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High-performance computing (HPC) mesh generation codes are often optimized while
intertwining functionality with performance aspects of code, making these methods highly
complex and difficult to maintain amid the evolving intricacies of HPC hardware. Additionally,
current state-of-the-art HPC methods utilize collective communication and global synchro-
nization techniques that have been shown to hinder potential scalability. This paper presents
the foundational elements of a distributed memory method for adaptive anisotropic mesh
generation that is designed to avoid the use of collective communication techniques while
leveraging concurrency offered by large-scale computing. In the presented method, meshing
functionality is separated from performance aspects by utilizing a separate entity for each - a
shared memory mesh generation code called CDT3D and PREMA for parallel runtime support.
Lessons are presented regarding some re-designs of CDT3D that were required to enable its
integration into the distributed memory method. In the presented method, an initial mesh is
data decomposed and subdomains are distributed amongst the nodes of an HPC cluster. The
interior elements of subdomains are initially adapted while interface elements (subdomain
boundaries) remain frozen. Interface elements then undergo several iterations of shifting so
that they are adapted when their data dependencies are resolved. Preliminary results show that
the presented method is able to produce meshes of comparable quality to those generated by
the original shared memory CDT3D software. However, the distributed method’s scalability is
hindered by CDT3D’s performance with regards to efficiently re-processing data it previously
generated during other iterations of interface shifting. Local communication performance
regarding non-meshing operations suggests that if CDT3D can be further re-designed, the
interface shift operation presents a potentially viable solution in achieving scalability for mesh
adaptation when targeting configurations with large numbers of cores.

I. Nomenclature

S = subdomain of a partitioned mesh

11> = interface boundary between subdomains 1 and 2

M = continuous metric field

M = discrete metric field defined at the vertices of a mesh
C() = complexity of a metric field

L, = FEuclidean edge length evaluated in the metric of vertex a
Mycan = metric tensor interpolated at the centroid of a tetrahedron
|k| = volume of a tetrahedron in evaluated metric M,,,04n

Ok = mean ratio shape measure

I1. Introduction
Anisotropic mesh adaptation utilizes an anisotropic metric field to modify an existing mesh so that the estimated
errors on this mesh, with respect to some simulation, are reduced. This metric field is used to control the orientation and
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size of elements individually for each direction so that the generated anisotropic mesh accurately captures the features of
the underlying simulation. Mesh adaptation is a critical component in the study of Computational Fluid Dynamics
(CFD), as CFD simulations in turn propel the design and analysis of aerospace vehicles. NASA’s 2030 Vision identifies
mesh generation as a bottleneck in the CFD workflow, underlining the need for leveraging emerging high-performance
computing (HPC) architectures to meet the requirements of large-scale, time-dependent CFD problems [[1]. This paper
presents the foundational elements of a distributed memory method for adaptive anisotropic mesh generation that is
designed to leverage concurrency offered by large-scale computing. One of the challenges related to the development
of HPC mesh generation codes is how meshing operations are implemented with regards to performance (such as
thread management, load balancing, etc.). If meshing functionality and performance are intertwined within a method’s
code, the respective method becomes highly complex and difficult to maintain amid the evolving intricacies of HPC
hardware. It is essential that HPC mesh generation methods be capable of leveraging the concurrency offered by
emerging hardware while requiring minimal updates to their source code. Consequently, the presented method separates
meshing functionality from performance (scalability) aspects by utilizing a separate entity for each - CDT3D [2 3] for
mesh generation and PREMA for parallel runtime support. CDT3D is a shared memory code. It contains meshing
operations that are intended to be used within the broader scope of scalable data-parallel and partially coupled methods
within a framework we term the Telescopic Approach [7], seen in Figure[I] The Telescopic Approach provides a layout
of multiple memory hierarchies within an exascale architecture and describes how different meshing kernels might be
utilized at each level to achieve maximum concurrency. CDT3D is specifically built to operate within the lowest level of
the hierarchy, exploiting fine-grain parallelism at the core and node levels. PREMA is a parallel runtime system designed
to support interoperability between the memory hierarchies of the telescopic approach. It provides constructs that
enable asynchronous message passing between encapsulations of data, work load balancing, and migration capabilities
all within a globally addressable namespace.
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Fig. 1 The Telescopic Approach (adapted from [3,[7])

To maximize performance in such a framework, there are several attributes that one must consider when designing

a parallel mesh generation software. The following attributes are critical for enhancing a software’s adaptability to

emerging high-performance computing architectures, thereby ensuring its longevity and reliability when exploiting new
methods for concurrency:

1) Stability represents the level of quality of a mesh generated in parallel in comparison to the quality of a

sequentially generated mesh. This quality is defined by the shape of individual elements (evaluated in an

anisotropic metric field) and the number of elements within the mesh (fewer is better for the same level of metric



conformity).

2) Robustness is the ability of the parallel software to correctly and efficiently process any input data. The
processing of data should not require operator intervention, as this is not only highly expensive for massively
parallel computations, but most likely infeasible due to the large number of concurrently processed sub-problems.

3) Scalability is the ratio of the runtime of the best sequential implementation to the runtime of the parallel
implementation, which should show an increase in speedup that is ideally proportional to the number of processing
elements utilized. However, this speedup is limited by the inverse of the sequential fraction of the software,
according to Amdhal’s law [[8]. Therefore, non-trivial stages of the computation must be parallelized if one is to
leverage as much concurrency as possible in the current and emerging architectures that are designed to deliver
million-to billion-way concurrency.

4) Code re-use suggests a modular design that utilizes mesh operations (such as point creation/insertion, edge
swapping, point smoothing, etc.) from any sequential (or previously-built parallel) mesh generators without
requiring significant updates to accommodate these new operations. Rewriting new parallel algorithms for
every new meshing operation can be highly expensive in time investment due to the complexity and evolving
functionality of such codes. The code re-use approach is only feasible if the software satisfies the reproducibility
criterion.

5) Reproducibility [9] is a requirement that the mesh generation code, when executed with the same input, produce
either identical results (termed Strong Reproducibility) or those of the same quality (Weak Reproducibility)
under the following modes of execution: (i) continuous without restarts, and (ii) with restarts and reconstructions
of the internal data structures. This is essential if generated mesh elements are re-processed by the software’s
meshing algorithm after data movement occurs between parallel processes.

In [3,110], CDT3D addressed robustness and was shown to maintain stability and excellent scalability (with various
test cases, including its performance within the context of a simulation pipeline on a single multicore node), while
addressing code re-use in [11]]. While presenting the foundational elements of this new distributed memory method,
several challenges (and their resulting lessons) are also presented given that CDT3D is optimized for a shared memory
architecture, and what additional measures were taken to enable the code’s integration into the distributed memory
method. Whereas CDT3D targets the chip level, the presented distributed memory method serves to exploit coarse-grain
parallelism at the node level.

In the presented method, an initial mesh is data decomposed and subdomains are distributed amongst the nodes of
an HPC cluster. Meshing operations within the shared memory code are designed to adopt a speculative execution
model, enabling the strict adaptation of interior subdomain elements so that interface elements can be adapted in a
separate step to maintain mesh conformity. Interface elements undergo several iterations of shifting (i.e., movement
between parallel processes) so that they are adapted when their data dependencies are resolved (i.e., cavities of elements
required to permit their adaptation are local). To aid in this endeavor, PREMA is utilized. As mentioned previously, this
runtime system alleviates the burden of work scheduling and load balancing for distributed memory applications.

Current state-of-the-art HPC mesh generation methods utilize collective communication and global synchronization
techniques, limited by traditional message passing between parallel processes [12H20]. These techniques have been shown
to hinder potential scalability [10, 21} 22]. PREMA not only offers asynchronous message passing between processes
but also enables asynchronous message passing between encapsulations of data (i.e., subdomains). This functionality
is described in section [[IL.B] Additionally, it offers a particularly useful "event" feature that aids in establishing data
dependencies between subdomains, thus enabling "neighborhoods" of subdomains to work independently of each other
in performing interface shifts and adaptation. This early implementation of the distributed memory method utilizes a
master/worker model, where the master process is responsible for the creation of these PREMA events (designating
which subdomains will send/receive data within their respective neighborhoods during each interface shift iteration).
We follow the practice of first implementing our method with a centralized model (such as the method in [23]] before
its subsequent decentralization in [24]]) to gauge its stability and ensure correctness with regards to the final mesh
it generates. Although this centralized model contains implicit global synchronization, PREMA and CDT3D act as
building blocks enabling the distributed memory CDT3D method to avoid the use of collective communication and to
eventually avoid any global synchronization techniques. The completion of its decentralized version (where PREMA
events will be created asynchronously amongst neighborhoods of subdomains) can potentially grant the distributed
memory method better performance than that seen thus far with existing state-of-the-art HPC software. This is a future
step and is outside the scope of this paper.

Preliminary results show that after several passes of interface shifts and adaptation, the presented method is able to
produce meshes of comparable quality to those generated by the original shared memory CDT3D software. However, the



shared memory CDT3D method presents a challenge regarding its ability to re-process data that it generated in previous
adaptations (a necessity given that interface elements are merged with elements already adapted during shifting). It
does so successfully but not e ciently with regards to time. This phenomenon is investigated in §ectipn VI.D. These
results echo the recurrent conclusion (also deduced from other distributed memory parallelization e orts of sequential
and shared memory mesh generation meth@®n29 27]) that a code cannot be simply integrated into a parallel
framework as a black box if it was designed and developed independently of that framework. This suggests that the
shared memory CDT3D method must undergo further re-design if it is to be integrated successfully into the Telescopic
Approach, enabling the distributed memory method to achieve scalability. Local communication performance regarding
non-meshing operations, however, suggests that if CDT3D can be successfully re-designed, the interface shift operation
presents a potentially viable solution in achieving scalability for mesh adaptation when targeting con gurations with
large numbers of cores (building upon the shared memory CDT3D method which only utilized up to 40 cores in an
earlier study [10]).

Ill. Background

A. Shared Memory Mesh Generation

The shared-memory CDT3D implements a tightly-coupled method and exploits ne-grain parallelism at the cavity
level using data decomposition, targeting shared memory multicore nodes using multithreaded execution at the chip
level. Multiple mesh operations (e.g., point insertion, edge/face swapping, etc.) are performed concurrently on di erent
data by using fast atomic lock instructions to guarantee correctness. These locks are used to acquire the necessary
dependencies for the corresponding operation. Failure to do so will result in unlocking any acquired resources (rollback)
and attempting to apply an operator on a di erent set of data. This is the essence of the speculative execution model,
which is to exploit parallelism everywhere possible from the beginning of re nement when there is no, or very coarse,
tessellation (contrary to existing methods that require sequential preprocessing and are in some cases just as expensive as
the parallel mesh re nement itself). The speculative execution model is implemented usseptration of concerns
ideology 8] [1]]. Functionality is separated from performance components with CDT3D as well. Meshing operations
are abstracted as tasks, and these tasks are only performed when their corresponding dependencies are satis ed (i.e.,
successfully locked). Such abstractions provide easy interoperability with a low-level runtime system such as PREMA
(discussed in more detail in section 111.B). The distributed memory method currently utilizes the Pthread version of
CDT3D as opposed to other backends o ered by its tasking framework (details of additional execution backends can be
found in [11]).

CDT3D o ers metric-based anisotropic mesh adaptation, accepting an analytic or discrete metric eld as input, and
can be combined with Computer-Aided Design (CAD)-based information to accomplish adap3atiohd pipeline of
operations for CDT3D's anisotropic mesh adaptation can be seen in Figure 2. While the mesh adaptation phase can
improve the overall mesh quality, it should be noted that this phase focuses on satisfying spacing requirements (i.e.,
edge lengths of elements in the metric space). The quality improvement phase focuses on satisfying element shape
requirements (i.e., improving element mean ratio). See section VI.A for details regarding how qualitative criteria are
measured in the metric space for our evaluation.

Fig. 2 CDT3D pipeline of anisotropic adaptive mesh generation [3]



CDT3D was compared with three other parallel anisotropic mesh adaptation methods used extensively within the
industry [LO]. The quantitative and qualitative results of each method were compared from testing on a benchmark
created by the Unstructured Grid Adaptation Working Group (UGAWZS).[ This benchmark served to evaluate
adaptive mesh mechanics for analytic metric elds on planar and simple curved domains. In each case, CDT3D was
shown to maintain stability of metric conformity (with both element shape size and edge length). It also showcased
good performance when utilizing up to 40 cores on a single multicore node, exhibiting good weak scaling speedup and
almost linear speedup amongst its strong scaling cases.

B. Parallel Runtime System

Message passing and data migration within the presented distributed memory method is handled by utilizing
the Parallel Runtime Environment for Multicore Applications (PREMA) systéné]. This system provides work
scheduling and load balancing on both shared and distributed memory architectures, alleviating the application developer
of these responsibilities. PREMA introduces constructs called mobile objects, which are encapsulations of data (not
necessarily residing in contiguous memory), and mobile pointers which are used to identify mobile objects within a
global namespace. Interactions between data can be expressed as remote method invocations (handlers) between mobile
objects rather than only between processes or threads. While non-con icting handlers are executed concurrently across
processing elements, PREMA o ers the ability to utilize multiple hardware threads to share work within the context
of individual handlers§]. Due to the nature of adaptive applications, especially in the context of mesh generation,
workload disparity is often withessed amongst the mobile objects processed by handlers. This ne-grain parallelism
allows for more e cient utilization of shared memory resources to help bridge this disparity in workload processing
time.

PREMA o ers distributed memory load balancing by monitoring work loads between ranks and performing
migrations of mobile objects to available workers without interrupting execution. Communication and execution are
separated into di erent threads to provide asynchronous message reception and instant computation execution at the
arrival of new work requests. As stated previously, the mobile pointer construct allows method invocations to be
made to mobile objects regardless of their location (potential migration to another rank). PREMA also provides the
ability to establish dependencies between mobile objects and to execute user-de ned events once all dependencies have
been satis ed. This functionality becomes particularly useful when migrating cavity data needed for the adaptation of
interface boundary elements within subdomains (discussed in more detail in section V).

IV. Related Work

The presented distributed memory method is motivated by past investigations of black-box approaches," where
parallelization was attempted for mesh generation programs (most of them were originally sequential) while making
the least amount of modi cations possible to their source code. One such approach is termed "functionality- rst,”
which involves the parallelization of state-of-the-art mesh generation software that are fully functional and optimized for
single-core architectures. Several studies addressing the viability of functionality- rst black box approaches included
VGRID [25], TetGen P], and AFLR [26]. The e ort regarding VGRID utilized a binary of the sequential software
within a distributed memory metho@%]. Consequently, its performance was hindered by VGRID process creation,
le /0, and data structure initialization. Additionally, its scalability was limited by the sequential design of VGRID
and insu cient exploitable concurrency given by the domain decomposition method utilized. With regards to the
parallelization of TetGen, TetGen itself failed the reproducibility criterion (it could not initialize its data structures
based on a mesh that it itself had already generagdflthough AFLR's source code was integrated successfully
into a distributed method and it satis ed the reproducibility criterion, this parallelization e ort was hindered by the
mesh quality within each subdomain being constrained by interfaces (subdomain boundaries, as an input boundary
was required by AFLR to re ne any domair€]. Another black-box approach focused on the integration of a shared
memory method, called PODN24)], into a distributed memory frameworRT]. PODM is a Delaunay-based mesh
generation method (as opposed to CDT3D's local reconnection-based method) that was not originally designed for
execution within a distributed setting (or integration into the Telescopic Approach). This approach strictly utilized
PODM as a black box and involved the migration of large amounts of data (entire subdomains) throughout execution in
order to resolve data dependencies that were required to satisfy the Delaunay property. This overhead accounted for
more than 50% of execution time, making this distributed approach 7x slower than the shared memory PODM when
utilizing the same numbers of core&7]. Evaluations of these black-box approaches exhibited the recurrent conclusion
that if a code is not originally designed for scalability, it cannot be simply integrated into a parallel framework as a



black box. Rather than devoting signi cant amounts of time to redesigning such codes, these studies encourage the
development of "scalability- rst" approaches (those designed with scalability as the focus and functionality added as
needed), if one wishes to leverage the maximum potential speedup o ered by large-scale architectures.

A goal of the presented distributed memory method is to avoid collective communication, as this is not ideal
for large-scale computing. The overhead of collective communication was reported in an extensive study involving
numerous proxy applications within DoE's Exascale Computing Project (EZIP2P]. The purpose of the ECP study
is to understand communication patterns utilized by these applications and to identify where optimization e orts may
be focused. It was observed that most of the applications spent more than 50% of their runtime in communication
(as opposed to computation). While the majority of communication calls were primarily point-to-point (messages
between individual processes), the amount of runtime spent in communication was dominated by collective calls (e.g.
MPI_Allreduce, MPI_Alltoall, etc.).

Another observation of note is that none of the applications in the study utilized neighborhood collectives, a feature
introduced in MPI 3.0 that permits collective communication calls within subgroups of processing eleBfgnthis
feature is designed to operate based on a process topology. Neighborhood collectives, in addition to several other
MPI functions, are suggested as potential resources in helping drive forth optimizations for these exascale applications
represented by their proxy counterparts.

The parallel meshing strategies utilized by the aforementioned state-of-the-art codes (that were compared to the
shared memory CDT3D) all exhibit good speedup in the strong scaling and weak scaling cases presgfited in [
However, there are implicit global synchronization points in these codes that induce increasingly noticeable overhead
when utilizing up to several hundred cores. Given the observations presented in the study of DoE's ECP, this overhead
may be exacerbated when meshing billions of elements on much higher con gurations of cores. For es@amplea
functionality- rst, partially-coupled coarse-grained approach developed by INRER folves the interface problem by
freezing interfaces during adaptation and then re-partitioning the domain to focus on adapting interface elements. This
re-partitioning occurs only after all subdomains have completed adaptation and is repeated over several passes. This
domain decomposition was reported to be one of the main parallel overheads. Other methods use di erent graph-based
techniques for domain decomposition, also freezing interface elements during adaptation and then performing global
re-partitioning steps over several iterations to adapt interface elements [13, 14, 31].

A scalability- rst, partially-coupled coarse-grained approach developed by NASA, cadled [15], also re-
partitions the domain at the end of each adaptation pass. Interior elements are adapted while interfaces remain frozen.
The method then focuses on adapting interface elements while simultaneously performing communication to update
neighboring subdomains of the changes to shared interface elements. Global identi ers are utilized to denote duplicate
points between subdomains. Moreover, all-to-all communication occurs at the end of each adaptation pass. Each
subdomain communicates with all other subdomains to ensure that each newly inserted grid point has a unique global
identi er.

Two partially-coupled, coarse-grained methods, knowRragmatic[16, 32 andOmega_H17, 33, utilize a data
decomposition technique where they color a dependency graph of the cavities targeted by mesh operations. Each
method utilizes di erent techniques in handling interface elements however. Initially, interfaces remain frozen during
adaptivity and a global re-partitioning step is performed at the end of each adaptation pass to then adapt those interfaces
in Pragmatic[16]. In Omega_hinterface elements are replicated across subdomains so that for every cavity there
exists a subdomain where mesh operations may be applied to the interface point's/element's full cavity only within that
subdomain. A global synchronization step then removes duplicate data before obtaining a new dependency graph of
cavities for the next adaptation pass.

Another partially-coupled, coarse-grained method cafistDB [18, 19] bases its data decomposition techniques on
distributed databases. Duplicate data for interface points are stored on neighboring subdomains; moreover, particular
subdomains are selected where mesh operations are applied to those interface elements. In a global synchronization
step, the processors containing these subdomains communicate with those containing neighbors at the end of each
adaptation pass regarding updates (while these interface elements remain frozen in the neighbors during their own
adaptation). A global re-partitioning step is also used at the end of each adaptation pass to maintain load balancing.

The distributed memory method presented aims to avoid collective communication, and does not perform global
re-partitioning. Additionally, it does not require global synchronization to update global identi ers for duplicate
data between subdomains. It instead takes a similar approd&RI@®[20], a functionality- rst, partially-coupled
coarse-grained approach developed by BoeiBgIC freezes interfaces during each adaptation pass and then all
processes synchronize to shift the interface elements into the interiors of subdomains. A subset of mesh operations
within EPIC also utilize multi-threading. With regards to distributed adaptive anisotropic 3D mesh generation (and to



the best of our knowledge), no other method applies a tightly-coupled speculative ne-grained approach, such as the
shared memory CDT3D software, for the adaptation of individual subdomains. The presented distributed memory
method performs an initial adaptation pass with frozen interfaces (fully utilizing the multithreaded speculative execution
model for adapting interior elements within each subdomain). Neighborhoods of subdomains (enabled by PREMA's
event functionality) then shift cavities of data needed to adapt those interface elements over several passes. Message
passing is performed within these neighborhoods of subdomains, avoiding any all-to-all communication.

V. Distributed Memory Method

A. High-level Algorithm

Given its design and performance in stability on a single shared-memory node, the shared memory CDT3D
(SMCDT3D) was abstracted as a library to be used in the adaptation of individual subdomains in the distributed memory
method. A high-level overview of the distributed memory method (DMCDT3D) is shown in Algorithm 1. It essentially
includes six steps, three of which are executed in a loop until all elements have undergone the mesh adaptation phase of
the shared memory CDT3D (which includes operations that optimize both the spacing and shape measure of elements
but primarily focuses on satisfying spacing requirements). The nal step focuses on satisfying shape measure quality.
The steps include: decomposition, interior adaptation of all subdomains, interface shift, interior adaptation of colored
subdomains, a topology update of subdomain adjacency, and quality improvement.

Algorithm 1 High-level algorithm of early Distributed Memory CDT3D implementation

DMCDT3D(" g m, N)
Input: " gis the initial mesh
mis the target metric
N is the number of subdomains
Output: Adapted mesh that conforms to the anisotropic metric reld

: Perform data decomposition to create subdom@ime (»
. Distribute subdomaing;...( # to processes
: ADAPT_SUBDOMAIN((1...(#, Mm...mg) « // Adapt interior elements amongst subdomains
. while (9 element2 (;...(# that have NOT undergone mesh adaptatitm) * // Adapt interface elements
((1-+((=r ( 1--(+. = COLOR_SUBDOMAINS(1...(#) * // Color subdomains to designate which will send
or receive interface data
INTERFACE_SHIFT(1...(#)
ADAPT_SUBDOMAIN((" ,...(:.,m ,..m )
UPDATE_TOPOLOGY(1...(#)
: end while
10: QUALITY_IMPROVEMENT(( 1...( # , m...mx ) » // Commence quality improvement over all subdomains' interior
elements
11: TERMINATE()
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B. Data Decomposition

Di erent methods of decomposition may be applied to the grid. The method of decomposition applied in the
current implementation is called PQR, which uses a sorting-based method to partition elements into subdomains
based on a boundary-conforming curvilinear coordinate syssdin A connectivity graph partitioning heuristic is
utilized, where the mesh itself is considered to be a Euclidean graph (the elements are vertices and their face-connected
neighbors establish edges). This heuristic uses Euclidean metrics and minimizes the diameter of subdomains, delivering
quasi-uniform partitions. Once all subdomains have been created, they are packed and distributed among processes
using PREMA.



C. Interior Adaptation

After data decomposition, the interior elements within each subdomain are adapted. Whenever a subdomain
undergoes adaptation, all of its interface elements are frozen. Let a mesh be partitioned into N subdeméindf
(1\ (2<; then(y and(; are neighbors. Let;»> = (1\ (2. All pointsin 1 are interface points. Any edge, face, or
tetrahedron de ned by an interface point iy, is an interface edge, interface face, or interface tetrahedron, respectively.
Any other subdomain which contains elements that are de ned by a poinbiis also considered a neighbor of both
(1 and( 2 and will contain a copy of that same interface point.

Let=486 Boe the set of all neighbor subdomains far The set of interior points ifi1 is de ned as:8?>8=CB
(10=38 1_-486 B Elements that are solely de ned by interior points are permitted to undergo adaptation. Interface
elements remain frozen to maintain conformity between subdomains. As mentioned in section Ill.A, some operations in
CDT3D are designed to use a speculative execution model. Consequently, interface elements are frozen by locking
interface vertices before any operation commences. An overview of each operation and how they are a ected by
interface vertices is described below.

1. Edge Collapse and Vertex Smoothing

The edge collapse operation is used within CDT3D as a pre-re nement and post-re nement operation. It serves to
remove edges smaller than a target value. As a pre-re nement operation, coarsening a mesh before executing subsequent
operations can lead to better quality in the nal output mesh (demonstraté@]n As a post-re nement operation, it
is used to remove short edges created during re nement/adaptation. The vertex smoothing operation moves a vertex
incrementally along multiple directions of a search space to determine a position that optimizes the quality of all
connected tetrahedra. Both the edge collapse and vertex smoothing operations follow the speculative execution model,
described in section Ill.A. Each operation iterates through all vertices, attempting to lock each vertex and all its adjacent
vertices (implicitly granting exclusive access to all adjacent tetrahedra). If any locks fail, all acquired resources are
released and the method proceeds to the next vertex.3pee fnore details regarding the implementation of these
operations. Figure 3 shows a 2D example of an edge and points that would not be allowed to undergo removal or
smoothing due to interface vertices already being locked. If an edge contains an interface vertex, it cannot be removed.
If a vertex is adjacent to an interface vertex, it cannot be smoothed.

It should be noted that the order in which operations are designed to be executed in the shared memory method
should also be re ected in their order of execution in the distributed method. As stated previously, the edge collapse
operation serves as a pre-re nement and post-re nement operation. If this operation is used by default during the mixed
interior/interface adaptation of subdomains, elements that were already generated to satisfy spacing criteria will be
repeatedly removed and re-generated over each interface shift iteration, wasting time and computational resources. When
attempting to use a method like the shared memory CDT3D as a black box, one must be mindful of each operation's
design/purpose and how they can be used appropriately in a distributed setting to maximize potential scalability. Edge
collapse is only used as a pre-re nement operation during the interior adaptation phase (line 3 of Algorithm 1). Itis
used as a post-re nement operation only after the interface shifting phase has been completed and before the quality
improvement phase commences (line 10 of Algorithm 1). Vertex smoothing can be utilized in all meshing phases of the
distributed memory method; however, it is only used during the quality improvement phase in the current implementation
(line 10 of Algorithm 1).

2. Local Reconnection

Local Reconnection includes four types of topological transformations, or ips, that include metric-based information
to improve element quality. This operation also uses the speculative execution model. After assigning lists of tetrahedra
to threads, each thread iterates through its assigned tetrahedra. The thread attempts to lock the vertices of a tetrahedron.
For each of the tetrahedron's faces that have a neighboring tetrahedron, the thread attempts to lock the opposite vertex
of that neighbor tetrahedron and attempts ips. If any locking fails, the thread either moves on to the next neighbor
or releases any acquired resources and moves on to the next tetrahedron. For more details regarding this operation's
implementation, see3]. Figure 4 shows a 2D example of elements that would be permitted to undergo ips. Any
combination of elements are permitted to undergo local reconnection i none of those elements are interface elements
(i.e., de ned by an interface vertex). Local Reconnection is utilized in all meshing phases of the distributed memory
method - interior adaptation, interface shift, and quality improvement (lines 3, 7, and 10 of Algorithm 1, respectively).
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Fig. 3 Any edge that does not de ne an interface element, or contain an interface vertex, may be removed
(i.e., any edge that is blue). However, the primary vertex during locking of the edge collapse operation must
be considered. The dotted lines are edge connections to points that are dependencies of the primary vertex
(those that the method will attempt to lock). In (a), the black dotted edge DE cannot be removed because the
primary vertex is D, which is adjacent to interface vertices B and G, failing to lock them. In (b), the primary
vertex is E, and all adjacent vertices are successfully locked. Edge DE can therefore be removed, resulting in (c).
Because vertex smoothing uses the same locking mechanisms, a similar principle applies. No interface vertices
may undergo smoothing because they are already locked. No constrained vertex (those in green) may undergo
smoothing because the smoothing operation would fail to lock all their adjacent vertices (i.e., those that are
interface vertices).
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Fig. 4 Any combination of elements are permitted to undergo local reconnection i none of those elements are
interface elements (i.e., those in red that are de ned by an interface vertex). As an example, the black dotted lines
represent elements that the method attempts to lock in order to perform a ip. In (a), elements ARC and RQC
cannot undergo swapping. Element ARC cannot be locked by the local reconnection operation due to point A
already being locked (since it is an interface vertex). In (b), elements RQC and CQE are permitted to undergo
swapping since neither are de ned by interface points. (c) is the result of the ip, creating elements CRE and
RQE.



3. Point Creation/Insertion

Similar to the local reconnection operation, lists of tetrahedra are assigned to threads. Each thread iterates its list
of tetrahedra that do not satisfy edge length criteria in the metric space. A centroid-based point creation technique is
utilized to create candidate points. If a point satis es all proximity checks and encroachment rules (e.g., not too close
to an existing point or boundary face, etc.), it is accepted and inserted into the mesh. For more details regarding the
implementation of these operations, see [3].

It should be noted that point creation/insertion on elements adjacent to interface elements inhibits grid generation
convergence. We have found that CDT3D will continuously attempt to improve elements adjacent to the interface by
inserting points over numerous iterations until crashing. The method will struggle to truly satisfy spacing requirements
within the metric space and will inadvertently create slivers (i.e., elements with a volume near zero). Therefore, a bu er
zone must be established around locked (interface) elements to reach convergence. Point creation/insertion is prohibited
for any interface element or element within this bu er zone. Elements within the bu er zone include those de ned by a
vertex that is also shared by an interface element. Figure 5 shows a 2D example of constrained elements that cannot
undergo point creation/insertion because they are adjacent to interface elements. Constraining elements that surround
interfaces is a necessity also seen in the state-of-the-art me¢hod [12], where surrounding cavity elements must be
included in the adaptation of interface elements to produce good quality elements. Point creation/insertion are utilized
in the interior adaptation and interface shift phases of the distributed memory method (lines 3 and 7 of Algorithm 1,
respectively).

(€Y (b) (©

Fig. 5 Interface elements (those in red) cannot undergo point creation/insertion. Constrained elements (those in
purple) share a point with an interface element and therefore cannot undergo point creation/insertion. (a) shows
the point creation operation failing to generate any candidate points for element EJI because it is constrained
due to point | being shared with elements IKF and ILK. In (b), point creation is permitted for element QJE,
resulting in the creation of three new elements in (c).

D. Interface Shift & Mixed Interior/Interface Adaptation

Due to how interface elements can a ect the overall quality of the nal mesh (as seen in the study regarding the
parallelization of AFLR) R6], they are shifted to the interiors of subdomains over several iterations so that they may
undergo adaptation. This mixed interior/interface (Mll) adaptation phase begins after all subdomains have completed
the stage of interior adaptation (line 3 in Algorithm 1). Subdomain adjacency can be considered as an undirected graph,
where a subdomain is a vertex and an edge is a neighbor connection between two subdomains that share an interface
point. Many subdomains within this graph are selected, or "colored," to receive data while particular neighbors are
selected to send their corresponding interface data to those that are colored. Subdomains colored to receive data are
prioritized by the number of elements that have not undergone mesh adaptation (i.e., interface elements and those
constrained by them). All surrounding neighbors of a colored subdomain are designated to send data only to that
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subdomain. Due to this method of coloring, it is possible for some subdomains to go uncolored. Once an initial pass of
coloring is complete, remaining subdomains are colored even if they only have one neighbor from which they may
receive interface data (that has not already been designated to send to another colored subdomain). This allows the
distributed method to exploit as much parallelism as possible at the coarse-grained level. The interface data sent consists
not only of the interface elements themselves but also their corresponding cavities plus several layers of elements that
are required to successfully permit their adaptation in each meshing operation. Consider a single tetrahedron as a single
layer. The set containing each tetrahedron connected to each of its faces are considered to be a second layer, and all of
the tetrahedra connected to each of their faces are considered to be the third layer, and so on.

PREMAs aforementioned event feature is utilized, where colored subdomains designate their neighbors as
dependencies. Recall that PREMA allows subdomains (i.e., mobile objects) to communicate amongst themselves (rather
than limiting communication speci cally to processes). Once an event activates (i.e., all neighbor subdomains have
completed their own interior adaptation and/or adjacency update communication), all neighbor subdomains gather
interface data, send it to their colored counterpart, and the receiver scatters the interface data. Once all data has been
received and scattered, the colored subdomain initiates interior adaptation. Those elements that were considered
interfaces in the previous iteration are now considered to be interior elements due to this "padding" of cavities and
layers of additional elements. These elements combined with the original interior elements will all now be processed
for adaptation. PREMA allows for multiple events to be created and executed simultaneously, where subdomains
communicate amongst themselves within neighborhoods to commence interface shifts and adaptation. To verify the
stability and correctness of the distributed memory method, the current implementation utilizes a master/worker model,
where the master process colors subdomains and sets up PREMA events so that the corresponding neighborhoods can
commence their interface shifts. In the future, the master/worker model will be removed and PREMA events will be
created amongst subdomains as they color themselves within neighborhoods, enabling the method to become fully
asynchronous.

Figure 6 shows an example of the interface shift process with a data decomposition of a delta wing geometry being
adapted at a target complexity of 500,000. For simplicity and ease of understanding, there are two subdomains which
each contain approximately 2.3 million elements by the end of interior adaptation. About 200,000 elements are shifted
(i.e., sent) from the left subdomain to the right subdomain. The interface elements and those constrained by the interface
elements (red) are then adapted, generating about 400,000 additional elements.

(a) Data Decomposition (b) Interface Shift Eic(:))anxed Interior/Interface Adapta-
Fig. 6 The interface shift and adaptation process is shown on a data decomposition of a delta wing geometry.
Red elements contain edges that do not conform to the target metric, as they are a ected by the frozen interface.
(a) shows a data decomposition where two subdomains have each undergone interior adaptation. (b) shows the
transfer of interface elements (and corresponding cavities/layers) from the left subdomain to the right subdomain.
(c) shows the adaptation of those elements that were previously interface elements in both subdomains.

As in the shared memory method (which requires multiple grid generation passes of adaptation to obtain satisfactory
grid quality, i.e. metric conformity), 3], several iterations of interface shift and adaptation passes are required to
attain su cient grid quality in the distributed memory method. Before an iteration of MIl adaptation can commence
for a set of subdomains, the graph of subdomain adjacency must be up-to-date to ensure correct communication
between subdomains. After a gather/scatter operation, subdomain adjacency may change (i.e., loss of adjacency or
new adjacency). Each subdomain must communicate with its prospective neighbors to verify which of them are still
neighbors, which are new neighbors (if any), and which are no longer neighbors. The distributed memory method
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performs this communication between subdomains asynchronously while other subdomains may still be undergoing
adaptation. This subdomain adjacency update algorithm can be seen in Algorithm 2, providing a detailed look into
line 8 of Algorithm 1. All subdomains must complete all adjacency update communication before the master process
commences a subsequent interface shift iteration (this is the only point of implicit global synchronization for this early
implementation of the distributed memory method). Once the point creation operation of the mesh adaptation phase has
been applied to all elements that were considered to be interface elements during the interior adaptation phase, interface
shifting ends. Basing the completion of the interface shift phase speci cally on the point creation operation is explained
in section V.D.2 (with regards to a modi cation that was made to the shared memory method to enhance the distributed
method's potential scalability). Quality Improvement nally commences over each subdomain (which initially calls the
post-re nement edge collapse operation), the nal mesh is output (if speci ed), and the distributed memory method
terminates.

To exploit parallelism during the gather, scatter, and subdomain adjacency update operations, OpenMP constructs
are utilized. For example,#pragma omp parallel for construct is used when iterating and comparing sets of
interface points during the topology update. Additionally, when data structures are converted from complex types in
the shared memory method into simpler types for packing/sending (or vice-versa), similar constructs are used. The
necessity of this conversion is described in section V.E.

1. Maintaining Simple Connectivity Amongst Subdomains

An additional challenge regarding the interface shift and Ml adaptation involves maintaining simple connectivity
within each subdomain (i.e. ensuring that no tetrahedron, or partition of tetrahedra, are loosely-connected, sharing only
a point or an edge, to other tetrahedra or partitions within that subdomain). Every tetrahedron must share a face with
at least one other tetrahedron. All tetrahedra within a subdomain can be considered as an undirected graph, where a
tetrahedron is a vertex and an edge denotes that two tetrahedra share a face. Through edge traversal, if every vertex of
the undirected graph can reach every other vertex, then the subdomain is simply connected. Each subdomain must be
simply connected given that the shared memory software is designed to process only manifold geometries.

The notion of gathering layers of elements based on face-connectivity vs. point-connectivity must be considered.
With face connectivity, layer one (from which more layers are gathered) is de ned as the set of elements that each share
a face with an element in the receiving subdomain. Layer one for point connectivity would include those that may
only share a point with an element in the receiving subdomain. Gathering based on face-connectivity helps to ensure
simple connectivity (although it doesn't guarantee it); however, gathering based on point-connectivity ensures that all
mesh operations will have the needed cavities for interface elements (for example, recall that vertex smoothing operates
on points and edge connections rather than tetrahedra and face connections). Gathering based on point-connectivity
collects more elements, giving the shared memory method more exibility to achieve adaptation, allowing the distributed
memory method to satisfy spacing requirements quicker (as opposed to performing more interface shifts and iterations
of MIl adaptation). Consequently, gathering based on edge connectivity is not considered, as this would alienate
those elements that are only point-connected to the receiving subdomain (again requiring the method to later perform
additional interface shifts). To ensure simply connected volumes amongst subdomains, the distributed memory method
adheres to the following:

1) After data decomposition and before subdomains are distributed, each subdomain is checked and possibly
modi ed to ensure simple connectivity. If any loosely-connected partitions are found, they are re-assigned to
another subdomain that contains an element with a matching face.

2) Subdomains are colored during the interface shift phase based on face connectivity. If a neighbor subdomain is
connected to another by only point(s), the neighbor will not be selected to send those point-connected data, as
this can invalidate simple connectivity for the resulting volume once scattering is complete.

3) While subdomains are colored based on face-connectivity, the initial layer of elements (from which more are
gathered) are those that are point-connected to the receiving subdomain. As stated previously, this allows
more elements to be collected and sent, reducing the number of shift iterations required. Subsequent layers of
elements are gathered only based on face-connectivity, as described in section V.D. Due to the fact that the
gather operation begins with a simply connected subdomain, and because there is at least one element which is
face-connected to the receiving subdomain (guaranteed by the coloring), we can ensure that the data sent to the
receiving subdomain is simply connected.

4) After ensuring that the set of elements gathered are simply connected, the set of elements remaining in the
subdomain must be checked for simple connectivity. If any loosely-connected partitions are found, the partition
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Algorithm 2 Algorithm for updating the topology of subdomain adjacency through asynchronous communication

SUBDOMAIN_TOPOLOGY_COMMUNICATION(S) - executed for mobile object S
Input: Sis a subdomain

1: S->busy =true
2: Commence gather/scatter operation for interface data depending on color of S
3: neighbors = neighbor subdomains of S « // immediate neighbors if S is sender; neighbors of neighbors if S is
receiver
. S->busy = false
: S->numNeighborsResponded = number of subdomains in neighbors list
. neighbors_already checked = empty list
. if S->adjacency_check_queue is NOT entpign
foreach subdomair? adjacency_check_quede
Pop data from adjacency_check queue
10: Update adjacency status between subdomain and S
11: RESPONSE(subdomain, S)
12: S->numNeighborsResponded = S->numNeighborsResponded 1
13: neighbors_already_checked = neighbors_already_checked + subdomain
14: end for
15: end if
16: foreach neigh2 (neighbors neighbors_already_checkeld)
17: UPDATE_ADJACENCY(S, neigh)
18: end for
19: TERMINATE()

UPDATE_ADJACENCY (subdomainl, subdomain2) - executed for mobile object subdomain2

1: if subdomain2->busy == truben

2 Insert interface data into subdomain2->adjacency_check_queue
3: else

4 Update adjacency status between subdomainl and subdomain2
5: if there is new adjacency between subdomainl and subdomfen2
6 if subdomain2->numNeighborsResponded =thédh

7 Send updated adjacency status to master process

8 end if

9 end if

10: RESPONSE(subdomainl, subdomain2)

11: end if

RESPONSE(subdomainl, subdomain2) - executed for mobile object subdomainl

Update adjacency status between subdomainl and subdomain2
subdomainl->numNeighborsResponded = subdomainl->numNeighborsResponded 1
if subdomainl->numNeighborsResponded =thdh

Send updated adjacency and completion status to master process
end if

aphrwnR
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with the largest number of elements are designated to remain in the subdomain while the other partitions are
designated to be sent with those already gathered. If a partition is loosely-connected to those elements remaining,
it must be simply-connected to those gathered because the gather operation began with a simply connected
subdomain.

5) Given that the receiving subdomain is only receiving simply connected sets of elements from those neighbors
that are face-connected to it, this guarantees that it will remain simply connected after the scatter operation is
complete.

2. Pseudo-active Element Modi cation

The shared memory CDT3D method denotes elements as "active" if they do not satisfy qualitative criteria. These
elements become "inactive" when they do. CDT3D targets active elements when applying mesh operations. We have
observed that among all the geometry cases with which CDT3D has been & st6f] §pproximately 20-30% of
elements remain active by the end of adaptation. During adaptation, the method attempts to improve the quality of these
elements to reach certain qualitative thresholds. If little improvement is observed after several grid generation passes,
the method terminates. Despite this phenomenon, CDT3D was shown to produce meshes with qualitative results that
are comparable to those produced by state-of-the-art methOd<GDT3D was also tested and shown to function well
when coupled with a solver as part of a CFD simulation pipeline, accurately capturing features of underlying simulations
and occupying a small fraction of the pipeline's runtime [3].

CDT3D was designed with the assumption that the input geometry does not satisfy qualitative criteria. This design
assumption is a problem for the distributed method due to the mixed interior/interface adaptation. Elements that may
have still been active by the end of adaptation during the interior adaptation phase (or an interface shift iteration) will
cause CDT3D to re-apply mesh operations and further attempt to improve these elements during a subsequent interface
shift iteration. To maximize potential scalability, only elements to which mesh operations have not been applied (i.e.,
interface and constrained elements) should undergo adaptation.

To remedy this problem for the distributed method, the shared memory method was modi ed to acknowledge if
elements are classi ed as "pseudo-active” or "pseudo-inactive.” If an element is deactivated (made inactive) by the
method, itis also made pseudo-inactive. If the point creation operation is applied to an element, itis made pseudo-inactive
(even if the operation failed to create any candidate points that satisfy spacing criteria and the element remains active).
If point creation skips an element (because it is locked, i.e., it is an interface element or is constrained by its proximity to
an interface element), then that element is pseudo-active. We use the point creation operation to designate elements as
pseudo-active because (1) its goal is to satisfy spacing requirements (which is the goal of the interface shift phase), (2) it
is an operation that is always used in mixed interior/interface adaptation, and (3) because it is only applied to active
elements (therefore, elements that become inactive will never be made pseudo-active again). Additional information that
designates elements as either pseudo-active or pseudo-inactive is included when gathering and scattering data during an
interface shift. When jumpstarting the shared memory method for a subdomain, if an element is pseudo-inactive, it
is deactivated (made inactive) before any mesh operations are executed. With this modi cation, we attempt to direct
CDT3D to focus on applying mesh operations only to elements that have not yet undergone adaptation (i.e., those that
were previously interface/constrained elements and are pseudo-active). This pseudo-active modi cation allows the
interface shift phase (loop in Algorithm V.A) to eventually exit. While this modi cation improved the scalability of the
distributed method, it has not fully remedied the problem of CDT3D spending unnecessary time processing elements
that have already undergone adaptation. This "redundancy" phenomenon is explored in more detail in section VI.D.

E. Distributed Data Structures

One should identify and encapsulate only data that is essential for jumpstarting the shared memory method in a
distributed setting. There is a clean separation between the shared memory code and distributed code. The shared
memory code itself is not distributed-aware. Itis rather utilized as a library, where a number of adaptation operations can
be executed on the interior of each subdomain while keeping interface elements xed. Therefore, information pertaining
to mesh elements within each subdomain must be extracted as input for the shared memory method. Simultaneously, the
distributed memory method must maintain global identi ers specifying duplicate data between subdomains. Duplicate
data are speci ed using global identi ers similar to the approact8Bj.[ These global identi ers are essential when
receiving and scattering interface data, as they are used to identify both face and point connections between subdomains.
Every vertex in the grid is assigned a subdomain id (during decomposition) and an integer id local to that particular
subdomain. Decomposition and this assignment of data occurs on a single node, and subdomains are not packed/sent to
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other nodes of the HPC cluster until all data assignment (and possible modi cation for simple connectivity) is completed.
During assignment, whichever subdomain encounters the point rst is considered its owner, while others store this
point as a duplicate and its global identi er (subdomain id and local id) information. Interface points remain untouched
throughout adaptation. Any newly created points are assigned new global identi ers (based on the number of current
local ids for that subdomain) at the end of adaptation. If these points are gathered and sent to a neighbor during an
interface shift, their global identi ers are sent with them so that the neighbor will also have this information.

The distributed memory CDT3D method is implemented in the C++ programming language and as such, the
standard librarynemcpyfunction is utilized for the packing/unpacking of data during migration. It is preferable to
organize subdomain data into the simplest data structures possible (arrays, plain old data types, etc.) to make the
utilization of this function seamless; otherwise, careful attention must be given to more complex data structures, as
they are more likely to induce memory errors if not handled correctly (e.g. container types, dynamically allocated
pointers, etc.). These simple distributed memory method data structures are converted into the complex data structures
utilized by the shared memory code (linked lists of dynamically allocated pointers to class objects representative of
mesh elements, for example) when jump-starting a subdomain for adaptation, and vice-versa after a subdomain has
completed adaptation (for an upcoming interface shift).

F. Requirements for the Distributed Method's Design

The following requirements summarize the lessons learned in needing to re-design the shared memory CDT3D code

and understanding how to enable the integration of such a code into the distributed memory method:

1) Operations should be designed to execute successfully based only on subdomain input data provided (without
assuming access to the entire input domain). Some data structures within the shared memory method were
originally initialized based on this assumption. Their initialization has been modi ed to only account for what is
needed for that particular subdomain.

2) If a subdomain becomes larger or smaller throughout program execution, any accompanying data structure(s)
utilized within the shared memory method must also be updated before any subsequent processing of that
subdomain, e.g., gather operation, scatter operation, or Mll adaptation.

3) All operations should check if elements are locked, adhering to the mechanisms used by the speculative execution
model, thus allowing the precursory freezing of speci ¢ data without needing to further modify each operation to
process a new input type (interface data). For example, CDT3D includes a routine that iterates over all tetrahedra
and attempts to remove slivers from the external boundary of the domain. Originally, this method assumed that
if a tetrahedron contained a face with no neighbor tetrahedron attached, that that face is a boundary face. When
applied to a subdomain, this face could be an interface face (of which the shared memory method is not aware).
The routine has been modi ed to simply check if any of the face's points are locked. If so, it moves on to the next
tetrahedron.

4) Point creation/insertion on elements adjacent to interface elements inhibits grid generation convergence; therefore,
a bu er zone must be established around locked (interface) elements to reach convergence.

5) The order in which operations are designed to be executed in the shared memory method should also be re ected
in their order of execution in the distributed method. The impact of the order of operations is observed in our
evaluation, in combination with the pseudo-active modi cation that attempts to apply operations only to elements
that need it (i.e., interface) so that the method does not waste time processing interior elements that have already
undergone adaptation.

VI. Preliminary Results

A. Grid Adaptation Method

The same grid adaptation method utilized 1§][ for the shared memory CDT3D's evaluation and comparison
to other parallel meshing strategies, is utilized here for a progress and viability evaluation of the distributed memory
method. The goal is to adapt a given grid so that it conforms to an anisotropic metritl.eddcomprehensive
introduction to the de nition and properties of the metric tensor eld is provided3].[ The complexityC of a

continuous metric eldV is de ned as:
1
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Complexity on the discrete grid is computed by samphhgat each vertexas the discrete metric elt!,
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where+gis the volume of the Voronoi dual surrounding each node. The complexity of a grid is known to have a linear
dependency with respect to the number of points and tetrahedra, shown theoreticlyand experimentally veri ed
in [37][38]. The number of vertices are approximately &hile the number of tetrahedra are approximatel12s
shown in B6][10], scaling the complexity of a metric can generate the same relative distribution of element density and
shape over a uniformly re ned grid compared to the original complexity. The metric té€nspthat corresponds to the
target complexity a is evaluated by [36]:

AT e - 3

whereM is the metric tensor before scaling and C(M) is the complexity of the discrete metric before scaling.

In order to evaluate the progress made in the distributed memory method's implementation, quantitative results are
examined with respect to overhead incurred by the interface shift operation, as opposed to alternative methods which use
global synchronization and re-partitioning to process interface elements during mesh generation. Qualitative results are
examined with respect to metric conformity of the adapted mesh. These qualitative measures described below are the
same as those used by the Unstructured Grid Adaptation Working Grétpe adapted meshes of the early distributed
memory method are compared to those of the shared memory method in order to verify the viability of performing
interface shifts in the distributed memory method and its impact on the method's stability.

The aim of metric conformity is the creation of a unit grid, where edges are unit-length and elements are unit-volume
with respect to the target metric. For calculating edge length, we adopted the same de nition that appears in [39]. For
two verticesa andb, an edge length in the metric, can be evaluated using:
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and an element mean ratio shape measure can be approximated in the discrete metric as:
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wherev is a vertex of elemeritand" <40= is the interpolated metric tensor evaluated at the centroid of element
k. Since the goal is to create edges that are unit-length, edges with length above or below one are considered to be
sub-optimal. The measure for mean ratio is bounded between zero and one since it is normalized by the volume of an

equilateral element. One is the optimal quality for an element's mean ratio shape.

&

B. Experimental Setup

PREMA, shared memory CDT3D, and the early distributed memory CDT3D codes were all compiled using the
GNU GCC 7.5.0 and Open MPI 3.1.4 compilers. Data were collected on Old Dominion University's Wahab cluster
using dual socket nodes that each featured two%rXelor’® Gold 6148 CPUs @ 2.40 GHz (20 slots) and 384GB of
memory. Each run in the following experiments was executed ve times and the results were averaged. With regards to
data reported for the execution of the distributed memory method, when using con gurations of cores between 1 and 32,
a single node is allocated and the corresponding number of cores are allocated on that node. When utilizing more than
32 cores, nodes are allocated with 32 cores each. With each con guration (except that of 1 core), 1 core is utilized for
PREMA's communication per PREMA process (to allow for asynchronous communication and computation) while the
remainder are utilized by the distributed memory method's operations (CDT3D mesh generation, gather/scatter, etc.).
For example, a con guration of 256 cores means that 8 nodes are allocated with 32 cores each. 1 core is utilized for
PREMAs communication and the remaining 31 are utilized by the respective operations on each node.

*https://ugawg.github.io/
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C. Delta Wing Geometry

Figure 7 shows a delta wing geometry made of planar facets. Its multiscale Mé}rie fonstructed based on
the Mach eld of a subsonic laminar ow. The input grid is adapted from a complexity of 50,000 and is scaled to
a complexity of 10 million (generating approximately 100 million elements) for both a qualitative and quantitative
evaluation. In our evaluation, we consider elements with a mean ratio shape measure below 0.1 to be of poor quality. It
is common practice in literature to apply mesh operations that target elements below this threg28H Elements
of optimal quality have a mean ratio shape measure of 1 and contain edges that are unit-length, i.e. of length 1. Because
both the shared memory and distributed memory methods generate nal meshes with a small number of poor quality
elements (with mean ratio shape measures below 0.1) when adapting the delta wing geometry at 10 million complexity,
we also provide a qualitative evaluation when adapting the grid to a complexity of 500,000 (generating approximately 5
million elements). This case was also utilized in the aforementioned shared memory CDT3D evaluatiohGtudy [
Detalils of the veri cation of the delta wing/grid adaptation process is provided in [41].

Fig. 7 Delta wing with multiscale metric derived from a laminar ow and a complexity of 50,000

1. Qualitative Results

There are factors that a ect the distributed memory method's output grid's metric conformity and scalability, such
as the method of decomposition and the number of interface shift iterations. The optimal settings of these heuristics
vary between di erent geometries and require careful consideration when meshing larger geometries. After extensive
testing, the optimal settings for adapting the delta wing geometry at 10 million complexity with the distributed memory
CDT3D method was determined to be a PQR decomposition of 16 subdomains across the x-axis (strip decomposition)
and 12 interface shift iterations. This decomposition is shown in Figure 8, where each color represents a subdomain to
which an element belongs. Metric conformity, characterized by element shape measure and edge length histograms, for
the output meshes generated by the shared memory CDT3D and distributed memory method are compared in Figures 9
and 10. Figures 11 and 12 show the mean ratio and edge length histograms for the delta wing geometry adapted at
500,000 complexity (using the same data decomposition con guration and number of interface shift iterations). It can
be seen in both the linear and log scales that the meshes generated by DMCDT3D exhibit good overall quality similar to
that generated by the original shared memory method. While both methods generate a nal mesh with a few low quality
elements (with mean ratio less than 0.1) in the case adapted at 10 million complexity, both of their meshes have a lower
bound of 0.1 in the mean ratio measure for the case adapted at 500,000 complexity. In both cases, the methods exhibit
similar distributions of edge length measures.
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