CankT-IleTepbyprckuit rocy1apCTBEHHBI YHUBEPCATET

MOCHI'UH Oaez Cepzeesuy
Brimycknas kBaymdukanmonaas padoTa,

Peanuzanus IBUXKKa, JIJIsI CUMYJIAIIAN
dusukn gactui Ha GPU

VYposenb obpasoBanus: bakaaBpuaT

Hampasieaune 02.03.03 «Mamemamuueckoe obecneverue U aOMUHUCTIPUPOBAHUE

UHPOPMAYUOHHDIT CUCTEMY

OcHoBHast obpasoBarenbHas mporpamma CB.5006.2019 «Mamemamuueckoe obecnevenue u

a&munucmpupoecmue UH&OPMCLU‘UOHH’I)LZE cucmemy

Hay4unbrit pykoBOIUTE b:
JOTeHT Kadeaphbl CUCTEMHOTO TporpamMupoBanus, K.7.H. FO.B. JlutBunon

Penenszenr:
paszpaboruuk rpadpuku OO0 «Cabep Unrepaktus CI'C» B.A. OBunHHUKOB

Cankr-IleTepbypr
2023



Saint Petersburg State University

Oleg Mosiagin
Bachelor’s Thesis

Particles simulation engine implementation

on GPU

Education level: bachelor
Speciality 02.03.03 “Software and Administration of Information Systems”

Programme CB.5006.2019 “Software and Administration of Information Systems”

Scientific supervisor:
C.Sc. Docent Yurii Litvinov

Reviewer:
rendering programmer at “Saber Interactive SGS LLC” V.A. Ovchinnikov

Saint Petersburg
2023



OrgaBJjienue

BBenenue 4
1. IlocraHoBKa 3aJa4un 7
2. O630p 8
2.1. PaboTbl o cuMy/Igun 3JIeMeHTapHBIX JaCTUll Ha BUIeOKapTrax 8
2.2. Bwibop API misa paborel ¢ BugeoKapTaMd . . . . . . . . . . 10
2.3. Direct3D 12 . . . . . . . .. 11
3. Peanmuzanusa 14
3.1. ApXUTeRTypa . . . . . .. 14
3.2. Cnoit abcrpaknuu ot rpadudeckoro APT . . . . . . . . . .. 15

3.3. T'emepartop koma 11 B3amMOJIEHICTBHS C pecypcaMu meligepos 16

3.4. I'pad 3aBUCUMOCTENR PECYPCOB . . . v v v v v v v v v o e o 18
3.5. DBubsmmoreka njist pabOTHI C MIEHIEPAMHT . . . . . . . . . . . . 19
3.6. Bjok paboTwl ¢ TeoMeTpuet . . . . ... ... 19
3.7. APl dpeiiMBopKa . . . . . . . ... 19
Anpobamnus 21
3akJIroyeHue 22
Cnucok surepaTryphbl 23



BBenenue

B nacrogdree BpeMs KOMIIBIOTEPHI 3a49aCTYIO UCIIOIB3YIOTCS JIjId pacye-
TOB PA3JIMIHBIX CUMYJIANUN pusndeckux 3pdekToB. dAnepHas dpusuka He
cTaJjla UCKJIIoUYeHneM. Bbramciienus Ha KOMIbIOTEPAX IMOMOTAIOT IMOJIYyYaTh
pa3nYHble TEOPETHIECKHUEe WU Jarke MpaKTUIecKue pelybrarbl. Harmpu-
Mep, MPU MIOMOIIMU KOMIBIOTEPHONW CUMYJIAIUNA YACTUAI MOKHO PACCUNUTHI-
BaTb, KaKMe MMOKa3aHus OYIyT Ha JTETEKTOPE ITUX YACTUIL, PACIIOJIOKEHHOM
y TOHOXKUSA TOpbI. C IMTOMOIIBIO TAKOTO MOJIEJTUPOBAHUS MOXKHO ITPEJICKA3bI-
BaTb ITOKA3aHUS JIETEKTOPA MPU TeX WJIM WHBIX U3MEHEHUSIX BHYTPU TOPHI.
Takum obpazoM, MOXKHO HAOJIIOIATh U3MEHEHHUsI B TOPHBIX OPO/AaX, UMest
TOJIBKO JIETEKTOPHI JIEMEHTAPHBIX YaCTHII.

B MockoBckoM (DUBUKO-TEXHHYIECKOM WHCTUTYTE pa3padaThIBAIOTCI
IIPOrPaMMHBIE PEIEHUs JIjIsd CUMYJISIIAN TIOBEICHUS SJIEMEHTAPHBIX YACTHUII.
Kak mpaBujio, Takue pelreHusi OCHOBaHbI HA YHCJIEHHOM WHTEIPUPOBAHUU
metogamu Monre-Kapito. [l cumyssmmii co ciiozkHOI reomeTpueil (Hampu-
Mep, TP pacdeTe paclpeie/eHuii JacTul] BOJIM3N MOPbI) MPOCJIEKUBAECTCSI
IIyTh MHOYKECTBA YACTHIl, OOBIYHO PACCUNUTHIBAS ITEPECEUCHUs JIydeil, creHe-
PUPOBAHHBIX 10 YaCTUIAM, Ha KaXKJbIi mar cumyiadanuu. s mogobHoro
POJa CUMYJISIIIAN MOXKHO HCIIOJIb30BATH PA3JIMIHbIE (DOPMBI ITPEJICTABICHUS
cuenbl. Hanpumep, 6ubsmoreka TURTLE [1] mo3Bossier 3arpy3uth Kapry
BBICOT M MCKATh IlepecedyeHud Jy4deil ¢ reoMeTpueil, IIpeacTaBJIeHHON B Ta-
koit dpopme, u3 Koma Ha CPU. Ho mHOrma Taxmx BO3MOXKHOCTEil ObIBaeT
HEJIOCTATOYHO U Tpedyercs OoJibllle TUOKOCTH. 3a4acTyio, B TAKOM CJIydae
JaHHAs 3aJa9a PEIIaeTcd IpeACTaBIeHneM T'e€OMETPUN JJId CUMYJIAIUNA B
BUJIe HAOOpa TPEYTOJLHUKOB C TpeOyeMoil JIeTaTu3aIineii.

Y4auTtbiBag TO, YTO 3a/a9a CUMYJISIIUA MHOYKECTBA YACTHUI] XOPOIIO Ta-
pajuieu3upyeMa, Jjisi JTaHHON 3aJlauyd UMeeT CMBbICJI UCIIOJIb30BATh BUJIEO-
kapThl. CoBpeMeHHbIe IpaduIecKue Iporeccopel [27|, cocrosaT u3 MHOXKe-
CTBa HOTOKOBBIX HIporeccopos (pucyHok 11), mMeromux meckoabKo GI0KOB

BBIIIOJIHEHU A, UCIIOJTHAIOIINX OJHOBPEMEHHO TOJIBKO OJMHAKOBBLIE OlI€palllun

'https://developer-blogs.nvidia.com/wp-content/uploads/2018/09/imagell. jpg (maTa obpamenus:
09.12.2022)
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Puc. 1: ApxuTtekTypa MOTOKOBOrO Imporeccopa Turing.

Ha, BCEX IMOTOKAX, 3aITYIIEeHHBIX Ha 3ToM Ojioke. Takxke GPU mMmeror 60/1b-
IIyI0 IIPOITYCKHYIO CITOCOOHOCTH MaMsITH, KaK IIPAaBUIO0, ¢ OOJIBIION 3a/1epK-
KO#, KOTOpas CKPbIBAETCHA TJIAHUPOBIIMKOM, CHUMAIOIIUM C OJIOKOB BBI-
MIOJTHEHUS TTOTOKM, OXKUJIAIOIINE BBITIOJHEHUs OIEPAIlU C BUJIEONAMSITHIO.
YacTo coBpeMeHHbIE BHUJICOKAPTHI UMEIOT allllapaTHOE YCKOPEHHE Iepece-
JeHuil Jydeil ¢ reomerpueit. g 3amycka mporpamMMmupyeMoil paboThl Ha
BUJIEOKapTe THINETCH Mefijiep (mporpaMMa, BBITIOJTHAEMAas Ha BUICOKAPTE
C pa3HBIMU BXOJHBIME JIAHHBIMK). Kak mpaBmyio, BeIYHUCIUTEIbHAS pabo-
ta Ha GPU pazbuBaercss mporpaMMucTOM Ha MHOXKECTBO PabOIUX TPYIII

(rpyIIIn BBITOTHEHUI 1Iefiiepa, KOTOpbIe PACIPEIEISIOTCS 110 BIYUC T TE  b-



HBIM OJIOKaM JIpaifBEpPOM BUIEOKAPTHI).

IIo ormmcaHHBIM BBIIIE IPUYUHAM, JIjIsd Pa3pabOTKH aJIOPUTMOB CUMY-
JISIIAU JIEMEHTaPHBIX YaCTUIl OyJeT Iojie3eH (ppeiiMBOPK, ITO3BOJISIONIHI
3aJlaBaTh reoMeTpuio B dopmare HaOOpa TPEYyroJbLHUKOB U IIPEIOCTABJISI-
o1t mHTepdeiic njs mepecedeHud Jiydeit ¢ 3amanHoil cienoii. [Ipu sTom
JAaHHOe pelleHne H0JI2KHO HO3BOJIATH PeaIM30BbIBATh HOBBIE AJITOPUTMBbI, B
OTJINYHE OT MHOYKECTBA CyIecTByoIux perennit (aanpumep, MCGPU [9]),
y2Ke UMEIOINX BHYTpH celsi aJIrOPUTMbI, OCHOBaHHbIE Ha MeTomax MoHTe-
Kapno. Pabora mampapiiena Ha pa3pabOTKy IBUXKKA, ITO3BOJISIOIIETO II0-
JIy4aTh JIOCTYII K BBIYUCJIUTEIbHBIM MOIIHOCTSIM COBPEMEHHBIX BUJICOKAPT,
[IPU STOM UHKAIICYJIMPYS BHYTpU cebsi 9acThb CJa0KHOCTU paboThl ¢ APT mrsa
B3auMMO/IeficTBUSA C BuieoKapToii. Temy murioMHoO#t paboThI m1peiioxKuia Po-

sgan ['puauc, nHayunsrit corpyaank MOTU.



1. IlocTanoBKa 3aja4n

[Tesibro pabOTHI SIBJIAETCA PeaTu3aliisd IBUXKKA, JIJIsd YCKOPEHU PACIeTOB
PUBMKU YACTHIL HA COBPEMEHHBIX BUJICOKAPTAX C AINIAPATHBIM yCKOPEHUEM
TpacCUpoOBKU Jrydeit. s mocTuzkenns 3TOM menm ObLINW ITOCTABJIEHBI CJle-

AyIONIe 3aa49u.

1. IIpoBecTn 00630p CyIIECTBYIOIINX PAOOT IO CUMYJIAIAN (DUIUKHU HTa-

CTHUIL HA BUJEOKapTaX.
2. Paspaborarh apXuTeKTypy JABUKKA CUMYJISIIAN IACTHIIL.

3. PeasmmzoBaTh (bpeiiMBOPK Jijisd pPa3pabOTKU aJIrOPUTMOB CHUMYJIAIIAN

AIepHON (PUBUKH.

4. IlpoBecTtu anpobaIuio MOJyIeHHOIO PEIleHMUs.



2. O630p

2.1. PaGoThl IO CUMYJISIIIUNA 3JIEMEHTaAPHbBIX YacTUIl Ha

BUJIeOKapTax

g Toro, 9ToOBI PACCMOTPETDH CYIIECTBYIONIHE PAOOTHI IO CUMYJIAIIAN
GpU3UKN IACTUI] ¢ UCIOJTH30BAHUEM COBPEMEHHBIX BHUIEOKAPT, MTPOBOIUTCS
0030p. /lomoIHUTEIBEHOM 1E/IBbI0 0030pa ABJISETCS BbIIEJIEHNe TIOJIe3HbIX 1151
TaKOT'O POJIa CUMYJIAIUNA ITPUEMOB.

ITo 3ampocy «monte carlo particle transport on gpu» B Google Scholar
OBLIIO HAMIEHO HECKOJIbKO CTaTel, MOCBAIIEHHBIX TPOrPAMMHBIM PEIIeHUTM
JIJIST CUMYJISITU (DPUBUKK TACTHIL.

Crarbsa «Exploiting Hardware-Accelerated Ray Tracing for Monte Carlo
Particle Transport with OpenMC» [16] onucbiBaer jobasiierne B 6Gubnore-
Ky OpenMC [28] mojiepkKu anmapaTHOro yCKOPeHusi TPACCUPOBKU JIy deii.
OpenMC npennaznaveHa st CUMYJISIAI HEHTPOHOB 1 (pOTOHOB. ABTOPBI
CTaThU YTBEPK/IAIOT, UTO B Pe3yJabTaTe PabOThl OHU MOy YU 3HAUUTE b=
HO€e YCKOpeHUe pacdeToB. B paboTe ObLIO TOJyYeHO TPUMEPHO 33-KpaTHOE
YCKOPEHUe Ha, TeOMEeTPHUU U3 TPEYTOJbHUKOB, IIPU IIEPEHOCE BBIYMCICHUI C
meHTpaJsibHoro mpoieccopa AMD Ryzen 7 2700 ma Bumeokapty NVIDIA
RTX 2080 Ti. Pabora opueHTupOoBaHa Ha B3auMojeiicTBUE ¢ OMOJIMOTEKOIt
OptiX [26].

Crarbsa «Evaluation of Single-Node Performance of Parallel Algorithms
for Multigroup Monte Carlo Particle Transport Methods» [18] paccka3zbiBa-
eT PO pPa3JIMIHbIE MMOIXOMbI W METOJbl ONTUMUIAINNA CAMYJISIIAA IACTHUII.
B wacrHOCTH, paccKa3blBaeT IMPO TEXHUKY 3aMEHbI OTOPOIIEHHBIX YACTHIL
Ha HOBBIE C Iebio noBbimenns 3arpy3kun GPU [2|. Peasmzarus B manHoit
CTaThe OIUPAETCS Ha METOM COOBITHI, 3aKJIOYAIONIUNCI B BBIICJICHUN Ta-
KX COOBITHI, KaK IIepecevueHre MOBEPXHOCTHU WJIU ITPOJIBUXKEHNE YaCTUIHI,
U TIOCJIEJIYIoIel 00paboTKu ouepeieit coobiTuii. [1pu rmepenoce Takoro moji-
X0/1a Ha BUJICOKAPTHI MOYKHO IPYIITUPOBATH BBI30BBI BHIUUC/ICHUN 110 TUITAM
cOOBITHH M COKpAIIATh TAKUM 00pPa30M pa3HOOOPA3HOCTH MHCTPYKIIUA, BbI-

IIOJIHAEMBIX B PaMKaX OJHOI'O 0JIOKa BBIITOJIHEHUST BUIECOKapPTHI. Taxk KakK,



BHUJIEOKAPTHI OOBIYHO HE MMEIOT BO3MOXKHOCTH BBINOJHATH HA OJHOM BbI-
YUCIUTETHHOM OJIOKE pa3Hble MHCTPYKITUU, JAHHBIA MOJIX0/, MOYXKET JTaBaTh
MIPUPOCT TPOU3BOIUTETHHOCTH.

Crarba «Modeling parameterized geometry in GPU-based Monte Carlo
particle transport simulation for radiotherapy» [25]| pacckaseiBaer o cu-
MYJIANAA B3aUMOJICUCTBUSA YaCTUI[ C I'eOMeTpueil, peacTaBJICHHON Iapa-
METPUYIECKH 3aJJaHHBIMUA TTOBEPXHOCTAMU. JIaHHBIN TOIX0 IO 3aBEPEHUAM
aBTOPAa ITO3BOJIUJI MIOBBICUTH ITPOU3BOIMTEIbHOCTD 110 CPABHEHUIO C aHAJIO-
IMYHON CUMYJIANUeil ¢ BOKCEJIM3UPOBAHHON I'eOMEeTPUIA.

B Tekcre «LLNL Monte Carlo Transport Research Efforts for
Advanced Computing Architecturesy [23] onmceiBaeTcss peasu3arus
MIPOKCH-TTPUJIOZKEHUS JIJIsT OBICTPOrO MPOTOTUITUPOBAHUSA AJITOPUTMOB CHMY-
nsipn gactutl,. Peanmusamus nonaraercs na CUDA [5] ays ucnoss3oBanust
pecypcoB rpadudeckoro mpoieccopa. Jlannas peausaiiis BOILIOMIAET O]
XOJI K CUMYJISIIUNA YaCTHIl, OCHOBAHHBIN Ha cOoObITHAX. B messx omrumun-
3aIiu TepeJl ONepanuaMi ¢ YacTUIAMU OHW KOMHUPYIOTCS B Pa3JieigeMyTo
naMsTh [4] ¢ MeHbIIel 3aepKKOi 1 OOJIbIIEH TPOITYCKHON CIIOCOOHOCTHIO,
Mara30H KOTOPOU JIOCTYIIEH KaxKJIoi pabodeit rpymnme. bosiee Toro, Takoi
IIO/IXO/T MOXKET YCKOPUTDH YTE€HUE JTaHHBIX U3 IJI00AJILHON MaMsTu OJ1aro/a-
psi OITUMAJIBHOMY JOCTYILY, JIOCTUTAEMOMY IIyTeM UTEHUsS TOTOKAMU OTHOI
paboyeil TPyl HAMATH U3 OJIHON KT JIMHUT (,ZLOCTyH K OJIHOM K311 JINHUU
MMOTOKaMM OJTHOU pabodeil TPyNIbl OOBIYHO MPOBOJIUTCA 33 OJIHY TPaH3aK-
1o namMsiti). KOHCTAHTBI COOBITHII PACIOJIATAIOTCS B KOHCTAHTHOM MaMsi-
TH, UMEIOIIEeHl KM B KaXKJIOM ITOTOKOBOM ITPOIECCOPE.

Takum obpasoMm, B pe3yJibTare 0030pa CTAJIO0 MOHSTHO, UYTO MIEPEHOC Ta-
KOT'O POJIa CUMYJISIINI HA COBPEMEHHbBIE BUICOKAPTHI UMEET CMBICJI C TOYKHU
3peHUsI YCKOpeHUs BbIluncjaeHuii. Eire Oosibiliee 3HAYEHUE C TOYKU 3PEHUS
IIPOU3BOIUTEILHOCTH UMEIOT PAOOTHI IO YCKOPEHUIO PACUYETOB JJisd (PUBUKU
JaCTUIL HA BUIEOKAPTAX C allllapaTHBIM YCKOPEHUEM TPAacCUPOBKU JjIyueii. B
pe3yJibTaTe 0030pa ObLIN MOMYEPKHYTHI TEXHUKU JIJIsi ITOBBIIIEHUS TTPOU3-

BOJIMTEJIBHOCTUA CUMYJIAIAIN.



2.2. Brioop API nasa pabGoThl ¢ BuaeoKapTaMu

Paccmorpum Vulkan [20], Direct3D 12 [10] w OptiX [26], npemocras-
JIiorue uHTepdeiic g paboThl ¢ almapaTHbIM YCKOPEHUEM TPACCUPOBKU
JIy4ei.

OptiX mpemocrasisier API, 6smskuit Kk CUDA [5]. lauubriit uaTepdeiic
JIOCTyIIeH TOJILKO Ha BugeokapTax or NVIDIA. Bemrencrsum Toro, 9ro nH-
Tepdeiic HaTpaBJieH Ha BBIYUCJIEHUA OOINEr0 Ha3HAYEHWS, OH YIIPOIIEH II0
cpaBHenwnio ¢ rpacdudeckumu API, Tak Kak mMeeT MEHbIIYIO0 00JIaCTh IIPU-
MEHEHWUS.

Direct3D 12 — sto Hm3koypoBHeBbIil rpadmaeckuit APl mra mporpam-
MupoBaHusd 1moJx Windows, OCHOBHOe Ha3HaUYeHUE KOTOPOTO 3aKJII0YAETCs
B IIOCTPOEHUU KaJIPOB KOMIBIOTEPHBIX UTP. MHTEpdeiic nMmeeT MOIIEPKKY
TpaccupoBKu Jiydeit B Buie moaysist DXR [12]. HQuzaiia Direct3D 12 nampas-
JIEH Ha, yMEHbIIEHNe HesIBHBIX ONepaluii BHyTPHU JpaiiBepa U MHOTOIIOTOY-
HOe TIporpaMMmupoBanue. JlocTymHbI MUPOKWEe BO3MOXKHOCTHU JIJIS OTJIAIKU
B3aumozeiicTeus ¢ Direct3D 12 takumu mrctpymentamu, kak PIX [15] nan
RenderDoc [29] (310 ornamuuku paborsl ¢ rpaduyueckumu API, nossossiio-
e 3amnucbiBaTh pabory Ha GPU uepes obpamenus k APl n ornakuBarh
BBIYHUCJIEHUsI, IPOU3BOMMbIe Ha Bujieokapre). PIX mmeer momiepxKy or-
nagku dyukmmronaabHocTu DXR [11] (manpumep, B PIX MoxkHO npocMaTpu-
BaTh COJIEPYKMMOE MEePAPXUIECKUX CTPYKTYP, B KOTOpPbIE HY?KHO COOMPATH
reOMETPHIO JIJIsT BBI30BOB KOHBeWepa TPaCCUPOBKH JIydeil).

Vulkan — kpocc-mtardopmenHbiii rpadpudeckuit matepdeiic, nMmeronmi
mHOro obrrero ¢ DirectX 12. /Ins Vulkan cymiecTBytoT paciiupenusi, 100aB-
JISTIOTITUE TIOJIJIEPYKKY allllapaTHO-YCKOPEHHON TpacCUpOBKY Jydeit. /lanubrit
nHTepdeiic nMeeT BO3MOXKHOCTE 3axBaTa B RenderDoc, oiHako moiepkKKu
JIAHHBIX PaCIIupeHuil B oTyiagunke Het [17].

BenenctBum 60J1ee IMPOKOIT MOJIEPYKKYI BUIEOKAPT U JIYIIITUX BO3MOK-
HOCTe OTJIaJIKU, 110 cpaBHeHuio ¢ Vulkan, obL1 BeiOpan Direct3D 12. Nmen-
HO B 3TOoM rpacdumaeckom API mocturaercs KOMIIPOMHUCC MEXKIY JTOCTYII-
HOCTBIO Ha PAa3JIMYHBIX IJIATOPMaxX M YA0OCTBOM OTJIAJIKU U Pa3padOTKU

(marHOE yI06CTBO PACIPOCTPAHSAETCS TAKYKE U HA MUCIOJIb30BaHUe OGUOIMO-
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TEKH).

2.3. Direct3D 12

2.3.1. Jlormyeckoe yCTpPONCTBO

Ocnosubie oneparuu B Direct3D [13] Beimosasiorcst mpu momoru 06n-
eKkTa Jiormdeckoro ycrpoiictBa. APl crmpoekTupoBaH ¢ ymopoM Ha MHIHU-
MaJIbHOE KOJIMYECTBO HAKJIAJIHBIX PACXOJIOB, ITIO9TOMY IO YMOJIYAHUIO TIPa-
BUJILHOCTH OOpalleHus He mposepsiercs. /1jist Toro, 9Tobbl BKJIIOYUTH JTOIIOJI-
HATEJIbHBIE ITPOBEPKU BPEMEHU BBIOJIHEHUSI, TO3BOJIAIONINE OOHAPYKUTh
MHOTHEe OIMMUOKU obpalleHns K rpadudeckoMy nHTepdeiicy, MOXKHO Tepest

CO3/IaHUEM YCTPOUCTBaA BKJIOUYUTH IIPOBEPOYHBIE CJION.

2.3.2. Pabora ¢ komMmaHJaMu IrpaduIecKoro Impoieccopa

[Ipu momoIH JIOTUIECKOTO YCTPOUCTBA MOYKHO CO3/IaTh OYepPe b KOMAH/I.
DTO 00BEKT, OTBEYIAONINI 38 MepeIady KOMAaH/I Ha BBIIIOJHEHNE BUICOKAD-
te. [Ipu cozmannm MOXKHO yKa3aTh MPUOPUTET odepean. KoMaHIbl OTIIpaB-
JIAIOTCS Ha BBINOJIHEHUE B OYEPE/b B BUJIE TNPeABAPUTEIbHO 3allMCAHHBIX
CIIMCKOB KOMaH. /LI BbIIeIeHUs CIIMCKOB KOMAaHJ| HEOOXOIUM paclpee-
JIATEb KOMaHJl, KOTOPBIIT MOYKHO CO3JIaTh BBI3OBOM METOJIa JIOTUIECKOI'O
ycrpoiictBa. [Ipu 3ToM s0CTyIl K crimcKaM KOMAH]I JOJI>KEeH ObITh BHEIITHE
CUHXPOHU3UPOBAH, OJTHAKO MOYKHO CO3JIaTh YCJIOBUS JIJId MapaJlIeJIbHON 3a-

IINCH1 HECKOJIbKUX CIIMCKOB KOMaH/I.

2.3.3. CocTosiHue KOHBeliepa

[TockoIbKY KOMIUJISAIIHS el IepoB U3 OANTKOMa B MAIITUHHBIN KOJI KOH-
KPETHON BHUJIEOKAPTHI M COOTHECEHUS MapaMeTpPOB BBIYUCIUTEIHHOTO WJIU
rpadrIecKoro KoHpeiliepa MOXKeT ObITh CJIOXKHOIT omepariueit, Direct3D 12
II03BOJISIET CO3JIaBaTh OOBLEKTHI COCTOSIHUS KOHBelepa, coduparoiie B cede
MHO>KECTBO IIapaMeTPOB BBIIIOJHEHHsI KOJa Ha BUIeoKapTe. TakxKe co3.ia-

Hue JaHHbIX 0OBEKTOB MOXKHO KoImnpoBaThb.
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2.3.4. Pecypcoi

st co3manus pecypcoB HeoOxoaumo ycrpoiictBo. B Direct3D 12 pecyp-
caM¥ sBJISIOTCS TakKue oO0bEeKThI, KaK Oydepbl unn nzodopaxkenud. [Ipu pa-
O60Te ¢ pecypcaMy OHH JIOJI?KHBI OIIUPATHCA Ha KydH MaMATH. Kydu maMsaTu
aHAJIOTUIHBI BbIJeJeHUAM IMamMdaTu. [Ipu 3ToM cozmanme Kydu Ha KaKJIbIi
pecypc MOXKET UMETh Cepbe3Hble HakjaHble pacxois! [8]. [Tosromy xopo-
el NPAKTUKON ABJIACTCA PAaCIIOJOXKEHNE HECKOJIbKUX PECYypPCOB B OJIHOMI
Kyde U UCIOJIb30BaHUE CBI3aHHBIX C KydYeil PecypCoOB TOJIBKO JIJI OOJIBIITNX

pPECypCOB.

2.3.5. locTtyn K pecypcam u3 IIIeiaepoB

IIpu cospmanmu cocTodHMSI KOHBeiiepa YKa3bIBAETCs OObEKT KOPHEBOM
IIOJIITUCH, TTOKA3BIBAIOIINN KaK PacCIoJIaraloTCs PeCypChl IS ITPUBA3KUA K
meiepamM. B moanrcu MoXKHO yKa3aTh HECKOJIBKO PECYPCOB, JIOCTYH K KO-
TOPBIM OYyJIET BBITIOJIHSITHCS HAIIPSIMYIO, ¥ TAOJIHI IPUBI30K PECYPCOB (Kyd
JIECKPUIITOPOB ), 0OECIIEINBAIOIIIX JBYXYPOBHEBYIO MEPAPXUIO OOPAIICHMUSI.
Kyuga meckpunrTopon, IpuBsg3biBaeMasd K KOPHEBOU IOIIMCH, JHOJXKHA ObIThH
romMedeHa pjiarom, odecednBaOIINM BIIUMOCTD B Iieiinepax. MoxKHO Tak-
JKe co3/aBaTh Ky4H JIECKPUIITOPOB 0e3 jocTyma u3 meiigepos. /leckpumnro-
PbI MOXKHO CO3/IaBaTh U3 PECYPCOB, BBIJIEJUB MECTO B KyUe JICCKPUIITOPOB.
ITocse cosmaHust MOXKHO KOIIMPOBATDH JICCKPUIITOPHI M3 OJHON KY4U B JIPY-
ryfo. IIpu aToM KonmpoBaHue U3 BUAUMOI B IIeigepe Kydud OOBIYHO UMeeT

00JIbIIIe HAKJIATHBIX PACXOI0B.

2.3.6. Bapbepsl

[Ipu 3anucu koMaH1 HEOOXOJIMMO BCTaBIATH Oapbephbl pecypcoB. bapne-
Pbl UCIOJIB3YIOTCA JIjIsd YKa3aHWs 3aBUCUMOCTEH MeXKIy KOMAaHIAMM JIJIsi
pecypcoB. Takxke OapbepaMu yKa3bIBAIOTCA COCTOAHUS, B KOTOPBIX JIOJI?KEH
HaXOJ/IUThCS PECYPC BO BPEMs Te€X WJIA UHBIX OIEPAITUii.

Hanpumep, 4TobbI cHayaja 3amnucaTh JaHHbIE B Oydep, a 3areMm
MPOYUTATh, MOXKHO HKCIIOJIb30BaTh JBa BbI30BA BBIYUCJICHUN Ha BUJIEO-

kapre. J[js 3TOro MOXKHO 3alucarTb KOMAaH/bl 3allyCKa BbIYUCIEHUH (c
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nomorbio Merona Dispatch [21] kmacca ID3D12GraphicsCommandList,
obecreamBaoNEero uHTepdeic i 3ammcu  KOMAaHJ[) B CIMCOK KO-
MaHs1. B mepBoM wucnosbp3oBaTh JijId 3anucu  Oydep B COCTOSHUUT
D3D12 RESOURCE STATE UNORDERED ACCESS [7], npennazua-
YEeHHOM JIJIsi JOCTyIMa JJId UTEHUS U 3allUCh B IIPOU3BOJIHLHOM IOPSII-
ke. Bo BTOpOM MOXHO YUTaTh JaHHBIE U3 ITOTO Oydepa B COCTOSHHUU
D3D12 RESOURCE STATE NON PIXEL SHADER RESOURCE

[7] mna mocryna pecypca u3 mieiimepa TONBKO Jjisi dTeHus. Mexy sTu-
MU BbI30BaAMU BBIYUCJIEHUH JIOJI2KEH OBITH OCYIIIECTBJIEH IIEPEBOJI Pecypca u3
OJTHOT'O COCTOsIHHSI B JIpyroe. JIjist 9Toro MOXKHO 3amnucaThb 0apbep B CIHUCOK

komauz Merogom ID3D12GraphicsCommandList::ResourceBarrier [22].

2.3.7. Yckopgaoniye CTPyKTYPbI

Jna ontumumsanuu TpaccupoBku Jydeit B DXR BBesenbr mepapxude-
CKUe€ CTPYKTYPBhI, B KOTOpbIe coOupaercs ciiena. CyIecTByeT pa3/ie/ieHue Ha
YCKOPSIIOIIHE CTPYKTYPhl HUKHET'O YPOBHS M BBICOKOTO ypoBHSA. CTPYKTY-
PBI HI3KOT'O YPOBHS COZEPKAT B cebe mepapxuio reomerpui (3|, a cTpykTy-
PbI BBICOKOT'O YPOBHS O0bEIUHSAIOT CTPYKTYPbI HUYKHET'O YPOBHS B €JIUHBIN

et fepHbIi pecypc.
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3. Peanmuzaiusa

B pamkax paboTbl peajn30BbIBaJICA (DPERMBOPK JIjIsi YIPOIIEHUS Pa-
60Tl ¢ BuaeokapToit. OCHOBHOM I11€JIbIO JJAHHOI'O PelleHus ObLIO IpeaocTa-
BUTD yJIOOHBIN MHTEPdENC /1T 3aITyCKa BRIYUCIEHUA Ha BUICOKapTax C BO3-
MOKHOCTBIO MCITOJIb30BaHUSI AllapaTHOTO YCKOPEHUsI TPACCUPOBKH JIydeii.
Hecmotpga wa 1o, uro Direct3D 12 m Obl1 BeIOpaH B KadecTBe OCHOBHO-
ro nHTepdeiica g padoThl ¢ BUICOKAPTO#, ObLIO ObI II0JIE3HO OCTABUTh
B paMKax peajin3aliuu yI00HYI0 BO3MOXKHOCTD JIJIsl JIaJIbHEHIero apobasJie-
HUs IO aepKK Vulkan ij1st JIOCTYIIHOCTY MCIIOJIb30BaHUSA PpeiiMBOpPKa Ha
OOJIbITIEM KOJIMYECTBE TLIAT(OOPM.

OpeitMBOpPK cocTouT U3 AByX dacrteit. Oana peaym3oBana Ha C# u OT-
BeYaeT 3a TeHepalnio KoJla OObsiBJIEHUS PECYpPCOB Ieigepa W CO3IaHUE
daitsioB ¢ omucanuem 3TUX pecypcoB. Bropas dacth Hanucana Ha C-++
U TIPEJIOCTABJISIET IIPOrPAMMHBIN UHTEPMENC i pabOThl ¢ BUICOKAPTOI
1 Pean3alii aJITOPUTMOB, UCIOIb3YIOMMX MHOTOYNCIEHHbBIE TTePeceIeHusT
JIydeit ¢ TeoMeTpueil n3 TpeyroJbHUKOB. Hampumep, cuMyasamnuit mporeccon

II€epeHOCa dHEPIuM JABHU2KECHUEM 9JICMEHTAPHbIX YaCTHII.

3.1. ApxurekTypa

B pamkax paboTbl pazpadboTaHa apXUTEKTypa PelIeHUs, YIIPOIIAIOIIEro
pa3paboTky ajroputmoB cuMyssiuu dactull, Ha GPU. /Iuarpama komrio-
HEHTOB ITIPEJICTaBJICHA HA PUCYHKE 2.

Caoit «Direct3D 12 layer implementation» myxkeH jjsi abcTparupoBa-
HISI OT KOHKPETHOI'O IpadUuecKoro mporpaMMHoro marepdeiica. Ocrasib-
Hble YaCTU PeIleHns B3aMMOJIEHCTBYIOT MCKJIIOUUTEIHHO ¢ MHTepdeiicamu
n3 kommoHeHTbI «Graphics API abstraction layer». B manbmeiimem, Oia-
rojgapd TaKOMY Pa3JIeJIeHUIO, IPU HEOOXOIUMOCTH MOXKHO OyIeT J100aBUTH
noiepkKy Vulkan, cozmaB xkommonenty «Vulkan layer implementationy,
pean30BaB B Heil mHTeP@ENChI CI0sI a0CTPAKIIUN.

KommnonenTa «Bindings code generator» orBedaer 3a reHepaluio Koja,
OTBEYAIOIIETO 3a MPUBA3KY PECYypPCOB IeiiepoB. Takxke JaHHAsS KOMIIOHEH-

Ta pelleHrdA 'eHEPpUPYET JJIEMEHThI KOJa, TaK1e KaK 00bSIBJICHUE CTPYKTYDP
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L[J Protobuf

Y A 4
Bindings code generator Shaders toolkit Direct3D 12 layer implementation
C# tools
Use _Use Use
Graphics APl abstraction layer C++ framework 0S8 abstraction layer
U:se
Compute graph Geometry processing toolkit

Puc. 2: JlnarpamMma KOMIIOHEHTOB.

MM KOHCTAHT, IOMoTraiomme u3bexarb aybsmpoBannsa Koma. CreHepupo-
BaHHBIN KOJI TIPUBSI3KHU PECYPCOB UCIOJB3YeT CJIOM abcTpakiuu OT rpadu-
qeckoro API.

OcHoBHast (QYHKIIMOHAJILHOCTb (PPEiMBOPKA HAXOJIUTCA B KOMIIOHEHTE
«Compute graphy [8]. laHHasi KOMIOHEHTa OTBEYAeT 3a JUCIETIEPUBAIUIO
IIOJIb30BATEILCKOIO KOJa, 3a1aBa€MOI0 B BUIE COOBITHI C 3aBUCHMOCTSIMIU.
[Tpu momorm kommoHenThl «Dependencies manager» oHa aHAJIU3UPYET 3a-

BUCHMOCTHU COOBITHUI U paccTaBjisieT Oapbephl.

3.2. Cioir abcrpakmnuu ot rpacdudeckoro API

Broin peanuzopan cioit abcrpakmuu ot rpadudeckoro API Direct3D 12.
Croit yupomaer pabory ¢ rpacdudeckum mHTepdeiicom. [Ipu paspaborke
BHUMAaHUE yJIEJIAI0Ch BO3MOXKHOCTH J00aBieHnd noaepkku Vulkan.

Tak, Hanpumep, nuaTepdeiic TPUBI3KU PECYPCOB B CJIOE ClejIaH OJIU3KUM
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obpazom ¢ Vulkan. MoxkHO co3maBaTh U3 MOJIb30BATEIHCKOTIO KO 00 bEKTHI
B3MJIsA1a (B aHIJI. View) Ha pecypcC M 3alUChIBATH UX B IIYJIbl JIECKPUIITOPOB.
[Ipu 3ampoce 3ammcu JTeCKPUIITOPOB IIPOUCXOIUT KOIIMPOBAHUE B BUIUMbIE
meiiiepy Kydu u3 Kyd, HEJIOCTYIHBIX Ieiimepy. A co3maHume W pacipeje-
JIEHE JeCKPUIITOPOB B KydYaX, HEJOCTYITHBIX IIEHIepy, TPOUCXOIUT B CJIOE
HEsIBHO.

g oxxkunanus padoOThl BUJIEOKAPTHI Ha, IIPOIECCOPE BHYTPH CJIOST SMY-
JUpyeTcst ToBejieHne 3abopa (B aHri. fence), mpuMuTHBa CHUHXPOHU3AIIUN
n3 Vulkan. Ilpu oTrnpaBke KOMaHJI B o4Uepedb Ha BBIIOJHEHUE MOXKHO IIe-
peaaTh MPUMUTHAB U TIOCTIE OYKHUJIATh C €r0 MOMOIIBIO BBITIOJTHEHUS PAOOTHI.
Taxkoit 101X01 HE TOJBKO XOPOIIO IIOAXOAUT IJist mepeHoca Ha Vulkan, Ho u
OoJsiee ya00eH Jjist TIoJib30oBaTe s, YeM 1oaxo  u3 DirectX, ocHOBaHHBIN Ha
64-OMTHBIX OTMETKAaX BBIIIOJIHEHUS.

Hnst  pacrnpenenenusi ucHojb3yercd Owmbsumoreka D3D12  Memory
Allocator [6]. Bubsmoreka cozmaer 6osbInue Ky9Iu TaMATA U PACIPEIeIsieT
X MaMATh MEXKJIy PecypCcaMu.

s paboThI ¢ almapaTHbIM YCKOPEHHEM TPACCUPOBKU JIyUel peaJn30-
BaHa TMOJIIEPKKA BCTPOEHHOT'O TIEpECEUEHNS, TTO3BOJISIONIENO OOPAITIATHC K

YCKOPSIIOIIMM CTPYKTypaM u3 Jiroboro meiigepa [14].

3.3. I'enepaTop Koja /1jii B3aMMOJIEICTBUsI C pecypca-

MU IIIeiiepoB

Kon, mnpennasuauennbiit jjs BoinmosaHenus Ha GPU, mosbsoaresn
dpeiiMBOpKa CMOTYT MHCATH HA HA3BIKE IPOrPAMMUPOBAHUS IIEHIepOB
HLSL [19]. Ina cornmacoBaHHOCTH KOJa Jijisi pabOTHI C pecypcaMu Ieiiie-
posB Ha C++ m ma HLSL peanusyerca remeparop koza. I'emeparop koja
zarpyxkaer ¢ailyi crenuaJbHOro popMara, KOTOPBI OIMUCHIBAET PECYPCHI,
HCIIOJIb3yeMble KOHBeiiepoMm mieiinepoB. PopMar HOAIEPKUBAET OObIBJIE-
HISI IIPUBSI30K PECYPCOB M OODLSABJIEHUSI CTPYKTYP M Iepedncienuii. B ka-
JeCTBE pPe3yJbTara TeHEPUPYETCsS KO, KOTOPBIA MOXKET OBbITh MOIKJIFOUEH
B IIeiAephl JJisg paboThl ¢ pecypcaMu. TakxKe co3maercss daiiy, XpaHsIuii

CTPYKTYPY PecypcoB KoHBeiiepa teiigepoB. [lanubiii daiia npeaHasHadeH
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JJIS 3arPy3KU CO CTOPOHBI KOJIa, UCIIOJHIEMOT'O Ha IEHTPAJIbHOM ITPOIECCO-
pe, KOTOPbIil Oy/1eT NPUBA3bIBATDH JTaHHBIE.
Huxke npupesien nmpumep daiiyia, IPUHIMAEMOI0 B KadeCTBE BXOIHBIX

JaHHBIX 9TOI'O KOMIIOHCHTA.

struct Typel
{

float fieldl;
s

struct Type2
{
int fieldl;
Typel field2;
s

UAV_BUFFER<Type2> readWriteBuf;
UAV_TEXTURE<float4> readWriteTex;
SRV_BUFFER<float4> readBuffer;
SRV_TEXTURE<uint2> readTexture;
TLAS tlas;

enum Enuml
{
ELEMENT1,
ELEMENT?2,
s

B pesynprare paboTbl reHepaTopa MOI'YT OBITH IHOJIYYEHbI JBa Qaiiia.
[Tepsriit daityi B OunapaoMm dopMaTe ¢ ONUCAHUEM PECYPCOB Ieiijiepa st
uctosib3oBanus B C+-+ Kojie. Bropoit daiis Jij1d BKIIIOUeHus B MIeiiiepbl Ha
HLSL, B koTOpoM Oy/1yT cojiepzKarcst 00bsIBJI€HUS CTPYKTYP, HePEIUCTICHUT

U PecypcoB Ieisiepa B popmare, mojajiepxkuBaemoM Direct3D 12.
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3.4. I'pad 3aBUCUMOCTEIT pecypcoB

g ynpaBiieHUS COCTOSHUAMU PECYPCOB B COBPEMEHHBIX T'PaPUIECKIX
API ny>xHO paccTaBiaTh bapbepbl, MEPEBOISIINE PECYPChI U3 OTHOTO COCTO-
dHUS B JIPyroe WJIN YKa3bIBAIOIINE JIPaiiBEPy BUIEOKAPTHI HA 3aBUCUMOCTH
JAHHBIX JJIs TPEOTBPAIEHNS COCTOSTHUS TOHKYU JaHHbIX. OCHOBBIBasICh HA
9TUX yKa3aHUAX, JpaiiBep MOXKeT cOpachIBaTh KeIl MaMITU WM JIaXKe Me-
HATH pacroJiozkenue (anri. layout) pecypca.

st paccraHoBKY 6aphepOB MOYKHO BBIJIEJUTH OCHOBHBIE METOJBI |[§].

e Pyunas paccranoBka. MoxkeT gocTurarbcs 60abInas 3PpPEeKTUBHOCTD,
OJTHAKO TPOIECC HATTMCAHUS KO/Ia C BPYYHYIO PACCTaBIEHHBIMU Dapbe-
paMu SABJISETCH CJOKHBIM. TaKOi IMoJIX0 1 mMeeT OOJIBINON PUCK JTOITYC-

Ka OIlII/I6KI/I7 KOTOpad IIpuBeaeT K HEOIIPEeACJICHHOMY ITIOBEICHUIO.

e IlepeBoj pecypca B «6a30BO€» COCTOSTHHE IIOCJIE KaXKI0I Olepalu 1
IIepeBO/I U3 Hero Iepe 0ot oneparueii. Takoil moaxo MOXKeT Ipu-
BOAUTH K IIPoOIeMaM C HPOU3BOAUTEILHOCTHIO M3-3a JIMIIHUX OIlepa-

I,

e (CoxpaHeHHe COCTOSAHUI BMeCTe ¢ pecypcoM. Takoil moJixo sBJIsieTcs
paboduM, OJIHAKO MOYXKET CTPaJIATh M3-3a OTCYTCTBUsI T'MOKOCTH IIPU
mapaJiyieTbHOI 3amucu KoMaH 1. Takyke B JJAHHOM II0JIXOJIe TPY/THO J10-
CTUYb I'PYNIUPOBKU 0APHEPOB, MO3BOJIFIONIENH YCKOPUTDH BBITTOJTHEHUE

KOMAaH/]I.

e AHaIu3 COCTOSHUI PecypcoB depe3 rpad BBIUYUCIUTEIHHBIX Y3JI0B C
3aBUCUMOCTIMU. JlaHHBIN I10/1X0/1 TO3BOJIAET pPean30BaTh T'PYIITH-

POBKY 0apbepoB M JIOCTUYb BBICOKOII CKOPOCTU UCIIOJTHEHUsT KOMAaH/I.

B nanHoit paboTe peasim30BaH MOAX0 ¢ IpadOM BbIYUCIUTEIbHBIX Y3JI0B
¢ TPYNIUPOBKOI 0ApPbEPOB C BO3MOXKHOCTBHIO PYYHOI'O BBICTABJIEHUS HEKO-

TOPBIX OAPHEPOB.
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3.5. bubimoreka aJia paboThl C IIeiigepaMu

B pamkax ¢dpeiitMBopKa peajim30BaH HaOOP MHCTPYMEHTOB JJId PabOThI
¢ meitepamu. JlaHHBII KOMIIOHEHT OTBEeYaeT 3a 3arpy3Ky OailTkojia Teii-
JIEPOB, CO3JIaHNE KOHBEMEPOB U NPUBSA3KY pecypcoB. /Iy mpuBa3ku pecyp-
cOB 3arpyxkaercd Qaitji, creHeprupoBaHHbII KoMmiioHneHToit «Bindings code
generatory, u 3amOJHAETCI MHOXKECTBO JECKPUTITOPOB, COOTBETCTBYIOIIUX
HY2KHBbIM pecypcaM. «Shaders toolkit» Tak:ke oTBeuaeTr 3a XpaHeHHE MHO-
2KECTB JIECKPUTITOPOB, YTOOBI OHU MOTJIM MCIIOJIb30BAThHCA U3 OvYepejieil Bu-

JE€OKAPTHI.

3.6. Biok paboThsl ¢ reoMeTpuen

Jna ynpommennsa paboThl ¢ KapTaMHW BBICOT U CO3/IAHUSA T'€OMETPHUU TI0
HUM co37aH KomioHneHT «Geometry processing toolkit». Takum obpazom, ¢
MTOMOITHIO PEATUZ0BAHHOTO (PpEeiiMBOPKa MOYKHO 3arpy2KaTh KapThl BBICOT,
CTPOUTH T'€OMETPHUIO IO HUM U COOMPATH YCKOPSAIOIINUE CTPYKTYPHI JIJIsd pa-
OOTHI C almapaTHO YCKOPEHHOI TpacCUpOBKOii srydeii. [Ipu aTom mocTpoenmne
YCKOPSIOIINX CTPYKTYP YIPOIIEHO C y4eToM 3aJadu. B cumynanuax dpusm-
YEeCKUX ITPOIECCOB PEJIKO UCTIOJIb3yeTcd MeHdomasacsa reomerpus. Direct3D
12 mo3BoJIgET CO37aBATh yCKOPAIOIINE CTPYKTYPbhI, pa30UTble HA MHOXKe-
CTBO YacTell, TMEeIOINX BO3MOXKHOCTh M3MEHEHNs CBOETO PACTIOJIOXKeHNI. B
peanuzanuu GppeiiMBOpPKa JaHHAS BO3MOXKHOCTDH HE MCIOJIb3YETCs JJIsl TTPO-

CTOTHI MHTepdeEiica, a yCKOPSIOIas CTPYKTypa CTPOUTCH U3 OJIHON JaCTH.

3.7. API dpeitmBopka

s paboTbl ¢ pPeiMBOPKOM HY>KHO OyJeT co371aBaThb OObEKThI KJiac-
COB BBIYHCJINTEJIbHBIX y3JI0B, PeaJn3yoIuX nHTepdeiic, TpeOyonii HaIu-
qre METOJIOB 3aIllMCh KOMaH1 1 (DOPMUPOBAHUSA CIIMCKA 3aBUCUMOCTEN y3JIa.
JaaHBIE 00BEKTHI HEOOXOIUMO OYIIET OTIPABIATH BO (PPEMMBOPK M MOCJIE
BBI3BIBATH METOJI, IJIAHUPYIOMINUA padoTy, aHAJIU3UPYIONINNA 3aBUCUMOCTH,
3aIUCHIBAIONINN CITMCOK KOMAaHJI U OTIPABJILAIONINI Ha BBIIIOJHEHUE B OYe-

pesib KOMaH/I.
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g nmpuBsasku 6ydepoB 1 n300pazKeHnul HYKHbBI 00ObEKTHI B3aUMO,ICii-
CTBHSI C PecypcaMu, KOTOPbIE CO3AI0TCSI METOIOM KJjiacca ycrpoiicTa. Ca-
MU PECYPChI CO3JIAI0TCA PACIIPeieInTeIeM PeCYPCOB U3 CJIOsT aOCTPAKIIUKA OT
rpacduraeckoro API. Ilepen BbI30BOM BBIYHUCIEHNH HYKHO ITIPUBS3aTh HEOO-
XOJIMMBIE TTEeHIePy PEeCypPChl BBI30BAMHU METOJIOB KJacca Ineiepa, KOTOPhIi
reHepupyercsd u3 gaiiyia ¢ 00bsBJIEHUEM PECYPCOB IIeiepa.

B merome 3ammcum KoMaH BBIYMCIUTEIBHOTO y3ja OydeT HeoOXOIUMO
100aBUTH HEOOXOMMbIe KOMAHIbI B MPUHUMAEMBIA METOIOM OOBEKT JIJIs
ux 3anucu. OObeKT JJIsi 3aliUCU KOMaH/I U3 CJIOS COBMECTUMOCTHU C Ipadpu-
qeckuM API comepkuT MeTobl, COOTBETCTBYIOINIE KOMaHIaM, 3alliChIBae-
MBIM B cnmucok komani Direct3D 12.

s Toro, YTOOBI C€O3/IaTh BBIYUCIUTEIbHBIN y3€JI, HY>KHO O00b-
saBuTh Kjacc ¢ meromamu GetDependencies (moszkeH BO3BpallaTh CIIH-
COK HEOOXOJMMBIX 3aBHUCUMOCTEH y3jia ¢ TPeOYeMBIMU COCTOSIHUSIMU) U
WriteCommands (Jo2KeH 3amuchiBaTh KOMAHJIbI JJIs BUIEOKAPTHI de-
pe3 crenuajbHblil Kjacc). Hampumep, Tak MOXKeT BBITJISJIETbH MeTOJ]

WriteCommands.

void WriteCommands(core::CommandBundle* commandBundle) override
{
// YcTaHOBKa BHXOIHOTO M306paxeHus pecypcoM melizmepa
shader->SetShaderImageUav (’renderTarget’’, *imageUav) ;
// YcTaHOBKa CIIEHH PECYpCOM IJs YTEHUS
shader->SetShaderTlas (*’scene’’, *tlasSrv);
// YcTaHOBKa Tekymero meiiiepa ¥ 3amlojiHeHHe TabiuI] pecypcoB
shader->ConfigurePipeline (*commandBundle) ;
// 3amyck BHUYUCIEHUH
commandBundle->Dispatch (
window.GetWidth(), window.GetHeight(), 1);
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Anpobamnus

g ampobanuu perienus Oblja TPOBEJIEHA MPE3EHTAINSA JaHHON
TexHojorun Ha cemuHape B M®PTU. JlabopaTtopus METOIUKU sJIEPHO-
dbusuueckoro sxcrnepumenta [24|, mpoBosIIas JAHHBIA CeMUHAD, 3aHUMA-
eTcs UCCJIeIOBAHUSIMU B 00J1aCTHU A1epHON (DU3UKHU U pa3pabOTKOM KOMITHIO-
TEPHBIX CUMYJANMN PUINIECKUX ITPOTIECCOB JTAHHOTO THUIIA.

B konre mpesenTtarnuu ObLT TMPOBEJEH ONPOC JJIA OIEHKU YJI00CTBa M
MIPUMEHUMOCTHU JIAHHON TEXHOJIOTHH.

B pesynbrare anpobaruy ObLIN TOTIEPKHYTHI CJAEIYIONINE JOCTOMHCTBA

OMOTMOTEKU.
e YioOHas 3arpy3ka IeiIepoB U IPUBA3KA PECYyPCOB K HUM.
e ABTOMaTHUYECKas PACCTAHOBKA ODAPHEPOB.
e ViobOHas 3arpy3Ka KapT BBICOT W UCIOJIb30BaHue ciienbl Ha GPU.
Tak>ke ObLIM BBISIBJIEHBI HEOCTATKH.
e Coxkuocth Konmpoanusi gaHubix Mexkay CPU u GPU.
e Heynobnasi ycraHnoBka.

OOb1mast OIeHKa CHCTEMBI, TOJyYeHHasI B PE3y/IbTaTe OIpOca, IIPeacTaB-

JieHa B TabJmmiie 1. I[To KaxKIoMy KpUTEpUIO OIeHKa ITPOBOIU/IACH 110 IITKAJIE

or 1 mo 10.
Kpurtepnii Cpemuunit pesysbraT
[TpocToTa mcnoab30BaHUSA 6.86
JlocTaTOYHOCTD BO3MOXKHOCTEM 9.57

Tabnuma 1: Omenka cucreMbl, TOJyIeHHbIE BO BpeMsi alrpodalium
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SaKJII0UeHne

Ha maaubrit MOMEHT JOCTUTHYTHI CJIEAYIONINE 38 1a9H.

1. IIpoBesien 0030p CYIIECTBYIOMUX PaOOT IO CUMYJISIINU (DU3UKU HGa-

CTHUIL HA BUJEOKaApPTaX.
2. Paspaborana apXUTEKTypa JIBUKKA CUMYJIAIIUNA IaCTUIL.

3. PeasmzoBan GpeiiMBOPK JJisd Pa3spabOTKU aJIrOPUTMOB CHUMYJIAIIAI

AEePHON (PUBUKU.
4. IIpoBenena ampobalys pPeaJM30BaAHHOIO PEIeHUS.

cxoaubrit Ko, oTKpEIT 1 goctyter B GitHub 2.

2C++ uacTtb: https://github.com/F5DXWsqPme/RenderGraph (narta obpamenns: 14.12.2022)
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