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Abstract: This paper presents a highly efficient algorithm for efficient order-independent transparency via
compute unified device architecture (CUDA) in a single geometry pass. The study designs a CUDA renderer system
to rasterize the scene by the scan-line algorithm, generating multiple fragments for each pixel. Meanwhile, a fixed
size array is allocated per pixel in a GPU (graphics processing unit) global memory for storage. Next, this paper
describes two schemes to capture and sorts the fragments per pixel via the atomic operations in CUDA. The first
scheme stores the depth values of the fragments into an array of the corresponding pixel and sorts them on the fly
using the atomicMin operation in CUDA. A following CUDA kernel will blend the fragments per pixel in depth
order. The second scheme captures the fragments in rasterization order using the atomiclnc operation in CUDA.
During post-processing, the fragments per pixel array will be sorted in depth order before blending. Experimental
result shows that this algorithm shows a significant improvement in classical depth peeling, producing faithful
results.
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FEIRAR VTSN P o, T T A 3 AR 75 ok i o 2 oy - 000 8 T 2 5K 00 v B, DRI AR o LA R T
— R AT DA IFAT A B PR N () A% 0o Ak B AF Bk S Atk I PR P A B 2% (graphics processing unit, [ FX GPU)
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AR A T N AN 6, S W B T A5 3R X SRR IR A AT, UK TS K v TR IR BEAE T R AF RN
XTI 45 3 (T B A) AR RRERS 1 5ETT 050 1 R R, R LA N Z B I 28 1 A S ot
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AL o T 45— AN Wi 3% 4% 25 40 B o6, SR atomicExch 5 70 T EUE 1 % s S E 1,05 R 0L A 5
B0 FIR [ 0, JU) 3R I 1256 B X PR 80 A HLAth 2 2 2 U5 0, IR T 12 2 A T LA o 122 5 e X, O R AT AR Y. (1 1305
BRI ANE 5| R b 5. 245 10 45 R )5, [/ 3 AT LUK atomicExch ¥ i% 45 51 8 0,38 W% 26 FE OB Y i 53R 0] i
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KR A 32 G AT LAV B R 40152 5 i S AEL BB IR R P P e T B AR
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5T I 0 PR R B D 1 5 T 4 R W B TR AR 1 ] B s B AR B A R BRI AT U T — R (AR
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SR W IO A S AR B R A oG B R M R DA IR O vk 3 A B R, B B RO AT T
33 RS ERERE
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0~255 I TEAT 5 745 BUAH, IF ST W PR —A> 32 LI BEIRAL, LAY T 75 100 R TG A7 fik 225 1) i T2 4 B AR mT LA
TS Y A 480 VR RFRAT T T LU BB R 20 L — A Float2 S LI 44 41, LATR] IS A7 fif ¢ B R B € £ 6L I
I BT BEMER R I — T B IR AR 0.8 37 5 2 1 R rpy BE AN SE MM A= 13 B8 P T 2 R AH B
BB NI TR R atomicine #AERFEE I 1R X7 30RT LUKZOG MM U A RS P 750 Bl — A e
MRS R HAR AL S . (L I AR TS AR B CUDA A% e 0 RS G RE T RASE 8T W AR
P )7 UK A BN W A7 A P AR A R R AR 50 bitonic HEPEHERS HEY DTS 45 R W DUE R T4
B WL G, LU G fE 4 Ja) 27 A7 o _E BN R 525 45 A

T S T LA AR R 2 20 % J5E SRS T (R I TE AR 22 A o AE R I AN AL Z A TR I, 22 20 R PR SR S A 42 )
WAT LBy 10, 10 [ 5 K2 5 A7 S W 52 A 2 A7 4% 200 AT HE F 10, DAL i AT B 11 D7 1) S I, 2802 5 e AHL
FA R ZBRAE A 368 T 00 BTN R oA B0 R SR A, 22 2R B SR s I 220 e N JR PR A7 fi 2 1), i ] 2 %
AL GRAF SRS WU SR T A 1) P o0 58 A SCER I AT DR JECHT N, BRT T P9 A A P SR A IR

5 SKWERS5NH

P 1 2SR R A S 1) 20 i B DA S s LA S T 2 $5 20 2% A SR Lucy A5 2(% 200 J7 AN 1HI ) ¥13% W B
Z L 45 5 DR 5 R B B S0 (DP) M 2 I 45 S 0T L LR SEBL B8 NVIDIA Geforce 280 %R, Intel
Duo CPU 2.4GHz,3G W47, K CUDA BEhRAS Ky 2.1.25 5 F HY AR SCH R 2 6 S ms 40 m] DL A= il 5 %
F S B ML 25 I 45 S T 2 I 45 A B 2 B (b, By v iR B 22 20 B TR S 5 Armadillo
I Lion FE8Y (1) 25 il 45 J, Ja v i 1 [ 250 20 28 A7 SR W % Dragon 1 Tank #5528 [y 5 1) 45 1) S0 Ath 22y Je 0 R 1)
2l - E NG . SRR WO Mg TSR, I e R R T I B IS SR A AR BN I 2 R R A R
FEAE S A BT e e R PS5 L S8 AT 25 Ak L, R 48 o] LA SRSt SR P AR S ARV SR 20 o, 5 A 45 S AH I [ 1 B R .

|

£ £X [\
(a) Result of multi-depth test scheme (b) Result of fixed A-buffer scheme (c) Result of depth peeling

(2) 2 I J5 W S 1oy 2 1 45 AL (b) [i] 5 5 2 2 A S [ 2 1 45 R (c) R4
Fig.1 Comparison of order-independent transparency on the Lucy model
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Fig.2 More results of order-independent transparency on various models
el 2 7[RI A W 5 5 4 45

6 BEEoH
6.1 MERESHT
o} TF- AR SCHE H (R P e IS SR B N IR FE AR B N (193755, 20 ) — i 37 5 TO0 R A8 46 J9T 75 1160 1 1)

9 Ty, P TCHSCHE AN HE P BT i (10 IF TR] S T T A 80 58 ) 185 v T 2 49 1 IF 1) 48 5 AR SBR[l B 7 e Ak 2
IS TR) JL - 7T A5 4 2 WA SO NS T A% G5 R P 3 S e B 0 Ik L 2
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N xT,
=17, @
23 SRR I A SCEL b ) 1 50 A JER T i) m AR 155 BT 3 75 1) P A V1 T S8 IS5 3 4 . g Tt 8 388 ) I
VB 1 A 2 10 ) = BETT4H, B0 Ty>>Te, WOt IR AT DU AR 200 Ty, BB I L0 N A ] I 6 T — 287 7 450
375 Armadillo B8, B TSGR 318 e AT I 18] Ty 500 BL 2 16 3 SN 18] Ty AH BCARASAN W 220, S0
TLE R BT B, oA SO T E T R B s i ol
1 K FH 2ol IR — ZH AR (14325 B I 10 U7 ke LA SCHR HA IR P by e W B ARk 5 LA B2 R 2 o L s
6 BN 22 W, AR SCHR 1 T 2 B 20 2 17 S (fixed A-buffer scheme, i Fx FABS) 55 3% 4% 4t it /K 557 £k 1 IR 15 3
BVEAI LA N A5 ) 038, 5 X002 1R i 3325 v (dual depth peeling, i #X DDP)AH L2 N/2 £ B inid R H B (e,
A B AT A0 M 2 1) 22 2 3 15 R 55 g (multi-depth test scheme, fii AKX MDTS) [ 25 20 2 [ 5 5041 28 47 S W (1)
213,31 JE IR Ay 22 2 % 13 R 54 s 7 BEOUA 1 SR 1 B VA A SR A L BT (9 G B A R K-Buffer™ 1 3% T
A 1 1 K T8 34 128 725 (buckeet depth peeling, fij Bk BDP)MO i 4% 55 A SC Y (KI5 LLAR DL (L 7l 5 32 385 i
R, J5 S AT N R TGS R i, 3 B30I T B0 S A W A ) BEOBE DA AE S I A 1) & 1 5 R AR S
S A-Buffer 5% (stencil-routed A-buffer,fij#x SRAB)MI. F T A HEFF 1OV i #2522 il i i 5235 (BDP2) ™!
N 138 R 447 i 53 (adaptive depth peeling, i i ADP) M1 5 52 i 47 5% 202 11, i 5 2 AH BE, AR SCH00 (6 sk
ECI 200 2 45 ] s, K-Buffer 1937 J 57 32 (Liu) M2 55 52 22 36 22 1R (1T 222 561 45 SR 100 TE Bl P 10 A SC B0V AN 5 B,
WAL RE WL T K-Buffer U3 R EVE £5 R ITIR, A SRR BB 5 e TAL SR int K 8 e I sl 5 AR L 3
AR K (£ i TR] A m DADR IR 22 1 25 S 1 A
Table 1 Comparison of frame rates (fps) and geometry passes (g) between our algorithm and others
F 1 AU A EVERT TS AR R 1) 53 it 3 (Fps) 2 1 55 2 il 4 (g) 1) LR
Model Triangle number MDTS FABS K-Buffer BDP BDP2 ADP SRAB Liu DDP DP
Armadillo 349K 256fps  434fps  204fps  258fps —i2ofps  106fps  168fps  46fps 4lfps 20fps

29 29 29 69 89 139
Dragon 871K 297fps  363fps  304fps  317fps 1422gfp5 1126;'“5 1026;"3 G%fgps 4%;‘35 Zf;SS
Buddha 1.0M 162fps  220fps  248fps  156fps 1126;"5 982;"5 82‘;”3 4 ‘ngs 3‘;2"5 Zf;gs
Lion 1.3M 138fps  213fps  163fps  153fps 72‘;"3 702;”5 422‘;"3 122’5 Zggps 15;55
Statue 10.0M 39fps  6lfps  20fps  29fps 1‘;‘;"3 1‘2”5 8;25 Zngs 3;35 igp;

6.2 BEixRRME

A SCP RISV R R AT U R LA 56, T CUDA WA H 64 A7 11 J5 1 LU A 777, don) 7 2
ZA TG B VR Y R, 22 G B DRt SR s 75 AR 2k — I VR BN B R IR I WS B 2y Je g Atk e 5 58 4
FRAUE S5 0 TERE. th FiZ 2hfig O T _E S BLE M R X CUDA TR BATTHIE AR K BA 1) CUDA 4 Y Hri% 1l
A8 DL 58 A X A ) 8 B0 U 6 T3 S A 2% S AR = 1935 5, B T A SO R B HE T (0 R 4 B AR e i Rl
BT B35 K 70 AR B TAE b o] LICR FARHE 7 7 2O 30— 20 B AR HE 17 0 S0k 52 2% B2 e o o b — 35 o i 43 7
19 5005 T 5 1) PR B B R AR SR A TR R (1) 22 0 ) 8 U v vl ARG P9 A 75 SR & (HU: F T 2 il 40
BN, 5K M A 2 A R T B

7 HRE

ASCHET CUDA VE G 54 HH O S 7 3 ol P e 255 2 15 W) 0 5 1) 00k S 00 4 SR 3R W X P P 0k L
TAL G S AR SR SRS A AR . H H, A SCH) CUDA VE He 3004 — AN B R 48, RSk i 28 AR T
[ 75T — b M CUDA VE 2 s 1T G RE VAR DRS00 B L S A S5 DA TP A e ot el LA vt 280 e D 1)
AR AEA A BRE R K2 N 583 %L T CUDA (] 25 Rt A /K 25t 3L
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