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Dagon — ¢peiiMBOpK /1A pa3paboTKH KOMIbIO-
TepHBIX UrP U MYJbTUMEJAUNHHBIX NPUIOKeHHH Ha
s3bike D. B aHHol cTaThe onucaHbl MaTeMaTHYecKHe
Mo/, peau3oBaHHble B Dagon s ocBeleHHs
TpPexMepHbIX 00bEKTOB U CI[eH MPH MOMOINM aHa/IU-
THUYEeCKUX UCTOYHUKOB CBeTa.

Dagon peamu3yeT TeOpHIO, OIHCAHHYIO B CTaTbe
«Real Shading in Unreal Engine 4»™. Ona onupaetca Ha
Mozenb Tpoybpumka — Peiiija, Gosee K3BECTHYHIO Kak
GGX. B 1975 ropy T. C. Tpoybpumx u K. I1. Peiir| BbI-
Be/ (QYHKLWIO pacrpefiesieHysi HOpMaseld MUKpOTpaHeH,
TIpe/CTaBMB IIePOXOBATOCTH KakK C/ydaiiHble MHKPOCKO-
MUYeCcKre MOBePXHOCTH 3epKajIbHBIX 3JUTUIICOMOB Bpa-
menua?. D 2007 rogy B. Yontep m ero kostern Hesa-
BUCHMO TPUILJTA K TOYHO TaKOW K€ MOJIe/IM U Ha3Ba/li ee
GGX",

[l 3epKanbHO OTPa)KEHHOIO CBeTa M W30TPOIHOMN
noBepxHocT GGX WUCronb3yeT ABYAYUYEBYIO (QYHKIUIO
orpaxarenbHoii crocobHoctu (BRDF) Kyka — ToppeH-
ca c MmHOXuTeneM 4 BMecTo 7 (Tak KaK OpPUTMHATbHASA
paboTa HUCIo/Mb30Baa APyryo HopMamm3anuio D):

[ —_ FGD
S 4(N-L)(N-V)

rae D — dyHKUMS pacnpejesieHnsi HOpMasell MUKPO-
rpadeli, G — QyYHKIUS T'eOMETPHUEeCKOro 3aTeHeHHs-
MackupoBaHus, F — ko3 duiiueHT oTpakeHus: OpeHerns,
N — BekTOp HOpMaau MakpONOBEPXHOCTH, V — BeKTOp
HaripaB/ieHust Ha Habmogarens, L — BeKTOp Hampas/ieHUs
Ha MCTOYHUK CBeTa.

®yHkimsa D onucbiBaeT CTaTUCTAYECKOe pacripe-
JefleHre MUKDOTpaHedl B 33[jaHHOM TOUKe Makpo-
TIOBEPXHOCTH — CKOJIbKO MUKPOTPaHeil BBIPOBHEHO OTHO-
CUTEJIbHO TI0JIyBEKTOpa MeX/ly HarpaB/jeHHeM Ha HUCTOou-
HUK CBeTa W HarpaBleHHWeM K Habmogaremo. Dagon
WCII0/b3yeT (DYHKLUUIO pacrpefiesieHVs, TIpUBeJieHHYI0 B
cratbe «Microfacet Models for Refraction Through
Rough Surfaces»™":
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a, x (m-N)
D(m)= <
(m) ncos*6,(a;+tan’6,,)*

Qg — TIapaMeTp HIMPWHBI pacripeeneHus. B Bu3yamu-
3a1 OOBIYHO TIPUHMMAeTCsl PaBHBIM KBafIpaTy JIMHeM-
HOM 111epOX0BaToCTH;

m — BeKTOp HOpMaiu MUKporpaHu. OH paBeH IOJy-
Bektopy (half-vector) Mex/y HaripaBieHHeM Ha UCTOUHUK
CBeTa U HalpaeJieHHeM K HaOmIofareso;

0n — yrom Mexzy HOpPMalbi0 MHKPOTPaHH M HOpP-
MaJlbl0 MakKpOIOBepXHOCTH. €0S 6, — KocuHyC yria Op,
SKBHBa/IeHTHBIN CKasIpHOMY ITpou3BesieHuto (m-N);

X (m'N) — mosno)uTenbHas WHIUKATOPHAs (QYHKLV,
KOTopasi TpUHMMaeT 3HaueHWe O [/ MUKpOrpaHew,
HarpaB/IeHHbIX BHYTPb reoMeTpuu. Eciu yrom Mmexzay
HOPMaJIbl0 MakpOIIOBEPXHOCTH M HOPMaJlbl0 MUKPOTpaH!
npeBbiliaer 90°, cKaasipHOe MNPOM3BeJEeHHe CTaHOBUTCS
OTpULIaTe/IbHBIM. JTO O3HaJaeT, YTO Takas MUKpOrpaHb
(hu3nUeCKr He MOXKeT CyIIleCTBOBATh.

Ona Beluncnenvus D (m) Dagon ucnonb3yer pac-
TIPOCTPaHEeHHbIN MeTOZ, ONTUMM3ALUY, YCTPaHsOLUN U3
(hopMy/bl TaHreHC. 3HaMeHaTe/lb MOXKHO Tlepernucarhb Cie-

JyIoLM 06pa3oMm:
ncos*, (a +tan’6, ) =n(cos’0,,a’+cos’6,, tan’ 8, )’

Tak Kak cos’a tan’a=sin’a, a sin’a=1-cos’a, BbIpa-
)KeHHe BHYTPU CKOOOK YIIPOLIaeTCs:

cos’6,,a;+1—cos’0,=cos’0,, (a;—1)+1

@®yakuusi G OMMChIBaeT, Kakasl Jo/s CBeTa OJIOKU-
pyeTcs MHKpOTpaHsAMH TIpH 3aJjaHHOM yrje ob3opa.
MackupoBaHue TPOUCXOLUT, KOIZia MHUKpPOrpaHb, OTpa-
Karoljasi CBeT B CTOPOHY HaO/roziaTesisi, CKPbIBAeTCs CO-
CeJHUMU MHUKPOTDaHAMH; 3aTeHeHHe MPOMCXOAUT, Korja
MHKPOTpaHb OJIOKMPYeTCs OT WCTOYHHKA CBeTa U He
rnonyvaeT ocseleHus. s BerarcsieHns G HUCMONb3yeTcs
merog, Cmuta®, KoTopbIii pasgenser (yHKIMIO Ha jBe
He3aBHCHMble BeDOSITHOCTH — [I/IsI HarpaB/ieHusl K Habro-
JiaTesIr0 U HarpaBs/leHHs K UCTOUHUKY CBeTa:

G(L,V)=G,(L)-Gy(V)

dpmyna [/t OFHOrO HArpaB/eHHs V, OMHCAHHAs B
cratbe «Microfacet Models for Refraction Through
Rough Surfaces»™ BernanuT cnegyrompm o6pazom:

G, (v)=x'[v-N)——5——
1+\/1+ ai tan’6,

rie 0, — yrom MexJy HOPMajbl0 MUKDOTPaHH U
3a7laHHBIM HamnpaBjieHHeM (Ha MCTOYHHK CBeTa W/ K Ha-
6rozareso).

B mensax onrumusanmu Dagon BMecTo TOHOMN (op-
MYJIBI UCTIO/B3yeT anmnpokcuManuio 1Innka, Kak rpesia-

raercs B cTathe «Real Shading in Unreal Engine 4»™:

cosf,
cosf,(1—k)+k



KoadduieHt k orpesiesieH CieAyOIUM 00pa3oM:

B. Bepnu (Disney Animation Studios) ripu pazpabotke
Principled BRDF'®  mpemiokun  BLINOHATL — Iepe-
OTOGpaXEHWEe IIepPOXOBATOCTH R /Il aHa/MTUYECKUX

HWCTOUYHUKOB CBeTa:
2
_[R+1
a,= >

Ecnu MoACTABUTL 3TO BbIPpAKEHHE B YypaBHEHUE k,
roJiydaeTcsa

Koaddurment orpaxenusi ®Ppenenss F omuchiBaer
JI0JIF0 OTP)KEHHOT'O CBETAa B 3aBUCUMOCTH OT yI71a 0630pa.
B rpaduke peanpbHoro BpemeHW K03(GHLIMEHT OTpaxKe-
HUsST OOBIYHO PpaCCUUTBHIBAETCS KaK — amNlpPOKCHMAarus
[nuxa:

F snio=Fo+(1 - F,)(1-cos 9)5

rae Fo — ko3hduLmeHT oTpaXkeHUs] TIPH B3IVIsIZE TIO[,
TIPSIMBIM YTJIOM.

B kmnaccuueckodt ¢opmyse I1IvKa Ha yryiax CKOIbKe-
Hus (koraa cos 0 6ma3ok K 0) Ko3hPULMEeHT OTpaskeHHst
BCerja CTPeMUTCs K efuHMIe. B peansHOM Mupe, eciiu
MOBEPXHOCTh ILIEPOXOBATAs, CBET, OTPAKEHHBIA MOf
YIJIOM CKOJBXKEHHUsI, YaCTUYHO OIOKHUPYeTCs MHUKpOrpa-
HSIMM, U BCJIEACTBHE 3TOr0 OTPa)KEHHME HA KpasX LIepo-
XOBaThbIX 00BEKTOB (DU3MUECKU He MOXKET JOCTHYB 1.

CebacTesiH Jlarapfi MpejioKua 3aMeHUTh KOHCTAHT-
HYI0 eUHUIY B ()OpMyjie Ha OTpaHHUYeHHe IO IIepOX0-
Baroctu'’;

Fsmnck(R):Fo"'(maX(l_R:Fo) _Fo)(l_ COSG)S

Ons muddysHoit cocraBmsoieit Dagon wucnosb3yer
Mogens JlambepTa, B KOTOPOW (PYHKLMSI pacripefiesieHHst
HOpMHupOBaHa Ha 1/m. [lns coxpaHeHMs 3Hepruu Auc-
(y3HBIN BK/IaJ B OCBELeHHOCTb YMEHbBILAeTCsl Ha JI0JIIO
3epKa/IbHO OTPa)KeHHOTO CBeTa:

L_l

d_;c

diff(N'L)(l_F)<1_M)

rae Cap — 06a30BbIi (quddysHbiii) 1BeT, M — meTain-
JIMYHOCTb.
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