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PEHJIEPUHI B TEXHOJOTUAX JOMOJHEHHOM PEAJIBHOCTH
HA MOBWJIBHBIX IIVIAT®OPMAX C UCIIOJIB30BAHUEM VUFORIA
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3a moceHNe HECKONIBKO JIET AOTOMHEHHAs peabHOCTh (AR) cTana Bce Gonee pacpoCTpaHEHHOW TEXHOIO-
ruei noTpeduTenbekoro ypoBHs. OCHOBHOMW ABIDKYIIEH CHIIOH Pa3BUTHS IOMOIHEHHOH peabHOCTH ObLIa 9BOJIIO-
LY MOOWITBHBIX U IOPTATHBHBIX YCTPOKCTB U alITOPHTMOB KOMITBIOTEPHOTO 3peHus. HecMoTps Ha TO, 4TO CHCTEMBI
JIOTIOJTHCHHOHN PEaIbHOCTH HE CIUIIKOM (JOKYCHUPYIOTCS Ha BH3YalbHBIX ((eKTax, YBEIHICHHE PCalTbHOCTH BO3-
MOXKHO TOJBKO C IOMOIBIO JIOTONHUTEIBHON rpaduky. DTO AeNaeT PEHJICPHHT €Il OJHUM Ba)KHBIM acIeKTOM
JIOTIOJTHEHHOU peanbHOCTH. Llens TaHHOM craThy — JaTh Oojee yrTyOlIeHHOE IIOHMMAaHHe IIpolecca BU3yaln3ain
KOHTEHTA B MIPHIOKCHUAX C TEXHOIOTHIMHE JIOTIONHEHHON pealbHOCTU. B JaHHOM paboTe ONMCcaHbl pasInyms MeK-
Jly TPOTrPaMMHBIM U allapaTHBIM PEHICPHHIOM, a TaKXKe MPOM3BEICHO CPABHEHUE aIapaTHOTO U IPOrPaAMMHOT0
pEHJIepHHTa 10 BpeMEeHH BU3yaJIN3al[Hi KOHTEHTa. PacCMOTpeHbI CyIecTBYIONHE PEIeH s Ul Busyanu3anuu 2D
u 3D rpaduku, Takue kak OpenGL, OpenGL ES, taxxe paccmorpen xonseitep Busyanuzanmu OpenGL 2.0. Pac-
CMOTPEHBI TaKHe LIATH, KaK BEPIIMHHbIN LIeiiaep U NUKCeNbHbIN meiiaep (hparMenTHsIil weiinep). Jano noHuma-
HHE TOT0, Kak HIMEHHO IIPOUCXOAUT 00paboTKa H300pakeHHs! ¢ KaMephl JUIs pacliO3HaBaHUs MapKepa U PeHIepUHTa
00BbeKTa OTHOCHTEIBHO KaMephl 1 JAHHOTO MapKepa.

KutioueBble cj10Ba: 10MOJTHEHHAS peaibHOCTD, 0COOEHHOCTH Mapkepa, oTC/Ie’KUBaAaHUuEe MapKepa, peH1ePUuHI, Vuforia,
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RENDERING IN AUGMENTED REALITY TECHNOLOGIES
ON MOBILE PLATFORMS USING VUFORIA
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Bauman Moscow State Technical University, branch, Kaluga, e-mail: maslow.tema@yandex.ru

Over the past few years, augmented reality (AR) has become an increasingly common consumer-level
technology. The main driving forces behind the development of augmented reality were the evolution of mobile
and portable devices and computer vision algorithms. Although augmented reality systems don’t focus too much on
visual effects, the only way to increase reality is to use additional graphics. This makes rendering another important
aspect of augmented reality. The purpose of this article is to provide a more in-depth understanding of the content
visualization process in applications with augmented reality technologies. This paper describes the differences
between software and hardware rendering, and compares hardware and software rendering in terms of content
rendering time. Existing solutions for rendering 2D and 3D graphics such as OpenGL, OpenGL ES are considered,
as well as The OpenGL 2.0 visualization pipeline.steps such as vertex Shader and pixel Shader (fragment Shader)
are Considered. It gives an understanding of how the camera image is processed to recognize the marker and render

the object relative to the camera and this marker.

Keywords: augmented reality, marker features, tracking marker, rendering, Vuforia, OpenGL, OpenGL ES

HccnenoBateny KOMIbIOTEpHOW Tpaduku
B OCHOBHOM HMMEIOT J€JI0 C HU3KOYPOBHEBBI-
MH TpadudeckuMu OHWOIMOTCKAMHU, TAKUMH
kak OpenGL. CymectByromue BCTpOSHHBIE
3D-rpaduyeckue OUOIMOTEKH HA MOOMIIBHBIX
mwiatgopmax, Takux kak Android Graphics,
OOBIYHO HE MOTYT COOTBETCTBOBaTH TpPeOO-
BaHMSAM CHCTEM JOIOJIHEHHOM peaJlbHOCTH.
OpenGL ES wu Direct3D mobile cramu Hesa-
MEHUMBIMU 151 3D-puokeHuit Ha MOOHMITB-
HbIX Tardopmax (Android, i0OS u Windows
Mobile coorBercTBeHHO). Ha nansbIid MO-
MEHT OHH SIBIISIIOTCSI €AMHCTBEHHBIMHU 3 peK-
TUBHBIMM HHM3KOYPOBHEBBIMU TpadUuecKu-
MU OMOIMOTEeKaMHu.

Eme omHum pemieHneM Ui peHICPHH-
ra Ha MOOWIJILHOM yCTPOMCTBE sIBJISIETCS ya-
JneHHbld penaepuHr. Ilpu ynaneHHOM peH-
JICpUHTE CEpPBEP C BBIYMCIUTEIBHO BBICOKOM
MOIIHOCTBIO BBIMOJHACT 3a/ady TIeHEpaLuu

M300pakeHUs] W OTHPABISET OKOHYATEIb-
HYI0 MOJENb Ha MOOWJIBHOE YCTpOHCTBO [1].
bruta nmpejioxkeHna cucrema, B KOTOpOH Kiia-
crep IIK cmocoben oOpabareiBaTh CeaHCHI
yIaJIEHHOW BH3yalM3allid Ha OCHOBE IOTO-
koBoil mepenaun MPEG-Buzmeo co CloXKHBI-
Mu 3D-monensmu. [lpeanokenHas cTpykTypa
MO3BOJIMJIA MOOWIIBHBIM YCTPOHCTBAM, TaKUM
KaK CMapT(OHBI, BH3YyaJIH3HPOBATH OOBEKTHI,
COCTOSIIIINE U3 MIJIJTHOHOB TEKCTYPHUPOBAHHBIX
TIOJIUTOHOB Ha CTOPOHE CepBepa M MYJbTHMe-
JIUMHBIX BO3MOYXKHOCTEW Ha CTOPOHE KJIMEHTA,
npearnoarasi o4eHb OBICTPOE CETEBOE COEAU-
HEHUE. DJTO, KOHEYHO, HE OYEHb NPAKTUUYHO
B YCJIOBUSIX HU3KOTO KauyecTBa cBs3u. [losTomy
JaHHast cTaThsl (POKyCcHpyeTCsl Ha OPUTHHAIb-
HOM BU3yaJIU3aLlUU.

Lenp wuccnenoBaHus: gath Oonee yriy-
OJIeHHOE MMOHMMAaHKE MPOoLecca BU3yaIn3aliuu
KOHTEHTA B HIPWIOXKEHUSAX C TEXHOJIOTHSIMU
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JIONOJIHEHHOW peanbHOCTH. [lokazaTe pasnu-
Yyye MPOrpaMMHOIO U allapaTHOIO PeHIEPUH-
ra KOHTEHTa. PaccMOTpeThb CyIecTBYIOIUE
pemenus Juis Busyanusanuu 2D u 3D rpadu-
ku, Takue kak OpenGL u OpenGL ES. Paccmo-
TpeTh KoHBelep Buzyanusanuu B OpenGL 2.0.
OmnpenennTh, KaK UMEHHO MPOUCXOAUT 00pa-
00TKa M300pakeHHsI C KaMephl AJIsl pacio3Ha-
BaHMsI MapKepa U peHAepHHra o0beKTa OTHO-
CHUTEJIBHO KaMephl U JaHHOTO MapKepa.

Memoow uccrnedosanus.
Tpoepammuvlii penoepune
6 CpasHeHuU ¢ annapamubi;M peHOEePUHSOM

Penpepunr oTHOCUTCA K MpolEcCy CO3-
JaHWsl aBTOMAaTH3MPOBAHHBIX H300paKeHUH
C TIOMOIIBI0 KOMIIBIOTEPHBIX MpOorpamM [2].
OTO MOXET OBITh BBIIOJHEHO C MOMOLIbIO
annapaTHOro0 WM IPOTrPaMMHOIO pPEHAEPUH-
ra. Penmepunr nporpamMMHOrO oOecriedeHust
OCYILIECTBIISICTCS MCKIIIOUUTENIBHO € TIOMO-
LIbI0 KOMITBIOTEPHOTO KOJIa I MPUIOKEHHH.
AnmnaparHblii peHICPUHT BBINOIHIECTCS C TO-
MOIIBIO KOMITBIOTEPHOT'O YHUIA, KOTOPbIH BO3-
BpamaeT M300pakeHHsT HEMOCPEACTBCHHO
Ha JKpaH.

[IporpamMmHBIi peHJepHHT 00padaThiBa-
eTcsi 6e3 momMouM Kakoro-imbo odopynosa-
HUS ¥ BBINOJHSIETCS B IPOLIECCope, B TO Bpe-
Ms KaK anmnapaTHbId PeHAEPUHI ONMUPAETCS
Ha rtpadmueckuir Omox (GPU). Ilporpam-
MHBIH PEHJCPUHT MEJJICHHEE anmnapaTrHoTo
(puc. 1), mockonbky GPU — 3T0 cnenmanu-
3UpOBaHHAsl BBIYUCIHUTENbHAS apXUTEKTYpa,
paspaboTaHHasg ¢ HYJIS C y4€TOM pEHACPUH-
ra, ¥ OHa MOXeT 00pabarbiBaTh OOJIBIINE
OJIOKM [aHHBIX MApaJyIeNbHO, YTO MMEET
peniaromiee 3Ha4eHHE ISl aJlfOPUTMOB, HC-
MOJIb3YEMBIX B KOMIIBIOTEpHOH Tpaduke.
B wmpeane mporpamMmHBIE alTOPUTMBI pEH-
JEpUHTa JOJUKHBI OBITH IEepeBeeHBl HEIo-
CPEICTBEHHO Ha ammaparHoe oOecredeHue.
OpHAaKoO 3TO HEBO3MOXHO, IOCKOJIBKY al-
[IapaTHBIM M NPOrpaMMHBIIA PEHJIECPUHI MC-
MOJIL3YIOT JIBa COBEPUICHHO Pa3HBIX MOIXO-
na. bonee monpoOHO:

— [IporpammHOe oOecricueHUE PEHIICPHH-
ra copepxkut 3D cueHy, noaieKailyo peHjae-
PUHTY, WJIH HEKOTOPBhIE COOTBETCTBYIOIIHE €€
pa3aernsl B TaMSITH U TUCKPETU3UPYIOT €€ MHK-
cenb 3a mukceneM. [pyrumu criioBamH, crieHa
CTaTU4YHA U BCET/a IPUCYTCTBYET, HO BU3YaJIU-
3aTOp UMEET JIEJIO C OIHUM ITUKCEIIeM 32 pas.

— AnmapaTHbI peHACPUHT paboTaeT Ha-
o0opot. Bce muKcenu NpUCYTCTBYIOT IMOCTO-
STHHO, HO PEH/ICPUHT BUAWT CIEHY IO OHO-
My TPEYTONIBHUKY 3a pa3, 3arpykas KaabIid
u3 HUX B Oydep kaapoB. AnmaparHoe odecrie-
YeHUE HE UMEET MOHITHS O APYTHX 00BEKTaX,
TOJIBKO OZMH TPEYTOJIbHUK U3BECTEH B ONpe/ie-
JICHHOE BPEMsl.

Hauwnnas ¢ Android 3.0 (yposens API 11),
KoHBelep peraepunra Android mogmepxuBacT
anrnapaTHoe yCKOpeHue. ITo 03HaYaeT, 4To BCE
OTepaluyl PUCOBAHUS, BHIMONHSIEMbIC Ha XOJI-
CTe, HUCHONB3YIOT TpaduyecKuil Mmpoueccop.
N3-3a yBenuueHust TpeOyeMbIX pecypcoB IpH-
JIOKEHUS C BKIIOUEHHBIM aIllapaTHBIM YCKOpe-
HUEM TIOTPEOIIIOT OOJIBITIE TTAMSITH.

IIpu HU3KOYpPOBHEBOM PEHJIEPUHIE pa3pa-
OOTUMK MMEET MOJTHBIH KOHTPOJIb HaJl Tpoliec-
coM. OOBEKTHI ONpPENesIFOTCS Kak Habop Bep-
IIMH U IEPEPUCOBBIBAIOTCS HA KAXJIOM KaJIpe.
Kakoif Ob1 HH ObLTa CHCTEMa BH3yallM3allvHy,
3TOT TIOAXOJ SBJSETCS CaMbIM HHU3KHM YpPOB-
Hem. OpenGL u Direct3D Mobile siBasitoTcst
HanOoJjee MIMPOKO HCIIOIb3YEeMBIMH HHU3KOY-
POBHEBBIMH TpapUYEeCKUMHU OHOINOTEKaMH.
Direct3D Mobile moctynen ToabKo sl muiat-
¢dopmsr Windows Mobile.

C momomreto OpenGL MoxHO co3maBaTh
2D u 3D rpaduky ¢ moMoInsko rpaduueckoro
nporeccopa. OpenGL ucnons3yeT Tak Ha3bl-
BaeMbli rpaduueckuii KoHBelep, TOKa3aHHbIH
Ha pHC. 2, IS peoOpa3oBaHus MPUMUTHBOB
(Touek, MUHUK W T.Ja.) B mukceau. OCHOBHAS
uzes, e)kamas B OCHOBE KOHBeilepa, 3aKIro-
yaercsi B ciefyromnieM. CHavdana BBOAUTCS P
BEpLIMH CJIeBa, 3arpykas UX B KOHBelep. 3a-
TEM BBINIONHACTCS HECKOJIBKO IMPOMEXYTOU-
HBIX IIaroB. B KOHIle KOHBelepa MbI MOTyda-
eM JKeaeMoe M300paKeHue.

Anmapatabeni | [Iporpammubi
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Puc. 1. Cpasnenue npoepammnozo (ciesa) u annapamuozo (cnpasa) penoepunea na Android
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Puc. 2. Kongeiiep pendepunea OpenGL 2.0

BepmuHHbIM  mieiinep M MUKCEIbHBIN
meiiep — 3T0 eIUHCTBEHHbIE 1Iary, KOTOpble
pa3paboOTUYUK  MOXKET  3alporpaMMHpOBaTh
B KoHBeliepe. OcTanbHble IIaru B KOHBeHe-
pe BbINONHSIOTCA aBToMaruuecku. [ledaepnt
B OCHOBHOM II€peJaroT JaHHBIE Ha Tpadude-
CKHH TPOLIeCcCop U COOOIIAI0T eMy, KaKne BbI-
YHCIICHUS OYIyT BBITIOTHSATBCS.

OpenGL ES (OpenGL 151 BcTpauBaeMbIxX
cucteMm) — 310 noamMHoxkecTtBo OpenGL. He-
CMOTpS Ha TO, YTO OH TpejaraeT OOJBIIYIO
gacTh ¢yHKIuoHambHOCTH OpenGL, oH OBIT
paspaboTaH Il TOJACPKKH BCTPOEHHBIX
CUCTEM, TaKUX KakK CMapTQOHBI, TUIAHIIETHI,
KIIK 1 urpoBbie npucTaBKH, IOITOMY OH 00-
Jiee JIETKWH, 4eM ero IMpeamecTBeHHuK. Ha-
pumep, Kaxaas GpyHKIHs, KOTOPYIO OH TIpe-
JIOCTaBISIET, MOJKET OBITh HEMOCPEICTBEHHO
corocTapiieHa ¢ 0a30BOH peanu3anuei. ITo
yopomiaer pa3paboTKy japaiiBepa U yMEHb-
maeT pasmep koxa JpaiiBepa [3]. Kpome
TOro, Hekoropble wu30bTouHOCTH OpenGL
OBLITN yZIaJeHBI.

CymiecTByeT MIUPOKHA CHEKTp Tpadu-
YeCKUX OMONMMOTEK 00Jice BBICOKOIO YPOB-
Hs, paborarommx moBepx OpenGL ES, rta-
kux kak 1ibGDX28, xoTopwlidi sBuseTCs
OYCeHb TIOMYISIPHBIM M COBPEMEHHBIM KpPOCC-
IaTpOPMEHHBIM TpadudeckuM GperMBOp-
koM Java, m AndEngine, KOoTOpbIii SBISETCS
HIMPOKUM 2D MTPOBBIM JIBHKKOM.

BepmuHHbIN 1I€Hep: BEPIIMHHBINA MIEH-
Jep 3alyCcKaeTcsi Ha KaXIOW BEpIIMHE, MOJI-
JeKaIle peHIEpUHTY, TO €CTh €CJIH MBI PEH-
JIEpUM CIIPaMT, COoAep KAl TOJBKO YEThIpEe
BEpITMHBI, TO BEPIIMHHBIN mieinaep Oyaer 3a-
MYIICH YeThIpe pa3a, YToObl BHIYUCIHUTD I[BET
U JApyrue arpuOyThl AJsl Ka)KIOW BEpIIMHEI
B CIIpaiTe.

OparmMeHTHBIA TIEWAEp: (hparMeHTHBIH
meiep 3amyckaeTcsl Ha KaKIOM ITHKCele
9KpaHa, YTO O3HAYaeT, YTO €CIH MBI peHjIe-
UM TIOJIHBIN 9KPaH C BHICOKUM pa3pelieHreM
Ha Tenedone Android, To 3TOT mieiinep OymeT
BbI3BaH 1920x1080 pas.

OTH 1eiepbl He MOTYT CYIIECTBOBATh
MOOJMHOYKE, UX HYKHO BBI3BIBATH BMECTE.
OHu BMecTe 00pasywT mnporpamMmmy. Bo-
MepBBIX, BEPUIMHHBIA WICHAEp OmpenenseT
aTpuOyTHI JUIS KaKJIOW BEPIIMHBI Ha JKpa-
He. 3aTeM BC€ NMHUKCEIH AeNATCS Ha IO-
MHOXKECTBO IHKCEJIeH, KOTOpPbIE BBIMOIHSI-
I0TCSI C TIOMOUIBIO (parMeHTHOTO LIieiaepa.
Haxonen, mony4yeHHbIE TUKCEIH PHUCYIOTCS
Ha dKpaHe.

ITockombky MBI paboTaeM Ha mIaTdop-
Me Android, HaM HY)XeH HHTepderic MEeKIy
OpenGL ES wu 06a3o0Boif OKOHHOW CHCTe-
Moii pomgHoii mnardopmel Android. EGL
(Embedded System Graphics Library) nena-
et 7To 3a Hac. OH oOpabarbiBaeT ympabie-
HUE TpapuIecKUM KOHTEKCTOM, MPHUBSI3KH
MMOBEPXHOCTH ® Oydepa, CHHXPOHHU3AIHIIO
peHyeprHra M 00ecreunBaeT «BBICOKOIPO-
U3BOJUTEIIbHBINA, YCKOPEHHBIM, CMELIaHHBII
pexum 2D u 3D penaepunra.

Teneps, mepen MOCIETHAM IaroM, KOTO-
pBIif ABIAETCS (PAKTUYECKUM PEHAEPUHTOM
Hameil Mojend, HaM HYXHO HWHHUIHAIH3U-
poBaTh mporecc peHuepunra. Jlocturaercs
9TO MyTEeM CO3/aHusi 00BEKTa MOJENU, WHU-
UATU3UPYys. HE0OXOoIUMbIe 00pabOTYUKHU
C TIOMOIIBIO MPOTPAMMBI, KOTOPYIO CO37[aeM
u3 menaepoB. Dt o0padoTunku OymyT uc-
MOJIB30BAThCA B pPEaJbHOM pEHIIEPUHTE, KO-
TOpBI BBI3BIBACTCSl Ha KaXAOM Kajpe. Pea-
JUCTUYHOE YBEJIWYCHHE TPEXMEPHOH Cpeabl
MOXET OBITh JOCTUTHYTO TOJBKO B TOM CIYy-
yae, €CIu 00BEKThI HETPEPHIBHO BH3YaTU3U-
PYIOTCS B COOTBETCTBHH C WX HAa3HAYCHHBIM
MECTOTIOJIOKEHHEM B TPEXMEPHOM TIPOCTPaH-
CTBE M TOYKOH 3PCHUS KaMepBhI.

Pe3yabTaThl nccie10BaHus
U UX 00Cy:KIeHne

IIpaBuibHast cucrteMa JIOTMOJHEHHOW pe-
aNnbHOCTHU TpeOyeT 3aJaHus Tpex npeodpazona-
HUM, KOTOPBIE CBSA3BIBAIOT CUCTEMbI KOOPIMHAT
BUPTYaJIbHBIX 00BEKTOB, OKPY’KAIOIIYIO CPELY,
KaMepy | CO3/1aBaeMoe €10 N300pakeHue.
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Correspondences

C:f>L
C:f;>L,
Cs & fa > Ly

G:fa>L

Puc. 4. Ilpoyecc susyaruzayuu

ModelViewProjection — ato Marpuua 4x4,
cofiepiKalas 1mo3y OTCIEKHBAEMOTO Pe3ylib-
tara. JJis KaXmIoro OTCIIEKHUBAEMOTO O0b-
eKTa, OOHApYKEHHOTO ¥ OTCJICKHBAEMOTO
Vuforia, SDK npemocrapnsier Ham 1o3y OT-
CIIe)KMBAEMOTO O0BEKTa; 1032 MPEACTaBISCT
c000if KOMOWHAIMIO TIOJIOKEHUS W OPHEHTa-
UM OTCIICKUBACMOTO JIOKAIBHOTO OIMOPHO-
ro KaJpa OTHOCHTENbHO 3D-omopHoro kajpa
kaMmepsl [4]. MBI MOXXEM H3BICYb 3Ty TO3Y
¢ mnomoiiplo ¢yHknun getpos. Ilo3a mo-
JKEeT OBITh ONUCaHa C IOMOIIBID BpaIICHUS
(marpuma 3x3) uw mepemenieHus (Marpuiia
WIK BEeKTOp 1x3), KOTOpble NEPEHOCIT 00b-
eKT U3 OMOPHOM IMO03bl B HAOIIOIACMYIO TI03Y
B TPEXMEPHOM TPOCTPAHCTRBE.

Marpuua BpaieHus OnpeaessieT OpueHTa-
LUI0 KaMepbl U, CIE0BaTeNbHO, TO, KaK IeJb
[MOBOPAYMBACTCS OTHOCHUTEILHO TIUIOCKOCTH
Kamepbl. [lepeBoj MaTpHilbl OMHCHIBACT HC-
TOYHHUK KaMepbl. OTO TIOJIOKECHUE KaMepbl
B BUPTYaJbHOM TPEXMEpHOM Mupe. VcTouHnK
cooONIaeT, I/Ie HAXOAMUTCS LeNb U KaK BUIHO
uens ¢ kamepsl. Hanpumep, 3nagenue <0,0,0>
O3HAYaET, YTO Kamepa | 1eJIb HAXO/SITCS B Of-
HOM U TOM JK€ IT0JI0’KeHHuH, a 3HadeHnue <0,0,5>
03HAYAET, YTO 1IeTTh HAXOJUTCS HA PACCTOSTHUH
5 enuHMIL B HANIPABJICHUH 0030pa KaMephl.

Ota marpula Mo3bl OINpeeNseT, Ie Ha-
XOIIUTCSL 1eJIb IO OTHOIICHUID K Kamepe,
U TIO3BOJISICT CHUCTEME BH3yalu3upoBath AR-
KOHTeHT. OJIHAKO MaTpHIla MO3bl HE TOBOPHT,
KakK KaMepa pacroioKeHa OTHOCUTEILHO Map-
kepa i nenu. Ecim 3To HeoOxommumo, To Ma-
TPHIIA 1103 JIOJKHA OBbITH HHBEPTHPOBAHA.

[Tocie BRIOMTHEHUSI BCEX OTEpaIii MbI IO~
JTydaeM CIEAYIOUMIA pe3ysbTar, IpeCTaBICH-
HBIH Ha puc. 5. Vuforia pacno3naér ¢ momo-
IIBI0 KOMIBIOTEPHOTO 3PEHUS 3arpy>KeHHBIN
MapKEep U BBIBOAUT OHpe)leJIeHHI)II;'I KOHTCHT
MOBEPX paclo3HaHHOIro Mapkepa [5, 6].

Puc. 5. Pe3ynemam pacno3nasanus mapkepa
U 861600 U300PAdICEHUSL NOBEPX MAPKEPA

3aKkjIoueHue

B crarbe OblIM pacCMOTPEHBI CYIECTBY-
IOLIME PEUICHHUs ISl PEHICPUHTa B CHUCTEME
JIOTIOJTHEHHOH pPealbHOCTH, MOKa3aHbl HU3KO-
YpOBHEBBIE OMOMMOTEKN TpaduuecKoro peH-
JEpUHTa U MPOBEICHO CPAaBHEHHE MPOIPaMM-
HOTO M AanIapaTHOTO pEHJEpUHra. 3areMm
ObUIM TIPEACTaBIEHBl HEKOTOpble (yHKINH
OpenGL, xoTopble MOTYT OBITH HCIIOJIB30-
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BaHBI ISl PEHACPUHTa MOJEINICH, CBSI3aHHBIX
¢ AR, u ykazanu, uro OpenGL ES 2.0 gocra-
TOYHO ISl Y/AOBJIETBOPEHUS MOTpeOHOCTEH
JOTIOTHEHHOW PEaJIbHOCTH Ha MOOMIBHBIX
ycTpoiicTBax. bbljla moka3zaHa TecHasi CBS3b
MEXIy OTCICKHUBAHHEM TIO3bI W TIPOIIEC-
COM PEHACPHHTA.
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