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A high-speed two-dimensional FDTD method using graphics processing unit
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# 1 nVidia Geforce 7800 GTX

Core Clock 430 MHz
Memory 256 MB
Memory Clock 1.2G Hz
Vertex Shader 8
Pixel Shader 24
4. BHEETL

AT, BAWLRBEBRRLZFREET L L L TR,

ARFIE LR D FDTD O ERM 2 i35, #HEET
NELT, BEERMAE(IEIOKRE S ka=2m/1=5.0)
WOPE R & DEGELE AV D, SERERAFEOE RS
WK L2 D,
Ez (ia’ ja) Z_Sin{a)(n+1)At} (5)

ZIZT, 0=27lT, AX=Ay=A, At=05A, 1=20A
E95, o, C=A/T=1¢L L THKIE LTz, BaER
AR, AEATREE( LAX X LAY ) Hrde 2 BliE L= (K 2),

- LAX L
sigpren | 1
AHE D
g
/\/’ ik LAy
< > L
ka=5.0
y
X2 FHERETILV

5. #&R

AFEIC L D2HERICEZRIET 2729, CPU ZHWNT
ek FDTD ¥ECTEHE LG A &, ATEICEY GPU %
AOWTHAELESEA L, WMEICHOWTEHERMZHE L

(£2) ., #FHEY 27 221X, WL PC (CPU: Intel
Pentium4 3.4 GHz, A€V :2.06GB) %M\ 7=, CPU m3+&
WEWTHE, 22904 —F 4 725 A (0S)

Microsoft Windows Xp, Fedra Core 4 CatHEER 2 HIE L 7=,

GPU DFFE TIE, Windows Xp A L7z, 7974 v 7
A APl & LT, DirectX9.0c %, EfiL )Ly = — X F55E
L C. HLSL (High Level Shader Language)% FH\ 7=, F7=.
T34 F1%, Windows DA, Visual C++ .Net 2003 % i

82

AL, Bl{bA 7 a 02 “02” 241 L=, Linux ®
Laid. gec 40 &AL, R#{bA 7 > a 2 “-03” & H
Wiz, ®2ITBWT, “CPU (Win)” 1Z, OSIZ Windows Xp
ZHWT CPU TRIA LGSO A RN %2, “CPU
(Linux)” 1% Linux © CPU & AW =354 O FH R 278 LT
W5, "GPU (Win)"IX, Windows T GPU % H\W\7=35& Dt
BRI 2R LT\ 5, 7288, E4E4L 1000 step F TOFE
B 2 E L=, CPUICHWT FDTD IEDFEIZIE, Bk
FERE NS R A L7z,

# 2  HGELR FDTDIE@FHERER] (1000 step)

Calculation time of 1000 steps (ms)

fEMrAEI;,.  CPU (Win) CPU (Linux) GPU (Win)
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