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PEAJIIBALIA ITAPAJIEJBHOI'O AJITOPUTMY COPTYBAHHA
QUICK SORTING HA DIRECT COMPUTE

BinaNUIBKWIA HAI[IOHATTHPHAN TEXHIYHUHA YHIBEPCUTET

Anomauin

Posznanymo pospobry ma npoepamuy peanizayito onmumizoeanozo mexnonoeicio Direct Compute napanensrozo
aneopummy copmyeanna xiacy Parallel QuickSort i3 euxopucmannam mexuonoziu niamgopmu .NET ma mosu
npoepamysanns C#. I[Ipoananizosano ponb napaneivHo2o0 COPMY8AHHA 6 CYHACHUX KOMN IOMEPHUX CUCMEeMax,
BUKOHAHO MAMEMAMUYHE MOOCTIO8AHNA MA CMPYKMYPHULL AHANI3 AI20PUMMY, CUHME308aHO 11020 NOMOKOGUN 2pag.
Obrpynmosaro 6ubip npocpamuux 3acobis peanizayii, pospooreno UML-Oiacpamy Kknacig i O10K-cxemy ancopummy.
Cmeopeno npocpammuy peanizayilo OnmuMizo8ano20 NApaieIbHO20 AIOPUMMY MA NPOBedeHO MeCmy8aHHA U020
NPOOYKMUBHOCMI 011 MACUBI8 PI3HO20 po3mipy. Bukopucmawnus ompumarnux pesynomamie 0038015€ RIOBUUUMU
WUOKoOilo, NPOOYKMUBHICMb WA epeKmusHicms COpMYSaHHa GeluUKUX o00ca2ie Oanux y 6a2amonomoxosux
00UUCTIOBATLHUX CEPEeO0BULYAX.

Kniouosi cnoea: naparenvnuii ancopumm, napanenvie copmysanns, ParallelQuickSort, Direct Compute,
nomoxosuii epagh, C#.

Abstract

The text describes the development and software implementation of an optimized DirectCompute-based parallel
sorting algorithm of the Parallel QuickSort class using the .NET platform and C#. It analyzes the role of parallel sorting
in modern computer systems, performs mathematical modeling and structural analysis of the algorithm, and synthesizes
its data-flow graph. The choice of implementation tools is justified, and a UML class diagram and algorithm flowchart
are developed. A software implementation of the optimized parallel algorithm is created, and its performance is tested
on arrays of various sizes. The obtained results can improve speed, performance, and efficiency when sorting large
data volumes in multithreaded computing environments.
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Beryn

AKTyasbHICTh TapalieIbHOTO COPTYBAaHHA CTPYKTYp JAaHUX 3YMOBJIEHA CTPIMKUM 3pOCTaHHSIM
o0csriB iHpOpMALT Ta IUPOKUM BHUKOPUCTAaHHSAM Tpadiunux npuckoproBadiB (GPU) mis oGuucieHs
3araJibHOro NMpHU3HA4YeHHs. Y CydacHHX NPOrpaMHUX KOMILIEKcax, 30KpeMa B cucrtemax BigData, 6a3ax
JaHuX, (DIHAHCOBHX 3aCTOCYHKAaX Ta OOYHCIIOBAIBHUX TUIATGOpMax, MOCIiAOBHI alTOPUTMHU COPTYBaHHS
4acTo He 3a0e3MevyTh He0OX1THOTO PiBHS MPOAYKTHBHOCTI. BUKOpHCTaHHS mapanelbHUX aJrOpUTMIB Ha
6a3i Texnozorii DirectCompute no3Bossie edexTuBHime 3aaisitu oduncaoBanbhi pecyper GPU ta 3na4yn0
CKOPOTHTH Yac BUKOHAHHS OTepalliii HaJl BETMKUMH MacuBaMu JaHux [1, 2].

Mertoo poboTH € po3poOKa, CTPYKTYpPHHH aHali3 Ta HporpaMHa peaiizailis ONTHMI30BaHOI'O
MapajesibHOTO ajrOpPUTMY COPTYBaHHS Ha OCHOBI OITOHIYHOTO COPTYBAHHS 13 BUKOPHUCTAHHSAM TEXHOJIOTIT
DirectCompute, mnarpopmu .NET ta moBu nporpamysanns C# [3].

IlocTanoBKa 3ana4i JOCTiZKEHHS
s mocsATHEHHS MOCTaBJIEHOI METH Y poOOTi HeoOXiHO BHUKOHATH aHaJi3 MpeIMeTHOI o0nacTi
napanenbHoro copryBaHHs Ha GPU, 3mificHUTH MaTeMaTHYHE MOJENIOBaHHS OITOHIYHOTO ajiropUTMy
copryBaHHs ais apxitekTypu DirectCompute, CHHTE3yBaTH WOTO TIOTOKOBUH Tpad, CIPOEKTYBATH
nporpaMHy peanmizanito 3 BukopuctaHHsM UML-nmiarpam, peamizyBaTd ONTHMI30BaHMH NapayielbHUM
ITOPUTM 13 BUKOpHCTaHHAM compute shader Ta mpoBecTH TeCTyBaHHS 3 MNOPIBHSUIBHUM aHaJi30M
OTPUMaHUX Pe3yJbTATIB BIIHOCHO MOCIIIOBHOT peai3arlii.



Bukiax ocHOBHOTo MaTepiary

[Tapanenpri anroputmu copryBanasg Ha GPU € BayKHBOIO CKIaIOBOIO Cy9aCHUX OOYHMCITIOBATILHIX
CHCTEM, OCKUIbKM JO3BOJISIIOTH 3HAYHO 3MEHIIUTH 4ac OOpOOKHM BENMKHX MAacHBiB JaHUX 32 PaxyHOK
MacoBOTO TapanenizMy TpadiyHNX NPUCKOPIOBadiB. Y pPOOOTI PO3IISHYTO OITOHIYHUH alrOpUTM
COpPTyBaHHS, ajanToBaHuid uia BukoHaHHI Ha GPU wuwepes texnomorito DirectCompute, sxuit
XapaKTepU3YEThCS PETYISIPHOIO CTPYKTYpOIO OOYHUCIICHb Ta €(EeKTHBHUM BHKOPHUCTAHHSM MapajelbHUX
MOTOKIB 0OPOOKHU.

Ha ocHOBI MareMaTHYHOTO MOIETIOBAaHHS OCTI/DKEHO YacOBY CKIAIHICTh alTOPUTMY,
c(hopMyITbOBaHO PEKYPEHTHI CIIiBBIIHOMIEHHS Yacy BukoHaHHS Ha GPU apxitekTypi, BU3HAYEHO KPUTHIHUH
IUISIX, BUCOTY Ta IIMPUHY MOTOKOBOTO rpady, a TAKOXK MOTEHIIMHUE CTYyHiHb mapajensHocTi. [TokazaHo, mo
OiTOHIYHE COpPTyBaHHS XapakTepusyerbes ckinagHicTio O(log?n) MOpiBHAHB 13 MOXIIMBICTIO BUKOHAHHSA Ha
MacuBHO-TlapanensHii apxitektypi GPU, mo 3abe3nedye BHCOKHN piBeHb €(PEKTHBHOCTI AJIT BEIMKHAX
00cCsTiB AaHUX.

VY paMkax CTPYKTYpHOTO aHali3y BUKOHAHO CHHTE3 IOTOKOBOI'O Tpady OITOHIYHOTO ajiropuTMmy
copryBaHHs Ha DirectCompute i3 BUKOPUCTaHHSM MaTpPHIll CYMDKHOCTI Ta iHIIMX MaTPUYHHUX TOJIAHB, 110
JI03BOJIIIO (hOPMAJIBHO OIIHUTH MOXIIMBOCTI ontumizailii GPU oOuuciiens Ta MiHiMi3allii nepeaadi JaHuX
mixk CPU Ta GPU. [lns nporpamuoi peainizamii po3podiieno UML-giarpamy kiaciB Ta OJOK-CXeMy
aNropuUTMY, SIKi BimoOpakaroTh JOTiKy iHimiamizamii Direct3D11 mpuctporo, xomminsmii HLSL compute
shader, ynpasninass GPU Oydepamu, BUKOHAHHS TMapalielbHUX €TalliB COPTYBaHHS Ta CHHXPOHI3amii
pe3yibTaTiB.

Anroputm pearnizoBaHo MoBoro C# 3 BukopuctaHasMm 0i0miorekn SharpDX s pobotm 3
DirectCompute API. Compute shader mammcano moBoro HLSL (High-Level Shading Language) Ta
HAJIAIITOBAaHO Ha BHUKOHAaHHS 256 mapajelbHUX TOTOKIB Yy poOodild rpymi. 3 MeTO TiJBHIICHHS
e(heKTUBHOCTI 3aCTOCOBaHO onTuMizaiiro podotu 3 GPU mam'artio, BuKkopucTanus structured buffers ms
MPSIMOTO AOCTYITY IO JAHUX, a TAKOXK MiHiMizamiro nepenadi nanux Mk CPU ta GPU uwepe3 Bukopuctanus
staging buffers ans 3unTyBaHHSA Pe3yNbTATIB.

BucHoBkn

[IpoBenene TecTyBaHHS POTPaMHOI peaizallii miATBepAUIO KOPEKTHICTh POOOTH ONTHMi30BAHOTO
MapajelIbHOTO AIrOpUTMY copTyBanHs Ha DirectCompute Ta Horo npuaatHicTh 10 BUKopucTanus B GPU-
NPUCKOPEHUX OOYMCIIIOBANIBHUX cepeloBuInax. BeraHoBieHo, mo npu o0poOLi BEJIMKUX MAacHBIB JTaHUX
GPU-peanizauis 3a0e3nedye 3HaAYHE CKOPOUYEHHS 4Yacy BHUKOHAHHS y MOPiBHSAHHI 3 mociizoauM CPU
BapiaHTOM, JIEMOHCTPYIOUYH MPHCKOPEHHS Y JEKiIbKa pa3iB 3aBAsSKH MAacOBOMY MapaliellizMy rpadiqHoro
MPUCKOpIOBaYa.

OTtxe, y poOOTi po3B'sI3aHO BCl1 IIOCTaBJIEHI 3aBAaHH]: BHKOHAHO aHANi3 MPEIMETHOI 00JacTi
napanenbHoro copryBaHHs Ha GPU, 3xificHeHO MaTeMaTHYHE MOJENIOBAHHS Ta CTPYKTYPHHM aHaii3
0ITOHIYHOTO aNropuTMy copTyBaHHs uis DirectCompute, CHHTE30BaHO HOT0 IOTOKOBHI Tpad, modymoBaHo
UML-niarpamMu Ta OJOK-CXeMH apXiTEKTypH CHCTEMH, a TaKOXK PO3pOOJEHO ¥ JTOCIIIKEHO MPOrpaMHy
pearizalilo ONTHUMI30BaHOI'O IapajielIbHOrO aJrOpUTMy COPTYBaHHS 3 BHKOPHCTaHHSM TEXHOJIOTI]
DirectCompute Ta OpiBHIIBHUM aHaNi30M edekTuBHOCTI BigHocHo CPU-peanizarii.
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