E£1E IDEFIWAZE

3D T H PR A 0 AR B A28 T4 MG B 4% (shader) #843. HE & 6 4% 58 7
i C/C++/JavaScript 45 iz 1778 CPU I, 7 5t 44 GPU {4 50¥% . DL % 8 GPU /Y
SHEARE, JEH O &R0 WHRE CPU 4. & 6439 H & 015 5 (shading
language) i ik, iz 17 76 GPU L, WHkE GPU 4>, HEQIEFT HZ LB, KT
OpenGL # OpenGL % (418 & . i #8 GLSL(OpenGL/OpenGL ES/WebGL/Vulkan #} 3%
¥ GLSL) ; ST A A DirectX MR PE AEF . iR HLSL; R A A H Metal & &
B Ak MSL, A48 WebGL/Vulkan i ) GLSL, GLSL #% 3 f /> £,
EITEAH B A . b3 3D BE A B T 5 & 6 2% (vertex shader) fl JLf] 35 {4 % (geometry
shader) AbHDEIE S B AY FOCE (4 %% (fragment shader), B A 1T8B H 6O 4%
(compute shader) , 1R F @R B AT Z WA FRES S, EH ) Valkan A3 SR T 1%
4535 (0. 4% (task shader) .8 35 (6 4% (mesh shader) , UL N TOCEGB BRI 2R E A E8 55

3D By AR S @A, AR CPU WA EEER . B RS\ T . /il IR PIE S
C/C++/JavaScript 2534k, HEWMPE M GPU WAEE.GPU A F & — P58 1 5%
RV YL K RS AL, AE AT HUOR R T GPU W A s, DL & —2% GPU £
BOR A B IR B A A o T DL SR A SRR R R Y A2 2 O R GPU A% I AR RO
Bis— A GPU KA &, — &R 43 46 F P 42 L (9 T0 A (8 R o o (088 5L, i oA
AR AT

MK — SR, A3 AT — > 3D B P L H a5 W 1K 4 M I K 2R AR 5 5 e 1% 8 5 R S L
SR T KGO M s BRI AL B G IR AL B , i A R AR i, 3T GL
(A& GL 3k % #k OpenGL/OpenGL ES/WebGL) [ F2 )%, HAE 25 €8 25 35 4> 8 19
GPU MICH: D8 b /Al R LA 5 . B2 Vulkan M5 EOR B AE GL R)Z
1) —LE T REZ GE T K. WA 38 N T 2 LB A SR B T R A . Vulkan 2
JP AR AR5, W AR 1 GL S BB AR £ . £F X Vulkan [ 80, 7 K 48 FiL
MR IR SDBIF M E A, ALIEE AR AnERE 2T . BFHEM
OB, Bea)iE e, B GL i B 0 it B GPU AT AT AT . Vualkan SR IF %
HAEPEE GPU (1 [A) I 34 fin— 2835 CPU 4 A 11 B

AFE LIS GPU M KL RS A58, H R X R 240 Valkan 51
CPU #4y (AE 25 380 » 1 an 6 J 22 W G i i, CPU #5543 1 25 44 23 52 ) B X 3t 7K
N 8% 1Y A, DN 23 A 28 B854 . A5 43 BT 33k 7 f81) 235 g %) Bsf 3 AN 1 o A )
PP 8 2 VR S5 R o BT D i i 0 PR T 38 1 4 ok 9 B A i o BT O T B4 R O
F14) i A B — 50 Ak P o R B HE 4, DA Bl H g 3D #E ¥ CPU #47,
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W 2 e B A B S BCHE R A3 B Vulkan F2 5 59 CPU #8143 CY 4R W] LI T
GL W20 Hr) 2 SR W45 fih 3D 42, A% GL. Vulkan 24 —EMEE R, R4 —E W
GL &% . 7 3l i GL A543 Vulkan 5 CPU #5439 AT 2 47 86 Pk iR Ay . 31X
Se Pk AR A LA PR,

(1 5 GL 524 OA—HE, Vulkan $2 it 7 8 Z R 2 B IRBAE RO R se il 1
LR S H ., e DR E L GL B2 AR L, Wi 2 i — A B a7 B il = £
T ACHS B L AR = MBI GL BT ZIR£ .

(2) F—J5 T, B TR 0 GL 58l (22 GL 2] Vulkan 942 AR XE— — X )i
B BRI H I EZIREE —FER

ZE L AN 2 1 22 FEA# Vulkan CPU 343 B UR RS IF A B0, SR 1. B4R GL,
Vulkan 2 F 22 B4R K, (F 2 P05 09 far A Hh 72 2 Ui - B A 02 T (D) ik 2ol 2k
45 \MVP S0 [ S B R AR 5 i DU W% b (3 4 B W% w2 B, B Y kb B
A2 3 o 2 PRI e R S A . R e — SR B B A AR Y e o PR BT R TR
PR TE Y b B, A SE B R 5 — S s R A o L RS 38 AN SRR A . AR A
HAE i BOE LB 1 b B 5 R SR B A3 AT Vulkan, B R KB Y Valkan #2 1 4% B#
N AT AR i Ao =2 SRR A M ik TT LA A Valkan 19 20 BT R B R — S
FHTH A 3D g fe4% 0l an GL B4k, BARBY  prisi sl an i 1-1 fros . Bl A6
T HE A A o 00y R 2 i Y (50 o A 2 R Ak B ok R IR 0 B 2 T HE R K A B B A 1
R — AL BRI 0 TR B SR AR R Oy — A R R

LN
A i AL AL BT 7 }, b H1 R
————————— T, MVP, SUERABFREE vkCmdDraw*/glDraw* FrameBuffer/Texture/Image
BRI ) .

W | | A

1-1 3D & ¥ By % A i s AL A

X F Vulkan, 20 B %R &8 o 15 R £ (descriptor) R Fon 1, 0 F¥ 5 4 48t 24 7F
—Bhi A BCHE W GE K B A SRS VkPipeline 19— 40 £ 38 245 GPU., 78 J& SC
Vulkan {7 I 45 46 (4 B, S AEZS R I BLTHI AR FE R IR AR NG (o ds . & T WebGL [
F o K Ry S5 R A By AR T B gt A X A5 AR AR A S T

R Vulkan 22 7F A5 2 K2 E B8 E 115 (vkCmdDraw * &2 K, vkCmdDispatch
RETHED M EH WA B T A B 2 R R A SRR R S i an s G AR 1A bk
MV FE 2 W A B 4 2 R4 0 T BLTE N — 65 Skom X Lo kAR IR A =, v LA
ERERBEESHMFALSE R,

A TR A K LD AR BE SR A A 3D BRIF AR E A gR AT . S S R B, W0 A
N R RS S B A Y R ] B WebGL, DL R B & 24 19 Vulkan 78§, 5t £ faj
Rz,

AR 53 BT A A\ IO RS AN SO 3 0 FAS TR 9 s 491, 4 7 T 5080 0 MVIP B3040

« 92 .
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FHW) b — N P A T . WebGL/projection/projection_perspective_quad. html
H Vulkan/examples/projection_perspective_quad, 4387 S0 FH ) 75 4 01 T 1) i H #B
O P . WebGL/texturemapping/projection_perspective_texture_mapping. html
Vulkan/examples/projection_perspective_texture, 448K, % o0 37 0] T4 98 75 F g A
T F1 MVP,

WebGL 1. 0 #£F OpenGL ES 2. 0,WebGL 2.0 #F OpenGL ES 3.0, Bg T WebGL 2
Ab,3ETF Vulkan,Metal ,Direct3D i) F—A8 Web 3D ZRfE4r 1 WebGPU H A IEEITiE2Z P,
AR BT LA Vulkan 2y 3 3853 5958 RN AL T WebGL 1. 0 i, T2 1 X H 2
fif 3D RV FHTE . PEHE WebGL (Y J5 R o i fa] P A A R SR R IR o 0 (. (G SRR 2k
TN Z: 0 S PR RE 3D R i W 2 O LA T WebGL 2 B HEREZK . HE#
Vulkan [fii A~ J& B #5238 WebGL 19 OpenGL, WJE F 28 Vulkan #2 F8E & 2% , REME AR 41 b {4 0 I
T A g AT . R, Valkan J& 58T B bR e, T HL 0 FHARAG 02,

1.1 3N & 4B

005, 5000 38 76 CPU S 3R L SR el i 28 wh X AL 13 45 GPU, HJn fE GPU Jii/K £ IT
UE A R L 20 5 FH 56 0 28 P IXC 30 7K 2R it T LAE AN [) A0 TO0 i 25 € 2% FEL T 7 ) T A 5090

1.1.1 #RTm=

WebGL Fil Vulkan 3 & DL = M8 A 507 471 G4, BT LA DY i 8 SR 2 A~ = A
TE B . WebGL BT, A48 & T T0 s (9 o B o 2000 02 78 Il b 5 48 5 19, (HJ2 ] DA
E 48 R TR 1Y [ I 5 TO0S 6

WebGL 7 il 76 4 A5 BL 11 48 2 DU 340 T8 DU AN T0 s A9 20 €0, e J3 i B 1-1 i .

EFEH 1-1 WebGL BT S #115

// WebGL/projection/projection perspective quad. html

var scale = 1.0;

var zEye = —0.5;

var leftAtAnyZ = left * zEye/ — near;

var rightAtAnyZ = right % zEye/ — near;

var bottomAtAnyZ = bottom * zEye/ — near;

var topAtAnyZ = topp * zEye/ — near;

vertices = [
leftAtAnyZ % scale, bottomAtAnyZ * scale, zEye,
rightAtAnyZ * scale, bottomAtAnyZ % scale, zEye,
rightAtAnyZ x scale, topAtAnyZ x scale, zEye,
leftAtAnyZ % scale, topAtAnyZ x scale, zEye,

1;
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Vulkan 845, HE# B EE A1 WebGL BYZSRL 8 2 [R5 22 17 T0 5 59 7 B FN €4
WS 1-2 PR,
FBEEHE 1-2 Vulkan TREFTR S G EHE

// Vulkan/examples/projection perspective quad/projection perspective quad.cpp
std: :vector < Vertex > vertexBuffer =

{

{ {leftAtAnyZ, bottomAtAnyZ, zEye}, { 1.0f, 0.0f, 0.0f } },
{ {rightAtAnyZ, bottomAtAnyZ, zEye}, { 0.0f, 1.0f, 0.0f } },
{ {rightAtAnyZ, topAtAnyZ, zEye}, { 0.0f, 0.0f, 1.0f } },

{ {leftAtAnyZ, topAtAnyZ, zEye}, { 0.0f, 1.0f, 0.0f } }

}i

1.1.2 F&Ens

T VS A% 38 T A5 85040 L s 2 CPU 81 2 14 T 50 1% 3 31 GPU v WY 28 P IX,
XtF WebGL, T 5 ¥4 i+ ARRAY BUFFER &% GPU, AR ¥ & 5 1-3 s .
FERFEE 1-3 WebGL H{ETR S #E

// WebGL/projection/projection_perspective_ texture. html
cubeVertexPositionBuffer = gl.createBuffer();

gl.bindBuffer(gl. ARRAY BUFFER, cubeVertexPositionBuffer);

// A vertices HLH gt 2 T0 A5 A4 4%

gl. bufferData(gl. ARRAY BUFFER, new Float32Array(vertices), gl.STATIC DRAW);

XFF Vulkan & . A 506 2 A3 VkBuffer 1/, {HJ& VkBuffer A &% H 17k
25 8], F 3 H 3 VkDeviceMemory B/ EE . N VkDeviceMemory Hl i I 7 fif 25 8] 2
Je BRI IE R 1-2 Vulkan T0S A1 T0S B 648005 F memepy & il B VkDeviceMemory B
125, AP RESF VkDeviceMemory HI 1 1 N7 /& VK_MEMORY_PROPERTY _
HOST_VISIBLE_BIT 2%, ix 25 N A7 5 558 H] vkMapMemory, CPU A X & #EATIEE .

HAK VulkanDevice: : CreateBuffer A SZEL, WFE 735 # 1-4 Fis,

BEER 14 SIZFEHHIER VkBuffer

// Vulkan/base/VulkanDevice. hpp

VkResult createBuffer(VkBufferUsageFlags usageFlags,
VkMemoryPropertyFlags memoryPropertyFlags,
VkDeviceSize size,
VkBuffer x buffer,
VkDeviceMemory * memory,
void ¥ data = nullptr) {

// ¥ [ vkCreateBuffer f] & VkBuffer
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VK_CHECK RESULT(
vkCreateBuffer(logicalDevice, &bufferCreateInfo, nullptr, buffer));
// A VkDeviceMemory H i 77 fif 25 [H]
VK_CHECK_RESULT(
vkAllocateMemory(logicalDevice, &memAlloc, nullptr, memory));
if (data !'= nullptr) {
void * mapped;
// VkDeviceMemory £ iif vkMapMemory Z J&i, CPU R] DA BL#2 % H i AT12 5 T
VK_CHECK_RESULT(vkMapMemory(logicalDevice, * memory, 0, size, 0, &mapped));
// 551584 3 VkDeviceMemory
memcpy(mapped, data, size);
// %45 J5 vkUnmapMemory
vkUnmapMemory(logicalDevice, * memory);

}

// $¥E 5 F| VkDeviceMemory, % ¥ VkDeviceMemory Fil VkBuffer 4§ & #t 3k
VK_CHECK_RESULT(vkBindBufferMemory(logicalDevice, * buffer, % memory, 0));
return VK_SUCCESS;

WebGL Fil Vulkan 45 %388 4 11 (19 32 22 22 51 /& . Vulkan 42 {1 7 — 4> T0)IK 2 (19 17 it
25 (8] N % VkDeviceMemory, WebGL T 35 2% 77 3 #0407

1.1.3 BEMRZHK

Y658 T A5 2 v X S —Ff GPU a4, i GPU i A 0 2l if 48 K fin & s R 2 i 4
24 GPU ., X T WebGL. 22 FI M AL Ay S #JE gl. Draw * (145 gl. drawArrays il
gl. drawElements), X F Vulkan, 2 & 4y 2 2 vkCmdDraw * (£ $§ vkCmdDraw
vkCmdDrawlIndexed) , #3254 J& vkQueueSubmit, F & : CPU B E M gl. Draw * &
# vkCmdDraw * 55 U ] GPU #iik CPU W4 E &K HIE R % T GPU & Bl &
i FEPAT X 2E 2 Kl 4, 3 F K CPU A gl. Draw » il vkCmdDraw » 9 53 2 #5 by 5% 1l
(record) GPU g4 id 72 .

WebGL H48 5 AL 5 1-5 Fis .

BFEE 1-5 WebGL SEHEE H X

// WebGL/projection/projection perspective texture.html.

gl.bindBuffer(gl. ARRAY BUFFER, cubeVertexPositionBuffer);

// vertexPositionAttribute X} i £l T i & 4 #% HL i 1Y attribute vec3 aVertexPosition;

gl. vertexAttribPointer (shaderProgram. vertexPositionAttribute, cubeVertexPositionBuffer. itemSize,
gl.FLOAT, false, 0, 0);

Vulkan )48 2 W50 & 4 7E vkBeginCommandBuffer A1 vkEndCommandBuffer Z [H],
M IE R 1-6 Fin.

[@a]
.
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EBFEEFHE1-6 Vukan BETNSHIBHEWENX

vkCmdBindVertexBuffers(drawCndBuffers[i], VERTEX BUFFER BIND ID, 1,
&vertexBuffer. buffer, offsets);

1.2 AN MVP %3

MVP Bz 57 5 A 8 (model) (HLE (view) (% 52 (projection) H % ,

WebGL A] i i 55 = 77 glMatrix® B & 28 # 46 B, 3 11 J& matd. create (),
giMatrix 2L T E & WO, R LA Fh 2 e, B 41 mat4. translate, mat4. rotate,
matd. scale R DL >R 52 BIUE YW0 1] 46 [ 9 057 B8 | e 7 400 i A8 4 . 180 5% 0 B A RT3 ik
mat4, create A #, {0 5 @& A 7 2 2 8 i matd. perspective Al B 1% W 52 5 K5,
mat4. ortho G @ IE B A M. HERIEL T 2 )5, o LUl i gl. uniformMatrixd fv ¥
%EW%&?E%EE%%@%&L 7R — b B,

Vulkan 7] DU 3525 7 AR ] 25 46 3B AR L IE S B R = 0 glm @, H
1, glm: : matd AT O @45 AW B 46 B4, glm; : translate, glm: : rotate., glm: : scale M) F 3%
SR A A AL P AR e, B I LB AR PR ) glm: : perspective FIRIEE IF 3¢ 55 56 15
B glm: :ortho DAY #5E fE FAR B () s B P 3 T — AN 101

Vulkan ) MVP %5 7 DL i vkCmdPushConstants 7E 5 il GPU iy 4 B9 i 45 & %
f£i$ ., Push Constants J& Vulkan #& tH 19— F b st s ) GPU $1 38 /N BB 5085 19 7 k.
A DUR TS R 518 — R o MVP $0di 2348 45 ViBuffer, A id F0T0 8 R 51400 A A
B S, T R 5 B % 8 44 VkBuffer 2 J5, W DL H 4% 78 5% i A9 B 8 ot
vkCmdBindVertexBuffers 4% , VkBuffer & v LI FH K 17 it H Al B35 41 ah MVP #
o AHRZBR T TR AR 5 1 5 dE 2 Ah A7 it A B s 19 VkBuffer %‘%E%EEEE—/\T“L%?,
)4 VkDescriptorBufferInfo, 3 i i VkUpdateDescrlptorSets B X A R A7 B i 3
VkDescriptorSet B , &z J5 & & 1€ % il B9 B 45, 8 5T VkadBmdDescrlptorSets &R
GPU AW 2 Kl e F B X A X

I LI F A% 5 VikBuffer ) MVP 8 A #2450 DL =25

(1 Z il % da £ VkBuffer.

(2) 2 VkBuffer ] # —> VkDescriptorBufferInfo, il i vkUpdateDescriptorSets ¥
HIB N3] VkDescriptorSet,

(3) 7Es%# GPU x4 3 b, M H vkCmdBindDescriptorSets 3 45 1 GPU 74 ¥k
W05 FH B B

@O glMatrix Wi H ,http: //glmatrix. net/,
@  OpenGL ¥02¢ % , https: //glm. g-truc. net/,

« 6 .
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1.3 #r N & 2

SO AT DL FH R A it DA it 1 45 508 I 48 B2 R [T R B mT DL Bl th 2 P IX 22 )
FAE 3D b Ry iy . X BiHiefEm i A K a3, P B D soi L3 45 GPU 1)
UL G2 ol X, GPU DU 5o SR A i DA I 26 57 fo DX 132 B 0 34 1) 28040

UL MR B o SR A A 5 5 e S0 P A SR A ok R R RS RN A B ) an S Y
B AR I (filter mode) . SLH AL FR B IR ZEE 20 (wrap mode) 4R 32 R FERR BUFZ I, SUFE AN
RAERAEAR Y GPU AW GL BA . LA K Vulkan 152 BUAT GE= A 22 5119 .

£ GPU BLUTH , SR AE 8% 1R Fn 8Os 2 00 TRy, I E R ARG, [/ — D 8c s, 7 —
P2 T Al Ll id VK _FILTER_LINEAR(GL_LINEAR) K RAE , 0] LLTE 55 — Ff i %
Tl VK_FILTER_ NEAREST(GL_NEAREST) 3 5% # .

OpenGL 3. 2 ZHilJ& A X 70 SC AR FE A48 B, WebGL t 2 it . 7R 28 pA #) GL
S L IR, 0BT G2 (A B A A R A A R A A S B . BT DA An SR X B R AR Y GL
A — Ao P, P8 glGenTextures SEWT LA T, T B S0 B0 (FLSE B R EESS) A1 22 19 U8 I
1 20 R R 28 45 20 W) 75 32 8 ] gl TexParameter * % 31 BRI 5. OpenGL 3. 2 JF 45 5] A
glGenSamplers DIfRiR-E S0 MR AL 4 . Vulkan B, vkCreatelmage F T 803 A4 61
vkCreateSampler H] TG R AE 2% . U8 P 458 2R R S50 X2 51 X RAFE AR 10 . A5 23 B 19
iy NSO AN L R RS AT

1.3.1 glZEFHEH L E

WebGL fifi IS 2720, R FFIE B 1-7 i,
BREEE 1-7 WebGL 4B 632

// WebGL/texturemapping/projection perspective texture mapping.html

neheTexture = gl.createTexture();

neheTexture. image = new Image();

neheTexture. image. onload = function () {
handlelLoadedTexture(neheTexture)

}

neheTexture. image. src = "/resources/gorilla. png";

LA, I BRI R s ik 52 B )5 . 194 handleLoaded Texture 3 47 20 B (Y 45
FE L ANAR P E L 1-8 s .
FRERFEH 1-8 WebGL SIIBHE

// WebGL/texturemapping/projection perspective texture mapping. html
gl. bindTexture(gl. TEXTURE 2D, texture);
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gl. pixelStorei(gl. UNPACK FLIP Y WEBGL, true);

gl. texImage2D(gl. TEXTURE 2D, 0, gl.RGBA, gl.RGBA, gl.UNSIGNED BYTE, texture. image);
gl. texParameteri(gl. TEXTURE 2D, gl.TEXTURE MAG FILTER, gl.NEAREST);

gl. texParameteri(gl. TEXTURE 2D, gl.TEXTURE MIN FILTER, gl.NEAREST);

gl. bindTexture(gl. TEXTURE 2D, null);

Vulkan X8 BRMHE T 2841 %, W VkImage. VkImageView, VkSampler %, —Fl
FLEA SO 7 2O . R B R R 8508, T A28 2 GPU A DL i A7 it 25 0], B &2
F| VK_MEMORY_PROPERTY_ HOST VISIBLE BIT (L Ffii# HOST _VISIBLE) 2
T 25 [0 v L BRJG GPU T3 % X B A7 6 2 1) i 47 R B

Y T8 1 FER 3% 3 B9 A /], HOST_VISIBLE 26 51 1 £7 4% 25 [a] 7T G 457 T CPU B 1N
ez TR Tl s B R &, HOST _VISIBLE A& e iy B 424 GPU i A 80305
P20, I AARAS Vualkan 06 FE 3240 T staging % vh X 19 SCHL 28 07 =X,

i Staging 2 X N PR IEIE N T Btk CPU Al GPU P NER BAF 25, X
A2 5k A AN

(1) SRR Y A7 RN A7 2 =2 0 3l Sy 8 R B O T A7 .

(2) WA S N 28 B 3242 A SoC(System on Chip) B B2k A7 B K A1l
S B AENE T PCle 2R AR ARTE B2k,

BT B A R Rl ST R R L K e 25 R R B A R R

(1) XFFAEME A, CPU B R M P A7 52 BOBCHE A i A7 152 BOSH #AR P

(2) XFF Al 5 Al 37 R U5 ) gl Sr B AEAR PR, U IRl N AR 2 . CPU 17 Il N A2 AR
PR, Ui [ ST S A7 AR S

ML CPU. B & AR R AE Z 8 56 R W& 1-2 BT 7R (DRAM J& N f7, VRAM &
M7 A7 Intel HD GPU 2R K. NV/AMD GPU 257 8 ).

JEEE - mm o _ _
-7 - T
= VRAM
DEVICE_LOCAL [~
Intel CPU 5

/ PCle NV/AMD GPU -

I

1

I / ‘
! NIA=E L
' SoC Ml Mk ) i
1 t '
|
: A7 DRAM
i | Intel HD GPU Pl as HOST VISIBLE

\

\ —

\ P

\ ~ - ~—__ - /’/’/ -
\\ === /I%' - _ -
N . —_
R -

M 12 THEYLRG M S LRSS
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Toi SR W R I R ST R R AT DL 4 U5 (8] N AE B SO . BT DL AR R
Fp &S0 V7 ) 5K

(1) 4 Staging V5lnl . GPU B 4% U5 [n) A7 19 Se B . 4R Bl R AT DAGE AT 5 A 5
2,7 R B R GPU BRI N AE .

(2) Staging Viln]: JeH W AF I SO BCE 52 ) 2 A7, GPU B M\ 5 A7 5L I 352 HRUEK
Pt o A7 R N i X AN TR

X F Vulkan, Staging V5[] B 7 202« Jof SO AR 52 A— 4~ HOST_VISIBLE 4
fEZS 8], AR 5 B X A~ HOST _VISIBLE % N 77 & #il 8] DEVICE_LOCAL /) & ££ .
 1-3 FE 1-4 frs .,

3. DEVICE_LOCAL=>GPU

N

| —

VRAM
DEVICE_LOCAL |\
Intel CPU \
PCle NV/AMD GPU \
! / ‘,
2. HOST_VISIBLE=>DEVICE_LOCAL
( SoCHIBAL ) - ) :
/
! ,
/
NTFE DRAM d
Intel HD GPU il HOST_VISIBLE \
|
S - )
S !
1. 80 5Hi=> HOST_VISIBLE
B 1-3 ST R #) Staging 73X
VRAM
DEVICE_LOCAL
Intel CPU
PCle NV/AMD GPU
( socHpEs )
NFF DRAM
Intel HD GPU Pl HOST_VISIBLE N
\
N T~ !
\ e \ /1. 80 dE=> HOST_VISIBLE
\ -7 AN ’

A -7 2.HOST VISIBLE=>DEVICE_LOCAL

A -

3. DEVICE_LOCAL=>GPU
B 1-4  FENEFRE Staging J5

AR b, AE Staging 17 A6 SCEE PR 132 A — 4 HOST_VISIBLE A9 N A7 %S 8], ) T A9
A% GPU 528,



M1 FF 4R 3D gmfe

X 1 A 7 S BLAE [A] — A~ load Texture 32 H . WAL 1-5 r 78 o Staging %% b4
AL SO m#E I L. BT,

JFRIE R

gli::load

S EHE(CPU)

|
vkMapMemory
memcepy
vkUnmapMemory

HOST _VISIBLE
Staging VkBuffer

vkCmdPipelineBarrier
vkCmdCopyBufferTolmage
vkCmdPipelineBarrier

DEVICE_LOCAL(GPU)
VkImage

VkDescriptorSet

A R

J(ﬂ%fm@ﬁ‘- -~ xRS R

VkImageView —— GPUFF b e

VKS Fr ot th s R
ampler

Kl 1-5 Staging 2& wh #5001k 19 S0 #2877 20
(D) %5 = gli: :load ¥ textures/gorilla. ktx INZX 3] CPU NAEH , N2 PG

19 N,
EEFEFR1-9 MNESIFEEgE

gli: :texture2d tex2D(gli: :load(filenane));

(2) Al —4 VkBuffer L) A B VK_MEMORY PROPERTY HOST_ VISIBLE
BIT 2581 VkDeviceMemory, X1~ VkDeviceMemory i 15 Bt} (map) Ji CPU B WL, FJ&7A]

. 10 -
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POBEFR T VG B 1-9 B2 A CPU S8 &2 1 31 VkDeviceMemory, XA i 7 F14% i
To S A R — Y

(3) VkBuffer HL [fi B9 80 # % 8% & % 4 GPU I #: i WOk M, 75 238 i
vkCmdCopyBufferTolmage & #il 245 —> Vklmage, % VkImage H i 1Y 7 fif 25 [8] 25 1 2
VK_MEMORY_PROPERTY DEVICE LOCAL BIT.fi T GPU & {7 HL 1 .

(4) GPU 2 B 4 09 B . 75 2 VkImageView/VkSampler % ffi B Xt 42 4 g M
VkImage H T 132 HUECHE

1.3.2 RELE

WebGL i i 2 /7 75 5. 1-10 KR40 20,
BFEEE 1-10 WebGL S ELIE

// WebGL/texturemapping/projection perspective texture mapping. html

gl.bindBuffer(gl. ARRAY BUFFER, cubeVertexPositionBuffer);

gl. vertexAttribPointer(shaderProgram. vertexPositionAttribute, cubeVertexPositionBuffer. itemSize,
gl.FLOAT, false, 0, 0);

Vulkan A8 B E L0, B 908 S0 @ A0 B ) #5845 VkDescriptorBufferInfo, 31
JBINF] VkDescriptorSet, #xJa 7E 3% GPU iy 4 BB , 8 B vkCmdBindDescriptorSets
48 E VkDescriptorSet B [ T A AR 4T .

1.4 #Ems st

3D R A A C R X M AETZE b (frame buffer)

A A5 WebGL BT, FoAir H i % vh &5 5 256 78 30 YE 25 51 1Y Canvas TG B,

Vulkan $2fit T —4~ VkFramebuffer AIMiZZ 4T 52, B SE L WebGL/OpenGL &
Z, BB Ml VkRenderPass S &A ¢, HIEX TAAM F . BRAEA R UL L 3238 (U 75
IR VkFramebuffer N H 4% ) VkImage 28 A K AE N Vulkan B )7 005 .

1.5 FEH LA

B A B A R S R 3D BT K ZR L R B GPU LHA IR S B . ASad iy
F GPU W& E a4 . Bl gl. Draw * (WebGL) fll vkCmdDraw * (Vulkan) <> 5 4 8 % (8]
B fph % GPU WK 21 i TAE , AT DI Ok 2 Kl i & B2 1 Bl Ab B 7

e« 11 -
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1.6 TensorFlow JS & #r N\ #r &

1 F A BRI SR 40T TensorFlow JS B9 TAE R,

TensorFlow JS & IR LA % > 844 ) TensorFlow B JavaScript SEFL , 8 K 4% Ff %
HUFNE = PR AT 55 . B S GPU B R 0% (28 o8 S 80 4 Jin ik

FHFT LA Tensor M R i A B . f A 09 8088 9 4 1F GPU W 83 A% 33 45 GPU,
GPU X 8 BB AT s 55 K 45 RS Nt i 8C 8, i T il i 8 2 /7 78 GPU B
I A, CPU 75 2 32 M1 82 E (gl readPixels) ¥ £0405 iy 1 20 %5 4 Tensor M., AARHE
e R0 HAth GPU 4 B RIUAS[E] A9 2 TensorFlow JS B9 B AR &8 T 118, Ir Ll TensorFlow
JS WA W 25 Wt th B — A HARRO o 0, Hoi A S AL I 1-6 iR .

i A B Hi Tensor 1
l.texSublmage2D - -
= g RO —
gl.drawElements iz S
i A B4 Tensor 2
gl.texSublmage2D

% 1-6  TensorFlow 1% A i H #5751

T A B F , NFE 35 5 1-11 s,
TEFEFHE 1-11 TensorFlow JS SEM Ky & P EIK e R

// %y ABUHE Tensor 1, @1 gl. texSubImage2D/gl. texImage2D |- %%} GPU

const xs = tf.tensor2d([-1,0,1,2,3,4,-1,0,1,2,3,4,-1,0,1,2,3,4,-1,0,1,
2,3,4,-1,0,1,2,3,4,-1,0,1, 2,3, 41,[36, 1]);

// % ABUE Tensor 2, [A]££i# i gl. texSubImage2D/gl. texImage2D | {£%45 GPU

const ys = tf.tensor2d([ -3, -1,1,3,5,7,-3, -1,1,3,5,7,-3, -1,1,3,5,7, -3,
-1,1,3,5,7,-3, -1,1,3,5,7,-3, -1, 1, 3,5, 7], [36, 11);

// BB AR, &R gl. Draw * , i )5 i i B oG O f AT TR 1k B A

const sum = ys.mul(xs);

// i3 gl. readPixels A >4 if it 9% wir B I 52 1Y 0 B 4 2R

sum. print();

1.7 Vulkan & & N #r &

T A AR F T T GL R Vulkan B 225, A4 Vulkan — 88 F 5 A
fan A 4 . Vialkan 7R 4 5 A S OG0 IR s L 7 8O X G 2 AMe g T R RS
R ARG, PG R E W TR T RO X G A F AR AR R A R x5 U ]
T AR Y I K 2 2 (0 FH IR e sl KA g S RN B A L T A AR JR X G A A 1 JHE SR i K
AL, BHE Vulkan #LE .  J X % (VkDescriptorSetLayout) i T 4 i ¥ 7K £ {#F A
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VikBulfer 1 Vilmage S SURVERI T A5 1E30 5B 469 T 655 0 .00 BE 15 B
RIS 462 1Y VkVertexInputBindingDescription #1 VkVertexInputAttributeDescription ., ffi it
Push Constant ffi F 1% % 19 VkPushConstantRange #1 % 4 i 22 vp {8 A % &0 1
VkRenderPass # 4 1E i Jay X 4 .

AR A S A A, Vulkan 2240 1T =205 4y A BUHE X5 G DL SRR G 19 A5 ey )
G5 K WGz v G2 DL RAR SE A SR X 4 s GPU fis 2 A G X 42

1 WA RENREERAIHHRENR

i AN G B R AR A A B TS SO AR AR VTR R 51  MVP  BCHEEE . A G A1 Ry
X G T3 7K 2 Al 3 L0 G 1% O

(1) 38 iy A B8 1Y S8 PR AR 95 R . BF 4 VkDeviceMemory . VkBuffer, VkImage,
FF b i ARG IR . A2/ NI Bt » 7T DLl d VkBuffer {2 45 GPU, tn LI7F
fiZ %) std: :array, #8515 vkCmdPushConstants £ 47 GPU,

(2) WiRw ABIEN AR, B VkVertexInputBindingDescription, VkDescriptorSet
Layout, VkPushConstantRange H T 4ifi it 4 AKCHE 1940 Jas o BT A7 i A AT Jay AR OC B9 45 2L S #6
R A P AKX 4 VkPipeline Bifi. VkPipeline H i & I i A B0 191 5 15 B
BN R F BAS B L7 258 i vkCmdBindPipeline 465

2. WHMER N K RBEXNHETR

f 5 T G 2 ok A s T 2 b R K e i o A R T

(1) VkImage,VkFrameBuffer 55 F] T i 4G 1 1 2% v 19 52 B A7t 55 1

(2) VkRenderPass H THiR W%z b 1940 f . X BLA A R (5 B 48 2 AT Kl 72
2x{fi ] VkFrameBuffer 82675 5

3. GPU &5 £ H X BT & VkCommandBuffer

i A EICHE R G LA K AR DG Y A Jmy X 42 T2 o xel G DL RORE DG AR AT JR X B B
GPU 2 AT HE G A RS SR, Mg e X 2 M GPU 4 FZEALLT
I~
(D & A PR 4 % i 4. vkCmdBindVertexBuffers, vkCmdBindIndexBuffer,
vkCmdBindDescriptorSets,vkCmdPushConstants,

(2) Himig g E a2 vkCmdBeginRenderPass ., vkCmdEndRenderPass,

(3) WiKZk VkPipeline 45 74 : vkCmdBindPipeline; VkPipeline B i & iF A i
A B B A R L

GPU v & % # X % VkCommandBuffer # j¥ vkBeginCommandBuffer,
vkEndCommandBuffer 345 ¥ iy 2 B9 TF Uf fl4h

L35 i AR X G FURH DG A A Jay o 42 i 1 T2 e %S SRR G A A Jay X 42 5 D R 5 8
X G E fin 2 AU s U5 ) 7 2L 18 35k 141,
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1.8 GL #= Vulkan % & A2 A2 A

M CPU.GPU i {41 f i & . CPU f {4 F1 GPU MR #2241 . GPU MR £
LA R 2 GPU BB 24 $AT ek M Bz 174 T4 & o ds i 7 (B2 r 7 ax 2
GPU £, # M 55 T [ — 24 BT 5 (B vkCmdDraw * X — A~ 2 BT 5 .
GPU 7E [A]— I 2] 2 g Ab ¥ — A2 B oK L Bf L GPU B2 BT 551

FHXF T GL 2, Vulkan B2 &R AT 2 CPU 4R, A E GPU £
L. BTl CPU 24, 2467 IR BTG 24 CPU LR 78 kil 2 A2 BT 51 GPU
A, HE, W —B 20 GPU JiKZ L, HA — e EESEHAT. XEWRE GL #
Vulkan 7 GPU &4 1 P47 A B I A ARAS AR [A] & J2 BT 55 19 . ARG 2 CPU #47
GL H 45— 2 — DR %8 GPU fr 4 i HL st i iy 2 2 BT 55 12 38 4
WAL Tl — A2 . Vulkan W R & TR 2, Vulkan L2 AL R B SR 6] GPU 1
4>, Vulkan fiv 4 B $E58 AT DL 7E HAl A9 2 B2 AT .

FIE—ANY R A N DY AP ARG AR T As bR  MVP JE [ S0 43 03
Wit GL Al Vulkan 2,

X GL T - HBEAE — /> F P 2 A HL AT, e JRRE 2 I 388 A S5 ol 3 28 40 4 11 4 o]
A I RAZ Y GPUGE glDraw * ), GPU £& A8 1R JH] 1 41 42 4 AT 55 (9 7 L 124 4k
PRAF YR A 2 R A 1-7 i, R R E A H P R AR A GPU £ 7% L1 1y 4
SR B S BT F AT . o, F PR AE CPU L s 17, GPU i 7
GPU FizfT,

N i o
(o ) (w2 ) ey )| T s |
‘ gl.VertexAttrib*| | gl. VertexAttrib* gl.VertexAttrib* ‘ ‘ 241 ‘
gl.Uniform* gl.Uniform* gl.Uniform* | | :: ' 22152 !
‘ gl.texImage2D* gl.texImage2D* gl.texImage2D* ‘ ‘ . ‘
, o sEN |
- X - —
‘ gl.Bind* gl.Bind* gl.Bind* ‘
:L gl.Draw* gl.Draw* gl.Draw*

B 1-7 GL LRI« #RA L2 RZEmL)

X5 T Vulkan i 7 o AT Rh Ry 4> 0 1A B0 1 — 4> 4 P o Si il 0 A 1 223 il i 4 L B9 > A
Tt 2 1 A A 17 % 7E VkCommandBuffer B, 78 #2582 BT 45 (F1 GL R [,
Vulkan ) vkCmdDraw * Jf /1 57 #2282 FAT: 55, 25 AT 55 19 3 58 02 38 i HE A~ 2 A8 0
F3—A 4 & vkQueueSubmit 52 ) B B, 7] DL — KO 2 A4 AR S (A2 A4
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VkCommandBuffer) 23245 GPU & #2, GPU Zfe 4% B A P 24 WAL 55 a9 i+ , & /> 4k B
BAYIRNZEER A 1-8 Fros . EEEH B2 1 P LRI AT AT I, R et
LT HL IR A A ER R R N BB R UY AT . Hodh N AN P L RRTE CPU BB AT,
GPU & #7E GPU Liz17.

FH &R
vkCmdBindVertexBuffers
vkCmdBindIndexBuffer

vkCmdBindDescriptorSets

vkCmdDraw*
gl
: i PR L e
1 é‘ ) 1
’ vkCmdBindVertexBuffers | i GPULRE i
i vkCmdBindIndexBuffer i ‘ sl ‘
, . I g gz 1
k2 e -
‘ vkCmdBindDescriptorSets | ‘ : |
| vkCmdDraw* | X LN H
: P &N .
‘ vkCmdBindVertexBuffers ‘
i vkCmdBindIndexBuffer ‘
' wy ) '
‘ vkCmdBindDescriptorSets ‘
: vkCmdDraw* ‘

K 1-8  Vulkan [ERBIR(« BRI RZEmE)

£ 3%t OpenGL SZBLRI R . a0 2R CPU & BT AE R R b GPU £, Vulkan Z 482 1]
LEE TP RE . anfE 1-9 Frs .

OpenGL

Vulkan

CPU

GPU I:l‘>

GPU CPU| -+ |CPU

& 1-9  Vulkan 7] DL T4 GE
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T CPU 5 F BT E e GPU 45 (15 0 , Vulkan AT DAFEARTIAE , W& 1-10 Frw .

OpenGL

Vulkan

GPU :>

CPU GPU

CPU| --- |CPU

1-10  Vulkan A] DL AR Zh #E

1.9 RAT HFHF

KA~ B ) Vulkan JRACHS https://github. com/math3d/Vulkan/tree/projection

perspective, 42 #& T JF I 7 ] #2 /¥ https://github. com/SaschaWillems/Vulkan f& 2i ifij

k.

] LLiZ 477 Ubuntu A1 Windows #1355 ,
Vulkan J5 8% 1) 545 .
$ git clone https://github. com/math3d/Vulkan. git

$ git submodule init
$ git submodule update

Vulkan J5 5% A9 %% % Ubuntu 18. 04 .

$ cmake CMakeLists. txt
S make

Vulkan 5 i) 45 % Windows 10

S cmake — G "Visual Studio 15 2017 Win64"

i Visual Studio T3l H vulkanExamples. sln, 5t 7] DAZR ¥ T .
KPR FE WebGL JFEACHS, #8 H 4 F https://github. com/math3d/WebGL.,

WebGL P4 Al DLz 4776 B8 Web iRk 55 45 L

B GL(WebGL)MELLH Vulkan 42 O —— e 558 5k (B 2 9 3 098 A BUE & b

Bl &5 JE AR 2RO . BE —1 3D R TERZECE AT GL 8% Vulkan #A]
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DL Z 3 S e . i GL 80 Valkan Xt A B8 1 f R e & L 95 78 82 1105 1
ARZREMN, BEEME 1-2 P, NI A BER UL, T4 A K i i 20dis 19 3D 72
FF 3 B 07 A B T B 3D R P 9 BE B AL . AR XA O7 i R TR 204 S B G
TR ) B A 30 2 e i ) EL AR v B B4 R L

% 1-2 WebGL Vulkan ${#B#REZ O X Lk
S R A

s e e & 2 Valkan) sl i W 982

gl. createBuffer
WebGL gl. bindBuffer
gl. bufferData
Vertex/ vkCreateBuffer

Index vkAllocateMemory
Vulkan vkMapMemory
vkBindBufferMemory
vkUnmapMemory
WebGL gl. uniformMatrix4fv
vkCreateBuffer

vkAllocateMemory

gl. bindBuffer
gl. vertexAttribPointer

vkCmdBind VertexBuffers
vkCmdBindIndexBuffer

MVP #¥5 . . .
Vulkan vkMapMemory vkUpdateDescriptorSets vkCmdBindDescriptorSets

memcpy

vkUnmapMemory

gl. createTexture
WebGL gl. bindTexture
gl. texImage2D

gl. activeTexture

gl. bindTexture

vkCreatelmage
vkAllocateMemory
SO vkBindImageMemory
vkMapMemory ) . ) )
Vulkan vkUpdateDescriptorSets vkCmdBindDescriptorSets
memcpy
vkUnmapMemory

vkCreateSampler

vkCreatelmageView

AT WGBSR B — R i B B . SEBR L O T IR B AT A M R L A0 SE AR Vi
Y, SRR IR RO (BN RGP AT REAEFH T 2 &l T gl £ 0k, B
A A P i A R o BT

ARAELESHT 3D AR 3D JLAATAEAY, Jr & 43 B 45 58 i A B L &0 T A 4kE
14 R A 0 i L0 A . R B SRR AR ) Vialkan 1) PR AS T L (R Gn R4 # A
B B B T T R B SRR L A T XA A R AL BB
B R Valkan BHRBRED T, 4R, HIAR G4 Valkan 3 0, H 022 LA T
LA B i A T R W B E
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A 1.0.0 H10. 0 FEAS F5 #4112 7] — %

2.2 wmEWAKIEH

RGBT
It a Gy o) BB B R /D 5 s

la |=/a? + 7 <
i @ (LG y

MR a - b h.
a+b=|all|lb] cosb

SR I B e A b R AT e - b BRI e R D LK
B, A 2-1 i,

N a+b, WK 2-2 frn.,

) kL a —b L A0 2-3 FTR

TEATEPIA SARAR A R B 22 (8] fs v, vl LA SR B A 5 22 ) i 1) &, B A — B
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a

0

|a||b|cos O |

B 2-1 A & 2-2 N
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|
|
|
|
|
|
|

YA P P TR e AT b AR, MAE T a X b, XOREA T AT,
(1) a,b.aXb W5 ESFAFEN, 4FENWE 2-4 iR .a 10 KBS b 4517
B ,a Xb FE s,

-b b axb
B 2-3  Ja) Rk B 2-4 XA F M

(2) aXb WK ST L a,b 370947 Ui % i) T AR
axXb=lal|b|sinfn , B, 0FT a,b 7EFH FLAYIMA, H 6€[O°,180°]0

2.3 F kA A

i [ %24 % August Ferdinand Mobius $2 H 9 55 UK A8 b 78 35 AL 4% 52 T 4 FH A3k %
W TR AR TE S R L AR AR B 4 RE LB — S 4 R A bR ek K ﬁnﬁﬁﬁu:
bRz sy s 2 D FIFFIRABFR (2 sy sz yw) Z AT R UA R 2-1 AR,

—
IS o]
—_—

[

RS S\*t

AN 2-1 EHFRILLFREIFIRALER

B ow JF 0 IR, (2, y 2 w) B — 8w A0 BIIRME, (2. y 2,00 B —JE5F K
B AL FRATEE R X AN T0 95 08 1 a5k Zom EAA K/INRI Ty [a] (14 1) 42 (i 2 50 o7 B 9 R &, BT
PURT DATE 25 8] B P-4 s U T <o 295l v LU — > FF I AR BR R 7R AN ] 19 2

FFUR AL BR E11E B “homogeneous coordinates”, homogeneous F{ 2 S B & “ [a] — Ff
B ZEALEY 7 o R SOXT S U I A R U B A ) SR, I A e S R T S R A
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