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Bonozoockuii 2ocyoapcmeennviii ynugepcumem

IDOPEKTUBHASA BU3YA/IN3AIIUA MHOXKXECTBEHHBIX ITOJTYIIPO3PAYHBIX OBBEKTOB
B 3D-I'PA®UKE PEAJIBHOI'O BPEMEHU

B nanHo# cTathe paccMOTpeHBI HanboJiee MpoOJIeMHbIE ClIydan BU3yaln3aliy MOJTyIpPO3payHbIX 0OBEKTOB, a TaK-
JKE OIHMCAHBI AITOPUTMBI U X KOMOMHAIUH, TIO3BOJISIFOIIUE 3()(DEKTUBHO BBITOJHUTH BU3YATU3AIHIO B TAKUX CIIydasx.

3D-rpaduka peanbHOro BpeMeHH, IPO3pavyHOCTh 0e3 yIopsaounBaHus, cucTeMa 4acThl, blending state, Buaeoxap-

ta, Direct3D.

[omympo3paunbie 00BEKTH U 3PPEKTH TOBCEMECTHO
BCTPEYAIOTCSI B OKPYXKAIOIIEH JEHCTBUTENBHOCTH, & 3TO
3HAYMT, YTO U B TPEXMEPHOH rpaduke CIOXHO 0e3 HUX
oboiituce. boree Toro, 3gpdexr mpo3payHOCTH 3a4aCTyIO
TOMOTaeT JOOWTHCS OOJNBINEH HATTSAHOCTH TPHU TMpea-
CTaBJICHUH DPANIMYHBIX Mojeied. Bmecte ¢ atuMm u3-3a
anmapaTHO-MPOrpaMMHON  crenu(UKA — BU3yaIH3aius
NPO3payHbIX OOBEKTOB, @ B OCOOCHHOCTH OOJBIIOIO HX
KOJIMYECTBAa C HaJOXXEHHEM [Ipyr Ha Jpyra, SBIsETCS
mpoOeMaTnyHOH Kak B IUIaHE JIOCTHIKEHHUS BBICOKOH
3¢ PEKTUBHOCTH, TaK U B IUIAHE MOJYYEHHS KOPPEKTHOTO
pe3yibTara.

Ha ceromusimuuii 1€Hb B TPEXMEPHOH KOMIIBIOTED-
HOW rpaduke B PEaJbHOM BPEMEHH ISl BU3yaln3aluu
TPUMEHSETCS €AMHBIN aITOPUTM IrpaPrUIecKoro KOHBee-
pa (Rendering Pipeline), koTOpbIif ycTaHaBIUBAET mepe-
YeHb CTaJUH BU3yaJIHM3alMH, UX MOPSIOK, THUIIBI BXOJHBIX
W BBIXOJHBIX JaHHBIX WU JOCTYIIHBIX PECYPCOB JId KaXK-
JIOM CTajuu U T.J.

Ha mporpamMMHOM ypoBHE, B YaCTHOCTH Ha YpOBHE
MIPUKJIAJJHOTO NPOTrPaMMHUPOBAHUS, HUMEIOTCS CIeHallb-
Hele Tpaduueckne APl (mampumep, Direct3D wmm
OpenGL), mo3Bomsromye MporpaMMHPOBATE paboOTy Tpa-
(mueckoro KoHBelepa Ha BHJICOKApTE € IOCICTYIOUINM
ero BbI30BoM — draw call’om. Ha anmapatHoM ke ypoBHE
KOHBEWEp NOINIECPKUBACTCS apXUTEKTYPOH BHIEOKAapT,
CIPOCKTHPOBAHHON CIEUaIbHO I d()()EKTUBHONH BH-
3yanu3alnuu rpaduku.

ITosToMy ast JOCTHOKEHHMS MaKCHMalbHOW 3¢ dek-
TUBHOCTH IIPpU BHU3YyAJIM3allUM HYKHO CTaparbCs, ‘iTOGI)I
BbIYUCJICHUA MNPOU3BOJWIMCH Ha BHUACOKAPTEC, a HE Ha
LIEHTPaJIBHOM IIPOLIECCOPE.

OOmwmit npuHIMN paboThl KOHBElepa cieayomuil: Ha
OCHOBE I€OMETPHYECKOTO OITMCAHUSI OOBEKTOB CLIEHHI (KO-
OpIHMHATHl MX BEPLIMH B TPEXMEPHOM IIPOCTPAHCTBE) IO
pe3yibraraM 00paboTKH TOTOBOE JIByXMEPHOE H300paxe-
HHUE BBIBOAWTCSA Ha 3KpaH. OTHAEIBbHYIO CIOXXHOCTbH JUIS
TaKOM BHU3yalM3allUM B CHIIy € CICHU(UKH MOTYT Hpen-
CTaBIISITh SIBJICHUSI MJIM OOBEKTHI, HE OONAAIONIE CTPOTO
omnpeneNneHHoil (GopMol, MOBEIEHUEM M MMEIOINE HEKO-
TOPYIO CTENeHb MPO3pavyHOCTH (Harpumep, obnaka, IbIM,
CTEKJIa, OTOHb, B3DPBIBbI, CTPYH YKUIKOCTH), KOTOPBIE TEM
HE MEHEe MOXKHO BCTPETHUTH IIPAKTUYECKU ITOBCEMECTHO, a
3HAYMT, JUII BOCCO3JAaHHUS OTPOMHOIO KOJHMYECTBA CLEH
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pEabHOrO MHpa MPOCTO HEOOXOANMO UMETh BO3MOXHOCTD
s PeKTUBHON BU3yamH3aIiu Nog00HbIX 3¢ dexToB.

Takum 00pa3oMm, IIIaBHOM LEIbI0 OyAET HAXOXKICHNE
MeToZa BU3yaIn3auuy 3Qp(EeKToB TAKOro THIA CPENCTBa-
MH OJHOMW JIMIIb BUAEOKAPTHI, C MUHUMAIBHBIM KOJIHYE-
CTBOM BBI30BOB KOHBeElepa.

B xome moctmwxkeHus 1€ HE0OXOAMMO OyIeT pe-
IUTh 3aa4u, CBA3aHHBIC C U3YYCHUEM HeO6XOZ[I/IMI)IX B
JTAHHOM CITy4ae BO3MOYKHOCTEH COBpPEMEHHBIX rpaduue-
ckux API, ¢ paccMorpeHHeM M BBIOOPOM HMEIOLIMXCS
ITOPUTMOB M TEXHHMK, IMOJIE3HBIX IJISI PEILICHHs JTaHHOW
mpoONeMBl, a TakkKe C OOBEOUHEHHWEM W aJanTalfuei
CYMMBI OIIPEZICTICHHBIX TEXHUK K MPAKTUIECKOMY ITpHUMe-
HEHHIO C WCIIOJIb30BaHHEM OJHOTO Tpadmueckoro API —
Direct3D 11.0.

Cucmema wacmuy (Particle System)

B tpexmepHoii rpaduke OOBEKTHI WM SBIICHUS, HE
HMEIOIIHE CTPOTO IMPEHAONPEIeICHHOW (HOPMBI, TMPHHSATO
MPE/ICTABISTh B KAUECTBE TaK HAa3bIBAEMOW CHCTEMBI Yac-
tur (Particle System) — KouteKnum W3 OrpaHHYCHHOTO
YHUCJia aTOMApPHBIX AJIEMEHTOB (YaCTHI), IMEIOIINX MEX-
Iy co0oii cxoxkee MOBEJCHUE, HO ¢ JOOABJICHHEM B HETO
HEKOTOPO JI0JIM CITy4alHOCTH.

s umutany 3QQPEKTOB THUIA OTHS WIU JOXKIS 3TU
YacTHUIBl HA KAXKIOM Kajpe BU3yallU3alllHd HYXHO Tepe-
MeIlaTh COIJIaCHO IOBEJCHHUIO peannzyeMoro 3gdgexra.
[epeMenieHre YacTHIl MOKHO PAaCCUUTHIBATH Pa3IMYHEI-
MU criocobamu. B mpocreiiteM cirydae, eciim UMUTHPYET-
Csl JIBWOKEHHE C MOCTOSHHBIM YCKOPEHHEM, MOXHO BOC-
MOJIb30BATHCS BEIPAKEHNUEM U3 (PU3UKU:

a(t) =v'(6) = p"(t);

p(®) = [v(t)dt = [(ta + vy)dt = Etza + tvg + py.

Takum 00pazoM, 3Has Ha4daldbHYIO IO3HIHMIO, CKO-
POCTb M YCKOPEHHE, MOXKHO ONPENCIUTh TO3UINI0 Yac-
THUIBI B TF000 MOMEHT BpeMEHH. DJIEMEHT )K€ CITyJaiHO-
CTH B JIBW)KEHHUH YaCTHUIl BHOCHUTCS IOOABICHHEM K 3THM
HavyaJIbHbIM BEJIMYMHAM CITy4YailHbIX 3HAUECHUH.

[Tocie cMmeleHus YacTuIl HY)KHO 00paboTaTh UX COOT-
BETCTBYIOIIIMM 00pa3oM IIpU MOMOILM KOHBeHepa BU3yaiu-
sammu. [lpy BU3yanIm3aluy CHCTEMBI YacTHI] OTJIEJIbHbIC
YacTHILBI NPEACTABILSIIOT M NEPENaloT Ha KOHBeWep B BHIE
ornenbHbIX Touek (B Direct3D 11 — ato Tomonorust mpumu-



tBoB «D3D11 PRIMITIVE TOPOLOGY_POINTLIST»).
Tak MOXXHO JIETKO PacCYMTHIBATD MEPEMEILEHHE YacTHLI, HO
TOYKH CaMH T10 cebe He roasTes it Busyaim3auuu. [Tosto-
My Ha CTaJM{ '€OMETPHYECKOro Iieiiepa OyaeT Mpou3Bo-
JUTBCA PasBEPTHIBAHHUC TOYCK B IMPAMOYIOJIbHUKH, BCErJa
TIOBEpPHYTbIE B CTOPOHY Kamepbl (TO3MIMH HAOIIONEHHS
cueHsl). UToObl NIPaBIIIGHO BBIOJIHUTE TaKOE Pa3BePTHIBA-
HHE, HY’)KHO 3HaTh MOJIO)KEHHE CHCTEMbI KOOPJMHAT KaX/0-
IO TAKOTO MPSIMOYTOJIbHIKA OTHOCHTEIHLHO MHUPOBOM CHCTE-
MBI KOOP/IMHAT CUEHBI Ha KaXJIoM Kajpe. Takyio cucremy
KOOPIMHAT (X, Y, Z) MOKHO TIOCTPOHTH C TIOMOIIIBIO BEKTOP-
HBIX BBIYUCIICHUH, 3Has mosunuio kamepsbl (E), mosurmio
touku-9acTriiel (C), a Takke 3HAUCHUE BEKTOPA, CMOTpSIIIIE-
ro BBepX (j):

7= E-C |
ie=ci’
Xz .
ljxzIl’
Yy =ZXX.

[Tocne 3TOrO0 MOMy4YEHHBIE MPSIMOYTOJIBHHUKH IIOTIA-
JAIOT Ha MUKCENBHBIN IIeiiiep, Tae Ha HUX HaKIabIBa-
IOTCSL TEKCTYPBI, COOTBETCTBYIOLIUE BU3YAIU3ZUPYEMOMY
a¢ddexty (Hampumep, M300paKeHUs KIyOOB JbIMa HIIH
SI3BIKOB TUIAMCHH).

Cucmema yacmuy, peanusyemas cpeocmsamu GUAeo-
xkapmul (GPU-based Particle System)

CaMBbIM TPOCTBIM C TOYKH 3PEHHS PEANH3alUHN CIO-
co0oM 00pabOTKH CHCTEMBI YaCTHII ABIsieTCs moaxox [1],
r/ie Ha KaXIOM KaJpe KOJUICKIHS YacTHIl (B BHIEC TOYCK)
CUMTHIBaeTCs B omepaTuBHYyI0 mamsaTh (OIl) u3 auHamu-
yeckoro Oydepa BepmnH, manee Ha HEHTPAIBHOM IIPoO-
neccope (IIIT) mpomsBoauTcs co3mgaHue, TEepeMEIICHHUE
WK YAAJICHUE YacCTUll UCXOAs U3 NpOolICAUICTO BPEMEHU
Wu Apyrux yciaoBuil. [Tocie 0OHOBIEHUS YaCTHUIIBI CHOBA
3arpy»arorcsi B Oydep BepILUH U [TOJA0TCS Ha KOHBeWep
BH3YQJIM3allUH, TJIe MPOU3BOAUTCS WX Pa3BEPTHIBAHKEC B
MIPSMOYTOJIBHUK, HaJIOXKEHHE TEKCTyp W Apyrue HeoOXo-
JUMBIC JUTS BU3YaTTU3aIiH JCHCTBUS.

['maBHBIM HEIOCTATKOM TAaKOTO ITOAXOJA SBIITIOTCS
motepu mpomsBoauTenbHOCTH [1]. Bo-mepBrIx, mpu uc-
MTOJTE30BAaHUN TMHAMHYECKOTO Oydepa BepIInH IMPOUCXO-
IUT Tiepeaada nanHeix ¢ Buaeokaptsl (I'T]) Ha meHTpab-
HBII mporieccop u 0OpaTHO, a TakoW OOMEH JaHHBIMU
SIBJIsIETCSl HanboJiee MEIUICHHBIM 110 CPAaBHEHHIO C Iepe-
naueit [II1-OIT u T'TI-VRAM. Bo-BTOpbIX, 1151 0OHOBIIE-
HUA CHUCTEMblI YaCTULl HCHOJIB3YIOTCSA BBIYMUCIUTCIBHBIC
mouraocty LI, XoTs 3Ty paboTy pazymHee MEepesioKUTh
Ha BHIEOKApTy, apXMUTEKTypa KOTOPOW Topaszo JIydlie
TTOIXOJMT JIJIS TapaJuICIbHBIX BEIYUCICHUH.

Bonee s¢hpekTuBHEIM OymeT MOIXOA C peanu3amueit
00pabOTKHA CHCTEMBI YacTHI] MTOTHOCTHIO HA BHICOKAPTE
(GPU-based Particle System) [1], HO B TakoM cirydae He-
MPEeMEHHO MOTpeOyeTcsi HECKOIBKO BBI30BOB KOHBEiepa
BH3YaJIN3alliH, BBITOTHSIOMNX Pa3HbIE IEUCTBUS. 311€Ch
HY)XHO OCTAQHOBHTKCS, YTOOBI MOHSATH, KaK IO-Pa3HOMY
BBI3BIBATh KOHBeiiep. PasHbie 1meiinepsl (BEpIIMHHEIC,
IINUKCCJIIbHBIC U T.)l.) BMECTE CO BCIIOMOI'aTCJIbHBIMHU IIC-
PEMCHHBIMH 3aITUCHIBAIOTCS B MCXOIAHOM (aiiie 3¢ dek-
ToB (.fx). Tam e comepikarcs Tak Ha3bIBaeMbIE pass’bl,
ciryaiye Juis o0beAHeHnsT HabopoB IeiIepoB B paM-
kax omgHoro draw call’a. Takum oOpa3zom, UMest pa3HBIC
pass’sI, MOKHO, oOpamasch K HUM 10 IMEHaM, BEI3BIBATH
KOHBelep Mo-pa3HOMY.

Torna ocHoBHas JIOTHKA JUIs 00paOOTKH 4YacTHil Oy-
IeT TaKOM:

® yCTaHOBHUTH Oy(ep BEpINHH C YACTHIIAMHU C TOIO-
norueii point-list Ha BX0J| KOHBe#epa 1 BBINOJIHUTH BBI30B
KoHBelepa Busyanuzainuu (draw call) ¢ pass’om, peanu-
3YIOIIMM TOJIBKO JIMIIb BBIYMCIICHUS, CBSI3aHHBIE C 00-
HOBJICHHEM YacTHIl B Oydepe BepmuH 0e3, HEIOCPEICT-
BEHHO, BU3YyaJIN3allly;

® YCTaHOBHUTH OOHOBIICHHBIH Oydep BepHINH C Hac-
TUIIAMH Ha BXOJ KOHBelepa W BEIMONHUTH draw call c
JIPYTUM pass’oOM, MPOM3BOIIINM CaMy BH3YaTU3aIHIO
OOHOBIICHHBIX YaCTHII.

C moaoOGHBIM CIOCOOOM peaNM3aliK CBI3aHO HE-
CKOJIbKO TPYAHOCTEH, HO coBpeMeHHbIe Tpaduueckre API
HMEIOT cpeacTBa [1], MO3BONAIONINE BOIUIOTUTH TaKOM
ANTOPUTM.

Bo-niepBrIX, Ipy IepBoM BBI30BE KOHBEHepa HaM He-
o0xomuMo OOHOBHTH colepkumoe Oydepa BepmmH u
BBIBECTH €ro 0e3 BH3yaJM3alliM, Tak Kak M JIOTHKa 00-
HOBIICHHSI CHCTEMBI YAaCTHIl M JIOTHKA pPa3BEePTHIBAHHSA
TOYEK B IPSIMOYTOJIEHUK MOKET OBITh pealln30BaHa TOJb-
KO B T€OMETPUYECKOM Ieiiepe (a HECKOJIbKO MIeHIepoB
OJTHOW CTaIuM HE MOXKET OBITh B PaMKax OJHOTO BBI30Ba
KoHBeliepa). [[mst atoro, Haumnaas ¢ Direct3D 10, Oputa
noOaBjieHa BO3MOXKHOCTBH Stream-out, TO €CTh BBIBOJA
BEpUIMH I10CJIE CTaJUH TEOMETPHYECKOro MIeiiepa B HO-
BbIl Oydep, Ha3HaueHHBIH U1 9TO# posau. [lpu co3zpanun
takoro Oydepa y Hero moJpkeH ObITh ycTaHoBieH bind-
flag «kD3D11 BIND STREAM OUTPUT».

Bo-BTOpBIX, 10 yMOJUAHHMIO TIOCIE stream-out’a Bep-
IIMHEI, BEIBeIEHHBIE B Oydep, Bce paBHO OyayT mepena-
BaThCS Ha CICAYIONIYIO CTaaui0 KoHBewepa. YToOkl 3TOTO
He OBUIO, HYXXHO OTKIIFOYHTH pactepm3anuto. [IponsBo-
JUTCS ATO IyTEM YCTAaHOBKHU ITyCTOTO NMHUKCEIBHOTO IIEeH-
Jiepa U OTKJIIoueHusi npoBepku riyounsl B depth-stencil
state.

B-TpeTbI/lX, I10CJe 06HOBIICHI/IH BCPUIMH U BbIBOJA UX
B Oydep B mepBoM pass’e Mbl He OyJieM 3HaTh, CKOJIEKO B
UTOTe BEpIIMH OyJeT HaxomuThcs B Oydepe (eciu, Ko-
HEYHO, HE HCIIOJIb30BaTh JMHAMHUYECKHI Oydep, HO 3TO
CHJIBHO CHHM3HT IPOM3BOAMTENBHOCTH). [Ipu sTOM JuIst
BBI30Ba KOHBEHepa Bcerja Heo0X0IMMO YKa3bIBaTh KOJIH-
YECTBO MCXOAHBIX BEPINMH WIH HHASKCOB. K cyacTsio,
BMECTE C BBOJIOM Stream-out ObLI T0OAaBIEH CIElHalb-
HBIM BbI30B KOHBelepa — DrawAuto, 1Mo3BONSIIOIINNA BBI-
3BaTh KOHBEHeEp IS TeX BEPILINH BCEX, KOTOPBIE IO ATOTO
Obutn BbIBeJeHbI B stream-out Oydep. OTtcnexuBaHue
KOJIMYECTBA BEPLIMH B TAaKOM (M TOJBKO B TAKOM) Clly4ae
nepexiaapiBaercst Ha Direct3D.

U B-uerBepThIX, B Direct3D oauH u ToT *e Oydep He
MOXET OJJHOBPEMEHHO OBITh 33/1aH U Kak Oydep BXOIHBIX
BEpLINH, U Kak Oydep s stream-out. JlanHyI0 ipodiiemy
PELINT ITOIIepEMEHHOE HCIIOIb30BaHue IBYX Oy(epoB.

Ipobnemut ¢ npospaunocmoro: ROP, blending

ITocne Toro, Kak BCe MPSAMOYTOIBHUKH YaCTHI TIPO-
[IUTA TUKCENBHBIN IIeHaep, OHM TOMaJaloT Ha (UHAIH-
HYI0 CTaJUI0 BU3yanusauuu — output merger. Ha nannoi
CTaIu¥ TPOM3BOJATCS TaK HA3bIBaEMBIE PACTPOBBIE OIle-
pammu — Raster Operations Pipeline (ROP) [2]. 3necs, B
YaCTHOCTH, TPOU3BOAUTCS TpoBepka TIayounsl (depth
buffering) momy4eHHbIX nHKceseil ¢ oTOpackiBaHHEM 00-
Jee «rryOOKHX», MEPEKPBIThIX Oosiee OJIM3KUMU IMHKCe-
JISIMH, a TaKKe CMeIuBaHue 1BeToB mukcenel (blending).
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CyTb blending’a cocTouT B ClieIyrOMEM: Uisl K&KIOTO IHK-
censi, TIONYYEHHOTO B pe3yibrarte pabOThl MHKCETBHOTO
1ieiiepa, POU3BOANTCS CMEIIMBAHKE €r0 [BETA C [BETOM
COOTBETCTBYIOILIETO MUKCENS B Oydepe KaapoB 1o Gopmyiie:

C = Cgpe * Fope + Cyp * Fust,

rne C — Bekrtopsl 1BetoB (hopmata RGBA; F — daxropst
WIN COMHOXMTEIH; SIc (source) — TeKyIIUi BH3YaJlu3H-
pyeMsrnii ukcensb, dst (destination) — mukcens B Oydepe
KaJIpoB.

[TapaMeTpbl BEIYHCIICHHUS 110 3TOH (hOpMYIIe 3aJat0TCs B
blending state’ax — COM-unrepdeiicax Direct3D, siBisito-
LIMXCS OJHUM M3 BUJIOB render state’oB MM COCTOSTHUI BU-
3yalu3aLyu.

[Tpu Bu3yanu3auuu npo3pavyHbiXx 0OBEKTOB IIPH CMe-
IIMBaHWU TIPUMEHSETCs Tak HasbiBaeMblld alpha-blending
[1], on sxe OVER operator: B kauecTBe F,. nucnonp3yercs
3HaueHWe ajib(da-KaHana BH3YaJM3UPYEMOTO IHKCEJs
(T.e. cTemeHb €ro HeNmpo3pavyHOCTH), B KauecTBe ke Fyy —
€IMHULIAa MHUHYC CTENEeHb HENPO3payHOCTH BH3YalIH3H-
pyemoro nukcens. [Ipu Takoil BU3yanu3auuu Uil MOJIY-
YeHHs TPABHIBHOTO H300pakeHUs] HEOOXOIUMO, ITOOBI
MIPO3pavyHbIe OOBEKTHI PHCOBAINCH B IOPSAAKE OT CaAMOTO
JaTbHET0 K CaMOMy OJIMKHEMY, BEIb TOJIBKO TOTJZIA HC-
xomHoe 3HaueHue Cgy NPH CMEUIMBAaHWU C OYEPEAHOU
MIPO3PavYHON IIOBEPXHOCTHIO OYyIET BEPHBIM.

B cBoto ouepens, raster operations pipeline npunyau-
TEJIBHO BBINOJIHSET OINEpaluy output merger’a A MHK-
celeil B TOM TOPSAKE, B KOTOPOM COOTBETCTBYIOIAS MM
reomerpus Obl1a 3amucanHa B Oydep BepumH [3]. Takum
00pa3oM, IIpH BU3yaJIM3alUKl CUCTEMbI YaCTHUI], SJIEMEHTHI
KOTOPOH TPENCTaBIIOT cO00H MOITyIpo3payHble 0OBEK-
THI (HampuMep, KIyObl IbIMa), 60Jiee HOBEIE, TO €CTh 00-
Jee MO30HO H0OaBlIeHHBIE B Oydep yacThIsl OyayT Bee-
rma oToOpaxaThCsl TMOBepX Ooyiee CTaphix, YTO B
KOHEYHOM HUTOTE IJII MHOTHX PaKypCOB JIa€T HEKOPPEKT-
HOe n300pakeHue.

Weighted blended order-independent transparency (OIT)

Camoe O4eBH/IHOE PellIeHHE 3TOH HPOOJIEeMBbl — COPTH-
POBKa 4acTHI[ M YNOPsIOUYMBaHUE UX B Oydepe B mopsiike
«OT JAIbHUX — K OJIMDKHUMY, HO TAKOH MOAXO0J IPHUBEIET K
YBEJIMYEHHIO KOJIMYECTBA BBHI30BOB KOHBEHepa 1 HE0OX0au-
MOCTH BBINIOJIHEHUSI COPTUPOBKHM Ha HEHTPAIILHOM IIPOILIEC-
cope, 94TO CHITBHO CKakeTcsl Ha AP (eKTUBHOCTH.

Ha ceropHamHuil 1eHb yXKe CYLIECTBYET HECKOJIBKO
METO/IOB, MO3BOJISIOIINX YIIPOCTUTH BBIYMCICHHS B TaKOH
cUTyanuy, W30aBUBIIMCH OT copTHpoBKH  (order-
independent transparency, OIT) [4], HO HawTy4IIUM 00-
pasoMm codyeraronmM 3()(HEKTUBHOCTE M KOPPEKTHOCTH
BU3yajin3alluu ABJIACTCA OTHOCUTECIILHO HOBBIHN METO 110,
Ha3BaHueM «weighted, blended order-independent trans-
parency», 4To MOXHO IIEPEBECTH KaK «He3aBUCHMasi OT
MOPsIZIKa ITPO3PAYHOCTH C MCIIOJIB30BAaHHEM BECOBBIX 3Ha-
YEHUH U CMEIIMBAHU.

OcHOBHasi Waesd NAaHHOTO METOAa W €My TOHOOHBIX
3aKJIFOYAeTCsl B TOM, YTO, €ANHOBPEMEHHO IPHUHSAB TOIY-
MIPO3payHble OOBEKTHI, MEpPENaHHBIE B IPOU3BOIBHOM
MOPSIIKE, MOKHO, B3SB W3 HUX HEKOTOpPbIE 3HAYCHMS U
MIPOBE/SI HA OCHOBE MX BBIUUCIICHUS, IOIY4YUTh PE3YJIbTAT
XOTh M HE MIEHTHYHBIN, HO ONM3KHHA K TOMY, KOTOPBII
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Mor OBl OBITH MONy4YeH MpU 00paboTKE OTCOPTUPOBAHHO-
ro Habopa 0OBEKTOB.

B wactHoctn, B weighted, blended OIT s cOopa
HYHBIX 3HAYEHUHN UCTOJB3YIOTCS JIBE TEKCTYphl. IlepBas
(accumulation) HakarIMBaeT B CBOMX IHUKCEJSIX HEIpPO-
3payHble COCTABIISIONINE IIBETOB BCEX BH3YaJIM3HPYEMBbIX
HEOTCOPTHPOBAHHBIX YacCTHI], IIOMHOKCHHBIE Ha «BEC»
KaXJIOH, 3aBHUCSIIUI OT TOr0, HACKOJBKO JAIEKO HaXo-
JIITCS Ta WIM WHAs 4acTHLA OT 3puteis. Takum obpaszom,
ecni B Habope JacTHUIl MMEETCs TEMHas 4aCTHIA, KOTopast
MIpU HAJMYUU COPTUPOBKU ObLIa OBl C3a1d, HO W3-3a ee
OTCYTCTBHUSL PUCYETCS IIE€pE] CBETJION 4YacTULEH, nepe-
KpbIBasi TEM CaMbIM €€ LIBET, TO 3TO HEPEKpbITHE OyIeT
CKOMIICHCUPOBAHO 3HAYEHUEM «BECAY.

Bropas (revealage) — ee mnukcenau HaKalUIMBAarOT
crerneHb HenpospayHocTH (alpha) xaxnoil Bu3yanu3u-
pyromeiicss 4YacTUIBl W3 HECOPTUPOBAaHHOro Habopa
gacTull. To ecTh eciu, HanpuUMep, HEKUE JIBE YaCTHIIBI
MOKPHIBAIOT OJIMH M TOT € IHUKCeJb, To alpha st 3T0-
ro MUKCeIs OyIeT pacCUMTBHIBATHCS ABAXKIBI, IPH HTOM
BO BTOpOW pa3 OyneT peJaKkTHpOBaThCA 3HAUCHHE He-
MPO3PAYHOCTH, TOJTYUEHHOE B PE3yIbTaTE BBIUYUCICHUI
JUJISL IEPBOM YaCTHULIBL.

[anee, xorna 3TH TEKCTYphI 3aMIOHEHbI, 3HAYECHHS U3
HUX UCIIONB3YIOTCS I UTOTOBOW BU3yanm3amuu 3PQex-
Ta, U300paKaeMOro CHCTEMOM YacTHUI]: 3HAYCHUS LIBETOB
MUKCeNel n3 TeKCTyphl accumulation 6epyrcs, coOCTBEH-
HO, Kak 1Bera 3(p¢eKTa, BU3YAIU3UPYyEMOro CHCTEMOMN
YaCTHI, a 3HAYEHUsI U3 TEKCTYpHI revealage — Kak 3Haue-
HUSI HETIPO3PAaYHOCTH PE3YJIBTHPYIOIIEro s dexra B pas-
HBIX €r0 y4JacTKax.

®opmynsl u OoJiee OAPOOHOE OMMUCAHWE HICH alro-
putMma mpuBeneHsl B [5]. UTo ke KacaeTcs pealn3anud,
TO TIOCJIEOBATEIBHOCTh €€ MPUMEHHUTENBHO K CHCTEME
JaCTHI] TAKOBA:

® IIPOM3BECTH BH3YaIM3ALMIO BCEX HENPO3PAUHBIX
00BEKTOB (eciu ecTh);

® BBI3BATH pass,
CHCTCEMbI YaCTHIIL,

e Bb3BaTh 3D-transparency pass, BBIIOTHSIOLIUI
aKKyMyJIUPOBaHHE ITPO3PAYHOCTH 1O (GOpMyJse B JIOMOI-
HUTEJbHBIE TEKCTYpHI (render target’sl);

e BEi3BaTh 2D-composing pass, TA€ MTPOUCXOIUT
00BEMHEHNE COMIEPXKUMOTO JIOTIOJHHUTENBHBIX render
target’oB.

3D-transparency pass, BBITOTHSIOMNNA aKKyMyJIHPO-
BaHHUE M 3aINCh B JIBa BCIIOMOTATENBFHBIX Oydepa Kagpos,
NPUHUMAET NPO3payHble 0OBEKTHI B JFOOOM Mopsiike 0e3
coptupoBkH. COOTBETCTBEHHO, JUIsi HEro HEoOXO0AnMO
CO3JaTb ABE AOIOJHUTCIBHBIC TCKCTYPbl U YCTAHOBHUTDH
uX Tepe] ero BhI30BOM B KadecTBe render target’os. [lis
3TOTO BBI30BA JIOJDKEH OBITH ycTaHOBJeH depth state, BbI-
MOJHSIOMNI 0TOpachIBaHNE MEPEKPHITHIX OoJiee OIM3KH-
MH 00BeKTaMH (pparMeHTOB, HO HE IIEePE3aIICHIBAIOIIINA
3Ha4YeHUs Oydepa TITyOnHBL.

[TomMumo Hero, 11 3aNyCH NPABHIBHBIX 3HAYECHUH B
JIOTIONTHUTENbHBIE render target’sl JOJDKHBI OBITh BBICTAB-
nensl blending state’sr asst 3Tux Oydepos, Kak MoKa3aHO
B Tabuie 1 («r» — Bera pparMEeHTOB YaCTHII, «a» — CTe-
MeHb HEMPO3PAaYHOCTH (HPPArMEHTOB YACTHIL).

OCYIIECTBIISAIONINIA OOHOBIICHHE



Tabuuna 1

Blending state nia 3D-transparency pass B Weighted blended OIT

render target | ¢bopmar Tekctypst D3D HavalipHOE 3HaueHue | Fg. Fst Cyre
RGBA
accum DXGI_FORMAT _ (0,0,0,0) BLEND | BLEND | (r*a, g*a, b*a,a) * w
R16G16B16A16 FLOAT ONE ONE
revealage DXGI FORMAT R8 (1,0,0,0) BLEND | BLEND I | a
UNORM ZERO NV_
SRC_CO
LOR

31ech W — BECOBOE 3HAYEHUE, MOJIyYCHHOE Ha OCHOBE INTyOMHBI KOHKPETHOTO BU3yalIH3upyeMoro mukceins. Pop-
MyJia €T0 BEIYUCIEHHS B TUKCEIFHOM IIIEHepe nMeeT IPUMEPHO Takou BuA [5]:

w = clamp (pow(min(1.0, color.a * 10.0) +
+ 0.01, 3.0) * 1le8 * pow(l.0 - pin.PosH.z * 0.9, 3.0), le-2, 3e3).
Tabmuma 2
Blending state nia 2D-composing pass B Weighted blended OIT

render ¢dbopmar tekctypsl D3D Fyre Fyst Cere
target
frame DXGI FORMAT _ BLEND SRC | BLEND INV | (accum.rgb / max(accum.a, 0.0001), 1 -
buffer R8GEBSAS UNORM ALPHA _ revealage)

SRC_ALPH

A

e

i

|

|

|
— =

Puc. 1. Cpasnenue suzyanusayuu cucmemvl yacmuy: uzyaiuzayus ¢ npocmeim alpha blending (cnesa)
u ¢ weighted blended OIT (cnpasa)

W Particles Demo

[N Particles Demo

FP5: 1070

-

Frame Time: 0.934579 (ms)

FPS%: 843 Frame Time: 1.183

Puc. 2. Cpasnenue kaopogoii yacmomvl npu U3y anru3ayuLL:
¢ npocmuim alpha blending (ceepxy) u ¢ weighted blended OIT (cnu3y)

2D composing pass mpecTaBisieT co00i BH3yan3a-
LU0 TOJHOYKPAHHOTO INPSMOYTONBHHUKA, HA KOTOPBIH
HaKJIaJbIBAIOTCS IUKCEIH, TIOJyYeHHBIE IPU COBMELICHHH
LBETOB NHKCEJEH M3 JBYX paHee 3all0JIHEHHBIX TEKCTYP,
ciyxuBmx render target’amu. Ilocne npousBomutcs
CMEIMBAaHKUE 3allCaHHBIX B JTOT HOJIHOKPAHHBIN IMps-
MOYTOJIbHUK IIBETOB C TEKYIIUM COAEPKHUMbIM Oydepa
kajapos. [lapamerpsl blending state’a mpuBeneHsl B Ta0-
nure 2.

Ha pucynkax 1, 2 npuBeaeH pe3yiabTaT BU3yalu3a-
UM CHCTEMBl IIOJIyNPO3PAYHBIX YaCTHL, UMHTUPYIO-
IIAX JBIM C OCBEIICHHEM Ha OCHOBE KapT HopMalei
cHavana c¢ npocTsiM alpha blending’om, 3atem — ¢ uc-
nonb3oBanneM Mmerona weighted blended OIT. Tlpu
CpPaBHEHHH OTYETJIMBO BHAHO, YTO B IIEPBOM Cliydae
u3-3a ocobeHHocTeil Mexanuzma ROP Oonee HOBbIE
4acTHULBI TIOMENIalTcs B KoHel Oydepa u BU3yanu3u-
pyIOTCS B TOCJIEIHIOI OYepeib, MepeKpbiBas BCE MPO-
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YHe 4acTHIBI M CO3[aBas TEM CaMbIM HENPaBAOINOI00-
HOE€ H300pakeHueE.

Weighted blended OIT wucnpasisier 311 nedexTsl n
JlaeT pe3yJbTaT, OJIM3KUH K TOMY, KOTOPbI MOT OBl OBITh
noiyueH npu npumenenuu alpha blending Haj otcoprh-
POBaHHBIMH YaCTHLAMHU. TakyKe CTOUT OTMETHUTD, YTO BCE
BBIYHCIICHUS, IPOBOANMBIE B JJAHHOM METOJIE, BBITIOJIHS-
IOTCSI HAa BHJICOKApTe, COYETAIOTCS C MOJXOJOM K pealu-
3anun  cuctembl dactun Ttuma «GPU-based particle
system» W TIPU STOM TpeOyeTcs BCETo JHIIb | JIHITHA
BBI3OB KOHBelepa U 2 UTEHUS U3 TEKCTYP.

Colored blended order-independent transparency
(or1)

[Ipenpiaynuii onucaHHbId METOJl, HECMOTpPSI Ha BCe
€ro I10CTOMHCTBA, HE MOXKET B HECU3MCHHOM BUJIE TPpUME-
HATBHCS JUISL BU3yaJIM3alli a0COJIIOTHO JIFOOBIX MOJYNpO-
3payHbIX 00BEKTOB 1 3P dekroB. KoHKpeTHO 3TO Kacaercs
00BEKTOB, OKPAIICHHBIX B JIFOOOH I[BET, KPOME CEporo
[6]. Hampumep: okxpalieHHblE >XUAKOCTH WM LBETHBIE
CTEKJIa.

UT0o0BI OOBICHUTH CYTh IPOOIEMBI, HY>KHO PacKpHITh
CIIEYIOIIHE IOHATHS [6]:

e transmittance | transmission — 3TO 3Ha4€HUE, OIHUCHI-
Baloliee CBeT, a KOHKpeTHOo — ero RGB-cocraristomniue,
mpoOMBaroNIecs Cc3aad depe3 MOIyNpo3padHyio (BO3-
MOYHO, OKPalLlIEHHYI0) OBEPXHOCTH;

o reflectivity — 5o RGB-3HaueHue cBera, oTpaxeH-
HOIO0 HEMOCPEJICTBEHHO OT BHEIIHEW, caMmMoi mepenHeil
TTOBEPXHOCTH.

B cnydae ¢ Buzyanuzanuei noaynpo3padHbix 00bek-
ToB 3HaueHue reflectivity Oyzer oroOpakaTh IBET HeIo-
CPEICTBEHHO TIOJIyIIPO3PAYHOTO Teja, a transmittance —
nBeT (oHA 32 MONTYIIPO3PAYHEIM OOBEKTOM, ITOTydaeMbIit
IIPY IPOXOKAEHUH CKBO3b HETO.

Takum o00pa3om, HEIOCTATOK BHM3yalH3alUH, TIC
yunthiBaetcs Toibko reflectivity (kak B weighted
blended OIT) Oyxer B TOM, 4TO MOJIyNPO3pauHbIii 00b-
eKT Ha J1000M (oHe oKkpamIMBaeTcst BCerja 0JHHAKOBO,

TaK KaK pacyeT IBeT 00beKTa IPOU3BOAUTCS TOJIBKO HA
ocuoBe reflectivity, a 3nauut — 6e3 yuera ¢ona. [Ipu
ydeTe K€ 3Ha4eHHUs transmission B BHU3yalH3alUH MO-
JyNpO3payHblii 00BEKT OyIeT BCerja OKPalIUBaThCS
M0-pa3HOMY, B 3aBHUCHMOCTH OT TOTO, KaKOTO I[BETa
00BEKT HaXOAWUTCS 32 HUM M, COOTBETCTBEHHO, KAaKOH
nBeT Oy/neT MpomyckaTh depe3 ceOs MOoIyNpo3padHbIi
0o0bekT, a kakoit — He Oyner. Takum obOpasom, moxy-
npo3payHble 0OBEKTH OyAyT MPOIYCKATh MM IOTJIO-
IIaTh TOJBKO OIPEleNICHHbIC IBETa W3 MEHSIOIETOCS
(oHa, YTO B UTOT€ MOXET CHJIEHO OTPasUTbCA Ha HX
KOHEYHOM BHJIE.

Colored blended OIT — ato mogudukanus Merona
weighted blended OIT, rue peanu3oBaH y4eT 3HaYCHHUS
transmission NpHM pacyeTe LBETOB IOJIYIPO3pavyHbIX
00bekTOB. B oCHOBE BH3yanM3allu BCE TAKXKE JECKUT
nBa pass’a — 3D-transparency pass u 2D-composing
pass — ¥ BCe TOT )K€ MOPSJOK BU3yaJIN3alUU — CIIepBa
BCE HENpPO3paydHble 00BEKTHI, OCIe — OOBEKTHI C MPO-
3pavyHOCTBIO.

Otmmane 3D-transparency pass B TOM, 4TO 37€Ch JJIS
ydera transmission OyIeT HCIIONB30BATBCA TEKCTypa C
yKe OTOOpaXeHHBIMM Ha Hel BCEMH HENpPO3PaYHBIMH
oOwpexTamu. [l mmKceel 3TOi TeKCTypbl, Ha KOTOpEIE
MOTafaeT MOJyPO3padHblil 00BEKT, OyeT MPON3BOANUTH-
csl KOPPEKTHPOBKA IIBETOB C YYETOM TOr0O, KakoBa CTe-
MIeHb MPO3PaYHOCTH ATOTO OOBEKTA M KaKOB LBET CAMOTO
(oHa. Blending state’sr u ornepanuu ¢ LBETaMH HpUBEIE-
HBI B Tabnue 3.

2D-composing pass OTIMYaeTcsl IPEXkKAE BCEro TEM,
4TO 371€Ch 11BeTa nukceneit back buffer’a yxxe orpenakru-
POBaHBI [UIA y4eTa transmission, a 3TO 3HAYHT, YTO BMe-
CTO cMmemmBaHWs 1O mpuHIUNy alpha-blending, 3mech
OyZeT HOCTaTOYHO MPOCTOTO CIOXKEHHUS IBETOB 3 (eKTa,
HOJIy4EHHOTO C IIOMOIIBIO CHCTEMBI YaCTUIl W IIBETOB
back buffer’a. ITapamerpsl blending state’a mpeacrasie-
HBI B Tabnuue 4.

Tabmnwma 3
Blending state a1 3D-transparency pass B Colored blended OIT
render target | ¢opmat Texctypst D3D HavajbHOe 3HaueHue | Fg. Fas Cyre
RGBA
accum DXGI FORMAT _ (0,0,0,0) BLEND BLEND_ | (r*a, g*a,b*a,a) *w
R16G16B16A16 FLOAT ONE ONE
revealage DXGI_FORMAT RS (1,0,0,0) BLEND | BLEND I | a
UNORM ZERO NV_
SRC_CO
LOR
color DXGI FORMAT _ - BLEND | BLEND I | a* (1 - trgb)
R8G8B8A8 UNORM ZERO NV_
SRC_CO
LOR
Tabmuua 4
Blending state nyis 2D-composing pass B Colored blended OIT
render ¢dopmar tekctypst D3D Fyc Fys Cyre
target
frame DXGI_FORMAT _ BLEND INV_ | BLEND (accum.rgb / max(accum.a, 0.0001), 1 -
buffer R8G8B8A8 UNORM SRC_ALPHA ONE revealage)
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lpyaue cnyuau npumenenus aneopummog OIT; hard-
ware instancing

ITomuMoO cucTeM yacTull, JPYIMM YacThIM CIIy4aeM, B
KOTOPOM MOT'YT HaWTH MMPUMEHCHUC aJITOPUTMBI 11O TUITY
colored blended OIT, siBisercs BU3yanu3anus OOJIBIIOTO
YHCila OAMHAKOBBIX IOJIYNIPO3PAYHBIX TPEXMEPHBIX 00B-
€KTOB Ha ClieHe (HarpuMep, OCKOJIKH CTEeKJIa, CTEKJISTHHAS
rocyna U Tomy rnozo6Hoe). [ Takoil curyanmn HeoOXo-
JIFIMO YTIOMSIHYTh O TEXHUKE WHCTAHIMPOBaHMA (instancing),
a TaKKe 0 BOBMOXKHOCTAX COBPEMEHHBIX Tpadmueckux API
B €€ ammapartHOM peanu3aiuu. M3HayanbHbIA CMBIC]T HH-
CTAaHIMPOBAHUS 3aKJIIOYAETCS B TOM, YTO NPU HAJIHYUU
MHOXECTBa UACHTHYHBIX OOBEKTOB Ha CLIEHE, BU3YyaJIU3H-
poBaTh UX HauboJiee pasyMHO BMECTe, HE MEPEKII0YasCh
Ha BH3yallM3aluio Jpyrux oObekToB. Tak, Oyner nocra-
TOYHO OJIHOM KOITUH TIOBTOPSIOIIErocsi 00bekTa B Oydepe
BEPLIMH U UHIEKCOB, a MEHATHCS OYyAyT TOJIBKO MaTPHIIBI
MO3UIIMOHUPOBAHUSI OOBEKTOB Ha cleHe. Pesymprar —
SKOHOMUS MAMSITH.

Ho ¢ 6onpmmM KoJHM4YeCTBOM (OJUHAKOBBIX) OOBEK-
TOB CBsI3aHA W Jpyras mpobieMa — sl BU3yalu3aluu
KaX/IOT'0 U3 HUX HEOOXOJMM OTIEIbHBIN BBI30B KOHBEle-
pa BU3yallU3allny, a 3TO TAK)KEe MOXKET IPHUBECTH K HEXe-
JaTenbHbIM NoTepsiM B 3¢ dexTuBHOCTH. 1151 ycTpaHeHus
storo Hemoctarka B rpaduueckux API Direct3D, naun-
Hast ¢ Direct3D 10, ObL1 BBEJICH MEXaHH3M alapaTHOrO
uHcraniuposanus (hardware instancing), mpu momorm
KOTOPOTO MOYKHO BBITIOJIHSTH BHU3YaJH3aLHUI0 OOJIBILIOTO
KOJINYECTBA OJJMHAKOBBIX OOBEKTOB B OZJHOM BBI30BE KOH-
Beiiepa. Peanmsyercs NaHHBIH MEXaHHM3M IOCPEACTBOM
YCTaHOBKH B KauyecTBe Oydepa BEPIIMH JIONOIHUTEIHHO-
ro Oydepa ¢ TaHHBIMH Ka)XIOTO U3 MHOKECTBA OJMHAKO-
BBIX O0BEKTOB (HAaIlpUMeEp, ¢ MATPHUIIAMH Pa3MEIICHHs), a
TaK)Ke C TMOMOIBIO CIEIMANIbHON KOMaH/Ibl BbI30BA KOH-
Beiepa Juis naHHOro ciydas — «DrawIndexedInstanced».
Bonee moapobHOe omucanue Mexanusma hardware in-
stancing gano B [1].

Takum 00pa3om, B pe3ysbTaTe HCCICIOBAHUS ObLI
COCTaBJIEH 0030p CJIy4aeB, e B BU3yaln3allMu y4acTBY-
10T MOJIyIIpo3pauHble 00BEKThI; HalaeHsl Metoasl (GPU-
based particle system, weighted blended OIT, colored
blended OIT, hardware instancing), o3BoJsIfOLIHE B CBO-
eM coueTaHuH dPPEKTUBHO PEaTU30BaTh CUCTEMY IOIY-
MPO3PAYHBIX YACTHI[ UM MHOXXECTBO MJCHTHYHBIX TPEX-
MEpHBIX OOBEKTOB Uil BH3yalH3alUH  PA3THYHBIX
SIBIICHUN JEMCTBUTENBHOCTU. BbUIO MpOM3BENEHO MpUMeE-
HEHHE HEKOTOPBIX MOJXOJ0B B TECTOBOM MpoOrpamme c
ncrnionb3oBanueM API Direct3D 11.0 1 TeM caMbIM HoKa-
3aHa UX MPUMEHUMOCTb M COYETAEMOCTb.
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EFFECTIVE RENDERING OF MULTIPLE TRANSPARENT OBJECTS
IN REALTIME 3D GRAPHICS

The article deals with the miost difficult cases of rendering of transparent objects. Italso describes the algorithms
and their combinations that allows to make rendering effectively in such cases.
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