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Fnﬁpnz[m,lﬁ METO/J pacueTa OKPYKAIIIECro 3aTCHCHUA
AJIsL CHCTEM C HECKOJBbKHUMHU BUHIcoaJaNITCPpaMu

M. K. Bornanos, M. E. UBameukuna, A. M. CyBopos, A. I1. Byiaes
VYuusepcurer UTMO, r. Cankr-IletepOypr, Poccust

Annomayus. TlapamienbHBIA PEHICPUHT — 3TO MOMYJSPHBIN TOIXO/, UCTIONB3YEMBIH B KOMITBIOTCPHOM TpaduKe JUis
MOBBIMICHUS. TPOU3BOJUTEIILHOCTA CHCTEMBI 33 CYCT HCIOJIB30BAHUS CBS3KH BHACOKapT. OHAKO OOJBIIMHCTBO
COBPEMEHHBIX pealTi3alril T0IaraeTcsi Ha CEpBEPHBIC BEPCUH BHICOKAPT, Y KOTOPHIX €CTh allapaTHas MOIepKKa CBA3N
[0 CKOPOCTHOH INWMHE TepeAadd NAaHHBIX, a TAaKXKe IOJHOCTHI0 MTHOPHUPYET PBIHOK WTPOBBIX YCTPOMCTB, TaKHX Kak
HOYTOYKH M JIE€CKTOITHBIE KOMIBIOTEPHI, B KOTOPBIX €CTh IWCKPETHAs BUAEOKApTa M MHTETPHUPOBAHHBIA B IPOIIECCOP
BuAeounl. Mbl pemmin pa3paboTaTh MEXaHW3M pa3felieHns rpagUdecKruX 3a1ad HE Ha OCHOBE IAaHHBIX, & HA OCHOBE
TEXHUK, BBITIOJTHAEMBIX Ha OCHOBHOHM BHJICOKApTE; 3TO TO3BOJIMT HaM HCmoib30BaTh DirectX 12 B pexkume EMA
U HE TI0JIaraThCsl Ha amllapaTHbIE HHTEPQEHCH, a Takke M30aBUTHCA OT MPHUBSI3KK K TPOWU3BOIUTEIIO BHICOANAITEPOB.
Kak uneanbHblii KaHIUAAT JUIS OLEHKH 3(P(QEKTUBHOCTH TAKOTO pa3/iciicHHs HaMH ObLT BBHIOPAH alTOPUTM pacueTa
OKpY>KaloIlero 3aTeHeHus. Hamn anroput™ ucnonb3yeT JOMOJHUTEIbHYIO BUICOKAPTY SISl BHIYUCIICHUS KapThl 3aTEHEHUS,
TeM caMbIM 3(P()EKTUBHO HPUMEHSISI BCE JOCTYITHBIC B CHCTEME allllapaTHBIC PECYPCHI, COXPAHsIs MPH 3TOM KadecTBO W
TOYHOCTh PACCUUTHIBAEMBIX AAHHBIX. TakoW MOAXOJ JIETKO MHTETPUPYETCSl B CYLIECTBYIOIINE KOHBEHEpPHl PEeHIEpUHTra
1 TIO3BOJIACT O€3 0COOBIX 3aTpaT YBEIMYUTH IPOU3BOAUTEIBHOCTS PCHICPHHTA Ha CHCTeMax ¢ Heckombkumu GPU.

Kniouesvte cnosa: Ambient Occlusion, SSAO, DirectX 12, Multi-GPU, kommnbsiotrepnast rpaduka, HBAO

Hybrid ambient occlusion method for systems with multiple video adapters

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

Abstract. Parallel rendering is a popular approach used in computer graphics to enhance system performance by
utilizing multiple graphics cards. However, most of all these approaches rely on server-grade GPUs, which feature
hardware support for high-speed data bus communication, and completely ignore the consumer device market, such as
laptops and desktop systems that include both a discrete GPU and an integrated graphics chip within the processor.
We have developed a mechanism for distributing graphics tasks not based on data, but rather on techniques executed on
the primary GPU. This allows us to use DirectX 12 in Explicit Multiadapter (EMA) mode, avoiding dependence on
specific hardware interfaces and eliminating vendor lock-in for graphics adapters. As an ideal candidate for evaluating
the efficiency of such distribution, we selected the ambient occlusion calculation algorithm, which takes into account
multiple GPUs in the system. Our algorithm utilizes an additional GPU to compute the shading map, thereby efficiently
leveraging all available hardware resources in the system while maintaining the quality and accuracy of the computed
data. This approach can be easily integrated into existing rendering pipelines and enables a cost-effective performance
boost for rendering on systems with multiple GPU.
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Beenenne

I'paduueckue npoueccopsl (GPU) paspabareiBanuch 1i1si ycKopeHUs 00paboTKu rpaduku — mpouecca
redeparun 2D-n3o00paxenuit u3 3D-moneneii [1]. HecmoTps Ha pa3BuUTHE BHICOKAPT W HCCIICOBAHHC
METOAOB MO WX HCIOJIBb30BAaHUIO AJISI YHUBEPCAIBHBIX BBHIUMCIICHHI, BHICOKOIIPOM3BOAUTENbHAS 00paboTKa
rpaduKH Bce TaK )Ke COCTABISET OHY U3 OCHOBHBIX fonei ciipoca Ha GPU.

Bonee Toro, rpaduka ocraeTcsi JOMUHUPYIOIINM HCTOYHHKOM J10X0Aa A noctaBmukoB GPU: nanpumep,
noxonsl oT peiHKa rpaduku st NVIDIA 3a 2024 ron npunecin npuMepHo 44 % oT cyMMapHOW TomoBOi
NpUOBUTH U UCYHCISIOTCS MUUIMAPAAMH JOJIapoB [2]. DTO 00YCIOBICHO TE€M, YTO MHOTUM IPHIIOKEHHSM,
BKJIIOYasl HTPbI, HAYYHYIO BU3YaIH3alMIO JaHHBIX, KOMITBIOTEPHOE MPOSKTUPOBAHKE, BUPTYAIBHYIO PealbHOCTh
(VR), nononnennyto peansHocTh (AR) 1 Tak ganee, HeoOXOIUMBI Bee Ooiee MPOU3BOIUTENbHBIE IpaduIecKue
anantepel. Cama UrpoBasi HHAYCTPUS MPOJOIDKAET pa3BUBaThes: coBpeMenHble urpsl B 4K u VR 1pebytot
MPOU3BOIUTENHEHOCTH B 4X U 7X OoJblie, ueM urpsl B popmare 1080p HD cooTBeTCTBEHHO, B TO BpeMsi Kak cCaMu
UTPBI COACPKAT MIJUTHOHBI MIIM MIJUTAAPABI TPEYTOJIbHUKOB, YaCTO MEHBILUX, YeM IMUKCENb [3].

[NocTosiHHBIC HOBOBBEIEHHS YBEINYMBAIOT MOTPEOHOCTD B MOBBIICHUH TpadueCcKOM MPOU3BOIUTEILHOCTH,
OJJTHAKO €€ CTAHOBUTCS BCE TPYAHEE YAOBICTBOPUTH C IMOMOLIBIO TPAAULIHOHHBIX OJUHOYHBIX TPa(UUecKUX
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amantepoB. UtoObl mpomokuTh MacmrabupoBanue npoussoautensHoctu GPU, mocraBumku GPU HenaBHO
CO37aJIM MPOJBUHYTHIC amlapaTHBIE MEXaHW3MBI Tepeayd JaHHBIX U CHHXPOHHM3ALUUM BUAEOKapT [4, 5], Ha
KCIIOJIb30BaHUE KOTOPBIX IIOJIAaraloTCs pa3IMdHbIC paclpeiciCHHbIC apXUTEKTyphl, Takue kak Multi-Chip-
Module GPU (MCM-GPU) MCM |[6].

B Teopun oTM TIATQOPMBI MOTYT MPEUIOKUTH 3HAYUTEIHHBIE BO3MOXKHOCTH JUIS TTOBBIIICHUS
MPOM3BOANTEIHHOCTH; HAa MPAaKTHKE K€ MX PEIICHHs KacaTeNIbHO NMPOU3BOIUTEIHHOCTH sl 00paboTKH
rpadUKd  OTIHYAIOTCS OT OAHOKpUCTambHBIX GPU, u monHas peanm3anuss TPEUMYIIECTB TpeOyeT
WCTIONIE30BAHMS pacTpeeNICHHBIX aITOPUTMOB PEHIEPUHTA.

[lapamnensHBId peHACPUHT HE SABISETCS YEM-TO HOBBIM; pPa3padOTUHKU BHICOKAPT YKE TaBHO
OO0BEMHSIOT OT JIBYX JI0 YETHIPEX BHUJICOAANITEPOB C MOMOIIBIO anmapaTHhIX HHTep(deiicoB, Taknx kak SLI u
Crossfire [5, 7, 8]. bmaromaps sTuM uHTepdeiicaM MOXHO paclpeaeisaTh padoTy, HEOOXOIUMYIO s
OTOOpakeHUs Kaapa JMOO ¢ TMOMOIIBI0 anbTepHaTuBHOTO peHaepuHra (AFR), rme pa3Hple cBsS3aHHBIC
BHJICOKAPTHI TIOCIIEAOBATEILHO 00pabdaTRIBAIOT KaAPHI, JIMOO ¢ IIOMOIIBIO pasneieHHoro permepunra (SFR),
KOTOPBIA [IETUT OTOOpaKaeMbI KaJap Ha dYacTH, a 00paboTkKa KaKIOW HemepeceKaromehcss obiiactu
OCYITICCTBIISICTCS OTHENbHOU BHieokapToil. B AFR kakmas BHIeokapTa B CHCTeMe 00pabaThIBacT Kapbl
HE3aBHCHMO, YTO YBEIMYMBAET YaCTOTY OTOOpa)KEHHUS KaJPOB B CUCTEME, HO 3TO CIIPABEIJIMBO TOJBKO IS
IBYX HJIEHTHYHBIX BHICOKAPT: TPY MOAKITIOUYEHUH IBYX U 00Jiee BUJEOKAPT C Pa3HOM MPOU3BOIUTEIHEHOCTHIO
BO3HHUKAET MpodiieMa Oy ThIIIOYHOTO TOPJIBIIIKA i CyMMapHas POU3BOJUTEIFHOCTS CHCTEMBI OTPAHUIHBACTCS
camoit «ciraboit» Buneokaptoii [9]. B cBoto odepenp, SFR MoxkeT yiaydmmuTh Kak 4acTOTy KalIpoB, TaK U
YMEHBITUTE peHAep oguHouHOTO Kaapa [10—13]. U3-3a atoro SFR wgame ucnons3yeTcss Ha MpakTHKE, U, KakK
CJIC/ICTBUE, CYIIECTBYET OTPOMHOE KOJIMYECTBO PA3IMYHBIX MOJAUGUKAIMN TAHHOTO MOX0/Ia K PEHACPHUHTY C
HECKOJIbKFIMH BHUJIEOKAPTaMHU.

Kommpommuce cocrout B Tom, uto SFR Tpebyer, utods GPU 00MeHHBannCh Kak JaHHBIMHU, HEOOXOIUMBIMU
JUISL CO3AaHMs Kajpa, TaK M pe3yJbTaTaMd PAcueToB, YTO CO3JACT 3HAYHMTENBHBIE MPOOIEMBI MPOITYCKHON
CIOCOOHOCTU | 33ACPKKH M3-3a CHHXpOHHU3aUuH [5]. XOTs HelaBHEE MOSABICHHE BBICOKOPOM3BOAUTEIBHBIX
coenuHeHnid, Takux kak NVLink m XGMI, HanpaBneHO Ha yMEHBbIIEHHE OTPAaHMYECHHN IPOIYCKHOM
criocoOHOoCcTH Mexay pasnuuneiMu GPU, onpezneneHHble anmnapaTHbIE OTPaHMYCHUS BCE TaK e OCTaIOTCSL.

K coxanenuio, Bce MomyNsipHble M aKTyalbHBIE aJrOPUTMBI PEHAEPHHTAa Ha HECKOJIBKUX BHACOKApTax
aKIEHTUPYIOTCS TOJNBKO Ha CHCTEMBI, B KOTOPBIX €CTh alrapaTHas BO3MOKHOCTh COSAMHUTH MEXIY cOO0i
rpaduueckue agantepsl. Takue MOIXOAbl HE IOMYCKAal0T BO3MOXKHOCTh HCIIONB30BaHUS BUICOKAPT Pa3HBIX
MPOM3BOJUTENCH U K TOMY K€ MOJHOCTBIO MTHOPUPYIOT COCTaB OTOOpakaeMoro KaJpa C TOYKH 3PECHUS
UCTIONB3YEeMBIX TpapUIeCcKUX TEXHUK.

OTH OrpaHMYEHUS] MOJHOCTHIO MCKIIOYAIOT BO3MOXKHOCThH UCTIONIB30BAHUS CYIIECTBYIOLIMX MOAXOIO0B K
MapajuIeTIbHOMY PEHICPUHTY Ha CaMbIX PAcIpPOCTPAHEHHBIX UTPOBBIX IUTAT(OpMaxX, TAKUX KaK HOYTOYKH H
MEPCOHANBHBIE KOMIBIOTEPHl, B KOTOPHIX €CTh OJHA IHCKPETHAsh BUIEOKAPTa W HMHTETPHUPOBaHHOE B
npoiieccop Buaeo sapo [14].

B nmanHo#i cTaThe MBI IperiaraeM HOBBIM TMOPHIHBIA METO/ pacdeTa OKPYKAIOIIEro 3aTeHEeHHsI, KOTOPBII
UCTIONB3YET B CBOEH paboTe HECKOJIBKO BHICOKAPT, BHE 3aBUCHUMOCTH OT MX MPOM3BOAWTENA. [ 3TOro Mbl
UCTIONB3YEM pa3ZieJICHHEe OTPUCOBKM HE MO JAHHBIM, a 10 3afadaM, KOTOpBIC BBIMOJHAIOTCS Ha KaKIOH
BuzieoKapTe. Takol MOAXOA MO3BOJIMII CHU3UThH BPEMsI TIOCTPOCHUSI KaJpa, a TAK)Ke YMEHBIIUTh TpeOOBaHHS K
BU/ICOTIAMSATH, HEOOXOJUMOM JUTSA IIOCTPOCHUSI Ka/Ipa TI0 CPABHEHUIO C aKTyalbHBIMH aJITOPUTMaMHU.

B pamkax pa®oTbl ObUTH BBIITOJIHEHBI CIEAYIOMINE 3a1a4H:

e pPacCMOTpPEHBI OCHOBHBIE TMOIMYJIAPHBIE alTOPUTMBI PEHIEPHUHTa C HWCIIOIBb30BAHUEM HECKOJIBKHIX
BHUJEOKAPT M BBISBICHBI MX AKCIUTyaTallMOHHBIE 3aTPAThl U OTPAHUYCHHS, KOTOPHIE MEMIAIOT MCIOIb30BaTh
JaHHBIE TIOAXO/IBI Ha PACIPOCTPAHEHHBIX THOPUIHBIX UTPOBBIX KOHPUTYpAIUSIX;

e Ha OCHOBE aHajM3a rpada MoCTPOCHHUS Kajipa B COBPEMEHHBIX UTPOBBIX JIBUYKKAX M UTPax MpeiioKeHa
TUOpUJIHAS peaH3alnsl TEXHHKH OKPY)KAIOIIero 3aTEHEHUs, KOTOPYIO MOTEHIMAIBHO MOXKHO 3()(EKTHBHO
MIEPEHECTH ISl TapalIebHOTO BEIYHCIICHNUS;

e paspaboran Tpaduueckuii OeHUMApK W MPOTECTHPOBAHBI pa3HbIE peajH3aldd  aJIrOPUTMOB
OKpPY’)KaIOIero 3aTeHEHWs Ha Pa3HBIX amlapaTHBIX IUaTdhopMax C y4eTOM pa3lieleHHs BBIYMCIICHUI Ha
pasHbie rpaduIecKue aganTepsl.
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Hcxons n3 anamu3a Mmoy4eHHBIX TSCTOBBIX JTAHHBIX, Pa3pa00TaHHbI HAMU THOPUIHEIHN MTOIX0J] K PacyeTy
JIOKaJbHOTO 3aTEHEHUs, MO3BOJISIET YMEHBIIUTH BpeMsi mocTpoeHus kaupa no 20 % B 3aBUCHMOCTH OT
KoHpurypanun cuctembl. OH un30aBlieH OT HEOOXOJWMOCTH JyOINMPOBAHUS BCEX JAHHBIX MEXITY
YCTpOMCTBaMHU U HE MPHBSI3aH K OJHOMY IIPOU3BOAUTEINIO alIlapaTHOTO OOECIeUeHHs, a TaK)Ke ero MOXKHO
WHTETPUPOBATh B CYIIECTBYIOIINE UTPOBBIE U TpauUuecKre pElIeHHs PeaJbHOTO BPEMEHH.

IIpennochblIKM M1 MOTUBAIUH

A. Ozpanuyenus cyujecmeyiomux nooxo008 K NapaiieibHOMy PEHOEPUHSY

JIJist yIOBNETBOPECHUSI PACTYIIMX TPeOOBAaHHH K KayeCTBY rpadMKH U CyMMapHOH IMPOHM3BOIUTEIEHOCTH
CHCTEMBI pa3padaThIBAOTCS Pa3IMUHbIe TEXHUKHU MMApPaLICIbHOTO peHAepUHTa. BONbIIMHCTBO U3 HEX [6, 10—12,
15-33] paspaboTtaHpl ISl CEpPBEPHOTO TPUMEHEHHS C HCITOJIE30BAHHUEM HECKOJNBKHX OmHOpoAHBIX GPU,
COCIMHEHHBIX MEXKIY CO0OH uepe3 BBICOKOCKOPOCTHBIC ammaparHble mHTepdeiics [4, 5, 7, 8, 34-36], uto
no3BoJisieT 3(h(HEKTHBHO pacTpeneNsTh Harpy3ky W CHHXPOHM3UpPOBaTh JaHHBbIE. OIHAKO 3TH TOAXOIBI
HE MPUMEHHUMBI K TOIMYJSIPHBIM TOJIb30BATEILCKIM KOH(MUTYPAIUSIM, TAKHM KaK HOYTOYKH WJIM HACTOJBHBIE
1K, B xoTopeix komOmaUpyeTcs auckpetHas (AGPU) u uarerpuposannas (1GPU) Bumeokapra.

Mexay cepBepHBIMH U TIOJIB30BATEIHCKIMY CHCTEMaMH CYIIECTBYIOT MIPUHITUITHATIBHBIEC PA3TIHIHS:

1. HeotHOpOTHOCTH PON3BOIUTEILHOCTH, BRIpayKaeMasi B CYIIIECTBEHHOW pa3HHIIE MEXIy Oosee MOITHOM
JIUCKPETHOMN BUJCOKAPTON U 3HAUUTEIHLHO MEHEE MOIITHOM MHTETPUPOBAHHOM, YTO JEJIa€T BCE TPAIUIIMOHHBIE
CXEMBbI U METOJIbl 0ANaHCHPOBKH HArpy3KH HEI(DPEKTUBHBIMU;

2. OrpaHnu4eHHas POITYCKHAsI CIIOCOOHOCTD, CBSI3aHHASL C TEM, YTO BMECTO BBICOKOCKOPOCTHBIX IIHMH IO
tunty NVLink u XGMI, coenunenne mexny dGPU u iGPU ocymectrisercs yepe3 PCle. M3-3a 3Toro Msr
UMeeM 3HAYUTEITFHO MEHBIIYIO TPOIMYCKHYIO CIIOCOOHOCTD U OOJBIYIO 3aJICPIKKY;

3. OTCYTCTBHE Pa3IUYHBIX CIEIUATN3UPOBAHHBIX ANMapaTHBIX CPEACTB CHUHXPOHHM3AIMA U OOIIECHUS
MEX[y YCTPOWCTBAMH U3-32 OTPAHUYCHUI Ha YPOBHE APaBEPOB M OMEPALUMOHHON CHCTEMBI.

Bce atu orpaHmucHUS 3aCTaBIISAIOT B3TJISHYTh Ha THOPUIHBIC TOJIH30BATEIBCKUE CUCTEMBI TIOJ APYTUM
YIJIOM C LENbI0 pa3paboTKH aJrOpUTMOB, KOTOPBIE Obl HUBEIMPOBAIM BCE ONMUCAHHBIC OrpaHudeHus. s
3TOTO MBI PELIMIM PACCMOTPETh BO3MOXKHOCTh PEaNIM3alllK MapajieNbHOTO allfOpUTMa, abCTparupysch OT
pa3eNieHus pacyeToB 110 JJAHHBIM, & CKOHIICHTPUPOBABIIIUCH HA Pa3/ICICHIH BRIYMCICHUH MEXKIY afantepaMu
Ha OCHOBE BBITIOJTHSAEMBIX MU 3a7a4.

B. Ananusz penoep-epaghos u svibop cmpameuu

Jiist TOro 4yTOOB! ONpEAEeTUTh HanboJee MOAXOIAIIYIO 3a/1auy IS pacipeeNeHus MeKAY rpagudeckuMu
ajanTepaMy, Mbl NPOBEIHM aHATU3 peHAEp rpadOoB COBPEMEHHBIX MIP M HMIPOBBIX IBIKKOB [37—41] c
WCTIONBb30BaHUEM HHCTPYMEHTOB npoduiupoBanust, Takux kak NVIDIA Nsight [42, 43].
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Pucynoxk 1. Nvidia Nsight mpodaiinep

Hcxons w3 mpoBeIeHHOTO aHAIM3a MPHIIOKEHUN W UTP, MBI BBISIBHIIM, YTO 3Tal JIOKAIEHOTO 3aTCHCHUS
(Ambient Occlusion, AQ) — uieanbHBIN KaHIUAAT IS IEPEHOCA PACUSTOB Ha JOMOJHUTEIHHYIO BUICOKAPTY.

Pacder peanucTHyHOTO TII00ATLHOTO OCBEIICHUS SBISICTCS CIIOKHOW 3a7aueii B 0071aCTH KOMITLIOTESPHON
rpaduku. JTa TEXHUKA MOJEIUPYET KOJUYECTBO (JOHOBOTO OCBEIICHUS, JOCTHTIIIEIO TOUYKU HA TIOBEPXHOCTU
BUIMMOTO O0BEKTa B 3aBUCUMOCTHU OT €€ JIOCTYITHOCTH [44], T.e. JOJM HaNpaBJICHUNA, C KOTOPBIX CBET MOXKET
JIOCTUYB 3TOM TOYKH, IOMOTAET MOJIL30BATEIIO JYUIIE BOCIPUHSITH TEOMETPHUIO CIICHEI. Takas armmpoKCUMaIus
HE SIBIIICTCS TOYHOU C TOUKH 3peHUS (PU3UKH, OTHAKO BBIYHCIICHUS ITPOBOJISATCS CPABHUTEIHHO OBICTPO H JAFOT
yOeIUTENBHBIN pe3yabTaT Ha MPAKTHKE, YTO U MPHUBEJIO K IMPOKOMY PAaCIIPOCTPAHESHUIO 3TOTO moaxozaa [45].
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B OGonpmmHCTBE peann3anyii IJsl PealbHOTO BPEMEHU MPHUMEHSIOT JOKANBbHOE 3aTCHEHHE B AKPaHHOM
npoctpancTse [46], KOTOpoe UcToNb3yeT Oydep TIyOHHBI 1 JOTIOTHUTEIbHBIE JaHHBIE B KAUECTBE HCXOIHBIX.
[TomobHoOe pereHne CHIDKAET BBIYUCIUTENBHYIO CIIOKHOCTD U YBEIMYMBAET MPOU3BOAUTEIHHOCTH, OJHAKO
BBIYHCIICHHUS OCYIIECTBIISIIOTCS HA OJHOM rpadraecKkoM afanTtepe, 9To HakJIaJAbIBaeT OTpaHnIeHIEe Ha JpyTHe
JTanbl B KOHBEWEpe OTPHCOBKH, MMOCKOJBKY CYHIECTBYET MaKCHMANbBHBIN Tpeiesl BO BPEMEHH MOCTPOCHHS
KaJzipa JUIsi CHCTEM peaslbHOTO BPEMEHH.

Pucynoxk 2. [IpuMep BIUSHHS OKPY’KAIOIIET0 3aTCHEHUS Ha IOBEPXHOCTh

Pesynbrater pacuera AO TpenCTaBISIOT COOOWM TEKCTYpy, pa3Mep KOTOpOH 3apaHee W3BECTEH U
MPONOPLMOHANECH pa3Mepy 9KpaHa, YTO 3HAYUTEIbHO MEHbIIe O0BEMOB AaHHBIX, HEOOXOOUMBIX IS
oTpucOBKM cueHbl. AO MoXeT OBITh pacCUMTaHO C HEOOIBIIONW 3aJEP)KKOH OTHOCHTENHHO OCHOBHOTO
KOHBelepa OTPUCOBKH, BBIMOJHAEMOrO Ha OCHOBHOHM BHAEOKApTE, YTO TMO3BOJSIET CMATYUTH HPOOJIEMBI,
CBA3aHHBIE C 33JIEPKKOI KOMMYHHKAIIMHA MEXly BUJIC0aJalITEpaMH.

[TonmynsapHsle MOAX0AB! K MapauIENbHOMY PEHIEPHUHTY, Takue kak SFR, pacnpenenstoT mpocTpaHCTBEHHBIE
obmactu kagpa mexny GPU, uto TpebyeT ClI0’KHON CHHXPOHHU3AaLWH 1 IPUBOIUT K H30BITOYHBIM BEIYMCIICHUSM
[15, 16]. Ha ocHOBe mpoBeeHHOTO aHaIM3a MBI Pa3paboTalld alNrOpUTM, KOTOPBIi A3P(PEKTUBHO HCHIONB3YET
komOuHaumio dGPU u iGPU B momynsipHBIX HONB30BAaTENbCKUX CUCTEMax. B oTiH4me OT CymIecTBYIOUIMX
pELIeHuH, KOTOpBIE CTPEMSTCA PACIPENEIINTh BCIO HArpy3Ky PEHAECpPHHra MEXAY ajanTepaMu, Halll MOJIXOA
(okycupyeTcss Ha BBIHOCE KOHKPETHOHM, BBIYMCIUTENBHO €MKOW 3amauu — pacyera Ambient Occlusion —
HAa JIOTIOJIHUTENIBHYIO BUJEOKAPTY.

Be10op Texnukn AO
AJTOPUTM HOCTPOCHUS JIOKAIBHOTO 3aTCHEHHS JOBOJIBHO MPOCT: YIS KAKIOTO MTUKCENsI, 0TOOpakaeMoro

OJIb30BAaTEIN0, PaCCUMThIBacTCS Koadduirent 3ateHenus (occlusion factor) Ha ocHOBe 3Ha4YeHHMI U3 Oydepa
TTyOWHBL.
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Pucynox 3. AO Ha ocHOBe Oydepa riryOuHBI
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Breruncnennsiii Ko3GUIIMEHT 3aTCHEHHS WCIIONB3YeTCS ISl YMEHBIIEHUS WHTCHCUBHOCTH (DOHOBOTO
OCBEIICHHUS, BILIOTH JI0 TOJIHOTO €T0 UcKitoueHus. /s pacdera 3Toro koadduimenta Tpedyercs cOop JaHHBIX
0 TIyOMHE OT MHOYKECTBa BBEIOOPOK M3 cheprueckoi 00JacTH, OKpYKalomel paccMaTpuBaeMblil (hparMeHr,
1 CpaBHCHHMsI MOJIyUYCHHBIX 3HAYCHMI MIyOHMHBI ¢ TIyOHMHON paccMaTpuBaemoro ¢parmenta [46, 47]. Uucio
BBIOOPOK, Y KOTOPBIX 3HAUCHHUE TITyOWHBI OO0JIBIIE, HEXKETH TIyOrnHA HEMOCPEACTBEHHO TEKYIIEro pparMenTa,
onpenesoT KodpPuireHT 3areHeHus. [IpumMep MOXKHO HaOIIOIaTh HA PUCYHKE 3.

Ha HeMm n3o00pakeHo ciieyromiee: p — 3aTeHseMasi TOUKa, S, — KOOPJMHATA COMINIA, a Sy = depth(sx, sy) -
3Hayenre Oydepa riyOMHBI B COOTBETCTBYIONIEM IHUKCEINE, TTIE Sy, Sy KOOPIMHATBI MUKCENA. 3/1ECh TAKKE
JIETKO 3aMETHTh, YTO KaXK/asl KpacHas TOUKa JIS)KHUT BHYTPU HEKOTOPOTO T€OMETPHUIESCKOTO 00BEKTA, a TOTOMY
OCYIIECTBIISICT BKJAJ B 3HAaYeHHE KOX(PQUIMEHTa 3aTeHEeHUs. Uem Oojblilie BBIOOPOK OKaXeTCS BHYTPH
TCOMETPHU OKPYKAIOIMX 00BEKTOB, TEM MEHBIIE OyJIET OCTaTOYHAS WHTCHCUBHOCTH (DOHOBOTO 3aTCHEHUS
B 3TOH o0JyacTu.

[Ipu pa3zpaboTke Hamero MOaX0/1a K pacupeAeIEHHOMY PEHICPUHTY MEXKIY JABYMS BUICOAIANTEPAMU MbI
TIIATENIbHO OLEHWIIM pa3nuuHble anroputmbl Ambient Occlusion (AO) u BbiOpanu UMeHHO Screen Space
Ambient Occlusion (SSAO) [46] u Horizon-Based Ambient Occlusion (HBAO) [48—51] mis peanuzaium,
HECMOTpS Ha CYIIIECTBOBaHUE 0OJIee COBPEMEHHBIX BapuaHTOB, Takux kak Ground-Truth AO (GTAO) [52-54]
u Ray-Traced AO (RTAO) [55, 56].

Ham Bb1OOp 00yCIOBIIGH HECKOJBKHUMH TIpHYMHAMU. Bo-TiepBBIX, 3(h(EKTHBHOE pacmupeaeicHue
BerancieHnid Mexay GPU kputmuecku 3aBUCHUT OT OaiaHca HArpy3KH W COOTBETCTBHUS BBIYMCIHTEIBHBIX
TpeOOBaHUI BO3MOXHOCTSIM KaXKIOTr0 YCTPOWCTBA: HHTETPHUPOBAHHBIE BUIEOKAPTHI, 0COOCHHO B HOYTOYKax,
MMEIOT 3HAYUTEIHHO MEHBIIYIO BBIYMCIUTENHHYIO MOIIHOCTH 110 CPAaBHEHHIO C TUCKPETHHIMH. BO-BTOpBIX,
JUTSL HAIIIeTO TIOJX0/1a KPUTUYECKH BaXKEH 00BEM IepenaBaeMbIX U OOHOBIISIEMBIX KaKIBIA KaJp JaHHBIX Ha
Ka)XIOM YCTPOMCTBE, UTO HaKJIaJbIBAaeT OTPAaHUYCHHUS Ha KOJIMYECTBO MEpEeChUIaeMbIX NaHHBIX, a HBAO+ u
GTAO ucnonp3yoT AOMOTHUTENbHBIE CTPYKTYpPHI JaHHBIX, KOTOpbIe TPEeOYIOT pacyeToOB W MEPECHUIKH Ha
nonoaHUTENbHY0 BuAcokapty [48, 49]. RTAO Takke HWCKIIIOYAeTCs, IMOCKONBKY IS 3TOH TEXHUKH
HE00X0MMO OOHOBJISATH TE€OMETPHUIO CIIEHBI B CIy4yae WCIOJIB30BaHUS AMHAMHUYECKHUX OOBEKTOB, KOTOPHIC
pachpocTpaHeHbl B COBPEMEHHBIX KOMITBIOTEPHBIX WIpax. B-TpeThuX, ydeT ammapaTHOW COBMECTHMOCTH
rpadUUecKuX TEXHUK. B-ueTBepThIX, Ham (OKYC HampaBlieH Ha TNPUHIUIHAIBHYI0 BO3MOXXHOCTH
ocymecTBiIeHUsT U A((GEKTHBHOCTH MPEIUIOKEHHOTO PENICHUs, MO3TOMY BBIOOp Ooliee TPOCTBHIX U
CaMOJOCTATOYHBIX AJITOPUTMOB TTO3BOJIMT OLIEHUTh WMEHHO HAKJIAIHBIE PACXOXbl MPEIIOKEHHOTO HaMHU
criocoba paszieseHns, a He OIIEHWBATh CIIOKHOCTh CaMOT0 alrOpUTMa.

Nmenno mostomy SSAO m HBAO, ¢ uX MOHATHOW W JIETKO pealM3yeMON MaTeMaTHKOH, SBIISIOTCS
WeanbHBIMUA KaHIUAaTaMH ISl AEMOHCTPAIUH pa3paboTaHHOTO HAMH MEXaHH3Ma pa3/IeleHNs BEIYUCICHUN
B CHCTEMaxX C HECKOJbKHUMH BHeOKapTaMu. ONTHMHU3anus W BHEApEHHE Oosee CIOXKHBIX M MPOJBUHYTHIX
ANTOPUTMOB SIBIISIETCS CIIEAYIONINM IIIaroM IO Pa3BUTHIO MPEAJIOKEHHOTO HAMH CIIOCO0a B3aWMOJACHCTBUS
BHJEOKApT.

Pasnesienne Bprunciaennii AO

C nosiBnennem DirectX 12 Microsoft npencraBuia Tpu pexuma Ajsl B3aUMOACHCTBUS ¢ BUACOKAPTaAMH B
cucreMe. B camom mpocTom ciydae MCTONB3yeTcsl ymoMsHyTasi Beime TexHonorusi AFR ¢ Buaeokapramu
onHoro npousBoautens — AMD unu NVIDIA [5, 7, 8, 57].

Ho, xak MbI BEISICHWIH U3 0030pa CYIIECTBYIOUIMX MOIXOAOB, JAHHBIA PEKUM OrPaHUYMBACT BapHAHTHI
WCTIONB30BaHMUA BHIEOKAPT B CHUCTEME, XOThb M YMEHBIIAET 3THUM BEPOSTHOCTH IOTEHIHAILHOTO
BO3HHKHOBEHHS OIIMOOK. B 3TOM pesknme OomnbInast 4acTb pabOThI ISl MOAJCP>KKH BBITIONHACTCA HA YPOBHE
npaiiBepa, a He Ha ypoBHe DirectX. Omnako DirectX 12 oOecneunBaeT 0osee pacIIMPEHHBIN JOCTYH K
anmapaTtHOW yactu cucteMbl. st atoro cymectByer peskuMm Explicit Multi-Adapter (EMA) [57]. Has
kaxxaoro oguHouHoro GPU ompenensercs nocTyn K mamsTH, onuckiBaercs B3auMmozeiicteue GPU mexny
co0oi — Bcs 9Ta MOAAEp)KKa JOKHA OBITH 3amporpaMmmupoBaHa 3apaHee. B EMA nmocTymHBl Ba pa3HBIX
BapuaHTa ucnosszoBanus: Linked Mode u Unlinked Mode.

Pexxum Linked Mode moxxHO paccmarpuBath kKak ¢popmy SLI mnu Crossfire mog DirectX 12: anmapatHbie
pecyperl B Linked Mode koMOuWHHpYIOTCS B OAMH OONBLION BUPTYyajJbHBIM agantep ¢ OOLIeH MaMsAThio U
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MOJIL30BAaTENIb PA00TAET C HUM KaK C €AMHOH BHIeoKapToil B cucteMe. OTHaKO KOMOMHAIMS 000PY/IOBaHHS B
JIAHHOM PEXUME OrpaHUYCHA M3-3a allapaTHBIX 0COOCHHOCTEH, HaIpuMep, 00a (PU3MUYECKUX BHICOaanTepa
JIOJIXKHBI ObITH OT mpousBoauTeas NVIDIA.

B pexume Unlinked Mode cTaHOBHTCSI BO3MOYKHO KOMOMHUPOBAThH BHICOKAPTHI B TOM YKCIIE U OT Pa3HBIX
npousBoAuTeNei. Taxke MOABISETCS BO3MOXHOCTh KOMOMHHMPOBAHHSA AMCKPETHOTO M MHTETPUPOBAHHOTO
GPU. B atom pexkxume Kaxapiid rpadnaecKuil MpoIeccop CINTACTCSI CAaMOCTOATEILHOM anmapaTHON eTHHATICH
CO CBOMMH almapaTHbBIMU pecypcaMu. JIeMOHCTpAIIHIO TOT0, KaK paboTaeT JaHHBIH PEXKUM MOKHO HA0II01aTh
Ha pUCYHKeE 4.

Explicit Multiadapter Cross-adapter memory

GPU A GPU B

Heap Heap Heap Heap
Hardware

Pucynox 4. Mexanusm paOoThI pa3feieHHbIX MEX/Iy alantepaMu pecypcos [57]

B atom pexxume EMA mo3BossieT 0OMEHUBATBCS JAHHBIMU MEX]y BUICOKAPTaMH, TPUIEM Ha TITyOOKOM
YPOBHE, a HE MPOCTO TOTOBBIMU KaJ[PaMH, UTO SIBJSIETCS KIIFOYEBON 0COOCHHOCTHIO, KOTOPYIO HE HCIOIB3YIOT
coBpemennnsie AFR anroputmer [6, 15, 16, 28, 34, 58]. O6MeH BO3MOKEH KaK YaCTUIHO MPOCYHTAHHBIMU
KaJpaMH, Tak U TaHHBIMH B Oydepax, 4To mo3BosieT pa3padaThiBaTh HOBbIC MEXaHU3MBI B3aUMOICHCTBHS Ha
Heckonpkux GPU. Ho mpHCyTCTBYeT TakKe IOTOTHHUTEIBHOE OTpaHWYCHHE B BHie HcHoib3oBanus PCI
Express muHbI, 00MEH TaHHBIMH Yepe3 KOTOPYIO HAMHOTO MeIJICHHEE, HEXKEIH C TPUMEHEHUEM alllapaTHbIX

untepdeticor [5]. [IpuMep TOro, Kak OCYIIECCTRIIICTCS B3aUMOJICHCTBHE MEXK Iy BHUICOKAPTaAMH, MPEACTABJICH
Ha pUCYHKE 3.

GPUA GPUB
Queue 1 Queue 2 Queue 1
Render 3D

Scene
Render 3D
Scene

Copy
Resource

Combine 3D
scenes

Pucynox 5. Mexanusm B3auMoeiicTBUS BUAEOKapT B pesxkume EMA
Hnst peanusaruu rudbpuaHoro pacueta AO Mbl paspabotanu rpad@uyecKuil OCHUMApK M H3MEHHIIN
KOHBEMEep pEeHAEpUHIa, a MMEHHO pa3leiWiId pacyeT JIOKAIbHOTO 3aTEHEHWs Ha JIBE COCTAaBJISIOLIME:

IMOATOTOBKA JAHHBIX JJIA aJIrOpUTMa U HEIMOCPEACTBECHHO CaM aJITOPHUTM pacdeTa 3aTCHCHUA. IloaroroBkoi

30 cenmabps — 2 oxmsabps 2025, Howxap-Ona, Poccus 177



Realistic Computer Graphics and Computational Optics GraphiCon 2025

JIaHHBIX Oy/IeT 3aHUMAaThCsl OCHOBHAS BUICOKApPTAa B CUCTEME, TaK KaK 3TH JaHHbIC HEOOXOIUMBI OYAYT HE
Tosibko AO, HO | ApyruM 3Tanam B KoHBelepe. O0IIyr0 cXeMy WITIOCTPUPYET PUCYHOK O.

Direct Queue Copy Queue Direct Queue

Prepass

Wait Al

Singnal A1

Copy Depth/Normal
Particle Simulate

Singnal B1

Copy Depth/Normal

Shadows Compute AO

Copy Ambient

Singnal C1
GBuffer

Copy Ambient

Wait B2 Singnal B2

Compose Lightning

=
5
o
(7]
@
C
®
=
=b

Post Processing

Pucynox 6. JluarpamMma BBITTOJTHEHUSI BEIYMCICHUH MEKTy BUACOAAANTEPAMH B PaMKaX OJHOTO Kaapa

[Tocne mnpeaBapUTENBHOTO pacyeTa INIyOWHBI CLEHBl M HOpPMaieil OCYIIEeCTBISIETCS KOIHMPOBAHUE
MOJIYYCHHBIX JJAHHBIX B OOLIYIO U yCTPOUCTB MaMsATh. [leper MOMEHTOM pacdeTa OCBEIeHHUs T00aBIsSeTCS
KONMPOBAHUE PACCUYMTAHHOW TEKCTYPHI C JAHHBIMH O JIOKAJIbHOM 3aTCHCHUH U3 OOLICH MaMsATH BHICOKapT, a
3aTeM IIPOJOJDKACTCS BBIUMCICHHE Kajpa. [lapaienbHO 3TOMY JONOJIHUTENBHAS BHICOKAPTa KOMUPYET B
CBOIO MAMATh JAHHBIC IS pacyera JIOKATBHOTO 3aTCHEHUS, CUMTACT OKKIIO3HI0O M KONHUPYET pe3ysbTaT
00paTHO B OOIIYIO NAMSATh.

CpaBHHUTEJBHBII aHATN3

Harpy3ouHnas cueHa cOCTOMT W3 Bpallalolleicss KamMepbl, HAPABICHHOW B LIEHTP CLEHBI, HA KOTOPOH
npoucxoaut cumysnus 200000 9acTUIl U pacioNoKeHbl CTATUYECKUE 00BEKTH — UX CYMMAapHOE KOJIHYECTBO
BEPTEKCOB COCTABISIET NMPUMEPHO 2 MWUIMOHA. Ha clieHe MpHUCYTCTBYEeT MSTh MCTOYHMKOB OCBELICHUS,
BKJIIOYAs HAmpaBJCHHBI HMCTOYHHK OCBELICHUS, OMYJIUPYIOIIMH conHIe. Takke KaxIbld Kaap
MePECYUTHIBACTCS KapTa TeHEH.

s oneHkn ¢ exTHBHOCTH pa3pabOTaHHOTO aITOPUTMAa MBI TPOM3BOAMIIN TECTUPOBAHHUE HA CIIETYIOIINX
cucremax: Intel Core 17 3770 co cBs3koii Nvidia GTX 660 1 AMD RX 470, a taxxke Intel Core 17 9900K
¢ uHTerpupoBanHbM BHaeosipoM Intel UHD Graphics 630 B cBsizke ¢ Nvidia GTX 1050Ti. Bee tectst
npousBoamuch Ha cucteme Windows 10 B paspemrennn Full HD (1920x1080). Kaxnasiii 3amyck mnepBbie
30 cekyH]l POUCXOAMUIIO IPOTPEBaHKe KAIIEH, mociie yero B TedeHre 120 ceKyHI KaxIblid Kaap coOupanach
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CTaTUCTHKAa MO BPEMEHH MOCTPOCHHUS Kaapa Ha KaxIoM U3 amantepoB. Ha m3obpaxkenusx c¢ 7 mo 10
0TOOpaKeHO BpeMs IOCTPOCHHS Kajapa, I/€ M0 BEPTHKAIBHOW OCH YKAa3bIBalOTCS MWJUIMCEKYHIIBI,
paccuuTaHHble Kak cpenaue g 10 3amyckoB OeHuIMapKa, a o0 TOPU30HTAIBHOM — BpeMsl.

Pucynox 7. Jlemonctparnus paccantanaoro AO
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Pucynok 8. Pernep xanpa mpu Native u Shared peammsamnu HBAO ra NVIDIA GTX 660 + AMD RX 470
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Pucynox 9. Pennep kaznpa npu Native n Shared peanmuzaunu SSAO na NVIDIA GTX 660 + AMD RX 470
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Pucynok 10. Peanep kanpa npu Native u Shared peanmmzaruun HBAO na NVIDIA GTX 1050 Ti + Intel HD 630
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Pucynox 11. Pennep kanpa npu Native u Shared peammzanmn SSAO na NVIDIA GTX 1050 Ti + Intel HD 630

W3 ananu3a noyrydyeHHBIX JaHHBIX BUIHO, YTO THOPHUAHBIC PEATH3alliH, BHE 3aBHCUMOCTH OT HCIIOJIb3YEMBIX
YCTPOKCTB, TMOKA3BIBAIOT MIPUPOCT MPOU3BOJAUTEIHLHOCTH B pa3/ie]iecHHOM pexuMe. B cpelHeM KomupoBaHue
MEXJy aJantepaMd B 3aBHUCUMOCTH OT KoHpurypamuum 3anumaio ot 0.3 no 1 MummmcekyHIpI, 49TO
CYIIECTBEHHO OBICTpEe, YeM pacdeT JIOKAIBLHOTO 3aTCHEHMs Ha OCHOBHOUM BHUneokapre. [ cpaBHeHHS: Ha
koupuryparuu Nvidia GTX 1050 Ti u Intel HD Graphics 630 ocnoBHast Buneokapta 1050 Ti paccuuThiBana
KapTy JIOKaJbHOTO 3aTEHEHUS B CPEIAHEM 3 MC, 4TO B 3 pa3a MeJICHHEEe KOMHPOBAaHUS JNAHHBIX MEXKITY
anantepaMu. /Iy OLIEHKH 3arpy>K€HHOCTH HaMu OBUTH NPEINPUHSTHI MOMBITKA UCIIOIB30BaHUSI CTOPOHHHUX
npoduarpoBIIMKOB, Takux kak Nvidia Nsight u AMD GPU Profiler, Ho ykazaHHbIe TPOGUIUPOBLINKH HE
nojaepXkuBaoT padboty ¢ npunoxenusMu DirectX 12 B pexxume EMA ¢ BxmrouennsiM Unlinked Mode.
3arpyKeHHOCTh ONpPEeNsuIach Mo BCTPOeHHOMY B Windows npoGHINpOBLINKY BHACOKAPT.

CornacHO HamUM HAOIOJCHUSM, TPOU3BOIUTEIBHOCTh Pa3pab0TaHHOTO HAMH MOJXO0JA K Pa3lesIeHHIO
3aBUCUT OT WCHOJNB3YeMOH Mapbl BHAEOadanTepoB. Tak, MpH BKIIOUYEHUHM pPa3AeNEHHOTO peXuMa
3arpyxeHHoCcTh BupeokapT B cBsa3ke Nvidia GTX 1050 Ti u Intel HD Graphics 630 6su1a 83 u 95 %
COOTBETCTBEHHO, COTJIaCHO BCTpoeHHOMY B Windows mpodumupoBmuky. OaHAKO TIPH HCIIOIB30BAHUH
cBa3ku Nvidia GTX 660 u AMD RX 470 3arpykeHHOCTh BUACOKAPT B paszaesieHHoM pexrme Obu1a 80 u 60 %
COOTBETCTBEHHO. Pa3HuIIa B 3arpyKEHHOCTH MTOKA3bIBAET, YTO 3(PPEKTUBHOCTH pa3/ICIeHUs] TEXHUKH 3aBHCUT
HE TOJBKO OT BHIOPAHHOTO alTOPUTMA, HO M OT Pa3HUIIBI B NMPOU3BOJUTEIHHOCTH CBS3KH BHIEOKAPT, YTO
HEOOXOIMMO YUHUTHIBATh B AAJIbHEUIINX UCCIETOBAHUSX.

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



IpaguKon 2025 Peanucmuunas xomnviomephas epagpuka u 8bI4UCIUNENbHASL ONMUKA

B xoze nanpHeNmx nccinea0BaHuid Mbl IUIAHUPYEM OLEHUTD 3P (PEKTHBHOCTD IIEPEHOCA APYTUX MOMYJISPHBIX
rpaduueckux TEXHUK U BOZMOKHOCTb KOMOMHHUPOBAHHOTO 3aIlyCKa BBISIBJICHHBIX TEXHUK Ha JAOMOJHUTEIEHOM
BHJICOaIanTepe B THOPUIHBIX CHCTEMAX.

BriBoabI

Hamra rubpunnas peanusanus OKpyKaroliero 3aTeHeHUs ¢ KOIMMPOBAHUEM JaHHBIX MEXy YCTPOUCTBAMHU
MTO3BOJISIET COKPATUTH BPEMsI peH IepuHTa Iprubnn3uTenbHo Ha 20 % 10 cpaBHEHHIO € UCMOIB30BaHUEM OTHON
GPU. I'mOpuaHbIii MOIX0J MOXKET YIIYUIIHUTH ITOJH30BATEILCKANM OMBIT HW3-32 OOJBINCH 9acTOTHI KaapoB,
a TaxKe MO3BOJIUTH UCIIOIB30BATh YCIOKHEHHbIE BEIYUCIUTENbHBIE TEXHUKH M3-32 COKOHOMIIEHHOTO BPEMEHHU
TIpH ITOCTPOCHUH KaJpa Ha OCHOBHOW BHIEOKApTE.
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