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Jetson TK1 ZH W72 L %) 7
Physical Rendering by using Jetson TK1

R OR X

1. 3U®IC

SIKILCGIZBIFRYHL V7)) v 7 e wv ) 2RTIHGARTFAME, VA1 - b= 07
e EOFAMA SO L2 0T, BHEMBOEG LIFTIZHEEO WY Z RO Mm% A3
HZEEHMELTVS, 2072012, BEHO1HEET LI, L FE TMEE S LE)
HbHo MAT, MANIEEI NG A X T EHEE TOMD, WEO KGRI % & oW
BT HHRD M EGELLENH L, T2, FVF VT4 R EOME R 0
% T 72 RIS BB Rl o K755 D & ) il FIROWEIZ X - THI S Z 2 a0t
FHRLRERFEL, VY RVERH T AL LI L o TEE SRS £ (caustic) %
HHTAIEDWEEE LD 7+ by BV TR ol ZoMmicaIns,

1 74 b3y ESTICkBELRER (caustic)

SWIECGIZBITHWELL > #1) v 713, Unreal® R Unity ® & v o 724 — 2 B S BRsS
ORI Y ARSRNT WD, 72721, 5% TOF — 2 0FEFFEEEE, OpenGL Y %
Direct3D® ¥ W1 5723 = — ¥ — (shader) ZHAL L2L Y ¥ ) ¥ L TH Y, WE
Ly ¥ Y i) it Kt E ok, B ETHHRMOEETHH, Bebl

(1) http://img05.deviantart.net/albe/i/2002/26/3/4/caustics.jpg
(2) https//www.unrealengine.com/ja/

(3) https://unity3d.com/jp/

(4) https//www.openglorg

(5) https://msdn.microsoft.com/ja-jp/library/cc324500.aspx
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BICEBHLTVRIRRNTH 5. TNIE, 77— 2 OFETEREDS, FERER T 30fps (1 #1112 30
W - W7 L= bIENS) OFEL 7)) Y 72 BBEETLENLTHY, Ho
B BB O RB CHETAIWIL V5 V7% L TWwi-O T, 30fps DR

HMTZENTELRLTH DL, TDD, HABREOECYHL V5 ¥ 7 &7,
V==Y TEHIEME LT 7 27 PRI TEIHL TS, T2 XA =V 3
YELTAMPERTZX LD, R2fps CHOWRLTH Y, WEOTXTOMmEIIH L TY
BMLYF) 7% LTW/OTIE, 12fps S 2D TFTHIAZRNEH S, LRLENL, 2Dk
ZADCPUB LUGPUDHEREIN FIC X - C, ¥—2ABREBEIIBVTY, H5BEOW
WL UF) %47 2 ENMREE o TE& e D729, GPGPU (General Purpose
Graphic Processing Unit) & LC, 41 T?» OpenGL % Direct3D % &ED Y = — % —H?D
GPUDEIH A T4 VEEZ VT, LA - b L=y ZFRYlEIHE 0720 Ot E
EERDLINIHoTETWS, 21iE, Compute Shader (% 4\ ix Computed Shader)
LIFIEN T, Unreal, Unity, &%\ & CryEngine® & \vio 27— 2 x>0 ¥ T L FHTHE
o> TETWa,

E2 Unreal 4ICB T 3BEXRHT 77 87

ARFFETIE, NVIDIAKEASY ) — A L72K— FEI T ¥ ¥ 2 — % Jetson TK1® 288 EH
WCTHHL ¥ U ERSEBEETI RIS EICEY, X EEEWEL YY) v TR LT
LbedbZlERALLDTHSL, TNETH, SRLETV VY77 TR, 1H
TN THo7272012, BHOA Y2 —F 1B EETL YY) U 7 &7 9H 2 &I
XoT, BHIZLA - ML=V 0 7 lRELWHL V7)) U T RITRbETE, £
NTH, IBBIC0MED X 5 UGN TI o L2LEMD, Jetson TK1
i, 1BICCPUaT 423203 ¥a—7THY, MHRGPUBNBELTWSE, 21 b
ZHViUE, DEHEARTEETH - 72 30fps L L OVEREZ FOWBELL © 1) ¥ S EETH
HEEZOLND,

(6) https://www.cryengine.com
(7)  https://docs.unrealengine.com/latest/images/Resources/Showcases/Reflections/Subway.jpg
(8) http://www.nvidia.co.jp/object/jetson-tkl-embedded-dev-kit-jp.html
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2. VAT LA

i

157

\’l

1o Jetson TKID Terga K172t v HP 1P TFD LS ISR > Tw b,
CUDA "%, NIVIDA#DOGPUD T —F 77 F v RHREEDO I L 2IEL TV 5,

NVIDIA Terga K1 SoC 7u t v
- NVIDIA Kepler GPU "™ : 192 CUDA Cores % $#
- NVIDIA ARM Cortex-A15"? CPU : 4>® ARM11 " Core % ##> 32bit CPU

45O CPUa 7 BLXUOGPUN A 2 €Y THHEEL T b Jetson TK1 2 95 L ## X
LD, 8HL2VIEITHLTHWHL X5 ¥ 7 &fT7% ). 9ADMERE I,
1GBit/10GBit ® Ethernet B X A {4 v F ¥ 7 HUBZH W T, BEBEXV L5 L9
29 %0 ZO/RIE, —#%121X, NUMA (Non Uniform Memory Architecture) & FEEiLTC
BY, A== a2 —7THHEED CPU % #ifE X85 AN LR R > Tw b,

Jetson TK1 Jetson TK1

|ARM11 Corel |ARM11 Corel
ARM11 Core Total 10 ARM11 Core

Shared Jetson TK1 Shared
ARM11Core| | pp-o. .| B o e e ARM11 Core

Memory Memory
ARM11 Core ARM11 Core
| Kepler GPU | | Kepler GPU |

|_ Gigabit Ethernet via Switching HUB |V

K3 ¥ A7 LEK

(9)  http://www.nvidia.co.jp/object/tegra-kl-processor-jp.html

(10) http://www.nvidia.co.jp/object/cuda-parallel-computing-platform-jp.html
(11) http://www.nvidia.co.jp/object/nvidia-kepler-jp.html

(12) https//www.arm.com/ja/products/processors/cortex-a/cortex-al5.php
(13) https//www.arm.com/ja/products/processors/classic/arm11/index.php
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X4 48 DJetson TK1Z2 9 ZXZUT0LEHD

FhZENho]Jetson TKITIE, XV =54 V7Y AT AL LTKRD X HIZ Linux
Ubuntu ™ 2@ LTV 5. BREERELZ S EbETRBTLEUTDOL I 1% 5,

- Operating System: Linux Ubuntu L4T R19 ARM kit
- Python: Python 3.3 ARM hiX
- CUDA SDK: CUDA 6.0 Toolkit for L4T Rel-19.2 ARM hit

2017 4EHAE X, TNZNOMICTIE, I LT v 77 L—FLTWw5 (LAT R19AH*
R21127% 5> THB Y, Python 1334 Wi 139 A\, F72CUDA Toolkit " 1&R21 T
X 65RAEME L T 5) A%, EEIZJetson TKI ET7 v 77 L—F2#IFHENT T T v
TLTLEIDT, Jetson TKIH Y ) — R EN722014 FEYEEDRBECOMEE T HLHE
B EREY Bl

3. MELAV L TDEODZATY

KT, ML U 5) U %5724 TV ELT, WDOPDT)—DF54 75
VERHWT, ZOMEER EIXOWTHERE T 5. k&M RETIE, 94770 %10
B, 2277 FEiEPython 2 & o T3 2174, Python 25, & v b7 —27 TEH o
TBBOY—INTL V¥ v 7 iThby, IBRHIEREO 7L —2%2L 0y 5) v 7rsd

(14) https://www.ubuntu.com
(15) https//www.python.org
(16) https://developer.nvidia.com/cuda-toolkit
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HEINITHEEL TV FA TV 0HZE, Ay bT—2&HDOL V) v 7 EulgE
T5LDHH 5B, T72, Jetson TK1I DHi- Twb Kepler GPUZ L Y ¥ ZFEEI2fH 2
550555, DTFICHBRE 21T R4 75 - 770 r—2a Ol zit 3,

3—1. PovRay

PovRay " (Persistence of Vision Ray tracer) \&, M ® 3 — v &7k 55 (SDL: Scene
Description Language) # W Ty —r %3k L, LA - PL =3V 7 %4 oTWw <,
72E ZAE, D X H 2y — v Rk LTw < (PovRay Examples 2 55 "),

1171 A T ORLE
camera {
sky <0,0,1>
direction <-1,0,0>
right <-4/3,0,0>
location <30,10,1.5> // /1 X T DALiE
look_at <0,0,0> /I 1 A T DEEALE
angle 15 /| 71 A DIl
}
11 BREEEDRE
global_settings { ambient_light White }
I IR D E
light_source {
<10,-10,20> /I RO i
color White*2 NGIHROW % 2
}
11 A DR GE
background { color White }
HNRELTHH A7 =22 b

plane {
<0,0,1>,0 11T DL IE 0x+0y+2=0
texture {T_Silver 3A} /I TF A F ¥ DRZE
}

I RO E & FEDBED LT F 2T ¥ DRE
sphere { <0,0,1.5>, | texture {T_Stonel}}

PovRay X, 5 L DMEMATH Y, 75 v b7+ — 2z @IX A, HEIE,
OpenCL*° CUDA £\ 72X 9 R GPU Z MM T 2 EENIIMIS LTV AW iEIZH b, £
D7z, WLy F) 7 ENE T THRHEP#E2L>TLE ). AMERODIZ7 54

(17) http://www.povray.org
(18) http://www.ms.uky.edu/~lee/visual05/povray/povray.html
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FTYy R —NBDORy hT—=2 Ly ¥ YT RT5D o0 E LTHTTPov ™ (A
distributed POV-Ray rendering system) 2N E SN TWwb, L2 LAEAS, §XTCPU
T HBIVIT) 7 hDT, HEBREHRSTHILIITETH, IBHICEED 7L —
LAEER T A CHEELIIELWEEZ SN D,

B5 PovRaylckaL>4U> 5%

3 — 2. LuxRender

LuxRender ™ d, 79 v b7+ — A ZBIETICVLA - L= U 72174 2 50HR
Td 5o 7272 L, Ubuntu 32bit ARM WASH M) L T 5 Jetson TKIHIZIX, W< 2Hh D
T)V=DIATFT) AL YA M=V LT, V=AT7 7405 make T 5 LENDH 5,
LuxRender 1213, 3RICETFY ¥ DYV 7 b7 = 7 Blender ® D75 74 ¥ i3d
Blender®V) > %) ¥ 7 - TV Y ELTHWAI LN TE L, 2OTF 74 OH|C
pylux ® 229, Python7*5 LuxRender D ¥ — Y %€ LT, LV ¥ Y v /8857200
FGATITIVNREENTVWES, bHbAHA, LuxRender HF THMED ¥ — Uitk Sk % #F o
TWa Y, ZNHPython TH R U & 9 it 2 BEIC 2 o TW %, pylux T, Bz 12,
ROEHZY =V EBRLTCL Y5V F2fihbtd b,

import pylux

context = pylux.Context ( "sample context" )
context.worldBegin ()

context.lightSource ( "infinite", []) # JCDEE
context.lookAt ( 0,10,100,0,-1,0,0,1,0 )

(19) https://columbiegg.com/httpov/

(20) Robert McGregor, http://hof.povray.org/rwmcgsphere2_final.html, 2008
(21) http://www.luxrender.net/en_GB/index

(22) https://www.blender.org

(23) http://www.luxrender.net/wiki/LuxBlend_25_installation_instructions
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context.camera ( "perspective”, [ "fov",30.0 ] ) # # X T DM D% E
context.attributeBegin ( )

context.shape ( "disk", [ "radius", 20.0, "height",5.0 ] ) # MIfEiJEDELE
context.attributeEnd ()

context.worldEnd ()

context.updateStatisticsWindow ()

context.exit ()

context.cleanup ()

del context

LuxRender Cix, #EHTr 547V« F—NEDOARY bT—27 - LU ¥ v 7HuhE
Lo TWEY, ZOEEEZ 7O T ANST 7 AT 572012 LuxFire® & vwH 75 7
£ HHEEINTWS, LuxFire TlX, ¥ — X032 Y ¥ 2 — % OMEHIIR 2> T THHE
b7\, LuxRender 1%, GPUZfioTL ¥ ¥ ¥ 7 %3 57:90120penCLZ D54 751
MM 5, OpenCLZ HW 7254 75 ) T, A5REEEICL ¥ 4 ¥ 7AW REE 7
50 L Ladss, HIEDE Z 5 OpenCL HA% Jetson TK1I1ZA4 ¥ A F—VTE %W,
OpenCLH®D F I A NDHBEEIN TV RWRLTH DL, €D, ZOKEEZ WL Z &
IETE R,

6 LuxRenderickaL >4 %%

3 —3. Cycles

Cycles® %, 79 v b7 4+ — 2 %BIZ% VA, LuxRender & [ U X 9 |2 Blender ®72%
DTIFTTAELTNEDITENTEY, £iZBlenderdL ¥ &) v 7 - 2T 2 LT
HwshTwa, 72, OSL® (Open Shading Language) £\ 9 ¥ — Vb E3E% v

(24) http://www.luxrender.net/wiki/LuxFire

(25) https://www.khronos.org/opencl/

(26) http://www.luxrender.net/wiki/Luxrender_and_OpenCL

(27) http://www.luxrender.net/wiki/Creating_Beautiful_Caustics

(28) https://wikiblender.org/index.php/Doc:J A/2.6/Manual/Render/Cycles
(29) https://docs.blender.org/manual/en/dev/render/cycles/nodes/osL.html
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)

CEBWEETH LD, GPUL V&) U T OARTIIMHT A Z EATE %\, Cycles I3,

CUDA B X U OpenCLOWT N2 HWT, GPU o 7om# LY ) Y 72w hE L
LTWo, LPLADS, £y bT—=2 - L¥F) Y73 L TW v,

7 CyclesickadL >4 58

3 — 4. CUDA RayTracer

CUDA RayTracer ®” (Ll F RayTracer) &, CUDA% GPGPU & L THWwWA L A - |
L—Y Y DT 475 9I2% 5 Twh, RayTracer i, #IEAK O BHEE 12 GLM
(OpenGL Math library) # W TWwW5b, #EiEE LT, 60fpsiCiifz bbb A4 - L=
ThifEoTWh, LYLEDRS, 2y NT—=2 - Ly F) U 7FhEDHHL V5 ¥ 72
SWVTE, MATHh TRV, ¥ — VAR EiEI2IE, TAKUAscene ™ LM 2 MO S
e HWwWTWwWh, TAKUAscene DFCkFHILLTF D X 91274 %,

MATERIAL 0 [Iwhite diffuse

RGB I
SPECEX O
SPECRGB | ||
REFL 0
REFR 0
REFRIOR 0

(30)
(31)
(32)
(33)

Luis Voronov, https://www.blender.org/features/cycles/, http://studioblender.com
https://github.com/tiansijie/CUDA-RayTracer/blob/master/README.md
http://glm.g-truc.net
https://github.com/tiansijie/CUDA-RayTracer/blob/master/README.md
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SCATTER 0
ABSCOEFF 000
RSCTCOEFF 0
EMITTANCE 0

CAMERA
RES 800 800
FOVY 25
ITERATIONS 300
FILE test.bmp
frame 0
EYE 04512
VIEW 00-I
uUP 0ol0

OBJECT 0
cube
material 0
frame 0
TRANS 000
ROTAT 0090
SCALE 011010

8 CUDA RayTracerickadL 41U 5%

(34) Ricky Arietta, https://github.com/rarietta/CUDA-Raytracer
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3 — 5. NVIDIA" OptiX™ Ray Tracing Engine

OptiX * 1, NVIDIAMA 7 F 7 Y A L2EEDO LA « bL—Y Y TZ DIV Vo
TWwb, 21, CUDAZFIHL T, @Ml L %) Y 72 REICLTEY, v b
J—=20% W L7254 T7 b b —=RBOGHLYFY) v 7FH UL o TWnWh, 72721,
BEEREE L C64bit D CPU LR E 2 E L THE Y, 32bit ® CPU % £ Jetson TK1 Tl
FIHTAIENTE LV, CUDABIUC+H+ZHWT, Yy—rdahlLTwl, ¥—ro
C++1EIJG’;B FRRBBNIKRD L )b, 707 I L8KTIEIRL, Y—roiddza LT

for72iF &2k &M L7,

rtContextCreate ( &context ) ;
rtContextSetRay TypeCount ( context, | ) ;
rtContextSetEntryPointCount ( context, | ) ;

rtBufferCreate ( context, RT_BUFFER_OUTPUT, &buffer ) ;
rtBufferSetFormat ( buffer, RT_FORMAT FLOAT4 ) ;
rtBufferSetSize2D ( buffer, width, height )

rtContextDeclareVariable ( context, "result_buffer", &result_buffer ) ;
rtVariableSetObject ( result_buffer, buffer ) ;

sprintf ( path_to_ptx, "%s/%s", sutil::samplesPTXDir () ,
"optixHello_generated_draw_color.cu.ptx" ) ;

rtProgramCreateFromPTXFile ( context, path_to_ptx, "draw_solid_color",
&ray_gen_program ) ;

rtProgramDeclareVariable ( ray_gen_program, "draw_color", &draw_color ) ;
rtVariableSet3f ( draw_color, 0.462f, 0.725f, 0.0 ) ;

rtContextSetRayGenerationProgram ( context, 0, ray_gen_program ) ;
#HH) 95 CUDA DL F O ) 127% 50 Thd, BRI IZTZRS M L720

rtDeclareVariable (uint2, launch_index, rtLaunchindex, ) ;
rtBuffer<float4, 2> result_buffer;

rtDeclareVariable (float3, draw_color,, ) ;

RT_PROGRAM void draw_solid_color ()
{

result_buffer [launch_index] = make_float4 (draw_color, 0.f) ;

}

(35) http://www.nvidia.co.jp/object/optix_jp.html
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K9 OptiXickadLHU>5H®

CTTHRALZSDOLANS, GPUEZ V2 TV I A L - Ly ¥ v 72T ) T
O, Arion®”, FurryBall®, octanerender®, V-Ray “, Indigo®, Redshift “? 7z &%%
Db 12721, FNIFTRTEH—F VY —ATIE W20, Jetson TKL TIdFEME L 2wy
BEPEDSE C, AR RO L7z $72, =T vV —2DH DL LTH YafaRay ¥ (Yet
another free ray tracer) 2% 0, ¥— YRk SiEs LTHHO~—2 7 v 75k XML %=
HWTwa2s, ThUZonWTiE, GPUL YY) Y 7b Ry b T—=2 - LU )y 7HTE
BTz, BN HA L 72

4. HBRBOLLR

AETlR, BEREOHKEZL LT, GPURZHWAL YY) Y IR RTHL I L
LAY NI =2 EHOCGHRL YY) Y TBPWRETH L EICHENELTTERINDL )
WCHBHERZ T LD GPUR WL &) 70, 1RBICEROTmmZL A - ML —
YUTTAIENTELNERZFH S TWAE,CPULRTTL Y H ) Y 7T 5D EIL, HihEw
DERBVLVF) VT RATH) T ENNREE R D, T2, 2y VI —=2 2 HW208L ~
VY IDRHRETH D E VD T EE, HEOa ¥ 2 — % (KETld Jetson TK1) % v
AT — WAL TH D I L 2 BT 5, AV 2 — Y ORKEZHERLTILICLY, &
KCHEBTDIORBTL Y5 ) V7R TEELIENTE S, 2B, BLUT, LD
A7) CTHhAy NT— 2 2HVTHEHOI V2 — Y THHL Y F) v 7359479
NJIZBWTIE, 201G, BHOWMPL > 5 ¥ 724754 D LRI, ¥ A7 DR
Ai (Distributor) B X UHERORBINE FKRZ2ITH ) LHIZEFTW 5,

(36) https://docs.nvidia.com/gameworks/content/gameworkslibrary/optix/optix_quickstart.htm
(37) http://www.randomcontrol.com/arion

(38) http://furryball.aaa-studio.eu

(39) https://render.otoy.com/forum/

(40) https://www.chaosgroup.com/vray/application-sdk

(41) https://www.indigorenderer.com

(42) https://www.redshift3d.com/products/redshift

(43) http://www.yafaray.org
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£1 &F147FVICH 3 GPU - Network Rendering DE[ &
PovRay | LuxRender Cycles RayTracer OptiX
GPU Rendering X AN O O AN
Network Rendering O O X X AN

A%, GPU Rendering D#%fEIZH % B DD, Jetson TK1 TRAEFHARWHER b D% T

. SBICONT

Jetson TK11%, CUDAZ WA I ENTEAR-—FHOa sy ¥a—7bwnw) 2 LT,
ALZDS, UTVE AL LA - FL—=3 Y 7I2o0nTid, MIRTRZ X 5 1ok L
BT TWDL—fEDONN—=VF )V - Va2 —F I ZHURLERBVDOT LR E o720 Th
% Cid, LuxRender # AT H1EEZ KT TE 7225, #RGPUZHWzL Y ¥1) ¥ 7
T, Jetson TK1 ETRIEFICHMAE D> TWDH, & 2 THIE L 22858, $#12 0ptiX
% Jetson TK1HIZNVIDIA2SREE L TV Ao, KELME DL EBEbNL, YW
Ly TR TNVE A LI %D 7290121%, CUDA @i % iEH L T RayTracer %
HUMCBFE 2 T 54BN H B, Thz OpenMPIY 2 &4 v b7 — 2 @E21THD T
4 77) 2T, WATRHENTEL L) ZIICHEEITLEND S, CUDAIZDOWTDH
PyCUDA ", OpenMPI (22T % PyMPI Y 72 & @ Python ~D#HiliA3% v, Python %
FAWTEBRT 5 Z DRI > TWbh, TNHDF A 751 %#H\WT, Python T/ L
VI YT ERFLIBRTHEIADPLIRDTVELVWEEZ Tnh,

O, RFEOBMAE BRI X > TR SNz, Z IR OFEZ IR 5B,
(2017.2.6 %5, 2017.2.28 < #)

(44) https://www.open-mpi.org
(45) https://mathema.tician.de/software/pycuda/
(46) http://pympi.sourceforge.net
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# &

Jetson TK1 &9, JLHENAE S W HE7Z GPU (Graphic Processing Unit) 25L& A F 417>
MAARBMDOR—=F A2 —FBNVIDIAZS) Y — A &N 2%, hz#K
BHAGDLET, UTVIA L - LIYF) Y TRURRETLLI GV AT LZGWET S Z
EREOBIEL LTWb, 2O — b TR, 2OV A7 AHIEICLELRZYHL V¥
VO TR TAT T OFEE - il TR o TR RICOVWTR LI A—T YV — R
THY, Jetson TKI ETHHBETE, GPUIC X BEEL ¥ 1) ¥ AT, 2% v b
T—=7 % LI 8y 7)) Y IR S DIZOWTHRE L 72, ZOW%E, KFEDH
AFZEBNHAC & - T S 7z,
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