AHHOTAITUS

B nmaHHOI auccepTaliMOHHON paboTe MCCIIeIyeTCsS MPUMEHECHUE TEXHOJIOTHI
MHOTOITOTOYHOCTH JIJISl TIOBBIIMICHUS IPOU3BOJMTEILHOCTH B 3a7adax oO0pabOTKH
rpadudeckoir uHbopmarmu. PaccmaTpuBaroTcs TPOOIEMBI HCIIOIb30BaHUs
BBIYHCIIUTEIBLHBIX PECYPCOB COBPEMEHHBIX I'PAa(PUUYECKUX YCKOPUTEICH M METOIbI
ux pemeHus. ONUCHIBAIOTCA COBPEMEHHBIE TEXHOJOTUM BU3YaIU3aIlUU U TOAXOIbI
K pabore ¢ HumH. [IpuBOIWTCA aHAIM3 PA3IUYHBIX MOJEICH MHOTOIIOTOYHOTO
nporpammupoBanus. [Ipemmaraercs Moaens IS YOPABJICHHS TOTOKAMHU B
BeIunciieHuax Ha GPU.

AHJIATIIA

byn nuccepranmsaga rpadguKaibK akmapaTrThl OHIEY €CenTepl OHIMIUIIIH
YKAKCapTy YIIIH KONarbIMJbl TEXHOJIOTHSUIAp OMICTEpIH  MaiiianaHy 3epTTel.
Ka31pri 3aMaHFbl TpaduKaIblK YASTKIIITEPAIH €CENTEY pecypcTapbl MOceecl KoHe
oJIap/bl IIEHTy OAICTepl KapacThIpbUIraH. 3aMaHayW BHU3yaljjay TEXHOJOTHSIIAPHI
JKOHE OJIapMEH KYMBIC ICTEHTIH TocuAep cumarraiabl. Kem  arbIMIibl
OarmapiamMayiayJplH opTypiai yirici Tammamael. GPU-ma  ecenrtey  kesiHne
arbIMIap/ibl OAKbBLIAY YITICI YCHIHBUIBI.

ABSTRACT

In this dissertation, the application of multithreading technologies is
investigated to improve performance in the tasks of processing graphic information.
Considered problems of using the computing resources of modern graphics
accelerators and methods for their solutions. Describes modern visualization
technologies and approaches to working with them. The analysis of various models
of multithreaded programming is given. A model for managing threads in the
computation on the GPU is proposed.



