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BBenenue

Tpexmepnas rpaduka — pasaes] KOMIbIOTEPHOU IpaduKu, TOCBSIIEH-
HBI METOJIaM BU3yaJIu3aluu 00beMHBIX MOJIesieil 1 0O bEKTOB, ONMMCAHHBIX
B 3D (3-dimensional) mpocrpancrse. K ocHOBHBIM 00/1acTsIM IpUMEHEHUSI
TPeXMepPHOil I'padUKN MOXKHO OTHECTHU: CUCTEMbBI aBTOMATU3UPOBAHHOT'O TIPO-
eKTUPOBaHUA, KHHEMATOTPpad, AaHUMAIIUIO, BUIEOUTPBI, CUMYJIATOPBI U MHO-
roe Jpyroe.

Cy1ecTByeT HECKOJIBKO CITOCOOOB IMOCTPOEHUS M300parKeHUus 10 TPeX-
MEPHBIM JIAHHBIM, OJHUMU W3 KOTOPBIX SIBJISAIOTCHA: PACTEPU3AIUSA ITPUMU-
TUBOB, TPACCUPOBKA JIyUeil, TpacCUpOBKa IyTh. IIpuMenenne KOHKPETHOTO
crrioco0a ¢ Toc/aeyoneil ero Kounduryparueil 00ycaaBInBaeTCss Pa3JIMIHbI-

M (paKTOpaMU:

e Bpemenubivu pecypcamu. [Ipu paboTe B pezkuMe peajbHOrO BpEMEHU
MaKCUMAJbHBIA WHTEPBAJ TeHepaIlui N300paKeHusi COCTaBJIsIeT TPU-
6JIM3UTENIbHO 33 MUJITUCEKYHIBI (COOTBETCTBYET YaCTOTE OOHOBJIEHUST
30 T'), 9To MO3BOJISIET CO3/ATH HENPEPBIBHBIN IS YeIOBEYECKOTO

IJla3a BHJCOIIOTOK.

e BrruncanTebHBIME PECYypPCAMU, ITPEIOCTABIIEMBIMIA KOHKPETHOM TITaT-
dopMmoii, BMecTe co crienuduKoil uxX ucroab3oBanus. K mpumepy, Mo-
OUJIbHBIE YCTPOMCTBA HAKJIAIBIBAIOT CYIECTBEHHbIE OTPAHUYEHUS Ha

SHepronoTped/IeHne U He NMMEIOT aKTUBHOE OXJIAXKIEHMUE.
e OObeMOM OTOOpaArKaeMbIX JTaHHBIX.

e KadecTBOM OTOOparkeHMsI, KOTOPOE MOXKET XapaKTepU30BATHCA KakK
doTo-peaucTudHOe, PUINIECKN KOPPEKTHOE, KMHEMATOTPAPUIHOE,

"mysbrsiiiHoe” [14] n Tak magtee.

Hammuane BbIen3102KEHHBIX (PAKTOPOB B COYETAHUN C MHOTOYUCIEHHbI-
MU TPeOOBAHUAMHU PeaAIbHBIX ITPOEKTOB, CBA3aHHBIX C BU3yaJu3aliueil JaH-
HBIX, CO3JIaeT psJl MPOOJIEM MPU TOUCKE YK€ NOTOBBIX I'padUYeCKuX pere-

HUI U IPU UX HEIIOCPEICTBEHHON MHTErPAIUUA B CUCTEMY.



B npoekre CoreCVS [3| (Computer Vision Primitives Library) B pam-
Kax paboThl HaJl OUOJIMOTEKOU JIjIsi CUMYJISIUU (PUBUKU II0JIETOB JIPOHOB
Pa3pabOTINKN CTOJIKHYJIUCH C HEOOXOAUMOCTb BU3yaJIU3aIlUN POIECCa CH-
MYJISIIIAN KaK JJjIsi OTJIQJAKUA IPOrpaMM, TakK U JJId JIyUIIero HOHUMAaHWSI
TOTO, KaK B3aUMOJEHCTBYIOT OOBEKTHI MeK Iy coboit. Jlia permenus 3Toit
IPOOJIEMBbI UCIOJb3YETCsI CYNMIECTBYIONMAasd B paMKaxX IPOeKTa I'paduiecKast
oubsimoreka, HanucanHas ¢ ncrnonab3oBarreM OpenGL [11] (Open Graphics
Library), koTopasi o3BoJIsieT 0TOOPaKATh OTHOCUTEJIBHO TTPOCTYIO0 NeOMeT-
puio ¢ 6a30BOI MOE B0 ocBerenns. OIHAKO JaHHAast OMOJIMOTEKa UCIIO Ib-
3yeT B CBOEil OCHOBE y»Ke yCTapeBIliee MOIMHOXKECTBO (DYHKIIMOHAJIBLHOCTU
OpenGL, uTo co3maer HEOOXOAUMOCTDH 3HAUUTEILHOTO PeaKTOPUHTA JIJIsT
JaJbHEHINEero ee NCIoJb30BaHU.

B uTore 0ObLIO MPUHSATO pelleHre pa3padoTaTh C HyJIs HOBYIO rpadude-
ckyto oubsmmoreky B pamkax CoreCVS, koTopas He TOJBKO Obl 3ameraia
PYHKIIMOHAJBHOCTh CBOEH IPEIINECTBEHHUIIBI, HO U PACIIUPIa €€ B CO-
OTBETCTBUM C 33JIa9aMU, PelIaeMbIMH KaK B TEKYIINX, TaK U B OYIyIIUX
IIPOEKTaX.

JlanHoe pereHre MOTUBUPOBAHHO HE TOJIBKO CTPEMJIEHHEM MUHUMU3U-
pOBaTh KOJUYECTBO CTOPOHHUX 3aBUCHUMOCTEIl BCETrO MPOEKTa, HO U KeJia-
HUEM KCIOJIb30BaTh B KauecTBe ocHOBbI HOBeftmee Vulkan API [13]| (Vulkan
Application Programming Interface), koropoe npussano 3amennth OpenGL
B CHJIy €r0 MOpaJIbHOI'O ycTapeBaHWsl. AHa/M3 CYIIECTBYIOIIUX PeITeHnil
TaK>Ke T0Ka3aJl HEBO3MOXKHOCTh MHTETPAIIUA CTOPOHHUX OMOJIMOTEK BBULY

psiia TPUYIWH, U3J0KEHHBIX JIaJiee€ B TEKCTE PabOTHI.



1. IlocTanoBKa 3aa4n

[lesnp nanHOM paboOThI — peaJsim3alius OMOJIUOTEKH JIJIsi BU3yaJIU3aIUN
TpexMepHOii rpaduKu B pealbHOM MaCIITabe BpeMeH! C BO3MOXKHOCTHIO UC-
II0JIb30BATh KaK HU3KOYPOBHEBBII HHTEP@ENC IJIsd CO3MAHNS CIIeIn(PUIHBIX
Mo/IeJieil 0TOOparKeHnsl, TaK U BBICOKOYPOBHEBBIE aOCTPAKIINU, IIPEIOCTaB-
JIAIOIIE CTaHJAPTHBIN crocod Busyasausannu o0bekToB. s ee mocTmxke-

HUsI OBLIIM BBIJIEJIEHBI CJIIYIONINEe 3a/IaYH:

e lccnenoBanue nipemamerHoit obsactu. CpaBHEHUE CYIIECTBYIONUX Pe-

IIeHU I
e Paspaborka u dopmanm3aius TpedOBaHUN K TPOEKTY

e Peajmzarusg KOMIIOHEHTOB IpaduyiecKoil OMOJIMOTEKN C yIETOM 3asiB-

JIEHHBIX TPeOOBaHUIA

e Peanuzanus nognepkku Vulkan API



2. TepmMmunoJiorusi

e ['paduueckas mojcucrema (anria. Graphical backend) — momysib ipo-
IPpaMMBI, peaau3yonuii rpaduaeckyo PyHKIMOHAJILHOCT IPUIIOZKE-

Hnd.

o Illeiinep (anrma. Shader) — nmporpamma, npejHa3HAYECHHAS JIJIs KCIIOJI-

HEeHUd Ha T'padUIeCKOM IPOIECCOPE.

e Marepuas — KOHTeHEpP, KOTOPBHIX XPAHUT OIMCAHUE IIOBEPXHOCTU
o0 bekTa B BUJie HAOopa aTpuOyTOB U HEKOTOPYIO IIPOrpaMmy, KOTopast

KOHTPOJIUPYET IIPOIeCC 00pabOTKU JAHHOIO MaTepuaJia.

e I'paduueckuii marepdeiic (anri. Graphical API) — unrepdeiic mis

BSaI/IMO,ZLefICTBI/ISI C I‘pa(bI/I‘IeCKI/IM YCKOpHUTEJIEM CHUCTEMBI.

e Application Programming Interface (API) — unrepdeiic npukiagHo-

ro MPOrpaMMUPOBAHMUSI.
e Central Processing Unit (CPU) — nienTpajibHblil po1ieccop.
e Graphical Processing Unit (GPU) — rpadwudeckuii mporeccop.

e Graphical User Interface (GUI) — rpadudeckuii mob30BaTe/IbCKUil

nHTEpPdEIic.



3. TpeboBaHusa K MPOEKTY

OcHoBHBIE PYHKITUOHAJbHBIE TPEOOBAHMS, KOTOPhIE BBITEKAIOT ITPEIKIE

BCero m3 3aJad, permaeMbix B paMkax mpoekTa CoreCVS, n310KeHbI gaJiee:

e [enepanus n3obpazkeHus B PezKUMe PEaJbHOI0 BPEMEHU: B CBOEil OC-
HOBe OMOJIMOTEKA, [I0JIaraeTCs Ha aJTOPUTM PACTEPU3AIUN T€OMETPUAN
C ucnosib30BanueM Z-6ygepa [1|, aTo mos3Bossger mpu JOIKHOM KOJIU-
YECTBE M€OMETPHUU U BLIYUCIUTE/ILHBIX PECypCax MeHepUpOBaTh U300-
ParKeHMsI ¢ JaCTOTO, JOCTATOYHON ISl CO3MAHUS IICEBIOHEIIPEPhIB-

HOI'O BUIEOIIOTOKA.

e KpoccmrardopMeHHOCTD: OUOIMOTEKa KOMITUJIMPYETCS U padoTaeT Ha

JIMHEKe OCHOBHBIX orneparnmonubix cucrem (Window, Linux, MacOS).

e HesaBucumocTs oT rpacdudeckoro unrepdeiica: 6mdbIMOTEKA B3aUMO-
JIEICTBYET C BUJIEOYCKOPUTEJIEM CUCTEMbBI Yepe3 yHUMUITMPOBAHHBII

nHTEepdeiic, KOTOPbI caMm 10 cebe sABJIAETCS JYacThbIO TIPOEKTA.

e Ilommep:xka Vulkan: moctym k manaomy API ocytmectBisiercsa yepes

nHTEepdECc, TPeJICTABIEHHBIA B ITPEIBIIYIIEM TyHKTE.

e HezaBucuMoCTb OT CTPYKTYPHI CIIEHbI: OMOJIMOTEKA OIIEPKUBAET CITU-
COK BUJIMMBIX OOBEKTOB M OCYIIECTBJIAET UX IMOCJIEI0BATEIHHOE OTOO-
paxkenue. Mepapxuio CIieHbI, 3aBUCUMOCTH MEXKJIy OObEKTaMHU OIIpe-

AeJIAT II0JIb30BaTeJIb.

e CucremMa MaTepuaJioB: MaTEPHUAJIbI IIPEIOCTABJISIOT TUIIO0E30IIaCHBIM

nHTepdeiic g Koundurypaun napamerpoB oroopazkenus na GPU.

e Cucrema XpaHEHUA I'eOMETPHUM: BOSMO2KHOCTDL CO3JaBaThb U UCIIOJIB30-

BaTh TeOMeTPUIeCcKre OOBbEKTHI C TPOU3BOJIbHBIM HAOOPOM aTPUOYTOB.

e HesaBucuMoCTh OT OKOHHO# CHCTEMBI: (PUHAJBHOE U300paKeHre BbI-
Bo/UThCs Ha 9KpaH, B Bumker GUI cucrembr, mubo coxpaHsieTcs BO

BHEdKpaHHOM Oydepe.



4. CymmecTBYIIOIINE perieHnsI

B manaOM pa3zjesie mpoBOUTCA 0030P U CpaBHEHUE CYIIECTBYIONIUX I'pa-
dpuvecKux perreHuii ¢ OTKPBITBIM UCXOIHBIM KOJIOM, JOCTYITHBIM JIJIsi CBO-
6oHOTO WCToJIb3oBanud. Kpurepum o030pa BBITEKAIOT MPEXKIE BCETO M3
TpeboBaHU, U3JIOXKEHHBIX paHee. OCHOBHBIE (DAKTOPHI JJIsT BKIIOYEHUS B
paccMOTpeHue: HAJIMYINE JIOKYMEHTAIIUA U OOYYaIONuX MaTepUaJIoB, AaKTHUB-
Has TOJJIEPXKKa UM pa3paboTka, uHTerpaiug ¢ Vulkan, momaepkka mupo-

KOT0 KJacca rpaduaecknx naTepdeiicos, naiexcanus’ Ha xoctunre GitHub.

4.1. BSF

BSF (bs framework) — kpocc-murardopmennas C-++14 6ubanoreka, pas-
pabarbiBaemast Game Foundry [2|. TIpenocraBisier yaudunupoBanuyo 6a-
3y JUid pa3paboTKu rpadpuaecKux MPUIOKEHNN PeabHOIO BpEMEHH, BUJIE0-
UT'D U UHCTPYMEHTOB IporpamMupoBanus. [loiepkuBaeMbie rpaduieckKue
unrepdeiicor: Vulkan, OpenGL, DirectX. @yHKIIMOHAJIBHOCTD: KOHBeEMep
SKPAHHBIX IMOCT-3(PMOEKTOB, OTIOXKEHHOE, (PU3NIECKN KOPPEKTHOE 3aTeHe-

HUE, KAaCKaJlHAd eHepalud TeHell, cucTeMa MaTepUaJioB.

4.2. Ogre3D

Ogre3D (Object-Oriented Graphics Rendering Engine) — kpocc-rardopmente
C++ rpadudeckas 6ubsimoreka, paspadarbiBaeMasi OTKPBITHIM coobrecTBoM [10].
B kadectBe rpadudeckux naTepdeiico nomaepxkuBaer OpenGL, DirectX,
WebGL. OyHKIIMOHAIBHOCTD: CHCTEMa, MaTepraJioB 1 MOCT-3(hHeKTOoB, Me-

HEI>KMEHT PecypcoB, CUCTEMa aHUMAIIUH, I'pad CIEHBI.

4.3. Filament

Filament — kpocc-mardopmennas C++ dubsmoreka rpaduku, Heodu-
aabHO toiepkuBaemas Google [5| m OTKpBITBIM €OOOIIECTBOM pa3pa-

ooTunkoB. CrpoekTupoBaHa TaKUM 00Pa30M, YTOObI ObITh MAKCUMAJBHHO

! Marta obpamenns: 11.12.2019



kKoMIakTHOU u 3ddexkruBnoit gma Android mmardopwmser. IlogmepkuBaer
OpenGL, Vulkan API, WebGL. IIpenocrasaser C++, Java, JavaScript nn-
tepdeiicbl. OcHOBHBIE I'PadUUIeCcKHe BO3MOXKHOCTHU: (DU3UIECKH KOPPEKTHOE
3aTEHEHUEe, OCBEIEHNE Ha OCHOBE M300parkKeHUsd, CUCTEMA MATEPHUAJIOB, Ka-

Mepa ¢ IMUTaIel (PU3nIecKnx napaMeTpoB mapaMeTpamMu, 6a30BbIe TTOCT-

3 DEKTHI.

4.4. KoHienryaJjbHbI€ HEJOCTATKH

HecMoTpsa HA MHOTOYMCIEHHYIO (DYHKIIMOHAJIBHOCTH, KOTOPOI 00J1a 1a-
0T PACCMOTPEHHBIE PEIeHNs], OHU He B TOJHON Mepe yI0BJIETBOPSIOT Tpe-
oopanugam mpoekTa CoreCVS. B gacruoctu, BFS u Ogre3D mnpexie Bcero
OPUEHTUPOBAHHBI Ha Pa3pabOTKYy BUJEO UI'D, IIO3TOMY JaHHBIE OMOJIMOTEKU
CIJTBHO 3aBUCAT KaK OT MEPAPXUYECKOU CTPYKTYPBI CIEHBI, TAK U OT 00-
pabotku maHubX. OHM IPEJOCTABISIOT COOCTBEHHBIE (POPMATHI TE€OMETPHH,
SI3BIKU OIMCAHUS MIEHIEPOB U METOIbI 3arPY3KU PECYPCOB, TAKUX KAaK MO/Ie-
JI, TeKCTYphI. JlanHas QyHKIIMOHAIEHOCTh N30BITOYHA, TAK KAK B ITPOEKTE
CoreCVS yxke cymecTByoT MOy 110 06paborke 3D reomerpun u u3006-

pazKeHul.

Puc. 1: CpaBHeHue CyIiecTBYIONUX PEIIEHU 110 OCHOBHBIM KPUTEPUSM

Kpurepumn HasBanue 6ubanorekn / mpoekTa
CcpaBHEHUS BSF Ogre 3D Filament
[Tonepzkka B IIpOIecce
Vulkan API A peasim3aliu an
AKTUBHasA
O IEPXKKA s an an
Hammane
JIOKYMEHTAINN as an an
®Popwmar ¢ (pUKCUPOBAHHBIM | ¢ (DUKCUPOBAHHBIM | C (PUKCUPOBAHHBIM
reOMeTPUM | YUCJIOM aTPUOYTOB | YMCJIOM ATPUOYTOB | YUCJIOM aTPUOyTOB
Crpykrypa nepapxuIecKast nepapxuIecKast repapxmIecKast
CIIEHBI (KOMIIOHEHTHASA ) (kommoHeHTHAs) | (HAcTpamBaemas)
fggﬁi?}? crierupuIHbIe crierupuaHbIe crieriucpuaHbIE




ITpoekT Filament umeer OGosbimuit pokyc Ha TpadUIECKyI0 COCTABJISIO-
Y10, OJJTHAKO OH B IIEPBYIO OYe€pe/ b OPUEHTUPOBAH HA CO3JaHue (pusmde-
CKI KOPPEKTHOTo ocBemieHus: Ha Android mmardopme, 9TO BhIpazKaeTcd ¢
CyIIIECTBEHHO MEHbIIeil THOKOCTH B HACTPOMKE KaK CAMOI'0 OCBEIIEHUs], TaK
U 9KPaHHBIX 3(PDHEKTOB, CO3MaHNE KOTOPHIX MPAKTUIECKN OIPAHUYIEHO Ha
MOOMJIBHBIX YCTPONCTBAX BBUILY WX BBICOKON BBIYUCIUTEIbHON CJI0XKHOCTH.

JerasabHOe cpaBHEHUE PACCMOTPEHHBIX PEIIEHU#l 110 OCHOBHBIM KPHUTE-
pusiM IIpejicTaBjaeHo Ha puc. 1. KpacHbIM 1IBETOM BbIJI€/JIEHBI KPUTUIECKUE
ACIEKThI, YKEJITBIM — YCTPAHUMbIE, HO He¥KeJlaTeJIbHble 0COOEHHOCTH, 3eJIe-
HBIM — IIOJIHOCTBIO TIpueMJjIeMble (pYHKIIMOHAJIbHBIE BO3MOXKHOCTH.

[TosToMy OBLIO TPUHSITO PEIIeHNe OTKA3aThCsl OT UHTErPAIMU OJHOIO U3
CYIIECTBYIOIINX PEIIEHUN U COCPEIOTOUNTHCs Ha pa3paboTKe HOBOM 61O IMO-
TeKH, C YIeTOM BcCell (pyHKIIMOHAJIbHOCTH, KOTOPasi B TOI MaIu WHOI dpopme

y2ke tnpejcrapiena B npoekte CoreCVS.
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5. Vulkan API

Vulkan — 310 kpocc-mnardopmennoe API mas paborbl ¢ TpexMepHOit
rpaduKkoil u nmapaJe/bHbIMu BbraucjieHusMmu. [Ipegocrasiasger C99 coBme-
cruMbIit muTepdeiic s BlaumojeiictBusg ¢ GPU u cnenudukaiumo, Ko-
TOpas ONMUCHIBAET CEMAHTHUKY WMCIIOJTHEHUs ITporpaMM. BriepBbie ObLIT TIpeI-
craBaeH B depaJje 2016 roga. B HacTogdiee BpeMst MOIIEPXKIBAECTCA KOH-

copruymoM Khronos Group.

5.1. O630p KJIIOYEBBIX 0COOEHHOCTEIn

Vulkan gBisercsa ojauM m3 mpejicTaBUTE el TaKUX TpadUIECKUX WH-
tepdeiicoB HoBoro mokosenus, kKak Metal [9] u Direct3D [4]. B cpaBrenun
CO CTaHJIapTAMH IIPOIILJIOro MmokoJjeHus, Vulkan mmeer psiji HOBBIX (DYHK-
IIMOHAJIbHBIX 0COOEHHOCTEH, KOTOPbIE IIPU3BAHBI ITIOBBICUTH 3PPEKTUBHOCTH

PadbOTHI KOHEYHBIX IMTPUIOXKEHMIA:

e BosmoxkHOCTH paboTaTh HA MHOXKECTBE OIEPAIIMOHHBIX CUCTEM, BKJIIO-

Jai0 MOOUJIbHYIO TJIaT(HOPMY.

e MenbIllee KOJUIECTBO PECYPCOB, MCIOJB3YEMBIX BO BpeMsi PabOTHI.
DTO JOCTUTAETCS PYYHBIM yIIPpaBIEHUEM ITaMATHIO, KCIOJIb3YeMOil aApaii-
BepoM Kak Ha CPU, tak u na GPU, gBHBIM co3manueM u yiajieHuEM

rpaduiecKux KOHBEepoB 00pabOTKHU IIPUMUTHUBOB.

o Jlyumas pacmupseMocTh Ha IIaTdopMax C HECKOJbKUMH siIPaMHu.
HpaiiBep mo3zBoisier dpopmupoBarb KoMmaH bl 1n1d GPU u3 Heckob-

KX IIOTOKOB.

e VuupepcasbHoe mnpejcrasienne GPU mporpamMm B bunapHoM gpopma-
re SPIR-V [12]. 910 mo3Bosisier cozmaBarh IIeiIepHbIE TPOrPAMMBI
Ha JIOOOM M3 JOCTYIHBIX si3bIKOB, BKJto4Yast GLSL [6] u HLSL (7], u
KOMITJTUPOBATh WX B OOBEKTHBIE MOJY/JIM HE3aBUCUMO OT KOHEUHOM

LIaT(HOPMBI.
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e VHuMUIUPOBAHHBIN MEHEIXKMEHT BbIYucIuTEeIbHbIX saep Ha GPU.
DTO TO3BOJISIET WMCIOJJIb30BATH BBIUUCJIUTE/IHLHBIN KOHBEHED IMOCPE/I-
crBoM Vulkan API, He mpuberast K CTOpPOHHUM BBIYHUCIUTEILHBIM OHO-

muorekaMm, TakuM Kak Nvidia CUDA u OpenCL.

5.2. CpaBHeHue c apyrumu rpadpudeckuvmu API

B obstactu pazpaboTku rpadudecKux TPUI0KEHUN CyIIIECTBYET PsJT IIPO-
MbinIeHHbIX API, vacTh n3 KOTOphIX yKe OblIa YIOMSHYTa paHee B TEKCTE
pabotbl. Direct3D mpemocTtaBiigeT CXO0XKYyI0 rpaduieckyro (QyHKIIMOHAIb-
HOCTB, uTO 1 Vulkan, olHaKO OH JIOCTyIIEH TOJBKO Ha MaTdopMe OT KOM-
nanuu Microsoft. I'paduaeckuit API Metal, pazpabarbiBaemblit KOpIOpaIiu-
eii Apple, Tak:Ke HOCTyIIEH TOJBKO HA YCTPONCTBAX M CUCTEMAaX dTON KOM-
nannu. OpenGL saBjsieTcsd OTKPBITBIM CTaHIAPTOM, JIOCTYIHBIM Ha MHO-
rux maardopMax, UCKJI0Yas MOOUJIbHBIE yCTPOMCTBA, TJ€ MCIIOJIb3YyeTCs
OpenGLES. Oxnako pazsutme manaoro API zarpyaneno tpeboBanuss 006-
paTHO#N COBMECTUMOCTH, & TOJAEPKKa €r0 HOBBIX BEPCUil yKe He OCYIIEeCTB-
JIFeTCs Ha HEKOTOPBIX YCTPOMCTBAX.

Takum o6pazom, ObLIO TIPUHATO pelreHne ucoab3oBarh Vulkan API B
KadeCTBE OCHOBBI JIJISI Peau3alliy JTAHHOTO MPOEKTa, TaK KaK OH YJIOBJIE-
TBOPsieT (PYyHKIIMOHAJIbHBIM TPeOOBAHUAM pa3padaTbiBaeMoOil OMOJIMOTEKN 1

ob1a71aeT aKTUBHOMU MOJIIEPXKKON Ha OCHOBHBIX ILJIAT(OPMAax.

?Kommanus Apple npekpaTuia moaaepKKy Hosbix sepcuit OpenGL B 2018, 06b9BUB 0pUIIAIBHO JAHHbINT
API ycrapesmuMm Ha cBoeii miardopme
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6. Onmcanue peajm3anun

B nmanHOM pasjesie IPUBOJIUTCS OIKUCAHUE OOIEH CTPYKTYPbI ITPOEKTa
U OT/EJbHBIX KOMIIOHEHTOB I'padudecKoii OMOJIMOTeKr, peasm3alns KOTO-
PBIX OCYIIECTBJIAIACH B paMKax JaHHOU paboThl. VcxomHbIit KO/ TMPOEKTa
onybmaukosan Ha xoctmare GitHub?. Paborta 1mo peasmzanmu 6mOJIHOTEKN
BBIIIOJIHAIACH COBMECTHO €O cTyaenToMm 371 rpymnbr Cymbsrumom Lpipen;ia-

T EeBbIM.

6.1. CTpykTypa mpoekKTa

OcHOBHBIE KOMIIOHEHTBI M KJIACCHI pa3paboTaHHON rpadudeckoit 6muo-
JIMOTEKHW OMOJIMOTEKH TIPEACTaBIEHbI HA PUC. 2.

B kadecTBe s3bIKa MPOrpaMMUPOBaHUSA JJIsi PA3pabOTKUA UCIIOJIb30BAJI-
ca C++11, g ynpaBiieHus TTPOIECCOM COOPKU U TIOJIKJIIOUEHIS CTOPOHHUX
zaBrcuMocTeil ncnosb3oBajica CMake 3.14, uTo coorBeTCTBYeT TPeOOBAHU-
sIM TIPOEKTa U yCJIOBUsIM umHTerpaiuu ¢ bubaunorekoit CoreCVS.

g moniepKKu cOOPKH MPOEKTa JIJIs TPEX OCHOBHBIX TLJIATGOPM ObLIa

HaCTPOeHa HelpepbiBHAs mHTerpamus Ha mrardopme Github Actions.

6.2. Ilogaep>kka Vulkan API

s mogmepxxkku mocryna Kk GPU ¢ ucnonssoBarumem API Vulkan 6nut
paspaboran moaysib VulkanDevice, koTopsrit peasiu3yet untepdeiic abcTpaxT-
HOT'O TpaUIeCKOro JAeBaiica U MOJTHOCTHIO HWHKATICYJITUPYET JIOTUKY B3aMMO-
neiicrBug ¢ arum API.

B pamkax janHO# paboThl ObLIM PeaIM30BaHbI CJIETYIONINE KOMITIOHEHTHI

Moryitg VulkanDevice:

e VulkanContex: konTekcT rpacduueckoit oubsmoreku Vulkan, koto-
PbIii MHKAIICYJIMPYET JIOTUKY WHUAIAAJIU3AINNT ONOJIMOTeKN, BhIOOpa 1

KOH(MUTypaluu rpaduaeckoro jaeBaiica, a TaKyKe pacCIIupeHuil, Tpe-

$Ucxommpiit Ko mpoexTa: https://github.com/EgorOrachyov/Ignimbrite
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Puc. 2: UML nuarpaMmma 0CHOBHBIX KOMIIOHEHTOB 1 KJIACCOB pa3pabOTaHHOI

rpadgpudeckoil 6udIMOTEeKN

CKOMNUNUpOBaHHbIE BUHAPHLIE
thainel ¢ WehnepHLIMK
nporpaMmamu Ha OucKe

CTaHpapTHble aKpaHHble athdeKkTbl u

BCnomoraTtenbHble KOMNOHEHTbI Ij

-
-
.
.

PostEffects E

Spaders NoirFilter InverseFilter
library
«load» ' !
Engine E
Material RenderEngine E 5
A : : :
! «use» . 0 D
: v v v
«interface» < _«use» | «interface» | «use» > «interface»
IRenderable IRenderEngine |PostEffect
i «use»
h 4
«interface»
IRenderDevice
A
: VulkanDevice E

GLFW E wuser

GLFWwindow <«

VulkanRednerDevice

VulkanGraphicsPipeline

1 «luse»

h 4

Qat E

VulkanContext

VulkanSurface

QtSurface «use»

CO30aHnA cneumguIHbIX

CTopoHHWe 3aBMCMMOCTM ANA
NoBepxXHOCTEN 0TOBpaKeHUA
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Moppepxwveaet SwapChain
DNA Ka)O0iA NOBEpPXHOCTU
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OyeMbIX JIJIS CO3JIaHWs IPUJIOXKEHUA C ucrnojab3oBanueM Vulkan s

KOHKPETHOU OlepanmuoHHON CUCTEMBI.

e VulkanSwapchain: o6bekT, KOTOPBII WHKAIICYJIUPYET JIOTUKY IIpe-
3eHTaInu (pUHAJIHLHOTO U300pazkeHus, crenepupopannoro Ha GPU, B
crennpUIHOEe OKHO WJIM TOBEPXHOCTH OmeparmonHoil cucrembl. API
Vulkan Tpebyer ocymiectBisaTh siBHyio cuaxponn3anuu CPU u GPU
JIJIsT JIOCTYTIa K M300ParkeHUIO, a TaK2Ke BBIIOJHATH 00pabOTKY COObI-
TUIl U3MEHEHUs TOBEPXHOCTU OTOOparKeHWs WU KOH(PUTYPAIHIO pe-
orcuma npezenmayuu (13| B 3aBUCHMOCTH OT BO3MOXKHOCTEN KOHETHO

CUCTEMBI U TPEOOBAHUI ITPUIOXKEHUS.

e VulkanGraphicsPipeline: konseiiep pacrepusaiumu reOMeTPUIECKUX
IIPUMUTHABOB C KCIIOJIb30BaHUEM Z-0yddepa, KOTOPHIA BKIIOYAET B
cebsI HACTPOMKY IOJITHOCTHIO MPOrPAMMUPYEMbBIX ITAIOB, TAKUX KakK
BEPIIUHHBbIE U (pparMeHTHbIE IIeiijiepbl, U YaCTUIHO KOH(MUTYyDPHUDPY-
eMbIX — COOpKa IPUMHUTHBOB, PACTEPU3AIIUsI, TECT TJIyOUHBI U Tpa-
dapera, a Takxke ajgbda-cMmemuBanue. B orimune oT rpaduueckoro
API OpenGL, KoTopBbIif 1T03BOJISIET AUHAMUYECKNA U3MEHSITH IPOIIECC
pacrepusanuu 0e3 sIBHOTO CcO3/aHusi 00beKTOB KoHurypamuu, API
Vulkan tpebyer MaHyaJIbHOTO CO3/aHUA MOJHOCTHIO CKOH(UTYPUPO-
BAHHOTO HEU3MEHSIEMOTO T'padUIecKoro KoHBeiiepa, KOTOPbIM T032Ke

MOZKET OBITH MCHOJIHL30BAH JJIA OTO6pa}KeHI/IH IIPUMHTHUBOB.

6.3. Cucrema Busyajamu3aluun

g nmoctyna kK rpadudeckoil (pyHKIIMOHAJLHOCTU BBICOKOI'O YPOBHSI
o1 peaaun3oBaH Kjaacc RenderEngine, KoTopsblit mogaepKuBaeT CIIMCOK
BUJIMMBIX OOBEKTOB M MCTOYHUKOB CBETA Ha CIIEHE, a TaKyKe OCYIIEeCTBJIs-
eT 0TOOparkeHusI ITUX OOBEKTOB B OKHO ONEPAIMOHHON CHCTEMbI WA BHE-
SKpaHHBIN Oydep.

Buaumble o6bekThl crieHbl peasiu3yior uHTepdeiic IRenderable, uto
IIO3BOJIIET UM pearupoBaTh Ha coObITus, reHepupyemblie RenderEngine, u

0TOOpaXKaTh cebsl He3aBUCUMO OT CTPYKTYPhI CIIEHbI WM OKPY KeHusd. B Ka-
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JecTBe cTaHIapTHOU peanu3annu npeicraBieH RenderableMesh, koro-
PhIil TO3BOJIET OTOOPaXKATh T€OMETPHUIO, COCTOSIIY IO U3 WHIEKCUPOBAHHBIX
BEPIINH ¢ (DUKCUPOBAHHBIM UKUCJIOM aTPUOYTOB.

g kouduryparun orobparkenus peasn3osan Material, koropwrit xpa-
HAT COCTO{HHE KOHBelepa pacTepu3alliu, a TaKxKe IIOJJIEPKUBAET IIPO-
U3BOJIbHBIE IMapaMeTpPbl OTOOpaKeHHsI, KOTOPbIe MOI'YT OBITH YCTaHOBJIE-
HBI TTIOCPEJICTBOM THUIIO0E30IIaCHOTO MHTepdeiica, aBTOMATUIECKN YIIaKOBa-
HbI U CKOIIMPOBAHBI B BUJIEOTIAMSATH JIJIsI IIOCJIE/LYIOIIET0 UCIIOJIb30BAHUS IIPU
orobpaxkennu Ha GPU. MarepuaJjibl mogaepKuBaioT pa3aebHoe BJIadeHIe
pecypcamu GPU, 4To 11o3Bo/IgeT COKPATUTh PACXOJ] BUIECOAMSITH U YMEHb-
muTh dncao udMmenenuii cocrosauss GPU 3a cuer npeaBapuTebHO yIIOpsi-
JIOYMBAHUSI OTOOPaXKaeMbIX OObEKTOB B 3aBUCUMOCTHU OT X MaTE€PHUAJIOB.

B kauecTBe CTaHJAPTHBIX aJI'OPUTMOB OCBEIICHUA JOCTYIIHBI:

e 3arTeHeHMe 00ObEKTa BHIOPAHHBIM (PUKCHPOBAHHBIM IIBETOM

e 3areHeHue oObLEKTA C y49€TOM HMHTEHCHUBHOCTHU OCBEIICHUA CIEHbI Ha
OCHOBE MOZIEJIN ﬂaM6epTa C HCIIOJIb30OBaHUEM TEHEBbLIX KapT OJId CO-

31aHUA TEHEN

o POusNYECKU-KOPPEKTHOE 3aTEHEHNE ¢ YIeTOM WHTEHCUBHOCTHU OCBeIIle-
HUsI Ha OcHOBe Bapuaiuu moaeaun Kyka-ToppeHca, KoTopasi ObLIa IIpei-
noxena B pabore Bpaitana Kapuca [8] kak ogna u3 maunbosiee Bu3y-
AJILHO TTPUEMJIEMbBIX MOJIEJIE JJIsi BBITUCIEHUSI B PEXKUME PEATHHOTO
Bpemenu. Ha puc. 3 npejcrasiien npuMep 0ToOparKeHusi FeOMETPHUH C

HUCIIOJIb30BaAHUEM JAaHHOI'O aJI'OPpUTMa 3aTCHEHMA.

O6mwexThl, peanusyroniue naTepdeiic IPostEffect, mospoasitor mocie-
JIOBATEJIbHO TIPUMEHSTDh SKpaHHbIe 3PDEKTh K CPOPMUPOBAHHOMY B IIPO-
1lecce pacrepusalun n3obparkenuro. g kaxkaoro addekra T0CTyIHA HH-
dopmarg o 1BeTe TOYKU U ee TyIybmHe B coOTBeTCTBYyIomEeM Z-Oydepe. B
KadecTBe CTaHIAPTHBHIX 3(P(MEKTOB pean30BaHbl 4epHO-OeJIblil (DUIBTD U
GUILTP UHBEPTUPOBAHUS IIBETA, IIPUMEP MPUMEHEHHsI KOTOPBIX IIPEICTaB-

JieH Ha puc. 4.
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Puc. 3: ®usudecku-KoppekTHOe 3aTeHeHne 3D-reoMeTpun ¢ UCIIOJIb30BaHNU-
eMm Bapuaruu moaem Kyka-Toppenca

Puc. 4: ITpumenenune sKpaHHbIX 3P PEKTOB K pacTepru30BAHHOMY H300parke-
HITIO

(a) YepHo-6ebiit buabTp (b) ®uibTp MHBEPTUPOBAHUS TBETA
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SaKJII0OUEeHUeEe

B XOJI€ BDLIIIOJIHCHM A pa6OTbI IIOJIYY€HbI CJICAYIOIINE PEIYJIbTATbhI:

IIpoBeneno uccaemoBaHue IpeJIMETHOR 00JIacTI

IIpoBeneHO cpaBHEHHE CYIIIECTBYIOIINX PEIICHMI

Pazpaboranbl u bopmaan3oBaHbl TPEOOBAHUS K MPOEKTY

PeasmmzoBanbl KOMIOHEHTHI OMOJMOTEKH B COOTBETCTBUM C 3asdBJICH-

HBIMU TPEOOBAHUSIMU

Peanmsoana nmomaep:kka Vulkan API

PeanuzoBannas rpacdudeckasi OMOJIMOTEKa ObLIa YCIIEITHO UHME2PUPO-
sana B ipoekT CoreCVS crymentom 371 rpynmnsr Cynsrumom L pipenaarmu-
€BbIM B paMKax €ro KypCcoBoii paboThl. B kKadecTBe OCHOBBI JIjisi MHTEI'Da-
MU KCIIOJIb30BaJIach maaTdopma Qt BUIKETOB [JId CO3IaHUs TOBEPXHOCTHU
0TOOpa KEeHHUSI.

HecMmoTpsa Ha cCKpOMHYIO (PyHKIIMOHAJIbHOCTDh PEeaJIn30BaHHON I'pacute-
cKoOil bmbmoTekn, ee sAapo B coderannu ¢ noaep:kkoir Vulkan API Oyxer
HCIIOJIb30BAHO B JAJbHEHINEM JJid paciiupenus u co3ganud 3D Busyasusa-

nnu y2ke B pamkax npoekta CoreCVS.
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