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IIpu po3po6i rpadiuanx momatkiB [1-3] B KoMII’'toTepHiM Tpadilli IITUPOKO
BUKOPUCTOBYIOTh CTaHJIAPTU30BaH1 (PYHKIIi, IO JO3BOJISE AOCATTH MPUUHATHOCTI B
rpadiuHUX MPOTYKTaX.

DirectX [5-9] — ne Ha6ip API ¢dynkuiii, siki po3poOieHi, abu 3/11iCHIOBAJIOCH
npocre Ta €(QEeKTUBHE BUpPINIEHHS 3aBJaHb, SKI TOB'3aHI 3 IrPOBUM 1
BieonporpamyBaHHsaM M1 Microsoft Windows. [llnpoko BUKOpUCTOBYETHCS M1 Yac
HamucaHH1 Bijeoirop. Ha caifti Microsoft 0€3kOIITOBHO AOCTYNMHMI MakeT 3aco0iB
po3pobku DirectX mig Microsoft Windows [4].

Direct3D 11 (D3D11) — xommnoHeHT iHTepdeiicy mporpaMmyBaHHS JOJaTKiB
(aarn. API) DirectX 11. Direct3D 11 3abe3nedye B3aeMofil0 MK Iporpamamu 3
JpaiiBepamMu BiJICOKAPTH Ta ONIEPAIIITHOIO CUCTEMOIO.

Y D3DI11 nomaerbcs 3 1mogaTKOBUX CTajli KOHBEepa Bi3yamizarii, METOIO
BBEJICHHS SKMX € e()EeKTHUBHA TECeNsllis MOBEPXOHb. Tecemsiis He € abCOIIOTHO
HOBOIO TEXHOJIOTI€I0, MPOTE MOJYyJb Tecemsiii Bukopuctanuit B DirectX 11, €
CTIAKIIIUM 1 THYYKIIIUM, HI)K MOJlyJIb, BAKOPUCTAHUH B rpaiuHUX MPOIECopaXx.

Direct3D 11 BBOAUTH HOBMI THM IIeHIepa — OOUUCIIOBAILHUN 1IeHep, SKUil
BUKIIMKAETHCS K PETYIApHUN MacuB MOTOKiB. [loToku mimsarbes Ha rpynu. Takum
YUHOM IMOTOKH B TPYIl MOXXYTh OOMIHIOBAaTUCSl pe3yjbTaTaMH, MOKPAIIYIOYH CBOIO
OPOAYKTUBHICTh. Tak0oX IMOTOKH MOXYTh BHUKOHYBAaTH 3UMTYBaHHS W 3amuc 3
JOBUIBHUM JIOCTYHOM JI0 TpadiuHUX pecypciB: TEKCTypaM, MacHMBaM BEpIIWH, Ta
iHmmx. i gocTynmu g0 mam'siTi HEBHNOPSAKOBAHI, XO4Ya CHUHXPOHI3allisl PpI3HUX
THCTPYKIIiH 3/IIACHIOETHCS, KOJIU 11€ JIMCHO HEOOX1MHO [5].

DirectX 12 — 1ie koMnoHeHT iHTepdelicy mporpamyBaHHs nogaTkis. DirectX 12
peanizye (GyHKIUT uIsi B3aeMOJIii omepariiHol CHCTeMH 1 JOAAaTKIB 3 JpalBepaMu
Bizeokaptu. Lli dyHkiii nmpus'a3ani 10 oneparliiiHoi cuctemu B JdiHikm Windows i
noctymHi B Windows 10.

MOo>XIMBOCTI Ta HOBOBBEICHHS:

* 301JIbILIEHHS TPOIYKTUBHOCTI;

* MOKJIUBICTh CTBOPEHHSI OUIBII CKIaAHUX €(EKTIB 1 CIICH;

* 3HM)KCHHS HaBaHTakeHHS Ha CPU;

* OLTbII €(PEKTUBHE BUKOPUCTAHHS OTYKHOCTEH OaraTosiepHUX MPOLECOPIB;

* MITPUMKA HOBUX TpadiuHUX IPUCKOPIOBAYIB;

* MOJIINIIEHHS B1J 00'€KTIB CTaHy KOHBE€EpaA 1 TaOJIUILIb IECKPUIITOPIB;

* MOXJIMBICTh O0'€lHAHHS B €aMHY rpadiyHy NIACUCTEMY TpadiuHUX KapT
PI3HUX BUPOOHHUKIB.

[TinTpumyBaHi riarGopmu:

* cMapTdoH;

* [UTAHIIIETHUN KOMIT'IOTEP;
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* KOMIT'FOTED;

* Xbox One.

[TinTpumyBaHi rpadidHi MPOIECOPH:

* NVIDIA;

* Intel;

* AMD;

* Qualcomm [6].

DirectX 12 gae nmporpamicTy MOBHHMI JOCTYI A0 KOMIUIEKTYIOUHUX KOMII'IOTEpa.
[ToBHUIA TOCTYI 10 TaKUX PECYPCIB CIpHUs€e Kpalliid ontuMizaiii irop. Lle no3Bosie
irpaM ICTOTHO MOKpAIIMTH MOTOYHY MAacCIITA0OBAHICTh 1 PIBEHb BHKOPUCTAHHS
rpadiuHoro mpouecopa. A «BIOCKOHAJ€Ha ONTUMI3allisl — 1€ paliOHaJIbHE
BUKOPHUCTAHHS CHCTEMHHUX BUMOT.

DirectX 12 miaTpuMyeThCcsl BCiMa Cy4YaCHUMH B1€OKapTaMH, ajie € OJIUH HIOAHC.
API poszninenuit Ha Tpu piBHI: DirectX 12 API, DirectX 12 0 i DirectX 12 1.
[TouatkoBy Bepcito iHTepdelcy marpumyroTh yci rpadiuni yinu AMD 1 NVIDIA,
BUITYIIIEH] TI0 28-HAHOMETPOBOMY TEXHOJIOTTYHOMY MPOIEC], a TAKOXK PsiJi afenTepiB
GeForce 400/500 mokominusa Fermi. DirectX 12 mparrtoe Tibku 3 Windows 10.

DirectX 12 po3po6siennii st OB SKICHOT ONTUMI3AIIT IMiJT cydacHe anapaTHe
3abe3neuenns. Texnonorii Tiled Resources, Typed UAV 1 Bind, mo BXoasTe 110
ckiany uporo API, icTOTHO eKOHOMIIATH pecypc Biaeonam'sTi 1 opieHTyioTh APl Ha
BUKOPUCTAHHS OUIBIIOr0 YHCJA SAEp LEHTpaJIbHOrO Iporecopa. JloriyHo, 110
ONTUMI3AIlIS TPUBEJIE 1 JO MOJIMIICHHS SIKOCTI rpadiky, ajie HalUTOJIOBHIIIE - 11e BCe-
Taku 30UTbLIEHHS CTAa0IBHOCTI Ta MBHAKOCTI pobotu. Irpu 3 DirectX 12
CIIO’KHMBAIOTh O1IbIIIE ONIEPATUBHOI 1 Bifeonam'siTi (pucyHok 1, pucyHok 2) [7].
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Pucynok 1. — CioxxuBaHHs Bifeomnam’ siTi
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Pucynok 2. — Crio>xuBaHHs ONIEPaTUBHOT MaM AT1

3DMark mpamtoe Ha Direct3D 11 nmo3BoJis€ BUKOPHUCTOBYBATH MOTOYHE
macmtabyBans. [licns mnepenecenns 3DMark wa Direct3D 12 € nBa 3HauHi
nokpateHHs — 50% npupocty no yrumizauii LI 1 noninmenHs po3nonaiay poOoTu
MIK MOTOKaMu (PUCYHOK 3).
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Pucynoxk 3. — [lokpamenns B DirectX 12

Direct3D 12 3MiHIO€E MoOAeNb TMPUB'SA3KU, 1100 BIANOBIAATH CYYaCHUM
MOXJIMBOCTSAM 1 3HAYHO 301IbIIy€E MPOAYKTHUBHICTh. 3aMICTh TOTO, 1100 BUMAarartu
ABTOHOMHHX PECYPCHHUX MPEJICTABJICHb Ta SIBHOI MPUB'SA3KU 10 coTiB, Direct3D 12
HaJlae 0e31i4 JCCKPHUIITOPIB, JIe€ Tpa CTBOPIOE CBOI MpeACTaBIEHHs pecypciB. Takuit
MeXaHi3M JI03BOJIsIE HANPSIMY 3allMCYBaTH anapaTHe MPeICTaBICHHs OITUCY PeCYpCy B
nam'satb. Jlst nmeknapariii Toro, sSkuii pecypc Oyae BHUKOPHCTAaHO B KOHBEEPD IS
KOHKPETHOTO BUKJIMKY TOKa3y, Tpa BKa3ye OJHY ab0 JEK1JIbKa JAECATKOBUX TAOJIUII,
AK1 3aJal0Th CyOJiana3oH MOBHOI KyNH JecKpunTopiB. Tak sK L CYKyHHICTb
MOTIEPE/IHBO 3aBAHTAKEHA HEOOXITHUMU CHEIUBIYHUMU JJI1 YCTaTKyBaHHS JaHUMH,
3MiHa TaOJIMLb JECKPUIITOPA € JTyKE JACIIECBOIO ONEPALETO.
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Direct3D 12 Takoxx 103BOJIsI€ JUHAMIYHO 1HACKCYBAaTH pecypcu B meiiaepax. Lle
Hajae Oe3MpeIeIEHTHY THYYKICTD 1 BIIKPUBAE IOPOTY /10 HOBHX TEXHIK peHepa.
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