Localfileinclude. Tumn ys3BuMOCTH, KOTOpasi MO3BOJISIET 3JI0YMBIIII-
JIEHHUKY MCIIOJb30BaTh JOKAJIbHBIN (paiil Ha CEepBEPHOM CTOpPOHE, uepe3
CKpUIIT Ha BeO-cepBepe. YS3BUMOCTb CYIIECTBYET M3-3a HCIIOJIb30BAHMUS
BBOJIMMBIX JAaHHBIX 0€3 HaJIeKalllel MPOBEPKHU.

3amuta ot LFI: ¢unbTpanus mapameTpoB, nepenarmmux IaHHBIX,
bunabTpanMs WM SKpaHupoBaHHe HyJeBoro Oaiita (%00), mpoBepka Ba-
JIMIHOCTHU 3ampocoB, cepepHoro nytu. B PHP ucnosnb3oBanue cymneprio-
oanpHOTO MaccuBa $§ SERVER.
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IHAKETBI HHCTPYMEHTOB OT NVIDIA UIA CO3JAHUSA UT'P
BUPTYAJIbHON PEAJILHOCTH

NVIDIA mnpencraBwia JiBa MOIIHBIX MaKeTa MHCTPYMEHTOB paspa-
6otunkoB (SDK): NVIDIA GameWorks™ VR u NVIDIA DesignWorks™
VR.

B cBs3ke ¢ rpapuueckumu npoueccopamu GeForce® n Quadro® stu
MaKeThl TIPEIOCTaBISAIOT pa3paboTunkam 3PGEeKTUBHbIE HHCTPYMEHTBI IS
CO3J]aHUsl 3aMeYaTelIbHbIX BUPTYaJbHBIX MUPOB, KOTOPBIE MO3BOJISIIOT IO-
BBICUTH MPOU3BOAUTENBHOCTH 11O, COKpAaTUTh 3aJI€PKKH, YIYUIIUTh arma-
PaTHYI COBMECTUMOCTb U YCKOPUTH TPAHCIALIMIO BUAEO 360°.

O6a makera cojaepratr moJiHoleHHbI Habop API u 6ubnuorex s
POU3BOAUTEINEH INIEMOB U Pa3pad0TUYMKOB MPUIIOKEHUH, BKIIIOUAsk HOBYIO
texnonoruio NVIDIA Multi-ResShading 2. Briepsbie myGan4Ho mpencTas-
neHHasi Texnosnorusi Multi-ResShading — 3To0 nHHOBaIIMOHHBII METOJ| pEH-
JIEpUHTa, KOTOPBIHA MOBBIIIAET MPOU3BOAUTEILHOCTD peteHus 10 50% 6e3
yiepOa KauecTBy H300paxeHusI.

Y1oObl MOMOYH YCOBEPILIEHCTBOBATh UTPOBOI MPOILIECC B BUPTYyallb-
HOM peaslbHOCTH, OBLT co3/aH MmakeT MHCTpyMeHTOB «GameWorks VRy,
KOTOPBIM MMOMOTaeT pa3pabOTUMKaM UTpP U TapHUTYP BUPTYaJIbHOU pealib-
HOCTH MOBBICUTh MPOU3BOJUTEIBHOCTb, COKPATUTh 3aJEPKKU U YJIYUIINUTh
coBMectuMocTh. GameWorks VR Bkitodaer cieayromme TeXHOJIOTHH:

— Multi-Res Shading;

— Context Priority;

— VR SLI;

— DirectMode;

— FrontBuffer (6ad»n) Rendering.
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[Taker DesignWorks maeT BO3MOKHOCThH pa3pabOTUMKaM MPUIIOKE-
HUIl TpuMeHATh (pusmdecku KoppekTHbId peraepuar (PBR) u ¢pusnueckn
KOPpPEKTHBbIE MaTepHalbl, 4TO SBISETCS (DYHIAMEHTOM BU3YyalIH3al[H MO-
nenent ¢ poTopearTuCTUIHBIM Ka9eCTBOM.

du3nyueckn KOPPEKTHBIA PEHACPUHT YK€ HCTOIB3YeTCs B (UiIbMax
U UTpax, TaM, IJ€ HYyKHO, 4TOOBI CIIeHa WM MOJIEIb CMOTPEIUCH XOPOLIO.
[Tpu 3TOM TOYHOCTH BOCTIPOM3BECHHSI MOJICTH B MHIYCTPUH Pa3BICUCHUIN
OBIBaCT MEHEE Ba)KHA, YEM €€ BHEITHUI BUJI.

[Taket moctpoeH Ha 6a3e naketa GameWorks VR SDK u Bkimogaet
CJIEYIOIINE HHCTPYMEHTHI:

— WarpandBlend;

— Synchronization;

— GPU Affinity;

— DirectforVideo.
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HA3HAYEHUE CMS U ITIOIIYJISAPHBIE CUCTEMBbI

CMS (Content Management System) — 3To mporpaMMHOe obecrede-
HUE, MO3BOJIAIONIEE YIPABIATh KOHTEHTOM cailTa: co3faBaTh U IyOJIMKO-
BaTh 3allMCH, pa3MellaTh BUJKETHI, MEHATh OU3ailH, peaKTUPOBaTh pa3-
JIUYHBIC DJIEMEHTBI, 100aBIATh PYHKIIMOHAT U T. 1. [1].

OcHoBHbie pyHkiuu CMS[1]:

— MPEJOCTABICHUE UHCTPYMEHTOB /I CO3JIaHUs COAEPKUMOTIO, Op-
raHu3alys COBMECTHOM paOOThI HAJl COJIEP)KUMbBIM;

— yIpaBJIeHUE COACPKUMBIM: XpaHEHUE, KOHTPOJIb BEPCUH, COOIIO-
JIEHUE PEXKUMA JI0CTYyNa, YIIPABICHUE TOTOKOM JOKYMEHTOB;

— MyOJIMKAIUs COJAEPKUMOT0 U TpeACTaBiIeHre WH(OpPMAIUU B BU-
1ie, yI00HOM JJIsl HAaBUTALIUK U TIOUCKA.

B cucreme ynpaBieHHs COACPKUMBIM MOTIYT HAXOAMUTHCS CaMble
pasnuyHbIe JaHHBIC: TEKCT, Tpaduka, 6a3a AaHHBIX U T. 1. KoHTpoab Bep-
CHUU SIBIISICTCS] OJJHON U3 BaXKHBIX BO3MOXKHOCTEH, MPU pabOTE IPYMIIbI JIUILI.

[TonynsspaeiMu cuctemamu CMS sBisitoTes:

— WordPress. Cuctema sBIS€TCS OJHOM W3 CaMbIX TMOIMYJISPHBIX,
C BBICOKOH 103a0mauTu M OecruiatHas. OOJsagaeT MMPOKUM BBHIOOPOM BHU-
JUKETOB, IJIArMHOB JUIsl rajepeil. Yacto ucnoib3yercs uisi 0J0roB M HO-
BOCTHBIX MOPTAJIOB, OTJIMYAETCS MPOCTOW aJIMHUHUCTPATUBHOW ITAHENBIO,
OCBOUTH KOTOPYIO IO CHJIaM Jla)ke HOBHUKY. JIydIiuii BapuaHT 1Jisi TeX,
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