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CuHTe3 TpeXMepHBIX cTepeo N300paeHnil B mapauie/bHOi
BBIYHMCJIUTEILHOM cucTeMe 3D- cTepeo BU3yaau3zauumn

IIpeonoosicena opzanusayus napaiiebHol
npoyeccopog 0na cuumesa 3D cmepeo
npuMeHenuemM papabomanHoll asmopom

BbLIYUCTUMENbHOU CcUCmeMbl Ha 0aze epaguuecKux
u300pasicenutl. Memooom mpaccuposKu Jayueu ¢
MoouuKkayuu anrcopumma NOUCKA nepecedeHull

mpaccupyrowux fzyl{eﬁ ¢ obwvekmamu CYEHbl. Cucmema noszeonsem CYWeCmeEeHHO Ye6eeaudunio
np0u3600umeﬂbHocmb 3D cmepeo curnmesa daomopeaﬂucmulmozo Kauecmeda.

Knrwouegvie cnoea: 3D eusyanuzayus, mpaccupoeka ayueii, 3D cmepeo uzoopascenue, cunmes,
zpaghuyeckuii npoyeccop, 6bIYUCTUMENbHAA CUCHEMA

BeedeHue

Opranm3anusi KOMITBIOTEPHBIX CHCTEM peaju-
ctuuHOM 3D  mpocTpaHCTBEHHOM — BU3yallM3allUU
IpesycMaTpuBacT NPHHIHUITHAIBHO HOBYIO OpTaHH-
3al{I0 BBIYUCIUTENBFHOTO Mpolecca, OTINYHYI OT
cTaHgapTHoro rpadudeckoro 3D koHBelepa, U mpH-
MEHEHHUS CJOXHBIX METOJOB CHHTE3a M BH3yalln3a-
UM (TakuX, Kak TpacCHpOBKa Jy4ed W Ip.) AJS Io-
BBIIICHUSA PEATHCTHYHOCTH NMPOCTPaHCTBEHHOro 3D-
CUHTe3a. B CBs3U ¢ 9TUM, COBpEMEHHbIE KOMITBIOTEP-
HBIE CHCTEMBI CHHTE3a HM300pa)KeHHH M BH3yajM3a-
IIMH OKPYXaIOIIeH 00CTAaHOBKHM TPeOYIOT KadeCTBEH-
HOTO M 3(Q(EKTHBHOTO MPUMEHEHHS W COBMEILCHHUS
METOJIOB PEATMCTUYHONH TPEXMEPHOH IpaWku Kak C
TPaAWIOHHBIM MEXaHM3MOM BH3yalIHM3allH, TaK H
MOKa eIlle HeTPaJUIMOHHBIMH METOAaMH OOBEMHOMH
3D- Bu3yanm3anuu.

Heo0xo0auMo OTMETUTh, YTO NPUMEHSIEMbIC B Ta-
KHX CHCTEMax METOABl M aJTOPUTMBI, obecreuuBas
BBICOKYIO PEAIMCTUYHOCTh CHHTE3HPYEMBIX H300pa-
JKeHUH, HUMEIOT OONBIIYI0 BPEMEHHYIO CJIO0XHOCTb,
TpeOyIOT 00s3aTeNbHYI0 COBPEMEHHYIO ammapaTHYIo
MOJIEP’KKY CUHTE3a Ha MHOTOSJICPHBIX IEHTPAIBHBIX
npoueccopax M rpadMuecKuXx MYJIBTHIIPOLECCOpaXx,
MOATBEPXKast TAKAUM 00pa3oM, 4TO MOBBILIEHHE CKO-
POCTH M peamrCTHYHOCTH CHHTE3a B cucTemax 3D-
BU3yaJIN3alMN MO-TIPEKHEMY SBIISIETCS BAXKHOH aKTYy-
aNbHOM M MepcneKTUBHOM 3aaayeii [1, 2 - 4].

TpexmepHass TNPOCTPaHCTBEHHAs BHU3yalU3alus
MperonaraeT Takoe KOMIBIOTEpHOE Ipeobpa3oBa-
HHE MOJIENU CIeHBI (IIPOCTPaHCTBEHHbIN 3D- cuHTe3,
PEHIEPUHT), KOTOPOE MO3BOJHUT CO3AATh MOJHOCTHIO
TPEeXMEpHBIN BHU3YyaJbHBIM 00BeMHBIN 00pa3 (3D-
n300pakeHne) B CHEIM(PUIECKOM YCTPOWCTBE TPO-
CTpaHCTBEHHOro oToOpakenus (ycrpoiicrse 3D- Bu-
syamuzanuu, 3D- wmonurtope). 3D- m3o0pakeHne
(pocTpaHCTBEHHBIH BHU3yalbHBIH 00pa3) 3aTeM He-
KOTOPBIM CHOCOOOM 0TOOpakaeTcsi B 9KPAaHHOM HPO-
crpaHcTBe 3D- amcries, W 4eJIOBEK BOCHPUHHUMAET
ero (BO3MOHO, C HCIIOJIb30BAaHUEM JIOTIOJTHUTEIIBHBIX
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CPEZCTB COTPSHKEHUST) B 00BEMHOM BHIIC.

B Hacrosmee Bpemst mozasisitomiee OOIBITHHCTBO
cucteM 3D- cWHTe3a W BH3yalW3alll HM300paXKeHUH
(orobpaxenuns uapopmarmu) - 3D- COU - nucnons-
3yI0T cmocob crepeockomuaeckoit 3D- Busyanmsa-
IIMH, KaK JAIOMNN «pa3syMHBIH KOMIPOMHUCC» MEXIY
Ka4ecTBOM, CKOPOCTBIO M IIeHOH 3D- Bu3yammsauuu
[1 -5]. IIpu 3TOM CaMbIM TIPUMEHUMBIM C TOYKH 3pe-
HUSI CTOMMOCTH IIPOLIECCOPHOTO s]pa MOIXOAOM K
peanu3alMM HapaljiebHBIX CHUCTEM amlapaTHOU
MOJJIEPIKKHU SIBJSIETCS MX peanu3anus Ha 0asze rpadu-
geckux npoueccopon (GPU).

B paboTe paccMoTpeHa OpraHW3amusl BBIYUCIH-
TENBHBIX TPOIECCOB JUIA TMApaICIbHOW BBIYHCIIH-
TenbHOU cructeMsl 3D- cTepeo BH3yanmsanuu Ha OcC-
HOBe [6 - 8] u pa3paboTaHHBIX aBTOPOM HOIXOIOB U
anroputmos [1, 2, 5, 9, 10].

OpeaHu3ayuss cucmembl 3D- cmepeo
eusyanusayuu Ha 6a3e napaJsuie/ibHO20
epaghuyeckozo npoyeccopa

C ToukM 3peHHs NMPAKTUYECKOH peanu3aluu Cu-
crembl 3D- crepeo Buzyanuzanuu Ha GPU, Hamowm-
HUM, 4TO cuHTe3 3D- crepeon3o0pa’keHUH TOBBI-
IIEHHOTO KauecTBa IPEIJIONKEHO BBIIOIHATE Kak
JIBOMHOW PEUTPEHCHHI HE3aBUCHUMBIX H300paKCHHUN
crepeomnapsi [2, 9 -12]:

- apaJulesIbHas He3aBUCHMasl peann3alys CHHTe-
3a KaJIpoB «IEBbIN» - «1paBblil» Ha GPU;

- THapajulesibHasi «BHYTPUKAIPOBAsH pean3aliist
PEHIIEpPUHTa METOIOM TPACCUPOBKH JIydel Ha pecyp-
cax GPU, BeIeNeHHBIX 1O KX/ KaHAL.

Janee (1m0 HEOOXOAMMOCTH, C yIETOM KOHKPETH-
kn ycrpoiictBa 3D-otobpaxenus) Ha GPU Taxoke
MOXET OBITH MPOBEACH MPOIIECC MOCTOOPAOOTKH TIO-
Jy4eHHBIX M300pakeHuil ctepeonapsl (mpeodpa3oBa-
HHE Ka/IpOB B OAWH M3 (POPMATOB CTAH/IAPTHOTO BbI-
BOJa A1 yCTpoUCTB 3D- BU3yanu3anum).

B cBsi3u ¢ 3THM, 00mas opraHu3anusl BEIYHCITH-
TENBHOrO IMpouecca npouexypsl 3D- crepeo cuHTe3a
N300paKEHNsT METOJIOM TPACCUPOBKH JIy4el Ha apXu-
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tektype GPU (wnm rpaduueckoro kmacrepa GPC)
MOJKET OBITh MPOMJLTIOCTPUPOBAHA PUCYHKOM 1.

CPU

Bgoj, pazmelnienne B mamMsTH 1 MHULMATN3ALH HEOOXOAMMBIX JIAHHBIX 3a/1a4H;
/IBbraucienne pasmeproctn 3agaun st GPU - Nst (Nx i Ny — pactp usobpaxenns):
Nst:=2*Nx*Ny;

/13ananne konnuecrsa uuteit T B Gioke — TpB (T<=maxThreadsPerBlock aist GPU)
TpB:=T,;

//Onpenenenne konuuectsa 6:10k0B B st 3anaun — BC:

IIBcero Gnoxos: B[O...BC-1]

/l6noxos st esoro kaapa: BLF[O...(BC/2-1)]

[/6nokoB s pasoro kaapa: BRF[BC/2...BC-1]

BC:=Nst/TpB;

Beienenne namsatu Ha GPU;

Kougurypauus cerxu blocks=BC threads=TpB;

//Bbi30B napasuienbHoit GyHKIMHU cTepeo-TpaccupoBk - StRT

Kernel <<<BC,TpB>>> (StRT_Data);

:

GPU

grid

block (0)

thread 0
thread 1

block (BC/2-1)

thread 0
thread 1

block (BC/2)

thread 0
thread 1

block (BC-1)

thread 0
thread 1

thread TpB-1 thread TpB-1 thread TpB-1

thread TpB-1
T

V*VV

[ StRT

BLF Y YYY Y BRF Y Y

CPU
CHHXPOHH3a1HUs BeeX 0JI0KOB;
Komnuposanue kaapos (GPU) B kaapsi (CPU);

YV nanenue Boiaenennoit va GPU namsith;

Pucynok 1 — OtoGpaxkenue nponeaypsl 3D- crepeo
cunte3a Ha GPU/GPC

bnoku CUDA mnapanienbHO BBITOJIHSIOT NpoIie-
JIypy TpPacCHpPOBKH s JIEBOTO M MHPaBOro KaapoB
M300paKeHMs, KOTOPble pPa3OMTB Ha OJMHAKOBOE
KOJIMYECTBO PACTPOBBIX KIIACTEPHBIX OJIOKOB (T1O-
MacCHBOB pacTpa), BHYTPH KOTOPBIX TaKXke Iapai-
nenbHo BeinonHgercs SIMT tpaccupoBka sydeid.

Heo6xoaumMo OTMETHTB, YTO TOMOJIOTHYECKAs Op-
TaHU3AIUS CETH U OJIOKOB HE SAMHCTBEHHA M MOXET
OBITH TpeIMEeTOM ONTHUMH3AIMU IS KOHKPETHOH
apxutektypbl GPU. Jlns npeaBaputenbHOH HACTPO-
KU KOH(QUTypaluy MOXKHO BOCIOJIb30BAThCS, HAIPH-
mep, CUDA GPU Occupancy Calculator [13]. Oto6-
paxkenne mnpoueaypsl 3D- cuHTe3a Ha CTPYKTypy
GPC MOXHO NpeacTaBUTh aHAJOTMYHO, HAIPUMEP
pasmectuB O6moku BLF u BRF B pa3nuunrie xmacte-
PBL

OcHoBHOM 6a30Boit mpornenypoit 3D- crepeo Bu-
3yalu3alyy IpU 3TOM SBISETCA TPACCHUPOBKA JTydeH.

IIpu oToOpaskeHHMM apXUTEKTYpbl peHTpeiicuHTa
Ha apxutekTypy GPU ocHoBHOW wunmeell sBisercs
pa3zeneHre ajIropuTMa TPACCHPOBKM ITy4yeil Ha He-
cKoNpKO kernel- simep, KaXkaoe U3 KOTOPBIX BBITIONHS-
€T TOJIBKO OJIHY KOHKPETHYIO 3a1ady. Taxke ciemyer
YYUTBHIBaTh OCOOCHHOCTH KOHKPETHOH MHKpOapXu-
texTypel GPU, a Taxke 0COOEHHOCTH CaMmoro airo-
pUTMa TPaCCUPOBKH JIyuel - mapaijelbHas peanusa-
U ITOPUTMOB peHTpeiicnHra OCloXHEHa OO0Jb-
UM KOJIMYECTBOM (PAKTOPOB, KakK, HalpHUMeEp, BO3-
MOJKHOE 3aBEpPIIEHHE NOTOKOB BBINOJIHEHNS B pa3HbIE
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MOMEHTHI BPEMEHH (B CiTydae, €ClIM 4acTh JTydell Imo-
TJIOIIEHA WM HE TEpeceKyia HA OJHOM IMOBEPXHOCTH
CIIEHBI), HEKOTEPEHTHOCTh IIPU PacdeTe BTOPHUYHBIX
Tydel, IpUBOAAIIAs K Pa3BETBICHHUIO IIOTOKOB (ecin
pa3HbIEC JTy4d MEPECEKINCh C MOBEPXHOCTSIMH, KOTO-
pBIe UMEIOT pa3HbIE CBOMCTBA MaTepHaIOB M MOACIH
paccesHus cBera). CienyeT Takxke y4YUTHIBaTh, YTO
JUIl OCYILECTBIICHHsI INOMCKAa MEepeceueHus yda ¢
MOBEPXHOCTSIMH CIIEHbl M pacueTa OCBEILEHHUs B
HaWJCHHON TOYKE NOTOKM BBIIOJIHEHUS TPeOyIoT
peryisipHoro oOpalleHusi K ONMCAaHHWIO CIEHBI, I0-
3ToMy J(QQEKTHBHAs OpTaHU3AIM YCKOPSIOMEH
CTPYKTYPBbI, pa3MeIeHHE NaHHBIX B ITaMSATH U JOCTYI
K Hel TakXKe SBJISCTCS HEMAJIOBAXXHBIM (pakTOpOM.

3aMeTHM, YTO BBHIY aKTyaJbHOCTH MpPOOIEMBEI
napajuleIbHOM OpraHu3alUu peuTpeiicuHra, U B
nepByto odepens Ha GPU, B muTeparype npeaniokeHo
MHOXXECTBO IpaKTUUeCKHX pemennii. Haubomnee
YAa4HBIM B CMBICJIC YHUBEPCAJIbHOCTH U MTOKa3aHHbIX
KaueCTBEHHBIX IIOKa3arTeiei, sBiIseTcs TIo0aJbHas
KoHLenuus, npeaioxennas B [8]. Ilpu atom aBTOpHI
B [8] yka3bIBalOT, YTO OJHUM U3 HauboJee TPYIOCM-
KHX 3TaloB BU3YaJIM3al[M SBISETCA MOUCK OymxKaii-
IIEro MepecedyeHHs Jyda ¢ OOBEKTaMH CIECHBI, IS
MOBBIIIEHHUS TTPOU3BOJUTEILHOCTH KOTOPOTO MpUMeE-
HSIOT YCKOPSIOIINE CTPYKTYPBI.

B cBs3u C BBIIEH3IIOKECHHBIM, IPEICTaBISAETCS
Heleecoo0pa3HbIM paccMaTpUBaTh U pa3padaTeIBaTh
MOJXOBI K peann3anui Ha apxutekrype GPU o0meit
METOAMKH TPACCUPOBKU Jydel (IOCTaTOYHO BOC-
MOJIb30BAThCS YHUBEPCAIBHBIM IMOIXOI0M, JIHO0 60-
jee  y3KOCHEIMaJIM3HUpPOBAHHBIMU, C TNPHHATBIMU
VIPOIIEHUSAMH), & YCHIHS ObLIM COCPEIOTOYCHBI Ha
YCKOPEHHH «y3KHX MECT» 3TallOB METOAOB IyTeM HX
otoOpakeHus Ha apxutekTypy GPU.

B pabotax [1, 5, 10] mis yckopeHHS HaXOXKICHUS
nepecevdeHni Ipyu TPacCHUpOBKe JIydel Oblia mpezio-
JKeHa MoAM(UKaIWs alIropuTMa HaXOXICHHS Iepe-
CEUCHHS JIyya C MCIOJIb30BAHUEM YCKOPSIOIIEH Tex-
HUKHM Ha OCHOBE JIByXYPOBHEBOW HEpapXWu OTpaHU-
yuBaOIUX 00beMoB 1 AABB 1j1st yCKOpeHUsT MHO-
TOTIOTOYHBIX BBbIYUCICHUH. Moaupukanus airopurt-
Ma OblIa pa3paboTaHa B COOTBETCTBHU C PEKOMEH/Ia-
LUSIMU 110 ONTUMM3ALUH, OJHOW M3 BAXKHEUIINX KO-
TOPOH SIBJIIETCS YMEHBIICHUE BETBICHUN B Npeaeax
KaXXJI0r0 OTIEJHHOTO 0JIoKa U warp'a.

PaccMoTpuM  3KCIIepUMEHTAJbHBIE  PE3yJIbTATHI
OLIEHKH OBICTPOJCHCTBHSA NPEIUIOKEHHOW MOAU(U-
Kalli{ aJropuTMa MOUCKa IepeceueHnit py ero pea-
mm3armu Ha GPU. Kondurypanus tectoBoro crenaa,
Ha KOTOPOM IPOBOJMIINCH HCCIEJOBAHUS, IPUBEACHA
B Taba. 1, oOmui MexaHu3M OTOOpaKeHHsI MPEaJIo-
xeHHoro B [1, 11, 12] anroputma noucka nepecede-
Huii Ha apxuTektypy GPU noxka3san Ha puc. 2.

Crnenyer OTMETHTb, YTO KOH(OUTYPHPOBAHHUE CET-
ku GPU B obmem ciydae HEOJHO3HAYHAs 3ajada,
pelieHre KOTOpoi HETIOCPEICTBEHHO BIUSET HA IPO-
U3BOJUTENILHOCTh MporpaMMsl, BbinonHsemod GPU.
Jis ompeneneHus TEOPETUUECKOM OLIEHKU CTEIEHU
3arpy3kd MyJbTUIpOLECCOpa M KOH(PHUTYPHPOBAHUS
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BeIuHcIuTENsHON cetn GPU Hcmonb30Banach yTHIIH-
ta CUDA SDK Occupancy Calculator [13]. Cormac-
HO TEOPETHUYECKOH OILCHKE, MaKCHMaJlbHas 3arpys3ka
mynsranporneccopa (100%) Bo3MOXKHA MPH HCIHONB-
30BaHUU MeHee 10 perucTpoB Ha HUTKY, U pa3Mepax
6moxoB B 192, 256 wmn 384 HutH. 3arpys3Ka MyJIbTH-
npoueccopa GPU B 67% Bo3MOXHa NpU UCIOJIB30BA-
HUM 16 perucTpoB Ha HHUTKY, U pa3mepax OJOKOB B
192, 256 unu 512 uureii. Bonblee KOIUYSCTBO BBI-
JISTICHHBIX PETHCTPOB Ha HUTKY IPUBOAUT K MOHIKE-
HUIO 3arpy3ku mynstunpoueccopa GPU ngo 50% (ot
17 mo 20), mo 33% (ot 21 no 32) u Hmwke (Tabm. 2,
puc. 3, Tabin. 3, puc. 4).

Tabnmma 1 - Kondurypamus TecToBoro cTeHaa

(0K} CPU RAM GPU
NVIDIA
Windows 8 Intel Core 2 3TE GeForce
Ultimate, Quad Q9100 DDR3 G110M
x64 @ 2,26 ITn (16 CUDA
Cores)

CPU

BBoj, pa3Melenne B naMsITH 1 HHHIHAJIH3AIHMS HEOOXOMMMbIX 1aHHBIX 3a[a4H;
//Bbruncienne pasmeproctr 3anaun GPU - Rays (Nx u Ny — pactp uzo6paxenus):
Rays:=Nx*Ny;

/13ananue konmuectsa uteit T B Gioke — TPB (T<=maxThreadsPerBlock ms GPU):
TpB:=T;

/lOnpenenenne konuyectsa 6iokos B st 3agaun — BC:

BC:=Rays/TpB;

Boigesienne namsitu Ha GPU;

Kongurypamus GPU-cerkn: blocks=BC, threads=TpB;

//BbI30B napasuiebHON (yHKIMHK IOMCKA Nepecedennii - Intersect(AABB,Ray)
Kernel <<<BC,TpB>>> (Intersect_Data);

GPU
grid
block (0) block (1) block (BC-1)
thread 0 thread 0 thread 0
thread 1 thread 1 thread 1
thread ':f.pB—l thread ;‘pB—l thread "lr'pB—l
v + Yv v v v
I ntersect(AABB,Ray)
CPU

CHHXpOHH3aIMs BeeX GJI0KOB;
Tonyuenue pesynsratos u3 GPU;
Vnanenue Beinenennoit va GPU namsity;

Pucynox 2 — O0umii MexaHU3M BBIYHCIICHUS TIC-
peceuenuit Ha GPU

Tabnmma 2 - XapakTepUCTHKU KOHQUTYPAIIH CETH
GPU (100% 3arpy>x€HHOCTb)

Threads Per Block 192 | 256 | 384
Registers Per Thread 10 10 10
Active Threads per

Multiprocessor 768 | 768 768
Active Warps per

Multiprocessor 24 24 24
Active Thread Blocks per Mul-

tiprocessor 4 3 2
Occupancy of each

Multiprocessor 100% | 100% | 100%
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Impact of Varying Block Size
My Block
ize 256

o

N
=

o

o]

S

0 T T T T T
0 64 128 192 256 320

Threads Per Block

Multiprocessor Warp Occupancy
# Warpa)

384 448 512

Impact of Varying Register Count Per Thread

N
i

My Register
Count 10

[=2]

# warE_s)

Multiprocessor Warp Occupancy

Pucynok 3 — 3arpyska (100%) mysapTunporeccopa
(BapmoB, u3 24) B 3aBUCUMOCTHU OT KOJIMYECTBA HUTOK
Y BBIZICJICHHOTO KOJIMYECTBA PETHCTPOB HA HUTH B

6mnoke GPU

Tabnuna 3 - XapakTepucTHKN KOHPHUTYPAIUH CETH
GPU (67% 3arpy>xe€HHOCTB)

Threads Per Block 128 | 256 | 512
Registers Per Thread 16 16 16
Active Threads per

Multiprocessor 512 | 512 512
Active Warps per

Multiprocessor 16 16 6
Active Thread Blocks per Mul-

tiprocessor 4 2 1
Occupancy of each

Multiprocessor 67% | 67% 67%

OmHaKo pe3ynbTaThl MPOBEICHHBIX 3KCIIEPHMEH-
TOB HAa STHX JBYX KOH(MUTYpaUusAX TOKa3ajH, YTO,
NPU TEOPETHYECKOW 3arpy3ke MyJbTHUIpoLieccopa B
100% ckopocTh pabOThI BHITIOJHEHHS] BCETO aJro-
pUTMa 0Ka3aJoCh MEHBIIIE, YeM TpH KOH(Urypaimsax
cetu GPU c¢ 67% 3arpyskoii (Obima BbIOpaHa st
JAIBHEHIUX AKcnepuMeHToB). OnHa W3 HPUYMH —
Ooree WHTEHCHBHOE WCIIOJIB30BAHUE TII00AIBHOM
MaMSTH TPU MajoM KOJIHYECTBE BBIJCICHHBIX PErH-
CTpOB.

3amMeTnm, 9TO 3TO HE O3HAYAET €€ ONTHMAILHOCTH
1o OBICTPOJICHCTBHIO, IKCIIEPUMEHTAIBHBIE HCCIIEN0-
BaHU [0 ONTUMH3AINY BEIYHCIHTEILHOTO MpoIiecca
B CUDA- cetn (KaK HCIOJIB30BAHHOTO JJIST SKCIIEPH-




ISSN 1996-1588

Hayxoei npayi JJouHTY

Nel (24), 2017

Cepis “Ingpopmamura, kibepnemuxa
ma 06uUCI06ANbHA MmexXHIKa”

menTa GPU, tak u Ha apyrux, 0ojiee MOITHBIX apXH-
tektypax GPU) me mpoBommmuce. Iloatomy momy-
YCHHBIE W OIMCAHHBIC HIDKE HSKCICPUMCHTAIbHBIC
OIICHKA MOTYT OBITh CYIIECTBCHHO YIyYIIEHBI IPHU
peamm3annu Ha HOBBIX GPU ¢ Gonpmum Kommde-
CTBOM BBIUHCIUTEIBHBIX SIEP W MYJIbTHIIPOILECCO-
POB, a TaK)Xe MPOBEACHUH ONTUMH3AIUN KOHPUTypa-
uu BeruuciuteabHoii CUDA - ceTn.

Impact of Varying Block Size

N
I

My Block
ize 128

=
(=2}

L
v

©

Mowuck nepeceyeHnii, GPU (s)

0,2500
0,2000
0,1500
0,1000

0,0500 -
0,0000 -

320x240 640x480 800x600 1280x720

B GPU, moaund. (CueHa 2) B GPU, 6a3. (CueHa 2)

GPU, moaud. (CueHa 3) B GPU, 6as. (CueHa 3)

Pucynoxk 5 — Bpewmst moucka nepeceuenuii (Moaudu-
IUpOBaHHas — 0a3oBas peanusaiun), GPU

Multiprocessor Warp Occupancy
(# warps)

Ve

0 64

192 256 320 384 448

Threads Per Block

128 512

Impact of Varying Register Count Per
Thread

NJ
FN

My Register
Count 16

LY
(=2}

Multiprocessor Warp Occupancy
(# warps)

Pucynox 4 — 3arpy3ka (67%) mynsTHIIpOLIECCOpa
(BapmoB, u3 24) B 3aBUCUMOCTHU OT KOJIMYECTBA HUTOK
Y BBIZICJICHHOTO KOJIMYECTBA PErHCTPOB HA HUTH B

6noxe GPU
SkcnepumeHmansHoe uccnedoeaHue
paspabomaHHol cucmembl 3D- cmepeo
eusyanusauyuu Ha 6ase GPU u
npedno»(eHHoeo azleopummu4eckKoco
obecnevyeHus

Pe3ynbTaThl 3KCIIEpUMEHTAIBHBIX OIICHOK ITOBBI-
IICHUsT OBICTPOJCHCTBUS Pa3padOTaHHOTO MOIH(H-
[IMPOBAHHOTO AITOPUTMa [0 CPaBHEHHIO ¢ 0a30BOMH
Bepcueil npu peanu3anuu Ha apxutekrype GPU [10 -
12] TecToBO# cHUCTEMBI ITOKa3aHbl HA pUC. 5 U 6.

BuHO, 9TO MOAMGUIIMPOBAHHBINA AITOPUTM JaeT
HNPUPOCT TPOU3BOAMTENLHOCTH [0 OTHOLICHUIO K
6a3zoBomy BapuaHTy OT 27% 1o 32% npu ero peanu-
sanun Ha GPU TecroBOro crenma (OXHOIOTOYHAS
CPU peanu3anusi mokaszajga HPUPOCT IIPOU3BOIM-
tensHOCTH 3-11%) [1], mpu aTOM onTHMHU3anMs pea-
JM3aliK Ha KOHKPETHOW apXUTEKType HCIOJIb3YyeMO-
ro GPU ne npoBounacs.
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YckopeHue mogudukauum (GPU)

34%

32%

E

800x600

2%

3
I30%

1280x720

32%

30%
30%

29%
28% 27% 27%
26% -

24% r r

320x240 640x480

M Yckopehnue (CueHa 2) M YckopeHnue (CueHa 3)

Pucynok 6 — D dexruBHOCTS MO HKaun, GPU

Pe3ynbrarhl 3KCIIEpUMEHTANIBHBIX HCCIIEI0BAaHUN
Bpemenn peanusannu Ha CPU/GPU TtecToBoit cucte-
MBI (JIOCTUTHYTOE YCKOPEHHE) MpPeI0KEHHON MOIH-
(buKaIy aNropuTMa MOUCKA TEePEeCceUeHUH MOKa3aHbI
Ha puc. 7 u 8. luarpammer 8 u 9 0000ImAIOT pe3yIib-
TaTbl OIIEHOK MPOM3BOJUTEIBHOCTH MPOTPAMMHON
peanuzanyu MOIU(PHUIMPOBAHHOTO aJTrOpUTMa IMOMC-
Ka nepeceueHus yiyda ¢ AABB u mosBonsier cpas-
HHUTBH MEXIy CO00H BpeMEHHBIE TI0Ka3aTesn, KOTOphIe
ObUTH TTOJyYEeHBI NPH €TO BBIOJIHEHWH HA YETHIpEX
notokax Ha CPU (4 saapa) u Ha TectoBom GPU (16
CUDA sinep). Peannzanus na recroom GPU no3zBo-
JIMJIA TIOJTYYUTh cpesiHee yckopeHnue B 750%.

Bpems noucka nepeceyeHui, (s)

0,15

0,1

0,05

0 4

320x240 640x480

800x600

1280x720

B CPU, 1T Core (CueHa 2)
M GPU, 16 CUDA Core (CueHa 2)

M CPU, 4 HT Core (CueHa 2)
B CPU, 1T Core (CueHa 3)

PucyHok 7 — BpeMms noncka nepecedeHnit
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[octurHyToe yckopeHue

900%

808%
751,3%
695%

801%
800%

693%
700% -

600% -
500% -
400% -
300% -
200% 1619 , 168%

100% —

0%:- T 1 T d

CPU (4 HT Core) GPU (16 CUDA  CPU (4 HT Core) GPU (16 CUDA
Core) Core)
CueHa 2 | CueHa 3
M CpepHee ycKopeHue B Min Max

Pucynox 8 — YckopeHne mpi MHOTOTIOTOYHOM peai-
3anun Ha TectoBeix CPU 1 GPU

YckopeHue GPU (16 agep) no oTHOLWEHUIO K
CPU (4 agpa)
520%

502%

497%

500%

80,8%
480%

460%

440%

CueHa 2

CueHa 3

B Min ®Max CpegnHee yckopeHue

Pucynok 9 — locturayroe yckopenue Ha GPU B
cpasuenun ¢ CPU

Eme pa3 ciexyer OTMETHTB, YTO IHOIyYEHHBIE H
OTIHCAaHHbIE BBIIIE SKCIIEPUMEHTAJbHBIE OIEHKH MO-
I'YT OBITh CYLIECTBEHHO YJYYIIEHBI IIPU PeaIn3alnuu
Ha HOBBIX apxuTekTypax GPU c OombmmM koimde-
CTBOM BBIUHCIIUTENBHBIX SIEP M MYJIBTHUIPOLECCO-
POB, a TaKXKe MPOBEICHUN ONTHMHU3aINU KOH(PUTypa-
mun BeraucaurensHoit CUDA- cetn (mpu skcrepu-
MEHTax He MCIOJIb30BaJIACh).

PazpaboTaH 3KCrIepUMEHTAIbHBIH TPOTOTHII MPO-
rpaMMHO# cuctembl 3D- cTepeo BU3yalInM3aluu Me-
TOJIOM TPACCHUPOBKHU JIyded C HCIOJIB30BaHHEM pas3-
pabOTaHHBIX AJITOPUTMUYECKHX M aPXUTEKTYPHBIX
CPEICTB, KOTOPBIM YCIEIIHO pellaeT 3a/1ady CHHTe3a
3D- crepeo n3o0pakeHHid.

Jlns1 BBINOJHEHUS CPABHUTEJIBHOM OLIEHKH BHU3Y-
AIBHOW PEATMCTUYHOCTH MOJYYEHHBIX JKCIEPUMEH-
TaJIbHBIX M300paXEHUH HEOOXOANMO MPOBECTH T'eHe-
pauuio STaJOHHBIX HM300pa’KeHUI TECTOBBIX CLEH
METOJOM TPaCCHUPOBKH JIy4ei B OJJHOM U3 MPOTpaMM-
HBIX MAaKeTOB, MCHOJIB3YIOIUX (U3MYECKH KOPPEKT-
HBI€ PEUTPEHCUHT-PEHIEPBIL.

Pa3paboTaHHBIN MPOTOTHI MPOTPaMMHON CHCTE-
MBI cuHTe3a 3D- crepeon3o0pakeHUil HCIOIb3yeT
METOJIT OOpaTHOW TPACCHPOBKHU JIy4ei, OCHOBAHHBIN
Ha anroputMe Yurreaa [6], ¥ He MPOM3BOAUT TeHe-
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pary HEKOTOPBIX BBICOKOPEATUCTHYHBIX 3((HEKTOB
r7100aIbHOTO OCBCIICHU, PCATIM3YEMBIX MOIIIHBIMHA
(hM3MIecKH KOPPEKTHBIMH DPEHICpaMH, TaKUMH Kak
FryRender (http://fryrender.com/), Indigo Renderer

(http://www.indigorenderer.com/), Kerkythea
Rendering System
(http://www.softlab.ntua.gr/~jpanta/Graphics/

Kerkythea/), Maxwell Render

(http://maxwellrender.com/) u mp., Tak Kak OCHOBHO
3amaveil pa3paboTKH ObLIa MPOBEpKa paboTOCIOCO0-
HOCTH TIPEUIOKEHHBIX AITOPUTMHUYECKHX CPEACTB —
MIPEUIOKEHHON apXUTEeKTypHOU peann3anun Ha GPU
cunaresa 3D- crepeom3oOpakeHNT METOJOM TpaccH-
POBKH Jy4el U pa3paboTaHHONH MOAM(DHUKALIUN YCKO-
pAIOLIEH TEXHUKU IOMCKAa IEepecedyeHud Jydeil c
AABB.

B cBs3u ¢ 3THM, U OTIpENENICHHUSI CPABHUTEIb-
HOM OLICHKHM BHM3YaJIbHOW PEaJTMCTHYHOCTH IOJTy4YeH-
HBIX U300pakeHHH ObLIa WCIOJb30BaHa T'eHepanus
«3TAJIOHHBIX» H300pakKeHUH TECTOBOW CIIEHBI (OT-
JIeIbHO JJIsl JIEBOTO M NPABOrO KaJpOB) METOAOM
TpaccupoBKH Jyueil B makere 3ds Max [14] ¢ wuc-
MOJIb30BaHUEM peHzepa mental ray (HaCTpOWKH peH-
Jiepa B OCHOBHOM COOTBETCTBYIOT HAacTpOWKaM IIpo-
TpaMMHOH peanu3aniy pa3paboTaHHOTO MPOTOTHUIIA
MPOTPaMMHON CHCTEMBI, HCIOIb30BaHbl Standard-
ToueuHHI M Area Lights mcTouHNKM cBeTa, s pea-
JW3alid KayCTHUKH WCIOJIb30BaHA TPSIMOJIMHEHHAS
TPAacCHPOBKaA € yIeTOM KO3 (PHIINEHTA IPEIOMIICHHS,
METOJl OKOHYATENILHOTO cOOpa peaiu30BaH IMpH I0-
momu Moxyis Final Gathering) u Meroauka omnpese-
JICHUs] HOPMUPOBAHHOW CpeHEKBaPAaTHYHON OLINO-
ku NMSE Bu3yanbHOW OTIMYHOCTH STAaJOHHOTO W
9KCTIEPUMEHTAIBLHOTO U300paKeHHUH.

CorylacHO 3TOH METOAMKH, BH3YaJIbHOE OTINYHE
MEXAYy JBYMS HM300paKCHUSIMH MOXHO OIICHHUTh
HOPMHUPOBAHHON CpEJHEKBAAPAaTUIHON ITOTPEIIHO-
creto (NMSE) [15], koTopas paccuuThiBaeTCs clie-
JIYIOIIIM 00pa3oM:

NMSE = 1)

Yi(R()1—R(1)2)%+ (G(1)1—-G({1)2)?+ (B(i)1—-B(i)2)?
2i(R()1)?%+ (G(i)1)?%+ (B(i)1)?

rae:

i- KOJIMYIECTBO MUKCENEH H300pakeHNUS;

(Ra(i), Gu(i), Bu(D), (Ra(i), Ga(i), Bo(i)) - nuren-
CHUBHOCTH 1IB€Ta KPaCHOM, 3eJI€eHOW U CHUHEH cocTaB-
JSFOMIAX [BeTa I-r0 muKcens dtamonHoro (1) wu
copMHpOBaHHOTO (2) H300paKEeHHIA.

B kommbroTepHO#l Tpaduke NpH TECTHPOBAHUH
n300paKeHNH UCTIONB3YIOT Takue oueHkH [15]: ecnm
3nayenne NMSE ue Gombme 0,0001, To Bu3yaibHO
N300paKeHNsI HE OTIMYAIOTCS O/HO OT JPYTOro; eCin
NMSE naxomurcs B muamasone [0,0001-0,00025], To
JIBA M300paKECHUS UMEIOT HE3HAYUTEIBHBIC OTIUYHS;
eciu NMSE  maxomutcess B jamamasone [0,00025-
0,001], To n300paxkeHNs UMEIOT BU3YaJIbHO 3aMETHBIE
otmmumst; ecau NMSE 6onbire 0,001, To 1Ba 1300-
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pPaXKEHUS CYLIECTBEHHO OTJIMYAIOTCSA OAUH OT IPYyro-
ro.

CpaBHEHHE 1O STOMY KPUTEPHIO STAIOHHOTO H
9KCIIEPHUMEHTAIBHOTO, CTCHEPUPOBAHHOTO CHCTEMOH,
m3obpaxkernit (puc. 10) moxkaszanm 3nauenme NMSE
paBroe 0,00021. Drto o3HauaeT, YTO M30O0PAKCHUSA
UMEIOT HE3HAYMTEJbHbIE BU3yalbHBIC OTJINYUS U
00BSCHSETCS HEBO3MOXKHOCTBIO TTOJIHOM WIEHTUYHO-

I8 Render Setup: mental ray Renderer = ]

wiesctmnten | {3 Top, frame 0, RGBA Color 16 Bits/Channel (1:1)
el (1) SRRt
C Area e Viewport: Render Preset:
Output [view - 2B [ v B [mentaray.conk ~ S O

H®i a8 X

[ofefe o o I [reeaome

CTH HaCTPOCK PEH/EPOB B ITAJTOHHOW U IKCIIEPUMEH-
TaNBHOW CHCTEMax IpH pelTpeiicnHr- cuHTe3e (3a-
KpBITas, HE OTKIIOYaeMasi ONTUMHU3AIMS PEHACPHUHTa
U peanm3anus MPUMEHsAeMBIX mmeiinepoB B 3ds Max,
BCTPOCHHBI MEXaHW3M T'eHepanuu "MITKuX" TeHen
Area Shadow u anTHInaiicuara B mental ray u mp.).
[Tpumepsl HEKOTOPBHIX CHOPMUPOBAHHBIX CHCTE-
MOH un300pakeHMH mpuBeneHbl Ha puc. 11

@ StereoRayTracer (Left-RightT‘ i @M

Pucynok 10 — DranonHoe (ciieBa) U CreHepUPOBAHHOE MTPOrPAMMHO# CHCTEMOI (CcripaBa, JIEBBIi paKypc cTe-
peomnapel) H300paKeHUS TECTOBOH CIICHBI

a) JIeBBIN paKypc

a) JIeBBIN paKypc

0) mpaBeIii pakypc

6) mpaBeIii pakypc

B) 3D- cTepeo (aHarmud)

B) 3D- crepeo (anarmud)

a) JIeBBIN paKypc 0) npaBsIii pakypc

3D- crepeo uepHo-
Oemblit aHarmud

3D- crepeo nBeTHOMI
a”arnmg

Pucynoxk 11 — CunresupoBansble 3D- cTepeon300pakeHHs TECTOBBIX CLEH

HccnenoBanue paboThl CHCTEMBI TOKA3aJ10, YTO!
1. Pa3paboTaHHBIH NPOTOTHUI MPOTPAMMHOM CH-
ctemsbl 3D- cTepeo BU3yaIHM3alK C UCTIOIb30BAaHHEM
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MPEATIOKCHHBIX aJITOPUTMHUYECCKUX U APXUTEKTYPHBIX
CPEe/CTB YCIELIHO peliaer 3amady cuHreza 3D- cre-
peo U300paKEHH.
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2. CuHTEe3upOBaHHBIE W300pAKCHHUS PaKypCOB
MUMEIOT HE3HAYUTENbHBIC BHU3YaJbHbIC OTIMYMA IIO
CPaBHEHHUIO C STaJOHHBIMH, PACCUMTAHHBIMH pEii-
Tpericuar- pergepoMm 3ds Max, 4To OOBSCHSIOTCS
HEBO3MOXKHOCTBIO MOJHOW HMICHTHYHOCTH HACTPOCK
PEHAEPOB 3TAJTOHHON U HKCIIEPUMEHTAIBHON CUCTEM.

3. Oxomno 70-Tu NPOLEHTOB BPEMEHU B CPEIHEM
TPaTHUTCS HAa pelIeHUE BHIYNCIUTENBHON 33134, 3Ha-
quTeNnbHas 4acTh BpeMeHH (10 30%) Tpaturcs Ha
MEePECHIIKY JTAaHHBIX MEXIY LIEHTPAIbHBIM IPOIECCO-
poM u rpadudeckoil BUICOKAPTON IS BEIUUCICHUHA U
BBITIOJTHEHHS IIPOLIECCA BU3YATH3AIIH.

4. Ilpn yBeIM4YCHUN BEIYUCITUTEIHHOHN CIIOKHOCTH
CIICHBI BpeMs [UIA ee 00pabOTKHU TOXKE YBEIHMIMBACT-
51, 3aBUCUMOCTb UMEET MOYTH JIMHEHHBIN XapaKTep.

5. Ilpu nucnosib30BaHUN OJHOW BUAEOKAPTHI U BBI-
gncnernsx GPGPU, mpomeccsl pacdeTra CIEHBI, IO-
CTOOPa0OTKH M BU3yaU3aluH (HaKTUUECKH IPOUCXO-
JAT TMOCJEI0BATENbHO, YTO B HTOTe 3aMeIieT Bech
nporecc.

6. HccnenoBaHue BIUSHHUS BbIOOpa pasmepa U
koH(purypauuu Berauciautenbuoii CUDA- cetn Ha
CKOpPOCTHb BBIYMCIICHUM TTOKa3aju Ba)XHOCTh HX mnpa-
BWJIBHOTO 3aJ[aHUsL.

3aknoyeHue

B pabote BBINOIHEHO O0TOOpakeHHE MPEATIOKEH-
HOM apXUTEKTyphl NapauIeIbHOW BBIYUCIUTEILHOU
cUCTeEMBl peamucTHyHOM 3D- crepeo BU3yaln3aluu
TPEXMEPHBIX CIEH YCKOPEHHBIM METOJIOM TpPacCH-
poBku syueit Ha GPU u otoOpaxeHne o000IEeHHON
npoueaypsl 3D- crepeo cuntesa Ha GPU/GPC.

Beimonneno  uccienoBanue 3 (HEKTHBHOCTH
npeIokeHHbIX penienuit mpu GPU- peanuzanuu 1o
CPaBHEHHIO C OJHONOTOYHOW M MHOTONOTOYHOH pea-
mazarusiMa Ha CPU TecToBBIX cTeHIOB. Pesynbrars
MCCIIeI0BaHMH MTOKa3alH, YTo:

1. Momudunuposanusiii anroput™ [1, 5, 10, 12]
JaeT MPUPOCT MPOU3BOAUTENBHOCTH 110 OTHOIICHHIO
K 06azoBomy BapuaHTy oT 27% 1o 32% npwu ero pea-
mu3anuu Ha GPU tectoBoro crenna (oAHOMOTOYHAS
CPU peamm3anmsi mokaszajla HIPUPOCT IIPOU3BOIH-
TensHOCTH 3-11%), IpH 3TOM ONTHMHU3ANNS peasin3a-
MM Ha KOHKPETHOW apXWUTEKType HCII0JIb3yeMOro
GPU He npoBoauiace.

2. O600111IeHHbIE PE3YIbTAThl OLICHOK MPOU3BOIU-
TEJNIFHOCTU IPOTPaMMHBIX pealn3aliid Mmoxazaiu o0-
I1ee CpejiHee JOCTUTHYTOE YCKOPEHUE IIPH MHOTOIIO0-
TouHOU peanm3anuu Ha TectoBRIXx GPU m CPU co-
CTaBUJIO OKOJI0 7,5 1 1,55 pa3 cOOTBETCTBEHHO.

3. OT™MedeHO, 4TO TMOIYICHHBIC IKCIIEPUMEHTAIb-
HBIC OLEHKH MOTYT OBITH CYIIECTBEHHO YITy4IICHBI
NpH peanu3allid Ha HOBBIX apxuTekTypax GPU c
OOJIBIINM KOJMYIECTBOM BBIYHCIUTEIBHBIX SIEp W
MYJIBTHIIPOLIECCOPOB, @ TAaK)Ke MPOBEJCHUH ONTUMH-
3anuu KoHourypanuu Berauciaurenboit CUDA- ce-
TH.

4. Pa3paboTaHHBIM NPOTOTHUII NMPOrPaMMHOM CcHU-
creMbl 3D- crepeo BH3yanM3alMM IMPEAIOKEHHBIMU
AITOPUTMUYCCKUMU U apXUTCKTYPHBIMU CPCACTBAMU
YCIICITHO pemIaeT 3anady cuure3a 3D- crepeo n300-
paxkeruil. [Ipu 3TOM cuHTE3MPOBAaHHBIE N300PAKEHHS
MUMEIOT HE3HAYUTENbHBIC BHU3YyaJbHbIC OTIMYMS IIO
CPaBHEHHUIO C STaJOHHBIMH, PAaCCUMTAHHBIMH peii-
Tpeiicunr- pergepom 3ds Max (NMSE = 0,00021),
YTO OOBACHIIOTCS HEBO3MOXKHOCTBIO TIOJIHOW HIEH-
TUYHOCTH HACTPOEK PEHJIEPOB 3TAJIOHHOM M 3KcIe-
PUMEHTAJILHOU CUCTEM.

5. Ilpu ucnosnbp30BaHUM OJHOW BUAECOKAPTHI U BbI-
gucienusx GPGPU, mporecchl pacueTa CICHBI, IMO-
CTOOPa0OTKH M BU3yalu3aluy (HaKTUIECKH MPOUCXO-
JIT TIOCIIeI0BATEIbHO, YTO B UTOTE 3aMeUIseT BeCh
nporecc.

6. HccnenoBanue BIMsHUSL BbIOOpa pasmepa M
koHurypauun BerauciaurenbHoit CUDA- cetn Ha
CKOPOCTbH BBIYMCIICHHI MOKAa3alu BaKHOCTh WX IIpa-
BWJIBHOTO 3aJ[aHUs.

Cnucok numepamypbi

3opu C.A., bamkos E.A. Cucrembl IpOCTpaHCTBEHHOH BU3yalM3alluy OKpyKaromei oocraHoBku // Hayko-
BUi1 BiCHUK JIOHENLKOr0 HalliOHAILHOTO TeXHIYHOrO yHiBepcutety — KpacHoapwmiiicek, [JJoHHTY, Minicrep-
CTBO OCBITH Ta Hayku YKpainu , 2016. - Nel (1). - C. 20-45.

PeanucTtrueckast MpoCTPaHCTBEHHAS BU3YalU3alHsl C MCIOIB30BAHUEM TEXHOJOTMH 0OBEMHOTO O0TOOpaXe-
Hus: Monorpadus / E.A.Bamkos, C.A.3opu. - Joneuk, IBY3 "JorHTVY", 2014. - 150 c.

Barry G. Blundell, Adam J. The Classification of Volumetric Display Systems // Schwarz Characteristics
and Predictability of the Image Space," IEEE Transactions on Visualization and Computer Graphics. — Vol. 8
— No. 1- January—March, 2002.— P. 66-75.

CaMapI/IH A. COBpeMeHBIe TCXHOJIOTHH IUCIIICCB 00BEMHOTO I/I306pa>K€HI/IH // COBpeMeHHaH DJICKTPOHUKA.
— 2005, Ne2. — C. 2-7.

S. A. Zori, P. A. Porfirov Productivity Increasing of Realistic Ray Tracing Stereo- Image Synthesis //Journal
of Qafgaz University, Mathematics and Computer Science ISSN 1302-6763, Vol. 3, No 1, 2015.- p. 30- 38
Realistic Ray Tracing, Second Edition / P. Shirley, R. K. Morley. — Wellesley: A K Peters/CRC Press,
2003. —235¢c.

Distributed ray tracing / R. L. Cook, T. Porter, L. Carpenter // ACM SIGGRAPH Computer Graphics: ACM,
1984. — V. 18 — c. 137-145.

50



ISSN 1996-1588 Hayroei npayi JJonHTY Ml (24), 2017
Cepis “Ingpopmamura, kibepnemuxa
ma 06uUCI06ANbHA MmexXHIKa”

8. Bborosemnos M., Yiesuos M., Comun [I., Typmanos B. OnruMusaiwst MeTOna IBYHAIPABICHHOW TPACCHPOBKHU
IyTel JUI MOJCIMPOBAHMS ONTHYECKOTO HKCIICPUMEHTa Ha rpadudeckoM mporeccope // Haydnas Busyanu-
samms. — 2013, — KB.2., T.5. — Ne2. - C. 1 - 15.

9. C.A. 3opu, U.A. 3amopoxuenko, M.A. ['puropreB AHanH3 alrOPUTMOB TPACCHPOBKH JIyUel Ui peau-
CTUYHOW BU3yaJIN3allMi TPEXMEPHBIX CIEH M CIOCOOOB YMCHBIIECHHS MX BBIYHCIUTEIBHON CIOXHOCTH //
Hudposas obpaboTka curaanos u nzodpaxenmit. — 2013. — c. 352-357.

10.30pu C.A. OObeMHas BU3yaJqu3anus ajJrOPUTMOM TPACCHPOBKH JIydel ¢ MCIOJIb30BaHUEM JBYXYPOBHEBOM
uepapxum orpaHuduBaromnx oobeMoB 1 AABB // Haykosi npaui JoHEIbKOTO HaIlOHAJIBHOTO TEXHIYHOTO
yniBepcurety. Cepist: “Indopmarrka, kibepHeTrKa Ta oduncmoBanbia TexHika” ISSN 1996-1588. Ne2 (21)’
2015.- c. 5-10

11.30pu C.A. GPU- peanuzanus napauieabHON BBIYUCIUTENBHON cucteMbl 3D- crepeo BU3yaaM3aluu ¢ Hc-
MOJIF30BAHUEM METOJIa TPAaCCHPOBKH Jyder // Cuctemu 0OpoOKku iH(opmarii: 30ipHUK HayKOBHX TIpaib. —
X.: XapkiBcekuit yHiBepcuteT [loBiTpsaux Cun iM. IBama Koxemyb6a MinictepctBa O6opoHH YKpaiHu,
2016. — Bum. 6 (143). — C. 201-204.

12. Zori S.A., Al-Oraigat Anas M. 3D- Visualization by Raytracing Image Synthesis on GPU // International
Journal of Engineering Science and Technology (IJEST). - Vol. 8, Ne 06, Jun. 2016. — P. 97 — 104.

13. CUDA Occupancy Calculator Helps pick optimal thread block size [Dmexrponmsrit pecypc]. — DnekTpoH.
TEKCTOBBIE JTaHHBIE. [Mutuposano: 11.01.2017 r.] — Pesxxum JloCcTymna:
https://devtalk.nvidia.com/default/topic/368105/cuda — occupancy — calculator — helps — pick — optimal —

thread — block — size/

14. Kelly L. Murdock 3ds Max 2010 Bible // Wiley Publ. Inc. - 2009. - 1312 p.

15. Meyer L. A comparison of two image quality models / L. Meyer, R. Klassen // In Human Vision and Elec-
tronic Imaging I11. SPIE. — Vol. 3299. — 1998. — P. 98 — 109.

Haoitiwna oo peoaxyii 30.03.2017

C.A.30PI
JloHenbKMiA HAIlIOHATEHUH TeXHIYHAHN YHiBepcuTeT (YKpaiHa)
CUHTE3 TPUBUMIPHAX CTEPEO30BPAKEHD B ITAPAJIEJIBHIA OBYHACJIIOBAJIBHIA CUC-
TEMI 3D- CTEPEO BI3YAJII3AIII

B po6ori 3anporioHoBaHO opraHizalio napajieabHOI 00YHCITIOBAIBLHOI CHCTEMHU Ha 0a3i rpadiyHUX Mporeco-
piB ms cuHTe3y 3D crepeo3o0pakeHh METOIOM TPacyBaHHs MPOMEHIB 3 3aCTOCYBaHHSIM PO3POOJICHOT aBTOPOM
Moau(ikanii anropuTMy MOUIYKY NEpeTHHAaHb TPACYIOYHMX NPOMEHIB 3 00'ekTamu cueHu. CHcTeMa J03BOJISIE
ICTOTHO 301JIBIIUTH MPOAYKTHUBHICTE 3D cTepeo cuHTe3y 300paxeHb GoTopeanicTHUHOT SKOCTI.

Knrouoei cnosa: 3D eizyanizayin, mpacyeannsa npomenie, 3D cmepeo 300parxcenns, cunmes, zpagiunuil
npouecop, 004UCIBAbHA CUCHEMA.

S.A. ZORI

Donetsk National Technical University (Ukraine)

THREE-DIMENSIONAL STEREO IMAGE SYNTHESIS IN PARALLEL COMPUTER STEREO 3D-
VISUALIZATION SYSTEM

The paper proposes the organization of a parallel computer system based on graphics processors (GPU) for
the 3D stereo image synthesis by ray tracing method with the use of the developed by the author modification of
algorithm for the fast search of tracing rays intersections with scene objects.

The generalized procedure of 3D stereo image synthesis on the GPU / GPC is proposed. The efficiency of
the proposed solutions by GPU implementation is compared with single-threaded and multithreaded implemen-
tations on the CPU. The average achieved acceleration in multi-thread implementation on the test GPU and CPU
was about 7.5 and 1.55 times.

A hardware-software prototype of the proposed system was developed. The system allows to significantly
increasing the performance of 3D stereo image synthesis in photorealistic quality. The synthesized images have
insignificant visual differences in comparison with the etalon, which calculated by 3ds Max ray-tracing render
(NMSE = 0.00021).

Research of influence of size selection and configuration of computer CUDA- network on the speed of cal-
culations has shown the importance of their correct choice. When using a single video card and GPGPU calcula-
tions, the processes of scene calculation, post-processing and visualization actually occur sequentially and ulti-
mately slows the whole process. The obtained experimental estimations can be significantly improved by new
GPUs with a large number of processing cores and multiprocessors, as well as optimizing the configuration of
the computing CUDA network.

Key words: 3D visualization, ray tracing, 3D stereo image, synthesis, graphics processor, computer sys-
tem.
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