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AnHoTauus. B cTaree paccmMarpuBaeTcsi apXUTEKTypa U OCHOBHBIE TPUHIMIIB paboThl OpenGL,
DirectX, Vulkan, Unity u Unreal, nx Bo3MoxHOCTH 1 (yHKIIHOHATBHOCTE. [IpoBeeHo n3yueHune
MPEUMYIIECTB, HEAOCTATKOB M CTOMMOCTH BBIIIIE YKa3aHHBIX OMOMHOTEK M (PPEHMBOPKOB.

Beenenue

C pa3BuUTHEM COBPEMEHHBIX KOMIIBIOTEPHBIX TEXHOJIIOTUH U rpa)udecKoro MOJIEIUPOBAHUS,
UCTIONIb30BaHue rpadudecknx OMOMMOTEK W (PPEHMBOPKOB CTAaHOBUTCS HEOTHEMIIEMOHW YaCTHIO
pa3palboTKu NPUIIOKEHUH, UTP U BU3yallu3aluu JaHHbIX. [ paduueckue 6ubnuorexu u GppeiiMBOpKH,
takue kak OpenGL, DirectX, Vulkan, Unity u Unreal, mpegoctapnsitoT pa3padoT4MKaM MOIIHBIE
MHCTPYMEHTBHI JUIS CO3JaHUS M OTOOpaXEHUS TPEXMEPHBIX TpaHUuecKux CIEeH, obecreunBas
BBICOKYIO IPOM3BOAUTEIBHOCTD U KaUE€CTBO BU3yaJIU3allUU.

llenp nmaHHO#l HaydyHOW pabOTBI COCTOMT B HCCIEIOBAaHMM M aHAIM3€ MCIOIb30BAHMUS
rpaduueckux Oubnuorek u GppeiimMBopkoB, Takux kak OpenGL, DirectX, Vulkan, Unity u Unreal misa
JANbHENUILEro CpaBHEHUS MIPEUMYIIECTB, HEJJOCTATKOB, CTOMMOCTH, YTO MO3BOJIUT pa3paboTyuKaM
UTp BHIOpaTh HanboJee MOAXOASIINN JBMKOK JUTSl JallbHEeHIeil paboThl.

OpenGL (OpenGraphicsLibrary) — ato AP, xoTopslii mpeaocrasisier Habop crienubukanui
Uisi  00paboTku  koMmmbroTepHOU rpaduku. OpenGL mommepkuBaeT pasIudHbIE  S3BIKH
nporpaMMmupoBanus, Bkiaodas C++, Python u Javal. I'papuueckue 6uGnIuoTeKn 4acTo NPpUMEHSIOT
npu pa3pabOTKe KOMIBIOTEPHBIX WIp, BHU3yalIM3allMM TPEXMEPHBIX MoOjeNel, CLEeH, B
KHUHONIPOM3BOACTBE [1].

Bosmoxknoctu OpenGL moxHO onucars uepe3 pyHKuu ero 6udnuorex: @yHKIUU ONMUCAHUS
npUMHUTHBOB, DYHKIMU OMHCAHMSI MCTOYHUKOB cBeTa, DyHKUMU 3amaHust arpulOyroB, DyHKunN
Busyanuzanuu, HaOGop ¢pyHkimii reomerpuueckux mpeoodpazosanuit. [Ipu stom OpenGL moxer
BBITMIOJHATH JOIMOJHUTENIbHbIE ONEpalii, TaKue KaK HCIOJb30BaHUE CIUIAWHOB ISl OCTPOCHUS
JUHUH W TIOBEPXHOCTEH, yaaleHHe HEBUAMMBIX (parMeHToB M300pakeHuil, pabota ¢
M300paKeHUSIMU Ha YPOBHE TUKcenei [2].

DirectX — mnporpamMmHas cpeaa BBINOJHEHHS KoJa Ui KOHEYHOTro MOJIb30BaTels,
HeoOXxouMasi Juisi IMPOrpaMMHUpPOBaHUS KOMIIBIOTEPHOW rpapuku M MyasTumenua B Windows.
Hasnauenue nannoit API — pa3zpaOoTka TpEXMEpPHBIX TP U MYIbTUMEIUNHBIX MpuioxeHuil. Taxxe
OHAa HY)KHA JUIsl BBIMIOJHEHMSI 3THX YK€ UTPOBBIX MPOTrpaMm, MOITOMY OOBIYHO MOCTABISETCS BMECTE
¢ Buneourpamu. DirectX nosbliaeT 3¢)()eKTUBHOCTD BBIOJHEHUS 33a4, K KOTOPBIM OTHOCSTCS:

3arpy3ka TPEXMEpHBIX MoJeNeld, MHpPOB, aHUMAIUs OOBEMHBIX OOBEKTOB, HAJIOKEHHE
TEKCTYp, B3aUMOJIEIICTBHE MAaTEPHUAJIOB CO CBETOM, BOCIIPOU3BEICHNE MYJIBTUMEINA: 3BYKa, BUJIEO.

Vulkan — HuskoypoBHeBbiii API, KoTOpHIif IpenocTaBisieT pa3zpaboTunKaM MpsSMOM TOCTYH K
GPU my1st monHOTO KOHTpOIS Haf ero padoroid. Vulkan taxoke otnudaercs 3G hekTHBHON MOIISPKKON
MHOTOIMOTOYHOCTH W TIO3BOJISIET MHOTOSJIEPHBIM IIEHTPAJIBHBIM TIpoiieccopamM Oosee 3PheKTUBHO
3arpyxkarb  TrpaguuecKkuil  KOHBeWep, MOAHUMAs  MPOU3BOTUTEIBHOCTh  CYLIECTBYIOIIETO
o0opynoBaHusi Ha HOBbIM ypoBeHb. Vulkan siBnsieTcss mepBbIM HH3KOypoBHEBBIM APl HoOBOro
MOKOJICHUsI, KOTOPBIM SIBIISIETCS  KpoccIUTaTpopMeHHBIM. Pa3paboTumku MOTyT  CO37aBaTh
npuioxkeHust s 1K, MOOMIBHBIX W BCTPOEHHBIX YCTPOMCTB, paOOTarOMMX MO Pa3IUYHBIMHU
ONEPALIMOHHBIMU cUCTEMaMHu [3].

Unity— 3T0 MomHbIN rpapudeckuil ppelMBOpPK M WUIPOBOM JBUKOK, KOTOPBIM IMO3BOJSET
pa3paboTurKaM co3JaBaTh WHTepakTHUBHBIE 2D u 3D npuiokeHus, BKIOYAs UIPbl, BUPTYAIbHYIO
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peansHOCTh (VR) 1 mononmuennyo peanbHOCTh (AR). UTrpoBo#i ABMIKOK TTPEIOCTaBIIsIET MHOXKECTBO
WHCTPYMEHTOB ISl CO3aHUs TpadUUeCKUX MPHIIOKEHUH, TaKKe OH TOIePKUBAeT pa3paboTKy Ha
pasHbIX Mmiatdopmax, Brarodas Windows, Mac, Linux, 10S, Android u muorue apyrme. Unity
ucnonb3yer C# B KauecTBE OCHOBHOTO S3bIKa MPOTrPaMMHUPOBAHUSI.

Unreal Engine — 3T0 MOIIHBII UTPOBOM JBMKOK, KOTOPBIH MPEAOCTABISIET pa3paboTIrKamM
IIMPOKHE BO3MOXXHOCTH ISl CO3JAHHS BICUATISIIOIIMX BHU3YaIbHBIX IMPOEKTOB. VCHOIB3YyIOTCS
pasnuuHbie rpadudeckue OubmoTekn u pperiMBopkr ucnoib3yroTes B UnrealEngine:

Blueprints — BU3yaJIbHBIi SI3bIK TPOTPAMMHUPOBAHHMS, TO3BOJISIONINN pa3padoTYrKaM CO3/1aBaTh
UTPOBYIO JIOTHKY, aHUMAIMH, B3aUMOJCHCTBHS U MHOTOE JIpyroe 6e3 HeoOXOAMMOCTH MHUCATh KO/,
UMG - cucrema Juid CO3JaHMs TIOJIb30BaTelIbCcKUX HHTep¢eiicoB, Slate— HHU3KOypOBHEBas
rpaduueckas 6uOIMOTEKA, UCIIONb3YyeMast Ul CO3/1aHUs MOJIb30BaTebCcKux uHTepdeiicos, Paper 2D
— MHCTPYMEHT U1t paboThl ¢ 2D-rpaduxoii.[5].

VYuurbiBas M3y4eHHBIH BBILIE MaTepuaj, Oblla COCTaBJ€HAa CpaBHHUTENbHAs TalnuIa
rpaduueckux OMOIMOTEK U PPEeHMBOPKOB, KOTOPBIC HCIIOJIB3YIOTCS B pa3paboTKe Urp (CM. TabIHILy
1 - CpapautenpHas Ttabmuma OpenGL, DirectX, Vulkan, Unity, Unreal). CpaBHeHue ObLI0
IIPOU3BEIEHO I10 CIEAYIOLUM apaMeTpaMm:

e Ilpenmyiecrsa

e Henocrarku

e Urpbl, peann3oBaHHBIE C HCIOJIB30BAaHUEM JaHHBIX TpaduyecKkux OuOIUOTEeK U
(bpeliMBOpKOB

e (CrTouMocCTh

Tabmuua 1 — CpasaurensHas Tabnuna OpenGL, DirectX, Vulkan, Unity, Unreal

OpenGl DirectX Vulkan Unity Unreal
(ucnons3yercst B | (CryEngine) | (CryEngine)
LOVE)
[lpeumy | mpenocTaBieT | NPOABUHYTHIE ObICTpast BCTPOEHHOE
mecTBa JOCTYII K BO3MOXKHOCTH I10 KOMITUJIAIUSA, BU3YyaJIbHOE
O6ubaMoTekam U3 | pa3paboTKe BUAECOUTP U xXopouiast IIPOrpaMMHUpPOBa
Jlya-xona; MOJIEPKKA CaMBbIX JIOKyMEHTALUS; HUE; OTKPBITHIN
nojaaepxkka Lua- | mepenoBbIX TEXHOJIOTUH, OrPOMHO€E WCXOTHBIN KOJI;
6ubnmorek BKkJtoyast DirectX 12, CO0O01IEeCTBO, B YHUBEPCAIBHBIN
Simple-Tiled- Vulkan API, VR; KOTOPOM MOXHO — MOXKHO JeJIaTh
Implementation; | mOMUKCENbHOE OCBELICHUE | HAUTU OTBETHI Taxe
otkpsItas IDE B pEAJIbHOM BPEMEHU; II04TH Ha BCE creRdPexTs K
HallyaZeroBran | neranusmpoBaHHBIE BOIIPOCHI; ¢wibMam; ecTh
e Studio. TEKCTYpbI, TYMaH, BCTPOEHHBIH ouIUaTHHBIN
MOBEPXHOCTHU C ONIMKaMH, | Mara3uH acCeToB; MarasuH ¢
peanucTuyHas pU3MKa, KOHCTPYKTOD acceTamu;
MIPOABUHYTAs aHUMALMs U | IIEHIEPOB. aJlanTHPOBaH
MHOTO€ JIpyToe€. 0] KOHCOJTH,
K u
MOOUJIbHBIE
YCTPOMCTBA.
Henmocrar | TpeOyeT 3HaHUSI | CKPOMHBIN BBIOOp aCCETOB; | MHOTJA XpOMaeT BBICOKHE
KH A3BIKA €CTh OTPaHUYECHMS [T ONTUMU3AIMS UTP. | TpeOOBaHUS K
IIPOrpaMMHUpPOBA | CETEBBIX UTp; ciaaboe HaBbIKaM
uusg Lua; LOVE | KOMBIOHUTH 1 pa3paboTuuka.
HE UMeeT TEeXHUYECKas OIepPKKa.
TOTOBBIX
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WHCTPYMEHTOB
pa3paboTKH.
Hrpsr Spacelnvaders Crysis, Hunt: Showdown, | Hearthstone, Fortnite, Star
Kingdom Come: | Pokemon Go, | Wars: Jedi
Deliverance unpyrue Subnautica Fallen  Order,
uapyrue Mortal Kombat
11 unpyrue
Croumoc | GecriiaTHO OecruiaTHO, HO HauMHasA ¢ | OecruiaTHO,  eCiM | OeCIIaTHBIM,
Tb naTo Bepcuu — 5% npu | IpUObUIL MEHBIIE | IPH  JIOXOAE OT
noxozne ot $5000 $100 000, wHaue | MHILIMOHA
notpedyercs JI0JUTapOB 32 BCE
OILJIAaTUTh BpeMs
noanucky 3a $399 | cymiectBoBaHuUsI
wim $1800 B roI | UIPHI
(3aBucur ot Ttumna | EpicGames
pa3paboTKH) 3abupaet 5%

3akirouenue

B pamkax naHHOW HaydHOU pa®OThl OBLTO MPOBEACHO HCCIICIOBAHHEC W aHAJIN3 HCIIOJIb30BaHUS
rpaduueckux 6ubmnorek u ¢peiimBopkoB, Takux kak OpenGL, DirectX, Vulkan, Unity u Unreal.
OTH MHCTPYMEHTBHI WIPAIOT KIIOYEBYIO pOJIb B Pa3pabOTKe MPUIOKEHHH, UIp M BHU3yalU3aluu
JMAHHBIX, MPENOCTaBlAsS pa3padOTYMKaM MOIIHBIE CpEACTBAa AN CO3JaHUS U OTOOpakeHUs
TPEXMEpHBIX TpapUuecKuX CIeH. Pe3ynbrarbl UCCIeNOBaHUS MOATBEPKAAIOT, YTO UCIIOIb30BaHHE
rpaduueckux O6MOINOTEK U (HPEHMBOPKOB UMEET BaXKHOE MpaKTUUYecKoe 3HaueHne. OHU O3BOJISIOT
pa3paboTuMKaM co37aBaTh BBHICOKOKAYECTBEHHBIE U  PEAJIMCTUYHBIE TPEXMEpPHBIE CLIEHBI,
o0ecrieunBas IPU 3TOM BBICOKYIO MPOU3BOJUTEIBHOCTh U 3(PPEKTUBHOE HUCIOIb30BAHUE PECYPCOB
xoMiptorepa. Kpome Toro, rpadguueckue OubIMOTEKH M (PPEeHMBOPKH YIPOILAIOT Pa3pabOTKy
OPUIOKEHUH M WIp, NPEAOCTaBIsAs TOTOBbIE KOMIOHEHTHI M HMHCTPYMEHTBHI Ul pealln3aluu
pa3nuuHbIX (QyHKIMOHaIbHOCTENH. OJTHaKO, IPU BIOOpE KOHKPETHOU Tpaduieckoit ONOIMOTEeKH Nin
¢peliMBOpKa HEOOXOIMMO YUUTHIBATH OCOOCHHOCTH MPOEKTa, TPEOOBaHMS K MPOU3BOIUTENBLHOCTH,
JIOCTYITHOCTD IIaT(QPOPMBI U OTIBIT pa3padoTUMKOB. Kaykplii MFHCTpYMEHT UMEET CBOM IIPENMYILIECTBA
U OrpaHWYEHUs, MOITOMY BaXXHO IPOBECTH TIIATEIbHOE CpaBHEHHE M BbIOpaTh Hambosee
MOAXOASAIINM BApUAHT.
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Analysis of the use of graphics libraries and frameworks used in the field of
computer graphics and game development

K.I.Burtseva, S.V.Lutarevich
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Annotation
The article discusses the architecture and basic operating principles of OpenGL, DirectX, Vulkan, Unity and
Unreal, their capabilities and functionality. A study of the advantages, disadvantages and costs of the above
mentioned libraries and frameworks was carried out.
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