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O HEKOTOPBIX OCOBEHHOCTSAX ITPOTPAMMHPYEMOI'O
IT'PAGUYECKOI'O KOHBEUEPA DIRECTX 10 JJI51 GPU
YETBEPTOI'O IIOKOJIEHUSA

A. A. Ko3uk

BBEJEHUE

KommbroTepHble Urpbl B KAYECTBE KOMMEPYECKOIO0 MPOAYKTa HHAYCTPUU
pa3BIICUCHUM, MOSBUBIIMCH OTHOCHUTEIBHO HENABHO, OYEHb CYILIECTBEHHO
HBOJIFOIMOHUPOBATIA BO MHOTHX OTHOIIEHHUSAX, OCOOCHHO B CIOco0ax W
BO3MOXXHOCTSIX ~ oOpaboku  rpaduueckoit  uHpopmanmu u  real-time
BU3yaJIU3aLIHH.

Kpome pocra BBIYHCIHUTENBHBIX MOIIHOCTEM M  COBPEUIECTBOBAHUS
nepudepuitHeIX yCTPOMCTB 0COOOTr0 BHHMAaHUS 3aCiIy>KHMBaeT pa3BUTHE
rpaduyeckoro KoHBeWepa. Hawryumedt wurocTpanueld 3TOTO  SBIISIFOTCS
KOMITBIOTEPHBIE UTPBI, B KOTOPBIX TpeOyeTcsa oOpabaTeiBaTh He MeHee 30 pas
B CEKYHJly COTHHM ThICSIY BEPIIWH, IOMOJHATH 3TO pPa3jIu4YHbIM HA0OpOM
3¢ (}eKToB, BBITIOJHIEMBIX KaK Ha ypOBHE BEpIIMH, TaK Ha W YPOBHE
nukcesen. IlpumMepomM MOXKET CIly’KUTh UMUTALUS CIIOXKHBIX ITOBEPXHOCTEU C
MoMoIIpl0 normal mapping W parallax mapping, AWHAMAYECKUHA pacyeT
OCBEIICHHS W 3aTCHEHUSI OOBEKTOB HA OCHOBE TPACCHUPOBKH JIyUei, mepeaada
CBOIWCTB MaTepualia C MOMOIIBI specular mapping u lightmap. Kpome Toro,
MPOU3BOJIUTCSI PACUET HEKOTOPHIX (PU3MYECKUX MapamMeTpoB, MPOBEpKa Ha
nepeceueHue Mexay oObeKTaMu, MIPOUTPHIBAHKUE ayJAHO0 U B3aUMOJCHCTBUE C
MOJIb30BATEIIEM U JP.

TpexmepHbie U300pakeHUs], MPEACTABICHHBIE COBOKYITHOCTBbIO BEPIIUH C
TpeMsi KOOpJIMHATAMH, MPOEUUPYIOTCA Ha IBYMEpPHBINM 3kpaH. Kpome Toro
KaXKJasl BEPIIMHA MOXET UMETh JOOJHUTEIbHBIE XapAKTEPUCTUKH, TAKUE KaK
LBET, TEKCTYpHbIE KOOpPAWHATHI, M JIOObIE Jpyrue, HEOOXOJUMbIC
nporpaMMHucTy JaHHble. s mnpepexoma kK 2D-nukcenbHOW —Marpuile
TpeOyeTcss  BBIMOJHEHUE CJOXKHBIX pacueToB. Panee pacuetoMm U
npeoOpa3zoBaHueM TpexmepHbix ciieH 3anumanicas CPU, omgnako, yuuTbIBas
3arpy’K€HHOCTh JAPYTMMH 3aJa4aMu, JUIS IOBBILIECHUS IPOU3BOJUTEILHOCTH
MPOM30IIIO OTAECICHHUE 3aJad IO pacyeTaM MPOCKIMH Ha MPOTPAMMHOM H
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anmapatHoM ypoBHe. Torma mnosBuwiock noustue GPU — rpaduueckoro
MPOIIECCOpPA, HA KOTOPBIM C pPa3BUTHUEM TEXHOJOTHUW MEPEKIAIbIBAIOCH BCE
Oompllle 3a7ad MO pacuery rpaduueckux mpeoOpazoBaHuil U 00pabOTKe
nzo0paxenuii. B Hacrosmee Bpems apxutektypy GPU nenar Ha jBa
KOHBEWEpa IpOrpaMMUPYEMBIN U HenporpaMmupyeMsii. [Iporpammupyemslii
KOHBEHEp MO3BOJISIET Pa3padOTUUKy HEMOCPEIACTBEHHO BIMSATH Ha MPOLECC
npeoOpa3oBanus U 00pabOTKM Habopa BepmmH (BepmuHHOTO Oydepa) u
MOJIYYCHHBIX PE3YIHTATOB — MUKCEIHLHOTO M300pakernus. [Ipenmerom Hamero
PacCMOTPEHHUS SBJISIOTCS 0COOCHHOCTH MporpaMMmupyemoro kouseiiepa GPU
4-1r0 IOKOJIEHUS.

st pa3paboTku rpaduKu KOMIBIOTEPHBIX UTP HauboJiee MPOrpecCUBHBIM
API na ceromusuranii neup asisgercss Microsoft Direct3D 10.

IT'PAOUUYECKUU KOHBEUEP

['paduueckunii  koHBeWep —  pa3feliCHHBIH  HA  JTambl  MPOIECC,
BeITIoTHsAeMbId HA GPU, HeoOXoauMbll ISl MPEICTaBICHUS TPEXMEPHOTO
00BEKTa Ha IKpaHe.

Oransl rpaduueckoro kouseitepa GPU 4G:

Input-Assembler Stage (cranust Beoga-Coopkn).

Vertex Shader Stage (ctanusi BEepIIMHHOTO HIEHaEpa).
Geometry Shader Stage (cTamus reoMmeTpudeckoro meiaepa).
Stream-Output Stage (cTaaus MOTOYHOTO BBIBOJA).

Rasterizer Stage (cTaaus pacTepu3aiym).

Pixel Shader Stage (cTaausi mUKCEIbHBIX MICHACPOB).
Output-Merger Stage (cTaausi BEIBOA).

INPUT-ASSEMBLER STAGE

Henbto craaun BBoga-COoOpku  sBAsSieTCA MMOJIYYEHHE JIAHHBIX O
MPUMUTUBAX W3 BXOJHOTO BEPIIMHHOTO Oydepa u mpeoOpa3oBaHHsl UX K
dbopmary, UCIIOJIb3yeMOMY OCTAJIbHBIMU dTariaMu KOHBeWepa.

Bepunnsl rpynnupyrorcs B cnucku JuHui (line lists) uiau TpeyroibHUKH
(triangle strips). [nst pa®oThl C reOMETPUYECKUM IIEHIEpOM, BBEACHO [1BA
JOTIOJHUTENIbHBIX ~ THMA TNPUMUTHUBOB: TPEYTOJIBHUKH CO  CMEXKHBIMU
BepiminHamMu (10 3-x) (triangle list with adjacency) W JUHUU CO CMEXKHBIMU
BepminHamu (10 2-x) (line list with adjacency).OTta crtagus, kpome cOOpKH,
OTBEYaeT 3a NPHBSI3KY CEMAHTHYECKHX METOK K eIme HeoOpaOoTaHHBIM
JaHHBIM, YTO YCKOpsieT Tocheaymmny obpaborky.Ilocie o6paboTku
BXOJIHBIX TPUMHUTHBOB JaHHBIE OTIPABISIOTCS Ha JTal BEPIIMHHBIX
IEeUAEPOB.

Nk W=
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VERTEX SHADER STAGE

DTOT dTall SIBJISIETCS 00A3aTEIBLHBIM. H_[CﬁﬂepOM Ha3bIBACTCA IIPpOI'paMmMa,
BBINIOJIHAEMAasl HEMOCPJICTBEHHO Ha rpaduyeckoM mpoieccope. BepumHHbIi
meﬁz[ep O6pa6TBIBaeT TOJIBKO OJHY BCPHIMHY 3a ITPOXOA. ‘—Iepes BepHIHHHBIﬁ
nieiiep NpoxosAT BCE BEPLIMHBI, B TOM YHCIIE U «CMEXHbIe». OOpabaTbiBaTh
BepHII/IHBI Tpe6yeTC51 JJIs1 TOTO, I-ITO6I)I BBIIIOJIHATH OHepaHI/II/I TpaHCCI)OpMaHI/II/I,
CKUHMHTA, MOP(HUHTA, ¥ TIO-BEPITUHHOTO OCBEIIICHHUS.

[Ipumep BepLIMHHOTO LIEUAEpA:

PS INPUT VS(VS_INPUT Data : POSITION) {

//I0aHHbM WerOep BHIIOJIHAET Ipeofpa30BaHMEe KOOPIMHAT

PS INPUT Out;

out = (PS_INPUT)O;

//YMHOXasa MX Ha MaTPWIH:

Out.Pos = mul (Data.Pos, World); //MupoBas MmMaTpula

Out.Pos = mul (Data.Pos, View); //MaTpuua BuOa

Out.Pos = mul (Out.Pos, Projection);//MaTpulla IOpoeKLUU

return Out;

GEOMETRY SHADER STAGE

['eomeTrpuueckuii meiaep BBegeH B 10-it Bepcun DirectX. B otnuuue ot
BEPIIMHHOTO MIeHAepa, TeOMETPUIECKHil, 00pabaThIBaeT MPUMHUTHUB LEITUKOM.
BaxHeWmmM npeuMyIiecTBOM 3TOr0 MIEUAEpa SBJISETCS BO3MOKHOCTH
HCIIPCPBIBHO TI'CHCPHUPOBATH HOBYIO TI'COMCTPHIO, OTIIpaBJIAd PE3yJIbTaT
O6paTHO, qcpe3 MMOTOYHBIHN BBIBO/I. 910 OTKPBIBACT BO3MOKHOCTH OJIA real-
time 00paOOTKM M TeHepalMH TMOBEPXHOCTEH, MIEPCTH, BOJIOC;, TUHAMHUKH
YacTHIl U QUIIOMAOB, YIyUIIEHHUS padoTa ¢ MaTepuaiamu H Jip.
//TeoMeTpruUYeCKUl Weraep PacCUMTHBAET HOPMalJlb K TPeyIT'OJIbHUKY
void GSQuadmain (triangle PSQuadIn input[3], inout
TriangleStream<PSQuadIn> QuadStream) {
PSQuadIn output;
float4 fNormalA = input[l].pos.xyzw —-input[0].pos.xyzw;
float4 fNormalB = input[2].pos.xyzw — input[0].pos.xyzw;
float3 fNormal = cross(faceNormalZA, faceNormalB) ;
fNormal = normalize (faceNormal) ;
for(int i=0; 1i<3; i++){
output.pos = input[i].pos;
output.color = colorl;
output.tex = input[i].tex;
QuadStream.Append (output) ;
}
QuadStream.RestartStrip();
}
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STREAM-OUTPUT STAGE

Ha stom »sTame peanu3yeTcsi MOTOYHBIM BBIBOJ pe3yjbTara B MaMsTh,
KOTOPBIM B JaJIbHEHIIEM MOKET ObITh OTHpaBIieH Ha cTaauio Beoga-COopku,
an6o Bo3BpamieH Ha o00padotrky CPU. DrToT »Tam sBISETCS JOTHYCCKHAM
JIOTIOJIHEHUEM TE€OMETpUYECKOro Iueiaepa. Pesynbratel 00pabOTKHM MOTYT
BO3BpAlllaTbCsl OJHOBPEMEHHO B HeECKoIbko OydepoB. Eciu pesynbraTr
reOMETPUYECKOTO0 IIeHepa MPOXOAUT IO KOHBEWEpY Jablie, TO OH MONaJaeT
Ha CTaJIMI0 pacTepU3aly.

RASTERIZER STAGE

Ha »TOoM »srtane BekTopHas rpaduka mnpeodpazyeTcss B pacTpoBOE
nzobpaxkenue. [lpomsBoguTcss TmpoBepka TIIyOMHBI ©  aib(a-KaHaia.
HeoOxonuMble naHHBIE 3alOMUHAIOTCA I MOCHEAyIouiei oOpaboTku Ha
OTCTaBIIMXCA CTaausX KoHBeiepa. [laHHas crtamusi He MNPaKTHYECKH HE
OTJIMYAETCS OT aHAJIOTOB B MPEeAbIAYIINX Bepcusx. OIHAKO B CIEAYIOLICH
BEpCUH, pa3pabOTUMKU OO€IIA0T cJelaTb BO3MOXKHBIM HCHOJb30BAHHE
OpOrpaMMHUPYEMOT0  pacTepus3aropa, YTO  OTKpOeT  eme  Ooblie
BO3MOXKHOCTEH ISl BU3yalu3aluu TpaduKu.

PIXEL SHADER STAGE

OO6paboTka nmukceneld Ha ATOM dTare He sABisieTcs oOs3aTenbHor. Craaus
MUKCEJIbHOM 00pabOTKH IMO3BOJSET 3aKpalluBaTh OOBEKTHI, NPUMEHSTH
TEKCTYPY, OCYIIECTBIISITh MMO-MIMKCEIbHOE OCBEUICHHE, a TAK)XKE HCIOJIb30BATh
pa3nuuHbie 3P EKTHI.

[Ipu POrpaMMHOM AMYJISLUA oOpaboTka OCYILIECTBIISIETCS
HEMOCPEACTBEHHO IO IMHUKCEJI0, IPU allapaTHOM YCKOPEHHH, KakK IMPaBHIIO
COMILIaMU pa3MepoM 2x2 mukcens. Ha BxoJie MUKCeNbHBINA MIelaep moayJaeT
M THKCEIbHYI0 U BEKTOPHYIO WHGOpPMAIUIO, HEOOXOIMYI0 JUIsl MpocueTa
CEeMIIMPOBAaHHUSA, OTCEUYCHUH, MPOrPaMMHOTO pacueTa riyouH u np. Ha Beixoze
nonyyatorcss oopabotannsie RGBA mukcenu, HanmpaBisieMble Ha MOCIEIHION0

cTaguro.
//lletimep BakpammBaT o6bekT B Oejmni userT RGBA(1, 1, 1, 1)
float4 PS(PS INPUT Pos) : SV Target {

return float4(1.0f, 1.0f, 1.0f, 1.0f);

OUTPUT-MERGER STAGE

Ha stoli craauu onpeaenseTcss HEOOXO0AMMOCTh OTPUCOBKH (OJIMKaUIIINKA K
KamMepe) W OKOHYATEJIbHBIA I[BET KaxXJa0oro mnukcens. [Ipu HeoOxomumoctu
MPOUCXOAUT cMmelnBaHue Aud@dy3Horo mpera (M MPO3PAYHOCTH) KaxKIOTO
nukcensi. B urtore um3zoOpaxeHue mnomemiaercs B 03k-Oydep, KOTOpbIA IO
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OKOHYAHHUIO OTPUCOBKH KOMUPYET H300paxeHue B TEPBUYHBIA Oydep,
COTJIaCHO METOJMKE JBONHOM Oydhepuzamnum.

BoAbIIMHCTBO OMMCAHHBIX OIEpaluil MPOrPaMMHUPYIOTCS BPYUYHYIO MOKa
TobKO Ha a3bike HLSL 4.

3AK/IFOYEHUE

bnaromapss BBeAGHHOMY TE€OMETPUYECKOMY  MICHAEpy  MOSIBHIACH
BO3MOKHOCTh TE€HEPHUPOBAHUSI HOBBIX MPUMHUTHUBOB, MO3BOJISIONMIUX OBICTPO H
KAueCTBEHO CO3/1aBaTh peaiMcTU4YHbIe 3((PeKThl NOroAHbIX 3()PEeKToB, IbIMa
ors. C MOMOIIBIO TEOMETPUYEKUX IICHJIEpOB Tropasao  yaoOHee
MaHUIYJIUPOBATH TEHEPUPYEMBIMHU IK3EMIISIpaMH 0OBEKTOB.

CymiecTByeT MHOXECTBO NPHUMEPOB  HUCIIOJIb30BAHUS  aIlllapaTHOTO
yckopenus rpaduku Ha 6a3e Direct3D 10, B Takux rpaduyeckux ABHMIKKaX,
kak CryEngine v1.0 u v2.0, Unreal Engine 3, Torque Game Engine Advanced
v1.8.0, Jupiter EX u npyrux. /laHHble T€XHOJIOTHUN OBUTH MCIIOJIB30BAHBI TIPH
pa3paboTke TakuxX UrpoBbIX TauTIIOB Kak: Crysis, FarCry2, Gears of War 1, 2,
Assassin’s Creed, Unreal Tournament 3, F.E.A.R 1, 2 u MHOTUX IpyTHUX.

Kopnopauusa Microsoft anoncupoBana Direct3D 11, kotopslii Oyznet
BKJItOUEH B (puHaIbHYI0 Bepcuro rpsaaymeid Windows 7. B 11-o0it Bepcun API
eme OoJpIie 3TanoB rpaduIeckoro KOHBEHepa CTAaHET MPOTPAMMHPYEMBIM,
YTO MO3BOJIUT CYIIECTBEHHO YJIyYIIATh UTOTOBBIN TIPOTYKT.

Jlureparypa

WNurtepuer-aapec: http:// www.developer.nvidia.com/.
Wutepuer-aapec: http://www.gamedev.com/.
Hutepuer-aapec: http:// www.gamedev.ru/.
WutepHet-aapec: http://www.msdn.microsoft.com/.

el S

OPASEOJOI'MYECKHUE EJUHUIIBI B IEPEBOJIE
(HA ITPUMEPE POMAHA T.IPAU3EPA «TUTAH»)

A. A. KocoBeng

AHITIMHACKUHN SI3bIK UMEET TBHICSYEJIETHIO HCTOPHUIO. 3a 3TO BPEMS B HEM
HAKOIUJIOCHh OOJIBIIIOE KOJUYECTBO BBHIPAKEHUM, KOTOPHIE JIFOJIA HAILIK yad-
HBIMHU, METKMMH ¥ KpacUBBIMH. Tak M BO3HUK OCOOBIN CJIOM s3bIKa — (hpaszeo-
norusa. Mup (pazeonoruu COBpEeMEHHOTO aHTIUHCKOTO SI3bIKAa BEJIMK U MHO-
rooOpas3eH, U KaKJIbIi acleKT ero MCCIeNoBaHus, 0e3yClIOBHO, 3aCTyKUBACT
JOJ>KHOTO BHUMAHUSL.

YcToituuBbie codeTaHus YIOTPEOISIOTCS B PA3TOBOPHON pedH, XyHA0KECT-
BEHHOW JHUTEpaType, MyOJIUIIMCTUKE, BHICTYNAIOT BhIPA3UTEIbHBIM CTUIIUCTH-
yeCKUM cpeactBoM. Ppa3eosioru3Mbl — U3IOMUHKA HAPOJAHOM MYIpPOCTH, Ha-
[IMOHAJILHOE OOTaTCTBO JIFDOOM CTpaHbl, OHU OKMBIISIOT peub, ACNaloT ee 00-
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