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Omnurcana METOIOJIOTHSI IIOCTPOCHUS MTPOIIECCOB BU3YAIHM3ALUK C HCIIOJIb30BAHU-
€M TEXHOJIOTHH rpaduyeckoro koHseiepa. [IpeanoxeHHblit moaxoa GOKycupyercst Ha
npobiiemMe pazpaboTku mporpammHoro obecnieuenust B 3D-rpaduke u craBUT 1EIbIO
ONTHMHU3AIMIO COOTBETCTBYIOIIMX 3aTpar.
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This paper describes a methodology for rendering processes construction using
graphics pipeline technology. The proposed technique is focused on the problem of
program development in 3D graphics and aims to optimize related expenses.
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BBEJIEHUE

KomnbrotepHas Busyanu3zanus (aHri. rendering) OTHOCUTCS K KOMITBIOTEPHOM Trpadu-
K€ U SIBJIIETCS OJTHUM M3 MHTEHCHBHO Pa3BUBAIOIIMXCS HANIPABICHUN MHPOPMATHKH.

OnHOM U3 OCHOBHBIX MPOOJIEM KOMIIBIOTEPHOU IpauKHU SBISAETCS CI0KHOCTh, BO3HU-
Kalomas TMpu  pa3padoTke TpapuuecKuX MNPOTPaMMHBIX TPOIYKTOB. KommaHwm-
pa3pabOTYUKK TPATAT 3HAYUTENbHbIE 00BEMBI PECYpPCOB, UTOOBI MX NMPOJYKTHI BBITIIAIEIN
KaKk MOXHO Jyumie. Tak, B 00JacCTH BBICOKOOIOJKETHBIX MIP 3aTpaThl HA UX pa3paboTKy
JIOCTUTAIOT COTHH MIJUTHOHOB Josu1apoB [1]. XoTs GoubIiast 4acTh CpeCTB HE OTHOCUTCS K
TEXHOJIOTUYECKOH CTOPOHE MPOEKTOB, TEM HE MEHEe 3aTpaThl Ha pPa3paboTKy rpauuecKoi
COCTaBJISAIONICH MpoiyKTa mopoi gocturarT 10 % obirero O6romkera.

Jlist monTy4eHnst KOHKYPEHTHOTO MPEUMYIIECTBA M CHIDKEHHSI CTOMMOCTH Pa3padoTKU
rpaduuecKux KOMIIOHEHTOB OT/EJIbHbIE KOMIIAHUU CO3/1al0T COOCTBEHHBIE CHEIMAIU3UPO-
BaHHBIC OMOJMOTEKH WM IIeNIbIe CUCTEMbI BU3YyaHM3allH, ONTHMH3UPOBAHHBIE 1O/ KOH-
KpPETHbIE MPOEKThI C 3apaHee OIpeeNeHHbIMU orpaHuueHusMH. [locneaHue HazbIBarOTCA
rpadUYecKUMU JIBHKKAaMH. Takue MBUKKH MPHU3BAHBI OOJIETYUTH MPOIECC HAIMCAHUS MPO-
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rpaMM, HHTEHCHBHO HCIIOJIb3YIONMIUX KOMITBIOTepHYIO0 Tpaduky. OIHAKO U B 3TOM CiIydae
MPUXOJUTCS TPATUTH OOJBIINE CPEICTBA HA X TIOCTOSHHYIO TIOJ/ICPKKY M Pa3BUTHE.

[TpumepamMu IBUXKKOB SIBISIOTCS mporpammubie OuOmmorexku: Ogre, VTK, Unreal
Engine, Unity, Frostbite, idTech u ap. Circok TOCTYMHBIX ABMXKKOB JOCTATOYHO OOJIBIION
[2] u mocTosiHHO paciupsieTcs, YTO CBUACTEILCTBYET O TOM, YTO MpoOieMa BU3yaTH3alliu
SIBIISICTCS AKTyaJIbHON M HE MMEIONICH Ha TAHHBII MOMEHT €IMHOTO PEIICHUSI.

B manHoit paboTe 3amaua BU3yaIM3aliy pacCMaTpUBacTCS Ha caMOM 0a30BOM YPOBHE
U JIeJIaeTCsl TIOTBITKA BBISIBUTH MPOOJIEMBI, KOTOPBIC YCIOXKHSIOT PEUICHHEe. DTO MO3BOJUT B
JalbHenIeM pa3padorare MeTo d(h(PEKTHBHONW OpTaHMU3AIMK TPOIecca BU3YAIH3AIMN Ha
rpaduuecKoM KoHBeiiepe.

OCHOBHBIE ONIPEJAEJIEHUA

Jlns Havana onpeiesauM IOHATHE BU3yalM3allMd Kak HEKOTOPOro Ipolecca, MepeBo-
JISIIIETO HEKOTOPBIM HabOp NaHHBIX (Ha3bIBaEMbIi CIIEHON) B M300paXkeHue:

Process (Scene) — Image. )

Cuena Scene oOBIYHO MPEICTABISAETCS B BHJIE HEYIOPSIOYCHHOTO MHOXECTBAa 00bEK-
toB { Object;, Objecty, ..., Objecty }. Kaxxapiii u3 3Tx 00HEKTOB B CBOIO 0YEPE/Ib BKIIIOYACT
B cebs JaHHBIC pelieBaHTHBIC Tporeccy Busyamusarmu: Object; = { Dataj;, Datajp, ...,
DataiM(i) }

3ajaucii BU3yaiu3aluyd HA30BeM MPOOJIEMY OTPHCOBKH KaKOTO-THO0 Habopa JaHHBIX
Ha KoMITboTepe. POPMaAIBHO ONPEEIIMM €€ CIICTYIOIIUM 00pa3oM: MyCTh HMEETCS HEKOTO-
pas ciieHa W TpeOOBaHHS K PE3yIbTHPYIOIIEMY H300pa)KCHHUIO, TPEOYeTCsl OpraHu30BaTh
(TTOCTPOUTH) TIPOLIECC BU3yaTU3allii, KOTOPHIHA MEPEBOIUT MCXOIHYIO CIICHY B HM300paxe-
HUE, YAOBIETBOPSIOIIEE OCTABICHHBIM YCIOBHSIM.

Paccmotpum, kak 3ajada BU3yaM3alMHd PEIIASTCS HAa CTAHJAPTHOM TpaduiecKoM
KOHBelepe.

[Ipomecc BU3yanwm3anuu Ha KOHBEHEPE CTPOUTCS C MOMOIIBIO IOCIIEIOBATEILHOCTH
WHCTPYKIUH, KOTOPYIO MOKHO OOOOIIUTH B CIEAYIOLIEM BHUJIE:

(Set,,,..., Setyy oy, Draw),,
(Set,,,..., Set,y 2y, Draw),,

()

(Sety,,..., Setypm(ny, Draw)

rie Setjj — HHCTPYKLUHU, KOTOPble MEHSIOT OIPEAEIEHHbIE COCTOSHUS KOHBEWepa, HalpuMep,
WCTOYHUKH JIAaHHBIX, pa3Mep W TOMOJOTHIO reoMeTpuu. KommdecTBo BBI30OBOB Set mMoker
BapbUPOBATHCS B Kax0ii rpynne. MHcTpykumuu Draw sBistoTcs koMaHaaMu KOHBeWepa Jiis
BBITIOJTHEHUS TIPOIEYPHl PEHIEPHHTA C MCIOJIb30BAaHUEM TEKYIIMX mapamMeTpoB. OOBIYHO
OJIHA TPYIINa HHCTPYKIIUH COOTBETCTBYET OTPHCOBKE OHOTO OOBEKTA.

Becr Habop maHHBIX 3a/7a4d BU3yaTU3aIl MOXKET OBITh MIPEICTABIICH B BHUJIC MaTPH-
bl pazmepa NxM+7. CTpoKH 3TO MaTPUIBI COOTBETCTBYIOT TPYIIIaM WHCTPYKIUNA OTpH-
COBKHM, a CTOJIOIBI — MapaMeTpaM penjaepunra. K nmpumepy, oauH cTOI0EI] MOXKET OBITh OT-
BEJIEH JIJIsl TEKCTYp, a ApYron — amst reomeTpun. KineTku MaTpuilbl He 00s13aHbI BCET/ia Co-
JIep’KaTh Kakoe-Tru00 3HAYECHHE, €CIIM KaKas-TO TPyIIa OTPUCOBKU HE HCIIONB3YET OINpese-
JICHHBIN TUM JIAHHBIX, TO COOTBETCTBYIOIIAs KJIETKa B MaTPHIle Oy/IeT MycTas:
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Data,, Data,, .. Data,, 1
Data Data ... Data 1
Data — 21 22 2M (3)
1
Data,, Data,, .. Data, 1

Bekrop uncTpykimii Render sBasiercs 0000IIEHHON TPYIIION HHCTPYKIMMA, HEOOXO-
JTUMOM IS OTPUCOBKHU CTpOKHU MaTpulibl Data:

Set,

Render = 5 _ (4)

et,
Draw

Marpuna Data u BekTop Render BMecTe 3a1at0T MOJTHBIH MPOIIECC BU3YaTH3alNH:

Result = Data x Render =

Set, (Data, ;) ... Set, (Data,,) Draw
Set, (Data,,) ... Set,, (Data,,,) Draw| (5)
Draw
Set, (Data,,) ... Set,, (Data,, ) Draw

Marpuiia Result Mmoxer ObITH BbIITOJMHEHA Ha TpadUUECKOM KOHBEHepe myTeM 00xo/1a
MHCTPYKLHUH IO CTPOKAM CJIeBa-HaIpaBoO U CBEPXY-BHU3.

Janee Oynem ucnonb3oBaTh MaTpuily Data muist oneHkH Cl10)KHOCTH COOTBETCTBYIOIIE-
ro mpoiecca Buzyanuzanuu. [Ipocreiimii cnocod OLEeHKH CI0KHOCTH COCTOUT B OIpeiere-
HUU pa3Mepa MaTpulibl. YeMm Oosblieil Oblia UCXOAHAs CLeHa, TeM OOJblIe B HEW 0OBEKTOB
u TeM Oojbie cTpok B MaTpuie Data. Uem crokHell alropuTM peHIEpHUHIa CIEHBI, TEM
Oosble CTOIOLOB.

KonnyectBo crpok B Data (B mpakTHueckux 3agadax) U3Mepsercsl B ThICSYaX, U 3TO
YHCIIO0 OYAET MPOMOIDKATh PACTH C pa3BuTHeM TexHouorui [3]. KonnvecTBo cTonOIOB B TO
e BpeMsi MOXKeT OBbITh JIECATKaMHU WJIN COTHSIMH, 3TO YUCJIO MOXHO OLIEHUTb, HAIIPUMED, MO
KOJIMYECTBY CYIIECTBYIOLIMX COCTOSIHUI KOHBelepa [4].

Tenepb BepHeMCs kK camMoOMy Tpolieccy Buzyanuzauu. Mcnonb3ys rpadpudeckuii KoH-
Beliep, popMyIa BU3yaTu3alliii MOKET OBITh pacIIMpeHa CIeAYIOINUM 00pa3oM:

Process Pipeline

Scene — Datax Render = Result — Image- (6)

Takum 00pazoMm, Ui TOro 4TOOBI PEUIUTh 33aJad4y BH3yadU3allid, HY)KHO MOCTPOUTH
anroput™ (Process), kotopelii koHCTpyupyeT Marpuily Data, u Bekrop Render mis mcxon-
HOM ciieHbl Scene. O0mas cxeMa TakoTo alrOpUTMa COACPIKHUT CISAYIOIIHIE [IaTH:

1. Onpenenuth BCce BOZMOXKHBIC THUITBI JAHHBIX O0BEKTOB CIIEHBI SCENE (COOTBETCTBYIOT
cronbuam Matpuisl Data).
2. Tlocrpouts BekTop Render mist atux tumos (M HHCTPYKIHEA).
3. Jlns xkaxmoro oobekTa creHsl (N):
1) ompenenuts Mo3MIHKIO (CTPOKY) 00bekTa B MaTpuite Data ncxomst u3 TpedboBaHmiA
K pe3y/IbTUPYIOLIEMY U300paKeHHUIO;
2) CKOIUPOBATH TaHHBIC 00OBEKTA B MATPHILY.
B utore cioXHOCTh OCTPOCHHS alropuT™Ma MoxeT ObITh orieHeHa kak O(N) + O(M).
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OueBHIHO, YTO JUISI CJIOKHBIX 3a]]a4 BU3YyalIM3alii [IOCTPOEHHUE MPOIiecca ¢ IOMOIIbIO
MPEACTABICHHON CXEMBI BBIXOJMT 32 PaMKH IPAKTUYECKOM OCYyIIECTBUMOCTH. bonee Toro,
MOCTPOSHHUE CaMOM CIICHBI SBISETCS UTEPAMOHHBIM IPOIIECCOM, KOTOPBI TpeOyeT mocTo-
STHHBIX KOPPEKIUI UCXOAHOr0 Habopa JaHHBIX. DTO COOTBETCTBEHHO MPUBOIUT K MHOXKECT-
BY U3MEHEHHH B IpoIecce BU3yaIH3alMK U OOJIBIINM TPYI03aTpaTaM.

Jlanee B craThe MPHUBOIUTCS METOJ, MO3BOJISIOIIUN CHU3UTH 3aTpaThl HA Pa3pabOTKy
mporecca BU3yalln3aln, KOTOPBIH TaKkKe SIBISETCS JOCTATOYHO TMOKUM, YTOOBI IO3BOJIHUTH
M3MEHEHHUS B UCXOJHBIX JTAHHBIX 0€3 3HAUUTEIbHOIO HEraTUBHOTO 3 deKTa.

AHAJIN3

Jlj1s TOro 4ToObl MOHU3UTH CIOKHOCTh aJTOPUTMA, MOMPOOYEM PECTPYKTYPHU3UPOBATH
Matpuiy Data ¢ moMoIbio OTIeTBHBIX TOAIPOIECCOB PEHIACPUHTA, KOTOPBIE OYIyT MpUMe-
HATHCS K OT/IEIbHBIM IOJIMHOKECTBAM JIaHHbIX. JIpyrumu ciioBamu, OyzieM CTPOUTh MPOIECC
BU3YyaJIM3alluH B CIEAYIOLEM BUE:

Data, x Render,

Data, x Render,
Result = Data x Render =

, (7)

Data, x Render,

rae Data; — mogmuoskectBa Data, a Render; — coorBercTBytorue moamnporecchl. [Toamuo-
KECTBO JaHHBIX MaTpulibl Data — 3To Marpuia, cocrosmas u3 crpok Data, BEIOpaHHBIX C
MOMOIIBI0 HEeKoTOporo anroputma. Iloamporiecc Render; — 3To0 BEKTOp HMHCTPYKIUi, CO-
CTOSIIIIMI M3 HEKOTOPBIX WIIM BCEX MHCTPYKIMH OCHOBHOro BekTopa Render. KommuectBo
MTOJIMHOYKECTB S MOXKET OBITh JIFOOBIM YHUCIIOM B ITpoMexyTke oT 1 10 N.

[Tpennonoxum, Matpuna Data coaepkUT 4aCTUYHO YNOPSIOUYCHHbIE KiacTepbl 00b-
€KTOB, BKJIFOUYAs] HEYNOPSAOUYEHHBIE KJIacTephl (0OBEKTHI MOTYT HMETh OJIMH U TOT XKe TOps-
JI0K B npocTeiem ciaydae). K npumepy, Heynops10ueHHbIH Ki1acTep MOXKET colepKaTh He-
po3padHble 0OBEKTHI, 2 YACTHYHO YIOPSIOUYEHHBIN KilacTep — npo3paunsie. [lopsaok 00b-
€KTOB B KJIacTepe OmnpesessieT Mocie10BaTeIbHOCTh, B KOTOPOil 3TH 00BEKTHI JOJIKHBI ObITh
OTPHCOBaHbBI. ECH MOPSIOK JOMYCKAaeT MHOXKECTBO Pa3IMYHBIX IOCIIEIOBATEILHOCTEH, TO
m006ast U3 HUX MOXeET ObITh MCIOJb30BaHa JJIs BU3yaIu3alMy KiacTepa.

s xaxpgoro kiacrepa Data; ompenenum ¢GyHKIMIO, KOTOpasi Ha BXOJ€ MPUHUMAET
IIPOU3BOJILHOE MHOXKECTBO OOBEKTOB, a Ha BBIXOZIE BBIJAET YHNOPSAA0YEHHOE MOAMHOXKECTBO
00BEKTOB JIJIS1 COOTBETCTBYIOIIETO KiIacTepa:

Sample, (Objects) =
(Object, Object € Objects A Object € Data, ) - (8)

Gynkuus Sample 3agaercst ¢ TOMOIIBIO MperKaTa, KOTOPBIH ONpeessieT, IpuHaIe-
KUT JIM JaHHBIM 00BbeKkT kiactepy Datai, u JOMONHUTENBHO C MOMOIIBIO OTHOIIEHUS 4Yac-
TUYHOTO MOPsAJKA.

Wmes B Hammuuu GyHkiuu Sample, ompeneneHHbie s BCeX KJIACTEPOB B MATPHIIE
Data, 3a1aya mocTpoeHus! MOJAMHOKECTB 10 UCXOIHOM ClIeHEe CTAaHOBUTCS TPUBHUAIBHOI:

Sample, (Scene) = Data, (9)
s ior 1 nos.

B pesynbrare popmyna nporecca BU3yalnu3aluid MOXKET ObITh pacIIupeHa:
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Process

Scene — Sample, (Scene) x Render, + ...
+ Sample, (Scene) x Render, =
Data, x Render, +...+ Data, x Render, =

Pipeline
Data x Render = Result — Image

(10)

B sTom npencraBiiennu cxema nmocTpoeHust anroputMma Process cienyroias:
1. OmnpenenuTh Bce BO3MOKHBIE KIIACTEPHI, C TOMOLIBI0 KOTOPBIX MOKHO Pa30OUTh Clie-
Hy Scene.
2. s KaXI0ro U3 3THX KJIACTepOB (S):
1) onpenenuts QyHkimo0 Sample;
2) moctpouTh BekTOp Render.
B sTom ciyuae 3agaua BU3yanM3alMu CBOJUTCS K ONPEACICHUIO KIACTEPOB, KOJIUYe-
CTBO KOTOPBIX MOKET ObITh 3HAYUTEIHLHO MEHBIINM 10 CPABHEHHUIO C KOJIMYECTBOM OOBEK-
TOB BO BCeH clieHe. B nomosiHeHune k 3ToMy, €ciau pe3yabTHPYIOIIasl CLeHa MPEeTepreBacT
W3MEHEHHUS, KOTOpbIe He TPeOYIOT 3aJaHusI HOBBIX KJIaCTEPOB, TO MPOLECC HE HYXKAAETCS HU
B KaKMX M3MEHEHMsIX. TakuM 00pa3oM, NMpeaIoKEHHbIN 0aX0/ ABJseTcs 0ojiee THOKUM 110
CPaBHEHHUIO C TPUBUAIIbHBIM.

BbIBO/IbI

B pabore paccmorpena npobiiema 3¢ GEeKTHBHOW OpraHH3aluy Mpolecca BU3yalnn3a-
UM C MCIOJIb30BAaHHEM CTAHIAPTHOrO KoHBeHepa. IIperioskeH moaxoa K OLEHKE CI0XKHO-
CTHU TIPOLIECCOB U CPOpMYTHPOBaH 0a30BbIH METOJI X MOCTPOSHHUs. PaboTa Ciry>KUT OCHOBOIA
ISl TaNbHenIer (opManu3anuy moaxona, npeaioKeHHOro B mpeablaynmx padorax [5],
[6]. B manpHeiimeM ruiaHHpyeTCs PacCMOTPETh B3aMMO3aBUCHMOCTh MEKAY KJIacTepaMu M
CTIIOCOOBI MAHUITYJTUPOBAHHSI TPOMEXKYTOUHBIMU PE3YJIbTaTaMH PEHICPUHTA.
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