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main() {

app.run()
run() {

m_renderer.renderMultipleFrame(*frame,
range.first, range.second);

3 (2)
MultipleFrameRenderer::renderMultipleFrames() {

for (const auto &name : m_outputPoseTraceNames) {
renderFrame(frame, i->second, name, true);

¥3)

MultipleFrameRenderer::renderFrame() {

i

const auto viewport = m_renderer—>renderFrame(frame, '\4 \
viewportParams) ;
¥ (10] —

10: :saveViewport(m_config, m_placeholders,|(9 )
outputFrameIndex, cameraName, -
{yuv420p(viewport.first), viewport.secpnd});

3
Renderer::renderFrame() {
auto viewport = m_synthesizer->renderFrame (frame,
viewportParams) ; o

return viewport;

i

3(5) 48
ViewweightingSynthesizer: :rendel:Frame() {
return m_impl->renderFrame(frame, viewportParams); [

v(6)

ViewWeightingSynthesizer::Impl::renderFrame() {
recoverPrunedSource(frame, sourceHelperList);
reprojectPrunedSource(frame, sourceHelperList, ,"’7 )

targetHelper); o
warpPrunedSource (frame, targetHelper);
recoverPrunedwWeight(sourceHelperList, targetHelper);
selectViewportDepth(!frame.casps->casps_miv_extension()

.casme_depth_low_quality_flag(), targetHelper);
filterVisibilityMap(); —
computeShadingMap (sourceHelperList, targetHelper);
auto viewport = Common::Texture444Depthl6Frame{

quantizeTexture(m_viewportColor),

MivBitstream: :DepthTransform{viewportParams.dq,

16} .quantizeNormDisp(m_viewportVisibility, 1)};
viewport.first.fillInvalidwithNeutral(viewport.second);
return viewport;

}
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MultipleFrameRenderer: :renderFrame() {

const auto viewport = m_renderer—>gpuRenderFrame(
frame, viewportParams);

¥

‘ Viewport Save or Render to Screen |

’ (9)

Renderer: :gpuRenderFrame() {
auto viewport = m_synthesizer->gpuRenderFrame(frame,
viewportParams) ;

return wviewport;
® S

ViewWeightingSynthesizer: :gpuRenderFrame() {
return m_impl->gpuRenderFrame (frame, viewportParams); -

v(8)

ViewWeightingSynthesizer: :Impl: :gpuRenderFrame() {
gpuRecoverPrunedSource(frame, sourceHelperlist);
gpuReprojectPrunedSource(frame, sourceHelperList,

targetHelper);
gpuRarpPrunedSource(frame, targetHelper);
gpuRecoverPrunedWeight(sourceHelperlList, targetHelper);
gpuRelectViewportDepth (! frame.casps—>casps_miv_extension()

.casme_depth_low_quality_flag(), targetHelper);
gpuFilterVisibilityMap(); @

}

gpuRomputeShadingMap (sourceHelperList, targetHelper);
RunKernel_buildOutput(
ppTexture,
dev_vmo—>m_depthl6frame,
dev_vmo->m_viewportColor,
dev_vmo—>m_viewportVisibility,
cu_tv.dq.m_dq_norm_disp_low,
cu_tv.dq.m_dq_norm_disp_high,
sx, sy);
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Cuda InputFrameMemory dev_ifm;

Cuda__ AccessUnit *dev_cu_au = NULL;

Cuda_ AtlasAccessUintMemoryObjects
dev_cu_aaumo[ MAX ATLAS COUNT ];

Cuda_ PrunedMemoryObject *dev_pmo = NULL;

Cuda ViewportMemoryObject *dev_vmo = NULL;

Cuda ViewParams *dev_cu_tv = NULL;
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evice RTX-8000 RTX-3090 RTX-A6000
Frame @) [¢=)) (€S @) (b)) «) @ (b) (€S

1 36 78| 114 37 68| 105 37 65] 102

2 33 32 65 31 24 55 31 22 53

3 31 30 61 33 24 57 31 23 54

4 33 32 65 33 25 58 31 22 53

5 33 31 64 33 25 58 31 23 54

6 36 31 67 34 24 58 29 23 52

7 32 31 63 33 25 58 32 23 55

8 33 32 65 32 24 56 32 23 55

) 31 34 65 33 24 57| o4 24| 118

10 33 31 64 32 25 57 31 23 54

11 33 35 68 31 25 56 30 23 53

12 33 34 67 33 24 57 31 23 54|

13 33 34 67 32 23 55 31 23 54|

14 33 33 66 30 23 53 35 23 58

15 31 34 65 32 25 57 31 25 56

16 33 33 66 33 24 57 31 25 56

17 33 34 67 32 25 57 32 25 57

# 2. GPU Aojof] mhg A mAof thigt 5 &7 vl

(a) recoverFrame, (b) renderMultipleFrame, (c) (a)e} (b)e] &t
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