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AHHoTanus. B paborte paccmarpusaercs npobiiema 3¢ GpeKTHBHOTO UCIOJIb30BaHU AMIapaTHBIX PECYPCOB B
KOMIIBIOTEPHBIX CHCTEMaX C HECKONbKMMH TIpaQU4YecKUMU ajanTepaMd B 3aj@4ax BH3yalH3alUd
KOMIIbIOTEepHO# rpaduku. [Ipeiaraercs rubpuiHas peann3anus K BBITOJIHCHHIO 3a1ad C HCIIOJIb30BAHUEM
rpadHYecKoro KoHBeiiepa, KOTOpas OCHOBaHA Ha (DYHKIHOHAIBHOM pa3JENCHUM BBIYMCICHHI MEKIY
BH/ICOA/[ANITEPaMH, B OTIIHYHE OT TPAAUIMOHHBIX METOIOB, I/I€ PACIPE/ICICHNE HATPY3KH OCYIIECTBIISIETCS O
IPOCTPAHCTBEHHBIM WM BPEeMCHHBIM KpHTepUsM. Pa3paGoTaHbl M IPOTECTHPOBAHBI AITOPHTMBL IS TPEX
rpaUYecKiX TEXHHK: MOJICIMPOBAHHE OOJIAKOB, pacdeT TEHEH M OKPYXKaIOLIero 3aTeHeHms. biaromaps
ucnone3oBanuio APl DirectX 12 B pexxume Explicit Multi-Adapter Obu10 pean30BaHO B3aMMOJEHCTBUE
Mmexny GPU 6Ge3 HeoOXOAMMOCTH HCIIONB30BAaHUS CIEIHAIM3UPOBAHHBIX alllapaTHBIX HHTEpQeicoB.
OKcliepUMeHTAIIbHBIE HCCIIEJOBAHUS ITOKA3aJIi IIPUPOCT IIPOU3BOJUTEIHHOCTH 10 28% IJIs1 pacueTa TeHeil, 1o
11% [u1s1 OKpy>KaroIero 3aTeHeH s U 10 59% 11t MOJeIMPOBaHUS 00JIaKOB B 3aBUCUMOCTH OT KOH(HUTIYpaluu
cucteMbl. IlomydeHHbIe pe3yabTaThl JEMOHCTPHPYIOT —TEPCIEKTHBHOCTh THOPUIHOTO TMOAXOJa Ul
[PAKTHYECKOro IPHMEHCHHS B IOTPEOUTENBCKHX YCTPOMCTBAX, TAKMX KaK HI'POBBIC KOMIIBIOTEPHI X HOYTOYKH
¢ KOMOMHHMPOBaHHOM rpadUKoOi.

KiroueBble cjioBa: THUOPUIHBIM PEHAEPUHT; MHOTOAJANTEPHBIC CHCTEMBI, CEMEWCTBO HHTEp(EHCOoB
DirectX 12; koMrbloTepHast rpauka.

Jns nurupoBanus: bormanoB M.K., CyBopoB A.M., Mpameukuna M.E., Cynranos P.P., JIax T.C.,
bynaes A.Il. ®DyHKUMOHANBHOE paclpe/eeHue BBIYMCIUTENBHBIX 3aad KOMIBIOTEpHOH rpaduku B
rubpuanbix cucremax. Tpyasl MCIT PAH, tom 38, Beim. 3, wacte 3, 2026 r., ctp. 161-176. DOI:
10.15514/ISPRAS-2026-38(3)-43.

161

Bogdanov M.K., Suvorov A.M., Ivashechkina M.E., Sultanov R.R., Lyakh G.S., Bulaev A.P. Task Partitioning for Computer Graphics in
Heterogeneous Computing Systems. Trudy ISP RAN/Proc. ISP RAS, vol. 38, issue 3, part 3, 2026. pp. 161-176.

Task Partitioning for Computer Graphics in Heterogeneous
Computing Systems

M.K. Bogdanov, ORCID: 0009-0002-3308-7643 <raeinforce@gmail.com>
A.M. Suvorov, ORCID: 0009-0000-3921-4805 <andryusha.suvorov@gmail.com>
M.E. Ivashechkina, ORCID: 0009-0004-4254-7722 <mari.avi00@mail.ru>
R.R. Sultanov, ORCID: 0009-0009-9628-9737 <ravil.r.sultanov@gmail.com>
G.S. Lyakh, ORCID: 0009-0009-0135-6723 <gleb_lyah@mail.ru>
A.P. Bulaev, ORCID: 0009-0007-0148-9847 <bulaevap97@gmail.com>

ITMO University,
Kronverksky Ave., 49, bldg. A, St. Petersburg, 197101, Russia.

Abstract. This paper addresses the challenge of efficient hardware resource utilization in computer systems
equipped with multiple graphics processing units for computer graphics rendering. We propose a hybrid
pipeline execution approach based on functional partitioning of computational tasks across heterogeneous
GPUs, diverging from conventional spatial or temporal load-balancing strategies. Algorithms were designed
and evaluated for three rendering techniques: procedural cloud simulation, shadow mapping, and ambient
occlusion. By leveraging the DirectX 12 API in Explicit Multi-Adapter mode, cross-GPU communication was
achieved without reliance on specialized hardware interconnects (e.g., SLI/CrossFire bridges). Experimental
results demonstrate performance gains of up to 28% for shadow mapping, 11% for ambient occlusion, and 59%
for cloud rendering workloads, contingent upon system configuration. These findings validate the efficacy of
functional partitioning in heterogeneous GPU environments and highlight its practical applicability for
consumer-grade hardware, including gaming PCs and laptops boarded with discrete and integrated graphics
subsystems.
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1. BeedeHue

Bce coBpeMeHHbIe IPUTOKEHHS KOMIIBIOTCPHOM rpaduKy, TaKHe KaK UTPbl, CHCTEMBI BUPTYaIbHOM
U JIOIOJIHEHHOW peanbHOCTH, a TaKKe HHCTPYMEHTHI I Hay4dHOU BHU3yalU3allUM, IPeAbIBIIAIOT
HOCTOSIHHO pacTymiue TpeOOBaHMs K IPOU3BOUTENBHOCTHU Tpaduieckux cucteM. s Toro, 4ro0sl
YJIOBIIETBOPHUTE 3TH TPEOOBAHMS, IIPOU3BOJUTENN KOMITBIOTEPHBIX KOMIUIEKTYIOIIHX IIPEUIaraloT
Bce Oormee Momuble rpadudueckue mporeccopsl (GPU), HO pecypchl Jaxke caMBIX COBPEMEHHBIX
BUJICOKApT OKAa3bIBAIOTCS HEJOCTATOUHBIMHU JUIA PELICHHs CJIOXKHBIX BBIYMCIMTEIBHBIX 3a/ad B
peXHMe peaJbHOTO BPEMEHH IIPH BBICOKOM Pa3pelleHNH BBIBOAA H300pakeHuH [1-2].

B GoNbIIMHCTBE COBPEMEHHBIX INMEPCOHANBHBIX KOMITBIOTEPOB M HOYTOYKOB YCTaHOBJIEHBI Kak
MHHHMYM 7Ba Tpaduyeckux apantepa: auckperHas supeokapra (dGPU) u mHTerpupoBaHHOE B
npoueccop rpapudeckoe sapo (iGPU). CornacHo nanHeiM MoHuTOpHHTra Steam Hardware Survey,
okosio 55% monbp3oBaTeneil IMEIOT CHCTEMBI ¢ HECKONBKUMHU TpadudecKMMH amantepamu [3].
OnHaKo CyIIECTBYIOIIHE MOAXOABl K PEHJIEPUHTY C HCIOJIb30BAHHEM HECKONBKUX BHACOKApT
OPHEHTHPOBAaHBI Ha KOH(Urypamunm ¢ HecKOIbKUMH JuckpeTHbIMH GPU, koTophle coennHEHBI
CIEIMAIN3UPOBAHHBIMU  BBICOKOCKOPOCTHBIMU HHTepdelicamu, Takumu kak SLI, CrossFire,
NVLink, XGMI, uto nenaer ux HEIPHUMEHUMBIMH JUI OOJIBIIMHCTBA UTPOBBIX MTOTPEOUTENBCKUX
ycTpoiicTs [4-5].

OCHOBHBIE METO/Bl, KOTOpPBIE HCIONB3YIOTCS B COBPEMEHHBIX Hoaxonax K MynsTH-GPU
PEHIEPUHTY, MOKHO Pa3JIeIUTh Ha OTIEJIbHbIC KaTErOPUM: aJIbTEPHATHBHBIA PEHIEPUHI KaJpOB
(Alternate Frame Rendering, AFR) u pa3nenenHsIif npocTpaHcTBeHHBIH penaepuHr (Split Frame
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Rendering, SFR) [6-8]. IIpu ucnons3oBanun AFR kaxapiii agantep B cuCcTeMe TOCIEIOBATEILHO
oOpabaTeiBaeT OTAENbHBIE Kajaphl. Takod cmoco0® peHmepuHra oOecrednBaeT IPOCTOTY
peanmu3anuy, HO He MO3BOMsIeT A()(EKTUBHO 3aJeHCTBOBATH BCE PECYpChl CHUCTEMBI IIPU
HCIIONB30BAaHUU CYIIECTBEHHO Pa3IMYaIoNMXcs 1o mpomsBoxurensHoctd GPU, a Takke mioxo
B3aMMOJICHCTBYET C aNTOPUTMaMHU, B KOTOPBIX €CTh 3aBHCUMOCTH OT PECYpPCOB, HCIOJIB3YEMBIX
Mexy kaapamu [9]. Ilpu ucnons3zoBanuu SFR, B cBO0 ouepens, Kaap pa3ziesieTcs Ha OTAeIbHbIC
4acTu, KaxJas M3 KOTOpbIX oOpabaTbiBaercs oraenpHbiM GPU. Drtor moaxox obecmeuuBaeT
Jydlly:0 OalaHCHUPOBKY HArpy3KH, HO TpeOyeT CIOXKHOI CHHXPOHU3aLUM U Hepeladyd JaHHBIX
MEXIy ajanTepamMd, OCOOCHHO mpu padoTe ¢ NPo3pauyHbIMH OOBeKTaMH U dddexTamu,
3aTparuBaroIIMU Belo cueny [8,10]. SFR Taroke mioxo MacmTadbupyeTces: B paMKax KOH(PHTypanuid,
B KOTOPBIX HCIIOJIB3YIOTCSI BUACOKAPTHI C Pa3HBIM YPOBHEM MPOH3BOAUTEIBHOCTH.

Bonee coBpemeHHbIM penienreM sBisieTcs noaxoa MDScale, KoTopbiii 00beIMHSIET OJHOLEHHBIE
cucrembl (CPU+GPU) B enunyio cerb. OH mo3BoNIsieT oOecHeuuTh ONM3KOe K JIMHEHHOMY
MacITabMpoBaHUE IPOU3BOJUTENBHOCTH Ha Oonpmee koimdectBo GPU, HO T1pebyer
CIIeNUANU3UPOBAHHEIX HHTEP(EHCOB CBS3H, YTO UCKIIOYAET €ro IMpHMEHeHUe M OONBIIMHCTBA
MOTPeOUTENbCKUX KOHGUryparmii [11].

Jst Toro uToOB! IPEOA0IeTh OTPAHHYEHHS KaK COBPEMEHHBIX, TaK U TPAAUIIMOHHBIX IOIX0J0B MbI
npejularaeM THOpUAHBIA METOJ paclpe/eNieHUs] BBIYMCIUTENBHBIX 3a4ad MEXIY HECKOIBKHMHU
ajlaniTepaMy, KOTOPBI OCHOBaH Ha (DyHKIIMOHAIBHOM pa3JieleHUU BblUUCICHHH. B oTnuume oT
CYILECTBYIOIIUX METOOB, HAIIl TOJXO:

1. TlosBomser a(exTHBHO HcmoNb30BaTh J00bIe GPU, BKiIIOUas KOMOMHAIINH UCKPETHBIX
U MHTETPUPOBAHHBIX BUAEOKAPT OT Pa3HbIX IPOU3BOJUTEINEN;

2. He TpeOyer ciennanu3npoBaHHBIX allapaTHBIX HHTEPGHENHCOB CBA3M MEXKIy aJalTepaMH,
6maromapst ncronb3oBannio mHHBI PCle 111 oOMeHa 1 CHHXpOHM3AINHN JaHHbIX;

3. Pacmpenenser Harpy3Ky Ha OCHOBE (DyHKIIMOHAIBHBIX OCOOGHHOCTEH 3ajad, OTOMpast Uit
nepeHoca Ha fgononHutensHblii GPU Takue alropuTMel, B KOTOPBIX UMEIOTCS KOMIIAKTHBIE
BBIXOJJHbIE JAHHBIE M MUHMMAJIbHBIE 3aBUCUMOCTU OT PECYPCOB, UCIOJIb3YEMBIX MEXIY
KaJpamu;

4. Moxer OBITh J€TKO MHTETPUPOBAH B CYIIECTBYIOIIME TpaduyuecKhe NPUIOKEHHs 0e3
3HAYUTENBHON MOIU(HKAINH HCXOTHOTO KOZIa;

B paGote mpencTaBieHs! pe3yIbTaThl Pa3padOTKH M TECTUPOBAHMS TMOPUIHEIX AITOPUTMOB IS
Tpex TpaUUYecKHX TEXHUK: CHMYJSIIUS W BH3yalu3alus OONaKoB, pacdeT TeHeH M pacder
OKpYIKAIOIIEro 3aTeHEeHHs. DKCIEePUMEHTHl ObUIM IPOBEIEHBI Ha Pa3IUIHBIX KOH(QHIYpaImsax

060pyIIOBaHI/I${, BKJIOYas KakK Imapbl ZUCKPETHBIX GPU, TaK 1 I‘I/I6pI/IZ[HLIG CHUCTEMBI C TUCKPETHBIMU
U UHTCTPUPOBAHHBIMHA I'pa(bI/I‘ICCKI/IMI/I azantepamu.

2. Mpednocbiku u Momueayuu

2.1 OrpaHuM4YeHu st CYLLEeCTBYIOLWMX NOAXOAO0B K NapannenbHOMY peHAepuUHry

CoBpeMeHHblE TOAXOJbl K peaju3allid MapajuleIbHOIO PEHAEPUHra CTAJIKUBAIOTCS C PIIOM
(yHIaMEHTAIBbHBIX MPOOJEeM W OrpaHWYEeHHH MpH paboTe ¢ THMOPUAHBIMU KOHQHUTYPALUSIMH.
Hanpumep, B uccnenoBanusx Eilemann u ap. [12-13] momuyepkuBaercsi, YTO TpaaUIMOHHBIC
noaxonsl, Takue kak AFR u SFR, nmpeanonararot, 4yto B cucteme OyyT HCHOIB30BATHCS IPUMEPHO
oIMHAKOBBIE MO TpousBoxutenbHocTH GPU. [laHHBIE YCIIOBUSI COBEPIICHHO HE COOTBETCTBYIOT
peanbHBIM KOH(QUTYpaLUsIM pacpoCTpaHEHHBIX THOPHUIHBIX CHCTEM C KOMOMHAIMEH TUCKPETHOTO
u usrerpupoBanHoro GPU. Pesynprar TectupoBanus anropurma SFR B rubpugHoil cucreme
IpeJCTaBIIeH Ha puC. 1.
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SFR

Puc. 1. Pesyrbmam pabomer nooxooa SFR na eubpuonou cucmeme ¢ iGPU u dGPU.
Fig. 1. Results of the SFR approach on a hybrid system with iGPU and dGPU.

B pa6orax Ren u Lis [14], a Takxe Kim u ap. [15], ormeueno, uro SFR TpeOyer 3HaUMTENBHBIX
3aTpaT Ha OOMEH IaHHBIMH MEXIy BHIEONPOIECCOpPAMU B CHCTEME, OCOOCHHO B CHTYalUsIX
00paboOTKH MPO3paYHbIX 00BEKTOB U IPPEKTOB. Takke CTOUT OTMETUTbD, YTO B CHCTEMaX, IJie HET
BO3MOXXHOCTH HCIIONB30BAaHMS BBICOKOCKOPOCTHBIX HHTEepdeiicoB cBsA3M, Takux kak NVLink u
XGMLI, mpomyckHas crnocodHocTh mmHBI PCle cymecTBeHHO orpaHuumnBaeT 3(GQEeKTHBHOCTH
nepeiavun TaHHBIX MEXy OOJBIIUM KOJHMYSCTBOM BUICOKapT [4,16].

Kpome Toro, uccienosanus Arunkumar u ap. [5] u Miic [17] moka3sIBaroT, 4TO COBPEMEHHBIC
QITOPUTMBI ITI00AIBHOTO OCBEIIEHHUS, HOCTOOPaOOTKH M BPEMEHHBIX 3P ()EeKTOB HUMEIOT CHIbHBIC
3aBUCHMOCTH OT pPE3yJbTaTOB BBIYMCICHHH MEXKAY pa3IMYHBIMU KaApaMH U IPYTUMH
aroputMamu, 4Tto aenaer npumeHeHne AFR mpoOnemarmdneiM. TemmopanbHble aarOpHTMBL,
takue kak TAA (Temporal Anti-Aliasing) [18], TpeOyIOT cOXpaHEHHUs COCTOSHHUA MEXYy KaJpaMu
u He MOryT ObITh 3 dexTrBHO pacnpenenens! no pazHbiM GPU 0e3 1onoJIHUTENbHBIX 3aTpaT Ha
CHHXPOHU3ALUIO.

Eme ogHuM BaXXHBIM OTPaHMYCHHEM SIBIACTCS 3aBHCHUMOCTH OT HPOU3BOAUTENS BHUACOKAPTHI U
JIOCTYITHOCTH 000pyI0BaHus, IprodperaeMoro notpeduteneM. Perenus, npempiaraemsie NVIDIA
SLI [19] u AMD CrossFire [20], paGotator Tompko ¢ koHpurypamusmu GPU ogmnoro
MPOU3BOAUTENS W IOCTCIICHHO TEPSIOT KaK NPOTrpaMMHYIO NOJICPXKKY B JpailiBepax, Tak H
annapaTHylo, OCKOJIBKY BCE MEHBIIE BBITYIIIEHHBIX BHICOKAPT UMEIOT MEXaHU3MBI IS TAaKOTO
B3auMOICUCTBHUSA [4].

2.2 Bo3amoxHocTtu DirectX 12 Explicit Multi-Adapter

TosBnenne DirectX 12 pacmmprino BO3MOKHOCTH pa3pabOTIHKOB U MPEJOCTABHIO BO3MOXKHOCTD
npsMoro  ympasineHus Heckonbkumu GPU B cucreme 0e3 3aBHCHMOCTH OT JApaiiBepoB
npousBoautens. B pexmme Explicit Multi-Adapter (EMA) mnpunoxkeHne camMo yHpabiseT
pacnpeneneHHeM 3a4ad M CHHXpOHM3amued Mmexnay azanrtepamu [21]. B EMA nmoctynHsl aBa
pexuma pabotsl: Linked Mode u Unlinked Mode. Linked Mode mpefmnonaraer ucronb30BaHHE
onuHakoBbiX GPU c obuieil BUpTyanpHOH agpecanueil MaMsITH, YTO MOXOXKE Ha TPaJULOHHBIC
pemenuss SLI/CrossFire. Unlinked Mode mo3Bonser paborars ¢ mo0biMu GPU, ucnomssys
OTJeNIbHbIE JIeBAKChl, ouepear M MeXaHu3Mbl cuHXpoHu3anuu [21-22]. Ha puc. 2 npencraieH
npumep pabotel 1Byx GPU B pexxume EMA ¢ Unlinked Mode.

Hcnons3oBanne Unlinked Mode nmo3Bosser padoTats ¢ JI0OBIME KOHGUTypanusiMu rpaduueckoro
000pyJOBaHUs, HOCKOJIBKY CHHXPOHHU3ALHS U OOHOBJICHUE JaHHBIX Ha alallTepax HaXOJUTCS B 30HE
OTBETCTBEHHOCTH pazpaborunmka W padoraer yepe3 PCle mmHy, uto yOupaer TpebGoBaHue
HCIIONB30BAaHUS CHIEUATN3UPOBAHHBIX AIAaPaTHBIX HHTEP(HEHCOB.
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Puc. 2. Mexanusm pabomul pazoenennvix Mexcoy aoanmepamu Gbl4uUci1eHul.
Fig. 2. Working principle of computations distributed between adapters.

2.3 AHanus peHgep-rpad)oB 1 BbIGOp anropuTtmMoB ANA pa3geneHus
[t Toro 9To0bI onpeieuTh Hanboee MOIXOAAIINE 33/1a9H IUIsL Pa3IeIeHNs BEIYUCICHUH MEXIy
GPU, MBI mpoBeny aHaiu3 peHaep-rpagoB COBPEMEHHBIX WIPOBBIX NMPHIOKEHHH U IBHKKOB C
HCIIOJIb30BAHHEM WHCTPYMEHTOB MpoduinpoBanus [23-24]. Mcxoas U3 pe3ysbTaToB aHAIN3a, Mb
BBIPA0OTAJIN CITUCOK KPUTEPHEB OLICHKH MPUTOAHOCTH 3324 /sl pa3/iesieHHs] BBIYUCICHUH MEKILY
ajlanTepamMu:
o OtHOCUTENbHAS HE3aBUCUMOCTb OT JIPYTHUX ATAIlOB KOHBeHepa.
o KoMMakTHbIC BBIXO/IHBIE TaHHBIC, MUHIMHU3UPYIOLIHE 00beM nepeaaBaeMbix Mexay GPU
JTAaHHBIX.
® Bricokas BBIYUCIUTENbHAS CIIOKHOCTb, IO3BOJISIIONIAS KOMIIEHCHPOBATh HAKJIaHbIE
pacxozpl Ha OOMeH JaHHBIMH.

o MuHUMAJILHBIC 3aBUCUMOCTH MEXKY BXOOHBIMH U BBIXOJAHBIMU JaHHBIMH

3. FubpudHbie anzopummsbi

IIpennmaraemast HamMH apXUTEKTypa THOPUIHOTO PEHIEPUHra OCHOBaHA HAa (DYHKIMOHAIBHOM
pasJeneHuH 3a1a4 MeXIy OCHOBHBIM U JononHuTenbHbIM GPU. OCHOBHON MPUHIUI 3aKII0YaeTCs
B BBIHOCE Ha BTOPHYHBIN aJanTep BBIYUCIMTEIBHO 3aTPATHBIX 331ad, KOTOPbIC MOAXOAAT IOJ
omucaHHble paHee kpurepuu. OOIMH MeXaHU3M PabOThl MOXKHO OIHCATh CIIEAYIOIUM 00pa3oM:

1) OcHoeHoit GPU BhINONHSET MpeBapUTENbHBIC dTAIbI peHIepuHra, Takue kak G-buffer,

Prepass riryOHHBI U HOpMaei;

2) HeoOxomumble nanHble nepenatorcs Ha gononHutensHbiii GPU uepes kpocc-aganTepHbie

pecypcesl;

3) Hononuurenshbiii GPU paccunThiBacT TEXHUKY Ha OCHOBE TOJIyYCHHBIX JaHHBIX;

4) Pe3ynbTaThl BEIYUCIICHUH IepeaatoTcst 00paTHO Ha ocHOBHOM GPU;

5) OcuoBnoit GPU 3aBepiiaeT peHAEpUHT CIIEHBI C UCTIOJIB30BaHHEM IOJIyYSHHBIX JaHHBIX
Takas apxUTEKTypa IMO3BOJISET MIOJHOCTHIO IEPEKPHIBATh BpeMs BbIUMCIeHHIH Ha BTopraHOM GPU
¢ paboTol OCHOBHOI'O a/IanTepa, MUHUMU3HUPYs o0Lee BpeMs MOoCTpoeHus kaapa. Ha puc. 3 MoxxHO
HaOJIfoaTe peHnep-rpad, KOTOPHIH HCHONB3yeTcs B pa3paboTaHHOM Hamu OeHuMmapke. B Hem
KPacHBIM IIBETOM OTMEYEHHI BCE HCCIIEAyeMble HAMH TEXHUKH. [ KaXIOH M3 HMCCleIyeMbIX
rpaguUecKkuX TEXHHK OBUTM pa3pa0oTaHbl CIICHUATH3UPOBAHHBIE aJTOPUTMBI  Pa3IeIeHUs]
BBIYMCIIEHHUH.
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Puc. 3. Ilpumep peroep-epaga npunodicenus.
Fig. 3. Example of an application render graph.

PostProcessing

3.1 T'MbpuaHbIAN anropuTm oTobpaxeHus obnakos

Jnsa ouneHku >(PGEKTUBHOCTH pa3feNeHUs BBIUUCIUTENbHBIX TEXHHMK, KOTOpPBIE CUUTAIOTCS
HapajjieIbHO OCHOBHOMY peHpaep Ipady, HaMu ObUI BBIOpAaH alrOPHUTM OTOOpa)KeHHs OO0JIaKOB
HOCPEJICTBOM CO37aHHs CIOEHOH KyOudeckoil TeKCTypbl HeOa C HCIIONb30BaHHEM Ppa3IMYHBIX
IyMoB [25-26]. Anmroput™ BEIHOCUT Ha JONOMHUTENbHBIH GPU BeIYHCICHHE TEKCTYphl 00JaKOB, B
To BpeMsi kak ocHOBHOH GPU o0pabaTeiBaeT oCTalbHBIE 3Tambl peHjaepuHra. CxeMaTHdHOe
OIHCaHUE AITOPUTMa NPeACTaBIeHo Ha puc. 4. [Iponecc BKIOYaeT caeayroLye maru:

o OcnosHolt GPU 3aHnNMaeTcst 0TOOpaXXeHHEM CLICHBI;

o JlonomuuTenpHblii GPU BBIMONHSIET CUMYISIMIO H PEHACPUHT 00JIaKOB B TEKCTYPY, H IO
3aBepIICHNH PacueToB TEKCTypa nepenaercs Ha ocHoBHOM GPU kak shared-pecypc;

o Ocuosuoit GPU konupyet Texctypy u3 shared-pecypca u uCrionb3yeT ee sl pUHATBHOM
OTPHCOBKH

Bruucnenne Konupoaanwe Ha
TereTypel ofinakos ocH GPU
Honuposanue ¢ OTpicoska OTpHcoRka
Present
Acn GPU obnakon CUEHBI

Puc. 4. l'ubpuonwiii aneopumm omodpadicenus 0baaxos.
Fig. 4. Hybrid cloud rendering algorithm.

Crapt kagpa

OpHaKo B pe3yJibTaTe TECTUPOBAHUS BBISICHUIOCH, YTO IaHHAs peaTu3alysi THOPHIHOTO allrOpuT™Ma
MOKET BBI3BIBATH BH3yajbHble apTedakThl. [IpuunHa MX MOSBICHUS CBsA3aHA C PAa3HOM 4acTOTOM
0TOOpaXKeHHs CLCHBI U IIara CUMYJIILHMH 00JIaKOB, YTO OCOOCHHO PacHpOCTPaHEHO B THOPHIHBIX
CHCTEMax, T€ €CTh 3HAYUTENBHBIA Pa30poC B YpOBHE NPOHM3BOJUTEIBHOCTH BUACOKApT. Jlis
penreHust 3Toi mpoGyieMEl, ObUTa BHEApeH KO3(M(HIMEHT MacIITaOUpOBAHHUS, pacdeT KOTOPOTo
3alyCKalcsi Ha CTapTe NPHIOKECHUS, a pa3Mep pe3ylbTHpyIomeil TEeKCTypsl 00JaKoB
MacIITabHpOBAJICS COIJIACHO JaHHOMY Kod(dummenty. CxXeMaTHYHOE OIMCaHHE aJIropuTMa
noucka ko3¢ puireHTa MacmTabHpOBaHuUs IPEICTaBIICH Ha pHC. 5.

IT10T KO3()(GHUIMEHT MOKa3bIBACT BO CKOJBKO pa3 HEOOXOMUMO YMEHBLIUTH Pe3yJIbTHUPYIOIIYIO
TEKCTYpy 00JaKOB, YTOOBI JOTIOTHUTENbHASI BUICOKApTa yCIeBaia 3aloHATh €€ JaHHBIMH JI0 TOTO,
Kak OHa IIOHaJOOWTCS OCHOBHOW BHIeokapre. [IpumeHeHHe Kod(hHIMIEHTa ITO3BOIHIO
cOaJIaHCHPOBAaTh BBIYUCIHUTEIBHYIO HAarpy3Ky Ha JIONOJHHTENBHOM ajantepe MU H30exarh
BU3YQJIBHBIX apTe(akTOB B THOPUIHBIX CHCTEMax CO 3HAYUTENHHO OTIMYAIOIINMUCA II0
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MPOM3BOANTENBHOCTH BUJEOKAPTaMM, a TaKKe OCTaBUTh BO3MOXKHOCTB MU  YBETHUCHHS
JeTATN3AIMI TEKCTYPBI B CHCTEMAX, IJI€ BUACOKAPTHI COIIOCTABUMEI TT0 TIPOU3BOAUTEIBHOCTH.
IIpumep creHepHpOBaHHBIX AITOPUTMOM 0OJIAKOB IOKAa3aH Ha puUc. 6.

Crapt Kagpa

ocHoeHoM GPU (dGPU)

!

[ Mogeyét speMenr pexgepa Ha gon. ]

[ Moge4éT BpeMenn peHagepa Ha ]

GPU (iGPU)

Het Aa

BpemAa iGPU <
Bpema dGPU

YMeHbleHHe pajpelleHa TeKCTY P Yeenn4eHHe paspelleHHa TeKCeTY el
ofinakos Ha 50% oT npownoro ofinakos Ha 50% ot npownoro
AHANasoHa AHanasoHa

MogcyéT BpeMeHn peHgepa Ha gon.
GPU (iGPU)

BpeMA iGPU =
Bpema dGPU

Bpems iGPU <
epema dGPU

Puc. 5. Pacuem kosppuyuenma macuimabuposanusi.
Fig. 5. Scaling factor calculation.

Puc. 6. Pesynomam pabomei 2ubpuoHo2o aneopumma omoopasxicenus 001axos.
Fig. 6. result of the hybrid cloud rendering algorithm.
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3.2 F'MbpuaHbIA anropuTm pacuyeTa TeHeWn

Jnst oueHKH 3()(EKTHBHOCTH Ppa3IelIbHOTO BEIYUCIECHHUSI TPAQUUECKIX TEXHUK, KOTOPbIE HE HMEIOT
BXOJHBIX JaHHBIX, HO YbU PE3YJIbTAThl UCIIOJIB3YIOTCA IJIA q)HHaJ'ILHOI‘O TIOCTPOCHUA CLECHBI, 6LIJ'II/I
BBIOpaHbI TEXHUKU 0TOOpakeHus TeHel. Ha ocHoBe ananmu3a pabotel Texuuk Shadow Maps [27-28],
Cascaded Shadow Maps (CSM) [29] u Obln pa3paboTaHbl CICAYIOIIUE METOIbI PA3JICIICHUS 3a,1a4:
o Shadow Map paccunThIBaeTCS MOTHOCTHIO HA TOMOJHUTEIBHOM aIanTepe;
o (Cascade Shadows MOJTHOCTBIO PACCYMTBIBAIOTCS Ha AOTIOJIHUTEILHOM aJIalTepe;
e Hybrid Cascaded Shadows (HCSM). [lobaBnen mMexanusm JudpepeHnnanii KackaaoB:
OMIDKHUE K KaMepe KacKa bl ¢ BRICOKHM pa3pelIeHueM BBIYUCISIOTCS Ha ocHOBHOM GPU,
B TO BpeMsl KaK JlaJbHHE KACKA/bl C MEHBIIMME TPEOOBAHUSAMH K Ka4€CTBY BBIHOCSTCS Ha
JIOTIOJIHUTEIIbHBIN a/1anTep.

IIpumep paccunrannsix kackanoB anropurma HCSM nokasan Ha puc. 7.

-

Puc. 7. Pesyromam pa6omoi 2ubpuonoeo arcopumma Cascaded Shadow Maps.
Fig. 7. Result of the Cascaded Shadow Maps hybrid algorithm.

3.3 N'MbpuaHbIN anropuTm pacyeTa OoKpyKalLiero 3aTeHeHus

YtoObl OHEHHUTH 3(P(EKTHBHOCTh PA3AEIBHOTO BBYUCIECHUS TPAaQUUECKHX TEXHUK, KOTOPBIM
HEOOXOMMMBI Pe3yNnbTaThl JAPYIMX TEXHHK W UYbM JAHHBIE HCIONB3YIOTCA Uil (DHHAITBHOTO
MOCTPOCHUsI Kajpa, ObUTH BBIOpaHBI TEXHUKHU JIOKaNbHOrO 3areHeHus (Ambient Occlusion). Ha
ocHOBe aHanm3a TexHHK Screen Space Ambient Occlusion (SSAO) [30-31] u Horizon-Based
Ambient Occlusion (HBAO) [32-33] 06511 pa3paboTan TuOpUAHBIA METOA:

e Ocnosaolt GPU paccuutsiaet Oy¢ep riyOunsl u Oydep HopMmasel CleHbI;

® DTu HaHHBIE IepeAaroTcs Ha gornonHnTensHbi GPU;

e Bropuunsiit GPU BeIumCIACT KapTy OKPY’KAIOLIEro 3aTEHEHUS;

e Pesynprar mepemaercsi obpaTHo Ha ocHOBHOW GPU mig mcmonb3oBaHHS B NPOXOIE

OCBEIICHHS.

Bridop SSAO u HBAO B kauecTBe OCHOBBI JJIsl peaju3ald 00YCJIOBIICH MX OTHOCHUTEIBHOU
aBTOHOMHOCTBIO, ITPEJICKa3yeMbIM 00bEMOM JaHHBIX K COBMECTUMOCTBIO CO BCEMH TECTUPYEMbIMU
KOMOMHAIMSIMU BHICOKAPT.

TIpuMep paccUUTaHHOTO OKPYXKAOIIETO 3aTEHEHHUs II0Ka3aH Ha puc. 8.

3.4 MexaHU3Mbl CUHXPOHM3ALMKN U OOMeHa JaHHbIMU

B xonme pa3paboTku mpeIoxKeHHBIX paHee THOPUIHBIX TEXHUK OBLIO BBIABIEHO, YTO KIFOYEBOH
po0OIeMoii B THOPUTHBIX CHCTEMax sBIIseTCs oOeciedenue 3G HeKTBHON CHHXPOHU3AINH JAHHBIX
Mmexny GPU, a Takxe MUHEMH3AIMSA HAKJIJHBIX PACXOZ0B HA OOMEH 3TUMH JaHHBIMH.

B paMKax uCCICA0OBaHUA OBLIH UCIIOIB30BAHbI Ppa3IMYHBbIC MEXaHU3MBI B3aUMOJICHCTBHS:

1) Kpocc-agantepusie pecypesl: cnonb3oBanue shared-pecypcos DirectX 12 mis nmpsmoro
nmoctyna K qanHeiM Ha apyrom GPU 6e3 konupoBaHHs 4epe3 CHCTEMHYIO MaMsTh B TEX
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rHOpUIHBIX ~ CHCTEMax, T/l ammapaTHoe OOecledeHHe MPEIOCTABISET —TaKylo
BO3MOXXHOCTB [34];

2) HeOnokupyromas  CHHXPOHM3ALUS:  HCIONBb30BAHME  MEXaHHM3Ma  allapaTHOM
CHHXPOHHU3AUK MEXIy afanTepaMu, KoTopas mo3soiser ocHoBHoMy GPU mpopomxkats
paboTy 1m0 MOMEHTa, KOTJa €My IOHamoOATCA pe3ylbTaThl BBIYUCICHUH C
JIOHOJIHUTEIBHOTO a/1aNTepa;

3) AnantuBHas 4acToTa OOHOBIEHMS: AN 3aJad C IEPEeMEHHOH BBIYUCIUTENBHOMN
CIIOXHOCTBIO (HAaIlpuUMep, CHUMyJIAIUS oONakoB M pacueTra TeHeil) ObL1 peann3oBaH
MEXaHU3M JUHAMHYECKOTO pPEeryJIMpOBaHHs YacTOTHl OOHOBIICHHS Ha OCHOBE
pou3BoAUTENBHOCTH Kaxkioro GPU;

4) KommpoBaHne pe3ynbTaToB: IS CTATHYHBIX WM MEJUICHHO M3MEHSIOIIUXCS 3JIEMEHTOB
CIIEHBl PEATM30BAaHO KIIIMPOBAHWE pE3yIbTaTOB BBIUHCICHHH MEXITy KaapaMH It
COKpaIIeHust 00beMa MepenaBaeMbIX JaHHBIX.

Puc. 8. Pezynomam pabomer eubpuonozo ancopumma Ambient Occlusion.
Fig. 8. Result of the Ambient Occlusion hybrid algorithm.

4. Peanu3sayus u aKkcrnepumeHmaribHble uccnedoeaHusi

Jnst TecTUpOBaHUS THOPUIHEIX aJrOPUTMOB OBUIM HCIIOIB30BAaHBI KOHPUTYpali 000pyIOBaHHS,
OITMCaHHBIE B Ta0OMI. 1.

Tabn. 1. Konghueypayuu mecmogbix cucmem.
Table 1. Test system configurations.

Kommsrorep 1 Kommsrorep 2 Kommnstotep 3 Kommbrorep 4 Hoytbyx
CPU Intel Core i9- Intel Core i9- Intel Core i5- Intel Core i5- Intel Core i7-
10900K 9900K 8400 3470 8750H
NVIDIA NVIDIA NVIDIA NVIDIA NVIDIA
1 GPU GeForce RTX GeForce GTX GeForce GTX GeForce GTX GeForce GTX
2080 SUPER 1080 1060 660 1650 (Mobile)
2 GPU Intel UHD Intel UHD Intel UHD AMD Radeon AMD Radeon
Graphics 630 Graphics 630 Graphics 630 RX 470 Vega 8
RAM 32 I'b DDR4 16 Tb DDR4 16 Tb DDR4 8 I'b DDR3 8 I'b DDR4
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TecToBasi cieHa BKIIOYana Kamepy, COBEPIIABIIYIO BpallleHHE BOKPYI LEHTpa MHpa, HAOOp
CTaTHYECKUX 00BEKTOB, CHCTeMY YacTull ¢ cumyisitueit 20 000 momynmpo3pavyHbIX aHUMHPOBAHHBIX
YaCTHIL, a TakKe 15 nCToUHNKOB cBeTa. OJMH U3 UCTOUYHHKOB MPEICTABIUT CO00I HanpaBJICHHBIH
CBET, UMUTHUPYIOIIUH COMHeYHOoe ocBemieHne. OOmee KOIMYECTBO OTOOPaXaeMBIX IIOJHTOHOB
COCTaBJISUIO MOPSAAKA IBYX MIJIZTMOHOB. J[71s1 BCEX HCTOUHHMKOB CBETa B KaXKIOM Ka/ipe BBIYNCILIINCH
JUHaMuueckue TeHU. [l oToOpakeHus OKpYXKAIOIEro MPOCTPAaHCTBA CLEHBI HMUCIOIb30BajCs
aJITOPUTM skyboxX [ KOTOPOTro B paMKaX 'MOPH/IHBIX pealnnu3alluil aaropuT™Ma reHeparu 00JIaKoB
Ka)kAbIH KaJp IpoLeIypHO CO3AaBalach TpeXMepHas TEKCTypa 00JIaKoB, BO BCEX APYTHUX CIydasx
ucnons3oBaiack craruueckas HDRI Tekcrypa okpyxenus. Bece skcriepyMeHTHI BBIIONHSUIUCH B
paspemrennu Full HD (1920x1080 mukceneit) ¢ mpiMeHEHHEM MOCIEIHUX CTaOMIBHBIX BEPCHI
JIpaiiBepoOB, 3arpyKEHHBIX ¢ O(QUIMATIBHBIX CAHTOB NMPOW3BOIMTENEH M aKTyalbHBIX HA MOMEHT
MPOBE/ICHUST TECTHPOBaHUA. B paMkax OmHOro 3amycka OeHUMapKa OCYIIECTBILSUICS cOop
CTaTUCTUKU O MPOM3BOAMTEILHOCTH CHUCTEMbI KaXKIbIM Kaap B TeyeHHMHM 5 MHUHYT. IIpoBomunock
MHHHUMYM 110 5 3aIlyCKOB /Ul IPOrpEBaHUs K3IIeH NpailBepoB U ONEPALMOHHON CHUCTEMBI, MOCIIEe
gero eme 10 onmopHBIX 3aITyCKOB, 10 KOTOPHIM IIPOUCXOAWII aHATIU3 PE3yIIbTATOB.

Ha puc. 9 npencrapieHsl cTon04aThie AUarpaMMBbl, TIOKa3bIBAIOIIIE CPABHEHHE CPEIHETO BPEMEHU
kaapa (Average Frame Time) npu ucnons3oBanuu opHoii (Single GPU) u aByx (Multi-GPU)
BUICOKApPT Ui CeMH paccMarpuBaeMbix TexHMK penaepunra. CloudsV1l u CloudsV2 Ha
IUarpaMmax 3TO alIrOPUTMbI OTOOpaXKeHHs OOJaKOoB 1O M TOcie BBelAeHHS KodduIueHTa
MacIITaOUPOBaHHsI COOTBETCTBEHHO. Kak/blil rpaduk COOTBETCTBYET OMpEIENeHHONW CHCTEMHOM
koH¢urypanuu. Ocu abcIyce COOTBETCTBYIOT TeXHUKU peHaepunra. Ocu opAuHAT COOTBETCTBYET
cpeaHee BpeMs Kajpa, BHIPOKCHHOE B OTHOCHTENBHBIX MPOILEHTaX, rae 3nadenue Single GPU
(cunnit cronberr) mpuasaTo 32 100%. BHYTpH cTONOIOB yKa3aHBI aOCOMIOTHBIE 3HAYCHUSI BpEMEHH
KaJipa; HAJ KpacHBIMH CTOJNOLAMH MPUBEICH NPOLECHTHBIA HPUPOCT MPOH3BOIUTEIBHOCTH,
paccuMTaHHBIM KaKk CHIKEHHE BpeMeHH Kajpa mpu nepexoze ¢ Single GPU na Multi-GPU.

Amnanm3 TIOJTYYEHHBIX PE3YJIbTATOB MO3BOJIIET CACIATh HECKOJIBKO Ba’KHBIX BbIBOJIOB!:

1) DddexTUBHOCTS THOPUIHOrO MOAXOJA 3aBUCUT OT THUMA 3ajaud. Haubonsmuit npupoct
IIPOX3BOJNUTETBHOCTH OBUI TIOMYYeH ISl MOAENIUPOBaHUS 001aKoB (10 59%), 32 KOTOPEIM
cilenyeT pacueT TeHeill ¢ mcmonb3oBaHmeM CSM (mo 28%) M pacdyeT OKpYXKAaIOIIETO
3ateHeHUs (no 11%). Takoe pacmpeneneHne CBSI3aHO C Pa3IMYHON BBIYHCIHTEIHHON
CJIO)KHOCTBIO U COOTHOIIIEHHEM 00beMa BXOAHBIX/BBIXOIHBIX JAHHBIX.

2) KiroueBsM pakTopoM sBisieTca 6anaHe npoussoautensHoctd GPU. B cucremax ¢ cuiipHO
Ppa3IMYaroIecs MPOU3BOAUTENHHOCTHIO aJanTepoB (HanpuMep,
BoicokonpousBoauTenbias dGPU wu cmabas iGPU) sddekr or ruOpumHoro momxonaa
CHIKAeTCSI, TTOCKONBKY momosHuTenbHbIH GPU cTaHOBHTCS OyTBUIOUHBIM TOPIIBIIIKOM
JUIS BBLIETICHHBIX €My 3a71ad.

3) OrtHolIeHUE BBIYUCIUTENBHOM CIOXXHOCTU K 00bEMy IE€pelaBaeMbIX JAHHBIX SBIACTCS
KPUTHYECKUM I 3(G(EKTUBHOCTH THUOPUIHOTO pPEHJACPHHTa. 3ajadd C BBICOKHM
cooTHomeHneM (Kak B ciydae ¢ CSM Ha CIIOXKHBIX CIEHAaX) DEMOHCTPHPYIOT JIydIlHe
PE3yITBTATEHL

4) I'uOpuaHbli noaxon Taxke 3PpQeKTUBHO paboTaeT B cucTeMax, KoTopsle BKiItouaroT GPU
OT pasHbIX MpOM3BOAMTENCH. OTO MOATBEpXKIAeTCA pe3ydbTaTaMH I  [aphbl
NVIDIA/AMD (GTX 660 + RX 470).

5) Bmmsiaue paspemenus penzpepuHra. Ilpm yBemmdeHnu paspemreHns 3(pdEeKTHBHOCTD
THOPUTHOTO MOJXO/A CHIDKASTCS JUISl BCEX MCCIIEIOBAHHBIX aITOPUTMOB, YTO CBS3aHO C
Bo3pacTarouieil Harpy3koi Ha ocHoBHOW GPU s 00paboOTKM OCTaJbHBIX 3TanoB
KOHBelepa.
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NVIDIA GeForce GTX 1080 + Intel UMD Graphics 630
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NVIDIA GeForce GTX 1650 (Mobile) + AMD Radeon Vega 8

Average Frame Time (%)
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Rendering technique

Puc. 9. Pesynomamul mecmoa.
Fig. 9. Test results.

CpaBHeHHE ¢ TPaAUIIMOHHBEIME MeTofamu MynbTH-GPU peHzepuHra mokassiBacT MpeHMyIIECTBA
HaIero THOPUIHOTO MOJXO0Aa B CHCTEMax ¢ HECKOJIBKMMH BHAeOKapTamu. B ormmume ot AFR,
THOPHUIHBIN 1MoaX0x paboTaeT S eKTHBHEE C ATOPUTMAMH, B KOTOPHIX HCIIOJIB3YIOTCS JaHHEIC
HECKOJIbKHX KajpoB. [1o cpaBHEHHUIO ¢ anropuTMamu, ocHOBaHHBIMU Ha SFR [13—15], ruOpuaHbii
MOJX0J TPeOYEeT MEHBIIIE TaHHBIX, KaK JJIs MOCTPOCHHS Kaapa, Tak u i nepenaun mexay GPU, a
TaKXKe MPOILE B Pean3alliii U He TPpeOyeT CrelnaTu3upOBaHHbIX allapaTHbIX HHTEpP(EHCoB, 4To
MO3BOJIIET UM paboTatsk ¢ J1r000i kKoHpurypamuein GPU, kotopsie noanepxusarot DirectX 12.
Cpenu OrpaHUYCHHI MOIX0/Ia MOXHO BBIZCIHTH 3aBUCUMOCTH OT rpaduueckoro API DirectX 12,
YTO CHI)KAET COBMECTHMOCTH C HEKOTOPBIMHU CTapbIMHU alllapaTHBIMU KOH(MUTYPAILMAMH CHCTEM.
Takxe TPYAHOCTH MOKET NPEACTABITE HEOOXOMUMOCTD PYYHOH MOACPHHU3AIIMN H MOAN(PHKAIIUI
rpa)MuecKoro KOHBeHepa, UCIOIb3yeMOro B MPUIIOKEHHS, ISl CO3IaHUs, TPOTOTHITUPOBAHUS U
HMHTETPAIMU THOPUIHBIX aJTOPUTMOB, a TAKKE CIIOKHOCTH OalTaHCHPOBKH HAarpy3Kd B CHCTEMax C
CYLIECTBEHHO paziuyarouieiics mpousBoauTenbHocTeio GPU.
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5. 3aknroyeHue u nepcrnekmuest

B xome wuccnenoBaHms ObDia pa3pabOTaHa ¥ TPOTECTUPOBAHA APXHUTEKTYpa THOPHIHOTO
pPEHICpUHTA /ISl CHCTEM C HECKOJBKUMH rpaUuecKHMHu mporeccopamu. [IpeiokeHHbli HaMu
MOAXOJ OCHOBaH Ha ()YHKIMOHATBHOM pacmpeneneHuu 3amad mexay GPU c ucmonp3oBaHmeM
COBpEMEHHBIX Bo3MoxHOCTel DirectX.

OCHOBHBIE Pe3yJIbTaThl Pa0OTHL:

1) PaspaGoTansl 1 peann3oBaHbl THOPHIHBIE ATTOPHTMBI IS TPEX TpapUUECKUX TEXHHUK:
MozenupoBaHue obmakoB, pacuer TeHeid (Shadow Maps m CSM) m oxpykaromee
3ateHenue (SSAO u HBAO).

2) IlpoBenmeHBl  SKCIEPUMEHTAIbHBIC HCCIENOBAHMS HA  pa3IMYHBIX  amapaTHBIX
KOH(QUTrypanusax, BKIIOYAs KaK IEepCOHaJbHBbIE KOoMIblOTepsl ¢ mapoit GPU, Ttak u
HEPEHOCHbIE FETEPOr€HHBIE CHCTEMBI.

3) Tloxa3aHna u Joka3zaHa 3(GEKTHBHOCTb THOPUIHOTO MOAXO0JA B CUCTEMAX C HECKOJIBbKHMH
rpa¢uyeckuMu afantepamMu 6e3 HeOOXOMMMOCTH HCHOIb30BaTh CIELHATM3UPOBAHHBIX
anmapatHbIX HHTep(elicoB cBsa3u Mexay GPU.

4) TlomydeH cyIeCTBEHHBIH IPUPOCT HIPOU3BOANTEIBHOCTH ISl PACCMATPUBAEMBIX TEXHHK,
1o 49% nnst pacuera teneit (CSM), mo 60% st monenupoBanus o6nakoB u 10 20% mis
OKPY’KAIOIIEro 3aTeHEH s B 3aBUCHMOCTH OT KOH(UTypariy CHCTEMBI.

B xagectBe HaHpaBJ'IeHI/Iﬁ JaTbHEHIINX HAITAX UCCIIEIOBAHUN MOXKHO BBIJICTUTH CJIeaAyrolue:

1) UccnemoBanue TeMIIOpaNbHBIX METOAOB JUIA pEIICHHS NpPOOJIEMBbl pa3inyaromeiics
4acToThl cuMyJisinn Mexay GPU.

2) Apanramus Merona A BONIOMETPUYCCKHX OOJAKOB M BOKCENEHl ¢  BBICOKOM
JeTanu3aluei.

3) Huddepennmanms kackanos kapt Tereit Mmexay GPU ¢ yuyetoMm ux npou3BOUTEIBHOCTH.

4) Wuterpanus ruOpUIHOTO MOIX0JAA C APYTHMMHU ajJrOpUTMAaMHU, TAKUMH Kak HpoLeaypHas
CUMYJISILIUS PACTUTENILHOCTH M PACUeThl BOAHBIX MOBEPXHOCTEH.

5) MacmrabupoBaHue IOIX0a Ha CUCTeMEI ¢ TpeMs 1 6osee GPU.

6) OnTummzanms JUisi MOOMJIBHBIX IUIATGOPM M HCHOJB30BAaHUE DHEProcOEperaronux
aITOPUTMOB.

Tomy4enHsle pe3y’bTaTHl OTKPHIBAIOT HOBBIE BO3MOXKHOCTH JUISL Pa3paboTKH 3((HEeKTHBHBIX
rpadHIecKnX TPUIIOKEHUH, CIIOCOOHBIX aJaNTHPOBAThCS K HAITMYHMIO ANNApaTHBIX PECYPCOB B
cucTeMe M 00ecrednBaTh ONTHMAJIBHOE KAaueCTBO BHU3YaIM3ALUH NPH 3aTaHHBIX OIPAaHUYCHUAX
MPOU3BOANUTEIEHOCTH.
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