YK 004.92
Crya. P.JI. Baiicepa, B.C. TpycoB

Hayu. pyk. npen.-craxep f.A. Urnatkosa
(xadenpa napopmaTtuku u BeO-au3aiina, bI'TY)

CIIOCOBBI PEHAEPHUHI'A B UNITY

B coBpemMeHHOM MUpe cO3/1aHi€e BUACOUTD SBISETCS OJHUM U3 HAauOO0-
Jiee KPYIHbIX CETMEHTOB UHYCTPUHU pa3BieyeHU. BayxHOW cocTaBisronen
B pa3paboTKe Urpsl siBisieTcs ee rpaduka. Celdyac BIIACISIIOT YEThIPE OCHOB-
HBIX crioco0a penaepunra rpaduxu B Unity:

1. Deferred Shading. 1o croco6 peHjepuHra ¢ HauboJjiee TOUYHBIM
OCBENIEHUEM U TeHsMU. Jlyuiie Bcero mpuMeHsTh IpH OOIBIIOM KOJUYe-
CTBE JIMHAMUYECKUX MCTOYHUKOB cBeTa. TpedyeT onpenenéHHblil ypOBEHb
anmapaTHOU MOIEPKKU U AocTyneH Toasko B Unity Pro.

Tun penpepunra Deferred Lighting umeer Bbicouaiiiiee kKauecTBO
OCBelleHUs U TeHel. [Ipu TakoM TUIe He CyleCTBYET OrpaHUYEHUN Ha KO-
JMYECTBO UCTOYHUKOB CBETA, BIMUSIONINX HA OJUH OOBEKT.

2. Forward Rendering. D10 cnoco0 peHjepuHra, OCHOBaHHBIA Ha
meinepax. OH NOIEPKUBAET MOMUKCENBHOE OCBEIEHUE U TUHAMUYECKHE
TE€HU OT OJHOT'O HAMPABIEHHOIO UCTOYHHKA CBETA.

3. Legacy Deferred. OToT Tun peHiepuHIra UMeET BbICOYalIlee Ka-
YECTBO OCBEILICHMS U TCHEU.

[Ipenmy1iecTBO JaHHOTO croco0a B TOM, UTO MOTPEOICHNE PECYPCOB
IpU MNPOCUYETE OCBELIECHUS MPONOPLUUOHAIBHO KOJUYECTBY OCBEIIAEMBIX
nukceneil. OHO ompenensieTcs pa3MepoM CBETOBOro 00bEMa B CIIEHE U HE
3aBUCHUT OT KOJMYECTBA OCBEILIAEMbIX OOBEKTOB.

4. Legacy Vertex Lit. /lanubiii ciocod peHaepuHra ¢ HauMeHbIIEH
TOYHOCTBIO OCBELIEHUS W 0€3 MOAJEPKKU AUHAMUYECKUX TeHeu. Jlyumie
BCEro €ro NPUMEHSTh Ha CTAPhIX KOMIIbIOTEPAX WUJIM HA OTPAHUYEHHBIX MO-
OWIBHBIX TIaTQOpMax.

Takum o0pa3zoM, ObUIM PacCCMOTPEHBI BO3MOKHBIE CIIOCOOBI peH/Ie-
puHra B urpoBoM jiBuxkke Unity, KOTOpbIE MOTYT OBITh HCIIOJIb30BaHbI B pa3-
JIMYHBIX 00JIaCTSIX.
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