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IMEAJTEPA B KOMII'IOTEPHIN I'PA®IIII

Ilpusedeno ananiz ocHogHuUX wetioepis

Ietinep [1] (amrn. Shader) - me mporpama ajis OAHOTO 13 CTYIICHIB
rpaiuHOrO KOHBEEpa, SKa BUKOPUCTOBYETHCS B TPHUBHUMIpHIA rpadimi ams
BU3HAUEHHS KIHLEBUX MapaMeTpiB o00'ekTa abo 300pakeHHs. Bona Moxe
BKJIIOYATH OMKC TOTJMHAHHS Ta PO3CIIOBaHHS CBITJIA, HaKJIaJaHHS TEKCTYpH,
BiIOOpaKEHHS 1 3aJIOMJICHHS, 3aTEMHECHHS, 3MIIIICHHS TIOBEPXHI 1 €)eKTH MOCT-
00poOku. [[letinep]

OdimiitHa ictopis meiaepiB nmounHaetbes 3 cepii GeForce 3 — y Toit yac
3'sumrcs mekaepu Bepcii 1.X 1 cnerudikarii DirectX 8.1. Ha croromninmHii
JIeHb OCTaHHs MporpamHa crenudikaiis Big Microsoft HasuBaerbes DirectX 12,
BOHA BKJTFOYA€E B ce0e MiATPUMKY BCiX ICHYIOUHX BEPCiH e IepiB.

3aranbHy cTpyKTYpy [2] Bizyamizamii 3D 00'ekTa Ha ekpaHi 300paKeHO Ha

MaJIFOHKY HUKYC:

BepreKcHi
Tpaucdopma-
yii Ta
OCBITNEHHA

Puc. 1 -Ctpykrypa Bizyanizauii 3D o6'ekta



Graphics Rendering Pipeline [2, 3] - 11e koHBeep, eTanu SIKOTO IPOXOAUTh
BifeokapTa 1 1moOyAoBu (iHambHOrO 300paxkeHHs. llepuri komm'rotepu
BUKOPUCTOBYBAJIM MPOTpaMHUN peHJepuHr. BciMa mpopaxyHkamu 3aiiMaBcs
HEHTPaJIbHUM Mpoiiecop. | KOHBeep BUTIISIIAB TAKUM YHHOM:

* BxinHi gani. B gxocTi BXiIHUX MapaMeTpiB BileOKapTa OTPUMYE 00'€KT
y BUIJISIZII OKPEMHX BEPIIUH 3 pi3HUMHU aTpuOyTamu. Hampukiasn, mosioxeHHs
BEPILKHU B IPOCTOPI, 11 KOJIip, HOpMajb, TEKCTYPHI KOOPAUHATH Ta 1HIII.

* Tpancdopmarii Ta ocBiTieHHa. Ha mpoMy ertami Haj 00'€eKTOM
MIPOBOAATHCA TEOMETPHUYHI omepallli (mepemiiieHHs, ooepranHs, Mmacirad). Tyt
)K€ TPOBOJUTHCS PO3PAXYHOK OCBITICHOCTI CIEHU. JIJIsi KOXKHOi BEpIIUHU
OOYMCITIOIOTHCSI 3HAYEHHSI OCBITJICHOCT1, BUXOJSYM 3 PO3TAIIyBaHHSA 1 THUILY
JDKEpeln CBITJIA, a TaKoX MapaMeTpiB, L0 XapaKTEpPU3yIOTh MOBEPXHIO 00'€KTa
(B110OpaKeHHS, TOTJIMHAHHS ).

* Tpuanrynsauisa. Ha uboMy erarii BepTekcH 00'eIHYIOTbCSI B TPUKYTHHUKH.

* Pacrepuzaums. Meta nporo eramy - po3paxyBaTd KOJIp MIKCEIIB Ha
OCHOBI THX JaHUX, sIKI OyJlM B)K€ MIArOTOBIIEHI. Marouu iHpOpMallil0 TUIBKU
PO KOJIp BEpIIWH, IJs OJIEpKaHHS KOJIbOPY TIKCENsl MOTPIOHO JiHIHHO
IHTEPIOIIOBATH 3HAYEHHS MK 3HaYEHHSIMU KOJIbOPIB BIJNOBIIHUX BEPILIUH.

* IlomikcenrHa  00poOka. Ha  mpomy erami  BigOyBaeTbCs
po3dapOoByBaHHsI MiKCENiB. BXITHUMHM JaHUMM € JaHl MONEPEIHbOrO PIBHS.
Hanpuxman TekcTypyBaHHS.

* ®opmyBaHHA TOTOBOro 300paxkeHHs. Ha 1pomy erari BpaxoBYIOThCS
naHl Z-0ydepa aiisa Toro, o0 BU3HAYUTH KU 00'€KT 3HAXOAUTHCS OJNMKYE 10
kamepu. Takox TyT BuUpoOsieThesi anmb(a-tect. Illap 3a mapom 006'ekTH
«HAHOCATHCS» Ha (¢iHambHe 300pakeHHs. [licms Yoro TOTOBUN  Kajp
MOMIIIAETHCS B KaipoBuid Oydep.

3D-00'ekT - 1€ CYKymHICTh BEPIIHUH, 3B'SI3KIB MDK HHUMH, a TaKOX
MartepiaiiB, aHiMaliil Ta iH. Y BepuuH € arpuOytu. Bcel meligepu MoxHa

PO3IUIMTH HA TPU TPYNH: BEPIIUHHI, FEOMETPUYHI Ta MIKCEbHI.



BepmmmaHi petinepu [4] - 1ie mporpamu, mo BUKOHYIOTHCS BiJIeOUillaMH,
Kl BHUpPOOJSIOTHR MaTEMaTH4YHi omepaiii 3 BepmmHamu (vertex, 3 HHX
ckianawTbes 3D 00'ekTH B irpax), iHaKIIe KaXXyyu, BOHH Ha/Ial0Th MOXKJIUBICTb
BUKOHYBAaTH MPOTrPaMOBaHI aJIFOPUTMHU LIOJ0 3MIHM MapameTpiB BEPIIMH 1 iX
ocBitiennio (T & L - Transform & Lighting). KoxHa BepiinHa BU3HAYAETHCS
JeKiTbKOMa 3MIHHUMH, HamNpUKIaJ, MOJOoXKeHHs BepmuHU B 3D mpoctopi
BU3HAYAETHCS KOOPAMHATAMMU: X, Y 1 Z. BeplinHu Takok MOXYTh OyTH OIMUCaHI
XapaKTEPUCTHKAMH  KOJIhOPY, TEKCTYPHUMH KOOpAWHATaMu. BepmmHHI
IeiIepH, 3aJICKHO BiJl alTOPUTMIB, 3MIHIOIOTH 111 IaH1 B MPOIIECi CBOET poOOTH,
HaIpHUKIIa1, 0OUYHMCIIIOIOYH 1 3aIUCYIOUYHM HOB1 KOOpAMHATH Ta / a00 KOJIip.

[TikcenbHi peiinepu [5] - e mporpamu, MO0 BUKOHYIOTHCS BiJICOYITIOM IIi
yac pacTepusallii Il KOXKHOTO TiKcedss 300pakeHHs.  Bci  iHCTpykmii
MIKCEJIBHOTO IeHepa BUKOHYIOTHCS MOMIKCENIbHO, MICIS TOro, SIK orneparii 3
TpaHC(OPMYBAHHIM 1 OCBITJICHHSIM TeoMeTpii 3aBepiieHi. [likcenbHuil meinep
y MIJCYMKY CBO€i poOOTH BHUJA€ KIHIIEBE 3HAYCHHS KOJbOPY IMiKceNs 1 Z-
3HA4YEHHS JIsl TOAJIBIIIOTO eTanmy rpadiuHoro KOHBEepa.

[Ipuknaau 3acTocyBaHHS MIKCEIbHUX IICHIEPIB:

- IPOIIEAYPHI TEKCTYPH, TaKi, K TEKCTypa JepeBa abo MapMypy;

- MyJIbTUTEKCTYPYBaHHs (K1JIbKa IAPiB TEKCTYP);

- IIOITIKCEILHE OCBITICHHS,

- MOCTOOpOOKa KaJpy.

I'eomeTrpuuni peitnepu (Geometry Shader) - ma BiMiHY BiJl BEpUIUHHHUX,
3/aTHI OOpOOUTH HE TUIBKH OJHY BEPIIMHY, ajie 1 nuiuid npumitus. Lle moxe
OyTu BIOPI30K (Bl BEPIIMHU) 1 TPUKYTHUK (TPU BEPIIMHHU), a 32 HASABHOCTI
1H(DopMaIlli mpo CymikHI BEpIIMHUA MOXE OyTH 0OpOOJIEHO 10 IIECTH BEPIIMH
JUIsl TPUKYTHOTO TpUMITUBY. lle BITHOCHO HOBHWI BHI IICHIEPiB, MIATPUMKA

SKOTO OyJia BBEJIeHA JIUIIIe TOYMHAIOUU 3 BOCKMOI cepii BigeokapT Nvidia.



CIIUCOK BUKOPUCTAHUX JKEPEJI

1. Ieéwinep / [Enextponnmii pecypc| / Pexxum  goctymy:
https://ru.wikipedia.org/wiki/%D0%A8%D0%B5%D0%B9%D0%B4%D0%B5
%D1%80

2. Dranbl ocTpoeHus: uzodpaxenus / [Enexkrponnuit pecypc] / Pexum
nocrymy: http://habrahabr.ru/post/158983/

3. OcnoBsl 3D rpaduxu / [Enekrponnuit pecypc] / Pexum pocrymy:
http://3dgraphics.ucoz.ru/index/shader_shejder/0-32.

4.CoBpemennast tepmuuonorusi 3D rpadukm - Vertex Shader
(Bepumunnnii  letinep)/ [Enexrponnuii pecypc] / Pexum  moctymy:
http://www.malbred.com/3d-grafika-3d-redaktory/sovremennaya-terminologiya-
3d-grafiki/vertex-shader-vershinnyy-sheyder.html

5.CoBpemennas repmunosiorus 3D rpaduku - Pixel Shader (ITukcenbHbIi
[eitnep)/ [Enextponnuit  pecypc] / Pexum  mocrymy:

http://www.malbred.com/3d-grafika-3d-redaktory/sovremennaya-terminologiya-

3d-grafiki/pixel-shader-pikselnyy-sheyder.html



http://www.malbred.com/3d-grafika-3d-redaktory/sovremennaya-terminologiya-3d-grafiki/pixel-shader-pikselnyy-sheyder.html
http://www.malbred.com/3d-grafika-3d-redaktory/sovremennaya-terminologiya-3d-grafiki/pixel-shader-pikselnyy-sheyder.html

