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Tt elvatl to mawxvidl tng {wng

« Elval eva KUTTapiko auTOUATO TO OTT010 KATAOKEVAOTNKE
QUTO TOV HAONUATIKO KAONYyNTI) TOU JTAVETOTNUIOU
Cambridge, John Conway.

» [Ipooopowwver pa «Kowvwvia» KLTTapwV, 0L KIVOUVTAl O€
eva MAEYUA KAOwg tepva 0 XPOVOG LIE TNV EQAPLOYT)
TPOKAOOPIoUEVOV ATTA®V KAVOV®V.

« H xataotaon Tov KUTTAP®V HETA TNV EPAPLOYT TOV KAVOV®V
ovouadeTal ETOUEVT YEVIA.

» A0 TOTE TOV ONUOoOoIELONKE (1970), EXEL IPOGEAKVOEL
HEYAAO EVOLAPEPOV EEATIAG TV EKTTANKTIKWV TPOTWV TTOV
propovv va egeArybouv ta potifa. IIpokvmtovv moAvmAOKA
OXE010 ATTO TNV EPAPLOYT] ATTA®WYV KAVOV®V.
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Kavovecg tou mawxvidtou (523/B3)

H (o) oto mtawyviot mephaufavet
OewpnTiKA 3 KATAOTACELG:

O O
\ \ \J \ \ . - . . -
» "Eva vekpo KUTTAPO YEVVIETAL OTAV -4
exel akp1fwe 3 {wvtavoug YelToveg
(I'évvnon)
» 'Eva {ovtavo kuttapo empPlovel O
otav £xel 2 1} 3 {wVTavovg yeitoveg soe 2°* 23
(EmfPiwon)
» 'Eva {wvtavo kuttapo mebaivel otav
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° NYOTEPOUG QIO 2 {WVTAVOUG ® 00 A
: o 44 o0 O
vettoveg (pova&ia) ®

° JEEPLOOOTEPOVG ATIO 3 (WVTAVOUG
yettoveg (vepmAnOvouo).
(Gavatog)
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[TPAKTIKEC EPAPHOYEC

Kpuvntoypagia

ITapaywyr Tuyaiwv aplOuwnv
[Tapaywyr povotkwv mpotvmenv MIDI
IIpooouoiwon unyavne Turing

LINKS

v’ https://bitstorm.org/gameoflife/

v }ﬂ[tp :1/ /web.mit.edu/jb16 /www/6170/gameoflife/gol
ntm

v https: // /pmav.eu/stuff/javascript-game-of-life-
v3.1.1,
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OpenGL (Open Graphics Library)

» ITpotumo ywa mv napaywyn 3D ypa@ikwv, ov
avanrvoomou Qo v OpenGL working group g
etaiplag Khronos asto 1o 2006

» AveEaptnTo amo MAATPOPLES KAl YAWOOES
TIPOYPOAULOATIOUOV

° Euﬂsplexel OAEC TIG vaapmcmg Yl v ETTITUY)
ypa@kn avamapaotaon. BifAioOnkec:
s OpenGL Core Library — xUplec evTorée oyedlaonc
s GLU - onuovpyia ovvOeT®wv oynuaTwy

s GLUT — evtoAeg yua omeucovwn
apaBupwv, LEVOD, OTAYEIPIOT YEYOVOTWV KA.

« OpenGL version 4.3
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OpenCL (Open Computing Language)

« AVO1YTO TTPOTULITO Y1A TNV VAOIIOINOT] EPAPLUOYWV
YEVIKOU OKOTIOV LE TTAPAAANAN emeEepyaoia.

» AtoteAeitan ato OVo UeEpN:
= To mtpoypappa tov ekteAettal oto host (CPU)
= To mpoypapua stov ekteAeitanl otig ovokeveg (GPU)

o BlB)\lOOﬁ K1): cl.h Baowot opot g OpenCL:
v'Platform v'Device
v'Kernel v Context
» OpenCL version 1.2 v'Command queue v'Memory objects

v'Program
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2uvepyaola OpenCL / OpenGL

v'H aAn0wn ovvepyaoia

OpenGL [ v v
- . i epentt  apopd n petaBifaon
hPopl hCobi | dCobj S 1610kt olag petadd twv 2 API
ﬂ AN [ Shared buffer - obJ wap O v Tno ag l’l T U T(D '
G E ‘ ‘ | KAl OX1 TWV TPAYUATIKGOV
| V4

dedouevwv Tov TOpPOoV.

| v'Ta dedoueva deopevovtal
| KAOe @opa amo eva

API, ywpig va Onuiovpyettal
AVTLY PAPO TOUC.

f\ /\ R\/‘ v'3 1pOToL SabEorpot anod

Display GL/CL Buffer : Compute

| v Intel:
»Kown ypron Texture
=Ko xpnon Buffer
»g]MapBuffer
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2uvepyaoia OpenCL / OpenGL (1)

acquire Colors

v 'Eva OpenCL bufter npemer Snuiovpyeita

ano eva OpenGL buffer.
v Ye ka0Oe frame, OpenGL OpenCL
1. 1 OpenCL 880uev81 TO KOLVOYXPTOTO display Compute
bufter V
2. novvapmon (kernel) exteAeitan kan
EVINUEPWOVEL TO KO1VOYXpnoTo buffer release Colors

3. H OpenCL anehevbepwver to butfer yia
VO TTAPEYEL TA EVIHEPOUEVA OEBOUEVA
miow otnv OpenGL.

XPT|O1UEC EVTOAEG :
v clCreateFromGLBuffer
v’ clEnqueueAcquireGLODbjects
v'clEnqueueReleaseGLObjects

v Xe kabe frame, n OpenGL avastapiota 1@

anom}\eoua'[a QITO TO EVIUEPWUEVO
buffer.
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Juvepyaota OpenCL / OpenGL (2)

v'H ovvepyaoia
VAOTIOlELTAL UE TO
cl_khr gl sharing
extension sov mpemel va
vtapyel ota Stabeoua
extensions tng
TTIAATPOPLAC KAL TNG
OVOKELT|C.

v" H ovvepyaoia
vAoToleiTal e

KOO context
OpenGL/OpenCL yia va
etvat ovuato kat Je g
Ovo TEXVOAOYiEC

Your C++ program writes initial
values into the buffer on the GPU

k

OpenCL acquires the buffer

v

Each OpenCL kernel reads an
(x,y,2) value from the buffer

v

(x,y,z) Vertex

Each OpenCL kernel updates
its (x.y.2) value

Data in an
OpenGL Buffer

v

Each OpenCL kernel writes its
(x,y,z) value back to the buffer

v

OpenCL releases the buffer

v

OpenGL draws using the (x,y,z)
values in the buffer on the GPU
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YAotmoinon

 T'a v ypagikn avamapaotaoct XpelalOuaoTeE:
= Buffer pe tic ovvtetayueveg (x,y) tov kaBe onueiov
(Points)
= Buffer pe 1o ypoua tov kabe onueiov (Colors)

. . . . . . Jimpogtolpacia Twv buffers yia tnv OpenGL
//8etoups tov buffer hPob] e ta points yia tnv openGl. Ma kabe onuelo ypnotpomow 2 int //o buffer hCobj mepiéxel o= xdBe kehi Tou 3 Float uz Ta SraBéoua xpépata r,g,b

glGenBuffers(1, &hPabj); //BECIEUOUNE XWPO

: ™ glGenBuffers(l, &hlobj);
glBindBuf er (GL_ARRAY_BUFFER, hPobi); glBindBuffer (GL_ARRAY_BUFFER, hCobj);

glBufferData(GL_ARRAY BUFFER, 2 * sizeof(int) * ELEMENTS, NULL, GL_DYNAMIC_DRAW); glBufferData(GL_ARRAY_BUFFER, 3 * sizeof(float) * ELEMENTS, NULL, GL_DYNAMIC_DRAW);
puints =(int ﬂ glMapBuffer{EL_ARRAY_BUFFER, EL_READ_HRITE)} colors = (float*) glMapBuffer(GL_ARRAY BUFFER, GL_READ WRITE):
m= B; JSfTepopa Tov mvaka colors gupdwva g To mivoko data. Xpnolponololps povo TO KOKK1VO.
for (int 1=9; 1 ¢ hedght; 1++) int m = @;
{ for (int 1 = @; 1 <ELEMENTS; 1 ++) {
if (data[i] == 1) {
for (int = 8; § ¢ width; j++) colors[m] = 1;
i ¥
' ' glse {
points[m] = 1; colors[m] = @;
points[m + 1] = J; h

colors[m+1l] = @;

colors[m+2] = 8;
} m=m+ 3;

} H

glUnmapBuffer(GL_ARRAY_BUFFER);

glUnnapBuffer (GL_ARRAY_BUFFER); g1BindBuffer(GL_ARRAY_BUFFER,B);

m=m+2;
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Y)\O Tf O i n 0 n 1 ) glColorPointer(GLint size,

GLenum type,

181 Swvoid display() GLsizei Strlfie, '
182 { const GLvoid * pointer
183 )
184 glBindBuffer(GL_ARRAY_BUFFER, hPobj};
185 glVertexPointer{2, GL_INT, &, 8);
186 glEnableClientState(GL_VERTEX_ARRAY); ' '
1o | Ot ovvretayuéveg kabe
108 glBindBuffer(GL_ARRAY BUFFER, hCobij); onuelov avamaptlotavtatl
189 glColorPointer(3, GL_FLOAT, @, 8); | ano2GL_INTx,y
114 glEnableClientState{GL_COLOR_ARRAYY);
111 To xpwpa tov kabe
E; gigulnflze{?é?];é;rﬁm @,wglobal*hglobal) oueiov avanapiotatal

rawarrays ¥ W aoDa aDa H v
1 . YRR . . and 3 GL_FLOAT (r,9,b)

) ) Points
115 glDisableClientState(GL_VERTEX_ARRAY); \
116 glDisableClientState(GL_COLOR_ARRAY);
117 glBindBuffer(GL_ARRAY_BUFFER,®); el eje 1] e|2|e|3|1]|¢@e]| 1 11 2 |1
115 [ ] 1, ] i T J
119 glutSwapBuffers();
120 glFlush();
121
5y " h ¥ k4 ¥
122 return; 1 1 11 |
123 h
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YAomoinon (2)

 T'la ToV VITOAOYIOUO TNG EMTOUEVNC KATATTAOTC TWV
kuttapwv otnv OpenCL ypelralopaote :
= To Buffer (Colors) ¢ OpenGL e 10 ypoua tov kade
OT|LETOV
= To BonOnmiko Buffer (Swap) wote va amobnkevetal n
ETTOUEVT] KATAOTAOT] TOV KUTTAPOU

= Yvvaptnorn kernel ;tov Oa ekteAeotel ot cvokeL)
(GPU)

ffBZtoups toug buffers yia tnv OpenClL: shared buffer kol tov Swap
dCobjCL = cl::BufferGL{context, CL_MEM_READ WRITE, hCobj}; //copy from hCobj
SwapBuffer= cl::Buffer({context, CL_MEM_MWRITE_ONLY, 3I*ELEMENTS*sizeof(cl_int), NULL);
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YAomoinon (3) - Kernel

2 —kernel void Gol All( 28 int alive = data[x+left]

3 _gll:ltlﬁl float *data_, 79 + da‘ta[)Hr"ight]

4 __global float *swap, I8 + data[top+left]

5 int Hidth, 31 + data[top]

6 int height 32 + data[top+right]

7 ) 33 + data[bottomsleft]

B i 34 + data[bottom]

9 /f pet index into global data array 35 + data[bottomeright];
18 const int x = get_global_id(@); 16
11 if (x%3==0) 37 /fcalculate next state according to t
12 t 38 if ((alive == 3) || //a cell with 3 n
= int top = x-width*3; 39 (slive == 2 && data[x] == 1)){ /
14 int bottom = x+width*3; 40 swap[x] = 1;
15 int left = -3; //in the inner ring, we can be sure that the 41 ¥
16 int right = +3; //start position of the right neighbour 42 else

7 43 swap[x] = 9; ffdies from overp
18 if (% % (width*3 )== @) left += width®3; 44
18 45 telse swap[x] =8;
28 else if (x % (width*3 ) == (width*3 - 3}) right -= width#*3; 46
- 47 1
22 if (top < 8) //row B 48 ):
23 top += width®*height*3;//top += width*height;
24
25 else if (bottom »>= (height * 3% width))
26 bottom -= 3*width*height;
27 Data
1 ‘ o | 1 ‘ 1 | ° | 1 | o | 1 |
I * 1 I * 1 I * 1 I * 1 I * 1 I * 1 I * 1 [ * 1
a1 a1 a1 1 a1
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YAotmoinon (4) - Animation

. R while (1) { /* loop forever */
1. glutDlsplaYFunC(dlsplaY); if (the application has changed the graphics) {
. call the DISPLAY callback function;
2. glutldleFunc(animate); )
3. glutMainLOOp(); if (the window has been moved or rl.asized) {
call the RESHRPE callback function;
}
void animate()
if (any keyboard and/or mouse events have happened) {
{ lF' . h() call the KEYBOARD and/or MOUSE callback function;
glrinls 3 }

call the IDLE callback function;

//H OpenCL deopevs1 Tov buffer
acquireFromGLtoCL(dCobjCL); ) /* while */

WeuSokmdikag e tn Aettovpyia g

/! Exteheitan o kernel otnv ouokeur glutMainLoop() — evepyosolel Tov KUKAO
queve. enqueueNDRangeKernel (gol, cl::NullRange, 3 * ELEMENTS, cl::NullRange, 6); Srayeiplong yeyovotwy

/| Avtiypadn twv amoteleoparwy and Tov Swap Buffer otov apyiko.
queue. enqueueCopyBuffer(SwapBuffer, dCobjCL, @, 0,sizeof(cl float)*3* ELEMENTS);

/[ H OpenCL amobeopeier tov buffer
releaseObject(dCobjCL);

/[Eudavion anoteheopdtwv oty obovn
glutPostRedisplay();

If (generations == max_generations) glutDestroyWindow(glutGethindow());




AmoteAsopata

ZUVOALKA

kOttapa | 1° 20 30 40 50 6° 7° 8° 9o 10° average

1k 04.793 04.850 04.858 04.841 05.177 04.946 04.861 04.398 04.186 04.473 04.738
2k 07.704 07.710 07.807 07.794 07.684 07.615 06.979 06.693 06.719 07.099 07.380
3k 10.395 10.501 10.900 10.540 10411 09.870 09.650 09.120 09.106 09.577 10.007
a4k 13.273 13.134 13.199 14.064 13.100 12.132 11.923 11.492 11.455 11.899 12.567
5k 18.116 15.762 15.639 17.085 15.666 14.493 14.371 13.711 13.787 14.300 15.293
6k 18.290 18.293 18.324 20.464 18.273 16.862 16.421 15.893 15.873 16.837 17.553
7k 21.957 21.997 22.636 24.526 21.839 20.078 19.923 19.111 19.568 20.600 21.223
8k 22.918 23.456 23.689 26.332 23.356 21.465 21.306 20.421 20.895 22.977 22.681
9k 25.899 25.625 26.242 27.479 26.210 23.545 23.506 22.598 23.497 24.449 24.905
10k 28.223 28.660 28.864 33.622 28.543 26.018 26.008 24.952 26.074 27.336 27.830

Xpovot ektedeong (sec) yia to matyviot g wng pe tn ovvepyaoia OpenCL/OpenGL y1a 250 generations

Xpovol exteAeonc (sec)
CUVOJITTIKA Y1a TO Jtatyvidt

™G (Mg Ke
OpenCL/OpenGL oe
OUYKP10T] UE TO APYIKO

npoypapupa pe OpenCL.

30.240
25.920
21.600
17.280
12.960

08.640
04.320

00.000

1k
2k
3k
4k

sk
6k
7k

8k
ok

10k

—&— OpenCL/OpenGL
= OpenCL



AmoteAéopata - ZUPTTEPAOCHATA

Total Duration (ms)

Avg Duration (ms)

+ CL_COMMAND_READ_BUFFER
+ CL_COMMAND_COPY_BUFFER
+ CL_COMMAND_ACQUIRE_GL_OBIECTS

+ CL_COMMAND_RELEASE_GL_OBJECTS

o o o o

6.025
890.965
0.826

0.5348

6.025
3.564
0.003

0.002

Xpovol ekteAeong Twv eviodwv g OpenCL mtov agpopovv pvhun asmo to SDK g Intel

&l GPU Hotspots GPU Hotspots viewpoint (change) &

<1 @ Analysis Target ,.lﬁ\ Analysis Type Collection Log Al Summany = Graphics izl Platform <& Bottorm-up

Grouping:l Computing Task Purpose f Source Computing Task (GFPLU)

Computing Task Purpose / Source Computing Task
&) g P (aPU) [ g

Sol_all
Transfer
clEnqueueCopyBuiffer
clEnqueueReadBuffer
clEnqueueReleaseGLObDjects
clEnqueueascquireSLObjects
[Unknown]
[Cutside any task]

Computing Task ELU Array
Total Time W HAverage Time Instance Count Active Stalled Idle

10.753s 0.043s 250 31.6% 6558 1% 0.3%
F.050s o.009s 751 2.3% Q7 _4% 0.3%
65.988s 0.028s 250 2.3% 97 _ 4% 0.3%
oO.062s oO.062s 1 1.4% o4 2% 4 3%
O.000s O.000s 250 5.T% 90 _5% 3_8%
O.000s O.000s 250 4.3% TO_6% 25 0%

Os Os 12.5% 35 4% 49 1%

Os Os 12.5% 35 4% 49 1%

ITAnpo@opieg OXETIKA e XPOVOUG TV EVTOA®V o€ Katnyopieg astod To Intel VTune Amplifier 2018
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Oupa eVIOAWV TNC KAPTAC YPAPIKWY
(Intel HD 4600)

Computing Queue :ngine

Imeal{R} HD Graphics 4600

ExteloUvTtal pue Trn oe1pd ol TAPAKATW EVTIOAEC:
1. Kernel Gol All (Kokkivo)

2. clEnqueueCopyBuffer (MiAe)

3. clEnqueueReleaseGLObjects (Kitpivo)

4. clFinsh (poQ)
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