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MeToau anapaTHO-NIPUCKOPEHOI BidyaJiidauil cneKTporpam
3BYKY 3 BUKOPUCTAHHAM 0i0/1i0TeK rpapivyHOro peHaAepuHry

BiHHMIIEKMI HAI[IOHATBHUIA TEXHIYHUHA YHIBEPCUTET

Anomauin

Y cmammi poszenanymo gynoamenmanvruil 6niue anapamno2o NPUCKOpeHHs HA npoOyKMUEHICMb peH-
0epuney 8 ymo8ax pospoOKu CyyacHux Myabmumeoiinux cucmem. Ilpoananizoeano egekmuenicms uUKopu-
cmanus 6ibniomex 2pagiunoeo pendoepunzy ma 6CHMaHOBIeHO, Wo NePeHecents 00UUCIeHb CReKMpPoZpam Ha
GPU 0o360ns1€ 3uu3UMU HABAHMAdNCEHH Ha yenmpanvhull npoyecop (CPU) na 30-40%. Busuaueno, wo
onmumizayis 06poOKu aydio0aHux 3a 0ONOMO20t0 weldepis € Oi€UM MeXAHIZMOM MIHIMI3ayii 3ampumKu
ma cmabinizayii kadpogoi yacmomu eKpary nio uac 8izyanizayii y peaibHoMy Ydci.

Kniouosi cnoea: anapammue npuckopenns; epa@iunuil peHoepunz; CHeKmpozpama 36yKy; Onmumizayis
NPOOYKMUBHOCI; Uetloepu.

Abstract

The article investigates the fundamental impact of hardware acceleration on rendering performance in
the development of modern multimedia systems. The efficiency of graphic rendering libraries is analyzed,
and it is established that offloading spectrogram computations to the GPU allows reducing the central
processing unit (CPU) load by 30-40%. It is determined that optimizing audio data processing using
shaders is an effective mechanism for minimizing latency and stabilizing screen frame rates during real-
time visualization.

Keywords: hardware acceleration, graphic rendering; sound spectrogram, performance optimization;
shaders.

Beryn

Cyu4acHi MiBUIIEHI BUMOTH MYJIbTUMEIIMHAX CUCTEM JI0 Bi3yasi3allii B pealbHOMY 4aci 3MyIIyIOTh pO3-
POOHHMKIB IIYKATH Ji€BI THCTPYMEHTH TOKPAIIEHHS TPOJYKTUBHOCTI 00YUCIEeHb. 3pOCTaloui 00CATH JTaHUX
Ta HEOOXiJHICTh MUTTEBOI PEaKIlil Bi3yali3aToOpiB akTyai3yrTh IpobieMy "By3bKHX Micip' mpu 0OpoOIli
ayaionorokiB. OJTHaK 3aJHINAETHCS BIAKPUTHM IMUTAHHS: SIKI caMe apXiTeKTYPHI MiIXO/AU € TIEBUMU B yMO-
Bax OEe3MepepBHOTO PEHJACPHUHTY 1 SK BOHU PEaJIbHO BILIMBAIOTh HAa HIBUAKOJIIO cUcTeMHu? JloCiipKeHHS
BIUTMBY aIrapaTHOTO NPHCKOPEHHS Ha PE3yJIbTATHBHICTD PEHIICPUHTY HEOIHOPA30BO IiTHIMAIUCS y HAyKO-
BHX Tpamsx Ta cnerudikarisx [1-3]. MeToro qociipKeHHs € aHalli3 B3a€MO3B'SI3KY MK PO3TIOIIIOM 00YHC-
JOBAJILHOI TIOTYKHOCTI Ta MIBHJKICTIO Bi3yallizallii CIIEKTPOTpaM 3BYKY.

Pe3yabTaTu gociaixxeHHs

AnapaTHe MPUCKOPEHHS BUCTYIAE (yHAAMEHTAIbHUM (aKTOPOM MiJIBUILEHHS MPOIYKTUBHOCTI peHue-
PHHTY, CTBOPIOIOUM NpsAMI apXiTeKTypHI mepeBard Uil ckiagHux oOumcieHb. BuposamxenHs GPU-
meraepiB st 0OpoOKH CHEKTPAILHUX JaHUX 3A4aTHE 3HU3WTH HaBaHTaXeHHs Ha mpouecop Ha 30-40% [1,
3]. Leit edekt mocsraerbes vyepe3 TpaHchopMalliro HOCTiIOBHOI 00POOKH aJIFOPUTMIB IIBUIKOTO MEPETBO-
pennst @yp'e (FFT) y napanensHy o04UnCIIOBaIbHY apXiTEKTypy rpadiqHOro Kpucrana.

[Ipore rmuboKuii aHasi3 MOKAa3ye, 1110 3aCTOCYBAaHHS BUKIIFOUHO MapaieIbHUX 00YUCIICHb 0€3 ONnTHUMI3alil
LIMHU HE TapaHTy€e OBrOCTPOKOBOTO 3pOCTaHHS €(heKTUBHOCTI. besnid cucteM cXuiibHI BTpayaTH IIBUAKO-
nito yepe3 HaaMipHe komiroBaHHS nmam'saTi Mixk CPU ta GPU [3]. Lle mosicHIOEThCS apXiTeKTypHUM (heHoMe-
HOM: MOTYXHICTh BiICOKapTH MIBHIKO MMOYMHAE OOMEXKYBATHCS 3aTPUMKaMHM Iepeadi JaHWX, a HE BiIacHe
00YHCITIOBAILHIUMHE MOTYXHOCTAMHU. HaTtoMmicTh, KoM Bi3yaitizailis MPsAMO 3aJICXKHUTh BiJ 0€3M0CepEeaHbOIO
OHOBIICHHS JIAHWUX Y TEKCTYPHil mam'ari 3a jponomoroto menaepiB GLSL, po3poOHuK 6auyuTh YiTKHN TpH-
YHHHO-HACTIIKOBUH 3B'I30K MK ONITUMI30BaHUM KOHBEEPOM PEHJICPUHTY Ta MPOAYKTUBHICTIO. [IpakTHyHi



CIIOCTEPEKEHHS IEMOHCTPYIOTh, IO BIPOBAKEHHS TAKOTo Miaxoay (ikcye mocsrHeHHs cTabimbHux 120
FPS Ta minimizauiro 3atpumku (latency) mo <10 mc [4].

BaxxnuBuM acrieKToM JOCITIDKEHHS € TIOPIBHUTBHUHN aHalli3 pO3MOILTY PecypciB MK KITFOUOBUMH By3JIa-
MU KOMITTOTEPHOI CUCTEMH. Y TIPAaKTHIl CTBOPEHHsI cydacHoro C++ mporpaMHoro 3a0e3rneueHHs MUPOKOTO
BXHUTKY HaOylu MOJEINi MpSMOro PEHACPHHTY, e 0OpoOKa 3BYKOBOTO CIIEKTPY IOBHICTIO NEpeHeceHa Ha
notyxHocTi GPU uepe3 Vulkan abo OpenGL [2, 4]. Lle ctumyitoe napanenbHy 00poOKy MacHBiB Ta anapa-
THY 1HTErpamito CKJIaJOBUX apXiTeKTypu cuctemu. [IpoBeneHHs mapasesni MiX PO3MOIiIOM 3a/1a4 CBiIYHTS,
0 TpaMOTHE OanaHcyBaHHS oOumcioBaibHOI mMOTy)HOCTI Mixk CPU Ta GPU no3Bossie 3HU3UTH 3araiibHi
eHeproButparu cucreMu Ha 8-10% 3aBasku OUTHII eeKTHBHOMY BHKOPHCTAHHIO PECYPCIB 1 pO3BaHTaKEH-
HIO IIEHTPaJIBHOTO mpoiiecopa [5].

OxpeMy yBary ciij NpUALTHTH cTabiIbHOCTI pOOOTH 3aCTOCYHKY Ta MPO30POCTi apXiTeKTypu. Y MpoeK-
Tax i3 HaJMIpHUM 3aBaHTKEHHSIM OCHOBHOT'O TMOTOKY MPOTPaMH PiBEHb MPOITYCKY KaJpiB € B CEPEIHBOMY
Ha 18% BHUIIMM, HDXK y CHCTEMax i3 YiTKOI aCUMETPHUYHOKO apXiTeKTyporo peHuepunry [3]. Take ycknan-
HEHHS BeJie JI0 JIerpajailii KOPpUCTYBAI[bKOTO JOCBI Ty, 10 HiBEIOE e)eKT BiJf caMuX rpadiyHUX MOKPAIICHb.

Oxpim npsmMoi onTUMI3aIil peHAepUHTY, HaI3BUYaHO e(PEKTUBHUM € HAJaHHS BiEOKAPTI MOMIIMBOCTI
camocriitHoro BukoHaHHA FFT mapanensro 3 BimoOpaxkeHHsM. Lle mo3Bossie 3MinuTH (himocodito oOpoOku:
rpadiuyHUil ajanTep CTa€ MOBHOLIHHUM CIIBIPOIECOPOM I aHaIi3y 3BYKY, IO 3a0e3reuye CTaOlIbHICTh
i1 9aC MaKCUMaJIbHUX HaBAaHTA)KEHb.

BucnoBku

Ha ocHOBI npoBeieHOro JOCHTIIKCHHS BCTAHOBJICHO, 1110 ©()EeKTUBHICTh CUCTEMHU Bi3yallizailii BU3HAYa-
€THCSI HE JIUIIIE TIOTYXKHICTIO amapaTHOTO 3a0e3MeYeHHs, a TaKOX apXiTeKTYPOI Ta MPOCTOPOM PO3MOJILITY
rpadivanx 3amgad. O0uncnenss BukitouHo Ha CPU 3abe3neuye nuime 60a30Buil eheKT, TOl SIK MTOBHOIIHHA
inTerpanis 3 GPU ¢opMmye CTiiKy IpOXYyKTHBHICTH 13 BUCOKOIO YaCTOTOIO Ka/IPiB Ta MiHIMaIbHIUMH 3aTPUM-
kam# [5]. JlogaTKOBHMH Ba)KeJSIMH € ONTHMI3allisl maM'siTi Ta BAOCKOHAJIEHHS aNTOPUTMIB Tepeaadi TaHuX.
Po3poOHMKaM peKOMEHIY€eThCS TTOETAITHO BIPOBA/DKYBATH allapaTHE MPUCKOPEHHS: PO3IMOYMHATH 3 Tpodi-
JOBaHHA "BY3bKHX Miclp", 3a0e31euyBaTH po3napalientoBaHts anroputMis (B Tomy umcii FFT) 3a nonomo-
roto meiaepiB GLSL Ta peryispHO MOHITOPUTH METPHKH 3aTPUMKH i CIIOXKHBaHHSI €HEpTii.
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