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AnHoTanus. [Ipennaraercst HOBbII BBICOKOYPOBHEBBI MOJX0 K pa3paboTke npuioxkennid Ha GPU Ha ocHOBe
Vulkan API. Ilens paboTbl — CHI)KEHUE TPYJOEMKOCTH Pa3pabOTKH M OTIAAKU NPHIOKEHUH, PEaTn3yonuxX
cinoxuble anroput™bl Ha GPU npu nomoum Vulkan. Ilpemiaraemslii MoAX0A HCIOIB3YET TEXHOJIOTHIO
reHepaly KoJa IyTeM TPaHCILSIHU MPOrpaMMbI Ha si3bike C++ B ONTUMHU3HPOBAHHYIO peallH3alliio Ha
Vulkan, BKIIOYAOI[YI0 aBTOMaTHYECKU T'EHEPALHIO IIeiiepoB, MPHBS3bIBAHME PECYPCOB M HCIOIb30BAHHE
MEXaHH3MOB CHHXpOHH3amuu. Ilpeiiaraemoe pelieHHe He SBISIETCS TEXHONOTMEH HPOrpaMMHPOBAHUS
0011ero Ha3HAYEHNU, a CHEUATH3UPYeTCsl Ha KOHKPETHBIX 3a/]a4ax, HO 00JIaaeT IIPH 3TOM PacIIHPsSeMOCTBIO,
MO3BOJLSIONIEH afanTHPOBATh PellleHne 0J] HOBbIe 3a1a4u. J{iis OHOM BXOJHOU IporpaMMbl Ha si3bike C++,
MBI MOJKEM CT€HEPHPOBAaTh HECKONBKO PeallM3alliii Il Pa3HBIX CIydaeB (OMIMIA TPAHCIATOPA) UM Pa3HOTO
anmnapartHoro odecreuenus. Hanprumep, BbI30B BUPTYaIbHBIX (DYHKIMH MOXKET ObITh peaan30BaH Ju00 uepes
KOHCTPYKIIHIO SWitch B 0JTHOM BEMUCIIUTEIEHOM siIpe, THOO Yepe3 COPTHPOBKY IIOTOKOB U HENPSIMOMU BBI30B B
pasHbIX snpax, jubo uepes3 T. H. callable shaders B Vulkan. Takum o0pa3zoM, mpeiaraemasi TEXHOJIOTHS
HO3BOJISAET 00ECIEUNTh KPOCCILIAT(OPMEHHOCTh PEHICHHS 3a CUET TeHepalluy Pa3sHBIX Peann3aluii OHOTO H
TOro e anropurma nox pasusie GPU. B To e Bpemst 3a c4€r 3TOro oHa Mo3BOJSIET 00ECIEUUTh JOCTYH K
crienuHIEcKoil anmnapaTHoi (YHKIMOHAIBHOCTH, HEOOXOJHMOMN B IIPIIOKEHUSIX KOMIIBIOTEPHOU IPayKH.
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Abstract. In this paper we propose a high-level approach to developing GPU applications based on the Vulkan
API. The purpose of the work is to reduce the complexity of developing and debugging applications that
implement complex algorithms on the GPU using Vulkan. The proposed approach uses the technology of code
generation by translating a C++ program into an optimized implementation in Vulkan, which includes
automatic shader generation, resource binding, and the use of synchronization mechanisms (Vulkan barriers).
The proposed solution is not a general-purpose programming technology, but specializes in specific tasks. At
the same time, it has extensibility, which allows to adapt the solution to new problems. For single input C++
program, we can generate several implementations for different cases (via translator options) or different
hardware. For example, a call to virtual functions can be implemented either through a switch construct in a
kernel, or through sorting threads and an indirect dispatching via different kernels, or through the so-called
callable shaders in Vulkan. Instead of creating a universal programming technology for building various
software systems, we offer an extensible technology that can be customized for a specific class of applications.
Unlike, for example, Halide, we do not use a domain-specific language, and the necessary knowledge is
extracted from ordinary C++ code. Therefore, we do not extend with any new language constructs or directives
and the input source code is assumed to be normal C++ source code (albeit with some restrictions) that can be
compiled by any C++ compiler. We use pattern matching to find specific patterns (or patterns) in C++ code
and convert them to GPU efficient code using Vulkan. Pattern are expressed through classes, member functions,
and the relationship between them. Thus, the proposed technology makes it possible to ensure a cross-platform
solution by generating different implementations of the same algorithm for different GPUs. At the same time,
due to this, it allows you to provide access to specific hardware functionality required in computer graphics
applications. Patterns are divided into architectural and algorithmic. The architectural pattern defines the
domain and behavior of the translator as a whole (for example, image processing, ray tracing, neural networks,
computational fluid dynamics and etc.). Algorithmic pattern express knowledge of data flow and control and
define a narrower class of algorithms that can be efficiently implemented in hardware. Algorithmic patterns
can occur within architectural patterns. For example, parallel reduction, compaction (parallel append), sorting,
prefix sum, histogram calculation, map-reduce, etc. The proposed generator works on the principle of code
morphing. The essence of this approach is that, having a certain class in the program and transformation rules,
one can automatically generate another class with the desired properties (for example, the implementation of
the algorithm on the GPU). The generated class inherits from the input class and thus has access to all data and
functions of the input class. Overriding virtual functions in generated class helps user to carefully connect
generated code to the other Vulkan code written by hand. Shaders can be generated in two variants: OpenCL
shaders for google “clspv” compiler and GLSL shaders for an arbitrary GLSL compiler. Clspv variant is better
for code which intensively uses pointers and the GLSL generator is better if specific HW features are used (like
hardware ray tracing acceleration). We have demonstrated our technology on several examples related to image
processing and ray tracing on which we get 30-100 times acceleration over multithreaded CPU implementation.
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1. BeedeHue

CylecTByIOIIUE Ha CETOJHANIHUN JeHb KPOCCILIaT(OPMEHHBIC TEXHOIOTUH MPOrPaMMUPOBAHHUS
GPU, Takue kak OpenCL m OpenMP, He npenocTaBisSrOT IOCTyI K HOBEHIIMM BO3MOXXHOCTSIM
coBpeMeHHbIX GPU, TakuM Kak HeHpsiIMOil BBI30B BEIYHCIMTENBHBIX suep, Oydepsl KoMmaHI,
yTipaBisieMas CHHXPOHH3AIHs, allllapaTHas TPACCHPOBKa JIydel, BEI30B BUPTYANIbHBIX (YHKIHI 1
np. TexHonorum, NpeIOCTAaBISAIONINE TaKyld BO3MOXKHOCTB, SBISIOTCS JHOO 3aKPHITHIMH H
OpPHEHTHPOBAaHHBIMU Ha KOHKpeTHYI0 mardopmy (CUDA, OptiX, Metal), 1160 TpyaoeMKHUMH B
ucnone3oBanuu (Vulkan, DirectX12).

@dyHnaMeHTanpHOH NpoOIeMOH, KoTopas sBISeTCS INPUYMHOM BBICOKOM TPYHAOEMKOCTH U
CTOMMOCTH pPa3palOTKH, SBIAETCA OTCYTCTBHE AITOPUTMUYECKMX ONTUMHU3AIUH B CHCTEME
TPAHCIAIMI/KOMITMIIAIMA B COBPEMEHHBIX TEXHONOTHsAX mporpammupoBanus GPU: wmuorme
s} dekTHBHbIE aNTOPUTMBI I PasHBIX NpHIOKeHHH peammsyrorcs Ha GPU cxoxuM wm
OIMHAKOBEIM 00pa3oM, HO X peasm3alis MOXeT 3aBHceTh oT koHkperHoro GPU. Ha mpakruxe
pa3paboTynKaM IPUXOAUTCS MOAAEPKHBATh HECKOIBKO BapHAaHTOB OJHOTO M TOTO K€ alrOpUTMa
Jus pasHblx GPU 1714 T0CTHKEHUs BBICOKOTO YPOBHS IIPOM3BOIUTENBHOCTH U cCOBMeCTUMOCTH. [Ipu
9TOM Pa3IN4usl B HCXOJAHOM KOZI€ M B IPOU3BOJAUTEILHOCTU MOTYT OBITh BECbMA 3HAUUTEIILHBIMH.
Hampumep, peamusanus airopuTMoB 0oOpaOOTKH H300pakeHHH MOXeT OBITh BBHINOJIHEHA C
UCIIOIb30BaHUEM BBIUHMCIUTENBHBIX MICHEPOB WK C UCIOIb30BaHHEM I'pauecKoro KoHBelepa ¢
anmapaTHbIM anb(a-CMEIINBAaHUEM, WK C UCIOIb30BaHHEM BO3MOXKHOCTeH MoOunbHBIX GPU ¢
Tal10BOH apXuTeKTypoil. CyTh alropuTMa He MEHSETCs OT TOr0, KaK KOHKPETHO OH PEeaM30BaH Ha
GPU, HO paspaboruukaM HeoOXOOMMO pealH30BbIBATh pa3Hble BepcHMU U pPadoTaTh C
HHU3KOYPOBHEBBIMH JETAIMH, KOTOPbIE OTJIMYAIOTCS A Pa3sHBIX IpadHYecKUX IPOLECCOPOB.
Takum 06pazom, kpoccruatopMernHas paszpabdorka I1O ¢ 10CTyIIoM K anmapaTHOMY yCKOPEHHIO
sBisieTcst QyHIaMeHTaIbHOH TpoOIeMo Ha CeroHSNIIHUN JICHb.

OcHoBHas 11e7Ib Hallell TeXHOIOrUU — 00ecedeH e JOCTYIAa K TF00BIM TeKYIIUM U IePCIEKTUBHBIM
anmapaTHBIM BO3MOXHOCTAM coBpeMeHHbIX GPU mpu coxpaHeHuu kpocciulaT(OpMEHHOCTH H,
TakuM 00pa3oM, 00ECHEeYeHUE TEXHOJOTHYEeCKOW HEe3aBUCHMOCTH pa3padoTyvKa MpOrpaMMHOTO
obecredeHus OT IPOU3BOJUTEN 000PYIOBAHUS.

2. Cywyecmeyroujue peuwieHusi

KomnyectBo  cymiecTByromux — TexHoiormdt — mporpammupoBanus GPU wu  gpyroro
CIIEIMAIM3APOBAHHOIO anmnapaTtHoro obecredenus (Hampumep, FPGA) B Hacrosmiee Bpems
orpomHoe [ 1]. DTo cBS3aHO ¢ BEICOKOW aKTyaJIbHOCTBIO 3aJa4H M CYLIECTBYIOLIMMH IPOOIEeMaMH B
obnacTr. PaccMOTpHM 3TH penieHus, IPYNIUpys HX 0 croco0y paboThl U X Ha3HAYCHHUIO.

2.1 O6wue TexHonornm

K o0mmMm TexHOIOTUSM OTHECEM pEIICHUs, He OPUCHTUPOBAHHBIE HA 3a7a4d B KOHKPETHOH
obnacTy, a MO3UIHMOHUPYEMbIe KaK YHUBEpCalbHbIE cpecTBa pazpadorku Ha GPU.

211 TexHonorMm Ha oCHOBe AUPEKTUB KoMnunsitopa (nparm)

JlaHHas TpyIIa penieHNi OpHEHTHPOBaHA Ha MAKCHMAIIbHOE YIIPOLIEHHE Pa3pabOTKH H yCKOPEHHE
nponsBoibHOro kKoxa Ha GPU HacTonbpKo, HACKOJIBKO 3TO BO3MOXKHO aBTOMATHYECKH.
[ToTeHIMATbHBIMU TOB30BATEISIMI TAKUX TEXHOJOTUI SBISIOTCS y4EHBIC M pa3pabOTUUKH, HE
HWHTEepecyromuecs aetaniMu peanmmsanuu aaroputma Ha GPU. Croga moxHOo otHectn OpenMP,
OpenACC [2], C++ AMP (Miscosoft), Spearmint [3], OP2[4], [5], [6], wacTriuro DVM/DVMH [7-
9] (cuctema DVMH npescraBiser coboii HCKITIOYeHUE U OyIeT moJApoOHee pacCMOTPEHA MO3XKe).
OCHOBHOH MOAXO0J, KOTOPBI OOBIYHO UCIOB3YIOT IOJOOHBIC TEXHOIOTUH, COCTOUT B IIEPEHOCE
peanu3anuy OTJENbHBIX MapajUIeIbHBIX y4acTKoB (00bI4HO nukioB) koga Ha GPU u pemenue
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3agaun dddexkruBHoro konuposanus naHHeix Mexay CPU u GPU npu momouu koHBeHepHOI
00pabOTKH.

VY 3TOro moaxoja ecTh /iBa KIIOYEBBIX HenocTaTka. IlepBhlif — ciialblii KOHTPOIb 32 OHEpalUsIMU
KonupoBaHus W pacrpenenenuss gaHHbXx Mexay CPU m GPU, koropwle mpuxomuTcs Aenarh
aBTOMAaTUYECKH, YTO CTAHOBUTCS Y3KUM MECTOM M NPHBOAUT K HU3KOH mpousBoautensHocTH [10].
B pemenun 3T0i mMpoOJeMbl MHTEpECHbIE Pe3yNbTaThl JOCTHIHYTHI B pabore [6], rae Obuia
HCIIOJIb30BaH MPOrpaMMHBIN KOHBelep, coueraroimuii B cede craauu BoinmonHenus va CPU u GPU.
OpHako KOHBeiep He Bceraa MOXeT IIOMOYb, HOCKOJIBKY HH3Kasi IPOU3BOAUTEIFHOCTD MOXKET OBITH
BBI3BAaHA HEJCINMOCTBI0 HEKOTOPBIX 3TalloB BEIYHCICHUH MO0 HEOOXOOMMOCTEIO HEpenaBaTh
Oombmioif 00bEM gaHHBIX. Uro Oonee BakHO, TUOPUAHOE BBIIOIHEHHE IPUIOKEHUI
(omroBpemenHo Ha CPU u GPU) He Bcernma HyxHO. KpoMe Toro, B OnpefenéHHBIX CUTYyaIUAX,
yIpaBiIeHUE NaMATHIO M KOINHMPOBAaHHE JOJDKHO CTPOrO KOHTPOJIMPOBAThCs (HAampumep, B
MPUIOXKEHUSAX peanbHoro BpeMenu, 1 dero cymectsyeT OpenGL SC u Vulkan SC).

Bropoii kmroueBoi HENOCTAaTOK JaHHOW TPYMIIbI TEXHOJOIMH 3aK/I0YaeTcs B UCKIIOYHUTEIIBLHO
crnaboii momuepkke ammapatHeix Bo3MmoxkHocTed GPU. Hampumep, B OpenACC HEBO3MOKHO
HaNpsMyIO UCIIONB30BaTh pa3esieMylo NaMsaTh, (YHKIUH roiocoBanus (warp voting functions),
OTCYTCTBYET MOJIEPKKA TEKCTyp (4TO HENpUeMJIeMO Ul BBICOKONPOM3BOAUTENbHBIX U
9HEprod(GEeKTUBHBIX IPWIOKEHUH KOMIIBIOTEPHOTO 3pPEHHS W KOMIIBIOTEPHOH rpadukn).
AHaNoruyHple IpoOJIEMbI CYLIECTBYIOT H Y APYTHX TEXHOJOTHH JaHHOM IPYIIIIBL.

2.1.2 CkeneTHoe nporpaMmmuMpoBaHue

TexHOMOrMM TaHHOU IPYIITHI HALlENICHBI Ha TO, YTOOBI HMETH OJIHY peaM3aliio aroputma Ha C++,
KoTopasi MoxkeT paborath dpdexruBHO kak Ha CPU, Tak u Ha GPU, 1n00 BBIMOJHATHCS THOPHIHO
(omnoBpemenno Ha CPU u GPU). Crona MoxHO oTHecTH Takue paborel kak SkePU[11, 12],
SkelCL[13], SYCL [14] u ero npousBoausie (Intel oneAPI).

OcCHOBHasi HJesl CKEJIIETHOTO MPOrpaMMHUPOBAHHS COCTOUT B TOM, YTOOBI KOHCTPYHUPOBATH KOJ
[IPOrpaMMbl B BUIE KOMOMHAIIMU ONPEIEICHHBIX 0a30BbIX IPUMUTHBOB U ONEPALIUIL - «CKEIETOBY,
KOTOpbIe MOTYT OBITh peanu3oBaHbl 3¢dekrnBHO Ha GPU wu, xpome TOro, Moryr OBITH
KoHBellepr3oBaHbl. Hampumep, Takue koMOnHanuu, kak map-filter m map-reduce.

OCHOBHBIM IPEUMYLIECTBOM, [0 CPABHEHHIO C MPEAbIAYLICH IPYIION pelIeHuid, sBisiercs: Oosee
BBICOKass 3()(EKTUBHOCTD B OTACIBHBIX aJrOPUTMAaX, KOTOPHIC aKTHBHO HCIONB3YIOT 0a30BBIC
CKeJIeThl WM UX KoMOmHammu. HemocTaTkoM sIBISeTcs CYIIECTBEHHOE YXYIIICHHE YUTaeMOCTH,
COIPOBOXIAEMOCTH KOJa M €ro THOKOCTH, MOCKOJIBKY pEaM3aldi0 JTOPUTMOB HPHXOIUTCS
OJICTPanBaTh IO]] KCIIOJb30BaHHe 0a30BBIX IPUMHUTHBOB M onepaiuii [ 15]. Kpome Toro, ckenerHoe
[POrpaMMHPOBaHKE HAClIeAyeT HEIOCTAaTKU IPEIbIYIIeH IPYIIITEI IOAX0I0B, B YaCTHOCTH, B IUIaHE
TIOAJICPKKH CIICINaIN3UPOBAHHBIX allapaTHEIX BosMoxkHocTei GPU. OngHako, cienyer OTMETHTb,
YTO B CKEJIETHOM NPOrPaMMHUPOBAaHHU MPHUMEHSIOTCS allTOpUTMUYeckue ontumusauun Ha GPU:
TpaHcHaATOp oONajgaeT 3HaHUAMHM 00 anropuTMe, Omarojaps dYeMy MOXET CIeHepUpOBaTh
3 PEeKTUBHYIO peann3alfio, UCIONb3YsS HU3KOYPOBHEBYIO TEXHOJIOTHIO IPOrPAaMMHUPOBAHUS KaK
coii HKHero ypoBHs (T.H. back-end).

2.1.3 Bbluncnenunsa Ha GPU o6wero HasHa4yeHus (general purpose computing on
GPU, GPGPU)

K aroit rpyrme orHocsitest CUDA u OpenCL.

Ha ceropmsammuuii nenp CUDA  sBiserca JoMuHHpYMomedl TexHojorued —Omaronmapst
TexHoNornaeckoMy nmaepctBy Nvidia. OnHako, HECMOTpS Ha 3TO, JaKe IMOMHMO OTCYTCTBHS
KPOCCIUIAT(OPMEHHOCTH, Yy HeE HMEeTcsi MHOTO HEIOCTaTKOB: 3TO BEChbMa TSDKEIOBECHAS
TEXHOJIOTUSI C OTPOMHBIM KOJIMUECTBOM (yHKI[HOHaIbHOCTEH 1 Bepcuid (11 Bepcuil Ha TeKymui
MOMEHT), KOTOpPBIC HE BCEr1a OJMHAKOBO XOPOIIO paboTalOT Ha BUCOKApTax PasHBIX TOKOJICHAH U
apxutekTyp. IlepeHoc mporpammHoi cucteMbl ¢ onHoil Bepcun CUDA Ha apyryro 3a4acTyro
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CONPSIKEH CO 3HAYUTEIbHBIMU 3aTpaTaMH BpEMEHM (HallpuMep, M3-3a MpeKpaIleHHs MOJUIEPHKKU
OIpeIeIeHHBIX BO3MOKHOCTEH MIIN CYIIECTBEHHBIX M3MEHEHMSAX B HUX). HakoHell, 3HaunTeNnbHbIH
HepoctaTok CUDA cOCTOUT B HAIMYUH TJI00ATBHBIX COCTOSIHUM (TEKCTYpPbI, KOHCTAHTHAS MaMSITh),
YTO MOXET OBITH YAOOHO Ml HEOONBLIMX IPOEKTOB, HO CTAaHOBUTCS IPOOJIEMOM HPH OTIIAIKE
0OJIBIIIOTO TIPOEKTA.

Texnonorus OpenCL numiena BeimenepeuucneHHslx HenoctatkoB CUDA, HO obnamaer kpaiiHe
c1aboi Mo Iep>KKOH CYIIECTBYIOILIMX alllapaTHBIX BO3MOXKHOCTeH coBpeMeHHbIX GPU. Hampumep,
T.H. HENPSMOW BBI30B BBIYMCIHTENBHBIX siep [16], KOTOpBIl Tak M HE IMOSBWICS B HENABHO
Boimemem cragaapre OpenCL 3.0. Ota GyHKIMOHATBHOCTD SBJISACTCS KPUTHIECKOM IS CIIOMKHBIX
ITOPUTMOB, B KOTOPBIX TIOTOK YIIPaBJIEHUs 3aBUCHUT OT pe3ysbTaroB BeruucieHuit Ha GPU [17].
Taxxe ciemyeT OTMETUTb, YTO CYLIECTBYET HECKOIbKO OTKPBITHIX peanusaiuii Texnonorun CUDA
yepe3 OpenCL umu SIMD uncrpykuun CPU [18-20], a taoke AMD HIP [21]. Otu moaxonst
00IaaloT TaKUM JK€ HEJOCTATKOM, KOTOPBIH MOXKHO HAa3BaTh KPUTUYECKUM, - OTCYTCTBUE
HOAZEPKKHU alapaTHBIX BO3MOXKHOCTEH B TEXHOJIOTHHU, HCIIOIb3yEeMOH B KA4ECTBE CIOS HIDKHETO
YPOBHA. DTOT HEJOCTaTOK MPUBOAUT K TOMY, YTO aJTOPUTM MO0 He 3apaboTaer coBceM, IHOO
Oyner o0nanaTh HU3KOH NPOU3BOAUTEIBHOCTBIO M3-3a IMPOTPaMMHOI SMYIALUM TOH MIM MHOH
orcyreTByromeil pyHkunoHansHocTH. Hanpumep, B OpenCL oTcyTcTBYeT noanepka aToMapHbIX
olepalii IUIsl TUIIOB C IUIaBaronieil Toukoi. [IporpaMMHas SMyJIsIus TakoH (YHKIMOHATEHOCTH
cymectByer [22], Ho oHa Me[uIeHHas1. OHAKO B MOAABIISIONIEM OOJBIINHCTBE CIIy9acB COXPAHUTh
TIPOU3BOAUTENBHOCTh BCE-TAKM MOXHO, €CJIM 3aMEHUTh aTOMapHbIe Ollepalliy Ha NapaulesIbHYIo
penykuuto. Ho [uis 3T0ro Hy»HO IepernucaTh ajlropuT™, II03TOMY TpaHCc(opMaIys KoJa JI0IDKHA
IPOU3BOAUTHCS Ha OoJee BEICOKOM YPOBHE HEXEIIH JIeTaeTcs B 3TUX paboTax.

21.4 Tpaduueckne API

Croma MOXHO OTHeCTH Takue TexHojoruu, kak OpenGL4+, DirectX10--DirectX11, DirectX12,
Metal, Vulkan.

Hecmotpst Ha Ha3Banue, rpaduyeckue HpOrpaMMHO-amIapaTHble UHTEp(EHchl He SBISIOTCS
Y3KOCIEUAIBHBIMA U TIOYTH BCErJa MPEdOCTaBISAIOT OoJiee MIMPOKUE BO3MOXKHOCTH, 4eM API
o0miero Ha3HaueHHs. BbIUMCIMTENbHBIC LIEHACPHI SBISIOTCS YacTbiO JIFOOOTO W3 YIOMSHYTBIX
uHTEp(DHEHCOB M MO3BOJISAIOT MONYUUTh JOCTYI K TOH k€ (yHKIMOHAIBHOCTH, YTO W, HAIIpUMeEp,
CUDA, 1 HIMPOKO HCIIOIB3YIOTCS B PA3IMYHBIX [TPUIOKCHHUSX.

3a mocieqHue MATH JIET NPOrpaMMHPOBAHUE TPaGUUECKUX MPOLECCOPOB CHIBHO M3MEHMIOCH B
CBSI3U C MOSIBJICHHEM HOBBIX amlapaTHBIX Bo3MoxHocTel B Takux API, kak Vulkan, DirectX12 u
Metal. Jlanee Oymem paccmarpuBath Tonbko Vulkan, moToMy 4ToO 3TO KpoccIIaThopMeHHas
TEXHOJIOTHUs, B omaue oT DirectX12 u Metal.

HawuGonee cymectBeHHBIM oTinaneM Vulkan oT mpenpiaynimx HHTepQeicoB IporpaMMHApPOBAHHUS
Ha GPU sBisercss Hanw4ne BO3MOXKHOCTEH, KOTOPBIX HET B JPYTHX TEXHOJOTHAX COBCEM JIMOO B
ToM e creneHu. K takum QpyHKuusm otHocsTCs: Oydepsl KOMaHI, HACTpanBaeMasi CHHXPOHHU3AIHs
Ha OCHOBE 0apbepoB, YIpaBJICHHE KOMIIOHOBKOI TEKCTyp 4epe3 Mpoxonsl peHaepuHra (render
passes), YIpaBjeHHE MNaMATbIO TIpadHuecKoro IMpoleccopa, MOA-Ipoxoabl (subpasses) st
MOOUIIBHBIX Ipa)UUECKUX MPOLECCOPOB, KOHBEHep TPacCHPOBKU Jiydeil (4TO BKIIOYAeT B cels
el iepHble TaOIUIBL, @ 3TO, IO CYTH, €CTh BHI30B BUPTYaIbHOH (DYHKIIUN) U MHOXECTBO (DYHKIIHH,
KOTOpble MpencTaBiieHBl, HampuMep, B OpenGL, HO He BKIIOYEHBI B TEXHOJOTHU
MpOorpaMMHPOBaHHs OOIIEro Ha3HAYCHHsS: HENPSMOIl BBI3OB slep, rpaguyeckuil KOHBeWep, Mel-
mrefiiepbl, CKaTHe TEKCTyp, co3maHue pabotel Ha GPU, ympaBnsemas crpaHW4Has HaMsTh
(paspexxeHHbI# Oy(ep/TekcTypa) U HEKOTOpBIE IpyTHe.

braronaps nepexiaapiBaHHIO OTBETCTBEHHOCTH Ha paspaborurka Vulkan-npaiiBep penraer MeHbIIe
3agay. [loaToMy pa3pabOTYMKH HPOTPaMMHBEIX CHCTEM, YMEIOIIME THIATEIBHO HCIIONb30BaTh
BosMoxkHOCTH Vulkan API, Moryr mONy4YnTh CYIDIECTBEHHBIC NPEHMYIIECTBA KakK IIO
MIPOMU3BOANTEIFHOCTH, TaK U IO 3HEProdG(EKTUBHOCTH CO3MaBACMBIX MMM NPWIOKEHHH [23].
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Kpome toro, moanepxka Vulkan peanu3oBaHa B OTPOMHOM YHCJIE COBPEMEHHBIX HACTOJIBHBIX U
MOOUIIBHBIX yCTPOHCTB [24].

OpHako, U3 IMIMPOKMX BO3MOXKHOCTEH MAJsl pa3pabdoTyMKa ciedyer M BBICOKas TPYHOEMKOCTh
co3manus mporpamm, - 1o 10 pa3 [25] 6onbiie, yem mis CUDA wim OpenCL, 4to siBisiercs
CJICICTBHEM HEOOXOIMMOCTH PYYHOTO YIIPABICHUS ONHCAaHHBIMH BO3MOXHOCTSMH. JTO Ha
NPAaKTUKE MOXET 3aTPyIHATH IOCTIDKCHHE IIENU IIOBBINICHHS HPOU3BOAUTEIBHOCTH, T.K.
MoauduIpoBaTh OONBIION 00beM HcxomHOro koma Ha Vulkan TpymHo, M pa3pabOTYHKH HE
YCIICBAIOT POBEPHUTH BCE BOZMOXKHBIC ONTHMHU3AIINH.

TpaIuIHOHHEBIH CIIOCOO CHMIKEHHUS CJIOKHOCTH KOJa 3aKJII0YAeTCsl B CO3IaHUH BCIIOMOTATEIBHBIX
OnbIMoTeK 00IIero Ha3HaYeHUs WIIM OPHEHTUPOBAHHBIX Ha IieeBoe mpuioxerHne. OIHaKo, B HUX
MIOJTE30BATENI0 BCE PABHO NPHUXOIHUTCS padoTaTh ¢ TeMH ke cymHocTaMu Vulkan, HacTpanBas u
COCIIMHSS CBSI3M MEXKIy HUMHU. AJIbTEPHATHBHBIA crIocob - Goliee TsDKeNble BApUaHTH OMOIHOTEK
WM JIBIKKOB, KOTOPBIE MHKAICYIHPYIOT cymqHocTH Vulkan m 00pabaThIBalOT HEKOTOpHIE BEIIN
aBTomMarniecku [26-28]. [logoOHbIe penieHus, Mo CyTH, BBITOIHSIIOT paboTy apaiiBepa, HarnpuMep,
OpenGL, 49TO MOXEeT HpPUBOIUTH K HEONTUMAIBHOW peanu3aldd M OMIMOKaM, ITOCKOJBKY
Pa3paboTYHK B 3HAYUTEIHHOMN CTEIEHH OBTOPSIET paboTy MPOU3BOAUTEIIS STOrO ApaiiBepa.

2.1.5 Pa3nu4Hble TexHONOrMun

B nanHy!0 rpyniy BXOAST pa3iMuHble YHUKAIbHBIE PEILICHUSI.

B paGote [29] ucmonp3yroTcs Tak Ha3blBaeMble MHOI'OMEPHBIE TOMOMOPGH3MEL, — (OpManIbHOE
OIMCaHUE 3aJa4d Ha BBICOKOM YDPOBHE, IO3BOJIIOINEE BBIPA3UTh BBIYUCICHHUSA HPU IIOMOIIU
HmapaaielbHbIX IATTEPHOB, KOTOPHIE MOXKHO IO-Pa3HOMY peEalu30BaTh Ha Pa3Id4yHOM
obopyznoBanuu. CyliecTBeHHOE orpanuueHue padbotsl [29] cocrout B ucnonb3oBanue OpenCL B
kauecTBe cinos HikHero ypoBHsA (OpenCL ko reHepupyercss Ha BBIXOJE), YTO HE IO3BOJAET
HCIIOJIb30BAaTh MHOTHE U3 HOBBIX BO3MOXKHOCTeH coBpeMeHHbIX GPU (B TOM umnciie MOOMIBHBIX) B
cuny orpanumdeHHoctd OpenCL. Omnucanus anroputMoB B [29] mpousBomutcs Ha KpaifHe
OIPAaHUYEHHOM IPEIMETHO-OPUCHTHPOBAHHOM S3BIKE, UYTO TAKKE SBIACICS CYyHIECTBEHHBIM
HeZocTaTkoM. JlaHHAs TEXHOIOTHS paccMaTpUBAaET JOBOJBHO OrpaHHYCHHBIN HA0Op ONTUMHU3AINI
[1apaMeTpoB aITOPUTMOB, - Pa3MepbI OJIOKOB, OPSIOK IIUKIIOB U UCIIOIB30BAHNE PA3IMYHBIX THIIOB
MIaMSATH.

B TaskFlow [30] mnpemraraercst Mojenb, IO3BOJISAIONIAs BBIPAKATh BBIYUCICHHS B BHJIE
CTaTHYECKHX M JMHAMUYECKUX Ipad)oB 3a1a4 Ul FeTePOreHHBIX BEIYUCIUTENBHBIX CUCTEM. 3a/1a91
00LIAI0TCS MOTOKAMHU JTaHHBIX MEXTy co0oii mo péopam rpada depe3 odepenu, UCHONIB3Ys CXEMy
npousBoauTens-orpedurens (producer-consumer). B TaskFlow ecTb BO3MOXXHOCTB ITOCTPOCHUS
rereporeHHsIX TpadoB (Mcmonp3yrommx ogHoBpemeHHo CPU um GPU) um wux panpHeiiniero
KOHBEHEpPHOTo BBIMOJIHEHHUS aHaorHuHO padore [6]. Hemocratok TaskFlow B ToM, 4TO anroputm
HEeo0XO0JMMO SIBHO OIKCHIBATH B TEPMHUHAX IpadoB 3ajad, YTO HE OYEHb yJOOHO A1 pa3paboTKu U
OTJaJKH.

PACXX [31, 32] ucnomp3yeT MU CKEJIETHOIO NPOrpaMMHUPOBAaHUA, HO Oonee yqoOeH It
WCIONb30BaHUsI B cymecTBytomeMm koxe. PACXX Hampsmyro peanu3yeT KOHCTPYKITHMH
coBpemennoro C++ u Tpanciupyer ucnoib3oBanue STL konreitnepoB B Oydepst Ha GPU.
OmnpeneneHHbII HIDKHUH ypoBeHb (03K-3H1I) BEIOMPAETCs IIPU MTOMOIIY JOIIOJHATEIBEHBIX BEI30BOB
oobekra wucnonuutens (Executor) m B cinywae peanmusaupd Ha CPU 3TH BBI30BBI MOTYT
WTHOPHUPOBATECS, a B cirydae peanm3anuu Ha GPU xommunsrop renepupyer kox Ha CUDA nmm
OpenCL. Onnako PACXX peanu3syer nuimib 0a30Bble ONEpalUy IPOrPaMMHUPOBAHUS U HE UMEET
JIOCTyIIa KO MHOTUM alIapaTHBIM BO3MOXHOCTAM (HampumMep, K TekcTypam) goctynsHsiM B CUDA
u OpenCL.

Chapel [33] cTaBuT Lenbl0 JOOUTHCS KPOCCIIAT(HOPMEHHOCTH, YTOOBI €AUHCTBEHHOE ONHCAHKE
anroputMa Morno 3¢ ¢exruBHo paborars kak Ha CPU, Tak u Ha GPU. {1 sToro mpeanaraercs
HOBBII sI3bIK OOIIEro Ha3HAYEHUs, WU3HAYaJAbHO OPUCHTHPOBAHHBIH Ha MapajelbHOe
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nporpamMmupoBanue. KilloueBoil HEIOCTaTOK TaKOro MOAXOJa B TOM, YTO IOJNB30BATEIIO
TIPUXOJUTCS NEPEHOCHTH ONMCAHUE 3HAUYUTEIBHOW YaCTH CBOETO alrOpHUTMa HA HOBBIH S3BIK, YTO
0O0BIYHO BCTPEYAET CONPOTUBIICHUE B HHAYCTPHU. [IpUUHHEI TAKOTO COIPOTHBIICHHUS B TOM, YTO IIPU
HCIIONIb30BaHUN COBEPIICHHO HOBOTO S3BIKa KPOCCIUIAT(GOPMEHHOCTH OOECIIEUUBAETCS TOJBKO
KOMIIHJIITOPOM 3TOTO sI3bIKa. M3-32 4ero pa3paboTUYHK ITOMafaeT B 3aBUCHMOCTD OT €IHHCTBEHHOTO
B MHpE pa3padoTYHKa KOMITHIIATOPA 3TOTO HOBOTO SI3bIKA.
Tiramisu [34] — MHOrorpaHHbIH KOMIHIATOP (TO €CTh PACCMATPUBAIOLINY Pa3IUYHbIC BAPUAHTHI
ONTUMH3AIIMM OJHOTO W TOrO JKE€ QJIrOPUTMa), KOTOPBIH  CIICHUATU3UPYeTCs  Ha
BBICOKOIIPON3BOANTEIGHOM TI'eHepaluu KoJa Ul Pa3InyHBIX IUIaThopM. ODTOT KOMITHIISATOP
OPHEHTHPOBAaH Ha KJIACTEpHBIC BEIYHMCICHUS HA PA3NMYHBIX IUIaThopmax. Takum obpasom, oH
TIO/I/ICP)KUBACT BBIITOJHEHNE OJJHOTO U TOTO e kKojaa Ha MHoronotouHslx CPU, GPU npousBoncTsa
kommanuu Nvidia, kigactepax U3 HeckoJbkux Bbruuciutened 1 FPGA. K mocromHcTBam 3ToM
TEXHOJIOTUM MOYXHO OTHECTH IEPEHOCHMOCTb MEXKIY Pa3IMYHBIM alllapaTHbBIM O00ECIICUuCHHEM U
BBICOKYIO CKOPOCTh Pa0OThl OTHOCHTENBHO JPYTUX CXOKUX MOAXOI0B. B TO xe Bpems, maHHBII
KOMITWJIATOP ~ WUMEeT  psA  HEeNOCTaTKOB.  Bo-mepBBIX, OH  MHOAJEPKUBAET  TOJIBKO
CHeMaTM3UPOBAHHBIH BHICOKOYPOBHEBBIH SI13bIK, UTO 3aTPYAHSET €ro BHEAPEHHUE B IIPUIIOKEHUS Ha
JPYTUX s3bIKaX M YBEJIMYMBACT BPEMEHHBIC 3aTpaThl HA MEPEHOC AJITOPUTMOB, HANTUCAHHBIX Ha
JIPYTUX s3bIKAX MNPOTrPaMMHPOBaHUS. BoO-BTOpPBIX, JaHHBIM KOMIIWIATOP aJalNTHPOBAaH JUIS
KJIACTEPHbIX BBIYMCICHUH W HMEET CYIISCTBEHHbIE OrpPaHUYEHUS B IUIAHE aNmapaTHOro
obecrieueHusl.
Kommuisitop  clspv  [35] mo3Bomsier TpanciupoBath  siapa OpenCL B mpoMexyTodyHOE
npexacrasnenne koxa Juisi GPU, naseiBaemoe SPIR-V (ucmonmb3dyemoe B Vulkan anst 3amanust
HIeHIepPHBIX IPOTPaMM) U, TAKUM 00Pa30M, MOXKET ObITh UCIIONB30BaH IIpu pa3paboTke Ha Vulkan.
OpHaKo, OH MOJJEPKHUBAET TOJBKO BBIUMCIUTEIbHBIE LICHACPHl W B HACTOSIMHA MOMEHT
ouIMaIbHO HAXOAUTCS B CTAAMU MPOTOTHUIIA (XOTSI YK€ SBIISIETCSI OTHOCUTENBHO CTAOMIIBHBIM, T.K.
paspabatsiBaercs ¢ 2017 roxa). [Ipenaraemas HaMu TEXHOIOTHS HCHONB3YeT clspv Kak oguH U3
BO3MOXKHBIX KOMITUIISITOPOB HM)KHETO YPOBHSL.
Kommumnsarop Circle nosiuncst 8 2018 rogy, Ho mumb B 2020 roxy cTan OpHEHTUPOBAaHHBIM Ha
nporpammupoBanue 11t GPU [36]. B nacrosimuii MOMEHT 3TO OIMH MX JBYX KOoMOuiIsTopoB C++
B MHUpe, NOAJEPKUBAOLINI rpadudecKyro QyHKIMOHAIBHOCTE coBpeMeHHbIX GPU (rpaduueckui
KOHBelep, KOHBelep TpacCUPOBKH Jy4uei, menr mmeiigepst). Circle - TpaJuiHOHHBIA KOMITHIIATOP,
KOTOpBI caM 1o cebe MMeeT BCe HEIOCTaTKU TPAIMIMOHHOIO ITOJIXOJA: €CIH pPa3paboTduK
HayMHAeT ucroib3oBaTh Circle kak OCHOBHOH MHCTPYMEHT (TO €CTh HE TOJIBKO JUIsl LIEiIepoB, a
IUISL BCETO ONMCAHUS alrOpUTMa), TO OH CTAHOBUTCS 3aBHCHMBEIM OT HEro M cOopka Ha JIOOYIO
mwiarpopmy yxe HeBozmoxkHa Oe3 Circle. B coueranuu ¢ Tem dakrom, yro Circle sinsercs
MIPOEKTOM C 3aKPBITBIM HCXOJHBIM KOIOM, €r0 HPsAMOE HCIIOIb30BAaHHE HENPUEMIIEMO B psje
Clly4aeB, T.K. OIATh JK€ pPa3padOTYMK HAYMHAET 3aBHUCETb OT CJUHCTBEHHOTO 3aKPhITOrO
KOMIHJIATOPA.
Bropoii kommunarop meiinepoB Ha C++ mis Vulkan mnosBuics coBcem HenmaBuo [37] u
OpHEHTHPOBAaH Ha WCIIONB30BaHHME B cocTaBe mrpooro nsmxkka Unreal Engine. Kak u Circle,
aBTOpHI [37] MCHOJIB3YIOT MEXaHU3M aTpHOyTOB, MOSBUBIIKICA B cTtangapre C++11 B kadecTBe
CTaHIapPTU3UPOBAHHOTO CHHTAaKCHCa Ul PACIIMpEHHil s3bIKa, Ul 00O3HAYeHHs YacTeil Koxa,
KOTOpBIE OJDKHBI ObITh 00paboTansl Ha GPU. Hanpumep, atpudyr [/entry]] onpenensier GpyHKINIO
KakK TOYKy BXoja, rue Bei3biBaercss GPU ko, a GyHKIMH, KOTOpBIE TOJIKHBI BbI3bIBaThcsl Ha GPU
obo3Hauatotcs arpudyrom [/gpuj]. Ilpu atom GPU kox nHKancyaupyercst B KJacchl, a MEXaHU3M
BUPTYaIbHBIX (YHKUMH HCIONB3YeTCs Uil TEHEepaluH pas3IMuHbIX BapUAHTOB UICHAEPOB
TpaHCIATOpOM, BXomidmmM B pemeHue [37]. Tpancmarop, peanu3oBaHHBII Ha ocHOBe Clang
LibTooling [38], xouBeptupyer C++ xox B C++ u HLSL xon, xotopsiii y:xe oOpadarbsiBaercs
CYHIECTBYIOIUMH KOMIHIISITOPAMH THUX S3bIKOB.
3aberast Briepé, cieayer ckas3arh, 4To paboTa [37] Haunbosee 6im3ka K Halel paboTe Kak 1o CyTH,
TaK M IO HCIOJIBb3YEMBIM CpeAcTBaM o0pabOTKM HcXomHOro konma. Hambonee cymiecTBeHHOE
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otauyue padotsl [37] ot Hawel B ToM, uTo B [37] u “xocroBbiii” (CPU) u “nesaiicoriii” (GPU)
KOJ] ITUIIETCS LIEHTPAIU30BAHHO B OJHOM MECTE, UTO JIEAeT 3Ty TEXHOJIOTUIO B HEKOTOPOH CTEIIeHU
noxoxedt Ha CUDA; B Hameif TexHomoruu, ¢ Apyroit cropossl, no CPU kody cenepupymecs e2o
“3epranvubiil kion” Ha GPU, KOTOpBIi 0I30BaTENI0 HYKHO CBSI3aTh CO CBOMM XOCTOBBIM KOJIOM
Ha Vulkan camocrosTensHo. O mpeuMyInecTBax M HEOCTATKaX TaKOro MOAXoJa MBI Oyaem
TOBOPHTSH B pasjiene Mpo mpeanaraeMoe peureHue. Emé oqHo cylecTBeHHOE OTJIMYKE B TOM, 9TO B
KadyecTBe cJios B [37] HMIKHEro YpOBHsI HUCIIONIB3YETCS CYIECTBYIOIMIA HHCTpyMeHTapuii “Unreal
Engine 4” (UE4) u ero cnenupuueckue MexaHU3MBbI, YTO Ha HAII B3IV B HEKOTOPOH CTEHNEHU
OrpaHUYUBaET Kpocc-IIaThopMeHHOCTh T.e. UE4 — 3T0 oueHb TAXKen0BECHOE pelIeHHUE.

2.2 Cneuvanu3npoBaHHbIe TeXHONOrMn

B naHHOM nozipaszene pacCMOTPEHBI pelIcHH s, OpPUCHTHPOBAaHHbIE Ha PEIICHHE Y3KOT0 KpyTa 3a1a4
B KOHKPETHOH 001IacTH.

2.21 bBbubnuoTtekn, npegocTaBnsAlOWME peannu3aumum KOHKPETHbIX UHCTPYMEHTOB
Mnu anropuTmMoB

Cro1a MOKHO OTHECTH Takue u3BecTHbie Oubnuorexku kak TBB, Thrust [39], CUBLAS, IPP, NPP,
MAGMA, [40], [41], HPX [42] n MmHOTHE npyrHe. HexoTopble U3 HUX NMPEBPaIIaloTCs B JOBOJIEHO
MOIIHBIC TIPOTPaMMHBIE DCIICHUs, WMCIOIINE BHYTPH Ce0s CIeHU(pHICCKHE KOMITHISTOPHI
MPeAMETHO-OpPHEHTHPOBaHHbIX s3bIk0B (Domain Specific Language, DSL) mns Heiipocereit
(nanpumep, PyTorch [43], TensorFlow [44] u [45]). OcHOBHOH HEIOCTaTOK OHUOJIMOTEK B HMX
OIpaHUYCHHBIX BO3MOXHOCTSX. Kpome Toro, MHOrme OHONMOTEKH HaMEPEHHO JIMIICHBI
kpoccmiarpopmennoctu (Hanpumep, TBB, Thrust, IPP, Intel Embree), mockonbky BbITyCKarOTCsS
onpenenéHHpIM npousBoauteneM anmnaparHoro odecrnedenus (CPU w/unu GPU), B ToMm uucne, B
LeNsIX TMPOABHIKEHHS COOCTBEHHOro OO0OpYIOBaHMS M HMMEHHO IOJTOMY  JIENAr0TCs
HerepeHOCHUMbIMHU.

2.2.2 peameTHO-OpueHTUpPOBaHHbIe API

B oty rpynmy BxonsaT Takue TexHosnoruu, kak Nvidia OptiX [46] u Microsoft DirectML [47]. OptiX
— 3TO CIIeNUAIM3UPOBaHHAS TEXHOJIOTHUS UL YCKOPEHUS MPUIIOKeHUH TpaccupoBku nydeir GPU,
KoTopasi npuHuMaeT Ha BXox Ha C++. OptiX BKJIOUaeT aBe Kito4YeBble TexHooruu: (1) anmapatHo-
YCKOPEHHYIO TPaCCHPOBKY JIydel U (2) YCKOpEHHE BBI30BOB BHPTYAIBHBEIX (DYHKIHH C IIOMOIIBIO
Tabnu wmekaepos. Oth 2 ¢yHkumu Ttarke goctynHbl B Vulkan u DirectX12. Ilockonbky
nporpaMmupoBath B OptiX HaMHOro mpoie (a 3TO eIUHCTBEHHAs TEXHOJIOTHS IPOMEBIIICHHOTO
ypoBHs, noanepxxuBatonas C++ s tpaccupoBku nydeir Ha GPU), mouytn Bce mpOMBIIIICHHBIE
cucTeMbl peHaepuHra nepenuu Ha Heé: Octane, VRay, IRay, RedShift, Cycles, Thea u mpyrue.
Xorts HoBelime rpaduueckue nporeccopsl AMD HMEIOT anmapaTHyo MOJIEPIKKY TPACCUPOBKU
Jydyed, Ha caMOM Jene JUIs mojib3oBarenedl Her anbrepHaTuBbl Nvidia. Awnamorm [48, 49]
CYIECTBEHHO OTCTAIOT OT pelleHuii Ha ocHoe OptiX.

2.2.3 [peameTHO-OpUEeHTUPOBaHHbIE A3bIKM U TexHonorun (Domain Specific
Language, DSL)

JlaHHast Tpymnma penieHni OpHEeHTHpPOBaHA Ha KJIACC Pa3padOTYMKOB B KOHKPETHOW IpEIMETHON

o6nacm, U1 KOTOPBIX BaXHO ,I[06I/ITI>C$I MaKCUMAJIbHOI'O YIIPpOLICHUS U aﬁchaFI/IpOBaHI/IH oT

neraneit peanuzanuu anroputma Ha GPU npu BEICOKOM YpOBHE IPOHU3BOJUTEIHHOCTH.

Hanpumep, s3piku Darkroom [50] u Halide [51-53] npenna3HaueHs! Uit cO3qaHUsI aIrOPUTMOB
obpaboTtku m3o0pakenuil. Kpoccmnardopmennocts B Halide pocturaercs myTéM peanusanuu
GOJIBIIIOrO KONUYECTBA CIOEB HUXKHETO YPOBHSA, a BBICOKAs 3(P(EKTUBHOCTb 3a CUET IMPUMEHEHUS
ONTHMHU3AIMY [TOCNIe0BaTeNbHOCTEH (GunbTpoB. OHA U3 KIFOYEBBIX ONTUMU3AIUH OCHOBBIBACTCS
Ha Hujee INepeylnops0YUBaHUs ONEepaluii: eCld paccMaTpuUBaTh IPUMEHEHUE IBYX (UIBTPOB
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TIOCJIEIOBATENIBHO K H300paKeHHIO, TOTA 3a4acTyl0 H300paKeHIEe MOXKHO Pa30UTh Ha PETHOHBI M
K KaXIOMY PETHOHY Cpa3y HNPHMEHUTH BCIO LEMOYKY (GMiIbTpoB. 3a cU€T 3TOro NpH Iepenade
JaHHBIX OT OXHOro (HIBTpa K JPYroMy OHHM HE BHIIPY)KAIOTCS W3 Koma (T.K. oOpabaThIBaeTcs
HEeOOBIION PErioH). DTO UMEHHO TOT THII ONITHUMH3ALHH, KOTOPBIE HCTIOIB3YIOTCS B ITOA-IPOX0Iax
(subpasses) Vulkan n Metal. XoTs B HUX 3Ta ONTUMH3AIMS pean3oBaHa B Oojee OrpaHUueHHOM
BapHaHTE, IOCKOJBKY HEOOXOAMMO JOIOJHHUTEIBHO peliaTh NpoOJeMy IIepeKpPBIBAOLINXCS
peruoHOB M300pakeHus. Hampumep, aHAJIOTMYHO TOMY, Kak 3To jaenaer cucrema DVMH [9] na
OCHOBE TeHEBBIX IpaHHL. Clienyromas BakHas ONTHMU3aLMs, peaanzoBanHas B Halide - Gmounoe
pacIonoXeHne NaHHBIX H300pakeHHs B mamsatH (4to B Vulkan peanmmsyroT TeKcTypbl). DTO
JIOTIOJTHUTEIEHO MTO3BOJISIET OBBICHTH 3 ()EKTHBHOCTH KAIIa.

OcHOBHas MOTHUBAIlMsA CO3JaHUS HOBOIO s3bIKa B TOM, YTO B TPAJUIHMOHHBIX S3BIKAX
IpPOrpaMMUPOBaHUS HEOCTATOUHO KOHCTPYKIUI /I BRIPasKCHHUs TAKUX Bellel Kak Mapajieinu3M
U JOKaJIbHOCTh JaHHBIX. IlosToMy momumo ympomeHus paspaborku, Halide na camom neme
npecienyeT Lelb MOBBILCHUS KOHTPOJIS HAJ MEXaHH3MOM HCIIONHEHHUS alroOpuTMa H, Kak
CIICACTBHE, MPOU3BOJAUTEIBHOCTU: II0JIb30BAaTENb HMEET BO3MOXKHOCTh BBIOMPATh pPa3lIUYHBIC
BapHAHTbl pealU3alUd OJHOM U TOH XKe Lemodku (GUIBTPOB U U3MEPATH IOIYyUCHHYIO
TIPOU3BOJNTENBHOCTh, YTOOBI OCTAHOBHTBCS Ha JydiieM BapuaHTe. HakoHel, cyIecTBEHHBIM
npenmymmectBoM Halide siBisiercs Bo3MoxHOCTH TreHepupoBaTh kox Ha C/C++ mus memeBoit
riatopMsl Ha BeIxoze. Takum 00pa3oM, TOI630BaTENb HE JOJDKEH ITOKITIOYATh K CBOEMY NPOEKTY
xommuustop Halide Ha 1ieeBoif mmatdopme, a MOXKeT HCIIONB30BaTh CreHepupoBaHHbIil C++ Kox
(+ weiiaeps st GPU) u mobyro cucremy cOOpKH.

IIpeumymecTBa  NPEeIMETHO-OPHEHTUPOBAHHBIX ~ TEXHOIOTMH  COCTOMT B OBICTPOI,
BeIcOKOd(dexTuBHOM 1 wmHorga (Halide) xpoccnmatdopmenHOl pa3paboTke alrOpUTMOB
ompeneneHHoro kimacca. OTYacTH 3TO MPOUCXOAUT Onarogaps OrpaHHYEHHAM, KOTOpBIE
IpeIMETHO-OPUCHTUPOBAHHBIE A3bIKU IIPOrPaMMHUPOBAHHA IPUBHOCAT B IIpoLiecC pa3padoTku. ITo
J00aBIsIeT BO3MOXKHOCTH I ONTUMM3ALUH U FeHepaIluy BEICOKOIIPOU3BOUTEIBHOTO KOJA.

KiroueBoii HejoCTaTOK MPEAMETHO-OPHEHTUPOBAHHBIX A3BIKOB COCTOUT B TOM, YTO aJITOPUTMBI U
3HaHUs, HalMCaHHBIE HA HUX, TPYJHO NEPEHOCUTh Ha Jpyrue o0JIacTH M TPYAHO COCTHIKOBAaTh C
ocrtanbHOI 9acThio [10, He ncoNB3yIoMIel IpeMeTHO-OpUEHTHPOBAHHEIH sS3bIK. KpoMe Toro, yem
Gosplire 06acTeil B IPOrpaMMHOM PEIICHUH 3aTparnBaercs, TeM Oonpuie pasingHblx DSL HyxHO
OyIeT HCIIOIb30BaTh M COCTHIKOBEIBATB, YTO CYIIECTBEHHO YCIOXKHSET pa3paboTky. Hanpumep, B
COBPEMEHHBIX IPHIOKCHUAX KOMIIBIOTEPHON IpaduKy MIeHIephl 0 CYTH SBIFOTCS IPEIMETHO-
OPHEHTHPOBAHHBIM $3BIKOM. B Hacrosimiee BpeMsi €CThb HECKOJBKO BAapHAHTOB TIPadHIECKOTrO
KOHBeliepa M KOHBeliepa TpacCUpPOBKHU JIyue€il, I/le OAUH alrOpPUTM, [0 CyTH, paclpeaensercs Ha
HECKONBKUX HporpamMm (0T 2 g0 5), JOMONHAEMBIX HACTPOUKOH COCTOSHUM TIpadHuecKoro
KOHBeliepa WM KOHBeiepa TpaccHpoBKH Jiyded B C++ kome. DTO Jenaer mpouecc HarnucaHus
IpOrpaMMbl KpaifHe HEOUeBHHBIM, ITOCKOIBKY HET OJHOTO CBS3aHHOTO OMHMCAHUS alrOpUTMA, a
BMECTO 3TOT0 UMEETCS MHOXKECTBO Pa3pO3HEHHBIX IIPOrPaMM U HACTPAUBAEMBbIE CBA3U MEXy HUMHU
B OTJICTIbHBIX MECTaXx.

DVM — 3T0 TeXHONOTHs TIPOrpaMMHPOBAHMS Ha OCHOBE AUPEKTHB, OXHAKO )K€ MCIOJNB3yIomast
Pl aNTOPHUTMUYECKHX ONTHMH3AllMi Ha HIDKHEM ypoBHe. Hampumep, tpancmsitop DVM Moxer
TIPO3pavHBIM 00Pa30M MEHSATH PACHOJIOKEHHE MaCCHBA B MAMSTH “TI0 CTPOKaM/IIO CTONOaM”, 9To
nioBbImIaeT 3P (HeKTHBHOCTH BBIMOIHEHNS psiaa anroputMoB. DVM opueHTHpOBaHa Ha KlacTepHbBIE
BBIYUCIICHHS M PAacUETHI HA CETKaX C INIOTHBIMH CTPYKTYPaMH JAaHHBIX, I03TOMY MOXHO CKa3aTh,
YTO B HEKOTOPOM CMBICHIE 3TO IPEIMETHO-OPHEHTUPOBAHHAS TEXHOIOTHUs IIPOrPaMMHPOBAHHUS,
XOTS U € IOCTATOYHO IIHMPOKUMH “00mUMHU” BO3MOXKHOCTIMU. MHTEepecHO! Bo3MOXXHOCTRI0 DVM
CHCTEMBI SBISIETCA JUHAMUYCCKUM PEXHUM BBIIONHEHUS C aBTOMaTUYECKUM IOJOOPOM CXEMBI
pacmpesieneHus JaHHBIX B KaXKI0M NapauleIbHOM PETHOHE.

Eciu DVM pabotaer ¢ INIOTHBIMH CTPYKTypaMu JaHHbIX, TO Taichi [54-56] opueHTupoBaHa Ha
OPUIOXKEHUsI, PaboTarolue C Pa3peKEHHBIMH CTPYKTypaMu J[aHHBIX, BKIIOYas (DU3HUECKOe
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MOZENUPOBaHUE, TPACCUPOBKY JTyuel U HelipoHHbIe ceTH. Taichi mo3Boser monp30BaTe M MUCATh
BBICOKOYPOBHEBBIH KOJI C HCIIOJIb30BAHUEM IIPEIaraeMoro A3bIka (uHTepdeiic BcTpoeH B C++), Kak
eciy ObI OHU UMEIIH J1eJI0 ¢ OOBIYHBIMH INIOTHBIMU MHOT'OMEPHBIMU MAaCCUBAMU. 3aTeM KOMITUIIATOD
reHepupyeT MPOMEXYTOUHOE IpeJCTaBlICHHE, ONTHUMU3HPYET €ro W Bo3Bpamaer kox C++ mim
CUDA. Taichi Takke 3aHMMaercs yHOpaBJICHHEM [NAMATBIO M HCIHOJNB3YyeT (YHKIUIO
yHU(UIMPOBAaHHOrO AOCTyNa K mamsarty, focTynHyo B CUDA. Bo3moxHOCTH paboTaTh Kak ¢
LEHTPAIbHBIMHU IIPOLIECCOPAMH (C HCIOIB30BAHUEM TAKUX METOJI0B, KAK BEKTOPU3alUs [IUKIA), TAK
U ¢ rpaduuecCKMMHU Ipoleccopamu (XoTsi TONbKO ¢ ucnosnszoBanueM CUDA) siBisieTcs CHIIbHOM
CTOpOHOH 3Toro pemenus. Tor c¢axr, yro Taichi HameneH Ha omepanuu ¢ KOHKPETHBIMHU
CTPYKTypaMH JaHHBIX, IIO3BOJIIET €My CO3/aBaTh BHICOKO ONTHMU3HPOBAHHBIA U 3()(EKTHBHBII
KOJ, HO B TO XK€ BpEMs OIPaHUYHUBACT €ro MOTEHIManbHble mpuinoxeHus. byayau DSL, Taichi
TaKoKe UMEeT T€ XKe HeJJOCTaTKH, OJHAKO TecHasd HHTerpanus ¢ C++ HEeCKOIbKO CMArJaeT Ux.

B nanbueiimem Taichi pazBuBaicsi B HECKOJIBKHUX Pa3IMYHBIX HAIIPABJICHHUSAX, OCTABASCh IIPH 3TOM
MPEAMETHO-OPHEHTHPOBAHHOM TeXHOJIOTHEH. Bo-11epBbIX, 3TO NaibHEIIee pa3BUTHE (PU3UUECKOTO
MOJICIIMPOBaHMS U 1epexo Ha Python-1omoOHbIH sI3bIK (MTpaBaa cO CTATHYECKOW THITH3AIIMEH ) IS
ONKCAHUS AJTOPUTMHYECKOW COCTaBIsOMEeH Mojeneil. Bo-BTopbix, 3T0 muddepeHipyemoe
MoienupoBaHue [55] u cxxarue naHHBIX [56].

2.3 Pe3tome No CyLeCcTBYHOLWUM peLleHUusmM

TexHosoruy OOLIEr0 Ha3HAYEHHs HE IMOICPKHBAIOT JOCTATOYHOE KOJMYECTBO AalmNapaTHBIX
(yHKIUH, 4TO CHIDKAeT HPOU3BOAUTENBHOCTh U 3Heprosd¢exrusHocts (Hampumep, PACXX,
OpenACC, DVM, OpenCL, CUDA, TaskFlow). IIpomsimenasie APl HHU3KOro ypoBHS
NPEIOCTABIIIOT TAaKyl MOIJIEPKKY, HO pa3pabOTKa C HX HCIIOJIb30BaHHEM Ype3BBIYaHO
tpynoemka (Vulkan, Metal, DirectX12). [IpeaMeTHO-OpHEHTHPOBAHHBIE TEXHOJOTMH M S3BIKH
(Halide, Optix) sIBISIOTCS XOPOIINM pEIICHHEM Kak Ui rpapuyecKuX MPOIECCOPOB, TaK U LIS
npyrux BerauciutenbHbIX cucteM (FPGA wmmm ASIC). OpHako WX KIIFOYEBOM HETOCTATOK
3aKJIF0YAETCS B TOM, YTO aJITOPUTMBI M 3HAHHUS, PEan30BaHHBIC C MX IOMOIIBIO, TPYIHO ITEPEHECTH
B JIpyrue 00JIacTH M TPYIHO HHTETPUPOBATE C OCTAIHLHBIM IPOrPaMMHBIM 00ECIIEYCHHEM, KOTOPOE
HE HUCIIOJIB3YET SI3bIK, ClIelr (YUUHBIN JUIs IIPEIMETHON 001acTH.

Taxum 006pa3oM, BBI30B K TEXHOJIOTUH IPOrpaMMUPOBAHUS 3aKIIFOUAETCS B TOM, YTOOBI 00€CIICUUTh
OJJHOBPEMEHHO U JIOCTYH K crenuduueckuM (yHKIUSIM anmapaTypsl, H KpoccnaTGopMeHHOCTb.
OyHIaMEeHTaNbHOE IPOTUBOpPEUYHE, BbI3BAHHOE JTUM TpPeOOBaHUEM, HEOOXOIUMO pemaTb.
Haunyumue pe3ynabTaTsl B 9TOM HaIpaBIeHUH, Ha HAII B3IJIAA, JOCTUTHYTHL B [29, 30, 34, 55].

3. Mpednazaemoe pewieHue

BmecTo co3maHus yHUBEPCAITbHONH TEXHOJIOTHH ITPOrPaMMHPOBAHUS JUIS OCTPOCHHS PAa3IMIHBIX
MPOTPAMMHBIX CHCTEM MBI MpemIaraéM pacHIUpsieMyl0 TEXHOJOTHIO, KOTOpas MOXeT OBITh
HACTpOEHa JJIs ONPEISIICHHOT0 Kilacca npuiioxkeHuil. B oriuyne or, nanpumep, Halide [51-53], mbr
HE HCIHONb3yeM IPEeIMETHO-OPUCHTUPOBAHHBIN S3bIK, & HEOOXOAUMBIC 3HAHUS M3BICKAIOTCS U3
00b14HOro Koa Ha C++. OTHUM U3 OCHOBHBIX IIPEUMYIIECTB IPeIaraeMoi TEXHOIOTUH ABIIACTCS
TO, YTO UCXOMHBIH KOA HE PACHIUPSAECTCS HUKAKMMHU HOBBIMH S3BIKOBBIMU KOHCTPYKIMSMH HIIH
qupexTuBaMu. [Ipenmonaraercs, 4To UCXOAHBIM KOJ SBIACTCS OOBIYHBIM HCXOJHBIM KOZOM Ha
s3pike C++ (XOTA U C HEKOTOPBIMU OrPaHHYEHUSAMH), KOTOPbIH MOXET ObITh CKOMITHIMPOBAH
mo6bM KoMIHisaTopoM C++. DT0 3HAUUTENBHO YBEIHIUBACT BO3MOKHOCTH KPOCCILIAT(OPMEHHOH
pa3pabOTKH C UCIIONIB30BAaHUEM MPENTaraeMoi TeXHOJIOTHHL.

MBI HcHonb3yeM CoTocTaBlIeHne ¢ 00pasioM (pattern matching), YT0OBI HAXOAUTH onpedenéunvie
wabnonvl (uru nammepust) B C++ xozxe u npeobpa3oBbIBaTh ux B ddextuBHbIA ko a1t GPU ¢
ucnons3oBanueM Vulkan. I11abnoHbI-IaTTepHBI BEIpaxkaroTcs uepes knacesl C++, QyHKIMU-4IeHb
U OTHOIIEHUS MEX]y HUMH.
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BaKHO OTMETHTH Pa3HHUILy MEXK/Y IIPELIaraeMON TeXHOIOTHeH U GOJIBIINHCTBOM CYIIECTBYIOIINX
TEXHOJIOTHI MapajuleNbHOro nporpaMmupoBanus, takux kak DVM, CUDA, Taichi, Halide u
Jpyrue: OHHW PACLIUPSIOT S3BIK IPOrPAMMHPOBAHKSI HOBBIMH KOHCTPYKLHSIMH WM TIPEUIAraoT
HOBBIE SI3BIKM, B KOTOPHIX MapajuleJbHbIe KOHCTPYKIHH OTOOPaXaroTcs B HEKOTOPYIO
3} hekTHBHYO peanr3aluio Ha OPEACIEHHOM alapaTHOM obecriedeHun. [IpearaeMpril HOIX0
MPOTHBOIIOJNIOKEH. Bo-TIepBhIX, MBI HE 100aBIsIEM PACIIHUPEHUS IS I3bIKa TIPOrPaMMHUPOBAHHS, a,
Hao0opOT, BBOAUM OrPAaHHYCHHS Ha HCIIOJIB30BaHHE €ro BO3MOXKHOCTEH. BO-BTOPBIX, Ia0IOHBI-
MarTepHsl HE OMNPENeISIIOT alMapaTHbIX (YHKIWHA, a BBIPAXKAIOT alrOPUTMHYECKHE W
apXUTEeKTypHbIe 3HaHUs. Takum 0o0pa3oM, 3a anmaparHble QYHKIHH OTBEYaeT TPAHCIATOp, a He
pa3paboTYHK.

3.1 LLla6noHbI

Ila6moHbl (MIM HATTEPHBI) AENATCSA HA APXUTEKTYPHBIC U AITOPUTMHUYECCKUE. APXHUTCKTYPHBIH
mabJaoH ompenenseT NPeIMETHYI0 O0IacTb U IIOBEACHUE TPAHCIATOPa B LEJIOM (HAmpumep,
00paboTKy H300paXkeHHH, TPACCHPOBKY IIydel, HeHpOHHBIE CeTH, (PH3NIECKOe MOICTMPOBAHNIE U T.
I.). AITOpUTMHYECKHE MIA0NOHBI BBIPAXKAIOT 3HAHWA O MOTOKaX MAHHBIX M YHPaBIEHUS H
OmpeneNsioT Oonee y3KUi KIace alropuTMOB, KOTOPEIE MOTYT UMeTh 3()(QEKTUBHYIO aIlliapaTHyIo
peann3anuio. AIropUTMHYECKUE AOIOHBI MOTYT BCTPEYAThCsl BHYTPH apXUTEKTYPHBIX ITa0IOHOB.
Hanpumep, mapamiensHas peayKOus, yIIIOTHEHHE (MapayuienbHOe 00aBIEHHE >IEMEHTOB B
Oydep), copTupoBKa, IpeuKCHAS CyMMa, BBIUHCIICHHE THCTOrpaMMBI, map-reduce u fip.
PaccMoTprM maGIIoHB, peann30BaHHbIC B TEKYIIeH BEPCHH TPAHCIATOPA!

e  ApPXHUTEKTYPHBIH MAOIOH 06pabomku uzoopasicenui. DTOT MAOIOH TPEIOCTaBIIsieT 0a30BbIe
Bo3MOkHOCTH Uit T.H. GPGPU. HMcxomHblii KO BBINVIAAUT Kak OObIYHBIN Kox Ha C++ ¢
mukinaMi B ctmwie OpenMP, 3a HCKITIOYEHHMEM TOTO, YTO MBI HE HCIIOIB3YyEeM IUPEKTHBBI
(mparmsl). Bmecto 3Toro maGnoH mpeamosaraer, 4ro CYIIECTBYeT HEKHH Kiacc ¢
YIPaBISIOMIMI QYHKIMAME U QYHKIUSAMHU-ApaMu (JIECTHHT 1). DyHKUMH-sapa coxepxar
KOJ BHYTPH LIMKJIOB, KOTOPBIN mpeamnosaraercs nepeHocuts Ha GPU mpaktudecku oiuH B
OJIMH. YTpaBIsiiomue GYHKIMHA — 3TO (QyHKLUH, KOTOPbIE BHI3BIBAIOT (DYHKIUH-APA U, TAKUM
00pa3zoM, OIpPENeNsIOT JIOTMKY HMX 3aIllyCKa M NPHUBSA3KY PECYpPCOB (BXOIHBIX M BBIXOJIHBIX
OydepoB u Tekctyp). DyHkuuu-sapa umeror crnenuanbibie npepukcs (kernellD , kernel2D
kernel3D_ u mpocto kernel B mabnone TpaccupoBKH Jiyueit). Mbl MOriM Obl UCIIOJIB30BATh
JUISL 9TOTO AUPEKTUBBI KOMITMWIIATOpa Mk cuHTakcuc [[kernel]] mo anamoruu ¢ padoramu [36,
37]. DTo Xopomiee pelIeHHe, XOTsS Ha Hall B3IMJISA pasHUIA yMo3puTenbHas. lcrmomb3ys
npeUKChl, MBI MOXXEM OCTaThcsi B paMmkax crapmapra C++ 98 u He BBOIWTH HUKAKHX
pacIIMpeHus B 351K, YTO OBLIO OJHOM M3 HALIHX IIENICH.

e  ADXUTEKTYPHBIH MabNOH st mpaccuposku ayueti. 1lens sToro maGlioHa - TPErOCTaBUTH
JOCTYyIl K TPAacCHpPOBKe Jydeil C ammapaTHBIM yCKOpeHHeM M S((EKTHBHO BBI3BIBATH
BUPTyallbHbIE (DYHKIMH Ha TpaduaeckoM mpormeccope. [1o3ToMy ero MoxxHO paccMaTpHBaTh
Kak kpoccriardopmennbiit anamor OptiX. CylecTBeHHas pa3HUIA MEKIY 3THM LIa0JIOHOM U
MPEeIBIAYIIAM 3aKI0YaeTcss B TOM, 4YTO B MIa0ioHe 0OpabOTKM HM300paKeHHH IHKIIBI
mpeArnonaraercsa pa3MemaTb BHyTpH QyHKIU 1apa, B TO BpeMs Kak B Ma0I0HE TPACCUPOBKU
IDydel mpeamnosaraercs, 4T0 OHH HaXOAATCA BHE yIpaBistonedl pyHKIHUH (1, CIeJOBATENIBHO,
BHe (pyHKIMU-a1ep). ClienoBaTenbHO, IIa0I0H TPACCUPOBKHU Ty4yel y100€eH, eciu A Kax10ro
MOTOKA MIIM KaXIO0ro 00pabaThIBAEMOro 3JIEMEHTA JaHHBIX HCIOJB3YETCsl CIOXKHBINA KO, HO
LIUKI 0OpaboTKU MAaHHBIX HPOCT. A mabioH o0pabOTKH wu300paxkeHH# ymoOeH, Koraa
KOJIMYECTBO IIOTOKOB (00OpaOaThIBacMBIX 3JIEMEHTOB JAHHBIX) MOXKET U3MEHITHCS BO BpeMs
pabotel anroputma. Hampumep, ecnm HyXHO HM3MEHHTH pa3Mep H300paKeHHUS, MOXHO
00paboTaTh YMEHBIIEHHYIO BEPCHIO N300paXKeHHsI, a 3aTeM CHOBA MacIITabUpOBAThH ee.

e  ANrOopuUTMHUYECKUH IIAONIOH napaineavrol pedykyuu. Jins dToro IablioHa HpeiaraeMoe
pelieHne OOHApYXHUBAET JOCTYII K IEPEMEHHBIM JAaHHBIX Kiacca (WICHBI BXOIHOTO KJlacca,
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JIUCTUHT 1) U TeHepupyer Koa s napawienabHol peaykiuud Ha GPU B COOTBETCTBHH € TUIIOM
MepEeMEHHOI U onepanuii, yyacTBYIOUIMX B PEAYKIHMHU (JIUCTHHTH 2 U 3).

e AJNTOPUTMHYECKUI MIAOJIOH /i NAPALLEeNbHO20 0006ABIeHUsL DIeMeHMO8 6 6y¢hep U CBSI3aHHBII
¢ HUM wabnon Henpamozo 6vi3o6a saopa (indirect dispatch). Hanpumep, ecTb QyHKIUA-UIEH,
KoTopasi 00pabaThIBaeT BXOIHBIE JaHHbIE U JOOABISET HEKOTOPbIE BEIXO/HBIEC JAHHBIC B BEKTOP
gepe3 «std::vector.push_back(...)». Ilocne dero BbIOpaHHBIE HaHHBIE 00paOaTHIBAIOTCA B
npyrod (yHKIMH, NPU ITOM CYETYMK IHMKJIA 3aBUCHT OT «vector.size()», W TOITOMY
(hakTHueckoe Koan4ecTBO NOTOKOB Ha GPU 10KHO OBITH IPYTrUM: OHO Oy 1T U3BECTHO TOJIBKO
II0CJIE 3aBEPIICHHS IEPBOTO Spa; IOATOMY 3/1€Ch HE00XO0IMMO HCIIOIb30BaTh HENPSIMOI BBI30B
sapa.

B Jluctunre | moka3aH mpumep BXOAHOTO Koja, a B JIuctuarax 2 u 3 — ynpoIieHHbIe TIPUMEPHI

BBIXOJHBIX JTaHHBIX.

1. class Numbers {

2. public:

3. void CalcArraySumm(const int* a data, uint a dataSize) {
4. kernellD ArraySumm(a_data, a dataSize);

5. }

6. void kernellD ArraySumm(const int* a data, size t a dataSize) {
7. m summ = 0;

8. for (uint i=0; i<a dataSize; i++) {

9. int number = a datal[i];

10. if (number > 0)

11. m_summ += number;

12. }

13. 1}

14. int m_summ;

15.};

Jlucmune 1. Ilpumep ucxo0Ho20 ko0a Ot apXumexmypHo2o wabiona 06pabomKu u300pajceHuil.
BbIYUCTCHUEC CYMMbL 6CEX NOTONCUMETIbHBLX YUCeNl 8 Maccuse

Listing 1. Sample source code for an architectural imaging pattern: Calculate the sum of all positive numbers
n an array

B npumepe Jluctunra 1 dyskius aapa u ee pazmeps! (1D, 2D umu 3D) u3BnekaroTcs ImyTeM aHaIu3a
nmeHn ¢yHkuun (kernellD_ArraySumm, ctpoku 6-12). Ympasmatomas (GyHKIMS H3BICKAETCS
IyTeM aHaJu3a ee KOJa: eClIM U3 3TOH (PyHKIMHU BBI3BIBACTCS XOTS Obl OfHA U3 QYHKIMH-s1/1ep, TO
ato ynpasisiromas ¢pynkuus (CalcArraySumm, ctpoku 3-5). JIroOble wieHbl JaHHBIX Kiacca, K
KOTOPBIM UMEIOT J0CTYN (YHKIHMHU-S]IPa, IOMEIIAIOTCS B €IMHCTBEHHBIH «Oy(ep JaHHBIX Ki1acca»
(m_summ, ctpoka 14). JlocTym Ay TakuX IEpeMEHHBIX aHAIM3UPYETCs OMONHUTENRHO. Ecii B
HEKOTOPOM sJIpe OJHAa M Ta JK€ IepeMEeHHas 3allMChIBAeTCs Ha pPa3HBIX MTepalusixX LUKIa
omnpenenéHHbpIM 00pa3oM (cTpoka 11), To reHepupyercsl MapauIeNbHEI KO PELyKIUH B KOHIE
mewzepa st 3Toi epeMeHHOH (JIMCTHHT 3).

1. class Numbers Generated : public Numbers {

2. public:
3.
virtual void SetInOutFor CalcArraySumm(VkBuffer a dataBuffer) { ... }
4. virtual void CalcArraySummCmd (VkCommandBuffer a commandBuffer,
uint a dataSize) {
5. m currCmdBuffer = a commandBuffer;
6. vkCmdBindDescriptorSets (a_commandBuffer, ... , ArraySummLayout,
&allGeneratedDS[0], ... );
7. ArraySummCmd (a_dataSize);
8. }
9. protected:
10. virtual void ArraySummCmd(size t a dataSize) {
11.
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12. vkCmdBindPipeline (m_currCmdBuffer,

, ArraySummInitPipeline);
13. vkCmdDispatch (m_currCmdBuffer, 1, 1, 1);
14. vkCmdPipelineBarrier (m_currCmdBuffer, ... );

15. vkCmdBindPipeline (m_currCmdBuffer, . , ArraySummPipeline);
16. vkCmdDispatch (m currCmdBuffer, a dataSize/256, 1, 1);
17. vkCmdPipelineBarrier (m currCmdBuffer, ... );

18. }

19. ...

20.}

Jlucmune 2. Tonyuug HeKOMOPUbILl KIACC 8 KAYecmee 8XOOHbIX OAHHBIX, NPediiazaeMoe peweHue 2eHepupyem
unmepeiic u peanuzayuio 011 GPU eepcuu aneopummos, pearu3s08anHix 6 ynpasusioujux ynpasieHus
Listing 2. Having received a certain class as input, the proposed solution generates an interface and
implementation for the GPU version of the algorithms implemented in controllers

W3-3a ocobennoctelr Vulkan HeoOX0qUMMO CreHepHpOBaTh JBE (DYHKIHHU Ui Kaxaoh (GyHKIHH
yIpaBIeHUS BBOJIOM. Jnst CalcArraySumm TEeHEPUPYIOTCS (dyHKIUY:
SetInOutFor_CalcArraySumm u CalcArraySummCmd. IlepBast co3gaer HabOp AECKPUNTOPOB AT
BxozHoro Oydepa (a_dataBuffer B mpumepe) u coxpaunser ero B allGeneratedDS[0]. 3amerum, uto
rnapamerp BXOJHOrO ykazarens a data Obu1 ynaneH. B creHepupoBaHHOM KoOJe IapameTphbl
yKazarenu B YHPaBISIOMMX (YHKUMSIX M AapaX HE HCIONB3YIOTCS, T.K. BCE JAHHBIC Telephb
HaxXoIiTCcad Ha rpaduyeckoM IMpoLeccope, W JIOCTYHN K HHUM OCYLIECTBISICTCS uepe3 HaOopsbl
JECKPUNITOPOB B IIelaepax. B aTom mpumepe ObLIM CreHEpHpOBaHBI J(Ba Pa3HBIX IIeHzepa:
ArraySummlnitPipeline, KOTOpBIH BBINOJHICT MHUIHAIU3ANNIO IUKIa (OOHYJIEHHE CYMMBI), a
BTOpO# - ArraySummPipeline, KOTOPBI# BBITOIHSET TENO [KKJIA (JIMCTHHT 3).

1.  kernel void kernellD ArraySumm(_ global const int* a data,
__global NumbersData* ubo, ...) {

2. __local int m summShared[256*1*1];

3. .

4. int number = a datali];

5. if (number > 0)

6. m_summShared[localId] += number;

7. .

8.  barrier (CLK_LOCAL MEM FENCE);

9. m_summShared[localId] += m summShared[localId + 128];
10. Dbarrier (CLK _LOCAL MEM FENCE);

11. m summShared[localId] += m summShared[localld + 64];
12. Dbarrier (CLK_LOCAL MEM FENCE);

13. m summShared[localId] += m summShared[localId + 32];
14. m summShared[localId] += m summShared[localIld + 16];
15. m summShared[localId] += m summShared[localId + 8];
16. m summShared[localId] += m summShared[localld + 4];
17. m summShared[localld] += m summShared[localIld + 1];
18. if(locallId == 0)

19. atomic add(&ubo->m summ, m_ summShared[0]) ;

20.}

Jlucmune 3. Ipumep ceenepuposanno2o wielioepa 0 Komnuiamopa clspv
Listing 3. An example of a generated shader for the clspv compiler
B npumepe Jluctunra 3 ucxopHoe Teno MUKIA Ipeodpasyercs B cTpoku 4—6. BuaHo, 4to 1octym k
m_summ Ob11 Hepenucad Ha m_summShared [localld], koTopslii B JanpHeHIIeM UCTIONb3YeTCS IPU
napaenbHOl penyKIuy B KoHIe Inedaepa. B crpokax 13-17 peanu3oBaH ONTHUMHU3UPOBAHHBIN
BapHaHT HapajUleNbHOM peaykuuu 4 rpadudeckoro nponeccopa Nvidia, npeanonararomuii, 4To
pasMep NOArPYNIBl paBeH 32 MOTOKaM. DTOT pasMep MEHSEeTCS B 3aBHCHUMOCTH OT BXOJIHBIX
napaMeTpoB Halllero TpaHcaaropa. Hampumep, MOXKHO OTKIIOYMTH ONTHMM3AIMIO WM 3a]1aTh
MEHBIINHA pa3Mep MOATPYIIHI (8 mis MOOMIBHBIX IpaUUecKHX MPOIECCOPOB) MITH UCIONB30BATh
subgroupAdd Bmecto 13-17 ctpok (moctymnHo Tosibko B GLSL).
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3.2 N'eHepauus Kkoga

[Ipennaraemsiii TeHepaTop paboraer 1o npuHIUIY MopduHra koaa [57]. CyTs 3TOr0O moaxozaa B
TOM, YTO, UMEs OIpEHEICHHBI KJIacc B INporpaMMe H IpaBHiIa HpeoOpasoBaHUs, MOXHO
ABTOMATHYECKU CTEHEPUPOBATH JIPYTroi KJIacC € KeITaeMbIMH CBOWCTBAMH (HalIpHMEp, pean3ainio
anmroputMa Ha GPU). IlpaBuna mpeoOpa3oBaHHs OINpeAe/SIOTCS yKa3aHHBIMH ILIa0JIOHAMHU, B
paMKax KOTOPBIX OCYLIECTBIIACTCS 00paboTKa M TpaHCISLUS TeKyulero kojaa. CreHepupoBaHHbIH
KJIacc HaclemyeTcs OT BXOAHOTO Kiacca M, TaKUM 00pa3oM, HMeeT JOCTYN KO BCEM JaHHBIM U
(hyHKIUSM BXOHOTO KJlacca.
BxomHoii ucxomHbli Ko oOpabateiBaeTcs ¢ nomolnbio clang u libtooling [38]. IpakTuyecku Bce
3aJa4d B IIPEIaracMoOM TPAHCIATOPE BBITONHAIOTCA 3a JBa npoxonma. Ha mepBoM mpoxone
MIPOUCXOANT OOHApYKEHHE NMATTEPHOB M UX 4acTell ¢ momonipio libtooling: BIIOXKEHHBIE LUKIIBI
BHYTpH (QYHKIHH sApa, peyKI¥s, TOCTYN K WieHaM JaHHBIX Kiacca U T. A. Ha Bropom mpoxone
MPOMCXOAUT TIEPENUChIBAHUE MCXOAHOrO0 Koaa ¢ wucnons3oBanueM clang AST Visitors.
OKOHYATENBHBI MCXOMHBIA KOJ| CO3JaeTCs C MOMOLIbI0 I'eHepaluu TeKcTa mo uradbmony [S8].
Taxum o0pa3oM, IpeanaraeMoe pelieHne pearn3yercs UCKIIOYUTENbHO 3a CUEeT source-to-source
mpeobpa3zoBaHus, T.e. B omiuude, Hampumep, or Circle, koropeii paboraer ¢ LLVM-
MPEACTaBICHUEM KOJa. XOTS 3TOT HOJXO0J HMEET ONpeJielIeHHbIe OrpaHHueHUs (HeNb3s U3MEHHUTh
BXOJHOM S3BIK IPOrpaMMHUPOBAHU, YTO BO3MOXKHO IIPU UCIOIb30BaHNU LL VM), OH Takke uMeeT
3HAYHUTEIBHBIC IPEUMYIIECTBA:
CreHepupoBaHHbII HCXOAHBIN Ko uist 00oux Tunos meiaepoB (OpenCL C s clspv [35] wnu
GLSL) u C++ kox ¢ BezoBamu Vulkan BeINISAAT Kak OOBIYHBINA KOJI, HATUCAHHBIN BPYYHYIO.
Ero MOXHO OTJa)XHUBaTh, H3MEHSTE MM KOMOWHHPOBATH C IPYTHM KOJOM JIFOOBIM CIIOCOOOM.
Takum 00pa3oM, B OTIIMYHE OT MHOTHX CYHICCTBYIOIIMX TEXHOJOTHH MPOrPaMMHpPOBaHHMS
JIETKO OTJIMYUTH OMMOKH HAIIEro TPAaHCIATOpPa OT OMMOOK IOJIB30BaTeNsl. JTO Ipodiema,
Hanpumep, s OptiX, Taichi wimu Circle, moToMy YTO HEMOHSATHO, YTO TEXHOJOTHUS
MIPOrpaMMHPOBAHHS Ha CAMOM JIEJIE JENIAET C BXOAHBIM KOJOM.
Bo3M0OXHOCTh T€HEpHPOBATh UCXOJHBIH KO JUIS IISHJEpPOB JaeT 3HAUYUTEIbHYI THOKOCTD,
NIOTOMY YTO MOJXKHO JIETKO J00aBIATh HMOANEPAKKY PAa3IMYHOTO alMapaTHOTO OOecIeueHus.
Pannss Bepcus Halero HHCTPYMEHTA HCIIOJIb30Balia TOAbKO clspv [35] ams meiinepos. OgHako
MBI OBICTPO MOHSIM, YTO BO3MOXHOCTEH clSpv HEZOCTaTOYHO JUIS amImapaTHOTO YCKOPEHHS
TPAacCHPOBKM JIyuei, MaccuBoB TekcTyp (dynamic descriptor indexing), BHPTyaJbHBIX
¢yHKumit 1 MEHOTOrO Apyroro. KoHeyHO, MOXXHO J00aBHUTH TaKyro MOJIEPKKY B ClSpv, 4TOOBI
noJy4uTh kenaeMblie Gpyrknun B SPIR-V u3 ncxoanoro koxa meiaepa OpenCL C, Ho 3ToT
MyTh JOPOTOM M TPYyIHBIH, MOCKOJBbKY pabora ¢ ucxomHbiM kogoM SPIR-V u clspv Tpedyer
CIICIIMANIBHBIX 3HAHMH W 3HAYUTENBHBIX YCHINH. B To e BpeMs n06aBHUTh MOANEPKKY HOBBIX
BO3MOXKHOCTEH anmapaTHOro 0OecleueHHUs HEHMOCPEICTBEHHO B CTCHEPHPOBAHHOM KOJe Ha
GLSL oTHOCHTENBHO JIETKO.

3.2.1 Nepepa4a aaHHbIX CPU <=> GPU

Kak ynomuHanoce B 0030pe, MHOTHE CYIIECTBYIOLIME PEIICHUS] aBTOMATHYECKH PEILAOT IpodieMy
KONUPOBAHUS JaHHBIX. B OOJBLIIMHCTBE CiydaeB Jjisi INPOrPAaMMHOIO  OOeCHeueHus,
ucnone3ytomero Vulkan, 3To Henb3s AenaTh N0 MHOTMM NPUYMHAM. B OCHOBHOM, MOTOMY 4TO
konupoBanue B Vulkan — HeTpuBHabHasl oriepanus, KoTopast 3aBUCUT OT CLIEHAPHSI KCIIOIb30BaHUS
aqropuT™Ma W BO3MOXHOCTEW ammapaTypsl. B mpemmaraeMoM moxojie BBITTOJIHSIETCS TeHeparyst
KOoJa JJIs BBINOJIHEHHS AJTOPUTMOB Ha TpapuyeckoM MpOIeccope U IS  BBITOJHEHUS
KOIHMPOBAHMS, a 32TEM IT0JIb30BATEITIO MTPEIOCTABIISIETCS BO3MOKHOCTh CAMOCTOSITEIEHO BBI3HIBATH
atot koa. Co3nannas pynkuus ¢ umeneM «UpdateAlly BeimosnHsier 3Ty 3amauy. Eciu monb3oBaTenio
HYKHBI TaHHBIEe 00paTHO Ha CPU M3 HEKOTOPHIX BHYTPEHHHUX JaHHBIX CT€HEPHPOBAHHOIO KJlacca,
TO MOXKHO CO37aTh HOBBIM Kilacc, KOTOPBIM HacieayeTcs OT CreHepHpoBaHHOro. B aTtom kmacce
MOXET OBITh peaIn30BaH OO0 TONOIHUTEIBHBINA AITOPUTM HIIH (DYHKLUSI KOITUPOBAHUSI.
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IlpenyaraemMoe pelieHHe peanu3yeT BeCh CIEHEPHUPOBAHHBI aNrOpUTM Ha Trpaduueckom
MpoIeccope, MO3TOMY, KaK IPaBHJIO, BCE CTeHEPUPOBAHHBIC IIEPEMEHHBIC U Oy(dhepbl HaXosITCs Ha
rpapuueckoM mporeccope. OAHAKO, MOCKOJbKY CreHEPHPOBAaHHBIM KiacC Hacieayercs OT
HCXOIHOTO, OH TAaK)Xe COJCPKUT BCE HCXOIHBIE NepeMeHHble W Bekrtopsl Ha CPU mox ux
cOOCTBEHHBIMH HMeHamu. lloyp3oBarens JMOO TNPENOCTaBISIET COOCTBEHHYIO —pean3aluio
KOIMpoBaHus (Yepe3 peanusaiuio uarepdeiica T.H. “ICopyEngine” ¢ HeCKOJILKUMH BUPTYaIbHBIMU
¢yuxuusivmu tuna Update/Read), mu6o ucnonb3yer mpeaocTaBisieMyo HaMH peaTi3aliiio TOro je
nHTepdeiica. TakuM sxe 00pa3oM MONTB30BATENb MOXKET BPYYHYIO YIAIHTh HEHY)KHBIC TaHHBIC HA
CPU mnocne BeizoBa merona UpdateAll B kiacce, HacieIyeMOM OT Cr€HEPHPOBAHHOTO, a IPHU
HEOOXOIMMOCTH BO3MOKHO JICTaJIbHOE YIIPABICHNE KOTMPOBAHUEM.

3.2.2 ConocTtaBneHue ¢ 6nuxanwmMmm aHanoramm

Takum oOpasom, emé pa3 orMmernM, 4To Ham uHCTpyMeHT mo CPU kxomy reHepupyer ero
“3epkajbHBIN KJIOH” Ha GPU, KOTOPBIi MOJIE30BATENIO HYXKHO CBA3aTh CO CBOMM KojoM Ha Vulkan
caMocCTosATeNIbHO. DTO Oosiee Tpynoémko, ueM noaxox CUDA wuiu pabots [37], HO UMeeT U CBOH
MIPEUMYIIECTBA, ITOCKOJBKY HE 3aBHCHUT OT TSDKEIOBECHBIX MHCTpyMeHTapueB Bpoxe UE4 m me
MOPO’K/IAET 3aBHCHMOCTH OT ce0s CaMOro B HCIIOJB3YEMBIX HPOEKTaX: CrCHEPHPOBAHHBIA KO
BCeT/Ia MOKHO JTOIMCATh WIIH TIEPENUCaTh BPYIHYIO H, TAKAUM 00pa3oM, ITOCTEIIEHHO H30aBUTHCS OT
HAIIIETO PEelICHHs, €CIIM OHO MOJIb30BaTels He ycTpanBaeT. Kpome Toro, Takoil MOAX0 yHpoIaer
OTJIAJKy ¥ ITOUCK OMIMOOK: MBI BCETa MOXKEM IOHATh B KAKOM UMEHHO MECTe ITPOHU30IILIa OuInoKa
— Ha CTOpPOHE IO0Jb30BaTEeNs WM B T€HEpaTope, T.K. BBIXOJ MPEACTaBIsET CO00H 0OBIKHOBEHHBIH
YHUTAEMBIN U OTIakuBaeMblid ko Ha Vulkan u C++.

4. dkcnepumeHmarsbHasi OUeHKa

MBI IPOTECTUPOBAIN HAII TOAXOJ HAa HECKOJIBKUX NPUIOKEHUX, AT KOTOPBIX MBI T€HEPUPOBAIN
pasmuunble peanusanun (GPU vl — v3), ucmons3ys pasHble ONIMH TPAHCIATOPA. OTH ONIUU
OTBEYAIOT 32 BBIOOp Pa3IMYHBIX pealn3aluii ofHOTO U Toro xe anropurma Ha GPU. Ilostomy B
HEKOTOPBIX CIy4asX NPOU3BOAUTENBLHOCT CHIBHO OTIMYAETCS.

——— N
Puc. 1. [lemoncmpayus npumenenus pazpabomanHoti mexmonocuu
Fig. 1. Demonstration of the application of the developed technology

Tabn. 1 u 2 1eMOHCTPUPYIOT MONyYEHHBIE pe3ynbTaThl. Puc. | 1eMOHCTpHpYyeT MpHIIOXKEeHUs, Ha
KOTOPBIX MBI TECTUPOBAJIHCH.

B cpennem Ha GPU Mb1 focturanu yckoperus B 30-100 pa3 0THOCHTENEHO MHOTOIIOTOYHOM BEPCHU
Ha CPU (14 szep, OpenMP), uto siBisieTcs aJleKBaTHBIM TI0KA3aTeNIeM U pacCMaTPUBAaEMBbIX 33/1a4.
OpHako B JaHHOW paboTe MBI HE CTaBHJIM CBOEH I1ebI0 000THATh KaKyI-THOO Pealn3aliio Wil
TEXHOJIOTHUIO IPOrpaMMUpOBaHus. BaxkxHee Apyroe: Ipou3BOAUTEIBHOCTS ObLIA PA3HOM IS Pa3HBIX
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CreHepupoOBaHHbIX peanu3aiuii U pazHsix GPU. DTo 03Hayaer, yTo Ha MPaKTUKE JUIS JOCTHKEHUS
JKEJIAeMOr0  YPOBHS IPOU3BOJUTENBHOCTH Pa3pa0OTYUKY NPUXOAMUTCS TOAJCPKUBATH BCE
BO3MOJXKHBIE BepcuM peanu3auuii Ha Vulkan BpyuHyto. B Hamem TpaHciastope BIOOp MEXIy STUMU
peanu3anusiMi OCYIIECTBIISIETCS] aBTOMATUYECKH MPOCTHIM HEpeKIItoueHreM (iaros.

Pedyxkuyus (Nel — M3). B stux mpuMepax Mbl JEMOHCTPHPYEM BO3MOXKHOCTH OOHApYKHUBAaTh
PEIYKIINIO ¥ TeHEpUPOBaTh NapajuienbHyto pexyknuro Ha GPU ¢ pasmuaasivu peanmsanusmu: GPU
v1 npencrasisier coboil MONHOCTBIO KpocciuiatpopMeHnyto peanusaiuio, GPU v2 3Haer pa3mep
roarpymisl (warp), a GPU v3 He ToibKo 3HAET pa3Mep MOATrPYIIIBL, HO U UCTIONB3YET T.H. OIepaIiii
BHYTPH HOATPYIIIIHL.

3aoaua N men (Ne4). Oto xmaccuueckas npobiema GPGPU ¢ kBajpaTHYHOW CIIOKHOCTEIO,
peanr3oBaHHas B paMKax IabiioHa 00paboTKH H300pakeHuil. B taHHOM ciydae MBI He IPHMEHSITH
HHUKaKUX CHEHHAIBHBIX aTTOPUTMHYCCKHX ONTHMH3AIHH.

Tonupyroumii oneparop (Bloom, Ne5) n nenoitzunr (Non Local Means, Ne6). B sTux npumepax
MBI JIEMOHCTPHPYEM BO3MOKHOCTD TPAHCIISITOPA U3MEHSTh UCIIONIb3YyEeMYIO CTPYKTYPY JaHHBIX JUIS
XpaHeHus n3o0paxxeHuil B mabione odpadotke uzodpaxenuii ¢ oydepa (GPU v1) Ha TekcTypy
(GPU v2) u Tekcrypy ¢ nonoBuHHOH TouHocThio (GPU v3). MHTepecHO OTMETHTH 4YTO Ha
HCIIOJIb30BaHHON Hamu BUneokapTe Nvidia (tabu. 1) peanusanus gepes Oydep paboraer ObicTpee,
a Ha UCIIOJB30BaHHOI HaMu Buneokapte or AMD nmoGenunna peanusamus gyepes TeKeTypy (Tadi. 3).
Monme-Kapno mpaccuposujux nymeit (Ne7) 1eMOHCTpUPYET HMEPEHOC AITOPUTMA TPACCHPOBKH
nyteit Ha GPU ¢ ucnosnb3oBaHMEM anmapaTHOTO YCKOPEHHUS TPACCUPOBKU Tyduel HECKOIbKHMHU
cnocobamu: GPU vl — peanuzanust BCero aaroputMa B HECKOJIBKHX OTJEIBHBIX A1pax (IPU 3TOM
obe BepcHU BbI30Ba BUPTYaJIbHOHU (yHKIMK depe3 KOHCTpYKIuIo switch u uepes indirect dispatch
UMenu HPHOIM3UTEIbHO OJMHAKOBYIO Ipomu3BoxurensHocTs). GPU v2 — peammsanuio Bcero
aIrOpUTMa C UCTIONIb30BaHUeM T.H. “callable shaders” u GPU v3 — peanu3anuio Bcero aropurmMa B
1 siape ¢ mpeoOpa3oBaHHEM BBI30BA BHUPTYAITBFHOH (QYHKIMH B KOHCTPYKIHIO switch. B atom
IPUMEpPE HHTEPECHO OTMETUTH TOT (aKT, 4TO OoJee MPOCTOl CIIocod yepe3 KOHCTPYKIHIO switch
ObuT B 3 pasa ObIcTpee ClelHalbHO MpeAHa3HAYSHHON Ui TOro (yHKIHOHaIbHOCTH “callable
shaders”. JlanpHeiimnii anamu3 (pasa. 4.1) mokasai, 4To NMPUYMHA STOTO 3aKII0YAETCS B TOM, YTO
peaM30BaHHEI HAMH KOJ 00paOOTKH MaTepHaioB OTHOCHTEIBHO HECIIOXKHBIH, U KaK CIIC/ICTBHE,
BeryuciurensHsle Onoku GPU Henorpyxkensl. B pesynsrate Bapuantel GPU v1 u GPU v2, 6onee
HHTEHCHBHO paloTaloliye ¢ MaMsAThlO, OKA3aJUCh CYIIECTBEHHO MemineHHee. OHAKO CUTyauus
MOJKET MOMEHSTHCS B JajbHEHIIeM IMPHU paclIMPeHUH (YHKIIMOHAJIBHOCTH MAaTepHajoB U IpU
YBEJIMUYEHUN KOJIMYECTBA TUIIOB MaTepuaioB. [109TOMy Ha Haiml B3I HENb3sl CKa3aTh Hamepén,
Kakoi MMEHHO W3 JTHX BapHaHTOB Jy4uie. [IpemioxkeHHOe pelieHne Mo3BOJSIET pa3paboTYUKy
MOJ/IeP)KUBATh M TECTUPOBATH HECKOJILKO BAPUAHTOB C HU3KOH TPYAOEMKOCTBIO, IIEPEKIIOUas JIUIIb
(hiaru TpaHcIATOpA.

Tabn. 1. Bpemsi 8bInOIHEeHUs 8 MUIIUCEKYHOAX Ol pasauyubix (vI—v3) peanusayuii

Table. 1. Execution time in milliseconds for different (vI-v3) implementations

App/ CPU (1 core) CPU (14 cores) GPU vl GPU v2 GPU v3

Impl Input source OpenMP Ours Ours Ours
(#1) Int Arr. X 1.263 mc 0.271 mc 0.095 mc 0.089 mc 0.084 mc
(#2) FloatArr. 1.420 mc 0.342 mc 0.104 mc 0.096 mc 0.096 mc
(#3) Sph. Eval. 39.73 mMc 2.931 mc 0.399 mc 0.364 mc 0.320 mc
(#4) NBody 250400 mc 11920 mc 118.0 mc - -
(#5) Bloom 711.8 mc 52.74 mc 0.733 mc 1.420 mc 0.841 mc
(#6) NLM 88440 mc 6851 mc 422.0 Mmc 571.1 mc 351.0 mc
(#7) Path Trace 188.4 mc 14.928 mc 4.790 mc 1.360 mc 0.460 mc

ITepBas cTpoka Tabi. 1 —3a1aya BEIYMCICHAS CYMMBI 1 MIJUTHOHA LENBIX YHCEN, H300pakéHHAs Ha
Jlmctuarax 1-3. Bropas crpoka — Takas ke cymMMa, HO YX€ YHCeN C IUIaBarolleil TOYKOM, s
KOTOpOH TpPAHCIATOP TEHEpUPYET [OMNOJHHUTEIbHbIE MPOXOIbl IOCJIE OCHOBHOIO sAjpa (T.K.
aTOMapHBIX OIlepanuii ¢ mIaBaromuieil Toukoi HeT). TpeTbs CTpoUKa — PEeTYKLUS ISl BBIYUCIICHUS
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cepudecknx TapMOHHMK IO M300paKEHMSAM. JTa 3aJada CXO)Ka BEIYUCICHHIO T'MCTOTPAaMMBL
Yersépras crpouka — 3aga4a N 1en, 5 U 6 CTPOYKH — YHNOMSHYTHIE paHee (HIBTPEI 00pabOTKH
n3obpaxeHnii. IlociuenHsst crpouyka — TPAacCHpOBKa MyTed IUIsI M300paKEHUS B paspelICHHH
512x512 mnukceneit (256 Teicsu myted). Jns peanmsammu TpaccupoBkd mytH Ha CPU MBI
HCIIOJIBb30BaIM TPACCHPOBKY Jiyued u3 oubnuoreku Embree. Mcmonb3yemsrit CPU: Intel Core 19
10940X, rpaduueckuii mpomeccop — Nvidia RTX 2080. [ust TpaccHpOBKH TNyTH OBLIO
BH3YaJIM3UPOBAHO N300paxkeHue pazmMepoM 512x512 (T. e. 256 Thicsa myTeit). M3MepeHus BpeMeHu
npoBoauKch npu nomorny Nvidia Nsight.

Tabn. 2. Konuuecmeo cmpok koda
Table 2. Number of lines of code

App/Lines C++ Vulkan (generated) Vulkan Vulkan
(input source) (compact) (shaders only)

(#1) Int Arr. X 80 640 500 195
(#2) Float Arr. X 80 780 650 285
(#3) Sph. Eval. 120 1280 1000 445
(#4) NBody 115 850 700 140
(#5) Bloom 300 1460 1050 250
(#6) NLM 330 1290 1000 250
(#7) Path Trace 800 4500 3200 1470
KonnuecTBO cTpOK KOJIa BO BXOJHOM IpUMepe (TIepBbIi CTONIOEIT), KOJIHYECTBO CTeHEPHUPOBAHHBIX CTPOK
Ha Vulkan (BTopoill cronbel), OLEHEHHOE HEKOTOPHIM 00pa3oM, KOJIHMYECTBO CTPOK IPH DPyIHOM
KOJIMPOBAHHH 3a7a4 (TPETHH cTONOEI) M KOJIMYECTBO CTPOK KOJa B LIeiiiepax (mocieqHuii cronoderr).

Tabn. 3. Bpems 6binoaHeHus: 8 MULIUCEKYHOAX ONA pasiuyHblx (vI—v3) peanusayuil Ha 08yX 8uU0eoKapmax:
AMD Radeon Vega 10/ Kirin 980 (mobunvnuiii GPU)

Table 3. Execution time in milliseconds for different (vl —v3) implementations on two video cards: AMD
Radeon Vega 10/ Kirin 980 (mobile GPU)

App/ GPU vl GPU v2 GPU v3
Impl Ours Ours Ours
(#1) Int Arr. X 0.24 mc/ 0.22mc/1.51 0.21 mc /-
1.51 mc MC
(#2) FloatArr. X 0.26 mc/ 0.26 mc/ 1.61 0.26 Mmc/ -
1.62 mc MC
(#3) Sph. Eval. 23 mc/ 22 mc/ 17 mc/ -
24 mc 22 mc
(#4) NBody 1260 mc / - -
768 mc
(#5) Bloom 20 mc / 16 mc/ 11 mc/
273 mc 280 mc 196 mc
(#6) NLM 4510 mc / - 6000 mc / - 2580 mc / -
(#7) Path Trace 63.5mc/ - 39.7 mc/
80 mc 52 mc

Jnst nmpumepa #7 TpaccupoBKa Iyuei ObLIa peaan30BaHa IPOrPaMMHO, 2 BEI3bIBaEMble IICHIEPhl Ha
Vega 10 u Kirin 980 He monnepxkuBaroTca. M3MepeHus BpeMEHH MPOBOJAMINCH IIPU IOMOIIU
taiimepa std::chrono. ®unetp Non Local Means He 3apabotan Ha Kirin 980 u3-3a Gompuioro
BPEMEHHU 0XKUJIaHUS BBIYUCIUTENBHOIO HIeiaepa.

4.1 Nletanu peanu3auun Bbi3oBa BUPTyanbHOo pyHKUun Ha GPU

Br130B BupTyanbHON QYHKIMH SBISETCS AITOPHTMUYECKUAM LIa0JIOHOM JUIS HalIero TPaHCIISTOpa.
[TpoGiiema, KOTOPYIO MBI XOTHM PEUINTh — 3TO 3 dexTrBHas peanu3aius BeTBieHuii Ha GPU st
JOCTaTOYHO TSDKENIOT0 KOJia, KOr/ia ITOTepH Ha T.H. branch divergence cTaHOBSTCS CYIIECTBEHHBIMH.
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B paccmarpuBaeMOM IpuMepe TPacCHpPOBKE IyTeH pealn30BaHbl YEThIpe THUIA MAaTEpPHUAIOB:
Jlambept, mogens GGX [59] (uaiiHuk u 3epkanbHbIe 00BEKTHI clipaBa oT Hero), Cmech Jlambepra u
GGX no mMacke, BBIYUCIISIEMOM IPU OMOIIM TaK Ha3biBaeMoro nryma Boponoso [60] (miaunap ¢
PO30BBIMH IIPOXMJIKAMH), M CAMOCBETANIMUCS MaTepuanl ¢ aHajgoroM mymoM [lepmuna [61]
(uctouHuk cBera). OOmuil 00bEM meperaBaeMbIX B BUPTYalbHYI0 (DYHKIHIO apryMeHToB — 120
0aiiT Ha OAUH HOTOK.

Ha mpumepe sToro mozapasgena Mbl A€MOHCTPHPYEM aHalIU3 INPOU3BOJHMTEIBHOCTH, KOTOPHIN
MOXKEM THPOM3BOAWTH JUISL Pa3IWYHBIX peanu3anmif. MTak, MBI paccMOTpeNH TpH BO3MOXKHBIX
criocoba peanu3alii BBI30Ba BUPTYaTbHON QyHKINN.

1) CrenepupoBaTb KOHCTPYKIHIO SWitch B KO/ie BEIYMCIUTEIBHOTO spa. DTOT crocod Hanbomee
TPUBUAJILHBII U YHUBEPCAJIbHBIN.

2) OrtcopTrpoBaTh MOTOKU IIPU MOMOIIN TIAPAJUIENBHOTO MOACYETa TUCTOTPAMMEI (T/e Kakzast
A4eifka TUCTOIpaMMBl OTBEUaeT 3a KOJIMYECTBO OOBEKTOB MJAHHOTO THIA), IIOCNIE YEro
HCTIONB30BaTh IOCIEI0BATEIBHOCTD HEMPSIMBIX BbI30BOB (indirect dispatch).

3) Hcnons3oBats (pynkionansHocTs Vulkan API “callable shaders”.

Jlnst Toro 4To0bI BBI30B BUPTYaNbHOH (PyHKIIMK MOXKHO ObLIO peanu3oBaTh ddextuBHO Ha GPU,

MBI BBOAMM Psifi OTPaHUYEHUI U pacCMaTpUBaeM TOJIBKO CHELMANIbHBIN Caydail.

1) OpnuH ypoBeHb BIOXKEHHOCTH. Boibinee KoamuecTBO ypoBHEH MOXHO OBIIO OBI TTOAIEPKATh
(HarmprMep, eciii Bcerzia IpeoOpa3oBBIBATE Ha ITOCIEAYIOIINX YPOBHSIX BBI30BBI BUPTYalIbHBIX
(YHKIUI B KOHCTPYKIIUIO sSWitch), 0JJHaKO MbI He UCCIISIOBANIN 3TO B HaIeil pabdore.

2) OOBeKTH (OTHOCHTENBHO KOTOPHIX BEAETCS AMCIETYEPU3AIMs) MOKHO CO3/1aBaTbh, TOIBKO
BBIZIENSS WX U3 Myna. B Hacrosmmit MOMEHT mpexmnonaraercs, 4To INOJNB30BAaTENb CO3MAET
o6bekTsl Ha CPU nocite yero oHu 0JMH pa3 3arpyxkatorcs Ha GPU myrém nepemerieHus Bcero
nyna Ha GPU B crenepupoBannoil ¢ynknuu UpdateAll. 3mecs HeoOXoauMo caenaTh gBa
Ba)KHBIX yTOYHCHUS:

a. Bce JaHHbIC JUI KaXAOTO 00BEKTa JOJDKHBI HAXOAUTHCS B JIUHEHHOM M HENPEPbIBHOM
y4acTKe IMaMsATH BHYTPH ITyJIa;

b. mpu HEOOXOAUMOCTH MAMATH B ITyJie MOXHO ObL10 ObI Beenats 1 Ha GPU (T.e. co3gaBaTh
HoBbIe 00bekTsl Ha GPU) nmpu nmomomu napamienbHON NpeUKCHON CyMMBI, OJJHAKO MBI
HE Pean30BEIBAIIN 3TOT CICHAPHH.

3) OOBeKTHI Heb3s YAANATH [0 OTAEIBHOCTH. MOXKHO JIMIIb OYUCTHTH ITyJT IETHKOM.

4) B Texymiei peanr3anuy MOXeT OBITh TONBKO QyHKIUSA-SIPO HenuKoM. [Ipn 3ToM yKasartelns Ha
00BEKT MOXKHO TTOYYUTh JIMIIb CIIENHANBHBIM 00pa3oM U3 JIpyroit QYHKIHHU sapa, KOTopast
(opMupyer ero 1o Tak Ha3sIBaEMOMY HAEHTH(HKATOPY o0bekTa (JIncTuHT 4).

TestClass::ControlFunc (uint tid, float4* out color) {
IMaterial* pMaterial = kernel XXX(tid, ...);
pMaterial->kernel YYY or Z7Z7(tid, ...);

}

Jlucmune 4. Ilpumep mozo, Kak 6vlensdum 6bi306 6UPMYANbHOU (DYHKYUU 8 NONb306AMENbCKOM KOOe
Listing 4. An example of what a virtual function call looks like in custom code

Ha Jluctunre 4 kernel XXX — 370 cnenuanpHas (yHKIUSI-SIAPO-KOHCTPYKTOP, KOTOpas BHYTPU
o0s3yercs BbI3BaTh JApyryto ¢(yHkimmo “MakeObjPtr”, Ha KkoTopyloo yxe pearupyeT Haml
TpaHcaarop. Oynxuus kernel YYY or ZZZ — BupTyanbHas.

MBI wW3MepHIM BpeMs BBINONHEHUS HWTOrOBOTO KOAA TPACCHPOBKH ITyTeH C PasIUIHBIMH
peanu3aIysAMI BEI30Ba BUPTYalbHON (DYHKIMH M OTJENBHO BPeMs Ha BBI30B BUPTYaIbHOH QyHKINN
B TEX CIIydasix, KOTrJa 3ToO MOXKHO ObUIO caenath, ucnonb3ys Nvidia Nsight (ta6u. 4).
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Tabn. 3. Bpems evinonnenus
Table 4. Time of execution

Bapuant peanuzarnun Bpewmst Ha Bech anroput™ Bpewms Ha BbI30B BUPT.(YHK. Haknangusie

pacxomst

vl, 1 sxpo, switch 0.46 mc — —

V2, MHOXECTBO s7ep, 1.52 mc 0.22 mc —

switch

V2, MHOXECTBO s7ep, 1.72 mc 0.21 mc 0.20 mc

indirect dispatch

v3, callable shaders 1.36 mc — —

Jlns paspentenust nzobpaxkenus 512x512. Mbl ucnonp3oBaay HEOONIBIION pa3Mep H300paXKeHHs, YTOObI
CHU3MTh HArpy3Ky Ha HaMATh U yNy4lIUTh paboTy L2 k3Ima B JNaHHOM DKCIEPHMEHTE, a HTOrOBOE
n3o6paxxeHne Mbl ooxoxunu Onokamu. IIpu yBennmdeHuH pa3Mepa OIOKa Harpy3ka Ha HamsTh B TaOl. 4
pacTér.

Tabn. 5. Haepyska na pasnuuneie 6noxu GPU
Table 5. Load on various GPU blocks

Harpy3ka na 61oxu GPU switch indirect dispatch callable
(MHOXECTBO si71ep) (MHOXECTBO si71ep)

VRAM | 60.3% 64.8% —

L2 xom | 22.5% 21.3% —

L1 xom | 10.4% 7.0% —

SM|] 40.4% 5.7% —

SM unused warps| 30.5% 9.0% —
SM compute warps?t 62.3% 87.5% —

Tamsate (VRAM), L1 u L2 x311n, 3arpy3ka BEIYUCIUTENbHBIX 010KOB MynbTHIIponeccopa (SM) u cpenuee
KOJIMYECTBO OXKHUJAIONIMX HMOArpym warp st Hero (SM unused warps). ITockonbKy BpeMsi BBIITOTHEHHS
OBUIO MPAKTUYECKU OJMHAKOBO JUISl PacCCMaTpPUBAaEMBbIX BapuaHToB (switch u indirect dispatch), my4iie eciu
[IPU OZHOM H TOM K€ BPEMEHsI BBINOIHEHNMS 3arpy3Ka GJI0KOB OyneT MeHsbliIe. DTO 03Ha4aeT YTO TeHeph 3a
TO XK€ CaMoe BpeMs MbI MOJKEM BBINIOJTHUTH O0JIbINe BeIauciIeHuil. CTpenKkaMy B IIEPBOM CTOJIOLE OKAa3aHO
B KaKyl0 CTOPOHY JIOJDKHO M3MEHHTBCS YHCIIO ISl TOT0, YTOOBI MBI MOTJIH PACCMATPHBATH 3TO H3MEHEHHE
KaK yJIy4IleHHE.

Kpome Toro, Mbl mpoBenu aHanu3 pa3iIHuHbIX BAPUAHTOB CrEHEPHUPOBAHHOTO KOJIA HA 3arpy3Ky IO
otaenbHbIM O0s10kaM GPU Ha Nvidia Nsight (tabm. 5), 1 Ha 0OCHOBE 3TOTO aHaJIKM3a MOXEM C/eNaTh
CJIE/lyIOIIE BBIBOJIBI.

1) B paccmarpuBaeMOM OTHOCHTEIBHO IIPOCTOM IpPUMEPE TPACCUPOBKM IyTeH ObICTpee Bcero
OKazaJicsi HauOoiee TPOCTOM M YHHUBEPCAIBHBIH CHOCOO dYepe3 CreHepUpOBAHHYIO
KOHCTpYKIUIO switch.

a. [lpuymna sToro B TOM, 4YTO B pPACCMAaTPUBAEMOM IIPHUMEpE TPACCUPOBKU ITyTeH
BBIYHCIUTENBHBIC ONOKH BCE emé HemorpyxeHsl (40.4% B Tabn. 5), a mpu peanu3auuu
gepe3 MHOXKECTBO sJIep MaMsITh sABIseTcs y3kuM MecToM (60.3% B Tabm. 5). [Ipome rosops,
ucnonbdyembiid Hamu GPU okasancs CIMIIKOM “TIPOXKOPIUBBIM™ B IUIAHE BBIYUCICHUN, U
peaM30BaHHBIA KOJ C HIyMaMH HE CMOT 3arpy3HTb €ro HacTOJbKO, YTOObI BBIYMCIICHUS
CTaju y3KUM MECTOM.

b. Jlnsg maHHOTO IpMMepa HaKJIaIHBIC PACXOAbI Ha MOACYET rHCTOrpaMMBI B 0.2 MC CIMIIKOM
OoutbIme.

2) Tem He MeHee MBI MOXEM BMJETh, YTO IPU OJHOM M TOM K€ BPEMEHHU BBIIOJHEHUS spa
Harpy3ka Ha BbIYMCIMTENbHbIE Onoku ynana B 7 pa3 (¢ 40.4% no 5.7%), a KonudecTBO
OXKHIAIMX rpynn warp cokparwiock ¢ 30.5% no 9% (aHaJIOrMYHO KOJIMYECTBO 3aHATHIX
MOATPYIIT Warp BeIpocio ¢ 62.3% 1o 87.5%).
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a. Taxum o6pa3oM, 3(PEeKTHBHOCTH BBHIIOIHEHHUS 3TOr0 y4acTKa KOJa B HEKOTOPOM CMBICIIE
BBIPOCIIA, U TEIEPh 3a TO XK€ CaMOe BpeMs Mbl MOXKEM J100aBUTh OONbIIE BEIYUCICHUH IS
peanuzauu 00pabOTKM MarepuanoB. JleTanbHbIH aHaiu3 3TOro (heHoMeHa sBISETCS
MIPeAMETOM HalIKX OyIyIIUX UCCICAOBAHU.

3) B paccmarpuBaeMOM HaM¥ IpHMeEpe Y3KUM MECTOM SBILICTCS NMaMmsATh. [locie cOpTHPOBKH
MTOTOKOB 00BEIMHEHHUE 3a1IPOCOB K MAaMATH paboTaeT, 04eBHIHO, Xyke. [loaToMy U yirydnieHus
10 BPEMCHH BBITIOTHEHUS HET.

4) Ilo cBoMM BpEMCHHBIM XapaKTEPUCTHUKAM pealu3alds dYepe3 CICHHAIbHO BBEIEHHYIO
(YHKIIMOHAIBHOCTh  BbI3bIBacMbIX IieiiiepoB (callable shaders) B Vulkan He Obuia
CYIIECTBEHHO JIy4lle, YeM pealn3alus BCEro ajlropuTMa TPAacCHPOBKH IyTed depes
mHOXecTBO syep (1.36 mc nmporuB 1.52 mc). Peanmm3zamus ke B OHOM SiApe W KOHCTPYKITUS
switch cymectenno Briepenu (0.46 mc).

a. OTO CBUIETENbCTBYET O TOM, YTO HET €AUHCTBEHHO JyYIIEro crocoda I peald3aliu
BBI30Ba BUPTyanbHOH (yHKIMH Ha GPU, mOCKOIBKY HECMOTpPS Ha TO YTO BBI3BIBAEGMBIC
mIeiiieps! CrenuanbHO MpefHAa3HAUeHB! AJIS PelIeHHs IpoOIeMbl BETBICHUH, Jaxe MpU
HaJIMYMN JOCTaTOYHO TSDKENOTO KOjJa BBIYMCICHHS OIyMa [55] B HCXOOHOM Kole
MaTepHaIoB, COXpPAaHEHUE JaHHBIX B IIAMAThH OKa3bIBACTCS JIOPOKE.

b. Tem He MeHee mpu JalbHEHIIEM POCTE CIOXKHOCTH U (YHKIHOHAILHOCTH 0OpabOTKH
MaTepHaloB BbI3bIBAEMBIC IICHAEPHI CKOPEEe BCEIO OKaXKyTCsA BIEPEAH, T.K. CIEHUAIBHO
JUISL 9TOTO pa3padaThIBAIUCh.

5. Bbi60o0ObI

MBI NIpeUIOKHIN PEIIeHUE, CIIOCOOHOE CHUBHTH TPYNOEMKOCTh PEATH3aLMH AITOPHTMOB Ha
Vulkan u GPU. Ha Bxoje Hamiero perreHusi 00bIKHOBEHHbIH C++ KO ¢ psAIOM OrpaHHYEHHH, Ha
Beixoge — C++ ¢ HeoOxomumbiMu BeizoBaMu Vulkan API u xomom meitnepoB (OpenCL C mmm
GLSL). B npormiecce remepanmu Ko/ia MOTYT IIPUMEHSATHCS pa3IMYHBIC ONTUMH3AIMH IS CO3JaHHS
HECKOJBKUX peaM3aliii B 3aBHCHMOCTH OT CHCHU(GHUKHA TPOOIEeMBl W/WIM 3aTaHHBIX
koHpurypanuiit GPU. CreHeprupoBaHHbBII KO MOKHO YATATh, OTJIAXKUBATH U UCIIOJIb30BaTh TOYHO
TaK e, Kak 1 Koj HanucaHHbIH Ha Vulkan Bpy4Hy!0. DTO 03BOJIAET HAM JICTKO OTJEIATH OMINOKU
oJIb30BaTesell OT ouOOK reHepaTopa.

Haxonen, anamm3 npousBogurensHocTh Ha GPU — 310 Bompoc wuccienoBarensckuil. Hamm
IPOTHO3bl O MPOU3BOAUTEIBHOCTU TOM HIM HMHOHM peanu3anuu Juii oOpabOTKM HM300pa’keHU,
TPAcCHUPOBKU IyTeH, BbI30BAa BUPTYaJbHBIX (YHKIMH (MJIM YEro-To JPYroro) MOTYT JIETKO HE
cObIThes. [Ipu 9TOM Takoil aHATH3 ABIETCSA JOCTATOYHO TPYAOEMKOH paboTOM, KOTOPYIO HE BCera
MOYKHO BBIIOJIHUTE JJIs1 OOJNBILION MPOrpaMMbl B pa3yMHBIX BPEMEHHBIX paMkax. IIpemnoxeHHas
HAMHM  TEXHOJOTHS IPOrPaMMHPOBAHMSI IO3BOJIICT CHU3UTh TPYHAOEMKOCTh  IOJOOHBIX
9KCIIEPUMEHTOB ISl JOCTATOYHO OOJIBIION KOJOBOM 0a3bl 3a CUET aBTOMATHYECKOH TreHepalnuu
pa3HbIX peanu3anuii Uit OAHOTO U TOTO JKE aIrOPUTMA.

6. OzcpaHuyeHus

VY mpeiaraeMoil TEXHOJIOIMM €CTh JBa OCHOBHBIX OrpaHHYeHUsA. Bo-mepBBIX €€ MCIOJIb30BaHHE
BO3MOXKHO TOJIBKO ITpodeccHOHANBHEIMU pa3padorurkamu Ha GPU, xopomo Brageronmmu Vulkan.
[Mpenmonaraercs, 94To pa3pabOTIUK CBA3BIBACT CICHEPUPOBAHHEII Ko Ha Vulkan co cBOMM KOJOM
BpyuHyl0. JT0 Oonee TpymoéMKo dYeM, Hampumep, paspadorka Ha CUDA, omHako Bcé-xe
CYIIECTBEHHO MEHEe TPYHOEMKO, YeM pealu3alysl CIOXKHBIX aropuTMoB Ha Vulkan mennkom
BPYUHYIO.

Bo-BTOpBIX, Ha IPAKTUKE OYEHB JIETKO BBIATH 3a MPEAEIEI Ia0IOHOB, MPEIOCTABIISIEMBIX TEKYIIEH
BepcHel Halleil CHCTEMBI, YTO JeaeT HEBO3MOXKHBIM €€ TpUMEHEHHE 0¢e3 ITOCTOsHHOM aganTanuu
10J] KOHKPETHBIH KJIaCC MPWJIOKEHUN WM J1aXKe KOHKpETHOe HpuiiokeHue. Mbl BUIMM B 3TOH
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aJlanTaliy HOBYIO “HOpPMaJbHOCTD” Juisi pa3paborunkoB Ha Vulkan Tak ke, Kak, HalpUMep, PaHO
WK TI03[IHO MOXKET MOTpebOBaThCsl pacUIMpeHre J000i HCIoIb3yeMoil OHOIMOTEKH B paMKax
00bI4HOMN pa3paboTku Ha C++.
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