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DI'bOY BO «HuacezopodcKuii 20cyoapcmeeHHblil mexXHU4eCKuil yHugepcumem

um. P. E. Anekceesa», . Huxcnuit Hoe2opoo

OIITUMM3BAIUA PEHIEPUHI'A UTPOBOI'O I10JIAA B SFML YEPE3
NHCTAHCHUHI' U TEKCTYPBI ATJIACOB IS CHU/KEHUSA
HAI'PY3KH HA GPU

Almomauuﬂ. Cmamuvs noces\uiena I’lpO6JZ€M€ naoexus np0u3600umeﬂbﬂocmu
epaghuieckux npuiodNCeHUll npu peHoepuHae KPYnHovlx 08YMepHbIX MACCUBO8 OAHHBIX
(matiimanog) 6  oubnuomexe SFML. B  cmamwve paccmampusaromces
ajeopummudeckue U apxumexkmypHole Memoobl CHUMNCEHUS. KOJIUYEeCmEa 6bl30606
ompucosxku (draw calls) nocpedocmeom uUCnonb308anHUs MEKCMYPHBIX AMIACO8 U
2eomMempuyeckoco  bamuuHea, evicmynawowezco 68 2D-epaguxe  amanocom
annapaniioco UHCmMaHcCuHeda. HpoeedeH CUCMEMHbIU  AHAU3 pacnpe()efleHuﬂ
Ha2py3Ku MedxHcoy YeHmpaibhbiM U cpaguieckum npoyeccopamu. llpakmuueckue
pe3yrbmamsl NOOMBEPHCOAIOM 3HAYUMENbHOE Y8eludeHue Kaopo8ou YaCHmOMmbl
(FPS) u Munumuzayuio HaKIiaoHvlX pacxo0os opatisepa.

Knwuesvie cnoea. xomnviomepHas epaguxa, onmumuzayusi peHoepuned,
cucmemuwlti  ananuz, SFML, uncmancuume, meKCMYPHbIUL amMJiac, 6bl306bl
ompucosKu.

Annotation: The article is devoted to the problem of graphics applications
performance drop when rendering large two-dimensional data arrays (tilemaps) in
the SFML library. The article discusses algorithmic and architectural methods for
reducing the number of draw calls by using texture atlases and geometry batching,
which acts as an analogue of hardware instancing in 2D graphics. A system analysis

of the load distribution between the central and graphics processors was carried

Hayunoe uznarensctBo « DOKyC 3HAHUI»



out. Practical results confirm a significant increase in frame rate (FPS) and
minimization of driver overhead.
Key words: computer graphics, rendering optimization, system analysis,

SFML, instancing, texture atlas, draw calls.

Pa3paboTka COBpEeMEHHBIX JIBYMEPHBIX WIP YacTO CTaJKHUBaeTCs C
npo0iaeMol  ONTUMU3ALMK MPOU3BOAUTEIILHOCTH TPU OTPUCOBKE  OOJBIINUX
urpoBbix Jokaruil. bubmmoreka Simple and Fast Multimedia Library (SFML)
IPEIOCTaBIsAECT YAOOHBIM BBICOKOYPOBHEBBIM uHTEepdeiic ans paborel ¢ 2D-
rpagukoii Ha 6a3ze OpenGL, onHako HauBHBIM NOAXOA K PEHAECPUHTY MOKET
IPUBECTH K KpUTUYECKOMY maaeHuio 4actoTel kaapoB (FPS). IIpoOnema
CTAaHOBHUTCS OCOOCHHO aKTyaJlbHOM Tpu pa3paboTke urp B xkaHpax RPG wnm
CTpaTEeruid, T/I€ UTPOBOE MOJIE COCTOUT U3 THICSTY HE3aBUCUMBIX JIEMEHTOB (TAMIIOB).
OCHOBHBIM OyTBHUIOYHBIM TOPJIBIIIKOM MPHU KIACCHYECKOM PEHACPUHTE SBISETCS
U30bITOYHOE KOJMYECTBO BBI30BOB OTpucoBKHU (draw calls). Korga mporpammuct
ucnoaszyetr Meto] sfi:RenderWindow::draw() nnsa kaxmoro oonekrta sf::Sprite B
nukIie, HeHTpaibHbiii mpoueccop (CPU) BbIHYXIEH KaXIblii pa3 OTIPaBISTh
KoMaH[bl rpapuyeckoMy API. MatemaTuuecku oOliiee BpeMs, 3aTpauyuBaeMoe Ha

PEHIEPUHT OIHOTO Kaapa Tryqme, MOKHO BBIPA3UTH CIEAYHOLIUM 00pa3oM:

Ngc

Tframe = Z(toverheadi + trenderl-) + Tlogic
i=1

ne Nz, — KOJIMYECTBO BBI3OBOB OTPUCOBKH, toperhead — BPEMS,
3atpaunBaeMoe ApaiiBepomM CPU Ha MOATOTOBKY KOMAHIBL, trepger — YHCTOE
Bpems pabotel GPU, a Ty, i — BpPeMsl BBIIIOJHEHHUS HTPOBOM JIOTUKH.

ITOCKONBKY typerhead 9ACTO HA MOPSAIKH MPEBBIMLACT Cyepnger AIA MPOCTHIX
2D-cmpaiiToB, apxutekrypa ¢ OombmmMm Ng. mpuBoguT K Tomy, uto GPU
IIPOCTAaUBAET B OKUJAHUM KoMmaH[ oT neperpyxkenHoro CPU. Kak ormeuaer 1.B.
CMHpHOB B CBOEM aHaM3€ rpaduyeCKuX apXUTEKTyp, «IIPU MPEBBIIIEHUH MTOpora
B 3000 BBI30BOB OTpUCOBKM Ha Kaap, Harpy3ka Ha CPU Bo3pactaer

AKCTIOHEHIIMAJILHO, YTO MPUBOJUT K MaJCHUIO MPOU3BOAUTEIHHOCTH Ha 45-60%
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Jla’Ke Ha COBPEMEHHBIX BHJICOKApTaxX M3-3a HAKJIAJIHBIX PacXoJ0B Ipaduyueckoro
npaiiBepa» [2, c¢. 58]. Jlua pemieHus 3ToMl mpoOjieMbl B CHCTEMHOM aHaIU3e
rpaUYecKuX JBIKKOB TPHUMEHSIOTCS JIBa HEPa3phIBHO CBS3aHHBIX TMATTEpHA:
WCIIOJIb30BAaHUE TEKCTYPHBIX aTJIacOB WM HWHCTAHCUHT (Wiu ero 2D-aHajmor —
reoMerpuueckuid 0atumHr). TeKCTypHBIH ariac MpeacTaBisieT coOoi Ooiblioe
N300paKeHHEe, CojAepIKaIee MHOKECTBO MENTKHX TeKCTyp. [Ipumenenuwe atnmaca
pemiaeT npoOiemMy nepexiarodeHus: Kontekcta coctosuuii OpenGL (state changes).
Ecnu ka1l Talil KCIOJIB3YET CBOIO TEKCTYPY, BUJIEOKApTa BHIHYK/ICHA MEHSThH
AKTUBHYIO TEKCTYpY B MaMSTH Mepel KaKIOW OTPUCOBKOM, UTO SIBIISIETCS KpailHE
pecypcoeMkoii onepanuend. O0bequHeHne Bcex rpaueckux acCeTOB B OJIUH aTJiac
MO3BOJISIET YCTAHOBUTH TEKCTYPY B MaMSATh JIMIIb €UHOKABI 3a Kajp. OIHAKO caM
1o ce0e TEKCTYPHBIN aTjiac He pelIaeT MpoOaeMy IIUKIMYHBIX BI30BOB OTPHCOBKH.
Jms  gocTmKeHHMST MaKcHMalbHOM ontumm3anpmd B SFML  HeoOxomumo
ucnons3oBath kinacc sfi:VertexArray. B kontekcre SFML panHbIl 1moaxon
BBITIOJIHSIET POJIb MHCTAHCUHTAa — OOBbEIMHEHUSI MHOYKECTBA UJICHTUYHBIX (C TOUKU
3peHHsl KOHBelepa) OObEKTOB B OJIMH MAcCCUB BEPIIMH JJISI pa30BOM OTHpPaBKU Ha
GPU.Bmecto co3ganus wmaccuBa o00bekTOB sf::Sprite, CHCTEMHBIH IOIXO]
npejnoiaraeT BelJeieHue naMatu o ofauH sfi:VertexArray ¢ TUIIOM IPUMUTHBA
sf::Quads (wmm sf::Triangles B HOBbIX Bepcusix). g Kaxmoro Taiiaa Ha UTPOBOM
MOJIE PACCUUTHIBAIOTCSI €r0 MPOCTPAHCTBEHHBIE KOOPANHATHI (TIO3ULIMS BEPILIHH Ha
DKpaHE) U TEKCTYPHBIE KOOPJMHATHI (MO3ULIUS Taisia BHYTpH atiiaca). CI0KHOCTh
MOATOTOBKU JAHHBIX JJIsI OTPUCOBKM CMEMIAETCS HA ATall MHULMAIW3ALUKA WIU
OOHOBJICHUSI CIICHBI, B TO BpeMsl KaK BBIYMCIHUTEIbHAS CIIOKHOCTh Camoro

PCHACPHHIa CHUKACTCA 10 KOHCTAHTHOT'O BPpCMCHU!

Batching

ON)—— 0(1)
I'ne $N$ — xonmyecTBo TailIoB.
Jnst monatBepxkaeHuss 3(PGEKTUBHOCTH MPEUIOKEHHOTO METo/a  OBLIO
MPOBENICHO TPO(UINPOBAHUE TMPUIOKEHUA. B KkadecTBe TECTOBOW CpEabl

UCIOJIb30BaIoCch urpoBoe mojie pazmepom 100x100 taitnoB (10 000 oOBEKTOB).
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3amepbl MPOBOMINCH HA HHTErpupoBaHHOM rpaduke Intel Iris Xe, uto mo3Bonmio

HArJISITHO CMOJIETTUPOBATh CUTYAIMIO OrpaHUYeHHbIX pecypcoB GPU.

Taonuua 1.
CpaBHuTebHasl TA0JIUIA POU3BOAUTEILHOCTH PEHAECPHHIa TalIMana
(100x100)
MeTtpukxa HauBHbIi peHIepuHr OnTuMHU3HPOBAHHBIN PEHIECPUHT
(10 000 sf::Sprite) (sf::VertexArray + Ataac)
KoanuectBo Draw 10 000 1
Calls
Iepexarouenust Ot 1 1o 10 000 (3aBucur 0 (1 OMHIUHT 10 OTPUCOBKH)
TEKCTYP OT COPTUPOBKH)
Harpy3ka na CPU ~68% < 5%
(peH/IepuHr)
Cpennuii FPS 42 850+

Hannble u3 TaOnuipl 1 SBHO I€MOHCTPUPYIOT HECOCTOSTEIBHOCTh HAUBHOTO
NOAXO/Aa IJisi MAacIITaOHBIX cleH. lcnonp3oBaHWe OaTyMHra COBMECTHO C
TEKCTYPHBIMH aTJIacaMH MO3BOJIMJIO CHU3UTh HArpy3Ky Ha mpoiieccop Oosee yem B
10 pa3, ocBOOOJMB BBIYUCIUTENBHBIE MOLIHOCTH MJI pEeaU3allMd CIOKHOTO
MCKYCCTBEHHOTO HWHTEIeKTa M (pu3uku. «I'paMOTHas opraHu3aiusi JTaHHBIX B
naMmsaTd u MuHHUMEH3ausa obmenus mexnay CPU m GPU — dyHnaMeHTaIbHBIC
OCHOBBI IPOU3BOJUTEIBLHOCTH IpaUyecKUX CUCTEM pealbHOro BpeMeHm» [, c.
342]. B cnyuae ¢ SFML oTCyTCTBME HATHBHON MOMAJEPKKHU anmnapaTHOIO
glDrawArrayslnstanced ycnemno komneHcupyercss pOpMUPOBAHUEM CTATUYECKHUX
MaccuBoB BepmivH. [loaBOAsS UTOT, MOKHO YTBEpXkAAaTh, YTO MPOEKTUPOBAHUE
aApXUTEKTYpbl peHAepuHra 2D-urp [OMKHO H3HAYAIBHO 3aKIaJblBaTbCsl Ha
napagurmMax MUHUMU3auuu BbI30BOB API. IIpuMeHeHME TEKCTypHBIX aTJIACOB B
cBs3ke ¢ sfi:VertexArray siBnsiercs o0si3aTeNbHBIM MATTEPHOM IPU pa3pabOTKe Ha
C++/SFML, rapanTupyommM CTa0WIbHYI0 YacTOTy KaJpoB U  HHU3KOE

HHEPronoTpeOIeHUE MPUITOKECHUS.
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