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BBenenue

B coBpeMeHHOIl KOMIBIOTEPHOH Trpaduke peaTuCTUYHOCTh CIIEHBI BO MHOTOM
orpezenseTcss kKauecTBOM TeHei. OpHuM u3 Hauboliee paclpOCTPaHEHHBIX METOJOB HX
MOCTPOCHUS SBJISICTCS MCIIOJIb30BaHUE KackamaHbIX TeHeBbIX KapT (Cascaded Shadow Maps,
CSM) [1-3], MO3BOJAIOIIMX IOBBICUTh JETANM3AIMI0 TEHEW BOMM3M HaOIOmarens wu
MacIITa0UpOBaTh TEHH Ha OONBIIUX TUCTAHIMSIX BUAMNMOCTU [3-5]. OmgHaKo MOCTpOCHHE
HECKOJIbKHUX KAacKaJIOB B Ka)KJIOM KaJpe TpeOyeT 3HaUUTEeIbHBIX BHIYUCIUTEIBHBIX PECYPCOB U
YBEJIIMYUBACT BpeMs KaJipa, 0COOEHHO B CIIEHAX C JUHAMHUYECKUMHU OOBEKTaMH W TUIOTHOMN
reometpuei [1-5]. B To ke BpeMsi COBpEMEHHbIE CUCTEMbl YaCTO OCHAIEHbI HECKOJIbKUMH
rpadpuueckuMHu yCTPOMCTBAMH, BKIIOYAss BCTPOCHHBIE U JHCKPETHBIE BHUCOKAPTHI, UTO
CO37aeT MPEANOCBUIKM IS  PACIpEACNICHUs]  BBIYMCIWUTEIBHONM  HArpy3Ku  MEXIy
ycrpoiictBamu [6-9]. Llenbio paboTHI SBISETCS MCCIIEIOBAHUE TMOPUIHOTO METOJa pacyeTa
KaCKaJHBIX TEHEeHW ¢  Hcooiab3oBaHWeM  Heckonbkux GPU  mud  HOBBIIEHUSA
MPOU3BOJIUTEILHOCTH PEHJAEPUHIa PEATbHOIO BpPEMEHH 0€3 CYIIECTBEHHOTO YXYAIIEHUS
BU3yaJIbHOTO KadyecTBa [8-10].

OcHoBHasl YacTh

[Ipemyiaraemelii  TOAXOX OCHOBaH Ha (DYHKIMOHAJIBHOM pasfefieHMH JTaroB
MOCTPOEHUSI M HCIONb30BAHUA TEHEH MexXIy TpaduuyecKUMHU MpPOLECCOpaMUu B PpEXHUME
explicit multi-adapter. BropuuHoe yCTpoiCTBO BBINOIHSAET NOCTPOCHUE KACKAIHBIX TEHEBBIX
KapT, a OCHOBHOE YCTpPOWCTBO TapajulebHO O00pabaThbiBaeT TEOMETPUIO Kajapa U
nocnenyromuii sran ocemenus [8-10]. Ilocne 3aBepuieHHs MOCTPOCHHUS OOHOBIICHHBIE
KacKaJIpl TIepeatoTcsl HA OCHOBHOE YCTPOMCTBO U HCTONB3YIOTCS MPHU PACUETE OCBEIIEHHOCTH
cuensl [8-10]. Takoif cmoco0 MO3BONSIET BBIMOJHATH YacTh BBIYUCICHUN MapauieIbHO U
CHIKAET Harpy3Ky Ha OCHOBHOM rpaduyeckuii mporeccop [6-10].

B otnmume oT cxembl, IpU KOTOPOM BCe KAaCKabl MEPECUUTHIBAIOTCS B KXKIOM KaJpe,
B paboTe paccMaTpuBaeTcs aJanTHBHOE OOHOBJIEHHE KackadoB. bamkHMI Kackaj
OOHOBJISIETCA KaXKABI Kajap, TaK Kak €ro BKJaJ B Ka4eCTBO HM300pa’keHHs] MaKCHMAaJEH.
Cpennue U JajgbHUE Kackabl OOHOBISIOTCA MO COOBITHIO (3aMETHOE U3MEHEHUE IMOJIOKEHUS
WIA OPUCHTALMU KaMepbl, I3MEHEHUE HaIlpaBJICHHUs CBETa) JIMOO ¢ MOHMKEHHOW YacTOTOM.
Takoli mMONXOA YMEHBIIAET YHCJIO MEPEeCcYeTOB M O0BEM MEKYCTPOWCTBEHHOTO OOMEHa,
COXpaHsisl IpHeMJIeMOe KaueCcTBO TeHell B 00IbIIMHCTBE ClieH [1-5].

AJNTOPUTM BKIIIOYAET CJIEAYIOIINE ATAlbI:
1. Onpenenenue napaMeTpoB KackaloB U I'PaHMI] UX JEHCTBUS B IPOCTPAHCTBE Kamepsl [ 1-5].
2. OteHKa ycloBUi 0OHOBIICHUS ISl KaXA0T0 Kackazaa [4-5].
3. IlocTpoeHnne BEIOpaHHBIX KackaJ0B HAa BTOPUYHOM IpaduueckoM ycrpoiictae [8-10].
4. Ilepenadya 0OHOBIIEHHBIX TEHEBBIX KapT HA OCHOBHOE yCTPOUCTBO [3-8].
5. Vcrionp30BaHKe MOMYYEHHBIX KapT MIPU OCBELIEHUHU CLIEHbI [4-5].
6. CO0Op METpUK NPOU3BOIUTEIHLHOCTH (BpEMsl TMOCTPOCHUS KAacKaJoB, BpeMs TEepeadu
JAaHHBIX, BpeMs kazapa) [7-10].

Jisa  oueHku H(PGEKTUBHOCTH MOAXOJAA MPENAINoyiaraeTcsl CpaBHEHHE pPEXHMOB
single-GPU u hybrid multi-GPU Ha TumoBBIX clieHax (3aKpbhITO€ MOMEIIEHUE, OTKPHITas



CIIeHA, ClLIEHa C IUIOTHOM pacTUTENbHOCTHIO) ¢ (ukcanueit FPS, Bpemenu kagpa 1 cToUMOCTH
MEXYCTPOMCTBEHHOT0 KonupoBaHus [7-10].
BriBoabI

[Ipemtoxker THOPUAHBIN METOJ pacueTa KacKaJHbIX TEHEW JJIsi CHCTEM C HECKOJIBKIMHA
BUJICOKapTaMH, OCHOBAHHBIM Ha pacHpe/eIeHUH 3TaloB MOCTPOSHUS U Uctonb3oBanus CSM
MEXIy TpaQHuuecKuMH yCTpOWCTBAaMH. BBeleHO ajanTHBHOE OOHOBIIEHHE KacKaloB,
MO3BOJIAIONIEE YMEHBIINTh OOBEM BBIUMCIEHUH M MEXYCTpOMCTBEHHOro oOMeHa 0e3
CYILIIECTBEHHOTO CHIKEHUS KauecTBa n3o0paxenus [1-5]. [Ipaktuueckas 3Ha4uuMOCTb pabOThI
3aKJIFOYAETCS B BO3MOXKHOCTH TMPUMEHEHHS METOAA B UTPOBBIX JBIKKAX, MHTEPAKTHUBHBIX
CUMYJIATOpaX ¥ CHCTeMax BH3yalu3amuu peanbHoro Bpemenu [6-10]. Ilomyuenubie
Pe3yABTaThl MOTYT OBITH MCIIOJIb30BaHbI KaK OCHOBA JJIsl NaTbHEHIIEro pa3BUTHS TUTUIOMHOU
paboThl, BKIIOUas WCCICIOBAaHUE KPUTEPUEB OOHOBJICHUS KAcCKaJOB M aBTOMAaTHYECKOTO
BbIOOpA pekrMa PabOTHI B 3aBUCUMOCTH OT MPOQUIIS HATPY3KH.
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