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Touch Render I _and

bbicmpoe Anekceu10-3

[ pudHes Makcum 8-1
MaucmpeHko 5AH 10-4
[lempoe Barnepuu 8-2

TapaH AnekcaHOpa 8-1
®omuH Anekceu 10-1
LleHOpoeckuu Bnaducrnae 9-2
UypuHoe AHOpel 8-1
UypuHoes Amumpuu 10-3

HayyHbit pykoeoOumernb: [anuHckul Bumanuu AnekcaHoposudy,

[lpenodasamernb UHopMamuku u ripoepammuposaHuss @PMJS1 Ne 30
%



Tough Render Land

OCHO8HbIE MpUHUUbI opeaHu3ayuu

1) leneHne npoekTa Ha YacTu
2) OnTnmmnsauus

3) MeTon obpaTHOU TPacCUPOBKA
nyya
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OcHoBHaga naoes

Uepes kaxkablh AUCKPETHLIN 3NEMEHT
NPOEKUNOHHOIo 3KpaHa rnponycKkaem
ny4y v uwem ero bnmxauiiee
nepece4vyeHue c bnuxaniee
nepecevyeHne ¢ 06bekTaMn CLUEHbI
(T. e. pellaeT 3agavy yoaneHus
HEBMOMMbIX NOBEPXHOCTEN).

Jlyd 3apaeTcsa ¢ NOMOLLbHO
napamMeTpU4ECKOro ypaBHEHUS
NPSIMON B NMPOCTPaHCTBE (OABYMS
BEKTOpPaMW: Ha4ano fy4ya u
HanpaBneHneM.
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YacTtun npoekTa

*1) CueHa

2) Moaundoukartopesl

*3) Mogenb ocBeLleHuUd

4) Antialiasing(crnakmeaHue)
5) OnTuUMmM3auuna
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OO0OBbeKTh

1) cdepa

2) MNIMOCKOCTb

) TpeyronbHUK

) MHOMOYrosisHuK

) CMUCOK MHOIOYrofbHUKOB
) UMnNUHAOPLI

) TpeyrosibHasa ceTka
) napannenenunen
) OVCK

10) quadric
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[TnockocCTb
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ToeyronbHUK

Ko-Mamemamuyeckul nuyeu Ne 30
ort Group of 30 Phys — Math Lyceum
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MHoOroyronbHMK

-Mmamemamud4eckuu nuueti Ne 30
Group of 30 Phys — Math Lyceum
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CnnMcoK MHOIoyrofibHUKOB
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NITNHAPbI

Pu3suko-mamemamuyveckuu nuuet Ne 30
Computer Graphics Support Group of 30 Phys — Math Lyceum



