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Wccnepyetcs MeTon MHCTaHUMPOBaHUSA AN ONTUMU3ALMKU OTPUCOBKYM MHOXECTBA OOBLEKTOB U €70 OrpaHuyeHue B UFPOBOM ABWKKE
Unreal Engine Ha vcnonb3oBaHne ogHoro matepuana. lNpeactaBneHne KOHUENUMU ANst pelleHne AAaHHOTO OrpaHWyeHusi, NPUMEHSS
MaccuBbl TEKCTYP U nepeaBasi UHAEKC TEKCTYpbl kak aTpubyT ak3emnnspa.

WHcTaHumpoBaHue (instancing unu «cosgaHue 3K3eMnnsipoB») — 3TO MeToh ONnTUMM3auMu Bbi3oBa
OTPUCOBKM, KOTOPbIN BU3yanuavpyeT HEeCKONbKO KOMuM OobbekTa C TeM Xe MaTepvarnom B OOHOM Bbl30Be
oTpucoBku. Kaxxgass konmsi obbekta HasbiBaeTcs ak3emnnsipoM(instance). OT1o nonesHo ansg pucoBaHUs
BeLLew, KOTOPbIe NMOSIBNAOTCA HECKOSbKO pa3 B CLieHe, Hanpumep, 4epeBbeB UMv KyCTOB, ANt TOro YTOObI He
JenaTtb OTAenbHbIN BbI30B Ana kaxaon konuu [1]. OcHOBHas Lenb WHCTaHUMPOBaHMS — ONTUMU3auUuA
nNpon3BOaMTENBHOCTN, OCOBEHHO B CcLieHax ¢ BOMbLUMM KONMMYECTBOM OAMHAKOBbIX UMM MOXOXUX OOBHEKTOB.
OcHoBHas npobnema KOTOPYH OH peLlaeT — aTO TO, YTO NMpU KaxaoM Bbl3oBe oTpucoBku oT LMY TpebyeTtcsa
BbINOSTHEHWS onpeaeneHHor paboThl: NOArOTOBKA COCTOSAHMS rpadhmyecKoro npoLeccopa, ykasaHune 6ygepos
[OaHHbIX, OTNpaBka KOMaHAbl Ha OTPUCOBKY, @ KOrga Ha CLEHe HY>XHO O0TobpasnTb ThICAYU UNU MUMNIUOHBI
noxoxux obbekToB (Tpaea, AepeBbsl, congaTbl B TOMMNE, KAMHWU), TO BCS CUCTEMA HavvHaeT ynupaTtbCcs B
BO3MOXHOCTM LIEHTpanbHOro npoueccopa M MPOMYCKHYD CMOCOBHOCTb COeAUHEHMS C rpadumyeckum
yCKOpUTENEM.

OCHOBHOW MpUHUWM, MO KOTOPOMY MPOWCXOOUT MWHCTaHUMpOBaHWe: AaHHble 6a30Boro obbekTa
3arpykalwTcs B NamsiTb BUOEOKapTbl OAMH pas; cOo34aeTcsl OOMNOMHUTENbHbIA Bydep, KOTOpbIA COoepXuT
YHVKanbHble [OaHHble [ANs KaxOoro OTAEeNnbHOro 3k3emnnspa (Hanpumep, €ro MupoBas MaTtpuua
npeobpasoBaHns (Mo3uuus, NOBOpPOT, MacwTab), uBeT, naeHTudmkaTop TekcTypbl 1 1.4.). UMY otnpasnser
OfHYy cheumanbHyl0 KOMaHay OTPUCOBKW, yka3biBasi Ga3oByl0 reoMeTpuo M KONMUYECTBO IK3eMMNSApOB,
KOTOpble HY>XXHO HapucoBaTb. BuaeokapTta onsa kaxgoro aksemnnspa (ot 0 go N — 1, rae N — konmyecTBo
3K3eMMNMsPoB) BbINOSHSAET BEPLUMHHbIN Wenaep. B wengepe ocTynHbl Kak atpnbyTel 6a3oBon reomeTpuu,
TaK U yHUKanbHble atpubyThl TeKyllero aksemnnspa (bnarogapsa cneumansHONW HACTPOWKE Llara YTeHus n3
Oydepa aTpubyToB 3K3eMnnspoB). BeplmHHbIN wWenaep BblMUCASET OUHANbHYKO MO3ULUIO BEPLUMHBLI B
NpOCTpaHCTBe, MCNOnb3ys U 6a3oBble, U YHUKaNbHbIE AN 3K3emnnsdpa AaHHble. Ha pyucyHke 1 npeacraBneHa
pasHuua 6e3 MCnonb30BaHMS WHCTaHUUPOBAHMA U C HUMM. MOXHO 3aMeTuTb, YTO MPWU WMCMONb30BaHMM
WHCTaHUUPOBaHWS YMEHbLLAETCH UCMOMb30BaHNE NaMATW, YMEHbLUAETCS BPEMS OTPUCOBKM U KONMMYECTBO
BbI30BOB OTPVICOBKM.
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PucyHok 1 — CpaBHeHUWe paboTbl 6€3 MCMONb30BaHUS MHCTAHLMPOBAHMS U C UCMONb30BaHUEM [2]

OTOT 06N NPUHLIMN MHCTAaHUMPOBAHWUST HAXOAUT CBOKO peanv3auuio B pasnumyHbix rpadpuyecknx API
W WUrpoBbIX ABWXKKAaX, OOHAKO KOHKPETHble peanu3auumnm MOoryT MMeTb CBOM OCOBEHHOCTU WM OrpaHUyeHus.
Hanpumep, paccmaTtpuBasi cTaHOapTHblE MHCTPYMEHTbI MHCTaHLMPOBaHWA B monynspHoM aBwkke Unreal
Engine, Takne, kak komnoHeHThl Instanced Static Mesh (ISMC) un Hierarchical Instanced Static Mesh (HISM),
HeobXOAMMO YuMTbiBaTb BaXKHOE OrpaHuyeHue: BCe IK3EMMIAPbl BHYTPU OAHOrO KOMMOHEeHTa o06s3aHbl
MCMonb30BaTb OOMH U TOT e pecypc MOJENN 1, Kak CNeAcTBMe, OOHM U Te Xe pecypcbl Matepuanos. Mpavas
BO3MOXHOCTb Ha3HauuTb pasHble pecypcCbl MaTepuanoB OTAENbHbIM 3K3eMnnspaM B pamKax OOHOro
KOMMOHEHTa U 0O4HOrO BbI30Ba OTPMCOBKU HE NpeayCcMOTpeHa. OTO OrpaHnyeHme HanpsiMyto CBA3aHO C LenNbio
onTMMM3auMKn, Tak Kak CMeHa MaTepuasrioB SBMSETCA PecypCoeMKoW onepauuven ans rpadu4eckoro
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npoueccopa [2]. OgHako JaHHOe OrpaHuYeHne CTAHOBUTCS CYLLECTBEHHbIM MPenaTcTBMEM NpU CO3OaHun
CINOXHbIX U BU3yanbHO HaCbILEHHbIX CLEH, rae TpebyeTcsa BbICOKMI YPOBEHb AeTanusaumm n pasHoobpasus
Jaxe Ana maccoBblx 00bekToB. Hanpumep, npu Bmsyanusaumm ropoackux KBapTanoB € pasfvyHbIMU
BapvaumsamMu 3aHui, NeCHbIX MacCMBOB C OTNMYAOLWMMUCSA NO COCTOSIHUIO AepeBbsMU (Cyxue, Monoable,
MOKPbITbIE MXOM) WMIM TONNM MEPCOHaXeW C pas3HOW OAeXdow, CTaHdapTHbIM noaxon Tpedyetr nmbo
KOMMPOMWUCCOB B BM3yallbHOM KadecTBe, NMOO OTka3a OT MPEeUMyLeCcTB WHCTaHUMPOBaHWS ONiS 3TUX
0OBEKTOB, YTO MPUBOAMT K NaAEeHWI0 NPON3BOANTENBHOCTN.

B pamkax pa3paboTku nporpaMMHoOro cpeacrtsa Raron ansi paspaboTky UrpoBbIX MPUOXeHWI Ha 6a3se
rpachmnyeckoro APl Vulkan Gbina nocTtaBrneHa 3agaya npeoonetb 37O orpaHuyeHue. bbin npeanoxeH
noaxon, KOTOPbIN, COXpaHAs pyHOaMeHTanbHble NperMMyLlecTBa UHCTaHUUPOBaHUS, No3songeT 0o6uTbCA
BM3yanbHOro pasHoobpasusi, 3KBMBANEHTHOrO WCMOMNb30BaHUIO pasHbIX MaTepuanoB ANns OTAerbHbIX
ak3emMnnspos. Kniovesasa naes peLleHns 3akniovaeTcs B UCNOMb30BaHUN MAaCCUBOB TEKCTYP.

B koHTekcTe Vulkan API, maccuBbl TEKCTYp NpeacTaBnsAlT cobon cneumanm3ampoBaHHbIn TN pecypca
nsobpaxerui (Vkimage), nossonsaowmn o6beaMHUTL MHOXECTBO ABYMEPHbIX TEKCTYPHbIX CMOEB B €AMHYIO
NOrnyeckyto CyWHOCTb. [lJaHHasa CTPYKTypa OaHHbIX XapakTtepudyeTcs cTporum TpeboBaHus COCTaBRSOLNX
ee Crnoes: BCE OHW [JOIMKHbI obnagatb MAEHTUYHBIMM pas3Mepamy (LMpMHa W BbICOTA), OOUHAKOBbLIM
dopmMaToM nMKcenbHbIX AaHHbIX (VkFormat) M maeHTUYHbIM KOnmMyecTBOM ypoBHew aetanusauum (MIP-
ypoBHei). Co3gaHve Takoro pecypca OCYLLEeCTBSETCA MOCPeACTBOM 3adaHus napameTtpa arraylLayers B
ctpyktype VkimageCreatelnfo 3HaueHnem, npeBbILAKOWNM eQUHNLLY, NMPU COXpaHeHUM imageType paBHbIM
VK_IMAGE_TYPE_2D [3]. OcTtaétca Tonbko aobaButb B Oydep C yHMKaNbHbIMM SaHHbIMU OJ1S1 KaXXA0ro
3K3emnnsapa nepemMeHHylo, XpaHswyo B cebe ngeHTudumkaTop Heobxogmmoro matepuana. Ha pucyHke 2
npeacTaBneH pesynbTar peanusauum noaxoaa.
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PucyHok 2 — KoHeuHbI pe3ynbTaTt peanusaunm nogxona [4]

Takum obpasom, peanvsauusi MHCTAHLMPOBaHUS B MPOrpaMMHOM cpefcTtse [aron, mcnonbayrollas
maccuBbl TekcTyp (Texture Arrays) B pamkax Vulkan API, addekTuBHO pellaeT npobrnemy orpaHu4yeHus
CTaHOapTHbIX NOAXO0A0B, TPEDYIOLWMX UCMOMNBb30BaHNS OJHOIMO MaTepuarna Ansg BCex 3K3eMMIsipoB B paMKax
OOHOIO Bbl30Ba OTPUCOBKW. OTO NO3BONSAET 4OCTUYb HEOOXOAMMOrO YPOBHS BU3yarbHOro pasHoobpasus B
cueHax ¢ ©OoOMblWKMM KONMUYECTBOM OAHOTUMHBLIX OBOBLEKTOB, HE XepTBysi MNpuM STOM  KMNOYEBbLIMU
npevmyLLecTBamMn MHCTAHUMPOBAHUS — CYLLECTBEHHbIM CHWXKEHMeM Harpysku Ha LMY u ontumwusaumen
npotiecca oTpucoBku. [laHHbIn noaxo aemMoHcTpupyeT rbkocTs Vulkan APl n oTkpbiBaeT BO3MOXHOCTU AN
co3faHusa bonee pasHoobpasHbIX BUPTYanbHbIX MUPOB NpU COXPaHEHUM BbICOKOV NPOU3BOANTENBHOCTH.
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