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OO0po0JieHHs ayio cCMTHATIB 3aco0amMu rpagivyHHUX Mponecopis

3aika B.B., cmyo.
HanionansHuii TeXHIYHUI yHIBEpCUTET Y KpaiHu
«KuiBcpkuit monmitexHiuHUHN IHCTUTYTY», M. KHiB

OcranHiM yacoM rpagivHi npouecopu HaOyIu 3HAYHOTO MOMNPEHHS SIK
miatpopmMa UIS  PO3B’SA3aHHS OOYHMCIIOBAJILHUX 3aBIaHb LIMPOKOTO
cnekTpy. 3o0kpeMa Oarato anropuTMiB OOpOOJEHHA 3BYKYy € J1o0pe
MPHUCTOCOBAaHMUMH I TapaielbHuX oOuuciens [1]. Mera mocmimkeHHs —
BHU3HAUYECHHS NIHU(POBUX aymio ajropuUTMIB, SKI HalKpamle HiggaroThes
napanenizamii, Ta JO3BOJSIIOTH 3MEHIINTH HAaBaHTAKEHHS Ha LEHTPaJbHUN
MPOLIECOp 3a PaxXyHOK NepeHeceH s X BUKOHAHHS Ha rpadiuHi siapa.

Jns peamizanii JocHiKyBaHHX anropuUTMiB oOpaHa moBa C++ (s
HIT) Ta moBa C 3 6i6miorekoro Intel Integrated Performance Primitives, sika
MICTUTh CHeliaNnbHi (QYHKUI{-IpUMITHBH [IsI PO3POOJICHHS Mporpam
MyJbTHMeENia, 0OpoOIeHHS TaHUX, KOMYHiKaliid. BoHu € ontumizoBaHUMHU
JUTsL CY4acHUX TporiecopiB Intel, mo miarpuMyroTs po3mmpeHHs HaObopy
komanz Intel SSE Tta Intel AVX (komanmu 1yt BEKTOPHOTO 0OpoOIeHHS
JaHuX) Ta MicTath rpadiuni sapa (Intel HD Graphics).

Y 4YacTkOBO mapajelnbHUX alroOpUTMax, oOYHCIEeHHS 3acobaMu
rpa¢ivHUX NPOLECOPIB 3AIMCHIOIOTHCS MBHUALIE A THX, € € MOXKIIMBOIO
napanenizanis iX Oinpmioi yactuHu. [IoBHICTIO MapanenbHi aarOpuTMH €
TUM e(eKTUBHIIIMMH, YUM MacuBHilIa iX peamizamis. HeBenuki moBHicTIO
napanenbHi alrOpuTMH BUTPAYalOTh OilbIIe pecypciB KOMITIOTepa Ha
OOMIH [JaHMMHU 3 IIaM’ ITTIO, HDK Ha caMl OOYHCIEHHS — BOHH
JEMOHCTPYIOTb BTpaTy eeKTHBHOCTI [2].

B pesynbraTi mocnmipKeHb BU3HAYEHO, IO HaMKpamry e(eKTUBHICTh
MalOTh AITOPUTMH, SIKi HE BUKOPHUCTOBYIOTH 3BOPOTHOTO 3B’SI3KY ((inbTpu
31 CKIHYEHHOIO IMITyJIbCHOIO XapaKTEPUCTHKOIO, 3TrOpTKa B YaCOBil
o0Jacri, ToIo).
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