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A dpekTneHoe GPU

Aicnonb3oBaHmne pecypcCos:
namsTin
BPEMEHMN UCTMOSTHEHNS



Apxutektypa GPU

CPU

RTX 4090
16384 cuda cores

GPU

GPU 9T0O MOHCTp C TbicA4YaMu sgep

Single Instruction Multiple Threads (SIMT)
PasnuyHble TunNbl namaTu (registers, shared
memory, local memory, L1 & L2 kewwn, global
memory)

BcrnomoraTenbHble 6noku 1 sapa (Texture
Processing, RT cores, Tensor cores,
Rasterization)

GPC <- TPC <- SM <- CUDA cores



MHCprMeHTbI dHaJIn3 Npon3BoaunTESIbHOCTH

» PaHTainM cTtaTtucTuka: fps, ms Ha Becb/4acTb Kagpa

« CHMMOK Kapgpa: nocnenoBaTelbHOCTb KOMaHA

= AHanus cuHxpoHusauum GPU/CPU: BbisiBneHue npoctos (abip) Ha GPU
BCNeACTBUE HEMPaBUIIbHOMO Nepeaadn komanp, (partial submit, threshold);
aHanus readback

« [lpodunmnpoBaHmne BbI3OBOB OTPUCOBKN U LLENAEPOB
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[10 more stats. Use the stats MaxPerGroup CVar to increase the imitl
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Frame:
Game:
Draw:
GPU:
RHIT:
DynRes:?
Draws:
Prims:

4096 ms
3570 ms
1994 ms

2665 ms
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Accumulated Event Tim) 10000 20000 30000 40000 50000 60000 70000 50000 90000 100000 110000 120000 130000 140000

’ - o -
BRI L] - (L] - L] - L]

el i
o
All Actions

Perf Markers

Pipelined Actions

RTV 215 RTV 208 RTV 209 RTV 210 RTV 213RTV 211RTV 212 RTV 214 DSV 1 (77107.20 ps - 52.1%)

El >
~ Range Info - [All Actions] All Actions (148070.53 pis - 100.0%) |Summary ¥
Draw Call Count 486 | Dispatch Call Count a3
AP Primitives (TotalfAvg) 931242 / 1916.1 | Threads (Total/Avg) 0/0.0
Shaded Pixels (Total/Avg) 4,98482e+7 [ 102568, 3 | Instructions (Avg Per Dispatch/Avg Per Thread) 3331457.2 /0.0
~ Pipeline Overview ' Summary -/
Top 50Ls 12:20. 1% | DRAM: 19,7% | TEX: 16. 1% | SM:15.1% | CROP:5.1% | SM Issue Utiization Per Eiapsed Cyde 15.1%
GPU die 36.5% | SM Lssue Utiization Per Active Cyde 35.0%
SM Ocaupancy (Active Warps Per Active Cydle) =/.1
SM Unit Active 43.3%
SM Uit Active Min/Max Delta 05%
SM Active Threads Per Instruction Executed 100.0%
* Memory | Summary -/
L2s0L 20.1% | FB Read Utlization 13.6%
L2 Hit Rate 95.8% | FB Write Utilization 6.1%
Tex Hit Rate 78.4%
~ User Metrics | Graphics Range Table |
Enter a filter Transpose
Select  Name + Description = Range
ApiPrimitiveCount Counter provided by the APl interception layer All Actions
AveragePrimitiveBatchSize Counter provided by the APl interception layer
BufferChangeCount Counter provided by the APl interception layer :
ClearCount Counter provided by the APl interception layer H
CopyCallCount Counter provided by the API interception layer
DispatchCallCount Counter provided by the API interception layer
DispatchKemelDimXAvg Counter provided by the APl interception layer

DispatchKernelDimXMax Counter provided by the AP| interception layer -



GPU idles

Frame A Frame B

Update Update

Command Queue

Frame A i Frame B

= Render Thread

» W36eraTb readback B ToM xe Kaape



GPU idles

Update Upda

Frame A FrameB

Command Queue

Frame A Frame C

Frame

Compute A i Compute B




BeTtBneHne Ha GPU

HenpaBunbHOe Unu YpesmMepHoe UCNoJib30BaHMeE YCNOBUU BHYTPU LLEULEPOB
NPUBOAUT K CHMXXEHWNIO NPOU3BOAUTENIBHOCTH
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if (rand() % 2) {
AQ);
B();
} else {
C();
D();

EC);
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OnTnMmnsaumsa BeTBJIEHUS

= BbIHOCUTb 06LUME KYCKM 3a Npeaenbl 6510KOB YCNOBUM

« 3aMeHATb BETBJIEHME Ha apudMeTUUeckmne onepaunmn (YMHoXeHUe, saturate,
step)

float x = rand() % 2;
A()*x+B()*x+C()*!x+D()*!x;
EC);



OnTnMmnsaumsa BeTBJIEHUS

= CTaTtuyeckoe 6paHyeBaHue

= KMcnonb3oBaTb permutation Yyepes aedainHobl

#if BRANCH
A();
B();

#else
C();
D();

#endif

E();



OnTnMmnsaumsa BeTBJIEHUS

Ncnonb3oBaTtb Macky (4epes depth, stencil) ona doparMeHTHbIX Wenaepos




[ToTannoBbI KOMMNbLIOT

MNoTannoBas npoxonka yepes Executelndirect() ana compute wengepos




Linknbl

[unroll] / [loop]

uint count = 4;
float w = 0.0f;

[unroll]
for (uint i = 0; i < count & w <= 1.0f; ++i)
{

AC);

w += B();



Dispatch(5,3,2)

- SV_GrouplD

Zoom-in on SV_GrouplD(2,1,0)

~— SV_GroupThreadID

SV_GroupThreadlD = (7,5,0)

SV_GrouplD =(2,1,0)

SV_DispatchThreadlD = ([(2,1,0)*(10,8,3)] + (7.,5,0)) = (27,13,0)
SV_Grouplndex = 0"10%8+ 5"10+7 =57

Dispatch() BbisbiBaeT 5*3*2=30 rpynn
MOTOKOB B HEOMNpeAeneHHOM nopsiike

B BbluncnnTenbHOM LWengepe ykasaHo
4YTO Ka)kgas rpynrna CoCToOuT U3
10*8*3=240 noToKOB



[TamaTb GPU

LMEM/L1 Cache LMEM/L1 Cache

L2 Cache

Global memory

Host memary

HasBaHune | O6bem O6nactb CKOPOCTb YTEHUS U
BMAUMOCTU | 3anucu

Registers ManeHbkun | Tpea BbICOKas Nn OYeHb

BbICOKas

Shared ManeHbkui | rpynna BblCcOKas
Tpenos

Local CpegHui Tpen cpeaHss

Memory

Global BonbLuon rpynna HU3Kasa UM OYeHb

memory Tpenos HU3Kas




dyHKUMn ans Wave

=  Wave Query - O6wwume onepauum ans koHtpons (IsFirstLane / GetLaneCount /
GetLanelndex)

= Wave Vote - Onepauum cpaBHeHUs 3HadeHUn mexay notokamu (ActiveBallot
/ AllTrue / AnyTrue)

= Wave Broadcast - lNony4yeHue 3HayeHus ns apyrux tpegos (ReadLaneFirst /
ReadLaneAt)

= Wave Reduction - ApudpmeTnyeckmne n normyeckme onepaummn ans akTUBHbIX
TpenoB. (ActiveMax / ActiveSum / BitOrn t.4.)



Memory barriers

B ycnoBuax SIMT apxutektypbl GPU ana npaBuabHOU opraHu3auunm
BbIYNC/IEHNU HAM HYXXHbl CUHXPOHU3aLUNN.

Bapbepbl B OCHOBHOM pasfinyatoTcs rno 06/1acT NaMsaTu KOTOPYHO OHU
CUHXPOHN3UNPYIOT - shared, device, all, none.

B HEKOTOPbIX cny4dasix MpocTas nepecTaHoBKa 6apbepoB BHYTPU Koja Lernaepa
MOXXET BJ/IUSATb Ha NPOU3BOAUTENBHOCTD.



[lpmMmep ncnonb3oBaHUA

Shared mem: groupshared float SharedMaxRadius[SIZE];

SharedMaxRadius[GroupThreadIndex] = MaxRadius;
GroupMemoryBarrierWithGroupSync() ;

[unroll]

for (uint i = ©; i < 5; i++)

{
const uint ReduceSize = 32 >> i;
if (GroupThreadIndex < ReduceSize)

MaxRadius = max(MaxRadius, SharedMaxRadius[GroupThreadIndex + ReduceSize]);
SharedMaxRadius[GroupThreadIndex] = MaxRadius;
}
}

TileMaxRadius = SharedMaxRadius[0];



[Tlpumep ncnonb3oBaHUS

Atomic: groupshared uint SharedMaxRadius;
uint Unused;
InterlockedMax(SharedMaxRadius, asuint(MaxRadius), Unused);

GroupMemoryBarrierWithGroupSync();
TileMaxRadius = asfloat(SharedMaxRadius) ;

Wave op: TileMaxRadius = WaveActiveMax(MaxRadius);



YnakoBKa

B psage cnyyaeB TouHocTH float16 gocTaToOuHO A1 NPOBEEHNS PACUYETOB.
[M03TOMY BaXXHO MOMHUTb O BO3MOXXHOCTW YNAaKOBKM AaHHbIX.

Bit-packing (f16tof32 <-> f32tof16) Mo)kHO 3anuxmBaTb B 2 pa3a 60nblue
napameTpoB. EcTb BekTOopm3auma ansa float16 - T.e. HekoTopoe xeneso
MOXeT 06beanHaTb ase float16 onepauum B 04HON MHCTPYKL MK

TeKcTypbl - KOMMOHEHTbI, 6BUTHOCTL. YCoCg color space

Cdhepuryeckme rapMOHUKU - KapTbl OKPY>KEHUSI B YaCTHOCTW ANK NanT Nnpoob
hardware komMmnpeccuu - ecTb nNpu pactepmusaums. Noatomy nHorga Ans
NOIHO3KPAHHON OTPUCOBKU NMUKCENbHbIN Wenaep byaeT npeanoyTuTenbHee
yeM KomMnbtoT (ROP)



J1o0NONIHUTENBHO

= fast-math onTumunsauum

» W36eratb overdraw 1 KoHTponmnpoBaTb blending

= Upscale/Downscale, Dynamic resolution, Checkerboard
« EarlyZ

= Threadgroup swizzeling



ABTOMaTM3aLmnd

Kak 1 Bcerga 4yactasa npob6nema, 4To B akTUBHON a3e pa3paboTKe USMEHEHUS
MOryT UMeTb AECTPYKTUBHbIN 3PPEKT, M0O3ITOMY O4EeHb BaXXHO cobupathb u
XPaHUTb CTAaTUCTUKY MO bungam.

HeT BO3MOXXHOCTW NPOBEPATb OUNJA LIENIMKOM C KaXX0M ONTUMU3aLINEN.

» CKPWHLLOTbI BbIBPaHHbIX MECT;
= cb6op ctatucTtukm B Tabnuubl (DC, primitives count, FPS, ms);

= aBTOMAaTM3auus NPOXOAOK - NPoNeTbl KaMepbl (MOXHO UCMOJIb30BaTb
navmesh).

= dHaJIn3 NCMNoJib3o0BaHUA MNaMATHU



YUTtmeo

nvidia-ada-gpu-architecture.pdf
GDC2017 Wave Operations in DX SM6 and Vulkan (gpuopen.com)
® Optimizing Compute Shaders for L2 Locality using Thread-Group ID Swizzling | NVIDIA Technical

Blog


https://images.nvidia.com/aem-dam/Solutions/geforce/ada/nvidia-ada-gpu-architecture.pdf
https://gpuopen.com/wp-content/uploads/2017/07/GDC2017-Wave-Programming-D3D12-Vulkan.pdf
https://developer.nvidia.com/blog/optimizing-compute-shaders-for-l2-locality-using-thread-group-id-swizzling/
https://developer.nvidia.com/blog/optimizing-compute-shaders-for-l2-locality-using-thread-group-id-swizzling/
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