Chapter 23 Graphics Hardware E#2
R4

J. Allard——%When we get the final hardware, the performance is just going

to skyrocket.”

J- FRIE—“YHENSARENEERN, MEEBsESZLEH. 7 (Xbox 2R,
B Xbox BFEHITE: 1969—)

REBFEEGFEERERE, EREHRITHMAE —LERNERB SR REN
(architecture, Z2#) . AETHHNENEINEIEEBREFEARPHNEMEGTER,
MEREMNZBEEXR, MABTPHNEMTFIHCENEREREFNNE., &
XE, BIBNBEEERS., BRIERASNBUCANMCEZTN =/, BEENAT
GPU MREITEREN R WA TIEN, URBIUTLHHESH, BIEAEERSH
FfE, ARRITETNEREFERS. BF. E4%4. GIBREFUK GPU 5 RERS
HEXNEIERNS. RESNALIRERRTNET, BAGEMEA GPU Y2,
B 2310 FNAT ZMAREMNRFIAR, RERIMNLLEREMHAITTEHE

Wig,

23.1 et

ZH =A% FERE R EE GPU N—TEERE, WET 2.4 AR, SEift
MERBE=AIREN=BEER. Wi, BIIEENTRUNAE=BE LHITRIEE
85, X5=@EEHEIEX. REENENTABRTIME, XSIE M —M
TR,

E8—TF, GEHHP0E (¢ + 0.5,y +0.5) A, Hhzec[o,W —1], ye
0,H—1], z. y=2EH, W x HZREDHE (a0 3840 x 2160) ., Ff]
BARTHITASR vi, i € 0,1,2, THRENTSHN q = Mv; (B31%5RE, 8
ERATERRNw) , ZHRETEHNHHLITE p; =

((gie/Giw + 1) W /2, (@iy/@iw + 1) H/2) , ENEEHATENRE R w 9
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£) , AEHTHEBNFBZERE, NMSESDYFREEE, WME 231w, Ffl]
FIUEE, BERBEYIDNRT 2 x 2EFH, ERMA—T quad (FUBH) .

P,
y T el T T T- 1 O (16.8)
. . ™ . ™ . . /ro\k\.\. ™ . . ™ .
wX| 2| o] e| ]| e o |leoe|oefe | o] |||
[ ] L L - - L] - L] L] L ] Rl L] L] L]
11 /] h
(3\___)_______. - O//. L] - - L] ’. . L] L ] - - L ]
(0519-_2)‘ i\. L ] [ ] w i ll. [ ] [ ] [ ] [ ] L ] -
\C - \:“\0 - L] L] L] L [ ] [ ] L ] [ ] - - L ]
(0,0 P, P

2310 — P =AEAERSZEHRE=T"#l< po . p1 Ml p:. BEKRKNA 16 x 8 &
=, BER, 8= (z,y) WHPOR (4 0.5,y + 0.5) . [KEBLEIEL (IRKEEN

0.25) ERAEH#ITERT. RBERBERUT=ATLARN. HEEREREEHITRT, ER
FT& M quad (2 x 2&EK) , 87 quad FEDE-NMEERIANNNUT=AFEAEE, MmiHE
BRIOEARR (FO) MWUT=RIIEE. ERABMRES (finite difference) ITESHNEE
{EARRXLHBERER.

?ﬂiﬂ‘]?‘ RESCEMTER (7 23.8) NINR, BEERGRZEIEERER, #
BEBITEXTHERER, F'\%Llﬂ‘ quad EF'ﬁ MERUT=AEAR, MITE
0 qUad MITHBEREE (EET 3.8 FHITET) . XEBAZH GPU tzlhixit,
XM T T ROTFZMER. —ATNERE), #BEGRERS=AFAMEER
HILEBIFEAR . XM RARABWRERNERNTERERNINER, N=ARAhHEHRTH
ZEX (5=ZAFERRLES) . &REENELRXT=ZATRBEETETBRR, X
BERECHFE=THDER. HHEZNHNEENZRIRAMLEIEER (quad

overshading) .

ANTHEBGRROSEBRCAEMNUFEAMIBERSNUT=AEAR, BEENET=H
FANBERIDGRE1417], XEDSZRMETELHE, A

n-((z,y) —p)=0 (23.1)
Hrhn 22— =, ENaMbEgiEsE, E5—1=AFN%ER (EH) , p

THALN—TR. BFENADREANUESEN ax +by +c =0, FTTE, BiIER
TR po 1R p1 HSHAERE ex(z,y) . WEERN p1 — po, BEULENMAYEL
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PRREATEH IR 90 EANA%, Blny = (— (P1y — Poy) » Pz — Poz) » X TWREE
SIEM=AFAE, ME 231 TR, H%ESE ny F5 po AASTE 231, TGS
BNERER ex(z,y) N

ea(z,y) = — (p1y — Poy) ( — Poz) + (P12 — Poz) (¥ — Poy)
= — (p1y — Poy) T + (P12 — Poz) Y + (P1y — Poy) Pox — (P1z —(RG:RP
= a2 + by + 2

NFEFUF—FLENS (2,y), BB e(x,y) =0, AFEZIER=AFEA
I, XEKRESEEZHFEER—IMNR, #E e(z,y) > 0, XTBEBEZEIDH
TEATED, EFe(z,y) > 0 BRNSEMAEFZTE, e(z,y) < 0 BFMAREST
&, FIARXERY, BIMNTMBE—TS2SUT=ZAFAS., BITE=aFnins
MR e,i€0,1,2, MRHEARS (z,y) NT=BEATHEZRFEDLE L, BBATT
FHiE i, BEHLIURET ei(z,y) >0,

Bz AP FIEA B SERBEREET B PIZ RIS LIREIRATE S48 (IR

=) . XEMENTUA—BARNRE SRS (tie-breaker rule, FEES¥H
1THR) . EXTRSHERRIULRE, F1a: pi, M p;, BT AEFEE
1.14.8 bit B, B1 1R bit, 14 MEEERAHR bit 1 8 MEERAV/ NI E bit, EX
MFh, XEFEE—MEERNLAT ¢ F y FTINE 28 PETAEMIAIE, BIEEERALHR
WTE [— (214 — 1) » 2 — 1) BSERA, SERRL, XK (snapping) EEITE
WS HTEZ BISTREY,

DGRBS — P EBFHERENMIEERE ., RERIMIEEMEEDD (2,y) =
(x; +0.5,y; + 0.5) I IDEREHITKRE, HA (25, y;) DEBG LR, BIFK
MEN e(z,y) = ax + by + c #ITKE, HU: BIHELGLNEGR, BITTMTE
e(zx+ 1,y), ANBEHESRN:

e(x+1,y)=alz+1)+by+c
=a+ar+by+c (23.3)
= a+e(z,y)

riEN, XELMFEMEBELRIGRE e(2,y) £, BINL a ., EOEGEIEERT AR

AT yAEL, AEXRERESZERBARKIRETE—/IREE (120 8 x 8 &X)
PR=T0%AHRE, Mfi‘stamp (FEE: FEHREZREER) "H—1EBEE0,
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MERER— bit, RRRBEESERTL, MNBHEEDFENBXMEXE
}EO

EXNERER, BEHLSEHENRRFEIGETONSEEF AR T EER,
Blan: FRFMERT=ZAEEAZE—&KL, HEAXFBEEZT—MGEEFL ., PAXTD
GBENEHBTE—=AF, EREZIN=/AF, EEREAETR? MNIENHE
KE, XEHRERER, BAXTEZEEAEEP—IT=ZALEEAN, AEBHES
— N =REMEE. LTXTEMN, BIBESERRMBIN (tie-breaker
rule) , XEBIEATERET DirectX RERNZE LFN (top-left rule) . EHA
ei(z,y) >0, IFAF:€0,1,2, e(z,y) >0 BRBIANNUTFT=AFERNE,
S—FKBFET— MR, £ LEMNFRAEER. IRXMEEFRON T LIBEE
EEN%, BANWARZBRUTIT=AFALS, R—KIDEKFR, mEMD
MEXFZIBNTH, BBARFZIIME LIS, WR—FLAZRKFEN, HEUTF=A
FEHEM, BBAEMBEINSG, XERE=AERZITMNEMELNS, Oll—58
EENSERE NG RREREN, WFLLEmsE, BEHEFNe=0 (KFA
[) , b<0; MAFELBEMS, a>0. FEHEERAS (z,y) BEEUTF=AFA
R MMIK, BRMRSFRAAEMIX (inside test) .

FBEIAL, BNEREERNCEL—FES%, —MRKR, —FEERAIUBERN
— P RAE, AREA—MERENER, ERMEMT=AIAER, ] UXSER(E
AEIMNVIDGHTE, ZIMMTNRET, XERTLEDEAENEEES, ]
MATL4EESZ, M— R[N ATAEERLSGH N — quad,

_0
a=@h)  ery)>0 oY

e(xy) <0

23.2: NERBOAFZE e(z,y) < 0 SREWINIUT=AREZH, EXE, 4x41&
= tile MASEIRFEVSGEEL L, REEFREEBNEINARTS XFBEHTIN, EA
XTAEESE n LREEAR. REBAIAIMEEESGIE, X1 tile i TF=ARHME,
NTREBVER, BRESXKADPEANRAIT=ARER[162], BF, BHEFITER
FTENRNEESZ, REREML tile I TEEEAM, AES=RFESE. XE

Chapter 23 Graphics Hardware EIZRE(F - 4



FJCAER AABB 5 EMBEMIEI AR, KBE tile ESUTBEZI, XM
R —RR/RIBANE 23.2 Fim. AT ENXTORO=BIZER, AT AERHFT
48 2R, BIHEBSN S tile A RRHTMIHI24], NFHEDLEN LR
A tile, PR{EMM tile AREZMAERY, ENRIAMN tile ARNNEURTIRGEL

N XEFRENAR/RITELSEAE, UREENAR/UTXMNMBEZH, WARED
tile BT =FARINE, XEHREEHAFEAZ tile ARHATERIZERAIMIL,

BEREIESDH tile &, FTES tile LER LEFMBANILSIFE, fla: &
EAKFBE) 8 ™ME=R, MFBEML 8a BNF,

7 tile 510409, HMMAIUN=AF#1To BRI, ERWE 23.3
Mo IXLE tile W EEMUREM|INFRFITIED, XERJNMERZFHNFE (zigzag) |,
REEA—ETEIER ML RTA1159], XM A A HIEFEMN—H%. NRE
EWiE, RAIMERRERFRRMEMER, H1a0: sTA5EIADE 16 x 16 9 tile, 24
ENEEE=AT NS tile MK 4 x 4 B9F tile [1599],

. [ ] ] ® . . .
L L] L] ® L] L]
L] [ ] L] __L ] L]
o|eo|e A o | o | o
L] [ ] ] . L] ] ]
. [ ] ] . . L] .
. [ ] ] L] ] L] ] L L ® . . .
] [ ] ] L ] ] L] ] ] ] ] ' ] e ® ] L] L ]

& 23.3: (£ 4 x 4 1&X tile NAIBERIERINF . EXTIFH, BHMEZ LR
FHia, HMBERGHTER. BB EENES tle BI5=AKES, RELALA
[ tile FHEBEREMAGEER. EBHRAHAER 4 S tile TEAIFB tile, X tile
TEMTINES, ALAZTENABIGRHITIL. RARRERLTED, RRE
MA tile S=AFESE, MATANtle IEBLREEE,

BN T AN TR = AR TR, X tile BAHNERMBET, ERLUE
SERGEZE/EMER (—HE) , BAENENLNBEMER., EihDEES
ZPTIREZTNNER, ©EFUEFHHAZMEERE, F1a: RiRF(MERDE
B8 H—TAR=@R, BIESNAEHITEFLE, NEKIIHRNNRREE
ZFPUHER. HRIFAMER mipmap BTESERMLERIE, XIBITEFRAENE
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AR5, MRBANRBEEEINFAIPENEER, EEASRIELARRNINR, 3iE
LI KFERNSERAEELMEFTER T, HTHEEFTEEFEANR, B
MAFFEEFRDRAZENSN, FL=A8EE =N tile AN #1TEH[651,
162], XLERMH[651], REZEPC7IMAMBE 1463 FRAMNIFL, FXE,
8O, REZPNEERPHEWFMHEE tile P, FESIAER., XRKEET 234
R TSI,

E=AEHTIEZA, GPUBEZE—T=AMIRENER. X—MERINBENZIT
BE-AFLNELY, NEENSREHITERS, fIa: =R/EnnsniE (HiE
23.2) FHE a;, b;,ci,1 € 0,1, 2 RERXBHITIRTE, REEIH=AIEHN
BMBHSEPHITER. ZARRELNFITES BEBREEXNER (E1
23.11) . BEEIHERAE, BIERSRIEMN—LEEL, XEEHBAINE=
AIARERRITE—X.

guard-band

visible
screen

clipped

"ﬂ£~¢MMd

23.4: {xiFH (guard-band) ZREBERTEMH. RIRXTMRIFHXIHE ¢ My 5@
HEE 16K &R, B2AFENESAARZ 6500 x 4900 R, XRAXLE=AHTEHE T
DEXRN. RENATEZEZATEATEZATIRETHRIF, BAZEENSERH
Flff. RELNELZRHENER=AF, ESESXEER, ATEUTRIPFTR, Bl
AEENEHITRENHERE, RAREURN tile 2HAE, AB8=ATATRIFTZ
b, AERSEEXERR, FAXE=FEEE#THE, BI8, AUNLE=RIEHR
BT =M@,

AT HEIRFAIESTEESN=AN, BtOITE=ARIREZRHITHE., T3
B B PIRENRARN =B HTHRERE— T 6 RIRE, FIMRAZETNE
A9IE, GPU RERZXFH, BN IHEFEANMEZERTEN, XRERFEEN
— =8, ER—THEMTTN=AF. ITESLSMms, KASHGPUH=
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{FRARIFFHRE (guard-band clipping) , X2—MMEMERENAR, JNEZE
NE MBI, ZEENT MM ERUE 23.4 Fim,

23.1.1 1A

FEET 22815, BEOATEITEFELN=AERRENEIFY, FOUHREME
a;,1 €0,1,2, #EIAELST (u,v) RHTHEE:

a(u,v) = (1 —u — v)ag + ua; + vasg (23.4)
Hi a(u,v) B=AF (u,v) LAIEERY. BOSLTHEEEXE:

A Ay

UZA0—|—A1—|—A27 v:A0+A1+A2

(23.5)

Hrh A; 2E 23.5 ZMFARNF=AFER., BF=7%xw =
Ao/ (Ag + Ay + Ay) IR EHREXHH—Ey, EXRBut+v+w=1, B
w=1—-u—v, EXEHFIMERL —uv—vFKLBw,

235: Zl: — TR ELEBRERMY (a0, a1,a2) N=FBF. R p NEOLIRSHERFSHE
R (A1, Ay, Ag) BRIEEE, HE): RR T EOSR (u,v) METE=AF E#ITER. BN &
% n, LR LR pOp' WETHHER 90 BEHMAY. EULER A 5 bh/2

572 23.2 RIINESTE, BIMERDEES ny = (a2, by) RHTERT:

62(3779) = 62(P) =ny- ((a:,y) - Po) =1y - (P - Po) (23-6)
Hip = (z,y) . RIBARNEN, ERBRERATURERN:

ex(p) = [z |p — pof| cos (23.7)
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Hbh o 2 n, Ml p — po ZEMNER, BEE, b= |ny| TFHRLEF% pp!
KE, BN n, MEBXENENEE 90 B4, B2 ||p — po|| cos a B/
B2 B p — po BEI n, FIBIEENKE, XMKEEFEF=A%F (@AN
Ay) WIS h, WE 235 Fiim, BEIENE, B8 e(p) =

Iny| [|[p — pol| cosa = bh = 24, , XE—MEEFIEYE, AARINEEF=f
P ERSRITEE AR, XERE:

(u(x,y),v(x,y)) - Ao(fi:lflj—)Az

(e1(z,y), e2(z,y)) (23.8)

B eo(z,y) + e1(z,y) + ez, y)

E=ZAMIREMET, BERIRINTE 1/4)+ A1 + Ay, AA=REMNERER
FREZMN, XERTRERIFRERE, FLt, SHENVMEBLEHREREH—
T=AENIHE, BITERFBEIATE 23.8 FIFEN, XEREMXMNEIF-Y., B
DAIEN ERRFBERENMERIRYT (ZEREIMFEERX—RK) 5 E2XT
BREMs, ERE0MRTRARESRHITHE, ATAZEMFEINGR, WE

23.6 Ffim.

-
projection projection - -
plane plane

— -

B 23.6: Afl: EENKREH, LAMENREEGEHERSIEAMA N, PE: —TFH
BEN=AIRE. IR, ZT=ATNLFEoMESNIRETEXE, BIETHE0ME
FZHEN, Al —TEBEERSCENMNLR., CENEGEREOLIRHITSORESR, m
TEHNEGNEREMERNE OLRETICEER, LHNEGS LI —EER,

EERNE OB R MMERRIHITIRIARIE163, 694], XEBANERTHS
Ui2[26, 1317], HEREREENEGR. ATLIEHREMREAAANS, FEARINESZ
FETIMIRITE (u,v) , AAINBINAERTEMEREZ P ERALMEE, BME
RRATEMRE. RARTNZE, BITAIUE=ARLN a/w f 1/w #HTL& L

4y

~

&

»
b o

-
*
L 2
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8, 2w EMAGEATAEERENEN IS E, BEREREENRE e, R
BIERXF ME BRI

linearly interpolated

7\
a/w aw

= = 23.
L jw = (23.9)
~—~

linearly interpolated

X2 R EREINEERERRRE,

TEHBI T BEFNAFRIZFENER. RRFEIIEE-—FKFEN=AFL5HTT

?ﬁﬁ RAEDNEER ao =4, RAVNEHER a1 = 6 . XM inFIERIE
ZOR? WFERKRTME (HELiRR w ERCTEN) , EFMZa=75,

ED ao Ml a1 PIERIE.

FBRigmMlin B w BDHIR wo = 1M w, = 3. EXMIBRT, BIIFEHAITHXR
HWE, NMETFa/will/w., BENT a/w, EMinRA4/1 =4, AMiESR
6/3 =2, ELtARIER 3, MRF 1/w EZMism A MNEREDHIZ 1/1 5
1/3, MR RIVER 2/3 . &fE, B &R, B 3R 2/3, BEIEMNIRS
THHRREw =45,

EXEF, BNIL2EFTEEIN =ZAEHMTEMRERBELZSTESE. Eit, &%
HETEEMERNEOLIE, FITBEILH (4,0) , REEEBTMENEMLE
B, AL, HNSINUATETHENRE(26]:

(2, (z,

folary) = 2B gy = @Y ey ——%ﬁw

Wy wq

BER, HF eo(z,y) = apz + boy + ¢o , ALL=BMIRERAITEFNZE ao/w
MEMEMOI, MMESFEERNITREEREEIR, &, B fi RAEBT AU
wowiws , BIEANEE wiws fo(z,y) , wowsfi(z,y) M wow; fo(x,y) [1159],
HLt, EMIERNEOLIRE:

(fi(z,v), falz,y))
folz,y) + fi(z,y) + fo(z,y) (23.11)

BMEERBFEETE R, AREREUERNEOLIRRYEANREEH#ITE
B, BIE, XELTHNME (u,v) B0, SF=ATOERMEL, s, HEPy

(@(z,y),0(z,y)) =
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DEEMEEOLINMFZIEEN, XMBOTNRERHAITIRENREA,

RE, BIE, HTGRENZFEER 2z/w, EIIIMUESTE 23.10 HER, HINA
RN Y ERXLERTE, ARNEMNERMRN w T, Aitt, NHITEE NS LEN 2 /w;
, AEBER (u,v) #ITEMEE. XBEN MR, flW0: JUIEREE P HTE
%8 (277 23.7) .

23.1.2 {R<FI ML

M DirectX 11 FFg, mE@EI{ER OpenGL B9 B, I LAMER—MEFR N IR EHl
£ (conservative rasterization, CR) MBI =@ IEH 5. RSP AR
E8 HFEFH CR (overestimate CR, OCR) F{f{& CR (underestimate

CR, UCR) , BERthSHEIRNIMRTIEME (outer—conservative rasterization)
ARSI (inner—conservative rasterization) , @& 23.7 Fix.

HHESHE, OCR RRIMABS =ALEESREUT=AFAERIEER, MUCR RS
R T =ARAERIEE. OCR Ml UCR &R LABY tile ARV E#1TE
M, BE tile KUNGE/NA—MEER[24], SREEHASIGRRIR, BAIMER/VTER
Z2olE =AM RI6765k5LH OCR, BXx CRIIEZ(ER, 1BZHEMN APl FI
8. CRAILARTEGZEPAIRERN . EESIFR. BRATE930AIMEAEFE
7

&, BAVESEIPERERCMT, H2/LOLBEMERABEZERFR. BT
BEZARNRNERMUENITERRNRLEHE, GPUFEAERENITEREN.
BATRE T — TR HITRENN A,

—

.\. L] -l o | ¢ e | o L ® L

v EEEEEE =

../(r......
..\,/{.......

Bl 23.7: ZAENRTIEME. SERIMRT I OCRE, BFMENEBERERE
FRI=AR. HPEERTECHENRHE, RERRGRMNEZEBERIWIARMLT=
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AR EERARFRSTIOMCNEE, RBEEZBERZBANUT=RIRE.

23.2 KARITEMEE

ATIREOTBATESTENANZEITEE S, KAZH GPURMERATH—NEE
2354, {[FRAZELTER SIMD 408, BREFRA SIMD A EsEiB 4z

(hyperthreading) . BXx%ZFE. SIMD &2, warp F1&FZAHMAKRIE, ENET
310, HER, XEBANWERTARIE warp, X=Z NVIDIA BIRKTE; TTE AMD BEH
i, EfI#IR7N wave 5t& wavefront, EANTAR, BATEEFLNEA GPU FER
R —FEa Rl A —ERIBEEE T (arithmetic logic unit, ALU) .

ALU 2— 1 EHETT, BERNEDNIE (FI=ERT) BITRERFEITMML.
BIHMREANISERARIE SIMD BE (lane) AR ALU, —THEE) GPU ALU 20E
238 Fimm. EFFENITREETE—MNER (FP) Bxfl— "B ET, FP BETE
H1B18E IEEE 754 FP 7, H>#F FMA (fused-multiply and add) 5%, XEH
REZRNIELSZ—. RTHBHEIRE (flAR%, EZMIERR) 29, ALUBELRE
SRoh/tER. N8/ FEENEE, UMR— Mo X 8. NHFENE, TRELRNY
o, HER—LThger e IR @ H BT, Fla: EFR—NAE TR TEIR
ERIREEEE TS, ATIARAREN ALU RS, TFAREEWNTIIREMS, TeEmMa
BHTXHENLIE, EIEESHETT (special unit, SU) F#HASE—I, WE 23.8
PAEMETR. ALU ZZ@EXFERLMEMGRKEM EHITHE, Uik, FES
FAOERES R PEEN. sTUFTRITIOIRESR, Fla0: EHEESHITRIAN
iz, T—FRIEBLUTDULEF R, EEBELT, WRE n MRKEME, A
ALU RIS BAEIN n &, XBEEMRAMRKEHT1T (pipeline parallelism)
FRRKENBS—EERRAE, TKELERPRIENIMNEGR, RE T X MR
A AT SR AR EPSTER , IEINMKEMERRIERE, A AR RS NRKEM ERBIFR{E
FIRREHFIRENE, BE XREEIEMNHINER AR EE, A, AT ELIET, ALU
BERESERDIRKEME, 2 4-10 1,
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ALU I scheduler |
- - RF
| dispatchport || |8 =B E
A== = == == ==
| operand collector || | & 5 g e e e e = L1
=== |==|=|==
| FPunit | [intunit || |& e e e e e =3 LDS
== = e = == ==
[ resultquene || | E e _IX |
| e | | e = | =

w
=

E 23.8: AMl: —PMEARBIERT ALU BBF, SXRSWT—I, EFNRERD
(dispatch port) REWEHAIFERNTHERER, BENRILESS (operand collector) &
EEIESATENSERR. A 8 x 4 MALU SEMIMEEET—IE, WAXHR—TRA
ZAMEZE (multiprocessor) BIR, X 32 D ALU BERtEHTIRA SIMD lane, BEA1&MNUHIEH
(lock-step) KA RMITIEENRER, tLRER, EIMEKT—1 SIMD 5|2, ZhtE
— &7 (register file) | — L1 &FEEF. AHEIEFM (local data storage) . X
BETT (texture unit) , PAR—MFRETT (special unit) , ERFIH ALU ARG
e,

%i— ALU 5 CPU IO EI 2 ET, ERBERZEBINERA, Flalo X
(branch prediction) . ZFfFs3EarR (register renaming) HREIES MK
(deep instruction pipelining) &, &, HIKERDEIREEE T EH ALU

E, NMiRHESNITERES; URIBMEFFEHERNAR, METUYIR warp, ]

g0: NVIDIA GTX 1080 Ti & 3584 P ALU, AT EEHBSWRAE D &4 GPU B L{E,

REZE GPU 2% ALU 29— 32 1>, E—4HAN ALU 2P T, XEREE

T 321 ALUKIEER—1 SIMD 5|F, TE B3 X EE 4B L E thp—LE

EHBETTERAENEZIR, XEB(MERBANEZLESZE (multiprocessor,

MP) . ffla0: NVIDIA (ERARIERZ4IESE (streaming multiprocessor, SM) ,

REFREAMITEIT (execution unit) , M AMD NIERITEET (compute

unit, CU) , [E 238 HEIRT MPH—lF, — P MP BERE— M EERER,

B IIEDIRS SIMD 5|12, d8F— L1 &7, AthEIEEE (local data

storage, LDS) . f3885t (TX) , MR—M455ET, BRARAE ALU RTEER

THES . MP BB DIREIZ T ALY, £ ALU LSBT A NHITHRIT,

Bl SIMD 4 (EF%7 3.10) . IR, — 1T MP FHXrAS, KENENENARE

(YN AT

SIMD BN FEFEIERHEERXMN, AASEFZHITHERFNINAM A
Too XB, ZZEMWFIB T HIZERFHIT (thread-level parallelism) , tHFtEiR, TR
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LAY SIMD/SIMT &018, ZRJARIABEUIERFH1T (data—level parallelism) , ER
— %3182 57 SIMD 2 MFIHE lane 1T, BHEIBLHEFHIT (instruction-
level parallelism) , XERENRMIEREEBINEIEETIMIZNIES, BAENEA
MEIRHIT, HARIREE I MHITRITNEIR.

5 MP 18iEHZ2—1 (warp) BER, ESERKEERE MP LRITHARRIE,

warp AERES NG warp P TIEDECLE MP, HIEEHERE (RF) PHNFF
2o ficss warp FIVERE, REMRESKATE TIENMER., BERIR, TiEL
EELL L TERBEESHMAR, Fla: GEERATIREMERNRE, EER
tETmEE (UTFELXNRIMER) EaMiR. XHRITRBR TEH, EHiiE
IERENMEBRAKRTEERERENMN R, XTEFEELNLmMSES), FIE 3.2,
— 1 MP AN B EEZERT I ETE, MMRENFHRETROER, HEST
UG MP EIEERAT (BHEZHS) A9 warp 22— MEEHITHI warp, BHTFX
MAERRETREGPHTINN, RXMIRRERE S HEN0N050], 4l
an: AR EHAET warp AT T —SLEENMBMIES, MXFZFELSTITEERENER,
B AIBEZRZ A PAZENE)#R L 8] warp, BN B —1 warp, HEERITXTMERE
ZIFH warp, BILXMAR, FTAEFMFIBITES T, B RESFNEH,

BER, NTBREFERINE, warp BEHRZDE/LITZENMBLRE (quad) , X2
EANGEEREMOIAE LHITEEN, MIRAFTESH., X—REEET
231 PIREIY, REEEET 23.8 HE—FITIE, FL, WR— warp BIK/NA
32, B84 32/4 =28, BIA 8 MBI UKL HINIT. XEE—12RMIRIT LAYE
%, BAAIBOEEREE A warp #BUlEAE—T=AFL; &L warp FEIE UL
ERTARN=AK, aEXIEkRtBREE, BEENTERIN=ATmS, BWR=
ZERMW, RAXERNN=RIAEETRH 8 ML, REEENER, BEXN
TR =AEmEsENSH.

—RRE, ATESHERSESIITERE, MP oW ET], ALt, GPUBED
EAESLHNEER. XTERIEERNESZRIERRS GPUNIE, 5
RXETEDELARER warp BEZR, £—1T warp FEEZTEIE, BEMREWRSE
— T EENTEFES EMSERMEIL., 5%, XEERLEFZEZE LM, Fl

TEMA T,

BER, NERMZEFRTFZESR. HP—EFESET 2310 PHITERRHE, &K
1PN AT ARINSERRRGIAR. FIBERIALE, BRIE T M0 5enhy,
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MEIEERTFZEENS— ALU RITESE. T -—ARRRNBENEFRS. FiF
BXRIOEPXNLEE, MET 234 7, BATRITCXEERE, EZEHRHNEN
BLEAXERMNAOBRNESER,

23.3 IIRF A=

—RRIE, ERBHEMAEEEEEZINER ZERINE, #0MF: BAITERIER
REFFET i RRE, MREEWRISEISRZEMERNNEMEEERE, 5—
Bl FRMEEERTTHIERITIRERIEE, MEEIFKEIXMERTER, FEFES
FENEEZNTIHHER, AT SBFIAE GPU FIITERIR, H(FEREX
TR, WRAIRBOILIERRNE, BARAFIPEIRES S GIEARE D HRATHRIE,

Heh—MREERANLE, 2 SIMD B2 &iEE, WE 3.1 Fim. —RSEIR,
— ™ MP RIBALMER) warp BRERE LRI, BERATIEERIRSH) warp BEBURT
HERNERE, WAEREURATOEERFRE. L1 EF. BENECEZNERE.
XEB, HIPESHEZE (occupancy) o EXRH:

0 — Wactive (2312)

Wmax

Hh winee 22— MP ERFHRA warp 2,  Wactive & SBNEIRAI warp £8, 5k
2, GRXE o BITERREAERNIER, BT BRIR wne: = 32, —15&
BAEEER 256 kB K/\WF 7 MIIEE— TREE&REERRERASER 27132
bit FaE172S, B—TSER 150 1 32 bit [ FmEFFeR, A, HIVRELRS
FRIERSERE TG warp BIHE, BRIZIXER SIMD ZEN 32, HATAIMS 5!
TTEXFMERL TRER warp BE:

256 - 1024 256 - 1024
Wactive — m ~ 75857 Wactive — m

~ 13.6(23.13)
EE—MBERT, BIXNTER 27 M FESNRERERFTMS, Wactive > 32, FALLLHE
SEERNo=1, XZ2BBRSTHER, EEREIERINIFIKL, MEFR_MIER
T, Wactive ~ 13.65, At 0~ 13.65/32 ~ 0.43 , HFLLAEKE warp 2R
D, ALENNSRARORE, XSS RNREE . FELt, it— 18R E
B A warp 8. RASFEFERNEMEZHZFENREE+9EE.

BIRISNERRRMEESER, BNMRENNERSHER T T ZHRAFN
8], ERMAEREAER914], Z—MEERBAGRERNFIERZE, HEHR
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TIXMERM warp, MNREFEMIZTAFHOEROIELIE, PBAXMETHE
1., BAXERERAEZNTFR, E2ANRESARRMEESR1914], —
BlFmEEHRE (loop unrolling) , BAXIIESRIHTIRMM T EZRIATEENM,
FAREMBERERERNMIIIESH, XEGEDR warp 28I, aTUAHITER
IR E, (BERXtSEREZNIRNEFFSE. BANAENRFRESHNAER, K4
RARERESEBREIBEKREEETHNEN, AKATEETIREIS—1 warp, EARAE
BEZMwarp 7,

B—hERIRYFER 2 M GPU [EiEE0ER) CPU FFTH RAIFEIR, — TRy B4R R

=, & GPU ] CPU AL TERIHILITEN, —& ZENEEEREEERANFF
H, XRTEEREAFERNERS™ELMMEEERIL, M GPU EEEIER, BIEE
WTEIZE 2 BiRIFTE % . 7EUtHAE, CPU A4S GPU SERE TE, M Bz
15/RE9 GEN 2243[844], GPU #l CPU UFRE—t k£, HEFERAEZAFERE, X
TIXERMME, XMERIEIRSAKERE., REEFSE CPUF GPU ZE#1T
HZ, MaREFNASHTEE, HEEFMHROEREE, DT ERARZEER
MM EMEBNETL, Fla: XMFEEEEA T CEBERSETINER, EAX
% RTE GPU ] CPU #Zih\ Z [B)REI#1T1E I, HEASHREIMIFHE[110],

BTSN CPU EHERENZNE], FEIEIEEE (occlusion query) , FHE
T 19.7.1, NFEEMNImE, EVHRESRMTEREN, ARE/RY GPU #1T
KNE, XEEEWNEREE A, EEFFERNEN, EM—LTETUMERE
CPU #1 GPU t5Em.

23.4 NTFZRNE%

FERNTR, BAENE-LERXAE, 1S/ VM AEERENAFSREY, RAEBNE
— FE4EMEF.

im0 (port) REMMREZEREEIENRE, 24 (bus) BRIEMTMULIREZ
B RIZEIBNHZEE, &% (bandwidth) E2—TRARERIEOSNE 24 LHIES
[TENRIE, BUEERFTH (B/s) . mOMNBEETENBERARSGHH+2
BE, ANEEkR, elIRTRNMERSE T —&, IFEENE, FRE—
MBRER, ELEWEZERAR A, DITFRNMITHSN, BTROMS
LR MR ERINE, FitimOBEBRRNEE, XEBITEERBITAE, &
“ERMNEE.
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XNFFZ GPUMES, EEFINER LHEEREN GPU AFERREILN, XMAFE
EWEMPERF (video memory) , BTk GPU B R BRIARAARNEFEMS, 1hi0)
EMAFNREEEEIREZ, a0 PC H{ERHY PCl Express (PCle) , 16 18
& PCle v3 I [EERZF A 15.75 GB/s, PCle v4 B EERE N 31.51 GB/s, #AM,
Pascal Z2#I0E7F (GTX 1080) AJLAIR{H 320 GB/s MEHIRE

Zo5L, SCENERENMRFREEED, EREFHIMURATEFMEEMENE. 5
M HEPNFZSYRENS 2 BHRERENFIRTH., EMFRALRE, BE
HEREA—HARTHIMERATER, XLEMBEXTMER GPU MININSIRES.
N F XA BT R B R R B A R A N EE IR, BESFERFSH
eREHEX (vertex buffer) M&R5|E %X (index buffer) , EfRFHEEE
AR, XAEFEEETALE GPU #HTIRIETAE], SFEMEH CPU #TEMAINREIE, I
FANSHIMAETXNRS|IEPX, XEETXBEERANED, JBTRE
(51a0 PCI Express) #1Tih0a], PCle 9—MAERESE WA MBIR/KEN, HLLH
MEERREZEIEKRZTMEN,

Gen9 graphics processor Intel Core processor
| command streamer || fixed
function display Ll
810"331 thread it & CPU CPU controller T
dlSDatChCl' e '—-g e e 0
2 o core core
: : : £ 2 memory [ L1
scheduling/||scheduling/| |scheduling/|| | & = controller 117
execution || execution || execution || | = £
units units units £ [2 SoC1ing interconpect —| PCle N
i 2 o 2 ez ||| S
EDRAM | \
| L3 cache | LLC|,, ,|LLC controller [T
slice slice

B 23.9: Z4%5/R SoC (system-on-a-chip, BiNAZ%E) L Gen9 EIF SR ARRIAFEE
HREE, ZEM5 CPURODHI—THERFREEE. 51E, RE5—%%7F (LLC) &
EIfZ4b 230 CPU A% Z B#1THE ., [844]

RZEHREXE TN (BIAIETERT Xoox RFEMNF PLAYSTATION 4) , #IERTH—
N7ZZe49 (unified memory architecture, UMA) , XEFEEFINEZRD] FEA
FNARRAGFEFNEMER D, RABSIEFTARREAE PX[889], CPU FEAZ M
EEREMEA THERNAE, BtthEBERERNSL. SMATEEMSERERER
BAREEXZ, Intel BfER UMA 2243, {E1§ATFE CPU A4 GENO B2/ 2
[B)#1THZ[844], 21E 23.9 Firn, [BEHIEFMEEEFHMEHREZN, BFRLEREER
TFTECH—4A LI 8REE. L2 5EEFN L3 SRERF. =xE—REFE (last-
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level cache, LLC) RFEEXEMFNE—THZFR, YTHEATENEER
RMME, HE—TEEFERXEHEZRERN., URBRFFEEMNSEE, B4
XA R BUR D XS AFR IS EES[E] . &£ F—/VTH, B TR198 GPU FRVEF
MIEZE,

23.5 EFHIE4E

Z7E=FAUT GPULTAEES, MESEZEEMSE, BIMEEET 23.10 &,
BERN, EREPRIN—TEFRREMNERN, 2BdMARFEAERNEE
M, RBDRFERITEER., XENNFANEEME, ENR GPU IBE—
TAGFERN—INRE, PBERBEUED EMSERIARIXMERIINELE T e E T
AIIRA[715], RZBHEHNXFLEREABSADIR (tile) BAFHITEME, XWEENT
1IN EERIE651], BRIE—1NEFE(T (cache line) H 512 bit 4H5%, BN 64 byte, M
SRERNEBRERANEERE 4 B, —MRITAERRBMERENEFHEE—T4 x 4
FIXigA, BI—1tile 64 B, tiFl@iR, BETEABEFPXIEHDEIN 4 x 4 19 tile,
— tile th A ABSHE Z DNETFTT,

hardware unit hardware unit
accessing buffer accessing buffer
A . A .
read write read write
/ Y
cache tile f—{decompressor| | compressor
[) table [ 3
non-compressed non-compressed compressed compressed
buffer tile ' bufter tile 1 buffer tile y buffer tile
tile [—1decompressor | [ compressor cache
table [ ) )
compressed compressed compressed compressed
f * buffer tile ! buffer tile ! buffer tile v buffer tile
memory hierarchy memory hierarchy

[ 23.10: 7£ GPU REAEMEFEXBIRMNEHRATERE. £ EFEHBEY%E, 4%/
FEREMSETUTEFRE (BRTA) . Al MEFESE, %/ BERERTUTEFL
Al (BRLE7A) .

NTRSERERN GPU 2, FEAZSTHESHEDTRER, AZH GPU H#
BISENAEGETT, ABGEITXERBNEITSESEMELS, FIaNEERER
iR, REEZN—RE, FTEIMREIXERBNEHEEEZELE LM, HHMER,
SREFILUEHRIIRE [RIGEUE. XEFENZOMERAIFMRINDRE (tile

table) , ERE tile FETEIINIEE. ENAIMFHESHLE, FEERFERX
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B EFATIAN, XMERRVEMAE 23.10 fim. —HSRIE, BFNIZER
MAFREEZ+. MMeEZPERETINES, BRMERTEHIT BN, pRE
RIE N TTESEE tile (B ETE framebuffer REPIRTS, B tile WIRSEIUEEE
48 (compressed) . REZE (uncompressed) ERE#FIR (cleared) (ETHES
HITIHR) . —RSRR, A ABAREEMES R, Fla0: —MEHEEXTERE
Y83 25%, MB—FNegELELERI 50%, REBMNEEINRE, X PNEAHERIIE
AT GPU FIAMERIAZER AN, RIRE—MSENZEMEFR, /N \NWREFEEE
32 B, LEETANRIESE 64 B IR A), BBAMRBEESEEI 50%., A, XIF 128
B A/NHMEEMS, MAILAIEIFESERI 75% (96 B) , 50% (64 B) #125%
(32B) .

RN REBBEET SR TIIERBRNREE R, SRGLALBRERBTIIES
B, RAPBD tile WRASEFIRE RN DB, MASHK framebuffer 5, ZHijhld)
BERBEMRIEGRETTHEEEINE BERIER BT, ##Es: (decompressor) 28
FTHRBEBDRRPIPRS, REE tile eBELBER. WRIE, NNEEFRBEIrXINEY
tile MBEEEFET, HISFAEELIREN clear B, MABEXSLIFAYERBITEIE
HATERAEESE, B XA, ERFREABIX BB inaAs 5 /75 0] o] A4 &/
£, MMTE TR, WRRSKREERR, MWATUEENZ tile FAXTNAEZ B R, F0#
£ tile ERVBUESIZEY, MREANBIBEBLTEEIRSHIE, NSELEEEZH

(el m [ S

B R RS TRR

HipEER BB G RETTR THENSAN, FEREMNEFFBIRX tile 96T
1%, ESBAERIES S (compressor) #, HEBEZXANEHATES. WRE
MMESEES, BAMMHEREBTAETEIR, FEEBREBMUED bit WHZ tile
HITEAEEN . BT API EELHRAVERBEINERER, FEULUWRABEBEREAL
KWT, WEEZRLIZFERARERBIEIE, XUEFREERBIINIHES, Kizk
BB EIRERBEIFIAFEER, XMBEARSBEINETRNFHE, NREFHRK
T, BaZtile WIKSEWIRENEER, HUEREEALEER. SUWRUKE
RN HITRE, RS RBNIEE RN RELE.

IR, EREBETMNBERETAIMITEEZE (FRA post-cache) , WA BAfiL
TEZ 281 (FRAFLETR, pre-cache) , fE 23.10 PR, FEFESE T AKIEE
IMBEVEFNR]), EREBHIIEINASNEZM681], BEFENRIARIMA
FE4ERE679, 1238, 14271F1ERE®[1427, 1463, 1464, 1716], EEXRBIET NEH
EREAR, Am, BEAIRA, EEEEEFPEHRBERXMAEIEN463], K2
BIEHRIB T — 1 =1E (anchor value) , EXERT—1 tile PFRMBEHGBER, AR
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BIEXTHERE, MAENARNERSHTHERE, ITREFENS, BESEFE—
HIFEAFR67HEFER—FWNEED L (difference—of-differences)
[1238], XM EHATUNSIRINEGR, ANREERETEHREEIEMN,

23.6 BREBET

£/ GPU BHTIER, WAEIXL P ARERXATER), FIaEeE s, REED.
BIRER, BER, BACEMAAE"ZPX, BESLR L EREAEIEERRT
FEHEPBITIERMFE,

RIERTHENFTHE, ARZTXEEZE/IMAENEERI, XERE
&

o B¥E (High color) : H%&% 2 byte, EHAA 15 bit I(#& 16 bit BT &R, o
BIBETAZR /R 32,768 1 65,536 FHEIER .

o E¥ (True color, RGB color) : B{&% 3 byte 3% 4 byte, EH 24 bit /B
FRTGE®, TJUIKE 16777216 ~ 1680 AFMARENEE.,

o F¥ B (Deep color) : S%3 30 bit, 36 bit 8{& 48 bit, Z/VAAF4 10
ZHA BB,

Hrh high color #8375 16 bit WENEB DRI UER., B8, XTHESEIDRE
W5 bit, pRIRKRLE. KENER, BTHeEEMES 32 1MER., XIFELH
T 1bit, BESAZEEE, XHEMTET —F5-6-5 NEIDHE, EREEEE
EANGENRBENSEZNEKX, BDARNZERAINE, BEUEEEEFSHRE.,
high color ZLt true color 1 deep color EERE LR, XERNIHEOEME
= 2 byte IATFE, BEELLIHQABMEE 3 byte FEFEZHWAFER, B2, high
color BXEFEREXBE XL LRIFFEFENR, EERAFRSER high color &3,
XEERANESMEEFRRE 32 1 EE 64 RIS, 1BPBEBRHZBHNERT]
MRB SO LR, XM @ENERNET (banding) EBREDE
(posterization) . BF—MFRASHFH (Mach banding) [543, 653]R9EENE]
R, A RNIRASGSH—DTHKRTXMES, NE 23.11 iR, Bis) (dither) A
7&[102, 539, 1081], BMEFRIENE/KFEHIRESE—#E, BB TRt =B DR,
RIBIMBMENE D PR, MMM, 82, BMERE 24 bit 2R
F, IMHTENTRIRESRIBE., @MEFEGEMRINERS ] A EX e
[1823],
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23.11: HEEMEEHEANZEN, SEMTFRAENR, REXNTIX 32 MRESR, HA
BTRERNEERABZIEER, EEHTEHMEER, S8TNEXEERBELLER, 4
WE=,

true color {€A T 24 bit RGB Eis (3£ 3 byte) , S EIEEE 1byte, FEPC &
gk, FEINFAENS®ER)N BGR, EAEE, XLHERERFERSIRE 32 bit
(H 4 byte) KiHTEME, EANRZHAGFRSEEEXIAD 4 byte sTTRFH ﬁﬁEHS
B, ERELERZ L, E5MNY 8 bit WA AR TESE alpha @18, Bl FI&E—
RGBA {H. 24 bit 2 (7t alpha) FRtB#IRAITEERE (packed plxel
format) , 5 32 bit IFRITERABEL, EAUTE framebuffer WRFESA, X
TERNERME, M 24 bit IR/ FLRRAMIEZN, SAMABAIEEIHESE
#, (BREELLRE 16 bit WIERNMES,

3T RGB Efitg, deep color BJLA{EH 30 bit. 36 bit EJZ% 48 bit FHTRT, BIE
NE@IE(ER 10 bit, 12 bit 8% 16 bit, WRH1 L alpha @&, BBAIXLES ?%«iﬁ'ﬂbu
%] 40/48/64, HDMI 1.3 X#5FRH 30/36/48 &=, DlsplayPort mELX S

&% 16 bit,

HEEtEERaREBNEER, NET 23.5 Fiid, ks, EET 2310 IS E
BIRR A, #BFE—H iR thumﬂ’é)\m)#n HIESBBERFRS. XTRESHCH
¥#1E (raster operation, ROP) BETHITANIE, 1 ROP BESERI—1AEFEYD
X, Blan{ERBANHEERER1160], BFTFRBATEI M E R EHZEHITITE,
EEK—TEBEAX, HRBEEREERR L. ARBRIMBNEARE P, WE A
=&,

23.6.1 PSR R IZ 2R

E851) GPU R, #IE— 1 MERIEHIZE (video display controller, VDC) ,
WP ERSIZE (display engine) EEERIZO (display interface) , ERATEE
— NN EBEEPXEHAETRE L, BER GPU F—1MEHE T, alARIFS g

O, 540 HDMI (E,%%&%{ZIS};D high—definition multimedia interface) .
DisplayPort (DP) . DVI ({==f5i#%0, digital visual interface) #1VGA (1157
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EfZB%5), video graphics array) %, EERHEEEMXARESMUT AR
g2rh, a0 CPU BFMITZESMERIAEH. THEMNME FFEMERP. nEF
g3, EEUNUEESEM GPU IR, B2 CPU TEEE#ETIAE. B MEOEE
AEBENMNENY, REHMEEFTPNTIAS. HNEEE, ERNEZEIUZEM
2. VDC BRI AHITEGAERL . (EIR. SRS T EIGIREINEE.

R (HURRE RS LCD) EMEGNREBREESH 60 B 144 )% (Hi%k
Hz) z[8), Xt ANEERIFIZE (vertical refresh rate) , KZHUMRESERT
72 Hz RIFIR T ERRAGIIR, BXREFFNEZEFR, FHNET 12.5,

ETSERATERZAELBEEG THE, SERFE. 8202005, EEFMETR
R, TEMRFERBEELZ 60 Hz, (E2U7E 120 Hz L DS HEE, EZE0U
1A% 600 Hz, T ERIFENERRMS, BEREESHETRZR, BRNEREAN
em, MNMREBBVETMERAB, BTREZMERNERMKAE7, 646],
ETRBPINESMEEDRA LRI 8 bit, B HDR ERBZAIEESHIAN T—TEANE
THREARER, EFESNEERIUER 10 bit EEEZ, M HDR EREAERT
R PRAY LED 5 Y6PETI)SRILRM0(180 LCD BReE, XEFEMAINFEERENEE
EEBEE AN 10E, WEEEEBEERZRM 100 F[1596], BEREENERRD
FAETSHRGERE, BTEBRTANIERE (pure spectral hue) , FIGNEHIEE
UG E, REERBUUEREN ZHNAOETEE. BEXBENESER, #1E
T 8.1.3,

AT RDEEERELN, —EATHETBENNREZEAR, el AMD 8
FreeSync 1 NVIDIA 89 G-sync, XEHEEEXN B ReESMRIFTRFITISEE, m
T REFBEENERZRIFER, MMEN GPU BERRF=EMNE R, Hlal: MNRE
—IFE 10 EMWRFITER, M F—MBEE 30 EWRBITER, BATUESTE
BEMBERZE, ILEFENEEE TNEREITER. FRAXERAKR, FIMMESFE
REERENRG ., I, NREGAHITERNIE, BAMARTEZEMEBE P RIE
FEREEPR, XFLAIUER,

23.6.2 B, W, =EEH

FEET 2.4 5, BAMRBINE PG N TREFRTERTHLZH, BEAIZERE
FeL. B8, BIPENEREH. REFEZ=ZPH,

RIRBNMERE—TEIX, BAXTEPEXOAE SEERE R R8s LT,
SEH—TMEETPN=ATN, MEERH[NRG, FE LRI ZN=H
2, ZRR— ML AGRIOZR, BMEBAIRNMEREST ER=30RIFER, XMEBLE
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PESFERE, WRB(NVRAEBHREPXREGH —TRAN=F, 2SR
EREHISEREESFHINSMoRERPXE, BTGESEMEIEEE DX PRI
fRER D TN, XMIMRERSIHRAMH (tearing) , BAETHNERERRIMGEH
FEHAL T MF—1F, XAEXNERAARENINETNAR, £ —EHZNARRL
(5140 Amiga) , FATRIBAMNRICIRAOMUE, MMmEBREREHITEE, MMERFS
ZPHEERBIERIBTT, S, BEHAELRMEAT, EHUMIRFAIEZAETALS
AIfIoh, “S5HRFEM (racing the beam) ”E—F A DUB/MEIRAI 5 E[6],

NTEREHREE, BMIBESEANRE PG, THRHNEGEREINEZEFX
(front buffer) &, MRESIMIFEEHFEX (back buffer) FRNIEE T HAEIIEELS
HEIG., FEEEPHNEIEEYSHEFRNFITRIR, XITRIRBERLAETED
BB ETRRZE, MNMEBERHRIR, XMRXBFEBEBIRBEATEEBE
HXBYIEF R, 3T CRT Emsams, XTSHHEMANERE (vertical
retrace) , TEXENBARNIIMESKMNERRSEF (vertical
synchronization pulse) , EIREEMES (vsync) ., IF LCD Brgdms, HIAa
RENRNIEETE, BEBANISERBENAE, RKRXRTEDEGRNINEREEZEE
e b, HFEGERRZEIEIRRBIEEPX, XTI ERRAAMSIEEER
A, #BtRTTZNARERR, BEAXFIMEATME, FTEEERD LHITE
MEESEERINSR, ERETENILNE TRTZTEERNER, ELbiXEERT
HAGR—Z P28, ARMmTMZE, (i) EEEHPXSILENNNE
Fam<hEKA, MANESFPXNSERERAF . XM EREUE 2312 Fik.

buffer0 | front || front || front [[ front |eees
buffer0 [ front |[ back || front |[ back ]eeee
buffer1 | back || front |[ back [[ front |eees
buffer0 | pending || back |[ front |[ pending |eeee
buffer 1 | front || pending || back || front [eees
buffer2 | back || front || pending |[ back |eees

B 23.12: WFeE—gams () , BSREERBEEZS, XTREF (RE) M=, 3
—TEPX 0 fUTRIA, EFX1UTREE. tsEE—NPRMEIat)RElEe, RZ75

R =& (KH) EBI—1TFFEFX (pending buffer) #HITIIE, =% PHLH
B, BASBER—TEIX, HFENEHRITER (pending) . IR, RASUEERET
XE#HTESR, BEIEGSTM (back) . &, BREFX (front) .
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XREPANEIR BT DUBIE 5 Z N EEE P RATIER[1155], HMMZAEFFEHRX
(pending buffer) , XMFIWIRAN=EF., ITEFHFEHNXSEEEFXEE
N, AAEER—TBEBREYX, HEFUEETRHEETXNNERTER, FF
ZHXE=RPREATPN—ED, T—mEAE, HRMTUARXPNEFFEPX, ME
TR, BEHRAFNEEEPTX, HELMSTBIER. A, ERBAFIE]
BEAX, HERGURE., ME FRARBHRE, ITEFAXEBRTNEFEE
MX, X MIFERTIAEE 23.12 [KESEWHEE,

SWEPERLE, =FPE—TEEMB, BIRFAIUEFGEERERRRTE
XTFFEPX., ERAREMNG, STHONEFFEELORTANER TR
iHx, HXWERBLA—BERTHFS. IERNEZFXERNITERENR
&, MEEEFXNLIRFAE, RAEPEFHET —TELTHNEE, XTEIEK
EAFEHFETR. ZZPENRRETZEBMN—MRIER, EREEXNAFBEA (]
iHE. EInERITED) RN, ZHAEZRRERSEE, RAXERFS
HRAESFHFRPXTRERZETZRERN, ELHZRILER.

Eig b, BAIAIAMER 3 MU EMNEFX, WREBMITENNEERRK, BLES
MNEPXSHREZHTE, UNESNEARTRER, ERNEEZREBELR.
BFER, S RTBOIAN R — BRI G, ER—TEREHN—TE2RE
i, PHEOARNETX, EPERIEHH N ERiETH#TTI5S, HESENER
ZMXOTESRNN R, Bo)E T—rEPX L, E—RMNMEERETHKEARS
5EZYETER, BIAZiEEERNEPX,

7 PC Bz IR 2R SEIERIMINIRA —FE X552 @F R SLI R, B 1E 1998 &,
3dfx A EIFER SLI SREN A (scanline interleave) MNAE, EFMIE
s RARHTIET, ER—PMESHIEHESE, 5— TR BEIFHLE. NVIDIA
(K 3dfx B E]) ERAXMEERFRTAIY RNEEEREO (scalable link
interface) , ATRAERAT (FEEZ) EFNRA, ESATHEHNIEMERET
2AE., AMD Y§EFRA CrossFire X (IFEE: —fRIUMERRKA) . XFERH
7, BREIERENDHAT (HEES) KEBDEIHY, HPESKERHAR
BREFHN—E, HERIUISKERATERE KN, REHITREME. &F
—MER ATFERSERMOTESETINE, &8 LNEERILE GPU BER—
TR, WIRAREMIER (alternate frame rendering, AFR) ., S&AXMA
RITERMVFRIEINER, BEREBE/LFEEF, FRIZED GPU KRS 10
FPS fIREHITIER., MRS GPU 2MAEHRINANIE, FBAFMER AFR HlHIAY
GPU, FIBARA 20 FPS RIERE#HITIEZR, EZMT GPU AJLAK 40 FPS FIRE#H1T
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BR, 81 GPU LB BRI ENCERB CSRZTN—N, REA—ESEE
B,

HTREDHERNAIRS, XNETERERERERR TR T TIRAIPLEL, R0
R —F T ER, BENNTHREL[687, 18051f1FE 271 IMWBEERR,

23.7 FREZIER. MINFIE S

EARNTR, BABNABSRERRNAEAT, SERAEETNDHER. REN
. ETRENGIER. AEES. REEEF. REZDH early-z,

RENDHR+TOEE, ANEATERERER. flal: RgB(TEERL—K
MEAERF LR, XRBBESTEFIORE. MREENALKR 2 XEEBHBER
fll, BBAREAEZEARNME LFERK, XM ERKEIRA z-fighting, 15
IR, MRXITAKSREEATEHENSE, BRMKNESEHRE, FAET2BEM
IMERRIBIRT, BABTAEERAM —ENMUEXRN, XN OANREEZHTE
HIER, EXABIELN 2 FBERER,

FMHIES T 2.5.2 hETEFIN, z-buffer (BIREE ) AR SRARRE it
B8R, XMENRBELESMEEL (HFEHAE) BE 24 bit {E 32 bit, FHT
DMEFRESMERRNEESHMRT472], NFERBREMS, X MESES 2 B
Eth, BIRERNONEN (%it) . A, NFEMREMS, REESRIIDH
M (FESM) . ERABASHBYE (H2 474 5B HIE4.76) , TRERMU w5
g2 (572 472) . WRESERTAN P, = ¢./¢ , EFR q25RFEHIAFE
EHSE, WFESMERTE, Ep. = ¢/ SMNEEVEE (I90: DirectX i
[0,1]) BREYZUZEKGER [0,20° 1) K, HFAETE z-buffer B, Erh b 2 bit i, HX
RERENEZER, ERET 47,

HiZ unit depth unit
coarse | N| coarse |nN| forward [N coig;pl:& | N] early _|> pixel L N| late _>
rasterizer [Y] depth test ] HiZ update [V --imerpgolate Y] depth test [ Y] shader [y]depth test [

it 2 S &

HiZ cache - l—fl?;ill::na(falie - depth cache
* N\ s
][ | tile table I::I compression I__I decompression I
I memory hierarchy
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B 23.13: —MREELNAESZINA, HEPH 2 HERR (z-interpolate) Z{EMHER
HIFtEREE. [46]

EHAPREELWE 23.13 Fim, XTMEEZNEEBENE, EX—TEETeMt
FIRHE, SIEMENRERTIN, SEMRTEE TREMNR, TESBENDR
ESANFREEFPXFHNNUE., BN, XTELLTA+oEN. ERZMERD M
FAYLHRM (coarse rasterization) FFi&, EDN7E tile K3_EETHME (=T 23.1)
i, RSBESETESEM tile TRWEIBR T —MERH, BIFTBA HIZ 8T, B
17 z—culling AR ER o

HiZ Bt M—MEFRNEREN (coarse depth test) RURFIE, XEBESHIT
MFEBIANEE, BINTERNE 2me: FIBR, B Greene FIR z BFEIERIEN
[591], HMEET 19.7.2 F#HIT T MR, XTMREREE tile PEEMAEREN
BAE, A 2ne: « B tile KINSZRMEX, BERER 8 x 8 1&E[1238],
XL 200 BRI AFEEEEN R EFE28% (on—chip memory) , & EETSE
Fift Tk, £E 2313 F, BATEHEMRA HiZ £7F. @ERE, BEWNL=Aa1
EERTEEIXA tile 3B, AL, HNEBEHERA tile P=AWHS/) 2 (B 2178

o TR 2 > 2000, BBATLMRIEX N = @A tile RGBS 8 TLE I RER B
1, AL AR IEIFZ tile R=AFREELIE, XHEMTE T REZIVREN,
WER, ERNRTARAGREEFNARNMNGT, RARERNRENESEER
EELPRIERN AT, ELRNAS, BITTETESE 27 NRE, EitREE
HE—MRTOEIHE. T8 27 BIVMARNAE, S5 555 B it

==

/J\O
2. FR=ATHNTAELE, 1TRELZ tle T AR 2 E, HEREFRNR/IME,

BXMIRESES(ER, FILEREHIERNZIFRIERE, KRBT T 2mi EFRRK
A9AR R SEENRY.

F—MRBERERENNZE 2min FIFR, EERBZRMBEREN 2mi FHEE— tile
22], EEMIMARE, B, ErRARANRESR z-buffer FIIREL, X T IEEEZRA
=A@, WRBANEBENBRELTIE ZBNERN/LOERE, BAZE D
EHITRERAOREMN T, AREEHERT, X z-buffer BIERE A AR E R
By, X#E—FiRS 7 HEEE. HX, ERMATFARRENRENN, X7 2nwe
SbR7AE, BAMRERRENNT (less than) WREMK. BZ, WMRATE
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a5 EMEENNS —R=ER, HEUNR 2min M 2me: P2 BANRR, IBAERX
PN FIE R A IFAI AR BASRENNSL, XER+oEEN., BXFAEEXEIME
MEOREAEEIA, ¥ Andersson BItE+1832[49],

2313 NGB HEAR T EM tile F 2pmin M 2mee WAEIAR . IR=AFEE
TEA tile, BARILAEIRTE HIZ Bxh#t TERM, SN, MBZEZEEA tile AT
BENRE, AREEINNNR/MEMRAE, RAEBKIER HIZ 82T, Xi§
REIAN—EFER, Andersson FALS0RE T M ERPATX TRIE, Z5A
AFBERBARAEEFNGRERE, HEIREBSREARIBDNFIFRBE,

ST AEREMIL P EE TR tile, BRMEBRRIBHANERZR (EHED
23.1 HETERRINEATE) , ATESTMERIRE (FE 23.13 HfRAN z-
interpolate) , XEEREIELIAERTTHR, WEPRAMER. RIE AP BER,
BRECHRMNTENIEB/A TSR, AMm, AREELT (FTXHERHRTITE) ,
I IAEAREFHA T RRIER T, #HT LI, XFRA early-z [1220,
1542 BEREIRENIL, Early-z Lfx ERZHEBRRERSR[ZAIHITERREIREN
i, WEENATRESRER. BIXTERE, AINBERAOENEREERHINN
17, early-z AR EZS 2 FIFEEE, Lt —EEHTEMIAVEHFHITHIT
Y, EFREER I ARE A AR fER.

FETFZBERT, BN 2mes DIBR. 2min 2R, early-z #35H GPU Ea{ERFHR
7. B2, IRGREREPEFEESABENZRE. FAEF (discard) #&fE. 3
ERBESATEHOMNE (UAV) B, TMAZERIXLEINGES0], MRTAER
early-z B9, BARENMNNKBEEEGRZECRZEEHT, XEMAEHRENR
(late depth test) ,

E—EEFEST, IIUNERETHNEGRITREFERNE-N-51&E, DRI
MFfE, EXEERT, NRHENMEXFMEREE, BABNHNENXEA

early-z HBEXENR, Z— ARG REEHE L BEXRAENERNFER
RFARE (conservative depth) . EXMIFRA T, MRZFFAEBRIEIBEENRE
—TEAXF=AARENIE, NelEH early-z, MERFIF, HINTFTUER 2ma: 7
iR, B2 EERBHA early—z # 2, 3R,

5 ZBi—#, BEFIFRAI ATEMBIRERERIRSF FIRGITFL. H—MEBERMUBRNR
MENEERIRARZ z-prepass, XTREZE, BIETER—EBIR, BEREE
NAEER, ANERGREENEANGREPIVRIE, EEREEE pass HITE,
EMR“HEF (equal) "AEMIL, XERERBUTHRIIHNRETSHEE, EN
LERY z-buffer ELHEANIANL T, 1FNET 18.4.5,
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ERAARNHHRE, BIBEENRREEEZTNEGFNESE, WE 23.13 A FAM
Te XEMN—MEBARSLZMWFET 23.5 RFHEANERS, HPS tile BRI LA
FEHERLNEENK)D, HEERE—TREHBIBNERAR (fallback) , HE
FIEREFNEEEARNIHME, MESERERREREE. RERER (fast
clear) BTEBHRAEEHNXNTEFT RS, BT REERETEPELMLH,
ALt E NHNEEEEBEASUSHBEREMETELE. BEASEREERE (delta
encoding) MIZEDFA. BARER—LHEKRFIA679, 1238, 1427], IREM
HiZ BF o UAREFEER LEFPXA, FHE D TMNETAEFERROEMER S KT
BE, MEREETY—F, ESh ELHTEER T BREN, BEAXEEFIXFER
BBR, ZEEANBRTSZIFNRAD PR,

23.8 WIEft

SR-ELGERME (BN, TEMEESE) , FILAE GPU 24325 RV Y
LI, (EREEXRMRRE, (EREEINEERSEREEM A IMESIXLEREIR 40 {2
[1599], BEBERETRHITIUE. TIE. clamping FIBELEEEAEFRIE (556

g) . e580REF—RER, AR TEETH. FiITEFRIeRERNIER,
MR EXNEERER TR,

T BESE LSRR /)VERESR (FlE mipmap MR @S MHITNE) , BRIIEERISUE
MIFERBETEFNSEH., BHMEiR, BETESIENATREER, BINFE 0u/dx
, Oz/0x, Ou/ly, Ov/Oy. XLEBEFEEEBETIRENIXN A TAAARSEE
X E & R EATERE (extent) . MRBERFEAINRE BRENNSEIRLITRIF(]
838, BAXNSTNBEEREITITESE., NIRSCBLITSER—LREATE
%, B (u',v") = (cosv,sinu) , BABRBERAERITESHMETESEMNE
Z%, PR, {EAEINEN (chain rule) EE™FSHSE (symbolic
differentiation) {37AZFIEERI[618], REML, EFEHEHHAISIERERXLER
%, BAZMRERTERIEFEER, BR—THRINNEEFEAMEWERITERE L
MREHMER, HPREMNEEZESERTHMMME., RIIERRERBITNAEERITE
SHERN, fu: tERBEZEZLEHITRENRFOESE, AEBEAXTSE
MARIBOHEMLE, XE+oEXN, B, SHEERE—TWLEERKLE (B
2 x21R) , FH 2 My WEREDRFTHEITE., XLENT2A GPU RZEE
FTFREEMNBENREA.

—RRIR, SHNITE#HEEEEATH, UMEiR, ENXAF 2REEN, SEFRY
SIIEEZEMMAF L, {8 cross-lane 184 (shuffle/swizzle) EFERAY, XH¥
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HIEL P ARIFRHATIEAN ., — & GPU RFERBEEINRENEHRETRITEXES

8, AUt ESEGHSERTINASCHnE., —LEBNAAENE 23.14 Fim.,

OpenGL 4.5 #1 DirectX 11 B 158 S2 (coarse derivative) FIFE4HS4%
(fine derivative) [1368],

fine

) o e |
$|eo | Vil || 4

top left top right bottom left bottom right

coarse

B 23.14: AMETESHNTER. BEPRNELART, MEESRERAGRSFLAFTRLER
ZENZEE, fIal: £ LA (top left) FIKFEENALBGRBEELLABGR., NTHES
# (x) , IERNmENT™MEEHERE— K FEEENR—TEEEE., I THRAS
# (R , UeERARZLOXERNEE. [1368]

FfE GPU #B{ER T SR 4EF[362, 651, 794, 795], RSB/ SIBMNH Se(EH, —L&
M ERE— T ETRNEERLESEE, EERFERAM T TRAIINSIEETR, ﬁ'ﬁ%
— SRS EMA XN N ZBHE—1ERE, BFEMUEER. BERER—
INKF ETEGEES (BE 2 SRAM) RLISIBEE, XNEEFRF ﬁﬁTHiJE_éYIEbkEXE’\J
ZR, HipnEREIFER, BFEBREIRANEFTA/NEURT M, WRED
1%%3%%11&"31‘5Eéﬁ(%‘iﬁ%ﬁ%*ﬁi&ﬂ’\]ﬂ%, ENRAGESEEFPIXEXLENEE

. [FENET 23.4 FiR, AFIFEEE S tile AT, REFPFHIER
E”Eiﬂafiélllﬁr RIFMENEN, MeWBHEFMEERNR tile P, Fli04 x 4 XK, ¥§
B—1 tile WNERE—EE, ALXEFTREHE[651], tile AR/ (B byte 9
BfI) BESEFTHOANMAEE, F 64 byte, B—MEELSIEN S EZERRS
B (swizzled pattern) , RIZSIBSITEEWEIRAN T EREFE (u,v), HPE
Tuflov#En bit, uHFE i Pbit RN u; « REE (u,v) EFMRFIE—R
BRI A £, B:

A(u,v) = B + (Un—1Up—1Vp—2Up_2 ... V1Uv0ug) - T (23.14)

Heh B 280E9ENE (base address) , T 2— 1M EFAG AR byte #1, XFhE
MMM S7ET, ErIAFAUE 23.15 FRXEIRF . FEAMIMESF R AEES,
XE2—1NZTEERMZ (space-filling curve) , #&FRA Morton [E51[1243], BER]
MRS —EIE[1825], AXMIBRA T, ML HN, ERALEERERE ZH,
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3 12 4 8 7 ] 8 02
L -
32 3 s 52 6 112 116
-— -

40 - b6 bl / 104 108 120 124

28 37 103 96 P0S RI2

136 7140 /1152 7156 pjo 7003 /016 7220

> - —

T60 6 TR0 J2a PET LT
- ———_

168 /172 /184 188/ 232 P36 48 1252

E 23.15: XMBIERE (texture swizzle) AL T XEANFIHON—EHYE, BHIEXE
HINEKRNA 4 byte, BEAENNEMMIERETETNVNENALA.,

SEERTTHRAEE T —EEREN, KNI AENSCERNHTRE (ET

6.2.6) . SWEXIALL, EETEINEEEHRTHIMXEINE, HERBESR
BRZME, BER, EERSERENERBIFMNSGERFNIE, BT HM—LEEMD
NESRN=, MRERTHHESEZTXNESE (F1 235) , BASHERXEFE-T
BRERRIENSEERN, B MKITED., SERBEMTAERT, S—MEEZEM
ABEMREREEIH, NBMERBINAITEE, FEEBRITAREEEFME, UHEE
[IRVIE), B MIERE LSRR THRNINENAVEH ST, RN E P EREEN
HITEREN716], EEREREMSMNERE, ENEFPESRBIREMEEIFNLEE
T EAE], tRIAREEAEER . BXEFNEENEZER, FRET 234,

mipmap N T8IREFHNBEEEHIEETEE, RANTEREHTXZ-EEZEALLH,
EBA—T=BFNE, BTMGEEAARKTLEET BHFI—IENE, mipmap
=g/ MR, BERSEIRIE S MR M EEAIER Z—,

23.9 22443

S B IREFITERSIES AR AFAFTIE, XILF R MUE GPU BIFRE M ER
7. EERRREANTESTER, RREHEMERBYRESERAITEH. —MBRK
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W, FTEREMNARANANE 23.16 Fim, NBRFEESAZEI GPUH, 7E
BU—EREZE, RESETN/UTET (geometry unit) FFHITHITILAILE,
LA MBS RS LR —EYM BT (rasterizer unit) #, HIXLEHLE
TTHHATHMME . REEE—RGRAIEETT (pixel processing unit) RHITHITE
ZEBNESRE. &E, BEINEGRLKZIERZUEEE.

G R P
T G R p :
application $ _ $ . :(> _ E> display
G R P

B 23.16: &%RE. ATHITENERAREWIN—AREME, ERLNLAERET (G) | S
vt (R) MGRLERT (P) AR,

STRENEGNS, RERNEERIRE, MRBARCEE B4 HEFESTED
7, BALEFIERREIBARIIERERTT, XAJAMER Amdahl EZ#TRTR, B

a(s,p) = % (23.15)

S +

p

Hrb s S12F /AP ETHO M SIRNESE, B 1 — s RETIUFHT AT
Stb. Woh, p ERFREBBEEHTHTULE, FRAEATINSAMEEFET.
Bl MBHRAIBDRBE—SLIDE, FREMT=A, PAXEp=4, 512
23.15 Bl a(s, p) RISHRAIMEHARFEEIMILEEF ., MBERIVEIREI— g
i, EIa0: Erhgl 10% 2858, Bl s = 0.1 ; TERITETE0H, EEF
SIS (JEBIT) HIMEEES 208, Blp = 20, BABAIAINES a =
1/(0.1+0.9/20) ~ 6.9 , MEAIIUEEI, HAFHLERE 20 EHommiE, EEET
B /T PR BATE S P BRI T MAEROIEF, STFRL, % p — oo B, BAHBR
851950 o = 10 , RESEBHBAESGEHATES LT, TREESGESTHS
B, X—SHTRETHEN, BEEATHIEITRENHZE, STHHE
AnHIAER= L E 2 PR,
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NTFEEREMS, 2 TEREHTIHEN, B2 draw call FRETTE SRR
CPU LRYRRIME R H#HITLIE, Et, w#HTEMAENEE, MMESHTE
TLHE—EBERAFRBENER, BAKR, RIFMSEENHIFRMEETERIRES
TE (BT 231HET 24) . FEIFENE, JLARTHGRGERTTAI KR
SANERMNESG R, BISG—/ ALU, EERNNRGRREBO P, FRERZRMEER
TH—NEBREN (F7 23.10) ., BMERXE, BERAIFMAENUELTOE
E, HEXBRE—MHITRMENDEFE417, 1236], HIFRIMRETEEFES
RENE IS, XEHTRMPT4E T UM ARERENTES R, WE 23.17 Fik,
TN BIMEFRA sort—first, sort-middle. sort-last fragment [ sort—last

image, IR, XLERMLELE T AENA RS E GPU RHITRIT Z BN,

RFIRY RF RFeeRp {5 RFeeR)

|J\7sort£r;‘angles{7 G|l G |ese| G G || G |eee] G G || G |eee| G
G|l G lees| G li? 7 {?l N SN2 N2 SN2 N2 V4
sort triangles to bins
SN2 SN2 N2 NN N RN R R RI|R |[eee| R
R || R |eee| R R || R |eee| R NZ_\Z V4 T 7 2
| sortfragments | 2 1P leos] p
22 N2 N2 NZ N2 NN 2
P P |eee| P P P |eee| P P P |eee| P N7 SN2 N/
merge color/z
|_| Y |_| eee |_| o0

E 23.17: HTEFZRMNS X, HER A BNARR, G 2/1@%8m, R 2%MtErx, P
BBRENERT, MNERIA, 2o 5IE: sort-first, sort-middle. sort-last fragment ]

sort-last image, [417]

BT sort-first M ESE/LAMERZBINET#HTHIR . ERE2EREND I—
AXA, FBZXIFANETAER “BE ZXENTEEL D, WE 23.18 Fim.
BnE®at e, MABERERLKZAMITXIFGELT, XMEHFTE,
sort-first R R el LR R&/DINZEM[418, 1236], BIEEATZIREER.
ERHEEZ TREREFEREZNNASN, IMAERABIEH, ARASTEEIMNE
I HER—BITTENHETER[1513], —FIUfL Chromium [787IMARZER B L
KT, EFMER— T IIEuLER, RIUEEEBNHITERE L, Flal: sort-
first 1 sort-last A] LASLIER S BB R 14 BE.
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2318, sort-first ZXFFE=RIDHZ T tile, F R tile DE—TLHE=E. AEKETR
BEASENHESMNLIESE, X5 sort-middle /AR, EESEE/LALETRZE, B
MEREN=AT®HTHIF. RBEME=ATENHIFZE, 7TRFREGERHMIT.

Mali Z8%9 (Z75 23.10.1) BT sort-middle 28!, J{A4MNES TR F ALHEE
HEWNALETEZE, A, THREN/VEIEESEHIFAEEARESNER, X
LFRA tile, FRBEN tile —ERBEETES. W8, THEN=AFERE
Z1 tile EE, EULLAIEESWZ MM BTG RAIERTHITAIE, XERERY
KR, 8t ETAGRWMIERT, TSR E#HE— tile K/AIMZE I,
XERREEHNME PIFEEE o IEN, SEAEMNTLAEFEHE D ERE1 tie
2fE, 87 tile Y AR R IR o] AR LIRS 01T, B LE sort—-middle £ EY
HIZRM S RNIERLAIEFANITIR tile B z—prepass, XEFREEMEERSHIT—
REE, A, HARERN sort-middle ZRAAEFSIX M,

sort-last fragment RN 2/E (BRMARITER) FGERLEZR], X
SR E THITHIR, —MIIFEE 23.10.3 FTHERRY GCN 22/, & sort-
middle 22—, BxRE/VERTTHRABES SIS, sort-last fragment F9—
MIRET ARRERAESE, XEREERNAFTRASHLZR—MERLERT

Chapter 23 Graphics Hardware B R@ {4t — 32



B, ZERMER. BREUR—TIMCRTLENZAR=AK, iR
TTENEN=8R, BLMAERRKERTAFENER-E,

&/@, sort-last image ZRMSEBRAIE 2 EHITHIF . XA PT I AR
[E 2319 AR XM UREER —HIMINEL, BxomEIENEL L,
BTMEZHREBER—TEERENEG., AEERENEHME, FIEEGESRIEE
1189 z-buffer KAITEH ., BTETENE, sort-last image AR TIETTELI
OpenGL I DirectX Z £ API, ERiXLE APl EKETIRB & EMNINFEITER,
PixelFlow [455, 1235]& sort-last image Z2f89—1 5+, PixelFlow ZRigt1{ES
AR, AAEFERTIERER, XEREERASNANNATHITERITE., A,
NEHFEENE, BaNRBEA—1EM (FEF: MZIENEREAZEM) {#/ sort-
last image, ENXMEMESHEELRERGARETR.

- ¥
-

[§ 23.19: 7£ sort-last image 1, FHRPNAEMASHELEZTENLERER, ENRE
EREGHITERNINE, BHAESRELIEN, RLEREMTEESRLERIMET aE,

JFAER tile BREAL, 45 sort-last image AREMN— DN EIBAET, EEEERT
RZEEMAENEGEIRNUAELUE. Roth ] Reiners [1513 @I {EFRE L2
ZRNEEFRBIRAERE, RNEBURERMNS MR AFEITIH,
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Eldridge S A[417, 418[#2 17 Pomegranate 2244, iX2— sort—everywhere Z2

1, BmsZ, EsE/aEx (G) MMErT (R) ZiE. XiExil (G) &EH
wiEEe (P) ZiE., MRERLNEBETHNEREZE, #MEAFFME. HLt, B
EARGAERNT K BUENMTEZNES) , TEASSTEEMNTE., EPa0iF
FrEgtSEIA— T EA RN fiHEIN RN S, RITNRA, BEEEIIENE

m, MeE/lFEE4MEK.

BEFRARFFREERGE (EH. JUATLE., TG ELE) EiRE—&, Ml7T
—NEZBREG, NTXENRSE, AR TIARMAMNLEE, HEENIERRRE
ZABIER: TAEFEEF@E[297], FIFO (Foitsftd first-in, first-out) BASIEE
KEETEETNTFZARME, AEFETIRRINEHITHA, MR E %
REMoREERK., Fla0: aTUE/LEIRTHEMEETZBHRE— FIFO, Xt
—3R, MRAMCETHTEELE—TERRIN=a%, MEERL/ 2T
HE, BAJL AR =/ARA HITE R,

A FriEANAERIF R EE A RN A E TSN RARR, ¥ 0 Eldridge Ni&L
18X [418]5#& Molnar FA[1236]19183, FSREXESAXRER. BFABAMUXI KR
HTETERLN, HEXEARES 18 ERHAITTITE, IREZENFTRIRAEFTE
EAAY, BABEAIESHNE-E, B, FIRIT—TNAEFIERASN, N
SESECURL (PIMNENZEFEGFNE%) BAZRERD, XEMEEE
M, E718.2 ANA T HNIE BRI AR 5A.

23.10 EHloHhr

AXNTR, BITBENB=FTRNEREEN, FIELEaNBELBIREH
{8 ARM Mali G71 Bifrost Z243; #A57128 NVIDIA B Pascal Z243; s=EH(11S
NB—FIEFRA Vega B AMD GCN 2284,

EER, NTRARWETTME GPU, EEEHASRBESETARENRERL, X
WEENAIRITAR, BMEiR, STNEER (FIaEk) sEEEFAERENS
BRI PHITIET, FTENSHERE: MPRME. IR, EFHE. Sl
{EIZHE. MEMDSIZHEN ROP HES, LKA TIRERKILEE. ThiE
ERTAFFRERSFERNES. &%, FEREASHRAIPHENISHNRE
&, HIRIFXEERME GPU S H. LHh, REARDER BAZE B & B 28 R g 24
RUMEBERRSN, FERRIXLERRIN, HIAIBINEFRANE, YT —TI5ER GPU M

=, EATENERENRETHENREEXIFEER, BN XEIRBIRET".
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23.10.1 £4If#53: ARM Mali G71 Bifrost

Mali =& 7 ARM BIFRTE GPU 2844, Bifrost @fth{i1F 2016 & & IS4
(3¥E7E: Bifrost 2ILEX#IEAR, FZRSTARAIFLIN) . XFMZREIBEFE
BEBMEEMHRARXRSE, G0 Fl. FAREBEMBNE, 2015 F, EF Mali
B9 GPU HEER 7.5 (2R, BTFEFPFZ LS EHBMIETHERN, FLigit—
THEN. DERBHVENT2EER, MAMXEXRFHEEQDR, AL, FA—
sort-middle BB RE XN, EXMZMT, NMEFNFEIEREMAEEDSH
F, XHEHEEET IR, FRERN Mali Z2/948 /8 F sort-middle 28, BRIt
DIRZEF (tiling architecture) , & 23.20 BR T — GPU HIZEMRERE ., Hi10]
MEER, G KRZBUUZIFZIA 2 M Fi—NERLSIE, XL ARMRER“EE
g2tz (shader core) "EXMARIE, MA R “EEBER5IZE (shader engine) 7, XEB
FREBHRIE NENRATEESNNTHERSDIERE. — 1 &8285%6E
B—RHIT 12 DERIES, BHMRR, —1TEBRIBHREET 12 P ALY, %2
FIRIR(ER 32 M E®EISIE, X2EIN G EEMN, ZZ2MChr Erl Ay Eigid
32 MEEERSIE,

driver software
<> shader shader shader shader
job manager engine 0 engine 1 engine 2 - - engine 31
< S SIS <

GPU fabric

SIS OISR I S

tiler MMU L2 cache | ; L2 cache } ; L2 cache } | L2 cache
segment | ; segment ; ; segment ; ; segment ;

T e

ACE memory bus

23.20: Bifrost G71 GPU 2244, ZZEnli RZE 32 1N EB2R5|%, HEhE N EB285(%
BYZEr N E 23.21 Fis. [326]

SRR HERA GPU DB ILIE. FAEIESS (job manager) , WM ZAESS
(scheduler) , ®B¥ESHELERRRSIE, XL | @I — GPU £EM1EEE,
RNMEMR—NERE, ERR5IEIUEZEL LS GPU R EM BT HTIEE,
FIENAELRHSIRREAFEEEIT (memory management unit, MMU) ,
BB —EINAFb IR — MR F L,
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compute | | fragment
frontend | | frontend

| |
quad quad
creator creator
execution execution execution d
ngine 0 engine | engine 2 qua <> <>
ens control
quad state quad state quad state quad manager

S VY &

shader core fabric

SIS S S T V¢

load/store | | attribute | | varying | | texture blender & depth &
unit unit unit unit tile access | |stencil unit
tile writeback

L2 cache

[ 23.21: Bifrost E®2835|254, HA tile REFAITGH L, XBBITFIRIEEA M
M, FBREINFE. [326]

E0HR5|IBHNRMEUE 23.21 Fim. HITIMEER, EEE=THT5E, MEE
quad AHFLESRS . FELb, EfI1#IgiT SIMD RER 4 i/ EU@RAMERS., B
THITSIZEE S T TBT 32 bit JZ2RIZER FMA (fused-multiply—and-add)
By, UERAMNET 32 bit INECER FMA 875, XEWKES (N EBESIZEE

3 x4 ALU, B112 > SIMD lane, AN ZBIRIARIERG, XEH quad EfR £
MBHF—1 warp, HIE0: AT RESEEFOMHROER, RETNESTER
25| BhRRIFED 256 P&z,

WER, ERESIZES 8, ENTIMRTEXITE. IRAENGEREBEE

%, HPHITEIE (execution engine) EBEIEXNIFZ BRI IEF, BHIENEZ
BREIFRIZERENE . E{FA 16 bit JFRAEERIIHME, MEERTDUARIREEN 2 5, 2F
FREARNBEREEHNBAN, XERTEXFRIFFRFHNAS, XEIMU
TEINE, AAAREEHOSFESRME, s, ERTSERRREE MR FETh R0
&%, quad BERE23E I UPIIRE quad, X5 EMZMFRRELLEIRIEEIRM S
P, BIEE, XRENNERS LA, BRI 4 MEREMASEE 12 M
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2. MNE/TFE (load/store) B TfATHBERINAFIAL. TFifithi R —IE 4
7[264], BMEIT (attribute unit) ATFLEREMRSIFFU, ESBIHERIEKRE
ERINE/ZfEE s, A& (varying unit) ENAENEMEHITIEE,

DRI (BAFRSY sort-middle) BIZOBEZE, BFRHITARENILOLIE, UE
KRBT ERBTHNRERZEMUE. BN, INEPHOED tile HUE—1T210
fi25I%& (polygon list) , HREIE TiEMS 1% tile EERIFIEEITTAIE . AX—F
Zha, BAIMEBHRES —1 tile ESMMBETES. AL, tile FRIETTA N
TR ME IR, FREREFMER LA tile RFF, Hixtile TR HEREE
TCHOEZRAT, KB tile AEFENEIESET L2 EEERFIIINEFEHEZEF ., B XM
K, BEBRDTAEFEFRAER, AR T tle IRICHIL, MIbEH, EEx
BIN—MIRERTER .. F— T DRERMZ Pixel-Planes 5 [502], &S5 Mali 52
BESERIZT EFE—EANIE,

position il varying fragment
shading ne shading shading
GPU
memory
e positions Uansfqmed polygon attributes varyings
positions list
& 23.22: JI{EIERZ AL Bifrost RIIHITREE, NREERFTES TMUESE (position

shading) FIAJETEE (varying shading) , EFUEECHNERSHE DR (tiling) E(ERTE
R, mMAZEelfTFoRigEzRE, RESENEA ST, [264]

D, BER—PEYRRMTUBEEE (position shading) , B—PERD MR AL
& (varying shading) , XREDRZETHN. 5 ARM ZEIHZRMM8EE, X1
BTHREERNFE. FIT94H (binning) #E, BIFBE—TETSMLEDIRE
2, XMREMBNE—FEMRIMRNME, HITOHEIRENDRETT (tiler
unit) , EUPBARFTIIE, WE 23.23 Fin. XEBTFEEDIRZENRTZ S
FRE/)\, EREMTTN, BEAERAESETRARNREES.

Chapter 23 Graphics Hardware EfZi@4+ - 37



Ty L)
N

[ 23.23: Bifrost 27 BOREEME. EXTHIFH, BoBRE=TARERRLH#HT
B, ERST=AFHcEok S BT EATEENREXR L. [191]

SORBITTEAN I RHMBEERTN DA G, FATFAIARTIHAIER A tile L&
ST MEETT, FEi, RERZHANERHESIZRILIFITIE, BBARIRICHL.
GRUBIESIRIE, TUEEERER tile BTHTHIT, KR, —Ttiles
WIRR L — 1 EBERSIE, HERLGIEX tile FHIFFEETT. SXIFAH tile #5T
P A XERIEET R, eI AR T—mna T/ VI BEME T sEH, XL EE
BERE, EOREMF RS ESHER,

FERR/LEANIEZE, Yitdiz, GEEER[NT. BEETNHEMZRGENRESE
BHE., DHREMN— I REBBMISER, B tile FRIXYRAMES (Hla0: B,
REFMERSE) TUEEERERIRNE LREFES, XEBERN tile BF (tile
memory) . XTAEFEERIBERN, BAS tile #HE/D (16 X 16 BX) . H
tile PAVFRBERIRIER TSRS, X1 tile BUFIEERHIL (BEEHE, HUELSER
B) BaBefz5sREXVERN A IMIZE SR (ITINIAES) . XEKREE
BIGELIEERE, SIME P ILELE LR EFREN. BRERMBLER
EFAERERIE, AR ERERSTRRSNINFERA22], BH L tile A
FHRHRBRBHE R MR PRIET R, HIART LAER — LI P EdE 5 E.

Bifrost XiFBEAMEAE (pixel local storage, PLS) , X2—4H7E sort-middle
o FBE ST R, £/ PLS, rILAUHGERE R HOME PN, MMSE
MEBEXRNREREA, b2 T, BEMERBESER APIRHATERE, MAMRER
EEBIMHEZARIEN, FATERIUER tile I7F, EEMEE LEHEEIEETE K/
MEGESEN, XA FIERF REEB S MINSE —ERK, flal: EIRERFEAKR, G-
buffer (FIE0: &% . UEMERIILIE) REFE— pass FFETE PLS F; M
~ pass MESHATHERITE, H7E PLS RRERITELER, %= pass M{FEAT PLS F
HER, FITERZNGZEE., 518, TR tile s, FIEXEITEEHEE
BN R L tile AFEHR#HITH, X{ESZIELELIEEIFRIR,
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FRBHI Mali ZRMTERITRIRNHE, BRI ZERFNEL (MSAA) , HIIT

Z 5.4 PAEIARITEFE AR HBRAE (rotated grid supersampling, RGSS) H X,
HhSMEEER 4 N FHEA, sort-middle ZRHIFEFSMBSTEA, XER T
TEIRIERTE tile BUEEFF GPU, HAEFINIAEFEZBISTHA., HELt, FMIRNEFEFR

MR P REENESMEEREME—FEEENR, m—MuERMEPES, FEZ
FEROUER, SFoREEMES, BMNRFTERH LW tile BHXIGI 4 (&, HE
FREV/N tile BIF] (RENSENERRN—F) .

Mali Bifrost 229 IR ] LA 1E#ZEH, RS —HUERETTERAZERFHEBRFE, X
EREERENIME, JMER—LENRRNBRIFRE, BINSTMERERIT—
REEEERR. EP—MFME(ER alpha BB KB R—ELIELRIN, BIEE
SRENREMNMERI R, N TFXEETmE, JTUEHEBRERA, HXfM
EZNBERER, REER—EEFEHBNMAN, FJMUYMEERAKXSZRNZER
HHE. 1ZZEMETHF 8x MSAA F1 16x MSAA,

Bifrost (BAK ZBiIEYZEM) Midgard) , B2 i5—M#EFRNESIERR (transaction
elimination) B9EAR, XA H AL S AEMTHAIE D, BRI XL
oY tile ATFEEBEIRIMNEINRE, ITFHRIMMS, 3 tile PRME HHZENE
S RIMAIIE R, SR tile ITE—THEH—MNER, XTERZE MO
(checksum) , {FFTF—mMME, BSNEVEHEZER tile TTEZR, WRAT—M
FINERS SRIMAPINERER, NRESERENOEEEPYXENEIRIMNATE
B, ENLERNEDMERFRELFE T ERNAS ., XN REAFNFRTS
(Flan (IERENSY ) AEBH, AAEXERNE, S—MPEMNH=EEE
Ebih, BETEMNE, XM ARBYETE sort-last 284 LI, B AIXLEZEHIHA
EETZ tile HITIREN., G71 BZIHFEEESM (smart composition) , BENEES
EIRNBTRFPRENER. NRFAERESSEI—mAPER, HEREDLER, 3B
2B OB IREY . S RFIB A tile FIRIE,

RERIEINFERRAN (Low-level power—saving technique) , FIGNAY & J4%
(clock gating) FIIhFE[T#E (power gating) AR, tHEAEN AT IZZEHT, X
BEREREANHENENNELE D, BWXANERIFHNE, MMPBEKEERE,
BB EFER,

RNT BV FHETH, B—TEBEINAT ASTC M ETC fEERTHEEERE
F. tS, ERSCERUERRENFRERETR, MARREZEBRICEEFMHEESE
FH., FRERESHNN— T HERLIHOIERR, EEHEEMNEFPIREIXIN
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AEIREIR, AESZEUEBRPNNZHITHSRE, XMHEEH VBN T EFNEN
R, MRS TR,

—ARF, PREM—MIRET, EREANUREFHE tile #HITHITLIE,
BFIan: FATFINRINBEESNERRSE, EFEE1TERHEIZHMAT—1 tile
IIER, DREMHN—TRRET, BTSRBEFTERIEE GPU F#ITHIR,
REERVEIERFEARANBLEIAFR. —fRi, XM sort-middle ZRAFHARE
BRI OERREE, FIAER/VIEeHFMEMArERE RAESHEN/L
WER, SENTRILOERRBNAFERE, ST Mali ZEME, JUTEE (B
718.4.2) HIMEMADE B EAE GPU LAIEEHSIIA, Mali WERESLHKIER
Zi69], KIEAEEAR/LAEESE, NTARZHASMS, sort-middle Z2H93FE
ERTRBIRMNEIRANRS.

23.10.2 ZHIFHZ: NVIDIA Pascal

Pascal z2 NVIDIA FF&H) GPU 28# (IFE7E: GTX 10 RERFE) . EEEaTMUERN—
TERE D FEN297], L] AMEA—MTEE D FE1298], EFRITEEDIBER
EeMETENIREZINA., ERNTHINETR, BRITEEEX TR, 155
E—T&A GeForce GTX 1080 WEFREEE. HINEMUB T LA ILRNB1ZEE

M, ME/WSE— ALU Fig, AEBMER GPU, HITBEXNNTHRE, HE
NHE—LEHMWSAEE.

Pascal Ef2ZeF9FR{EMASE— ALU (3 NVIDIA RiERiEH 2 CUDA #zil) S5E
23.8 £fIRY ALU EBHEENSRTESEHE. ALUNERSFRIZEMBIEE, B
EEMMEXFEMIN—ERE. ATRESITEEN, JUTXEFEN ALU #E5H—1
ML Z 23 (streaming multiprocessor, SM) , EfREZ40IE2S, SENUM
SM B 75, 7£ Pascal IERZER o, SM HPOPMMIRERERAER, S TRES 32 1D
ALU, XEKE— SM A AT 4 1 warp, 81 warp B8 32 MNEFE, W
23.24 Fii,
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I polymorph engine

I instruction cache

I instruction buffer

instruction buffer

|
| warp scheduler |
|

| |
| warp scheduler |
| |

[ dispatchunit |[  dispatch unit
= ==

dispatchunit || dispatch unit
== < >

register file (16kx32b) |

[ register file (16k x32b) |

[ALU|[ALU|[ALU|[ALU][LD/ST][SFU |

[ALU|[ALU|[ALU | [ALU|[LD/ST | [SFU |

Q S ||[ALU][ALU| [ALU|[ALU| [LD/ST]| | SEU || |[ALU | [ALU | [ALU | [ALU | [LD/ST || SFU |
< |2 || [A00] [A0] [Ato] [Arv] [0t [570] | | [AT0] [AT0] [AL0] [AU] [ChsT] [SFU]
% | 2 || [A00] [At0] [Ar0] [A] [CosT] [SFu] | | [AT0] [ALU] [ALU] [ALU] [£D/T] [SFU]
= £ || (0] [Am0] [A0] [ALU] [E0T] [0 | | [ATU] [ATU] [ALU] [ALU] [LDAT] [5FU]
Z ff [ALU][ALU] [ALU] [ALU] [EDST] [SEU] | | [ALU][ALU] [ALU] [ALU] [EDST] [SFU]
% | € || (A0 (0] [A] [ALv] [E5T] [570] | | (AD0] [ALU] [AL0] [AC0] [E0sT] (570
o B [ALU|[ALU][ALU]|[ALU][LD/ST][SFU ]| |[ALU][ALU][ALU |[ALU|[LD/ST][SFU |
:E § [ texture / L1 cache |
| = — R | R
| instruction buffer || || instruction buffer |
r warp scheduler warp schedi!~ |
vl | S Il | [0/ SEOY
| texture / L1 cache |
I tex I fex fex | fex |

I 96 kB shared memory

[®] 23.24: Pascal HOii Z 401828 (SM

5|2 (polymorph engine) Rt

T, [1297]

B ERE—T
MKk 8™

TER 32 ) SIMT 5|2,

RE) . AIEARET LIRS

SM HRYFRE ALU HHZE—T18<
HERTEHCHESR

) BE 32 x 2 x 2 95—
£, EAIHEME—TSOBLBEERE (texture processing
cluster, TPC) , EFE, MEAXREBIEFNNBE TESHKES, B2

SIRRENEETT (special function unit, SFU)
# (register file) PHFEFELGIATLIE,
byte, ENESTAIEIR 64 kB, PO MLCEBIRINE—HE,
TTATRIERBHRETES, Fla0: IE5Z. R, B (U 2 AKE)
. BN FEFRERMIRIEN050],

2277 (instruction cache) ,
%177, HREsTmaman—EaAiis<LES,

BEERED

XPNEESR
1 SM =2 256 kB,

ALU, #%&_ I :?LH/X Z

B

EEA 8 1MinE/FhE (LD/ST) #it,
o B/ FERTENFFR

HERIAR/N D 16,384 x 4

X (X2

MmE SIMT 5| &
M —F 18

SIELEFNGHER, warp HEZRERES T ITHERRRAEMSE warp 15X

[1298], #Ia0: AICATEE— AT EHEA, I ERAEZR] ALU #1 LD/ST 85t
B L1 E£EFHESE 24 kB H1FME=I

=\

i, BEIE, B SMEERIT L1 EF, &
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B17 SM 48 kB, EFAHAA T L1 SREFNREA, AIREREARAN L1 S REFTE
BZANESiRO, XIENTSREFNEZRY, #EFSEAESH FNIIER
K. ttoh, 81 SMEE 8 MEIEE T,

HTESITELIE 2 X 2 KDWERELDEFTR, Fib warp BESRSHE 8 D
AEBGEINDLR, HIBENDI—HE, LMERE 32 9 SIMT lane F#{THAT
[1050], HAFH—a9 ALU 2244, Eitt warp BE 237 A—"17E warp HR3EEH o EC IR
R, BR. BxdEitEEesRiZNIE. B3I, — SM FJ RN EAREZEE
B warp (FlAIT=. BEMNETT) . TERFIRIIATE warp tIRAFNITE warp
B, XPZEMMEEECAE, EF F—/K%E Pascal BikiFRITH 44 warp, HH%
HTHEE LT, (BEEZHIH NVIDIA ZMeLaH]1—LigR. 7 2008 & NVIDIA
9 Tesla Z8#FR[1050], {FAT—1it21k (scoreboard) REREE warp FHIE
YA, iEoRE—MBERINSG, ERTFELFRITIMARLE R, warp HE
BEEFFHNITH warp PHITIERE, GIUIFLAFEEFFSERMEIRER warp,
HIRFEPRARZSHIDT, warp B9EE HEIESHEEIN AT
(fairness) 7, XESHSAREFMTRRSHBT warp,

SM 25 ZBREREIZE (polymorph engine, PM) —ETfE, XM &#mER L
£ Fermi A H[1296], PM AT/ TS TUEEXRENESS, SFETRRIRE. HEA

7. BT ZE®RS (simultaneous multiprojection) . BMHIREMNRAHEE. 3

SM, BEZMEREFFZMNHEASMER (F117.6) , HPIERN (u,v) BR%
R, SWOEE SM R, BTEEGEENEN/IAUEE, F=MRFLEMOE
BAEMRE, s, RBRTT —1MAIENES SERFELE, ERUAT S
VRIEZR (E1 21.3.1) , & TFRZAENELNE, MRsBAVELIIRES,
&a, SRERERATHERIICMEEIE,

— T MMLSIZEE=1TMES, BI=ARE. =BFERH. 2 3kk. A=A
ESRBINR, TEREHE, ATEEINR. —BREHZERD BHNDRIED
ROR, KiplaS=AEEEN tile, ERERBEHIERNT tile MIXFTAEE
. £ Fermi S/ £, —MEMittass TN E &S A ULE 8 MEE[1296],

M Pascal EXAENKBEENNATER. z RBTRERET 23.7 RATHEIARY
AR, &8 tile LRAIBHIFR, NR— tile WAIFFT, BBAXZ tile NAIER =
MENRLE, MFEFTHRN=ATMS, ETNRNEESRERNTESE, ME
EEFRERFPHITSHTE,
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— MRS EEE (SM) 5Z0FEREI12 PM E5E—#2, BIRN—1SEENIESE
2% (texture processing cluster, TPC) , EESMEX L, 51 TPC S# D AHZ!
— MBI ANIEERE (graphics processing cluster, GPC) A1, iZ&ERAE—MNHIIH
HMESI 2RSS FIX 5 P TPC, GPC AJA#IARNZ— T/ NEH GPU, HBirENE
RIpeEiR Mt — AT EROMEMETT, IS, JUE. Seift. S3E. KEF ROP &
tE., FNRITEERNTERNSERIN, SIEBMIIANIIEESRT, AIMERIRITA
REEBERNEIEEFT—RIIINEEN GPU &/ (BIRERSH GPU SH) .

ZIEFINLE, BIEENET GeForce GTX 1080 HHAEIHEIR, BH 4 D
GPC 4Rk, —RRRVECEMNE 23.25 i, IWFERE, XEXESZ—1TRIINREE, E
H GigaThread 5| 8428215, MAK—1 PCle v3 B9#% [, GigaThread 5|Z2—"
ERNIEDKSIZE, EARBEERAELME GPC,

GigaThread engine
graphics processing cluster graphics processing cluster

5
:

= |
raster engine raster engine

graphics processing cluster graphics processing cluster

13[[017U0d “waw | [ 127j0u0d “wow | [ 19jj00u0d ‘waw | [ 13[[0nuod ‘waw

[ mem. controller || mem. controller | | mem. controller || mem. controller |[ |

23.25: Pascal GPU 7£ GTX 1080 Ek THEE, EEE 20 1> SM 875, 20 MNZiLfeZ
Fo512, 4 DNAMtsIE, 8 x 20 = 160 MUEEE T (BEFREN 277.3 Gtexels/s)
256 x 20 = 5120 kB HUS1EEeE, 24 20 x 128 = 2560 PgE— ALU, [1297]

HeMiRER T (raster operation unit) tHERETE 23.25 A, REFLRE. ©
MIFEYF L2 EFNIELEATIETA. EFNEITEBXREE— ROP &,
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—HB8H, BHBERT 81 ROP &y, it 64 ROP £y, ROP BxiEE
ESERHMEABREANNGENEMENX P, HRITEMHRE (BIWDES) . M
23.25 NAEATRMEI VB, —HAE 81 32 bit WNTFIEHIZE, MERIHZE
256 bit, 8 1> ROP 2x&BHHETE—TAFIEHIZEHM 256 kBAI L2 EF £, X
NEDSREMHRT 2 MBH L2 &7, 81 ROP HHHAEE —MTENAFZO X

B, XERE—T ROP 2N EHPXHPMNEMEEFERHTLIE, ROP Bioikn] ALk
IBIHES ., BT XEREHMNREER 2N, BE=MARENES EEX[1296], I
T2 1E%4&EXMS (Fla0: M 256 B £485 128 B) , 81 tile P#EMHE—TS
ZoeE, HFNBRZBENEERTREE, EP81MEEER, BT RESRRT,
WISFMERMN bt T, 4: 1 EEERRZ 2 : 1 EHEEXNYT B, EXMER
FREEERANERRE bit EE />, HHERERTAZFBEZMNMN tile, BH—F 8 :
1 EBIER, ER2 X 2GE2HRN4: 1 1BEHBEES LR 2 : 1 REERNAS.
8: 1 BXMMAREST 4: 18R, 4: 1 EXNHAEEST 2:1, EIRES
M EREGELRS. HEREMINES tile ER ., MRFAAXLEBELNSILE
KWT, BLMNINE tile AREZBEIIF R FHEERNTFFR., Pascal E48 R LHINEY
23.26 Ffiik.

& 23.26: EMERTERENEIRG, HERR T Maxwell 2243 (Pascal ZBIfYZe49) B9E
WER, AINRRT Pascal EMNERELER, BGHE, RAEPXEREIRINERLS,
[1297]

Pascal Z2#9FT{ERAEFE GDDRX5, HE#INZEN 10 GHz, ELEFK(IER, 8
TRFEFISESHERTIRM 256 bit, BlE 32 B, X#iEM T 211 320 GB/s iIlE
ENEFTR, BERBZREFNEERAEBES, ASANHNREEEIINESHENR
RE,

% GPU i B O E AR S 1607 MHz, YIHHEME+9 R EN, BRaJAT/ERE

boost #3 (1733 MHz) , HIEEItEREH R :

2 - 2560 - 1733 =8,872,960 MFLOPS ~ 8.9 TFLO®3.16)
~~ —~— —~
FMA num. SPs clock freq.
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7772 23.16 MY 2 KEFXHFE—1TFXL: — FMA (fused—-multiply-and-add) iz
8, BEAWITHNMIOISGE, RITBERMRI 10°, FTLEERM MFLOPS
£33y TFLOPS, GTX 1080 Ti 8% 3584 ™ ALU, #H%TF 12.3 TFLOPS,

NVIDIA Ff & sort-last fragment ZRMEZBRKNBE T, A, B Maxwell 228314
X, EMIEXZIHF—FFERER, WIRADHRERF (tiled caching) , ENTF
sort—-middle #] sort-last fragment Z[8], XFZet9UE 23.27 i, EzOBER
AR L2 7., JUEBFEEAEHE/N tile HITAE, ES tile A9%IH
AIDMRFEEXDNEEZT, I, RES5Z tile BEEN/OBEFTSETREERER,
MRS Rz R R P S RIFAE L2 IR,

o

geometry . || pixel
frontend EDprocessing:> binner :>rasterlzat10n 'l/processing:> ROP

attributeﬂ\lI’ FAN @_

post-transform geometry on-chip [.2 cache tile

Y

memory hierarchy (L3, GDDRXS)

E 23.27: PREFSINT—T 504z (binner) , ERJLAER S LS tile #, Hitik
BRENVEEARGE L2 7P, SpEELER tile BRITHE L2 EFH, EHESHA] tile AY
ARCISHZ S s H =R

[ 23.25 REE T TN SIE, EZBAINE, B APILI (EASHIER
T) BRERRHIENRRINF1598], M4 HEEERBANHEER&EIN1160],
FFELN D NARRE tile, BTYMASIZE BT —A tile, MRIB=AIS5
MLSIZFRNER— tile HEE, BARXTEXT =AM EBRIZEX T IeMs]
Zh; IRZT=ALERT S tile, FAHEHXLE tile pETARERIFCHMELSIZE, BB
LSBT =ATREETTIOMAS I ZRTLE, BITXMAIN, MMEERE
i tile FEVHEF R, Xt BB TEFRINEDE, £ GPU ZMPREBR/LT
FIFO FAZ, EMNNEFERN TEDEARTHER () . SERIIFKBERR
FERATERT,

ETREHRTHNETEESEE 12 bit, HFEEB BT.2020 WREEHXZE: BNER
52¥5 HDMI 2.0b A1 HDCP 2.2, EMSRAMESE, XM IIEHIEE 535 SMPTE
2084, X=— 1 EoSEE (HDR) MSHAIE#RIEL, Venkataraman [1816 [k
7 Fermi REZEHI NVIDIA 2243, 2AIHE—1THEZPEFISIZE (copy
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engine) M, XEMNEHISIZERIETUARNITEEZAFILE (direct memory

access, DMA) EHilIAFIZEHIZE, DMA £ &£ 1E CPU 1 GPU 2 (8], HHiX#
MEEEIEREREX_EPNEA—D LB, EEmEESR, BeitERT
(starting processing unit) BJIA4REEFITEAMITE ., %5208 7E CPU WTEH
GPU EfFZ Bl & EEIER DMA £, HBEEe1el BRI T GPU BERER D HITH
17. FEitb, HFMEEUEM CPU £5%) GPU BY (R2ZIR%R) , GPU RIABEEER=
AEHNITEMMINEE,

Pascal ZRAR R ANIEEF N B H#HITEE, Bl EmMEsERIELHE
D7, Tesla P100 g2 XM —FELE[1298], BES5 GTX 1080 Z[El—LEXFIE
¥&, Tesla P100 {FABTEH =R 2 (high—bandwidth memory 2, HBM2)
BEE 4096 bit WAELEZ, FTRMESIA 720 GB/s MERFF R, LI, T
HEAEZH 16 bit JFRE, HoEMEER 32 bit jFHM9 2 15, FEEBEFIRINAE
EAEERE, Tesla P100 By SM e B F FaR iR EthBAAE[1298],

GTX 1080 Ti (Titanium) B—MSinicE. E#E 3584 1> ALU, 352 bit IATF
2%, 484 GB/s MEATE# 3, 88 ROP 224 M o3Eear; #8tEZ2 T, GTX
1080 MBI RS #k 2560, 256 bit, 320 GB/s. 64 1160, GTX 1080 Ti{F
7T 61 GPCHECE, BIEHE 6 Tyeits|Z, mGTX1080 RE 41, HA 4
™ GPC 5 GTX 1080 se=18[E, mEITH 2 P GPC MEfHM/N—LE, HpgHh
GPC BEIZ 4 TPC, MAE 51, GTX 1080 TiimAH 120 {ZNREAEHRM,
1080 MMERA T 72 {2 RIAE . Pascal 2ME T2 RiEN, ERNEE ] AIREHI#
1748\, Bla0: GTX 1070 #2 GTX 1080 J#ZE 190 GPC, i GTX 1050 M 2
GPC 4Arf,, EfhE GPC 1S 3> SM &g,

23.10.3 EfHIFAZR: AMD GCN Vega

AMD R4 Graphics Core Next (GCN) ZR¥FF AMD H—LEE K™= m, AKX Xbox
One #1 PLAYSTATION 4 F1, fEiXE8, FHATENZE GCN Vega #4351 HIEATT
£, ENEBEXENFMERREAEThRA,
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scheduler |. 1 " @
- -
vector RF vector RF . L " ;’
vector RF A vector RF . L " §
| branch & msg unit }~  scalar RF | scalar unit | L " -
local data vector unit texture filter texture load &
share 64 kB 12.5kB SIMDI16 units store units

23.28: Vega ZE#HY GCN itHEEIT (CU) . B 1 mESFE:RHE (vector register file) &
£ 64 kBB E, MITESFENESR 125 kB NEE, AHBIEHZ (local data

share) EH 64 kB, i5FE, 81" CUHRBEH44AHSIMD £x, 87 SIMD £2x8E 16 T
SIMD lane (#%%ke) , 3532 bit)¥=, EfIFT CUHRMXEfRITE, [1103, 35]

GCN ZEM Rz O IR 2T E B 5T (compute unit, CU) , #1& 23.28 fix, —
T CUREZM1 SIMD 8it, 87878 s 16 1~ SIMD lane, Bl 16 T4i— ALU
({EET 23.2 AAKRIE) . 81 SIMD BEa] AT 64 PMETERIES, XIRIRA
— > wavefront, 81 SIMD B o] AE— I ERRN A B —FR2EENE RIS
2. ERNEMBELIES) SIMD 2t EE 64 1M4EFER wavefront, ELLESE
4 NI EIHR BER e & —1 wavefront [1103], BEEFEMNE, CU FJUERIE
ITREARNZNELE, HFESD SIMD B55iE 16 1 lane, HES M ITHERR]
MEH—%1ES, BEEDS CUNRATREN: BTMCUB 41 SIMD Bt x &
1~ SIMD 87558 16 1> SIMD lane = 1 ISt1/EH 64 T2 E FP 2. 58RBE
FP f8tE, CU BRI ITREHENFFEE (16 bit )FR) 8L, XNTFREFERD
BENERNERER, fli: NR(FIMNEERSITE, B5FE, MM 16 FP ESH
FTBEI— 32 bit B9 FP HFF88H ., 81 SIMD B2x#E—PK/NF 64 kB HFFER
i, BTERBEFP RERT 41 byte, HHB wavefront 885 64 " 4%iz, ALt
BHTFENELIZRE 65536/ (4 x 64) = 256 MNHF1FEs. ALU SIS0 MEERKE
BRER[35],

B CUHBE—TIELER (B 2328 FIRBRREXR) , ERZHMUE 4 1 SIMD
BiHE, BXESSHIE LR SIMD B2xaiE<%& X (instruction buffer, IB)
th, 1 B #MAEEEIZLE 10 1 wavefront BIFAES 8], HERMEIEEER
SIMD B xAsMN#ITIIIR, MMIBEER., XEIRE—T CU AJLALLE 40
wavefront, XEZHTF 40 x 64 = 2560 Mi2, AL, [E 23.28 Yy CU FEZE—
RA]LASLEE 2560 MM f2, HESMERILIEDER CUMNARS®T.,. 8T IHE
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HifR, ZHA] CU LRIFRE wavefront HFEHERRNIELCM, ANRZRERET

WiTimO &L — m?aio CU BT O 83EH X (branch) . txE/mE ALU. ¥r

%/Fﬂ%?\]ﬁ\ PHEHZ. ERMEHERESLE. F5HhE<[32], B8 THIT
Ui R ZRBRET E UCU FE— 8T,

HApFREE8 T (scalar unit) 22— 64 bit B9 ALU, BEth#E SIMD &7tz [a)# T4
2., MERTHEECHNMESTFRENGENIRETF RERERY) . 87
SIMD EscHRA9FRE RF #75E 800 1 32 bit 7723, EN1800 x 4 x 4 = 12.5kB, #x
EHTTHIMITS wavefront EEFS, HFTMESIMD Bt AHTE—FKIELEE LD
AR, RUtAnE R T REEES 4 DRHEBRA, A—TFER SIMD BtiRS.
MERTRARVBIEBZFIR. BHcEMEMTMNELEZAHRHITEZNITE., &4
PXNEFUEDZNIESEMTERTTAL, HEDXET (branch unit) FJERE
7t (message unit) EPLHHLUO 1 SIMD Bt#E— 48 bit WFEFiTEL23
(program counter, PC) , #7ff lane Z[EJ#ITH=Z, LR LEXMELER T, HE
AENHTHEHZERNES . N TELRENS X, SNERITHEERHRITENR. E
BREITPINEENEREE: BAIER. $HRNEFESE SN CPU FiliE

[1121],
----| HWS || graphics commmand processor || HWS |EEE- multimedia engine
workgroup distributor controller

graphics pipeline graphics pipeline graphics pipeline graphics pipeline

| geometry engine | ‘ geometry engine | l geometry engine | | geometry engine | decode

| DSBR I DSBR {11 DSBR [ Il DSBR |

compute engine compute engine compute engine compute engine display engine
Es EE A EEE T Ea i EE Y e CUI|
[ =CU | =CU ||| ||| =CU_ n|[=CU_§|| ||| =CU_n|[=CU || ||| =CY_n| =CU § —
[Ceun[cu || ||EeuyCeu || ([(Eeu[Teu || (([Teuh| CU!|
(20T (20U )| || (=0 B (2w B |((EC0 ) [ZOu || (O[O B[ conroller |
[_cu E|[-cu §ff || —cu £ ey El|f || _cu &l _cu i}l ||l =Ccu.il[_Ccu F| controller |
[_CU E][_cu i} || _cu B[ _cu EJj| |L._cu ][ _cuiil|| |([_Cu.E|[_cU i

(_cu B|[_cu B || —cu Bl _cu Blif || Zcu B[ _cu B | =cu.tl[_cu B

[_cu E|[Lcu Bfj| || e B[ e B || [ 2ow Bl e H]j| (|[=cu.kl _cu E| conroller_|
[ cpB || cpB ||| ||| cDB |[ cDB ||| ||| cDB |[ ¢DB |f| ||| CDB | CDB | XDMA

[ cpB || cpB ||| ||| cpB |[ ¢DB ||| ||| cDB |[ ¢DB |f| ||| CDB |[ CDB |
| LZCache l PCIEXPI‘ESS

Infinity Fabric
il
| High Bandwidth Cache Controller |
- - <

23.29: {$F 64 1 CU #33##J Vega 10 GPU, &IE, HFNE CUHLBS TUE
23.28 TR RHVAEH BT, [35]
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Vega 10 FIZRF9[35]40[E 23.29 Fiin. ZEMINEEE— T B a0 EeS
(graphics command processor, GPC) . W ™MEMHIAERRRE (hardware
scheduler, HWS) #18 TN &#FitE35|Z (asynchronous compute engine, ACE)
[32], GPC MIESEBEFAESHEREI GPU MBI E4MITESIE L, HWS HIE
MEXRENTIRFHIT I, FRENEBRIRSEL ACE, ACE NESERITEME
ZAEENTESIZ L, TEM DMA SIZoDAMNEEHIES (BFRERETR) .
GPC. ACE #1 DMA 5|ZaIAH1THE TERR % GPU, Xigd THIAR, ENE
F A AMAERIBATIAR R X #4T, AT AMERIAIIREITIED &, MAHFEFEMN
TERR, XEKREEITESIZ L] UERFITHIIANES, ACE AJIABTEF
ERFHETREY, ENIU—EZFHESE (task graph) , {#5— ACE ES
A BRI T 5 —1 ACE BUESS, BB TERRKEFNES ., BICER/IT
BESMEHTES, SRENEFAESRENITI33],

ANE 23.29 Fiin, Vega 10 RS HEE 4 MEFELT 4 MtE5|1Z, HpEs
TITESIZEE 16 1 CU, MMEEREHZE 64 1 CU, HFEFEELESATIRIR,
BJLa512 (geometry engine) FIIRTUEHFEMEES (draw—stream binning
rasterizer, DSBR) ., JLaI5|ZE#E)OZE2S (geometry assembler) . fEHREE
7t (tessellation unit) FITNmZEECEE (vertex assembler) . LEoh, BXIF—TEHY
ElxE®s (primitive shader) , X ExERENBNEIIME MR EN L4
BIHERE EIRETTHIFRI35], DSBR 45 T sort-middle ] sort-last ZRAJHI1A

R, XEoREFNBR (E7 23.10.2) . BBEREZEFHEINDNES tile,
AZTANEZ R, SBE8TER LS 2EZM tile, TE tile SEMLa0TFE
h, FTERENEIE (FIA tile BHX) HRRFE L2 BEFHP, XoURSMEE,
GBEZERMRBNEIR, ENEFILMES tile PRIFRE LEIBF 2fE, BE1TGRESE
BitE., Eit, z-prepass BEKETHRN, HERSHIT RERER., LREE
B BIREFTHEE XA, FIa0: JFERLEYE, EEXAEREE,

ATEREE . BIREPHEMEBLEF, GCN EMTE— T EMANEEIIRER

(color and depth block, CDB) HIfgEik, PR TENEESZI, BATEA AL IE
e, SRENERESERE, XER CDB rILMERET 23.5 FEANER S
i, RNMBEPXAITESE. BEERIEEEY (delta compression) K, &
™tile AEFE—TMEENEE, HRNEEBERBEIENTXMEREERNERK
HITRIBI34, 1238], A TIRENE, TJLMRIES IR KNSIEF tile BRI, X
F—1RHMER 256 byte HITEEN tile S, JHAEZ LN 8: 1, BNEZ%EZI 32
byte, EFEABIENEEFXEIAEGEE pass PIENLEEHITER, HEXMIER
T, SEEBRTTRNEREN tile H1THEE, MMmH#E—TTHEFRAHEN716].
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FEMMEBEES TN ERA, AN HRZSIUPTEFTTHITIEM ., EREIEREET
H5|280 CDB, &8 TH#HAMATIMEAN 16 MR, b, L/NhF 16 K&
ZN=AT SR ENE, MR ESMERENNS (HiZz) Mo BEERIE, B
T HiZ EFPXEFRN HTILE, ERMEBHAARHITRIE, Fl: AT@E GPU 1R
HIBIER.

System Memory High Bandwitch cache

"""""""""""" : L2

, L1
5 : (SRAM) (SRAM) registers
(SRAM)

>
<= <}:||:|

0

HBCC memory segment
23.30: Vega ZRMHEFEIREN,

Vega NEFZE/REMWUE 23.30 fim. EEXREHWNINE (BP&EaM) , FiE
EiFeR, HAR L EEFN L2 817, AERSTaFME 2 (HBM2) , EHRUTE
£F, BEENMT CPUMNERLZATE., Vega RN — NS ESH RAEFIEH
28 (High-Bandwidth Cache Controller, HBCC) , #1[& 23.29 [R&BFR, BN
EFRNEERE—REFT ., XEWRE, URHATAFAME, MENNASAE
EEH (BhHBM2) B9iE, 84 HBCC BB PCle B4k, SREMENIASA
EFhimE, HEEBRAEREY, Bit, EFEPRIAEARDNTTE A ERFEIRL.
HBM2 MRS NEZ BIHZMAFI N, #FR% HBCC WTEEx (HBCC memory
segment, HMS) ., FIENERERESEE L2 EFRIHEAEF, X5 2B
BEIAE, ZBERMEZFELANE (1 19.10.1) .

HEE, FRERNA &R, #H%0 HBCC., XDMA (CrossFire DMA) . PCI
express. BRSIZBFMZHEAS|E, ABI— TR Infinity Fabric  (IF) BIEZE
(interconnect) #1T@(E, AMD B CPU tha] LAEIZZIIX N IF, IF Ba] OEEAE
SR ERER, X7 IF hE—38, XERREMBERMERIINNERSEEEE
1Y,

Vega S48/ FOELRL T EPSMR J9 1677 MHz, HIEETTEREHN:

2 . 4096 - 1677 = 13,737,984 MFLOPS ~ 13.7 TFLOPS.17)
~~ = —~
FMA num SPs clock freq
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Hrh FMA ] TFLOPS iJit8, 5472 23.16 FRUITEETEE ., Vega Z2HMthERIE
By Ee, Rt BERZMNEES .

23.11 &% IEREEH

NNDREAVEZRENTBALGERES, BIIAZAINEREIXTXTEENAES
ZHN, MERMH—AENGEEBREVERANTEE. BXZMENARE
Schmittler FA[1571]7£ 2002 FF 158, MMNNERBEHNKIZ, FHEREED
BERNERITTRITEER .. XU LIEERE Woop FAL190518R#, thiliRE T —MESR
BE =k NS

AEENER, WNX—EFEAGEBAKRIEIN, X—R B UM Imagination
Technologies [1158]. LG Electronics [1256]%] Samsung [1013]F AR HEIATF
SER LRIE RV SRR B Y, AT, #SLERIARSUESR, RA Imagination
Technologies & 7 —F @™ .

AEXEREMPELTNHENFER. B, tilBESERET AABB 19 BVH 44,

HR, efMiaFBdEEsI%S box BRMHAMNBE, REREGHERE (BT

22.7) . &fa, IMERRRENZRZIFIREER, XESRAZHVEE—M
TR, A0 Imagination AT MESRS RIZITHIT T B, 18m7—70%%
BERETT, AJMFAERSEXRORHITERLE, XTIELERBETTH—TIEKR
L1822 (ray intersection processor) 5—1—#45|2 (coherency engine) %A

B, EFR—H4SIZEN158], BFEBHRUBEMIEERETE R, HEEl]l—ik
HITE, MMAREEER I EIRIFEL4IERR, 7E Imagination Technologies

NI, TES—1HETHEE BVHWERET,

SHZUF AR R DB S EIRR LD FOis, B aiEEd B EaERIISY0RER
[1807], BVH B9EZEFR/R[1045], PAKEERRIER (energy efficiency) [929]F ., £
Fo&kiol, B™EEZSHMREHIT,

#MSERNEN SR

Akeley 1 Hanrahan [20], LBAK Hwu 0 Kirk [793]8 Xit+ B ERZRMANIRTZH X
HIRETAENSZER, Kirk 1 Hwu [903]09H8, thE— 1% T7E GPU L{EH
CUDA mIEEMRIFERZE. BFNSHEEENR. (High-Performance Graphics)
M SIGGRAPH 2IEXEE, BN BIZEMSIENRIFEKIRE., Giesen B2 EL 2k
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(trip down the graphics pipeline) , X TEAEE T HEEZXT GPU @TRIAM
=, H2— TRENELZIRIS30], FTEEINEAEBRIIEESZE Hennessy
Patterson B9[715], M TEEXAEFERRIMNFMAEE . BXBHERNEE D
EFZFES, ERESITENRZ, £ (GPU Pro 5) 1, B 7 EXTRBMERIEA

MXE.
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