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1. Onpenenenue meiigepa

Ileiinep (oT aHrn. shader), meinepHas nporpamMma — HeOOMbIIasi Mporpamma,
BBITIOJIHSIEMAsi Ha CTOPOHE BHUACOKAPTHI WM JPYroro amnmapaTHOTO WM TPOTPaMMHOTO
YCTPOWCTBA pEHAEpPHHIa, KOTOpas IO3BOJIET MPOM3BOIUTH OT/AEIbHbIE 3JEMEHTBl IUKIA
peHiepuHTa 00BEKTa 0COOBIM, OTIIMIHBIM OT CTAaHIAPTHOTO, 0Opa3zoMm. MHade roBopsi, meimep —
IpOrpaMMa, BBIIOJIHSIOIIAs HEKOTOPYIO YacTh IIUKJIA PEHIEPUHTa.

2. PaznoBuaHocTH meiaepos. Ux nemau, 3a1aum, BO3MOKHOCTH

Ha nanHBIii MOMEHT, mIeiaepbl ObIBAalOT MUKCEJbLHBIMM ¥ BePIIMHHBbIMH. YacTo mx
€lIe HA3BIBAIOT NUKCENbHLIMU U BePUUUHHBIMU npozpammamu. Takoe NeeHue CIpaBeInBo s
OONBIIMHCTBA TOMYJSPHBIX S3BIKOB IPOrPAMMHUPOBAHMS LIEHIEPOB, CHELM(DUUHBIE S3BIKU
POTrPaMMHUPOBAHUS LIEHIEPOB MOTYT HCIIONIB30BaTh APYTYIO KIACCU(PHUKAIIHIO.

B Kax[plii MOMEHT BBIIIOJIHEHMS MPOTPaMMBbl aKTHBHA JIMIIb OJHA I1apa, COCTOSAIAs U3
BEPLIMHHOIO U IIUKCEIBHOIO Lenaepa. B ciydae, eciiu nporpaMMHUCT HE yCTaHOBUJI aKTUBHOU
napsl IIeHAepoB, paboTaeT CTaHAAPTHBINA IICHAEp, KOTOPBIM 00€CIeunBacT BCIO CTaHIAPTHYIO
¢yHKunOHANBHOCTh Tpaduueckorr Oubanorexkn (OpenGL wumu  DirectX). OObyHO mapy
BEPILIMHHBIX U (P)parMeHTHBIX IIEHAEPOB HA3bIBAIOT IPOCTO WEUOEPOM.

BepmmaHble 1meiiepsl UMEIOT LENbl0 M 3ajadeil 00pabOTKy KaKJOW BEpLIMHBI H
HaXO0XJICHUE €€ KOOPAMHAT C y4EeTOM MaTpulbl MOACIUPOBAHUA MU IPOYHUX, 3ABUCSAIIUX OT
3aJlyMKHU IIPOIPaMMMCTA, YCJIOBHU. [l 3TOro BEPIUMHHBIN IIEUAEp IOIydYaeT BCE IapaMeTphl
BEPLIMHBI (KOOPAUHATHI, LIBET, TEKCTYPHbIE KOOPAUHATHI U T.1.). Takke OCHOBHas Imporpamma
MOXET NepeAarh Iueiaepy Jo0ble Apyrue, OIpeneNseMble MPOrPaMMHUCTOM, MHapaMeTphl,
BKJIIOYAsi COBEPIICHHO IPOM3BOJIBHBIC, MMEIOIIME CMBICA TOJIBKO JUIS BBIINOJHEHHUS OOIen
3agaun. Tak, Kk mpumepy, meiaepy MOXeT ObITh MepelaH MapaMeTp «CUila BeTpay», KOTOPBIH
COBEPUIECHHO HE MPUBSI3aH HU K KaKOMy CIoco0y NpPEACTaBIECHUS TPEXMEPHBIX OOBEKTOB, HU K
kKakomy rpaduueckomy API. D10 mpocto mapamerp, KoTopslid OyneT oOpabaTbiBaTbcs BHYTPU
menaepa.

daxTuyecku, mpu 00pabOTKe Kax 10 BEPIIMHBI 3aIlyCKAeTCsl BEPIIUHHBIN IIeHaep.
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[IukcenbHbIe MERAEPHI UMEIOT CBOEH LIEJIBIO PACYET LBETA KAXKIOTO MUKCENS U 3HAUEHUS
rIyOuHBI (00BIYHO, TIIYOMHY PacCUMTHIBATH HEOOS3aTENbHO) MW BBIHECCHHE PEIICHUS O TOM,
YTO TMMKCENIb BBIBOAUT HE HaAo. lIukcenbHbIN MmIelaep MOMy4yaeT Ha BXOJE TEKCTYpHBIC
KOOPAHMHATHI, COOTBETCTBYIOIIKE 00pabaThiBaeMOil TOUKe, MPUMEIINBAEMBIN [BET U, BO3MOXHO,
HEKOTOpbIE Apyrue napameTpbl. Ha OCHOBaHMM 3THUX JAHHBIX OH PACUHUTHIBAECT LIBET TOYKU U
3aBepiaeT padborTy.

[MukcenbHBI MIEHEp BBI3BIBACTCS PU 00PaOOTKE KAXI0H JBYMEPHOI TOUKH.

Heo6xoauMo 4yeTko moHUMaTh, YTO MIEHIEpHl pabOTarOT pa3AeiibHO APYT OT Apyra, UMH
MO>KHO MOJAMEHUTh HE BCE YACTH PEHJIEPUHIA U 3TO HAKJIAJbIBAET 3HAUUTEIIbHbIC OTPAHUYCHUS
Ha BO3MOXKHBIC B peasi3aliy MIei1epaMu aarOpUTMBI.

Puc. 1 ummoctpupyeT, Kakue 3Tambl peHICpUHTa MOAMEHSIIOT cO0O0W MUKCEIbHBbIE U
BEpLIMHHBIE IEHIEPBHI.

l

IIpeodpasoBaHIe H 0CBeIIEHHE | == BepImHHLIT meiimep
PacTepHzamma
OnpeneseHne MEeTA TOMKH | = PparMeHTHBIH MIeILTep

|

Puc. 1. Dransl pernepunra, mogMeHseMbIe IIei1epamu.

3. lHleiinepHblie A3bIKN, UX CPABHEHHUE, IJIIOCHI 1 MUHYCHI.

3.1. SA3bik meiinepoB RenderMan

3.1.1. Yo Takoe RenderMan?

OTO CTaHIApT OMMCAaHUS TPEXMEPHBIX MAHHBIX IS MX TOCIEAYIOUIeH BU3yalu3alliu
(opummanpHOE  ompeseneHuWe: ''ITO  CTaHIAPTHBIA  HMHTEpEic MeXIy mporpaMmmamMu
MOJEIUPOBAHUS. M  pEHJAEpPHHra s CO3JaHus  (OTOPEATUCTUYHOIO  KadyeCTBEHHOTO
n3o0pakeHus").

Taxoke Hambonee yacTo mMoj 3TUM 1moja cioBoM RenderMan '"ckpwiBaeTcs" MHpOIyKT,
ocymecTBisommi peraepur u3 Rl, To ectp peanuzarus ¢upmsl Pixar "Pixar's PhotoRealistic
RenderMan product", cokpamenno PRMan.

RenderMan-cranmapT ucnosnb3yetcs ¢ 1987 rojga MHOTMMHU W3BECTHBIMH KOPTIOPAITUSMH,
MIOTOMY O HEM M FOBOPST, KaK O CTAaHJApTE B COBPEMEHHOM MHPE PEH/IEPHHTA.

3.1.2. SI3bik meiinepoB RSL

OnHoii wu3 ocHoBomonararommux wuaeii RenderMan crama wuaess HEOOXOTUMOCTH
CIELHUATBLHOTO MPOTPAMMUPYEMOTO OCBEILIECHUS JIs JIOCTHKEHHUS BO3MOKHOCTU PEHIECPHUHTa
BBICOKO(OTOPEATMCTUYHBIX H300pakeHHni. PesynpTaTomM pa3paboTOK B ATOM 00JaCTH CTaio
onucanue s3bika RenderMan™ Shading Language, onmyGmukoBanHoe B 1990 romy B8 ACM
Computer Graphics.

RSL — 310 ocHOBanHbI# Ha C SI3bIK, CIIEHUATBHO CO3JaHHBIN /17151 HAITMCAHUS ILIEU]IEPOB.
N3-3a Toro, yto oH ocHoBaH Ha C, OH COXpaHWUJ MHOTME CBOWMCTBA ATOro si3bika. RSL ouenn
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IIOXO0’K Ha COBPEMEHHBIE SI3bIKM NTPOTrPaMMHMPOBAHUS IIEHAEPOB U I HETO CYLIECTBYIOT COTHHU
TOTOBBIX IIEHEPOB, KOTOPHIE HAXOAATCSA B CBOOOJHOM JIOCTYIIE€ B CETH UHTEPHET.

‘ e Jlns Tex, KOMYy CTajg0 UHTEPECHO. ..

RSL nmeer cnenyromue BUbl JaHHBIX:

1) Yucnmo ¢ maBaromeid TOYKOW — 4TO MHTEepecHO, B RSL Her membix
YUCEIl, OHU TOKE NPEACTABIIOTCA YACIAMU C TJIABAKOLIEH TOYKOM.

2) JlanHBIE O LIBETE — TPEXMEPHBIA BEKTOP M3 TPEX YHCEN C IUTaBaroen
samsroit. Kaxknoe u3 Tpex umcen mpencraBiseT co00il MHTEHCUBHOCTH
COOTBETCTBYIOIIEH KOMIIOHEHTHI [IBETA B LIBETOBOM IpocTpaHcTBe RGB.

3) Bekrophl, Toukun W HOpManu. PaHee, Bce Tpu Tura OOBEIAUHSINCH B
OJIMH, HO B HOBBIX BEPCHUAX MNOSBUIIOCH pa3/ieieHHe, B OCHOBHOM OHO
0a3upyercss Ha CMBICIIE TOTO, YTO MPEACTaBIsIET COOOU TpUaaa 4ucen ¢
IJIaBAIOIIEH 3aIIATOMN.

4) Matpunsl npeobpa3oBanus. Marpuibl NpeoOpa3oBaHUs YAOOHBI JUIS
nepexoja W3 OJHOM CHCTEMBbI KOOpPAMHAT B JApyryro. Takxke OHH
MOJIC3HBI JJI MPEeoO0pa3oBaHUS CHCTEM KOOPAWHAT W JJIsi TIOCTPOCHUS
MPOEKITUH.

5) Crpoku. Yame Bcero CTPOKH BBIIOJIHAIOT pPOJIb HWMEHOBaHHBIX
KOHCTAHT.

6) MaccuBbl. MaccuBbl MOJE3HBI AJIs NEpeAaun LeHaepy LENoro crimucka
OJIHOPOJIHBIX [TapaMEeTPOB.

['moGanpHBIC IEpEMEHHBIE.

B 3aBUCHMMOCTH OT CBOErO THUIlA, KAKIbIM IICHAEp MMEET ONpEACIICHHbIN
HaOoOp TIOOATBHBIX TEPEeMEHHBIX. OTO TMEpEeMEHHBIE, KOTOphIE B
00513aTeIbHOM TOpSAAKE HYXHBI I paboThl Ieiizepa, HapUMEp BEKTOP
HarmpaBieHus: Kamepbl. Hexoropeie n3 Hux read-only, mpyrue ske BbI MOKETe
repe3anucarb CBOMMHU 3HAYCHUSIMH.

Cpasnume szvik RSL u saseik GLSL, onucanuvui uuoice. Umo ux
POOHUM U umo omaudaem?

3.2. SI3pik meiinepoB Gelato

3.2.1. Yro Takoe Gelato?

NVIDIA Gelato npeacraBnser co60ii OpUrHHAIBHYIO THOPUAHYIO CHCTEMY PEHICpUHTa
N300paKEHUH M aHUMAallUd TPEXMEPHBIX CLIEH U OOBEKTOB, HMCIIOJIB3YIOUIYIO Ul pacueToB
[EHTpaJIbHbIE MPOLIECCOPHI U amlapaTHble BO3MOXHOCTH MPO(PECCHOHANBHBIX BUICOKAPT CEPUU
Quadro FX.

OcCHOBOMONAralOMUM  MPUHLIUIOM, KOTOPOTO HEYKOCHHTEIbHO MPHICPKUBAIOTCS
pa3pabOTUMKH, SIBISETCS OECKOMIPOMHCCHOE KauyecTBO (UHAJIBLHOTO H300pa)keHUs, He
OTpaHUYEHHOE HHMYEM, B TOM YHCJIE - COBPEMEHHBIMH BO3MOXXHOCTAMHU BHIeoKapT. Kak
IPOM3BOJICTBEHHbI HMHCTPYMEHT, CIOCOOHBIH cO37aBaTh KOHEYHBIH MPOAYKT BBICOKOIO
kadectBa, Gelato npenHazHaveH A7 po(ecCHOHANTBHOTO UCIIOIB30BAHUS B TAKMX O0JIACTSIX KaK
KHHO, TEJICBU/IEHUE, IPOMBIIICHHBIN TU3aliH U apXUTEKTYpHbIE BU3yalIU3aLUH.

Gelato sBnseTcs HE MPOCTO HPOTPaAMMOIl C MpenonpeAeTeHHbBIM HaOopoM (yHKITHI
peHzepuHra. Oto rubkas pacimiupseMas IOporpaMMupyemasl cHcTeMa, KOTopas MOXKET ObITh
MHTEIPUPOBAHA B CYLIECTBYIOLIUI IIPOU3BOACTBECHHBIN KOHBEHED.

3.2.2. SI3bik meitnepon Gelato
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s IIPOrPaMMHUPOBAHHUS el 1IepoB Gelato oOmamaer COOCTBEHHBIM
crienranu3upoBanHbIiM s3IkOM GSL - Gelato Shading Language. Co3manue koma mieiiaepoB
HOJHOCTBIO OMHMCAHO B JOKYMEHTAIUH.

Bce marepuanbnbie mieiaepbl Gelato yclnoBHO nensiTcsi Ha TpU TPYNIBI - MIEHIEPHI
cBOWCTB  moBepxHOcTH, displacement-meiinepsl u  meiiaepsl  00beMHBIX (P (HEKTOB.
VMHHOBAIIMOHHON BO3MOXKHOCTBIO SIBJISIETCSI BOBMOYKHOCTH 3aJIaHHsI MHOTOYPOBHEBBIX IIEHICPOB
TSt 0oJiee TOYHBIX 3(PPEKTOB. ..

3.3. OpenGL-pacuimpennss GL_ARB_VERTEX PROGRAM,
GL_ARB FRAGMENT PROGRAM
Otn pacmmpenuss OpenGL BBenn BO3MOXKHOCTh HalKMCaHUS BEPIIMHHBIX U MUKCEIbHBIX
HICHIEPOB Ha S3BIKE, CXOKEM C SI3BIKOM acceMouepa.
VY Takux menaepoB ObUTA OYEBUIHBIC MUHYCHI:
e CuibHOE OrpaHUYCHHE HA 00Ilee KOJIMYECTBO KOMaH/I B IIeiepe
e Huskuit ypoBeHb si3bIka pa3paboOTKu
e HenocraTouHbie BO3MOXKHOCTH SI3bIKA

3.4. S13bik meiinepoB CG ot NVidia
Azpixk meigepoB CG mosBuiacs B 2002 roxy. OTIMYMUTENBHONM 4YEpTOM sBIISETCS
ucrnonp3oBanue C-mogoOHOro cuHTakcuca. [loaaepKUBarOTCs ITUKIIBI, YCJIOBHBIA OMEpaTop,
¢yukuuu. Kpome TOro, rimaBHBIM HOBIIECTBOM OblIa TPAHCISILHMSA IIEHAEPOB, HATMCAHHBIX HA
CG, Ha TOT HHM3KOYPOBHEBBIM A3BIK MICHAEPOB, KOTOPHIA MOMJIECPKUBAET KOHKPETHAS
BHJICOKApTAa, Oyapb TO pacLIMpeHust GL ARB VERTEX PROGRAM,
GL ARB FRAGMENT PROGRAM wunu cnenuduyuHble pacuiupeHust BUICOKAPTHI.
OueBuHbIE IPEUMYIIIECTBA!
e SI3BIK BBICOKOT'O YPOBHS
e Moxet npumeHsaThcs kak ¢ OpenGL, Tak u ¢ DirectX
e MokeT NpUMEHATHCS Ha CaMbIX Pa3IMYHbIX BUJEOKApTaxX 3a CYET KOMIWISLIUU B
HU3KOYPOBHEBBIH HIECHACPHBINA SA3bIK BUICOKAPTHI.
Henocrarkn:
e lcnonp3oBanue CG TpeOyeT MOCTaBISATH BMECTE C OCHOBHOM MPOrpaMMON W
IUHaMuyeckue JuHKyemble Oubmuoreku NVidia CG, xkoropsle HMMEIOT
IIPWIMYHBIN pa3Mep.
e JSI3BIK HE CTaj] CTaHJAPTOM.
e SI3BIK 3aTOYEH rIaBHBIM oOpa3zoM moja BuacokapThl NVidia

3.5. s3Ik meiigepoB GLSL
A3k meiinepoB GLSL 6bu1 BBeneHn B obpamenue ctanaaptroM OpenGL 2.0. OH oueHb
noxox Ha CG, B TOM 4YHClI€ T€M, YTO 3Tall KOMIWIALHUHM TaKKe NMpUcyTcTBYyeT. OIHAKO 3TO
CTaHJApT, KOTOPBIM BBIHYXAEHBI COONIOATh BCE MPOM3BOJAUTENM BHIEOKapT. bomee Toro,
BUCOKAPTHl JIOOOTO HOBOTO KPYITHOTO WIPOKAa HAa PHIHKE BHUICOKAPT OyIyT BBIHYXICHBI
nojaepxxkuBaTh GLSL. Kak B 3THX n3MeHUBIIUXCA yClIoBUAX noseneT cedst NVidia u HacKoIbKo
ONTUMAJbHO OHAa cMOXeT peanu3oBarb B CG MoOgAEepkKKYy HOBBIX BHAECOKAPT CTOPOHHUX
MPOU3BOIUTENEH — OOBIION BOMPOC.
OueBHIHBIE TPEUMYIIECTBA!
e  SI3BIK BBICOKOT'O YPOBHS
e TaxKe MOXKET IPUMEHATHCS Ha CaMbIX PAa3JIMYHBIX BUICOKapTaXx.
e [loanepxkan cranmaprom OpenGL 2.0
e Jlognepxkka GLSL Briouaercs B cranpaptHele gapaiiBepel OpenGL. Hx
npUMEHEeHHEe He TpeOyeT MCII0JIb30BaHMsl OOJIBIINX JOMOJHUTEIBHBIX OMOINOTEK.
Henocratku:
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e Her nonnepxku DirectX

3.6. S3bikm weiinepos aAas DirectX

B DirectX B cBoe BpemMsi TakkKe CyIIECTBOBAT HHU3KOYPOBHEBBIM  SI3BIK
nporpamMmmupoBanus meiepos. Ceituac B DirectX mojiepXKuBacTcss BHICOKOYPOBHEBBIN SI3bIK
meiinepoB HLSL. On noxox Ha CG u GLSL u saBnsercs cranmaprom ans DirectX. CosceM
HenaBHO Kopropammss ATI BellycTmina B CBET yTWIMTY, KOHBEPTHPYIOLIYIO IIEUIEPHI,
HanucaHHble Ha s3bike HLSL, B melinepsl Ha GLSL. DTOT (akT roBOpuUT O COBEpIICHHON
UACHTUYHOCTU (PYHKIMOHAIBHOCTU 000UX SA3BIKOB.

4. S13pIk nporpamMmupoBanus meinepos GLSL

4.1. OcHoBHbIE THIIBI JaHHBIX. O0bsIBJIeHHE TePEeMEeHHBIX
Ocnosuble Tl AaHHbIX GLSL nepeuncnens: B Tabm. 1.

bool Amnanornuno C/C++

int Ananornuno C/C++, HO TapaHTUPYEMBI CTaHIAPTOM pa3mep 2 Oaiita
(MOXeET OBbITh OOJIBIIIE)

float Amnanoruuno C/C++

vec2 2-MEepHBI MaCCHB BELIECTBEHHBIX YUCEI

vec3 3-MepHbIif MaCCHUB BEIIECTBEHHBIX YHCEI

vecs 4-MepHBI MAaCCHB BEUIECTBEHHBIX YUCEI

bvec2 2-MepHBI MacCUB OYJIEBBIX EPEMEHHBIX

bvec3 3-MepHBIN MacCUB OYyJIEBBIX IEPEMEHHBIX

bvec4 4-MepHBbIi MaccuB OYJIEBBIX MEPEMEHHBIX

ivec2 2-MEpHBI MAaCCHUB LIEJIBIX YHCEN

ivec3 3-MepHBIH MacCUB IEINBIX YUCell

ivec4 4-MepHBI MACCUB IIEJIBIX YHCEI

mat2 MaTpula 2 Ha 2 BEIIECTBEHHBIX YHCEN

mat3 Matpula 3 Ha 3 BEUIECTBEHHBIX YNCET

mat4 Marpuiia 4 Ha 4 BEIIECTBEHHBIX YHCEI

sampler1D CCBUIKA HA OJHOMEPHYIO TEKCTYPY

sampler2D CCBUIKA HA IBYMEPHYIO TEKCTYPY

sampler3D CCBUIKA HA TPEXMEPHYIO TEKCTYpPY

samplerCube CCBUIKA Ha KyOHYECKYI0 TEKCTYpYy

sampler] DShadow | cchuika Ha OTHOMEPHYIO TEKCTYPY TIyOHH

sampler2DShadow | ccblika Ha IByMEpPHYIO TEKCTYpY INTyOuH

Taom.1. OcuoBHble TUIBI faHHBIX GLSL

B GLSL kak u B C/C++ MOTyT 3a/1aBaThCsi MACCUBBI, CTPYKTYpPHI, GyHKIIUU. OOBsSBICHNE
nepeMeHHbIX uaeHTHIHOo C/C++. ['obansHbIe IEpeMEHHbIE ¢ OJMHAKOBBIMA UMEHAMH B 00OHX
mieiiiepax CUMTAIOT WACHTHYHBIMU. KpoMe Thma mepeMeHHOW y TepeMEHHOW MOXKET ObITh
OOBSIBIICH OJIUH U3 omucaTenei (cM. tadm. 2).

const KOHCTaHTa

attribute NepeMeHHas, nepeaaBaeMasi BEpIIMHHOMY HISHAEPY € KaXJ0i BEpIIMHON

uniform TepeMeHHas, repeaaBaeMasi menepy U3 OCHOBHOM MPOTrpaMMBbl

varying NepeMeHHas, epeiaBaeMasi U3 BEpIIMHHOTO Ieiepa B (hparMeHTHBIH,
WHTEPIOJUPYETCS BJIOJIb TPAHH C YUETOM MEPCIIEKTUBBI

Taoi. 2. OCHOBHBIE OIUCATEIN
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Onucarenp NUIIETCs NEPE] TUIIOM IEPEMEHHOM, HallpUMep

varying vec3 normal;

4.2. OcHOBHbIE KOHCTPYKIHNH A3BIKA.
GLSL mnonnepxxuBaeT modtu Bce pacmnpoctpaneHHble B C/C++ apudmernyeckue,
Joruyeckue u 6utosbie onepaTopsl. [loanepKuBaroTCsS KOHCTPYKTOPBI, HAIIpUMeEp

vec2 v = vec2(1.0, 2.0);

Ecnu B mapamerpax KOHCTPYKTOpa YKa3aHO TOJIBKO OJHO YUCIIO, TO UM
MHULAATU3UPYIOTCS BCE KOMITIOHEHTHI BEKTOPA.

vec?2 = vec2(1.0);

st qoctyma K KOMIIOHEHTaM BEKTOPOB (vec2, vec3, vec4) UCIONMb3YIOTCS TPU Pa3HbIX
IpOCTpPaHCTBA UMEH. (X, Y, Z, W) — YJOOHO JUIsl BEKTOPOB B MPOCTPAHCTBE, (T, g, b, a) — y106HO
JUISL BEKTOPOB 1IBETA, (S, t, P, q) — YA00HO JUIs TOCTyIa K BEKTOPaM TEKCTYpPHBIX KOOpJIUHAT.

vecd v;

v.x = 1.0;

v.y = 1.0;

v.z = 1.0;

v.w = 2.0;

vec3 v2 = v.rgb;

Taxke MOXXHO oOpamarbCsi K KOMIOHEHTaM BEKTOpa WHIEKCHO, Hampumep v[0] Oynmer
UACHTHUYHO V.X.

vec?2 v;
v[0] = 1.0;
v.y = 2.0;

Ecnu m — sTo marpuna, To m[0] 6yner coorBercTBoBaTh 0-My cTOJIOIY MaTpullbl, a m[i,
j] — snemenTy matpuisi (i, j).

matd m;
m[2] = vecd4 (1.0, 2.0, 3.0, 4.0);
m[0][0] = 1.0;

Jns paGoThl C MHKCENSIMH B TEKCTYpE HCIONB3YIOTCS crenuanbible (QyHKiun. C
nomombio GyHkuu vecd texture2D(sampler2D sampler, vec2 coord) MOXHO TMONTYYUTH IBET
NHUKCeNs B TEKCType IO 3aJaHHBIM KOOpAMHaTaM. Bbl MoxeTe 3amaTh JOObIE TEKCTypHBIE
KOOPJIMHATHI, COBEPUICHHO HE 3aBUCSIINE OT pEallbHBIX pa3MepoB TEKCTYpHl (HAmpHMeEp, OHH
MOTYT OKa3aTbCs IJIe-TO MEXKIY pealbHbIX MHUKCeNeH TeKcTyphl). TeM He MeHee, omHchiBacMast
(GYHKIMS BO3BpAaTUT BaM NPHUOIIKEHHBIN I[BET MUKCENs, KAaKUM ObI OH B 3TOI TOYKE JOJDKEH
ObUT OBITH, €clii OBl TEKCTypa HE COCTOsUIa M3 IUCKPETHBIX NMUKCEeNel, a Obuta Obl eqUHON U
MOHOJIMTHOM.

uniform sampler2D texturel;

void main (void)
{
vec3 tempColor = texture2D(texturel, gl TexCoord[0].xy) .rgb;
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GLSL mnoanepxxuBaer omeparop ycinoBusi, nukiel for, while, do while, xomanmb
nepexoqoB continue u break, a Takxke omeparop discard, TpeKpamIarOIINii BBHITIOJHEHUE

IporpaMMBbl U 3ampeniaromuil 00padboTky nukcens. Taxke moanepKUBaroTCs QyHKITUH.
float value = gl TexCoord[O0].x;
if (value > 0.5)
{

discard() ;

Jlns  Bo3BpaimleHusi pe3yinbrata pabOThl BEPUIMHHOTO Ieiiiepa  CYyIIECTBYIOT
npenonpeaeneHHsie nepeMenHbie gl Position (vec4, comepX UT KOOPAMHATHI BEPIIUHBI),
gl PointSize (float, conepxut pasmep Toukn), gl ClipVertex (vec4, KOOpAUHATHI JJIs1 POBEPKHU
Ha OTCEUYEHHUE).

st Bo3BpaieHus pe3ysibrara paboThl (parMeHTHOTO IIeiiepa B MPOCTEHIIIEM ClTydae
UCTIONB3YIOT Tpenonpenenennyo nepemennyio gl FragColor (vec4, coaepKuUT LBET MHUKCENs).
Takxe [OBOJBHO 4YacTO pAacCUUTHIBAECTCA TJIyOMHA, KOTOpash 3aHOCUTCS B NEPEMEHHYIO
gl FragDepth.

Taxke B BEpIIMHHBIN IIEHAEp MepeAaroTcs CleAyIoUUe MNpelonpeaeIeHHbIe
nepemennbie: gl Color (vec4, uBer mns Bepmmubl), gl SecondaryColor (vec4, uBer ms
BTOprYHOM BepiuHbl), gl Normal (vec4, Hopmans k Bepmune), gl Vertex (vec4, KoopaAHHATHI
BepunHbl), glMultiTexCoord0 (vec4, TekcTypHble KOOpAUHATHI A7 O10ka 0) u T.J1.

Taxxe B mieiinep mnepemaroTcss M HEKOTOPbIE ApPYTHE IEpPEMEHHbIE, a S3bIK UMEET
HEKOTOphIe JIpyrue OoraTble BO3MOXKHOCTH, HAalpUMep, pPa3JIUYHbIE JIOTOJIHUTEIIbHBIC
MaTemaTuueckue onepauuu. OAHAKO MPUBEIEHHOTO JOCTATOYHO JJISi OLIEHKH MOIIM SI3bIKa B
0030pHBIX HETAX.

4.3. CTanaapTHBIN IUKJ PadoThI 1Ieigepa.

Jlng o6paboTKM Ka)KAOW BEpPLIMHBI BBI3BIBAETCS TEKYIIMH BepIIMHHBINA wmeiaep. OH
IOPOM3BOJIUT TepepacyeT KOOpAMHAT BEPUIMHBI, a TaKXe pacUMUThIBA€T 3HAYEHUS varying-
NIEPEMEHHBIX, KOTOpbIe OyJIyT WHTEPIOIMPOBATHCS MO TpaHU. BumeokapTa mMpou3BOAMT pacyer
TEKCTYPHBIX KOOPJMHAT (TaKKe C IMOMOIIBIO MHTEPIOJSALUHN), HAXOAUT TEKYIIUX 3HAYCHHS
OINpEENIEHHBIX MPOrPaMMUCTOM U MPEIONPEICIIEHHBIX varying-mepeMeHHbIX ISl KaXA0ro
IUKCEJIsl ¥ BBI3bIBAET (TaKKe AJIS KaKIOoro MUKcess) pparMeHTHBIN meiiaep. OH Mpou3BOAUT ¢
Y4ETOM BCEX PACCUMTAHHBIX IapaMEeTPOB pacyeT KOHEUHOro IBera mnukcens. HecMmoTps Ha
OpoCTOTY pabouero UK meiaepa, menlaepsl MO3BOJSAIOT BOIUIONIATh CIOXKHbBIE U MHTEPECHBIE

3P PEKTHI.
4.4. Ilpumep npocreiero meiaepa

// Simple vertex shader
vold main (void)
{

gl Position = gl ModelViewProjectionMatrix * gl Vertex;

// Simple fragment shader
uniform sampler2D texturel;

vold main (void)

{
vec3 tempColor = texture2D(texturel, gl TexCoord[0].xy) .rgb;
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gl FragColor = vec4 (tempColor, 1.0);

Pazbepem, uto gemaer sToT miekaep. EAMHCTBEHHAs CTpoka BEPIIMHHOTO IIeiaepa
paccUuTHIBAaCT KOOPAMHATHI TPEXMEPHOW BEPILIMHBI W 3aHOCUT UX B NEPEMEHHYIO Tuma vecs
gl Position. DTo mnpoucxomuT myTeM TMepeMHOXKEHHs BekTopa gl Vertex, coaepiKaiiero
KOOpJAMHATHI BepIInHbl, 1 MaTpulsl gl ModelViewProjectionMatrix.

B nukcenbHOM 1ueliepe nepBOM CTPOUKOM MbI 3aHOCUM 3HAUYECHHUE IIBETA U3 TEKCTYPbI
texturel mo TeKyIIMM TEKCTYypHBIM KOOpAHHATaM B nepeMeHHyto tempColor Tuna vec3. Bropoii
CTPOYKOM MBI 3aHOCHMM J3TOT IiBeT B mepemeHHyio gl FragColor, HO T.k. oHa Tuma vec4,
nobasiisieM, 4yto alpha-znauenue nBera = 1. Takum 00pa3oM MBI pacCUMTHIBAEM IIBET TEKYIETO
MUKCEs.

4.5. Ilonkarouenune mweiiepos Ha GLSL k ocHOBHO# nmporpamme

void LoadShaderSource (GLhandleARB shader, const char fileName[])
{
std::string shaderSrc = LoadTextFile (fileName) ;

const char* shaderstring = shaderSrc.c str();
const char** pshaderstring = &shaderstring;

glShaderSourceARB (shader, 1, pshaderstring, NULL);

GLhandleARB vxShader, frShader, prObject;

vxShader = glCreateShaderObjectARB (GL VERTEX SHADER ARB);
frShader glCreateShaderObjectARB (GL FRAGMENT SHADER ARB) ;

LoadShaderSource (vxShader, vxFileName) ;
LoadShaderSource (frShader, frFileName);

glCompileShaderARB (vxShader) ;
glCompileShaderARB (frShader) ;

prObject = glCreateProgramObjectARB() ;

glAttachObjectARB (prObject, vxShader);
glAttachObjectARB (prObject, frShader);

glLinkProgramARB (prObject) ;

Tak BBIMIAAUT IPOCTEUINUN INpUMEpP KOMIWIALMM IuekaepoB. B nemax ysenuyeHus
MOHUMAEMOCTH B NpuMepe o0paboTka ommbok He mpousBoautcs. vxFileName u frFileName
cojepxar uMeHa (HailyioB, COAEp)KAIIMX MCXOAHBIM KOJ COOTBETCTBEHHO BEPLIMHHOTO U
(dbparMeHTHOTO MICH IEPOB.

Komnunsiiust  cocTouT B ClHEOyIONIeM: CHayajga Mbl  CO3JaeM  OOBEKTHI
GL VERTEX SHADER ARB u GL FRAGMENT SHADER ARB, 3areM cBsi3pIBacéM HX C
UCXOAHBIM KOJIOM, 3aTéM KOMIWIUPYEeM KaXIOW IO OTIAEIbHOCTH, CO3[1aeM OOBEKT
GL PROGRAM OBJECT _ARB, cooTHOCMM C HUM OTKOMIIMJIMPOBAHHBIC BEPIIUHHBIA U
dbparMeHTHBIN HIEHACpPHl U JUHKYEeM 3TOT 00bekT. [locie 3Toro mporpamMma MOXET cAeNaTh
nieiaep akTUBHBIM. /[enaeTcs 3To Tak:
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glUseProgramObjectARB (prObject) ;

OTKIIOYNTD HIEHEepH! (T.€. 3aMEHUTh YCTAaHOBJICHHBIE IIEHAEphl HA CTAaHIapPTHBIN):

glUseProgramObjectARB (0) ;

W ynanute meinepsl U3 naMsTH:

glDeleteObjectARB (vxShader) ;
glDeleteObjectARB (frShader) ;
glDeleteObjectARB (prObject) ;

Taxxke OCHOBHasg IporpaMma MOXKET IepelaTh Lieiaepy Kakue-1ubo mapaMmerpsl,
HanpuUMep, ¢ MOMOLIbIO TAKUX MPOLETYP

bool
{

bool

bool

SetUniformFloat (const char* name, float value)
int loc = glGetUniformLocationARB (prObject, name);
if (loc < 0)
{
return false;
}

glUniformlfARB (loc, value);

return true;

SetUniformTexture (const char* name, int texUnit)

int loc = glGetUniformLocationARB (prObject, name);
if (loc < 0)
{

return false;
}
glUniformliARB (loc, texUnit);

return true;

SetUniformVector4D (const char* name, const CVector4D& value)

int loc = glGetUniformLocationARB (prObject, name);
if (loc < 0)
{

return false;
}
glUniform4fvARB (loc, 1, value);

return true;
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B mapamerpax mporenyp name — CTpoka ¢ UMEHEM IapamMeTpa, value — ero 3HadeHue,
texUnit — HOMep TEKCTYpHOIO YPOBHS (BCIIOMHMTE IOHSITHUE MYIbMUMEKCIMYPUPOBAHUsL). DTH
IpOLEAYPBl YCTAHABINBAIOT TapaMeTPhl JUIsl aKTUBHOI'O LIeHiepa.

5. O0aacTh NpMeHeHHs LIeiiIepoB

OcHOBHOE MpUMEHEHHE IIEHAEPOB 3aKIIIOYACTCS B pPealn3aluyu Celu(pUUHBIX MOJAEeH
OCBEUICHHUS U B pealTU3alliH Pa3InIHbIX GU3NIecKux 3(h(HeKToB.

Puc.

2. Phong mapping — ocBemeHue 10
moaenu @onra. Ha moBepxHOCTH 00BEKTa MBI
MOXeM HaOJt0/1aTh OJIMKH, KOTOPBIX HEIb3S
JMOOUTHCS TPU HUCTOIB30BAHUHM CTAaHIAPTHOTO
ocsemenust OpenGL.

Puc. 4. MMUTALUS
MHUKPOHEPOBHOCTEH 00BeKTAa. Dddekt
3aKJTFOYAETCS B TOM, YTO TOPYC HAa CaMOM JieJie

Bump mapping —

a0COJIIOTHO TJIaJKWM, OJHAKO IS  HEro
CyIIECTBYEeT KapTa HOpMallel, KoTopas
COOTBETCTBYET Ha0JIF0JaeMBIM

MHUKpOHEpOBHOCTSIM. Cam 3(dexT co3naercs
32 CYET  OCBCHICHUS,  3aBHUCAIICTO  OT
HaIIpaBJICHUS HOPMAJIU.

Puc.3. Dddexr crexmsiHHOrO0 00BEKTa. MBI
MOXEM HaOII0AaTh MCKAKEHHE TEKCTYPHBIX
KOOPJMHAT, COOTBETCTBYIOIIEE MPEIOMIICHHIO
Jy4da B CTCKIITHHOM I-Ia.I\/'IHI/IKe, qero
CTaHJAPTHBIMHU CPEJICTBAMH JJOCTHYb HEJIb3S.

Puc. 5. Dddexr BogHOU moBepxHOCTU. MMeeT
MHOKECTBO  BAapMAHTOB  peaju3alud  Ha
nieiiepax, dYaile BCEro €ro peaju3yloT C
MOMOIIbI0 KyOWYECKHMX TEKCTYpHBIX KapT,
coJiepKaIInx OKPY>KaIOIIYI0 BOJIHYO
MOBEPXHOCTh CPEAYy, U HEKOTOPOW IIIYMOBOi
(GYHKIIUM OT BPEMEHH, OT 3HAYEHHUS KOTOPOU
3aBHUCST UCKAKEHUS! HA BOJHOM MOBEPXHOCTH.

Puc. 2, 3, 4, 5 WmIOCTpUPYIOT HEKOTOPBIE M3 CHEIU(UUHBIX MOJIETEH OCBEUICHUS H
¢usnueckux 3¢p(HeKToB, KOTOPhIE YaCTO PeaTU3yloTCsi ¢ ImoMolIbio meiinepoB. Kak m3BectHo,
crannaptbeli OpenGL moanep:kKuBaeT MO CyTH TOJIBKO JBE MOJEIM OCBEIICHUS: MOJENb
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JlamGepra mnm Tak HaspiBaeMblid flat shading (y Bceit rpaHM oauHAaKOBasi OCBEIIEHHOCTh) U
mozaenb ['ypo wmm Ttak HasbpiBaembli Gouraud shading (OCBEImIEHHOCTH PaBHOMEPHO
UHTEpHonupyercs mo rpanu). C MOMOIIBI0 TyMaHa MOYXHO TakKe TOOUTHCS TPETHETO BapUaHTa
OCBEIIEHUS — OCBelIeHus 1o Z-0ydepy.

OnHako, BO-TIEPBBIX, MOJENEH OCBelIeHus ropaszno Oombme. OpHa U3 cambIX
MOMYJIAPHBIX ~Mojzenel ocBemieHuss — phong shading — crangaptaeiM  OpenGL  He
HoJ/IepKuBaeTcs (Ha THKCETbHOM YypoBHE). He mommepikuBaioTcss M Jpyrue, HMHTEPECHBIC
MOJIEJIA OCBEIICHUSI.

Bo-Bropeix, OpenGL BHOCUT orpaHuueHue Ha oOIlee YHMCIO UCTOYHHUKOB CBETa — HE
Oosee 8. B cBOMX peanuzanusax Ha HI€iaepax Bbl MOXKETE UCIIOJIB30BATh U OOJIBIIEE KOJIMUECTBO
UCTOYHUKOB CBETA.

Taxke OuYeHb YACTO WICHAEPHI HCHONB3YIOTCA I pEaTH3alud TaK Ha3bIBAEMbBIX
postprocessing-3¢g¢exToB. OHM NOTYYHIN CBOE Ha3BaHHE U3-3a TOrO, YTO PeAlM3aLUsi CaMOro
s dexTa TpOU3BOIUTCA TMOCIE peHAepuHra cieHbl. OOBIYHO MPOLECC pealn3alldil BBITJISIUT
CJIEZYIOLIM 00pa3oM:

1. CHauana penaepurcs 31-ClieHa.

2. OtpenaepeHHas clieHa OepeTcs B TEKCTypy, 3TO MOXHO CAejaTh KaKk MUHUMyM 4
crocobamu:
yepe3 glReadPixels (untaer BunmeoOydep B mamsaTh, HauboJIee HEONMTUMAIHHO)
yepe3 glCopyTexImage2D (dpynkuus uuraet Bugeodydep B TEKCTYpy)
yepe3 ucrnonb3oBanue p-buffer’a (BTopoii Mo onTUMaIbHOCTH CIIOCO0)
yepe3 wucnonszoBanue pacmupenus GL EXT FRAMEBUFFER OBJECT
(Hanbosee onTUMANIBHBIN CIOCO0, HO TPEOYET CBEKUX JPaiiBEPOB)

3. 3aTeM BO BeCh 3KpaH BBIBOAUTCS NMPSMOYTOJIBHUK C HAJIO)KEHHON Ha HEro MOJIy4eHHON
TEKCTYPOH, a MIeHep B 3TOT MOMEHT pealln3yeT KaKoh-In0o0 u3 21-(QuibTpoB.

Puc. 7. Blur (cMa3piBanue)

Puc. 8. Sepia (Cemnus) Puc. 9. Edge detect (BrigeneHue kpaes)
Puc. 6, 7, 8, 9 WUIIOCTPUPYIOT HEKOTOpPhIE M3 HaMOOJIEe YacCTO MPUMEHSIOMINXCS
postprocessing-3gQeKToB, OCHOBaHHBIX Ha IIeHaepax.

T
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YBenuueHue OBICTPOACHCTBUS — Takke onHa u3 Haumbonee »ddeKkTuBHBIX chep
INPUMEHEHHs IIeHIepoB. DTO CBA3aHO C TEM, YTO NPOIMYCKHAas CHOCOOHOCTh IIMHBI, 4epes
KOTOPYIO IaHHBIE HIyT HA BUJICOKAPTY, HE TAaK BEJIMKA, KAK TOT'O XOTEJIOCH ObI.

B cBA3M ¢ 3THUM, MMeeT CMBICI Kak MOXXHO OOJIbllle JaHHBIX JEepXkKaTb Ha CTOPOHE
BUJICOKAPTHI U KaK MO>KHO MEHBIIIE JAHHBIX OTIIPABIIATH KaX/IbIi HOBBII KaJp Ha BUJEOKapTy. B
YaCTHOCTH MOXHO pPacCMOTPETh CIEAYIOIUE IPUMEPBl ONTUMHU3ALUU C IPUMEHEHHEM
LIEHIEPOB.

1. Cucrema yactui. OOBIYHO CUCTEMBI YaCTUIL PACCUUTHIBAIOTCSI OCHOBHOW MPOTrPaMMOH,
a MOTOM Habop BEpUIMH M I'paHell HampaBiseTcsi B BUAEOKapTy Ha oOpaboTky. Oka3bIBaeTcs,
BBIMIPBIIT B CKOPOCTH MOXKHO TOJYYUTh, €CIU Pa3MECTUTh NEPBUYHBIM HAaOOp BEPIIMHHBIX
nanHbix B qucmuiennbix cnuckax wim VERTEX BUFFER OBJECT-e, koTopble pacnonararorcs
B [TaMATH BUACOKAPTHI, @ U3MEHATH ITOJI0KEHHS YaCTHULl C TOMOILBIO IIEHIEPOB.

2. Mop¢uHr Takke 4acTto peanusyercs ¢ MOMOIIbI0 IieiiepoB. HoBble KOOpIUHATEI
COOTBETCTBYIOIIEH BEPIIMHBI pACHOJAraloT B KaKUX-JTMOO BCIOMOIaTENbHBIX JAHHBIX,
Harnpumep, B KoopauHaTax Hopmainu. HabGop BepimmH pacronaraercsi B maMsTH BUJEOKAPTHI, a
UHTEPIOISINSA MeXy (hazaMu MOpQHHTa peanu3yroTcs Ha meiaepax.

3. CkenerHasi aHUMalMs TaKKe MOXeET ObITh peajn30BaHa Ha Iueiaepax (mpasna, ¢
HEKOTOPBIMU OTPAaHUYEHUSIMHU ).

4. JIroOble MCKaKeHHs OOBEKTa, HapHUMep, MO CUHYCYy WM KOCHHYCY, TaKXe JIErKO
peanu3yroTcs ¢ IOMOLIBIO EHIEPOB.

Bce npuBeneHHble ImpUMeEphl MOKa3bIBAIOT, YTO YBEIUYEHHUE CKOPOCTU MOMKET OBbITh
JOCTUTHYTO 3a CYET YMEHBIICHHS 00beMa NMepechlIaeMbIX TaHHBIX, 3a CYET Pa3MEUICHUS YaCTH
JaHHBIX B IaMATH BHUJIEOKApThl KAK CTAaTHUYHBIX M M3MEHEHMM B DPEAJILHOM BPEMEHHM HX C
MTOMOUIBIO IIEHAEPOB.

6. MeToabl ONTUMHU3ALUN LICHIEPOB

[IpuMeHeHne  CIIOKHBIX  HICWJIEPOB  MOXET 3HAUUTENBHO  3aMEIUTh  PaboTy
rpadudyeckoro KoHpeiepa. B CBf3M ¢ ATUM BO3HHMKAaeT MpoOjeMa ONTHUMHU3AIMH IICHISPOB.
MHorue MeToJpl ONTUMHU3AIMH OOBIYHBIX MPOTrpaMM IMOJOWAYT W IJIs IIEHZEpOB, HO €CTh U
HEKOTOpbIE crienuduuecKue:

e Huxorma He paccuMmThIBaiiTeé NpU KaXAOM 3allyCKe IIeiaepa TO, YTO MOXKHO
paccuuTaTh OJMH pa3 B OCHOBHOW IporpaMMe M IlepeAaBaTh LIEHAEpy Kak
napamerp.

e Hukorzaa He pacCUUTBHIBAaUTE B MUKCEIBHOM ILIEHJEPE TO, YTO MOKHO pPacCUUTATh
OJIMH pa3 B BEPLIMHHOM U IMEpeAaBaTh Kak MapameTp. YUTUTE, YTO BEPIIUHHBIE
HIel1epsl, Kak IPaBUiIo, BBI3BIBAIOTCS FOPa3o PEKe.

e MaxkcuMalbHO ONTUMH3UPYWTE LIEHIepsl BpyuHyro. He Hazeitech Ha TO, 4TO
KOMITHJIATOP IIEHEPOB CIEIAET ITO 3a Bac.

7. lIpodJemsbl coBMecTumocT B GLSL

Hecmotpss Ha 1o, uto GLSL mnonmnmepxan cranmaptrom OpenGL 2.0, cymecTtByroT
po6aemMbl coBMeCTUMOCTU. OTHON U3 TTIaBHBIX MTPOOJIEM COBMECTUMOCTH SBJISIIOTCS PA3INUUs B
peamuzaiun GLSL B gpaiiBepax kopmopamuii NVidia u ATI — Begymmx mnpou3BOIUTENCH
BHUJICOKAPT JIOOUTENBCKOTO Kiacca. Tak, Kk mpumepy, peammsanus ATI tpebyer crpororo
NpUBEJCHUS TUIIOB M HE JOIycKaercs AupekTuBbl include, moxakmiowaromeil k meinepy
3arosioBouHbIi (aiin. IIpu 3TOM MHTEPECHBIM MOMEHTOM SIBJISIETCS TO, YTO B JAHHOM acIleKTe
xoprnopauus ATI npaBa - e€ peanu3zanus 3Toro MomeHTa coorsercTByeT cranaapry GLSL. 3ato
koprnopanus NVidia peanu3oBana HEKOTOPBIA (PYHKIIMOHAM, BBIXOASAIINN 32 paMKH CTaHIapTa,
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OUYEBUIHO JUIsL OOJbINEH HIEHHON coBMeCTUMOCTH co cBouM JaetuiieM — CG. DTo MpUBOAMT K
IIyTAHULIE CPEIU IPOrPAMMUCTOB.

3Ty 0COOEHHOCTH HEJB3s1 HEJOOIeHNBaTh. HecMOTps Ha MpOCTOTY OOHApY KEHUs TaKO
po0JIeMbl COBMECTUMOCTH, OHA 4acTO BCTPEUAETCS B PEaJIbHO CYLIECTBYIOUIMX MpoekTax. Kak
MOKa3bIBAaCT MPAKTUKA, YaCTO AK€ M3BECTHBIC aBTOPHI KHUT MpEeHEOperarT TeCTUPOBAHHEM U
UX TpUMEpbl COJEepXaeT MLIeHaepbl, KOTOpble pPabdOTalOT TONBKO Ha OIpPEIEIEHHOM
IIOJIMHOKECTBE BUICOKAPT.

Pestomupys, HenoolneHka onucaHHOW NMpoOOJIEMBbl HU K YEMY XOpPOLIEMY INPUBECTH HE
MOJKET.

Jpyroii mpobiieMoli COBMECTUMOCTH SIBIISIETCST TO, YTO MPOTPaMMa 4Yamie BCEro JO0JDKHA
BBIMOJIHATHCSI HA MHOXKECTBE KOMIIBIOTEPOB C pa3HbIMU KOHGUrypamusmu. B Takom ciydae,
0O0JIBIIIYIO POJIb UTPAET TO, KAKOE KOHKPETHOE YMCIIO MIEHIEPHBIX UHCTPYKLUUN HU3KOTO YPOBHS
JIOTIyCKaeT KakJash KOHKPETHas BUJACOKapTa. BrosHe BO3MOXKEH Cilydail, KOrja Bbl HAIUIINTE
HIEHJIep HACTOJIBKO CIJIOXKHBIM, YTO HAa KAKOM-TO W3 BHUACOKAPT HE XBATUT IIEHIECPHBIX
MHCTPYKLUNI HU3KOI'O YPOBHS AJI1 KOMIWISLIMY BaILETO IIEHEpa.

O06e rnaBHBIE TPOOIEMBI COBMECTUMOCTH 3(H(HEKTUBHO MOKHO OOHAPY>KUTH JIUIIb OTHIM
OyTeM — BCECTOPOHHMM TECTUPOBAaHMEM Ha pa3JIMYHOM OOOPYIOBAaHUM U TINATEIbHBIM
M3y4YEHHEM alNapaTHbIX OCOOCHHOCTEN U BO3MOXKHOCTEH JMHEHKU BUACOKAPT BEAYIIUX (PUPM-
IIPOU3BOJUTEIEH.

[Tomumo 3Tux 1BYyX npoOaeM, HE CTOUT 3a0bIBaTh TPEThEN — IIEHEPhl MOAEPKUBAIOTCS
HE BCEMHM AK€ OTHOCHUTEIBHO COBPEMEHHBIMU BUACOKAPTAMHM U COBCEM HE IOIICPKUBAIOTCS
CTapbIMH.

8. 3akiouenue

Hleiineps! MpeaOCTaBIAIOT MPOTPAMMHUCTY MOIITHOE CPEICTBO UIS PEATN3aIiH CIO0KHBIX
TpexMepHbIX 3(]dekToB, postprocessing-3p(ekToB U yBenuueHus: oOIIero OBICTPOACHCTBHSL.
XOTS KauyecTBEHHOE HCIIOJIb30BAHME MLICHIECPOB — CIOXKHAs 3aja4a, TpeOyromas Haaudus y
OpOrpaMMHUCTa MHOXKECTBA  JIOTOJHUTENBHBIX 3HAHHWM, MPEUMYIIECTBA HCIOJIb30BAHUS
IIEiIEpPOB 3aMETHO MPEBBIIIAIOT HEOCTATKH.



