJMTOHAIBHBIX TIOBEPXHOCTEH, KOTOpPble HEOOXOAMMO COXPaHUTh B pa3BepTke HenbIMH. O4epuuBaHUE IIPOUCXOAUT
IIYTEM BBIJICIICHUS HA MOJCIM PCICPHBIX TOYCK, HA OCHOBEC KOTOPBIX CHUCTEMA 3ds Max CTPOMT TPACKTOPHUIO BJIOJIb
pebep monuroHoB. OTMETHM, YTO KOPPEKTHOCTh pa3OMEHMsi K MPOBEPSIETCS C MOMOLIBI0 HAJOXKEHHS Ha YYacTKH
mraxmartHoit Tekctypol (Checker). TIpu npaBuibHOM packpoiike Mojenu depHo-Oenbie KBaapaThl TekcTypbl Checker
JIOJDKHBI 110 OOJIbIIEH YacTH COXpaHsATh CBOM IPOIOPLHUH, & TaKXKe JO0JDKHBI OTCYTCTBOBATH 3aMETHBIE MCKa)KECHHS.
[Tocne BbIAENEHHS Y4YacTKOB IOBEPXHOCTH BBIMOJHIETCS pas3/ielieHHe MOJIENN Ha OT/AENbHbIE YacTH M pa3BepTKa
MOJTYYSHHBIX KYCKOB B UV-TIpOCTPaHCTBO TeKcTyphl. Ha prcyHke 10 mokasana pa3BepTka MoJenH J1e(opMUpOBaHHON
0eTOHHOM 0aJIKH, TTOCTPOESHHAs! C TIOMOIIBIO METO/1A «PYUHOH PACKPOHKM».
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a) pa3BepTKa MOJAEIH KUpIHYa ¢ 0) pa3BepTKa MozeH AehOPMUPOBAHHON OETOHHON OaJIKM ¢ TIOMOIIBIO
nomouibio Metoza Flatten Mapping «PYUYHOH pPacCKpOHKU»

Puc. 1

IIpn pyuHO# packpoiike MOAENTM BaXXHO COOJIONATH KOMIPOMHCC MEXIY OTCYTCTBHEM HCKKEHHH M KOJIMYECTBOM
Y4YaCTKOB MOBEPXHOCTH. EC/H CO31aBaTh MHOTO YYaCTKOB, Ha KOTOPBIC TEKCTYPa HAKIIAIBIBACTCS C MATBIMHA UCKAKSHHUSMU, TO
BMECTE C 3TUM IOJYYUTCS MHOTO TEKCTYPHBIX MIBOB. [Ipy MyJIbTHTEKCTYPUPOBAHKH 3TH LIBBI MOTYT HPOSIBUTHCSI, HAIPHMED, B
pe3yJibTaTe HAJIOKEHHSI HAa OOBEKT TEKCTYp B PEKUME 3alMKIMBAHUS, T.K. B OOLIEM Cllydae KaKIas TEeKCTypa IOBTOPSETCS
Helenoe 4ucio pa3. Bo m3bexaHuwe 3TOro B JaHHOW paboTe TEKCTypHash pasBepTKa SKCIOPTHUPYETCS B CIEHHAIBHYIO
nporpammayro cpeny (Autodesk MudBox [6] wmmm Substance Painter [7]), rme IIBEI BpYYHYHO 3aKpaIIABAIOTCS



HEMNOCPECTBEHHO Ha 3d-MOzeNy, a BHOCUMBIE IIPH 3TOM I[BETOBBIC M3MEHEHHUS aBTOMATHYECKH JOOABILIOTCS B TEKCTYPHYIO
Ppa3BepIKYy.

Bmopoii sman. Ha nanHOM 3Tane co31aeTCsi MHOKECTBO TEKCTYpP, HEOOXOAUMBIX IJISl MYJIbTHTEKCTYPUPOBAHUS
o0bekTa. B Hactosimeld pabote paccMarpuBaeTcs Co3laHHE HanOoliee CIOXKHBIX TEKCTYp M3 3TOTO MHOXECTBA, OT
KOTOPBIX B OOJBINEH CTENEHMW 3aBHUCHUT BHEIIHHHA BHA OOBEKTA: JCTATM3UPOBAHHON KapThl HOpManed n anpdy3HoH
TEKCTYPBI C «3aII€YCHHBIMI» MATKHUMH TEHAMH OT OKPYKAIOIIETO OCBEIICHUSL.

Co3zfaHue NIETaTU3UPOBAHHON KapThl HOpPMajici B MAaHHON paboTe BBIMONHACTCS C MOMOIIBID MOIU(HKAaTOpa
Projection u AByx moIMroHaNbHBIX MOJeJeH 00bEeKTa: HU3KOMONUIOHATIBHOM (anee - low-poly Moaens, cM. puc. 2a) u
BBICOKOTIOJIMTOHANBHOH (fanee - high-poly momens, cM. puc. 26). BHauane paccmotpum cosmanue high-poly Momenu
oObekra. JlaHHas Mozens co3naercs u3 low-poly Monenu 3a iBa mara.

Ha mepBoM 11are BBHIMONHSICTCSI CIIIaXUBaHKUE KPOMOK low-poly Mozenu ¢ momornsio Momudukatopa TurboSmooth. Io
YMOJTYaHHIO STOT MHCTPYMEHT PaBHOMEPHO YBEIMYMBAET MOJMIOHAIBHYIO JETAIN3AIMI0 MOJICIH U CIJIAKMBACT BCE KPOMKH
BMECTE € TeJIoM 00BeKTa. YTOOBI TOIYyUYHTh CIIIayKeHHBIE Kpasi, TI0 (hopMe OJIM3KHE K FCXOAHON MOAENH (CM. KPOMKH KHApPIAYA
Ha puc. 20), Ha low-poly Mozenm 3Tr Kpasi 3aKIFOYatoTCs B CHEIMATbHBIC 00MacTH («IIETI»), B KOTOPBIX TPH CTIIaKUBAaHUI
TeHepHpyeTcs: 6oJtee BBICOKast TTOMTOHATbHAS IeTAM3aIus. B nanHoi paboTe «eTm» coszatoTes B Momudukarope Editable
Pole myrem Beizesenus pebep mMomenu (nHCTpyMeHT Selection->Edge), uepes KoTopble MPOXOIUT «IIETIIs», ¥ CBS3BIBAHHS UX B
«ermioy (nHCTpyMeHT CONNect), a Tarxske ¢ TOMOIIBI0 HHCTpyMeHTa SWift Loop Geictporo cosmanmst «renmmy. OTMeTHM, 9T0
JUTSL Ka9eCTBEHHOTO CITIaKMBaHWs low-poly Mozmenmn ee Tomonorust (pa3OreHre Ha TOJIMTOHBI) JIOJDKHA OBITh pa3paboTaHa
Y4ETOM OY/IyIIEro PaclioIOKEHUS «IIETEIIbY.

Ha BrOpOM I11are B CriiaykKeHHYIO MOJENb 00BbEKTa JOOABILSIIOTCS 3JIEMEHTHI JIETATLHON I'eOMEeTpHH (OTBEPCTHSI, CKOJIBI,
Oyrpbl, BMATHHBI M T.IL) C MOMOIIBIO Makera 3dS MaX, a Takke MporpaMM TPEXMEPHOTO CKYJIBIITYPHOTO MOJETUPOBAHHS
(Pixologic ZBrush [8], Autodesk MudBox).

a) low-poly momens 0) high-poly monens B) low-poly mozens ¢ yuetom
KapTbl HOpMaseu
Puc. 2

CuHTE3 IeTaN3UPOBAHHON KapThl HOPMaJie BBITIOJIHIETCS CIEAYIOIMM 00pa3oMm:

1. B BuptyasibHOi cueHe co3naercsi low-poly mMozenb M Iyl Hee yCTaHABIMBAETCS TEKCTypHas pa3BepTKa
OJTHMM M3 OIIMCAHHBIX CIIOCOOOB MEPBOTO JTANa.

2. B ToM e MecTe BUPTYabHOM ciieHbl co3maercs high-poly Momens Toro xe o0bekTa.

3. B wmoamudukarope Projection B kauecTBe OOBEKTa, OTHOCHUTEIBHO IIOBEPXHOCTH KOTOpOro Oyner
BBINIOJIHATBCS TeHepalus («3aneKkaHue») HOpMalel, ycTaHaBinuBaeTcs low-poly Monenb, a B KadecTBe OOBEKTa, C
KOTOpOro OyaeT NPOUCXOIUTh «3aleKaHuey, - high-poly monens.

4. B momndukarope Projection ¢ moMoIb0 HHCTPYMEHTA
Cage Bokpyr low-poly momenu cosmaercs OTPAaHHUYMBAIOIIUN
00beM M BBINOJHSIETCS €ro pPacIIUpeHHe TakK, 4TOOBl B HEro
Bxoamnu U low-poly u high-poly moznenu, a paccrosuue no high-
poly Mozxenu ObIJI0O MUHIMAIIBHBIM.

5. C momo1plo TEXHUKU peHjaepuHra B Tekctypy (Render-
to-texture) Ha OCHOBE NOCTPOEHHOW TEKCTYPHOH pa3BEpTKH H
CO3JITaHHOTO OTPAaHMYMBAIOIIEr0 O00bEeMa BBINOJNHACTCS CHHTE3
KapThl HOpMaJen.

B ganHOW paboTe AN TOBBIIEHHS PEATMCTUYHOCTH B
CHHTE3UPOBAaHHYIO  KapTy HopMaieil Taioke  noOaBisercs
MUKpopenabed moBepxHOCTH: B rpaduueckom pemakrtope Adobe
Photoshop ¢ momomipio ¢mnprpa «Co3math KapTy HOpMaiein»
muddysHas TekcTypa 00bekTa mpeobdpasyeTcs B KapTy HOpMaueid,
KOoTOpasi OOBEAMHSETCS C CHHTE3UPOBAHHOW KapToil HopmManei. Ha
pHUCYHKe 3 TOKa3aHa MOJyYeHHas B pe3ysibTaTe KapTa HOpMaei
sl Mojend kuprnuya. Ha pucyHke 2B TOKa3aH pe3yibTar
Bu3yanuzauuu low-poly mozmenu ¢ ydeToMm JAeTalu3HpOBaHHOM
KapThl HOpMaJied, CHHTE3UPOBAHHOH C IIOMOIIBIO OIMCAHHOTO

Puc. 3. Kapra Hopmaneit

METOoaa.



Puc. 4. Tuddy3Has TekcTypa ¢ «3anecUCHHBIMU Puc. 5. TexctypupoBanHast MoJi€nb KUpIIHYa
MATKUMHY TEHSIMHU

Jis monyueHust mudy3HOH TEKCTYpHI C 3aMHMCAHHBIME («3alICUCHHBIMU») MATKAMH TCHSMH OT OKDPY)KAOIIEro
OCBEIlIEHUsI B JIaHHOW paboTe BHavane co3maercs kKapra msarkux texeit (Ambient Occlusion Map, AO Map). Dro
BBITIONHSAETCS B crcTeMe 3dS Max ¢ moMoOIIIbI0 CIIEHAIIBHOTO PEHICPHHIa BUPTYAIBHOM CLICHBI, cofieprkaleii Toapko [ow-
poly monens o0bekTa. B clieHe ycraHaBiuBaeTcss UCTOYHMK ocBetmienus tuma SKyLight, xotopeiii ocsemaer low-poly
MOJIeNTb CO BCEX CTOPOH, a Ha caMy MOJZENb HakiampiBaeTcs Oenblii matepuan. CuaTes kKaptel AO Map BeIoONHSETCS C©
MIOMOLLBIO TEXHUKH PEHJEPUHIA B TEKCTYPY C MCIOIBb30BAHUEM TEKCTYPHOU pa3sBEPTKH, MPEABAPUTEIHLHO MOATOTOBIECHHON
Ha TIepBOM 3Tare (B MPOTHBHOM CIydae pa3BepTKa OyIeT co3laHa aBTOMAaTHYCCKH C PSJOM HEZOCTATKOB, CM. OIFCAHHUC
nepBoro 3ramna). OTMETHM, YTO «3alleKaHue» KapThl MSTKHH TEHEH Taroke MOXKHO JesaTh ¢ high-poly Mozaenu ¢ momoipio
Momudukaropa Projection, kak u npu cuHTe3e KapThl HopManied. I[lonmydeHHass kapra MSIKHX TEHEH coenuHseTcs
mhdy3HON TeKCTypoit o0bekTa ¢ momoripio rpaduueckoro pemakropa Adobe Photoshop. Ha pucynke 4 m3obpaxena
pesynbTHpytomas nuddy3Has Tekctypa Uil Monend kupnuya. Ha pucyHkax 5 W 6 mpHBeneHBl pe3yibTaThl
TEKCTYPUPOBaHUsS MojeNield Kuprnudya W jaeopMUpoBaHHON OETOHHOM OajKku C TPUMEHEHHWEM pa3BepTKH U TEKCTYP,
MOATOTOBJICHHBIX 10 OIIMCAHHOM TEXHOJIOTHH.

Puc. 6. TexctypupoBaHHasi MoJienb 1ehOpMUPOBAaHHON OETOHHOW Oallku
MyJbTHTEKCTYpPHPOBaHHUE
MynbTHTEKCTypUpOBaHHE B CHCTeMe MomenupoBanus 3dS Max peanusyercs Ha OCHOBE pabOThI C MaTepHaIaMu
0o0BeKxTa. Martepuan omnpenernsercss mapaMeTpaMu M TEeKCTypaMH, OCHOBHBIE M3 KOTOPBIX IpHBEAEHHI B Tabimue 1.
Cpeai MHOTOYHCIICHHBIX MaTtepuasioB B 3dS Max BaxusM siBnsiercst Blend — xoMOHHHpOBaHHEe HECKOJIBKHX MATEPHAIIOB,
IpPUMEHAEMBIX K 00bekTy. PopManbHO, 00BEKTYy NpPHUIMCHIBACTCA [Ba MaTepHaja, CMEMICHHE KOTOPBIX IPOU3BOAHUTCS
HOMMKCEIIBHO U, B 00LIEM ClTydae, 3a/1aeTcsl ¢ HOMOLIBIO MACKU — TEKCTYPhI B OTTEHKAX CEpOro.

Tabimma 1
OcHOBHbIE TAPAMETPBI OcHOBHBbIE THIIBI TEKCTYPHBIX KAPT
Diffuse - ocHOBHoI#1 1IBeT MaTeprana Diffuse map - xkapTa OCHOBHOTIO 1[BeTa MOBEPXHOCTH O0BEKTA
Specular - uger 6:1mka Reflection map - kapra otpaxenuit
Specular Level - spkocTs Orika Specular map - kapTa 3epKaJbHOTO OTPaXKCHHS
Glossiness - rsHIEBUTOCTD Specular Level map - sipkocts Gnrka
TIOBEPXHOCTH Glossiness map - kapTa pa3MbITOCTH OJTHKa
Self lllumination - uaTEHCUBHOCTD Normal (Bump) map - kapta HopMaJieii
CaMOCBEUCHHS Opacity map - kapta mpo3padHOCTH
Opacity - crenens po3pavyHOCTH Self illumination map - kapra caMmocBe4YeHust

Bernprif 1BeT nuKcena Macky yKa3bIBAaeT, YTO MPH CMEIINBAHUM MaTepHAIOB OEpeTcs MUKCEN MePBOro MaTepHaia, a YepHBIA
mBeT — 9to Oepercs MHUKcen BTOporo mareprayna. Cepelif IBET 3alaeT MPOIEHT CMEIIMBAHMS IBETOB IHKCEIOB O0OMX



MatepraioB. Kakaplii U3 3THX MaTepuajoB B CBOIO OdYepelpb MOXKET Tarke mmerh tur Blend, u Takum oGpazom MOXxHO
TIOJTy9IHTH TIPOM3BOJIEHOE (HE 00s3aTENBHO MOTHOE) OMHAPHOE JEPEBO MAaTESPHAIIOB [T TAHHOTO OOBEKTA.

Ha puc. 7 mokazan mpumep Takoro jepeBa, B KOTOpoM Matepuaibl M3 u M4 cmemmBaioTcs ¢ moMompio Macku Ms2, a
PE3YIBTHPYIOIINI MaTepHal cMemmBaeTcs ¢ MaTepranoM M1 ¢ momomntpio Macku MS1. Tak kak Ka)IpIid MaTepHal CONCPIKHAT
TEKCTYpBI, TO MOJy4aeTCsl, YTO Ha OJHY ITOBEPXHOCTH HAKJIAIBIBACTCS CPa3y HECKOIBKO TEKCTYP. DTa TEXHOJOIUs Ha3bIBACTCS
MYJIBTUTEKCTYPHPOBAHUEM.
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Puc. 7. Jepeso MymeTHMaTEpHATA

B nanHOI paboTe mpe/iaracTcsi METOM MYJIBTUTEKCTYPHUPOBAHIS, pabOTarONINi B MaciTade peabHOro BpemeHu. Ero
CYTh 3aKIIFOYACTCSl B TOM, YTO PEHICPHHT CIICHBI ¢ MYJIBTHTEKCTYpaMU TPOM3BOIUTCS MyTEM IMOCIICIOBATENFHOTO PHMEHEHHS
TEKCTYp K MaTepHaly, HpUYeM NPOMEKYyTOUHBIC DE3YJIBTAThl COXPAHAIOTCS B CHCLHMANBHON TEKCTYpe M JIMIIb I10CNe
OKOHYATENIbHOW 00palOTKM BBIBOIATCS HAa SKpaH. JTa TEXHOJOTHS pa3paboTaHa B paMKax CHCTEMbl MOJICIMPOBAHWS H
msyamsammr GLView [9, 10], cozmansHoit 8 HUMCU PAH u ee anpoGarmist mokasana ajeKBaTHOCTh METO/a MOCTABICHHBIM
3agayaM. Ha puc. 8 mokasaHel TpH TEKCTYpBI, UCMOJB3YyeMBbIC IUI1 MOICIHMPOBAHUSA achaibTa C TPEIIMHAMH, YaCTHYHO
TPUIIOPOLLIEHHOTO cHeroM. [lepBasi TekcTypa 3a/1aeT MOBEPXHOCTh CHEXKHOI IO3EMKH, BTOpast — ac(alibTa, a TPEThs — TPSLUIMHBI Ha
HeM. Uil CMeIMBaHUs TEKCTYp HCTIONB30BAIIMCh MAcKH, MOKa3aHHbIe Ha puc. 9. PesynbTar BH3yaymzalMy ydacTka 3UMHETO
TIOJIMTOHA JUTs MOOMIBHEIX poOoToB [11, 12] nokasan Ha puc. 10.

Tekcrypa cHera Texkcrypa achanbra
Puc. 8

R = . . . N EERS >
Macka cMenuBaHus TEKCTYP Macka cmemmBanust achanbTta co
acdaabpTa U TPEIIUH CHEroM

Puc. 9



Puc. 10. YuacTok 3MMHEro MnojMroHa Jyisi MOOMIIbHBIX pOOOTOB

3aki04eHue

B nmanHOil pabore mpemsioXXeHa TEXHOJNOTHS HOATOTOBKHM MYJIBTUTEKCTYp C IIPUMEHEHHEM COBPEMEHHBIX
MPOrpaMMHBIX CpeacTB, Takux kak Autodesk 3ds Max, MudBox u Substance Painter. IIpemioskeHHass TEXHOIOTUS
BKJIFOYaeT B ce0sl MOArOTOBKY KayeCTBEHHOW TEKCTYpHOW pa3BepPTKU O0BEKTa ¢ MOMOUIBI0 METO/a aBTOMAaTHYECKON
pa3BepTKU M METOJla «PY4YHOM pacKpoilku», MOJATOTOBKY JETaTU3UPOBAHHOM KapThl HOpMallel Ha OCHOBE MOJEIHU
00beKTa C MOBBIIIEHHOH MOJUIOHAIBHOM JeTanu3alueil, a Takke MOJATrOTOBKY AU(GQY3HOH TEKCTyphl 00BEeKTa C
«3aIeYeHHBIMM» MATKUMH TEHSMH OT OKPYXAaIOLIETr0 OCBeIleHHs. B paboTe Takxke MpeaIoskeH METOH peaau3aluu
MYJIBTUTEKCTYPHPOBAHHS B PaMKax TEXHOJOTHH cMmemmBaHus Blend-mynbriMarepuaioB, HCHONb3yeMOl B CHCTEME
TpexMepHoro mozenupoBanusi 3ds Max. IIpeanokeHHbIE METOABI M aJITOPUTMBI OBUTH YCIIEIIHO anmpoOHpOBaHBI B
cucreme Busyanmsanuu GLView, pazpaborannoii B ®I'Y ®HI[ HUVMCH PAH.
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