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Beenenune

Jlis co3maHus OLIYIIEHUS BBICOKOW CKOPOCTH W JMHAMHKHA B COBPEMEHHBIX
KOMIIBIOTEPHBIX HUIpax HIMPOKO HpuMeHsierca airoput™ Motion Blur, nMutupyrommui
pa3MbITHE U300paKEHUs, BO3HUKAIOIIEE MPH ChEMKE JIBIKYIIHUXCS OOBEKTOB Ha PEAIbHYIO
Kamepy. JlaHHBII anropuT™ BU3YalbHO MOJYEPKUBACT JIBHIKEHHE, & TAKKE IMOBBIIIAET YPOBEHb
PEATMCTUYHOCTH CIIEHBI, CITOCOOCTBYS OoJiee Tiry0okoMy morpyskeruto. Motion Blur siBisercst
3HAYUMBIM KOMITOHCHTOM TIpau4eckoro KOHBEHepa B TOHOYHBIX WTIpax, JHHAMHYHBIX
JKIIEHAX U KHHEMATOrpaUuHbIX MPOEKTaX.

Bmecre ¢ TeM COBpEMEHHbBIE WIPOBbIE NPUIIOKEHUS, OPUEHTUPOBAHHBIE Ha
pEeATMCTUYHOE BOCIIPOU3BEICHHUE OKPYIKAIOIIEr0 MUPA, MPEABSBISAIOT BHICOKUE TPEOOBAHUS K
BBIYHCIIUTENbHBIM pecypcaM. OAHUM U3 MEPCHEKTUBHBIX HAMPABICHUM TOBBIIICHUS
MPOU3BOJUTENILHOCTH  SIBJsieTcsl  ucnoiib3oBaHue Multi-GPU  cucteM,  BKIIOYAIOIIUX
JTVCKPETHBIH W HMHTETPUPOBAHHBIN Tpaduueckue mporeccopbl. OIHAKO CYyMIECTBYIOIINE
METO/IbI pactpeenéHHoro penaepunra, takue kak AFR u SFR [1], ne mo3BossitoT 3¢ eKTUuBHO
MHTETPUPOBaTh anroputM Motion Blur B pacnpenenéunyio apxurektypy 0e3 moTepu
MIPOU3BOUTEIILHOCTH.

AKTyalbHOCTh ~ HACTOSILIETO  MCCIEAOBaHUA  OOYCIOBJIEHAa  HEOOXOAMMOCTHIO
pa3paboTku  MoaubuIUpoBaHHOrO  aiaroputMa Motion Blur, wucnomusemoro Ha
JIOTIOTHUTEIIBHOM IpauuecKoM MPOLECCOPe, YTO MO3BOJIUT CHU3UTH HArpy3Ky Ha OCHOBHYIO
BUJICOKAPTY U MOBBICUTH OOIIYI0 (D (PEKTUBHOCTH PEHIEPHUHTA.

OcHoBHast YacTh
[Ipennaraemplii anropuT™M OpHEHTHpPOBaH Ha dA()QPEKTUBHOE HCIOJIb30BAHUE
JIOTIOJTHUTEIBHOTO TpagruecKoro Mmpoleccopa W HalpaBiIeH HA CHUXKEHHE BBIUMCIUTEIbHON
Harpy3Kku Ha OCHOBHYIO BUeokapTy. KittoueBoii 3aiadeit mpu pazpaboTke JaHHOTO alropuTMa
ABJIJIaCh MMHMMM3ALU HAKJIAJHBIX PacX0J0B, CBA3aHHBIX C IEpPENaYeil 1 CHHXpOHU3aLuel
nanHbix Mexxay GPU B mynbTurpaduueckoil cucreme.

Pazpabotanbl 1 peanu3oBaHbl ABa BapuanTa anroputma Fast and Stable Motion Blur

[2], B KoTOpBIX BhIUKCIeHUE velocity buffer u ero cxxaTeix mpencTaBiieHH OCYIIIECTBIISETCSA Ha
JIOTIOITHUTEIIbHON BUIEOKApTE:

1. CuUHXpOHHBIH aNrOpuTM, B KOTOpPOM (opMHpOBaHHE UTOrOBOIO  Kajpa
BBITIOJIHAETCS TOJBKO TIOCJIE 3aBEPIIECHUS BBIUMUCICHUM Ha JONOJIHUTEIBHOM
rpaduyecKoM Mpoleccope U CUHXPOHU3AMK JaHHBIX Mexkay GPU.

2. ACUHXpOHHBIH anroput™, jomyckatomuii One-frame latency, B koTopom
OTCYTCTBYET OKHMJAaHHE OKOHYAHMSI pPAcyeToOB Ha JOIMOJHUTEIbHOM KapTe, U B
cllyyae 3aJIepKKH MPU PEHJIEPUHTE TEKYIIETo KajJpa MOTYT OBITh HMCHOJIb30BAHBI
JTaHHBIE 7151 motion blur ¢ mpenpIayIero kaapa.

IlepBbIif moaxon obecneunBaeT MaKCUMaIbHYIO BU3YaIbHYIO KOPPEKTHOCTD 3 dekra,

HO YyBCTBUTEJIEH K 3aJepKKaMm rnepenauu JaHHbix mMexay GPU. Bropoi moaxon sBisieTcs
0oJiee yCTOMUMBBIM K 3ajiepKKaM M IEMOHCTPUPYET OOJIBLIYI0 YHUBEPCAILHOCTD B YCIOBHSX
OTpaHUYEHHBIX PECYPCOB, IPU 3TOM COXPaHss MPUEMIIEMOE KaueCTBO BU3yaJIU3allUU.



BoiBoabI
[TpoBenen ananu3 cymecTBYIOMHUX Mo1x0a0B K Multi-GPU peniepuHry, BbISBIEHBI MX
HEJIOCTaTKH M BBIOpPaH ONTUMAaJIbHBIA. Pa3paboTaHbl W peannu3oBaHbl HECKOJIBKO BEPCHA
anroputMa Motion Blur, agantupoBannoro k Multi-GPU cucreme. [IpennosxeHHbIEC TOAXO/IbI
ONTHUMU3UPYIOT PEHICPUHT 3a CUET pACIPEACIICHUS HATPY3KU MEXKy BUICOKApTaMU.
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