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IMEAJTEPHAS METAMO/IEJIb KAK KOMIIOHEHT APXUTEKTYPBI
NHTEPAKTUBHOI'O ITPUJIOKEHUSA

Tpeonazaemces memamodens peHOepuHaa 6 Kauecmeae OCHO8bL sl APXUMEKNTYPbL CLONCHBIX 2paghu-
YeCKux npunodcerutl. [JJannas Mooens no3eoisiem omoeiums abcmpakmmoie 102Uieckue u dieopummuieckue
N00X00bl, UCNONb3YEMbLE 8 MEOPUU COBPEMEHHOU KOMNLIOMEPHOU 2PAPUKU, OM BONPOCO8 YNPABIEHUS. 6bi-
YUCTUMENbHBIMU PECYPCAMU U NPEOOCMAsisient 6OIbUIUE B03MONICHOCIU HO YAPABIICHUI) CLONCHOCHbIO NPO-
2PAMMHO20 KOOd.

BBeaenne

OnHMMH M3 KIIFOUEBBIX 3JIEMEHTOB KOMITBIOTEPHOM Ipa)MKH CTaIU MPOrpaMMUpyeMble rpadu-
YecKue MeHepbl — MPOrpaMMBbl, KOTOPBIE MOTYT OBITh 3arpy>KEHbI JIsl UCTIOHEHHS Ha TpapHuecKoM
mporieccope [1].

Hcrnonb30BaHUE TaKMX YCTOSIBIIMXCS TapagurM, Kak 00beKTHO-OPHUEHTHPOBAHHOE U IPOIIC-
JypHOE MPOrpaMMHpPOBAHHE, CETOJHS HE MOXET B TMOIHOW Mepe yIOBJICTBOPUTH MOTPEOHOCTH
B YNPaBJICHUU MOCTOSHHO PACTyIIEH CIOXHOCTHIO MPOrpaMMHOr0 obecrieucHus. HOBbIe TOAXO0bI
M TEXHOJIOTHM HAMO00Me aCIeKTHO-OPUEHTUPOBAaHHOW mapaaurmel U kounenmun l0C(Inversion of
Control)-koHTeiiHepa yke 10Ka3aiu CBOI 3PPEKTUBHOCTH B cepe 3aKa3HBIX MPOTPAMMHBIX MPOIYK-
TOB (MHTEPHET-Mara3uHoOB, CUCTEM aBTOMATHU3AIMK JOKYMEHTO0OOpoTa U T. J.). Mexay TeM omace-
HUSl TIOTEPh IPOM3BOJUTEIBHOCTH 3aMEIJIMIN BHEJAPEHUE ITUX TEXHOJOTWMH Npu pa3paboTKe Mpo-
IPaMMHBIX sIIep JUIS TPWIOKEHUH, HACBIIICHHBIX TpadUKOM: Wrp, CHUCTEM aBTOMAaTHU3aIlluU
MPOCKTHPOBAHUSI U MOJICIMPOBAHMUS, YTO SBJISETCS CEPbE3HBIM 3a0NyXJICHHEM, TaK KaK MOIIHOCTh
Jlake MOOWJIBHBIX YCTPOWCTB CETrOJIHS 3HAYUTEIBHO BO3pocia. boyiee Toro, J00O0H MHCTPYMEHT, YII-
POLIAIOIIMIA KOHTPOJIb HaJl MPOrpaMMHBIM OOECIICYCHHUEM, BCErlla MOXKHO HCIIOJIb30BaTh pPa3yMHO,
4TO0OBI 00OUTH €r0 HEJOCTATKU.

B pabote aHaIM3UPYIOTCS CYHMIECTBYIONIUE MOIXO/bI K YIPABICHHIO MPOTPAMMHUPYEMOTO CIie-
Hapus peHjepuHra (programmable graphics pipeline) U npoekTupyroTcs 0ojiee THOKHE MEXaHU3MbI
PEHICPUHTA C YUETOM JYUIIUX UX YepT.

1. CtpaTerus ynpasJjieHusi weigepamu

VYnpapnenue meiiepaMu MOPOKAAST LENbIH psi IpodieM NpHu pa3paboTKe NMPHUIIOKEHHH, HC-
HOJIB3YIONIMX armapaTHoe yckopenue rpaduku. [Ipu 5TOM MHOTHE M3 HHUX SBISIOTCS OOIIMMH JUIS
Bcex rpaduueckux APl (application programming interface), ncmosap3yemMbIx Ha CETOMHSIIIHUN JIEHB
KaKk Ha MOOWJIBHBIX, TaK M Ha HACTOJBHBIX IuaTdopmax. OOmmiA cueHapuii paboThl ¢ IIeiaepamMu
NPE/ICTABIICTCS KaK CIEAyIOIast MOCIeI0BATEIbHOCTh IaroB, TEOPETHIECKH HE BBI3BIBAIONINX SIBHBIX
TpyaHocteit [2—4]:

— MHUIHATH3AITHSL:

® [IOJIrOTOBKA MCXOIHOTO KOJA COCTABISIOIIMX IOANpPOrpaMM (BEpIIMHHBIN MIeWaep, MHK-
CeJIbHBIH 1IeHiep, FTeOMeTPHYECKUH MIeHAep U T. 11.);

® KOMITWISAIHS KKI0H MOAPOTrpaMMbI;

® 00BSIBJICHUE MTAPAMETPOB, UCTIOIB3YEMbIX B KaXK/I0H MOANPOrpaMme;

® CBsI3bIBAHME NP HEOOXOIMMOCTH MOANPOTrPaMM B €IHHYIO IIPOrPaMMy;

— HCTIOJIb30BaHKE B IIUKIIC PCHICPUHTA:
e aKTHUBAIMs pecypcoB (Hampumep, TekcTypbl) B mamsitu GPU (graphics processing unit);
e repejiaya napaMeTpoB B MICHIEPHBIE TOIIPOrPAMMBI;
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® aKTHUBAIMUS MIEHACPHOTO KOMA;

— OCBOOOXJICHUE PECYPCOB, 3aHMMAEMbIX MIEHACPHBIM KOJIOM WJIM acCCOIMMPOBAHHBIX C HUM,
KOIa WEHIEp HE HYKEH.

CrneyeT OTMETUTh, YTO IMOPSJOK MEPEUMCIICHHBIX BBINIC MIATOB 3aBUCUT OT CICIU(DUKUA UC-
nonb3yemoro API. Kak BuaHo u3 obmiero cueHapusi paboThl ¢ meiaepamMu, ¢ IpUMEHEHUEM LIee-
POB CONPSDKEHO AOCTATOYHO WHTCHCHBHOE HCIOJIB30BAHHME BBI30BOB METOIOB Trpadmdeckoro API,
a TaKkXKe pe3epBUPOBAHNE HECKOIBKUX Pa3IMUHbBIX pecypcoB B mamsitu GPU.

[Ipenmonoxum, 4To y HaC UMEETCSA HEKOTOpasl CIeHAa, COCTOsAIIas, KAK MHHUMYM, U3 He-
CKOJIBKHUX NI€CATKOB OOBEKTOB, 00Iamarommx HaOOpPOM pa3NHYHBIX BU3YaIbHBIX XapPaKTEPUCTHK —
cocrosinui Bu3yanusanuu (Render State). /lanee Oymem Ha3wsiBaTh ganHoe moustue RS. Ipeamorno-
JKUM, 9TO 3TH OOBEKTHI MPEACTABISAIOT HECKOJIBKO KaTErOpHii, KOTOPHIC Pa3IMYaloTCs KOHQUrypa-
usaMu uxX RS. OOBEKTH MOTYT HMETh Pa3IMYHBbIC MaTepHUANbl (Pa3HYIO CTEIEHb MPO3PAYHOCTH, pe-
aKIMI0 Ha OCBEIIeHHe, M3JTYyYeHHE CBETa, TeKCTypy M T. M.). Pasmuums moryTt ObITh m Ooee
CyIIEeCTBeHHBIMU. Hampumep, 1T HEKOTOPBIX KaTeropuii 00BEKTOB OmpeneneHHbI Habop 3ddek-
TOB, TAKUX KaK JUHAMHUYECKOE 3aTCHCHHE, MOXKET OBITh MPOUTHOPUPOBAH U3 COOOPAKCHHH JOCTHU-
JKEHUsI TpueMiieMoro 0anaHca MPOW3BOAUTENFHOCTH M KadecTBa. bolee TOro, B mENAX ONMTHMH3A-
MU BBIIIETICPEUUCIICHHBIE CBOMCTBA MOTYT M3MEHATHCA B 3aBUCHMOCTH OT PACCTOSHUS 10 TOYKH
HaOmoAarensl HE3aBUCHUMO OT KaTeropuu oObekTa. s BH3yadu3allil TaKOH CIEHBI MOIXOMST
mieinepsl. byayun najaexko He caMo# CIOXHOM, JaHHAas CHTyaIlUsl YXKe MOPOXAACT PsI MPoOsieM.
Tak kak mporpamMMHasi JIOTHKa B 3TOM CIIy4ae JOIycKaeT AWHAMHYECKHe M3MeHeHws RS mroboro
13 00BEKTOB CIICHBI, MOXET BO3HHUKHYTh HEOOXOIMMOCTh MEPEKIIOYUTHCS Ha JPYrod MICHIEpHBIH
KoJl. BrosHe BO3MOXHO, YTO JaHHBIA KOJ MOXXET MOHAJI00UTHCS HE Cpa3y WM HE MOHAaIO00UThCS
BooOIe. Takxe He UCKITIOYEHO, YTO YK€ 3arpy’KeHHBIN MIeHIePHBIA KO He OyAeT UCIOIh30BaT b-
Cs TIOCTATOYHO JUTUTEIBHBIN MPOMEXYTOK BpeMeHHU. 37eCh BO3HUKAET BOIIPOC O BPEMEHU MHHUITH a-
JU3alid U 3arpy3ku meigepoB B namarb GPU, Bompoc MX COBMECTHOrO HCIIOJIb30BaHHUS He-
CKOIBKUMHU OOBEKTaMH, a TakkKe d(PPEKTHBHOTO OTCIEKHBAHUA HEMCIONIBb3yeMoro kojaa. Bmecte
¢ 001Iell HETPUBHUAIBHOCTHIO TPUIIOKEHUH, MONB3YIONINXCSA alMapaTHBIM yCKOpEeHWeM Tpadukw,
1 HE0OXOJIMMOCTBIO M30JIMPOBATH BCIO MOJIE3HYIO JJIS MOJIH30BATENS JIOTUKY OT YIPABJICHUS pecyp-
CaMH CHCTEMBI, 3TH BOTPOCHI MPEACTABIISIIOT TOCTATOYHO CEPbE3HBIH Oaphep sl MPOSKTUPOBAHMUS
Y HAITMCAHUS KaYECTBEHHBIX U THOKHUX TPOTPaAMM.

s penieHus BHIIICONMCAHHBIX MPOOJIEM MOXKHO BBIOMPATh Pa3UYHBIE MYTH: OT TPUMEHEHHS
YCIIO)KHEHHBIX CTPYKTYp ympaeiieHus Ha cropoHe GPU mo opraHuzanuu crelyanibHON JIOTUKA Ha
cropone CPU.

JIBa cambIX TTPOCTHIX U PACIIPOCTPAHEHHBIX MTOIX0/A!

— MCIIONIb30BAaHUE TaK HAa3bIBAEMBIX YOEpIIEHIEpOB;

— IMOATOTOBKA BCEBO3MOXKHBIX BapHAHTOB IIEHIEPOB MO OTAEIHHOCTH U WX TPEIBAPUTEIHHOE
K3IIMPOBAHHE.

[lepBbIii MOAXOA TOJIpa3yMeBaeT HAMMCAHWE OJIHOM WJIM HECKOJBKHMX OOJIBIINX IIEHISPHBIX
NPOTpaMM, COJIEPXKAIX MHOXKECTBO OIEpPATOPOB BETBIICHHSI W MakpoompeneneHus. Kaxnas takas
IporpaMma 3aTeM UCHOJIB3YeTCs Ui padOThI ¢ HECKOIBKUMH BapraHTaMH RS B 3aBHCHMOCTH OT 3Ha-
YEHHWH JIOCTATOYHO OOMIMPHOTO HaOopa BXOAHBIX MmapaMmeTpoB. lIpemmylecTBa Takoro moaxoja co-
CTOST B CYIIECTBEHHOM COKpAIlEHUH YMCIIa JIECKPUIITOPOB PECYPCOB, BBIJACICHHBIX B mamsatu GPU,
B [IEHTPAIM3AIMN OIMCaHUS MICHIEPHON MOJIENH, a TAK)KE B PEAM3alliU JIOCTATOYHO TMPOCTON JIOTH-
KM KOHEYHOTO aBTOMAaTa JUIs YHpaBIeHHs CIleHapueM peHjaepuHra. OmHAKO 37eCh UMEETCS U P
CEPhE3HBIX HEJOCTATKOB. B mepByro ouepens 3T0 ynap Mo MpoM3BOAUTEIHHOCTH MpH pabdote ¢ yoep-
nieiepaMyu M3-3a HEOOXOIUMOCTH BBIMIOJHEHHUS OOJIBIIIOrO YMCiIa NpoBepok Ha cropone GPU,
yTO HanboJiee 3aMETHO Ha JTare BBIYUCIEHUS [BeTa (pparMeHTOB W300paKeHUsS JUIS TTHUKCEITBHBIX
HIelIepoB U JIJIs IIOOBIX IeWIEpOB B LIEJIOM IpH paboTe ¢ MOOHIIbHBIMHE TutaTdhopmamu. Kpome toro,
nmpu HeO6XOJII/IMOCTI/I paauKaJIbHBIX N3MEHEHUH B COCHapuKU PEHACPUHIa NPUXOJUTCA CYIIECCTBEHHO
YCIIOXKHSATH JIMOO MEPEMChIBATH BECH MIECHACPHBIN KOJI.

Bropoii momxo cocTOUT B pa30MEHUH KaXKI0W U3 MISHACPHBIX MOIIPOTpaMM Ha CEKIUH, OTBe-
Jaromue 3a TOT WIH WHOM 3Talm BBIYUCIICHWA, HAallMCAaHUN pPCaIn3alun Ka)K}lOﬁ U3 TakKux CCKHI/Iﬁ
JUTSI BCEX YaCTHBIX CIIy4aeB M COOPKHM BCEBO3MOXKHBIX KOMOWHAIUN W3 TOJYYEHHBIX COCTaBISIONIMX
Koga. Ha »Tame BBIMONHEHHS] IPOTpaMMBbl B 3TOM CIIydae BCE BapHaIlUM, KOTOPBIE MOTYT MOTpebo-
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BaThCs, TIPEJBAPUTEIEHO KOMITMITUPYIOTCS U 3arpyxatorcst B namsatb GPU. [IpeumyiiecTBo gaHHOTO
MOJIX0J]a COCTOUT B €CTECTBEHHOCTH pa3OMEeHMsI CLiEHApHs PEHIEPUHTa Ha JIOTHYECKUe OJOKH, KOTO-
pBIC JICTKO U3MCHSITh, JOOABIISATh U YAAIATh, & TAKXKE B MPOCTOTE 3TANa UHUIHAIM3AIMHA. B ocTaipbHOM
3TO pelIeHue MPUBHOCUT W30BITOK HCTONb30BaHus namsatu GPU, a cieoBatesibHO, U CHIXKECHHUE TIPO-
M3BOAMTEIHHOCTH (32 CUET JOIMONHUTENBHBIX NEHCTBHA, MPEIOTBPALIAIOIINX HCYEPIaHNe PECypCOB
GPU). Kpome TOro, 0HO 0OBIYHO TPeOYET UCTIOIBL30BAHUS JOMOJHUTEILHBIX HHCTPYMEHTORB IS MTPO-
BEPKH BCeX ()parMEeHTOB KOJ/Ia U TCHEPALMU U3 HUX TOTOBBIX IIIEHICPOB.

OnucaHHbIe TOAXOBI JEHCTBYIOT aOCOOTHO MPOTHUBOIIONIOKHO, HO Ha MPAKTHKE YaIle BCEro
TpedyeTcs koMIpomucc. bojee Toro, OHU CIMIIKOM MPSMOJIHHEHHBI ¥ 00JIAZAr0T LEIBIM PSIIOM CepPb-
€3HBIX HEIOCTaTKOB.

Hanwune otamenbHON wmepapxuul KIIacCOB, MHKANCYIHPYIOMMX paboTy ¢ KOHPUTYypHUpyemon
e IepHOIl MOJIeNTbI0, OCHOBAHHOW Ha METaIaHHBIX, TIO3BOIIIIO OBl YIIPOCTUTH pa3paboTKy CIOMKHBIX
CIICHapUEB PEHJICPUHTA U TMOKO KOHTPOJIMPOBATh OAaHC MPOU3BOJUTEIHLHOCTH M KauyecTBa Ha KaxkK-
JIOM €ro 3Tare.

2. O0mmii cueHapuii peHJepUHra CIeHbI

OrmumieM o0Ie KOHUEIIMU JOTHKHA PEHASPHHTa CIEHBI C YYETOM BO3MOXKHOCTH HPOrPaMMU-
poBanust Ha cropone GPU.

Hurepdeiic Skippable onpenenser noseieHne KIaccoB, SK3EMILISIPHl KOTOPBIX UMEIOT aCIEKT
JIOTHYECKOTO COCTOSIHHSI, MO3BOJISIONIMN ONpPEACIUT, CICAYeT I IPOIYCTHTh MAaHHBIA OOBEKT
Ha UTepaLii HEKOTOPOTo AITOPUTMA.

Hurepoeiic Stateful onpenensier nmoBeaeHue KIIaccoB, IK3EMILIAPBI KOTOPBIX UMEIOT COCTABHOE
coctosiHUE (Kyna ¥ BXOAUT RS) v MpeocTaBisoOT CEpBUCH IS €T0 H3MEHEHUS.

Hurepdeiic Transformable onpenernsier nmoBeneHne KaccoB, SK3eMILISIPHI KOTOPBIX UMEIOT T10-
JI0)KEHHE W TPAHUIIBI B IPOCTPAHCTBE U MPEIOCTABIISIOT CEPBUCHI MO MX M3MEHEHHIO.

Hurepdeiic Renderable pacummpsier nnrepdeiicer Skippable, Stateful u Transformable u ompe-
JIeJISIeT TIOBEACHHE KIACCOB, SK3EMILISIPBI KOTOPBIX MOJTAI0TCS MPOLIECCY PEHICPUHTa.

Hurepdeiic Node pacmmpsier unrepdeiicsl Skippable, Stateful u Transformable u onpenensier
MOBEJICHHUE KIIACCOB, IK3EMIUISPbI KOTOPBIX MOTYT OBITh 100aBJCHBI B Ipad) CLEHBI C IO TPYIIHU-
POBKH HECKOJIbKUX 3K3eMIUISIpoB Triia Renderable.

Uutepdeiic Controller ompenenser moBeaeHHe KIAcCOB, IK3EMIUIIPI KOTOPBIX OTBEYAIOT
3a OOHOBJICHHUE OMPE/ICIICHHBIX ACTIEKTOB COCTOSHUS Y Ha0II01aeMbIX K3eMILIsIpoB Tuma Stateful.

Hurepdeiic Renderer ompenensier noBeneHne KIACCOB, IK3EMILISIPHI KOTOPBIX OCYIIECTBIISIOT
peHiepuHr 3K3eMIUIsipoB Tuia Renderable.

Uurepdeiic GraphicsPipeline ompeznessier moBezeHue Kiacca, 3K3eMIUISIP KOTOPOTO MPEaoc-
TaBJISICT CEPBUC MO PEHACPUHTY Tpada CIEHBI, MPeACTaBIeHHOro 3k3eMiusipoM Tuna Node. Dtor k-
3EMIUTSP SBISIETCS KOPHEBBIM y3JI0M Tpada CLCHBL.

Oo6mras noruka naunuanusamuu GraphicsPipeline mpencrasiena Ha quarpamMme MocjenoBa-
tenbHOCTH (puc. 1). O0bekTh MOdels, 3arpyxaembie B caMOM Haualie, COOTBETCTBYIOT HabOpy
TaK Ha3bIBAeMBIX Memamoodeneu. Tlon MeTaMoaenplo aagee OyaeM MOHMMAaTh KOH(PUTYPUPYEMYIO
CYIIHOCTb, COOTBETCTBYIOLIYIO HEKOTOPBIM IIpaBHIaM OIKMCAHHS W COACPXKAIIYIO METaJaHHbIC,
10 KOTOPBIM MPHUIIOKEHHE BO BPEMsI MCIOJIHEHHS MOXET BOCCTAHOBHTH COCTOSIHHE Habopa 00bek-
TOB, CBSI3aHHOTO OOIIEH 11eJIbI0 (GYHKIIMOHUPOBaHUA. OIHONW M3 TaKUX CYIIHOCTEH SIBJISCTCS IIICH-
JiepHasi MOZIeJIb, KOTOPYIO PAaCCMOTPHM HMKe. MOMEHT BOCCTaHOBIICHHSI HEOOXOIUMOTO COCTOSHUS
00BEKTOB, CKPHITHIX o abctpakimeit GraphicsPipeline m Renderer, o6o3nauen cobsrtrem confi-
gurePipeline(..).

Jlanee pacCMOTPUM JIOTUKY UTEpalMy peHaeputra (puc. 2). BHavane MOTOK MPHIOKEHHS, BbI-
JICJICHHBIH 110]] PSHACPUHT, HHULIUHPYET UTEPALIMIO HaJl 331aHHBIM rpadoM CIICHBI, TiepeiaBas 00beK-
ty graphicsPipeline ero kopueBoii y3en (ax3emmisip Node). [lanee graphicsPipeline cobupaer kou-
JIGKIMI0 BCEX KOHTPOJUIEPOB CONtrollers, acconmupoBaHHBIX CO BCEMH dJIEMEHTaMH Tpada CIICHBI,
HIOCJIE Yero OOHOBIISIET COCTOSIHUE 3TUX JJIEMEHTOB. 3aTeM CIIelyeT JTall PeJBapUTEeNIbHON 00padoT-
KU rpada CieHbl (Harnpumep, COPTHPOBKU U (PHUIIBTPAIMHK), B PE3YJIbTATE YEro MOJy4aeTCsl YIopsiio-
YEHHBIH CIUCOK 00BEKTOB, KOTOPHIC JTOJDKHBI OBITh BUIHBI B TEKYIIIEM Kajpe.



IIEUEPHAS MATAMONEJTD KAK KOMIIOHEHT APXUTEKTYPBI ITPUJIOXXEHUA 75

application :

create
models :

graphicsPipeline :

creale

create

renderer

setRenderer(renderer)

configurePipeline(graphicsPipeline, rediderer)

T

Puc. 1. O6mas noruka MHUNHAIU3AIUN CIICHApHs peHIepHHra

OpHa uTepanysi peHACPUHTa C YYETOM TaKuX rpaduuecKuX TEXHHUK, KaK OTIOKEHHOE OCBeIIe-
Hre U 3(deKT agantanuu ria3, MOXKET COCTOSATh M3 HECKOJIBKUX cyOuTepammii — mpoxomos (render
passes). [ToaTomMy 3aBepIIarOLInil ITAll PEHISPHHTa OTHOTO Kapa COCTOHUT B BHIIIOITHEHHU BCEX TAKHX
MPOXOJIOB B TpeOyeMoil MmocienoBaTeNbHOCTH. B CBOIO odepenp, Ui KaKAOH CyOMTEepaliy BBIIOJ-
HSIOTCS CIEAYIOIINE NEHCTBUS:

— y4eT mapaMeTpoB TpadUuecKoro KOHTEKCTa — OOBEKTa, uepe3 KOTOPBIA OCYIIECTBISETCS
cBs3b ¢ GPU,

— ompeeicHre Habopa U3 0TOOPaHHBIX paHee 0OBEKTOB, KOTOPHIN JTOJHKEH OBITH 0TOOpaXkeH Ha
TEKYIIEM MPOXOJeE;

— moaroroBka sk3emiuripa Renderer, ceszannoro ¢ graphicsPipeline. 3to meobxoaumo, eciu,
HanpuMep, HEKOTOpBIE acleKThl RS MOKHBI OBITH IPOUTHOPUPOBAHBI HA TEKYILIEM MTPOXOJIE;

— 3ampoc y 3k3eMiutsipa Renderer Ha 3amosHeHue 11e1eBoro 0ydepa TeKyIIero mpoxoa.

applicationThread : graphicsPipeline : renderer :

process(rootNode)

k 4

getControllers{rootMode)

controllers[0..n]

[has more contrallers] update

P

1

X

i activeObjects = preProcess(rootMode)

getRenderPasses(self)

renderPasses[0.n]:

[has more passes]

prepare({graphicsContext)

P
L

pass0bjects = preProcess(activeObjects)

prepareTo({renderPass)

render(passObjects)

¥

Puc. 2. Utepanus peHaepuHra
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PaccMoTpum Gosiee ieTaiabHO JCHCTBUS, BBIMOIHIEMbIC SK3eMIusipoM Renderer (manee Oymem Ha-
3BIBATH €TO BU3YAIU3AMOP) B paMKax OJHOTO Tpoxona. M3 aquarpaMmsl (prc. 3) BUAHO, 9TO BU3yaIHU3aTop
JUTSL K&XKJIOTO 00BEKTa U3 MePEIaHHOM [Tl 0TOOpaKEHHS KOJUICKIIUY IepeOUpacT BCe aKTHBHBIC HA TEKY-
ieM Ipoxoje acrhekTsl RS u 00pabarhiBacT MX C IMOMOILBIO MOAXOISMIIMX aMIUIMKaTOPOB — BCIIOMOI'a-
TENBHBIX O0BEKTOB, HHKAICYJIUPYIOIIUX PA00Ty ¢ KOHKPETHBIM THIIOM CYITHOCTH COCTOSHHSL.

renderer applicators[0..n] :

[has more objects to draw]

prePorcessicurrentObject)

applyRenderStates(currentObject, graphicsContext)

F
Lo

postProcess(currentObject)

Puc. 3. JleiictBust Renderer B pamMkax oJJHOM cyOuTEpariu

OOBeKTHl, KOTOPBIE HYXKHO OTOOPa3HUTh B TEKyLIEM Kajpe, MEepeJaroTcs BU3Yyalu3aTopy C MH-
thopmarmeit o RS B Takoit popme, 9TO BCe mapameTpsl, KOTOPHIE HYKHBI TIPY BHITTOJIHEHUH HITH TIOJTO-
TOBKE I Iepa, collepikaTes B OIHOM CylHOCTH cocTostHus — shader state.

PaccmoTpum Tereps BO3MOXKHYIO JIOTHKY JISWCTBHs amruiikaropa s shader state (puc. 4).
BHavasie maHHBIN anIuIMKaTop MpoBepseT, ObLia JIM M3MEeHeHa cymHocTh shader state tak, 4ro ams
Hee HeoOXOJMMO CMEHHTH IICHJEpPHYIO Tporpammy. B 3aBUCHMMOCTH OT pe3yjbTaTa MPOBEPKH OH
OyzeT BBIHYXJEH O0OpaTHThCS K MEHeIDKepy LIeHJepoB 3a MOAXOJINei mporpaMMoi, nHade OyneT
ucrosb3oBana Tekyuias. Ilocne paspemeHus melaepHON NporpaMMbl anllIMKaTOp aKTUBUPYET €€ U
IpUMeHsieT K Heil Bce mapamerpbl Shader state B cooTBeTCTBHH CO CrEHU(HUKON HCHONIB3YyEeMOTO
rpaguueckoro API.

shaderApplicator : shaderManager : shaderState : graphicsContext :
dirty = checkDirty()

.
L

[dirty = true]
shaderProgram = getShaderProgram(shaderState, graphicsContext)

I
L

setShaderProgram(shaderProgram)

¥

[dirty =false] shaderProgram = getShaderProgrami()

T

setShaderProgramishaderProgram)

T

shaderAtiributes = getittributes()

r

setShaderAttributes(shaderAttributes)

T

Puc. 4. [luarpamma nocieoBaTeIbHOCTH JeiicTBri anmmkaropa shader state
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[TpuMepHBIi adropuT™ paboThl MEHEKEPa ISHIEPOB (PHC. 5) COCTOUT U3 CICAYIIUX IIaroB:
— M3BJICYCHHE U3 CYIIIHOCTH Shader state kiroua, nIeHTHOHIMPYIOIIETo HOAXO/SIIYI0 IPOrpaMMy;
— IIPOBEpPKA HA CYLIECTBOBAHUE CKOMIIMIMPOBAHHON IIPOrPaMMBI, COOTBETCTBYIOLIEH TaHHOMY
KIIIO4Y;
— B CIIy4ae OTCYTCTBUS TAKOW IIPOTPaMMBI:
® TI0CTPOEHHE KOJA MIPOrpaMMBI;
® €Tr0 KOMITHJISLIS,
® COXpaHEHHE CKOMIWINPOBAHHON IIPOrpaMMBI B PEECTPE;
— BO3BPAT IPOrpaMMBl.

shaderManager : registry - builder :

shaderkey = getShaderkeyishaderState)

compiled = isCompiledishaderkliey, graphicsContext)

T

[compiled = true]

shaderProgram = getShaderProgramishaderkey, graphicsContext)

I
-

[compiled = false]
shaderCode = buildCode(shaderState)

k

; shaderProgram = compileShader(shaderCode)

saveShaderProgram({shaderkley, shaderProgram)

¥

Puc. 5. [IpuHnun neiicTBus MEHEIKepa MICHICPOB

3. llefinepnas moaesib

Panee ObUTO OTMEYEHO, YTO Ha dTare WHUIUATN3AINN PHIOKEHNS 3HAYUTEIbHAST YacTh JeH-
CTBHH 10 BOCCTaHOBJICHUIO OOBEKTHOW CTPYKTYPHI U CBSI3BIBAHUIO KOMIIOHEHTOB BBITIOJHSIETCS B CO-
OTBETCTBHHU C METAJIOTUKON M METaJaHHBIMHU, COAEPKAILIMMUCS B MIPEIBAPUTEIBHO 3aIPYKEHHBIX MO-
Jenax. B cnydae opraHusanvy ClieHapus peHJIEpUHra OJTHOM U3 TaKUX MOJIEJEH ABISIeTCA HeiaepHas
MOJIeJb, OTBEYAIOINAsl 32 €ro mporpaMMupyemyto 4actb (programmable pipeline). Kak u nrobas npy-
rasi METacyIlIHOCTb, IICHAEpHAas MOJENIb MMEET NMEPCUCTEHTHOE NpeACTaBlICHHE, MPeIHa3HAYeHHOEe
JUIS BO3MOXKHOCTU XPaHEHHs MEX[IY 3allyCKaMH NMPHJIOKEHHS U KOHQUTYPUPOBAHUS, U MPEACTaBIIe-
HHUE BO BpeMs MCIOJHEHUs MpuiiokeHus. [lepcucTeHTHOE IMpejcTaBiIeHHe JIOTHYHO pealln30BaTh B
OJTHOM M3 CTPYKTYpHUPOBaHHBIX popmaroB, Takux kak XML, YAML nmu JSON.

IlpeacraBienue 1weiiepHOR MOJAENIM BPEMEHU WCIHOJHEHHS NPUIOXKEHHs yHOOHO pa30OMTh Ha
JIBE COCTAaBJISIOIIME: paHee YIMOMSHYTYIO CYIIHOCTh Shader state, sBisitoIIyrOCS YacThIO COCTOSIHUSI
BU3yaJIM3alliid OTOOpakaeMoro oOBEKTa, M BCIIOMOTAaTeIbHbIE OOBEKTHI, YIPOIIAIOIIue padoTy s
KJIaCCOB, peaM3yIOLIMX JIOTUKy penaepunra (T. e. it GraphicsPipeline, Renderer, anmimkatopa u
MEHeKepa MIEHAECPOB).

Cymrocth Shader state st KIaccoB JIOTHKH PEHAEPUHra MOJDKHA OBITh MpEICTaBiIeHa MpO-
CTBIM HHTEP(ENCcOM, COCTOSILMM U3 METOAOB JIOCTYIIA K cleaytoueid nH(popMauu:

— JaHHBIM, HICHTUQHULIMPYIOIUM 3arpy:keHHyto B namsate GPU melinepayto nporpammy (Ha-
npumep, B cirydae OpenGL 3to nenounciieHHbIi naeHTudukarop);

— 3HAUCHHSM T1apaMeTpPOB, MePeaBaeMbIM B ICHIEPHYIO IIPOTPaMMy.

Crnenyer OTMETHTB, YTO MPENOCTABIISIEMBIE JaHHBIM MHTEp(eHcoM 3HAYEeHUs] HMEePEeUUCICHHBIX
aTpuOyTOB JOJDKHBI OBITh TOTOBBI K HEMOCPEJICTBEHHOMY HCIIONB30BAHUIO C KOHKPETHBIM rpadude-
cknuM API. OnHako CKppITas MO HUM peain3alns MOKET UMETh JIOTIOJTHUTEIbHbBIE BO3MOXHOCTH, YII-
poratomiye padoTy C CyLITHOCTBIO JJIsl BCIIOMOTATENbHBIX KJIaCCOB, ONMMCAHHBIX HIDKE.
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ITocre 3arpy3Ku w3 MEPCUCTEHTHOTO MPEACTABICHHs IeHIepHas MOJENb CO3/IaeT Bce He0OXo-
JIUMBIE BCIIOMOTATENbHbIE OOBEKTHI M IMTPON3BOANT MX CBS3bIBAHHE C OOIIEH JOTHKOW pEeHJepUHTa Ha
OCHOBE CBOMX METaJaHHBIX.

TunumaaeiM HAOOPOM BCIIOMOTATENFHBIX OOBEKTOB B JAHHOM CITydae SBIISIOTCS:

— 00BEKTHI, OMUCHIBAIOIINE BCE TPeOyeMbIe IS MOCTPOCHHS KaXKIO0To Kajapa mpoxos (render
passes);

— 00BEKT-BAIMIATOP, HHBCKTUPYEMBIH B amIuIiMKaTop cyiiHoctd Shader state m ompemensio-
LIUH, HY’KHO JI1 CMEHUTH WICHEPHYIO IPOrpaMMy, NPUBA3AHHYIO K JAHHOU CYIIHOCTH;

— 00BCKT, UHBCKTUPYEMBIH B MEHEKED MICHEPOB U BBIYUCIISIIONIUN MO TOJSIM CYIHOCTH
render state ko4, HACHTHGUIMPYIOMUA HEOOXOIUMYIO IS Hee MICHAePHYI0 MPOrpaMMy B paM-
KaX 00beKTa — XpaHIIUIIA IeHIEPOB;

— 00BEKT, MHPEKTUPYEMBIA B MEHEKEP MICHIEPOB W OTBEYAIOIINN 32 COOPKY M KAITUPOBaHHUE
Koja TpeOyeMoli mieiiiepHOl IpOoTrpaMMEl B citydae e oTcyTcTBus B mamsatu GPU.

Crnenmyer OTMETHTB, 4TO Haubosnee yaoOHOH 1 THOKO peann3anuell CBS3bIBaHUs 000 U3 Me-
TaMOJEJEH, B TOM YKCJE U MIEHAEpHON MOETH, C OCTAJIbHOM JIOTUKON MPUIIOKEHHS SIBJSICTCSI UHBEK-
1S 3aBUCUMOCTEH B cpejie, mojo0Hoi 10C-koHTeliHEepY.

Kak 0but0 0TMEUeHO paHee, 100bIe KOHQUTYpUPYEMbIe METaMOJIENH, OMKUCHIBAIOIINE TTO3HEE
CBSI3BIBAHNE KOMIIOHEHTOB IPHIIOKEHUS, yIOOHO XPaHWUTHh B CTPYKTYPHPOBAHHOM IIPEICTaBICHUU.
Hwmxe nprBenemM nprMepHBIi MaOI0H MEPCUCTEHTHOTO MPEICTABICHUS IPOCTENIIEH eHepHO Mo-
nemu oceenienus mo Monry st OpenGL ES 2.x-3.xX B hopmate XML.

Jluctuar-mabnon XML-mpencraBieHus meiiepHoit Moenu oceenieHus 1o GOHTy UMeeT clie-
JIYyIOUIUI BUA:

<?xml version="1.0" encoding="UTF-8"?>

<shaderModel>

<shader type="vertex">
<declarations>
<declaration
name="u_MVMatrix"
category="uniform"
dataType="mat4"/>
<declaration
name="u_MVPMatrix"
category="uniform"
dataType="mat4"/>
<declaration
name="a_Position"
category="attribute"
dataType="vec4"/>
<declaration
name="v_Position"
category="varying"
dataType="vec3"/>
<if target="lightingEnabled" value="true">
<declaration
name="a_Normal"
category="attribute"
type="vec4"/>
<declaration
name="v_Normal"
category="varying"
type="vec4"/>
</if>
</declarations>
<body>
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<if target="lightingEnabled" value="true">
v_Normal = vec3(u_MVMatrix * vec4(a_Normal, 0.0));
</if>
v_Position = vec3(u_MVMatrix * a_Position);
gl_Position = u_MVPMatrix * a_Position;
</body>
</shader>
<shader type="fragment">
<!-- apamornunsle oObsaBIenus declarations u body -->
</shader>
</shaderModel>

3akiaiouenne

B kauecTBe KOMIIPOMHCCHOTO pElLIeHHsI B paboTe MpelUiokeHa MeTaMoJelb PeHIEepUHra, I10-
3BOJISTIONIAS JJOCTUTATh TpeOyeMoro B KOHKPETHON CHUTyaluu OalaHca B OTHOIIEHHH 00beMa MoTped-
JIIeMOM MaMATH, PacXxojia MallMHHOTO BpEeMEHH, [IEHTPaU3alliil YIIPaBIe€HUs POJCTBEHHBIMU KOMIIO-
HEHTaMH M obecreueHus MoIyabHOCTH. KoHILenuus 3Toil MeTaMoAeny JIETKO paclpoCTpaHsIeTcsl Ha
100y10 (YHKLIMOHAIBHOCTh IPU HAJIMYUK MUHUMAIBHON MOJAEPKKU SAPOM IPUIIOKEHHUS BO3MOXK-
Hoctelt 10C-koHTeliHepa. [JaHHOE pelieHHe ynpouiaeT KOHTPOJIb Hajl apXUTEKTYpOH CIOXKHBIX MPH-
JIOKCHUH, HE UMEET NMPUBSA3KH K KOHKPETHO! TTaTopMe U S3bIKY MporpaMMupoBanus. Uto kacaercs
MPOM3BOJAUTENBHOCTH, TO 3A€Ch CIEAYET OTMETHUTHb BO3MOXHOCTH Pa3pabOTKH IOMOJHUTENbHBIX HH-
CTPYMEHTOB, KOTOPBIE Ha OMpEeIEHHOM JTale XU3HEHHOTO [UKJIa MPWIOKEHUs (Harpumep, nepea
WHTETPAllMOHHBIM TECTUPOBAHUEM WJIM TIEpE/ PEIM30M) FeHEPUPYIOT OOBIYHBINA KOJ, HE HCIOIb3YI0-
LI METAJIOTHKY.
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V. Kazantsava, Y. Baranouski, Y. Landarski

SHADER METAMODEL AS A COMPONENT
OF AN INTERACTIVE APPLICATION ARCHITECTURE

This article introduces the rendering metamodel as an architecture basis for complicated graphi-
cal applications. The model separates abstract logical and algorithmic approaches used in modern
computer graphics theory from problems of computational resource management. It also yields wide
possibilities for program code complexity management.



