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PEAJIIBALIA ITAPAJIEJBHOI'O AJITOPUTMY COPTYBAHHA
IIEJLJIA 3A JOIIOMOI'OIO TEXHOJIOI'II DIRECT COMPUTE

BinaNUIBKWIA HAI[IOHATHPHAN TEXHIYHUNA YHIBEPCUTET

Anomauin

YV pobomi poszenanymo po3pobky ma npospamuy peanizayilo napaneivbrozo ancopummy copmyeauus Lllenna 3
suxopucmanuam mexronoeii DirectCompute, wo éxooums 0o ckaady API DirectX 11. Ilposedeno ananiz icHyrouux
aneopummie CopmyeamHs ma nioxodie 0o ix napanenvbHoi peanizayii, 00rpynmosaro 6ubip aneopummy ILllenna sk
MaKkozo, wo Mae nPUpoOHi nepedymosu 00 eqreKmueHo20 po3NapaLento8anHs. [lemanbHo 00CHiOHNCeHO apXimeKmypHi
ocobugocmi epaghiuHux npoyecopie ma mMooeib BUKOHAHHA 004uco8anrbHux wetidepis y DirectCompute. Po3pobnero
npozpamuy cucmemy, wo exkmouac emanonuny CPU-peanizayiro ma GPU-peanizayilo 3 eukopucmaunsam compute
shader, cmpykxmyposanux Oygepis i constant buffer. I[Ipoeedeno mecmysanus Kopekmuocmi ma npooyKmueHoCmi
Peanizoean020 aneopummy Ha PizHUX posMIpax 6XIiOHUX Oamux i euxonano nopisHsnus pesyrvmamie CPU ma GPU.
Ompumani pesyriomamu niomeepoxcyioms Ooyinvhicms 3acmocysanns DirectCompute ons npuckopenmns onepayiil
COpMYBAHHA BENUKUX MACUBIE OAHUX.

Knrwwuosi cnosa: arcopumm Illenna, napanenvui oouucnenusi, GPU, DirectX 11, DirectCompute, compute shader,
COpMYBAHHS, GUCOKONPOOYKMUBHI OOUUCTEHHS.

Abstract

This paper considers the development and software implementation of a parallel Shell sort algorithm using
DirectCompute technology, which is part of the DirectX 11 API. Existing sorting algorithms and approaches to their
parallelization are analyzed, and the choice of Shell sort is justified due to its natural suitability for parallel execution.
The architectural features of modern GPUs and the execution model of compute shaders in DirectCompute are
examined in detail. A software system is developed that includes a reference CPU implementation and a GPU
implementation based on compute shaders, structured buffers, and a constant buffer. Correctness and performance
testing are performed for different input sizes, and a comparison between CPU and GPU results is carried out. The
obtained results confirm the effectiveness of using DirectCompute to accelerate sorting operations on large datasets.

Keywords: Shell sort algorithm, parallel computing, GPU, DirectX 11, DirectCompute, compute shader, sorting,
high-performance computing.

Beryn

VY cyyacHHX yMOBax CTPIMKOrO pO3BHUTKY iH(OpMauifHUX TEXHOJOTH 00CATH AaHUX, IO MOTPEeOyIOTh
00po0KH, 3pOCTal0Th eKCIOHeHIIIHHO. O/IHI€I0 3 0a30BHX Omepalliii, 0e3 1Kol HeMOXKJIMBa e(peKTUBHA POOOTa
iHpopMaLifHUX cHUcTeM, € omepauisi copryBaHHsi. COpTyBaHHS BHKOPHCTOBYETbCS B 0a3zax JaHUX,
MOLTYKOBHX 1 PEKOMEHIALIHHUX CUCTEMaX, YUCEIbHUX METO/IaX, 3a/1a4aX MAIIMHHOTO HaBUYaHH Ta aHAJi3y
BEJINKUX JIAHUX.

Krnacuuni mociiioBHI alropuTMy COPTYBaHHS JEMOHCTPYIOTh OOMEXeHY e(DeKTUBHICTh MpH PoOOTi 3
BEJIMKMMHU MacHBaMU JaHHX. Y 3B 53Ky 3 UM 0COOIMBOI aKTyalbHOCTI HA0YBaIOTh METOAU MapajebHUX
00YHCIICHB, SIKI TO3BOJISFOTH 3aJ[iSITH alapaTHi pecypcH Cyd4acHHX 0araTosIEpHUX MPOIEcOopiB Ta rpadiyHuX
MPUCKOPIOBAYIB.

Anroputm coptyBaHHs lllesuia € BOOCKOHAJICHHSM METOAY COPTYBaHHS BCTaBKaMH 1 0a3yeTbcs Ha
MOCTYIIOBOMY 3MEHILICHHI 1HTEpBaTy MK MOPiBHIOBAaHUMHU elleMeHTamu [ 1, 2]. 3aBasiku po30UTTIO MacuBy
Ha HEe3aJIeXKHI MiIOCTIJOBHOCTI BiH Ma€e MPHUPOHI TIepelyMOBH JIJIsl MapaiebHol peamizamii. TexHooris
DirectCompute, mo Bxomuth 1m0 ckiamy DirectX 11, mamae moxumBicTs BUKOpuctoByBatd GPU ams
BUKOHAHHS 3araJIkHUX OOYUCIICHb 11033 rpadiuHUM PEHIEPUHIOM, 10 POOUTH ii MpUAATHOO AJIs pearizamil
napajieinbHUX AITOPUTMIB COPTYBAHHS.



MerToro pobOTH € po3podKa Ta TOCTiIKEHHS NMapajienbHol peatizalii anroputMy coptyBaHus lemna 3
BUKOpucTaHHAM TexHouorii DirectCompute, a Takox anami3 edektuBHOCTI 3acTocyBanass GPU mns 3amau
COPTYBaHHS BETMKUX MACHBIB JaHUX.

IlocTanoBka 3aga4i J0oCTiTsKeHHA
st mocATHEHHS TTOCTAaBIICHOT METH y POOOTI HEOOX1THO BUPIIIATH TaKi 3a/1adi:
e TPOaHANI3yBaTH iCHYIOUI ITOPUTMH COPTYBAHHS Ta MOXIJIMBOCTI IX MapajienbHOl peaizalii;
¢ JIOCHiAMTH MaTeMaTH4Hi Ta alTOPUTMIiYHI BIacTUBOCTI copTyBaHHs Lllenna;
e 00rpynTyBatu Bubip Texnomorii DirectCompute sk cepenoBuIna mapaiersHOI peasizaltii;
e po3poOuTH mporpaMHy peainizamiro anroputmy lllemna xa CPU ta GPU;
¢ TIPOBECTH TECTYBaHHS KOPEKTHOCTI Ta MPOAYKTHBHOCTI pealli3oBaHOTO aIrOPUTMY;
e BHKOHATH aHAII3 OTPUMAHHMX PE3yNbTAaTiB 1 CHOPMYITIOBATH BHUCHOBKH MO0 €(EeKTUBHOCTI
Bukopuctanus GPU.

Buknan ocHoBHOro maTtepiany

Anroputm Ilenma Ga3yerbcst Ha imei 0araTopa3oBOTO 3aCTOCYBAaHHS COPTYBAaHHS BCTaBKaMH [0
MiAMOCTiIOBHOCTEH MacuBy, CQOpPMOBaHMX 3 TEBHUM iHTepBaIOM. Ha mMoyaTkoBUX eTamax
BUKOPHUCTOBYIOTHCSI BEJIMKI 3HAUCHHS IHTEPBaIy, IO JJO3BOJISIE IBUIKO YCYHYTH BiIaleHi iHBepcii. Y mipy
3MEHIICHHS IHTEpBAly ITOPUTM MOCTYIIOBO HAOJIMKAETHCS IO KIACHYHOTO COPTYBAaHHS BCTaBKaMH, ajie 3
y’K€ 9aCTKOBO BIOPSIKOBAaHUM MAacHBOM. E(heKTHBHICTH alroOpuTMy 3HAYHOIO MIpOIO 3aJIEKUTH Bil BUOOPY
MOCHIIOBHOCTI iHTepBaiB [ 1, 2]. Y mpakTHYHHX peati3allisx 4acTo 3aCTOCOBYIOThCS mociigoBHocTi [1lema,
Xi66apaa abo Cemxsika. CepemHst o0UnCIIOBANTBbHA CKIaMHICTh anroputMy Lllemna cranoButs Big O(n log?
n) 1o O(n?) 3ayexHO B 00paHOT MOCHIIOBHOCTI iHTEpBaTiB. KIlt040BOIO OCOOIUBICTIO alTOPUTMY € T€, 10
COPTYBaHHS JiIs (DIKCOBAHOTO IHTEPBATY MOXKE BUKOHYBATHCS HE3aJISKHO JUISl KOXKHOT ITiIOCITI IOBHOCTI [2,
3]. e cTtBOproe yMOBH [Uisi €EKTUBHOTO PO3MapaeNOBAHHS, OCKIIBKH BiJICYTHI KOH(IIKTH AOCTYIY 110
JTAHUX MK PI3HUMHU ITiITOCTi AOBHOCTSIMH.

DirectCompute € cxiagoBoro yactuHoro DirectX 11 1 Hagae 1ocTyn 10 00UHCITIOBaIBHUX MOKINBOCTEH
GPU uepe3 mexanizm compute shader [4, 5]. Monens BukoHanHst DirectCompute rpyHTY€eThCsl Ha KOHIIETITIT
SIMT, y Mexkax sIKOi BeJIMKa KUTBKICTh IOTOKIB BUKOHYE OJIHY i Ty caMmy Iporpamy HaJ| pi3HUMH JaHHMHU.
Hns peanizauii mapanensHoro copryBanHs Llemna y DirectCompute xoxken GPU-motik Bigmosizae 3a
COpPTYBaHHS OKpEeMOi MiAMOCIIIIOBHOCTI MacuBy 3 (ikcoBaHuM iHTepBanoMm [3, 4]. [ani 30epiratoThCs y
CTpyKTypoBaHoMy Oydepi, noctymHOMY /Ui unTaHHs 1 3anucy yepe3 Unordered Access View. [lapamerpu
ITOPUTMY, 30KpeMa po3Mip MacUBY Ta HOTOYHUH iHTEpBaJl, HepeaaroThcs y compute shader 3a gormomororo
constant buffer. Taxwui#t miaxiz 103BOJISE MOBHICTIO YHUKHYTH CHHXPOHI3aIIii MiJK ITOTOKAMH, OCKIJTBKH KOJKHA
MiMOCIIIOBHICTE O0POOIISIETCST HE3ANEXKHO. Y Pe3yNbTaTi JOCATae€ThbcS BUCOKUIN piBEHb MapajiemizMy Ta
e(eKTHBHE BUKOPHCTaHHA 00UnCIoBaIbHUX pecypci GPU.

st oriHIOBaHHS €(peKTUBHOCTI PeaizoBaHOr0 aITOPUTMY IIPOBEICHO CEPil0 eKCIIEPUMEHTIB Ha Pi3HUX
po3Mipax BXiTHHX MacuBiB. [lopiBHIOBaJMCS Yac BHKOHAHHS Ta KOPEKTHICTH pe3ynbTati it CPU-Ta GPU-
peauizariii. Pe3ynbraT TeCTyBaHHS TTOKa3aJIHd, 110 711 HEBEITMKUX MACHBIB PI3HUIIA Y 4aci BUKOHAHHS MK
CPU Ta GPU € He3Ha4HOIO Yepe3 HaKIIaqHi BUTpaTH Ha iHimiamizamiro GPU ta nepenaay nanux [4, 5]. OqHax
31 3poctaHHsM po3mipy MacuBy GPU-peamizaiiisi JeMOHCTpye CYTT€BE NPUCKOPEHHS TOPIBHSHO 3
nociioBanM BukoHaHHsM Ha CPU [3, 4]. Le migTBepmkye AoniibHICTh BUKOprcTanHs DirectCompute st
3a[a4 COPTYBaHHS BEJTUKUX OOCSTiB TaHUX.

Pesynbratu TecTyBaHHS IS Pi3HUX PO3MIpIB BXIJIHUX MacHBIiB Ta Koe]ilieHTH MPUCKOPEHHS HaJlaHi y
Tabmuix 1, 2.

Sx BuaHo 3 Tabmuui 1, npu manux posmipax macuBy GPU-peanizauis mocrynaerscst CPU yepe3 Hakmagni
BUTpaTH Ha iHiLiami3alil0 0O0YMCIIIOBAJIBHOrO KOHBeepa. llpore 3i 30UIbIIEHHAM KiJIBKOCTI €JIEMEHTIB
CTIOCTEPITaEThCs ICTOTHE 3MEHIIICHHS Yacy BukoHaHHs Ha GPU.

Amnani3 koediuieHTiB MpUcKOpeHHA (Tabiu. 2) mokasye, mo edexTuBHicTh BUKopucTanHs GPU 3poctae
pa3oM 31 30UIbIIEHHAM PO3Mipy BXiIHUX JaHWX. MakcHUMajbHE MPUCKOPEHHS JOCATAETHCS JUI BEITHKHX
MAaCHBIB, Jie 00UMCITIOBAIbHE HABAHTAXKCHHS 3HAYHO TIEPEBUIIYE HAKJIA{HI BUTPATH Ha Mepe/iady JaHuX.



Tabmuus 1 — Yac Bukonanns copryBanus ;s CPU ta GPU

Po3mip macusy (n) CPU, mc GPU, mc
10 000 4.82 6.15
50 000 31.47 18.92
100 000 78.35 34.11
500 000 612.40 141.76
1 000 000 1489.30 262.54

Tabmurs 2 — Koedimieat npuckopenns GPU sigrocao CPU
Po3wmip macusy (n) 10 000 50 000 100 000 500 000 1 000 000

KoedirieHT mprckopeHHs 4.32 5.67

[MpoananizyBaBm oO4YMCIIEHI KOe(Il[iEHTH NPHUCKOPEHHsI Ta pe3yabTaTH TECTYBaHHSA I Pi3HUX

po3MipiB BXigHUX MacuBiB (Tabin. 1-2), MOKHA 3pOOUTH TaKi BUCHOBKH:

® TIPH HEBEIMKHUX 00CsATaxX BXiTHUX NaHUX 3HAYECHHS Koe(illieHTa MPUCKOPEHHS € OTU3FKUM IO OJUHUIII
ab0 MEHIINM 3a Hei, 10 MOsSCHIOETHCS HAKIaIHUMU BUTpaTaMu Ha iimiamizamito GPU Ta nepenaay
manux Mk CPU i GPU, tomy BuKopucTaHHA TpadidyHOTO mporecopa A MalluX MAacuBiB €
MaJIOIPaKTHYHHM;

e 3i 30UTBIICHHSIM PO3MIpy MAacHBY KOE(IiIlieHT MPUCKOPEHHS iCTOTHO 3pPOCTa€, MO0 CBITYUTH IIPO
e(exkTrBHE BUKOpHCTaHHS MacoBoro mapanenizmy GPU ta momineHicTs 3acTocyBanHs DirectCompute
JUTsl 0OpOOKH BEJTMKUX OOCATIB TaHUX;

e MakcuManbHui edekT Bim BukopucranHs GPU gocsraetscs y 3agaudax, A€ OOYMCIIOBaIbHE
HaBaHTA)XKEHHS 3HAYHO IEPEBUIIYE€ BUTPATH HA MiATOTOBKY Ta CHHXPOHI3aIil0 OOYMCIIOBAIBLHOTO
KOHBEEPA.

OTxe, OCHOBHUMH YHHHUKAMH, IO BILTUBAIOTH HA 3MiHY TAKMX MOKA3HUKIB, SIK YaC BUKOHAHHS IPOTPaMu

Ta KoeQillieHT MPUCKOPEHHS, € PO3MIp BXIIHUX JaHUX, XapakTep alrOPUTMy COPTYBaHHS Ta OCOOIUBOCTI
anapaTHOi apXiTeKTypu. Y BHNaAKy anroputmy copryBanHs lllesuia Bukopucranns napaiensHoi GPU-
peamizamii Ha ocHOBi DirectCompute 3abe3nedye iCTOTHE MiABHINEHHS MPOMXYKTHUBHOCTI JJISI BEIHMKHX
MAcCHBIB JIaHUX, TOJII SIK JJI HEBEJIMKUX OOCSTIB OLIbI e(hEKTHBHUM 3aJIMIIAETHCS MOCITIIOBHE BUKOHAHHS

Ha CPU.

BucHoBku

Y po0oTi AOCHIPKEHO MOMKIJIMBOCTI TapajesibHol peamizallii anroputMmy copryanns Illemna 3
BuKopuctanHsaMm TexHouorii DirectCompute. [IpoananizoBaHo TeopeTuuHi ocHOBH anroputMmy lllenna ta
00IpyHTOBaHO HOTO MPUIATHICTH JI0 po3mapajeitoBantsa. Po3po0iieHo nporpaMHy peatizallito, 1o MoEIHye
eranonny CPU-Bepciro ta GPU-Bepcito Ha ocHOBI compute shader.

ExcriepumeHTanbHi pe3ynbTaTH 1MoKasaid, mo 3actocyBanHs GPU 1o3Boiisie CyTTEBO 3MEHIIMTH 4ac
COPTYBaHHS JUIi BEJIMKMX MacHBiB jgaHuX. OTpuUMaHi BHCHOBKM HIITBEPIUKYIOTH €(EKTHBHICTh
reTeporeHHNX OOYMCIIeHb Ta JOIILHICTh BUKOpHcTaHHs DirectCompute y 3aa4ax BHCOKOIIPOAYKTHBHOT
00poOKY JaHUX.
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