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Beenenue

[IpocTpaHCTBEHHBIE phIUAXKHBIE MEXAHU3MBI SIBISIOTCS BaXHOW COCTaBIISAIOLIEH COBpe-
MEHHOW TEXHHKHU U MPOU3BOJCTBEHHBIX TexHonorui [4]. MexaHuueckue cUcTembl pa3pada-
TBIBAIOTCS JIJIS1 BHIIIOJTHEHHUSI JOCTATOUYHO CEPbE3HBIX 3ajau, TpeOyromue BICOKON Hal&KHO-
CTH ¥ TOyHOCTHU. [103TOMY NpU KOHCTPYHUPOBAaHUU MEXaHM3Ma 4acToO TpeOyeTcs BBIMOJIHATH
MIOJIHBIM pAcyeT €ro ABMKEHUS IS JaJbHEHUIIEH ONTUMUA3ALUHA MOJIEIIH.

st aBTromMaTU3auy MpoeKTUPOBAHMSI IPOCTPAHCTBEHHBIX MEXaHU3MOB aBTOPOM Oblia
pa3paborana cuctema ‘“Mechanics Studio” moctpoennas Ha mardopme Microsoft .NET c
ucroyib30BanueM rpaduueckort 6udamoreku Managed DirectX [3]. B mporpamMmmHoii cucteme
TaKXke ObUIM peaTr30BaHbl METOBI MOCJIEAOBATEILHOTO PacyeTa MOJI0KEHUH MEXaHU3Ma.

Haubonpmuii uaTEpec A1 KOHCTPYKTOpa MPEACTABISAIOT TEXHOJIOTMH U MHCTPYMEHTHI
JUIsL ONTUMAJIBHOTO MOJEJIMPOBAHUS MEXaHUUYECKHUX CHCTEM. 3ajada NapamMeTpU4ecKou orl-
THMH3AIIUHA MOJICJIM PBIYa)KHOTO MEeXaHW3Ma Obuia (popmManan3oBaHa M ONKCaHa aBTOpoM [2].
JanpHeiimas padota BeAETCs B HANPaBICHUH aBTOMATU3AI[MH PEILICHHS STON 3a1a4H.

ITocTranoBka 3agaun

Jns apdexTuBHOrO pemeHus 3agadd ONTUMHU3AIMN MeXaHu3Ma TpeOyercsi MpUMeHe-
HHE MAKCHMaJbHO OBICTPBIX QJITOPUTMOB pacyeTa MOJOKEHUH, peaJru30BaHHBIX IOJ] COBpe-
MEHHbIE MHOTOSICPHBIE apXUTEKTypbl. CxeMa mapajuleNbHbIX BBIUMCIEHUH U CTPYKTYp JaH-
HBIX JUISl pacueTa MOJIOKEHUH MPOCTPaHCTBEHHOI0 MEXaHU3Ma, Obula pa3paboTaHa aBTOPOM B
obmem Buae g CPU u GPU [1]. B nanHO# cTathe paccMaTpUBAIOTCSI COBPEMEHHBIE TEXHO-
JIOTMM BBIYMCIICHUN OOLIETr0 Ha3HAYeHMs Ha TpapUuecKuX MpoLeccopax, U BbIOMpaeTcst oiHa
U3 HUX JJIS pealn3aluu pa3paboTaHHOrO aaropuTMa. 3aTeM OIMCHIBAIOTCS CTPYKTYpHI JaH-
HBIX U pealn3alus alroOpuT™Ma JUlsl BBIYUCIEHUS TOJI0KEHUI Ha rpauecKoi Kapre.

Beenenue B 3a1a4y 0 MMOJIOKEHUAX POCTPAHCTBEHHOI'0 PHIYAKHOI0 MEXaHU3MA

ITox mexanuzmom MOHUMAETCS. COBOKYITHOCTh B3aMMOCBSI3aHHBIX TBEPBIX TEJ, IPEIHA-
3HauUEHHAas NI MpeoOpa3oBaHMsl IBUKEHHS BXOJOB Ha OJHOM HIIM HECKOJIBKHUX TBEPIBIX Te-
Jax B IBXKEHUE Ha APYTUX TBEPIBIX Tenax (BbIxogax). MexaHu3m MOXeT ObITh MpPEeCTaBIICH
CBOEH CTPYKTYPHOUH CXEMOM, Ha KOTOPOM BBIJEISIOT 36eHbs (TBEPBIC TEJA), COCTUHSIIOMINECS
B MOABWXXHBIEC KUHEeMamuyeckue napsl ¢ MOMOILIBIO PAa3JIMYHBIX TUIIOB 2€0MEeMpU4ecKux sie-
MeHmog (BpalaTebHbIX, ChepruecKrX, MOCTyNaTelbHbIX U Jp.). B 0CHOBE MeTO10B KOHCTPYHpO-
BaHUSI MEXaHU3MOB M pacyeTa KUHEMaTHKU JIEKUT NPUHYUN 00PA308aHUSL MEXAHU3IMO8 No Accypy,
yTBEp)KAAIONMI uTO “BCsKMii MEXaHW3M MpPENCTaBIsieT COO0I0 COBOKYIHOCTH OJIHOTO WM He-
CKOJIbKUX, 08YX36€HHbIX (NEPBUUHbIX) MEXAHU3MO8 U OHOW W HECKOJIBKUX SPYNN HYNe8OU Noo-
suoicnocmu (cmpykmyphvix epynn)” [4]. B paboTe paccmarpuBaeTcsi Kiiacc MPOCTPAHCTBEHHBIX
PBIYAKHBIX MEXaHU3MOB, KOTOPBhIE MOTYT OBITh 0Opa30BaHbl COIVIACHO NMpUHIMITY Accypa Ha-
CJIOEHMEM OJTHOKOHTYPHBIX CTPYKTYPHBIX TPYIIIL.

IIpamas 3a0aua 0 MOJAOKEHUH JJI1 MEXaHU3MOB CTaBUTCA CIIEAYIOIIUM 00pa3oM. 3aaa-
HO JBU)KCHHE BCEX BXOJHBIX 3BEHBEB, YJOBIIECTBOPSIOLIEE CBSA3AM, KOTOPBIC HAKJIAABIBAIOT
KHUHEMaTU4eCKHe Mapbl, COOTBETCTBYIOUINX MEPBUYHBIX MexaHM3MOB. HeoOxomumo HalTh
JIBI)KEHUE BCEX OCTAJBHBIX 3BEHHEB MEXAaHM3MA, JIMOO COOOIIUTH O HEBO3MOXHOCTH peaji-
3alMM MOJI0KEHHMS], B TOT WM UHOM MOMEHT BPEMEHH.
CornacHo 3akoHy Accypa npsmMas 3a7ada 0 MOJIOKEHUAX MEXaHU3Ma CBOJUTCS K MOCIEA0Ba-
TEIbHOMY pEIIEHUIO psga Oojiee MPOCTHIX MOA33Jad pacdera MOJOKEHHH CTPYKTYpPHBIX
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rpymnm mexanusMma. Ha puc. 1a npuBenén npuMep MexaHn3Ma BbIIABUKEHHUS 3aKPBUIKOB CAMO-
n€ra. MexaHnu3M COCTOMT M3 OJHOIO NEPBUYHOTO MEXaHU3Ma U 4 CTpyKTypHBIX rpynn BBB
(u3 3 BpamaTenbHbIX Map), CBA3aHHBIX IpyT ¢ apyroM. Kaxxnas rpynmna uMeer ABa BXoja, He-
00XOMUMBIX IIJISl pacuera e€ moysokeHus. MicXoas u3 CTpyKTypHON CXEeMbl MEXaHH3Ma, CTPO-
UTCS MOCIIE0BATEILHOCTh paciyeTa CTPYKTYPHBIX TPYIII, NMOKa3aHHas Ha puc. 10 - BeIUuCIe-
HUS TIPOM3BOJIATCS MOCIEN0BAaTENbHO 10 ypoBHsAM 0, 1, 2, U T.I., CBepXy BHHU3 (CTpEIKaMH
MOKa3aHbl COCAMHEHUS TPyHn Apyr ¢ apyrom). [lomoxkeHus crpykrypHsix rpynn BBB BbI-
YHUCIIAIOTCA aHAINTU4EeCKH. [Ipon3Bens BbIUMCIIEHNS TIOJOKEHUI MEeXaHu3Ma JUIsl PasHbIX yT-
JIOB (p IOBOPOTA BXOJAHOIO 3BE€HA, MBI MIOJYyYHUM JIBUKEHHUE BCEX 3BEHBEB MEXaHU3MA.
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Pucynok 1. IlocnenoBaTenbHOCTh pacueTa CTPyKTYPHBIX TPYIIIT MEXaHU3Ma

BaxHO OTMETUTH, YTO aHATUTUYECCKUN WJIM YUCIICHHBIA PacdeT II0JIOKEHUS CTPYKTYyp-
HOM I'pymNIbl MEXaHU3Ma TpeOyeT NpUMEHEHHs 0a30BbIX BEKTOPHBIX U MATPUUHBIX OIEpaLUii,
a Tak)Ke MIMPOKOro Habopa reOMeTpU4ecKuX (PyHKIUI Ha X OCHOBE.

MogenupoBaHue CTPyKTYPHOH CXE€Mbl MEXaHU3Ma, pa30MeHNe MEXaHU3Ma Ha IPYIIbI U
OIIpECIICHUE TOCIEN0BATEIILHOCTH BBIYMCIIEHUSI CTPYKTYPHBIX I'PYII pEajll30BaHO B IPO-
rpammHoOM cucteme “Mechanics Studio .NET” [3]. [Tapannenbablii pacy€T cepuu MOJIOKEHUN
MeXaHU3Ma peaM30BaHHbIM Ha Irpa)uuecKoM IMPOIECCOpPe, BHIMOIHACTCS Ha OCHOBE JIaHHBIX
MOJIyYE€HHBIX OT CUCTEMBI MOCITUPOBAHUS.

O030p TeXHOJIOT Uil 1J151 BBIYMCJIEHU 0011ero HAa3HAYEeHU s
Ha rpaguyeckoM npoueccope

Boruncnenust o0miero Ha3HaueHUss Ha TpadUUIeCKOM IMPOLECCOpe BO3ZHUKIM 3a CUET
BO3MOKHOCTH IIPUMEHEHHUS POTrpaMMHUPyeMOro rpaguueckoro KoHBeiepa i perieHust Bbl-
YUCIUTENBHBIX 33/1a4, HE CBSI3aHHBIX C BU3yaln3anueid. Bo3aMOXHOCTH MHUKCENBHBIX MIeiiie-
poB (Pixel Shader) npumeHsHCh UIsi 00paOOTKU AAHHBIX, YIIAaKOBAaHHBIX B TEKCTYpYy, OTO-
OpakaeMyIo Ha 4eTHIPEXYTOJbHUKE B paMKax Irpaduueckoro Konsenepa. /s nporpamMmmupo-
BaHUA NpUMEHSIOTCS s3bIku HLSL n GLSL. HecMOoTps Ha IUPOKOE pacHpOCTPAHEHUE TAKOTO
MOJAX0/Ia B UTPpax, CYIMIECTBYET MHOKECTBO OTPaHUYCHHI JUIS €ro MPUMEHEHUs. Bo-miepBhIX,
TpeOyeTcs co3JlaHie OKHA BU3yallu3aluu rpaduky, Jake eCiIi MPUIOKEHHUIO HE HY)KHO HU4Ye-
ro prcoBaTh. Bo-BTOpPHIX, JaHHBIE 00pa0aThIBAEMbIE MUKCEIBHBIM MICHACPOM TOJIKHBI OBITH
YIaKOBaHBl B TEKCTYPY, MPEACTABISAIONIYI0 COO0OW HECTPYKTypupoBaHHBI Oydep u3z 4x-
KOMITAaHEHTHBIX BEKTOPOB C TIABAIOIIEH 3amsTON, YTO CO3AAET AOMOIHUTEIBHBIE CI0XKHOCTH
1o mpeoOpa3oBaHUIO AaHHBIX. M HaKOHEI, BBUIY apXUTEKTYPHBIX OCOOCHHOCTEW Tpaduue-
CKOr0 KOHBeiepa, MmporpaMMa IHUKCEJIbHOIO Ieiiepa MOXET BBIBOAUTH OT 1 g0 8 4x-
KOMITOHEHEHTHBIX BEKTOPOB, 3alHUCHIBAEMBIX B CTPOTO OINpeAenéHHbIe SYEHKU OnHOM u3 8
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TekcTyp. Takum oOpa3oM, INIaBHOE OTpaHUYEHHE MOJIXOAA MUKCEIbHBIX IIEHIEpOB 1JIs BbI-
YHCICHUN O00IIEro Ha3HAUCHHS 3aKJIF0YAETCsl B CTPOTO TOCIIEJOBATEIbHOM 3aMMCH TAaHHBIX.

[Toznnee xommanuerd NVidia Obuta paspaboTaHa crerUann3dpoBaHHAsST TEXHOJOTHS
CUDA nns BeIYMCICHUN OOIIEro Ha3HayeHHs Ha rpaduyeckux mporeccopax. TexXHOIOrus
CUDA peanuzyet napauienbuyto moaens SIMD (Single Instruction Multiple Data) u mo3Bo-
JsieT pa3paboTYMKy MHUCATh MporpamMmy o0paboTKu JaHHBIX Ha C-mogo0HOM s3bike. B oTim-
YUM OT MUKCEJIBHBIX IIEHAEPOB, JaHHbIE MOTYT OBbITh CTPYKTYPHPOBAHBI U MOJAEPKUBACTCS
HeTocJIeIoBaTeNIbHAs 3allCh JAaHHBIX B MaccHBBI. biaronmaps cBoeil MpocToTe W THOKOCTH,
JJaHHasl TEXHOJIOTHs MOJy4YWIa IIUPOKOE MPUMEHEHHE AJIS PEIICHUs MCCIEe0BATENbCKUX 3a-
Jlad B akajgemuueckoi cpezne. K coxkaneHuio, 3Ta TEXHOIOTUS MOJJEPKUBAETCA TOJIBKO Ha
rpaduueckux mporeccopax NVidia co cnennanbHoi Bepcuelt npaiisepos. Emé onuH Hemoc-
tatok CUDA 3akimtodaercsi B OTCYTCTBHMM BCTPOCHHBIX BEKTOPHO-MATPUYHBIX OIEpauuil
FEOMETPUUECKUX (PYHKIIHI.

3a nocieqHUN roJ MOSIBUIIUCH Cpasy JBE TEXHOJOTMM /ISl BEIYMCICHUH 00Iero Ha3Ha-
yeHus Ha rpadpuaeckux kaprax: OpenCL u DirectX Compute Shader. O6e BO MHOTOM CXOXH
no nporpammuoit mozenu ¢ CUDA. OpenCL pa3paOaTbiBanack Kak OTKPBITHINA CTaHIApT, KO-
TOpPBIA OyNeT TMOANEPKHUBATHCS OOOMMH KPYMHEHIIMMHU TIPOU3BOIAMTEISIMA TpapUuecKuX
KapT, HO TIOKa peanu3oBaHa Toybko B Oeta-Bepcun ATI Stream SDK.

Microsoft pa3paboTajia CBOIO TEXHOJIOTHIO BBIYHCIUTEIBHBIX IIEHICPOB (compute
shader), B pamkax DirectX 11 u HLSL 5.0 [7]. DirectX 11 BcTpoeH B HOBYIO BEpPCHIO Omepa-
muoHHO cuctembl Microsoft Windows 7 u B poctynen mist Windows Vista SP2 B pamkax
Platform Update. BaxxnHo oTmeTuTh 4T0, HECMOTpsl Ha TO, yTO DirectX 11 pa3spabatbiBaics
Ui TpaUIecKuX KapT HOBOTO TOKOJICHUS, B HEM pealn30BaHa BO3MOXXHOCTH HCIIOJHEHHS
NPUIOKEHUH C OrpaHUYEHHBIM HAOOPOM BO3MOXKHOCTEH (features sets) Ha rpaguyecKux Kap-
Tax 0OoJiee HU3KOrO YpOBHs (Hampumep, Ha kaprax ¢ momiaepxkkoir DirectX 10 m 10.1).
DirectX 11 nmonaepxuBaetr rpapudeckue kapthl kak NVidia tak u ATI. BeruucnurensHsie
mieiepsl TomoaHsM0T 36k HLSL Beramcnenusmu obmero HasHaueHuss SIMD, mo3Bossis
BBINOJIHATH UX KaK B paMKax IOJHOTO rpauyeckoro KoHBeilepa, Tak U BHe Hero (6e3 HeoO-
XOJUMOCTH BBINOJIHITH PEHACPUHT).

Jlis peanu3anuy aaropuTMa napajieIbHOTO BBIYUCICHHS MOJOKEHUH MeXaHu3Ma Obl-
Ja BbIOpaHa TEXHOJIOTHSI BBIYMCIUTENBHBIX LIEHIEPOB, B CBSI3U C BO3MOYKHOCTBIO MCIIOJIB30-
BaHUs rpaduyeckux KapT paslM4HbIX Ipou3BoauTenedl u npumeneHus s3pika HLSL, yxe
CTaBIIETO CTaHAapTOM A nporpammupoBanuss GPU. [lononHuTenbHOE NMPEUMYIIECTBO OT
ucnonb3oBanus s3pika HLSL 1 pemienust moctaBiaeHHOM 3a1a4 COCTOMT B HAJIMYUU BCTPO-
€HHBIX BEKTOPHBIX OIEpalii ¥ IMHUPOKOTo Habopa reomerprudeckux ¢ynkmuid (Intrinsic func-
tions), peau30BaHHBIX B JKeJe3e.

Ocobennoctu nporpammuoii moaesn Compute Shader

Jlnst paboThI C BRIUMCIUTENbHBIMU HICHAepaMu (compute shader) B DirectX 11 neo0xo-
MO CO37aTh OOBEKT YCTPOWCTBA, MPEICTABISIONINNA TpapUUECcKyr0 KapTy BbI30BOM (DyHK-
uuu D3D11CreateDevice. Ilpu co3nanuy ycTpoKWCTBa €CThb BO3MOKHOCTh YCTAHOBKH YPOBHS
BO3MOXHOCTEH (feature level), monaepxuBaeMoro ycTpoicTBoM, BeiOupas u3 D3D 10.0 / 10.1
/ 11.0 B 3aBUCUMOCTH OT MOKOJIEHHUs rpaduieckoil kapThl (0ojiee HU3KUE OKOJIEHUS HE MOJ-
JIEp’KUBAIOT BhIUMCIUTENbHBIE eiaepsl). [locne co3nanus ycrpoiicta ypoBHs 10.X cienyer
IPOBEPUTh BO3MOXKHOCTb BBITIOJHEHUS BBIYMCIUTEIBHBIX LIEHICPOB BBI3BAB (PYHKLUIO
CheckFeatureSupport st MIPOBEPKHU JIOCTYTIHBIX byHKIMA DirectX 11
(D3D11 FEATURE D3D10 X HARDWARE OPTIONS) M yOEOUTHCS B TOM YTO CIEIYIO-
il giar uMeet 3HadueHue True:

ComputeShaders Plus RawAndStructuredBuffers Via Shader 4 x

Jlanee HE0OXOAMMO BBIIEIHUTH MAMATh HAa TpapUUECKO KapTe MOA PA3JIMYHbIE THUIIbI

Oy(epoB 17151 BXOJHBIX U BBIXOJHBIX JJAHHBIX M CO3AaTh OOBEKTHI JOCTyMa K Oydepam:
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1. KoncranTHsiit 0ydep (constant buffer), 0ObIYHO UCTIONB3YIOMUNACS I TIEpeaadn
neiaepy pasmepoB 0y(hepoB ¢ TaHHBIMH U CKAJISPHBIX TApaMETPOB;

2.CrpykrypupoBanubie Oydepbl mns urtenus (structured buffer), ¢ MaccuBamu
BXOJIHBIX JTAHHBIX U COOTBETCTBYIOIIMMHU O0OBEKTaMH JOCTyNa K pecypcam SRV
(shader resource view);

3.01 1 mo 8 crpykrypupoBanHbix OydepoB mns 3amucu (RW structured buffer) c
COOTBETCTBYIOIIMMHU O0OBEKTaMH HemocienoBareabHoro nocrtyna UAV (unor-
dered access view). Ha ycTpoiicTBax ¢ ypoBHEM BO3MOKHOCTe# Hike D3D 11
KOJIMYECTBO TakUX Oy(depoB /Ui 3aMCH OTPAaHUYEHO OJHHM.

[Mocne kommumsimun HLSL koxa (D3DCompile), co3naércs 00beKT BBIYHCIUTEIBHOTO
menaepa (CreateComputeShader) v yCTaHaBIMBAETCS B KOHTEKCTE YCTPOMCTBA BMECTE C
BCEMHU BBIUMCIMTEIBHBIMU pecypcamMu. HakoHen, ocTaloch 3amyCTUTh ILICHAEp METOAOM
ycrpoiictBa Dispatch, yka3aB HyX)HO€ KOJIWYECTBO MOTOKOB nX*nY*nZ < 1024. Tloroku
ieiiepa BBIMOIHAIOTCS TPYIIIIaMU B COOTBETCTBUH € KOJoM Ieiiaepa. Kaxnas rpynmna umeer
pazzenseMyo Kaul-naMsarth: Ha ycrpoiictBax D3D 10 no 16 KB, na D3D 11 no 32 KB [6].

CTpPYKTYpHI IaHHBIX H BbIYUCIUTEIbHAS cXeMa
Ha puc. 2 noka3aHbl CTpyKTYpBI JaHHBIX UCTIOIB3YEMBbIC JJISI BHIYUCICHUS TTOJI0KESHUH
MeXaHU3Ma C MOMOILbIO BEIYUCIUTENBHOIO HIeiaepa:
CS_MECHANISM — conepxut pazmepsl 0y(hepoB 1 MacCHBOB;
CS_ITERATION — oaHO NOJI0’KEHUE MEXaHU3Ma C MaCCUBaMH TOYEK U OCEll;
CS_LINK — 3BeHO Me€xaHW3Ma C MaCCUBaMU MHJIEKCOB €T0 TOYEK U OCEH;
CS_GROUP — conepxuT AaHHbIE O CTPYKTYPHOU IpyIIe MEXaHU3Ma.

CS_MECHANISM \ 5 MECHAM(SH Linkskum
Worationshum: | unt | Pointsium: | unt | LinksBuffer: | CS_LINK
Groupshum: [ it | AxesNum: | uint | i
LinksNum: uim / CS LINK \
o {ma - ColoLink Axwslium T
| e I:f, i AxisIDs: | uint [ w | |
- . Gompute Shader i A
l swmregmaumc‘;rs"_e (;;‘ROUF‘» l:j K | Function CakiLink Pointstham
R " " " " \ PointiDs: | uint | " | | ‘l/

LN

| GroupsBuffer:|cs_GROUP

<CS_ITERATION> P
KerationsBuffer: | reration

Calculaicd lferstiens.

e CS_ITERATION ™

"
M
i
o o

e CS_GROUP ™\

TypelD:
. G _NEGHANISM Pinisins L

Points: | floau | | I [ PointiDs:
& F

: AxisiDs:

Axes: ﬂoaMl [ ] l ‘I IndefSigns:

t 1 | ! | GeomConsts

\Wm: ConstralnedGroupi: [ uni | / L‘\ = z if

Pucynok 2. CTpyKTypbl JaHHBIX JIJIs1 TAPAJIJIEIBHOTO BBIUUCICHUS TTOJIOKEHUH MEXaHU3Ma
Brruncnenue monokeHU BBIMONMHAETCS (QYHKUIMEH spa BBIYMCIMTENIBHOTO IIelepa,
MpUHUMAIOIIEH Ha BX0J KoHCTaHTHBIM Oydep tTuma CS MECHANISM, u cTpyKTypHpOBaH-
Hble Oydeps! ans urenus: LinksBuffer n GroupsBuffer. Jlo BbIYMCICHUN, IPU WHUIMATIH3A-
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MW BBIXOJTHOTO CTPYKTypuUpoBaHHOTO Oydepa IlterationsBuffer B 0if I€eMEHT 3aMHCHIBACTCS
HAYaJIbHOE IMOJIOKEHHE MeXaHu3Ma. Kakaplii MOTOK BBIYUCIIAECT OJHO U3 MOJIOKeHud {1,...,
IterationsNum-1} Ha OCHOBE BXOJHBIX JTAHHBIX O 3BEHbSIX, IPYIAX W HAYAJIBHOTO IMOJIOXKE-
HUS U 3aIllMCHIBAET BBIUMCIICHHBIE MACCUBEL TOYEK U OCEU ITOJIOKCHHUS B BJIEMEHT BBIXOJHOT'O
CTpyKTypupoBaHHOTO Oyepa IlterationsBuffer. bonee moapoOHO aarOpUTM BBIYHMCICHUS T10-
JIO’KEHUH orucaH B [1].

3akawuyeHne

Pa3paboTanHbie CTPYKTYphI TaHHBIX M CXeMa BBIYMCICHUH OMUCHIBAIOT IMapaslieIbHbIN
AJTOPUTM pacuéra CepuH MOJ0KEHUH MEXaHU3Ma, B KOTOPOM Ka)KJ0€ MOJI0KEHUE BBIYUCIIS-
€TCsl HE3aBUCUMO. AJITOPUTM PEaTN30BaH C UCIOJIb30BAHUEM TE€XHOJOTUH BBIYUCIUTEIBHBIX
HICHIEPOB IS BBITIOJHEHHSI Ha COBPEMEHHBIX TpaUUYeCcKUX IMPOIECCOopax C COTHSMHU BEK-
TOPHBIX BBIUMCIUTEIBHBIX SAEP, YTOOBI TOOUTHCSA 3HAYUTEILHOTO YCKOPEHHUSI MPU BBIYUCIIE-
HUSIX CEpHUM MOJIOKEHUN MexaHu3Ma. JlaHHbIE 1O MPOM3BOIUTEIIBHOCTH JAHHOM peanu3aluu
OyIyT MpHUBEICHBI B MaTepHaiaX BHICTYTLICHUS.

BBICOKOTIPOU3BOIUTEIFHOE BBIYKCICHUE TIOJIOKCHUH MeXaHW3Ma pa3paboTaHO ISt
JaTbHEHIIEr0 MPUMEHEHUs B PEIICHUH 33Ja4M MapaMeTPUYECKON ONTUMHU3AILMU PhIYAXKHBIX
MEXaHHU3MOB, TJC IS BBIYMCICHUS OJHOTO 3HAUCHUS IEICBOW (PYHKIMH TPEOYeTCs BBIYHC-
JUTh CEPUIO U3 JACCSITKOB UM COTEH MOJIOXKEHUI KoH(pUrypaiuu mexanusma [2].

Pab6ota BrimonHeHa npu puHaHCOBOM moanepxke denepasbHOTr0 areHTCTBA MO HAayKe |
uaHOBatmsIM (DI «Hayunble u HaydHO-TIeJaroru4ecKie Kaapbl HHHOBAIMOHHON Poccumy,
rockoHTpakT Ne 02.740.11.5018).
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