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OPT'AHIBALIA IIICUCTEMU TEKCTYPYBAHHSA
I'PA®IYHUX ITPOLECOPIB

BiHHMIBKWI HAIllOHATBHINA TEXHIYHIH YHIBEPCUTET

Anomauin.

Posensmymo apximexmypui ocobausocmi anapamuux O10Ki8 MEKCMYPYBAHHA 8 CYUACHUX 2PADIUHUX NPOYECOpax.
Ipoananizosano cmpyxmypy Texture Mapping Units, npunyunu pobomu 6110Kie adpecayii ma @inompayii, a maxodic
iepapxiio Kew-nam’sami, wo 3abe3neuye eghpekmugny ubipKy mexcmypuux oanux. Onucano 63aemooilo mekcmypHux
MOOYIG [3 WelOepHUMU AOPAMU MA NIOCUCEMOI0 nam sami 8 Medcax epagiunozo konseepa. Hasedeno ocobrusocmi
peanizayii mexcmypHux niocucmem y cyuachux apximekmypax GPU ma eusnaueno ix eniug Ha npooyKmugHicmo
PpeHOepuney.
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Abstract

The architectural features of hardware texturing units in modern graphics processors are considered. The structure
of Texture Mapping Units, the principles of operation of addressing and filtering units, as well as the cache memory
hierarchy that ensures efficient sampling of texture data are analyzed. The interaction of texture modules with shader
cores and the memory subsystem within the graphics pipeline is described. The features of the implementation of texture
subsystems in modern GPU architectures are presented and their impact on rendering performance is determined.
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Beryn

CyuacHi rpadiuHi IpoIECOPU € BUCOKONPOIYKTUBHUMU MapalieIbHUMKU 00YHCIIOBAIbHUMUA CUCTEMaMH,
OpiEHTOBaHUMH Ha OOpOOKY BEIHMKHMX TOTOKIB rpadiyHMX JaHUX y peXHuMi peanbHOro udacy. OjHi€ero 3
kmovoBux nigcucteM GPU e amapaTtHi 6510KM TeKCTypyBaHHS, LI0 3a0e3MeuyroTh BHOIPKY, azpecaliio Ta
¢inpTpamnito TekcTyp Tnpu (opmyBanHi 300paxenns [1]. JlocmimkeHHs iX apXiTEKTypHOI opraHisarii €
BXXIJIUBUM JJIsi PO3YMiHHSI MPHUHIMIIB MiJBUIICHHS MPOAYKTHUBHOCTI Ta €HEProeeKTHBHOCTI Cy4acHHX
rpadiyHUX CUCTEM.

Pe3yabTaTu gociaixkeHHs

VY rpadiunnx npouecopax (GPU) amapaThi 0:10KH, MO BiAIOBIAI0TH 32 TEKCTYPYBaHHS, SIBISIOTH COO0I0
LEHTPaJIbHUIA EIIEMEHT peallizallii TPUBUMIPHOTO PEHACPHHTY, OCKIILKH BOHH 3a0€3MeuyIOTh BHOIPKY,
TpaHcopMallio Ta QUIBTPALII TEKCTYPHUX JaHUX 0€3 3aJlydeHHs IIEHTPaJILHOrO Ipolecopa. B KOHTEKCTI
apxitektypu GPU 6noku mammiary texctyp (TMU) BUKOHYIOTH OCHOBHY OOpOOKY PacTpOBHX 300pakeHb,
MEPETBOPIOIOYM iX Yy 3HAUCHHS, SIKI HAKJIaJal0ThCsl Ha MOJIITOHU TPUBHUMIPHOI CLIEHH MiJ] 4ac PEHAEPUHTY. 3a
Bu3HaueHHsM, TMU BimnmoBimaroTh 3a OOYHCIIOBAJIbHI orepamii 3 OOpOOKHM TEKCTyp, BKIIOYHO 3
00YKCIICHHSIM KOOPAUHAT Ta 0a30BMMH (PUILTPALIHHUMH OINEPALiSIMHU, 110 A03BOJISIE rpadiuHOMY MPOLIECOPY
e(EeKTUBHO «HAKJICIOBATH» TEKCTYypy Ha 3amaHy noBepxHio [1]. Taki OiokM € OKpeMUMH JIOTIYHHMH
OOUHMLSIMH BcepeanHi koHBeepa GPU, mo mpamroroTh y TicHIM B3aeMofil 31 MICHACPHUMH sSApaMH Ta
THIIUMH 00OYHCITIOBAIbHUMH KOMIIOHEHTAMH.

OnHi€ero 3 anmapaTHUX MJICKCTEM € Kelll TeKCTyp, IO MPEeJCTaBIsie COO0I0 CIeIiali3oBany iepapXidHy
1am’siTh, ONITUMI30BaHy IiJl JOCTYIl 0 ABOBUMIPHUX Ta TPUBHMIPHMX MacHBiB AaHuX. Bimomo, mo kem
tekctyp GPU nopinserscs Ha nokansHuii L1 ke, npus’s3anuii 1o koxxHoro TMU abo MynTumnpoiiecopy,
Ta OLJBII BHCOKOPIBHEBUU CIiNBHUEN Kem L2, sikuit o0CIIyroBye 3amuTH KiJdbKOX OJIOKIB OJHOYACHO, IIO



CIIPHSIE CYTTEBOMY 3HIDKCHHIO 3aTPUMOK JOCTYITY JI0 TI100aIpHOT MaM ATl Ta IMiIBUIIYE 3arajbHy MPOIMYCKHY
3MATHICTh TIPHM BHKOHAHHI IapajielbHUX HOCTYIIB 10 TeKCTyp [2]. EdeKTHBHICTH Takoro KeUryBaHHS €
MPeIMETOM JAOCHIKeHb y KOHTEKCTI ONTUMi3alii AOCTYMy maM’siTi, OCKUIbKH HeperyJspHi IabIoHH
JOCTYIY MOKYTh 3HAaYHO 3HM3UTH YacTOTY MOMAAaHHS B Kell i, BiATIOBIIHO, MPOAYKTUBHICTS [3].

VY cydacaux GPU TMU He numne 37iHCHIOIOTH AOCTYIT M0 JaHWX, ajlé ¥ BHUKOHYIOTh Pi3HI PEXUMH
aapecarii Ta QimpTpamii TeKCTyp. AapecarliiiHi OJIOKH TO3BOJISIOTH OOPOOISATH KOOPAUHATA TEKCTYp Tak,
o0 MiATPUMYBATH PEKUMH Wwrap, clamp Ta mirror, mo € HEOOXiJHUM Jjis NMPaBWIBHOTO HAaKJIaJIaHHS
TEKCTYp y PI3HHX YMOBaX peHAepuHTy. Takok amapaTHO peanizoBaHi (imbTpariiiHi OJIOKH BHUKOHYIOTH
iHTepIoIsALit0 BUOipku texel mis Takux pekuMiB, K OiNiHIHHA Ta aHI30TpomHA (GiIBTpaIlis, 0 MOKpaIIye
SKICTh TEKCTYp NPH BiAnaneHHi abo mix KyTOM IIOJ0 KaMepH CLEHHU. 3HAUCHHS X amapaTHUX MEXaHi3MiB
BaXKO TMEPEOLIHUTH, OCKUIBKM IX BiACYTHiCTh ab0 TporpamHa peaji3aliss 3Ha4yHO 3HU3WIN O
MPOIYKTHBHICT CHCTEM PEHICPHHTY B peabHOMY 4aci [1].

TexHiuHi TOCTIKEHHS TOKa3yl0Th, 0 MPOAYKTHBHICTH anapaTHUX 0y10kiB TekcTypyBaHHst GPU icroTHO
3aJIeKUTh BiJ] KUIBKOCTI TEKCTYpHHX OJIOKIB 1 mapameTpiB ix B3aeMoii i3 melaepaumu sapamu. Hanpuknan,
30impmmenHs gyucima TMU B apxitektypi moOimpHIX GPU KOpemioe 3 MigBUIIEHHSM MPOIYKTHBHOCTI MPHU
BUKOHAHHI TpadpidHMX 3a7ad, IO JAEMOHCTPYIOTh BAXKIUBICTh IIMX amapaTHUX OJWHUI MPH MOOYHOBI
Mmogenelt npoayktuBHocti GPU anst pennepunry. Jleski Moaeni HaBiTh BUKOPHCTOBYIOTh apamerpu TMU
SIK OCHOBY JUISl TIPOTHO3YBAaHHS YaCTOTH Ka/IpiB Y rpadiyHNX 3aCTOCYHKAX, IO MIJKPECITIOE IXHIO KPUTHIHY
pOJIb Y 3arajibHiil apXiTeKTypi cuctemu [4].

AnapaTHa opraHi3aiisi KeUIliB Ta iX MOJITHKH TaKOX € BKJIMBUMH ISl ONTHUMIi3alii MPOIYKTUBHOCTI
TEKCTYpyBaHHs. 30Kpema, NOCHTIDKEHHS y cdepl ONTHMAaIbHOTO KEIIyBaHHS TEKCTYP IPOIOHYIOTH HOBI
miaxoan 10 o0podku kenry L2 mist 3meHImeHHs Tpadiky maM’siTi Ta €HeprocnoKUBaHHS, 110 € Ha[3BHYATHO
akTyanbHuM 11t MoOinbHUX GPU Ta BOyZOBaHHX CHUCTEM, JIe €HEeproeeKTUBHICTD € BaXKIHUBOIO BUMOTOIO.
e minkpeciroe, mo anapaTHi OJOKW AJs TEKCTYpYBaHHS HE TUTBKM NMPUCKOPIOIOTH BUKOHAHHS TpadiuyHux
3a/1a4, ajie i MalTh NPSIMUI BIUIMB HA €HEProCIOKUBAHHS Ta MPOIYKTHBHICTh CUCTEM Y LioMy [5].

Ha momarox mo 3ramanmx enemenriB, B kKoHBeepi GPU BaxxnmmBa koopamnamis mixk TMU, kemamu Ta
IHIIMMU anapaTHUMHU OJIOKaMH, TaKUMHU SK OJIOKM pactepu3aiii Ta meinepHi sapa. lle 3abesmeuye
napajelibHy 00poOKy TEKCTyp, A€ BUOipka, (inbTpaiiis Ta 00poOKa JaHuX BiOYBarOTHCS OJHOYACHO JIJIS
BENMKOI KiJbKOCTI mikceniB. Takuii piBeHb amapaTHOI iHTErpailii JO3BOJSE IOCITTH BHCOKHX 3HAUY€HBb
MPOIYCKHOI 3IaTHOCTI Ta MPOAYKTHUBHOCTI MPH PEHIICPUHTY CKIIQJHUX CLIEHH Yy peajbHOMy Yaci. Came Taka
apxiTekTypa JiexuTh B OCHOBI cydacHuX GPU sk y neckTonmHux cucremax, Tak i y MOOimbHHX abo
BOYTOBaHMX IIaTPOpMax, 10 3yMOBIIIOE IX IIMPOKE 3aCTOCYBaHHA B rpadili, Bi3yamizallii Ta 004HCIeHHIX
3arajpHOrO Mpu3HaueHHs [3, 5].

GPU wicTtute amapaTHi OJIOKH, IO BiJOBiJalOTh 3a TEKCTYPYBaHHS, sKi 3a0e3MeuyloTh BHOIpPKY,
Tpancopmariirto Ta (QUIBTpaIil0 TEKCTypHHX JaHUX ©Oe3 ydacTi IeHTpajabHOro mpomecopa [4].
TekcTypyBaHHS € KIIIOYOBHM €JIEMEHTOM Ipad)iyHOro KOHBEEPA, OCKUIBKY BU3HAYAE Bi3yalbHY SIKICTh CIICHH
Ta JieTaji3alliio MoBEepXoHb 00’ €KTiB. biioku Mamnminry teketyp (texture mapping units, TMU) o0po0iisitoTh
pacTpoBi 300pakeHHs, MEPETBOPIOOYHN iX y 3HAYEHHS IS HaKJIaJaHHs Ha moJiiroHu cieHu. Koxen TMU
OTPUMYE TEKCTYPHI KOOPAWHATH Bijl MIEHIEPHOTO s/1pa, O0UHCITIOE BiAMOBIAHI texel 1 mepenae pe3ynbTaT B
omoku ¢inbrpanii. Cygacai GPU wmictare aecsatku TMU, mio no03Bossie o0poOssiTH coTHI abo THcsyi
mikceniB ogHouacHo. KoopauHatu TeKCTypH OOpOOJSIOThCS OJoKaMu ajpecailii, ski TpaHchOpMyoTh
HOpMaJTi30BaHi KOOPAMHATH B iHAeKcH texel i 3a0e3rmeuytoTs pexumu wrap, clamp Ta mirror Juist KOPEKTHOTO
HaknaganHs Tekctyp. Kem Tekcryp (texture cache) mae apa piBHi: L1 nokansauit ans TMU Ta L2 cninbHuit
JUIsL IeKUTbKOX OToKiB. JIokanbHi Kelni 3a0e3MevyroTh MBUAKHNA JOCTYI J0 4acTO BUKOPHCTOBYBaHHX texel,
a L2 kem ontumizye 3anutd g0 Benukux Tekcetyp [2, 3]. KemryBanwus migBuiiye eQeKTHBHICTH
TEKCTYPYBaHHS Ta 3HWKYE 3aTPUMKH JOCTyly 10 Tio0anmbHOi mam’sti. Ilicns suGipku texel TMU
nepeaaoTh JaHi B OJOKH QuIbTpallii, sSIKi BUKOHYIOTh OiTiHIMHY, TPUIIHIMHY Ta aHI30TPOITHY iHTEPIIOJISIIIIO
JUTS TUTABHOTO TIepeXoy MK texel i MiaBUIEHHS SKOCTI BimoOpakeHHs TekcTyp. Jis Benukux tekcryp GPU
BUKOPHUCTOBYE i€papXiyHy mam’siTb mipmaps, tiled memory layout Ta amapaTHe CTUCHEHHSI TEKCTYp UIA
3MEHIICHHS O0CSTY JaHUX 1 MiJBMIIEHHS MPOMYCKHOI 37aTHOCTI. BaKiIMBOIO OCOOJNMBICTIO € iHTerparis
TMU, kemriB, miewaepHux siep 1 OJOKIB pacrepusaiii, 1o 3abesnedye mapajieibHy 0OpoOKy BEIHMKOT
KimpkocTi mikcenmiB. ns  onTumizaumii HpOAYKTUBHOCTI  3aCTOCOBYIOTBCS TEXHIKHM — IONEPEIHBOTO
3aBaHTaKeHHA TeKkcTyp (prefetching), rpymyBanns 3amnmtiB (batching) Ta paHHe BiICilOBaHHS HEBHIUMHX
nikceniB (early culling). ¥V apxitektypax NVIDIA Turing Ta Ampere koxen Streaming Multiprocessor (SM)
MictuTh ynciaeHHi TMU 3 kemramu L1 ta L2 i miarpumkoro anapaTHoi (iibTpaliii Ta CTUCHEHHS TEKCTYp. B



apxitekrypax AMD RDNA ta RDNA2 xoxker Compute Unit (CU) mae TMU 3 nokansanMm L1 kxemem Ta
cuinbHuM L2 xemmem, MATPUMKOIO mipmaps, amapaTHoi ¢imbrpamii Ta Variable Rate Shading mist
ontuMmizauii npoxykTuBHOCTi. KoHBeep TekcTypyBaHHS BKIIIOYA€ IIEinepHi sapa, Onok ampecanii, L1 ke,
L2 xem, TMU/Texel Fetch Unit, 610k ¢insTpanii, ¢ppeiimbydep i ontumizanirini 6mnoku Prefetching, Early
Culling Ta Batching, mo B3aemoxirots i3 TMU Ta Kemamu Ans MiABHINEHHS MPOIYKTHBHOCTI Ta SKOCTI
penpepunry ciieHu. OnTUMallbHE TO€AHAHHS anapaTHUX OJIOKIB TEKCTYpyBaHHS BU3HA4Ya€ MIBUAKICTD
PEHIEPUHTY, SKICTh BiJoOpaskeHHs MaTepialiB i epextuBHicTs podot GPU B minomy.

BucnoBku

AnapaTHi OJIOKM TEKCTYPYBaHHS € Ba)KIMBUM KOMIIOHEHTOM CYYacHHX TpadiyHMX MpoLecopiB, IO
3a0e3Medye BHCOKONIBHIKICHY BHOIDKY Ta 0OpOOKY TEKCTYPHMX JaHHX y PEXKHMI pealbHOro uacy. Ix
CTPpYKTypHa oprasizamis, KimpKicTe Texture Mapping Units Ta edeKTUBHICTh KeNI-TiJCUCTEMHU
Oe3mocepeIHbO BIUIMBAIOTH HA MPOAYKTHBHICTH 1 AKICTh peHIepuHry. I[HTerpamiss OnokiB aapecarii,
¢inpTpamii Ta KemlyBaHHS B MeXaX €JUHOTO TpadiyHOro KOHBEEpa MO3BOJISAE NOCATTH 3HAYHOTO PIiBHS
napanenizmy oopooku. [lomanpmmii po3Butok apxirektyp GPU crnpsimoBaHuii Ha MiIBUIICHHS MPOIYCKHOI
3IaTHOCTI TEKCTYPHHUX IiJICUCTEM 1 3HWKEHHS 3aTPUMOK JAOCTYITY IO TIaM’SITi.
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