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Performance Scaling of Ray Tracing (Quake 4 RT)
Nearly Linear with Number of Cores
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I’rogress in ﬂﬂH Tracing

IDF 2004

EEII Intel® Xeon™
Processors

4 Frames per Second
540x480

_. |
: I!l _
m" "’l'm

Games Gonvention
2007

Yorkfield
{#5nm Cuadcore)

~80 frames per Second
[6Bx 768

"l'i W

G C #C": B

% $ $ & ()

0+ )

#19

O r o+ % s
+ 0 %
5 J D (5JD)
% %
K

-i

M

Fall IDF 2007

Dual-X5365
(total: B cores)

~80 frames per Second

12800720

%
%




&

A %
% 7
s
e
(o |
%
L %
%
28K23 %
%
M D
%
"%
% % &
& % AA







% % N
% !
* A
$"% $"
& 2. %
% %
23

*23

%

N

23

A%

%




Calculation effort
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Opening

Graphical Rendering State Diagram
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Collision Detection State Diagram
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