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Hwxeropogckuin rocynapCTBeHHbIA yHBepcuteT um. H.W. Jlobayesckoro

OPFAHU3ALIMS MHOrONOTOYHbIX BbIYUCNEHWUNA
HA FTPA®UYECKOM NMPOLIECCOPE B 3AJJAYE PACYETA
KWUHEMATUKW PbIYAXHbBIX MEXAHWU3MOB

[IpocTpaHCTBEHHBIE PBIUAXKHBIE MEXaHU3MBI SBISIOTCS BaX-
HOM COCTaBIISAIOIIEH COBPEMEHHOW TEXHHWKH M MPOU3BOJCTBEHHBIX
TexHonoruid [8]. MexaHWUYecKHe CUCTEMBI pa3padaThIBAIOTCS IS
BBITIOJTHEHUST JIOCTATOYHO CEPhE3HBIX 3a/iad, TPEOYIOIUX BBICOKOU
HaAEKHOCTH U TOUYHOCTHU. [Ipr KOHCTpYHpOBaHNM MEXaHW3Ma OOBIU-
HO TpeOyeTCcsi MHOTOKPATHO BHITIONHSTH TIOJTHBIN pacueT ero JBUKe-
HUS JUTSI TIOCTENIEHHONW onTuMu3anuu Mojienu. Hanbonpmmii uaTEpec
JUIsL KOHCTPYKTOpPA MPEACTABIISIIOT TEXHOJIOTUU U MHCTPYMEHTHI JUIs
ONTUMAJIBHOTO MOJAEIMPOBAHUSI MEXaHUYECKUX CHCTEM. TeM He Me-
Hee TaKhe BO3MOXKHOCTH MPAKTHYECKH OTCYTCTBYIOT B COBPEMEHHBIX
00IIeTOCTYTHBIX CHCTEMaX aBTOMATH3MPOBAHHOTO TPOEKTHPOBA-
HUd. 3ajada mapaMeTpUuecKOW ONTHUMU3ALMM MOJETH PBIYaKHOTO
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MexaHu3Mma OblTa (opMann3oBaHa W omucaHa aBTopoM [6]. [amb-
Helmas pabora BeAETCs B HANpPaBICHUM aBTOMATH3allMU PEIICHHUS
3TOH 3ajjauMl ¢ pacmnapauieIMBaHUEM BEKTOPHBIX BBIUYHCICHHH Ha
rpadMuecKux Kaprax.

IMocranoBka 3agauu. s 3QQPeKTUBHOrO pEUICHUS 3a7aduu
ONTHMU3ALMY KHHEMATHKN MeXaHN3Ma TpeOyeTcsl IpUMEeHEeHHEe MaK-
CHUMAaJIbHO OBICTPBIX aJTOPUTMOB BBIYUCIEHHS TMOJOXKEHUN, peaju-
30BaHHBIX I10JI COBPEMEHHbIE MHOTOSIEPHBIE apXUTEKTyphl. Cxema
MapajuIebHBIX BBHIYMCICHUNH M CTPYKTYp JaHHBIX Ui pacyera Io-
JIOKEHUH TPOCTPaHCTBEHHOTO MeXaHHW3Ma ObLTa pa3paboTaHa aBTO-
pom B obriem Buzae 1t CPU u GPU [5]. B nanHo# paboTe onmuchI-
BaeTCsl OpraHU3alMs MHOTOMOTOYHBIX BEIYUCICHUH Ha rpad)udaecKoM
mporeccope ¢ ucmonb3oBanueM TexHosoruu DirectX 11 Compute
Shader [2], ucnonb3yemble CTPYKTYPbl JAaHHBIX U pPE3yJbTAThl BBI-
YUCIUTEIBHOTO SKCIIEPUMEHTA.

Beenenue B 3a1a4y 0 I0JIOKEHMSIX IPOCTPAHCTBEHHOI'O PbI-
YajKHOro MexaHm3ma. [lon mexanuszmom TIOHMMAaeTCs COBOKYITHOCTD
B3aMMOCBSI3aHHBIX TBEPABIX TeJ, NMpeAHa3HaYeHHas AJs IpeoOpas3oBa-
HUS [IBIDKCHHMS BXOZOB Ha ONHOM WM HECKOJIBKMX TBEPIBIX Temax
B JIBIDKCHHE Ha APYTUX TBEPABIX Tenax (BbIXOAAX). MeXaHu3M MOXKET
OBITH TIPEJICTABIIEH CBOESH CTPYKTYPHOM CXEMOM, Ha KOTOPO BHIIEISIOT
36eHbs (TBEPABIE TENA), COSANHAIOIINECS B MIOJBIDKHBIE KUHEMAamuye-
CKue napul ¢ TTIOMOIIBIO PA3INYHBIX THUIIOB 2COMEMPUUECKUX INIEMEHINO08
(BpamaTesbHbIX, c(hepUIecKHX, MOCTyNaTeNbHbIX U JIp.). B ocHOBE Me-
TOZIOB KOHCTPYHUPOBAHUS MEXaHM3MOB M pacueTa KHHEMAaTHKU JIEKUT
npuHYUN 00PA308aAHUSL MEXAHU3MO8 No Accypy, YTBEPKIAIOMIUA YTO
«Bcesxuii MexaHU3M TIPEACTaBIsET COOOI0 COBOKYIHOCTH OJJHOTO WITH
HECKOJIBKUX 08YX368€HHbIX (NEPBUUHbIX) MEeXaHu3M0o8 U OTHON WU He-
CKOJIBKUX 2pYnn HYneou noosudxcnocmu (cmpykmypuvix epynn)» [8].
B pabote paccmaTtpuBaeTcst KJacc MPOCTPAHCTBEHHBIX PHIYAKHBIX Me-
XaHU3MOB, KOTOPBIC MOTYT OBITH 00Pa30BaHbI COTMIACHO TPHHIUIY Ac-
Cypa HaclIO€HUEM OJHOKOHTYPHBIX CTPYKTYPHBIX IPYIIIL.

Ilpsimaa 3a0aua O TONOXKEHUM IJIsI MEXaHU3MOB CTaBHUTCS
cileAyromuM 00pa3oM. 3alaHO IBM)KEHHE BCEX BXOAHBIX 3BEHLEB,
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YIOBIICTBOPSIOIIEE CBS3SIM, KOTOPHIC HAKIIAIBIBAIOT KHHEMAaTHYe-
CKHE Tapbl, COOTBETCTBYIOIIUX TMEPBUYHBIX MexaHM3MOB. HeoOxo-
JIMMO HaWTH JBM)XKCHHE BCEX OCTAIBHBIX 3BEHBEB MeXaHW3Ma JHOO0
COOOIINTh O HEBO3MOXKHOCTH DEaJH3allfii TMOJOKEHUS B TOT WA
WHOW MOMEHT BPEMEHHU.

CornacHO 3akOHY Accypa mpsaMas 3afada O TOJOKEHHSIX MeXa-
HU3Ma CBOAUTCA K TIOCIIEIOBATEIFHOMY PEIIEHHIO psizia OoJiee MPOCTHIX
MoJ3afay pacyera IMOJIOKEHUH CTPYKTYpHBIX Ipymi MexaHuzma. Ha
puc. 1, a npuBeaéH NpuMep MEXaHU3Ma BbIIBH)KEHUS 3aKPBUIKOB CaMO-
néra. MexaHu3M COCTOUT U3 OJHOTO MEPBUYHOTO MEXAHU3Ma U YEThI-
pex cTpykTypHbIX Tpynn BBB (13 Tpex BpamaTensHBIX map), CBsI3aH-
HBIX ApyT ¢ apyrom. Kaxmas rpynmna umeeT 1Ba BXoja, HEOOXOAUMBIX
JUtd pacueTa e€ monoxkeHus. Vicxoas u3 CTpyKTypHOM CXeMbl MEXaHU3-
Ma CTPOUTCS TIOCJICAOBATEIHHOCTh pacuera CTPYKTYPHBIX IPYTII, TTOKa-
3aHHas Ha pUC. 1, 6 — BEIYUCICHUS TTPOU3BOJISTCS TTOCIIEIOBATENHLHO 110
ypoBH:sM 0, 1, 2 1 T.71., CBepXy BHU3 (CTpEIIKaMH ITOKa3aHbI COSTMHEHIS
rpynn apyr ¢ apyrom). Ilomoxenust cTpykTypHbIX rpynn BBB Berumc-
JISIFOTCS aHAIUTUYECKU. 1Ipon3Be1sl BEIUMCIIEHYSI TIONOKEHUM MEXaHH3-
Ma Ui pa3HbIX YIJIOB () IOBOPOTA BXOJHOI'O 3BE€HA, MbI ITOJYYUM JBU-

JKEHHE BCEX 3BCHBCB MEXaHMN3Ma.
0 [ersont, | cmons: mot
P .__E _ )
:-—_-_. -

1 N |CmpywmyRHas
Y| apynma-Gi
2 Cmpywmypan
apynra-Gi
« o 1
3 CrpyxmypHan)
apynng-G2
— {r
4 Cimpywimypranm
2pynna-Gi
a 6

Puc. 1. ITocnenoBaresbHOCTD pacdeTa CTPYKTYPHBIX TPYIIIT MEXaHM3Ma
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BaxHo OTMETHTB, YTO AaHATUTUYECKUN WM YUCIICHHBIA pac-
YeT MOJIOKEHUSI CTPYKTYPHOH TpyNIbl MexaHW3Ma TpeOyeT mpume-
HEHMs1 0a30BBIX BEKTOPHBIX M MAaTPUYHBIX OMEPAlUii, a TAaKXkKe IIH-
POKOTO HaboOpa reOMeTPUUECKUX (PYHKLHUI HA HX OCHOBE.

MogennpoBaHue CTPYKTypHOH CXEMbI MEXaHU3Ma, pa3OHeHue
MEXaHM3Ma Ha TPYIIBl U ONpelesieHHE IOCIIEA0BaTEIbHOCTH BbI-
YHCJIEHUS] CTPYKTYPHBIX TPYII Peajr30BaHO B MPOTPaMMHOM cuc-
teMe «Mechanics Studio.NET» [7]. IlapannenbHbiii pacuér cepuu
MOJIOKEHUHN MeXaHM3Ma Ha rpaMuecKoM MPOLECcCcOpe BBIIOIHACTCS
110 JaHHBIM OT CUCTEMBI MOJECITUPOBAHUSI.

IMapajienbHbIl AJITOPUTM BblYHMC/IeHHA cepud N 1oJ0-
sKeHuil MexaHusMa. Brruncnenue cepuu [1..N] monoxxeHud mpo-
CTPaHCTBEHHOTO PHIYAKHOTO MEXaHM3Ma 110 3alaHHOMY HayaJlbHOMY
HYJIEBOMY IOJIOKEHHUIO ¥ BXOJHBIM JJaHHBIM I10JIOKEHUH IEPBUYHBIX
MEXaHU3MOB MOXKET OBITh BBIIIOJHEHO CIIEAYIOIINM 00pa3oM.

Hns kaxxmoro monoxxkenust P mexaamsma ot 1 g0 N.

[TocnmemoBaTebHO I KaXKIOW CTPYKTypHO# Tpymnmel G oT
1 o M:

1) BeimmostHUTE pacdeT mosioxkeHus rpynmsl G;

2) JIns xaxmoro 3BeHa L mexanusma oT 1 10 K.

Ecnu 3BeHy mpuHamexxaT TOUYKH WIH OCH, MOJIOKeHHEe P Ko-
TOPBIX HE BBIUMCIICHO, M UMEIOTCS MO0 OJlHA TOYKA U JIBE HEKOJUIU-
HeapHbIe OCH, JHOO J1B€ TOYKH M OAHA OCh, JINOO TPU TOYKH C BbI-
YHUCIIEHHBIM TIOJIOKEHHEM P, TO BBIMONHUTH MEPECUET MOJOKEHHS
3BEHA U3 €r0 HAYaJIbHOTO MOJIOKEHUSI.

VY CKOpUTh BBIYHCICHHUE IMOJIOKEHUI pPBIYAKHBIX MEXaHHU3MOB
MOXXHO 3a CU€T TNPHUMEHEHHUS AaHAJUTHYECKUX METOJOB pacyera
CTPYKTYPHBIX Tpymil [7], a Takke 3a cu€T pacmapauieIuBaHUus BbI-
YUCJICHHUS MOJOKEHUI MEXaHU3Ma, He3aBUCUMO 11 Bcex P. B cBsa3u
C BEKTOPHBIM XapaKTE€POM BBIYHUCICHUN M BO3MOKHOCTBHIO TIPUMEHE-
HUS MaccoBOro mapamenu3Ma 1o jgaHHsiM SIMD nenecooOpasHo
UCIIOJIL30BAaTh COBpEMEHHBIE Tpaduueckue mporeccopsl. Jis peanu-
3al[U¥ MPOTPaMMbl BBIYMCIICHHS TIOJI0KEHUH Ha rpaduuecKoil KapTe
obuta BeiOpana Texnonorus DirectX 11 Compute Shader [2], Tak kak
OHa OpPHEHTHPOBaHa Ha paboTy ¢ rpadU4YecKMMH KapTaMu pa3HbIX
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npomsBoauteneit (ATl m NVidia), mocraTouno Onm3ka K xKene3y
rpadMuecKiX KapT W Mo3BoJsieT 3()(EKTUBHO 3aJeiiCTBOBATH BO3-
MOKHOCTH BEKTOPHBIX BeIUMcIeHUH A3b1ka HLSL.

CS_MECHANISM - constant buffer

Kernel Function:

Grous BT
AxesNum: | uint Linksuum:f uint ’
-\ItwatlomNum: [ uint 7
R —— Constant Buffer
 Stuctuiodiuie <C5_VECTOR-
[_ OriginaPustonBufler  —
N
LinksBuffer [T Compute Shader
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|-Gm0mﬂsauﬂm -
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O s il iensilni vacaloBS P (1

AW S e S ufer
<CS_VECTOR» I -+ - -
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C5_MECHANISM LinksNum

StructuredB ufter
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CS_Link | Pninl:lh-n
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|
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TypelD: E .
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lat C5_MECHANISM Groupshum = 12 |
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Puc. 2. CTpyKTypbl JaHHBIX JUIsl BBIYACICHHUS TTOJIOKEHUN
Mmexann3ma Ha GPU

CTpyKTYyphbl AaHHBIX [JIsl pacyéra cepuu IOJIOKeHHI Me-
xanu3ma Ha GPU. [lns pacuéra monoxxeHnd MexaHu3Ma Ha rpadu-
YECKOW KapTe JTaHHbIE YIIaKOBBIBAIOTCA B CTPYKTYPHI, IPEICTaBICH-
HBIE Ha PUC. 2, IepeAatoTcs Ha rpaduuecKyro KapTy U UCTIONB3YIOTCS
POrpaMMON BBIYMCIIUTEIBHOTO IIEHepa:

e CS_ MECHANISM — xoHcTaHTHBII Oydep, XpaHsmmii pas-

MepHI APYTHX Oy(epoBs;

o LinksBuffer — Gydep 3BeHbEB ¢ HHICKCAMU X TOYEK U OCCH;
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o GroupsBuffer — Oydep rpynn ¢ uISHTH(PHUKATOPOM THIIA,
WHIEKCAMH TOYEK M OCell map TpyIIbl, 3HAaKaM{ HalpaBJiIeHUs Oocel
1 MHJIEKCaMHU T€OMETPHUUECKHUX KOHCTAHT;

o GeomConstsBuffer — 0ydep reoMeTpUIeCKUX KOHCTAHT IS
BBIUMCIICHUS MOJIOKEHU;

o OriginalPositionBuffer — 6ydep BEeKTOPOB TOUEK U OCeil HC-
XOJTHOTO TTOJIO’KEHHUS MEXaHU3Ma;

e [terationsBuffer — 6ydep nis 3armicu BEKTOPOB TOUEK U OCEH
utepaunii Mexanusma (cBépTtka 3iemeHToB THma CS ITERATION
B OJIHOMEPHBIN MacCHUB BEKTOPOB).

IIporpamma BBIYMCIUTEIBHOTO IIEHIepa pacyeTa MOJIOKEHUM
MeXaHH3Ma HCITONHSAETCS Ha rpaduuecKoil KapTe Ha MapajuieNbHbBIX
MOTOKAaX, KOJIMYECTBO KOTOPBIX PaBHO yuciy umepayuti — Ilteration-
sNum, T.e. YUCIly TIOJIO)KEHUM MexaHu3Ma. Kaxaplid moTok meiaepa
HE3aBHCUMO BBIUMCISIET BEKTOPA TOYEK M OCEH i-TO TOJIOKEHUS Me-
XaHW3Ma M 3allMChIBAeT WX B [terationsBuffer. AnroputMm BBIUHCIIE-
HUS TOJIOKCHUH MEXaHU3Ma OIMUCaH OJIOK-CXeMOW Ha puc. 3. Auro-
PHUTM COCTOHT B MPOXOJie MO crucKy rpynn GroupsBuffer, nocneno-
BaTENbHOM pEIICHWH 33Ja4d O T[OJNOXKEHHH [ KakIou
CTPYKTYpHOW TPYMNIbI U PAcUYETy MONOKEHUN TeX 3BEHbEB U3 Links-
Buffer, xotopble cTano BO3MOXXHO TOCUMTATH MO TOYKAM H OCSM,
MOJIYYEHHBIM M3 IIOJIOKEHMM map rpynmbl. Pacdér mnonoxeHus
CTPYKTYpHOU TPYIIBI BBIIONHSETCS IO ONpeNeNéHHbIM (hopMyaM
JUTSL K&XKJIOTO TUMA rpyni [9] Ha ocHOBe JaHHBIX u3 Oydepa Groups-
Buffer n reomerpuyeckux koHctanT u3z GeomConstsBuffer. Pacuér
TIOJIO’KEHUS 3BEHA BBIMOJHACTCS MyTEM NPeoOpa3oBaHUs €ro TOUYeK
uoceil U3 ucxonmHoro monoxenus OriginalPositionBuffer, mytém
YMHOXEHHS Ha MaTpHIly MOBOpPOTa-IepeHoca, MONYYEHHYIO 10 H3-
MEHEHMIO 3 U3BECTHBIX BEKTOPOB 3BE€HA B TEKYIIEM ITOJIOKEHUH.

Pe3ysbTaThl BBIYMCIUTEILHOIO 3KcIepuMenTa. [IposenéH
9KCIEPHUMEHT 10 CPaBHEHUIO BPEMEHM BBIYHCIEHUA cepud N I0JIo-
JKEHUH MeXaHW3Ma JUIsi OJHONOTOYHOW peanusanuu Ha C++/CLI
NET na CPU Intel Core 2 Quad Q6600 (2.4 GHz) 1 MHOTOIIOTOYHOIA
peanmzaunu Ha Compute Shader 5.0 na GPU ATI Radeon HD 5850
(288 SIMD-maccuBoB, 1440 ckamspubix saep, 725 MHz). Jlns BeI-
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TIOJTHEHUSI BBIYMCIICHUH Ha TpaHuyecKod KapTe OTAEIBHO 3amepsi-
JIOCh BpeMsl unuyuanuzayuu u nepeoauu danuvix Ha GPU, Bkiio-
Jarollee ynakoBKY, 3allUCh MCXOAHBIX AaHHBIX B mamsaTth GPU, 3a-
Tpy3Ky pe3ynbTaToB BerunciaeHus ¢ GPU u nx pacmakoBky.

1. Mepexog k cneayouei
CTRYKTYRPHOW rpynne

Mpynna e
GroupsBuffer HaRneHa? T
Ha
. ]

3. Beiqncnexne nonoweHns
CTRYKTYPHOW rpynnis

¥

4. TIoUck 3BeHa ¢ BOSMOMKHOCTLI
pacuéTa NnonoMeHns

Her £ LinksBuffer
HanneHo?

GeomConsts-
Buffer

Oa
hJ

- - 5. BoluMcneHue NonomeHns
OriginalPosition- |
Buffar 3BEHE N0 WIBECTHBLIM TO4KaM-
OCAM M HEYANEHOMY NONOKEHNIO

6. 3aeeplueHWe pac4éTa
NONOMEHUA MEXaHMAMA

Puc. 3 Anroput™ BeIMHUCIEHHS MOJIOKEHUS peIdaykHOTO MexaHu3zma Ha GPU

PesynpraT skcnepumenTa (puc. 4) MoKa3bIBaeT YCKOPEHHE BbI-
yucnenuii B 100 pa3 npu pacnapaiienBaHN BEIYUCICHNS TOIOKEHUH
Mmexanm3Ma Ha GPU, He yunThIBas MHMLIMANHM3AIMIO U Nepeady TaH-
HbIX. C yu€ToM BpeMeHH MHHLManu3auun AaHHbiX Ha GPU Bemrpeimn
10 CPAaBHEHHUIO ¢ MOCIeNoBaTeIbHBIMU BhIuncieHusiMu Ha CPU HesHa-
yuTeJIeH. JTO TOBOPUT O HEOOXOJMMOCTH YMEHBLIEHHSI 00BbEMaA Iepe-
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JaBaeMbIX JaHHbIX Ha GPU, BO3MOXHOTro 3a C4ET CMHTE3a MEXaHHU3Ma
HenocpencTeeHHo Ha GPU no napameTpam.

Cremyer OTMETUTD YTO PaHEE MPEACTABICHHBIE PE3YJIBTATHI IKC-
nepuMeHTOB B myOnukamusix [1, 3] cogepxanu ommOOYHbIE JaHHBIE O
BepeMeHn BeruucieHuid Ha GPU. OTo cBsA3aHO ¢ HEOKYMEHTHPOBAH-
HOW 0cOOEeHHOCTBIO paboThl DirectX: mpu BbI30Be (DYHKIIUH BBITIOIHE-
HUA BeruucaeHuid Dispatch mponcxoauT Tonbko noOaBineHHe 3TOH KO-
MaHZbl B OYepelib, a CaMU BBIYMCIICHHS Ha rpad)uueckoi KapTe BBIIOJI-
HSIOTCS aCHHXPOHHO, B TOT MOMEHT, Korma TpeOyercs HX
HETIOCPENICTBEHHbIH pe3ynbTaT. 1109ToMy OOBIKHOBEHHBIN 3amep Bpe-
MeHH BbI30oBa Dispatch mokaspiBan TOIBKO OCTAHOBKY 3TOM KOMaHIBI
B ouepenb. JT1a mpodiema Oblia pelieHa 3a cuéT cuHxponuzauun GPU-
BerurciieHnii ¢ CPU mpu momonw mexanu3ma coobituii DirectX.

50000,0

500,0

N
{5 MHAMCE KynAaK)

Bpemna

Yueno nonomeHunii Mexaumnama (N):
50

100 500 1000 5000 10000 50000 | 100000 | 300000
==@—EBpemn BeiumcaennA Ha CPU (mc.) 7,167 35,804 72,334 | 358,922 | 720,008 | 3515,656 | 6997,624 |18541,451
==4=—DBpema BolMUCAEHMA Ha GPU [mc.) 127,359 | 133,659 | 121,580 | 143,425 | 144741 | 339,524 | 542,068 | 1685,281

— 4 — Bpema WHUUMEAU3aLKM GPU (mc.) 14,708 37,222 63,934 | 248180 | 469,918 | 2302,529 | 4803,690 |25297,309

==m=: BDEMA WHHLHEAMIEALUHA M BEIYMCNEHUA
Ha GPU [mc.) 142,067 | 170,881 | 191514 | 591,605 | 614,659 |2642,053 | 5345758 |26982,590

Puc. 4. Bpems BeraucieHus cepun N OJIOKEHIH MEXaHI3Ma
Ha CPU u GPU

Pa3zpaboTtanHbple CTPYKTyphl IJaHHBIX M CXeMa BBIUYMCICHUH
ONUCHIBAIOT MapajUICABHBIN aNrOpUTM pacuyéTa CEpUU MOJIOKCHUIMA
MeXaHHW3Ma, B KOTOPOM KaXIO€ TMOJOKEHHE BBIYHCISETCS HE3aBH-
CUMO. AJTOPUTM pEaNTH30BaH C HCIOJIL30BAHUEM TEXHOJOTHU BHI-
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YUCJIUTEIBHBIX IICHICPOB /ISl BHITIOJHEHUS HA COBPEMEHHBIX TIpa-
(uveckux TpoIeccopax C COTHSAMU BEKTOPHBIX BBIYUCIHTEIBHBIX
SIIEepP, YTO MO3BOJSIET JOOUTHCS YCKOPEHUS BRIYMCICHUNA B COTHH Pa3
o cpaBHeHUO ¢ CPU. BpICOKONIPOU3BOAUTENBHOE BHIYUCICHUE TO-
JIO’)KEHUU MEeXaHu3Ma pa3padoTaHo M JATBHEHUINEro MPUMEHEHUS B
pELICHUH 3aJaud MapaMeTPUUYECKON ONTHUMM3alUU PBIYAKHBIX Me-
XaHU3MOB, TJC IS BBIYUCIICHUS OJHOTO 3HAUCHUS IICJCBOU (hYHK-
MU TpeOyeTcs BBIYMCIHUTD CEPUI0 U3 JECATKOB WM COTEH TOJ0XKe-
HUI KOHQHUTYpallii MeXxaHu3ma [6].

Pabora BeImtonTHEHA B pamkax rpanTa [Ipesunenra Poccutickoit
®denepauu 1 TOCYIapPCTBEHHOM MOMJIEPAKKH MOJIOJBIX POCCUMA-
CKHX y4yeHbIX — KaHaunatoB Hayk (MK-3473.2010.1), a Takxe roc-
koHTpakTa 02.740.11.0839.

Cnucok JuTepaTypsl

1. Toponeuxuit E.C. Pe3ynapTaTsl 3KCliepuMeHTa MO pacia-
paJIETMBAHUIO BBIYHCIICHUS CEPUU MOJOKEHUI MPOCTPAHCTBEHHO-
IO PBIYKHOTO MEXaHU3Ma Ha rpauuecKOM IPOIEeccope C IOMO-
mpio DirectX 11 Compute Shader // Texnonoruun Microsoft B Teo-
pUM M TpaKTHKE MPOrpaMMHUPOBAaHUS: MaTephalbl KOHP. —
H. Hosropoa: M3a-sBo Hwxeropoa. roc. yn-ta, 2010. — URL:
http://www.itlab.unn.ru/archive/ MSConf10/ msconf-2010 _book.pdf. —
C. 85-88.

2. Toponenkuii E.C. Ilpumenenue texunonorum DirectX 11
Compute Shader mi1st BeIuncieHu 001Iero Ha3HauYeHHUs Ha Tpaduye-
ckoM miporieccope // TexHomormm Microsoft B Teopun W TpakTHKE
nporpaMMHupoBaHus: MaTepuaisl koHp. — H. Hosropoa: M3n-Bo
Hwmxeropon. roc. ya-ta. — 2010. — C. 81-84.

3. T'oponeuxwuit E.C., Typnanos B.E. Brruancnenue ¢yHkimii Kpy-
TEpUEB U OTPaHUYEHUI B 337aue ONTUMHU3ALMN IPOCTPAHCTBEHHOTO Phl-
Ya)KHOTO MEXaHW3Ma C pacliapajuieJIMBaHueM Ha TpadUuecKoM Mpolec-
cope // Ilapamnensable BeAUCIATENbHBIE TexHONOTHH ([1aBT’2010):
Tp. MeXayHap. Hayd. kKoH(. — Yensbunck: HOYpl'Y, 2010. —
206


http://www.itlab.unn.ru/archive/�MSConf10/ msconf-2010 _book.pdf

URL: http://omega.sp.susu.ac.ru/books/conference/PaVT2010. —
C. 454-461.

4. T'oponmenxuit E.C. Peanuszanys nmapanieabHOro BBIYHCICHUS
CepUM TIOJIOKEHUH TPOCTPAHCTBEHHOTO PHIYAKHOTO MEXaHHW3Ma Ha
rpaduueckom nporeccope ¢ momomipio DirectX 11 Compute Shader /
Bricokonpon3BoiuTeNbHEIE TapajuleNbHbIe BBIYMCICHHUS Ha Kia-
CTEpHBIX CHUCTeMax: MaTepuansl XI MexmyHap. KoH}p.-ceMHHapa. —
Brnagumup: U3a-so Brnagumup. roc. yu-ta, 2009. — C. 131-135.

5. T'opogenkmii E.C. AnropuT™M mapamuieTsHOTO BBIYUCICHUS
CepUr TOJIOXKEHHH TPOCTPAHCTBEHHOTO PBHIUYAKHOTO MexaHu3Ma //
TexHonoruun Microsoft B Teopun M MpakTUKE MPOrPaMMUPOBAHHMS:
Matepuansl kKoHd. — H. HoBropoa: M3a-Bo Hikeropon. roc. yH-Ta,
2009. - C. 102-108.

6. I'oponeukuit E.C. 3agaua napaMeTpu4ecKol ONTUMU3ALNU
NPOCTPAHCTBEHHBIX MEXaHU3MOB C MapauIeIbHBIMU BBIYHACICHUSIMA
KMHEMAaTHKH Ha Tpaduyeckoil kapte // BbICOKOMPON3BOIUTENbHBIC
napasuiebHble BBIYMCICHNS Ha KIACTEPHBIX CHCTEMax: MaTepHabl
Cenpmoii Mexnaynap. koH(.-cemunapa. — H.Hosropoa: U3a-so Hu-
JKeropo. roc. yH-ta, 2007. — C. 117-124.

7. Toponeuxuii E.C. Cuctema npoeKTHpOBaHUSI KHHEMATHKU
MPOCTPaHCTBEHHBIX MexaHm3MoB Mechanics Studio .NET Ha ocHOBe
Managed DirectX // Texunomoruu Microsoft B Teopun u mpakTuke
MporpaMMHUpOBaHus: Marepuansl koHG. — H. Hosropom: M3n-Bo
Huxeropon. roc. yu-ta, 2007. — C. 48-52.

8. 3aomonckuit K.U., benokoner .M., Illexkun b.M. Teopust me-
XaHW3MOB M MaluH: y4uel. 1yt By30B. — Kues: Bpima mik., 1989. — 376 c.

9. TypnamoB B.E. 3amaua o momoskeHMSIX ¥ KIacCHBUKAIHS O/l
HOKOHTYPHBIX CTPYKTYPHBIX TpPYMI NPOCTPAaHCTBEHHBIX PHIYaKHBIX
MexanusmoB // Ilpukimamaas reomerpus. — 2000. Bem. 2. — Ne2, —
C. 1-22.

207


http://omega.sp.susu.ac.ru/books/conference/PaVT2010



