ApXxuTteKktypa rpacpuueckux npoueccopoB u GPGPU

ANropuTMbl MalLMHHOW rpaduku (MOTOKOBLIE,BbIMUCIUTENbHbIE, NapannenbHble):

* npeobpasoBaHne CUCTEM KOOPANHAT;

* yaaneHue HeBUAUMbIX MOBEPXHOCTEN;

* oTceYeHne HEeBUANMbIX obracTe;

* OTpucoBKa 6a30BbIX rpadnMyecknx NPUMUTUBOB (TOYEK, MPAMbBIX, MOMaHbIX U T.M.);
* 3anuBKa / LUTPUXOBKA (pacTpoBas pas3BepTka CrnoLUHbIX obnacTtei);

[padonuecknin KoHBeNep

Visibility /

Blend »  Display »  Screen

Transform Clip » Rasterize » Shade »

Transform — 3agaHne NonoXXeHus1 KaXxaon BEPLUNHBI B CLIEHE;

Clip — oTcedeHue cpbITbiX obnacten, B T.4. 3a npegenamu obnactu
BUOUMOCTU;

Rasterize — nepexo OT BEKTOPHOro nNpenctaBneHns K NMKCenbHOMY;
Shade — BbluUCIEHNE LBETa KaXXaoro nUKcens:;

Visibility/Blend - paccyeT HanoXeHun M uBeTa ONd npo3padHblX
OObEKTOB.

Display — okoH4aTenbHoe dopMnupoBaHme N300paKeHNs B NaMATH.,



"pacdhnuecknn koHBeuep (Npumep)
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Vertices Primitives — |
(pointsin space) (e.g., triangles, points, lines) Fragments Pixels (in an image)

https://www.scratchapixel.com


https://www.scratchapixel.com/

LLenpepbl

Lleingpep — 3TO nporpamma, KoTtopas
3arpy)aeTcs B yCKOpUTENb, N KOHQIUIypupyeT
ero y3anbl Ana o06paboTKM COOTBETCTBYIOLLINX
anemeHToB. Lleingep NO3BOMSAET  CHATb
orpaHunyeHune Ha  cnocob6 06paboTKn
adohekTOoB.

* BEPLUNHHBIE;
* FEeOMETPUYECKNE;
* MUKCENbHbIE NN PParMeHTHbIE.

CPU

Main
game
loop

00
00
00

Abstraction APIs: OpenGL, SDL

Operating system kernel

GPU

Primitive
assembly

Rasterization

Fragment
Vertex
Geometry

Vertex
assembly

Esselation Rendering
shader operation

T

Exture

System memory

Video memory

Shader Forge ato
BM3yaslbHbIA pefakTop
weaepos ansa Unity.

Teccenauma wucnosb3yetca ANa yBe/nyeHus FGOMGTpI/I‘-IECKOVI CJTOXHOCTHU MO,CI,eerVI,
Korga mn3 HN3KOMO/IMTOHA/TbHOW nosiydyaeTcs 6osiee cnoxHas.




Z-6ycpepusayus

Z-06ypepnsaumsi —B KOMMNbIOTEPHOM TPEXMEPHON rpadomke cnocob yyéta yaasiEHHOCTU
anemMeHTa n3obpaxeHus.

Mpn peleHnn 3agayun 3aropaxmsaHna metogom Z-oydepa
NpyY BbIBOAE TeKyWero nonuroHa dqopmMupyeTca ero
pacTpoBoe NpeAcTaB/eHne Ha KapTUHHOM N0CKOCTU U NS
Ka)Koro nukcens KapTUHHOW NIOCKOCTU, KPOME LBETa,
XPaHUTCHA paccTosiHMEe MpPOoeunpyemMoin B 3TOT MUKCENb
TOYKM, BblUNCSEMOE BAO/b HANpaB/eHUs NPoeLnpoBaHnS.
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Z-Buffer (Depth Buffer)

1
\

\
1

STO paccTosiHue XPaHUTCs B ABYMEPHOM Maccuse ry6uH
ZB, pa3mepbl KOTOPOro COBNaAaeT B pasMepamy KapTUHHOW
M/I0CKOCTMW.
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Pasnuuua B apxutektypax GPU un CPU

CPU

Anpa CPU npoeKktupyloTca ANna  BbINO/HEHUSA
O4HOro MoToKa nocriefoBaTesibHbIX UHCTPYKLUUIA C
MaKCUMaslbHOM MPOn3BOANTENTbHOCTBIO

B CPU pocTtyn K naMmAaTy 3aBUCUT OT NOCTYMUBLLUMX
KOMaH4, M 4acTo MpPoUCXoAuMT MO CyyarHbIM
agpecam. Tpebyetca ucnonb3oBaTbh K3W-NamATb
A1 YCOKPEeHNsa foctyna K namaTul.

JlocTyn K namAtn Mnoxo pacnapasienvBaercs,
[laHHblE COCPeaoTOoYEHbl B CErMeHTax U Bblbopka
OCYyLLEeCTBNAETCA B  HebONbLUOEe  KOMMYECTBO
mMoaynen namatu (Mo kKpanHen mepe, ANA OAHOWN
3agaun.)

B yHMBepcasibHbIX MpoLeccopax 60/bLUy YacTb
nAowaamn Kpuctansia 3aHUMarT pas/inyHble 6/10KN

KOHBeWepa: pAaekoaepbl, 6ydepbl, ROB, KaL-
namaATb 1 np.

CPU xopowo cnpaBnserca C 3aBUCUMbIMU
AaHHbIMN.

GPU

GPU npegHa3HayeH Ans BbINO/HEHUS 60/1bLIOro
KonmdecTBa napasinesibHblX MOTOKOB KOMaHL,.

B GPU pgoctyn K namATM nNpeumyLlecTBeHHO
nocnenoBaTesbHbIi (nnkcenn n TeKcesbl
yntTalTcA U NUWYTCA  MNocnefoBaTesibHO).
BornbLion k3w He TpebyeTcA.

JlocTyn K nmamsTu fierko pacnapasnnenvMBaeTcs U

NPOMyckHasi COMOCOOHOCTb KaHa/IoB  MaMsTy
BeNuKa.

AnnapatHaa 4acte GPU ontnmmnsmpoBaHa nop

BbIMOJSIHEHNE HebGoMbWMX U MNporpamMm
(wengepos).
GPU npegHasHavyeH ansa BbIYNC/IEHUN

He3aBUCUMbIX AaHHbIX (NuKcenei, TekcTyp). MNpwu
Ha/IM4YMN  3aBUCMMOCTEN CKOPOCTb BbIUYNC/IEHWNIA
CYLLECTBEHHO NafaerT.



MepBbIN gUCKpPEeTHbIN rpaduueckun conpoueccop Intel 82786

[pachmnuecknin npoueccop (GP) nu
ancnnenHoin  npoueccop  (DP)
ObIIN He3aBUCUMbIMU
npoueccopamn B 82786. LLUMHHBIN
NHTepdgoencHbin  6nok  (BIU) ¢
KoHTponnepom DRAM [/ VRAM

obpabarbiBas1  3anpoCbl  LUWHbI
Mexay rpagouyeckmm
npoueccopom, Npoueccopom

auennea 1 BHewHum UM mnnam
LLINHOM.

wel7eE

CELAFUCE DESFLAY
PROCTS SO PROCCSSON
SYSTEM ADORESS BUS
BUS WTTRFACT DAL AVRAM
UMY (B0 CONTROLLER
SYSTIM
M CMORY o
CRAPHICS
SYTEM CATA BUS WEMORY

[padnuyeckunii NpoLeccop BbIMOMHAN KOMaHAbl, pa3MelleHHble B CUCTEMHOI Namsitu u
chopMupyeT n306paxeHnss B GUTOBLIX KapTax BuaeonamsaTy Ans AUCNAenHoro npoueccopa
BO B3aMMO/IENCTBUN C KOHTPOJ/I/IEPOM BUAEONAMATU U MHTEPENCHBLIM YCTPOWCTBOM LUWHBI.

AncnnenHsin npoueccop npeobpasyer

GUTOBbIE KapThbl, co3faBaemMble
rpapuyecknm npoueccopom B
pacTpoBble mnocsiegoBartelbHoOCTN  And
BUAEOKOHTPOSIbHOIO YCTPOWNCTBA,
KOTOpoe OTobpaxaeT uxX B Buae
OTAENbHbIX OKOH Ha 3KpaHe

rpapuyeckoro MoHuTOpA.



CoBpeMeHHble rpaduueckue npoueccopbl GPU
Nvidia GForce6 (NV40), 2004

STanbl 06paboTKu: Host / FW / VTF |
1
* 3arpyska B uun yckopuTens =L ' Ao e e
BEPLUVH M3 NaMsATK akceneparopa | ‘ | | |' | 8 ‘ B |
« O6paboTka B BEPLUMHHBIX VertexShading el SO o e
npoLeccopax. Cull / Clip / Setup
 YcTaHOBKa TPeyrosibHUKOB, ¥
OTCeYeHne HeBUANMbIX ~[FET 0 Rasterization
MOBEPXHOCTEN. i — i }
* TpeyronbHUKN pacTepmsayroTcs u Texture and | |
Pixel Shading
NPOV3BOANTCS OTCEUYEHME _ , _ ,
HEBUANMbIX YacTeli ¢ i s O O e L
ncrnonb3oBaHne Z-bydepa
(Hidden Surface Removal, HSR). : ; '
« dopMMpYIOTCA KBabl 2X2 2. ¥
PMVPY an m:':::': Fragment Crossbar |
NMUKCeNs, Nnoasiexallye 3akpacke.

Ha kBaabl Hak1aablBatOTCA L N T T T :? R TR S, enL
TEKCTYPHbIE (DPaAMEHTbI U a0 OO OB OB CR CE O O 8 OF OE O FE R E
NPON3BOANTCA NHTEPNOALNS. =) =n) = =) | o) =) =) =) wn) () o) =) =) .-l .-

3akpacka doparmeHToB. t
Mpoun3soanTca G1eHONHT Memory
(CMeIJ.I,eHVIe) Partition
3Ha4yeHus KBagoB 3anncbiBatoTCA

B Oydhep kagpa

BblBOA N300paXXeHNS Ha 3KpaH.




CoBpeMeHHble rpaduueckue npoueccopbl GPU

Nvidia GForce6
BepLunHHbIE npoueccopb!

’“P”;:;“e“ Bnaroaaps pacLLUMpPEeHmto

ONHAMWYECKOro BbINOMHEHUA (6osibLle

[ VPE | BapuvaHTOB MO LMKNAM/BETB/EHUSIM W

g HOBble (YHKLMM NOANPOrpaMm), MOXHO

MIMD Architectu .
J | J W YRS LSRN co3faBaTtb Gonee 3pheKTUBHBIN KOA U
& Duallssue peasim3oBbiBaTb HOBblE BO3MOXHOCTU
| 1?"“! FP32 FP32 - Penalty free branching Ans athhekTos.
Felch Unit Unit « Shader Model 3.0
, , | * MonHasl noAdepXka  BepLUMHHbIX
l | ' VTE nporpamm 3.0;
i « VPE threads hide « 216 (65,535) A/IMHHBLIX BEPLUNHHbIX
| Uill latency Nporpamm;

— MNon-stalling

L2 Texture Primitive & Up to 4 textures * BeplMHHaaA o06paboTka C YYETOM

e """J".'“”’ @ Wip-maps, no filtering TEKCTYpbl - KapThl  CMeLieHNs

(displacement mapping);
Viewpart Processing ‘ .

*  AUHAMUYECKUIA KOHTPO/b

l BbinosiHeHuA (flow control) - unkbl 1

BETB/IEHUS, BbI30OB NOAMNPOrpamMm 1

To Setup s03BpaT; Anporp

« Geometry Instancing (vertex stream
divider).



CoBpeMeHHble rpaduueckue npoueccopbl GPU

Texture Filter

Bi / Tri / Aniso

1 texture @ full speed

#-tap fiter @ fubl speed

16:1 Aniso w/ Trilkinear (128-tap)

¢ O C

FP16 Texture Filtaring

LZ Texture

SIMD Architecture |
Dual Issue /| Co-lssue

FP32 Computation
Shader Model 3.0

Texture
Data

L1 Texture

Cache

Nvidia GForce6

[MnKcenbHble KOHBEEPHI

Input Fragment

Data
v
Shader Unit 1
. " ;P::‘, A 4 FP Ops [ pixel
Unit 1 Dual/Co-lssue
Texture Address Cale
CE— Free fp15 normalize
¥ + mind ALU
;:3:' Shader Unit 2
Unit 2 4 FP Ops / pirel
DualiCo-lssue
B | S — + mini ALU
' X
Branch = |
Processor
|
v
Fog
ALU
¥
Output

Shaded Fragments

Kaxaplii n3 16 NUKCENbHbIX
KOHBEWepoB wuMeeT [ABa 6noka
MUKCENbHbIX nporpamm
(cynepckansipHbii gu3aiiH) M OOuH
TEKCTYPHbIN npoueccop c
nnasaroLLeit 3ansiTon.

NV40 Takke OCHaléH 4YeTblpbMA
Kawamun TekcTyp L1, kaxabii u3

KOTOPbIX  OBCMYXWBAET  YeTblpe
KOHBelepa.
Pasrpy3nTb  UHTepdeiic  namsatu

NoMoraeT U MacCUBHbIN K3l L2.

Apxutektypa 6/10KOB MUKCENbHbIX
nporpaMmm-Lwengepos nveet
HacToAwmMn  au3aiH SIMD  (ogHa
NHCTPYKLUMS - MHOTO [JaHHbIX).

Ecnn nepBbiit 610K  NUKCESbHbIX
nporpaMM Ha KaxAoM KOHBeliepe
MOXeT BbINO/THATb Kak
apugmeTmyeckme onepauumn, Tak U
YTEHWE TEKCTYp W Hopmasim3aumio,
TO BTOPOW O/I0K OrpaHuMyeH TOJSIbKO
apudMeTnKo.

Ecnu 610K He 3aHMMaeTcs
TEKCTYpPUPOBaHMEM, TO OH MOXET
BbINOMHATL (B AaHHbIA  NPOXOA)
nuKkcenbHoe 3aTeHeHne. bnok 2
BCcerga [AOCTyneH ANs MUKCeNbHOro
3aTeHeHus.



CoBpeMeHHble rpaduueckune npoueccopbl GPU

Input Shaded
Fragment Data

Purel X Bar Htesconmect

Frame Bufior
Partition

Memory

Nvidia GForce6

[MnkcenbHble KoHBeepbl ROP (pacTpoBble onepaumn)

o
f:"

i

CO0O0OC

CpenEXR Floating point blending
Rotated Grid AA

Double-speed Z

Lossless Color & Z Compression
Multiple Render Targets

Single Texure Fill
Pixels Per Clock

10 1

1297
e |

i s

339
F 1

MVaD NWIS

Moacuctema ROP KapTbl
GeForce 6800 nMmeet
criefywoline xapakTepucTuKkun:

16 nukcenen 3a TakT, UBET U Z;

32 nukcenen 3a TakKT, TONbKO Z;

64-bit FP  Frame  Buffer
Blending;
uBetoBoe un Z-cxatne 6e3

noTepb,

KaueCTBEHHOE CrNnaxXmBaHue -
nosopot ceTkn (Rotated Grid);

nonHas nopgaepxka MRT,

YCKOPEHHbIA PEHAEPUHI TEHEN.



CoBpeMeHHble rpaduueckme npoueccopbl GPGPU
NVidia G80

Uunn cocTonT 13 8 yHMBEpPCasibHbIX BbIUNCIUTENbHbIX 6/10KOB (LienaepHbix npoueccopos) no 4 TMU n 16 ALU B
Kaxxgom. Bcero, takum obpasom, umeetcsa 128 ALU (HasbiBatOTCA MOTOKOBbIMWU npoueccopamn (SM, Stream
Processors) n 32 TMU. Bce BeTBneHus, nepexogbl, yC/I0BUA U T.4. NPUMEHSIOTCH LUESIMKOM K OAHOMY ONOKY 1
Takum 06pa3oM /1orMyHee BCEro, ero U HasbiBaTb LWenaepHbIM NPOoLEeCcCOpoM, MycKail U OYEHb LUMPOKKM.

Kakablii Takoii NpoLeccop CHabXeH COGCTBEHHbLIM K3LLEM NEepPBOro YPOBHS, B KOTOPOM TEMepb XPAHATCS He TO/IbKO TEKCTYPbI, HO U Apyrue
[laHHbIe, KOTOPbIE MOTYT 6bITh 3AMPOLLIEHbI LLE’AePHbLIM NPOLECCOPOM.

Kpome ynpasnstowero 6710ka n 8 BblUNCNTENbHBIX LEeAepHbIX MPOLECCOPOB B HaNnymmn 6 6:10koB ROP, NCNOMHALWMX onpeaeneHne
BMAMMOCTH, 3anunck B Bydhep kagpa n MSAA (cuHune, paaom ¢ 6nokamu Kawwa L2) crpynnupoBaHHble C KOHTPO/I/IepaMmn namaTn, oyepensamm

3arnmcum n Kaem BTOpPOoro ypoBHA.

Host

Input Assembler Setup / Rstr | ZCull

Vix Thread Issue Geom Thread Issue Pixel Thread Issue

000
_|mm|oo0o

EECICCE
~ (EmCICCC

Thresd Proces sor




O6o06LueHHasa cxema GPGPU

OTnnunTEenbHbIMU OCOOEHHOCTAMU rno
cpasHeHuto ¢ LI asnatoTca:

* apxXuTeKTypa, MaKCUMasibHO
Hale/fleHHass Ha YyBeJ/IMYeHue CKOpPOCTM
pacuéta TEKCTYp 7 C/TOXHbIX

rpapuyecknx 06GbLEKTOB;
* OrpaHnyeHHbI Habop KOMaHA,.

Bbicokas BbluncnntenbHaa mowHoctb GPU

006bACHAETCH OCOBGEHHOCTAMMU
apXUTEKTYpBI. CoBpeMeHHble CPU
coAepXatr HecCKO/IbKO fAfep, Torga Kak
rpadpuyeckunin - npoueccop  M3HayaslbHO

co3faBasiCsl Kak MHOronoTovHasa CTPyKTypa
C MHOXecTBOM saep. PasHuua B
apxutekType 006ycnoBnvBaeT U pasHuuy B
npuHUunax pabéoTtbl. Ecnn  apxutektypa
CPU npepgnonaraetr nocnenoBatesibHYHo
06paboTky  uMHdopmaumn, TO0  GPU
NCTOPUYECKN npefHasHa4vascs ans
06paboTKK KOMMNbIOTEPHOWA rpadovikm,
NoaToMy  paccumTaH Ha  MacCCUBHO
napasiienibHble BblUNC/IEHNA.

Kaxgasa 3 3Tux OBYX apXUTEKTyp UMeeT
cson goctomHctBa. CPU nyywe paboTaet ¢
nocsiegoBatesibHbIMX - 3aa4yaMu. Mpwn
60/1bLLOM 006BLEME obpabaTbiBaeMOi
NHpoOpMaLMN  OYeBMOHOE MPEeNMYyLLEeCTBO
nveetr GPU. YcnosBme TONMbKO O0AHO — B
3anave NO/MHKEH HabnaarbCca
napasniesimsm.

BIF

Bus Interface

(ISA, VLB, PCI, AGP, PCle)

GMC

Graphics Memory Controller

(VRAM, WRAM, MDRAM, DDR, GDDR, HBM)

PMU

Power Management
Unit

VPU

Video Processing Unit

(de/compression of
MPEG2, Theora, VP8,
H.264, H.265, VP9, VC-1,
Daala)

AN

Compression unit

S

VGABIOS

(initialization)

AdApArg

DIF

Display Interface

Display controllers
RAMDACs
HDMI audio
DP audio
Video underlay
(VGA, DVI, HDMI,
DisplayPort,
S-Video,
Composite video,
Component video)
PHY:
(LvDS, TMDS)
EDID

A

¥

GCA

Graphics and Compute Array

(a.k.a. 3D engine)
Pixel shaders & Vertex shaders or Unified shaders aka
Stream processors aka CUDA cores,
TMUs (Texture Mapping Units),
ROPs (Render Output Units),
L2 cache,
Geometry processors,




CoBpeMeHHble rpaduueckune npoueccopbl GPU
NVidia GeForce GTX 600

TexHosorvs NPon3BoOACTBa 28 HM;

3.54 munnnappoB TPaH3UCTOPOB;

Mnowapb aapa 294 mm?,

YHudpmuympoBaHHaa apxmtektypa ¢ MacCMBOM MPOLECcCopoB ANs
NMOTOKOBON 06pabOTKM pas/iMyHbiX BWAOB [OaHHbLIX: BEPLUUH,
nukcenen n gp.;

AnnapaTtHas nogaepxka DirectX 11 API, B TOM uncrie weigepHom
mogenn Shader Model 5.0, reoMeTpuyecknx U BbIYUCUTENbHbIX
Lergepos, a Takke Teccensymm,;

256-6UTHaA WNHA NamMsTh, YeTblpe He3aBUCUMbIX KOHTposiepa
LUMPUHOW No 64 6uTa Kaxaplin, ¢ nogaepxkoi GDDR5 namsTu;
Ba3soBas yacTtoTa aapa 1006 MI'u,

CpepnHss Typ6o-yactoTa agpa 1058 MIy;

8 MNOTOKOBLIX  MY/MbLTUMPOLECCOPOB,  BKAw4awwmx 1536
ckansapHbix ALU pgna  pacyétoB C nnasBarowlen  3ansrtoi
(noggepxka BbIMUCAEHWA B LenovncrieHHom chopmarte, C
nnasawulenn 3ansatoir, ¢ FP32 n FP64 TOYHOCTbIO B pamMKax
ctaHpapta IEEE 754-2008);

128 6/10KOB TEKCTYPHON agpecaunn n dnnstpaymm ¢ NnoanepKKoin
FP16 wn FP32 KOMMNOHEHT B TeKCTypax W NOoAAepPXKOW
TPWIMHENHOW W @aHM30TPONHON  ounbTpaummM 08 BCeX
TEKCTYpPHbIX dOpMaToB;

4 wmpokmx 6noka ROP (32 nukcens) ¢ noaaepXkom pexumoB
aHTHanMacuHra o 32 BblIOOPOK Ha MUKCesb, B TOM 4ucie npu
FP16 wnn FP32 chopmate 6ychepa Kagpa. Kaxaplin 6510k cocTonTt
n3 Maccmba KoHdurypupyembix ALU 1 oTBevaeT 3a reHepauuio u
cpaBHeHue Z, MSAA, 6neHauHr;

WHTerpuposaHHasa nogaepxka RAMDAC, asyx noptos Dual Link
DVI, a takke HDMI u DisplayPort.

MHTerpupoBaHHasa noggepxka YeTblpEX MOHUTOPOB, BK/IOYas ABa
nopta Dual Link DVI, a Takke HDMI 1.4a n DisplayPort 1.2
Moppepxka WwuHbl PCl Express 3.0

Memory Controller

Memory Controller

PCI Express 3.0 Host Interface

GPC

Raster Engine
4 e

SMX SMX
Polymorph Engine 2.0 Polymorph Engine 2.0

GPC

Raster Engine
8 = B
SMX SMX
Polymorph Engine 2.0 Polymorph Engine 2.0

Polymorph Engine 2.0 Polymorph Engine 2.0

Polymorph Engine 2.0 Polymorph Engine 2.0
X

SMX SM;

ﬁlﬁasler Engine

i
GPC

SMX SMx

ﬁlﬁswr Engine

5
GPC

Jajjonuon Kiowap

J9|jonuon Alowapy




CoBpeMeHHble rpaduueckue npoueccopbl GPU
NVidia GeForce GTX 600

MynbTunpoueccopbl — 3TO0 OCHOBHasA cocTtaBHadA 4vactb GPU komnaHum
PalyMorph Engine 2.0

| Tessatator NVIDIA. Mo cpaBHeHuO ¢ npegplgywmmmn SM, HoBble SMX ob6ecrnednBatoT
Anbute Sotp | | 60n1ee  BbICOKYD MPOU3BOAUTE/IbHOCTb, YTO BWOHO MO  KOJIMYECTBY
PYHKUMOHa/TbHBIX YCTPOWCTB B cocTtaBe SMX, HO npyv 3TOM NOTpebnstoT
Wi Sest| A SCheduet [IWa SoRedne Warp Scheduler 3HaUUTE/NIbHO MeHbLLEe 3Heprun. A YMeHbLLEeHHoe KOJIMYeCTBO
e e e s il My/IbTUNpoueccopoB Ha GPU (8 B otnmume ot 16 B GF100/GF110) 6bin10

Register File (85,536 x 32-bil) NPOANKTOBAHO YCTaHOB/IEHHLIMW paMKamu Mo njowaan agpa.

4+ 4+ 4+ 4 4+ 4+ 4 3 4+ 4 4 4

B B S A | ! Bonblasa yacTb KnoyeBblx 6n10koB GPU BKoyeHa B coctaB SMX: MOTOKOBble
[oi®) [Som| ors| Eame| o= SFU o) [Goms Gors [Cors) Gors npoueccopsbl (CUDA Cores) BbINOSHAKT BCe Maremarnyeckue onepauun Hag,
[ (O O [EO o ru (NN BN M | ' NMUKCENsAMN, BeEPLUMHAMWU W 3aHUMAKTCA HerpadIuuyecknmun BblYMCNEHUAMMU,
' ' ' ' TeKCTypHble mMoaynim (TMU) dounbTpyrloT TEKCTYPHbIE [aHHble, 3arpyarkT W’
3anucbiBaloT UX K3/B Buaeonamsitb, 6/10kM cneymanbHbIX QYHKUUA (Special
Function Units, SFU) BbINOMHAKT CNOXHble onepauun (BblYUCNEHNE CUHYCA,
SNl BN R o Brv B | _ | B KOCUHyCa, KBaApaTrHOro KOpPHA W T.M.) W WHTepnonauun rpagouyecknx
Cors| Bo0) B8R wor [sru [Eone| [EOR B BN BRI ESR o atpnoytoB. Hy a pgBmxok PolyMorph o6ecneunBaeT BbIGOPKY BeEpPLUVH,
3aHUMaeTcs TeccenAauvein, npeobpasoBaHMEM B 3KpaHHbIE KOOpPAMHATHI,
yCTaHOBKOM aTpmnbyToB 1N NOTOKOBbLIM BbIBOAOM (Stream output).

Core vsT SFU

Core VST SFU LOUET

Core SFU LOVET

Core ! SFU LOJET

core Mpoueccop COAEPXUT C/IOXKHYK annapaTHyl CcTaguio, ChayXxauyw aas
npefoTBpaLleHnss KOH(IMKTOB AocTyna K AaHHbiM. CneuvanbHasa Tabnuua
perncTtpoB (multi-port register scoreboard) oTcnexunsaer perucTpbl, AaHHblE B
KOTOPbIX eLlé He roToBbl, a 6/10K NpoBepku 3aBucumocTein (dependency check)
aHa/IM3MpyeT UX NCMNoNb30BaHne, NPoBepPsAa 3aBUCUMOCTN KOMaHL,

LOST | 5
LOVET
LOVET

Multi-port

Fermi ™ ) Post-decode
Queue ; ;s .
HW Dependency * { Dependency %

LusT

LVET

# Reorder >

Multi-port
Register
Scoreboard

Kepler
SW Pre-decode




CoBpemMeHHbIe rpaduueckume npoueccopbl GPU

AMD Radeon VI

MULTIMEDIA
ENGINE

GRAPHICS PIPELINE

(%]

DISPLAY ENGINE

0

COMPUTE ENGINE
COMPUTE ENGINE
COMPUTE ENGINE
COMPUTE ENGINE

z
0
{ns

NCU
NCU

%]
z
0 4
[

KonnyecTtBo yHuBepcasibHbIX npoueccopoB — 3840; KonnuecTtso
TEKCTYPHbIX 6/10Kk0B — 240; KonmyectBo 6/10K0B 6r1eHAnHra — 64;
AddekTnBHaa yactora namaTtu - 2000 Mru; Tun namatn — HBM2;
LUnHa namaTtn — 4096-6ut; O6bem namatn - 16 M'b; MNMponyckHas
CrnocobHocTb namATn - 1 TB/c; KonnyecTtBo TpaH3nucTopos — 13.2

MPA.

Hose o S
BEE

Texture Filter Unit m

Vector ALU
B3-bat / 2w35-bit

Scalar Unit

Eranch & Message Unit =—JJJ]

Scheduler

|
!W

E—

Texture Fetch
Loed/Store Unit

Vector Unit
SINED 46

Vector Registers

54 KB, 32460

Scalar Registers

2K

Local Data Share
S4KE



NMone3Hble CCbINKU

1) DX Current: HacTosilee annapaTHoro yckopeHnusi rpadpuku: https://www.ixbt.com/video2/dx-current.shtml

2) CopemeHHas TepmuHonorus 3D rpadinkm: https://www.ixbt.com/video2/terms2k5.shtml#dm


https://www.ixbt.com/video2/dx-current.shtml
https://www.ixbt.com/video2/terms2k5.shtml#dm
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