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PE®EPAT
OO6csr poboTu: 65 cTopiHOK, 17 umtocTpaliiid, 26 BUKOPUCTAHUX JIPKEPET.

3D-TPA®IKA, 3D-MOJIEJIb, C++, DIRECTX 12, GPU, HLSL, TPA®IYHNH
KOHBEEP, TPA®IYHUI PEHJIEPEP, HU3LKOPIBHEBE I'PA®IUHE API, IIIEWIEP.

OO0'ekToM po3poOku € Tpadiuamii peHmepep s Bidyamizamii 3D-cuen 3

BukopucTtanHaM DirectX 12. IIpeamerom € po3poOka rpadiqHoro peHaepepy.

Metoro pobOTH € TIpOBEIAEHHS JeTallbHOro nociimkeHHs pobotu GPU, ananis
apXITEKTYypu CydacHUX HU3bKOpiBHEBUX rpadiunux APl na npukmam DirectX 12 Ta
po3poOKa BIACHOTO pEHAEpepy 3 BUKOPHUCTAHHSAM IE€PEIOBUX TEXHOJIOTI Ta METOIMK
PEHJEPIHTY.

Metoau po3poOieHHs: po3poOka 3Bepxy-BHu3 (top-down development), 06’ exTHO-
OpIEHTOBaHE MporpaMmyBaHHs. [HCTpymMeHTH po3poOsieHHs: MoBa mIporpamyBaHHs C++,
MoBa mnporpamyBaHHs MmenaepiB HLSL, nusbkopiBHeBe rpadiune API DirectX 12,
Windows API, inTerpoBane cepemoBuiie po3poOku Visual Studio 2022 Community,

rpadiunmii debugger RenderDoc, kondirypartist 36ipku Premake.

PesynbTatn poOoTH: PO3pOOJICHO BIACHUW pEHIEpEp, a TaKOX JOCTIIKEHO
CTPYKTYpPY, KOMIIOHEHTH Ta (hYHKITIOHAILHI MOXKIHMBOCTI rpadiunoro API DirectX 12. B
npoI1ieci po3poOku OyJI0 CTBOPEHO BUCOKOPIBHEBY abcCTpakilito ajis (pyHkIiioHany DirectX
12, 3aBsIKM 4YOMY CTBOPEHO peHAEpEp, SIKU 31aTHUi BinoOpaxkaTu 3D-monen y dhopmarti
glTF. Kpim Toro, peanizoBaHo MiAXiJl BIAKIAJACHOTO PEHIEPIHTY pa3oM 13 (HI3UIHO
3aCHOBAHMM PEHAEPIHIOM. 3a JOMOMOIOI0 LBOrO ONTHMI30BAHO Yac PEHAEPIHTY Ta
JOCATHYTO OUIBII pealiCTHYHOro BidyaldbHOro edekry. TakoXk H0AaHO MOXKIMBICTb

B1I0OpakaTu TOBKIJUIS, 110 JIO3BOJISIE CTBOPIOBATH IpadiuHi CIIeHU 3 €(heKTOM MPUCYTHOCTI.
Cdepa 3acrocyBaHHs: poOOTa Ma€ MIUPOKUM CHEKTP 3aCTOCYBaHb y PI3HUX raimy3sx
KOMITFOTEPHOI 1HJYCTpli: po3po0ka KOMIT'IOTEpHHX irop, Bizyamizamis 3D-monenei,

BIpTyaJlbHA PEaIbHICTh TOILIO.
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CKOPOYEHHHA TA YMOBHI IIO3HAYEHHSA

API — Application Programming Interface, inTepderic mporpaMHUX 3aCTOCYHKIB,;
CPU — Central Processing Unit, ieHTpaIbsHHUIN TPOIECOD;
DirectX — me na6ip AP, 1s po3poOKky BUCOKOIPOAYKTHUBHHUX IIPOBUX

MYJIBTEMETIMHUX JT0/IaTKIB;

DXC — DirectX Shader Compiler, komminsitop meiiaepis DirectX;

ECS — Entity Component System;

FPS — Frame per Second, KiJIbKICTh KaJpiB B CEKYHAY;

GPU — Graphics Processing Unit, siapo BigeokapTy;

HLSL — High Level Shader Language, MmoBa mporpaMyBaHHS IICHICPIB;

IDE — Integrated development environment, IHTeETpoBaHe cepeIOBUILE PO3POOKH;
PBR — Physically based rendering, ¢hi3u4HO 3aCHOBaHH pEHEPIHT;

SDK — Software Development Kit, HaOip a1 po3poOKH MPOrpaMHOTo 3a0e3MeYCHHS;
Mem — Mesh, Habip BepiHH Ta 6araTOKyTHHUKIB, III0 BU3HAYAIOTH (HOpMYy

TPUBUMIPHOTO 00'€KTa;
Pennepep — Renderer, mporpama, sika nepetBoproe 3D-crienu B 2D-300paxeHHS;
Pennepinr — Rendering, npouec neperBopents 3D-cuenn B 2D-300pakeHHS;
Cemmuiep — Sampler, KOMIOHEHT Uit OTPUMAHHS JaHUX 3 TEKCTYP;
Tekcenr — Texel, oquHuLs BUMIPY JJISI TEKCTYD;

[eiinep — Shader, rpadiuni nporpamu st 0OpoOKM Ta Bizyauizallii rpadiku Ta

e(eKTiB.



BCTYII

Oninka cy4acHOro craHy o00’€KTa JOCJHiI:KeHHs a00 po3poOku. Y ramysi
rpadgigHOro peHmepinry Ta Bizyamizamii 3D-crieH Oynio 3miCHEHO 3HA4YHY KIJTBKICTh
JOCITIKEHb Ta po3p0o00K rpadiuHuX peHIepepiB, SKI MPaIlOOTh 3 PI3HUMHU TpadiyHUMU
API. BoHum MOXyTb 30cCepemKyBaTHCS Ha JOCSATHEHHI BHCOKOI MPOIYKTHBHOCTI,
onTUMI3aIlli aITOPUTMIB PEHJIEPIHTY Ta KepyBaHHI rpad)iyHUMH pecypcaMu, BUBUYATH HOBI

TEXHIKH Ta 1HII aCIeKTH, 10 MOKPAIIYIOTh SKICTh Bizyasizalli 3D-cieH.

AKTyaJIbHICTH POOOTH TA MiJICTABU 1JIA ii BUKOHAHHSA. [CHY€ IEK1IbKa OCHOBHUX

aCHGKTiB, YOMY JaHa TCMa aKTyaJIbHa Ha CBOFO,Z[HiI

1. 3pocraHHs MOMYJSIPHOCTI PO3POOKHA IrPOBOrO KOHTEHTY Ta BIPTyaJbHOL
PEeaIbHOCTI, 0 CTBOPIOE MOTPEOY B pO3pOOIIl O1IBII MOTYKHUX Ta €(hEKTUBHUX rpadiuHUX
peHJIepepiB, 3MaTHUX JOCITAaTH BUCOKOI SIKOCT1 300paKeHHS Ta peaiCTUYHUX €(PEKTIB.

2. TlocTiitHHi1 pO3BUTOK PUHKY KOMI'TOTEPHOT TEXHIKHU Ta TpadivHUX MPUCTPOIB 1 IK
HACJIZIOK HEOOX1IHICTh Yy po3po0iii rpadiyHUX peHAepepiB, 110 BUKOPUCTOBYIOTh OCTaHHI
HU3bKOpiBHEBI rpadiudi API Ta BiAMOBIat0TF BUMOTaM Cy4acHOT anapaTHoi 0as3u.

3. HeoOxigmicth onTumizamii Ta e(dEKTUBHOTO BHUKOPUCTAaHHS  PECYpCiB,
3a0e3Mevyyour BUCOKY MPOIYKTHUBHICTh, 3HWKEHHS HAKJIAJHUX BHUTpPAT Ta MOKpPALICHHS
(b1HaTBbHOTO 300pAKEHHS.

4. BaxJIMBICTh IHHOBAIlIM Ta KOHKYPEHTHOI NIEpeBaru Ha pUHKY.

Merta ii 3aBaaHHsi po6oTH. MeToro poOoTH € po3pobka rpadiyHOTO pEeHAEpepy 3
BUKopucTaHHAM DirectX 12, a TakoxX TOCHIKEHHS CY4YacHOI apXITEKTypH Ta METOIIB

PO3pPOOKH PeHAEPEPIB 3a IOIMTOMOI'0OI0 HOBITHIX rpadiunux API.

J1imst moCATHEHHS 111€1 METH ITOCTABJICHO TaKl 3aBJIaHHS:
— nocmiautu npuHiun podotu GPU Ta i OCHOBHI KOMIIOHEHTH;

— TMpoaHaii3yBaTu eTanu rpadiuHoro KoHBeepy Ta apxiTektypy DirectX 12;



— CTBOPUTU apXITEKTypy HHM3BKOPIBHEBOro TpadiyHOrO peHaepepa, SKAW
BUKOPUCTOBYE MOKJIMBOCTI DirectX 12 Ta onTUManbHO BUKOPHCTOBYE arapartHi
pecypen,

— pO3pOOUTH aITOPUTMU Ta METOMM IJIs peaiicTUYHOi Bizyamizamii 3D-cres,

30KpeMa OCBITJICHHS, TEKCTYPYBaHHs Ta 1HII €()EKTH.

006’exT, MeToaH ii 3ac00mM po3podku. O0'ekTOM po3pOOKH € Tpadiuamil peHaepep
115 Bizyasizaiiii 3D-crieH.

Pennepep po3pobiieno Ha MOBI iporpamyBaHHs C++, 110 J1a€ 3MOTy JTOCSTTH BUCOKOL
MPOIYKTUBHOCTI. TakoX OCTaHHI CTAaHAAPTH MOBU HAJAIOTh PO3POOHUKAM PO3IIUPCHY

CTaHAapTHY 010710TEeKy Ta 1HII MOXKJIUBOCTI.
B sikocTi cTopoHHIX 610J110T€K BUKOPUCTOBYIOTHCS:

— DirectX 12 DDSTextureLoader mis 3aBanTaskeHHs TeKcTyp hopmary .dds;
— entt ays Bukopuctanas ECS nigxony;

— fmt m1st mBUAKOTO Ta 3pydHOro PopMaTyBaHHS TEKCTY,

— ImGui gns pobGotu 3 rpadiuHuM iHTEpdEHCOM;

— magic enum a1 poOoTH 3 nepesikamu (enum);

— tinygltf nns 3aBanTaxenns 3D-moneni popmaty gITF.

[eiinepn nanucani Ha MoBi HLSL, a mns ix komnumsinii BukopuctoByerbes DXC,
1100 MaTu AOCTYII A0 OCTaHHIX QyHKIIM mekaepuux moaenei. B skocti IDE o6pano Visual
Studio 2022 Community. Ij1st IpocTOro Ta 3p03yMUIOTr0 ONUCY IPOEKTIB BAKOPUCTOBYETHCS
Premake. Takox Oyso Bukopuctano RenderDoc miis monryky mpo6iem i yac peHaepinry
KaJpy.

Mo:knusi cepu 3acrocyBanHsi. 3100yTi HABUUKH TMPHU peajizaiii 1aHoi poOoTh
MaroTh IMIUPOKUMA CIIEKTP 3aCTOCYBaHb y PI3HUX TaTy3s1X KOMI'T0TepHOT iHAYyCcTpii. OcOO0IMBO
KOPUCHUMHU BOHM MOXYTh OYTH B TakKuX O0O0JACTSX: pO3poOKa KOMI'IOTEPHUX Irop,

Bizyamizauisa 3D-mozenel, BipTyalibHa peaabHICTh TOIIO.



PO3J1JI 1 OTJIs1] BUKOPUCTAHHUX TEXHOJIOI'TA
1.1 Tunu nam'ari Ta ckiaagosi GPU

Tunu mam'sTi, IKi BAKOPUCTOBYIOTBCA MPH PO3poO1Ii rpadiyHUX Mporpam:

1. Onepamusna nam'smo (RAM) BHKOPHUCTOBYETBCS ISl 30€pSIKEHHS AKTHBHHX
JaHuX, 3 akuMu npairoe CPU.

2. Cninbna nam'sme (Shared memory) BUKOPUCTOBYETBhCS JUIS CIUJIBHOTO
Bukopucranusa Mixk CPU ta GPU.

3. Bioeonam'smo (Video memory, VRAM) BuxopuctoByeTbes B GPU Ta npusHaueHa

JUISL €JIEMEHTIB, HEOOX1THUX JIsl 0OpOoOKHU rpadiku.

ChinbHa mnam'siTh 3a3BMYail Ma€ MEHINY IIBUAKOAIIO JOCTYIy TMOPIBHSHO 3

Bimeonam'strio 1t GPU.
[Tpu po3po0iii rpadiyHUX MPOrpaM BUKOPUCTOBYIOTHCS TaKi CKIIaJ0B1 BiJICOKAPTH:

1. I'pagiunuii npoyecop (Graphics Processing Unit, GPU) BianoBiznae 3a 00poOKy
rpadiku Ta BijoOpakeHHs 300pakeHb Ha MOHITOpl. BiH Mae BemuKy KUIBKICTD sijiep, IO
JI03BOJISIE MIBUIKO BUKOHYBATH MapalieibHi O0YUCICHHS.

2. Bioeonam'smo (Video Memory, VRAM).

3. Pacmepusamop (Rasterizer) nepeTBOPIOE TEOMETPUYHI TPUMITHUBY HA MIKCEJI, 10
MOKYTbh OyTH BiIOOpa)K€HI Ha €KpaHi, a TAKOX BIAMOBIIAE 32 BIJCIKAHHS Ta IHTEPIIOJISIIIIO.

4. [letioepnuii npoyecop (Shader Processor) BIINIOBIIa€ 32 BUKOHAHHS MICH IEPIB 1

JI03BOJISIE BAKOHYBATHU CKJIAJH1 OOYMCIICHHS I CTBOPEHHS TpadiyHUX ePEKTIB.
Tunu GPU-pymiis:

1. Pywiu xonitosanns (Copy Engine) BianoBijae 3a MBUAKANA OOMIH JaHUMH M1k
CHUJILHOIO ITaM’ ATTIO Ta B1AECONaM'SITTIO.
2. Pywiu o6uucnenns (Compute Engine) Tnpu3HAuYeHW [Ji1 BUKOHAHHS

00YHMCITIOBAJIEHUX 3aBJaHb.
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3. 3D-npuckoprosau (3D-Accelerator) simmoBizae 3a OOpOOKy Ta BiJATBOPEHHS

TPUBHUMIPHOT Tpadiku.
1.2 DirectX

DirectX € Habopom API, po3pobaenux kommnaHiero Microsoft, siki BAKOPUCTOBYIOThCS
JUISL PO3POOKHU Ta 3alyCKy BHUCOKOIPOIYKTHUBHHUX IFOp Ta MYJIbTUMEIINHUX JOJATKIB Ha

matdopmi Windows Ta Xbox.
KomnonenTu DirectX, siki 103BOJISAIOTH CTBOPIOBATH MOTYKHI rpadivHi mporpamu:

1. DXGI (DirectX Graphics Infrastructure) Biamosijae 3a KepyBaHHS BiJcoKapTaMu
Ta BiJI0OpakeHHs rpadiku Ha eKpaHi.
2. DirectX3D Brirouae HaOip QYHKIOIA Ui CTBOPEHHS CKiIaaHuX 3D-crex,

B1JI0OpaKEHHS TEKCTYP, YIIPABIIHHSA OCBITICHHSIM TOILO.

Windows mo3Bosisie CTBOprOBaTH HANMOTYXKHill rpadivyHi IporpamMu MOPIBHAHO 3
iHmumu  mwiatgopmamu  (Linux, MacOS). Kpim DirectX, icaye Vulkan, ane BiH
po3po0iIeHM Ajig MATPUMKH Oarathox raTdopm, Tomy DirectX 3abe3nedye Halkpariry

MPOYKTUBHICTh Ta ONTUMAJILHY po00Ty Ha matdopmi Windows.
1.3 DXGI. I'pagiuna indppacrpykrypa DirectX

AOcTpaxiiii, 32 TOMOMOTO0 SIKMX MO>KHA CTBOPIOBATH TpadivHi Mporpamu:

1. ®abpuka (factory) BUKOPHCTOBYETBCS JJisi CTBOpeHHs iHIMX 00'ekTiB DXGI,
3anuT 1HQopMalii Mpo IOCTynHI rpadiyHi aganTepu Ta (PyHKINI, a TaKOXX KepyBaHHS
MOBEPXHIMU.

2. Aoanmep (adapter) BuxkopuctoByeThes s B3aemonii 3 GPU B cucreMi Ta mpu
CTBOpPEHHI rpadiyHOTO JIeBaiiCy, OCKITLKHA CaM€ BiJI afanTtepa 3aJIeKUTh MiATPUMKA TEBHUX
rpadiyHUX MOXKJIMBOCTEN B1JIEOKAPTH.

3. Jlanywe obminy (swap hain) BUKOpUCTOBYETBCS Il KepyBaHHS Oydepamu

300pakeHHs (1BOMa ab0 OLIbINE) Ta OOMIHY HUMHU MIX IIPOTPAMOIO Ta BIKHOM.
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— 3a0uiu oyghep (back buffer) mictuts kanp, sxuit Oyae BimoOpaxeHO KOPHCTyBady;

— nepeonii 6ygep (front buffer) BimoOpaxae 300pakeHHs 13 3aTHBOTO Oyepy Mmicis

3aBepIIeHHs 00pPOOKH KaIpy.

GPU

Double Buffer Swap Chain

Image A

Presentation ,

Swap

"Frontbuffer"

Swap

Draw

> Image B

"Backbuffer"”

Monitor / Display

Pucynox 1.1 — Ilponieaypa BimoOpaxeHHs OydepiB JaHIora 0oOMiHy

1.3 DirectX 3D. DirectX 12

DirectX 12 (DirectX3D 12) — nie octanns Bepcis DirectX 3D APIl. OcHoBHOIO MeTOIO

DirectX 12 Gyio noiMIeHHs: TPOyKTUBHOCTI Ta €(heKTUBHOCTI rpadiyHUX MPOTPaM.

Ocoo0muBocTi DirectX 12:

— HU3BKOPIBHEBHH JIOCTYII;

— ©OaraTtonoto4yHa o0OpoOKka rpadiku;

— 3MCHIICHHSA HaKJIaJHUX BUTPAT,

— TIOKpallleHa MIATPUMKA HOBUX (YHKIIIN arapaTHOTo 3a0e3MeUeHHS.

1.3.1 Cunxponizauis CPU ta GPU

Koxen 3 GPU-pymiiiB Moke BUKOHYBaTH KOMaHAM HapajienbHo, Tomy DirectX 12

3a0e3neuye aoctyn 1o 3D-mpuckoproBauda, pyuris OOYMCIEHb 1 PyLIis KOIMIIOBAaHHS 3a

JIOTIOMOT 010 uepru komana (command queue) Ta cnuckiB komana (command list).
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CPU thread 0 CPU thread 1 CPU thread 2 CPU thread 3

Copy queue Compute queue 3D queue

command list command list command list

command list command list command list

command list command list

command list

— — —/
s ~\
GPU
Copy engine Compute engine 3D engine

Pucynok 1.2 — [Tapanensauii pobounii mportiec 3 kitbkoma GPU-pymrisimu

Cnucox xomano (command list) micTuTh KOMaHAM I BUKOHAHHSA rpadivyHMX,
00YHMCITIOBAJILHUX Ta KOIMIOBAJIBHUX 3aBAaHb. CIMCOK KOMaH[ Iie K std::vector, He BIH

3aiiMa€eThCs ANOKALISIMU TTaM’SIT1 419 KoMaH . [{ro poOoTy BUKOHY€E aloKaToOp KOMaHJI.

Anoxamop romano (command allocator) BuKOpHCTOBY€ThCS IS BHIUICHHS Ta
KepyBaHHS [aM’sITi 11 KOMaH 1. AJTOKaTop KOMaH I MOKe OyTH IOB’SI3aHUM i3 KOHKPETHUM

TUTIOM CIUCKY KOoMaH. CTBOPIOBAHHSI aJIOKATOPA ACOIIFOETHCS 3 YEPTO0 KOMaHI.

Yepea komano (command qUEUE) BUKOPHUCTOBYEThCS ISl HAJCHIIAHHS KOMAaHIHUX
CITMCKIB B MOPSAKY 1X HaaxomkeHHs Ha BukoHaHHS Ha GPU. Takox BUKOPUCTOBY€ETHCS NSt

OUIKYBaHHS 3aBEpIICHHS BUKOHAHHS KOMaH] 3a JOTIOMOTOI0 0ap’€piB CHHXPOHI3AILi.

bap’ep cunxponizayii (Fence) —BUKOPUCTOBYETHCS ISl CHHXPOHI3AIlli JEKIIBKOX
GPU-pymiiB, 3a monmomororo 3HadeHHs: UINT64. Ile 3nauenHs moxe OyTH OTpUMaHO 3i

ctoporu CPU, a oHOBIIOBaTH 3HaueHHs MOHa sIK 31 ctoponu CPU, Tak 1 31 croponu GPU.
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1.3.2 GPU-pecypcu, neperJisiiu pecypciB i 1eCKpUNITOPH

Pecypc (GPU-pecypc) — 1ie 061acThb y mam’siTi, 10 sSIKOi MOKe e(EeKTUBHO OTPUMATH

noctyn kouseep DirectX 3D. Tumnu pecypcis:

1. Bygepu — 1ie HAOOPH MOBHICTIO TUITI30BAHUX JIAHUX.
2. Texcmypu — 1e CTpyKTypoBaHI HaOopu naHux it 30epiranHs TekcemiB. Ha

BIIMIHY BiJ OydepiB, 3a TEKCTYPOIO MOXKHA POOUTH BHOIPKY, BUKOPUCTOBYIOUH CEMILICPH.

llepeznso pecypcy — 1ie TEpMiH, BAKOPUCTOBYETHCS B 3HAUCHHI «J1aH1 B HEOOX1THOMY
dbopmati» Ta MOTPIOHUI 1J1 3BEpHEHHS JI0 JJAHUX pecypcy 3 KoHBeepa. [lepernsg pecypey

HaJla€ 3arajibHy MOJieib JOCTYITY JI0 pecypcy. Tumu neperisiaiB pecypey:

— mneperisa koHcTanTHOTO Oydepa (Constant Buffer View, CBV);

— meperisig pecypey meiaepa (Shader resource view, SRV);

— meperisa HeBnopsiakoBanoro goctyiy (Unordered Access view, UAV);
— meperisg peaaep-mim (Render Target View, RTV);

— meperia rmOunu Ta Tpadatepy (Depth Stencil View, DSV);

— cemrutep (Sampler).

leckpunmop (Descriptor) — 11€ HEBEJIMKUN OJOK JaHUX, A€ 30epiraeTbcsi Meperisl
pecypcey, o onucye 00’ ekt 11 KoHBeepa. OCHOBHUM CIOCIO BUKOPHUCTAHHS JIECKPUIITOPIB
— po3MillleHHs TX Y KymHax JAecKpunTopiB (0e3mepepBHUiT HAOIP JCCKPUIITOPIB).

loenmughixamop Oeckpunmopa (Descriptor Handle) — 1e yHiKalbHa ajapeca

neckpunropa. lle sk mokakuuk, ane HEMpO30pHil, OCKIIBKU MOTO peasizailis 3aJIeKUTh Bij

amapaTHOro 3a0e3neueHHs. Tunu i1eHTudikaTopiB AECKPUIITOPA:

— CPU ioenmughixamop  Oeckpunmopa  TpPU3HAYCHUN  JJI1  HETAMHOTO
BUKOPHCTAHHS;
— GPU idenmughixamop oOecknpunmopa BHUKOPUCTOBYIOTHCS MiJ Yac pPoOOTH

rpadi4HOro KOHBEEPA.
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1.3.3 GPU-koHBeepu

GPU-pecypcu He mnpuB’si3a”Hi Oe3locepeHbO 10 KOHBEEpA, HATOMICTh Ha HHUX

MOCUJIAIOTHCS YEPE3 JECKPUNTOPH (SIK 1€ OYJIO OMUCAHO BUIIE).

Kopenesuii nionuc (root signature) — me oaHa 3 KOHIIEIIIHA IPHUB’ I3KU JCCKPHUIITOPIB
70 KOHBEEPa, SIKa BUKOPUCTOBYETHCS IMICHAEepaMu JJIsi BUSHAUCHHS PECYpPCiB, 0 SKHUX iM

MOTPiOCH JTOCTYII.
Kopenesuii mianuc 30epirae Taki TUHIN KOPEHEBUX apTyMEHTIB!

— KOpEeHeBi aeckpunTopHi Tadswmii (root descriptor tables);
— KOpEHEeBi KOHCTaHTH (root constants);

— KopeHeBuH jaeckpuntop (root descriptor).
Takox KOpEeHEeBUH MIAMKUC MOXKE MICTUTH CTaTUYHI (BOYI0BaH1) CEMIUIEPH.

AJne Takuil MiIX14 Ma€e HEJIOMIK: JIJIs KO)KHOTO 00’ €KTY CTaHy KOHBEEpPA IIOBUHEH Oy TH
CTBOPEHUI OKpEeMHUU KOPEHEBUW MIANUC, SIKUM Oyne MIIXOMUTH T KOXKEH Iehaep B

MOTOYHOMY KOHBEEPHOMY CTaHI1, 110 1HOJII CTA€ I0BOJ1 HE3PYUHO.

Lletioepna modenv 6.6 TpeAcCTaBiiie MOXIUBICTH 3BepraTucs a0 GPU-pecypcis
[UIIXOM TIPSIMOTO 1HJIEKCYBaHHS JCCKPUITOPHY KyMy, IO MMO30aBiisi€ BiJ CTBOPCHHS

KOPEHEBOTO MIAUCY.

llletioepna mooden» — 1ie TIEBHA BepCis MPOTrpaMHUX MoOJENed s pearizailii
nieiiepiB, ska BU3HAYae HaOlp (QyHKINM, omepaTopiB Ta MOMKIUBOCTEH, SIKI MOXYTh

BUKOPUCTOBYBAaTUCH y LIEHIEPaX.

GPU-konseep (GPU pipeline) BukopucToByeThCS B rpadiuHUX Mporecopax s
BUKOHAHHS 0araTb0X 00YMCITIOBAIBHUX 3aBaHb MapajieibHO, pO30MBatOYU O0UUCTIOBAIBHI
3ajgaui Ha OaraTo MeHIIHMX KpokiB. O0’ekT crany koHBeepa (pipeline state object, PSO)
BiZnoBiae 3Ha4Hii yactuni ctany GPU. Le#i cTtan Bkitouae BCi menaepu Ta meBHi 00’ €KTH

(hiKCcOBaHOTO CTaHy (PYHKIIII.
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Icuye nBa Tunu GPU xoHBeepiB:
1. I'paghiunuii konsecp (graphics pipeline) Binmosinae 3a Te, 10 JaHI MEPEXOIAThH
BiJl BXOJy /10 BUXOJy Yepe3 KOXKEH 13 KOH(IrypoBaHHX ab0 MporpaMoBaHuX eramiB. Etamnu
rpadgiYHOr0 KOHBEEPA, K1 MOYKHA HAJIAIITYBaTH 3a onomororo DirectX 12:
— aceMOuep BBeAeHH (input assembler);
— BepHIMHHHHN mieiep (vertex shader);
— Teccemsnis (tessellation): meiinep o6ononku (hull shader), TeccemsaTop
(tessellator) Ta momennuii meinep (domain shader);

— TeoMeTpuYHuM meiaep (geometry shader);

— pacrtepusarop (rasterizer);

— BiKcenbHui meiaep (pixel shader);

— o0'egHanHs BUBeIEHHA (output merger, om): cTaH INIMOWHU Ta Tpadapery

(depthstecil state) Ta cran 3mimyBannus (blend state).

‘.

-
Descriptor
Heap

‘.

Optional shader stage

Root signature data

Descriptor tables

I_ r N
'_-] ]
'd ™
Descriptor
Heap Root constants ] — Hull shader
Static samplers L %
I- ——T ] ==
- Raot N

Domain shader

Geometry shader

Pixel shader

Pucynok 1.3 — I'padiunuii kouseep DirectX 12

i
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2. Obuucmosanvhuti kouseep (compute pipeline) npusHauenuit mast 0OpoOKM

O0OYHCIIeHb, SIKI MOXHA BUKOHYBATU MapaiesibHO 3 rpadiyHuM KOHBeepoM. € Julle OJuH

eTar 00YHCITIOBAIIEHOTO KOHBEEPA — II€ €Tall MPOrPaMOBaHOTO OOUYHCIIOBATIBHOTO Ik nepa

(compute

shader),

npusHaueHHsa (general

SIKUN

purpose)

napayienbHux npouecopiB y GPU.

7

Descriptor
Heap

N

.

Descriptor
Heap

Root signature data

= o
/7 Descriptor tables

o
7 4
Descriptor tables

3abe3reuye

BUCOKOIIIBUIKICHI OOYHMCIIEHHS 3arajibHOTO

Ta BHKOPHCTOBYE TIEpEBard BEJIUKOI KUIBKOCTI

Root constants

Compute shader

Static samplers

Root descriptors

Pucynok 1.4 — O0uucnroBansHuii Kouseep DirectX 12
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PO31JI 2 ITIOHATTS 3D-I'PA®IKA TA METOJIU PEHIEPIHI'Y
2.1 3D-moxeip

Mew (B 3D-rpadimi) BUKOPUCTOBYETHCS JJIsI OMKUCY TEOMETPUIHOI (hOpMHU 00'€KTA.
Mem cknagaeTbes 31 3'€AHAHUX TPUKYTHHKIB, SIKI BU3HA4alOTh (PopMy 00'ekTa Ta HOro

MOBEPXHEBY CTPYKTYpY. Melll MOXHaA YSBUTH SIK CKEJIET, Ha fAKiil OyayeTbest 3D-momens.

KoxHa BepimHa Ma€e CBOi KOOPJAMHATH Y TPUBHUMIPHOMY MPOCTOPi (X, Y, Z), MOXKE
MaTy HOpMaJib (BEKTOD, SIKUW MEPIECHANKYJISPHUN TIJIOIKHI) Ta TEKCTYpHI KOOpAUHATH (11€

JIOKAaIis, 32 K01 MOYKHA 3BEPHYTHUCH 10 TEKCTYPH).

30epiratu MeI B Mporpami MO>KHa K CIIMCOK BEPIITUH Ta 1HJAEKCIB. Y IIbOMY II1IX0/11
CIIMCOK BEPILIMH MICTHTh yCl YHIKaJbHI BEPIIMHU, IO BXOJATH 10 CKiangy mema. KoxxHa
BEpIIIMHA Ma€ CBIM yHIKaIbHUM iHAEKC. HaTOMICTh, CIMCOK 1HAEKCIB BUBHAYAE TPUKYTHUKH,
BUKOPHUCTOBYIOUH 1HACKCH BEPIIMH. 3a JIOIMOMOTOI0 CIIMCKIB BEPIIHH Ta 1HJEKCIB MOKHA

e(eKTHUBHO 30epiraTu Mell, 0coOIMBO SKILO Y TEOMETPIi € Oarato NOBTOPIOBAHUX BEPLIUH.

Pucynox 2.1 — Ilpukian mermia: aBTOMOOLTh



17

Mamepian (B 3D-rpadirii) — atpulyT (BIaCTUBICTH) TOBEPXHI 00'€KTa, IKMI BU3HAYAE
HOTro 30BHIIIHIN BUTJIS 1 B3a€EMOJII0 3 OCBITJICHHSIM. ICHY€ IeKiJIbKa MOMYJISIPHUX M1AXO/IIB,

K1 BU3HAYAIOTh, SIK caMe MaTepian Oy1e B3a€MOISITH 31 CBITIIOM:

1. [ITioxio Bainna-®onea (Blinn-Phong) € omHUM 3 MPOCTUX MIAXOMIB IS CUMYJISIIT
OCBITJICHHS TTOBEPXOHb (TOOTO € anmpokcumariiero). [1iaxin BUKOPUCTOBYE I pO3paxyHKy

donose (ambient), nudysue (diffuse) ta oauckyde (specular) ocsiTieHHs.

Ambient Diffuse Specular = Phong Reflection

Pucynok 2.2 — Ilpuknan nigxoxy brainna-donra

2. Disuuno 3acnosanuti  penoepine  (Physically Based Rendering, PBR)
CIIPSIMOBaHUM Ha CTBOPEHHS OUIBII (hi3MUHO BIPHUX Ta PEaNiICTHUYHUX 300pakeHb. OCHOBHI
npuHiunu PBR 0a3yroThcs Ha 3akoHax (pi3WKM Ta B3aeMojli CBITJIa 3 maTepiaiiamu. Bix
CIIUPAETHCS HA MOJIENb 3MiaHoTo MaTepiany (microfacet model). Komnonentu PBR:

— anpoeno (albedo, base color);

— rpy0icts (roughness);

— wMetamuHicTh (metallic);

— Kapta HopMaJel (normal map);

— BRDF (bidirectional reflectance distribution function).

PBR € kpamum migxoaoM MOpiBHSHO 3 miaxoiaoMm biinHa-DoHra, OCKUIBKUA BiH
3abe3reuye OUIbII peagiCTUYHE BiAOOpaK€HHS MaTepiaiiB, JA03BOJSE TOCATTH OUIBIION
CIIPOIIEHOCTI Ta OAHOPITHOCTI B POOOTI 3 MaTepiaaM Ta OCBITICHHAM MDK PI3SHUMHU

porpamMamu Ta irpOBUMH PYLIISIMH.
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1.0 Roughness

Pucynok 2.4 — IlopiBusnaHs Memia ta 3D-moxeni

glTF (Graphics Library Transmission Format) npusnadenuii a/1s1 CipoIieHHs 00MiHy

3D-mMoperneit Ta ClieH MK PI3HUMH IPOTpaMaMi Ta IPUCTPOSMHU.

gITF BukopucroBye xomnaktHuii ¢opmar JSON abo Oinapuuit ¢dopmar (3

posmupeHHsm .glb) s 30epiranHs reomeTpili Mojened, TEKCTyp, MaTeplaiiB Ta 1HIIUX
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napaMeTpiB. BiH miarpumye craHmapTHi (QyHKINi, Takl K TEKCTYpH, HOpMaJi, KOJbOPH,

anb(a-KaHaJIu, CKeJIETHA aHIMallisl TOIIIO.
gITF cknanaeTbes 3 HACTYMTHUX KOMIIOHEHTIB:

— (aiin .gltf — e romoBHuU (aiis, MO MICTUTH OMTUC CIIEHHU, 00'€KTIB, MaTEpialiB Ta
animarii B popmati JSON;

— ©OinapHi Oydepu .bin MiCTITh reoMeTpit0, TEKCTYPH Ta 1HIII AaH1, SK1 MOXXYTh Oy TH
KOMIIaKTHO 30epekeHi B OiHapHOMY dopmarTi;

— TEKCTypu .Jpg Ta .png — 1e 300pakeHHs, $KI BHKOPUCTOBYIOTHCS JUIA

TEKCTYpYBaHHS 00'€KTIB y CLIEHI.
2.2 TIpocTopu

DirectX Bumarae, 11100 BCi BepIIMHH, SKi IOBUHHI OYTH BiOOpaKCHUMHU Ha €KpaHi,
Mallid Hopmanizoeaui koopournamu npucmpoio (Normalize Device Coordinates, NDC) niicins
KOXKHOTO 3aIlyCKy BepIIMHHOTrO Ieiaepa. lle o3Hayae, 10 KOOPJAUHATH X, YV 1 Z KOXKHOI
BEPIIMHU MTOBUHHI 3HAX0AUTHCS B Miana3oHi Bij -1.0 mo 1.0 ta 0.0 go 1.0 BianmosiaHo. K110

KOOpJAMHATU BUXOSTH 3a IIeH Jiara3oH, TO BOHU HE OyAyTh BUTUMUMU.
[le#t mpoliec BUKOHY€ETHCS MOETAITHO, MEPEXO0/ITYU 3 OJTHOTO MPOCTOPY B 1HIIUK:

1. Jlokanvuuii npocmip (local space) BHUKOPHUCTOBYETHbCS JUIS BH3HAUCHHS
MOJIOKEHHS, TOBOPOTY Ta MacIITaby KOHKPETHOTO 00'€KTa BITHOCHO MOTO BIACHOT CUCTEMH
KOOpAMHAT.

2. Ilpocmip ceimy (world space) MICTUTh KOOPIWHATH BCIX BEPIIMH 00'€KTa
BITHOCHO ciieHu. [Ijis Takoro mepeTBopeHHs Tpeba 3amiatu ceimosy mampuyio (world
matrix) — MaTpHIlt0 MepeTBOPCHHS, sKka 00epTae, MacimTadye Ta mepeMimrye 00'eKT, 1mo0
PO3MICTUTH HOTO Yy CBIT1 Y BIINOBIIHOMY MICIIi Ta 3 BIMOBIJHOIO OPI1€HTALIEIO.

3. Ilpocmip oensady (View space) — 1ie mpocTip KaMepH, SIKHid PECTaBIsie cO00I0

KOOpAMHATHY CUCTEMY, sKa IIOoIlaga€ B IIOJIC 30pY KaMCpH.
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4. Ilpocmip eiocikanns (clip space) MiCTUTb BEPIIHHH, SIKi OyIyTh BUIUMI Ha €KpaHi

Ta MpUiMae JiBi pizHi popMH.

Mampuys npoekyii (projection matrix) TepeBOAUTH KOOPIUHATH B HOPMaTI30BaHUHN

Burisga. Twumnu.

a. Opmoepagiuna npoexyis (orthogrphic projection) Bu3Hauae mapajelerines.
Koopaunati KOXKHOI BepIIMHU BiJI0OpakaroThcsl 0e3 Oyap-1KOTO TOAUTY B
nepcrekTusi. Uepes 11e, 00’ €KTH, po3TaIIOBaH1 Jajl, HE 3/1al0ThCS MEHIITUMU.

b. Ilepcnexmuena npoexyis (perspective projection) BuszHavyae ¢GopMy BiICIYCHOT
nipamiau (frustum). J{Jist KO’KHOT BEpITUHU BUKOHYETHCS NEPCHeKMUBHUL NOOLT —
ne Te, 1o nepeTBoproe 4D-koopAuHATH MNpPOCTOpYy BiacikaHHis B 3D-
HOpMaJi30BaHl KoopAuHATH TmpucTporo. OO0’ekTH, SKI PO3TAIlIOBaHI Jall,

3/1aI0THCSI MEHITUMHU (SIK 1 B p€aTbHOMY KHUTTI).

Perspective projection (P) Gaﬂ,erﬂ Orthographic projection (O)

Pucynox 2.5 — Ilpuxian pizuuiii 06'ema npy NEepCHeKTUBHIN Ta opTorpadiuHiil mpoekiii

5. Ilpocmip expany (screen space) MiCTUTh HOPMaJli30BaHI KOOPAWUHATH, K1 OyJH

MIEPETBOPEHI 3a JOMMOMOI0I0 BikHA meperysiay (Viewport).
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Q camara

MODEL MATRIX w VIEW MATRIX

1. LOCAL SPACE 2. WORLD SPACE

B

PROJECTION MATRIX

. | - VIEWPORT TRANSFORM -

3, VIEW SPACE 4. CLIP SPACE 5. SCREEN SPACE

Pucynox 2.6 — [ToBHWMIT po1iec MEPEeTBOPEHHS 3 JJOKAIBHOTO MPOCTOPY Y MPOCTIp EKpaHy
2.3 Ilixxoam 10 po3podoKku peHaepepy

Jns toro, mo0 HamMadlOBAaTH O0’€KT MOTPIOHO: TeoMeTpis 00’€KTy, Marepiaiu
00’€KTy Ta OCBITJIICHHS. AJle Maro4H Il 3 KOMIIOHCHTH, MOKHA TIO0 PI3HOMY MiTIHTH 0

npoliecy peHaepinry. IcHye nekiibka OCHOBHUX MIAXOIB PEHAEPIHTY 00'€KTIB:

1. Ipsmui penoepine (forward rendering): xoskeH 00'€KT CIEHH OOpPOOJIIETHCS
OKPEMO BiJI IHIIIKX.

[TepeBaramMu € mpocToTa Ta NPSIMOJIHIHHOCTE (MOOpe MiAXOAWUTH IS CIEH 3
HEBEJIMKOIO KUIBKICTIO O0'€KTIB Ta JKEPEN OCBITIEHHS), @ TAaKOXX MOKJIMUBICTb TOYHO
KepyBaTH IMPoIecoM peHiepinry. HemomikoMm € iioro oOpoOka CBiTIa: Yy BUIAJAKY OaraTbox
JKEpeN OCBITJICHHSI KUIBKICTh PO3PAaxXyHKIB 3pOCTa€ 3HAYHO, II0 HETAaTHMBHO BILIMBAE Ha
MPOyKTUBHICTb.

2. Bioknaoenuii penoepine (deferred rendering) BukopuctoBye Oydepu, 00
30eperTy MpoMiXkHy 1H(OpPMaIIito PO CIEHY AJIs MOJAILIIOT0 00pOOICHHS.

[TepeBaroro € MOXKJIMBICTB MPAIIOBATH 3 BEJIMKOIO KITBKICTIO HKEPEI OCBITICHHS TPU

MaJIoMy BIUIMBI Ha IPOIYKTUBHICTh. HemonikamMmu € He0OX1HICTh OUIBIIOT KUTBKOCTI MaM'sITi
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1151 30epiranHs 0ydepy reomeTpii Ta BiH MOke OyTH MEHII €()eKTUBHHUM Yy BUIIAJIKY CIICH 3
PO30PUMHU 00'€EKTaMHU.
Cuena po30MBa€eTHCS HAa 1BA OCHOBHUX KPOKHU:

a. leomempuunuti npoxio (geometry pass): s KOXKHOTO  ITKCEJs
30epiraeTbcsi  iH(MOpMAIlS TPO HEOOXIMHI BIACTHBOCTI O00'€KTIB Y
cnemianbHuit 0ydep reomerpii (GBuffer, Geometry buffer). Lleii Oydep
MICTUTh BCIO HEOOXITHY 1H(GOpMAII0 PO CIEHY JUIS TO0JaJIbIIOro
ocBitTieHHs. Gbuffer, sik mpaBuio, ckilanaeTbes 3 JEKIIBKOX TEKCTYP.

b. Ilpoxio oceimaenns (lighting pass): KokeH MiKCeIb OOYHCITIOE OCBITICHHS
Ha miacTaBl 1HQopManii, 30epexeHoi B Oydep reomerpii. Pesynbratu
00YHCIIEHb 3aMUCYIOThCA B KIHLEBHI Oydep 300pakeHHs.

3. Ipsamuii+ penoepine (forward+ rendering) e momudikaiiiero IpsMOro peHaAepiHry,
sKa BUKOPUCTOBYE KJIACTEPU3ALI0 JIJISl MONIMIIEHHS TPOAYKTUBHOCTI IpH 00poOIi

0araTboX JKEPEN OCBITICHHS.

Cuena po30UBaEThCS Ha KIACTEPH — II€ TPyMa IMIKCENIB, sIKI HAJIEXKaTh J0 OJIHOTO
periony npoctopy. KoxkeH kiactep mMae CBii BIIaCHUM CIIMCOK BUIUMHUX JHKEPEIT CBITIIA, SIK1

MarOTh MTOTEHIIMHUHI BILIMB Ha MIKCENl B IbOMY KJIacTepi.

[lepeBaramu € 3a0e3neyeHHs OUIBIIOI TMapaienizamii Ta ePEeKTHUBHOCTI 3aBISKH
kiactepusanii. Hegosikom € Te, 1m0 BiH MIAXOIWUTHh MEPEBAXKHO MJISA CIIEH 3 BEJIUKOIO
KUIBKICTIO JKEPE CBITIIA, OCKUIBKH B 1HIITMX BUIAIKAX MepeBara Horo BUKOPUCTAHHS MOXKE

OyTH MEHII BUPA3HOIO.
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PO31JI 3 PO3POBKA BJIACHOI'O PEHJAEPEPY
3.1 CTtpyKTypa npo€eKTy

Po3pob6nenuii penaepep CKIAIaeTbes 3 TPbOX MPOEKTIB: OibriomeKa 3anrexdcHocmetl,
pendep-bioniomexa Ta  npoekm-nicounuys. Jns  3pydHOCTI  30IpKH  IPOEKTY
BUKOpHCTOBYEThcs Premake [18]. Lle mosBossie 30ipky mpoekty mis Visual Studio
3MIMCHUTH HIJSIXOM CTBOPEHHS ofHOro Lua-daiiiny, mo MICTUTh onmuc pimeHHs. Takui
MIJX11 COPONIY€E YIPaBIiHHS 3aJEKHOCTIMU Ta HANAIITYBAaHHSA MPOEKTY, AO3BOJIIOUH

IIIBUIKO 30MpaTH Ta HAJaroHKyBaTH peHAepep.
3.1.1 BioJioTeka 3aJ1eKHOCTeI

bibmioTeka 3aneXHOCTEN € KOJIEKIIEID CTOPOHHIX 010J110TEK, sIKI OyJIM BUKOPUCTaH1
NiJ 4ac po3pOoOKU peHlep-010J10TEKH Ta MPOEKTY-MICOYHULL. Y JaHOMY IPOEKTI HE
BUKOPUCTOBYETHCSI CHCTEMa 301pOK, MIO0 HAJAETHCS CTOPOHHIMHU O010710TEKaMHU, OCKIIBKU
HIATPUMKA KUJTBKOX CHCTEM 301pOK OJIHOYACHO MOE OYTH CKJIaHOI0. TOMY BCi CTOpOHHI
010110 TEKU KOMIUTIOIOTHCS 3 HASIBHUX (DANIIIB Y €TUHOMY BEJTMKOMY MTPOEKTI. OMUC MPOEKTY
Ma€ HaCTyMHHUM BUTJISL:

project "third_party"
kind "StaticLib"
language "C++"
cppdialect "C++20"
location "../source/third_party"

targetname "third_party %{cfg.buildcfg}"

targetdir "../1lib"
objdir "../build/third_party/%{cfg.buildcfg}"

files {
-- directx
"../source/third_party/directx/**.h",
"../source/third_party/directx/**.cpp",
-- entt
"../source/third_party/entt/**.h",
../source/third_party/entt/**.hpp",
../source/third_party/entt/**.cpp",
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--fmt
"../source/third_party/fmt/**.h",
"../source/third_party/fmt/**.cc",

-- imgui
../source/third_party/imgui/**.h",
../source/third_party/imgui/**.cpp",

-- magic_enum
../source/third_party/magic_enum/*.hpp",

-- tinygltf
"../source/third_party/tinygltf/*.h",

../source/third_party/tinygltf/*.hpp",
../source/third_party/tinygltf/*.cc",

3.1.2 Pennep-0idtioTexa

Pennep-0i0mioTeka BKIIIOUYAa€ KOMIIOHEHTH, K1 JO3BOJIAIOTH BXKE HA JJAHOMY €Tarli
CTBOPUTU BHCOKOpIBHEBHUI peHaepep. Lls 06i0mioTeka BKIIOYa€E TOTOBY peaizailiio
HU3BKOPIBHEBOT'O peHJiepepa 3 BUKopucTaHHAM DirectX 12, BKiItoyae CTBOPEHHS BIKHA Ha
wiatopmi  Windows, ¢aiinu koHdirypamii rpadikv, JOMOMDKHI KOMIIOHEHTH IS
noOyJJOBM apXITEKTypu Ta 1HII yTWIITH. B pamkax 1miei 010J10T€KHM BUKOPUCTOBYETHCS
MOTIepeTHhO CKOMITUILOBaHUM (aitn 3arosoBka (precompiled header file), mo monomarae
3MEHIIUTH Yac KOMMUIAIIT MPoekTy. ONUC MPOEKTY MA€ HACTYITHUI BUTIISL:

project "benzin"
kind "StaticLib"
language "C++"
cppdialect "C++20"
location "../source/benzin"

targetname "benzin_%{cfg.buildcfg}"

targetdir "../1lib"
objdir "../build/benzin/%{cfg.buildcfg}"

pchheader "benzin/config/bootstrap.hpp"
pchsource "../source/benzin/config/bootstrap.cpp

defines { "BENZIN_PROJECT" }

files {
"../source/benzin/**.hpp",

../source/benzin/** inl",

../source/benzin/** . cpp",
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}

includedirs {

" n
.. 5}

"../source",
"../source/benzin",

3.1.3 Micoununus

[TicouyHuIs € BHUCOKOPIBHEBUM PEHIECPEPOM, IO BHUKOPHUCTOBYE O0i0TIOTEKY
3aJIeKHOCTE Ta peHaep-010Ii0oTeKy AJisi CTBOpEHHS 10AaTKy. OCHOBHOIO (PYHKIIIEIO
MICOYHUIII € peai3allisi CTBOPEHHs Ta B3aeMO/IIi 3 peHep-npoxogamu. BoHa 3abe3neuye
BHUCOKOPIBHEBUI 1HTEp(eENc Mg KepyBaHHS PEHIIEPEPOM, JTO03BOJISIOUM 30CEPEAUTUCH HA
CTBOPEHHI 1 HaJalITyBaHHI PEHAEP-TPOXOIB ISl JOCATHEHHS MOTPIOHOrO BI3yaJbHOTO
edexry.

project "sandbox"
kind "ConsoleApp"
language "C++"
cppdialect "C++20"
location "../source/sandbox"

targetname "sandbox_%{cfg.buildcfg}"

targetdir "../bin"
objdir "../build/sandbox/%{cfg.buildcfg}"

links {
"third_party",
"benzin",

}

pchheader "bootstrap.hpp"
pchsource "../source/sandbox/bootstrap.cpp"
files {

"../source/sandbox/** . hpp",
../source/sandbox/**.inl",
../source/sandbox/**.cpp",

"../source/shaders/**.hlsl",
../source/shaders/** . hlsli",

}

includedirs {
"../source/",
"../source/sandbox",
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vpaths {
["shaders/*"] = { "../source/shaders/** hlsl", "../source/shaders/**.hlsli" }

}

[le Oynm MpOEKTH, 3 AKUX CKIIAMA€ThCs pimeHHs i Visual Studio. Ane moridHo
peHIIEpep CKIIAAAEThCS 3 3 MOIYJIIB, Taki SK:

— HH3BKOPIBHEBUI peHAEPED;
— MOAYJIb poOOTH 3 CyTHOCTSIMU;

— BHCOKOPIBHEBHI peHaepep.
3.2 Hu3bkopiBHEBHIi peHepep

HusbkopiBHEBHIT peHAepep — 1€ MOAYJIb, SIKMW BIJIMOBIJAE 3a 3py4HY poOOOTY 3

DirectX 12 API. Moro ocHoBHi 3a1aui:

— ctBopeHHss GPU 00’ €ekTiB;

— YIpaBIIHHS B1JI€O MaM’SITTIO;

— komitoBaHHs nanux 3 CPU y Oydep uu Tekcrypy;

— 3amuc Ta BianpaBka komana Ha GPU;

— cunxponizanis CPU Ta GPU;,

—  KOMITUIALIIS TIeHepiB.

Koxen kmac, sikuit omucye DirectX 12 iHTepdelic, B KOHCTPYKTOpP1 CTBOPIOE
BIJIMOBITHUHN 1HTEep(eiic, Ta y necTypkTopi ioro 3BuUTbHAE. Lle m03BOJIsi€E YHUKATH BUTIKY
nam'aTi, OCKUIbBKM TpH 3aBEPEIIeHHI MpOrpaMH NEpeBIPSIETbCS KUIbKICTh MOCHIJIAaHb Ha
o0’eext. [l 3pydyHOTO KOPHICTYBaHHS B peHenepepi OyJI0 BHKOPUCTAHO PO3YMHI

nokaxx4ynku C++ (std::unique ptr um std::shared ptr) st po6otu 3 GPU 06’ exramu.
3.2.1 I'pagiunnii Backend

JIy1st 3pydHOTO CTBOPEHHS/KOPUCTYBaHHAM (haOpUKH Ta BUOOPY KpaIIOTO ajanTepa

OyB cTBOpeHuit kirac Backend.
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B 3anexxHocTi Bij Toro, skuil TMI 30ipKK BUKOpUCTOBYEThCH (11e Debug a6o Release),

dhabpuka Oyzae crBopeHa 3 Debug konTekToM uu Hi. [{e 103BosI€ OTpUMaBaTH J10/IaTKOBY

iHpopmario Bix DXGI npu nomunkax.

void Backend: :CreateDXGIFactory()

{

UINT dxgiFactoryFlags = 0;

#if defined(BENZIN_DEBUG_BUILD)

dxgiFactoryFlags |= DXGI_CREATE_FACTORY_DEBUG;

#tendif

ComPtr<IDXGIFactory2> dxgiFactory2;
BENZIN_HR_ASSERT(CreateDXGIFactory2(dxgiFactoryFlags, IID PPV_ARGS(&dxgiFactory2)));
BENZIN_HR_ASSERT(dxgiFactory2->QueryInterface(IID_PPV_ARGS(&m_DXGIFactory)));

TakoXx BaXJIMBO 3HATH, AKUM ajnanrtep Oyae BUKOPUCTOBYBATUCS NPHU PEHIAEPIHTY,

KoJiu B cuctemi ix Jnekiabka. 3rogoM go DXGI API 6yno momano dyHKiioHan, 3a

AOIIOMOI'OI0 AKOI'0 MOJKHaA OTpUMATH CIIMCOK aIIaHTCpiB 3a IICBHOIO IICPCBAI' OO (3a

MIHIMAJbHOIO KUIBKICTIO TMOTYKHOCTI, sIKa BiJ€OKapTa CIOXXHBa€, YW 32 BHUCOKOIO

edekTuBHICTIO). OCKUIBKU MPHU PO3pOOIll JAHOTO peHjaepepy OyayTh MalOBATUCh BEJIHKI

CLIEHU, TOMY BUOUPAEThCS HallepeKTUBHIIIMI asamnep.

void Backend: :CreateDXGIMainAdapter()

{

ComPtr<IDXGIAdapter> dxgiAdapter;
BENZIN_HR_ASSERT(m_DXGIFactory->EnumAdapterByGpuPreference (
config::GetMainAdapterIndex(),
DXGI_GPU_PREFERENCE_HIGH_PERFORMANCE,
IID PPV_ARGS(&dxgiAdapter)

));
BENZIN_HR_ASSERT (dxgiAdapter->QueryInterface(IID_PPV_ARGS(&mn_MainDXGIAdapter)));

DXGI_ADAPTER_DESC3 dxgiAdapterDesc;
m_MainDXGIAdapter->GetDesc3(&dxgiAdapterDesc);

/* oo */

[Ipu 3amycky mporpamMu y KOHCOJIb Oy/ie BUBeIeHa iH(OopMaIlis po Te, SIKAW ajantep

OyB 00paHMii Ta AKi B HHOTO € XapaKTEPUCTHUKHU.
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JMB, 16GB
eGB

Pucynok 3.1 — [Ipuknaa BuBoy iHdopmalii mpo roJOBHUIMA agantep

Takox DirectX 12 API nHamae meBHMiI (yHKIIIOHAN, 32 JOMOMOTOI0 SIKOTO MOKHA
yBiMKHYTH Debug map sik i croponu CPU, Tak 131 croponu GPU. 3a 1ie Takox BiAnoBigae

kiacc Backend. Ilpwu inimianizanii, BiH BMukae Debug miap, ko BUKOpUCTOBY€eThCst Debug

301pKa.

void EnableD3D12Debuglayer()

{
ComPtr<ID3D12Debug5> d3d12Debug;
BENZIN_HR_ASSERT(D3D12GetDebugInterface(IID PPV_ARGS(&d3d12Debug)));
d3d12Debug->EnableDebuglLayer();
d3d12Debug->SetEnableGPUBasedValidation(true);
d3d12Debug->SetEnableSynchronizedCommandQueueValidation (true);
d3d12Debug->SetEnableAutoName (true);

}

3.2.2 I'padiunmii neBaiic

['pacdiunnii neBalic BUKOPHCTOBYETHCS MNPU CTBOPEHHI OYIb-IKOTO TrpadidyHOro
o0'ekta. B cBOIO uepry juisi CTBOPEHHS JieBaiicy MoTpiOeH axanrtep, o0 BUKOPHUCTOBYBATH
BJIACTUBOCTI Ta MOXJIMBOCTI ajgantepa. JleBalic B KOHCTPYKTOpI CTBOPIOE BIANOBIAHUIA
DirectX 12 inTepdeiic, a Takox €IUHY Ha BECh PEHAEPEp KOPEHEBUH MIANUC, Ta TPU YEPTHU
KoMaH[ Ha KoxkeH 3 GPU pymiis.

Device: :Device(const Backend& backend)
{

BENZIN_HR_ASSERT(D3D12CreateDevice(
backend.GetDXGIMainAdapter(),
D3D_FEATURE_LEVEL_11_ @,

IID PPV_ARGS(&m_D3D12Device)

))s

#if defined(BENZIN_DEBUG_BUILD)
BreakOnD3D12Error(true);
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#tendif

CreateBindlessRootSignature();

{
m_DescriptorManager = new DescriptorManager{ *this };
m_TextureLoader = new TextureLoader{ *this };

}

{
m_CopyCommandQueue = new CopyCommandQueue{ *this };
m_ComputeCommandQueue = new ComputeCommandQueue{ *this };
m_GraphicsCommandQueue = new GraphicsCommandQueue{ *this };

}

Tako Ipyu CTBOPEHHI J€BaliCy BMUKAEThCS 3yIIMHKA [IPOTPaMU, IIPU MONEPEIKEHHS
(warning), TOMHJILI (€rror) Yy NOMIKOKEHHS (corruption), SIKIII0 BUKOPUCTOBY€EThCsl Debug
30ipka. [le poOuthcs 3 TOO METOM0, 1100 0/Ipa3y modaunuTu, Ae Oyiia MOMUIIKA.

void Device: :BreakOnD3D12Error(bool isBreak)

{
ComPtr<ID3D12InfoQueue> d3dl2InfoQueue;
BENZIN_HR_ASSERT(m_D3D12Device->QueryInterface(IID PPV_ARGS(&d3d12InfoQueue)));
d3d12InfoQueue->SetBreakOnSeverity(D3D12 MESSAGE _SEVERITY WARNING, isBreak);
d3d12InfoQueue->SetBreakOnSeverity (D3D12 MESSAGE_SEVERITY ERROR, isBreak);
d3d12InfoQueue->SetBreakOnSeverity (D3D12 MESSAGE SEVERITY _CORRUPTION, isBreak);
}

3.2.3 Uepru komanj s koxxuoro tuny GPU pymris

Po3poOnenuii penaep Hagae MOKIUBICTh 3BEPTATUCS JI0 OKPEMOI YEpryu KOMaH/I, sIKa

Oyne 3amymieHa Ha Tomy uu iHmomy GPU pymmii.

Hampuknaza, yepra KoOMaH 1 /Ui KOIIIOBAaHHS BUKOPHCTOBYETHCS MPH 3aBaHTAXKEHI
3D-monemni 3 daiiny, o6 3aBantaxxkutu Ha GPU nani npo TekcTypu, 0ydep BepinH, 0ydep

1HJIEKCIB TOIIIO.

Yepra koMaH]1 17151 00UMCIIEHHS BUKOPUCTOBYETHCS MTPU F'eHeEpallii KyO14HOT TEKCTypH

3 PIBHONPSAMOKYTHOI TEKCTYPH JTOBKLUILISL.

Uepra xomannm nansi rpadiku BUKOPUCTOBYETHCS JUIsi MaitoBaHHs 3D-monenew,

MaJTFOBaHHS JOBKIJLIIS.
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JlJis ipocTOTH poOOTH Hapasi yepra KOMaH/I JJisl KOMIIOBaHHS Ta Yyepra KOMaH/ JJIs
O0YHCIICHHS! BUKOPUCTOBYE TUILKA OJTMH KOMAaHIHUH anmokatop. HaToMicTh depra KomaH
uIsi Tpadikh BUKOPUCTOBYE CTUTHPKA KOMAHIAHUX aJOKATOPIB, CKIJIBKH MICTHUTBH JIAHITIOT
oOminy OydepiB. B nanomy BUaaky KuibKicTh OydepiB JOPIBHIOE 3, ajie 11e 3HaYCHHS MOXKe
3MIHIOBaTHUCH 3a oTpeboto. [Ipu cTBOpeHH1 NaHIiora 0OMiHy, EPEeIa€ThCs Yepra KOMaH/

JU1s Tpadiky, 1m00 3B’ SI3aTH JIAHITIOT Ta Yepry.
3.2.4 Jlanmor oominy. Cunxponizanis CPU ta GPU

[Ipn cTBOpeHH1 JaHLIOry OOMIHY JO HBOTO MPUB’SI3YEThCS 4Yepra KOMaHa IS
rpadiku. Jlaniror oOMiHy Hajlae 3py4YHUI TOCTYII 10 TOTOYHOTO Oydepy, sikuii Moxe 0yTr
BUKOPUCTAHUM JJIsl MaTlOBaHHA. Tako HaJlae METO/I, 111 3MIHEHHS po3mipy Oydepis. Lleit
METO/I TOBUHEH OYTH BUKIIMKaHUH, MPU 3MiHI pO3MIPY €KpaHy, OCKUIbKM Oydep JaHLora
OoOMiHY NTOBHHEH JOPIBHIOBATH PO3MIPY €KpaHy.

void SwapChain::ResizeBackBuffers(uint32_t width, uint32_t height)
{

m_Device.GetGraphicsCommandQueue().Flush();

for (auto& backBuffer : m_BackBuffers)
{

}

BENZIN_HR_ASSERT(m_DXGISwapChain->ResizeBuffers(
static_cast<UINT>(m_BackBuffers.size()),
width,
height,
static_cast<DXGI_FORMAT>(config::GetBackBufferFormat()),
m_DXGISwapChainFlags

backBuffer.reset();

))s

RegisterBackBuffers();
UpdateViewportDimensions(static_cast<float>(width), static_cast<float>(height));

Ane nepen UMM MOTPiIOHO OOOB’S3KOBO OYMCTUTH 4Yepry KOMaHJ A rpadiku Ta
3BUTBHUTH OydepH JaHIIoTy 0OMiHY, IO 1 poOUThes 3 movyaTky. Lle poOuThCs, OCKIIbKA

npu 3MiH1 po3mipy OydepH, BOHU He MOBUHHI BUKOpHCTOBYBaTHCh GPU.
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Takoxx JaHIIOr OOMIHY KOHTPOJIIOE SIK came Oyje BiIOyBaTHCh IMEPEMHUKAHHS
OydepiB, 3 BEpTUKAIBHOI CHHXPOHI3aIlil0, 9u Hi. Lle¥ mapameTrp Moke OyTH 3MIHHHH M1
yac BUKOHAHHS pEHAEpepy. AJle CroyaTKy Tpeba MEepeBipUTH, YU € amapaTHa MiJITpUMKa
BOTO.

uint32_t isAllowTearing = 0;
BENZIN_HR_ASSERT(backend.GetDXGIFactory() >CheckFeatureSupport(
DXGI_FEATURE_PRESENT_ALLOW_TEARING,

&isAllowTearing,
sizeof(isAllowTearing)

))s

if (isAllowTearing)

{
m_DXGISwapChainFlags |= DXGI_SWAP_CHAIN FLAG ALLOW TEARING;

m_DXGIPresentFlags |= DXGI_PRESENT_ALLOW_ TEARING;

Ta skmo € anmapaTHa MIATPUMKA, TO JAHIIOT OOMIHY NOTPIOHO CTBOPUTH 3

BIJIIOBIJTHUM IIPariopoM 1 BUKOPUCTOBYBATH MOTPIOHUI (uiar, mpu rnepeMukanHi 0ydepy.

Kaap B monboTi — 1e TOoM Kaap, sikuii Bxke OyB oOpoOnenuit CPU, ane He OyB
o0pobnenuit 10 ki GPU. To6To CPU moske mpo1IoBKyBaTH MPaIOBAaTH HaJ HACTYITHUM
KaJpOM UM 3a MOTPeOr YeKaTH, SIKIO HeMae BUTbHOTO Kaapy. Lle poOuthes 1uist Toro, 1moo

CPU Ta GPU 6ynu 3aBxau B po6oTi 1 yac, skuii CPU yekae na GPU, OyB MiHIMaJIbHIM

Piznuns B kaapax, sKui BimoOpa)kaeThCsl HA €KpaHi, Ta KaJpy, SKHM Hacrpas.i
oOumncntoeTsest Ha ctopoHi CPU, Moxke JOpIBHIOBATH KIJILKOCTI Oy(epiB B JaHIIOTYy OOMIHY.
CunxpoHizailis BiJOYBAa€TbCsl KOJH, PI3HULS KaJpiB JOPIBHIOE KUIBKOCTI OydepiB B
JAHIIOTY OOMiHY MpU YEProOBOMY BUKJIMKY MEpEeMHUKaHHS OyQepiB.

void SwapChain::Flip()

¢ m_Device.GetGraphicsCommandQueue().UpdateFenceValue(m_FrameFence, ++m_CPUFrameIndex);
BENZIN_HR_ASSERT(m_DXGISwapChain->Present(m_IsVSyncEnabled, m_DXGIPresentFlags));
m_GPUFrameIndex = m_FrameFence.GetCompletedValue();
// Wait for GPU to not exceed maximum queued frames

const uint64_t frameDistance = m_CPUFrameIndex - m_GPUFrameIndex;
if (frameDistance >= config::GetBackBufferCount())

{
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const uint64_t gpuFrameIndexToWait = m_CPUFrameIndex -
config: :GetBackBufferCount() + 1;
m_FrameFence.WaitForGPU(gpuFrameIndexToWait);

m_GPUFrameIndex = m_FrameFence.GetCompletedValue();

3.2.5 Po6ora 3 pecypcamu

s pobotu 3 pecypcamu DirectX 12 nHamae eaunuii inTepdeiic, ane 1e He 3pyIHO

BUKOPHUCTOBYBATU €IMHUM 1HTEpderc 11 podoTH 3 Oydepamu Ta pecypcamu.

Tomy Oyio ctBopeHo 2 kinacu aiist pobotu — e BufferResource ta TextureResource.
[Ipu cTBOpeHH1 pecypcy OyayTh nepeaaHi TITBKH Tl MapaMeTpi, K1 MPUTaMaHHI OJTHOMY 3
TUITY PECYPCY.

Sk Oyno onucaHo BUILIE, 1100 BAKOPUCTOBYBATH PECYPCH Y KOHBEEPI, TpeOa CTBOPUTHU
neperisig pecypcy. ToMy y KOKHOMY PECypey € Xelll TaOJHIIs, sKa 30epiras BCi meperisiy,
B 3QJIEKHOCTI BiJ] THILY.

std: :unordered_map<Descriptor::Type, std::vector<Descriptor>> m_Views;

o6 nomatu meBHUN Meperisi, TpeOa BUKIMKATU OJUH 3 METOMIB Y pecypcCy, KU
J0J1acTh HOTO 110 Xenn Tabuuili. € MOXKIIUBICTh TIEpeIaTH CTPYKTYPY, sKa OyJie ONMucyBaTu
nepersiy, ajie SKILIO e He NOTPIOHO, KO’KHA BIAMOBIHA CTPYKTYpa MICTUTh 3HAYEHHS MOJI1B
32 3aMOBYYBaHHSIM. B OCHOBHOMY BHKOPHCTOBYETHCS INEPEIIAIN 32 3aMOYYBaHHSM, alle
OpU OKPEeMHMX BHUIAJKaX € MOXJIMBICTb BUKOPHCTOBYBaTH caMe€ TOM Meperiisij, sSKUii
noTpiOeH. IIlo6 MaTtu 3MOry BHKOPHUCTOBYBATHU JIECKPUIITOPH MOBTOPHO, B JIECTPYKTOPI
pecypc He nuimie 3BUTbHsAE BiamoBimHux DirectX 12 inTepdeiic, a TakoX BCl aJlOKOBaHi
JECKPUIITOPH.

Resource: :~Resource()

{

for (const auto& [descriptorType, descriptors] : m_Views)

{

for (const auto& descriptor : descriptors)

{

m_Device.GetDescriptorManager().DeallocateDescriptor(
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descriptorType,
descriptor

)5
}

dx::SafeRelease(m_D3D12Resource);

Takox KOXeH pecypc MICTHTh B c001 JaHi PO MOTOYHUN cTaH pecypcy. Lle Oymo
nonaHo B DirectX 12 API, nepekiaBiim BiANOBIIabHICTh 3a YIPABIIHHSA CTAHOM PECYPCY 3
rpadiuHoro apaiiBepa Ha mporpamy, moO 3MeHIIUTH 3aranbHe BukopuctanHs CPU i
3a0e3neunT 0araToMOTOYHICTh 1 monepenHo o0poOKy npaiiepa. [Ipu HeoOX1aHIN 3MiHI

CTaHy pecypcy, Tpeda 3BEepHYTHUCH O KOMAHJHOTO CIIMCKY 1 MEpelaTh pecypc Ha HOBUU

CTaH.

const D3D12 RESOURCE_BARRIER d3d12ResourceBarrier
{
.Type{ D3D12 RESOURCE_BARRIER TYPE_TRANSITION },
.Flags{ D3D12_RESOURCE_BARRIER FLAG_NONE },
.Transition
{
.pResource{ resource.GetD3D12Resource() },
.Subresource{ D3D12 RESOURCE_BARRIER_ALL SUBRESOURCES },
.StateBefore

{

¥
.StateAfter{ static_cast<D3D12_RESOURCE_STATES>(resourceStateAfter) }

static_cast<D3D12_RESOURCE_STATES>(resource.GetCurrentState())

}s
m_D3D12GraphicsCommandList->ResourceBarrier(1l, &d3d12ResourceBarrier);

resource.SetCurrentState(resourceStateAfter);

3a 10mOMOTroI0 JaHOTO (PYHKIIIOHATY, HEe Tpeba Jech 3amaM’siTOBYBAaTH, KM CTaH

pecypcy OyB 110 IIbOTO.
3.2.6 MeHexxep 1eCKPUNTOPIB

JIisi BUKOPHICTaHHS TEPerisiny pecypcy Tpeba MaTu BiAMOBIIHUNA ACCKPUITOP 3
nOTPi10HOT KynH JiecKpuntopiB. OKpeMo MaTu KyIu HE 3py4YHO, Ta HE 3pyYHO CIIIKYyBaTH 32

THUM, Y4 MOXHa BUKOPUCTOBYBATH JIaHUN MEeCKpUNTOp 4u Hi. ToMmy Oysio po3poOsieHo Kiiac
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DescriptorManager, sikuii 3aiiMaeTbCsi CTBOPEHHSIM Ta 3BUIBHEHHSIM JICCKIPUOTOPIB. €
BIIMOBIHI METOAM, SKI BHUIUISIOTH Ta 3BUIBHSIOTH JECKPUOTOPU 3a THUIIOM IS iX
MOBTOPHOTO BUKOPHUCTAHHSI.

enum Descriptor::Type : uint8_t

{

RenderTargetView,
DepthStencilView,
ConstantBufferView,
ShaderResourceView,
UnorderedAccessView,
Sampler

¥

class DescriptorManager

{ /* .. %/
Descriptor AllocateDescriptor(Descriptor::Type descriptorType);
void DeallocateDescriptor(

Descriptor::Type descriptorType,
const Descriptor& descriptor

)5
J* ... %)

Menemxep A1eCKpUNTOPIB MICTUTh B 001 4 HEOOXITHUX KYNH JAECKPUITOPIB — Kyma
JECKPUIITOPIB ISl pECypCiB, Kyna JECKPUIITOPIB ISl CEIIIEPiB, Kyna JECKPUNTOPIB s

peHiep 1iIeH Ta Kyna IecKpunTopiB ayig OydepiB riuOuHu-Tpadapery.
3.2.7 €Equnnii kopeHeBuil mignuc. JluHamiuHi pecypcu

BukopucroByBatu QpyHKIIOHAN, IKUW Hajae crangapTauil DirectX 12 ang pobotu 3

pecypcaMu JJOBOJI TPYIOMICTKHUH.

[To-niepiie 000B’13K0BE BUKOPUCTAHHSI MEPILIOTO eTamy rpadiyHOro KOHBEEPA, TOOTO
Wae moBa mpo acemOiep BBeAeHHsA. [loTpiOHO CTBOpIOBaTHM OMUC TIiJI KOXHY HOBY

KOMOIHAIIII0 BX1THUX TTapaMeTPiB JJIsE BEPIITUHHOTO IIeiaepa.

[To-npyre cTBOpeHHS HOBUX KOPEHEBUX CHTHATYp IJisi OMUCY pecypciB, siKi Oyne
BUKOPHUCTOBYBATH Mieiiiepu. CTBOPEHHSI KOPEHEBOI CUTHATYpPH € JOBOJI TPYJIOMICTKHM,

OCK1JIbKU MOTP1OHO ONMKMCYBATH KOKEH MapameTp, a 1€ pOOUTHCS HE 3aBXKAU TPUBIAIBHO.
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[To-TpeTe 3pocTaHHs KUIBKOCTI CTaHIB KOHBEEpPA Yepe3 MorepeHl Bl yMOBH. SIKIIO0

IT030aBUTHCS TX, KIJIBKICTh CTaHIB KOHBC€PA CTAHC MCHIIIC Td CTBOPCHHA iX cTaHe HpOCTiHIe.

Tomy Oyno mpuUHHATO PIIIEHHS MPO BUKOPHCTAHHS HOBOI LICiIEepHOI MOJEi, sSKa

Hazae (QYHKIIIO OuHamiyni pecypcu. 3a IONOMOroro Ii€i (QyHKIIT y melaepax MoOKHa

3BEpTAaTUCh JI0 PECypCiB HANpsAMY 3a IHAEKCOM Yy BIIMOBIAHMX IECKPUOTOPHHUX KyTIax.

BukopucToByBaTu AaHMi (pyHKIIOHAT MOXHa TUIbKM mpu mneBHiid Bepcii Windows SDK.

Tomy y ¢aiini korpirypariii DirectX 12 BkasyeThcs moTpiOHa Bepcis Ta muiix 10 SDK.

#if defined(BENZIN_PROJECT)

extern "C"
{
__declspec(dllexport) extern const UINT D3D12SDKVersion = 608;
__declspec(dllexport) extern const char* D3D12SDKPath = "./";
}
#endif

Anle Bce Taku OJHY KOPEHEBY CHUTHATYpYy MOTPiOHO 3poOuTH, 100 MaTh 3MOTy

nepeaaBaTH 1HIEKCH pecypceiB y meiepu. Kopenesa curnatypa Oyze ckinaiatucs 3 OAHOTO

KOPEHEBOTO eJIeMeHTY (KopeHeBi 32-01THI KOHCTaHTH) Ta CIUCKY CTATUYHUX CEMILIEPIB.

CratuuHi ceMIuiepu — 1€ TakKl cami CEMIUIEPH, ajie sIKi 3HAXOJIAThCS O€3MOCepeIHbO

BCEpEANHI KOPEHEBOI CUTHATYPH.

3a CTBOpPEHHSI €IMHOTO KOPEHEBOIO IMIAMKUCY BiANOBiae rpadidyHUil AeBaiic, i1

CIIOYATKY HJe mepeBipKa Ha MATPUMKY LIEHAepHOi Moaei 6.6.

D3D12_ FEATURE_DATA_ SHADER_MODEL d3dl2FeatureDataShaderModel
{

}s

.HighestShaderModel{ D3D_SHADER MODEL_6 6 }

BENZIN _HR_ASSERT(m_D3D12Device->CheckFeatureSupport(
D3D12 FEATURE_SHADER MODEL ,
&d3dl12FeatureDataShaderModel,
sizeof(d3d12FeatureDataShaderModel))
)
BENZIN_ASSERT(
d3dl12FeatureDataShaderModel .HighestShaderModel >= D3D SHADER _MODEL_6_6
)
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[Ticns ycminmHo1 mepeBipKy armapaTHOX IMiATPUMKH, CTBOPIOETHCS MOTPIOHUM CITUCOK
CTaTHYHUX CEMIUIEPIB Ta OINKUC JJIsI KOPEHEBOI CUTHATYPH.

const D3D12 VERSIONED_ROOT_SIGNATURE_DESC d3d12VersionedRootSignatureDesc
{
.Version{ D3D_ROOT_SIGNATURE VERSION_1_1 },
.Desc_1 1
{
.NumParameters{ 1 },
.pParameters{ &d3d12RootParameter },
.NumStaticSamplers{ static_cast<UINT>(d3d12StaticSamplers.size()) },
.pStaticSamplers{ d3di12StaticSamplers.data() },
.Flags

D3D12_ROOT_SIGNATURE_FLAG_ALLOW_INPUT_ASSEMBLER_INPUT_LAYOUT |
D3D12_ROOT_SIGNATURE_FLAG_CBV_SRV_UAV_HEAP_DIRECTLY INDEXED |
D3D12_ROOT_SIGNATURE_FLAG_SAMPLER HEAP_DIRECTLY INDEXED

}s

ComPtr<ID3DBlLob> d3dl12SerializedRootSignatureBlob;
ComPtr<ID3DBlLob> d3d12ErrorBlob;
BENZIN_HR_ASSERT(D3D12SerializeVersionedRootSignature(
&d3d12versionedRootSignatureDesc,
&d3d12SerializedRootSignatureBlob,
&d3d12ErrorBlob

))s

BENZIN_HR_ASSERT(m_D3D12Device->CreateRootSignature (
0,
d3d12SerializedRootSignatureBlob->GetBufferPointer(),
d3d12SerializedRootSignatureBlob->GetBufferSize(),
IID PPV_ARGS(&m_D3D12BindlessRootSignature)

))s

Tak BurIsiAa€ CTBOPEHHSA €IMHOI KOPEHEBOI CUTHATYypU HA BECh PEHIEPED.
Bignosigauit HLSL kon, Oyne BUTIISIaTH HACTYITHUM YHHOM:

struct RootConstants

{
uint4 Constants[8];
uint Get(uint index)
{
return Constants[index >> 2][index & 3];
}
¥

ConstantBuffer<RootConstants> g RootConstants : register(b@, space@);

SamplerState g PointWrapSampler : register(s9);
SamplerState g PointClampSampler : register(sl);
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SamplerState g_LinearWrapSampler : register(s2);
SamplerState g _LinearClampSampler : register(s3);
SamplerState g_AnisotropicléWrapSampler : register(s4);
SamplerState g_Anisotropicl6ClampSampler : register(s5);
SamplerComparisonState g_ShadowSampler : register(s6);

B crpyktypi RootConstants 36epiraetbcs MacuB 3 32 enemenTiB. [Ipu HamucaHHi
macuBiB y HLSL moTpiOHO OyTH Iyke yBa)KHUM, OCKUIBKH TYT MpaBHJa BUPIBHIOBAHHS
Bizpi3HstOThCA Bij paBui MoBu C++. Uint Constants[32] != uint4 Constants[8], ockinbku
MiHIMajabHa oauHuIl BupiBHIOBaHHS B HLSL — me 16 GaiitiB. To6To Uint Constants[32]

HacrpaBzl 0yae nepersopeno y Uint4 Constants[32], a 1ie He Te, 1110 OYIKY€EThCS.

Takox JJI1 MIBUKOTO JOCTYITY JO €JIE€MEHTIB MacuBy OyJI0 BUKOPUCTAHO MOOITOBI
orepailii, ki 3MOKYTb HE3HAYHO TOKPAIIUTH NMPOTYKTUBHICTb.

[[lo6 mpuB’si3yBaTH pecypcH J0 KOHBEEpPA, ICHYE BIAMOBIAHI METOIU B CIHUCKY
koMaH[. ToOTo 111 MeTo1u OyAyTh 3MIHIOBATH 3HAYEHHSI 32-01THUX KOHCTAHT 3a TIEPEeIaHuM
1HAEKCOM, SIKI OITUCY€E €JUHUN KOPEHEBUH T1IHUC.

class CommandList

{
/* ... ¥/
void SetRootConstant(uint32_t rootIndex, uint32_t value);
void SetRootConstantBuffer(uint32_t rootIndex, const Descriptor& cbv);
void SetRootShaderResource(uint32_t rootIndex, const Descriptor& srv);
void SetRootUnorderedAccess(uint32_t rootIndex, const Descriptor& uav);
/* ... ¥/

¥

3.2.8 MeHneqxkep meiiiepin

[le#i KOMIOHEHT JTOBOJII MPOCTHUH, aje OJTHOYACHO Ty>K€ 3PYUYHUN y BUKOPHCTAHHI.
Horo Meta HajaBaTy MmeinepHUii KOJI, IKHif Bke OyB CKOMITiIboBaHMit. To6TO Ipy nepeaadyi
OJIHAaKOBHX TIApaMETPIB MICHIEep MOBHHEH KOMITUTIOBATUCH TITBKH MPH MEPIIOMY TaKOMY
Bumnajky. [Ipu Bcix 1HIMX — MEHEHKep TOBUHEH HAJIaBaTH CKOMITUTbOBAaHUM KO, OCKUTbKA
HIeiiep XapakTepu3yTh Taki MapaMeTpH, K Ha3Ba (haiiily, Ha3Ba TOUYKH BXOJIY Ta MAaCHB
Br3HaueHb (defines), 3 IIbOT0 MOKHA YTBOPUTH YHIKAJIbHY CTPOKY, SIKY MOXHA 3aX€IIyBaTH.

TuM caMuM y KOKHOTO Teiepa Oy/e CBiil Xel KOJI.
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size_t GetShaderKey(
std::string_view fileName,
std::string_view entryPoint,
const std::vector<std::string>& defines

)
{
const std::string key = std::accumulate(
defines.begin(),
defines.end(),
fmt::format("{}{}", fileName, entryPoint)
)s
return std::hash<std::string>{}(key);
}

CKoMMUIbOBAHMN MIEHIEPHUX KO 30€pIraeThCs y Xeul Ta0IuI, KIIYOM AKO1 SIK pa3
1 € xern kop meiaepa. 1100 orpuMaTu CKOMIUTBOBAHUHN MICHAEPHUN KO, TpeOa BUKIMKATH
(GyHKIII0, sIKa IEPEBIPUTH, UM € BAKE TaKUW MIEHAEP, 1HAKILE CKOMITUIIOE HOTO.

std::span<const std::byte> GetShaderBlob(
ShaderType shaderType,
std::string_view fileName,
std::string_view entryPoint,
const std::vector<std::string>& defines

const size_t shaderKey = GetShaderKey(fileName, entryPoint, defines);
auto shaderIterator = g_Shaders.find(shaderKey);

if (shaderIterator == g_Shaders.end())
{
const ComPtr<IDxcBlobEncoding> dxcShaderSourceBlob =
g _ShaderCompiler.LoadShaderFromFile(fileName);
std::vector<std: :byte> shaderByteCode = g_ShaderCompiler.CompileShader(
shaderType,
entryPoint,
defines,
dxcShaderSourceBlob

)

shaderIterator = g_Shaders.insert(std::make_pair(
shaderKey,
std: :move(shaderByteCode)

)).first;
}

return shaderIterator->second;

3a xoMmmuAnio mmeiaepiB Bignosigae komnuiarop DXC. BiH BUKOPUCTOBY€ETHCA,

OCKIJIbKM MUHYJIUH KOMIIUIATOP MIATPUMYBAB e aepHi Mojieni A0 5.1 BkimtouHo. Tak sik B
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i po6OTI OYyJI0O BUKOPHUCTAHO (PYHKIIO JWHAMIYHI pecypcH 3 IeiaepHoi mojaem 6.6,

Tubku DXC Moxe miaTpuMatu e GyHKIioHal.
3.3 MoayJib po00TH 3 CYyTHOCTSAMU

Ile#i Moaynp BiAmoOBimae 3a poOOTy 3 CyTHOCTAMH. Lle HE € OCHOBHHUM MOIYJIEM
poOOTH, TOMYy BiH MOBUHEH OYTH MPOCTUM Ta JIETKUM y BHKOPHUCTaHHI. Byjo mpuitHsATO
pimenHs BukopuctoByBaTu ECS miaxia. lanuii miaxin mo30aBiisie BIH HAITMCAHHS OKPEMHUX

KJIACIB CYTHOCTEH, TOMY 1110 CYTHICTh — 1€ HaO1p KOMITOHEHTIB.

TakuM YMHOM AyXe€ JIErKO 3BEPHYTHUCH JO BCIX CYTHOCTEW, Yy SIKUX € TMEBHUU

KOMITOHEHT Y4 Ha0lp KOMIIOHEHTIB.
3.3.1 Crpykrypu 3D-moaeni

3D-Mozens CKIaJaeThCs 3 TBOX OCHOBHHX €JIEMEHTIB — 1€ MEIIl Ta Hallp MaTepiaiB.

AuJle 11e BepIMHa aiicoepry.
Jlo cknagy menia BXOJUTh:

— Oydep BepiH;
— Oydep 1HIEKCIB,
— Oydep mMen NpUMITHUBIB Ta MEIIl TPUMITUBH.

B naHoMy KOHTEKCTI Mell MPUMITUB — 1€ SIKach YacCTUHA BiJ BChOro mema. ToOTo
MPUMITHB TOBHHEH BHU3HAYaTH, 3 SKOi BEPIIMHU BiH IMOYHMHAETHCS, 3 SKOTO 1HJEKCY Ta
CKUTBKH 1HJEKCIB BITHOCUTHCS JIS IILOTO MPUMITHBY. AJie MEII MPUMITUB HAOyBa€ Pi3HOTO
Burjisity Ha CPU ta Ha GPU, oCKUIbKY /1711 CTBOPEHHS KOMaHW MaJIFOBaHHSI TOTPIOEH OJIMH
nepenik ganux (1e cropona CPU), a nyst orpuManss noctymy BepiiuHu 31 ctoponn GPU —
1HIIHAH.

struct Primitive

{
uint32_t IndexCount{ © };

PrimitiveTopology PrimitiveTopology{ PrimitiveTopology: :Unknown };

}s
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struct GPUPrimitive

{
uint32_t StartVertex;
uint32_t StartIndex;
uint32_t IndexCount;
¥

[Tpu HamucaHHi BIANOBIAHOT KOMaHIM JUIA MaioBaHHS TpeOa BKa3aTH KiJIbKICTh
BEpILIKH, 5Ki Oy1yTh OonpaliboBaHi. B qanomy Bumaaky nepiiuii eramn rpadiyHOro KOHBeeEpa
MOXHa IIPOIYCTUTH, OCKUIBKH JIOCTYT J10 Oydepy BepiinH Ta Oydepy 1HISKCIB € HApsIMy 3
BEPILIMHHOTO meiaepa. ToMy KUIbKICTh BEPIINH, K1 Oy 1yTh BIANPABICHI HAa ONPALIOBAaHHS

rpadiyHUM KOHBEEPOM OyJie JOPIBHIOBATH KIIBKOCTI 1HIEKCIB.

VY BepmmHHOMY HIeiAepl OyayTh BUKOpUCTaHl 3 Oydepu, mo0 a1CTaTH BEPIIUHY, L€
Oydep memn npuMiTUBIB, Oydep 1HIeKCIB Ta BiaacHe Oydep BepiuH. [Ipyu cTBOpeHH1 TOUKH
BXOJly B BEPUIMHHUU IIEWEp, HA BX1JI MOKHA OTPUMATH MapaMmeTp, sIKUi Oyae MICTUTU
iHaexkc BepmmHHu (aHortamiss SV _VertexID), ska mnoBuHHa OyTH oOIpanbOBaHa UM
ICUAEPOM.

StructuredBuffer<MeshVertex> vertexBuffer =
ResourceDescriptorHeap[BENZIN_GET_ROOT_CONSTANT(g_VertexBufferIndex)];
StructuredBuffer<uint32_t> indexBuffer =
ResourceDescriptorHeap[BENZIN_GET_ROOT_CONSTANT(g_IndexBufferIndex)];
StructuredBuffer<MeshPrimitive> meshPrimitiveBuffer =
ResourceDescriptorHeap[BENZIN_GET_ROOT_CONSTANT(g_MeshPrimitiveBufferIndex)];
const MeshPrimitive meshPrimitive = meshPrimitiveBuffer[meshPrimitiveIndex];

const uint32_t index = indexBuffer[meshPrimitive.StartIndex + vertexID];
const MeshVertex vertex = vertexBuffer[meshPrimitive.StartVertex + index];

Mo ckiiaay Mojieli BXOJUTh:

— MeII;

— Oydep a1 MpUMITUBIB MaJTFOBaHHS Ta IPUMITHUBY MaJIFOBaHHS,
— Oydep By371B Ta By3IH;

— TEKCTYpH, 5IKI BAKOPUCTOBYIOTHCSI B MaTepiaiax;

— Oydep maTepiais.
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[IpuMiTHB — 11€ MPOCTO YacTHHA Meria. ToOTO BiH Ha Ma€ HIAKUX XapaKTEPUCTHK, 3a
JIOTIOMOTOI0 SIKUX MOXKHA 3pO3YMITH, SIK BiH Oyae Burisgatu. [{lum 3aliMaeThcs Matepiall.
AJre oauH 1 TOM caMuil MaTepiall MOXKE MaTH JeKiJIbKa IPUMITHUBIB, TOMY HE MOKHA IPOCTO
JoaaTH HeoOX1aHY iH(opMariito 10 mpuMiTHBa. JIJIs IbOTO 1CHY€ MPUMITHB JIJI MaJTIOBaHHS,
KU 30epirae 1HIAEKC Ha MEI IPUMITUB Ta 1HIEKC Ha MOTPIOHMIA MaTepiall.

struct DrawPrimitive

{
uint32_t MeshPrimitiveIndex{ © };

uint32_t MaterialIndex{ © };
}s
By3on — me mepenik mpuUMITHBIB Il MajiOBaHHS. BiH iCHye, ToOMy WI0 TNpu
npoekTyBaHH1 3D-Mopenelt ICHyI0Th Taki CUTYaIlli, KOJIM BUKOPUCTOBYETHCS OJIHA 1 Ta cama
YacTUHA MOJIEJNI, ajie B PI3HUX MICUAX. 3 TOYKUA 30pYy €KOHOMIi maM’sTi HEMa CEHCY
CTBOPIOBATH IO YaCTUHY JIEK1JIbKa pa3iB, a MOKHA MPOCTO 3aCTOCYBATH MATPUIIIO, siKa Oyie
3MIHIOBATU MOJIOKEHHS 11i€l yacTuHu. [Ipuknaza: y aBToMo0171s1 € 4 0JTHaKOBUX KoJieca, TOMY
MO>KHA OJIMH pa3 CTBOPUTHU KOJECO, 1 J1ajl IPUMIHUBIIM 4 pIBHUX MaTpHIl OTpUMaeMo 4
KoJieca, ajie B pi3HUX NMO3uIliAX. B qaHoMy Bunajky By30J Oyje mpuiiMaTH PI3HUNA BUTIIS

g CPU ta GPU.

struct Node

{

IterableRange<uint32_t> DrawPrimitiveRange;
s
struct GPUNode
{

DirectX: :XMMATRIX TransformMatrix;

DirectX: :XMMATRIX InverseTransformMatrix;
s

DrawPrimitiveRange BUKOPUCTOBY€EThCSI PU CTBOPEHHI KOMaHIHU JJII MAJTFOBAHHS.
31 ctoporn CPU mamoBanust 3D-mozeni Oyjie BUTIISAIUTH TaK:

Model model = /* ... */;
Mesh& mesh = model.GetMesh();

for (const auto& node : model.GetNodes())
{

for (uint32_t drawPrimitiveIndex : node.DrawPrimitiveRange)

{
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const auto& dPrimitive = model.GetDrawPrimitives()[drawPrimitiveIndex];
const auto& mPrimitive = mesh.GetPrimitives()[dPrimitive.MeshPrimitiveIndex];

commandList.SetPrimitiveTopology (mPrimitive.PrimitiveTopology);
commandList.DrawVertexed(mPrimitive.IndexCount);

TransformMatrix Oyae BUKOPUCTaHO Mpu TpaHchopmallii BEPIIMHUA Yy BEPIIMHHOMY

meiaepi, a InverseTransformMatrix g1 Tpancdopmariii Hopmarei.
3.3.2 3aBanTakenusi 3D-moxedi 3 dpaiiny gITF

Bume Oyno omnucano ckianosi dopmary gITF 1 Temep cToith 3ajada mepeHecTd

ctpykrypy gITF Ha cTpykTypy, sika onucana s 3D-mozeni.

Jlns 3aBaHTakeHHs Moneni € Oi0moreka tinygltf. 1100 3aBaHTaKUTH MOAEIb,
NOTPIOHO TepeaTH BIAMOBIAHMM HUIAX 0 MOJENl 1 B pe3yJbrari Oyjae OTpUMaHO
tinygltf::Model. Ockinbku 10 ckiaamy Moneiai BXOOUTh JAEKiIbKa KOMIIOHEHTIB, PO30ip

tinygltf::Model 6yne B nexinbka erarris:

OTpuMaHHS AaHUX [IJIs MEIIIA.
OTpuMaHHS AaHUX NPO BY3JIH.
OTpumaHHs JaHUX PO TEKCTYPH.

OTpumaHHs JaHUX MIPO MaTeplaju.

o~ WD oE

CtBOpeHHs BiANOBIIHUX OydepiB.

OTpuMaHHs OLIBIIOCTI TaHUX HE € MPOOJIEMOI0, KpIM AaHUX Mpo By3iau. CTpyKTypa
By31iB y ¢opmarti glITF mae nepeBonoaiOHy cTpykTypy. By3om MiCTUTh NMEBHY MaTpHIIIO
TpaHchopmallii 1 J0YIpHIi By30J1 MOBUHEH BUKOPUCTOBYBATH HE TUIBKU CBOIO MATPHIIO, a
e ¥ matpuirro 6ateka. Tomy Matpulls Tpancdopmariii MOTOYHOTO By3Jia Oy/ie CKIIaJaTUuCs
3 N00YTKY MaTpullb OATHKIB y MOPSAIKY iX MPOXOIKEHHSA Ta TpaHcopMalii MOTOUYHOTO

By3J1a.
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3aBIAKH 1IOMY MOJKHA IIEPETBOPUTH JIEPEBOIOJIOHY CTPYKTYpy Yy MacuB, 00
OTIpAIlFOBaHHS JIEpEeBa KOXKEH KaJp HE € ONTUMAJIbHUM MiIX0a0M (MIeThCs Mpo J00YTOK

MaTpHlb).
3.3.3 PoboTa 3 npocTropamu

s pobotu 3 mpoctopaMu Tpeba MaTH 3 MaTpHIll — L€ MATPHUIA CBITY, MAaTPHII

oIy Ta MaTpulA IICPCIICKTUBU.

Matpuiis cBiTy OyJie BIIHOCUTHCH JI0 MEBHOI CyTHOCTI (00°ekTa). ToOTO CyTHICTH
IIOBMHHA MaTH KOMIIOHEHT, SKa BIANOBIAA€ 3a MOTr0 TMOJOXKCEHHS B CBITI. Lle

TransformComponent:

struct TransformComponent

{
DirectX::XMFLOAT3 Scale{ 1.ef, 1.0f, 1.0f };
DirectX::XMFLOAT3 Rotation{ @.ef, @.ef, 0.0f };
DirectX::XMFLOAT3 Translation{ ©.ef, @.0f, 0.0f };

DirectX: :XMMATRIX GetMatrix() const
{
const DirectX::XMMATRIX scaling = DirectX::XMMatrixScaling(
Scale.x,
Scale.y,
Scale.z

)

const DirectX::XMMATRIX rotation =
DirectX: :XMMatrixRotationX(Rotation.x) *
DirectX: :XMMatrixRotationY(Rotation.y) *
DirectX: :XMMatrixRotationZ(Rotation.z);

const DirectX::XMMATRIX translation = DirectX::XMMatrixTranslation(
Translation.x,
Translation.y,
Translation.z

)s

return scaling * rotation * translation;

}

DirectX: :XMMATRIX GetInverseMatrix() const

{
const DirectX::XMMATRIX transform = GetMatrix();

auto transformDeterminant = DirectX::XMMatrixDeterminant(transform);

return DirectX::XMMatrixInverse(&transformDeterminant, transform);
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}s

[{eit KOMIIOHEHT BU3HAYaE Jie came OyJie MaJItoBaTUCh 00 €KT 1 K came (MaeThCs Ha

yBa3i po3Mip Ta o0epTaHHs).

Matpuiss orisay Ta Marpulsd Opoekiii Oyae BITHOCUTHUCH [0 KJacy KaMmepH
(Camera). ITosoxeHHs, OpieHTallis Ta IEPEAHIN HAPSAMOK KaMepH Oy 1y Th BUKOPHUCTaH1 IS
CTBOPCHHSI MATPHIIl OTJISTY.

void Camera: :UpdateViewMatrix()

{

m_ViewMatrix = DirectX: :XMMatrixLooRAtLH(
m_Position,
DirectX: :XMVectorAdd(m_Position, m_FrontDirection),
m_UpDirection

)5

DirectX::XMVECTOR viewDeterminant = DirectX::XMMatrixDeterminant(m_ViewMatrix);
m_InverseViewMatrix = DirectX::XMMatrixInverse(&viewDeterminant, m_ViewMatrix);

Jns matpuil mpoekuli Hacammepen Tpeda BU3HAYUTH TUI (IIEPCHEKTHBHA YU
oporpagiuHa). B o0CHOBHOMY AJi1 peHIEPIHTY BUKOPUCTOBY€ETHCS MEPCIEKTUBHA MaTPUILI,

TOMY came Mpo Hei Oyje UTh MoBa.

Kamepa — 1nie mpocto Halip 3 2 Marpuilb. 3a MEBHUMH MapaMeTpaMu BOHA MOXKE
OHOBITIOBATH BHYTPIIIIHI MAaTPHIIl, aJI€ 32 BBEJICHHS KOPUCTYBayva BIAMOBIIa€ OKPEMUI KIlac
FlyCameraController. fIx mpaBuio, ais mepemilieHHs BUKOPUCTOBYEThCS KilaBiaTypa, a

JUJISL Op1EHTAIllT — MUIIIKA.

[Ipu HaTHCKaHHI Ha KJIaBiaTypy Oyjie 3/1iiCHEHE EPEeMIIICHHS KaMepH B 3aJI€KHOCTI
B1JI KJIaBIIlll KJIaBlaTypH.

void FlyCameraController::0OnUpdate(float dt)
{

const float delta = m_CameraTranslationSpeed * dt;
const auto& position = m_Camera->GetPosition();

DirectX: :XMVECTOR updatedPosition = DirectX::XMVectorZero();
// Front / Back
{

const auto& frontDirection = m_Camera->GetFrontDirection();
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if (Input::IsKeyPressed(KeyCode::W))

{
updatedPosition = DirectX::XMVectorAdd(
position,
DirectX::XMVectorScale(frontDirection, delta)
)
}
else if (Input::IsKeyPressed(KeyCode::S))
{
updatedPosition = DirectX::XMVectorSubtract(
position,
DirectX::XMVectorScale(frontDirection, delta)
)
}
}
// Left / Right
{
const auto& rightDirection = m_Camera->GetRightDirection();
if (Input::IsKeyPressed(KeyCode::A))
{
updatedPosition = DirectX::XMVectorAdd(
position,
DirectX::XMVectorScale(rightDirection, delta)
)
}
else if (Input::IsKeyPressed(KeyCode::D))
{
updatedPosition = DirectX::XMVectorSubtract(
position,
DirectX::XMVectorScale(rightDirection, delta)
)
}
}
// Up / Down
{

const auto& upDirection = m_Camera->GetUpDirection();

if (Input::IsKeyPressed(KeyCode: :Space))

{
updatedPosition = DirectX::XMVectorAdd(
position,
DirectX::XMVectorScale(upDirection, delta)
)
}
else if (Input::IsKeyPressed(KeyCode::C))
{
updatedPosition = DirectX::XMVectorSubtract(
position,
DirectX: :XMVectorScale(upDirection, delta)
)
}
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if (!DirectX::XMVector4Equal (updatedPosition, DirectX::XMVectorZero()))
{

}

m_Camera->SetPosition(updatedPosition);

s opienTanii (mepenHid HaMpsSAMOK) KaMepu BUKOPUCTOBYEThcsl EiiepoBi KyTH,
30KpeMa 2, sSiKi BiNOBIAAIOTh 3a Opie€HTaIlit0 B30BX oci X Ta oci Y. Bukopucranas manux
KyTIB € 3py4HUM, 00 IpH pyCl MUIIKKM MOKHA OTPUMATH AEJBTY IO UM JBOM KyTaM, a
NOTIM NepeTBOPUTH EilnepoBl KyTH B J€KapTOBUI HAIIPSIMOK.

void FlyCameraController::0nMouseMoved(MouseMovedEvent& event)
{
if (Input::IsMouseButtonPressed(MouseButton::Left))
{
const float deltaX
const float deltay

event.GetX<float>() - m_LastMousePosition.x;
event.GetY<float>() - m_LastMousePosition.y;

m_Pitch += m_MouseSensitivity * deltaY;
m_Yaw += m_MouseSensitivity * deltaX;

// Clamp the up down view
m_Pitch = std::clamp(
m_Pitch,
-DirectX::XM_PIDIV2 + 0.01f,
DirectX::XM_PIDIV2 - 0.01f

)

// 360 rotation

if (m_Yaw > DirectX::XM_PI)
{

}

if (m_Yaw < -DirectX::XM_PI)
{

}

m_Yaw = -DirectX::XM_PI;

m_Yaw = DirectX::XM_PI;

m_Camera.SetFrontDirection(GetCameraFrontDirection());

}

m_LastMousePosition.x = event.GetX<float>();
m_LastMousePosition.y = event.GetY<float>();

A st Tpancdopmartii 3 EitiepoBux KyTiB IeKapTOBUN JOOYTOK BUKOPUCTOBYETHCS

naHa opmya.
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DirectX: :XMVECTOR FlyCameraController::GetCameraFrontDirection() const

{
const DirectX::XMVECTOR frontDirection

{
DirectX: :XMVectorSet(
DirectX: :XMScalarCos(m_Yaw) * DirectX::XMScalarCos(m_Pitch),
DirectX: :XMScalarSin(m_Pitch),
DirectX: :XMScalarSin(m_Yaw) * DirectX::XMScalarCos(m_Pitch),
0.0of
)
}s

return DirectX::XMVector3Normalize(frontDirection);

3.4 BucoxopiBHeBuii peHaepep

BucokopiBHeBHIl peHaepep — L€ MOAYJb, SKUH BIANOBLAAE 3a Te, sIK came Oyne
MaJTFOBaTUCh Kaap. B 0CHOBHOMY Ka/ip MaJIIOETHCS 3a IEK1IbKA MPOXO/IiB, AJIs 3a0e3meueHHs
ONTUMAJIBHOT MPOAYKTUBHOCTI 1 B1JOOpaKEHHSI KOMIUIEKCHOT CIIEHU 3 BEJIMKOIO KIJIBKICTIO
00'eKTIB 1 €EeKTIB.

Ak Oyyo onucaHO BHILE, ICHYIOTh 3 OCHOBHI HIAXOAY MPHU PEHIEPIHTY 00’€KTiB. B
JaHIi poOOTI OYyJI0O BUKOPHCTAHO MIiIX1d BIJKJIQJACHOTO PEHACPIHTY, 00 BiH HAJAa€ 3HAYHY
nepeBary 3a MPOAYKTHBHICTIO JJiE OOpOOKH AEKIIBKOX JKEpEsl OCBITJIECHHA Ta HaJae
MOXJIMBICTh JIETKO J0JIaBaTH HOBI TEXHIKH, III0 HE MOXHA CKa3aTH PO MPSMHM ITiIXI/I.
[Tpssmuii+ miaxia AOBOJI CKIAJIHUNA TPU PO3POOI Ta BIH CTAHOBUTHCS AKTYAJIbHUM TUIbKU

ITIpH IICBHUX BHUIIAAKAX.

BigkianeHui peHaAepiHT CKIaIaeThes 3 2 MPOXOIB, 11e npoxio ceomempii (geometry
pass) ta npoxio oceimnenns (lighting pass). Takoxk Oyio J0JaHO € OJUH MPOXiA — IIC

MPOXI1J] TOBKIJIIAL.
3.4.1 Mpoxin reomeTpii

B naniit peanizariii reoMmetpuuHuii Oydep CKIIaiaeTbes 3 5 TEKCTYP:

— TEKCTYypa, sika 30epirae aip0en0 Marepiaiy;

— TEKCTypa, sika 30epirae HopMaJji B CBITOBOMY MPOCTOPI;
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— TeKCTypa, sika 30epirae emiciitHuii pakTop marepiainy;
— TEKCTypa, sika 30epirae mopcTKiCTh Ta METATIYHICTB;

— TEeKCTypa INIMOMHHU-Tpadapery.
[ToBHMIT anTOpUTM PEHAEPIHTY B TeOMETpUYHUI Oy(ep BUTIs1a€ HACTYITHUM YHHOM:

1. Tlpum’si3ka BCcix HEOOX1THUX OydepiB, 11100 HaMaTIOBaTH MOJICIIb.
— Oydep BepuH;
— Oydep iHIEKCIB,
— Oydep Mem npUMITHBIB,;
— Oydep npUMITHBIB JIs1 MATIOBaHHS;
— Oydep By31iB;
— Oydep matepiaiis.

2. B BepmmHHOMY mIeiaepi AicTaroTbes Bei HeoOximHI Oydepu, mod oTpumarn
BEPIIMHY Ta 3aCTOCYBATH JIO HEi:

— JIOKaJIbHY MATPHIIIO BY3Ia;
— MAaTpPHIIIO CBITY;,

— MATPHUIIIO OTJISANY;

— MAaTPHITIO MPOEKITi.

[{i MmaTpuri OyyTh 3aCTOCOBaHI 0 MO3UIII BEPIINHU, aJie JaHI MAaTPUIll B TAKOMY
BUTJIAJII HE MOXKHA 3aCTOCYBaTH JI0 HOpMaliel, 00 HOpMaih BKa3ye Ha HANpsMOK, a HE Ha
no3uuito. /1o HopMasi He TOBUHHI 3aCTOCYBATHCh MEPEMILIEHHS Ta MacIITa0yBaHHSI, TUIbKU
noBOpoT. [{e MoxHa 3poOUTH 3a TOTTOMOTOI0 OJHOTO MPUIOMY Ta BIACTUBOCTEN MATPHIIb.
Marpunst ans HopMmasiel Oyne mnpuiimatu Burisin Transpose(Matrix A -1), toOto
TpaHCTIOHyBaTu oOepHeHy wmatpuiro. Lleit mpuitom Tpeba 3acTocyBaTé 10 JOKAJIBHOI
MaTpHIl By3Ja Ta MAaTPHIIl CBITY, OCKIJIBKU ISl pOOOTH 3 OCBITJICHHHS MOTPIOHO HOpMAJIi B

CBITOBOMY MPOCTOPI.
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3. OctanHHill mporpaMoBaHUM eTam — 1€ MIKCEIbHUN Mmenaep. Y MIKCEIbHOMY

mienepi moTpioHO AicTaTU MaTepia, a BXKe 3a IOMIOMOI0l0 MaTepiaia JicCTaTu BC1 HEOOX1THI

TEKCTYpH.

SIkmmio € anbOen0 TeKCTypa, TO MmepeBipsaeMo anbda KaHal. Ko 3HaUCHHS
anbpa KaHaly MEHIIE, HDK anbda mopir wmarepiaxy, TO TIKCEIb

Bi,ZlKI/II[a(?TBC}I. I_[e MOKHa 3p06I/ITI/I 3a JOIIOMOI'0I0 KIIIOYOBOI'O CJI0OBA MOBH

HLSL discard.

. SIxk110 € KapTa HOpMai, TO JICTAEMO HOPMaJlb, AKa 3HAXOUTh B JOTHYHOMY

npocropi. lle MmoxHa 3podutu 3a nonomororo nodyaosu TBN 6azucy, ne T
— notuyHa (tangent), B — 01motruna (bitangent), N — HopMalib B CBITOBOMY
npoctopi. [1[o6 nmoOyayBatu et 6a3uc, Tpeda 3BEpHYTUCH 10 BOYI0BaAHUX
¢yukmin Mo HLSL ddx Tta ddy (moxigna mo X ta Y BiAMOBIIHO).

Sk1110 € TeKCTypa eMICIHHOCTI MaTepially, To 30epiraemo 1eu gpakTop.

. SIKI0 € TeKcTypa MIOPCTKOCTI Ta METATIYHOCTI, TO 30epiraemo Iii JBa

dakropu.

[I{o6 3anucaTu JaH1 KOJbOPY B peHAEp LI, iK1 TPUB’ A3aH1 A0 rpadiyHOTO KOHBEEPA,

Tpeba 3BEPHYTUCH JI0 3MIHHUX, SKI aHOTOBaHI KJIFOYOBUM ciioBoM SV_Target. Ockinbku B

JTAaHOMY BHUMAJKy MPHUB’sI3aHO opa3y 4 peHaep Iiii, KoXKHa I1iJIb Ma€e CBiH 1H1eKC, Bia 0 10

3 BriouHo. ToOTO 1k Oyae Matu anotamito SV Target0, apyra — SV _Targetl i T.x.

struct PS_Output

{

float4 Colore : SV_Targeto;
float4 Colorl : SV_Targetl;
float4 Color2 : SV _Target2;
float4 Color3 : SV_Target3;

}s

VY pe3ynbrari Oy1eMo MaTu 3al0BHEHHUI reoMeTpuuHuii 6ydep.
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Pucynox 3.2 — Otpumanuii Oydep reomerpii

Ha pucynky 3o0paxkenuit Oydep reomerpii micis MPOXOHKEHHS TpadidHOTrO

KOHBeepa. [l po3yMiHHS HA PUCYHKY 300paxeHo 6 TeKCTyp, Je:

Annbeno.

Hopwmaui B cBITOBOMY ITPOCTODI.
EMmiciiiauii axrop.
[TopcTKICTS.

MeTaiuHITb.

o ok~ w D e

I'mbwuna.
3.4.2 IIpoxia ocBiT/IEeHHS

Jns peamizaiiii ocBiTIeHHS Oyno oOpaHO (i3MYHO 3aCHOBAHWM pEHAEPIHT, 00
3aBJISIKA HOMY pe3yibTaT PEHIECPIHTY BUTIISIIAE€ 3HAYHO Kpallle, HiK SKIIIO BUKOPUCTOBYBATH

maxig bmnaa-dodra.
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Peamizariist (i3WyHOTO 3aCHOBAHOTO PEHJACPIHTa CTaHAapTHA. AJjie € JeKiJbKa

HIOQHCIB, SIK1 HE € 30BCIM OYEBH/IHI.

Po3paxyHOK OCBITJICHHSI MPOBOJUTHCS Y CBITOBOMY MPOCTOPi. A i PO3PaxyHKY

OCBITJICHHSI OKPIM BJIACTUBOCTEH MaTepiany Tpeda Ie AesKi mapaMeTpu:

— THI JDKEpelia OCBITICHHS,
— TIO3HIIisl Y CBITOBOMY MPOCTOPI;
— BEKTOp OIS Y CBITOBOMY IPOCTOPI;

— HOpMaJb Y CBITOBOMY IPOCTOPI.
Po3pob6nenuii penaepep miATpUMYe€ 2 TUIIU OCBITICHHS:

1. Hanpasnene ceimno (Directional light): BUKOPUCTOBYETBbCS JUISl JHKEpell
OCBITJICHHSI, SIKI 3HAXOJUTHCS JTOBOJII JIaJIeKO (HAmpUKIaJl COHIE), TOMYy MOXXHAa BBa)KaTH,
IO CBITOBI IPOMEHI HaIpaBi€Hl MapajelbHO OJIMH J0 OJHOro. BoHO XapakTepusyerbes
L[BITOM, IHTEHCUBHICTIO Ta HAPABJICHHSM B CBITOBOMY IPOCTOPI.

2. Toukose ceimno (Point light): MOAENIOE JKEPENO CBITIA, SIKE PO3TAIllOBaHE B
MEBHIM TOYL Y MPOCTOPI 1 BUITPOMIHIOE CBITJIO B Y€1 HApsIMKU. BiH MOmMproeThCs y BCIX
HampsiMKax BiJl CBOEI MOYATKOBOI TOYKHM, MOAIOHO 10 Jammu abo cBiuku. Bono
XapaKTEePU3yEThCS IBITOM, I1HTEHCUBHICTIO, TIO3UIIIEI0 Yy CBITOBOMY MPOCTOpI Ta

MapamMeTpaMy 3aTyXaHHS.

Bexmop oensdy — 1€ BEKTOp, SKUM HampaBiIeHU BiJg Kamepu 10 mos3uiii. 3a
JIOTIOMOT'OY0 HOpMA/li MOKHA BU3HAYUTH, Y AKOMY CaMe€ HaNpsSIMKy Oyjie BIIOUTHI IPOMIHb

B1JT JDKEpea CBITIIA.

Ane 1e B3SATH TIO3UIIIO y CBITOBOMY mpocTopi? JlaHa mMo3uIilsi paxyeThecsl SK
NPOMDKHMIA €Tanm MpU pO3paxyHKYy MO3MIIT BIJACIKAHHS y BEPIIMHHOMY IIEHAEepl HpH
reoMeTpudHoMy Tipoxoji. [Ipu mpomy B reomerpuyHomy Oydepi HemMa TEKCTypH, ska O
30epirajga MO3UIII0 Y CBITOBOMY MPOCTOpi. AJie € TPIOK, 32 JOTIOMOTOIO SIKOTO TO3HUIIII0

MOXHA OTPUMATH 31 3HaYCHHSI TJIMOWHH.
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Jns  1uporo  3HaJAOOMTHCS  3HAYEHHS  TJIMOWHU, TEKCTYpHI  KOOPJAUHATH
MOBHOEKPAHHOTO YOTUPUKYTHUKA, OOCpHEHA MaTpullsl OrJIsAy Ta OOEpHEHAa MaTpuls
npoekirii. ToOTo aaropuT™ TaKuid, o MO3UIlisS B HOPMaJli30BaHOMY IPOCTOPI MIPUCTPOi Oyie
TpaHchOpMOBaHa B CBITOBHI MPOCTIP 32 IOMOMOTOK0 0OEPHEHUX MATPHIlh. 3a JOMOMOTOI0
3HAUCHHA THOM Ta TEKCTYpHUX KOOPAMHAT MOXHa TOOyAyBaTH TMO3WINIO B
HOPMAaJIi30BaHOMY MPOCTOP1 KOOpPAMHAT, a IOTIM MNPUMIHUBIIA OOEPHEHY MATPHUIIIO
MPOEKIIT MOXHa OTPUMATH TO3UIII0 B MPOCTOpl Omsiay. Aje e o0OB’SI3KOBO Tpeba
3pOOHTH MTEPCIIEKTUBHE TITCHHS.

float3 ReconstructViewPositionFromDepth(
float2 uv,

float depth,
float4x4 inverseProjectionMatrix

)
{
// Get x/w and y/w from the viewport position
const float x = uv.x * 2.0f - 1.0f;
const float y = (1.0f - uv.y) * 2.0f - 1.0f;
const float z = depth;
const float4 ndcPosition = float4(x, y, z, 1.0f);
const float4 viewPosition = mul(ndcPosition, inverseProjectionMatrix);
return viewPosition.xyz / viewPosition.w;
}

[ToTiMm 10 oTpumaHOi MO3ULII B HPOCTOpPl Orfsgy Tpeda MPUMIHUTH OOEpHEHY
MaTpHUIIIO OTJISIY, 100 OTPUMATH MO3UIIII0 Y CBITOBOMY MPOCTOPI.

float3 ReconstructWorldPositionFromDepth(
float2 uv,
float depth,
float4x4 inverseProjectionMatrix,
floatdx4 inverseViewMatrix

const float3 viewPosition = ReconstructViewPositionFromDepth(
uv,
depth,
inverseProjectionMatrix
)
const float3 worldPosition = mul(
float4(viewPosition, 1.0f),
inverseViewMatrix

) -Xyz;
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return worldPosition;

Po3pobnenuii permepep mATpUMYy€E OAHE HAMpaBIEHE CBITIO Ta KUIbKAa TOYKOBHX
JoKepen ocBiTieHHs. KibKicTh TOUKOBHX JKepes OCBITICHHS HE 00OMEXy€eThes, ane Tpeda
JIVBHUTDH Ha BUXITHY MPOTYKTUBHICTh. AJie 3aBJSKU BiAKIIAZACHOMY MiIXOAY, PEHIEPEp MOXKE

BUKOpHCTOBYBaTH 017151 200 mkepen oCBITIIeHHs 6e3 po6JieM 3 TPOIYKTHBHICTIO.
Buxigauit komip Oyae CKiIaaThch 3 JeKUIbKOX mapamMeTpiB:

— BIUIMB HaNpaBJIEHOTO CBITIA,;

- BHHHBTOHKOBOFOCBhﬂa;

— BIIJIMB HABKOJIMIITHBOT'O OCBiTJ'IGHHH;

— BIUIMB €MICIHHOCTI MaTepiaiy.
internal::pbr::Material material;
material.Albedo = gbuffer.Albedo;
material.Roughness = gbuffer.Roughness;
material.Metalness = gbuffer.Metalness;

material.F@ = internal::pbr::GetFo(gbuffer.Albedo.rgb, gbuffer.Metalness);

const float3 ambient = 0.1f * gbuffer.Albedo.rgb;
float3 color = 0.0f;

{
internal::Directionallight sunlLight;
sunLight.Color = passData.SunColor;
sunLight.Intensity = passData.SunIntensity;
sunLight.WorldDirection = passData.SunDirection;
color += internal::UseDirectionallLight(
sunLight,
material,
worldViewDirection,
gbuffer.WorldNormal
)
}
{
for (uint32_t i = @; i < passData.PointLightCount; ++i)
{
color += internal::UsePointLight(
pointLightBuffer[i],
material,
worldPosition,

worldViewDirection,
gbuffer.WorldNormal
)
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}

color += ambient + gbuffer.Emissive;

3.4.3 Ipoxia noBKijLIst

Ha erami mpoxoay AoBkuLIA (environment pass) B peHAEpPEpl BUKOPHUCTOBYETHCS
KyOiuHa TekcTypa (cubemap texture) mis BimoOpakeHHs moBKULLIA. KyOiuHa TeKcTypa €
CHeliaIbHUM TUIIOM TEKCTYPH, IKUH MOXKHA YSIBUTH SIK TEKCTYPY, sika ooroprae ky0. Koxxna
rpaHb KyOI4HOI TEKCTypH MIPEJICTABIIA€ Pi3HI HANMPSMKHU JOBKOJa 00'ekta abo cuenu. Lle
JIO3BOJISIE  CTBOPUTU PEATICTUYHUN €(EeKT OTOYEHHS Ta BiIOOPAKEHHS OTOYYHYOTrO

CEpe/IOBHUIIA HA TTOBEPXHSX 00'€KTIB.

Pucynok 3.3 — [Ipuknan ky614HOT TEKCTYpH

MoskHa ysSIBUTH, IO CII€HA PO3TAIlIOBaHA BCEPEIUHI IILOTO Ky0a, a caM KyO BUCTYIIa€

K 00'€KT, 1110 oTouye cieHy. Koxken Oik KyOa mpejicTaBisie NEBHY HAMpPSIMHY BiJl TOYKU
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MoYaTKy, Ko Moxe 0yTH 1reHTp Kyoa (0, 0, 0). Takum YuHOM, JJIs1 OTPUMAaHHS TEKCEIB 3
KyOI4HOT TEKCTypH MO’KHa BUKOPHUCTOBYBATH BEKTOp HAIPSIMKY, IO BUXOIUTH 3 IICHTPY
KyOa 1 CpsIMOBaHUU 10 TIEBHOI TOYKM Ha MOTO MOBEPXHI. 3aCTOCYBAHHS IILOTO BEKTOPY
JIOTIOMOKE€ BHM3HAYWUTH, SKUM KyOluHMM OlK TeKCTypu OyJe BUKOPHUCTOBYBATHCH JIJIs

OTPUMaHHs KOJIbopy a0 iH(opMaIlii s 1aHOT HAPSMHO].

IcHye pi3HOMaHITHI METOAM MaOBaHHS JOBKUUIS 3 BUKOPUCTaHHSAM KyOI4HHX
TEKCTYp, ajie 6arato 3 HUX MOTPEOYIOTh TOAATKOBOI reOMETpii y BUIIISAAI BepivH KyoOa. L1
BEpPUIMHU PACTEPU3YIOTHCS, a MICHS IOTO I1HTEPHOJIOITHCSA, HI00 CTAaTH BEKTOpaMU

HAMPSMKY JJIs1 BAOIPKH TeKCes 3 KyOI4YHOI TEKCTYpPH.

B po3pobiieHOMYy peHaepepi MalllOBaHHS JOBKULISL HE NOTpedye 10JaTKOBOI
reomeTpii. OCKIIbKY JOBKULIS MOKE 3aiiMaTH BCIO IUIOLLY BUXIAHOTO 300pa)K€HHs, MOKHA
BBA)KATH, 1110 MO3MULII BEpPIIMH Y HOPMAaJi30BaHUX KOOPAMHATaX IPUCTPOIO IMOBHICTIO
NOKPUBAIOTh IUIOLLY 300pa’keHHA. MiHIMaIbHOIO T€OMETPUYHOIO OJMHHMIICIO, IKY MOKHA
BUKOPHUCTOBYBATH JJIsl MMOKPUTTS IUIOLII, € TPUKYTHUK. [IpsAMOKyTHY 1uionty 300paxeHHs
MOXHA YSIBUTH SIK JIBa TPUKYTHUKH. OJHAK, MOKHA WTH 1€ Ay 1 OOIHTHCS JUIIE OJTHUM
TPUKYTHUKOM, SIKWWA OyJe MOKpUBATH BCIO IJomly 3o00paxeHHs. Lle Oyne Burmspartu

HaCTYIITHUM YHHOM.

-1, 1

1,1

i

3

i

Expan

EkpaH

-1, -1 MoBHOEKPaHHMWIA YOTUPHKYTHUK 1, -1 T MoBHOEKPaHHWIA TPUKYTHUK 3

1

Pucynok 3.4 — Pi3HuLs M’k TOBHOEKPAHHUM YOTUPUKYTHUKOM Ta TPUKYTHUKOM

JInst BU3HAUEHHS MOTPIOHOI MO3HUIIl BEPIIMHUA MOTPIOEH TUIBKHU 1HAEKC BEPIIMHH.

HacTynHuit koa, AeMOHCTPYE, K 11€ MOXKHA 3pOOUTH.
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float4 GetTriangleHomogeneousPosition(uint32_t vertexID)

{
const float x = (float)(vertexID >> 1) * -4.0f + 1.0f;
const float y = (float)(vertexID & 1) * -4.0f + 1.0f;
return floatd4(x, y, 0.0f, 1.0f);

}

TakuM 4YMHOM Yy BEpIIMHHOMY IeWaepi OyJ0 BHU3HAUEHO TMO3HUIII0 BEPIIUHU
IPYHTYIOUHMCh TUTbKM Ha 11 iHzmekci. Ilicns BepmmHHOrO Ielaepa mMOTpiOHA dYacTHWHA
TPUKYTHHKA OyJie BiJpi3aHa, TaM CaMUM ITIKCEJIbHUH 1ielaep Oyne BUKIMKAaHUN TUIBKH Ha
BUJIUMUX TIKCEISAX. AJle HEMA CEHCY MaJllOBaTU JOBKULIS, SIKIIO BXXKE Ha I[bOMY MICII
HaMaJlbOBaHUM NeBHUM 00’ €kT. ToMy NpHu CTBOPEHH1 CTaHy KOHBEEPA BKA3YETHCSI, IO TECT
rMOWHU Oyze MPOXOJUTH TIIBKH B TOMY pasi, SIKIIO TJIMOMHA MIKCENs JOBKULIL Oyze
nopiBHtoBatd 1.0f, 10 € 3HayeHHsAM 1pu uKcTLl Oydepy MHOUHU.

const benzin::PipelineState::GraphicsConfig config

{
.VertexShader{ "fullscreen_triangle.hlsl", "VS_MainDepthl" },
.PixelShader{ "environment.hlsl", "PS_Main" },
.PrimitiveTopologyType{ benzin::PrimitiveTopologyType::Triangle },
.DepthState
{
.IsEnabled{ true },
.IsWriteEnabled{ false },
.ComparisonFunction{ benzin::ComparisonFunction::Equal },
¥
.RenderTargetViewFormats{ benzin::GraphicsFormat::RGBA8Unorm },
.DepthStencilViewFormat{ benzin::GraphicsFormat::D24Unorm_S8Uint },
¥

B sikocti Oydepy rimmOuHU BUKOPUCTOBYEThCS TOUM Oydep, sikuii OyB BUKOPUCTAHUIMA
pu IpoxoAl reoMeTpii. Takoxk BaXIMBO, 1100 MO3UIILIs, IKa CTBOPIOBAIUCH Y BEPIIMHHOMY
meiepi, mana raubuny 1.0f.

namespace fullscreen_helper

{
struct VS_Output
{
float4 HomogeneousPosition : SV_Position;
float4 ClipPosition : ClipPosition;
float2 UV : UV;
};

} // namespace fullscreen_helper



57

fullscreen_helper::VS_Output VS_MainDepthl(uint32_t vertexID : SV_VertexID)
{

float4 homogeneousPosition =

fullscreen_helper: :GetTriangleHomogeneousPosition(vertexID);
homogeneousPosition.z = 1.0f;
fullscreen_helper::VS Output output = (fullscreen_helper::VS Output)o;
output.HomogeneousPosition = homogeneousPosition;
output.ClipPosition = homogeneousPosition;
output.UV = fullscreen_helper::GetTriangleUV(vertexID);

return output;

TyT € HroaHc, 10 BEPUIMHHUM MIeWaep Mae€  OJHOPIAHY  MO3UIIIIO
(HomogeneousPosition) ta Bijaciueny nosuiiito (ClipPosition). Pi3auis B Tomy, 1o moe,
ske anaroBane SV _Position B mikcenpHOMY 1ieiaepl Oyae MaTu KOOPAUHATH MIKCEIIs, a IPpH
BUOIpKM KyOI4HOI TEKCTYypH MOTPIOHO came TO3UIlii B HOPMAaJi30BaHOMY MPOCTOPI
IPUCTPOIO 3 TMEBHUMHU TpaHchopmaiisiMu. ToMy creHepoBaHa MO3HUIIIS JTyONIOE€ThCS Y
BIJICIYEHY MO3HUIIIIO.

Jlami Ha erami IMKCEJIBbHOrO IIeaepy MO3UIlS B HOPMai30BaHOMY IIPOCTOPI
MPUCTPOIO 32 IOMTOMOTOI0 OOEPHEHOT MaTpHIIl IOOYTKY MaTPHUIlb OTJISAY 1 TPOEKIIii, MOKHA
OTPUMATH MO3ULIIO CBITY, SIKy MOKHA HOPMaJI3yBaTH 1 OTPUMATH BEKTOP HAMPABIICHHS.

enum : uint32_t

{
g_PassBufferIndex,
g CubeTextureIndex,
¥
struct PassData
{
float4x4 InverseViewDirectionProjectionMatrix;
¥
float4 PS_Main(fullscreen_helper::VS_Output input) : SV_Target
{

ConstantBuffer<PassData> passData =
ResourceDescriptorHeap[BENZIN_GET_ROOT_CONSTANT(g_PassBufferIndex)];

TextureCube<float4> cubeMap =
ResourceDescriptorHeap[BENZIN_GET_ROOT_CONSTANT(g_CubeTexturelIndex)];

const float4 worldPosition = mul(
input.ClipPosition,
passData.InverseViewDirectionProjectionMatrix
)3

const float3 direction = normalize(worldPosition.xyz);
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return cubeMap.Sample(common::g_LinearWrapSampler, direction);

Takum yrHOM BHUKOPHUCTOBYIOUH I[aHI/II\/’I MCTOJ MOXKHa HaMaJIlOBaTH I[OBKiJ'IJ'IH HEC

BUKOPUCTOBYIOUH T€OMETPII0, @ BUKOPUCTATH TUIbKHU 1HJEKC BEPUINHHU.

3.5 PesyabTaTu penaepepy

Pucynox 3.5 — Ilpuxnan ¢piHaibHOTO 300paskeHHS peHIEpepy

Ha pucynky 3.5 MoxxHa mo6aunT 3 MOzl Ha CIeHi: 3aMOK (262267 TpUKyTHUKA),
rosioM (15452 tpukyTHHKa) Ta 6ymMO0kc (6036 TpukyTHHKA). Takosx Ha ciieHi npucyTHi 192
TOYKOBUX JIXKEpEJia OCBITJICHHS, SIKI OCBITJIIOIOTH CIIEHY B peaIbHOMY 4aci, TOOTO MPH 3MiHi
MOJIOKEHHSI MOJIEel YM 3MIHI KOJbOpY JDKepesia CBITJIa 3MIHM (PIHAJIBIOro 300pa’keHHs
Oynyth mutTeBUMH. [103a1y 3aMKy € MOBKULIA, i€ BOHO HE MATFOEThCS, OCKIITBKH 3aMOK

MOBHICTIO MOT0 MEPEKPHUBAE.
Bumipu npoBoamimck Ha 2 BiJleOKapTax Ta Ha po3aiabHii 3qaTHOCTI 1920 Ha 1080:

— ukopuctoBytoun AMD RX 6800 cepenniii mokasnuk FPS Oyne ckimagatu He

mentie 190 (1o BiAmoBigae yacy peHaeprHra oJHoro kaapa 5.263 ms);
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— BukopuctoBytoun Nvidia GeForce RTX 3060 cepenniii mokasauk FPS Oyne
ckiaaatd He MeHme 112 (1o BiAmoBigae 4acy peHAepHUHIra OAHOro Kaapa 8.928

ms).

Pucynox 3.6 — Ilpuxnan dhinanibHOTo 300paskeHHs peHJepepy pa3oM 3 TOBKILIAM

Ha pucynky 3.6 mMoxkHa mobGauuTd TiBKHA IMIOJIOM, OyMOOKC Ta Tak camo 192

TOYKOBUX JIXKEpelia ocBITIeHHs. Hapas3i MojkHa mo6auuTu JOBKIILIS.
Bumipu npoBoauivchk Ha 2 BifieokapTax Ta Ha po3auabHiK 3matHocTi 1920 Ha 1080:

— BukopuctoBytoun AMD RX 6800 cepenniit mokasnuk FPS Oyne ckimagatu He
mentie 1300 (1o BiamoBigae yacy penaepunra oguoro kaapa 0.769 ms);

— BukopuctoByroun Nvidia GeForce RTX 3060 cepenniii mokasuuk FPS Oyne
ckinagatu He MeHnre 430 (1o BiaNoOBiae yacy peHIepHuHra oJHOro Kaapa 2.325
ms).

k10 mopiBHIOBATH MEPITUI MPUKIIAT 3 IPYTUM BUIHO, 110 00poOKa 3aMKy JTOBOJTI

TPYIAOMICTKa 3ajada. AJjie JaHi NPUKIAAM BIAYHO IIOKa3yTh IapapajelibHy poOoTy

BiJICOKAPTH, IPYHTYIOUUCH HAa KUTBKOCTI TPUKYTHHKIB Ta Ha KUIBKOCTI 0OPOOJIEHUX TIKCEITIB.
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Pucynox 3.7 — Ilpuxian ¢hiHamIbHOTO 300payKEHHS 3 MAJIOI0 KIJIBKICTIO JXKEPEN OCBITICHHS

AKIO 3IMIIUTU TUIBKM 6 TOYKOBUX JDKEPEN OCBITIEHHS, TO MAaeEMO HACTYIHI

pe3yJIbTaTH:

— BukopuctoBytoun AMD RX 6800 cepenniii mokasuuk FPS Oyne cxmamatu ne
mentie 800 (o BiAmoBinae yacy peHaeprHra oqHoro kajapa 1.25 ms);

— BukopuctoByroun Nvidia GeForce RTX 3060 cepenniii mokasauk FPS Oyne
ckinagati He MeHIre 390 (1o BiAMOBigae yacy peHAEpUHIra 0JHOrO Kajapa 2.564

ms).

[le mokasye, 1110 OCBITJICHHSI B peaJlbHOMY 4Yaci € OJIHUM 3 HaWJOpOKYUX €(PEKTiB,

caMe TOMY 1 ICHYIOTb JICKIJIbKA IT1JIXO0/I1B PEHACPIHTY.
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BUCHOBKH

Croronui DirectX 12 € ogaum 13 HaiicyyacHImMX 1 notyxHuX rpadiuaux API. Bin
PO3pOOICHUI 1T MaKCUMaJIBHOTO BUKOPHCTaHHS moTeHmiany cydacHux GPU Tta mamae
pO3IIMpPEHI MOXJIMBOCTI B rpadiuHoMy mporpamyBanHi. DirectX 12 mnpomnonye
HU3BbKOPIBHEBUHN JOCTYII J0 amapaTHUX PECypCiB, IO JO3BOJISIE MAKCUMAIBHO €(PEKTUBHO
YOPABJISITH PECYPCAMU Ta OTPUMYBATH BUCOKY IIPOYKTHUBHICTh. 3aBSKHU CBOIM IIEPEI0BUM
MOXJIMBOCTSAM Ta onTuMizamisaM, DirectX 12 € moTyXHUM IHCTPYMEHTOM JIJIsi PO3POOKHU

CYyYacCHHUX ITpPOBUX Ta rpapiyHUX JOJATKIB.

Jlocniooiceno cydacHi komrnoneHtTn GPU Tta ix B3aemojiro. bynu po3risiHyTo Bei
€Tany Cy4yacHOro rpadiuHoro KoHBeepa. Takoxk Oyjia JAeTalbHO MPOAHAII30BAHO
apXITEKTypy OCTaHHIX HU3bKOpiBHeBUX rpadiunux APl na mnpukiani DirectX 12 Ta
BUSIBJICHI TMPOOJEMU, AKI BOHHM JOMOMaraloTh BUpIHUTH. OTpuMaHi pe3ysbTatd Oyiu

3aCTOCOBaHI M1J] yac po3poOKu rpadigyHOro peHaepepa.

Po3spobnenuii pendepep nocrynuuit ansa neperiisiny Ha GitHub y pemosutopii [1].

ApXiTeKTypa peHjiepepa BKIIOYA€ TPU MOJTYJII:

1. HwusbkopiBHEBUM peHepep BianoBiaae 3a B3aemoiro 3 DirectX 12 API.

2. Moaynbs pobotu 3 cyTtHOCTsSMU BukopuctoBye miaxin ECS nmns 3pyunoi Ta
edekTuBHOI poboTH 3 00'ekramu. Takox peanizoBaHa miarpumka ¢opmary glTF s
3aBaHTaXeHHs 3D-Mozeneid, o 103BOJISE JIETKO 1 3pyYHO BUKOPUCTOBYBATH LI MOJENI Y
MIPOEKTI.

3. BucoxopiBHeBuUIi peHAepep BIANOBIAAE 3a MOETAIHE CTBOPEHHS Kaapy. B pamkax
peHiepepa peali30BaHO TPH PEHJEP-TPOXOJIU: MPOXia reoMerTpii, MpoXia OCBITICHHS Ta
npoxig noBkuLIA. KokeH MpoxiJi BUKOHYE CBOIO (DYHKIIIIO B MIpPOLECI PEHIEPIHTY, IO
N03BOJIIE €(PEKTUBHO Bi0Opa)kaTu CIIEHY 3 T€OMETPUYHUMHU 00'€KTamMu, 3aCTOCOBYBATH

OCBITJICHHS Ta HAHOCUTH JOBKULJIS HA CIICHY.
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Po3pobiiennii pernepep MpoCTUil Yy BUKOPUCTAHHI Ta BHCTYIA€E K HaJiliiHa OCHOBA
JUIS pO3pOOKHM PI3HOMAHITHMX TEXHIK peHjepiHry. Bin Hagae 3pyuHuil iHTEepdeiic, 1o
CHPOIIY€E MPOLIEC BUKOPUCTAHHS PEHEpepa Ta J03BOJISIE MIBUIKO PO3POOIIATH HOBI METOAH
peHepiHry. 3aBAsSKA MOro MPOCTOTI Ta THYYKOCTI MOXHA €KCIEPUMEHTYBATH 3 PI3HUMHU

TEXHIKaMU Ta BJIOCKOHAIIIOBATU PEHJIEPEP BIAMOBIIHO JI0 CBOiX MOTPEO 1 BUMOT MPOEKTY.

Po6ota Mae mupoke 3acToCyBaHHS B PI3HUX raidy3sX KOMI'IOTEPHOI 1HIyCTpii, TAKHX
K po3poOKa KOMI'IOTEpHHUX irop, Bizyamizaimis 3D-moneneld Ta BipTyalibHa peaibHICTD.
Po6oTa Takok Mae 3HAUyIIICTh, OCKUIBKMA BOHA JONOMAra€e 3po3yMITH IPHUHIMIN poOOTH
Hu3bKOpiBHEBUX Tpadiunnx API, 3o0kpema DirectX 12. Ile ocoO0aumBO BaJIMBO MpuU
peanizailii peHjaepepa B peajbHOMY 4aci, A€ IBHUJKICTh Ta €(EKTUBHICTh TIpadiuyHOTO

00poOJIEHHS MalOTh BUPIIIAJIbHE 3HAUYECHHS.
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