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I'mOpuaHbIi a1ropuT™M 0TO0paXKEHUS 00JIAKOB VI CHCTEM
€ HeCKOJIbKMMH rpa)MuecKMMH ajanrepamMmu

M. K. Bornanos, A. M. CyBopos, A. I1. By1aes
Yuusepcurer UTMO, r. Cankr-IletepOypr, Poccuns

Annomayusn. TlapaienbHBI PEHICPUHT TPEACTABISICT COOOH IMUPOKO PACHPOCTPAHEHHOE pEIICHUE IS
MOBBIIICHUS MPOU3BOJAUTEIFHOCTH B KOMIIBIOTEPHOH rpaduke, IpU KOTOPOM 33JeHCTBYETCS HECKOJIBKO rpaduIecKix
nporieccopoB (GPU) mist omHOTO TprutoskeHUs. Takwe METOIbI TIO3BOJSIOT d(PPEeKTUBHO OalaHCHUPOBATH HATPY3KY
YMEHBIIATh BPEMEHHBIC IIPOCTOH MPH PEHAECPHHTE, KOTOPBIE MOTYT OTPaHIMYMBATH YAaCTOTY H IETATH3AIMI0 HTOTOBOTO
n3o0pakeHus. OHAKO COBPEMEHHBIC pPealn3alui B OCHOBHOM OPHCHTUPOBAHEI Ha CEPBEPHBIC PEIICHUS C alapaTHON
MTOIIEPKKOI BEICOKOCKOPOCTHBIX IIMH ITepead JAHHBIX U HE YIUTHIBAIOT 0OCOOCHHOCTH HTPOBBIX TIAT(GOPM, TAKHUX KaK
HOYTOYKH W TIEpPCOHAJBHBIC KOMITBIOTEPHI, OCHAIICHHBIE KaK WHTETPUPOBAHHOW, TaK M TUCKPETHOH BHICOKApPTAMH.
B aT0i#i paboTe OCHOBHOW (HOKYC CTaBUTCS MMEHHO Ha MOJb30BaTeNbCKHE KOH(pUTrypanuu [1], KOTOpBIE Yame BCEro
OCHAIIEHBI JBYMs TpapHUUECKIMH agamnTepaMiu. Buzyamuzausi pealnCTHYHBIX OOJIAKOB B KOMITBIOTEpHOU rpaduke
SIBIISIETCST CITO’KHOM 3a/iaveid, CBSA3aHHOW C OOJBIIMM KOJWYECTBOM BBIYHCIICHWH. B pabote mpeacraBieH THOPUIHBIN
NTOPUTM OTOOpAKEHUS PEATUCTHYHBIX OOJIAKOB, pacrmpeaeisromuii rpapuueckue 3amaun mexay GPU Ha ocHoBe
OTJIENFHBIX TEXHHK, KOTOPHIC BBIMOJHSIIOTCS HAa OCHOBHOM TpadpuueckoM IMporeccope. Takol MOAXO0J MO3BOJSET
ucnonb3oBath DirectX 12 B pexxume EMA, He 3aBHCSAIIIEM OT anmapaTHbIX HHTEP(EHCOB U CICITU(PUKH MPOU3BOAUTEICH
BHCOaanTepoB. Pa3paboTaHHOE pEUICHHE HCIONB3YeT NOMONHHUTEIBHBIN Ipad)UdecKuil mpoIeccop A TeHepaluu
TEKCTYp 00JIAKOB, YTO 00CCIICYMBACT PALMOHAIBHOE HCIIOB30BAaHHUE BCEX JIOCTYITHBIX alMapaTHBIX PECYPCOB CHCTEMBI
0e3 moTepM KadecTBa HMTOTOBOTO M300pakeHWs. IIpeluioskeHHBI METOX JIeTKO HWHTETPHPYETCS B CYIIECTBYIOIINE
KOHBEHephl pEHIICPUHTa W TO3BOJIICT JOCTHYh 3HAYUTEIHHOTO MPHPOCTA MPOU3BOIUTCIBHOCTH B IOJIB30BATEIBCKIX
rereporeHHbIx MynbTH-GPU-crcTeMax nmpu MUHIMABHBIX 3aTpaTaxX Ha peali3alluio.

Kniouesvle cnoea: xommpioTepHas rpaduika, aganTHBHBIE alropuTMbl, obOmaka, DirectX, GPU-cumyssimms,
rapajuiesbHbIN PeHICPUHT.

Hybrid cloud simulation algorithm for multi-GPU systems

M. K. Bogdanov, A. M. Suvorov, A. P. Bulaev
ITMO University, Saint-Petersburg, Russia

Abstract. Parallel rendering represents a widely adopted solution for enhancing performance in computer graphics,
utilizing multiple graphics processing units (GPUs) within a single application. Such methods enable efficient load balancing
and reduce rendering latency, which may otherwise constrain frame rates and the level of detail in the final image. However,
contemporary implementations primarily target server-based solutions equipped with hardware support for high-speed data
buses and fail to address the specificities of gaming platforms, such as laptops and personal computers featuring both
integrated and discrete graphics cards. The primary focus of this work is on user systems, which are most commonly
equipped with two graphics adapters. Rendering realistic clouds in computer graphics poses a significant challenge due to
its computationally intensive nature. This paper presents a hybrid algorithm for realistic cloud visualization, which distributes
graphics tasks across GPUs by delegating specific rendering techniques to the primary graphics processor. This approach
facilitates the use of DirectX 12 in Explicit Multi-Adapter (EMA) mode, eliminating dependencies on proprietary hardware
interfaces and vendor-specific limitations. The proposed solution employs an additional GPU for cloud texture generation,
ensuring optimal utilization of all available hardware resources without compromising output quality. The method is
designed for seamless integration into existing rendering pipelines and demonstrates substantial performance improvements
in heterogeneous multi-GPU systems with minimal implementation overhead.

Keywords: computer graphics, adaptive algorithms, clouds, DirectX, GPU-simulation, parallel rendering.

Beenenue

KommbtorepHass rpaduka SBIsSETCS BaKHOW 4YacThlO BH3yalu3alud (QU3WYECKHX TPOIIECCOB,
WHTEPAaKTUBHBIX Pa3BIICYCHUN U COBPEMEHHBIX HH)KEHEPHHU U n3aiiHa. CTereHb peaTlCTUIHOCTH HTOTOBOTO
peHzaepa onpezenseTcss KOPPEKTHOCTHIO UCIOIB3YeMBIX METOJIOB MPOCYETA OCBEUICHHUS W pPEeHACPUHTA. DTH
(hakTOpBHI HANIPSIMYIO BIUSIOT Ha TO, KaK ITOJI30BATENIb BOCIPHHUMAET M300paxeHue. OcoOble TPyIHOCTH
BO3ZHUKAIOT TIPY BU3YyaJIH3AIMH 00JIAKOB, TaK KaK HEOOXOAMMO KaXKIbIH KaJp MPOCYUTHIBATH MHOTOKPATHOE
paccemBaHME CBETa, TUHAMHYECKH H3MEHSAEMBIE BOJBIOMETpHUYecKHe (OOBEMHBIE) CTPYKTYpHI, a TaKxKe
MOJIEP’KUBATh IPOU3BOUTEIEHOCTS Ha KOM(DOPTHOM IS TIOJIh30BATENS YPOBHE.
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[TpumeHsieMbIe CEroiHs alrOPUTMbI, UCTIONL3YIOIIUE PACTEPHU3AIIUIO U TPACCUPOBKY JTy4eH, JEMOHCTPUPYIOT
KOMIIPOMHUCC MEXAY CKOPOCTBIO M TOYHOCTHIO. (DU3NYECKH KOPPEKTHBIC METOJNBI OOJIAAIOT BBICOKOM
BBIYHCIIUTENHHOM CIIOKHOCTBIO. B TO e BpeMs YIIPOIIEHHbIE METOIBI IPUBOJIAT K YIPOIICHHIO BU3YaIH3AIHU U
XyAIIEMY KadecTBY HW300pa)KEeHWs, BCE OTH pEIICHHS HE MOAXOAAT JUIsi THOPHIHBIX cHCTeM. Pacrymmas
MTOMYJISIPHOCTE UTPOBBIX HOYTOYKOB, OCHAIIIEHHBIX HECKOIBLKUMU TpadUIeCKUMH afanTepamMH [ 1], moadepKkuBaeT
BaKHOCTb pa3pabOTKH aJlTOPUTMOB, ONTUMHU3UPOBAHHBIX JIJIS IOTOOHBIX KOH(UTYpAIH.

Lens paboThI — HCCTIEJOBaHNE BO3MOYKHOCTH BEIHECEHHSI TEHEPAIIUK TEKCTYpP 00JIAKOB Ha JIOTIOTHUTEIEHBIN
rpadudeckuii mporeccop (BKIOYAs HHTCTPUPOBAHHBIC peIICHHS) M OleHKa 3()(OEKTUBHOCTH TaKOIro
pacripe/ieicHisT BBIUMCICHUH B YCIOBHUSX IMOTPEOMTENLCKHX CHCTEM C OTpPaHMYCHHOH TPOIYCKHOMN
criocobroCThIO UHBEI PCI Express.

B manHoit padoTe:

1) mpemioxeH M pa3paboTaH aaTOPUTM THOPHIHOTO PEHICPUHTA 00JIAKOB, pacCIpeneISIONui Harpy3Ky
MEXy rpadUuecKUMHU aJIalITePaMH U MpeJHa3HAYCHHBIHN ISl NCTIOIb30BaHMS B IPHIIOKEHUSIX, T TpeOyeTcs
peaTuCcTHIHAs BU3yann3amnus Heba 60e3 HeoOX0MMMOCTH OIS PKKH MPON3BOIBHBIX YIIIOB 0030pa;

2) mokKa3aHa MPUMEHHMOCTh TaKOTO MOJX0Ma sl KOH(PUTYpaluii ¢ MHTETPHUPOBAHHBIM M JIUCKPETHBIM
GPU 0e3 ncIoib30BaHus CleUaIN3UPOBaHHbIX HHTepderico mo tumy NVLink 1 XGMI;

3) npoBenEH aHANNU3 MPOWU3BOJUTECIHLHOCTH M BBISBICHBI YCIOBHUS, B KOTOPBIX OOMEH JaHHBIMH MEXITY
ajianTepaMy He JaéT MPUPOCTa MPOU3BOJUTEIBHOCTH CUCTEME.

IMocTanoBKa 3axa4n

Llenp TaHHOTO MCCIIEIOBAHUSA — PEaIn30BaTh METOJ THOPHUIHOIO peHaepuHra obiakos st multi-GPU-
CHCTEM M TIPOBECTH CpPaBHEHHE C IOJOOHBIM METOJIOM, HCIHOJB3YIONIMM OJWH TpaduyecKuil ajamntep.
OcHOBHOE BHHMaHHE yaemsieTcs pa3paOdOoTKe M TECTHPOBAHUIO aTOPHUTMAa, B KOTOPOM TEKCTYPHI 0OJIaKOB
BBEIYHUCIIIOTCS. Ha BeromoratenbHoM GPU m mepenarorcst Ha ocHoBHONM GPU, Ha KOoTOpoM 00pabaThIBArOTCS
BCE OCTaJbHBIE CTAANH IpaduIecKoro KoHBeiepa.

Takum 06pa3om, 3a1a4a COCTOUT B TOM, YTOOBI:

1) HamucaTh anrOpUTMBI PeHIEepUHTa 00JaKOB, NCIOIB3YIOMINE KaK OAWH TpadUdYecKuid afanrtep, TaKk U
HECKOJIBKO;

2) U3MEpUTh MPOU3BOIUTENHFHOCTh U MPOBECTH CPaBHEHHE BPEMEHHU peHaepuHra kajapa u FPS ¢ atumu
aNrOpUTMAaMH Ha Pa3HBIX CHCTEMaX;

3) OIEHUTh MPEHMYIIECTBA AITOPUTMA THOPUIHOTO PEHACPUHTA OOJIAKOB IEpei] OTHOIPOIIECCOPHOM
KOH(pUTypanmei;

4) mpoBecTH aHANN3 TIOMYYSHHBIX TaHHBIX, YTOOBI OTIPEIEIHTD, B KAKUX YCIOBHIX UCIIOIB30BaHUE BTOPOU
BHICOKAPTHI HanOosee 3G HEeKTUBHO.

Teopus

PaccMoTpuM OCHOBHBIE TMOIXOABI K CO3AaHUIO JBYMEPHBIX CTPYKTyp B BHAe obOnakoB. Illupoxoe
pacmpocTpaHeHue B KOMIIbIOTEpHOW rpaduke noixydnna Texnuka Billboard [2], rae B cueHy nHTerpupyercs
IJIOCKOE M300pakeHHe, MTOCTOSHHO HAIIPABJICHHOE K KaMepe Tmoiib3oBarens (puc. 1).

Hpyroii momyyisipHbIA METOJ OCHOBAaH Ha HAJIOKEHUM HECKOJBKHUX CJIOEB TEKCTYp C BapbUPYEMbIMU
aTpuOyTamMu Tpo3padHocTy U mo3uruu [3], (puc. 2). Oba momxona CTpamaoT OT CTATHIHOCTH PE3yJIbTaTa,
MOCKOJIBKY OITUPAIOTCS Ha CTATHYHBIE U300PaKEHUS, YTO UCKITFOYACT TMHAMUYECKYIO TpaHchopMarmio GopM.

AJNTOPUTM TPOIIEAYPHOH TeHEPAlMH C MPUMEHEHUEM MaTEeMaTHYeCKUX ITYMOBBIX (YHKIWI BBICTYIAeT
anpTepHaTHBOM. TexHomorns 00ecreunBaeT CO3JaHie YHUKAIbHBIX aHUMHUPOBAHHBIX TEKCTYD, OJHAKO IPH
MOBBIIIICHAN NI€TAM3AlMN WM BBIOOpPE CIIOKHBIX MaTeMaTHUeCKUX (YHKIM BBIYMCIUTENBHBIE 3aTpPaTh
pe3ko Bo3pacTaroT (puc. 3). Takke HETOCTATKOM SIBISICTCS] TIOTEPS 0OBEMHOCTH — KPUTHYECKH BaKHOTO
acTeKTa B BU3yalIH3aluy 00JTaKOB.

JL1st IpeooeHNs YKa3aHHBIX MPo0ieM pa3paboTaH KOMOMHUPOBAHHBIN aJlTOPUTM, O0HEAMHSIOMINN METO
MPOIIETyPHOI TeHEepaIyy IIyMa ¢ METOAOM MHOTOCIOMHOTO HaJOXKEHHUS TeKCTyp. JlMHamMmdecKoe co3maHue
K&XIOTO CJIOSl OTIENbHO OOecrednBaeT OOBEMHOCTh, BH3YAJIbHYIO AWHAMHUKY M BO3MOXXHOCTH HMHTAIUU
Ppa3IMYHBIX KoH(GUTYpammid o0makoB. st cumysisimym Heba HCImoib3yeTcs TeXHuKa Skybox, mist BepxHeit yactu
KOTOPOH Ka)XIbIi KaJp MpoleaypHO BEIUHCIsIETCs 00IagHas Tekctypa. [Ipumep npeacraBieH Ha pucyHke 4.
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Pucynox 1. Jlemonctpanus pabors merozna Billboard

Pucynok 2. Jlemouctpanus pabotsl Mmetona Layered Texture

BepxHuii saipyc

CpepHuii apyc

Cnouncro-aoxaesble
1 Cnouctule Nimbostratus, Ns
Stratus, St

HwXHMiA sipyc

A

Pucynox 3. Tumnsr oGiakoB
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PucyHok 4. Busyanuzarus paboThl aJropuT™Ma

Paccmotpum criocoObr pabothl ¢ Heckosnbkumu GPU [4,5]. B coBpeMeHHBIX crcTeMaX C HECKOJIbKUMHU
rpadUYeCKUMH MPOLECCOPAMH MPUMEHSIOTCS TPU OCHOBHBIX MOJAXO0Ja K PACIPEACICHUIO BBIYUCIUTEILHOM
Harpys3Ku.

1. Meoickadposutii napanneausm. Ito TexHonorun Hanogooue AFR (Alternate frame rendering) [6,7], mpu
HCIONB30BaHNM KoTopor Kaxaplii GPU peHnepuT oTaenpHbIE KaAphl, YEpEAYIOIIHECcs C KaJpaMH C IApYyron
BUJIcOKapThl. HanmpuMmep, mpu OBYX BUACOKApTaxX OJHA PEHACPUT UYETHBIC KaJphl, a BTOpas — HEUYETHEIC.
OCHOBHBIC TPEHMYINECTBA — TMPOCTas peaiau3als W MHHAMAIbHAS CBS3HOCTh MEXIY YCTPOMCTBAMHU.
HenmoctaTtkn — moBbIIEHHAs 3a€p)KKa BBIBOAA, HEOOXOAMMOCTH MOJHOTO IyOJIMPOBAaHUS PECypcoB Ha
KOKIOM ajanTtepe, a Takke MpoOJeMbl COBMECTUMOCTH C TEMIIOPAIbHBIMU QITOPUTMaMH COBPEMEHHOTO
penaepunra (marpumep TAA, TSR, SSR) [8]. HauHslii moaxoy uctonb3oBaics B TexHogorusx NVIDIA SLI
n AMD CrossFire, HO B HacTosIIIee BpeMs UX Mmoaaepxka cokpariaercs [9,10].

2. Ilpocmpancmeennoe paszoenenue. Texnonoruum namomodoue SFR (Split-frame rendering) [11,12]
pa3AeNAIoT 3KpaH Ha OTACNbHBIC 001acTH, KOTOphie oOpabaTsiBatoTcs pasabiMu GPU. V pemennii ¢ Takum
nogxonoMm (Hanmpumep CHOPIN [13], MCM-GPU [14]) npucCyTCTBYIOT CIOKHOCTb CHHXPOHH3ALHUU MPHU
HAJIO)KEHUH PETHOHOB APYT Ha Apyra, BBICOKHE TpeOOBaHHS K MPOIYCKHOW cIocoOHOCTH MHTepdeiica u
HEOOXOIUMOCTh pacHpefeficHus TeOMETpUYecKUX JaHHbIX. COBpEeMEHHBIE pealn3alud  TpeOyroT
CICIMATU3UPOBAHHBIX  BBICOKOCKOPOCTHBIX ~ MHTepkoHHekToB  (NVLink, XGMI) [15,16] wau
BBICOKOIIPOM3BOAUTEIBHBIX CeTeBBIX TexHojorui (Infiniband, RDMA) [12] u moaxoasT B OCHOBHOM [IJIst
CEPBEPHBIX PEIICHUN.

3. @yuxyuonanvnoe pazoenenue (2ubpudmviti nooxod). llpu TakoM TOAXOAE pPAa3HBIC CTAAUH
rpaduyecKkoro KoHBelepa 3akpermitorcs 3a pasabiMa GPU [17]. Hampumep, oauH aganTep I'e€HEPHPYET
TEKCTYpBI O0JaKOB, B TO BpPEeMsl KaK JIPyro 3aHMMAaeTcs OCHOBHBIM PEHJICPUHTOM (DMHAIBHOTO Kajapa co
BceMu cragusMu. [logaxon S¢G¢eKTHBEH, KOTJa BpeMs BBHIMONHEHHS KOHKPETHON CTaIuy 3HAYUTEIHHO
MpEeBBIIIAeT 3aTpaThl Ha Tepefady AaHHBIX. JTO MPUMEHHMO KO MHOTHM TE€HEPAaTHBHBIM alTOPHUTMaM U
CUMYJISIIIMSIM B KOMITBIOTEpHOH rpaduke. KimoueBbIM OorpaHHYEHHEM SIBISIETCS MPOITyCKHAs CIIOCOOHOCTH
muael PCI Express, 9To 0C00E€HHO aKTyalbHO [UIsI TMOTPEOWTENHCKUX CHCTEM C TeTEePOT€HHBIMU
koHpurypammsmu GPU, HanmpuMep HOyTOyKaMH.

Cospemennsbie rpapudeckue API (DirectX 12, Vulkan) mpemocTaBisioT HEOOXOIUMbIE MEXaHU3MBI JIJIS
peanuzanuy TUOPUAHOTO TOAXO0JA, BKIIIOYAs KPOCC-afalTepHBIE PECYpChl M CHHXpOHU3anuio. OgHaKo
3 PEKTUBHOCTh PEUICHUsS] HANPSAMYI0 3aBUCHT OT ONTHMH3AIMK MEXAJaNTepHOro OoOMEHa JaHHBIMH B
YCIOBHSIX OTpaHUYIeHHOM TpoIryckHo# criocooHocTr PCle.

B DirectX12, koTopbIif MBI HCIIOJIB3yEeM B CBOEH paboTe, 3a paboTy ¢ HeckonbkuMu GPU oTBewaet peskum
Explicit Multi-Adapter (EMA), y KOTOpOro €cThb JBa BapuaHTa pabOThI:

e Linked Mode. Heckonbko (U3MUYECKUX aAaNnTepoB pabOTacT KakK €AMHOE YCTPOWCTBO ¢ 0O0Imei
namsThIo, 9To TpedyeT ogHopoaHocTr GPU u cnernmanm3npoBaHHBIX BRICOKOCKOPOCTHBIX WHTEPKOHHEKTOB
(NVLink/XGMI);

30 cenmabps — 2 oxmsabps 2025, Howxap-Ona, Poccus 167



Realistic Computer Graphics and Computational Optics GraphiCon 2025

e Unlinked Mode. Kaxnpiit GPU paccmatprBaeTcs Kak He3aBUCUMOE YCTPOMCTBO € OTAEIbHON MaMATHIO,
MO3BOJISIA PabOTaTh C TeTEPOreHHBIMU KOHPHUTYPaLUsIMH.

Jist Hamero TMOPUIHOTO ATOpUTMa peHnepruHra obmakoB O0bu1 BeIOpan Unlinked Mode o criexyromunm
MPUYUHAM:

1) monxon k rereporenHsiMu cuctemam. Unlinked Mode mo3BonsieT 3anetictBoBath pasHopoaHbie GPU
(IMCKpeTHBIH + UHTErPUPOBAaHHBIN) O3 TPeOOBaHMH K MIEHTUIHOCTH apXUTEKTYPHI;

2) OTCYTCTBHE 3aBUCHMOCTHU OT CTIEHHaIN3UpOBaHHBIX HHTepKOHHEKTOB. Unlinked Mode pabGotaet yepe3
crangaptaeie PCle-coequHeHmus, 9To COOTBETCTBYET CTaHAapTaM MOTPEOUTENLCKUX CHCTEM;

3) rubkocth pacnpenenenus 3agad. Unlinked Mode npenoctaBnsieT TOYHBIN KOHTPOJIb HAJl HA3HAYCHUEM
CTaguil peHAEPHHIa KOHKPETHBIM aJarnTepam.

[locne cozpanus anropuTMa CUMYJIALMU 00IaKOB Obljla peanrn30BaHa ero THOpUAHAs BEpCHs, allTOPUTM
MOKa3aH Ha pucyHke 5. JlaHHBIA MOJIXOJ, B OTIMYKE OT IMOCIEAOBaTeNbHOro pacuera Ha omHoM GPU,
OpraHu3yeT MapajuielbHbIe BBIYMCICHUST HAa Heckoibkux GPU, onTumMusupys 3arpy3ky BBIYHUCIUTEIBHBIX
pecypcos cuctemsl. Ha nonomautensnom GPU mpouncxoant renepanus TEKCTyp 00JIaKOB, ITOCIE Y€TO0 OHH
KOMUPYIOTCA Ha Ipyryio BuaeokapTy. OcHoBHOil GPU wmcmonb3yer yke CO3MaHHYIO APYTUM anarTepoM
TEKCTypy OOJIaKOB IpH peHAepe Kajipa, a He BBIYUCIAET, B OTIIMYHE OT BEPCHH ANTOPUTMA JUISI OTHOTO
amanrepa. Takum 00pa3oM MBI TOJHOCTHIO CHHUMAeM JOCTAaTOYHO 3aTPAaTHYIO IO BBIYMCICHHSM 33Jady
reHeparnum o01akoB ¢ ocHoBHoro GPU.

Bbluncnenve KonupoBaHue Ha
TeKkcTypbl obnakoB ocH GPU
Konu
poBaHue ¢ OTpucoska OTpucoska Present
fon GPU obnakos ClieHbI

Pucynox 5. 'mOpunHslii anroputm

AononHuTeNbHbI

Crapt kagpa

OcHoBHoli GPU

Pe3yabTaThl 9KCIIEPUMEHTOB

Jlist obecrieveHnst 3HAYMMOCTH PE3yIbTATOB BHIMOIHEHO 10 10 POTOHOB Ha Pa3iUYHBIX TECTOBBIX CTEHIAX
W 3aMepeHbl JlaHHble. [l mpuMepa Ha TPeJCTAaBICHHBIX rpadukax (puc. 6 W 7) Mmoka3aHbl YCpEIHCHHBIE
3HAYCHMSI BPEMEHHU peHiepa Kaapa Ha ABYX creHmax. Kaxaprii 3amyck Biiaodan 30-cekyHmHyio (azy
WHHIHATA3AMN ¥ IPOrpeBa KAIIIeH, mocie 4ero B TeueHue 120 cekyH1 0CyIIecTBISITUCh OCHOBHBIC PAacueThl U
3aMepbl MPOM3BOIUTEIBHOCTH. 151 KaXKIOT0 KaJjpa pEerHCTPUPOBATIOCH BPEMsi, 3aTpaueHHOE Ha €ro PeHICPUHT.

Bpemsa peHpepuHra

== Kapp + obnaka (NVIDIA GeForce RTX 2080 SUPER) == KonupoBaHMe iaHHbIX + NocTpoerue kagpa (NVIDIA GeForce RTX 2080 SUPER)
lexepaums TexkcTyp obnakoB + konupoBaHue faHbix (NVIDIA GeForce 1050)
30

25

20

Milliseconds

PucyHox 6. Pesynsratel TectupoBanust RTX 2080 SUPER + NVIDIA GeForce 1050 (ITpoeccop AMD Ryzen 2800X)
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Bpems peHOepuHra

== Kaap + obnaka (NVIDIA GeForce GTX 1080 Ti) == KonupoBaHWe AaHHbIX + NoCTpoeHue kaapa (NVIDIA GeForce GTX 1080 Ti)
lexnepauus TekcTyp ofnakoB + KonupoBaHue JaHHbix (Intel UHD Graphics 630)

35
30

20

Milliseconds

Pucynok 7. Pesynbratel TectupoBanus GTX 1080 Ti + Intel UHD Graphics 630 (IIporeccop Intel Core 17 9700)

Cuena 1 TecTa cocTosUla M3 Bpallarolleiics BOKPYT LIEHTpa MHpa KaMmepbl, CTaTHYeCKUX OOBEKTOB,
cucteMsbl yacTull ¢ cumynanuei 20000 momynpo3payHbIX YACTHUIl U MATH UCTOUHUKOB OCBELICHUS, OIUH U3
KOTOPBIX NpeAcTaBisii coboit Directional light, smynupyromuii conneunsiii ceT. KonmndecTBo oToOpaxkaeMbIx
MOJIMTOHOB COCTAaBJISUIO MPHMEPHO JBa MWIIHOHA. [[MHaMHUYecKue TEHH OT BCEX MCTOYHHKOB OCBEIICHHS
PaACCUMTHIBAIIMCH JIJISI KAXI0TO Kajpa. st CUMYJISIUK 00J1aqHoro Heba MCToNb30Baslach TexHUKa Skybox,
TUTSL BEpXHEH 4acTH KOTOPOU B KaXIOM KaJipe MPOLEAYPHO BEIYUCIIATIACH TEKCTypa 00makoB. [Ipumep MoxHO
HaOo1aTh Ha pucyHKe 8. Bee sxcnepuMenTsl poBoauiuch B paspemieHun Full HD (19201080 nukceneit)
C UCIOJIb30BAaHMEM IOCIICAHUX CTAOMJIBHBIX BEPCUH ApaliBEpOB ¢ OQHUIMAILHBIX CANTOB IIPOU3BOIAUTEIICH,
JOCTYTHBIX HA MOMEHT TECTHPOBAHMS.

AHanu3 JaHHBIX MOKa3aJl IPUPOCT CyMMapHOW MPOU3BOIUTENFHOCTH PEHIEPUHTA B PEAIbHOM BPEMEHH Ha
40-60 % B 3aBUCUMOCTH OT KOH(UTYPALINN CHCTEMBI.

OpHako TecThl TMOKa3ajdd BO3HUKHOBEHHE BH3YAJIBHBIX apTe(akTOB IPH 3HAYWTENHHOM OTPHIBE B
npom3BoauTenbHOCTH GPU. 3T0 00YCIIOBICHO CYIIECTBEHHBIM OTCTABAHUEM YaCTOTHI OOHOBJICHUSI IAHHBIX HA
TOTIOTHUTETIFHOM aJjalTepe OT YaCTOTHI peHiepa Kaapa Ha OCHOBHOM. {7151 ycTpaHeHus1 JTaHHOTO HEeJJOCTaTKa B
ITOPUTM BHEIPEH K03 puIrieHT MacTabupoBaHust, U3MEHSFONUIA pa3Mep TEKCTYPhI 00JIaKOB.

[Ipu 3amycke NMpHIOXKEHUS 3aMEpPSIIOTCS BpEeMsl TeHEepaluyd TEKCTYphl (Ha JOTOTHHUTEIHHOM aJanTepe,
1GPU) u Bpems mocTpoeHus kaapa (Ha ocHoBHOM amantepe, dGPU) mrst ogaoro kazapa.

Ecnu nonoHUTENbHBIN aantep 3aBepIivi Kajap ObICTpee OCHOBHOTO MIIH 32 TO JKE€ BpeMsi, TO pa3pellcHne
TEKCTYpHl He MEHsETCs (B HameM npuMepe m3HadanbHo 4096x4096 mukcerneit). Ecnm ke OCHOBHO# amanTep
PEHIEPHUT OJIMH KaJIp OBICTpPEE JOMOJHUTEIBHOTO, TO Pa3pEIICHNE YMEHBIIIASTCS B 2 pa3a 1Mo KaxJI0i CTOPOHE
Y HAYMHAETCS MUK N3MEHEHHS pa3pelieH s A1 IIOMCKA MOIXO/ISIIET0; eCIIN IPH 3aMepe BPEeMEHH BUICOKAPT
B CJIEIYIOIIEM Kaape BpeMs 00enX BUACOKapT IPUMEPHO COBITAJAET, MPOUCXOANT BBIXO]] M3 IUKJIA U TEKyIIee
paspelieHre coxXpaHseTcs Ha BcEé BpeMs pabotel npuioxkeHus. Eciau Bpems iGPU menbiie Bpemenu dGPU,
paspemieane yBennuupaercs Ha 50 % OT MpoIUIOro nuamna3oHa, eciii Oosblie — yMeHbmaercs Ha 50 % ot
MPOIILIOTro uana3oHa. [locie 3Toro MUK HAYMHASTCS 3aHOBO C U3MEPEHUS BPEMEHU PEeH/IEpa Ha BUJICOKAPTaX.

[Mocne nobarieHUs anropuTMa U3MEHEHHS pa3Mepa TEKCTYPhI CKOPOCTH peHaepuHTa Ha oooux GPU cramu
MPUMEPHO OJMHAKOBEIMH U apTe()aKThl, BRI3BAaHHBIC CHIIBHBIM OTCTABAaHUEM JOMOJHUTEIHLHOTO alanTepa OT
OCHOBHOT0, ITPOTIAJIH.
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Crapt kagpa

MNopc4éT BpeMeHn peHpepa Ha
ocHoBHoM GPU (dGPU)

!

MNopcuéT BpeMeHUn peHgepa Ha gon.
GPU (iGPU)

-

Ha

Bpems iGPU <
epema dGPU

YMeHblleHWe pa3pelleHins TEeKETYpbl YBenuyeHue paspelleHus TEKCTYpbl
obnakoe Ha 50% ot npownoro obnakos Ha 50% oT npownoro
auanasoHa auanasoHa

Y

MNopcyéT BpeMeHun peHgepa Ha gon.
GPU (iGPU)

BpeMa iGPU =
spems dGPU

Het fa )

BpemMA iGPU <
BpeMa dGPU

Pucynox 8. Anroputm pacdera ko3 duiinerTa MacmTabUpOBaHNs TEKCTYPHI 00JIaKOB

Bpemsi peHiepuHra c uameHeHWeM pasvepa TeKCTypbl

== Kapp + oBnaka (NVIDIA GeForce GTX 1080 Ti) == KonupoBaHWe AaHHbIX + nocTpoeHue kaapa (NVIDIA GeForce GTX 1080 Ti)
leHepauwms TekcTyp o6nakos + KonvmpoeaHme AaHHbix (Intel UHD Graphics 630)

35
30

" MAAN N M~ AAAN AN,

20

Milliseconds

15
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10

Pucynok 9. PesymnpraTs! TectupoBarns GTX 1080 Ti + Intel UHD Graphics 630 mociie nobaBienus
ko3(punrenta MacmTabupoBanus TekcTypsl (poreccop Intel Core i7 9700)
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BrIiBoabI

PesynbraTel aHHOTO HCCIEAOBaHUS JEMOHCTPUPYIOT OOECIICYCHHE MPHUPOCTa MPOU3BOIUTEILHOCTH
rpaduuecKkord YacTH cucTeMbl ¢ Heckonbkumu GPU Onaromaps pa3paboTaHHOMY METOJY OTOOpa)KEeHUs
00JIaKOB, a TaKKe€ CO3[AI0T IEPCIEKTUBBI I JAJbHEHIIMX HCCIICAOBaHUN B JaHHOW oOjacTH. Bwiio
BBISIBIICHO, YTO THOPUIHBIC BEIYUCICHHS CUIILHO 3aBUCAT OT KOHMUTYpAIK CUCTEMBI. B Xo/1e paboTsl ObLTH
CO3JIaHbBI MOJIXO/BI JUIS PEIICHHsI MPoOJIeM B CHCTEMaX € KapJAWHAILHO Pa3IHYarOIUMHUCS 110 MOIIHOCTH
BHJICOKApTaMH.

B mepcriekTrBe IMIaHUPYETCS PENIMTh MPOOJIEMYy ¢ yMEHBIICHHEM JeTaln3alii Heba W UCCIeloBaTh
3 PEKTUBHOCTh paclpeelicHHsT BBIYMCIUTEIHHBIX aJIrOPUTMOB Ha HECKOJIBKO BHUJICOAJIANTEPOB IS
00BEMHBIX 3D-00J1aK0B, a TaKXke pa3padoTaTh METOJIBI KOMITEHCAITUH Ka4eCTBa TEHEPUPYEMOI TEKCTYPhI TIPU
e€ ucnonp3oBannu B cucteMax ¢ GPU pa3Hoi mpon3BOANTEIEHOCTH.
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