MHCTAaHUMPOBAHUE, MAN MHCTAHCUHT , NN
MHCTAHLUMPOBAHHbIN PEHAEPUHT

KomnbtoTepHas rpadpuka
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MHCTaHUMPOBAHME, NN MHCTAHLMPOBAHHbIN PEHAEPUHT

NHcTaHcuHr (Instancing) nan MHcTaHumMpoBaHHbIN peHaepuHr (Instanced Rendering) — 3To TexHUKa
ONTUMM3ALUKU, KOTOPaA NO3BONAET OTPMUCOBATH 6ONbLLIOE KONMYECTBO OAMHAKOBbIX (MM NOYTU OAMHAKOBbIX)
3D-06bekKTOB (Hanpumep, AepeBbs, TPABY, NY/IN, MEPCOHAXKeW To/Nbl) 3a 0ANH Bbi3oB oTpucoBKM (draw call).

Kaxabi oTaenbHbIM 0OBEKT B TAKOW rpynne Ha3biBaeTca MHCTaHcoM (instance).

Apyrumun cnosamm, 3To Cnocob BbINONHEHUA OAHUX N TEX XKE KOMaHA PUCOBAaHMA MHOrMo pa3 nogpaa,
NPUYEM KarKaana U3 HUX JAET HECKO/IbKO MHOM pe3ybTar.

3TO MOKET bbITb 04eHb 3ODPEKTUBHBIM METOAOM PeHAEPUHIa 60NbLLIOro 06beMa reoMeTpmum C OYEHDb
Hebo/IbLIMM KONIMYeCcTBOM Bbi30BOB API



Y10 XOTenochb ool

CueHa, cogeprKallyto OrPOMHOE KOJIMYeCcTBO moaeneit 06beKkToB, MPUYem NPENMyLLLECTBEHHO
3T MOJENIN COAEPKaT OANHAKOBbIE BEPLUMHHbIE AaHHble, Pa3HATCA TOJIbKO MaTPULLb

TpaHcPopMaL MU, MPUMEHEHHbBIE K HUM.

Hanpumep, nec n3 10 000 aepeBbEB.



bes3 nHcTaHcuHra (HamBHbIM noaxoa)

for (unsigned int ix = 0; ix < model_count; ++ix) {
// npussAsKa VAO, TeKcTyp, yCTaHOBKa lOHMGOPMOB, NMPou...
DoSomePreparations();
gIDrawArrays(GL_TRIANGLES, O, vertex_count);

}

1. 3arpyraeTe B BUAeONaMATb Mell (reomeTpuio) oaHOro aepeBsa.
2. B ocHoBHOM UMKne peHaepuHra aenaete 10 000 BbI30BOB OTPUCOBKM (MO OAHOMY Ha KaxKaoe AepeBso).

3. [lepepn Ka*kablm BbI30OBOM:
* YcTaHaB/AMBAETE MUPOBYIO MATPULY ANA KOHKPETHOro AepeBa (ero no3uumio, NoBopoT, MacwTab).
* YcTaHaBAMBAETE €ro YHMKaA/IbHbIE NapamMeTpbl (Hanpumep, UBET IUCTbEB).
* Bobi3biBaeTe glDrawArrays nnm glDrawElements.



[Tpobnembl

Mpn peHaepe MHOXECTBA 3K3eMN/IAPOB OA4HOMN U TOM e MoAeNn Mbl BbICTPO AOCTUTHEM BYTbIZIOYHOTO
rop/bilIKa B N1aHe NPOU3BOAMUTENbHOCTU — MM CTaHET MHOKECTBO Bbi30BOB (PYHKLMIA OTPUCOBKN NPUMUTUBOB.

Mo CpaBHEHMIO C BpEMEHHbIMM 3aTpPaTaMM HA HENOCPEACTBEHHbIN peHAaep, nepeaaya AaHHbIX B GPU 0 Tom, 4To
Bbl XOTUTE YTO-TO OTPEHAEPUTL, C NOMOLLbI0 GyHKUMM TMNa glDrawArrays nnm glDrawElemenets 3aHnmaeTt
BeCbmMa OLyTUMOe Bpems.

3To BpemaA yxoAUT Ha NOAroTOoBKY, Heobxoaumyto OpenGL nepea HenocpeACcTBEHHbIM BbIBOAOM AaHHbIX
BEPLIUH: nepeaaya B GPU aaHHbIX 0 TeKywem bydepe YTeHUA AaHHbIX, PacCnoN0OKEHUN N dopmMaTe AaHHbIX
BEPLUMHHbIX aTPUOYTOB M Npoyas, npoyas.

N Becb 3TOT 0O6MeH ocyLLEeCcTBASETCA NO OTHOCUTENbHO HebbicTpoi wunHe, ceasytower CPU n GPU.

CKknagpblBaeTca napaaoKcaibHas CUTyaLuA: peHaep BepLUMHHbIX AaHHbIX MO/IHUEHOCEH, HO BOT Nepepaya
KOMaHp, Ha OocyLlecTBaieHUe peHaepa A0B0/IbHO MmeaeHHas.



Lenb

Bblno 6bl 340POBO UMETb BO3MOXKHOCTb OTNPaBUTb HEOOX0AMMble AaHHbIe B BUAEOKAPTY OAHOKPATHO,
a 3aTem BCero ogHMM BbI30BOM nonpocuTb OpenGL ocylecTBUTb peHAEepP MHOMKeCTBa 0OBEKTOB,

MUCMNOJIb3YA 3TN AadHHbIE.



MHCTAQHCUHT

NHCTAaHCUHI — TEeXHO/10TM1A, NO3BONAOLWAA BbIBOAUTb MHOXKECTBO 0OBEKTOB, NCNO/1b3YA OAUH Bbi30B
PYHKUUN OTPUCOBKMU, 4YTO n3baBnaeT Hac oT amwHero obmena CPU -> GPU npu peHaepe.



KaKk paboTaeT MHCTaHCUHI?

NHCTaHCUMHT 06beagMHAET OTPUCOBKY BCEX MHCTAHCOB B OAWH BbI30B
B BMAEONamATb 3arpy»KaeTca Bcero ogHa Konua meLla (BepLlmHHbIE N UHAEKCHble bydepbl) ana 6a3oBoro ob6bekTa
Co3paétcs otaenbHbiM Instance Buffer (maccuB gaHHbIx B namATn GPU), KOTopbIN cOAEPKUT BCE YHUKANbHbIE
napameTpbl ANA KaXaoro nHcrtaHca. ObbI4HO 370!

 MupoBaa maTpuua (no3mumna, NoBopoT, MacwTab)

e LiBeT nau gpyron napameTp 419 BapUaTUBHOCTU

* TeKcTypa (ecnm MHCTaHCbl UCNONb3YIOT Pa3Hble TEKCTYPbI U3 aTaaca)
Bbino/nHAETCA BCEro oAnH BbI30B OTPUCOBKMK, Hanpumep, giDrawElementsinstanced. B HEm yKa3biBaeTca:

* KakKylo reomeTpuio UCNo/1b30BaTb (BEPLIMHHbBIN Bydep moaenn)

e CKONbKO MHCTAaHCOB HY»HO oTpucoBaTth (10 000).

* Ccbl/IKy Ha bydep MHCTaHCOB

GPU 6epét 6a30BYyt0 reOMETPUIO U NPOroHAET e€ Yepes BEePLUMHHbIN Wernaep ANA KaXKA0oro MHCTaHca.

B BEpLUMHHOM LIenaepe Bbl NONyYaeTe A0CTYN K bydepy nHctaHcos (06bIYHO Yepe3 aTpmnbyTbl BEPLUNH UK
cneumanbHblie bydepbl) U ncnonblyeTe YHUKANbHbIE AaHHble MHCTAHCca (ero maTpuy), 4Tobbl Npeobpa3oBaThb
BEPLUMHDbI.



Bce, uTo HYXHO CAe/laTb AJ1IA4 HaYaJla UCTTOJ/Ib3OBaAHWUA MHCTAHCUHTIA:

CMeHUTb Bbi30Bbl glDrawArrays un glDrawElemenets Ha

glDrawArraysinstanced n gIDrawElementsinstanced cooTBeTcTBEHHO.

Bepcuu, nogaeprknBatoLme MHCTAHCUHT, NPUHUMAKOT OAUH AONO/IHUTE/IbHbIMA NapameTp, MOMUMO YXKe
3HAaKOMbIX MO 0ObIYHbIM BEpPCUAM PYHKLMIA.

ITOT NapamMeTp — YMC/I0 SK3EMMNNAPOB UMHCTAHCUHTA, T.€. YUC/1I0 OTPUCOBbLIBAEMbIX IK3EMMASAPOB
MOJENMN.

Takum obpasom mbl eaAMHOKAbl Nepegaém GPU Bce Heobxoammble Ansa peHaepa JaHHble, a 3aTemM
coobllaem emy KaK OCYLLLECTBUTb PEHAEP KeaeMoro YMcaa sK3emnaaposB o6beKTa Bcero 3a oguH

BbI30B CNeunasibHON GYHKLUUMN.

N BUaeoKapTa OTPUCYEeT BCe MHOXKECTBO 06beKToB 6e3 noctossHHOro obpatueHms K CPU.



9TOro I Mbl XoTenm?

BbiBeas TbicAYM OOBEKTOB OAHMM U TEM e 0O6pa3om, B OAHOM U TOM e MONOKEHUU, Mbl B UTOTe
BCE PaBHO NMOIy4MM U306parkeHue egUHCTBEHHOro 06beKTa — BCe IK3eMMAAPbI OKAXKYTCA
HaNOXeHbl APYr Ha APYra
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PeweHune aton npobaembl

[Ana peweHna aston npobaembl B BEPLUNHHbBIX LUernaepax AOCTyNHa BCTpoeHHasa nepemeHHana GLSL
gl_InstancelD.

Mpu ncnonb3oBaHuun AN peHaepa GyHKUUM, NoAaepHKUBaOLWMX UHCTAHCUHT, 3HAYeHUe JaHHOM
nepemeHHoOM byaeT yBeIMunBaTbCA Ha eAUHULY A1 KaXKA0ro BbIBOAMMOrO 3K3eMNAsApa, Ha4MHas C HyAs.

Taknum obpaszom, peHaepsa 43-un sk3emnaap 06bEKTA, B BEPLUMHHOM wWenaepe mbl nonydmm gl_InstancelD
PaBHYIO 42.

iMmes YHUKaNbHbIN MHAEKC, COOTBETCTBYIOLWMIA 3K3eMMIAPY, Mbl MOI/IN Bbl, K NPUMeEpY, UCMONb30BaTb ero
N5 BbIBOPKM N3 BONbLLIOTO MaccnBa BEKTOPOB MOJIOKEHUN, Aabbl OCYLLLECTBUTL PEHAEP KaXKAoro
3K3emMnasapa B onpeaeieHHOM MecTe CLEHbI.



Ecaim XoTum TaK

[MpAMOYrosbHUKKU B CmeleHue
HOPMaIM30BaHHbIX onpeaenAaeTca c
KoopAuHaTax MOMOLLbIO BbIOOPKU
YCTPOWCTBA C N3 OHNPOpPMa,
NOMOLLbIO npeacTaBnAoWwero
eNHCTBEHHOro cobon maccus,

coaeprkawmm ctTo
BEKTOPOB CMeELLEHUS.

Bbl30Ba OTPUCOBKMN.
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[1aHHble AN OAHOTO MPAMOYTO/IbHMKA

float quadVertices(] = { KaXabli NPAMOYrONIbHUK COCTaB/IEH M3 [IBYX TPEYTrO/bHUKOB, YTO
// xoopauHatel // useta 0a8T HaM LWECTb BEPLUMH.
-0.05f, 0.05f, 1.0f, 0.0f, 0.0f,
0.05f, -0.05f, 0.0f, 1.0f, 0.0f, Ka/aan BepLlunMHa COAepXUT ABYXKOMMNOHEHTHbIN BEKTOP
-0.05f, -0.05f, 0.0f, 0.0f, 1.0f, TONOKEHIA M BEKTOP LBeTa.
-0.05f, 0.05f, 1.0f, 0.0f, 0.0f, Pasmep TpeyronbHWKOB NofobpaH AOCTaTOYHO MaseHbKUM, YTOGbI
0.05f, -0.05f, 0.0f, 1.0f, 0.0f, KOPPEKTHO 3aN0NHATb 9KPaH B 6OMbLLIMX KOAMYECTBaXx:

0.05f, 0.05f, 0.0f, 1.0f, 1.0f



PparmMeHTHbIN Wenaep

#version 330 core
out vec4 FragColor;

in vec3 fColor;

void main() {
FragColor = vec4(fColor, 1.0);

}

LiBeT npsamoyronbHWKa 3a4aeT pparmeHTHbIN Wenaep, KOTopbiv NPOCTO NepeHanpaBaAaeT NoJYYEHHbIN
N3 BEPLUMHHOIO Wenaepa UHTEPNOIMPOBAHHbIN LBET BEPLUMHbI NPAMO Ha BbIXOAHYIO NEPEMEHHYIO



BeplwWKMHHbBIN Wenaep

#version 330 core
layout (location = 0) in vec2 aPos;
layout (location = 1) in vec3 aColor;

out vec3 fColor;

uniform vec2 offsets[100]; 3aecb Mbl 06bABMAN OHMDOPM-MaccuB offsets,
COAEePXaL NI CTO BEKTOPOB CMELLLEHUS.
void main()
{ B Koae wenaepa Mbl Nosly4aem 3HaYeHUue
vec2 offset = offsets[gl_InstancelD]; CMeLLEeHMA nyTem BbIDOPKM N3 maccuBa no
gl_Position = vec4(aPos + offset, 0.0, 1.0); 3Ha4YeHuto nepemeHHon gl_InstancelD.

fColor = aColor;

}



3aN0/IHEHWE MACCMBA CMELLEHUW

glm::vec2 translations[100];

int index = 0;

float offset = 0.1f;

for(inty=-10; y<10;y +=2) {

for(int x =-10; x < 10; x +=2) {

glm::vec2 translation;
translation.x = (float)x / 10.0f + offset;
translation.y = (float)y / 10.0f + offset;
translations[index++] = translation;

}
}

3anosiHAeTCs B NPUNOXKEHUN, A0 BXOAa B OCHOBHOM LMK/ OTPUCOBKMU



[lepenaTb AaHHble B tOHUDOPM-MaACCUB Leraepa

GLint vertexColorLocation = glGetUniformLocation(shaderProgram, "offsets");
glUniform2fv (vertexColorLocation, 100, translations);

void glUniform2fv ( GLint location, GLsizei count, const GLfloat *value );

Ona maccnBoB OHMDOPM-NEPEMEHHbIX CYUTAETCA, YTO KaXKAbIM 3/IEMEHT MacCMBa OTHOCUTCA K
TUNY, YKa3aHHOMY B UMeHU KomaHabl (Hanpumep, glUniform2f nnam glUniform2fv moxxHo
MCMNoO/Ib30BaTb ANA 3arpPy3KM maccmBa tOHUGOPM-NEePEMEHHbIX TUMa vec2).

KonnyectBo 31eMEHTOB MacCUBa IOHNDOPM-NEPEMEHHDbIX, MOANEXKALLNX MOoAUPUKaALMK, 3a0aETCA
napameTpom count



MHCTAHUMPOBAHHbIN peEHAEP

glDrawArraysinstanced nau glDrawElementsinstanced ana Bbi30Ba MHCTAHUMPOBAHHOIO peHaepa

glBindVertexArray(quadVAO);
giDrawArraysinstanced(GL_TRIANGLES, 0, 6, 100);



[Tpobnema

OrpaHunyeHne paspeleHHoro ob6béma oTnpaBafseMbixX Wengepy HNGOPM-AaHHbIX



MHCTaHUMpPOBaHHbIE MaccuBsbl (instanced arrays)

s 06bluHbIX BEPLWUHHDbIX aTpnbyToB GLSL ocywectsnaeTt BbI6OPKY HOBbIX 3HAYEHWNI BEPLUMHHbIX
NAHHbIX C KaXXAbIM o4epeiHbIM BbIMOJIHEHMEM KO/Ja BEPLLUMHHOIO Weaepa.

OpHaKo, 3a1aBasi BEPLUMHHDbIN aTPUOYT KaK MHCTaHLUPOBaHHbIA MAaccUB, Mbl 3acTasnisem GLSL

OCYLLECTBNATb BbIDOPKY HOBOro 3Ha4YeHUA aTPMbyTa ANA KaXKA0ro o4epeaHOro aKsemnaapa ob6vekTa, a
He oyepeaHOM BePLIMHbI 0OBbEKTA.

B uTore MoXHO MCNo/ab30BaTb 06bIUHbIE BEPLUNHHbIE anM6yTbI ANA AaHHDbIX, NpeacTtaB/1EHHbIX
NOoBEPLWLNHHO, 3 UHCTAHUMNPOBAHHDbIE MACCUBDLI /174 AdHHDbIX, YHUKA/IbHbIX ANA 3K3eMNnaAAaApa obbeKkTa.



OBOHOBANEHHbIM KOA Wenaepa

#version 330 core

layout (location = 0) in vec2 aPos;
layout (location = 1) in vec3 aColor;
layout (location = 2) in vec2 aOffset;

out vec3 fColor;

void main() {
gl_Position = vec4(aPos + aOffset, 0.0, 1.0);

fColor = aColor;
}

3necb mbl 6bonee He ncnonbzyem nepemeHHyto gl _InstancelD n moxem Hanpamyro
obpalaTtbca K aTpubyTty aOffset, 6e3 HeobxoaMmocCcTM BbIBOPKKN U3 MacCUBa.



Heobxoanmo coxpaHuUTb AaHHble B 0ObeKTe BEPLUMHHOIO bydepa u
HACTPOUTb YKa3aTenb BEPLUMHHOIO aTpmbyTa.

unsigned int instanceVBO;
glGenBuffers(1, &instanceVBO);
glBindBuffer(GL_ARRAY_BUFFER, instanceVBO);

glBufferData(GL_ARRAY_BUFFER, sizeof(glm::vec2) * 100, &translations[0], GL_STATIC_DRAW);

g|BindBuffer(GL_ARRAY_BUFFER, 0);



HacTpouTb yKa3aTenb BEPLIMHHOIO aTpMbyTa M akTUBMPOBATb aTPUOYT

glEnableVertexAttribArray(2);

gIBindBuffer(GL_ARRAY_BUFFER, instanceVBO);

glVertexAttribPointer(2, 2, GL_FLOAT, GL_FALSE, 2 * sizeof(float), (void*)0);
glBindBuffer(GL_ARRAY_BUFFER, 0);

glVertexAttribDivisor(2, 1);



OyHKuma glVertexAttribDivisor

dyHKUMA yKa3biBaeT OpenGL, korga cheayet ocyLecTBNATb BbIDOPKY HOBOrO 31eMeHTa U3 BEPLUMHHOIO aTpmnbyTa.
glVertexAttribDivisor(2, 1);
MepBbI NapameTp — UHAEKC NHTepecytloLwero aTpubyTa, a BTopon — pasgenutenb atpmbyta (attribute divisor).

Mo ymonyaHuUto OH ycTaHoB/eH B 0, 4To cooTBeTCTBYET 0OHOBNEHUIO aTpubyTa A4 KaxKaom HoBon obpabaTbiBaemown
BEPLUMHHbIM LLENAEPOM BEPLLUNHDI.

YcTaHaBAuMBas 3TOT napameTp B 1, mbl coobuwaem OpenGL o Tom, YTo cieayeT 06HOBNATL aTPUOYT NpU peHaepe
Ka*KJoro nocaeayoLwero sK3emnaspa.

YcTaHOBUB pasaesintesib B 3SHa4YEHNE 2, Mbl obecneunm obHoBNEHME yepe3 Kaxadble ABa 3K3eMMNAAPa, N TaK Aa/iee.
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#version 330 core

layout (location = 0) in vec2 aPos;
layout (location = 1) in vec3 aColor;
layout (location = 2) in vec2 aOffset;

out vec3 fColor;

void main() {
vec2 pos = aPos * (gl_InstancelD / 100.0);
gl_Position = vec4(pos + aOffset, 0.0, 1.0);
fColor = aColor;

}

Monpobyem nocTeneHHO YMEHbLLATb KaXKAbl NPAMOYTO/IbHUK, HAYMHAA C MPABOro BEPXHEro yrna B
HanpaB/€HUN NEBOFO HMXKHETO YI/1a
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