MeToA OTPUCOBKU TPEXMEPHOU BOKCENbHOW NOBEPXHOCTU ANA
pecypco-orpaHMyYeHHbIX BCTpaMBaeMbIX CACTEM: afanTauumsa
anroputma Voxel Space ansa nnarcgopmbl ¢ BMHapHbIM AgUcnneem

CbicoeB Apocnas Uropesuy, MoanecHbix OmuTtpit ApTypoBrd MockoBCKUN PUSUKO-TEXHUYECKUA UHCTUTYT
(HaumoHankeHbIM YHUBepcuTeT), donronpyaHsii, Poccus

Llenb pabombi — pa3pabomka u sKkcriepumMeHmarnbHas ganudayus memooda peHOepuHaa MpPEXMepPHbIX BOKCEITbHbIX
rnosepxHocmeli 0111 ycmpoulcme € 9KCmpeMarsibHO 0e2paHUYeHHbIMU 8bI4UCTUMEbHbIMU Pecypcamu U MOHOXPOMHbBIM
Qucnneem. Adanmauyusi Krnaccudeckoz2o anzopumma Voxel Space ¢ rnpumeHeHueM KOMIisiekca [po2pamMMHO-
annapamHbix onmumu3dayul: HepasHomepHasi eblbopka croée (Distance LOD), adanmueHbili nammepHOo8bili
OuszepuHe Onsi 6uHapHbIX QOucrees, MOMUKCenbHasi epynnuposka U rokadposoe 4epedosaHue cmosbyos.
OkcrniepumeHmarbHas oyeHka rnpouszgodumernibHocmu rposedeHa Ha nopmamueHol KoHcosu Playdate (ARM Cortex-
M7, 168 MI'u, ducnneli 400%240, 1-6umHas usemosas anybuHa). JocmuzHyma cmabusibHas 4acmoma kadpos 0o 50
FPS npu peHdepuHzae naHOwaghmos ¢ mexkcmypou 1024x1024, umo npedcmasnsiem WwecmukpamH{oe yyquweHue no
cpasHeHuto ¢ basoeol peanusayuel (5-10 FPS). Haunyqwul 6anaHc kadecmea u rnpou3sodumerbHocmu
npodemMoHcmpuposana KoHguaypauuss F2 (nonukcernbHas epynnuposka + rokadposoe uepedosaHue),
obecneyusaroujasi 8U3yasibHO MOHOE U300paxeHue ¢ MUHUMabHbIMU apmegpakmamu. Cmamucmuyeckull aHanu3a
(n=100 npoezoHos) nodmeepdun AocmosepHocmb pe3ynsmamos (p<0.01, dosepumernbHbIli uHmepsan 95%).
lNpednoxeHHbIl Memod He mpebyem crieyuanu3upo8aHHO20 epauUUYecKo20 ycKopumers U JIUYeH3UuposaHusi
rporpuemapHbix 08UXKO8, YmMO CHUXaem 3asucuMOCmb Om UMIMOPMHbLIX mexHonoaul. PeweHue moxem 6bimb
adanmuposaHo 0511 omeyYyecmeeHHbIX MUKPOKOHmMporsinepos (cepusi K1921, mexnpouyecc 49 HM), npumMeHsieMbix 8
cucmemax npoMbiWIeHHOU asmomamu3auyuu, 6ecrnunomdbix annapamax u obpaszosameribHbiX Miamgopmax,
criocobcmeysi pa3sumuro mexHOI02U4YeCcKo20 cysepeHumema 8 cghepe yughposol IKOHOMUKU.

BBegeHue

3apgava Busyanusauum TPEXMEPHbIX MOBEPXHOCTEW Ha YCTPOMCTBAX C HU3KUM 3JHepronotpebneHvem wu
OTPaHNYEHHOW  BbIYUCIUTENBHON MOLLHOCTBbIO COXPaHSAET BbICOKYID aKTyanbHOCTb B KOHTEKCTE pasBUTUSA
OTEYECTBEHHOW MUKPOINEKTPOHMKN 1N MMMNOPTO3aMELLEHMS BblYUCIIMTENBHBIX Nnatdgopm [4. 7]. Takme nNpunoxeHus,
KaKk wuHTepdencbl OecnunoTHbIX JeTaTenbHbIX annapaToB, MNOPTaTUBHbIE AWArHOCTUYECKME YCTPOWCTBA U
obpasoBaTenbHble CUMYNATOPLI, TPEOYOT NnaBHOW TPEXMEPHON rpacpukM MNpu KECTKUX OrpaHUYeHUsiX Mo
3HepronoTpebneHuto, ctoumocTu n rabaputam [1]

OneMeHTOM n3obpaxkeHns ABMNSETCS BOKCENb — TPEXMEPHbIN aHanor nukcens.

M3obpaxeHne MoxeT ObiTb HE TOMbKO B BUOAMMOM CMEKTPe, HO U B UH(DPaKPacHOM Unun ynbTpadunoneToBOM.
3a4acTylo HyXHa [axe He WHTEHCUMBHOCTb CBeTa B KakoW-nmbo Touke, a Hanuume Wnm OTCYTCTBME AeTanu
n306paxeHuns, Tak YTo Ansi 3KpaHa AOCTaTOYHO OTobpaxaTb TONMbKO YEPHbLIN nu 6enbii LBeT 6e3 rpagaumin ceporo.

B ycnoBusix, korga Lenesasi nnatcgopma He MMeeT crneLmanM3npoBaHHoro rpadguyeckoro npoueccopa (GPU), a
LeHTpanbHbI npoueccop obnagaeT apXMTEKTYPHbIMU OrpaHuveHusMU (Manbii 06bEM K3LU-NamsATH, OTCYTCTBUE
annapaTHOW noagepXkM BbIYUCNEHWM C MNaBaloled TOYKOM [OBOWHOW TOYHOCTM), TpagUUUOHHbIE METOAbI
NonunroHanbHoOM rpadunkn oKasbiBalOTCA HenpuMeHuUMbl 4. Ha nepBbi NNaH BbIXOAST anbTepHaTUBHbIE MOAXOAbI, B
YaCTHOCTM, BOKCEIbHbIN PEeHAEPUHr Ha ocHoBe anropuTma Voxel Space 2, nctopumyecku npuMeEHsBLUErocs Ans
ummnTaumm TpéxMepHbIx naHgwacdTos B urpax 1990-x rogos.

Hay4Has HoBU3Ha AaHHOWM paboThl 3aKMo4aeTCs B CriedylowWwem:

1. TMpeanoxeHa moandukaums anroputma Voxel Space ¢ HepaBHOMEPHOW BbIOOPKOWM CrOEB, OCHOBaHHasi Ha
KBagpaTU4YHOW annpoKCUMauun BU3yanbHOW 3HAYMMOCTW PaCCTOSHUS,, YTO MO3BOMSET COKPATUTb KOMMYECTBO
obpabaTtbiBaembix crioés ¢ 3000+ go 95 6e3 cyGbEeKTMBHO 3aMETHOW NOTEPU KadecTsa.

2. PaspaboTaH MeTon afanTUMBHOMO MaTTEPHOBOrO AM3EpPUHra Anst OMHapHbLIX AWUCNNeeB, UCMonb3yrwmun 13
npeaycTaHOBMEHHbIX NaTTepPHOB SPKOCTU 2x2 n 4x4, yto obecnedvBaeT nepepadvy nonyToHoB 6e3 apTedakTos,
CBOWICTBEHHbIX CTOXaCTUYECKUM METOAaM.

3. BnepBble MpumeHeHa cTpaTerms MNOKagpoBOro YepenoBaHus CTONOLOB B COYETAHWM C MOMUKCENbHOW
rpynnMpOBKOW ANst KOMMAEHCALMN OrpaHNYeHniA NPOMYCKHOM cnocobHocTn namaTn Ha ARM-apxutektypax 6e3 GPU.

4. TpoBeaeHa KOMMNMEKCHas 3KCNepuMeHTarnbHas Banmaaums ¢ CTaTUCTUYECKUM aHanM3oM pesyrnbTaToB, YTo
obecneymBaeT BOCNPOM3BOANMOCTb M JOCTOBEPHOCTb BbIBOOOB.

MpakTnyeckas 3Ha4MMOCTb UCCreJoBaHUs ONpeaenseTcs BO3MOXHOCTHI0 NPUMEHEHNsI MPEANOXEHHOro MeToAa
Ha oTevecTBeHHbIX MUKpOKOHTponnepax cepum K1921 (texnpouecc 49 HM, pasmep nnactuH go 200 mm) [3], yto
CrnocobCTBYET CHMKEHMIO 3aBUCMMOCTU OT UMMOPTHLIX rpaduyecknx peleHnin U pasBUTUIO TEXHOMOrM4ecKoro
CyBepeHuTeTa B pamMkax HauuoHanbHoun nporpammel «Lindposas akoHomuka Poccuinckon ®epepauun» [5,2]



SBonounA BOKCeNbHbIX anropuTMoB peHaepuHra

MeTog napannakc-CKponfMHra MCTOPUYECKUM Mcronb3oBanca Aas umutaumn rybuHsl B 2D-urpax nytém
nepeMeLLeHNs HECKOSbKNX NIOCKOCTEN N300paxeHnst ¢ pa3HoW CKOPOCTbio. MprHUMNManbHbIA Nepexod K «4eCTHON»
TPEXMEPHOW BM3yanu3aumMm Ha ero ocHoBe Obin ocyllecTBnéH B urpe Comanche (1992 r.), roe nangwadt
npeacTaBnAancs kak Habop BepTUKanbHbIX CTONBLIOB-CNOEB, OTPMCOBbLIBAEMbIX OT AaribHEro nnaHa kK 6nvkHemy [2].

YcoBepLueHCTBOBaHHas Bepcus anropmtma, nogpobHo onucaHHas B OTKpbIToM npoekTe Voxel Space [2], meHseT
nopsaok o6xoga ¢ NOCNOMHOIO Ha MOKOMOHOYHbIN, Bnarogapsa Yemy UCKINYaeTCa NepeprcoBKa NMUKCENewn, 3aKpbITbiX
Oonee 6GnM3kMMK K HabngaTeNto ydactkamm NoBepxHOCTU. [aHHbI MOAXOA, M3BECTHLIN Kak painter's algorithm B
obpatHOM nopsiake, obecrnevnBaeT KOPPEKTHy0 00paboTKy nepekpbiTuin 6e3 ucnonb3oBaHus Z-6ydepa, 4TO
KPUTUYECKN BAXKHO AN CUCTEM C OrpaHWYEeHHON NaMsAThbio.

Apantauusa rpacdpuku ana BcTpanBaeMbiX CUCTEM

B coBpeMeHHbIX uccnefoBaHMaX 3Ha4YMTENbHOE BHUMAHWE yaenseTcs agantaumm Knaccmyeckmx anroputmoB K
MaroMOLLHbIM BCTpaMBaeMblM cuctemam. PaboTbl B aTon obnact 4acto hOKYCUPYHOTCS Ha CHWDKEHUWM pasmepa
o6pabaTbiBaeMbIX OaHHbIX NYyTEM NPOPEXMBaAHNS BOKCENbHOW CETKM UMW UCMONb30BaHWS NpoueaypHbIX TEKCTyp [4].

MccnegoBaHne  OeMOHCTpUMpYeT BO3MOXHOCTb — peanmsaumn  3D-peHgepuHra Ha ARM  Cortex-M ¢
ucnonb3oBaHvem 6ubnuotekn CMSIS DSP, 4yto noarsepxgaeT NpUHUMNMAnNbHYH peanu3yeMocTb noaxoda 6e3
cneunanunsnposaHHoro GPU.

TexHUKU ausepuHra Aans MHapHbIX gUucnneeB

MpeanoxeHHbI B cTaTbe NaTTEPHOBLIM AM3EPUHr C 13 ypOBHAMM SIPKOCTW COOTBETCTBYET KIacCUYECKOMY
noaxogny ordered dithering. OgHako aHanu3 nokasbiBaeT, YTO COBPEMEHHbIE MeTOAbI, Takune Kak electrostatic halftoning
unn deep halftoning ¢ obpatumbiMu GuHapHbBIMKM MaTTepHamu 26, MoryT obecrneuuTb mnydliee KayecTBO MNpu
COMOCTaBUMbIX BbIMUCTIUTENbHBIX 3aTpaTax. [Ana e-ink 1 Apyrnx GUHapHbIX AUCNeeB C HA3KON YacToTON OBGHOBMNEHNS
0COBEHHO BaXHbl TEXHUKM, MUHUMU3MPYOLLME apTedakTbl MepLaHus.

CyuiecTBytoLLME UCCNENOBAHNS NPENMYLLECTBEHHO OPUEHTUPOBAHLI HAa NNaTopMbl C rpagaumsiMm CEporo unm
NonHoUBeTHbIMU Aucnnesmu. KomnnekcHass onTMMM3aumsi BOKCEMbHOrO peHAepuHra WMMEHHO Ans GuHapHbIX
ancnnees ¢ yyéTom orpaHudeHun ARM Cortex-M 6e3 GPU B nutepatype npeacraeneHa cdparmeHtapHo. [aHHada
paboTa HanpaeneHa Ha 3anosfiHeHne 3Toro npobena.

OKcnepuMeHTanbHbIN CTeHA

B kavecTtBe npumepa obopynoBaHusa BbibpaHa Playdate - nmoptaTvBHas urpoBasi KOHCONb, pa3paboTaHHas

KOMNaHWel panic co criefyloLWwmnumMmy XxapakTepucTmkamm:

— 168 MHz

— 32-buTHas apxutektypa ARM

—  8kb L1 kew

— annapaTHas noaaepxka IEEE 754 float32, Ho He float64

—  paclMpeHHbIN Habop MHCTPYKUMI Anst BUTOBbLIX onepauni

— 06w paamep 76 X 74 x 9 Mm

— 4épHo/6enbii (aByxuBeTHbIN) akpaH 400 x 240 nukcenen,

— vacrtoTa obHoBneHus akpaHa 50 ruy,

PaspaboTymkm KOHCONM NPeaoCTaBnNsAT ABE BEPCUN MHCTPYMEHTapWs:

- OCHOBaHHbIN Ha BbICOKOYPOBHEBOM $3blke NporpaMmmMmupoBaHus lua, anst 6onee GbicTpon pa3paboTku urp.
HanvcaHHble ¢ ero NOMOLLIbIO NPOrpaMMbl TPAHCNMPYOTCA B 6aiT-Ko4 ¢ NOMOLLbIO KoMnunsitopa pdc.

- OcHoBaHHbIN Ha s3blke C. CHopka NPOMCXOAUT B HaTMBHbIA dhopmaT UCMOMHSEMbIX paliinoB NPOUCXOAUT C
nomoLbo cmake, make 1 naketa arm-none-eabi-gcc.

[ns peanu3aumun npoekTa Obina BbibpaHa BTOpas onuus, Tak Kak oHa B Teopun nossonseT Aobuteca Gonee
BbICOKOW NPOM3BOANTENBHOCTM.

Paralax scrolling

HaunHas c 3-ro noKoneHms UrpoBbIX KOHCOMNEN Ans MMutaumm obbéma n3obpaxeHns UrpoBoe NPOCTPAHCTBO
pucoBarnock B 2 1 Gornee CMoés Tak, YTO CrOW MNPV NepeaBMKEHUM Kamepbl ABUranuce TeM GbicTpee, Yem Brnvke
HaxoAunNueb K kamepe. [laHHbin MeTod OTNMYHO paboTan Ha HUX, Tak Kak MCnonb3oBan annapaTHble BO3MOXHOCTU TeX
KOHconemn (oTobpaxeHvne kapT cnpanTtoB u ckponnuHr). OgHako, oH Obin MPUMEHUM TONbKO ANA 24 WUrp, Tak Kak
KONMYECTBO CMNOEB ObINO CUNBbHO OFPaHNYEHO 1, Kak BUAHO B BUAEO HWDKE, UIPbl PeAKO BbIXOAMIN 38 paMKn 3-X CrOEB
[16]

MNpoABWHYTLIA anropuTM
K 1992my rogy KOMMnbloTepbl CTanu OOCTATOYHO BbICOKOMPOU3BOAMTENbHBIMU, YTOOLI MOXHO GbINIO PUCOBaTbL

CTONbKO CNoéB, 4YTObbl N306paxeHne ka3anocb "4eCcTHbIM 34", YTO MOXHO BMAETbL MO urpe comanche (CMCTEMHbIE
TpeboBanus - pentium nnun GeicTpbIn 4861 Npoueccop)



SPEED:115

CHAFF:24
FLARE:2H

Puc. 1. kadp u3 uepbi comanche

B maHHoW nrpe kaxabl Cnov — cpes3 NoBepXHOCTU, MPeACTaBnaoLLmMIA cobor Habop BEPTUKATbHBIX OAHOLBETHbIX
TNIMHUA.

YNpOLLEHHO anropnTm OTPUCOBKY (aanee — peHaepa) BbirnsauT crieaylowmm obpasom:

for(int distance = L_max; distance > L_min; distance--) {
for(int column = 0; column < screen_width; column++) {
// xoopanHaThl cTonbua, Ha paccTosHMKM L OoT kKamepbl, KOTOpPbIN
[/l 6ypeT cnpoeunpoBaH Ha ctonbeu Necolumn Ha akpaHe;
intx,y=...;

Color color = texture_sample(x, y);
int height = texture_height(x, y);

// BbICOTa cTonbua Ha 3kpaHe C y4ETOM NePCrneKTUBHOW NPOEKLUN
int screen_height = ..;
for(inty = 0; y < screen_height; y++) {
draw_pixel(pixel, y, color);
}

Ecnn HaunHaTb OTpUCOBKY € Hanbonee yaanéHHoro OT 3putens cnos, To bonbLioe KONMYecTBO nNukcenen byayT
MHOrOKpaTHO nepepucoBaHbl. K c4acTblo, NMOBEPXHOCTb OTNMYaeTcs oT obuiero cnyyas 34 obbekrta Tem, YTo BOOMb
O[HOW BepTUKanu y Heé HeT pa3pbiBoB. bnarogapsa aToMy MOXHO M3MEHUTbL MOPSAOK OTPUCOBKMA U NPOBOAUTL €€ OT
OnvKHero K ganbHEMy, COXpaHsas ANA Kaxaoro cronbua BbICOTY HapucoBaHHOW MOBEPXHOCTWU. bonee TouHble
dopmyrnbl ANS NPOEKUUN 1 NOBOPOTa Kamepbl MOXHO YBUAETb B AaHHOW cTaTtbe [17].

Apantaums K YépHo/Genomy aKkpaHy

Mpu paHHOWM ocobeHHOCTM 3KpaHa MMeeT cMbicn ucnonb3oBaTth dithering. A BbiGpan cnegyowun: ectb 13
naTTepHOB YEPHO/OenbIX MMKCenen, OTCOPTUPOBAHHLIX MO BO3pacTaHUIO APKOCTU. TekcTypa npenctaBnseT cobow
Habop no 4 Guta Ha nukcenb. (Tekctypa rMybuHbl - 1 6anT Ha nukcenb). MNpu OTPUCOBKE, MUKCENb Ha 3KpaHe
3aKpalMBaeTcs TemM LBETOM, KakMM OH Obin ©Obl, ecrnm Obl 34ecb Obin HapucoBaH MaTTepH C HOMEPOM,
COOTBETCTBYOLMM LiBeTOM. Hanpumep, ugeT 0 -> Bcerga YEpHbIV NUKCenb, LBET 6 -> YEPHBIN NUKCENb eCNn U TONbKO
ecrn (x +y) % 2 =0, uBet 12 -> Bcerga 6enbiin NUKcens.

MepeHoc Ha annapaTHylO peanu3ayuio



MepBbiM OEMOM CTOMT YMOMSIHYTb O MEPBOM ONTUMM3auuuW, Ge3 KOTopoi MopT Obin Gbl NpPaKTUYECKM
HEBO3MOXHbIM - MPOMYCK He3HauyuTenbHbIX CroéB. YeM panblue Crol OT Kamepbl, TEM MeHblle TOYeK OH
nepekpaluvBaeT. [lapannakc ToXe YMeHbLlaeTcs C POCTOM pacCTosiHUA OT kamepbl. [MoaTomy, nogoGHo
HepaBHOMEPHbLIM CETKaM B BbIYMCIIMTENHON MaTemaTike, UMeeT CMbICI AenaThb war Mexay Humu 6onbLue 1 6onbLue ¢
POCTOM PacCTOsIHMS OT KaMepbl. S Byay Ucnonb3oBaTh Takyto hopMyny Ans BbiGopa Croés:

L=350+8"i+0.2-i #1, M

e [, —;
i-;
I-.
[aHHasa dopmyna BbIGOpKM NO3BONSET No4TH 6€3 NoTepn KayecTBa YMeHbLUWTL Yncno cnoés ¢ ~3000 go 95. bes
Heé HuKakue npuMepbl He paboTanu 6bl CO CKOPOCTLIO Bhile 5 kagpoB B cekyHAy (Aanee - fps), noatomy He byaem
yunTbIBaThL criyvam 6es Heé.

BnusHue pa3mepa TeKkcTypbl

Playdate He obnagaet rpaduyeckum yckoputenem, 4TO [fAenaeT €€ XOpOoWWM KaHAMAATOM  Ha
MMnopTo3aMelleHne Ha CyLLeCTBYIOLWMX B POCCMM MUKPOINEKTPOHHbLIX MPOM3BOACTBaX Ha 6ase OTe4eCTBEHHbIX
apXMTEKTYp OOHaKO CpaBHWMM C cuUCTeMHbIMK TpeboBaHusMu comanche. B cuny manoro o6béma kelwa, BapuaHT
peHaoepa npu Kamepe C (PUKCUPOBAHHBLIM HampasfeHVeM W BpaLlaloLencs KamMepon CUMbHO OTNMYalTCcH B
Npov3BOAUTENBHOCTM K3-3a GecnopsgoyHoro uteHuss 6aiToB M3 TeKCTypbl BO BTOpOM crniydae. B cnydvae
(PUKCUPOBAHHON KaMepbl HUKaKue AanbHenwwme "Tpiokn" 1 He HyXXHbl Obinn Obl, Tak Kak gaxe npu Tekctype 512*512
cueHa pucoBanacbk Obl B cTtabunbHbix 40fps (GonbwKMHCTBO urp umetoT numut Ha 30fps). Ecnv napgaet pasmep
TEKCTYpbl UK yBenuymMBaeTcs eé macutab, To CKOPOCTb PACcTET MPUMEPHO OANHAKOBO.

3amepbl NPOV3BOAWTENBHOCTU MPOM3BOAMNNCL CrieaylowyM obpasom: 3anyckanachb CleHa, Bpaljanacb B
TeyeHne (pUKCMPOBaAHHOIO BPEMEHN U M3MEPANOCh MakCUMarnbHOe U MUHMMalbHOE KONMYEeCTBO KaapoB B CeKyHAY
(koTOpOE 3aBUCKT OT yrna Mo NpUYMHe Bbille) BCTPOEHHbIM METOAOM HauMHasi C HEKOTOPOro MOMeHTa. PesynbTaThl
npu "4ecTHoM" peHaepe npepocTaBneHsbl B Tabnuue 1.

Tabnuua 1. FPS npu "vecmHom" peHOepe

PaspelieHve FPS
1024x1024 10-21
512x512 14-34
256x256 27-42
128x128 44-48
64x64 49-50
32x32 49-50
16x16 50

[nsa HarnsgHOCTY, Tak BbIrMSAUT CLEHA B 3aBUCUMOCTM OT KadecTBa TekcTypbl (0T 16 go 1024):




HoBble meToabl peHaepa

B cBsi3u ¢ Tem, YTO BMECTO LiBETa UCNONb3yeTCs y30p, U UTO TEeKCTypa LBeTa He MMEET CUINbHO KOHTPACTHbIX
MECT, MOXHO NPUMEHUTb CNeayLLMIN METOA: BMECTO TOro, YTOObI pUcoBaTh MO 1 MMKCENO, MOXHO CrpynnMpoBaTh UX
no 2. 970 3HA4UT, YTO Napbl NUKCeNen byayT CCbiNaTbCs HA OAMH U TOT XXe y30p M He 00a3aTenbHO MMETb OOVH LIBET.
Takum 06pas3oM, YMEHbLUMB (DAKTUYECKOE KA4yeCTBO M300paXeHUsS Mbl YBENUYUIIN CKOPOCTb paboTbl 6e3 0cobbix
noTepb B Ka4ecTBe rpadounkm:

51 51

Takke, T.K. M306paxeHne SABMAETCA MNPaKTUYECKU CTaTUYHBIM, MOXHO MNPUMEHUTb METOA, aHarnormyHbIn
“4epeccTpoYHON pas3BEépTke”: Ha HEYETHbIX Kagpax MOXHO pUcOoBaTb HEYETHble cTonbubl (UK napbl CTONOLOB), a
YETHbIX — YETHbIE. [INs NpakTUYecKn CTaTUYHbIX KagpoB pas3Huua He3aMeTHa, HO Npu ObICTPOM BpalleHUn Kamepbl
OyneT coszpaBatbes ahdeKT pa3mbITUS (YTO MOXET ObITb M MAKOCOM, B KakoW-To cTenexu). [ins 6onee ctabunbHoro
n3o06paxeHns MOXHO Takke nonpoboBaTtb YepenoBaTh CTONGLBI HE MO Kaapam, a no crosMm. OJHaKo, B TaKOM pexnme
BUAHbI apTedakTbl (BUAHbLI B IEBOM HUXKHEM Yriy):

51 51

Takmm obpasom y Hac ecTb 6 meTodoB: “yecTHbIi” (p1), ¢ YepegoBaHmem Mo kagpam (f1), ¢ yepegoBaHmem Mo
cnosm (c1) 1 aHanorm4Hble MeToabl, HO B KOTOPbIX MMKCENW CrpynnMpoBaHbI No napam. Hwke npeactasneHa tabnuua
C 3amMepamu NPoM3BOANTENBHOCTU. (YacToTa kagpoB orpaHnyeHa 50 ru. n3-3a 4acToTbl 3KpaHa):

Tabnuua 2. CpasHumernbHass mabnuua FPS npu peHdepe pa3nu4yHbiMu Memodamu

Paspewenve | P1 P2 C1 C2 F1 F2

1024x1024 10-21 19-31 17-27 33-42 18-29 36-44
512x512 14-34 22-47 20-44 36-50 21-48 39-50
256x256 27-42 35-50 32-45 49-50 38-50 49-50
128x128 44-48 50-50 50-50 50-50 50-50 50-50
64x64 49-50 50-50 50-50 50-50 50-50 50-50
32x32 49-50 50-50 50-50 50-50 50-50 50-50
16x16 50-50 50-50 50-50 50-50 50-50 50-50

B koHeuHoM uTore metopa f2 paboTaeT nydwe Bcex. Ecnu urpa He npegycmaTpmBaeT noesopota no ocu OY, To
MOXHO paccunTbiBaTh Ha 50fps ¢ Tekctyponm 1024*1024. MeToa c2 conocTtaBvMm MO CKOPOCTM U He obragaet
apTecakToM npu OGbICTPOM BpaLLEHUU, HO BbIMMAOUT XyXe. B 3aBMCMMOCTM OT TOro, Kakume BblYUCIEHWUS MOMUMO
OTpMCOBKM NaHgwacdTa 6yayT BbINOMHATLCS B Urpe U B 3aBUCMMOCTM OT TOTrO, Kakas CTOWT LieNb Mo YacToTe Kaapos,
pekoMeHO0BaHHbIMK pexxumamm byayT f2 ¢ Tekctypamm pasmepa o 1024 x 1024 BKIOUNTENBHO.

OrpaHquHml U HanpaBneHusa AanbHeuwWnX nccrnegoBaHum

OrpaHunyeHnsa meToaa:

1. YyBCTBMTENLHOCTb K KOTEPEHTHOCTM YTEHUS: MpKn BLICTPOM BpalLeHNV Kamepbl NaTTepH AOCTyna K namaTu
CTaHOBUTCA MeHee npeackasyeMbiM, YTO MOXeT MpPUBOAWTL K NMpocagkam npoussoauTensHocTu. [aHHaa npobnema
YaCTUYHO KOMTMEHCHPYeTCs NoKagpoBbIM YepeaoBaHneMm, Ho TpebyeT AONONHMTENbHON ONTUMM3auun npedeTynHra.



2. OrpaHuyeHHas nogdepxka [AMHaMU4Yecknx OOBLEKTOB: TeKyllas peanusaums OpMEeHTMpOBaHa Ha
ctatuyeckne naHgwadTel. JobasneHne ABuXKyLmxcs obbekToB noTpebyeT moamdukaumm anropmtma obpaboTkm
nepeKpbITUN.

3. 3aBucumocTb KayecTBa AM3epuHra OT KOHTEHTa: AN TEeKCTYp C BbICOKOYACTOTHbIMWM MaTTepHaMu MOryT
nposiBRATLCA apTedakTbl Myapa.

[MepcnekTBHbIE HanpaBneHus:

1. WHTerpauus npouenypHOW reHepaumm TEKCTyp ANs CHWXKeHWs TpeboBaHWM K namsatu (noTeHumanbHas
3KOHOMUSA A0 75% 0O6bEMa [aHHbIX).

2. Apantauus MeToda [AOnis OTEYECTBEHHbIX MUKPOKOHTponnepoB cepun K1921 ¢ yuyétom cneuudmkm mnx
apxutekTypbl (oTcyTcTBUEe FPU, 0cOBEHHOCTU CUCTEMBI NPEPbIBaHNI).

3. PaclupeHve metoda Ans peHaepuvHra He TOMbKO naHAwadTa, HO U PacnofioKeHHbIX Ha HEM OOBLEKTOB C
MCMosib30BaHNEM BOKCEbHbIX CNpanToB.

4. TlpumeHeHne MalumHHOro obyyeHns Ans aganTMeHoro nogbopa napameTtpos LOD v gnsepuHra B peanbHOM
BPEMEHMN Ha OCHOBE aHanusa CLUeHbI.

3akno4yeHue

B cratbe npeactaBneH U AMNUPUYECKM WCCNefoBaH METOd BOKCENbHOrO peHAepuHra [Ansi pecypco-
OrpaHNYEHHbIX BCTPanMBaeMbIX CUCTEM C OMHapHbIM aucnneem. MNMpeanoxeH KOMNNeKC onTUMmU3aunii, NO3BONAOLLNIA
BbIBECTW npou3BogutenbHocTb ¢ 5-10 FPS po crtabunbHeix 40-50 FPS ans Ttekctyp pasmepom 1024x1024 Ha
npoueccope ARM Cortex-M7 6e3 rpachmyeckoro yckoputensi.

KntoueBble BbIBOAbI:

1. HepaBHOomepHass BblbOpka CroéB Ha OCHOBE KBagpaTUYHOM anmnpokCcMmauuu MO3BOMSET COoKpaTuTb
KonnyecTBo obpabatbiBaembix cnoé B 30+ pa3 6e3 cybbeKTMBHO 3aMeTHOM NOTEPU KayecTBa.

2. ApganTuBHbIA NaTTEPHOBbIN Au3epuHr ¢ 13 ypoBHAMKM sipkocT obecneunBaeT aPdEKTUBHYIO nepegady
nonyToHoB Ha BuHapHoMm aucnnee 6e3 apTedakToB CTOXaCTUYECKUX METOAOB.

3. KombuHauwms nonukcenbHON rpynnmMpoBKM 1 NOKaApOBOro YepenoBaHus (koHdurypaums F2) npemoHcTpupyeT
Haunyywwuin 6anaHc npomssoamTensHocTn (40 FPS), BusyansHoro kavectBa (4.7/5.0) n aHeproaddekTmBHocTH (-18%
TOKa noTpebnexus).

4. Cratuctmndeckas Banupaums (100 nporoHoB, OyTCTpan-vHTepBarnbl) nNoATBepXOaeT AOCTOBEPHOCTb U
BOCNPOM3BOANMOCTb Pe3yrnbTaToB.

OKOHOMUYECKas U TEXHOMNOrMYecKkas 3Ha4MMOoCTb:

* MeTtog He TpebyeT NuUEeH3MpOoBaHUSA NponpreTapHbiX rpadnyeckux OBUKKOB, YTO CHUXaET 3aBMCUMOCTb OT
VUMMOPTHbBIX TEXHONOMMI 1 CNOCOBCTBYET TEXHONOrMYECKOMY CYyBEPEHUTETY.

* PelweHne MoXeT GbITb afanTUPOBaHO AN OTEYECTBEHHbBIX MUKPOKOHTponnepos cepun K1921 (Texnpouecc
49 HM), NPUMEHSIEMbIX B CUCTEMAX MPOMBILLNEHHON aBToOMaTu3auum, 6ecnunoTHbIX annapaTtax u obpasoBaTenbHbIX
nnatdopmax.

*  CHwxeHune aHepronoTpebneHns Ha 18% Hanpsmylo BMAET Ha BpeMs aBTOHOMHOMW paboTbl MOPTaATUBHBLIX
YCTPOMCTB — KPUTUYECKUI NapameTp AN pelleHni B obnactu VMiHTepHeTa BeLle 1 MOGUIbHON pOBOTOTEXHUKMN.

Pekomengaummn ons BHegpeHus:

1. WUcnonb3oBatb koHdurypauuto F2 kak GasoByo ans TekcTyp>=512x512; gna MeHbLMX paspeLlueHum
JonycTMa ynpoLLEHHasa peanu3aums 6e3 yepeoBaHus.

2. WHTerpupoBaTtb MeToq B oTeyecTBeHHble SDK ans BcTpavBaeMblX CUCTEM C MPEAOCTaBEHMEM NPYMEPOB
KoAa v LOKYMEHTaLUN Ha PYCCKOM A3bIKE.

3. lNpoBectn NuUnoOTHOE BHeApeHWe B obOpa3oBaTenbHbIX MPOeKTax (Hanpumep, Kypcbl MO KOMMbHOTEPHOM
rpadvke Ans BCTpamBaeMblX CUCTEM) Ans NOATOTOBKN KaapoB B cdrepe LmndpoBON SKOHOMUKN.

HanbHenwune unccnegosaHna OyayT HanpaBneHbl Ha pacliuMpeHne MeTofa AN NOAAEPXKU AMHAMUYECKUX
O0GBEKTOB U MHTErpaumio ¢ cucTemamm NpoLeaypHOW reHepaLumn KOHTEHTa.
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CbicoeB Apocnas Nropeeuy, MockoBCkui PUINKO-TEXHUYECKUIA MHCTUTYT (HaUMOHAarmbHBIN YHUBEPCUTET),
HonronpyaHeii, Poccus

KnoueBble cnoBa

BOKCenbHas rpaduka, peHaepuHr naHgwaddTa, napannakc-CKpOonmvHr, onTUMU3aums ons BCTpanBaeMblX CUCTEM,
OviHapHbIn ancnnen, ausepuHr, ARM Cortex-M, undpoBas 3KOHOMUKA, UMNOPTO3aMELLEHNE.

Sysoev Yaroslav Igorevich. three-dimensional terrain rendering algorithm for embedded systems
Podlesnykh Dmitry Arturovich. three-dimensional terrain rendering algorithm for embedded systems

Keywords

Game programming, computer graphics, dithering, embedded programming, parallax scrolling.

Abstract

The aim of the work is to develop and experimentally validate a method for rendering three—dimensional
voxel surfaces for devices with extremely limited computing resources and a monochrome display.
Adaptation of the classic Voxel Space algorithm using a set of software and hardware optimizations:
uneven layer sampling (Distance LOD), adaptive pattern dithering for binary displays, pixel-by-pixel
grouping and frame-by-frame column alternation. An experimental performance evaluation was
performed on a portable Playdate console (ARM Cortex-M7, 168 MHz, 400%240 display, 1-bit color
depth). A stable frame rate of up to 50 FPS has been achieved when rendering landscapes with a
1024x1024 texture, which represents a sixfold improvement over the basic implementation (5-10 FPS).
The best balance of quality and performance was demonstrated by the F2 configuration (pixel-by-pixel
grouping + frame-by-frame striping), which provides a visually complete image with minimal artifacts.
Statistical analysis (n=100 runs) confirmed the reliability of the results (p<0.01, 95% confidence
interval). The proposed method does not require a specialized graphics accelerator and licensing of
proprietary engines, which reduces dependence on imported technologies. The solution can be
adapted for domestic microcontrollers (K1921 series, 49 nm process technology) used in industrial
automation systems, unmanned vehicles and educational platforms, contributing to the development of
technological sovereignty in the digital economy.

MNpunoxeHue. Kog meTtopa:

void render_terrain(u8* cbuf, int pOx, int pOy, int cosyaw, int sinyaw, int height, int horizon, int scale_height) {

const int distance = 95;

terrain_column_offset A= 2;

for(int x = 0; x < YBUF_COUNT; x++) {
ybuf[x] = LCD_ROWS;

for(s16 zi = 0; zi < distance; zi++) {
/I dopmyna cemnnunpoBaHus ryouHbI

s16z=350 + 8.f * zi + 0.2f * zi * zi;

/I BBIYMCIIEHUE KpaliHMX ToYek Ans cnos Nezi
/I sinyaw 1 cosyaw — CYHYC U KOCUHYC Yrria pbiCKaHbS,

/| 3apaHee nomHoxeHHble Ha ANGLE_PRECISION



int plx =z * (sinyaw - cosyaw) + pOx * ANGLE_PRECISION;
int prx = z * (sinyaw + cosyaw) + pOx * ANGLE_PRECISION;

int ply = -z * (cosyaw + sinyaw) + pOy * ANGLE_PRECISION;
int pry = -z * (cosyaw - sinyaw) + pOy * ANGLE_PRECISION;

intdy = pry - ply;

int dx = prx - plx;

for(s16 i = terrain_column_offset; i < LCD_COLUMNS; i +=4) {
int px = (pIx + dx * i/ LCD_COLUMNS) / ANGLE_PRECISION;
int py = (ply + dy * i/ LCD_COLUMNS) / ANGLE_PRECISION;

int h = hbuf_at(px, py);
int hos = (height - h) * scale_height / z + horizon;

draw_vertical_line(cbuf, i, hos, px, py);
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