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AHOTAIIA

VYV naniit kBamigikaiiiHid poOOTI PO3IIATAETHCA TeMa «3acTOCYBaHHS
JBOBUMIPHUX ()pakTaiiB B AKOCTI TUHAMIYHUX TEKCTYpP Y KOMII'FOTEpHINA rpadimi».

Mertoro 1aHoi poOOTH € CHPOIICHHS 1 NPUIIBUIAIICHHS MPOLIECY PO3pPOOKHU
JUHAMIYHUX TPOLEAYPHUX TEKCTYp Ha OCHOBI (hpakTajiB Ta MPOCYBaHHS ijei
BUKOPUCTAHHS TaKWX TEKCTYpP 3aMiCTh paCTPOBUX B KOMII IOTEpHiil rpadiii. Merty
IUTAHY€THCA  JIOCATTH IUIIXOM  PO3POOKH  CHEIiali30BaHOIO  MPOTPaMHOTO
3abe3neuenHs st PC, 1o cipocTuTh pefaryBanHs TakKUuX TEKCTYP, Ta TOCHIIKEHHS
JI0I0 MOXKJIMBUX 3aCTOCYBaHb.

B po0oTi po3riisiatoThCsl HIOAHCU CTBOPEHHS Ta 3aCTOCYBAaHHS JUHAMIYHUX
TEKCTYp B KOMIT FOTEpHI1N rpadiili, oco0iamBa yBara npuauviieTbcsi (ppakTaaibHUM
TEKCTypam.

B pesynbpraTi aHamizy aHajoriB Ta JOCHIDKEHHS MpeAMETHOi o0macTi
CIIPOEKTOBAHO Ta PO3pPOOJIEHO PEAAKTOp MAMHAMIYHMX TEKCTyp, L0 Jo0pe
ONTUMI30BaHUM Ta MAa€ HACTYMHI XapaKTEePHI MOKIUBOCTI:

1) ctBopeHHs1 TekcTypu Ha ocHOBI HLSL koay 3 rHyYKMM HaJlallITyBaHHSM
B1I0OpaXKeHHS;

2) KOHTpPOJIb HaJl TapaMeTpaMu 3a JONMOMOTror0 rpadiuHoro iHrepdeiicy adbo
IPOrPaMHOTO KOJTY;

3) aBTOMaTU4YHE OHOBJICHHS BiIOOpa)KEHHS TEKCTYpH MPHU 3MiHI KOy UM
napameTpiB 3 MiHIMAJIBHOIO 3aTPUMKOIO;

4) excropT TeKCTYpH y BUTIIsAA1 BuxigHoro koay meinepy HLSL uun GLSL B
dbopmi yHKIII, TOTOBOI I 3aCTOCYBaHHs, a00 X 30epeKeHHS SK 3BUYANHE
300paKeHHS,

5) ogHouacHa poOoTa HaJ JEKUIbKOMA TEKCTypamMH 13  IIBUAKUM
MIEPEMUKAHHIM MK HUMU;

6) miarpumka Windows, Linux Ta MAC.

3 MeTol JEMOHCTpalii MOXJIMBOCTEH Ta TECTyBaHHs, 3a JOMNOMOTOIO
penakTopa pos3pobineHo psa dpakranmpanx 2D ta 3D Tekctyp. Takox

MPOJIEMOHCTPOBAHO EKCIOPTYBaHHS TeKCTyp A0 rpadiunux pymiiB UE 5 Ta Unity.



ABSTRACT

The topic of this theses is “The applying of two-dimensional fractals as
dynamic textures in computer graphics”.

The purpose of this work is to simplify and speed up the process of developing
dynamic procedural textures based on fractals and advance an i1dea of application of
such textures instead of raster ones in computer graphics. The goal is planned to be
achieved by developing specialized software for the PC, which will simplify the
editing of such textures, and further research on its possible applications.

The work examines the creation and application of dynamic textures in
computer graphics, with special attention paid to fractal textures.

As a result, after the analysis of analogues and research of the subject area, a
dynamic texture editor was designed and developed, it is well optimized and has the
following characteristic capabilities:

1) creation of textures based on HLSL code with flexible preview settings;

2) control over parameters via a graphical interface or program code;

3) automatic updating of the texture preview when changing the code or
parameters with minimal delay;

4) export the texture to the HLSL or GLSL shader code in the form of a ready-
to-use function, or saving the texture as an image;

5) simultaneous work on multiple textures with rapid switching between
them;

6) supports Windows, Linux and MAC.

In order to demonstrate the capabilities and test the editor, a number of fractals
2D and 3D textures were developed using the editor. Additionally, the export of the

created textures to the UE 5 and Unity graphics engines was demonstrated.
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IEPEJIK CKOPOYEHbDb I TEPMIHIB

CxopoueHHS:

API — An application programming interface (iHTepdeiic NpuKIagHOTO

IpPOrpaMyBaHHs).

GPU - graphics processing unit (rpadiunuii mpoiecop).

SIMD - single instruction, multiple data (omuHOYHHMII TOTIK KOMaH]I,

MHOXMHHUM TOTIK TaHUX).

Tepminu:

Bokcens (Big anri. Volume Ta aHri. pixel) — eleMeHT IpocTopy, Mmo3Havae
3HAYEHHS I[I€BHOI BEJIMYMHU B KIITHHKaX PIBHOMIPHOI MPOCTOPOBOI IPATKU.
AHaNOryHUi MIKCEN0, Y JABOBUMIPHUX 300paKCHHSX (3HAUEHHSM BEIUYHMHHU B

KJIITHHAX IPATKU BUCTYIIA€ KOJIP).

I'padpiunmii pymiid (anra. graphics engine; 1HOMI «peHaepep» abo
«BI3yalizaTopy») — mignporpamue 3adesneueHHs (anri. middleware), mporpamuuii
pPEAAKTOpP, OCHOBHUM 3aBJIaHHSIM SIKOTO € Bi3yami3auis (PEHAEPHUHT) JIBOBHUMIPHOI
ab0 TpUBUMIPHOT KOMITIOTEPHOI rpadiku. Moske iCHyBaTH SIK OKpeMHil TPOTyKT a0o

B CKJIJIl IrPOBOTO PYIIis.

JlunaMmiduHa TEKCTypa — TEKCTypa 0O0YMCIIeHa TI1]] Yac Bizyasizallii B menepl
Ha GPU 1 Taka mo 30epiratoTbCs y BUTJIS/II IPOTPAMHOTO KOy, @ HE pacTpOBOIO

300pakeHHS.
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PactpoBe 300paxeHHs — 300pakeHHsI, sKe SIBIsS€ CO0O0I0 CITKY (pactp),
3a3BUYail MPSIMOKYTHY, IMIKCEIB BioOpa)K€HWX Ha MOHITOpI, Hamepl Ta 1HIIMX

BigoOpaskaJIbHUX MPHUCTPOSIX 1 MaTepiaiax.

Texcen (anrn. texel, ckopoueHHs Bifg aHria. Texture element) — €
GyHIaAMEHTAIBHOIO OJWHHIICI0 TEKCTYPHOTO TPOCTOPY, BUKOPUCTOBYETHCS Y
KOMIT'toTepHIM Tpadiiti. TekcTypu npeacTaBieHi MacCUBaMU TEKCEIIIB, TaK CaMo, K

dboTorpadii mpeacTaBIeHI MACUBaMH MIKCEIIB.

®pakran (nat. fractus — moapiOHEeHMIA, 3TaMaHui, pO30OUTHIT) — MHOKHUHA,
110 Ma€ BIACTUBICTh CaMOMOAIOHOCTI (00'€KT, 110 TOUHO 200 MPUOIU3HO 301raeThes
3 YaCTUHOIO cebe caMoro, ToOTO I1ijie Mae Ty camy (opMmy, 110 i oaHa abo Oinbie
YacTUH). Y MaTeMaTulli miJ (pakTajiamMu po3yMitoTh 0€31114 TOUOK B €BKJIIJOBOMY
IPOCTOPI, 110 MAIOTh APOOOBY METPUUHY PO3MIPHICTH (y ceHCl MiHKOBCHKOTO ab0
Xaycnopda), abo METpUYHYy PO3MIPHICTh, BIIMIHHY BiJ] TOMOJOTIYHOI, TOMY iX CJIiJ

BIJPI3HATH BiJ IHIIUX TEOMETPUUHUX PIiryp, 0OMexKeHHX KIHIIEBUM YHCIIOM JIAHOK.

[elinep — 1e BU3HaYeHa KOPUCTYBaYEM Mporpama, pru3HaueHa Ajisg poooTu

Ha [IEBHOMY €TaIll rpa)yHOro KOHBeepa.



BCTYII

Cporoani koM 1oTepHa rpadika MBUIKO MPOTPECye yepe3 3aCTOCyBaHHS B
Oarateox mpomucioBux cdepax. Jlo Takux cdep MoxkHa BigHeCTH cdepy po3Bar,
KyIud BXOJATh KiHemaTorpadis, A€ 3a JONOMOTOI KOMII IOTEpHOI TIpadiku
CTBOPIOIOTBCA €(EeKTH, aHIMalli Yu HaBiTh (UIBMH LIUIKOM, Ta pO3poOKa
KOMIT FOTEpHUX 1rop, J€ BUPINIYEThCS OUIBII CKJIAgHA 3ajiada BiJIOOpakKeHHS
BIPTYyaJIbHOT'O CBITY B peanbHOoMy uaci. KpiM 11p0oro, Komm’roTepHa rpadika
3HaXOJIUTh IIHPOKE 3aCTOCYBAHHS B JW3aiiHI, MUCTEITBI, HaBYaHHI, CHMYJIALIIT,
apXITeKTypl, HAYKOBUX JTOCIIDKEHHSX Ta O0ararbox I1HIMX ramy3sax. Cepel HOBUX
Ta MBUAKO MPOTPECYIOUMX TEXHOJOTIH, ICHYBaHHS SKHX HEMOXINBO 0e3
KoMIT roTepHOi rpadiku, MoxkHa Big3zHauuTH VR (Virtual reality) Ta AR (Augmented
reality), abo pazom XR (Extended reality), mo 103BoJsit0Th TIHOLIE 3aHYPUTHUCH Y
BIPTyaJIbHU CBIT, Ta MalOTh 0€3J114 MOKIIMBUX 3aCTOCYBaHb.

VY koM’ roTepHii rpadilll BAXKJIUBUM aClIEeKTOM € HaJlaHHs 00’ €KTaM IEBHOTO
30BHIIIHBOTO KOJHOPY Ta BIACTUBOCTEH MaTepialy MNOBEpXHi. 3a3BU4Yail 1ie
BUPIIIYETHCA 32 JIOMTOMOTOI0 TeKCTYp. J[71s1 BU3HAUYEHHS KOJIbOPY MOBEPXHI, M/ Yac
Bi3yasi3allii, TPUBUMIPHUX Ta, THUM Iaye, ABOBUMIPHUX OO'€KTIB JOCUTb 3PYyYHO
BUKOPUCTOBYBAaTH JBOBUMIpPHI TE€KCTypH. lle 3yMOBI€HO THM, 11O ABOBUMIPHUI
€KpaH 3/1aTeH BiJI0Opa)kaTH JIMIIE MPOEKII0 TPUBUMIPHUX 00'€KTIB, Ta OCKLJIbKH
IIPU MPOEKIIT MOKHA TOOAYHUTH JIUIIIE TOBEPXHIO, TO, SIK TIPABHIIO, JTUIIIE TOBEPXHS
1 MOJIETIIOETHCS TIPU B1IOOPaKEH1, a TOBEPXHIO JK 3pYYHO OMUCYBATH JABOBUMIPHUM
300pakeHHsIM. 3a3BUUai, B IKOCT1 TAKUX TEKCTYP BUKOPHCTOBYIOTHCS JJBOBUMIPHI
pacTpoBi 300pakKeHHs, 110 NOTIM HAKJIaJalThCA HA CHPOEKTOBaHY Ha €KpaH
MOBEPXHIO METOJOM CEMIUIIOBaHHS (BUOIPKM TEKCeNnsi TEKCTypH Ha OCHOBI
KOOpAMHAT IMIKCENss y MpOCTOpi MOBEpXHI o00’ekta abo, B 3aleKHOCTI BIJ
HaJNAIITyBaHb ceMIuiepa, (iabTpallisi Ha OCHOBI JeKUIbKOX TekcemiB)[1]. Oxnaxk,
BUKOPUCTAHHS PACTPOBUX 300paKeHb B SIKOCTI TEKCTYp Ma€ JEKUIbKa 3HAYHHUX
HenounikiB. [lo-niepie, 115 sIKICHUX 300pa)keHb HEOOX1JIHO IOCUTh OaraTto mam'sri,

AK Ha (I3MYHOMY HAKOMUYyBadl TakK 1 B ONEPATHBHIA TaM'aATi, IO
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BUKOPHUCTOBYETHCS TIiJ] 4ac mporecy Bizyamizaiii. [lo-apyre, TOUHICTH pacTpOBHUX
TEKCTYp OOMEKEHa pO3MIpoM 300pakeHHs, IIPU MaciiTa0yBaHHI, SKICTh 3HAYHO
NOTIPIIYEThCA. [HITUM HETOMIKOM € CTaTUYHICTh 300pakKeHHs, JJisl peanizaii
MIeBHUX BHJIIB aHIMallli HEOOX1THO BUKOPUCTOBYBATH HAOIp pacTpPOBUX 300paKeHb
3 iX MBUAKOIO MIAMIHOIO, 1 1€ KOIITY€ 3HAYHO OUTbIIE TaM'sTI.

Maiixe Bci cydacHi TrpadiuHi MOpPOLUECOPU HIATPUMYIOTh MOKIIUBICTb
KepyBaTH TMEBHUMHU CTafissMH TpadiuyHoro koHeeepy. OMHIEIO 3 TaKUX CTadidl €
nikcenbHUl a0o (parmeHTHUI wwieinep. @parMeHTHUN LIEHJep — L€ YacTUHA
rpadigHOrO KOHBEEPY, 110 MOKE OyTH 3amporpamMoBaHa (Ha BiIMIHHO Bij O0araThox
IHIIMX CTajJlid, 110 BUKOHYIOTHCSA amapaTHO Ta peaji3alis SKUX CKpHUTa) IIO
JI03BOJIIE KEepyBaTH IMPOLIECOM BHOIPKM TEKCTypH 1 3aTiHEHHSM, (AKTUYHO
BIJIMOBIIA€E 3a T€, AKUU KOJip Oy/ie Mpu3HauYeHO MIKCENI0 eKpaHa. 3aMiCTh TOTo 1100
CEMIUTIOBATH PACTPOBE 300pAKEHHS Y (PparMEeHTHOMY HIeiepi (110 BUKOHY€EThCS Y
OUIBIIIOCT] BUIAJIKIB), TYyT MOXKHA HANIPsIMy OOUYUCIUTH 1€ 300pakeHHs 3a MEBHUM
MaTEMaTUYHUM TPABUIIOM, KEPYIOUUCh TEKCTYPHUMHU KOOpJMHATaMu (pparmeHTa
(mmikcens). 111 oGuuncienns Bi0yBarOThCSA JUHAMIYHO ITiT Yac Bizyasi3arii KOXKHOTO
3 kazapiB 0e3nocepenaro Ha GPU 1 He 30epiratothes B mam'sti. Kpim Toro, Takuii
HiIX17, B 3aJ€KHOCTI BiJl CKJIAAHOCTI aaroOpuTMy, MOXE€ OyTH MIBHIAIIUM 32
CEMIUIIOBAHHS PAcTPOBOIO 300pa)K€HHSI 4epe3 JAOCHUTh JOPOry LIHY JIOBLILHOTO
nocrymy no nam'sti Ha GPU. Takox, 3a noTpeOu, 10CUTh JErKo BBECTH NapaMeTpu
i aHIMYBaTH TEKCTYpY.

JlnHaMi9HUMU, B paMKax I11€i poO0TH, Oy 1yTh BBAXKATHUCS TEKCTYPH OTPUMaHI
IUISIXOM OTMHUCAaHUM BHIIE, TOOTO OOYHMCIIEHHI MiJ Yac Bi3yaui3alii B IIeiaepi Ha
GPU 1 mo 30epiraloTbCsd y BUIJISAI HOPOTPAaMHOrO KOAY, a HE pPacTpOBOTO
300paKeHHs.

Xoya HaMOUIbII OYEBUJAHUM 3aCTOCYBAaHHSIM JTWHAMIYHOI TEKCTYpU €
BU3HAYCHHS KOJHOPY MOBEPXHi, 11 TAKOX MOXHA BUKOPUCTOBYBATH 1 JJISl 1HIIMX
uineil. Hanpukian, 3a 10nomMoroo TecensiiiHoro menaepy [2] MokHa reHepyBatu
MOJIITOHY Ha JIbOTY, TAKAM YHHOM, 110 IMTOBEPXHs Oy/ie BU3HAYATHCS TEKCTypoto. B

ObOMY BHKOPHUCTAHHSA ITPOLOCAYPHUX TCKCTYP TAKOXK MA€ CCHC TaK K BOHH MalOThb
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Jy>K€ BEJIMKY TOUYHICTh, a PIBEHB JieTalli3allii MO)KHA 3MiHIOBATH B 3aJICKHOCTI BiJI
BljcTaHdl 10 00’ €KTa.

[IpoOnemoro * NOpH AMHAMIYHIN TeHepaulli TEKCTYp CTa€ 3HAXOJKECHHS
MEBHOTO MAaTeMaTHYHOIO TIPaBWJIa, IO JO3BOJUTH OTPUMATH TEKCTypy SKa
i TXOTUTH 0 KOHKPETHOI 3a/1a4i.

Icnye GaraTo pi3HHX CIOCOOIB MPOLETYPHOTO F'EHEPYBAaHHS TEKCTYp, ajie He
BCl BOHM JOCTYMHI Jijis peani3aiii (a0o CckiagHO 4M Hee(EeKTUBHO pealizyemi) y
mieiiepi, BpaxoBYHOUM OOMEXKEHHA  apxiTeKTypu (OUIbll  JeTalnbHO Yy
niapo3auti 2.2). OnqHuM 3 TAXOAIB € CTBOPEHHS MPOCTHX Te€OMETpUIHKUX (Iryp 3a
NEBHUMH MaTeMaTUYHUMH MpaBHiIaMH, a0 koMOiHanli Takux ¢iryp. Lle MoxyTh
OyTH JiHii, emincu, NPSIMOKYTHHKH, Ta Maixke Oyab-ski (Irypu IO OMUCYIOTHCS
MaTeMaTUYHO Ha IUIONIMHI. B3arami MojkHa BUKOPUCTOBYBAaTU OYIb-sKl (YHKIT
JIBOX 3MIHHMX. ¥ 0araTh0X BUIAJKax LbOro OyJe JOCTATHbO, ajie IPU MOJEIIIOBaHHI
peaNTiCTUYHHUX 00’ €KTIB, 0COOIMBO MPUPOIHIX, 100pe BU3HAUEHI NIPOCTI Pirypu Ta
byHKIIT BXe He MAXoAaTh. [l TakuxX TEKCTyp, SK IpaBWiIo, OakaHa OLIbII
Xa0TUYHA CTPYKTYDA.

Haii6i1p11 1ikaBUMHU 3 TOUYKH 30PY CKIIQTHOCTI1, YHIKAIbHOCTI Ta XaOTUYHOCTI
300paxeHHs € ¢pakraiu. OAHIEIO 3 BaXJIMBUX BIACTUBOCTEH (pakTaiiB €
CaMOMOJII0HICTh, 10 TAKOX BUPIIIY€E TPOOIEMY IKOCTI IPHU MacIuTa0yBaHHI.

[Ipu po3polili AWMHAMIYHUX TEKCTYp, OCOOJMBO (paKkTadbHUX, IOCTAE
HEOOX1IHICTh B TIEBHIN cepeli, 0 JI03BOJIUTH 3PYUYHO IIe 3poOUTH. K BUSBUIOCH
CTBOPEHHSI TAKOT'O POJTY TEKCTYP 37A€OUTHIIOT0 BUKOHYBAIOCH IPSIMUM HAIMMCAHHIM
mie1epHoro Koay. Jis Toro mo0 mokpanTi Ipolec CTBOPEHHS Ta JOCIIIKEHHS
AMHAMIYHUX TMPOIEIYPHUX TEKCTYP € CEHC PO3pOOKH CIieliaai30oBaHOi MPOrpaMH,
10 JIO3BOJIUTH MIiABUIIUTH €(PEKTHUBHICTh PO3POOKH MPOLECIYPHUX JTHUHAMIYHUX

TEKCTYP.
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1 OIJsJ METOIIB 'EHEPAIIL TEKCTYP

1.1 CkanyBaHHs MaTepiaJiB

[leit mertonm mnepenbavyae 3axOIUICHHS MarepialliB pealbHOro CBITY 3a
JIOTIOMOT'OI0  CTIelliaibHOrO0 O0JiafiHaHHs, Hanpukian 3D-ckaHepiB abo Kkamep
BHUCOKOI PO3IUIBHOI 31aTHOCTI.

IlepeBaramu Merony e:

1) HM3BK1 BUTPATH HacCy;

2) peadiCTUYHICTh OTPUMAHOI TEKCTYpH. TekcTypa OLIbII TOYHO BIIANOBIAAE
peaTbHOMY CBITY SIKIIO € TaKa HEOOX1HICTb.

Henomniku:

1) TekcTypu, 1m0 MOXYTh OyTH OTpHUMaHI TaKHUM CIIOCOOOM, OOMEKeHI
ICHYIOUMMH 00'€KTaMH;

2) nnsi CTBOPEHHSI TakOi TEKCTYpU HEOOXiJHE creliaibHe OO0JaJHaHHS Ta
3pa3o0K mMaTepiaiy, 10 He 3aBXK/IH JIETKO OTPUMATH;

3) auie pacTpoBa TEKCTypa MOKe OyTH 3r€HEepOBaHa, a TOUHICTh 3aJIEKUTh

B1JI IKOCTI 00OJIaTHAHHS,

1.2 IIudposi inctpymenTu (pacTposi rpadiuHi penakropn)

Taxi mnporpamu, sik Photoshop [3], GIMP [4], Microsoft Paint [5],
MPOIIOHYIOTh MEeH3M1, PUIBTPU Ta ePEeKTH IS CTBOPEHHSI PACTPOBHX TEKCTyp Ha
1 (pOBOMY IMOJOTHI.

OCHOBHOIO TMepeBarol € Maibke Oe3MeXHI MOXKIMBOCTI Il CTBOPEHHS
TEeKCTypH. BaxxnmuBuMu HepomiKaMu K Te, IO 1€ MOTpeOye JTHOICHKUX PEeCcypciB Ta

0araTo yacy. 3HOBY K TaKl MOK€ OyTH OTpHMaHa JIMIIE pacTpoBa TEKCTYPA.



13

1.3 T'eHepauis 3a J0OMOTI0I0 IITYYHOI'O iHTEJIEKTY

CporoJiHi ICHYIOTh 3rOpTOYHI HEHPOHHI MEpEeXi 3/1aTHI TeHepyBaTH JOCUTH
CKJIaHI Ta AKicHI 300paxkenHs. Cepen Takux nomyisipuuMu € DALL-E 3 [6], mo
po3pobiiena OpenAl Ta Stable Diffusion Bix Stability AI[7]. OcHOBHOIO TiepeBaroro
€ He3HAYH1 BUTPATH Yacy JAJis TeHepallii.

J10 HeTOJIIKIB BXOJISTh:

1) oOmexeHuit po3mip 300pakeHHS;

2) TeHepyETHCSI TUIIIE PacTpOBE 300paKEeHHS;

3) 300pakeHHs MOKe OyTH 3 nepexTaMu Ta moTpeOyBaTH TOOTPAIFOBAHHS,

4) HeoOX1/1HE JTyXke MOTYKHE 00IaJHAHHS.

1.4 IlpouexypHa reHepauis

Ile#t meron mnependavae BUKOPUCTAHHS QJITOPUTMIB JJIi MaT€MaTH4HOI
reHepartii Texctyp [8].

IlepeBaru:

1) MaTemMaTHyUHE ONMKCAHHS J03BOJISIE HE 30epiraTu pacTpoBe 300pa)KEHHs B
nam'sTi KOMIT'IOTEPA;

2) He BTpayae SAKOCTI MpU MacIITadyBaHHI Ta IHIIMX MaTEMaTUYHHUX
NEPETBOPEHHSX IIPOCTOPY;

3) 300pakeHHsT MOe OyTH JIeTKO MOJu(piKOBaHE 3MIHOIO IMMapaMeTpiB B
pearbHOMY Yaci;

4) 36epiraroThes 1H(GOpMAILis TPO BCl €Taly CTBOPEHHS TEKCTYPH;

5) Moke BUKOPHUCTOBYBATHCS JUIS T€HEpaIlii JTUHAMIYHOI TEKCTYPH.

HenonikoMm € ckmamHIiCTh MiiOpaTH aaropyuT™ s OakaHOi TEKCTYPH.



14

1.5 BuchHoBOK

Posrnsparoun mpobiemy auHaMigHOI TeHepallii TEKCTyp B peaJbHOMY daci
JIMIIIE MPOIlelypHa reHepallisi € MOKIUBOIO OMIIIEIO.

TeopeTndHo reHeparlis 3a JOMOMOTOI MITYYHOTO IHTEIEKTY TaKOX MOXKE
OyTH 3acTOCOBaHa MpU JUHAMIYHUN TeHeparlii TeKCTyp 1 HaBiTh ICHYIOTH IEBHI
QITOPUTMH IO BUKOHYIOTH II€. SIK MpHUKJIaa, MOKHAa HaBecTH TexHoisoriro DLSS
(Deep Learning Super Sampling) [9] kommanii Nvidia, 1m0 103BOJIsI€ MABUIUTH
SKICTh KIHIICBOTO 300paK€HHS B pealbHOMY uYaci. AJe TyT alropuT™M
3aCTOCOBYETHCS HE JIO TEKCTYPH, a BXKE IO KIHIIEBOTO 300paKCHHS 1 JIMIIIEC OJWH pa3
Ha Kajap. BukopucTanHs TeXHOJOTIT I TeHeparllii 6araTtbox TEKCTyp Oyne mayke
Hee(DEeKTUBHE TaK SK aJIrOPUTM MpUMMaE Iije 300pakeHHsS 1 TMOBEpTae Iiie
300pakeHHsI (Bxe OLIbIOol pO3AUTEHOI 3AaTHOCTI). Ha manuii MOMEHT MOTY>KHOCTI
cydacHux GPU HemocTaTHRO JIJIs1 MPAKTUYHOTO 3aCTOCYBAHHS IITYYHOTO IHTENEKTY
B pealbHOMY 4acl Jjid e(eKTUBHOI JWHAMIYHOI TeHepalli 0ararbox TEKCTYp,

ocobnmBo Ha GPU 3 cepenHbOi LIHOBOI KaT€ropii Y1 MOOUIBHUX IPUCTPOSIX.
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2 BIJOBPAJKEHHSI TEKCTYP 3A JIOIIOMOI'OIO T'PA®IYHOI'O
MMPOILIECOPA

2.1 TI'padivynmnii KOHBeep

I'padiunnmii kouBeep — 1e pperimMBopk g Bizyanizaiii 3D (uu 2D) cuen Ha
ekpaHi. ['padiunuii KOHBeep MpeacTaBisic coOOO0 TMEBHHUM JIAHIIOT IOCI1IOBHO
BUKOHYBAHHMX OI€paliii HajJ MJaHUMHU IS NEPEeTBOPEHHs iX y KiHiese 2D
300paskeHHs. 31e01IbIIoro onepailii rpagiyHOro KOHBeepa BUKOHYIOThes Ha GPU
Ha anapaTHoMy piBHI abo Ha piBHI ApaiiBepa. ['padiuni API, Taxi sk Direct3D [10],
OpenGL [11], Vulkan [12], Metal [13], npeacTapisitoTh IEBHUM CTaHAAPTU30BAHUN
iHTepdeiic s kepyBaHHS KoHBeepoM. ETanu rpadigyHoro koHBeepa 3ajiexarh Bijl
apxitektypu GPU Ta rpadiunoro API, ane 31e0UIbIIOr0 MOXKHA BUILIUTU TaKl

ocHoBHI etanu (puc. 2.1 [14]), cepen sskux cuH1 OJIOKH MPOTPaMOBaHi MIEHAePH.

‘ Vertex Specification ‘

v

| Vertex Shader ‘

N I
: Tessellation 1

‘ Vertex Post-Processing ‘

‘ Primitive Assembly ‘

v

‘ Rasterization ‘

_______ M

' Fragment Shader :

_______ o

‘ Per-Sample Operations‘

Pucynox 2.1 — OcHoBHI etanu rpadiyHOT0 KOHBEEpa

OxpiM 3BHYAWHOIO TpaiuHOrO KOHBEEPY TAKOX ICHYE OOUYMCIIOBAIBHHIA

KOHBCEP Ta KOHBCEP TpaCyBaHHA HpOMeHiB, A€ TAKOXK 3aCTOCOBYIOTLCA H_IGI‘/’I,IICPI/I.
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2.2 leiigep

3rinHo 13 cmenmdikamiero OpenGL [15] meligep — 1me BU3HAYCHA
KOpPUCTYBaueM Iporpama, pu3HadeHa i poOOTH Ha NIEBHOMY eTarli rpadiyHOro
koHBeepa. lllelinepn HagarOTh KOJ JUIsl IEBHUX MPOrpaMOBAHUX €TaliB KOHBEEpa
Bizyasizariii. [X Takox MOKHA BUKOPHCTOBYBATH B JICTIO OUTHIIT 0OMexeHii popmi
JUIA 3aranbHux oounciens Ha GPU.

[lefimepy BUHUKINA 3 METOIO peasizallii 3aTiHEeHHS Ta OCBITJICHHs. 3BiACH
TaKoX 1 Ha3Ba shader. Ha mouaTky miaTpuMyBaBcs Julie pparMeHTHUHN Ieiaep.

[einepoM TakoX Ha3WBAIOTh 1 BUXIJHMM KOJ Takoi mporpamu. Hapasi B
IIMPOKOMY 3aCTOCYBaHHI € 3 BUCOKOPIBHEB1 MOBH MPOTPaMyBaHHS IIEHIEPIB:

1) GLSL (OpenGL Shading Language) [16] — MoBa mnporpaMmyBaHHS
nieiepiB mepuodeproBo pospodinena st OpenGL, sika Mae CUHTaKcuc, IO
cx0xui Ha MoBY C;

2) HLSL (High-level shader language) [17] — po3pobiena Microsoft 1
BUKOPHUCTOBYETHCS JIJIsl MpOrpaMyBaHHs 1eiaepiB B DirectX. Mae 011111 BUCOKUT
piBeHb 3a GLSL, xoua pi3HHIS nyKe HE3HAYHA,;

3) MSL (Metal Shading Language) [18] — moBa 3aTiHeHHS1, 1110 0a3y€eThCs Ha
C++ Ta BUKOpPHCTOBYEThCS Ha TPHUCTPosix Apple mpu 3actocyBaHHI rpagigyHOTO
API Metal.

Haitnonynspuimoro cepen nux Mo € HLSL, BukopucToByeThest B 6ararbox
rpadiunux pymrisx, cepen sikux Unity [19], Unreal Engine [20] . Tax sik Bci 11i MOBU
CXO1 MO CHHTAKCUCY TO, SIK MPaBUJI0, aBTOMATHYHUI Mepekiag MK HUMU HE €
pooJIeMOI0.

OCHOBHOIO  PI3HUIICI0O  TPOTrpamMyBaHHS  IMICHJAEPIB  TOPIBHSIHO 3
nporpamyBaHHsM 3BuyaHoro koxy mist CPU e Te, mo meniepy BUKOHYIOTHCA
napajienbHO BeIMKMMU rpynamu. KinbKicTh MIEHAEPHUX SIep MOXKE CAratu

necsatkiB Tucsd. Hampukmang GeForce RTX 4090 mae 16384 sinep [21]. Benuka



17
KUIBKICTB SIJIEp TaKOXK Ma€ MIEBHI 0OMEXEHHSI 110 JI0 CTPYKTYPHU KOy Ta JOCTYITY J0
nam’sTi. [lo-nepiue, e BiICYTHICTh Kydl M CTE€KYy Ta BIJANOBIIHO JUHAMIYHOTO
BUJIUICHHS TIaM’ ST 1 pekypcii. Bci 3MiHHI B MeXKax IIeiaepy MatoTh OYTH CTaTHYHO
00’siBIIeHI Ta TX pO3Mip BIIOMHUH MiJl YaC KOMIUIALIi. € MOXKIUBICTh JOCTYIy /10
OydepiB 1 TekcTyp, aje CTBOpeHHsA caMux OydepiB 1 TEKCTyp 1 iX BIANOBIAHE
3HUINEHHS] BUKOHYETHCS 32 MEXaMU MIEHIEPHOTO KOy, K IPABUIIO, KEPYETHCS Ha
croponi CPU. BukonanHs meiiepiB BUKOHY€ETHCS TI0 TPyTaMm, siApa B OJHIN TpyTi
MOAUISIOTh MK CO00I0 TIEBHI pecypcu. B mMexax ojiHiel Ipynu BUKOPUCTOBYEThHCS
mozaens SIMD (Single Instruction/Multiple Data) [22], ToO6TO auie oawH MOTIK
IHCTPYKIIIM Ha rpyly HapajeiabHux saep. Sk pe3ysbrar, O0yab-aKi po3ralyKeHHS
(omeparop if ab0 IUKIM, IO MAaTh PI3HY KUIBKICTH ITepallii) iIMITYyIOTbCS 1
(akTUYHO BUKOHYIOTBbCS BCl TUIKM Mporpamu. B Ouibll cydacHHMX BepcCiixX €

MO>KJIMBICTh IMHAMIYHOTO PO3TaTy’KEeHHsI, ajie BOHA KOITye 6araTo pecypcis [23]

2.3 Cmnoco0u BinoOpakeHHs

Ha Bcix eramax rpadiuHOro KOHBeepy, LI0 BHM3HAYEHI SIK IPOrpamoOBaHi,
MO>XHa BUKOPHCTOBYBAaTH IIEHEpHI mporpamMu. TyT mpu po3paxyHkKy Oyab TO
KOJIbOPY, HOpMaJi, Koe(illleHTY BiIJI3EpKaJICHHS, MATOBOCTI UM 3MIILIEHHS BEPUIUH
Maiixke He 00XOAUThCS 0€3 BUKOPUCTAHHSA TEKCTYP, 110 XapaKTEPU3YIOTh TOBEPXHIO
gy 00’eM. OAHUM 13 HAWMOMIUPEHINIMX MIIXO0JIB € CEMIUIIOBAaHHS PacTPOBOIO
300pakeHHS.

[lepeBaramu e:

1) 3py4HICTB 3 TOUKH 30PY PO3POOHUKA;

2) BIACYTHI OOMEXEHHS Ha BMICT TEKCTYPH;

3) BUCOKA MIBUAKICTH JJI1 HEBEIUKHUX 300paKeHb.

Henonikamu:

1) HeoOxiaHO OGarato mam'sTi AJist 30epiraHHs IKICHOTO 300payKeHHS;

2) moraHa sIKiCTh MpH 301TBIICHH] 3MEHIIIEHI Y1 BIJOOpaKeHH1 M1 KyTOM;
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3) BIIHOCHO BHCOKA 3aTpUMKa MMPU YUTaH1 3 TTaM’sITl;

4) 300pakeHHsI CTaTUYHE.

[HIIIMM T1IX0/10M € OOYMCIICHHS BIACTUBOCTEH MOBEPXHI i 4ac
BUKOHAHHSI, HA OCHOBI TEKCTYPHHX KOOpAWHAT TOUKH. [1i1Xi1 Mae Taki mepeBaru:

1) SKICTh HE 3AJIKUTH BiJl MacIITa0yBaHHS (SKIIIO HE BpaXOBYBATH
0OMEXEeHHSI TOYHOCT1 THIIIB JIaHHX);

2) MOKJIUBICTH KEPYBAaHHS TEKCTYPOIO TUHAMIYHO 32 JIOMTOMOTOIO 3MiHU
napameTpis;

3) Maike He TOTpeOye Mmam'sTi, TaK IK TEKCTypa MOBHICTIO OMUCY€EThCS
WEUAEPHUM KOJOM;

4) MOKe BUKOPUCTOBYBATHUCH ISl ONUCAHHS JTy>KE€ BEJIMKUX MTOBEPXOHb.

Cepen HETOIKIB:

1) yac Bi10OpaXKe€HHS 3aJIEKUTh B1Jl CKIIaJHOCTI aJITOPUTMY;

2) BaXXKO 3HAWUTH ITHCTPYMEHTHU, IO JOTMOMOXKYTb CTBOPIOBATH KOJI TAKUX
TEKCTYD.

[Ile omquuM BapiaHTOM MOke OyTH Moe€aHaHHS 000X meToaiB. Hampukian,
MOHa 00paTH pacTpoBe 300pakKeHHs Ta HAJaTH oMY IeBHOI aHiMallli Ha OCHOBI

JOAATKOBUX OOYMCIICHb YU IEPETBOPEHD MTPOCTOPY.
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3 PDOPAKTAJIBHI TEKCTYPHU

binbmiicTh mikaBUX MPOIEAYPHUX TEKCTYp 0a3ylOThCs came Ha (ppakTaiax.

[Ipu gochimxeHi AUHAMIYHUX OPOLEAYPHUX TEKCTYp 3HAWIEHO HACTYITHI
peamizariii, mo g00pe AEMOHCTPYIOTh MOXJIMBOCTI BUKOPHCTAHHS (pakTaiiB B
peaTbHOMY Yaci JIJIsi MOJICITIOBAHHS IPUPOIHIX 00’ EKTIB.

Ha pucynky 3.1 aniMmoBaHa TEKCTypa OpraHigHOTO MaTepiany[24].

Pucynok 3.1 — ®pakranbHa q[uHaMiYHA TEKCTYpa OpPraHigHOro MaTepiaty

[Hmmit  mpukIax 3acTocyBaHHSA (paKTaliB JJIi MOJCITIOBAHHS XBWJIb
(puc. 3.2) [25].
Ha pucynky 3.3 [26] 300paxeHO BX€ TPUBHUMIPHI TEKCTYpU IO

MPEICTABIAIOTH (paKkTaIbHUN TaHamadT.
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Pucynok 3.2 — ®pakranbHa JUHAMIYHA TEKCTYpa XBUJIb

Pucynok 3.3 — Ilpuknanu ¢pakranbHoro Janamadry

[le onun mpukian (puc. 3.4) [27], Ae uIa clieHa TeHEPYEThCS B PEaTbHOMY
yaci 3a gornomororo ¢gpaxrainiB. TyT ¢ppakTanbHi TEKCTYpHU BUKOPUCTOBYIOTHCS IS

re’eparii Janamadry, 1epeB Ta xmap.



Pucynok 3.4 — Bigo6paxkeHHsI ITMHAMIYHOI ClIEHH, MO0y 10BaHOi 3 (hpakTaiis, B

peaspHOMY Yaci
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4 TIOCTAHOBKA 3AJJAYI

Mertoro 1aHoi poOOTH € CHPOIICHHS 1 NPUIIBUIAIICHHS MPOLIECY PO3pPOOKHU
JUHAMIYHUX TPOLEAYPHUX TEKCTYp Ha OCHOBI (hpakTajiB Ta MPOCYBaHHS iJiei
BUKOPUCTAaHHS TaKUX TEKCTYpP 3aMICTh pacTPOBUX B KOMII IOTEpHil rpadiui. Merty
IUIAHY€TbCA  JIOCATTH LUIIXOM  PO3POOKH  CHEIali30BaHOIO  MPOTrPaMHOTO
3a0e3neueHHs i PC, 1o cipocTUTh pefjaryBaHHs TaKUX TEKCTYP, Ta JOCI1PKEHHS
JI0r0 MOXKJIMBHUX 3aCTOCYBaHb.

JUis JOCATHEHHSI METH HEOOX1/1HO:

1) npoaHnanizyBaTu MNpeaMETHY 00JIacTh Ta ICHYIOUl I1HCTPYMEHTH MJIs
CTBOPEHHS POLEAYPHUX TEKCTYP;

2) chopmyBaTH BUMOTH 10 IPOrPaMHOT0 3a0€3M1EUEHHSI BPaXOBYIOUH J0CBI]
aHaJIOT1B;

3) po3poOuTH Crieliani3oBaHui PelaKTOp MPOIEAYPHUX TEKCTYp AKl OyayTh
OINUCYIOTHCSl NMPOTPAMHUM KOJOM 3 MOXIIMBICTIO KEpPYBaHHs IapaMeTpamu Ta
3pYYHHM €KCIIOPTOM PE3YyJIbTYIOUOT0 KOAY TEKCTYPH;

4) BUKOHATH peaiizaiio BiAoMHX (pakTaiiB Ta (PpakTalbHOTO MIyMy 3a
JIOTIOMOT OO0 pO3pO0JICHOT0 peaakTopa. JlocaiauTu iHi Bapiallii GppakTaiis;

5) ctBOpUTH AeMOHCcTpauiiiny 3D cliieHy 3a J0IOMOroro rpagpiqyHoro pyuis 3
BUKOPHCTAHHSAM CTBOPEHUX 11A0JIOHIB;

6) chopMyBaTH BHCHOBKM LI0JI0 BUKOPHUCTAHHS JMHAMIYHUX TEKCTYp Ha

OCHOBI (PpakTayiB B KOMIT IOTepHIN rpadirr.
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5 PO3POBKA PEJAKTOPA IMHAMIYHUX MPOLHEAYPHUX
TEKCTYP

5.1 Ichymwui pimneHHst

Jlns mporiexypHOi reHepartii TeKCTyp icHye 6arato iHCTpYMEHTIB. AJie cepen
HUX HEMa€ 3pY4YHUX g poOOTH came 3 (pakTaiamu, OCKUIbKU ISl (ppakKTaiiB
HEOOX1JHO MIA0UpaTH Oarato napaMeTpiB, HEBEIMKA 3MiIHA AKUX MOXKE MPU3BOJIUTH
JI0 JTy>Ke 3HAYHUX 3MIH KIiHIIEBOT'O 300pa)K€HHS, 3BiJICM BUILIUBAE HEOOX1IHICThH B
THYYKOMY KE€pYBaHHI mapaMeTpamu Ta, 0akaHo, 3 MOKJIMBICTIO KEPYBaHHS HUMH 32
JIOTIOMOT'OF0 KJIaBiaTypH Ta MHIIII, 3aMiCTh MPSAMO1 3MiHH YUCJIOBHUX 3HaueHb. OKpiM
IILOTO, 30BCIM HE BCi PEIAKTOPH TEKCTYP JIO3BOJISIOTh TEHEPYBATH KIHIICBUN KOJI
HIeHaepy, a JUIle CTBOPIOIOTh PACTPOBI OITMAINM TIEBHOT'O PO3MIPY, IO BiAMOBIIHO
HE IIJIXOJUTh SKIIO IIJIIIO € CTBOPEHHS THHAMIYHOT TEKCTYPH.

Jlani po3risiHyTI JesiKl iICHYI01 pIIIEHHS.

Adobe Substance Designer [28]. Cepen nepeBar mae rapHy MiATPUMKY Ta
peryispHi oHOBIeHHs. € 3py4Ha iHTerpailis 3 TpadiuHUMU PYIIISIMH, 10 J03BOJISE
MPaIlOBATH Ha/l TEKCTYPOIO Ta aBBTOMATUYHO OHOBJIIOBATH ii JIJIsl TpapiyHOrO PYILis.
Bci 3MiHM MOkHa 0auuTH B peadbHOMY 4aci. TekcTypa OyAayeThes 3a JOTIOMOTOIO
rpadignoro iHTepdercy 3 3acTocyBaHHsIM Tpady By3miB. 3 0HO OOKy Ied miaxina
MOK€ OyTH TIPOCTIIIAM JJII OCBOEHHS Ta JO3BOJISIE OAYUTH BCi MPOMIXKHI CTaHU
TEKCTYypH, 3 IHIIOrO OOKYy JesKi MPOCTI omeparlii, 10 JITKO Ta KOMIAKTHO
OMHCYIOTHCS KOJIOM (HAMPUKIIA] IIUKIN YM BUKIMK KOPUCTYBAIbKOI (DYHKIIIT) MOXKeE
OyTH CKJIaJHO Ta TPOMI3AKO BTUIUTH 3a JIOIOMOIOIO BY3JIiB.

Jlo HenomikiB Tpeba BigHECTH Te, 1m0 Substance Designer renepye TeKCTypy
B SIKOCTI pacTpoBOro 300pakeHHs (ikcoBaHOro posmipy. Ilim wac po3pobku
BIJICYTHI MOJMJIMBOCTI JUISi MacIITa0yBaHHS IEBHUX PETIOHIB TEKCTypu 1100

JIeTaabHO JOCIIIUTH I11KaBl YaCTUHU 3T€HEPOBAHOTO 300pakeHHs. BukopucTaHHs
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IHCTPYMEHTY Tu1aTHe. HEMOXKIIMBO CTBOPUTH aHIMOBAHI TEKCTYpH 3 JUHAMIYHUMU
apaMeTpaMH.

Blender's node-based shader editor [29]. Amnamoriuno mo Substance
Designer, no3Bosisie OyayBaTH TEKCTYpH 3a JIOMOMOTOI0 3PYYHOTO TpadidHOro
iHTepdeicy 3 3aCTOCYBaHHSIM BY3IIB 0€3 Komy. Aje TyT pe3yJbTaTOM BXKE €
meHaepHU KOJ, a Ha pacTpoBe 300pakeHHs. MOXIUBICTH ojpa3y OauyuTu
pesyabtat Ha 3D mogneni. J[03BoJIs€ MpaoBaTi Ha/l PI3HUMH KaHaJlaMH MaTepiany
OJIHOYAcCHO (KOJIip, HOpMaJli, KapTa BHUCOT, METAJIEBICTh). be3KOMTOBHHIMA, 3
BIJIKDUTUM BHUXITHUM KoioM. € BOyAoBaH1 (pyHKIIi $IK, HalpUKIAJ, TeHeparis
Iymy.

HespyuHo posrmsimatu nmerani 300pakeHHSI Ta 3MIHIOBATH MapaMeTpH IS
nepersiay pe3ysibrary. HeMoXIMBO BHKOPHUCTOBYBATH KOJA 3aMiCTh TIpady, IO
MOXe OyTH 3pYYHIIIUM JUIS CKJIAQIHUX alroputmiB. HeoOXiHO BCTaHOBIIOBATH
Blender nyis BuKOprcTaHHS.

CtBOproBaTH TPOILEIypPHY TEKCTYpy MOXHa 1 0€3 BHKOPUCTAHHS
CIeliali3oBaHuX IHCTPYMEHTIB. B 3anexxHocti Bij rpadigynoro API a6o pymris, ko
MO>KHA IMMUCATH B IKOCTI 3BUYAMHOTO IIeiiaepa. 3BUUaifHO, B TAKOMY BUIIAJKy HEMAE
MO>KJIMBOCTI 3pYyYHOTO KE€pYBaHHS mapaMmeTrpamu (iX TOBENeThCS 3a/1aBaTH BPYUHY
B SIKOCTI KOHCTAHT), a TaKOX BIJICYTHE OHOBJICHHS B peaibHOMYy yaci. Kpim Toro,
pu po3poOIll TeKCTypu OakaHo O MaTu 3pyuyHUi iHTEep(deic, 1o AO03BOJHUTH B
JETAISIX JOCIITUTH 300paKEeHHS.

Hesiki rpadiuHi pyuiii J03BOJIAIOTH CTBOPIOBATH MAaTepiajd 3a JIOMOMOTOI0
rpadiuHoro iHTepdericy, anamoriyHomy Blender's node-based shader editor Tta
Substance Designer. lleii BapianT kpamuii 3a mpsiMe HalKUCAaHHS KOIY, aje Mae
BHUCOKY 3aTPUMKy IIpM OHOBJEHI pe3yJbTaTy Ta HE MIAXOAUTh Ui LU
JOCITIJIKEHHS TEKCTYP, 0COOJIMBO (hpakTaTbHUX, TaK SIK BAKKO BUKOHATH HEOOX1/1HE

MEPETBOPEHHS MMapaMeTPiB, K, HAPUKJIIA] MacIITA0yBaHHS Ta IEPEMIIIICHHS.
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ShaderToy. ShaderToy [30] He € cremiami3oBaHUM I1HCTPYMEHTOM JIS
pO3pOOKH TEKCTyp, a mpejacrasisie penaktop ¢parmentHux GLSL mieiinepis.
Takox Moke OyTH 3aCTOCOBAHUM JIJIsl CTBOPEHHS TMHAMIYHUX TEKCTYP.

[IpeBaramu ShaderToy € BeO-iHTepdelc 1 MOXKIUBICTh AUIATUCA CBOIMH
po3poOkamu. Mae BenuKy 0a3y pI3HOMAHITHHX MPOIEAYPHUX 300pa’KeHb
KOPHUCTYBayiB.

KepyBanus napamerpamu oOMexeHe KOHCTaHTaMHU 1 KOOPAMHATAMH Kypcopa,
110 HE3PYYHO MPHU CTBOPEHI CKIIATHUX TEKCTYP.

Otxe, mpoaHani3yBaBIlM aHAJIOTH, MPHU CTBOPEHHI penakTopa HEOoOX1THO
BpaxyBaTH TaKi BIACTUBOCTI:

1) GLIBIIICTh aHAJIOTIB JO3BOJIAE OAUYUTHU PE3YNHTAT B PEATHHOMY 4aci, 1€
Jy’)K€ CIPOIILYE CTBOPEHHS TEKCTYpU. ToMy po3poOstoud BIACHHH pPEaaKTop
TaKOX BaXKJIMBO MIHIMI3yBaTH 4YaCc OHOBJIEHHS 300paKeHHS;

2) cepen posrisHyTHX pimeHb Jmme ShaderToy mo3Bojsie mmcaTu Koo
HanpsaMy, 0e3 BUKOpUCTaHHs rpadiuHoro iHTepdeiicy 3a monomororo By3miB. Tak
K 1IeH MIXi7 ORI YHIBEpCAIBHUHN Ta JICTIIUN JJIs peati3allii, To4aTKkoBa BepcCis
penakTopa Mae 6a3yBaTUCS caMe Ha BUXITHOMY KO/, TOJII sIK Bi3yaibHUM iHTepdeiic
penaryBaHHS MOXHa OyJie T0JaTH B TIOIABIIIOMY;

3) rOJIOBHUM HEAOJIKOM BCIX PO3IJIIHYTUX aHAJOTIB € JyXe OOMEKeHe
KepyBaHHs mapamerpamu. Lle poOuTh mporiec CTBOPEHHS TEKCTYpPH TOBIIMM Ta
HE3pYyYHHM, 0CO0MMBO KO 1e (pakrtan. [Ipu cTBOpeHI BIacHOTO pemakTopa
HEOOX1JTHO J03BOJUTH KEpPyBaTH IMapaMeTpaMH SIK 3a JOTMOMOTrorw TpadiyHOro
1HTEpdEicy Tak 1 3a JOMOMOIOI0 MPOTrPaMHOro KOy, IO HaAIaCTh MaKCUMAIIbHOT
THYYKOCTI Ta TTIOBHUH KOHTPOJIb 3 MOKJIMBICTIO peanizailii Oy/b-1K0i OBEAIHKH.
Kpim TOTrO, KepyBaHHS 3a JIOMOMOTOI0 KOJY Ma€ JO3BOJIUTH NPHB’SI3aTH 3MiHY
napameTpiB 10 KJIaBlaTypH, 1110 HEMOKJIMBO B aHAJIOTax;

4) mpu po3TIIAaHHI aHAJOTIYHUX PIIIEHb OYJI0 Jy’Ke BaKKO 3HANTH TaKi, 110

JIO3BOJISIIOTh  CTBOPIOBATH JIMHAMIYHI TEKCTYpPH, a HE pacTpPoBl 300paKEHHS.
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BpaxoByroun 1110 METOIO € CTBOPEHHS caMe IMHAMIYHHUX TEKCTYp, TO PE3yJIbTaTOM
pO3pO0JIEHOI TeKCTYpH Mae OyTu came Ko wenaepy y dopmi QyHkuii. Aje, npu
BOMY, €KCIOPT y (HOpMi 3BUYAHHOTO PACTPOBOrO 300paKEHHS TaKOX Mae OyTH
NPUCYTHIN. [HO/I 3aCTOCYBaHHS pacTPOBOTO 300paKEHHS MOXKE OyTH 3pYUHIIINM, a
TaKOX 1€ HEOOX1THO JJIsI TOPIBHSHHS POOOTH pacTPOBOI Ta TUHAMIYHOT TEKCTYPH 3
OJTHAKOBHUM 300pa)KCHHSIM.

OT1xe, HEOOX1THO OO peIlaKTOP BIATOBIAB TAKUM IOTpeOaM:

1) penaktop mMae OyTH peani3oBaHO Y BUIJISAI JECKTOITHOTO 3aCTOCYHKY 3
rpa@iuHuM  iHTEeppEeHcoM, OCKUIBKM HATHUBHUH 3aCTOCYHOK Mae Ouiblie
MOXKJIMBOCTEHN TTpH poOOTI 3 rpadikoro;

2) penakTop Mae MATPUMYBATH JeKiibka miatdopm, npuHaiMuai Windows,
Linux Ta MAC 1100 BiJinoBiaTu noTpedam pi3HUX KOPUCTYBAYIB;

3) TekcTypa onucyeThest KojaoM Ha Mol HLSL;

4) MOXJIMBICTD OAYUTH MOTOYHHUI CTaH TEKCTYPH TiJ 4ac PO3POOKH;

5) kepyBaHHsI MapaMeTpaMu 3a JOMIOMOTOI0 KOJIY;

6) MOMJIMBICTh €KCHIOPTYBATH TEKCTYPY B SKOCTI IIEHIEPHOTO KOAY Ha MOBI
HLSL Ta GLSL a6o x 30epertu sik 3Bu4aiiHe pacTpoBe 300paKeHHS;

7) MOXJIMBICTH pOOOTH HAJ| IEKITHKOMA TEKCTypaMH OJHOYACHO 13 IIBUIAKAM
TIEPEMUKAHHIM MK HUMU;

8) IHTEpaKTUBHICTh Ta MIHIMAJIbHA 3aTPUMKa MPHU peAaryBaHHI: MHUTTEBE
OHOBJICHHS B1IOOPa)KEHHS MICIIs 3MiH B K01 00 TapameTpiB;

9) BimoOpaskeHHs JOMOMIXHOTO KOPUCTYBAI[bKOI'O KOHTEHTY, OKpIM CaMmoi
TEKCTYpH, KM TakoX MO)kKe OyTH 3amporpamMoBaHHil, aie He OyJie BXOIAUTH B
EKCIIOPTOBaHE 300pa)keHHs (HAMPHUKIIAA JIO3BOJUTH BiIOOpaKaTH KOOPAUHATHY
CITKY a00 BUJILJIUTH NIEBHUM perioH). Takuil miaxia HaAaacTh MOKIMBOCTI CTBOPUTH
HEOOX1TH1 JIOTIOMDKHI Bi3yaJlbHI €JIeMEHTH crhenu@idHl JJisi KOHKPETHOTO BHIY
TEKCTYpH (HAPUKIIA ABOBUMIPHOT, OJJHOBUMIPHOI UM TPUBUMIPHOI);

10) ouinka yacy Bi3yaii3allii IpoleaypHOI TEKCTYPH.
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5.2 IIpoekTyBaHHH

5.2.1 Komminsiniss BUXiTHOr0 KOAY TEKCTYPH U BiloOpaxkeHHS

Ha pucynky 5.1 BU3Ha4YeHa MOCTIAOBHICTh OIEpaIliid, M0 BUKOHYETHCS TIPH
3MiH1 BUXIJHOTO KOJy JJisi OHOBJIGHHS MapaMeTpiB Ta 300paxeHHst TekcTypu. [1in
OHOBJICHHSAM IapaMeTPiB TYT MAETHCS HA yBa3l IX CTPYKTYpa: MOCIiI0BHICTb, IMEHA,

THUII JaHUX, PO3MIpP, & HE KOHKPETHI 3HAaYEHHS.

Parameters reflection ——update—»] Parameters —reallocate Buffer aCCOTdI!:‘Ig o
structure parmeters size

A

compile
>

SPIR-V compiled Wlth main| L pdat graphic pipeline Comand buffer
as entry point program (Render)

HLSL Texture source
on update—
code

Y

compile SPIR-V compiled
with UpdateParameters [—update—»
as entry point

compute Comand buffer
pipeline program (Update parameters)

A 4

Pucynok 5.1 — OHOBIIEHHS MpU 3MiHI BUX1JTHOTO KOJIY

CrnoyaTky BHXIJHUH KOJ, OIHUCYIOUUH TEKCTYpy, KOMIIUTIOETbCS 3
BpaxyBaHHSAM BXiAHOI TOYKM main. Jlami 3 OIHapHOTO KOAY OTPUMYETHCS
iH(pOpMallig TIPO MapaMeTpH, MiCasS YOr0 OHOBIIOIOTHCS MapaMeTpH 1 BiANOBIAHUN
iM Oydep (Ko po3Mip CTPYKTypH mapaMmeTpiB 3miHuBcs). Ha ocHOBI 6iHapHOTO
KOJy CTBOPIOETHCA IpaQpiuHUIl KOHBEED.

HactynHuM KpOKOM, BUX1THHMA KOJ 3HOBY KOMITUTIOETHCS, aJI€ BXKE 3 1HIIOKO
TOYKOIO BXOJYy — UpdateParameters, Ha OCHOBI CKOMIIUIbOBAHOTO KOIY

CTBOPIOETHCS BIIMOBIAHUN 0OUUCITIOBAILHUI KOHBEED.
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Jam mnepe3anucyroTbCs KOMaHAHI Oydepu, 10 OMHUCYIOTh OMepailii

BukoHyBaHi Ha GPU. Ilpum 3ammci BpaxoByeTbcst Oydep mnapameTpiB, IO
H1AKTIOYA€ETHCS K 710 TpadiyHOro TaK 1 00YMCITIOBATBHOTO KOHBEEPY.

Taxka apxiTekTypa J103BOJIUTH PO3AUTHTH (DYHKITIOHAT OHOBJICHHS IMTapaMeTpiB

1 BiIoOpaxeHHs, MpU 1[bOMY MOBHICTIO OMUCYBATH TEKCTYPY B €UHOMY (paiini, 110

3pYy4HO, TaK SIK BCl JOMOMIDKHI (PYyHKIIi TOCTYNHI SIK NpU BIAOOpakeH1 Tak 1 Npu

OHOBJICHI TTapaMeTpiB.

5.2.2 Ilapametrpn

B monepennbomy miaposaini (5.2.1) omucyBaioch OHOBJICHHS CTPYKTYpH
napaMeTpiB MPU OHOBJICHI BUXIAHOTO KOAY (HA3BU 3MIHHMX, TUIW 3MIHHUX, iX
MOCTIIOBHICTB Ta po3Mip). Ha pucyHky 5.2 300pakeHo mpoliiec OHOBJICHHSI 3HAYEHb

napaMmeTpiB y Mexax OJHI€T iTeparlii mporpamu (OJHOTO KaaApy).

GPU \ / CPU \

GUI

update

Parameters buffer [€——uwrit Parameters

\

input

Compute pipeline
(modification of
parameters)

update
output

Buffer (After changes)

Graphic pipeline

render

Screen

\ /

Pucynox 5.2 — OHOBIIEHHS TapaMeTpiB (3HaU€HBb) B MEXaX OJHOTO Kaapy
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Cnepmry, 3a pomomoroto rpadiuyHoro iHTep(deiicy BHUKOHYEThCS 3MiHA
napameTpiB Ha cropoHi CPU. Jlanmi 3MiHeHI mapaMeTpu KOmitorThes B Oydep, 1110
noctynauid Ha GPU. TyT BUKOHY€ETBHCS OOUHUCTIOBAIBHUIN 1IE€HIEp, AJI1 OHOBJIECHHS
napameTpiB (110 omucaHo (YHKIE0 UpdateParameters), Ha BXIJ JO SIKOTO,
noctynae 6ydep mapamerpis. [licas 3miH, Oydep KomitoeThCcs Ha3aa 10 apaMeTpiB
Ha ctopoHi CPU, a cam mocrymnae Ha BXiJl IrpadiyHOrO KOHBEEpY (TUIbKU IS
YUTAaHHA) A0S BiAOOpakeHHS TeKCcTypH. ['padiuyHuii KOHBeep € Ha OCHOBI

napamMeTpiB BiJOOpakae TEKCTYyPy Ha €KpaHi.

5.2.3 Exkcnopt

[Ipu excriopti 6askaHO OTpUMATH €UHY (QYHKIIIF0, HE3AIEKHY BiJl 30BHIIIHIX

dbyukIii Ta 3MinHUX. [Iporiec ekcnopTy 300pakeHO Ha PUCYHKY 5.3.

Parameters

HLSL export . "
Decompiled HLSL [—— HLSL function code

y
HLSL Texture code
HLSL Texture source with inlined
—on export—
code parameters as
constants

SPIR-V compiled GLSL export
with oufput » Decompiled GLSL GLSL function code
as entry point

Bitmap export

»| Graphic pipeline Image

Pucynok 5.3 — IIpouec ekcrnopTyBaHHS TEKCTYPH

[Tepuum kpokoM € BOYJ0OBYBaHHsI BC1X mapamMeTpiB B Ko (DYHKIII, IIIIXOM
00’sSBIIGHHA CTPYKTYpU THUITy MapaMeTpiB Ta MPHUCBOEHHS KOKHOMY 3 YJICHIB
3HAYEHHS, 10 Hapa3i BIAMOBIAAE MapamMeTpy.

Jami HeoOXigHO MO030aBUTHCH 3B’S3KIB  BiJl 30BHIMIHIX  (DYHKIIIH.
HaiinmpocTimmm migxoa0M € KOMIUIAIIS BUX1THOTO KOy 3 TOYKOI BXOAY output
B SPIR-V acembOuiep 3 ontumizarii€ro, mcis yoro, aekommiisiis Hazan B HLSL a6o
GLSL (B 3anexxnocti Bim obpanoi ommii). [Ipu komminsimii Bci QyHKINT HESIBHO

OTPUMYIOTh MOJU(DIKATOpP inline, sIK e BU3HAYeHO B pokyMeHTtauii HLSL [31].
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e 3ymoBnieno tum, 1o Ha GPU mieitnepHi siapa He MarOTh CTEKY, 110 TPUTAMaHHUN
CPU, Tomy, pakTUUHO HEMAE CEHCY PO3AUIATH KO Ha PYHKIi HAa O1HAPHOMY piBHI.
[Tinxia 3 KOMOUIAIIEO Ta JEKOMITUIAIIIEI0 3HAYHO CHPOILYE PE3YIbTYIOUNMA KO Ta
BU/JIAJISIE HEBUKOPUCTaH1 (hparMeHTH (IUB. JicTUHTH 5.1 Ta 5.2): HanpuKiam, Maloyu
TEpHAPHUI YMOBHHU OMIEPaTOP, YMOBA SIKOTO BU3HAYAETHCS TTApAaMETPOM, BiH Oy1ie
3aMiHCHHUH JIUIIC T1IKOIO 10 Ma€ BUKOHYBATHCh, a00, HAIIPHUKJIAA, IPH O0YHCIICH]
CHUHYCY BiJ INEBHOTO KOHCTAHTHOT'O 3HAYCHHS IapamMerpa OIepaTop 3aMIHUThCS
MariyHuM 4uciioM. Bigblie Toro, e Aa€ MOKIMBICTh JEKOMITIJIIOBATH HE JIUIIE B

HLSL, a i1 B inmi BucokopiBHeBl MoBH ik GLSL a6o MSL.

float sin2(float wval)
{

return sin(val) *sin (val) ;

float output (float2 uv)

{
if (p.a>0)
return sin2(p.a);
else
return 0;

Jlictunr 5.1 — [puknan Buxignoro koxy HLSL

float generated()

{
return 0.238317012786865234375%;

Jlictunr 5.2 — Ipuknan komy micis kommisaii B SPIR-V ta nekomminsiii B

HLSL

[Ticns gexoMmuIsIii BUKOHY€EThCSI JOAATKOBI Moaudikalii mo0 oTpuMaru

autie Ko GyHKINT 1 BIIKUHYTH 3aiiBe.
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[Tpu excniopTyBaHH1 B OiTMaI AEKOMIUIAIIA BXKe HE BiIOyBaeThcs. Ha ocHOBI
6imapuoro meiaeproro komy SPIR-V ctBoproerbest rpadiuHuil KOHBEEp Ta
BUKOHYETHCS PEHACPUHT B OITMAII.

Henonik miaxomay 3 KOMIUIAILIEI Ta ACKOMITUISIIIEI0 BUPAKCHUN THUM, IO
BHYTpIIIHI Ha3BU 3MIHHHUX, CTPYKTypa KOJYy Ta KOMEHTapi ryOiasThCs 1 CKIaaHUN
KOJI CTa€ Maibke HeunTaOelnbHUH, aje peanizaiis 31 30epexeHHsIM IMEH 3MIHHUX Ta
CTPYKTYpH KOAy NOoTpedye Moaudikaiii Koy KOMIUISTOpa YU pO3pOOKH BIACHOTO
IHCTpYMEHTY po30opy Ta BOymoByBaHHs koay ¢yHKIiH. B 00ox Bumamkax 1ie
CKJIaJHa 3ajaya B sKiii HEOOX1IHO BpaxoByBaTH Oararo aetaineid moBu HLSL Ta,
py 3MiHI Bepcii MOBH, 3aMICTh MIPOCTOI 3aMiHHM BepCii KOMIUISITOPA, LI MOAYJIIb

HE0OX1THO Oyjie IepenuCyBaTH.

5.3 Bubip nporpamMHoro 3ade3ne4eHHs

BpaxoByroun HEOOX1JIHICTb BUCOKOI ONTHMI3allli, HEOOXITHO 00paTu MOBY
nporpaMyBaHHs, SKa JO3BOJHTH KOHTPOJIIOBATH PECYpCH KOMIT IOTepa Ta
npaitoBaty 3 rpadiuanM APl Ha HM3bKOMY piBHI. Ha choromuinuiii geds ne C, C++
ta Rust. BpaxoByroun, mo C++ Mae BelnMKy KiUIbKICTh O010JTI0TEK, cepell AKUX €
KOMITUISATOPH MISHIEPiB, Ta Ma€ 3HAYHO BUIIHK piBeHB abcTpakiiii 3a C, To it Oyio
HA/IaHO TIepeBary.

B sxocti rpadiunoro API obpano Vulkan [6], mepeBaramu skoro €
KpOCTUIaT(POPMHICTh Ta HU3BKHH 1 ACTAILHUIA KOHTPOJIh HAJI yCiMa pecypcami, 1o
JI03BOJISIE€ OLIBII AETATBHO OMUCATU POOOTY CHEI1alli30BaAHOI TPOTPAMH.

B sixocTti BikoHHOI cuctemu oOpano SDL [32], uepe3 miaTpuMKy Oararbox
maTopm.

[nTepdeiic peanizoBano 3 BUkopuctanHsam 0i6miotexku Dear ImGui [33], mio
BIJIHOCHO JIETKO 1HTErpy€eThes 3 rpadpiunum API.

JIns KoMITuTSIi el IepHoTro Koy BHUKOPHCTOBYEThCS 010110Teka shaderc
[34], Toai sk 6i6mioTeka SPIRV-Cross [35] 3acTocoBy€eThCS 11 AEKOMIUIAIIT Ta

OTpUMaHHsA pedJekcii 3 01HapHOTO KOy .
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JlormoMixkH1 010110TEKU:

1) nlohmann [36] — BHKOPUCTOBYEThCA [JIsi PoOOTH 3 json (aiaamu,
HeoOX1Ha 1151 30epeKeHHS TEKCTYP Ta MOTOYHOTO CTaHy NMPOTpaMu;

2) stb [37] — nns 30epexeHHsT pacTPOBUX 300pakeHb Pi3HUX (HOPMATIB;

3) nativefiledialog-extended [38] — xkpocmiardpopmoBuii goctyn A0
HaTUBHOTO (haitloBoro mianory, Oi0jmioTeka HEOOXiJHA IS BIAKPUTTA Ta
30€peKEHHS TEKCTYP 1 300pakeHb;

4) ImGuiColorTextEdit [39] — penakTop TEKCTy 3 MiACBITKOO, 1110 0a3y€E€ThCs
Ha Dear ImGui.

Jns aBTomatu3zanii 30ipku BukopuctoByethecs CMake [40]. CMake — ue
THCTPYMEHT 13 BIAKPUTHUM BUXIJTHUM KOJOM, SIKUM BUKOPHUCTOBYE HE3aJICKHI BIJl
KOMITUIATOpa Ta IutatgopMu KoHpirypariiiai ¢daiam aias CTBOPEHHS BJIIACHHUX
GaiiiB 1HCTPYMEHTIB 301pKH, cneuu@iuHuX I KOMIUIATOpa Ta IMat(opmu.
CMake BUKOPUCTOBY€TbCSA JUIsl KEPYBaHHS MPOIECOM KOMIIUIALII MPOTPaMHOTO
3a0€e3MeUeHHs 3a IOMTOMOTOI0 MPOCTUX KOHDIrypamiiHuX (aiiniB, He3aIeKHUX BiJl

m1aTpOpMHU Ta KOMILIATOPA.

5.4 Ilporpamua Peanizamisi

Ha pucynky 5.4 300pakeHO B3a€MO3B’S30K PO3POOJICHUX MPOrpaMHHUX
MOJYJIIB Ta 30BHIMIHIX 010J110TEK.

OcHoBHul ¢yHKIIOHA)T poboTu 3 rpadiuaum APl BuHeceHo B 610i0TEKYy
vkbase. Tyt peanizoBano kepyBanHs 00’ ektamu Vulkan, HeoOXimHUMH 151 poOOTH
MporpamMu, a TaKOXX KEepyBaHHS MPOIIECOM PEHIACPHHTY 3 MOKIUBICTIO BCTaBIISATH
KopHuCTyBallbki nojii. Hapasi B sikocTi BikoHHO1 010mioTekn vkbase criupaerbest Ha
SDL, ane ¢yukimionan po6otu 3 SDL BuHEceHO B OKpeMuii (haii i JIETKO MOXe Oy TH

3aMIHEHHUI 1HIIIO 010J110TEKOFO.
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Y
nativefiledialog- / / main.c \ \
extended oPp \

Y Y

>
—
Fractal Dear ImGui
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]
&
o
A

shaderc <

Y

Yy 'L I— ShaderEditior

—_—

SPIRV-Cross « ShaderModel
ImGuiColorTextEdit
~ @@/

e BitmabGenerator

Y

nlohmann json
— vkbase /

A

A 4 A 4

A A

SDL Vullkan API

Pucynox 5.4 — B3aeMo03B’ 5130k OCHOBHUX NMPOTPAMHUX MOJYJIB (Ha CHHbOMY (hOHI1

pO3p00JIeHI KOMITIOHEHTH, 32 MEXaMU — CTOPOHH1 010J110TEKH )

Kitac ShaderModel peanizye maiixke Bech pyHKIIIOHAT pOOOTH 3 TEKCTYPOIO.
Tyt peani3zoBaHO KOMMOUIALIS KOJY, EKCHOPTYBaHHS TEKCTYypH, OHOBIJICHHS
nmapaMmeTpiB, Bizyamizaiis TekcTypu 3a jgomoMororo Vulkan, cepiamizarmisi Ta
30epeKeHHsI TeKCTypu y json. DyHKIIOHAN TreHepanii 0iTMaly s 3py4YHOCTI
BUHECEHO B Kiac BitmabGenerator.

3 MeTor po3iaiieHHs 1HTepdeicy 1 OCHOBHOI JIOTiKM, 1HTepdenc s
penaryBaHHsS TEKCTYpH BHUHEceHO N0 kiacy Fractal, mo € oropTkoro Haj Kjiacom
ShaderModel 1 yrBoproe kommo3uiliiiHuii 38°130K. Fractal Takox mepeae BBeICHHS
3 knaBiatypu 10 ShaderModel ny1s moganbIIoro goctymny 3 menaepy.

@aifn main.cpp MICTUTh TOYKY BXOJYy MporpamMu. TyT BHUKOHYETHCS

1HIIiami3aris BciX pecypciB. Takoxk BIJIMOBiJA€ 3a CHUTBHUEN 1HTEpdenc: MEeHIo,
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poOOTy BKJIAQIOK Ta TMEPEeMHUKAHHS MK pOOOYUMHU TEKCTypaMH, KepyBaHHS

BIJIKDUTTSAM TEKCTYp 3 (DailyIoBOT CUCTEMH 1 CTBOPEHHSIM HOBHX.

5.5 TIHCTpYyKUisi 3 BUKOPUCTAHHA

5.5.1 3aranbHuii inTepgeiic

['padiunmii inTEpdeiic CKIamnaeTsCs 3 MEHIO Ta pOOOUOTO MPOCTOPY, KU B

CBOIO Yepry MOIIISETHCS 3a JIONMIOMOT0K0 BKJIAJ0K, KOJKHA 3 SIKUX BIANOBIAE OAHIN

3 BIAKPUTHX B JIaHUW MOMEHT TeKCTyp. Bech mpocTip BiKHa MPU3HAYEHO s

B1IOOpakeHHS TEKCTYPH, MIOBEPX SIKOTO 3HAXOAThCS iHTepdeiic (puc. 5.5).

Pucynox 5.5 — 3aranbamii iHTepdeiic pegakropa

3a J0MOMOrOl MEHI0 MOXHA KEepyBaTH CTBOPEHHSM,
BIJIKDUTTSAM Ta 3aKPUTTSIM TEKCTYD.
JIyisi cTBOpEHHS HOBOi TEKCTYpH HEOOX1IHO 00paTth OAMH

neBHOi rpynu (puc. 5.6).

Pre:
1 & Experience
overlay

-6.11851 -8.83071
1.00008
12, 95000
2.00000
0.71886 1.00800 0.00980 1.B606
R:183 | G:255 B: 0  A:255
1

)
]

1.07251
2560. 09008 1440, 00006
1868, 09008 736. 00000
. 00000 .00000
0. 00000

25886. 91682
0.00620

30€pEeKEHHSIM,

13 11a0JIOHIB 3
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| Open Cerl+0 3D »
Save Ckrl+S {

Save &s

Save Copy As Ckrl+Shift+S

Save All Cerl+ShifE+A

Close Cerl+W

Recent

| Noise

Pucynox 5.6 — Ilinmenro «File/New»
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Yepes minmenio «Recent» MoxHa BIJKPUTH OJIMH 3 HEH[OJaBHIX (paiinmiB

(puc. 5.7).

MNew nl. 2D Templat

' Open Ckrl1+0

Save CeErl+S

Save As

Save Copy As Ctrl+Shift+S
Save All Cerl1+ShifE+A
Close CEr1+W

EEEERE o

| ' DB_D_Copy
DB_D
18

Emp

Pucynok 5.7 — Ilinmento «File/Recent»

Takox 3a JOMOMOTOI MEHIO MOXKHa KEpyBaTHU BIJOOpaKEHHSM JOYipHIX

BIKOH, CKpHBaTH Bechb IHTepdelc Ta TMepeKIroYaTucs MIK BIKOHHUM Ta

MTOBHOCKPAHHUM peKkuUMaMHu (puc. 5.8).
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2D Te Show Ul 2D Template(1)
—1Leg

Edi tor
Paramekters

Debug Info
Compilakion staktus
Exporkt

_Fu]]zcreen

Pucynox 5.8 — ITinmento «View»

[aTepdeiic cknanaeTbes 3 TAKUX OCHOBHUX JIOYIPHIX BIKOH:

1) pemakTop Koxy;

2) penakTop mapaMerpis;

3) BikHO 3 iH(OPMAIIIE€IO TTPO CTATYC KOMIIUIALIT Ta MOXKIIMBI TIOMUJIKH;

4) BIKHO €KCTIOPTY.

5.5.2 PenaryBaHHSI TEKCTypH

Penakrop xoxy (puc. 5.9) nmpeacrasiisie o000 JTOBOJII MPOCTUI BOY0BaHUI
penakTop BUXIAHOTO KOAy TekcTypu (Hapas3i Tutbku Ha moBi HLSL). 3Bepxy
BimoOpaxkaeTbcss craryc kommumsmli  («COMPILING...» , «COMPILED»,
«ERRORWY). Tak six pyHKIII0HAT BOYI0BAaHOTO TEKCTOBOTO PEIAKTOPY OOMEKEHUH,
3a HEOOX1AHOCTI, MOXHA MIPUB’A3aTH BUXIAHUM KO 10 (aiiy 1 perparyBaTu HOTo B
3pyuHiii cepeni. Jms iporo HeoOXiaHO HaTUCHYTH KHOTIKY «Bind to file» Ta oOpatu
Mmicue y (ainoBiii cuctemi st cTBopeHHs (aiiny. OHOBJIEHHS KOAY BUKOHYETHCS
ABTOMATUYHO MpHU 30€pe’keHHl (aiiny, sK 1 BCl 3MIHU Yy BOYJJOBAaHOMY pPEIaKTOP1

B1I0OpakaTUMYyThCA Y (aiii.
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‘uck Parameters

e
float zoom;
float rotation;

float mouse_wheel_delta

bool Imb_down; //if 1

bool rmb_down; ,

bool mmb_down;

floak E; /7t

float dt;//time passed from
bH

InﬁutPar-arﬁetr:rs(Par-ametr:r‘
float fractal(float2 sp, int accuracy, float2 c)

int i=8;
£1 o

Pucynok 5.9 — BikHO penakTopa KOay

OnoBneHHs rpadiyHOro BiJOOpaKEHHS TEKCTYpH BiIOYBA€ETHCA 0/Ipa3zy IpH
3MiHI BUXIJHOTO KOy 1 3aliMa€ B CEpEeHbOMY A0 MiB ceKyHAu. [lommiku B Konl
MIJCBIYYIOTBCA YEpBOHUM Yy penaktopi (puc. 5.10), a TakoX BHUBOIATHCS Y

okpemMoMmy BikHI (puc. 5.11).

InputParameters (Parameters, p %

float fractal(floatZ sp,int accuracy, float2 c)i

J ) ) B xpected
float r_sqr=p.radius*p.radius; on' : Expected

int i=0;

Pucynox 5.10 — I1lizcBiueHHS MOMUIIKHA Y PEeIAaKTOP1
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Mandelbrot Template error: ';' : Expected
Mandelbrot Template error: ‘declaration’ : Expected
Mandelbrot Template: Mandelbrot Template{46): error at column 48, HLSL parsing failed.

Pucynok 5.11 — BuBegeHHst noBHOi iH(popMaliii Mpo NOMUIIKY Y OKPEMOMY BIKH1

Kon Tekctypu 6azyerbes Ha ctangapti HLSL 3 He3HauHUMM TOTTIOBHEHHSIMH.
Kon, mo omnucye TekcTypy Mae CKIagaTHUCS 3 TPbOX TOYOK BXOAY
(ocHOBHUX (YHKIIIH) Ta CTPYKTYPH, 110 MPECTABISE CIUTHHI TApaMETPH.

Jist o0’siBIEHHS CHUIBHUX MapaMeTpiB BUKOPHUCTOBYETHCS JIUPEKTHUBA
InputParameters, IKa MPUUMAE TUI CTPYKTYPH Ta Ha3BY 3MIHHOI (JTICTHHT 5.3).

Bci nmapamerpu 00’siBiI€H1 B IKOCT1 WIEHIB CTPYKTYpH OYJlyTh aBTOMATUYHO
BiIoOpakeH1 y BIKHI peJlakTopa mapameTpiB, Jie iX MOoHa peaaryBatu (puc. 5.12).
Hapa3i B skocTi mapamMeTpiB MIATPUMYIOTHCS HACTYIIHI TUIIM : int, uint, float,
double, Dbool, 1int2, int3, int4, wuint2, uint3, wuint4, float2,
float3, float4d, double2, double3, doubled4, bool2, bool3, boold.

[TapameTpu 3 HACTYTHUMH Ha3BaM# OyTyTh OHOBIIFOBATUCH aBTOMATUYIHO:

1) extent — po3mip AOCTYIHOI 00J1ACTi;

2) mouse pos — KOOPJAWHATU Kypcopa;

3) mouse delta —3MiHa NO3UILIT Kypcopa 3 4acy HOINEpPeIHbOI0 OHOBJICHHS,

4) mouse wheel delta — 3MIHa HPOKPYTKM Kojeca MHUIII 3 4Yacy
TIOTIEPETHBOTO OHOBJICHHS,

5) 1mb_down — 4 JIiBa KHOMKA MUIII HATUCHYTA;

6) rmb_down — 4M MpaBa KHOMKA MULI1 HATUCHYTA;

7) mmb_down — 4M CepeHs KHOIIKA MHILI HATUCHYTA;

8) t — IYUIIbHUK Yacy B CEKYHJIaX;

9) dt — 4ac 3 monepeAHLOTO OHOBJIEHHS B CEKYH/IaX.
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struct Parameters
{
//space transform:
float2 move;
float zoom;
float rotation;

//mandelbrot-like fractal specific parameters:
float accuracy;

int mode;

float2 c;// constant

float contrast;

float radius;

float k;

float4 color;

bool removeBanding;

//preview parameters:
bool showUVRect;

bool showSpaceMesh;
float previewScale;

//reserved parameters, autoupdated by app:

float2 extent;//render area extent in pixels

float2 mouse pos;//current mouse position in pixels

float2 mouse delta;//mouse delta for the last frame in
pixels

float mouse wheel delta;//mouse wheel delta for the
last frame

bool 1lmb down;//if left mouse button down

bool rmb down;//if right mouse button down

bool mmb down;//if middle mouse button down

float t;//time counter

float dt;//time passed from last frame

}s

//define parameters variable p
InputParameters (Parameters, p) ;

Jlictunr 5.3 — Ilpukian 00’ IBIEHHS CTPYKTYPH IapamMeTpiB

[Tpu 30epekenHi, 3HAaYCHHSI TapaMeTPiB TAKOK 30€PIiraroThCs Pa3oM 3 KOJAOM

TEKCTYPH.
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¥ Fractal parameters
-1.02251 -0. 64273 move
. 48215 Z00m
B, 00000 roktation
4. 81465 accuracy
@ mode
-0.11651 -0, 03071
1.00000 contrast
12. 93000 radius
2. 00000 ke
@. 71886 1.00000 @.0E000 1.00000 color

removeBanding

showlNMReck

showSpaceMesh

1.087251 previewScale
2560, 0REOO 1440, QOEOE exkent
-340282346638528 -340282346638528 mouse_pos
B. 00EE0 B. 00EE0 mouse_del ta

B. 00000 mouse_wheel_delt
0] Imb_down
@ rmb_down
@ nmb_down

29490, 52539 E
B. 00926 dt

Pucynok 5.12 — BikHo A1 KepyBaHHS mapaMeTpaMu

Jlani nepepaxoBaHO TOYKH BXOJY, IO MOBUHHI OyTH MPUCYTHI B KOJI:
output — (QYHKUIA, MO OyJe BUKOPUCTOBYBATHCH IPHU EKCIIOPTYBaHHI

TeKCTypH ((aKTUYHO OMHUCYE CaMy TEKCTYpy), XOoua MOXE OMHCYBaTH HE JIMIIE
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TEKCTYypy, a Oyab-saKy QyHKIi0. Moxke mpuiiMaTd JOBUIbHI BXITHI NapameTpu
JOBUTHHOTO THITY TakK K 1 TOBEPTATH MapaMeTp TOBUILHOTO THUITY.

main — TOYKa BXOJY, IO BHKOPHUCTOBYETHCS [JISl TMEPETIIANY output y
penakTopi mij 4ac po3poOKU TEKCTypu. BUKIMKaeTbes IS KOKHOTO TIKCENs 3
perioHy Jne BiIoOpakaeThcsi TekcTypa. Ha BXij mpuiiMae KOOpJIWHATH TOYKU 3
perioHy Tuny float2 y niana3oHi [-1,1]1moBepTae BEKTOp KOJIbOPY (float4d). main
HeoOX1IHa JUIsl «IIPEJICTABIEHH» output Ha ekpaHi. Take po3aieHHs] CTBOPEHO 3
METOI0 HAJaHHS MOXJIMBOCTI THYYKOTO BinoOpakeHHsa. Hampukian, TyT MoxHa
JIOMAJIIOBAaTH JTIOMOMDKHHM 1HTEepdenc: KOOpAUHATHY CITKY, BHJIUICHHS DPETiOHY,
don. Takoxk € MOXKIMUBICTh BHKOHATH JOJIATKOBE MEPETBOPEHHS KOOPJIWHAT 3
BpaxyBaHHIM CIIBBIIHOIIECHHS CTOPIH Ta MaciTabyBaHHs. KO QyHKINIA output
noBepTae He Koiyip abo mpuiiMae He ABOBUMIPHHII BEKTOp, TO 3ajJadya main
NIEPETBOPUTH MMapaMeTpH, TAKUM YMHOM, 100 BigoOpa3uTtu ix Ha expani. e Mmoxe
OyTH KOPUCHHUM TIPY CTBOPEHHI TPUBUMIPHUX TEKCTYp a00 PyHKIIi# O HI€ET 3MIHHOI.
Takoxx y main pesynaprar (QyHKHii Moxe OyTH MOIM(DIKOBAHO 3 METOIO
NPECTaBICHHS pPE3yJbTaTy 3a JIOMOMOTOI0 KOJNBOPY, SIKIIO output IOBEPTAE
cKaysipHe 3Ha4YeHHS. DYHKIA main >KOAHUM YMHOM HE BIUIMBAE Ha PE3yJbTaT
eKCIOPTY, 1 HEOOX1/1HA JIUIIIE AJISl 3PYYHOTO B1IOOpaKEHHSI PE3yNbTarTy.

UpdateParameters BUKIMKAETHCA OJUH pa3 Mepe Bi3yall3aller0 KOKHOIO
3 KaJpiB Ta J03BOJSE MPOTpaMHO 3MIHIOBaTH mapameTpu. TyT AOCTynHI Tpu
J0AaTKOB1 (PyHKINIi, peamizaiiss SKHMX CKpHTa Ta SKl JO3BOJSIOTH BIJCTEXKYBaTU
HATHUCKAHHS KJIaBIIII :

1) bool isKeyPressed (int key) —TIepeBipsie 4 OyJia KJIaBillla HATUCHYTA
3 OCTAaHHHOTO OHOBJICHHS;

2) bool isKeyReleased(int key) — mepeBipsge uM Oyja Kiasima
BIJIITYIIEHA 3 OCTAHHBOT'O OHOBJICHHS;

3) bool isKeyDown (int key) — IEpeBIps€ YW HATUCHYTA KJaBillla 3apas.

OG’sBIICGHHS BCIX JOCTYITHUX KOJIB KJIABIiIl HABEJICHO B JIOJATKY A.
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5.5.3 /lunamivHi Ta CTATHYHI MapaMeTpH.

IIpy CTBOpEHHI TEKCTYpH BAXKJIMBO PO3PI3HATU AUHAMIYHI Ta CTaTH4YHI
napametpu. CTaTM4HI  HapaMeTpd MPU  EKCIOPTYBaHHI  3aMIHIOIOTHCS
KOHCTAHTHUMHU 3HAYCHHSIMHU, TOJIl SK JUHAMIYHI MArOTh 3aJUIIUTUCS B SIKOCTI
3MIHHUX 1100 TEKCTYpPOIO MOXKHA OyJIO KepyBaTH JUHAMIYHO.

CraTiyHUMH  BBaXalOTbCs TapaMmeTpu, [0 HAmpsMy MpelCTaBlIeHI
CTPYKTypOIO, sika 0O’siBIeHa B SIKOCTI CIUIBHUX TMapaMmeTpiB (3a JOMOMOTOIO
JTUPEKTUBU InputParameters). CrarnyHi mapamerpu OyayTh 3aMiHEHI
KOHCTAaHTHUMH 3HAUYCHHSAMHU. SIKIIO HEOoOXiMHO 100 MeBHUM mapamerp OyB
JTUHAMIYHUM, HOT0 HEOOX1THO MepeiaTu Yepe3 BXIAHUM napameTp PyHKIIi output.

1106 kepyBaTu JUHAMIYHUM MapaMmeTpoM Iij Yac pelaryBaHHS TEKCTYypU B
penakTopi HeoOX1JTHO JT0JaTH 3MIHHY JO 3arajJbHUX MapameTpiB Ta Mepeiart ii A0
GbyHKIIT output yepes main.

Hamnpuknan, axmio 3MiHHa mapaMeTpiB 00’ siBJIeHa SIK p, TOJI1 ISl HACTYITHOTO
Koy (cTUHT 5.4) p.t € CTATUYHUM MapaMeTpoM, a d_t — IUHaMiYHuM. Pe3ynbprar

excriopty B HLSL Burnsgatume sk y JiCcTHHTY 5.5.

struct Parameters

{
float t;

InputParameters (Parameters, p);

float4 output (float2 uv, float d_t)

{
return float4(sin(p.t),sin(d_t),0,1);

float4 main(float?2 position)

{

return output (position,p.t);

Jlictunr 5.4 — CratuyHuil Ta AMHAMIYHUN TapaMeTp
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float4 generated(float d t)

{
return float4(0.84922325611114501953125f, sin(d t),
0.0f£, 1.0f);

}

Jlictunr 5.5 — EKCHOPT 3 IMHAMIYHUM NapaMeTpoM d_ t

VY npukiaal IUHAMIYHUNA MMapaMeTp uv HE BUKOPHUCTOBYETHCS (YHKIIIEIO
output, TOMY BiH OyB BTpaueHuii. [[o peui, 11e BaxJI1BO, 11100 KOOPAUHATA TOUKH 3
IPOCTOPY TEKCTYpHU — uv Oyjia TUHAMIYHUM TapaMeTpOM, OCKUTBKH PE3yIbTaT BiJl
byHKIIIT TEKCTYpH Mae 3ajekaTH BlJ] KOOPIUHAT TOUKH, 1HAKIIIE BCS TEKCTypa Oyze
«3aJIMTa» OJHUM KOJIHOPOM (200 3HAYEHHSIM 1HIIOTO THUITY, B 3aJIEKHOCTI B THILY

TEKCTYpH).

5.5.4 ExcnopryBaHHsSl TEKCTYPH

ExcriopTyBaHHs BUKOHYETBHCS 32 JOTOMOTo10 BikHa «Export» (puc. 5.13),
SIKE€ MOYHAa BIJIKpUTH 4Yepe3 MeHI0 abo 3a JONMOMOTorw KoMmOiHaiii KiaBiiil
Ctrl+Q.

J1Jist eKCcopTy NOCTYMHI TPU BaplaHTH:

1) HLSL;

2) GLSL;

3) Bitmap.

s renepamii koxy HeoOximHo obparm HLSL a6o GLSL Tta nHaTuchytH
«Exporty. Ilicns HaTuckaHHs Oyjae 3re€HEpPOBAHO BIAMOBIIHMN KOJA Yy BHIJISII
byHKIII1, SKUH Ternep MOKHA BUJIUIUTH Ta CKOTIIOBATH a00 CKOPUCTATHUCS KHOIIKOIO

«Copy to clipboard». Mapkep «only body» mo3Bossie 3reHepyBaTH JHIIE TiJIO

byHKIIii.



3 Bi tmap
only body
Export
Copy ko clipboard

.
1

float4 generated(floatz uv)
{

Pucynox 5.13 — BikHO ekcniopTy TeKCTypu

Jiist renepaitii pacTpoBOro 300pakeHHs HeoOXiHO 00paTu «Bitmapy, BBecTH
po3Mmip 300pakeHHs Ta BUKIUK QyHKIT (puc. 5.14). Buknuk ¢yHKINT npeacrapiise
HLSL Bwupa3z, pesynbrar sikoro (Mae OyTu float4) 3alMUCY€ETHCS Y BiIMOBITHUAN
miKcelb 300pakeHHs. DYHKITIA, 110 MPECTaBIsAE TEKCTYPy Ma€ Ha3By generated
Ta BignoBimae Qyukuii 3renepoBaniii mpu HLSL excmopti. Ilix yac BuKIHKY
byHKIIT JOCTYTHUM MapamMeTp uv, IKU IPEICTABIISAE BITHOCHE TTOJIOKESHHS MIKCEISI
Ha 300pakeHHI THUIy float2 B miamaszoni 0-1. Ilig yac BUKIMKY MOXHa 3pOOUTH
JI0JIaTKOBE PO3TATYBAHHS Ta BCTAHOBUTH 1HIII JMHAMIYHI TApaMeTpH.

300paxeHHs] TeHepyeThes Miciis HathuckaHHs «Generatey. Ilicis reneparii
(puc. 5.15) tioro moxHa abo 36epertu abo ckomitoBatu B Oydep oOminy. Takox
TiCIIs TeHepallii BiIoOpakaeThCs Yac PeHJICPUHTY, 0 (AKTHYHO BUPAXKAE CKUIBKU
gacy 3aiiMaB 0e3mocepelHbO MpOoIleC OOYMCIACHHS Al BU3HAUEHOTO PO3MIpy
TeKcTypu (0€3 BpaxyBaHHS 4yacy IMArOTOBKH), TOOTO II€ TOW Yac, IO 3aiiMaTUMeE
rpadiuHMil mpouecop BiAOOPA3UTH L0 TEKCTYPY Y 3a3HAYEHOMY pO3Mipl B YMOBaxX

BUKOPUCTAHHS TEKCTYPH K TUHAMIYHOI.



GLSL
Y @ Bitmap
4 512 =S width
512 =% Height
generated(uv) Call &
Generate Render time{@x0): 0.080000 ms

HLSL

GLSL

L @ Bitmap

b 512 B wideh
512 =& Height
generated(uy) Call B
Generate| Render time(512x512): O.963848 ms
Copy to clipboard
Save

Pucynox 5.15 — 3renepoBane pacTpoBe 300pakeHHS
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6 CTBOPEHHSA IMHAMIYHUX ®PAKTAJIBHUX ITPOLHEAYPHUX
TEKCTYP 3A JTOIIOMOI'OIO PEJAKTOPA

6.1 Peanizauis BinoMux (ppakTajbHUX MHOKHH

OcHOBHUM KpuTepieM A0 (pakraniB, II0 MOXYTb OyTH BHUKOPUCTaHHI B
AKOCT1 IMHAMIYHOI TEKCTYPH € MOKJIMBICTb OTPUMATH PE3yJbTaT (HAJIEKHICTH A0
MHOKWHU, HEHAJIC)KHICTh, 200 JesIKe MPOMDKHE 3HAYCHHS) 32 KOOPAUHATOIO TOYKU
y npoctopi. Cepen (pakTamiB, arOpuT™M OOYHCICHHS SIKUX 0a3yeThCsl caMe Ha
3HAXO/PKCHHI HAJEKHOCTI TOYKH 10 MHOXHHH, A0Ope BimoMumu € (pakranu
(abo cimerictBa (paktamiB): Muoxuna MannensOpora, Muoxuna XKymia,
[Tanarounii kopadenb, @pakranu JlssmyHnosa, @paxran HeroToHa.

Tpeba BigMmiTUTH, MmO oOuYMCIeHHsA (pakTaiiB (30KpeMa TMepepaxoBaHUX
BUIIIE) € MPOLIECOM HECKIHUEHHUM, T4 BU3HAYAETHCA PEKYPEHTHUM BiTHOILICHHSM,
TOMY TIPH TIPOTPaMHii peaizallii 3HaX0AUThCs JTHUIIEe HAOIMKEHHS 3 TIEBHOIO MipOIO
TOYHOCTI JO MHOXHUHU (pakTany, SK MpaBWIO, JOCATAETHCS TMEpepUBaAHHIM

PEKYPCUBHOTO OOYMCIICHHS TICIIs BU3HAUCHOI KIJTbKOCTI 1Teparlii.

6.1.1 MHuo:xuna Manaean0pora

MuoxuHa ManaenbOpoTa BHU3HAYAETHCS 32 HACTYMHUM MPABWIOM: JIO

MHOKWHHU HaJIE)KATh TaKl TOYKH X, IO JJIS MOCIITOBHOCTI KOMIUIEKCHHUX YHCEN Z:

ZO=x
Zoo1 =22+ x
n+l1 — 4n 9

V n BUKOHYETHCS YMOBa: |Z,| < 2

MHoOX1Ha 3HAXOIMTHCSA B MEKaxX KoJa pajiycom 2.
Peanizarist y pegakropi HaBeieHa B JIICTUHTY 6.1. Pe3ynbTyrode 300pakeHHs

Ha PUCYHKY 6.1.
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float fractal (float2 x)

{

int i=0;
float2 z=x;

while(((z.x*z.x+tz.y*z.y)<4) &&i<=p.accuracy)

{
z= float2(z.x * z.x - z.y * z.y, 2 * z.Xx * z.y)+x;
++1;

if (i>=p.accuracy)
return 1;

return 0;

Jlictunr 6.1 — xog HLSL ¢ynxkuii 1y1st o64ucienHss MHOKMHU Manaens0poTa

Pucynok 6.1 — Muoxuna Mannens0pota, TouHicTh 16 (311Ba) Ta 200 (crpaBa)

IIpu reneparii 300pax€HHS TAaKOXX MOXKHA B1OOpa)KaTW TOYKH, IO HE

HaJeXaTh O MHOXKUHHU, aje OJM3bKi 10 Hel y rpajailii, 1o Oyae BIAMOBIIaATH TOMY

K IMIBHUAKO TOYKa BHUXOJWUTL 34 MEX1 KoJia paﬂiYCOM 2. I[JI}I ObO0T0 AOCTATHBLO

BU3HAYATH CKUIBKH ITEpaIlii, 10 3HaJA00MIACh JUIsl BUXOAY TOYKM 3a MEXI Koja

BIJIHOCHO 3arajibHOi K1JIbKOCTI iTeparliit (puc. 6.2).



Pucynox 6.2 — Muoxuna Manaens0poTa 3 miICBI4eHHSIM 30BHIIIHIX IIapiB

Tak sk KUIBKICTH iTeparii i — IiJIe 3HAYCHHS, TO PErioHd 3 PI3HOI
KIJTBKICTIO 1Tepaliil 4iTko BUpaxeHi. [[boro MoxxHa mo30aBUTUCH SKIIIO BBECTHU
Kopekilito [41], mo BpaxoByBaTHUME SIK JajeKO IOCIITOBHICTb Z BHUMIIIA 3a

MEXI:

i=i+1-log,log(|z])

JIns bOTO J0JIaHO JIOTIYHUN TapaMeTp removeBanding 00 BKJIIOYATH 1
BUKJIIOYATU KOPEKI1t0. TOYHICTH IIi€1 KOPEKIll 3aJIeKUTh BiJ] TOTO, SIKUM pajiyc
KOJIa, BUX1]1 3a SIKUM TIepepuBae UK. TomMy 3HaUCHHS KBaJpaTy pajiyca IiIBUIIECHO

10 20 (mictunr 6.2). Pe3ynpTaT micist KOpeKIlii Ha pUCYHKY 6.3.



float fractal (float2 x)
{

int 1=0;

float2 z=x;

while(((z.x*z.x+tz.y*z.y)<20) &&i<=p.accuracy)

{
z= float2(z.x * z.x - 2.y * z2.y, 2 * z2.Xx * z.y)+x;
++1;

}

if (i>=p.accuracy)
return 1;

float val=i;
if (p.removeBanding)
val=clamp (val-log(log(length(z)))/log(2)+1,0,
p.accuracy) ;
return val/p.accuracy;

}

Jlictunr 6.2 — AITOpUTM 3 KOPEKIIEIO JJIs1 BUKITIOUCHHS YITKUX MEPEX0/IiB

49

Pucynok 6.3 — YBimkaena kopexkilist (Tounicts 16)
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JUis kepyBaHHSI KOHTPAcTOM JOJaHO HapaMmeTp float contrast, IO
J0/1a€ HEINHIAHE MEepPEeTBOPEHHSI Yy BUIJIANI CTEeNeHeBOi (PYHKIi, 10 B KOII

BUI'JILAA€ TaK:

return pow(val/p.accuracy, p.contrast);

Hesiki ¢parMeHTH 3reHepoBaHOro (pakramy 300pakeHO Ha PHUCYHKax
(puc. 6.4, 6.5, 6.6), 10 SKUX BKIIOYECHO BIKHO 3 TOTOYHHMH TapaMeTpaMHu.
BaxnmuBumu mapameTpamMu € move 1 zoom, IO BKa3yIOTh 3MIMIEHHS IIEHTY Y

npocTopi PppakTany Ta KoeQilieHT MacluTabyBaHHs BiIOBIIHO.

¥ Fractal parameters

A > 2203 Miniol

Pucynok 6.4 — ®parmeHT MHOKMHU MaHenb0poTa



iviF]:cEi parameters
0.00008 a
0. 33801 B, 04647 move
908, 8107 zoom
0. 00080 rotation
2} showlWRect
o) s eMesh
1.600600
54.84735
7.25155
1 removeBanding
2560, BE0EE 1369. B0OO0 extent
1499, 0OOER 741, 00000 mouse_pos
0. 00000 0, 09000 mouse_del ta
0.00008 n _wheel_delt
_down
_down
rmb_down
-
dt

bl

AW Fractal paramErS
0. 00000
0.38832 -0.38623
498. 76575
0. 00008
o}
a
1.60000
9146 aceuracy
nt

2560. 00006 1369, 00000
1029. 00000 782. 00000
0.00008 0. 0080 m _delta
0. 00000 wheel_
o
]
2}
21625, 79102
0. 00601

Pucynox 6.6 — ®parmenT MmHOKMHU MaHenp0poTa
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6.1.2 Mmuoxuna KyJia

Mmuoxuna Kynia BU3HaYa€eThCS 3a MPABUIOM AY’KE CXOXKUM Ha MHOXKUHY

Mannens0OporTa:

ZO =X
— 52 +
Zn+1 = Zn C,

V n BUKOHY€THCSA YMOBA: |Z,| < 2

3aMiCTh JOAaBaHHSA caMOi TOYKM X , HAa KOXHIA I1Tepauii [J0Ja€eThCs
KOHCTAaHTHE 3HAYEHHS C.

Otrxe, MuoxuHa ManaenbOpoTa CKIAJA€ThCI 3 TaKUX TOYOK X , IO
Hanexxatb MHoxuH1 JXKyia 3 KOHCTaHTOIO € = X.

J171s TOYOK, 110 3HAXOASATHCS OJU3BKO 10 TOYKU €, MHOKHHA MaHaenp0poTa
Ma€ CXO0XKYy CTPYKTYpY 10 MHOXMHH JKyiia moOyoBaHOI 3a LI€0 KOHCTaHTOO C.
UuM MeHIIe pi3HHUI X — C TUM Oulbina moaiOHicTh. lle myxke KopucHo mpu
CTBOPEHHI TEKCTyp, TaK K MOKHA 3HANUTH HEOOXiAHUN (parMEHT B MHOXKHUHI
ManzaensOpoTa Ta, Ha OCHOBI TOYKH IIOTO ()parMeHTy, 3T€HepyBaTH BiAMOBIIHY
MHOxUHY XKyiia, 110 Oy/1e MITKOM cxo0ka Ha 11eil ¢pparment. Lle kopucHo Tomy, 110
3aMICTh TOr0 100 BUKOPUCTOBYBATU (hparMeHT MaHienp0poTa B MacTadl MOXKHa
BUKOpHUCTOBYBaTu 1k ¢paktan XKymia 6e3 MacmraOyBaHHs, 10 Ja€ OUIBIIOT
TOYHOCTI (BpaxoByIOoUr OOMEKEHHS TUIY float).

Jlnis peanizaiiii MokHa MOAM(IKYBATH BKE€ CTBOPEHY (PYHKI[IIO fractal Tak
00 BOHA MpuiiMaja KOHCTaHTHE 3HAYCHHS B SKOCTI MapaMeTpa Ta HaJlallTyBaTh
NEepPEeMHUKaHHS MI)K HUMH Y output.

Jami pogaHo mapaMeTpu c, mode Ta JiBa KOJbOPHM Julia color,
mandelbrot color. 3a IONOMOIOI0 mode OyJe BU3HAUaTUCS KU TUN (ppakTary
BimoOpaxkatu: XKymia, MannensOpora um obObumBa. JIJiss YITKOTO pPO3pi3HEHHS
dbpakTaiB MpU OJHOYACHOMY BIJIOOpPaKEHHI BUKOPHUCTOBYIOTHCS PI3HI KOJIBOPH.

Touka c BCTaHOBIJIIOETHCS 32 JIOIMOMOIOK0 HAaTUCKAaHHS IMPaBOl KJIABIIIM MHILII Ha
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HO3UIII0 Kypcopa, TOAL AK AJs NEPEeMUKaHHIM MDK peXMMaMH Tpeba HaTUCHYTH
knaBinry F. Skmo F HatucHyTa TO 00uABa TUIIM B110OpaXarOThCsl OJTHOYACHO, 1110
3pyYHO Ui TIONIIYKY TMpaBWIbHOT KOHCTaHTH MHOXHMHH JKymia. Touka ¢
B1J0Opaka€eThCs SIK YEpBOHA TOUKA, 110 JOMAJIbOBYETHCS B main.
Ha pucynkax (6.7, 6.8, 6.9) 300paxeHo obumBa (paktanu (YEpBOHOIO
TOYKOIO BUALIEHA KOoHcTaHTa JKyiia), gparMeHT 30unbmenuil npubnusyo B 13000
pa3. locuTs 04eBHUIHO, 110 OOUABA (PpaKTAIU MAIOTh Maike OJJHAKOBY CTPYKTYPY

B JIAHIHA TOYIII.

Pucynox 6.7 — ®pakran Manaensopora 611 Touku ¢ = (-1.25347,-0.38816) mpu

301nbIeHH] B 12846 pa3

) N

Pucynox 6.8 — ®pakran XKymia 6ins Touku c= (-1.25347,-0.38816) nipu

301nbIIeHH] B 12486 pa3
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Pucynok 6.9 — O6uasa ¢paxranu (Mangenso6porta — cuHiid, XKysia — 5K0oBTUI) 017151

touku ¢= (-1.25347,-0.38816) nipu 30uib1IeHH] B 12486 pa3

J1J1st TOYOK, 1110 3HAXOAATHCA BCepearHI MHOXUHU MannensopoTta (puc. 6.10)
MHOXHHA JKynia € 3B’s13aHOI0 1 HABMAKU JUIsl TOYOK IO 32 MEXaMU MHOXKWHU
Mannens0OpoTa (puc. 6.11) MHOXHHA CKIAAAETHCS 3 OKPEMUX TOUOK.

HaiiGinem 1ikaBi Ta ckiamHi BizepyHku (puc. 6.12, 6.13, 6.14, 6.15)
BUHUKAIOTh JJII MHOXXHH 3 KOHCTaHTOIO, IO JICKHUTH OJU3BKO MEXi MHOXXHUHHU

Mannens0poTa, Jie BiI0yBaeThCs epexij BiJl 3B’ 13aHO1 CTPYKTYPH JI0 HE3B SI3aHOI.

Pucynox 6.10 — Muoxxuna XKyJia i1 KOHCTaHTU C BCepeAHI MHOKUHH

Mannens0OpoTa
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Pucynok 6.11 — Muoxuna JXyiia 111 KOHCTaHTH C 32 MEXKaMU MHOKUHH

Mannens0poTa

Pucynox 6.12 — Muoxwuna JKymia aji1 TOUKH € Ha MeX1 MHOKMHU MaHens0poTa
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PucyHnok 6.13 — Muoxwuna JKymia 1ji1 TOUKM € Ha MeX1 MHOKUHU MaHaens0poTa

Pucynok 6.14 — Muosxxuna XKyria s TOYKM C Ha ME€Ki MHOKHUHU Manaens0pora



Pucynok 6.15 — Muoxuna JKynia 1j1 TOYKU C Ha MEeX1 MHOKMHU MaHiens0poTta

[ToBHUII KOJI CTBOpPEHOro (QpakTaldy 3 KEpyBaHHSIM TMapamMeTpamu Ta

MIEPETBOPEHHSAMU MPOCTOPY HABEAEHO B 10JATKY b.

6.1.3 ®dpakrana Heorona

®pakranu HeiotoHa (abo baceithn HproToHA) BUHMKAIOTh MPU OOYUCIICHH1
KOPEHIB HENIHIHOTrO KOMIUIEKCHOTO PiBHSAHHS anroputMoM Hbprotona. JIjist Takux
dpaxTaniB 3a3BUYail TOUKA BUCBIYYETHCSI KOJBOPOM, B 3aJICKHOCTI BiJ] KOPEHS 10
SIKOTO TIPU3BEJIO BUPIIICHHS.

®pakran HoBa € y3araapHeHHsM (ppakTana HproToHa, 1e Ha KOKHOMY KPOIIi

IOJA€THCSI KOHCTAHTA C:

U {CY
n+1 n P’(Zn)

+c,
ne p(z) — moJIIHOM BI Z.
HaiinomupeHimum 1y CTBOpeHHs (ppakTais € modiHoM z> — 1 (puc. 6. 16).

Kon peanizaiii sskoro HaBelleHO B 1oAaTKy b.
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Pucynok 6.16 — ®pakran Helotona f(z) = z3- 1,a=1

dpakTall TaKoK Ma€e aHayIor 10 MHOKUHHM JKyimia (puc. 6.17).

Pucynok 6.17 — Ananor muoxunu XKymia mis ¢ppaktany Herorona
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6.1.4 ITanawumii kopabean

Anroputm oOuucnenss ¢ppakrany [lanarounii kopabenb Mae JuIIe HE3HAYHY
Moau(ikallio, sika BIIPI3HAE HOTO BT alTOpUTMY 00YHMCIIeHHs MaHnenbp0poTa.
OcHOBHa pi3HULA B TOMY, IO HAa KOXKHIM iTepauii 3HA4eHHs N1MCHOI Ta YSBHOI
YaCTHUHU O€pyThCS 32 MOAYJIEM:

Zog =X
Znt1 = (IRe(z)| + ilim(z,))? + x,
V n BUKOHYETHCS YMOBA: |Z,| < 2
s toro mob «kopabenb» OyB pO3TAlIOBaHUM «IIOTJIOK» BBEPX TAKOX

MOHA BIPa3uTH 300pakeHHs, HAUIPOCTIIIE 1ie 3pOOUTH 3MIHUBIIU 3HAK IEPE]T

IOJAHKOM X:

Zn+1 = (|Re(zy)| + ilIm(z,))* — x

OTtxe, 3aMiHMBIIM (parMeHT Koay Uit MaHaens0poTa OTpuMaHoO (PpaKTal

[Tanarounit Kopabens (srictunr 6.3).

float fractal (float?2 x, float2 c)
{
int 1i=0;
float2 z=x;
while(((z.x*z.x+z.y*z.y)<20) &&1i<=p.accuracy)
{
z=abs (z) ;
z= (float2(z.x * z.x - z.y * z.y, 2 * z.x * z.y)-C);
++1;
}
if (i>=p.accuracy)
return 1;

float val=i;
if (p.removeBanding)

val=clamp (val-log(log(length(z)))/log(2)+1,0,
p.accuracy) ;

return pow(val/p.accuracy,p.contrast);

}

Jlictunr 6.3 — Moaudikailis aiIropuTMy MHOXKHHU MaHens0poTa Jijisi OTpUMaHHS

MHOXkUHU «[lanarounii kopabenb»
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Cam «Kopabenb» Ha 300pakenHi (puc. 6.18) 3HaXOIUTHCS CIIpaBa B3I0BXK OCI

KoopauHaT X (puc. 6.19) .

Pucynok 6.18 — [ToBHe 300pakeHHst ppakTtany «[lamarounii kopabenby, cam

«KOpabeby BUILUIEHO YePBOHOIO TOYKOIO

Pucynok 6.19 — «Ilanarounii kopadenb» GpparMeHT
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3a aHaNoTi€r0 10 MHOXUHU MaHenp0poTa, majnardnii Kopadeib TaK0X Mae

anajor MHOkuHH JKyiia (puc. 6.20).

Pucynok 6.20 — ®parment [Tanarogoro kopabdsist Ta BiANMOBIAHOT HOMY MHOKUHH

Kymia (Touka ¢ BuALIEHA YCPBOHUM )

[Ipu cTBOpeHH1 TeKCTyp Ha ocHOBI «Ilaarodoro kopabis» Mae ceHe o0upaTu
TOYKU 200 O «Kopadis» abo 3 MPOTUIIekKHOI cTopoHH (puc. 6.21). [IpuunHa B
TOMY, LI0O B CEPElIMHI CTPYKTypa IyK€ MIJIKa Ta CKJIQJAa€TbCs 3 HEBEITUKHUX
(dbparmMeHTiB, 1€ CIpUUHHsE yM (puc. 6.22), 1 Tuie JOCUTh 3HaUHE MPUOIMKEHHS
BUKIIIOYA€E IIYM. [HIIMM BapiaHTOM MOKE€ CTaTH 3HM>KEHHSI TOYHOCTI OOYMCIIEHHS,

10 3MEHIIye AeTani3aiito (puc. 6.23).

Pucynox 6.21 — [IpotunexHa CTopoHa BiJ] «KOPaOIIs»
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Pucynok 6.22 — «Ilanarounii kopabenb» 1 Bianosiauuii pparment XKyiia 3Bepxy

10 LEHTPY (TOYHICTH 33 1Tepartii).

Pucynok 6.23 — «Ilanarounii kopabenb» 1 BianmoBinauii pparment XKyiia 3Bepxy

10 LEHTPY (TOYHICTH 12 iTepatiif).
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6.1.5 ®pakranau JIsanyHoBa

Anroputm @pakraniB JamyHoBa BIAPI3HAETHCS Bl aJIrOPUTMIB MONEPEAHIX
(dpaxTaniB, Xoua B OCHOBI TAKOX JIEKUTh PEKYPEHTHE CHIBBIAHOLIECHHS. DpaKTaiu
JIsmiyHoBa OyIyIOTBhCS BIJOOPKEHHSAM JUISTHOK CTaOUIbHOT Ta XaOTHYHOI
MOBEIHKH, 1[0 BUMIPIOIOTHCS MOKa3HUKOM JIsmyHoBa A, y TUTONUHI a-b a1 1aHoi
nepioANYHOI MociIoBHOCTI a1b [42].

Ha pucynky 6.24 naBeneno npukiaz ¢pakrany Jlsmynosa. Konx peamnizaiii

dpaxTany 3 aHIMAaIli€IO TapaMeTPiB HABEJEHO B TOAATKY b.

Pucynok 6.24 — ®pakran JlsanyHoBa
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6.2 CrTBOpeHHs HOBHX Pi3HOBHIB (ppakTasiB

OTxe, BUKOPUCTAaHHSA pI3SHOMAHITHUX PEKYPEHTHUX  CIIBBIJHOILIECHb
BIJIHOCHO MOYAaTKOBOI KOOPJIMHATH B 0araThbOX BHIIJIKaX CTBOPIOIOTH (hpakTaibH1

MHOXXHWHH.

6.2.1 Moaupikauii MHo:xxunu Manaeab0pora Ta BiAIOBIAHOI MHOKMHH

Kyuia.

bararo HOBMX 1 LIKaBUX TEKCTYp MOXHA OTpPUMATH IPH 3MIHK OCHOBHOL
o0uunCIIOBaNIbHOT 1Tepalii 3a anroputMoM Muoxkuaun MannensOpota. o peul,
OJIHMM 3 TaKuX NpUKIaiB € ppakran «llanarounii kopabenby.

st ctpyktypHO1 Moau@ikaiii MHOKUHM MaHiens00Ta He0O0X1JHO 3MIHUTH

peKypeHTHY popmyiy:

z= float2(z.x * z.x - 2.y * z2.y, 2 * z2.Xx * z.y)+x;

Haiinpocrimoro 3 Mmoaudikamiii 6yne 3mMiHa kKoedirieHTa 2 ysIBHOI YaCTHHH.
Xo4a ToAl BK€ HE MOKHA TOBOPUTH IMPO omneparlii HaJl KOMIJIEKCHUM YUCJIOM TaK
SIK 1€ He OyTH BiANOBiAATH z2.

JUtst 1bOro 3py4YHO BBECTH mapamerp k:

z= float2(z.x * z.x - z.y * z.y, p.k * z.x * z.y)+x;

Ha mamonkax (puc. 6.25, 6.26) HaBeaeHl MOXJIMBI Bapiauii Ajid pi3HUX K.
Cnig BIAMITUTH, 10 QJITOPUTM 10 BHUJAJICHHIO YITKUX MEPEXOIiB He Oyle
MpaioBaTh MPAaBUIBLHO 4Yepe3 Te, II0 Omepallis He BiAMOBIIA€ KOMIUIEKCHOMY
KBaJIpaty i MOIYJb |Z,| HE € MPUOIU3HUM KBaAPATOM MOAYJIS |Z,_1 |-

[H111 Mmoaudikarii MHOKUHU MaHIe,0poTa HaBeJIeHO y ToaaTky B.
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Pucynok 6.25 — Moaudikamis MHOXHHM MaHaenp0poTa 1 BIAMOBIAHUX MHOKHH

Kyma (k =1)
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Pucynok 6.26 — Moaudikaiiss MHOXUHU MaHaenp0poTa 1 BIAMOBIAHUX MHOKHH

Kyma (k = —1)

6.3 ®pakTrajabHUil IIyM

OkpiM (QpakTaJTbHUX MHOXHWH, peai3alis sSKux Oyjia HaBeleHa, IIpU
CTBOPEHHI TEKCTYp TaKOX MOXKe OyTH KOPHUCHUM 3aCTOCYBaHHS (paKTaabHOTO
IyMy.

Ines ¢pakrampHOro MIyMy IMOJNSATaE B PEKypPEHTHOMY JOJABaHHI IIyMy

3MEHIIYIOUN aMILTITy1y Ta 301IbIIYI0UN YacTOTY.
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6.3.1 Hlym Ilep.ina.

3a ocHoBy B3sTO myMm llepmina, AKuil MOXXHAa OOUHMCIUTH 32 HACTYIHUM

anroput™MoM (JicTuHr 6.4) [43].

float random(float2 pos)
{
return frac(sin (dot (pos,float2(12.9898,78.233)))*
43758.5453123) ;
}
float noise(float2 pos)
{
float2 pO=floor (pos);
float2 f=pos%1.0;
float2 normal=6*f-o6*f*f;
f= £*f*(3.0-2.0*f);
float r=random (int2 (p0));
float r x=random(int2 (p0)+int2(1,0));
float r y=random(int2 (p0)+int2(0,1));
float r xy=random(int2 (p0)+int2(1,1));
float res=lerp(lerp(r,r x,f.x),lerp(r v,r xy,f.x),f.vy);
return res;

Jlictunr 6.4 — O6uucnenns urymy llepiina Ha mIONIMHI

CyTh IIyMy IOJIATAE B TIAJKOMY ITEPEXO0/Il MiXK BHITAJKOBUMHU 3HAYCHHSIMH,
10 YTBOPIOIOTH CITKY (puc. 6.27). lle oauH 3 mepmmx airoputMiB reHepartii nmymy,
HC CcaMUil ONTHMAaJbHUN 3a IIBHJKICTIO Ta SKICTIO, aje IS CTBOPCHHS

JTEMOHCTPAIIMHOTO (PPaKTATBHOTO IITyMYy HOTO JOCTATHHO.

Pucynox 6.27 — lllym Ilepnina
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6.3.2 ®dpakranbHUil OPOYHIBCHKHUI PyX

OpakTanbHU myM (a0 dpakTanbHU OpoyHIBCHKUM pyX, fbm) renepyerses
ITepaTUBHUM JIOJIaBaHHSM IIIyMY 31 3MIHOIO YacTOTH Ta aMIUTITyAH (JIICTUHT 6.5)
[44]. V xmacMuHOMY MiAXOJ1 aMIUIITyJa 3MEHIINY€EThCS BJBIYi, a 4YacToTa
30UTbIIYEThCST BJABIYI, XO04a MOXYTh OYTH 3aCTOCOBaHI 1 1HII KOEQILIEHTH.

PesynbTar 11 pi3HOT KIIBKOCTI iTEparlliil HaBeeHo Ha pUCYHKY 6.28.

float fbm(float2 st)
{
float val=0;float amplitude=0.5; float freg=1;
for (int i=0;i<p.octaves;++1)
{
val+=noise (st*freq) *amplitude;
freg*=2;
amplitude*=0.5;
}

return val;

Jlictunr 6.5 — O6uncnenHs GpakTagIbHOTIO HIyMY

Pucynox 6.28 — @pakranbHuil OpOyHIBCbKHI pyX 3 KIIBKICTIO iTepariiil 1

(3BuUaitHU# myMm), 2, 3, 4, 5 ta 20
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6.3.3 BukopucranHs (ppaKTaIbLHOIO0 LIYMY JJi51 BAKPUBJICHHS POCTOPY

OpakTalbHUH IIYM 111KaBO 3aCTOCOBYBATH JIJIsl BUKPUBIIEHHS npocTopy. [nes
NOJIATAE B 3MIIIEHH1 KOOPAMHATHOI TOUKH, 110 BIJIMOBIJIa€ PparMeHTy 300paxKeHHs,
Ha 3Ha4YeHHS myMy. OCKUIBKH IITyM € HeTIEpepBHOIO (DYHKITIEIO, TO 1 TaKE 3MIIICHHS
€ HemepepBHOI (QyHKII€ y mnpoctopl. Takum YWHOM, JJIsi KOXHOI TOYKH
OTPUMYETECSI BEKTOpP 3MIILIEHHS, 110 IUJIABHO 3MIIOThCS Bl MIKCENd A0 MIKCEems
(puc. 6.29, 6.30, 6.31).

[lixaBoro edexTy MOKHA JOCSTTH JOAABIIM BUKPHUBJICHHS IMPOCTOPY Ha
OCHOBI (hpakTaJbHOTO IIyMy camMe A0 300paxeHHs (pakTaabHOI MHOXUHU
(puc. 6.32, 6.33, 6.34, 6.35, 6.36). Ilpu BUKPUBJICHHI IEBHI PETriOHM 3HAYHO
pPO3TATYIOTBCSL 1HINI 3K CTUCKAIOThCA, alie, OCKIIBKM TOYHICTH 0a30BOTO
dbpakTaJbHOrO 300paKeHHS HEOOMEKEHa, TaKi BUKPHUBIICHHS HE BIUIMBAIOTh Ha

KIHIIEBY SIKICTb.

- 0 x

Pucynok 6.29 — HecnoTBopeHe 300pakeHHs
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Pucynok 6.30 — 300pakeHHs TpU 3MiIIEHHSI KOOPAUHAT HA OCHOBI (PPAKTATIBLHOIO

[IyMy 3 MaKCUMaJIbHUM BinxwieHHs M (.5

Pucynok 6.31 — 300pakeHHsI pu 3MIIIEHHS] KOOPIMHAT Ha OCHOB1 (PPaKTaIILHOTO

IIYMYy 3 MAaKCUMaJIbHUM BIJIXWJICHHIM |
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Pucynok 6.32 — IlouatkoBe 300paxkeHHs MHOKUHM JKytia

Pucynok 6.33 — Bukpusnenus muoxxunu JKyiia 3a gonomororo fbm, makcumanibHe

Biaxuienas 0.5
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Pucynok 6.34 — Bukpusnenus MHoxunH JKyiia 3a gonomororo fbm, MmakcumaibHe

BIAXWICHHS 2

Pucynok 6.35 — Bukpusienus mHoxuaH JKyiia 3a qornomororo fbm (3611b111eHe

300paXeHHs ), MAKCHUMAJIbHE BIIXUJICHHS 2
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Pucynox 6.36 — Bukpusnenns muoxxuan XKyiia 3a qomomororo fbm, MakcumaibHe

BIIXHJIEHHA 5

[Ipuxnan Toro, 1m0 MOXHaA OTPUMATU SKIIO JAEKUIbKA pa3iB MOCIIIOBHO
BUKPHUBHUTU TPOCTIp 32 JONOMOTO0 ()pakTaJbHOIO IIyMy Ta BiZoOpazuTH y
BUKPUBJICHOMY TPOCTOPI 300pakKeHHsS (PPaKTaJbHOTO IIyMy 3 KOJBOPOBUM

nepexoioM 300paxkeHo Ha pucyHky 6.37. Koa ganoi Tekctypu y poaarky b.

Pucynok 6.37 — KonbopoBuii ppakTaabHUi IyM Bi1oOpaXeHul y AEKJIbKa pa3iB

BUKPHUBJICHOMY IIPOCTOPI 32 10MOMOTr0I0 (PpaKkTaIbHOTO HIyMY
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6.4 Amnimanis GpakTaJdbHUX TEKCTYP

AHIMaIlISI CTBOPIOETHCS NUISIXOM JIOJIaBaHHSI JIUHAMIYHUX TapaMeTpiB A0
Koy TekcTypH. Hampukiazn, MoxHa 10AaTH 3aJIeXKHICTh BIJ] 4acy, 1 epeaaBaTH yac
710 KOJly TEKCTYPHU.

TyT HaBeIEHO OCHOBHY 1JICF0 CTBOPEHHS aHIMAIlli Ha MPUKIAJAl MHOXUHU
Kymia. B ipomy BUMaaKy 11iKaBO 3MIHIOBATH 3HAYEHHS] KOHCTAHTHU, T0AAl04H J10 Hel
HEBEJIMKI 3HA4YeHHs1 y perioHi. Hampukman, e Moxe OyTH 3aMKHYTHH pyX MO
CJIIICy.

Jlist peanizanii Takoi MOBEAIHKM ICHY€ JABa MiAXOAH. 3PYYHIIIUM, 3 TOYKH
30py MOAAIIBIIOTO BUKOPUCTAHHS, Oy/ie TIepeiaTy yac sk JUHAMIYHUHN apaMeTp Ta
B)KE€ Ha OCHOBI Yacy BHU3HAYUTH 3MillleHHs (JicTHHT 6.6). Bce 1m0 nmotpioHO 11st

poOOTH TaKO1 TEKCTYpH 1€ HAJATH 1i iHhOpMAaIIito po yac.

float4 output (float2 uv, float t)

{
float v=float2(cos(t), sin(t))*0.1;
float2 pos = uvToSpacePoint (uv);

floatd4 result=0;
if (p.mode!=0)
result+= fractal (pos,p.c+v) *p.julia color;
if (p.mode!=2)
result+= fractal (pos,pos) *p.mandelbrot color;
return result;

Jlictunr 6.6 — AniMarist MHOKWHU JKyImia 3 TMHAMIYHUM MapaMeTpoM t

binem cknagHa peanizaliis npuiiMaTiMe 3HaYCHHS 3MIMICHHS KOHCTAHTH Ha
BXI1J], TO/1 SK MOBE/IHKA caMOi KOHCTAHTU OyJie KepyBaTHUCs 3a MEXaMH TEKCTYpPH
IPOrpaMor0 uu rpadiqauM pytriem, mo i BUKopucToBye (mictuar 6.7). Llei miaxin
Haja€ OUIBII THYYKUN KOHTPOJIb HaJ TEKCTYPOIO, @ TAKOXK € OUIbII ONTUMAIBHUM,
TaK SIK 3MILIEHHS OOYMCIIIOETHCS JIMIIE OJIMH pa3, a He ISl KOXKHOro (hparMeHTy

TeKcTypu okpemo. [Ipu poOOTI B CTBOPEHOMY peIaKTOpi, JUIsI 30BHINIHBOTO



75
KEepYBaHHS MO)XHAa CTBOPHTH OKPEMHI MapaMeTp Ta OHOBIIIOBATH WOTO B (YHKITiT
UpdateParameters 3aMiCTh MPSIMOTO OOYHCIIEHHS I[HOT'O 3MIIIEHHA B output.
3BUYAHO MPHU EKCTIIOPTi TaKoi TEKCTypH aHiMallisi OyJie BUKOHYBATHCS JIUIIE TPU
3MiHI TapaMeTpa Cepeiol0 B sIKiii BOHA 3aCTOCOBYETHCS, I1€ TOA€ HE3PYIHOCTI, TaK
SIK HEOOX1JIHO OKPEMO CHHXPOHI3yBaTH aJITOPUTM 3MIHM KOHCTAHTH JIJIs OTPUMAaHHS

MOBEJIIHKY 1IGHTUYHOI JI0 TO1 1110 OTpUMaHa B PeIaKTopi.

float4 output (float2 uv, float2 v)
{
float2 pos = uvToSpacePoint (uv);
float4d result=0;
if (p.mode!=0)
result+= fractal (pos,p.c+v) *p.julia color;
if (p.mode!=2)
result+= fractal (pos,pos) *p.mandelbrot color;
return result;

Jlictunr 6.7 — Animariis MHOKUHM JKyllia 3 JUHAMIYHUM TTapaMeTpoM V

Ha pucynky 6.38 300pakeHo nekiiabKa KaapiB 31 CTBOPEHOI aHIMAIIii.

Pucynok 6.38 — Kanpu animarii Mmuoxunu XKynia

[Hmy aHiMaiiro MOXXHa OTPUMATH SAKIIO TMEPEMINTyBaTH 300paKeHHs TI0
IpOCTOpYy, [0 OyJI0 BUKPUBICHO 3a JOMOMOro (ppakragpbHOro mymy. SKIio
BUKPHUBUTH KOOPJIMHATH, a TMOTIM 3MIIaTH 300paKEHHS IO BiIOOpaKA€ThCS 3a
[IUMU KOOpJMHATAMU, MOKHA CTBOPUTH aHIMaIlito TeKy4ocTi (puc. 6.39). ['onoBHuit

KOJI aHIMaIlli HaBeJEHO B JIICTUHTY 6.8.
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Pucynox 6.39 — [Ipukinaz animarii TeKy4oCTi 3a 10MIOMOT0I0 BUKPUBJICHHS
poCTOpy (PpaKkTaILHUM IITyMOM, 32 TECTOBE 300paKCHHS B3SITO MHOKHUHY
Mannens0poTa, 10 pyXxaeTbes 3BepXy BHU3. [HTepBamu yacy MiXx KaJapamu

nopiBHIOIOTH 0.1 cexyHa.

float4 output(float2 uv,float t)
{
float2 v=float2 (0,t*5);
float2 pos = uvToSpacePoint (uv);
for(int i =0; 1i<3;++1)
{
pos+=fbm2 (pos+float2 (-100,-345)) ;
}

return mandelbrot ( (pos+v) /10%1) ;
JlictuHr 6.8 — AHIMaIlis TeKy40CTi

[Ile omuH BapiaHT CX0O0i aHIMallli HaBeIeHO Ha pUCYHKY 6.40. TyT Bxke 3aMiCTh
niepeMilLEHHs 300payKeHHSI TPOXHU BUO3MIHIOIOTHCS 3MILIEHHS TOUKH NIPU PO3PAXYHKY
BUKPUBIICHHS Ha KOXHIM itepartii (mctuHr 6.9). JlogaTkoBe 3MIIIIEHHSI PYXa€eThCs IO
KOJIy pajaiycoM 1. 3a oCHOBHE 300pakKeHHS B3ATO (PpakTaJbHUN LIyM B KOJbOpI. SK

pe3yJbTar, 3arajibHe 300payKEHHS BXKE HE PyXa€eThCs a IKOU MEPETIKAE JIOKATBHO.
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Pucynok 6.40 — I[Ipuxiiag animanii TEKy40CT1 3a JOIIOMOTOI0 BUKPUBIJICHHS
npocTopy (pakTaJbHUM IIYMOM 31 3MIHOIO 3MIIIEHHS KOOPJMHAT MPU PO3PaXyHKY

BHKPHUBJICHHA

floatd4 output(float2 uv,float t)
{
float2 v=float2(cos(t/10),sin(t/10));
float2 pos = uvToSpacePoint (uv);
for(int 1 =0; 1i<4;++1)
{
pos+=fbm2 (pos+float2 (-100,-345) +v) ;
pos*=1.1;
}

return colored (fbm(pos))

Jlictunr 6.9 — AHiMalist TEKy4OCTIi (JIOKaJabHA)

6.5 To4HICTh 00YMCJIEHHS AJITOPUTMIB

B Tabmmmi 6.1 HaBeneHa TOYHICTH OOYMCICHH IIPH  PO3PaXyHKy 3
BUKOPHUCTAHHSAM TUIY JaHUX float.

Jins  oOuMCcieHHS  MakKCHUMaJdbHOTO  Koe(dillieHTy  MaciuTaOyBaHHS
BU3HAYAETHCSI B CKUIBKM pa3iB HEOOXITHO MNPUONM3UTH 100 B OAMHUYHOMY

KBaIpaTi BMICTUBCS OJIMH MPSIMOKYTHHK, BCl TOUYKH SIKOTO BU3HAYAIOTHCS SIK OJTHE 1
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Te caMme 3HadeHHS. Il 11bOro HEOOXI1THO PO3IIISAIATH HAaWBIATAJICHIII TOYKH Bij
MOYaTKy KOOpJMHAT MpOCTOpy (pakrana, Tak sSK [ HUX TOYHICTh 4YMCTA 3
TTABAIOYOI0 TOYKOIO (float) Oyme menma. Hanpukinan, Ha pucyHky 6.41 mokazano
MakCUMaJdbHUM MacmTald ans ¢paxrtana MannenasOpora. Po3mip ekBiBajIeHTHOl
TEKCTYpPH PO3PAaXOBYEThCA SK JOOYTOK pO3MIpy MHOXHHHM Ta Koe(DilieHTy

MAaKCHUMAJBbHOTO MaCH_ITa6YBaHH5{.

Tabmuis 6.1 — TouHiCTh 0OUUCIICHHS IS PI3HUX (PAKTATBHUX TEKCTYP

[Tpuban3HMit .
) MaxkcumanbHUu ) . .
po3mip . Po3mip ekBiBanieHTHO1
®dpaxran KoedirieHT N
MHOKHHU Y pacTpoBOi TEKCTYpHU
: MacmTadyBaHHS
MPOCTOPI
MeuoxuHa 2.5%x2.5 7,775,432 19,438,580x19,438.580
Mangens0poTa
Muoxwna 2.5x2.5 7775376 19,438,440x19,438,440
Kyma
Gpaxran 1x1 16,283,763 16,283,763x16,283,763
HproToHa
Ppaxran 9x9 3,815,428 34,338.,852x34,338,852
JIanyHoBa
DpakranbHUi 100,000,000x %1 (9 %119
iy 100,000,000 1081 108%10%x108*10

¥ Fractal parameters
-1.77718 0.00557
7775432, 50000
6.00000

1.60000
1229.77222

0.00000 6.08008
0.00000
]
]

Pucynok 6.41 — BuzHaueHHs1 MakCUMaJIbHOTO MaciTady Manaensopora
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6.6 Po0ora 3 TPUBMMIPHMME TEKCTYpaMH

PenakTop Takox Moxke OyTH BUKOPUCTAHUM AJIA PO3POOKH TPUBUMIPHUX
TEKCTYp Ta MOBEPXOHb. TaKi TEKCTYPH MOXKYTh OyTH KOPUCHUMU JJIsI AITOPUTMIB
TpacyBaHHS MPOMEHIB, IMHAMIYHIN TeHepallii JanamadTy, ado OmMcaHi MeBHUX
BIIACTUBOCTEH MpOCTOpPY (BEKTOp CHJIMU, BEKTOp BITPY, TyMaHHICTb). Jlus
B1100pa)KeHHSI TPUBUMIPHOT TEKCTYpU HEMa HEOOX1THOCTI 3MIHIOBATH BUXI1THUI
KOJI CaMOT0 peIaKTopa, a BCl HEOOXIJHI HaJalITyBaHHS MOXHA OIHMCATH Y
KepyrdyoMmy Kol (main — BIOOpa)XeHHs TEKCTypU Ta UpdateParameters —
KepyBaHHS TMapameTpaMu). JIas TPOXYKTUBHOI pPO3POOKH TaKHX TEKCTYP
HEOOX1/THO CTBOPUTH IMIAOJIOHU TEKCTYp, IO OyAyTh CHPOIIYBAaTH OOCpHEHHS
kamepu Ta BigoOpaxkeHHs. CTBOPEHO JBa JIEMOHCTPAIliMHUX aJITOPUTMHU
BIIOOpa)KCHHSI TPUBUMIPHOT TEKCTYpPH 3a JOMOMOTOI0 BiJCTEKECHHS MPOMEHIB
yepe3 MaTPHUII0 BOKcediB (puc. 6.42) Ta BiICTEKESHHSAM IIPOMEHIB 13 (hiKCOBAaHUM
KpokoM (puc. 6.43). B 060X BuIajKkax TECTOBOIO TEKCTYporo oOpano 4D ananor
MHOKMHHM  Kymia, 1o 0a3yeTbcsi Ha  KBaTepHiOHaXx (YOTUPUBUMIPHE
TIMEPKOMIIIEKCHE YHCIIO).

O6uBa aNTOPUTMH MOXKYTh Bi0OpakaTu OyIb-sIKYy TPUBUMIPHY TEKCTYPY
TUITY KOJIbOPY 3 MPO30PICTIO (float4) 3 MEBHOIO Mipoto TouHOCTI. [ToBHUH KOI
MPUKJIAay HaBEJAECHO B 104aTKy b.

Ile nume nBa 3 MOXIMBHUX HIAXOAIB 300pa3UTH TPUBUMIPHY TEKCTYpY,
BOHHM € BIJHOCHO YHIBEpPCaJbHUMH, 4Yepe3 IO MOBLIbHI. SIKII0 BpaxoByBaTH
O0COOJIUBOCTI TEKCTYpHOI (PYHKILIT MOXIJIMBE NPUIIBUALICHHS OOYUCIIEHb.
Hampuxnan nns 4D muoxuanm ManaensOpora (ta XKymia) icHye anroputm
O0OUYHCIICHHS IOBEPXHI 3 BpaxXyBaHHSAM HAWKOPOTINOI BiJICTaH1 0 MHOXUHHU [45].
Skmo BijjomMa BifCTaHb /10 MIOBEPXHI B TOYIll TO MOKHA CMIUJIMBO PyXaTHUCh HA ITIO
BiJICTaHb Ha KOXHIH 1Tepallii, 3aMiCTh IMEPEXOay JIO CYCIIHBOTO BOKCEIS YU

3MilEeHHS Ha (PiKCOBaHE 3HAYCHHS.
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Pucynok 6.42 — 3actocyBaHHs peakropa Jijisl BIH0OpaxKeHHs! TPUBUMIPHOI
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KPOKOM
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7 CTBOPEHHS JEMOHCTAIIIMHOI CHEHH 3 BUKOPUCTAHHSAM
PPAKTAJIB B AKOCTI TEKCTYP

TyT npoaeMOHCTPOBAaHO SK 3aCTOCOBYBAaTH PO3POOJICHI TEKCTypH TIpH

CTBOpPEHHI ClieH Ha npukial rpadiunux pyuiiB Unreal Engine 5 ta Unity.

7.1 Excnoprt tekctypu B Unreal Engine

B sikocTi mpukiamy B34TO aHIMOBAaHHM MaTtepian 3 miapo3nuny 6.5. Crnepry,
B peAakTopi po3podiseHa Tekctypa exkcrnoproBaHa B HLSL. Tyt HeoOxiqHO suine
T170 PYHKITII.

B UE ctBOpeno HoBuit marepian. Jlo rpady momano By3on «Customy, 110
no3Boisie BukoHyBatH JoBiutbHUN HLSL kom. ¥V mome «Code» BcTaBisThCA
CKOTMIHOBaHMM KO TeKCTypH. Jlam 10/1at0ThCs mapaMeTpH, 110 Oy Iy Th IPUHMATUCS
Ha BXiJ. B maHoMy Bumajky Iie TEKCTypHI KOOpJAWHATH uv Ta 4dac t. Ha Bxin
01’ €HAaHO BIAMOBIOHI MapamMeTpu rpapiyHOro pyuris: 4Yac Ta TEKCTYpHI
KOOpAuHATU. Buxija Ternep MOXHa IiJi’€JHATH IO BUXITHUX TapaMeTpiB MaTepiaty,
JUIS IeMOHCTpalii obpaHo koumip. Pesynprar crBOpeHOoro rpady marepiany Ha

pucyHky 7.1.

Pucynok 7.1 — CtBopenns matepiany B UES Ha ocHOBI ekcioproBaHoro HLSL

KOy



82

Tenep cTBOpeHUt MaTepiall MOKHA 3aCTOCYBATH 110 MoJiel (puc. 7.2).

Pucynok 7.2 — 3actocyBanns matepiany 10 o0’exra B UES

[IpoBiBIIM JOAATKOBE TECTYBaHHSI, BUSABJICHO, 110 4Yac BITOOpaKEHHS st
pacTpoBOi Ta AWHAMIYHOI TEKCTypuU MPHUOJM3HO OFHAKOBUU. JIJIs TecTyBaHHS
Marepiajl OyJI0 3aCTOCOBAHO N0 JaHAIMAPTy MpH BUMKHEHOMY OCBITJEHHI ISt
3MEHIIIEHHSI CTOPOHHIX o0uuciaeHb. B 000X Bumaakax 4ac BiIoOpakeHHs Kajpa Ha
GPU 3zaiiMaB Ommu3pko S5 MimicekyHna. Pesymbrar otpumano Ha GPU

Nvidia RTX 3070 mobile, Moxe BiIpI3HATUCS HA THITUX TPUCTPOSX.

7.1 Excnopr tekcrypu B Unity

ITpu excriopryBanHi B Unity HEOOXiITHO CLIOYATKy CTBOPUTH HOBUH LIeiaep
(puc. 7.3). B 3a1exHOCTI Bii TUIy CTBOPEHOTO HIeiiepa, HEOOX1THO 3HAUTH MiCIle
ne Bu3HaueHo (parmentHuil meitnep. na Bunaaky «Unlit Shader» ne ¢ynxiis

frag.
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Create b3 Folder

C# Script
D

Show in Explorer

Visual Scripting
Shader

Standard Surface Shader

Copy Path Ll Shader Variant Collection Unlit Shader

Open Scene Additive Testing Image Effect Shader

v ov vovov H

Playables Compute Shader
Assembly Definition Ray Tracing Shader

Import New Asset... Assembly Definition Reference

Import Package > TextMeshPro >

Export Package... Text 5

Pucynok 7.3 — CTBOpeHHs 1eiepy

Jam HeoOX1THO J0/IaTh 10 KOy €KCIOPTOBaHY (PYHKIIIFO TEKCTYPH 1 TOTIM

BUKJIMKATH 11 B frag 3aMiCTh text2D (JicTuHr 7.1).

fixed4 frag (v2f 1) : SV Target

{
// sample the texture
fixed4 col = generated(i.uv);
// apply fog
UNITY APPLY FOG(i.fogCoord, col);
return col;
}

Jlictunr 7.1 — Moaudikalis meiaepy 11l BiIoOpakeHHS JUHAMIYHOI TEKCTYPH

[Ticnst poro, meiinep 30epiraeThes 1 Ha HOro OCHOB1 CTBOPIOETHCA MaTepiad,

10 MOKe OyTH Tenep BUKOPUCTAHUH J1sl 00’ €KTIB clieHu (puc. 7.4).

Pucynok 7.4 — 3actocyBanHs matepiany a0 06’ ekra B Unity
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BUCHOBKMU

Po3po0nenuil penaktop Mae 6arato KOpUCHHMX 3aCTOCYBaHb, 110 BUXOJSThH 32
MEX1 CTBOPEHHS JBOBHUMIPHHMX (ppakTaiiB. 3aBISKH CBOI THYYKId CTPYKTypl
JI03BOJISIE CTBOPIOBATH HE JIMIIE JBOBUMIpPHI, @ 1 TPUBUMIpHI MaTepiaiy 1 aHIMaIli.
Taxox, 32 HE0OX1THOCTI, MOXHa B100Opa3uTH 1 ofHOBUMIpHI QyHKIIi. Moxe OyTu
3aCTOCOBAaHMM 3 METOI MPOTOTUITYBAaHHS HOBUX IICHUIEpPIB Mailke Oy/b-sIKOro
npU3HAYCHHS. byie KOpuCHUM [Tt OTTaHyBaHHSI MPOTpaMyBaHHS IIEHIEPIB, OCKUTEKA
HE Mae€ 3aifBOro (hyHKIIOHATY, 3aBSIKM YOMY JI03BOJISIE CKOHIIEHTPYBATUCS Ha KOJI.
Husbka 3aTprMKa 3 Maii>ke MUTTEBUM OHOBJICHHSIM Bi3yauti3allii, BIIOBIIHO JI0 3MiH B
KO/I1, € 3HAYHOIO TIEPEBAroio.

Jlesiki 3 DyHKIIIN 5K IIIE Ma€ CEHC peati3yBaTH:

1) miaTprMKa €KCIIOPTY JUIsl 1HILIKMX MOB 3aTiHEHHs, Takux sk MSL ta SPIR-V
acemorep;

2) iHTepnpeTallisl 1HIIKMX MOB 3aTIHEHHS MpU po3poOLll TEKCTYpH Ha pAdy 3
HLSL ta nepeksiaa Koy Mi>k HUMH: II€ TO3BOJIUTH KOPUCTYBAUy PO3POOJIATH TEKCTYpH
MOBOIO JIO SIKOi BiH 3BUK Ta, P HEOOXITHOCTI, TIOJIETIINTh TIEPEXiJ Ta ONaHyBaHHS
IHIIIX MOB;

3) rpadiunuii iHTEepdeiic modyaoBU TEKCTYPH Ha OCHOBI Ipady BY3IIB, SIKUH
OyZe OIHO3HAYHO BIJIMOBINATH KOMy: MOXXE CIPOCTUTH PO3POOKY Ui HOBHUX
KOPHCTYBAYiB;

4) MOXKIIMBICTh IIOJJABATH HA BX1Jl pACTPOBY TEKCTYPY: MOXKE CTATU B HATOJ1 IS
PO3pOOKH Pi3HUX €(PEKTIB TOCTOOPOOKH 300pakeHb, 00 JJIsl CTBOPEHHS TEKCTYP, 1110
0a3yIOThCSl Ha PACTPOBOMY 300paKeHHI 3 IEBHUMH IPOLICTYPHUMHU MOIUDIKAITISIMY;

5) miaATprMKa MacUBIB Ta CTPYKTYP B SKOCTI MapaMeTpiB;

6) MOXKJIMBICTh OJTHOYACHOT PO3POOKK OaraTokaHaJIbHOTO MaTepiaty;

7) 1111 (hOpMaTH EKCIIOPTY KPIM BUXITHOTO Koy y dopmari GpyHKUIT mehnaepy
1 pactpoBoro 3o00pakeHHs. Hampukmanm, 1me MoxyTh OyTu (Qaitnin matepiany

cnenudivHi U1t AeSIKOTo TpadigyHOTO PYIIIis;
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8) minTpumka (aimiB-01010TEK, SKI MOKHA CTBOPHUTH a00 3aBaHTAXKUTU B
peNaKkTop, MCiasl YOro BUKOPUCTOBYBAaTH MPU CTBOPEHHI HOBUX TEKCTYyp. Po3pobutu
Ha01p BOymoBaHMUX 010J110TEK 3 YACTO BUKOPUCTOBYBAHUMU (DYHKIIISIMH.

[Tig yac BUKOHAHHS POOOTH CTBOPEHO JIEKLIbKA JEMOHCTPAIIHUX TEKCTYp Ha
0a3i ¢pakTangiB 3 METOI0 JEMOHCTpallii (YHKIIOHATY pefakTopa. B monmanbiomy
penaKkTop MOXke OyTH 3aCTOCOBAaHUM [Tl CTBOPEHHS OUTBII CKIaIHUX TEKCTYP, B TOMY
YHCII1, IPUPOJHIX 00’ €KTIB.

Buxignuii ko1 peakTopa 3aBaHTaxeHo 10 pernosutopito Git Hub [46].

@pakTany Mae CEHC 3aCTOCOBYBATH Y BHIIJKaX MOJEIIOBAHHS MPHUPOIHUX
00’€KTiB, ajie 1 He TUTbKH. BOHU MaroTh CTPYKTYpY, IO MOEAHYE CTPYKTYPOBAHICTS 1
XaOTHYHICTh, fKa YacTO TNpUTaAMaHHA MPUPOAHUM 00 ekTaM. BukopuctaHHS
(dpakTagiB He 3MOKe MMOBHICTIO 3aMIHUTH PAaCTPOBI TEKCTypH. Tak K Xxouya CTpyKTypa
dpakTaiiB 1 cxoxka Ha peajibHi 00’ €KTH BOHA HE a0COIFOTHO TOYHO BiIMIOBIIA€E NIHCHUM
00’€eKTaM, TOI K CIIpoOa 3reHepyBaTH OUTBHIIT TOYHY BIAMOBITHICTh PEATHbHOCTI MOXKE
BWIMTUCH B JIy’K€ CKJIAJHI OOYMCIIEHHS. 3 1HIIOI TOYKH 30pYy, 30BCIM HE 3aBXKIU
noTpiOHa abCONIOTHA BIJNOBIIHICTh PEANIBHOCTI, a JIMILE ii allpOKCUMAIlisl, B TAKOMY
BUTIAJIKy BUKOPUCTaHHs (DpaKTamiB Ma€ CEHC, iX yHIKaJlbHa Ta CKIIAJHA CTPYKTypa
MOXKYTh OYTH BUKOPHCTaHI 3 METOI XYI0KHBOTO O(POPMIICHHS Ta MPUHECTH JICIKY
0CcOONMBICTh 0 TIpoAyKTy. [lpm BukopucTani rpadiku s CTBOPEHHS (UIBMIB,
MYJBT(QUIBMIB YA KOMIT FOTEPHUX IrOp, SIK MPaBUIIO, BIATBOPEHHS PEAIbHOCTI HE €
TOJIOBHOIO 33J1auero, 1 HaBiTh HaBMAaKW He OakaHa JUIA MEBHUX JkaHpiB. He 3aBxman
PEaTiICTUYHICTh pOOUTH MPOYKT Kpallle, a 1HO/I1 0e3 MOTpedu YCKIIaIHIOE Ta MOTIPIIIyE
foro. Slkpa3 y Takux BUIAJKaX BUKOPUCTAHHS (PpaKTaiB MOxe OyTH KOPUCHUM IS
Bi3yamizamii pi3HUX €QeKTiB, TEeKCTyp, NaHmmadTiB, Ta IHIUX aOCTPAKTHUX
Bi3epyHKiB. KpiM TOro, MoxHa mo6auyuTH, 110 3a JOMOMOI0I0 CTBOPEHOTO PEAAKTOPA
JIOCUTh HE CKJIQHO TEHEPYBAaTU Pi3HI TEKCTYypH, 10 OyayTh BIAMOBIIATH MEBHOMY
CTHJTIO, 1€ MO>KHA 3pOOUTH TPOXH 3MIHIOIOUM JIEKIJIbKA 3 TTApaMETPIB, K HAIPUKIIA]
3MIIIIEHHSI, TOYHICTh, MacITa0, KOJip, Ta iHI KOHCTaHTHI 3Ha4eHHA. Lle Moxke OyTn
Jy’e KOPUCHUM IIPU MOJIEIIOBAaHHI MEBHOI JIOKAIli B OAHOMY CTHIII, ajie 3 PI3HUMHU

TEKCTYPaMH.
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Haiikpamoro 3acrocyBaHHSi AMHaMIYHI TEKCTypH Ha OCHOBI (ppakTaiiB
3HAMIYTh Y PO3p0O1Il KOMIT IOTEPHHX 1rop, 0COOIMBO ISl MOOLTBHUX MPUCTPOSX JIE €
0oOMe)XeHHs Ha 1aM’sITh Ta notyxHicte GPU.

[le oaHi€ro 3 mepeBar TEKCTYp OCHOBAHUX JIM)KE HA KO/ € T€, 1110 BOHU 3HAYHO
MIBUJIIIIE 3aBAHTAXYIOTHCS B TIaM SiTh, MOPIBHSHO 3 PACTPOBHMHU TEKCTYpaMH, JIe
3aBaHTA)KEHHS BCIX TEKCTYp, B 3aJIEKHOCTI BIJl pO3MIpPYy CLEHM Ta MOTY>KHOCTI
KOMIT I0Tepa, MOXeE CSTaTH JCKUTbKOX XBUIIMH.

Takox HEOOX1AHO 3a3HAYMTH, IO MIAX1A 0 AMHAMIYHOI TeHepallli TeKCTyp Mij
yac Bi3yamizallii Mae ceHC 3/eOUTBIIOro TMpH Bi3yawizallli B peaJbHOMY Yaci Ha
o0agHaHi 3 00MEKEHUMH pecypcaMu. SIKIIo vac Bizyasizallii Ta pecypc KOMIT I0Tepa
HE € MpoOJIEeMOI0, TO BHKOPHUCTAHHS PACTPOBHX 300paKEHb 3 OyKE€ BHCOKOIO
PO3ALIBHOIO 3[JATHICTIO MOKE OyTH 3pYUHIIIMMU Ta OUTBII THYYKHUM BapiaHTOM.

AJNTOpUTM TMHAMIYHOTO BiTOOPaYKEHHS TEKCTYp MOXHA MOJEPHI3yBaTH IJIs
MOEHAHHS BUCOKOI TOYHOCTI Ta HU3BKOI 3aTPaTy TaM’ ATl TPOIIeTypPHUX JTUHAMIYHIX
TEKCTyp 13 TMOPIBHSHO KOHCTAHTHOIO CKJIQJHICTIO TMPU BUKOPHUCTAHI PacTPOBOTO
300pakeHHs. [[ng 1pOoro HEOOXITHO 3aMICTh PO3pPaxXyHKy Ha KOXHOMY KaJpi,
BUKOHYBATH TNEPIOANYHI OHOBJICHHS PACTPOBOI TEKCTYpPH (DIKCOBAHOTO PO3MIPY IS
YacTWHU, 0 Hapa3l BUIHA KOPHUCTyBady a00 3HAXOAUTHCS TOPYY, BPaXOBYIOUU
TOYHICTH JeTami3amii B 3aJIeKHOCTI BiJl MacmTaldy o0’ekty Ha ekpani. [licisa doro,
BiJOOpakaTH B)KE PACTPOBY TEKCTYpy 3a KIACHYHUM MiAXoAoM. TakuM YHHOM,
HEOOXiTHO CTBOPHTH IPOMIKHHUHN KPOK Ha IKOMY OYyAyTh T€HEPYBATHUCS TEKCTYPH, IO
Hapasi HeoOXiHi, 3 HeOOX1THOI TOYHICTIO Ta HEOOX1THOMY po3Mipi 300paxkeHHs. B
pe3ybTaTi 3arajbHa KUIBKICTh 00YHMCIICHh MA€ 3MEHITUTHCA. B eskoMy ceHci, Taka
MO/ICPHI3aIlis A ITOPUTMY Ma€ 6araTo CIuTLHOTO 31 ATOPUTMOM cTBOpeHHsIM MIP kapt
[47], xoyu pacTpoBa TEKCTypa IMEBHOTO PO3MIPY OOUPAETHCS B 3aJICKHOCTI Bl BIJICTaH1
JI0 00’ €KTa 3 METOIO IPUCKOPEHHS MYJIbTUCEMILIIHTY BIIJTAJICHUX 00’ €KTIB OJTHOYACHO
MarO4Y¥ BUCOKY TOYHICTb JJIs1 OJTM3bKUX.

Marepianmu pobotu pomoBigamuch Ha XXVII MixHapoanii HayKoBO-
npakTryHii koH(epenuii «Prospects of Scientific Research in the Conditions of the

Modern World», sixka BinOynace 12-14 uepsnsi, 2024 p. B Porrepaam, Hinepnanau [48].

&
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TOJATOK A

Koan kiaBiun, 1o J0CTYIHI 111 BAKOPUCTAHHA B PeIaKTOPI

Ileit crnmcok BHU3HAYEHb HESBHO JIOJAETHCS IEepe]l KOMITUISINIED 0 KOMY

TCKCTYypHU:
#define KEY Tab 1 #define KEY Z 60
#define KEY LeftArrow 2 #define KEY F1 61
#define KEY RightArrow 3 #define KEY F2 62
#define KEY UpArrow 4 #define KEY F3 63
#define KEY DownArrow 5 #define KEY F4 64
#define KEY PageUp 6 #define KEY F5 65
#define KEY PageDown 7 #define KEY F6 66
#define KEY Home 8 #define KEY F7 67
#define KEY End 9 #define KEY F8 68
#define KEY Insert 10 #define KEY F9 69
#define KEY Delete 11 #define KEY F10 70
#define KEY Backspace 12 #define KEY F11 71
#define KEY Space 13 #define KEY F12 72
#define KEY Enter 14 #define KEY Apostrophe 73
#define KEY Escape 15 #define KEY Comma 74
#define KEY LeftCtrl 16 #define KEY Minus 75
#define KEY LeftShift 17 #define KEY Period 76
#define KEY LeftAlt 18 #define KEY Slash 77
#define KEY LeftSuper 19 #define KEY Semicolon 78
#define KEY RightCtrl 20 #define KEY Equal 79
#define KEY RightsShift 21 #define KEY LeftBracket 80
#define KEY RightAlt 22 #define KEY Backslash 81
#define KEY RightSuper 23 #define KEY RightBracket 82
#define KEY Menu 24 #define KEY GraveAccent 83
#define KEY 0 25 #define KEY CapsLock 84
#define KEY 1 26 #define KEY ScrollLock 85
#define KEY 2 27 #define KEY NumLock 86
#define KEY 3 28 #define KEY PrintScreen 87
#define KEY 4 29 #define KEY Pause 88
#define KEY 5 30 #define KEY KeypadO 89
#define KEY 6 31 #define KEY Keypadl 90
#define KEY 7 32 #define KEY Keypad2 91
#define KEY 8 33 #define KEY Keypad3 92
#define KEY 9 34 #define KEY Keypad4 93
#define KEY A 35 #define KEY Keypad5 94
#define KEY B 36 #define KEY Keypad6 95
#define KEY C 37 #define KEY Keypad7 96
#define KEY D 38 #define KEY Keypad8 97
#define KEY E 39 #define KEY Keypad9 98
#define KEY F 40 #define KEY KeypadDecimal 99
#define KEY G 41 #define KEY KeypadDivide 100
#define KEY H 42 #define KEY KeypadMultiply 101
#define KEY I 43 #define KEY KeypadSubtract 102
#define KEY J 44 #define KEY KeypadAdd 103
#define KEY K 45 #define KEY KeypadEnter 104
#define KEY L 46 #define KEY KeypadEqual 105
#define KEY M 47 #define KEY MouseLeft 130
#define KEY N 48 #define KEY MouseRight 131
#define KEY O 49 #define KEY MouseMiddle 132
#define KEY P 50 #define KEY MouseX1l 133
#define KEY Q 51 #define KEY MouseX2 134
#define KEY R 52 #define KEY MouseWheelX 135
#define KEY S 53 #define KEY MouseWheelY 136
#define KEY T 54 #define KEY Ctrl 137
#define KEY U 55 #define KEY sShift 138
#define KEY V 56 #define KEY Alt 139
#define KEY W 57 #define KEY Super 140

#define KEY X 58
#define KEY Y 59
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JNOJIATOK B

IloBHUIT KO PO3PO0JIEHUX TEKCTYP

Muo:xkunna Mangeabopora i Ky.Jia:

struct Parameters
{
//space transform:
float2 move;
float zoom;
float rotation;

//preview parameters:
bool showUVRect;

bool showSpaceMesh;
float previewScale;

//fractal parameters:

float accuracy;

float contrast;

bool removeBanding;

int mode;//Mandelbrot or Julian (add current point or add
constant)

float2 c¢;//Julian constant

float4 julia color;

float4 mandelbrot color;

//reserved parameters,autoupdated by app:

float2 extent;//render area extent in pixels

float2 mouse pos;//current mouse position in pixels

float2 mouse delta;//mouse delta for the last frame in pixels

float mouse wheel delta;//mouse wheel delta for the last
frame

bool 1lmb down;//if left mouse button down

bool rmb down;//if right mouse button down

bool mmb down;//if middle mouse button down

float t;//time counter

float dt;//time passed from last frame

bi

//define parameters variable p
InputParameters (Parameters,p);

float fractal (float2 x, float2 c)
{

int i=0;

float2 z=x;

while(((z.x*z.x+z.y*z.y)<20) &&i<=p.accuracy)

{
z= float2(z.x * z.x - z.y * z.y, 2 * z.x * z.y)+c;
++1;

}
if (i>=p.accuracy)
return 1;
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float val=i;
if (p.removeBanding)

val=clamp (val-log(log(length(z)))/log(2)+1,0,p.accuracy):;
return pow(val/p.accuracy,p.contrast);

}

float2 uvToSpacePoint (float2 uv)
{
float2x2 rot=float2x2(cos(p.rotation),sin(p.rotation), -
sin(p.rotation),cos(p.rotation));
return rot* (uv / p.zoom +p.move) ;

}

float2 spacePointToUv (float2 spacePoint)
{
float2x2 rot=float2x2(cos(p.rotation),sin(p.rotation), -
sin(p.rotation),cos(p.rotation));
return (transpose (rot) *spacePoint-p.move) *p.zoom;

}

//This function will be the result of export

//Pass parameters through function arguments for dynamic
parameters

float4 output (float2 uv)

{

float2 pos = uvToSpacePoint (uv);

float4 result=0;
if (p.mode!=0)
result+= fractal (pos,p.c)*p.julia color;
if (p.mode!=2)
result+= fractal (pos,pos) *p.mandelbrot color;
return result;

}

float2 screenToUV (float2 screenPosition)
{
screenPosition.y=-screenPosition.y;
float2 identitySquare;
if (p.extent.x>p.extent.y)
identitySquare=float2 (p.extent.y/p.extent.x,1);
else
identitySquare=float2 (l,p.extent.x/p.extent.y);
return
(screenPosition+identitySquare*p.previewScale*0.5)/identitySquare/p.pr
eviewScale;

}

//Function is called for each pixel

//and returns color for this pixel

//you can use it to preview output function
//this does not affect the export result
float4 main(float4 position) : SV _TARGET

{

float2 positionT=screenToUV (position);



94

if (length (positionT-
spacePointToUv (p.c)) *p.previewScale<0.01)
return float4(1,0,0,1);

if (p.showUVRect)
{
float w=0.005/p.previewScale;
float2 fr= frac(positionT);
if(step(-w,fr.y)-step(w, fr.y)+step(-w, fr.x) -step(w, fr.x))
return l-output (positionT);
}
if (p.showSpaceMesh)
{
float w=0.005/p.previewScale;
float2 fr= frac(uvToSpacePoint (positionT))
if (step(-w, fr.y)-step(w, fr.y)+step(-w, fr.x)-step(w, fr.x))
return float4(0.5,0.5,1,1);

return output (positionT);

//this function called only once per frame before main
//Allows to control parameters in one place
void UpdateParameters (inout Parameters p)
{
//scale with mouse wheel
if (!isKeyDown (KEY Shift) &&!isKeyDown (KEY Alt))
{

float2 mouseBeforeZoom=screenToUV (p.mouse pos/p.extent*2-

float zoomScale=exp (p.mouse wheel delta*0.1);
float2 mouseAfterZoom=mouseBeforeZoom*zoomScale;
p.zoom*=zoomScale;

p.move-= (mouseBeforeZoom-mouseAfterzoom) /p.zoom;

}
else if (isKeyDown (KEY Alt))//rotate with Alt and mouse wheel

{
float delta=p.mouse wheel delta*0.1;
p.rotation+=delta;
float2x2 rot=float2x2 (cos(delta),sin(delta), -
sin(delta), cos (delta));
p.move=p.move*rot;

}

//movement with mouse
if (p.1lmb down)
p.move-=float2 (p.mouse delta.x, -
p.mouse _delta.y)/p.extent.y/p.zoom*2/p.previewScale;

//scale and move with keyboard

float scaleUpdate=exp ((isKeyDown (KEY E)-isKeyDown (KEY Q)
) *p.dt);

p.zoom=p.zoom*scaleUpdate;

p.move-=(0.5-0.5*scaleUpdate) /p.zoom;
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float2 move delta=float2 (isKeyDown (KEY D) -
isKeyDown (KEY A),isKeyDown (KEY W)-isKeyDown (KEY S));
p.movet+=move delta*p.dt/p.zoom;

//preview parameters control

if (isKeyPressed (KEY 1))
p.showUVRect=!p.showUVRect;

if (isKeyPressed (KEY 2))
p.showSpaceMesh=!p.showSpaceMesh;

if (isKeyDown (KEY Shift))
p.previewScale*=exp (p.mouse wheel delta*0.1);

//limit parameters
1if (p.zoom<=0)
p.zoom=0.1;

p.accuracy*=exp ( (isKeyDown (KEY UpArrow) -
isKeyDown (KEY DownArrow)) *p.dt);

p.contrast*=exp ( (isKeyDown (KEY RightArrow) -
isKeyDown (KEY LeftArrow)) *p.dt*5);

p.mode=(p.mode+ (isKeyPressed (KEY F) | |isKeyReleased(KEY F))) %4;
//c point
if(p.rmb_down)
p.c=uvToSpacePoint (screenToUV (p.mouse pos/p.extent*2-1));

®paxkraa HeloToHa:

//define parameters
struct Parameters
{
//space transform:
float2 move;
float zoom;
float rotation;

//mandelbrot-1like fractal specific parameters:

float accuracy;

int mode;//Mandelbrot or Julian (add current point or add
constant)

float2 c¢;//Julian constant

float contrast;

float radius;

float k;

float4 color;

float a;

//preview parameters:
bool showUVRect;

bool showSpaceMesh;
float previewScale;
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//reserved parameters,autoupdated by app:
float2 extent;//render area extent in pixels
float2 mouse pos;//current mouse position in pixels
float2 mouse delta;//mouse delta for the last frame in pixels
float mouse wheel delta;//mouse wheel delta for the last frame
bool 1lmb down;//if left mouse button down
bool rmb down;//if right mouse button down
bool mmb down;//if middle mouse button down
float t;//time counter
float dt;//time passed from last frame
bi

//define parameters variable p
InputParameters (Parameters, p) ;

float2 cmul (float2 z1l, float2 z2)

{
return float2(zl.x*z2.x-zl.y*z2.y,z1.x*z2.y+z1.y*22.x);

}

float2 cdiv(float2 zl, float2 z2)

{
float2 z2c= float2(z2.x,-z22.Vy);
return cmul (zl,z2c)/(22.x*22.x+22.y*22.V);

}

float2 cpow(float2 z, int p)

{
float2 result=1;
for (int i1i=0;i<p;++1)
result=cmul (result, z);
return result;

}

float2 f(float2 z)
{

return cpow(z,3)-1;

}

float2 df (float2 z)
{

return 3*cpow(z,2);

}

const float2 roots[3]={float2(1,0),float2 (-

0.5,sgrt(3)/2),float2(-0.5,-sqrt(3)/2) };

const float3

colors[3]={float3(1,0,0),£float3(0,1,0),£float3(0,0,1)1};

floatd4 color(float2 z)

{
float3 result=0;
for (int i=0;1<3;++1)

result+=(l-length(roots[i]-z)) *colors[i];
return floatéd (result,1);



97
}

float4 fractal (float2 sp,int accuracy,float2 c)
{
int 1=0;
float r sgr=p.radius*p.radius;
while (i<=accuracy)
{
sp= sp-p.a*cdiv(f (sp),df (sp))tc;
++1;

}

return color (sp);

float2 uvToSpacePoint (float2 uv)
{
float2x2 rot=float2x2 (cos(p.rotation),sin(p.rotation), -
sin(p.rotation),cos(p.rotation));
return rot* (uv / p.zoom +p.move);

}

float2 spacePointToUv (float?2 spacePoint)
{
float2x2 rot=float2x2 (cos(p.rotation),sin(p.rotation), -
sin(p.rotation),cos(p.rotation));
return (transpose (rot) *spacePoint-p.move) *p.zoom;

}

//This function will be the result of export
//Pass parameters through function arguments for dynamic parameters
float4 output(float2 uv, float accuracy, float4 color)
{
float2 pos = uvToSpacePoint (uv);
floatd4 result=0;
if (p.mode!=0)
result+= fractal (pos,p.accuracy,p.c);
if (p.mode!=2)
result+= fractal (pos,p.accuracy,pos);

if (p.mode%2==1)
result/=2;

return result;

}

float2 screenToUV (float2 screenPosition)
{
screenPosition.y=-screenPosition.y;
float2 identitySquare;
if (p.extent.x>p.extent.y)
identitySquare=float2 (p.extent.y/p.extent.x,1);
else
identitySquare=float2(l,p.extent.x/p.extent.y);
return
(screenPositiontidentitySquare*p.previewScale*0.5)/identitySquare/p.pr
eviewScale;
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}

//this function is called for each pixel
//and returns color for this pixel

//you can use it to preview output function
//this does not affect the export result
float4 main(float4 position) : SV _TARGET

{

float2 positionT=screenToUV (position);

if (length (positionT-
spacePointToUv (p.c)) *p.previewScale<0.005)
return float4(1,0,0,1);

float4 result=output (positionT,p.accuracy,p.color);
if (p.showUVRect)
{
float w=0.005/p.previewScale;
float2 fr= frac(positionT);
if (step(-w, fr.y)-step(w, fr.y)+step(-w, fr.x)-step(w, fr.x))
return l-result;
}
if (p.showSpaceMesh)
{
float w=0.005/p.previewScale;
float2 fr= frac(uvToSpacePoint (positionT))
if(step(-w,fr.y)-step(w, fr.y) +step(-w, fr.x)-step (w, fr.x))
return float4(0.5,0.5,1,1);

return result;

//function called only once per frame before main
//Allows to control parameters in one place
void UpdateParameters (inout Parameters p)
{
//fractal parameters control
//c point
if (p.rmb_down)
p.c=uvToSpacePoint (screenToUV (p.mouse pos/p.extent*2-1));

//switch mode
if (isKeyPressed (KEY F) ||isKeyReleased (KEY F))
p.mode=(p.mode+l) %4;

p.accuracy*=exp ( (isKeyDown (KEY UpArrow) -
isKeyDown (KEY DownArrow)) *p.dt);

p.contrast*=exp ( (isKeyDown (KEY RightArrow) -
isKeyDown (KEY LeftArrow)) *p.dt*5);

//scale with mouse wheel
if (!isKeyDown (KEY Shift) &&!isKeyDown (KEY Alt))
{

float2 mouseBeforeZoom=screenToUV (p.mouse pos/p.extent*2-

float zoomScale=exp (p.mouse wheel delta*0.1);
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float?2 mouseAfterZoom=mouseBeforeZoom*zoomScale;
p.zoom*=zoomScale;
p.move-= (mouseBeforeZoom-mouseAfterZoom) /p.zoom;
}
else if (isKeyDown (KEY Alt))//rotate with Alt
{
float delta=p.mouse wheel delta*0.1;
p.rotationt+=delta;
float2x?2 rot=float2x2 (cos (delta),sin(delta), -
sin(delta), cos (delta));
p.move=p.move*rot;

}

//movement with mouse
if(p.1lmb down)
p.move-=float2 (p.mouse delta.x, -
p.mouse delta.y)/p.extent.y/p.zoom*2/p.previewScale;

//scale and move with keyboard

float scaleUpdate=exp ( (isKeyDown (KEY E)-isKeyDown (KEY Q)
) *p.dt);

p.zoom=p.zoom*scaleUpdate;

p.move-=(0.5-0.5*scaleUpdate) /p.zoom;

float2 move delta=float2 (isKeyDown (KEY D) -
isKeyDown (KEY A),isKeyDown (KEY W)-isKeyDown (KEY S));
p.movet+=move delta*p.dt/p.zoom;

//preview parameters control

if (isKeyPressed(KEY 1))
p.showUVRect=!p.showUVRect;

if (isKeyPressed (KEY 2))
p.showSpaceMesh=!p.showSpaceMesh;

if (isKeyDown (KEY Shift))
p.previewScale*=exp (p.mouse wheel delta*0.1);

//limit parameters

if (p.zoom<=0)
p.zoom=0.1;

if (p.radius<0)
p.radius=0;

if (isnan(p.move.x) | |isnan (p.move.y))
p.move=0;

p.mode=clamp (p.mode, 0, 3) ;
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//define parameters
struct Parameters

{

constant)

}s

//space transform:
float2 move;
float zoom;
float rotation;

100

//mandelbrot-1like fractal specific parameters:

float accuracy;
int mode;//Mandelbrot or Julian

float2 c¢;//Julian constant
float contrast;
float radius;

float k;

floatd4 color;

bool removeBanding;
float sO0;

float sl;

float s2;

float s3;

float s4;

//preview parameters:
bool showUVRect;

bool showSpaceMesh;
float previewScale;

(add current point or add

//reserved parameters,autoupdated by app:

float2 extent;//render area extent in pixels

float2 mouse pos;//current mouse position in pixels

float2 mouse delta;//mouse delta for the last frame in pixels
float mouse wheel delta;//mouse wheel delta for the last frame
bool lmb down;//if left mouse button down

bool rmb down;//if right mouse button down

bool mmb down;//if middle mouse button down

float t;//time counter

float dt;//time passed from last frame

float v;

//define parameters variable p
InputParameters (Parameters,p);

float r(float2 v, int n)

{

n=n%>5;
if (n==0)

return lerp(v[0],vI[1l],p.s0);
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if (n==1)

return lerp(v[0],vI[1l],p.sl);
1if (n==2)

return lerp(v[0],vI[1l],p.s2);
if (n==3)

return lerp(v[0],vI[1l],p.s3);
if (n==4)

return lerp(v[0],v]
static const float S[]=
return lerp(vI[0],vI[1l],S

}

float fractal(float2 sp,int accuracy, float2 c)
{
float x=0.5;
float sum=0.0;
for (int i1=0;i<accuracy;++1i)
{
x=r (sp,1) *x* (1-x) ;
sum+=log (abs (r (sp,1) * (1-2*x))) /accuracy;
}

return pow(-sum,p.contrast);

float2 uvToSpacePoint (float2 uv)
{

float2x2 rot=float2x2 (cos (p.rotation),sin(p.rotation), -
sin(p.rotation),cos(p.rotation));
return rot* (uv / p.zoom +p.move) ;

}

float2 spacePointToUv (float2 spacePoint)
{

float2x2 rot=float2x2 (cos(p.rotation),sin(p.rotation), -
sin(p.rotation),cos(p.rotation));
return (transpose (rot) *spacePoint-p.move) *p.zoom;

}

//This function will be the result of export
//Pass parameters through function arguments for dynamic parameters
float4 output (float2 uv)
{
float2 pos = uvToSpacePoint (uv);
floatd4 result=0;
if (p.mode!=0)
result+= fractal (pos,p.accuracy,p.c);
if (p.mode!=2)
result+= fractal (pos,p.accuracy, pos);

if (p.mode%2==1)
result/=2;

return result*p.color;

}

float2 screenToUV (float?2 screenPosition)
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screenPosition.y=-screenPosition.y;
float2 identitySquare;
if (p.extent.x>p.extent.y)
identitySquare=float2 (p.extent.y/p.extent.x,1);
else
identitySquare=float2(l,p.extent.x/p.extent.y);

return
(screenPosition+identitySquare*p.previewScale*0.5)/identitySquare/p.pr
eviewScale;

}

//this function is called for each pixel
//and returns color for this pixel

//you can use it to preview output function
//this does not affect the export result
floatd4 main(float4 position) : SV _TARGET

{

float2 positionT=screenToUV (position);

if (length (positionT-
spacePointToUv (p.c)) *p.previewScale<0.005)
return float4(1,0,0,1);

if (p.showUVRect)
{
float w=0.005/p.previewScale;
float2 fr= frac(positionT);
if (step(-w, fr.y)-step(w, fr.y)+step(-w, fr.x)-step (w, fr.x))
return l-output (positionT);

}
if (p.showSpaceMesh)

{
float w=0.005/p.previewScale/p.zoom;

float2 fr= frac(uvToSpacePoint (positionT));
if (step(-w,fr.y)-step(w, fr.y)+step(-w, fr.x) -step(w, fr.x))
return float4(0.5,0.5,1,1);

return output (positionT) *p.color;

//function called only once per frame before main
//Allows to control parameters in one place
void UpdateParameters (inout Parameters p)
{
//fractal parameters control
//c point
if (p.rmb_down)
p.c=uvToSpacePoint (screenToUV (p.mouse pos/p.extent*2-1));

//switch mode
if (isKeyPressed (KEY F | isKeyReleased (KEY F))

) |
p.mode=(p.mode+l) %4;

p.c.xt=0.13* (cos(p.ttp.dt)-cos(p.t))
p.c.yt=0.03*(sin(p.t+tp.dt)-sin(p.t))
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p.accuracy*=exp ( (isKeyDown (KEY UpArrow) -
isKeyDown (KEY DownArrow)) *p.dt);

p.contrast*=exp ( (isKeyDown (KEY RightArrow) -
isKeyDown (KEY LeftArrow)) *p.dt*5);

//scale with mouse wheel
if (!isKeyDown (KEY Shift) &&!isKeyDown (KEY Alt))
{

float2 mouseBeforeZoom=screenToUV (p.mouse pos/p.extent*2-

float zoomScale=exp (p.mouse wheel delta*0.1);
float2 mouseAfterZoom=mouseBeforeZoom*zoomScale;
p.zoom*=zoomScale;
p.move-= (mouseBeforeZoom-mouseAfterZoom) /p.zoom;
1
else if (isKeyDown (KEY Alt))//rotate with Alt
{
float delta=p.mouse wheel delta*0.1;
p.rotationt+=delta;
float2x?2 rot=float2x2 (cos (delta), sin(delta), -
sin(delta), cos (delta));
p.move=p.move*rot;

}

//movement with mouse
if(p.lmb down)
p.move-=float2 (p.mouse delta.x, -
p.mouse delta.y)/p.extent.y/p.zoom*2/p.previewScale;

//scale and move with keyboard

float scaleUpdate=exp ( (isKeyDown (KEY E)-isKeyDown (KEY Q)
) *p.dt);

p.zoom=p.zoom*scaleUpdate;

p.move-=(0.5-0.5*scaleUpdate) /p.zoom;

float2 move delta=float2 (isKeyDown (KEY D) -
isKeyDown (KEY A),isKeyDown (KEY W)-isKeyDown (KEY S));
p.movet+=move delta*p.dt/p.zoom;

//preview parameters control

if (isKeyPressed (KEY 1))
p.showUVRect=!p.showUVRect;

if (isKeyPressed (KEY 2))
p.showSpaceMesh=!p.showSpaceMesh;

if (isKeyDown (KEY Shift))
p.previewScale*=exp (p.mouse wheel delta*0.1);

//1limit parameters

if (p.zoom<=0)
p.zoom=0.1;

if (p.radius<0)
p.radius=0;

if (isnan(p.move.x) | |isnan(p.move.y))
p.move=0;

p.mode=clamp (p.mode, 0, 3) ;
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if (true)

{
p.sO0=sin(p.t/50)/3+0.5;
p.sl=sin(p.t/25)/2+0.5;
p.s2=sin(p.t/10)/2+0.5;
p.s3=sin(p.t/5)/2+0.5;
p.sd4=sin(p.t/5)/2+0.5;
}

KoabopoBuii ¢pakranbHuii mym BinoOpaskeHuil y [aekiibka pa3siB

BHKPHUBJIEHOMY MPOCTOPI 32 10MOMOrorw GppakTajbLHOro HIyMy:

//It 1s possible to redefine float as double for better precision
// (performance will be decreased significantly)

//#define float2 double2

//#define float double

//define parameters
struct Parameters

{

constant)

float2x2 rot;

uint octaves;

float distortion;

float distortionFrequency;
//space transform:

float2 move;

float zoom;

float rotation;

//mandelbrot-like fractal specific parameters:
float accuracy;

int mode;//Mandelbrot or Julian (add current point or add
float2 c¢;//Julian constant

float contrast;

float radius;

float k;

float4
float4
float4
float4

color0;
colorl;
color?2;
color3;

//preview parameters:
bool showUVRect;

bool showSpaceMesh;
float previewScale;

//reserved parameters,autoupdated by app:
float2 extent;//render area extent in pixels

float2 mouse pos;//current mouse position in pixels
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float2 mouse delta;//mouse delta for the last frame in pixels
float mouse wheel delta;//mouse wheel delta for the last frame
bool lmb down;//if left mouse button down

bool rmb down;//if right mouse button down

bool mmb down;//if middle mouse button down

float t;//time counter

float dt;//time passed from last frame

}i

//define parameters variable p
InputParameters (Parameters,p);

float random (float2 st)
{
return frac(sin (dot (st.xy,
float2(12.9898,78.233)))
* 43758.5453123);

}

float noise(float2 uv)

{
int2 p=floor (uv);
float2 f=frac(uv);
f= £*£*%(3.0-2.0*f);

float r=random(p) ;

float rx=random(p+int2(1,0));
float ry=random(p+int2(0,1));
float rxy=random (p+int2(1,1));

float res=lerp(lerp(r,rx,f.x), lerp(ry,rxy,f.x),f.y);
return res;

}

float2 noise2 (float2 uv)
{
return float2( noise(uv), noise (uv+float2 (100,-200)));

}

float fbm(float2 st)
{
float val=0;
float2 amplitude=0.5;
float2 freg=1l;
for (int i1i=0;i<p.octaves;++1i)
{
float2x2 r=float2x2(cos(0.3),sin(0.3),
-sin(0.3),cos(0.3));
st=r*st;
val+=noise(st*freq) *amplitude;
freg*=2;
amplitude*=0.5;
}

return val;
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float2 fbm2 (float2 uv)
{

return float2( fbm(uv), fbm(uv+float2 (100,-200)));
}

float fractal (float2 uv)
{
float2 sp=uv;
for (int i=0;1<6;++1)
{
float2 n=fbm2 (sp*p.distortionFrequency) *2-1;
Sp= sptn*p.distortion;
sp*=1.1;
}
return fbm(sp);
return sp.x%0.1<0.05;

float2 uvToSpacePoint (float2 uv)
{
float2x2 rot=float2x2 (cos(p.rotation),sin(p.rotation), -
sin(p.rotation),cos(p.rotation));
return rot* (uv / p.zoom +p.move) ;

}

float2 spacePointToUv (float2 spacePoint)
{
float2x2 rot=float2x2 (cos(p.rotation),sin(p.rotation), -
sin(p.rotation),cos(p.rotation));
return (transpose (rot) *spacePoint-p.move) *p.zoom;

}

float4 blend(float4d cl, floatd c2, float x)
{
return lerp(cl,c2, (x-cl.a)/(c2.a-cl.a));

}

//This function will be the result of export
//Pass parameters through function arguments for dynamic parameters
float4 output (float2 uv)
{
float2 pos = uvToSpacePoint (uv);
float result= fractal (pos);

if (result<p.colorl.a)

return blend(p.colorO,p.colorl, result);
if (result<p.color2.a)

return blend(p.colorl,p.color2, result);
if (result<p.color3.a)

return blend(p.color2,p.color3,result);

return O;



107

float2 screenToUV (float2 screenPosition)
{
screenPosition.y=-screenPosition.y;
float2 identitySquare;
if (p.extent.x>p.extent.y)
identitySquare=float2 (p.extent.y/p.extent.x,1);
else
identitySquare=float2(l,p.extent.x/p.extent.y);
return
(screenPositiont+identitySquare*p.previewScale*0.5)/identitySquare/p.pr
eviewScale;

}

//this function is called for each pixel
//and returns color for this pixel
//you can use it to preview output function
//this does not affect the export result
float4 main(float4 position) : SV _TARGET
{
float2 positionT=screenToUV (position);
if (length (positionT-
spacePointToUv (p.c)) *p.previewScale<0.005)
return float4(1,0,0,1);
if (p.showUVRect)
{
float w=0.005/p.previewScale;
float2 fr= frac(positionT);
if (step(-w, fr.y)-step(w, fr.y)+step(-w, fr.x) -
step(w, fr.x))
return l-output (positionT);
}
if (p.showSpaceMesh)
{
float w=0.005/p.previewScale;
float2 fr= frac(uvToSpacePoint (positionT)) ;
if(step(-w, fr.y)-step(w, fr.y) +step(-w, fr.x) -
step(w, fr.x))
return float4(0.5,0.5,1,1);

}

return output (positionT);

//function called only once per frame before main
//Allows to control parameters in one place
void UpdateParameters (inout Parameters p)
{
//fractal parameters control
//c point
if (p.rmb_down)
p.c=uvToSpacePoint (screenToUV (p.mouse pos/p.extent*2-

//switch mode
if (isKeyPressed (KEY F) | |isKeyReleased (KEY F))
p.mode=(p.mode+l) %4;
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p.accuracy*=exp ( (isKeyDown (KEY UpArrow) -
isKeyDown (KEY DownArrow)) *p.dt*5);

p.contrast*=exp ( (isKeyDown (KEY RightArrow) -
isKeyDown (KEY LeftArrow)) *p.dt*5);

//scale with mouse wheel

if (!isKeyDown (KEY Shift) &&!isKeyDown (KEY Alt))

{
float?2

mouseBeforeZoom=screenToUV (p.mouse pos/p.extent*2-1);

float zoomScale=exp (p.mouse wheel delta*0.1);
float2 mouseAfterZoom=mouseBeforeZoom*zoomScale;
p.zoom*=zoomScale;
p.move-= (mouseBeforeZoom-mouseAfterZoom) /p.zoom;

}
else if (isKeyDown (KEY Alt))//rotate with Alt

{
float delta=p.mouse wheel delta*0.1;
p.rotationt+t=delta;
float2x2 rot=float2x2 (cos (delta),sin(delta), -
sin(delta), cos (delta));
p.move=p.move*rot;

}

//movement with mouse
if(p.lmb down)
p.move-=float2 (p.mouse delta.x, -

p.mouse delta.y)/p.extent.y/p.zoom*2/p.previewScale;

//scale and move with keyboard

float scaleUpdate=exp ( (isKeyDown (KEY E)-isKeyDown (KEY Q)
) *p.dt);

p.zoom=p.zoom*scaleUpdate;

p.move-=(0.5-0.5*scaleUpdate) /p.zoom;

float2 move delta=float2 (isKeyDown (KEY D) -
isKeyDown (KEY A),isKeyDown (KEY W)-isKeyDown (KEY S));
p.movet+=move delta*p.dt/p.zoom;
//preview parameters control
if (isKeyPressed (KEY 1))
p.showUVRect=!p.showUVRect;
if (isKeyPressed (KEY 2))
p.showSpaceMesh=!p.showSpaceMesh;
if (isKeyDown (KEY Shift))
p.previewScale*=exp (p.mouse wheel delta*0.1);
//1limit parameters
if (p.zoom<=0)
p.zoom=0.1;
if (p.radius<0)
p.radius=0;
p.move=clamp (p.move, -p.radius*100,p.radius*100) ;
p.mode=clamp (p.mode, 0, 3) ;
p.colorl.a=clamp(p.colorl.a,p.color0.a,l);
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Kyaia 4D (BinoOpaeHHs TPUBHUMIPHOI TEKCTYPH):

struct Parameters

{

cursor)

}s

//custom parameters:
float accuracy;
float w;

float contrast;
floatd c;

//View parameters:

//space transform

float3 view point;

float3x3 rotation;//camera rotation matrix
float near;//camera near plane

float ax;//camera angle x axis

float az;//camera angle z axis

float voxel size;

bool lighting;

float3 light point;

float ambientLight;

float fogOpacity;

bool voxelMode; //preview type

//preview parameters:
bool showUVRect;

bool showSpaceMesh;
float previewScale;

//reserved parameters,autoupdated by app:

float2 extent;//render area extent in pixels

float2 mouse pos;//current mouse position in pixels

float2 mouse delta;//mouse delta for the last frame in pixels
float mouse wheel delta;//mouse wheel delta for the last frame
bool 1lmb down;//if left mouse button down

bool rmb down;//if right mouse button down

bool mmb down;//if middle mouse button down

float t;//time counter

float dt;//time passed from last frame

float4 dbg;//debug output (used to show color under mouse

//define parameters variable p
InputParameters (Parameters,p);

float4 gmul (float4d gl, floatd g2)

{

return float4d (gl.w*g2.xyz + gz .w*gl.xyz +

cross (gl.xyz,g2.xyz),

}

gl.w*g2.w - dot(gl.xyz,g2.xyz));

float fractal(float3 v)//Julia 4D fractal
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floatd4d x= floatd(v.x,v.y,p.w,v.z);
floatd g= x;
int i=0;
while (length(g.xyz)<2&6&i<p.accuracy)
{
g=gmul (g, q) +p.c;
++1;
}
return pow (i/floor (p.accuracy),p.contrast) ;
if (i>=p.accuracy)
return 1;
return 0;
}
float4 output(float3 wv)
{
float f=fractal (v);
return floatd (abs(v),f);//return coordinates as color and
fractal value as alpha

}

float3 side(float3 p, float3 dir,float3 boxLowerCorner, float
boxSize)//find which side of the box ray comes out
{
float3 checkDirection= sign(dir);
float3
remainedBox= (checkDirection+1.0f) * (boxSize*0.5f) +tboxLowerCorner-p;
float3 qubeizedDir=dir/remainedBox;//can be gNaN
float
maxCoord=max (max (qubeizedDir[0], qubeizedDir[1]),qubeizedDir[2]);//max
will discard gNaN when possible
float3 mask=step (maxCoord, qubeizedDir);
return mask*checkDirection;

}

float3x3 rotZ (float a)
{

return float3x3(cos(a),sin(a), 0,
-sin(a),cos(a),0,
Ololl);
}

float3x3 rotX(float a)

{
return float3x3(1,0,0,
0,cos (a),sin(a),
0,-sin(a),cos (a)
)
}

float3 screenToSpace (float2 screenPoint, float near)

{

float3 n=float3(screenPoint.x*p.extent.x/p.extent.y,p.near, -

screenPoint.y);
return p.rotation*n;

}

float3 lineFlatIntersection(float3 pos, float3 dir, float3
flatPos, float3 n)
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float d=dot (n, flatPos);
float t=(d-dot (n,pos))/dot (n,dir) ;
return pos+t*dir;

}

floatd4 voxelViewer (in float3 pos, in float3 n)
{
float3
block lower corner=floor (pos/p.voxel size)*p.voxel size;

floatd4d res=0;
int maxI=4.0/p.voxel size;
for (int 1=0;i<maxI;++1)
{
float3 step=
side(p.view point,n,block lower corner,p.voxel size);

block lower corner=round(block lower corner/p.voxel size+step)*p.voxel
size;

//block lower corner=round(block lower corner/p.voxel size)*p.voxel si
ze;
float4 f=output (block lower corner+p.voxel size/2);

res=float4d (res.xyz+f.xyz* (l-res.a)*f.a,1-(1-f.a)*(1-
res.a));

if(l-res.a<0.0001)
{
res.a=1;
break;
}
}
return res;

}

float4 fogViewer (float3 pos, in float3 n)
{
n=normalize (n);
//light loss per 1 unit
float density=p.fogOpacity;
const float steplLength=p.voxel size;
float steploss=l-pow(l-density,steplength);

floatd res=0;
int maxI=3/steplLength;
for (int 1=0;i<maxI;++1)
{
float4 f=output (pos);
f.a*=stepLoss;
res=float4d (res.xyz+f.xyz*(l-res.a)*f.a,l1-(1-f.a)*(1-
res.a));
if(l-res.a<0.0001)
{
res.a=1;
break;
}
pos+=n*steplLength;
}

return res;
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}

//Function is called for each pixel
//and returns color for this pixel
//you can use it to preview output function
//this does not affect the export result
float4 main(float2 position)
{
float3 n=screenToSpace (position,0.3);
float4 bg=0.5+float4 (side(p.view point,n,-1,2),1)/2;

float4 res;
if (p.voxelMode)
res=voxelViewer (p.view point, n);
else
res=fogViewer (p.view point, n);

return float4d (lerp(bg,res,res.a) .xyz,res.a);

}

//this function called only once per frame before main
//Allows to control parameters in one place
void UpdateParameters (inout Parameters p)
{
if(p.1lmb down)

{
p.ax-=p.mouse_ delta.y/p.extent.y*radians (360);

p.az-=p.mouse delta.x/p.extent.y*radians(360);
}
p.rotation=rotZ(p.az) *rotX(p.ax);
p.near+=p.mouse wheel delta/100;

float3 view point delta=float3 (isKeyDown (KEY D) -
isKeyDown (KEY A), N N N

isKeyDown (KEY W)-isKeyDown (KEY S),

isKeyDown (KEY E)-isKeyDown (KEY Q));

p.view point+=p.rotation*view point delta*p.dt;

p.accuracy*=exp ( (isKeyDown (KEY UpArrow) -
isKeyDown (KEY DownArrow)) *p.dt*0.2);

p.contrast*=exp ( (isKeyDown (KEY RightArrow) -
isKeyDown (KEY LeftArrow)) *p.dt*0.2);

if (isKeyPressed (KEY F))
p.voxelMode=!p.voxelMode;

if (isKeyPressed (KEY L))
p.lighting=!p.lighting;

if (p.mmb_ down)
p.light point=p.view point;

if (p.t>3600)//reset time for better precision
p.t=0;

if (p.voxel size<0)
p.voxel size=0.001;

//show return color under mouse cursor
p.dbg=main(p.mouse pos/p.extent*2-1);
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JTOJATOK B

Bapianii TekcTyp Ha 0CHOBI MHOkMHU MaHaeab0poTa

Pucynok 1 — Moaudikariis, 1110 BiATOBIa€ BUPa3y:

z= float2(z.x * z.x - z.y, pP.kK * z.x * z.y)+c;

Pucynok 2 — Moaudikartis, 1110 BiJIMOBiAa€ BUpa3y:

z= float2(z.x * z.x - z.y*z.y, p.k * z.x * z.y*c.x)+c;
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Pucynok 3 — Moaudikaiiis, 1110 BiATOBIa€ BUPa3y:

z= float2(z.x * z.x - z.y, p.k * z.x * z.y*c.x)+cC

2768.05256
oseses

Pucynok 4 — Monudikariis, 1o BiAnoBigae BUpasy:

z= float2(sin(z.x * z.x) - z.y*z.y, p.k ¥ z.x * z.y)+cC
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