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OrpaHnyeHuna Knaccmnyeckoro KoHBenepa

B ctaHgapTtHoM OpenGL-kKoHBeepe (BEpLUUHHbBIN > ¢parMeHTHbIN LWenaep) Mol CTankKMBaeMCH
Cc TpeMa PyHAAMEHTaIbHbIMU OrPaHUYEHUNAMMU:

Orpan-leHMe npOﬂBneHMe

PukcupoBaHHasa reoMeTpusa KonnyecTtso BEpPLUMH HEN3MEHHO Nocne 3arpy3ku B GPU
OTcyTcTBME AOCTYyNa K TONO/M0rnm BepLwunHHBLIN LLengep He 3HaeT 0 CoceaHMX BepPLLUMHAX
HeT nopo>kaeHusa BepLUnH Henb3a yBennuntb getanmsaumnto M Mn3aMeHUTb NPUMUTUB

CoBpeMeHHble TEXHO/TOTUM KOMMbIOTEPHOM rpaduKn N peHaepuHra

2026 DemsaHeHko A.M. MMMuKH QoY



Yto patoT nporpaMMmpyeMble reoMmeTpnyeckme ctagnum’?

Teccenauusa (Tessellation) — pasbueHne NpMMNTUBaA HA8 MHOXXECTBO MEHbLLINX NMPUMUTUBOB.

feoMmetpuueckue wenpepsl (Geometry Shaders) — namMmeHeHme ToNon0OrMmM N NOPOXKAEHNE HOBbIX MPUMUTUBOB.

Pucyet npumntumebl Tina GL_TRIANGLES
Ka>kable 3 BepLUMHbI 06pa3yroT 0AUH TPEeyronbHUK
BepLinHbl nayT HanpAMyro B

BEPLUMHHbLIN LLENOEP > pacTepu3aTop > aKpaH
HeTt atana noapasbuneHnsa reoMmeTpmumn

// be3 Teccenauunmn
glDrawArrays(GL_TRIANGLES, 0, vertexCount);

Pucyet npumntumebl Tina GL_PATCHES (cneu tvn ana teccenauun)
glPatchParameteri(GL_PATCH_VERTICES, 3) — ka)abi1 naTty coOCTOUT

// C Teccenaumen . N3 3 KOHTPO/bHbIX TOUEK (KakK TPeyrosibHUK)
glPatchParameteri(GL_PATCH_VERTICES, 3); BepLUMHbI TPOXOAAT Yepes AOMOMHUTENbHbIE 3Tarbl
glDrawArrays(GL_PATCHES, 0, vertexCount); BepLumHHbIN Wengep - Lengep Teccenaumm (KOHTPonb) >

Teccenatop (annapaTHbIN) > LWengep Teccenaumnm (oueHka) >
[eoMeTpunueckni wenaep (onymoHanbHo) > PactepusaTtop

CoBpeMeHHble TEXHO/IOTMMN KOMMbIOTEPHOM rpaduKn N peHaepuHra

2026 DemaHeHko A.M. MMMuKH HOo®Y



[ToueMy 310 Ba>KHO?

KnroueBasa npes:
obe ctagnun paboTtarot Ha GPU, no3eonas peanndoBatb LOD, npoueanypHyto reoMeTputo n cneyddPekTol

6e3 3arpy3kmn CPU.

BepLwinH B kagp (nanawadr) ~1 MNH ~100 M/H

3arpy3ka PCle (MB/kaap) 50-200 0.5-2

3apaep>kka cMeHbl LOD 5-20 Mmc ~0.1 MC

LOD (Level of Detail) — anHaMmumnueckn ypennumBatb getanndaynto 6NnM>KHUX o6 ekToB
CrnaxxusaHue — nogpasbueatb rpybbie Mmoaenn Ha 6onee rnagkue
NMpouepnypHaa reoMeTpua — co3gaBaTb AeTanm Ha nety (TeppeniH, Boga)

CoBpEeMEeHHbIe TEXHO/TOTMN KOMMbIOTEPHOM rpadukm U peHaepuHra

2026 DemsaHeHko A.M. UMMuKH HO®Y



MoTunBauus

* KauecTtBO BM3yanmsayuum
e OKOHOMMA NaMATU
 [nHaMnyeckmni ypoBeHb geTannlauynmu

* BbinonHeHWe pacyeToB Ha YPOBHE BepLUWNH

Base model Bump mapping Displacement mapping

2026 CoBpeMeHHbIe TEXHOMOTN KOMMbOTEPHOW rpaduKn N peHaepuHra
DemsaHeHko A.M. MMMuKH QoY



O6bnacTtn npuMeHeHnA Teccenaunn (tessellation)

Teccenauuna — pazbueHune NnpuMUTMBaA (NaTtya) Ha MHOXXECTBO MEHbLLUNX MPUMUTNBOB

(Touek, TMHUN, TPEeYrobHNKOB)

O6nactu npnMeHeHuUs

2026

NangwadTtel ¢ anHammuecknum LOD

[MoBblLLEeHME aeTann3aynm reoMeTpuyecknx Moaenen
PeHaepwHr TpaBbl, BON1OC, YacTul,

MopgpaspeneHmne nosepxHocTen (subdivision surfaces)

PN-TpeyronbHukn n @oHr-teccensumsa ana crna>kxmuBaHms

CoBpeMeHHbIe TEXHO/IOTMM KOMMbIOTEPHOW rpadUuKn U peHaepuHra
DemsaHeHko A.M. MMMuKH QoY



PenpgepuHr TpaBbl, BO/1OC, YaCcTuUL,

CoBpeMeHHbIe TEXHOMOTUY KOMMbIOTEPHOW rpadpukm U peHaepuHra
DemaHeHko A.M. UMMunKH Oy

2026



KoHBewnep teccenaunm B OpenGL 4.0

BMecTo 06bIUHbIX TPUMUTUBOB Ucnonb3ytotca natum (GL_PATCHES) — npnMnTUBbLI C YMCOM BepLUUH OT 1 Ao 32.

TeccenaTtop TES dparMeHTHbIN

SRR (T (pukc. pyH.) (Evaluation) wewnaep

Tessellation Control Shader (TCS) — 3agaét napaMeTpbl pa3buneHuns
Tessellation Primitive Generator — annapaTtHoe pa3bueHue (pukcmnpoaHHasa PyHKLMA)

Tessellation Evaluation Shader (TES) — BbluMCAE€T NTOroBbliE BEPLUMHDI

CoBpeMeHHble TEXHOTOTMM KOMMbIOTEPHOW rpadunKn U peHaepuHra

2026 DemaHeHko A.M. UMMunKH IOy



Tessellation Control Shader (TCS)

TCS — 910 pewuaTenb: CKOJ/IbKO reoMeTpum reHepmpoBaTb M KaK nepeaarTb AaHHble ganblue

* BbInonHAeTcA ANA Kaxxg0M KOHTPOAbHOW BEPLUMHbBI NaTya
* KVMeeT gocTyn KO BCEM BepLUMHAM naTya (4epes3 MacCuBbl)
 3afa€T ypoBHU TECCENAUUN ANA TeccenaTopa

TCS — onumoHanbHbIN 3Tan. Ecnu ero HeT, TO TeCCeNnATop MCMNONb3YeT YPOBHU MO YMOMYaAHUIO U3
glPatchParameterfv().

COBpeMeHHbIe TEXHOJ/IOTUU KOMI'II:I-OTepHOIZ Fpa(bl/ll(l/l U peHaepunHra

2026 demaHeHko A.M. MMMuKH HOo®Y



BxoaHble naHHble TCS (Tessellation Control Shader )

gL in[] —reoMeTpuueckune gaHHbIe nNatya
in gl_PerVertex {

vec4 gl_Position;

float gl_PointSize;

float gl_ClipDistancel];

ygliin[];

// KONn4yecTBO BEPLLUMH naTtya

in int gl_PatchVerticesin;

// nupekc npuMnutmnea (CUHETUMK OTPUCOBAHHLIX NaT4yen, HaunHaetcsa ¢ 0)
in int gl_PrimitivelD;

// HoOMep Tekyulen BepLumnHbl (0..vertices-1)

in int gl_InvocationlD;

Bce BxoaHble NapaMeTpbl, NpuLLeLlne oT BEPLUMHHOIO LWenaepa, nepenarnTcsa Kak MaccuBbl (Tak Kak LWenaep
MMEET A0CTyN KO BCEM BEPLLUMHAM nartya cpasy), Npy 3TOM pa3Mep MaccuBa yka3biBaTb He 06A3aTeNbHO.

CoBpeMeHHble TEXHOMOIMU KOMMNbIOTEPHOM rpaduKn U peHaepuHra
demaHeHko A.M. MMMuKH HOo®Y
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BbixoaHble paHHble TCS

gl out[] — reoMmeTpuueckue pgaHHblie pna TES (Tessellation Evaluation Shader)
out gl_PerVertex{

vec4 gl_Position;

float gl_PointSize;

float gl_ClipDistancel];

} gl_out[];

// BHELLHWME YPOBHU (rpaHunLbl)
out float gl_TesslLevelOuter[4];
// BHYTpEeHHME YPOBHMU

out float gl_TesslLevellnner[2];

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

2026 demaHeHko A.M. MMMuKH HOo®Y
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KntoueBble KoHUenuun. PexkumM paboTbl Ha BEPLUNHY

layout(vertices = 3) out; // naty n3 3 BepLUNH
#define id gl_InvocationID //id=0,1nnn 2

TCS BbI3bIBaeTCA ANA KaXa0u BEPLUWMHDbI NMaTtya OoTAE/IbHO

gl_InvocationID roeBopwuT, kakyto BepLLUMHY Mbl cenyac obpabaTtbiBaem (0, 1 nnm 2 ana TpeyronibHNKa)

2026 CoBpeMeHHble TEXHONOTN KOMMbIOTEPHOW rpadpuKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HO®Y
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KntoueBble KoHUenuun. lNepepgava atpnbytoB

vertes[id].position = vertcs[id].position;

vertcs[id] — gaHHble OT BEPLUMHHOIO WWenaepa ana Tekyuen BepLUnHbl

vertes[id] — gaHHble, KOTOpPble NoNyYaT COOTBETCTBYOLLME BEPLLUMHbI B TES

COBpeMeHHbIe TEXHO/TOTUN KOMF]bI-OTepHOIZ rpad)l/ll(l/l M peHgepunHra

202
026 HemaneHko .M. UMMuKH HO®Y
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KntoueBble KoHUeNUMnN. ACUHXPOHHOCTb 1 6apbepbl

if (id ==0){
// TonbKo nepBan BepLUMHA 3a4aET YPOBHU TeCccenAauunm
gl _TessLevellnner[0] = inner;
gl_TesslLevelOuter[0] = outer;

}

Ba>xHO: YpoBHU Teccenaumm aon>kHbl ObiTb 0AMHAKOBbIMU ANA BCEX BEPLUMH naTya.
[MoaToMy nx 06bIYHO 3a4a€ET TONbKO oaHa BepLumHa (id == 0).

Ecnun 6bi BCE 3 BEPLUWMHDI NMblITalNCb NMNCaTb B gl_TessLevelOuter, BO3HMK/A Obl TOHKa AaHHbIX.

CoBpeMeHHble TEXHONOTN KOMMbOTEPHOW rpadpuKn U peHaepuHra
DemsaHeHko A.M. UMMuKH QoY

2026
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[ e n koraa Hy>keH barrier()?

Ecnu Bbl XoTUTE, YTOOLI BEPLLNHbBI 06LLL@NMUCh APYr C APYroM (HanpuMep, BbIYUCNANN CPEOAHIO TOUKY), HY>KHO:

// Bce BepLUMHbI NULIYT CBOW AaHHbIE
vertes[id].position = vertcs[id].position;
barrier(); // Xoém, noka Bce BepLUMHbI 3annLUyT

// Tenepb MOXXHO YnTaTb AaHHblEe APYrMX BEPLUMH

if (id ==0) {
vec3 avg = (vertes[0].position + vertes[1].position + vertes[2].position) / 3.0;
/] ...
}
2026 CoBpeMeHHble TEXHOIOMMM KOMMNbIOTEPHOW rpaduKn U peHaepuHra

DemsaHeHko A.M. UMMuKH HO®Y 15



[TpakTnyeckmun npmnmep: LOD no pacctosaHuto

uniform vec3 cameraPos;

void main() {

vertes[id] = vertcsJid]; // konnpyeM gaHHble

barrier(); // )XoéM, noka Bce BEPLUMHbI 3aNMLLYT

if (id ==0){
// BbluncnaeM ueHTp nartya
vec3 center = (vertcs[0].position + vertcs[1].position + vertcs[2].position) / 3.0;
float dist = distance(cameraPos, center);
// BNnn3ko - MHOro getanen, paneko - Mano
float level = max(1.0, 16.0 * (1.0 - dist / 100.0));

gl _TesslLevellnner[0] = level;
gl _TesslLevellnner[1] = level;
gl _TesslLevelOuter[0] = level,
gl _TesslLevelOuter[1] = level;
gl _TesslLevelOuter[2] = level;
gl _TesslLevelOuter[3] = level;

CoBpeMeHHble TEXHOIOTMMN KOMMNbOTEPHOW rpaduKn N peHAepPUHra

2026 Hemanenko A.M. UMMuKH HO®Y
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TnnyHble oLLnbkKmM

3abbinu layout(vertices = N) out » owumbka koMmnunaumm
Pa3Hble YpOBHU TECCENALUM Y BEPLLUUNH > HeonpeaeneHHOE NoBeAeHNE
He nepepanu gl_Position > ganbLue nonayt MycopHble KOOPpANHAaTDI

YpoBeHb <=0 - naTu NoNHOCTbLO oT6packiBaeTca (xopowmnit cnocob gna frustum culling!)

2026 CoBpeMeHHble TEXHOMOIMM KOMMbIOTEPHOW rpaduKn U peHaepuHra
NemsaHeHko A.M. UMMuKH HO®Y
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KnroueBble MOMeHTbI TCS (Tessellation Control Shader)

PasMep MmaccuBos onpeaenaetca layout(vertices = N) out unun glPatchParameteri(GL_PATCH_VERTICES, N)
OavH BbI3oB TCS = ogHa BepLumnHa (n3-3a gl_InvocationlD)

YpoBHU TeCccenAaumnmn 3agaroTca TONbKO O4WH pa3 A/1d BCero nartya

BbixogHble gaHHble 6yayT MHTEPNONMPOBATLCA TECCENATOPOM MeXAY KOHTPOIbHbIMU TOUKaAMMU

gl_out[] o6azaTeneH, nonb3oBaTeNbCKNE AaHHbIE — OMUMOHAaNbHbI

TCS nony4aet uenbsin naTty, Ho o6pabaTbiBaeT ero rno BepLUMHaM, a Ha BbIX04, 3a4a€T npasuna noapasbneHuns
N nepenaeT gaHHble A9 MHTEPNONALUNN.

COBpeMeHHbIe TEXHO/TOTUU KOMI'IbI-OTepHOPI rpaq>|/||<m npeHgepuHra 18

2026 JemaneHko A4.M. UMMuKH HO®Y



Teccenatop (pukcnpoBaHHaA ctagma)

Ncnonb3ysa ¢pakTopbl Teccenaumm npeobpasyeTt BXogHOM naty B Habop NPpMMUTUBOB:
* TOYKU
* INHUU
* TPeyronbHUKN

Tunbl pa3buneHuna (3aparotca B TES uepes layout):
e triangles — onAa TpeyronbHbIX NaTyYeEN
* quads — an4a YeTbIPEXYroNbHbIX MaTyeEn
* jsolines— gna naonmHun

Pe>xnMbl pazbuneHuna:
* equal_spacing — paBHOMepHOe
e fractional_even_spacing — apo6Hoe 4YéTHoe
« fractional_odd_spacing — apobHoe HeuéTHoe

COBpeMeHHbIe TEXHOMOIIMM KOMI'IbI-OTepHOIZ Fpad)l/ll(l/l " peHgepumHra
2026 [NemaHeHko A.M. UMMuKH l0®Y
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Teccenartop. Tunel pasdbreHnin. HeTblipexyronbHUKA
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CoBpeMeHHbIe TEXHOIOTNM KOMMbIOTEPHOW rpaduKn N peHaepuHra
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Teccenarop. Tunbl pa3dbreHnn. TpeyronbHUKN
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DemsaHeHko A.M. UMMuKH HOo®Y
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Tessellation Evaluation Shader (TES)

YTo genaert:
* BbI3biBaeTca AnAa KaXkaom BEPLLUNHBI, CO34aHHON TECCENATOPOM
* Bblumncnsaer pmHanbHyr0 NO3NLUUIO N aTPUBYTbl BEPLUMHbI
BxoaHble AaHHbIE:
in vec3 gl_TessCoord; // KoopaunHaTtbl B natye (bapunueHTpmnyeckme aAnd TpeyronbHUKOB)

in float gl_TessLevelOuter[4];
in float gl_TessLevellnner[2];

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKn U peHaepuHra

2026 Jemanenko A.M. UMMunKH KOy
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[Tpnmep TES --- 1

#version 410 core

// TECCEJNNAUNA: TpeyronbHbI NaT4y, paBHOMEpPHOE pa3MeLleHne, NPOTUB YaCOBOWU CTPENKHN
layout(triangles, equal_spacing, ccw) in;

uniform mat4 modelViewProjectionMatrix;
uniform sampler2D heightmap;

in VertexES { // oT control shader (MHTepnonupoBaHHbIEe ANA TEKYLLLEN BEPLLUWHDI)
vec3 position;
vec2 texcoord;
vec3 normal;

} vertes|[];

out VertexFS { // B reoMeTpmnyecknin LLenaep nnn pactepmsatop
vec3 position;
vec2 texcoord;
vec3 normal;

} vertfs;

COBpeMeHHbIe TEXHO/TOTUN KOMI'Ib}-OTepHOIZ Fpa(bl/ﬂ(l/l U peHaepunHra

2026 demaHeHko A.M. MMMuKH HOoY



[Tpumep TES --- 2

// PyHKUNN MHTEPRONALNN

vec?2 interpolate2D(vec2 v0, vec2 v1, vec2 v2){
return gl_TessCoord.x *vO + gl_TessCoord.y * vl + gl_TessCoord.z * v2;

}

vec3 interpolate3D(vec3 v0, vec3 v1, vec3 v2){
return gl_TessCoord.x *v0 + gl_TessCoord.y *v1 + gl_TessCoord.z * v2;

}

CoBpeMEeHHble TEXHOTOMMK KOMMNbIOTEPHOW rpadpukn U peHaepuHra

2026 Jemanenko A.M. UMMunKH KOy
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[Tpnmep TES --- 3

void main() {
// MHTepnonauuna atpnbyTos
vertfs.position = interpolate3D(vertes[0].position, vertes[1].position, vertes[2].position);
vertfs.texcoord = interpolate2D(vertes[0].texcoord, vertes[1].texcoord, vertes[2].texcoord);
vertfs.normal = normalize(interpolate3D(vertes[0].normal, vertes[1].normal, vertes[2].normal));

// BbluncneHmne no3nymm co CMeLLeEHMEM MO KapTe BbICOT
vecd pos = vecd(vertfs.position, 1.0);

float height = texture(heightmap, vertfs.texcoord).r;

pos.y += height * 0.25;

gl_Position = modelViewProjectionMatrix * pos;

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

2026 NemsaHeHko A.M. UMMuKH HO®Y
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layout(triangles, equal_spacing, ccw) in --- 1

triangles — TN natya (o6Aa3aTenbHbIN)

Onpepensaet reoMeTpmyeckyro popMy BXOAHOro nartya

MapameTp OnucaHue KonnyecTtBo BepLUMH
triangles TpeyronbHbIM NaTty 3

quads YeTbIpEXYronbHbI NaTy 4

isolines N3onnHum (nnHunn) 4 (06bI4HO)

Ona TpeyronbHUKOB:

 Teccenatop pasbupaeT TpeyronbHUK Ha 6onee MenKkmne TpPeyrobHUKN
 Pabortaet c ypoBHaMU: gl_TesslLevelOuter[0-2] n gl_TessLevellnner[0]

2026

CoBpeMeHHble TEXHO/I0TMU KOMMbIOTEPHOW rpaduKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y
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layout(triangles, equal_spacing, ccw) in --- 2

equal_spacing — cnocob pacnpegeneHua BepLUnH
OnpepenseTt, kKak KoopanHaTbl Teccenaunm otobpakarotca B pakTMUeckme no3nLmm BepLUNH

MapameTp

OnucaHue

BusyanbHbin 3pdeKT

equal_spacing

PaBHOMEpPHOE paccTosiHMe BAO/b
pEbep

BepLlnHbl Ha paBHOM PaCCTOSHUM

fractional_even_spacing

[NpobHoe 4yéTHoE

[NnaBHble nepexogbl Nnpn nameHeHun LOD

fractional_odd_spacing

[JpobHoe HeyéTHoe

MnaBHble nepexoabl (Apyron naTrepH)

//Tlpnmep. YposeHb Teccenaumm = 3.5

// equal_spacing: okpyrndaet go 4, Ho pa3MelliaeT paBHOMEpPHO

// fractional_even_spacing: pasMeLwlyaeTt C NepeMeHHbIM Larom (MeHbLUe NpPbI>XKKOB)

2026

CoBpeMeHHble TEXHOMOIMM KOMMbIOTEPHOW rpaduKn U peHaepuHra
NemsaHeHko A.M. UMMuKH HOo®Y
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layout(triangles, equal_spacing, ccw) in --- 3

cCw — nopsaaok obxona BepLUMH (OpreHTauma)

NapameTp OnucaHune

ccwW Counter-Clockwise (npoTuB yacoBoW cTpenku)
cwW Clockwise (no yacoBo# cTpenke)

Bnnanwue

 OnpepensaeT, Kakaa CTOPOHa NONIMIOHa cYMTaeTcAa NMLUEBOU
 Bnunaet Ha back-face culling (0oT6pakoBKy TbINIbHbIX FTPaHeN)
 Bnuaet Ha HanpaBneHne HopManeun (ecam oOHU He 3agaHbl ABHO)

2026

CoBpeMeHHble TEXHOMOTMU KOMMbIOTEPHOW rpaduKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HO®Y
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[ POABUNHYTbIE TECCEJITALMNOHHbBIE CXEMDbI

PN-tpeyronbHuku (Point-Normal Triangles)
CTtpounTt kybunyecknm naty besbe 14 Ka>kgoro TpeyrosibH1Ka, MCrnonb3ysa NO3NLMM U HOPManm BEPLLUUH.

b111=E*3/2+V *1/2
E=(b210+b120 + b012 + b012 + b102 + b201) / 6
V = (b003 + b030 + b300) / 3

PesyanaT: naaBHoOeE Crrina>XmBaHme reoMeTpmmn 6e3 A4ONONMHUTENbHbIX AAaHHbIX.

doHr-reccenauma
BMecTo nHTEpnonaAuMm NO3nLUnn, MHTEPNONUPYHOTCA NPOEKLUMN BEPLLUUH Ha KacaTenbHble NMIOCKOCTH,
3apaHHble napou (P, n).

P_phong=P0*u+P1*v+P2*w

[noe Pi* — npoekunn Toukm P Ha NNockocTu, 3agaHHbie HOpManamu.
MpeuMyLLecTBO: COXpaHAET pe3kne Kpaa TaM, rae 3To HYy>KHO.

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

2026 Jemanenko A.M. UMMunKH KOy
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ApanTtmneHbin LOD n aBpucTmkm

Pa3zbuneHune no paccTtosaHUIO O,0 KaMepbl:

float dist = distance(cameraPosition, patchCenter);
float level = max(1.0, 64.0 / dist);

Paz6ueHue no opmeHTauum natua:

float orientation = abs(dot(normal, viewDir));
float level = mix(minLevel, maxLevel, orientation);

ApanTuBHoOe pa3bueHne B 3IKpaHHOM NPOCTPaHCTBE:
OueHMBaeT NPOEKLMOHHbIM pa3Mep naTtya Ha aKpaHe N Ha3Ha4vaeT YPOBEHb TECCENALUN.

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

2026 Hemsanerko A4.M. UMMuKH HO®Y
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[eoMeTpuyeckume wengepol (Geometry Shaders)
BO3MOXXHOCTU 1 OrpaHNYeHnA

Uctopua: noasunuce B DirectX10, 3atem B OpenGL 3.2.

Ha Bxopa,: npuMntuebl ntoboro tmuna
Ha BbiIxopa,: ToNbKO points, line_strip, triangle_strip

YTto Moryr:
* W3meHATb TONOMOINIO
* [lopognTb 60nblLLE NN MeHbLLE BEPLUUH, YEM NOMyunnu (growing geometry)
* [lonHoCTbIO YOannTb NPUMUTUB

OrpaHuuyeHus:
 MakcumanbHOEe KOIMYECTBO BbIXOAHbIX BEPLLUMH OFpaHMYeHO (3aBUCUT OT peanm3auynn, o6bivHO
256-1024)

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

2026 JemaneHko A.M. UMMuKH HO®Y
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CTpyKTypa reoMeTpmnyeckoro wenaepa

#version 330 core

// BxogHoOW TN npuMnUTmMBa
layout (points) in; // points, lines, triangles, lines_adjacency, triangles_adjacency

// BbIXOOHOW TN U MaKCMManbHOE YNCNO BEPLUMH
layout (triangle_strip, max_vertices = 5) out;

void main() {
// TeHepaumnsa BepLUnH
gl_Position =..,;
EmitVertex(); // pobaBnAeT BEPLUNHY B TEKYLLLMN CTPUM

gl_Position=..,;
EmitVertex();

EndPrimitive(); // 3aBepLuaeT TeKyLLUA NPUMNTUB

2026 CoBpeMeHHble TEXHOMOI MM KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemaHeHko A.M. UMMuKH HOoY
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Line Strip

2026

CoBpeMeHHble TEXHOIOIMU KOMMNbIOTEPHOW rpaduKn U peHaepuHra
Hemanerko A.M. UMMuKH HO®Y
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CTpun TpeyrobHNKOB

NN

Ba>kHoe CBOMCTBO KacaTe/lbHO nopaaka BHYTPU TpeyroibHMKa — nopaaok obpateH y HEUETHbIX
TPeyronbHUKOB.

3JTO 3HAUUT, UTO Nopagok Takos: [0,1,2], [1,3,2], [2,3,4], [3,5,4] n T.A.

CoBpeMEHHble TEXHOMOTMKN KOMMbIOTEPHOM rpaduKm U peHaepuHra

202
026 HemaneHko .M. UMMuKH HO®Y
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[Tpnmep 1. [NpocTeninm reoMeTpmyecknn LLenaep

//TlpeBpalLaeT KaXayr TOUKY B FOPU3OHTaNbHYH TIMHUIKO

#version 330 core
layout (points) in;
layout (line_strip, max_vertices = 2) out;

void main() {
gl_Position =gl_in[0].gl_Position + vec4(-0.1, 0.0, 0.0, 0.0);
EmitVertex();

gl _Position =gl_in[0].gl_Position + vec4( 0.1, 0.0, 0.0, 0.0);
EmitVertex();

EndPrimitive();
}

CoBpeMeHHbIe TEXHO/IOTMM KOMMbIOTEPHOW rpadUuKn U peHaepuHra
DemsaHeHko A.M. MMMuKH QoY
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[TpuMep 1. Pe3ynbraTt

NMonyunnu Takmne pesynbraTbl, BbIMO/HUB BCErO MNLLb OAWNH BbI3OB OTPUCOBKW:
glDrawArrays(GL_POINTS, 0, 4);

COBpeMeHHbIe TEXHOJ/TOTNU I(OMI'IbI-OTepHOPI Fpad)l/ll(l/l npeHgepumHra

2026 JemaneHko A.M. UMMuKH HOoOY
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KoMnmnnauna n NIMHKoBKa

geometryShader = glCreateShader(GL_GEOMETRY_SHADER);
glShaderSource(geometryShader, 1, &gShaderCode, NULL);
glCompileShader(geometryShader);

glAttachShader(program, geometryShader);
glLinkProgram(program);

2026 CoBpeMeHHble TEXHONOTMU KOMMbOTEPHOW rpadukn n
peHaepuHra JemsaHeHko A.M. MMMuKH QoY
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Mpumep 2. CTpoOUM AOMUKM U3 TOYUEK

#version 330 core

layout (points) in;

layout (triangle_strip, max_vertices = 5) out;

void build_house(vec4 position) {
// KBagpaTHada ocHoBa (4 BepPLUUHDI)
gl_Position = position + vec4(-0.2, -0.2, 0.0, 0.0); // bottom-left
EmitVertex();
gl_Position = position + vec4( 0.2, -0.2, 0.0, 0.0); // bottom-right
EmitVertex();
gl_Position = position + vec4(-0.2, 0.2, 0.0, 0.0); //top-left
EmitVertex();
gl_Position = position + vec4( 0.2, 0.2, 0.0, 0.0); //top-right
EmitVertex();
// Kpbiwa (5-a BepLinHa)
gl_Position = position + vec4( 0.0, 0.4, 0.0, 0.0); //rooftop
EmitVertex();
EndPrimitive();

}

void main() {
build_house(gl_in[0].gl_Position);

}

2026 CoBpeMeHHbIe TEXHO/IOTUM KOMMbIOTEPHOW rpadUKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y

Ha Bxoge — 4 Touku, Ha
BbiIxoae — rno 5 sepLunH
Ha KaXXayr TOUKY
(kBagpaT + KpblLia):

5
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BxogHble naHHbIE

float points[] ={
-0.5f, 0.5f, // BepxHAA-neBas
0.5f, 0.5f, // BepxHAA-npaBasd
0.5f, -0.5f, // HWKHAA-NpaBas
-0.5f, -0.5f // HUW>XKHAA-neBas

CoBpeMeHHbIe TEXHOMOTMM KOMMNbHOTEPHOM rpaduKu U peHAEPUHTa

2026 DemaHeHko A.M. MMMuKH HOo®Y
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[TpuMep 2. Pe3ynbraTt

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOW rpadUKM U peHaepuHra
OemaHeHko A.M. MMMuKH 0oy
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[JoMWKK Cc nepepayven LUBeTa

// BepLWMHHBbIW WWenaep
out VS_OUT{
vec3 color;
}vs_out;
// TeoMeTpuyeckmnin LLengep
in VS_OUT{
vec3 color;
}gs_in[];
outvec3 fColor;

void main() {
fColor=gs_in[0].color; //uBeTt gnAacrteH
// ... BEPLUNHbI OCHOBHI ...
EmitVertex();

fColor=vec3(1.0, 1.0, 1.0); // 6enbint cHer ana KpbiLUn
gl_Position = position + vec4(0.0, 0.4, 0.0, 0.0);
EmitVertex();

EndPrimitive();

2026 CoBpeMeHHble TEXHOMOIMM KOMMbIOTEPHOW rpadukn U peHaepuHra
NemsaHeHko A.M. UMMuKH HO®Y



[TpnMep 2. Pa3HoUBETHbIE AOMUKU

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOW rpadUKM U peHaepuHra
OemaHeHko A.M. MMMuKH 0oy
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B3pbiBaeM 06bEKTHI

[NepeMelleHne KaXxaoro
TpeyronbHMKa BAOMAb HanpaBieHns
HOpManu c TE4EHNEM BPEMEHMN.

B pesynbraTte atoT 9 PekT AaeT
nogobune B3pbiBa 06bEKTA,
pasgensada ero Ha oTAeNbHbIE
TPEYronbHUKN, ABUXXYLLIMECSH NO
HanpaB/eHNIO CBOEro BEKTOPA
HopManu.

Ncnonb3oBaHMe reoMeTpUYecKoro
wenaepa nossondeT apPekTy
paboTaTb Ha 1t0H6OM 0OBbEKTE, BHE
3aBUCMMOCTM OT €ro CNOXKHOCTH

CoBpeMeHHble TEXHONOTN KOMMbIOTEPHOW rpadpuKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HO®Y

2026
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[Tpnmep 3. B3pbiB 06bekTa --- 1

Boiumncnaem HopMasnb TpeyrosnbHMKa M cMeLl,aeM BepPLUWHbLI BA0/b HEE C TEYEHUEM BPEMEHMU
uniform float time; // BpeMAa OT NpuUnoXxeHus

vec3 GetNormal() {
vec3 a =vec3(gl in[0].gl_Position) - vec3(gl_in[1].gl_Position);
vec3 b =vec3(gl_in[2].gl_Position) - vec3(gl_in[1].gl_Position);
return normalize(cross(a, b));

}

vec4 explode(vec4 position, vec3 normal) {
float magnitude = 2.0;
vec3 direction = normal * ((sin(time) + 1.0) / 2.0) * magnitude;
return position + vec4(direction, 0.0);

}

2026 CoBpeMeHHble TEXHOTOTMU KOMMbIOTEPHOW rpaduKn U peHaepuHra
NemsaHeHko A.M. UMMuKH HO®Y



[Tpnmep 3. B3pbiB 06bekTa --- 2

void main() {
vec3 normal = GetNormal();

gl_Position = explode(gl_in[0].gl_Position, normal);
EmitVertex();

gl_Position = explode(gl_in[1].gl_Position, normal);
EmitVertex();

gl_Position = explode(gl_in[2].gl_Position, normal);
EmitVertex();

EndPrimitive();

2026 CoBpeMeHHble TEXHOTOTMU KOMMbIOTEPHOW rpaduKn U peHaepuHra
NemsaHeHko A.M. UMMuKH HO®Y
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Peannzauuna metoga billboarding

Billboarding - npaMoyronbHMK, KOTOPbIN BCEraa HanpaefeH B KaMepy.

[Mpun oBnxxeHMn KaMmepsbl No cueHe billboard Bpawlaetcsa 3a Hen Tak, UTto BekTOp 13 billboard oo kamepsbl
BCcerga nepneHaukynsapeH nosepxHocTun billboard.

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKn U peHaepuHra

2026 Jemanenko A.M. UMMunKH KOy
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Kak HanpaeuTb billboard Ha kamMepy?

BeKTOp 13 no3nunn billboard B kamepy:

BekTop (0,1,0): XKEeNTbI BEKTOP — pesynbTaT BEKTOPHOro NponsseneHus

CoBpeMeHHble TEXHO/TOTMU KOMMbIOTEPHOW rpaduKu N peHaepuHra

2026 HemaneHko A.M. UMMnKH IOy
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[Tpnmep 4. Billboarding (cnpanTbl, BCcerga noBeEPHYTLIE K KaMepe) --- 1

uniform mat4 viewMatrix; // maTtpuua Bmga
uniform mat4 projMatrix; // matpuua npoekummn

void main() {
// Tlonyyaem 6a30Byt0 NO3ULIMIO B MPOCTPaHCTBE BNAa
vecd center = viewMatrix * gl_in[0].gl_Position;

// BekTopbl right n up B NnpocTpaHcTBE BUAA
vec3 right =vec3(1.0, 0.0, 0.0);
vec3 up =vec3(0.0, 1.0, 0.0);

// Pasamep 6unnbopaa
float width = 0.5;
float height = 0.5;

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

2026 DemaHeHko A.M. MMMuKH HOo®Y
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[Tpnmep 4. Billboarding (cnpanTbl, BCcerga noBEPHYTLIE K KaMepe) --- 2

// CTponM 4 BEPLLUNHDBI

gl_Position = projMatrix * (center + vec4(-width, -height, 0.0, 0.0));
EmitVertex();

gl_Position = projMatrix * (center + vec4( width, -height, 0.0, 0.0));
EmitVertex();

gl_Position = projMatrix * (center + vec4(-width, height, 0.0, 0.0));
EmitVertex();

gl_Position = projMatrix * (center + vec4( width, height, 0.0, 0.0));

EmitVertex();

EndPrimitive();

2026 COBpeMeHHbIe TEXHOJ/TIOTUU I(OMI'IbI-OTepHOVI rpaq>|/||<|/| U peHaepPuMHra

DemaHeHko A.M. MMMuKH HOo®Y 49



Busyannsauma Hopmaneu

CoBpeMeHHble TEXHO/IOTUM KOMMbIOTEPHOW rpadUKn U peHaepuHra
OemaHeHko A.M. MMMuKH HOo®Y

2026
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[TpnMep 5. Busyanusauma HopManeu

layout (triangles) in;
layout (line_strip, max_vertices = 6) out;

void main() {
vec3 normal = GetNormal();

vec3 center = (gl_in[0].gl_Position.xyz + gl_in[1].gl_Position.xyz + gl_in[2].gl_Position.xyz) / 3.0;

// PucyeM ncxogHbin TpeyronbHUK
for (inti=0;i<3;i++){
gl_Position = gl_in[i].gl_Position;
EmitVertex();

}
EndPrimitive();

// Pucyem HopManb (MMHMA N3 LeHTpa)

gl _Position =vec4(center, 1.0);

EmitVertex();

gl _Position =vec4(center + normal * 0.3, 1.0);
EmitVertex();

EndPrimitive();

} 2026 CoBpeMeHHble TEXHO/IOTMU KOMMbIOTEPHOWM rpadUuKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HO®Y
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XapakTepUucTmnkm

XapakrtepucTtuka Teccenauua feoMeTpuueckum wuenpep

N3mMeHeHne
Tononorun/nopo>kaeHme

MacwTtabupoBaHue KeagpaTtnuHoe/kybuyeckoe JlnHenHoe (max_vertices)

OueHb BbicOKada (annapaTHbIN CpenHasa (MoXeT 6bITb Y3KUM
TeccenaTtop) MECTOM)

[a (Becb natu) [a (Bce BepLUNHbI NPUMUTNBA)
YnpasneHue LOD BcTtpoeHHoOe (ypoBHM Teccenaumn)  PydHoe

TunuyHoe JlaHawadTel, subdivision CneuadPekThl, TpaBa, billboard,
npuMeHeHue surfaces, crnaxxmnsaHue oTnagka

OcHoBHaga uenb YBenuyeHue getanmsaumm

npOM3BO.D,VITeI1bHOCTb

CoBpeMEeHHble TEXHO/TOTMMN KOMMNbIOTEPHOW rPpaduKn 1 peHaepuHra

2026 HemsaHeHko A.M. UMMuKH HOo®Y



Korga uto ncnonb3oBaTb?

BeibnpaeM Teccenauuio, ecnu:
* Hy)XHO AMHaMMUeCcKM yBennumBaTb getannsayunto
* [eoMeTpuAa nMeeT perynapHyro cTpykTypy (naHawadTbl, natyum)
* Ba)xHa npon3BoaAUTENbLHOCTb U annapaTtHaa noaaep kka
* HyxxeH nnaBHbin LOD 6e3 3arpy3kn CPU

BoibupaeMm reomeTpuyeckue weumagepbl, ecnu:
* Hy>XHO MeHATb TOMONOMNKO (TOUKWN > TPEYroNbHUKWU, 1 T.A4,.)
* Tpebyrotca cneuadpdekTbl (B3PbIBbl, HaCTULLbI)
* Hy>xHO 0Tnago4YHO BM3yannanpoBatb HOpManm
e O61BEMreoMeTpum He oUeHb 60bLLION

2026 CoBpeMeHHble TEXHOOTMN KOMMbIOTEPHOW rpaduKn N peHaepuHra 53
HemsaHeHko A.M. UMMuKH HOo®Y



KnroueBble BbIBOAbI

Teccenauna — nepeHocut sbiuncneHne LOD n getannzaumnm Ha GPU, nséaenaa CPU ot Taxxénon paboTsbl.

[eoMeTpuyeckme Wwenagepbl — NO3BOAAKOT ANHAMUNYECKMN NU3MEHATb TOMONOIMIO, co34aBaTh MNpoLeaypPHYHO
reoMeTpuio n cneudPpekTol.

O6e ctagnun pabotatot Ha GPU — 3To rnaBHOE NPENMYLLLECTBO: ThiCAYM NOTOKOB NapanienbHo
obpabaTtbiBatoT reoMeTputo 6e3 3arpy3ku WwnHbl PCle.

2026 CoBpeMeHHble TEXHOMOI MM KOMMbIOTEPHOW rpaduKM U peHaepuHra 54
NemsaHeHko A.M. UMMuKH KO®Y



[IpakTnyeckmne pekoMeHgaLnm

// PekoMeHayeMasa apxmTeKkTypa ans npoaBmMHYTOro peHaepepa
CPU:

- 3arpy>kaeT 6a30Bble MeLUun (MaTumn/Toukn)

- YnpaBnaeT KaMepomn n BpEMEHEM

- OTnpaensaet uniform-nepemMeHHble (ypoBHU LOD, MaTpuLbl)

GPU:
- VS : MupoBssble koopauHaTtbl + HopMmanu + UV
- TCS: Bbluncnaet yposHu Teccenaunm (distance-based LOD)
- Teccenatop: annapaTHoe pa3buneHue
- TES: nHtepnonayma + displacement mapping
- leoMeTpuyecknin wengep: crneyddPdpekTtol (ONUMOHANBHO)
- PparMeHTHbIN LWIenaep: MaTepumarnbl U OCBeELLEHMNE

CoBpeMEeHHble TEXHOMOTMK KOMMbIOTEPHOM rpaduKn U peHaepuHra

2026 Jemanenko A.M. UMMunKH KOy
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CoBpeMeHHbIe anbTepPHaTUBBI

B coBpeMeHHbIX APl (Vulkan, DirectX 12 Ultimate) noasmunucb
Mesh Shaders — 6onee rubkana anbtepHaTuBa,
o6beamHAroLW,aa BOBMOXXHOCTU TECCENALNMN U TeOMETPUYECKNX LLUENOEPOB.

OnHako Teccenauua ocTaérca akTyasibHOM 6naropapsa annapatHoM oNnTUMMMU3auunu.

NMpuMmeuaHue gna copeMeHHbIX ABMWKKOB (Unreal Engine 5, Unity 2022+):

2026

[eoMeTpuyeckmnin LLengep NOUTU HE UCMOoNb3yeTcs (MeaneHHbIW, MNN0Xo NnapannennTtca)
Mesh Shaders (NVIDIA RTX) 3ameHaAoT VS + TCS + TES ana HekoTOpbIX 3aga4

Compute Shaders nHorga genatoT TECCENALMNIO HA BbIYMCNNUTENbHBIX LUENAepax

Ho knaccunuecknn koHeenep VS>TCS>TES->FS BCE eLlé akTyaneH ana TeppemnHOB 1 BOAHbIX
NOBEPXHOCTEN

CoBpeMeHHble TEXHOIOTMU KOMMbIOTEPHOW rpadUuKn U peHaepuHra
DemsaHeHko A.M. UMMuKH HOo®Y
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Bonpockl 4na caMonpoBepku

[NMouemy Teccenaumna aopexktnBHee CPU-reHepaumm reometpmmn?

B uém pasHunua mexay TCS n TES?

Kakue Tmnbl NPUMUTUBOB MOXKET NOPOXKAaTb FreOMeTpnYecKknm Lenaep?
Kak peannsoBatb agantneHbii LOD no pacctoaHuio?

Korpa reometpuyecknun wengep MoXxXeT ObiTb HeE3DPEKTUBEH?

COBpeMeHHbIe TEXHO/TOTUN KOMF]bI-OTepHOIZ rpad)l/ll(l/l M peHgepunHra

202
026 HemaneHko .M. UMMuKH HO®Y
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Bonpockl ¢ oTBETAMU

[Mouemy Teccenaumna appekTneHee CPU-reHepaunm reoMmetTpmn?
OTtBeT: PaboTtaeTt Ha GPU, He HarpyxxaeT winHy PCle, annapaTHO onTMMM3npoBaHa.

B uém pasHunua mexxagy TCS n TES?
OTBeT: TCS 3apaét ckonbko pazbuBaTtb, TES — Kak BbIUNCINTb Ka>kayro HOBYHO BEPLLUMHY.

Kakne Tnbl NpUMUTUBOB MOXET NMopoXKaaTb reoOMeTpuyecknii Luengep?
OTBeT: Tonbko points, line_strip, triangle_strip.

Kak peannsoatb agantuneHbii LOD no pacctoaHmnio?
OT1BeT: B TCS BblUMCINTL pacCToOAHME A0 KaMepbl 1 3a4aTb YPOBHM TeCcCeNALMmM NponopLumoHanbHo
1/distance.

Korga reomMeTpuueckum wenaep Moxxet 6biTb He3dPEKTUBEH?
OTBeT: [Npn NOpoXXAEHNN OTPOMHOIO KO/IMYECTBA BEPLUMH (Nyylle MCNOoNb30BaTb TECCENALMUIO NN
compute shaders).

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

2026 HemaneHko .M. UMMuKH HO®Y
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