CPABHUTEJIBHBIN AHAJIN3 NHTEP®ECOB
CO3IAHIMA 2D U 3D TPA®UKIN

T. A. Pak, O. O. Illarunosa

Kadepa BerancanTesbHBIX METOIOB U IPOIPAMMUPOBaHUA, BelopyccKuil rocyjapCTBEeHHBIN YHUBEPCUTET

WHQOPMATUKHA U PATUOIIEKTOPOHUKH

Musnck, Pecybnuka Berapycs

E-mail: {tatianarak, shatilova}@bsuir.by

Pacemompenrv, ocobernocmu npumenenus 08yx uHmeppeticos 0is co30aHUA MPETMEPHOT 2paPuKry 0ad KOMNBLIO-

meproti undycmpuu. las ananrusa evibparv. cmandapmo. OpenGL u DirectX. IIposeden cpasrumeavrwvili anasud

6803ModCHOCMEN 08YXT UHMEDPPeTicos.

BBEIEHUE

B macrosimee Bpemsi Tpexmepmble Tpadute-
CKME MOJIEJIU UCIOJIB3YIOTCS TMPAKTUIECKH BO BCEX
cepax JIesTeIbHOCTH YeJIOBEKA.

Jo nagasa 90-pix romoB XX Beka He CyIIe-
CTBOBaJIO HUKAKMX CTaHIAPTOB B O0JIACTH KOM-
MBIOTEPHOI TpadUKN M3-338 HEJOCTYITHOCTH MacCo-
BOil peaynuzaruu. JIo 5TOro MOMeHTa BCe MporpaM-
MBI THUCAJIACH MPAKTUYIECKH C <«HYJIST» WU, MaK-
CHMYM, UCIIOJIb30BAJINCH PaHee MOJIydIeHHbIe Hapa-
6OTKM i1 0TOOparkeHns rpadudeckoii mHbOpMa-
muu. C pasBUTHEM alllIapaTHONl YacTU KOMIIBIOTE-
POB, IIPUXOJIOM MOIIHBIX JOCTYIIHBIX ITPOIIECCOPOB U
rpaduvecknx yckopureseit 3D rpaduka crama mo-
CTYTHA JJIS MEePCOHAJBHBIX KOMITbIoTepoB. Ho 310
[PUBEJIO K TOMY, YTO OTCYTCTBOBAJA KaKue-nbo
CTAH/IAPTHI, IMO3BOJIONIAE IMHUCATH ITPOrPAMMHBIE
MPOJLYKTHI, HE3aBUCSINNE OT OOOPYIOBAHUS U OITe-
PAIMOHHOI CUCTEMBI.

B 1992 romy Obl1 omyGsuKOBaH OTKPBITHINA
craggapt OpenGL, paspaboraHHbIii HEKOMMeEpYe-
ckoii opraamsanueit Khronos Group [1]. Ha passu-
THE 3TOr0 CTaHIAPTa IOBJIMSJIA ITPAKTUIECKU BCE
KpYIIHbIE MTPOU3BOIUTEN TPadpUIECKUX HPOIECCO-
pos (graphics processing unit, GPU) — nVidia,
AMD, Intel. DTor crammapT JOCTYIIEH st GOJIb-
moro unciaa mwiardopm, a mig Linux u Mac OS on
SIBJISIETCSI OCHOBHBIM HHTEPMEHCOM MTPOrpaMMHUPO-
BaHus npuioxkenuit (API) s B3anmogeiicTust ¢
GPU.

B 1995 romy BbIILIa YacTHast pa3paboTKa
Microsoft — eranmapt DirectX — cozmamnas crenm-
anpHO 11t Windows, HemocTymnHas Ha JIPYyTUX OIre-
PAIMOHHLIX CHCTeMaX (UCKIIoYas BHPTYAJIM3AIMIO
u smyssiiaio APT) [2]. KosutekTus aBTOpOB permit
cobpaTh CBEJIEHNS, KACAIOIINEeCsT TEXHUIECKUX BO3-
MOKHOCTEN 000mX MHTEpPdECcOB, U MPOBECTH CPaB-
HUTEJIbHBIA aHAJINS.

I. CpraBHEHUME OPENGL u DIRECTX

Oba 3Tux cragapTa MPEeIOCTABISIOT JOCTYII
K byHKIusIM amnmapaTHoro yckopenusi 3D rpadu-
KW.

Ha mamr B3isin, OpenGL «Gepers pazpabot-
YUKOB IPOCTOTON mpuMmeHeHusi. [[jisi 1mosib3oBaTe-
Jieit pa3paboTaH CTaHIAPTU3NPOBAHHBIN OUHADHBIA

unrepdeiic npunoxkennii (ABI), a aTo 3HAYMT, UTO
OpenGL MokeT OBITH UCIOJIB30BAH U3 JIIOOOTO A3bI-
K&, KOTOPBI ITO/IEPXKUBAET BHI30B (QyHKIHI native
6ubsmorek (T.e., IPAKTUYIECKU IOBOPH, U3 JHEOHOro
BOOOIIE). Y ITOrO CTAHAAPTA B OCHOBE 3aJI0ZKEHO
SIIPO, KOTOPOE YIIpaBJIsieT 0OPadOTKON ITPUMUTHU-
BOB (TpeyrosibHuKoB). Dakrudecku, OpenGL nc-
noJsib3yer obbranble ynknus sizpika C u pabota
C NPUMHUTUBAMU BEMETCS II0 CPEICTBAM IEPeIadn
JIAHHBIX COOTBETCTBYIOHIMM 3JIEMEHTAM OHOInOTE-
ku. C BXOJHBIX JAHHBIX (PYHKIUSIM MOYKHO COOD-
IIUTH, KAKUE TIapaMeTPhl JOJKHBI paboTaTh B TOT
UJIM MHON MOMEHT BpeMeHu (Hampumep, HeoOXou-
MO JI OTPHCOBBIBATH KOHKPETHYIO TEKCTYyPYy B Te-
KyuieM cocrostaun). Ko, HAIlMCAHHBIA ¢ IIOMOIIBIO
oubauorekn OpenGL, sBjsieTcss JOCTATOYHO IIPO-
CIBIM JIJIST BOCIIPUSTHS U, HECMOTPsI Ha IIPOIELYP-
Hyto peajmsanuio sigpa sroro API me umeer npo-
671eM ¢ 00bEKTHO-OPUEHTUPOBAHHBIMI TE€XHOJIOTHsI-
M.

XoTuM OTMETUTH, YTO HECMOTPS HA TO, UTO
oba nHTEpdeiica NMEIOT OIMHAKOBbIE KOHETHBIE T1e-
sm,DirectX B kopue ornndaercsa or OpenGL 1 nme-
er B CBOeil OCHOBE MOJEJ/Ib CTaHJIapTa OMHAPHO-
ro npejcrasiaenns komnonentos (COM). Mogens
COM mpefnonaraeT He TPOCTbIE BBI3OBBI (DYHK-
Ui, a oupeJeJeHHble JIeHCTBUA, KOTOPbIE CBA3a-
HBI HEIOCPEJICTBEHHO C apXUTEKTYypoil OmOImoTe-
ku DirectX. Brrzossl DirectX mcross3yroTcest BHyT-
PY KOJa, KOTOPBIl He SBJISIeTCs JIETKUM JIJIs TIOHU-
manusg. Ul mpuuem, i TOro, 9TOOBI HAPUCOBATH
OOBIYHBII TPEYTOJbHUK, UCIOJb3yeTCs OUYeHb 00JIb-
ot oobem Kojia. st yportnenust paboThl ¢ TAKUM
KojioM Kommanusi Microsoft paspaborana DirectX
Common Files. 9To oTaenbHas 6ubImoTeKa, mo3Bo-
JISTIOTTAsT, 9aCTUIHO CKPBITH MIOBTOPSIIOIINECT KYCKHU
Ko/ [3].

B OpenGL peanpro pocrymmnoe API ompe-
nensiercss  nupousBoguresiem GPU.  Peanumzanus
OpenGL 1mo3BosisieT onpeaeasaTh pacIIipPeHust K OC-
nosHOM cremudukanun. [Ipuaokenue MOXKeT IIO-
JIYYUTH CIUCOK IIOJJIEPXKUBAEMbBIX PACIIMPEHU BO
BpeMsl BBIIIOJIHEHUSI, U [IPOBEPUTH HA JIOCTYIIHOCTD
Te, KOTOpble OHO KeJaeT WCIOJIb30BarTh. Ha ca-
MOM JleJie IPAKTUIecKn Bech (yuknmonas OpenGL
— 910 pacmmpenus. Pazsurue OpenGL muér tak:
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MIOSABJISIETCS HOBast HEOOXOamMas (DYHKITUS, TTPOU3-
BOJIMTEJIb peasin3yeT €€ B CBOEM JIpaiiBepe M JI0-
KyMEHTHpYeT JOCTyIHOe paciiupenne. lIpumoxe-
HUsI MOT'YT WCIIOJIb30BATh HOBBbIE (DYHKIMH IIPSIMO
ceffuac, He MOXKWIASCh BKJIIOYEHUS B OMUIHAJB-
Hyto crenudukanmio. Eciu 310 pacrmpenue cre-
nudUIHO JIJIT KOHKPETHOTO MPOU3BOJIUTEISI, TO B
HA3BAHUM OHO HECET ero uMs (HAIpPUMEp, BOT Tak:
GL_NV _point_sprite, rme NV-smaunt nVidia).
Eciin pacimupenre peajn30BaHO MHOI'MMHU BEHIO-
pamu, TO B HazBanuu wucnosbdyerca EXT (ma-
mpumep, GL EXT draw range elements). Co
BPEMEHEM, €CJU PACIIUPEHHE IMUPOKO HCIOJIH3Y-
ercsi, OHO craHuaprusupyercs B ARB, u mo-
cie storo cozepxkut B mMmenn ARB (manpumep,
GL_ARB_vertex buffer object). Takoe pacimu-
perne umeer odunmanpHell craryc. CaMmble Baxk-
HbIE PACIIUPEHUs CO BPEMEHEM CTAHOBSATCS 9ACTHIO
ocHoBHO# crermdukanun. Kaxxkmgas HoBas Bepcus
OpenGL — 310 mo cytm crapasi Bepcusi, JOIOJ-
HEHHAsl HECKOJIbKUMU HOBBIMU WHTErPUPOBAHHBIMU
pacimmpenusivu. [Ipu 9Tom HOBBIE (DYHKIUEH J0-
CTYIHBI HApaBHe ¢ pacmmpeHusmu. T.e. Ha caMom
JieJie ¢ TOYKHU 3PEHUs] TIPOTPAMMBI MOXKET OBITH BO-
ob11ie BCE paBHO, Kakast Bepcust OpenGL, ryiaBHoe —
Kakwue JIOCTyIHbl pacimpenusi. Bepcust OpenGL —
3TO IMPOCTO CIOCOO YKa3aTh, KAKOI HAOOP pacIimpe-
HUIi rapaHTUPOBAHHO HOjep:kuBaercs [4].
OpenGL u DirectX cuiibHO OTIMUatoTCs CBOEIH
apxXuTeKkTypoit u mpunimnaMu paborsl. Ho B mpo-
Iecce pasBUTHs TUX JIBYX CTAHJAPTOB CTAJN 3a-
METHBI HEKOTODBIE COJIMKEHUsI. DTO CBA3aHO C -
(DEKTUBHBIM HCIIOJIb30BAHUEM <«KEJIe3a» U YMEHb-
[MeHneM BpeMeHH Ha peobpa3oBaHUe MOJIb30Ba~
TeJbCKUX KOMAaHJ B almaparHbie. Bcerma B pado-
te takux Bemeir kKak OpenGL u DirectX, omxaum
W3 IJIABHBIX BOIIPOCOB sIBJISIETCsI BOIIPOC ITPOM3BO-
muTeabHOCTH. [[OCTOSTHHO MPOXOIST CIOPHI O TOM,
kro 6pictpee — OpenGL wmim DirectX. Xorsa o
WUTOTY BCE CBOJIUTCS K TOMY, 9TO CKOPOCTH Y ITHX
OubIMOTEK OAMHAKOBa. Tak TMoydaercss m3-3a TO-
ro, uro 6osbmuHCTBO dyHKIMi U B DirectX u B
OpenGL paGoTarT ¢ IOMOIIBIO AIMAPATHBIX YCKO-
pureneii. OpenGL me nognepxxuBaer Pixel Shaders
(uporpaMMmbl, BBINOJHIEMbIE BUICOYUIIOM BO Bpe-
Ml PACTEPUBAIN JIJTsT Ka¥KIOT0 TIKCEJIsT n300pazke-
HUsI, OHU IIPOU3BOJISIT BBIOOPKY M3 TEKCTYD U/ MK
MaTeMaTUJIeCKNe OIlepallui HaJl [BETOM U 3HAYEHI-
em raybunsl (Z-buffer) mukceneit), onHako 310 He

[TOBOJT OTKA3bIBATHCsI OT pabOThHI ¢ ITOH OubIMOTE-
koii (npumep Tomy Unreal Tournament, urposoii
JIBU2KOK KOTOpOro mocrpoed Ha ocHoBe OpenGL).
Bubsmorexa DirectX ymeer amymmpoBaTh HEKOTO-
pble (yHKINU, HE MOJJEPKUBAEMbBIE AallllapaTHO,
OJIHAKO Ha [TUKCEJILHOM YPOBHE 9TO HEOCYIIECTBUMO
7 IPOrpaMMa JIOJI2KHA, CaMa IIPOBEPATH BO3MOYKHO-
CTHU TAKOI SMYJIALUN.

II. BBIBOABI

Ha ocroBanuu cBesenwmii, Moy 9€HHBIX B X0
U3yYeHUs] TEXHUUIECKUX XaPAKTEPUCTUK JBYX WH-
TepdeiicoB, KOJUIEKTUB aBTOPOB CUUTAET, UTO 00e
6ubmoTeKkn 00JIerdaroT paboTy KOHEYHOTO IIPO-
rpaMMUCTa U 0DecrednBaoT WHTEp(dEiic mporpam-
MBI C KOHKPETHBIM >kejie30M. OHE He COBMECTHMBI
MeXKIy CODOM 1 MMEIOT CBOM (PUPMEHHBIE OCOOEHHO-
CTH, TIO9TOMY IIPOM3BOUTENSAM IIPUXOIUTCS PEAJIN-
30BBIBATH B CBOUX sipax 0a30Bble (DYHKIMH 000X
API, npuuem yduuTHIBATEH HOIOJHUTEIbHBIE (DYHK-
MY HOBBIX BEPCHUIl U PACIIMPEHUI.

OKoHYATETFHO, MBI MOXKEM CJIEJIATH CJIELyT0-
Uil BBIBOJ: 00e OUOJIMOTEKH JOCTATOYHO MOIIHBIE
U MPOU3BOJUTE/BHBIE, HO UX MPEUMYIIECTBA IIPO-
SIBJIIOTCA B pa3HbIX obsactax. DirectX omnrumab-
HO TOJXOUT JUTS CO3[AHUS UTP U APYrux rpadu-
YeCKIX ITPUJIOXKEHUI 110/ OIIEPAllMOHHON CUCTEMON
Windows (uro gare seero u nmpoucxoyut), OpenGL
JKe ' JIydIlle BCEro IPOsIBJIsieT ce0Os Ha MOIMHBIX Pa-
GOYNX CTAHIUSX W TaM, TJe TpeDyeTcs COBMECTH-
MOCTDb IPHUJIOXKEHUN C PA3IMIHBIMU IJIAT(OOPMAME
(kax TIporpaMMHasi, TaK W almapaTHasi). XOTsS U B
cdepe urp sta 6UOGJIMOTEKA TaK 2Ke JIOCTATOTHO BOC-
rpebosana (Doom III, Unreal Tournament 2004).
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