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1. OCOBEHHOCTU PEANTU3ALIN

B ormmume or paGorel [1], MBI HCIIONB30BaNM pa3leisieMyro
MaMATh BHUACOKAPTHI TOIBKO IS pasMeENIeHWs B HEH dacTo
HCIIONB3YeMbIX, M3MEHSIEMBIX NaHHBIX OTHOCHTENHHO OONBIIOro
pa3mepa (6ompmre 32 6aiir). JIyd n uHGOpMAUS O IEpPECeICHIN
JIyda KaK pa3 OTHOCSTCS K TaKUM JaHHBIM. B Hamel peammsanum,
HHU3KOYPOBHEBAs ONTUMHU3AINS KOIA MMeNIa 0COOCHHOCTH - BEIHOC
Koga (GYHKOMA C TIyOOKMM YpOBHEM BIIOXKEHHS (Hampumep
nepecedeHne JIyda U TPEYTrOIbHHUKA), ITO HO3BOJIMIIO:

1. BcrpamBaTh TEKCTYPHYIO BEIOOPKY HETIOCTPEACTBEHHO B
BBIHECEHHBIH KOJ, SKOHOMS PETHCTPHl U 3(P(HEKTHBHO
HCIIONB30BaTh TEKCTYPHBIH KAIII.

2.  CHM3UTH KOJUYECTBO BETBJICHHMH, uTO BaskHOo Ha CUDA
n3-3a SIMD apXuTeKkTypsl MyIbTHIPOLIECCOPOB.

1.1 AnropuTt™ npocrnexuBaHusa NyTu fyya

B mannoit pabore ObLma NpeANnpUHATA MOMBITKA HCIIONB3BATh
kaccuaecknii st CPU anroputm mpociexuBaHus ITyTH JIyda B
kd nepese ¢ mmmHHEBIM cTekoMm. OnuH y3en kd nepeBa 3aHnMaet B
maMATH Bcero 8 OaWT (YTO SKOHOMHUT IAMATh M IO3BONISET
3 QEeKTUBHO HCIIONB30BaTh TEKCTYpHBIN Komr). Kiaccrmueckwmit
ANTOPUTM TIPOXOAUT KAXKIBIM y3ed He OoNbIle OTHOTO pasa U
TpeOyeT MaJlo MaMATH Ha y3e1 — B 9TOM €ro 1ocTouHCTBO. CTek
peaM30BaH Ha JIOKATBHOW MaMsATH. J[aHHBIH MOIXO0] HEOOBIUYCH
it GPU, T.k. JIOKanbHas MaMsITh HMEET HEBBICOKYIO CKOPOCTh U

HWHTEPECHBIM pe3ynbpTaToM SIBIISICTCS TO, 49TO
MIPOM3BOAUTEIFHOCTD TIONIyYEHHON CHCTEMBI TIPH 3TOM OKa3alach
YZIOBJIETBOPUTEIBHOM. OT0  MOXeT  OBITh  OOBSCHEHO

OTHOCHTEIBHO HEYACTOM MNOTPEOHOCTHI0O Ha YTEHHWE M3 CTeKa
(Tompko B cimydae mpomaxa Jyda B ysne kd-mepeBa) o
KOTepEHTHOCTHIO IOTOKOB BHYTPH 0JI0Ka, YTO MO3BOJISIET CHUMATh
Bech warp (oObeauHeHHE W3 32 TOTOKOB) C MYJIBTHUIIPOIIECCOPA
IIPU OJHOBPEMEHHOM OOpAICHUH K JIOKATBHOM IaMsTH BCEX
TIOTOKOB BHYTPH HETO.

1.2 He6onblasa MmogudurKauma Knaccm4yeckoro
anroputma

Amnanormuno anropurmy kd-tree restart [2], mpu mpomaxe Jryda
BHyTpu y3na kd-mepeBa, ero OMIDKHSS TOYKa IEPECCUCHUS
MPUPABHMUBACTCS K JaidbHEH. OTO TMO3BONSAET COKPATHTh
KOIMYECTBO oOOparieHuii K JIOKanbHOM maMata Ha 30% mpu
peanm3aIyy cTeKa.

2.PE3YNbTATbI

Co3maHHas HaMM IIpOrpamMMa II03BOJSIET B HHTEPAKTHBHOM
peXUME  BH3YyalM3HpPOBaTh CLCHY, COCTOAINYIH0 M3  ThICAY
MIPUMHTHBOB, c MHOT'OKPaTHBIMHA OTPaKECHUAMH u
npesomiieHussMA.  CKOpPOCTh  BH3yalM3allMd  CPaBHUMA  C

CyLIECTBYIOILUMU aHajoramu GPU TPacCUPOBIIUKOB.
[IpoBeneHHOE CpaBHEHHE C CYIMIECTBYIOIINM TPACCHPOBIINKOM
mydeit Ha CUDA [1] moka3sIBaioT, HACKONBKO CHIIBHOE BIIHISTHHE
MIPAaBIJIBHOE HCIIONB30BAHIE PECypCcOB MOXKET CKa3aThCsi Ha
npousBoguTenbHOCTH  (prc.  2). OpHako, CpaBHEHHE C
OompmmHCTBOM  Ipyrumu  GPU-tpaccupoBmukos ([2],[3]) Ha
AHHBIH MOMEHT 3aTPYIHEHO W3-32 pa3Mdési BO BXOIHBIX
JTAaHHBIX U aIllapaTypsl.
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Pucynok 1: cryn u3 1464 TpeyroJbHHUKOB, 4 NepeoTpazkeHUs.
FPS

a 200 400 GO0 800 1000 1200
KOn14ecTeo NPUMHUTUEQE

PucyHok 2: npon3BoauTebHOCTh TPACCUPOBIIHKOB. A — U3
padotsi [1]. B - moy4yeHHOi cucTeMBI.
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