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2 5 NMREE

2.1 KA

MO A8 blender HEATEEASE, T8 B THHTE YRR J5 Mh ks H T 5 22 PBR WG 1], JRTESE
PRIt E A .

NS 5348 pmx R AR, il A S ENE S fr th 9 obj Y, Z Rl obj ANRI% G
IR 7 L B R
2.2 MBS

2.2.1 =GR

K H blender £ R—NRABM/IN & HAS Y

B 2. 1. b AL 1

| % shader 24, LIS EIASEAIBEOANDCIR RS ROR, ULSEHlE A B SR HN  .

i T B R PR A F B A0 A 5T, 2 A ACRBEHAIR T R D, 2 5 3 KR bt
% RS RR, M9 B S e, SEILHRRCR, VDM BUOWAN 75 ER RLRE L, MR SR 1 3
TR VD IR GE AR B AL X3, ASEIL LB SEIIRCR

 §»7“
K 2. 2. HEE ST R T B AR T N
FEPRIAL BT EREAL, RIS Z A 5, RSZIL L AR AR R
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v Camera Distance
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Tex1Tex2 Mix 7.190
Tex1Tex2 ity 2.700
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v Camera Dist: v Camera Di

Tex1Tex2 Lac 2.000
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& 2. 4. shader B & S%
2.2.2 MRS

H T BEA R, HEEFE blender FVEY, AREEBEAIE THATRAE, HFHM
obj B MANEATAT NG IR 5T, PRk 7 ZEARE 00 H 75 ZERLRT A 5 A4 BT G 1

EATEF, AstREamESE R 7E T albedo, normal, metallic, roughness,
ao, WRIIEAM ., E&. GEE. MBEE . IAEDCEM TR PBR OGRS, KRR 255
i LR R L PR

fiiH] blender H#T ) bake LR, HE SCRFESARAEHCE, 70 nil RS 1 75 ZE I
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(EEH A metallic WS TCVEERMET, Hlt T HEBSHIN IR netallic 24, K
AL LG UE S metallic ZHUNTTEGE] metallic WG], EFEFZTUR, BACHESH)
JHERES S metal lic W MIHERT, TEZ A BEM Glossy W&l BIm el EIRAE:, Hoaf
M R BE AN RE5E 2% [F T blender FEYLIIRIR, HHERKE

a0.png Diffuse.png Glossy.png Normal.png Roughness.png
B 2. 5. d5Ja A A T G
2.3 \Wsy
2.3.1 1REE

I T AT H 18 SRR SR BERR (Elden Ring) , PRILF-K T —ANERR 1 FF AR AL
HAZ TS pmx #6308, RIHCR I 203 pmx BERBIPERI T2, SEBL—A> 4 WUfEIARE IS A
BOR

2.3.2 EMERRIR

BT 54 blender ASCHF pmx A& XA ) SN SH#AE, KL ZEHIMEM: CATS, MIFTE
F blender WA CATS #fF FEA LS, KL ZEEHR blender A,

[FI 4 R obj ABEIRIMESE. blend SCHF—FE E4ES ARG, DATFENFE. mt] SCAFEHIS E
T G B, 5T a8 R 1 48 R 4 I PRI P TR ARG U, L R 30 2 ) A P S E Ty o

BRABCREWT

B x. 6. AT 4 WU BE B I
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3 EihERsy
SEELARTT: ARER o> Ay EE S AE Y L2l Bidth, AR A N R L. SEILE B N E
E N RSN S DA Ribprid
R £ EH R :Gemetry Shader, Billboards, LOD
BAFHE IR 2 ) A T U (AR P e
Billboards [l 7oL, I HAEIA A :

L
* u time ;

* rotationZ

rertexPosition[i]*

[ HIAURE I HASE B SR LR B 4% 1] LOD
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.gl Position 7, model®d);

modeld5);
modelmd5);

model@) ;

SR

A B G I D RO, I A TR 8 MR A N L, SRR AR
RIRCR:




TN

A&+ F

o o o o e s e

N

7



i

R i 4 '?’ HAHLE

4 FBRERSY

HARSZEL: @it PBR HiARR AT GE B ST IS TR e, B3RO E L.
AP E T SRR, Hrh—ANE KA, FRATY SR A AT T &
8L AR, RERNTEANNE SR CREED) AT THEAS 2R B R R
Sotskigmig s, s BRI E OV ESE ., R B R HU IR B AN T
PBR JEIE AR
JCIRE S EERAE LB s,

6

=1

//MER R, FEANRRE
8 //uniform vec3 albedo: //RBBE, REEREOME
9 //uniform float metallic: //&REE,
10 //uniform float roughness;//fHHEE,
11 //uniform float ao: //ENIE SR
12 // MEZ=%, IEHE
13 uniform sampler2D albedoMap;
14 uniform sampler2D normalMap;
15 uniform sampler2D metallicMap;
16 uniform sampler2D roughnessMap:
17 uniform sampler2D aoMap;
18
4 BSOS 2R SO B AS 2UAE R A RHE 1, SR EIRE O 1%
SRR AT 3 EOCUR I &5 o I R 45 Bl — e Y S AR
SR 5 BRA TR AT FH it 52 v Dn 8 AE RSORE B2 () Y R LS ], e dha S Y BT
/ /TN pbr I B8 I [
/ [k kool
/1. AESTEIEE
Shader shaderIrradiance (“shader/cubeMap. vs”, “shader/irradianceMap. £fs”) ;
unsigned int irradianceMap = loadlrradianceMap (shaderIrradiance, envCubemap) ;

//2. TRIESR
Shader shaderPrefilter (“shader/prefilter.vs”, “shader/prefilter.fs”);
unsigned int prefilterMap = loadPrefilterMap(shaderPrefilter, envCubemap) ;

//3. brdf

Shader shaderBrdf ("shader/brdf. vs”, “shader/brdf.fs”);
unsigned int brdfLUTTexture = loadBrdfMap (shaderBrdf) ;
//******************************************************
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//1. land TODO:: ‘K\a—';r

Shader shaderModels(”shader/pbr model. vs”, “shader/pbr model.fs”);
shaderModels.
shaderModels.
shaderModels.
shaderModels.
shaderModels.
shaderModels.
shaderModels.
shaderModels.
shaderModels.

=3

use () ;

setInt ("irradianceMap”, 5):
setInt ("prefilterMap”, 6);
setInt ("brdfLUT”, 7):
setInt ("albedoMap”, 0);
setInt ("normalMap”, 1);
setInt ("metallicMap”, 2):
setInt ("roughnessMap”, 3);
setInt ("aoMap”, 4);

Model landModel (“model/land/land. obj”);

lodel modelStone2("res/StonePlatform_Obj/StonePlatform B. obj”) ;

|
fodel modelStonel ("res/StonePlatform Obj/StonePlatform A. obj”);
i
lode]l modelStone3 ("res/StonePlatform Obj/StonePlatform C. obj”) ;

Model modelHouse ("res/house/cliffHouse/house. obj”) :

/BT
unsigned int
unsigned int

albedoLand = loadTexture(“model/land/Diffuse. png”) ;
normalland = loadTexture (“model/land/Normal. png”) ;

unsigned int metallicLand = loadTexture ("model/land/Glossy. png”)

SEILRR
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5 JERER Y

5.1 Wik
KIGTEGE B RRL T RS, BT 4“7 QNS RAEESN, 58S 584K
(R 4% JB M R AT T B (R ) B AOL, S = 4 K P A B R

flame.png

5.2 BiARBKLE
5.2.1. K85 AR
LT = 4 2 (8] 1R 3 A G — 4 IE S 0 A

1 _(Xi_Xo)Z
Pos(x) = me 272
Pos(y) =0

1 _(Zi_Zo)Z
Pos(x) = \/2_me 2r?

N TR E R T, AR Z RN BT A RS 7 A0 -
v _
Pos(x) = E; Rand1() = Adj_value
Pos(y) =0
1% _
Pos(z) = E; Rand2() = Adj_value

IMELORE

glm: :vec3d record(0. 0f) ;

// BEFZ R PRI T iR & B A

for (int y = 0; y < SAMPLING_COUNT; y++) { //Emimiiafmaskit, Ha®, shad
record. x += (2. 0f * float(rand()) / float(RAND MAX) - 1.0f);

record. z += (2. 0f * float(rand()) / float (RAND MAX) - 1.0f);

}
record. x = record. x * Radius / SAMPLING COUNT;
record. z = record. z * Radius / SAMPLING COUNT;
record. vy = Position. y;
5.2.2. KLFHIGE I /RN F5 A
KB . K/ANFNTG A WG AE . 24 — € R BE AL -
Value = MinValue + (MaxValue — MinValue) * Rand()
FH A5 21 7E TI5 1) B /IME AN B K AR 2 TR BEATL Rk 5 8 12k
5.2.3. RL33 B BE/ R /N Bt ) 8] A8 A AR 1Y
375 B B AR/ Ja P 87 22435 JE M e /IMEL S 0 281 5 KB 75 PR B e /IME AR R ES - 72 g
P2k IR BRECHIAT AL, B N 1.

O =-pr -t (- 2)

tO
9 4t,
t)=——5*t*(t——
O ==z trt=3)

i&to =1, @iﬁ(@%ﬁlﬂ:




i

R i 4 '?’ L

3 s
SRS (TEFEFES - S

WA R B SR L, B g (o) e 2R (o) A e, ARI LT
/AP FRAAE 2 % life / 3 (LB A IREERIE NS E R 2SI 2k
GLfloat factor = 0.0f;
if (p.CurLife »= 2 * p.Life / 3)
factor = -9 / (p.Life * p.Life) * (p.CurLife — p.Life) * (p.CurLife — p.Life / 3);
else
factor = -9 / (4 % p.Life = p.Life) * p.Curlife * (p.CurlLife — 4 * p.Life / 3);
// ¥ factor B it 2 [0, 1]
SIS 8 2 A A

Value = 1_'0 > * MaxValue
(Age—l'lzj> +1.0

VERNZAL R EL, (HBCRAE,  RIAEAE BR Eme s 210, 1] 45 SRADIAAERAR, WOH oy — IRk 2
524 K1 ARG
FrBRL T R4, EiakY, B2 RERERAHFEYA, FORER RN, Bk 2RI
KL F4r 8. KT RGME A FRGR, ARREERE: REHEV MR, 2 55O %
FER, EREE, JHH GL_BLEND, il 58 G K S JRFE . HH T2 Isf 8 A 0 22 ) 5%
W, R KIGHHAR TR I . Ak, FRIERLORYNE 5BONTER, B 1ESCE N K
B L
53. GiR R
N IR T IR IR K G R B AR A
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6 HARERSY

WA 43 SE IR 7 ¥

SN

AT H B H BRSNS IRBIEIR P FEA N By WA 137 5 o BT SORBIEIR /N B
AWFAEE 2 BB KR, 2535 KIS AR AR B R A IR, TSR T
OpenGL H{E YR /K I T LB S AR e, JF HoRA T 0 TR ARRN L-system 5%, X
FET DAz AR AT BIIR B, ASFE 5245 e A () R 1

L-system /& fo VFIB IS A HIEACKR & CE AR SEI A TR B VL . i@ A — P s
5, HHCBAIG R R S BRI EATUCED, e R T AR U B . SRR 1
SERBON T — U UMk R, 8 NPV IS . L-system =B 533 70 T J@ PRI B A AL PE
MEREL, ZOMSRES, X&EHE S U 3 B Sy i RSk TR . @i H
5 Turtle dr 2 HIFAEKIZIR. Turtle 22— AT/ 8, BFHFRBRIERSS N EIRGIRE
giaik, B ERRAREIA TSR EGME (XYZ) MfiE AED 1 “Turte” Mdr
A, MR IZ A4S, Turtle ZER N2 H — MR,

il

A= “ [&FFFA]//// [&FFFA]//// [&FFFA] 2HAT LT 4k
O HRCART Y K
[&FFFA]: [ FIRH &) HLz bl — N3, ARERA—MRIHEIARA). (EE =R, HEATE
)
s TR e YK .
A ROR F 5 R

AT H FH Turtle - HE X, S 1Ml F i) g 53
https://www.sidefx.com/docs/houdini/nodes/sop/lsystem.html

EARTUE S, AR AR TEARFR /N E LAE json KAFH,  FFH nlohmann json J7¥AE7E C++H7
AT json THA) . BT PRI, 2 AN T AN json XA, tree3 json I treed.json(Ti H H
22X T treel json F tree2.json, {HARALFFr LAEA K H):

tree3.json:
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“branchRadius”: 0.6,
“pbranchStep”: 0. 75,
“pranchAngle”: 0.9,
“branchThicknessRatio”: 0.6,
“branchStepRatio”: 0. 75,
"minRadius”: 0. 00,
“maxLeafRadius”: 0. 12,
“leafLength”: 0.4,

“leafWidth":
"leafDensit
”leafTextur

0.4,
0 15,
ile”: ". /texture/leafd4.png”,

“woodTextureFile”: ”. /texture/wood4.bmp”,

D

“iterations” : 5

treed

“Input” : "F{x}
“output” : “[
“Condition” : "x < 5
{

“Input” : "F{x}”,
”Outth” - "F
“Condition” :

”

3

x> 48 x< T

£

“Input” : “F{x}”,

“Condition” : "x > 7"

H

.json:

LN json EHE FFARAT, AT USRI T T50 AT 1 T

x} [/+F{1.2 * x}][&F{x * L. 2}1["F{x * 1.2} I[\\&F{1.2 * x}J[-F{x}

“Output” : "F{zx}[/+F{L. 1 * x}II\\&F{1.2 * x}1[-F{x}1",

"branchRadius” : 0. 21,

“branchStep” : 0.53

“branchAngle” : 0.6
“branchThicknessRatio” : 0.8,
“branchStepRatio” : 0. 65,

“minRadius”: 0. 00,

“leafTextureFile”: 7. /texture/leaf3.png”,
“woodTextureFile”: 7. /texture/woodl. bmp”,
“Turtle”: {

x 0,
v -6,
z": 0

LSystem”: {

- Input”
“Output” :
“Condition” : “x < 3

E,

“Input” : "+
“Output” : "+F{3}+
{

“Input” : “Fix
“output” : "Rz} [/+F{L 1 %
“Condition” : “x » 37

1]

1
I

|13

“iterations” : 5

2 IDNGE{L 2 % x}]1[-F{x}1",

I3 IS LA NS R AT
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FECE BRSO RE AR, AR 1 AR T P E OB R ST 3 50U Pl A SR A A 1 )

f#F§ GL_NEAREST MIPMAP_NEAREST Z4( 53l mipmapping, M 9855 BE /R SUUR «
glTexParameteri(GL_TEXTURE 2D, GL_ TEXTURE MIN FILTER,
GL_NEAREST MIPMAP NEAREST);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE _MAG_FILTER,

GL NEAREST MIPMAP NEAREST);

RN




R i 4 '?’ HAHLE

7 KRERSY
K TS BT R R CRAR T T 8t B0
B L A e (FFO | SRR TTZE O Cnlogn) I 1A P 52 A5 S0 ML B A ey . et 5
I GR -
FFT (A B AR IP AT N S5, IR R — Z5I S50, 754 FIF DFT i+t ds
M T TR FORTRR BRI E 0T ME R, TSR I 64 R 81U ALY DET JEHET & ML, ik
SN ST TR, b TS SR R A5 .
HET FFT MK 7, HemR o T, Hobet AR R 3L T FFT #oi ok v (2
T . ST R T R, RO RO ACR, B K TR
LA TS, SEEEEOM R RO, KNG BN AR,
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8 ANH#%EhERsY

8.1 FE = A5k
ERRGH ISP I I A AL AR ARG H L 5 A\ PiE 28, @ I £ Pitch. mfifA Yaw FIA4)
Al br DL KB B S EOHAT = A BR ﬁzﬁ,#ﬁ$%%m£ﬁo

pOEltlDﬂ.X = playerPos.x + co Yaw ians (Pitch) istanceFromPlayer;

Position. z = play i si itch) anceFromPlayer;

V&M®m@ﬁwmmﬁk%ﬁi%%$h,ﬁﬁ%ﬂﬂ@k%
1Z 224U Front Jy tH 3R AR L 17 NIRRT 1) B4 17 B

glm: :vec3 front;
front = playerPos — Posi
Front = glm: :normalize (front

Right = glm: :normalize(glm: :cross(Front, WorldUp

Up = glm: :normalize(glm: :cross (Right, Front

1A 21 55 = AFRFAE L
NI R R
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8.2. N\¥#: a7
i 4G Front A5 41T Front [ BT RIZE RIS, 5PN FEIIIA M cos 1, RHE
acos() R B4 H P AN 1] B (1 g, BRIV NS 80427 Je 2% 1) A 5

sqrt (Front. x * Front. x + Front.z * Front.z

sgrt (Front. x * Front.x + Front.z * Front.z)) #

@%Ef&&%: — - ‘ o
| " h\ el ES W and's : Ty '_'- ;=

N AT IRYE I (A BEAT R D) e, AR 3545, TR sh R
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