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State of the arts and future of GPU computing

Kazunori Miyata, Masafumi Takahashi?, and Atsushi Kuroda®
Center for Knowledge Science, Japan Advanced Institute of Science and Technology
2 School of Knowledge Science, Japan Advanced Institute of Science and Technology
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Abstract The roles which PC's graphic boards play are accelerating year after year, and it is shifting to the
calculation environment based on GPUs gradually from the calculation environment based on CPUs. After
the programming environments for GPU functions are established, the researches which are considering
GPU as a parallel computer, not only as a coprocessor of CPU for graphic processing, are activating. This
paper describes what become possible by GPU computing, and what will be expectable from now on, giving
concrete examples.
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PLED X H 7, GPUD/N— R =7 & LCOMSER EIE
MY TR, TalI<wINy o—AR0  c—F 4
SRBIC LD, GPUDFFOIRER 7 1 7T A CRIHTE D88
LS. 260 GPU ZH 0 %< BB BIRC
ML LI=Z L2k, GPUET T T ¢ v 7 WBEE D CPU
D7 vt oL LT Tl WEHEL=
k& UTUSHT 2EERL L TS,

AGRCTIL, 1T U DIT GPU DBl -\ TR L,
DDNTC GPU 2 B a—T ¢ 7 CARIREE 720, &
B ED XD IRBPIFFCX 0%, BRI 22T
IR BIRARD,

2. TulS5<I Ny 2—FITONT

BN GPU &9 AFROME o4 L7 NVIDIA £1:0 GeForce
256 (1999 4E553%) T, TEAUSEAEARHACTE sUH LD T A
T4 T OREEETERRE A 7T A T T T
HHED GPU OT—X7 7 T |ZBWT, ZOMTF7A
B TREAE T 0 7 IV JRREICTH 2 LT, 3DCG
DER TSR 7 =7 NfiT 5 Z L3 EEIC /e -
To. 2L T I NOT 0T 3 TR kRER,
TRTTwT N H LS, RSy e —
X, $ERIFTITA Tt Uk L &
U TTENY TIAA LATHEETE, @RI
LB ETHF =LA BT 0T 4 TV AT DERINES
DT EMAREIC o7,

213D V57 4 v 7 AONERDF
IZUODIZ, — 8972 3D 7T 7 ¢ 7 ZADONFDFEN A
X 1T SEPEOUERNFIILL T O LY THDH[1].
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BUED GPU D/~ FTA B TFusT 2 v/ afferR
oy, TESETCORMEEIT D Vertex Shader (Vertex
Program & HFFHIND. LATF, THET =—X EFRT) &,
v 7 B /VEN CTOEEATT 9 Pixel Shader (Fragment
Shader, ¥ L < 1% Fragment Program & HFEIN5. LT,
v e —H L) D 20030 5.

TSRy =—21L, 7 T T A @D TERT — X TR L
T, FAEEHSCTH RN DT A T 1 770 EOFEAAT
IV —HThDH. LT, [HRIEDT I AT v %
ECTHRE VR E DT — 4 %, By =— T

V7N e —H T, THRY = — X OB, o9
D ETOY 7 VBN ONBEEITY . Bz, 77
AF <y B T OFERLE DT OfEE: 8 A Filkd
5. Flo, B8 —HTHE, TL—bRy T 7
OT—=ZHNLINT Y, RE Ny T 7RAT iRy
T 7 ~OT—H NI FHETH Y, AT OB
EIZHWONL G b5 5.

23 V=T 4 VSR

GPU MNTa T T~ T NI T T4 8 LT %7)
1L, TarTLaEEE LT IEEEMIENT
Ve, LinL, 7' 7 755EF Direct3D KX OpenGL 72
ED 3D APT & VTS BIREZIIBIGAD N =D,
TRV T T ERBIIODLERT T T T NETENKRE S
b9 oT.

BHID GPU 7T v T DOEREETHD C for
Graphics (Cg) [2] DIERKRAS, NVIDIA #>5 2002 4R
U —2EZ37=. 2003 FE21E, Microsoft #1723 DirectX 9. 0
DY Y —RKHZ, NVIDIA & BA¥l## /1% L7z Direct3D Ho
v x—F 4 VI EFETH D, HighLevel Shader Language

(HLSL) [3] ZF&3L7=. OpenGL Tb, 2003 FFEITIEHES
NIz 3—2 3 2 15128V, EifkS 357 OpenGL Shading
Language (GLSL)  [4] 2MEHEAARITRE 0 IAF 7z,

R0 7T ASREOREICIE, GPU A—H=° 3D APT
O LFAADFE L CODEENZD, KR ED
LR B, WK ODDIRREN SN TN, BilZ0Z,
Stanford K %% @ Stanford Real-Time Programmable
Shading Project[5]=° Brook[6, 7], Waterloo X Sh
(8,917 EAEETF BALD. Brook 12 GPUE 257 1w 27 [
Do~— R &R S 72 WO 72 375155 (stream
processor) & L CH 2D X 91T CHEN—RIZEEE S
TV, ShTiE, 3D APT TR b Sy =—T 1 >
JEFEL LT, CHO STLIEtE B I =5
NS = C i Ao N AV

L CHTrmss o a1 S BN o fE S PURI 7 — o L =
VR LE, T T L= T4 7T & LTHALSTV RS E LD b0
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24 3= —X B3RS
Cg, HLSL, GLSL 72 EDFHE/R Y = —T 4 L T S7E

1%, 3D

APT D7 /T Aa— R LI L GR35 Z &3 T
x5, Lo, 7V r— a9 UERERC, Ta
T LA TSI = — A HERE O SHE TE 57
D, BHFEORERNM 5.

(b) Render Monkey >4 EIiai
2 =—FBEREDmtE BHFEREDF]

o — A RERED A B CRHTE T & DA THFEREENS,
GPU A—N7p EMBIE S CNA.  filZ0E, NVIDIA £
D FX Composer [10], ATI 0 Render Monkey™[11]72&
DT BND. TNTNNT 0T T BIA DB 5,

TTF AN T, Ba—UETEHRIA %
T U T 4 TIABSsERE L 725D, FX Composer
ILHLSL D&% 2 —4 MZL, a—T 4 V7 INEMRE
7-VEV T2 > TuA. —5, Render Monkey™ 1%, Z55re
UV —2OFAB I, ~ /LT RAD Y = — L RER O
72 PN GUT R—A TR TE D, X 2 ([ZZFNENO
VeI 289

3G VT R =TICRBWCY, Ye—T (T S5E

PIR—F L TWBEDONRE. FilzlE, Softimage XSI
23D Studio MAX I, YV 7 /H A LD 3DCG 7Y or—
va v (FEZarEa—Hr—2L) OBIFEIIEDT-DIZ

Cg PHLSL ZHav— F L T4, E72, MAYA IZBW\ T,

NVIDIA A% CgFX &V =S = —ZREREDfREE L Lo &

==H.
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V7R a B HI%EE12] %, Microsoft fL3—= 7 =
IR ANMERZEA L COL XY 7 2BETE
LiEE, TNWENT 774 L LTEEL TG, o
NHOBEREIY, = — B E SR THENI LD b,
T—T 4 A NBY=—T 4 VTR EARGET HERA W
DERVE D & 725 TUND.

25 L x—F 4 VI EEEOREE

Yx—F 4 VT SFET, 3D API OZEENIEEDL A&
il cE 2 L9, SEIERREIEN STV D,
T7pbb, V—FOFTHHIEBIT S, N—RKU=T Z
Ny 77 IeED3D TT 7 4 v 7 ~— R = T HReOFH
YaEx, Vx—F 77 A WNTHDIAT e Z ENTX S,
iz 1%, NVIDIA #£:0 CgFX, Microsoft £ CIZFX 7 7 A1 /L
CHIND A X T 7 AN T —~< v "RFETF 5. &
512 DirectX 9. 0 0 2004 FEENA—T 5 AZBNWTL, T
PV =g UETCDOTT =27 v T A ND—A LA
IR T LINTE D LT H7b0itl ke LT,
DirectX Standard Annotations and Semantics (DXSAS)
DRI TNWD. DR, v=—X7a s 7 L0
3D APT {IBZITEDESY, v =—F T =7 FOfE
HZBIh TR UBANE. 2L, T4 MOH AT
72 8 OFEYE 2R T A= 3% DY =—F T T =7 b
THWOILA. LIER->T, BPEE Z LI b2
KNI D &, Ta s T AOFHEREN D L 70D,
DXSAS T3, e~ T ¢ 7 A HWTERSSA 7 V=
7 NOIGADERNAFLR L, HHET )T —a
T, EOITHREWEA LR T A L olcshTnag. o
UZKY, v=—FNTHHT LA 7V =7 hD
FERESOBEEIZ AT — L CGol 2% 2 L ASAREIC R 5.

— T BTNT—H T p—<y heve—HT 7 AL
EEAEODIT DB BT TS, BIIZIE, SCEA #D
XMLIERDET INT —F 7 —~ v FTd% COLLADA[13]
TlE, Cg 1.2 DY R— FAMERTHEASA T TS,
TNy e—FOfEES LT, Microsoft ££T
1%, PF3k D Direct3D & = 2z 5 Windows Graphics
Foundation (WGF) |ZBWTC, BIEDIERY =—& L
T = —FORNZ, Geometry Shader (CATF, A4 A b
V=X ERT) LMD, By o—X T s
TIVIDT 2 A REEANTHZeHTF U ALT

5. ZZT, VAA M) v=—HT, TERY =—F DI
PRI SN D N L CTAAAT 5 7o ODRERE A7
2.

PLERA~=E 51, v o—F 5B, oS ESE R
V=T 4 VI ERRRICT BT a T I T ERE
EWVVHRLESIT D, 3DCG 77 r—3 3 DD A
BT 7 ANT H—< > hCHT DI 5 &5

A9,
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3. $EK$5 GPU ODjis st

—W72 GPU DIELE, PC ZA8RKT 2%/ S DH T
EA7fIE SIS D, OB R =y b
725 CWND. fERIE, CPU DS FHRL AT O T2h D=
=y FELTHREL TV LL, 2 ETOR~Z L 91T,
GPU DFFOIRER 7 11 7 TR FTRBIC 2o 72 Z &1
X0, GPU 1L CPU (Zf o BB IR TR rTREZRINLH A > OmE
Rt =y N LOEHESND K9 IT72 s TE T

Burographics2004 OF =— MU T/t g3 /42T
NVIDIA #t0> Harris I3, 3GHz 0 Pent iumd 758834 I 6GFLOPS
DFFEMRETIH D DITKE LT, GeFORCE FX 5900 (32
20GFLOPS, GeFORCE 6800 Ultra "ClE3%H| 40GFLOPS T 25
LFRE LT T, o=y M LTHTY, CPU
TUERRT DT o~ VAT D Z LD, BPUE S
T 7 4 v 7 ALSOIH BHNERT D IS8 A Y
0 BHETWD, BIZE, 2004 D 8 HIZiE, ACM
Workshop on General Purpose Computing on Graphics
GP2) [14] »BAfESAL, 7=, GPGPU [15]
EWVIAFRD T 4 —F AHFEL TS, AETHE, W
< OO ERI 5% 24T 7205 5, GPU LA B AZIEH
L7z ifla i~ 5.

Processors

3. 1 g

GPUDT T T 4 7 ALSA~DIGHE LTI, 7, E
7Yy = —Z e R F O BGRB8 T
N5, BB IEEZEREACITH bong<, 2L,
v vy = — ZEEREONFIER & OFEAVED E. A
LT T 4 VBRI L TR AR & OREUEN 7 R
BT, v =—T 1 TSmO T s 7107
THIERRETH 5.

(a) AJJimf% d. |
(©) A BETITAT VAT IA~DIH
HEIZEFAMEDCGaL TV 2R

X3 GPU (zk5Eifgu

() B

FHOIL, 0L, BGOSR O 2
GPU BTV, Zomndb ARt L7216, 17]. ZOFE
T, A GPU CRURRTREZR T 7 AT ¢ 7 — & | LM
%, UL = — 2 HRER FAU VT, ROB Fa G Lia'h
KEOJAOZE AL, 52 b BE ChlGsE R
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LTS, Z 0—HORER % OPU 35 K ONGPU T T,
Z O A FHI 7=, Pentium 4 3. 0GHz (T 77 / &
T %fHR), RAM 1GB, RADEON 9800 XT 256MB % &k L 7=
Windows PC CIERZAT 7R, CPU OLUHEEERE )N 38 [H]
SR LT, GPUITX 148 /b d, 4T EDEnadykhsds
BRTEHZ LamER Lz, X 3 (g of| L, A
BT DT 4 TYVART DADISB R T

—75, Yang 1%, GPU &IV T AT LATIG S U 7V
S A DTS ARRT D FHEEBFE L2 [18]. #2513,
BIp DI A Rk % SSD a5 AW D~ 5
Y THBRI LT, GPU DR w7~y TR A I L
bE1T-72.

F77, Jahshaka [19] &WHAFHOETFAHRE - ©54
T =) MBUNIET 24— =27y b
bb. ZoTaY=y "bIE, GPUDKSRERTEN LY
TNEADDETHTT =/ =V A STV,

32 EFENIR

U T ILEA DTOFFENE, DSP 2= WS Z
EMBUD, BT DSP &= b r—/L9 5 APT 13TA
SN TELT, MAOY Y RRERE TS Z 81X
REECH 5. —J7, GPUDE S By = — e T
HZET, DSPICHh D ) TIVE A L TOEFEEE GPU
TRIR, SESERY U RAROBFEA AREIC 22

input sound

v

N\ WWWY

sub-band #1 sub-band #2

WY Wl

sub-band #3 sub-band #4
le
sound texture
K4 GPUIZXAEHER
GPU % FH V=B B LY, WG ST — 4 &7
I AT X T —H I L CTHERAEAT 9 B0\, 4
WORT LI, T, ATIERZ 4 58 (B 20%, 1000z,
—2000Hz, —6000Hz, —22000Hz) \Z430F 5. ZF0fk, 548
T256 ERICETAL L, 77 AF ¥ D4 F ¥ L 1/ (RGBA)
WK D, ZOX TS NIZT I ATF ¥ T —HIZ
LT, BIzIE, T AFT—HER =) o TT D
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BionicFXf[20] TiE, Audio Video Exchange (AVEX) & IR

ITNAEEHNT, TUOAND—FT 4 AT — R 55
T4 I T, SESF AT 4 AR E

TT7 47— R ETITH 2 EEAREIC LT, 20054001

AL, UA=7%0% GRESR) 23t o7 o 240

HAEGPULETITONSTE S A VT F O ASNAHFET

HD. ZIUTEY, A= R—RARK T LI ED

SFEIERELEGPUCHIIT 2 Z EFREIZRY, J2—

oI =TI TR, BT TDTa—, F—
LI E~DOEA DG TE 5.

33 UTNHA AL Ial— gy

331 JiAfET

Harris (%, Stam OEEG[21 NSO AMETO U 7
NAA LY 2 b—a % GPU TERELZ[22]. Zo
FETHE, TR =7 OFREROMRCES « T 7
ForvaiEEICHL, RHEE TS A& OLEEIC
FRNTWA. X 5123 o b—3 3 LGRS
ZoRd. ZOFITIE, 512x512 OEEY A AT GeForce FX
5950 Ultra (256MB) AV NTEY,  75FPS LA LoodtiH
BT I al—ig L LTNWA.

5 WARDUT NEA LY Ial—ay

332 JBIREIEDY R 21— g

James 5%, GPU Z A2 U T4 A A CTORMROLE
VIalb—a V2] EREL TS, ZOFETIE
BRI 5 B — 2 VIRRENET 2 & 50 TDITUVY,

2 VST &3 Virtual Studio Technology I, Steinberg #H( R )7 MEE
THDIM DIt M ThD. ZORKISHSE LTI=7T7 74 w2 fnd
ZLT SFESFERT T MROIF LT EITRD.
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KE— NICBIT DTER T & OZJE &% Dynamic Response
Texture (DyRT) &FEST—4 & L TRDTISL. ZD DyRT
AR =—4 THY, BIROEWEIZEE S eI %
FULEZE ) TV A KTREL TN,

333 XA IV AEIGA LI2T 7 AF v Ak,

Harris i, SFEEERLAFI 7 RATRLTGOPU %
ANCERICY R 21—y a VT HEZHRIEL WD
[24]. ZOFETHE, Bt — b~ b EELE
Coupled Map Lattice (CML)ZFVNTC, BfSd& D& A
F I RAEFHELTWA, ZOHBEIZBWT, B 1H
% GPU D —H /L AEYNOE 7 B/UCKHESE, £A
ToTDYIal—varEE I —ZE T
FEE %, ZAUC LY, ReactionDiffusion 727 AF
RMEDBIE DY 2T NI ab—a BT
WAL LTERTELZ EARE L TN,

Z D> GPU DISHFIE LT, Govindaraju H1%, GPU
DI T T A AP, WHIEE, SIMD 4RE, ~2 ML
R EOREZIENL, T —F = 2O EE b
{ToTnB[25]. F77, LA FL— 7 [26]°T7 U4
T LRI EDLFY TR, arEa—X
BV a (28]~ GPU DB b S ST 5.

34 GPU DIFFINL,

PERITORY 22— LT 7 1 7 ZEHEIFEANE, KB
R 2— A7 —X ORI tE, VTV A LT
FIT4TDH PC 7 T ARNR—ADT AT LA FFE L7-[29].
ZDOVATNIRY 2—LT T T 4 v T AT TAZ (VG
7 FAR) LT, WEHE LTz GPU TR SIAEY
Eifg7, 7L — NEEEE T HOTEREIRIZT 5. V6
I IAR NS Z LT, BiERE I ab—ra R
3T B ERD Esi/ 2 ER S TRE & 72 5.

—J7 Stony Brook K0 Fan B, GPU 7 T AZ Ik 5
BRI R A T 72 [30]. i D1E, GPU 7 7 A X %4
81T, Lattice Boltzmann Model (LBM) 7% AV N7=3ifs
Vial—va rEWINBEEL, —a—I—J DX A A
ARAT TN D RKIGIE DO I =2 L— =
Y EFToT-. GPU & 30 BT, 480 x 400 x 80
A XD LB % 1 27 v 70.31 FTHETE, BEFED PC
JTALD A 6 (FFRREDHEL 72D Z L ZRER LTz,
*72, NVIDIA to~/LF GPU #k D7 —%7 7 F+ T
&5 SLI(Scalable Link Interface) [31]TlZ, &#o
GPU ZBEH A > & 7 = A A THERE L, RO ARYHAM T
2%, SLL IZ U TIUREA 2 7 = A AT D PCI
Express (2% L=t Cdh 5. PCI Express x16 DK
HRDSHRE Y AGB/ RV T DT, BUED T T 7 4 v 7 J1—
ROBEGHRFECTdh 5 AGP 8x DI 2 f5DERERE ) A RF>
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LTy, X0EdER ST T 4w T — R DESEDNFRE
12725, SLL 60 GPU Z W% Z & T, {&fMi#s T GPU
P— BT 5 2 L B A[RETH 5.

4, =YL L F—T = ZADEH

BHEOa L Ea—FDa—W A 2 —T oA 20T

K& 2DUTDOITFT, LFX—AD (Ul (Character User
Interface) &, 777 4 v 7 ~_—2Z® GUI(Graphical
User Interface) Néh5. #iD/ *—VF)Lar Ba—F
RCUNIX T, AFE D CUL DEICHW LI TE 72, 20,

1984 4E| T8 7= Macintosh @ GUI OfENc L, ——
WA B =T A A0 GQUI AEDNER L=, ZAUZEEND,

777 47 EEEICEERICHET 57 72T L— 21
BEEFFOT T 7 4 v 0T TINEEOEG T D Z LT,

41 GUIL b — Ry =TT o ETL—L 3y

TT7 497 ADT 78T L—2ERENTR OGS, B
Z AT B 1A 5 720 CH IR & T
Z CPU THHAL, ZORRETITET A AE VITiGE
L2 uE7e 5720, Lo T, AT LSRR CPU
~OBEHIIZRIR LD LR, AL—RTp GUT 23254
Rl il AR

BED D TT77 47 ADT 787 L—4REL LT
I, EARCHER ORI, HEH 5 FEAINNOIEFIR
WERCHZ 7 U v ¥ JE, miE OB RN OmiFE
F—HEEHERETH S BitBlt, N— R =7 — /L
BER EDNETOND (1], ZnHoREE — R =T L
~AYULTHIES 2 2 LI k0, CPUICARTZ N TR L—R
7R 2 — X OEERTTREIC R > TN .

42 GPUZIE LIca—P A v B —T = f A~
Macintosh DFEND 20 FX D, /~N— R =7 OMHE
DS b L 7= DIt L, GUL OFEAR 2= 7 |
IHFZEAEE L TELT, ZOMRERIIETE LT
WIMP (Window, Icon, Menu, Pointer) OEF TH5.
BIEFE L 72> TD UL, BIFEIAR DT A kv
DAZT 7% 2D DITT 4y 7 ATREL TS, GPU
ZEH U CREABUZ 3D (L, BIFERZ L0 U 7 mc
B2 ClE, =Y 7 OBEhb—Y A
H—T 2 A AHYETDH O LT

SN #0” Project Looking Glass” [32]7ClE, JAVAM
HAIMZEEDN 3 YotV 1 v R BREEOMEA D T
5. Project Looking Glass TI¥, 3 Yotz R L7
BUTEOEIE, BHEOERBEZMNY U1 FUBMEIC XK
0, TV r—y g Rear g Y el oshsRifC
I L Z L AHEL CQWA.

—J5 Microsoft £ ClL, ¥HI0S @ “Longhorn” [33] T
DT VBT —va b T VAT A ThD “Avalon” 12
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BT, GPU BRI L7z Direct3D ~<—AD2—H 1
VB —T A ADERAERATCNA. DirectdD ~—R|Z
GUI ZMEEES LD Z & T, 1k 2D D GUT & 3DCG RHhiH]
REDAT 4 TIESND., £, BOLIRTFA B
FoRT D “ClearType” OXERHEENAEL, V4 R
VEAED DPL \ZAr—) 7 LY, ZOFHBREL
FLTIFRSEDZ EH BRI D, L, Avalon D
KOBHSIE, XML ~—Z XAML (eXtensible Application
Markup Language) ZfVNC, 77U r—r 3Dy
TNA L BE—T 2 A NAZA XTEHT LIZHD.
T7pbb, EVaT A L H—T A A% XAL TTEFL
a7 LR HRBIIERD T v 7T ha— R Citih 5,
EWOIT Y r— g COREEE ATREICT A, UK
0, 77V = arOa—WA ¥ —T A ATHA
UL VEHICRY, ~—0 T v ERECE D WEB T'm
TIIvTETIVE, a o TEFLE LIERO T
077 I TETAPIGRIZAND & STV,

4.3 HEHHHAD GPU DR

TER, HEHRROEDIAI GPU 1L, 2D DTT T 4 v
B2, MPEG/JPEG D7 1 —ZHEREA ST RF O A T
T7at vl LTOMBESIT Thot-. L, WS
OHERR ECEWET 2 20T ) TAZ A WTO
DT TT 47 ANEMEND K DI, PCAAOH
[HUHERE N EER SHLD K 91T o T,

ATT #:2>51% IMAGEON™2300, NVIDIA #3513 GoForce3D
4500 DMEZHER SIVTND. FT2, BitBoys #E[34]7°05
13, G40 72 EDVER ZNTNAD. ZILH D GPU IR LTI,
OpenGL ES (Embedded Systems), Direct3D Mobile, M3G
(JAVA @ 3D API, mobile 3D graphics API for J2ME) 73
ED APT AW BILA.

EERANAR, FHCHEERERRICIIT 2 3D 7T 7 1 > 7 OF]
HEML, BT 37 —AEN0 TR, ~7ur7 47
0 Shockwave ZFIH L7= AT 4 7V wF72 WEB 1 b
OHERE, 22—V, L H—T = f ADEMNED, 5
HB—JEEELRDLTHAD.

5 %&®

B, HEEAED, PDA, BT A — LR PC ICE
% & LW DHIFMIRAIZ GPU SRS TN D, ZofE)X
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