3D rpaduka 1 TpacupaHe Ha JIp4H Vv.6.0

TRy &

http:// raytracing-b gﬂ..net




Tema 8

TpUbI'bJIHU MpEXHU (NIPOABJIKEHUE)
danioBU GOopMaTH 3a TPUBI'bJHU MPEKHU
Bump Maps



ChbabpKaHHUE

[IpecuyaHe Ha TPU'BI'BJIHU MPEXKHU
danyioBU popMaTH 3a TPU'BI'bJIHU MPEXKU
®opmMmaTtsT .OB]

Pesiedpnuu Tekctypu (Bump maps)



[IpencTaBsgiHe Ha TpU'bI'bJIHATA MpPeEXa

* TpubI'bJIHATA MpeXKa € IPOCTO CIIUCHK C TPUbI"bJHUIIN

e MoxeM fa rv na3uM B eIUH vector<>, KaTo 3a BCEKH TPU'bI'bJHHUK
[IOMHUM 3-Te MYy BbpPXa U HOpMaJjiaTa My

* Ho ToBa e HeedeKTUBHO: B €JIUH peaJIMCTUYEH mesh, focTa OT
BbpPXOBETE ChbBNAJAAT (CHOAE/NIEHH Ca MEXY HAKOJKO
TPUBI'bJIHAKA)

— C'BIIOTO Ce OTHACA ¥ 3a HOPMAJIMTE HA BbPXOBETE, YECTO U 3a
TekcTypHUTe (UV) KooparHATHU

* ETO 3a1110 111e ma3uM eJUH CIIMChK C BCUYKU BbPXOBE, HOPpMAJIU U
UV KoopAuHATH, a TPU'BI'bJHULIMATE 11le UHAEKCUPAT B TE3U
MaCUBH



B ko (revisited)

struct Triangle {
v[3], n[3], t[3];
Vector gnormal;

irs

class Mesh: public Geometry {
vector<Vector> vertices;
vector<Vector> normals;
vector<Point> uvs;
vector<Triangle> triangles;



[Ipecuyane ¢ TpU'bI'bJIHA MpPeXKa

* AJITOpUT'BM 3a IPpeCHYaHe C TPUbI'bJIHA MpeXKa:

procedure intersectMesh(ray, info):
minDist = +o
foreach triangle T in mesh:
distance = intersectTriangle(T, ray, tempInfo)
if distance < minDist:
minDist = distance
info = tempInfo
return minDist



[IpecuyaHe c TPU'BI'BJIHUK

 JlageHo:
* A B, C-BBpxXoBe HAa TPU'BI'BJIHUKA

e ) - HayaJio HA JI'bYa

e D -1mnocoka Ha Ji'bya
* Tupcu ce:
C 7\2, }\3

®* Y- pa3CTOAHHUETO A0 IIpeCedHaTa TOYKa



[IpecuyaHe c TPU'BI'BJIHUK

* [IpeceyHaTa Toyka MoOxKe Ja AepUHHUpPaMe TaKa:

X=0+yD=A+A(B-A) +A,(C-A)
T.e.,
A(B-A)+A,(C-A)-yD=0-A

* ToBa e cucTemMa JIMHEWHU YpaBHeHUs (3 ypaBHEHHUS, 3
HEeU3BECTHHU):

A (Bx-Ax) + A (Cx-Ax)-yDx=0x-AX

A (By-Ay) + A, (Cy-Ay)-yDy=0.y - Ay
A (B.z-A.z) + A,(C.z-A.z) - yD.z= 0.z - Az



[IpecuyaHe c TPU'BI'BJIHUK

 MoxkeM Ja NpUJIOKKMM NPaBUJI0TO Ha Kpamep 3a HamMmupaHe
pellleHHeTO Ha TaKaBa JIMHEMHA cUCTeMa

* 3abesieXKKa: MOXKe Jla IpecMsiTaMe JIeTEPMUHAHTUTE Ha
MaTpPHULUTE MO CJIeJHUS HAYUH: T'hM KaTO BCEKU CT'bJIO OT
MaTpuLaTta e 3D BeKTop, TO caMaTa JiIeTEPpMUHAHTA €
CMECEHOTO IIPOU3BEAEHHUE OT T€3U 3 BEKTOpa. 1.e. aKo
CT'bJIOOBETE Ca BEKTOPHU a, b U ¢, TO fleTepMUHAHTAaTa Ce

M34YMCJISIBA KATO:
Det=(a”b)*c



PellieHue Ha cucreMara

« Det_=((B-A)"(C-A)) *-D
* Heka H = (0O-A]
A, = ((H*(C-A)) *-D) / Det_
A, = (((B-A)"H) *-D) / Det_
y = (((B-A)*(C-A)) * H) / Det |




dans10BM OpMaTHU 3a TPU'BI'bJAHU MPEXKHU

* YI0O0HO € TPU'BbI'bJIHUTE MPEKH Jia Ce 3allMCBAT BbB (am.I

* [Topagu rosieMuHarTa cy, noBe4yeTo GopMaTH 3a TPUbI'bJIHHU
MPEXHU Ca JIBOUYHHU

* Hanpumep popmaTsT Ha 3ds max - .3DS

e Ho uma u UskJmw4yeHUud

* BbB QpansioBeTe C TPUBI'bJIHU MPEXHU 0OOMKHOBEHO CE
3alliCBa CaMO reOMeTpHsATa — HIMa MaTepHaJiu

e 3alucCBaT Ce CIHUChIHY C BbPXOBE, HOPMaAJIK U TEKCTYPHHU
KOOPAHWHATH, KAaKTO U CIIUChbKA ChC CAMUTE TPUbI'bJHUILHU



danaoBuaT popmat .OB]

* PagpaboTeH mbpBoHavasHO OoT Wavefront Technologies, HO
e YHUBepCaJHO NIpUeT B moBedeTo 3D nmakeTu

* 3ds max, Maya, XSI, Blender, nopu Mathematica, KakTo ¥ MHOTO
APYyTrA

* [IpocT TeKCTOB popMar, ¢ Joo6pa [crenuPUuKaLus|

e CJie[ KaTO CU HaIlMIIeM .0bj yeTel, 1je MOXKeM Ja I0JI3BaMe
TPUBI'bJHU MPEXH OT NOYTH BCUYKH 3D nmakeTH (MO4YTH
BCUYKH OT TSX UMAT .0bj exporter)


https://paulbourke.net/dataformats/obj/

OB] npruMep - 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 -0.859338

v 0.000000 -1.333333 0.000000 #end 6 vertex normals

v 0.000000 2.666667 0.000000

v -1.000000 -1.333333 -0.000000 #begin 6 faces

v 0.500000 -1.333333 0.866025
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
f 4//4 5//4 2//4

#begin 6 normals f

vn 0.000000 -1.000000 0.000000 f

vn -0.496139 0.124035 0.859338 #

vn 0.000000 -1.000000 0.000000

3//5 5//5 1//5
5//6 3//6 2//6

end 6 faces



OBJ

,VXYZ" onvcBa equH BpbX
,vt U V" onucea BOVKa TEKCTYPHU KOOPAUHATH
,vn XY Z" onucBa HopMaJieH BEKTOP

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

e 8pPBX. € WK YUCII0, WJIK TPOHKa 8psx/tex uv/Hopmasa

* Ynciarta uHAEKcUpaT B cnucbuuTe v, vt 1 vn (1-based)

* Moxxe Jla UMaMe [10BeYe OT 3 Bbpxa — HAlIpUMepP
S 1 2 3 4" nedrHUpa YeTUPUBI'bJIHUK



OBJ

* vt M VI CHUCBLUMUTE MOXKe Ja uIcBatT. Toraa OBJ ¢paunna
AepuHHpa caMo ¢popmMaTa Ha reoMeTpHUsTa

* Hakou oT KOMIIOHEHTUTE HA TPOUKATA
BpbX/tex_uv/HopMaJjia MOXe Jia JIUIICBA

 Hanpuwmep, ,5//1" uiun ,5/4"

* [Ipy MHOTO'BI"'bJIHUK C IIOBEYE OT 3 BbpXa, FTApaHTHUPAHO €,
ye Te JieXKaT Ha eJHa paBHUHA



Cxema 3a OB] yeTern,

* [IpounTaT ce BCUYKH V, vt, vi U f pefjoBe 1 ce BKapBaT B
CbOTBETHHUTE MAaCUBU

* [IpensuyncigBar ce HopMaJauTe (gnormals) Ha
TPUbI'bJHUILATE

 KaTo onTuMM3anug - HaMypa ce 3arpakJanjara cgpepa Ha
00eKTa

* Wiu gpyra 3arpaxzaina reomerpus (bounding volume)



/{%YJITaTI/I

TeTpaeasp



/ﬂyJITaTH

YalHUK

e beauc U3TJ1ax1dHE Hd HOPMaAJIUTE



/KCTM

* YaMHUKBT CU UMa TEKCTYPHH KOOPJUHATHU



/Bynm

Copre (c lambert mengbp)



Pesy/TaTu

Al a ‘
&

C TexcTypa



ﬂBYJITaTI/I

e TekcTypaTa He e HE0OXOJMMO Jia € KBaJpaTHa

e TeKCTypHUTE KOOpPAHUHATH Ha ChCeJHUTE BbPXOBE MOXKeE Jia
ca NpeKbCHATH




/Bynm

CinoxxeH mesh c fresnel menabsp, Hanoa0064BalL, CT'hKJIO



Bump mapping

* Bump map-oBeTe cuMysiipar peJied BbpXy
[MOBbPXHOCTUTE (KOUTO MHAYeE ca IJIaJKH)

* [loaxoxsiy ca korato pesedbT € OTHOCUTEHO
ApPeOHO3bPHECT

* [Io3BosIIBaT HYU Zla J,00ABUM ycCelllaHe 3a QUH
JleTanJi, MU TO II0OYTH ,0e31I1aTHO" (He
reHeprpaMe HUKaKBa JOMbJIHUTEJIHA
reoMeTpus)



™,

/Wﬂflp mm N

* Unedra: npy npecu4aHETO C TEOMETPUSTA, Liie IPEMECTUM
MaJIKO HopMaJsiaTa. KoJIKO M Hak'bJle TOYHO Jja 1 IpeMeCTHUM
llle B3eMeM OT HsKaKBa TEKCTypa

* OOMKHOBEHO TEKCTypaTa II0Ka3Ba ,BUCOYMHATA" Ha peJieda




BugoBe bump maps

* BapuaHT 1: TekcTypaTa nmokasBa C I10 KOJIKO (M0 X, Y, U Z
HalpaBJIEHUSTA) Ja OTKJIOHUM HOPMaJIHUSI BEKTOP. T.e., OT
RGB KOMIIOHEHTUTE Ha I|BETAa B Jla/IeHUS TEeKCeJl
[pexBbpJaaMe KbM XYZ KOMIIOHEHTH Ha OTKJIOHABAIIUA

BEKTOD

* [I[puMep 3a TakaBa TEKCTypa:




BugoBe bump maps

 BapuaHT 2: TeKCcTypaTa HY I0OKa3Ba ,BUCOYHMHATA" HA
peneda
* [Ipumep:

* To3u BapuaHT U3MCKBA J1a U3YHUCJIHUM €HA ClIelhaJIHa
TEKCTypa Ha OTKJIOHEHUETO (I1oA400Ha Ha Ta3u OoT BapuaHT
1). Ta ce mosiy4yaBa KaTo MpeCMETHEM PA3JIMKHUTE MEXKAY
[IUKCEJIUTE OT JajJieHaTa TEKCTypa o X M 1o Y (T.e., KaTo
y2JAuadpepeHpaMme” TeKCcTypaTa)



N34yncasgsBaHe Ha bump map TekcTypara

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()

* (TpsA6bBa camMo Aa pelirdM npobJieMa ako JIUIICBAT JIeCHUTE /JOJIHUTE ChCE/IH )

** (u3BaXkgaMe /1518-0deceH, 3all0TO UCKaMe, aKO JIEBUAT ITHUKCEJI € MO0-SPbK,
OTKJIOHEHHETO JIa € MOJIOXKUTEJIHO 110 X (BHK cXxeMaTa 3 cJauJa Ha3azj), T.e. Mo-
SIDKUTE MHUKCEJIU Jia Ca M0-BUCOKH )



Peanusaiys Ha bump map

* B Mesh::intersect() Tpss6Ba ga npoMeHuM info.normal
HOpMaJiaTa, KaTO B3EMEM CHJIaTa HA OTKJIOHEHHUETO OT
bump map TeKcTypaTa, UHAEKCUPAaUKHU 1 C U3YUCJIEHUTE UV
KOOpJAHUHATU

 Obaye He 3HAaeM HaKb/ie [ja OTKJIOHMM HOpMaJiaTa

e J/IBoMKaTa oTKJIOHgaBaIU BeKTOpHU dNdx u dNdy 3aBUCAT OT
TeKylllaTa IIO3UILYs 10 TPUbI'bJIHATA MpPeXa

* Hanmpumep, BbpXy rOpHHUSA KanakK Ha eiuH Ky0, dANdx = +x, dNdy =
+Z. BbpXxy AsicHaTa cTpaHa (+X crpaHara), Te ca dNdx = +z, dNdy

=+y



Peanusaiys Ha bump map

* Unedara: B TEKCTYpHOTO (2D) mpoCTpaHCTBO,
e n3pasuMm Bektopute (1,0) u (0, 1) cnpsamo
KOOpJAUHATHATa CUCTEMA HAa TPWbI'bJIHHUKA
(T.e., cipsiMO OApULIEHTPHUYHHUTE KOOPAHWHATH)

* (3a0: TyK, A, B u C ca TeKCTYpHH KOOPAUHATH; T.€.
BBbPXOBETEe HA TPU'BbI'bJIHUKA B UV
[IPOCTPAHCTBOTO)

* B pe3ysiTaT Ha TOBAQ, llle UMaMe
e x=px*AB +qgx* AC
* y=py *AB+qy*AC




Peanusaiys Ha bump map

* C/sieq KaTo CMe CMeTHaJIM PX, X, py U qy, MOXeM Jia ce
[IPEXBbPJHUM B UCTUHCKOTO 3D IMpOCTPaAHCTBO, H,
[10JI3BaUKHU BbPXOBeTe Ha TPUbI'bJIHUKA A, B 1 C, aa
[IpecCMeTHEM OTKJIOHABAIIUTEe BeKTOpHU B 3D:

e dNdx=px*AB +qgx* AC
* dNdy =py *AB + qy * AC
* (TpssGBa caMo Jla r'M HOpMHUpaMe)
* Taka, M3UHCJIsIBAaHETO Ha bump mapping-a cTaBa:

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






Bump map Bbpxy Apyryu IpUMHUTHBHU

* Taka pa3riexJaHusAT bump map aJropyuThM Iiie paboTH
CaMO BbPXY TPU'bI'bJIHHU MPEXH, 3apad HA4WHa Ha
nosiydaBaHe Ha ANdx 1 dNdy

* Ho ako peasn3rpaMe KOPEKTHOTO IIpecMsiTaHe Ha Te3U

BEKTOPHU BbPXY Apyra reoMeTpHus, 1€ MOKe Jia IPUJT0XKUM
bump map U BbpXy Hesl

* BapuanT 1 Ha bump map paboTHU HaBCAKb/le, HO Ce U3HCKBaA
CIlellMaJIHO IIPUTOTOBJIEHHE HA caMHys bump map, T.e.
TeKCTypaTa TpsibBa Jia ,3Hae" BbpXy KaKBa reOMeTpHs 1iie
ce mpuJara



PasimupeHusa Ha bump map ujesita

* Parallax mapping

* [Ipu Hero, MogudHULIUPAME U
TEKCTYPHUTE KOOPAHWHATU
(cumyJsivpa ce K'bjie 11€ellle Aa
yAapHy J'b4a, aKO reOMEeTpPUATA
HauWCTHHA e peJiedHa)

* Displacement mapping

* Tpubr'b/IHATA MpeEXa ce
pa3ouBa J10 110-GHUHHU
TPUBI'bJHULIU, KOUTO
NEeHCTBUTEJIHO Ce U3MEeCTBaAT

DISPLACEMENT MAP

MESH WITH DISPLACEMENT
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