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TS AL A RE Sy, AT LASE X A B B TOU 28 b b M U R T 2R 5 | Dot 31— 2 1Y
ZZwhX . 7 Geometry Shader H | FR{TTALEEAY FAICIE Primative, SIRARAS [ &2 T A5 A Ab 2
{HHE A Vertex Shader [J&—IK— AT &, Mi#EA Geometry Shader Y& — K — L 89 T 55,
Geometry Shader %48 & X LE T BT 4L ALY K1 JT(E B . Geometry Shader f40 B [ Behb T K £
(RIS A Z AT, A AR AR BY RN BY 2 (] AR AR H — L2 AT, U BT i PR 2 H B 23 I T
W BIFLE T, A Rk B, AaA HAR T KL AT g FE B Bt 2 7E Geometry Shader
ZJa At m E T a e (B R ) X 4 Geometry Shader % T H A0 B (1 43¢ 5K M 1M
WA — A EERF S, Geometry Shader F2JF7E Vertex Shader F2JF AT Z /5447,

Fragment Shader /2% Vertex Shader Z#h5— /i ULAY Shader, ‘E5 Vertex Shader — 7]
HEL, 4T Rasterizatoin BrEEZ G, B EIER/KL FME—K 2D Shader, Pixel Shader ({%
ZAEOL) PRI A Fragment Shader (JrI0E (A 4%) , EiHHE B MRE MBI QM HAL
JEYE, WL ADGIRE, MR, B, SEEt, s PSRRI AR R A I
o BRATBAEEREE (2 - buffering) B Z/ME ¢ HARBLME BOARA T 5 th 2502
ff,, —~ Pixel Shader AREF AR HHBOR, KHAE RE—-MEE LT #HAE, TARMIEY
FRJUATEAR . BRI R AE R AR A br i Bl SRR ERER RS L
Fragment Shader 7E 8/~ EIE /K £ A Shader HORBREl /D0y, W R2DIReEME KR, —BEN
BRI R A — B Bt AT, SRIABI R E R BRI H

A EE K Z ) Shader BEANE T KLk B T A—FE, BAAFE B TR ER T
THEMPURMINGE, EIES ANARETHREARMEE S, R EMTrEEh#EEZ R
M, BT REATE T # Shader H i B HATPER AL 51 Compute Shader,

Compute Shader £7E OpenGL 4. 3 Fl DirectX 11 15| AR, EISL TEIERKL, FTLFF
FE T EIE RS AN BA B 1) AN R4 B, X )& GPU Shader 42 #EA: DR H B BR ] B 2D |
IRERE K B Shader, ‘B RYRE J1 JLF- %5 W F GPGPU, it &% ¥iHY OpenCL, 7E Compute
Shader H, JF& & #UR TR HIFLR # 5 1) GPU W& 28R, i Compute Shader A L)
5 RIS R . DIRERCRIR KRR, KRB BB SRR T BOR . MR RS
Pk, 1 AMD f TressFX (BREYRFEAR) #E IR BMIAIRHE], TressFX MH LK
it 238 Compute Shader Xt & 12 SRR MR IA B L i B A TE YL/ H 1Y, T 9 BEAR AL,
HHE A B AR TR E YK E B A, Akl B W EOLZGBERSECR T
GPU CHARIA KR, Foaf okl L i) 2« Y MACR O T 2 EIE N A . AMD 3]
A Computer Shader A5 BLICIAA —~ H 892 H KRB (RIE GPU BYMERE &%, BUAETT i b
A AR R ST BT R AR I BT A, X AE— B N R AR, BEE GPU MR B
2:1:3 ¥ 3] Computer Shader,

EEST AMD B9 B RHEARE, LA FELL AMD &R A H18 Ko B — 28 n) 8, ik
AN, AT T T GPU B YA EEIAT, LA Compute Shader T 473 {8 1) &
B, WX —PIdRBAE AMD GPU Bt Bl &b, HETC 2 RA I GPU 1, AR
GCN JFth, 185 A Tahiti, Hawaii, Fiji BUREML= & 4F GPGPU i@ FH 1158 Hb i 4 BE 4P &b 7F 48 %f

<




AIGFEHAL , TPRFAE 2017 4R & AR Vega 10 4844 22638 AT 09 PERE ARAfE M) T — > i 1
BT RENTMEF GCN Z244 Jy il TR Ok 1 BIP St
mE 1-1 Frs i GPU Bk fbi it #, M R Fixed Function ¥ 71%!] Radeon 9700 B}
R fET B2 Shader #%Y | F{%I| Radeon HD 5000 6000 %) VLIWS 1 VLIW4 . fH#H A GCN 22
FAEXT VLIWA 2864 3877 T R A8 508 . MWEHHIRATRTLUE H VLIW4 %—"rﬁkfbé\%@

t, 4 MEEFEIRAGR THESK ALU iR P 4 FAMEHES . XEMRITHE &5
H 4K Shader 1158, Fragment Shader 1 84ME Z #5820 57 ‘?ﬁﬁf&?ﬁ?ﬁffi. l_ﬂ'fﬁ‘é%
Pl VLIWA F52 A HE, KRBTSR Pl ToXBE, KECRERE S, XHEHE
R F BRI A BT IR IR 2%

15T ERA: 2N0 ERA: 3R0 ERA:
Fixed Function Simple Shaders Graphics Parallel Core

3D Geometry Transformation Memory Interface

JR—
8 Vertex Pipes

Setup Engine
v"

Pixel Shader Core

—
16 Pixel Pipes

B 1-1 GPU 28yt b iyid 78

G 1-2 FrR R EF b a1 aX A4l @, #F VLIW4 o 84 CU Bl T 16 > ALU, 64 4>
AL FESS B2 1 4> SIMD 484, &4 ALU (+ A AR LAY 4 4 E AT 4 WA [R 484 13t
B, WIEX N EEIEITRE H R RGBA il , HIEFEEEIETE . R XA IER
Y S 1 RO A [ B T B B S A T 48 A R AT R B 4 A

VLIW4 SIMD GCN Quad SIMD

64 Single Precision multiply-add 64 Single Precision multiply-add

1 VLIW Instruction x 4 ALU ops =¥ dependency limited 4 SIMDs x 1 ALU op ¥ occupancy limited
Compiler manages register port conflicts No register port conflicts

Specialized, complex compiler scheduling Standardized compiler scheduling & optimizations

Difficult assembly creation, analysis, and debug Simplified assembly creation, analysis, and debug

Suited for graphics, less flexible for compute Simplified tool chain development and support

Careful optimization required for peak performance Stable and predictable performance

B 1-2 VLIW4 f1 GCN 4844



il GCN 2243 0| 52 2 HEH 1 Z Hif m&fr%ﬁﬂﬁﬁﬁr%ﬁ SPfin. ATLAEH, /l‘ CU Eﬂ
& T 4/ ALU, AI4r5ilkb3E 4 SRR SIMD $54, [FIREHA 64 iiab#gs . &4 SIMD i
T 16 1NifikbFEeS, HFHAHTFE T4 MELFE RSN ALU, XEAHELSMAS R T
MR RGN, RIEAT ERFFMEEROIAL, 252 LB AR ERAE

GCN B8 (i A CU LAY 64 WAL B 4% [ 28 047, MM 7EfE A LDS (Local Data
Shar() AT BHATAEM E AR E, KBR T RZPERAER T,

A, wWE 1-3 Fiax, GCN 22441 GPU ERA CU BE %S T Integer Atomic Units

St SE L LDS R FHRAERPERE , Reduction #aEFE @ IR PIERW W WL, MERZSHE
1 Reduction #RAEHRTT 2R F 1A AR S B

Vector Op LDS Instruction Decode

Decode Pre Op/VecOp Return D
SIMD 0/1 SIMD 2/3

Input Buffering and Request Selection (1/2

llllllllllllllllllllll

Input Ad

vefront per clock)

of
llllllllll

lllllllllllllIllllllllllllllllll

Conflict
Detection

Memory Banks (64KB total)

Read Data Cross Bar
Scheduling

A4 v v A4 ' Ad v v v v v v A4 v v v v v v v v v v y v v v v v v v v
Integer Atomic Units

Write Data Cross Bar

] 1-3 Integer Atomic Units

BRitkZAh, GON 2245 GPU &% []8 CPU JFRE T —Hf K 256MB i) A7 = 8], CPU
AT LA RO X 3 R T s (B HEA T 5 B, KRR S Ak, CPU AT DA ey R0 b B 4 B T B A7
FREAE, FINHE GPU BELA R M N AF VIR 2 (BT R AF) SRR U\TTJ
B—XKANFEIBANE S, GPU VIR NFRAREE A m, mE{KTUin 7R Hee, m
AR GPU H A MR AIE (GPU e @ T E H D &ﬁ%%ﬁ?ﬁﬁfﬂm
FHITIE]) .

DAk S48 g A B AR g UE SE A AT T RN B R SE ), — 2R ) B
BE, BERESXT, JUFERDGEMZT P ERET GPU EMITE ., HE4H, GCN &
¥ 038 FH T RE AT ik R

feJa, EATHEBE—U GCN 4 *%hwumﬂﬁﬁﬁw%MEiﬁ%& ACE ( Asyn-
chronous Compute Engine) i858, X Wi AMD & it 3L BB 451 %A T Di-
rectX 12 #l Vulkan 5| ARFR S, HFHAEECHM S F£2 5, HRA TS T8 L.
ACE (i B T 2 B 3 Y b RE % 5 78 43 1t ) A O b 3 8% 55 T80T, i Tt
R ¥ EE HA FE Shader TATRO R T A SRk, T P TR U 3 oo 72 v A KB 9 1 60 I 1 i
1E GPU #Y Fixed Function S {44 M 5T || Ul Vertex Assembler, Input Assembler, Tessellator

L



GLSL S & EM 5 (CHRA

Al Rasterization 55, 2016 4F, B4 MR L M iF Ak KVEZHF T DirectX 12 Fil Vulkan, [fj Di-
rectX 12 MR E B R A S LIk Z 5. AMD GPU 7E AR % DirectX 12 Hl Vulkan 7 2k
KM , FEFH AT IHTHREIE 4 B, AMD GPU 7£ DirectX 12 BiX T {&Bh ACE #¢tEHUS
T 20% ~30% HPERESRE Tt

Compute Shader AMXHAAT X BE U5 (I AV RIALER, 40 LDS | JEF#:4E . AMD % Y Sha-
derlnstrinsic Function A} Work Item, Work Group, Local ID . Global ID & 5|{5 &, i Hif
PR TR R BT IR U R) RIEME, AR AT LAE A S R0 E R JUE BN AL LA ST EAE S5 Y
Wi, ¥EH Workgroup PR /NFIAE RS, Mifii 4 il LDS Bl & . Wavefront (%0, X H 4
—ANAT xR D GPU WRAYA I SRR B SCEM, Xt gt RB IR 1k R B KAy AT
AETE.

Zi LRk, GPU iR & JEAAKE TH HiTH (B Compute Shader), 1fii AMD # GPU
Wi —BEM X %, #T 2017 F XM H Vega 10 GPU ZEHG AL AHXS #55 1) Geom-
etry Pipeline, Deferred Shading S #EATHG R, 5| A T o34 5iad FH 5 M BE 1M 4& i A i A
T 50 NCU ( Next — generation Compute Unit) , BES LLAUE T HUKS BE 17 s R RE R AT 20
FETE T . AMD M —UnERTEH A HES) GPU B ARMIHEAL S K RAWESS 11 .

7 gl ) 1‘?"'\1’?"%{-,“ ’:
2 1.3 U '\l(fll -y "}»Ul'i

e x5 | S 2 A ML A X B T A BT AR HESR . TR R AN RMERIENDRIF R EVL, #3h
B AR R, eS| R RO DR H AR A T 2D 303D BIERE G| (e R
ae") . WES RGN (FORCENG ) | AR, A, shiE, ANTERE, MK, ¥
BRNFFER, 248, HRgmiEda. ERKBRE L, @ AR iR 2k @A FH
HIERE, SEK IR BEB 2N TG, BRI U R EE A K& LREM
LR L]

FEVFZIROLT, B 7l EH AR Z A, ks a7 —Ea ik TR,
XS T HGE 7 LIS 3K 3h i 7 R AT 80 . PRSI & X, 51 & @ & LT
P A T R P T ) T 2 R 4 LS K A AR 2 1 oK 5 B B AE A T R R IR X R 1Y
EARAR | RERTE, AT AR LGSR RN

KRBT EEMR M T TIF R AN, WEIE, A, YR AL DiEE, X
e s | AR A A, A SR EAR R E S8, EfREREMTER
HERMRATE . HITFE A0 TA O DhRE, BRI & ER, [A 0 R AR B A Fn &2 2% 4
MK % . Unity, Unreal, Frostbite, Cocos2D/3D . CryEngine f# 23X Fh g% ) 72 8 F &9 iiF
G,

SHAb A BRI TR, Ueks |l RS TSR, AFESMTEE LEfTH
[FAERK, AAEWERALF PC, (RIS X IR AR 0 2 sk, @, BExks| gkt
NIETHMMRBARG, RVFEHELH OF BB H E & 5t) At B 4R B sl b e
SR FEE RS, WH TP HEELA Havok, FH T % Miles Sound System 5% Bink f41 ,
M T2 R E A F Enlighten, F TAE#EHLI Speedtree, —253FK51 %, 4 RenderWare £
W — RS RCE RO AR a2, T LA VE 20 6 LABI 2 Ak | 4,

e



G Pl 177‘ 2| W2 ny B 4332 428

REZBHRPFHRMNANT, UTFEERINGEER—, HEEFr iR €@ et T
A St ETE R SR i HA S R 3 B A0, anE SR . B dlfe . DIZREENEE

— AR G AR AL SE A 3D {EYLRE Sy, A WA 2 HAL A D RE, X su5 |
o U AT K 3 R S B HC A T R e G At e X P RISk 2 5 U B 5 1 8 . X BER ALY 5|
EEEWRON CEIESI%T | “EEI%E” 5 “3D 51%”, MAREEELZHAMAREFE
“WErks|E  EIES| A — R ] /& Crystal Space, Genesis3D. Irrlicht, OGRE ., Realm-
Forge, Truevision3D Fl Vision Engine,

AR T R —BEE RN ART, B¥AILTANFREZE, VB
PR, W5 RS, EE, WA, RARMKRRITZEIE R T E R
St BN, FEAA R — AN SR R R IT A BB, AR AR BE R R A RBEK
GESER

MEERITFERERA, B2 RN, HhREZRNMHER Unity, EREFR 1
B TFENEAL %, 5—aiS, 5%l 8 %S, A CIL GERTEIES),
BATRE A CIL B A M & B 4RIz T, XF AR KRE £ TR R EEBRITFEM KRR
4 (GEM0S) [EMZFETAE, Mf5, Unreal Engine (ME4]J5|%) @B FIHEY-&, B
T AT PC AN, ol JUEMIFRZRBaT &,

ks LA RIFACE RS, X FHEARR G SRIRRBOF 5% 8 B 1
o, HEEFKETE APL fHEH, ERE LS 2 5 I 6B AN 134T DirectX 12
Vulkan BI3CHF, FFEXTFHE VR Pk, AR T OARIR S E 4 B PERE LA B VR JF
%%, Unreal Engine BGERLIAL T ERIRTRIEY,, G A 3 ol LISRAS E ZR9TERE .

BEE AR 5 | EHOR Y ARG SN 2 A, Weks | M TE I E 297 K, LA Cry-
Engine R, ENTIAEBH FEMM™ R ASE. AT, 8, BEFMESBEN AR,
[ R TS X S | E RS R Y 5K, GfEB3HETE (40 Android F#L, iPhone) FIM%E
WA EE, R EANNHTEE, SR TSI ZHHBEFES (U WebGL, Shockwave .
Flash, Trinigy fY) WebVision, Silverlight, Unity Web Player, 03D f14li DHTML) ,

IAh, RS [ IE ST A AN Java A1 C#/. NET (4l TorqueX Fl Visual3D. NET) |
Python (Panda3D) #{ Lua Script (Leadwerks) F@&EHiEH 2 L, HTRKEZH 3D FkBAEF
FJE GPU FRHIA (EDZ3 R REESMRE) , Il E@guE S BRI 8 S BU0EE AR
ARG AT LI Z 8%, T ok 2B R A A P I MR B K, Bl X S ia ik 5
A R HES M ST IR & . T3UKIT & 9 XNA fERAMENTE Xbox FIAHIK™ il b & A i) Bl A1 1 Xk
B SDK, X B A13E Xbox Live Indie HiFk4iE , HELE AIFELEAE BB RIRATE T
AP 4 5 U A P /INFRU R R R T s TR

HEx51% . D3D/OpenGL, Shader, 4ife. K EWFRFF LA EARIAAS, BHX
B, HAHEW, BREEFMBEAREESEmEAM4 DMES, REBLRZ 0l MmE T i
FREMNBERE ., — DRI RERIZXX LA B,

AMD Radeon RX480 B FE—FEWESEEF IR B R, FRFENTRRT
—S67E Unity 5|5 1 #) Shader %2, PTARFHEH AMD 5t THZE R E——KiE, DI
EE¥,
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