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Summary. The most popular components of application programming interface for rendering 2D- and
3D-graphics are examined in this article. The study is of an interdisciplinary nature, because data visualization
is of great importance both for practical applications and for scientific researches. Author has conducted a
retrospective analysis and considered core features of application programming interfaces examined. Methods
of their implementation via drivers have been scrutinized, and functional differences obtained as a consequence
of these approaches have been investigated. Component object model technology is accomplished via DirectX
and application of binary interface OpenGL. OpenGL uses state machine paradigm. Description of the way
a developer works with objects is given. A programmer determines variables of condition which affect on a
result of the function. Attention to the individual features of application programming application interfaces
for rendering 2D and 3D computer graphics is drawn. A level of development complexity according to method
of application programming interface driver is assessed. A sequence of rendering a scene using OpenGL is
described. A structure of the equipment drivers (kernel and user modes) of considered solutions and described
differences between them is given. The most common spheres of implementation of application programming
interfaces studied are given. As a result it was concluded that currently due to natural development of
competitive products any technical differences have been erased and the choice of the instrument is mostly
subjective.
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PaccmoTpeHsr 00:1acTH IPUMEHEHUS IByX CAMBIX ITOMYJISIPHBIX HHTEP(EHCcOB. 3aTPOHYTHI BOIIPOCHI OCOOCH-
HOCTEH WX pean3auy 1 Ipon3BoanTebHoCTH. [IprBeneHa cxema peHaeprHTa ciieHs! Ha npumepe OpenGL.
Omnmcanbl HEKOTOpBIE acnekThl ucmonb3oBanusid OpenGL n Direct3D. Caenan BBIBOJ O Pa3sIHUUsIX MEXKIY
Direct3D n OpenGL Ha naHHbIit MOMEHT BpEMEHH.

s uurupoBanusi: Mapkenog I'M. O xoMnoHeHTaX HHTEP(HEHCOB MPOTpaMMHUPOBAHHS NPUIIOKECHHUH, UCIIONB3YIOIUX ABYX- M TPEX-
mepuyio rpaduky // U3B. By3oB «I'eone3us u adpodorocremrar. 2018. T. 62. Ne 2. C. 233-236. DOI: 10.30533/0536-101X-2018-62-2-
233-236.

BBenenue TOpbIE UCHOJB3YIOTCS B MPHJIOKEHUSIX AJI PEH-
nepunra 2D- u 3D-KOMIBIOTEpHON TpaduKH.
Pa3zpabotka mpunokenuir Direct3D opueHTHpPO-
BaHa Ha riargopmy Microsoft Windows. OpenGL

Direct3D u OpenGL — KoHKypupymoIue
UHTEPQEHCHl MPHUKIATHOTO MPOTPAMMHUPOBAHUS
(API — application programming interface), xo-
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API — OTKpBITBIN cTaHAApT. DTO O3HAUYAET, YTO
pa3uyHble TPOU3BOAUTENN arIapaTHOro obec-
NeYeHHUs U pa3pabOTUUKH ONEpPAI[MOHHON CUCTe-
MBI MOTYT CcBOOOAHO peanu3oBbiBaTh OpenGL
Kak 4acTb cBoel cucreMbl. Peanuzanuun OpenGL
CYIIECTBYIOT JJIsl CaMbIX pasHbIX IulaTgopm. B
yactHocTd, OpenGL mpencrasnser coboil 1o-
MUHHpYouii  rpaduueckuit  API-untepdetic
UNIX-iogo0HBIX KOMITBIOTEPHBIX cHCcTEeM (00pa-
30BaHHBIX N0J BausiHueM UNIX).

Direct3D ocnHoBan Ha TtexHomorun COM
(Component Object Model — o0bekTHas MOJIENb
IpOrpaMMHBIX KoMIoHeHToB) [1]. COM — st10
TEXHOJIOTHYECKUH CTaHIapT MPECTaBICHHS KOM-
MOHEHTOB OOBEKTa, KOTOPbIE MOTYT HCIOJb30-
BaTbCs BO MHOTHX IPOrpaMMax OJHOBPEMEHHO.

1. Onucanue BepmINH

*  PEHJECPHHT BEPIINH
*  ONMcaHHE IPUMUTHBOB

2. O6padoTka BepIINH

*  BEpLIMHHBIN 1IEHAEp
*  Teccensauus
*  reoMerpuyeckuil meiaep

3. IlocT-00padoTKa BepIIMH

e ¢opmupoBanue Oydepa 00bEKTOB

4. COopka NpUMUTHBOB

. COPTUPOBKA rpaHe

S. Pacrepuszanus

6. @parmeHTHBII MIeHaep

7. IloaieMeHTHas1 00padoTKa

*  obpe3aHue NPsIMOYTOJILHUKOM

*  cBepka ¢ mabIoHOM

°  IpoBepKa NIyOUHBI

*  CMCIUMBaHUE

*  JIOTHYECKHE ONEepALMH C L[BETAMH
*  3aIUCh MaCKH

Ilopsinok penaepuHra cueHsl Ha npuMepe OpenGL [4]
An order of rendering of a scene using OpenGL[4]

C npuMeHEeHueM Jpyrux SI3bIKOB MPOrpaMMHpPO-
BaHMsI HEBO3MOXXHO OIEPUPOBATh KJaccaMH Ha
guctoM C++, Tak Kak OHM HE UMEIOT CTaHAapTU-
30BaHHOTO OMHAPHOTO TPEACTABICHUS W3-32 HC-
MOJIH30BAHUS KOMITWISITOPAMH YHHKAJIBHOTO Me-
tona nexkopupoBaHusi uMeH. COM ke mo3Bosiser
paboTarb ¢ 00BEKTHO-OPUEHTUPOBAHHOW KOHIICTI-
e u3 000ro SA3bIKa, €ro MOAAEPKUBAIOIIETO.

OpenGL ucnonb3yer 1mabnoHHbIe (YHKIUU
s3pika C. [ HEX CyIIecTByeT CTaHAapTU3MPO-
BaHHbIN ABI (application binary interface — nBo-
UYHBIA MHTEp(Eic NMPUIOKEHNUH), a 3TO 3HAYMT,
4yr0 OpenGL MoXkeT ObITh HCIOIB30BAH U3 JI000-
TO SI3bIKa, KOTOPBIN IMOJIEPKUBACT BBHI3OB (YHK-
[IUH BCTPOCHHBIX OMONHOTEK (T.€., MPAKTHUYCCKH
roBops, u3 modoro Boobie) [2]. B OpenGL pe-
aNM30BaHa TaK Ha3bIBaeMas MalllMHA COCTOSHUI
(xoHeunsrii aBromar) [3]. Pa3paborumk 3amaeT
NEpEeMEHHbBIE COCTOSHUS, 1 OHU OCTAIOTCS Jeii-
CTBUTEJBHBIMH 0 CJEIYIOUIET0 H3MEHEHHUSI.
Pesynbrar Bei3oBoB dyHkuuit OpenGL 3aBucut ot
BHYTPEHHETO COCTOSTHHSI U MOXKET U3MEHSTH €ro.
B OpenGL, 4T00bI MOTYYUTH TOCTYH K KOHKPET-
HOMY OOBEKTY, CHayasia He0OXOAUMO YCTaHOBUTh
€ro B KauecTBE TEKYIIETro, a 3aTeM YK€ MPUCTY-
naTh K MAaHUITYJTUPOBAHUIO HM.

B Direct3D B3aumoneiictBue ¢ 00ObEKTaMHU
pearn30BaHO WHa4Ye: OHU HMEIOT CBOW MHTEp-
deiic, u pazpaboTunk obpamaercs K ykasareasiMm
Ha HUX (IIEpEMEHHBIM, COJEPKAIUM aJipeca sue-
€K TaMsITH WU HyneBou aapec). Pabora ¢ 00b-
€KTOM OCYIIECTBIISIETCS IIyTeM BBI30Ba METO/IOB
ero unrepgeiica. Coznanue oObEKTOB MPOUCXO-
JUT KaK BBI3OBBI METOMIOB MHTepdeiica. B menom
Direct3D mnpennasHadeH IS BUPTyalu3alldd
3D-anmaparHbix uHTEpdeiicoB. OH 0CBOOOXKTALT
IporpaMMHUCTA OT aJaNTUPOBAHUS Tpaduyuecko-
ro ob6opymoBanms. OpenGL mnpenHasHadeH s
3D-annapaTHOW CUCTEMBI PEHJIEPHHIA, KOTOpas
MOXeET OBITh SMYJIMPOBaHa B IPOrPaMMHOM 0bec-
neueHnd. [Topsok penaepuHra CleHsl Ha IpUMe-
pe OpenGL npenicTaBieH Ha PUCYHKE.

Peanuzauus

OpenGL u Direct3D peanusyroTcs B ipaiiBepe
ycrpoiictBa oroOpakeHus. OfHAKO CYIIECTBEH-
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HOE pa3inuue 3aKiIodaeTcs B ToM, 94To Direct3D
peammzyeT API B 00mieit cpene BeimoaHeHUs (TI0-
craBimsiemMoir Microsoft), koTopasi, B CBOIO oOue-
pelb, B3aUMOICHCTBYET ¢ HHTep(deiicoM apaiiBepa
ycTpoiictBa Hu3Koro ypoBHs. C OpenGL kaxabiit
NOCTaBIIMK peanu3yeT noiHslii APl B pgpaiiBe-
pe. D10 o3Hayaet, 4YTo HekoTophle (yHKuUu API
MOTYT HMMETh HECKOJIBKO JAPYroe IOBEJEHUE OT
OJHOTO TIOCTaBIIMKAa K Apyromy. KoMnumsitopbl
meiinepoB GLSL (OpenGL Shading Language —
A3BIK BBICOKOTO YPOBHS JUIsl IPOTPaMMHUPOBAHUS
HIEWIEpOB) pa3HbIX IPOU3BOAMTEIEH TaKKe MO-
T'YT BECTH ce0sl mo-pazHoMy. TeM He MeHee TaKoi
MOJIX0A HMMeeT cBouM mpeumyiiectBa: OpenGL
pa3BHUBaETCs C pean3anueil HOBBIX QYHKIIHIA ITPO-
U3BOJUTENIEM B JApaiiBepe, KOTOPbIH (akTHYeCKu
BBICTYTIAeT KaK pacIIipeHne opUIHaIbHON crieru-
duKaMy — TPUIOKEHHUST MOTYT HCIOJIb30BaTh
HOBbIE (YHKUMHU HPAMO ceiuac, HE OKHUIASACH
opunmansHoro penuza. Co BpeMeHEeM MOIyJsip-
HBbIE PaCUIMPEHUs] MHTETPUPYIOTCS B OCHOBHYIO
cnenupukanuio. Takum o0pa3om, Kakaas HOBast
Bepcust OpenGL — 310 cTapast Bepcust IUIIOC He-
CKOJIbKO HOBBIX MHTEIPUPOBAHHBIX PACILIUPEHUH.

CymecTByOT (pyHKIIMOHABHBIE pa3inuus B
TOM, Kak paboratoT 18a API. 3Haunmoe paznuune
mexnay API 3akimrodaercs B TOM, Kak OHU yIpaB-
JSIIOT anmapatrHeIMu pecypcamu. Direct3D oxu-
JIaeT, 4yTO IpUIIOKeHUe crenaer 31o, a OpenGL
3acTaBisieT 3To caenarb. Takoit moaxon B OpenGL
YMEHBIIAET CIKHOCTD pazpadorku aist API, Ho B
TO K€ BPEMS YBEJIMYMBAET CIOKHOCTb CO3JIaHUS
peanuzauuu (WM ApaiiBepa), KOTopas XOPOIIO
paboraet. C Direct3D pa3paboTuuk IOKEH ca-
MOCTOSITEJIBHO YIPAaBIATh anlapaTHbIMU pecyp-
caMH, OJJHAKO peanu3anus Ipolle u y pazpadot-
YHUKOB €CTh ITMOKOCTh B PACIpeeNICHHH PECYPCOB
HanOosnee IPPEKTUBHBIM CIIOCOOOM JUTSl UX TIPU-
JIOKEHHUS.

IIpousBoaUTEJBHOCTH

CymiecTBeHHasi pa3HHMLIA B TPOU3BOIUTEINb-
HOCTH BO3HUKACT M3-3a CTPYKTYpHI JpaiiBEpoOB
000pyIOBaHuUs, TPEIOCTABISAEMBIX pa3zpadOTUH-
kamu obopynoBanus. B Direct3D npaiiBeps! Hesa-
BUCHUMBIX NPOU3BOIUTENICH 000PYI0BaHUS — ITO

IpaiiBeppl pekuMa siipa (IpUBHIECTMPOBaHHBIN
PEXHM), yCTAaHOBJICHHBIE B ONIEPALIMOHHON CHCTe-
Me. Yacte API, oTBeTCTBEHHAs 3a pEXUM IOJIb-
3oBarens (MPUKIATHON PEeKUM), 00padaThIBacTCs
cpemoit DirectX, mpenocrasinsiemoit Microsoft.
B OpenGL npaiiBep o0opymoBaHust pas3neicH Ha
JIB€ 4aCTU: I0JIb30BATEILCKUN PEKUM, KOTOPBIU
peammsyer APl OpenGL, u npaiiBep pexuma
s/ipa, KOTOPBIM BBI3BIBAETCA IPOLIECCOPOM, pa-
OOTaIOIKUM B TOJIH30BATEIBCKOM peXHMe. Takoi
MOJIXO/1 HE ONTUMAJIeH, IOTOMY YTO BBI30B OIepa-
LU peXUMa 71pa U3 MOJIb30BATEIBCKOTO PEXUMA
TpeOyeT BBHITIOTHEHHSI CHCTEMHOTO BBI3OBa (T.C.
MEPEKIIOYEHHUST IEHTPAJIBbHOIO IpoLeccopa B pe-
UM sipa). ITO — MEJUICHHAs oneparius, Tpely-
IOIlIasi MUKPOCEKYHly BPEMEHHU Ha BBIIIOJHEHUE.
3a 3T0 BpeMsl LIECHTPaIbHBIN MTPOLIECCOP HE MOXKET
BBITIOJIHUTh HUKAKUX orepanuid. Takum oOpazom,
CBEJICHNE K MUHUMYMY KOJIMYECTBA pa3, KOTa 3Ta
orepanus nepeKiIoueHns: OyJeT BbI3BaHa, MpUBe-
JIET K MOBBIIICHUIO TPOU3BOAUTEILHOCTH.

BBuny toro, 4ro apaiiBepa mpoU3BOAUTENCH
obopynoBanus i Direct3D BBINOMHSIOTCS B pe-
KUME s1/Ipa U MOJIb30BATEIBCKUI PEXUM ISl HUX
HE/IOCTYIICH, MPOBECTU KaKy-THOO ONTUMHU3a-
110 HeBO3MOKHO. Tak kak Direct3D B mporecce
paboTHI B MOIH30BATEIHCKOM PEKUME HE 001a1a-
€T SIBHBIM 3HAaHWEM BHYTPEHHEH paloThl apai-
Bepa, OH HEe MOXeT 3(P(eKTHO peann30BbIBATH
MapmrasimHar (marshalling — mpomecc npeobpa-
30BaHusl MHPOPMAIIMH, XPAHSIICHCs B OMEPATUB-
HOU naMsITH, B opMaT, TPUTOIHBIN ISl XPAHCHUS
WJIM Tiepeayn). DTO 03HAYAET, YTO KaXIbli BBI30B
Direct3D, mochutaromuii KOMaHIbl 000pymOBa-
HUIO, TOJDKEH TaK)K€ MHULIMUPOBATH MEPEKIIIoUue-
Hue pexxuma siapa. [Tockonbky npaiiBepa OpenGL
MMEIOT KOMIIOHEHT JJIsl MOJIb30BAaTEIbCKOTO pe-
KUMa, peain3alys MapliajJuHra CTAaHOBUTCS BO3-
MO>XHOM M MOBBIIIAETCS MTPOU3BOAUTEIIBHOCTD. B
nocienaux peanusanusx Direct3D Owuta BKITIO-
YeHa Kak 4acThb PEXHUMa sA]lpa, TaK U MOJIb30Ba-
TeNbCKasi YacTh, HO M3-3a 3TOTO OblLjIa MOTEepsHa
oOpaTHasi COBMECTUMOCTh C MPEABIAYIIUMH pea-
JU3ALMSIMU.
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IIpumenenne

TpaauunonHo obnacte npumenenus OpenGL
— pbIHOK NpodeccuoHanbHol rpaduku. OH sB-
nsietrcs 6onee oOum 3D-API, npeaHa3zHadYeHHBIM
JUISL BCETO CIIEKTpa rpaduueckoro o0opy10BaHus:
0T HeJoporux rpaduyeckux Kaprt 10 npodeccu-
OHAJbHOM M HAy4yHOM BHU3yanu3aluu rpaduky,
HEJIOCTYIIHOHN JUIsl MOTpeOUTeINIss CPEJHEro Kiac-
ca, U MpefoCcTaBisieT QyHKLUUHU, KOTOpPbIE HE 00-
3aTEJIBHO AKCKIIIO3UBHBIE Ul  OINPEJIEIIEHHOIO
Bua nomb3oBaresd. Direct3D naxomut Oosbluee
NpUMEHEHHE B MPOMYKTAaxX, HAIlCJICHHBIX HA Mac-
COBOTO MOTpeOUTENS BBULY LIEJeH, 3aJ0KEHHBIX
B OCHOBY €ro pa3pa0OTKM: MOAJEpHkKKa HU3KO-
YPOBHEBOT'O BBICOKOIIPOU3BOIUTENBLHOIO JOCTYIIA
K IOIMPOKO JIOCTYITHOMY PBIHKY IOTPEOUTEIBCKO-
r0 HU3KOIPOU3BOJUTEIBHOIO 00OPYJOBAaHUS IS
PBIHKA KOMITBIOTEPHBIX BUACOUTD.
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Portal:OpenGL_Concepts (nara oopamenus: 25.07.2017).

4. DnextpoHHbIH pecypc: https://www.khronos.org/opengl/wiki/
Rendering_Pipeline Overview (nara obparenus: 20.07.2017).

3aiIoueHue

Ecnu B mponuiom eme MMENNCh CyLIECTBEH-
HbIE pPa3iIMuusl B pealn3alusaX IPEeACTaBICHHBIX
API, T0 ¢ pasBuTHeM OHM cTepiauch. B Hacros-
it MoMeHT pyHkimonan OpenGL u Direct3D Bo
MHOIOM HJEHTHYEH, mo3tomy oba API B paBHOIt
CTEINICHU MOTYT NMPUMEHSTHCS Ul peleHus: 00ib-
LIMHCTBA 33Ja4, @ OCHOBHBIMU KPUTEPUSMU CTAHO-
BATCS JIMYHbIE MPETIOUTEHUS pa3pabOTUHKa U OIle-
pallMOHHAsl CUCTEMA: JJI NPOLYKIMHU CEeMENCTBa
Microsoft Windows ware ucnons3ytor Direct3D, a
JUIs TIOYTH BCEX JPYTUX ONEPALUOHHBIX CUCTEM —
OpenGL. B craree He paccmorpeno API Vulkan,
KOTOpOE MPECTaBIseT cO00i AanpHeiee pa3Bu-
tue OpenGL, Tak Kak NOSBUIOCH OHO HEABHO U
HE YCIIeJIO 3apEKOMEH/I0BaTh ce0sl KaK TOJIHOLCH-
Has 3aMEHa CBOEMY IIPEIIIECTBEHHHKY, a TAKKE
Hekotopble fpyrue (Mantle, SDL) o npuunHe ux
Y3KOHAIpPaBJIEHHOCTU U MaJIOH MOIYJISIPHOCTH.
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