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The purpose of this work is to make the optimal choice between the OpenGL
and Vulkan APIs depending on the needs of developers to obtain the required
performance characteristics based on the implementation of similar optimization
methods in both APIs. The methods of graphic modeling, their implementation
and methods of reproduction, various approaches to the optimization of graphic
modeling for certain methods of visualization and processing of graphic objects
are considered. Techniques such as using shaders, optimizing textures and buffers
have been thoroughly reviewed and compared in terms of performance and how
they are implemented in the OpenGL and Vulkan APIs.

Jnst mopenmoBaHHS Oyab-siIKOT TpadiyHOi CLHEHH NOTPIOHO TOTYXKHE
rpadiuHe oOmanHaHHs, a TakoK APl nis ii po3podku. Came BUOiIp OCTAaHHBOTO
Ta MiAX1J 0 HOro BUKOPHUCTAHHS I'pa€ BUPIIAIbLHY POJIb Y BIATBOPEHHI Tpadiku
3a JIONOMOTror TpadigyHoro obsanHaHHs. | BiAMOBIzae 3a 1e came pPO3POOHUK
IIPOTpaMH, B SIKOi BiH XOU€ BUKOPUCTATH CBOI BMIHHSI po3po0oBaT rpadiky.

Ha croromni € 6e3niu iHTepdeiiciB mporpamyBaHHs 3acTocyHKiB (API) 3a
JIOTIOMOT'OI0 JIJIsl MOJIeNItOBaHHS TpadiuHux momened un 00’ ekTiB. Benuka ponb
BIJIBOJTUTHLCSL caMe PO3pOOHUKY, 00 BiH MHUIlIE KO, peati3ye JIOTIKy B Iporpami
Ta ONTHUMI3YE 1 TEBHUMH PYHKIIIMHA a00 CIOcoOH, siKi mpornonye oopanuit API.
Arne sgKmO iHMMKA 1HTEpQEiC NPOMOHYE CXOXHUH (PYHKIIOHAT, aje IHIIY
peainizanito, TO OJHE 1 TEX MOJEIIOBaHHS TaKOi CaMOi CLEHU MOXKE JIaTH PI3HY
CTaTUCTUKY MPO PEHACPUHT CIIEHH, TOOTO IIBHIKICTH MOJETIOBAHHS OJIHOTO
KaJIpy B CEKYH]y, 3alHATICTh BiJi€onamM ATi TOLIO.

TakuM 4MHOM, MpaBWIBHUM pilleHHSAM € oOpatu Takuil API, skuii nae
HalOUIbIly MPOAYKTUBHICTh. A€ g JOCATHEHHS Li€i METH MOTPIOHO
JOKJIACTH HeaOusKi 3ycuiuisi, 00 Taki iHTepderc MOACITIOBAaHHS KOMIT FOTEPHOI
rpadgiku Xo4 1 JalTh OLIbIIEe MPOAYKTUBHOCTI, BOHH TOTPEeOYIOTh BiA
pO3poOHUKA OUIBIIOrO PO3YMIHHS Ta JOCBIAYy B po3poOIll pyImiiB 3
BUKOPUCTAaHHSAM TEBHOrO rpadiyHoro inrepderncy depes Te, 10 BOHH CTalOTh
O1IBII HU3bKOPiBHEBUMU [ 1].

A uu BapTto o0Mpatu BakKuW nnsi po3yminHs APl mns monemtoBaHHS
HEBEJTUKUX CIIEH 200 KOJIM MPOCTO BiITBOPIOETHCS 3BUYANHE BIKHO 3 KHOITKaMU?
[le nmuTaHHA JIEXKUTH Ha IJIe4ax po3poOHUKa(iB), OO TIIBKM BOHM BU3HAYAIOTh,
9y MOTpiOHA A BJIACHOTO MNPOEKTY BHCOKA ONTHMI3allis, 4Yd dYepe3 HOro
HEBEJIMKE HAaBaHTAXXEHHSI HEOOXI1JTHICTh Y Hiil 3HUKAE.
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Onnumu 13 Takux npukiaai € iHrepdeiicu OpenGL ta Vulkan, nepmmii 3
SKUX BXKE MOCTYNAEThCS APYrOMY B KUIBKOCTI MOKJIMBOCTEH Ta (PYHKIIOHAIY,
KU MOXHA BUKOPHUCTATH IJisi po3poOku rpadidyHuX 00’€KTiB. MOXINBO, 11€
nificHo Tak, 60 po3poOHuku API Vulkan, y meBHOMYy po3yMmiHHI, XOTUIH, 11100
BiH CTaB JOT1YHUM MpojoBxkeHHsIM OpenGL [2].

Hageneni iHtepdeiicu € nBoma mnomymsipuumu APl ama penaepusry
rpadgiku y Bijieoirpax Ta IHIIUX TpadiyHUX 3aCTOCYHKAX, MPOTE€ MAKOTh P
BIJIMIHHOCTEH 1 3aCTOCOBYIOTHCS B PI3HHUX CLICHAPISX.

[To-nepmie, OpenGL Mae BigHOCHO TIpocTuil 1 3po3ymiunuii API, Ha
BiaMminHy Bia Vulkan. Ile moke momoMortTé po3poOHHMKAM CKOPOTHTH dac
po3po0KM ab0 HaBUaHHA Ta MIABUIIMTH MPOIYKTUBHICTh, OCOOJIUBO ISt
MEHIITUX MMPOEKTIB.

[To-npyre, edexTuBHICTH Ta NpoayKTuBHICTH y Vulkan Oinbina, HDXK B
OpenGL, 60 mepimwuii po3pobiaeHuil Ui BUCOKONMPOAYKTUBHUX MPOTpam, 1100
3a0e3nedyBaTd OLIbIIE KOHTPOJIK HAJ KOHBEEPOM TIpadivuHOro Mpolecopy i
3MEHIINTH HABaHTa)XCHHS Ha MPOIIECOp, IO € KPUTHUYHUM ISl BUMOTJIMBUX
JIOIATKIB, TAKUX SIK ITPU BUCOKOTO KJacy.

[To-tpere, OpenGL icHye mpoTsiroM 0araTbOX pPOKIB 1 Ma€ BEIHMKY 0Oa3y
JOCBIAYEHUX PO3pOOHMKIB Ta irop. barato mpoektiB iHTerpyrootrh OpenGL y
CBOi pimeHHs 1 nepexin Ha HOBUM APl Moke BUMaraTu 3HaYHUX 3yCUJIb Ta
BUTpaT. Xodya, SAKIIO BHUKOPUCTOBYBAaTHM Horo sk 0a3y uisi HaBYaHHS 3
MaliOyTHBOIO TIepCIeKTUBOIW TepedTn no Vulkan, a He iHTerpyBaTH y BKe
ICHYIOUMI MPOEKT, 1Ie MOKe OyTH JIJIsl IGKOTO HaBIIAKH — MEPCIEKTUBOIO.

Mosxxemo 3poOuTH BUCHOBOK, 1o Vulkan € Oulbll HU3BKOPIBHEBHM Ta
edextuBHUM rpadiunuM API nmopiBasHO 3 OpenGL. OTxe, ocTtaHHi# OiIbIE HE
notpiOeH 1 oro moBHicTiO 3aminuB Vulkan? HacmpaBai ne He Tak. Xou 1€ i
cTapilia TEXHOJIOT1s, BOHA BCE 1€ HIMPOKO BUKOPUCTOBYETHCS Y BXKE ICHYIOUHUX
nporpamax 1 Ma€ BEJIUKY CHUIBHOTY PO3pPOOHMKIB Ta KOPUCTYBayiB [3].

Hame pociimkeHHS BHUpIllye HaBeACHY MpoOIeMy — KOJIH MOTPiOHO
BukopuctoByBatu OpenGL, a komu Vulkan. B 3anexsocTti Bim BMICTY
PO3pOOIIOBANIBHOTO  JTOAATKY: BEJIMKAa KUIBKICTb TEKCTYp, PO3MILLyBaHUX
00’ekTiB, rpadiyHuX ePeKkTiB ad0 MOKIUBOCTEN; PO3POOHUKH BiIAaBATUMYTh
nepeBary Tomy 4u iHmomy API, gKkmo juisi HUX € NPIOPUTETOM MaTH MEHIIIe
HABaHTA)KEHHA Ha rpadiyHuil a00 LEHTpaNTbHUI MPOILECcOop, MEHILIE BUTPAYEHOTO
gacy abo rpoiieil Ha po3poOKy, OUIBIITY KUTBKICTh KaJIpiB B CEKYH]y TOIIIO.
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