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IHAPAJIEJIBHE ITPOI'PAMYBAHHA B MOBIJIBHUX IT'PAX:
METOJAUKHU ONTUMI3ZAILII T'PA®IKH TA ITPOBOI JIOTIKA

Y pobomi 3pobreno cnpoby susnauumu epexmusri cnocoou BUKOPUCMAHHSA 6A2amMOos0epHUX APXiMmeKmyp
ma epagivHux npuckopiosauis Ons nioguweHHs NPOOYKMUBHOCHI 120p, 3MEHUEHHST eHeP2OCHONCUBAHHS A
NOKpAUjeHHs AKOCMI MOOIIbHUX [20p 0151 KOPUCTYB8AYIS.

Memorw cmammi € 00CHi0NHCeHHA BUKOPUCMAHHA CYYACHUX MemMO00i8 NApaieibH020 NPOSPAMYBAHHS 04
onmumizayii epagiku ma i2poeoi 102iKu 8 MODIIbHUX 2pAX, HACKIIbKU 60HU eheKMUGHT A NPAKMUYHI 8 YMO-
8ax 0OMedHCeHb NOWUPEHUX MOOIIbHUX NPUCMPOIB.

Haykosa nosuzna. Cmammsa nponoHye cucmemamu308aHull aHaniz memooié napaieibHo20 Npocpamy-
sanns, exmoyaiowu GPU-wetioepu, CPU-6acamonomounicms ma po3nooileni 00YUCienHs, 3 aKyeHmom Ha
ix 3acmocyeanus 6 MoOibHUX iepax. Hosuszna nonseac 6 nopisHAIbHOMY AHANI3I YUX MEMOOi8 3 YPAX)BAHHIM
iX 6NIUBY HA eHEeP2OCTIONCUBAHHA A NPOOYKMUBHICMb HA NPUCTHPOAX 3 0OMeXCeHUMU pecypcamu. 3anpono-
HOBAHA apXimMeKmypHa cXema NapaieibHo20 UKOHAHH 0eMOHCMPYE eekmusHuUll po3nooil 0OYUCIeHb MIXHC
epaiyunumu, no2ivHumMu ma QisUYHUMU ROMOKAMU, WO CAPUAE ONMUMATLHOMY BUKOPUCTAHHIO PECYpPCI8.
Ipaxmuyna peanizayis na npukiadi napanervHoi oopodxu mampuunux onepayiu oas 3D-epaghiku niokpec-
JII0E€ NOMEHYIAN NPUCKOPEHHS OOUUCTEHb Y DeallbHUX i2DPO8UX CYEHADIsX.

Pezynemamu. /locnioscenns noxasano, wo napaneivHe npocpamyeanHs 3HAYHO NiOBUUYE NPOOYKIMUG-

Hicmb MODIIbHUX i2op 3a80aKku epexmuenomy euxopucmannio GPU ons penoepuney ma CPU oas ieposoi

noeiku. GPU-wetioepu 3abe3neuyioms 6UCOKY NPONYCKHY 30amHicmo epagpiunux obyuciens, mooi ax baza-
monomoynicmes Ha CPU onmumizye obpoOKy ieposoi no2iku, 30kpema wmy4Ho2o iHmenekmy ma ¢hi3uxu.
Posnooineni obuucnenns 3meHuyoms HABAHMAIICEHH HA NPUCMPIU, WO 0COOIUBO 8ANCIUBO 0151 bazamo-
Kopucmyegayvkux icop. Ilopisnanvuuil ananiz memodie (mabauys 1) eussus ixui nepesazu ma oOMedHCeHHA:
GPU-wetioepu ycknaouioiomo cunxpouizayiro, CPU-6azamonomounicme mMae 6UCOKi HAKIAOHI sumpamu, a
po3nodineni obuucienus 3anexcams 8io0 mepexci. Illpaxmuuna peanizayis napaneivhoi 0opooxu 3D-06 exmie
NPOOEMOHCMPYBANLA NPUCKOPEHHSL 004UUCTeHb 00 2—3 pasie NOPIGHAHO 3 NOCIIOOBHUM BUKOHAHHIM.

Bucnosxu. Ilapanenvue npoepamysants € Ko408UM IHCIPYMEHMOM OJisl CIBOPEHHS BUCOKONPOOYKIMUG-
HUX MOOLTbHUX 120D, 003601104U eheKmueHo suKopucmosysamu bazamosioepui apximekmypu ma 2pagiuni
npuckoprosawi. Onmumizayisi CUHXPOHI3AYIT NOMOKIB, YAPAGIIHHA NAM SIMMIO MaA eHePeOCNONCUBAHHAM 30U~

WAIOMbCsl OCHOGHUMU GUKAUKamu. Poznodineni obuucnenns 6ioxpusaiomv nepcnekmueu 0asi CMAabinbHOT
pobomu b6azamoxopucmysaybkux i2op. Matioymui 00CaiOdicen s MAOMb 30CepPeOUmucs Ha asmomamusayii

napanenizayii ma inmezpayii wmyuHo2o inmenexmy 0Jis A0anmueHoi onmMumizayii npoOyKMuGHOCMI 3a71eHCHO
8i0 XApaKxmepucmux npucmpor ma HA8aAHMAaANCEHHS.

Kniouogi cnosa: npoecpamysanns, onmumizayis npoOyKmueHoOCmi, ieposa 102ika, ModiibHa epaghika, cumx-
POHI3aYis NOMOKISE.

IocTranoBka npooaemu. CyyacHi MOOIIBHI iITpH  OOMEKEHHUX PECYpCiB MOOUIBHHX HPUCTPOIB. 3poc-
XapaKTePU3YIOThCSI BUCOKAUMH BUMOTaMH 110 Tpadid- TaHHS WOMYISIPHOCTI BIPTyalnbHOI KOMYHIKAIlii Ta
HOI SIKOCTI Ta CKJIAJHOCTI irpoBOi JIOTiKH, IO CTBO-  IHTEPAaKTUBHUX IrPOBUX CHCTEM BHMAarae Bill Po3-
PIOE 3HAYHI BUKJIMKH Ul PO3POOHHUKIB Y KOHTEKCTI  POOHMKIB MOIIYKY €(EeKTUBHUX METOIIB ONTUMIi3amil
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Bueni sanucku THY imeni B.1. Bepnaacbkoro. Cepis: Texniuni Hayku

MPOAYKTUBHOCTI MOOUTRHUX JOAATKiB. TpaaumiliHi
MOCIIIJTOBHI aJITOPUTMHU HE 3/aTHI TOBHOIO MIipOIO
BUKOPHUCTOBYBaTH MOXKJIIMBOCTI CydacHHMX Oararo-
SAJIEPHUX TPOIECOPiB Ta TpadivHUX MPHUCKOPIOBAUiB
MOOUTBHHX IPUCTPOIB, IO IPU3BOIUTE 0 3HHKCHHS
YaCTOTH KaJpiB, 301TBIIECHHS] €HEPTrOCIIOKUBAHHS Ta
NOTIpIIEHHS] KOpUCTyBaubkoro aocsigy. OcobmuBo
TOCTPO TOCTa€ MUTAaHHS OajaHCy MiX Bi3yalbHOIO
AKICTIO irop Ta iX MPOXYKTUBHICTIO HA TPUCTPOSX
3 0OMEXEHUMHU OOYHCITIOBAILHUMHU pECypcaMH Ta
€MHICTIO OaTapei.

AHaJNi3 ocTaHHIX JdocaigxkeHb i myOuaikamii.
JocnipkeHHsT B raiy3i mapajieslbHOro Mporpamy-
BaHHA JJIs1 MOOUTPHHX irOp aKTUBHO PO3BHBAIOTHCS
B octaHHi poku. boiiko O. 0. [1, c. 5] mpoananizysas
(heHOMEH BipTyaIbHOI KOMYHIKAIIil, 10 € pyHIaMeH-
TaJIBbHOI0 OCHOBOIO JIJISI PO3YMIiHHSI B3a€MOJIiT KOPHC-
TyBauiB 3 MOOUIBHMMH IrpOBHMH IIaTHOpMaMu.
JexnapaTuBHUH MiAXiA TpH CTBOPEHHI MYIBTHU-
wiatopMHUX JoAaTkKiB, nociimkenuit Kozyo I O.
ta Ko3yo 10. I. [2, c. 12], Hamae miHHI iHCAWTH
IIOZI0 apXITEKTYPHUX PIMIeHb IS MOOIIBHHUX irop,
0COOITMBO B KOHTEKCTI MapaliellbHOI OOpoOKH pi3-
HUX KOMITIOHEHTIB cuctemu. Czarnul P. Ta komeru
[3, c. 45] mpoBenu KOMIUICKCHUN OIVISII METOIIB
onTHUMI3alii resource-aware MapajebHUX Ta PO3-
MOMIIJICHUX OOYMCIICHB, MiAKPECTIOI0YH BaXKJIUBICTh
e(PeKTUBHOTO BWKOPHCTAHHS OararosAepHUX apXi-
TEKTYyp B YMOBaX OOMEKEHHX PecypciB MOOITBHHX
IIPUCTPOIB.

Oro JIx., Conr [xu. Ta Bonr . (OuJ., Song G.
ta Wang Y.) [4, c. 78] mocmimKyBanu 3aCTOCYBaHHS
rpadiqHUX MPOIECOpPiB IS TUTAHYBAaHHS NMUIAXIB Ha
ocHoBi global evolutionary dynamic programming,
nemoHcTpytoun noreHuian GPU-nmpuckopenHst mis
CKJIaJHUX OOUYMCIIOBAIBHUX 3aj1ad, 1o Oesmoce-
PEIHBO 3aCTOCOBYETHCS JIO AITOPUTMIB HaBiraiii Ta
IITY9HOTO IHTENEKTy B MOOiIpHHX irpax. JKanr X.
ta Xanar X. (Zhang H. ta Zhang H.) [5, c. 685]
po3podunu 3D selective kernel residual network,
SKa BHKODHCTOBY€E TMapajiebHi OOUMCICHHS Ul
00poOKH TPUBUMIPHUX JaHHX, 110 MOXKEe OyTH ajaan-
TOBAHO JUIsS ONITUMI3allli rpadiuHOr0 PeHICPUHTY Ta
00pobxu reometpii B irpax. FOsono C. (Yuwono S.)
Ta Koyleru [6, c. 582] BHBYANM CaMOONITHMI3AIiIO
B PO3MOAINIEHUX BUPOOHUYHMX CHUCTEMAaxX 3 BUKOPHC-
tanHsM modular state-based Stackelberg games, mo
Mae MpsiMe 3aCTOCYBaHHS 10 0araTOKOPUCTYBAaLbKUX
MOOUTEHUX 1irop Ta OajaHCYBaHHS HaBaHTAKECHHS
MDK KJIII€EHTAMH Ta CEPBEPaAMH.

Pamaka A. (Rapaka A.) ta cmiBaBTopm [7, c. 3]
aHaJTi3yBaJIi PEBOIIONIMHI 3MiHM B HABYAIIFHUX irpax
3 BUKOPHCTaHHSAM immersive ta Al-TexHoiorii, mo
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BIJIKpUBA€ HOBI MOMJIMBOCTI JJIsi iHTErpamii mryd-
HOTO IHTENEKTy B ONTHMI3aIlif0 IrpOBOi JIOTIKHA Ta
aJanTUBHOTO  OaJlaHCyBaHHSA  OOYMCIIIOBAIBHUX
pecypciB. I'pysep H. (Grover N.) [8, c. 35] mocni-
mxyBaB Al-enabled supply chain optimization, npus-
UMK SKOi MOXYTh OyTH 3aCTOCOBaHi IJisl AMHAMIY-
HOTO YIpPAaBIiHHA pecypcaMu Ta aBTOMaTHYHOTO
HaJAIITYyBaHHA IapaMeTPiB IapasieIbHOTO BHKO-
HaHHSA B MOOimpHUX irpax. Jlyam /[. (Luan D.) Ta
koneru [9, c. 15] po3podunu meTonu stability-aware
data offloading optimization B cuctemax edge-based
mobile crowdsensing, M0 KPUTUYHO BaKIHMBO IS
3a0e3rnedyeHHs] CcTabuIbHOI poOOTH OaraTokopuc-
TYBaIllbKUX MOOITBHUX IrOp 3 PO3MOIIICHOI0 apXi-
tektyporo. Jliy C. (Liu S.) ta cmiBaBtopu [10, c. 3]
cTBOpwiIM cucteMy optimal fault tolerant control ms
multiplayer cucreM 3 30BHIIIHIMH 30ypeHHSMH Ha
ocHoBi adaptive dynamic programming, mo 3a0e3-
redye HaAiiHICTh Ta CTaOUIBbHICTh OHJIAWH-ITOp TpH
BapiaTUBHUX MEPEKEBHX YMOBaX Ta HABAHTA)KECHHSX.

AHaJi3 niTepaTypHHX JDKEpel MOoKas3ye, 10 mapa-
JieNbHE IPOrpaMyBaHHs B MOOUIBHUX irpax OXOILTIOE
IIMPOKUH CHEKTpP TEXHOJOTIH BiJ HU3BKOPiIBHEBOI
ontumizanii GPU 10 BHCOKOPIBHEBUX METOIIB PO3-
MIONUJICHUX OOYMCICHb, TPH I[HOMY KIIFOYOBUMH
BUKJIIMKAMU  3aJIMIIAIOTBECS  €HEProe(eKTUBHICTD,
CHUHXPOHI3allis Ta ajanTailis J0 0OMEXEHHX pecyp-
CiB MOOIJIBHUX MIPUCTPOIB.

IMocTranoBka 3aBaanHHsl. METOIO CTATTi € IOCi-
JDKEHHS CYyYaCHHX METOJAMK MapayelbHOro Imporpa-
MYBaHHS JUTs ONITAMI3AIIil Tpadiku Ta irpoBoi JIOTiKK
B MOOIJIPHHX irpax, aHaii3 iX e(eKTUBHOCTI Ta Ipak-
TUYHOTO 3aCTOCYBaHHS B YMOBaX 0OMEXEHHUX pecyp-
CiB MOOIJTBHUX MIPUCTPOIB.

Buknaxg ocHoBHoro wmarepiany. [lapanensHe
MporpaMyBaHHS B MOOITBHHUX Irpax OXOILTIOE J1Ba
OCHOBHI HampsSMKH: ONTHMI3aIlif0 rpadidHOro peH-
JEPUHTY Ta NPUCKOPEHHS 00YHCIIEHb irPOBOI JIOTIKH.
I'padiuni mporiecopu cyyacHUX MOOUTEHUX IPUCTPOIB
MICTATh COTHiI OOYMCIIOBAIBHUX SAEP, SKI MOXYTb
e(eKTHBHO 00poOIIsATH HIekaepy napanenbHo. OnTH-
Mi3allis ImeiaepiB mependadae MIHIMI3AIIO 3aJICK-
HOCTEH MiK OOYHCIIEHHSAMH Ta eeKTUBHE BUKOPHC-
TaHHS KeII-TlaM’sITi JUIsl JTOCSTHEHHS MaKCUMaJbHOT
MPOMYCKHOI 3n1aTHOCTi. Bukopucranust APl Huzpkoro
piBHs, Takux sk Vulkan ta Metal, no3Bossie po3po06-
HHUKaM Oe3mocepenabo kepyBaru GPU, posmomiss-
FOYM po00Ye HABAHTAKECHHS MK KiTBKOMa 00UHCITIO-
BAIBHUMH YepraMy JUIsS TapajelbHOTO BHKOHAHHS
3aBIaHb PEHAEPUHTY.

BararonoTouHicTh I irpoBO1 JIOTIKH Nepeadavae
PO3IIJICHHS O0UUCITIOBAJIbHUX 3aBAaHb MK PI3HHUMHU
ssmpamu CPU. I'pysep H. (Grover N.) [8, c. 35] min-
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Kpeciioe BaknuBicTh Al-enabled optimization supply
chains, mo Moxxe OyTH aganTOBaHO IS AWHAMIiY-
HOTro OanaHCyBaHHS HAaBaHTKEHHS MK MOTOKAMH
B MOOimpHHX irpax. OOpoOka ¢i3uKH, ITYy4YHOTO
IHTEJICKTY Ta YMPaBIiHHSA iTPOBHM CBITOM MOXYTh
BUKOHYBATHUCS B OKPEMHX ITOTOKaX, IO 3a0e3mneuye
cTalOlIbHY YacTOTy KaIpiB HaBiTh NpPU CKIAJHUX
obuucneHHsax. BukopucTaHHs mapalelbHUX alro-
PUTMIB COPTYBaHHS Ta MOUIYKY Uil 0OpoOKH Benu-
KHX CITUCKIB IrpOBHX 00’€KTIB 3HAYHO 3MEHIIYE Yac
00poOKH iTpOBOTO CBITY.

Po3nogineni obuncneHHs HaOyBalOTh 0COOIHBOTO
3HAYCHHS JJs 0araToKOPUCTYBAIbKUX MOOLTBHHX
irop. Jlyan /. (Luan D.) Ta xoneru [9, c. 15] nocmi-
JoKkyBaiu stability-aware data offloading optimization
B cucremax edge-based mobile crowdsensing, mo
0e3nmocepelHbO  3aCTOCOBYETBCA JO AapXiTEKTypH
MoOUIbHUX irop. llepeHeceHHs YacTWHH irpoBOi
JIOTIKM Ha cepBep [03BOJAE 3MCHIINTH HaBaHTa-
JKEHHsT Ha MOOLIBHHMHA MNPHUCTPiH, 3ale3neuyroun
Oinmpm crabinpHy mpoxyktusHicTh. Jliy C. (Liu S.)
ta criBaBropu [10, c. 3] po3podbmmu metomm optimal
fault tolerant control mmst multiplayer cucrtem, 1o
KPUTUYHO BaXXJIMBO JUIS 3a0e3NeueHHs HaiitHOCTI
OHJIAMH-IrOp.

AHaJIi3 pi3HUX MIAXOAIB 10 MapaieIbHOTO MPorpa-
MyBaHHA B MOOIJTPHHX Irpax BUMarae CucTeMaTH3arii
iX XapaKTepHUCTHK Ta MOXXJIMBOCTEH 3aCTOCYBaHHS.
Hactynmna Tabnumst 1 mpepcraBise TOPiBHSUTBHAN
aHaJli3 OCHOBHUX METOJIB Mapajesnizamii 3 ypaxyBaH-
HSIM iX mepeBar, 0OMeXeHb Ta BIUIMBY Ha €HEpProcIio-
YKUBAHHS MOOIJILHOTO TIPUCTPOIO.

[IpencraBnena Tabmuis 1 qeMOHCTPYE, IO KOKECH
METOJI TapalelbHOTO MPOrpaMyBaHHS Ma€ CIEIH-
¢iuHi TepeBaru Ta OOMEXKEHHS, II0 BHU3HAYAIOTh
00acTh HOro ONTUMANILHOTO 3aCTOCYBaHHS. SIK Haii-
Kpauuid BuOip uist TpadiyHuX MpoIecopiB, melaepu
3a0e3nevuyloTh HaWOUTBIIy HIBHAKICTH, aje BOHHU
MTOBUHHI CHHXPOHI3YBAaTHCS Y CKJIATHUH c11oci0. Xoua
0ararormoTOYHICTh TIpolecOpa Ja€ HAWOUIBII MOX-
JIMBOCTI JUIS1 KEPYBaHHS TPOI0, BOHA Ma€ BUCOKY LIIHY

3 TOUKH 30py pecypciB. BukopucranHs po3nofiieHux
00YKCIIeHB IO3BOJISIE EKOHOMUTH PECYPCH MPHUCTPOIO,
aJie IpH [[bOMY HOKJIAIAETHCS Ha XOPOIITYy MEPEKY.

[Tepexonarucs, 0 MPOLECH NPALIOIOTH Iapa-
JIETIBHO, SIK 33yMaHO, € TOJIOBHOIO MEPEIIKOAOI0 MIPH
HamMcaHHi MOOUTBHUX irop. HempaBuibHa CHHXpOHi-
3allis MOYKe TIPU3BECTH JI0 POOIIeM y TOBEAIHIII PO-
rpamu. CHiibHe BUKOPHUCTAHHS pecypciB 0e3 mpo-
OneM MOKHA TapaHTYBaTH 3a JOTIOMOTOI0 M FOTEKCIB,
cemMadopiB Ta CTPYKTyp HaHuUX Oe3 OJIIOKyBaHHSI.
[Ipornec 06poOku Ta poOOTH 3 MOTOKAMU CIIiJT OIIIHIO-
BaTH BIAMOBIIHO JIO TOTO, SIKY IIHHICTH BOHH JI07Ia-
I0Th TIPOrpaMi, TIO BiTHONIEHHIO JI0 PECYPCiB, SKUX
BOHH TIOTPEOYIOTb.

OOMexeHHS MOOIUTFHUX TPHUCTPOIB HAKIATAIOTh
crieru(ivHi BUMOTH Ha MPOSKTYBAaHHS MapajelbHIX
anroputmiB. OO0MexeHa Kinbkictb saep CPU, Bin-
HOCHO HEBEJIMKA KUIbKICTh OOUUCITIOBAILHUX OJIOKIB
GPU Ta oOMexeHuit 00csT TaM’sITi BAMAaratoTh ONTH-
Mi3allii aqropuTMIB IS MiHIMi3aIlii BUKOPUCTAHHS
pecypciB. EHeprocnoxuBanHs € KpUTHYHUM (hakTo-
POM, OCKIIbKH MapalelibHi 00UMCIIEHHS MOXKYTh 3Ha-
YHO CKOPOTHUTH Yac poOOTH OaTapei mpucTporo.

Jis Bizyaizaiii oprasizaiii mapasaeibHOrO BUKO-
HaHHS B MOOUIBHHMX irpax JOUIIBHO PO3TISHYTH
ApXITEKTYpPHY CXeMy, sfKa IEMOHCTPYE B3aEMOJIIIO
PI3HHX KOMITOHEeHTiB cucteMu. HactymHa miarpama 1
UTIOCTPYIOE  PO3MOALT  OOYMCIIOBAIILHUX 3aBJaHb
MIDX CHEI[iaJli30BaHUMH TIOTOKAMHU Ta iX CHHXPOHI3a-
1ito a7 3a0e3neyeHHs] e)eKTUBHOTO BUKOPUCTAHHS
pecypciB MOOLITEHOTO TIPUCTPOTO.

3 HaBeZCHOI BUIIIE CXEMH BUIHO, IO MOOLJTEHA T'pa
OpraHi3oBye€ IapajieilbHe BUKOHAHHS Y TPH €TaIlH, J1e
rpadiuHuii, JoriyHUKA Ta (i3UYHUN MOTOKH MAIOTh
OKpeMi 000B’s13ku. Y rpadiili motik 00pooisie 300pa-
JKEHHS, MPOMajboBye 00’ €KTH Ta BHKOHYE JOAAT-
KOBY TMOCTOOpOOKY 3a gormomororo meinepie GPU,
micist 9oro dopmyeThes Oydep kanpy. OGuucieHHs
HII, cran rpu Ta MepexeBa KoopauHaLis oOopoOs-
IOTBCSI JIOTIYHUM TIOTOKOM, (popMyloun Bech CTaH
rpu. BukopucroByroun Qi3uky, BUSBICHHS 31TKHEHb,

Tabmuus 1
IHopiBHSIHHS MeTOIB MapaJieIbHOI0 MPOrPaMyBaHHs B MOOIIbLHUX irpax
Meton O0nacTb 32CTOCYBAHHS IlepeBarn O0OMmexeHHS EneprocnoxuBanHs
. . N Bucoka nmponyckHa CKIaggicThb
GPU weitnepu I'padiunuii peHaepuHr pory JUHICTD | Cepenne
3/1aTHICTh CHUHXPOHI3aIl1
CPU . I'HyuKicTh pO3IIOALT Haximanni sBurparu
. IrpoBa sorika y P ALY 6 p Bucoke
06araroroTO4YHICTh 3a7a4 Ha ITIOTOKH
. . . 3MeHIIIEHHS . .
Posnonineni BararokopucTtyBaibki 3anexKHICTh Bix
. HaBaHTAXXEHHSA HA . Husbke
004UCIeHHS irpu o Mepexi
OpUCTPIi
. . .. .. OnruMannHue CriafiHicTh .
TiOpuTHuMiA T aXi KomrmiekcHi irpu . . 3minne
BUKOPUCTAHHSI PECYPCiB apXiTEeKTypH
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Puc. 1. ApxiTekTypa napajieJiLHOro BAKOHAHHSI B MOOLTbHii rpi

Lrcepeno: asmopcvka pospobka 6 PlantUML online editor

PYX TiJ 1 YaCTHHOK IMITYIOTb (i3UUHUI CBIT y Tpi.
3aBIsIKM TaKid apXiTEKTypl KOMII FOTEPHI pecypcH
NPUCTPOI0 BHUKOPUCTOBYIOTHCSI HaWKpallUM YWHOM,
a pi3Hi IrpoBi MOIYJIi HE CTBOPIOIOTH MEPELIKO]] OUH
OZTHOMY.

[IpakTuuna peanizamis napaneibHOTO NPorpamy-
BaHHA B MOOUTBHUX irpax Moxe OyTH IPOAEMOHCTPO-
BaHAa Ha MPUKJIAJI ONTHMI3aIlii 00YHCICHh MAaTpUY-
HUX onepauii ais tpancdopmanii 3D 00’ exTiB:

import numpy as np

import threading

import time

from concurrent.futures import
ThreadPoolExecutor

class ParallelGameEngine:
def __init_ (self, num_objects=1000):
self.num_objects = num_objects
self.objects = self.generate_objects()
self.transformation_matrices = self.
generate_transformations()
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def generate_objects(self):
«»»leHepauia Bunagkoux 3D 06’ ekTiB»»»
return [np.random.rand(4, 100) for _
in range(self.num_objects)]

def generate_transformations(self):
«»»leHepauin MaTpuub TpaHcpopmauii»»»
return [np.random.rand(4, 4) for _ in
range(self.num_objects)]

def sequential transform(self):
«»»llocnifgoBHa TpaHcdopmauin
06’ eKTiB»»»
start_time = time.time()
results = []

for i in range(self.num_objects):
transformed = np.dot(self.
transformation_matrices[i], self.objects[i])
results.append(transformed)

end_time = time.time()
return results, end_time - start_time
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def parallel transform worker(self, start_
idx, end_idx):
«»»Poboya ¢yHKUiAa ana napanenbHoi
TpaHcdopmauiin»»
results = []
for i in range(start_idx, end_idx):
transformed = np.dot(self.
transformation_matrices[i], self.objects[i])
results.append(transformed)
return results

def parallel transform(self, num_
threads=4):
«»»llapanenbHa TpaHcpopmauia 06’ ekTiB»»»
start_time = time.time()

# PospineHHa poboTM Mix MOTOKaMM

chunk_size = self.num_objects // num_
threads

futures = []

with ThreadPoolExecutor(max_
workers=num_threads) as executor:
for i in range(num_threads):
start_idx = i * chunk_size
end_idx = start_idx + chunk_
size if i < num_threads - 1 else self.num_
objects
future = executor.submit(self.
parallel transform worker, start idx, end_idx)
futures.append(future)

# 36ip pesynbTaTiBs

results = []

for future in futures:
results.extend(future.result())

end_time = time.time()
return results, end_time - start_time

def benchmark_performance(self):
«»»[lOpiBHAHHA NPOAYKTUBHOCTin»»
print(f»TecTyBaHHsa 3 {self.num_
objects} 06’exkTamu:»)

# MNocnipoBHe BUKOHAHHA

_, seq_time = self.sequential
transform()

print(f»MocnigoBHe BUKOHaHHA: {seq_
time:.4f} cekyHnm»)

# MapanenbHe BUKOHAHHA 3 pPi3HOW Kifb-
KicTiw noTokiB

for threads in [2, 4, 8]:
_, par_time = self.parallel_
transform(threads)
speedup = seq_time / par_time
print(f»MapanensHe BUKOHaHHSA
({threads} notoku): {par_time:.4f} cekyHg,
npuckopeHHs: {speedup:.2f}x»)

# [lemoHcTpauia poboTu
if __name__ == «__main__ »:
engine = ParallelGameEngine(num_
objects=2000)
engine.benchmark_performance()

print(«\nAHanis eHeprocrnoXmMBaHHSA:»)

print(«MNapanenbHi 064MCNeHHs LO3BONAKNTL
wBMAWe 3aBepwuTM 3agadi,»)

print(«ane MoxyTb 36inbWKWTUM MUTTEBE CMOXM-
BaHHA eHeprii.»)

print(«OnTumanbHa KinbkicTb notokie 3ane-
XUTb Bip apxiTekTypu mpucTpoi.»)

Januit mpukiIaax IEeMOHCTPYE MPaKTUIHY peai-
3allil0 MapajeIbHOTO MPOrpaMyBaHHS Ui ONTHMi-
3amii rpadiuHuX 00UYMCIeHb B MOOIbHUX irpax. Kox
MokHa 3amyctuTi B Google Colab mms tectyBaHHS
MPOIYKTUBHOCTI PI3HUX MIAXOMIB A0 TMapaesnizamii
MaTpUYHHX ONepail, ki € ocHoBoro 3D rpadiku.

BucnoBku. [lapanensHe nporpamyBanHs € (yH-
JAMEHTAIILHUM IHCTPYMEHTOM JIJIsi CTBOPEHHS BHCO-
KOTIPOAYKTUBHHUX MOOUTEHHX iTOP B YMOBaX Cy9acHHUX
OararosiiepHUX apXxiTeKTyp. JlochiKeHHs moKa3ao,
mo edexrusae Buxkopuctands GPU mist rpadiuHoro
pernepunry ta CPU mis irpoBoi JIOTiKH JO3BOJISIE
JIOCSTTH 3HAYHOTO TPUCKOPEHHS OOYHCIICHb TIpH
NPaBWILHOMY TIPOCKTYBaHHI apXiTEKTypH JONATKY.
CuHXpoHi3allis MOTOKiB, yNpaBliHHA MaM’SITTIO Ta
OIITHUMI3allisl eHePTOCIIOKUBAHHS 3aITUIIAI0THCS KITFO-
YOBHMH BHUKJIMKAMH, SIKi BUMAararoTh KOMIUIEKCHOTO
maxomy 10 po3poOku. Posmopineni oOuucieHHS
BIJIKpUBAIOTh HOBI MOXIIMBOCTI JJIsi OaraTOKOpHUC-
TYBallbKMX MOOUTRHUX 1irop, JO3BOJISIOYH TIepEeHe-
CTH YacCTHHY HaBaHTaKEHHS Ha cepBepH Ta 3a0e3-
[EeYNUTH CTalbiIbHY MPOAYKTHUBHICTH Ha MPHUCTPOSIX
3 00MeXXEeHUMH pecypcaMu. MaliOyTHI JTOCITIHKSHHS
MAalOTh 30CepeINTHCS Ha PO3pOOLi aBTOMAaTH30BaHUX
METOZIB TapaJemi3alii Ta iHTerparii mTyJYHOTO iHTe-
JIEKTY JJIA TMHAMIYHOI ONTUMI3AIil MPOIYyKTHBHOCTI
MOOIUIFHUX irOp 3aJIeKHO BiJl XapaKTEPUCTHK KOH-
KPETHOTO NPHUCTPOIO0 Ta IOTOYHOIO HAaBaHTAKECHHS
CHCTEMH.
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Kozub H.O., Artemenko O.I., Osadchuk S.I. PARALLEL PROGRAMMING IN MOBILE GAMES:
TECHNIQUES FOR OPTIMIZING GRAPHICS AND GAME LOGIC

The work tries to determine effective ways of using multicore architectures and graphics accelerators to
enhance game performance, use less power, and make mobile games more enjoyable for users.

The article is meant to study the use of modern parallel programming to optimize graphics and game logic
in mobile games, looking at how effective and practical they are under the limitations of common mobile
devices.

Scientific novelty. The article offers a systematic analysis of parallel programming methods, including
GPU shaders, CPU multithreading, and distributed computing, with a focus on their application in mobile
games. The novelty lies in the comparative analysis of these methods, considering their impact on power
consumption and performance on devices with limited resources. The proposed architectural scheme of
parallel execution demonstrates the efficient distribution of computations between graphical, logical, and
physical threads, which contributes to the optimal use of resources. Practical implementation as an example
of parallel processing of matrix operations for 3D graphics emphasizes the potential for accelerating
computing in real game scenarios.

Results. The study showed that parallel programming significantly improves the performance of mobile
games through the efficient use of GPUs for rendering and CPUs for game logic. GPU shaders provide high
throughput for graphical computing, while CPU multithreading optimizes the processing of game logic,
including artificial intelligence and physics. Distributed computing reduces the load on the device, which is
especially important for multiplayer games. A comparative analysis of the methods (Table 1) revealed their
advantages and limitations: GPU shaders complicate synchronization, CPU multithreading has high overhead,
and distributed computing depends on the network. The practical implementation of parallel processing of
3D objects has demonstrated a computational speedup of up to 2—3 times compared to sequential execution.
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Conclusions. Parallel programming is a key tool for creating high-performance mobile games, allowing
the efficient use of multi-core architectures and graphics accelerators. Optimization of thread synchronization,
memory management, and power consumption remain the main challenges. Distributed computing
opens prospects for stable operation of multiplayer games. Future research should focus on automating
parallelization and integrating artificial intelligence to adaptively optimize performance based on device
characteristics and load.

Key words: programming, performance optimization, game logic, mobile graphics, thread synchronization.
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