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PazpaboTtka rpacdpuyecknx npunoxenuin ¢ nomowbio Direct3D n HLSL

1. BcrynneHue

[Tpravna nogeienvsa bubiworTexk obpaboTky 3D-rpaduky 3aKNIOWANIACHE B CIOKHOCTH
onpeleenusd KOH(MUTYPAuy KOMILIOTePS IOML30BA TN, TeM HoJee 4TO B Halle BpeMd 060-
pyIoBanve OOHOBIFeTCA WY ThH JIU He KaKOuift ens. BerkonoM w3 cuTyanuy cTana pa3paboTka
bubwoTex mug paboTwr ¢ rpaduroit. Hanbonee momynapusre — OpenGL v Direct3D.

2. Direct3D w Leiipgepnbl

Hpatieepsr Direct3D), KxoTopsre BxongaT B cocTas bubnuwoTexn Microsoft DirectX, B macTo-
fAIrtee BpeMd MOXKHO HA3BATL “CTAHIAPTOM Beex cTaumapTor’. Kak w mwobag npyrag rpadu-
weckag 6ubrmoTeka TaKoro Kiacca, Direct3D nperncrasngeT coboit cBOEro polia CBA3VIONEE
3BEHO MeXKIY BUIEOaKCeJIEDATODPOM u IpuioxenveMm. Ha cerommganriuit nens B 60IBIIOM KO-
IytwecTBe UTP ucnions3yercd Direct3D, tax uTo rpadutecKut yCKOPUTENL, IPafiBephl KOTOPO-
IO HECOBMECTUMEI C DTOH BubIroTeKOH, TPaKTUUECKY He UMeeT ITAHCOB 32BOEBATEL BHUMAHIE
3HAYUTEIHLHOTO YUCHa ToIL30BaTeNnel. Bomsimm maocom Direct3D gngeTcsd cOBMeCTHMOCTS
CO BCeMU TPadUUecKUMY AKCEJIEDATOPAMY U ¢ OTPOMHBIM KOJUYECTBOM TPEXMEDHBIX UTD.
Erme ommum mpeumMyriecTBOM Oanuoi rpaduuecKoit dubnmoTeKn gBIGeTCd ee CIIOCODHOCTL
B33MMOIEACTBOBATEL He TONBLKO ¢ 3D-aKcenepaTopaMy, HO U ¢ NEHTPATILHLIM IIPOITECCODOM.

[Mle#tnep — »To mporpaMMa I OOHON w3 CTylewnelt IPadriecKoro KouBefiepa, WCIoIL3Y-
eMasg B TPEXMepHOH IpaduKe g OIpelelerns OKOHTATEILHEIX IaPAMeTPOB OOBeKTa Wiy
nzobpamenud. Ona MOXKeET BKIOWATL B cebd IPOWIBONLHON CIOXKHOCTH OMUCAHWE ITOTJIO-
MeHUSA ¥ PAcCegHusd CBeTa, HAJOXKEeHWS TeKCTYPLI, OTPaZKeHUe U IPeIoMIeHue, 3aTeHeHve
u cMmerrerve noBepxuocTy. [lefinepsr 6epyT cBoe nawaso uz pabor Bumnama Kyxa (Cook’s
shade trees) u Kena Ilepmuwa (Perlin’s pixel stream language). [IporpaMmupyemure mretineps:
OpITrr BIIEpPBLIE TpeficTaRentl B a3biKe RenderMan xommanvu Pixar. Hlefinepsr nobasuimm K
rpaduruecKoMy KOHBeHepy CPefICTBa g TParnc(ODPMAIUY ¥ OCBEINeHUs BePIIWH W WHIUBU-
Oyaabuoi ob6paboTKY TuKCceNelt, wTO MO3BOJIgeT paspaboTuvkaM Hosee >P@PEKTUBHO DEeITaTh
rpaduuecKre 3a0a9y U CO3LABATL HOBLIE CIOKHbLe >PhekTwr. M BCe-TaKw, BO3MOKHOCTY
ANTIaPATHBIX MefIepoB [0 CuX 0P He WCHONL3YIOTCH B IPUIOKeHWSX TOJHOCTLIO, & Belb
¢ YBENWYEHUMEM UX BO3MOXKHOCTeH! B KaXKIOM HOBOM IIOKOJIEHVY AINAPATHOTO obeclewervid,
MBI TTOTY9aeM HOBbIE WHCTPYMEHTH! IJIf ITOCTPORHUS DealluCTUUHON KapTHHK.

B mactogree Bpemga Brrna seperg Direct3D 10 xoTopad nonnepzKuBaeT HOBBIM Bul 1efi-
OepoB — reoMeTpudecKue rmefineps: u Shader Model 4.0, nobapiensr yHu@uUIMIpPOBaHALIE Ha-
6OPBI HWHCTPYKI{UH, YIIyUIiens IPOU3BOANTENLHOCTS (CHUKeHME 1rciia 06pabaThIBAeMbIX KO-
Maun wa Kaap). Ha ceromugdrmuit mews mefinepsr OelgTed Ha TP TUIA: BEPITUHHLIE, TeOMe-
TPUYECKUe U TUWKCeNTLELIE.

3. BuiBogpbl
PazsuTre 3D rpaduky BIMOTHYIO CBA32HO C IEfIepaMy U yMeEHUe UMY ITOJIL30BATLCH —
KPaeyTONbLHbLIT KaMens YCIIexa JIrboro IpPoeKTs.
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