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Fast Numerical Calculation of Steady State Heat Equation by Graphics Processing Unit

=E EHTT
Naoki Takada

&R 81

1. FAHNE

B, ay¥a—FT57 47 X (CORBROT 1k
v ¥ T 5 GPU (Graphics Processing Unit) DHEREIZE L <
FLELTWS., GPU IRz =—F 4 VB E1T 5 %
A T4 2B LUINENFTEETHS. GPU ORAMRE
RO R RT7 4+ —< Ak CPU ICHABEICELTY
3. GPU IR EINIZV 2 —F 37 v/ 7 AR RETH Y,
BB/ REESITHY LMW TES. GPU #HNT
CG BN ONABLREEHE 2 BEL S IR,
GPGPU (General Purpose on GPU) & FEIEINTH Y Bl A
2T TWA213]

2 REEFREEFBAOKMEHR 1T H> ERAHERD
T—%F 7 F e BNERENTVB[M4). FPGA TEEL, ¥
FHEBORYUMEINTENLTWS, 207 XTI F %%
BT, AT U EERBOEIHERRLINDZ LI
5. :

FFRTIE, GPU VT 2 R TEEBEME HRA D
EEEEEELERHELITo7-. GPU & LT NVIDIA 4
B Geforce8800 GTX Z#FEMA L7z, CG MEDT 7 AF ¥
ZAVT 2 KEEMIcAT 5B ERS % GPU IKFIVHT
WHIHEZ1To7-. FAREHEL LT, DirectX 10 & EfLV
ANy =—FERE HLSL) 2ER L. ZORKE, CPU O
HCHELEBBICHS, 9 15 BoHERELSERS
ni.

2 . 2RAEERCESEXOBIERE
2RAPRESBRNIRNE RS,

2 2
or ,1(8 T+6_TJ+Q

P =N ax 0y*

ZIT, TRHEE, AREMEER, o BE, o T,
QAN E X ONT-BRERT.

EHELEE, BEORBEII—ELARZZ Lhb, X
MR 23

T 8T
‘(57*?]*9“’
y

Q) KHLEFEEAL, x, y FAOZEHBEBRHRE A
t+3L, 2 REREREEFERNOESRIIKRK L 3.

)

2

2
zJ=%@mJ+ﬂi,+nm+4hq+92] 3)
TRILER R E B 7 1 7 R
FFRAER LR T ETRR

Tsutomu Takaawa

23

¥H Ezt
Nobuyuki Masuda

Rk EHT

Tomoyoshi Ito

K BIBNT, RODZBEIRT, THD. KERZRD
BOIZRREANS.

10 .
Z[Tnl,j

X () OEFHEZHEEROLSBEBRSIIOWVWTITS.
NHEEERD B, FHHAICBNT, X @) 0ES
HEZBVIET. niX, KODELHHEOKLY K LEKZ
RY. Zhuc kY, GRULEEREEREL 25,

3. GPUZAV=EEREEAEXOHEHE

3.1 EEMzEHEXDOHEHEOEE

GPU * AW EFRMCE FEXOBEHRE 7o —F v —
FER1IIZHRT. CPU KB WT, HEEROBERS %
CG RBTHERT AT I/IAFXICHVYETE. 77 A2AF %
% GPU IZEEEL, n BEORMW) OESHA TR BRE
BERFIT—Z1%, GPU HEB LI T774 v 7 AFR—F
EFOEFFARYI DT I AF ¥ Ny 7 7 IS NS. ¥
z—HF Ul IFTAILY, TIRAFX NNy 77T
NBERSIZAVWT nrl BB OX (4) DEFEFHES GPU
ATITbhs., ZOHEBRTHIEERSTF—F 52T

n+l _ n n n
Ti,j - + Ti»l,j +Ti,j+1 + Ti,j—l +

o
A) @)

2F ¥ ZHANT CPU IZEYT. ZhE2BVELACESTE
ROEFBERDS.
CPU fnz8 GPU 2
START
n<0
DHRE
n<—n+l N
| FIAFx .
BERVz—¥%
(Vertex Shader)
]
FREGAY
(Rastalizer)
[
IASDET
| FIRF ¥ (Pixel Shader)
( END )

1 GPUZ AV AR EHED T n—F % — b

3.2 vx—=&H-TJnsss2y

GPU IZ 2 REEH MMEMFBRROELHE R ) 2%
ET3FIRZME 27T, B, BERY=—FIZBNT,
AODBEREZAIZ IV —rDIHII< D LIk y T 5.

-
—

(&8 143D



FIT2008 (55 7 CIiEHABIFERMT I 2 —3 L)

NIRRT, 2REODHBEFEBOERAL 2D, RIZ, 7RS¥

SAYOEBREKES RV T, NAKEY 2L 2EEs O BR

kb2, TOERKBEENEIEARERINS. BRI SI2X512 BT, R (4) OESHEF 105
TO®, E7EAY=—FEBOT, MESNET AT E@YEL, ZOHERMEZRELL. CPU BMTOE
YIERT -0 &, REEBES R CAVCSREESIOEE  gesm (SSE A4 & M) L, AFHEICLS GPU AL

FT—=FLLUTHAL, ROOESFHERZITS. A ERR R L. TORREZE1IIRT.
Input ;/::c?:r Rasterlizer Sii::;r output ggUWIlﬁg‘;lvf:;’(t;“m 4 3.6-GHz, Memory 2GB
Ty ﬁfmmm Driver: NVIDIA 169.21
(SIS D { D el Compiler: Microsoft Visual Studio 2005 (option —02)
B @ i iy GPU: NVIDIA Geforce 8800 GTX
: h Texture (Stream processors:128, Shader Clock:1.35-GHz)

Buffer Graphics API: Directx10, Shading language: HLSL

T f

2 GPUBI A EERCEHSEROESHEOER CPU () GPU (®) HEL
‘ 204 135 15.1
VI e—FDTalThE, ROLIITRS.
float4 PS0 (VS_OUTPUTO In) : COLOR AFEIZLD GPU WA TIE, CPU BMTHE
oata T LIBEICH-, #4915 B ERELIn. 10 FEES
float h=1.0§/512, H=h*h; HEZBRVELEHED CPU BMTHEL-ERLE GPU
goat4 tl= tex2ggtempl_§amp, In.Tex0 + ﬂoatZEianexSize. 0.03)0); PRAVWTHE L L-ER5E L= 25, GPU 2B =5
t4 t2 = tex2D(temp1 _ , In. Tex0 + float2(-invTexSize, 0.00); s o L S .
float4 ¢3 - tex2Dltemp]_Samp, In Tox0 + float2(0.0f,-invTexSize)); B3, BHEZRELTVDZLSRRENL.
float4 t4 = tex2D(temp1_Samp, In.Tex0 + float2(0.0f, invTexSize));
if (In.Tex0.x == 0.5 && In.Tex0.y = 0.5 ){ 6. &
Tr=1.08
Th=10f CG REAZRAWT, 2RABRESFBRAOKEMEY
g 1O GPU [CE# L1z, ZTORE, CPU BMOHB LN, ¥
T = float4((t1.xyz + t2.xyz + t3.xyz + t4.xyz)/4+Q*H/4, 1.0); 15 FDOHERELEZERT D I LN TEEAFEOF LR
veturn T REN. ¥, CPU BMOHBERR LB L2 5,
AFEBTERELZRFLTOSZEBERINE. ZhiC

- X9, KFEICLS GPU 2RV E-EFREEFERDOK
4, BIETEEFNL EEEIX, BIomEkT 5770 iR, BeEiffstas

5 — _ LTRIATEAZ EMRENT.

FEFEET V2R 3IRT. HEEEE 512X512 &
L. ZoHL0REREQ256, 256)BE—ERBE O=10%  #i3t
RELE. #RRAORBOBREMICT (V7 VRE  omper wmin cHA2ERETRRRDEEFHE
(BET=0)28527-. X @ZH3IOLHEERICEAL, ®) GREEE S 20700053) K45
ZOEGHEEFBRYVIRTZEICLY, EFHELERDL. °

¥ BE X

| 0,0 JBET0 gy [1] N. Masuda, T. lto, T. Tanaka, A. Shiraki and T. Sugie,
“Computer generated holography using a graphics processing
unit”, Optics Express, Vol.14, No.2, pp.587-592, 2006.

2] THREME PERESE SIR% HEEZ, FHE
3, BARES, ke, aHES, “‘HeMIx—
FEEB LT CPUICE BT LRAVEES OBEL”
{243 (D), Vol.J90-D, No.9, pp.2656-2658, 2007.

[3] N. Takada, N. Masuda, T. Tanaka, Y. Abe and T. Ito, “A
GPU implementation of the 2-D finite-difference time-
domain code using High Level Shader Language”, Appl.
Comput. Electromagn. Soc. J., in print.

y

(0, 511) (511, 511) [4] {Eﬁ{g—, g#iaﬂ, i%EH‘?Z, ‘B}ﬁgﬁ, “Iuars33 v
‘ 7HRES LSI XD ZRAERMCH Y I 2 L—27,
X3 FEHEETN Thermal Science & Engineering, Vol.15, No.2, pp.85-
90, 2007.
24

(58 1 5



