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AHOTALIIA

VY xomi miei kBamiikariiinoi podotu Oyia0 gociimkeHo texHosoriio WebGPU.
Bynu nmeranmpHO OTVISIHYTI W MpOaHAi30BaHI BCi il MOMJIMBOCTI, OCHOBHI KOHIIEMIIIT 1
ornucaHi 0co0MBOCTI podoTH 3 Hero. [l aemonctpaii mepesar WebGPU nax WebGL,
il IpSAMUM KOHKYPEHTOM, OyJI po3po0IieH1 TeMOHCTpaIliiiHI 3aCTOCYHKH, sIK1 TIOKa3alu,
mo WebGPU o6xomute WebGL y Bcix roloBHHX KpHTEpisX, a came: MIBUAKOII,
IIPOJYKTUBHOCTI Ta onrtuMizarliii. Ha ocraHok Oyiu BUKIIaIeH] pO3IyMH 111010 MOKJIMBUX

MaiOyTHIX MEPCHEKTUB LI1€1 TEXHOJIOTI] Y KOCTI MOTEHUIHHOTO BEOCTaHIaPTY.



BCTVII

Y MUHYJIOMY MOXJIUBOCTI TpadidyHUX MPOIECOpPiB OyJM 3HAYHO MEHIIUMHU, HIXK
3apas. [lo-meprme, cami mpucTpoi Oy Habarato MEHII MOTYXHUMHU. A TIO-ApyTe, BOHU
3a3BHYail 0OMEXXYyBaJIKCsl HEBEJIMKUM HA0OpoM (pikcOBaHUX 1 Crieliaii3oBaHuX (PYHKIIIH,

BOYTIOBaHUX B caMi PUCTPO.

Ha mpoTuBary im, cydacHe rpadiune o0aagHaHHs € Ha0araTo MOTYKHIIIHM 1, 110
HAWTOJIOBHIIIE, BHUCOKOMporpamMoBaHuM. (OcTaHHE O3Ha4dae, IO KOPHUCTyBadam
JI03BOJISIETHCS BUKOHYBATH JIOBLIBHI MporpaMu Ha rpadigyHoMy mporecopi. Lle MoxHa
BUKOPHCTOBYBATH JIJIsI PO3POOKH IIUPOKOTO CIIEKTPY MPOTPAMHOTO 3a0e3MeUeHHS, SKE
OplEHTOBaHE Ha poOOTY 3 rpadikor0, a TAKOXK JJISl IHIIUX TPOrpaMm, siKi MOXKYTh BUTPATH
BiJl BUCOKOIApaselbHOI mpupoau rpadidyHux mnpoiecopiB. Bukopucranus rpadiuHoro
nporecopa (anrin. GPU) mis Oyap-skux oouncieHs yacto HazuBaroth GPGPU (General-

Purpose GPU), o nepekiagaeThes Sk rpapiayHUi IpoIecop 3arajbHOT0 IpU3HAYCHHS.

Jlnst kepyBaHHS TpadiyHUM TPOIECOPOM KOMAHAM TOBHHHI HAaJCUJIATHCS 3
LHEHTPaAJIBbHOIO Tpoliecopa. | Xxoua HU3BKOPIBHEBI J€Tall I[bOTO 3B 3Ky MOXYTh OyTH
MPOIpPIETAPHUMH, ICHYIOTH JOCTYIIHI CTaHJApPTHU30BaHI MPHUKIATHI pOrpamHi
inTepdeiicu (anrt. Application Programming Interface a6o API), sxi MoxyTh OyTH
peanizoBaHl BUPOOHUMKOM OOJIafHAHHSA Yy TrpapiyHUX [paiiBepax, 100 103BOJUTH

porpamicTaM B3a€EMOIISATH 3 PI3SHUMH MPUCTPOSIMU YHI(PIKOBAHUM CIIOCOOOM.

Ha choroguimHiii AeH Ha PUHKY MPEJCTABICHE BEIUKE PI3SHOMAHITTS TaKUX
1HTEpENCiB, NedKli 3 SKUX € OpPIEHTOBAHMMH BHUKJIOYHO HA KOHKPETHI oOMepalliifHi
cucremu, sk-oT. DirectX Big Microsoft mias Windows, Metal Bix Apple mist macOS Ta
10S. Okpim HUX ICHYIOTb H 1HII TPUKIAIHI IPOrpaMHi iHTepdercH, sKi He 3aIeKHI Bi

KOHKpETHOI tatdopmu, Hanpukiag OpenGL i Vulkan.



Y 2021 poui rpyna mporpamicTiB mijg Hazsow “GPU FOR THE WEB
COMMUNITY GROUP” y ckmagi W3C (World Wide Web Consortium)
IPOZEMOHCTPYBaJja IIPOTOTHUII CBOI'O HOBOT'O MPpoayKTy mia Ha3Boro WebGPU. Ile poboua
Ha3Ba MOTeHIiHOro BeOcTanmapty Ta JavaScript APl ans BimoOpakeHHA cydacHOl
rpadiku i pUCKOPEHHS 00UHCIeHb y Opay3epi. PeBomoiitHuM y 11iif TEXHOJIOTII € Te, 1110
BOHA JI0O3BOJISIE TOBHOI[IHHO BUKOPUCTOBYBATH MOTYKHOCTI TIpadigyHOr0 MPOIECOPY
KOpPHUCTyBada y BeOOpay3epi, 4oro paHilie HIXTO HE MIT HaBiTh 1 ysaBUTH. [le 7103BOMHTH
MePEBEPHYTU 1HIYCTPit0 BEOTEXHOJIOTIM 3 HIT Ha TOJOBY, 3alPOIIOHYBABIIN HEOAUYCHY
paHiiie 00YMCITIOBAJIbHY MOTYKHICTh 1 MIBUAKOAIIO Il Be03acTOCYHKIB. TakoxX BapTo
HArojJOCHUTH Ha TOMY, IO ILisI TEXHOJOrld NpHU3HAYeHa ISl BUKOPUCTaHHA Yy cdepi
BEOTEXHOJIOT1i, a 0TXke ii He MOTPi1OHO Oy/Ie a/IanTOBYBATH ITiJl Pi3HI ONepalliifiHi CUCTEMH,

aJI’>Ke BOHA B1J1 CAMOT0O MIOYATKY € IIaTPOPMO-HE3ATIEKHOIO MO CBOIN MPUPO/II.

OOG’exT pocuikeHHS IIi€i KBami(ikamiitHOT poOOTM — METOAU TMOKPAIICHHS
HMIBUIIKOIT 004KClieHb y BeOOpay3epi. [Ipeamer nociimkenns — texaonoris WebGPU.

Otxe, meta 1iei podotu — nocaiautu WebGPU, onucatu i mpoaHasizyBaT OCHOBHI

MalOyTHIX MEPCIEKTUB



1 IIOHATTA I'PAGIYHOI'O ITPOLECOPA

I'padiunmii npornecop (anri. Graphic Processing Unit, GPU) — e cneriaizoBanuii
CIICKTPOHHMI TPUCTPiH, TpPHU3HAYCHWH IS BHUKOHAHHA 3aBAaHb 3 TpadivyHOTro
pernepuHry. OcoOIMBOCTI IXHBOT apXITEKTypH, IO JAO3BOJSIOTH IM  €(PEKTUBHO
BUKOHYBAaTH BEJIMKI TapajeibHl OOYMCICHHS, POOIATh iX OUIbII €PEeKTUBHUMHM, HIXK
HEHTpaJIbHI mpouecopu 3aranpbHoro npusHadeHHss (CPU) nns  anaroputwis, siKi
00poONIAIOTh BENMKI ONOKM JaHMX MapajienbHo. Bmepmie momiOHuit mpuctpiit OyB

npeacrasienuit y 1970 poiii Ha ciMeicTBI 8-01THUX KOMIT'IOTEpIB Atari.

1.1 OcHOBHE TpU3HAYEHHS

Taki iHAycTpii po3Bar, sIK KIHO Ta BiJE€OITPH, CTAIW TOJOBHUMH PYLIIITHUMU
cwiamu po3BuTKy TexHojorid GPU. I'padiunuii mporecop HIBUIKO CTaB OJHUM 13
HalBAKJIUBIIIUX TUMIB OOUMCIIOBAIIBHUX MPUCTPOIB SIK JUIsl IEPCOHATIBHOTO, TaK 1 IS
KOMEpLIMHOrO BUKOPHUCTAaHHA. Byaydu mo4yaTtkoBO po3poOJeHUMH ISl MapaielbHUX
00YHCIIEHb, TOTY>KHOCTI rpad1yHUX MPOLIECOPIB MIMPOKO BUKOPUCTOBYIOTHCS y Oararbox

PI3HHUX TUIIAX MPOTPAMHUX MNPOAYKTIB.

1.1.1 PennepuHr rpadiku

OpgHuMu 13 NEepIIMX, XTO BiAYYB MOKpAILEHHS BiJ BIPOBAKCHHS 1 PO3BUTKY
rpadiuHUX TPOIIECOPIB, CTadM XYJIOKHUKH, MOHTaXepHu, Tpadiuni nuzaiiHepw Ta
reiimepu. OcTaHHI B OCOOJIMBOCTI, aJK€ BIJCOITPH CTaJIM OUIBIT OOYMCITIOBAIBHO
IHTEHCUBHUMH, 3 TINEPPEaTICTUYHOIO I'padikol0 Ta BETUKUMH, CKIAJHUMH 1TPOBUMHU

CBITaMH. 3aBJISIKH MTEPEAOBUM TEXHOJIOTISIM BiI0OpaXkeHHs, TakuM 5K ekpanu 4K 1 Bucoka



4acTOTa OHOBJICHHS, Pa3OM 13 PO3BUTKOM Irop y BIpTyajbHIM peaJibHOCTI BUMOTHU JI0
0o0poOKM Tpadiku MBUAKO 3pOCTAIOTh. TakoX 70 TaKUX TMPOIECIB BITHOCHUTHCS
CTBOpEHHS rpadiku, sKa BUKOPUCTOBYETHCS Y (piIbMax, TEIEBI3IMHUX 110y, peKiIaMax Ta

KapTHHAX [TUPPOBUX XyT0KHUKIB.

CydacHi rpadiyHi KapTd NTIATPUMYIOTH TMpOrpaMHE 3a0e3MeueHHs, sKe
BUKOPHCTOBYETHCS JIUI KOJyBaHHS Bijmeo (mporiecy, 3a JOIOMOTOI0 SKOTO BifcojaHi
penaryrotbcsi Ta (OpMaTYIOThCSA Iepel BiaTBopeHHsM). KoayBaHHS Bimeo — 1ie
PECYPCOMICTKHMI TIpolleC, SKUM MOXKE 3alHATH HaJI3BUYAaHO OaraTo 4acy, SKIIO
BUKOPHCTOBYETbCS JIMLIE LEHTPaJbHUI mpouecop. 3a JOMOMOrow rpadiyHoro
npouecopa KOJIyBaHHS BiIEO MOYKHAa BHKOHYBATHUCS IIBUJAKO, HE IEPEBAHTAXKYIOUH

CHUCTEMHI peCypCH.

1.1.2 O6uncneHHs 3araJpsHOTO IpU3HAYCHHS Ha TpadidHUX MPOIecopax
(GPGPU)

JIBa pecsatupiuusi ToMy TpadidHi Mpolecoprd BUKOPUCTOBYBAIUCS B OCHOBHOMY
JUTSL IPUCKOPEHHS PEHAEPHUHTY Ipadiku, 0COOJIUBO TPUBUMIPHUX I'paiuHUX Mporpam y
peanbHOMY 4aci, Takux sK Bigeoirpu. OnHak 13 moyatkoM XXI cTOMTTS BUEH1 y Traimys3i
KOMIT'IOTEPHUX HayK 3pO3yMuIM, 10 rpadiyHi MPOIECOPH MaroTh MOTEHIIAT s
BUPIIICHHS JICAKUX 13 HAMCKIIQIHIIINX O0YUCTIOBAIBHUX 3ada4. [{e ycBiqoMiieHHs 1ajo
MOYaTOK YXKe 3rajla”iil paHime METOAMINl OOYMCIEHHS 3arajbHOTO TpPHU3HAYCHHS Ha
rpadiunux npouecopax (anri. General-purpose computing on graphics processing units,
GPGPU). Cyuyachi rpadiuni mporecopyd € OUTbII MpOrpaMOBaHMMHM, HIK OYJIb-KOJIH
paHie, 1Mo Hajaae iM THYYKICTh IS MPUCKOPEHHS IIMPOKOTO CIEKTPY Mporpam, sKi
BUXOJSATh JAJEKO 3a paMKH TPAAUIIAHOrO peHaepuHry rpadiku. Jleski 3 HalOUIbII
HikaBUX cep 3acToCcyBaHb BKJIIOUAIOTh B ce0€ PO3pOOKY IUTYYHOTO IHTEIEKTY Ta

MaIMHHOTO HaB4YaHHs. OCKUTbKY TpadiuHi IPOIeCOpr MalOTh HAJ[3BUYAHI MOTY>KHOCTI,



BOHU MOXYTh 3a0€3MEeUNTH HEUMOBIpHE MPUCKOPEHHS pOOOYUX OOYUCIICHb, SIKI
BUKOPHUCTOBYIOTh TI€PEBard BHUCOKOMApANENbHOI MpHPOAU TpadidHUX MPOIECOPIB,
HANPUKIIAJ, JUTsl PO3IMi3HABaHHS 300pakeHb. baraTto cydacHUX TEXHOJOTIH TIMOOKOTO
HaBYaHHS TMOKJIQNaloTbcs Ha TpadiyHi Mpolecopu, SKI MpalioloTs B mapi 13

LEHTPAJIBbHUMH IIPOLIECOPAMH.

[TomynsspHiCTh OOYHUCIICHB 3araJIbHOTO MPU3HAYEHHS Ha TpadivyHUX MpoIecopax
3HauHo 3pocna i3 nosBoro NVIDIA Compute Unified Device Architecture (CUDA).
CUDA - 1me mporpaMHo-amapaTHa apXiTEeKTypa MapalelbHUX OOYHCIEHb CTBOpPEHA
komraniero NVIDIA mna ixHix BiaacHux rpadiuaux mporecopiB. CUDA no3Boise
BUKopucToByBaTH rpadiuni mpouecopu NVIDIA s  oOuucieHb 3arajibHOTO
NpU3HAYCHHS, HANAIOYU MPOTpamicTaM MPsIMHA JOCTyH 10 BipTyalbHOTO HabOpy
IHCTPYKIIIA TpadiuHOTO Mpollecopa Ta MapaljedbHUX OOUYMCITIOBAILHUX EJIEMEHTIB.
Biaroal rpadiuHi mpouecopu cTaaud OAHIE 3 JOMIHYIOYMX TEXHOJOr y cdepi
BHUCOKONPOAYKTUBHUX obOuunciens (anrn. High-performance computing, HPC) s

IIBUJIKOT OOPOOKHM HaJI3BUYAWHO BEJIMKUX OOCSTIB JaHUX.



2 TIOHATTS HIEWMIEPIB

[Tporpamu, cTBOpeH1 Ui BUKOHAHHS Ha rpadidyHOMY MpOIECOpi, Ha3UBAIOTHCS
merigepamu  (anri. shaders). 3a3Buuail BOHM HANMCaHI Ha CIICiali30BaHId MOBI
nporpamyBaHHs meinepiB. Koxxen nporpamuunii intepdeiic s B3aeMoii 3 rpadiyHuM

MIPOIIECOPOM HaJla€ BJACHI MOBH IICHJEpIB, 1O 1 300pa)keHO B TaOJMIl, HaBEICHIM

HHXYC.
API Moga mieitepis [TnaTdopma
DirectX HLSL Windows
Metal MSL macOS, i0S
Vulkan SPIR-V Windows, Linux
OpenGL GLSL Windows, Linux

Tabnuya 1. APl ma ixni moeu weiioepie

Tepwmin mielinep, skuii MOXOAUTH BiJl aHIIIIHCHKOTO ciioBa “shade”, mo y nepekiani
O3Haya€ BIITIHOK a00 TiHb, MOXKE 30MBATH 3 IMAHTEIHKY, aJKE 3a JIOIMOMOI'0K HBOTO
MO>XHa POOUTH 3HAYHO OUIbLIE, HIK MPOCTO peasli30BYBaTH MpoLec “3aTiHEHHS . AJie
panimie, y 80-x pokax XX CTOJITTA , el TEpMiH OyB JOPEYHUM: Yy Tl YacH 1Ieiiepu 0yiu
HEBEJIMKUM (PparMEeHTOM KOy, SKHH 3amyckaBcs Ha TpadiuHOMY IMpoiecopl s
BU3HAYCHHSI KOJHOPY KOXKHOTO TIKCeNs, 100 “BIATIHIOBATU PIi3HOMAHITHI 00’ €KTH,
JOCSITAI0YH ITUM CaMHM UTt031i e(heKTy OCBITIICHHS I BIIOOPaKeHHS TiHEH. 3arajioM icHye
NBI Kareropii 1meiaepiB — rpadiuHi Ta oOuucmoBanbHI. ['padiuni meinepu
BUKOPUCTOBYIOTHCS ISl BUKOHAHHS MEBHMX 3aBJaHb y Mpoleci Bizyamizamii rpadiku,
HANPUKJIaJ BUZHAYEHHS KOJIbOPY KOXKHOTO miKcest. OOUMCIIIOBalIbHI K MIEHAEPH MOXKYTh

BUKOPHUCTOBYBATHUCA AJIsI BUKOHAHHSA I[OBi.HBHI/IX 00YHNCIICHB.
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3 WEBGL AK ITIOITEPEAHUK WEBGPU

WebGL (Web Graphics Library) 6y npeacraeienuii y 2011 pomi i 10 mboro
MOMEHTY 3QJIUINABCS €UHUM HHU3bKOPIBHEBUM IPOTrPaMHHUM iHTEphEHCOM ISt JOCTYITY

10 rpadigHOTO MpoIecopy 3 BeOOpaysepy.

WebGL — ue paxtrano OpenGL 3 gesskumMu TOHKUMU 00TOPTKaMH Ta HEBEITUKUMHU
HaJ0yI0BaMu, SiIKi poOsiATh ioro BeOcymicHuM. O6uaBa nux APl po3poOistoTbes Ta

iATpUMYIOThCS opranizariero Khronos Group.

Cam OpenGL € me Oinpln JaBHIM 1 32 Cy4aCHMMH CTaHJIApPTaMU € BiIYYTHO
3acTapiyivM. Horo apXITEKTYpHUM JU3aliH 30CEPE/KEHUN HABKOJIO BHYTPILIIHBOIO
rJ100aJIbHOTO 00’ €KTa cTaHy. PaHile, BpaxoByIOUM MEHIII MOTY>KHI rpadiyHi MPOIeCOPU
Ta TMOBUIBHINIY IIBHUIKICTh MEPEXi, 1€ PIMICHHS, MOXJIMBO, 1 MaJl0 CEHC, OCKUIbKH
JIO3BOJISJIO MIHIMI3YBaTH KUIBKICTh JIaHMX, SKI HEOOXigHO Oyslo TmepeaaBaTH o
rpadiqHOro mporecopa Ta HaJCUJIATH 3 HbOTO JUIs Oy Ib-IKOTO BUKIUKY. OTHAK 1€ TAKOXK

HECJI0 3 COO00 1ICTOTHO MiABUILIEHY CKJIAIHICTh PO3POOKH Ta 3HEBAKEHHS 3aCTOCYHKIB.

Pucynox 1 Bizyanizayis pooomu y WebGL i3 énympiwnin enobanvrium 06’ ekmom cmarny
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BayTpimHiii rmobanbHUN 00’€KT CTaHy — II€, B OCHOBHOMY, HaOlp BKa3iBHUKIB
(arrm. pointers). Bukmuku API, sxi 3milicHIO€ KOpUCTYBa4, MOKYTh BIUIMBATH SK Ha
00’€KTH, Ha SIKI CIIPSMOBaHI 111 BKa31BHUKH, TaK 1 HA caM 00’€KT cTaHy. SIK HacCIiJIOK,
nopsaoK BUKIUKIB APl HEelMOBIpHO Ba)JIMBHIi, 110 YCKJIAJHIOE CTBOPEHHS BIIACHUX
abctpakiii Tta 616miorex. ba Oinbiie, e BuMarae OyTH OUIBII MPUCKIIJIUBUM Ta
YBaXXHUM, MIJIBHO KOHTPOJIIOBATH yC1 pECypCH U CTPYKTYpH, 3aJliIHI B PEHACPUHTY, HE
3a0yBarOYM OYMIIATH 3aiBi BKa31BHUKU Ta OO’€KTH, HA SKI BOHH OynM CHpPSIMOBaHI.
BiacytHicTe 1HpOpMyBaHHS PO MOMMJIKH 1€ OUIbIIE YCKIIAJHIOE IIEH Ipoliec, ajiKe
3aMICTh MOBIJOMJICHHS 3 TEKCTOM IMOMMWJIKH Ta MPUYMHOIO ii BUHUKHEHHSI KOPUCTyBay

OTpHUMA€E YOPHUM EKPaH.

Takoxx BapTO 3a3HAUUTH, IO 1 AJi1 OOYMCIICHb 3arajlbHOr0 MPU3HAYCHHS Ha
rpadiunux nporecopax WebGL He € xopommum pimentasM. s toro, mod odopoouTu
JOBUTBHI AaHi Ha rpadigHOMY Tiporiecopi 3a gonomororo WebGL, ix criouaTky HEOOXiTHO
3aKOJIyBaTU SIK TEKCTYpYy, JACKOAYBaTH B IIEHIEpi, BUKOHATU OakaHe OOYMCIICHHA, a

MOTIM III€ IOBTOPHO 3aKO/IyBaTU PE3YIbTAT OOUHCIICHD K TEKCTYPY.



12

4 OrJjs1 1 WEBGPU

[IpoTsiroM oOCTaHHIX JAECSITH POKIB 3a MeXaMu BeOIHAYyCTpii 3’sSBUIOCA Ta
MPOJIOBKY€E PO3BUBATUCS HOBE MOKOJIHHS MPOTpAMHUX 1HTEp(EiCIB i KepyBaHHS
rpaiuHUMU MpoLIECOpaMH, SIKI HAJAIOTh 1€ OLIbII HU3bKOPIBHEBI MOMIJIUBOCTI IS
YIIpaBJIiHHS HUIMMH BiJicOKapTaMu HIX KoJM-HeOy b paHimie. Lli HoBi API BpaxoBy1oTh
Cy4acHi 0COOJIMBOCTI SIK CAaMHMX MPUCTPOIB, TaK 1 CIOCOOIB IXHBOTO BUKOPUCTAHHS, IKUX
POCTO HE icCHyBayo M 4ac po3podbku OpenGL. Tak, Hanmpukiam, y cydacHOMY CBITI
rpadivuHi MPOIECOPU TOYaIUu BUKOPUCTOBYBATHUCS Maixke CKpi3b. HaBiThb MOOUIBHI
IpUCTpOi, OyAb TO CMapTPOHHU UM IUIAHUIETH, 003aBENIUCA MOTYKHHUMH BOYJOBaHUMU
rpadiYHUMU OpoliecopaMu. Y pe3yiabTaTi porpaMyBaHHs, OB’ s3aHE 13 B1IOOPaXKEHHIM
cydacHoi rpadiku, Hanpukiaa, peHaepur 3-D 00’€kTiB 13 BUKOPUCTAHHAM TEXHOJIOTIT
TpacyBaHHs MPOMEHIB (aHIJI. ray tracing), yu oOYHMCIICHb 3arajbHOTO MPU3HAYCHHS Ha
rpadiuHMX Tpollecopax CTae BCe OUIBII MOMIMPEHUM 1 TMOMYJSIpHUM. Takox,
BpPaxOBYIOUU, MO0 OUIBIIICTh MPUCTPOIB CHOTOJHI MAalOTh OaratosiiepHi MPOIECOpH,
LIKaBOK 1 TMEPCIEKTUBHOIO C(Epor0 CcTana ONTHUMi3alis B3aeEMOJli 3 TIpapiyHUM

MIPOIICCOPOM 13 KIJIBKOX ITOTOKIB.

Haiinmonynspaimmmu 1 Haikpaumu APl 11s B3aemoii 3 rpadiyHUM IIporiecopom
HoBoro nokojiHasa € Vulkan Bix Khronos Group, Metal Bix Apple ta DirectX 12 Bix
Microsoft. Came s TOro, mo0 MEPEHECTH iX PEBOJIOLIMHI 3700yTKH Yy IapuHY

Be03acTOCYHKiIB, 1 OyB cTBopenuit WebGPU.

4.1 OCHOBHI ITOHATTS

[Mpu crBopenni WebGPU po3pobuuku 00panu HOBU miaxia: y Toi yac sk WebGL
€ JuIle TOHKOI o0roptkoro HaBkosio OpenGL, y WebGPU BHKOPHCTOBYIOTHCS BJacHi

abcTpakilii, a e BiH He € IPSIMOIO a/IaNTaIli€0 KOAHOTO 31 CTBOPEHUX PaHIIIE HATHBHUX
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iHTepdeiiciB. YacTKOBO 1€ MOB’I3aHO 3 TUM, 110 KOeH 3 icHytounx APl He € 1ocTynmHUM
Ha BCIX MmiuaTdopmax, a TaKOXX TOMY, 110 O0araTo KOHIICMII, HapUKIal, HaA3BUYAHHO
HU3BKOPIBHEBE KEPyBaHHS IIaM ATTIO, HE KPUTHYHO BaXKIMBI A BeOIHTEepdercy.
Hatomicte WebGPU po3po0ieHo Takum uYuHOM, 00 OyTH THYYKHM, 3pYYHHUM,
kpocrutaropMHuM 1 BBiOpaTu B cebe nuine Haiikparie 3 HaTuBHUX Tpadigamx API,
a0CTparyro4mch BiJl iXHiIX ocoOnmuBocTel. 3aBasku Tomy, mo WebGPU po3pobiserbes

opranizaiiero W3C, BiH CTaHIapTU30BaHUI cepel yCIX HAMOMmyIapHIiMX BeOOpay3epiB.

4.1.1 KoHTekeT

Ockinbku WebGPU Bce 111e 3auIiaeTbest eKCIePUMEHTATLHOIO TEXHOJIOTIETO, JITIS
pobOTH 3 HEW HEOOXINHO CHellaIbHUM YWHOM HajamTyBathu BeOOpaysep. Jlis
neMoHcTparii npukiaaniB podorn 3 WebGPU y xoxi el kBamidikamiiftHoi poOOTH
BUKOpUCTOBYBaBcsi Opayzep Google Chrome Canary 3 yBIMKHEHHMMH MpPAaroOpIsIMH
#enable-unsafe-webgpu ta #enable-webgpu-developer-features, siki MoxHa 3HaWTH Ha

Bkimaami chrome://flags/.

BpaxoBytoun HamucaHe BUIIE, y Oyab-IKOMY 3aCTOCYHKY, JI¢ BUKOPHCTOBYETHCS
WebGPU, mnepm 3a Bce 000B’S3KOBOIO € TIEpEBipKa, 4 MiATPUMYyE BeOOpaysep

KOpHCTYBaua 110 TeXHoJorito. Lle Mojke MaTH HACTYITHUM BUTJISI:

const entry = navigator.gpu;
if (lentry) {
throw Error(
"WebGPU is not supported. Please enable it in about:flags in Chrome or in about:config in Firefox."

)i

Pucynox 2 Iepesipka niompumxu WebGPU 6payszepom kopucmyeaua

[TowyaTkoBe HanamTyBaHHs cepenosuina st podotu 3 WebGPU 3aranom monione

10 WebGL: tak Hanpukian ajis podbotu 3 rpadikor HEOOXiTHOK YMOBOKO € HasiBHICTh
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Ha crtopinmi enemenra HTMLCanvasElement, B skomy BoHa i Oyae BimoOpaskaTucs.

[Tepur 3a Bce HEOOX1THO CTBOPUTH 11€H €IEMEHT Ta CKOH(ITYpyBaTH KOHTEKCT.

const canvas = document.querySelector("#gpuCanvas™);
const context = null;
context = canvas.getContext("webgpu");
const canvasConfig = {
device: this.device,
format: navigator.gpu.getPreferredCanvasFormat(),
alphaMode: "opaque™,
3
context.configure{canvasConfig);

Pucynox 3 Hanawmyesanns HTMLCanvasElement

4.1.2 Anantepu Ta JOT14HI MPUCTPOT

OHUMU 3 HAUTOJIOBHIIINX a0CTpaKIlii, ki BUKOpUCTOBYIOThCs Yy WebGPU, e

aJlanTepu Ta JIOT14HI MPUCTPOI.

WebGPU Logical ‘ ( Logical ‘ ( Logical

device device device

Adapter

Underlying . ™
system Native GPU API

Driver

GPU

Pucynoxk 4 Pisni abcmpakuyii 610 (hizuunux epagivHux npoyecopis 00 102iuHUX Npucmpois.

®di3uyH1 OpUCTPOi — 1e cami rpadivyHi NPoLEeCcCOpH, Kl MOAUISAIOTH Ha BOyJ0OBaH1

Ta JUCKpETHI Tpadiuni mporiecopu. 3a3Buuaii Oyab-IKUi TPUCTPiid Ma€ OauH TpadiyHui
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IpoIecop, ajge TaKoX HEepiako OyBae, 10 BIH MOXKE MaTH JBa a00 HaBITh OLIbIIE.
Hampukiaza, Ha mpucTpoi, Ha SKOMY 3aITyCKaJIMCSA 3aCTOCYHKH, CTBOPEHI B paMKax Ii€l
KkBasi(ikaiiitHoi poOOTH, B HASBHOCTI OyJIM MAaJIONOTY>KHUN BOYIOBaHUHN rpadidHMiA
IpOIEcCOop 1 BHUCOKOMPOAYKTHUBHUN AUCKPETHUN TpadiuHui Mpouecop, MK SKHUMH

orepailiiiHa cucTemMa NepeMUKaeThCs 32 TOTPEOOIO.

JpaiiBep, cTBOpeHWH BHPOOHHKOM TpadidHOrO Mporiecopa, Aa€ OIepariiiHini
CHUCTEMI1 MOKJIUBICTh BUKOPUCTOBYBATH IrpadiqHUi IPOIIECOp y CHOCiO, SIKUM po3yMi€ Ta
ouikye 1151 OC. OmepartiiiiHa cucTeMa, y CBOIO 4epry, 3Moxke HamaBaTu poctym 10 GPU
IHIITUM 3aCTOCYHKaM, BUKOpUCTOBYI0UM rpadiuni API, ski 3po0iieHi KOHKpETHO i Hel,

nanpukian DirectX 12 a6o Metal.

['padiunuii mpomecop € CHUIBHUM pecypcoM Yy cuctemi. BiH He TUIbKH
BUKOPUCTOBYEThCS OaraTbMa MporpamMaMu OJTHOYACHO, aJIe€ TAKOXK KOHTPOJIOE TE, 11O

KOpPHUCTYBau 0a4uTh Ha €KpaHi.

Apnantepu, y CBOIO Uepry, € MepexiIHUM PIBHEM BiJ HaTUBHOTO rpadiunoro API
onepauiiHoi cuctemu 10 WebGPU. BoHu onucyroTh (i3MuHI BIACTUBOCTI MEBHOTO
rpadigHOrO TIpoliecopa, HAPUKIA oro iM’s, xapaktepuctuku tomno. [1[o6 orpumaTu
JIOCTYII JI0 ajianrepa, HeoOX1IHO BUKJIMKATH navigator.gpu.requestAdapter(). Ha moment
HamucaHHsi pobotu (QyHkuis requestAdapter() mae ngyke Hebarato JOCTYIMHHUX
napameTpiB, SIKi JTIO3BOJISIOTH OOpaTH peXUM eHeproz0epekeHHs abo PEeXHM BUCOKOT

NpOAyKTUBHOCTI. [IpuKkiaa BUKIMKY aganTepa:

let adapter = null;
adapter = await navigator.gpu.requestAdapter();
if (ladapter) {

Fm

throw Error{"Couldn't request WebGPU adapter.");

e

Pucynox 5 Ompumanusa adanmepa
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Ockinbku BeOOpay3ep € eanHo mporpamoro Ha piBHI OC, sika MOXe 3amyCKaTH
KUJIbKa Be03aCTOCYHKIB, BUHUKAE MOTpeda B MYJIbTHIUICKCYBaHHI (Tiepeaadi JaHUX 3
0araThbOX KaHaJiB uepe3 OAMH), 00 KOKEeH BeOJ0JaTOK BimuyBaB ceOc Tak, HiOM BiH
MOBHICTIO KOHTPOJIIOE TpadidHM MpoLecop 1 MOXKe MOBHOIIIHHO M, 110 HaWTOJIOBHIIIIE,
130JIbOBAHO BiJI IHIIUX BUKOPUCTOBYBATH Horo pecypcu. Lle monemtoerscss y WebGPU 3a
JIOTIOMOTO0 KOHIIEMIIIT JIOTTYHUX MPUCTPOiB. JIoriuHi mpucTpoi HEoOX1IH1 IS TOTO, 1100
OTPUMYBAaTH JOCTYyH IO siipa MNPUKIAAHOrO mporpamHoro intepgeiicy WebGPU i
CTBOPIOBATH TOTPiIOHI CTpYyKTypu maHux. [IpuKiIan BUKIUKY JOTIYHOTO MPHUCTPOIO 3

amanTepy, AKAN YCHIIIHO MoBepHya GpyHkiis requestAdapter():

let device = null;
device = await adapter.requestDevice();
if (l!device) {
throw Error("Couldn’t request WebGPU logical device.");
}

Pucynox 6 Ompumanus noeiuno2o npucmpoio

BaxnBo 3a3nauntH, skio y ¢yHkiiro requestDevice() He mepemaBaTH »KOIHUX
napameTpiB, TO BOHA MOBEPHE MPUCTPiH, SKUW HEe 000B’S3KOBO TMOBHICTIO BIJAINOBiJIa€
MOJIUBOCTSIM (Di3MYHOTO TPUCTPOIO, a pajIie Te, o KomaHaa po3pooduukis WebGPU
BBa)XKa€ HaWMEHIIMM CIUIbHUM 3HaMeHHUKOM Oinbinocti GPU (nmerampHime mpo 1ie
ormucano y crannapti WebGPU na BimnmosimHoMy pecypci B iHTepHeri). Hampukian,
HE3BAXKAIOYM HA Te, M0 rpadidHMii MpoIecop, Ha SIKOMY 3allyCKalHCs 3aCTOCYHKH,
CTBOpEHI B XOAl Ii€i poboTH, Jerko o0pooOssie Oydepu manux posmipom 10 8 I'b,
noBepHyTHii (yHKiiero requestDevice() mpuctpiit gomyckatume Juine Oydepu maHux
po3mipom 10 1 I'b 1 Bigxumnsitume Oyap-ski Oydepu naHuX, siKi € OUTBIITIME 32 PO3MIPOM.
Ha mepmmii moryisia 1ie Moke 37aTUCS HEMOTPIOHWM 1 3aBUM OOMEXEHHSIM, OJHAaK,
HaCIpaB/i, BOHO € JOCUTh KOPUCHHUM. SIKIIO 3aCTOCYHOK 13 3aCTOCYBaHHSIM TEXHOJIOT1i
WebGPU 3a 3amoBuyBaHHSM OyjJie BHUKOPHCTOBYBaTH CaMe€ TaKy MiHIMalbHY 3a

XapaKTepUCTUKaMH KOH(QITypaIlito MPUCTPOIO, TO BIH T'apaHTOBAHO IMpallOBaTUME Ha
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MEepPEeBaXKHIN OUIBIIOCTI KOPUCTYBAIIBKUX MPHUCTPOIB. SKIIO K Bce-Taku HEOOX1JTHO
BUKOPHCTOBYBAaTH MaKCHUMallbHy MOTYXHICTh GPU, TO iCHy€e MOXIMBICTH MEPEBIPUTH
peanbHl oOMekeHHsT (pi3udHOro rpadgigyHoro mnpoiecopa 3a jgornoMoror adapter.limits 1
3alPOCUTH JIOTTYHUN MPUCTPIH 13 MiIBUIIECHUMH XapaKTEPUCTUKAMHU, MTEPEIaBIIN 00’ €EKT

napameTpiB y requestDevice().

4.1.3 letigepu y WebGPU

Y WebGPU icHye 3 OCHOBHUX THIH INEHAEpiB: BepiiuHHMNA (aHri. vertex),

¢dbparmenTHuit (anria. fragment) i oduucroBaNbHMIA (aHTII. COMpUte).

Y naHOMy KOHTEKCTI BepIIMHa — I€ To4yka B mnpoctopl. LI BepmmHu
00’ €IHYIOTBCS B TPYIIH 110 /1Bl BEPIUMHU JIJIs1 OpMyBaHH JIiHIM Ta/ab0 TpU BEPLUINHU IS
(dopMyBaHHS TPUKYTHUKIB. CydacHi 3ac00U pEHIEPUHTY BUKOPUCTOBYIOTh TPUKYTHUKU
JJIsl CTBOPEHHS Oyb-KuX (opM, BiJ MPOCTUX (HaNpukKiIad, KyOiB) A0 CKIAIHUX (TaKUX
gk roan). i TpukyTHUKH 30€epiratoThCsl SIK BEPIUINHU, SIKI € TOUKaMU, 1110 YTBOPIOIOThH
KyTH TPUKYTHUKIB. BepmmHHul mielgep BHUKOPUCTOBYEThCS JUIsi TOro, 1100
MaHIIMyJIIOBATH BEpUIMHAMH, TPaHCHOPMYHOUM OO’ €KTHM HANUPI3ZHOMAHITHIIIUM YHHOM.
[ToTiMm BepmmHHM TMEpeTBOPIOIOThCS Ha (Pparmentu. KoxkeH mikcens y (iHaIbHOMY
300pakeHH1 OTpuUMy€ TpuHalWMHI oOauH (parmMedT. OOYUCTIOBAIBLHUN IIEHIED

BUKOPUCTOBYETHCS NIl 0OUUCIICHB 3aTAJIbHOTO ITPU3HAYEHHS Ha rpadiyHOMY MPOIIECcOpi.

B 3aranpHOMy mporiec BinoOpakeHHs Tpadiku BUTIISIA€ HACTYITHHUM YHUHOM:
mporpama 3aBaHTaxye Oydep nanux y rpadiqauii mpoiecop 1 BKazye Homy, SIKUM YHHOM
IHTEpIPETyBaTH 1l JaH1 K cepito TPUKyTHUKIB. KoxHa BepillMHa 3aiiMae 4acTUHY 1[bOTO
Oydepa qaHMX, OMUCYIOYH MMO3UIIIIO IT1€1 BEPIITMHU B IPOCTOPI, & TAKOXK JOTIOMIDKHI JIaHi,
TaKl sIK KOJip, 1AeHTU(PIKATOPU TEKCTYp, HOpMaJi Ta iHIi napametpu. KoxkHa BepimHa B
CIHUCKY 00poOIIsieThCcs TpadiuHUM TPOIECOPOM, 3aITyCKAIUM BEPITMHHUNA IS s

KOXHOT 3 HHUX, SIKUW 3aCTOCY€ TMEpeMIIIeHHs, TOBOPOT a00 3MiHY mepcriekTuBu. [licms
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1IbOro rpadiyHUil IPoIECOp pacTepr3y€e TPUKYTHUKH, TOOTO BiH BHU3HAYAE, SIK1 MiKCEI
MOKpUBAa€ KOXKEH TPUKYTHHUK Ha €KpaHi. [, HapemTi, KOKeH IMiKcelb 0OpoOIsIeEThCS
dbparMeHTHUM MIeiaepoM, SKUKA Mae€ JOCTYyH 10 KOOpJAWHAT TKCeNs, a TakKoX 0

JOTIOMDKHHX JaHUX, 00, CKa)KIMO, BUPIIIATH, SKOTO KOJIBOPY LU MIKCETh Ma€ Oy TH.

Y WebGPU e cBos moBa mieinepiB — WebGPU Shading Language (WGSL).
WebGPU Shading Language momi6na mo iHmmx MoB, Takux sk Rust, Metal Shading
Language (MSL) i DirectX High Level Shading Language, 3 nekopatopamu CTHIIO SIK Y
JavaScript, manpuxman “@location(0)”, dopmaryBanHsM Koay B cTwii Rust i3
byHKIisIMu/wieHamH 13 “Snake_case” 3amucowM, a crpykrypamu “CamelCase” 3amnucom, i
oroJionieHHAM ¢GyHKIiK Ha 3pa3ok “fn my_func() ->132”. Be66pay3ep xommiaroe WGSL
KOJI B TOH, sikuit ouikye cuctema. TooTo 1ie 6yne HLSL anst DirectX 12, MSL nyst Metal
a6o SPIR-V nnsa Vulkan.

[Ipuknan BEpUIMHHOIO WIEHAEPY:

struct VsOut {
@builtin(position) nds_position: vecd<f32»,
@location(®) color: vec3<f32>,

s

@vertex
fn main(@location(@) in_pos: vec3<f32>,
@location(l) in_color: vec3<f32>) -»> VSOut {
var vs_out: VSOut;
vs_out.nds_position = vecd<f32>(in_pos, 1.8};
vs_out.color = inColor;
return vsOut;

Pucynok 1 Bepuwunnuii wetioep

[Ipuknan pparMeHTHOTO HICiAEPY:

@fragment
fn main(@location(@) in_color: vec3<f32>) -»> @location(@) vecd<f32» {
return vecd<f32>(in_color, 1.8);

}

Pucyrnox 8 @pacmenmnuii wetioep
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XOpOIHOI-O IMPAKTHUKOIO BBAXXACTHCA 3alldKOBYBATHU IIICIZI[E?pPI B MOI[YJ'Ii JIIA

3pYUHIIIOr0 BUKOPUCTAaHHA. [IpuKian cTBOpeHHS MEeHIepHUX MOIYJIIB:

import vertShaderCode from './shaders/triangle.vert.wgsl';
import fragShaderCode from './shaders/triangle.frag.wgsl’;

let vertModule = null;
let fragModule = null;

const vsmDesc = { code: vertShaderCode };

vertModule = device.createShaderModule(vsmDesc);

const fsmDesc = { code: fragShaderCode };

fragModule = device.createShaderModule(fsmDesc);

Pucynox 9 Lleiioepni mooyni

4.1.4 Konseep

KonBeep — 1e JoriuHa CTPYKTypa, IIO0 MICTUTh MPOTPAMOBaH1 €Tamu, SKi
MOCJIIIOBHO BIAIPAIbOBYIOTh ISl BUKOHAHHSA poOOTH mporpamu. Hampukian, cucrema
nepeaadl JaHuX y BEPIIMHHUN Iieiaep, MoTiM y ¢dhparMeHTHUM mieHjep 1 mojajblie
BUBEJICHHS OOpOOJIEHUX JaHUX Oe3MocepeHbO Ha €KpaH Ha3WBAETHCS KOHBEEPOM, 1y
WebGPU HeoOXxigHo sSBHO BHM3HAuuMTH CBii koHBeep. Hapaszi WebGPU no3Boisie
CTBOPIOBATH JBa THIIM KOHBEEPiB: KOHBeep Bidyamizamii (anrim. Render Pipeline) ta
KoHBeep oOuucienb (anrin. Compute Pipeline). Sk BuruMBae 3 Ha3BH, KOHBEEP
Bi3yaumizali 10Ch PEHIEPUTh, TOOTO cTBOprOE€ 3o00paxkeHHs. lle 300pakeHHs HE
000B’S13KOBO MOBUHHO OyTH Ha €KpaHi, BOHO MOe 30epiraTucs B ClEeHIaIbHOMY MICI1 Y
nam’sTi, sike Ha3uBaeThes Oydepom kampie (anra. Framebuffer). Kouseep obGumcieHs €
OUTBII 3araJiIbHUM, OCKIIBKU BiH MOBepTae Oydep, sIKuid MOXKe MICTUTH OyIb-iKi1 JIaHi.
OOGuucoBaibHUN KOHBeEp OyB MOOYyJOBaHUN SK Yy3arajJlbHEHHS HaJa CHEIlaIbHO
CTBOPEHUM KOHBEEPOM Bizyaunizailii. Y maiidyrusomy 10 WebGPU Oyae nonano Oibiie
THUIIIB KOHBEEPIB, MOXIJIMBO HABITh KOHBEEP TpacyBaHHs pomeHiB (Raytracing Pipeline).

Y WebGPU konBeep ckitaaeTbesi 3 0THOTO (200 KiJIBKOX) MPOTPAMOBAHUX €TaIliB, 1€
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KOKCH €Tall BU3HAYAEThCS MICHIEPOM 1 TOUKOIO BXoay. OO0UHCIIOBaIbHUI KOHBEEP Ma€e
OJIMH eTal 3 OOYMCIIOBAIBHHUM IIEHIEPOM, TOJI SK KOHBEEpP Bi3yamizallli Mae eran

BEPIIMHHOTO Ta (PparMEHTHOTO I IepiB.

[Ipuknaa 064YKHCIIIOBATIBHOTO KOHBEEPY:

const module = device.createShaderModule({
code: ~
@compute @workgroup_size(64)
fn main() {

1
J

s

const pipeline = device.createComputePipeline({
compute: {
module,
entryPoint: "main”,

Pucynox 10 Obuucniosanvhuii kKoneeep
VY nboMy NpuKIIal mMeHIepHUi MOTyIb MICTUTD (DYHKIIIFO TT1]] HA3BOKO main, 1 BOHa

K TIO3HAYAETHCS TYT SIK TOYKY BXOY 3a JOIIOMOIOI0 ImapameTpy entryPoint y koHBeepi.

4.1.5 Bydep

Bbydepom Ha3uBaroTh 010K maM'aTi, SKWW MpU3HAYEHUMN 1151 30€piraHHs JaHUX, sIK1
OpatumyTh y4acTh B omepaiiisix Ha GPU. bydepu 3a3Buuaii BUKOPUCTOBYIOTBCS IS
30epiraHHsl CTPYKTYp UM MAaCHBIB, ajié BOHM MOXYTh MICTUTH B COO1 1 CKJIQgHIII
CTPYKTYpH JaHUX, HANpuKIaa rpadosi (Taki K AepeBa), OJHAK, JUIIE 32 YMOBH, 10 BCi

BY3JIM 30€piraroThCs pa3oM 1 He IOCWIIAIOThCS Hi Ha 1110 1o3a Oydepom.

Haityactime y Oydepi 30epiratloTbCsi Taki MacUBH JaHUX, SIK-OT KOOPJIWHATH
eJIeMEeHTa y MPOCTOpi, HOro KoOJip, 1HAEKC Toumo. s peHIepuHTYy TPUKYTHHUKIB 3a
JIOTIOMOTOI0 KOHBEEPY Bi3yaumizallli 3HamoOUThCS oauH abo Oumbmie OydepiB s
30epiraHHs JaHUX, AKi CTOCYIOThCS BEpIIMH. IX IIe Ha3MBAIOTh BEPIIMHHI OydepHi

00’extu (anra. Vertex Buffer Objects abo VBOSs). Takox HeoOXigHuM € oauH Oydep 3
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1HJeKCaMU, SIK1 BIATIOBIATUMYTh KOXHIM BEPIINHI TPUKYTHUKA, BIIOMUN K 1HICKCHUM

Oydepnwmii 00’ ext (anri. Index Buffer Object ado 1BO).

Pucynox 11 Byghepu, axi neobxioHi 05 8i3yanizayii Ko1b0po8020 MPUKYMHUKA

4.1.6 [apanenizm

Ax BimoMo, TrpadiyHi MNpPOLECOPU ONTUMI30BaHI Uil IIAJEHOI MPOMYCKHOL
3IaTHOCTI, )KEPTBYIOYH IIPH IILOMY YaCOM 3aTpUMKH. [ padiuHi mporiecopu MaroTh BEJIUKY
KUIBKICTB SJIEp, SIK1 I03BOJISIFOTH BUKOHYBATH O€3J114 MPOLIECIB NapayienbHo. [HTerpoBaHi
rpadiuni nporiecopu 3a3Budait MaroTh Bijl 170 1o 700 simep, y TOi ke Yac sk TUCKPETHI
JerKo MOXKyTh MaTu moHaa 1500 saep. OxHak 1 siapa He Taki He3alexKHi, SIK, HaIPUKJIIa,
y OaratosiiepHOro IeHTpalibHOro Tmporecopa. Ilo-nmepme, sigpa GPU 3rpymnosani
lepapxigyHo. BapTo 3a3HauuTH, IO TEPMIHOJIOTIS I PI3HUX PIBHIB l€papxii HE €
y3rOoJIPKEHOI0 MDK PI3HMMHM TMocTadaldbHUKaMu rpadiyHux mnponecopiB T1a APIL
He3Baxkaroun Ha Te, 1[0 TOYHA apXiTeKTypa TpadiyHUX MPOIECOPIB € MPUBATHOIO
iHpopmartiero, 3axumieroro NDA, y kommanii Intel € xoporra nokymenrairis, sika Hajiae
3arajbHUM OIJIAJl IXHbOI apXITEKTYpH, 1 MOKHA 3 YNEBHEHICTIO MPUITYCTUTH, IO 1HIII

rpadgiyHi MPOIECOpH MPAIIOIOTh MPUHANMHI CX0KHUM YHHOM.
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VY Bunanky Intel, HaliHWKYMM piBHEM B l€papXii € BHUKOHABUMM OJIOK (QHTIIL.
Execution Unit ado EU), sxuii mae kinbka siaep SIMT (Single instruction, multiple
threads). Lle o3nauae, 1110 BiH Mae sizipa, sKi IPAIIOI0Th Y3TOHKCHO 1 3aBXKIM BUKOHYIOTh
OJTHAKOBI IHCTPYKIIi. [IpoTe KoXkHE s1pO Mae BIacHUN HaO1p PericTpiB 1 MOKaXKYUK CTEKA.
TakuM uymHOM, XO4Ya IM JOBOJUTHCS BHUKOHYBAaTH Ty CaMy OIEpaIlilo, BOHU MOXYTb
BUKOHYBATH ii 3 PI3HUMH JAHUMH. IX Y3TOMKEHICTh € MPMYUHOIO, YOMY €KCIepTH 3
OPOAYKTHBHOCTI TIpadiuHUX MPOIECOPIB YHUKAIOTH po3raimykeHb (sik-otT if/else abo
IUKTIB): KOJW BUKOHABUMU OJIOK CTHKaeThcs 3 if/else, yci sapa MOBHHHI BUKOHYBaTH
oOMJIB1 TUJIKH, SIKIIO TUIBKM BCl BOHU HE MiAYTh MO OAHIN 1 TiM ke rimmi. Te x came
CTOCYETBhCS 1 IUKJIB. SKIIO OJHE SAPO 3aBepllye CBIA LMK paHillie 3a IHII, HOMY
JIOBENIEThCS POOUTH BUTJISL, 1110 BOHO BUKOHYE T1JI0 LUKITY, JJOKH BCI si/ipa HE 3aBepluaTh
poOoty. KoxxHOMY siipy MOXHA HAaKa3aTHU ITHOPYBATH IHCTPYKIIi, IKI HOMY HaIXOMSTh,

ajie 1e, OYEBUIHO, MAPHYE JOPOTOIIHHUN Yac, SKUH MOXKHA BUTPATUTH HA OOYUCIICHHS.

He3Baxkatoun Ha 4acToTy fA]ipa, OTpUMaHHS AaHUX 3 mam'sTi (abo mikcemiB 3
TEKCTyp) BCe Il 3aiiMae BigHOCHO Oararo wacy. lleli BUIbHHI yac OYIKyBaHHS HE
MIPOXOJUTH IapMa, a BUTPAUAETHCS HA OOUUCIICHHS: TS IbOTO KOKHUI BUKOHABYHIA OJIOK
CHJILHO TepeBaHTakeHui (aHri. oversubscribed) poGotoro. Koxknoro pasy, koiu y
BUKOHABYOr0 OJIOKY 3’SIBISIETHCA BIKHO O€3ISJILHOCTI (HAmpUKIald, MpU OYIKYBaHHI
HAJIXO/PKCHHS SIKUXOCh JJaHUX 3 MlaM’5IT1), BIH IEPEMUKAETHCS Ha 1HIINWNA poOOUMi IIpoliec
1 TIOBEPTAETHCS JI0 MOIMEPETHBOTO JIMIIE TOJ1, KOJIU HOBHM poOOYMii mpoliec moTpedye
AKOroCch O4iKyBaHHs. CaMe TaKuM YMHOM IpadivyHi MPOIECOPU ONTUMI3YIOTh IPOIYCKHY
3MIaTHICTb, KEPTBYIOUN 3aTPUMKOIO. OKpeMi poOOUl MPOIECH MOXKYTh 3aWHATH OLIBIIE
4acy, OCKUIbKHY MePEMUKAHHS Ha IHIITUN pOOOYHiA TPOIIeC MOXKE MPU3YTTMHUTHA BUKOHAHHS
Ha JIOBIIE, HIK OYIKYBalOCH, ajie MPU LbOMY 1I€ KOMIIEHCYEThCS OUIBILIOI0 3arajibHOI0
KUIBKICTIO 0OpOOJIIOBaHMX IMpOLECIB y MEBHUN MepioJ 4Yacy, L0 y CBOI uepry

NPU3BOJUTH JI0 BEJIMKOI MPOMYCKHOi 31aTHOCTI. ['padiuHuil mnporecop 3aBxKIu
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HAMara€eThCcsi M0 MAaKCUMyMY 3aBaHTa)KyBaTH Y€pry BUKOHAHHS pOOOUYMMHM MPOIECaAMHU,

SIK1 HQJICUJTAIOTHCS IO BUKOHABYMX OJIOKiB, IIIO0 BOHU MOCTIMHO OYJIN 3alHSATI.

Opnak BUKOHABYI OJIOKH € JIMIIIE HAMHIKYUM piBHEM B iepapxii. Kinbka Takumx
OJIOKIB rpyIyrOThCs B Te, 110 Intel HasuBae migcerment (anri. SubSlice). Yci BukonaBui
OJIOKM y TIACETMEHTI MalOTh JOCTYII 10 HEBEITMKOI KITLKOCTI CIUIBHOT JIOKAJIBHOT ITaM’ Ti
(arrm. Shared Local Memory a6o SLM). SIkmio nmporpama, siky moTpiOHO 3aITyCTUTH, Ma€e
OyIp-siKi KOMaHJM CHUHXpOHI3alii, 1i CJiJl BHUKOHYBaTH B MeXaxX TOrO0 Camoro

MiJCETMEHTY, OCKIJIBKH JIUIIIE BOHU MAIOTh CIUTbHY TIaM’STh JUII CHHXPOHI3aIlli.

Ha wnaiiBumomy piBHI B iepapxii 3HaxomsaThcsl cermeHTH (aHri. Slice), ski
CKJIIAI0ThCS 3 JIEKUIBKOX 3rpyHOBaHMX IHifcerMeHTIB. CaMe CEerMEeHTH € OCHOBHUMH

eJIEMEHTaMH Y CTPYKTYpi TpadigHOro Mpoiecopa.

Subslice Subslice Subslice Substice |
1% & thread dispatch 1% & thread dispatch 1% & thread dispatch 1% & thread dispatch
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Pucynox 12 Apximexmypa uina Intel Iris Xe Graphics. Buxonasuuii 6nox mac 7 SIMT s0ep.

Ilioceemenmu cxknaoaromocs i3 8 gukonaguux 06J10Ki6. 8 niocecmenmis ymeopooms cecmenm.

HaiimenyBaHHSI CTPYKTYpHUX OJIMHUIlb, BUKOPUCTAHUX Y JIaHii KBamidikaiiiHii
poOOTI MIOJI0 TUX YM IHIIMX €JIEMEHTIB TpadiyHOro npoiecopa, Oyau B34Ti 13 odiiitHOT

JMoKyMeHTarlii Bix kommnanii Intel, ame minkoM #MoBipHO, 1m0 iHII BupoOHHMKH GPU
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BUKOPHUCTOBYIOTh 1HIII HAa3BHM, X04a M 3arajbHa apXiTeKTypa B KOXHOMY TpadidHOMY

porecopi € moaAiOHoIO.

1106 MOBHICTIO BUKOPHUCTATH MEPEBAry 1i€i apXiTeKTypH, IPOrpaMu MaroTh OyTH
HaMMCaHi TaKMM YMHOM, II00 KOPUCTYBAaTUCS yciMa i MOXXJIHMBOCTSAMH. SIK HACIiJOK,
rpadiuni APl HagaroTh Tak 3BaHy MoJieib MoToKiB (anriI. threading model), sika 3pydnum
yrHOM J103BoJsi€ npaifoBatu 3 GPU. Y WebGPU BaxxnuBuM npuMiTHBOM, OB’ SI3aHUM 3

UM, € podoua rpyma (arria. workgroup).

4.1.7 Komanau

[Ticns HamucaHHA MIEHJEPIB 1 HAJAIITYBaHHS KOHBEEPIB BCE, IO 3AJIMIIAETHCS
3poOUTH — 1€ (PAKTUYHO 3BEPHYTHCS 10 TpadiuHOro mpouecopa 1 Haka3zaTd HOMY
BUKOHATH yce Hamucane. OCKuUIbKkU rpadiyHui Mporecop Moxe OyTH y CKIIaJi OKpeMoi
BIJICOKAPTU 3 BIJACHUM YINOM Mam’sTi, 3MOra KEpyBaTH HUM pEaTi30BYEThCS 3a
JIOTIOMOTOI0 TaK 3BaHOro KomaHgHoro Oydepa (amrin. Command Buffer) aGo uepru
xomanj (anri. Command Queue). Uepra komaHa — 1€ YaCTHHA TaM’ATi, SKa MiCTUTh
3aKOJIOBaHI KOMaHAMW Uil BUKOHaHHs TpadiunuM npouecopoM. KomyBaHHs € myxe
crenuiuHUM 1 PI3HUTHCA B 3aJIEKHOCTI BiJl BUpOOHMKA TpadivyHOTO Mpoiecopa, a
3abe3mneuyeThes apaiiBepoM. WebGPU nagae CommandEncoder i1 BUKOpUCTaHHS [TUX

KOMaHJI.

let commandEncoder = null;
let passEncoder = null;

commandEncoder = device.createCommandEncoder();
passEncoder = commandEncoder.beginComputePass();
passEncoder.setPipeline(pipeline};
passEncoder.dispatchlWorkgroups(1};
passEncoder.end();

device.queue.submit([commandEncoder.finish()]};

Pucynox 13 Ilpuxnao pobomu 3 komarnoamu



25

CommandEncoder Mae K1JIbKa METOIIB, SIK1 JJO3BOJISIFOTH KOIIIOBATH JIaH1 3 OJHOTO
Ooydepa GPU B iHmui 1 MaHIMyIIOBaTH TEKCTypamH. BiH Takok J03BOJIsi€E CTBOPUTH
PassEncoder, sxuifi HamamrToBye KOHBEEpU Ta 3allyCcKae ix. Y JICTUHTY BHUIIE
BUKOPHCTOBYETHCSI OOYMCIIOBAIbHUN KOHBEEP, TOMY HEOOXITHO CTBOPUTH Came
ComputePassEncoder, nanamryBaTH HOTO Ha MOMEPEIHHO OTOJIOMICHHI KOHBEEP Ta,
HapemTi, Bukiukatu dispatchWorkgroups(w X, w 'y, w z), 1mo0 TOBIJIOMHUTHU
rpadiuHOMY MpOLIECOPY, CKIIBKK POOOYUX TPYIl CTBOPUTH B KOKHOMY BHUMIpi. Poboui
rpynu (aHri. WOrkgroups) — 1e okpemi Mmopiii Bif yCiX poOOYHMX IIPOIECIB, SKi
PO30MBAIOTHCS 13 3araJibHOI CYKYMHOCTI YCiX pOOOYMX €JIEMEHTIB, SIKY II€ Ha3UBAaIOTh
pobounM HaBaHTakeHHsAM. PassEncoder, mo peui, € aOcrpakmiero WebGPU, ska
CTBOPIOBAJacs 3aJyisl TOTO, 00 YHUKHYTH BHYTPIIIHBOTO TJI00AIBHOTO 00’ €KTa CTaHy,
skuii pucyTtHin y WebGL. Vci nani, HeoOXigHi ans podotu koHBeepa GPU, siBHO

nepenaroThes yepes PassEncoder.

Komanguuii Oydep Takoxk € raukom (anria. hook) mis mpaiiBepa abo omnepartiiHol
CUCTEMH, II00 JO3BOJUTH JIEKUIBKOM TpOrpaMaM BHUKOPHUCTOBYBATH TpadiuHmii
MpOIIECOp, HE 3aBakalouu IMpH I[bOMY OJHA OAHIN. Konu KkoMaHIu CTaBIATHCS Y Yepry,
CJIEMEHTH, 10 3HAXOJAThCA HAa HUXKYMX PIBHAX aOCTpaKIlii, MOCTaBIATh y 4YEpry
JIOIaTKOB1 KOMaHIM Uil 30€pEKEeHHs MONEPEAHBOr0 CTaHy MporpamMu, 100 BIIHOBUTHU
Horo mi3Hille y BUMaAKy nepepuBaHHsa. CaMe TaKMM YHHOM 1 CTBOPIOETHCS BIAUYTTS, 1110

HIXTO IHIIUN HE BUKOPUCTOBYE rpadpiyHUN MpOIecop y TaHU MOMEHT.
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5 PO3POBKA I OI'JISAJT JEMOHCTPALIIMHNX 3ACTOCYHKIB

Y HacTymHHMX po3aiax OyIyTh OTJSHYTI 3aCTOCYHKH, SIKI CTBOPIOBAJIHCS 13

BUKOpHCTaHHAM TexHouorii WebGPU.

5.1 MHOX€EHHS MaTpHIb

Jlnst nemoHcTpartili podoTH 3 00YUCITIOBAILHUM KOHBEEPOM Ta OOUHCIIOBATBHUMU
mieiigepamMmu OyB CTBOPEHUM 3aCTOCYHOK JJIsl MHOXKEHHSI JIBOX Matpuilb. Jletani Ta
0COOJIMBOCTI peanizailii OyayTh BUKIaAeH! Hibkue. [1nan eramniB po3poOKu 3aCTOCYHKY

BUIIAAaB HACTYITHUM YHHOM.

1. CrBoputu Tpu Oydepu: nBa sl MaTpuilb, Kl 0€3MOCEPEIHBO MPUINMAIOThH
y49acTh Y MHOKCHHI, Ta OJMH VIS PE3yJIBTYIOU0T MaTPHIII.

Ornucaty BXiHI Ta BUXI1JIHI JIaH1 J1JI1 00YMCIIFOBAJIBHOTO IIeiaepa.
CxoMIUTIOBATU KOJI 0OYHCIIIOBAJIBHOTO TIeiAepa.

HanamryBatu 064ncItoBaIbHUIM KOHBEED.

o B~ W

Hanicnmatn HeoOXigHI KOMaHAM JJIi BHKOHAHHS OaXaHWX oOIepaliid Ha
rpagiyHOMY TIPOLIECOPI.

6. 3uuTary JaHi pe3yJbTyI040i MaTpuili 3 Oydepa.

5.1.1 ITouaTkOBE HAJIAIITYBAHHS

[lepmr 3a Bce HEOOXITHO MOCTYNHUTHCS JO ajanTepa Ta OTPUMATU JIOTIYHHMA

NPUCTPINA:
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const adapter = await navigator.gpu.requestAdapter();
if (ladapter) {
console.log("Failed to get GPU adapter.");
return;

H

const device = await adapter.requestDevice();

Pucynok 14 Muoowcenns mampuys. Ilouamkose nanauimysanHsi

5.1.2 Po6ora 3 6yepamu

VY nmonepenHix po3aiiax i€l kBamidikaiiitHoi poOOTH WIIOCA PO BUKOPUCTAHHS
OydepiB nnst 0OMIHY JTaHUMU MK MPOTPaMolo 1 rpadiyHUM MPOILIECOPOM, 3apa3 Ke 1€

OyJie IpOAEMOHCTPOBAHO HA MPAKTHIIL].

VY HaBejeHOMY HIKYE MTPUKIIAJII MOKA3aHO, SIK 3alKicaTH 4YOTUpHU O0aliTu B OydepHy
nam’sath, noctynny 3 GPU. V ¢yukiito device.createBuffer() ams crBopenns 6ydepa
nepeaeTbess Horo Oa)kaHuM po3Mip Ta TUI BUKOpHUCTaHHS. He3Baxkarouum Ha Te, 110
npamnopertb  GPUBuUfferUsage. MAP_WRITE, skuii BKka3ye THUI BHKOPUCTAHHS, HE
MOTPiOEH JIJIsl IbOTO0 KOHKPETHOTO BUKIIMKY, HE Oy/ie 3aiiBUM TMOKa3aTH y SIBHUI CTOCIO,

110 anuii Oydep CTBOPIOETHCA JJIsl 3aMUCY TaHUX B HHOTO.

// CteopenHa eipobpaxenoro bydepa

const gpuBuffer = device.createBuffer({
mappedAtCreation: true,
size: 4,
usage: GPUBufferUsage.MAP_WRITE

1)
// OTpumanHa pocTyny po bydepa
const arrayBuffer = gpuBuffer.getMappedRange();

// 3anuc baiATie y bydep
new Uint8Array(arrayBuffer).set([0, 1, 2, 3]);

Pucynox 15 Muoowcenns mampuys. Ilpuxnad cmeopernus 8ioobpadcernoco dbygepa

Ha npomy erami 1ie#t 6ydep € BigoOpakeHuM (anri. mapped), ToOTO BiH HAJICKUTh
[EHTPAIBHOMY TPOIECOpPY 1 MOCTYMHHWM sl uuTaHHs/3anucy 3 JavaScript. I[o6

rpadiuHMii MPOIIECOp MIT OTPUMATHU JI0 HBOTO OCTYI, Oydep noTpiOHO NEPETBOPUTH Ha
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HeBimoOpakeHud  (aHra.  unmapped) 3a  JOMOMOrOK  BHKIMKY  (PYHKINIT
gpuBuffer.unmap(). Konnenmis BimoOpakeHoro/HeBinoOpakeHoro Oydepa moTpiOHa,
1106 3amo6irtu cutyarisM, koo GPU 1 CPU naMmararoThcs OTpUMaTH JIOCTYI 10 HHOTO

OJHOYACHO.

BaxxnuBoro ckiamoBoro pobotn 3 Oydepamu € MOXKIMBICTH TIEpenaBaTH JaHi 3
onHoro Oydepa B iHIIMIA. Y BUMAIKY, KOJIU Y MpOTrpamMi Ha OJJHOMY 3 €TamiB HEOOX1THO
OyJie CKOIIOBaTH JIaHi, IIpu CTBOpeHH1 Oydepa, 3 sxoro Oy yTh OpaTucs 1aHi, HEOOX1THO
nonatkoBo BkazaTu nparnopens GPUBuUfferUsage. COPY_SRC, a mpu cTtBopeHHi Oydepa,
B skuii  gani  Oyayte  komitoBatucs — GPUBufferUsage. COPY_DST Ta
GPUBufferUsage. MAP_READ.

// CTeopenHA BipobpaxeHoro bydepa ona 3anucy Ta KONiWBaHHA OaHMUX
const gpuWriteBuffer = device.createBuffer({

mappedAtCreation: true,

size: 4,

usage: GPUBufferUsage.MAP WRITE | GPUBufferUsage.COPY SRC
1)
// OTpumanHA pfocTyny po bydepa
const arrayBuffer = gpuliriteBuffer.getMappedRange();

// 3anuc baiTie y bydep
new Uint8Array(arrayBuffer).set([@, 1, 2, 3]);

// NepeTeopenHa bybepa Ha HeeipobpaxeHuit
gpuliriteBuffer.unmap();

// CTeBopeHHA HeBipobpaxeHoro bydepa ona 4MTaHHA
const gpuReadBuffer = device.createBuffer({

size: 4,

usage: GPUBufferUsage.COPY DST | GPUBufferUsage.MAP READ
1)

Pucynok 16 Muoowcennus mampuys. I[lpuxnad cmeopenns piznux 6ygpepie

Bapro mam’statd, mo yci KOMaHau rpagiyHOro mpolecopa BHUKOHYIOTHCS
acuaxporHo. Y WebGPU umdpyBanbHUK KOMaHI, SKHiA TIOBepTaE (QYHKIlis
createCommandEncoder(), sBisie coboro JavaScript o0’ekT, moO CcTBOpOE HaOIp

Oy(deprzoBaHux KoMaH[ (BOHU 30€piraTUMyThCs Y KOMaHIHOMY Oydepi), siKi B IEBHUI
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MOMEHT OyAyTh HajiciaaHi Ha BukoHaHHs 10 GPU. Metoau x kinacy GPUBuUffer, sxwuit
HEOOX1IHUN IS CTBOpEHHs 3BUYaHUX OydepiB, € HeOydepu3zoBaHUMH, TOOTO BOHH

BIJIMIPAIbOBYIOTh ATOMAapHO BiJIpa3y Y MOMEHT iX BUKIIUKY.

[Ticns cTBOpeHHs MU(pyBaJbHUKA KOMaH], HEOOXITHO BHUKIMKATH (PYHKIIIIO
copyBufferToBuffer(), mo6 momatm HeoOXiaHY KOMaHIy )1 KOMilOBaHHsA Oydepa 10
Yeprd KOMaHJ JUIS TOJAJbIIOr0 BUKOHaHHsS. Hapemiri, mo0 3aBepIIuTH KOTyBaHHS
KoMaH, Tpeba ckopuctatucs metogoMm mmubpysaasauka finish(). Ilicns mporo ciix
HaJICTIATH 1X JI0 Yeprd JJis BUKIMKY KOMaHJ Ha rpadiyHOMY Mporecopi. 3poOuTH 1ie
MOJKHa 3a joromoror ¢yHkii submit(), nepenasmm B Hel OakaHi KOMaHAM B SKOCTI
aprymenTiB. Konu Bona Hajinuie komanau Ha GPU, Bonu OyayTh moueproBo BUKOHAHI1 y

TOMY MOPSAKY, B IKOMY BOHH 30€pIirajucs y MacuBl KOMaHI.

[/ WudpyBaHHA KOMaHAW ONA KONiWEaHHA OaHux 3 opHoro bydepa B 1HWMA
const copyEncoder = device.createCommandEncoder();
copyEncoder. copyBufferToBuffer(
gpuliriteBuffer /* nepeunnuii bydep */,
8 /* euxigHuin scye */,
gpuReadBuffer /* bydep, B Akuill byayTs ckonikoBani pani */,
8 /* 3cyB y 0b'ekTl npusHaudeHHa */,
4 /* posmip */
)

// HagcwnaHHA KOMaHAW Ha KON1lWBaHHA

const copyCommands = copyEncoder.finish();
device.queue.submit([copyCommands]);

Pucynok 17 Muoowcennus mampuyse. Ilpuxnao xonitoeanns 6ygepis

[Ilo6 3uurtaTh nani 3 Oydepa, y skuil BOHM Oylu CKOMilOBaHi, HEOOXIIHO
ckopuctaTucs ~ MmerooM  MapAsync(), mepedaBIiM B HBOIO  IPAroperb
GPUMapMode.READ. 1le nmoBepHe 00’exT Tumy Promise, sikuit Oyjae BUPIIICHO (aHTI.
resolve), ko Oydep crane Bimoopaxenum. [Totim Tpeda Bukimkatu getMappedRange(),
o0 OTpUMaTH BIJOOpAKEHWH diama3oH, KU MICTUTHME CKOMINMOBaHI JaHi IICHs

BIJIMTPAIIOBAHHS BIAMOBITHUX KOMaH/I 3 UePTH y TpadiqHOMY MPOIECOPI.
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[/ 3unTyBaHHAa ckoniiioBaHux OaHux 3 bydepa

await gpuReadBuffer.maphsync(GPUMapMode.READ) ;

const copyArrayBuffer = gpuReadBuffer.getMappedRange();
// BWMBijp oTpWMMaHuX JaHUX Yy KOHCONb

console.log(new Uint8Array(copyArrayBuffer));

Pucynox 18 Muooicennss mampuys. Ilpuknao 3uumysanmns oanux iz oypepa

Otox, npairrorou i3 0ydepamu y WebGPU, BapTo mam’staTi HaCTyITHE:

1. bydepu, ski HaacwiIalOThCA J0 TpadiyHOro IMpoiecopa, MarwTh OyTH
HEB100paXEHUMH, 11100 BIH MIT 13 HUMHU MPAIFOBATH.

2. Tinbku BimoOpaxkeHi Oydepr MOKYTh BAKOPHCTOBYBATHUCS JIJIsl YUTAHHS/3aITUCy
13 JavaScript nporpamu.

3. lna mepeTBOpeHHs HeBimoOpakeHoro Oydepa y BiIOOpakeHUH CIif
BUKOPUCTOBYBaTH (yHKIIIF0 MapAsSync(), mod T0CSIrTH 3BOPOTHOTO ePEKTy —

meTo unmap().

Y WebGPU came Oydepamu € Bxoau (anri. inputs) ta Buxoau (aHri. outputs)

menaepis.

[ToBepHemMoOcs A0 TIaHy 3 PO3POOKH 3aCTOCYHKY. MatTpuili y HbOMY OyIyTh
MPEICTABIICHI Y BUTJISAI CITUCKY YHCE, JIe TIEPIIUNA €IEMEHT — 1€ YHCIIO PSIIKIB, IPYTHil
— YKCJIO CTOBIMYMKIB, a pemTa — pakTUYH1 3HAY€HHSA KOMIPOK MaTpuli. Ternep CTBOPUMO
HeoOX11H1 Oydepn, BUKOPUCTABIIM KOJ 13 TMOMEPEIHIX MPUKIAAIB 1 3aMIHUBIIH JIESKI

MO0 YaCTUHU.
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[ Nepwa maTprusa
const firstMatrix = new Float32array{[

[N SV
B ¥

const gpuBufferFirstMatrix = device.createBuffer({
mappedAtCreation: true,
size: firstMatrix.bytelength,
usage: GPUBufferUsage.STORAGE

const arrayBufferFirstMatrix = gpuBufferFirstMatrix.getMappedRange();

new Float324 rrayBufferFirstMatrix) . set{firstMatrix);

gpuBufferFirstMatrix. unmap();

// Opyra matpaus
const secondMatrix = new Float32Array([
7 /* CTOBNuMKM */,

device.createBuffer({

Length,
TORAGE

pedRange();

// PesyneTynuya maTpuus

const resultMatrixBufferSize = S_PER_ELEMENT # (2 + firstMatrix[@] * secondMatrix[1]);

Pucyrnox 19 Muooicenns mampuys. Cmeoperns neooxionux oygepis

5.1.3 I'pyna 3B’s13yBaHHs

Konmenitiss rpynu 3B’si3yBanHs (anria. Bind Group) Tta crpyktypu rpynu
3B s3yBanHs (anri. Bind Group Layout) y WebGPU e oco6mmBo BakmuBuMu. ['pymoro
3B’SI3yBaHHA Ha3uWBalOTh HaOIp 00’ekTiB (Oydepum mnam’ATi, TEKCTYpU TONIO), SKi
BUKOPUCTOBYIOTHCS TIPH BUKOHAHHI OOYHCIICHh Ha TpadiuHOMY MpOIEecopl 1 CTalTh
JOCTYITHUMH Y MOMCHT BUKOHAHHS KOHBeepa. CTpYKTypa IpyIu 3B’ I3yBaHHS HE0OXiTHA
JUISL TOTO, OO IMOTIepeTHHO BU3HAYNTH TUITH JAHUX, ITUT Ta BUKOPUCTAHHS ITUX 00’ €KTIB,
10 J03BOJISIE Tpa(iYHOMY TPOIECOPY 3aBUYACHO BU3HAYUTH, SIK HAWOUIBII €()EKTUBHO

BUKOHATH 3aJJaHUN KOHBEED.
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VY KOHKpPETHOMY NPUKJIAJHOMY BHIIAJKy MOKHA CKa3aTH, IO CTPYKTypa Ipymnu
3B’A3yBaHHs BU3Ha4ae iHTepdelic 111 BXO/IIB Ta BUXOIB W epa, a TpyIa 3B’ I3yBaHHS

IpejCcTaBiisie co0010 (DAKTUYHI JIaHl, SKUMH OIlepyBaTHMe IIeHaep.

Y HaBeneHOMY HIDKYE TMPHUKIAQNI CTPYKTypa Tpyld 3B’S3yBaHHS BHU3HAYa€
HasBHICTh OyQepiB HEOOXiTHUX AJIsi OOUYMCITIOBAIBHOTO LICHAEpPY: JBOX, MPU3HAYCHUX
JIUIIIE JUTsl YU TaHHS Ta 30epiranHs iHdopmartii, Ta ogHOoro 0ydepa st 36epiranus. ['pyma
K 3B’s3yBaHHsI, BU3HAUYEHA JJIs III€] CTPYKTYpPH, 31CTaBJS€ Ti OTOJIOIICHI CYTHOCTI 13
peanbHUMU naHuMH. Y naHomy Bumanky gpuBufferFirstMatrix no mpus’si3ku (aHri.
binding) 0, gpuBufferSecondMatrix g0 npus’s3ku 1 i resultMatrixBuffer 1o nmpus’s3ku
2.

const bindGrouplayout = device.createBindGroupLayout({

entries: [

y: GPUShaderStage.COMPUTE,

buffer:

type: "read-only-storage

y: GPUShaderStage . COMPUTE,

type: "read-only-storage

GPUShader5tage . COMPUTE,

"storage"

const bindGroup = device.createBindGroup({
layout: bindGrouplayout,
entries: [
1
binding: @,
resource: {
buffer: gpuBufferFirstMatrix

Ia
1
binding: 1,
resource: {
buffer: gpuBuffersecondMatrix

s
1
binding: 2,
resource: {
puffer: resultMatrixBuffer

1Y}
Iis

Pucynok 20 Muoowcenus mampuys. CmeopeHnus epynu 38 ’s3y6anus ma ii cmpykmypu
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5.1.4 CtBOpeHHs 1IeHaepiB

Sk 3a3Havanocs panire, ;s Hanucanus meiaepis WebGPU nanae BiacHy MOBY
meiinepiB WGSL, sika nerko tpancmioetscs y SPIR-V. Hiwkde naBenenmit meitnep, sxuit
BUKOPHUCTOBY€E Oydepu, mepeaaHi paHilie y SKOCTI BXIJIHMX JaHUX SIK YaCTHHA TPyIU
3B’sI3yBaHHS, 1 peaii3oBy€ aJrOpUTM MHOXKEHHS JIBOX MAaTpHIlb. BapTo 3a3HaunTH, 110
JOCTYIl 10 pi3HUX Oy(depiB BimOyBa€eThCSA 3a TOMOMOTOK BHUKOPHCTAHHS JeKopaTopa
“@binding” 3 ingekcoM eJIeMEHTa, BAKOPUCTAHUM Ha €Tarll IPUB’I3KH ITiJ] YaC CTBOPCHHS

CTPYKTYpPH IPYIH 3B’ SI3yBaHHS.

const shaderModule = device.createShaderModule({

code: °
struct Matrix {
size : vec2f,
numbers: array<f32:,
¥
@group(®) @binding(@) var<storage, read> firstMatrix : Matrix;
@group(@) inding(1) var<storage, read> secondMatrix : Matrix;
@group(@) @binding(2) var<storage, read_write> resultMatrix : Matrix;

@compute @workgroup_size(64)

fn main(@builtin(global_invocation_id) glebal_id : wec3u) {

if (global_id.x »= u32(firstMatrix.size.x) || global_id.y »= u32(secondMatrix.size.y)) {
return;

}

resultMatrix.size = vec2(firstMatrix.size.x, secondMatrix.size.y);

let resultCell = vec2(global_id.x, global_id.y);

var result = 2.8;

for (var 1 = @u; 1 < u32(firstMatrix.size.y); 1 =1 + 1u) {
let a = ze.y);
let b = resultCell.y + 1 * u32(secondMatrix.size.y

result = result + firstMatrix.numbers[a] * secondMatrix.numbers[b];

1
I

let index = resultCell.y + resultCell.x * u32(secondMatrix.size.y);
resultMatrix.numbers[index] = result;

Pucynox 21 Muoocenns mampuys. Cmeopenns wetidepie

5.1.5 HanamryBaHHs KOHBE€epa

OO0uucoBaIbHUM KOHBEEP — 1€ 00’ €KT, SIKUM (PAKTUUHO OMUCY€E OOUUCTIOBATIBHI
onepanii. [1lo6 cTtBopuTH ¥oro, ciia Bukiukatu Meton createComputePipeline(). Bin

npuiiMae JBa apryMEeHTH: CTPYKTypy TIpyId 3B’S3yBaHHS 1 eTanm oO4MCIeHHsS (aHTJI.
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compute stage), y skoMy BKa3y€TbCs TOUKA BXO/1y 00YHMCITIOBAIBHOTO Ieiaepa (3a3Buyaii

HEo BUCTYyNae QYHKIS “Main’”) ta caMm 00YHCIIOBANBHUH TIeiaep.

const computePipeline = device.createComputePipeline({
layout: device.createPipelinelayout({
bindGroupLayouts: [bindGrouplLayout]

Il

compute: {
madule: shaderModule,
entryPoint: "main”

I3 H

Pucynox 22 Mnooicenns mampuys. CmeopenHs KoHgeepa

5.1.6 ITepenaua komanx 70 GPU

[Ticns cTBOpeHHS Tpynu 3B’si3yBaHHA 3 TpboMma OydepaMu Ta HajlalITyBaHHS
00YHCITIOBAJILHOTO KOHBEEpA HAcTaB 4ac ix BukopucratH. Criodyatky Tpeba 3amyCTHTH
KOAYBaJILHUK KOMaHj 3a jonomoror ¢yHkiii beginComputePass(), moTim nepenatu B
HBOTO KOHBeep depe3 SetPipeline(computePipeline) i rpymny 3B’s3yBaHHSs, BUKJIMKABIIH

meton setBindGroup(0, bindGroup). Inneke 0 Tyt Bignosinae inaekcy rpymu “group(0)”

y KOl enaepy.

const commandEncoder = device.createCommandEncoder();

const passEncoder = commandEncoder.beginComputePass();
passEncoder.setPipeline(computePipeline};
passEncoder.setBindGroup(®, bindGroup);

const workgroupCountX = Math.ceil(firstMatrix[8]);

const workgroupCountY = Math.ceil(secondMatrix[1]);
passEncoder.dispatchWorkgroups{workgroupCountX, workgroupCountY);
passEncoder.end();

Pucynok 23 Muoowcennus mampuys. 3anuc Komauo

[Ticns nporo tpeba ctBoputH Oydep, y skuii OyJe CKOIMiliOBaHA pe3ybTyroda
MaTpHIs, 3aBEPIINTH KOJYBAaHHS KOMaHJ 1 BIAMPABUTH iX Ha 00poOKy A0 rpadpiyHOro

nporecopa.
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const gpuReadBuffer = device.createBuffer({

size: resultMatrixBufferSize,

usage: GPUBufferUsage.COPY DST | GPUBufferUsage.MAP READ
15
commandEncoder. copyBufferToBuffer(

resultMatrixBuffer,

e,

gpuReadBuffer,

e,

resultMatrixBuffersSize

'H

const gpuCommands = commandEncoder.finish();
device.queue.submit([gpuCommands]});

Pucynox 24 Muooicenns mampuys. Bionpasienns na euxonanus 0o GPU

I, HapemTi, OTpUMAaBIIN PE3yJIbTaTH MHOXXEHHS, MOXXEMO BHBECTH OTPHUMAaHY

MaTpHUIIO Ha €KpaH.

awailt gpuReadBuffer.mapAsync(GPUMapMode.READ);
const arrayBuffer = gpuReadBuffer.getMappedRange();
const result = new Float32Array(arrayBuffer)

let formattedResult = "°
result.forkach{(item, index) =» {
if (index > 1) {
if ((index - 2} % result[l] === 8) {
formattadRasult += “<br>”

}

formattedResult += ~${item}&nbsp;”

)
const outputElement = document.getElementById('result’);
outputElement. innerHTML = formattedResult

Pucynok 25 Muooicenns mampuys. Bioobpasicenns ompumanozo pe3yiomamy

[lepeMHOXYIOUM JBI MaTpHIll, SKI 3a4aBajUCAd y KOJI B SKOCTI TECTOBUX JaHUX

paHilie, OTpUMY€EMO HACTYyITHHUM pe3yJIbTaT, IPaBUIIbHICTh AKOTO OyJia mepeBipeHa:



Matrix multiplication app

Result:

240 88 197 300 244 247 304
26593231 338 253 274 317
256 93 190 383 238 302 329
199 149 198 314 232 263 265
234 110155 225 188 173 257

Pucynok 26 Pezyromam pobomu npoepamu

5.1.7 Anani3 pe3ynbraTiB

36

Sk 3ragyBayiocs paHiie, eTMHUM pssMuM KoHkyperntom WebGPU e WebGL, tomy

JOr1YHUM Oyzie TOPIBHATH MPOJYKTUBHICTH 1 IIBUAKOMIKO MpOrpam JUisi MHOXKEHHS

MaTpHllb, SIKI MOOYAOBaHI 3 BUKOPUCTAHHSAM LMX TeXHOJOT1H. TeopeTuuHi BIAMIHHOCTI

poboTu 3 obuncIOBaIbBHUMHU 1ieinaepamMu nux aBox APl Oymu omucani y nonepeanix

po3ainax i€l kBamigikaniiHoi poOOTH, TOMY, 100 HE MOBTOPIOBATUCS, HUXKYE OyAyTh

MIPOUTIOCTPOBAHI JIUIIIE CXEMHU.

WebGL:

Data

Texture

Pixel shader
(synchrenous)

Pixels on canvas

getPixelsData
(synchronous)

Pucynok 27 Poboma 3 obuucnrosanvuumu wetdepamu y WebGL

WebGPU:

Data

Buffer

Compute shader
(asynchronous)

Buffer

Pucynok 28 Poboma 3 obuucnrosanvuumu wetioepamu y WebGPU
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Moskna nobauntu, mo WebGPU mae Ge33anepeuny mnepeary, aake:

1. V WebGPU nani MoXyTh HaacHIaTucs A0 IpadigHOro Mporecopa y BHIJISIL
OydepiB, ix HEe MOTPIOHO MTOMATKOBO KOHBEPTYBATH, SK II€ BUMAra€ThCs Y
WebGL.

2. Y WebGPU o6uncnenHs BifOyBaIOThCS aCHHXPOHHO, HE OJIOKYIOYM OCHOBHUH
NOTiK BUKOHaHHS JavaScript (e 0coOIMBO MOMITHO TIpH POOOTI 31 CKIIATHUMHU
GI3UYHUMH CUMYJISIISAMH 1 cydacHoro 3-D rpadikoro).

3. Ana mporpaMm 3  BUKOPHCTAHHSM  OOYHCIIOBAIBHUX  KOHBEEPIB 1
obuuncroBasibHUX IeiaepiB y WebGPU He € HeoOXiqHOO HAsIBHICTH eJIeMEHTA
HTMLCanvasElement na cropinii.

4. Jlns naHux, sIKi moBepTae rpadiuHuii mporecop micias oOpoOku, HE MOTPIOHO
BUKJIMKATH JIOPOTOBAPTICHY (3 TOUKHU 30py BUKOPHCTAHHS CUCTEMHHX PECYPCiB)
cuHXpoHHy (yHKIiro getPixelsData.

5. BiacyTHs HeoOXiHICTh KOHBEPTYBaTH NaHi, ki noBeprae GPU, 3 mikceniB y

HEOOXiaHMI (hopMaT I IPOJAOBKEHHS poOOTH 3 HUMH y JavaScript mporpami.

JIy1st IOpiBHSHHS NMPOAYKTUBHOCTI 1 MIBUAKOAIT Mporpama, sika Oyja HamucaHa y
nonepeanix po3aiiax Ha WebGPU, 3a3nana moaudikariii st MOKIMBOCTI MHOXKCHHS
MaTpHIlh TOBUILHUX PO3MIPHOCTEH (3 ypaxyBaHHSM MEPEBIPKU HA X KOPEKTHICTH). s
JOCSATHEHHS KpaIloi JEMOHCTpaIlii, OKpiM IBOX mporpam i3 Bukopuctanasm WebGL Tta
WebGPU, Oyna Hamucana TpeTs mporpama, ska BHKOHYBaTHME OOYHCJICHHS Ha

[EHTPaAIIbHOMY TIporiecopi. bynu oTprMaHi HaCTyIHI pe3yJIbTaTH:
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JavaScript WebGL —a—WebGPU
4500
4000
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0 5000000 10000000 15000000 20000000 25000000

—
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KinpKicTE eneMeHTIE

Pucynox 29 Iopieustns npooykmuenocmi i t8UOK0OIi pi3HUX NPOSPAM OJisk MHOJICEHHS MAMPUlb

Sk 6aunMo, mporpamMa, HalKMcaHa i3 BUKopucTaHusaM TexHosorii WebGPU, 3nauno

NepeBEPILyE 1HII NPOrPaMHU B YCIX OKa3HHUKAX.

5.2 Pobota 3 peHaepuHrom rpadiku

[I1e omHiero 3 mpooOieM, siki Bupitrye WebGPU, e moserieHHs HalmMcaHHs Iporpam
Uil BIIOOpaXkeHHs cydacHOi rpadikud Ta HaA3BMYaliHy ONTHMI3allil0 TPOLECIB 1
BUKOPHUCTAHHS CUCTEMHUX PECYPCIB, HEOOX1THUX JUTsl pOOOTH 3 HEto, Ha 00111 rpadiyHOTO

nporiecopa.

5.2.1 BigoGpaxkeHHst reoMeTpUYHUX GIryp

[Tpoctoty ¥ 3pyuHicTh poOoTu i3 BukopuctanHsMm WebGPU s Bisyamizariii
rpadiku Oy1e IpOJEMOHCTPOBAHO HA MPUKJIIAI CTBOPEHHS MTPOTPamMu JJisl BiTOOpaKeHHS

TPUBIAJIBLHOT T€OMETPUYHOI Pirypu. Yci 6a30BI MPAaKTHUHI MIAXOAW W KOHIEMIi, SKi
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OylyTh OIMHUCAHI y XO/II pO3POOKH 3aCTOCYHKY, JIETKO 3aCTOCOBYIOTHCS M /10 CKJIQIHIIINX

MIPOEKTIB.

5.2.1.1 HamamtyBaHHS CepEeIOBHIINA

€IMHOIO BIAMIHHICTIO 13 3aCTOCYHKOM JIJIsl MHOXXEHHSI MaTPHUIlh y IIbOMY BUTIAAKY
Oyne HeoOXigHicTh HagBHOCTI enementy HTMLCanvasElement wa cropinmi. Otox #oro
HEOOX1THO CTBOPUTH Ta CKOH(DIrypyBaTH KOHTEKCT, JIeTall TOTO, SIK I1e 3p0OuTH, OyII0

OIMKMCAHO y OJTHOMY 3 TOMNEPEIHIX PO3JLIIB.

5.2.1.2 CtBopenns Oydepin

Jlani BU3HAYMMO JaHi BEpUIMH, A€ 00 €qHAEMO 1H(OpMaII0, KA CTOCYEThCA 1X
KOOPJIMHAT 1 KOJIbOPIB, B OJIMH YHi(pikoBaHui Oydep. st 1bOro Crovarky iHimiaii3zyeMo

MAacCuB X 3HAYCHb.

const vertices = new Float32array([
J'.'l E.‘l

-1.8, -1.8, 8, 1, 8, 1, // nepwa eepuwnHa
-e.8, 1.e, @, 1, @, 1, &, 1, // ppyra
1.8, -1.e, @, 1, @, 8, 1, 1, f/ TpeTs

7%
14

Pucynox 30 Poboma 3 pendepuneom epaghixu. Iniyianizayis oanux eepuiun

Koxxna BepmmHa momaHa y ¢opmati (Px,Py.Pzpwl,0,b,a), ne mepmri uwotupm
3HAYCHHS — KOOPJAUHATH, 1HIII — KoJtip y popmari rgha. ITiciis mboro He0OXiJHO CTBOPUTH
JECKPUNTOPU AJisi BEpUIMHHUX OydepiB, ne OyayThb BHU3HAuU€HI MpaBuia, 3a SKUMHU

rpadiuHmii nporecop AekoayBaTuMme yHiikoBanuit 0ydep.



const vertexBuffersDescriptors = [

{
attributes: [
r

L8
shaderLocation: @,
offset: 8,
format: "float32xd”,
},//nozmuyin
{
shaderlLocation: 1,
offset: 185,
format: "float32x4”,
Y./ fkonip
1
arrayStride: 32,
stepMode: "vertex”,

1;

Pucynox 31 Poboma 3 penoepunzom epaghiku. CmeopenHs 0eCKpunmopa eepuiuHno2o bygpepa

[ HapemTi cTBOprOEMO HEOOXiTHUI Oydep:

const vertexBuffer = device.createBuffer({
size: wertices.bytelength,
usage: GPUBufferUsage.VERTEX | GPUBufferUsage.COPY_DST,
mappedAtCreation: true,
¥
new Float32Array(vertexBuffer.getMappedRange()).set(vertices);
vertexBuffer.unmap();

Pucynox 32 Poboma 3 penoepuncom epaghiku. Cmeopenns yHighikosanozo d6ygepa

40

Takox 1 OUIBIIOCTI mMporpaM 13 JUHAMIYHUMHU aHIMAIliIMH  33Ja€ThCs

JECKPUIITOP AJI PEHAEPUHTY, B KOHTEKCTI €T IPOrpaMU BiH HE € HEOOXITHUM, aJie Oy/ie

3daCTOCOBYBATHUCA Y HACTYIIHUX, OLJIBII CKJIQITHUX, TOMY HAaBCACMO IIPpUKIAI.

const renderPassDescriptor = {
colorfttachments: [

{
loadop: "clear”, // O4uuyEaTH 200PaXeHHA H3 KOXHE 23B3HTAXEHHA
clearvalue: { r: @.8, g: 8.8, b: 8.8, a: 1.8 }, // Konip, skuMm oquyyeaTu 3obpaxeHHA
storeQp: “"store™, // BUBOOWMTWM pe3yneTaT Ha eKpaH

s

Pucynok 33 Poboma 3 penoepuneom epaghixu. Cmeopents 0ecKpunmopa peHoepuHey
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5.2.1.3 Hanucaunus meiiaepis

JUis Hamoro TPUKYTHHKA BEPUIMHHUN IMISWJep 3alyCKaTUMEThCS TpUdYi, a
(parMeHTHUI — U1 KO>KHOTO TIKCesl, SKUH pO3TalllOBaHUN MIXK 33JaHUMU BEPILIMHAMH,
3a ouH Kajp (anria. frame). Kox BepmuHHOTO 1 hparMeHTHOTO MIeHACPiB MPeICTaBICHHIA

HUKYC.

const shaderModule = device.createShaderModule({
code:
struct VertexQut {
@builtin(position) position : vecd<f3z>,

@location(e) color : vecd<f3i>,
i
@vertex
fn vertex_main(@location(®) position: vecd<f32:,

.;.g_l_
@location(1) color: vecd<f32>) -> VertexOut
{

var output : VertexOut;

output.position = position;

output.color = color;

return output;

@fragment
fn fragment_main{fragData: Vertexout) -> @location(@) vecd«f3z»

T
L
return fragData.color;

Pucynox 34 Poboma 3 penoepunzcom epagiku. Cmeopennst wetioepie

5.2.1.4 HanamtyBaHHS KOHBEEpa

[licns HamucaHHSA IeHaepiB 1 CTBOPEHHsS HEOOXITHUX OydepiB, 3amuIIAIOCH

HaJallITyBaTH KOHBEEP Bi3yasli3allii:
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const pipeline = device.createRenderPipeline({
layout: "auto”,
vertex: {
module: shaderModule,
entryPoint: "vertex_main”,
buffers: vertexBuffersDescriptors,

fragment: {
module: shaderModule,
entryPoint: "fragment_main",
targets: [
{
format: presentationFormat,
.
1.

primitive: {
topology: "triangle-list”,

I

Pucynox 35 Poboma 3 penoepunzcom epagpiku. Hanawmyeanus konseepa

5.2.1.5 [lepenaya xomang no GPU

Tenep TpeOa nuire BiAIPaBUTH KOMaHIM HAa BUKOHAHHS 10 rpadivHOTO Mporecopa

Ta B1JI00pa3UTH 300paKEHHS HA €KpaHi:

function frame() {
renderPassDescriptor.colorattachments[@].view = context
.getCurrentTexture()
.createView();

const commandEncoder = device.createCommandEncoder();

const passEncoder =
commandEncoder.beginRenderPass(renderPassDescriptor);

passEncoder.setPipeline(pipeline);
passEncoder.setVertexBuffer(@, vertexBuffer);

passEncoder.draw(3);
passEncoder.end();

device.queue.submit([commandEncoder.finish()]);

requestAnimationFrame(frame);

¥

requestanimationFrame (frame);

Pucynox 36 Poboma 3 penoepuneom epagpixu. Bionpasnenus KomMano Ha 6UKOHAHHS

Pe3ynbTaT BUKOHAHHS POTPaMU:
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Pucynox 37 Pezynibmam 6uKoHaHHs npocpamu 3 8i000padiceHus npocmoi 2eomempuyHoi gieypu

5.2.1.6 YcknagHEeHHS TPOrpaMu

Matroun Bci HEOOXiTHI 3HaHHS IO POOOTI 3 KOHBEEPOM Bizyaiizarii, Oydpepamu Ta
rpadivanmu meiaepamu y WebGPU, MmoxHa cTBOpIOBaTH Mporpamiu i3 rpadikoro 0y/1b-

SIKOI CKJIAIHOCTI.

BinoGpaskeHHst pi3HOKOJIBOPOBOTO Ky0a, KMl 00epTaeThCcsi HABKOJIO CBOET OCI:

Pucynoxk 38 Ipuxnao npoecpamu no pobomi 3 epagixoro y WebGPU. Ky6.
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JlexinbpKa Takux KyOiB:

Pucynox 39 Ilpuxnao npoepamu no pobomi 3 epaghikoro y WebGPU. Habip kybie

HaxnaganHsa cTOPOHHBOI TEKCTYpH:

Pucynox 40 Ipuxnao npoecpamu no pobomi 3 epagixoro y WebGPU. Ky6 3 HakiadanHuam meKcmypu.

VYci mi mporpamu OyJii CTBOPEH1 Ha OCHOB1 TOTIEPEIHBRO OMUCAHOI i TIO0 KUTBKOCTI
HAIKMCAHOTO KOAY HE TMEPEBHIIYIOTh HABITh TPHOXCOT CTPIUOK, IO IIE Pa3 TOBOIMTH

npocroty i komnakTHicTh WebGPU.
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5.2.2 Ornsip icHyrouux 0107110TeK

Hespakatoun Ha Te, mo WebGPU nyke Monoza i1 Bce Ime eKcriepuMeHTalIbHa
TEXHOJIOTis, BCce OiNbllle BEIMKUX KOMIIAHIM ToYanW 3BepTaTh Ha Hei ysary. Tak,
Hanpukian, minrpumka WebGPU yxke 3’sBumacs y Babylon.js. Babylon.js — me
Oe3KoIITOBHUI pymIil (aHria. engine) mis podotu i3 cydacHowo 3-D rpadikoio y
BeOOpay3epi. Bin Hajgae Hag3BUUYailHO MIMPOKUN I1HCTpyMEHTapid ans poboTu 31
ckiaagauMu  3D-crienamu 13 BHCOKOsIKICHOIO Tpadikoro, aynio Ta (isukoro. bararo

GyHKII1M MOXHA PO3IIMPUTH 32 JOTOMOTOIO IJIATTHIB Ta JOJaTKOBUX MOIYJIIB.

Ha ocnosi Babylon.js y noexnanni 3 WebGPU yxe ctBopeni moBHotinHi 3-D
BIJICOITpH, SIKI MPAIIOIOTh y BeOOpay3epl, He MOCTYNAUUCh Y CBOIM MPOIYKTUBHOCTI
TpaJuLIHHUM, PO3POOJIEHUM JUIsl BCTAHOBJIEHHS Ha KOMIT 10Tep. binblie Toro, oCKiIbKu
panime Babylon.js macoBo BukopucroByBaB WebGL uepes BincyTHICTh anbTepHATUBH,
fioro po3poOHMKM momikiIyBaiucs mpo Jerkuii mepexim 3 WebGL na WebGPU,
3a0e3MeUnBIIH 3BOPOTHY cyMicHicTh (aHri1. Backwards Compatibility). /{ns mporo y ko
porpamMu, sika BUKOPUCTOBY€ LEW pyIIiid, CJIi BCbOrO JIMIIE 3aMIHUTH HOTro
1HIIIAI13a1[0 HA!

const engine = new BABYLOMN.WsbGPUEngine(canvas);
await engine.inithAsync();

Pucynoxk 41 Iniyianizayis pywis Babylon.js i3 suxopucmannsm WebGPU

IIle omumm sickpaBuM mnpukiaagom nepeBaru WebGPU nag WebGL € Ttecr
POIYKTUBHOCTI Ta MBUAKOALT IuX 1Box API, 3arpononoBanuii caMuMu po3poOHUKaMuU
Babylon.js. Bapto 3a3naunT, 1110 IPUCTPIi, AKUH BUKOPHUCTOBYBABCS ITi]T YaC HAMCAHHSI

i€l kBauigikamiinoi podotu, mae Bineokapty NVIDIA GeForce GTX 1050 Ti.

Y upomy tecti, npu Bukopuctanni WebGL, gacrora kaapis Tpumanacs Ha piBHi 7-

13 kanpiB B cexkyHay (anri. Frames Per Second a6o FPS).
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(o] babylon.js 9 fps - 8110 CPU ms

Pucynok 42 Tecm npooykmusnocmi WebGL

WebGPU x moka3aB 3Ha4HO Kpallli pe3yJIbTaTH, IPOJIEMOHCTPYBABIIH CTa01IbHI

42-45 xaapiB B CEKYHIY:

WebGPU 43 fps - 0.30 CPU ms

Pucynox 43 Tecm npodykmuenocmi WebGPU
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Oxpim Babylon.js, € i ixmi pymiii, 6i0aioTeku Ta GpeHMBOPKH, SIKi MOYMHAIOThH
HiATPpUMYBaTH W aKTHBHO BHKOpHCTOBYBaTH TexHonoriro WebGPU, sk-ot: Three.js,

Dawn, wgpu, Use.GPU Ta 6ararto iHmmux. IX KiTbKicTh HEBIIMHHO 3pOCTAE.

5.3 BukopucranHs y cepi MalllMHHOTO HaBYaHHS

[TpoTsiroM ocTaHHIX POKiB c(epa MAIIMHHOTO HAaBYAaHHA 3a3Hala HEOAuEHOTO
PO3BUTKY M HapeluTi OTpuMaia 3acily’KeHY yBary IyOJiiKM W BCECBITHE 3aXOIUICHHS.
Otox Bukopuctanus WebGPU came y it cdepi € omHUM 13 HAHOUTBIIT TePCIIEKTUBHUX
BEKTOPIB po3BUTKY. OJJHIMU 3 NIEPIINX HAJ UM 3amMucamiics po3poonuku Web Stable

Diffusion.

Opurinaneaa Stable Diffusion — 1e Moxenar TIHOOKOrO HaBYaHHS IS
NEPETBOPEHHS TEKCTY B 300pakeHHsl, BumyieHa B 2022 poii. BoHa BUKOpUCTOBYETHCS
JUIS. CTBOPEHHS JIeTalIbHUX 300pakKeHb Ha OCHOBI TeKCTOBHX omuciB. ITomiOH1 Mozmeni
3a3BMYAil Jy>K€ BEJIHKI 1 MOTPEOYIOTh Ba)XXKMX OOYHMCIICHb, a 1€ O3Hayae, 10 MpH
po3po0IIi, CKaXiMO, BIIACHMX BE03aCTOCYHKIB, B3a€EMOisS 3 I[HMH MOJICISIMHU
peani3oByBaTUMETHCSA MIJITXOM HaJICHIIAHHSA 3aIUTIB JI0 BIIJIaJICHOTO CEPBEPA, HA YUEMY
rpadiuHOMy Tmporecopl 1 BiAOyBaTUMYThCA BCl HEOOXIiIHI oOuuciieHHd. KpiMm Toro,
OUTBIIICTh POOOYMX HABAHTAXEHb MAalOTh BUKOHYBATHUCS HA TMEBHOMY THUII TpadiyHUX

MPOLIECOPIB, € BKE TOCTYIHI MOMYJISIpHI PpEeMBOPKH JIJIs1 MAIIMHHOTO HABYaHHS.

Web Stable Diffusion pagukansno 1ie 3mintoe. lleii nmpoekt nepeHocuts Stable
Diffusion mozerni 1o Be66paysepis. HMoro ifest momsrae B ToMy, 110 BCe IPALIOE BCEPEIHHI
Opay3epa 06e3 OyIb-KOTO CTOPOHHBOTO cepBepa. PO3poOHHMKH IIHOTO 3aCTOCYHKY
MEePEHOCATh OUIBIIICTh CKJIAJHUX OOUYMCIICHh Ha Oik kiieHTa. Lle mo3BoJisie 1CTOTHO
CKOHOMHUTH Ha YTPUMYBaHHI cepBepHOi 1HMPACTPYKTYpH, a TaKOX IOKpAILy€e

NEpPCOHANI3AIlI0 Ta pIiBEHb 3aXHCTy KOH(IAEHIIHHOCTI KIi€HTa. BpaxoByroun
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MIJIBUIIICHHS MOTYXXHOCTEH MEPCOHAIIBHUX MPUCTPOIB KOPUCTYBAUIB, K€ B1AOYBAEThCS
MaJio HE eKCIIOHEHIIIHO, MOMIOHUI pO3MoAlT 00paXxyHKIB 13 CEpBEPHOT HA KIIEHTCHKY
yacTUHY Mae HeaOusikuii ceHc. OgHUM 13 cnocoOiB peanidyBaTu Iie MIir 6u OyTu
KIIEHTCHKUN HACTIIBHUM 3aCTOCYHOK, ajle 4d He Kpaimie Oyyno Ou MpoCTO BIAKPHUTH
BKJIaJIKy Opay3epa 1 modyaTH mparfoBat i3 Mojeuto? Came 11e 1 pealtizyBasid po3poOHUKH
Web Stable Diffusion, Buxopucrabum WebGPU. Yxke 3apa3 g0CcTyIHa AeMOBEPCis [IbOTO

npoekty 3a nocwianasM https://mlc.ai/web-stable-diffusion/. Kaptuaka 3a TeKCTOBHM

3anuToM “‘Kremlin burning in flames” Oyna 3renepoBaHna 3a 82 CeKyH]IU:

Demo

nput prompt | Kremiin burning in flames

Negative prompt (optional) I |

Select scheduler -| Multi-step DPM Solver (20 steps) v|

Render intermediate steps (may slow down execution) [ No b4

nitialize GPU device: WebGPU - NVIDIA GeForce GTX 1050 Ti
Generating ... at stage vae, 82 secs elapsed

Generate

Pucynox 44 Ilpuxnao pobomu Web Stable Diffusion


https://mlc.ai/web-stable-diffusion/
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BHUCHOBKH

VY xoni miei kBamdikamiinoi podorn Oyno mocmimkeHo WebGPU, HoBiTHIO i
NEPCIEKTUBHY BEOTEXHOJIOTIIO JUIsl BAKOPUCTAHHS MOTY>KHOCTEHN TpadiuHOro mpouecopy
y BeOOpay3epi, ONMHUCAHO W IPOAHATI30BAHO OCHOBHI OCOOJMBOCTI, MEPCHEKTUBU 1
nmepeBard I[bhOr0 MPUKIATHOTO MPOrpaMHOro IHTEpdeiicy, a TakKoXk CTBOPEHO
JIEMOHCTpAILIIfHI 3aCTOCYHKH, J€ I[0Ka3aHO Ha peajbHUX MpHUKIafax 3pYydYHICTh U
epextuBHicTh WebGPU y pennmepunry rpadiku Ta OOYHCIEHHSIX 3arajllbHOTO

NPU3HAYEHHS Ha TpadiyHuX IpoLecopax.

VY nopiBHsHHI 31 ¢cBOIM npsimMuM KoHKypeHToM, WebGL, WebGPU e mpocTimunm,
JCTIIAM JUISL PO3yMiHHS Ta 3Ha4yHO edektuBHimmM. Ha Bimminy Bigx WebGL, BiH
NIATPUMYE yCl HOBITHI (DyHKIIi, MPEICTaBICHI B OCHOBHUX cy4yacHUX rpagpiunux API,
Hanpukian ocraHHix Bepcisx DirectX, Vulkan gu Metal, ta npuHocuTs ycix ixHi
HalKpalll NpakTUKA Ta MIAXOAW 10 poOOTHM 3 TpadiuHUM MPOLECOPOM Yy LAPUHY
BeOTexHOOTIH. binbiie Toro, okpiM 3Bu4HOTO peHnepunry rpadiku, WebGPU nHanae
HEHWMOBIPHI MOMJIMBOCTI JIJIsI OpraHi3allii 00uncieHb 3arajibHoro npusHadyenus na GPU,

10 MAKCUMYMY BUKOPHCTOBYIKOYHM BUCOKONAPAIEIBbHY IPUPOAY LHUX ITPUCTPOIB.

bepyuu 110 yBaru 3py4HiCTh 3aCTOCYBaHHS, IIAJICHY MPOAYKTUBHICTH 1 IIBUIKOIIO,
MOJKHa CMUIMBO CTBeppKyBaTH, 10 WebGPU HeonMiHHO cTaHe HOBMM BEOCTaHIApPTOM

Ta COPUYMHHUTH CIPABKHIO PEBOJIIOLIIO B IHAYCTPII.
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