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Annomayun. B naHHOW paboTe TPEICTABICHO HCCIEAOBAHHME IPOU3BOIAMTEIBHOCTUH PA3IMYHBIX MOIXOJOB K
pea3anuy BBHITIOJHEHNS HEWPOHHBIX MOJeNell B 3aadax KOMITBIOTCPHOW TpaduKH, CBI3aHHBIX C MPEICTABICHHEM
MTOBEPXHOCTEH M MaTepHaIOB TPEXMEPHBIX 00BEKTOB. PaccMaTpuBarOTCA 4eTHIpe pazIHMYHBIX METOJa, CPeId HHUX Kak
YHHUBEpCaJIbHBIE, MOMIEPKIUBACMbIEe Ha OOJBIIMHCTBE YCTPOWCTB, TaK M HCIOJB3YIONIUE CIICIIHATBHBIC alllapaTHBIC
BO3MOKHOCTH. ODKCHEPHUMEHTAIBHOE FHCCIEIOBAHNE IMPOBEACHO HAa JABYX 3aJadax: 3aJaHHE IOBEPXHOCTH B BHIC
HEHPOHHOW (QYHKIIMU TUCTAHIIMH U 3aJlaHUe IBYXITydeBOH (DYHKIIMU OTPaKaTEIILHON CIIOCOOHOCTH B BHJIE HEHPOHHOM
Mozenu. Pe3ynpTaTel JEMOHCTPHUPYIOT CYIIECTBEHHBIE PA3INYHS B MPOU3BOJUTEIHHOCTH MEXIY METOJaMHU. BBIBOIEL,
CICTIaHHBIC B paMKaX MCCJICIOBAHUS, TIO3BOJISAIOT HaM MPEJCTABUTh MPAKTUYCCKHAE PEKOMEHIAIUH IS pa3pabOTUHKOB,
CTPEMSIINXCS UHTEIPUPOBATh HEHPOHHBIC METOBI B MIPHUIIOKCHHS KOMITBIOTEPHOM rpaduKu.

Knroueswvte cnosa: xoMrploTepHas Tpaduka, pEHICPUHT PEaTbHOTO BpEMEHH, HEHPOHHBIC CETH, (DYHKIIUU JUCTAHIIHH
CO 3HAaKOM.

A comparative study of the performance of neural models for computer graphics
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Abstract. This paper presents a performance study of different approaches to the implementation of neural models in
computer graphics applications related to the representation of surfaces and materials of three-dimensional objects. Four
different methods are considered, among them both universal, supported on most devices, and those that use specialized
hardware capabilities. Experimental studies are performed on two tasks: representing a surface as a neural distance
function and representing a bidirectional reflectance distribution function as a neural model. The results show significant
differences in performance between the methods. The findings of the study allow us to provide practical recommendations
for developers seeking to integrate neural methods into computer graphics applications.
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Beenenue

CoBpemeHHasi KOMIBIOTEpHAs rpadrka IepeXKHBaeT 3HAUNTEFHbIE N3MEHEHNS, CBA3aHHbBIE C BHEIPEHUEM
TEXHOJIOTHA WCKyccTBeHHOro wmHTewiekta (M) B cymiecTByromue aaropuTMbl peHaepuHra. HelipoHHble
MOJXOABI K TPEACTABICHUIO T€OMETPUM W MaTepHajoB OTKPBHIBAIOT HOBBIE BO3MOXKHOCTH ISl CO3JAHUSA
BBICOKOKQUECTBEHHBIX BU3yaJIbHBIX 3(P(EKTOB, TaKHEe KaK MOJICIMPOBAHUE MHOTOCIOWHBIX MaTepHajioB [9] u
reomerpuu [11]. Kpome Toro, HelpoHHBIE MOJCIIH HCITIOB3YIOTCS B nuddepeHimpyeMoM peraepunre [12, 13]
Y MOTYT SIBJIISITHCS COCTAaBHOM YacCThIO HHCTPYMEHTOB TeHeparuBHoro MU [15].

OnHako HHTETpaLus HeHPOHHBIX METOAOB B rpauecKHe MPHUI0KEHHUS PEIbHOTO BPEMEHH CTAIKHBACTCS
C CYIIECTBEHHBIMHU BBI30BaMH Mpou3BoauTenbHOCTH [9]. Beimonnenue HelipoHHbix ceteit Ha GPU Tpebyet
TIIATEJIEHOW ONTHMHU3ALMH aJTOPUTMOB M 3(QQPEKTUBHOTO HCIIOIB30BAHUS aPXUTEKTYPHBIX OCOOEHHOCTEH
COBpPEMEHHBIX Tpaduyeckux mpoueccopoB. MoTuBauueil maHHOW paOOTHl SBIAETCS HAaXOXKACHHUE
ONITUMAJILHBIX METOJIOB BBHIIOJHEHUSI HEHPOHHBIX MOZEJIeH Ha rpadMueCcKUX Mpoleccopax.

O030p cymecTBYHOIIUX TEXHOJOT Uil

B coBpeMeHHBIX 3aJa4ax KOMIBIOTEPHOH rpaMKH IPUMEHSIOTCS Pa3HOOOpa3HbIE APXUTEKTYPhI HEHPOHHBIX
ceTel, KakAas M3 KOTOPBIX aJaNTUpOBaHa MoJ crenuguyeckue TpeOoBaHUS TpadUUecKUX BBIYUCICHHH.
Msuorocnoiiasie nepuentponsl (MLP) mmpoko Hcmonb3yloTcsl B 3ajadax TPacCHPOBKM Jyded W pacdera
OCBEILIeHUs] Omarozmapsi CBOEH CIOCOOHOCTH —AamIIPOKCHMHPOBATh CIIOKHBIE (DYHKUUM W3Iy4eHUS |
orpaxenus [1]. CBeprounsie HeriponHble cetd (CNN) HaxomaT MpUMEHEHHE B 3a/1a4yaxX [IyMOIIOABICHUS U
MOBBILIEHUST Pa3pelieHus] M300pakeHHd, T7i¢ MPOCTPAHCTBEHHAs KOPPENSIMS AaHHBIX HIPacT KIIOYEBYIO
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ponb [2]. PexyppenTrbie apxutekTypbl, BKitodas LSTM u GRU, npuMeHst0TCS Isi BpeMEHHOH cTa0Mn3aiuu
B aJITOPUTMAaX II00ATEHOTO OCBEIICHUS [3]. APXUTEKTYPhI HAa OCHOBE TpaHC(HOPMEPOB alanTUPYIOTCS IS 33124
CHHTE3a N300paKeHUH, T7Ie BayKHA CIIOCOOHOCTH K 00pabOoTKe MOCICA0BATEIFHOCTEH pa3InIHOM THHEI [4, 7].

3HauynTeNbHAs YACTh HCCIIEIOBATEIBCKHX paboT B 00JacTH KOMITBIOTEPHON rpaduky omupaeTcs Ha
OubIMoTeKH TI1y00oKOro 00yueHus olIero HazHaueHus, Takue kak PyTorch, TensorFlow. 3to 00ycnosieHo
MIPOCTOTOW HMX HCIIOJIH30BAHMSA M OOIMMPHBEIM HAOOPOM HMHCTPYMEHTOB paspaborku. Paboter [3, 6, 7, 11]
ucnonb3yoT PyTorch, omHako ero mpuMeHeHHE KOHTEKCTe TpauKH pealbHOrO BPEMEHHU COIPSHKEHO C
CYIIECTBEHHBIMH HAKJIATHBIMU PACX0JJaMH, CBSI3aHHBIMH C MHTEepHpeTaruei Python-koma 1 HEBO3MOXHOCTHIO
HU3KOYPOBHEBOH py4dHOU onTuMm3aruu. Pemenus, ocHoBanHble Ha TexHoormn CUDA, ucnons3yemMbic B
paborax [1, 5, 8], oTnMHYaIOTCS BBICOKOH CTENEHBIO ONTHMHU3AIMH 3a CUYET QJANTalMH K allapaTHBIM
BO3MOXKHOCTSM ycTpoiicTB NVIDIA, oHaKO CYIIIECTBEHHBIM HEJOCTATKOM SBJISIETCS MMPUBS3KA K KOHKPETHOU
9KOCHCTEME, YTO OTPAaHUYUBAET TOPTUPYEMOCTH PEIICHHUS Ha IPYTHE MIaT(hOpMbI U CO3AaeT 3aBUCUMOCTD OT
MIPOTIPUETAPHBIX TEXHOJIOTHH.

OTaeNbHO CTOUT OTMETHTD, YTO TPAJAUITUOHHBIE OUOIHOTEKN TITYOOKOTO 00yUSHHS ONITHMUZUPOBAHBI JIJISI
COTJIACOBAaHHOTO BBITIOJTHEHUS HEHPOHHOM CETH, TIe BXOMHBIC JaHHBIE COOpaHBl B OMWH Habop (0aTtd) u
BBICOKAs MPOITYCKHAsI CTIOCOOHOCTH JOCTUTACTCS 3a CUET MapauieIbHON 00pabOTKH OOJBITIOT0 KOJIWYECTBA
06pasnoB. OHaKO B TpaguuecKkoM KOHBeHepe MOXKET MOTPeOOBATHCS BBITIOIIHUTH HEHPOHHYO MOJIEIh TOJBKO
JUTSL 9aCTH THKCEJIOB WIIM BBITTOJHUTH HECKOJIFKO Pa3IMYHBIX MOJEJeN ¢ pa3HbIMU NaHHBIMU Ha Bxoze. Kak
OTMEUYEHO B paboTe [9], MHCTPYMEHTHI I MHTETPAITUN HEUPOHHBIX CeTEH C MOTCHIIMATEHO PACXOSAIIIIMCS
WCIIOTHEHHEM B SI3BIKM TIIPOTpaMMHpoBaHus Imeimepos, Takue kak GLSL wmmm HLSL, mpaktudecku
OTCYTCTBYIOT. lloMHMO 3TOTO, A MOBBIMIEHHWS MPOU3BOJUTEIBFHOCTH MPEINOYTHTEIHHO HCIIONB30BaTh
amnmapaTHoe YCKOPEHHME MaTpUYHOTO YMHOXKEHUs, TocTymHoe B ycTpoiictBax NVIDIA, AMD u Intel. /lanee
0o0CyTMM KakK peliaTh 3TH MPOOJIEMBI M CPaBHUM HECKOJBKO IEPCICKTHBHBIX METOJOB BBIMOJHCHUS
HEHPOHHBIX CETel B 3a/1a4ax KOMIBIOTEPHOU TpaduKu.

Onucanue ucciaegyeMbIX MeTO10B

Memoo 1: Komnurupyemvie seca

OueBuaHBIN CIOCOO — COXPAaHUTH BCE BeCa HEMPOHHOH ceTH B caMoM wieiaepe. Tak oHu OyIyT AOCTYIHBI
KOMITWJIATOPY, YTO TO3BOJIUT TIOMECTUTh UX B KAIII U MPOBECTU JOTIOTHUTEIBHBIC ONTHMU3AINY, TAKHE KaK
pa3BopauMBaHUE IMKIOB M yJaJICHHWE W30BITOYHBIX HMHCTPYKUWH. [laHHBI MeTon TpeOyeT co3maHus
OTACNBHOTO IIeHAepa U KaKA0H KOHKPETHOM HEHPOHHOM CETH, YTO YCIOXKHSIET €ro UCIOJIb30BaHNe, €CITN
TpeOyeTCsl BBIMOJIHUTD POU3BOIIBHOE YHCIIO MOJIENEH B TEUEHHE PEHACPHHTa OJTHON CLICHBI.

Memoo 2: Beca 6 Oyghepe

[Ipu naHHOM TOJXO0/E MAapaMETPhl HEUPOHHOW CETH 3arpyKaroTcsl TUHAMHYECKU B TIIO0ATBHYIO MaMATh
GPU u pmoctym K HUM OCYIIECTBISIETCS Yepe3 WHACKCHPOBAaHHME BHYTPH Iueiaepa. DTO TO3BOJIET
WCTIONB30BaTh KOJ OJJHOTO Lielepa Ui MOAeJeH pa3InyHbIX pa3MepoB, NiepeaaBas JaHHbIE 00 apXUTEKType
CeTH KaKk KOHCTaHThL. CyIECTBEHHBIM HEJIOCTATKOM SBISCTCS TO, YTO KAaXIBIH OTACIBHBIA MOTOK
MHOTOKPAaTHO 3arpykaeT MapaMeTpbl MOJCIM M3 BUJCONMAMATH. YIIYUIICHHUEM MOTJIO OBl CIIY)KHTh
WCTIONB30BaHUE OBICTPOM pazfensieMOd MaMsATH IyTeM MpeABapUTENBbHON 3arpy3KH HEOONBLIOro 4uciia
napamMeTpoB B HEE U BBHINOJIHEHHE OJIOYHOTO MAaTPUYHOTO YMHOXKEHHMS, HO JJaHHAs BO3MOXKHOCTB JTOCTYITHA
TOJIBKO B BBIYMCIHUTENBHBIX (compute) meiaepax.

Memoo 3: cuDNN

UTo0B! YCKOPHUTDH CTAHAAPTHBIC I HEHPOHHBIX CETEH OIepaluy, MOKHO BOCIIOJIb30BATLCS OMOINOTEKOH
cuDNN [10], kotopas moMumMo 3(h(HEKTHBHOIO BBHITOJHEHMS MATPHYHOTO YMHOKEHHUS TIO3BOJISCT COBMEILATh
HECKOJIBKO TTOCIIEIOBATEBHBIX ONEPaIUil B OIUH I'pad U TeM CaMbIM OIITUMHU3UPOBATH OOPAIICHHUS K TTAMSITH.
g aToro moTpedyeTcst co3aTh BXOIHBIE JTAaHHBIE B OTJEIBHOM S/IPE, COXPAHUTH UX B III00ATBHYIO TTAMSTh
GPU, 3areMm BbI3BaTh (PYHKIHIO HCIOJHEHHS MmoctpoeHHoro cuDNN rpada omepaumii U 00paboTaTh
MOJYYEHHBIN BBIXOJ] B ClieAyromeM siipe. TakuM 00pa3oM MOKHO COKPATHTh BPeMs MPSMOTO MPOX0/ia CETH,
HO TOTpeOyeTcs HMCIOJIb30BaTh JOMOIHUTENBHYIO TTAMSITh U BBI3BIBATh HECKOJBKO SAEP, UTO yBEIUIHBAET
obmMe HakiajHble pacxofbl. HemocTtaTkoM sBISETCS TO, YTO JAHHBIM METOJA JIOCTYIIEH TOJNBKO Ha
ycrpoiictBax NVIDIA u mioxo uHTErpupyeTcs B rpapuuecKuii KOHBeHep.
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Memoo 4: Annapammnoe yckoperue ¢ ucnonvzosanuem Cooperative Vectors

C HOSIBJIEHHEM 3TOTO PACIIMPEHUS I COBPEMEHHBIX rpadmdeckux API'?® crana BO3MOKHOMN peann3aius
MPSIMOTO MPOX0JIa HEHPOCETH, COBMECTHMAs C CYIIECTBYIOIIEH MOEIBIO0 IPOTPAMMUPOBAaHUS IpapruecKux
meinepoB. Ero 1mems — mpemocTaBUTh BBHICOKOYPOBHEBBIM WHCTPYMEHT Ui ONHCAHHS MaTPUYHOTO
YMHOXEHHS B KOIe IIeiepa, B KOTOPOM KOMITHIISITOP OTBEYAET 32 00beJUHEHNE BXOTHBIX BEKTOPOB C Pa3HBIX
MOTOKOB B MaTpHILy s 3 EeKTUBHOTO MEPEMHOKEHHUS C UCTIONB30BaHHEM TEH30PHBIX sijiep. Pacmpenne He
TpedyeT, uToOBI JaHHBIC B Pa3HBIX MOTOKaX OBLIN OJMHAKOBBIC, UYTO IO3BOJISIET 00pabaThIBATh HECKOIBKO
HEUPOHHBIX MoJienield B ojiHOM Ieiaepe. [ToBbillieHrEe MTPOU3BOJIUTEIBHOCTH OXKHUIACTCA 32 CUET HESIBHOU
3arpy3KH IapamMeTpoB MOJIEIH 110 HEOOXOIUMOCTH U BBIITOJIHEHHUSI YMHOKEHHUSI MATPHII U aKTUBAIUI CIIOEB C
anmapaTHBIM yCKOpeHneM. JlaHHbIit MeTox TpedyeT MoaAep KKH pacinpeHns B rpaduaeckoM apaiiBepe.

OTH METONBI BHIOpAHBI IS HCCICIOBAHHUS IO CIEAYIOMHUM NpuduHaM. Mertoabl 1, 2 MOTYT OBITH
pean3oBaHbl TMPH TIOMOIIM CTAaHAApPTHBIX omepanuid rpadgudyeckux APl modToMy NpUMEHUMBI Ha
OoNBIIMHCTBE TUIaTGOPM, BKIFOYas MOOWIbHBIC. [IpM 3TOM MEpBBIA TEOPETUYECKH CIIOCOOEH TOKAa3aTh
JTYYIIYI0 TPOU3BOIUTENHHOCTD, €CIM KOMIIIATOPY YOACTCS PACIOIOKUTH TapamMeTphl MOJelnn B Oolee
OBICTpOIl TmaMATH, a BTOPOH HE 3aBHCHT OT CaMHUX I1apaMeTpoB, IPEIOCTABISET BO3MOXKHOCTh HX
JMHAMUYECKOM 3arpy3ku. TpeTuil HCIoJIb3yeT AITOPUTMbI YMHOXKEHHS MaTPHI C HAWTYUlIeH ONTUMHU3aIUen
st yerpoiictB NVIDIA, ueTBepTHIN JIETKO BCTPAMBACTCS B CYIIESCTBYIONTNH KOHBEHEp PeHICPUHTA IIPOCTON
3aMEHOM AHAJIMTUYECKUX BBIUMCICHUN Ha OLICHKY HEHPOHHOM MOIEIM U IPEIOCTAaBISET BO3MOXXHOCThH
BBITOJHEHU HEMPOHHBIX CETEW BO BCEX THUMAX IICHAEPOB, B TOM YHCIE B KOHBEWEpEe TPACCUPOBKHU JTyUeH.
B metonmax 3, 4 Taxoke nognep:kuBaeTcsi 00beAMHEHNE HECKOJIBKIX ITOCIEA0BATENbHBIX ONEPaInil, TAKUX KaK
YMHOXXEHHE MaTpPHUIIBl BXOJHBIX JAHHBIX HA MATPHIly BECOB, MPUOABICHHE MATPHIBI CABUTA, IPUMEHEHHE
(YHKIIMM aKTUBAllMM, YTO TIO3BOJISIET W30E€XKaTh MPOMEKYTOYHBIX NpeoOpa3oBaHWW MAaHHBIX IS HX
HEMpPEepBIBHON 00pa00TKU Ha TEH30PHEIX SApaX.

Onuncanue 3KCNIEPUMEHTOB

B xoze sxcrieprMeHTOB OblIa MpoBepeHa padoTa Kaska0T0 U3 METOA0B LIS Pa3HbBIX pa3MEpOB HEHPOHHBIX
Moxeneit. Metonwl 1, 2 u 4 ObutH peanmu3oBaHbl ¢ Ucionb3oBanueM Vulkan API, B MeToze 4 70MOTHUTETHHO
BkitoueHo pacmmpenne VK NV _cooperative vector. Metox 3 6w1 peanuzoBad Ha mnardgopme CUDA no
npudrHe Xopouiei coBMectumocti ¢ cuDNN. B kadecTBe s3bIka AJsl HAMCaHUs IpadUUecKuX IMIeHAepoB
WCTIONB30BANCA s3bIK Slang ¢ OTKPBITHIM UCXOOHBIM KonoM [16]. [l n3MepeHus: IpoU3BOAUTEILHOCTH B
MeToaax 1, 2 u 4 nmpumensnucs BpeMeHHble MeTku Vulkan, B metone 3 — cucteMHslit Taiimep Windows 10.
Bce skcniepuments! nposoaunuck Ha Bujeokapte NVIDIA RTX 3080 10GB c Bepcuelt npaiiBepa 572.42 B
paspemennn 1920x1080, mapameTpsl Mopeiel OblIM TpEACTaBICHBI B YMCIAX C IUTABAIOIIEH TOYKON
nonoBuHHOH TouHOCTH (float16). J{ns orieHKH 1 cpaBHEHHS METOI0B BBITIOIHEHHSI HEHPOHHBIX MoJeleil ObLUTH
BBIOpAHBI CIICAYIOIINE 3a/1auH:

1. Penoepune netiporurvix SDF.

DyHKIHSA PACCTOSHUS CO 3HAKOM B TPEXMEPHOM METPHUUYECKOM IIPOCTPAaHCTBE — oToOpaxenue R3 — R,
MTOKA3bIBAIOIIEE PACCTOSIHUE OT JaHHOM TOYKH 10 TPaHHILBI HEKOTOPOTO MOAMHOKECTBA ITPOCTPAHCTBA. 3HAK
(YHKLIMY oTpesenseT, HaXOIUTCA I TOUYKa BHYTPU MHOKeCTBa. Takue PyHKIUU SBIAIOTCS YHUBEPCATbHBIM
CHoco0OM MpeICTaBICHNS TEOMETPUH, CIIOCOOHBIM PUOIIKATh TOBEPXHOCTH, 3alaHHBIE B MHOM BHJE (M3
U3 TPEYroJbHUKOB, BOKcenn H Jnpyrue). TpagunuonHo SDF 3ajaroTcst aHamUTHYECKH IPH MOMOIIU
TEXHOJIOTHH KOHCTPYKTHBHOM OJIOUHON T€OMETPHUH, I'/Ie TIOBEPXHOCTD CTPOUTCS U3 MPUMHUTHBOB H OIepanuit
HaJ HUMH. XOTS JaHHBIM CIHOCOOOM BO3MOXKHO 33/1aTh JOBOJIFHO CIIOXKHBIE MOBEPXHOCTH, €0 TPYIHO
WCTIONB30BaTh IJIs1 MOACTUPOBAHHS POU3BOJIBHBIX 00BEKTOB. B TO jke BpeMsi HeHpOHHBIE MOAEITH CIIOCOOHBI
anMnpOKCUMHUPOBATH CIIOKHBIN CHTHAJI, TAKOH KakK (YHKLUS PACCTOSHHSA, U MOTYT SIBISITbCS HENPEPHIBHBIM H
muddepeHuupyeMbIM TpeacTaBieHueM [l11], 9To MO3BoOJSET WCHONB30BaThb WX UIA 3agad 0OpaTHOro
penaepunra [12, 13].

! https://developer.nvidia.com/blog/neural-rendering-in-nvidia-optix-using-cooperative-vectors
2 https://registry.khronos.org/vulkan/specs/latest/man/html/VK_NV_cooperative vector.html
3 https://devblogs.microsoft.com/directx/cooperative-vector
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B cpaBHenun s penpepunra SDF ucnonb3oBasicsi cTaHOApTHBIN WTEpalMOHHBIA anroputM Sphere
Tracing [17] ¢ MakcumanbHBIM unciioM maros, paBHbeIM 100. Heiiponnsie SDF Obutn 00y4eHBI METOIIOM,
MpenIoXKeHHbIM B padoTe [11] Ha moagenu Armadillo [14].

2. Mooenuposanue mamepuaios ¢ nomouvio netiporuvix BRDF.

OyHkIMK AByHANpaBieHHOTo oTpakeHus ceeta (Bidirectional Reflectance Distribution Function, BRDF)
SIBIIAIOTCS OJHMMHU W3 TJIABHBIX KOMITOHEHTOB (PHU3HMYECKH KOpPpEeKTHOro penaepuura. Heiiponueie BRDF
MO3BOJIAIOT ANMPOKCUMUPOBATH CIOKHBIE W aHM30TPOMHBIE MAaTepHalibl, KOTOpPbIE TPYAHO OIHUCATh
AHAJIMTHYECKUMHU MOJCIIAMU [9], ¥ OTEHIIMAILHO 00SCIICUNBAIOT 00JIee TOUHOE BOCIIPOU3BEACHUE PeallbHBIX
MaTepuanoB Ha ocHOBe m3Mmepenuid [18]. B skcmepumenTe ucmonp3oBanuchk Helipornasle BRDF ¢ uncmom
mapameTpoB oT 275 mo 9179 u dyukmueit aktuBarun RELU. Takke mpoBeeHO CpaBHEHHE BPEMEHH HX
BBITOJIHEHUS C KJIacCUYeCKOW aHanuTuyeckon Mmojennto Kyka-ToppeHca.
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3x48 3x64 3x128 4x128
4945 8641 33665 50177
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Pucynox 1. Heitponnas SDF, noctpoennas no monenu Armadillo npu pasHbIx pasmepax ceTtu (B 0003HaYCHUU:
KOJIMYECTBO CKPBITBIX CIIOEB, Pa3MEP CKPBITOTO CIIOs, Ha CICIYIOMIEH CTPOKE — OOIIEe YHCIIO TapaMeTPOB)
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Pucynox 2. Bpems BeimonHeHus HetiponHoit SDF mpu pa3sHoM dnciie mapaMeTpoB MOICTH
(B MUHEHHOW M JOTapu(HMHUIECKOH IIKaIax)
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Pucynok 3. M300paxkenus chepsl, MOIydeHHBIE ¢ CTIONb30BaHeM HeWpoHHBIX BRDF
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Pucynox 4. Bpems Beimonnenuns HetiporHoit BRDF mpu paznom uncie
rapameTpoB MoJeiH (B JorapupMUIECKOH IIKae)

Tabmuna 1. Bpemst BoinosiHenusi Heiiponnoii SDF

KomnnuecTBO mapamMeTpoB MOJEIH
MerTox peanusarm 3x16 3x24 3x32 4x32 3x48 3x64 3x128 4x128
625 1321 2273 3329 4945 8641 33665 50177
Cpeanee Bpemsi, MC
1. Kommunupyewmsre Beca | 4.018 15.748 | 137.843 | 209.946 | 430.141 E E E

2. Beca B Oydepe 10.797 | 33.752 | 148.149 | 207.818 | 309.995 | 561.047 |2393.544|3690.585
3. cuDNN 474.025 | 407.932 | 429.275 | 557.170 | 565.323 | 623.787 [1197.341(1572.553

4. Cooperative Vectors | 1d.277 2.014 2.650 3.673 5.131 8.787 33.703 | 61.728

Tabmuna 2. Bpemst BeinosHennsi Heifiponnoii BRDF

Merton peanuzauuu

KommgectBo mapaMeTpoB Moaen

275 779 2555 3883 5355 9179

Cpennee Bpemsi, MC

1. Kommnunupyemsie Beca

0.054 0.101 7.780 10.984 | 16.111 E

2. Beca B Oydepe

0.

079 0.207 3.263 4.727 6.560 12.119

3. cuDNN

5.

157 5.629 5.357 5.296 6.630 7.371

4. Cooperative Vectors

0.

035 0.040 0.067 0.093 0.118 0.190

Knaccuueckas Cook-Torrance

0.027
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AHaJau3 pe3yJbTaTOB

B rtabmunax 1-2 mpuBedeHbI pe3ynbTaThl 3aMepOB BpeMeHH BhiMoiHeHus HelipoHHbIX SDF m BRDF
MeTo/iaMu 1-4 pu pa3HOM YHCIIe MapaMeTPOB MOJIENH. DKCIEPUMEHTHI MIOKa3aJIH, 9TO Pa3INyusl BO BPEMEHHU
BBITIOJTHEHHS ISl OAHOM M TOH YK€ MOAETH MOTYT JOCTUTaTh TPEX MOPSAKOB. Tak, METO ¢ KOMITMIHPYEMBIMH
BECaMH JEMOHCTPUPYET OTHOCHUTEIHFHO XOPOIIYI0 TNMPOW3BOAUTEIHHOCTH NPU MAJIOM YHCIIE MapaMeTpoB
(mpumepuo m0 2000), ogHAKO 3aTEM BpPEeMS BBITIOIHCHUS PE3KO BO3PACTAET, TOCIIE YeTO BOSHUKAIOT OITHOKHU
co3maHusl KOHBeWepa B apaiiBepe (0003HaueHH Kak E B Tabmuiax) W ero NpUMEHEHHWE CTaHOBUTCS
HEBO3MOXKHBIM TIPH NAJbHEHIIEM YBEIMYCHHU pa3Mepa MoAelrd. Metoj 2 TMOKa3sIBaeT JWHEHHBIA POCT
BPEMEHH BBHITIOJHEHHAS NpPU YBETWYEHWH 4YHWCIIa TapaMeTpoB. J[ms Mmanelx Moneneil OH ycTymaer B
MIPOM3BOAUTEIHFHOCTH, HO COXpaHIeT IPUMEHUMOCT TIPH JIFOOOM pa3Mepe MOAEIH, XOTS U C CYIIECTBEHHBIMU
pacxollaMy Ha IOCTYII K maMaTi. MeTton 3, ocHOBaHHBIN Ha OnbmmoTeke CuDNN, HEeCMOTpS Ha OKHIAEMYIO
ONITUMU3AINIO, TEMOHCTPHUPYET BBHICOKHE M MPAKTHYECKH MMOCTOSHHBIE HAKIIAJHBIE PAacXOJbl, CBSI3aHHBIE C
MEPEKITIOUYECHIEeM MEXKIy SIIPaMU W CUHXPOHH3ALUEH, 4To JenaeT ero ManodpdeKTuBHBIM Ui Mojenel ¢
HEOOJBIINM YHCIOM TapaMeTpoB, 0coOeHHO B 3amade peHuaepuHra SDF, rme mpuxoauTcsi MHOTOKpPATHO
3amycKaTh pasHele sapa. [lpu momemupoBannu BRDF, ograko, oH 00X0auT MeTOABI 1-2 yKe TPy MEHBIIIHX
pasMmepax HedipoHHO# cetu. Meton 4 (Cooperative Vectors) MOKa3sIBaeT JIYUIIYIO MPONU3BOIUTECIIBHOCTE U
cTaOMIBHO paboTaeT MPH BCEX PACCMOTPEHHBIX pa3Mepax MOJIENEH.

B menmom mns 3amau penpepmara SDF B peaqpbHOM BpeMEHHM MOAXOAAT TOJIBKO MOJIENH HEOOIBIIOTO
pasMepa, TaKk Kak B TPATUIIMOHHO HCIOJB3yeMoM anroputme Sphere Tracing TtpebyeTrcs MHOTOKpaTHas
olleHKa (PYHKIMK JUCTAHIUK. 113 pacCMOTPEHHBIX METOIOB JIJIs OTOH 3a/1a4uu HanboJiee MPUMEHNUMBI MeTo 4
u metonsl 1, 2 HO TONMBKO IJIsi Hanbojee MajblX Mojeneil. byaymmue wmccriegoBaHWst MOTYT BKIIIOYATh
pa3paboTKy CIEeNHaTbHON apXWUTEKTyphl HeHWpoHHBIX SDF, IS KOTOPBIX HAXOXIACHWE XOTS OBl
npubmkenHoro pemenus Sdf (x) = 0 Oyaet BO3MOXKHO 0e3 BBITIOJIHEHHUS MOJIEITH JIECSITKU Pa3.

3agaun momenupoBanus BRDF menee TpeGoBaTeabHBI K BBIYHUCICHUSAM, W BCE METOIBI MTOKA3BIBAIOT
MIpHEeMJIEMOE BPEMsI BBITIONHEHHUS, a JUIA HEOONBIIUX MOJeNeld MeTo 4 MOCTUTAaeT NMPOU3BOAUTENHHOCTH,
CONOCTAaBUMOM ¢ KJlacCHMUYeCKOW peanuzanueid aHamutuyecko Mogaenu Kyka-ToppeHca, 4TO Jenaer
BO3MOJKHBIM MPSAMYIO 3aMEHY aHATUTHIECKUX MOJIeNel HeHPOHHBIMH.

Takum 00pa3oMm, MOXKHO clenaTth cienyrome o0oOmeHus. Meromqom | MOXHO BBIOJHATH TOJNBKO
Hebonbime Moaenu (no npumepHo 2000 mapameTpos Ha Buaeokapte NVIDIA RTX 3080), Ho oH mo3BoJIsIET
MOJTyYUTh BBICOKYIO MTPOU3BOJUTEIHLHOCTh U HE OTPAHMYCH KOHKPETHOH maTdopmoii. Meron 2 moIXoauT,
€CITi HYKHO TIEPEHOCHMOE pEIIeHHe, padoTarolee ¢ JI0OBIM YHCIOM MapaMeTpoB, W 3ajada He TpeOyeT
0oJBIIOTO YKcia OLEHOK Mojenu. Metoa 3 He peKOMEeHIyeTcs Uil TpaguyecKux MpUIOKEHUH peaTbHOTOo
BPEMEHHM H3-32 BHICOKHX HAKJIAQJHBIX PACXOJIOB U CIOXKHON mHTerpamnuu ¢ rpaduueckumu API, HecMoTps Ha
ero 3¢QeKTUBHOCTh B TPAJULMOHHBIX 3aJadax TIyOokoro oOydeHus. Meron 4 mpennoyTHTENbHEE, €CIH
LeJIeBBIM  000pyJOBaHUEM SBJSIOTCA COBPEMEHHBIE TpaUuecKHe YCKOPHTENH, HMEIOUIME IMOIAEPKKY
Cooperative Vectors.

3akimo4yeHue

B pamkax wnccrnemoBanusi ObUT MPOBEACH CPAaBHHUTENBHBIA aHAIM3 Pa3JIMYHBIX METOJOB BBITOIHEHUS
HEHPOHHBIX MOJENeH B 3aJadax peHAEpPHUHIa TeOMETPUH M MaTepHajoB B KOHTEKCTE Tpaduku peasbHOro
BpPEMEHH. DKCIIEPUMEHTHI BKJIIOYAIH PeATU3alliI0 U U3MEPEHUE MPOU3BOJUTEIBHOCTH PA3INYHBIX TIOJX0/10B
K BoinmonHeHnio HelipoHHeix SDF u BRDF. [lomyyenHble JaHHBIE TIO3BOJIIOT CHIENATh PsA 0OOCHOBAHHBIX
BBIBOZOB O MPUMEHUMOCTH, 3P (HEKTUBHOCTH M OTPAaHUUCHHUAX KaXI0r0 MeTo/ia. Pe3ynbTaThl MOATBEP)KAAIOT,
910 3()(PeKTHBHOE BBHIOJHEHNWE HEWPOHHBIX MOJENEH B 3a1adax rpadukyd pealbHOIO BPEMEHH BO3MOJKHO,
OJHAKO TpeOyeT TIIATeNbHOro BBIOOpa CTpaTeTHMH peajh3alidd C YYEeTOM CHEeUU(PHUKH 3aJaud U LeJIeBOi
miatdopmel. [IpenmeTom Oymymux McciaeTOBaHUNA MOXET CIYKUTh pa3pab0TKa HOBBIX METOZOB, a TAKKe
pa3BUTHE NPENTIOKEHHbIX B ITaHHOH padoTe.

HUctounnk puHAHCUPOBAHUS

HccnenoBanue BBITIONHEHO 3a c4eT rpanTa Poccutickoro Hayunoro ¢onma Ne 25-11-00054, https://rscf.ru/project/25-
11-00054/
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