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MOPIBHSUIBHUI AHAJII3 CPU- TA GPU-
OPIEHTOBAHUX HIAXOAIB 1O BIICIKAHHA OB'EKTIB Y
PEHJAEPUHI'Y PEAJIBHOI'O YACY

31 3pocTaHHSAM CKIQJHOCTI TPUBHMIPHHX CIICH, Ta 30UIBIICHHAM
KUTBKOCTI CIICH 3 BEJIHMKOIO KIJBKICTIO JPiOHMX 200 MOBHICTIO MPUXOBAHUX
00'ekTiB mHUTaHHS €()EKTHUBHOTO BiJICIKaHHS HEBUAMMHX 00'€KTiB HaOyBae
KPUTUYHOTO 3HA4YEHHs Ul PEHJIEPUHTY B peallbHOMY 4aci. ICHYIOTh JBa
(dyHaMeHTalbHI MiAX0AK: BifcikaHHA Ha ocHoBi CPU, mo BHKOpHCTOBYE
LEHTPAJIbHUI TpoIiecop, 1 BiAcikanHs Ha ocHoBi GPU, ne BimcikaHHs
iHTerpyeThest y rpadiuHui KOHBEEP Ta BUKOHYETHCS NApaJIeNIbHO Ha THCAYAX
MIOTOKIB.

HesBakaroum Ha BENUKY KUIBKICTH OKPEMHX JOCTIDKEHb IIOA0
Bi[ICIKaHHS, 3aCTOCYBaHHA iepapxiyHux cTpykTyp Ta GPU-mapanenizmy, y
BIIKPHTIA JiTepaTypi BIACYTHIH CHCTEMHHH TIOPIiBHSAJIBHHN aHANI3
omHOTHIHHX crparerid, peamizoBannx Ha CPU i GPU, i3 ¢ikcamiero ix
peabHUX IepeBar, 0OMeKeHb Ta CIEHapPiiB AOIIIBHOCTI 3acToCyBaHH. J{s
MIPOBEJICHHSI MOPIBHSHHS CTBOPEHO YHi()iKOBaHE TECTOBE CEPEIOBHILE, IO
3a0e3nedye MOBTOPIOBaHI €KCIEPUMEHTAIbHI YMOBU Ta IGHTHYHI BXiJHi
JaHi JUis BCIX anroputMmiB. [HCTpyMeHTalbHOK OCHOBOK oOpano Unity
Scriptable Render Pipeline . Ha 6a3i SRP peanizoBaHo HaGip anropuTmis
BiJICIKaHHS, SIKI TOBHICTIO Ay0110t0Th 01MH ojHoro Ha CPU ta GPU.

OxpiM IOr0, CTBOPEHO HAOIp CTAaHAAPTU30BAHHUX CIICH-IIA0JIOHIB 31
3MIHHOK0 IIIJTBHICTIO pO3TalIyBaHHSI OO0'€KTiB, IX po3MipaMH Ta piBHEM
oxmo3ii. lle 103BosIsiE TEPEBIpUTH AJITOPUTMH B YMOBax pi3HOTO
MIPOCTOPOBOTO PO3IMOILTY TEOMETPIi Ta Pi3HOI CTPYKTYPH BHIUMOCTI.

Jnst KOXHOTO aJrOpuTMY HPOBEICHO CEpil0 BHUMIpPIOBaHb, IO
JI03BOJISIFOTE  BU3HAUWTH: OOYMCIIOBANBHY BapTICTh: Yac BHUKOHAHHS,
e(eKTUBHICTh BiACIKAHHA: YaCTKy BIIKHHYTHX OO'€KTiB; MOBEIIHKY Yy
TPaHUYHUX BUMAJKaX: CIIEHU 03 OKII03ii, TOBHY OKIIO310, HAJA3BUYANHO
BEIHKY KIJIBKICTh JpiOHMX O0O0'€KTIB; 3aJIe)KHICTh MPOTYKTHBHOCTI Bif
KIJIBKOCTI 1HCTaHIIH 00'€KTiB; B3a€MOJIiI0 TEXHIK: SIKi CTPATEril MiICHITIOITh
OJIHA OJIHY, a 5IKi TyOI0I0Th (YYHKIIIOHAIBHICTb.

Anroputmu Ha CPU pearnizoBaHO SK B OJHONOTOKOBOMY PEXHMi, TaK 13
BUKOPHCTaHHSIM 0araTornoToKOBOrO IapaienisMy Ha ocHoBi Jobs/Burst.
Metonu Ha GPU peanizoBaHO 3a JOIOMOTO OOYHCITIOBAIBHUX IICHACPIB.
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OcobmuBy yBary mpuaineHo cTpykrypi HZB sk yHiBepcaapbHOMY
pecypcy, 3AaTHOMY OyTH ITOBTOPHO BHKOPHUCTAHHM, IO 3HIDKYE 3arajibHY
00YHCTIOBAIEHY BapTICTh PEHICPUHTY.

Takox y poOoTi mocmimkeHo HenouinpHicTh 00xoay BVH-cTpykTyp Ha
GPU, 3ymoBneHy po30iKHICTIO TOTOKIB. Ha 0CHOBI mormepe1HiX BUMipIOBaHb
Ta JaHWX 13 OCTAaHHIX JOCIHIKEHb OYIKYy€THCS BCTAHOBJICHHS TaKUX
3akoHoMipHoctei:  GPU-migxoam  3abe3neuyroTh  HaWMEHIIMH — 4Yac
BiJICIKaHHSI, OCOOJIMBO B IOETHAHHI BiJICIKaHH 3a MipaMiJIo BUAUMOCTI Ta
HZB-BincikaHHs, 3aBOJKA TapajelbHOMY BHKOHAHHIO Ta BIJICYTHOCTI
cunxponizanit mixk CPU i GPU; CPU 3 BVH mnepeBumye GPU 3a
e(eKTUBHICTIO y CLIEHaX i3 HU3bKUM pIBHEM OKIIO3il Ta yNOpsIAKOBaHUM
poO3TallyBaHHSIM OO0'€KTIB, J€ JACPCBOIMOMIOHA CTPYKTypa MPHCKOPIOE
BifcikaHHA inmux miggepes; o0xix BVH vHa GPU e HemouinsHUM TSI CIICH i3
BEJIMKOI0 KUTBKICTIO NpiOHWX OO'€KTIB Wepe3 3HAYHI TIJIKyBaHHS IOTOKIiB
BUKOHAHHS Ta BTPaTy €()eKTHBHOCTI Mapaieii3My; iCHYIOTh BHIIQJIKH, €
Bi[ICIKaHHS B3araji HE Ja€ BUTpally B MPOAYKTHBHOCTi; KOMOIHOBaHi
cTpaTterii 3a0e3MmeuyroTh Halkpamuii 0araHc MK TOYHICTIO BIICIKaHHS Ta
IIBUKICTIO BUKOHAHHSA. [IporHO3yeThes, mo nmoBHicTI0O GPU-opieHTOBaHMM
KOHBEEp Ma€ 3a0e3Me4nTH HAMOUIBIIMI NpHUpICT NPOIYKTUBHOCTI Ha
Benukux cuenax (>50 tuc. 00'extiB), Toai sik CPU+BVH 3anumarumerscs
KOHKYPEHTOCTIPOMOKHHM 710 10 THC. 00'€KTIB.

[Moganpun AOCHiKEHHsI CHPSIMOBAaHO Ha Yy3arajbHEHHS OTPHUMaHHX
JaHUX JUIi MacIITa0HUX CIEH, a TaKoX Ha BHMBYCHHS aJalTUBHHUX
KoMOiHOBaHUX cTpateriii, ae Bubip CPU- un GPU-meTony 3milCHIOETBCS
aBTOMATHYHO Ha OCHOBI XapaKTEPUCTHUK CLICHH.
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