VUHTEPAKTUBHBINA PEHJIEPUHI HA GPU: BBIYUCJIEHUE
OYHKIMUHN BUIUMOCTHU

C.C. Ceucmynos
Tynvckuii 2ocyHusepcumem

TeHn B KOMIBIOTEPHOH Tpaduke NPUIAIT PEaTUCTHYHOCTD. I MOJTydeHHs MATKHX Te-
Hell HeoOXOAMMO BBIYHCIATH 3HAUCHHS (YHKLIUHM BUIUMOCTH, YTO SBIIIETCS 3aTPAaTHOM
onepanueii. [Ipennararores crmocoObl pacuera QyHKIUH BuauMocTH npu nomonmm GPU ¢
ucnonezoBanreM OpenGL u OydepoB IimyOWHEL, a TakKe OCHOBAaHHBIC HA TEXHOJOTHH
NVIDIA CUDA.

BBenenne

I/IsyqaeTc;I 3a/la4a MHTCPAKTHBHOI'O PCHACPUHTA TpeXMepHOﬁ CLICHBI, COCTOSIILIEN U3 MO-

JIeld ¥ YOAJICHHOTO OKpYXKaroliero ocseiienus: L. PaccmarpuBaercst ciyuail HepBHYHOIO
OCBEILICHHS, OPE/ICIIIEMOro ypaBHeHHEeM ocBenieHHocTH Kajiya [1]

B, (v)= [ L)V, (x) 2p (xv)de(x) . (1)
SZ
3neco B, (V) — APKOCTH OTPAKEHHOTO OCBENIEHHUS U3 TOYKU MOJEIH P B HampabieHuu VeS? |
vV, (X)— (GyHKIMS BUIUMOCTH; pp(x,v) — BRDF ¢ yureHHBIM 71aMOEpTOBCKHUM MHOXHUTEIEM
(npx)+ , T1ie N, — HOPMaJlb K TIOBEPXHOCTH MOJIENH B TOUKE ) .

OnHOM U3 caMbIX 3aTpaTHBIX ONEpaluid sBISETCS BBIYMCICHHE 3HAYeHUN (QYHKIMM BH-
aumoctH V (X) Oto OuHapHas QyHKLHMS, paBHAS HYJIIO, €CJIH JIyY, BBITYIIEHHBIN U3 TOUKHU

B HallpaBJIEHUH X, MepeceKaeT MOJeb, U €IUHUIE — WHade. J[Is Hempo3pauyHON MOJENN
V, (X):O, ecu N, X<0.

VYder ¢yHKIMH BUIMMOCTH B ypaBHeHHH (1) JaeT 3aTeHeHHs MOJENH, YTO MPUBOJIUT K
OONBIICH peaTucTUYHOCTH W300pakeHus. JIErKo MOCYMTATh AHATUTUYECKOE BBIPAKCHHE
GbyHKLIMU BUAMMOCTH JUIs 11apa. Bce ocTanpHbIe Cllydau CIIOKHBI, TO3TOMY TpeOYIOTCS Kade-
CTBEHHbBIE alMNpOKCUMalu QyHKIMH BUauMocTu. B pabore [2] mpeanaraercs cnocol ObICT-
poro npuOJIMKEHHOTO BBIUUCIIEHUS (QYHKIIMHM BUIMMOCTH B Clly4yae, KOTr/la MOJAEb MOKpPbIBa-
eTcs mapukamu. OTHAKO OH UMEET CBOM HEJOCTATKH, B YaCTHOCTH, HEMPOCTO IOJIy4aTh MO-
JOOHBIE TOKPHITUS (OCOOCHHO B MHTEPAKTUBHOM pekuMe). [109TOMy HECOMHEHHBIN HHTEpEC
NpEJCTaBIsIeT OBICTPHIA MOACYET 3HAYCHUH (DYHKIIMHM BHIUMOCTH JUISI TUCKPETHBIX HAIpaB-
JICHUW TIPSMO ISl TIOJIMTOHAIBHOW MOJENH (MM, BO3MOXKHO, €€ HU3KOIOJIMTOHAIBHOM arl-
MPOKCUMAIIHH ).

1. Pacuet pyHKIIUM BUAMMOCTH

OcHOBHOM BKJIaJ] B 3aT€HEHHE MOJIEIM B TOUKE P JaeT HyneBol chepuueckuit koaddu-

ueHT DOyphe (QYHKIMKM BUAMMOCTH, TECHO CBSI3aHHBIM C MOJENbIO0 3aTeHeHus Ambient
Occlusion (AO) [3].
B METOAC AO (TaK)Ke KakK B HHTeraHLHOﬁ TEOPEME O CPCAHEM 3Ha‘leHI/II/I) moJjiaracrcs

B, (v)zApI L(X) o, (X,V)dz(x), )
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I'1€ KOHCTAaHTa Ap Taxke HaspiBaeTcd AO B Touke p. OTMCTI/IM, qTo HpI/I6J'II/I)KCHHOG BBbI-

YHCIICHHE WHTerpaia B ¢opmyse (2) yke 3aMETHO IMpOIIe M €CTh Pa3HbIE CIIOCOOBI €ro ar-
NpOKCUMaluu, B yacTHOcTH, Metoa PRT [4]. Hamu paspabortan Oonee oOmuii, OBICTPBINA U
yno0HbIi MeTo chepudeckux ausainoB SDPRT [5, 6].

Ectp Heckonmbko cioco6oB omnpenencanst AO. B muddy3snom ciydae mist samOepToOBCKOM
MOBEPXHOCTH, KOTIA p(x,v)=(npx)+, KOHCTaHTa A, BbIOMpAETCA M3 YCIOBUS TOYHOCTH

dbopmyibl (2) 1S KOHCTAHTHOTO OCBEIIEHUs. B 3TOM ciyuae
A=AV, (X)(npx), dae(x)
SZ

Takum oOpa3zom, 3a1a4a HaxoxaeHUsI AO CBOAUTCS K MPUOIMKCHHOMY BBIYMCIICHHIO HH-
Terpaia no cdepe (Ha camoM zese noiaycdepe u3-3a MHOKHUTEISA (npx)+ ) OT HEeIa KON Ync-

JeHHo ompeaenseMoil pyHkiuu. [1ogo0HBIE MHTErpasibl BBIYUCIAIOTCS MPU MOMOIIM KyOa-
TypHbIX (opmyn MonTe-Kapno miu, yto npennoyturenbHee, chepudeckux au3aiHoB [5, 6].
B 00oux ciyyasx npuOImKeHHO HMeeM

N
A= LAY, (1)) ®
rae A ,X, — COOTBETCTBEHHO Beca M Y3JIbl BBHIOpaHHOM KyOarypHO# (opmyisl. [Ijis MeTona
MomnTe-Kapio npu UCIoib30BaHUM CTaHIAPTHBIX TEHEPATOPOB CIydailHBIX Yucell Ha cdepe
OOBIYHO HCIOJNB3yeTCs 3HaueHue N =10* —10° . Meton au3aiiHOB IIPH CXOXKEH TOYHOCTH

MO3BOJISIET UCIOJIB30BaTh Kyoarypsl ¢ N =10? —10°, uTo SIBNISETCS MX HECOMHEHHBIM IIpE-
HUMYIIIECTBOM.

B wurore mpuxomuM K 3ajiade, THUIHYHOM JUIS PEHTpEHMCHHIa: B KaKIOM TOYKE MOJICIIH
HE00XOJMMO HalTH MepecedyeHus MydkKa JJydel ¢ moauronamu mozaenu. [Ipsmoe perenue npu

oMot mMetoza rpyooii cusel Tpebyer O(V -N-F) wureparmii, rne V. — uncno sepiumn, F —
YKCJIO TOJIMTOHOB, MOCKOJIBKY AJIS BBIYUCIICHUS 3HAUEHUS Vp(Xk) TpeOyeTcs HalTH nepece-

YeHHe JIydya X, U3 TOUKH P C MOJEJBIO, YTO MPUBOJIUT K HEOOXOAMMOCTH mepedopa Bcex Mo-

nuroHoB mMozaenu. Ero Bemonnenue vHa CPU u1st Mmoniesnieit ¢ COTHSAMM ThICSY BEPIIUH U TTOJIH-
TOHOB 3aHMMAET YacHl.
Cornacho (3) anropuT™ pacuera CBOAUTCS K CISAYIOIUM JEHCTBUSM:

1) mist KaxI0¥ BEpIIMHBL P BBIMYCTUTH ydok u3 N yuei;
2) JUIsl KQXKJIOTO Jy4a X, OIMpPEIENUTh MePeceueHUe ¢ MOIEIbIO U, KaK CIICICTBUE, BBIYHC-
JIUTh 3HAYCHNE PYHKUMU BUAUMOCTH V, (Xk );

3) MPOCYMMHPOBATh PE3YyNIBTAT C YIETOM BECOB U JIAMOSPTOBCKOTO MHOMKHTEIIS (npxk )+ .
EctecTBeHHO, /151 yCKOpPEHHSI pacyeToB B MEPBYIO OYEpeb HEOOXOAUMO BOCIIOJIb30BaTh-
Csl YCKODPSIIOIIUMH CTPYKTYpaMu, Hampumep, BVH-nepeBbsMu uium npocTpaHCTBEHHBIM Xe-

mupoBanreM. Torna B ayumrem ciaydae momydaem nukit u3 O(V -N) wurepanwmit ipu ycinosuw,
YTO MOCTPOEHHE BCIIOMOTATEIbHBIX CTPYKTYp Bbimonmsiercs 3a O(F) wurepamwii u oHu 3a-

MOJIHAIOTCS PABHOMEPHO.

OnHako 0Ka3ajaock, YTO TOpazfo OOJbIlIee YCKOPEHHE MOKHO MOMYYUTh IMPHU UCHOJIb30-
BaHUU BO3MOXHOCTH coBpeMeHHbIX GPU mno napasuienbHbIM BBIYMCIECHUSM: TEXHOJOTUH
NVIDIA CUDA u OpenCL. HekoTopbie 13 HCIOIb30BaHHBIX HAMH U MPHUBEICHBI B [7].

2. Cnioco0bl ycKOpeHHsl pacueToB ¢ ucnoJib3oBanue GPU

IlepBast uaest COCTOUT B TOM, YTO BBIYUCICHHSI (YHKIUU BUAMMOCTU B pa3HbIX TOYKax
MOJIEIIA HE 3aBUCAT APYr OT ApYyra M, 3HA4UT, UX MOXKHO paclapajleiuTh 110 BEPIIMHAM MO-
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JIeJTH, 9TO JUI METoa Ipyboi CHilbl B JydmieM cirydae npuBoiuT K mukiny u3 O(N-F) wure-

panuii. Bropas naes ucnoib3yeT TO, YTO COBPEMEHHBIE BHCOKAPTHl HMEIOT BO3MOKHOCTH B
3aJJaHHOM TOYKEe MOJAETH OBICTPO MOJy4aTh Oydep rIyOMHBI MO BCEM MPOCTPAHCTBEHHBIM
HanpaBJeHUsM. TpeTbs uiesl 3aKiovaeTcs B TOM, YTO HPOCTPAHCTBEHHOE XEIIMPOBAHHE
TaKKe MOKHO OY€Hb OBICTPO BBHIIOJIHSATH B APAIJICIIEHOM PEXKUME.

Kpatko mpuBeseM 0COOEHHOCTH peain3alyii.

2.1. Ucnioab3oBanue 0y(depoB riryouHbI

Jliisi yCKOpPEHUsT pacyeToB BOCIONIb3yeMcsi BO3MOKHOCThIO GPU coxpanste Oydep riy-
ounsl. [IpeacraBum, 4TO B KaXKI0H BEpPIIMHE MOJAEIH PACIOIOKEHO IIECTh KaMep, OPHEHTHU-
POBaHHBIX 110 HOPMaJIH U HAIIPABIICHHBIX IO COOTBETCTBYIOIIUM KOOPIUHATHBIM OocsiM. [locie
ATOrO KaKaas kamepa «cHuMaeT» (penaeput) Oydep rnyOunbl. Takum oOpa3oM moiydaem
KyOMUYeCKyI0 KapTy IiIyOuHBI B JaHHOH Touke Mojaenu. BaxHo, yto stu onepanuu Ha GPU
BBINOJIHSIOTCSL OYSHB OBICTPO.

Teneps U1 OMCKa MEPECEUSHNH JIyda C MOJIENIBIO IOCTATOYHO ONPEICITUTh HEOOXOIH-
MYIO CTOPOHY KapThl OKPY>KEHHsSI U C TIOMOIIbIO MPOCTHIX MAaTPUYHBIX MPEOOPA30OBAHUI BbI-
YHCIUTH MMHUKCEIb, OTBeUarommii ayqy. [locie sToro mo mBery mukcens B Tekctype Oydepa
[IIyOUHBI JIETKO OMPEICIIUTh, OBLIO JIM TIEPECEUYCHHUE WM HET (€CIM LBET HE YCPHBIN, 3HAYMT
nepeceueHme ecTh). ITO MPOIECC CX0XK C U3BECTHBIM METOJIOM IOCTPOCHUS TEHEW OT Touey-
HBIX HCTOYHHMKOB CBeTa — TeHeBbIe KapThl (Shadow mapping) [8].

Puc. 1. Opranuzanus pacueToB ¢ UCIOJIb30BaHUEM Oydepa rTyOuHBI: pacloI0KEeHHE KaMep
JUTSI TIOJTYYEHUS KapThl OKPYKEHHS (CeBa); BHIOOP 3HAUEHUI U3 KapThl OKPYKEHHUsI (CIIpaBa)

Tako# moaxo/1 mMO3BOJISET U30EKATh BIOKEHHOTO IMKJIA 110 TIOJIMTOHAM TPU MTOUCKE TIe-
peceueHuit Jiyda ¢ MOJIENbIO M 3aMEHHUTh €r0 CO3JaHHEM KapThl TNIYOUHBI, YTO JIEIAaeTCsl OUeHb
OBICTPO ¢ MOMOIIIBIO cTaHAAPTHBIX cpeacTB OpenGL/DirectX.

2.2. Ucnoas3zoBanue NVIDIA CUDA

Jlnst BeIMOJHEHUs pacdeToB ¢ ucnoib3oBaHueM TexHosornu NVIDIA CUDA npumens-
JUCHh pa3iMYHbIe CIOCOOBI pacnapauieTMBaHUs BHIYMCICHUN: 110 BEpIIMHAM MOJIENH (SAPO C
OJIHOMEPHOI TOIMOJIOTrHe), 10 BEpIIMHAM U Jy4daM (SApO ¢ IBYMEPHOH TOMOJOTHUEH), Mo mo-
JUTOHAM U JIy4aM (SIpo ¢ IBYMepHOi Tomosorueii). Hanbonee yio0HbIM U pe3ynbTaTUBHBIM
MOJIXOJIOM OKa3aJIoCh pacnapasuieIMBaHue 110 BEPIIMHAM U JTydaM.

[Ipu peanm3zanuu BO3HUKIA MTPoOIeMa OrpaHUYCHHUS MAKCUMAIIBHOTO BPEMEHH BBITIOJHE-
HUS OJTHOTO 3aITycKa sifjpa (OKOJI0 OJHOU CeKyHABI). [ 06X01a 3TOTO OrpaHHYeHUs BHIYHC-
JeHus pa30UBaUCh HA HECKOJBKO ATANoOB: 00pabOTKa MO HECKOJbKO Jydel, oOpaboTka va-
cTell MOJEIIN.
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Crout ynemnsTh 0co00e¢ BHUMaHHE paboTe C pa3InYHBIMHU TUIIAMH MTaMATH (0COOEHHO Ha
Or0/KEeTHBIX BHeoKapTax). CaMblil mpocTol, HO HanMeHee 3((EeKTUBHBINA CIOCO0 peann3a-
IIUM — 3TO TPAHCIIALUS aJrOPUTMa OJAHOIPOLIECCOPHOM BEPCUU M UCIIOIb30BaHNE TI100aIbHON
naMsTH BUJCOKAPTHI. Takoi MOJIX0A NaeT YCKOpeHHe B pacderax, HO MpOoCTas 3aMeHa TiIo-
OaJbHOM MaMATH HA TEKCTYPHYIO TIO3BOJISIET B Pa3bl YIIYUIIUTh IPOU3BOIUTEIEHOCTD.

[TpeanprHUMAIKCh TONBITKH MCIOIB30BaHUSI PA3IMYHBIX THIIOB MMaMSTH BUICOKAPTHI —
OT IJI00ATbHOM M TEKCTYPHOM 10 pealii3alyy yIpaBiIsieMoro KiIia B pa3AeinieMoi MaMiaTH U
NOOUTOBOTO XpaHEHHsI pe3yIbTaTOB BhIYHCICHUN. [Ipy MCTIONb30BaHUM pa3ensieMol naMsITh
B Hell coxpaHsuiack MH(OpMAaNus O MOJUIOHAaX, YTO MO3BOJIMIIO (KaK M IOJIOKEHO) CHU3HUTh
KOJIMYECTBO YTCHHI U3 TII00ATBHON MTAMSTH U YCKOPUTH pacyer.

Onnako HanOOMbIIEH MPOU3BOIUTEIBHOCTH YIAIOCh JOCTUYb NMPU HCIIOJIb30BAaHUU Pas3-
JeNsieMOr TaMATH ¥ OUTOBOTO (hopMaTa XpaHEHHs 3HAYCHUH (PYHKIIUN BHIUMOCTH.

3. PeayabTaThl

TecroBas clieHa cocTosla IPUMEPHO M3 TISATH THICSY MOJIMTOHOB M BepIIUH. J[71s1 Hee BhI-
yucienne GyHkun BuauMoctu (AO) 3ansmo npubiausutensHo 0.8 cex (pacueTsl BElIUCh Ha
oromkerHoM Bumeokapre Nvidia GTX 260):

Meton Bpems pacuera AO
CPU 6onee 1 yaca
Bydepsr rimyounsr oxomo 11 cex
NVIDIA CUDA oxomno 0.8 cex

Mo ccpuike http://goo.gl/AYNK7 MOXHO ckauaTh BHJCO, HIUTFOCTPUPYIOIIEE MPOIIECC BU-
3yaJHM3aluH.

Puc. 2. Pe3ynbrar pacueta pyHKIIMM BUIUMOCTHU: pacueT Ha TECTOBOMU CIIEHE (CIeBa);
pacuet Ha mozenu buddha [9] (cripaBa)
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