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Pa3paboTka u aHAJIHM3 MeTO1a OTPAKEHUIH B IKPAHHOM NMPOCTPAHCTBE
AJIsl CHCTEM € IMCKPETHBIM U UHTerpupoBanHbiM GPU

T. P. 'anees, M. K. bornanos
Yuusepcurer UTMO, Cankr-Ilerepoypr, Poccus

Annomayun. B pabote paccMOTPEHBI BO3MOXKHOCTH PACIIPEICICHNS BBIYMCIUTEILHOW HAarpy3KH HMPH PEHICPHHTE
oTpakeHHi B 9KpaHHOM npocTpaHcTBe (Screen Space Reflections, SSR) mexny nuckperHsiM u naterpupoBanHbeiM GPU.
[poBenen 0630p ocHOBHBIX MOX010B K MyinbTH-GPU pennepunry (Alternate Frame Rendering, Split Frame Rendering,
Hybrid Multi-GPU Rendering) u MeTooB MOCTpOCHUS OTpaXKeHHH (IeoMeTpHYECKHe TEXHHKH, environment-mapping,
SSR, TpaccupoBka sy4eii). Ha ocHoBaHMM aHanmu3a BBIOpaH THOPHIHBIA ITOIXOJ, IPU KOTOPOM JMCKpPETHAsI BUACOKApTa
OTBEYAET 32 OCHOBHOIM PEHIEPUHI CLEHBI, 3 MHTEIPUPOBAHHAS — 33 BBIYMCIICHUE OTpakeHHH metomoM SSR. Ommcana
apXUTEKTypa TpaMIecKOro IPHIOKEHUs, PEaIM3yIOLIEro NPEJIOKEHHBINH TOIX0J, U NPOBEICHBl PEKOMEHIALUH 110
ONTHMH3ALMHY [TAPAMETPOB AJITOPUTMA JUTI MUHUMU3AINH 33/ICP>KEK U MTOBBIICHHS TPON3BOUTEIBHOCTH.

Kniouesvte cnosa: mynstu-GPU, unrerpupoannsii GPU, muckpetsiiit GPU, skpaHHBIe oTpaxkeHus, Screen Space
Reflections, cross-adapter pecypcol, CHHXpOHU3anus fence, THOPUIHBIN peHACPUHT

Development and analysis of a screen space reflection method
for systems with discrete and integrated GPUs

T. R. Galeev, M. K. Bogdanov
ITMO University, St. Petersburg, Russia

Abstract. This work investigates the distribution of computational load for Screen Space Reflections (SSR) between
a discrete and an integrated GPU. It provides a survey of multi-GPU rendering techniques (Alternate Frame Rendering,
Split Frame Rendering, Hybrid Multi-GPU Rendering) and reflection methods (geometry-based techniques, environment
mapping, SSR, real-time ray tracing). Based on the analysis, a hybrid approach is adopted where the discrete GPU
performs the main scene rendering, and the integrated GPU computes SSR reflections. The architecture of a graphical
application implementing the proposed approach is described, and recommendations for optimizing the algorithm
parameters to minimize delays and improve performance are made.

Keywords: multi-GPU, integrated GPU, discrete GPU, screen space reflections, SSR, cross-adapter resources, fence
synchronization, hybrid rendering

Beenenue

COBpEeMEHHBIM BHUJICOUTPAM IPEIBSABISIOT BHICOKAE TPeOOBaHUS K KadecTBY Bu3yanmsanuu. OTHUM U3
TJIABHBIX KpUTEepUEB Xopomed 3D-rpaduku SBIsSeTCS HAIWYWE OTPAKCHHN OKpPYKAMOIUX OOBEKTOB Ha
MOBEPXHOCTAX, KOTOpoe Jo00amisier Buzyanmsupyemoil 3D-cuene peamuctmyHocTH. Cpemu pa3InYHBIX
METOJIOB pealli3allii OTPAXKEHUH 0CO00e MECTO 3aHMMAeT METOJ OTPAKCHUH B DKPAHHOM MHPOCTPAHCTBE
(Screen Space Reflections, SSR), KOTOpBIii MO3BONAET T'€HEPUPOBATh OTPAKEHHS B PEATbHOM BpPEMEHH,
OCHOBBIBasICh Ha WH(MOpMAIUH, JAOCTYIMHOW B Oydepe M300pakeHUs, YTO NelIaeT €ro OJHUM M3 CaMbIX
OBICTPBIX METOJIOB TIOCTPOCHUS OTpaxkeHHd. OHAKO PEHIICPHUHT CIICHBI C OTPAKEHUSIMH, JJAXKE IPH TTOMOIIN
SSR, MOXET CyIIECTBEHHO MOBIUATh Ha MPOU3BOAUTEIBLHOCTh B YCIOBHUSX MCIOJIB30BAHUS OIHOTO
rpauuecKoro npoueccopa.

CoBpeMeHHBIE moJb30BaTenbckre DBM yacto umerotr kak muckpetHeie GPU, obecnieunBaromyie BEICOKYIO
BBIYHCIIUTENBHYIO MOITHOCTb, TaK W uHTerpupoBaHHble GPU, BCTpoeHHBIE B IIGHTPAIbHBIA MPOLIECCOp WU
MaTEepPUHCKYIO0 IUIaTy M oOecreurBaroiniue 0a30BbIii ypoBeHb rpaduku. Oty nea tuna GPU 3HaumrensHO
pa3IM4aroTCs IO apXUTEKTYPE, IPOU3BOIUTEIIEHOCTH B 00beMy MamsiTi. B yactHOCTH, MHTErprpoBanHbie GPU
MOTYT HWCHBITHIBATH TPYAHOCTH C 00pabOTKO# ClokHBIX 3((deKToB, B TO BpeMs Kak auckperabie GPU
MpeJIararoT 3HAYUTEITLHO OOJIbIIIE BOZMOXKHOCTEH [T MX peanu3armu. [1o 3Toit npudrHe BCsl BRIYUCIUTEIILHAS
Harpy3ka BO BpeMs 3D-peHaepuHra NpUXOOUTCS HA JOUCKPETHYIO BHJICOKAPTY, OJHAKO B YCIOBHAX
WCTIOJTb30BAaHMUS yCTAPEBILIEr0 000PYIOBaHUS JOOUTHCA KaueCTBEHHBIX N300PaKEHUH 1 OJJHOBPEMEHHO BBICOKOM
TIPOM3BOUTEIIEHOCTH CUCTEMBI KpaifHe ITpo0JIeMaTHIHO, B TO BpeMs Kak nHTerpupoBanHbii GPU npakTtudecku
HE HCIOJB3YyeTCsA. DTO CO3/aeT MpolIeMy pachpeAeieHus] BEIYUCIUTEIbHON Harpy3KH MEXIY AUCKPETHBIM H
naTerpupoBanHeM GPU mist o6ecniedeHnst BRICOKOW POM3BOIUTEILHOCTH PEHAEPA B PEalbHOM BPEMEHU.
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PazButne coBpemennbix rpaduuecknx APIL, takmx kak DirectX m Vulkan [1], mpemocraBuino HOBBIE
BO3MOKHOCTH JUIsl OAHOBPEMEHHOTO YyrpaBieHUs HeckodbkuMU GPU [2], 4TO OTKpBIBAaET MEpPCIEKTUBHI
MTOBBIIIICHHS MTPON3BOAUTEIHHOCTH TpapuuecKoil BU3yann3auyd B KOHTEKCTE UTPOBBIX MPHIIOKEHUH MyTEM
CHHXPOHHOU pab0Thl HHTETPUPOBAHHON M TUCKPETHONW BHICOKAPT.

IlocTanoBKka 3axa4u

Iesnbro naHHON pabOTHI ABJIAETCS UCCIIEAOBAaHUE IIEPCIIEKTUBBI Pa3/eNICHUs] BBIYNCINTEILHON Harpy3KH
pernepunra 3D-cueHbl MEXIy IUCKPETHOM M MHTETPUPOBAaHHOM BHIEOKAapTaMH s IOBBILICHUS
MPON3BOIUTEIFHOCTH BU3yaIN3alli B peajlbHOM BPEMEHH, a TAKKe pa3padoTKa rpaiuecKoro MpriIoKeHHs,
UCTIOJIB3YIOIIEr0 JUCKPETHYIO BUAEOKApTy JUIsI OCHOBHOIO peHaepuHra 3D-clieHbl U MHTErpUPOBAaHHYIO
BHJICOKAPTY IS PEHIACPUHTA OTPAKEHUH ¢ TOMOIIIBIO MeToa SSR.

Jnist foCTHKEHUs JaHHOW 1eTTN OBUTH TIOCTABJICHBI CIEAYIOMINE 3a/1aUH:

1) uccnenoBanue mnoxaxogoB Multi-GPU penzaepunra paiasi CHHXpOHHOW paOOTBl AMCKPETHBIX U
WHTETPUPOBAHHBIX BUICOKAPT;

2) uccae0BaHNue METOAOB IIOCTPOCHHSI OTPasKCHHI;

3) nporpammHas peaiuzauusi GyHKIHOHANA rpadUuecKoro MPHIOKEHUS Uil BU3yanu3auuu 3D-CIeHs ¢
WCIOJIb30BaHUEM AHUCKPETHBIX M MHTETPUPOBAHHBIX BUIECOKAPT U1 MCCIETOBAHMUA NMPOU3BOIUTENBHOCTU
BBIOpPaHHOTO MTOAXOAA;

4) cpaBHUTENBHBIA aHAJN3 MOJYYEHHBIX PE3YJIbTATOB M OIIEHKAa MPUMEHEHHUs BBHIOPaHHOTO MOAXO0Ia B
WTPOBBIX MPUIIOKEHUAX.

Teopus

1. Memoowr Multi-GPU penoepunea

CoBpeMEHHBIC aNTOPUTMbBI B3aWMOJICHCTBUS MEXIY HECKOJIBLKAMH TpapUUeCKUMH TIPOILECCOPaAMH
MO3BOJISIIOT PACHPE/ICTATh BBIYUCIUTEIBHYIO HArpy3Ky Mexay HeckonbkumMu GPU ans  yBenndenus
MPOU3BOAUTEILHOCTH Ipadudeckoli Busyaiuszaiuu [2]. PaccMoTpuM Tpu KitoueBbIX moaxoja: Alternate
Frame Rendering, Split Frame Rendering u Hybrid Multi-GPU Rendering.

Alternate Frame Rendering (AFR) — 310 MeTon peHaepHHra Ui CUCTEM C HECKOJIBKMMHU I'papHueCKUMU
polieccopamu, Impu KoTopoM Kaxkapii GPU o0pabaThIBaeT MOJIHBIH Kajp, HO BBIMOJIHACT 3TO MOHNEPEMEHHO [2].
Hampumep, ogurn GPU penpeput Heu€THBIE Kaaphl, a apyroil — uéraeie [3]. B To Bpems kak omua GPU
3aBeplIaeT PEHJIEPUHT Kajpa, IPYroi HaurHaeT paboTy HaJl CIEeAYIOIUM KaJpoM, YTO 00eCIIeUBaET BEICOKHI

ypoBeHb napamienuma (puc. 1) [4].

Pucynox 1. Pabota anropurma AFR

Split Frame Rendering (SFR) — 3To MeTonm peHaepuHra mjisi CHCTEM C HECKOJbKUMHU I'padUUeCKHUMH
MpoIieccopamu, P KOTOPOM OJIMH KaJIp JICTUTCS Ha HECKOJIBKO YacTe, Kax1as 3 KOTOPBIX 00padaThiBaeTcst
ornensHeiM GPU. B otimmune ot AFR, SFR pacnpenenser peHIepuHT BHYTPH OIHOTO Kazapa, a He MEKITY
kanpamu [5]. KimoueBas uaest SFR 3akirouaercss B ToM, 4ToObI pa3aeiuTh dKpaH Ha o0nacTd (Hampumep,
TOPU30HTATIBHBIC WM BEPTUKAIBHBIE TIOJIOCHT) U pactipeaenuTs ux Mexay GPU [4]. Kaxnerit GPU perneput
CBOIO 00JIACTh MapalIesIbHO, a 3aTeM Pe3y/IbTaThl 00bEIUHIIOTCS ISl BBIBOIA HA dKpaH (puc. 2).
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Pucynoxk 2. Pa6ora anmroputma SFR

OcnoBnas wuaes Hybrid Multi-GPU Rendering 3akmtodaeTcs B TOM, YTOOBI HCHOJIB30BaTh HECKOJIBKO
rpaduuecKkux mpoueccopoB, rae Kaxaeli GPU BoimonHseT 3amaud, HanOonee MOAXOSIIME IS €ro
apxutekTypsl. [Ipumepom Moxer ObITH creHapuii, rae oguH GPU BBIMOMHSAET PEHAECPHHI OCHOBHOM
reoMeTpHH cleHsbl, a qpyroit GPU oOpabaTteiBaeT crienuduyeckue 3ajauu, TaKue Kak pacdEéT OCBELICHUS, TCHU
WK OTpaxkeHus. Takol MOAXOHA OCOOCHHO akTyaleH B CHUCTeMax ¢ pa3iuyHbiMH 1o MomHoctd GPU,
HanpuMep, JUCKPETHBIMU 1 HHTETPUPOBAHHBIMHU.

[Ipumep nanHOTO anropuT™Ma, MPEICTABICHHBIM HA PUCYHKE 3, MOKa3bIBAET, KAK MOKHO BBIMTPATh BpeMs
Ha 00pabOTKy KaKIOro Kaapa, pa3leluB 3aladdl PEeHACPHHTa Ha JBE BUACOKAPTHI, pazIHyaroIluecs IO
MomrHocTH. OCHOBHasI 4acTh BceX rpa)iiuecKrx 3a/1au BHITIONHAETCS Ha OCHOBHOM BHIeokapTe. OHa BBeIET
pacueT pasIMuYHBIX TEKCTyp, Takux Kak Kapra Hopmaneir m Kapra jokanbHOro 3aTeHEHHs, KOTOpBIE
HEOOXOIUMBI JJIsl TIOCTPOEHHS CLEHBI. B 3TO BpeMs NOMOTHUTENBHOE YCTPOHCTBO 3aHUMAETCS MPOCYETOM
KapTbl TeHEHl M KONMUpYyeT MOJy4YeHHbIE AAaHHBIE B MaMsiTh BEAyIICH BUACOKApTHl AJIS MOCIEAYIOLIECTO
(MHATBHOTO MOCTPOCHHUS N300paKeHHsI CLIEHHI [6)].

Draw Copy Shadow Map
Shadow Map to Cross Resource

Draw Normal
Start Frame Maps

Pucynox 3. Anropurm Shared Shadow Map

[Ipoanamm3upoBaB Kaxapli moaxon Multi-GPU B3anMoaeicTBISI, MOJKHO CIIENaTh BIBOA O ToM, 9To AFR m
SFR He moxoAT IUisl peanu3aiyy rpaguaeckoro NpUiIoKeH)s B IAHHOH padoTe, Tak Kak He YYUTHIBAIOT Pa3HUILY
B MOIITHOCTH MEXIY TUCKpETHHIM U mHTerpupoBaHHeM GPU. B AFR mpon3BoauTeTbHOCTh OYAET OrpaHndIcHa
c11aboi MOIITHOCTBIO HHTETPUPOBAaHHOM BUeOKapThl. A B SFR HHTErpHpOBaHHOMN BHICOKAPTE HEOOXOAMMO TAKIKE
TIPOWTH TI0 BCEM pecypcaM, U4TO W OCHOBHOM BHJIEOKapTe, 4TOObI c(hopMHUpOBaTh CBOM KYCOK M300pa’keHMs, 9TO
3HAUUTENIbHO CHHM3UT mpousBoauTeabHOCTh. Hybrid Multi-GPU Rendering siimsiercst HanOojiee MOAXOISIIHM
METOZIOM TS PEeATN3aINH, TaK KaK YUUTHIBACT MATYIO MOIITHOCTh MHTETrprpoBanHoi GPU.

2. Texnuxu nocmpoenuss OmpajiceHutl

OCHOBHBIE TOAXONBI NENATCS HAa TPU KaTETOPHUU: T€OMETPUYECKHE, OCHOBAaHHBIE Ha HM300PaKEHHUSIX,
U TpacCUpPOBKa JIy4eH.

I'eomeTrpuueckue meroapl (Planar Surfaces, Curved Surfaces) ucmonb3yroT TpaHcGopMaiuio camoi
reOMETPHU 0OBEKTOB, YTOOBI CO3AaTh OTPaKEHUs [7]. DTO 3HAYMT, YTO CO3IAOTCS BUPTYaIbHbBIC OOBEKTHI,
KOTOpBIE pa3MEeNIaloTCsl TaK, YTOOBl UMHUTHPOBATH OTPAKEHHE OTHOCUTEIHHO OTPAaKAIOIIEH MOBEPXHOCTH.
[Moaxo/el 11 TUTOCKUX U KPUBOJIMHEHHBIX TOBEPXHOCTEH PA3IMIarOTCS.
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st cozganust OTpakeHU Ha miockoi noBepxHocTH (Planar Surfaces) TpeOyeTcs TONbKO OAHO THMHEHHOE
npeoOpa3oBaHue, HOCKOIBKY HOpMaJb K IJIOCKOCTH OTPaXKeHHUs ocTaéTcsl Hen3MeHHo. [l kaxmoro oobexTa
CIICHBI CO3MaéTCs BUPTyalbHAs KOIHWS, KOTOpas OTPakaeTCsl OTHOCHTEIBHO INIOCKOCTH (pHuc. 4). D10
BBITIOJIHICTCS € TIOMOIIBIO MaTPHUIL TpaHchopMaluu |7, 8].

Pucynox 4. [Ipumep nocrpoenus orpaxenuii ¢ nomouipio Planar Surfaces

Jiia co3nanus oTpaxenuii Ha kpuBoii moBepxHocTH (Curved Surfaces) coKHOCTh BO3pacTaeT, MOCKOIBKY
OTpaKCHHS 3aBHCAT OT TOYKU o0030pa. s pacyera OTpaKeHHs KaXJIOTO BEPIIMHHOTO BIIEMEHTA
MPUMEHSIFOTCSL JIOTIOJTHUTENBHBIE aNTOPUTMBL. [ Kax1oil BepIInHbBl 00hEKTa HAXOMAT TepecedcHUe JIyda
3pEHHUS ¢ TTOBEPXHOCTRIO oTpaxkatesst (puc. 5) [7, 9].

0o

Pucynox 5. IIpumep nocrpoenus orpaxenuii ¢ nomoupio Curved Surfaces

MeTob1, OcHOBaHHBIC Ha H300pakeHusx (Cube Mapping, Sphere Mapping, SSR), HCTIONB3YIOT TEKCTYPBI
(WM y’Ke OTpeHIePEHHBIC H300paKeHUS CIICHBI) IS CUMYJISAILIUN OTPAKEHUM. DTH TEXHUKU 00jIee MPOCTHI U
3G GEKTHBHBI JJ1s1 OTOOPaKEHUS OTPAKEHUI HA KPHBOJIMHEHHBIX MMOBEPXHOCTSIX, IJI€ TOYHOE TEOMETPHUECKOE
MOJIETTUPOBAHHE CITUIITKOM CJIOXKHOE.

OTtpakeHre OKpY’KaloIIeld Cpeasl MPEInoaraeT, YTo CIIeHa MPOEIMPYETCcs Ha TEKCTYpy, KOTopas 3aTeM
MPUMEHSIETCS K OTPAXKAOIMM 00beKTaM. OTpakeHue co3/1aETcsl ¢ MCIOIb30BaHUEM 3apaHee TOAT0TOBICHHOMN
TekcTypel [7]. Ilpu moCTpoeHHMH OTpakeHHH ¢ mHoMoOMIbI0 KyOuueckoit kapTel (Cube Mapping) cueHa
BU3YAJIM3UPYETCS U3 IICHTPA OTPaXkaroliero o0beKTa B IIECTh HampapieHui (1o ocsMm X, Y, Z) 11 Co3aaHus
MIeCTH TEKCTYp, (popmupyronmx ky0. KyOudeckue TEKCTypbl HUCIONB3YIOTCS JUIS OIpECICHUs IIBEeTa
OTpPaXCHUSI Ha OCHOBE HAINPABICHUS OTPAXKEHHOTO JNy4a. DTOT METOJ MOMyJspeH Onaromaps MpoCcToTe
peanm3aiym, a TakkKe BBICOKOH mpom3BomuTenbHOCTH (puc. 6) [7, 10]. Ilpm mocTpoeHHUH OTpaKEHUH ¢
MOMOIIIBIO chepruueckoit kapThl (Sphere Mapping) oTpaXKeHHs KOIUPYIOTCS B OJHOM TEKCTYpE, MIPOCLIHUPYEMO
Ha cdepy. TekcTypa 3aTem npeodpasyercs B miockyro 2D-kapty. [IpenMyIecTBo TaHHOTO METOAA B TOM, UTO
TpeOyeTcss TOJIBKO OJTHA TEKCTypa, a He IeCTh, Kak B KyOudeckoM MeToje. OIHAKO 3HAYMTENbHAS MOTEePs
TOYHOCTH Ha Kpasx TEKCTYPHI, a TAKIKE HEPABHOMEPHOCTh BHIOOPKH MUKCENeH (JTMHEeHHAS WHTSPIOAIMS Ha
chepe cozpaét apredaxtsl) [7].

Screen-Space Reflections (SSR) — 310 MeToxA, KOTOPBII paboTaeT B MPOCTPAHCTBE IKPaHA U UCTIONb3YET
YK€ OTPEHIEPECHHYIO CIeHY Ui co3manus orpaxenwii [11]. CHauama cuena penupepurcs B G-Buffer —
CTPYKTYPY IaHHBIX, COJCpXAIy TIyOWHY KaKIOTrO MHKCENS, HOPMalu MOBEPXHOCTCH U TOJIOKCHUE
00BeKTOB. J[J1s KaXKIOTO MUKCENS dKpaHa PacCUUTHIBACTCS OTPaXEHHBIN JTyd Ha OCHOBE ero Hopmainu. Jlyu
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OTCIISKHUBACTCS B POCTPAHCTBE dKpaHa, TJIe MPOBEPSAETCS €ro MepeceueHue ¢ NanHbIMU r1yOonHs B G-Buffer.
Kak Tombko HaXOAWTCS MEpeceueHHe, IIBET COOTBETCTBYOIIETO IMHUKCEIS HUCIOIB3YEeTCS IS OTOOpaKeHHS
OTpaKeHUs, KaK TIoKa3aHo Ha pucynke 7 [12, 13].

Mertonsl TpaccupoBku Jydeii (Real-Time Ray Tracing) siBisiroTcst HanOoJiee TOUYHBIM CIIOCOOOM CO3JIaHMS
OTpaKCHUH, TaK KaK OHU MOJISIIPYIOT (PH3MUIECKOe MOBeIeHUe CBeTa (prc. 8). B mporecce mydn oTCIe:KUBatoTCS
OT HaOJIO ATl Yepe3 OTPAKAIONIYIO TIOBEPXHOCTh K 00BEKTaM, KOTOPEIE OHH TIEpeceKaroT [7].

Left
by

Back

Pucynox 6. [Ipumep nocrpoenus otpaxenuii ¢ nomouipto Cube Mapping

screen

PucyHoKk 7. ANTOpUTM ITOCTPOSHHS OTPaKEHHH ¢ ToMomIpio SSR

Ray Tracing Off Ray Tracing On

Pucynox 8. [Ipumep padotsl Ray Tracing
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JA71st KaxKIIoTo MUKCENSI DKpaHa pacCuUMThIBAETCs JIyd, KOTOPBI HAYWHAET CBOE IBIKEHUE OT TOUKM 0030pa U
nepecekaer cieHy. JIyd mpoBepsieTcsi Ha IMEpeceyYeHUs] ¢ TEOMETPUYSCKUMU OOBEKTaMH B CIIEHE, YTOOBI
OTIPEZICTNTh ONMKAMIITYI0 TOYKY KOHTakTa. ECIM MOBEPXHOCTH B ATOW TOUKE 3€pKalibHAs, PACCUHTHIBACTCS
HaTpaBlIEHHE OTPaXEHHOTO JIyda, KOTOPBIA OTCIEXHBaeTca aaibiie. lIpomecc moBropsiercs Ui 3aJaHHOTO
YHCIIa OTPaKEHUH, YTOOBI N30eKaTh OECKOHEUHBIX BhIUMcIeHuH (puc. 9). OQHO U3 MPEUMYILECTB TPACCHPOBKU
Jy4el — CIIOCOOHOCTh MOAETNPOBATH MHOTOKPATHBIE OTPAYKEHHS, T.€. MHOTOKPAaTHOE OTPaKeHHUE JTydei Mex Iy
MOBEPXHOCTAMH. DTO aBTOMAaTHUECKH YUUTHIBAETCS NP KAXKAOM OTCKOKE JTyda.

oS

/

Pucynok 9. IIpumMep moctpoeHwust oTpakeHuid ¢ momonipio Ray Tracing

[Ipoananu3upoBaB paziMYHbIC aNTOPUTMBI TIOCTPOCHHSI OTPa)XKCHUH C MOMOIIBIO JIOMOJHUTEILHON
BUJICOKAPTHI, MOXHO CJeJaTh BBIBOJ O TOM, YTO HamOOjee IMOIXOJAIIUM METOAOM JUIS pealH3aiuu
rpad@UUYeCcKOro MPUIIOKEHHS C UCHOjb30oBaHHeM rudpuanoro Multi-GPU moaxonma siBisiercss Screen Space
Reflections, Tak kak oOecreunBaeT OTPAXKCHUS TUHAMHYECKUX OOBEKTOB B PEAIbHOM BPEMCHH, a TAKXKE
BBICOKYIO MTPOU3BOIUTEIBHOCTH OTPUCOBKH.

Planar Surfaces He mOX0OAUT, TaK KaK, HECMOTPSI HA BEICOKYIO MTPOU3BOAUTEIHHOCTh, PA00OTAET TOIBKO AJIS
IDIOCKUX oTpakaromux mosepxHocTei. Curved Surfaces m Ray Tracing He TOIXOmsAT, Tak KaK HMEIOT
BBICOKYIO BBIYHCIUTEIBHYI0 CIIOXKHOCTB, YTO HE MOAXOMUT s mHTerpupoBanHoii GPU c¢ ManeHpkoi
BBIYHCIUTEILHON MOIIHOCTRIO. Texuuku Environment Mapping, takue kak Cube Mapping u Sphere Mapping,
HE TIOJIXOSIT, TAK KaK OTPaKEHUS CTPOSITCS IS CTATUIECKUX 00BEKTOB.

IIpenioxeHHbIH MeTON

Ha ocHoBe BBIBOmOB aHaimm3a aiaroputMoB Multi-GPU penugepuHra B JaHHOH paboTe mpeiiaraercs
WCIONIb30BaHNE THOPHIIHOTO TIOJXO0/a, YYHTHIBAIOIICTO Mallyl0 MOIIHOCTh WHTerpupoBanHor GPU. s
Hayaja HEoOXOIWMO pa300paTh TEKYIIWH IMMaWIuiaifH TpauIecKOro MPHIOKEHHS, MPEACTABICHHBIN Ha
pucynke 10.

inputs Frame outputs

Object Textures

Shadow Maps \ Shadow Map Pass Shadow Maps

N Opaque
Position Texture — Position Texture
Geometry Pass
Normal Texture = Normal Texture
Diffuse Texture Diffuse Texture

Emissive Texture Sl Emissive Texture

ORM Texture h ORM Texture

LightPassResult - i LightPassResult

SSRResult SSR Pass SSRResult

Merging Pass:
Lighting Pass Result +
SSR Result

Pucynok 10. Pernep rpad Single-GPU rpadudeckoro npuioxeHus
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Ha nannom rpade MOXHO yBHAETH, YTO 3Tall BBIYMCICHUS oTpakeHHi SSR Pass Haxomurtcs B KOHIE
rpaduuecKoro maimiaiHa, Tak kak Tpedyer G-Buffer texctypbsl mosmnmii, HopManeid u Tekctypy ORM
(Occlusion, Roughness, Metalness), a Taxxe pe3ynbrat Lighting Pass B Buze Tekctypsl. 3atem B Merging Pass
nBe TekcTypbl SSR Pass Result u Lighting Pass Result cMernBaroTcst BOSIAHMHO.

Jlns1 BBIYMCIIEHUS OTpaKEHUI Ha JOMOJHUTENBHOM BHUJIEOKapTe HY)KHO MOJATOTOBUTH U TEpeaTh Ha HeE
HeobOxoaumelie TekcTypbl GBuffer, a Taxoke Tekctypy Light Pass Result. Pesynbrat padoter SSR Pass nomken
OTHPABIIATHCS Ha OCHOBHYIO BHACOKAPTY IS majbHEHIIero cMemuBanns B Merging Pass. Takum o6pazom,
penzaep rpad cuctembl OyaeT BBITISIICTh, KaK Ha pucyHKe 11.

Main dGPU

Lighting Pass Debug Objects (Forward,

Transparent Particle:

Copy to Shared Data:

It Texture
d Data
GBuffer

Shadow Map Pass Lighting Pas:

Start of the End of the
Shared Data
Frame Frame

Copy data of previous frame
If frame is first
skip reflection generation

Pucynok 11. Pennep rpad Multi-GPU rpaduueckoro npuinoxeHus

Shared Data siBnsercst «0ydepHOIi 30HOH» A1 Hepeadd JaHHBIX MEKAY ABYMS BHACOKAPTaMHU. 3CICHBIM
Y JKEJITHIM IIBETaMH BBIJICIICHBI COOTBETCTBEHHO 3TAIBI 3arpy3ku pecypcoB B Shared Data u BRITpy3KkH U3 He€.
Ienepanust oTpakeHUH B MEPBOM Kajpe MPOIYCKAETCs, TAK KaK OCHOBHAs BHJCOKapTa emé He paccuuTaa
nannbie 111 G-Buffer u Lighting Pass Result, Heooxoaumeie a1 SSR Pass. Korna pesynbratsl Geometry Pass
u Lighting Pass u3 mpeapiaymiero kaapa OyayT MOMydeHbI HHTETPUPOBAHHOW BUICOKAPTON, OHA BHITIOTHUT
SSR Pass u ckomupyet pe3ynbrar B Shared Data. ITocie aToro B ciieayromieM Kajape OCHOBHAS BHIACOKapTa
ckormupyeT SSR Pass Result, mocuntanusiil B mpeasirymeM kaape, u3 Shared Data.

Pe3yabTaThl 3KCIEPUMEHTOB

Ha ocnoBe mnonydernoro Multi-GPU mnaiinnaiina Oblia IpoOBeACHA NpeABapUTENIbHAS pealn3alus
rpad@UYECKOro MPHJIOKEHHS C UCTIOIb30BAaHMEM BCEX BBIIICIICPEUMCICHHBIX TamoB (puc. 12).

Taxke OBII TIPOBENICH TPEIBAPUTEIBLHBIA JKCIEPHUMEHT CPABHEHUS MPOU3BOJIUTEIBHOCTH IOJIXO/IOB
Single-GPU u Hybrid Multi-GPU B yciioBUsIX CHIIBHOH 3arpyKEHHOCTH OCHOBHOM BHACOKAPTHI. Pe3yabTaThl
JKCIIEpUMEHTA TIPEICTAaBIICHBI Ha PUCYHKE 13.
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Pucynoxk 12. [IpeaBapurenbHast peanuzanus rpaGuueckoro NpUIoKeHU C OTPAKESHUIMHU

single-gpu vs multi-gpu
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Pucynox 13. CpaBaenue nponsBoantensHocTH moaxonos Single-GPU (RTX 4070 Super)
u Hybrid Multi-GPU (AMD iGPU + RTX 4070 Super)

OO0cy:xneHue pe3yJbTATOB

[IpenBapuTenbHBIM 3KCIIEPUMEHT CpPaBHEHHUS MPOU3BOJUTEIBHOCTH MOAXOMOB MOKAa3aj, YTO MOAXO[
Hybrid Multi-GPU 6onee npousBogutenshsiid, yeM Single-GPU. Ognako Takue pe3ynbTaThl ObUIH MOITYyYSHBI
B YCJOBHUSIX CHJIBHOH Harpy3KH Ha OCHOBHYIO Buieokapry. Jaxe mpu Tom, uro mpu Hybrid Multi-GPU
OCHOBHAsI BUZICOKapTa HE TPATUT BpeMsl Ha BBHIUYMCIICHHE OTPaKEHHI, OHA BCE paBHO TPATHT KaKOE-TO BpeMsl
Ha KOMHMPOBaHHE pecypcoB B oOmIyI0 mamsTh U u3 He€. Eciin Harpyska Ha OCHOBHYIO BHUICOKapTy ciabas, a
BpeMs Ha peHIEp OTPaKCHWH Ha WHTETPUPOBAHHOW BUACOKApTE M HA KOIMPOBAHUE PECYPCOB MEXKIY
rpadMUeCKUMH YCTPOWCTBAMU MPEBOCXOAUT BpeMsl PeHAepa Ha OCHOBHOM BHAEOKapTe, TO LiesnecooOpa3Hee
ucnonb3oBath Single-GPU peHnepuHr Ha OCHOBHOM BUAEOKapTe.

[Ipenmonaraercs, 4To AanbHEHIIee YIydlIeHWE M ONTHMHU3alus ruOpuaHoro mnoaxoza multi-GPU
B3aMMOJICHCTBUSI MHUHUMH3HPYET NPOCTOH Ha IUCKPETHOM M HMHTETPUPOBAHHON BHICOKApTax, a TaKKe
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MOBBICUT MPOU3BOUTEIHLHOCTh CHCTEMBI B YCIOBUSX PAaBHOT'O BPEMEHU pa0OThl 00enx BuacokapT. OaHAKO
MPH TaKOM TOJX0zAe oTpakeHus 3D-crieHbl OyAyT Bcerja OTCTaBaTh Ha JBa Kajpa OT CaMOH CIEHBI, YTO
HEKPHUTUYHO MPH OOIBIIOM KOJIHYECTBE KaJPOB B CEKyHTy. Takke BO3MOKHBIM PEIICHUEM JIJISI MUHUMH3AIUN
MPOCTOEB SBISCTCS OUHAMHMYECKAas HacTpoiika mapamerpoB misi SSR, takux kak RayStepLength u
MaxDistance, OT KOTOPBIX 3aBHCUT BpeMs BBITTOTHEHHUS pabOTHI ajropuT™Ma.

BriBoabI

B xone nanHO# pa®oThl mpoBeneH aHanau3 moaxoaoB Multi-GPU penaepunra, B pe3yiabTare 4ero s
peanm3anuu Tpadudeckoro MpriIokeHus Obul BeIOpaH anroputMm Hybrid Multi-GPU Rendering. Taxoke
OCYIIECTBJICH aHAJIN3 METOJI0B IIOCTPOCHHUS OTPAKEHUH, B Pe3yIbTAaTE UETrO IS PeaTn3alii OTPaKEHUH ObLT
BBIOpaH anropuTM SSR.

Pe3ynpraTel poBECHHOTO UCCIEAOBAaHUS U MpEABAPUTENIbHAS pean3alisl MMOKa3ajad, 9TO THOPHUIHBIN
Multi-GPU noaxon ¢ meperocom Berauciennit SSR Ha naTerpupoBanusiii GPU mo3BoiseT CHU3NUTEL HATPY3KY
Ha OCHOBHYIO BHIIEOKApTy M JOOWUTHCS MPUPOCTA MPOU3BOJUTEIHFHOCTH B YCIOBHAX €€ BBICOKOW 3arpy3KH.
Pe3ynmbTaTel SKCIIEpUMEHTOB ITOATBEPAMUIIHN, YTO TIPH JOCTATOYHON Harpy3ke Ha nuckpetHsiii GPU rubpuanas
cxema TmpeBocxoauT Kiaccuueckuit Single-GPU penmepuHr, Toraa Kak MpU HA3KOW Harpy3ke peHICPUHT Ha
TOTIOJTHUTENIGHOM BHJEOKApTe MOXKET CHH3UTHh IPOW3BOAWTEIHHOCTh. [lanmpHeiimue paboTel OyayT
HaIpaBJeHbl Ha THHAMHYECKYIO aJanTanuio mapameTpoB SSR 1 ontumuzanuio rpaduyeckoro mpuIoKeHus
JUTSL yMEHBIIEHS 3a/Iep’KeK M BRIpaBHUBAHMS Harpy3ku Mexay GPU.
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