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IIocTanoBKa 3a1aum

Pazpaborars mporpaMmy BBIIOJTHSIONLYIO 3a/aHKe olpejie/iénnoe BapuanTom. [Iporpam-
Ma JTIOJIKHA 33/1efICTBOBATH BO3MOKHOCTH I'paduaeckoro mporeccopa mocpeacreom CUDA
API. Tak:ke, mprpamMma JOJIZKHA BBITOIHITHCS TapaJLIeIbHO, PACIPEIeIATh TaMATh U UC-
[I0JIb30BaTh BEKTOPHBIE onepalnn. [[porpaMma 1012KHA BBIIOJIHSITH IPOBEPKU Ha OIIHO-
KU, B 9aCTHOCTHU IPOBepATH Hangue armmaparhoii mojaep:kku CUDA. Takke mporpamma
zajeiictByer oubmoreky MS-MPI mjs1 BeIunc/ieHnst HECKOJIBKAX HE3aBUCHUMBIX OJIOKOB
MOJIEJIH.
Bapunant 1. TpaccupoBka jtydeit. OTpazkenust

Aaroputm

Ba1at0TCsa pa3Mepbl MMKCETBHOM CeTKM, OITpeIesIsieTcs MoJI0XKeHne HabJTioIaTe s, €0 OpH-
eHTallis B IPOCTPAHCTBE, IJIOCKOCTh IIPOCMOTPA, YIoJ1 0030pa. 3aTeM 3a/1al0TCI 00bEKThI
cuenbl (B JaHHOM ciaydae cdepsl). lajee B COOTBETCTBUM € CETKO M3 TOYKH MECTOHA-
XOZKJIEeHUA Ha6JHO,ZLaTe.HH HCITYCKalOTCd JIYIN ITPOXOAdIIne depe3 HEHTPbI ITHNKCEJIOB.

[Ipu poxoxK aeHnn JIyda 110 CIIeHe IIPOBEPAeTCs, He IPOXOIUT-IN OH depe3 KaKu-Iu00
eé 00beKThl. Ecan 1a, To B COOTBETCTBUM CO CBOHMCTBAMHU MaTepuasia 00beKTa IIPON3BO-
JIATCsT AaJIbHENIINe pacIeThbl BOSHUKAIONINX HOBBIX JIydeil

Peanuzamnus

['maBHBIM B JIAHHOM ITpOrpamMMe ABJISI€TCST TPACCUPOBIIKK JIydeil, I09TOMY €ro U paccMOT-
puM:

__device_  HitInfo intersect (Ray &ray,
unsigned char objectsSize , Sphere xignore)
{

HitInfo result = HitInfo (FLT MAX, NULL);
float dist;

for (unsigned char i = 0; i < objectsSize; i++)

{

if (objects+i != ignore)

dist = tex1Dfetch(i).hit(ray);
if (dist < result.hitTime && dist > 0)
{
result . hitTime = dist;
result . hitObject = objects+i;

}
}
}

if (result.hitObject != NULL)
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__device
Sphere xignore, Sphere scurrObj)

{

result . hitPoint = ray.getPos(result.hitTime);
result .normal = result.hitObject—>normal(result.hitPoint);

}

return result ;

Vector3D shade(Ray &ray, unsigned char objectsSize ,

__shared  Vector3D background, ambient;
Vector3D color;
Vector3dD reflect ;

Ray r;

background = Vector3D (0.8, 0.8, 1.0);
ambient = Vector3D (0.1, 0.2, 0.1);

HitInfo hitInfo = intersect(ray, objectsSize , ignore);
if (NULL = hitInfo.hitObject)

{ color = background;

}

else

{

r.start = hitInfo.hitPoint;

if (hitInfo.hitObject—>data.Krefl > 0 &&
currObj != hitInfo.hitObject)

{

r.dir = ray.dir — 2 % hitInfo.normal % Vector3D ::dotProduct(ray.dir
HitInfo hitInfo2 = intersect(r, objectsSize, hitInfo.hitObject);

if (NULL = hitInfo2.hitObject)

{
reflect = background;
}
else
{
reflect = hitInfo2.hitObject—>data.Kamb % ambient;
}

}

else reflect = Vector3D ();

color = hitInfo.hitObject—>data.Kamb % ambient +
hitInfo.hitObject —data. Krefl % reflect;



67 return color;

68 }

69

70 __global ~ void OnGPU(unsigned char objectsSize ,
71 Vector3D xeyeD, Vector3dD xvX, Vector3D x*vY,

72 float W, float H, float step, float3 xresult)

73 {

74 Vector3D eyePos = Vector3D (0, 0, 0);

75 Vector3dD eyeDir = xeyeD;

76 Vector3dD vx = xvX;

7 Vector3dD vy = xvY;

78

79 float x = -W + blockldx.y * step;

80 float y = —H + blockldx.x * step;

81

82 Ray ray;

83 ray.start = eyePos;

84 ray . dir = Vector3D (eyeDir + vx *x x + vy % y);
85 ray . dir .normalize ();

86 Vector3D color = shade(ray, objects, objectsSize , NULL, NULL);
87 }

OyuKIMs shade BBITOJHAET «3aKPacKy» MUKCEs, 110 KOTOPOMY IPOIIET JIyd, (DyHK-
nus intersect TPOU3BOAUT IIPOBEPKY HA CTOJKHOBEHHE JIyda ¢ OObEKTaMU CIIEHBI.

N3 menocraTKoOB MPEJIOKEHHOTO pPENeHns MOYKHO OTMETUTH PaJIMKAJIbHBIN CIIOCO0
yopaTh peKypcuio — KoJI (PYHKIUU 3aKpacKU JyOJTUPYeTcd BPYYHYIO B KOJIe OTParKeHUs
U BBITIOJIHSETCST TOJIBKO OJIUH Pa3.

CpaBuenne npounsBoaunteabioctTu GPU u CPU

Crkommmnposano ¢ nomorpbio Visual Studio SP1, B kordurypamuu Release (Win32).
Bepcuss CUDA Toolkit — 4.2. Bumeokapra — GT 520MX, 1meHTpabHBII MPOIECCOp —
Intel Pentium B940, 2 GHz (2 cores). IIpu pasmepax cerku 640 na 480 na CPU Bpemst
BointoiHeHUs coctaBmiio H0 muuincekynr. Ha GPU — nopsiaka 10 musiincekysi.

BriBoapl

Breimosinenne TpaccupoBKHU JIydeil Ha BHJIEOKapTe MMeeT OYeHb BaKHOe IpUMeHeHue —
OHO TO3BOJISIET JIOOUTHCS U300paYKEHUs TOPA3/I0 JIYUIIEro KAueCTBa, YeM IIPU OOBITHBIX
[IOJ/IXOJIAX, ¥ MPU TOM MPOU3BOIUTH UX C IpuemaeMbiM fps, B peasibrHOM Bpemenu. Jlaxe
IIPH «JIOOOBBIX» AJTOPUTMAX.
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