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[Touemy Vulkan? ®unocodpua API

Vulkan — HE 3aMeHa OpenGL, 3To napannenbHas BeTKa /19 BbICOKOHarpy><eHHbIX CUCTEM.

Ero cozpgaBanu, ornaabiBadAcb Ha coBpeMeHHbIX rnraHtoB Bpoae Unreal Engine 5 1 Doom Eternal.

Vulan.

Vulkan nmeeT ogHO HEOCNOPUMOE NMPENMYLLLECTBO — MOJTHYIO Kpocc-n1aTpOpPMEHHOCTb, UTO NO3BONAET
pa3pabaTbiBaTb NpunoXxeHme ogHoBpeMeHHo nog Linux, Windows n Android

B3ameH, BaM npuaetca pabortaTtb ¢ MeHee abcTpakTHbIM 1 6onee cnoXxHbiM API.
Kaxxpasa menoub, cBA3aHHasa ¢ API, byaeTt HacTpamnBaTbCs BaMU C HY/A.

Opaneep 6yaeTt MeHblLIE Bac orpaHnumnBaTbh, a 3TO O3Ha4aeT, UTo BaM npuaertca npoaenatb 6obLUe
paboTbl, UTO6LI 06ecneunTb NpaBUIbHOE NMOBEeAEHME BALLIETO MPUNOXKEHUA.

2026 CoBpeMeHHble TEXHOMOTMU KOMMbIOTEPHOW rpaduKn U peHaepuHra 5
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Po>kgeHune Vulkan. lcTtopunyeckaa cnpaBka

2013: AMD aHoHcupyeT Mantle (Hn3koyposHeBbl APl gna apxmutektypbl GCN (Graphics Core Next) )
2015: Khronos Group npuHnMaeTt Mantle kak ocHoBy ana Next Generation OpenGL

16 peBpana 2016: Penns Vulkan 1.0

2018: Vulkan 1.1 (MHOroycTpoOmMCTBEHHOCTD)

2019: Vulkan 1.2 (nHTerpaumsa pacuimpeHmnn)

2022: Vulkan 1.3 (ynpolieHue, 8 KNHYEBbIX paCLUMPEHUIN BKAKOYEHBI B A4P0)

[Mnatn 3a 10, UTO ncrnossb3dyelb — HNYEro 3a CNMHON

COBpeMeHHbIe TEXHOJ/TIOTNU I(OMI'IbI-OTepHOPI rpacb|/||<|/1 npeHgepumHra
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CpaBHeHME NMpPon3BOANTENILHOCTM

Draw Calls per frame OpenGL FPS Vulkan FPS

95 245
18 190
4 98

BoiBos,: Vulkan Mmacwtabupyetca Ha cno>kHble cueHbl, OpenGL ynunpaetca B CPU overhead

CoBpeMeHHbIe TEXHOMOT KOMMbIOTEPHOM rpaduKn 1 peHaepuHra
DemaHeHko A.M. MMMuKH HO®Y
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MHOronoTo4YHOCTb KakK rnaBHaa ¢uya

Cxema OpenGL:

[Main Thread] - glDraw (>kgaTtb) > [GPU]
(ocTtanbHble agpa CPU npoctaneatoT)

Cxema Vulkan:

[Thread 1] > Record CB1 v

[Thread 2] > Record CB2 > [Main Thread] > QueueSubmit > [GPU]
[Thread 3] > Record CB3 7

(BCce aapa 3aHATbI paboTon)

Kntoueson API: vkBeginCommandBuffer na ntoboro notoka

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKm U peHaepuUHra

2026 NemsaHeHko A.M. UMMuKH HO®Y



Munosbl n peanbHocTb Vulkan

ulkan Bcerpa 6bicTpee

Tonbko ecnun cno>kHasa cueHa (>10k 06beKTOB) UK eCTb BpeMA
OpenGL ymep

ONTUMMN3NPOBATb
WebGL, OpenGL ES, cTtapbie NnpoekTbl — HUKYAa HE AeNNCh

Boiuncnenna (GPGPU), VR/AR, CAD/CAM, npodpeccroHanbHas

ulkan Hy>XeH TonbKO ana vurp
BM3yanm3auuns

Ha Vulk 6
a Yutkan HenbaA bblcTpo Mo>xHO, HO ¢ noMoLbio ppenMBOpPKOB (bgfx, Diligent Engine, The Forge)

NPOTOTUNUPOBAaTb

2026 CoBpeMEeHHbIe TEXHOIOTMW KOMIMbIOTEPHOM rpadunKm U peHaepuHra
DemsaHeHko A.M. UMMuKH HO®Y



Korpga Bbibupatb Vulkan?

3eneHbin cBeT (pa):

* AAA uvrpbl v aem>kkun (Unreal, id Tech, Godot)
 CuMynAaTopbl C MUNAINOHAMN 06 BHEKTOB

* AR/VR (kaxablt MUINMceKyHaa Ha CYeTy)

* BbicokoyacToTHbIN peHaepuHr (400+ FPS)

KpacHbin cBeT (HeT, ucnonb3ymnte OpenGL):

* [lpoTtoTnnmnpoBaHue

 O6pazoBaTenbHble NPOEKTHI

* [lpocTtble 2D/3D pemMkun

* Web-npunoxenuna (tam WebGPU nocteneHHo, Ho noka WebGL)

COBpeMeHHbIe TEXHOJ/TIOTUU I(OMI'IbI-OTepHOVI rpaq>|/||<|/| U peHaepunHra

2026 DemaHeHko A.M. MMMuKH HOo®Y



okocuctema Vulkan

Bawue npuno>xeHue
Vulkan Loader (libvulkan.so) — nounck gpaneepos, Bbi6op GPU
BannpaunoHHblE cnoun (oTnaaka) — MO>XHO NoacTaBuTb Ntobbie cnou

Opaneep GPU (NVIDIA/AMD/Intel) — peannayet VK_KHR_driver_properties
GPU

2026 CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOW rpaduKn U peHaepuHra
DemaHeHko A.M. MMMuKH HOo®Y



APXNTEKTYPHbIN 0630p: nepapxma o6 bEKToB

Vklnstance
- VkPhysicalDevice (GPU 0)
- VkDevice (nornueckoe ycTpomncTeo)

—— VkQueue (cosgatotca npu Device)

— VkCommandPool > VkCommandBuffer
— VkBuffer, Vklimage

— VkPipeline

VkSwapchainKHR (ana BeiBoga Ha akpaH)

— VkSurfaceKHR (cBA3aH ¢ OKHOM)

— VkPhysicalDevice (GPU 1) > ...

COBpeMeHHbIe TEXHO/TOTUN KOMF]bI-OTepHOIZ Fpa(l)I/IKl/I M peHgepunHra

2026 HemaneHko .M. UMMuKH HO®Y



OtcytcTBUe rnobanbHOro COCTOAHUA

OpenGL (npobneMHbIn KOA):

glUseProgram(progA);

glBindTexture(GL_TEXTURE_2D, tex5);

// ... gpyrom noTok cny4vamHo Bbi3biBaeT glBindTexture ...

glDrawArrays(); // Owmnbka: ncnonb3oBaHa texd nnu gpyraa? HenmsBecTHO

Vulkan (aBHOe ynpaBneHue):

vkCmdBindPipeline(cmdBuffer, VK_PIPELINE_BIND_POINT_GRAPHICS, pipelineA);
vkCmdBindDescriptorSets(cmdBuffer, ... descriptorSetWithTex5);
vkCmdDraw(cmdBuffer, ...); // TouHo ncnonb3yet tex5

Ka>xkabin CommandBuffer caMmogocTtaTtoueH

COBpeMeHHbIe TEXHO/TOTUN KOMF]bI-OTepHOIZ Fpad)I/IKl/I M peHgepunHra

2026 HemaneHko .M. UMMuKH HO®Y
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ApxutekTtypa. Moaenb: 9k3eMnnap -> Yctponcteo -> Ouvepeab

B Vulkan HeT rno6anbHOro coctTossHUA.
EcTb nepapxma o6beKToOB, KOTOPYH HY>XKHO cObpaTb BPYyUHYIHO.

Vkinstance (9k3eMnnsap)
9T0 Bawue npunoxxeHne B mmpe Vulkan.

[Mpn cozpgaHnn Bbl yKa3biBaeTe:
e Cnowu (Layers): MexaHn3M oTnaaku.
B nebar-sepcuu Bbl Bkntovaete VK_LAYER_KHRONOS_validation — 1 6ubnmnorteka Ha4yHeT opaTb Ha
BaC 3a KaXkayro HernpaBu/bHYIO rnepegady ykasaTena unm HapylleHune cneunpukaumun.
B pennse cnoun oTkAto4aroTCcA.
 PacwupeHusa (Extensions): Vulkan — MoaynbHbeI. BasoBoe Aapo MMHMMaNbLHO.
XoTtute pucosatb B okHo Windows? 3anpocute VK_KHR_win32_surface.
XoTtute Tpaccuposky nyyen? 3anpocute VK_NV_ray_tracing.

COBpeMeHHbIe TEXHO/TOTUN KOMF]bI-OTepHOIZ Fpad)I/IKl/I M peHgepunHra

2026 HemaneHko .M. UMMuKH HO®Y
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Apxutektypa. Mogenb: Ok3eMnnap -> Yetpoucteo -> Ouepeab

VkPhysicalDevice vs VkDevice
9710 BakHenwee pa3nnumne c OpenGL.

* PhysicalDevice (Puanueckoe ycTponcTBo): OTO Ballla BuAgeoKapra.
Y Hee eCTb XapakTepUCTUKN: UMA, TUN (ANCKpeTHaa/BCTpOeHHasd), NMMuTbl (Makc. pasmep
TEKCTYpPbI), nogaep>Kka reoMeTpnUYeCcKnx LLeENOepoB.
 3apava: Bel nuiweTe kog, kotopbin nepeuncnaet sce GPU B cucteMe (HanpuMmep, BCTPOEHHas
Intel n anckpetHaa NVIDIA). 3aTteM Bbl BbiOMpaeTe caMbiit ObICTPbINA UK TOT, Yy KOTOPOTro eCTb
HY>XHblEe BaM o4depegun.

* LogicalDevice (/lornueckoe ycTpoucTBo): 3TO BaLl aeckpuntop anqa pabotel ¢ GPU. Bl co3gaeTe
ero A/19 KOHKPETHOro pMU3nYeckoro yctTpomcTea, ABHO yKa3blBas:
 Kakune ouepenu Bbl bygete ncnonb3oBaTtb (rpadpuka, BblIYNCNEHNSA, KOMUPOBaAHME).
 Kakune pacwmnpeHuma gnayctpounctea (Hanpumep, VK_KHR_swapchain).

COBpeMeHHbIe TEXHO/TOTNA KOMI'IbI-OTepHOI;I rpad)vu<|/| npeHgepumHra

Jemanenko A.M. UMMunKH KOy 12
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Apxutektypa. Mogenb: 9k3eMnnap -> YcTponucteo -> Ouyepepnb

Ouepeaun (Queues)

B OpenGL Bbl BbI3bIBaeTe glDraw... — 1 KOMaHga yxoauT ... Kyaa-To.
B Vulkan Bbl oTnpaBnsaeTe paboTy B KOHKPETHYIO ouepeab.

« CemMmeuncrtea ouvepepeu (Queue Families): Y GPU ecTb pa3Hbie 6n10ku.
OpaunH yMeeT Tonbko cuntatb (Compute), apyrom — konmnpoBaTtb NamMaTtb (Transfer), TpeTnn — pucoBaTtb
(Graphics).

* Vulkan 3actaBnaet Bac cripocutb y GPU: YBaxxaembin PhysicalDevice, y kKakoro ceMenctBa ouepenem
ectb dnar VK_QUEUE_GRAPHICS_BIT?

* Bbl nonyyaete nugekc (Hanpumep, familylndex = 0), u npun cospaHum VkDevice rosopute: MHe Hy>KHa
ofHa ouepenb n3 cemenctaa 0.

COBpeMeHHbIe TEXHO/TOTUU KOMI'IbI-OTepHOPI rpaq>|/||<m " peHgepuHra

2026 JemaneHko A.M. UMMuKH KOOy
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SPIR-V: buHapHbIV LLENaAEPHBIV dopMaT

NMpo6nema OpenGL: GLSL tekcT > [lpanBep napcut n KOMNUAMPYeT npu ctapTe > stuttering!

PeweHue Vulkan:
GLSL/HLSL ncxoaHuk
¥ (glslc, glslang, dxc) - NHcTpyMeHTbl gna komnunaumm wengepos B popmat SPIR-V
SPIR-V (buHapHbIn 6anTtkoa, nnatdopMOoHE3aBUCUMDIN)
Vv (vkCreateShaderModule)
Opaneep GPU (bbicTpoe npeobpa3oBaHne B MaLlLUMHHbIN KOA)

[ntochl:

o KoMnunaumua odpnamH (He Ha NONb30BaTENbCKOM MaLLMHE)

J A3bIK-HE3AaBNCUMOCTb (MOXXHO nNucaTb wenaepbl Ha C++ yepe3 SPIRV-Cross)
o O6dyckauma Kkoga LenaepoB

CoBpeMeHHbIe TEXHONOTMM KOMMNbIOTEPHOM rpaduKn U peHAEPUHTa

2026 demaneHko A4.M. UMMuKH HO®Y



GLSLC, glslang n DXC

NHCTpYMeEHTbI A1Aa KOMNUNaumm Lenaepos B YHUBEPCaNbHbIN MPpoMeXXyTo4YHbIM popmMaT SPIR-V, koTopbin
ncnonbldyetca B rpapuyecknx API, Taknx kak Vulkan.

GLSLC — 3710 KOMaHAHaA CTpoka KOMNUAATop, KoTopbi Npeobpa3syet wenaepbl Ha a3bikax GLSL n HLSL B SPIR-V.
OH ncnonb3yeT apryMeHTbl, coBMecTuMble ¢ Clang, n Bknro4vaetT HEKOTOPbIe A0NONMHUTENbHbIE GYHKLUN,
HanpuMmep, noganep>kKy anpekTms #line n #include.

Ocob6eHHocTU GLSLC:
* npuHUMaeT Kak ucxogHole pannbol Ha GLSL/HLSL, Tak n ¢pannbl accembnepa SPIR-V B kauecTBe BXO4HbIX

OaHHDbIX;

* NO03BO/AET yKa3blBaTb CTaAUIO LLenaepa (HanpuMep, BepLUnNHHBbINA, dparMeHTHbIN) Yepel onuuto -fshader-stage,
AnpekTnBy #pragma shader_stage nnm pacwmpenHune danna;

* noaaep>kmBaeT paclumnpeHune ana nogaep>kkn cunHtakcuca skntoueHmnsa (GL_GOOGLE_include_directive).

COBpeMeHHbIe TEXHO/TOTUN KOMF]bI-OTepHOIZ Fpad)I/IKl/I M peHgepunHra

NemsaHeHko A.M. UMMuKH HO®Y s
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GLSLC, glslang n DXC

Glslang — 510 opunuManbHbIM cNpaBoYHbIM GPOHTEHA ANA A3bIKoB WwenaepoB OpenGL n OpenGL ES.
OH peanuayeT CTPOoryt nHTepnpeTtaumio crneumnpmkaymin aTUX A3blKOB U NpegHa3HaueH 414 BblABNEHUS
npob6nemMm NnepeHOCUMOCTU LLENOEPOB.

PyHKuun glslang:

 kKoMnunaumua wenaepos GLSL n HLSL B SPIR-V;

* BanmMpaumsa LLenaepoB AN4 BblABNEHMA oMBOK nepen BbINOTHEHUEM;

* npeobpazoBaHue LLENAEPOB MeXAY pa3nyHbiMM dopMaTamMm Ana COBMECTUMOCTU C Pa3HbIMU
rpapunuecknmm API.

B nakert glslang moryT BxoanTb MHCTPYMEHTLI ana pabotel ¢ SPIR-V, HanpuMmep, 6ubnmnoteka SPIRV-Tools.

COBpeMeHHbIe TEXHO/TOTUN KOMF]bI-OTepHOIZ Fpad)I/IKl/I M peHgepunHra

NemsaHeHko A.M. UMMuKH HO®Y 16
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GLSLC, glslang n DXC

DXC (DirectXShaderCompiler) — ato koMnunatop gna assika High-Level Shader Language (HLSL) oT Microsoft.
OH npeobpasyeT HLSL-kopg B DirectX Intermediate Language (DXIL) ana nnatpopm DirectX 12, a Tak>xke MOXeT
reHepupoBaTb SPIR-V aona ncnonssosaHuna c Vulkan.

KomMmnoHeHTbI DXC.:

e dxc.exe — KoMaHAaHaa cTpoka koMmnunatopa ana HLSL-wenaepos;

e dxcompiler.dll — KOMNOHEHTHbIN KOMNUNATOP, accemMbnep, gnsaccemMbnep n BanmgaTop;
e dxilconv.dll— koHBepTep n3 ctaporo ¢popmata 6ant-koga DXBC B DXIL;

* dxv.exe — UHCTpYMeHT anda sanngaunm DXIL IR.

Ba)xHo: DXC nmeet Hanbonee NonHyro 1 aktyanbHyro noaaep>kky and reHepauum SPIR-V ns HLSL, noatomMy yacto
pekoMeHAayeTcAa Kak NpeanoyutTutTenbHbii cnocob paboTbl ¢ 3TUM A3bikoM B Vulkan.

COBpeMeHHbIe TEXHO/TOTUN KOMF]bI-OTepHOIZ Fpad)I/IKl/I M peHgepunHra

NemsaHeHko A.M. UMMuKH HO®Y 7
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Knaccuueckum peHaep-umkn ana Vulkan

vkAcquireNextimageKHR() (>kaeT, koraa ocsoboauntca image n3 swapchain) — [lan MHe UnCcTbi NUCT ByMmaru
Bbl npocuTte y cMcTeMbl cneayroLlmimn nycTton KaapoBbin bydep (MecTto B naMAaTK, rae Bbl 6yaeTte pucosaThb).
Ecnun Bce 6ydepbl 3aHATbI (MOHUTOP TOMIbKO YTO NOKa3an cTapyro KapTUHKY), PyHKUMA 3acbinaeTt (OkaeT)

3anuncb KoMaHa — PucyeM Ha nucte
Bol nuwete B CommandBuffer komaHgbl (vkCmdBeginRenderPass, vkCmdDraw...) : 04NCTUTb 3KpaH,

HapucoBaTb 1ec, HapucoBaTtb Bpara, HapucosaTb npuuen. (Ha camom gene peanoHom otpncoskn Ha GPU ewle
HeT, TO/1bKO NMoAroToBKa MHCTPYKLUW)

vkQueueSubmit() (otnpaBnaemM CommandBuffer B rpadpunueckyro ouepenb) — OTnpaBuTb YepTEX B NeYvaTb

Bbl oTnpaBnaeTe NoaroToB/EHHbIN CMIMCOK KOMaHA B ouepenb rpadudeckoro npoueccopa (GPU). GPU
HaumnHaeT ero obpabartbiBaThb

vkQueuePresentKHR() (npocuM nokasaTtb pe3ynbtaT Ha aKpaHe) — [ToBeCcUTb roTOBYHO KapTUHY Ha CTEHY.
Bbl roBopute: GPU, 3akoHUMn pucoBaTb? A Tenepb NoKa>km 3TOT IMCT Ha MOHUTOpPE BMECTO CTaporo

Mepexopn k wary 1 — Llukn noBTopAeTca cHOBa And cnenyroulero kagpa (Hanpumep, 60 pa3 B cekyHAy)

2026 COBpeMeHHbIe TEXHO/TOTUU KOMI'IbI-OTepHOPI rpaq>|/||<m " peHgepuHra

JemaneHko A.M. UMMuKH KOOy 18



CBA3b MexXay nepapxmen o6 bLEKTOB U PpeHaeP-LUK/I0OM

Vkinstance
—— VkPhysicalDevice (GPU 0)

— leDevice (nornyeckoe ycTpomcTBO)
— VkQueue (cosgatotca npu Device)
— VkCommandPool » VkCommandBuffer
-— VkBuffer, Vkimage
-— VkPipeline
VkSwapchainKHR (gna BbiBoga Ha akpaH)

— VkSurfaceKHR (cBa3aH ¢ OKHOM)

— VkPhysicalDevice (GPU 1) > ...

2026

Swapchain co3naetca Ha ocHoBe VkSurfaceKHR.
LLIar 1 n 4 paboTatoT HaNPAMYHO C HUM

Vkimage 310 Te caMble nucTbl bymaru (kagposbie 6ydepsbl),
KOTOpble CKpbITbl BHYTPU Swapchain. Acquire gaet gocTtyn K
KoHKpeTHOMY Vkimage

VkCommandBuffer cosgan ns VkCommandPool. LLar 2
3anosIHAeT ero KoMmaHaamMum

VkQueue nonyyeHa n3 VkDevice. lWar 3 cabmMutnt CB B
VkQueue (06bivHO GRAPHICS_QUEUE)

CemMadopbl (VkSemaphore) 3To npMMUTUBBLI CUHXPOHU3aLU UK
Me>xxay GPU n GPU (unn GPU 1 Swapchain).
B cxeMme oHu cBAasbiBatoT War1 -> War3 -> lWar4

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKn U peHaepuHra 19
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[eTanbHbin pa3bop. Lar 1

vkAcquireNextimageKHR — 10 He npocTo fan nHaekc

[Mouemy a10 BaxkHO: Vulkan paboTaet Ha onepe><keHue.
Moka GPU pucyet ognH kagp, CPU y>ke roToBUT cneayroLimni.

CemMadop: O1a pyHKLUMA BO3BpaLLAET He NPOCTO HOMep KapTUHKK (imagelndex), a Takxke curHanut
ceMmadop (semaphore).

Cwmbicn: A, Swapchain, rapaHTupyto, 4To 3ToT imagelndex cemyac HUKTO HE UCMNOMb3YeET.
Korpoa 6ydep 6ynet rotoB K pcoBaHUIO — AepPHW BOH TOT ceMadop.

Ecnn 6ydepoB HeT: DyHKUMA MOXKET 3aBnoKMpoBaTb NOTOK (ECNM Bbl yKa3anm TanMayT) U BEPHYTb
ownbky VK_ERROR_OUT_OF_DATE_KHR (ecnn okHO n3amMeHmnno pasmep).

CoBpeMeHHbIe TEXHONOTMM KOMMNbIOTEPHOM rpaduKn U peHAEPUHTa

2026 demaneHko A4.M. UMMuKH HO®Y
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[eTtanbHbin pazbop. Lar 3

vkQueueSubmit — npueaska cemadpopos
OTO CaMbIN XUTPbIK MOMEHT B CXEME.

Ha camom pgene B vkQueueSubmit nepepgaetca gea cemadopa (Yepe3 VkSubmitinfo):

1. Wait semaphore (M3 wara 1): GPU, HE HAYMHAW pucosaTb, noka Swapchain He ckaxeT, 4To
KapTuHKa imagelndex ceoboaHa.

2. Signal semaphore: GPU, korga SAKOHYULUb pucosaTtb, aepHun atotT cemadop (4tobbl Present 3Han,
YTO KapTUHKa roToBa).

2026 CoBpeMeHHble TEXHOIOTMU KOMMbIOTEPHOW rpadUuKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y
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[eTtanbHbint pa3bop. LLar 4

vkQueuePresentKHR — ¢punHanbHoe oxxnaaHue
30ecb B napaMeTpax Toxe yka3dbiBaeTca cemadop (ToT, KoTopbit GPU aepHyn nocne okoHYaHMA pucoBaHua).

Cwmbicn: "lNokaxkun kaptuHky, TOJIbKO KOTAA GPU 3akoH4unn ee pucoBaTtb".

CoBpeMeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKn U peHaepuHra

2026 Jemanenko A.M. UMMuKH KOOy
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CxeMa peHaep-umkna (Cc CUHXpoOHU3aumen) assa ogHoro Kagpa

1. vkAcquireNextlmageKHR
(>kpeT, 3anucobiBaeT B ceMagdop A)

2. 3anncb koMaHa B CommandBuffer
(vkCmdBeginRenderPass, vkCmdDraw...)

3. vkQueueSubmit()
[OXKWOAET: cemadop A] GPU HaunHaeT pucosaTtb Kagp
[CUTHANTNT: cemadop B] (kaet A > pucyer)

4. vkQueuePresentKHR()
[OKNOAET: cemadop B]
(nokasaTb Kagp Ha aKpaHe) I Swapchain nokasbiBaeT kKagp Ha MOHUTOpPE

[Mepexon Kk wary 1 (cneayroLwmm kagp)

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKm U peHaepUHra

2026 Jemanenko A.M. UMMuKH HO®Y



Kog vs padpuka: 06 beM nHmnumanmsaumm

Cratucruka:
e OpenGL:~150-200 cTpoK A0 NepBOro TpeyronbHMKa
* Vulkan: ~1000-1500 cTpok A0 nepBOro TpeyrosibHMUKa

Ho! O10 opHopa3oBble 3aTpaTbl. B paHTanMe Vulkan 6bicTpee.

Cosert: icnonb3ynte Vulkan-HPP (C++ binding c RAIl).

Vulkan-HPP — 5710 3aronoBouHblie dpannbl (header-only) C++ npueasku gna APl Vulkan.

Ero uenb — ynyuwintb paboty paspabotumkon ¢ Vulkan, no6aBmB BO3MOXXHOCTU C++, Npu 3TOM HE BHOCH
O,0NOMHUTENbHbIX 3aTpaT Ha BbIMNO/IHEHME KOAa BO BpeMsa paboTbl MporpamMmmel.

// bbino (C API):
vkCreatelnstance(&createlnfo, nullptr, &instance);

// Ctano (C++):
auto instance = vk::createlnstance(createlnfo);
CokpauwaeTt kog Ha ~30%

COBpeMeHHbIe TEXHOJ/TIOTUU I(OMI'IbI-OTepHOVI rpaq>|/||<|/| U peHaepPunHra

DemaHeHko A.M. MMMuKH QoY 24
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KntoueBble npenMmyLLLiecTBa onq dyayLimx pa3apaboTuynkon ABU>KKOB

1.

2026

NMpenckasyemasa Nnpon3BoAUTENBHOCTD:

Vulkan He TpaTnT BpeMa Ha NpoBepKKn, koTopble aenan 3a Bac OpenGL B paHTanMme.
Bbl BCce npoBepseTe Ha aTane nHnunanmlaumm nnm vyepes BanmaaunoHHbIE CMION.
[JpanBep CTaHOBUTCA TYNbIM U BbICTPbIM — OH MPOCTO BbIMO/HAET TO, YTO Bbl CKa3anu.

MHoronotouHocTb ([lepBoe npasuno Vulkan):

B OpenGL ynpasneHne cocToOAHMEM — MOHOMONA OCHOBHOIO MNOTOKa.

Vulkan no3esonseTt co3naBaTb KoMaHaHble 6Bydepbl N3 pa3Hbix NoTokoB CPU napannenbHo.
16 NOTOKOB OAHOBPEMEHHO NMULLYT KOMaHAbl — Ha cTapT, BHMMaHue, MmapLu!

ABHOe ynpaBneHue pecypcamu.

Bbl caMu BblaendaeTe naMATb noa dydepbl  TEKCTYPbI, CaMM ynpaBnseTe CUHXPOHU3aLUnen.
Owwnbka? la, nerko.

Ho n ontnMunsauymsa tenepb He TpebyeT Marnm — Bbl MPOCTO AeNaeTe To, UTO HY>KHO XKeneay.

CoBpeMeHHbIe TEXHONOTMM KOMMNbIOTEPHOM rpaduKn U peHAEPUHTa

demaneHko A4.M. UMMuKH HO®Y 25



Pa3nnuma B obpaboTke oLLInboK

Bonpoc
[MTouemy B Vulkan HeT BCTpoeHHOW GyHKLUMK [TOoNyUnNTb NOCEAHIO OLLINGKY,
a BMEeCTO 3TOro — cucremMa cnoes?

KpaTkuu otBeT

B OpenGL owimnbka — 310 ncknrounTenbHaa cutyaumnsa, kotopyto APl npoesepAaeT Ha BCAKMIA cnyyan
(ooporo).

B Vulkan owunbka — ato Bcerga npobnema paspaboTtumka, KOTOPYH HE HY>KHO NPOBEPATH B
paHTanmMe, a HY>KHO BbIIBUTb Ha 9Tane oTnagku.

Cnou Nno3BONAKOT 9TO caenaTb, a B PeNnM3e OHM OTK/oYatroTcA, youpana npoBepKu.

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKm U peHaepuUHra

2026 Jemanenko A.M. UMMuKH KOy
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O6paboTtka ombok B OpenGL

B OpenGL rpadpuueckmnin gpamBep — 370 OrPOMHbI KOHEYHbIN aBTOMaT.
Jlro6own BbI3oB Bpoae glDrawArrays() nunu glBindTexture() MoXxeT creHepupoBaTb OLLNGKY,
HO NMPOBEPATbL €€ HY>KHO ABHO Yepe3 glGetError().

Hepoctatkm nogxona OpenGL

 [lpanBep Bcerga oTcriexxmBaeT COCTOAHME N NPOBEPAET KOPPEKTHOCTb
(Hanpumep, npmneasaH nu VAO?, ckoMNnUnnpoBaH nu wenaep?).

e JTO co3pgaert HEeHYy/1eBbl€ HaK/1agHbl€ paCXodbl Aa>e B peI'II/I3HOl7I C6op|<e.

¢ Pa3pa6OTHMKM HaCTO UTHOPUPYHOT glGetError() NN Bbl3bIBAKOT €ro TOJ/1IbKO B OT/1agKe, UTo NpmnBoanT K
TPYAHOYN1OBNUMbIM baram.

* HenoHATHO, K KakKoOMy MMEHHO BblISOBY OTHOCUTCHA owmnbka (HeT KOHTeKCTa).

2026 COBpeMeHHbIe TEXHO/TOTUN KOMI'IbI-OTepHOIZ Fpad)l/IKl/I "M peHgepumHra

DemsaHeHko A.M. UMMuKH HO®Y 27



Vulkan: Hnkakon Mmarmu, TonbKo ABHbIA KOHTPO/1b

Vulkan CrnpoeKkTnpoBaH C AByMA rnaBHbiIMU LenaMu:
e MakcunmMmanbHasa MnPonN3BOONTENBHOCTb B PE/TNM3HbIX c6op|<ax.

*  MuHUManbHan Harpy3ka Ha ,u,pal7|Bep —,qpaPlBep DOMKEH 6bITb TYyMNbIM U 6bICprIM, MPOCTO BbIMOJ/IHATb
KOMaH/Abl.

CnepctBume: Vulkan nouTtn He paenaet NPoOBEPOK B paHTanuMe.

 Ecnu Bbl nepenanu HekoppeKkTHbIM napameTp (Hanpumep, VK_NULL_HANDLE BmecTo peanbHoro 6ydepa) —
O6yaet He owmnbka, a HeonpegeneHHoe noeseaeHme (Kkpawl, aptedpakTbl, 3aBUCAHNE CUCTEMDI).

* Ecnu Bbl 3a6blnn NpmnBa3aTb geckpuntop nepen pncosaHneM — GPU HapucyeT Mycop UAn HUYErO.

Mouemy Tak? [MToTOMY UTO Ka>ka,aAa NpoBepKa — 3TO:

 BeTBneHue B Koae gpaneepa.

 Joctyn K rno6anbHbIM CTPYKTYpaM (6/TOKMPOBKMU, KILL-MPOMaXxK).
* Henpeacka3lyeMocTb BpeEMEHW BbIMO/THEHMUA.

B BbICOKOHAarpy>KeHHbIX cucteMax (Urpbl, cMMynaTopsbl) gaxke 1-2% HaknagHbIX pacxoa0B Ha MPOBEPKU — 3TO
NnoTepAHHbIE Kaapbl.

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemaHeHko A.M. MMMuKH HO®Y
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PewieHune Vulkan: BannpaumoHHbie cnou (Validation Layers)

Vulkan npennaraet onunoHanbHyro, NOAKAKYAEMYHO CUCTEMY Banunaaumun.
Kak aT0 paboTaert:

e Cnon—ato 6MbnnoTekun, KoTopble nepexsaTtbiBatoT BCe Bbi30Bbl Vulkan 1O Toro, kak oHM gonayt
0o aopavieepa.
Cnoun — 370 p,O0NONHUTENbHbIE NPOrpaMMHble KOMMOHEHTbI, KOTOPbIE pacLUUPAIOT
dyHKUMOHanbHocTb API, nepexBaTbiBas BbI30Bbl PYHKLUUN U MOAUDUNLUNPYA MX NOBEeOEHMNE HA NYTU
OT NPUNOXEHUA K annapaTHOMy obecrneyeHunto.
OHM ynakoBbIBarOTCA B BMAE pasaenaemMbix 6MbamnoTek, KOTopble AMHAMUYECKM 3arpy>katoTcH
3arpysumkoM Vulkan

* OHM NpoBepsOT KOPPEKTHOCTb NAapaMeTPOB, COCTOAHUIN, CUHXPOHMU3ALUNN.

* [1pn owmnbke BbigatoT NnoapobHoe coobLeHne: Kako BbI30OB, KAKOW NapaMeTp, HapyLUeHMe Kakom
cneyndumnkaumm (c ceoinkon Ha VUID — Vulkan Unique ID).

COBpeMeHHbIe TEXHO/TOTUU KOMI'IbI-OTepHOPI rpaq>|/||<m " peHgepuHra

2026 HNemMaHeHko A4.M. UMMuKH HO®Y
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[Tpumep

// VkResult — Tonbko datanbHblie oMOKK (HET NaMATH, YCTPOWUCTBO NOTEPSAHO)
VkResult result = vkCreatelnstance(...);
if (result !=VK_SUCCESS) {

// Nn6o OOM, nnbo gpaneep He noaaep>kmeaet Vulkan
}

Ho! YTtobbl mnony4umnTb coobLleHne 0 TOM, YTO Bbl 3abbl1 NpmMBA3aTb NannaanH, Hy>KHO:
 Bknrouuntb cnon VK_LAYER_KHRONOS_ validation npun cosgaHunmn Vkinstance.

* HacTpoutb callback uepe3 VK_EXT_debug_utils.

Torga npu owmnbKe Bbl yBUAUTE UTO-TO BPOLE:

[ERROR] VUID-vkCmdDraw-None-02721: vkCmdDraw():
VkPipeline must be bound to the VK_PIPELINE_BIND_POINT_GRAPHICS bind point before this command.

COBpeMeHHbIe TEXHO/TOTUU KOMI'IbI-OTepHOPI rpaq>|/||<m npeHgepuHra

2026 JemaneHko A.M. UMMuKH KOOy
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[ToueMy cnom nydLue?

AcnekT

BpeMsa npoBepku

Odetanu owunbKmn

KoHTeKCcT oumnbkm

np0M3BOAMTeanOCTb

PacwupsemocTb

MHOronoTo4yHoOCTb

2026

OpenGL (glGetError) Vulkan (BanngaunoHHbIE CrION)

Bcerpga (naxke B penuse) Tonbko Npu ABHOM BK/THOUYEHUM

Kopg (Hanpumep, GL_INVALID_VALUE) Yenosekountaemoe coobuieHune + VUID
HenseecTHO, Kakon BbI3OB Bbi3Bas TouHoe MecTo B KoAe (ecnum ecTb callback)
EcTb oBepxepq Bceraa HyneBomn oBepxen B pennse

Hwun3kaa (ctaHgapTHbIE KOAbI) BbicokaAa (MO>XXHO nnucaTtb CBOU CNOK)
Mpo6nemMHasna (rnobanbHOe COCTOAHME) Mopnep>xkmBaetca (cnov notokobesonacHbl)

CoBpeMeHHble TEXHO/TOTUM KOMMbIOTEPHOW rpaduKn N peHaepuHra

DemsaHeHko A.M. MMMuKH QoY 3



KnsHeHHbIn umnkn: Debug vs Release

Ha atane pa3pa6oTku:

 BkntouaeM VK_LAYER_KHRONOS_validation (nn HecKkonbko cnoes).

 HacTtpaneaem VK_EXT_debug_utils ana BeiBoga coobuleHnin B KOHCoNb/dann.

 [lonyyaeM noapobHbIe OTUETHI O BCEX HAPYLLEHMAX cneundumnkaymnu.
B penn3Hou cbopke:

 Y6upaeM Bce criou.

* Bce BbI30Bbl MOYT HaNpAMYo B gpamneep 6e3 NULWHNX NpoBepPOK.

* vkCreatelnstance Bbi3biBaeTca ¢ enabledLayerCount = 0.

Pe3ynbrar:

MakcuManbHaa Npon3BoamnTenbHOCTb 6€3 CKPbIThIX MPOBEPOK.

2026 CoBpeMeHHble TEXHOMOIMM KOMMbIOTEPHOW rpadukn U peHaepuHra
NemsaHeHko A.M. UMMuKH HO®Y
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[TpakTnyecknn natrepH: Boibop ycTponcTea n ouepeaun. 1

// 1. NMNepeuncnaem sce GPU
uint32_t deviceCount = 0;

vkEnumeratePhysicalDevices(instance, &deviceCount, nullptr);

// 3anpoc konnyectBa gocTynHbix GPU ¢ nogaep>kkon Vulkan

// Tlepepnaém nullptr B TpeTbeM NapaMeTpe — 3HAYUT, Mbl HE XOTUM Nosy4YaTb CaMU YCTPOMUCTBA,
// TONBLKO NX KONNYECTBO

vector<VkPhysicalDevice> devices(deviceCount);
// BblaenaeM BEKTOP HY>KHOIro pa3Mepa (poBHo deviceCount 3/1IeMEHTOB)

vkEnumeratePhysicalDevices(instance, &deviceCount, devices.data()); // 3anonHeHne maccuBa

// Mepepnaém devices.data() — ykazaTenb Ha BHyTpeHHUI Bydep BekTOpa.

// PyHKUMA 3anonHAeT 3ToT 6ydep aeckpnntopaMm yCTPOMCTB.

// CHoBa nepepaém &deviceCount — PpyHKLMA MOXKET CKOpPPEKTUPOBaTb 3TO 3HaYeHue, ecnn //
KOTMYECTBO YCTPOUCTB M3MEHUNOCH MeXKay Bbl30BaMuM (ManioBepPOATHO, HO TEXHUYECKN BO3MOXKHO)

COBpeMeHHbIe TEXHOJ/TOTNU I(OMI'IbI-OTepHOPI rpacb|/||<|/1 U peHOEPUHra

2026 HNemMaHeHko 4.M. UMMuKH HO®Y
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KnroyeBble koHUenuun Vulkan, aeMoHCTpupyemsbie 3TUM KOA0M

1. AByxda3zHaa uHuuymanmsauyma (Two-phase initialization)

OTO naTrepH, KoTopbin BcTpeyaeTtcsa B Vulkan noBceMecTHO:
* BbIi3BaTtb pyHKUMIO ¢ nullptr, 4TOBBI NONY4YUUTL pa3Mep.

* Bblgenutb 6ydep.

* BbI3BaTb PyHKLMIO CHOBA, YTOObI 3anonHUTL Oydep.

2. OTcytcTBUE ncknroueHnm n ncknroumtenobHo VkResult

* Vulkan (C API) He Bbi6pacbiBaeT UCK/TIOUEHMUA.

* Bce ¢yHKumm BosepawlatoT VKResult — nepeuncneHmne koaos ycrnexa/owmnbku.

 Ba)xHo: [la)ke daTtanbHble oMbk (HanpuMep, instance HeBanmnaeH) He NPMUBeAYT K KpaLuy
HeMea/NeHHO — Bbl A0/MKHbI NPOBEPATbL pe3ynbrar.

COBpeMeHHbIe TEXHO/TOTUN KOMI'IbI-OTepHOIZ Fpad)l/IKl/I "M peHgepumHra

2026 NemsaHeHko A.M. UMMuKH HO®Y
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[TpakTnyecknn natTepH: Bbibop ycTponcTea n ouepean. 2

// 2. Nwem nopgxopawmm device
for (const auto& device : devices) {
// TlpoBepaeM Hannume rpapumnyeckon ovepegmn
// TlpoBepAaeM nogaep>xky swapchain
if (graphicsQueueFound && swapchainSupported) {
physicalDevice = device;
break;
}
}

2026 CoBpeMeHHble TEXHOMOTMU KOMMbIOTEPHOW rpaduKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HO®Y
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[MpoBepaeM, ecTb M ouepeab Ana rpadukm

VkPhysicalDeviceProperties properties;
vkGetPhysicalDeviceProperties(device, &properties);

// TlpoBepAaeM, ecTb /In ouepeab Ana rpadpukm

uint32_t queueFamilyCount = 0;

vkGetPhysicalDeviceQueueFamilyProperties(device, &queueFamilyCount, nullptr);
vector<VkQueueFamilyProperties> queueFamilies(queueFamilyCount);
vkGetPhysicalDeviceQueueFamilyProperties(device, &queueFamilyCount, queueFamilies.data());

int graphicsQueuelndex = -1;
for (uint32_ti=0; i < queueFamilyCount; i++) {
if (queueFamilies[i].queueFlags & VK_QUEUE_GRAPHICS_BIT) {
graphicsQueuelndex =1i;
break;
}
}

COBpeMeHHbIe TEXHOJ/TIOTUU I(OMI'IbI-OTepHOVI rpaq>|/||<|/| U peHaepPuMHra

2026 demaneHko A4.M. UMMuKH HO®Y
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[lpoBepAaeM noaaep>kky swapchain

/ / TlpoBepAaeM nogaep>kky swapchain
uint32_t extensionCount = 0;
vkEnumerateDeviceExtensionProperties(device, nullptr, &extensionCount, nullptr);
vector<VkExtensionProperties> extensions(extensionCount);
vkEnumerateDeviceExtensionProperties(device, nullptr, &extensionCount, extensions.data());

bool swapchainSupported = false;
for (const auto& ext : extensions) {
if (strcmp(ext.extensionName, VK_KHR_SWAPCHAIN_EXTENSION_NAME) == 0) {
swapchainSupported = true;
break;

}
}

CoBpeMEeHHble TEXHOOTMK KOMMNbIOTEPHOW rpadukn U peHaepuHra

2026 JemaneHko A.M. UMMuKH KOOy

37



[TpakTnyeckmnm natrepH: Boibop npasunbHoro GPU

VkPhysicalDeviceProperties props;
vkGetPhysicalDeviceProperties(device, &props);

I'IepeBo.u.: Paccka>xu MHe BCE O KOHKPETHOM GPU: kak ero 30BYT, CKOJ/IbKO Yy HETO NaMAaTn, 410 OH yMeEeeT

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKm U peHaepuHra

2026 Jemanenko A.M. UMMunKH KOy
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YTO NeXXnT B props nocse BbI30Ba

N char[256] "NVI['?IA GeForce RTX [Moka3aTb NOMb30BATENO NN
3060 nornpoeaTb
VK_PHYSICAL_DEVICE_ Ham Hy>xeH anckpeTHbin GPU, a He

SLURLULLIN  ViPhysicalDevicelype  1ype bSCRETE_GPU BCTPOEHHbIiA

apiVersion LR VK_API_VERSION_1_3 Efpeti YUler, [erepile
noaAepXXusaeT apansep

driverVersion S 1€y 531.41 Bepcua gpaneepa (kognposaHa)
vendorlD uint32_t Ox10DE (NVIDIA) ID nponsBoantens
devicelD uint32_t t 0x2504 (RTX 3060) ID KOHKpeTHOW Moaenu

maxlmageDimension2D, maxPushCo

limits VkPhysicalDevicelLimits  orpoMHas cTpyKkTypa nstantsSize 1 1.4

CoBpeMeHHble TEXHOTOTMWN KOMMNbIOTEPHOM rpadUKu N peHaepPUHra

2026 [emsareHko A.M. UMMuKH I0dY
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Kak a1o nucnonbayetca ana soibopa GPU

// TipuMep: BbiIBMpaeM guckpetHbinnt GPU (Mrposon), UTHOpMpPYeM BCTPOEHHbIN
for (const auto& device : devices) {
vkGetPhysicalDeviceProperties(device, &props);

if (props.devicelype == VK_PHYSICAL_DEVICE_TYPE_DISCRETE_GPU) {
physicalDevice = device;
break; // Hawnn xopolyro Buaeokapty — 6epém eé
}
}

// A ecnun He HawnNu guckpeTHbIn? Torga 6epémM ntobon, KOTOPbIN ECTb

2026 CoBpeMeHHble TEXHO/IOTUM KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemaHeHko A.M. MMMuKH HO®Y
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Tunbl GPU (VkPhysicalDevicelype)

3HayeHune Y10 O3HauvaeT Koraa Bbibnpathb

VK_PHYSICAL_DEVICE_TYPE_OTHER :'jg";ii”““w HECTARAAPT  3anacHoit BapuanT

BctpoeHHaa B CPU (Intel
VK_PHYSICAL_DEVICE_TYPE_INTEGRATED_GPU BISEN-\\IDRF-Ts[=Te]s
Graphics, Apple M1/M2)

HoyTtbykn, skoHoMKA
SHEeprmum

OToenbHasa BugeokapTa

VK_PHYSICAL_DEVICE_TYPE_DISCRETE_GPU  [OWIBIING @Y EL T Virpoeoi koMnbtotep,

paboyas ctaHUWMA

RX)
VK_PHYSICAL_DEVICE_TYPE_VIRTUAL_GPU BupryankHeiGRUIE O0naHele cepeepel,

obnake, VM) yOaneHHbI peHaAEPUHT
VK_PHYSICAL_DEVICE_TYPE_CPU i ol 3anacHoli BapnaH,

NPOrpaMMHO otnaaka 6e3 GPU

CoBpeMeHHble TEXHO/IOTMMN KOMMbIOTEPHOW rpaduKu N peHaepuHra

DemaHeHko A.M. MMMuKH HO®Y 41
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[TponMep 6onee npodpeccmnmoHanbHOro Koga sbibopa

for (const auto& device : devices) {
VkPhysicalDeviceProperties props;
vkGetPhysicalDeviceProperties(device, &props);

// TlpnopuTteT: oUCKpEeTHaA > BCTPOEHHAasA > ocTa/ibHble

if (props.devicelype == VK_PHYSICAL_DEVICE_TYPE_DISCRETE_GPU) {
selectedDevice = device;
break; // nyywimnmn BapunaHt, cpaldy 6epém

}

else if (props.devicelype == VK_PHYSICAL_DEVICE_TYPE_INTEGRATED_GPU){
selectedDevice = device; // 3anoMnHaeM, HO NPOAO/KAEM UCKATb ANCKPETHYHO

}

// ecnn pownu crona un selectedDevice Bcé ewé VK_NULL_HANDLE — 6epém uTto ecTb

CoBpeMeHHbIe TEXHONOTMM KOMMNbIOTEPHOM rpaduKn U peHAEPUHTa

2026 demaneHko .M. UMMunKH KOOy
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[IpMep peanbHOro BbIBOAA

Device name: NVIDIA GeForce RTX 3060
Device type: DISCRETE_GPU

APl version: 1.3.242

Vendor ID: 0x10DE (NVIDIA)

Memory: 12 GB

Max texture size: 32768 x 32768

Max shader model: 6.6

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKm U peHaepuUHra

2026 Jemanenko A.M. UMMuKH KOy
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YTO eLLe MOXKHO NMPOBEPUTL Yepes props

// TipoBepsaeM, 0,0CTAaTOUYHO 11 TEKCTYPHOI 0 pa3Mepa 4aJa urpbl
if (props.limits.maxlmageDimension2D < 16384) {
// TTTY cnnwikoM cTtap, otknirovaeM 4K-tekcTypbl

}

// MpoBepaeM, nogpep>kmeaet nn GPU reoMmeTpuueckue ueunpepsl
if (props.limits.maxGeometryShaderinvocations == 0) {
// He noggep>xmBaet — MCNonb3yeM anbTePHATUBHbIN METO.,

}

CoBpeMeHHble TEXHO/TIOTUM KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemaHeHko A.M. MMMuKH HO®Y
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|‘| pa KTUYECKUN l‘/’l // 4 Nwem cemel‘/’lCT!so oqepe_.u,eﬁ C noaaep>kkou rpadpumku
uint32_t queueFamilyCount = 0;

MNaTrepH. Llar 4 vkGetPhysicalDeviceQueueFamilyProperties(device, &queueFamilyCount, nullptr);
vector<VkQueueFamilyProperties> families(queueFamilyCount);
vkGetPhysicalDeviceQueueFamilyProperties(device, &queueFamilyCount, families.data());

uint32_t graphicsFamily = UINT32_MAX;
for (uint32_ti=0; i < queueFamilyCount; i++) {
if (families[i].queueFlags & VK_QUEUE_GRAPHICS_BIT) {
graphicsFamily = i;
break;
}
}

if (graphicsFamily != UINT32_MAX) {
// Ycnex! 3anoMuHaeM 3TO YyCTPOUCTBO U UHA,EKC CEMENCTBa
physicalDevice = device;
queueFamilylndex = graphicsFamily;
break;

}
}

COBpeMeHHbIe TEXHO/TOTUN KOMF]bI-OTepHOIZ Fpad)I/IKl/I M peHgepunHra

2026 HemaneHko .M. UMMuKH HO®Y
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LLIar A: Y3HaéEM, ckonbko ceMencts ovepegen 'y GPU

uint32_t queueFamilyCount = 0O;
vkGetPhysicalDeviceQueueFamilyProperties(device, &queueFamilyCount, nullptr);

NMepeBon: Ckonbko BMAOB ovepenen nogaep>kmeaet atotr GPU? (He cKOMbKO ouepenemn BCero, a CKonbko
pPa3HbIX TUMOB)

NMpumep otBeTa: GPU rosoput: Y MeHA 3 ceMencTBa ouepenen

CeMencTBo YTto ymeeT

Cemencteo 0 paduka + Compute + Transfer

CeMencTtBo 1 Transfer (Tonbko KONMpOBaHWE AaHHbIX)

CeMencTtBo 2 Compute (Tonbko MaTteMaTUYECKMNE PACUETHI)

CoBpeMeHHbIe TEXHOIOTMN KOMMbIOTEPHOM rpadpukm U peHaepuHra

DemsaHeHko A.M. UMMuKH HO®Y 46
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LLIar B: NMony4yaeM cBoMCTBaA KaXX40ro CEMeNCTBA

vector<VkQueueFamilyProperties> families(queueFamilyCount);
vkGetPhysicalDeviceQueueFamilyProperties(device, &queueFamilyCount, families.data());

NMepeBoa: Tenepb pacckaXkm NnoaApoOHO O KaXKgoM CEMENCTBE: UTO OHO YMEET, CKO/IbKO B HEM o4yepeaewn

COBpeMeHHbIe TEXHOJ/IOTUU I(OMI'IbI-OTepHOIZ Fpa(bl/ll(l/l U peHaepunHra

2026 demaHeHko A.M. MMMuKH 0oy
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LLlar C: Vuem ceMencTBo ¢ rpadpmkou

uint32_t graphicsFamily = UINT32_MAX;
for (uint32_ti=0;i<queueFamilyCount; i++){
if (families[i].queueFlags & VK_QUEUE_GRAPHICS_BIT) {
graphicsFamily = i;
break;
}
}

MNMepeBogn: [Nepebnpaem Bce cemencTBa. Y Toro, kKotopbin ymeet B rpadpuky (pnar VK_QUEUE_GRAPHICS_BIT),
3aNnoOMUHaEM MHAEKC 1 BbIXOAUM N3 LUMKNA

UINT32_MAX — 310 Mapkep eLwé He Hawnu (T.K. UHAEKCbI HE MOTYT ObITb TAKMMMN BONbLLNMN).

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKm U peHaepuHra

2026 Jemanenko A.M. UMMuKH KOy
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LLlar D: Ecnu Hawnm — coxpaHAeM U BbIXOANM

if (graphicsFamily = UINT32_MAX) {
physicalDevice = device;
queueFamilylndex = graphicsFamily;
break; // BbixoanM U3 BHellHero uukna nepebopa GPU

}

NMepeBopa: Hawnm noaxogdawee ycTponcTBo € rpadpuryeckon ouepebto. 3anoMMHaeEM ero u
npekpawaeM NoONUCK

CoBpeMEeHHbIe TEXHOMOTMK KOMMbIOTEPHOM rpaduKn U peHaepuHra

2026 JemaneHko .M. UMMunKH KOy
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BVISya!'II/ISaLI,VIFIZ KaK 3TO BbIrNAONT B NMaMATH

GPU (VkPhysicalDevice)

—— CeMencteo ovepenen 0 (queueFlags = GRAPHICS | COMPUTE | TRANSFER)

-— Queue 0
-— Queue 1
Queue 2

—— CeMencteo ovepenen 1 (queueFlags = TRANSFER)
-— Queue 0
Queue 1

— CeMencteo ouepenen 2 (queueFlags = COMPUTE)
-— Queue 0
Queue 1

Haw koa nuwiet: y kakoro cemenctea queueFlags cogep>xmnt VK_QUEUE_GRAPHICS_BIT?
Haxogut: cemencteo 0. CoxpaHaet graphicsFamily = 0.

COBpeMeHHbIe TEXHO/TOTUN KOMI'IbI-OTepHOIZ Fpad)I/IKl/I M peHgepumHra

202
026 NemsaHeHko A.M. UMMuKH HOo®Y

50



Y10 Takoe queueFlags (BO3MO>KHbIe 3HaYeHUA)

dnar YTo yMeroT ouepean B 3TOM CEMENCTBE

VK_QUEUE_GRAPHICS_BIT PucoBartb (peHaepwvHr, TPeyronbHUKU, MeLLn)
VK_QUEUE_COMPUTE_BIT BoinonHATb compute-wenaepsl (MaTeMmaTtuka, punsunka, NMN)
VK_QUEUE_TRANSFER_BIT KonunposaTtb gaHHble (bydepbl, TEKCTYPbI)
VK_QUEUE_SPARSE_BINDING_BIT EAleEl:NbEN oLl o loX ClalallZ i1 k> e

Ba)kHo: YacTto 3Tt pnarm KoMObmMHMpytroTcA.
padunueckoe cemencteo o6bIvHO ymMeeT BCE (M compute, n transfer).

CoBpeMeHHble TEXHOTOTMM KOMMbIOTEPHOW rpadunKn U peHaepuHra

2026 DemaHeHko A.M. UMMunKH Oy
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[TpakTnyeckmnm npmmep (4TO AanbLue ¢ STUM UHOEKCOM)

// Tlocne Toro Kak Hawnum graphicsFamily, cozpaém Device n nonyyaemMm Queue

VkDeviceQueueCreatelnfo queueCreatelnfo{}; // CoznaeM CTpyKTypy, ONMUCLIBAIOLLLYHO KaKyro oYvepenb Mbl XOTUM
queueCreatelnfo.queueFamilylndex = graphicsFamily; // € ToTr caMbi UHAEKC

queueCreatelnfo.queueCount = 1;

float priority = 1.0f; // npnoputet (1.0 = BbICOKNW)

queueCreatelnfo.pQueuePriorities = &priority;

VkDeviceCreatelnfo devicelnfo{}; // Cosgaém nornyeckoe yctpomncteo (VkDevice)
devicelnfo.queueCreatelnfoCount = 1;
devicelnfo.pQueueCreatelnfos = &queueCreatelnfo;

vkCreateDevice(physicalDevice, &devicelnfo, nullptr, &logicalDevice);

VkQueue queue; // croga 3anuiieTca XxeHan odyepeau
vkGetDeviceQueue(// A noToM nony4vyaem camy ouepeb
logicalDevice, // 13 kakoroycTtpomncTsa
graphicsFamily, //wn3kakorocemencrtsa (MHOEKC 2)
0, // HOMep ouepenn B ceMencTee (Nnepeasd, T.K. queueCount=1)
&queue // cropga 3anuLueTca pesynbraTt

); v
COBpeMeHHbIe TEXHO/TOTUN KOMIMBbKOTEPHOU rpaq>|/||<|/| U peHaepunHra
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NCI1OJ1b3YEM ouvepenb ona oTnpaBku KoMaHA

// ... 3anonHunmn command buffer ...

VkSubmitinfo submitinfo{};
submitinfo.commandBufferCount = 1;
submitinfo.pCommandBuffers = &commandBuffer;

// OTnpaBnAeM B ouepeab Ha UCMosTHeHMe!
vkQueueSubmit(queue, 1, &submitinfo, VK_NULL_HANDLE);

2026 CoBpeMeHHble TEXHO/TIOTUM KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemaHeHko A.M. MMMuKH HO®Y
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Bunayanmsauma: yto npomncxoauTt B NaMATH

GPU (PhysicalDevice)
- Cemelicteo 0 (TRANSFER)

—— Cemencteo 1 (COMPUTE)

— CemMencteo 2 (GRAPHICS) < graphicsFamily =2

—— Queue 0 € queuelndex =0 (Mbl co3ganu eg)

— Queue 1 € Mornm 6bl co3aaTtb, ecnun 6bl queueCount = 2
[NMocne co3paHunsa Device u Bbi3oBa vkGetDeviceQueue:
logicalDevice —P> [yka3aTenb Ha BHYTPEeHHWE AaHHble AparBepal]

gqueue —p> [ouepeab Graphics Family, Queue 0]

COBpeMeHHbIe TEXHO/TOTUNN KOMI'IbI-OTepHOI;I rpad)vu<|/| npeHgepumHra

2026 JemaneHko A4.M. UMMuKH HO®Y
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[ToueMy aBa Bbi3oBa: vkCreateDevice n vkGetDeviceQueue?

: Co3zpnaéer Bce ouepenmn, .
vkCreateDevice onucaHHble B queueCreatelnfo [panBep pe3epBUpPYyeT pecypchl
vkGetDeviceQueue BoaBpaluaer yxe Oqueﬂb y>Ke co3gaHa BHYTpuU )
CyLLeCTBYIOLWUNN XEHAT oYvepean Apavieepa, Mbl MPOCTO A0CTYN K HEW

2026 CoBpeMeHHbIe TEXHOMOT KOMMbIOTEPHOM rpaduKn 1 peHaepuHra 55
DemaHeHko A.M. MMMuKH HO®Y



YTO ecnim HY>KHO HECKO/1bKO ovepenen n3 oJHoro ceMemcTaa?

// XoTnM 2 ouepegm n3 oaHOro cCEMenNCTBa
queueCreatelnfo.queueCount = 2;

float priorities[] = {1.0f, 0.5f}; // pasHbIn npuopuTtet
queueCreatelnfo.pQueuePriorities = priorities;

vkCreateDevice(...);

// TlonyyaeM obe ouepeamn
VkQueue queue0, queue;
vkGetDeviceQueue(logicalDevice, graphicsFamily, 0, &queue0); // nepBasa ouepenb
vkGetDeviceQueue(logicalDevice, graphicsFamily, 1, &queue1); // BTopas o4vepenb

// Terlepb MO>XHO OTrnpaB/idTb KOMaHAbI NnapannesibHO N3 pa3HbIX MOTOKOB!

COBpeMeHHbIe TEXHO/TOTUN KOMF]bI-OTepHOIZ Fpad)I/IKl/I M peHagepunHra
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Tor ogHOM cxemMou

graphicsFamily (mHgekc = 2)

v
VkDeviceQueueCreatelnfo

\
vkCreateDevice()

\
vkGetDeviceQueue() —P VkQueue (xeHgn ouepegmn)

\
vkQueueSubmit() ——P oTnpaBka koMaHa Ha GPU

» VkDevice (nornyeckoe ycTponcTBo)

COBpeMeHHbIe TEXHOJ/TIOTUU I(OMI'IbI-OTGpHOI;I rpaq>|/||<|/| U peHaepPuMHra
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