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HernermHme BHUACOKAPTHI - 3TO IIPOrPaMMHUpPYEMBIe yCTpoucTBa. HekoTopwin koa
MOKHO BBIITOAHATH HpAMO Ha rpadpumdaeckoM mporeccope (GPU). Drtu mporpammer
HA3bIBAIOT ILIEHAEPAMH.

IMletinep — mporpamma, KOTOpas 3arpy:KaeTcsi B YCKOPHUTEAb, ¥ KOH(DUIYPUPYET €TO
V3ABI AAl OOPAOOTKH COOTBETCTBYIOINNX 3AeMeHTOB. [Llefiaep - KopoTkas mporpamMma
AAS OAHOHU U3 CTYIEHEH IpaddHYECKOTO KOHBEUEPA, ITO3BOAAIOIIAS IIPOIPAMMUPOBATE
rpadpugeckuil yckopureAb. Ha mpaxrtuke Imeriaep - Hekas IIOCAEGAOBATEABHOCTH
MAIIIMTHHBIX KOAOB, KOTOPYIO Pa3paOOTYHUK, KaK IIPABUAO, OIIUCHIBAECT HA CIEIIMAABHOI
PA3HOBHAHOCTH aCCEMOAEPA.

Iletinepbr  aAcafATcd 110 CcBOMM (DYHKIUAM HA  BEPIIWHHBIC, IIHKCEABHBIE,
reOMETPHIECKUE.



Bepmumnsie mietiaepsl (Vertex Shader) omepupyror AAHHBIME, COIIOCTABACHHBIMH
C BEPIIHMHAMH MHOIOIPAaHHHKOB. K TakuM AaHHBIM, B YaCTHOCTH, OTHOCATCA
KOOPAMHATHL BEPIIUHBI B IIPOCTPAHCTBE, TEKCTYPHBIE KOOPAHWHATHI, TAHI'€HC-BEKTOP,
BEKTOP OHWHOPMAaAW, BEKTOP HOPMaAW. BepImmHHBIT IIeAep MOXKET OBIThH
HCIIOAB30BAH AAf BHAOBOIO M IIEPCIIEKTUBHOIO IIPEOOPA3OBAHUA BEPIIINH, TCHEPALIHN
TEKCTYPHBIX KOOPAUHAT, PACYETa OCBEIICHUA U T.A.

I'eomerpuueckme mreiiaepsr (Geometry Shader) B oramdme OT BEPIIMHHOIO,
CIIOCOOHBI 00PaOOTATH HE TOABKO OAHY BEPIINHY, HO U IIEABIA IIPUMHUTUB. DTO MOKET
OBITH OTPE3OK (ABE BEPIIMHBI) U TPEYIOABHHUK (TPHU BEPIIHHBI), 4 IIPU HAAWYIUHI
nH@MOPMAIINH O CMEKHBIX BepIInHAX (adjacency) MOKET OBITh OOPaOOTAHO AO IIIECTH
BEPIIUH AAA TPEYITOABHOIO HpUMHUTHBA. Kpome TOro reomerpudecKdil IIIEHAEP
CIIOCOOEH TIE€HEPUPOBATb IIPUMHUTUBBI «HA A€TY», HE 3aACHCTBYS IIPU 9TOM
LEHTPAABHBII IPOIIECCOP.

ITnkceasusnre mreriaepsl (Pixel Shader) pabGoraror ¢ dpparmerTamMu m300paKeHU .
[ToA dpparmenTOM H300pAKEHUA B AAHHOM CAyYa€ ITOHHUMACTCHA IIHNKCEAB, KOTOPOMY
IIOCTABACH B COOTBETCTBHE HEKOTOPBIM HAOOD aTPUOYTOB, TAKUX KaK IIBET, TAYOMHA,
TEKCTYPHBIE KOOPAMHATEL. PPArMEHTHBIN IIIEUAEP HCIIOAB3YETCA HA ITOCACAHEN
CTaAUH IPapUIECKOro KOHBeHepa AAT (popMupOBaHUA (PparMeHTa H300PAKEHUH.



Illetiaepbl O3BOAAIOT CO3AABATH CAOKHEHIIHE 3(P(MEKTHl B PEAABHOM BPEMCHHU.
3HA9aABHO 3TH IIPOrPAMMBI MOKHO OBIAO IIHCATH TOABKO Ha '(DHPMEHHBIX  A3BIKAX
npousBoauTeAcit Buacokapr - ATIT u nVidia. OOGa sA3pIka OYEHP IIOXOXKH HA
acceMOAep, HO, YBBI, HECOBMECTHMEL.

B DirectX 8.0 mosBasieTcsi yHUBEPCAABHBII A3BIK IIPOTPAMMUPOBAHIA MIeHAcpOB. OH
TOKE ITOXO’K Ha aCCEMOAEP, HO IIO3BOASIET OOOUTHCH OAHHM IIIEHACPOM AAfA O00OUX
THUIIOB BUACOKAPT.

HOSAHCC ITOABMAMCDH H_ICI\/‘IACPHI)IC A3BIKA HpOFpaMMHpOBaHI/IH OOA€Ee BBICOKOTO ypOBHH.

B DirectX 9.0 mossuaca C-mropo6nsrit aserk HLSL (HLSL — High Level Shader
Language)

Habaroaateapnsiit coser 3a apxurekryport OpenGL (OpenGL Architecture Review
Board — ARB) paspadoraa anarormunyro texuororuto GLSL (The OpenGL Shading
Language). boapmmucrso BosmoxkHocTen saA3pika ANSI C  coxpameHo, k HHM
AOOABACHBI BEKTOPHBIC M MATPUYHBIC THIIBI AAHHBIX, YACTO IIPUMEHSAFOIIUCCH IIPHU
pabore ¢ TpexmepHon rpadpmkor. B xomrekcre GLSL mreriaepoM HasbBaercs
HE3aBHCHMO KOMIIMAUpPYEMas CAUHMIIA, HAIICAHHAA Ha 9TOM f3bIKe. |Iporpammort
HA3BIBACTCA HAOOP OTKOMIIMAUPOBAHHBIX IIIEHACPOB, CBA3AHHBIX BMECTE.



nVidia coBmectHO ¢ Microsoft paspaborasa a3sik Cg (C for Graphics) (raxoit ke 110
cyru a3elk o1 Microsoft kak m HLSL). fI3eik ouenp moxox Ha C, OH HCIIOAB3yET
cxoxkue Tunsl. [loaaepxuBarorcs dyHkmuu u crpykrypsl. Hecmorps Ha TO, 9TO A3BIK
paspadoran nVidia, o 06e3 mpobaem paboraer u ¢ Bupcokapramu ATI. Oanaxo
CAEAYET YUECTb, YTO BCE IIEUACPHBIE IIPOIPAMMBI OOAGAAIOT CBOUMH OCOOEHHOCTAMU,
KOTOPBIE CACAYET IIOAVYUTH W3 CHEIIUAAUZUPOBAHHBIX HCTOYHHUKOB OIIMCAHUSA
APXUTEKTYPBI YCKOPHUTEAEH.

DTU TEXHOAOIUU AAACKIT OT COBCPIIICHCTBA, IIPCIKAC BCETO M3-34 cAabon OITTUMM3 AT
KOMITHAATOPOB.



Ilporpammasie naTepghbericer

[TOoCKOABKY CEpAIIEM COBPEMEHHOIO BHACOAAAIITEPA ABAACTCH cpagpuueckutl npoyeccop,
UMEIOITUA  COOCTBEHHYIO  CHCTEMY KOMaHA, 9(@EKTHBHOE  HCIOAB30BAHUE
BO3MOKHOCTEN 3D-yckopureas moApasymMeBaeT HOHUMAHHE TAKOM CHCTEMBI KOMAHA
IIPUKAAAHBIMH ITPOIrPaMMaMHU.

OAHAKO HPH HIAPOKOH HOMEHKAATYpPE IPapuIeCKHX HPOIeCCOPOB HEAB3S
HAITHCATh IIPOIPAMMY, KOTOpas ObI OAMHAKOBO 3(P@EKTUBHO padOTara C AIOOOI
CHCTEMOI KOMAaHA AFOOOTO IpapHYECKOTO IIPOIECCOPA.

[Tostomy m pa3pabOTIHKHA IPOrPpaMM, U CO3AATEAU TIPaAPUUECKUX IIPOILECCOPOB
HYKAQFOTCA B YHUBEPCAABHON CHCTEME, OOECIIEUNBAFOIIEH IIPeOOPaA3OBAHHE 3AIIPOCOB
IIPOTPAMMBEL B IIOCACAOBATEABHOCTb KOMaHA JD-yckopmreas © IIpOrpamMMHYIO
PEAAHU3AIIIIO OTCYTCTBYIOIIUX B rpaddIIeCKOM IIPOLIECCOPE ATIAPATHBIX OAOKOB.



PoAb TakoM CHCTEMBI HIPAIOT CIIEIIUAAWUZHUPOBAHHBIC IIPUKAAAHBIE IIPOTPAMMHBIC
OMOAMOTEKH UAH HHTEPENCH IIPUKAaAHOTO nporpammuposanus (APl — Application
Program Interface).

HcmoavzoBanme APl mosBoaser  pa3paOoTdmkaM — IIPOTPAMM  ACAATh KX
VHHUBEPCAABHBIMII, abcTparupyach OT HU3KOYPOBHEBBIX KOMAaHA
KOHKPETHOTO 2paguueckoeo npoyeccopa.

B Hacrosmmee BpeMsA IIOAABAAIOINEE OOABIIHHCTBO IIPUKAAAHBIX  IIPOTPAMM,
PabOTAIOINNX C TPEXMEPHBIMU OOBEKTAMHU, OIIMPAIOTCA HA OAHY H3 ABYX THIIOBBIX

omoanorek — OpenGL nan DirectX.

DirectX mocrpoeH 1o 0ObeKTHO-OpHeHTHpPOBaHHOU cxeme, a OpenGL 1o
IIPOLIEAYPHOU.

Yro Ayurmer?



[Tporpamma Ha OpenGL oanraxkoBo "xopormo" Berrasant n Ha C++, 1 Ha gucrom C,
gero He ckaxkerrs o DirectX. IIpocrora apxurextypsr OpenGL - Heocmopmmebrit
aroc: OpenGL paboTaeT MCKAFOUUTEABHO C IIPUMUTHBAMH (TPEYTOABPHHUKHU, OTPE3KU
U TOYKH) M YHIPaBAAETCA HAOOPOM OYAEBBIX IIEPEMEHHBIX, KOTOPBIE ITO3BOASIOT
BKAIOYATb HAM OTKAIOYATH HEKOTOPBIC (DYHKIIMU - HAIIPUMEP, HAKAAABIBATD TEKCTYPY
UAW HET, HCIIOAB30BATh AHM OCBEIICHHE 1 T. A. KOA AAf OTOOpakeHWsA 'BaIrero
[IEPBOTO TPEYTOABHHUKA' 3aHHUMACT IIPUMEPHO HATBACCAT CTPOK.

B DirectX srta nmdpa kysa 6oasime. C opHnM-TO TpeyroabHukoM y DirectX Bce
XOPOIIIO, HO KaK TOABKO 3aXO4YETCH HCIIOAB30BATH YTO-HHUOYADb M3 COBPEMEHHBIX 3D-
apdexroB - mnomsadrorca pacmmupenus DirectX, m emme HEAaBHO HIPOCTON U
IIOHATHBI KOA TOHET B HEOOHITHBIX M HHUYETO HE 3HAYAINNUX AAS YEAOBEKA, HE
ITOCBAIIIEHHOTO B TalHbI 3D-rpaduxm, crpoxax.

[TpoM3BOAHTEABHOCTD IIPUMEPHO OAWHAKOBA AAf OOEUX OHOAHOTEK, ITOCKOABKY
CeYac IIPAKTHYECKH BCE (PYHKIHMH PEAAU3YIOTCA HAIPAMYIO dYepe3 aIrIlapaTHBIE

YCKOPHUTEAM.

PZICXO)KACHI/IC PE3YABTATOB MOXKET OBITH TOABKO HU3-32 ITOI'PCHITHOCTH I/ISMCPCHI/IfI.



B macrosmmee Bpems OoAbIIas 9actb cosaareacit urp seroupaer DirectX 3a yaoOHYIO
ITOAAEPIKKY COBPEMEHHBIX BO3MOKHOCTEH, ocTaabHBIE IpeanounTaroT OpenGL - 3a
IIEPEHOCUMOCTD U IIPOCTOTY HAIIMCAHHSA IIPOTPAMM.

Takum o00OpasoM, y HAC €CTb ABE OHOAMOTEKH C IIPAKTHYECKH OAMHAKOBBIMU
BO3MOKHOCTAMH U OBICTPOACHCTBHEM.

OTAUYUA AUIID B CAOKHOCTH HAIMUCAHUA KOAQ.
Tak 49To e BBHIOpaTh?

UrobOpl Bamia mporpamma paborasa He TOAbKO Ha Windows, HO m Ha Apyrux
OIICPALIMOHHBIX CUCTEMAX, AydIrre Beiopars OpenGL.



