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CPU vs GPU 22

CPU GPU
—1

Mamarb

MHOXXeCTBEHHbIN MOTOK KOMaHA, U OAQMHOYHbIVN NOTOK KOMaHA "
AaHHbIX (MIMD) MHOXeCTBO NOTOKOB AaHHbIX (SIMD)



GPU Ham B nomoLb B

e AHanm3 n obpabotka n3obpaxkeHumn
(paznuyuHoro poaa punbTpaLmm 306 parKeHWUH,
aNropuTMbl pacno3HaBaHNA 06pa3oB)

e OO6paboTKa 3ByKa 1 BUAEO
YHunBepcanbHble

BblYNCIEHUA
Ha rpapnueckom
npoueccope

® D,OI'IOJ'I HEeHHAA pPeaJZibHOCTb

® BblumcnntenbHaa matemaTumKa
e JlnHamMmMKa ra3oB n XnakKocrteun

e Kpuntorpadus

GPGPU

(General Purpose Computing

¢ reOI/IH(I)OpmaLI,I/IOHHbIe CNCTEMDI on Graphics Processing Units )

e KomnbloTepHOe 3peHune
N MHOroe gpyroe



MoobwunbHblie GPU

OcobeHHOCTU peanm3aunmn (orpaHnYeHms)
GPU MOOGUNbHbIX yCTPOUCTB

HeBbicOoKaA nponyckHas
CNOCOOHOCTb NaAMATU
mexay CPU n GPU

CHMXeHHble YacToTbl
A0ep N NMNaMATU

OrpaHnyeHHble BO3MOXHOCTH
SHepronoTpebneHns

1 OTBOAA TeMna,

XKenaHuve npouvsBoanTenen
MONYUNTb KOHKYPEHTHYIO
CTOUMOCTb

ApXVITEKTypH ble orpaHn4yeHnA
(oTcyTcTBME noaaepkku float TekcTyp,
GPU nocnegHux mogenen nogaepKmMBatot
16bit float TekcTypbl, OrpaHMYeHns Ha
KonnyectBo obpabaTbiBaembix Oypepos,
TEKCTYp 1 HEKTOpble Apyrue)

OTcyTCTBI/Ie NHCTPYMEHTapPWA

ona paspabotkn GPGPU q OpenGL ES 2.0



OpenGLES 2.0

[padurueckun nporpammunpyembivi KoHeenep OpenGL 2.0

Maccne BepuwuHHbI  [locTpoeHune

[NvKkcenbHbIn  TecTUpoOBaHue DOpenm
BepLnH Wwengep  TPeyrosibHNKOB

Pactepusauna == oiinep M CMeLuVBaHue 6ydep
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Yto nporpammunpyem?

BeplwnHHbIN Wengep NMuKcenbHbIN Wenaep
[paduryecknii npoueccop UnTaeT Kaxayio Bce nukcenu, nosiyuyeHHble B npouecce
BEPLUMHY N MPUMEHAET K Hell BepLUNHHbIN pacTepusaumnmn, NpPoxXoaaT yepes MUKCeNbHbIN
wengep. OCHOBHas 3ajaya 3TOro wengepa - wenaep. OCHOBHaA 3afjaya 3TOro werngepa — 310
NO3NLVNOHNPOBaHNE BEPLLUNHBI B HaKnafblBaHWNe TEKCTYP, pacyeT OCBeLEeHHOCTH
3D-npocTpaHcTBe 1 ApYrUX BU3yasbHbIX 3pPeKToB.
1000 BepwuH nHuynmpytot 1000 BbI3OBOB Tecktypa 256Xx256 nHnynmpyet 65536 BbI30BOB

BepPLWNHHOIO me|7|,qepa NMNKCeIbHOIo UJe|7|,u,epa



oenGL ES 2.0

Ha yem nporpammunpyem?

LLlenpgepHbin A3bIk OpenGL HocuT Ha3BaHMe GLSL (The OpenGL Shading Language).
GLSL ocHoBaH Ha Aa3bike ANSI C. bonblmnHcTBO Bo3moxkHocTen A3blka ANSI C coxpaHeHo,
K HUM f,00aBfeHbl BEKTOPHbIE 1 MaTPUYHbIE TUMbl JaHHbIX, YacTO NPUMEHSAOLLMECS

npu paboTe C TpexmepHoON rpadprkomn

[lepeMmeHHble BeplunHHbIN Wengep

Attribute
attribute vec4 inputPosition;

attribute vec2 inputTextureCoordinate;

Varying varying vec2 textureCoordinate;

void main()

{
gl_Position = position;
textureCoordinate = inputTextureCoordinate.xy;

}

[MnKcenbHbIN Wengep

varying vec2 textureCoordinate;
Uniform

]3'__'"1

uniform sampler2D Texture;

void main()

{

gl_FragColor = texture2D(Texture, textureCoordinate);

}




GPGPU Ha OpenGL ES 2.0 &=

[MpocTenwaa cxema npunoxxeHna GPGPU

CPU ' GPU ' CPU
Arrayll[] i KoHBenep :
Array[][] | OpenGL ES 2.0 .

Araylll | Gybep

1

ex
'

[MnKcenbHbIN Wengep b
e3ynbTar

Arrayl[][]

varying vec2 texCoord;

uniform sampler2D TexBlue;
uniform sampler2D TexGreen;
uniform sampler2D TexBrown;

void main()

{
vec4 blue = texture2D(TexBlue, texCoord);
vec4 green = texture2D(TexGreen, texCoord);
vec4 brown = texture2D(TexBrown. texCoord);

gl_FragColor = blue + green + brown;

}




GPGPU Ha OpenGL ES 2.0

HeKoTopble TeXHUKN, ncnosibyembie npu nporpammmposaHumn GPGPU

MpocTo n 6bicTpo

e Mb>nnuHr (Map operation)
® YrteHue ns namatu (Getter)
X = ali]
® YmeHbleHne notoka (Reducing)

S0o8 . oo
popa ™~ g ™~ 2
ooan

® |rpa B Ping-Pong (Playing Ping-Pong)

Tekctypa TekcTypa co®
Ping r Ping r
TekcTtypa Tekctypa
Pong Pong

He npocTo n He 6bicTpo

3anuncb B NaMATb Mo
NPOW3BOJIbHOMY afpecy
(Setter)

ali] =x
DunbTpayns
CopTupoBKa



MogenupoBaHe ANMHAMUKUN XKNOKOCTY Bc

PeweTtouyHbin metoa bonbumaHa (Lattice Boltzmann method)

npe)J,CTaBI/IM AKNOKOCTb, KakK OHOPOAHYIO 3BOJ'IIOLI,I/IFI pPeleTKn

NMPEAMOYTOJIbHYIO peLlUeTKY da3za nepeHoca

N

NN

¢ 9

MO,D,eJ'Ib D2Q9 (aByXmepHas, 9 CKOPOCTHbIX KAHANOB)




MopennpoBaHue ANHAMUKWN XKNOKOCTU

bnok-cxema anropntma

NHnumnpyem ncxopHbie
rmapoanHammuyeckme nepeMeHHble

PacunTtbiBaem NNOTHOCTb

yacTuy B KaXKJIOM CKOPOCTHOM KaHase
(paBHOBeCHOe pacrnpeneneHue)

fi eq( rh Oxy, ny)

R

R

TexHuka Ping-Pong (x2)

OcHoBHOWN UUKnN

BHelwHne Bo3pgencTena

Ux, Uy

uniform
nepemeHHble

X,y

®da3a cTONKHOBEHUIA

fi +=relaxCoef * (f"? f)

A

®dasa nepeHoca

Konunpyem B Haluy suenky
3HauyeHUNA COOTBETCTBYIOLNX
KaHanoB coceiHUX AYeeK

B




MogenupoBaHe ANMHAMUKUN XKNOKOCTY B

Bo3Bpauwjaemca B pasy

PaccuntbiBaem 06 HOBJIEHHbIe 3HaYeHnA BHeLHNX BO3AeNCTBUN
rmapoauHaMmmnyecknx napameTpos

rho= X fi
Ux =1/rho*(fs+f1+fs-f6-f3-f7);
Uy =1/rho*(f6+f2+ f5-f7-f4-fg);

Busyanunsauyns

3anncbiBaemM B KpacHbI KaHan _
ANNHY BEeKTOpa CKOPOCTU B AYennKe

gl_FragColor = vec4(length(Ux, Uy), 0, 0, 1);




PesynbraTtbl B

38 fps

7 fps

CPU GPU

Bepcus

Bepcus

iPad2, pewetka 256x256

MonyuyeHHble pe3ynbTaTbl NOKa3biBaloT
3HauynTenbHoe npenmyuwectso GPU
NPV BbIMOJIHEHUX XOPOLUO pacnapasnnesnnBaeMbiX BblUUCIEHUN



3aK4yeHue

D,ﬂﬂ HEeKOTOPbIX TUMOB PacyeToB - rpOMO3nKOCTb n Hep,py)KenIOGHOCTb,
e}J,MHCTBeHHbIﬁ cnoco6 NoNyuynTb CJIOKHOCTDb B OTJlaiKe N TeCTUPOBaHNNA
npunemnemyio npon3BoanTesibHOCTb

Ol'paHI/Il-IeHHbIe BO3MO>XHOCTU

JlerkoCTb NOPTUPOBAHUA Ha ppyrue
nnatpopmbl C NoaaepPKKoM
OpenGL ES 2.0

HecTtaHgapTHbI nogxoa B peannsauum
aNiropUTMOB pacyeToB

cneunann3npoBaHHbI ppenmMBOpPK
e n 05 OCYLeCTBEHNA NnapasnienbHbiX
BblUNCSIEHUN

Ceexune GPU yxe nmetot nogaepxky OpenCL Ha xapABapHOM YpOBHe

CnepyeT oXuaaTb NOABEHWA NOAAEPXKKN CTaHAAPTA
B onmkanwmx SDK mobunbHbix nnatdopm
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