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Obvexkmom uccnedosanusi SABISIIOTCS alTOPUTMbl OTPUCOBKU TPEXMEPHOU
rpauKu Ha BUJIEOYCKOPUTETE.

Ilpeomemom uccnedosanuss SBISIIOTCS aNTOPUTMbl OTPUCOBKU BOKCEIIBHOM
rpaduku.

Llenvto  pabomwr  SBASETCS  CO3JaHUE MPOTPAMMBI, OTPUCOBBIBAIOIIEH
CTaTUYECKUE BOKCEJIbHBIE CIIEHBI MPU MOMOIIU BUACOYCKOPUTEIIS.

B xo0e pabomuwr Obl1 BeIOpaH MHTEpQENC MPOrpaMMUpOBaHUs TpaduuecKux
MPUJIOKEHUH, MOAACPKUBAIOIINKN TIEHAEphl CETKU. BbulM NpoaHaIM3UPOBAHbBI YKE
M3BECTHBIE MOAXOJbl K OTPUCOBKE BOKCEJEH, a TaKK€ PACCMOTPEHbI MPUHITUIIBI UX
paboThl. PazpaboTaHbl aaropuTMbl MpeoOpa3oBaHUsl BOKCENIEH B CETOYHYIO MOJIETb.
JlaHHbIE QJITOPUTMBI MPUMEHEHbI B KOMOMHAIMM C CETOYHBIM Ieiaepom. [lano
000CHOBaHME MOJIy4YaE€MbIX Pe3yJIbTaTOB.

Ilonyuennyo 6 pezyrbmame pabomsl Npocpammy MOKHO HCIOIb30BaTh NS
OTPUCOBKM MEAUIHUHCKUX MOJENEH, BU3yaln3auuil B WHkeHEpHOM [1O, uUrpoBhixX
JIBUKKAX.
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The object of research is algorithms for rendering 3D graphics on a GPU.

The subject of study algorithms for rendering voxel graphics.

The aim of this work to create a program that renders static voxel scenes using
a GPU.

In the course of the work, a graphics API that supports mesh shaders was
selected. Already known approaches to voxel rendering were analyzed, and the
principles of their operation were considered. Algorithms for converting voxels into a
mesh model were developed. These algorithms are applied in combination with a
mesh shader. Justification of the obtained results is given.

The resulting program can be used for rendering medical models,
visualizations in engineering software, game engines.



