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B oannoti pabome npeonosicen memoo npeodpazoeanus mampuyvl Gopm-paxkmopos, no3eoasOWUL YCKOPUND BbIMUC-
JleHue 8MOPUYHO20 OCBeLeHUsI MemoOOM uznyiamenvHocmu. Paccmompena adanmayus smoeo memooa o5 epaguyeckux
npoyeccopos. B wacmnocmu, npednosceno ucnonvzoseanue DXT-mexcmyp 0ns Xpanenust Mampuysl popm-ghakmopos u ne-
peynopsaoouusarue cmonbyos u CMmpox Mampuysl 8 Yeusix yMeHbvuleHus nomeps npu cocamuu. IIpeonosicennvie onmumu-
3ayuu NO3601AI0M NOBBICUMb CKOPOCHb pabomul arzopumma uznyuamensrocmu 0o 10 pas u ymenvuwiums 00 3 pas obvem
sanumaemoti namamu GPU.
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We propose a novel approach to implement radiosity on GPU with specific optimizations via form-factor matrix
transformations. The proposed transformations enable to reduce the amount of computations for multiple-bounce global
illumination and apply DXT compression (with subsequent hardware decompression when reading formfactors on
GPU). Our implementation is 10 times faster running and requires 3 times less memory than the naive radiosity GPU

implementation.
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I'mobansHOe ocBemenne 3D-CiieH CKiIanpIBacTCs W3
MIEPBUYHOTO OCBEIICHUS — TOJYYEHHOTO M3 HCTOYHHKA
CBETa, U BTOPUYHOTO — MHOTOKPATHO OTPaKEHHOTO OT
MOBEPXHOCTEH crieHbl. HauOoMibIyt0 CIOXKHOCTh MPE-
CTaBIISICT BBIYMCICHUE BTOPHUYHOTO OCBEIICHUS, TaK Kak
Ppa3MepHOCTE HHTETPAaJIa OCBEIICHHOCTH YBEIMUUBACTCS C
KaKIBIM OTpaxkeHneM. [103ToMy B IPUIIOKEHHUSX PeaTbHO-
To BpeMeHI/I I/ICHOJ’[LByIOT pa3n1/1qm)le METOAbI l'IpI/I6J'II/I)KeH-
HOT'O BBIYMCIICHUS.

1. O630p CyLUeCTBYHOLMX METOAOB

1.1. Instant Radiosity

[1] siBnsieTcss OOHUM U3 CaMbIX MOMYJISIPHBIX METO-
noB Omaromapsi cBoeld mpoctote. s pacu€ra BTOpHY-
HOTO OCBEIICHHUS UCIIOIB3YIOTCS «BTOPHYHBICY» HCTOYHH-
KM CBETa, CO3/1aBaeMble MPU MOMOIIU TPACCHUPOBKHU Jy-
4eil U3 MEePBUYHBIX HCTOYHUKOB. BTOpHUYHOE OCBEIICHHE,
TaKAM 00pa3oM MOXKET PacCMaTpPHBAThCS KaK MEPBUYHOC
OT «BTOPWYHBIX» HCTOYHHKOB. PazButiem meroma Instant
Radiosity mst GPU siBnsiercst anroputm Reflective Shadow
Maps (RSM) [3]. Bmecto TpaccupoBku syueit B RSM s
CO3MIaHHsI BTOPUYHBIX MCTOYHHUKOB HCITONB3YIOTCS KapThI
TeHel (shadow maps). OCHOBHO#T HEZOCTATOK TAHHOTO Me-
TOJa — HU3KAsi TOYHOCTb.

1.2. Light Propagation Volumes

[2] co3maér BTOpUYHBIE MCTOYHUKH CBETa TaK IKe,
Kak 310 Jenaer Instance Radiosity, HO pacuér Bropu4HO-
TO OCBEILICHUS ITPOU3BOJUTCS IIPH MOMOIIU pacipoCTpaHe-

HUS CBeTa MO TpEXMEepHOH ceTke. OCHOBHOM HEIOCTaTOK
JTAHHOTO METOJa — BBICOKHMH PacXojl MaMsITH U HU3Kast 3¢-
(heKTHBHOCTH METO/IA MIPH pacyETe PacIpOCTPAHESHUsI CBeE-
Ta yepes3 MycThle IPOCTPAHCTRA.

1.3. Voxel Cone Tracing

[5] mpousBoauT cOOp OCBEIIEHUS ISl KXKOTO MUK-
celst IMyTEM TPAaCCUPOBKH HECKOJIBKMX KOHYCOB M3 3a/laH-
HOH TOYKH Ha IIOBEPXHOCTH, IMUTHPYSI MOHTE-KapJIo Tpac-
cupoBKy Jydedr o moiycdepe. VCT Tak xe kak u LPV
HCTIONBb3YET BOKCENBHYIO CETKY IUIS IIPEACTABICHUS YIIPO-
IEHHOM reOMETPHH, a CaMa TPACCHPOBKA KOHYCOB aHAJIO-
I'MYHA LIaraHuio 1o Jy4y (ray marching). Otiudue B TOM,
YTO C YBEJIMYEHUEM PACCTOSHHS BBIOOPKA MPOM3BOIUTCS
n3 6oree rpyObIX MUTI-ypOBHEH BOKCEITBHOM CETKH, 3@ CIET
YETo U MOTy4aeTCsi TEOMETPHUECKas allPOKCUMAIIHSI KOHY-
ca. He}IOCTaTKOM aJropuTMa sBJIACTCA BbICOKas BbIYUCIIN-
TENbHAs CII0XKHOCTH ¥ 3aBUCUMOCTB CKOPOCTH OT pa3peliie-
HUSL.

1.4. Spherical Harmonics

[8] ocHOBBIBaeTCs HA PA3IOKEHUH CIOKHBIX (DYHKIMNA
OCBEIIEHHOCTHU B CyMMYy 00JIee IPOCTBIX /ISl BBIYHCIICHHS
BeNMYHH. J[J11 HEKOTOPBIX TOUCK MOBEPXHOCTH (KaK IIPaBH-
JI0, BEPIINH) BBIYUCIAIOTCS KOAPQPEIIMSHTHI Pa3IoOKEHUS
ux QyHKIMIA ocBeeHus o 6a3ucy. OyHKINU OCBEIIEHHS
13 UCTOYHUKOB TAK)Ke PACKIIaAbIBalOTCs 1o 6asucy. B uro-
Te BBIYMCIICHUE OCBEUICHHS B TOUYKE C Pa3IOKEHHOH B Hel
(yHKLMEH OCBEIICHHOCTH CBOJMUTCS K CKAJISIPHOMY ITPOM3-
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BEICHUIO BEKTOPOB COCTOAMINX U3 KOA(PPHUIIMESHTOB QyHK-
Y OCBENIEHHOCTH B TaHHOW TOUKE W (PYHKIIUU OCBEIIIe-
HUA U3 UCTOYHMKA. JJaHHBIN METOJ] IIUPOKO UCIIONIb3YETCA
TP BU3yaJU3allUU OTKPBITHIX MPOCTPAHCTB, HO YCTYIaeT
B TOYHOCTH HA 3aKPBITHIX NOMEUICHUSIX METONY H3Iyda-
TEIIbHOCTH.

1.5. ManyvyaTtenbHoCTb

[6] mo3BOMAET TONTyYaTh KaueCTBEHHBIE H300pakKeHHS
JUISL 3aKPBITHIX MOMEUIeHHH ¢ TU(}y3HBIMU TOBEPXHOCTSI-
MH, BO MHOT'OM HE ycTymas 0ojiee COBPEMEHHBIM METO-
nmam. OnHaKo, BpeMsl BRITIOTHEHUS U TPeOyeMBbIC PeCypChI
OYEHb CHJIBHO 3aBHCSAT OT CIIeHbI. Ha clieHax coeprkaIux
COTHH THICSIY TPEYTOJNILHUKOB MPSIMOE TPHMEHEHUE H3ITy-
YaTeIbHOCTH 3aTPYIHEHO U3-3a KBaAPATHIHOMN CIIOKHOCTH
" 3aTpar naMiaTH B 3aBUCUMOCTH OT KOJHMYCCTBA NPUMM-
TUBOB. [103TOMY Ha MpaKTHKE aJrOPUTM HU3ITydaTeIbHO-
CTH BBIMIOJIHACTCS JUTS YIPOIEHHON CIIEHBI (ComepKamien
MEHbIIIee KOJIMUECTBO IJIOIIAI0K) U Pe3yIbTaT pacuéra re-
peHocHuTcs Ha ucxonHyro cueny [10]. Cnemyer momdepk-
HYTb, YTO Ha Psijly CO c(HepUUSCKIMHU FrAPMOHUKAMH, aJIT0-
PUTM U3JTy4aTeIbHOCTH MEPEHOCUT OCHOBHYIO BBIUHCITH-
TENBHYIO CIIOKHOCTh HA 3Tall MPEIIpocyEra, 3a CYeT ue-
O ¥ JIOCTUTAeTCs XOPOILHii OalaHC TOYHOCTH/CKOPOCTB IO
CPaBHEHHIO C OCTAJbHBIMU METOJIAMHU.

2. MpeAnoXxeHHbIN MeTOA,

B kiiaccudyeckoM anropuTMe H3ITYy4aTeNbHOCTH HC-
mop3yeTcst Marpuna GpopM-paxropos F', pazmepan X n,
re 1 — KOJIMYECTBO IUIOMANOK CHEHBI. [l BBIYUCICHHS
OCBEIICHHSI TTOCIIE OTPAKEHHs TaHHAS MaTpUIa YMHOXKa-
€Tcd Ha N-KOMIIOHEHTHBII BEKTOp emission, colepxka-
IIUH CBETHUMOCTb ILIOMIAJIOK:

incident) = F - emission (1)

YMHOXkas MOJIy4EHHBIN BEKTOP Ha OTPAXKAIOILYIO CIIO-
COOHOCTH IIOMIAZOK p, HA KOTOPBIE MPHUILET CBET, BHIUUC-
JIAIOT CBETUMOCTB IUIOLIAA0K TI0CIIE OTPAKEHHUS:

excident™™ = incident™ o P 2)

DneMeHTaMH BEKTOPOB B JaHHBIX (HOpMyJIax SIBISIFOT-
Cs1 3-KOMIIOHCHTHBIC BEKTOPBI, COMIEpIKAIIUe HHHOPMAIIHIO
M0 KaXKJOMY I[BETOBOMY KaHally. DJI€MEHTaMU MaTpHIIbI
(hopM-(hakTOpOB ABIAIOTCA BemleCTBeHHBIE yncia oT 0 1o
1.

[IpuBenEHHbIE BBIYKMCIEHHUS MOXKHO IOBTOPSATH MHC-
TOJb3Yysl BEKTOPHI excident!) BMecTo M3HAYaNIBHON CBe-
TUMOCTH TUIOIIAJOK, JIsl IOJTYYEHHs CBETA, MPHUIIEIIIETO
Ha MOBEPXHOCTH CILIEHBI, IIOCJIE MIPOU3BOJIBHOIO OTpaXe-
HUS:

incident) = F - excident "™V 3)

[TomHOE OCBelIeHNE CIEHBI IIOCIE k OTpasKeHHUH MOy-
YaeTcst MyTEM CyMMHPOBaHUs BEKTOPOB incident:

k
ndirect = Zincident(i) 4)

i=1

2.1. NMpeanpocYET HECKONbKUX OTPaXeHUn

[Ipennoxennas MoaudUKaKs 3aKITI0YAETCS B UCTIONb-
30BaHMM MpPeoOpa3oBaHHOW MaTpUIlbl (OpM-(HaKTOpPOB.
BHauvase BBeéM «1BETHYIO» MaTpuily GopM-(haKTopoB:

C
Fij = Fij - p;

Orta MaTpuma COACPKUT WH(POPMAIIUIO O MEPEHOCE CBE-
Ta MEXIy IUTOIAJKaMHU CICHBI MO KaKIOMY KaHAIy B
oTaenbHOCTH. Takum obOpazoM, it €€ XpaHeHHUs TpeOy-
ercst B 3 pasa Oombie mamatd. B manHO# pabore pac-
CMaTpUBAETCS MCIOJIb30BAaHHUE AITOPUTMA M3JydaTeIbHO-
CTH JJIs1 BTOPHYHOTO OCBEICHHS CIIeHBL. [[03TOMY BEIUHC-
JICHHUE W3Ty4aTeIbHOCTH HAaYMHASTCS HE C TIONMyJIeHHS BeK-
topa incident(!), a ¢ BRIYHCICHNS CBETHMOCTH MOCIIE TIEp-
Boro orpaxenus excident!) . MoxKHO cuuTaTh, 4TO BEKTOP
incident) yxe nocunran.

MpI MOXxeM IpeoOpa3oBath BeIpaxkeHue (3) ocBeIlEH-
HOCTH BETKTOpa MCHONb3ys (hopMyity (2) Uit IpOnU3BOIIb-
HOTO MHJICKCA.

incident® = F . (po incident(ifl)) =
= F . incident—Y = (FC)F1 -incident™  (5)

[Ipeobpazyem popmyny (4) ¢ ucnonpzoBanueM (HOPMYITbI

5):

k .
indirect = Z (Fc)li1 -incident™V) = 6)
i=1
k .
= Z (Fc)k -incident™
i=1

MarpuyHbIi TOJTHMHOM B CKOOKaX HE 3aBHUCHT OT IIEPBHY-
HOTO OCBEIICHUS CLICHBI, & 3aBUCUT TOJBKO OT FE€OMETPHU
CIICHBI 1 MaTcpraioB MOBECPXHOCTH. H03TOMy OH MOXCT
OBITH BBIYMCIICH Ha dTare npeapacyéra.

k

g Z (Fc)iq

i=1

Takum 006pa3oM BEIYUCICHHE BTOPHYHOTO OCBEIICHUS
METOIOM M3ITy4aTeIbHOCTH TOCe k OTpayKeHUH CBOTUTCS
K OJHOMY YMHO)KEHHIO BETOKpa Ha MaTPHUILY:

indirect = S - incident™

Vcnionb3oBaHME MaTpHUIIBI TAaKOTO BHJA MO3BOJISIET YCKO-
PUTB BEIYMCIIEHHS B k pa3, OHAKO Takas Marpuia Tpedyer
B 3 pa3a Oosble mamsTy.

2.2. DXT-cxatune

Tak kax nmpeatoxKeHHas MOAA(UKAIIHS alTOPUTMA TPe-
Oyer Oompinero o0bEMa mMaMATH, OBUT pa3paboTaH METOX
XpaHeHus1 MaTpuIsl GopM-(paKkTOpoB B cxaTtoM Buae. B
kayecTBe (hopmara xpaneHus Obu1 BbIOpaH hopmar DXT-
TEKCTYp, mojiep:kuBaeMblii MEOruMu GPU (uMeeTcs BBU-
Iy ammapaTtHas ICKOMIIpeccHs mpu 4teHuu). s sToro
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(hopmara Bce 3HaUCHISI B MATPHUIIE HEOOXOIUMO IIPUBECTH
k nuamnaszony ot 0 go 255. Ha pucynke 1 mokaszaHo pac-
npeAeneHre 3HaueHui B Marpuie ¢opm-dakropos. [Ipu
MacImTaOUPOBAHUY ITHUX YUCEN B IPOMEXKyTKe OT 0 10 255
Oonbmias yacth yrcen craneT 0. [losTomy OonbIme yrcha,
KOTOpBIC BHOCAT OCHOBHOHU BKJIAJl B BRIYHCIICHUE H3ITyda-
TENBHOCTH COXPAHSIIOTCSA OTHAENBFHO OT OCTANBHOW MaTpH-
1[bl, @ K OCTaJIbHBIM ITPUMEHSIETCS CIIeAytolee npeodpaso-
BaHUE:

max (log (m) + shift, 0) - 255

value, =

shift

107
10°
10°
10*
103
102
10t

10°
0.0 0.1 0.2 0.3 0.4 0.5 0.6

2500000

mnfriy‘\mllmc

2000000 B

1500000 B

1000000 1

500000 1

0 L L L
0.000 0.005 0.010 0.015 0.020
matrix values

Puc. 1. Pactipenienenue 3HaueHUH B MaTpHUIe
¢dopM-dakTopos (JlorapupmMuyeckas 1 JTMHEHHAS IKAJIbI).

TexcTypa, KOTOpasi MOIy4aeTcst B Pe3y/ibTare TaKOro
nmpeoOpa3oBaHus IOKa3aHa Ha PHCYHKE 2 ClieBa.

- w o

Puc. 2. ®parmenT marpuibl Gopm-hakTopoB 1o (ciaesa) u
noce (crpasa) COPTUPOBKH CTPOK H CTOJIOIOB.

Opnako DXT-cxxarue nomyckaer moTepu. YToOs Mu-
HUMHU3UPOBATh TOTEPU IPH CXKATHU CTPOKU MU CTOJOIBI
MaTpHIBl IEPECOPTHPYIOTCS TaK, YTOOBI YMEHBIINTH pa3-
HUIy MEXIy COCEAHMMHM 3HaueHus MK (puc. 2). Tak kak

MarpuIa sIBISIETCS] OTHOIICHUEM TS [ap TUIOIIAJI0K CIie-
HBI, TO CTPOKH U CTOJIOL[BI JOJKHBI MEHATHCS MECTAMH OfI-
HOBpeMeHHO (puc. 3). B pesynsrare cpeqHexkBagpaTuyHas
omurOKa Npu CKaTUU YMEHbBIAETCs 10 5 pa3 (puc. 4).

L] [ ]

Puc. 3. Cxema nepecTaHOBKH CTPOK U CTOJIOIIOB.

Puc. 4. BusyanusupoBaHnHas pa3HHUILIA MEXKAY CKATOU 1
HE C)KaTol TeKCTypaMu (yBEINYEHHBIH (parMeHT) 10
HepeynopsI04MBaHNs CTPOK M CTOJIOIOB (CJieBa) U TOCIIe
(ctipaga).

3. deTanu peanusauumn

Tax xak coBpemMeHHbIe 3D-CIIeHbI CofepKaT COTHU ThI-
CAY TPCYTOJHbHUKOB W BBINIOJIHECHHUE aJilrlOpUTMa U3JTyda-
TEJIHHOCTH SIBJIIETCS HETPEEMIIEMBIM JJIsl TAKUX TOPSIAKOB
3JIEMEHTOB CLEHBI, JIsl BBIYUCIIEHUSI BTOPUYHOTO OCBEIlle-
HUS ObUTa BRIOpaHA YIPOIIEHHAS BEPCHS TOH Ke caMoi
crensr [11].

3.1. Npepo6paboTka CueHbI.

[IpenobpaboTka CICHBI OCYMIECTBIACTCS MO CICIYIO-

LIEN cXeMe:

1. Crpoutcst ypoOlIeHHBIN aHaJIOT CIIEHBI HA OCHOBE BOK-
ceu3aIum.

2. Beruncnsrores GopM-akTopsl AN IUIOMIAIOK YIIPO-
IIEHHOU CLIEHBI.

3. Brrumcisercss Marpuna (GopM-(pakTOpoB YUHTHIBAIO-
1ast HECKOJIBKO OTPayKEHUM CBETa.

4. Yucna MaTpHIlbl 60JIbIIE TOPOTOBOTO 3HAYSHHSI COXpa-
HSIOTCSI B OTACIBHBIN (haiii, Ha ux Mecto craBsTcs 0.

5. 3HavyeHus B MaTpUIle MPUBOIATCS K Auana3oHy ot 0 10
255.

6. OcymiecTBIseTCS IEPECTaHOBKA CTPOK U CTOJIOIIOB.

7. llonyyennas Marpuna coxpassiercs B Buae DXT-
TEKCTYPHL.
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3.2. Busyanusaums cueHbl.

Busyanu3zarust IpoUCXOIMT M0 CIIEAYIOMIEMY ajlrOpUT-

My:

1. Cosznaércs kapTa TeHeH;

2. Beluncnsercd OCBEIIEHHE IJIOMAIO0K YIPOIEHHOM
CLIEHBI HICTOUHHKOM CBETAa.

3. Bpmuncisiercst BTOpHYHOE OCBELICHHE METOIOM H3ITy-
YaTeNFHOCTH C MTOMOIIBI0 MAaTpHIbl (OpM-(PaKTOpOB
COXpaHEHHOW B BUJIE TEKCTYPHL.

4. BropuuyHOe OCBeIIeHHE NEPEHOCUTCS C YHPOIIEHHOM
CIIEHBI HA UCXOIHYIO.

4. CpaBHeHue pe3ynbTaToB

[IpennoskeHHBIC MOAU(UKAINN aITOPUTMA MO3BOJISIOT
YCKOPHUTH alITOPUTM H3IydaTebHOCTH B cymme 10 10 pa3
(puc. 5, 8, 7). Ucnons3oBanue Marpuiibl Hopm-(hakropos
YUHUTHIBAIOIIEH HECKOJIBKO OTPaKEHHU YBEJIIMUUBAET pa3-
Mep ¢aiina ¢ MmaTpunei B 3 pasa, OHAKO, HCIOIb30BaHIE
DXT-cxarust 03BOJSIET YMEHBIIUTE TPeOyeMyIO TTaMsTh
JI0 3 pa3 1Mo CpaBHEHMIO C W3HAYAILHOW MaTpuiel Gopm-
(hakTOpOB (M KJIACCHYECKUM aJITOPUTMOM H3JIy4aTelbHO-
CTH, pHc. 6). MBI IpoBeNU cpaBHEHHE C N300PAKEHUSIMU
noydeHHbIMH MeTonamu Light Propagation Volumes un3
Unreal Engine 4, kmaccn4eckoil H3IIy4aTeIbHOCTH U TPac-
CUPOBKH ITyTei (3Tanon). [IpeanoxeHHBII METOI TTOKA3bI-
BaeT pe3yJIbTaT CPABHUMBIM 10 TOYHOCTH C KJIACCUYECKOU
U3ITy4aresbHOCThI0. [Ipu 3TOM OH ONIMKe K ITaJIoHY, YeM
n300pakeHrne moiaydeHHoe meromgoM LPV mpu oxuHako-
BOI 4acTOTe KaJpoB.

Radiosity execution time, ms

200 Il Naive
radiosity

I Form-factors
with colors

150 Compressed
matrix

100

2048 3840 4864 5888 6656

Puc. 5. CpaBHEHHE CKOPOCTH BBIYHCICHUS
u3nydarensHocTu. Corcamue ygenuuueaem ckopocno, T.K.
AJITOPUTM OIr'paHUYCH MAMATBHIO @ HC BBIYUCIICHUSAMMU.

5. BeiBoAbI 1 06CyXAeHUsA

B omimune ot 1pyrux pacnpocTpaHEHHBIX METOJIOB pe-
LIEHUs YpaBHEHUS M3JIy4aTeIbHOCTH IPEIOKEHHBIH Me-
TOJ MO3BOJISET BHIYMINTD II06AbHOE OCBELIeHHE 32 122 +
O(n) apuMeTHICCKIX OTIePAINiA M YTCHHI U3 ITAMSATH IIe
N — YHUCIIO TUIOLIAIOK, IOCKOJBKY CBOAUTCS K €OUHCMGEH-
HOMY YMHOXXEHHIO MaTpPUIIbI Ha BEKTOP.

AHAJIOTHYHOTO Pe3yJibTaTa MOXKHO OBbLIO OBbI TOOWUTH-
cs pemas CJIAY npu nmomoumw LU-pasnoxenus. OnHa-
Ko, 3¢ dexruBHas peanmmzanus LU pazmoxenus va GPU

Form-factors file sizes, MB

500 Il Naive
radiosity
Il Form-factors
with colors

450 Compressed
matnx

2048 3840 4864 5888 6656

Puc. 6. CpaBHeHue TpeOyeMoii maMsTy.

LPV TIpennoxkeHHBII METON

TpaccupoBka myTeii

Puc. 7. CpaBHeHue npennoxeHHoro merona ¢ LPV u
TPacCUPOBKOM MyTel (9TajoH).

HETPHUBHAJIBHA, a IPH UCTIOJIb30BAaHUH CTOPOHHUX ONMOIHO-
tek (Harpumep CUBLAS) orcyTcTBYeT BO3MOXHOCTD HC-
nonb30BaTh cxarue. [locnenHee, kak yxe ObUI0 OTMEYEHO,
KPUTHYHO YIS alTOPUTMA H3IydaTeabHOCTH (puc. 5, 6).
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