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MHCTaHUMPOBAHWE, UM MHCTAHLMPOBAHHbIN PEeHAEPUHT

NHCTaHUMPOBaHME, UM MHCTAaHLMPOBAHHbIN PeHAEPUHT, — 3TO CNOCOb BbINO/SIHEHUA OAHUX U
TEX e KOMaH/, PUCOBAHMA MHOTO pa3 noapas, NPUYEM KaxKaan U3 HUX A3eT HECKO/IbKO MHOM
pe3ynbTar.

3T0 MoXeT bbITb 0O4eHb 3QPEKTUBHBIM METOAOM PeHAEPUHTa 6oNbLLIOro o6 bema reomeTpum C
O4YeHb HeEBONbLIMM KONN4ecTBOM Bbi30BOB AP



Y10 XOTenochb ool

CueHa, coaeprKalllyto OrpOMHOE KOIMYECTBO Modenei 06 beKToB, MPUYEM NPENMYLLLECTBEHHO
3T MOAENN coAepKaT OANHAKOBbIE BEPLUMHHbIE AaHHble, PA3HATCA TONIbKO MaTPULibI
TpaHchopMaL MU, NPUMEHEHHbIE K HUM.



KaK-TO TakK

for (unsigned int ix = 0; ix < model_count; ++ix) {
// npusaAsKa VAO, TEKCTYp, YCTaHOBKa OHUPOPMOB, MPOou...
DoSomePreparations();
gIDrawArrays(GL_TRIANGLES, O, vertex_count);

}



[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 yxXoAUT Ha NOAroTOBKY, Heobxoaumyto OpenGL nepes 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 06MeH ocyLLEecTBASIETCA NO OTHOCUTENbHO HebbicTpou WwunHe, ceasytowen CPU n GPU.

CKnagbliBaeTcA napaAoKcCa/ZibHaA CUTYyaUuuA: peHaep sepllnHHbIX AaHHbIX MO/THUEHOCEH, HO BOT nepeaaya
KOMaHA Ha ocyuiectB/ieHUNneE peHaepa 408B0/IbHO meaneHHasn.



Lenb

Bblno 6bl 340P0OBO UMETb BO3MOXKHOCTb OTNPaBUTb HEOBX0AMMbIe AaHHbIe B BUAEOKAPTY OAHOKPATHO,
a 3aTem BCero ogHMM BbI30BOM nonpocuTb OpenGL ocylecTBUTb peHAEepP MHOMKeCTBa 0OBEKTOB,

MUCMNOJIb3YA 3TN AadHHbIE.



MHCTAQHCUHT

NHCTAHCUHI — TEeXHO/10TM1A, NO3BONAOLW,AA BbIBOAUTb MHOXKECTBO 06 BHEKTOB, NCNO/1b3YA OAUH Bbi30B
PYHKUMM OTPUCOBKMU, YTO n3baBnaeT Hac oT amwHero obmena CPU -> GPU npu peHaepe.



Bce yTo HYXHO CAe/laTb AJ1IA4 HaYaJla NCTMOJ/1Ib3OBAHWA MHCTAHCUHTA.

CMeHUTb Bbi3oBbl glDrawArrays n glDrawElemenets Ha

glDrawArrayslinstanced n gIDrawElementsinstanced cooTBeTcTBEHHO.



Bepcuu, nogaeprkusatowme MHCTAHCUHT, NPUHMMAIOT OAMH AONO/IHUTENIbHbLIN NAapameTp, MOMUMO
Y€ 3HaKOMbIX N0 O0ObIYHbIM BEPCHMAM GYHKLMUNA.

3TOT NapaMeTP — YUC/I0 IK3EMMNIAPOB MHCTAHCUHTA, T.€. YNC/I0 OTPUCOBbLIBAEMbIX IK3EMMNIAPOB
MOaenNu.

Taknm obpasom mbl eanHoKAbl Nnepenaém GPU Bce Heobxoaumble ana peHaepa AaHHble, @ 3aTem
cooblaem emy KaK OCyLLEeCTBUTb PEHAEP KeNaeMoro YMc/ia 3K3eMniapoB ob6beKTa BCcero 3a oAuH

BbI30B CreunanbHON GyHKUUN.

N BuaeoKapTa OTPMUCYET BCE MHOXKECTBO 06beKTOB 6e3 NocToAHHOro obpauwerHmsa kK CPU.



9TOro I Mbl XoTenm?

BbiBeaA TbicA4YM 0OBEKTOB OAHMM U TEM Ke 06pa3oMm, B OAHOM U TOM e NOSIOKEHNU, Mbl B UTOTE
BCE PaBHO NOAYyYMM U306parkeHMe eaAUHCTBEHHOIO 06 beKTa — BCE IK3EMM/IAPbI OKAXKYTCH
HaNOMKeHbl 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 yBeIMuMBaTbCA Ha eAUHULY A9 KaXKA0ro BbIBOAMMOrO 3K3eMnasApa, Ha4MHas C HyAs.

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

iIMmesi YHUKaNbHbIN MHAEKC, COOTBETCTBYIOLLUIA 3K3EeMNAAPY, Mbl MOIIN Bbl, K NPUMeEpPY, NCMOJIb30BaTb ero
N5 BbIBOPKM N3 BONbLLIOTO MaccnBa BEKTOPOB MOJIOKEHUN, Aabbl OCYLLLECTBUTL PEHAEP KaXKAoro
3K3emMnasapa B onpeaeieHHOM MecTe CLEHbI.



Ecaim XoTum TaK

[MpAMOYrosbHUKKU B CmeleHue
HOPMaIM30BaAHHbIX onpeaenaeTca cC
KoopAuHaTax MOMOLLbIO BbIOOPKU
YCTPOWCTBA C N3 OHNPOpPMa,
NOMOLLbIO npeacTaBnAoWwero
eANHCTBEHHOrro cobon maccus,

coaeprkawmm cto
BEKTOPOB CMeELLEHUS.

Bbl30Bad OTPUCOBKMW.
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[1aHHble AN OAHOTO MPAMOYTO/bHMKA

float quadVertices(] = { KaXabli NPAMOYroNIbHUK COCTaB/IEH U3 [IBYX TPEYIrO/IbHUKOB, YTO
// koopaunHaTel // ugeTa [,AET HaM LIECTb BEPLLMH.
-0.05f, 0.05f, 1.0f, 0.0f, 0.0f,
0.05f, -0.05f, 0.0f, 1.0f, 0.0f, Kax4an BepLinHa CoAepXUT ABYXKOMMNOHEHTHbIN BEKTOP
-0.05f, -0.05f, 0.0f, 0.0f, 1.0f, ONOMEHIS 1 BEKTOp LBETa.
-0.051, 0.051, 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
M3 BEPLUMHHOIO Weraepa MHTEPNOANPOBAHHbIN LBET BEPLUMHbI MPAMO HA BbIXOAHYH 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 06baBMAK OHUPOPM-MaccuB offsets,
COAEePXaL NI CTO BEKTOPOB CMELLLEHUS.
void main()
{ B KoAe wengepa Mmbl NONYy4aem 3HaYEHME
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 CMELLEHUNW

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;

}
}

3anonHAeTCs B NPUNOMKEHUN, 10 BXOAA B OCHOBHOM LIMKA 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 maccuBoB OHMDOPM-NEPEMEHHbIX CYUTAETCA, YTO KaXKAbIM 3N1EMEHT MACCMBA OTHOCUTCA K TUNY,
YKa3aHHOMY B MMeHU KomaHabl (Hanpumep, glUniform2f nam glUniform2fv moxHo ncnonb3osatb
ANA 3arpy3Kn maccmsa toHMGOPM-NepeMeHHbIX TUMa vec2).

KonnyectBo 3IeMEHTOB MAacCUBaA FOHNDOPM-NEPEMEHHDIX, MOANEXKALLUX MOANPUKALMK, 3a0aETCA
napameTpom count



MHCTAHUMPOBAHHbIN peEHAEP

glDrawArraysinstanced nau glDrawElementsinstanced ana Bbi30Ba MHCTAHUMPOBAHHOIO peHaepa

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



[Tpobnema

OrpaHunyeHne paspeleHHoro o6beéma oTnpaBaseMbIX Wengepy HNGOPM-AaHHbIX



MHCTaHUMpPOBaHHbIE MaccuBsbl (instanced arrays)

[na 06bluHbIX BEpPLWUHHDbIX aTpnbyToB GLSL ocyliectBnaeT BbI6OPKY HOBbIX 3HAa4YEHUNI BEPLUMHHbIX
NAHHbIX C KaXXAbIM o4epeiHbIM BbIMOJIHEHMEM KO/a BEPLLUMHHOIO Weaepa.

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

OCYLLEeCTBNAATb BbIOBOPKY HOBOrO 3HaYeHMA aTpMbyTa ANA KaXKAO0ro ovepeHoro aksemnasapa obvekra, a
He oYyepeaHOW BepLWMHbl 0O6bEKTA.

B uTore MoXHO MCNo/ab30BaTb 06bIUHbIE BEPLUNHHbIE anM6yTbI ANA AaHHDbIX, NpeacTtaB/1EHHbIX
NOoBEPLLUNHHO, 3 UHCTAHUNPOBAHHDbLIE MACCUBDI /174 AdHHDbIX, YHUKAJZIbHbIX A1 3K3eMnAApa obbekTa.



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 ncnonbayem nepemeHHyto gl _InstancelD n moxem Hanpamyro
obpaliaTtbea K aTpubyTty aOffset, 6e3 HeobxoaMmocTb BbIOOPKK N3 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);

glBindBuffer(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);
MepBbIM NapameTp — MHAEKC MHTepecytlowero aTpnubyTa, a BTopon — pasgenutenb atpmbyta (attribute divisor).

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

YcTaHaBAmBaA 3TOT napameTp B 1, mbl coobwaem OpenGL o Tom, 4To cneayet obHOBAATL aTpUbYT Npu peHaepe
Ka*K4oro nocneayoLwero sksemnaapa.

YcTaHOBMB pa3fennTesb B 3Ha4YeHue 2, Mbl obecneynm obHOBNEHME Yepes KaxKkable Ba IK3eMnasapa, U Tak ganee.
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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/lEHUN NEBOFO HMXKHETO YI/1a






	Слайд 1, Инстанцирование, или инстансинг , или   инстанцированный рендеринг
	Слайд 2
	Слайд 3, Инстанцирование, или инстанцированный рендеринг
	Слайд 4, Что хотелось бы
	Слайд 5, Как-то так
	Слайд 6, Проблемы
	Слайд 7, Цель
	Слайд 8, Инстансинг
	Слайд 9, Все что нужно сделать для начала использования инстансинга: 
	Слайд 10
	Слайд 11, Этого ли мы хотели?
	Слайд 12, Решение этой проблемы 
	Слайд 13, Если хотим так
	Слайд 14, Данные для одного прямоугольника
	Слайд 15, Фрагментный шейдер
	Слайд 16, Вершинный шейдер
	Слайд 17, Заполнение массива смещений
	Слайд 18, Передать данные в юниформ-массив шейдера
	Слайд 19, Инстанцированный рендер
	Слайд 20, Проблема
	Слайд 21, Инстанцированные массивы (instanced arrays)
	Слайд 22, Обновлённый код шейдера
	Слайд 23
	Слайд 24, Настроить указатель вершинного атрибута и активировать атрибут
	Слайд 25, Функция glVertexAttribDivisor
	Слайд 26
	Слайд 27
	Слайд 28

