YK 004.925

Metoans! onTuMu3anuu nox OPENGL
© WU.B. Huxkan, O.C. benos

K® MI'TY um. H.D. baymana, Kanyra, 248000, Poccust

Paccmompenvt 0crogHbie MEMOObl ONMUMUZAYUU SPADUUECKUX NPUTOHCEHUL, HANUCAHHBIX C
ucnonvsosaruem OpenGL. Onucanvl Memoovl HUKOYPOBHEBO ONMUMUZAYUL, 8 MOM HUCTe
ucnonv3ylowue paznuunvie pacwupenus OpenGL. Tlpueedenvt yiyuuieHHble Memoobl Ompu-
cosxu epaghuueckux 06vexmos. Hznodcenvl mMemoovl usMeHeHus opmama papuyeckux
00beKmMo8 0J1s1 NOBLIUUEHUS NPOUZBOOUMENHHOCU KOHEUHBIX NPUTONCEHUI.

Knroueswvie cnosa: VBO, VAO, OpenGL, 3D-epagura, DXT, onmumuszayus, wetdepol,
MipMapping, Occlusion Query, Frustum Culling.

OnTtuMuzanusi peHJepuHTa SBISETCS BaKHBIM 3TalloM pa3paboTKu
KOHEYHOT'O MPHJIOKEHHUS, TOCKOJIBKY MO3BOJISIET YBEJINUUTh YUCIIO KapOB
B CEKYHJY, CHU3UTh TpeOOBaHMA K amllapaTHOMY OOECIEYEHHUIO B MPHUIIO-
KEHHUSAX PEalIbHOTO BPEMEHH, a JUIsl PEHIEPOB — YMEHBIINUTh BpeMs, 3a-
TpauMBaEMO€ Ha OTPUCOBKY KOHEYHOMW cleHbl. [Ipyn HapymeHnn npuHuu-
MOB ONTHMHU3AIMU Mbl MOXXEM MOJIYYUTh HU3KYIO MPOU3BOAUTEIHLHOCTH
Jla’ke Ha CaMbIX MPOCTHIX CIIEHAX, I03TOMY HE CTOUT IIPEHEOperaTh NMH.

BoNBIIMHCTBO CITOCOOOB ONTUMH3AIMKA OCHOBAHO Ha HMCIIOJIB30BAaHUU
CHEIMAIM3UPOBAHHBIX PACIIMPEHU ApaiiBepa, 0 KOTOPbIX MHOTHE pa3pa-
00TUMKHU 3a0BIBAIOT WJIM BOBCE HE XOTAT 3HaTh. OJHAKO OJHUMH PACILIM-
peHusIMU He OOONTHCh — CHEKTp MpoOJieM, KOTOpPhIE HEOOXOAMMO pe-
IIUTh, CJIUIIKOM BEJIMK U 3aTParuBaeT MHOXECTBO IMOJCUCTEM PEHACPUH-
ra. [Ipu 3TOM cTOUT YUUTHIBaTh, UTO YBEIUYEHHUE TPOU3BOJUTEIBHOCTH OT
UCTIOJIb30BAaHUSl OJHOTO WJIM HECKOJIBKUX METOJ0B MOXKET OBITh MUHH-
MaJibHO, a MoxkeT mocturathk 100 % u Oosee. Bee 3aBrcuUT 0T 0cOOEHHO-
CTEHl MPUIOKEHHUS.

PaccMOTpUM OCHOBHBIE METOJbI ONTUMHU3AIMH MPUIIOKEHUI: HU3KO-
YPOBHEBBIE, PHCOBAHHS MOJICIICH M ONTHMHU3AIIUN MOJICTICH.

HuzkoypoBHeBble onTUMHU3aUU. Vcrionb3oBaHue cTapbix GyHKIUN
OpenGL, nanpumep Begin-End, cepbe3HO yMmeHbLIa€T MPOU3BOAMTENb-
HOCTb, TIOCKOJIBKY OHHM MUMEIOT OOJIbIIINe HaKJIaaHble pacxoabl. K Tomy ke
B HOBBIX Bepcusax OpenGL stu ¢pynkuuu oobsaBiensl kak deprecated. Ot
HUX CIeAyeT OTKa3aTbCsi B TMOJIb3Y HOBBIX paCIIMPEHUH THMA
ARB_vertex_buffer object (VBO), m03BONSIOMUX XpaHUTh BEPTEKCHI B
omaoM Oydepe B mamsatu GPU. Crnenyromuii npumep AEMOHCTPUPYET
pa3HUIly CTaporo U HOBOTO MOJIXO/IOB:

struct Vertex {
float x, vy, z;
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void drawOldWay (ref const Vertex[] vertices) { // cra-
PBIM CTUJIB OTPUCOBKMU

Begin(GL_TRIANGLES);

foreach (v; vertices)
// BCe BepTEeKCH KaxIbll pas NepemanTCs
// W3 OIepaTMBHOM IamMaTM B HaMaTb GPU
Vertex3f(v.x, v.y, Vv.z);

End () ;
}
uint createVBO (ref const Vertex[] vertices) {// &yHk-
uma cospmaHusa VBO

uint id;

// cosmaércsa Bybep

GenBuffers (1, &id);

// TPUBA3BIBAETCH K TEKylleMy KOHTEKCTY
BindBuffer(GL_ARRAY_BUFFER, id) ;

// OaHHBIE BarpyXaionTCcs B OLHCTPyL OaMsaTs GPU

BufferData(GL_ARRAY_BUFFER,
Vertex.sizeof * vertices.length, vertices.ptr,
GL_STATIC_DRAW);
return id;
t
volid bindVBO (uint id) {
// BKJIOUYAeTCs HYJIEBOM aTpudbyT,
// 1o KOTOpOMYy OOBUHO PAaCHOJIATARTCHS KOOPIMHATH
EnableVertexAttribArray (0) ;
BindBuffer(GL_ARRAY_BUFFER, id);
// OpenGL yBemomyigeTcs O comepxmumom Bybepa
VertexAttribPointer (
0, // uHomep arpubyra (oBweuHo 3TO 0)
3, // KOINYECTBO 3BJIEMEHTOB
GL_FLOAT,// Twum 5JeMeHTOB
GL_FALSE,// 3JeMeHTE He HYXIaloTCA B HOpPMaJM3alUmnu
0, // BCe BJIeMEeHTH UOYT IPYTD 3a IPpYyIoM
null // BasoBoe CMelleHMe OTCYyTCTByeT
) ;
}
void unbindVBO () { DisableVertexAttribArray(0); }
void drawNewWay (uint id, uint count) { // oTpucoeka cC
UCInoJib30BaHmueM VBO

bindVBO () ; // npukpenyexnue VBO
DrawArrays (GL TRIANGLES, 0, count); // oTpucoBka Tpe-
VYI'OJIBHMUKOB
// orBaska VBO, Tak Kak OHO 0oJjiee HEe MUCIOJIb3yeTCd
unbindVBO () ;

}

Ecnu Habop OydepoB mpu pucoBanuu ¢ ucnonb3oBanuem VBO mo-
CTOsIHEeH, TO Jnyumie npuMmeHsaTh ARB vertex array object (VAO). Tlo
ananmoruu ¢ display lists VAO mo3BossieT «3amucarh) MOCIEI0BATEb-
HOCTh KOMAaHI Il PEHACPHUHTAa W 3aTEM «BOCIPOU3BECTH» HUX, T. €.

2



Memoowr onmumuszayuu noo OPENGL

YMEHBIIUTh HAaKJIaJIHbIE pacxoabl. [IpuBeneHHBIN HUXE NMpUMeEp JEeMOH-
CTPUPYET 3TO:

uint createVAO (uint vboId) {
uint id;
GenVertexArrays(l, &id);
// ¢ mToro MOoMeHTa OpenGL OyIeT «3anMCEHBATL» BCH
// TOCIemoBaTEeJIbHOCTL M3MEHEHMI KOHBelepa
BindVertexArray (id) ;
bindVBO (vboId); // npussaska VBO
BindVertexArray(0); // OKOHUaHME «3aIUCK»
unbindVBO () ;
return id;
}
void drawVAO (uint id, wuint count) { // VAO gmaeT BO3-
MOXHOCTB MCIIOJIb30BAThH
// BCero TpM KOMaHIE
BindVertexArray (id) ;
DrawArrays (GL TRIANGLES, 0, count);
BindVertexArray(0); // orBasxka VAO

Texctypsl B OpenGL cocroar u3 n3obpakeHusi, MUII-ypoBHEH (mip-
level) u mapameTpoB 06pabOTKHU caMOW TEKCTYpPHI (PeXKUMBbI PUIbTPALIH,
OTCEUEHUS TEKCTYPHBIX KOOpAUHAT U Ap.). I3MeHnenue napamerpon oOpa-
OOTKM MOXeT ObITh 3aTpaTHbIM. BO3HMKaIOT cuTyauuu, Koraa Habop Ta-
KHX [apaMeTpoB OJMHAKOB JJISI MHOXKECTBA TEKCTYp M 3aJlaHHe UX Ui
KaKJIOM TEKCTYpbl MOXET ObITh Hed(PekTuBHBIM. B 3TOM Citydae HeoO-
XOAMMO HCIONB30BaTh pacupenrne ARB sampler objects, moanepxu-
Baroliee caMIuiepsl (sampler object), KoTopble MO3BONAIOT XPAHUTH Mapa-
METPBI OTJIEJIBHO OT TEKCTYPHI, T. €. IPH CO3J[aHUU TEKCTYphI el He Tpely-
€TCsl BHOBb YKa3bIBaTh pa3iMyHble mapameTpbl. CIMIUIEpH! MPUBS3aHBI K
TEKCTYpHBIM OoKam (texture unit), TOATOMY OJUH COMIUIEP MOXHO HC-
MOJIb30BATh C HECKOJIBKIMHU TEKCTYPaMHU.

[IpuBenem npumep. BapuaHT BBINOJIHEHNS ¢ KaXKI0H TEKCTYPOU:

BindTexture (TEXTURE 2D, tid);
TexParameteri (TEXTURE 2D, TEXTURE MAG FILTER, LINEAR);

Cnoco6, korja J0CTaTOYHO YCTAaHOBUTH 3HAYCHHUE CHOMIUIEpA OIUH
pas:

SamplerParameteri (sid, TEXTURE MAG FILTER, LINEAR);

Tenepb MOXHO JIETKO MPUBS3aTh COMILIEP K TEKCTYpHOMY OJIOKY, U
OH OyJIeT UCTIONB30BAThCS IS KaXK/10i TEKCTYPHI:

BindSampler (texUnitNum, sid);
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YacTo ObIBaeT HY)XHO M3MEHUTH KaKOW-TMOO mapaMmeTp y menaepa,
TEKCTYpbl Wwin Apyroro oobekta OpenGL (uHOTIA O€3 M3MEHEHHs BHYT-
PEHHETO COCTOSIHUS KOHBerepa). [lig 3Toro npuaeTcs nojydaTh TEKyLIHi
UICHTU(PUKATOP, IPHUBS3bIBATH HOBBIH, BHITIOJIHATH KaKHE-THOO IEHCTBHSA,
MIOTOM TIPUBSI3BIBATH CTapbhlii. Bce 3TO yBenn4nBaeT HaKIaIHbIC PACXOIbI,
YTO OTPHUIATENBHO CKa3bIBaeTCsd Ha MPOM3BOAUTEIBHOCTH. I[loaTomy
HeoOxouMo ucmonib3oBath pacmupernne EXT direct state access, KoTo-
poe mpenoctarisieT bindless uHTEpdEc M1 M3MEHEHHS] 00BEKTOB. DTO
paciIMpeHre yMEHbIIaeT HaKJIaJHbIE pacXo/bl U YNPOUIaeT KoM, Mpeno-
cTaBisieT QyHKIMM A7 paboThl co Bcemu oObekramu OpenGL, ero uc-
MOJIb30BaHKE BCEr/Ia XxKenaTenbHo. Hanmpumep, 9T00bI M3MEHHUTH 3HAYCHHE
uniform-nepeMeHHON MOTPeOyeTCs CAENaTh CIeayIoIIee:

uint o0ldSid;

GetIntegerv (CURRENT PROGRAM, &oldSid);
UseProgram(sid) ;

Uniformlf (loc, wvalue);
UseProgram(oldsid) ;

a 6naronaps DSA:

ProgramUniformlf (sid, loc, value);

KenarenpHo n30erarb KCMOJB30BaHUA (PYHKUMHA MHOTHX apryMeH-
TOB, TaK KaK 3TO MOXET HaKJIaJblBaTh JIONOJHUTEIbHbIE HaKJIagHbIE pac-
xonpl. Hampumep, mis mepenaum vec4 B wieiep Jydulle NPHUMEHSTh
Uniform4fv Bmecto Uniform4f, eciu, KOHEYHO, KOOpPAMHATHI BEKTOpa
XPaHATCS B MOJIb30BATEJIbCKUX THUMAaX IMOCJIEI0BATENbHO, YTO MO3BOJISIET
IIPOCTO MOJIYYUTh yKA3aTeIb HA HUX.

N3meneHne coctosiHus KOHBEHepa — onepanusi He U3 «JICIIEBBIX).
Hanpumep, eciiu HeoOX0IUMO MPUMEHUTH OJJHY TEKCTYPY K JIBYM pPa3HbIM
MOJIEJISIM, TO JIy4Ille 3TU MOJAEIH PUCOBAThH MOCIEI0BATEIBLHO, YTOOBI ObI-
JI0 KaK MOXHO MeHblle koMaHj npussi3ku (BindTexture). Oto ke oTHO-
CUTCS U K ocTalibHBIM o0bekTam OpenGL: meitnepam, commiepam, VBO,
VAO u np.

HenpasuibHo:

textl.bind()
meshl.draw ()
text2.bind ()
mesh?2.draw () ;
textl.bind ()
mesh3.draw ()

[IpaBuiibHO:
textl.bind () ;
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meshl.draw ()

mesh3.draw () ;
()
()

4

4

text2.bind
mesh?.draw

’

OnTuMu3zauum pucoBanus mojedeii. Mcnons3oBanue GUKCUPOBaH-
HOTO KOHBelepa (fixed pipeline) MOXET cepbe3HO CKa3aTbCs Ha MPOU3BO-
JUTEIBHOCTH, MOCKOJBbKY (PMKCHUPOBAHHBIM KOHBEHEP COAEPKUT B cede
peanu3aIuio BO3MOXHOCTEH, KOTOPbIE YacTO OBIBAIOT MPOCTO HE HY KHBI
(Hampumep, CBET, TyMaH U Jp.). B aToM ciydae mydie moIxoguT IMpo-
rpaMMHUpyeMbIi KOHBelep (programmable pipeline) ¢ ncronbp3oBaHUEM
HIeHIepOB, KOTOPbIE 00ecreynBaloT r'MOKYI0 peaan3alnio BCero HeoOxo-
qumoro 6e3 ymep6a ans npousBoautenbHocTH [1]. Takxke duxcupoBan-
HBII KOHBelep B HOBBIX Bepcusix OpenGL oOwsiBieHn kak deprecated. B
o0mieM ciyyae Mpy WHUIHATU3AUN TPUI0KEHUS TOCTATOYHO 3arpy3UTh
U TpUBA3aTh wmeinep. Bee mocnemyromume KoMaHbl pUCOBaHUS OYyAyT Tie-
penaBaTh JaHHBIE MMEHHO eMy. lIpuBeneM mpumep, AEMOHCTPHUPYIOIIHHA
3arpy3Ky U UCIOJIb30BaHUE LIEHIEPOB:

// OYHKIMS NPOBEPKUM COCTOSHUA Menmepa WM JIMHKOBKU
void checkStatus(bool isLinking = false) (uint id,
string name) {
int status;
// cooblueHre KOMIMIIALUU
char str[4096];
// mnoJydyeHMe cTaTyca umernmgepa
static i1if(isLinking)

GetProgramiv (id, LINK STATUS, é&status);
else

GetShaderiv(id, COMPILE STATUS, &status);

// mnoaydyenue MHOOPMALMOHHOTO COOOMEHMS
static i1if(isLinking)
GetProgramInfolog(id, str.sizeof, null, str.ptr);

else

GetShaderInfolog(id, str.sizeof, null, str.ptr);
auto s = str.ptr.to!string;
if (status) { // B canyuae ycnexa crartyc != 0

if (s.length)

writeLog( %$s: %s ', name, S);

return;
}
enum act = islLinking ? “linking ™ : “compiling’;
// B criydyae Heycrexa — T'eHepalusd MCKJIIOUeHUS

throwError ("%$s %s failed: %s\n", act, name, s);

}
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// oBBbaBiieHME BEPTEKCHOTO U dparMeHTHOTO melmepa
string vs = “#version 330
// TnepeMeHHasd OJ4 IepenadysM TEeKCTYPHHX KOOPOMHAT B
bparMeHTHEM WeMnep
out vec2 fs TexCoord;
layout (location = 0) in vec3 vs Position; // xoopmmHa-
THI
layout (location = 1) in vec2 vs_ TexCoord; // TekcTyp-
HEIE KOOPOMHATE
uniform mat4 vs Model; // maTpuila Momesnu
uniform mat4 vs ViewProj; // mMaTpuua XKaMepe BMecCTe C
IpoeKumnen
void main () {
// BanucHBaeM TeKCTypPHHE KOOPIOMHATH IJ9 OQparMeHTHOTO
meynepa
fs TexCoord = vs TexCoord;
vec4d v = vs Model * vecd(vs Position, 1.0); //
TpaHCchOpPMUPYEM BEPUUHY

gl Position = vs ViewProj * v; // sanmucelBaeM pes3yJbTaT
}
, fs = “#version 330
in vec2 fs TexCoord;
uniform sampler2D fs Texture;
void main () {
gl FragColor = texture(fs Texture, fs TexCoord); //
BEIODOPKA M3 TEKCTYPEH
}
// cosmaHme MmenmepHOM MPOTPaMME
auto prog = CreateProgram() ;
// TnpoBepka Ha OWMOKU
prog || throwError ('can't create shader program’);
// oumMcCTKa PecypCcoB B Cilydyae Heyoauu
scope (failure)
DeleteProgram(prog)
// cosmaHme BEpPTEKCHOTO melmepa
auto vs = CreateShader (VERTEX SHADER) ;
vs || throwError (' can't create vertex shader’);
// ynaneHue menmepa MNOCJEe YCIEeMHOTO BHXOHNa M3 GYyHKUUM
scope (exit)

DeleteShader (vs) ;
// cosmanme dparMeHTHOTO melnmepa
auto fs = CreateShader (FRAGMENT SHADER) ;
fs || throwError (' can't create fragment shader’);
scope (exit)

DeleteShader (fs) ;
// BarpyskKa MCXOIOHOTO KOmIa
ShaderSource(vs, 1, vs.ptr, null);
// KOMOMISUMA
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CompileShader (vs) ;

// TmpoBepka CTaTyCca BEPTEKCHOTO meimepa
checkStatus (vs, “vertex shader’);

// Temepb TO Xe camMoe, HO C (parMEeHTHHM MelimepoM
ShaderSource (fs, 1, fs.ptr, null);
CompileShader (fs) ;

checkStatus (fs, "~fragment shader’);

// TpWBA3BIBAEM MEUIEpH K WEUISPHOM NpoTpaMMme
gl AttachShader (prog, vs);

gl AttachShader (prog, fs);

// JMHKOBKA MNPOI'PAaMMEL

gl LinkProgram(prog) ;

// TpoBepKa JIMHKOBKU

checkStatus!true (prog, "shader program’);

// TnpuBsa3Ka Weinepa K KOHTEKCTY

UseProgram (prog) ;

Teneppb npu pUCOBaHNUU AOCTATOYHO YCTAHOBUTH MaTPULIbl OOBEKTOB:

auto loc = GetUniformLocation (“vs Model”);
UniformMatrix4fv(loc, 1, FALSE, matrix.ptr);

MHorue oOBbEeKThI Ha CIIEHE JOCTaTOYHO yJaJleHbl OT KaMephbl, TOATOMY
UMEIOT MaJible pa3Mepsbl. Mcrnonp30BaTh BBICOKOAETAIM3UPOBAHHbBIE TEKCTY-
pbl BMECTE C HUMHM HE MMEET CMBIC/A, TaK KaK MOXET ObITh BUJHO BCErO
JIMIIb HECKOJIBKO IUKCENIOB U3 BCEH TEKCTYPBI, 4 3TO BEIET K YBEIMYEHUIO
K3II-IIPOMAaxXO0B U MaJeHuIo npousBoaurensHocTy. B OpenGL npucyteTByeT
TEXHUKa I10]] Ha3BaHUEM MUIMAIIHHT (mipmapping), CyTb KOTOPOI COCTOUT
B TOM, 4TO JJIs1 ICXOAHOM TEKCTYpPbI CO3JA0TCS YMEHBILIEHHBIE KOIIUH, KaXkK-
Jiasi U3 KOTopol B 4 pasa MeHblle npenslnyiei. Konuu cosparores 10 Tex
TI0p, ITOKA HE MOJIY4UTCs TEKCTypa pasMepoM B 1 x 1 nukcen. Bo Bpems pen-
JICPUHTA OMPE/IEISIETCS PACCTOSHHE 10 00BEKTA, B 3aBUCUMOCTH OT KOTOPOTO
BbIOMpaeTcsl MOAXOAIasl TeKCTypa (MUI-YPOBEHb). DTO MO3BOJISIET HE UC-
II0JIb30BaTh BBICOKYIO JETAIN3ALMIO TaM, IJIE B TOM HET CMBICIIA, & 3HAUUT,
MOBBICUTh NPOM3BOAUTENBHOCTh. HegocTaTkoM mosixona siBiseTCs yBeauye-
HUE pacxoqoB nmamsaTe Ha 1/3. Ho amst coBpeMeHHBIX BUICOKAPT C UX 00be-
MaM{ [aMATH 3TO HE JAODKHO ObITh mpoOsiemoi. CreHepupoBaTh MHII-
YPOBHH MOKHO CJIEYIOIIMM CIIOCOOOM:

BindTexture (TEXTURE 2D, tid); // HnpmBA3EBaEeM TEKCTYPY
// sBacrarisgeMm OpenGL CTeHEepUPOBATH MUI-YPOBHU
GenerateMipmap (TEXTURE 2D);

Crout y4ecTb, UTO Ka4eCTBO MHUII-yPOBHEH, CTEHEPUPOBAHHBIX JpaiiBe-
pom OpenGL, He Bceraa MoxkeT ObITh Jiydiie. B 3Tom ciiyyae MOXHO camo-
CTOSITENIHHO 3arpy»aTh COOCTBEHHBIE U300PayKEHUS 10 MUTI-YPOBHSM.




U.B. Jluxan, 10.C. benos

Ecnu TpebyeTcst BHIBECTM MHOXKECTBO OJIMHAKOBBIX OOBEKTOB, HO C
pasHBIMU KOOpAMHATAMHU, TIOBOPOTOM, Pa3MepOM H T. 1., HEOOXOAUMO HUC-
nonbs3oBath pacmpenne EXT draw instanced, mo3Bomsitolee 3a OauH
BBI30B HApUCOBATH CPazy MHOXKECTBO 00BbeKkTOB [2]. Kaxaplil 00bekT Oy-
JIeT PUCOBAThCS B OTAEIBHON MHCTAHLUH, IPU 3TOM K HEMY MOXHO NpH-
LEeNUTh pa3iuyHble aTpuOyThl (HAIpUMeEp, MaTpULy TpaHChOpMAalLUN).
JUJ1st 3TOTO JOCTaTOYHO YIakoBaTh arpuOyThl B 00bI4HbI VBO, a mpu ero
NPUBSA3KE MCTONIb30BaTh QyHKUMIO VertexAttribDivisor, KoTopast yKaxer
OpenGL, uto 3ToT Oyhep HE0OXOUMO UCTIONB30BATh TOMHCTAHIITMOHHO, &
HE TMOBEPLIMHHO. /[ prcoBaHMS NMPUMEHSIOTCS (QYHKIMU C TPUCTABKON
Instanced, nanpumep DrawElementsInstanced.

CoptrpoBka 00BEKTOB MO AAJBHOCTH yAAJIEHUS OT KaMepbl MOJIOXKHU-
TEJIBHO BJIHSIET HA MPOM3BOIUTEIHHOCTH, Tak Kak GPU cmoxxer oTOpackI-
BaTh MOJIMTOHBI, KOTOPHIE JIEXKAT MO3a/I1 Y’KE HAPUCOBAHHBIX.

OTtpucoBka 0OBEKTOB, JICKAIUX 32 TUPAMHION BHIUMOCTH, HETATHUB-
HO BIIMSIET HA MPOU3BOAMUTENILHOCTD, MOCKOJILKY 3acTaBisier GPU cosep-
IaTh ONEpalry Hajl 00BEKTaMH, KOTOPBIE IOJIb30BaTENIb HUKOTAa HE YBH-
mut. Ucnonb3oBanue frustum culling mo3BosiseT JIETKO MCKIIOYUTh UX U3
otpucoBku. Peamuzanus frustum culling cBoauTCS K TOCTPOEHUIO OTrpa-
HuumBaroniero mnapamienenunena (bounding box) mis momenu. Takke
CTPOSITCSL YPaBHEHUS TUIOCKOCTH YCEUEHHOH nmupamMuabl kamepsl. [Ipu pu-
COBaHMM IpPOBEpSETCS Kaxaas U3 BOCbMHU Touek bounding box Ha mpu-
HA/IJISKHOCTh ATON mupaMuze. Ecim Bce TOUKH JeKaT BHE TUPAMUJIBI, TO
00BEKT MOKHO HE PUCOBATb.

B nape c frustum culling MoxeT Takke UCIIOJIb30BAThCS PACIIUPEHUE
ARB occlusion_query, mo3BoJsitoliee HaXoJIUTh OOBEKTHI, KOTOpbIE HE
OyayT BUIHBI BOOOIIE (HampUMep, MeJIKUe OOBEKTHI 10331 KPYITHBIX).

Ontummsauun mopgesei. Vcnonszoanne GL QUADS u npyrux
TunoB nNpuMuTUBOB, OTIHYHBIX 0T GL_ TRIANGLE, 00buHO mi0X0 cka-
3pIBaeTCsl Ha mpousBoauTenbHOCTH. GPU yMeer pucoBath TOJNBKO Tpe-
YTOJILHUKH, II03TOMY OCTAJIbHBIE THITBI TMPUMHTHBOB TPEOOPa3yIOTCs
NpaiiBEpOoM MMEHHO B HHUX, YTO HE BCETJa MPOUCXOAWUT ONTUMAIBHO H
MOJKET UMETH JIOTIOJTHUTEIbHBIE HAKIIaJHbIE PACXOIBI.

[IpumeHeHne WHIEKCUPOBAHHONH T'E€OMETPUHU IO3BOJUT yMEHBIIUTH
KOJINYECTBO BEPIIMH U 00BEM 3aHUMAEMON UMH TTAMSTH, YTO TAKXKe YCKO-
put BbIBOA. Mcnonb3oBanue 8-OMTHBIX MHIEKCOB JJISI MAJICHBKHUX MOJIE-
JIeii MOYKET HeTaTHBHO CKa3aThCs Ha MPOU3BOAUTENLHOCTH. BrIcTpee Bee-
ro GPU pa6otarot ¢ 16-OutHBIME HHACKCaMH. Takxke cTOUT n3beratp 32-
OUTHBIX UHJIEKCOB, IIOCKOJIBKY OHHM 3aHUMAIOT Oousiblie namsTu. B ciyuae
OOJIBLIMX MOZENEH TydIlle UCII0b30BaTh HECKOJIBKO Oy depoB.

[Tpumenenue GL. TRIANGLE STRIP Bmecto GL. TRIANGLES mo-
JI€3HO, TaK KaK KOJMYECTBO MHAEKCOB B JIEHTaX TPEYTOJbHUKOB OOBIYHO
MEHbIIIE, YTO MOJIOKUTENIBHO BIIMSIET Ha UCIOJIb30BAHUE MaMATH U CKO-
pocth pucoBanus. Pacmmpenue NV primitive restart (Takke JOCTYITHO

8



Memoowr onmumuszayuu noo OPENGL

Ha Buneokaptax ATI) mo3BomseT u3baBUThHCS OT AereHeparoB (degenerate
triangles).

Beprekchl m MHIEKCHI JMOKHBI OBITH OTCOPTUPOBAHBI TaK, YTOOBI
MaKCUMaJIbHO 3aJeHCTBOBATh pre-vertex cache u post-vertex cache. GPU
BCETJa MCIIONB3YeT pre-vertex cache m yuTaeT BEPTEKCHl «HAMeEpem, Mo-
TOMY MOJIE3HO PACIOJIOKHUTHh BEPTEKCHI, UCIOJIb3yeMble Yepe3 HeOOb-
IIMe MPOMEXYTKH BPEMEHH, OJIM3KO oJauH K npyromy [3]. B post-vertex
cache GPU XpaHUT HECKOJBKO MOCIEIHUX TPaHC(HOPMHUPOBAHHBIX BEp-
TEKCOB, YTO IMO3BOJISICT HE BBIMOIHITH ISl HUX TIOBTOPHBIE TpaHC(opMma-
nuu. Mcnonp3oBaHue JEHT TPEYTOJbHUKOB JAa€T BO3MOXKHOCTh B MaKCH-
MaJbHOW CTETICHH 3aJIeHCTBOBATH post-vertex cache.

Cxatue TEKCTyp YBEJIMYHMBAET TNPOM3BOJUTEIBHOCT Oiarojaps
YMEHBIIICHUIO KOJIMYECTBA MEPEChUIAEMbIX JaHHBIX MO muHe. OCHOBHBIX
crmoco6oB cxxatus Tekctyp Tpu: DXTI1, DXT3 u DXTS. IlepBsiit mo3Bo-
JSIET C)KUMATh TEKCTYphl B 8 pa3, HO UMeeT alib(a-KaHaj BCEro B OJUH
OuT, T. €. MOJyHpo3pauHble TEKCTYphl HE MoJAepxkHuBaroTcsi. Bropoit u
TPEeTUil UMEIOT MOJACPKKY anb(a-kaHana, HO CKUMAIOT TEKCTYpHI B 4 pa-
3a xyxe. Ormerum, uro DXT3 MoxeT gaBath Jiydiliee Ka4eCTBO, €CJIH UC-
XOJHOE M300pakeHUE CONEPKUT pe3Kue mnepexosl anbha-kaHama. CTouT
y4ecTb, YTO CTEMEeHb CxaTusl Bcernaa rapantupoana. DXT — ato anro-
PUTM CKaTus ¢ nmoTepsasMu. KauecTBO MCXOAHOTO N300paKeHHsI MOKET He-
3HAYUTEIHHO U3MEHUTHCA, HO B OOIIEM clydae pa3HHUIa MEXKIY CKATOH U
OpWUIMHAJIBbHOM TEKCTypaMH He 3aMmeTHa. Mcnonp3oBaHME CKaTus MO3BO-
JISIET TaKXKe YBEIMYUTh CKOPOCTh 3arpy3Ku TEKCTYp M YMEHBIIUTH pa3Mep
YCTAaHOBOYHOTI'O ITaKeTa MPUIOKEHUS.

Hcnons3oBanne OOBEKTOB € PA3NMYHONW CTENEHBIO JCTaIM3aAIlIN
MOJIOKUTENBHO CKAXXEeTCS Ha TPOU3BOJUTENBHOCTH, €CIM BO BpeMs
pPHUCOBaHUA BBIOMPATh HanOOJee MOIXOSIIYI0 MOEIb 10 PACCTOSHUIO JI0
KaMmepbl. DTO TMO3BOJIUT COKPATUTHh PACXOAbl HAa PEHACPUHT YyAAJICHHBIX
00BEKTOB, HE HYKJIAIOLINXCS B BHICOKOW JE€TaTu3allu.

Takum 00pazoM, HH3KOYPOBHEBBIE OINTUMHU3ALMN 3HAYUTEIHBHO
yMeHbInaT Harpy3ky Ha CPU, a onTuMu3aium pucoBaHusl U CaMUX MO-
neneit cHmkaroT Harpy3ky Ha GPU, 4to momoraer co3jmaBaTh KaueCTBEH-
HOE U OBICTpOE MporpaMmmMHoe oOecreyeHue.
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OpenGL performance optimization guide

© 1.V. Dikan, Yu.S. Belov
Kaluga Branch of Bauman Moscow State Technical University, Kaluga, 248000, Russia

The article describes basic methods of optimizing applications written for using the
graphics library OpenGL. It presents methods of low-level optimization, including those
that use various extensions of OpenGL. We show improved methods of drawing graphics.
Methods of changing the format of graphic objects to enhance performance of the end appli-
cations are also described.

Keywords: VBO, VAO, OpenGL, 3D-graphics, DXT, optimization, shaders, MipMapping,
Occlusion Query, Frustum Culling.
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