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AITAPATHA TECEJISANIA B DIRECTX 11 TA OPENGL 4

Pozensanymo  opeanizayiro anapamuoi mecensayii  ideokapm 3 SUKOPUCHIAHHAM
DirectX 11 ma OpenGL 4.0.

Beryn

dopMyBaHHS PEATICTUYHUX TPUBUMIPHUX MOJENICH MOTpedye 30UIbIIEHHS KITBKOCTI
MOJITOHIB Y MOJENSAX Ta, SK HACHIIOK, MIABUIICHHS BHUMOT JO IIBHUIKOCTI Tepeaadi
iHpopmanii y rpadiunmii anmantep. BukopuctaHHs Tecemsmii J03BONIIE HAACWUIATH Y
rpadpiyHUi aganTep MOJENb 3 BIIHOCHO MAaJIOK0 KUIBKICTIO TOJNIroHIiB 1 (opmyBatu
BUCOKOIIOJIITOHAJIBHY MOJIeNIb O€3M0CepeIHbO il Yac PeHIEpiHry. 3 MOsBOI rpadiuyHUX
intepdeiicie DirectX 11 i OpenGL 4.0 i BiamoBimHuX 3MiH Yy apXiTekTypi rpadiuHux
aJanTepiB  CTAl0 MOXJIMBHUM TIEPEHECEHHs OOYMCIIEHHS aJITOpPUTMIB  Tecemsmii 3
nenrpaibHoro (CPU) na rpadiuanit (GPU) mponecop. Bineokaptu kopmopaiii AMD
niarpumytoth DirectX 11 i OpenGL 4.0 moumnaroum 3 moneneit cepii Radeon 5000. ¥V
rpadiuanx aganrepax cepii GeForce kopmoparii NVIDIA migrpumky DirectX 11 Ta OpenGL
4.0 3abe3neuyroTh Moaei, mounHaroun 3 GTX480/470 [1, 2].

Teceasiuia B DirectX 11

Besnocepenniii npouec tecemsuii B Direct3D 11 BUKOHYeThCS 32 TOMOMOTOI0 TPhOX
HOBUX cTajiid rpadiuHoro koHreepa: mporpamoBanux Hull Shader ta Domain Shader i
koH(pirypoBanoi Tesselator. Cxematnuno HoBuil rpadiunmii konBeep DirectX 11 naBeaeHo
Ha puc. 1.

Hull Shader orpumye nani mpo KOHTPOJbHI TOYKHM KOXKHOTO HaTya 3 BEPIIMHHOTO
meiinepa (Vertex Shader), mpu HeoOximHOCTI Momudikye iX, Ta OZHOYACHO OOYHUCIIOE
CTYIiHb TECENAIii, SKUUA BU3HA4Ya€ piBEHb pPO3OUTTS KOXKHOTro martda. Ilicias mporo
1H(pOopMallis PO KOHTPOJIbHI TOUKU mepenaeThest B Domain Shader, a koedinienTu tecemnsmii
- B koHpirypoBanmii Tecensitop (Tessellator). IIporpamosanicte Hull Shader mozBossie
MIPOBOJUTH AaJaNTHBHE BHU3HAYCHHA KOCQIIIEHTIB TecelsAlii, 32 PaXyHOK YOTO MOBEPXHS
TPUBHMIPHOTO 00'€KTa MOYKE MATH Pi3HY ACTATI3aIliI0 3aJI€XKHO BiJI MOJOXKEHHS B clieHi [3, 4].
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Pucynok 1 — I'padiunmii kouseep DirectX 11.

lonoBHa QyHKINS TeceNATOpa MOJIATaE y PO3IUICHHI MaTda Ha JCKiIbKa MPUMITHBIB
TPUKYTHOI YW KBaJApaTHOI popmu Oa3yroumchk Ha iHpopmaii, orpumanoi Big Hull meiinepa.
[Ticns 3aBepiieHHsT poOOTH TecensaTop nepenae iHGOpMAIio MPO HOBY TOIOJIOTIIO Marya
Domain meiinepy.

Domain meiinep BHUKOPHUCTOBYE J[aHi MpPO KOHTPOJIbHI TOYKM [aTya, a TaKOXK
koedimientu tecessmii Bim Hull meiinepa, ta iHdopmaliro mpo HOBY TONOJOriK0 marya,
OTpUMaHy BiJl TecenaTopa, aAis (GOpMyBaHHS BEPIINH, AKi Aalll IEPEJAIOTHCS B TEOMETPUIHHIMA
metigep (Geometry Shader).

Hamucanns xony s meiaepis Hull Ta Domain BUKOHYEThCS 32 TOITOMOTOI0 MOBH
HLSL.

Teceasis B OpenGL 4.0

[etinepu Tecemsii Ta reomerpii B OpenGL 4.0 maroTe mporpamictaM J10JaTKOBI
MOJIMBOCTI MoAudikaiii reoMeTpii TpUBUMIpHOT MojeNi MO Mipi ii MPOXOPKEHHS uepes
rpadiunmii kouBeep. Ha puc. 2 300paxeHo rpadiunnii kouseep OpenGL 4.0 [5].

be3nocepenH0 TecemsALil0 B HABEJACHOMY BHIE KOHBEEPI BHKOHYIOTH IIEHIepU
Tessellation Control i Tessellation Evaluation ta Tessellation Primitive Generator.

OcuoBHe npu3HaueHHs mmieraepa Tessellation Control nomsrae y HamamTyBaHHI
TecensaTopa (BU3HAYCHHS KUIBKOCTI NMPUMITUBIB, SKI OyayTh 3r€HEpOBaHI TECENATOPOM, Ta
QITOPUTMY, 32 SIKUM Oyzie NMPOBOJUTHUCH IX CTBOPEHHs) 1 (JOpMyBaHHS BHXITHHMX aTpUOYTIB
KOHO1 BEpPIIUHH.
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Pucynok 2 — I'padiunuii kouseep OpenGL 4.0.

I'eneparop mpumituBiB (TPG), sk i B DirectX 11, € koH(irypoBaHow CTaji€to
KOHBeepa, SKa CTBOPIOE TPHUMITUBH JUIA TIOAANBIIOTO BUKOPUCTAHHS B KOHBEEpl 3a
JIOTIOMOT010 HAaOOpy CTaHIAPTHUX AJTOPUTMIB TECEIISAIII.

Jns Bu3HaueHHs mno3umii Ta iHIIOI HeoOxinHoi iH(opMmalii (BeKTOpy HopMai,
KOOPJAMHATH TEKCTYpH Ta iH.) KOXKHOI BEpPIIMHH MPUMITHBY, C(OPMOBAHOTO TECEISTOPOM,
3acTocoByeThes mieiaep Tessellation Evaluation.

Hamucanns komy mans weiimepiB Tessellation Control i Tessellation Evaluation
BUKOHYEThCs 3a gormomororo mou OpenGL Shading Language - GLSL.

Bucnosku

BukopucranHsa TecensIii miABHILYe PeaTiCTUYHICTh 00’€KTIB y TPUBUMIPHIA CLIEHI.
[TossBa WATPUMKK amapaTHOI TECENAIil CydYacCHHMMH BiJICOKapTaMH 1 HAWMOMYJISPHIMIAMHA
rpadiuanmu  inTepdericamu DirectX 1 OpenGL 1no3Bosise CTBOPIOBATH IMPOrpaMHE
3a0e3meueHHs, IKe MPOBOJUTH PEHICP CKIATHUX MOJECH B pealbHOMY 4Yaci 3a JOMOMOTO0
Tecesii.
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