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[enbto IUIIIOMHON pabOTHI SIBISIETCS pa3paboTKa MICHAEPOB IS MOJCIUPOBAHUS
H300pakKeHUH C MCIOJIb30BAHUEM METOJ0B KOMITbIOTepHOHM rpaduku. Mccmeayrores
meHaephl, MNPUMEHSeMbIC Ui CO3JaHUs BHU3YyaJbHBIX A(PQPEKTOB, TaKuX Kak
UpUJECUCHIIMS MW  KaycTuka. PaccMarpuBaroTCsi OCHOBBI  PEHAEPUHra U
nporpamMmMmupoBanuss Ha s3bike GLSL, a Ttaxke wucnonmb3oBanue Unity s

TECTUPOBAHUS Pa3pabOTaHHBIX PEIICHHM.

Metonpl BKIIIOYAIOT aHAJIW3 CYIIECTBYIONIMX TEXHOJIOTHH M pa3pabOTKy IIeHIepoB
JUISL MOJICTTUPOBAHUS CIIOKHBIX BU3yaJIbHBIX 3¢ (eKkToB. bl co3manbl menaeps! a1

HUMUTAIWUHN OIITHYCCKHUX HBHGHHﬁ, YIIYHIIICHUA TCKCTYPHUPOBAHUS U OCBCIICHHA.

Pesynbrarel mokaseiBatoT 3(GGEKTUBHOCTh MICHAEPOB JUIsl CO3MaHMS BHU3YyalbHBIX
s dekToB, ymyuinas Ka4yeCTBO BU3YyalM3allMd B KOMIIBIOTEPHBIX HMIpax M APYrUX
npuwioxkeHusax. HoBu3Ha pabOTHl 3aKiIOYaeTCd B CO3JaHUU IIEUJIEPOB IS
peanucTU4HbIX A(G(GEKTOB OCBEIIEHUS U TEKCTYPUPOBAaHMS, TPUMEHUMBIX B

pa3IuYHbIX TpaduuecKux cpeaax.

PesynbraTel moaTBepkeHbl TecTupoBaHueM B Unity U MOTYT HCIOJIB30BaThCS B
npodeccuoHanbHO W 00pa3zoBaTeNbHOW  JesATeabHOCTH. Pabora BbINOJIHEHA
CaMOCTOSITENIbHO, PE3YJITaThl OPUTHHAIIBHBI U MOTYT MPUMEHSITHCS IS YITYUIICHUS

METOJIOB CO3/IaHUSI IIEHIEPOB B KOMIIBIOTEPHOI rpaduke.



The thesis consists of 60 pages, 17 figures, 8 references, and 2 appendix.
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The aim of this thesis is to develop shaders for image modeling using computer
graphics methods. The research focuses on shaders used to create visual effects such
as iridescence and caustics. The study covers the basics of rendering, GLSL

programming, and the use of Unity for testing developed solutions.

The methodology includes analyzing existing technologies and developing
shaders to model complex visual effects. Shaders were created for simulating optical

phenomena, enhancing texturing, and lighting.

The results demonstrate the effectiveness of shaders for creating visual effects,
improving the quality of visualization in computer games and other applications. The
novelty of the work lies in creating shaders for realistic lighting and texturing effects

applicable to various graphical environments.

The results are validated through testing in Unity and can be used in
professional and educational contexts. The work was carried out independently, the
results are original, and can be applied to improve shader creation methods in

computer graphics.



