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I'mOpuaHbIii MeTOA 0TOOpAKEHHUS TEHel B peaJlbHOM BpEeMEHH
JJISI CHCTEM € HECKOJILKUMH BHACOKAPTAMM

P. P. Cyaranos, I'. C. JIax, M. K. Bornanos, A. M. CyBopos
Yuusepcurer UTMO, r. Cankr-IletepOypr, Poccus

Annomayun. Kaptel TeHell — HanboJiee pacIpOCTpaHEHHbIH croco0 pacyera TEHEH B NMPWIOKEHUSX pealbHOTO
BPEMEHH, TaKUX KaK KOMIIBIOTEpHbIE WMIpbl. B naHHOW paboTe paccmMarpuBaeTcss NPUMEHHUMOCTH HCIIOJIb30BaHMS
QITOPUTMOB pa3JeNeHus 3afad MeXITy IpadUIecKMMH IPOIEeccopaMy Ha THOPHAHBIX CHUCTEMaxX C HECKOJBKHMHU
BHACOKAPTAMH JJIs yBEITMUCHHS TPON3BOIUTEIIFHOCTH CHCTEMBI B IIEJIOM. B MiccietoBaHny peyio’KeH U MPOTECTUPOBAH
ANTOPHUTM, pa3IeSIOMni TpapuuecKiii KOHBeHep MeXTy IBYMs TpapuIecKIMH IPOIeCCOPaMHU C BHIHECEHHEM pacyeTa
TEHEH Ha TOTIOIHUTEIHHYIO BUACOKAPTY, B TO BpEMs KaK Ha OCHOBHOMH BBITIOTHSAIOTCS IPYTHE PACUETHI C TOCIEAYIOIINM
KOITMPOBAaHHWEM NAaHHBIX IE€pe] OTPUCOBKOW OcCBemieHws cieHbl. s peanmm3anuu ucmonb3oBancss API DirectX 12,
TTO3BOJISTFOIINIA PEaTM30BBIBATH KPOCC-aJaNTepHOE B3anMoieicTBHE. B pe3ynbTare pa3paboTaHHBIN aJTOPUTM ITO3BOJISET
3¢ PEKTUBHO 3aJeICTBOBATh BCE JOCTYITHBIE alllapaTHBIE PECYPCHl CUCTEMBI, 00ecTIeunBast MPU TOM BBEICOKOE Ka4eCTBO
U TOYHOCTH IOJIy4aeMbIX TeHed. [Ipe/ioskeHHOe pelleHHe JIETKO BCTPaMBaeTCs B CYLIECTBYIOIIME rpaduyecKue
KOHBEHEpHl M CIIOCOOCTBYET YBEJIMUCHHIO TIPOU3BOJUTEILHOCTH THOPUAHBIX IpaIecKuX CHCTeM 0e3 3HaYMTEeNIbHbBIX
JIOTIOJTHUTEJBHBIX 3aTpar.

Kniouegvle cnosa: xapThl TeHel, KackaaHble KapThl TeHel, DirectX 12, Multi-GPU, komnblotepHas rpaduka

Hybrid method for displaying shadows in real-time in systems with multiple GPUs

R. R. Sultanov, G. S. Lyakh, M. K. Bogdanov, A. M. Suvorov
ITMO University, Saint Petersburg, Russia

Abstract. Shadow maps are the most common method for calculating shadows in real-time applications such as video
games. This work explores the applicability of task-splitting algorithms across multiple graphics processors in hybrid
systems with several GPUs to improve overall system performance. The study proposes and evaluates an algorithm that
distributes the graphics pipeline between two GPUs, offloading shadow computations to the secondary graphics card
while the primary one handles other rendering tasks, followed by data copying before the final lighting pass. The
implementation was based on the DirectX 12 API, which enables cross-adapter communication. As a result, the developed
algorithm efficiently utilizes all available hardware resources while maintaining high quality and accuracy of the
computed shadows. The proposed solution integrates seamlessly into existing rendering pipelines and contributes to the
performance increase of hybrid graphics systems without significant additional costs.

Keywords: Shadow Maps, Cascaded Shadow Maps, DirectX 12, Multi-GPU, computer graphics

Beenenue

CoBpeMeHHBIE KOMITBIOTEPHBIE WTPbl M I'padUuecKUe MPHIIOKEHUS MPEIbIBISIOT BCE Ooliee BBICOKHE
TpeOOBaHUS K TIPOU3BOJAUTENHHOCTH TpauuecKux cucTeM. PeanncThdHas BU3yanHu3alys CLUEHBI BKIIIOYAET
MHO’KECTBO TapaljIe/IbHbIX aJITOPUTMOB: IJI00aJIbHOE OCBEIICHUE, (P HEKThI TOCTOOPAOOTKH, MOICITHPOBAHNE
CIIOXHBIX MaTepuanoB. Oco0oe MecTo cpenr 3TUX 3a7ad 3aHUMAIOT TeHH B PEAIbHOM BPEMEHH, TTOCKOJIBKY
OHHM OJHOBPEMEHHO TIOBBHIMIAIOT BH3YAIbHYIO JOCTOBEPHOCTb CIEHBI W SIBIAIOTCS OZHMM W3 Hambolee
PECYPCOEMKHX 3TANlOB PEHEPUHTA.

Tpamunuonusie Meronsl MyiabTH-GPU pennepunra, Takue kak Alternate Frame Rendering (AFR) u Split
Frame Rendering (SFR), xopo1iro u3y4eHbl 1 MPUMEHSIINCH B TpadUUIECKUX CHCTEMAaX IPOIIUIOTO TTOKOJICHHS.
OpHako WX WCIONB30BAHWE B IOTPEOHWTENHCKUX YCIOBUSX orpaHmdeHo: AFR monsepikeH mpobOiieme
MEXKaJPOBBIX 3aBHCUMOCTEH M BBICOKOW 3a7epkke BBoAa, a SFR TpeOyeT 3HauMTENbHBIX 3aTpar Ha
CUHXPOHHU3AIMIO U TIepeady NaHHbIX. [loaToMy Bo3HMKAaeT HEOOXOAMMOCTh B HCCIICIOBAaHUH 00Jiee THOKIX
MOJXO0JI0B, B YaCTHOCTH — THUOPUAHOTO PEHICPUHTA, TPU KOTOPOM PA3JIMYHBIC 3Tambl TpaduyecKoro
KOHBeHepa pacrpenensroTces Mexay Heckonbkumu GPU.

llenp pmaHHOW pabOTBI — WCCIEAOBATh BO3MOXKHOCTh BBIHGCEHHS TIOCTPOCHMSI KapT TEHEH Ha
JIOTIOJTHUTEIBHBIN TpadundecKuii mporieccop (B TOM YUCIIE HHTEIPUPOBAHHBIN) U ONIPEACTUTH d3PHEKTUBHOCTh
MoJO0OHOTO pacIpeleNeHns] B YCIOBUSIX ITOMALIHUX CHCTEM C OTPaHWYEHHOW MPOMYCKHOW CIIOCOOHOCTBIO
mexcoeanaenus (PCI Express).
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B atoii pabore:

1) mpeanoxeHa U peau30BaHa cxema TMOPUAHOTO PeHIEPUHTa, IPH KOTOPOH BBIUMCICHHE KapT TeHEH
BHITIOJIHSIETCS] HA BeroMorareabHoM GPU, a ocHOBHO# aganTep oOpadaThiBaeT OCTaJIbHBIE CTaIuN KOHBEHEpa;

2) moKa3zaHa MPUMEHUMOCTh TAHHOTO MOJXO0Ja Ul KOHQUTYpaluidi ¢ MHTETPUPOBAHHBIM M AUCKPETHBIM
GPU 6e3 ncnoiap30BaHusl CIENHATH3UPOBAHHBIX BBICOKOCKOPOCTHBIX HHTepdeiicoB (NVLink, XGMI);

3) mpoBEAEH aHAIHU3 MPOM3BOANUTEIBHOCTH M BBISIBICHBI YCIOBUS, TPH KOTOPBIX MEXKaTaNTEPHBIH 00MEH
HE HUBEJIMPYET BBIMIPHIII OT BEIHECEHUS PacuéTa TeHeH.

0O0630p

Jist cuctem ¢ Heckombkumu GPU cymecTByloT Tpu 0a30BBIX KJlacca pacHlpeleicHUs paboTHI:
mexkaapoBoe (AFR), skpanno-mpoctpanctBeHHoe (SFR) u ¢dyHkunonansHo-3amauHoe (rubpugHoe, 1O
cTagusiM KoHBeiiepa). Takas kmaccudukanusi BOCXOAMT K KIACCHUECKHMM paboTaM MO MapauiebHOMY
pernepunry [1,2] u ceromHs peanusyema cpeicTBaMH coBpeMeHHBIX rpaduueckux APL. B psge o630poB
MOJYEPKUBACTCS, YTO BEIOOP CXEMBI pacpeIeNeHuUs BEIUMCIICHUH ONpeaesieTcs apXUTEeKTypOl coeTMHEHNI
U XapaKTepoM pelIaeMbIX 3aaad [3,4].

1. Alternate Frame Rendering (AFR). Kaxneiii amantep penaepur cBod Kaap (Hampumep,
gyéTHbIe/HeueTHBIC). [IpenMyIecTBa: mpocTas AEKOMIO3UINSA M HU3Kasl CBA3HOCTh MEXIY HCHOIHUTEISIMH
[5,6]. HemocraTkm: poCT TOMHOW 3aACep>XKW BBOJA-BHEIBOJA HA OIWH Kanp, «MHKpocTarrepy [5] mpu
HEOJJHOPOIHOCTH IPOU3BOAUTENBLHOCTH alallTePOB, HEOOXOAUMOCTh MOJIHOMN PEIUIMKAIIMU PECYPCOB (CLICHBI
u cocrosHui) Ha KaxkmoM GPU [7], a takke yxymmenue 3(h(HEKTHUBHOCTH MPH HATMYAU MEKKAIPOBBIX
sapucumocteir (TAA, TSR, SSR, BpeMeHHbIC TEHH W HAKONMTEIbHBIC (QHIBTPHI), XapaKTEPHBIX IS
COBpEeMEHHOTo peHaepuHra. Ha mnpakTtuke Tteopernueckas Onm3Kas K JIMHEWHOW MacIITaOMPyeMOCTb
JIOCTUTAETCS PEIKO.

Pexxum AFR wucrtopudeckn mnomaepkuBaics aApadiBepHbiMH TexHodorusamMu  SLI/CrossFire wu
CHEeNMATN3UpOBaHHBIMU pexuMaMu Bpoge VR SLI [8-10], onHako B COBpeMEHHBIX JpaiiBepax MOIIEpKKa
nocreneHHo cokpaiaetcs [8,9]. CoBpeMeHHbIE pabOTHI TaKKe OTMEUYAIOT HU3KYIO dektuBHOCTE AFR B
YCIOBHSIX MITUPOKOTO UCITOIB30BAHUS TEMIIOPATBHBIX aTOPUTMOB [6,11].

2. Split Frame Rendering (SFR). Kagp memuTcs Ha pernoHBI dKpaHa (WM H300pakKeHHE COOHpacTCs
KOMITO3HUIIMEH YaCTHYHBIX PE3yJIbTATOB), KK PErHOH/TIOAKAApP OTpHUCcOBbIBaeTcs Ha cBoéM GPU[12,13].
JlaHHBI TIOIXO0T aKTUBHO HcciemoBaincsa HauuHas ¢ 1990-x romo [2,13]. [IpenMyrmiecTBa: MOTEHITHAIBHO
JTydqmas 0aJaHCHPOBKA Harpy3KH IO CLIEHO-3aBUCHMON CIIOKHOCTH PErMOHOB, IOHM)KEHHAs 3aJepkKKa I10
cpaBHernto ¢ AFR. Hemocratku: HeoOXoanMocTh IyOnMpoBaHHS/paclpenesieHuss TeOMETPHH, CIOXKHAs
CHUHXPOHHM3AIUS TP TPO3PAYHOCTSAX M IEPECCUCHHUAX DPETHMOHOB, BBICOKHE TPEOOBAaHHS K MPOIYCKHOM
CIOCOOHOCTH MEXCOEINHEHHUS PH KOMIIO3UIIH UTOTOBOTO H300pasKeHHsI.

Bonee nmozaaue paboTh! MpeATIoKWIN ONTUMHU3ALUH: COKpAIICHUE YHCIIa TIepeJaBaeMbIX TPUMUTHBOB [ 14],
accouuaTtuBHas komnosuuug B CHOPIN [15], ucnons3oBaHue HepapXuuecKux CTPYKTYp JUisi kKommo3uiuu [ 16].
OnHako Bce 3TH peIIeHUs NPEIbBIIIOT BHICOKUE TPeOOBaHH K IPOILYCKHOM CIIOCOOHOCTH MEXCOEIMHEHUS U
mamsita [17].

CoBpeMeHHBIE cHCTeMBl MacmTadupyroT SFR 1o mecarkoB miat 3a cUéT mapajieIbHOW KOMITO3HITHH:
CHOPIN[15], MCM-GPU [18], paboTs! o pacnpeaeieHHbM GpeiimOydepam [12,19]. OHn 1eMOHCTPUPYIOT
XOPOIIYI0 MacCIITaOUPyEeMOCTh, HO TPEOYIOT JIMOO CIelUaIn3upOBaHHbIX Mekcoenuueruit (NVLink, XGMI)
[20,21], 1100 BBICOKOIIPOM3BOAMTEIBHBIX ceTeBbIX TexHomoruii (Infiniband, RDMA) [13].

3. I'n6punneiit Multi-GPU pennepunr. Pasnblie cTagnn koHBeliepa 3akperuisitores 3a pazasimu GPU: onuH
CUMTAET TCHU/TEOMETPUIO/TIOCTOOPAOOTKY, BTOPOIl — OCHOBHOM Kaap, U T.4. [22] [IpeumyIuecTBa: CHHKEHUE
Harpy3ku Ha «rnaBHbI» GPU M BBICOKOE MEpeKphITHE O BPEMEHH, OCOOCHHO ISl CTaguil ¢ HU3KUMH
MEXXKaIpPOBBIMH 3aBHCUMOCTSIMA M KOMIAKTHBIM BBIX0JOM (Hampumep, shadow maps, Hi-Z, SSAO).
HenocraTku: HEOOXOOUMOCTh SBHOTO YNpPAaBJICHUS OOMEHOM MaHHBIMH M CHHXPOHH3AIUEH, & BBIMTPHILI
OrpaHHUEH I10JI0CON IPOIYCKAHUS MEXCOEIMHEHHUS U 3aTpaTaMu Ha KONUPOBaHMUE.

Meron ocobenno sddextuBen Tam, tAE Tsrage@acru > Tcopy + Toverheadas [23], TO ecth ecim
JUINTENIBHOCTD cTazuu Ha ocHOBHOM GPU 3HAuMTENbHO NMPEBBILIACT CyMMY BPEMEHHU IIE€peAayd aHHbIX U
HaKJIaHBIX PacXoJ0B, TO €€ BBITOMHO BhIHECTH Ha BTOpoit GPU. B TakoM ciydae KOIMMpPOBAaHHE MOYKHO
TTOJTHOCTBIO CKPBITh TIOJT APYTUMH cTamusamu [23].
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B otimune or CHOPIN u ananoruunsix pemenuii [15,18], B nanHO# paboTe paccMaTpUBarOTCs ClIEHApUU
nomamnux [1K, roe:

e B3aumoJeiictBue orpannueHo PCle (Gen3/Gen4/Gen5) [24, 25];

e otcyrctByeT NVLink/XGMI [20, 21];

e BO3MOXHBI rereporennbie mapsl GPU (mampumep, NVIDIA + Intel uwnmn NVIDIA + AMD), uro
MoTYEPKUBACTCS B PAJIE MCCIIETOBAHUH 110 TETEPOTEHHBIM BBIYUCICHUSM [26, 27].

APIl-acniektbr (Direct3D 12, Vulkan). B Direct3D 12 peanuzoBanbl nBa cueHapus: linked-node st
«CBSI3aHHBIX» YCTpoWcTB M explicit multi-adapter anst pa3HOPOAHBIX (BKIIOYAs CBS3KH «JIUCKpeTHas +
MHTETpUpOBaHHas»). [loxgnepskuBaroTcst Kpocc-aganTepHble pecypehl U heap’sl M MeXamanTepHble KOINY;
CUHXpOHHM3alUs — depe3 Mexanantepueie fences. B Vulkan ananormynas (yHKIMOHAIBHOCTH
npenocTapisercs yepe3 device groups v BHEITHIOKO TaMATh/ceMadopbl. ITH MEXaHU3MBI SIBIISTIOTCS 02301 st
THOPHUIHBIX CXEM C MIEPEHOCOM OTIENbHBIX cTaauii Ha BTopoir GPU.

B notpeburensckux [1K oomen mexmy agantepamu varie Bcero uaet mo PCle; ero mukoBas mporryckHas
CHOCOOHOCTh OTPaHMYMBACT Pa3Mep U KOJIMYECTBO MEXKaaNTepHbIX Konwid. B paboumx cranmmsx u HPC
noctyrabl NVLink 1 XGMUI/IF Link ¢ cymecTBeHHO OONBITUMU CKOPOCTSIMH U 00JIee HU3KHMU 33JICPKKaMU
[18,19,26], oqHako Takure KOHPUTYpAIIMH HEXapaKTepHBI IS «IOMAIIHUX» CHCTeM. BriOop crpaternn ooMeHa
JTAHHBIMH ¥ 9aCTOTHI CHHXPOHN3ALNH TOJDKEH YYUTHIBATH NMEHHO 3TH aIlllapaTHBIC TPAHHIIBI.

Meton Shadow Maps mHUpoOKO HCHONB3YETCS JJISI PEATHCTHYHOTO OTOOpaKEHUsI TeHEW B TPEXMEpPHOMN
rpaduke. OH ObUT BIIEpBEIE pe ioskeH B 1978 rony [28] u ¢ TeX mop NpUMeHseTcsl Kak B o(praiH-peHIepuHTe,
TaK M B peaJbHOM BpeMeHH. Ves 3akimodaeTcs B TOM, YTO CIIEHA PEHAECPHUTCS C MO3HUINH HCTOYHUKA CBETA B
Oydep rayounsl (shadow map), mocie 4ero OCHOBHOW KaJp OTPHUCOBBIBACTCS M3 KaMephbl C CPaBHEHUEM
TIIyOMHBI KaXKI0TO MHKCeNs co 3HaueHHeM u3 shadow map. 3ToT MeTox mo3BossieT OBICTPO MONTydaTh Kak
JKECTKHE, TaKk W MITKAE TEHHW, MOJACPKMBAaeT JI00bIe HCTOYHUKM CBETa M HE TpeOyeT CIOXHBIX
reOMETPHUYECKHUX BBIUMCIICHHUH (B OTIHYHE OT stencil-teneit) [29].

Opnako knaccuyeckre Shadow Maps HIMEIOT OrpaHMYEHHOE pa3pelieHre TEKCTYPhI TTyOHHBI, U3-3a Yero
pu OOJIBILIOM PACCTOSHUH WM OOJIBIIOM YTiie 0030pa TEHH CUIIBHO HCKaXKaroTCs (BOSHUKAET IEPCIIEKTUBHBIN
«anuacury, cM. puc. 1). Ilpu ynaneHun xamepsl OT 3aTEHEHHBIX OOBEKTOB HECKOJIBKO MHUKCENel sKpaHa
MOTYT MPOELMPOBATHLCS HA OIMH MUKcen shadow map, IpuBOAS K Pa3MBITHIO U «CTYTIEHYATHIMY apTedakTam.
[Ipobnema mepcrneKTUBHOTO ANMACHHIA CUMUTAETCS OJHOW M3 CaMbIX CEPbE3HBIX MPH HAJOKCHUU TEHEW B
pearbsHOM BpEMEHHU.

Pucynox 1. JlemoncTpamnms mpo6iaeMsl aarnacuHTa

Perspective Shadow Maps (PSM) [30] ucrionb3yeT nepcreKTUBHYIO MPOSKIIUIO OT KaMEPhl, YTO TOBHIIIACT
TUIOTHOCTh TE€HEH Ha OJMKHHUX PACCTOSHUSX, HO TIPUBOJIUT K MCKKEHUSIM Ha JanbHuX. Metoxn Light-space
Perspective Shadow Maps (LiSPSM) [31] ynydmiaet 5Ty Uero, yIUThIBas TCOMETPHUIO CIICHBI U HAITPaBJICHUE
cBeTa Ipu (HOPMHUPOBAHHUHU MTPOESKIIUH, YTO 0OECIIEYNBAET JIydlllee pacipeelieHne IIOTHOCTU TeHel. Taxke
Obu1 mpemnoxkedn wmeron Trapezoidal Shadow Maps (TSM) [32], B kotopom ¢opma shadow map
nedopMUpyeTCs B TpaIeIUio, TPUOIIKEHHYIO K 001acTH 0030pa KaMephl, 4TO yMEHbIaeT aliasing. Jpyrue
MeToJTbl, Takue kak Sub-pixel Shadow Mapping [33], HampaBlieHBI Ha MOBBIIICHUE KAYECTBA TEHEH 3a CUET

156 September 30 — October 2, 2025, Yoshkar-Ola, Russia



IpaguKon 2025 Peanucmuunas xomnviomephas epagpuka u 8bI4UCIUNENbHASL ONMUKA

Oonee TouHoW ¢uiubTpanuu rpanuu, a Irregular Z-Buffer [34] ucnonp3yeT mydeBoe moctpoeHue Oydepa
TITyOMHBI, TIONHOCTBIO M30aBISSICh OT peryisipHod cetku shadow map. OgHako o6a 3TH MeTona TpeOyroT
BBICOKOW BBIYHCIIHTEIEHOW MOIITHOCTH H CIIOKHBI B pEai3aIliy.

Taroke 1y yaydiieHHs pacrpeaeiieHus pa3peleHus 0 rTyOruHe CIIeHbI ObUIH MpeyioskeHsl Parallel-Split
Shadow Maps [35]u Cascaded Shadow Maps (CSM) [36]. B atux MeTogax mupamMuaa BUAMMOCTH KaMEpbl
(bpycTym) pazdbmBaeTcs Ha HECKOIBKO JHAMa30HOB (KaccazoB), KAKIBIA U3 KOTOPBIX TTOKPHIBACT CBOIO YaCTh
CIICHBI M UMeET CBOIO shadow map. DT0 MO3BOJISAET BBIACIUTD OOJBIIYIO TEKCTYPY U 00JIee BHICOKOE pa3pelieHUe
TeHeH Jyis OJIM)KHETO JINara3oHa, TJe Ka4eCTBO 0COOCHHO BaXKHO, ¥ MEHBIIIE — JUIS TATBHUX OOBEKTOB.

CoBpeMeHHbIE rpadUUecKue JIBIXKHU TAKKe MPUMEHSIOT OoJiee CIIOKHBIC TEXHUKH: BUPTYaIbHbIE KapThI
tenedt (Virtual Shadow Maps) [36] Garogapsi KOHIEIIIUN BUPTYaIbHBIX TEKCTYP [37] MO3BOJISAIOT CO31aTh
KapThl TEHEH OYECHD BHICOKOT'0 BUPTYaIBbHOTO pa3peteHus (Harpumep, 16384x16384 B UES) ¢ nuHaMudeckoi
3arpy3Koi CTpaHHuIl.

JJis maHHOTO HCCleaoBaHus ObLIM BeIOpaHbl MeToqsl Shadow Mapping u Cascaded Shadow Maps 1o
HECKOJIbKUM IMPHYMHAM. BO-TepBBIX, OHU SBIISIOTCS HamOoJiee IMUPOKO MPHUMEHSIEMbIMA B COBPEMEHHON
WHIYCTPUM WHTEPAKTUBHON I'paMKH, BKIOYAsh MTPOBBIC JBMKKA M CHUCTEMBbl BH3YAIM3aIlMH B pEalbHOM
BpPEMEHH, YTO O0ECIEeUnBAET MX MPAKTHUYECKYIO aKTYaJIbHOCTh. BO-BTOPBIX, 3TH aJTOPUTMBI OTINYAIOTCS
pa3yMHBIM 0alaHCOM MEXITy KaueCTBOM TCHEH U BBIYHCIHTEIBLHON CIOKHOCTBIO, YTO OCOOCHHO Ba)KHO TIPH
MMOCTpOoeHNU THOpHUIHBIX MyIbTH-GPU cuctem. B oTnmuane ot Oosiee IpOABHHYTHIX METOIOB, BRIOpaHHBIC
ITOPUTMBI 00JIaJIAI0T OoJiee TIPOCTOW APXUTEKTYPOU M Jierde MaclITa0HPYIOTCS B YCIOBUSX HECKOIBKHX
BUJICOKApT, HE TpeOys CII0)KHOW CHHXPOHHW3AIMHM WM HECTaHJAPTHBIX 3TaloB peHpepuHra. Kpome Toro,
Virtual Shadow Maps, x0T ¥ 0O0ECIEUHUBAIOT OYEHb BBICOKOE KayeCTBO, IIOKA OCTAIOTCS CIIHIIKOM
pecypcoéMKUMU U TpeOyIOT TECHON WHTErpanud ¢ KAaCTOMHBIMH PEHJIIEpEpaMH, YTO 3aTpPyAHSAET HX
MPUMEHEHUE B THOPHUIHBIX cHCTeMaxX 0e3 TiTyO0OKOro BMEIIATeIhCTBAa B JIBIXKOK. TakuMm o0pa3om, BeIOOp
Shadow Mapping 1 CSM no3BoJsieT ucciieoBaTh NPOU3BOIUTEIBHOCTD U MACIITAOMPYEMOCTh KJIaCCHIECKUX
QITOPUTMOB B YCIIOBUSX MYJIbTHAIANITEPHON apXUTEKTYPBI, COXPaHSIsi TPUMEHUMOCTD IMOJTYYCHHBIX PEIICHUN
B PCANTbHBIX MPOCKTAX.

IHocTanoBka 3agaun

Llenp maHHOTO MCCIIEAOBAaHUS — PeaIn30BaTh U CpaBHUTH MeToAbl Shadow Mapping u Cascaded Shadow
Maps B KOHTEKCTE THOPHIHBIX TpapHUUECKUX CUCTEM C HECKOJIBKUMH BHAcOKapTamMu. OCHOBHOE BHUMAaHHE
yaensiercsi pa3paboTke u TecTupoBaHuio MylnbTH-GPU Bepcuil 3TMX anropuTMOB, B KOTOPBIX PAcUéT KapT
TEHEeW MepPEeHOCUTCS] Ha MAOMOJHUTEIbHBIM rpaduyeckuil mporeccop, B To Bpems kak ocHoBHod GPU
BBITOJIHSIET OCTANIbHBIE 3Talbl peHaepuHra. Takum 00pa3oMm, 3a1a4a COCTOUT B TOM, YTOOBI:

1) peanuzoBate ob6a anroput™a (Shadow Maps u Cascaded Shadow Maps) kak B 0JHOIIPOLIECCOPHOI
KOH(UTYypaLuy, Tak ¥ B KOHGUrypanuu ¢ Heckonskumu GPU;

2) U3MEPHUTD U CPABHUTH POU3BOAUTENHHOCT (BpeMs peHaepuHra kaapa, FPS) B 06oux pexxumax paboTsl
IUIS1 pa3HBIX CLIEH U HA0OPOB BUIACOKAPT;

3) onenuts, naét au multi-GPU peanuzanus npenMyIiecTBO B CKOPOCTH MO CPABHEHHIO C KIIACCHYECKOM
OJTHOTIPOLIECCOPHON CXEMOI;

4) mpoBeCTH aHaJIN3 MOITYUYECHHBIX TaHHBIX, YTOOBI ONPEAETUTh, B KAKUX YCIOBHUAX UCTIONB30BaHNE BTOPOH
BHJICOKApPTHI Hanboee 3P PeKTUBHO.

Teopus

B pannoli pabote pacy€T KapT TEHEH IONHOCTHI0O BBIHECEH Ha BCIIOMOTATCIBHBIM amantep (B T.d.
unterpupoBanubiii GPU), B To Bpems kak ocHoBHOM GPU mapamiensHo BoimonHseT G-pass v 3G (HeKTsI,
He 3aBucsme or TeHeil. [1o rotoBHOCTH shadow maps BBITIONHSETCS KPOCC-aJaNTEPHOE KOMUPOBAHUE B
JOKaNbHYI0 mamsATh auckperHoro GPU, mocie dwero 3amyckaercss Mpoxoj OcBemleHHs. JlekoMmo3umms
BbIOpaHa Kak cnmabo 3aBHUCSIIAs OT JAaHHBIX NPEABLIYIIEr0o Kaapa M HMMEIoas KOMIAKTHBIE BBIXOJHBIC
pEeCypChl, UTO IIO3BOJIIET MEPEeKPHITh OOMEH C OCHOBHBIMH CTaAWMsIMH M MHHHMH3HPOBATH IPOCTOM.
Peanusarus onupaercs Ha Mexanu3mbl Direct3D 12 explicit multi-adapter u kpocc-amanTepHbie pecypcsl [38].
CxeMma anropuTMa MpeAcTaBlicHa Ha Auarpamme (puc. 2).
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Pucynok 2. /lnarpamma axruBHOCTH multi-GPU Shadow Mapping anroputma

Knaccnueckuit anropurm Shadow Maps 6a3upyetcst Ha peHIEpUHTEe CIICHBI U3 TOYKH 3PCHHUSI HCTOYHUKA
CBETa U CpaBHEHUH IITyOUH. Ero aTansl 00BIYHO TAKOBHI:

1. Co3nanne shadow map: clicHa PEeHICPUTCS C HO3MIIMKA MCTOUYHHKA CBeTa (OOBIYHO C MCIIOIb30BAHUEM
opTorpapuueCcKOr MU MEPCIICKTHBHOM MPOSKIMH, B 3aBUCUMOCTH OT TUIIA CBETA), IPH 3TOM IMUIIETCS JTUIIh
Oydep rnyouns! (puc. 3). [lonyueHHas kapta TJIyOHMHBI XPaHUT PACCTOSHUS A0 OIMIKANIIMX MOBEPXHOCTEH
OTHOCHUTEIILHO CBETA.

Pucynox 3. IIpumep shadow map

2. OTpucoBKa CIIEHbI KaMephI: 3aTeM BBIMIONHSIETCS 00BIYHAsl OTPHUCOBKA CLIEHBI C TOUYKU 3pEHHSI KaMephl, HO
TPH BBIYUCIICHUH OCBEIICHHUS I K&KI0ro (pparMeHTa JONOIHUTENEHO OIpeiesisieTcs ero KOOpAXHATa B CUCTEME
KOOp/IMHAT CBETa U CPABHUBAETCS €ro IIyOMHA C COOTBETCTBYIOIIUM 3HayeHHeM u3 shadow map. Eciu riryGuna
¢parmenTa 6ombie, 4eM B shadow map, To 3TOT )parMeHT HEBUIUM IS CBETA M IOJDKEH OBITH 3aTCHEH.

Takum oOpazom, Shadow Maps mMO3BONAIOT OBICTPO ONPENEITHTH TEHEBBIE YYAaCTKH 0€3 CI0KHBIX
BBIYUCIICHUI B MPOCTpaHCTBE M300pakeHus. HemocTatkoMm meTona sIBIsieTCS OrpaHMYCHHOCTh pa3pelIeHust
KapThl TyOuHbl. [Ipn HEOOXOOUMOCTH MOKPHITH OOJNBIION 00BEM cLieHBI OAHA TeKCTypa shadow map He
COJICPKHUT JIOCTATOYHO MHKceJel, 4ToObl 00ecleunTh IUIAaBHBIE TEHH Ha OONBIIMX PACCTOSHHAX. DTO
MPUBOJIUT K apTedaKTaM NepcreKTuBHOro uckaxenus Tenei (blocky shadows, mepcrexktuBHbIi «aliasing).

Merton kackagHbix TeHeBBIX KapT (CSM) pemraeT 3Ty mpoOiemy 3a cu€T aganTUBHOTO pachpenecHus
paspelieHusl mo paccTosHuio. Ero cyTh 3akiodaercss B pa3ieleHUM NHpaMuAbl BUAMMOCTH KaMephl Ha
HECKOJIBKO IWANa30HOB (CIUIUTOB) 1o TyOuHe (puc. 4). bimxkalimue kK kaMmepe 0OBEKTH MMONaJaloT B IIEPBBIT
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CIUTMT W 3aTCHSAIOTCSA C TOMOIILI0 TiepBoii shadow map, BTOpo#l quama3oH — ¢ TIOMOIINBI0 BTOPOH KapThl
IyOuHBI ¥ T.7. [Ipy 3TOM OJIMKHUM TMana3oHaM KaMephl BBIJCISETCS MEHbINAas 00JacTh MPOCTPaHCTBA (HO
Ha TO¥ e TekcType shadow map), 4To MOBBIIIAET IIOTHOCTh MUKCEICH TEHEH TaM, rae TpeOyeTcs 0oJbiie
netaneit. Jlns qanbHero AuarasoHa UCIOJIb3yeTCs OTAeIbHAsI KapTa TeHEH, MOoKphIBaromas 00Ibinui 00bEM,
HO €ro MoTepsl B Ka4eCTBe MeHee 3aMeTHA Ha YIaJICHHH.

Ha pucynke 4 wu300pakeHO THUIIMYHOE pa30WECHHE NHpPaMUABl BHIAMOCTH Ha TpH Kackaga IIpH
ucnonb3oBanu CSM: OMKHHIA KacKaln (CaMblii MajieHbKMH O00BEM) IMONIydaeT CaMyl KPYIIHYIO YacTb
paspeleHusi, TaTbHUH — MEHBINYI0. J[JIsl KaXKJ0ro CIUIUTAa BBIYUCISIOTCS COOCTBEHHBIE MATpUIBI BUJIA U
MIPOCKIMH CBETA, YTO JAaET BO3MOKHOCTh 00JIee TOYHO 1Moa00paTh 001acTh penaepunra shadow map moj 3tot
nana3oH. braromaps TakoMy pa30HEHHIO TCHEH MOBBIIIASTCS KAYeCTBO BOJM3HM KaMephl, a TATbHHE 00IacTh
P HEOOXOMMOCTH PUCYIOTCS OoJjiee Tpy0o.

Anroputm CSM M0OXHO (OpMaIn30BaTh CICAYIOUMMH IIaraMu:

1. Pa30uth frustum kamephl Ha N JUAMa30HOB 10 IIIyOHHE.

2. Mlpu pennepunre shadow map: A Kaxaoro JWana3oHa BBIYMCIUTH MATPHII BHUAA M MPOCKIMU
WCTOYHUKA CBETA M OTPHUCOBATH CIICHY B OTJEIBHYIO TEKCTYPY TTyOHHEI.

3. [lpu GuHATBHOM OTPUCOBKE CIEHBI: JJIsl KaXIOro (hparMeHTa ONpeleluTh, K KaKOMy JIHaa3oHy OH
MPUHAIICHKUT, ¥ UCTIOJIB30BATh COOTBETCTBYIONIYIO KapTy TITyOWHBI JIJIsl TPOBEPKU TCHH.

7 7
— v /
= \V

Pucynok 4. Pa3nenenue mpocTpaHCTBa Ha KacKaabl, OTMEUCHHBIE Pa3HBIM IBETOM

OcHoBHO# Henmoctarok CSM — yBenMueHHE 4MClIa MPOXOJOB PEHAECpPUHra TEHEBOM KapThl. Eciam B
0OBIYHOM ATOPUTME JOCTATOYHO OJTHOTO PEHJEPA CIICHBI OT CBeTa, To B CSM Takux mpoxooB n (110 YHCITy
KacKaJioB). DTO TpeOyeT JOMOTHUTEIHHBIX BBIYMCICHHH U MOXeT cHIbKaTh FPS. Tem He MeHee B 3amauax
0OJIBIIUX OTKPBITHIX MUPOB U IPH JANBHUX IIAHAX 3Ta 3aTpaTa ONpaBaHa 3a CYET BUAMMOTO YIYUIICHUS
KauecTBa TeHel (YMEHbBIIIEHUS apTe(aKToB).

Pe3yabTaThl 3KCIEPUMEHTOB

B pamkax skcnepuMmeHTa OBUIM TPOBEIECHBI 3aMepbl BpeMeHW peHuepunra u FPS Ha pa3muaHbix
KOHUTypanusx o00opya0BaHUs. BTN MPOTECTUPOBAHKI JBe peanu3anuu anroputMoB Shadow Mapping u
Cascaded Shadow Maps: cranmapTHas (0Ha BUACOKapTa) U THOpUIHAS (IBE BUACOKAPTHI, C paCYETOM TEHEH
Ha BropuuHoM GPU) npu pasnuanbix napametpax SSAA (SuperSample Anti-Aliasing).

1. Shadow Mapping

Haubosee cyiecTBeHHOE yMEHbIIICHHE BpeMeHHU € = (t; — t2)/t; Ha Kajap, TAe ti — BpeMs peHICpUHra ¢
WCIIONb30BAaHMEM OJHOW BHIEOKApTHI, a t; — BpeMs pEHAEpPHHra C HCIOJIB30BAaHHEM [BYX BHIEOKapT,
sadukcupoBanHo Ha cuctemMe ¢ NVIDIA GeForce GTX 1650 u AMD Radeon(TM) Vega 8 Graphics —
yMeHblenue coctaBmio 10 % (tabmn. 1). CpenHee yMEHbIIEHHUE TS OCTATBHBIX CHCTEM TaKXKe BAPhUPOBAIIOCH
ot 5 o 10 %, neMoHCTpUPYsI IOIOKUTENBHBINA 3P HEKT OT BEIHECEHHS pacuéTa TEHel Ha BTOPYIO BUJICOKAPTY.
JIs1 maHHBIX pe3yIbTaTOB UCITONB30BaNIach cieHa "Bistro" (2 829 238 TpeyroasHUKOB)

Ha pucynke 5 mnpencraBieHbl rpaddkd BPEMEHH PEHICPHUHIA NMPH Pa3IMUHBIX MHOXKHTEIIX SSAA.
ITo pe3ynmpTaTaM BUIHO, YTO TP YBETUUICHHUH pa3peIicHUs (MHOXKUTENH 2, 4 ¥ 8) OTHOCUTEIHHBIN BBIUTPBIIIT
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oT ucnonb3oBanus multi-GPU cHmkaeTcs. HpI/I MHOXHUTEJIC 8 BBIMT'PBIII ITPAKTUYCCKU UCUC3ACT, YTO CBA3aHO
C TCM, UTO OCHOBHAA HAarpy3ka B 3TOM CJIy4ac CMCIIACTCA C pacqéTa TCHEH Ha PEHACPUHT OCHOBHOTI'O Kaapa.

Tabmmma 1. Bpemst 00padoTku Kaapa NpH UCNOJIb30BaAaHUN 00bIYHOTO MeToa Shadow Map Ha cuene "Bistro"

(2 829 238 TpeyroabHUKOB)

SSAA x1 SSAA x3
Tectupyemast cucrema
t;, MC t2, MC € t;, MC t2, MC €
NVIDIA GeForce GTX 980 0 0
+ Intel(R) HD Graphics 630 9,26 8,85 4% 16,67 16,67 0%
NVIDIA GeForce GTX 1060 0 0
1 Intel(R) UHD Graphics 630 12,20 10,99 10% 22,73 20,83 8%
NVIDIA GeForce GTX 1650 o 2
+ AMD Radeon(TM) Vega 8 Graphics 15,38 14,08 8% 27,03 24,39 10%
NVIDIA GeForce GTX 1070 o .
+ Intel(R) HD Graphics 630 7,94 7,30 8% 14,29 13,33 7%
NVIDIA GeForce GTX 1080 o o
+ Intel(R) HD Graphics 630 6,10 3,46 {07 10,87 10,20 S
NVIDIA GeForce GTX 1080 Ti 0 0
+ Intel(R) HD Graphics 630 4,98 4,52 2 8,93 8,47 0
NVIDIA GeForce RTX 2080 0 0
+ Intel(R) UHD Graphics 630 4,53 4,88 3% 741 6,76 2%
SSAA X1 SSAA X2
7.2 1
5.2
7.0 4
g 5.0 1 g 6.8
% 4.8 E 6.6 /
\ - Y 6.4 J:\"
4.6 o
6.2
0 10 20 30 2 50 0 20 30 0 50
—— NVIDIA GeForce GTX 1080 Ti —— NVIDIA GeForce GTX 1080 Ti
—— NVIDIA GeForce GTX 1080 Ti + Intel(R) HD Graphics 630 —— NVIDIA GeForce GTX 1080 Ti + Intel(R) HD Graphics 630
SSAA X4 SSAA X8
44
13.5 .
g 13.0 PES
§ § 38 1
8 1251 4
= S 36
12.0 A
34 <
11.5 A 2

0 10 20 30
—— NVIDIA GeForce GTX 1080 Ti

40

—— NVIDIA GeForce GTX 1080 Ti + Intel(R) HD Graphics 630

Pucynox 5. I'paduku BpeMeHU peHAEpHHTa P Pa3IMYHBIX MHOXHTEISIX SSAA

1. Cascaded Shadow Maps

50
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20

30

—— NVIDIA GeForce GTX 1080 Ti
—— NVIDIA GeForce GTX 1080 Ti + Intel(R) HD Graphics 630

40 50

B tpéx cuenax paznoii cnoxuaoctu — "Pica Pica", "The Town on Capital Isle" u "Bistro" — ¢pukcuposanocs
3aMETHOE COKpallleHue BpeMeHH peHnepunra B MmyiasTu-GPU Bapuanrte. Hampumep, cucrema ¢ GTX 1650 Ti
n UHD Graphics moka3zana cokparienue BpemeHu 10 49 % Ha cuene "Bistro" (tadm. 2—4). Cuctema ¢ RTX

3060 u Radeon Graphics nokazana ot 20 1o 44 % cokpaileHre BpeMeHH.
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Buano, yro mynst-GPU s dextuBHO MacmTabupyeT HMEHHO T€ YaCTH PEHAEPHHIa, KOTOPHIE MOXKHO
BBITIOJHATh HE3aBUCHMO, — TakHe Kak pacyér kapT TeHeil. OmHako oOmas 3QQeKTHBHOCTh 3aBHCHUT OT
apxutekTypHoi coBMectumoct GPU, ckopocTr niepeiadyn JaHHBIX U 00bEMa 001IIel TaMsTH.

Tabmmma 2. CoxpalieHue BpeMeHH PpeHaepuHra s cuedsl '"Pica Pica" (76 274 TpeyrojbHHUKOB)
npu ucnoJb3oBannu CSM

Cokparienue
Tectupyemas cucrema t1, MC t2, MC
BpEMEHHU peHepa
NVIDIA GeForce GTX 1050 )73 197
+ Intel(R) UHD Graphics 630 ’ ’
NVIDIA GeForce GTX 1650 Ti o
+ Intel(R) UHD Graphics L4l 1,08 20
NVIDIA GeForce RTX 3060 o
+ AMD Radeon(TM) Graphics 0.7 0,56 2070
NVIDIA GeForce RTX 4070 Laptop GPU o
+ Intel(R) Iris(R) Xe Graphics 0.93 0.86 0

Tabmmma 3. CoxpameHue BpeMenu penaepudra s cuoensl "The Town on Capital Isle"
(193 485 TpeyroabHUKOB) NpH Hcnoab3oBaHun CSM

Coxpamienne
Tectupyemas cucrema t1, MC t2, MC
BpPEMEHHU peHJepa
NVIDIA GeForce GTX 1050 361 266
+ Intel(R) UHD Graphics 630 ’ ’
NVIDIA GeForce GTX 1650 Ti 216 15
+ Intel(R) UHD Graphics ’ ’
NVIDIA GeForce RTX 3060 0.96 0.69
+ AMD Radeon(TM) Graphics ’ ’
NVIDIA GeForce .RTX 4070 Lap.top GPU 1.8 11 14%
+ Intel(R) Iris(R) Xe Graphics

Tabmuna 4. CokpalneHnme BpeMeHH peHAepuHra s cueHbl "Bistro" (2 829 238 TpeyroanHukoB)
npu ucnoJin3oBannu CSM

Coxpamienne
Tectupyemas cucrema t1, MC t2, MC
BpEMEHHU peHjepa
NVIDIA GeForce GTX 1050
+ Intel(R) UHD Graphics 630 55,74 42,09
NVIDIA GeForce GTX 1650 Ti
+ Intel(R) UHD Graphics 91,52 46,42
NVIDIA GeForce RTX 3060 367 505
+ AMD Radeon(TM) Graphics ’ ’
NVIDIA GeForce RTX 4070 Laptop GPU 497 )52
+ Intel(R) Iris(R) Xe Graphics ’ ’

OO0cy:kaeHHe pe3ybTATOB

[MToyueHHble NaHHBIE AEMOHCTPUPYIOT, yTo MyIbTH-GPU moxxox cmocoOeH 3HAYHUTENBHO YIYUIIHTh
MPOM3BOJUTENBHOCTE IpH pacuére TeHel. OcoOEeHHO 3TO 3aMETHO Ha CLEHaX C BBICOKOHW IeOMEeTpHYECKOi
CJIOXHOCTBIO U OOJBIIMM KOJUYECTBOM TEHEBBIX IMPOXOJIOB, rie ucmonb3oBanne CSM maér go 49 %
BBIMTPHIIIA [0 BPEMEHH.

[Tpu sTom mpocroit meron Shadow Mapping Takke BBIUTPHIBACT OT paclpeleseHus] Harpy3Ku, HO €ro
YCKOpEHHE OTrpaHr4YnBaeTcs mpuMepHo 10—16 % B 3aBUCHMOCTH OT KOHKPETHOH KOH(HUTYpaIH.
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Hanpasjienns nanpHedIIMX uccjae0BaHUI

[lepcneKTHBHBIM ~HAINpaBICHUEM PAa3BUTUS MPEJIOKEHHOTO TMOAXoda SBJIsIeTCs 0ojee TOHKOe
pacmpeeneHue 3a1a4 Mexkay agantepamu. B yactHocTH, Bo3MokHa audhepeHpanus KackaaoB KapT TeHEeH:
OMIKHUE KacKafpl, TpeOYIOIINe MHUHUMAIBLHON 3aJE€PKKH M BBICOKOM TOYHOCTH, MOTYT BBIYMCIISTHCS Ha
ocHoBHOM nuckpetHoM GPU, B To BpeMs Kak JalbHHE KacKabl, 00JIaAalonIine MEHbIIUMH TPEOOBaHMSIMU K
Ka4yecTBY M CKOPOCTH, MOTYT OBITh BeIHECEHBI Ha BcriomoratenbHblii GPU. [lonoOHoe pazaenenne no3BONIUT
JOTIOJTHUTENIFHO CHHU3WTh HArpy3Ky Ha OCHOBHOW anmantep M Ooyiee THOKO HCIOJB30BATH IOCTYIHBIE
annapaTHble PECypChl.

JlpyruM HampaBlIeHMEM MOXKET cTaTh uHTerpanus rubpuaHoro MmynbsTu-GPU moaxoma ¢ npyrumu
JITOPUTMaMHU, KOTOPbIE MOT'YT ObITh BbIHECEeHbI Ha BTOpU4HbIM GPU 1 npu 3TOM TpeOyIoT 10cTyna K JaHHBIM
o TeHsax. K TakuM 3amadyamM OTHOCATCS, HalmpuMep, IPOLEAYpHAas CUMYJALUS PACTUTEIBHOCTU (JIUCTBBI,
TpaBbl), Pacu€Thl BOIHBIX IOBEPXHOCTEH, a TaKkKe IOMOJIHUTENbHBIC 3(P(EKTHl II00aTbHOTO OCBEIICHHS.
CoBMelieHHEe 3TUX aJITOPUTMOB C BBIHECEHHBIM IIOCTPOEHHEM KapT TEHEW IMO3BOJMT HOBBICUTH CTEIICHb
napajieau3Ma U CHU3UTh 3aJIepKKY B KPUTHUECKUX CTaAMAX KOHBeHepa.

BrIiBOaBI

B pa6ore Oputa peanmzoBana myiasTu-GPU apxurekTypa peHaepuHra TeHel, B KOTopoil pacuét shadow
map MEepeHOCUTCS Ha BCIIOMOTaTeNIbHBINA rpaduueckuil agantep. Ha e€ ocHOBe mpoTecTHpOBaHBI METOIBI
Shadow Mapping u Cascaded Shadow Maps B pa3auyHbIX KOHPUTYypalHAX. DKCICPUMEHTHI [TOKa3aau, 4To
TakoM MOAXOJ TMO3BOJSIET JOCTUYb NPUPOCTa MPOU3BOAUTENBHOCTH A0 49 % Ha cieHax C BBICOKOU
JleTalIn3aIue.

Takum 00pa3oM, MOCTPOCHHBIH anrOpuT™M 3(P(GEKTUBHO HCIIOIB3YET IOCTYITHBIE ANMapaTHBIE PECypChl
nomarnraux [1K, mo3Bosistst pasrpy3uth ocHoBHOM GPU. Pa3paboTka X0opoIro HHTETPUPYETCs B CYIIECTBYIONTHE
rpadudeckre KOHBeHephl M MPUMEHNMA B IMIHPOKOM CHEKTPE BU3YaJIH3aTOPOB PEATbHOIO BPEMEHH, BKIIFOYast
UI'POBBIE ABUKKU U CUCTEMBI ApXUTEKTYPHON BU3YyaJIU3aLlUH.
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