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An architecture has been developed for a shader-oriented, cross-platform
user interface library that integrates the CPU-GPU pipeline, the rendering system,
and the widget architecture. The generation of the visual output has been moved
to the shader pipeline, reducing the load on the CPU and the volume of data
exchange. The Render System includes a frontend, a command queue with sorting
and batching, resource management, a shader subsystem, backend abstraction,
and GPU-level execution. The library provides complex effects, adaptive scaling,
batch processing of Ul elements, and stable frame rates, demonstrating the
benefits of a GPU-first approach.

JlocnmikeHHsT  apXITeKTypu 010J110TeK KOPUCTYBAIbKOro 1HTEepdeicy
noka3yroTh nepeBakanns CPU-opieHTOBaHUX MiAXO/IB, € JIOTiKa iHTepdericy Ta
o0poOka rpadiku 34e01IbIIOT0 BUKOHYIOTHCS IEHTPAIBHUM IPOLIECOPOM 13
NOJAJBIIOK TEPEeNayero pe3ysibTaTiB A0 TIpadiyHOro KOHBEeEpa. Xoda Taka
MOJIeJIb THUIOBA /JIsi MPOTPaM 3arajbHOTO MPHU3HAYCHHS, BOHA OOMEXeHa y
CUCTEMaxX 13 BHCOKMMH BUMOTaMH 1O MPOJYKTUBHOCTI, MacIITaDOBAaHOCTI Ta
eHEproe()eKTUBHOCTI, OCOOJMBO Yy BOYIOBaHMX pIMIEHHAX. PO3BUTOK
nporpamoBanux GPU Ta melgepHux TEXHOJIOTIM J03BOJISIE TIEPEHECTH
dbopmyBaHHs iHTepdeicy Ha rpadidyHui Tporecop, 3a0e3Meuyroun CKIIaaHI
ebekTH, aJanTHBHE MAacIITa0yBaHHS Ta TaKeTHYy OOpoOKy O0e3 3Ha4HOro
HaBaHTaxeHHa Ha CPU.

[Tpukmamamu retained-mode cucrem, ne GPU Buctymae OCHOBHUM
BUKOHABYMM PECypcoM TIpH  30€peKeHHI JEpeBONMOJIOHOI  CTPYKTypHU
iHTepdeiicy, € scene graph y Qt Quick [1] Ta tree-based pipeline y Flutter [2], 13
YITKUM PO3JUICHHSIM €TariB moOyaoBu Ta penaepunry. Sk npukmnang GPU-first
MIJIXO0Y 3 SIBHUM TMPEJICTABICHHSM CIIEHH y BUTJIsAA1 ciucKy komaH[ (display list)
Ta TEPEHECeHHSIM KoMMo3uuii Ha cnemianizoBaHuii GPU-KoHBeep AOLUIBHO
posrisgatu apxitektypy Mozilla WebRender [3], mo aemMoHCTpy€e BiaXiJ Bij
CPU-pacrepu3aiiii Ha KOpUCTh KOMaHIHOT MOJIETi PEHICPUHTY.

Metoto poOOTH € CTBOpPEHHS 1 ToJajblla MpaKTHUYHA peasizaiis
apXITEKTYpHOI MOJENl IMeHePHO-OPIEHTOBAHOI 010JI0TEKH KOPUCTYBAIILKOTO
iHTepdeiicy 13 3abe3nmedeHHsIM KpOCIUIaTPOPMEHOCTI, 0 0a3yeThCs Ha
CTPYKTYPHOMY TIOAUII CHCTEMH Ha IUIAaTQOpPMOHE3aNIeKHE SAPO, PIBEHb
abCTpakIlii onepariitHoro cepeIoBHINa Ta MOIYJIb PEHICPUHTY, OPIEHTOBAaHUH Ha
BUKOPWCTAHHS MIEHEPIB.
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ANbTEpHATUBOIO MiJXO0/JaM, OpPIEHTOBAHMM Ha UEHTPAJIbHHUI Mpolecop
(CPU-first), Buctymae meiinepHo-opienropana (GPU-first) mozaens, y Mmexax
akoi (opMyBaHHS BI3yaJbHOTO BHIJISIAY BIIKETIB 1 KOMIIO3MINS CIEHU
3MIIACHIOIOTHCST 3aC00aMHU TIPOrpaMOBaHOro rpadiyHOTO KOHBEEpa, TOJI SIK Ha
CPU mnoknanatotbest nuiie (QyHKIID MIATOTOBKM KOMaHJ PEHACPUHTY Ta
oOmexxeHoro o0csry naHux. BomHowac mmpoke BrpoBamkeHHss GPU-first
HiAXOAY YCKJIAIHIOETHCA BIACYTHICTIO YITKO (hOpMaii3oBaHOi apXiTEKTypHu
0107i0TEeKH, 10 OJHOYACHO BH3Hadajga O CTPYKTYpY CHUCTEMHU DPEHICPUHTY
(uepru, maKeTyBaHHSA, YMPABIIHHSA pecypcaMu, MICHACpHY IMiJCUCTEMY) Ta
3a0e3nedyBajia KpocriaThOPMEHICTh 3aBISKH a0CTparyBaHHIO BiJl BIKOHHOTO
cepenoBuina, rpagiyHOr0 KOHTEKCTY W MEXaHI3MiB BBeJEHHS 0e3 HEoOX1aHOCTI
3MiH y SIAP1 CUCTEMHU.

Ha mincraBi aHamizy apxitektyp retained-mode iHTepdeliciB 13
BUKOpHucTaHHAM rpada cuenu B Qt Quick ta 6araTopiBHeBoi opranizaiii Flutter,
mo rmnependadae po3AUICHHS eTamiB  QopMyBaHHA iHTepdeiicy Ta ioro
pennepunry (widget/rendering/engine), BH3HAYEHO OCHOBHI BHMOTH JO
noOy0BHU 010710 TEKU:

- (hopmyBaHHs cTabUIBbHOI 1€papxiyHOi cTpyKTYpH Ul 13 4iTKO BUSHAUCHUMHU
eTarmaMyu KOMITIOHYBaHHS Ta CTBOPEHHSI pEHAEP-TIPEICTABICHHS;

- HasIBHICTh PEHJEPHUHIOBOI MiICUCTEMH, 1110 TpaHchopmye Ul-onuc y HaO1p
KOMaH/I 13 MATPUMKOIO COPTYBAHHS Ta MAKETHOT 0OPOOKH;

- peaiti3anisi MEXaHI3MIB KEpyBaHHs pecypcamu (TEKCTYpH, aTiiacu, Oydepn)
pa3oM 13 MIEHIEPHOIO MIJICUCTEMOIO, 1[0 BKIIIOYAE KEUTyBaHHS.

3 ypaxyBanHsaMm koHuenuii GPU-first, nonatkoBo (opMymt0eTbCcs BUMOra
3MeHIneHHs 3anexHocTi Bin CPU-pactepu3aiiii, ckopoueHHS OOMIHY JTaHUMH
Mk CPU 1 GPU ta ngocsrHeHHs mepen0adyBaHOi MPOAYKTHBHOCTI IMIJISXOM
NepeHECeHHsT KOMITO3UIIIi i €PEeKTIB y IPOrpaMOBaHU MICHISPHUI KOHBEED.

PennepunroBa cucrtema UI-010110T€KM CKIIAIAa€ThCS 3 B3a€EMOIIOB’ I3aHUX
MIJICUCTEM, 1[0 TIEPETBOPIOIOTH BHCOKOPIBHEBUI omuc iHTepdeincy vy
nociiioBHicTh GPU-omepariiiii 13 KOHTPOJIbOBAHMM YacoM Kajpy: (ppoHTEeH,
yepra komaHj (render queue), KepyBaHHSI pecypcamu, IIeiiepHa MiJICUCTEMA,
oekena-adcrpakiisi, GPU-piBeHb BUKOHAHHs. ['0JI0BHA 0COOMMBICTH HIEHEPHO-
OpPIEHTOBAHOTO MiAXOAYy TMOJISITa€ B TOMY, II0 0a30Bi ejleMeHTHU 1HTepdeicy
3aJ1al0ThCs SIK MMapaMEeTPU30BaHl MPUMITUBH, & HE MONMEPEIHBO PaCTEPU30BaHI
MOBepXHi. IX OOYMCIEHHS BHKOHYEThCS OE3MOCEPEHbO Yy BEPIIMHHUX Ta
bparMeHTHUX MIeHaepax 1 OXOIUII0E TeoMEeTpU4YHI (opMU (MPSIMOKYTHHUKH,
3a0KpYyTJIEHI KyTH, OOBOJIKHM), MPOLEAYpPHI 3alOBHEHHA (TPadi€eHTH), orneparii
KOMITO3HUINi (MacKyBaHHS, KIIIMIHT), MOCTOOPOOKY (pO3MHUTTS) Ta aHIMaIliiHi
nedopwmariii, mo He notpedyroTh CPU-pacTepu3ariii npu 3MiHi CTaHy.

VY cucremax i"Ttepdeiicy TekcT moTpedye BHCOKOI MacmTabOBaHOCTI Ta
sakocti 3rnamkyBanHs. EdextuBHuM  GPU-opieHTOBaHMM  pIillIEHHSM €
Bukopuctanua distance field mpencraBnenns raidiB, 1O  JO3BOJISIE
MacIITa0yBaHHs Ta YaCTKOB1 €(PEeKTH y IIeHepi 3 MiHIMAJIIbHUM OOCSATOM JaHHX.
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bibmoreka BiKeTIB pealizoBaHa sk retained-mode Mojenb, Ae 6a30BUI BIIKET
BHU3HAYA€ €IMHUM KOHTPAKT >KUTTEBOIO IUKIY: 30€epirae CTraH, IHTETPYeETbCS B
nepeBo (parent/children), kepye BIaCTHBOCTSIMHU 3 TOBIJOMJICHHSAM IPO 3MIHH,
iHBamaamiero (mark dirty) Ta 3a0esnedye BiIHOBJCHHS Y3TOJKEHOCTI uepes
poxoju layout 1 MATOTOBKU PEHACPHUHTY.

[IpakTiuna peamizaiis 1HTerpamii BHUMarae BHU3HAYCHHS MPaBUII
NIEPETBOPEHHS BHCOKOPIBHEBUX BiacTuBocTed BimkeTiB y GPU-mapamerpu:
KOKEH BIJDKET Mae Habip “peHpep-aTpuOyTiB” (reoMeTpis, TpaHcopmarris, KiIii,
CTWJIb, CTaH), SIKI MICIAs HOpMaii3alili yHakoOBYIOThCS y CTaHIAapTH30BaHi
CTpyKTypH Juis 1meinepis. [I{o6 miHiMiI3yBaTH 3aiiBi epepaxyHKH, 1HBAIIAIIIO
JOTIUTBHO po3/isaTH Ha layout-dirty i render-dirty, 1o 703B0OJISIE IEpEpaxOBYBaTH
JIUIIIE TEOMETPito a0 JIMIIIE BI3yallbHI TapaMeTpy 3a MoTpeOu. Amantep “BiIKeT
— draw commands” 3ab6e3reuye y3ropKeHUil MOpsIoK HakIaJdaHHs, BKJIAJICHI
KJIIIU Ta MATPUMKY OKPEMHUX PeHIEP-TIPOX0/iiB (€(heKTH, TEKCT) 6€3 MOpyIIEeHHS
THKATCYJIAIIT BIPKETIB 1 3aJICKHOCTI BiJl KOHKpeTHOTO Tpadiunoro API.

BucHoBKku. Po3pobieno apXITEKTypy I 1IepHO-OPIEHTOBAHO1
kpocrutargopmenoi 6i6mioreku Ul, 1o y3romkye TpU KIHOYOBI KOMIIOHEHTH:
CPU-GPU konBeep GopMyBaHHS KaJpy, CUCTEMY PEHAECPUHTY Ta apXiTEKTYypy
BIKETIB. Monens ycyBae oOmexkeHHs CPU-opi€eHTOBaHHMX MIAXOAIB —
HajummmkoBy CPU-pactepusanito ta Bucokuid tpapik CPU-GPU, 3a paxyHOK
nepeHeceHHs1 (POpMyBaHHS BI3yaJIbHOTO PE3yJIbTaTy Ha HICHJAEPHUN KOHBEEP 1
3BefeHHs posi CPU 10 miArOTOBKM BHOPSAJKOBAHOI YEprd KOMaH] Ta
MIHIMQJIBHUX HapaMmeTpiB peHaepunry. CdopmoBano y3aranbHeHy Render
Systemp Mozenb, [0 BKIOYa€ (QPOHTEHI [JIs CTBOPEHHS pPEHIEp-
MIPE/ICTABIICHHS, Yepry KOMaH]l 13 COPTYBaHHSAM 1 NAKETyBaHHSM, KEpyBaHHS
pecypcamu, IeHaepHy micucreMy, OekeHa-aOcTpakmiro rpadiunoro API Ta
GPU-piBeHb BUKOHAHHS 3 MIATPUMKOIO 0aratompoxigHOro peHaepuHry. Taka
CTPYKTypa JI03BOJISIE 3MEHIIMTH KUIbKICTh draw calls, MiHIMI3yBaTu
NepeMUKaHHs CTaHy Ta CTAOLII3yBaTH Yac KaApy 3aBsIKM OaTYMHTY Ta yHi(]ikarii
‘“MarepialiiB’ BiJIKETIB.
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