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Y cmammi 6yno npedcmaesneno amaniz 00cCniodiceHb npoyecy KOHMpOo 3d
cpopmosanumu mexcmypamu mraHur 60e3 000AMKOBUX GePUIUH MA KApm 6UCOM.
Ilpeomemom OocniddcenHs € 61acmu8oCmi MeKCMUIbHUX Mmamepianie, Memoou ix
MOOeno8anHs 6 mnpoyeci ix @yuxyionysanusa. 3asdanus pobomu Oynr0 cmeopumu
peanicmuyny axmypy mKaHuHu 3 NOOAILWMUM ii WEUOKUM KOPUSYBAHHSM.

Ilpoepamne 3abe3neuenns po3pooaeHo i3 3aCMOCYBAHHAM CYUACHO20 00 '€EKMHO-
OPIEHMOBAHO20 NPOSPAMYBAHHA OJiI WEUOKO20 KOHMPONIO 3d 3MIHOIO MEKCmyp
MKAHUH 3 NOOAIbUWOI0 [THMeSPayiero 6 MOOen08aAHHSA MEeKCMUIbHO20 Npoyecy 3d
oonomoeoro gizyarvroeo odsuxcka Blender Cycles ma wetioepa PBR.

The article presents an analysis of research on the process of control over the
formed textures of tissues without additional vertices and height maps. The subject of
research is the properties of textile materials, methods of their modeling in the process
of their functioning. The task of the work was to create a realistic texture of the fabric
with its subsequent rapid adjustment.

The software is developed using modern object-oriented programming for
quick control of changes in fabric textures with subsequent integration into the
modeling of the textile process using a visual engine Blender Cycles and a PBR
shader.

Beryn. CTBOpeHHS peaiCTUYHOI TEKCTypH TKAaHWHH B KOMII'IOTEPHIN
rpadini  3a JgoMoMorow cydacHux 3D IHCTpyMEHTIB, 3 TOJQJIBIINM
KOpPEryBaHHSIM CaMoOi TEKCTypl B peajbHOMY 4aci, 3aBXJIud Oyja J10CTaTHBO
BAXKKOIO Ta TPYIOMICTKOIO 3a/1a4€l0.

TkaHuHA € MPOCTOPOBOIO CITKOIO, IO CKIAAAETHCA 3 MPSIMOKYTHUX a0o0
KBaJIPaTHUX OCEPENIKIB, YTBOPEHHMX JIBOMa B3a€EMHO MEPHEHIUKYISIPHUMU
CUCTEMaMH HHTOK - OCHOBHHMHM, pO3TalllOBAHUMH B3JOBX TKaHWHH, 1
YTOKOBHUMH, IO JIeXkKaTh MOIMEpPEeK TKaHWHU. Pi3Ha MOCIIAOBHICH MEpeIuieTeHHs
OCHOBHHMX 1 YTOKOBUX HHUTOK, CTBOPIOE€ B TKAaHWHAX PI3HOMAaHITHI MaJIFOHKH.
[lepennieTeHHs HUTOK HE TUIBKM HAJa€ TKAaHWUHAM PI3HOTO  30BHINIHBOTO
BUTJISITY, aJIe 1 3MIHIOE X BIACTHBOCTI.

IMocranoBka 3aBaaHHs. MeTolo poOoTH Oyn0  JOCTiTUTH
XapaKTEPUCTHKU Ta 3pOOWTH MIBHIKHI aHa3 TEKCTyp TKAaHWH 3a JOTIOMOTOO
cydyacHHMX  1HCTpyMeHTIB B cdepi 3D mogemtoBaHHS 3 BHUKOPUCTAHHIM
00’€KTHO-OPIEHTOBAHOTO  MPOTrPaMyBaHHS. 3aBnaHHsIM poOoTu  OyIo
CTBOPEHHS PEATICTUYHOI TEKCTYpH TKAHUHM 3 TONAJbIIUM 1i IIBUIKUM
KOpPEryBaHHSIM 32 JOINOMOIOI0  MpOIEAYpHO- TEeHEpYyiMoi TeKCcTypH, 0e3
BUKOPUCTAHHS JIOJATKOBUX BEPIUH Ta KapT BUCOT.
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PesyabraTn pocaigxennb. [{ns  mpoBeeHHS  AOCHIKEHb  Oynu

BUKOpUCTaHi iHcTpymMeHTH Blender ta BisyansHuii neumxok Blender Cycles

Blender - me mpodeciiine, BiNBHI Ta BIZKPUTI TporpamHi Habopu
IHCTPYMEHTIB JIJI1 KOMIT'FOTEpHOI Trpadikd, 110 BUKOPUCTOBYIOTHCS IS
CTBOpPEHHsI Bi3yalbHUX eQekTiB, 3D-apykoBaHMX MOJENEH, TEKCTYpyBaHHS,
MOJICTIIOBaHHSI M'SIKOro Tija iHTepakTuBHUX 3D-mporpam, ymbpTpadioneToBux
po3maKyBaHb 1 BiI€0OITOp.

Bisyanpuuii  nBmwkok Blender Cycles, e IBHKOK, OCHOBOIO SIKOTO €
¢b13U4H1 3aKOHM TpacyBaJdbHUX HUIAXIB (path tracer). [1o cyTi, anroputm podoTH
IIbOTO JABIXKKA IHTETPYETHCS MO BCIM OCBITICHOCTI, 1110 HAJAXOIUTh B OJHY TOUKY
Ha moBepxHi 00'exTy. IlOoTIM If0 OCBITIEHICTH 3MEHIIYIOTh 3a JOIOMOTOIO
¢ynkuii BimoOpaxkenns noBepxHi (BRDF), mo6 Bu3HauuTH, sika yactuHa Oyze
nepegaHa 10 TOYKUA OmIsIay kKamepu. Lls mporemypa iHTerparlii mOBTOPIOETHCS
JUIS. KOXKHOTO IMKCENsi B BUXIAHOMY 300pakeHHI. Y moe€aHaHHI 3 (i3UYHO
TOYHUMH MOJIECTSIMHU MOBEPXOHb, TOUHUMH MOJEIISIMU PEaTbHUX JHKEepe CBITIA 1
ONTUYHO-TIPABIWIIBHUMHU KaMepaMHy, TpacyBaHHS MUISIXYy MOXE CTBOPIOBATH
HEPYXOMi 300paxKeHHsl, K1 He BIIPI3HAIOTHCS Bia poTorpadiii.

Posmmpenuii BapiaHT alropuTMy peami3yeTbCs MUIIXOM 00'€éMHOTO
TpacyBaHHs NUISAXY, IKUW BPaXOBY€E PO3CIIOBAHHS CBITJIACIICHH.

Bci moBepxHi MaloTh JABONPOMEHEBY  (YHKIIIO BigoOpakeHHd, sKa
OIMCY€E 3JATHICTh Bif3epkamoBaTH po3citoBanns (Bidirectional Scattering
Distribution Function, BSDF) (nuB. puc.l), 1m0 € 0CHOBHOIO YOTHPHUBUMIPHOIO
byskmiero f.(w;, w,):

7ie: W; - HaIpsIM BX1THOTO CBITJIA, a W, - HAMpsSM BUXITHOTO CBITJIA.

Oyukuis f(w;, w,) ONUCYe HUIAX, MO SKOMY CBITJIO PO3CIIOETHCS Ha
MOBEPXHI B peaIbHOMY CBITI.

Pucynox I- BeKm.o.pL;,. wo 6uK0pdcm06y;0mbCﬂ 6 BSDF

Bipryaneuuii asmwxok Blender Cycles BukopucToBye GYHKIIO s
o0uMcCIIeHHs Bizyanuzalli (peHaepy) o0'ekTa B BIpTyaJlbHOMY CEpPEIIOBHIII, SIK
TpacipoBiIik HuUisAxy. [IpoMeHi cBitia, siki BUTIPOMIHIOE KaMepa, BiIOMBAIOTHCS
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BiJ1 00'€KTIB MOJICITIOBAHHSI, 10 TUX TP IMOKH, HE TOCSATHYTH JKEPeIa CBiTiIa abo
«MOPOXHBOTO» (QoHY. 3 1i€l0 TPUYUHHU, TPaCipOBAaHUN MNUIIX MOXKE
Bi3yali3yBaTH MOJETh MPOTITOM HeBeIMKoro 4acy. Crif 3ayBaXHUTH, IO Y
3aKpUTOMY CEpPEJOBHUIII TpPacipOBaHUN MHUIAX  3HAYHO 3OUIBIIYETHCS TIO
BIJTHOLLIEHHIO JO BIJKPUTOTO MNPOCTOPY, IO CHPUYMHHUTH 3OLIBIICHHA dYacy
Bi3yasi3ai.

JUia mocmiKeHHsT Ta aHali3y TEKCTYpH TKaHWHU OyJd CTBOPEHI HOIU
(Nodes; «By3nmm»), ki 00'€HaIM B JIEPEBO HOJIB, IO Ma€ HAa3By IIEHICD
(Shader).

Y xomn'toTepHiil rpadiil meiaep - Ie T KOMIT'IOTEPHOI Mporpamu,
SKAW CIIOYATKy BUKOPHCTOBYBABCS JJIsl BUPOOJICHHS BIJMOBIIHUX PIBHIB CBITIIA,
TEMpPSIBH Ta KOJbOPY y 300pa)keHHI, aje SKUW 3apa3 BUKOHYE IUIMHA P
CHeliai30BaHuX (YHKIIIH y pi3HUX 00JaCTSIX KOMI'TOTEPHOI IpadikH.

GPU
CPU _—

:;':;::;E’ Rasterization
Main . . @
game
loop Vertex Rendering

assembly operation

T )
Abstraction APls: OpenGL, SDL

Texture

Operating system kernel

System memory Video memory

Pucynox 2- I'paghiune 306pasicenns pobomu wetioepa

Shader - e nmporpama ajist OAHOTO i3 CTyIeHiB rpadiuHOro KOHBEEPa, IO
BUKOPHUCTOBYEThCS B TPUBUMIPHINA rpadimi i BU3HAYECHHS OCTATOYHHX
napamMeTpiB 00'€KTa UM 300paKeHb (JIUB. pUC. 2).

[Iporpama Mo’ke BKJIIOYATH B ceOC ONKWC MOTJIMHAHHS JIOBUIBHOI
CKJIQJTHOCT1 Ta PO3CIFOBAHHS CBITJIA, HAKJIAJIaHHS TEKCTYpPH, BIII3EPKAICHHS 1
3aJIOMJICHHS, 3aTIHEHHsI, 3MIIIEHHS MOBEpXHI 1 e(deKkTh mnocT-o0poOku. 3a
JIOTIOMOTOI0 I[HOTO IIeiiepa MU MOXEMO KOHTPOJIOBATH Ta  MOBHICTIO
3MIHIOBAaTH TEKCTypy TKaHHMHM B peajJbHOMY Yacl Ta OTPUMYBaTh OaxkaHii
pesynbraT. Llelt MeTon 103BOJIsIE CIIPOCTUTH CTBOPEHHSI MaTepialiiB, MATPUMYE
ri100ajgbHe OCBITJICHHS, 1, HAPEIITI, OUIBIIT peaiCTUYHUMN B PE3yiIbTaTI.
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Pobounii inTepdeiic melaepa Mae nepeMuKadi KOHTPOJIO Ta HACTPONKHU
JUTsl CTBOPEHHS ONTUMAIBHOTO Pe3yJbTaTy JTOCTIIKEHHS.

Ha pucynky 3 BimoOpaxeHo Metos; ctBopeHHss PBR mieiinepa TkanuH.
Le#i weiinep ga€ 3MOry BUKOPUCTOBYBATH METOJ aBTOMATUYHOI'O HaKJIaJdaHHS
(Generated) TekcTypu, ane Kparie, JUIsi IOBHOTO KOHTPOJIIO, BUKOPHCTOBYBATH
meron Haknamganas UV, skuii € mporecom 3D momentoBaHHs 1Jisi CTBOPEHHS
TPUBUMIPHOTO  300pakeHHS 3a JOMOMOTOI0  3aJaHOTO  JBOBHUMIPHOTO
300pakeHHs. B 3amexHOCTI Bl 00’ €KTa MOJETIOBAHHS BIKOPUCTOBYETHCS OIMH
13 METO/IIB.

Jagaemo Hanpam CTBOPHOEMO
A PAM, CTBOPIOEMO OCHOBHY .
CTNeniHb

KyT i TN BekTOpiB iHbOPMALLt0 KONTLOPY .
HUTOK BigoBpameHHa

®opmyeTbca Aepeso
HOZJE perynaTopamu
napameTpie

Pucynok 3 - Memoo cmeopennsi PBR wetioepa mxanun

[le#i meTon [M03BOJIAE CHPOCTUTH CTBOPEHHS MaTepiaiiB, MiIATPUMYE
r7100anbHe OCBITICHHS, 1, HAPEIUTI, OB PeasiCTUIHUMN.

B po6oTi 6yno po3pobieHo nepeBa HOAIB IS MPOIETYPHO- TEHEPYEMOT
TEKCTypHY TKaHUH. J[J1s1 KO’)KHOTO BUAY TKaHUHH OyJIM CTBOPEH1 PI3HI JiepeBa
HOJIIB.

Ha pucyky 4 mokazaHo «ToJIOBHE» JIepeBO HOMIIB. TeKCTypHI KOOPAUHATH
3’€IHYIOThCS C HOZIOM, B SIKOMY 3aJIa€ThCSl HANPSM HUTOK 1 TUIH TKaHUH (BCOTO
TUITIB 4).

BucnoBku. Po3poGieno mporpamue 3abe3nedeHHsT 3 BUKOPHUCTAHHSIM
Cy4acHOTO 00’€KTHO-OPIEHTOBAHOTO MPOTPAMYBaHHS AJIs IIBUAKOTO KOHTPOJIIO
Ta 3MIHM  TEKCTypM TKAHWH 3 TOJAIBIINM IHTETPYBaHHSM B MPOEKTH
MOJICIIOBAaHHs IPOLIECiB B pealbHOMY 4Yaci 3 Bukopuctanusm PBR (Physically
Based Rendering) mieiinepa Ha asmxky Blender Cycles .

[leitnepu naroTh 3MoOry 06€3 10JIaTKOBUX KapT BUCOT 1 JOJATKOBOT TOMOJIOTi
CTBOPIOBATH pEATICTUYHY TEKCTypy TKaHWHH, SKy MOXHA penaryBatd B
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peanpbHOMY dYaci 1 3pa3y OaumTu pe3ynbTaT 3MiH. 3a JOMOMOTOI0 00’ €KTHO-
OpIEHTOBAHOTO TporpamyBaHHs , iHCTpymeHTiB Blender Ta  Bi3yampHOrO
nekka Cycles Oys0 cTBOpeHO HIeHepH PI3HOTO BUAY TKAHUH.

40.000

120.000

40.000
40.000

Pucynok 4 - «l'onosne» oepeso noodis

[Ipuknan pesyibTaTy poOOTH MPOrpaMu MPEACTaBICHO HA PUCYHKY O.

Pucynox 5 - Peanizayis mexcmypu npocmoeo 8uoa mKaHuHu
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