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TMOPIBHSUIbHUI AHAJII3 DIRECTX11 I DIRECTX12

DirectX [1]- ue Habip ¢yukuiii ta xommnonentie APl (application programming interface — inTepdeiic
nporpamyBanHs noAatkiB) B OC Windows, sikuii 103BOJIsiE TPOrpaMHOMY 3a0€3MeUeHHI0 0e310cepeIHbO B3aEMOIISITH 3
BiJIco- Ta aymio- obnagHaHHsAM. OCHOBHE NMPU3HAYCHHS — KOMIT FOTEPHI irpH, OJHAK BiH 1HOAI HEOOXIMHUHN AESKUMU
nporpamamMu Jyist poOoTH 3 rpadikoro.

Merta po6oTH: mopiBHAIbHMM aHami3 directx11 Ta directx12

TaTepdetic DirectX 11 [1] 6yB npeacrapnenuit komnaniero Microsoft 8 2009 porri pa3om 3 onepamniiHO0 CUCTEMOIO
Windows 7 i BHic 00p0oOKy 0araTh0X IMOTOKIB OJJHOYACHO, III0 JO3BOIIJIO MiATPUMYBAaTH HOBI apXiTEKTYPH BiJEOKapT Ta
HOBI TIOKOJIIHHS TIPOIIECOPIB.

TonosHi ocobmmBocTi DirectX 11 [1]:

—ITlinTpmka OaraTosnepHUX 00YHCICHb Ta HOBUX MOHITOpiB (hopmaTy 16:9

—TITostBa MomyIst Teccenanii (301TBIIEHHS KUTBKOCTI BEPIITHH)

—30inblIeHa KiJbKiCTh MelaepHux 0i0IioTex

—IliaTpuMKa ITYYHOTO IHTEIEKTY

—OHoBIIeHHs 06JI0Ky 00pOOKH LIelaepiB

—Hogi ¢opmaTu cTUCHEHHS TEKCTYp 1 IepeaaBaHHs leiinepa B IMOUHHUIA Oydep
Henonixu DirectX 11:

—Bucoki notpebu 0 pecypciB KoMI toTepa

—BigcytHicTs minTpuMku monepenHix OC

—BigcyTHICTH MOKIIMBOCTI TpacyBaHHS IPOMEHIB

DirectX 12 [2] Bmepme mpencrtaBieHo kommaHissmu Microsoft Ta NVIDIA 20 6epesnst 2014 poky. Po3pobHuku
BHecnH psif 3MiH y Direct3D, mo nano npuUImBAAMUTH Ta 30UTEIMATH e(heKTUBHICTh Oaratbox rpadivamnx omnepamiii. Hosi
3MiHH JIO3BOJISIFOTH CTBOPIOBATH OiNBbII JETalbHI CHEHU Ta JOCATTH NOBHOTO BHKOPHCTAHHS MOXKIMBOCTEH CYy4acHUX
GPU.

IunoBanii DirectX 12 [2]:

—DirectX Raytracing 103BOJIsSIE MOJICITIOBATH peaibHy MOBEIHKY CBITJIA B I'Pi, CTBOPIOIOYH PEaTiCTUUHI
rpadivHi eeKTH, TaKi K rI100agbHe OCBITICHHS, BiIOOPaXKeHHS i TiHI.

—IIpodintoBanns nmpouecopa Ta GPU y pexxumi peansHoro vacy.

—Onrtumizanis Ta CHHXpOHi3alist pyHKIIH MPOrpaMHOro 3abe3neyeHHs

—Omnogneni anroputMu 2D ta 3D KoHBeepiB

—bi6uioreka meiinepis 30inbineHa y 2 pasu

—BukopucTaHHs HOBUX TEXHOJIOTIH, 5K 3a0€31e4UyI0Th IIBUAKE OOUNCICHHS

Oxkpim nporo, DX12 posmoniise mo moTokam/sapaM HaioO €MHINI 3aBHaHHS 3 MIATOTOBKM JaHUX 1 IMOJANBIIiH
00po6mi ix Ha GPU, 110 BrutMBae MO3UTHBHO HAa MPOAYKTHUBHICTH (pHc. 1).
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Puc.1. INopiBustHEs npoaykTuBHOCTi DirectX11 Ta DirectX12

BucnoBku. Otxe, DirectX12 na Binminny Big DirectX11: miaTpuMye BUKOPHCTaHHS HOBUX apXiTEKTyp BiJJeOKapT Ta
HOBUX TEXHOJOTiH 00poOKM maHuxX, 3abe3meuye OilbIl BHUCOKY MNPOIYKTUBHICTh, INBHIKICTH OOpOOKH [aHUX,
ONTUMI3AIiF0 poOOTH HEeHTpaIpHOTO mpoiiecopa Ta GPU, BucoKy crabimizaliiro poOoTH BCi€i omepariiiHoi cucTeMu Ta
JIO3BOJISIE peali3yBaTH TEXHOJIOTIIO TpacyBaHHS MpoMeHiB. ['omoBHOI0 mepeBaror DirectX12 wam DirectX11 €
3MEHIIEeHHS N0Tped y anapaTHOMy 3a0e3NeUeHHi, a TAKOX OLIbII e(heKTHBHE PO3MapAJIeTIOBaHHI POOOTH MiXK ITOTOKAMH.
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