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[1lpeanoXXeHHble 3aaa4mn

1. CxaTue mopenu: coxpaHeHne HeDOoMNbLUMX OTKINOHEHNN FeOMETPUN
B normal n bump/displacement TekcTypax BMeCTO TpeyrosisHUKOB
(pagu yMEHbLUEHMA pa3Mepa N CKOPOCTM OTPUCOBKKM). Yepes ray tracing?

2. BekTtopusauus 3gaHuN: No NIIOTHOMY 06naky ToYek 30aHMs HaxoauUTb
MHOXXECTBO MIOCKOCTEN (MHOTOYrofibHMKOB), KOTOPbIE XOPOLLO OMULLIYT CTEHbI
N KPbILLWN.
Kpome Toro xo4eTtcs no nioTHOMY obraky ToYek AJepeBbLEB onpeaensTb rae
HaXOAATCS BEPXYLUKN U KOHTYpPa KPOH JEPEBLEB.



1. CxaTtune moaenmu.

TpexmepHast Modenb COCTOUT M3 MHOXeCTBa TpeyrosibHukoB B 3D npocTpaHcTBe
N X CONOCTaBIEHNS B KAPTUHKY-TEKCTYPY.
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NcTtouHmnk mogenu: https://skib.ly/CJlr
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1. CxxaTtne mogenw. lNpobnema.

[[eomeTpust MOXET ObITb OYEHb CITOXKHOW. Hanpumep TpeyrosibHMKOB MOXET ObITb
10 munnmoHoB. 310 ~400 merabanT. N oTpmucoBbIBaTb 3TO BUOEOKAPTE MOXET

ObITb CIMOXHO.

|_|pl/l 9TOM BonblUas 4YacTb TPEyYrosibHMKOB ONnncbiBaeT HebosnbLUMEe OTKNOHEHUS
OTHOCUTEJIbHO OOBOJIbHO I'IpOCTOVI NOBEPXHOCTMH.
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1. Cxatne mogenu. PelwueHune.

- yI'IpOCTI/ITb MHOXeCTBO TPeYyroJibHMUKOB,
T.€. IBHOW reoMeTpuen onncbiBaTb TOMbKO rpydyto NOBEPXHOCTb:
Simplified model surface
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- HebonbLune OTKNOHEHNA OpUrMHanNbLHOM AeTanbHOW MOBEPXHOCTU COXPaHUTL B
bump texture (TekcTypa c OTKINOHEHUSAMMN OTHOCUTESTLHO rPy0don NOBEPXHOCTN)
MO aHasiorMm ¢ TeM Kak XpaHuUTCSA TEKCTypa LIBETOB.



1. CxaTtmne moaenun. CcbifKu.

O Tom 4uTO Takoe bump/displacement/normal mapping:

https://en.wikipedia.org/wiki/Bump_mapping
http://docs.cryengine.com/display/SDKDOC4/Tangent+Space+Normal+Mapping
https://help.sketchfab.com/hc/en-us/articles/204429595-Materials-PBR-#displacement

CtaTtba ¢ 0630pom aAByx peweHnn n akueHtom Ha GPU ray tracing
(HO B nepByto ovepeab dyaet ucnpobosaH npocton cnocob - Ctri+F(“ZBrush’) B
9TON cTaTbe):

Displacement and Normal Map Creation For Pairs of Arbitrary Polygonal Models Using GPU and Subsequent Model Restoration

Ecnun npocTtoro cnocoba okaxeTcst He4oCTaTouHO - ByaeT nccnegosaH cnocobd
onupatrowmnmncd Ha ray tracing. YUto aTo Takoe MOXHO novnTaTb 34eCk.
Camomy peann3oBbiBaTb ray tracer He NpuaeTcs - ecTb Embree.


https://en.wikipedia.org/wiki/Bump_mapping
http://docs.cryengine.com/display/SDKDOC4/Tangent+Space+Normal+Mapping
https://help.sketchfab.com/hc/en-us/articles/204429595-Materials-PBR-#displacement
http://graphicon.ru/html/2007/proceedings/Papers/Paper_43.pdf
https://gamedev.stackexchange.com/questions/67719/how-do-raymarch-shaders-work
https://embree.github.io/

2. BekTopusauua 3gaHnm n gepeBbLEB.

Hy>XHO peanunsoBaTb anropuTtm ONUCLIBAKOLWMA 30aHUS NSTOCKOCTAMMN.
Ha Bxoa gaHo nnoTHoe o6nako TOYEK N, eCNN OKaXyTCsl HeO6XoANMBI, 1 caMu
dooTorpadcpumn.




2. Bektopusauuna sgaHnum n oepeBbLEB.

[MprmMep NPOCTON NOMbITKN PELUEHUS:

1. YnpocTuTb 06nako Toyek Ao AeTanusaummn “ogHa Todka Ha Kybuyeckumn metp”.
2. o kaxxaoun Touke n ee coceasdmM NOCTPOUTb BECKOHEYHYIO NITOCKOCTb, HANTU
cpeaun Bcex TOYEK YNCIIO Nexallunx Ha 3TOW NITOCKOCTU (T.€. roNOCyoLWmMX 3a Hee).
3. 13 Bcex nnockocTen-kaHanagaToB OCTaBUTb NodeauTenen rornocoBaHuS.

CyuiecTByloLLMe Noaxoabl:

Automatic 3D building reconstruction from a dense image matching dataset

An Integrated Simplification Approach for 3D Buildings with Sloped and Flat Roofs

The ISPRS benchmark on urban object classification and 3D building reconstruction
Results of the ISPRS benchmark on urban object detection and 3D building reconstruction
Robust Estimation of Multiple Inlier Structures
https://qgithub.com/xiaohulugo/3DLineDetection



https://pdfs.semanticscholar.org/d0c0/800053733feade9d3b1b2193f7d9a903bcfd.pdf
https://pdfs.semanticscholar.org/8254/ce5539b3a32408d04d1b6ad2790e4400fdae.pdf
https://www.isprs-ann-photogramm-remote-sens-spatial-inf-sci.net/I-3/293/2012/isprsannals-I-3-293-2012.pdf
https://www.sciencedirect.com/science/article/pii/S0924271613002268
https://arxiv.org/pdf/1609.06371.pdf
https://github.com/xiaohulugo/3DLineDetection

OpraHunsaumoHHble getanu

- A3bik: C++
- Agpec oduca: LertapHbin [epeynok, 11 nut. b
- C nobbimn BonpocaMmmn MOXHO NucaTb Ha
polarnick@adisoft.com nnu http://t.me/PolarNick239
- K npeanoxeHHbIM TeMaM eCTb TECTOBbIE 3a4aHu1s - BbILUSIO NO 3anpocy



https://yandex.ru/maps/-/CBqwa6UAHC
mailto:polarnick@agisoft.com
http://t.me/PolarNick239
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