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Uber-shaders
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LllengunHr-cuctema.

TpeboBaHuA.

« BoraTble BO3MOXXHOCTU peannsaLunu
MaTepuanos

 [Togaep>kKka HECKOSTbKNX MEXaHN3MOB
ocBeLleHUd

* MakcumanbHas Npon3BoaANTENBHOCTb H6e3
CKa4yKoobpas3HbIX MpoBasioB

 MynsTnnnatpopMeHHOCTb C BO3MOXHOCTbLIO
nokanbHOM crneymnannsauymm

* MnHUManbHbIN 00BLEM NAMATU O PeCYpCcCoB



uber shader. OguH Wwengep.

* [1o wengepy Ha puyy matepuana / cxemy
NanTuHra
— CnoxHo nporpaMmmMmmpoBaTb U NoAAEPKUBATb
— HeynobHo BbIOMpaTh Wengep B paHTanme

* MynbsTrUnacc nanTuHr

— Vertex processing and memory bandwidth overhead

« OOuvH Kof, ynpaBniseMbll KOHCTaHTaMU
— Computational overhead (many lights, SM, POM)
— Bce paBHO no otaenbHOW peanusauun Ha nnatgopmy



e .-—’W <
% v N -
Uber shader ,El,ecbal/lel

KOMMUIALUNN.
* [loyemy He cTaTuK OpaHYUHT?

— PaHTanmM-n3ameHeHune KOHCTaHTbl BedeT K
nepekoMmnunaunun

* [louemy He AMHaAMWNK DpPaHYUHT?
— BblamcnuntenbHbI OBEpXen
— AnnapartHble orpaHnyeHud
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Uber shader. KombuHaTopuka.
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Komnunsaumsa no tTpedboBaHuto.

» OyeBKMaHaga N npocrtasa peannsaums
* PegakTnpoBaHue WwengepoB «Ha INeTy»

* He ncnonb3yeTca HU OQHOIO JNULLIHETO
Lenaepa

» 3HaunTENbHbIE PaH-TaM NpoBanbl

e HeonpepgeneHHble annokauum B
KOMNUNATOPE



- Komnunaumsa no TpebosaHuio +

KOLL.

* Runtime stall TOnNbKO Npu NnepBoMm
obpalleHnu K Lengepy — MOXeT ObITb
TEPNMUMO B HEKOTOPLIX Clly4ax.

e [1pn ycnoXxHeHnn WengepoB gaxe

OAHOPa30BbIE MpoBaJibl KOUTUNYHDbI
(komnunaumsa go 20 cek, 4o 150 wenaepos B

kagpe)!
* Hy)XHa cnuctema NnoaroToBKU Kalla Ang
cbopkum.
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Py4yHas cbopka Kalua.

* TecTOBbIE «HacbILLaLWme» 3adern
* 9 X 16 nnatdopm (16 =4 BuHapHbIE OnNLUUn)
* 40 ypOBHeu
* /IlHBanupauunsa kawwa npm UsMeHeHuUn ypoBH4A
° |/|HBaJ'II/I,£I,aLI,I/IFI Kalla npm nameHeHmm Koga
Lengepa
e CobupaTb OMHapHbIN K3LW Anga ounga Takmm
obpa3om - HenogbeMHas 3agada



[TonyaBTOMaTn4eckasi cobopka

KolLla

* HeTKko oTaenuTb napameTpbl nnatgopmsbl /
BMUOE0-0MNMumnm OT BCEX OCTallbHbIX U
cobupaTb He3aBUCMMbIE MapaMeTpbl
KOMMNUNSU UK

» ObecnevynTb MexaHn3M akKkymynauum
pe3ynbTaTtoB Urpbl CO MHOXeCTBa MalLluH

e ObecrnevynTb KOMMUNALNID BUHAPHOIo KaLla
ONA pasHbIX NaTtopm
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[TonyaBTOMaTn4eckasi cobopka

KoLla -
R L2 i
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KoLld
* OTCyTCTBME MPOMAX0OB HE 0becnevYnBaEeTcs

* AHBanuaauns NPy NU3MEHEHUN YPOBHS

* lHBanuagaumsi npn nameHeHnn Habopa
OedanHoB
e bonbLuaga n3dbITOYHOCTb

* bonbLas crnoXXHocTb cOopKM per-level KaLa
N9 KOHCOSeu




ABTOMaTI/NeCKaFI cbopkKa KaLla.
[lpepeHaep.

» 3aMeHa «TecTtepa» B N/aBToMaTUNYECKON
CXeme

o Jlerkum pedunpg npm nameHeHnn apTa

* OTcyTCcTBME N3OLITOYHOCTN, XOPOLLEE
NOKpbITUE

* HenonHoe nokpbITNE

* CNOXHOCTb PACCTaHOBKN KOHTPOJIbHbIX
TO4HEK
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' ABTOMaTI/NeCKaFI cbopKa KaLla.

MHTennekTyanbHbIN nepebop.
* [lonHoOEe NoKpbITHME

* Hnkakom gononHuTenbHoOM paboThbl /
OAHHbIX

« dMKCMpoBaHMe NapamMeTpoB MaTepmarnos,
PECTPYKTYpU3aLUs Koaa peHaepuHra

e Peanunsauusa n nogaepxka MmexaHnsma
nepebopa napameTpoB

* HekoTopas ns3dbiTtoyHocTb (KM < 0.5)
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ABTOMaTN4YeCKa c6op|<a KaLLa.
MHTennekTyanbHbIN nepebop.
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[Tpouecc coopku

1,

defines R Binary cache
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CokpalleHune Korn-Ba

KOMOUHaUnN.
° |El,OI'IOJ'IHI/ITeJ'II:>HbIe BblMNCJ1IEHUNHA

» Bce anHamun4yeckne NCTOYHUKU — MPOXKEKTOPbI
* TymaH Bceraa BKIo4YeH

e LOD caenaTb cTaTUYECKON onuneun

* Dynamic branching ona guHamMmmn4yeckmnx
NCTOYHUKOB (PC, Hi-LOD only)

e PC: 25k shaders total (13k/level total, 4k/level)
e X360: 9.5k shaders / level
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Runtime, KOHCONWU

» Ko xpaHutca per-level, 3arpyxaetca
NONMHOCTbLIO BMECTE C YPOBHEM

« Becb KoLl B naMsATN B KOMNPECCUPOBAHOM
BUae

e lllengepsbl pacnakoBbIBalOTCA U CO30al0TCA
Nno mepe HeobxoanMoCTun

* Makc 5000 LengepoB o gHOBPEMEHHO, LRU

* CreateShader() paboTtaeT ObICTPO, HET
CYLLECTBEHHLIX MPOBanoB
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Runtime, PC

« 3a D3D Runtime paboTaeT gpanBep
* CreateShader() paboTtaeT MeaneHHo
nmbo

* [1epBbIn DIP C TOMbKO YTO CO34aHHbLIM
Lengepom pabotaet MearieHHo

nnbo
» /1 TO 1 gpyroe + 3aBMCUMOCTb OT cTeliTos @&



Runtime, PC
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