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Annomayusn

B cmamve npeocmaenen aoanmusnoiii memoo onmumusayuu Cascaded Shadow Maps (CSM) ¢
ucnonvzoganuem mexnonozuu OpenCL 0ns nogviuenus kavecmea uz00pariceHuti OUHAMUYECKUX
uepoguix cyeH. I100x00 ounamuuecku pezynupyem napamempuot CSM, obecneuusas b6anranc medxcoy
Kauecmeom U Npou3600UMenbHOCMbl0. AHanu3 pe3yibmamos HNOKA3bledem CYuecmseeHHoe
yayuuieHue d¢@dexmusHocmuy peHoepurHea meHel U 6U3yanbHOU Odemanuzayuu. B Oanvuetiuiux
UCCNEO0BAHUSIX NILAHUPYEMCSL UHME2PAYUsL U 8CECMOPOHHSISL OYEHKA RPOMOMUNA HeNOCPEOCMEEHHO
6 Unreal Engine 5, ycogepuiencmeoganue aieopumma adanmayuu napamempos memetl, a maxoice
nposedeHIe CPABHUMENbHO20 AHAIU3A GIUHUSL PA3PAbOManH020 pewenus Ha pasiuynvie GPUL

BeedeHue

B COBPEMECHHBIX BHUJACOUTpAX pPCAJIMCTUYHAA
rpaduka M IUIABHBII WUTPOBOW TpOLECC SBISIOTCS
KJIFOUEBBIMH  (DaKTOpaMH  MOTPYXKEHUsl,  Jaeras
ONTHMHU3AIMIO DPEHJIEPUHra KPUTHYECKH Ba)KHOU
3amaueit [1, 2]. OcoOyro CIOXKHOCTh MPEICTABISACT
peHaepuHr TeHel [3] B TMHAMUYECKHX CLEHaX, T1e
TIOCTOSTHHBIE M3MEHEHUS! OCBEIICHHS M T'€OMETPHUH
TpeOYIOT aIaNTHBHBIX PEIICHHUH.

TpaaunuonHsIe METOJIBI 9acTo HE
CIpaBISAIOTCA C  TOJJIEPKAHHEM  CTaOMIBHOU
MPOM3BOAUTEIBHOCTH M BBICOKOTO  KadyecTBa
n300pakeHns. B cBs3M ¢ 3THM, aKTyabHOM 3amaveit
ABISIETCS pa3paboTka 3(PQEeKTUBHBIX alTOPUTMOB
peHIEepUHTa TEHEH, CIIOCOOHBIX JAWHAMHYECKH
aAnanTUpOBATLCA K HU3MCHAIOIUMCA YCI0BUAM
CIICHBI.

Lenpto paboThl siBisieTcst pa3paboTka U
OLIGHKa  METOAa, TI03BOJISTIOILIETO JOCTHYb
ONTHMaNbHOTO  OamaHca  MEXAy  KauecTBOM
M300paXEHNsT U 9aCTOTOW KaapoB B JMHAMHUYECKUX
UTPOBBIX  OKpYXeHMsiX. [IpemmaraeMelii  MeTon
HanpasjeH Ha pelIeHHe NMpoOJeMbl HECTaOMIbHOU
MPOM3BONTEIBHOCTH M apTe(hakTOB pPEHAEPUHTa,
XapaKTEPHBIX AT TPAAUIIMOHHBIX TIOIX0/I0B, 3 CUET
TUHAMAYECKOH perynmpoBkd mapamerpoB CSM Ha
OCHOBE aHaJlM3a XapaKTepHCTHK CIIEHBI M TEKyIIeh
MPOU3BOAUTEIBHOCTH.

AHanu3z cyuwecmeyrouwjux nodxodoe K
onmumu3sayuu CSM e konmekcme OpenCL

Jliist onipenenieHusl HaUOOJIee MePCIEKTUBHBIX
HATPaBJICHUI pa3pabOTKX aJalTHBHOTO ajIrOpUTMa
peHIepHHTa TEHEW I JWHAMHYECKUX WIPOBBIX
CIICH, MPOBEAEH TIIATETBHBINA aHamm3
CyIecTBYIOIIUX MeTonoB ontummsanmu Cascaded
Shadow Maps (CSM) [4] B korTekcTe OpenCL [5].

KnroueBas 1ienp aHanM3a — BBISIBICHHE JIOCTOMHCTB,
HEOCTAaTKOB ¥  OIPAaHWYEHHH  CYyNIECTBYIOMINX
pemeHnit Al ONpEeAeieHusT MPOOETIOB B TEKYIINX
MoIXoAax M (OPMyIHPOBKH TPeOOBAHMI K HOBOMY
alalITUBHOMY aJITOPUTMY.

Metons! punpTpanuu, Takue kak Percentage
Closer Filtering (PCF) [6], Variance Shadow Maps
(VSM) [7] u Exponential Shadow Maps (ESM) [8],
HIPOKO HCIIOJIB3YIOTCS s YMEHBILIECHU
apredakToB, CBS3aHHBIX C  QJIMACHHIOM U
nuckperuzanueit kapt teHeit [9]. PCF peanuzyet
CrJIaXMBaHHE TPaHUI TeHEeH NyTEM YCpeAHEHHMs
3HAUYEeHWH TIIyOMHBI COCETHHMX MHKCEIeH B KapTe
TeHeH. VSM HCHoNb3yeT ANCIIEPCHIO TIIyOWHBI JUIs
anmpoKCUMAIMY 3aTEHEeHNs, co3/laBast Ooyee MATKHe
TEHH. ESM  mpumMeHseT  SKCIOHEHIMAIbHOE
mpeobpa3oBaHne T[IIYyOWHBI IS YMEHBIICHHS
apredakToB camo3aTeHeHus [9].

OpHako, yBeIHUYEHHE KOJMYECTBA BBIOOPOK
npu wucnons3oBaann PCF Hampsmyio Bimser Ha
npousBoauTeabHOCTh. VSM  u  ESM  TpeOyror

aKKypaTHOU HAaCTPOUKHU rapaMeTpoB e
NpPEJOTBPALICHUS  Pa3MBITHS WM TOSBIICHHS
apredaktoB Ha TpaHunax TeHed. OpenCL-
peanuzanus 3¢ GEKTHBHO pacnapasieuBaeT
mporece ¢punpTpanun Ha GPU, 3HaUNTETFHO CHUXKAS
Harpy3ky Ha CPU.

TexHUKHM HampaBIeHBHl Ha JUHAMHYECKOE
W3MECHEHHE pa3peleHus] KapT TeHel Al KakKAoro
KacKaja B 3aBHCHMOCTH OT IDIOTHOCTH T€OMETPHH H
omu3octu K Kamepe. nes — BeigeneHue OONBIIEro
pa3pemeHns 00JIacTsIM CIICHBI, HaXOIAIIMCS OrKe
K KaMmepe WM COJepXKalluM OoJblie aeTaned, u
HCIOJH30BAHUE  MEHBIIETO  paspelieHus Ui
ymaieHHsIx oOmacreil. K mpumepy, Ha pucynke 1
TEHU Ha PacCTOSIHUM (A) UMEIOT COOTBETCTBYIOIIEE
paspeleHue, Toraa Kak TeHH BOMM3M Kamephl (B)
JEMOHCTPHUPYIOT HCKaKeHHUe nepcrekTussl [10].
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Pucynox 1 - Paspewienue meneii 661u3u Kamepvl U HA pacCMOAHUU

OObekThl, OmpKaine K riasdy, TpeOyroT
OoJtee BBICOKOTO pa3pelleHus, 4eM 0oiee y1aleHHbIe
OOBEKTHI. D¢ddexkTuBHOCTH aJIalTHBHOTO
paspelieHus Kacka 0B 3aBUCUT OT TOYHOCTH OIIEHKH
IUIOTHOCTH ~ TEOMETPUM W OT  ajrOpHTMa
pactpenenenust paspewenus [10]. Ecau HacTpouth
TEHEBBIE KacKaJbl MOXKHO HCIoib30Bath 0, 2 wim 4
Kackazna. Yem Oouipllie KackaloB MCIIONB3YETCs, TEM
MEHBIIIEC Ha TCHU BIHSET CrIa)KMBAHHE TEPCIICKTHBBI
[10]. HexoppekTHas OIl€HKa TNPUBOJUT K
HEONTUMAIILHOMY  PACIPENENICHAI0 PEeCypcoB |
yxyamennto kadectBa TeHedl. OpenCL-peanu3zamnms
3¢ PEeKTUBHO pacnapauieliBacT MPOLECC OLEHKH
TUIOTHOCTH TEOMETPUU U JAWHAMUYECKH H3MEHSET
paspemienne kapt TeHed Ha GPU. Hanoxenue

MEePCIIEKTUBEl MEHEEe 3aMETHO IPH HCIIOJIB30BaHUH
MSATKMX TEHEH W TpU HCIOJNB30BaHUM Ooliee
BBICOKOTO pa3permieHust I KapThl TeHeil. OxHako
9TH pEIIeHUs] HCHONB3YIOT OOJNIbIlE MaMATH H|
MPOIYCKHO# criocoOHoCTH mpu peraepunre [10].
Metoasl HampaBieHbBl Ha JAMHAMHYECKYIO
KOPPEKTUPOBKY rpaHull Mexay kackagamu CSM st
TOUYHOTO PACHpEENICHUs Pa3pelIeHus] KapT TeHel U
MUHUMH3AOAN apTedakToB Ha TpaHHWIaxX. Peskue
mepexoAbl  MEXIy  KackaJlaMd C  pa3HbIM
paspelieHreM TMPHUBOIAT K BUIUMBIM apTedakTam.
JuHaMudeckass KOPPEKTHPOBKA TPAHUI] CMATYaeT
STH TepexoAbl W yiydmaer kadectBo TeHed [10].
Ha pucynke 2 mpencTaBiIeHa TUHAMAYeCKas
KOPPEKTUPOBKa IpaHull kackagoB CSM.

Pucynox 2 - Koppexmuposka epanuy kackadog
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Peanuzanus nuHaMH4YecKol KOPPEKTHUPOBKU
rpaHuIy KacKaJloB Tpedyer pa3paboTku
3¢ PEeKTUBHBIX AITOPUTMOB ornpeneIeHus
ONITHMAJIEHBIX TpaHuI, YUHUTHIBAIOIINX
pacmnpesneneHye TeOMETPUM U OCBEILICHHS B CLIEHE
[10]. Hcnonb3oBanue OpenCL TO3BOJIET
peanmm3oBarh Takue anroputMbel Ha GPU, cHipkas
Harpy3ky Ha CPU wu ofecreunBas IIJIaBHYIO
aJanTanyio TPaHMI] KAacKaJoB K H3MEHSIOIIUMCS
YCIIOBUSIM CIICHBI.

Paspabomka npomomuna adanmueHO20
aneopumma CSM Ha ocHoee OpenCL

Ha ocHoBe aHamu3a  CyLIECTBYIOLIMX
MOJIXO/IOB ¥ BBISIBIICHHBIX OTPaHUYCHUM, pa3paboTaH
MPOTOTHIT HOBOTO afantuBHoro anroputma Cascaded
Shadow Maps (CSM) nnst penpepuHra TeHei B
JIMHAMUYECKUX UTPOBBIX CIIEHAX C UCIOJIb30BAHUEM
OpenCL. AnroputM HampaBllieH Ha JOCTHXKCHHE
onTUMalbHOTO  OamaHca  MEXIy  KadeCTBOM
N300paKeHUsT ¥ TPOM3BOJUTEIHHOCTHIO 32 CUET
IUHAMAYecKoN amanrtaiuu mapametpoB CSM  k
M3MEHSIOMINMCS YCIIOBHSIM CIEHEHI (pHuc. 3 - 6).

Anroputm HAYAHACTCS c aHam3a
XapaKTEepUCTHK CICHBI, BKJIOYAIOLIETO0 OLIEHKY
MJIOTHOCTH T€OMETPUU, OCBEHIEHHOCTH W TEKYyIIeH
sarpy3ku  GPU. Ha ocHoBe 31Ol wHH(pOpMAIHK
oTpenessieTcsl ONTUMAIbHOE KOJMUYECTBO KacKaJoB,
paspelieHrne KapT TeHeH [UIs KaXAOTro Kackaga |
TpaHUIBl KAacKaloB, CTPEMICh K MHUHHUMU3AIMU
apre()akTOB W OOCCIIEYCHUIO IUIABHOIO IIepexoja

MEXIy ypoBHAMH  Aeranusauuu.  KirodeBoit
OCOOCHHOCTBIO ~ QJITOPUTMA  SBISIETCSI  MEXaHHU3M
JUHAMUYECKON perynmupoBku mapameTpoB CSM,
OCHOBaHHBIH  Ha  O0paTHOM  CBSI3M  MEXKIY
XapaKTepUCTUKAMH CLIEHBI, IPOU3BOIUTEIBHOCTHIO U
Ka4eCTBOM H300paKEeHHUSI.

Anroput™m m3MepsieT dacrory kanpos (FPS),
BpeMsl peHAepHHra KapT TeHell u 3arpysky GPU, a
3aT€M UCMONb3yeT 3TU METPUKU AN IPUHATHA
pemennii 00 agantanuy napamerpos CSM:

1) ecmm FPS mamaet Huke 3aJaHHOTO MTOPOTa,
YMEHBIIAECTCSl pa3pelieHne KapT TEHeH w/win
KOJINYECTBO KACKa/I0B;

2) ecin 3arpyska GPU HU3Kas,
YBEJIMYMBACTCS pa3pellieHue KapT TeHeW W/ uiu
KOJINYECTBO KAaCKaJIOB;

3)ecnu  HaOmopatorcst  apredakTel  Ha
TpaHMIaX KacKaJoB, KOPPEKTHPYIOTCS T'PaHHILIBI
KacKaJioB.

[lporotun  anropurMa  peanu3oBaH  C

ucnonp3oBarneM OpenCL  mis  3ddekrtuBHOTO
rcnonb3oBanus pecypcoB GPU. On Britodaer sapa
OpenCL s aHanu3a CLEHBI, PEHJEPUHTa KapT
TeHEH, QUIbTPAY KapT TeHEH 1 peHEPHHTA CIICHBI
C TEHSIMHU.

Jns MUHUMHM3AIMK 3a€pKeK, CBA3AHHBIX C
mepenaueii  mamHeix  Mexnxy CPU u  GPU,
HCIOJB3yeTcsl A3PPEKTHBHOE YIIPABICHHUE MAMSITHIO,
BKJIIOYAIOIIEE  HCIOJNB30BAaHME  JIOKAIBHOH W
rinobansHoii mamsatu GPU, a Takke MHHMMH3ALMIO
konupoBaHus naHHBIX Mexay CPU u GPU c
MIPUMEHEHUEM TEXHUK ZEero-copy, i€ 3TO BO3MOXKHO.

#include <iostream>»
#include <vector»

struct Scene { /* ... */ };
struct Light { /* ... */ };
struct Camera { /* ... */ };

struct ShadowMap { /* ... */ };
struct Cascade { /* ...

struct CLContext { /* ... */ };
struct CLCommandQueue { /* ... */ };

// Npeanonaraem wanuque OpenCL dyHkuni ana:
[/ - KomnunAuumM u 3anycka agep

[/ - MTeHuAa u 2anucu gauHeix mexay CPU w GPU
[/ - CuHxpoHuzaummM

[/ OyHKUMM 4NA ONpefenceHWA XapakTepUCTHK CLEHbI

float measure_gpu_load();
float measure_fps();

// W cTpyxTypu onA npepactaeneduwAa OpenCL context u command queue

// Mpegnonaraem, 4TO y Hac eCTb CTPYKTYP A&HHEX ANA NPEACTABNSHMA CUEHsl, OCBEWEHMA, KaMmepsl W T.4.

*{ }; // Kackan comepxuT napameTpel Kamepel, pPaspeleHMe KapTel TeHeid W np.

extern void cl_compile_kernel{CLContext& context, const char* kernel_source, const char* kernel_name, cl_kernel& kernel);
extern void cl_launch_kernel{CLCommandQueue& queue, cl_kernel& kernel, size t global work_size, size t local work_size, /*
extern void cl_read_buffer(CLCommandQueue& gqueue, /* ... */)

extern void cl_write_buffer(CLCommandQueue& queue, /* ... */);

float calculate_geometry_density(const Scene& scene, const Cascade& cascade);
float calculate_light_intensity(const Scene& scene, const Cascade& cascade, const Light& light);

[/ OyHKUMA anA n3mepeHWA 3arpysku GPU (TpebyeT cneumdmyHoi gna GPU peanuzaumu)

// OYHKUMA ANA KOPPEeKTHPOBKM TPaHHU KacKafoe (HyXeH anropuTM onpedencHUA ONTHMaNLHHX TPaHHL)
void adjust_cascade_boundaries(std::vector<Cascade>& cascades, const Scene& scene);

- E )

Pucynok 3 - I[lpomomun adanmusnozo areopumma CSM (vacmo 1)
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int main() {
J/ 1. Meuumnanuzauma
CLContext context;
CLCommandQueue queue;
cl compile kernel(context, "analysis kernel.cl", "analysisKernel", analysisKernel);
cl_compile_kernel{context, "shadow_map_kernel.cl”, "shadowMapKernel”, shadowMapKernel);
cl compile kernel(context, "filter kernel.cl", "filterKernel"”, filterKernel);
cl compile kernel(context, "scene kernel.cl", "sceneKernel", sceneKernel);

Scene scene;
Light light;
Camera camera;

int numCascades = 3; // HavanoHoe KoONW4eCTBO KacKagoe
std: :vector<Cascade> cascades{numCascades);

float targetFPS = 68.8f;

float minResolution = 256.87;

float maxResolution = 2848.8f;

float lowGPULoadThreshold = B.7F; [/ 78%

f/ 2. OcHOBHOR UMKN peHOEpHUHIa

while (true) {
[/l 2.1 MHanuz xapakTepucTHk cuenw (Ha CPU, nepepaém wa GPU anAa napannensHod ofpafoTku)
std: :vector<float> geometryDensity(numCascades);
std: :vector<float> lightIntensity(numCascades);

for (int 1 = 8; i < numCascades; ++i) {
geometryDensity[i] = calculate geometry density(scene, cascades[i]);
lightIntensity[i] = calculate_light intensity(scene, cascades[i], light);

}

Pucynox 4 - Ilpomomun adanmusrozo areopumma CSM (uacmo 2)

[7 2.2 Tlony4enune zarpyzkum GPU (2aenmcut oT nnatdopme u APT)
float gpuload = measure gpu load();
float currentFPS = measure_fps();

[/ 2.3 Onpegenexme onTuManbHuXx napametpoe CSM
if (currentFPS < targetFPS) {
// TpOM2EBOAMTENLHOCTE HW3KaA, YMeHLWaeM MapaMeTphl
if (cascades[B].shadowMapResolution » minResolution) {
for (int 1 = 8; 1 < numCascades; ++i) {
cascades[i].shadowMapResolution /= 2.8f;
b

} else if (numCascades > 1) {
numCascades--;
cascades.resize(numCascades);

)

} else if (gpuload < lowGPULoadThreshold) {

// GPU He zarpyxeH, yBenu4MBaem napameTphl

if (cascades[@].shadowMapResolution < maxResolution) {
for (int 1 = 8; 1 < numCascades; ++i) {

cascades[i].shadowMapResolution *= 2.8f;

b

1} else if (numCascades < 4) { // MNpeanonoxum makcumym 4 kackaga
numCascades++;
cascades.resize(numCascades);

Pucynok 5 - I[lpomomun adanmusnozo areopumma CSM (vacmo 3)
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// 2.4 KoppekTUpoBKa rpaHMLy Kackafoe (MMHMMM2auUMA apTedakTos)
adjust_cascade_boundaries(cascades, scene);

// 2.5 PengepuHr kapT TeHeil (ewnonuAeTcA Ha GPU ¢ nomowsw shadowMapKernel)

std: :vector<ShadowMap> shadowMaps(numCascades);

for (int i = @; i < numCascades; ++i) {
// YCTaHOBMTE NapameTpsl KaMmepsl ANA AaHHOMO Kackaga
// cl_launch_kernel(queue, shadowMapKernel, ..., scene, cascades[i], /* pesyneTaTue -> shadowMaps[i]*/);
std: :cout << "PeHgepuHr kapThl TeHel ANA kackaga " << i << std::endl;

¥

// 2.6 ®uneTpauna kapT Tewed (BunondAeTcs Ha GPU ¢ nomowsw filterKernel)
std: :vector<ShadowMap> filteredShadowMaps(numCascades);
for (int i = 8; i < numCascades; ++1) {
J// YcTaHoBuTe napameTpel OMALTPaUMM ANA O3HHOIMO Kackana
//cl_launch_kernel(queue, filterKernel, ..., shadowMaps[i], /* pesynbTate -> filteredShadowMaps[i]#*/);
std::cout << "OunbTpauuAa kapTe TeHel AnA kackafja " << 1 << std::endl;

¥

// 2.7 Pengepunr cuensl ¢ Tedamn (BwnondaetcA Ha GPU ¢ nomowsw sceneKernel)
//cl_launch_kernel(queue, sceneKernel, ..., scene, camera, light, filteredShadowMaps, /* pesynetata -> frameBuffer#®/);
std::cout << "PenpepuHr cueHum” << std::endl;

// 2.8 Otobpaxenune wn3obpaxeHuAa Ha 3kpaHe (3aBMCMT OT ABMEKE W NnaThopms)
//display_framebuffer(frameBuffer);
std::cout << "OtobpaxeHue wzobpaxeHnA" << std::endl;

}
return @;
Pucynox 6 - Ilpomomun adanmugnozco anzopumma CSM (vacms 4)

ACI/IHXpOHHBIe onepanun IIO3BOJIAOT brok-cxema pa3pa6OTaHHOFO IIpoTOTHUIIA
MepeKpBIBaTh BpeMs 0XKHJIaHHUs Ha Iiepeiady JaHHbIX anantuBHOro aiaroputMa CSM Ha ocHoBe OpenCL
u BBIIIOJIHCHUEC BBI‘-II/ICJ'ICHI/II‘/‘I, JOIIOJIHUTCIIBHO npeacTaBi€CHa Ha  PHCYHKE 7, BU3YaJIU3UPYs
IMOBbBIIIAA IMTPOU3BOAUTCIIBHOCTD. OCJIE€A0BATECIbHOCTb 3TAllOB U B3aMMOCBA3U MEXKIY

HUMU.
ApanTueHbiA anropuTi CSM Ha ocHose OpenCL
(Uukn pengepurra/ l

‘ AHANM3 XapPaKTepUCTHK CUeHbl (analysisKernel) }{ S:::m"g””::‘;’::Cg;”;;;:’xlgg;”‘u”f ﬁ
, v - [a
| OnpegeneHue ONTUMaNsHLIX NapameTpos CSM }I K:J:'v?-re‘?re;;::ci;;i?%uazfeLueva, B‘
- l < rpaH1L Kackanos

‘ PernepuHr kapT TeHed (shadowMapKernel) }:::i PeHaepwHr ANA Kaxanoro KacKanahl

) Y .
| DUNLTPaLKA KapT TeHed (filterKernel) } PCF, VSM, ESM 1 T.A.E

] Y :

| PeHpepuHr cleHsl ¢ TeHamu (sceneKernel) ‘

\ y

‘_ OTobpaxeHue u3obpaxerus |
- ) 1 i -
‘ WamMepeHue NPOUIBOAMTENEHOCTI }‘ gg‘rﬁ;’;sfg;ﬁ Tekyuiei FPS,
¢ 85 FPS < Lienesan FPS? N2
( YMeHbLUMTE paipeLleHme KapT TeHed \F::I Wnn KonM4ecTBO Kackanos, B‘ ESnn
\ y, I ECnun paspeleHne MMHAMansHo . .
‘. YBENMMMTE paspelleHie KapT TeHedn \F::J Wnn konwiecTso kackanoe, B‘ | KoppexTupoaka rpam kackaaos
. y 1 ecnun pa3pelweHne MakCuMansHo " | s
\

&

Pucynok 7 - bnok-cxema paspabomarnrnozo npomomuna aoanmueno2o aieopumma CSM

lpo2Ho3uposaHue pe3ysibmMamos TeHeil B  JMHAMHYECKHX  HWTPOBBIX  CIICHAX.
eHedpeHuss npomomuna e Unreal Engine 5 [IporHo3upyercsi, 4YTO WHTErpanys IpPOTOTUIA
OpuBeAET K PAAy IOJNOKUTENBHBIX pPE3yJbTaToB,
CBSI3aHHBIX KaK C MPOW3BOAMTENBHOCTBIO, TaK U C
Ka4yeCTBOM H300paKeHHUSI:

1. Camxenne Harpysku Ha CPU. Ilepenoc
3HAYUTENHHOW YacTH BBHIYUCICHHH, CBA3aHHBIX C

Buenpenue pa3paboTaHHOTO —aJaNTUBHOTO
anroputMa Cascaded Shadow Maps (CSM) Ha
ocaoBe OpenCL B Unreal Engine 5 (UES)
MPEe/CTaBIIseT COOOH MEepCHEeKTHBHOE HAIpPaBICHHE
IUISL YIIyYIICHHS] TPOM3BOMUTEIILHOCTH PEHICPHHTA
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PEHIIEPUHIOM TeHeH (aHaIM3 CLIEHBI, PEHEPUHT KapT
TeHel, ¢ubTpaius), Ha GPU ¢ ucnonp3oBanuem
OpenCL no3Bonut cHU3UTH Harpy3ky Ha CPU. D10
0COOCHHO BaXKHO ISl CJIIOKHBIX CHEH ¢ OOJbIINM
KOJIMYECTBOM  OOBEKTOB M JUHAMHYECKHX
UCTOYHUKOB cBeta, rae CPU MoxeT ObITh
Meperpy’kxeH  3aJadaMu, HE  CBA3aHHBIMH C
PCHIOEPUHTOM.

2. Ynyumenue YaCTOTBI KaJpoB
(FPS). Coueranne cHmwxkenus Harpy3ku Ha CPU n
s¢pdextuBHOrO HCHodB30BaHUSA pecypcoB  GPU
MO3BOJIUT JIOOMTHCS 3HAYMTENBHOTO  YIIy4IEHHs
9acTOTHI KaJpOB B IUHAMHYECKHX MIPOBBIX CIICHAX.
3T0 0COOEHHO BaXKHO ISl UTP, TPEOYIOMINX BHICOKOM
YacTOTHl KaJgpOB JUIsi OOECIe4YeHHs IUIAaBHOTO H
OT3BIBYMBOI0 UIPOBOIO IpoLecca.

3. Munumuzanus — apredakToB. AanTUBHAS
perymupoBka mapamerpoB  CSM  (kommdecTBa
KacKaJloB, pas3pelleHHs KapT TEHEeH, TIpaHuIl
KacKaJl0B) TO3BOJIUT MHHUMH3UPOBATH apTe(axThl,
CBSI3aHHBIE C aJMacHHIOM, IIOJIOCATOCTBIO U
HETIPAaBUIGHBIM NTO3UIIHOHIPOBAHUEM TEHEH.

4. Yiyuimenne JIeTaIn3an
TeHel. Mcnonb3oBanue 6onee BBICOKOTO
paspemicHust KapT TeHeil B 00IacTsAX CHEHBI C
BBICOKOW  JleTalu3alMed  MO3BOJUT  YJIY4YUIUTh
JeTann3alMio  TeHeil M oOecrieuuth — Oolee
peaTMCTUYHOE 0TOOpakKeHHE MEJIKHUX JeTalieil.

5. bonee IIaBHbIE TeHu. lIpumenenne
3¢ GEeKTUBHBIX METOJNO0B (WIBTPAMK KapT TEHEH
(manpumep, PCF, VSM, ESM) no3Bonut criaaurthb
TpaHMIBI TEHEH W chenarbh MX OoJjiee IUIABHBIMHA U
peaTUCTUIHBIMU.

3aknroyeHue
[IpoBeneHHOE  HWCCIIENOBAHUE  ITO3BOJIMIIO
mpoBecTH aHanmm3 Bo3MmoxkHocTelr OpenCL B

KOHTEKCTE ONTHMH3AIUU PEHACPUHTa B WIPOBBIX
NBIKKax. Pa3paboTaHHBIA MPOTOTHUIT C AaTHBHBIM
anroputmMoMm peraepunra Cascaded Shadow Maps,
ONTHUMH3UpPOBaHHBIM ¢  momompbio  OpenCL,
MPEJCTABISCT COOOM MEePCIEKTUBHOE PEIICHUE IS
TMOBBIIICHUSA TMPOU3ZBOAUTCIIBHOCT W YIYUIICHUA
KayecTBa TEHEH B JAAHAMHWYCCKUX HUI'POBBIX CICHaX.
[Iporrosupyercs, 9TO  BHEAPECHUEC  JTAHHOTO
MPOTOTUIIA B COBPCMEHHBIC WIPOBBIC JIBUIKKH,
Bkmovyas Unreal Engine 5, mo3BomuT q0CTHYB
VBENIMYCHUSI CKOPOCTH PEHACPUHTA, CHIDKCHHS
Harpy3ku Ha GPU wu, kak ciencrsue, Oomee
CTaOMIIBHOM YaCcTOTHI KaJpOB.

B IeJoMm, pabota JEeMOHCTPHPYET
3HaunTenbHEIM moTeHnuan OpenCL B KOHTEKCTe
aJanTUBHOM ONTHMMM3alUM PEHJECPUHra TEHEU H
OTKpBIBAET HOBBIC BO3MOXKHOCTH JUJISI CO3JaHHUS

Oornee HPOU3BOAUTEIIBHBIX u BU3YyaJIbHO
MPUBJIEKATEIBHBIX urp. B JaTbHEHIINX
UCCIEJOBAHMUAX  IUIAHUPYETCS  WHTErpauus U
BCECTOPOHHSISI OLIEHKA MPOTOTHIIA HEMOCPEACTBEHHO
B Unreal Engine 5, JlanbHeee
YCOBEpIICHCTBOBAHHE  QITOpUTMa  aJalTalud

mapaMeTpoB  TEHEH, a Takke IpPOBEICHHE
CPaBHHTEIIFHOTO aHaJM3a BIMSHUS pa3pabOTaHHOTO
peuenus Ha paznuusble GPU.
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MHOOPMATHUKA 1 KUBEPHETUKA
Ne 1 (39), 2025, Joneuk, JoaHTY

Xomuuyk H.B., 3opu C.A. Adanmuenan onmumuzayus Cascaded Shadow Maps c
ucnonvzoeanuem OpenCL 013 Ounamuyeckux uzpoevlx CcueH. B cmamve npedocmasnen
aoanmusHulil memoo onmumuzayuu Cascaded Shadow Maps (CSM) ¢ OpenCL ¢ ucnonv3zoganuem
mexnonozuu OpenCL 0na nosviuienus xavecmea u300pajdcenuii OUHAMUYECKUX USPOBLIX CYEH.
11o0x00 ounamuuecku pezynrupyem napamempol CSM, obecneuusas 6ananc mexcoy Kawecmsom u
nPOU3800UMENILHOCIBIO.  AHAAU3 — Pe3VIbmamos NOKA3bI6Aem — CYUWECBEHHoe  YIyUuleHue
aghgpexmusHocmu pendepunea mereti u 8U3VAILHOU demanuzayuu. B oanvretiwux uccredosanusnx
NIAHUPYEMCs UHme2paylss U 6CeCMOpPOHHsIs OYeHKAa npomomuna Henocpeocmeenno ¢ Unreal
Engine 5, ycosepwencmeoganue aneopumma adanmayuu napamempos meHel, a makice
nposederIe CPABHUMENbHO20 AHAU3A GIUAHUSL PA3PAbOManHo20 pewenus Ha pasnuynvie GPUL

Knrouesvie cnosa: OpenCL, Cascaded Shadow Maps, pendepune, ounamuueckue cyemusi,
adanmuenwvle aneopummbol.

Khomichuk N.V., Zori S.A. Adaptive optimization of Cascaded Shadow Maps using
OpenCL for dynamic game scenes. The article presents an adaptive optimization method for
Cascaded Shadow Maps (CSM) with OpenCL for image quality enhancement of dynamic game
scenes. The approach dynamically adjusts CSM parameters, ensuring a balance between quality
and performance. The analysis of the results shows a significant improvement in the efficiency of
shadow rendering and visual detail. In further research, it is planned to integrate and comprehensively
evaluate the prototype directly into Unreal Engine 5, improve the algorithm for adapting shadow parameters,
as well as conduct a comparative analysis of the impact of the developed solution on various GPUs.

Key words: OpenCL, Cascaded Shadow Maps, rendering, dynamic scenes, adaptive
algorithms.
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