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BBenenmne. Busyanuzanusi TeHel Hrpaer KIIIOYEBYIO pPOJb B KOMIIBIOTEPHOW Tpaduke,
obecrieunBast peaIuCTUYHOCTH CIIEHBI. TeHH 00J1a1al0T HE TOJIBKO SCTETUYECKOM, HO M IPAKTUYECKOM
LEHHOCThIO — OHHM HEOOXOIUMBI Ui MOHUMAaHUs (OPMBI, pa3MEPOB U B3aHMHOT'O PACIIOJIOKEHUS
O00BEKTOB B TPEXMEPHOM MPOCTPAHCTBE.

B mnocnemnue romer pasButue TexHosoruii Multi-GPU OTKpBIIIO HOBBIE BO3MOYKHOCTH TSI
MapajuIebHBIX BRIYUCICHUH, OJJTHAKO OOIBIIMHCTBO CYIIECTBYIOIIUX AITOPUTMOB PEHACPUHTA TCHEH
HE VYYWTHIBAIOT TMOTEHLMA] MCIOJIb30BAaHUS HECKOJBKUX Trpauueckux ImpoieccopoB. B
COBPEMEHHBIX UCCIIEI0OBAaHUSAX PACCMATPUBAIOTCSI METO/Ibl pACIIPEICIEHHON 00pabOTKN pEeHAEpUHTa,
Bkitoyass Alternate Frame Rendering, Split Frame Rendering u ucnonp3oBaHMe aCHMHXPOHHBIX
BeranciaeHui [1]. OgHAaKo AT METOABI 3a4acTyl0 HE aJalTHPOBAHBI Ui airoputMoB Shadow
Mapping B peaqbHOM BpEMEHHU.

Takum 00pa3oM, akTyadbHOCTh HCCIEIOBAHUS 3aKIIOYAECTCS B HEOOXOAWMOCTH DPa3pabOTKU
onTUMU3MpoBaHHOrO anroputMa Shadow Mapping [ HampaBIeHHBIX HCTOYHHKOB CBETa,
VYHUTHIBAIOMIETO BO3MOXKHOCTH HECKOJIBKHX TpadUUIeCKUX MPOIECCOPOB JUIS  TTOBBIIICHHS
MIPOU3BOIUTENILHOCTH U Ka4ecTBa PEHACPUHTA.

OcHoBHasi yvactb. [lpemiaraemelii anroputM OcHOBaH Ha 3(QQPEKTUBHOM paclpe/ieleHuu
BBIYMCIICHUN Mexay Heckonbkumu GPU, 4ro mo3BosiseT CHU3UTHh Harpy3ky Ha OCHOBHOM
rpaduecKuil Mpoueccop U MHUHHUMM3MPOBATH 33JEPXKKM, CBSI3aHHBIE C Iepefayeil TaHHBIX.
OcCHOBHOE BHMMAaHHUE YJENSETCS CTPATeruu paclpelesieHUsl BBIYMCICHUH, MTO3BOISIIOIIEH KaX10i
BHUJICOKApTE BBINOJIHATH HE3aBUCHUMBIE DPEHIEP-NIPOXOJbI, YTO YMEHBUIAET BPEMsI OXKHJAHUSA H
MOBBIIIAET OOIILYI0 MPOU3BOAUTEILHOCTD CUCTEMBI.
PazpaOoTtaHbl U pealn30BaHbl /1Ba alTOPUTMA!
1. Aunroputm Ha ocuoe Cascaded Shadow Maps [2], B KOTOpOM BBIYHCICHHE KapT TEHEH
BBITIOJIHAETCS HA JOTIOJIHUTEIbHON BUJEOKAPTE.
2. Shadow Mask anroput™M, B KOTOPOM TEHH pPACCUUTHIBAIOTCS HA JOMOJHUTEIBHON
BUJICOKapTe, a U1 YMEHbIIEHHs oObeMa IepenaBaeMbIX JaHHBIX (opmupyercs Shadow
Mask — kapta TeHeil B 3KpaHHOM MPOCTPAHCTBE.
HauOonee yHMBepcaabHBIM U ONTUMAIBHBIM SIBIISIETCS MEPBbIM MOJXO0/, TaK KaK OH HE 3aBUCHUT OT
KOoH(uryparuu cuctemsl. KiltoueBbIM acClIEKTOM €ro peanu3aliu SBIsSETCS IPUMEHEHHE KOJIbLIEBOIO
Oydepa /U1 aCHHXPOHHOI0 0OMEHa JAHHBIMU MEXTy TpapUuecKUMH MPOLECCOPaMU. ITO MO3BOJISIET
OJIHOM BHUJCOKapTE 3apaHEE PACCUUTHIBATH KApThl TEHEW, B TO BpeMs KaK Jpyras IPOJOJIKAET
00paboTKy Kajpa, CHWXas 3aTpaThl HAa CHHXpOoHM3auuio. [IpenokeHHBI alropuT™M Y4YHUTHIBAET
BO3MOXXHOCTH COBpeMeHHbIX TIpadpuyeckux API, takux kak DirectX 12, mpenocraBisionux
MOJIEPIKKY OOIIUX pecypcoB U APPEKTUBHBIX MEXaHU3MOB B3auMoaencTBus Mexy GPU.

BosiBoasl. [IpoBenen ananus cymectByomux anroputMoB Multi-GPU pennepuHra, BoISIBICHBI
UX HEJAOCTaTKU M MpPeJIOKEHBI ONTUMANbHbIE pelieHns. Pa3paboTaHbl 1 pean30BaHbl aIrOPUTMBI
Shadow Mapping, >¢dextuBHO ucnons3ytommii Heckonbko GPU. IlpennoxeHHbIE METOMIbBI
MO3BOJISIIOT YBEIMYUTH POU3BOAUTEIHLHOCTD 3 CYET ONTHUMAIbHOTO PACIPE/IEICHNs BEIUUCICHHH.
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