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1 BBepeHue

1.1 WNcTopuyecKUmn 3KCKypC

MoTpebHOCTb B ONMUCAaHMN NapaMeTPOB Y Pa3/IMYHbIX MAaTEPNAJIOB B PEaJIbHbIX UTPOBbIX OBUX-
Kax BO3HUKJIa y>Ke npumepHo B 1997-m roay, n BepoaTHO bblna BNepBble peann3oBaHa B ldTech2™
onsa vrpel Quakell™. BrnosiHe BepOATHO, YTO MapasienbHO CYLLeCcTBOBaJN KaKmne-To NHble pea-
Jn3auunn, HO Ha TOT MOMEHT OHUM NMb0o 0CTaBaIMCb HEM3BECTHbLIMMK LWIMPOKON Nybanke, nnbo Tak
N He Noy4Yuan OJIXKHOro pacrnpocTpaHeHusd. MoaHOUEeHHbIN 3a4en gna peaansaunm cuctemsol
MaTepuanos noseuncs B Unreal Engine™, a 3atem B Quakelll™, Ho ans ynobcTBa, poAoHaYalb-
HUKOM Mbl ByaemM cyntaTb UMeHHO Quakell™, 3To 6bi1 NEPBLIN ABUXXOK, B KOTOPOM HAaCTPOWKK He
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OblIM NPUBSA3aHblI K UMEHU TEKCTYPbIl, KakUM-1nbo npedukcam nam 3agasaincb UHbIM obpasom,
6e3 yyacTums nonb3oBaTens.

[danbHenwee pa3suTmre H6bLIJIO B MEPBYIO 04epeb HanpaBiieHO Ha paclunpeHne Nob3oBaTe b
CKMX BO3MOXXHOCTEeN — OT 3aiaHnsA PUKCUPOBAHHbIX HACTPOEK, A0 NPOrpaMMuUpyeMoro KoHBen-
epa C BO3MOXXHOCTbIO NoAKo4YeHns cobcTBeHHbIX GLSL nnun HLSL wenpepos. Ho npu 3TOM Kax-
Jas cuctemMa MaTepuasioB mMMena CBOW CUHTAKCUC, CBOIO JIOFTUKY U CBOIO OpraHmM3aumio, XoTsa U
POOCTBEHHYIO MO AyXY aHasIorMYHbIM CUCTEMAM, HO YaCcTO He coBMajalolWylo C Hel no napa-
MeTpaM. Kak MUHMMYM 3TO NPMBOAUAO K TOMY, 4TO NPN CMEHE UIFPOBOro ABWXXKA, AN3AaNHEP U
XYAOXKHUK BbINN BbIHY>XXAEHbLI 3aHOBO NMepey4YnBaTbCs Ha HOBYIO JIOFTUKY MOCTPOEHUS MaTepua-
noB. BusyanbHoe pefaKkTupoBaHMe Ha MO B3NS YMEHbLUNIIO NOPOr BXOXXAEHUSA, HO U CUSTbHEe
O0TB£3aJ10 NpoLeCcChl OT peasibHOCTU. BnipoyeM, BapuaHT pefakTUpoBaHUSA TEKCTOBOro CKpuUnTa
00bI4HO TOXKEe COXpaHSAeTCs, Kak BO3MOXHOCTb.

1.2 BapwuaHTbl pa3BuTuUa

Ha camom gesie, HECMOTPSA Ha BCE Kaxyllleecss MHOoroobpasue, n306pecTu 4To-TO HOBOE B fe-
Jle ONncaHna MaTepnasioB 0CTaTOYHO HEMPOCTO, BCE 3aBUCUT JINLLbL OT TOM0, HACKOJIbKO [aIeK0
rOTOBbI 3alTU MX AaBTOPbI B MJlaHe HaPYLUEHUs LefoCTHOCTU. HO 3TO KacaeTcsl Nnllb BBOAHbIX
napaMeTpoB, CaMO OMNUcaHne Kak NPUHLMN NMPaKTUYeCKn BCcerga ocTaeTcs HensmeHHbIM. Cylie-
CTBYIOT TPU OCHOBHbIX MOAX0[a K OMUCAHNIO MaTepraos.

1.B ogHy CTPOYKY. [laHHbIN cnocob B OCHOBHOM mcnosb3yeTcs B cepum urp S.T.A.L.K.E.R™,
Metro™, HO He NCcKYato, YTo rae-to ewe. CNNCOK NapaMeTpoB MUHMMaJIeH, BKOYaeT B cebs
NyTb K KapTe HOpMasien, AeTalbHON TEKCTYpe, a Tak XXe ABYM-TpEM rnapameTpam, Tuna crene-
H1 6necka/MacwTaby HaNoOXeEHNA OeTaJlbHON TeKCTypbl. He B nocnenHow ovyepedb KOpoTKas
hopma 3anmncm obycnoBneHa NCNOJIb30BaHNEM OTJIOXKEHHOI0 OCBELLEHUNS, TEXHUKA KOTOPOro HE
npegnosiaraeT 3Ha4YMTeIbHOE YNC/0 nepefaBaeMbliX NapamMmeTpos. MNpumep:

| prop\prop_plitka_lab = bump_mode[use:prop\prop_plitka_lab_bump], material[1.50]

MapameTpbl MOryT BapbUpOBaTbCsA, HO OCHOBHOWM MPUHLUM - 3aMuCb B OJIHY CTPOKY, OCTaeTCs
HEN3MEHHbIM.

2./ iIMeHOBaHHbIA 610K DUTYPHBIX CKOBOK. [10 MOBCEMECTHOrO HACTYM/IEHUS BU3YyaslbHOMO
penakTupoBaHus, 6b11 Hanbonee nonynaspHbIM B cemencTBe aBuxkos IdTech™, a ¢ onybnuko-
BaHMEM MX UCXOAHOro Koga — BO MHOIMOYUCJ/IEHHbIX hOpKax 3TUX ABUXXKOB. TaK >Ke ¢opmaT
NCMoJIb30BaJICs B MPONPUETAPHbIX UFPOBbLIX ABUXXKaX, MOCTPOEHHbIX Ha 6a3e IdTech3™ un Bbilwe
B KOMMaHUAX, NPMOBPEBLLUNX Ha HErO INLLEH3UID. MexaHn3M MOr paclIMpATLCS 3a CHET WwabnoHoBs
NN HESIBHbIX 0O bABIEHNN, HO M1AaBHbIN MPUHLMIM COXPaHANCA — MMEHOBaHHbIN 6/10K pUrypHbix
ckobok. Mpumep:

textures/base object/boxQ3 1
{

// A green box with a specular map on it

map $lightmap
rgbGen identity

¥

{
map textures/base object/boxQ3 1.tga
blendFunc GL DST COLOR GL SRC_ALPHA
rgbGen identity
alphaGen lightingSpecular

}

}

BHyTpeHHMe 610K UrypHbIX CKOBOK 0603Ha4Yann oTaesibHble CTaANnM-NPOX0abl, CBA3aHHbIEe C
0Ccob6eHHOCTSMM paboThl HPUKCMPOBAHHOIO KOHBEWEpa peHAepPUHra BUAEOKapT TOro BPEMEHN.
PasymeeTcs, cywecTBoBaamn u 6onee ynpolwéHHble BapnaHTbl onncaHns 6e3 Bro)XeHHbIX puryp-
HbIX CKOBOK - 3TO cTano 6osee akTyasibHbIM, KOrAa MaTepuasnbl Npuobpenn 6onbLlyo ynopsao-
YeHHOCTb N eJNHYIO MOJeJlb oCBelleHns. Ha Ka)K,D,bIIh MaTepuaa Taknm o6pa30M npmxoannacb




anddy3Haa TekcTypa wim anbbeno, Tekctypa HopMasien nnam bamn-kapTa U TeKCTypa C Ko3ad-
hULeHTaMM NepeoTparKeHUN — r10CC UK CMeKyNsap KapTa.

3. XML-like popmaT. KomMbuHupoBaHHbIN Nnoaxon. Ucnonb3oBaHne XxmI-T3roB 3aTpyaHSAET Tek-
CTOBOE pefakTUpOBaHME MaTepuasioB, HO TeOpeTUYEeCKN AO0XKHO NOMOYb Napcepy B obpaboTke,

a Tak )Xe NMoTeHumMasbHOMY paclumpeHunto. cnonb3lyeTtcs (HAaCKoJIbKO MHe n3BecTHOo) B Unity3D™

n Unigine™.

4. BuHapHbIn popMaT. HenocTyneH AN pefakTMPOBaHUA MoJIb30BaTes/IEM BHe rpadunyecko-
ro pegaktopa. TeopeTn4eckn OOJKEH 3allULLIATh OT 3alaHNs HEBEPHbIX KOMOBUHALUMA, 0QHaKO
Ha NpakKTuke ntobble paclnpeHns opMaTa O0/KHbI 6biITb OOHOBJMIEHBI U B pefakTope, B Npo-
TVUBHOM CJly4ae OHW MPOCTO HEAOCTYNHbI AJ1S UCMOJIb30BaHMS.

1.3 3aknwoyvyeHue

Ha mown B3rnsapg ucnosnb3oBaHne BuUHapHbIX JOPMaTOB A ONMUCAHMSA MaTepuasioB HEONTuU-
MaJibHO. PUCKHY MpeanosioXXnTb, 4TO AaHHasa CXxeMa TeM UM UHbiM obpa3om bbina 3aMMCTBOBa-
Ha c onucaHua matepunanoB Quakell™, korga MUHUMaNbHbIN HaboOp HaCTPOEK XpPaHWUIICSA NPAMO
BHYTpU cobCTBEHHOro TeKCTypHOro opmata .wal n B ganbHenwem nNpocTo pacwmpsanachk, He
MeHSS CBOIO KoHuenuuto. XML-like Ha gaHHbIN MOMEHT Hanbonee nonynspeH cpean CoOBPEMEH-
HbIX OBUXXKOB, ero ucnonb3ytT CryEngine™, Unity3D™, Unigine™ un ckopee BCero ABUXKWU OT
SHTY3MaCTOB HOBOIO MOKONEHUS. DTO N3BECTHOE NMPOTUBOPEYME MEXKAY KOHCObIO (TEKCTOBLIM
BBOAOM) 1 rpadduy4eckuM pefakTOpOoM.

A1 nonarato 4To Nobble YCNOXKHEHNS MOHMMaHUS YeI0BEKOM M3Ha4YasIbHO TEKCTOBbIX hopMa-
TOB ABNAIOTCSA 3aB€OMO TYMUKOBbLIM NYTEM, a UX NOBCEMECTHOE pacrnpocTpaHeHne He bonee
yeM faHblo Moge. CnefoBaTesIbHO B MOEM Noaxone a1 pyKoBOACTBOBAJICA CO3JaHMEM UCKIIOYU-
TeJIbHO TEKCTOBOro oopMaTa-onMcaHUs, 4TO B CBOK O4Yepelb HUKOMM 0Bpa3oM He MUCKYano
N BU3YasibHOrO pefakTUpoBaHMsA. BO3MOXXHO 3TO HEKNIN BpeAHbIN CTEPEOTUr, HO TO YTO NEerko
BOCMPUHMMAETCH rf1a3oM He nMeeT 0CobbIX 3aTPyAHEHU B MalLMHHOM pa3bope, npuMep: A3blKn
nporpaMMmpoBaHuns.

2 KoHuenuusn

2.1 Hm3KOypOBHEBbIN C/ION abcTpakuumu

Mpwn BoibOpe hopMaTa ONMCaHUa MaTepuranos, a1 CTaBM OCHOBHOW 3aayel, He 3aroHATb 3TO
ornucaHme B Kakue-TO Y3KMe paMKu, NOCKObKY MOCKOJbKY BbibpaHHbIN cnocob B NepByto o4e-
peab 6bl HEABHO NpoMaraHAMpPOBas MOAesb peHaepepa, UCNOoJIb30BaHHYIO BO BpeMs pa3paboT-
Kn Toro copmMaTa, a 3Ha4YUT U NPUBA3KY K apXuUTeKType BUAEOKapT TOro BpeMeHu. Bnpoyem
3TO TaK WM MHaye nponaraHaumpyeT nobon hopmaT, HE3AaBUCMMO OT TOr0, XPaHATCA M ero
HacTporkn B GuHapHoM, XML-like unn Tekctosom Bnae. N 3To npeactasnsano cobon secbMa ce-
pbe3Hyo npobsemy. Kak MUHMMYM Criocob opraHm3aumm MaTepuanos BAUSAET Ha TUM UCMONb3y-
€MOro peHfepa - 0T/IOKEHHOe OCBelleHne unu npsamoe. HekoTopble ABMXKN, HanpuMep TOT Xe
Unity3D™ BeposiTHO npensiaratoT CX0XXui Habop napamMeTpoB A9 pa3HbIX TUNOB peHaepepa, Ho
yepe3 cson abcTpakuum n ckopee Bcero 6e3 rapaHTum, 4To abcoNtoTHO BCe HACTponku byayT
paboTaTb AN15 BCeX BapunaHTOB. lNpoLle roBops, Mbl MNojsly4yaeM KOMOMHaTOPHbLIN B3pbIB, NOALEpP-
XXMBaTb KOTOPbLIN, C KaXKA0MW HOBOW nTepaumen CTaHOBUTCS BCE C/I0XKHee. BTOpon HeraTuUBHbIN
MOMEHT KacaeTcsa Hann4ina uKCMpoBaHHOI0 NMPOCTPAHCTBA UMEH, XXEeCTKO onpefenéHHbIX Osis
TeX U NHbIX CTaAu KOHBeepa peHaepuHra. BHyTpu camoro peHgepepa, oHM Mo CyTW NPOCTO
KOMMPYIOTCHA U3 NPOCTPaAHCTBO ckpunTa B GPU-wenaep, HO 415 NOALEPXKKM HOBbIX TEXHOJIOMNN
npuxoamnTcsa Aob6aBnsTb BCE HOBbLIE N HOBblE MMEHA.

Bcé 3To nocTeneHHO NOABENO MEHS K MbIC/IN, YTO MexaHn3M «CKkpunT — GPU-wenaep» non-
XXeH (hYHKLMOHMpPOoBaTb 6e3 y4éTa BMellaTenbCTBa peHaepepa, nnm, obecne4ymsas caMblin HU3-
KU ypoBeHb abcTpaKkumm — npefocTaB/eHnss MexaHU3MoOB NapCUHra NepeMeHHbIX U ero ne-
peHanpas/ieHns B rparMyecknin Npoueccop. 3HaTb O TOM, 4TO 3TO 3@ NepeMeHHble N TEeKCTYp-
Hbl€ IOHUTLI, peHaepepy B NoaasnsoLliemM 60bLLNHCTBE C/lyYaeB Heoba3aTeNbHO. IMEHHO 3TO 1
Nerno B 0OCHOBY KOHLLeMNUMn Moen CUcTeMbl MaTepuanos. OnncaHne NepemMeHHbIX U TEKCTYPHbIX
IOHUTOB CTaJ10 N3bbITOYHBLIM, 4TOBLI NPefoCTaBMTbL Napcepy MakCUMyM MHGopMaumu. Mpumep:



|vec3 u_ViewOrigin = ;
B IOHUOPM Nepenaértcs no3nuus kKamepbl. MoakaloHeHe HOBOrO TEKCTYPHOrO IOHUTA:
|image u_ColorMap = ;

TEKCTYPHbI IOHUT UCMOJIb3yeT BCTPOEHHYIO CUCTEMHYIO TEKCTYpY 6enoro uBeTa. KOHCTaHTHbIE
onpeneneHns HNEHOOPMOB TOXKE BO3MOXKHbI:

vec2 u DetailScale = vec2( 10.0, 10.0 );E
float u_Smoothness = 0.35;

[OaHHbIN BUA 3anNMCcy N0A3BOASET ncyepnbiBatowmm obpasom 3agaTh BCO MHGopMaLmio, Heob-
xoaumyto GLSL-napcepy 419 npaBuibHON KOMOUASLUN U TMHKOBKM GPU-nporpamMmmel, 04HaKO He
CJINWIKOM yp,06eH nosib3oBaTesito Anad onncaHnMa MmatTepunanos, T.K. Hpe3MepHO n3bI6TOYEH.

2.2 BbICOKOYpPOBHEBbIA C/IOK abCcTpaKkuum

[aHHbIA CNol pellaeT cpa3y ABe 3a4a4yn: MUHUMU3UPYET QOPMYy OMNMMCaHUsA MaTepuanoB 0
npuemMsIeMO 1 No3BosisieT obecneyrBaTb COBMECTMMOCTb C LUMPOKOPACMPOCTPAHEHHBIMU TeK-
CTOBbIMM (hOpMaTaMu CKPUMTOB MpoLioro. ®akTUYeCKU, BbICOKOYPOBHEBbLIA C/I0M MpeacTaB-
nseT n3 cebs MOLLUHbIA MeXaHU3M aBTO3aMeHbl, MO3BOJIAIOWMIA FpynnNupoBaTb 610K 3anucen,
OlHOBPEMEHHO MPOMYyCKas B HUX Te WU WUHble MapamMeTpbl, T.e. 3TO MeXaHW3M aBTO3aMeHb
C HEeCTpOrMM COOTBETCTBMEM WU (B OTAENbHLIX Ciy4vasx), 6€3 cooTBEeTCTBUS Kak TakKoBOro.
MpuMep aBTO3aMeHbl, 4SS NOAAEPXXKM KJIIOYEBOro CJ/I0Ba ‘animMap’ 13 onucaHusi maTepuasioB
IdTech3™ (Quakelll™):

#keydef animMap <fps> <frame0> <framel> <frame2> <frame3> <frame4> <frame5> <
frame6> <frame7>\

image u ColorMap<stageNum> = HAN
addUnitFrame( u_ColorMap<stageNum>, <framel>,
addUnitFrame( u ColorMap<stageNum>, <frame2>,
addUnitFrame( u ColorMap<stageNum>, <frame3>,
addUnitFrame( u_ ColorMap<stageNum>, <frame4>,
addUnitFrame( u ColorMap<stageNum>, <frame5>,
addUnitFrame( u_ColorMap<stageNum>, <frame6>,
addUnitFrame( u_ColorMap<stageNum>, <frame7>,
setUnitFramerate( u ColorMap<stageNum>, <fps>

~=

~=
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MapameTpbl, 3aKJIOYEHHbIE B YI0Bble CKOOKWN [—=TO apryMeHTbl HECTPOroro COOTBETCTBMSA, B
OAHHOM C/ly4ae Ba)KHO NLWb Haanymne Kmoqeo cnoBa '‘animMap’ n KomyecTBa CeayrLmnX
3a HUM aprymeHToB; rge addUnitFrame — 3To pyHKUMSA N3 HU3KOYPOBHEBOIO Si3blka ONMCaHus
CUCTeMbl MaTepurasoB, No3Bossolan A06aBUTL onpenenéHHbin Kaap B TEKCTYPHbIA OHUT (K
3a4aTb eMy HOMep Kagpa). 0N NHON NCXOOHOW CUCTEMbI ONNCaHUA aBTO3aMeHy BCerga MoXHOo
HacTpouTb Takum obpa3om, 4Tobbl OHa COOTBETCTBOBAJ1a 3Ton hopme 3anucu. bonee nogpobHo
— B COOTBETCTBYIOLLEM pa3aesie.

3 OcCHOBHasf CTPYKTypa CUCTEeMbl MaTepuasioB

BHUMAHMUE! 5ToT naparpad B fasbHeNweM ckopee Bcero byaet noaBeprHyT U3MeHeHUsaMm!

3.1 CrTpykKTypa onucaHus - noJsib3oBaTesibcKasa U 6asoBas 4YacTb

Jlobon maTepuan MoxxeT BbiTb OnNncaH B annax, HaXoAALWMXCA B onpeaeséHHON nanke um
C onpefdenéHHbiM pacwmpeHuem. Onga IdTech3™, 3To COOTBETCTBEHHO Nanka scripts mn pac-
wupeHne .shader, pna IdTech4™ - 3T1o nanka materials u pacwwupeHue .mtr, B XashNT napa
<uMsinanku>/<pacwupeHune> 3agatoTca B gameinfo.txt cTtpokon matpath. NMpumepsi:

matpath //BapunaHt ons Quake III™
matpath //BapunaHTt ons Paranoia 2: Savior

dannbl ONMCaHNA MaTepunanoB TEKCTOBbIE, MOTYT COAepPXKaTb Kak 0HO OnvcaHne Ha ¢aiin, Tak u
HeorpaHW4YeHHOe KOJ1-BO ONNCaHWIA. IMeHa (halifloB HUKAK He perflaMeHTUPYTCS, BaXKHO JINLLb,
4TOObl CYMMapHbIA NyTb A0 TAKOro alisia He npeBsbiWwas 64 cuMBoa. BHyTpeHHee npeacTase-
Hue popMaTa ONMcaHKs MaTeprasia BbIMIAANT Kak KIaCCUYeCKuin 6710K ¢ hUrypHbIMU CKoBKamu:
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}

B kKa4yecTBe MoxeT bbITb 3agencTBoBaHa nobas kombuHauuna 6yks nnun undp,
B TOM YMNCJIe N peasibHble MYTU K TEKCTYypPaM, 3afaHHble BHYTPU MOAENMN YPOBHSA B popMaTe .bsp
W BHYTPU MOLOENN CO CKesIeTHOM aHuMaumnen B opmaTte .mdl. laHHOE nMSA NCnosib3yeTcsa ans
TOro, 4Tobbl CBSA3aTb KOHKPETHbLIN MaTepuan C ero onMcaHuUeM. 3TO Mob30oBaTeNbCKasa YacCTb
MaTepuana. ba3oBas 4yacTb MaTepuana BbIrMaaUT Kak 610K € puUrypHbeiMn ckobkam c onpege-
NEHHbIM UMEHEeM:

{

) E]

B KayecTBe KJ1l04eBOro CJ/10Ba BbICTYNalOT CN0OBa onpenennTenn TUrNnoB Mognenen Bo BHYTpeHHEM
npencrassaeHNnN peHagepepa. IT0:

. — pedonTHoe onncaHue maTtepuana gna .bsp mogenen (Ctatu4yHasa reomeT-
pus);

. — nedonTHoe onucaHmne maTepuana anga .mdl mogenen (mogenn co ckeneT-
HOM aHUMaunen);

. — nedonTHoe onncaHme MmaTepuana gna .spr mogenen (cnpanTbl, 6unnbop-
Abl);

. — 019 aBTOMATUYECKN CO3AaHHbIX BHYTPEHHUX MOOENEN, B HAaCTHOCTU
KONNM3MA B BUAE NPON3BOJIbHOIO bbox;

. — pe3epBHOE 3Ha4vYeHue Ons HeHandeHHbIX Moaesiern. Ha OaHHbIN MOMEHT He
NCrMosib3yeTcs.

Taknm o6pa30M, OOCTYynNHbI cnieayune KOMBMHauMmM onnucaHus MaTepuana:
1. 610K C MOSIb30BaATENLCKMM UMEHEM + 610K C KJtl0YEBLIM C/IOBOM;
2. 610K TONLKO C M0OJIb30BaTENbCKNM NMEHEM;
3. 6J10K TOSIbKO C KJII0YEBbLIM CJIOBOM. E

Bce BapraHThbl SABASIIOTCSH KOPPEKTHLIMU U Habop BO3MOXKHOCTEN Bbi30Ba U3 HUX DYHKLWIA Non-
HOCTbtO coBragaeT. OTAMYaTCS NPUOPUTETOM. TO 4TO 3adaHo B AedonTHOM bnoke byaeT unc-
MoJIb30BaHO MPW yCJIOBMKN, 4TO OHO He BbINI0 Neperpy>XeHo B NoJib30BaTE/IbCKOM (MapaMeTp OT-
cyTcTByeT, 1mbo nosib3oBaTenbckoro 6s10ka HeT coBceM). B cxeme 6e3 pnedonTHoro 6s10Kka Bam
I'IpVI,EI,éTCFI MaKCMMaJibHO I'IOJJ,pO6HO OonncbliBaTb MapaMeTpbl AJZid Ka>XA40ro maTtepuasna, HO 3Ta
3aj4a4a ynpoLllaeTcs npu nomown cnost abctpakummn. Takum obpa3oM BbiIGOp onvcaHna MaTepu-
aJI0B CTAaHOBUTCA NNLWb AEeJ1I0M Ballero BKyca/>kesnaHus obecneynTb COBMECTUMOCTb C O4HOWN 13
Yy K€ CYLEeCTBYOLWMX CUCTEM ONUCaHNSA, HarnpuMmep No npuinHe yoobctea paboTbl UMEHHO B 3TOM
dopmaTe. MNpu xxenaHmm nobyto CMCTEMY MOXXHO JIErKO paClLINPUTb.

3.2 HM3KOYpPOBHEBbLIN A3bIK ONUCAHUA MAaTepuasos
3.2.1 OOwwue NnpMHUMUNLI

S13bIK ONMCaHUSA MaTepnanoB UCNonb3yeT CU-NoA0OHbIN CUHTAKCKC, U3 Yero crieflyeT YTo Kax-
[asi CTPOKa ONUCaHMS A0/KHA 3aKaHYMBATbCS TOYKOW C 3anaTon. OTCYTCTBUE TOYKM C 3anATOM
He NPUBOANT K haTasbHOM ownbke, HO MPOBOLIMPYET NPeaynpeXxaeHne B KOHCOMN.

3.2.2 Tunbl NnepeMeHHbIX

» image — 0603Ha4YaeT HOBbIN TEKCTYPHLIA OHUT. HOMEp IOHUTa reHepupyeTca aBToMaTu4e-
CKU 1 Npo3payeH A5 Nosib30BaTessl, MOCKOJIbKY 3TO 0COBEHHOCTN KOHKPETHOW annapaTHOM
peanunsaunn, HeXxenm HeobxoAuMoCTb AN KOHTPOS.

Mpumepsbl:


Timofey Chernyshev
Вопрос: скобка всегда с новой строки, или как в C/С++ можно писать:
"foo" {
} ?
Вопрос: в ку3 имя материала без кавычек, а тут в кавычках, какая-то непонятка у меня когда кавычки нужны, а когда нет.

Timofey Chernyshev
Аналогично.

Timofey Chernyshev
Т.е. в начале файла с материалами определяем дефолтные блоки для mod_*

А затем все последующие материалы будут подхватыватьп араметры оттуда, или?


image u ColorMap = ;
image u LightMap = ;
image u NormalMap = ;

MNyTn, cogep>xawme B cebe '->" mnam ’::’' o3HavaloT obpalleHne K 3apaHee onpenenéHHbIM
pecypcaMm, 4OCTYMN K KOTOPbIM HEBO3MOXXEH WN 3aTPYAHEH OBbIYHLIM MOJIb30BaTEIbCKUM CMO-
coboMm. CriMcok Takux nyTen cM. B npunoxxeHunfz. Nytu, conepxatime B cebe Ko4eBoe C0BO B
YrJI0BbIX CKOBKax ABASATCA MakKpornoaCTaHOBKOW, MPUBA3aHHOW Ha MMEHa pecypca - UMs Mofe-
JIN UM CMNUNCOK WAD-épaVIHOB BHYTpY Mogenu. MosHbIn Habop BO3SMOXXHbBIX MaKpO MOACTaHOBOK
cM. B npunoxeHum .

MonHag nopaep»xkKa (C BO3MOXKHOCTbIO 3a[laThb KOHCTAHTHbIE 3HAYEeHUS):

e float - cootBeTcTBYeT uniform float;

* int - cooTBeTcTBYeT uniform int;

* vec2 - cooTBeTcTBYeT uniform vec2;

* ivec2 - cooTBeTcTBYeT uniform ivec?2;

* vec3 - cooTBeTcTBYeT uniform vec3;

e ivec3 - cooTBeTcTBYeT Uniform ivec3;

* vec4 - cooTBeTcTBYeT uniform vecs,;

* ivec4d - cooTBeTcTBYeT uniform ivec4.
YacTuyHaa nopaep>kka (6e3 BO3MOXKHOCTU YKa3aHUA KOHCTaHT):

* mat2 - cooTBeTcTBYeT uniform matz;

* mat3 - cooTBeTcTBYEeT uniform mat3;

* mat4 - cooTBeTcTBYeT uniform mat4.
Mpumepsl:

float u RealTime = ;

vec2 u DiffuseSize = u ColorMap->size; E
vec2 u DetailScale = vec2( 10.0, 10.0 );
mat4 u ModelMatrix ;

AHaNOrMYHO 3Ha4YEHNAM TEKCTYPHbIX IOHUTOB, MYyTU, cogep>kaLume B cebe '->' mnm ': :’ 03Ha-
YyatoT obpalleHne K 3apaHee onpenenéHHbIM pecypcaMm, AOCTYN K KOTOPbIM HEBO3MOXEH WU
3aTPYAHEH 0BbIYHBIM MO/b30BaTENILCKUM cnocoboM. CINCOK Takux nyTen cm. B MpunoxeHuni.
Tak >e BO3MO)XEH BapMaHT [JOCTyNa K TEKCTYPHOMY IOHUTY, A8 U3BJE€YEHUA N3 Hero nobouy-
HOW NHoOpPMaLUM (Hanpumep nepenayvn B OHNGHOPM BbICOTbI U LUNPUHBI TEKCTYPbI, UM cnocoba
KOOMPOBaHMA ONa peanm3aumm KactomHoro DXT-komnpeccopa B GLSL). O6paTuTe BHMMaHMe,
YTO TEKCTYPHbIN IOHUT JoJiKeH 6biTb 06bsABMEH BbilWe 4YeM MonbiTKa obpaweHna K ero napa-
MeTpaM. KOHCTaHTHbIe Bblpa>keHuns nogaep>xusatoT 6a3osbin Habop onepaunin, Takmx Kak cJo-
KeHne, YyMHOXXeHne, AesieHne 1 Bbl4nTaHue, a Tak e obpalleHune K Tekywemy BPEMEHU U K
rnonb3oBaTeNbCckon Tabnunue 3HavYeHun. NMpumep:

float u RealTime = ;
vec2 u DetailScale = vec2( 10.0, tablel[time * 0.1] );

Moooep>XMBaTCA TOJIbKO BbIPa>KeHUS CO CKaNSAPHbIMN NepeEMEHHbIMU.

* enum — YacTb abCTPaKL MM BLICOKOT0 YPOBHSA. [laHHbI TUM NepeMeHHbIX HE UCMOo/b3YeTCs B
(pHanbHOM pe3ynbTaTe KoMnuasauum GPU-NporpamMmbl, 0JIHAKO MO3BOSET UCMOJIb30BaTh
COBCTBEHHbIE 3HAaYEHMS, KaK A5 Nepenayn B oHUGOPM, Tak 1 B GPOPMUPOBAHUN UMEH TEK-
CTYPHbIX IOHUTOB, OHNHOPMOB 1 Kaknx-N1nbo nyTen. bonee nogpobHO onNMcaHoO B r1aBe Npo
BbICOKOYPOBHEBYH HaACTPOWNKY.

IHa OaHHbIA MOMEHT paclUMpeHne Asa TeKCTYpPbl, yKadaHHOe ABHbIM 06pa3oM MrHOPUPYETCs, HO 3TO NoBeLeHne Mo-
XKeT N3MEHUTbCA B AafibHENLWeM.


Timofey Chernyshev
Вот тут тоже не понятно, globals, entity -- в кавычках, u_ColorMap -- само по себе. Как это присваивание работает?


3.2.3 BcTpoeHHble PYHKLUMN

setPhysSicDesETIPTION Scr g ame.) E
hedonTtHoe onucaHne MmaTtepuana ansa .bsp MOI7I (cTaTnyHaa reomeTpus).

setPhysicDescription( string name );
JINHKOBKa TeKyllero Mmatepuasa Cc ero gmsmdyeckumm napameTrpamu. dusmyeckne rnapameTpsbl
OonuncCaHbl B crieunanbHoM anne (bonee noapobHo B paspene £2—BameHaeTca npu aybamposa-
HUW. ]Eir

fragShader( string path );
MONHBIN NYTb B paMKax UrpoBON AUpeKTopun A0 dansaa NnporpaMmmbl pparMeHTHOro wenpepa
Mpwn aybnnposaHum He 3aMeHseTcs!

vertShader( string path );
MOJIHbIN MYTb B paMKaX UrPoOBON AUPEKTOpUM Ao dalisia NporpamMmbl BEPLUNHHOIO wWenaepa. Mpun
nybnupoBaHun He 3aMmeHseTcs!

technique( string blockName );
UMS anbTepHaTUBHOro aedontHoro 6a10Ka, Npu oTcyTCcTBUM 6a30B0ro. leTanbHO He TecTmpo-
BaJIOCh.

addShaderDefine( string define );
YacTb MeXaHu3Ma A5 co3faHns ybep-wennepos, CTaTUYHOE YCJI0BME, NCM0/Ib3yeMoe Mpu KOM-
nunaumm GLSL-nporpamm. Mpumep:

|addShaderDefine( HAS_DETAIL );

ByneT BKJIOYEHO B UCXOAHbIN TEeKCT Wenaepa Kak #define HAS DETAIL n 6ypeT y4TeHO nNpwu Ha-
nv4um B Tene wengepa 610K0B-yC/I0BUIA C MPOBEPKOW Ha 3TOT MakKpocC. MakpoChkl CO 3HAaYEHNEM
3ajatl0TCa Yyepes nNpoben-oTcTyn OT MMEHN Makpoca, npumMep

|addShaderDefine( TEX_LAYER 1 );

BbyneT BKIOYEHO B UCXOAHbLIN TeKCT wenpepa Kak #define TEX LAYER 1. B kavecTBe nepe-
MEHHbIX U/UNu Npn GoPMUPOBAHNN MMEH MAKPOCOB AOMYCTUMO TaK K& UCMONIb30BaTb 3HAYEHNS
enum. Npumep:

|addShaderDefine( SHADER_STAGE<stageNum> );

ByneT BKJIIOYEHO B UCXOAHbLIN TeKCT wenaepa Kak #define SHADER STAGE1l npwu ycnoBuu 4To
Tekyulee 3Ha4vyeHme enum stageNum paBHO 1. Tak xe JoNyCTUMO BKJtOHeHMe Lenbix 6/10KkoB aB-
TO3aMeH, nogpobHee B pasaesie 0 BbICOKOYPOBHEBOW 4acTu A3blKa.

removeShaderDefine( string name );
yhanseT paHee 3afaHHbI MakpocC. YaaneHne npoucxoauT rno MMeHn. Mo)XeT UCnosib30BaTbCA
ONg TOro, 4To6bl NPUHYANTESIBHO BEPHYTHLCS K 3HAa4YEHMAM, OnNMcaHHbIM B 6a3oBoM 610ke MaTe-
pvuana npu cobnogeHUN HEKOTOPbLIX YCI0BUIA.

removeUniform( string name );
yhanaeT paHee 3a4aHHbIA OHUGOPM. YaaneHue NnponucxoamT no uMeHn. Mo>xeT ncnosib30BaThCs
ONS TOro, 4To6bl NPUHYANTENIbHO BEPHYTHLCS K 3HA4YEHMAM, ONMCaHHbLIM B 6a30BoM 6/10ke MaTe-
puana npu cobnogeHNN HEKOTOPbLIX YCI0BUIA.

removeImageUnit( string name );
yhanaeT paHee 3afaHHbI TEKCTYPHbIN IOHUT, BCE ero napaMeTpbl, Kagpbl U NyTU noucka. Yaa-
JIeHne NMPOUCXOANT MO MMEeHU. MOXXeT MCMOoNb30BaTbCA A1 TOro, 4Tobbl NPUHYONTENLHO BEp-
HYTbCSl K 3HA4YeHUAM, ONUCaHHbIM B 6a3oBOM 6n0Ke MaTepuana npu cobnloaeHNn HEKOTOPbIX
yCJI0BUMN.

addImagelLocation( string nameOfTexUnit, string additionalPath );
nobasnseT NyTb MOUCKaA OJ19 3a4aHHON0 TEKCTYPHOro toHUTa, rae nameOfTexUnit 3To uma nosb-
30BaTesIbCKOro toHUTa, a additionalPath - 3ToO KOHCTaHTHbLIN UK MEePEMEHHbIN NYTb AJI9 MONCKa
TEKCTYpbl. HeM HMKe Obl 3a4aH AOMOJHUTENbHbLIA NYTh, TEM BbILLE Y HEr0 NpuopuTeT. MNMpumep

// 00bABNAEM TEKCTYPHbIN WHUT

image u ColorMap = ;

// 3apaéM nyTu noucka pas Hero

addImagelLocation( u ColorMap, );

addImagelLocation( u ColorMap, )
addImagelLocation( u_ColorMap, );
addImagelLocation( u_ColorMap, );
addImagelLocation( u_ColorMap, );
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Timofey Chernyshev
Хм, случайно два раза вставил её, поправлю.

Timofey Chernyshev
Забыл гиперссылку добавить, поправлю.


B obuiem cny4yae KoOmMYeCcTBO 3adaHHbIX MyTen He orpaHu4YeHo, ogHakKo nepebop Bcex BapuaH-
TO)KeT 3aMeannTb 3arpysky. Nepebop nyTen 3aKaHYMBaAETCH, KakK TOJIbKO TEKCTypa byaeT
Ha Ha Mo ogHOMY M3 HUX (NtoboMy). CaMbIl NOCNEfHNA BbI3OB MMeeT HanbonbLwmnin Npuopu-
TeT.

addUnitFrame( string nameOfTexUnit, string path, int frameNum );
3arpy>KaeT TEKCTYPHbIN Kaap B KOMMJIEKCHbIN TEKCTYPHbIN OHUT. 'ae name0fTexUnit — 310 nms
MONb30BaTE/IbCKOrO toHUTa, path — 3TO KOHCTaHTHbBIN WAV NMepeMeHHbIN NyTb AN MOUCKA TeK-
cTypbl, a frameNum onpenensieT HoMep Kagpa Ans ux nopsigkosoro nepebopa. JononHUTEeNbHbIE
MyTW NMONCKa A1 KOHKPETHOro Kagpa peanm3yoTcs NyTEM NOBTOPHOIO Bbi30Ba AaHHON OYHK-
LUWN C TEM XKE UMEHEM TEKCTYPHOI O IOHMTA 1 HOMEPOM Kagpa 1 OTAMNYalLWMUMCA NyTEM MOUCKa.

setUnitFramerate( string nameOfTexUnit, float framerate );
yCTaHaB/IMBAET CKOPOCTb aBTO-aHMMauum, F'oe name0fTexUnit 3To nMsA Nonb30BaTE/IbCKOIO KOHU-
Ta, a framerate - KON-BO CMEHSAEMbIX KagapoB B cekyHAay (fps). NoBTopHbIe BbI30BbLI YCTaHaBAM-
BalOT HOBble 3HAYeHuUs.

addImageFlags( string nameOfTexUnit, int flags );
nobasnseT hnarm B 3arpy3ymkK TEKCTYpP, MO3BOAAIOLWME MOMEHATL NapaMeTpbl, HEAOCTYMHbIE U3
wengepa. Foe name0fTexUnit — 3TO UMA Nosb3oBaTENbCKOrO OHUTA, a flags — nmeHa dna-
ros. lonycTnmo 3agaBaTb MHOXKECTBO hbiaros Yepes onepatop '|’. MOAHbIN CMNCOK TEKCTYPHbIX
cdnaros npusenéH B npunoxeHunfl]. Npumep:

|addImageFlags( u_ColorMap, TF_SILENT LOADING|TF_KEEP_SRC_IF ALPHA );

B KOHCO/b He ByayT BbIBOAUTLCA COOBLLEHNA O HEBO3MOXXHOCTW 3arpy3ku OAaHHOW TEKCTYpbl U
€é ncxoaHbINn MaccuB byageT yaoepXuTcs B onepaTMBHOMN MaMATU, NPU YCI0BUX HaNn4us asb-
(hakaHaNa y TEKCTypbl (3TO MOXXET UCMONIb30BaTbCA TPACCUPOBKON AN NMPOXOXKAEHUS CKBO3b
TEeKCTYpPY PELUIETOK).
setImageHint( string nameOfTexUnit, string )

yCTaHaB/MBaeT MOACKa3Ky AN ABWMXKKA, HanNpsaMylo He BAUSET Ha npouecc peHaepuHra; rae
name0fTexUnit — 3To MM Nosb30BaTENLCKOrO IOHUTA, a keyword — 3apaHee onpenenéHHoe
C/I0BO-NoACKa3kKa. [oCcTynHbl chenytowme TUnbl NOACKA30K:

. — NOACKa3Ka ABWXKY, 4TO nepen HUM guddysHasa TekcTypa (1 eé MOXXHO uc-
Mosib30BaTb HanpuMep A9 TPAaCCUPOBKU PELUETOK);

. — nojckKaska ABMXKY, YTO nepen HUM KapTa HopManein;
. — rojckKaska ABMXXKY, YTO nepen HAM KapTa BbICOT.

Ncnonb3oBaHMe OBVMXKKOM AaHHbIX MOACKA30K MOXKET MEHATbLCA OT BEPCUMUN K BEPCUM N CYThb pe-
aJnsaunm He packpbiBaeTcsa. Bbl MOXXeTe X He yKa3blBaTb, MPW 3TOM HUKaAKOW OoWnbku nnm
npenynpexneHus BolgaHo He bypeT.

setGeometryHint( string keyword );
Quake llI™-based cneundunyHaga pyHKuUMS. [103BOISET CKOHBEPTUPOBATb HEKOTOPbLIE YaCTun reo-
MeTpun B ocobblie achpekTbl. [oCTynHbI cneaytowme Tunbl keyword:

. — KOHBEpPTUT reoMeTpuio C yKasaHHbIM MaTepuasnoMm B bunnboapa, Bcerga
napasjnenbHbll Kamepe;

. — TOXe, HO A1 reoMeTpumn C pasIMYHON OJIMHHOM CTOPOH (He KBaapaT-
HOW);

. — paHHee OTCeYeHMe Ha 3arpysky mMatepuana (ewe A0 NOMNbITKA KOMOUAALMN

GLSL 1 3arpy3ku HeobXoAnMbIX TEKCTYP). AKTyaslbHO Ansa Ciy>KebHbIX MaTepunaos.

duplicateGeometry( string materialname );
TOJIbKO ANA KOMNnaTopa ypoBHen makebsp. YcnoBHo cooTBeTCcTBYeT KOMaHAe q3map CloneShader.
addCompileFlags( int flags );
TOJIbKO A1 KOMNunaTopa ypoBHen makebsp. lobaBnseT pa3nnyHbele hnaru, akTyasibHble TOSIBKO
BO BpEMs KOMMUAALMUW YPOBHS. MOHbIA CMCOK BCeX (hnaros npusenéH B npunoxeHun. Nax-
Hble b/larn He COXPaHSAITCA BHYTpU .bsp-mopenn. JonycTuMo 3afiaBaTb MHOXECTBO ()siaros
Yyepes onepaTtop '|’.
addContentFlags( int contents );
TONbLKO AN KOMMUAATOpa ypoBHeN makebsp. [obaBnaeT dnarn-onncaHns KOHTeHTa reomeT-
pvn. NOSHBIN CMMCOK BCex (h1aroB NpUBEaEH B NpunoxeHunlg. aHHbIe narn He COXPaHATCS


Timofey Chernyshev
Там рекурсивный поиск, или просто по шаблону?


BHyTpu .bsp-mogenn HA BAHHbIA MOMEHT! [lonycTnMo 3agaBaTh MHOXECTBO (h/laroB Yepes
onepaTop '|’.

removeContentFlags( int contents );
TOJIbKO AN KOMNmnaTopa yposHen makebsp. YoanseT paHee nobaBneHHbI chnar onMcaHUs KOH-
TEeHTa reomeTpun.

setFogParams( float r, float g, float b, float density );
BPEMEHHbIN napameTp A5 BO3MOXHOCTU MHPOPMUPOBATb OBUXXOK O 3HAYEHUAX NIOKalbHOro
TyMaHa 419 KOHKPETHOro MaTepuana C Lesfbio JasibHENLWen ero ynakoBku B aTpmbyThl BepTekca
reomeTpun. BepoatHo byneT yoanén B bynyuiem. 3HadeHns rgb B gnanasoHe 0.0-1.0, 3Ha4eHuns
density B gnanasoHe 0-255.

3.2.4 BcTtpoeHHble pyHKuun GL-KoHBenepa

MpruMeyeHmne: pyHKUMUN B 3TOM pa3gese ABAATCA NPsaMon TpaHcasumnen GL-BbI30BOB, C CO-
OTBETCTBYHOLLUUM Ha3BaHMeEM KU HabopoM napameTpoB. OTAn4ne Mexay qyHKUnen gpaneepa u
CKPMNTOBOW 3aKJll04aeTCs NnLLb B OTCYTCTBMU npedurkca gl B Ha3BaHMU. [1na Ka)Kaon QyHKL MK
JaHa KpaTkKas XxapaKTepucTuka.

depthMask( int );

BKJIIOYaET N OTKJII0YaEeT 3annck B byddep rnybuHsl; gonyctumele 3HavyeHus: GL TRUE, GL_FALSE.
depthRange( float, float );
Anana3oH B KOTOPOM HaxoaaTcs 3HavyeHuns B bydhcepe rnybuHbl; ot 0.0 go 1.0.

frontFace( int );
obxopn npu oTpPUCOBKE TpeyrosibHUKa (Mo 4YacoBOW U MPOTUB H4aCOBOW CTPENKMK); [OMNYCTUMbIE
3HadeHunsa: GL CW, GL CCWw.

cullFace( int );
oTCeYeHne HeBUONMbIX MOBEPXHOCTEN Npu OTPUCOBKE (3aaHWe, nepefHue, He oTCeKaTb); Aony-
CTuMble 3HaveHua: GL_FRONT, GL_BACK, GL_FRONT_AND BACK, GL_NONE

depthFunc( int );
hyHKUMA ona Z-TecTa; gonyctumble 3HadeHusa: GL_NEVER, GL_LESS, GL_EQUAL, GL_LEQUAL,
GL_GREATER, GL_NOTEQUAL, GL_GEQUAAL, GL_ALWAYS.

alphaFunc( int, float ref );
dyHkumna ona Alpha-tecTta; nponyctumble 3HadeHus: GL_NEVER, GL LESS, GL EQUAL, GL LEQUAL,
GL GREATER, GL_NOTEQUAL, GL_GEQUAAL, GL ALWAYS; ref B anana3oHe 0.0-1.0.

blendFunc( int src, int dst );

PYHKLNA 0719 pexxnma CMeLllmnBaHuns; gonycTmuMble 3HavyeHns: GL ZERO, GL__ONE, GL_SRC COLOR,
GL DST COLOR, GL ONE_MINUS SRC COLOR, GL ONE MINUS DST COLOR, GL SRC ALPHA,

GL DST ALPHA, GL ONE MINUS SRC ALPHA,GL ONE MINUS DST ALPHA,GL ALPHA SATURATE. Mpo-
BEPKW Ha BaJINAHOCTb NMapbl apryMmeHToB AJ191 UICXOAHOIr0 1 (PMHaIbHOIro TapreTa He NMpon3Bo4UT-
Cfl, OCTaBNAETCHA Ha YCMOTpeHue sBuaeopansepa. Owmnbky npu 3afgaHnm HeBepHbIX KOMBMHaL MR
MO>XHO MOCMOTpPEeTb, 3anyCTMB ABUXKOK C KJto4oM -gldebug.

polygonMode( int type, int mode );
peXxnumMm OTPUCOBKN reoMeTpuu; nepsbln napaMeTp: GL_FRONT, GL BACK, GL_FRONT_ AND BACK,
GL_NONE; BTOpon napameTp: GL_FILL, GL LINE

polygonOffset( float factor, float units );

OTPUCOBKa reoMeTpun € OTCTYNOM. AKTyasbHO ANA AeKasiel U aHaornyYHbIX NOBEPXHOCTEN.

MprnMeyvaHme: HeaBHbie BbI30BbI JLEnable n glDisable npon3sBoaAaTCA aBToMaTMYECKM Ha OC-
HOBaHWM aHaNM3a BXOOHbIX NapaMeTpoB. Tak, K npuMepy, Bbi3oB polygon0ffset( 0.0, 0.0 );
OTKJIlO4aeT ero gencrteme. crnosb3oBaHUe OaHHbIX BbI30BOB PEKOMEHAYeTCA CBeCTU K MUHMU-
MYMY MO BO3MOXXHOCTW, MOCKO/bKY MX (PpyHKUMOHaN OBbIMHO [OCTYNEHO HenocpeaCTBEHHO U3
GLSL-nporpammebl.

3.3 BcTpoeHHble 3J51IeMeHTbl NpenpoueccuHra
(BbiICOKOYpOBHEBasA HaACTPOUKa)

3.3.1 Makpo-ycsnoBus

A3bIK He COAEepPXXMT runtime-ycsioBuiA HeNnocpeaCTBEHHO B MaTepmrasiax, MocKosbKy nogobHoe
rnoeegeHne MoxXxeT cbMBaTb C TONKY Mpu Bbibope opraHM3aLnM yCNOBUIA HEMOCPEACTBEHHO B
GLSL-wennepe nnv B onncaHUm MaTepuana. YCoBuUs NPenpoLLecCUHIa BbINMOJIHAOTCSA OANH pas3



Mpv NOCTPOEHNN MaTepuana u He BAUAIOT Ha X0 BbINOJIHEHWNSA peHAepuHra — gJs 3Toro cre-
OyeT ncnonb3oBaTb ycnoeusa B GLSL-nporpamme. [oCTyneH TUMNYHbIN Habop KJOYEBbLIX CJIOB,
HavYnHawowmnca ¢ npeukca #. 2t1o: #if, #ifdef, #ifndef, #elif, #else, #endif. MpuHUMN
nx NnoBefeHnsa NosIHOCTbLIO aHanorn4yeH pabote npenpoueccopa B C/C++. OTANYMSA 3aKI04aeT-
CA NMMWb B TUNax nepemMeHHbIX 1 Habope KOHCTaHT, KOTOPbIA MOXeT ObiTb NOABEPrHYT 3TUM
npoeepkaM. B C/C++ npoBepKn oCyw,ecTBAAIOTCA B OTHOLWEHUN KOHCTAHT 3adaHHbiX anbo 4e-
pes3 #define name, nnbo 4yepe3 #define name value. B gaHHOW cucTeMe MaTepunasioB NpoBepkKe
MOryT NOABEPraTbCa Kak 06bAB/IEHHbIE MONb30BaTE/IbCKME TUNLI: image, uniform, enum, Tak n
HeKOoTopble HEO6BABNEHHbLIE — HANPUMEpP, KOHCOJIbHbIE MEePEMEHHbIE BHYTPU ABUXKKA.

PasHnua mexay #if n #ifdef 3aknioyaeTcsa B TOM, 4TO NepBbIN Clly4an NpoBepseT BHYTPEH-
Hee cocTosHMe 06bABIEHHOW MepeMeHHON, NPUYEM Nogpa3yMeBaeTCsd, YTO OHa CyllecTByeT.
MpoBepka HeobBbABNEHHOW NEePEMEHHON MPUBOAUT K BbIBOAY NPeAynpeX4eHNS B KOHCOb U pe-
3y/bTaT MogobHOM NPOBEPKU CHNTAETCS HeobbABEHHbIM NoBeAeHWEM. Yawie Bcero oH byaert
coBMajaTb C BalWlMMMU HaMepeHnaMun, Ho He obsAa3aTenbHo. [na HUGOPMOB, COCTOALWMX U3 60-
Jlee 4eM O4HON NepeMeHHON, AN NPOBEPKN UX KOHKPETHbLIX 3HAaYeHUN NpefyCMOTPeH AO0CTYN K
3/1eMeHTaM MacCuBa 4yepes KBapaTHble ckobku [val], roe val 3To HOMep B 31eMeHTe MaccuBa.

Ona TEeKCTypHbIX IOHUTOB NpoBepka #ifdef 3To NpoBepka Ha TO, 4YTO OHUT 06BLABNEH BblI-
e no TeKCTy onucaHusa maTtepuana. lNMposepka #if Bo3spawaeT true ecnn 3agaHHasa TEKCTypa
no ogHoMy 13 nyTen Bbina yCnewHo 3arpy>xeHa. lNepeMeHHbIe enum NMPoOBepPSATCA Kak 06bAB-
neHuve (Yepes #ifdef) Tak n Ha Tekyuwlee 3Ha4YeHMe. TaK e CyLLeCTBYEeT CMUCOK BHYTPEHHUX
rnepemMeHHbIX, COCTOAHNE KOTOPbIX MOXXHO NMPOBEPUTb Kak Ha Hasndume, Tak U Ha 3HadeHue. [ns
KOHCTaHTHbIX 3Ha4YeHuUn npoBepkn Ha #if n #ifdef ToXaecTBeHHbI B BONLLINHCTBE C/y4aes.
NckntoyeHnsa orosopeHbl 0€060. CMNMCOK KOHCTaAHTHbLIX NePeMEHHbIX:

* GL_EXT TEXTURE_CUBEMAP — noppep>xka pacimpeHus kybeman BuaeokapTon;
* GL_EXT TEXTURE_2D RECT — nogpep>xka pacwmpeHus 2D Rectangle TekcTyp;
* GL_EXT TEXTURE_ARRAY — nognep>XKa MyabTUCNOMNHbLIX TEKCTYP;

* GL_EXT TEXTURE_3D — noppep>ka 3D-TeKkcTyp;

* GL_EXT TEXTURE_DEPTH — nogpep>xKa TeKCTyp raybuHsl;

* GL _EXT GPU SHADER4 — noppep>kka pacwupeHuin asbika GLSL GPU _shader4 (Ha4uHasa c
GF8xxx);

e NVidia — Bo3BpawaeT true gna sugeokapT NVidia;
e ATI nnu AMD - Bo3BpallaeT true ana suaeokaptT oT ATI/AMD;
e Intel - Bo3BpawaeT true gns BuageokapT oT Intel;

* GL_MAX TEXTURE_2D SIZE — makcuMaJsibHbIN pa3Mmep 2D TeKCTypbl (beccmbicieHHO npoBse-
pATb Ha #ifdef);

* GL MAX TEXTURE 3D SIZE — mMakcuMabHbIn pa3mep 3D TekcTyp (BepHET 0, ecnm pacwumpe-
Hne 3D-TeKCTyp He NnogaepXMBaeTCs);

* GL_MAX TEXTURE 2D RECT SIZE — MakcmManbHbIA pa3Mep 2D rectangle TekcTyp (BepHET
0, ecnu pacwmpeHue 2D rectangle TekCcTyp He Nnogaep>XMBaeTCs);

* GL_MAX TEXTURE_2D LAYERS — MakcuMasbHOe KOJI-BO CJIOEB ANA MYJIbTUC/IONHON TEKCTY-
pbl (Ba>XKe nNpu oTCYTCTBUM NOAAEPXKKM MOXKET BO3BpaLlaTh 1);

* GL_MAX CUBEMAP SIZE — mMaKkcMManbHbIA pa3Mep Kybuieckor kapTbl (BepHET 0 ecnn Kybu-
YyecKune KapTbl He NoALEPXKMBAOTCSA);

e GL _MAX PROGRAM UNIFORMS — MaKcuMaJsibHOe K0JI-BO YHUMOPMOB, AOCTYMHOE A4 nepena-
4ym B Wengep. Kak npaBnao nMmeeT 3Ha4YeHMeE Npu nepegaye onncaHnsa ckenera.

* GL _MAX PROGRAM VARYING FLOATS — MakcMManbHOE KOJI-BO NepeMeHHbIX A/ CBA3U MeX-
Oy BEPLUNHHBLIM N (hparMeHTHbIM LLenaepom;

* GL_MAX SKINNING BONES — ABM>XKOBbIN MOACHET KOJI-Ba KOCTEN, KOTOPbIE BO3MOXXHO ne-
pefaTb Ha faHHOW KOHpUrypaumm ncxons ns nonc4éra toHngopmos ¢ y4étom GPU.
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* <MMsA KOHCOJZIbHON MEPEMEHHON> — eCJIN Bbl HE YBEPEHbl YTO TaKoBas NepeMeHHas cyule-
CTBYET, Niydlwe ncnonb3loBaTtb #ifdef.

* MODEL_HAS LIGHTMAP - BepHé&T true, ecnuy Moaenn nMetoTcs lanTmansbl (aKTyanabHO TOJb-
KO o719 CTaTU4YHOM reomeTpumn, 6eccmbiCNeHHO NMPoBepsaThb Ha #ifdef);

* MODEL_HAS DELUXMAP — BepHET true, ecqinm y Mmoaenn nMerTCs AefitoKcMansl (aKTyasibHO
TONbLKO ANS CTAaTUYHOW reomeTpumn, 6eccMbiCieHHO NpoBepATb Ha #ifdef);

* MODEL_HAS VERTEXLIGHT — BepHET true, ecin y Mofenn NMeTCA BEPLUMHHOE OCBELLLeHNe
(aKTyanbHO Ans CTaTUYHOM reomeTpumn, 6eccMmbiCIeHHO NpoBepAaTb Ha #ifdef);

* MODEL HAS BONEWEIGHTS — BepHéT true, ecnm y mogenn ecTb pa3BecoBKa (TONIbKO AN4
MOJeJsiel CoO CKeNeTHOW aHUMaumnen, 6eccMbICIeHHO NpoBepsATb Ha #ifdef);

* MODEL NUM BONES — K0s1-BO KOCTEW AN4 TekyLwen moaenu. Ecnm pasHele Moaenn Ncnosb3y-
IOT OAVH U TOT >Ke MaTepuars, ycnoBune byneT BbIMOJIHEHO B COOTBETCTBUN C KOJI-BOM KOCTEN
ONA Ka>XA0M N3 HUX.

* MATERIAL HAS LIGHTMAP — mpoBepKa Ha Haau4ve nanTManbl HE Y BCen Moaenu, a y AaH-
HOro mMaTtepuana. MoxeT BepHyTb false, ecnm npm KoMnunauMn 66110 BbIBPAHO TOJIBKO
rnoBepTeKCHoe ocBelleHne, beccMbICIEHHO NMpoBepATb Ha #ifdef.

* WORLD HAS GLOBALFOG — npoBepka Ha Hasin4yme TyMaHa, 3a4aHHOro U3 HacTPOEeK KapThl.
He TecTupoBanock, ckopee Bcero He paboTaeT.

* AUTOGENERATED MATERIAL — Bo3BpallaeT true npu yCs0BUM YTO NONb30BaTENbCKUIA 610K
onucaHmsa maTepuana He 6bla ykasaH, a caM MaTepuan 6ol NOCTPOEH LeIMKOM 13 AedonT-
Horo 6n10ka. beccMmbic/ieHHO NpoBepsTh Ha #ifdef.

Tak XKe cywecTByeT BO3SMOXXHOCTb MPOBEPKN MakpoCOoB, NpefHa3sHa4YeHHbIX 419 KOMOUaauum
c GLSL-wenpepom (oHM 3agatoTca npu nomowumn pyHkumm addShaderDefine), kak Ha Ux Hann4vme,
TakK W Ha UX 3Ha4YeHue, OQHAKO AaHHas BO3MOXXHOCTb AeTafibHO He TecTupoBanach. YCNOBMSA

MOryT coepxaTb B cebe TunMYHbIE onepaHAbl, Takme Kak &&, ||, >, <, >=, <=, I=, a TaKk xe
nHBepcuio !.
MprMepbl NCNOJSIb30BaHUA YC/IOBUA NMPEenpoLecCuHra
#if r fullbright || 'MODEL HAS LIGHTMAP
addShaderDefine( LIGHTING FULLBRIGHT );
#endif

B naHHOM cnyyae r fullbright — 3To KOHCONbLHaA NepeMeHHas C haarom, KOTOpPbIA MPOBOLU-
pyeT NoJsiHyto nepesarpysky MaTepuasioB Npu U3MEHeHNN 3Ha4YeHnsa nepeMeHHon. Takmum obpa-
30M, flaXke NCM0JIb3ys KOHCTaHTHbIE BblpaXXeHWs, Mbl MOXXEM N3MEHATb Wenaepbl Mo Xo4y Urpsbl.
OnHako, AaHHas onepauuns 3aHMMaeT NOpAAOYHO BPEMEHU, MO3TOMY eé NMCMNoJib30BaHWe onTu-
MaJIbHO INLWb 019 CMEHbl KaKUX-TO rnobanbHbIX PEXUMOB HaCTPOEK.

#if r detailtextures && u DetailMap
addShaderDefine( HAS DETAIL );
#endif

MpoBepka Ha To, 4TO nNepemMeHHas r detailtextures He paBeH Hynto, a u DetailMap mmeeT
3arpy>XeHHy0 BaauaHyo TEKCTYpY (CaM IOHUT OoJsiKeH BbiTb YKasaH B itloboMm cnydae). Mpumep
6onee C/IOXKHOro Cry4vas:

#if stageNum ==
#if u_AlphaFuncO[0] == 2.0
alphaFunc( GL GREATER, 0.0f );
#elif u AlphaFuncO[0] == 3.0
alphaFunc( GL _LESS, 0.5f );
#elif u_AlphaFuncO[0] == 4.0
alphaFunc( GL GEQUAL, 0.5f );
#endif
#elif firstStagelsTrans ==
// alphaFunc on translucent material
// invoke filter blending
numFilterBlends++;
#endif
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roe stageNum n firstStageIsTrans — 3To NnepeMeHHbIe enum, 3HAYEHNSA KOTOPbIX NCMOb3YIOT-
CS TOJIbKO BO BpeMsi MOCTPOEHMSA MaTepuasna, 0 4éM yxxe 6bi10 HanmcaHo Boiwe. Cooepxmmoe
toHupopMa u_AlphaFunc npoBepsieTcs Ha KOHCTAHTHbIE 3Ha4YeHUA (KoTopble 4Na Harasa4HOCTU
TOXKE MO>XHO 3aMeHUTb MakKpocamu), Nocsie Yero oHWN NpeBpaLlatoTcs B Bbi30B gl-pyHKUMnN. O6-
paTuTe BHUMaHWe, 4TO AaHHas peasin3aumnsa ycioBun He npeaycMaTpuBaeT 3anpoCc COCTOAHUN
13 gl-pyHKLMIM, NOCKOJIbKY 3TO HapyLlaeT Le/IOCTHOCTb apXUTEeKTypbl.

3.3.2 Makpo-3aMeHa

Makpo3aMeHa peannsyeT Ty CaMyio YacCTb S3blKa, MO3BOJISIOLLYO CBECTU 06K BUO CUCTEMBI
MaTepuasioB K HEKOMY CTaHAapTY (y>Ke CyLlecTBYOLWEMY, NN BHOBb pa3pboTaHHOMY KOHEYHbIM
nonb3oBaTesnieM), Ans 6onblero ynobctea paboThl. ABTO3aMeHa NoAAeP>XKMBAET PeKyPCUBHbIE
B/IOXKEHUSA (aBTO3aMeHa aBTo3aMeHbl), a TakK »Ke PopMUPYET Ha OCHOBE HabpaHHbIX KOYEBbIX
CJIOB YHUKaJbHble cnoBapu. O/ pa3HbiX MaTepuanoB AOCTYMHbI pa3Hble BapuaHThl CJloBapen
B paMKax oOHOW urpbl. Kon-Bo cfioBapein onpenenseTcs nosib3osateneM. O6bIYHO AOCTAaTOYHO
eZINHOr 0 C/IoBaps Ha BeCcb Habop MaTepunanoB. B 3ToM cilyd4ae cocTositHMe BCex enum He cbpachi-
BAETCS Ha HOJIb MeXAY MapCUHIOM MoJib30BaTeNbCKOM U 6a30BO YacTu MaTepuana. Takum ob-
pa3oM, NepeMeHHble enum, yCTaHOBJIEHHbIE B TO UM MHOE COCTOSHUE BO BPEMS NMapCuHra nosb-
30BaTe/NIbCKOW YacTU MOTyT BbITb MPOYMTaHbl B 6a30BOM 14 BbINOJHEHUS KaKNX-TNH0 yCNoBUIA.
Bnpoyem 3TO He eAINHCTBEHHLIN Crocob opraHn30BaTh CBA3b MexXxAy ABYMS YacTaAMU MaTepua-
Jla — Bbl TakK XK€ MO)XeTe UCMNO0JIb30BaTb MaKpOChl Liengepa 1u/vnm ioHUGopMbl. Beibop MeTona
3aBUCUT OT Baluux 3aga4y. ObpaTTe BHUMAHME, YTO aBTO3aMeHa AeACTBYET TOJIbKO BHYTPU -
rYPHbIX CKOBOK onmncaHus MaTepurana.

{

// aBTO3aMeHa OypmeT [eNncTBOBaThb TOJNIbKO B 3TOM MPOCTPAHCTBE

}

KntoyeBble C/lIoBa MaKpO-3aMeHbl:

#msg — oTnago4Hoe coobueHne. NicnonblyeTca onsa ahpekTUBHON OTNagKn aBTo3aMeH 6o-
KOB, MO3BOJISET y3HATb TEKY“=2e COCTOSAHNE IOHN(OPMOB, MaKpPOCOB LLenaepa 1 enum-nepeMeHHbIX.
MNpumMep ncnonb3oBaHUsA:

|| #msg <sectionname> apply custom blend

#msg Kak n nobasa gpyras KoMaHha npenpoueccopa He TpebyeT TOYKM C 3anATOM Ha KOHLUeE.
CnoBa Haxoasilmecst B PUrypHbIX CKOBKaxX MHTEPNPETUPYIOTCS KaK MakpoChl aBTOMOACTAaHOBKN
- KaK NoJIb30BaTeNbCKNE, TaK U BCTPOEHHble. B gaHHOM crniyyae <sectionname> 3To BCTpoEH-
Hasi aBTO3aMeHa, NoAMEHSEeT KJIl0YEBOE CJIOBO Ha Ha3BaHMe MaTepuaa, KOTopblA NapcuTcs B
TEeKYLWMA MOMEHT. DTO €INHCTBEHHbIN BCTPOEHHbI Makpoc. Bce ocTasibHble — MOJIb30BaTE b-
CcKkue. Bbl Tak »xe Mo)xeTe BbIBOAUTb COCTOSHWS IOHU(OPMOB, MaKPOCOB Lenaepa U TEKCTYPHbIX
IOHUTOB, B351B UX UMS B yrioBble CKOOKuN. Mpumep:

|#msg <u_DetailScale[0]> detail scale by X

CoCcTosIHME MaKpoCoB LWenaepa 6yneT BbIBEAEHO /LWL MNPU YCJIOBMN, YTO OHU PaBHbl KAKOMY-TO
3Ha4YeHUto, a He NpocTo obbABNEHbI. Mpumep:

addShaderDefine( SKYPARMS );
#msg <SKYPARMS> sky parameters value

He BbIBEOET HMYero, T.K. MAKpOC He paBeH KakoMy-n1mbo 3HavyeHuto. [ TEKCTYPHbIX IOHUTOB
BbiBOAMTCA nbo 0, ecnm TekcTypa He bbina 3arpy>xeHa, 1mbo 1, ecnim TeKCTypa yCneLwHo 3arpy-
KeHa.

#define — npocTenwn sanemMeHT aBTO03aMeHbl. [loBeaeHne oTanyaeTcsa oT Takosoro B C/C++.
Moopoep>xnBaloTCS TONIbKO ABa BapuvaHTa paboThl: #define a — YHUUYTOXXEHME NCXOOHOIO KJItO-
4eBOro CJI0Ba;

#define a b — 3ameHa KNOYEBOro CJqI0Ba a Ha KJo4YeBoe cnoBo b. Bce aBTO3aMeHbl O4OJIKHbI
YJI0)KUTbCS B O4HY JINHUIO 0 NepeHoca.

#keydef — OCHOBHOW MHCTPYMEHT aBTO3aMeHbl. MOLWHbIN MeXaHW3M, NoAAEPXKMNBAOLWNNA KaK
HesIBHble apryMeHTbl, TaK 1 MNJaBaloLLlee NX KOJI-BO, @ TaK »Ke MO3BOJIAIOWNA 3aMeHATb KitoYe-
Bble CJ/I0Ba/K/l04EBbIE CTPOKWM Ha BJIOK TEKCTa, KOTOPLIN MOXXET CoAepP>KaTb CCbIIKY Ha o4yepea-
HoW 610K aBTO3aMeHbl. [ybuHa pekypcumn aBTo3aMeH He orpaHuyeHa. Tak xe MoxXeT paboTaTb
N Kak 0bbl4HbIN #define. Mpumep NpocTenwero NCnoib3oBaHUs, C YHUYTOXKEHNEM NCXOLHON
CTPOKMU:
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Timofey Chernyshev
Это что бы срать в консоль при загрузке материалов на предмет всяких косяков?


|| #keydef sort <a>

B laHHOM CJly4ae 3TO napaMeTp U3 onucaHus matepuanos Quakelll™. 'oe sort knwo4esoe cio-
BO, @ HaNPOTWUB HEro A0MYyCTUMbl HECKOILKO 3HaYeHni, nbo undpsl. NMepeMeHHasa B pUrypHbIx
ckobkax <a> Mo3BOJISEeT OXBAaTUTb UX BCE, KaK aBTO3aMeHy C HeCTPOrmM COOTBEeTCTBMEM. Bbl
MOXeTe UMeTb 0JHOBPEMEHHO HECKOJIbKO BapMaHTOB aBTO3aMeHbl, Kak C HECTPOruMm, Tak u co
CTPOrMM COOTBETCTBUEM, C/IOBapb BbibepeT Hanbosniee NoAXOAAWMA BapUaHT CaMOCTOATESBHO.
ITO MOXXET NPUroanTCsa B TOM CJly4ae, eC/im YaCTb A0MYyCTUMbIX 3HaYeHUN ANA KJ04YEeBOro C/10Ba
sort Bbl xoTuTe obpaboTaThb, a HaCTb — MNPOCTO NPOUTHOPUPOBATL.

ObpaTuTe BHUMaHUe, YTO Ha NepBoV CTpoke 0bbaBneHus #keydef Bcerga non>KeH HaxoonTCs
TONIbKO WabnoH ans noncka. bok aBTo3aMeHbl BCerga Ha4yMHaeTCsa C HOBOW CTPOkKW. Paspene-
HMe CTPOK NPOM3BOANTCSH Yepe3 CUMBOJT '\’ B KOHLLe CTPOKKU. OTCYTCTBME CMMBOJ1A O3HaYaeT, 4To
9TO Noc/ieAHAS CTpoKa B onucaHum #keydef — 3To noBegeHUe aHanormMyHo 0bbl4HBIM Makpocam
B npenpoueccuHre C/C++. NMpumep:

#keydef map <value>\
addImplicitImage <value>\ E
image u ColorMap<stageNum> = ;

34ecb y Hac 6onee cnoxHbin cny4dan. addImplicitImage — 3170 uMa ovepenHoro 6s0ka aBTo3a-
MeHbI, BCTaBJIeHHOro B 6710k map <value>. 3TOT 610K BbIrNSgnT ciegyowmm obpasom:

#keydef addImplicitImage <value>\
#if <stageNum> == 0\
image ¢ ImplicitImage = i\
addImageFlags( ¢ ImplicitImage, TF SILENT LOADING );\
#endif

OTcyTcTBMe cMMBOa '\’ B KOHLE NocCnefHen CTPOKU yKa3blBaeT, 4TO 3TO (hUHasbHasA CTPOKa
aBTo3aMeHbl gna addImplicitImage <value>. CoBnageHne NMEH aprymeHToB MMeeT 3HavyeHune
TOJIbKO BHYTpU 6J10Ka aBTo3aMeHbl. TO 4TO NOAAETCHA Ha ero BXo4 KOHBEPTUPYEeTCHA B UCTUHHOE
3Ha4YeHue J0 HayaJsla MonCKa o4epenHOro perysasapHoOro BblpakeHus.

ObLiee orpaHM4YeHne Ha KOJI-BO apryMeHTOB KaK CTPOroro, Tak U HeCTpororo coBnageHus
paBHO 32. Ecan Bbl BbIWAM 3@ paMKU J@aHHOMO NMMUTA, UMEeeT CMbIC/T UCMO0/Ib30BaTbh apryMeH-
Tbl NEPEMEHHOr0 KoJinyecTBa. [laHHble apryMeHTbl Bcerga A0J/KHbl Ha4MHaTbCA C CMMBOsa '@’.
Mpumep:

#keydef translate <@val> , <@va2>\ E

addShaderDefine( APPLY_ TEXMOD<stag=wum> <texModCount> );\

vecd u texMod<stageNum> <texModCount> = vec4( <translate>, <@val>, <@va2>, 0.0

)i\

texModCount++;
roe stageNum n texModCount — 3To enum-nepeMeHHble, KOTOPbIE NCNOJIb3YIOTCA AN POopMUpo-
BaHWSA MMEHM MaKpoca Wwernaepa v nocseayoLero nCNosib3oBaHus B ybep-uengepe. AHanoruny-
HO OHW MUCNOJIb3YITCA N ANa POPMNPOBaAHUE NMEHUN IOHMUDOpMa. NepeMeHHble apryMeHTbl BCe-
roa 0O/KHbI ObiTb OTAE/IeHbl KOHCTaHTO HaweM csyyYae 370 3andaTad. B npoTuBHoOM cny4vae
HEeT HUKaKOW BO3MO>XHOCTWU MNOHAThL, FAe KOHYaeTCs nepsbli Habop NPON3BOJIBHOr0 KOJIMYECTBA
ApPryMeHTOB M Ha4YMHAETCA BTOPON. ECnm Bbl NonbITaeTeCh 3a4aTh UX NoApsa, To byaeT BbigaHO
COOTBETCTBYOLLEE NpenynpexaeHne. NepemMeHHbIn Habop aprymMeHToB B AAaHHOM Cllyyae uc-
noJsib3yeTcs NOTOMY, YTO 3TO 3Mynauumsa yHkumoHana n3s Doom 3™ rae 3HayveHus translate
MOTryT OblTb KaK KOHCTAaHTHbIMW 3HAYEHNAMN, TaK U PEryasapHbIMAN Bblpa>KeHUAMUN C MPOUN3BOJIb-
HbIM KOJINYECTBOM OMNepaTopoB. Bbl MOXXeTe NCNOoJIb30BaTbh UX U AN APYrnx cay4aesB, HO 3TO
CaMbIl TUMNYHBLIN. BblpakeHns 6yayT CKOMMpoBaHbl B KOHCTAHTHbIE NapaMeTpbl OHUGOPMa U B
JanbHenwem nnbo NpeBpaTATCA B €4NHYI0 KOHCTaHTY, 1nbo 6yanyT o6HOBAATLCSA KaXKAbIN Kaap,
€C/IN B HUX MPUCYTCTBYIOT CChIJIKU Ha NepeMeHHble (TeKkyllee BpeMs, nojib3oBaTesibckaa Tabnum-
La).

Kpome 3Toro y napameTpa #keydef cyuwecTByeT ABa npenonpenenéHHbiX 3Ha4YeHuns.
370: #beginsection — BbI3bIBAaETCH KaXK bl pa3, nepen Ha4yasioM NapCuUHra HOBOro MmatTepuana
#endsection — BbI3bIBAETCH, KOrga NapCUHr MaTepuasna y>Ke OKOH4YeH. [laHHble cekumn ABns-
I0TCS Heobs3aTeNbHbIMU N Bbl MOXKETE UX He YKa3biBaTb COBCEM. [TpuMep NCNOo/Ib30BaHWSA

#keydef #endsection\
#if <translucentMaterial> == 1\
CheckHardwareBlend\
#endif
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Timofey Chernyshev
Не совсем понял, '\' кроме экранирования перевода строки именно обозначает что-то, или макрос в принципе можно писать в одну строку если не использовать '\'?

Timofey Chernyshev
Хм, не понимаю как он распарсивает то что было внутри <@val> -- мб стоит привести листинг как оно выглядит после прохода препроцессора?

Timofey Chernyshev
Константой?


npu ycnosuu 41o enum translucentMaterial Ha 3Tane napcuHra 6bia1 yCTaHOB/EH B 1, Mbl Bbl-
3blBaeM csiegyownin 6,10k aBTo3aMeHbl nog Ha3BaHneM CheckHardwareBlend. Kak n Bo Bcex
NMPOYMUX C/yYasix OTCYTCTBME CMMBOA '\’ 03Ha4aeT KoHeLl, 610Ka aBTo3aMeHbl. Tak e obpaTuTe
BHMMaHWNE, 4TO 3TW aBTO3aMeHbl BbI3blBAOTCS OBa)KAbl — KaK A9 M0OJIb30BaTEIbCKOW CEKLMN,
Tak n ansa 6asoson. BcTtpoeHHoro cnocoba onpefennTb KaKylo MMEHHO cekunio Mbl obpabaTbl-
BaeM He NpefyCcMOTpPEHO, HO 3Ta 3ajaya JIerko pellaeTcs npu noMoLLn BCMoOMOraTesibHOW ne-
peMeHHOWN, eCc/in B 3TOM BO3HUKHET HeobX04NMOCTb.

3.3.3 BpeMeHHble nepeMeHHble

BpeMeHHble nepeMeHHble UMEIKOT TUM enum 1 NCNO0JIb3YIOTCS TOJIbKO BO BpeMs NapCuMHra ma-
Tepunana, OHM He NonagatoT B KOHeYHble HaCTPOMKN, OAHAKO UX TeKyLMe 3Ha4YeHNa MoryT BbiTb
NCMoJIb30BaHbl OJ151 3a4aHNSA KOHCTaHT B lOHMMOPMaXx, a Tak Xe Ans popMMpoBaHNA YHUKab-
HbIX UME&H. O61acTb BUANMOCTM 3TUX NEPEMEHHLIX PacnpocTpaHsaeTcs Ha 06a 61oka maTepnana
- KaK NoJIb30BaTesIbCKUN, TakK U AeONTHbIA, MpW YCNoBUK, 4TO 06a 610Ka NCNONb3YIOT OAUH U
TOT XKe CJloBapb. B 3TOM csiydyae nx 3HavyeHUsA He cOpacbiBalOTCS MeXAY NepexoaoM OT MoJib30-
BaTe/IbCKOWN K 0edOoNTHOM YacTu 1 MoryT BbiTb MCNOJIb30BaHbl Kak ycnosus. NMpumep: B crioBape
bbina 06bsABNEHaA NepeMeHHas

|enum firstStageIsTrans;

€C/iI1 B MOJIb30BaTENIbCKOW YacTun MaTepuaia OHa 6blna YCTaHOBJIEHa B eeHNLLY, TO Mbl CMOXEM
NMPOBEPUTbL 3TO B 6a30BOM YaCTK U BbIMOJAHUTb Kakoe-1nbo ycnoavle.@

#if <firstStageIsTrans> == 1
depthMask( GL FALSE );
#endif

Onepauun ¢ enum nepeMeHHbIMU. Bbl MOXXeTe ABHO 3aaBaTb UM 3HAYEHME:
| firstStageIsTrans = 1;
Bbl MOXKeTe BOCMO/1b30BaThCSA ONepaTopamm NOCT-UHKPEMEHTA U MOCT-AEKPEMEHTA:
| firstStageIsTrans++;

Bbl MO>XKeTe UCnosib30BaTb X Kak onepaTopbl ycoBun #if — Ha Tekyuiee 3Ha4YeHMe NN Hepa-
BEHCTBO HYJIl0. Bbl MOXKeTe ncnosb3oBaTh UX Kak onepaTopbl ycnoBun #ifdef Ha npoBepky cy-
LEeCTBOBAHNSA OaHHOW rnepeMeHHON. Tak »Ke Bbl MOXKETe NUCMO0JIb30BaTb UX TeKyLlMe 3HaYeHUS
npu OPMNPOBAHNN YHUKASIbHBIX MMEH IOHN(OPMOB, TEKCTYPHbIX IOHNTOB U MaKpPOCOB Lenae-
pa. B KayecTBe aprymeHTa Agnsa #msg aHanornyHo 6yaeTt BbiIBEAEHO TeEKyllee 3HavYeHme enum.
Niobble gpyrue Bnabl onepaunin Ha aHHbIA MOMEHT He NOAAEP)XMBAIOTCS, B HaCTHOCTU MPUCBO-
€Hue 3Ha4YeHMs U3 0O4HOro enum B APYron.

3.3.4 BcnomoraTteJsibHble KOMaHAbl OJifg caoBaps

BcrnomoraTenbHble KOMaHAbl BCErga Ha4dMHalTCA C cMMBONa '# 1 peann3yloT rnobanbHbIN
(yHKUMOHaN. aHHble csioBa He nofJsieXxaT aBTo3aMeHe, UX HeJlb35 BKJ/l0YaTb B COCTaB
#define, #keydef n BHYTpb cekUUn onucaHus MaTeleay6n|/|pOBaHV|e BCMOMOraTesibHbIX
KOMaHpg He nMeeT adpdekTa. CMCoK BCroMoraTeNlbHbIX KO ——HA:

#caseinsensative — OTKJOYaeT NPOBEPKY perncTpa ANS KAYEBbIX C/0B, ONMCaHHbIX Npu
nomowmn #keydef nnm #define. BHMMaHune! oTKAOYEHME KacaeTCsa TONIbKO MexaHn3Ma aBTo3a-
MEHbI, BO BCEX OCTasibHbIX Cy4asax (HanpMMep Npu oONMCaHUM TEKCTYPHbIX IOHUTOB, OHUOPMOB,
enum-nepeMeHHbIX UK WengepHbIX MaKpOCOoB), HYYBCTBUTENIbHOCTb K PErNCTPY COXpPaHaeTcs, Nno-
CKOJIbKY OHa NMpoAuKToBaHa TpeboBaHnamMun ctaHgapTa GLSL.

#replacesources — nepeBoAUT CQIOBapb B arpeCcCMBHbIN PEXNM, KOTOPbIN BbIMNOJIHAET aBTO-
3aMeHy BO BpeMs NepBUYHOI0 NapCuMHra, eLe Ao K3WnpoBaHusa Mmatepnanos. UcnonbsyeTcsa ans
nogoaepxkn opmaTa 3annucu MaTepuanoB B OAHY CTPOKY. ECin Bbl He nnaHupyeTe nofobHbIN
opmar, TO HEmroqal?lTe JaHHYI0 BO3MO>XHOCTb, MOCKOJ/IbKY OHa yBenuymBaeT Bpems obpaboT-
KW CKpUNTOB

2B ycnosusax obpalleHne K enum-nepeMeHHbIM JoMyCTUMO BbINOJHATb, ONYCKas yrfioBble CKOOGKK, 06e ornepaummn Tox-
[eCTBEHHbI.
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Т.е. это где-то в начале хедера, типа глобальной опции?

Timofey Chernyshev
Подробнее бы про однострочники, их без #replacetextures можно использовать?
И можно ли в рамках одного файла комбинировать однострочники и сложные материалы?


3.3.5 Tabnuusbi

B cmny HeKOTOpbIX MPUYUH, onncaHne Tabnamuy NoSHOCTLIO coBNagaeT Cc PhopMaToM, MPUHATLIM
B Doom3™. Tabanubl AOMYCTUMO 3anuUCbiBaTb KaK B 0OHY CTPOKY, TaK U B HECKOJIbKO CTPOK.
Mpumep Tabnnubl:

table flickerblink { { ©, .3, .1, .5, .3, .8, .9, .5, .2, .1, .7, .4, 1, .2, .5,
9, .2, .7, .5}1}

ObpalieHune K Tabmuam BO3MOXKHO B PErynsipHbIX Bbipa)KeHUSX, KOTOPbIe MCMONb3YTCA B Ka-
4YecTBe KOHCTAHTHbLIX MPUCBOEHUIA AN loHUMOPMOB. MNMpumMep:

| float u_FlickerValue = flickerblink[time * 0.1];

[JaHHOoe pelleHne No3BoJSAET HE XPaHUTb KOHCTAHTHbIE 3HHI/IF| Ha cTeke GPU, 4TO B 3aBUCK-
MOCTW OT KJlacCa »KeJie3a W ero rnokKoJAeHUs MOXXeT MPUBECTUN K HeornpaBAaHHOMY 3aMeaNeHUI0
paboTbl. K TOMy »Xe, ncxonsa u3 npakTUKM, Habop KOHCTAHTHbLIX 3HAaYEHU NPaKTUYeCKN HUKOraa
He Bb|6v|pae'rc;| OI'Ipe}J,eJ'IéHHbIM o6pa30M ONa KaXXOoro nnmkcesna nan sepTtekca, HO MOXXET nimMe-
HATbCA pa3 B Kagp Win ewe pexxe. Bnpoyem, BO3MOXXHOCTb 06bSABNEHNS aHANIOrMYHbIX Tabnunu
B GLSL-lueiaepe, ecTecTBEHHO coxpaHseTcs.B

3.4 BcTpoeHHbie IOHU(GOPMbI U NYTU K TEKCTYpaM AOJIA YTUIIUT OKpYXKe-
HUSA

MOCKONbKY NCXOOHblEe TEKCTbI MaTepnanoB NCNOJIb3YIOTCA HE TOJIbKO ABUXXKOM, HO N YTUN-

TaMu, B YaCTHOCTUN KOMMUISTOPOM YPOBHEN, TO HaM Heobxoaum cnocob TeM nam nHeim obpasom
3a[aTb HAaCTPOWKN, oTBeYatoLWme 3a npeobpasoBaHMe MaTepUasnoB TOJILKO Ha 3Tane KoOMNuns-
LU N UTHOPUPYEMbIE NPY 3arpy3Ke UrpoBbIM ABUXKKOM. [TogobHoe pa3nenieHne Tak Uan nHadve
NpuCyTCTBYeT B NtoboN cucTteme onnucaHusa matepuanos, Hanpumep B Quakelll™ nogobHble Ko-
MaHAbl, Kak MpaBuJJio UMetoT NpedUKC K4YeBOro cjiosa 'q3map . B gjaHHOWM cuctemMe 3a nepefa-
Yy HaACTPOEK OTBEYalT CrneunasbHble FOHUKOPMbI C XKXECTKO onpenesiéHHbIMM nMeHaMu. Heno-
CpenCTBEHHO Ha NPOLECC KOMNUAAUNM BAMSAET YCTaHOBKa hlaroB Npy NOMOLLM ABYX QYHKLUNA
(OHK y>Ke ynoOMMHaNUCh BbILLE).
9710: addCompileFlags, addContentFlags, removeContentFlags. MNocnegHas pyHKUMA 06bIYHO
ncnosib3yeTtcs 4Tobbl caenaTb MaTepmasl HeCOIMAHbLIM (Mo yMosiHaHuio ntobon maTepuan Henpo-
HMuaem). Crncok hnaroB A58 KOMNUAALUUM N CMTMCOK KOHTEHT-(hJlaroB HaxoaMTCsa B NpuUyioXe-
Huax Bl n @.

Hu)xe npeacTaBsieH CNMCOK IOHUMOPMOB AJ1S YTUIINT OKPY)XXEHUS N AaHa KpaTkas MHMopMa-
LMA MO KaXKA0MY U3 HUX:

» float c SurfacelLight; — apKOCTb CBeTa OT CBETALWLENCHA TEKCTYpPbI;
 float ¢ Subdivisions; — pekypcmBHasa Teccensaumsa NoBepPXHOCTU C 3a4aHHbIM LLIaroMm;
* vec3 ¢ FogDirection; — mncnonb3yeTca ona HEABHOIO ornpenesieHnsa NoBepXHOCTU TyMa-

Ha rno eé HopManu;

* vec3 c_TcGenO; — aBTOMaTU4YeCKas reHepaumsa TEKCTYPHbIX KoopauHaT rno S
(ncnonb3yeTca B Nape ¢ ¢_TcGenl);

e vec3 c_TcGenl; — aBTOMaTn4YeCKas reHepauunsa TEKCTYPHbIX KoopanHaT rno T
(ncnonb3yeTcs B nape ¢ ¢_TcGenod);

» float c LightmapSampleSize; — pa3pelleHne nanTMansl ANa MaTeprana B IOHUTAX;
» float c ShadeAngle; — yron crnakmBaHus ocseLleHns no ®oHry (B rpagycax);
* vec3 c_LightmapAxis; — HopMasib OT MOBEPXHOCTM, MOACKAa3Ka AN yTunnTel calcrad.

* vec4 c _ColorMod<n>; — onucaHne mogundurkaTopa LiBeTa NOBEPXHOCTU, rae ‘X’ — 3TO T1n
MoamndukaTopa, a'y’, 'z’, ‘'w’ - 3Ha4YeHusa rgb;

* vec4 c AlphaMod<n>; — onncaHne mogudukaTopa anbdsbl, rae 'x’ — 3To TUN MOAUPUKa-
Topa, a 'y’ — 3HavYeHue anbdbl (TVUMbl MOANMDUKATOPOB CM. B NPUIoXeHun[7);

3,D,aHHa$| peannsauna Tabnuy asnsaerTcsa 3KCNepnMeHTaJIbHbIM BapnaHTOM N B balibHenweM MoXeT bbITb nogBep>XxeHa
N3MEHEHNAM.
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Мутно как-то.
1. Там же интерполяция какая-то внутри при доступе?
2. Ползунок по кругу бегает, вплане, там случайно выйти за границу нельзя?


* vec3 c_TexMod<n>; — onucaHme MoaudUKaTopa TEKCTYPHbIX KOOpAUHAT, rae 'xX’ — 3To
Tnn mogndukaTopa, a'y’, 'z’ — BxogHble napamMeTpbl An9 S u T (Tunbl MOONPUKATOPOB CM.
B NpUaoXeHnng);

* image c EditorImage; — nyTb K TEKCTYpE, KOTOPbLIIO MOXKET UCMOb30BaTb KaK peakTop,
TaK N KOMMUNATOP YPOBHEN;

* image c ImplicitImage; — nNyTb K TEKCTYpe, KOTOPbIA MOXET ObiTb 3afaH Mo XeNaHuio
nosb3oBaTesNs, KONMMPOBaAHMEM NapamMeTpPoB OLHON U3 CTaAUN MaTepuana;

* image c _LightImage; — nyTb K TEKCTYype, KOTOpas B3BELIEHHOEe 3HAaYeHNe CyMMbI NMuKce-
Neli KOTOPOW UCMoJib3yeTcs OJa onpefiesieHns LBeTa CBETOTEKCTYpbI;

* image ¢ NormalImage; — nonb30BaTesIbCKUA NYTb K TEKCType HopManen (MoxeT ObiTb
NCMONb30BaH KOMMNUISATOPOM OCBELLEHNS).

MpnMevaHne: BCe BbILLEOMNCAHHbIE OHN(OPMbI N TEKCTYPHbIE LOHUTLI NonagatoT B GLSL-wuenaep
N OTCEeKalTCA Ha CTaAnKn JIMHKOBKMW, MOCKOJ/IbKY HE MCMOb3YOTCA B HEM HenocpeacTBEHHO. Bbl
MOXKETEe UX MCMNOoJIb30BaTb, OAHAKO 3TO KakK NMpaBWJo NPOCTO He TpebyeTca. Ho ona ynpouwén-
HbIX MaTepuasioB Bbl BMOJIHE MOXKETE UCMOJIb30BaTb TOJIbKO 3TU BCTPOEHHbIE IOHN(OPMbI, HE
061baBASA HOBbIX.

3.5 MNMoacucteMma pm3nyecKoro onucaHus MmaTepuvasnos

[aHHas nogcucTemMa He BAMSET Ha MPoLLecc peHaepuHra, ogHaKo NpuBsizka MU3NYeCcKoro u
BU3YyaJZIbHOr0 MaTepuasa OCYLLEeCTBAAIOTCA B 0OLLEM TEKCTE CKPUNTA, B MOJIb30BATEJ/IbCKOW NN
6a30B0OI CeKLUKX, NPX NOMOLLW BbILLEYNOMSAHYTON (PYHKLMN

| setPhysicDescription( string name );

raoe name-apryMeHT Ha BXOAe SABJSETCH MOJib30BaTENIbCKUM MMEHEM CeKun PUrypHbix cKoboK,
3a4aHHON B hansie C XEeCTKO onpeaenéHHblM nmeHem scripts/materials.def. BHUMAHME!
[aHHblIe NYyTN BO3MOXXHO ByayT MeHATbCA n/unm byaeT paspeweHa BO3MOXHOCTb KacTOMU3a-
unmn. @ann onncaHnsa prusnHeckmx NnapamMeTpoB UMeeT AO0CTaTOYHO MPOCTON CUHTAKCKC C XKECTKO
onpenenéHHbIMM Kn4yeBbiMy cnoBaMu. CnoBapb NOAKI0OYaTb Heb34. [lonyckatloTcsa ABa BuAa
CeKLMN - CEKLLMA MO YMONYAHUIO U MoNb30oBaTeNbCKad. Cekumna no ymondaHuio byget npyMmeHeHa
KO BCeEM MaTepuanaMm, 4518 KOTopbiX He Bbina Bbi3BaHa pyHKUMS setPhysicDescription.

Ecnun cekumnsa He 6bia o6bABMEHa NoNb3oBaTeNeM, TO ByayT NCNOJIb30BaHbl BHYTPEHHUNE Ha-
CTPONKKN NpunoxeHus. Mpumep oeONTHON CEKLNN:

{ =]

}

Monb3oBaTenbCKasd CEeKLMSA OTAMYaeTCa oT Ae(ONTHOM TOJIbKO uMeHeM 610Ka PUrypHbIX CKO-
60K, M MOXXeT BbITb Nt06bIM, HO HE ANNHHEee 64 CMMBOJIOB 1 MO BO3MOXHOCTU coAepXaTb B
cebe Tonbko 6ykBbl U LKdPLL. Mpumep:

}

Cnuncok BCeX K/oYEBbIX CJ10B, A0MYCTUMbIX B ONUCAHUAX PU3NYECKUX CBONCTB MaTepurasioB npu-
BeEH HMXKe:
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Timofey Chernyshev
Ой-ой, мутный синтаксис.
Совсем не понятно, по какому принципу он отличает где ключевое слово, где параметры, и тут ';' не используется больше для отделения команд?


. — VIMEHa ONMUCaHUI NAPTUKI-CUCTEM, KOTOopble ByayT creHepupoBaHbl NPy Mo-
nafaHun NyJsin B MOBEPXHOCTb (6pbI3rn KpoBu, 0610MKK). [onyCTUMO yKa3aHNe HECKOIbKNX
WMEH Yepe3 npoben.

. — VUMSa geKanu, NpuMeHEHHON NOBEPXHOCTU, B TOYKe KacaHusa Hor NP/ur-
poka. Hanpumep ons oTnevyaTKoB B CHery/rpsasu. JonycTUMO YKa3aHne HeCKOJIbKUX MMEH
yepes npoben.

. — NMS geKanu, NPUMeHEHHOWM K MOBEPXHOCTU MpU NonagaHun Nyam (BMATUHa,
ablpa). JonycTuMo yKa3aHne HeCKOJIbKUX UMEH Yepe3 npoben.

. — 3BYK, BOCMPOM3BOANMBIN NpK MonagHnu nyan. NMyTe HeaBHbIM 06pa3oM noa-
pa3ymeBaeT nanky sound. JonyCcTMMO yKa3aHMe HEeCKOJIbKUX NyTen Yyepes npoben.

. — 3BYK, BOCMPON3BOAUMBIN NPU pa3pyLleHnn maTepunana. MyTb HesaB-
HbIM 06pa3oM noapasymeBaeT nanky sound. JoNyCcTUMO yKa3aHUe HECKOSIbKUX NyTen Ye-
pe3 npoben.

. — 3BYK, BOCMPOU3BOANMBIA MPU OBVMXXEHWN MO MaTepuany. NyTb HESBHbIM
obpa3omM nogpasyMmeBaeT nanky sound. JonyCcTUMO yKa3aHMe HECKONbLKMX MyTen 4vepes
npoben.

. — MJOTHOCTb MaTepuana (0-1000);

. — cuna TpeHusa maTtepuana (0-1000);

. — ynpyrocTtb MaTepuana (0-1);

. — hbakTop NpoHULUaemMoCcTun: 1 o NOSHOCTbIO CONMAHOIro MmaTepuana, 0 gns

Bo3ayxa, 0.3 and soabl. YeM Bblle 3HAYEHNE, TEM HMXKE CKOPOCTb NepemMelleHns obbekTa
B cpene, no ymonyaHuio 1.0.

. — deprecated. Tonbko gna Teccensatopa BSP32. byneTt ynanéH B AalbHen-
wem.

Ha maHHbIN MOMEHT cMcTeMa HaxoAUTCs B pa3paboTke, N3 BCeX HACTPOEK MCMONb3yeTCs TOJSb-
KO . na MHO)XeCcTBa NapaMeTpoB, 3adaHHbIX Yepe3 npoben byneTt ncnosib3oBaH
C/lyYalHbIl BbIOOP.

4 BapuaHTbl oOpraHmM3auum CUCTeMbl MaTepuasioB

MOCKOJIbKY OMMCaHNe NapaMeTpoB AaJIeEKO He BCerga No3BoJISeT COCTaBUTb B FOJIOBE LIEJIOCT-
HY0 KapTVHY U MPUATY K MOHMMaHUIO, KaK >XKe 3T0 BCE paboTaeT, 1 peLuuns NoCBATUTb OTAENbHbIN
pa3nen npuHUMny Ans ynopsamovynBaHus yxke noslyyeHHbIX OaHHbIX. ITak, BapnaHTbl OpraHnsa-
LN CUCTEMBI MaTEPUaoB.

4.1 TlpocTeALUMX BapuaHT

Ecnm ncnonb3yemble BaMu MaTepuanbl He 6aewyT pasHoobpa3meM HacTpoOeK, Bbl BMOJIHE MO-
YKETe YNOXXNTbCSA B ONMUCAHME BCEX BO3MOXXHbIX KOMBUHaLIMIA, NCNOJIb3YS Wb 6a30BYH0 CEKLNIO
08 nx onmcanus. Kak npasuso B TaKUX MaTepumanax OTAnYaloTCa AULWb NYyTU K ANPAPY3HbIM TeK-
CTypaM, 4YTO Nierko 3aaaTthb Yepe3 pyHKumnto addImagelLocation. Ansa HekoTopbix 0CObbIX Crlyvaes
(Hanpumep peHaepuHra ckanbokca), MOXXHO BbIHECTW B OTAENbHOE OnucaHne Matepuana. Ang
BCEX OCTaljibHbIX — UCMOAb30BaTb eANHbIN ybep-luenaep, nepekaoyas y4acTkm koga. MNMpumep
Takoro noAaxoda Bbl MOXKeTe yBUAETb B Nanke valve B Npuso>XeHHoM TecToBoM bunge XashNT.

4.2 MuMuKpua noa yXxe cyLlecTByloLwue CMcTeMbl

|/|HOF,El,a NMnoJIb30BaTeJl1l0 HE X04eTCA nepeyvymBaTbCA Ha HOBbIN CUHTAKCNC NN MPOCTO HET Ha
3TO BpeMeHU. Bo3Mo)xHOCTU cuctemMbl MaTepuranoB XashNT no3Bons0T BOCMPOMN3BECTU PYHKLN-
OHaN y>Xe U3BECTHbIX CUCTEM MaTePUasoB C AOCTAaTOYHbIM YPOBHEM TOYHOCTU (Mopsagka 90%),
NJOC Takoro noaxoda 3akJl04aeTCs ele U B TOM, YTO Bbl MOXKETE HapallnBaTb A3blK OMuWcCa-
HWS, He 3aTparnmBas HENOCPEACTBEHHO AP0 UTPOBOro ABMXXKa. B nanke baseq3/scripts/dict
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Bbl MOXKETE HANTU FOTOBYIO peasn3aunto CJ1oBaps AJs8 NOAAEPXKKN A3blka ONMUCaHNS LWennepos
n3 Quakelll™. B nanke xreal/materials/dict HaxognTCa peannsaumsa KOMOMHMPOBAHHONW CU-
CTeMbl, HaCTUYHO COCTOSALLEN U3 KAoYeBbIX csioB Doom 3™ 1 yacTu4Ho 13 Quakelll™ (cornacHo
TOMY, KakK OHa bblna peannsosaHa B camoM XReal).

4.3 Pa3paboTrka cOOCTBEHHOroO fAi3blKa ONUCaHus

He cekpeT, 4TO 53blK ONUCaHUS MaTepuasioB HaXOAUTCSA B CUJIbHOW Koppenauumn ¢ BoibpaH-
HbIM TUTMOM W BMU3YyaJibHOW COCTABNSOLLEN UIPbl — FAe-TO BO3MOXXHOCTU BCTPOEHHOW CUCTEMBI
6yayT SIBHO U36bITOYHBLIMU, @ FOE-TO — Yepecyyp HeloCTaTOYHbIMK, YTO B KOHEYHOM MUTOre Npu-
BOOUT B0 K HE0HXOAMMOCTM NPOMMCLIBATh BCE SIBHbIE MapaMeTpbl AN KaXXA0ro MaTepuana,
b0 K HEBO3MOXKHOCTU peann3aumm 3afyMmaHHoro. B cnyvae ¢ XashNT BaM npenocTtaBnseTcs
BO3MO>XHOCTb pa3paboTaTb CBOW A3bIK ONUCAHNSA, KOTOPbIN Jyylle BCEro NOAONAET MMEHHO BaM,
PYKOBOACTBYSICb HAaCTOSLLEN UHCTPYKLMEN.

4.4 Jloruka paboTbl cMucTeMbl MaTepuasoB

LaHHbIN pa3nen onucbiBaeT IOrMKy paboTbl CUCTEMBI, C TOYKN 3PEHUSA peain3aunm, 4To 40K-
HO NMOMOYb BaM CTPYKTYpPUPOBaTbL CBOE NpeacTaBieHmne.

1. Mpwn 3anycke ABUXXKa BbIMOJHAETCS MOUCK BCeX (hanoB, ONUCaHUA MaTepurasoB No Macke,
3apnaHHon B gameinfo.txt B cTpoke matpath (no ymonyaHuio ato scripts/*.mat).

2. HangeHHble hansibl CKAaHUPYIOTCA Ha NMPeaMeT HaJInyna B HAUX KJTI0YEBbIX CJIOB aBTO3aMeHbl,
HaYnHatowmxcsa c #keydef nnm #define, s KoTopbix hopMUpyeTCA YHUKaNbHbINM 0bpa3 cno-
Bap4. CioBapb MOXET HaxoAUTCA NpsaMo B chansie maTepuanos, HO ecan PansioB HECKOJb-
KO, BaM NpuaeTCca CKONMpoBaTb €ro B Ka)KAoe onucaHue, 1 TOYHO TaK Xe BHOCUTb Tyda
n3mMeHeHuns. I3 4ero formM4eckn BolTEKaET, 4TO yaobHee xpaHUTbL cnoBapb B header-channe
N Nnogkao4aTb ero K ansiy Mmatepmanos Yyepes anpektumsy #include.

3. Ecnun anpekTusa #replacesources Obisla yKasaHa, TO YacTU4YHas aBTo3amMeHa byaeT npo-
n3BefleHa elle A0 3Tana K3WWPoBaHUS MaTepuana. ObpaTuTe BHMMaHME YTO ONMUCaAHUSA
MaTepuasioB B 0AHY CTPOKY AOJ>KHbI HAYMHATLCS C KJIIOYEBOro C/I0Ba, B MPOTVMBHOM Ciy4ae
HET BO3MOXXHOCTU OT/INYNTb OAUH OT APYroro, ecam 3To 6yaeTt Heobxoammo.

4. DNeMeHTOM K3Lla SBNAeTCs MMeHOBaHHas Cekums ¢ (UrypHbIMU CKOBKaMK, K3LLMPOBaHMe
He pa3an4YaeT noJsib3oBaTeNibCkue 1 6a30Bble CEKLMM, 3aMpoC OCYLLEeCTBIAETCSA MO UMEHN.
Ba3oByto CeKLMIO ABMXOK BbI3bIBAET CAMOCTOSITENIbHO, CO0BPa3ysaCh C TUMOM 3arpy>xaemoim
MOAEesIN — 3TO, HAaMNoOMHI0 MOXeT BbITb , nnm

5. Bo BpeMsi K3LWMPOBaHMS aBTO3aMeHa BHYTPU CEKLUM He NPOU3BOAUTCS, B K3LW nornagaeTt
MCXOAHbIA TEKCT MaTepuana. ABToO3aMeHa Mo CJ/I0Bapto NMPOU3BOAUNTCS TOJIbKO B MOMEHT
pekBecTa AaHHOro MaTepuasa 3arpy>xaemoill reoMeTpuen - ypoBHEM unum mogenbto. Mo-
3TOMY OWNOKM aBTO3aMeHbl HEBO3MOXKHO HalTU y>Ke Ha 3Tane 3anycka ABUXXKa, TOJNIbKO B
MOMEHT HEenocpeaCcTBEHHOro obpalleHns K MaTepurany.

6. Ecnm umMs (NyTb) AaHHOro MaTepurasa NpPUCYyTCTBYET B CMIUCKE MAaTEPMAsIOB 3arpy>KaemMomn
MoJZienu, oH OyZeT Bbi3BaH U TYT XKe CKOHCTPYUPOBAH MO OMUCAHHOMY HUXXE anropuTMy:

i. CnepBa muweTca nosib3oBaTesibCckas cekums. Mpu Hannumm oHa byneT nponylieHa ye-
pe3 yKa3aHHbIn C/lIoBapb aBTO3aMeHbl U ChOpMUpPYET FrOTOBbIN MaTepua. fajee nweT-
ca 6a3oBas cekums. Mpu HaAM4MM OHa Tak >xe byaeT nponylleHa Yepes yKasaHHbIN
CNoBapb aBTO3aMeHbl 1 AOMNOJHUT/CHOPMUPYET FOTOBbLIV MaTepua.

ii. PaHee obbsBNEHHbIE OHNDOPMbI U TEKCTYPHbIE IOHUTLI HE ByayT nepesanucaHbl No-
BTOPHbLIM 06bsBNEHMEM. Ecnm Bbl XoTuUTe 4T06bl NCMNOJIb30BaI0OCh MMEHHO NMOBTOPHas
OekKnapaums, Bbl 4O/HKHbI CNepBa yAaINnTb 06bABNEHHbLIN TEKCTYPHbIN OHUT/IOHUGOPM
Mpu NOMOLLM COOTBETCTBYIOWMNX PyHKUMIA. Owmnbok Bnaa "already defined He BbigaéT-
CSl, MOCKOJIbKY MOBTOPHOE 00bSABNEHNE CHNTAETCA LWTATHON CUTYaLMEN N UCNOJIb3YeT-
csa B KavecTBe fallback-3HaveHui.

iii. Ecnv HM OOHOM U3 CEeKUWA yKa3aHo He 6bi10, MaTepuman cymTaeTcs owmnboYHbIM 1 Npu-
HapJiexxawass eMy reoMeTpusa He BbIBOAUTCS Ha 3KPaH. eC/IN KaK MUHMMYM ofHa WUJn
obe un3 CeKLI,I/II7I OblIn MPOo4YTaHbI bes KPUTN4eCKnX OLIJVI60K, BbIMOJIHAETCA KOMNUnaunsa
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GLSL-wenpgepa, cooTBETCTBYIOLWAA 3TOMy MaTepuany. MNpu Heyga4YyHOW KOMMOMAALWN
(Hanpumep owmnbkm B GLSL), MaTeapun Takxxe cyMTaeTcs owmnboyYHbIM N ero reoMeT-
pusa He BbIBOAMTCSA Ha 3KpaH. MNMpu yaavyHon KoMnunaummn, HacTynaeT rnocaegHuin stan
— JINHKOBKaA IOHNGOPMOB N TEKCTYPHbIX IOHNTOB. BHUMaHune! TekcTypbl ByayT 3arpy-
YKEeHbl TOJIbKO OJ18 Te€X TEKCTYPHbIX IOHNTOB, KOTOpble BblNN peasibHO UCMNOJIb30BaHbI B
GLSL-wenpaepe.

OcTaBLWMecs nocsie JIMHKOBKN TEKCTYPHbIE IOHUTbI U IOHUGOPMbI MEPEHOCATCSH B CTa-
TNYHY0 061aCTb MAaMATU - JIOKaJIbHbIA My MaTepnanos An4 BoibpaHHoOM mogenn. daH-
Hble MaTepuasbl He HakKanaMBatloTCcs B raobanbHOM nyse, Kak K NpuMepy wengepsbl
Quake llI™ nnn maTepunansl Doom 3™, a 6yayT YHUYTOXXEHbI BMECTe C BbIFPy3KOW MO-
nenn n3 sugeonamsaTin, ogHako GLSL-nporpaMma oCTaHeTCs 3arpy>XeHHOn, MOCKObKY
Npuv NOCTPOEHNN MaTEPMNASIOB, €€ KOMMUAALNSA BHOCUT HanbonbLlLNiA BKNa B 3a4€PXKKU
Mo BPEMEHMN.

HekoTopble KBapbl, UMetoLLNe CreunanbHbli dnar, CrnocobHbl MPOBOLMPOBATL TOTaslb-
HYl0 Nepe3arpy3Ky MaTepuasioB C M3MEHEHNEM KOHEYHOro pe3ybTaTa, Hanpumep npu
NnpoBepKe BHYTPEHHUX YCNOBUIA Ha 3HaYeHMe 3TUX KBapoB. TaknM o6pa3oM yaobHo pe-
anN30BbIBaTb OTKJIlOYEHME FpadnyecKnX HaACTPOEK MU BKJOYEHME OTNIaL0YHbIX pe-
XXUMOB. ToTanbHas Nepesarpyska NPoMCXoauT HENMOCPEACTBEHHO BO BPEMS UTPbl U He
npoBOLMpPYET Nepesarpy3ky TEKCTyp/Moaenei.

NMpuno>xeHusn

B Npuio)XeHnax Haxo4sTCA CMUCKM apryMeHTOB, KOTopble B cuy 60/bLioro o6beMa Heyn06-
HO MPMBOANTbL B OCHOBHOM TEKCTE.

1 Cnucok TeKCTypHbIX pnaros

TekcTypHble dnarn 3agatoTca npu nomowmn pyHkumm addImageFlags n nposounpyoT rpa-
huyvecknin gpameep Ha NpUMeHeHue Tex NN UHbIX HaCTPOEK K 3arpy>xaeMblM TeKCTypaM. YacTb
HaCTpOeK KacaeTCs TOJIbKO UFPOBOIro ABM>XKKa U He 3aTparmneaeT rpadguyeckoe API. [lonyckaeTcs
yKa3blBaTb HECKOJIbKO (p1aros, pa3fensas ux onepatopoM ’|’. CNnCok gnaros:

* TF_NEAREST — OTKJt04aeT JINHENHYIO PUabTpaLnio TEKCTYPSbI;

TF _HAS ALPHA — saBHbIM 06pa3oM yKasaTb, YTO Y TEKCTYpPbl €CTb asiba-KaHasl;

TF_KEEP_SOURCE — He BbIrpy>xaTb MacCuB NUKCesien TEKCTYpPbl, NOCAe 3arpysku B BUAEO-
namMaTb (MCnonb3yeTcs PU3NKon);

TF_SILENT LOADING — He BblAaBaTb B KOHCOJIb MpeaynpexaeHunn, ecnm TeKCcTypa He bbina
HangeHa;

TF KEEP SRC IF ALPHA — pep)xaTb B NaMATKM MacCUB NUKCENEn, TOSIbKO NpU YCAOBUK, YTO
Yy TEeKCTYpbl €CTb aNb(a-KaHan;

TF_LUMINANCE — koHBepTaumsa «RGB — Luminance»;

TF_NORMALMAP — nopackaska nfs 3arpy3yuka, 4To AaHHas TeKCTypa — KapTa Hopmanen
(HanpuMep oNa reHepaumnm MUMoB);

TF_CLAMP — peXuM orpaHnyeHus TeKCTYPHbIX KOOpPAMHAT;
TF_BORDER — peXXum orpaHnyeHus TeKCTYPHbIX KOOpAMHAT;

TF_NOMIPMAP — He ncnosnb3oBaTb MUM-YPOBHU (Hanpumep A1 MEHI0).

2 JloCcTyn KO BCTPOEHHbIM TEKCTypaMm

Ona TeKCTYpHbIX IOHUTOB AOCTYMHbI Clefylolme BapuaHTbl OCTYMNa KO BCTPOEHHbIM pecyp-

CaM:

* globals->$DefaultTexture — gedonTHasa TeKCTypa «WaxMaTHaa OOCKa»;
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* globals->$ParticleTexture — OKpPY>XHOCTb C anbda-KaHaioM;
* globals->$WhiteTexture — 6enbin LBET

* globals->$WhiteCubemap — 6enasa kybnyeckas KapTa;

¢ globals->$GrayTexture — cepbin UBET,;

* globals->$BlackTexture — 4epHbIn UBET

* globals->$NormalsFitting — Tabnuua Best Fit Normals;

* globals->$FogTexture — Tabnmua sKCNOHEHUWANLHOI0 TyMaHa
* globals->$SkyboxTexture — He ucnonbsyeTrcs;

* globals->$ScreenColor — kKonua s3kpaHa, RGBA,;

* globals->$ScreenDepth — konuna skpaHa, Depth.

e entity->$LightmapTexture — KapTa 3ane4éHHOro OCBELLEHUNS;

* entity->%$DeluxmapTexture — KapTa HanpaBJIEeHHOCTX 3aNe4YéHHOro CBEeTa;

* entity->$NearestCubemapd — 6anxxanwana npoba Kybnyeckom KapTbl;

e entity->$NearestCubemapl — BTOpasa 6nnxanwasa npoba Kkybnveckonm KapThl;

e entity->$VideoTexture — nyTb K BUAEOTEKCTYpPE, 3adaHHbIN B HACTPOMKAX SHTUTKU
¢ entity->$SubviewTexture — subview: 3epkano, mopTas Uam MOHNTOP;

* entity->$LayerTexture — MHOrocsionHasa TeKCTypa NaHgwadTa.

e light->$SpotLightTexture — TekcTypa O/ HanpaBJe€HHOro NCTOYHUKA (Hanpumep NAT-
HO Oonsa cdoHaps);

e light->$0mniLightTexture — TekCcTypa 019 BCEHAMpPaB/AEHHOr0 UCTOYHMKaA (Kybunieckas
KapTa);

e light->$ShadowTexture® — TeHeBas KapTa ONS UCTOYHMKA CBeTa (Hy/1IeBOW Kackag Ans
COJHUA);

* light->%$ShadowTexturel — nepBbI Kackapg A1 COJHLA;
e light->$ShadowTexture2 — BTOpOM Kackag ANs CONHUA;

* light->%$ShadowTexture3 — TpeTun Kackag g5 CosHLa.

e cvar->variablename — MMsi KOHCONbHOWN NepeMeHHOo. MoXXeT coep>XaTb Kak MyTb K Tek-
CType, TaK U MHAEKC YXKe 3arpy>XKeHHON TeKCTYypbl.

3 MakponoacTaHOBKM B NYTAX K TEKCTypaMm

Knio4yeBble C210Ba MaKponoACTAaHOBKOK MOryT ObITb MCMNOJ/Ib30BaHbl Kak Lefbin nyTb, TaK N B
KadecTBe 4acTu nyTu. B 3aBUCMMOCTM OT TuNa NoacTaHOBKMN.

* <texname> — NMs TEKCTYPbI UK NMYTb K TEKCTYpe. MoXKeT coBnagaTb C MMEHEM MaTepuana
B onpenenéHHbIX ciy4dasx. He nMeeT paclumpeHus.

* <mapname> — nMs ypoBHsa 6e3 nyTu;
* <modelname> — nmsa mogenn 6e3 nyTu (anrac onas mapname);
* <modelpath> — nyTb K MOgeNu, BKAYaOLWMn €é nms, Ho 6e3 paclumpeHus;

» <shaderpath> — nms maTepuana/nyTb K MaTepuany. MoxxeT coBrnafiaTb C MMEHEM TEKCTY-
pbl. He umeeT paclnpeHns;

¢ <wadname> — nouck TekcTypbl B WAD-danne, deprecated,;

¢ <skyname> — ums ckanbokca, 3agaHHoOe B NapaMeTpax worldspawn.
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4 BapuaHTbl J,0CTyNna KO BCTPOEHHbIM pecypcaMm

Ons toHNPOPMOB AOCTYMHbI Cleayolne BapuaHTbl AOCTYyNa KO BCTPOEHHbIM pecypcam:

float globals->time — urposoe Bpems;

float globals->realtime — peanbHoOe Bpems;

vec2 globals->screenSize — pa3mep 3KpaHa;

vec2 globals->screenSizelInv — 1.0/pa3mep 3KpaHa;

float globals->farPlaneDist — MakcMManbHaa guctaHuma guHammyeckoro Z-Far;
float[64] globals->lightStyles — Tabnuua nantcrunen;

vec4 globals->fogParams — HacTponkm TymaHa n3 worldspawn RGB + distance;

float globals->ambientFactor — MHOXnUTenb ambneHTHOro ceeta (He MoXeT bbITb 60-
nee diffuseFactor);

float globals->diffuseFactor — MHOXMUTenb NpaAMoOro ceeta (He MoXeT BbiITb MeHee
ambientFactor);

float globals->sunRefraction — pedpakuma conHeyHbix ay4en (B 3aBUCUMOCTU OT MNO-
JIOXKEHMSA COJHUA Ha Hebe);

vec4[64] globals->gammaTable — Tabnuua rammel, 256 float ynakoBaHHbIX B 64 vec4.

mat4 entity->transform — maTpuua TpaHchopMaumm gnsa obbeKkTa;
vec4[384] entity->bonesMatrix — maTpuua KocTen ana 06bekTa;
vec4[128] entity->bonesQuaternion — yrnbl moBopoTa KOCTEN AN 06beKTa;

vec3[128] entity->bonesPosition — no3nuun kocTten ans o6bekTa (Bbl MOXXETE NCMOJb-
30BaTb IN60O MaTpuLbl, MO0 KBATEPHUOHLI + NO3NLUN);

vecd entity->lightStyles — 4 yHMKanbHbIX NANTCTUASA Ha OOBbEKT;

int entity->lightMapNum — Homep nanTManbl B aTthace (-1, ecqim HoMep He NPUCBOEH).
He ucnonb3yeTcsa onsa peHaepuHra.

vec2 entity->conveyorMovement — OBM>XeHMe KOHBENEpPHOW NeHThl, deprecated;
vecd4 entity->renderColor — RGBA, 3agaHHble B 06bekTe, deprecated;

float entity->cubelLerpFactor —BennynHa cMewBaHNA MeXAY HY1eBOW N NepBOU Mpo-
6amu kybunyecknx kapT (entity->$NearestCubemap);

vec3 entity->boundsCubemap0® — pa3mep nomelwieHns ons Hyneson Npobbl Kybruveckom
KapThbl;

vec3 entity->boundsCubemapl — pa3mep nomelleHNs g nepson npobbl Kybruveckom kap-
Thl;

vec3 entity->originCubemap0 — no3nuuns anga Hynesonm Npobbl Kybn4eckom KapTbl;

vec3 entity->originCubemapl — no3nuwnsa aons nepson Npobbl KybMYECKon KapThl;

float entity->mipcountCubemap® — Kon-Bo MuUnN-ypoBHen Ana Hyneson nNpobbl Kybunye-
CKOW KapThl;
float entity->mipcountCubemapl — Kon-BO MUN-ypoBHEN ONs nepBon nNpobbl Kybude-
CKOW KapThl;

mat4 entity->subviewMatrix — maTpuua ans subview pass (419 Ka>K4on MOBEPXHOCTK);
vec3 entity->viewForward — entity->transform[Q] (MoxxeT 6bITb MHOW ONS CIPANTOB);

vec3 entity->viewRight — entity->transform[1l] (MoxxeT 6bITb MHOW ONA CMPANTOB);
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vec3 entity->viewUp — entity->transform[2] (moxeT 6bITb MHOW O/ CMIPANTOB);
vec3 entity->viewOrigin — entity->transform[3] (MoxxeT 6bITb MHOW ONA CMPANTOB);

float entity->framelLerpFactor — chakTop MHTepnonsauumn Mexxay Kagpamu (ToSIbKO ans
CrpanToB);

float entity->scale — cdakTop MacwTaba (Kak NMPaBuUIo y)xe SABASIETCS YacTbio entity
->transform).

vec3 lightProbe->direction — HanpaBneHue Ha NCTOYHUK CBETA;
vec3 lightProbe->color — uBeT ocBeleHNs
vec2 lightProbe->shadeAmbient — shade n ambient gpakTopbI ('X’, "y’);

vec3[6] lightProbe->ambientCube — ogHoNMKcenbHas kybnyeckasa kKapTa aMbneHT-0CBELLEHUNS;

vec3 render->viewQrigin — no3muma Kamepsl

vec3 render->viewForward — forward-BekTop Ans KaMepbl
vec3 render->viewRight — right-BekTop Ana Kamepsl
vec3 render->viewUp — up-BeKTOp A/ Kamepsbl

vec4 render->CSMSplitDistance — AMCTaHUMS B IOHUTaxX AN Ka)XKA0ro TEHEBOr0 Kacka-
aa

Pt 1y,

vec2 render->CSMTexelSize — pa3mep TEKCTYypbl TEHEBbLIX Kackagos ('x’, 'y’);

vec4 light->shadowParams — N/A;
mat4 light->shadowMatrix — N/A;
vec4 light->direction — N/A;
vec3 light->color — N/A;

vec4 light->origin — N/A;

mat4 light->matrix — N/A;

cvar->variablename — MM KOHCOJ/IbHOM NMNepeMeHHON. Tekyllee 3HavyeHne byneT nepena-
HO B IOHN(OPM. MOXXHO NCNOIb30BaTb OJ19 OTAa4KN.

vec2 unitname->size — unithname nma paHee 06bSABNEHOr0 TEKCTYPHOrO IOHUTA, Size —
pa3Mep 3arpy>XeHHOW TeKCTypbl.

5 ®narm KoMnunaum

dnarn komnuasauum (MCNosb3yTCa TONIbKO makebsp, UTHOPUPYOTCSA NTPOBLIM ABUMXXKOM). [lo-
MycTMMO 3ajaBaTb HECKO/IbKO (hnaros, pasfgenss ux onepatopom | ”:

C SOLID — He ncnosib3yeTcs;

C TRANSLUCENT — nopackaska Ans reHepauum nopTtasnos, nycton nuct BSP-gepesa. B oc-
HOBHOM [OJ181 XXNOKOCTEeWN;

C STRUCTURAL — oTnpaBunTb NOBEPXHOCTb B CTPYKTYPHbIN CANCOK (He AeTasibHblin);
C HINT — noacka3ka ang reHepauuu BSP, npnoputeTHas niocKoCTb;

C_NODRAW — HeBMAMMbIA NOJNIOH NOC/e KOMOUAALWN;
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C LIGHTGRID — 3apaHHbIN 06beM Ang onpefeneHns pa3MmepoB ceTkn nantnpob (He yyacT-
BYeT B KOMMUIALUNN);

C_ALPHASHADOW — N/A;

C LIGHTFILTER — N/A;

C_VERTEXLIT — N/A;

C_NOMERGE — He 06begnHAaTb AaHHbIA cypdenc ¢ nogobHbiMu (discrete);
C NOCSG — noBepxHOCTb He y4acTByeT B CSG-onepaumsx;

C _SKY — HebecHas NnoBepxXHOCTb (MOACKa3Ka);

C ORIGIN — opuruH-bpaLy;

C_AREAPORTAL — apeanopTan-6paly;

C _ANTIPORTAL — 6710KMpOBKa BUAMMOCTN;

C SKIP — HeBnaumMas feTasibHas NMOBEPXHOCTb, HE y4acTByeT B rnocTtpoeHun BSP;
C _SOLIDHINT — aHanor solidhint n3 Vluzacn Half-Life Tools;
C_NOLIGHTMAP — N/A;

C POINTLIGHT — N/A;

C DETAIL — noBepxHOCTb He y4acTByeT B pa3bueHun npocTpaHCTBa;

C _GLOBALTEXTURE — no yMOn4aHWUIO BCE TEKCTYPHbIE KOOPAMHATLI CTPeMATCA O6bITh B ANa-
nasoHe 0-1. 3anpewaeT NnoaobHoe NoBeneHUe;

C CLIPMODEL — reHepauus knun-bpaluen oas noBepxXHOCTH;
C NOTJUNC — 3anpewaeT T-Junctions aons noBepxHoOCTH;

C_INVERT — wvHBepTUpyeT NOBEPXHOCTL (BbIBOPAYMBaeT HauU3HaHKY). [lna reHepauun ob-
pPaTHON CTOPOHHI;

C_FORCEMETA — skcnepuMeHTanbHbIA NapamMeTp. byaeT yaoanéH B AanbHenwwemMm.

6 dnarm copep>xxaHus

dnaru conepxaHumsa (KOHTEHTCOB) — (hm3ndeckoe HanosZIHeHne reomeTpumn. lonycTumo 3a-
JaBaTb HECKOJIbKO hlaroBs, pasfenss ux onepatopoM '|’. KOHTEHT reomMeTpumn He BAUSET Ha
pesynbTaTbl KOMNUAALNK, 3a UcktodeHnem CONTENTS FOG.

CONTENTS_SOLID — Henpo3pa4Has, HernpoHuuaeMmasa reometpus. ®dnar BbiCTaBe€H BCEM MO-
BEPXHOCTSAM MO YMOJIHAHUIO.

CONTENTS_HITBOX — He ucrnonb3yeTcs 418 KOMAOUAAUUK, BHYTpUUrposon dnar;
CONTENTS_LADDER — He ncnonb3yeTcs AN KOMAUASALUU, BHYTPUUTPOBOW dar;
CONTENTS_LAVA — »XNAOKOCTb;

CONTENTS_SLIME — »XMAOKOCTb;

CONTENTS_WATER — »>XNAKOCTb;

CONTENTS_FOG — o6bem TyMaHa;

CONTENTS_IK — He ucrnonb3yeTcs 418 KOMAUAAUUK, BHYTpuurposon dnar;
CONTENTS_WINDOW — He ncnonb3yeTcs AN KOMAOUASALUU, BHYTPUUTPOBON dar;
CONTENTS_SKY — moxeT y4nTthiBaTbCa CSG;

CONTENTS_GRATE — He ucnonb3yeTcs 418 KOMAOUAAUUK, BHYTpuurposon dnar;
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* CONTENTS_PORTAL — He ucnonb3yeTcs AN8 KOMNUAALUN, BHYTPUUTPOBOW cnar;

* CONTENTS_MOVEABLE — He ncnonb3yeTcs An8 KOMNUAALUN, BHYTPUUIpOBOK cnar;

* CONTENTS_BODY — He ucnonb3yeTcs A8 KOMNUAALUN, BHYTPUUIPOBOW cnar;

* CONTENTS_LIGHTVOLUME — He ncnonb3yeTcs AN8 KOMNUAALWUN, BHYTPUUIPOBOW cnar;
* CONTENTS_AREAPORTAL — deprecated;

* CONTENTS_PLAYERCLIP — peTanbHbI 6pall KOAAM3UN, TOSIBKO A8 UFPOKA;

* CONTENTS_MONSTERCLIP — peTanbHbIn 6pall KONAN3UN, TOSbKO 415 MOHCTPOB;

* CONTENTS_TRIGGER — 6paw Tpurrepa, oT/iafo4HbIn nar;

* CONTENTS_CORPSE — He ucnonb3yeTcs Aa8 KOMNUAALUN, BHYTPUUIPOBOK chnar.

7 Pexumbl colorMod u alphaMod
MOCKOMIbKY peXXnMbl 3a4al0TCs ‘-IVICJ'IOBbIMVI‘-IeHVIFIMVI, OHW He UMeloT COBCTBEHHbIX MMEH.
1.0 — obbem, cooTBeTCcTBYEeT g3map_colorGen volume;
2.0 — KOHCTaHTHble 3Ha4YeHus, cooTBeTCcTBYET 3map_colorGen set\const;
3.0 — ymMHOXeHune, cooTBeTCcTBYeT q3map_colorGen scale;
4.0 — dotProduct, cooTBeTcTBYyeT q3map_colorGen dotProduct;

5.0 — dotProduct * dotProduct, cootBeTcTBYeT q3map _colorGen dotProduct2;

8 Pexxum texMod
MOCKOIbKY peXMbl 3a4al0TCH YACIOBbIMU 3HAYEHNSMWN, OHUN HE NMEIOT COBCTBEHHbLIX UMEH.
1.0 — BpaweHune, cooTBeTCcTBYET q3map tcMod rotate;
2.0 — yMHOo)XXeHue, cooTBeTCcTBYET g3map tcMod scale;
3.0 — caswur, cooTBeTcTBYeT q3map tcMod translate\shift\offset.

JaHHasa OOKyMeHTauunsa He SBASeTCS NoJIHOW Bepcmnen n byaet KOppeKTUPOBATLCA MO Mepe pas-
paboTKM NpoaykTa.
MNocnepnHee nameHeHme ot 01.02.2020.
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Timofey Chernyshev
Типа принимает флоаты?
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