3D rpaguka ¥ TpacupaHe Ha J'b4U v.2.0
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Tema 8

TpubrbaHU MpexXu (IpoAgbJ2KEHUE)
dansoBU GpopMaTH 3a TPUBI'BJHU MPEKU
Bump Maps



ChABbpKAaHUE

* ®ansi0BU POpMATH 3a TPU'BI'bJIHU MPEXKHU
* ®opmarsbT .OBJ - peasn3sanus

* PenepHu Tekctypu (Bump maps)



DansoBu popMaTH 3a TPUBI'BJAHU MPEKHU

* YN006HO e TPU'bI'bJIHUTE MPEXKHU Jia Ce 3allMCBAT BbB dam.I

* [Topagu rosieMmuHaTa cy, noBedyeTo GpOpMaTH 3a TPU'bI'bJIHU
MPEXHU Ca JIBONYHHU

* Hanpumep nonyaspHusa ¢opmat Ha 3ds max - .3DS

e Ho uma u U3kJIroueHUud

* BbB QpansioBeTe C TPU'bI'bJHU MPEXU OOMKHOBEHO Ce
3alliCBa CaMO reoMeTpHUsTa — HIMa MaTepraJiu

* 3alucCBaT Ce CIHUCbhIHY C BbPX0BE, HOPMaJU U TEKCTYPHHU
KOOPJUHATH, KAKTO U CIIMChKA CbC CAMUTE TPU'bI'bJIHUIU



dannoBudat popMmart .0B]

* Pa3zpaboreH nbpBOoHavyasHO OT Wavefront Technologies, HO
e YHUBEePCAJIHO IIpHeT B noBeveTo 3D nakeTu

* 3ds max, Maya, XSI, Blender, sopu Mathematica, KakTo ¥ MHOTO
APpYyru

* [IpocT TeKCTOB popMar, ¢ foo6pa [cnenuprKalus]

e CJie[ KaToO CU HallWIleM .0bj yeTel, 11je MOXKEM Jia I0JI3BaMe
TPUBI'bJHU MPEXHU OT IOYTH BCUYKHU 3D nakeTH (moyTHU
BCUYKH OT TAX UMaT .0bj exporter)


http://local.wasp.uwa.edu.au/~pbourke/dataformats/obj/

OBJ] npumep - TeTpaeabp

# XSI Wavefront OBJ Export v3.0 vn 0.992278 0.124035 0.000000
vn 0.000000 -1.000000 0.000000

#begin 5 vertices vn -0.496139 0.124035

v 0.000000 -1.333333 0.000000 -0.859338

v 0.000000 2.666667 0.000000 #end 6 vertex normals

v-1.000000 -1.333333 -0.000000

v 0.500000 -1.333333 0.866025 #begin 6 faces

v 0.500000 -1.333333 -0.866025
#end 5 vertices

f 4//1 3//1 1//1
f 3//2 4//2 2//2
f 5//3 4//3 1//3
#begin 6 normals f 4//4 5//4 2//4
vn 0.000000 -1.000000 0.000000 f 3//5 5//5 1//5
vn -0.496139 0.124035 0.859338 f 5//6 3//6 2//6
vn 0.000000 -1.000000 0.000000 #end 6 faces



OBJ

,2VXYZ“onucsa efuH Bp'bX
,vt U V" onucBa BOMKa TEKCTYPHU KOOpAUHATH
,vn XY Z" onrucBa HopMaJieH BEKTOP

f 8DBX 8pBX, ... 6pBX, " ONIUCBA €IUH MHOTO'bI"bJIHUK

e 8PBX. € WK YUCII0, U1K TPOUKa 8psX/tex_uv/Hopmasa

* YncnaTta uHAEKcUpaT B ciucbuuTe v, vt ¥ vn (1-based)

* Moxxe ja MMaMe IoBeYe OT 3 BbpXa — HAIIPUMED
S 1 2 3 4" nedpuHUpa YETUPUBI'bJHHUK



OBJ

* vt M vn cnuchLUTe MOXe Aa auncsatT. ToraBa OBJ ¢paunia
JepuHUpa caMo ¢opmMaTa Ha reoMeTpHUsTa

* HAKOU OT KOMIIOHEHTUTE HA TPOUKATA
BpbX/tex_uv/HopMaJjia MOXe Jia JIMIICBA

 Hanpuwmep,,5//1" unu,5/4"

* [Ipy MHOTO'BI"bJIHUK C IOBEYE OT 3 BbPXa, FTApaHTHUPAHO €,
ye Te JieXKaT Ha e[JHa paBHUHA



Cxema 3a OB] gyeTel

* [IpounTaT ce Bcuuku v, vt, v U f peJioBe U ce BKapBaT B
CbOTBETHUTE MAaCHUBHU

* [IpensyuciaBar ce HopMmayiuTe (gnormals) Ha
TPUbI'bJIHULIUTE

* Hamupa ce 3arpaxkgaimjara cgpepa Ha 00eKTa

* Wiuv apyra 3arpaxkgaiina reometpud (bounding volume)



PesystaTn

TeTrpaeasbp



PesystaTn

YalHUK

e beauc N3rJjiaxJaHe Hd HOPpMaJIUTE



PesystaTn

Copue (c flat menabp)



PesysaTaTH

C TekcTypa



PesystaTn

 TekcTypaTa He e HEOOXOJMMO Jla € KBaJpaTHa

ca NpeKbCHATH




PesystaTn

CioxxeH mesh c fresnel mienbp, Hanmo4065Ball CT'BKJIO



Bump mapping

* Bump map-oBeTe cuMyJinpar peJjied BbpPXY
[MOBbPXHOCTUTE (KOUTO MHAYE Ca IJIaiKH )

* [logxoasiy ca Kkorato peJjied’bT € OTHOCUTEJHO
APeOHO3'bPHECT

* [Io3BOJIABAT HU Jla J,00aBUM ycelllaHe 3a QUH
JleTauJi, MU TO IIOYTH ,0€e3IJIaTHO" (HE
reHepyupaMe HUKaKBa AOII'bJIHUTEJHA
reoMeTpHs)



Bump mapp In

NpeqaTa: npu npecu4aHeTO C TEOMETPUSTA, lile MIpeMeCTUM
MaJIKo HopMaJiaTa. Kosiko U HaKk'b/ie TOYHO Jia 1 IpeMeCTUM
llle B3eMeM OT HsIKaKBa TEKCTypa

OOHMKHOBEHO TEKCTypaTa II0Ka3Ba ,BUCOUYMHATA" Ha peJieda

HopmManu

A
|




BruaoBe bump maps

 BapuaHT 1: TekcTypaTa nnokKa3Ba C I10 KOJIKO (110 X, Y, U Z
HalpaBJIEeHUsTA) Ja OTKJIOHUM HOPMaJIHKS BEKTOP. T.e., OT
RGB KOMIIOHeHTHTe Ha LIBeTa B JaJleHUS TeKcCeJl
npexBbpJaMe KbM XYZ KOMIIOHEHTHU Ha OTKJIOHABAIIUA
BEKTOP

* [I[puMep 3a TakaBa TEKCTypa:




BrvgoBe bump maps

* BapuaHT 2: TeKCTypaTa HY II0OKa3Ba ,,BUCOYMHATA" Ha
peneda
* [Ipumep:

* To3u BapyuaHT U3UCKBA Ja U3YUCJUM eJHA CIelhaJIHa
TEKCTypa Ha OTKJIOHEHHETO (MoJ00Ha Ha Ta3u OT BapuaHT
1). Ts1 ce mosydyaBa KaTo IIpeCMETHEM PA3JIMKUTE MEXY
[IMKCEJIUTE OT JaJeHaTa TeKcTypa o X U 1o Y (T.e., KaTo
y2JAaudpepeHupaMme” TeKCTypara)



N34yrcagaBaHe HA bump map TeKcTtypaTa

for each row y:
for each column x:
bumpTex(x, y).dx = origTex(X, y).intensity() - origTex(x + 1, y).intensity/()
bumpTex(x, y).dy = origTex(x, y).intensity() - origTex(x, y + 1).intensity()

* (Tpsi6Ba caMo Aa pelmuM IpobJeMa aKo JIMIICBAT JECHUTE/JOJTHUTE ChbCeH )

** (u3BaXkAaMe 1518-0eceH, 3all0TO HCKaMe, aKO JIEBUST ITUKCeJI € MO-APbK,
OTKJIOHEHHETO Ja € MOJIOKUTEJIHO 110 X (BUXK cXxemaTa 3 cjana Hasaj), T.e. Io-
SIPKUTE MTUKCEJIM J1a Ca M0-BUCOKH )



Peasin3aliug Ha bump map

* B Mesh::intersect() Tpss6Ba ga npoMeHUM info.norm
HOpMaJiaTa, KaTo B3EMEM CHJIaTa Ha OTKJIOHEHHUETO OT
bump map TekcTypaTa, MUHIEKCUPAWKU 51 C U3YUCJIEHUTE UV
KOOpAHHATHU

* Obaye He 3HaeM HaK'b/le la OTKJIOHUM HOpMaJiaTa

e J/IBorKaTa oTKJIOHgBaIU BeKTopHu dNdx u dNdy 3aBUcAT OT
TeKylllaTa II03UILYs 10 TPUbI'bJIHATA MpPEXKa

 Hampumep, Bbpxy ropHHus Kanak Ha euH Kyo0, dANdx = +x, dNdy =
+Z. Bbpxy npegHara ctpaHa (+X ctpaHarta), Te ca dNdx = +z, dNdy

=+y



Peasin3aliug Ha bump map

* Unedra: B TeKCTYpHOTO (2D) npocTpaHCTBO,
e n3pasum Bektopurte (1,0) u (0, 1) cipsamo
KOOpJIMHATHATa CUCTEMA Ha TPUbI'bJIHUKA
(T.e., cipsAiMO OApPULIEHTPUYHUTE KOOPAHWHATH )

* (3a0: TyK, A, B u C ca TEKCTYpHH KOOpPJAUHATH; T.€.
BbPXOBETe HAa TPUBI'bJIHUKA B UV
[IPOCTPAHCTBOTO)

* B pe3yJsiTaT Ha TOBQ, 1lle UMaMe
e x=px*AB +gx* AC
* y=py *AB+qy* AC




Peasin3aliug Ha bump map

e Cjsieq KaToO CMe CMeTHAaJIU PX, X, Py ¥ qy, MOXKEM J1a ce
[IpEeXBBPJIUM B UCTUHCKOTO 3D MpOCTPAHCTBO, H,
[10JI3BaMKH BbPXOBETE Ha TPUbI'bJIHUKA A, B u C, fa
[IpeCMeTHEM OTKJIOHABAIIUTE BEKTOPU B 3D:

e dNdx=px*AB +gx* AC
e dNdy=py *AB + qy * AC
* (TpsaGBa camMoO ga ' HOpMHUpaMe)
* Taka, M3UKMCasABaHETO HAa bump mapping-a cTasa:

* info.norm +=bumpTex(u, v).dx * dNdx + bumpTex(u, v).dy * dNdy



PesystaTn




Bump map BbpXy APYI'Y IPUMHUTHUBHU

* Taka pasriiexxJaHusaT bump map aJropuTsM liie paboTU
CaMO BbPXY TPUBI'bJIHK MPEXKHU, 3apaJM HauMHaA Ha
nosiydyaBaHe Ha ANdx 1 dNdy

* Ho ako peasnusnpamMe KOPEKTHOTO IpecMsiTaHe Ha Te3U

BEKTOPU BbPXY Apyra reoMeTpHs, 1€ MOKe Aa IPUJI0KUM
bump map u BbpXy Hed

* BapuaHT 1 Ha bump map paboTH HaBCAKb/i€E, HO CE
M3KCKBa CllellMaJIHO IPUTrOTOBJIEHHE Ha caMUsl bump map,
T.e. TEKCTypaTa TpsibBa /ia ,3Hae" BbPXy KaKBa reOMeTpPHSI
[[ie ce mpuJara



Pasiivpenusa Ha bump map ujedaTa

* Parallax mapping

* [Ipu Hero, MogrPUIIMPAME U
TEKCTYPHUTE KOOPAUHATH
(cumysinpa ce Kbi€ lelle Ja
yJlapH JI'b4a, aKO reOMeTpUATA
HauMCTHHA e peJiepHa)

* Displacement mapping

* TpubrejHaTa Mpexa ce
pa3ouBa J10 110-GHHHU
TPUBI'BJAHHULIA, KOUTO
NeHCTBUTEJNHO Ce U3MeCTBAT

DISPLACEMENT MAP

MESH WITH DISPLACEMENT
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