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PEAJIIBALISA MATPUYHOI'O MHOKEHHA 3
BUKOPUCTAHHAM TOINOJOI'II MESH NETWORK HA
OCHOBI DIRECTCOMPUTE

BinHMIBKYIT HalliOHAIEHUHT TEXHIYHUH YHIBEPCUTET

Anomauin

YV pobomi posensmymo peanizayiio aneopummy MHONCEHHS MAMPUuys i3 GUKOpUCMAHHAM mononozii Mesh
Network ma mexnonoezii DirectCompute. Ilpoananizosano ocobaugocmi 2iopuoHoi apximexmypu 004uciosaibHol
cucmemu, y AKill yeHMpanbHull NPOYecop BUKOHYE Kepyloui PyHKYii, a epaghiunuii npoyecop 3acmocosyemuvcs O
Mmacoeo-napanenbHux obuucnens. OOIPYHMOBAHO OOYINbHICMb GUKOPUCMAHHA CIMKOGOI monono2ii  0a
MOOeN08aH sl NOMOKOGUX O00YUCHeHb | KOHBEEPHO20 BUKOHAHMS O0OHUCTIOBANbHUX wietidepis. Pospobiaeno
npocpamuy cucmemy y 6ueasidi KOHCOMbHo20 dodamka moeoro CH# y cepedosuwi .NET, wo imimye pobomy
DirectCompute ma e3aemooiro mixe CPU i GPU. 3anpononosane piwenns oemoncmpye eghexmusHicmo
BUKOPUCMAHHS NAPALETbHOL 00pOOKU OaHUX 05 340a4 MAMPUYHO20 MHONCEHHSA ma Modice OYmu 6UKOpUCTAHe
5K HABYATbHA MOOeNb 0151 O0CAIONHCEHHs CYyYacHux nioxoodie 0o GPU-obuucnens.

Knrouosi cnosa: mampuune mnooscenns, Mesh Network, DirectCompute, GPU, napanenshi o6uucienns.

Abstract

The paper considers the implementation of a matrix multiplication algorithm using the Mesh Network topology
and DirectCompute technology. The features of a hybrid computing architecture are analyzed, where the central
processing unit performs control functions, and the graphics processing unit is used for massive parallel
computations. The feasibility of using a mesh topology for modeling streaming computations and pipeline
execution of compute shaders is substantiated. A software system is developed as a console application in C# using
the .NET environment, which simulates DirectCompute mechanisms and CPU-GPU interaction. The proposed
solution demonstrates the effectiveness of parallel data processing for matrix multiplication tasks and can be used
as a training model for studying modern GPU computing approaches.
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Beryn

3pocTaHHsl OOCSTIB JaHUX 1 CKIAJHOCTI OOYMCIIOBAIBLHUX 33/1a4 y CydacHUX iH(popMamiiHuX
CHCTEMax 3yMOBIIIO€ HEOOX1IHICTh BUKOPUCTAHHS MapajeabHUX MeToaiB 00poOku. OHiero 3 6a30BUX
orepallii YuCceNbHUX 1 HAYKOBUX OOYHCIICHb € MHOXKEHHSI MaTpPHUIlb, SIKE HMIMPOKO 3aCTOCOBYETHCS Y
3aJja4ax KOMII F0TepHOI rpad)iku, MalTMHHOI'O HaBYaHHs, 00POOKH CUTHAIIB Ta MOJICIIIOBaHHS (Pi3UUHUX
nporeciB. [locmimoBHa pearizamis 1i€i oneparlii Ha EHTPAILHOMY MPOIECOPl YacTo He 3ade3mnedye
HEO0OXiJHOT MPOYKTUBHOCTI, OCOOJIMBO JUISI MaTPHUIlh BETHMKOT0 po3mipy [1-3].

EdexTrBHUM cr1ocOOOM MPUCKOPEHHS TaKUX OOYUCIICHb € BUKOPHCTAHHS TpadiuHuX MpoIecopis,
AK1 XapaKTepH3YIOThCS BEUKOI KIIBKICTIO OOYUCITIOBAILHUX SJIEP T4 BUCOKHM PIBHEM MapaienizMy
[4]. Texuomorist DirectCompute mo3Bosnsie 3amiat GPU miist 3arajbHUX O0OYHCIICHB, HE TOB’SI3aHUX
Oe3rmocepelHbO 3 Bi3yalizalli€ro, 1o poOHTh ii JOIUILHOI JUIS peaiizallii aaropuTMiB MaTpUYHOT
anreopu.

ITocTanoBKa 3aaa4i JOCTIIKEHHS
3anayi JOCIHPKEHHS MOJIATal0Th Y BUPIIIEHH] HACTYITHUX MTUTaHb!
® [IpoaHaNi3yBaTH OCOOJUBOCTI MapayieIbHOrO MHOKEHHSI MaTPHUIb 1 MOKJIMBOCTI HOTO
peamizamii Ha GPU;
e jocmiautd npuHOUNUA modymoBu tomororii Mesh Network Ta 1i 3acrocyBaHHs UIst
IMOTOKOBUX OOYHCIICHB;



® PO3pOOUTH apXITEKTYpy MPOrpaMHOI cucTeMH 3 po3noaiiom ¢ynkiit mix CPU i GPU,
e peaiizyBaTu nporpamuy mojeib DirectCompute y cepenosuiii .NET moBoro C#;
e 3a20€3NeYNTH KOPEKTHE OTPUMAHHS Ta aHasIli3 pe3yJIbTaTiB 00YHCIIEHb.

Bukaan ocHOBHOro MaTepiary

MatpuuHe MHOXEHHS € OIHi€l0 3 0a30BUX omepaliii y KOMII'IOTEpHHX HayKax i IIHPOKO
3aCTOCOBYETHCA B 3aladyaX YHCEIHHOTO MOJETIOBAHHS, KOMIT IOTepHOi rpadiku, 0OpOOKM CHTHAIIB,
MAalIMHHOTO HaBYaHHS Ta aHali3y BelMMKuX HaHux [1-3]. TIpoayKTHBHICT BUKOHAHHS 1€l omeparii
CYTT€EBO BIUIMBAE Ha 3arajbHy €()EeKTUBHICTH MPOrPAMHUX CHCTEM, OCOOIMBO MPH POOOTI 3 MATPULISIMHU
BENIMKOI po3MipHOCTI. KiacmuHmii anropuTM MHOXKEHHS MAaTpPHUIb XapaKTepPH3YEThCS BHCOKOIO
00YHCITIOBAIFHOIO CKJIA/IHICTIO, III0 OOYMOBITIOE€ HEOOXITHICTh 3aCTOCYBAaHHS MapajelbHUX METOMIB
00pOOKH TaHUX.

EdextuBanM amapatHuM 3aco0oM I peaiizamii MacoBO-ITapajeIbHUX OOYHCICHb € TpadidHi
MIPOIIECOPH, K1 31aTHI BUKOHYBATH BEIUKY KUIBKICTh OJTHOTHITHHAX OTEepaIliii 0JJHOYAaCHO.

Bukopucranus GPU no3Boisie 3HAYHO CKOPOTUTH Yac BUKOHAHHS apU(PMETHUYHUX OIepaiil,
XapakTepHUX JUIst MaTpuaHoi anreopu. Texnomoris DirectCompute Halae MOKIIMBICTh 3aCTOCOBYBAaTH
o0umCIIOBaNbHI pecypcH rpadigHOro Iporiecopa Ul 3a1ad 3arajlbHOTO MPU3HAYECHHS, Peati3ylroun
napaeibHi aITOPUTMH Y BUTJISAII OOUHCITIOBATIBHUX IIeiiiepiB Oe3 mpuB’s3Ku A0 rpadivHOro KOHBEEpa
[4].

VY poboti asst opranizaiiii mapanenbHuX 00YHCICHs BUKOpUCTaHO Tomosorito Mesh Network, sika
nependavae BOOPSIKOBAHE PO3MIIIIEHHS 00YUCTIOBAIBHIX BY3JIiB Y BUIJISII ABOBUMIPHOI CiTKH [5, 6].
KoskeH By3071 B3aeMoi€ uiiie 3 HAaHOIMKYMMU CycilaMH, 1o 3a0e3Medye JToKadbHiCThIepeaadi JaHuX
Ta 3MEHIIYE€ HAKJIaJHI BUTPATH Ha KOMyHikamito. Takuil miaxin M03BOIIsIE€ €PEeKTUBHO MOIEIIOBATH
MMOTOKOB1 OOYMCIIEHHS Ta pealli3yBaTH alrOPUTM MHOKEHHS MaTPHUIlh Y BUTJISI1I KOHBEEPA 3 IIepeIavuero
YAaCTKOBHX PE3yJIbTATIB MiXK JIOTTYHUMH BY3JIaMH CiTKH.

OO0uHnCITIOBAILHUN TPOLIEC OPraHi3oBaHO y TIOpHUIHIN apXiTeKTypi, /e HEeHTPAIbHHHA MPOIECcOop
BUKOHY€ (QYHKIIi KepyBaHHS, a rpadidHUil MpoIecop — OCHOBHI MacOBO-TIapajellbHi OOYMCIICHHSI.
CPU Biamoginae 3a iHimiamizaliro 00YHCIIIOBAILHOTO CEPEIOBUINA, MEPEBIPKY KOPEKTHOCTI BXiTHHUX
JAHWX, VIPaBIiHHSA TaM’SITTI0O Ta KoopAuHalito ¢a3 BukoHaHHS. GPU BHKOpHCTOBYEThCS st
napajeabHOr0 BUKOHAHHS OTepalliii MHOJKEHHS Ta JI0J[aBaHHS eJIEMEHTIB MaTpHUIlb y BiAMOBIAHOCTI J10
o0panoi Tomosorii Mesh Network.

[Iporpamuy peasizallito BAKOHAHO y BUTJIAI KOHCOJIBHOTO J1ojaTtka Moot C# y cepemoBuiti .NET
[7]. Knac ComputeController peaizye posb roJ0BHOTO TUCTIETYEpa CUCTEMH Ta KOOPIHMHYE B3aEMOII0
Mk CPU 1 GPU. Ympapninag o04YMCIIOBaIbBHUMHU pecypcamu Ta Oydepamu gaHMX aOcTparoBaHO 3a
nonomororo kinacy BufferManager, sikuii iMiTye MexaHi3M# CTBOPEHHS, IPHUB’SI3KH Ta Hepeaadi JaHux
y Bigeomam’sith, xapaktepHi s DirectCompute. [IpencraBneHHss BXiZHUX 1 BHUXIJHHX MAaTpHIb
3aiicHIOETBCS KilacoM Matrix, mo 3a0e3nedye 3py4Hy poOOTY 3 JaHMMH Ta KOHTPOJb KOPEKTHOCTI
OTPUMAaHUX Pe3yJIbTATIB.

3amponoHoBaHa MPOTpaMHa MOJIENb JTO3BOJISIE HAOUHO MPOJEMOHCTPYBATH MPUHIUIHA TOOYI0BH
napajieilbHUX aJTOPUTMIB i3 BUKOPHCTaHHSAM CITKOBHX TOMNOJOTriH Ta ribpuaHoi apxitektypu CPU-
GPU. Otpumani pe3yabTaTH MiATBEpAKYIOTh AOLIIBHICT BUkopuctanHs Mesh Network i Texnomnorii
DirectCompute ju1st peanizarii 3a7ja4 MATPUYHOTO MHOXKEHHS Ta MOXYTh OYTH BUKOPHCTaHI SIK OCHOBA
JUTSL TIOJAJIBITUX JIOCIIIKEHb Y TaTy31 BUCOKONPOYKTUBHHX 00UKCcIeHb (Tadi.1).

Tabmnuis 1 — [MopiBHSIHHS pEXXUMIB BUKOHAHHS allTOPUTMY MHOKEHHS MaTPHITh

PekrM BUKOHAHHS OGuncioBanbHa miathopma XapakTep BUKOHAHHS
TTocnigoBuMA CPU TTocnigoBuMit
TlapanenbHuit GPU (DirectCompute) MacoBo-mapainenbHuit

lopuaawMit CPU + GPU Keposanuii mapanenizm

AHali3 peXuMiB BUKOHAHHS aIrOPUTMY MHOKEHHS MaTpullp (Tabn.l) mokasye, mo ridpugHuit
MIAX1] 13 BAKOPUCTaHHAM IpadigHOro mpolecopa 103Boiisie e(h)eKTUBHO PO3MOIIIUTH 00YHCIIIOBAIbLHE
HaBaHTaxeHHs MK CPU ta GPU. IlocnigoBHUI peXUM XapaKTepPHU3YETHCS MPOCTOTOIO0 peaizalii,



MpoTe Mae OOMEXEeHYy MPOMYyKTHBHICTh IPH 3POCTaHHI PO3MipiB MaTpuis. llapamenpHuil pexum,
peainizoBanuii Ha GPU, 3a0e3neuye MacoBo-mapayiebHy 00pOOKY €IEMEHTIB MaTPHIIb, IO BiJIMOBiIa€e
npuposi 3anadi. ['iOpuaHa MOEIs MOENHYE mepeBarn 000X MiaxonaiB, BukopuctoBytoun CPU mis
KepyBaHHs oOumciIoBabHUM TporiecoM Ta GPU misi BHKOHaHHS PeCypcOEMHUX apu(DMETHUYHHX
omepairii (Tadi.2).

Ta6nuis 2 — Etanu 00YHCII0BaIbHOTO KOHBEEPA MHOKEHHS MaTpHIlh y Tomosorii Mesh Network

Etamn xoHBeepa Onwc onepartii BukonaBumif KOMIOHEHT Xapakrep 00poOKH
Inimiamizaris [epeBipka po3mipiB MaTpHUIlb, CPU TocninoBHuit
CTBOpEHH:I JIOTIUHHX Oy(epiB TaHuX (ComputeController)
Ilepenaga KomiroBaHHS BXiTHHUX CPU — GPU INaxernuit
JTaHHX MaTpHIb Yy BifieonaM’ siTh (BufferManager)
[TapanenbHe MHOXEHHS Ta JOJaBaHHS GPU
OO0uncaeHHs CJIEMEHTIB MaTPHIlb BiJITIOBIIHO JI0 (obuncnroBasbHI MacoBo-napanensHuii
tonosorii Mesh Network nreinepu)

Arperartist dopmyBaHHs QiHATEHOT MATPHII GPU [Napanenbuuit
pe3yibTaTiB 3 YaCTKOBHX PE3YJIbTaTIB

OtpuMaHHs 3YUTYBaHHS PE3YJbTATIB 3 BilconaM sTi y GPU — CPU TocninoBHui
pe3ynbTary CHCTEMHY I1aM’SITh

AHaui3 erariB 004YHCIIOBATHPHOTO KOHBEEpa (Ta0M. 2) NEMOHCTPYE YiTKAH pO3MOALT (YHKITIH Mix
LUEHTPaJILHUM 1 TpadiqHuM mpoliecopaMu y ribpuaHii apxiTektypi. [lodaTkoBi Ta 3aBepianbHi eTamnu
BUKOHYIOThCs HA CPU Ta noB’si3aHi 3 KepyBaHHSM 1 iepeadeto JaHuX, TOJIi IK OCHOBHI OOUMCITIOBAIBHI
omepariii peamizytotecsi Ha GPU y macoBo-mapanensHOoMy pekmmi. Taka oprasizarisi O3BOJISIE
MiHIMI3yBaTH HaBAaHTAXXCHHS Ha IEHTPAIBbHUI Mpolecop i MaKCUMalbHO €(QEKTHBHO BHUKOPUCTATH
00YHCITIOBATIBHI pecypcH rpadiduHoro mpoiecopa, mo BiamoBigae konnenuii Mesh Network Ta
KOHBEEPHOTO BUKOHAHHS OOYUCIICHB.

BucHoBku

Y po0oTi pO3rsHYTO 3a7ady MHOXCHHS MaTpHIlh SK OJHY 3 0a30BHX OMNepalliii mapaneibHUX
o0umcieHb Ta OOTPYHTOBAHO IOIIIBHICTH il peamizamii 3 BUKOPUCTaHHSIM TpadiqHHUX IPOIECOpIB.
[TpoananizoBaHO OCOOJMBOCTI KIACHYHOTO ajrOPpUTMY MATPUYHOTO MHOXEHHS Ta BH3HAYEHO
oOMexeHHST HOTO TOCHIJJOBHOTO BUKOHaHHS Ha IEHTPAIBLHOMY IPOIEcOopi MPH 3pOCTaHHI PO3MipiB
BXITHUX JaHUX. 3aIIPOTIOHOBAHO MiAXi 10 OpraHi3allii 009MCI0BaILHOIO MTPOIECY HA OCHOBI TOMOJIOT 1T
Mesh Network, 1o n03Bojsie e()EKTHMBHO PO3MOAUIATH OOYHMCIIOBAIbHE HABAaHTAKEHHS MIK
napajelbHUMH TIOTOKaMu Ta 3abe3liedye JIOKaNbHY Mepeaady 4YacTKOBHX pe3yibTaTiB. Peamizaris
KOHBEEPHOT MOJIeIi BUKOHAHHS CTIPUSIE MiJIBUINECHHIO CTYIEHS Mapaiei3My Ta y3roJKeHiH B3aeMOIil
MiX OOUYMCITIOBAILHUMH €TaraMu.

Po3po6iieHo nporpaMHy CUCTEMY Y BUTJISIAI KOHCOJILHOTO J1oaTka Moot C# y cepenopuit .NET,
mo iMiTye Mexanizmu TexHonorii DirectCompute Ta B3aemonito mixx CPU i GPU. Y mexax ribpuanoi
apXiTEeKTypH IIEHTPAILHUHN TPOIIECOP BUKOPUCTOBYETHCS IS KEPyBaHHS OOUUCITIOBAIEHUM TIPOIIECOM
1 MJITOTOBKY JITAaHHX, TOI K rpadivHMi MPoIecop BUKOHYE OCHOBHI MacOBO-TIapalieNibHi apuQMeTHIH1
omepaiii.

[IpoBeneHunit CTPpyKTYpHHII aHaTi3 PEKHUMIB BUKOHAHHS Ta €TaliB OOYHCIIOBAILHOTO KOHBEEpA
MiATBEPIPKYE, MO TiOpuaHuiA miaxiyg i3 BukopuctanHsM GPU e nmominbHUM JUis 3a1a4 MaTPUIHOTO
MHO’KEHHS. 3aIIpOIIOHOBaHa MO/IC]Ib MOXKe OYyTH BUKOPHUCTaHA SIK HaBYalibHA Ta JOCIIIJHHIIbKA OCHOBA
JUIsl BUBYCHHS TPHUHIUIIB TMOOYJOBM MapalielbHUX alTOPUTMIB 1 BHCOKOIPOIYKTHBHHX
00YHCITIOBAILHUX CUCTEM.
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