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BBenenue

OnHUM U3 IIaBHBIX KpUTEpUEB xopouiei 3D-rpaguku B COBpEMEHHBIX UTPaX SBISETCS
HaJIMuue OTPAXEHUH OKPYXKAIOIHUX OOBEKTOB Ha 3€pKAJIbHBIX IMOBEPXHOCTIX. OmHaKo
PEHAEPHUHT CLIEHBI C OTPAKEHUSAMH MOXKET CYLIECTBEHHO MOBIUATH Ha MPOU3BOIUTENBHOCTD B
YCIIOBHUSX MCTIOJB30BAHUS OJTHOTO I'pauyecKoro npoueccopa.

CoBpemennsle nonbp3oBarenbckue coopku 1K yacro coneprxkar kak nuckperusie GPU,
o0ecrneurBarole BHICOKYIO BBIYMCIUTENBHYI0 MOIIHOCTh, TaKk U HHTerpupoBanHeie GPU,
BCTPOEHHBIE B LIEHTPAJIbHBIN Mpolieccop u obecneunBaronue 6a3oBblii ypoBeHb rpaduxu. Bo
Bpemsi 3D-peHaepuHra BCsS BBIYMCIWTENbHAS Harpy3ka HIPUXOIAUTCS Ha JUCKPETHYIO
BHUJIEOKAPTY, B TO BpeMs Kak uHTerpupoBaHHbli GPU mpakthueckun HE MCHONB3YyeTCsA. IJTO
co3/laeT MpoOIeMy paclpeneieHus] BBIYMCIUTENbHON Harpy3ku MeXAYy AWCKPeTHBIM U
uaterpupoBanHbiM GPU nnst oGecriedeHusi BBICOKOM TPOU3BOJUTEIBLHOCTH pEHIEpa B
peasbHOM BPEMEHU.

PazButne coBpemennnix rpaduueckux API, Ttakux kak DirectX [1], mpemocTtaBuio
HOBBIE BO3MOXXHOCTH JUIs1 OTHOBPEMEHHOTO YIIPaBJICHMs HECKOJIBKUMU BUICOKapTaMu [2], 94To
OTKPBIBACT IEPCHEKTUBBI IOBBIIICHUS ITPOU3BOAUTEIBHOCTH PEHAEpA IYyTEM CHHXPOHHOMU
paboOTHl UHTETPUPOBAHHON U TUCKPETHOMN BUICOKAPT.

OcHoBHast YacTh

Ha ocHoBe anamm3a pazmuubbiXx mnoaxogoB Multi-GPU  B3aumopeicTBus st
peanuzanuu rpaguuecKoro NpuiloKeHUs B JaHHOM paboTre Obl1 BeIOpan meton Hybrid Multi-
GPU Rendering, ubsi OCHOBHasi Ujes 3aKIOYaeTCS B TOM, YTOOBI HCIIOJIB30BAaTh HECKOJIBKO
GPU, kax1plii U3 KOTOPBIX BBITIONHSET 3aJa4M, HarOoJiee MOAXOAAIIHIE I €r0 apXUTEKTYPBI
[3]. Takoit moaxo0/1 0COOEHHO aKTyaJeH B CUCTEMax C pa3iu4HbIMU 1o MomtHocTH GPU.

[IpoaHanu3upoBaB pa3UYHbIE AITOPUTMBI MOCTPOEHUS OTPaKEHHM, ObUI clenaH
BBIBOJI O TOM, YTO Hauboliee MOAXOAALIUM JUIsl JOMOJHUTENBbHON BUICOKAPTHI C MaJON
BBIYMCIUTEIBHON MOIIHOCTRIO siBIsieTcss Metox Screen Space Reflections, Tak kak
o0ecrneurBaeT OTpaXKeHHs JUHAMUYECKUX OOBEKTOB B PEalbHOM BPEMEHH, a TaK:K€ BBICOKYIO
MPOU3BOAUTEIILHOCTh OTPUCOBKHU [4, 5, 6].

boumn cipoextupoBanbl peHuaep-rpador kinaccuueckoro Single-GPU u rubpumgHoro
Multi-GPU noaxonoB. Ha ux ocHoBe OblIO pa3paboTaHo rpaduueckoe MNPUIOKEHUE s
penaepunra 3D-clieHbl ¢ OTpakeHUAMHU. Takke, ObLT MPOBEACH SKCIEPUMEHT CPaBHEHUS
MIPOU3BOAUTENIBHOCTHU JIBYX MOAXOJOB, PE3YJIbTAaThl KOTOPOTO MOKAa3aju, YTO MPHU JOCTAaTOUHON
Harpy3ke Ha JquckpeTHblii GPU ruOpuansiilt moaxon mpeBocxoaut kiaccuueckuit Single-GPU
PEHIEPHHT.

BriBoabI
[IpoBenenHoe wuccrnenoBaHue Mokazano, 4uro TuOpumHeii Multi-GPU mnonxon ¢
nepeHocoM BblunciaeHnd SSR Ha mHTerpupoBanHblii GPU mo3BossieT CHU3UTH HArpys3Ky Ha
OCHOBHYIO BUJCOKApTY M JOOUTHCS MIPUPOCTA MPOU3BOAUTEIBHOCTH.



Jluteparypa
Szczerbinski A. Multithreaded game engine architecture — Wroclaw, Poland: Wroctaw

University of Science and Technology, 2021. —c. 16.

Sjoholm J. Explicit Multi GPU Programming with DirectX 12 // Game Developers
Conference — 2016.

. bormanoB M. Paspaborka u anHanu3 anroputMoB MynbTU-GPU penaepunra c
UCIOJIb30BaHUEM JAucKkperHoro M uHTerpupoBaHHoro GPU. — Caunxr-IlerepOypr:
VYuusepcurer U'TMO, 2021.

. Beug A. Screen Space Reflection Techniques. — Regina, Canada: University of Regina,
2020.

. Roberts J. Screen Space Reflections (SSR) —2023.

. De Macedo D. V., Serpa Y. R., Rodrigues M. A. F. Fast and Realistic Reflections Using
Screen Space and GPU Ray Tracing — A Case Study on Rigid and Deformable Body
Simulations // Computers in Entertainment (CIE) — New York, USA: ACM, 2018. — Vol.
16, No.4,P. 1 - 18.



