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NCCIEAOBAHUE OTJOXEHHOI'O PEHAEPUHTA HA OCHOBE
TEXHUKHU MULTIPLE RENDER TARGETS

IepeBanos C.C., lanniaos E.A.
Ienzenckuii 2ocyoapcmeennulil mexnonoeuyeckuul ynugepcumem, llensa,
e-mail: EvgenyDplus@mail.ru

B nanHOII cTaThe OBLI IPOBEACH aHAIN3 TAKOU TEXHUKH PACTEPH3ALUH, KaK OTIOKEHHBIH peHaepunr. OTMe-
YaeTCs PacTyIasi poib KOMIIBIOTCPHO# rpaduku B pasnuuHbiX cdepax PaccMoTpeHsl 0COOCHHOCTH, OTINYAIOIINE
OTJIO)KEHHBIN PEHJIEPUHI OT 0OJIee PAHHUX TEXHMK, a TAK)K€ YaCTHBIC CIydyau TEXHUKH HAa OCHOBE JBYX M TpPeX
poxofoB. OTMeUeH IIaBHBI HEOCTATOK TPAJAUIHOHHOTO MOAXO0AA — CYIIECTBEHHOE CHIDKCHHE IPOH3BOAUTEIIb-
HOCTH TIpH OOJIBLIOM KOJIMYECTBE UCTOYHUKOB CBeTa. Pa3paboTaH TECTOBBII MPOEKT, peaau3yOMUil OTI0KEHHBII
PEHJIEPHHT, Ha s3bIKe TporpaMmupoBanus C++ ¢ mpuMeHeHneM nporpammuoro uarepgeiica OpenGL st nanmca-
HUS TIPUIIOKSHHH, HCIIOIB3YIONIHX KOMIIBIOTepHYIO rpaduky. [IpuBoauTcs onucanne OGHOINOTEK, HCIIONB3YEeMBIX
IpH pa3paboTKe TECTOBOro Npoekra. OO0CHOBHIBACTCS MOTEHI[HAIBHOE YITydIIeHUE TIPOU3BOIUTEIBHOCTH IS Pa3-
JnuHbIX 3D-crieH. OnucaHbl JOCTOMHCTBA M HEOCTATKU OTJIOKEHHOI'O PEHAEPUHTa KITIOUEBBIM U3 KOTOPBIX SBJISET-
sl HECIIOCOOHOCTH 00padoTaTh MPO3PAYHOCTb.
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RESEARCH THE DEFERRED SHADING BASED ON TECHNIQUE
MULTIPLE RENDER TARGETS
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In this article, an analysis of such rasterization techniques as deferred shading was performed. There is a growing
role of computer graphics in various spheres. Features that distinguish deferred shading from earlier techniques, as
well as special cases of technology based on two and three passes, are considered. The main drawback of the
traditional approach is noted — a significant decrease in performance with a large number of light sources. A test
project has been developed that implements deferred shading in the C ++ programming language using the OpenGL
API to write applications that use computer graphics. The description of the libraries used in the development of
the test project is given. The potential improvement in performance for various 3D scenes is substantiated. The
advantages and disadvantages of the deferred shading are described, the key one being the inability to process
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Pabota c komnbIOTEpHOM TpaduKol — OTHO
U3 CaMbIX TMOMYJSIPHBIX HalpaBlIeHUH HC-
MOJTB30BAHMUS  JIEKTPOHHO-BBIYUCIUTEIBHBIX
MalllfH, MPUYeM 3aHUMArOTCSl 3TOW padoToit
HE, TOJBKO NpO(ecCHOHANBHBIE XyTOKHUKA
U jauzaiiHepbl. be3 kommbroTepHOW TpaduKu
He 00XOANTCSI HU OJTHA COBPEMEHHast IporpaM-
ma. Pabora Hag rpadukoit 3anumaer 10 90 %
paboyero BpeMeHHU KOJJICKTHBOB MPOTPaMMHU-
CTOB, BBIMYCKAIONIUX TPOIPAMMBI MacCOBOTO
MIPUMEHEHUSL.

OcHOBHBIE Tpy/I03aTpaThl B paboTe perax-
IIM{ ¥ U31aTeIbCTB TOXKE COCTABIISIIOT Xy/I0XKe-
CTBEHHBIC U O(OPMHUTEIBLCKUE PAOOTHI ¢ rpa-
(ugecKkuMU porpaMMamH.

Heo0xomquMoCTh NIMPOKOTO HCHOJIB30Ba-
HUSI TpadUUeCKUX MPOTPaMMHBIX CPEJICTB CTa-
Ja 0COOCHHO OILIYTHMOI B CBSI3U C pa3BUTHEM
WurepHera u, B mepBylo odepenb, Omaromaps
ciryx6e World Wide Web, cBszaBmieit B enu-
HYIO «TayTHHY» MHJUTHOHBI «JIOMAIlTHUX CTpa-
HUI». Y CTpaHHULbl, 0QOpPMIEHHOH 0e3 KOM-

MBIOTEPHOI rpaduKu Majo IAHCOB MPHUBICYD
K cebe MacCoOBOE BHIIMAHWE.

OO06macTe TMPUMEHEHUS KOMIBIOTCPHOU
rpaduKi HE OTPAHUYHMBACTCS OJHUMH XY/IO-
xKecTBeHHbIMH 3 dexTamu. Bo Bcex orpacisax
HAayK{, TEXHUKH, MEIIUIIUHBI, B KOMMEPYECKOH
U YIPaBICHYECKON JIEATEIILHOCTH HCIOIb3Y-
FOTCSI TOCTPOCHHBIC C IMOMOIIBI0 KOMITbIOTEpA
CXeMbI, TpaduKH, IuarpaMmbl, IpeHA3HA-
YEHHBIC IS HATISAIHOTO OTOOpa)XCHHS pas-
HOooOpasHo#t wH(popMmamum. KoHCTPYKTOPHI,
paspabarbiBasi HOBBIC MOJEIH aBTOMOOWIICH
U CAMOJICTOB, UCTIOJIb3YFOT TPEXMEPHBIE rpadu-
YeCKue 00BEKTHI, YTOOBI IIPEJCTABUTh OKOHYA-
TEJIbHBIN BT U3/ICIHsI. APXUTEKTOPHI CO3/IAt0T
Ha 3KpaHe MOHHUTOpPa 00bEMHOE M300pakeHUE
3/1aHUs, U 3TO IMO3BOJIACT UM YBUJICTH, KAK OHO
BIHIIICTCS B JTaHAMIADT.

BaxHylo poinb B JOCTH)KCHHH peajvi-
CTHYHOCTH OTOOpaKaeMOM CIICHBI HTrpaeT
ocBenieHue. sl KOPPEKTHOTO OCBEINCHHUS
TPEXMEPHOH CIICHBI, KaK NpaBUiIO, TpeOyeT-
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Cs 3HAYUTEIBHOE KOJIMUYECTBO HCTOYHHKOB
ceera. [Ipu tpamgunmronnom nozaxoxe (forward
rendering) pacdeTr OCBEIICHHS MPOU3BOIUTCS
CIIEYIONUM 00pa3oM: ISl Ka)KI0H BEepIITHHBI
B TPEXMEPHOH CIIEHE W KKIOTO THKCEIs KO-
HEYHOTO N300paKeHMsI, BRIBOAUMOTO Ha DKPaH,
IIOCJIEZIOBATENILHO MTPOU3BOIUTCS pacyeT BIIHS-
HUS KaXJIOTO KICTOYHHKA CBETA B CIICHE, TO €CTh
3Tarbl pacyeTa OCBEIICHUS U TEOMETPUICCKON
00pabOTKH BBIMOIHSIOTCS JIJIsl K&XKIO0TO ITHKCe-
ns1. Kpome Toro, pacueTsl mpOU3BOASATCS AaKe
JUTSL CKPBITBIX M TIEPEKPBIBAIONINXCS TOBEPX-
HOCTEH, a TaKxke JUIsl TeX MUKCEJeH, KOTOphIe
MOTYT HE TIONACTh B UTOTOBOE M300paKeHHE.
COOTBETCTBEHHO, MPHU OOJIBIIOM KOJTHYECTBE
WCTOYHHUKOB CBETa MPOU3BOIUTEILHOCTD TOJI-
CUCTEMBI BHU3yajHM3allMl MOXET OBbITh CyIlle-
CTBEHHO CHIDKCHA.

OnHUM M3 PELICHHH JaHHOW MPOOJIEMBI
ABIISIETCSl TIPUMEHEHHE METOJOB TaK Ha3bIBa-
€MOI OTJIOKEHHOW BU3yalM3alud, HAIpUMeEp,
TEXHUKa OTIIOKEHHOTO OCBEHICHHS KOTOpas
omnucaHa B cratke [1] rme mpemmaraercs Teo-
peTuueckas 0asa Juis MPEIJIOKCHHOW TEXHH-
KM, CpPaBHUBAsl Y€ CYIICCTBYIOIINE TCXHUKU
¢ npeuiokeHHOH. ITonbITka NpUMEHEHUs TeX-
HUKHU B YCJOBHSX PEabHOIO MPOEKTa ONMUCaHa
B ctathe [2]. Taxxke crarem [3, 4, 5], mOCBs-
IIEHHBIE TOHKOCTSM peajn3allii TeXHUKH OT-
JIO)KEHHOTO OCBEIICHUS Ha MPAKTHKE.

TpaauIMOHHEIA CrIOCOO peHepHHra clie-
HbI (ynpexparonmii peHaepunr wiu forward
rendering), mpeaArnogaraeT OTPUCOBKY OTIEJb-
HOTO 00BEKTa 32 OJMH WIJIM HECKOJBKO MPOXO-
JIOB, B 3aBUCHUMOCTH OT KOJIMYE€CTBA M IIPUPOJIBI
00pabaTbIBaeMbIX UCTOYHHKOB CBETa (Ha KaXK-
JIOM TIpOXO/ie OOBEKT TMOJy4daeT OCBEIICHUE
OT OJTHOTO WJIM HECKOIBKHX UCTOYHUKOB). DTO
03HA4aeT, YTO KOJMYECTBO PECYPCOB, 3aTpa-
YUBACMOE Ha OJIMH IMOMHUKCEIbHBIH HCTOYHHK
cBera, umeeT nopsagok pocrta O(L-N), roe N
KOJIMYECTBO OCBEIIAEMbIX 00BEKTOB, a L komu-
YEeCTBO OCBEIAEMBbIX ITHKCENIEH.

OcHOBHasi 3amada OTIOKEHHOTO OCBe-
meHuss — Oosiee 3P PeKTHBHO 00pabdaTHIBAThH
00NpIIIOE  KOJMMYECTBO HWCTOYHUKOB CBETA,
CPeICTBAaMU OT[ICJICHUSI MIPOCYETa Te€OMETPUU
CIICHBI OT MpOCYeTa OCBEIeHUs. TeM cambiMm,
COKpAaTHB KOJIMYECTBO 3aTPAuyUBACMbIX peCyp-
coB 10 O(L).

B o0miem cityuae, TeXHUKA COCTOHT U3 JIBYX
MIPOXOJIOB:

1. Geometry pass — OOBEKTHI OTPHCOBEIBA-
FOTCS U co3MaHusl OyepoB AKpaHHOTO MpO-
crpaictBa (G-buffer) ¢ nyOunoii, HOpMansIMy,
TIO3UIMSMHU, ATEOEIO U CTETICHBIO 38PKAIbHOCTH;

2. Lighting pass — Oydepsl, co3qaHHbIC
Ha NPEIBIAYIIEM MPOXOJE, HCIOJIb3YITCS

U pacyéra OCBELICHHs M TMony4deHus (u-
HAJILHOTO H300paKeHHSI.

Jis  MCTONIb30BaHUSl JaHHOW TEXHHUKH
B ITOJTHOM 00BEME M TIOCTpOEHUS OydepoB, He-
obxomuMa ammapaTHas moamepskka Multiple
Render Targets (MRT).

Texuuka MRT mnomnepxuBaeTcs TONBKO
Ha rpauUecKux NPOLEecCOpax COBMECTHUMBIX
¢ OpenGL 2.0. JInst Toro, 4TOOBI BOCIOIB30BaTh-
Csl OTOH TEXHUKOW, HEOOXOIMMO TPOHM3BECTH
JIOTIOJIHUTEINIbHbIE HACTpPOWKHU TMpoekTa. Eciu
BO3MOKHOCTH HCIoib30BaTh MRT HeT, He00x0-
MO HCIIOJB30BaTh MOIU(HUIIMPOBAHHYIO TEX-
HUKY OTJIO)KEHHOTO OCBEIIEHHSI, U3BECTHYIO KaK
Light Pre-Pass. Mcxons u3 Toro, 4to Ha nepBoM
MPOXOZAE MBI HE CMOKEM MOCTPOUTH BCE HEOO-
XOJMMBIE JUIsl (PUHATIBHOTO U300paxkeHus Oyde-
PBI, CTPOSTCSI TONBKO TE, KOTOPBIE HEOOXOIUMBI
JUIsl pacdeTa OCBeIleHUs. BTophIM mpoxomom
(dhopmupyetcss TOIbKO Oydep OCBEIIEHHOCTH.
B omnmmumm ot obmiero cirydast (e reoMeTpust
OTPHCOBBIBAETCS TOIBKO OJIMH pa3), Ha TPEThEM
MPOXOZIE€ CHOBA OTPHCOBBIBAIOTCSI BCE OOBEKTHI,
(dhopmupyst puHaNbEHOE N300paxenue. OObEKTHI
MOTYYar0T PACCUUTAHHOE OCBEILCHUE W3 TIpe-
JBTYIIETO MPOXoJa U OOBEUHSIIOT €ro ¢ IIBe-
TOBBIMU TEKCTypaMu. TpeTuil nmpoxoJ Npu3BaH
KOMIIEHCHPOBATh TO, YTO MBI HE CMOIIIN CIETaTh
Ha TTEPBOM.

B ciyuae Light Pre-Pass, TexHuka cocTouT
U3 TpeX NPOXOJ0B:

Geometry pass — OOBEKThI OTPHUCOBBIBA-
FOTCs JJIs1 co3lianusi Oy(hepoB IKPaHHOTO IMPO-
CTPaHCTBa TOJBKO C IITyOWHON M HOPMAJISIMU.

Lighting pass — ctpourtcst Oydep ocBeleH-
HOoCTH. [[;1st pacdera OCBEIIEHHOCTH, TIOMHMO
JMAHHBIX C Tpeablaymiero mpoxoxa (Oydeps
[IyOWHBI ¥ HOpMaJiel), HaM TakXe Heo0XO-
uMa TpeXMEpHas MO3UIHS MUKCeNs. TeXHH-
Ka TIpearnojaraeT BOCCTAHOBJICHHE MO3HLIUU
o Oydepy rIyOHHBI.

Final pass — 0OBEKTBI OTPHCOBBIBAIOT-
csl sl co3nanus (GUHAIBLHOTO M300pasKeHHs,
Ha ocHOBe Oy(epa OCBEIICHHOCTH U ITBETOBBIX
TEKCTYp OOBEKTOB.

TecroBbid mpoekT ObLT HammcaH Ha CH++
¢ wucrnone3oBanrem IDE  Visual  Studio
2017. Beibop s3bika 060cHOBaH TeM, uto C++
SBJISICTCSl IIUPOKO PAacIpOCTPaHEHHBIM BBICO-
KOIIPOU3BOAMUTENLHBIM SI3bIKOM € HIMPOKUM
KpyroM TOJb30BaTesieil. OJTo obecrednBaeT
0OJBIIOE  KOJMWYECTBO PA3INIHBIX OWOIHO-
TEK IS paboTHI ¢ TPAaPUKOW M MaTeMaTHKOM.
B npoexTte ucmonb3oBaiuck Takue GperiMBop-
KU U OMOINOTEKH, KaK:

OpenGL — cneuudukauus, onpenensto-
mast wiaT)OpMOHE3aBUCUMBIH (HE3aBUCUMBII
OT sI3bIKa TIPOTPaMMHPOBAHUS) TPOTPAMMHBIH
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uHTepdelc A HaMUCAHUSI TPUIIOKEHNH, HC-
MOJIB3YIOIIUX ABYMEPHYIO U TPEXMEPHYIO KOM-
MBIOTEPHYTO TPAPHKY;

GLEW - xpoccmiardopmMenHas OuOIH-
oreka Ha C/C++, KoTOpas ympomaeT 3ampoc
u 3arpy3ky pacmupenuii OpenGL. GLEW
oOecrieunBaeT >QQEKTUBHBIE run-time mexa-
HU3MBI IS omnpenenaeHus Toro, kakue OpenGL
pacimivpeHus TOAJIEPKUBAIOTCS Ha IeJeBOH
wiathopme;

GLFW — GecrmatHas kpoccriar(opMeH-
Hasi OMONIMOTEKa ¢ OTKPBHITHIM KOAOM ULl CO3-
JlaHUSI U OTKPBITUS OKOH, coznanust OpenGL
KOHTEKCTa W ympaBieHus BBogoM. OHa JIerko
HHTETPUPYETCS] B CYILECTBYIOILUE MPHIIOKE-
HUS, TaK KaKk HE TIPETeHAYeT Ha TIIaBHBIN [IUKI
MIPUIIOKEHUS;

GLM - oubnuoteka mis OpenGL, npeno-
CTaBiAOmas mporpaMmucty Ha C++ CTpyKTy-
pBl B (YHKIWHA, TTO3BOJISIONINE MCTIOIH30BATh
nmauaeie 111 OpenGL. OxHa 13 ocobeHHOCTEH
GLM coctout B TOM, YTO €ro peanuszanus oc-
HoBaHa Ha cneun¢ukamu GLSL (OpenGL
Shading Language).

Pesynbrar paboTsl IporpaMMHOTO obecre-
YEeHHUsI IIPEJICTABJIECH Ha PUCYHKE.

Jnst HanucaHUs LIEMIEpOB UCIOJIb30Ball-
cs mojyepkuBaembii  oubnuorekoit OpenGL
sa36lk  GLSL. DTO S3BIK BBICOKOTO YpPOBHS
JUIS. IpOTpaMMUPOBaHUs e epoB. B s3bIk
BKJIFOYEHBI JIOTIOTHUTENbHBIC (PYHKIINU U THITHI
JAHHBIX, HAIIPHUMEP, U pabOThI C BEKTOpaMHU
U MaTPULIAMH.

PaccmarpuBaeMslil TUI peHACpUHTa UMEET
BBICOUANIIIEE KAYE€CTBO OCBEIICHUS U TCHEU.
IIpu TakoM THIIE HE CYIIECTBYET OrPAHUYEHUN
Ha KOJIMYECTBO UCTOUYHUKOB CBETA, BIHSIOIINX
Ha OMUH OOBEKT, K TOMY € BCE€ HCTOYHHKHU
CBETa NPOCUYUTHIBAIOTCS IOMUKCEIBHO, YTO
ITO3BOJISIET UM KOPPEKTHO padoTaTh ¢ KapTaMu
HopMainiedt u T.40. KpoMe Toro, Bce UCTOUHHUKHU
CBETa MOTYT UMETh T€HU U HAJIOKCHHBIE TEK-
CTYpBI.

[Ipenmy1iecTBO OTJIOKEHHOTO OCBELICHUS
B TOM, YTO MTOTPEOICHNE PECYPCOB MPH PacUE-
T€ OCBEILECHHS IPOINOPLHUOHATIBHO KOJUYECTBY
ocBelaemMbpix nukceneid. OHO onpeaenseTcs
pa3MepoM CBETOBOTO 00BEMa B CIIEHE U HE 3a-
BHCHUT OT KOJIMYECTBA OCBEIIAEMBIX OOBEKTOB.
[TosTOMY, MOXHO HCHOJIB30BaTh HEOObIINE
HUCTOYHUKHA OCBEIICHUS NSl YIYyUIICHUS MPO-
U3BOJAUTENIBHOCTU. TakiKe OTIIOKEHHOE OCBE-

Pesynoemam omuosxcennoeo pendepunea na ocnose mexuuxu Multiple Render Targets
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LICHWE WMEET OYeHb JIOTMYHOE M TpelcKaszy-
eMoe noBesieHue. Pe3ynbrar paboThl KaKaoro
HCTOYHHMKA OCBEUICHUSI MPOCUYHUTHIBACTCS MO-
MMUKCENBHO, IMOATOMY TYT HE MPOU3BOIUTCS
pacu€ToB OCBEIICHUS, KOTOPHIE «3aITHHAIOTCS
Ha OOJIBIINX TPEYTONbHUKAX H T.J.

OnHUM M3 KJIIOYEBBIX HEJOCTaTKOB TeX-
HUKU OTJIOKEHHOTO PEHACPHHIa SIBISETCS
HECrocoOHOCTh  00paboTarh MIPO3PauyHOCTh
B TIpenenax ajroputMa, XOTs 3Ta mnpoliema
sBJIsIeTCsl oOmiel u s Z-Oydepuzanuu; Bbl-
XOIIOM W3 3TOH MPOOJIEMBI SIBIAETCS 3aAEPIKH-
BaHHE U COPTHPOBKA PEHIEPUHTA MPO3PAUYHBIX
qacTel CLEHBI.

JpyruM AOBOJBHO BaKHBIM HEIOCTATKOM
OTJIOKEHHOTO PEHJEpUHTa SBJSIETCS HECOBME-
CTHUMOCTb CO CIVI&KMBaHUEM. TaK Kak CTaJus
OCBELICHHUS OT/IENIeHA OT CTaJHH I'€OMETPHH,
TO amnmnapaTHbIi aHTH-aMACUHT HE TPUBOIUT
K TpaBWIbHBIM pe3yjbraraM. XOTS IepBbIi
IIPOXOJ], WCIIONB3YEeMbIH TPU peHAepuHre 0a-

30BBIX CBOHCTB (Au(dy3Has 00paboTKa, KapTa
BBICOT), MOXKET HCIIONIB30BaTh CIVIAJKUBAHHUE,
K IIOJTHOMY OCBEIICHMIO CIVIaKHMBaHHE He-
npuMeHnMo. OTHOM W3 THIMYHBIX METOIUK
JUISL TIPEONIOTICHUSI ATOTO OTPAHWYEHHS SIBIIS-
eTCs METOZ BBIJICNCHUS TPaHHUIL (PUHAIBHOTO
N300paKeHUs U 3aTeM MPUMEHEHUS Pa3MbITUS
K IpaHsiM (TpaHuLam).
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