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BBenenune. B Hacrosimee BpeMsi KOMIIBIOTEPHBIE MIPBbl CTAM HEOTHEMIIEMOW YaCThIO
COBPEMEHHOM MAacCOBOW KYJIbTYpbI, 3aBOEBAB CEPJlIa COTHU MUJUIMOHOB UTPOKOB IO BCEMY MHDY.
OpnHako, ¢ BO3pacTaroUIedl MOMYJIIPHOCTBIO BUICOUIP CEMHUMMIBHBIMHU IlIAraMy BO3pacTarOT U
TpeOOBaHUs K BEIYUCIUTEIBHBIM pecypcaM. Mrpoku KaKIyT HAMITYUIIEr0 UTPOBOTO OMBITA: Oojee
pealucTUYHON TrpaduKu, BbICOYAMIIEH YacTOThl KaJpoB, OTCYTCTBHUSI KaKUX-IMOO TOPMO30B H
MAKCHMAaJIbHOTO MOTPYKEHUS B UTPOBBIE BCEJICHHBIE.

[lo Mepe pa3BuTUs KOMIBIOTEPHBIX TEXHOJOTUM, IIOCTENEHHO COBEPIIEHCTBOBAINUCH
MIPUHIIMITEI ¥ METOJIBI HAaNMCaHus Hanbosee 3((HEKTHBHOTO U MPOU3BOAUTEIHLHOTO MPOTPAMMHOIO
obecnieuenusa. OgHUM U3 HHUX sABIseTcs mabimoH mpoekTupoBanHus Entity Component System,
MO3BOJISIIOIIMMA KECTKO pa3/IesTh JaHHBIC M MOBEACHUE MEXIy coOoi mytem kommosumuu. ECS
MIPUMEHSIETCS KaK B UTPOBOW MHAYCTPUHU AJISl pealu3aliyl CIOXKHOW M B TO e BpeMsl TMOKOHU u
pacmmpsieMoil BHYTPUUTPOBOM JIOTMKH, TaK U BO MHOXECTBE Jpyrux obnacted. MHOKeCTBOM
HE3aBHCHUMBIX HCCIEIOBaHUI OBbLIO /I0Ka3aHO MPEBOCXOACTBO MOJXOJOB, JIEKAIIMX B OCHOBE
apxutekTypHoro narrepua ECS, Hax kilacCHUeCKUMU MOIX0/IaMU KaK 1O MMPOU3BOUTEIILHOCTH, TaK
U 110 UCTI0JIB30BAHUIO PECYPCOB LEHTPAIBHOTO Ipoueccopa [ 1, 2, 3]. B To e Bpemsi, ero npuMeHeHue
B ISJIAX PEATH3AI[IH BBIYUCICHUH HA TpaUIeCKOM ITPOIIECCOPE, B TOM YHCIIC U JUISI KOMITBIOTEPHOU
rpadukH, elie He TaK XOPOIIO U3YYEHO.

Peanuzamust 3¢p¢eKTUBHOTO M BBHICOKOIPOU3BOAUTEIILHOIO METO/A BBIYHCICHUM C Y4ETOM
cnenupuKd paboThl COBPEMEHHBIX TIpadUUYecKUX IMPOLECCOPOB C HCHOJIb30BaHHMEM Ia0JIOHA
npoektupoBanusi ECS 10BONBbHO akTyaabHO, TOCKOJBKY TPUMEHEHHE JaHHOTO ImabjioHa
MPOEKTUPOBAHHUSI YrKe MO3BOJISIET KAK MOBBICUTH MPOU3BOAUTEIHHOCTD, TAK U YIIPOCTUTH Pa3padoTKy,
TECTUPOBAHUE U MOJJIEPKKY BHICOKOTIPOU3BOIUTEIbHBIX BIYMCICHHIA.

OcHoBHasi yacTb. CylecTBYeT /JBa OCHOBHBIX, KJIAaCCHUYECKHX METO/la pealu3aluu
BBIUUCIIEHUH Ha rpaduueckoM mpoueccope: shader (unu meilnep) npeaHasHadeH JUIsl U3MEHEHUS
MOBEJICHUS OTJIEIBHBIX 3TAMOB Tparueckoro KoHBekepa, B TO Bpems kak kernel (unu siapo) — st
peanu3aliy HecleUUaIn3UPOBAHHBIX BBIUMCIEHUI Ha rpaduyeckux mpoueccopax (TeX, YTO
HaIpsIMyI0 HE CBSI3aHbI C KOMITbIOTEPHOU rpadukoit).

Baxuelmumu  kputepusMd  3((EKTUBHOCTH  JAHHBIX ~ METOJOB B KOHTEKCTE
BBICOKOTTPOU3BOAUTEIIBHBIX BBIUMCICHUN SBISIIOTCS latency (wim 3amepxka) u throughput (wmm
MPOMYyCKHasi crocoOHOCTh). B To ke Bpems, u3mepeHue computational & memory complexity c
npumenenueM Threaded Many-core Memory (TMM) model no3BosnsieT onpenenuts KiIrO4eBOH
(dakTop, OrpaHUYMBAIOIIMKA  TMPOU3BOAMTENBHOCTh  KOHKPETHOTO  alroputMa, Oyabp  TO
BBIUHCIIUTENbHAS MOIIHOCTh Tpaduyeckoro mpoieccopa JUOO K€ MPOMYCKHas CIHOCOOHOCTh
rno0anbHOM maMATH rpaduueckoro mpoueccopa [4]. Eme ogHMM HEMalOBaXHBIM KpHUTEpHEM
SBIISIETCS. OCCUpancy — OTHOIIIEHHE YHUCIIa BBIJICICHHBIX BaproB (HaOopa IMOTOKOB, BBITOIHSIOIINX
OJHY U Ty e MHCTPYKLHMIO HaJ Pa3HbIMM HaOOpaMM JaHHBIX) Ha MAaKCUMAaJIbHOE YWCIIO BapIioB,
KOTOpPO€ TEOPETUUECKH MOXKET BBIACTUTH Tpadudeckuii mpoueccop [S].

OnHUMH M3 MPEUMYILECTB HCHOJIb30BaHUs IMabioHa mpoekTupoBaHus Entity Component
System SBJISIOTCS YETKO OINPENEIIEHHBIA TMOPSIOK BBITOJHEHHS OTACIBHBIX CHCTEM M pa3JelieHue
JAHHBIX OT MOBEJEHHs, YTO MO3BOJSIET JOCTUYb CJIA00N CBA3HOCTH IporpaMMHoro koxa. Ilyrem
WCTIOJIB30BaHUsI OOJBIIEr0 YMciIa WH(GOPMAIMH O TOTOKE HCIIOJHEHHSI CHCTEM M 3aBUCHMOCTSX
MEXy HUMH CTAaHOBUTCSI BO3MOKHBIM ONITUMH3UPOBATH PACHIPEIENICHHE CUCTEM MEXIY OUepeasiMU
KOMaH/ rparuecKkoro mporeccopa ¢ 1Uelbio MOBBIIICHUS TPOU3BOIUTEIBHOCTH BHIYMCICHUH.



BeiBoabl. IlpoBeneH aHanu3  CyHIECTBYIOIIMX METOAOB  BBICOKOIIPOM3BOIUTEIBHBIX
BBIUHCIICHUM Ha rpadruecKoM MPOoLEeccope, a TAKKE IPOrPaMMHBIX PEIICHU, KOTOPHIE UCIIOJIb3YIOT
maboH npoektupoBanus ECS mnst opranusanuu noqoOHBIX BeYUCICHUN. PazpaboTtan meTon s
pealin3alii  BBICOKONPOU3BOAUTENbHBIX BhiuucieHud Ha GPU ¢ wucnonb3oBaHueMm 1mabioHa
npoexktupoBanust ECS.

K tomy ke, ObLIM 3aTpOHYTHI OCOOCHHOCTH M MPOOJIEMBbI, BO3HUKIIHME IPHU peaau3aluu
JAHHOI'O METO/a, a TAK)K€ BBIABJICHBI €r0 JOCTOMHCTBA M HEAOCTAaTKU IO CPAaBHEHUIO C YXKe
YCTOSIBIIMMUCSL METOAaMU BbIYMCIIeHUN. [lomydeHHble pe3yapTaThl HE TOJNIBKO OOOOLIAIOT Hallle
noHHMaHue 00 OCOOEGHHOCTSAX peaqu3aliil  BBICOKONPOM3BOIUTEIBHBIX BBIUMCICHUH Ha
rpaduyecKux Mpoleccopax, HoO ¥ MPEAOCTABIISIIOT HOBbIE BOZMOXKHOCTH ISl JalIbHEHIIIET0 pa3BUTHUS
METOOB ISl pealIn3aliy MO00HBIX BHIYHCICHUN.
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