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Anorauis. B mpoBeneHnx IOCHimKEHHSIX 3/AIMCHEHO aHANi3 OCOOMHMBOCTEH opraHizamii iH(popMamiitHOI
TexHonorii mobdynosu 3D-cuen. PeanizoBano mporpamuuii 3aci6 npusHadeHuit mis nodynosu 3D-cieH Ha
ocHoBi sik CPU, Tak i GPU-opienToBanoi nmporpamHo-anapatHoi miatpopMu. 3a paxyHOK 3aCTOCYBaHHS
saep GPU mnst oOpoGnienHst eneMeHTiB 3D-ClieH JOCSTHYTO MiBUIIEHHS MIBUAKOAII Tpolecy ix
00poOIIeHHS.
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AnHOTanmusl. B TpOBENEHHBIX HCCIENOBAHUAX OCYIIECTBICH aHANINU3 OCOOCHHOCTEH OpraHHM3aluy
MHQOPMALIMOHHONH  TexHonormu moctpoeHns 3D-cueH. Peamu3oBaH  mporpaMMHbBIH  KOMILIEKC,
npenHa3HaueHHbId uiss moctpoenusi 3D-cuen Ha ocHoBe kak CPU, tak u GPU-opueHTHpOBaHHOM
IporpaMMHO-aNIapaTHoO! miatdopMsl. 3a cuer ucnonbp3oBanus suep GPU mis o6pabotku anementos 3D-
CLICH JOCTHTHYTO NOBBIIICHHE OBICTPOACHCTBHS MPOLIEcca HX 00PabOTKH.
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Abstract. The analysis of organization features of information technology for the 3D-scene construction is
carried out in researches. The software package for both CPU and GPU-oriented software and hardware
platform was developed. By using GPU cores for particles processing of 3D-scene the performance increase
of processing operation was achieved.
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BCTYII

OcraHHIM YacoM 3HAYHOTO PO3BHTKY HaOynM TexHOJIOTi MoOymoBHM BipTyanbHOI peanbHOcTi (BP),
TOOTO CTBOPEHHS TEXHIYHHMMHM 3aCO0aMU TaKOTO CBITY (00'€KTIB Ta CyO0'€KTIB), SIKHii MEPEIAETHCS JTIOIUHI Yepe3
il opraHM BIAYYTTIB Ta CHPUHMAEThbCAd HEIO SK CHpaBXHIH. [l CTBOpPEHHS NEPEKOHIMBOIO KOMILIEKCY
BimuyTTiB BP iMiTye sik BIUTMBH, TaK 1 peakilii Ha HUX B peabHOMY daci [1].

Hapasi BP akTuBHO BUKOPHCTOBYETHCS B PI3SHOMAHITHUX cepax XUTTS: B IHAYCTpii po3Bar (Bigeoirpu,
KiHO 1 cepiaiM), NpH IMPOJAXI HEPYXOMOCTI, NPH IPOEKTYBaHHI CKJIAAHUX NPOLECIB, B Taly3siX OCBITH,
MEJIMIIMHY, BICHKOBOI MPOMHCIOBOCTI TOIO. SICKpaBUM MpPHKIaJOM € 3acTocyBaHHs BP s HaB4aHHS
¢axiBuiB Takux npogecii, 1e HabyTTs MPaKTUIHUX HABUIOK MOXKE OyTH MOB'sI3aHE 3 PU3UKOM JUTS 37J0pOB's 200
KUTTS (TUJIOTH, JIKapi, camepy TOWIO). 3 aKTHBHHUM IIOIIMPEHHSM TexHosorii BP BinnmoBizHO akTUBHO
30LTBITYIOTECS ¥ IHBECTHIIII B iX PO3BHUTOK [2].

AnaparHo BP peani3yerbcs 3a JOOMOror Habopy HPUCTPOiB, K1 OUIBII MOBHO IMITYIOTh B3aEMOZIIO 3
BipTyanpHO1 cepemoBumieM (monomu it ronoBu (HMD), aymiompuerpoi, mpuctpoi kepyBaHHsA Tommio). Lli
TIPUCTPOi JJIsI CBOET POOOTH MOTPEOYIOTH CHELialli30BAHOTO MPOTPAMHOTO KOMILIEKCY, KU CTBOPIOETHCS
3/1e01IBIIOTO0 HAa OCHOBI CIIEIIaIbHUX MpOrpaMHUX 3aco0iB po3pobku — pymriiB (Unreal Engine, Crytek, Unity
TOIIO).

[Mpore uum cknaaHimow € 3D-cuena, sKy mnNOTpiOHO peanidyBatu (HAOpUKIAA, 32 PaxyHOK
BUKOPHCTaHHA CKJIAQIHUX ImeiaepiB, "3amikaHHI" CBITJIA, OJHOYACHOI OOpOOKH BENMKOi KUTBKOCTI aKTHBHHX
a”iMamii B peaJibHOMY 4Yaci), THM OUIBIIMMH CTalOThb BUMOTH, SKi pymid mnoTpeOye B KOHTEKCTI
00YMCITIOBAIBHUX TOTYXHOCTEH cucTeMu. Lle B CBOIO depry 3yMOBIIOE aKTyaJlbHICTh 3aCTOCYBaHHS
TEXHOJIOTiH, CIPSIMOBaHWX Ha 30UIbIICHHS OOYMCIIOBAIBLHOI MPOAYKTUBHOCTI CHUCTEMH, Yy TOMY YHCIi 3a

paxyHok ontumizaiii B3aemoii Mk CPU Ta GPU-TexHOJOTiIMU B MeXaxX MapaJurMH FeTepOTeHHUX 00YNCIIeHb
[3, 4].

META I 3AJTAYI JOCIILIZKEHHSA

MerToro nociimKeHHs € MiABUIIESHHS MBUAKOI 00pobneHHs 3D-cieH i BipTyalbHOI peadbHOCTI Yy
TeTePOrCHHUX CHCTEMaX.

BinmoBigHO 10 METH MiUIATaIOTh BUPIMICHHIO TaKi 3a1adi:

1. Ananiz ocoOnuBoCTel mporecy mooymnosu 3D-ciieH.

2. AHami3 mporpaMHO-anapaTHHX 3aco0iB moOyaoBu 3D-crieH.
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3. Po3po0ka Ta peamizaris iHpopMariiHo1 TexHo0Til mooymoBu 3D-cieH A BipTyaabHOI pearbHOCTI
Ha ocHoBi CPU ta GPU-opienTOBaHO1 MporpaMHo-anapaTHoi miardopmu.

MMPOLEC INIOBYI0OBHU 3D-CIIEH HA OCHOBI PYIIISI UNREAL ENGINE

[lepmmm Ta omHUM 3 HaAWOULIBII BaXJIMBUX eTalliB mpoluecy nodyroBu 3D-cueHn € mobOynosa
nanamadry, ska nepeadavae TeHepallilo Ta peaaryBaHHs JaHamadTy mim mocrasiaeHy 3amady. Pymiii Unreal
Engine mae BOymoBaHi IHCTpYMEHTH IJisi pemaryBaHHS MicueBocTi. [HcTpyment “Jlanmmadt” mo3BOIISIE
CTBOPUTH MAacCHBHI CBiTH, 3acHOBaHI Ha penbedi. Ile € KOpuCHHUM, KOJIM HEOOXITHO CTBOPUTH HEBEIUKHMA
nmaHamadT 3 MIiHIMATBHOIO KUTBKICTIO HEpIBHOCTEH. AJe, 32 MOTPEeOH Yy CTBOPEHHI MPHUPOJHOTO JaHAMAPTY
BEJIMKOIO PO3MIpPY 31 3HAYHOIO KUIBKICTIO HEPIBHOCTEH, JOUUILHUM MOYKE BHSBHTUCH 3aCTOCYBAHHS 30BHILIHIX
iHCTpyMeHTiB, Takux Kk World-Machine, pe3ynbratén pobotn sKoro MOXyTh OyTh 3aBaHTakeHi mo Unreal
Engine.

World-Machine € Haa3BHYaiiHO TOTY)XHHM IHCTPYMEHTOM, SKHi TO3BOJISIE CTBOPHTH Oyab SKHit
HeoOXimamii nmaHamadrt mpupomu (puc. 1). BiH mae OaraTo pi3HHX adrOpUTMIB TeHepalii MrymMy Ha BHOIp;
MIATPUMYE YOTUPU Pi3HI BUIM NPUPOJHUX e(eKTiB: TepMiuHe BHUBITPIOBAaHHS, OeperoBa eposis, perysspHa
epo3is i cHiromaa. KoxxeH 3 HUX Mae€ BENHMKHUH Iiama3oH HaJamTyBaHb (HANPUKIAN, 3MiHAa TOTO, SIK TAJIEKO
MEPEMIIIYETHCS OCaJ i 9ac epo3ii), M0 € 3HAYHOIO MEPEeBaro0 B MOPIBHAHHI 3 OUIBIIICTIO IHIIUX 30BHIIIHIX
IHCTpYMEHTIB, fKi 9acTO HaJaloTh OiMBII OOMEXeHWi iHCTpyMeHTapiil [5]. B HasgBHOCTI TakoX € BiacHi
IHCTPYMEHTH CTBOPEHHS JIOPIr, PIYOK TOILIO.

2sEY g 3EEEAHE00O
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TIMB 3D View

Puc. 1 — Creopenns nanmmadry B8 World-Machine

HactynmHuM eranoM € 3HaXOJDKEHHS Ta pefaryBaHHs IIiJ HEOOXiJHY 3ajady ycixX MOTpiOHMX TEKCTYp.
Koxwiii Bucoti B Unreal Engine Oyme mpucBoeHo CBiii mMarepian (TpaBa, rpagiii, cHir). Kosu CBITIO 3i clieHH
NOTpAIUIIE€ Ha MOBEPXHIO, MaTepial BUKOPHCTOBYETHCS IS PO3PAXYHKY TOTO, SK LEH CBIT B3a€EMOJIE 3 L€
noBepxHero. J[ist Toro, mo0 JaHAmapT CKIAAaBCsA HE 3 OJHIEL, a 3 NEKUIBKOX TEKCTYp, HEOOXITHO CTBOPUTH
OaraTomrapoBuii MaTepiall, OCKUIBKH Ha OIMH LUIAHA 00’€KT MOXe OYyTH BHKOPHCTaHO JIMINE OAWH MaTepiall.
Taxwuii MarTepian cKIagaeTbest 3 IEKUIBKOX TEKCTYP, sIKI MOXKYTh OyTH HaKJIaJIeH] 0/1Ha Ha OJIHY.

OcHOBY Marepiady CKIamae TeKCTypa abo Koiip, fKi HampsMy abo depe3 BiOmoBimHi (QyHKIii
nigKiIroueHi 1o kanany Base Colour. IHIIi kaHamu € juie JOTIOBHEHHSIM J0 OCHOBH. ['0JIOBHUM 3 10JIaTKOBHX
kaHairiB € Normal Map. Tekcrypu (pakTHYHO € OCHOBOIO BCHOIO Bi3yajbHOro psay B 3D-cepemosuimi. Bin
SKOCTI TEKCTYp 3aJIS)KUTh HACKUIBKH SKICHUM Ta PEANiCTHYHUM OyJe OTpHUMAaHWH pe3ynbraT. TeKCTypH MOXKHA
CTBOPDUTH WLUISIXOM OTPUMaHHS HeoOXimHuX ¢ortorpadid Ta iX momanblIioMy peAaryBaHHs B rpadidHOMY
penakropi, Hampukian Photoshop. Ilpu mobymosi 3D-cepemoBuIna BHKOPHCTOBYBAINCH TEKCTYPU BEIHKOL
PO3IUIBHOT 31aTHOCTI, OCKUTBKHM Ha JaHUH MOMEHT 1€ € HaWOUIbII eDeKTUBHUM JUIsl JOCSITHEHHSI pEaTiCTHYHOTO
300pakeHHs [6].
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Puc. 2 — Ipuknax poOOTH JETAIBHOTO TEKCTYPYBaHHS
Heranpae TekctypyBaHHS (Normal Map) BUKOPHCTOBYETHCS JUII CTBOPEHHS LTIO311 OUTBII JeTambHOT
iHpopMaIlil B TEKCTypi HUIIXOM BBEACHHS HOBTOPIOBaHOI KOMOiHawil qudy3ifiHUX Ta HOpPMalbHHX KapT, SIKi
TIepeBUIIYIOTH ToYaTKoBi 3HadeHHs Diffuse i Normal mist o6'exra (puc. 2). OmHuM 3 MaTepialliB It CTBOPEHOTO
na"qmadry y HaBeAeHOMY NpuKiazai (puc. 2) € Bosoruii kaminb. I[Ipn noOynoBi HOro, OKpiM TEKCTypH KaMiHHS
Ta JIeTaJbHOI TEKCTypu HeoOximHo Oymo peamizyBaTé (PyHKIiIO, sIKa CTBOPIOE 3 KOJBOPOBOi TEKCTYPH, YOPHO
OiTy, OTIM cTa€ CBITIIIIOLO 1 B KiHIII HAKJIAZa€ YOPHO-OLTY TEKCTYpy Ha KOJIbOPORBY.

Tpetim eranom € moOy0Ba HEOOXIAHUX MaTepiaiiB (mIeiiaepiB) Ha OCHOBI PO3POOICHUX TEKCTYp, KapT
HOpMallell, Ta eeKTiB B pemakTopi MartepiamiB. Matepianu(meiinepn) OyaytoTscs B perakropi pymris Unreal
Engine. BoHn MicTATh Pi3HI TEKCTypH Ta MaTepiajibHi BHpas3H, sIKi CTBOPIOIOTH Mepexy By3iiB. KiHleBHM
Pe3yABTATOM € MaTepiai, SKAH MOXKIIMBO 3aCTOCYBATH Ha JaHAMAQTI Ta 00’ €KTax.

[ToTimM BUKOHY€ETBCSI 3HAXOPKEHHS Ta po3poOKa ycix HeoOxinHux Meshes s 3D cepenoBuina, a Takox
ix momainbiine po3TamyBaHHs B 3D cepemopumii. StaticMesh, uu npeamMer, sijsie COOOI0 €IEMEHT IeOMETPIi,
SIKMH CKJIQIA€ThCS 3 MHOXXHMHHM 0OaraTOKyTHHKIB, SIKi MOYTh OyTH KEIIOBaHWUMHM y Bimeomam'sTi. lle 3HauHO
MIZBHIIYE X e(EKTUBHICTD, 10 JO3BOJISIE iM OyTH HA0araTo CKIAIHINIUMHU, HDK 1HII THIH TeomeTpil. OCKUTbKH
BOHH KeIIYIOThcA y Bimeomam'siti, StaticMeshes MoxHa nepexiacTa, 0OepHYTH Ta MacIiTadyBaTH, aje BOHH HE
MOXYTb Oy/Jb-IKMM YHHOM aHIMyBaTu BepuInHHU. StaticMeshes € OCHOBHOIO OAMHHIIEIO, 1110 BUKOPUCTOBYETHCS
JUISL CTBOPEHHS T€OMETPii CBITY sl BIpTyanbHUX cepenoBuil, ctBopeHnx B Unreal Engine.

[Ticnst mporo eramy MPOBOAWTHCS HaKJIaJaHHS mekaepiB Ha jmaHgmadr Ta Meshes. B cnpomeHomy
Bursii, TekcrypyBanHs 3D-cepenosuiia B Unreal Engine € mporiecoM BHKOPHUCTaHHsS TOTOBHX MaTepianiB
LUIIXOM HakJIaJaHHsA iX Ha nmaHgmadr Ta rorosi o0’extu. [Ipm TekcTypyBaHHI Marepianmy Bmepiue, Horo
nieiiiepu KomminowThes. [loTiM, 1el mpolec MOBTOPHOETHCS JIMINE Iicis 3MIHM Marepiany. TpuBamicTh
KOMMIIALIT Oe3rmocepeIHhO 3aJIeKUTh Bil CKIIaIHOCTI MaTepiary.

Hacrynuum erarnom € mnoOynoBa rpadiunux Ta ¢isuunux edexris B 3D-cepenosuiii Ta ix mojgaiblie
po3TanryBaHHS, a TakOXX IOJaBaHHA Ta 3amikaHHA cBitiaa. Unreal Engine minTtpuMye BHKOpHCTaHHSA Pi3HUX,
TIOTIePEAHBO-PO3POOICHNX CIIeHapiiB OCBITICHHS B cepenoBuili. Lle mae 3Mory Ha omHOMYy piBHI 30epiratu Ta
BimoOpaxkaTu JeKiIbKa HaJaTyBaHb OCBITIICHHS, [0 HAAE JMHAMIYHOMY OCBITJICHHIO THYYKOCTI. MOXIIUBICTD
obupaTy MDK JEKiTbKOMa CIIEHAapisIMH MOTNEPEAHBOTO OCBITICHHS Ma€ OCOOIMBE 3HAYCHHS JUIS TPOCKTIB
BIpTyallbHOI pEabHOCTI, SKi MOTPEOYIOTh BHCOKOSKICHOT OOpOOKM 3 JOTPUMAaHHSM BHCOKHX ITOKa3HHKIB
MIPOIYKTHBHOCTI.

ITixg "3amikaHHSM CBITJA" PO3YMIIOTH MPOIIEC MOMEPEIHbOI IeHepalii Ta HakiIagaHHs TiHed. O0'exTH,
sIKi OyJTH pO3TAIIOBaHi 10 BOTO TPOIECY, CTAHYTh CTATHYHUMH 1 OiIbIlie He OyIyTh aKTHBHO TPOPAaXOBYBATHCH.
Ile 3MeHIIye HaBaHTaXe€HHA NpH po3paxyHKy 3D-cuenn. OpHak ciig mam’siTaTv, [0 IPOLIEC 3aIliKaHHS
MOTPiIOHO MPOBOJMTH JI0 PO3TAIIYBAHHS aKTUBHHUX 00’ €KTIB, sIKi TOTPEOYIOTh AMHAMIYHUX TiHEH.

BaxiuBUM € nOAaBaHHS MEPCOHAXY 3 BUIVILAOM Bil MEPLIOTO JIHI, OCKUIBKH caMe BiH € aBaTapoM
KOpHUCTyBaya y BIpTyaJlbHOMY CEpE/IOBHII Ta JI03BOJIsiE HOMY OpieHTyBaTHCs B 3D-clieHi.

ITepm mix mpoekt Unreal Engine moxke OyTH pO3MOBCIOMKEHHH cepel KOPUCTYBadiB, BiH MOBHUHEH
OyTu HaJe)XHMM 4MHOM "3amakoBaHui". Lle rapaHTye, 10 Bech KOJ Ta BMICT OHOBJIEHO Ta peajli30BaHO B
HaJISKHOMY GopMarti ajist podoTH Ha NOTPIOHIN IITKOBIM MPOTPaMHO -anapaTHiil maThopmi.

IPOTPAMHO-AITAPATHU KOMILIEKC JIJIsI IOBYJIOBH 3D-CIIEH

Jls BinTBOpeHHS BipTyaibHOI peanbHOCTi B 3D-ciieHi Ha ocHoBi pymis Unreal Engine BusBHIHCS
MOTPIOHUMH Ta OyJIM BUKOPUCTaHI HACTYIIHI IPOrpaMHO-anaparHi 3acOo0H:
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- TepcoHaNBHUH KoMmm'Iorep 3 rpadiuHoio kaptoro Bim NVIDIA, mo miarpuMye TporpaMHHN
kommoneHT Geforce Experience Ta ioro texuosoris GameStream;

- cMapToH Ha omepariifHill cucTeMi aHAPOIn 3 HEOOXiTHUMHU ceHcopamu Ta kabemem MicroUSB mms
IAKITIOUESHHS J10 ITepcoHanbHoro komn totepa (I1K);

- nporpamui komnoneHtd Trinus VR, Moonlight, Tridef 3D;

- 3D cepenoBue.

[Tepmium eramom € BcraHoBieHHs Ha cmapTdoni Trinus VR ta Google Card Board. Ilporpamuuii
koMmmoHeHT Trinus VR Hamae kopucTyBadeBi cMapTQOHY TapHITYpy BipTyallbHOI pealbHOCTI 6e3 HEOOXiTHOCTI
npua0aHHs JOJATKOBHX amapaTHux 3aco0iB. Trinus VR BHKOpPHCTOBYe nucIUied Ta JaBadi cMapTQOHy, 1100
MIEPETBOPUTH HOTO Yy IIOJIOM BipTyallbHOI peaIbHOCTI AJISl IIEPCOHAIBHOTO KOMIT I0Tepa.

Kommonent Trinus VR HeoOXxigHuil 1 mepexadi gaHuX ripockomy (mepeMimieHHs cMmapTdoHa y
npocropi) Ha koMmn'rorep. [IporpaMHuii KOMIOHEHT CKIIaAEeThCs 3 JBOX YacTHH. [lepiry moTpiOHO BCTAHOBHUTH Ha
cmaptdoH, a iHmy Ha kKoMm’totep. HactymHuM kpokoM € migxitodeHHs cMmaptdory no IIK mns mopmambimoi
nepenaui ganux. Trinus VR niarpumye nBa MoKiIMBUX BapiaHTa miakimodeHHs: yepe3 Wi-Fi abo yepes USB-
Kabens.

Geforce Experience — yruiita pospoOnena kommaniero NVIDIA ans nporpaMHOi HiITPUMKH
MepCOHATFHUX KOMIT I0TepiB Ha 0a3i ii Bimeokapt. OcHoBHA 1ine BuKkopucTaHas yrmiitn GeForce Experience €
texHoiorii NVIDIA GameStream. Came BOoHa Hajae 3MOTYy TPaHCIIOBaTH 300paKEHHsS 3 IEPCOHAIBLHOTO
KOMIT'FOTepa Ha iHIIHiA Ta/KeT. B posristHyToMy BUIAAKY 1ie cMapTdoH Ha onepartiiuii cucremi Android, sikuit
CKJIaJla€ OCHOBY IIOJIOMa JUTA BipTyalnbHOI peansHOCTI Ha 6231 Google Cardboard.

Bukopucranns GeForce Experience € edekTHBHUM cIIoCOOOM Iepesiadi 300paXKeHHs 3 ePCOHAIBLHOTO
koM 'forepa Ha moiioM Google Cardboard, ocKiTbKH TaHUHI TPOTPAMHUIT KOMIIOHEHT OTPUMYE BiJICONOTIK HE 3
MoHIiTOpY, a 3 Bigeoamantepa NVIDIA. BineomoTik 3 camoro Bimeoamantepa € Hadarato SKICHIIIUM, TOMY
300pakeHHsT y 1mojoMi VR, 10 BHKOPHCTOBYE Takui MeToxd, HabaraTo diTkimie. /[0 TOro >k TEXHOJOTis
GameStream HisIK HE HaBaHTAXYy€E IIEHTPAJIbHUH IpoOLEcOp 4M cMapTdOH, a JIMIIE Maly KUIBKICTh suep
BimeoamamnTepa.

Opnnak, TexHousoris GameStream oQiliifHO MIATPUMYETHCS JHIIE HAa MOOUIBHUX NPHUCTPOSX JIHINKH
Shield Bin xomnanii NVIDIA. Tomy s BUpilIEHHS I[bOTO HENOJIKY JOUUIBHHUM BUSBHIOCH BHKOPUCTAHHS
IporpamMHoOTo 3a0e3nedeHHs i1 cMapTdoHa Moonlight.

Moonlight — e peanizaris mporokony NVIDIA GameStream 3 BigkpuTUM KOZOM. PO3pOGHUKH 1IHOTO
MIPOTPaMHOTO TPOIYKTY peayizyBaiii mpoTokon, skuid BHKopucToBye NVIDIA Shield Ta Bukonye Habip
KopucHuX (yHKIiA. Moonlight no3Boisie B pexmmi MOTOKy mepexaBaTH BineomoTik 3D cepemosmma 3
cymicaoro GameStream [1K Ha Oyzp-sKkuii miaTpUMyBaHUN NPUCTPIN Ta IUCTaHIIHO BinTBOproBaTH Horo. J{is
KOpUCTyBaya, I[I€¢ O3Ha4ae€, IO JUIA Meperadi BiICONMOTOKY 3 MEPCOHAIBHOTO KOMIT'IOTEpa  YTHIIITOIO
GameStream He 000B’s3k0B0 Matu NVIDIA Shield. Takoxx Moonlight Mae Benukuii crekTp HallalITyBaHb,
TakWX SIK BUOIp PO3OUTEHOI 3aTHOCTI pa3oM 3 YacTOTOIO KajpiB Ta BuOip Oirpeity BimeomoTtoky. Kpim Toro,
CHUCTEMa JMHAMIYHOTO PO3IIMPEHHS, TO3BOJISE CTA0UII3yBaTH KUIBKICTh KaApiB B CEKYHAY 33 PaxyHOK
3MEHIIICHHS SKOCTi 300pakeHHS B HEOOX1THUH MOMEHT.

OcraHHIM eTanoM € HajamTyBaHHsS nporpamHoro kommnoneHty Tridef 3D. Ilporpamumii KOMIoOHEHT
Tridef 3D — cremianbuuit 3D-apaiiBep 3 neBHOIO KOHGIryparicro. 3a JOMOMOIrO OO ApaiBepa, Ha eKpaH
cMapTdona Oyae BUBOJAUTHCH 300paXCHHS B PEXKHUMI PO3IBOEHHS 300paKCHHS, 3 (QYHKIIIEI0 CTBOPCHHS e(DeKTy
3D-rimmb6unu B 3D-cepenoBui.

ITicns mporo motpiOHO nwmime momaTH cTBopeHe 3D-cepenmoBmiie Ta 3amyCTHTH HOTO. SIK TLNBKH
CepellOBHIIE 3aBAHTAXKHUTHLCS, BOHO Oy/le peayi3oBaHO yXe 3 HEoOXiMHMM e(eKTOM pO3JBOEHHS 300pa)KCHHS.
Taxox, 3aBISKH CUCTEMI TPEKIHT'y MOXKIIIBUM CTa€ i KepyBaHHs KaMepoIo.

MMOBYAOBA E®EKTY I'PO3H1 Y 3D-CEPEJJOBHIIII
I3 BACTOCYBAHHSAM BIIEOAJTAIITEPA

IIpu no6ymoBi 3D-cepenoBumia Oyno MOCTaBICHO 3aady BIATBOPHUTH CKIAIHUN Bi3yallbHUH SPEeKT
IPO3HM IIUIIXOM BHUKOPHCTaHHS CHUCTEMHM 4YacTWHOK. EQekT rpo3u ckiagaBcsi 3 YaCTMHOK Kparleib Oy,
YaCTUHOK OpM30K BiI Kpamenb Ha IOBEPXHi, YACTHHOK OIAajoro IJIMCTS 3 JepeB, YaCTHHOK OJHMCKABOK, Ta
YAaCTHHOK JIEFKOTO TyMaHy.

BumenaBeneni yactuaku Oyno pearizoBaHo gBoma criocobamu: Ha ocHOBI CPU-smep Ta Ha OCHOBI
GPU-spep. Ilpu peanizauii Ha ocHoBi CPU-simep uyacTHHKH OOpOOIISIOTBCS 1 OOUYMCIIOIOTHCS LIUIKOM 32
JOTIOMOT0}0 LIeHTpalbHOTro npouecopa. Ilpu BukxopucranHi GPU-snep 4acTMHKHM CHOYATKy 3'BIIAIOTBHCS HA
[EHTPAITEHOMY TPOIECOpPi, a TOTIM OOpPOONAIOTBCA 1 OOYHCIIOIOTHCS IUTKOM 3a JIOMOMOTOI0 T'pad)idHOTO
Bimeoanantepa. IlepeBara Bukopuctanus GPU mosisrac B TOMy, IO 3a paxyHOK BEITHKO1 KITBbKOCTI sAep Yy
CyJacHUX Bijeoajanrtepax, Oararo THCSY YAaCTHHOK MOXYTh OOpPOONSATHCS OJHOYACHO, MIO JO3BOJISE
BHKOPHCTOBYBaTH Habarato OUTBIN IUIBHI 1 IeTai30BaHi cucteMu eeKTiB.
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B 000X BHIagKax 4aCTHHKH 3arajoM IOBOASATHCS AHAIOTIYHO, alie BCE JK TaKH MaloTh ACSAKi KIIOYOBI
BigMiHHOCTI. [leski ¢ynkuii, nocrynni Ha CPU (Hanpukiaz, CBITIIOBHIIPOMIHIOBaHHS, KOHTPOJIb MapaMeTpiB
MaTepianmy i Moayini Attraction), He minTpumyrotbes Ha GPU. Opnak, oOuncinenHs gactuHOK Ha GPU-smpax €
Habarato edexTHBHIINM MeTonOM. BizyanbHuii edekr, mo nodynoBanuit Ha CPU-sapax, Moxe HOpMalIbHO
BIITBOPIOBATH JIMIIE THCAYl YacTHHOK. [Ipu oOpoOui OLIbIIOT KiNBKOCTI YAaCTHHOK, YaCTHHA 3 HUX MOXE He
Bi3yali3oByBaTuch depe3 ooMexeHHs y moTyxHocTi CPU. Bi3yanpamii edexr, skuit modynoBanmii Ha GPU-
spax, O03BOJISIE CTBOPIOBATH JECATKH 1 COTHI THCSY YaCTUHOK 0€3 3HAYHOTO BIUIMBY Ha MPOJYKTHUBHICTb, IO
Iy’Ke BXKJIMBO TP BIATBOPEHHI MacIITAOHUX e(PeKTiB, TAaKMX SK CHIromas, Ao, ickpu Tomo. Hiskye HaBeneHo
npukiaa obpobnenns Habopy 3 50000 wactuHok momy Ha GPU-sapax (puc. 3). Ilpu 0o0pobieHHI ITaHOTO
npukiany Ha CPU-sapax, BimoOpakaBcsi MEpEeBaXHO YOPHHM e€KpaH 13 HEBENHUKHMMHU JIOCUTh PIIKAMH
BKpaIuIeHHsIMH YaCTHHOK JIOILY, 110 CBITYUTH NP0 HESIKICHE BiNOOpaskeHHS eeKTy.

AL (7 TFTSTPICPOn, + s crin

s e e

CHMMOK JKpana coxpanen
I | & ranepeio

Puc. 3 — Ipuknan o6po6nenns Ha GPU Ha6opy 3 50 000 4acTHHOK go1Ly

Hespaxkaroun Ha Te, mo peanizoBani Ha GPU-smpax 9acTHHKN HEe TMiATPUMYIOTh BC1 GYHKITIi, ZOCTYITHI
JUIsL TPAIULIHUX YaCTHHOK LEHTPAIbHOTO MPOLIECcopa, alie BOHH 3a0e3Ne4yoTh OibIly eeKTUBHICTD, @ TAKOXK
KiTbKa yHIKaIbHUX QyHKIIH. YacTuHkaMm Ha ocHoBi GPU-saep Takox MOXKHa NpHU3HAYaTH IOYaTKOBI aTpuOyTH,
Taki SK PO3Mip i MIBHAKICTb, BUKOPHUCTOBYIOYH METOAW, JOCTYIHI TpaIWIiiHUM YacTHHKaM Ha ocHOBi CPU-
saep. PyX 4YacTMHOK BHM3HAYa€ThCS 3aKOHAMHM HBIOTOHIBCHKOI IuHamiku. Ha KoXHOMYy dYacoBOMYy Kpolii
ITOJIOKEHHS 1 IBUIKICTh YaCTHHKH IHTETPYIOTHCS BIEpEA B 3aJEKHOCTI Bif ii MOTOYHOTO CTaHy, IIBHIKOCTI,
MOCTIHHOTO TIPHCKOPEHHSI, CUITH OTIOPY TOILIO.

HaiinikaBimoro ocoOnuBictio peanizanii Ha GPU-sgpax, okpiM ii eQekTUBHOCTI, € HasBHICTh
BEKTOPHOro moJjist. BekTopHe moiie siBisie o000 OTHOPIAHY CITKY BEKTOPIB, SKa BIUIMBAE HAa PYX YaCTHHOK.
BekTopHi mosst AnHaMivHI 1 MOXKYTh OyTH repeMmimieHi B Oyab-sikuid yac. [Tone Takoxk Moxke OyTH BMILICHO B
Kackaj (JIoKaJbHe BeKTOpHe moJe). Kojn 4acTHHKA BXOJUTH B MEXi BEKTOPHOTO TI0JIs, TO MoJie Oyae BIUTUBATH
Ha Ti pyX, 1 BIIOBIZIHO, KOJIM YaCTHHKA ITOKHUJIA€ MEXI1 IOJIs, OO BIUIMB 3HUKAE.

ExcniepuMeHTanbHI TOCTIDKEHHS NPOBOIWINCH Yy clemianbHOo moOymoBaHiii 3D crmeHi y Tppox
pexuMax: 0e3 BUKOPUCTAHHS BI3yaJIbHUX IOTOAHHUX €(EKTiB, 3 BAKOPHCTAHHIM Bi3yaJIbHUX HOTOAHUX e(eKTiB
noOynoBanux Ha ocHOBI CPU-sep Ta 3 BUKOPUCTAHHSAM Bi3yaJIbHUX TIOTOJHUX €(heKTiB MO0y JOBaHUX HA OCHOBI
GPU-sinep. B xo1i ekcriepuMeHTAIBHUX AOCHTIPKEHb BUMIPIOBAIACh YacToTa KajpiB (fps) 06poOku moOynoBaHo1
3D cuenu, To0TO YacToTa, 3 IKOIO HA EKpaHi 3'SBISIOTHCS MOCIIIOBHI 300pakeHHs (KaapH).

Koxen excrmepuMeHT 3mailicHIOBaBcs mpoTsrom 60 cekyHa. Yacrora KagpiB BHMIprOBalach 3a
JIONIOMOTro10 mporpamMHoro 3acoOy Fraps. Ilapamerpamu yactoTn KajupiB Oyinu KUIBKICTH KaJpiB 3a Bech 4ac
eKCIIEPUMEHTY, MiHIMajbHA Ta MakcuMallbHa yacToTa Kazapi (fps), cepeans uacrora kazapis (fps) 3a Bech uac
excriepuMenTy (tabu. 1, puc. 4). ExciepumenTanbHi fociimpkenss 3aiiicHioBanuch Ha [1K takoi koHirypauii:
onepauiiina cucrema — Windows 10 version 1703; nentpansauii npouecop — Intel Core I5 4690K (4 sinepHa
apxitekrypa, 4 moroku, yacrota 3.5 GHz); Bineoamantep — Nvidia Geforce GTX980 (2048 snep apxiTekTypu
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Maxwell, 4Gb Bimeomam'siTi, wacTota Bimeomporecopa 1152 Hz, gactorta Bineomamsari 7010 Hz); omepaTmBHa
naM'sts — 8Gh, 1866 Hz.

Tabmuns 1 — Pe3ynbraTtu TecTyBaHHS

Yac excnepu- CymapHa MinimansHa MaxkcumanbHa Cepenus

MEHTY, KUIBKICTh yCiX Y4acToTa, 4acToTa, YyacToTa,

MC KajpiB KaJpiB/cex. Kaapis/cex. KaJapiB/cex.
Be3 wactuHOK 60000 4002 60 68 66.700
3 yacTHHKaMH Ha 60000 3869 60 67 64.483
ocaoBi GPU
3 yacTHHKaMH Ha 60000 3494 51 66 58.233
ocuosi CPU

PESVJ'I bTaTH TECTYBaHHA
0 10 20 20 40 50 60 70 80

M besYactmHoK M YacTMHKMGPU M YacTuHKKM CPU

Puc. 4 — Pe3ynbratu TecTyBaHHS

BUCHOBKH

OTpuMaHi pe3ynabTaTH AOCIIDKEHb MiITBEP/KYIOTh AOLUIBHICTE BHKOpucTaHHS GPU-opieHTOBaHO1
MpOorpamMHoO-anaparHoi miarGopMu B mpoieci modoymaoBu 1a 00pobku 3D-cieH. 30UTbIICHHS 00YHUCITIOBATBHOT
MIPOYKTHUBHOCTI, SIKE JOCATAIOTHCS 3a PaxyHOK Besmkoi kinmbkocTi simep GPU, nmo3Boisie oOpoOmsaTi Oinbln
CKJIaJIHI 00'€KTH Ta €PEKTU 31 30CPEIKCHHIM CTAJIOT YaCTOTH KaJPiB, II0 OCOOIMBO BaXJIMBO il BP-nonartkis.
OKpiM TOTO, MIEPCIIEKTHBHUMH € TIOJAITBIII JOCTIKEHHS Y HAPSMKY TTOTJIMOJICHOTO 3aCTOCYBaHHS TEXHOJIOTIH
reTeporeHHuX 00uncieHb, Takux sk Multi-GPU Programming, st BUpillIEHHS BUILIEHABEACHHUX 3a71a4.
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