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ABSTRACT

The article discusses the accurate reproduction of the behavior of real materials using a
physically accurate shaders, on the basis of the use of realistic shading and lighting models.
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KoMmbioTepHble Urpbl 6epyT cBoe Hadaso B 50-bie roja XX Beka.

Jlo ceropHsAILIHUX JHEH He OINpejesU/H, KTO SBASETCS UX NepBOHAYaJbHbIM co3jaTeseM. Ho
onpeJesisitoT TPeX OCHOBHBIX JIIOJIEH:

1. Panpd bBasp - 6yayuu umHxkeHepoMm B 1951 roay OH NpeAsoKHJ OOLIECTBEHHOCTH HJEI0

MHTEPAaKTUBHOTO TeJIeBU/IEHbS.

2. AC. [yrnac - B 1952 roay uM 6blia HamMcaHa Mrpa, noJydyuBiunasg HasBaHue «0XO», urpa
npeJcTaBJisiia co60i MPOrpaMMHYI0 peau3alyi0 BCeM U3BECTHBIX KKPECTUKOB-HOJIHUKOBY.
3.  Yunbam Xuru"6ortaM - B 1958 rogy cozgas urpy «Tennis for Two», B KOTOpOH MOTIJIM UT'PaTh /iBa

YyeJioBeKa.

C sToro momMeHTa W mpuMepHo JO0 80-x romoB XX Beka BUAEOUTPHI NMPEACTABJSIU COOOU
cTaTU4Hble 2D cnpalTbl HU3KOro paspelwieHrd. Cipoc Ha BUJEOUTPEI BCe PocC U poc. UrpoBasd UHAyCTpuUs
pocJia ¥ cTajia TAHYThb 33 COO0M TEXHUYECKUH POrpecc KOMIbIOTEPOB.

B 1987 roay nosiBusics Buaeoagantep VGA, a ciengoM SVGA. 3TH COOBITHS OTIIPABUJIN B TPOLILIOE
16 yBeTHoe LapcTBo. Temepb Ha MOHUTOpaxX 256 1LIBETOB, YTO €CTECTBEHHO C/ieJlajlo Urphl GoJiee
KpacCO4YHbIMU U OTHOCHUTEJILHO ITOX0KUMH Ha COBPEMEHHBIE.

KomneroTepnsble urpsl B 90-e rogb! XX Beka

Haynnanus ¢ 90-x 6yM KOMIBIOTEPHBIX UTP CTaJI TOJIbKO HA6HpaTb 060POTHI, @ UHAYCTPUS PacTH
u pactu. B 1993 roay 10 nexa6ps komnanuei Id Software, 6611 BoinyieH Besukuii Doom. Urpa, kotopas
3aJI0’KMJIa OCHOBBI kaHpa 1yTep (Shooter).

B 1994 rony nosiBuJach nepBasi Urpa ¢ MysbTuIieepoM - Rise of the Triad. A Ha caenyromuii rog
nosiBisieTcs: The Terminator: Future Shock, nepBriit LiyTep ¢ 3ieMeHTaMH TPEXMEPHOCTU MUPa U Bparos,
a TaK ke CBO6O0AHBIM 0630POM MPH MOMOIIU MBILIKH.

B 1996 roay Ha cBeT nosiBusach Voodoo I - mepBast BUie0 KapTa C MoAIep>KKo1 MmoiHoIeHHOoTo 3D.
310 no3Bosmso BeinycTUTh Duke Nukem 3D u Quake - nepBble NOJTHOCTBIO TpeXMepHBIe UTphl. Tak ke B
3TOM ToAy NOSIBUJIMCh TakKHe Urpbl, kKak Super Mario, Command & Conquer: Red Alert, Tomb Raider,
Resident Evil, Diablo u Mmuorue apyrue.

B nosoBrHe 90X rofj0oB HavyajoChb [JEeWCTBUTEJBHO aKTHUBHOE IPOrpecCHpOBaHUE HUIPOBOM
uHAycTpud. KoMmbloTepbl cTasu 06oJiee MOLHee, a caMoe TIJaBHoe - goctynHee. C mpuxozom 3D
TEXHOJIOTMH, KOMIIbIOTEPHBIE UTPbI CTaJIM 60JIee MOXOJUTh HAa COBPeMEHHbIE U CIPOC HAa HUX YBEJUYHUIICS.

CTasi NOABAATHCA NePBbIe IPOTOTUIIBI LIEHAepOB, peHAepuHra U 3D — MoZieTMpoBaHUS.

K Hauvasy 2000-x romoB cdpepa nmpuMeHeHHUs JAHHBIX TEXHOJIOTUH IepecTasia OrpaHUYUBATHCSA
KOMIIbIOTEPHBIMU WUrpaMU. VX Hayajud NMPUMEHSATb B My/JbTOUIbMAX, aHUMALMOHHbIX PuabMax u 3D
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MOAeJIMPOBaHUA.
OCHOBBI

M éitaep (aur. shader — 3aTeHsAIas nporpaMma) — KOMIbIOTepHas nporpamma,
npeaHa3sHaYeHHas [JIs1 UCNOJIHEHMSA nmpoljeccopamMu BujeokapThl (GPU). llleliaepsbl cocTaBasglOTCA Ha
OJIHOM u3 CrenyaJu3upOBaHHbIX SI3bIKOB MpPOrpaMMHUPOBaHU (CM. HUXKeE) U
KOMIIUJIMPYIOTCA B UHCTpYKUuHU i1a GPU.

[llefimepbl NPUMEHSIOTCA B IMporpaMmax, paboTawinue C TPEXMEPHOH TIpadUKOU U BHJE0
(urpsy, GIS, CAD, CAM 1 ap.), UCIONIB3YIOT Ielephl AJis ONpejeseHHs] TapaMeTPOB I'eOMeTPUYECKHUX
00bEKTOB HWJM H300paKeHHUs, [Js1 U3MeHeHUs usobpaxeHus (A co3jaHuss 3PPpeKkToB cABHUTr],
OTpa)keHHs, NpeJIOMJIEHHS], 3aTEMHEHHUs C YYETOM 3a/laHHBIX NapaMeTpPOB MOIVIOIIEHUS U pacCcesHUs
CBeTa, AJ1s1 HaJIOXKeHHsI TEKCTYp Ha reoMeTpUYecKHe 00'beKThI U Jp).

PénpepuHnr (aHru. rendering — «BU3yasn3alysi») — TEPMHH B KOMIIBIOTEPHOU rpaduke,
0603HavyaOUMH MPOLECC MOJIYYEHHUSI U3006paXKEeHUS 110 MOJeJIM C TIOMOLIbI0 KOMIIbIOTEPHOM MPOrpaMMBbl.
3/4ech MoJiesib — 3TO ONMCAaHHe JI06bIX 06'bEKTOB UJIH SIBJEHUHM Ha CTPOrO ONpe/ieIEHHOM SI3bIKe UJIU B
BU/I€ CTPYKTYPHhI JJAHHBIX.

TekcTypa — 3TO KapTHUHKa, Ipaduyeckoe H300pakeHHe, KOTOpOe HAHOCHUTCS Ha CTOPOHBI
06 beKTOB. bilarozaps TeKkCTypaM, Mbl OTJIMYaeM IECYAHYI0 JJOPOXKKY OT achaIbTUPOBAHHOM, iepeBSIHHbBIN
SIIUK OT KAMEHHOH [VbIObI, KHPITUYHYIO CTEHKY OT CKaJIbl U T.[,

Physically-Based Rendering

®dusuvecky 060CHOBAaHHbBIA PEHJEPUHT UM peHiepUHT Ha ¢usudeckoil ocHoBe (PBR) Geper 3a
OCHOBY H/IEI0 UCII0JIb30BaHUS PeaJMCTUYHBIX MOJeJiel 3aTeHeHUsl / OCBelLeHUsl BMecTe C 3a/laHHbIMU
3HAYEHUSIMU CBOMCTB MIOBEPXHOCTH C LieJIbI0 TOYHOI'0 BOCIIPOU3BE/I€HHS PeabHbIX MaTepHUaJsIoB.

PBR u PBS 3T0 TexHoJiOrUs MEWAUHTA U BU3YAJU3aLUH, KOTOpasi 6oJiee MOJHOIEHHO U TOYHO
ONUCHIBAET-AUKTYET OCBelleHHe U MaTepuasbl. PU3MUEeCKH KOPPEKTHYH BU3YyaJU3alUI0 COKPALEHHO
HasbiBaloT PBR (Physically-Based Rendering), a ¢usnuecku koppekTHbii medguar PBS (Physically-Based
Shading). CooTBeTCTBEHHO, B OIIpe/ie/IEeHHOM KOHTeKCTe, PBS MOXXeT yITOMHUHATLCS TOJIbKO B OTHOLIEHUU
melauHra, a PBR - B oTHOIIEHUH BU3YaIM3al[MU U OCcBellleHus. OHAKO, 110 CYTH, 063 TOHATHS OTHOCATCS
K OJHOMY U TOMY €, TO €CTb, K TEXHOJIOTMU KOPPEKTHON BM3yaJM3allMH, OCHOBAaHHOM Ha HAy4YHOM
MO/XO/IE.

IIpeumyniecrea

1. HamHoro serye cosjaBaTh peaJIMCTUYHbIE Belld, TaK KakK OTMNaJaeT HeoO6XOJAMMOCTb B
O6ecKOHeYHOM Iepebope MHOXeCTBa BTOPUYHBIX MNapaMeTpoB MaTepuasna (Takux Kak Specular).
[lonb30BaTeNb 3aAaeT JIMIIb HECKOJbKO (QYHAAMEHTAJbHBIX XapaKTEPUCTHUK (KaK OOBIYHO, 4epes
TEKCTYpPHbIe KapThbl) — BCE OCTAJIbHOE, YTO HYXHO, BBIYUC/ISETCS Ha OCHOBE TOYHbIX GU3UYECKUX GOPMYII
Y aJITOPUTMOB.

2. Mopenu BBITJIAAAT OAMHAKOBO aIeKBaTHO U KPYTO BO BCEX MbICJUMbIX YCJIOBUSAX OCBELLEHUS
Y 3aTeHEeHUs

3. Cam mpolecc pa3paboTKU GoJjiee JIOTUYHBIA, HHTYUTUBHBIA U JIMHEWHBbIA, He CMOTPS Ha
LIMPOYaKIINH CIEKTP BO3MOXKHBIX IPUMEHEHUH U peaJn3alui.

CTpyKTypa

[llefimepbl ¥ peHAEPUHT B OOIEM TECHO B3aMMOJEUCTBYIOT ¢ QU3UKOU U ee 3aKOHAMHU. Jlaxke
caMble MepBblie U MPUMUTHUBHBIE IIeH/jepbl ObIIM OCHOBAHBI HA OCHOBHBIX 3aKOHAX OTPAXKEHUS CBETA.

O6beKT OTpakaeT JIyud CBeTa OT €ro MCTOYHHUKA, KOTOpPble B CBOIO OuYepejb IOMNaJaeT B
yeJsioBeyecKuH ria3. TakuM 06pa3oM Mbl U BOCHPpUHUMaeM 06 beKThl BOKPYT Hac. CiejoBaTeIbHO, ECJIH OBl
He ObLJIO 3TOr0 UCTOYHHKA CBeTa, TO YeJI0BeYeCKUH I71a3 ero He yBU/JieJl.

C moMoI11bi0 JaHHBIX 3aKOHOB XYZ0’)KHUKH HAay4YUJIHNCh CO3/jaBaTh TEKCTYpHble KapThl (Texture
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Map), onMchIBawIHe CBONCTBA TOBEPXHOCTH.

CaMble nepBble M MPUMHUTHBHBIE IIeHepbl, KOTOPbIE HCIOJb30BAJIUCh UTPOBBIX OOBEKTAX,
HCI0JIb30BaJIM TOJbKO AU dy3Hyto TekcTypy (Diffuse Texture). KoTopasi B cBolo ouepeb NMpeAcTaBJIseT
13 cebsi MPOCTO KapTHUHKY, KOTOPasi UCI0J/b3YeTCs [ OT/IMYUS OJJHOI'0 06'beKTa OT Jpyroro.

[TocTosIHHO pa3BUBAOLIASICS MOLb KOMIIbIOTEPHOU MH/AYCTPUU TelePh CTajla MO3BOJIATh 6osiee
TOYHO CUMYJIMpPOBaTh GU3UKY cBeTa. Hanpumep, oTpakeHue, MOIJIOILEHHE, IPeJIOMJIEHUE U COXPaHEHHE.
Ha ocHoBe KoTOpbIX ObLIM pa3paboTaHbl KapThl HopMasiel(Normal Map) u kapThl oTpaxkeHus (Specular
Map), KoTopble JUIIb TPUOJIU3UTETBbHO UMUTHPOBAJIY IIOBEJleHUE MaTepHUaJIOB [P0 OCBELEeHUM.

CoxpaHeHMe 3Hepruu
[loHATHE cOXpaHEHHUS] IHEPTHHU IJIACUT, YTO OOBEKT He MOXET OTpakKaTbh GOJIblIE CBETA, YEM

npm—mmaeT
ener: Uy CO]’]SerVaUOn chart shown in linear space

L L L L ELERRS

0.0 diffuse and rough micro e and reflectivity reflective and smooth 1.0
(Hazasadnas deMOHcmpauuﬂ npuHyuna pabomo! COXpaHeHusl sHep2uul)

B npakTHYeCcKOM CMbICJIe, 3TO O3HAyaeT, YTO O6oJiee rpyOble MaTepHasbl, CKJOHHbIE K
MOIVIOLIEHUI0 CBeTa OYAyT HMMETh TYCKJible W INHUPOKHe OJIMKH, a TJIaJIkue W 6oJiee OTpakawoliue
MaTepUasbl — IPKUE U PE3KUE.

— !

(Half life 19992)

PocT BBIYHC/AUTENBHOW MOIIHOCTH W TOBCEMECTHAs IMOTPEOHOCTb B CTaHAAPTHU3ALUU
XY[,0’)KeCTBEHHOTO KOHTEHTa MPUBOJUT K TOMY, YTO U3UYEeCKH OOOCHOBAHHBIM pPEHJEPUHT 6BICTPO
CTAHOBUTCS CTAaHJAPTOM B MHAYCTPUH, HalleJIEHHbIM Ha IePeoCMbIC/IeHHe TOT0, KaK Mbl IPOU3BOIUM U
pEHJIEPUM apT.

Yro ucnoan3yet Physically-Based Rendering:
o AnnGepo [Albedo]
Albedo, 3T0 BXOAHO!M TapaMeTp 6a30BOr0 I[BETA, INMPOKO U3BeCTHBIN Kak Diffuse Map.

TafCEITE NP W RN T T

KHEEY

(Mlpumep npunyuna pabomut Albedo)

Kapra Albedo 3azmaet uBet auddysHoro ceeta. OAHUM U3 KPYyIMHEUIIMX pasnnduid Mexay Albedo
B PBR u Tpagunumonnoit Diffuse Map sBjsieTcsd OTCyTCTBHE 3aCBEYEHHOI'0 HANpPaBJIEHHOT'O CBETa WJIH
Ambient Occlusion. UueiMu cioBamu, Albedo He moBTOpsieT omu60kK Diffuse Map, koraa TOT BeITIAAE
JIUO0 TYCKJIBbIM, JINOO 3acCBeYEeHBbIM. 3aleYeHHbIH CBeT B HEKOTOPBIX YCJOBHUSX OCBelleHHs OynaeT
CMOTpeThCS HelmpaBUJIbHO, a Ambient Occlusion ciieyeT Ha3Ha4YaTh B criel[UaIbHbIN c10T oz AO.
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Albedo uHorzaa 3azaeT 60sbile, 4eM npocTo AudPy3HbIN 1BeT. Hanmpumep, Mpu KCI0Ib30BaHUN
Metalness Map, Albedo 3azaét nuddysHbIN 1BET AJA AU3JeKTPUKOB U Reflectivity nys MeTanyeckux
MOBEPXHOCTEMN.

e Kapta Hopmasneii [Normal map]
JTo Takas KapTa, KOoTopas 3aJaeT BEeKTOpbl HOpMaJiel A/l moBepxXHOCTH. OHA UCHoOJb3yeTcs AJs
reHepanuy noBepxHocTeld, BumpMapping-a 1 mpoyux ajaropuTMoB. MHade roBops, 3Ta TEKCTypa, C
MOMOILbI0 KOTOPOH ONpesesiIoTCS MeCcTa BbINYKJI0CTeN M BOTHYTOCTEN Ha IOBEPXHOCTH, KOTOPBIE B CBOIO
ouepe/ib IPEJIOMJISIOT CBETOBBIE BOJIHBL, YTO MPHU/AAET 60JIBLIYI0 PEAJTUCTUYHOCTb rpadpuKH.
e MukponoBepxHocTb [Microsurface] wiu [Gloss Map]
Microsurface 3ajaeT HacKOJIbKO IVIaZJKOW MJIM LLIEPOXOBATOM ABJSIETCS IOBEPXHOCTh MaTepUaJa.

microsurface Ta6nwLia NprBEAEHa B IMHEHHOM MPOCTPaHCTBE

B G R Ry Yy

0.0 -Tpy6ein Cnagkun - 1.0

LITYKaTypKa near: 0.14 near: 0.32 ]  MAACTHK (TAAHEL)  Line

(llpumep npunyuna pabomu!t Gloss Map)

Ha kapTuHKe Bblllle BHUJWM, KaK NMPUHLHUIBl COXpPaHEHUs 3HEPIHU IMOABEPraroTCs BJIHSHUIO
MHKPOIIOBEPXHOCTH MaTepHasia. Ha rpyObIX MOBepXHOCTAX OJIMK IIKPE, HO TYCKJIee, B TO BpeMs, KaK Ha
IJIaJIKUX - IpYe, HO pe3ye.

B 3aBHCHMOCTH OT [JIBHIKKA, IO/, KOTOPbIH Bbl TOTOBHUTE KOHTEHT, KapTa MOXXeT Ha3bIBaThCs
Roughness Map BmecTo Gloss Map. Ha npakTrke pa3HuIipl ocob6oi HeT, XoTs Roughness Map moxeT uMmeTtb
WHBEPTUPOBAHHbIE 3HAYEHHS], TO €CTh TEMHbIE MeCTa — IVISHIeBasd/IyaJikasi MOBEPXHOCTD, & CBETJIbIE —
rpy6asi/MaToBas.

e OtpaxaresbHas cnoco6HoCTb [Reflectivity]

Reflectivity, 3TO IIPOLEHT CBETa, KOTOprI‘/lI IOBEPXHOCTDb OTpa»aet.
reflectivity Tabmmua an

pe3nHa 021l TPyHT - rpyOslii miacTuk

(Mlpumep npuHyuna pabomol Reflectivity)

BaxHO oTMeTHTB, HACKOJIBKO y3KUM Auana3oH Reflectivity orBoguTcsa quanektpukam. [IpubaBus
K 3TOMy 3aKOH COXpaHeHHUs 3HEepPruH, JIETKO CJeJaTb BBIBOJ, YTO BapHallUU I[MOBEPXHOCTH [JOJHKHBI
nepeaaBaTbcs yepe3 Microsurface Map, a He yepe3 Reflectivity Map. /lyig 3alaHHOr0 THUIa MaTepHasa,
Reflectivity ocTaeTcs mnpakTHYeCKU NOCTOSHHOWU. L[BeT OTpakeHUH y HENPOBOAHUKOB OOBIYHO
HeUTpaJbHbIN/6e/bli, U IIBETHOW Y MeTa/UIOB. TaKUM 06pa3oM, KapTa, CllellMaJIbHO HalpaBJieHHAasA Ha
omnpejesieHUe IIBETa/CUJIbI OTPpaXkKeHU# (M3BecTHas Kak Specular Map) MoXXeT ObITh OTOPOILEHA B M0JIb3Y
Metalness Map.

e ®penens [Fresnel]
Fresnel, 3To npo1eHT cBeTa, 0TpakaeMoro NOBEPXHOCTbIO MO/, KPYThIMH YIJIaMHU.
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BzaumooTHowenme Fresnel + microsurface Tabnuua nprHBe AeHa B NHHERHOM NPOCTPaHCTBE

(llpumep npuHyuna pabomel Fresnel)

Fresnel 06b14HO CTOUT cTaBUTH Ha 1 (ecsau 8 modyse Reflectivity evibparn mun Metalness, mo Fresnel
6/10Kupyemcsi 8 nosioxceHuu 1), Tak Kak BCce BU/Ibl MaTepHa/IOB CTAaHOBATCA Ha 100% oTpakalolUMH MO/,
KPUTUYECKHMHM YIJIaMU. Bapualuy MHUKpONOBEPXHOCTH, U3-3a KOTOPbIX 3ddeKT PpeHesnss cTaHOBUTCSA
60Jiee UM MeHee BbIpa)KeHHBIM, aBTOMAaTHUeCKH YYUTBIBAIOTCS 0 cofepkuMomy Gloss Map.

e Ambient Occlusion [AO]
ambient occlusion

(MIpumepHwiii sud kapmor AO)

Jo6assienre AO B KauecTBe OT/IeJIbHOM KapThl, BMECTO TOTO, YTOOBI 3anekaTh B Albedo u Specular
map JaerT 1eiiepy BO3MOXHOCTb HUCIIOJIb30BaTh ero 6oJiee padyMHo. Hanpumep, ®ynkiusa AO 3aTeHsieT
oKpyxarw1uil paccessHubii cBeT (diffuse koMmnonet image based lightning-cuctems! B Toolabag 2) , a He
HaHpaBJIeHHbIﬁ CBET OT AMHAMUYECKUX HCTOYHHUKOB CBE€TA UJIH CIIEKY/JIAPHBIX OTpa)KeHI/Iﬁ JII060r0 BU/a.

e Tpemunsi\nosocru (Cavity)
cavity

(TIpumepHylii sud kapmet Cavity)

Cavity Map npejcTaBisieT co60i 3aTeHEHHBIM CBET B MEJIKOM MaclITabe U 0OBIYHO 3alleKaeTCs C
3D mopenu unu u3 Normal Map.

Cavity map AoJnKHa cofiepaThb TOJBKO yTJIy6/eHUs (sIMbl) TIOBEPXHOCTH, a He BBIIYKJIbIe MeCTa,
Tak Kak Cavity Map HaksazabiBaeTcs dyepe3 Multiply. ComeprkuMoe [10IKHO B OCHOBHOM OBITh G€JIbIM C
TEMHBIMU MECTaMU, IlepeJalol[MMH BIlajible Y4aCTKH MMOBEPXHOCTH, Tie Oy/ieT TepsThcs cBeT. Cavity Map
BausieT u Ha Diffuse u Ha Specular KOMIIOHEHThI OKPY>KaIOIero U AMHAMHUYHOTO OCBEIEHUS.

Co3xaHue

Jus1 co3anus MmaTtepuasioB A PBR cymectBytoT ABa MeToa:
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1. Py4HOU - KorAa fu3alHepbl UCIOJb3YIOT GOoTOrpadHrio U HAa ee OCHOBE CO3JAT TEKCTYPHYIO
pa3BepTKy AJs 3D Mojenu.

2. ABTOMaTHU3MpOBAaHHBIM - 3TOT METO/, IOZpa3yMeBaeT UCIO0Ib30BaHUe JU3allHepaMy IPOrpaMM
NpoLeypHOro reHepupoBaHus. CaMble NONYJISIPHbIE U3 HUX:
2.1. Quixel Suite - miiaruH g/ Photoshop;
2.2. Substance Painter;

IIpumep

HarsisijiHbIN TpUMep C IOMOIIbI0 TPOrpaMMbl IPOLeAypHOro reHepupoBaHus — Quixel Suite 2.0

B kadectBe 3D Mozeu g MCNO/B3YI0 JaHHYI0 MoJesb TepMuHasa, cCo3laHHas JIMYHO MHOM.

3D Mojies1b COCTOUT U3 BEPILUH U MOJUTOHOB, Haxosmuecs: B 3D mpocTpaHCTBe U o6Jajjaoliye
CBOMMHU KOOPJMHATAMHU.

[lepeHOC 3THX NMOJUTOHOB U3 TPEXMEPHOro MPOCTPaHCTBA Ha 2D ceTKy JaeT HaM TEKCTYPHYIO
pa3BepTKy. Ha ocHOBe, KOTOPOH U CO3JAI0T JasibHeHIMe TEKCTYPHbIE KapThl.

(Modeab 8 mpexmepHom npocmparcmse)

(Ta sxce camasn modens, Ho Yiice 8 aude mekcmypuwl Ha 2D cemke)

(Albedo Map)
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(Specular Map)

(Normal Map)

(Emission Map)

JJia co3faHMs MMEHHO 3TOM MoJend MHOM Oblia HCIO0JIb30BaHa JONOJHUTHJIbHAS KapTa,
OTBeyamwllas 3a CBe4eHHe OTZeJIbHbIX 3JeMeHTOB — Emission Map. B fanHOM ciydae - a4 TekcTa Ha
3KpaHe TepMHUHaJIA.
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(Ko2da mekcmypul Hakaadwiearomcsl dpye Ha Opyaa — KOHeuHblll pesyrsmam & 2D)

KoHeyHbIN pe3ysibTaT peHjepa

(Terminal - pporHm)

(Terminal - 60k 2)
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(Terminal - 60k 3)

Ha npumMepe BbIille BUIHO, KaK pa3JIMuYHbIe MaTepHasibl 3TOro TepMUHaJ/Ia pearupyoT Ha BHELHU e

HCTOYHHKH CBETA.

BU/HO, KaK CTEKJI0O Ha 3KpaHe HUMeeT GOJIbIIYI OTPAXKAIIIYK CIOCO6GHOCTb B OTJHYHME OT

JKeJIe3HOr0 KOpIlyca M IJIACTMAacCCOBBIX JleTaJled U MOXKHO Ja)Ke YBUJETb OTPAXKEHHYIO OKPYKaloLLyl0
cpeny. A TakKe yepe3 JOMOJHUTENbHYI0 KapTy, a MMeHHO Emission Map, 6bl1a peasin30BaHa CBETAIASCS
NaHeJsb yIpaBJeH!s JaHHOTO TEPMHUHAJIA, YTO IPUJAET eMy 0CO601 peajuCTUYHOCTH.
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