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Mwup cocTouUT N3 TpeyrorbHUKOB




CAPI: ObbeKkTbl U YyHKUMN

Shaders: « Komnunauus wengepos
— VS, HS, DS, GS, PS, CS « (Co3gaHune pecypcos
Resources: « [lepenaya gaHHbIX

— Textures 1D, 2D, 3D, Cube, Array — CPU 1] GPU

— Vertex Buffers — GPU 111 GPU

— Index Buffers — Ouuctka bydepos

— Const Buffers « YcTaHoBKa Render States
— Render Targets

e YcTaHOBKa Wengepos
» [lpuBaska pecypcos
* Draw Calls

— Read/Write Buffers

Render States:
— Blending

— Rasterization — Indexed

— Output merging — Instanced

— Sampling — Indexed & Instanced
Queries « YcrtaHoBKa Queries

— Counters, Occlusion, Predicates



GAPI: Vertex & Index Buffers

I

VX
O
X A
2 VX
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GAPI: Texture 1D, 2D, 3D, Cube




GAPI: Color, Depth, Stencil

Stencil




GAPI: Shaders

e HLSL - Direct3D
* GLSL - OpenGL

Vertex Shader

— npeobpasoBaHmne BEPLUUH
Geometry Shader

— NOPOXAEHWE NPUMUTUBOB
Pixel Shader

— pacueT uBeTa pparmeHTa
(nnkcena)

Compute Shader
— obLwme BblYUCTIEHUS

Hull Shader

— reHepauuns KOHTPOJIbHbIX
TOYeK KpuBbix besbe

Domain Shader

— eHepauund BepLinH rno
pe3yribrataM TecCendaumnmn

float4 PSMain(PS_IN input) : SV Target

floatd tex

float3 bw

tex.rgb

return input.

}

Texture.Sample( Sampler,
input.tc );

dot( tex.rgb,
float3(0.3, 0.5, 0.2) );

lerp( bw.rgb, tex.rgb,
Batch.Saturation );

col * tex;



GAPI: Pipeline (Direct3D 11)




GAPI: Pipeline (-Driver)

- = gdefs
Application Driver pile new S;ﬂ _ ,‘
e -
Set Shader SH1 Set Shader ’_’_ - ’#\—\
— .m\t\\/e— —
\—Dra\N pr\m‘—t‘ -
Set Texture A Set Texture - = . iive #3
Draw prM= = =
Set Render Target B Set Render Target - - : ===
Draw Call Draw Call Copy date I o |
texture B _|
Set Shader SH2 Set Shader le ===
Set State ST2 Set State | Compile new shaders |
SH2, ST2 |

Set Texture B SetTexture = | [ ) = = = = = = == == o= =

Set Render Target C Set Render Target ———————

_— . e W EE O

Draw Call Draw Call
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[lyTb cBeTa 1 TeHN

 Paccuyutatb
OCBELLUEHHOCTb
— YYyecCTb TEHU

— Y4eCTb BTOPUYHYIO
OCBELLEHHOCTb

— Y4ecTb OTpaxeHue

* BbIBECTU Ha 3KpaH
— DOF
— HDR
— Bloom
— [locTnpoueccuHr
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[lyTb cBeTa: cBOUCTBa MaTepuarnos

MeTan OnaneKkTpuk




[lyTb cBeTa: cBOUCTBa MaTepuarsros

TeKCcTypbl PesynbraTr
Vﬁ;ﬁuuuuuu||||||||">“""-';_:£’ = : "




[lyTb cBeTa 1 TeHN

CeeT

 Forward
— Singlepass
— Multipass

 Deferrea
— Classic
— Tiled

— Clustered

oo m mm -

— Tiled
— Clustered

-—eem e o o o e o e e . .

TeHb

|

Light Maps
Light Grids

]

Shadow Volumes

(

Shadow Maps

— Spot

— Cascade

— Cube

— Variable Penumbra

J
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inglepass

S

Forward
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Forward: Multipass

-——

Additive Blending -7 T~o
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Deterred: Classic

Additive Blending -7 ~~<
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Deferred Rendering

feomeTpunyeckumn oydep PesynbraTr

Z-values
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Deferred/Forward+: Tiled/Clustered

Zmin
Zmax

——————
- ~o

—————
- =~
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Technique

Forward
Singlepass

CpaBHeHME

Num Band-wi  Z-pass Complex Complex  Small Shader Shadows
dth Materials Lights Lights Compl.
Transp.

Forward
Multipass

Deferred

Deferred
Tiled/Clusterd

Forward+
Tiled/Clustered

YES!!
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CBeT 1 TeHu: Light Maps
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TeHn: Shadow Volumes
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TeHn: Shadow Maps
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[ nobanbHasa ocBeleHHOCTb

Markme nonyteHu
3aTtekaHune cBeTa
OTpaxeHune

McTnHHaqa npupoaa
MaTepuanos

Offline:
— Radiocity
— Photon Mapping

3aneyb B Light Map
3aneuyb B Light Grid
3ane4b B Cube Maps

SSAO

nstant Radiocity

SM (Ghost Recon: FS)
PV (CE 2,3)

VCT (UE 4?)
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Global lllumination: Sky Occlusion

* Cube Map
— 256x256x128
* Shadow map
— 64 BbIOOpPKU

« Kaxabl BOKCEerb
— Kon-Bo cBeTa

— YcpegHeHHoe
HanpasneHne

28



Global lllumination: SSAO
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Global lllumination: Cube Maps
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Cuctembl YacTuL

[eHepaTtop yactuy (rpynnbl): «  CYMyNATOp YacTuLL;
— HavanbHble pacnpegerneHns — YpcneHHbIn
napamMmeTpoB * X=x+V-t,v=v+a-t
« dunep
. * PyHre-KyTTa
HacTuua: — AHanuTunyeckunmn
— Bpewms xunsHu  xx rvteaB)2
— Kunematuka: 0
. 223;32?., * Wcnonb3oBaHne GPU
 YckopeHue (nok.+rno6.) — GS Stream Output /
» [amnuHr CS Append Buffer
— LlBeT, TekcTtypa * MogenuposaHue
—  AHumMaums:: * Bpems xusHu
. BpaleHne — CoptupoBka/Approx. OIT
* LiBet — VS/PS
» Pa3mep » OpwueHTaums cnpanTos
— [lapameTpbl CMNOXHOro * AHumauus
B3aMMOOENCTBUS:

* Ynpyroctb
» 3apsa/Macca
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Ubershaders

void ShaderFunc () {

#ifdef WET
SetWetSurface ();

#endif

#ifdef SKYLIGHT

ApplySkyLight();
#ifdef SHADOW
ApplyShadow();

#endif

#endif

#ifdef LIGHTO
ApplyLight ( @ );

#endif

#ifdef LIGHT1
ApplyLight ( 1 );

#endif

#ifdef LIGHT2
ApplyLight ( 2 );

#endif

#if XBOX
// Do XBOX-specific stuff

#endif

// Render-specific
SKYLIGHT = 0x0001

SHADOW = 0x0002
LIGHT® = 0x0004
LIGHT1 = 0x0008
LIGHT2 = 0x0010

// Game-specific
WET

FREEZED

CLOACKED

// Stage-specific
PIXEL_SHADER
VERTEX_SHADER

// Material-specific
USE_DETAIL_MAP

sétubershader (

use bR Aok AGHTL |

USE_EJOTOPIC_SPEC

/7 PHSEREFALL; MAP |

PC_OFNGIE|  SHADER
PC_DIRECT3D

XpoX
PS3

- - —E)C)‘J\ \
\‘(:a‘*\fi -

-

| PC_DIRECT3D
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[TocTobOpaboTka

Depth
Buffer

Game Effects
*Pain
*Quad Damage
*Time effects

33



[TocTobOpaboTka
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Cxema rpadonyeckomn CUCTeMb

C'vSS '40d ¥CH
3uissanoud-1s0(d

| o

~
S9|dlled

smopeys

36



OnTummnsaumsa: Draw Calls

Uem meHbLue Draw Calls — Tem nyywe
— 1000-2000 baTtyen MmakCMmym

— Shadows

— Z-prepass

Frustum culling

— Wepapxudeckum

Occlusion culling

— Occlusion query/Conditional Rendering
— Precomputed visiblity

CknenBaHue MeLlen

Instancing
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Ontumunsauns: Pixel shader

* Early Z-cull
— PeHnpgepuHr B nopsake Bo3pactaHus riyouHbl
— TpebyeT Z-prepass
* PeHOepuvHr B MeHbLLEE pa3pelleHne
— [1pobrnema «kpaeB»
* Reprojection
— Ghosting
» Tiled techniques
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OnTtumndaumsa: DXT/BC cxkaTtune

* YMeHblUeHMe pasmepoB * DXT/BC

TekcTyp (B 2 pasa) — TeKkcTypbl NOBEPXHOCTEN
— Jlydwe xaTb TEeKCTYpbl — doTorpadum
LiBETA HYeM KapThl — KapTbl Hopmaneu
HOpManeu (HeperynspHble)
 BC/DXT-cxartue
— OKOHOMUSA NaMATU — KapTtbl Hopmaneu
— YcKOpeHve peHaepuyHra (perynspHbie)
— Broku 4x4- — [narpammbl, cXemsbl
- 2 uBeta ] 5.6.5 — Wpndtol
« 2 OuTa - napameTp
NHTEepnonaumnm

* P.S. Hy>keH KOHTpoO-nb!
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OnTtumndaumsa: DXT/BC cxkaTtune

_ W -i‘i. «
ol

rl
i E% '.-l"r e

192 Kb 32 Kb Diff: x8
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Ontummnsauunsa: CxaTtme BepLUnH

ATpuoyT Hausnbiii | IIpoctoe cikatue | Cixkarue ¢ pacnakoBKoil
BePLIMHbI IOAXO0/ B LIenaepe

Position float3 float3 half4 + quat sign
Normal float3 half4 byte4 (quat)
Tangent float3 half4 (xyz)

Binormal float3 half4 (xyz)

Texture Coord  float2 [3].w [4].w half2

Color float4 byted byted

Blend Weights  float4 half4 half4

Blend Indices byte4 byte4 byte4

Skinned 92 bytes 52 bytes 32 bytes

Rigid 72 bytes 40 bytes 20 bytes

1
2
3
4
5
6
7
8
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Bonpochbl?
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Bonpocobl online

[Nouemy B OpenGl HeT Moaernen oceeLLeHnsA?
CssizaHa nv gucnepcus ¢ NuHK donongom?) [Y/N]

MoXXHO N1 BapuTb COBPEMEHHbIN rpadonyecKnii ABUXKOK B KIagoBKe UK JTOO0XKUK?
INeranbHo nu ato?

Yem HoBble APl (Mantle, DX12, Apple Metal 1 TA) oTnnyaroTcs oT ctapbix?
Vicnonb3ylotca nu mogenu rmobanbHOro OCBELLEHWS B Urpax Ha AaHHbIN MOMEHT?

Hackonbko MOXXHO GbICTPO CBapMTb NPOCTOM ABWXKOK AN 3D BU3yanvMsauumn QUneTaHTy,
KOTOpPbIN B NOCneaHuin pas rpadpuky nporpamMmmupoBan ansa pexuma 320x200x256 B
accembnepe 4yepes cermeHT AOOO (3T0 6bIN0 B "noxmaTtom” 1996 roay ))))) ), a B 3Tom rogy
6anosancs Unity u SandBox?

Kak pacnonoxuTb span no LeHTpy div (M BepTMKanNbHO M FOPU30HTarnbHO) HE NCNOMb3YS
abCcontoTHOro NO3NLMOHNPOBAaHNA?

MOXXHO N HAyYUTbCS BapUTb ABMXKOK, ECNI B MPOrpaMmMmpoBaHmMm noyTn Homb (0.1)?
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Bonpocobl online

Hackonbko uenecoobpasHo co3gaBatb COOCTBEHHbIN ABUXKOK C HYNs? U ¢ Yem MOXeT BbITb CBA3aHa Takas
noTpebHOCTL?

Moyemy B COBpEMEHHbBIX rpachmnyeckmnx ABMKKaxX Tak ycepaHO CTapatoTcsl HapawmBaTb KONMYeCcTBO
NONMMIrOHOB B CLiEHE, NPX 3TOM OTBOAA Ha 3a4HMWI NiaH Ka4eCTBO TEKCTYP, OCBELLEHNE N TEHU?
Benb 13-3a 3T0ro BO MHOMMX COBPEMEHHbIX Urpax HabmnogaeTcs Hekas "MynbTAWHOCTL' M300paXxeHus.

Y70 BbI AyMaeTe 0 nepcrnekTnBax anroputMoB unbiased rendering B urpax?

YTO TaM Hac4YeT MaccoBOM MPUMEHMMOCTM Ha CEroaHs 1 Grnvxaniuee GyayLlee y TEXHWK, anbTepHATUBHbIX
pacTepu3auum TpeyronbHu4KoB? Bokcenwn, pentpenc - BOT 3TO BOT BCe.

CKopOoCTb pacnpocTpaHeHusl cBeTa B nepBon cpeae 225 000 km/c, a Bo BTopoi — 200 000 km/c. Jlyy cBeTa
nagaeT Ha NOBEPXHOCTb pasadena aTux cpeq nog yrrnom 30° 1 nepexoanT Bo BTOPYHO cpeady. Yemy paBeH
yron npernomMreHus ny4ya?

Hackonbko cunbHo pasnuyatotca APl rpadpukum ans PC n KoHconen?
Pasnnyatotcs nv npuHUMNUanbHO METOAUKN pa3paboTkm n obLLNA LnKN?

YTto Bbl AymaeTe o ByayLiem ncnonb3oBaHWsA MeraTekcTyp (kak B urpe Rage)?

Uem oTnnyaetcsa Teccenauma ot TpI/IaHFyJ'IFlLI,I/II/I?
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[TpoekTbl HAW HKT HAY UTMO
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Pectoralis Major (left)

Sed ut perspioats, unde omnis iste natus error sit

totam rem apenam eague ipsa, quae ab illo inventore
veritats et quas architecto beatse vitae dicta sunt,
expiicabo.
N qua P
aspernatur aut odit aut fugit, sed quia consequuntur
Magn dolores €01, QUi rabone voluptatem sequ
NESCIUNG NEQUE POTTO QUIIQUAM &1L, Qui Colorem
Ipsum, quia dolor 81, amet, consectetir, adpisc velit,
modi

ved
utlabore et dolore magnam aliquam quaerat
voluptatem.
Ut enim ad minima versam, quis nostrum

suscipit g
ut aligud ex 02 commod contequatur?

Quis autem vel eum fure reprehendent, ol In ea
voluptate velit esse, quam nibil molestiae consequat,
el illum, qut doforem eum fugiat, quo voluptas nulla
panatur?

e

Shog Comaes

r s

user_guide_beta docx

CACTEMHOr

POPaMMKCTS 1.1
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Kadeppa

e [1eHb OTKPbITbIX
OBEPEWN:

— 8 nona s 18:00

— bupxeasa nuHug, g. 4

[m] e nLEI

e

e [1BOMHOW OMNIOM

— YHUBEPCUTET
r. AMcTtepgam,
HuoepnaHabl

1%
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[Iporpammbl U NpenmyLlecTBa

« CynepKkoMnblOTEPHbIE
TEXHONOIU B
MEXANCLMNITMHAPHbIX
nccrnegoBaHUsIX

« CynepKkoMnblOTEPHLIE
TEXHONOIU B
nccrnenoBaHMKM NpoLLECcoB
bornbLioro ropoaa

* OKCTPEHHbIE BbIYUCIIEHUS U
obpaboTka cBepxbOonbLLNX
00bEMOB AAHHbIX

Bo3MOXXHOCTb coBMeLLaTb
y4yely n paboty
— 25Tp.3a1/2

Bo3amMoXxHOCTb 0by4eHus 3a
pybexom

ABTOMAaTHU4eckKkoe
NOCTYNMeHne B acnupaHTypy
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