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Abstract: Graphics processing unit (GPU) has been developing rapidly in recent years at a speed over Moor’s law,
and as a result, various applications associated with computer graphics advance greatly. At the same time, the highly
processing power, parallelism and programmability available nowadays on the contemporary GPU provide an ideal
platform on which the general-purpose computation could be made. Starting from an introduction to the
development history and the architecture of GPU, the technical fundamentals of GPU are described in the paper.
Then in the main part of the paper, the development of various applications on general purpose computation on
GPU is introduced, and among those applications, fluid dynamics, algebraic computation, database operations, and
spectrum analysis are introduced in detail. The experience of our work on fluid dynamics has been also given, and
the development of software tools in this area is introduced. Finally, a conclusion is made, and the future
development and the new challenge on both hardware and software in this subject are discussed.
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Fig.1 Graphics output pipeline in standard
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Fig.2 GPU rendering pipeline
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TEAG 2 G R LA BB 00 v 4 AR kAR AR 38 ORI b, 17 ) 80 B 09 7 ORI 252 381 — s PRI, A e s mT L IE 2
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T A5 AT 24w P2 0 030 P A, BT DA 25 LT 45 45 4 AR M SCET 58 0 R 55, 7T LA AE R 51317 B 3. GPU H 4% T % 44
Th 66, 20BN T B A2 [0, 115 B, A i ml DA 1A s B 23— o S 3 o B 1 — A o S m R e T 11 5 AR
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http://www.gpgpu.org.
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R Bk A AR B & AT — Lo f B (AR S 5, 11 Larsen 25 A\ UIEE 2001 4E ) ] 22 90 BB A A b i 5
FAE i oK Bt 2 T nT 4 #2 ( H IR, Thompson 2 A USIZE TR A5 0 S T — /MBS S AHESE R 40, o ds X
32 BRI P R vk e T 5 2 M g R 1 R BN T X 7 T B AR, I Kriiger 2 N UOVRI 4% 288 5 OE A0S
S Hall 25 N ROt R o e 1008 SR R R RL P4 T 5 T4k, LS 0 R GPU ) 3 3 9% A7 3 4F 51X 7 THT 1)
WO B 22 T 4 A 25 1T BL S 2% SCHR[12].

TR — R U SO 2% 1 AR st o 380, 7 v RS AR ORI 8 b B AR 22 BLAE DR b (% 3 AR
JZh TR IR IF MR R WS M B, T 2 W E AR A KM E 220z 3) 77 #2, 1 Navier-Stokes J7 F2 41
NSEs(navier-stokes equations).#& 1f1,NSEs [ 3K fif AH >4 F€ i, B B 18] 25 K AR A UK IR 25 59 5 8045 B R #L L 4F
K0T I GAAE By A0 SR AR, AT AE R GPU 1 47 14 00T G P 4k 100 3s SR AR R 22 23 R AR AR B 0
i, DU AN B0 S AL AR AR R 7 B B0 DA, A ATT R P A A AR B S 30 P 0 68 5 B N 22 S0k U1 B A 0
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Combiner 44 LBM(Lattice Boltzmann method) A5 fELE 44 FIGH 1) 2% A B B2 7T G A2 0 (0 8 — 20 R e B T 15
FFEF AR IE 4 L. Kriiger 25 AUOVR) A% 285 7 M AR E0E 57, 91 26 e 36 Al b sz Bn 17 4 bh B v
T 0T B IR ARV, T 58 AR A PDEs HISK AR Bolz 2 N PHIS B T 56 115 25 G P 1O 70 A 45 A0 Ak 00 I £ 36 3
B B 1 R TE A W K (147 22 o D A% 25, D P 03 L AT Ak B AN AR B8 Goodnight 45 N PISe Bl T 368 T8 E R 1
22 B A% SV, PR SRR 0 AL 1) R (AR 3 0 A4 ) 2 1) 1) Harris 25 NPORIF GPU ki = %12 3 (f 3
PR R L S NPV S JRUR IR Aty bR FH g R TR A% 35 5 P SR SR A AR B B BILAE K 22 B o S e vp
o ) A T LT 3 R A ) A S e T R R, DL TR R S ) I T B3 R — il () 2 R
&, H AT GPU k= 8 CPU JIEAE R R E k2 ft th AN U 7E CPU LR 55

Kim 25 NP oK AR 28 KOS R A GPU SRSt B v, AN W 1 5 FE 4L oS4 GPU. 134T Lefohn
2 NN Tevel-set (1025 {1 THT B0 PR 406 by — A B0 A5 0 SCRE A 356 AN [i) 30 475 00 R FRL A [ FRM% 32 R PP 315
level-set 1) PDEs.

TR GPU KRt ARz 3 J7 #2770, RATIR T Tt 98 TAE A T 70 MM GPU [ IFAT T s /N 50k,
LA AL S A0 ) 75 L BRATTAE GPU bR FR AR s M 0 Pk B 1 7 VPO 2 NSEs, 384 5 R 417 300 1

V-u=0 (1)
aul = (u-VyutwWu—Vp+f )
pla=—(uN)ptk,V’ptS, )
ATl A=—(u-V ) T+k;V>T+Sy 4)

KU a0 S B O SRR BRI TR RSN IR T 0 p 0V A T 36 1 oL T A9/ b e 7
W T SRR A B

e T3 it 45 2 A 20 28 00 = 2 ST DU T e 56 10520 0 AR T B M A 30 0 7 3
LA 1 BT A 5 57 4 030 0 46 P A S SRR 5 JL 7 5 38 1 S A6 B 3 o AR BBt
0 A DL T 4 A0 M 65 R TS E o S 20, 9 S L S R 7, LA T
5 T o 25 LS 0 B, R 5 S S AT 4 4t T — M O 2 | %330
BV 24 SR PR A7 40 U L) GPU SR LERERE ) CPU SEVRCH 328t JL At LU oy 25 L 2% Sk
(31~331.0%— TAE N B TR 25 R GPU (G F Hh-BE8 0 T — AV A A6

- -

4 71 4 1

Add Source Diffuse Advect Project Render

Fig.3 Flow chart in solving NSEs
K 3 SKfi# Navier-Stokes 77 F2 i F2 K

Fig.4 Air-Flow dynamics over a city based on GPU computation!**!

K4 T GPU IBAT M3 R sh i 503
FLR SR I i, B G 2 R 7 &5 5 GBS BN 18 0K L DLUSE BE (o) 3 50t R Dk 491, 3 L Ak g s
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P73 R 7 psks X B O AR R S AR, A SR K
Pisi =P jn ¥ Prsr s ¥ Pijors t Pijoig Y Pijpnt Y Pijsc 0P )8 -
T R 2 I I R, T 22 1 RO ) 4 R U P BE R R, R AR TSP — A SR 1 o BB A = 4
TSIl ) e 1) W VS BT, TR R T 5 R AR 2 T AN B B A, — AN BT R e — N1 U 2 A
TEARZEFE )Y P R SO BE A7 1 B B AT 56 Jaond J ) 7 AN 40 AU SRR A, DT 56 A AN T 5.

=55 )

(+1.k) )(Lj,kﬂ
d I

(k1)

Fig.5 Solving discrete equation in fragment program
K5 BERYORME RO
2.2 HUREHE

4 GPU 12 H T~ 45 P i i 90 AR s R A5 — Se nl s W 4 L 36 [H b R P38 K 2 AR X — i 5L i A GPU sk
ISR 2 (10 55 035 A 44 1 A5 A O 0 205 SR 40 3k s 5 A 3= R o Bl P Al S S AT 5 R A ), P S R A i)
(relational query). A HUEFE(conjunctive selection). SR 1 (aggregation)5F.GPU X H4ls 1 (13545 & GPU
A B 1A 0T it FH AV 0 3% 500 P22 1 J8 ks, 1T ) ) 1 28 Ak B 9 o U S AT IR AT B A EL AR A W, ) 9 B 2 v X
(depth buffer) FIBLR 2% 1 X (stencil buffer) 147 £ A I FIASE AR RS I B B HE 200408 i 488 A (R PAAT . 25 4010 ok 13, o) S 4t
2 5 Mk T R AT V0 R £ 1 (range query ) (138 A I T2 7 S0 K SUBE AT il CHIC B T2 T00) 9% DL B3R FBE 8 1o X, 4R 5 A
CURBE PR TR GPU TR AR R s il A T FURBE I J5 T 05 Jo AR AR 22 v DX A (B 1 )R 1 iR i
B A 1) 5 S LS SR AN E T 1 Pixel X R T 455 & 4 1 (1 B0 2 10

o B P 45 B4R I BE 5T AT S 4F Nvidia GeForce 5900 GPU _E#E47 1,5 2 6 EE IR i J2 A AT W CPU.
2.8GH ¥ Intel Xeon, JF- 75 B A £ %5 1% CPU ) SIMD J4T (A0 A4k 4 i3 T 1 AT K A s P e sk B i ik 30 A 0
2 LR g5 3 W 06 R0 20 28 B B0 R ,GPU A% T CPU HAT W S0 A P 38 1 5 = 26 2D 3 4 48 )
CPU & 58 LAk T2 26 14 % R & i (semi-linear query) M2 EFE A il (selective query),GPU [hIET CPU 5L A
B AN ECEE G D R X RO E Rk BT LA 7 I T R AL AR 1) 28 AT A B (GeForce 5900 A
8 M FE W IFAT 1M 558 1 GeForce 6800 4 16 ME R M IHAT) AKX G MG R ERA W WS H—kFERE
SRS TR, Ok R AW NAE 28 T =55 2 J7 1, GPU I v 5 I K 2 4 M A 45 %2 A 20 7] LAAE I K 28 B[R]
73 B0 4k B8, DR e X T 22 A 1 1 ) I A MR A A AL 3 T TELGPU IR B A R AR D e A AR TR
(fragments) AT ALESR 7K 2 Fp 850 5 b gl 1 I 70 A0, G 53 1 N A% 352 A0 B0 R0 9 B8 ARG 00, TG K R R v T A B )5 5
4 J7TH € GPU SZHLIK I L8 A #5 7E b, AN AFLE 53 3¢, 003R T (misprediction) 3 /B M /E 7€ CPU _E BRI
8,500, 76 Pentium TV _FAEAS 23 32 R PR AE S0 R 17 AN imkph 1971231,

55 2 BRI B kAN KECE WA, i T X R R BRI R GPU (1938 4 10 AN A2 438 10 PR A6 T A,
JLSEI0 25 TALEA 2~4 50 E BRSO X 4T D BE sk A TR AR RS 10 47 1, 3L 80% 19 B[R] 44 2% 7115 32 Ab 3
(T B4 b3 R S I Ay T 0 50 A% B S5 R B IR /.

1T GPU A= 5 45 14 (1 =) BR A, HEAS 2 I A IO B0 R B AR 7R BB 7E GPU _Lig AT 1 31 R 4F (MU R Se g0 45 IR 3R
W, B INEAAE GPU HIZAT LWL T CPU SEB R A7 208 1L T B JR PR, 7 3 AL BT S8 AN SCRF BB B b e 1
FRR P RS SR A7 A T R AR FREE 5 R HR A LSS L XS UL R ,CPU X T GPU ¥ E AR #4(2.8GH #H
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S 450MH)E ) LB K, 7 A _E 2L CPU(Intel Xeon)s & 54N Ab B 28 8 B 4 A SIMD R 48 2 2% 34T T4
2.3 SiG T HR AR

AT AR WA ol B R ) T ) AR 4 T /I TR e 34T, 8 AT DAL G I R R L S g A AR
VB, B FH 36 5 BOAZAE A5 B2 B3 A b A9005 730 460 R 908 a2 LU A3 14 STMID 3 S5 0 i A 0 1y - A 8

Moreland %5 A\PHRIE T Al ATT A 3 LR GPU 1Sl 7 Rl (i 37 - 28 e (FFT). A8 S AR ot R ok 7
T G DU 5 N R A AT T U UE T R R R R B 5 A LI G ) B4 1 HE e 4 4 R T A SUOAT Bl 2 TR
AT e (G 3 WTAT fih o ), 68 7 AN [0 ) 45 32 5 A 0 B8 1 A Wi S R 7P B BAAT 45 R b A SRR I Rt e FFT (¥
BTGB 43 0] v S BRAE figg (1) — 2= 2% () LAz 47 W 1 25 3R B, 75 Geforce5800 Ultra b SIZHR 1) A {7 i AR
# 5 GPU(1.7 GHz Intel Zeon) LT IILAL FFTW H A AH 2 802, 6 512x512 B G W] BATE 1 #5222 P S IF
16 2 i) (10 ol 7 AR 4

NP AR BT AR R RZ B T T2 W I A 22 4 W SRS R4 T 1) R T LR AR IR A ek 8 LA
AR 1A R 3 Ve 8,8 R T 3R o 8 PR 25 T 4 A 1) 8 AU 5 a0 5 BUS AR 2 40 W AR AR 7R B A B 5y
B, SR 4 2% 5 T B A RN L RAE 1999 4 Hopf A1 EPE R SGI Octane 1 3k 1) [&1 & 4b P 38 MXE
4T OpenGL SZHL T Haar 1 Daubechies /)N A8 4 J2 Ji2 A48 46 F T 300 e ). HE 0t 20k 26 L 4 0 1 S TR 1 /N U
WAL T 2~5 5.

R JB0BT IR 41 35 7 s o SR 2 T 013 55 AN A J508 R E I GPU LSBT 58 B (1) /I i 28 4 %400 du i /i %2
JROBE G fift 730 80 R T S 30 P e, 3 D S A 90 S B 4 5 . 1% S L P P Ak BT A Ay 1 T S SR B T /AN i A e
X EME I 2 0 2R 38R, BRI T AR AR T . BUS R4 (JPEG2000 #3ifk) 55 A8 e R AR 7E T 2 Ab BEAR 1
58 R AE /NI AR e Ay it 1 3 AR R T A RUBE (G 9 3 B ROV B R AR AR 6 T 808 B — A RJE T S
SRS L HEAT, I A OB B S5 R B S — gUBE L 0 b s B e, LB BT AORS R AL R e T e
BRI AR 4 A2 R B PR A U 1n) B A S EAT SEAR BT 4 BT T B A6 R A YR8 R AU R
/N AR S 7 SR AT I8 43 S AE A B (low  pass) P & i (high  pass) P AN 2 X B AT HE HEAT T AT 1 % 1 A7 F U5 4
ot AR, T 2% Ab B 38 TN S0V X 0B AF ity 1B AT A7 it VR 36 (CEDB 22 HE 3030 0 43 28550, IR b A 20 th, 92 B 52 (A 9B L
Y (WA )47 il 1) - Hb 2 28 48 3R A 5 D 11 S B 12 S IO A e I — i 830 B 1) P 77 3 Kb L 9 U A7 ik (1 1)
$: 541k Thge, T — AN o i) 0 B 0] B2 53 0 A7 fids 2, 2R 40 B 50 R A8 4 A 2 2R L T 502 0o o g A A 4 (4%
RO I Y5 K30 ) ik 77 N L o i) SCREL B BN A2 e (DWT) B T R IR 4 bl TPEG20008 4 HL % 1k
i gm i i) F B IFA R4, 249 F GPU [ DWT 5% 5| N iX— b5 #E(GPEG2000 Part-1 #x#E, B ISO/IEC 15444-1)
) S B IS, L0 5 SR AIE I 4 i B AT LU 45 2] 2 35 327 4F Intel Pentium IV 2GH CPU Fll GeForce5900 Ultra
GPU “F& i Cg 3T OpenGL Mig47 45 KR W, A MBI K /MET 400x400 I,GPU [1IE AT I fEA K T3
PEIZAT (PR AE,IX I ,GPU JE IR0 B B AL 4R T OpenGL 18 T4 (AR I T 45 KN 3L Al 3 850 b 96 7 O
B R 43 495 B G ST 38 KIS, GPU S8 AT FRAH 1385 I AR 18, 1M 4 102 4T 1 4 S0 3 AR e DL & F M B R K
/Ny 2048x2048 B, FE T GPU 384T [ FR4Y LU IR AR AT 1 P4 B A LT i — A S g v it

3 BEMREHEHR

Pl Nvidia Fl ATI A{REH GPU 7= & 1E Ak W7 SSeidh i Job 5 22w, 10 a0 iy 181 9 382 22 190, A5 B 24 2 A —
AR 77 b AT 2 24 100 5 22 1) ) Bl M BRI o 58t 1 A PR g 5L IR IS IR g P A S e sh g ok T % 2 N
HE I )

BT GPU J& LLtS B 7= SR AR A ML K 14, T 4F K GPU 177 it 58 37 T80 88 ml LA 2 D R4 Bl o 86 7= o
RED S E i, B GPU 5 E AR 0 i g0 52 A% M D B — N 42 28 - 1T A, 10 FLAR B R A A3 0
WAE PC 5K, P # S ATHE T A ARG R R AT I E SR ,GPU N &4t 24 2R E i E Y
API(OpenGL & DirectX)¥" 78 #7 GPU M Ihfig, 4™ mTh e 8t GPU | K4 4L, 50t APT 3K 1 T & # 4R 4 R H =
PV SRR T BAREE A (GPU) & 577 & g2 H AR & GPU %5 ) H bs. R Bk H bR%% Iy i 48 22 i
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5 5 (shading language) 15 I &3 )8 5 7 T P /8 098 — BLAEREAT 2 b AR X GPU I A v & AR EDE H P
o %7 AT i PR TR i 7K 2 B L o o RO R 2, I S A BEL 199y R Y v 00 5 A AR, 31X T PRI E S AR AR 2004 4
FFG BA Bk .

GPU T4 2t i) mT i 2 Ty 68 LA THL A A JE2 28 A5 % Ak JER 458 1 0 47 T 2 50 G, b A A0 SR 38 BAT P s SR
G0 2 10 2 I FE )7 (shader program)! ot JE 348 (00 /A% 32) BAT 22 RS 192 (0 45 o e PRI AL D Y £ Aok R ik 2
GPU (13 D) Re I — Ml it GPU ik # B A 7 ST IR e vk DA 78 ek B2 (R TE AR R 45 H .

OpenGL 1F Ay 352 1 (1) TV ARAE T A 5 A SR Tk 57 B 317 3 422 52, DRI 466 K38 43 5 & T A DG IR B FH 7= i —
HLL OpenGL fE 4SBT H GPU 19 R ki #(,0penGL " E&HE T GPU # ik (W Nvidia) Bl &
OpenGL“JH4 22 b1 22 (ARB)”JJT 9" 78 1) B 4. DirectX A 2 T L B 1 b5 #E, 2L B T St il Direct3D AP 20T 45 R
(CESNPE: =& NS 7| PR (3 Spibs £ 7 G Rk ss:/ RaTET]

N IE N, GPU M 1) 75 3K, DirectX WIARH GPU #i 7= i Th e 4 78 5 1b Jig S I Hb @ SOB I RRCAS LAd™ 78 Vertex
Shader Fl Pixel Shader [{] 357 2h 88, DirectX B A4 1 Fr & i 1 Bh 8 )L T 5 GPU $& 4t [ Th B8 [F] 20 ¥+ #47% OpenGL
B¢ DirectX ¥ H 7 BB 0 H P R 3, LB 0l F 8 78 1R 482 0 A I 2ot B R A IR 226 %, AL Dl X v DL 2
TR EHAEFHIANX GPU G 2. i T GPU #4718 F vF 810 H P A i — VAR T 2 ik — [ i 8, R A X
— DT VE RS R i B BT VR A G R AT o B R A A R ) 22 LA ) L
3.1 SREFIESREREEIES

LT C B MIE T GPU H e — B A Y A 4% 0738 K10 B AR, B 24 R Y aZ ik B 1 B bR 7R IX
J5 T2 1 5 (shading language) LA J S I 5 il 78 55 1A 9T — B X G H w78 AN W ek fn 5 35 A6 H 2 s 5
Qe G AT 2 I G R R DL P 155 5 R A [ Ty B D 22 IR e DA Bkt I 22 i R B 43 45 o s o, LA A
GPU {1 (¥ R AR T s s T H 7 i & BAG & W k. 23 ) 72 7 (shader) ¥ ot 1) BARYE B T B 4F Pixar ¥ 1
RenderMan'" 12 s 00 I B PE 22 45 5K 7 2 I FH T 00 S 483 w5 A0 110 205 600G 17 AR e 4 4138 5 IO 9 T
i, 3 4 ok B 8K 5% W B J2 :OpenGL shading languaget™**™), #7 1 45 K %% #) RTSL(real-time shading
language)*®*”! Microsoft #) HLSLM**(high-level shading language) UA & Nvidia i) Cgt*? S 8 R I 45 — 1 2 )
X LG T R TR O F P R4 T B H T API(OpenGL 8 DirectX) g Fi2 I 45 Ay 75 8 A1 2 IR 1) T AL,
Je L& Nvidia [ Cg.

32 RAENEEMERTR

SR A8 2 I3 55 G R AT SR AT 70 A AN 2D S B 3 T 28 SR U AT AR — A a0 R LI T A 7 o, P il 20
o 5 15 I B TG I K R 0V 24T 45, 0 43 L SCPIAE At . RN IR 7 . R0 I8 3 7056, ik, FH P 5 85 9 AP
DL % B TR Ak 2 2 S 2 AR5 A S BRI 5 B A AN T AR A AR T BRI S AR ERIE E i RIE
AT B IX AR A3 GPU (W38 FH 1 554 A2 A 7588 R R T~ A e 98 vk 1 B JF R AT 0 SR 3X — il AN g
AR GF i Y, GPU H T 38 FH v 5 00 i J R B g 25 52 BIAR R IR BRI DK O 3% GPU I TR 4 A2 1N HE 3 K /DT
I U YR ) B TR T e 8 0l TS A5 AN R A S LA AR . A R R X — ) S, M R 8% D0 )
GPU [ &5 ¥ SAfURE g N\ b BRI (A 2L 170 LA v 00 5 A R A A9 R P U 0« 18 BB L BEBb B LS — RIS
RO A A 7 78 LI 8 26 A GPU I [A] IS, AN 2% 1 GPU )RR - T8 4540 3X — BF 9L AR AR 2
I R4 T ACM SIGGRAPH2004 [t iH 4 K2 (¥) Brook-for-GPU RZPORIINEE A Waterloo K%2(f) Shader
Algebra RPN 1T Brook-for-GPU Z 48 V7 A FL 5 I3 T AR FE Ak 2 b I xd T we LI o 850 58 HLAT AR R 1k,
Ml H. Brook A& JTCIEACRS I 2R 48, A SCTE X 1% F e — T S/ 4.

Brook J5 4G i i U T B AR K 2 (1) Merrimac 40 AR B SEHLEY L MIT ) MITRaw Ab L2537 4b #
U R TE 5 S T T2 0 m AL AL vk, i B A W H T GPU i Ab BN LA Y 1) R 4 45 44 5 He it 5 F)
T FRLE T ENE A TR Brook HTTH A4S B i ik it (stream)F 4 28 B 58 U £, 4 FH 7 28 -
()45 4 BT SRR 0 1% (kernel) AZ AR F T30 0040 &5 0 SE I JFAT $ A, URAIE R &1 9 1 5T AU 3 (arithmetic intensity,
R U S50 48 41F fa AR GE T 417 95 (1 B 26).Brook  HL A AR 4 1) W] 4% 4 1k (portability), B} T % T OpenGL,DirectX %%t
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Nvidia F ATI 451¥) GPU 4w #2 LA, IR o] 535 18 CPU 4 #2.Brook [¥] GPU R Zu 404 g B 2% SIS AT R 40 g B 2%
568 M Brook J5F2 /72 Cg Shaders(Cg 2 HlFE )7 )R F2 /7 M 4m 3 LAE, 2R 55 € GPU |~ KAL) Shader B 1EFE
J¥ 744 Cg Shaders 4 P GPU [V 4 2 )7 Brook 1247 R GU & — M5 GPU 454 Jo G FR T i, & Su VT el 4w PR 258
77 A 1 G 0 4 P % 4 R 2232847 Kernels.Brook-for-GPU [ 35 K4 s 28 BILAE W5 5 T - 0 2, V6 A T 1) 9L A B )
S, E AV SC PR AN [R] 7[R AL B0 s 45, — i “Hr A Ut (input stream)”Z8 A 5) — Pl & “ B 4E 7 (gather
stream) S8 FT 35 A VF Kernel LR UG 132 N AR AN o] 56 F 0 5 2 00 mT ABE AL 5, JF v 8 H . 5 — J7 T 7
Kernel B, TS A4 A0 10) 52 25008 04 2 75 B 0 b DX 43 T >R, o Gt 5008 v LA A 4 30 10 R 50 0 0, %o 1) 2 5 A 1 o
B B A I 1 7R TR B I I A B 15 ORSE [n) B 25 A7 88 SO 2 5 T 5 e AR B Keernel FH RS 37
AFBAE WG I A7t I BRI 19 3 45 S A5 10 A, UG 32 i TE B0

4 HFLERE

TERFEL UK TR 2 4F 2 5 ,GPU 18R A7 i Je (1) 78 4 b s [ GPUL N Nvidia Geforce 6800+ ATI
Radeon X800, F-45i4 500M,40FEIA $ B K 4096x4096 [ 4% &, H AT V-4 F) 4.5Gfloats £FLH5 %5 . JL Pixel
Shader H Geforce FX DR RVEAT 17 w5 8 77,3065+ GPU F3E i 7+ 502 — MR I HES), RO XU 5 siis
W SLRE & 40 H IR 1. Pixel Shader ¥ {F AT 42354 % H, M Geforce3 [ 96 43¢ 2L T %A BRI,
FOK MR 7 7 FE PP A B8 . iy BT 3 8 V5 ¥ 35 251 & J2 Pixel Shader 3 43. 1J BATSUIL, Pixel Shader #5436
23 AN R 00 B8 B 1) R
4.1 GPUREHRLEH

o 38 P T B M U, e S B R T e T S BORS FE. H T GPU C& 34t IEEE BURS T 7 s b vl X AR 1R KRR |
L8 A2 AH 2 — 3800 30 FH V1 B 10 75 SR AR, T SR B AE 5 A2 P 22 B FH AU U 5T 1) 75 R IEEE. RURS BE VR s ds B
BT AAE AR MEDE GPU 81T 12338 BIX — 4541, R BATTIA R i — & e 7 241 DT 4% (3 2 B A4 7 R
— & AT AFE 43 iF B GPU A 5K 4 30 A F S AT G 4% 2 40 3 00 0, R SRPE R e vl LU o (2 /b 2 JE
(505 FE) J5 (b A F GPU I8 F T 57 5t GPU M 4R 4T 1) 32 B A to—— U 450, ) 1 ST L Rk 2 1f 5, 5
R ET AT e 2.

GPU 7451 b PR A vF 55 10 a5 K il R e > KB R i AE i B TR R P S RS e s A T
T PH S A A SO A A AT B R A R 256ML, I TR B R P SR SR A R AN R K 1 B 1, A
LT R 2R AN A7 o AT L AR R T A7 i (SCER) IR T AR S 9 78 DAl AL 315 75 5K ABABL TR T fig K &9 78.GPU
I TH AR B RE ) AR K TR B b Sk U 20 2 B 4R B vl 1 T e DT R T AL AR BETESL MM CPU SR UL, 41 Intel
Xeon T Ak #45 BUHAA A0 T ATI R300(1. 1 A2 & A48 K 82 0B (1.08 42), Ho v 60% 40 ZE ] TP A7 A i, G 2R GPU
JRBAT R R 78, 5V N GPU #:AE B B9 78, 1K E 5 T 17 —ANMlSE CPU 15 11 R 8, iX 5 GPU A 5
T T2 ()2 2 AHPE )L N AH N8 I T GPU T B T 2 il 1 A

A7 1) IR 55— 5 T2 80 GPU 5 LB 1 15 98, BRATTHE SCER[12]h 848 ) T 3% — A5 M 1996
B #: O /i Intel () AGP 48 T PCI #: 0 LU, % 2002 4E,AGP3.0(AGP 8X)ik % 2.1GB/s 4L 4 7,47 5
T 3D GPU e Ho -7 i (35 20 e e AR 240 ks GPU K KL ML A A7 4 28 T30 1 55,GPU 5 LML 18] 1)
P 2 1 TG 5B W5 2 R R #0000 5K Intel #2 HY T PCI Express 1 8 &1 28 AR vE A& 51 415 D 97K 21 8GB/s(PCI Express
X 16), 2 A7 X 1) [R] 5 45 5 K Nvidia F1 AT B H 4 ] PCT Express X 16 #: LB — Q8 =7 f.1X  GPU
Vi 1) RN AF PR T OB 0 4 AR AR T GPU [ FH 53R U, 7 B30 Ak 8 11 i A 485 40 s AR i KA 3L
JRPRAE T, T 1 2 15 3% A T 25 30 2 T R AL BB 2%, 5 [ SE AL P A 1R AR 8 9 70 DR R R AR5 [ SE L 9 A2, A
615 1 GPU A48 25/ T00 o5 Ak 23 385 138 1 oF 55 1) ) 22

42 RHEREERIE

MBI ST 0,5 T GPU S V5 A PRI 5T M LT e L 2R BUASHR 22 T8 Jo AR i 3P D75 1 P 474 1)
Te) 50 LS B EL > i GPU A8 ] T S5 A0 T 58 A0 1 P 77 1 23 A P DR B i 2 R /0 I P AR5 R T 4 4
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WRK BRI R A, =8 GPU i sk ik 1% 2% S i &, An Ak 3 v 5 wp 45 P 4 2 000 A 6 38 TO0 A5/ 4%
b PR ] g PR AR R OCHE T IR DG B S BT 6 IR R A B AR SR, IL T SO DL K B4R 1 B U PR Th ey
FEARAZ VR, H. 5% 21 3 A B 1K 52 5 b 2 25 3 22 KR A1 K FH B30 110 25 Fh BTk B 0 0 1R R A B g 2 — PRI A
Gy AR, T8 B B v RGO % 18 70 40 R A BR 8 U5 AN A BR B4 Th k. Bk Ak v v 38 %0 S8 P e R B B
15K GPU [ JE b BRI R A RN 1A, 45 T 58 B I — T A 2 AR PR ).

fE Cg P Fe M) C i 5 LRI R, 3T OpenGL B DirectX i F2 £EAH 24— B i) P9 45 2 )& GPU i F2 1)
F 2 E API 1 5 ,0penGL VE R 352 b1 TOlARHE, 2 H KB 2 AR RS TR BT #:%2,1fi DirectX {E
KT F T MK APL B 9K 1 A b 5 5ORTR R S8 78 3CRE GPU ™ it i F vh R 5 M A A A
AT A48T OpenGL S H5 (B 17 2 POV IT4E K, BARAT A2 (A7 | K 364 GPU X — HLA7 B K 117 3% (1) 7
Ml (0 H RiFEEAS 124 Nvidia FI ATI P 5 5T 28 W0 96 58 7= A0 SR S5 B BEAR B ARFE— B0 1 B AR 401y B3 2 R,
FH P A G RS AT 25 A7 S PR 26

WIHTFTR,GPU (1) i K 2 52 1 AH 5 I I AT 1 5 K DK B0 15 508, K B0 St 11 F&1 B R B A 78 DL % il JUU LS
VAL 2L VS b 55 S B 75 3K 1) [ I A B HY T ke 8 i 199 ZE SR [54, 5.5 ). A W = M i 5, e 9 DR K T
Yyl /& LUAE GPU LA K AH S 3B A4 1 R JR 772 AR 5K 1 300 0, A 8K I Xbox A B GPU(M Nvidia 2] AT 2
BIE. BRItk GPU JEREK s 7R3 JLAF A 159 23— 0 (Y my iUk e, Xt vi 2 GPU A T8 v S 42 it o8 = 3 1 Th g
RSB I8 ) M A ANTUE A1 5 SEA0 47,2 GPU 28 LUl I V34 0, 4001 LA A 31 ) 8 05 VR R 4
2 J5,GPU W HERERR S5 w5k o] LI L. GPU R B T S L 3 — o) 1, 5 4F = AR AT 1S
BRI RIS ), 38 LB A AN £ GPU MU IS IR 4T A B A 9T TAE[56,57] BB ATIA N, B B IEIA
FIH ] GPU R4 HE IR 25 2 OB G0 SN LIE AT AH 4 K 1 — B B8, G IR AR Ao 7 THI 9 5 5 R/ 22 st it
e AR F,GPU M5 0 Graphics (¥ GPU, QR ATE B vl -4 v 4R 458 2 (W BH T B Thae 4 GPU
Ty W) K 2% 2t PN A A B (3t B R I A 0 R 5 A 00 SO, T AR D L T 2 R A S A B K 9 1 R VO AT
BEDT T AEATAT RS U0 R, 25T GPU AT FH 155 T H b 250k 37 78 iR 2 BT B Th ik A L T 14 1A 2 X S S
2 ETE Ty RE I Gt — FL T 28 AR 20 15 ¥ 5 I8 FH o B 00 A 52 e i, DASOT SR A K 2 o AR IO 90 AR L 2 i
5 MU AR FETE F WA HOR b S R A B S b AT USRI B — B T Y, A AT I B RSN A I A T
C B Cg, 2T OpenGL E{ DirectX %I GPU 2. W 5T A A Tl AL A OpenGL( LML K42 T
OpenGL“HEHZE b 27 ik 21T 30 138 1) EE DirectX(M 2000 4 LU G 48 751k bl s 34 /B KT Windows) LA K
EFE C B Cg iR I3 IR BI T4 XM RS T GPU £ R KB SN 75 B 7E Lk Ay B0 E 38 3
S T EOR X g T 2 R 35 GPU T 4 &5 ) 1) 56 37 e 45 A T 1 o8 R PR o A 10— 2D 1 8% D T SR e 5 4 1
GPU W] 5 T Re B2 (I B4 S 1t 2 He 1 BAE —B0H %5 075 J2 30 78 181 1) 3t Ak SR AL I8 I o 5507 1 o4 P 343 4
FEEREE A AR T H 1) 3 e AT 2t s,

BOst MABCEIL T GPU _E MR HOFEA SO S AR RE P AT T AT SR 8, 2 . R B BT
BT HR SO AR, 7R I R SRl
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