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This article is devoted to discussion of merits and demerits of graphic libraries: OpenGL and Direct3D. On
the basis of the analysis the conclusion about use of data of libraries in different applied areas is drawn.
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Direct3D — sto camocrosTenbHas 4acTh oubmuoreku Microsoft, Direct3D (B ocHOBHOM mipen-
Ha3HAYCHHOMW VISl CO3JIaHMS UTPOBBIX MPUIIOKEHHI), KOTOpasi OTBEYAET 3a TpauKy U BHIBOJ rpadu-
yeckoil uHpopmarmu. Direct3D He nmeer HuKakux pacimupenuii (B oranuue ot OpenGL): Bce HOBbIE
BO3MOYKHOCTH U CPE/ICTBA TOSIBIISFOTCS C BBIXOJIOM HOBOM BEPCHH WK HOBOT'O OOHOBIICHHUS [2].

Jpyrum nomynisipHbIM CpeACTBOM ISt BbIBoJa TpéxmepHoi rpaduku ssisercs OpenGL. Oc-
HOBHBIM pazpaborunkoM OpenGL sBisiercst kommnanus SGI (pansie Silicon Graphics).

Apxutektypa. KimoueBas ocobennocts OpenGL — npocrota. Sapo OpenGL xonTponupyer
nporiecc 00pabOTKM TMPUMHUTHBOB. {11 mepemayn JaHHBIX HCIIOJIB3YEeTCsS MPOLEAypHAs MOJENb,
(akTHUecKu — BBI30BBI (QYHKIMHA. B kaxxapiii MomeHT Bpemenu coctosHue OpenGL onpenensiercs
yepe3 Ha0Op MEPEMEHHBIX, 3aJalolINX napaMmeTpsl 00padboTku. Kaxkaplii HOBBIN MepelaHHbIA Tpe-
YTOJIBHUK TMPOXOJIUT 00pabOTKY B COOTBETCTBUHU C TEKYILIUM COCTOSTHMEM. Takoi MexaHH3M BecbMa
s dexTruBeH, a Ko 00BIYHO KOPOTOK U TpocT. XoTs siapo OpenGL mporeaypHoe, B MCIIOJIb30Ba-
Hun OpenGL coBMecTHO ¢ 00BEKTHO-OPUEHTHPOBAHHBIMU TEXHOJIOTUSMH CII0XKHOCTEH OOBIYHO HE
BO3HHKaeT [1].

Crpykrypa Direct3D ouens cunbHO omimuaercst ot OpenGL. Direct3D ocHoBan Ha mozpenu
COM (Component Object Model). B otsimune ot npocToro BeI30Ba (GYHKIMIA 3Ta MOJIEIb TPEIOJia-
raeT BBIOJHEHNE HEKOTOPBIX JIOTOIHUTEIbHBIX JIEHCTBUH, CBA3aHHBIX ¢ KOMIIOHEHTHOH apXUTEKTY-
poii Direct3D. Takast apXuTeKkTypa NMEET Kak JOCTOMHCTBA, TaK U HEJOCTAaTKU. B wacTHOCTH, KO, B
KOTOPOM HCHOJIB3YIOTCS BBI30BBI Direct3D, 0ObIUHO HE SIBISETCS UI€aIOM JIETKO YUTAeMOro U MOHU-
Maemoro. [Toaromy maxke pucoBaHHe IIPOCTOrO TPEYTOJIbHUKA TPeOYeT OrpOMHOr0 00beMa KoJa.

Bonpoc npon3BoAUTENIEHOCTH HACTONBKO K€ Ba)KE€H, HACKOJIBKO 3alyTaH U HesiceH. J{ebaTsl
Ha TeMmy «UYto Obictpee — OpenGL unu Direct3D?» ne ytuxarot. Ilpu 3ToOM ckopocTs 060ux Oub-
JHOTEK OJMHAKOBA.

B 4eM ke, ecii He B MPOM3BOJUTENBHOCTH, paszindre MexIy onommotekamu? [Ipexie Bcero —
B y100cTBe HuHTEpdeiica, GyHKIUIX, THOKOCTH, IEPCIIEKTUBAX Pa3BUTHS U 00JIACTH PUMEHEHHSI.

Mtuoro net Hazan OpenGL pa3pabaTeiBaiach kak OHOIHMOTEKA, KOTOpas OCTaBaJIaCh OBbI AKTY-
anbHOM B panekoM OynymieMm. K coxkanenuto, 3To Oyayiiee MpHUILIIo ¥ 6JaronoiydyHo Yo B MPo-
nutoe. [Ipu aTom ARB ocTaercsi BecbMa HEOBOPOTIIUBBIM, U HAZICSITHCS Ha ONEPATHBHOE BKITIOYE-
HUE HOBBIX OMIUN He mo3BossieT. st pemenus 3toit mpobieMsl B OpenGL cymiecTByeT MexaHu3M
pacmMpeHuii, ¢ TOMOIIHI0 KOTOPOTO MOKHO HCIOJB30BATh PA3IMYHbIC (DYHKIMH, HE BXOJSIINE B
0a30ByI0 crenu(pHUKaIuIo, a MoAAep)KUBaeMble TOJbKO peanu3anueit OpenGL a5 KOHKPETHOI BU-
neokapThl [3].
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TOMCKUM XIII Bcepoccuiickas

- Hay4YHO-IpaKTHYecKast KoHpepeHIUs
I I MNOJIMTEXHUYECKUI «Texsonori Microsoft
N YHUBEPCUTET B TEOPUH M NPAKTHKe TPOrPaMMHUPOBaHHU»

[To mogmepxke ammapatHbix (QyHkiuii OpenGL u Direct3D, B 00mieM, 5KBHUBaJICHTHI.
OpenGL HOBbIE (PYHKLIMHU AOCTYIIHBI U€pe3 MEXaHU3M pacliupeHuit, a B Direct3D onu nosBisitoTcst
TOJILKO B HOBBIX BEPCHUSIX.

Direct3D ouenp yno6eH juig modureneil 00beKTHO-OPUEHTUPOBAHHOTO MPOTrPAMMUPOBAHUS
u COM B vactHocTu. COM B Direct3D ucnomnb3yeTcst s BHeCEHUSI U3MEHEHUI B OMbauoTeky 6e3
U3MEHEHHs cylecTByromero koga. B OpenGL Takoro Her.

O06beM KoJa, HEOOXOIMMOTO JIJIsl HamMcaHus mpocToi mporpaMmMsl Ha Direct3D, Becbma Be-
vk (Bapeupyetcs oT 200 1o 800 crpok). B OpenGL Bce cymiecTBeHHO npolie — Ui pelieHus Ta-
KOM e 3aauu HeoOxoaumo Menee 50 cTpok Koja.

CepbesnbpiM gocronHcTBOM OpenGL sIBisIeTCsl IpeXkie BCEro TO, YTO 3TO «OTKPBITHIA CTaHAAPT.
JIro6ast KoMITaHus1, IMEIOINAs armapaTHyIo MWIaTGopMy, MOKET KynuTh Jurier3uio y SGI u 3atem cre-
nath coOcTBeHHY0 peanuzauuto OpenGL. M3menenus B OpenGL npemnaratorcs, oOCyXIatoTcst U
YTBEPKAAIOTCS MPEACTAaBUTEIISIMU PA3IMUHbIX KoMmaHui. Yo kacaetcs Direct3D, To 31ech cutyarus
IPSIMO MPOTUBOIONOKHAsA. Tonbko Microsoft MOkeT BHOCUTh Kakue-nubo U3MEHEeHUs! B OMOINOTeKy.
WNnaue rosops, umenHo Microsoft B KOHEUHOM UTOre OmNpeneisieT BCe MyTH pa3BUTHUS OMOIHMOTEKH, U
€CJIM My Thb ObLT BBIOPaH HEBEPHO, 3TO MOXKET OBITh UCIIPABJIEHO TOJIBKO B HOBOW BEPCHUH.

Utak, nocrouHcTBa OMOJMOTEK CTAHOBSTCS Haubosee OYEBUIHBI NMPU UX HCIIOJIB30BAHUU B
pa3HbIX NpUKIaAHBIX 00nactsax. Direct3D uneanen mis npodeccuoHanbHOM pa3pabOTKU UTp U
MYJIbTUMEIUIHBIX MpriiokeHuid Ha mnatdpopme Windows. OpenGL ncrnonb3yercs Ha BBICOKOIPO-
M3BOAUTENBHBIX pabouMX CTAaHIMAX, B HAy4HOH cdepe, B 00pa3oBaHMHU, a TAaKXKe B JIOOBIX MPOEK-
Tax, rje Tpedyercs MepeHOCUMOCTb MPUJIOKEHUI Ha pa3iUyHble MPOrpaMMHbIE WM anmnapaTHbIE
1aT(HOPMBI.
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The cellular algorithm of constructing of triangulation of the surface "marching cubes” was implemented
on some platforms, in the number of which is not included easy for development of computer graphics
platform WPF. As a result this work the authors of the article presented example implementation of
marching cubes algorithm on platform WPF.
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