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Anomauisn. /[ocniosxceno npoonemu ynpasninusa nam smmio 6 OpenGL ma DirectX, 30xpema
oomedicennss nam smi GPU ma ¢ppaemenmayiro. 3anpononosano memoou onmumizayii, maxi
SK ynpaeninms 6ygepamu ma cmucHenns mexkcmyp. Ompumani pe3yibmamu noKa3yoms Mo-
HCAUBICMb NIOBUWEHHS NPOOYKMUBHOCTI 2PADIUHUX 3ACTNOCYHKIG.

Knrwouoei cnosa: ynpasninmus nam’smmioo; mMemoou onmumizayii; ynpaeiinHs O0ygepamu,
CMUCHEHHS MeKCmyp.

Bcmynna wacmuna. B nipouieci po3BUTKY TEXHOJIOTIH POOOTH 3 KOMIT IOTEPHOIO rpadikoro Ta
Bi3yaJIbHUMH e(peKTaMu, MMTaHHS ONTUMIi3allil BAKOPUCTAHHS ITaM SITi B CTBOPIOBAHUX 3aCTOCYHKaX
CTa€ aKTyaJbHUM 3aBJAaHHAM AJs po3poOHUKiB. 3okpema, APl OpenGL ta DirectX mmupoko 3acto-
COBYIOTBCS JUIS pealtizallii KoM F0TepHOI Tpadiku, OAHAK MPH OLIbII TTHOOKOMY BHBUEHHI, MOKHA
3pOOUTH OJJHO3HAYHUI BUCHOBOK, III0 OOM/IBA IHCTPYMEHTA CTUKAIOTHCS 3 IEBHIUMH POOIeMaMH i1
qac ynpasiiHHs pecypcami. [lo KIIOUOBMX 3aBJlaHb ONTUMI3ALil JaHOTO MIPOLeCy Halle)KaTb 0OMe-
KEHHM 00csr maM’sTi rpadiyHOro mporecopy, HeeeKTUBHA Mepeiada TaHuX MK [IEHTPAIbHUM Ta
rpadi4HUM IPOLIECOPOM, a TAKOXK (PparMeHTallis aM’sTi, 110 IPU3BOAAT A0 3HUKEHHS IPOLYKTH-
BHOCTI poOOTH IIPOTrpam.

AKTyanbpHICTh TEMHU JOCIIIKEHHS 00yMOBJICHA TIOCTIHUM 3pOCTaHHSAM BHMOT 10 Trpadiku B
irpoBiii iHgycTpii, 3D-MoeMOBaHHI, BipTyalbHIl pealbHOCTI Ta MAaIIMHHOMY HaBYaHHI. ICHyOYi
nonepeaHi JOCIIKEHHS! IEMOHCTPYIOTh, 1110 TPAAULiHHI METOIM BUPILLIEHHS MPOOJIEMU ONTUMI3a-
1111, TaKi SIK CTUCHEHHS TeKCTyp abo ontuMizailis 0y¢epis, 4acToO MOBHICTIO HE BUPILIYIOTh MPOOIEeMU
IPOAYKTUBHOCTI. PO3pOOKHM OCTaHHIX POKIB BKa3ylOTh HAa HEOOX1IHICTh HOBUX M1IXO/IIB, 5IKi Oy1yTh
BKJIIOYATH B ce0e MOKpallleHe YIpaBiIiHHs pecypcamu Ha piBHI API, 30kpeMa B KOHTEKCTi 6araTomno-
TOYHOCTI Ta aCHHXPOHHOI Nepeiayil JaHuX.

Memoio 0ocnioycenns € aHaii3 iICHYIOUMX MPOOJIeM YIpaBIiHHA MaM ATTIO B TpadiuHuX 3a-
cTocyHkax, nmooynoBanux Ha OpenGL ta DirectX, a Takox TOCHIKEHHS TPAIULIIMHIX METOIIB OI-
THUMI3allii Ta OUIbII CYTTEBUX MIJXO/IB, CIPIMOBAaHMX HAa MaKCUMAaJIbHO €()EKTHUBHE BUKOPHUCTAHHS
pecypciB AJs NiABUIIEHHS IPOJYKTUBHOCTI BUKOPUCTAaHHSA Ipadiku.

Ocnosena yacmuna. 1IpoBeeHO aHaIl3 OCHOBHUX BUKJIMKIB, 3 SIKUMH CTHUKAIOTHCS PO3POO-
HUKH: (parmMeHTaris nam’sti; nepeaada nanux mixk CPU ta GPU [1]; oOMexeHHs B yrpaBiiHHI pe-
cypcamu. st BUpilIEHHS BUIIE3TraAaHuX Mpo0iIeM y JociikeHHi Oyno BUIpoOyBaHoO JeKiibKa Mij-
XOJIIB JI0 OMTHUMI3aIlil BUKOPUCTAHHS TaM’sITi.

Onrtumizanis ynpasiiHHA Oydepamu — OAMH 13 OCHOBHUX IIJIXO/IB /10 BUPILIEHHS MpoOiIeMu
¢dparmeHTanii nam’ati. 3aMiCTh BUKOPUCTAHHS BEJIMKOI KUTBKOCTI Manux OydepiB, 110 MOXKYTh CIIpH-
aTu (pparMeHTallii, 3anpornoHOBaHO 3aCTOCOBYBATH BEJUKI €1MHI Oydepu 1uid 30epiranHs pi3HUX TH-
miB qaHux. Lle 3HMKye KUIbKICTh IepeMHUKaHb Mk Oydepamu 1 3MeHIIye HaBaHTakeHHs Ha GPU. ¥V
DirectX 12 6yB mporecroBanuii miaxinm «Resource Aliasing», skuii 103BOJISE KITBKOM PIi3HUM
00’€KTaM BHKOPHCTOBYBAaTH Ty camy OOJIaCTh TaM’sTi, KOJH BOHH HE BUKOPUCTOBYIOTHCS OJHOYA-
cHo. Lle 103BoIIsIE 3eKOHOMHTH 3HaYHI OOCSTH MaM’sITi Ta 3SMEHIIIUTH pU3HK (hparmMeHTauii [2].



OCKUIbKHY TEKCTYpHU 3aiiMaloTh 3Ha4Hy yacTuHy 1mam’sti GPU, 3acTocyBaHHS! CTUCHEHHSI TEKC-
Typ Ta METOIB aJaNTUBHOTO PEHICPUHTY MOKE 3HAUHO MOKPAIIUTH MPOAYKTUBHICTH. Y TOCHI-
JDKEHHI 3aCTOCOBAHO METO/M CTHCHEHHS TEKCTYp 3a goromororo anroputmiB DXT (ms DirectX) ta
ETC (ans OpenGL). Kpim Toro, 6ys10 Bukopuctano texuosorito MIP-mapping, sika 103BoJisie BUKO-
PUCTOBYBATH TEKCTYPH 3 Pi3HOIO PO3AUTLHOIO 3/IaTHICTIO 3aJI€KHO BiJl BifIcTaHi 10 00 ekTa. Lleit mis-
X171 TO3BOJIMB HE JIUIIE 3MEHIIUTHA BUKOPUCTAHHA IIaM’SIT1 1711 TEKCTYP, aje i ONTUMI3yBaTH MPOJIy-
KTHUBHICTh, OCKiIbkr GPU 3aBaHTa)XyeThCs MEHILIOKO KiIbKICTIO IIKCEITIB Ha Jaekux 00’ ekrax [3].

KemryBanns Ta mepenaya JaHUX JT03BOJISIE€ 3MEHINUTH KinbKicTh nepenad mik CPU ta GPU.
Byso 3acTocoBaHO TEXHIKHM KEITyBaHHS, K1 JTO3BOJISIOTH 30epiraTi HalOUIbIT BUKOPHUCTOBYBAHI pe-
cypcu 6e3 HeoOXiTHOCTI 1X MOCTIHHOTrO OHOBJIEHHS. /i TecTyBaHHS pO3POOJICHO CUCTEMY aCHHX-
POHHOTO 3aBaHTAXXEHHs JaHUX, ska n1o3Bossie CPU 1 GPU npairoBaTi napanenbHo 6€3 O4iKyBaHHS
3aBepILeHHs nepeaayi pecypcei. Takuit miaxiz 3ade3neuye Oe3nepepBHUN PEHIEPUHT HaBITh IPU Be-
auKux ooOcsrax nanux [4]. Takox B mporieci JOCTiKEHHs OyJio MPOTECTOBAHO METO/AU BUKOPHC-
TaHHS ACHHXPOHHUX OOYMCIIEHb, 30KpeMa MIeHAepH, IKi BUKOHYIOTh 00pOOKY JaHMX HE3aJIeKHO Bij
OCHOBHOTO TIOTOKY PEeHIEpUHTY. B pe3ynbTaTi OCHOBHHUH Ipoliec peHIepeHry OyB pO3BaHTAXKEHU,
3HIDKYIOUH TP LIbOMY 3aTPUMKH IiJ] 4ac 0OpOOKHU BEIMKUX CILEH Ta CKIATHUX e(EeKTiB.

ExcriepuMeHTanbHi TECTH MPOJEMOHCTPYBAIH CYTTEBI MOKPAIICHHS B TPOAYKTUBHOCTI IIPH 3a-
CTOCYBaHHI OITMCAHUX METOJIiB ONTHUMI3aIlii:

— BUKOPUCTAHHS BEMKUX OydepiB 103BOIMIO 3HU3UTH (pparmenTarito mam’sti Ha 30 %, 1o
MIPU3BEIIO JI0 MiIBUIICHHS 3arajbHOI IPOJXYKTHBHOCTI Ha 15 % Ipu peHIepuHTY CKIIaJHUX CIICH;

— CTHCHEHHSI TEKCTyp Ta BUKopuctanus MIP-mapping aano 3Mory 3MEHIIMTH 00CAT TaM siTi,
10 BUKOPUCTOBYETHCA JUIs TEKCTYp, Ha 40 % Oe3 BTpaT SKOCTI rpadiku;

— KeUIyBaHHS Ta aCHHXPOHHA Nepeava JaHNX 3HU3WIN KUTbKIiCTh 3BepHeHb 10 GPU Ha 25 %,
10 JO3BOJISIE TOCSATTH TUIABHOTO PEHIEPUHTY MPU BEIMKOMY HaBaHTaXKEHHI.

Bucnoexu. Hezaxarouu Ha TOCATHYTI MMOKPAILECHHS, 111€ 3aJIUIIAI0THCS BIIKPUTI MUTAHHSA, K1
MOXYTh CTaTH HampsMKaMH Ui MOAAJbIINX JOCIIIKEHb, HANPHUKIAJ: aBTOMAaTUYHE YIPaBIiHHSA
1am’sITTI0; HEOOX1IHICTh y OUIBII PO3YMHHUX aJTOpPUTMax aBTOMaTUYHOIO YIIPaBIIHHS M1aM’SITTIO Ha
piBH1 API, 1100 3MeHIINTH BTpaTH BiJ JIOACHKUX MOMHJIOK; pOOOTa 3 HOBUMH TEXHOJIOTISIMU (1HTET-
pariis cydyacHux rpadiyHUX TEXHOJOT1H, Takux Kk Ray Tracing ta Al-iHCTpyMeHTIB; napaiesnizaiis
00poOku rpadiku, 30Kkpema, BUKopucTaHHs Kiipkox GPU Ta GaraTosiiepHUX MpOIECOpiB JJIsl 3HU-
’KEHHS HAaBaHTa)KEHHSI Ha OJTUH 00YMCITIOBANBHUIA 010K [5].

JlocitipKeHHs TI0Ka3alo, 1110 iCHyo4l mpobiaemu ynpasninHsa nam’atTio B OpenGL Ta DirectX
MO’KHa CYTTE€BO HIBEJIOBATH 32 PaXyHOK BUKOPHCTAaHHS BJIOCKOHAJIEHMX METOJIB onTuMizauii. Of-
HaK 3aJIMIIA€THCS MOTEHIIA Ul MOAAIBIIOr0 MOKpaIleHHs, 0cO0IMBO Yy chepi aBTOMATH3AIlIl yII-
paBIIIHHS pecypcaMH Ta Mapasesnizailii 00unucIeHs.
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Problems of OpenGL and DirectX resource management

Abstract. The article investigates memory management issues in OpenGL and DirectX, including GPU
memory limitations and fragmentation. Optimization methods such as buffer management and texture com-
pression are proposed. The obtained results show the possibility of improving the performance of graphic
applications.
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