KomnbtoTepHas rpacpuka.
TexHonornm 3D rpaduku.

DirectX, OpenGL, Glide, PhysX.
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KpaTko Teopusa KOMMNbIOTEPHOWU rpadouKu.

KoMnbroTepHas rpadumka B LULUPOKOM CMbIC/ie 2
Visual Computing, BoiuncnurenbHas rpaduka

ObpaboTka n306parkeHnm

U306paxeHue | =+ —t+ | 306paxeHune

Image Processing (IP)

o R KomnbtoTepHoe 3peHne | | | Mogens
Computer Vision (CV) (Onucarie)
Mogens KomnbloTepHas rpauka
i : —++ | U306paxeHune
Caleslil, Computer Graphics (CG)

Mopenb | — | Bbluncnenus / Computing |—* | Uso6paxetue




KpaTko Teopunsa KOMMNbOTEPHOW rpadouKu.

AnaouTtuBHasa moaenb

Oneir Tomaca KOxra (1773-1829)

3axkousl l'epmana NpaccMana
(apanTHBHOro CMHTE3a ceBera):

1.3aKoH TpexmepHocTH: /110601 UBET OAHO3HAYHO BbipaXaeTcs
TPEMSI, eC/IM OHKU NIMHENHO He3aBUCHMbI. JIHEHHAn HEe3aBMCMMOCTL
3aKNKOMAETCA B TOM, UTO HW OAMH U3 3THUX TPEX LBETOB HeNb3s
NONYUHTL CIIOKEHUEM [BYX OCTANbHbIX.

2.3aKOH HenpepbIBHOCTH: [Py HENPEPLIBHOM M3MEHEHUH
U3NYUYEHKA LBET CMECU TAKXKE MEHAETCH HenpepbieHo. He cywecrsyer
TaKoro ysera, K KOTopoMy Henb3si 6bino bl Nnogobparts 6eckoHeYHo
BNU3KUMA.

3.3aKoH apANTUBHOCTM: LIBET CMECH M3NYYEHMIA 3aBUCUT TONBKO
OT KOMNOHEHTOB WX UBETA, a He OT CNEKTPaNbHOro cocrasa.

Kak cneacraune - aAAMTUBHOCTE LBETOBbIX YPaBHEHWIA: ANA CMeCK
asyx usetos C, U C, MMeeT MecTo paBeHCTBO!

C=C,+C,=(r,+r,)R+(g,+9,)G+(b,+b,)B (2)



KpaTko Teopua KOMNbIOTEPHOWU rpadouKu.

ApautuBHasa mogens RGB

[NOCKOCTL HOPMUPOBAHHOIO Taun
TpeyronsHuK Makcsenna:

PeanbHoie usera

Mogens RGB KOOPAMHATHBIX AMIOCKOCTEM
- ¥
e r+g+b TpeyroneHuk Makcaenna NpoeuupoBaHue TpeyronsH1Ka
UBETHOCTH Ha NNOCKOCTL RG
— B p
i r+g+b |
(3) \
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b = 3

r+g+b :
F+g+b =1 R

Ay, =0630mM, A, =528um, A, =45Tnm



KpaTko Teopua KOMNbIOTEPHOWU rpadouKu.

Cyo6TpaktuBHas mogenb CMYK

Cuncrema koopanHar CMY s
Mogens ans nonurpadpun (T.K. P (xpacuulu»)

nevatb Ha Bymare cozpaeTtcs
NOrnoweHnem userTos):
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Key — yepHbIf UBeT,
Kno4yesow B nonurpadum

-> moaens CMYK

Nepexoa ot CMY k CMYK(%):
K>0, npy max(R,G,B) < 0.66

K = min(C,M,Y);

C~C-K (5)
M~M-K

Y~ Y==K

black=100%K+100%C+100%M+100%Y

PeanbHble usera
KOOPAWHATHBIX
NNOCKOCTEN



KpaTko Teopua KOMNbIOTEPHOWU rpadouKu.

3D-cueHa 1 rpachuyeckun KoHBenep

1. Wireframe ( KapkacHoe) mogennpoBaHue
‘reOMETpVI‘-IECKaﬂ cTagus. NOBEPXHOCTM O6BLEKTOB C y4€TOM BMAMMOrO

obbema (Camera, Frustum, View Volume).
dopMrpoBaHUe Cnmncka oTobpa)kaeMbix
06bEKTOB.

2. Tesselation. Teccensuns nnm
TpuaHrynaums (triangulation): pasbuenune
NOBEPXHOCTM Ha M/IOCKME NOSINFOHAsbHbIE
311EMEHTLI. BMECTo KpMBONMHENHON
NOBEPXHOCTM — MNONIMIrOHaNIbHaA MoAesib,
npeacTasneHHas BeplunHamm (vertex)

3. Transformation (TpaHcdopmaums) :
nepemeLlleHune, n3MeHeHne HopMbl
NOCPeACTBOM MaTPU4HbIX Npeobpa3oBaHnii
BEPLUMH B nNpeaenax sMamMMoro obbema

4. Lighting. PacueT ocBeweHHOCTM 1 3aTeHeHus (shading) 06bekToB Mo BeplwmHaM. MeToabl
WHTEPNONSUMM ANs NOSMIroHanbHbIX noBepxHocTen: MNypo (Gouraud shading), ®oHra (Phong shading),
NPUMEHEHNE BEPLUWHHBIX LLIeNaepoB

5.Camera-ViewPort. NpoeunpoBaHune 3D-06bekTa ¢ COXpaHeHNeM MHPOpMaUMn 0 paccTosiHmum (o
rNybuHe) KaXkaon 13 BEPLUWH A0 MOCKOCTM NPOEKLUN

6. Triangle setup. lNMoarotoBka (KOMMNOHOBKA ) TPEYroIbHNMKOB 06beKTa: reHepaunst TEKCTYPHbIX
KOOpAMHAT; COPTUPOBKA BEPLUMH; 0T6Op M OTOpackiBaHMe HenmueBbiX rpaHen (culling)




3D-yckoputenu

"YcKopatTea® aTanbl TpaHCopMaLn, OCBEeLLEHNS U

pamepmsauva

Pixel Ops

B3anmogenctsme ¢ nporpamMmmMoit npy NoOMOLLKM crnelmnanbHbIX

| a OpenGL

o Npaiep Buageokapt

Direct3D a
—RpoFpamMma



[lyTa

HULA.
I'padpuyeckme API.
Wrposoun OBUXOK.
I'padonyeckun gBUXOK.

Pusnyecknn OBUXKOK.

3BYKOBOW OBWUXXOK.



DirectX

Microsoft®

DirectX

DirectX (o1 aHrn. direct — npsamo, Hanpsimyto) — 310 Habop API, paspaboTaHHbIX Ans
pelleHns 3agad, CBA3aHHbIX ¢ nporpammmpoBaHnem nog Microsoft Windows. Hanbonee
LLIMPOKO MUCMOSb3yeTCHd NPy HanncaHm KOMMNbIOTEPHbIX UIP.

Direct3D Directinput DirectSound DirectPlay DirectShow



OpenGL (Open Graphics Library — oTkpbITas
rpadouyeckas bubnmorteka, rpadpudecknm API)

penGL

® LLInpoko pacnpocTpaHEHHLIN rpadundecknn APl ana nporpaMmmmpoBaHus
2D n 3D rpadoukn.

*PaspaboTtaH B 1992 rogy cdomnpmon Silicon Graphics

*BbicTynaeT B KadecTBe ctaHgapTHoro u ctabuneHoro APl Ha MHOrMx
nporpaMmmMHo-annapaTHbIX nnartopmax

®* Cneuudukaums, onucsiBatoas Habop PYHKUNN N UX MPUMEHEHNE

*[pounssognTtenn obopyaoBaHus co3gatoT peanusauum oudnmoTekun



OpenGL (Open Graphics Library — oTkpbITas
rpadounyeckasi bubnmoreka, rpadpudecknmn API)

TE(CMSII.IHR v BbivnaieHnA

L4x

leomeTpuueckine wengepsl

GL3x
BepwmnHHbie n pparmeHTHbI

@L o Uedigepsi

bazosbi yHKUNOHAN

\
\ @_ 1.

OpenGL paclwmnpsietca — ctapble YHKUNU HE UBMEHAKTCH UNU yOanswTCs, C
KaXQou Bepcuen NpocTo NOABNSAKTCA HOBLIE.



Glide

3d f .

Glide — API gns TpéxmepHon rpadukn, paspadoTtaHHbin 3dfx Interactive ons sBuaeokapTt Ha
OCHOBE CcODCTBEHHbIX rpadmnydeckux npoueccopoB Voodoo Graphics. N3HavyanbHo Glide Obina
nponpueTapHoON TEXHOMOrMen, Ho BNOCNeACTBMN ee ncxoaHbln ko 6bin packpblT camon 3dfx. API
ObINO NpeAHa3Ha4YeHo Ans yBeENUYEHUs1 NPon3BOANTENBHOCTU rpaduruyeckon NnogcuUcTeMsl B
nurpax, noaaep>XxnBatoLmx reoMeTpmyeckne n TeKCTypHble npeobpasoBaHns B OCHOBHOM B
doopmaTax gaHHbIX, MCNOMb3YLWNXCA HENOCPeACTBEHHO B caMux KapTtax. Ha Buaeokaprtax
Voodoo BnepBble 4ENCTBUTENBHO Npuemnemo BeinosiHANucy 3D urpel, B pesynsrarte yero Glide
nony4mn Wupokoe pacrnpocTtpaHenune. [lancHenwee passutune Direct3D ot Microsoft n
BHeapeHue nosHou nogaepxkm OpenGL gpyrumum npomssoanTensmMm rpadonyeckmnx aganTtepos, a
TakKe ycunmsearoLlasics KoHKypeHuus B cdepe 3D yCTpomncTB B KOHEYHOM CYETE CTasim NpUYnHOm
BblTeCHeEHMA Glide.




PhysX

Phys 20
}y/NVIDIA

PhysX — nponpueTtapHoe cBsasytowee nporpammHoe obecnedeHne (anrn. middleware),
KpoccnnaTtopMeEHHbIN PU3NYECKUIN OBUXKOK ONS CUMYNAULMK psga PU3NYecknx siBNeHnn, a takke
KOMMNNekT cpeactB pa3paboTkn (SDK) Ha ero ocHoBe. [epBoHa4vanbHO paspabaTbiBarncs
KomnaHuen Ageia gna ceoero pusndeckoro npoueccopa PhysX. Nocrne Toro, kak Ageia Obina
npmnobpeteHa nVidia, ABMXOK nepeLuen B cobcTBEHHOCTbL kKoMnaHuu nVidia, koTopasa npogornkaeT
ero ganbHenwyto paspabotky. nVidia agantupoBarna OABUXOK ANl YCKOPEHUS PU3NYECKNX
pac4yeToB Ha cBoux rpadundeckmx ynnax ¢ apxutektypon CUDA. PhysX MOXeT Takke npom3BoaUTE
BbIYMCNEHNS C NCNonb3oBaHMeM 0bbIYHOIO npoueccopa. B HacTosiwee Bpema PhysX goctyneH Ha
cnenyrowmx nnatgopmax: Windows, Linux, Mac OS X, Wii, PlayStation 3, Xbox 360 (annapartHoe
YCKOPEHME BO3MOXHO TOrbKo Ha nnatdopme Windows). [1BUXOK MCNonb3yeTcd BO MHOMMX Urpax u
aKTUBHO npeafiaraetcs Ans Npogaxu (JIMUEH3NPOBaHNS) BCEM XKenatoLnMm.



[Tapy cnos.

Llenoepsol
byayuiee rpadouku

Bokcenu

Pa3paboTka COOCTBEHHbIX UMP



