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SA3BIKN HAIINCAHU Y IITENJIEPOB

Paccmampusammcn A3BKU HANUCAGHUA weﬁﬁepoe u npoeoz?umc;z uxr cpasuummbnmﬁ, aHaAU3.

BBEAEHUE

ITeiiep — 310 Lporpamma Jjsd BHIEOKAP-
ThI, KOTOPasi UCTOJB3YeTCs B rpaduKe s Ompe-
JIeJIeHUsT OKOHYATE/IHbHBIX TTAPAMETPOB 00bEKTA WU
n3o0paxkenus. B 3aBuCHMOCTH OT CTajuu KOHBEII-
epa Ieiijiepbl Jle1dTCAd HAa HECKOJIbKO TUIIOB: Bep-
[IWHHBINA, IUKCEJIbHBI U IeOMeTPUYECKU.

I. OINUCAHUE A3BIKOB HATIMCAHUSA
IIEVJIEPOB

Cpenu S3bIKOB HANMCAHUS IIE€HIEPOB B HACTO-
dlnee BpeMs BbIAensaiorT Tpu ocHoBHBIX: GLSL ma
ocaoee OpenGL, HLSL ua ocuose Direct3D u CG
or NVIDIA.

SI3bIk HAMMCAHWS MIEHIEPOB BHICOKOTO YPOB-
us HLSL sBagercss ay<mmM sS3bIKOM 718 HATHCA-
HUS MefIepoB, MOCKOJIbKY PA3IeIsdeT CIMILIEPHI U
TEKCTYPbI, IMEeT ODIIUe S3bIKOBbIe (DYHKIUN: TPO-
CTPAHCTBA WMEH, IMAOJIOHHBIE JKEHEPUKU U [epe-
rpyxaembie oneparopst. eiigepsr HLSL unryn-
TUBHO MOHSATHBI, Y HUX €CTh BXOJ ¥ BhIBOA. OHU MO-
TyT UMEeTh [JI00aIbHBIE KOHCTAHTHI WM KOHCTAHTHI,
cozep:karmpecs: B 0ydepe KOHCTAHT.

GLSL (OpenGL Shading Language) siBisier-
sl CTAHJAPTHBIM S3bIKOM [IPOrPAMMUPOBAHUS M€~
nepos s Khronos API. On monnepusaeT 60/Ib-
MAHCTBO 3HAKOMBIX CTPYKTYPHBIX KOMIIOHEHTOB
(uukier for u oneparopsr if), HO WMeeT BarXKHBbIE
SI3BIKOBBIE PA3INYKsA. BEKTOPHBIE THUIIBI MCIOJIb3Y-
0T mpeuKC vec, 3amucCh JAHHBIX B H300parKeHune
BBITIOTHsIETCST ¢ ToMOoIbio  (yakmum, Kom GLSL
HAYMHAETCA C OObSBJIEHWI KOMITIOHOBKH, KOTODPBIE
TOYHO OIPEIEISIOT, KAK KaXkK/1asd CTPYKTypa u 00b-
€KT PA3MEIAITCA B TaMSITH.

Cg — 39T0 BBICOKOYPOBHEBBII S3bIK MPOIPaM-
MHUPOBaHHs, pa3paboranubiii kommanmeit Nvidia
IS MPOTPAMMWPOBAHUS THUKCEIbHBIX U BEPTEKC-
HBIX IeiiaepoB. f3bk mporpamvupoBanus Cg mo3-
BOJISIET CO3aBaTh rpaduIecKne N300PaArKEHUs 1151
mwiardopwm Bugeourp. Cg oraugaao paboTaer co Bee-
MU OHEPAIUOHHBIMUA CHCTEMAMU, UIPOBBIMU KOHCO-
aamu n 3D-obopynoBanuem.

II. AHAJIN3 SI3BIKOB HATIMCAHUS IMENJIEPOB
SI3pIKM HATTMCAHWA TTEHIEPOB TTOXOXKY APYT HA

JPYyTa, OTHAKO, TOCTPOEHBbI HA PA3HBIX OCHOBOITIOIA~
TAONIUX MMPUHIINIIAX MTPOEKTUPOBAHUSA.
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[Meitnepsi, nanucanubie va, GLSL, 6yayT pa-
6orars TOMbKO Ha TmiIardopmax OpenGL wawm
OpenGL ES. f3pik nanucanus meiigepos HLSL wc-
nosib3yercss B API cemeiictBax DirectX, a GLSL
qitst API cemeiictBa OpenGL. 910 ozuauaer, 9to
BoiOOp rpaduueckoro API 6Gymer orpanmmumsarb
A3bIK LIEHJepOoB.

Crour ormeruth, uto B OpenGL meitnep kom-
HMUJIUPYETCsl HA yPOBHE JipaiiBepa, 4TO JejIaeT ero
3aBucHMBIM OT obHoBjiennit. B HLSL mreiimep xkom-
MUJIUPYETCs B allapaTHO HE3aBUCHUMOE TTPEJICTaBIIe-
HUE, KOTOPOEe MOYKET UCIOJIb30BATHLCS HA HECKOJb-
kux rpadudeckux mnporeccopax. OpenGL uwme-
€T PACIIMPEHUs, KOTOPbIE MOIYT OBbITH BKJIIOYEHbI
Buytpn GLSL a7 mcnoin3oBaHus TOTOTHUTETb-
HO# (byHKIIMOHAIFHOCTH, & cuHTAaKCUC s3bika HLSL

MEHsIeTCSd TOJbKO € HOBbIM BHeapenumeM DirectX
APIL

A3pik Hanucanus melinepos Cg mo3BosseT mu-
carp Ieiijiepbl, KOTOpPble KOMIWJIUPYIOTCA KaK B
OpenGL, rak u B DirectX. Heiinepsr Cg e npussi-
3aHbl K KOHKPETHOMY ODODY/IOBAHHIO U MOI'YT pa-
6orars ¢ Bumeormmaramu NVIDIA, ATI u apyrux
MPOM3BOIUTEIEH. DTO [E/aeT MPOrPAMMUDOBAHNE
meiinepoB Ha s3bike Cg anbrepHaTuBOil nHTEPdQEii-
caM Miei1IepoB HU3KOI'O yPOBHA.

III. BBIBOIBI

Kaxxaprit a3bIK HaIMCAHUS IIEHIEPOB MMEeT
CBOW MPEHUMYIIECTBA W HEIOCTATKHA. BBIOOp cTOMT
JIeJlaTh OTTAJIKUBASCH OT TOCTABJIEHHON 33Ja9W ¥
xejaemoro pesynabrara. Cg Oymer onTuMalsieH, eciam
BBI HE UCIOJIb3yeTe Mocjeaane DYHKIUH IT1ei1epoB
WU XOTHTE HACTPOUTH rpaduky s urpbl. GLSL
noxoiiner ans ucrnonb3opanns OpenGL wmm g
kpoccmtargopmennocru. A HLSL Gyner xoporum
BBIOOPOM TIpH UCTIOJb30BaHMY m1aTdopm Microsoft.
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