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3D-cueHa u rpadpnuecKkn KoHBenep

1. Wireframe ( KapkacHoe) mogenupoBaHue
NOBEPXHOCTU O6BLEKTOB C y4EeTOM BUANMOIO
obbema (Camera, Frustum, View Volume).
dopMupoBaHuMe Crmcka oTobpaxaeMbix 06bEKTOB.

2. Tesselation. Teccensaumsa nnmn TpuaHrynauuns
(triangulation): pa3bueHne NOBEpXHOCTU Ha
NIOCKME MOMUIrOHasbHbIE 3N1eMeHTbI. BMecTo
KPVBOJIMHENHOW NMOBEPXHOCTU —
NoNMroHasibHas MoAesib, NpeacTaB/ieHHas
BepLUMHaMu (vertex)

3. Transformation (TpaHcdopmaums) :
nepemeLleHne, nameHeHne hopMbl NOCPeaCTBOM
MaTPUYHbIX Npeobpa3oBaHUi BEPLUMH B Npeaenax
BMAMMOro obbeMa

4. Lighting. PacyeT ocBeLleHHOCTM BepwnH ANns 3akpawmsaHus (shading) B nocneaytowem
TPEYrosibHUKOB NOJIMrOHANbHbLIX MOBEPXHOCTEN C MHTepnonsumen no: MNypo (Gouraud shading), ®oHry
(Phong shading)

5.Camera-ViewPort. lMpoeumnpoBaHne 3D-o6bekTa ¢ coxpaHeHneM MHdopMaunm 0 pacctosiHum (o
rnybvHe) KaXxaon 13 BEpLUMH A0 MJIOCKOCTU MPOEKLMM

6. Triangle setup. Moarotoeka (KOMMNOHOBKA ) TPEYro/ibHUKOB 06beKTa: reHepaunst TEKCTYPHbIX
KOOpAMHAT; COPTUPOBKa BePLUMNH; 0TOOp 1 oTbpackiBaHMe HenuueBbix rpaHen (culling)
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3D-cueHa un rpadpnuecKkn KoHeeunep

(rendering -npeobpasosaHue, npeacrasneqHne) 1. HSR (Hidden Surface Removal) — Yaanenue
CKPbITbIX, ANS TEKYLLEN TOYKM HabnoaeHus,
NOBEPXHOCTEN. ANFOPUTMbI: Z-COPTUPOBKA; Z-
6ydepunzaums

2. Texture mapping (nukcenbHblie Wengepbl).
TeKcTypvpoBaHMe — NMepBbIN 3Tan pacTpoBON rpaduku.

Tekcenbl-3n1eMeHTbl TeKCTYpbl hopMaTa 2™ x 2",
CooTBETCTBME NUKCENOB M TEKCENOB YCTaHaB/IMBAETCS Mo
pe3ynbTaTaM NpoeLnpoBaHus.

Mpuembl: MIP-mapping (TekCTypbl C pasfiyHbIM
paspelleHnem); perspective corrected texture
mapping (koppekuus nepcnekTtusbl); Filtering (BLF, LF,
TLF, Anisotropic); bump mapping (HanoxeHue
MenkomacwTab-ro penbeda); MynbTUTEKCTYpUpPOBaHMe
(KoHBenepHoe) — 4n 6/10KOB TEKCTYPUPOBAHNUS;

3. a-blending and fogging (MogennposaHue nonynpo3pavyHoCT, KOPPEKUUS LUBETA: o~ CMELUMBAHME U
3aTyMaHMBaHue )

4. Anti-aliasing (Koppekumns 3a3ybpeHHocTM rpaHuu: edge AA (kpaesoi) m full screen AA (nonHbi ~ FSAA)
MNpuemsbl: super sampling (cynep- n MynbTMCIMNNKHN); tile based apxuTekTypa; TeXHWKA akKyMynsTopa.

5. Dithering. VIHTeprnonsuns HegocTaloWmMX UBETOB (415 MHAEKCMPOBAHHOMOLBETA)

6. Frame buffer. ®opmumpoBaHue kagposoro 6ydepa ans ¢GopMMpoBaHNS BbIXOAHOIO aHaNOroBoro

curHana. Mpuemsl: double buffering aBoiHas 6ydepusauns ~ HGoOpMMPOBAHME 2-T0 HAYMHAETCS 0 TOro Kak
3akoH4nTCa nepeaada B LIAIM (RAM DAC) nepsoro

7. Post-processing. NocT-06paboTka: aByMmepHble 3hdeKTbl Hag LesbiM KagpoM.
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3D-cueHa u rpadpnueckmn KoHBenep
® KoHuenuuna OpenGL 4.0 pipeline

Display
List

v

Per-Vertex
Operations

Per-Fragment
Operationes

Frame Buffer

Evaluator Rasterization

Y

Primitive
Assembly

S
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0606w eHHan cTpykTypa 3D-akcenepartopa
(supeokaptbl, GPU)

NokoneHusa akcenepartopos, poab OpenGL

LLinHa BBOAA/BbIBOAA

MoXeT 6bITb Nnepesno-

XeH Ha CPU

(MacwTabmpyemocTb): \ OpaiBepbl:
FeomeTpnyeckui ICD (Installable Client

DIME (Direct In Memory npoueccop: BugeonaMsTb Driver) — nonHas sepcus

Execute) - MexaHu3M o6paboTku \ OpenGL-coBMecTMMOro

HernocpeacTBeHHoe TPEYrosibH1KOB A Bycep BepLUMH ApariBepa ans

BbINOSTHEHME B NAMSITH. NpoecCcMoHanbHbIX

OcHoBHas n BngeonamaTb NHpekcHbIn Bydep aKkcenepaTopos

HaxoQATcs B obLiem 4 MCD (Mini CD) —

afapecHOM NpocTpaHcTBe. MexaHu3Mm peHaepuHra \ yCeUeHHasi Bepcus

O6Lee NpocTpaHCTBO /" Bydep TekcTyp Minip9rt — MMHUMNOPT ANS

amgnmpyeTc;|6c MOMOLWbIO o, Briok(11) 06paGoTKM : OZHOW 1rpbl

Tabnubl 0TOGpaxxeHus ~—

anpecos GARP (Graphic TEKCTYP - > z- bydep TV DVI

Address Remapping Table) \ d

Gnokamu no 4 Kéanr. l DMAM™ a- 6ydep

Mpoueccop BnageokapThl RGB

HenocpeacTBeHHo paboTtaet Bnok 06paboTku - / LIAN

C TEKCTYpamu B OCHOBHOIA kaapoBoro bydepa > Kanposeiii Gydep > (RAM

namsTn 6e3 nx KonMpoBaHUs DAC)

B BnaeonamMAaTb.
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feomeTpunueckumn npoueccop

NaHHble 0 BepwunHax. NMoTokn. Hopmanu.
KoopauHaTtbl TekCTypbl 2> bydep BepluvH

struct VS_INPUT
{

float2 Pos : POSITIONO;
float2 UV : TEXCOORDO;
float ZPos : POSITIONI1;
float3 Norm : NORMAL;
float3 Col : COLORO;

static const DWORD FVF;
s

const DWORD MYVERTEX: :FVFE =
D3DFVEF XY | D3DEFVEF TEX1 | D3DEVE Z
| D3DEVE NORMAL D3DFVE DIFFUSE;

S @



ApxuTtexktypa weunaepos

> BepuwuHHble wengepsbl (vertex shaders)

Vertex Shader 128bit Architecture

FLOAT FLOAT FLOAT FLOAT

Wertex Input
ey .
128 bits == 4 floats PerucTp: ‘ x y z w U
16 entries Constant Memory
- 4 byte = 32 bits leads to 4 x 32 bits = 128 bits
Registers “ertex Shader EEI
3 Y
 ra—r—.4 | | 3 Cneunanusauumsa perucTposB wenagepa
12 entries 128 instructions 2 s Registers: Number of Registers Properties
L 128 bits == 4 floats
Vertex Output 06 entrias Input (Vo - V15) 16 RO
foroenee RADEON 8500: GeForce 3/4TI: 9;
128 bits == 4 floats 162 entries Output (o*) S ad WO
13 entries RADEON 8500: 11
_ vs.1.1 Specification: 96;
l Constants (c0 - ¢c95) RADEON 8500: 192 ' RO
Temporary (r0 - ri1) 12 RW
. WO (W: only
Address (a0.x) 1 (vs.1.1 and higher) with mov)
Name Value Description
BbixoaHkle oDn 2 quad-floats LiBeT ansa nukcensHoro wenaepa diffuse (0DO) n specular (oD1).
perucTpbl —
BEPLUMHHOTO oPos 1 quad-float Output position B 04HOPOAHOM YCEY4EHHOM MPOCTPaHCTBE
wenaepa: oTn 0o 8 quad-floats BbIxogHble KoopAnHaThl TEKCTYPbI
oPts.x 1 scalar float Pa3mep To4km (ckansap)
oFo0g.x 1 scalar float KoadhpmumneHT 3aTymaHuBaHus
b 7/30 )
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BepwuHHble wenaepobl. Accembnep

3.[Mpumepbl BEPLIMHHOIO Wengepa
Ha accembnepe

1.06bsiBNeHME BePLUNHHOIO Wwengepa B C++,
YCTaHOBKA KOHCTAHTHbIX PErMcTpoB

float c[4] = {0.0f,0.5f,1.0f,2.0f};

DWORD dwDecl O[] = {

D3DVSD STREAM(0), //VSD-Vertex Shader Declaration
D3DVSD REG (0, D3DVSDT FLOAT3 ), //inpRegister vO0
D3DVSD_REG (5, D3DVSDT D3DCOLOR), //inpRegister v5
// set a few constants

DBDVSD_CONST (0,1),* (DWORD*) &c[0], * (DWORD*) &c[1]

;, * (DWORD*) &c[2], * (DWORD*) &c[3],

DBDVSD_END() I g
pd3dDevice->SetVertexShaderConstant (28,
&matProjTransp,4); // 4 cTpokmu
pd3dDevice->CreateVertexDeclaration (dwDecl O,
&pVertexDeclaration ) ;

2.Komnunauua v cosgaHue, yctaHOBKa
N yaaneHue BepLUMHHOIO LWeuaepa
D3DXAssembleShaderFromFile ("PShader.psh",0,0,0,

&pCode,0) ; // for Assembler Shader
D3DXCompileShaderFromFile (strPath,0,0,"Perlin",

"vs_1 1" ,dwShaderFlags, &pCode, 0, &pConstantTable)) ;

pd3dDevice->CreateVertexShader ( (DWORD*) pCode->
GetBufferPointer () , &pVertexShader) ;
pCode->Release(() ;

m pd3dDevice->SetVertexShader (pVertexShader) ;
m_pd3dDevice->DeleteVertexShader (pVertexShader) ;

mov al0.x,rl.x

mdx3 r4,v0,cl[al0.x + 9];
m3x3 r5,v3,cl[al0.x + 9];
; Scale by fog parameters

; cS.x = fog start
; cS.y = fog end
; ¢c5.z = 1/range
; cS.w = fog max
dpd4 r2, v0, c2 ; r2 = distance to camera
sge r3, c0, cO ; r3 = 1, sge=(>=?)
; camera space depth (z) - fog start
add r2, r2, -cb.x
; 1.0 - (z - fog start) * 1/range
mad r3.x, -r2.x, cb.z, r3.x
mad r4,r3,c9,rd ; r4d=r3*c9+r4
mov R1, -R2.xyyz ; swizzling example
mov Rl1.xw, R2 ; masking example

r0 = rl x r2 (3-vector cross-product)
mul r0, rl.yzxw, r2.zxXyw
mad r0, -r2.yzxw, rl.zxyw, xr0
mov oD0, r4
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ApxuTtektypa weunaepos

> [MMukcenbHblie wengepsbl (pixel shaders)

Pixel Shader 128bit Architecture STanbl paboTbl ¢
Texture Coordinates Color Registers NnUKcesbHbIMM LLenaepamMmm
Texture ; ; Constant
TC0 TC1 |TCZ2 [TC3 w0 vl o
| | | | Stages . I: Registers * NMpoBepka noaaepxxkm Pixel Shader
exiure
TEXOPM ...l-J TEXD Registers ﬂ, ol ° YC'I:aHOBKa Flags ANA TeKCTypbl
\szxop i et ] \—>:|m [o ] (with D3DTSS_* flags)
3 ] « YcraHoBka Texture (SetTexture())
EKOF’|‘—, B 1 Pixel Shader | « OnpepeneHne KOHCTaHT
Texture EXOF . > <:: ALU (—J| e (with SetPixelShaderConstant()/def)
Operations A P B, )
[ ) . « Pixel Shader nHcTpykuun
- - . o Appecauum TeKCTypbl
| e o e
;Tarture Coordinates E tn I_I H :I o Apudmernueckme
Tco |Ter [rez ftea [res fres | |f||Texture .
| Stages Output/Temporary Registers » AccembnnpoBanue Pixel Shader

E a | . « Cozpanue Pixel Shader

ITEXO TEXO M Mo« = & m

[ ' ‘AJ ‘r‘ « YcranoBka Pixel Shader
EE}(QF' 1

« OcBO60OXXAEHUE pecypcoB

TEX1
L; .
Text .
D::ue:‘s::ions Egiij

ERDR Constant
N C 8 RO
S-l-4 - - | TEXS 1. Reg'sters L
p |

Texture t 4 RW >
Registers n RO
Temporary | 25n | RW
Registers n
Color
Registers Vn 2 RO
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NMukcenbHble Wwenpepbl. Accembnep

1.06bsBNEeHMe nNuKcenbHoro wengepa B C++,

YCTaHOBKA KOHCTAHTHbIX permctpoB

if (pCaps->PixelShaderVersion
< D3DPS VERSION(1,1)) return E FAIL;

//Flags
m pd3dDevice->SetTextureStageState( 0/*Stage*/,
D3DTSS_COLORARGI, D3DTA_TEXTURE Y, /..
m pd3dDevice->SetTextureStageState( 0,
D3DTSS_COLOROP, D3DTOP_MODULATE ) ;
//Set
m pd3dDevice->SetTexture (0, m pWallTexture);
//Define Constants
HRESULT SetPixelShaderConstant (DWORD Register,

CONST void* pConstantData,DWORD ConstantCount) ;
def c¢0, 0.30, 0.59, 0.11, 1.0 ; [-1.0..1.0]

2.Komnunsuua u cosgaHue, ycTaHOBKA
W yoaneHue nukcenbHoOro wengepa

DXUtil FindMediaFile (Shad, T ("environment.psh"));

1if (FAILED (D3DXAssembleShaderFromFile (Shad, 0, NULL,
&pCode, NULL) ) ) return E FAIL;

if ( FAILED (m_pd3dDevice->CreatePixelShader (
(DWORD*) pCode->GetBufferPointer (), &m dwPixShader)
)) return E FAIL;

m pd3dDevice->SetPixelShader ( m dwPixShader );

m_pd3dDevice->DeletePixelShader ( m_dwPixShader ) ;

» 10/30 @ ----------------------------

3.Mpumepbl NUKcenbLHOro wenaepa
Ha accembnepe

; t1l holds the color map
; bump matrix set with the
; D3DTSS BUMPENVMAT* flags

ps.1.1 ; start of asm. shader
tex tO0 ; bump map with du,dv,lum data
texbeml tl, t0O ; compute u, v

; sample tl using u, Vv
; apply luminance correction

mov r0, tl ; output result
texcoord t0 ; convert texture

; coordinates to color
mov r0, tO0 ; move color into output
tex tO ; color map
texdp3 tl1, t0O ; tl = (tl) dot (tO)
mov r0, tl ; output result

lrp r0, vO, t0, rl ; vO0*tO+(1-vO0)*rl

; (tl) holds row #1 of the 3x2 matrix

; (t2) holds row #2 of the 3x2 matrix

; £t0 holds normal map

tex t0 ; normal map

texm3x2pad tl, tO0 ;calc. z from row #1

; calculates w from row #2

; stores a result in t2 depending on
; 1f (w == 0) t2 = 1.0;

; else t2 = z/w;

texm3x2depth t2, tO




Microsoft HLSL (High Level Shading Language)
& dannbl 3¢dekToB, TexHnkn (technique) n npoxoabi (pass)

1.Mex. MNMpumep danna apdeKkTos C 2.Bopa. MNMpumep danna apdeKkToB Ha A3blke
lengepamm Ha accembrepe MS HLSL
#define C EYE POSITION 27 #include "light scattering constants.h"
#define C_DISPLACEMENTS 30 // transformations
// light direction float4x4 mWorldViewProj: WORLDVIEWPROJECTION;
float3 L = normalize(float3(-0.2f,-0.8f,.4f)); floatd vCameraPos: worldcamerapos;
// light intensity float4 sun _color : suncolor =
float4d I a = float4(0.3f, 0.3f, 0.3f, 1.0f); {0.578£,0.578£,0.578£,0.0£};
float4d I d = float4(0.6f, 0.6£f, 0.6f, 1.0f); float4 xAxis = {1.0f, 0.0f, 0.0f, 0.0f};
float4d I s = float4(0.8f, 0.8f, 0.8f, 1.0f); floatd4 vHalf = {0.5f, 0.5f, 0.5f, 0.0f};
// material specular float3 waterColor0 = {0.15f, 0.4f, 0.5f};
float4 k s = float4(1.0f, 1.0f, 1.0f, 1.0f); float3 waterColorl = {0.1f, 0.15f, 0.3f};
// transformations texture tex(0 : TEXTURE; // blend mask
float4x4 World : WORLD; struct VS INPUT
floatd4x4 View : VIEW; { float2 Pos : POSITION;
float4x4 Projection : PROJECTION; float ZPosO : POSITIONI;
// eye position float2 NormO : NORMALO;
float3 Eye; float ZPosl : POSITIONZ2;
// textures float2 Norml : NORMALI; bos
texture FinTex; struct VS OUTPUT
texture ShellTex; { float4 Pos : POSITION;
static const float4 vOne = floatd4 (1, 1, 1, 1); float3 Col : COLORO;
VertexShader ShellVS = asm { vs.1l.1 float3 TO : TEXCOORDO;

dcl position vO0 float3 T1 : TEXCOORDL; };

dcl normal v3

dcl color0 v VS OUTPUT VS (VS INPUT v)

dcl texcoord v6 {

a ™ VS OUTPUT Out = (VS _OUTPUT)O;
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Support/AssemEffectsFile_Fur.doc
Support/HLSL_EffectsFile_Water.doc

Apxutektypa GPU v napannenbHble
BblYMNCIieHUSA

Uinn

3a uTo CTOMUT NI6UTL MacCUBHO-Napaa/iesibHble
(massive parallel) apxutekTypbl
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ABa 3akoHa (Ampana u lNyctadpcoHa)
u oaHO obLuee cneacTBue

3akoH Amaana (Amdahl’s dante L
mdahl's Law
law, 1967):
20.00 —
1 —
S (n) — 18.00 /,f"'
_ Parallel Portion
f+ (1 f )/ n 16.00 // 50%
— 75%
e2de n — yucsio npoueccopos, S — /
14.00 90%
ycKkopeHue, f—- yacmb KoOa, He / 95%
noddarowasicss pacnapanienueaHuro. —> 12.00 /
4acToO He CTOMUT HapawmBaThb N, s /
HO CTOUT CHMXaThb f i 10.00 7 —
0 A |1
3akoH 'yctradbcoHa-bapcuca 8.00
(Gustafson — Barsis's law, 1988: 6.0 ,/
nonb3oBaTenn CTPeMATCS He ' /
COKpaTUTb BpeMs pa60Tvb| TeKyu_l,e|7|v 4.00 V/ ——
BEpCUN 3aa4m, a NepenTn K HOBOM 200 2%
Bepcun, obecnednBaroLLen HOBbIN ' |
YpOBEHb NapannenbHOCTU 0.00 +—]
= ol =t =] w (] =t =] =t ol = i@
peLeHns): "4 3 Ny d 3L
= [44] [1=]
MNumber of Processors

S(n)=n—f-(n-1)
"AmdahlsLaw" by Daniels220 at English Wikipedia - Own work based on:
-> Bcerga CTouT HapawuBaTtb N File:AmdahlsLaw.png. Licensed under CC BY-SA 3.0 via Wikimedia Commons -
N CHWKATL f http://commons.wikimedia.org/wiki/File:AmdahlsLaw.svg#mediaviewer/File:AmdahlsLaw.svg

» 3 @ '''''''''''''''''''''''''''''''''''''''''''''''' 10.02. 2015



ABa 3akoHa (Ampana un N'yctadpcoHa) n
OoAHO obllee cneacreme

3akoH 'yctacdbcoHa-bapcuca

(Gustafson — Barsis's law, 1988: n

nepenTn K HOBOM BEPCUM, 1

obecneunBaroLLei HOBbIN YPOBEHb 2 195 19 175 15 >

ONTMMM3ALMK 1 NapannenbHOCTy g 38 37 325 25
6
2

95%  90%  75%  50% Gustafson — Barsis's law

7.65 73  6.25 4.5
LLeHNA):
pelie ) 1525 145 1225 8.5

3045 289 2425 165

S(N)=n—f-(n-1) ’

Nouyemy Tak? Yto npomnsowno?
OTBerT:

NocnepoBaTtenbHas 4yacTb f f
MCMNOSTHAETCA B KaXXA0M NOTOKEe

\ 4

1-f

CneacrtBue:

Bcerga Hapsagy ¢ onTuMmnsaumnen creqyet CBOAUTb anropuTtMm K
MaCcCUBHO-NapannenbHoMy (T.e. ¢ HynesbiM f B CMbICNne 3akoHa
Ampgana)
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Apxutektypa GPU u napannesibHble BbIUNC/I€HUA

OkKHO

LlaHHble yHKanbHble O0s15 Kaxxoou
eepwuHbl attribute-nepementHbie (RO)

UCIIOJIHeHUHA: ﬂ
Kopomkue adpeca,

HECKOJ/IbKO KOMaHO

8 1 peaucmpe

» 15/30

Wertex Input

S
128 bits == 4 floats

\ 18 E"'t'"ei Constant Memory K_
Registers ertex Shader EE OI-_IfcmaHmbl u
(RW) w :; . - u2| Orm-nepeMeHHble
12 entries instructions = (o) me and Bcex
L 128 bits == 4 floats LU' p'
Wertex Cutput 96 entries HOTO KOB (RO)
« RADEON 8500:
128 bits == 4 floats 182 entries
13 entries
j pybas oueHKa Beca
OOHOIo NOTOKaA —

AnnapaTHas IMHENHAaA UHTEPNONALNS 32 peructpa >

MHoro noTtokoB -
varying-rnepeMeHHble AdheKTUBHBLIN KLU
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JTanbl pa3BUTUA.
BugeokapTtbl 3 nokoneHusa (2008)

2L

SJUN BINIK

Vertex
Shader
Engine

Ginoimsstry fussmily

Rasterization ] e Ultra-Threaded
» Dispatch
Processor

“
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Dispatch Processar

W s
e ET L Ve
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48 nnkcenbHO-LLENLEePHbIX KOHBENEPOB
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JTanbl pa3BUTUA.
BugeokapTtbl 3 nokoneHua (2007)

® ATI Radeon X1900

KntoueBble cneuudukauum ATI Radeon X1900:

MonHoueHHasa nopaepxka wuHbl PCI-Express X16 (250-500MB/sec x 16=4-8GB/sec)

MonHasa nopaepxka Microsoft DirectX 9.0 Shader Model 3.0

BoceMb BepTEeKCHbIX reoMeTpu4eCcKknux npoLeccopos

48 KoHBenepoB 06pPabOTKM NMUKCENbHbIX WenaepoB (MMKCENbHO-LWenagepHbIX npoueccopos). OAns
cpaBHeHus: 16 - y X1800 (R520), 8 - y X1600 (RV530), 4 - y X1300 (RV515)

16 TekcTypHbIX 6nokoB (TMU, Texture Mapping Unit)

256 M6 vnn 512 M6 (go 1 '6) 8-kaHanbHon rpadgudeckon namsatn GDDR3 (c nepcnekTuBon nogaepxkm
GDDRA4).

BHyTpeHHAA 512-6uTHas KonbueBasa WKHa namatn, 256-6utHeln nHtepdenc (mcnonbayetcs 8 umnos 512-
ouTHOM namsaTn GDDR3); HOBLIV An3anH accoLnMaTUBHOIO TEKCTYPHOrO, LBETOBOro n Z/stencil kawwen,
nepapxmieckun Z-dydep, Z-komnpeccusi co cxatmem 6e3 notepb (ao 48:1), 6eicTpas ounctka Z-6ydepa
HekoanposaHune Bcex hopmatos DTV/HDTV

Pexxnmbl AA - 2x/4x/6x, co cxxatmem 6e3 noTepb Npu COOTHOLWEHUN A0 6:1 BO BCex paspeLleHnsax
Pexxumbl aHn3oTponHon cdounetpaumm (Anisotropic Filtering) - 2x/4x/8x/16x

Ultra-Threaded Shader Engine - MHoronoto4yHas o6paboTka AaHHbIX, 0OQHOBPEMEHHO A0 512 NMKCenbHbIX
Tpenos, NONHOCKOPOCTHasA obpaboTka 128-a4aHHbIX C NnaBatoLen 3anaTon

YnyylleHHbIn MexaHn3M npeackasaHns BETBEHNA U 06paboTkn Tpeaos

[o 1536 nHcTpyKumMin 3a Npoxosq,

Mopaepxka 06paboTkn TEKCTYP C BbICOKMM paspelueHnem (0o 4k x 4k , ARGB - 64M6) )

TekcTypHOe cxaTue ¢ 64-6utHon FP To4HOCTLIO

BbicokokayecTBeHHas 4:1 komnpeccusi Ans HOpManbHOrO M OCBELLLEHHOIO TeKCTypupoBaHma (normal and
luminance mapping)

Mopaepxka OpenGL 2.0. High Dynamic Range (HDR) peHaepuHr [JocTynHocTb TeKCTyp 13 Vertex Shader
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JTanbl pa3BuTtnAa. Buaeokaptol 3 nokoseHunsa (2007)
& ATl Radeon X1900, Pixel Shader Processor

Textune Address Units

Read Path

1 texiure address siructions

e LR E e o | .I'-'r'l.'ll Hh:_' F:'I._':tl'_l

. r ADD + input mod fier
CQuad Pixel Sh ADDMALLIMADD

DDVMULMADD
owy confrol instuction

Radeon X1900 Pixel shader Processor Detail

CyTb TexHonorum Fetch4 TekcTypHble 610kn CnpoeKkTMpOBaHbI
419 OfHOBPEMEHHOTO MOAENNPOBaHNA N GUALTPALIUK YETbIPEX
TekcenoB agpeca (ana 16 TekcTyp). 3a CHET TEXHONOrMM BbICTPOro
yrnpaBJ/ieHNs NOTOKOM AaHHbIx Ultra-Threading n dyHkLmm
Bbibopa TekcTyp Fetch4 umnbl Radeon X1900 moryT obecneumnTsb
BbIBOZ MATKMX OTTEHKOB BbICTpee, HeXXenn TpajuLmMoHHan KonbLesas apxvTekTypa KOHTpoIAepa naMaTtu ¢ 2
TEXHOJIOTNA TEHEBOTO TEKCTYPUPOBaHKA. WnHamMm no 256 = 8 x 32 bur
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GPU c wenpaepamu 4 nokoneHus.
Apxutektypa NVIDIA GeForce 8800 GTX

I S — NVIDIA GeForce 8800 GTX
nmeer: 128 cKaJISIpHBIX
Goom Thread Issue | Pixel Thread Issue | | NMOTOKOBBIX NMPOLIECCOPOB
S I omee] ] SR, 1 (scalar processors), KOTOpbIe
(= (] fe=] T | e ] ] | ] [ e o < m]| | ([ =]
[ (] | ] | o | T O | [ ]
[ [ [ | ] ROCIOOMOOOCMOCOCmCICHC )| | (o] o}

(MmyJabTHHIPOLIECCOPOB) IO 16
CEEE) [EEELE] FEE) FEE) (R (EEE EEEL] EELLE]

NMPOLECCOPOB, KAXKAbINA 0JI0OK
i e o S R s e W A J0JIKeH OBITH ocHAIIeH 4
[ 11 t 1 b1 | 1] pous] B ]
e s s

TEeKCTYPHBIMHM MOXYJISAMHU H
} | } ! |

s
:
g
E

o0mei Km-namareio L1.

Vix (Geom|Pixel) Tread Issue — ucTok I BEPIIMHHBIX (FreOMeTPUYECKHNX / MAKCEJIbHBIX HIEH1epOoB)

Ka:kapiii 010K 1eJUTCs HA ABA MIeHIEePHbIX Mpoueccopa (Kaablii U3 KOTOPBIX COCTOMUT U3 8
NMOTOKOBBIX Npoueccopon), umeromux SIMD apxutektypy. U Bce BoceMb 0,10KOB HMEIOT I0CTYI K
Jwoéomy u3 mectu L2 k3mei v K JJ1000My U3 HIECTH MACCHBOB PEerucTPOB 0011ero HA3HAYEHUS
(POH). Takum 00pa3oM, TaHHBbIE 00PA0OTAHHBIE HA OTHOM IIeiiIePHOM MPOIecCOpPe MOTYT ObITh
HCMOJIb30BAaHbI IPYTUM HACPHBIM NPOLECCOPOM.
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On-Chip Memory Hierarchy. Latency

GPU. SIMD Memory Access
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Geom Thread Issue

Input Assembler
Vix Thread Issue

ITIOTOKH

SIMD core 1= | | SIN0 come 316

(8 L1 caches)

{6 L2 caches)

EIMD core £2

ERD core &1
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GPU c weungepamm 4 noKoneHuUs.
Apxutektypa NVIDIA GeForce 8800 GTX

NmeeTcst 0oaHO yCTPOHCTBO BEIOOPKH/PACITAKOBKU Ha KaXKIbIH
- szcu" W MymsTHIpOIIeccop. OHO UCHOMB3YeT 4 IUKIIA JUIS HCTIONHEHUS
OJHOM MHCTPYKIMH 1751 Bcero warp-a [NVIDIA 2007, Ch.
5.1.1.1]. T.o., myasTHHpoueccop ectb SIMD ycTpoiicTBo co
CKaJIIPHBIMH TIpolieccopamu 3PpGHEeKTUBHO HUCIIOIb3YEMbIMU
kak SIMD nuneiiku. Mb1 obpaiaemcst kK HUM kak k SIMD
sApaM JIJIsl UX pa3MEILCHHS B KOHTEKCTE IPYTUX COBPEMEHHBIX
MHOTOSIIEPHBIX cucTeM, Takux kak Core2 u Cell: ogno siapo
GPU umeer 19-23 Gflop/s nns multiply-and-add oneparuii,
4TO MOI00HO MMKOBOM Tpou3BoauTeabHocTu CPU simep (~21.3
Gflop/s/core nnsa 2.66GHz Intel Core2) uiau SPE ycTpoiicts
Cell mpouieccopa (25.6 Gflop/s per SPE).

Pixel Thread Issup

Hpyrum BakabIM cBoHicTBOM GPU sBJI. MHOTOITOTOKOBOCTB, YTO TTO3BOJISIET CKPBITh JJATCHTHOCTH ITAMSTH U
KoHBelepa. it o0eryeHust HU3KoM CTOMMOCTH MEPEKITIOUEHUs] B KOHTEKCTE, BCE OJJHOBPEMEHHO BBITTOJIHSICMbIC
MOTOKH JIEP>KAT CBOU PETUCTPBI COCTOSHUS B OHOM (paiine peructpoB. Uucao perucTpoB 3aXBaTbIBAEMOE TOTOKOM
3aBUCHUT OT IPOTPAMMBI.

Nmeetcs HeOombIas JOKadbHasI pa3jaeisieMas MaMsTh Ha Kax bl MOTOKOBKIN O10K. [losib30BaTe b MOXKET CO3/1aTh
00JIbIIIEe TTOTOKOB, Y€M MOTYT OJHOBPEMEHHO BMECTUTh PETUCTPHI U JIOKAJIbHAS MaMsATh. Torja HEKOTOPhIE MOTOKH HE
WHUILIMUPYIOTCS TIOKA JPYTUe HE 3aKOHYAT (UTO HE CYJIUT BBITOJ] B TPOU3BOUTEILHOCTH).
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GPU. SIMD Memory Access
On-Chip Memory Hierarchy

BND core 81 | [ SIMD core 22 EIMD cors 15| [BIEAD core 818
Vecior Vechor
reqgisiers reqgisters b
3B 3XEB 32
L1, 3KB

R —_— *GPU npou3BoaUT BEICOKOCKOPOCTHYIO O€3KAIIIEBYIO 3arpy3Ky
Sotup  Rstri 2Cull SIMD-nawmstu u coxpanenue. Non-cached non-SIMD memory
Pixol Thoad Issuo || operations TakyKe MOAEPKUBAIOTCS, HO OHM MeHee d((DEKTUBHBI
X — === O MPOMYCKHOMN CIIOCOOHOCTH.
*GPU Ttaxxe mpou3BOaUT BEIOOPKHU M3 KIIIUPOBAHHOM MTaMSTH.
Ot10 He TpedyeT opranuzanuu SIMD narrepHoB 1151 ayulien
npousBoAuTensHOCTH. OTHAKO, KOIIMPOBAHHBIN TOCTYIT TpeOyeT
BBICOKOM MTPOCTPAHCTBEHHOM JIOKAJTM30BAHHOCTH BHYTPHU KaXKIOH
BEKTOPHOI COOpPKH M3-32 MaJIOTo pa3mepa Kaina. Bcee 3Tu THrb
JOCTyTa K MaMsITH MpencTaBieHsl B |SA kak HHIeKCHpOBaHHBIC
ciusiHus (COOpPKM) M MHACKCUPOBAHHBIE Pa300PKHU. ITO
Mo/Ipa3yMeBaeT UCIOIb30BaHKE JIMIIIHUX UHIEKCOB B ciaydae SIMD
JOCTyTIA.

Kaxnoe SIMD sinpo umeer 32KB register file paznenennsiit mexay SIMD nmunetikamu. J{nst GeForce 8800 GTX sto
coctaBisieT A0 512KB Ha oaus 4um, 4yTo O60blie, 4eM J1I000# APYroi 4YacTHBIN ypOBEHb HUEPAPXHUH MAMSATH Ha YUIIE.
DTO0 MOTHBHUPYET pa3IMYHbIE APYTUE PEIIECHUS, UCTIONb3YeMbIE B CYNIEPCKASIPHBIX MPOLIECCOPAX, KOTOPHIE UMEIOT
OTHOCHUTEJIBHO HEOOJBIIIOE YHCIIO PerucTpoB (e.g. 128—256 bytes in SSE units) u MmaccuBHBIE KAIIIH.

Bropoii 6onee BeicokmiA ypoBeHB ON-Chip memory hierarchy — sto nokanenas namsats (16KB per SIMD sinpo) u 256
KB Bcero. 910 MOxeT ObITh 3P(PEKTUBHO UCIIOIB30BAHO KaK CKAISIPHBIE PETUCTPHI U TAKXKE pa3peliaet
WHICKCUPOBaHHBIN jJocyIr. J[pyrue BaxkHbie THITBI ON-Chip memories - L2 u L1 read-only kamm, oo6semom 10 192KB u
40KB na 8800GTX s HaIero uccie0BaHus.
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XapaKTepuUCTuUKun
GPU nVidia G80

G name GeForce  Quadro  GeForce  GeForce
S800GTX FX5a00 S8S00GTS B600GTS

# of SIMD cores 16 16 12 4
core clock, GHz 1.35 135 1.188 1.453
peak Gflop's 346 346 228 03.3
peak Gflop/s'core | 216 216 19.0 233
memory bus, MHz | 900 &0 &0 1000

memaory bus, pins 334 334 320 128
bandwidth, GB/'s 86 77 G4 32
memory size, MB 768 1535 640 256

fopsword 16 13 14 12

OTH MPOLIECCOPHI UMEIOT IUPOKHE BOBMOXHOCTH K
rMOKOMY NMPOTPaMMHPOBAHHUIO, OITUCAHHBIE B PYKOBOZCTBE
CUDA (CUDA programming guide ).

OnHaKo, MCOIB30BaHUE dTON THOKOCTH MOXKET CTOUTH 10-
100x moteps B mpousBoautTenbHocTu. GPU mpencrasneH
kak MHoronotokoBast SIMD (SIMT) apxutekrypa.

Why unify?

Unified Shader

Vertex Workload

Unified Shader

Pixel Workload

- Heavy Genmet;y

Workload Perf =12

Heavy Pixel
Workload Perf = 12

b 23/30 @

05.10. 2014



JTanbl pa3BUTUA. 5 NOKOJIeHUe
NVIDIA Fermi GF-100 architecture

Host Interface § Graphics Processing Clusters (GPC) - 4

GRe Streaming Multiprocessors — 4 / GPC

Ragter Enging Rastar Engine 14
1 1
=M ET sM SM &M e =M

T T
SM

GigaThread Engine is the center
of the chip, it generates and
distributes blocks of threads
between different multiprocessors.

Momory Controllar
A |[oaLio g Asuag

[Famaon o | Multiprocessor distributes warps
(warp, a group of 32 threads)
between stream processors
(CUDA cores, Compute Unified
oo Device Architecture), and other

execution units.

[
-
-
[
=]
L]
£
g
E
-
=

ABgleLe s Aoy

T S T T .
SM SM SM 5M ] 5 SM
3 . 3 e 3 4 3
Rastar Engina Rastar Engina

Memory Controller
B PG S AdoLLngy

GPC
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Graphics Processing Clusters (GPC) architecture

GPC Own Raster Engine on GPC

(angl setu, aserizaon, 2.

T 3 T 3 T 3 T 3

SM SM sSM SM

Streaming Processors — 32 / SM

Texture Processing Blocks — 4/ SM

PolyMorph Engine - 1/ S

(Vertex attribute fetch, tessellation)
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Graphics Processing Clusters architecture

Warp Scheduler + Instruction Dispatch Unit

2 Warp Scheduler - 2 Warps simultaneously |EEE 754-2008 warp Scneure Warp Scheduler

Standard Calc. Dispatch Unit Dispatch Unit
= =

CUDA Core Register File (32,768 x 32.bit)

Dispatch Port E|
Streaming CUDA core (processors) —32/SM ——> == B L

FPUnit  INT Unit | [ LO/ST
1 1 & LD/ST

[ Result Quede | L e | | Core | Core

Core | Core

(fused multiply-

add, FMA, one Core| |Core
Load/store unit, LD/ST or LSU - 16/ SM rounding only )
(16 threads per clock)

Core

Special Function Units, SFU — 4/SM
(sin, cos, square root, interpolation)

Texture Processing Blocks — 4/ SM

PolyMorph Engine

|mseup||mrmmmt| ______

» 26/30 @ - 2014




time

Double Warp Scheduler on SM

Warp Scheduler Warp Scheduler

Instruction Dispatch Unit

e

Warp 8 instruction 11 Warp 9 instruction 11

Warp 2 instruction 42 Warp 3 instruction 33

Warp 14 instruction 95 Warp 15 instruction 95

Warp 8 instruction12 Warp 9 instruction 12

Warp 14 instruction 96 Warp 3 instruction 34

Warp 2 instruction 43

Warp 15 instruction 96

» 2730 v

Instruction Dispatch Unit

o

2 Warp Scheduler + Instruction Dispatch Unit
- 2 Warps simultaneously

VLIW instructions dispatching

7 One instruction of the warp on 16 core
simultaneously (SM/ 2)

05.10. 2014



Fermi Memory Hierarchy
Parallel Geometry Processing & Raster Engine

Fermi Memory Hierarchy
Thread

Clock rate (MHz)
Core:772; Shader:1544; Memory: 4008

SM of GF100 has 64KB on-chip memory

in 2 possible configurations:

*48 shared memory/ 16 L1 Cash - Graphics
16 shared memory/ 48 L1 Cash - GPGPU —> Bl

Bandwidth (GB/s): 192,4
6 Memory Controllers

L1 Cache

Texture Cache

[

PolyMorph Engine
Vertex Fetch Tessellator Viewport Transform
Attribute Setup Stream Output
Raster Engine
Edge Setup |+ Rasterizer e Z-Cull Additional Information:
GeForce; GeForce 500 Series

NVIDIA Fermi GF-100 architecture
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JTanbl pa3BUTUA. 6 NOKON1eHne

110 architecture

NVIDIA Kepler GK110 Architecture Whitepaper.docx (local)

NVIDIA Kepler GK

Streaming Multiprocessors — 4 / GPC
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JTanbl pa3BUTUA. 6 NOKONIeHNe
NVIDIA Kepler GK-110 architecture

NVIDIA Kepler GK110 Architecture Whitepaper.docx (local)

Instruction Cacha

Warp Seheduler

Dispatch Dispateh Dispatch
' 4+ 4

Warp Scheduler
Digpateh
.

Warp Scheduler

Dizpatch Dizpateh Dizpatch
4 4 4+

Register Fila (65,536 x 32-bit)

4 4 & . £ 4 4 e o

- Cofe Gore Core - LT SFU Code Gore |Core -{:nra Core Core - LOUST
Core Core Core - Come Core Core - LIvs
Core Core Corg - Core Core Core - LIS

Core Core Care

T

WaT

NG
Core Core Core - Core Core Core - LIvs:
Core Core Core - Come Core Core - LIvS

[

Core Gore Core - Core GCore Core - LIVET
Cora Core Core - Core Cora Core - LIVET

4+ 4 4 4

Warp Scheduler

1 B

Cone Core Core -ﬂlﬁlﬂ Cong Core - Lo

Cone  Gone c«u-ﬂum Cone l.‘.tw- LS
Core Corne Core - Core Core Cors - LoV
e o o [ o o o [

Dispateh
&

p =

Cone Come Cong -curi Com Cone - st (8

Core Coma Cora -Gum Cona Cora - LIS

Cofe Core Core -Gum Cong Core - LasT o
Core Cons C-wu--cum Cone l.‘x.“- L

Core Core Com-ﬂur-n Cors l.‘::'-u- LA

Cove Core Core -Gnn Core Core - LousT (5

Comm Cora Cors -CON Com Core - u=1-1

SMX Processing Core Architecture:
192 single-precision CUDA cores,

64 double-precision units,

32 special function units (SFU)

32 load/store units (LD/ST).

*Each of the Kepler GK110 SMX units feature 192
single-precision CUDA cores, and each core has fully
pipelined floating-point and integer arithmetic logic
units.

*Kepler retains the full IEEE 754-2008 compliant
single- and double-precision arithmetic introduced in
Fermi, including the fused multiply-add (FMA)
operation.

*One of the design goals for the Kepler GK110 SMX
was to significantly increase the GPU’s delivered
double precision performance, since double precision

Core Caore Care - Cone Coré Cors - LINST Core Coms Cors - Come Core Core - LoET (B
Core Core Core - Core Core Core - LosT SFU (Core Cors | Core - Core Core Core - st 8
Core Core Core - Core Core Core - LT SFU Come Com Cone - Core Core Cone - Lo
Core Core Core - Core Core Core - LIET EFY Come Com Core - Core Com Cone - ]

Interconnect Netweork
64 KB Shared Memory / L1 Cache

48 KB Read-Only Data Cache

arithmetic is at the heart of many HPC applications.

*Kepler GK110’s SMX also retains the special function
units (SFUs) for fast approximate transcendental
operations as in previous-generation GPUs, providing
8x the number of SFUs of the Fermi GF110 SM.
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NVIDIA Kepler GK-110 architecture

NVIDIA Kepler GK110 Architecture Whitepaper.docx (local)

FERMNI FERNI KEPLER KEPLER

GF100 GF104 GK104 GK110
Compute Capability 2.0 2.1 3.0 3.5
Threads / Warp 32 32 32 32
Max Warps / Multiprocessor 48 48 64 6
Max Threads / Multiprocessor 1536 1536 2048 2048
Max Thread Blocks / Multiprocessor 8 8 16 16
32-bit Registers / Multiprocessor 32768 32768 65536 65536
Max Registers / Thread 63 63 63 255
Max Threads / Thread Block 1024 1024 1024 1024
Shared Memory Size Configurations (bytes) 16K 16K 16K 16K
43K 435K 32K 32K
42K 48K
Max X Grid Dimension 2716-1| 2M6-1 | 2732-1 | 2732-1
Hyper-Q No No No Yes
Dynamic Parallelism Mo Mo Mo Yes

_____ Compute Capability of Fermi and Kepler GPUs
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