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3 PpO3BUTKOM TEXHOJOTIA amapaTHOTO 3a0e3ledeHHS MEPCOHATBHUX
KOMII I0TEpiB Ta MOOUIEHHUX MTPUCTPOIB 30UIBILYIOTHCS TIOIUT Ha IIporpaMHe 3a0e3-
TIEYEHHS, sIKe MOTJIO O e(PeKTHBHO BUKOPHCTOBYBATH MOTYHOCTI Cy4acHUX rpadi-
yHHX aganTepiB. [IporpamyBanHs rpadiky 3aMIIA€THCS BITHOCHO HEBIIOMOIO (o-
PMOIO MPOrpaMyBaHHs, PO SAKY ICHY€E Majo JiTepaTypH, Xo4a MU i KOPUCTYEMOCH
MOXIIMBOCTAMHU TpadiuHUuX amanTepiB KOKeH JeHb. [lyke Mano cepesl iCHyr09ol Ji-
TepaTypH Ti€i, IO po3paxoBaHa camMe Ha Jofaeil O6e3 JocBiAy MporpaMyBaHHs Ipa-
¢iunux 3actocyHkiB [1]. OaHi€ero 3 HalMEHIT 3aI0KYMEHTOBAHUX 1 PO3MOBCIOKE-
HUX TEXHOJIOTIH [Tl CTBOPEHHs rpadivHuX MporpaMHKX 3acTocyHKiB € Metal, cTo-
pennii Apple y 2014 poui B sikocti ananora DirectX, Vulkan i OpenGL. ITpompie-
TapHICTb Ii€T TEXHONOTIT YCKIaHIOE 11 MOMMPEHHs cepe] pO3pOOHUKIB, MPOTE 10-
3BOJISIE PO3POOIISITH OLIBIN ONTUMI30BaHE Ta e(heKTHBHE MPOrpaMHe 3a0e3rnedeHHs,
1[0 BUKOPHUCTOBYE yCi anlapaTHI MOMKJIMBOCTI K AECKTOIHUX, TaK 1 MOOLIBHUX I1JIa-
ThopM, sIKi 11 TIATPUMYIOT.

Meroro gonoBiai € nodymoBa apxiTekrypu ¢peiiMBopka Juisi penaepinra 3D
CcIrieH Ha riathopMmax, 1o maTpuMyoTs Metal, 3 BUKOpUCTaHHSM CyYacHHX ITiIX0-
JIB.

B nmomoBiai HaBOAATBCS pe3yJIbTaTH MOPIBHSHb apXITEKTYPHUX pillleHb
po3po0IIOBaHOT apXITEKTYpH Ta ICHYIOUMX aHaJloriB. HaBesieHi gaHi NOKa3yoTh,
1o OGUIBIIICTE (peliMBOPKIB BUKOpHUCTOBYI0TH OpenGL, o mporpae Metal y mox-
JIUBOCTI CTBOPEHHSI apXITEKTYPH 3 MiHIMaJTbHUMH HAKJIQIHUMH BUTpaTaMu, abo B3a-
raji He MaroTh Bepcii mist miathopm Apple. Takox 3 THX, [0 MAalOTh BiAKPUTHIA
KO, KOJIeH (hpeiiMBOPK He BHKOPHCTOBYE Taki cydacHi migxoau, sk GPU-driven
rendering, 1o K03BOJIsE 3HAYHO 3HU3UTU HABAHTAXKEHHS Ha IIPOLIECOp | OTHOYACHO
3HU3UTHU 3aJI€XKHICTh rpadiyHOro aJanrtepa BiJl HbOTO y MPOIIECi peHAepiHTa Kaapy
[2]. B 3B's13Ky 3 1M uMHHOCTI HaOyBae motpeba y CTBOPEHHI TaKoro hpeiMBOpKY,
[0 BUKOPHCTOBYBAB OM Cy4acHI MiIXOAW IO CTBOPEHHS apXiTEKTypH Juisi rpadiy-
HUX MPOTPAMHUX 3aCTOCYHKIB, BHKOPHUCTOBYBaB cy4dacHu# rpadiuanii API ta miar-
puMyBaB K MOOLIBHI, TaK i IECKTOIHI TATPOPMH.
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