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Beenenue

O06némHubIe aTMochepHble 3¢ (dekThl (TyMaH U 001aKa) - OTUH U3 KIIIOUEBBIX (PAKTOPOB
TOCTIKEHHSI BU3YaIbHOTO pealin3Ma B KOMIIBIOTEPHOM rpaduke peaJbHOro BpeMEHH, OHAKO
uX (PU3HUYECKU-KOPPEKTHOE MOJACIHPOBAHNE CBSI3aHO C CYIIECTBEHHBIMH BBIYHCIHTEIbHBIMA
3aTpataMu: TpedyeTcsl paccerBaHNe/TOTIONIEHUE CBETA BIOJb Jy4a, YUET OCBEIIEHUS U TeHEH,
a Takke IOAaBIEHHE UIYMOB M apTe(akToB INPH OrPaHUUYEHHOM COMIUIMpOBaHMU. B
MPAaKTUYECKAX PEATH3AMHUIX YacTO HCIIONB3YIOTCS YIPOIIEHHBIE AaHATUTHYECKHE MOIEIH
TyMaHa (HampuMmep, TyMaH, 3aBUCAIIMN OT PacCTOSHUS OT Kamephl 10 0ObEeKTa Ha CIIEHE) U
00BEMHBIE TIpe/ICTaBICHHs 00aKoB, B ToM uucie Ha ocHoBe signed distance field (SDF) u
BOKCEJICH.

Cospemennsbie rpadudeckue API (B wactHocTH, DirectX 12) moanepXxuBaroT peKUMbI
paboThl C HECKOIBKMMHU IpapUuecKUMHU afanTepaMyd U MEXaHU3Mbl OOMEHA TaHHBIMH MEXITY
HuMU [1]. AKTyanpbHOCTh WCCIICIOBAHHS 3aKIIOYaeTCI B HEOOXOIUMOCTH CO3JaHUS
JITOPUTMOB OTPUCOBKH OOBEMHBIX TyMaHa M 00J1akoB Ha cucteMax ¢ Heckonbkumu GPU, tak
KakK OOJIBIIMHCTBO MOAXO0J0B K aTMOC(EpHBIM 3(PPeKTaM NpOEKTUPYIOTCS KaK MPOX0] BHYTPHU
omHoro GPU, u3-3a 4ero BBIYMCIMTENBHBIN OIO/KET TyMmMaHa M OOJAaKOB KOHKYpUPYET C
PEHIIEPUHTOM CIIEHBI. AJITOPUTMBI, KOTOPBIE MacIITAOUPYIOTCS Ha CUCTEMBI C HECKOJIBKUMH
GPU, noBsIIaIOT MPOU3BOIUTENLHOCTh 0€3 3aMETHON Jerpajanuu kadecTBa. OrpaHUYeHUS
oOMeHa TaHHBIMH MEX]y aJanTepamMH JOMOJHUTEIHHO YCHIUBAIOT BAKHOCTH MUHHUMU3ALIUN
MexanganTepHoro Tpaduka [2].

OcHoBHast yacTh

B pabote mpemraraercs cxema pacmpenencHusi aTMOCHEPHBIX BBIYUCICHUNA MEXITY
HECKOJIBKUMM TpadUuecKUMH aJanTepaMH, IJl€ OCHOBHOW ajanTep BBINOJHSET Oa30BBIN
PEHIEPUHT reOMETPUH U OPMHUPOBAHUE HEOOXOTUMBIX Oy(PepoB, a TOTMOIHUTENBHBIN afantTep
Oepér Ha ceOs TEXHUKH BBIUMCIEHUH atMocdepHbIx >ddexroB. s peanuzanuu oOMeHa
JTAaHHBIMM HMCIOJIB3yIOTCs MexaHu3Mmbl Direct3D 12 multi-adapter u shared/cross-adapter
pecypesl [1, 3].

Jlnst oToOpaskeHus TyMaHa Obu1a BeiOpana Texanka Exponential Height Fog (EHF), mpu
KOTOPOH HCIOJIb3yeTCS aHAINTUYECKass MOJENIb BBICOTHOH IJIOTHOCTU it (POPMHPOBAHUS
TyMaHa, YCTOHYHMBOIO Ha OOJIBIIMX AMCTAHLIMAX M JEMIEBOTO 1O CTOUMOCTH B CPAaBHEHHUH C
MOJTHOLIEHHBIMH OOBEMHBIMH MOJIEIISIMH.

Hnst  oroOpakenuss oOmakoB Obutin  BbIOpaHbl SDF-renepatuBHble o0Onaka ¢
BBIUMCIICHUSIMM 1IBETA MHKCENs uepe3 ray marching. Ob6naka 3amatorcs npoueaypasiM SDF-
noJieM (BKJItOYast mapameTpbl GOPMBI/IPO3UH/CIIOER), @ BU3YAIN3ALUs BBIITOIHAETCS METOJIOM
ray marching ¢ aJJanTUBHBIM IIaroM IO OIIEHKE PACCTOSHUS JI0 TPAaHUIIBI 00BhEMA.

B pabote npoBoanTCs 3KCIEpUMEHTaIbHOE cpaBHEHHE peskuMoB single-GPU u multi-
GPU mna Habope cIEH C KOHTPOJHUPYEMOH CIIO0XKHOCTBIO aTrMoc(epbl: BapbUPYIOTCS
IJIOTHOCTH/BBICOTA TyMaHa, MOKPBITHE M MaciiTad 00JIakoB, YMCJIO marop ray marching u
paspelieHne >KpaHa, MpU ITOM YUUTHIBAIOTCS MOTEHLHUAIbHbIE MPOOJIEMBI COINIACOBAHUS
KaJ[pOB ¥ TUIABHOCTH BBIBOJIA, CBSI3aHHBIE C 3aJiep kkaMu agantepoB B multi-GPU cucremax [4].



BoiBOaBI

B pesynbprare paGotbl ObuIH pa3paboTaHbl aJTOPUTMBI OTOOpaXKeHHs] aTMOCHEPHBIX
3 EKTOB A CHCTEM C HECKOJIbKUMH TpadUYecKUMH aJanTepaMH, MOKa3aBIIUE MPHPOCT
MIPOM3BOAMTEILHOCTH Ha TecTax rpaduueckoil cuctembl. ChopMynupoBaHbl MPUHIUIIBI
pacripenenenust BoluuciaeHuid Mexay GPU ¢ akimeHTOM Ha CHMJKEHHE MeXaJalTepHOro
Tpaduka 1 aCHHXPOHHOE KOTIUPOBAHUE PECYPCOB, COINIACYeMOE C OCHOBHBIMH OI'PaHUYEHUSIMH
rpaduueckoro koHseiepa [5]. Peanuzanus Ha 6a3e BozmoxHoctell Direct3D 12 multi-adapter
u shared-pecypcoB MO3BOJS€T BBIHECTH CYLIECTBEHHYIO 4YacTh CTOMMOCTH OOBEMHBIX
5QQeKToB Ha BTOPUYHBIA ajanTep M MOBBICUTH MPOU3BOAUTEIBHOCTh MPU COXPAHEHUU
BHU3yaJIbHOTO KadecTna [1,3].
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