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NUCNONb30OBAHMUE LWEWOEPOB B 3D NPOFPAMMUPOBAHUU
NPU CO3O0AHUN COBCTBEHHbIX AJITOPUTMOB BU3YAJIbHbIX 3®DEKTOB

IIposeden ananuz aneopummos GU3YAIbHbIX AP PeKnos, HANUCAHHBIX ¢ NOMOWBIO Weli0epPO8 U OMIUYHBIX OM
AN2OPUMMOB, NPUMEHAEMBIX 8 2paghuueckom udeoadanmepe, U GIUAHUA uleli0epos HA NPOU3EOOUMENbHOCHIb CUC-
membl. B xauecmee obvexma uccredosanus 6vin evlOpan epaghuueckuil gudeoaoanmep, HOO00EPHCUBAIOWUL Bep-

WUHHbLE U BepMEKCHble ((hpacmenmubie) uietioepbl.

Knwouesvie cnosa: zpaguueckuti npoyeccop, eepuiunnble wetioepsl, 2eomempudeckue uletloepbl, NUKCeIbHble

(¢hpaemenmmuule) wetioepoi.

MocTtaHoBKa NpobnemMbl

Ha ceropnsinuii gews B obnactu 3D nporpamMmu-
POBaHUS JTHINPYIONINE TO3UINH 3aHUMAIOT “‘next-gen”
TEXHOJIOTUH, T.C. TEXHOJOTWH, OPHEHTHPOBAHHBIE Ha
BO3MOXKHOCTH TI'paIecKuX amanTepoB, KOTOPHIMU Te
CcTaHyT oOnanmaTh B Ommkaimme HecKonbko yer. Oc-
HOBHBIMHM OTIMYHMSAMH B apXUTEKType TIpapuIecKux
aJIalTepoB SIBIIIOTCS YacTOTHBIE XapaKTEPUCTHKU BH-
neo-yuna (ro anri. GPU — Graphics Processing Unit),
BU/ICOTIAMSTH, [IMHBI TAHHBIX U KOJMYECTBO OT/AEIBHBIX
LIEHEPHBIX MTPOLIECCOPOB.

Jdns psna BU3yalbHBIX 3(QEKTOB HCIOIb3YIOTCS
ITOPUTMBI, NpPUAyMaHHbIE Pa3pabOTYNKAMHM U OTJIH-
YaOIINEcs] 0 KOHEYHOMY PE3YJIbTaTy OT aJrOPHTMOB,
KOTOpBIE HCIOIB3YIOTCS B BUeoanantepe. Eciu pacuer
JIAaHHBIX AJIITOPUTMOB MPOU3BOJIUTH BO BPEMsI BBIIIOJIHE-
HUSI TIPOTPaMMBl Ha [EHTPAIBHOM IPOLECCOpPE, TO 3TO
CKa3bIBACTCSl HAa IPOU3BOJUTENBHOCTH BCEH CHCTEMBI B
uenoM. BeixonoM U3 naHHOW npoOiieMbl MOXKET OBITH
peanuzanys aJropuTMOB, OTIMYHBIX OT aJTOPHTMOB,
UCTIONB3YEMBIEX B BHACOAJANTEPE, HAa ANMapaTHOM
YPOBHE IPH TIOMOILM LIEHAEPHBIX ITPOTrPaMM.

Leab cTraThu — NPOW3BECTH aHAIM3 IPOU3BOJIU-
TEJILHOCTH KOMITBIOTEPHOW CHUCTEMBI IIPH pacyere BHU3Y-
aNbHBIX AP (PEKTOB C HCIHOJIB30BAHUE IMPOrPaAMMHOTO
METO/Ia pacdeTa U C UCIOJIb30BaHUEM LICHAEPOB.

Pa3BuTue BuOeoapantepon

VYV pazpabotunkoB 3D TpUIOKEHUH ISl MEPBBIX
MOKOJICHUH rpaduyeckux amantepoB [1] OBUIO TOJBKO
IBa crocoba o0paboTKH TpadHuUecKuX NPUMHUTHBOB:
UCIIOJIB30BaTh COOCTBEHHBIE IIPOrPAMMHBIE AITOPUTMBI,
o0OpabaThIBaroNie MapaMeTpbl BEPIIMH OOBEKTOB, HO
TOT/Ia BCE PACUETHI JIOXKATCS Ha [EHTPAIBHBIN Mpolec-
cop (mo amrn. CPU — Central Processing Unit) u kak
CJIEJICTBHE — CHIDKAETCS POU3BOAUTEIEHOCTh CHCTEMBI
B IIeJIOM, JIMOO MCIIOJIB30BaTh ajIrOPUTMBI 00pabOTKH
rpadMuecKuX MPUMHTHBOB, KOTOPBIE 3aIllUTHI B BHUAEO-
ajanTep M3rOTOBHUTENEM, HO TaKHe AJTOPUTMBI HOCST

o0IMiA XapakTep W HE BCErja MOIXOAAT Ui IpO-
TPaMMHOT'O TIPOAYKTA.

[ocTenenHo mpou3BoANTENH TpadUIECKUX aaain-
TEPOB BBOAWIN «3JIEMEHTHI IPOTPAMMHUPYEMOCTHY.
Hanpumep: anmnapatHas peanu3anysi HECKOJIBKUX alro-
PUTMOB OCBEIIECHUS; U1 BBHIOOpa KOHKPETHOTO alro-
pHUTMa OCBELICHUSI HEOOXOIMMO YCTaHOBUTH COOTBETCT-
Bytomue (jard B HCHOJb3yeMoi rpaduyeckoil 6uob-
JIMOTEKE, OJHAKO peaju3als KaKAOTro ajiropuTMa B
anmapaTHOM Buje OblTa HEBO3MOXKHA, T. K. ITOYTH KaX-
JIbIM ciyyail yHUKaJEH.

CrenyromuM 3TanioM B Pa3BUTHH TpaduUecKux
MIPOLIECCOPOB CTAO IOSBJIECHHE IPOrPaMMHUPYEMOCTH
rpaMuecKux MPOLECCOPOB CHELHANbHO HAMCAHHBIMU
IPOrpaMMaMH — LIEHAEpaMHu.

IlepBeIM  mOSABWICS  NUKCENbHBIM  HIEHaep
(B DirectX, mreiigepsl paboTaroniyie ¢ TEKCEIsIMHU TeK-
CTYp Ha3bIBAOTCA MHKCCIbHBIMHA Lﬂeﬁ)lepaMH, a B
OpenGL — ¢parmeHTHBIME mIeHzepaMu), B Tpaduye-
ckoMm nporeccope nVidia NV15 (ot 1 1o 4 muKcenpHBIX
KOHBeHepa, B 3aBUCHMOCTH OT MOJAENH BHUAEOATANTEPA
cemeiictBa nVidia GeForce2, u mo JBa TEKCTYpHBIX
Omoka Ha KaxxnoM KouBeiepe). [TukcempHbIN ((par-
MEHTHBIN) mieinep padoraer ¢ PparmeHTamMmu u3o0Opa-
KEHUsI, T.€. C TEKCEJIEM TEKCTYPbI, KOTOPOMY ITOCTaBIICH
B COOTBETCTBHE HEKOTOpPBIH HabOp arpuOyTOB, TaKWX
Kak IIBET, INIyOMHA, TEKCTYPHBIC KOOPANHATHI M UCTIOJb-
3yeTcs Ha MocieaHeil craanu rpaduueckoro KoHseiepa
i popmupoBanus ¢pparmMenrta nzodpaxenus. [lossie-
HHUE JTaHHOTO IIeHaepa MocrocoOCTBOBAIO MOSBICHHUIO
TaK Ha3bIBAEMOTO «OECIUIATHOTO MYJIbTHTEKCTYypHpPOBa-
HHUS», T.€. KOTa IPU HAJIOKEHUH ABYX TEKCTYp Ha OIUH
TEKCEeIb HE CHW)KaeTcs oOmas TNHKOBas BEIWYMHA
fillrate (fillrate — mporiecc 3amoJHEHHUS [TOJUTOHA TEKCE-
JISIMH).

C nosiBneHneM rpaduyueckux mnpoueccopos nVidia
NV20 (cemeiictBo BumeoamgantepoB nVidia GeForce3),
MOSIBUWINCH BEpIUMHHBIE IIEWAEpbl. BepIunHHbI 11ei-
Jiep OIepupyeT NaHHBIMH, COITOCTABIISIEMBIMH C BEPIIU-
HaMH{ BBIBOAWMBIX MHOTOTPAaHHHUKOB. K TakuM TaHHBIM,
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B YaCTHOCTH, OTHOCATCSI KOOPJMHATHI BEPIINHEI B IIPO-
CTpPaHCTBE, TEKCTYpHblE KOOpAWHATHI U T.A. BepmmH-
HBII IIeHaep MOXKeT OBITh MCIOJIBb30BaH Uil BUIOBOTO
U TIEPCIEKTUBHOTO MPeoOpa30BaHUS BEPIIUH, TeHepa-
MM TEKCTYPHBIX KOOPAWHAT, pacyeTa OCBELICHUS H T.[I.
CymecTBOBaBIIasi Ha TOT MOMEHT BepCHs IIEH/IEpOB
ObUTa CHJIBPHO OTPAaHWYEHA; KaXdas IMIeHmepHas Ipo-
rpaMMa (OCOOCHHO OTO OTHOCHUTCS K THKCEITbHBIM)
Obula CPaBHHUTEJILHO MaJIOH JJIMHBI, T.€. MOIJIA COJep-
JKaTh OTPAaHWYCHHBIH HaOOp KOMaHI, W MHCAJNCh Ha
assembly shader language, koTopsiii 611M30K K acceMO-
Jiepy Ui YHUBEpCAIbHBIX IpolieccopoB. Ero Huzkuit
YPOBEHb [OCTaBJISET OINpEJEIICHHBIE CIOXXHOCTH IS
MOHWMaHUA KOAAa W TIPOTPaMMHUPOBAHUSA, OCOOCHHO,
KOTJa KOJ| MPOrpaMMbl OOJIBIIIOM.

Ieiinepuas Bepcus 2.0 pacmupuaa BOZMOKHOCTH,
MPEUIOKUB OoJiee AJMHHBIE W CIIOKHBIC IIEHIepHEIC
MporpaMMbl M 3aMETHO pacIiupuia Habop KOMaHI,
ObUTa 100aBJIeHA BO3MOYKHOCTh PACUYCTOB C IJIABAOIICH
3arsITON B MUKCEJbHBIX LIeiepax.

Taxxe c BBIXOAOM BTOpPOH II€MIEepHON BepcUU
MOSIBIJINCH | SI3BIKK BBEICOKOTO YPOBHS JIJIS IPOTPAMMHU-
poanus meinepon: High-Level Shader Language, s
rpadudeckoit 6ubmmorekn DirectX, HaumHas ¢ 9 Bep-
cum, pousBoacTBa Microsoft; Graphics Library Shader
Language, nnst rpadmyueckoii OnOIMOTEKH, HaYMHAs C
Bepcun OpenGL v2.0 u Cg (C for Graphics), coBmecr-
Has Kpocc miardopMerHas paspadorka nVidia u Micro-
soft [2 — 4]. JlaHHbIe A3BIKA MO3BOJIAIOT INMHCATh IIEH-
nepHble nporpamMmbl Ha C-00pa3HOM $sI3bIKE, KOTOPbIit
Oornee NEroK B MOHMMAaHUH, YeM acCeMOJICPHBIA KO,
NIPUMEHSIEMBII paHee.

B 2008 rony, mosiBunuck meiaepsl Bepcuu 4.0, B
KOTOpBIX OBLT J100aBlieH TpeTHH BWJ LIEHAEpOB — ge-
ometry shaders (reomerpmueckuii meiinep) (puc. 1), a
TaKXKe CYIIECTBCHHO JOpabOTaHbl BEPIIMHHBIC U (par-
MeHTHEIe Ineiinepel. Termepp 3a 00paboTKy mIelaepoB
OTBEYAIOT HE OTJAEJIBHEBIC CICIHATH3UPOBAHHBIC IICH-
JIepHbIE MPOIIECCOPBI, a TaK Ha3bIBaeMble YHH(DUIMPO-
BaHHbBIC MICHICPHBIC MPOLECCOPHI. YHU(PHUIIUPOBAHHBIC
HIEH/IEpPHBIE TIPOLIECCOPHI MOTYT HCIOJHSTH Kak Bep-
IIMHHBIC, TaK ¥ MAKCENbHBIE W TE€OMETPUYECKHE IIeH-
JilepHble  mporpaMMmbl. Brepsble  yHH(UIIMpOBaHHAs
apXUTEeKTypa ObUIa MPUMEHEHA B BHJCOYMIIC UTPOBOI
koHcom Microsoft Xbox 360, sToT rpaduyeckwuii mpo-
neccop Obut paspaboran kommanueir ATI. A B rpadu-
YECKHUX IMPOoLIeccopax Jyisi MEPCOHAIBHBIX KOMIBIOTEPOB
yHUQHUIUPOBAaHHBIE MIeWIepHBle OJOKH IOSBIIINACH
B BHzieo mponeccope nVidia G80 (BumeokapTsl cemeii-
ctBa nVidia GeForce 8).

I'eomerpuueckuil melaep, B OTAMYHUE OT BEPILUH-
HOTO, CTIOCOOEH 00paboTaTh HE TONBKO OJHY BEPIIUHY,
HO U LIEJBIA IPUMHUTHB. DTO MOXKET OBbITh OTPE30K (IBE
BEpLIMHBI) WIN TPEYrojbHUK (TPU BEPLIMHBI), a TIPH
HAIMYAA WHPOPMALMK O CMEXHBIX BEPIIMHAX MOXKET
OBITH 00pabOTAHO /10 IIECTH BEPIIUH ISl TPEYTOIBHOTO
npuMuTHBa. Kpome Toro reomerpudeckuil 1meinep

crnoco0eH TeHepHupoBaTh MPUMHUTHBEI «HA JIETY», HE
3/ICUCTBYS TIPU ATOM LEHTPaIBHBINA IPOIECCOP.
I
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Puc. 1. Ilpumep koHBeiiepa peHaepuHra,
MIPUMEHSIEMOT0 B BUeoaanTepe

Ha puc. 1 noka3an npumep CTaHIApTHOTO KOHBEH-
epa peHJECpPHUHIa, NMPHMEHIEMOI0 B COBPEMEHHBIX I'pa-
(uueckux ananrepax.

AHanus nponsBoaUTEeNbLHOCTU CUCTEMBI,
ucnonb3yoLwen Wwenaepbl, AnNs pacyeTta
BU3syanbHbIX 3dcpeKkToB

[Iporpammsl, HanMCaHHBIE CIELUUANBHO UISI MPO-
BEACHU OLICHKU MMPOU3BOAUTCIIBHOCTU CUCTEMbI, MOTYT
IMOKa3bIBATh PAa3sHYIO MPOU3BOAUTCIIBHOCTh Ha KOMIIbIO-
Tepax ¢ Pa3INIHON KOH(PHUTYparHe.
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CpaBHeHHE TPOU3BOJUTEIBHOCTH IIPOBOAMIOCH Ha
KOMITBIOTEpE Clielytonield KOHPUTIypalyu:

e OS: Windows XP Pro SP3;

e CPU: AMD Sepron 2800+ (2000MHz);

e GPU: nVidia GeForce 7600GS 256Mb;

e GPU driver version: 169.21;

e  Memory: DDR-3200 1280Mb.

3a equHMUILy U3MepeHus Obuta B3aTa BenmnunHa FPS
(Frames Per Second — konn4ecTBO KaapoB B CEKYHIY
Ha OJKpaHe MOHHUTOpA, BBIIABAEMBIX IPOTPAMMHBIM
obecriedyeHreM BUICOKAPTHI).

Tecm 1. Bump mapping.

Bump mapping — MeTo]] B KOMIIBIOTEpHOH rpadu-
K€ IO3BOJIIIOIIMN Ha IUIOCKOM IOBEPXHOCTHU IOJIUTOHA
MOJICTIMPOBaTh MHUKpopenbed s mnpuaaHus Ooiee
PEATMCTUYHOTO HM300paKeHUsI M 3aKJIIOYaeTCs B TOM,
YTO OTKJIOHEHHE Ka)XKIOro IHUKCEeNs OT HOPMAIM K IO-
BEPXHOCTH IPOCUYUTHIBAEMOT0 OOBEKTa CMOTPUTCS B
KapTe BBICOT W NPUMEHSETCS Nepesl BHIYMCICHUEM KO-
s unreHTa OocBeIeHus (HApUMep, OCBEIIEHHE II0
®DomHry).

Tecm 2. Anumayus obvexkma.

B nanHOM Tecte mMpoM3BOAMIACH aHUMALUS O0B-
€KTa, T.€. BEPLIMHBI 00BbEKTa U3MEHSIIH CBOM KOOpAWHA-
Thl B NPOCTPAHCTBE OTHOCHUTENIBHO IPOILIEAIIEro Bpe-
MeHU. B 0JJHOM M3 TeCTOB pacueT HOBBIX KOOpIHMHAT
HPOU3BOAMIICS IPH TOMOLIM LEHTPAIBHOTO MPOLECCO-
pa, a B OPYroM — KOODAMHATHI PACCUUTHIBAINCH HPH
MIOMOIIM BEPIIMHHOTO IIeii/iepa BUeoaaanTepa.

Tecm 3 Pazmvimue uzo0paxjcerus.

JlaHHBII TECT OTHOCUTCS K TaK Ha3bIBAEMBIM pOSt-
render a(pexTam, T.e. BCE CIICHA CTPOUTCS B OTACIHLHOM
Oydepe, mocie 4ero Ha JaHHBIA Oydep NpHUMEHseTCs
GUIBTP pa3sMBITHS M300PAXKESHHUS M TOJIBKO MOCIE 3TOrO
KOHEYHas CLIeHa BBIBOAUTCS HA 9KpPaH MOHUTOPA.

Pacuersl npon3BomMIINCh 1O cieaytomei Gopmy-
Je:

Coutij = 2 %.m Citljrm »
I,m

rae napameTpoM Cij 0003HaueHBI LIBETA IIHKCENIOB HUC-

XOJHOTO M300P2KEHHUS; MapaMETPOM ¢y, ; — TaK HA3bl-

BaeMble K03 ULHeHTs! cBepTKH; napaMeTpoM Coyeij—

[[BETa PE3yIbTUPYIOIIET0 H300pakeHus; /, m — pa3mep-
HOCTh alepTypPbl, C KOTOPOH paboTaeM JIUIsl MMOJTyYCHHUS
3HAYCHUS I[BETA IIHKCEa.

Tabmumna 1
PesynbTatel TecToB

Ha3zBanue be3 ucnonp3oBa- | C HCNoJb30BaHHEM
TecTa HMs 1IeiiiepoB meii1epos
Bump mapping ~1930 fps ~2010 fps
AnuManus ~1050 fps ~1300 fps
PazmerTie
R ~1890 fps ~1920 fps
BoiBOA

Hcnonp3oBanue meiinepHbx nporpamMm B 3D mpo-
IPaMMHPOBAaHHU II03BOJIIET CO3JaBaTh COOCTBEHHBIE
aNTOPUTMBI 00pabOTKU TpaUUECKUX NPUMUTHBOB IS
Ka)XJI0TO OTIEIBHOTO NMPHIOKEHHsT 0e3 MOTepH MpOou3-
BOJUTEIBHOCTH BCEIl CUCTEMBI, @ B HEKOTOPBIX CITy4asix
W YBEIIMUUTD €€, TI03BOJISIET TAK)Ke CHU3UTH HArpy3Ky Ha
LHEHTPAIBHBI IPOLECCOp, MPH 3TOM MAaKCUMAaJbHO
3arpys3uB IPOLIECCOp BUACOANANTEPA.
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BMKOPUCTAHHSA LUEWOEPOB B 3D MPOrPAMYBAHHI
NPU CTBOPEHHI BIIACHUX ANNFOPUTMIB BI3YAJIbHUX E®EKTIB

J.B. I'natiok, 3.b. Xomnogna
Ilpogedeno ananiz arcopummis 6i3yanbHux egexkmis, HANUCAHUX 3d OONOMO20I0 wieloepis i BIOMIHHUX 8I0 AN2OPUMMIE,
BIICUBAHUX 6 epaghiuHomy gideoadanmepi, i 6NAUBY Well0epié Ha NPOOYKMUsHIicmb cucmemu. Ak 00'ekm docniddcenns Oy euo-
panuil epagiunuil gideoadanmep, wjo NIOMPUMYE ePULUHHI | 6ePMEKCHI ((hpazmenmui) wetloepu.
Knrouoei cnosa: epapiunuii npoyecop, eepuiunti weiioepu, 2eoMempuyti weloepu, nikcenvti ((pazmenmui) weioepu.

USE OF SHADERS IN A 3D PROGRAMMING AT CREATION OF OWN ALGORITHMS OF VISUAL EFFECTS
D.V. Gnatyuk, Z.B. Holodnaya
The analysis of algorithms of visual effects, written by shaders and different from algorithms, applied in a graphic video
adapter, and influencing of shaders on the productivity of the system is conducted. As an object of research a graphic video
adapter, supporting tops and vertex (fragmenting)shaders, was chosen.
Keywords: graphic processor, shaders of tops, geometrical shaders, shaders of pixels (fragmenting).

26




