Model delighting

Pe3ynbTaTbl IETHEN MPaKTUKN

CnmuiotuH bopwuc MNMeTpoBuy
Hay4HbIN pykoBoguTenb: Hukonam MNonsapHein

Creé Ay HOLUHT PAH

15 ceHTs6pa 2017 r.
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BBeneHne

Agisoft

PhotoScan

3D Modeling and Mapping

@ Agisoft Photoscan

@ doTorpammeTpusa: no Habopy cdoTorpacun
BOCCTAHOBUTb CHUMaEMbIN 06bEKT
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BBeneHne

Agisoft

PhotoScan

3D Modeling and Mapping

@ Agisoft Photoscan

@ doTorpammeTpusa: no Habopy cdoTorpacun
BOCCTAHOBUTb CHUMaEMbIN 06bEKT

@ OpHa n3 obnacTen NpUMEHEHUs - UTpbl U PUIbMbI
@ XoyeTcsa yaanuTb TEHU
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BBeneHne
MoaoxoAbl:
@ doTowuon
@ Lllapuk

@ Unity Delighting Tool

Puc.: Mpumep B34T 13 610ra UnrealEngine
=] e = D QQ


https://labs.unity.com/article/experimental-feature-de-lighting-tool[colorlinks]
https://www.unrealengine.com/en-US/blog/imperfection-for-perfection-part-2[colorlinks]

@ [Monb30BaTeNb HAXKUMAET KHOMKY 1 rnojsiyyYaeT
obpaboTaHHYyO MOOENbKY
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PeweHune

@ [laBanTe Hanaem UCTOYHUK CBEeTa, CreHepupyem
KapTy OCBELLEHNSA N KOMMNEHCUPYEM ee

@ Mogesib oCcBelleHNs:
Creal = A * Crep + B * Crep x (n, light_direction)
@ bonee nogpobHo:
Creal = A * Crep + B * Crep x (n, light_pos — face_pos)
@ [pennono)xeHme: Ha MoA4enn ecTb
OOMUHNPYIOWWA UBET
@ Bo3bMeM Tpu TpeyrosbHUKa N pewwmnm cuctemy
@ RANSAC
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@ He paboTaeT
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@ B cnyyae, Korga UCTOYHUK peasibHO O4UH, BCe
XopoLlo

@ Ecam noroga nacMypHas, TO UICTOYHUK He
TOYEYHbIN

@ 3aTeHeHue y 3eMJn

Puc.: Bce xopoLwo
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@ B cnyyae, Korga UCTOYHUK peasibHO O4UH, BCe
XopoLlo

@ Ecam noroga nacMypHas, TO UICTOYHUK He
TOYEYHbIN

@ 3aTeHeHue y 3eMJn

@ Hy)xHa bonee MowlHaa Moaesib OCBELLEHUS U yYeT
reoMeTpumn OKpY>XeHuns

Puc.: Bce xopoLwo
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PeweHune

@ CBOANM NOKAJNIbHbIN LBET K AOMUHUPYOLLIEMY,
CoXpaHaa geTanu

@ lNpeobpazoBaHue: Cyelighted = Coriginal

C .
Csampled main

® Csampled ~ 326/I0PEHHBI LiBET aTnaca. Tepsiem
KPYynHblE OeTalln
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PeweHune

@ CBOANM NOKAJNIbHbIN LBET K AOMUHUPYOLLIEMY,
CoXpaHaa geTanu

. Coriginal
@ lNpeobpazoBaHue: Cyelighted = % * Cmain

® Cgampled - 3a0/110pPEHHBIN LBET aTnaca. Tepsem
KpynHble aeTanm

@ OMHaKOBO 3aTeHeHHble 0bsnacTn obbeguHseT
obuwasn HopManb

@ Csampled ~ CPEOHUI LIBET MO TOYKaM C TaKoWu
HOpMasblo
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Mpumep TeHeBOW KapThl
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Mpumep delighted KapThl
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Ambient occlusion

@ Ambient occlusion

@ licnonbsyem rf1aBHbIN LBET B MeCTax C CUJIbHbIM
3aTeHeHnemMm
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Pa3HopoaHble Mmogoenu

@ [1na pa3HOpPOAHOK MOAENN 3TOT NOAXOA HE
paboTaeT

@ [pobyem HSV

@ Xopowo gna mogenen ¢ MArkuMn HeCUAbHbIMMK
TEHAMMU
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Pa3zHopoaHble Mogenu

@ [1na pa3HOpPOAHOK MOAENN 3TOT NOAXOA HE
paboTaeT

@ [pobyem HSV

@ Xopowo gna mogenen ¢ MArkuMn HeCUAbHbIMMK
TEHAMMU

@ YcuamBaeT uBeTOBble apTedaKThl
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aces: 79,093 vertices: 39,856

Cnacubo 3a BHUMaHue!
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13/13



