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PED®EPAT

[TosicHroBanbHa 3anucka: 68 crop., 22 pwuc., 1 Tabnums, 2 mgomartka,
35 mxepern.

O06’exT mocaimxkeHb — mpolecd oOpoOKH Ta BITOOPaKEHHS BEITUKOL
KUIBKOCTI 00’ €KTIB.

IIpeameT pocJaixKeHb — METOIU ONITUMI3AlIl] peHEeAepy 00’ €KTIB.

Metoan nmociimkenns — [{ns po3poOku mieiinepa Oyiu BHUKOpPUCTaHI
METOJM Ta 3aco0HM TPOrpaMyBaHHs, OPIEHTOBaHI Ha rpadiuyHUN MPOIECOp Ta
CTBOpeHHs ImielaepiB. Takok Oyiau BIPOBAIKEHI METOAM ONTHUMI3allii Ta
M1JIBUIIICHHS €(PEKTUBHOCTI PEHAEPUHTY 00'€KTIB.

Po3pobneno mieiimep ana Bizyamizaiii TpaBu 13 BHUpPa3HUM TpadidHUM
CTHJIEM, a TAaKOXK Po3po0JIeHo 3acid aJis onTuMizallii meiaepa Ha pymrii Unity.

IIpakTnyHa HiHHICTH — PE3yJIBTATIB NOJIATAE Y TOMY, IO B pe3yJIbTarTi
IIPOBEJICHOTO JOCIIDKCHHS OyJIo po3polsieHo 3acid i peHaepy TpaBU B
YHIKaJIbHOMY rpaiyHOMY CTUJI1, SIKUI CTBOPIOBATH IOl TPABH.

O0J1acTh 3aCTOCYBaHHS — pO3pOOJICHE PIIICHHS] MOYKHA 3aCTOCOBYBATH Y
PO3p00IIi Irop ISl CTBOPEHHS YCIIIITHOTO JIOCB1AY B3a€MO/Iii 3 TPOIO.

Crmcok kmodosux ciis: IITEMJIEP, PEHJIEP, TPABA, BI3Y AJII3AILILS,
UNITY, I'PA®DIKA, IT'PU, OIITUMI3ALIIA.



ABSTRACT

Explanatory note: 68 pages, 22 figures, 1 table, 2 appendices, 35 sources.

The object of research is the processes of processing and displaying a
large number of objects.

The subject of research is methods of optimizing the rendering of objects.

Research methods — To develop the shader, programming methods and
tools focused on the graphics processor and the creation of shaders were used.
Methods of optimization and increasing the efficiency of object rendering were
also implemented.

A grass rendering shader with a distinct graphic style has been developed,
and a tool to optimize the shader on the Unity engine has also been developed.

The practical value of the results is that, as a result of the research, a tool
for rendering grass in a unique graphic style was developed to create grass fields.

Scope — the developed solution can be applied in game development to
create a successful game interaction experience.

Keyword list: SHADER, RENDER, GRASS, VISUALIZATION, UNITY,
GRAPHICS, GAMES, OPTIMIZATION.



MNEPEJIIK YMOBHHUX CKOPOUYEHb
CG — computer graphic;
FPS — frames per second;

HLSL — high level shader language.



PO3/1J1 1 AHAJII3 IPEJJMETHOI OBJIACTI ta nocraHoBKa 3a1aui
D1 (O YON1 6 10 CC=) & ST 10

1.1. AKTyanpHICTh TEMH JOCIIKCHHS Ta aHAJi3 aKTyaJIbHOCTI ITOCTaBICHO1

G 1 L § T 10
1.2. Ilpu3HaueHHs PO3POOKH Ta O0TACTD 3ACTOCYBAHHS ....cvvverveevrersreesreenreeneess 11
1.3. Ornsa TepMIHOJIOT 1T TPAPIIHOTO TPOTPAMYBAHHS «.eevvvveesevreessireeessirenssens 12
IR 1 e Yo 1216 (023 2= e T Vi - 1 LN 16
PO3AUI 2 DOPMYBAHHSA BUMOI 3A METOI BUPIILIEHH A 3AJAYI

............................................................................................................................. 17
2.1. MeTa BHPIIMICHHST 3AIMAUT +...vveeivviesseeeateeasieeesiressssessssesssessssesssssssssnessssesssessns 17
2.2. OIITAMIBAIIT TIPOIICCY 1. vvvveesrrreesssreresssseeesssrsssssseessssessssssesessssssssssssessnsesssnsees 23

PO3AUI 3 TIPAKTUYHA PEAJIIBALLIA 3AITPOITOHOBAHMX PIIIEHB..30

3.1. POBPOOKA HICHIEPA +...veeuveenrieieeiiieaiieeiee sttt ettt 30
3.2. OIITHMIBAIIIT PEHIIEPY +vvrvvveeerurerssrsrerssssneesssssrssssseesssseessmssesssmssesesnsseessnseessns 40
BUICHOBK ...ttt 52
[MEPEJIIK BUKOPUCTAHUX JIKEPEJL......ccciiiiiiiiiee e 53
JoMaTOK A. JIICTHHT TIPOTPAMIE ....ccuvveeireeinteeaneeaseeassneessneessnesssseessnesssneesssneesnnees 57

JOJATOK b. IIEPEJIK JOKYMEHTIB HA OIITUMHOMY HOCII.......... 68



BCTYII

Po3po0ka Biieoirop — 1ie CKJIaHUM 1 TPYJOMICTKUN TBOPUHUIA ITPOIIEC, IO
BUMAara€ BiJ pPO3pOOHMKIB HE TUIBKA BHCOKOTO PIBHSA EKCHEPTH3H, aje u
3aTHOCTI €(EeKTUBHO BHUKOpHUCTOBYBaTH pecypcu. CywacHi irpy — 1e
MUCTELUTBO CTBOPEHHS Bpa)KalOUMX IHTEPAKTUBHUX CBITIB, JI€ CIUIITAIOTHCS
HAWHOBITHIII TEXHOJOTIi, 3aXOIUTIOIYl MEXaHIKM Ta TepefoBl rpadidHi
pilIeHHS.

VY cBiTI Bieoirop, Bi3yaq BUKOHYE KIIFOUOBY POJIb Y BPaKCHHI T'PAaBIIiB.
I'padiuynuii cTHiIb HE JUIIE 3aJa€ €CTETUYHUN TOH Ipl, aje W BHU3HAYAE Ti
3arajJbHUM XapakTep Ta HacTpi. Bpamo migiOpanuil rpadiuHuil CTHIIb MOXeE
CTaTH CIPABXHHOIO BU3HAYAIBLHOIO PHUCOIO 1 JIOIIOMOI'TH I'Pi BUPI3HATHUCS CEpe]
KOHKYpEHTIB. [HOJI came BIH MOX€ CTaTh THUM (PAaKTOpPOM, IO 3aJUIIUTHCS B
nam'aTi rpaBLiB HAUTPUBAJIILIE.

[IpoTe, Hecyun Ha co01 3aBJaaHHS 3pOOHMTH TPy Bi3yalbHO 3aXOILIHBOIO,
PO3POOHHMKHM YacTO CTUKAIOTHCS 3 MPOOIEMOIO 30€peskeHHs MPOITYKTUBHOCTI.
Benuka xinpkicTh TpadiuHux edekTiB Ta JeTajleii MOKe BIUIMHYTH Ha
IIBUIKOIIO0, 0 € KPUTUYHUM YHHHUKOM I 0araThoX IpaBIliB. TomMy BUHUKAE
noTpeda B yBa)KHOMY OajaHCYBaHHI MK BPa)KarOUMM Bi3yaJIbHUM BUKOHAHHSIM
Ta ONTHUMI3aII€0 TPOTYKTUBHOCTI I'PH.

KoxeHn po3poOHMK mparHe 3pOOUTH CBOIO TPy YHIKaIbHOIO, HAALIEHOIO
ECTETHUYHICTIO. AJie e NUIAX HE JIMIIE BeAe A0 TBOPYMX BHUCHOBKIB, aje i
MocTaBJsie nepe Hamu TpyaHolni. Cipoba nqonatu Taky OaHANBHICTD SIK TPaBy
CTa€ HEBISYHUM 3aBJIaHHSM, OCKUIBKH II€ MOXKE IMPHU3BECTH 10 MpoljieM 3
npoaykTuBHICTIO. Penaeputu mose 3 10 000 06'ekTiB MOke OyTH BUKJIHKOM, aJie
110, akio ix 100 000 yu HaBiTe 1 000 000? 3milicCHEHHST ONITUMI3AIIN — II€ HAIll
IUIAX PO3B'sI3aHHS IUX TPYIHOMIIB. TOX JaBaiTe MpOBEAEMO JOCITIIKEHHS Ta
BIPOBAIMMO HEOOX1HI ONTHUMI3allii 11T e(pEeKTUBHOI peaiizailii irpoBoro CBITy.

BupimeHnHsam JaHO1 npooieMu PO3TISAAETHCS CTBOPEHHS

BHCOKOC(EKTUBHOTO IIekaepa st irpoBoro pymrist Unity.



Kgamidikamiitna podoTa po3risiIacThCsl B TPHOX KIOUOBUX YaCTHHAX.

Y  mepmoMy po3AuTi  NMPOBOAUTHCS —aHAll3 MOpPEeAMETHOI  001acTi,
BU3HAYAETHCS AKTYaJIbHICTh IMOCTABJICHOT 3ajadyl Ta MPU3HAYCHHS MPOEKTY.
OkpiM  1BOTO, poOOUTHCS OIJISLA  0a30BOi  TEPMIHOJOTIT  rpadiuHOro
porpamMyBaHHs, OCOOJMBOCTEH MOBHU IICHIEPIB Ta BUOKPEMITIOIOTHCS BHMOTH
710 PO3POOKH.

Jpyruii po3ain npucBIYEHUN MPOBEAEHHIO AOCTiKeHb. B HbOMy Oyne
JETAIBHO PO3TIISIHYTO, SIK MPAITIOE MISHAep, a TAKOXK OyAyTh PO3TISHYTI TEXHIKU
onTUMI3aIlli peHaepy.

VY TpethoMy po3aiii HagaeThes iHGOpMaLlisl PO caM MPOLIEC PO3POOKH Ta

omTuMi3zalii menepa, ONMUCYITHCS KOHKPETHI KPOKH Ta BUPIIIEH] 3aBIaHHS.
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PO3/1J1 1
AHAJII3 IPEJMETHOI OBJIACTI Ta nocTaHoBKa 3a1a4i JOCTiTKeHb
1.1. AKTyaJbHICTh TeMHU JOCTIIKEHHS Ta AaHAJI3 AKTYaJbHOCTI

MOCTABJICHOI 3a1a4i

IcTopist po3poOKK TpaBu B irpax € Ba)XJIMBUM €TallOM y BHHUKHEHHI Ta
PO3BUTKY I'paiuHOro AM3aiiHy Ta MPOrpaMyBaHHs B IFPOBIiH 1HIYCTpii. 3 caMoro
MOYaTKy ICHYBaHHS BIJICOIrOp Bi3yandi3alis MPUPOJHOTO JaHamadry,
BKJIFOYAIOUM TpaBy, HE 3700yBajla HaJIEKHOI yBarm po3poOHukiB. I[Ipote, 13
3pOCTaHHSIM MOJKJIMBOCTEH TEXHIYHOTO OOJIaJlHaHHS, NOPOrpaMiCTH CTajlu
aKTUBHO TMPAIIOBAaTH HAJ CTBOPEHHSM OUIBII pEaTiCTUYHUX Ta e(HEKTUBHUX
METO/11B BIATBOPEHHSI TPABU B IrPOBUX CBITaXx.

Ha mouatkoBuX eTamax po3BUTKY raiy3i MpOrpaMicTd BUKOPHCTOBYBAIIU
IIPOCTI TEKCTYPH TPaBHU, SIKI BUTIIAJIATN CTATUYHO Ta OOMEKEHO B3a€EMOJISIIN 3
OTOYEeHHSAM. 3anpoBajkeHHs 3D-rpadiku BHECIO HOBI MOMKIMBOCTI Yy
BUKOPHCTAaHHI TPUBUMIPHUX MOJIEJICH TpaBH, aje 1€ TAKOK BUKIUKAIO BUKIUKU
B 00J1acTi 3a0e3ne4eHHs e(peKTUBHOCTI Ta ONTUMI3ALII] TPH.

baxkxaHHS JOCAITH PeamiCTUYHOCTI Ta MOJINUIEHHS rpapiyHuX e(exTiB
MiIITOBXHYJIM PO3POOHMKIB JI0 PI3HOMAHITHUX TEXHOJIOTIYHUX 1HHOBAIIIM.
Pi3HOMaHITTS MiAXOMAIB 10 BIATBOPEHHS TPAaBU BapilOBaJIO BIJ MPOCTUX METO/IIB
70 OUTBIII Cy4aCHUX, TAKMX SIK BUKOPUCTAHHS IIeWepiB. 30KpeMa, BUHUKIIA
TCHJICHIII JI0 BUKOPHWCTaHHS IIEWUJEpIB IS CTBOPEHHS peaJiCTUYHUX
JTMHAMIYHUX €(EKTIB POCTY Ta PyXy TPaBHU.

3anpoBaKEHHS MIEHIEPIB BIAKPHIO HOBI MOKIIMBOCTI JIJISi CTBOPEHHS
JETalI30BaHUX Ta JUHAMIYHUX €(peKTiB TpaBU. BUKOpucTaHHs mIeiaepiB s
CUMYJISIIIT XBIJIBOBOTO PyXy TpPaBHU IIiJ| BIUIMBOM BITPY YW PyXy TpaBlis CTaIO
MOMYJIIPHUM CHPSIMYBaHHSIM Y PO3BUTKY TpadiuHoro muzainy. Lle cmpwusiio
MOSIBI PEaTICTUYHUX BI3yalIbHUX JleTajeil, mo 30aradyyloTb IMMEpPCUBHICTb

IrpOBOTO JOCBIiY.
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Opnniero 13 3HAYYIIUX TEHACHIINA Yy PO3BUTKY Tpadiku TpaBU cTana
BIIPOBADKCHHS TexHIK procedural generation. 3aMicTh 3a37a€Tib BUSHAYCHUX
TEeKCTYp, 3aCTOCYBAaHHS QJITOPUTMIB I TEHEpalii TEeKCTyp TpaBu Jajio
MO>KJIMBICTh CTBOPIOBATH HemnepeadayyBaHi Ta YHIKaIbHI JaHAa( T, HaJal0uu
Ipl HOBHI piBeHb peanizMy. Takuil MiAXi J03BOJISIE CTBOPIOBATH BEIUKY
KUIBKICTh Bapialliid, 3a0€31euyroun rpaBlsiM YHIKaJIbHHUH ITPOBHM CBIT.

Po3pobka eheKTUBHUX aNrOpUTMIB ISl PEHAEPUHTa TPaBU € KIIIOUOBUM
€TarioM B CTBOPEHHI peajicTUYHNX irpoBux JnaHamadTtie. I[Iporpamictu
BHUBYAIOTH PI13HI MIAXOAM JI0 ONITHMI3allii Bi1oOpaKeHHs TpaBU, BPaXOBYIOUH MPH
IbOMY pI3HI BIJICTaHI T4 YMOBHM OCBITJICHHSI JJii JOCSTHEHHS ONTHUMAalIbHOT
rpadiunoi skocti. lle BuMarae HemepepBHOI pPO3pOOKM Ta BIOCKOHAJICHHS
ITOPUTMIB ISl BIITBOPEHHS MPUPOJIHOT KPACH TPAB'THUCTUX MOKPUBIB Y PI3HUX
YMOBaX.

[lleiinepu rparoTh BH3HAYAJIBHY POJb Y CHMYJIALII PI3HUX €(]EKTiB,
30KpeMa XBUJIHOBOTO PyXy TpaBu. BOHU J03BOJISIOTH CTBOPIOBATH peaTiCTHUUHI
aHIMarlii, ¢ KO’)KHa TPaBUHKA PYXA€ThCSA BIAMOBIIHO JI0 BHYTPIMIHIX JIOTIK i
BIUTMBY HAaBKOJHIIIHBOTO CEpPEOBHINA. BUKOpHUCTaHHS IWICHIEPiB T03BOJISIE
JOCSITTH TIPUPOTHBOTO Ta JKUBOTO BUTJIISTY TPABH ITiJ YaC TEHMILICIO.

Onrtumizaiis 00YHUCITIOBAILHUX BHUTPAT € HEOOXIAHOK ISl MiATPUMKH
BUCOKOI NPOJYKTUBHOCTI Tpu Ha pi3HUX Mmiaatdopmax. Po3poOHuKU
BJIOCKOHATIOIOTh QJITOPUTMH Ta BUKOPUCTOBYIOTH Pi3HI TeXHiKH, Taki sk LOD
(Level of Detail) Ta acuHXpoHHMII peHIEPHUHT, 00 3a0€3MEeYNTH TUTABHY Ta
e(ekTUBHY poOOTYy TpHU, HE3BaXarouuW Ha 00'eM OOUYMCIIEHb, HEOOXITHUX JIs

BiIOOpayKEHHS TPaBH.

1.2. Ilpu3HaveHHs1 po3po0KH Ta 00J1aCTh 3aCTOCYBAHHS

[Ipu3zHayeHHsT po3pOOKHU — 3aJ0BOJICHHSI TTOTPed PO3POOHUKIB 1rop, IO

MPAITIOIOTh HAJl CTBOPCHHSIM BPa)KalOUMX 1 YHIKAIBHHUX BIPTyaJlbHUX CBITIB. Ll
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pIlIEHHS COpPsIMOBAaHE HAa TMOJIMILIEHHS TBOPYOTO MPOLECY Ta PO3IIUPEHHS
MOJKJIMBOCTEH CTBOPEHHS BIpTyalnbHUX (ayH 1 (JIop B iIrpOBOMY CEpEOBHILI.

Opni€ero 3 KIIOYOBUX OCOOJIMBOCTEH pPO3POOJICHOrO pIMIEHHS € HOTO
CIPOMOXKHICTh JOMOMaraTd po3pOOHMKAaM CTBOPIOBATH YHIKAJbHI CBITH 3
KHUBOIO (payHOI0. 3aBASKH NEPEJOBUM TEXHOJOTISM, [0 BXOJATH B 1€ PIIICHHS,
CTBOPEHHS PEATICTUYHUX Ta 3aXOIUIIOIOUHX ITPOBUX IMPOCTOPIB CTAE OUIBII
JOCTYHUM 1 e(QEeKTUBHUM 3aBISKH IIMPOKOMY HAOOpy I1HCTPYMEHTIB Ta
pecypcis.

PimenHss mo3BoJIsII0O pO3pOOHMKAM IIIBUJIIIE BTIIOBATH CBOi 1€l Ta
KOHLEMI{ y BIpTyaJIbHUX CBITaXx.

Po3pobrniene pimeHHs gomomMarae OnTUMi3yBaTH BUKOPUCTaHHSI PECYPCiB
pPO3pOOHUKIB, 3a0e3neuytoun e(peKTUBHI IHCTPYMEHTH JUIsl CTBOPEHHS ITPOBHX
00'exTiB. Ile pobuts mpoiec po3poOKu irop OUIbIII EKOHOMIYHUM Ta IMIBUAKUM,
n03BOJIsIIOUM  (paxiBisiM Yy cdepi po3Bar 30CEepeIUTHCS Ha TBOPYOCTI Ta

KOHLIENITYaJIbHOMY ITPOEKTYBaHHI.

1.3. Orasia TepMmiHoJ0Tii rpadgiyHoro nporpaMmyBaHHsA

PoGuthkest orsim 6a3oBoi TepMiHOJIOTIT TpadidyHOrO mporpamMyBaHHs Ta
0co0IHMBOCTEM MOBH nieiepis
Po3spobka mretimepiB mis Unity — e TaeEMHWUYHI CBIT, /1€ MaWCTEPHICTh
3yCTpIYa€ThCs 3 TBOPYICTIO, ajie € OJHA Ba)KJIMBa BU3HAYHA TOYKA, KA POOUTH
e TIUISIX MEHIIT 3aIlTy TAaH|M.

Ha mepmomy erari CTBOpeHHsI mIeHEpiB HEOOXITHO MaTH YiTKE 3 YUM
Ma€EMO CTIPaBy.

Unity — 1ie pymuriid st CTBOpEHHS irop Ta iHTEPAaKTUBHUX BipTyallbHUX
cepenoBuill. BoHO € OgHUM 3 HAWUMOMYJAPHINIMX IHCTPYMEHTIB Yy Taiy3i

pO3pOOKM BIJ 1HAI-TPABIIB A0 BedMKUX cTyaid. Unity migTpumye Oarato
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mwiaThopM, BKIIOYAOYM KOMITIOTEPH, KOHCOJI, MOOUIbHI MPHUCTPOI Ta
BIPTyaJIbHY PEAJIbHICTb.

Unity Hagae 3py4yHi IHCTpyMEHTH Ta iHTepdeic s B3aemojii Ta
MporpaMmyBaHHsI ILIEHIepiB, 100 PO3POOHMKH MOTJIM CTBOPIOBAaTH Bpakarodi
rpadivHi epexTr Ta BUIIISLI 00'€EKTIB y CBOIX MPOEKTaX.

Hleitnep (Big anra. — Shader) — 1ie mporpama, sika BAKOPUCTOBY€EThCS Ha
OTHOMY 3 eTalliB rpaiqyHOro KoHBeepa B TpUMBUMIpHiii rpadiui. Ii 3aBnannam e
BU3HAYCHHS OCTATOYHMX MapameTpiB 00'e€KkTa 4u 300pakeHHS i Yac Mpoiecy
pennepunry. lleinepu BU3HaYalOTh BUTJIST Ta BJIACTUBOCTI I'padigyHUX 00'€KTIB,
KOHTPOJIIOIOTh OCBITJIEHHSI, KOJIbOPH, TEKCTYPH Ta 1HILI ACIEKTH BI3yaJbHOTO
B1JI00payKEHHHI.

J11st po3poOKyM 3BUYaiHUX I€iIepiB B IOHITI BAKOPUCTOBYIOTH ShaderLab.

ShaderLab e moBoto onucy st HanmcauHs melaepis B Unity. Lle BimacHuit
MOBHUHM 1HTepdeiic, po3pobnenuit Unity, skuil A03BOJIIE Tporpamicram i
XyJIOXHUKaAM BH3HA4YaTH 30BHIIMIHIN Bursig o00'ektiB y r1pi. ShaderLab
BUKOPUCTOBYETHCS JIJISI CTBOPSHHS MaTepialliB, SIK1 yIPABISIOTH THUM, SIK 00'€KTH
B1J100pakaroTh CBITJIO Ta KOJIbOPH B rpi. CaM 1o co01 BIH € MOCTOM M1 MOBaMu
HalUCaHHs MIEHEpiB Ta IOHITI JO3BOJISIOUM HAJIAIITOBYBAaTH MapaMeTpu 4epe3
1HCIIEKTOP.

V¥ Unity, maTepiany BU3HAYAIOTh, SIK 00'€KT Oy/1€ BUTJISIATH, 1 BOHH YacTO
MICTATh Ieiaepu. Martepiaid BHU3HAYAIOTh BJIACTHBOCTI, Taki fK KOJIIp,
TEKCTYPH, MPO30PICTh, OJUCK Ta 1HIII TapaMETPH.

ShaderLab minrpumye n8i MmoBu nporpamyBanHs meiaepis CG ta HLSL.

CG (C for Graphics) — rie MoBa nmporpamMyBaHHS JIJIsl HAITUCAHHS IICHIEPiB,
aky miarpumye Unity. BoHa € BHCOKOpPIBHEBUM aOCTPaKTHUM ILIApOM HaJl
MOBaMu nporpaMmyBaHHs menaepiB, Takumu sk HLSL a6o GLSL. CG no3Bossie
PO3pPOOHMKAM CTBOPIOBATH IIEHIEPH, SIKI MOXYTh OyTH BHUKOPHMCTaHI B PI3HHUX

rpadiunux API, Takux sik DirectX abo OpenGL.
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HLSL — e MoBa nporpamyBaHHs IIEHEPiB, IKa BUKOPUCTOBYETHCS IS
HaIMCaHHA MIeiaepiB y cepenosuii po3pooku Unity. Bona € wactunoro DirectX
API Ta cmyxuth 115 onucy oO4HcIoBaIbHUX 1 Tpadiunux meinepis. HLSL
3a0e3nedye BUCOKOPIBHEBUH 1HTEp(dENC 111 BUBHAYEHHS, SIK [IOBEIYThCS MIKCE1
Ta BEpPILIMHU NpU 00poO1Il rpadiku.

Taxox, FOuiti miarpumye Compute Shader.

Compute Shader — me Tun mielaepa, SKAH BUKOPHUCTOBYETHCS JUISI
BUKOHAHHS OOYHMCIICHh Ha TrpadidyHOMY MpoIecopi, a HE s BigoOpaKeHHS
rpadikd. BoHu 4acto BUKOPUCTOBYIOTHCS JIJisl TApaJIeIbHUX O0YMCIIEHb, TAKUX
AK 0OpoOKa JaHUX BEIMKOro obcsiry ado oOuuciaeHHs (QI3UYHHX e(EKTIB.
Le#t Tun meinepy BiAKpUBa€E HOBI IEPCTIEKTUBU ISl PO3POOHUKIB, TO3BOJISIIOYN
iM e(heKTUBHO BUKOPHCTOBYBATH I'padiuHM MPOLIECOp ISl IIUPOKOTO CIEKTPY
3aBJaHb, SIKI BHUMAararOTh BEJIUKOi OOYMCIIOBAIbHOI MOTYXHOCTI. BiH cTae
HEOOXITHUM 1HCTPYMEHTOM JUIsl CTBOPEHHS CKIAJHUX Ta MPOAYKTUBHUX
rpadiyHUX JOJATKIB.

[Ilo6 mefimep mpalfoBaB HAJIC)KHUM YHHOM, HEOOXITHI JIaHI MeIa, SKi
BHUCTYNAIOTh B POJII BX1IHUX JaHUX.

Mem (Big anri. — Mesh) y rpadimi Ta KOMI'IOTEpHUX Irpax € OCHOBHOIO
CTPYKTYpOIO [UIsi BH3HaueHHs reomeTpuuHoi Qopmu 3D-o0'exkta. Bin
CKJIQZIA€ThCS 3 ANy €JIEMEHTIB, Kl BU3HAYalOTh (OpMy Ta BUTJs] 00'€KTa y
TPUBHUMIPHOMY TPOCTOPI.

Po3rnsiHeMo, 3 40oro came CKJIagaeTbCs MEIL:

— BepUIMHM (Vertices): OCHOBHUMHU OyJiBETbHUMHU OJIOKaMHU Mella €
Woro BepmmHU. KokHa BeplIMHA TPEACTaBIs€ TOYKY B MPOCTOpPI 1 Mae
KOOpJMHATH (X, Y, Z), 110 BU3HAYAIOTh 11 TIOJIOKEHHS,

— pebpa (edges): pebpa — 1e JiHil, sKi 3'€IHYIOTh BEpPUIMHU 1
BU3HAYAIOTh CTPYKTYpY 00'ekTa. BOHM BU3HAUYaI0Th, SIK BEPITUHU MOB'SA3aH1 MIXK

c00010;
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- TpUKYTHHUKH (faces): maiie BCl Mellll CKJIaJat0ThCsl 3 TPUKYTHHUKIB.
TpuxkyTHHKH (HOPMYIOTHCS 32 JOMOMOTOI0 TPHOX BEPIIUWH Ta IXHIX 3'€THAHUX
pebep. TpuKyTHUKY BU3HAYAIOTh MTOBEPXHIO 00'€KTA;

— HOpMall (normals): KO’K€H TPUKYTHUK MA€ BEKTOp HOpMalll, KU
BKa3ye Ha HaNpPSAMOK BIANOBIAHOI moBepxH1. HopMai BaxiuB1 4Ji1 BU3HAUEHHS,
SK CBITJIO B3a€MO/II€ 3 TIOBEPXHEIO Ta JJIA PO3PaXyHKY TiHEH;

— TEKCTYpHI KoopauHatu (texture coordinates): s HakJIaJaHHS
TEKCTYp Ha TOBEPXHIO MeIlla BU3HAYAIOTHCSA TEKCTYypHI KOOpAMHATH. BoHU
BKa3ylOTh, SIK TEKCTypa Oy/ie HaHEeCeHa Ha TOBEPXHIO TPUKYTHUKA;

- Marepian: 1iHpopMallis Mpo marepial, 0 BUKOPUCTOBYETHCS IS
BioOpakeHHs Memia. Bxiroyae B cebe mapaMeTpH, Taki SK KOJip, MPO30PICTh,
OJIMCK TOIIIO;

- UV-koopauHatu: BHKOPUCTOBYIOTBCA JUISS  BH3HAYEHHA, SIK
TeKCTypa Oyje po3MmillleHa Ha TOBEpXHI Mema, TOOTO BOHM BH3HAYaIOTh
B3a€MO3B'SI30K MK TEKCTYPOIO Ta T€OMETPIEI0;

- ckenet (skeleton): y ckimagHuX MOAENSIX MOXe OyTH BUKOPHUCTAHO
CKEJIETHY aHIMalIlilo, 1 MEeIlI MOX€E MICTUTH cKeleT (a0o apMaTypy), siKa 103BOJIsIE
MOJIEN1 pyXaTucs Ta aHIMyBaTHUCH,

- aHimarliiai mani (animation data): sxio 00'€eKT aHIMOBaHHM, MeII
MO>K€ MICTUTH JIaH1 PO aHIMaIlilo, TaKl K KIFOYOB1 KaJapH Jj1s 3MiHU (popMu abo
MOJIO’KEHHSI.

VY3aranpHIOIOUM, Mell BU3Hadae (opMmy Ta CTpyktypy 3D-00'ekta, a #oro
KOMIIOHEHTH BH3HAYalOTh PI3HI ACMHEKTH, TakKl SIK TEOMETpis, TEKCTYpH,

MaTepiaiy Ta HI XapaKTePUCTUKH.
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1.4. ITocTaHoBKA 3aaa4i

3amaua poOOTH MOJSATaE y MOCHIDKEHI SIK Pi3HI METOAM OMNTIMi3alii
BIUIUBAIOTh HAa peHJep OO €KTIB JJisi CTBOPCHHS PIIICHHS sl peHlepa Ta

aHiMalli TpaBU B ITPOBUX 3aCTOCYHKax, JUIsl 4OrO TpeOa BUPIMIUTHA HACTYIHI

3aBJIaHHS:
1. [IpoBecTu anaii3 npeaMeTHO1 00JIacTi.
2. [IpoBecTu aHami3 mporecy CTBOPEHHS IIeiaepa Ta aHIMallii TpaBH.

PosrnsHyTH etanu po3poOKH Ta BTIJICHHS aHIMAIIMHOTO €()eKTY JIJis TPaBH.

3. [IpoBecTH qOKIaIHUN OTJISIA METO/I1B ONTUMI3ALli1, CHPSIMOBAaHUX Ha
edeKTHBHE BIOOpaKEHHS 3HAYHOT KUTBKOCTI 00'€KTIB.

4. Po3pobutu 1meitnep s peanizauii  yHIKaJbHOTO Bi3yaJlbHOTO
CTHJIIO B1JOOpaXEHHS TPaBH.

S. Po3pobutu mieligep uisi IpoOLEIypHOrO TeHepyBaHHS TpaBH, IO
J03BOJIUTH MIOKPUBATHU BEJIUKY TUIOILY TPaBOIO.

6. [IpoBecTn omnTHUMI3aIil0 TPOIECY BIAOOPAKEHHS 3 METOMO
€(EeKTUBHOTO BUKOPHUCTAHHS PECYpCIB IpadidHOro mpouecopy, 3ade3neuyrodu

ONTHUMAJIbHY IPOYKTUBHICTbD.
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PO3/1T 2
®OPMYBAHHS BUMOT 3A METO/IM BUPIIIEHHS 3ATAUI

2.1. MeTa BupimeHnHs 3aaavi

3aHypuMOCS y CBIT LIEWEPIB Ta BABYUUMO, SIK BOHU (DYHKIIIOHYIOTh Ta SIK
1X CTBOPIOBATH.

1106 po3podutn mmieiaep y ShaderLab, HeoOXigHO BH3HAYMUTH HOro Ta
HaJaTH HOMY 1M's, BAKOPUCTOBYIOUH BiMTOBITHUIN OJIOK:

BnactuBocTi meiaepa, Taki ik KOJIbOPH, TEKCTYPH UM YKUCTIOB1 3HAUCHHS,
BHU3HAYAIOThCA B po3aun Properties. L{i BIacTUBOCTI AO3BOJIAIOTh KOPUCTYBAaUy
HaJAITOBYBAaTH Iieiaep Oe3nocepenupo B inTepderici Unity.

VY Unity koxeH wmelaep ckiaiaerbcs 3 mnepeniky cabmeiiaepis. [lpu
B11oOpaxkeHH1 Memry Unity BuOMpae BIANOBIAHMI LIEHAEp Ta BUKOPHCTOBYE
NepIvi MiATPUMYBaHUN calbmieiaep mua rpadidHoi KapTd KopucTyBada. Y
BUIAJIKY, AKIIO MEBHI IIATQOPMHU HE MIATPUMYIOTHCA 32 3aMOBUYBAaHHAM, aJie
BUMAaralTh MiIATPUMKH, I KOXKHOI IaThopMu Moxe OyTH po3poOjeHUit
BJIACHUM LIEUAED.

Koxen caOmeiinep Bkitouae B cebe mnpoxon (Pass), mo Bu3Hauae
KOHKPETHUH eTal peHJIepIHTY TeOMeTPii.

JaBaiiTe mokiagHIIIE PO3MVISTHEMO, IO HaM HEOOXiTHO JJIsI HAIIOro
mIEHIepa B MEKax [bOTO MPOXOAY.

[lo-mepiie, BaXJIMBO HaJe)KHUM 4YWMHOM onucatu mapamerp Cull, mo6
nepefaTy meiaepy iHpopmalio mpo Te, IO MU 0aXaeMo PEHACPUTH JIUIIE
MEPETHIO CTOPOHY 00'€KTa, HE BUTpPAYArOYM 3aiiBI peCypcu Ha BIIPHCOBKY
MIKCEiB, PO3TAIIOBAHUX 1103311y .

1. Cull Front.

[le#i mapameTp A03BOJISIE BUKOPUCTOBYBAaTH €(EKTHUBHY OINTHUMI3AILIO,
OCKUIbKM JIMILIE BHAMMA 4YacTHMHA o0'ekTa OyJe B1IOOpa)keHa, IO CIpHUSE

M1IBUAIIEHHIO MMPOTYKTUBHOCTI MPU 00poOIIi CIICHH.
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Janxi My BU3Ha4YaeMO MOBY NporpamyBaHHs, oouparouu mix HLSL abo
CG. VY nanomy BUNaAKy oOH/1Ba BapiaHTH € IPUHHATHUMU.

PosristHemo pi3Hi TUNH mIEHAEPiB, 3 SKUMU MU MOKEMO TIPAIIOBATH:

1. Surface Shader.

[Ipencrasnsie coOor0 mwenaep, cnemialbHO MPU3HAYEHUH I CTBOPEHHS
meiaepiB. s ¢GyHKIS OTpUMy€e HEBENMKUM OOCAT JaHMX MPO O0'€KT Ta
noBeprae iHdopMallilo, 0 MICTUTh JaHl MPO CBITIO, BUIPOMIHIOBAHHS,
TJIaJIKICTh, MPO30PICTh Ta 1HIII apaMETPH.

B minomy Surface shader miaxoauTs i MIBUAKOTO CTBOPEHHS IICHAEDPY,
e poOUTHh PO3pOOKY IIeiIepy 3HAYHO MPOCTIIIE, aje MU HE MAEMO MOBHOTO
KOHTPOJIIO HaJl POIIECCOM.

2. Vertex shader.

[leit meinep BiAMOBiIae 3a OOPOOKY KOXKHOTO BEPIIMHU (TOUKH) Yy
TPUBUMIPHOMY OO0'€KTi, SKHH peHAepuThcs Ha ekpaHl. OcHOBHa (YHKIlS
BEPUIMHHOTO 1Ieiiiepa - TpaHchopmalis KOOpAUHAT BEPIIMH 00'€KTa B MPOCTOPI,
a TaKoX BUKOHAHHS PI3HUX OMepamiil s oOpoOKHM BepIIMHHOI iH(popMaIii
nepes ii nepegavyero Ha HACTYNHUM eTar rpaiyHOro KOHBEEPA.

BepmmHHuil 1mieiiiep BHUKOHYe omepauii HaJl KOOPAMHATAMHM BEPILUH
o0'eKTa JJ11 IEPETBOPEHHS 1X Y IPOCTOPi MOJIeN1, BUAY Ta npoekiiii. [{e mo3Bosie
B110Opa3UTH 00'€KT HA €KpaHi Ta 3a0€3MEeYUTH IEPCIIEKTUBY.

B mpomy mieiiepi s onmTHMI3amii Kpaimie BHUKOHYBAaTH OUIBIINCTH
orepalliii, Tak K KUIbKICTh BEPIIHMH 3a3BUYail MEHIIIE HIXK KIJTbIKICTh MIKCETiB Ha
€KpaHi, 1110 JO3BOJIUTh MIHIMI3YBAaTH KUIbKICTh BUKJIHKIB.

3 mporo mieimepy MoOXHa mepenaBatd iHdopmario 10 TpadiaHOTO

menaepy.
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e G-Buffer
g “jr/?l color

lighting
pass

DI

.t > Output

L. &/ dopth (Frame Buffer)
3D mesh vertex geometry fragment

shader shader shader

Puc. 2.1.ITpuknaxa rpadiyHOro KOHBEIpyY 1ehaepa

3. Fragment Shader.

Le#t mweiinep BignoBigae 3a 00poOKYy OKpeMUX (parMeHTiB (ITIKCENiB) HA
expawi. [licns Toro, sk BepumHHUHN mekep Tpanchopmye BEpIIMHA 00'€KTa Ta
nepenae gaHi Ha (¢GparMeHTHHM IIeWaep, OCTaHHIM BHKOHYE OIeparlii,
cnenu@IiyHl JUIsl KOKHOTO IIKCeJs, JUIsl BU3HAYEHHSI MOT0 KOJIbOPY Ta IHIIUX
XapaKTePUCTUK.

[licns BUKOHAaHHS BCiX HEOOXITHUX omepaiiid (pparMeHTHUM enaep
BHU3HAYa€ KIHIIEBUN KOJIP JIJIsl KOKHOTO MIKCEJIs Ta Iepeaae 1o iHPopMaIiito Jjis
BUBEJICHHS Ha eKpaH. TakuM 4YWHOM, BEPIIMHHI Ta (parMeHTHI MIeHaepH

CHiBHpaIII-OIOTB 51 CTBOPCHHA 306pa}KeHH$I Ha eraHi.

vertex array framebuffer

10 o] 0

20 30 o) 0
40 (o)

50 60 o o -
70 0

vertex shader triangle assembly rasterization fragment shader  testing and blending
{1, 2, 3}
{3,2,4}
{4,2, 7}
{7.2, 5}
element array uniform state

Puc. 2.2. Ilpouecc pactepusuzaii Menry
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4. Geometry shader.

[le Tun mmeiinepa y mnporpaMHOMYy 3a0e3medeHHi s TpadiqHoro
PEHAEPUHTY, IKHI J03BOJII€ BUKOHYBATHU Olepalii Ha piBHI reoMeTpui 00'eKTiB
g yac ix 00poOku rpadiuyHUM KOHBEEPOM.

['eoMeTpuuHMil 1ICHIEp MOXKE TE€HEPYBATH HOBI T€OMETPUYHI PUMITHUBH,
TaKl SIK TOUKH, J1H1i a00 TpUKYTHUKH. L{e poOUTH HOTo MOTYKHUM 1IHCTPYMEHTOM
JUTSI CTBOPEHHS HOBUX 00'€KTiB 200 Moaudikailii iCHyIO4HX.

[leinep Moxke 3MiIHIOBAaTH aTpUOyTH T€OMETPUYHUX MPHUMITHBIB, TaKi K
KOOpJIMHATU BEPIINH, KOJIIP, TEKCTYPHI KOOPAUHATH TOLIO.

['eoMeTpuyHMl mIeHEp MOXKE TaKOX B3a€EMOMISTH 3 MPUMITUBAMH, IO
HAJXOJATh, 1 CXOJKYyBaTH iX Ha OUIbII CKJIaAHI CTPYKTYpH, abo, HaBIAKH,
PO3AUISITH IPUMITUBH HA MEHIIIL.

Yacto BHUKOPHUCTOBYEThCS ISl JAMHAMIYHOI TeHepalii reomeTpii,
HaIpUKIIaI, AJ1sl CTBOPEHHS TPAaBH Ha TOBEPXH1 3eMJI1, €(heKTiB BOTHIO 200 1HIIIHUX
CKJIaIHUX 00'€KTIB.

['eomerpuunuii  meiaep  po3TallloBaHUM MK ~ BEpUIMHHUM  Ta
(parMeHTHUM LIelaepamMu y rpapiuHoMy KoHBeepi. Lle poOuTh Horo notyxHUM
THCTPYMEHTOM J1J11 0OpOOKHU Ta CTBOPEHHSI CKJIAIHIX T€OMETPUUHHX 00'€KTIB I
4yac peHJepPUHTY.

[ei menaep 4acTo BUKOPUCTOBYIOTH ISl CTBOPEHHS LIEHEPY TPaBH, alie
HOro e(EeKTHUBHICTh OBOJII HU3KA, Ta HE BCl IpadivyHi KapTu Ta MporpamHe
3a0€e3Me4eHHs MATPUMYIOTh T€OMETPUYHI HIeHIepH.

Hanpukiian BUKOPHUCTOBYIOUM T€OMETPUYHUN LIECUIEP MU 3aKPHUBAXKMO
co01 MOXJIMBICTH po3pobmsatu mix Mac OS, tak sk Metal He niarpumye
reOMETpIYHI e aepu.

Buxopsuu 3 1i€i indopmartiii Mmu OyZieMo BUKOPUCTOBYBATH TUTHKU 0A30BI:

Vertesx Shader ta Fragment Shader.
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Axmo mu He Moxemo BUKOpHucToByBatH Geometry shader posrisiHemo
BapI1aHT KU HaM JIOITOMXKE.

Compute Shader — me Tun meiaepa B rpadidHUX Oporpamax, SKU
MpU3HAYEHUH [l BAKOHAHHS 00uYucieHb Ha rpadiunux npouecopax (GPU). Bin
BXOJUTh Yy CKJaJ IIEHAepiB y MHPOrpaMHOMY 3a0€3Ne4eHHl, M0 MHIATPUMYE
cranaaptHi rpadiuni API, Taki ssk OpenGL a6o DirectX. OcHOBHMM 3aBIaHHSM
Compute Shader € BUKOHaHHS OOYMCIIIOBAIIBHUX 3a7a4 Ha BEJMKIM KIJIBKOCTI
JaHMUX MapajielabHoO, IO JT03BOJISIE BAKOPUCTOBYBATH MOTY>KHICTh MapasieIbHOrO
obuucnenns GPU.

Compute Shader 103BoJisie BUKOHYBAaTH OOUUCIICHHS HAa TUCAYAX YU HABITh
MiTpiOHaX 00'eKTiB mapanenbHo. Lle 0cobmmBo epekTUuBHO AT OOYUCICHB, K1
MOKHA PO3IUTUTH Ha He3aNexH1 3ajayi.
Takox Mae A0OCTyn JI0 BJIACHOI JIOKAJIBHOI Ta CHUIBHOI Mam'siTi, IO J03BOJSE
e()eKTUBHO BUKOPHUCTOBYBAaTH IaM'siTb Ha BIJAMIHY BIJl BEPIIMHHUX Ta
(bparMeHTHHUX LIeiIepiB.

VY BigMiHy BiJ cTaHfapTHux meiepiB, Compute Shader He B3aemosie 3
npoiecoM BigoOpakeHHs Tpadikd. BiH mnpu3HaueHWd BUKIIOYHO IS
00YUCIIEHHS.

Compute Shader Hayiae BenuKy rHY4YKICTh JJI1 BAKOHAHHS PI3HOMAHITHUX
OOYHUCITIOBAILHUX 3aBJaHb, 1 BiH MOKe€ OyTH BHUKOPHUCTAHUWM JJisi BEJIUKOI
KUTBKOCT1 PI3HUX 3aCTOCYBaHb, 110 BUXOSAThH 3a MEXKi TpadidHOTO PEHICPHUHTY.
O6uucmoBanbHa Mojaens Compute Shader 6asyerbest Ha poOoUMX Tpymax, sKi
MOXXYTh OyTH OpraHi3oBaHi B JIOKajbHI Ta rioOanbHi rpynu. Lle mo3Boisie

KepyBaTH MapaJIeTbHICTIO Ta PO3IMO/ILIOM 3aB/IaHb.
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N

X
Dispatch Tiean Thread
Group

Puc. 2.3. Bizyamnizamis rpyn Compute shader

Po6oui rpynu (Work Groups) € KOHIIETIII€10, sTKa BUBHAYAE OpraHizallio i
B3a€MO/IiI0 MOTOKIB B O0YMCIIOBANBHUX IIIeiepax, 30kpema B Compute Shader.
Konu Bu BukopuctoByere Compute Shader, Bu MaeTe MOXKJIMBICTh BU3HAYATH Ta
KepyBaT poOOUYMMH Tpylamu, sIKi BIAMOBIAAIOTH 3a MapajieibHe BUKOHAHHS
3aB/IaHb.

Ile Benuki rpynu, siki O0'€AHYIOTh TOTOKM B OJHIA poOouiil rpyi,
OXOIUTIOIOYH BCIO 00JIacTh 00uYMclieHb. BOHM BHU3HAYarOTHCSA HA TJIOOATBHOMY
PiBHI Ta TOKPUBAIOTH YCIO 3aJ]aHy TIPOCTIp OOYHCIICHb.

Kosxna poboua rpymna MiCTUTh NIEBHY KUIBKICTh NOTOKIB, SIKI BUKOHYIOTh
O0OYHUCIICHHS TapalenbHO.

[ToToku B Mexkax oAHIET poOOYOi Ipyu MOXKYTh CIIUIKYBATHCS M13K COOO00
yepes3 JOKaJIbHY MaM'aTh, 10 A€ MOXKJIMBICTh CHHXPOHI3aLlli Ta 0OMIHY JaHUMHU.

Koxna poOoua rpymna mae CBiif yHIKJIbHHUH 1A€HTU(IKATOP, KU MOXE
OyTH BUKOPUCTAHUH JIJIs1 BA3HAYCHHS, SIKa caMe TpyTa BUKOHYE JTaHy poOOTY.

Takox, KOXeH MOTIK y poOouiil rpymni Mae CBiif BIACHUN YHIKaJTbHUMN
11eHTUdIKATOP, SIKUA MOKe OyTH BUKOPUCTAHUM AJI PI3HUX OOUMCIICHb.

PoGoui rpynu B Compute Shader HagaroTh MOXIUBICTH €()EKTUBHO
BUKOPHCTOBYBATH MapajesibHl 0OUMCIICHHS Ta YNPaBIATH POOOTOIO MOTOKIB Y
BEJIMKUX OOYMCITIOBATbHUX 3aBHaHHAIX. Lls KoHIenIis 0co0IMBO KOpPUCHA st
3a/1a4, e MOXJIMBO MOAUTMTH OOYUCIICHHS Ha HE3aJIeKH1 YaCTHUHU, SIKI MOXKYTh

OyTH BUKOHAaHI MapajeibHO.
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OTxe, MM IUIAaHYEMO TIEPEMICTUTH OCHOBHI omepaliii 3 0OYHCIIeHHS
no3uiiii Ta ontumizauii B Compute Shader. Lle m03BoiNTH HaM BHKOHYBaTH
OOYHUCIICHHS JIMINE TOJl, KOJU I1e¢ HeoOXimHo. OTpuMaHi pe3yibTaTH OyleMo
nepeaBaT 10 MeHAepy TpaBu Il MOAAIBIIOr0 BUKOpUcTaHHsS. [led miaxing
703BOJISIE €(DEKTUBHO BUKOPUCTOBYBATH MOTY)KHICTh MapajeIbHUX OOYNCICHB
Ha GPU Ta 3a0e3neuye rHydKicCTh Y BUKOPUCTaHHI OOYHCIICHD I ONTUMI3AIl]
MO3UIIIH Ta THIITUX aCHEKTiB.

Ane, mo0 1e Bce 3ampaloBalio, MOTPIOHO JOCHITUTH, SKI TEXHIKH

ornTuMizaii 3Hag00IATC.

2.2. OnTumizanisi npouecy

OnTtumizaiiisi y CBITI pO3pOOKH IrOp CTa€ KIIOYOBUM EJIEMEHTOM, SIKUA
BU3HAyae KoMGOpPT 1 3aJ0BOJICHHS BiJ BIATBOPEHHS BIPTYaJbHHX CBITIB.
BaxxnuBicTh 1IbOrO MpoIeCy HEe MOKe OyTH HEAOOI[IHEHA, OCKUIbKU BiJl HOTO
YCHIITHOCTI  3QJICKUTh 3/IaTHICTh TPABIIIB  HACOJIOPKYBATHCS  TOBHICTIO
PO3pOO0IEHUMH ITPOBUMHU YHIBEPCYMaMHu.

['pa, sika MBHAKO pearye Ta MUTTEBO BiITYKY€TbCS Ha KOMaHAM TPaBIIA,
CTa€ OCHOBOIO JIJIsi IMMEPCHUBHOTO JOCBITy. OnTrMi3allis HallpaBjieHa Ha Te, 100
YHUKHYTH OyJIb-SKMX 3aTPUMOK YHM BHCHOBKIB, SIKIi MOXYTh pPO34apyBaTH
KOPHUCTYyBaua.

Merta ontumi3aliii mojsira€ He JTUIIE Y BUPIIMIEHHI KOHKPETHUX TEXHIYHHUX
npobisieMm, ane ¥ y ToMmy, 100 3pOOUTH TpoIeC SKHAWMEHIN MOMITHUM IS
rpaBrsg. OnTumiszaniis MOBHHHA CTaTH HEBUIAMMOIO PYKOIO, sIKa TIOJICTIIYE
IpaBIIeBl BIIUYTTS MOTJIMOIEHHS Y CBIT IPH.

OnTuMmizallito TpaBu B rpl MOXe BKJIIOYATH B ce0e po3poOKy TEXHOJOTIH,
110 JTO3BOJISIFOTh CTBOPIOBATH pPeallicTU4HI Ta ePeKTUBHI rpadiuHi eIEeMEHTH, HE

HaATO O6T$DKYI-O‘IPI CUCTEMY I'paBIId.
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B nporeci ontumizaiii rpadgiku, po3poOHUKH MOXKYTh IIYKATH CIIOCOOH
3MEHIICHHS HAaBaHTA)XCHHS Ha 00UMCITIOBAIBbHI PecypcH, 30epiratouu mpu IbOMY
BHUCOKHI CTaHJIApPT Bi3yaJbHOI SIKOCTI.

Konum  onTumizamiss  ycmillHO — BOPOBaJKeHa, TI'paBelb  MOXKE
MOTJIMOJIFOBATUCSA B IPOBUH CBIT, HE IEpEHMalOUnCh TEXHIYHUMHU acniekTamu. Lle
JI03BOJISIE TPABIIEBI MAKCUMAJILHO BiIUyBaTH aTMoc(epy Ta HacOJIOKYBaTHCS
KOXXHUM MOMEHTOM TPH.

OnTumizallis B TEWMIHTY — 1€ TOHKE MHCTEUTBO, SKE BHMAarae
30aJ1aHCOBAaHOCTI MDK TEXHIYHOK €(EeKTHUBHICTIO Ta 3aJ0BOJICHHSM Bij TpH.
Po3poOnuKY, TparHy4u 10 ONTUMaIbHOI MPOTYKTUBHOCTI, CTBOPIOIOTH 3acaau
JUISL TOTO, 00 TPaBellb MIT HACOJIOHKYBATHCS KOXKHIM MOMEHTOM T€HMILICIO,
HE BTpavyaro4u BIAYYTTS IMMEpPCIi Ta 3aJI0BOJICHHS.

JlocmiguMo, sIKk MOKHO ONTUMI3YBAaTH TPaBy B HAIIIOMY BUIIAJIKY:

1. Distance culling. Texuika onTumi3aliii, Kka BHKOPHUCTOBYETHCS B
KOMIT'FOTEpHIM rpadiil A MiJABUILIEHHS MPOIYKTUBHOCTI 00poOKHM TpadiuHOi
iH(pOopMmarlii, 0co6JIMBO B KOHTEKCTI BiIOOpakeHHsI TpUBUMIipHUX clieH. OCHOBHA
171esl IOJIATae B TOMY, 1100 OOYUCITIOBATH Ta PEHICPUTH TpadidHi 00'€KTH JIHIIIE
TO/1, KOJIM BOHH 3HaXOAATHCS BU3HAUYEHOI'O BIJICTAHI B1Jl TOUKH OTJIALY (KaMepH)
rpaBig. O0'ekTH, K1 mepeOyBarOTh 3a MEXKaMU I1i€1 BU3HAYEHOI BIJCTaHi, HE
PEHACPATHCS, IO TPU3BOAUTH IO 3MCHIIICHHS 00CATY 00YMCIICHD Ta T ABUIIICHHS
MPOTyKTUBHOCTI.

3a3Buuai, BUKOPUCTOBYIOTHCS (OPMYJIH BIJACTaHI MDK Kamepow Ta
00'€eKTOM IS BU3HAYCHHS TOT'O, HAa SIKIM BIJICTAHI BOHM 3HAXOJATHLCS OJIMH Bl
OJTHOTO.

B penaeprHroBOMy IpoIieci peali3oBaHO YMOBY, sika TIEpeBipsi€e, 9 00'€KT
nepedyBae B Meax BiFICTaH1 BiACIUeHHs. K10 00'€EKT 3HAXOUTHCS 32 MEKAMU

I1€1 BiJICTaH1, HOTO PEHJIEPUHT MOXKE OYTH TIPOITYIIICHH.
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Ile n03BOJIsIE 3MEHIIMTH KIUIBKICTh 00'€KTIB, SKI MOTPIOHO PEHIACPHUTH,
JI0TIOMAara€ 3MEHIUTA HaBaHTAXEHHS Ha rpadivyHUN MPOIECOp Ta MOKPANTUTH
MPOTyKTUBHICTb.

Jlo3Bonsie  edexTuBHINIE  BUKOPUCTOBYBAaTM  pecypcu  rpadiyHoi
M1JICUCTEMHU.

AJle TakoXX MOXKE€ BHUKJIMKATH apTedakTh abo HeOodiKyBaHI 3HUKHCHHS
00'e€KTIB, SIKIIO BEJIUKI 00'€KTH PO3TAIIOBAHI 32 MEXaMHU B1JCTaH1 BIJICIYCHHS.

Bumarae 1o1aTKOBOTO O0UHCIIIOBATHLHOTO Yacy JJI IEPEBIPKHU BIJICTaHI Ta
BU3HAYEHHS BUIMMOCTI 00'E€KTIB.

TexHika BIACIYEHHS 3a BIJICTAHHIO BHKOPHCTOBYEThCS B Oaratbox 3D-
rpadiyHMX TporpaMax Ta Irpax s ONTUMI3allii BiOOpakeHHS O00'€KTIB 1
3a0€e3MeUeHHs ONTUMANIbHOT TPOIYKTUBHOCTI NP BEIUKINA KUIBKOCTI IrpadiuHuX
€JIEMEHTIB.

2. Frustrum culling. Texnika onTumizarii, ska BUKOPUCTOBYETHCS B
KOMM'tOTepHIN rpadimi Il MiABUIIECHHS TPOJIYKTUBHOCTI IUIAXOM BiJICIYEHHS
rpadiganx 00'€KTiB, SIKI HE MOTPAIUIAIOTh Y BUIuMU 00'eM (frustum) xamepu.
Kamepa ctBoproe koHycomnoaiOHy 00JacTh, SIKy Ha3WBAaKOTh BUIUMUM 00'€eMOM
a6o frustrum, 1 Bci 00'eKTH, K1 HE MEPETUHAIOTH LI 00'€M, BUKIIIOUAOTHCS 3
O0OYUCIIEHb PEHJICPUHTY.

Frustrum — e o0nacTh, siky 6auuth kamepa. Y 3D-rpadiliii BoHa 3a3Bu4ait
Mae ¢hopmy TipamMiu 9 KOHYCa 1 OXOTUTIOE BC1 00'€KTH, K1 MOKIIUBO TTOOAYUTH
3 IIEBHO1 TOYKH OIJISAAY.

Po3paxynok frustrum Bxirouae B cede 00UMCIeHHS MOro IIIOI1, OplEHTAIIIT
Ta po3TamnryBaHHS B TipocTopi. Lle Moke OyTH BHKOHAHO Ha €Tarll IMiJArOTOBKHU
creHu a0o i1 Yac peHACPUHTY.

Koxen rpagiunuii 00'ekT mHepeBIpsETbCS HA TE€, YW MEPETUHAE BIH
BunuMuii 00'em (frustum) xamepu. OO0'exTH, siIKi HEe TOTpAIUIOTh y frustrum,

BUKJIIOYAIOTHCS 3 MIPOIIECY PEHACPUHTY.
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IcnytoTh pi3Hi anroputmu Juis peanizamii frustrum culling, Taki sk
QITOPUTMH TIEPETHUHY MpOCTOpy oO0'ekra 3 frustrum (Hampukiajg, ajaropuTM
00'€KTa-BUIMMOT0 TPOCTOPY abo anroputM Mimiepa) abo BUKOPUCTaHHS
MPOCTUX TEOMETPUUYHUX OOMEKEHb.

Ile n03BOJI€ 3HAYHO 3MEHIUUTH KUIBKICTh OO'€KTIB, SKI PEHAEPATHCA,
CHpHsi€ TIIBUIIEHHIO TPOIYKTUBHOCTI rpadiyHOi CUCTEMHU. 3MEHIIye 00Csry
o0YHCIeHb TiJl dYac pEeHACPUHTY, IO BAXIWBO Ui ONTHUMAJIBHOT
MPOTyKTUBHOCTI.

Ane 1€ MOXKe TMPHU3BOJUTU JO NpoOJeM, KOJIM OO0'€KTH YaCTKOBO
3HaXoAAThCA B frustrum, 1 yacTuHa iX HE peHAEpUTHCA. TakoXK MpHu 301IbIIEH]
KUTBKOCTI 00’€KTIB 30UIBIIYETHCA KIIBKICTh JOMAATKOBHX OOYHCICHBb JUIS
MepeBIPKU BUIUMOCT1 00'€KTIB.

Frustrum culling € Bax/iMBorO onTHMi3ali€0 B po3poOLi KOMITIOTEPHUX
irop Ta JA0JIaTKIB B rajy3i Bi3yajisallii, JomoMararodu 3a0e3neduTH IIBUIKE Ta
edeKTUBHE BIIOOpaXEHHS TUIBKUA BUIUMUX 00'€KTIB.

3. [Tepenecenns obuncnens 3 Fragment Shader no Vertex shader.

[lepenecenns obunciiens 3 pparmentHoro meiaepa (Fragment Shader) no
BepiminHHOro 1ednepa (Vertex Shader) € opHi€ro 3 TexHIK ONTHUMI3allii
rpadiunoro pengepunry. ILls TexHika chnpsMoBaHa ~Ha  3MEHIICHHS
O0YHCITIOBAILHOTO HABAHTAXCHHSI HAa (parMEeHTHHH e iep, 16 00UNCITIOIOTHCS
3HAYEHHS JIJIs1 KOYKHOTO TIKCEeNsl EKpaHy, 1 MepeMilleHHs YaCTUHU 00UYUCIICHB 10
BEPIIMHHOTO Ieinepa, e OOYUCITIOIOTHCS 3HAYEHHS JJIs KOXKHOI BEpIUIMHU
o0'ekTa.

@parMeHTHUN TIeHIep BUKOHYETHCS IS KOXXKHOTO TIKCENs Ha eKpaHi
micis pactepusanii. BepmuHHMI meiaep BUKOHYEThCS Il KOXKHOI BEPIIMHU
00'ekTa mepe;] pacTepusalicro.

@parMeHTHUN TIeAep YacTO BHUKOPUCTOBYETHCS HJisi OOYMCICHHS

OCBITJIEHOCTI, TEKCTYp, TiHEH, aHIMallii To1mo. OCKUIbKH BiH BUKJIUKAETHCS JJISI
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KOKHOTO MIKCEeNsl, MOKE BUHUKHYTH BEJIMKa KUIBKICTb OOYMCIIEHb, IO MOXKE
3aTPUMYyBATH MIBUIKO/IIIO.

Yactuna oOuyucieHbr MOke OyTH TEPEeHEeCEeHa J0 BEPIIMHHOTO IMIeHepa.
Hanpuknan, sKiio 3HauyeHHs 0JJHAKOBI ISl BCIX MIKCENIB, MOKHA X O0YHUCIUTH
B BEpLUIMHHOMY LIEiepl 1 nepeaaTtH y (pparMeHTHH.

Jns mepenayui 0OYMCICHUX 3HAYEHBb BIJl BEPIIMHHOTO J10 (pparMeHTHOTO
mIeiiiepa BUKOPUCTOBYIOTBCS CTPYKTYDA.

[le no3Bossie e(PEeKTUBHO BHUKOPUCTOBYBATU PE3YJIbTaTH OOYHCICHb
BEpIIMHHOTO IIeinepa y (pparMeHTHOMY. 3MEHIIUTU KUIbKICTh OOYHUCICHb y
(dbparmenTHOMY 1Ieiaepi. [{e nonmomarae miaABUIIUTYH TPOAYKTUBHICTh, OCOOJIMBO
MIPY BEJIMKIN KUTBKOCTI MIKCEJIIB Ha €KpaHi.

[lepeHoc oOuucieHb 3 (parMeHTHOro Ielaepa M0 BEPIIMHHOTO €
YaCTHHOIO CTpaTerii onTuMizalii, sika BKIIOYa€e B ce0e pO3CIOBAHHS 00UYNCIEHb
Ha pi3H1 eTanu rpadiyHOr0 KOHBEEPA 3 METOIO IMiIBUIIICHHS IIPOIYKTHBHOCTI Ta
3a0e3MeYeHHs ONTUMAIBHOTO BUKOPHUCTAHHS PECYPCIB.

4, Chunking (po3mineHHs). Texnika ONTHUMI3allii, sKa
BUKOPUCTOBYETHCS B ITPOBUX JBUTYHAX Ta IpadiuHUX Mporpamax uis HOALTY
clueHu abo CBITY Ha MEHIII YAaCTHUHH, SIKI Ha3uBarOThes "yankamu'. KoxkeH yaHk
€ OKpEeMHUM O00'€KTOM, SKUW PEHIEPUTHCS Ta OOPOOISETHCS HE3AIEKHO BIJ
IHIIMX, 110 MOXE MPU3BECTH JIO0 TOKPAIICHHS MPOyKTUBHOCTI Ta €)eKTUBHOTO
BHKOPHUCTaHHS PECYPCIB.

Yank — 11e pparmMeHT ciieHu ado CBITY, SIKU 00pOOIISETHCS Ta PEHACPUTHCS
HE3aJIeXKHO B1J IHIIMX YaHKiB. Lle Moxe OyTu ¢pparMeHT 3emii, OKpeMuil 00'eKT
a00 HaBITH II1JIa 30HA TPH.

Po3mineHHs peHIEpUHTY MOXKE JOTMOMOTTH PO3MOIUINTH 3aBIaHHS
00UYHCIIEHh MK TIPOILIECOPOM Ta TpadiyHOIO0 KapTOH, MOKPAILYIOYU B3aEMOJII0

MDK IIMMH KOMIIOHEHTaAMHU.
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Yanku [03BOJISIOTH Kpallle YIPaBIsTH BUKOPUCTAHHSIM TpadiuHuM
nponeccoM. Jlumie HeoOXinHI YaHKH OOpOOIIOTCS, 3MEHIIYIOUU 00CsIT paboTu
SIKUW HEOOX1HO BUKOHATH 3a OJWH KaJIp.

PosminenHss peHACpUHTY HAa 4YaHKH € TIOMYJSIPHOK CTPATETi€r0
onTUMI3allli, 0COOJMBO B IFPOBIN poO3pOOIIl, A€ TO3BOJISIE MIATPUMYBATH BEIHUKI
Ta BIJKPUTI CBITH, 3MEHIIYIOUM MPHU LIbOMY HaBaHTKEHHS Ha TPOLIECOp Ta
rpadiyHy IiJCUCTEMY.

5. LOD (Bim anrm. — Level of Details). Texnika onTumizarii B
rpadiyHOMY PEHJICPUHTY, sIKa TOJIArae B 3MiHI PiBHA JeTaii3allii Mojaenei abo
TEKCTYp B 3aJIEKHOCTI BiJ BIJAAQJIECHOCTI Iisggada ado kamepu. OCHOBHa 11es
MOJIATAa€ B TOMY, 1100 BUKOPHCTOBYBATH MEHIII JIETaT130BaHi Bepcii 00'ekTiB a0
TEKCTYp, KOJIM BOHU 3HAXOAATHCS JAJICKO Bl TOYKH OTJISTY, | BAKOPUCTOBYBATH
OLIBII JIeTallI30BaH1 BepCii, KOJIU 00'€KT cTae OJMKUe.

Koxxen o0'ekt abo TekcTypa Mae Kijibka piBHIB AeTamizamii. LI piBHi
MOXXYTh OyTH CTBOPEHI IEpeayacHo Iij 4ac MPOEKTyBaHHsS a00 reHepyBaTHCs
ABTOMAaTHYHO HAa OCHOBI T€OMETPUYHUX 200 TEKCTYPHHUX aHAIII3IB.

BuzHauaeTbcs BiicTaHb, Ha sIKii Ma€e BiI0OyBaTUCS 3MiHA PIBHSI AeTaTi3allii.
Ski1o 00'eKT 3HAXOUTHCS 32 MEKAMU I11€1 BiJICTaH1, BUKOPUCTOBYETHCSI MEHIII
JeTaaizoBaHa Bepcis.

LOD 3a3Buuaii 3ajie:)xuTh Bijl BiJIJIaJIEHOCTI 00'€KTa Bl KAMEPH YU TOUYKH
orisay. Yum nmani o0'€KT, THM MEHIII JIeTali30BaHa BepCisi BAKOPUCTOBYEThHCHA.

[le mo3BOsIE MOKPAIIUTHA MPOAYKTHBHOCTI TIPH PEHIIEPUHTY BEIHUKHUX Ta
CKJIQJHUX CIICH.

Texnika LOD nonmomarae onTumMi3yBaTu peHIEPUHT, OCOOIHBO y BETUKUX
IrpoBUX CBiTax abo0 cIrieHax, 3abes3neuyround OalaHC MDK JIeTali3alli€lo Ta
MPOTYKTUBHICTIO.

6. Indirect Render. BuxopucTtoByeThCsi Ui PEHICPUHTY BEIHKOI
KUTBKOCTI €K3eMIUISIpIB OJHOTO M TOoro >k o0'ekrta. Ll TexHika € 4acCTHHOIO

cTparerii omruMmi3zalii, ¢ HU3BKOPIBHEB1 omeparii rpadidyHOTO PEHACPUHTY
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BUKOPHUCTOBYIOTBCSl /ISl 3a0€3ME€YEHHS MaKCHUMaJbHOI MPOJYKTUBHOCTI IIpU
BEJIMKUX 00csrax rpadiuaux 00'eKTiB.

JIO3BOJIIE  pEHJepuTH  OaraTo  eK3eMIUIIpiB  OAHOTO  00'eKTa,
BUKOPUCTOBYIOUM TUIBKM OAMH BUKIMK (QyHKuii. Ile 3HauHO moOKpallye
MPOJYKTUBHICTh B TMOPIBHSAHHI 13 OKPEMHUMH BHUKIUMKAMH JUISI KOXKHOTO
eK3eMILIsIpa.

OpHuM 3 KIIIOYOBUX €JIEMEHTIB € BUKOPUCTAaHHS Oydepa, skl MICTUTh
JaH1 PO eK3eMIUISIPH, TaKl K 1X mo3ullii, 00epTaHHs, pO3MIp Ta IHIII aTPUOYTH.
Leit Oydep, yacTo BU3HaAUCHUH K Oydep I peHAESPUHTY 1HCTAHCIB.

3aMICTh BEJIMKOI KUIBKOCTI OKPEMHUX BUKJIHMKIB JIsl KOKHOTO €K3eMIUISIpa
rpadigHOi MOJIeNT1, BUKOPUCTOBYETHCS OJIMH BUKJIUK, 110 TOJICTIIYE YIIPABIIHHS

Ta ONTHUMI3aIliI0 KOJY.
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PO3/11 3
MPAKTAYHA PEAJI3AIS 3ATTPOIIOHOBAHMX PIIIEHD

3.1. Po3poOka meiinepa

Po3nounemMo 3 HaAWMPOCTIIOTO BI3yallbHOTO CTWJIIO, SIKHM  Oyje
BUKOPUCTOBYBATHUCS JJI B1IOOpakeHHs TpaBu. Hagamo 1boMy CTUIIO Ha3BYy,
11100 YITKO BU3HAYUTH HOTO XapakTep, 1 OroJIOCUMO HEOOX1/IHI BIACTUBOCTI ISt
rpadigHOTO MpeACTaBICHHS.

Buznaunmo HeoOXiJHI BJIACTHUBOCTI, SIKI OyAyTh BHKOPHUCTOBYBATHUCS B
PO3p00IJICHOMY M€ Iepi AJIsi CTBOPEHHS PEaiCTUYHOTO B1J0OpakeHHs TpaBu. L1
BJIACTUBOCTI OYIyTh KJIIOYOBUMHU €JIEMEHTaMH, SKI BU3HAYAIOTh 30BHINTHIN
BUTJISL TPABU Ha rpadiuHOMY iHTEpPeiici.

JI1st 1boro HEOOX1THO BUKOPUCTATH TaKl KOJbOPH

- _BottomColor

- _MainColorBottom

- _MainColorTop

Bizyanbuuii ctune TpaBu Oyae NpeNCTaBICHUNA TpbOMa OCHOBHUMU
KojbopaMu. [lepmmii KoJlip BU3HAYAETHCS SK HWKHINA TOH, KM CHIBIAJAE 3
KOJBLOPOM 3€MJIi, Ha sIKii pocTe TpaBa. Takuil MiaXiJ JOTIOMOXKE YHUKHYTH
KOH(DIIKTY MK BI3yaJIbHUM B1JI00Opa)KEHHSM TpaBH Ta 3eMJI1, 3a0€3MeUyI0UH pH
IbOMY HEOOX1THHI PIB€Hh KOHTPACTHOCTI.

Kpim TOoro, [jisi JOCSATHEHHS €CTETHYHOTO BUIJIALY  TpPaBH,
BUKOPHCTOBYBAaTUMYTHCS III€ JIBA OCHOBHUX KOJBOPH, SIKi OYAyTh 3MIITyBaTUCS
MK coboro. Il komOiHamis KOJIBOPIB JOJACTh Bi3yasllbHY TJIMOWHY Ta

PI3HOMAHITTS, POOJISTYM BUTJISA TPABU OUTbII MPUBAOJIMBUM Ta HATYPAIbHUM.
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Main Color
Top

Main Color
Bottom

Bottom Collor

Puc. 3.1. Bizyamnizariis meinepy TpaBu
[[Io6 BU3HAYUTH SKOTO Koyipy Oyjae Tikcenb ckopuctyemocs UV
KopaiHaTamu menry. Ckopuctyemocs (popMyJIor0 JIHEHHOT IHTEPIOALII.
Bama dopmyna Burisigae Ha JiHINHY 1HTEPHOJAIII0 MK a Ta b 3a

JOTIOMOTOI0 TapaMeTpa w. Sl MOXy 3amucaTd Iie y OuUlblll MaTeMaTUYHOMY

BUTJISLL:

result = a+w x (b — a)

ne:

result — orpumane 3HaueHHS (pe3yJIbTaT IHTEPIIOJIALLIT);

a — MOYAaTKOBE 3HAYEHHS;

b — kiHIIEBE 3HAUYEHHS;

W — napametp Baru (Big 0 10 1), sKuii KOHTPOJIOE CTYMIHb THTEPIOAIIT
Mix a Ta b.

3aBasku ik popMyIti mopaxyeMo Kouip mikcento, sikiuo UV kopauHatu
no y, menme HiK 0.2 To 3poOumo iHTepnossamito Mk _BottomColor Ta

_MainColorBottom, sikmio 6ibmie Mk MainColorBottom Ta _MainColorTop.
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Otpumanuii pesynbTar mnoBepHeMO sk Bektop fixed4 ¢parmenTHOl
byHKIIii.

Skimo marepiai 3 UM MEHASPOM JOAaTH MEITY, OTPHUMAEMO TPAIIEHT 3 3-
X koJibopiB. Tox, Tpebda mpoleypHO BCe PO3MICTUTH B CBITI.

Hopobumo Vertex pyHkIito.

[To-nepiie, Tpeba moaatu o0 Tpasa 3aBXKIAU IUBHIIACS 0 Kamepu. Tpebda
3apEHJPUTH IIOCKUN 00’ €KT B 3 BUMIPHOMY MPOCTOPI.

[IIo6 me 3poOuTH, HEOOXITHO CKOPUCTATUCS OCHOBHUMHU MATPHUISIMU
Unity.

— UNITY MATRIX V: lle BumoBa Marpulisi, sKka BIJANOBIAAE 3a
NEPETBOPEHHSI KOOPAMHAT 31 CBITOBOI CHUCTEMH KOOPJIMHAT JI0 CHCTEMHU
KOOpAWHAT KamMepH (BUIY).

— UNITY MATRIX P: lle npoekuiiiHa MaTpHIis, siKa BIAMOBIJIAE 3a
IIPOCKIIIF0 TPUBUMIPHHUX 00'€KTIB HA JBOBUMIPHUHN €KpaH.

— UNITY_ MATRIX VP: Ile no0yTok MaTpuilb BHAY Ta HPOEKIIii
(UNITY _MATRIX V * UNITY MATRIX P). BukopucrtoByerbcs s
MEPETBOPEHHSI KOOPAMHAT 31 CBITOBOT CUCTEMH JI0 CHCTEMHU KOOPJIWHAT EKpaHy.
UNITY MATRIX MVP: Ile 1o0yTOK TpbOX OCHOBHHMX MaTpPHIlb: MOJEIBHOT
(Model), Bunosoi (View) ta npoekiiiinoi (Projection). BukopuctoByeThcs aist
NIEPETBOPCHHS BEPIIMH BiJ JOKAIbHUX KOOPAMHAT MOJEII [0 EKpPaHHHX
KOOpJMHAT.

SKIIO MEepeMHOXKHUTH  TIO3WINII0 TIO3WINI BEPTEKCI X Ta y Ha
UNITY_MATRIX_V, oTpumaeMo KOpAMHATH SIKI OYJIyTh pa3MOJIOXKEH] Y
CHUCTEeMI KOpAMHAT KaMep, 1€ JO3BOJUTh PEHACPUTH 00’ €KTH MOBEPHYTHUMHU A0
KaMepH.

AHiMarlis TpaBu B rpadimi Ta irpoBiid po3poOui Moxke OyTH BHKOHaHa
pI3HMMH criocoOaMu, ajie 3a3BUYail BOHA 0a3yeThCs Ha MPUHIUIIAX CUMYIISINT

OPUPOAHUX PYXIB. € KIJIbKa MIIX0/IIB 10 CTBOPEHHS aHIMAIlll TPaBH:
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CtBOpuUMO aHIMAaITto BUKOPHUCTOBYIOUHN Simplex noise.
Simplex noise — me oaHa 3 Bapiamii mymMoBHX (YHKINH, ska Oyna
3anporionoBana Kenowm Ilepninom y 2001 pomi. Simplex noise € mokpamieHor
aJIbTEPHATUBOIO KJIacuuHOMY 11yMy [lepiiHa, OCKiIbKM BOHA BOJIOAIE KpaIlUMHU
XapaKTepUCTUKaMH, 30KpeMa, BOHA MPAIIO€ IIBUJIIIIE Ta MAa€ MEHIIE apTe(aKTiB.

OcHOBHA BIIMIHHICTh MK KJIACHYHUM LIyMOM Ta Simplex noise nossirae
Yy BUKOPUCTaHH1 BUCOKOY3TIOJIKEHUX CUMILIEKCIB.

Cumruiekc — 1e TeoMeTpudHa irypa B IpOCTOPi BUIIUX BUMIPIB.

Simplex noise edexkTuBHIIIE MPOSBIsE ceOe Yy BUIMX BUMIPAX, a TAKOX HE
Mae npobiemMu apTedaxTiB, AKi MOKYTh BUHUKHYTH MPU MEBHUX KOHPITyparisax
KJIACUYHOTO TIIyMY.

Simplex noise BoJO/i€ BETUKUM IEPIOAOM, HU3BKUMHU apTepakTamMu Ta
BUINOI0 30aJlaHCOBAHICTIO, 110 POOUTH MOro ijaeaidbHUM s Tpadiku Ta
CUMYJIAIIIN.

VY nopiBHSHHI 3 KJIACHMYHUM IIyMOM, Simplex noise mpaioe HIBUILIE,
0COOJIMBO B BUIIIMX BUMIpax.

®opmyna Simplex noise A€lIO CKIAAHINIA, HIX Y KJIACUYHOTO IIyMYy, 1
BOHA BUKOPUCTOBYE CUMIUIEKC-CTPYKTYPH JJISi CTBOPEHHSI OCHOBHU TSI IITyMOBOT
GbyHKITI.

Bxinaumu pganumu s GyHKIl Oyjae Mo3ullii KOKHOTO BepTeKca 3
J0JTaHUM TTapameTpoM _Time sIkuii penpe3eHTy€ MPONICHNI Jac.

Buxigaumu mgaHumMu OyJie 4YHCIO SKE IEPEeMHOKAEMO Ha TO3UIIII0
BEpTEKCa, ajie TUTbKH JUISl BEpXHHOIO YACTHHH MeEIIIa.

Sxio 3apa3 HaKIACTU MaTepiai 3 UM MIEHAepOM IIJIEHH, MA OTPUMAEMO
JIMIIIE OJTHY TPABUHKY.

Jani HeoOX1IHO PO3pOOUTH PILIEHHS JJIsl TPOLIEAYPHOI TeHepallii TpaBu.

Jlist poro porineHo Bukopuctatu ComputeShader.
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[IpouenypHe reHepyBaHHs MO3UIINA 3HAXOAUTH IIMPOKE BUKOPUCTAHHS B
rpaiyHUX 3aCTOCYHKAaX, 0COOJIMBO MPU CTBOPEHHI PEalliCTUYHHUX ITPOBHX CBITIB
9M Bi3yaiizailii CKIaJHUX CIIEH.

OnuH 13 MOTYXHUX 1HCTpYMEHTIB juisi 1boro — ComputeShader, sikuit
JI03BOJISIE BAKOHYBATH OOYMCIICHHS HAa rpaiyHUX MpoIecopax.

VYV nponeci Bukopuctanus ComputeShader st reHepaiii Mmo3wuilii,
CHOYaTKy BHM3HAUYAIOTHCA MapaMeTpH, sKi BIUIMBATUMYTh Ha PE3yJIbTYIOUUH
o0'ekt. Hampuknan, me moxke OyTH KUIBKICTh TOYOK, iXHIA poO3mojii, abo
(bakTopu, 110 BIUIMBAIOTH HA TXHIO B3a€EMOJIIO.

Cam ComputeShader Bu3HauaeTbcs aIrOpUTMOM, SIKUH BpaxoOBY€ BKa3aH1
[apaMeTpyu Ta TEHEpyE€ KOOpAMHATH [UId KOXHOI Touyku. llel mnpouec
B1IOYBA€ETHCS MapajeNbHO i KOKHOI TOYKH, BUKOPUCTOBYIOYM BOYIOBaH1
¢yHK11i rpad1yHOro npouecopa.

PesynpraTom € HaOip mMo3WIii, SKU MOXKHA BUKOPUCTOBYBAaTU st
pO3MILIEHHSI O0'€KTIB Yy TPUBUMIPHOMY TMpocTopi. BaxinBoro mnepeBaroro
Bukopuctanus ComputeShader € #ioro Bucoka MpOIyKTUBHICTh, OCKUIBKH BiH
BUKOPUCTOBYE rpadiyHuUi  mpouecop g  OOYHCIEHb, PO3rPykKalyu
LEHTPaJIBLHUM MPOLIECOP BiJl 3ai1BOr0 HABATAXKEHHS.

Buznaunmo BXiIH1 JaHi:

— _Width — mapameTp sikuii 0003HaYasi MIMPUHY 30HH y sKil Oyje
TpaBa,;

- _Height — mapamerp sikuii OyaeMO BHKOPHUCTOBYBATH JUIsI
MEPEMHOXKEHHS 3 KapTOI BHCOTH JUIsl OTPUMAHHS HACKIUIbKU Tpeba MigHSATH
HaIy TpaBy,

- _Density — mapamerp sikuii 03HaUa€ CKUTbKU B OJHOMY sty Oyie
TpaBH;

- _HeightMap — wopHo-6ina TekcTypa, sika 30epirae iHPOpMAaIIito Ipo
BucoTy y konbopi (0,0,0) — uuzuna, (1,1,1) — Bucora.

BukopucraeMo kapty, 1o 300paxkeHa Ha puc. 3.2.
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Puc. 3.2. Kapra Bucot

[Ticnst TbOTO HEOOX1THO TIOPAXyYBATH TOUKY JUTsl OAHIET TPABUHKH, 3aBISKH
OOYHUCITIOBAILHOMY HIEHACPY, MU MOXEMO PO30UTH paboTy Ha § MOTOKIB 1Mo X
Ta 8 NOTOKIB 110 Y. OTxe, 64 MOTOKH.

[TopaxyBaBIK MO3UINIIO KOKHOI TPABUHKHU SK MH JUIMMO 11 HA IIUPUHY
30HY TPaBH OTPUMYEMO HOPMaJTi30BaHi 3HAUYCHHS SIKi 0y IeMO BUKOPHUCTOBYBATH

JUTSL BUpaxXyBaHHS BHCOTH 3a qoriomororo ¢yHkiii Texture2D.SampleLevel()
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OcHoBHa MeTa (PYHKIIT — OTPUMAHHS 3HAYEHHS TEKCTYpU B KOHKPETHIN
TOYIIL.

OTpuMaHe 3HAuY€HHS JO0JA€EMO JO BHUCOTHU MO3MIII Ta 3alUCyeEMO B
StructuredBuffer.

CrpykrypoBanuii 6ydep (Structured Buffer) € ogaum i3 BuaiB Oydepis,
II0 BHUKOPHUCTOBYIOTHCSI B TMPOTpaMyBaHHI IIEHJEPiB, 30KpeMa B MOBax
nporpamyBanHs, Takux sk HLSL (High-Level Shading Language) y KOHTEKCT1
DirectX.

OcHoBHa i7ies1 CTpYKTypoBaHOTro Oydepa mossrae B ToMy, 110 BiH MICTUTh
€JIEMEHTH MEBHOI CTPYKTypH aaHux. Ha BiaMiHy Bix 3BuUYailiHux Oydepis
(manpuxman, Buffer<float4>), nme kokeH eleMEHT € OJHUM YHCIOM a0o
BEKTOPOM, CTPYKTypoBaHUU Oydep Mo)Ke MICTUTH CKIAJHI CTPYKTYpH, Kl
BHU3HAYEHI1 KOPUCTYBAaYEM.

Hapasi TpaBa Burisgae sk ciTka, e KOXeH 00’ €KT PIBHOBIIAICHUH BiT
1HIIOTO.

[[Io6 momatv ecTeTWKH, 10/JaMO BHUMAAKOBOCTI. CKOpPHUCTYBaBIIWCH
¢dynkuieto myma. B namomy Bunanky ue oyae Simplex Noise.

Jonamo rorose pimeHHs sike cTtBoproe Simplex Noise. Ham morpidona
byukIis sika Oyae npuiiMatu float2 (mo3uirito mo oci Xz), Ta NIEPEMHOKUMO 1X 3
PaHJAOMHMM 3HAYEHSIM C1JIOM ISl sIKUX Oyze 1HauTiikaTop moToky Xy. Tak sk
¢bynkmii pangomy B HLSL ta CG Hemae, CKOPUCTYyEMOCS IITyMOM TIepJIiHa.

Bin 3na4yHO mipocrimie Ta #oro GyHKIII0 MOKHO ONMHUCATH (POPMYIIOIO:

frac(sin(dot(uv, float2(12.9898,78.233)) - 43758.5453)

OTpuMaBIIM 3MIIIEHHS MO OCI X Ta Z, I0JaMO 1X JI0 MO3UIi TpaBy, Ta
OTPUMAEMO PaHOMHY TPOIIETYPHY TeHEPAIIi0 TPaBH.

Takox, oxapasy mopaxyemo Scale. Ile motpiOHO s TOrO, MO0 TpaBa
BUIJISAIaJ1a HEOTHOPOAHOIO Ta JKHUBOIO.

[Ilo6 BigoOpa3uTu 3eMill0 JJIsl TpaBH, CTBOPUMO Takuid caMuid

ComputeShader. 3renepyemo mer.



37

ITepioueproBo BU3Ha4a€ThCs KUIbKICTh BEPIINH, BPaXOBYOUH IIMPUHY Ta
netanizanito 00'ekta. Lle Bka3ye Ha BUCOKHI pIBEHb JeTani3alli Ta TOYHOCTI IPU
MO/IETTFOBAHHI.

BuOipkoBe CTBOpEHHsI KOXKHOT BEPIIMHM 31MCHIOETHCS 3 ypaxyBaHHSIM
napameTpiB IUIOLIMHH, YTBOPIOIOYM KOOPAMHATH BIANOBIJHUX TOYOK Yy
TPUBUMIPHOMY IpocTopi. BripoBamkeHuil MexaHi3M BU3HAUY€HHS TPUKYTHHKIB
BOKJIMBUKA Uil (OPMYBAaHHS TE€OMETPUYHOI CTPYKTYpH IUIeHHY, a ix
po3TanryBaHHs BijoOpa)kae BUCOKUH PIBEHb PO3YMIHHS TOIOIOTIT 00'€KTa.

BizHauaeTbes BipaBHE BCTAHOBJICHHSI HOpMaJIeil sl KOXKHOI BEPILIMHH,
BKa3yIOUYH Ha CIIPUTHY 0OPOOKY acleKTiB OCBITIEHHS. JJOCKOHAO 3/1IHCHIOETHCS
TaK0X BU3HAUEHHS TEKCTYPHUX KOOPAHMHAT, TAPaHTYIOUU TOUYHE BiOOpakKeHHS
BEPIIMH Ha TEKCTYPI.

3aBeplIaJbHUM €TarloM € IHTErpalis OTpUMaHUX JaHUX y Mell, KU €
BTUICHHAM KOHCTpYyloBaHOro mieiHy. Lleli koj € Bupa3soM BHILOTO piBHA
MaiCTEepHOCTI B rajay3i po3poOKH TPUBUMIPHUX OO0'€KTIB Ta HaJa€ MOKa30BUH
MPUKIIAJT OPraHi30BAaHOIO Ta ONTHUMI30BAHOIO IJAXOAY JO CTBOPCHHS
Tr€OMETPUYHUX CTPYKTYP.

Otpumanuii mem nepenaemo B e oguH ComputeShader, sikuii Takox
reHepye MO3ULIIT ajie BXKe JIJIs TOYOK Mela.

Jnst pennepy TpaBH 3HagOOMTCS TakOX camM MeElI, CTBOPUMO HOro B

cepenouii Blender.
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Puc. 3.3 BucokonoquroHaiabHUK MEII TPABU

BbyB cTBOopenuii memi 3 14 BepTekaieit — OCHOBHUM MeIIl.
3acmaBHuMoO Tpadiky, sk Ham npornonye Unity depes Instantiate Tta

ctBopenHs: GameQODbject.
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Hani. o0’enHaeMo Bce B OJIHOMO CKPHUTII TIpoIleccopl sKuUK Oyne
3aiiMaTHCs 3’ €IHAHSIM KOAY Ta TPUMAEMO NEPIIUNA Pe3ybTar.

[Tpu 16384 06’exTax Maemo B cepeaHboMy Jutie 75 fps.

Audio

Puc. 3.4. TpaBa 3 irpoBux 00’€KTiB

SIK110 301LIBIINUTH KiIbCITh 10 1048576, ot oTpumMaemo 0.5 fps.

Puc. 3.5.TpaBa 3 gy’ke BeTUKOi KIIBKOCTI 00’ €KTIB

[le#i BapiaHT BUTJIAAa€ Ty>X€ TOTaHO, TOMY HEOOXIJHA ONTHUMI3allis

poIiecy.
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3.2. OnTumMizauisi peHaepy

[[lo6 onTuMizyBaTH 1 TOKpaIIUTH KOJ, MOKHA BIAMOBUTHCS Bif
BukopuctanHa Game Object y mpoiieci CTBOpEHHs IJIEHHY Ta 3aMiCTh L[bOTO
BukopuctoByBatu Metoj Graphics.DrawMeshlnstancedIndirect. Ileli miaxing
J03BOJISIE 30UTBIIMTH MPOJYKTUBHICTh Ta 3MEHILIUTHA OOYMCIIIOBAIbHI BUTPATH,
[IITXOM MacOBOT'O MaJIOBAaHHS MEIIIB.

Graphics.DrawMeshlinstancedindirect — me ¢yHKIiA sKa JT03BOJISE
BinTBOptoBatu Memn (3D mopeni) Oarato pasiB, BukopuctoBytoun GPU.
OcHOBHa 17e5 TOJIsSIrae B TOMY, 1100 YHUKHYTH HAJMIPHOI'O HaBaHTAKCHHS Ha
nentpanbanii mporecop (CPU) 1 BUKOpHUCTOBYBAaTH MOTY>KHOCTI TpadidHOTO
npouecopa (GPU) nns edpexkrruBHOro MacmraOyBaHHs 00'€KTIB y CIEHI.

3a3Buuyaili BOHA BUKOPUCTOBY€TbCA 3 Oydepamu, Kl MICTATHh 1HAEKCU
(Hanmpukiaz, y BUrIsAl Oydepa ais peHASPUHTY, 110 MICTUTh 1H(GOpMAITiO TIPO
pO3MillleHHs, 00epTaHHS 1 MacIITald eK3eMILISAPIB).

[Homi Bam He mTOTPIOHO BPYYHY 3aJaBaTU TMOJOKEHHS KOXKHOTO
€K3eMIUISIpa. 3aMICTh LILOTO BU MOKETE€ BUKOPHUCTOBYBATU 1HAUPEKTHI Oydepwu,
Kl aBTOMaTUYHO T€HEPYIOTHCS, 100 YHUKHYTH HAaIMIPHOI pOoOOTH Ha CTOPOHI
CPU.

[lepenmmemo  kox  mielaepy Tak, 100 BiH  TpamioBaB 3
DrawMeshInstancedIndirect. Temep meiinep Oyae mpuiitmMaTd B BEPIIUHHY
¢ynkuiro SV InstancelD, mo € yHikaabHUM i1AeHTHU(IKATOPOM TMpU HOTO
B1JI00paKEHHI.

[Tepenamo ycepenuny meinepy Oydep positionBuffer. 3Bepratounce 3a
JIOTIOMOT'OI0 YHIKaJIbHOTO 1JIeHTU(]IKATOpa, OTPUMAEMO PO3paxOBaHy MO3UIIIIO Ta
po3mip 3 mporo Oydepa. IloTim mogamMo 110 MO3HUINIO A0 JIOKAIBHOI MO3MIIIT
BEPIIHHHU, 0O 3MICTUTH HOTO.

Tenep DrawMeshInstancedIndirect crBoputh BCl MOTpiOHI Memni, a

mIeiIep PO3CTaBUTh iX IO MICIISIM.
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Tako TPOXH 3MEHIIIUMO PO3MIp, 1100 MOKPAITUTH Bi3yal.
[lepeBipuMO pe3yabTaTH IIi€T OMTUMI3AIT].
[Tpu pernepi 4056 06’€kTiB 3 TonepeaHIM po3MipoM MaemMo cepeaHi 380

fps.

Puc. 3.6. Penaep tpaBu uepe3 DrawMeshlnstancedindirect

[Tpu pennepi 4056 06’ €kTiB 3 HOBUM po3MipoM MaeMo cepeniHi 380 fps.
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[Tpu penaepi 1048576 06’ €KTiB 3 HOBUM pO3MipoM Maemo cepeni 100

fps.

Puc. 3.8. Pennep Benukoi kmibkoTi 00’ exTiB yepe3 DrawMeshlnstancedindirect

Puc.

3.9. Bun 3Bepxy
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OTpumasid 3HaAYHUM MOPUPICT y MPOAYKTHUBHOCTI MPOLECY PEHIEPIHTY,
KU JOCUTH ICTOTHHH 111 000X BUMA/IKIB BUKOPUCTAHHS. Y MEPIIOMY BUMAAKY,
KOJIM KUIBKICTh OO'€KTIB II[e HE HACTIJIBLKH BEJIWKA, BIA3HAYAETHCS MPHOIU3HO
M'STUHHUA TPUPICT €PEKTUBHOCTI. Y APYroMy BHUIAJKYy LEH HPHUPICT CATae
Mmaitxxe 200 pasib.

[le#t pe3ynbTar Bpa)karouuil 1 BKa3ye€ Ha BUCOKY €(PEKTHBHICTh HAIIIOTO
PO3pOOIECHOTO PEHACPUHTY. 3a3HAYMMO, 110 MH JOCSATIIM HE JIUIIE BPaKardnx
MOKa3HUKIB €PEKTUBHOCTI, ajie i po3pOOUIIN YHIKATHHUHN Bi3yadbHUN CTUIIb.

AJe 11e He KiHellb, MU MOXEMO ONTUMI3YyBaTH Iie cuibHime. s uporo
peaitizyemo iHITy TeXHiKy onTumiszarii — Frustrum Culling.

{06 peamizyBatu Frustrum Culling po3pooumo Houit Compute Shader
AKui OyJe mpuiiMaTh CTBOPEHUN Hamu padimie Oydep mo3uuiid. Jjis KoKHOT
MO3HUIIIT MPOBEIEMO pa3paxyHoOK, 100 3p03yMITH MOTPIOHO MOT0 Bi1OOpakaTH YU
Hi. st mporo nepeseamo mosutii B ClipSpace.

Clip Space (mpocTip o0Opi3aHHs) — 11e ojHa 3 (a3 B rpadiyHOMY KOHBEEDPI,
sKa BU3HAYAE, TK KOOPJAMHATH BEpITUH TpadigHux 00'€KTIB IEPETBOPIOIOTHCS Ta
00pi3at0ThCs MiJl Yac IXHHOTO MPOXO0KeHHs uyepe3 3D-npocTip 1 nepeTBOpeHHs
Ha ekpaHH1 koopauHaTH. [licis mpolaeHHs mpocTopy oOpi3aHHsA 00'€KTH, SK1
MO>KJIMBO BK€ HE 3HaXOHATHCS B 00J1aCTI BUIMMOCTI, BIICIKAFOTHCS JUIST EKOHOMIT
OOYHUCITIOBAJILHUX PECYpPCIB Ta TMOJIMIIEHHS MPOIYKTUBHOCTI TIpadiyHOro
JIBUTYHA.

ClipSpace BUKOPHUCTOBYEThCA MJisi HOpMaiizalii KOOpJIWHAT BEPIIUH,
pPO3TAlIOBAHUX y TPUBUMIPHOMY MPOCTOPI, 1 IEPETBOPEHHS iX Y MPSAMOKYTHUI
o0macTh, sika BiamoBigae expany. Lleit mporec BkiItoyae B ce0e BUKOPUCTAHHS
MaTpullb TpaHchopmallii Ta npoueayp oOpi3aHHs, K1 BUBHAYAOTh, K1 YACTUHU
00'ekTiB TOBUMHHI OyTH BijmoOpakeHi Ha ekpani. ClipSpace € BaXIJIHMBOIO
YaCTHMHOIO TpadiuHOro KOHBEEpa, sfKa JO3BOJISIE ONTUMAIBHO BIJIOOpaXkaTu

TPUBHUMIPHI 00'€KTU HA IBOBUMIPHOMY €KpaHi.
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[TeperBopusim nosuiiito 3 WorldSpace no ClipSpace, mu Mmoxke 00poOouTH
YU 3HAXOJUTHCSA el 00’ €KT B MeXax ekpaHy. Ko orpuManuii pe3yibrar Bij 0
10 1 To Mu peHaepemo 1eit 00’ €KT Ta HaBITaKH.

Skmo Tpeba peHmeperu — AojaeMo ieHTUdikaTop 10 HOBoro Oydepa.
Leit 0ypep mu OynemMoO OHOBIIOBATH KOXKEH Kajp. A B IIeiepl peHAepuUTH,
OpaTH TUIBKHU Ti MO3MITIT 110 3HAXOATCS Y HOBOMY Oydepi.

[lepeBipuMO OTpUMaHUM pe3yJibTar.

[Tpu pennepi 1048576 06’exriB 3 Frustum Culling maemo cepenni 140 fps.

Puc. 3.10. Onrumizanis uepe3 Frustrum Culliing

Lle nocsiraerbes 3aBIAKU TOMY, 110 TpadiuHUil MPoIEeCcCop HE 3aiMaEThCs
B1JIOOpa)KEHHSM HENOTPIOHMX HaM OO0 €KTIB, a TPATUTh CBIM pecypc TUIbKU Ha
MOTPiOHI.

k1o nepemimaTy rpaBid (Kamepy), el pe3yabTaT MOXKE 3MIHUIOBATHUCS!.
Hanpukian, SKIo peHaAepuTH MEHIINM y4acTOK, e()eKTUBHICTD I[bOTO PEHIEPY

301TBIIUTCS, 00 B Kazipi Oyie Habarato MEHIIEe TPaBU.



Puc. 3.11. Konyc pennepa

Puc. 3.12.Inmmii kaap TpaBu
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Puc. 3.13. He penneputs HEe MOTPiOHI YaCTUHU

[I{o6 0OMEXHUTH BEJHKI IIJIOIIM TPaBU, CKOPUCTYEMOCS 1HIIOK TEXHIKOIO
OTITHMI3aIlii.

Distance Culling — ny»e cxoxwuii Ha FrustrumCulling, ane orpaniuye jimiie
JTUCTAHITIIO J0 AKOi 00’ €KTH MOTPiOHO PEHIEPUTH, 1€ TO3BOJISIE 30€PETTH PECYPC
Ha BEJIWKWX YydYacTKax TpaBu. Jlogamo TmepeBipKy O TOTOX CaMOTo
o0uHnCIIOBaIBLHOTO HIeiaepy 1o 3aiiMaBcst Frustum Culling. Byaemo nepenaBatu
MO3UIIII0 KaMepH, Ta 00UUCIIFOBATH IICTAHIIIIO JIO TPaBU, SIKIIO JUCTAHIIIS O1IbIIa
HDK MTOTPIOHO TO 11eH 00’ eKT He Oyae mojaH 10 0ydepy imeHTudikaTopis.

Maemo B cepenabomy 180 fps
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Puc. 3.14. Pennep tpasu 3 Distance Culling

Puc. 3.15. Harnsinna Bisyadmizaiis DistanceCulling

Y 0Oe3nepepBHOMY TIOTOHI 3a BJIOCKOHAJICHHSM BXe€ OYyJIO OTPUMaHO

Bpakaroue 3pocTaHHs e(peKTUBHOCTI rpadiuHoro mpoiecopa. OnHak, aMOiIii He
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3YMUHAIOTBCS TYT — HACMpaBlli, HACTAaB Yac BUKOPUCTATH IOTEHIIAN II0-
MaKCUMYMY.
PeasnizoByemo octanni 2 Texuiku, Chunking ta LevelOfDetails.
[Toginumo mone TpaBU Ha cerMeHTH. KoxeH CerMeHT MaTume CBiit
Marepian Ta BiacHi 00'ektu ComputeShader nns onTumizaiiii Ta CTBOPEHHS

TpaBu. KoeH CerMeHT TaKOoXK BIJIMOBIJATUME 32 BIIACHUN PEHACPUHT TPaBH.

Puc. 3.16. Bizyanizaiis yaHkiB

BimoOpa3uMo KOXKEH CErMEHT i3 BIACHUM YHIKaJIbHUM BHUIAJKOBUM
KOJIbOPOM, 1100 TMEpEeKOHATHCS, IO KOXKEH CETMEHT TMPAaIloe MPaBUILHO.
[Ticns po3aijieHHs CIIEHW Ha CETMEHTH, MU TEPEXOJIMMO A0 peaiizailii piBHIB
netamzanii (LOD). B upomy Bumajaky MM MOHITOPUMO BiJICTaHb Bl KaMepu J10
KOKHOTO CErMEHTa. 3aJe)KHO BiJ L€l BigcTaHi, MU 3MIHIOEMO MEII CErMEHTA,
MIePEXO0/ISTYM BiJ] BUCOKOMOJITOHATBLHOT MO 10 HU3bKOIOJITOHAIBHOI.

Lleit mpouec 103BOJSE ONTHMI3yBaTU B1IOOpa)KEHHS O0'€KTIB y CLEHI
3aJIeKHO BiM 1X BiAJaleHOCTI Bim Kamepu, 3abe3medyroun eQeKTUBHE
BUKOPHUCTAaHHS PECYpPCIB Ta MOJIMIIEHHS MPOAYKTUBHOCTI I'paiyHOro JABUTYHA.

Po3pobumo noTpioHuit Memn B cepenonuiili Blender.
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Puc. 3.17. OrrtuMi30BaHUM MeEIll

[e#t memn ckiagaeThCs aUIIe 3 4 TOYOK Ta 2 TPUKYTHHKIB. B 3a1exxHOCTI
B1Jl BIJICTaHI, 11 MEII aBTOMAaTUYHO 3aMIHIOE OCHOBHY MOJIEJb, CIIPSIMOBYIOUHU
Ha ce0e MEHIIe HaBaHTA)XXEHHS Ha TpadiuHuil Mpolecop Ta 3MEHIIYIOYHU
KUTBKICTh TIPOXO/IB Y BEPTEKCHOMY IICHIEpI.

[lepeBipumo peamizanito LOD. Ilpu penaepi 1048576 06’ekTiB MaemMo
cepenni 220 fps.

Puc. 3.18. Peraep 06’ exriB 3 TexHikoro LOD
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OTpumanuii pe3yibTaT BUTJISAA€ Bpa)katoye 1 BaXKKO BUSBUTH B1JIMIHHOCTI
MK 3BHYAHHMM Ta ONTHMI30BAaHMM MeEIIEM Ha 3HA4YHIN BifacTaHi. Lle Beabpmu
3HAUyIIe, OCKUIbKM MaKCUMaJIbHO  MIHIMI3YEThCS  BIAYYTTS  PI3HUIL,
3a0e3Mneuyroun OpraHiyHuM Ta rapMOHINHUN BUTIISI.

Pi3HulIst TOMITHA, TIJIBKY SKILO MOTJISIHYTH 3 OJIM3bKO1 BIJICTaHI.
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Puc. 3.19. Ilormsa Ha 3BUYaHUNA Ta OITUMI30BaHUI MeEIIl

Hami  craproBu 3HauenHs npu o0poOmil048576 o00’exTiB  uepes
GameObject — 0.5 fps.

CTpyKTypi3yeMO pe3yJIbTaTh MOCHIIOBHOTO ONTUMI3yBaHHS:
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Taomur 3.1.

Tabdanusa nokpameHHs ONTUMI3anui 3 101aBAHHAM HOBHX MeTO/IiB

HasBa meTona ontumizanui Cepennst KUTbKICTb KaapiB
Indirect mesh instancing 100
Frustum culling 140
Distance culling 180
LOD + Chunking 220

Tectu Oynu BuKOHaHHI Ha onepaiiHii cucremi Mac OS,Ha npoueccopi

M1.
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BUCHOBKU

Y Xxoxl BUKOHAHHS JaHOi KBamidikamiiHoi poOoTH Oyn0 BHUBYEHO Ta
JOCIIHKEHO IMIMPOKUNA CHEKTP METOIIB CTBOPEHHS IICHIEpiB Ta ONTHUMI3aIlii
pPEHAPIHTY B irpoBOoMYy cepenoBulll. Lle q03BonMI0 HEe Juile 03HalOMUTHUCS 3
OCHOBHUMHM TEXHIYHUMHU acnekTamMu rpadiuHoro mnporpaMmyBaHHs, ale W
PO3KPUTH HOBI MOMJIMBOCTI JUIsI MIABUIIEHHS Bi3yallbHOI €(EeKTUBHOCTI Ta
CTUJIIO Y T€M-IeBEJIOITMEHTI.

B pamkax mocmipkeHHS BHKOPHUCTOBYBaBcs irpoBuid nBuryH Unity.
3actocyBaHHs TpadiuHOro NpPOrpaMyBaHHS Ta OOYHMCIIOBAJIBHUX MICHAEPIB
JO3BOJIMJIO TOCSTTH Bpa)KatouuX pe3ysbTaTiB Y BIATBOPEHHI Bi3yalbHUX €(EKTIB
Ta CTBOpPCHHI YHIKaITbHUX rpadiaanX pIIIICHD.
Pesynprar kBanmidikauiiftHoi poOoTH MOXe OyTH BUKOPUCTAHO B pO3pOOIIl irop.
Bin nmpuHece 10 mpoekTy He3a0yeMHil Bi3yallbHHI CTHIb, 100 AAaTH T'PaBLIO
€CTETUYHHUI JOCBIJl, 3a ONTUMAaJbHYy HAarpy3Ky Ha TpadiuHuil Mpoieccop.
Ha6ip pocnimkeHux BapiaHTiB ONTUMI3allli MOKe OyTH BUKOPUCTOBAH, B 1HILIUX
MIPOCKTAX, K1 JAI0Th BUKJIMK Y MacIITAOHOCTI, TaK SIK I1IXOJIUTh IO ONTHMIi3arlii
OCHOBHHMX I'paiuHUX POOJIEM 3 IKUMHU MOKE CTUKHYTUCS PO3POOHUK.

3arajioM, 1€ JOCHIIKEHHS UIIOCTPYIOTh CIIOCOOM Ta HaAOOHICTh B
onTUMI3aIlli, Ta TIOKa3y€ HACKUIbKH MOXKE€ OYTH BEJIUKHM TIPUPICT B

COBOKYITHOCTH 3aBASIKHN BUKOPUCTAHHIO ITUX MCTO}IiB.
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Jopatox A.

JlicTuHr nporpamu



public class GrassChunkProcessor : MonoBehaviour ({
[Header ("Chunk Settings")]
[SerializeField]
private int _numChunks = 9;

[SerializeField]
public int planeWidthSegments = 10;

[SerializeField]
private int density = 5;

[SerializeField]
public float planeWidth = 10f;

[SerializeField]
private Texture2D heightMap;

[SerializeField]
private float height = 1;

[Header ("Mesh Generate")]
[SerializeField]
private Material material;

[SerializeField]
public int planeVertCountSegment = 10;

[SerializeField]
private ComputeShader groundCompute;

[Header ("Grass render") ]
[SerializeField]
private ComputeShader grassPositionDefinerCompute;

[SerializeField]
private Mesh grassMesh;

[SerializeField]
private Mesh grassMeshLOD;

[SerializeField]
private float _lodDistance = 5;

[SerializeField]

private Material grassMaterial;

[Header ("Grass Culling")]
[SerializeField]
private ComputeShader grassCullingCompute;

private readonly List<Chunk> chunks = new();
private MeshFilter meshFilter;

private MeshRenderer meshRenderer;

public void Start() {
Init();

public void LateUpdate () {
UpdateChunks () ;

private void Init() {
CreateGround () ;



59

CreateChunks () ;

private void CreateGround() {
_meshFilter = GetComponent<MeshFilter>();
if (_meshFilter == null) {
~meshFilter = gameObject.AddComponent<MeshFilter>();

_meshRenderer = GetComponent<MeshRenderer>();

if (_meshRenderer == null) {
_meshRenderer = gameObject.AddComponent<MeshRenderer>();
_meshRenderer.material = material;

}

GeneratePlane () ;

CalculateHeight () ;

Recalculate();

private void GeneratePlane() {
~meshFilter.mesh = new PlaneMeshGenerator ( planeVertCountSegment - 1,
_planeWidth) .GeneratePlane () ;
}

private void CalculateHeight () {
_meshFilter.mesh.vertices = new MeshHeightMapScaler ( meshFilter.mesh, groundCompute,
_heightMap, _height).CalculatePositions();
}

private void Recalculate () {
~meshFilter.mesh.RecalculateNormals () ;
_meshFilter.mesh.RecalculateBounds () ;

private void CreateChunks () {
var countOfGrass = 0;
for (var x = 0; x < _numChunks; x++) {
for (var y = 0; y < numChunks; y++) {
CreateChunk (x, y);
var segments = planeWidthSegments * density;

countOfGrass += segments * segments;

Debug.Log (countOfGrass) ;

private void CreateChunk (int x, int y) {
var segments = planeWidthSegments * density;
var material = new Material ( grassMaterial);

var result = new ComputeBuffer (segments * segments, UnsafeUtility.SizeOf<floatd>(),
ComputeBufferType.Structured) ;

var ChunkWidth = planeWidth / numChunks;

float chunkl = numChunks / 2;

var offsetX = ChunkWidth * x + ChunkWidth * 0.5f;
var offsetY = ChunkWidth * y + ChunkWidth * 0.5f;

var dx = ChunkWidth / segments;
var dz = ChunkWidth / segments;

var pos = new Vector3();
pos.x = -chunkl * ChunkWidth + offsetX;
pos.z = -chunkl * ChunkWidth + offsetY;
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var o = GameObject.CreatePrimitive (PrimitiveType.Cube) ;
o.transform.position = pos;

var grassPositionProcessor = new ChunkGrassPositionProcessor (material, _heightMap, result,
_numChunks, x, y, segments, planeWidth, Instantiate( grassPositionDefinerCompute),
_height);

var args = new uint[5] { O, O, O, O, O };
args[0] = _grassMesh.GetIndexCount (0);
args[l] = 0;

args[2] = _grassMesh.GetIndexStart (0);
args[3] = grassMesh.GetBaseVertex(0);

var argsLod = new uint([5] { 0, 0, O, 0, O };
argsLod[0] = grassMeshLOD.GetIndexCount (0);
argsLod[1l] = 0;

argsLod[2] = grassMeshLOD.GetIndexStart (0);
argsLod[3] = _grassMeshLOD.GetBaseVertex (0);
var _args = new ComputeBuffer (1, args.Length * sizeof (uint),

ComputeBufferType.IndirectArguments) ;
_args.SetData (args) ;
material.SetColor (" ChunkColor", new Color (Random.value, Random.value, Random.value, 1));

var culling = new ChunkCulling(Instantiate( grassCullingCompute), result, argsLod, args,
_args, material, segments * segments, segments);

var chunkGrassRenderer = new ChunkGrassRenderer ( grassMesh, grassMeshLOD, material);

var chunk = new Chunk(grassPositionProcessor, culling, chunkGrassRenderer, _args, pos,
Camera.main.transform) ;

_chunks.Add (chunk) ;

private void UpdateChunks () {
foreach (var chunk in _chunks) {
chunk.Update () ;

public class ChunkCulling {
private Material material;

private ComputeShader _computeShader;
private ComputeBuffer grassPositions;
private ComputeBuffer result;

private ComputeBuffer args;

private ComputeBuffer sizeBuffer;

private int size;

private int _density;

int kernal;

private uint[] _argsData = new uint([5] { 0, O, 0, 0, O };
private uint[] _argsDataNoLod = new uint[5] { O, O, 0, O, 0 };

public bool Lod = false;

private Camera _camera;



public ChunkCulling (ComputeShader computeShader, ComputeBuffer grassPositions, uint[]

argsDataLod,uint[] argsDataNoLod ,ComputeBuffer args, Material material, int size, int
density) {

_args = args;

_argsData = argsDataLod;

_argsDataNoLod = argsDataNoLod;

_computeShader = computeShader;

_grassPositions = grassPositions;

~material = material;
_camera = Camera.main;
_size = size;
_density = density;

kernal = computeShader.FindKernel ("Cull");

_result = new ComputeBuffer( size,UnsafeUtility.SizeOf<uint>(),

ComputeBufferType.Append) ;

ResetArgs () ;
_computeShader.SetBuffer (kernal, " GrassPosition", grassPositions);
_computeShader.SetBuffer (kernal, " Result", result);

_computeShader.SetBuffer (kernal, " ArgsBuffer", args);

private void ResetArgs() {
if (Lod) {
_args.SetData(_argsData);
} else {
_args.SetData (_argsDataNoLod) ;

public ComputeBuffer GetArgsBuffer () {

return _args;

public void Cull() {
ResetArgs () ;
_result.SetCounterValue (0);

Matrix4x4 P = camera.projectionMatrix;

Matrix4x4 V = camera.transform.worldToLocalMatrix;

Matrix4x4 VP = P * V;

_computeShader.SetMatrix (" MATRIX VP", VP);
_computeShader.SetFloat (" Distance", 50);
_computeShader.SetVector (" PlayerPosition", camera.transform.position);

_computeShader.SetFloat (" Density", _density);

int count = density / 8 ;
_computeShader.Dispatch (kernal, count, count, 1);

_material.SetBuffer ("idBuffer", result);

public class ChunkGrassRenderer {
private Material material;

private Mesh grassMesh;
private Mesh grassMeshLod;

public bool IsLod = false;

public ChunkGrassRenderer (Mesh grassMesh,Mesh grassMeshlLod ,Material material ) {
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_grassMesh = grassMesh;
_grassMeshLod = grassMeshLod;
_material = material;

public void Render (ComputeBuffer args) {

if (IsLod) {
Graphics.DrawMeshInstancedIndirect ( _grassMeshLod, 0, material, new

Bounds (Vector3.zero, new Vector3(100.0f, 100.0f, 100.0f)), args);

} else {
Graphics.DrawMeshInstancedIndirect (_grassMesh, 0, material, new

Bounds (Vector3.zero, new Vector3(100.0f, 100.0f, 100.0f)), args);

}

public class ChunkGrassPositionProcessor {

private Material material;
private Texture2D heightmap;

private int planeWidthSegments;
private float _planeWidth;

private float height;

private ComputeShader grassPositionDefinerCompute;
private ComputeBuffer Result;

private int chunkSize;
private int _chunkNumX;
private int _chunkNumY;

private Camera _camera;

public ChunkGrassPositionProcessor (Material material, Texture2D heightmap, ComputeBuffer

positionBuffer, int chunkSize, int chunkNumX, int chunkNumY,

int planeWidthSegments, float planeWidth, ComputeShader grassPositionDefinerCompute,

float height) {

Result = positionBuffer;
_camera = Camera.main;
_chunkSize = chunkSize;

_ chunkNumX chunkNumX;
_chunkNumY = chunkNumY;

_material = material;

_heightmap = heightmap;

_planeWidthSegments = planeWidthSegments;

_planeWidth = planeWidth;

_grassPositionDefinerCompute = Object.Instantiate(grassPositionDefinerCompute) ;
_height = height;

PositionDefinerBuffer () ;

public void PositionDefinerBuffer () {

int kernal = grassPositionDefinerCompute.FindKernel ("DefinePosition");
Matrix4x4 P = camera.projectionMatrix;
Matrix4x4 V = camera.transform.worldToLocalMatrix;

Matrix4x4d VP = P * V;

_grassPositionDefinerCompute.SetMatrix (" MATRIX VP", VP);



_grassPositionDefinerCompute
_grassPositionDefinerCompute
_grassPositionDefinerCompute
_grassPositionDefinerCompute
_grassPositionDefinerCompute.
_grassPositionDefinerCompute
_grassPositionDefinerCompute.
_grassPositionDefinerCompute

int count =

"

_planeWidthSegments / 8;
_grassPositionDefinerCompute.Dispatch (kernal,

_material.SetBuffer ("positionBuffer", Result);

public ComputeBuffer GetPositionBuffer() {

return Result;

public class Chunk {
public
public
public
public

ChunkCulling _culling;
ComputeBuffer args;

public
public

Vector3 position;
Transform player;

public
ChunkGrassRenderer chunkGrassRenderer,
{
_grassPositionProcessor =
_chunkGrassRenderer =
_culling = culling;
_position = position;
_args = args;
_player = player;

ComputeBuffer args,

grassPositionProcessor;
chunkGrassRenderer;

_grassPositionProcessor.PositionDefinerBuffer();

public void FixedUpdate () {
}

public void Update () {
Vector3 playerScreenPos =
Vector3 objectScreenPos =

if (objectScreenPos.z - playerScreenPos.z < -20) {
return;

}

if (Vector3.Distance( position, player.position)
return;

}

if (Vector3.Distance( position, player.position)
_culling.Lod = true;
_chunkGrassRenderer.IsLod = true;

} else {
_culling.Lod = false;
_chunkGrassRenderer.IsLod false;

count, count,

.SetInt ("ChunkX", chunkNumX) ;
.SetInt ("ChunkY", _chunkNumY);
.SetInt ("ChunkNums", chunkSize);
.SetFloat (" Density", _planeWidthSegments);
SetFloat (" _Width", planeWidth);
.SetFloat (" Height", height);
SetBuffer (kernal,
.SetTexture (kernal,

" Result", Result);

1);

ChunkGrassPositionProcessor grassPositionProcessor;
ChunkGrassRenderer chunkGrassRenderer;

Vector3 position,

> 80) {

> 30) {
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_HeightMap", heightmap);

Chunk (ChunkGrassPositionProcessor grassPositionProcessor,ChunkCulling culling,

Transform player)

Camera.main.WorldToScreenPoint (_player.position);
Camera.main.WorldToScreenPoint (_position);
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)

~culling.Cull();
_chunkGrassRenderer.Render (_args) ;

Shader "Instanced/InstancedShader" {

Properties {
_BottomColor ("Bottom Color", Color) = (1, 1, 1)
_MainColorBottom ("Main Color Bottom", Color) = (1, 1, 1)
~MainColorTop ("Main Color Top", Color) = (1, 1, 1)
_Scale("Scale", Float) = 1.0

}

SubShader {
Pass {

Tags {"LightMode"="ForwardBase"}
CGPROGRAM

#pragma vertex vert
#pragma fragment frag
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#pragma multi compile fwdbase nolightmap nodirlightmap nodynlightmap novertexlight

#pragma target 4.5

#include "UnityCG.cginc"
#include "AutoLight.cginc"
#include "Simplex.cginc"

float4d BottomColor ;
float4 MainColorBottom ;
float4 MainColorTop ;
float4 AmbientColor;

float Scale;

StructuredBuffer<float4> positionBuffer;
StructuredBuffer<uint> idBuffer;

struct v2f

{
floatd posCord : SV_POSITION;
float2 uvCord : TEXCOORDO;

}i

v2f vert (appdata full v, uint instanceID : SV _InstancelD)
{
float4 data = positionBuffer[idBuffer[instanceID]];
//floatd4 data = positionBuffer[instancelID];

const float3 rightCameraView = UNITY MATRIX V[O0].xyz;
const float3 upCameraView = UNITY MATRIX V[1].xyz;

float3 localPosition = v.vertex.x * rightCameraView;
localPosition += v.vertex.y * upCameraView;

float3 worldPosition = data.xyz + localPosition * data
worldPosition += rightCameraView * noise(worldPosition

* 0.05 * wv.vertex.y * v.vertex.y;

v2f o;

o.posCord = mul (UNITY MATRIX VP, float4(worldPosition,
o.uvCord = v.texcoord;

return o;

.w * Scale;
.xz * 0.3 + Time

1.0£));

9%
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fixed4 frag (v2f i) : SV Target

{
fixed4 gradient ;

if(i.uvCord.y < 0.2f)
{
gradient = lerp( BottomColor, MainColorBottom, i.uvCord.y * 5);
}
if(i.uvCord.y > 0.2f )
{

gradient = lerp( MainColorBottom, MainColorTop, i.uvCord.y-0.2f);
fixed4 output = gradient;

return output;

ENDCG

#pragma kernel Cull

#include "UnityShaderUtilities.cginc"
float4x4 MATRIX VP;
float Density;

StructuredBuffer<float4> GrassPosition;
RWStructuredBuffer<uint> _ArgsBuffer;
AppendStructuredBuffer<uint> Result;

float Distance;
float4 PlayerPosition;

bool Vote( float4 position) {
floatd4 viewspace = mul( MATRIX VP, position);

float3 clipspace = viewspace.xyz;
clipspace /= -viewspace.w;

clipspace.x = clipspace.x / 2.0f + 0.5f;
clipspace.y clipspace.y / 2.0f + 0.5f;
clipspace.z = -viewspace.w;

bool inView = (clipspace.x < -0.2f || clipspace.x > 1.2f || clipspace.z <= 0.0f 2 0 : 1)
&& distance(_PlayerPosition.xyz, position.xyz) < _Distance;

return inView;

[numthreads (8,8,1)]
void Cull (uint3 id : SV _DispatchThreadID)
{

float4 position = GrassPosition[id.x * ( _Density) + id.y];

if (Vote (floatd (position.xyz, 1)))

{
InterlockedAdd( ArgsBuffer([1l], 1);
_Result.Append(id.x * ( Density) + id.y);

#pragma kernel DefinePosition



#include "Simplex.compute"

#include "UnityShaderUtilities.cginc"
float4x4 MATRIX VP;

floatdx4 BaseTransform;

float Density;

float Width;

float _Height;

Texture2D HeightMap;
SamplerState sampler HeightMap;

RWStructuredBuffer<float4> Result;

bool Vote( float4 position) {

floatd4 viewspace = mul (_MATRIX VP,

float3 clipspace = viewspace.xyz;
clipspace /= -viewspace.w;

position);

clipspace.x = clipspace.x / 2.0f + 0.5f;
clipspace.y = clipspace.y / 2.0f + 0.5f;

clipspace.

N
Il

-viewspace.w;

bool inView = clipspace.x < -0.2f

return inView;

float Random(float2 uv)
{

|| clipspace.x > 1.2f ||

clipspace.z <= -0.1f 2 0

return frac(sin(dot (uv, float2(12.9898, 78.233))) * 43758.5453);

[numthreads (8,8,1) ]

void DefinePosition (uint3 id : SV_DispatchThreadID)

{
float dx = _Width / _Density;
float dz = Width / Density;

float4 pos = 0.0f;

pos.x = id.x * dx - Width / 2;
pos.z = id.y * dz - Width / 2;

float noisel = snoise(float2(pos.xz));

float noise2 = snoise(pos.xz);

pos.x += noisel * Random(id.xy) * 0.2f;
pos.z += noise2 * Random(id.xy + 1) * 0.4f;

float randomHeightPercent = 0.6f;
float randomHeight = Random (id.xy)

* randomHeightPercent;

float height = randomHeight + (1 - randomHeightPercent);

pos.w = height;

float2 uv = float2(pos.x/( Width/2), pos.z/( Width/2));

float4 change = HeightMap.SampleLevel (sampler HeightMap,
pos.y = change.r * Height - 0.015f;

_Result[id.x * ( Density) + id.y]

#pragma kernel CalculateGround

= (pos);

1;
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StructuredBuffer<float3> Vertices;
StructuredBuffer<float2> UV;
RWStructuredBuffer<float3> Result;

Texture2D HeightMap;
SamplerState sampler HeightMap;

float _Height;

[numthreads (64,1,1)]
void CalculateGround (uint3 id : SV_DispatchThreadID)

{
float3 vert =

_Vertices[id.x];

float2 uv = UVI[id.x];

float4 change

_Result[id.x]

= HeightMap.SampleLevel (sampler HeightMap, uv,

= float3(vert.x, change.r * Height, vert.z);
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