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SHADER OPTIMISATION DURING SCENE
CREATION IN BLENDER
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Y cydacHuX iH(GOpMAIITHAX TEXHOJOTISIX, 30KpeMa KOMII FOTEpHIN
rpadiri, 3Ha4Hy POJIb BIJIITPAE HE JIUIIE TEXHIYHA JOCKOHATICTh 300pasKeHHS,
a ¥ #oro ecretmuHa BUpa3HicTh [l, 2]. 3 po3BHTKOM IHAYCTpii Bimeoirop,
IHTepaKTUBHUX MeJlia Ta aHIMallii 3p0CTae TOMUT Ha HECTAHIAPTHI, XyA0KHBO
CTHJTI30BaHi CIIEHH, SKi 34aTHI BUKIMKATH EMOLIHHIN BIATYK y KOPHCTyBada Ta
MiAKPECIUTH YHIKAIBbHICTh Bi3yallbHOTO CTWIO TpoekTy [3]. OmamM i3
KITIOUOBHX IHCTPYMEHTIB, IIIO JI03BOJISIE IOCSTTH TaKOTO eQeKTy, € meinepn —
CrHelialibHl MPOrpaMu, sIKi KepylTh Bidyaji3alli€elo 00’€KTiB Ha piBHI
rpadgiunoro mpomecopa [4-5]. BukopucTaHHS IICHOCPIB  T03BOJISIE
peai3oByBaTH Pi3HOMAHITHI Bi3yasbHi €()EKTH: BiJ MPOCTOr0 OCBITIICHHS 0
CKJIaJIHUX IPOLEAYPHUX MarepiaiiB Ta mocToOpoOku [6]. OnHaK CTBOpEHHS
HICH/IEpiB, SIKi € OHOYACHO Bi3yaJbHO NMEPEKOHJIMBHUMH Ta MPOLYKTHBHUMH,
BUMarae IIMOOKOTO PO3YMIHHS SIK TEXHIYHUX AaCHEKTiB PEHIECPHUHTY, TaK 1
XYIOKHIX MPUHIUMIB cTrtizamii [7—9]. OcoOauBo 1€ akTyalnbHO JUIS CIICH, 10
BIIXOIATH BiJ (poTopearnismy 1 NMparHyTh IepelaTH IEBHY armocdepy 4u
Xy#nokHiH HacTpiit [10]. Meroro poOOTH € BIPOBAKEHHS Ta ONTHMIi3aris
mIeWaepiB Al CTBOPEHHsI CTHIII30BAaHHUX Ta MEPeKOHIMBUX ciieH y Blender, 3
METOI0  IOKPAICHHS BI3yaJllbHOTO CHPHUHATTS 0Oe3 3HAYHMX BTpar
npoxyKTHBHOCTI. O0’€KTOM JOCTIIKCHHS € TMPOIeC peali3almil mekaepiB ta
TPHUBUMIPHHUX ClLieH y iporpamHoMy cepenouii Blender. [Ipenmerom € Mmozpeni
Ta METOJM peaisallii, BIPOBaKSHHS Ta ONTHMI3allii meiaepiB Ipyu CTBOPSHHI
CTHJII30BaHUX Ta MEPEKOHJIMBUX CIICH.

CrBopenHst outline (KOHTYPHOTO) IIeiiiepa € BaXKJIMBAM €TalloM CTHJII3allil
CIIEHH, 0COOJIMBO SIKIIIO0 MU MIPArHEMO JOCSTTH BI3yaJIbHOTO e(eKTy, MoAiOHOTO
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JI0 py4Hoi aHimauii a6o rpadignoro pomany. KoHTypHuil 1mieiinep 103Boisie
00BOANTH CHIyeTH OO0’ €KTIB TOHKMMH JIIHISIMH, TUM CaMHM IIOKpAIlyl0dn
Bi3yajbHE CHPUHAHATTS (GOpPMH, DIHMOMHM Ta MEX MDK eleMEeHTaMHU
cuean [11-13]. Le He nmme momae XymOXHBOTO CTHIIIO, alleé W 3HAYHO
MOKpaIIye YUTa0CeNbHICTh CKIAIHUX CIICH, OCOOJIMBO B yYMOBax 3HIDKCHOI
nmetamizanii abo cremudigHoro ocBimieHHs. Y mapi 3 Toon Shader, sxwii
BIZINOBIa€ 3a pi3Ki mepexonu Mk cBiTioM 1 TiHHiO, Outline Shader Bukonye
(hyHKII0 3aBEPIIATIFHOTO MITPHUXA — MiAKPECITIOE 0OPHCH Ta CTPYKTYPy MOJIEI.
{06 ctBopuTH outline shader, Ham Tak caMO HE 3HAOOUTHCS Oararo HOJMIB —
BiH CTBOPIOETHCS BIJIHOCHO HPOCTO, ajie MPU LOMY JI03BOJISIE JIOCATTH JIyXKe
eexTHOrO CTMIII30BaHOTO pe3ynbrary [14]. Ha pucyHnky mMokHa modauutu
CTBOpEHHS ILIeHIepy B peJakTopi meiiepis (puc. 1).
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Pucynok 1 — CTBopeHHs meiiiepy B perakTopi

ABTOpamMH pealli3oBaHO KOJHMBaHHS TPaBHHOK 3a JONOMOIOI0 IIyMy Ta
4acoBoi aHiMallil, 3aBJSIKM YOMY OTPUMAaHO M’SIKMH pyX, SIKMH IMITye BIUIMB
BiTpy. KokHa TpaBMHKa OTpHMaia CBOI YHIKAallbHY IO3HUIII0, HAXWJ i HaBIiTh
KOJIip, 110 3pO0MIIO TIOKPHUB Pi3HOMAaHITHUM i nmpupogauM. OKpiM reoMeTpii Ta
PYXy, TaKkOXX OAadHM KOJIIPHY Bapiamilo, KEpOBaHy BHUIIAIKOBHM (AKTOPOM
(puc. 2). Takox y poOOTi BH3HAUYE€HO BHMOTU JI0 XYIOXXHBOTO CTHIIIO Ta
TeXHIYHO1 pearizanii crieH. [IpoBeneHo MpoekTyBaHHS Bi3yalbHUX €(EKTiB, 110
BKJIIOYAJO CTBOPEHHS TPOTOTHITIB CIEH, MiIOip OCBITICHHA, MarepialiB i
PO3pOOKY BIIACHHX IICHICPIB 32 TOMOMOTI00 By3710B01 crctemu (Shader Editor)
y Blender. OcobnuBy yBary mpUAUICHO HENIHIHHUM, CTHJII30BaHUM
Mmarepianam, sKi IMITYyIOTh XyIOXHI TexHIKH, Taki sk cel-shading, edekr
KOHTYpY, TeKcTypHe 3adapOoByBaHHs Tomlo. Peamizamis mieinepis
3IiMCHIOBaNlacs 13 BpaxyBaHHSAM ONTHMi3amii — 3MEHIIEHO KUIbKICTh
00umCIIeHb, BUKOPUCTAHO MPOLEIYPHI TEKCTYpH, MiHIMI30BaHO HaBaHTA)KCHHS
Ha GPU, a Takox mpoBeeHo TecTyBaHHS CIieH y peskuMax Eevee ta Cycles s
OIIIHKH SKOCTI PEHACPHUHTY Ta MPOXYKTUBHOCTI HA PI3HUX CUCTEMAX.
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Pucynok 2 — Cuena 3i cTu1i3oBaHuM ckaiibokcom

[IymoBa TekcTypa B CHCTEMI Bilirpa€e KIIOUOBY pOJib Y CTBOPEHHI BIAUYTTsI
JKHBOi, OPTaHiYHOI TpaBU. BoHa reHepye IMCEBIOBUMAIKOBI 3HAYCHHS, SKi MU
BUKOPHCTOBYEMO JUTS 3MiHU MTAPAMETPIB OKPEMHUX TPABHHOK: 30KpeMa, iXHbOTO
KyTa HaXWIy, MOJOXKEHHS Ta HABITh BIATIHKY Konbopy. Lle poOuth creHy He
TIJTBKH CTHIII30BaHOO, 8 i JMHAMIYHOIO Ta OLIBII XKIBOO. BUMOTH BpaXxoBYIOTh
cnenudiky 3aBaaHHs — PO3pOOKY e(PEeKTHBHUX 1 THyYKHX IIEeHIepiB, 3MaTHUX
320e3MeunTH eMOIliifHy BHPa3HICTh CIleH 0e3 HaIMipHOTO HAaBaHTaKEHHS Ha
cucreMy. [Ins 00 ’€KTHBHOI OWIHKH BHKOPHUCTAHO KiNbKAa pIiBHIB SAKOCTI
peHIEpHHTY, sKi 3ajaloThesi mapamerpoMm render samples y Blender. Yum
OljblEe 3HAYEHHS CEMIUIIB, THMM TOYHIIIE OOYMCIIIOETHCS CBITIO, TiHI Ta
mo0anbHe OCBITIIEHHS, a OTXKe, Kpaiia SKICTh (iHAIBHOTO 300pa)KeHHSI.
[TopiBHSIHHS TIPOBENIEHO JIsl YOTUPHOX TUIIOBUX 3HaueHb ceMIUTB: 24, 32, 64
Ta 128, 3MIHUBIIK paMKH TecTyBaHb Juts outdoor-lit ciienu Ha 64, 128, 256,
512, 60 BoHa € gocuTh onTHMi3oBaHOK (Tabm. 1). Ile m03BONMMIIO OIIHHUTH
MacuITad BIUTUBY PiBHS SKOCTI Ha MPOJAYKTHBHICTb Pi3HUX THIIIB CLieH (pHc. 3).

Tabmms 1
[poaykruBHicTh outdoor-lit cuenn
Cemniu AJlokanist nam’siti Yac pengepy
64 132,22 (194,40) M6 1,33 ¢
128 132,34 (194,51) M6 2,46 ¢
256 132,43 (194,61) M0 4,52 ¢
512 132,53 (194,70) M6 8,73 ¢
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Pucynok 3 — Yac pengepy B outdoor-lit cueni

Sk 0auuMo, HaBITh MPH 30UIBIICHHI KUIBKOCTI ceMIutiB, outdoor-lit criena
JIEMOHCTpPY€ CTablIbHy Ta €(EeKTUBHY POOOTY IIiJ| HABAHTAKEHHSM. 3aBISIKH
CTHJII30BAaHOMY XYyAOXKHBOMY ITiJXOMY, JIeTajli3allis i TOYHICTh OCBITJICHHS HE
noTpeOyIoTh HAJAMIPHO BHUCOKOi KUIBKOCTI CEMIUTIB. Y TaKHX BHITaJKaX
BUKOpUCTaHHS Oinpmie HiK 100 ceMIuniB BBaKaeTbCs 3aiBUM, alike
MOKPAILEHHSI IKOCTi 300pakeHHsI IPH [[bOMY € Maiiyke HEIIOMITHUM, TOII SIK 4ac
peHIEpUHTY CYyTTeBO 3pocte. Takum wmHOM, s outdoor-lit cuen
ONTUMAIIEHUM € OalaHC MiX JOCTaTHBOIO SIKICTIO 1 MPOMYKTUBHICTIO 0e3
HAIMIPHOTO HABaHTAXEHHsI Ha cucTeMy. OTpUMaHHI PE3yJIBTATU € CBiTYEHHIM
MOYJIMBOCTI BHPINIyBaTH KOMIUIEKCHI 3aBIaHHS 3 HaNpsAMKy 3D-Bisyaumizamii i
3aCTOCOBYBATH Cy4acHi iHCTPYMEHTH JJIS TOCSITHEHHS BUCOKOT SKOCTI.
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