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Direct3D



['padpruecKkrnl YCKOPUTEJIb

 [TosIMroHasIbHBIM PEHAEPUHT IIPUMUTUBOB
(pacTpupoBaHue TPEYroJIbHUKOB)

e JlokasibHasA MoOeJjib OCBeIllleHHOCTU
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MoneJsib oCBellleHHOCTU

PacueT ocBenieHHOCTH BedeTCA B KaXXaou
BepIINHE HEe3aBHCHUMO.

Het TeHemn.
HeT pekypCruBHOU TpaCCHUPOBKH.

HeT y4eTa npejioMJIeHHA Jiydya Ha
rpaHulle cpeq OJiA MOJIYIIPO3PaYHBIX
[IOBEPXHOCTEM.



[ IpUMUTUBEL

Touka

®
OTpe30K o—9

TpyrojibHUK
YeTrIpexXyroJibHUK

MHOTOYTOJIbHUK

Cospemennbie GPU pucyror 1-10 MiIH. IPUMHATHUBOB 3a KaJIp



CBONCTBA BePIIVH

KoopauHarts (X, y, Z)

[BeT (R, G, B, A), maTepuas
Hopwmans (n,, n,, n,)
TexcTypHble KOOpAUHATHI (U, V)



[TapameTpsl BepiiiH B OpenGL

HNwmMmsa peructpa

LIGHT_ON
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KOOpAUHATHI
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IHlosscHeHHUe

PaspeleH (true) niam
3ampelrieH pacyer
OCBEII[eHHOCTU

LIBeT BepLINHBI [IPU
OTCYTCTBUH PacueTOB
OCBEII[eHHOCTU



[TapameTpsl BepiiiH B OpenGL

HUms perucrtpa ITapaMeTpsl 3Ha4yeHUe 110 IlosicHeHune
YMOJIYaHUIO
GL_AMBIENT (R, G, B, A) (0.2, 0.2, 0.2, Peakiys Ha pacCesiHHbIN
1.0) 1Bet, ecsii LIGHT_ON
GL_DIFFUSE (R, G, B, A) (0.8, 0.8, 0.8, LBeT auddy3HOrO
1.0) OTpakeHus,
ecan LIGHT ON
GL_SPECULAR (R, G, B, A) (0,0,0,1) [{BeT 3epKaJIbHOTO
OTpaXkeHwus,
ecain LIGHT ON
GL_SHININESS nPower 0 CrerneHs 3epKaJIbHOCTU

o ®oHry, ot 0 o 128

GL_EMISSION (R, G, B, A) (0,0,0,1) L{BeT amuccuu



3aJlaHre IPUMUTHUBOB

Point list
Line list

Line strip
Line loop
Polygon
Triangle list
Triangle strip
Triangle fan
Quad list
Quad strip

D3DPT_POINTLIST
D3DPT_LINELIST
D3DPT_LINESTRIP

D3DPT TRIANGLELIST
D3DPT_TRIANGLESTRIP
D3DPT_TRIANGLEFAN

GL_POINTS
GL_LINES
GL_LINE_STRIP
GL_LINE_LOOP
GL_POLYGON
GL_TRIANGLES
GL_TRIANGLE_STRIP
GL_TRIANGLE FAN
GL_QUADS

GL_QUAD STRIP



3agaHve IpUMHUTUBOB

Va V3
® ® Va ‘U’g\ Va Va Va Vs
1'-"'5 ] * UE/ 1'-"'_2 W Vi W . -/"u"z
. » - s
Vo Wi Ve WV, Va Vi Va Vq
GL_POINTS GL_LINES GL_LINE_STRIP GL_LINE LOOP

v ¥s
f-‘r' | Wa
vy e Vi
Va
a 1|,||'1 '\III3 a
GL_TRIAMGLES GL_TRIANGLE_STRIP GL_TRIANGLE_FAN GL_QUADS

Ilpasuno ooxooa
Mmenaemcs !

GL_TRIAMGLE_STRIP GL_QUAD STRIP



From Computer Desktop Encyclopedia
Reproduced with permission.
@ 1998 Intergraph Computer Systems

CiieHa

far
clip
plane -

* OOBEKTHI
(Habop NIPUMHNTHUBOB)

 HCTOYHUKU CcBeTa

viewing =
frustum near

clip plane  Viewpoint

« Kawmepa - 3T0
BUPTYaJIbHbI OOBEKT
(MOJIHBIM aHaJIoT
BU[eOKaMePhl 13
peaJIbHOr0 MUpa)




CiieHa

* MupoBas cucteMa KOOpAUHAT.

* OpenGL He nmpengocTaBjiAeT CpeacTB OJIA ONUCAHUA U MOAEJIMPOBaHUA
CJIOKHBIX T€OMEeTPUUYECKUX OOBEKTOB.

* AcTOYHUKU cBeTa. BKJIIOUEH/BBIKJIIOYEH pacyeT OCBEILeHHOCTMU.
« MeeTcA OTAesIbHBIM pacCessHHbIN CBeET.
« TymMmaH.

 [IpUMUTUBBL: TOYKU, OTPE3KU (JIMHUM), rpaHu. C KaXXx 01 BepPIINHOU
aCCOILUUPYIOTCA JaHHbIE:

« KoopavHaTtel
* IIBeT, MmaTepua
* Hopmauib

* TeKCTypHBIE KOOPpAUHATHI
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CiieHa

« Kaxas BepiivHa BMeCTe ¢ aCCOLMMPOBAaHHON MHPOpMaILuen
oOpabaThsiBaeTCsa He3aBUCUMO U OJUHAKOBO B IOPAAKE 3alaHuA.
EQUHCTBEHHOE HCKJIIDUEHNE - CJIydyar KJIUIIUPOBAHUA.

« CnocoObl 0TOOpaXeHUA: TOYKaAMU, OTPE3KaMU, CILUIOIIHLEIMU I'PAaHAMU.
 IIBeT u maTepuasi. IIprcBanBamTCA TOJIBKO BEPIINHAM.
* [ToBepXHOCTU: OJHOCTOPOHHME U ABYCTOPOHHUE.

« 3akpacka: riaakas (I'ypo) unu ogHopoaHas (Flat). (A gnsa orpe3ka uiu
rpaHU, KOTJla BCe BEPIIMHBI UMEIOT pa3Hble 1IBETA, «IJIaBHAs» BEPIIIHMHA).

« JlucnsierHble CIIMCKU KaK IpUMep CerMeHTUPOBAaHUA QUCILIEMHOro ¢aiia
1 CpeACTBa MOAAEPXKKU CUCTEM MOAeJIMPOBaHUA.

* [Ipeobpa3oBaHuA MOJEJIbHBIX KOOPAWHAT.

« Kamepa Heno iBikHa. PacrosioxeHre KaMephl B ClieHe BBITIOJIHAETCS Kak
o00p pakypca clieHbl rlepej] KaMepoli, T.e. Yepe3 MOoJeJIbHOe

npeoOpa3oBaHue. "



KonseriepHasa o0paboTka

Dizplay

li=t

Commands |_.

Evalustor Per-vertex Raszterization | |Per-fragment | | Frame
aperations operstions bffer
& primitive
azzembly
Texture
oLy
Pixel

operations

Konseriep B OpenGL
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KonseriepHasa o0paboTka

dopmupoBaHue 3D-ClieHbl
(aHumarius, BeIOOp, JeTan3alus...)

I[EKOMHOSI/II_H/IH Ha IIPMMHWTHBbBI

Moaudukanua BepiivH
(BepIllMHHBIE IIelephl)

O0xo4 NpYMHNTHUBOB

PeHepuvHI TNKCEJIOB
(mrKceJsibHBIE MIENePhl)

d@opMuUpoBaHNE UTOIOBOI0 M300paXxeHusd
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KonseriepHasa o0paboTka

O06xo4 ¥ peHepUHT IPUMUTHUBOB:

YMHOXeHMe BepllIH Ha MaTPULbl IpeoOpa3oBaHUM
(BkJII0UYas BHUI0BOE IIpeo0pa3oBaHue)

[Iepebop BceX «TpeyroJibHUKOB» 10 HAOOPY BEPIIVH
KnunupoBaHue U pacTpyupoBaHue

TekcTypupoBaHue
vertex : fragment output
processing _ rasterization " processing merging —
@ o _m | H\‘-, = a B ’.]i g . - ..' - L ’ ‘ ‘
o o f,'i."_ \ : {';3_-}:5:.‘ z 1 0’:3 . 3
—— “reae,, rasena, P —
3D ~9 3D HE 3D 20~
. —p processed .
vertices primitives fragments fragments pixels
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[Hlengepsl

(XJ’ y;’ Z,, W;)

(X, ¥,z w) y,zZ,w
(nx, ny, nz) (nx’, ny’, nz’)
\ (s, t,rq)
m\ - S (r’ g} b, a)
, Vertex
shader
e Geometry shader
(r}; g!; b;, a;)
( depth’)
Fragment - v |
N
shader (x.y)
(r,9,b,a)
( depth)) T




BepiiHHBIN IIeMgep

Vertex shader> @ Pixel shader >

HeOosnbimaa nporpamma, kotopas ucrnojiHAeTca B GPU
JJ1A KaXX101 BePILUHBL:

M3MeHseT CBOMCTBA BEPIINH — MO3UIMA, IIBET,
HOpMaJib, TEKCTYPHbIE KOOPAWHATHI, ...

He co3aeTt HOBBIE U He yAaJiAeT CyI[eCTBYIOI1e
BEPIIHBI
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[IMKCceIbHBIN IHIengep

Vertex shader> @ Pixel shader >

HeOosnbimaa nporpamma, kotopas ucrnojiHAeTca B GPU
JJIA KaXX0oro muKceJsis:

oOpabaThiBaeT JaHHbIE, CBA3aHHBIE C IMUKCEJIAMU
(HanpuMep, LBeT, rJ1yOrMHAa, TEKCTYpPHbBIE
KOOPAUHATHI)

MYJIbTUTEKCTYPUPOBaHHE
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['eomeTpuuecKkuu 1enaep

« H3MmeHseT reOMeTpPUIO CIleHH (ITIOPOXAaeT HOBEIE
IpUMUTHBEI), HanpuMep N-patch

Copyright by www.Malbred.com 2005
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AmnmnapaTtHasa peajin3aius

« M#oro AJIY
* COTHMU JIOKAJIbHBIX PETUCTPOB

* bJioyHaA «AByMepHasa» aMATh
(MenJsieHHas), HO OBICTPBIM KIIII

W neasnbHO OJ1A MapaijieJIbHOU
00paboTKN OQMHAKOBEIM KOJOM
pPa3HbBIX JaHHBIX

[ |UnformCache |
Fermi Streaming Multiprocessor (SM)
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[IpoGiieMbl cTaHOAPTHBIX pellleHUN

HEI'I[JEIEHEHHE BE€TPa (Davis Wireless Vantage Pro2™)
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