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Aunnomayusn. Crarbsi TpeAcTaBiseT coO0OM HCCIeIOBaHUE M aHaJU3 JIByX OCHOBHBIX
oubmotek: OpenGL u DirectX u ux npuMeHeHue B 00JIaCTH TPEXMEPHOI Buiyanusanuu. B cratse
MIPOBOJIUTCS CPAaBHUTENBbHBIA aHAU3 BO3MOXKHOCTEH M OCOOEHHOCTEW Kaxaod u3 OuOIHOTEK,
paccMaTpHuBaIOTCS WX TEXHUYECKHE XapaKTePUCTUKH, BO3MOXXHOCTH B OOJacTH CO3TaHHS
TPEXMEPHBIX CIIEH, a Takke UX 3PPEKTUBHOCTH W YNOOCTBO HCIONB30BAHUS B PA3JTMUHBIX
koHTeKcTax. (CTaThsi OXBaThIBAET TEMBI, CBSI3aHHBIE C MPOIECCOM HHHIIMATU3AIUU OUOIHOTEK,
KOMITUJISIIIUEH TIeHIepOB, CO3MaHUEM TPEXMEPHBIX OOBEKTOB, HACTPOMKON OKPY)KEHHUs, a Takke
npuMepamMu IpUMEHEHUs OUOIMOTEK B peaibHBIX ClieHapusax. Kpome Toro, mogHUMAarOTCsl BOIIPOCHI
COBMECTUMOCTH OMOIMOTEK C pa3IMYHBIMH ONEPAIMOHHBIMU CHCTEMAMH U apXUTEKTypOi
obopynoBanus. llens cTarbu — MpPeNOCTaBUTh YUTATENI0 TIYOOKH 0030p BO3MOXKHOCTEH U
ocobennocreit 6ubmuorek OpenGL u DirectX, 4uro mo3BOMUT BHIOpaTh Haubosee MOAXOASIIYIO
TEXHOJIOTUIO /11 KOHKPETHBIX 3ajad B OOJACTH TpexMepHOM Bu3yanu3amuu. CTarhs BKIIOYACT
CpaBHEHHE BO3MOXXHOCTEH W XapaKTEPUCTHUK OMOIMOTEK, aHAIM3UPYET HMX CHUIIbHBIE CTOPOHHBI,
3¢ GEeKTUBHOCT, U yINOOCTBO HCIONIB30BAaHUS B pPa3MuUHBIX cleHapusx. OCHOBHOE BHHUMAaHUE
yAeNseTcs TEXHUYECKUM acmekTaM B paboTe ¢ rpadukol, BKIIIOYas WHUIIUATM3AINI0 OMOIHOTEK,
KOMIWISIIIUIO IIEHIePOB, CO3JaHUE TPEXMEPHBIX OOBEKTOB W yINpaBICHUE BU3YaTbHBIMHU
apdexramu. IlpemocTtaBuTh yUTaTENIM TITyOOKOE€ TMOHWMaHWE OOEWX TEXHOJOTHUM, TOMOYh B
BBIOOpE MOAXOsAIIeH OUOIMOTEKH I KOHKPETHBIX 3a7a4 B O0JIACTH TPEXMEPHON BH3yaIH3alluu U
MIPOJIUThH CBET HA MPAKTUYECKHUE CLICHAPUU UCTIONb30BAHUS JAHHBIX TEXHOJIOTHUH.

Abstract. Article represents a study and analysis of two main libraries: OpenGL and DirectX

and their application in the field of three-dimensional visualization. The article conducts
a comparative analysis of the capabilities and characteristics of each library, examining their
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technical specifications, capabilities in creating three-dimensional scenes, as well as their efficiency
and usability in various contexts. It covers topics related to the process of library initialization,
shader compilation, creation of three-dimensional objects, environment setup, and examples of
library application in real scenarios. Additionally, it addresses compatibility issues of the libraries
with different operating systems and hardware architectures. The goal of the article is to provide
the reader with a comprehensive overview of the capabilities and characteristics of OpenGL and
DirectX libraries, aiding in the selection of the most suitable technology for specific tasks in
the field of three-dimensional visualization. It encompasses a comparison of the capabilities and
characteristics of the libraries, analyzing their strengths, efficiency, and usability in various
scenarios. The main focus is on technical aspects in working with graphics, including library
initialization, shader compilation, creation of three-dimensional objects, and management of visual
effects. Its aim is to provide readers with a deep understanding of both technologies, assisting in
the selection of the appropriate library for specific tasks in three-dimensional visualization and
shedding light on practical scenarios of using these technologies.

Knouesvie cnosa: TporpaMMHpPOBAHHE TPEXMEPHOW TrpaduKd, pPEHICPHUHT, IIEHICPHI,
TpexMepHas rpaduka.

Keywords: 3D graphics programming, rendering, shaders, 3D graphics.

Pa3zButue TpexMepHON BHU3yaqU3alMM UIPAET BaXKHYIO POJIb B COBPEMEHHOM KOMITBIOTEPHON
rpaduKe U NPUIOKEHUSX BUPTYalbHOH peasbHOCTU. [l cO3AaHUs KAYECTBEHHBIX TPEXMEPHBIX
00pa3oB M CIIEH HEOOXOAMMBI MOIIHBIE WHCTPYMEHTHI, ClIocoOHBIe 3(h(eKTHBHO 00pabarsiBaTh U
otoOpaxars rpaduueckue ganHbie. B atom koHTekcTe Ombmmorekn OpenGL u DirectX crosT Ha
IepeHeM Kpae pa3pabdOTKu, MpenocTaBisas pa3paboTyMKaM BO3MOXKHOCTH JJIsl  CO3JaHHUs
HOTPSICAIOLIUX TPEXMEPHBIX BU3YaTH3aLMH.

OpenGL — »53T0 oOTKpbITass U MouIHas OubIuoTeka i pa3padOTKU IPHIIOKEHUI
KOMITBIOTEPHOW TIpauKy, IMIMPOKO HCHOJb3yeMas B HMHAYCTPUU WIp, BHU3YyalIM3alMH JAHHBIX,
MEIUIUHCKUX TPWIOKEHUH M MHOTMX JApyrux obnactsax. Ee 0coOeHHOCThIO —sBisSeTCs
KpOCCIUIaT(OPMEHHOCTb, MO3BOJISAIOIIAS CO3/1aBaTh INPHJIOKEHUS, COBMECTHMBIE C pa3IMYHBIMU
OTIEpPaIlMOHHBIMHA CHUCTEMaMH.

[lepBonauansHO co3nanHas B 1992 roay, OpenGL ObicTpo cTana cTaHIZapTOM B UHAYCTPUHU
3D rpaduku Onaronaps cBoeil TMOKOCTH M MOIIHBIM BO3MOXHOCTSM. OHa NpenocTaBisieT Habop
¢byHKUIME A5 paboThl ¢ TpexMepHOW rpadukoi, BKIOUas BO3SMOXKHOCTH PEHJIEPUHIA MOJIMTOHOB,
TEKCTYp, OCBELIEHUS, a TAK)KE TOAJIEPXKKY IIEHIEpOB I HACTPOMKH BU3YalIbHbBIX 3((HEKTOB.

bubnuoreka Takxke ob6namaer OorartbiM (YHKIIMOHAJIOM JJisi YIpPaBIEHUS TIpapuuecKuM
nporeccopoM (GPU), uto mo3Bonsger 3(p(HEeKTUBHO HUCIOJIB30BaTh BBIYMCIUTEIBHBIE PECYPCHI U
JOCTUTaTh BBICOKOM MPOMU3BOAUTENBHOCTH TPU PEHAEPHUHIE CIOXKHBIX clieH. Ee cTaOuibHOCTB,
IIMpOKas MOJJEpKKa OOOpYIOBaHUS M AKTHBHOE COOOIIECTBO pPa3pabOTUMKOB JIENAlT €€
BOCTpeOOBaHHON B pasznuyHbiX obnacTsax. OpenGL mocTtossHHO pa3BHBaeTcs, U HOBbIE BEpCUU
N00aBISIOT (DYHKIMOHAT JUIsl TOJACPKKU MOCIETHUX TpadUUecKUX TEXHOJIOTUM, TaKMX Kak
TECCENALMs, TEOMETPUUECKUE IIEHJIEpPhl M JPYTHE€ COBPEMEHHBIE METOABI PEHJEPHHIa, YTO
MO3BOJISIET CO3/1aBaTh BIIEUATIISAIOMINE BU3yalbHble 3 (dekTsl. OTHUM U3 KIIOYEBBIX NMPEUMYILECTB
OpenGL sBnsercs €ro OTKPBITOCTb M CBOOOJA, MO3BOJSIONIAs pa3paboTYMKaM CO3/1aBaTh
MHHOBAIIMOHHBIE Tpaduueckue NPUIOKEeHUs 0e3 MPHUBSI3KM K KOHKPETHBIM IulaTdopMmaM MU
MPOU3BOJUTENSIM OOOPYIOBaHUS. DTO CIIOCOOCTBYET HIMPOKOMY HPUMEHEHHI0 OMOIMOTEKH B
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pa3IMYHBIX MPOEKTaX, OT HeOONbIIMX HHAU-Pa3pabOTOK A0 KPYHNHBIX KOPHOPAaTHBHBIX
npunoxeHuii. Bce stu acmekthl genaror OpenGL BaXHBIM HHCTPYMEHTOM JUTsl pa3paOOTKH
NPUIIOKEHUI TpexmepHOoW Tpaduku, oOecreunBasi BBICOKYIO MPOM3BOJUTEIBHOCTh, TMOKOCTH U
[IMPOKHE BO3MOXXHOCTH JJISl BOIUIOIIEHUS TBOPYECKMX M WHHOBAIIMOHHBIX UICH Pa3pabOTUYMKOB.
PazButne OpenGL oxBarbiBaeT pa3iuuHble BEpPCHM, Kaxkaas U3 KOTOPBIX [00aBIsieT HOBBIC
¢dbyakuu 1 Bo3MoxkHoctu. Hanmpumep, OpenGL 3.x u 6onee 1mo3aHue BEPCUH COCPEAOTaYHBAIOTCS
Ha moxaepHu3aimu APl u 100aBneHUM BO3MOXKHOCTEH Jii MPOrPaMMHUPOBAHUsS IICHIEPOB, UYTO
MO3BOJISIET pa3paboTyrKaM co3aaBarh OoJiee CIOKHBIC U peanucTudbie dpdexTsl. OpenGL Taxxke
MPEIOCTABIACT MIMPOKUNA CHEKTP PacHIMPEHUM, MO3BOJSIONIMX HCIOJIB30BaTh ClenupuIecKue
GbyHKIMM Tpaduueckoro Oo0OpyIOBaHUS U MOIy4yaTh OoJjiee BBICOKYIO IPOU3BOAUTENBLHOCTH B
3aBHCUMOCTH OT KOHKPETHBIX MOTpeOHOCTEH MpoeKTa. ITO AaeT BO3MOXKHOCTH ONTUMH3HPOBATH
paboty ¢ rpadguuecKkuMmu pecypcamMu M YIy4lIHTh MPOU3BOAUTENHLHOCTh MpHIOKEeHUH. braronaps
OTKPBITON CTPYKTYpe M aKTUBHOI mojjep:kke coodiectBa pazpadboruukon, OpenGL npomgomxaer
HBOJIIOLIMOHUPOBATh, @ HOBBIE BEPCHHM BKJIIOYAIOT B ceOs yiIydllleHWs, HampaBicHHbIE Ha
ONITUMH3AIHIO TTPOU3BOJUTEIBHOCTH, paclIMpeHne (HyHKIMOHATBLHOCTH U TOMJIEPIKKY HOBEHIIMX
TEXHOJIOTH B OOJACTH KOMIBIOTEpHOW Tpaduku. DTa OMOIMOTEKa TakKe IPEeIOCTaBIsET
BO3MOXKHOCTH  JUISl  CO3[aHUSl  KpPOCCIIaTOPMEHHBIX  MPWIOKEHUH, UTO  JenaeT  ee
MPEIMOYTUTENFHBIM ~ BBIOOPOM ISl pa3pabOTUYMKOB, CTPEMSILIUXCS CO3[aTh MPOTPaMMHOE
obecriedeHune, paboTarolee Ha pa3INIHbIX ONCPAIMOHHBIX cucTeMax, BKitodas Windows, macOS u
pasnuuHble AUCTpUOYTHBBI Linux. BakHO OTMETHTH, YTO ycmemrHoe ucnoib3oBanue OpenGL
TpebyeT OT pa3pabOTYMKOB IIIyOOKOrO MOHMMaHUsl TpadUyecKUX KOHIEMNIHA U O0COOEHHOCTEH,
nanHoro APIL. Opnnako, Onaromaps CBO€i MOIIHOCTH W THOKOCTH, OMOIMOTEKa MPOJOIIKAET
OCTaBaTbCsl OJHUM M3 OCHOBHBIX MHCTPYMEHTOB JUIsl CO3JaHUSI BBICOKOKAYECTBEHHON TPEXMEPHOI
rpaduKy B IIUPOKOM CHEKTPE MPUIIOKEHUN U UHYCTPH.

bubnuoreka DirectX npencrasiser codboii Habop API, pazpaborannblii kommanuei Microsoft,
CHelHallbHO OPHEHTHUPOBAHHBIM Ha pPa3pabOTKy MNPUIOKEHUN, HCIONB3YIOUUX TIpaduky, 3BYK,
MYIBTHMEINAa W BBOIA-BhIBOA Ha miargopme Windows. DTOT MHCTpYMEHTapHii OXBaThIBAET
IIMPOKUN CcreKTp (QyHKUUH [uist paboThl € TpexMepHOW Tpaukoi, 3BYKOM U JIPYTHMH
MYJIBTUMEIUHHBIMU TaHHBIMH, 00ecTieurBasi JOCTYII K anfapaTHOMY YCKOPEHHIO Ipa(UKH U 3BYKa.
OnHoii U3 kiIroueBbIX ocobeHHocTell DirectX siBisieTcst €ro TecHas MHTErpalus ¢ ONeparioHHON
cuctemoii Windows, 4YTO TMO3BOJSIET pa3pabOTUMKaM CO3/7aBaTh BBICOKOTPOU3BOIUTEIHHBIC
MIPUJIOKEHUS, ONTUMU3UPOBAHHBIE CICIHATBHO TOJ ATy IaThopMy. ITO MOXKET OBITh 0COOECHHO
MOJIE3HO ISl WIPOBOM HMHAYCTPHM, IZ€ TNPOU3BOIUTENBHOCTh WIPOBBIX HPUIOKEHHH Hrpaer
pematomyto poib. DirectX Brito4aeT pa3nuyHble KOMIOHEHTHI, Bkitodass DirectX Graphics
(Direct3D), KoTOpBIil SIBISIETCS OCHOBHOM YacCThIO JJIs1 pa3paboTKu TpexMmepHoi rpaduku. Direct3D
o0ecrnieuynBaeT pa3paboTYMKaM JAOCTYII K alapaTHBIM BO3MOXKHOCTSM BHI€OKapThI 111 PEHIEpUHTa
TpPEXMEpHBIX 00BEKTOB, TEKCTYp U ocBelieHus. Kpome Toro, DirectX BkimtouaeT DirectX Audio nns
pabotel ¢ 3BykoM, DirectX Media mis MynasTumenuitHbix npunokeHuid u DirectX Input s
yIpaBle€HUs] BBOJOM, TaKUM KakK KJaBHaTypa M Mblllb. Bce 3TH KOMIOHEHTHI HPEAOCTaBISAIOT
pa3paboTurkaM OOLIMPHBIA HAOOP MHCTPYMEHTOB JUISl CO3/IaHUSI MOJHOLIEHHBIX MYJIbTUMEIUHHBIX
npuwioxkeHuil. DirectX MOCTOSHHO OOHOBISETCS, W HOBBIE BEPCHM BHOCSIT YIyULICHHUS B
MPOU3BOJUTEIBHOCTh, (PYHKIIMOHAIBHOCTh U TOAJCPKKY HOBBIX TEXHOJIOTHH, TaKWX Kak
MOJ/IeP>KKa MOCIEIHUX BepCH rpadMuecKUX KapT U HOBEHIIIME METO/Ibl PEHIEPHHTA.

Taxxe crtoutr ormeruth, uto B ommmuue OT OpenGL, DirectX orpanuueH mo cBoeit
COBMECTHUMOCTH U JIOCTYITHOCTH ToOJbKO nis miargopmbr  Windows, 4YTo MOXeT OBITh
OrpaHUYMBAIONIMM (AKTOPOM sl pa3pabOTKU KpocCIulaTGOpMEHHBIX MpuioxkeHuil. OpaHaxo,
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Onmaromaps cBoerd TecHor mHTerpammuu ¢ Windows, DirectX ocraercss BaXXKHBIM HHCTPYMEHTOM IS
CO3/1aHUsl BBICOKOIPOU3BOAUTENBHBIX TpahUUYECKUX M MYIBTUMEIUUHBIX MPHJIOKEHUN Ha ATON
iatgopme.

CymiecTByeT MHOXKECTBO HayuyHBIX paboT B jgaHHOW oOmactu. PaccMOTpuM  cienyroniux
MIPUMEPOB TaKuX pabdoT:

1. “OpenGL and DirectX” (Karl Hillesland, 2013. https://doi.org/10.1145/2542266.2542276).
B nannoii crarbe aBTOp 00Ccyxnaet cxonactsa u pasnuuns Mmexay APl OpenGL u DirectX. A takxe,
paccMOTpeHbl MOAXO/bI, HAMOMUHAIOIIUX TO, 4TO Aenaercs B DirectX, Takux Kak HEHM3MEHSEMBbIC
TEKCTYyphl. DTO HE TOJNBKO oOierdyut mnepexoa Mexay API, HO M cocpenoTounT BHHUMaHUE Ha
apdexTuBHOM Hcnoab3oBanuu. s DirectX Obuto cocpemoroueno Ha DirectX 11, Bkirouast yactu
11.1, tae moxuo oobeaunutcs ¢ OpenGL u OpenGL ES B cBoeM noaxoze.

2. “Interactive Graphics Applications Development: An Effect Framework for Directx 117 [1-
3] B otoii pabGore aBTOphl 00CyXkmaroT, uto B cpene .NET orcyTcTByrOT OMOMMOTEKH IJIs
MPOABUHYTOTO Tpaduueckoro BBIBOJA U IOATOMY OIUCHIBAE€TCA peanu3anus uHTepdeiicoB
rpaduueckux OubnnoTek, nosposisoomas B3aumonencTBoBarh ¢ NET u o6ubmuorex OpenGL,
DirectX wu Visualization Toolkit. B naHHO#l cTaTthe OTCYTCTBYeT CpaBHEHHE TpadUIECKHX
6ubnmmoTek, a Takxke cpaBHenue cpeasl NET ¢ npyrumu cpenamu;

3. “Modern OpenGL: its design and evolution” [4, 5]. PaccmoTpum TekcTypHOE 0TOOpakeHue
u Oydep Tpadapera, MPUCYTCTBOBAIH TOJBKO Ha CAMOM JOPOTOM TpadUiIecKoM OOOPYIOBAHHH, TO
Tenepp 3TH (PYHKIMH TMOJHOCTBIO pacnpoctpaneHsl Ha [IK u make AOCTYHNHBI B HECKOIBKHX
MOPTAaTUBHBIX YCTPOMCTBaX. 3a Aoiroe BpeMsl HCXOAHash (UKCHUPOBAHHAs CHUCTEMa COCTOSHUMN
OpenGL mnpeBparmwiach B CIOXHBI IOTOK JaHHBIX, BKJIIOYAIOIIUI HECKOJIBKO IMPOrpPaMMHO-
HACTPaWBaEMbIX 3TaroB U npousBoauTesbHOCTh OpenGL yBennuunack ¢ 100x o 6onee 1,000x Bo
MHOTHX Ba)KHBIX ONEPAIHsIX C rpaduKou .

Ocnognvie ghynkyuonanonocmu 6ubnuomexu OpenGL

Onnoit u3 xmroyeBbIX Bo3MoxkHocTedl OpenGL sBisercss ympasineHue rpaduyecKuMU
NPUMUTHBAMH, TAaKUMH KaK TOYKH, JMHHA W TPEYTOJbHHUKH, IO3BOJISIONIEE CO3/aBaTh
pazHooOpa3Hble OO0BEKTHl U cCleHbl. bubmmoreka oOmagaer THOKOCTbIO B yIPaBICHUU
oTtoOpaxkeHHeM Onarojaps mielepam, KOTOpbIE OINpPENEIsoT, Kak UMEHHO O0TOOpaXkaTh Ipaduky,
oOpabareiBasi reoMeTprueckre U 1BeToBble AaHHble. OpenGL Takxke obecreunBaeT BO3MOKHOCTb
MPUKPEIUICHHUS TEKCTYP K 0OBEKTaM I JOOABIECHUS IeTallel i xapakTepucTuK. OH TOAIEpKUBAET
pasHOOOpa3Hble THUIBI TEKCTYp, pACHIMPSs BO3MOXXHOCTH Bu3yanusamuu. [l XpaHeHus
rpaduueckux JaHHbIX U nHpopmanuu o nukcensix OpenGL ncnons3yer pazianunbie Oydepsl, Takue
Kak Oydepsl KaipoB U NTyOHHBI, 0OecreunBast TOUHOE U 3G PEKTUBHOE XpaHEHUE H(pOpMaLIUU.

bubnuoreka Takke obGnmamaeT (QYHKIUAMH TpaHCPOpMAIMU, YTO TO3BOJSET pa3MeliaTh
OOBEKTHI B TPOCTPAHCTBE M M3MEHATHh MX BUA. OCBEIIEHWE W TEHEBAaHHWE - €Ile OJHA BaKHas
xapaktepuctuka OpenGL, oOecnieunBaroas co3iaHue peaTuCTUUHBIX dPPeKToB cBeTa U TeHel. C
nomonsio OpenGL MoxHO co3naBath cioxHble (GopMbl U 3G deKTsl, 00padaTbiBaTh BEPUIMHBI U
npeoOpa3oBbIBATE MAaTpHUIlbl JUId  CO3JaHUs  BIEYaT/stomled Bu3yanu3anuu. bubnnoreka
MPEOCTABISACT MIMPOKHHA CIEKTP HWHCTPYMEHTOB, Jelas €€ He3aMEHUMOW Ui pa3padoTKh
rpaduyecKux MPWIOKEHUN W Urp Ha pa3nuuHbix miaardgopmax. Kaxnas gwacte OpenGL urpaer
Ba)XHYIO POJIb B IIPOIIECCE CO3/1aHuUs BU3YyalbHbIX 3 dekToB. Hampumep, BO3MOKHOCTb YIPaBICHUS
TEeKCTypaMu J00aBisieT JeTaneil M peanu3ma OOBEKTaM, IO3BOJSSL MM BBINIAACTH Oolee
peamuctnyHO. brubmmoTeka Takke o0ecrneyuBaeT BOZMOXXHOCTh OTIPEIEICHUS] OCBEIICHHS, BKITFOUast
paccessHHOE, ONMMKOBOe ¥ (OHOBOE OCBEIIEHHE, YTO TMO3BOJSIET CO3/1aBaTh IOTPSCAIONINE
BU3YyaJIbHBIE APPEKTH U UIPaTh CO CBETOM U TEHBIO B CIieHaxX. TpaHcdopMmaliys BEpIIMH U MaTpHIL
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MO3BOJIAET DPa3pabOTYMKaM HM3MEHSATh HMX IOJIOKEHHE, BpallleHHe U pa3Mep, UYTO IO03BOJISET
co3naBarh AWHaAMUYHBIE 3PdeKkTsl u aHuManuio o00bekToB. OpenGL Taxke mpemocraBiser
BO3MOYKHOCTb YIPAaBJISATh MHOKECTBOM aCIIEKTOB OTOOPAYKEHMS, BKJIIOYAas MYJIBTHUCOIMIUIMHL JUIs
YIYYIICHHUs] KauecTBa M300paKCHUS M YMEHbILICHHs apTe(akToB Ha Kpasx oOBbeKTOB. bmaromaps
cBoel ruOkoct u MOIHBIM (yHKIUIM, OpenGL sBiseTcs oIHON M3 OCHOBHBIX OMOIHMOTEK IS
CO3/IaHUsl BIICUATIISAIONIUX M BBICOKOMPOM3BOIUTENIBHBIX TIpa@UUECKUX NPUIOKESHUH U UTp.
Paccmorpum Ha npumepe ucnonbzoBaHus OpenGL 118 OTpUCOBKM TpeyrosibHMKa B OKHE IIpU
nomony oubanorexkun GLFW na sizpike C++:

#include <GL/glew.h>
#include <GLFW/glfw3.h>
#include <iostream>
// Kox BepIIMHHOTO IIeiIepa
const char *vertexShaderSource = R"(

#version 330 core

layout (location = 0) in vec3 aPos;

void main() {

gl Position = vec4(aPos.x, aPos.y, aPos.z, 1.0);

}
)"
// Kox ¢parMeHTHOTO IIeiaepa
const char *fragmentShaderSource = R"(
#version 330 core
out vec4 FragColor;
void main() {
FragColor = vec4(1.0f, 0.51, 0.2f, 1.0f);

J
)"
int main() {
/| Manmmanu3anus GLFW
glfwlnit();
glfwWindowHint(GLFW_CONTEXT_ VERSION MAJOR, 3);
glfwWindowHint(GLFW_CONTEXT VERSION MINOR, 3);
glfwWindowHint(GLFW_OPENGL PROFILE, GLFW_OPENGL CORE PROFILE);
// Co3maHue oKHa
GLFWwindow* window = glfwCreateWindow(800, 600, "OpenGL Example", NULL,
NULL);
if (window == NULL) {
std::cout << "Failed to create GLFW window" << std::end];
glfwTerminate();
return -1;
}
glfwMakeContextCurrent(window);
// Mannmanuzanus GLEW
glewExperimental = GL TRUE;
if (glewInit() '= GLEW_OK) {
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std::cout << "Failed to initialize GLEW" << std::endl;
return -1;
}
// KoMnunsnust BEpIIMHHOTO IIeiaepa
unsigned int vertexShader;
vertexShader = glCreateShader(GL VERTEX SHADER);
glShaderSource(vertexShader, 1, &vertexShaderSource, NULL);
glCompileShader(vertexShader);
// Kommumsitiust pparMeHTHOTO Tieiaepa
unsigned int fragmentShader;
fragmentShader = glCreateShader(GL_FRAGMENT SHADER);
glShaderSource(fragmentShader, 1, &fragmentShaderSource, NULL);
glCompileShader(fragmentShader);
// Co3naHue el 1IepHO MPOTrpaMMBbl
unsigned int shaderProgram;
shaderProgram = glCreateProgram();
glAttachShader(shaderProgram, vertexShader);
glAttachShader(shaderProgram, fragmentShader);
glLinkProgram(shaderProgram);
// O4ncTKa meiaepHbIX 00bEKTOB
glDeleteShader(vertexShader);
glDeleteShader(fragmentShader);
// OnpeneneHne KOOPAUHAT TPEYTOIbHHUKA
float vertices[] = {
-0.51, -0.5f1, 0.0f,
0.5f, -0.5f, 0.0f,
0.0f, 0.5f, 0.0f
}3
// Co3nanue Oydepa BepIIMH
unsigned int VBO, VAO;
glGenVertexArrays(1, &VAO);
glGenBuffers(1, &VBO);
// CBsi3p1BaHMe Oy(hepoB u arpulyTOB
glBindVertexArray(VAO);
glBindBuffer(GL_ARRAY BUFFER, VBO);
glBufferData(GL ARRAY BUFFER, sizeof(vertices), vertices, GL_STATIC DRAW);
glVertex AttribPointer(0, 3, GL_FLOAT, GL_FALSE, 3 * sizeof(float), (void*)0);
glEnableVertex AttribArray(0);
// PeniepuHT 1IUKIIA
while (!glfwWindowShouldClose(window)) {
glClearColor(0.2f, 0.3f, 0.3f, 1.01);
glClear(GL_COLOR_BUFFER BIT);
glUseProgram(shaderProgram);
glBindVertex Array(VAO);
glDrawArrays(GL TRIANGLES, 0, 3);
glfwSwapBuffers(window);
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glfwPollEvents();
b
// O4ncTKa pecypcoB
glDeleteVertexArrays(1, &VAO);
glDeleteBufters(1, &VBO);
glfwTerminate();
return 0;

Jannbiii ko1 co3gaet okHo npu oMo GLFW, nanumnanusupyer OpenGL, komnunupyert u

MCTOJIB3YeT BEPLUIMHHBIN U ()parMEeHTHBIN MICHIephI JUIsI OTPUCOBKH TPEYrOJIbHUKA Ha SKpaHe.
Ocnoguvie ghynkyuonanonocmu 6ubnuomexu DirectX

DirectX — 3T0 KomIiekcHas miatdgopma i pa3paboTKH MYIbTUMEAUWHBIX MPUIOKESHUMH,
HIMPOKO HUCHOJb3yeMass B HHAYCTPUM KOMIIBIOTEPHBIX UIp M TIpadUuecKux NPUIIOKEHUH IOJ
oreparionHeie cucteMbl Windows. Dta MoimHas OHONMHOTEKa MPEIOCTABISICT pPa3padOTIMKaM
JOCTYNl K Pa3IUYHBIM HMHCTPYMEHTaM sl padOThl ¢ TpadHKOi, 3BYKOM, BBOAOM M MHOTHMH
JIPYTMMH acleKTaMH KOMITBIOTEPHBIX MpuiiokeHuil. OcHOBHBIE (yHKIHMOHANbHOCTH DirectX
BKIJIIOYAIOT B ce0s rpaduyeckue MPUMUTUBBI U BO3MOXKHOCTU PEHIEpUHTa, 00eCreurBaroIIne
CO3/laHUE CJIOKHBIX cleH U 3(pdexroB. bubmmoreka noaaepX uBaeT MIEHAEphl, MO3BOJISIONINE
porpaMMHpOBaTh TrpaduKy Ha YPOBHE ammapaTHOro OOECIIEYeHUs] W CO3[aBaTh BU3YaJbHbBIC
s deKkThl, Takue Kak OCBElIeHHWEe, TeHU M TeKcTypupoBanue. Taike DirectX obecreunBaer
WHCTPYMEHTHI Ui pa0OThl C TEKCTypamH, YTO MO3BOJSET YIYYIIUTH JETaIU3alUI0 OOBEKTOB U
npuaarh UM peanucTuyHblii Bua. OH mopaepkuBaeT pabotry ¢ Oydepamu JaHHBIX IS
3¢ deKTUBHOTO XpaHeHHs rpadudeckoi mHpopmamnmu. Kpome Toro, 6ubmmoreka BKIFOYACT B ceOs
BO3MOXKHOCTH Ui PaOOThl CO 3BYKOM, BBOJAOM M YCTPOMCTBaMHU YIIpaBJICHHUSA, OOecreunBas
pa3paboTurMkaM Bce HEOOXOMUMBbIE MHCTPYMEHTHI IJISl CO3JAaHUS MYIBTUMEIUWHBIX MPHUIOKEHHI.
DirectX o0ecrieyuBacT BBICOKYIO COBMECTUMOCTh C pa3IMYHbIMH BepcusiMu  Windows w
MOJIEP)KUBACT IIUPOKUI CIIEKTp ammaparHoro oOOpYIOBaHHWsS, YTO JEJaeT €ro MOIMYISPHBIM
BbIOOpOM Ui pa3paOOTKM Wrp M MYIbTUMEAMHHBIX mpuiaoxkeHuil mox Windows. DirectX
npezcrasisier coboit Habop API (uHTepdeiicoB MPUKIAAHOTO MPOrpaMMHMPOBAHUS), KOTOpBIE
00eCIeYnBaOT JOCTYI K amlmapaTHbIM BO3MOXKHOCTSIM KOMITBIOTEpA, CIIEIHAIBFHO HarpaBIeHHBIM
Ha TpaQuKy W 3ByK. OTOT KOMIUIEKC HMHCTPYMEHTOB IO3BOJSIET pa3pabOTYMKaM CO3/1aBaTh
notpsicaloliie  Bu3yadbHble 3¢ ¢eKThl, obecreunBas BBICOKYIO CTENEHb THOKOCTH U
npou3BoauTeabHOCTH. OJHON U3 KItoueBBIX ocobeHHocTell DirectX siBisieTcs ero cnocoOHOCTh
yIpaBiATh TpadguueckuM pernepuHrom. OH MPeqoCTaBiIsIeT JAOCTYH K CO3aHUIO M YIIPABICHUIO
pa3NUYHBIMH TPaQUIECKUMH MPUMHUTHBAMA — OT TMPOCTHIX TOYEK M JUHHUHA OO0 CIIOXKHBIX
TpexMepHbIX 00beKkTOB. llomnepxkka IIeiepoB MO3BONSIET MNPOrpaMMHUpPOBaTh TIpaduveckue
sbdexThl Ha TIYOOKOM ypOBHE, oOecmeurMBas THOKOCTh W BO3MOXKHOCTH  CO3JIaHUS
BBICOKOKAQUECTBEHHbIX BH3YaJIbHbIX OTOOpakeHMH. bubiamoreka Taike BKJIIO4aeT B cels
BO3MOKHOCTH pabOThI C 3ByKOM. Pa3paboTuuku MOTYT co3JaBaTh 3BYKOBbIE (PEKThI, YHIpPaBIsATh
ayJIMOTIOTOKaMU W TIPOWTPHIBATh 3BYK B pEaJbHOM BpeMeHH, 4to jnenaer DirectX mone3HbM
MHCTPYMEHTOM JJISl CO3/aHUsI MYJABTUMEIMNUHBIX MPUIOKEHUH U UIP C KAYECTBEHHBIM 3BYKOBBIM
conpoBoxaeHueM. JJonomuurensHo, DirectX npenocTaBisieT HHCTPYMEHTHI Il B3aUMOCHCTBHS C
YCTPOWCTBAMH BBOJA, TAaKMMHU KaK KJIaBHATypa, MBIIIb M TEHMMANbl, YTO MO3BOJSIET YIPABIATH
MPWIOKEHUSIMU U UTPaMU C TOMOUIbIO pa3iuyHbIX ycTporcTB. CoBmectumocTh DirectX ¢
pa3nuyHbIMM  BepcusiMu  Windows W IIMPOKUH CHEKTp MOAJEPKHBAEMOTO amNmapaTrHOro
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00OpyIOBaHUS [JIENAIOT €ro MOMYISPHBIM CPEICTBOM i pa3pabOTKU BBICOKOKAYECTBEHHBIX U
MIPOM3BOUTENBHBIX MPUIIOKEHUH U UTp 1o Windows.

Paccmotpum Ha pumMepe ucnonb3oBanus DirectX st OTPHCOBKH TPEYrONbHUKA HA SKpaHEe U
oOpabaTpiBaeT OCHOBHOM UK cooOmennid Windows 11t OTpUCOBKH Ha si3bike C++:

#include <Windows.h>
#include <d3d11.h>
#pragma comment(lib, "d3d11.lib")
LRESULT CALLBACK WindowProc(HWND hwnd, UINT uMsg, WPARAM wParam,
LPARAM |Param);
int WINAPI WinMain(HINSTANCE hlInstance, HINSTANCE hPrevInstance, LPSTR
IpCmdLine, int nCmdShow) {
// Co3maHue OKHa
WNDCLASSEX wc = { sizeof( WNDCLASSEX), CS_CLASSDC, WindowProc, OL, OL,
GetModuleHandle(NULL), NULL, NULL, NULL, NULL, "DirectXExample", NULL };
RegisterClassEx(&wc);
HWND hwnd = CreateWindow(wec.lpszClassName, "DirectX Example",
WS OVERLAPPEDWINDOW, 100, 100, 800, 600, NULL, NULL, wc.hInstance, NULL);
// Mannmanm3amus DirectX
ID3D11Device* dev;
ID3D11DeviceContext* devcon;
IDXGISwapChain* swapchain;
D3D FEATURE LEVEL level,
D3D11CreateDeviceAndSwapChain(NULL, D3D DRIVER TYPE HARDWARE,
NULL, 0, NULL, 0, D3D11_SDK VERSION, NULL, &swapchain, &dev, &level, &devcon);
/I Co3nanue Oydepa 3aanero 6ydepa u oToOpaskaeMoii MOBEPXHOCTH
ID3D11Texture2D* pBackBuffer;
swapchain->GetBuffer(0, uuidof(ID3D11Texture2D), (LPVOID*)&pBackBufter);
dev->CreateRenderTargetView(pBackBuffer, NULL, NULL);
pBackBuffer->Release();
/I Hactpolika 00bekToB DirectX asisi OTpUCOBKH TpEyrojabHUKa
devcon->OMSetRenderTargets(1, NULL, NULL);
devcon->IASetPrimitiveTopology(D3D11 PRIMITIVE TOPOLOGY_TRIANGLELIST);
// KoopArHATBI BEPIIUH TPEYroJbHUKA
float vertices[] = {
0.0f1, 0.51, 0.0f,
0.51, -0.51, 0.0f,
-0.51, -0.51, 0.0f
¥
/I Co3nanue Oydepa BepUINH
D3D11 BUFFER DESCbd={0};
bd.Usage = D3D11_USAGE DEFAULT;
bd.ByteWidth = sizeof(vertices);
bd.BindFlags = D3D11 BIND VERTEX BUFFER;
bd.CPUAccessFlags = 0;
D3D11_SUBRESOURCE_DATA initData = { vertices, 0, 0 };
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ID3D11Buffer* pVBulffer;
dev->CreateBuffer(&bd, &initData, &pV Buffer);
// OCHOBHOM UK 00pabOTKH COOOLICHUN U OTPUCOBKH
ShowWindow(hwnd, SW_SHOWDEFAULT);
MSG msg;
while (true) {
if (PeekMessage(&msg, NULL, 0, 0, PM_REMOVE)) {
if (msg.message == WM_ QUIT) break;
TranslateMessage(&msg);
DispatchMessage(&msg);
}
// O4ncTKa SKpaHa
float clearColor[4] = { 0.0f, 0.0f, 0.0f, 1.0f };
devcon->ClearRenderTargetView(NULL, clearColor);
// YcranoBka Oydepa BepmnH
UINT stride = sizeof{(float) * 3;
UINT offset = 0;
devcon->IASetVertexBuffers(0, 1, &pVBuffer, &stride, &offset);
// OTpHCOBKa TPEYrOJIbHUKA
devcon->Draw(3, 0);
// TlepexiroueHue 3aAHETO U nepeaHero oygepon
swapchain->Present(0, 0);
}
// Ouuctka pecypcoB DirectX
pVBuffer->Release();
swapchain->Release();
dev->Release();
devcon->Release();
return 0;
h
LRESULT CALLBACK WindowProc(HWND hwnd, UINT uMsg, WPARAM wParam,
LPARAM [Param) {
if (uMsg == WM_DESTROY) {
PostQuitMessage(0);
return 0;

}

return DefWindowProc(hwnd, uMsg, wParam, |Param);
}

OTOT KOI CO3JaeT OKHO HpuioKeHus, umHunuamusupyer DirectX 11 mns oroOpaskeHHs
TPEYToJIbHUKA Ha SKpaHe M 00pabaThiBaeT OCHOBHOM LMK cooOmmenuid Windows ajisi OTpUCOBKH.
On npezacrasinseT 6a30BbIi madM0H I ucnonb3oBanus DirectX B npunoxenun Ha C++.

IIpumenenus oubnuomex OpenGL u DirectX 6 obnacmu mpexmepHoi usyanuzayuu
bubnuorexkn OpenGL u DirectX sBISIOTCS OCHOBHBIMM MHCTPYMEHTaMH JUISI TPEXMEpPHOU
BU3YyaJIM3allMK U rpa@UKu B UHAYCTPUU Pa3pabOTKHU UTP, MOJIEIUPOBAHMS, BU3YAJIM3AlUN TaHHBIX,
ApPXUTEKTYPHOTO MPOEKTUPOBAHMUS M MHOTHX JpYyrux obnacteil. BoT Heckoilbko NpUMEPOB HX
IIPUMEHEHHUS:
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1. Pa3pabGoTka KOMIBIOTEPHBIX UTp: OO OMOIMOTEKH SIBISIOTCS OCHOBOW JISI CO3TaHHS
rpaduueckoi cocrapnsomeid urp. OHU MperoCTaBIAIOT PYHKIUU A7 OTOOPAKEHUS TPEXMEPHBIX
00BEKTOB, YIpaBICHHs TEKCTYpPaMH, OCBEIICHUEM, TEHSIMHU U JPYTUMH BH3YyaJbHBIMU 3(dexramu,
YTO IIO3BOJISIET CO3/1aBaTh PEAIMCTUUHBIE UTPOBBIE MUPHI.

2. Menununckas Busyanuzaius: B obmactu meaumuasl OpenGL u DirectX ncronb3yroTcst
JUIS CO3JJaHUS TPEXMEPHBIX MOJIEei OpraHoB, CUMYJISLUN MPOLEAYp, BU3yaTnu3alluy MEAUIIMHCKUX
nanHbIX (Harpumep, cHUMKOB MPT nmm KT) u pazpabotku nmporpamm i 00ydeHUs MEAUIUHCKIX
CIELIMAJINCTOB.

3. Hayunas Busyanuzanus: bubamorexku UCMoNb3yOTCS Ui BU3yalu3allii HAyYHbIX JaHHBIX,
TaKHX KaK MOAEIUPOBAHUE MOJIEKYISIPHBIX CTPYKTYp, aCTPOHOMUYECKHE JaHHbIE, [€OJIOTHUYECKHE U
reorpauueckue KapThl, YTO IOMOTAaeT Y4YEHBIM JIydllle MOHUMATh M HCCIEIOBATh CIIOKHBIC
JTaHHBbIE.

4. ApxurektypHoe mnpoektupoBanue: OpenGL um DirectX wucrmonb3yroTcs I CO3MaHUS
BU3YQJIM3AlMi apXUTEKTYPHBIX IPOEKTOB, IO3BOJISS apXUTEKTOpaM M Ju3ailHepaM co037aBaThb
TpEXMEpHbIE MOJIENH 3AaHUN, HHTEPHEPOB U JIAHIIAPTOB JUIsl O0JIee HAIVISAHOIO MPEICTaBICHUS
IIPOEKTOB 3aKa3UMKaM.

5. Ob6pazoBanue: B oOpa3oBarenbHBIX IeNsX OUOMMOTEKH NPUMEHSIOTCS A CO3/IaHUA
MHTEPAKTUBHBIX OOYYAIOIIUX MPOrpaMM, TPEXMEPHBIX MOZAENEH W CHUMYJISIUM AJii TOMOIIU B
00y4eHUU CTYIEHTOB Pa3INYHBIX TUCIHILUINH, CBI3aHHBIX C TPEXMEPHOW BU3yaTH3aIHCH.

6. BupryanpHas peaJlbHOCTh W JIOTIONHCHHAs peanbHOCTh: O0e OMOIMOTEKH IIHUPOKO
UCIONB3YIOTCS B pa3paborke VR um AR mpunokeHu#t A cO3AaHUS MHTEHCUBHBIX TPEXMEPHBIX
Cpell, B KOTOPBIX MOJIb30BaTeNId MOTYT B3aUMOACHCTBOBATh C BUPTYAIbHBIMU OOBEKTAMH.

Ot OMOIMOTEKH  MPENOCTABIAIOT — Pa3pabOTUYMKAM  HMHCTPYMEHTBHI JUISL  CO3IAaHUs
BBICOKOKAQYECTBEHHOM W HWHTEPAaKTUBHOM TpPEeXMEpHOM Trpadukud B pa3iInyHBIX 00JACTIX,
MOJACpPKUBAsT IMIMPOKHM CHEKTp ammaparHoro oOecledYeHuss W MPENOCTaBIsisi BO3MOXKHOCTH
ONTUMHU3AIMU U CO3/IaHUS CIIOKHBIX BU3YaJIbHBIX 3 (EKTOB.

B xome cpaBaurenbHOro anammza O6ubmuorexk OpenGL m DirectX Obumn paccMOTpeHBI UX
KJIFOUEBbIE TEXHUYECKHE XapakTepucTuku. (O0e OMOMMOTeKH TMPEAOCTABISIIOT  MOITHBIE
WHCTPYMEHTHI 7Sl pabOTHI C TPEXMEpPHOM rpaduKoi, OTHAKO ObUTH BHISIBJICHBI HEKOTOPBIC PA3IMUUs
B 3(h(peKTUBHOCTH MX MCHOJIB30BAaHUS B pa3NUuHBIX cueHapusx. OpenGL nemoncTpupoBana 6osee
BBICOKYIO THOKOCTb B pa0oTe ¢ pa3IMuHbIMH ONEpallMOHHBIMU CHUCTEMaMu, B TO BpeMs Kak DirectX
obecneunBana Oonee 3pPpexTuBHy0 HHTErpannto ¢ Windows-opueHTUpOBaHHBIMU IIaTGOpMaMHu.

AHau3 TEXHUYECKHX AaCHEeKTOB IOKa3al, yTo o0e OMOIMOTEeKM MpenoCTABISAIOT MIMPOKUN
(GYHKIIFOHAT 7Sl CO3/IaHUsl TPEXMEPHBIX CIIEH M YIpaBleHUs BuU3yalbHbIMH d(hdexramu. OgHaKo,
HaOMIONAUCh pPa3IMyMsl B MpOIecCe WMHUIMAIM3AIUMU M KOMIWIALWU MIeWIepoB, IA€ OJHa
OoubnuoTeka mnposiBisiiaa Oojiee MHTYUTHBHBIA IMOAXOJI K HAcCTpOHKe, B TO BpeMs Kak Jpyras
npesiaraia OONIbIIYI0 THOKOCTh B MAHUITY/ISIIUU BU3YaTbHBIMU Y (EeKTaMu.

Ha npumepax peaibHBIX CIieHapHeB Oblia MOKa3aHa 3(PQPEKTUBHOCTb M THOKOCTh 00enx
6ubnuorek B pa3zpaboTke TpexMepHbIX Bu3yanuzanuil. OpenGL nposiBuia cBOO yHUBEPCAIbHOCTh
Y IPUMEHUMOCTD B IIMPOKOM CHEKTpe MmIaTgopm, B To BpeMs Kak DirectX oTIMYHO cripaBisuiach ¢
MHTerpanueil Ha miargopmMax, oCHOBaHHbIX Ha Windows.

Hcxonst U3 MpoOBEACHHOTO aHAJIN3a, MOXKHO CJIeNIaTh BBIBOJ, YTO 00€ OMOIMOTEKH UMEIOT CBOU
CHJIBHBIE CTOPOHBI M TOJIXOJAT JUISl pa3IMYHbIX CLIEHAPHEB pa3pabOTKU TPEXMEPHOH BU3yaln3allnu.
Pexomenayercs BbIOOp OMOMMOTEKM B 3aBUCHMOCTH OT CHEHUGUKH TPOEKTa M IEJIEBOM
1aTHOPMBbI, YUUTHIBAsI UX TEXHUYECKHUE OCOOCHHOCTH M YPOBEHb MHTETPAIIUH.

Pa3zButne O6ubmmorek OpenGL u DirectX ocraercs BaKHBIM HaIlpaBICHUEM I UHIYCTPUU
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TpexXMepHOW Bu3yanu3anuu. OntuMmuzanus padoThl ¢ rpaduKol, MOAAEpKKAa HOBEHIITHX
TEXHOJIOTUH W YIydIIEeHHE MPOM3BOIUTEIBHOCTH SBISIFOTCS KIIOUCBBIMH aCIIEKTaMH, KOTOpPBIC
MOTYT M3MEHUTH OOJHUK OYyIyIIMX TPEeXMEpHBIX HMPOeKTOB. IlocTosiHHOE pa3BUTHE U OOHOBJIECHHE
THX OMOIMOTEK obecreunT pa3paboTuMKaM HOBBIE HHCTPYMEHTBHI M BO3MOXKHOCTH JUIS CO3TAaHUS
YBIICKATEIBHBIX M BHICOKOKAYE€CTBEHHBIX TPEXMEPHBIX MUPOB.
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