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[1lnaH neKunun

* Uctopua noasneHna un passutma GPU
* [lporpammupyembiv rpaPpuUyecknini KoHBenep

e A3blKKM NporpammupoBaHusa weunaepos GLSL, HLSL,
Cg.

* BbiuncneHma obuwero HazHadyeHmna. CUDA, OpenCL

* OpenGL 3+
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KoHBenep: ObpaboTKa BepLUMH

O6paboTKa » PacTepusaums u » Onepauun Hapg, » Bydep
BEPLUMH MHTepnonAuma MUKCeNAMM Kagpa

3aga4a: npeobpa3oBaTb U NONYHYUTb NPOEKLMIO BEPLLUUH Ha 3KpaH (X,y,z) ->
(Xy’)
 (OO6bI4YHO TPM NocsegoBaTENbHbIX Npeobpa3oBaHUA:
* MopaenbHoe npeobpasosaHue (J/ICK -> MCK)
* BuaoBoe npeobpasosaHme (MCK -> BCK)
* npoeKTusHoe npeobpasosaHme (BCK -> HCK)
* 4x4 maTpuubl

* W3 HCK B 3CK c y4eTom pasmepa OKHa Mockocte

Y npoekunn

BCK X
MCK



KoHBeunep: Pactepnsauma n MHTepnonauus

O6paboTKa » PacTepusauyms u » Onepauun Hapg, » Bydep
BEPLUMH MHTepnonAuma MUKCeNAMM Kagpa

Lenb: n3 sepwmnH B HCK nonyyntb maccms nukcenemn

*  WHTepnonauma: uset (+anbda-KaHan), TEKCTYPHbIE KOOPAUHATLI, TNyOMHA
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KoHseunep: Onepaumm Ha NUKCeNamm

O6paboTKa » PacTepusaums u » Onepauun Hapg, » Bydep
BEPLUMH MHTepnonAuma NUKCeNAMM Kagpa

* Llenb: HapucoBaTb NUKcenb B bydepe Kagpa, CKOMOMHMPOBATDL C TEKYLLUM
COAEPHUMbIM

* Bkntoyaet B cebsa z-tecT, anbda-tecT, stencil-tecr...



[Tporpammmpyembint KOHBENEP

O6paboTka » Pactepusauma u » Onepaunmn Hag, » bydep
BEPLUMH MHTepnonALuA NUKcenamm Kagpa
BepLwmnHHbIN K | ®dparmeHTHbIN |
reomeTpuu. (MnKcenbHbIN)
wenaepbobl wenaep

* |lenaepbl ncnonHAawTcA Ha rpaduyeckom npoueccope (GPU)

*  HWcnonb3syetca oaguH U3 creynanbHbIX A3bIKOB
— Wcnonb3osaHue BoamoXKHocTen GPU



[badunyecKoe npoLeccopHOe YCTPOUCTBO
(GPU)

[badunyecKoe npoueccopHoe
YCTPOUCTBO
(Graphics Processing Unit, GPU)

[Tporpammupyemoe
BbIYMC/IUTENBHOE YCTPOUCTBO,
npeaHa3Ha4YeHHoe Ana
06paboTKM rpaduyeckomn
MHPOPMaLUU
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[lepBoe NokoneHue

* [lepsble HacToAwwme 3D-
aKcenepartopbl

 HekoTopble paboTatoT B
Komnaekce ¢ obbluHOM 2D-
BUAEOKAPTOM

* TpaHchopmaumna BepLINH
BbinonHaeTca Ha CPU

* [logaeprkka pacrtepusaumu,
mybuHbl -~

ObpaboTKa * PacTtepusauma u » Onepauun Hag, » bydep
BEPLUMH NHTepnoaALNA NUKcenamm Kagpa

CPU GPU
PCI



[MlepBoe nokoneHne GPU B nrposowu
MHOYCTPUK

68

35-174.°

Half-Life n Unreal



BTopoe noKoneHune

* BHeapeHue TexHoONOrnM
Transform&Lighting (T&L)

* PacyeT AMHAMMNYECKOro
ocselweHnA Ha GPU

* [loppeprKa
MYIbTUTEKCTYPUPOBAHUA

* BbiTecHeHue CTaHAQpTA PCI nVidia GeForce 256 (1999 r.)
bonee 6bicTpbiM AGP Radeon 7500

ObpaboTKa » PacTtepusauma u » Onepauun Hag, » bydep
BEPLUMH NHTepnoaALNA NUKcenamm Kagpa

N—u

J GPU
AGP



BTtopoe nokonenne GPU B nrposou
MHAOYCTPUN

Quake Il Arena n Unreal Tournament



TpeTbe nokoneHue

e Jlo6aBUANCb BO3MOXHOCTH
NPOrpaMmmMmMpoOBaHMA

* [losaBneHMe NepBbiX BEPLUMHHbIX
Lwenaepos

nVidia GeForce 3 (2001 r.)
Radeon 8500

Ob6paboTKa » Pactepusayma u » Onepauun Hapg, » Bydep
BEPLUMH MHTepnonAuma NUKCENAMM Kagpa

MpocTon
BEPLUMHHbIN GPU

AGP wenaep




HYeTBepToe nokoneHue

* [lepBOe NOKo/eHUEe
NO/IHOCTbIO
nporpammunpyemsix GPU

* YcnoxHeHue Wenaepos

* HauyuHaeT cknagbiBaTbCA
HanpasneHne GPGPU

* BbiTecHeHune ctaHaapTa AGP

6onee 6bicTpbiMm PCl Express ATl Radeon 9700 (2003 r.)
GeForce FX

Ob6paboTKa » Pactepusauma u » Onepauun Hapg, » Bydep
BEPLUNH MHTepnonAuma NUKCENAMM Kagpa

BeplwWHHbIN 1 | ®dparmeHTHbIN I
reomeTpumu. (NMnMKcenbHbIN)

wenaepsobl wenaep

AGP



YeTBepToe nokosneHmne GPU B nrposowu
MHOYCTPUK

CkpuHwoTtbl n3 urp Half-Life 2 1 Doom 3 coOoTBETCTBEHHO



[1aTOEe NnoKoneHune

* [loaaep»KKa reoMeTpuYecKkux
lwenaepos

* [lonHaAa nogaeprkka
YHUPUNLUMPOBAHHOMN LLENAEPHON
apPXUTEKTYPbI

* GPU nony4ymnm BO3MOXKHOCTb

annapaTHoO YCKOPATb pU3nYecKmne
pacyeTbl

* [loaBneHune cpencTs
nporpammmnposaHma ana GPGPU GeForce 8 (2006)
— nVidia CUDA
— AMD FireStream

ATl Radeon X1950



[1aToe nokoneHne GPU B nrposowu
MHOYCTPUU

Crysis n Call of Duty: Modern Warfare 2



byayuwee GPU Ha 6banKanwmne roabl

L OCTUTHYTb YPOBHA KMHO
— [Npamoe ocseweHne
— TeHuU
— Yactuupbl (B3pbIBbI U T.1.)
— OTparkeHunAa

YAyywunTs:
— AHMMaUMIO
— [detanusauynto o6veKTOB
— BTOpMYHOE ocBelleHHue



[1lnaH neKunun

* Uctopua noasneHna un passutma GPU
* Mporpammupyembin rpadpuyecKkmii KoHseuep

e A3blKKM NporpammupoBaHusa weunaepos GLSL, HLSL,
Cg.

* BbiuncneHma obuwero HazHadyeHmna. CUDA, OpenCL

* OpenGL 3+



CoBpemeHHbIN papuyeckmm KoHseunep
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OCHOBHble CBOMUCTBA

e Crtporo nocnegosaTenbHOE UCMOAHEHME (KOHBENED)

* Tekywuin pparmeHTHbIN / BEPLUMHHbIN LWernaep
BbinosiHAeTcA Ha GPU ana Kaxkaoro ¢parmeHTa /
BEPLUUHDbI

* Bce Bbluncnenusa so floating-point

 Pabota naet Hag CBOMMUM NPUMUTUBAMM ANA KAXKO0ro
TMNa Wenaepos
— BepuwmnHHbIN: BEPLWIMHA

— ®parmeHTHbIN: GparmeHT

e LenaepHble nporpammbl Ha3biBaetca Agpamu (kernel)



Menko3sepHUCTbIN Napanienmsm

e Kaxabil NPUMNTUB PaccCMaTpPUBAETCA KakK
He3aBUCUMbIU

* [1OTOK BbIMNOAHEHUA ANS KaXKA0ro NPUMUTUBA
pPaccMaTpPMBAETCA KaK (MoYTK) ogMHAKOBbLIN

* [Mpumutnebl obpabaTbiBaeTcA napannenbHo

* [MnaHMpoBaHME BbIMNONHEHUS HE KOHTPOAMPYETCH
NPOrpPaMMMCTOM

 Henb3a ogHOBpEMEHHO YNTaTb U NKUCaTb B Bydepbl



[TapameTpbl LWenaepHbIX NPOrpamm:
uniform

* MeHawTCA peagko
e JloCcTynHbl Ha BCEX 3Tanax KOHBenepa
* 334al0TCA NOJ/Ib30BaTe/IEM
* [lpumepsil:
— MoaenbHO-BMAOBaA MaTpuULa

— TeKcTypbl
— [MapameTpbl Moaenn ocselleHna (TOHUPoBaHUA)



Varying-napameTtpbl

* MeHatoTcA ANA RaK40ro npnMmnTmBa
e J1oCTYNHOCTb 3aBUCUT OT 3TaNa KOHBEWepa
* MoryT MHTEpPNOAMPOBATLCA B MOAYNe pacTepmsaumnm
¢ Onpe,u,eanTcsl MNoJZib30BaTe/1IeM
* [lpumepsil:
— [lonoxkeHune BepLIUHDI

— LBeT BepwuHbI
— LUBeT pparmeHTa



BepLunHHbIM Nnpoueccop

Position (object Space) 0 Position (mult. with MvP)
Color | Color
Generic N Generic

|

Uniform Variables
MVP, Texture Matrix, Textures, User-defined, ...




TMnNnyHaAa PYHKUMOHANBbHOCTb

e [lpeobpa3oBaHuA BEPLUNH

* [MpebpasoBaHMs N BbIYMCAEHUS HOPMASIEN U
TEKCTYPHbIX KOOPANHAT

* OcBelleHuUe

* [eHepauMAa NONOKEHUA BEPLUMH

e [eHepauWnAa TEKCTYPHbIX KOOpAUHAT



Moaynb pactepusaymm

* [lepcneKTnBHOE AeneHue

 CH6bopKa NpMMUTUBOB

* OTce4yeHune

* MHTepnonaumAa Bcex BapbupyembiX NapameTposB
* PacTtepusauma

* PaHHee z-oTCeYyeHuUe

* He nporpammupyerca!



dparmeHTHbIX Npoueccop

Screen space

position 0
Color ] Color
Depth

Generic N

1]

Uniform Variables

Textures, Textures, MVP, User-defined, ...



OYHKUMOHANbHOCTb

* KpaWlHe BbICOKast MOWHOCTb BbIMUCNEHUN B
BELLLECTBEHHbIX YMCNAX

* DUKCUpPOBaHHOE NMonoxkeHne pparmeHTa

* BbluUCNeHne Uam usmeHeHue Z-KOOPANHATbI
BO3MOXHO

* BbiBOPKM N3 TEKCTYP
— Texture sampler
— 3aBUCUMMbIe BbIDOPKN U3 TEKCTYP
— 1D, 2D, 3D TeKcTtypbl
— flBHas agpecauma ypoBHEN MMNIMANA



bydep Kagpa

* MoxeT ObITb 3KPaHHbIM UM BHE3KPAHHbIM
bydbepom
e [lo yeTbipex bydepos useta (MRT)

* bydep rnybuHbl, macku (stencil), akkymynatop
(accumulation)

* JKpaHHbIN bydep — npeaocTaBaAETCA CUCTEMOM
* BHeakpaHHbIN bydep — Framebuffer Object (FBO)
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A pplication

brook lib -

GLSL Compiler

SH |ib
Cg lib

OpenGL Driver

Low Level Graphics Driver

|

Graphics Hardware




Ob6Lwme coobparkeHUa no A3blkam

e OcHoBaHbl Ha C/ C++

* BKntoyaroTca B cebAa paclimpeHmna ana noaaepHKu
rpadumKkm

e OrpaHu4eHbl no cpaBHeHuto ¢ C/ C++

* PaccmoTpum:
— GLSL
— Cg
— HLSL



GLSL

* GLSL: OpenGL Shading Language
* Yactb OpenGL 2.0 n panee (3.3, 4.2)

e Pa3paboTtaH komnaHuen 3D Labs, noaaepKmBaeTcs
ARB



e Gg: Cfor Graphics
* Pa3pabotaH n nogaepxunsaetca Nvidia
* He 3aBucUT oT rpadpmnyeckoro API

* 3aKpPbITbIKM, HO MOXET ObITb NCMONb30BAH C
Buaeokaptamm AMD



HLSL

 HLSL: High Level Shading Language
* Pa3paboTtaH n nogaepxusaetca Microsoft
e A3blk wengepos ana DirectX



PacwmnpeHuna ana rpapuku

* Tunbl AaHHbIe ANA BbIDOPOK U3 TEKCTYP
— samplerlD, sampler2D, samplerRECT, sampler3D
— texturelD, texture2D
— texture2DShadow (cneunanbHbie BbIDOPKKU A1 HANOXKEHUA TEHEN)

 JlononHuUTenbHble crneumnPmKaTopbl ANA TUMNOB
— attribute
— uniform
— Varying

* BcTpoeHHble TUNbl AdHHbIE ANA BEKTOPOB U MaTpuL
— vec2, vec3, vec4, ivec2, ivec3, bvec2, bvecs...
— mat2, mat3, mat4d



PacwmnpeHuna ana rpapuku

* BcTpoeHHble GYHKUUKU AN1A YAaCTO NPUMEHAEMbIX
onepauuu
— operator*(mat, mat), operator*(mat, vec)
— operator+
— dot, cross, normalize, length

* Discard (o6pbiBaHMe ganbHenwen obpaboTku
dbparmeHTa)

* CneuunanbHblie pyHKUMM AnA ByneBcKknx onepauuven Haa
BEKTOpPaMM

— any(), all()



OrpaHuyeHusa no cpasHeHuto ¢ C/C++

e Het double, unsigned int..

* HeT CTpOK, CMMBO10B

* HeT AMHaMMYECKOoro BblaeneHna NamaTn U yKasaTenemn
* HeT enum, union

 Het Knaccos 1 WabaoHOB

* Het butosbix onepauynm

 Het cTeKa ana pernctpoB (HET NnepeKkNtoYeHUss KOHTEKCTA,
HACTOALWMX BbI30BOB PYHKLUMN)

* Het goto
e If, for gocTynHbl, HO HamHOro agopoxe, yem ana CPU



[Mpmep: BEPLUMHHbBIN LWenaep

#ftversion 330 core

uniform mat4 projectionMatrix;
uniform mat4 modelViewMatrix;
uniform mat4 viewMatrix;
uniform mat3 normalMatrix;

in vec3 position;
in vec3 normal;

out vec3 fragmentNormal;
out vec3 fragmentEye;
out vec3 lightLocationEye;

const vec4 lightlLocation = vec4(0., 100., 0., 1.);



[Mpmep: BEPLUMHHbBIN LWenaep

void main(void)

{
fragmentEye = (modelViewMatrix * vec4(position, 1.0)).xyz;
fragmentNormal = normalMatrix * normal;
lightLocationEye = (viewMatrix * lightlLocation).xyz;

gl Position = projectionMatrix * modelViewMatrix *
vecd4(position, 1.0);



[Mpumep: pparmeHTHbIN Wenaep

#tversion 330 core

in vec3 fragmentNormal;
in vec3 fragmentEye;
in vec3 lightLocationEye;

out vec4 fragmentColor;
uniform vec4 materialKd;
const vecd ka= vec4(0.05, 0.05, 0.05, 1);

const vecd4 ks = vec4(0.4, 0.4, 0.4, 0.4);
const float kp = 20;



[Mpumep: pparmeHTHbIN Wenaep

void main(void)

{

vec3 light = -normalize(fragmentEye - lightlLocationEye);
vec3 normal = normalize(fragmentNormal);

vec3 eye = normalize(fragmentEye);

float diffuselntensity = clamp(max(dot(normal, light), 0.90),
0.0, 1.90);

vec3 reflection = normalize(reflect(light, normal));

float specularIntensity = pow(clamp(max(dot(reflection, eye),
©.0), 0.0, 1.09), kp );

fragmentColor = ka + materialKd * diffuselntensity +

ks * specularIntensity;



Kak ncnonb3oBaThb Lenaepobl

1) dbopmupyem TeKcT wengepos

char *vsSource = file2string("wave.vert");
char *fsSource = file2string("wave.frag");



Kak ncnonb3oBaThb Lenaepobl

2) Komnuanpyem m 3arpy»kaem nporpammbi Ha GPU

GLuint vs, /* Vertex Shader */
fs, /* Fragment Shader */
sp; /* Shader Program */

vs = glCreateShader(GL_VERTEX_SHADER);
glShaderSource(vs, 1, &vsSource, NULL);
glCompileShader(vs);

fs = glCreateShader(GL_FRAGMENT _SHADER);
glShaderSource(fs, 1, &fsSource, NULL);
glCompileShader(fs);



Kak ncnonb3oBaThb Lenaepobl

3) Cobunpaem wengepHyo nporpammy

sp = glCreateProgram();
glAttachShader(sp, vs);
glAttachShader(sp, fs);
glLinkProgram(sp);
printLog(sp);

4) AKTUBMpPYEM NPOrpaMmmy ANA PeHAEePUHra

glUseProgram(sp);



Kak ncnonb3oBaThb Lenaepobl

5) 3apaem uniform-nepemeHHbIe

GLint waveTimeloc = glGetUniformLocation(sp, "waveTime");
GLint waveWidthLoc = glGetUniformLocation(sp, "waveWidth");
GLint waveHeightLoc = glGetUniformLocation(sp, "waveHeight");
glUniform1f(waveTimeloc, waveTime);

glUniform1f(waveWidthLoc, waveWidth);
glUniform1f(waveHeightLoc, waveHeight);

6) Mepepaem reomeTpuio Ha UCNONHEHUE

glVertex3f(...)
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GPGPU: What

e GPGPU: General Purpose GPU Computations

* Lenb—uncnonb3osaHne GPU KaKk cTaHAQPTHbLIN
BbIYMCAUTENbHbIN 31EMEHT



GPGPU: Why

* CoBpemeHHble CPU cogeprKat go 12-tn aaep Ha
ymune (AMD Opteron 6000)

 GPU copeprKat cotHu aaep (240 ans Tesla)

* [lpon3BoAUTENbHOCTb KaXKaAoro HebonbLasa, HO B
cymme GPU oyeHb XopoLllo noaxoaAT ANAa peweHua
MaCCUBHO-NapannenbHbIX 3a4au



Theoretical
GFLOP/s
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—a—NVIDIA GPU Single Precision
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© Nvidia CUDA Programming guide



GPGPU: Who

* NVidia: CUDA

 AMD (ATI): Stream

* OpenCL

* Microsoft: DX 11 Compute shaders



GPGPU: npumep (C++)

void compute(float A[N][N], float B[N][N], float
CIN][NT)
{

for (int i=0;i<N;i++)
for (int j=0;j<N;j++)

CLil[1 = ALIIGT + BLIGL
}

int main(){
compute(A,B,C);
}



GPGPU: npumep (CUDA)

__global__ void compute(float A[N][N], float
B[N][N], float C[N][N])
{
int i = threadldx.x;
int j = threadldx.y;
C[i][i] = Ali][1 + BIlljl;
}

int main(){
//call the GPU-kernel
compute<<N_blocks,N_threads>>(A, B, C);

}



GPGPU: npunoxkeHunsa n npobnemsl

* He yHMBepcanbHaa TexHonorna

* BbIUrpbill NOAYYAOT NPUNOKEHUSA, KOTOPbIE MOTYT
ObITb CMNBHO pacnapanaeneHsbi

* [Mpobnembl c 4OCTYNOM K NaMATH

 HeobxoammocTb nepenuncbiBaTb BCe aArOPUTMb
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[1haH

* NcTtopua nocneaHux sepcmm OpenGL
 Otanuma pabotbl ¢ API GL 1.x-2.x u 3.x-4.x
* [lopaeprkKka BnaeoKaptamu cneumdpmkaumm OpenGL

e JleMOHCTPaUMA: CpaBHEHUE PUCOBAHUA
npamoyrosibHMKa Ha GL 1.1 un GL 3.3 Core Profile

 OpenGL ES u WebGL



[Toyemy mMmbl yaensiem CTo/1IbKO BHUMaHUSA
pa3nnvHbIMm Bepcnam OpenGL?

« OoHOBpPEMEHHO BCTpeYaeTca MHOIo Bepcuit (B Tom
Yyucse B KHUrax)

* [Mpwn pa3paboTke Hago0 NOHMMATb, KaKne BUAEOKapTbl
byayT noaaeprKMBaTb UCMOJIb3YEMYIO
GYHKLMOHANbHOCTb



OpenGL 2.1

e 2006M1 ropn

* [lepsbiK penuns, nobasnawmm noaaepKy GLSL B
aapo OpenGL (paHee 6biaM AOCTYNHbI TONbLKO B BUAE
pacLLUPEHNI)

* [lonHocTbio Nnoaaepunsaetca FF

* MoXHO cmewmnBaTb FF 1 wenaepbl, YTO co3anaeT
npobaembl Ansa 60AbLLINX NPUNOKEHUN



OpenGL 3.0-3.3

e 2008u rop,

* [Moasnattca npodunun (profiles)
— Core-Profile
— Compatibility-Profile

e Core-Profile: goctyn Tonbko K dyHKUMAM OpenGL
3.2+

 Compatibility-Profile: Bo3mo»xHO ncnonb3oBaHue
Bcex pyHKUMM GL 1.0+ (FF)



OpenGL 4.0-4.2

* CoxpaHaet ¢punocodputo GL 3.0+

* BK/OYaeT HOBbIN TUMbI LLENAEPOB ANS annapaTHOU
Teccenaumun (nogpasbureHns reomeTpum,
BM3Ya/IN3aLMI0 CN1IaNHOBbIX MOBEPXHOCTEWN)

* Ncnonb3yetca ogHoBpemeHHO ¢ GL 3.0+ c nomoubio
VKa3aHUA HYXKHOro npodunaa npu co3aaHum
KOHTeKcTa (okHa) OpenGL



Jsontoumna GL 1.x, 2.x -> GL 3.x, 4.x. Y10
noTepsan n 4YTo npnobpenn

* Het nopgpeprxkku glVertex()

* HeT nogaepxXKkn npeobpaszoBaHmm ModelView,
Projection 1 T.n. HeT cTeKa maTtpuu.

* Het BCTPOEHHOIO ocBelweHnNAa U matepmazsionB

* Tenepb 3TO HY}KHO AeNaTb BPYYHYIO

* Bbe3 wengepos Tenepb HeNb3A HAPMCOBATb HUYETO



Jsontoumna GL 1.x, 2.x -> GL 3.x, 4.x. Y10
noTepsan n 4YTo npnobpenn

 [lnwochbl
— MOKHO caenaTb TaKOM NPOLECC, KAKOMN HYKHO
— Bonblue rubKoctu

— Bbiwe 3¢deKTUBHOCTb — HET HEHYXHbIX OnepaLuun, npoLue
ApanBep => Bblle CKOPOCTb

* MuHycCbI
— bonblue Koaa

— CnoXHana Kpueaa obyyeHuns



Mcnonb3oBaHue pacwmnmpeHmnm Ha Windows:
bubnnorteka GLEW

* B Windows Tonbko GL 1.1 nogaep*usaeTtca Ha
YPOBHE ONnepaLnoOHHON CUCTEMDI

* opengl.h cogepnt pyHKUMM Tonbko ana OpenGL 1.1

* Bce 6onee HOBble GYHKUMMN AONKHBbI MOAKAOYATLCS
Bpy4YHYyto!
— OHu ecTb B bubnnoteke opengl32.dll, Ho Hy»keH gocTyn K
HUM yepes h/lib

* Hapo ncnonblosatb 6ubamoteky GLEW (GL
Extensions Wrangler) http://glew.sourceforge.net/



http://glew.sourceforge.net/
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Pabota ¢ GLEW: numnymnmanunsaums

* |_|O,£|,K!1I-O‘-IaEM U NHNUNATU3YEM

#include <GL/glew.h> // Bkaw4aTb nepen gpyrumu 3arojioBkamu GL
// #include <GL/gl.h> yxe Bkaw4yeHa paHee!
void initGLEW()
{
GLenum err = glewInit(); // wHuumanusupyem
if (err != GLEW OK) // ouwnbka?
{
cout << "GLEW Error: " << glewGetErrorString(err);
exit(1);
}
}



Pabota ¢ GLEW: npoBepKa cOBMeCTUMOCTHU

* [poBepKa noaaep>KMBaemoit Bepcum

if (glewIsSupported("GL_VERSION_3_ 2"))
{

// OpenGL 3.2 nopgaepXuBaeTCcA Ha 3TOU CuUcTeme

}

* [lpoBepKa KOHKpeTHoro pacwmnpeHna OpenGL

if (GLEW_ARB_geometry shader4)
{

// TeomeTpuyeckue wenpepol NOALEPKUMBANTCA HAa OTOU CUCTEMe

}



Tabnuua coBMecTMMOCTM NOKONEHUN BUAEOKAPT
n sepcun OpenGL (apansepbl camble HOBbIE)
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OpenGL ES

 OpenGL ES (Embedded Systems) — nogmHo»KecTBO
ctaHaapTa OpenGL, npegHa3HayeHHOe AnA
MOOUNBHbBIX N BCTPOEHHbIX CUCTEM

* OpenGLES 1.0
— GL1.3
— MNoppepKa fixed-point Tnnos

— MHoro ypaneHo: glBegin/glEnd, texgen, 3d texture,
accumulation buffer, display lists...

— MNoppepxKa: Android, Symbian, PS3, QNX



OpenGL ES

* OpenGLES1.1
— GL 1.5
— Multitexture, mipmaps generation, VBO

— NoppepxKa: Android 1.6, iPad, iPhone, BlackBerry 5.0,
webOS

* OpenGLES 2.0
— GL2.0
— FF ynaneH!
— Het obpaTtHOM coBmecTmmocTmn ¢ 1.1

— MNoppepxKa: iPad, iPhone 3GS n no3ke, Android 2.2+
— BbibpaH ana WebGL



WebGL

* Pacwupenune JavaScript gna noaaepkm 3D-rpadpuku
B 6bpoy3sepax 6e3 nnarmHos (HTML 5)

e WebGL 1.0 — MapTt 2011.
* [MopaepKa B bpoy3epax:
— FireFox 4.0+
— Chrome 9+
— Safari 5.1+ (disabled by default)

— Opera 11.5 (dev build, windows)

— |E — He nogpeprkmBaeTca (M3-3a npobaem c
H6e3onacHOCTbIO)



Pecypcbl

* http://cem.computergraphics.ru/issues/issuel8/gpuhistory

 http://cem.computergraphics.ru/issues/issuel8/atistream

* http://cem.computergraphics.ru/issues/issuel6/cuda

o http://gridtalk-project.blogspot.com/2010/07/future-of-
computing-gpgpu.html

* From Voodoo to GeForce: The Awesome History of 3D
Graphics
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