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JTOCJII)KEHHA EOEKTUBHOCTI BUKOPUCTAHHS TEXHOJIOI'TA GPGU
B KACTOMHHUX IIVIAI'THAX ADOBE AFTER EFFECTS

AHoTamnis. Y poOOTi po3nIIaroTECs 0COOIMBOCTI BUKOPHUCTAHHS TEXHOJIOTIH MmapaniebHuX o0unciieHs Ha 0a3i rpa-
(higrOT migcucTeMu KoM foTepa B marinax Adobe After Effects Bixm cropoHHIX po3poOHUKIB. AHai3 TIOKa3aB, M0
i 9ac CTBOpPEeHHs IUariHiB uii cepepoBuma Adobe After Effects po3poOHHKH JOCHTH YacTO YCKIAJHIOIOTH KO,
HaMararuyuch NepeKIacTH po3napaieieHi 00UMCIeHHS 3 TPaAULiHHNIX 3aC00iB EHTPAJIBHOTO Mpouecopa Ha QyHK-
nionansHi 6ok GPU, 1m0 Ha cyyacHOMy eTarni BBaXKaeThcsi 0€3yMOBHO NMpaBUIbHUM. OIHAK, IIPH IETATEHOMY PO3-
TISIL BUSIBIISIETBCSL, 10 €()EKTUBHICTB, SIKy KOPHUCTYBau OTPUMYE BiJ] pOOOTH TakuX IUIAriHiB, aX HisSK HEe BUINIA 3a
e(eKTUBHICTh POOOTH ILIATiHIB, IO MAIOTh 3HAYHO MPOCTIIINHA KOJ, 10 TpaauLiitHo npaioe Ha CPU. Taka cutyaris
00yMOBJICHA BIJICYTHICTIO aHaJIi3y OCOOJUBOCTEH POOOTH pO3MapajesicHOro KOay B CepeaoBuIli rpadiuHoi miacuc-
TEMH MiJ] 4ac 00pOOKH Pi3HMX Bi3yalbHHUX e(EKTiB, i, K CIIJICTBO, BIICYyTHOCT] 4iTKUX pEeKOMEH/Ialii 11010 HeoOXi/1-
HOCTI, Y¥, HaBMAKU, HEIOIUILHOCTI poOOTH 3 anapatHoro yactuHoo GPU B koxi. B mawiii ctaTTi HaBeACHO MOCIi-
JOKEHHS (paKTOpiB, SAKi BIUIMBAIOTH Ha €(PEKTHBHICTH BUKOPHCTAHHS MapayiebHuX odumcineHs Ha GPU y miarimax
Adobe After Effects. JlatoTscs pekomeHmanii gomisHoCTi Bukopuctanas GPU B 3aimexHOCTI Bij criemiamizarii mia-
TiHY, ITOB’3aHOT 3 00POOKOIO TOTO YH iHIIOTO Bi3yallbHOTO €(EKTy

Karwuosi cnoBa -CPU, GPU, CUDA, OPENCL, Adobe After Effects, napanenvni obuucnenns, niazin

1. BCTVII

Adobe After Effects — ogna 3 HalimonymsipHIIINX Cy4aCHUX MpOrpaM i pelaryBaHHs Bi-
JIe0, CTBOPEHHsI aHIMaIliif Ta pi3HOMaHITHUX e(eKTiB. 3aCTOCYHOK Mae OLIbII HIXK JOCTaTHIN Qy-
HKII1IOHAJ, KU, TUM HE MEHIII, MO)Ke OyTH 3HAUHO PO3ILIMPEHUH 3a JOTIOMOIOI0 CTOPOHHIX 1HTe-
rpauiii, cepen SKUX: IUIAriHU, CKPUIITH Ta pO3MIMPeHHs. Takuil MexaHi3M peaizalii JoAaTKOBUX
MOKJIMBOCTEH MO>KHA BBAKATH OCHOBHHM JIJIs1 OUTBIIIOCTI Cy9acHUX MPOTPaM.

[Tnarinu m1s cepenoBuina nepeBakHo Hamucadi Ha C a6o C++ 1 po3mupioTh QPyHKIIIO-
HanpHICTh Adobe After Effects, mo3Bomstoun BukoprcToBYBaTH O1IBIN CKJIaAHI (QYHKINT, 30KpeMa
TakKi, K CHCTEeMHU YaCTHHOK, MexaHi3Mu (izuku, 3D-edexru Tomo. [Ipuknanu HaiOiLIbII po3Mio-
BCrokeHuX rotoBux muiaridi: Element 3D [1], Optical Flares [2], Magic Bullet Looks [3], Boris
Continium Complete [4, 5] Ta iH.

V pasi BupillIeHHS SIKUXOCh HETUIIOBHX 3aBAaHb JOLUIBLHUM € CAMOCTII{HE HaMCaHHsI I1a-
TiHiB, 1110 3a0e3MeuyoTh NOTpiOHUN QyHKIioHaN. [1i)1 yac CTBOPEHHS TaKHX CIeIiali30BaHUX MO-
JyJTiB € MOXKJIMBICTh BUKOPUCTaHHS MapayieabHuX oouncinens Ha GPU, mo npu neBHUX 06CcTaBU-
HaX MOXKe 3MEHUIMTH 4Yac oOpoOKu Bifieo y nekinmbka pasiB. Adobe After Effects minrpumye
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HactynHi TexHomorii Bukopuctanuss GPGPU: CUDA, OpenCL, OpenGL Ta Metal [6], koxxHa 3
SKHX MOKe OyTH JOCTYIIHA B 3aJISKHOCTI BiJ] OIIEpaIliifHOT CUCTEMH, BCTAHOBIICHOI BiZICOKapTH Ta
JIeSKUX 1HIINUX (HaKTOPiB.

Heranpamii po3rsan ocobnuBocteit 3actocyBanHs GPGPU moxasye, 110 BUKOPUCTaHHS
rpagigHOro sjapa B IUIariHax JajeKo He 3aBKIU € ¢()eKTHBHUM 1 MIIXOIUTh HE I BCiX 3aaad.
Ominka e(peKTUBHOCTI BUKOPHCTAaHHs NapaneinbHux oduucieHb Ha GPU mix yac cTBOpeHHs po3-
pOOHHMKAMU JOAATKOBUX TUIATIHIB MOTpeOye 3HAHHS (HaKTOPIB, K BIUIMBAIOTh HA €()EKTHBHICTH
BUKOPHCTaHHS NapaieIbHUX 00UUCiIeHb 3aco0amu rpadivHoi migcucremu. BusHadenns nux ¢a-
KTOPIB MOYE JIONTIOMOTTH PO3POOHHKY 3PO3YMITH UM € B3arajli CeHC y peaiizallii mapaaeiabHuX 00-
yriciieHb Ha GPU KOHKPETHO AJIs TUIariHy, 0 PO3POOITIOETHCS.

2. METOAU TA TEXHOJOI'Tl JOCIIIXKEHHS

Peamnizamist mporpaMHOTroO KOy, IIO MOXKE BHKOPHUCTOBYBAaTH apXITEKTYpHI OCOOIUBOCTI
GPU (neBaxxnuBo, CUDA, OpenCL a6o Metal), nependavae ¢opmyBaHHS JBOX MPOTpaMHHUX Ya-
ctuH — kernel komy, sikuit Oyne BukonyBarucs Ha GPU Ta 3BM4aifHOrO KoMy Ui HEHTPAIBHOTO
nporecopa. 3ajady MpeACTaBsI0Th Y BUNIAAL TaOuuLi, po30ouToi Ha OJIOKH, 110 B CBOIO Yepry
CKJIaJIAIOThCA 3 MOTOKIB, SIKI BUKOHYIOThCS napajensHo. Bukonanns kernel-xkomy va GPU 3a6e3-
neuye 0OpoOKy KOKHHUM ITOTOKOM OJTHOTO €JIeMEHTa TaOHIIi.

B CUDA Toolkit Documentation [7] HaBeieHO OITUC TPOIECY OOMIHY JaHHUMH MiX po0o-
yuM eneMeHToM (notokoMm) Ta CPU. 3 11boro J0KyMeHTY BUHO, 110 TaKUi MPOLEC IPOXOIUTH 3
BUKOPHCTAaHHSIM TII00ATBHOT aM'sITi, IKy CyMiCHO BUKOPUCTOBYIOTH 1 GPU, 1 nenTpansuuii npo-
1ecop. 3 MPUYMHU TOTO, IO MBUAKICTE 00MiHy nanuMu Mixxk CPU ta GPU BigHOCHO HU3bKA, TO,
SKIIO 3 JAaHUMHU TOTPIOHO 3pOOUTH HEBEIMKY KUIBKICTh omeparii, y Bukopuctanai GPGPU ne
Mae ceHey. Taka kK cuTyallisi BAHUKAE, SKILIO JaHUX [l 0OpoOKH He aysxe Oarato.

3Bakar04M Ha TE, 10 pOOOTa B KOXKHOMY OJIOII BUKOHYETHCS HE3aJIC)KHO BiJl 1HIINX, B HE-
BU3HAuUE€HOMY HOPSIJIKY, HE ICHY€ 3aC001B CHHXPOHI3allii MXk pi3HUMH OJI0KaMu, TOOTO 3acO00U CH-
HXpOHI3alli poOOYHX eIeMEHTIB MPUCYTHI JIHILE B MEKaxX OHOro 0sIoKy. Taka 0OMEXEeHICTh CUH-
XpOHi3allii 00YMCIeHb 3HaUHO 3BY)KY€E KOJIO 33/1a4, 1110 MOXYTh BUKOPHCTOBYBATH JIIsl OOUHCIIEHb
apxitektypy GPU. Takox BigeokapTa Mae 0OMeXEeHHsI Ha MAaKCUMaJIbHUNA PO3MIp poOOUYO0i TPyIIH.

BpaxyBanns cnenudiku nporpamuo-anapataoi peanizanii GPGPU no BigHomeHHIO 70
MPAKTUYHUX aCMEKTiB po3poOku 1uiariHiB uis Adobe After Effects no3Bossie Bin3HaunTH 18a Mo-
MEHTH:

1) BukopucranHs pecypciB rpadiuHOro rnpouecopa BHUIIPaBIaHO JUILIE IS 3a1a4, /1€
O00YHMCIIEHHS IJISI OJHOIO MIKCENS He 3ajieKaTh B1J OOYMCIIEHD JJIs 1HIIOTO MiKCEs.
2) B kozi moTpiOHO MOTPiOGHO YHHUKATH «pPy4HOTrO» 0OMiHY 3 Oydepom 300pakeHHs

Mk CPU Ta GPU, nHagatoun BKa3iBHHK Ha 00NacTh maM'aTi rpadidqHoro mnpoiecopa Je 3Haxo-
TUTHCS OpUTIHAJIbHE 300pa)KeHHS, @ TAaKOXK BKa31BHUK Ha 00JIacTh mam'sTi AJisl BUXITHOTO 300pa-
KCHHS.

Jnst ananizy eeKTHBHOCTI BUKOPHCTaHHS MapanenbHux oounciens Ha GPU y pi3Hux 3a-
nayax, OyJ0 CTBOPEHO JIEKUJIbKA PI3HUX 3a MPUHIIUIIOM pOOOTH IJIAT1HIB!

- «Black and white», 1110 poOuTh 31 3BUYaITHOTO KOJIBOPOBOTO 300pa’KEHHS YOPHO-
oie.

- «YUV controllery», mo npexacrasinsie 300paxkeHHs y konipHiit mozaeni YUV 1 1o3Bo-
JIsi€ 3MIHIOBAaTH 3HAYCHHS 11 KOMITOHEHTIB.

- «Gaussian blur», mo peainizye pozmuBanns ['ayca.

- «Time slicer», o po3aise Kaap Ha JeKijIbKa YaCTHH.

Anroputm podotu «Black and white» peaiizye HaxopKeHHS cepeHBOTO 3HAYCHHS CKJIa-
noux RGB [8]. Ko mepeTBopeHHs At 0HOTO TKCENsl MPeACTaBIeHO Ha puc. 1.
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static PF_Err
pixel_calculations_8 (

void *refcon,
] A long XL,
: A_long yL,
. PF_Pixels8 *inP,
=: PF_Pixelg *outP)
{
PF_Err err = PF_Err_NONE;
double grayscale = inP-»red * 8.333 + inP->green * ©.333 + inP->blue * ©8.333;
' outP->red = (A u _char)grayscale;
: outP->green = {A_u_char)grayscale;
] outP->blue = {A_u_char)grayscale;
' outP->alpha = inP-»alpha;
' return err;
¥

Puc. 1 — O6pobka oxnoro mikcess B miarini «Black and whitex

[Tnaria «YUV controller» npencrasisie 300pakeHHs y komipHiid monemi YUV i 103Bosisie 3Mi-
HIOBATH 3HAYEHHS 11 KOMIIOHEHTIB.

[Tpu kouBeprariii RGB—YUYV 3Baxeni 3aauenns R, G i B migcyMoByroThCs, o0 oTpuMaTH
Y (mipy sckpaBocTti). U Ta V 00uncIO0ThCA K MacIITaboBaHi BIIMIHHOCTI MDXK Y Ta 3HA4€H-
Hsmu B i R [9]. Peanizauis anroputmy 11t 00poOKH OAMHUYHOTO IMIKCENIsl HaBeACHa Ha pHC. 2.

static PF_Err
pixel_function_8(
void *refcon,
A long XL,
A _long yL,
PF_Pixel8 *inP,
= PF_Pixel8 *outP)

1

PF_Err err = PF_Err_NONE;
YUVControllerParams *infoP = reinterpret_cast<YUVControllerParams *>(refcon);
double red = inP->red;

double green = inP->green;
double blue inP->blue;

double k_r = 0.299;
double k b = 8.114;

// RGB -> YUV

double y = k_r * red + (1 - k_r - k b) * green + k_b * blue;
double u blue - y;

double v red - y;

= infoP->y / 108;
infoP->u / 1€80;

infoP->v / 160;

c<

< cw
* * %

v =

// YUV -> RGB

red =Yy + Vv;

green y -(kkr*v+kb*u) /(1-kr-kb);
blue =y + u;

I

red min(max(red , @), PF_MAX_CHANS8);
green = min(max(green, ©), PF_MAX CHANS8);
blue = min(max(blue, ©), PF_MAX_CHANS);

outP->red
outP->green
outP->blue
outP->alpha

(A_u_char)red;
(A_u_char)green;
(A_u_char)blue;
(A_u_char)inP->alpha;

return err;

Puc. 2 — O6pobka oxHoro mikcens B miarini « YUV controllery
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PosmuBanns "ayca B marini «Gaussian blur» BukoHano crangaptHuMH Metogamu [10].
@parMeHT Koy, 10 UTIOCTpye 0OpoOKy MO BEpTHUKAJi B IBOBUMIipHii Marpuii ['ayca HaBeneHO
Ha puc. 3.

B mnarini «Gaussian blur» Ha koxxeH mikcenb BILIMBalOTh 10 CycCiqHIX MIKCETIB 3 KOKHOT
CTOPOHH.

void

gaussian_blur_vertical(
GaussianBlurInfoP  infoP,

A_long X
= A_long y)
{
int radius = infoP->radius;
double red_value = 0;
double green_value = 0;
double blue_value = 0;
double alpha_value = 0;
= for (int kernelY = -radius; kernelY <= radius; kernelY++) {
double kernelvalue = infoP->kernel_weight_array[kernelY + radius];
int currenty = y - kernely;
int position = (infoP->width * currentY + x) * 4;
pixelData after_horizontal_blur_pixel data = { @, 0, 0, © };
= if (currenty > @ && currentY < infoP->height) {
after_horizontal blur_pixel_data.red = infoP->after_horizontal blur_pixel_array[position];
after_horizontal_blur_pixel_data.green = infoP->after_horizontal_blur_pixel_array[position + 1];
after_horizontal _blur_pixel_data.blue = infoP->after_horizontal blur_pixel array[position + 2];
after_horizontal_blur_pixel_data.alpha = infoP->after_horizontal_blur_pixel_array[position + 3];
i }
red_value += after_horizontal_blur_pixel data.red * kernelvalue;
green_value += after_horizontal_blur_pixel data.green * kernelvalue;
blue_value += after_horizontal_blur_pixel data.blue * kernelvalue;
alpha_value += after_horizontal_blur_pixel_data.alpha * kernelvalue;
.
int position = (y * infoP->width + x) * 4;
infop->after_vertical_blur_pixel_array[position] = red_value;
infor->after_vertical_blur_pixel_array[position + 1] = green_value;
infop->after_vertical_blur_pixel_array[position + 2] = blue_value;
infor->after_vertical_blur_pixel_array[position + 3] = alpha_value;
L}

Puc. 3 — O0poOka onHoro mikcens B miaridi «Gaussian blur»

[Tnarin «Time slicer» po3aiuise kaap Ha NeKiabka 4acTuH. LleHTpanbHa yacTrHa OepeTbes
3 MMOTOYHOTO (OPUTIHAIBHOIO) Kajpy. YacTHHM cIpaBa — 3 HACTYIHUX KaJpiB, a 371iBa — 3 BXKe
MUHYJIHUX KajapiB (puc. 4).

[Tnarin Takox M03BOJIAE MIMUTH 300paskeHHs Ha JAEKUIbKa YaCTHUH M1/l HAXUJIOM 1 poOUTH
IHTEPIIOJISILIIIO AJISl CYCITHIX YACTHH.

@dparMeHT Koy, 110 1IFCTpYe 0OpoOKY MiKCess B IJIariHi HaBeJeHO Ha puc. 5.

HacTynHi kagpu

Muryni kanpu MoTouHwnin kKagp >

MoTouyHui kKagp
(nmicnsa 3actocyBaHHA edeKTy)

Puc. 4 — IIpunnun po6otu mnariny «Time slicer»
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int x
int y

pixel_coordinates.x;
pixel_coordinates.y;

double
double
double ¢

S
([T

time_slice_info->line_data_1.a;
time_slice_info->line_data_1.b;
-;a*x-b*y;

double c_1

double c_2

time_slice_info->line_data_1.c;
time_slice_info->line_data_2.c;

(]

double c¢_min = min(c_1, c_2);

double c_max = max(c_1, c_2);

double c_middle = c_max - (c_max - c_min) / 2;

double c_current_distance_to_middle = max(c, c_middle) - min(c, c_middle);

double c_result_range_min
double c_result_range_max

0;
H

double c_difference_total = c_max - c_min;
double c_half_difference_total = c_difference_total / 2;

if (need_interpolation) {
double c_with_interpolation_range min = c_min - c_half_difference_total;
double c_with_interpolation_range max = c¢_max + c_half_difference_total;

n
L

c_result_range_min
c_result_range_max

c_with_interpolation_range_min;
c_with_interpolation_range_max;

L }
= else {
double c_without_interpolation_range_min = c_min;
double c_without_interpolation_range max = c_max;
c_result_range min = c_without_interpolation_range_min;
c_result_range_max = c_without_interpolation_range_max;
}

[T}

if (¢ >= c_result_range_min && c <= c_result_range_max) {
in_range = true;

}

1]

= if (in_range) {

pixelData new_pixel data = { @, 0, 0, @ };

if (need_interpolation) {

—[

Puc. 5 — ®parmeHT K0y 0OpOOKH OJHOTO MiKces B maridi « Time slicer

Jlnst TOpiBHSAHHS €()EeKTUBHOCTI BUKOPUCTaHHS MapayielbHUX 00UYMCIIeHb Y PI3HUX IUIari-
Hax OyB BHOpaHMil HacTynHU# crociO. J[0 OJHOXBIJIMHHOTO BiJI€O Pi3HOI PO3UTHHOI 31aTHOCTI
3aCTOCOBYBABCSI OJIMH 13 IUIAT1HIB Ta BUMIPSBCS Yac PEHAECPUHTY IILOTO BiJi€O.

Bumipu npoBoaunucs Ha npouecopi AMD Ryzen 7 3750H 1 Bineokapti NVIDIA GeForce
1650.

3. PE3VIJIbTATU JOCJIIDKEHHA

Pe3ynbraT NOpiBHAHHSA €(EKTUBHOCTI BUKOPUCTAHHS MapajieabHux oouncienb Ha GPU
y PI3HMX IUIariHax JaroTh HACTYIHI KUIbKICHI TOKa3HUKHU.

B tabnuni 1 HaBeseHo yac, 3aTpaueHHil Ha peHIEpUHT BijleoparMeHTa JOBKUHOKO O/IHA
XBHIIMHA, 3aco0amu mariny «Black and white». [Iiis pisHuUX 3Ha4YeHb PO3IITBHOI 3IaATHOCTI PO-
6ota miariny BUkoHyBaiacs 3 BukopuctanusiM CUDA a6o pecypcis CPU.

Tabmuus 1. Yac pennepunry 3 BukopuctanusaM miariny «Black and whitey

Po3pinbHa 31aTHICTB Bifeo, mikcesi CPU, cexkyHau GPU, cexynaun
1280x720 41 61

1920x1080 72 90

2560x1440 114 123
3840x2160 237 246
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Jjist GLIBIIIOT 3pYYHOCTI OTPUMAHI JIaHi1 IPECTaBICHO Y BUTIIAI TpadikiB Ha puc. 6.

300

250

200 /
Yac /
PEHAEPHHIY {5 —CPU
Bigeo // ——CUDA
50

P

1280x720  1920x1080 2560x1440 3840x2160

PoaginbHa 3gaTHicTb Bigeo

Puc. 6 — EdpexTuBHICTh BUKOpUCTAHHS MapaienbHux oouncienb Ha GPU B muariui
«Black and white»

AHaoriyHe MOBTOPEHHS PEHIEPUHTY JJISl TOTO caMoro ()parMeHTy Bizieo, ajie 3 BUKOPHUC-
tanHsaM miariny « YUV controller», qae pe3ynabpraty, okasati Ha puc. 7.

400

350

300 //
Yac 250 -
peHaepUHry // —CPU
Bigeo 200
— CUDA
100

50

D 1 1 1 1 1
1280x720  1920x1080 2560x1440 3840x2160

PozginbHa 3gatHicTb Bigeo

Puc. 7 — EdpexTuBHICTh BUKOpUCTAaHHS NapaienbHux oouncienb Ha GPU B muiarini
«YUV controller»

Yac penzepuHry 1-XBUIMHHOTO BiJieo NP BUKOpPHUCTaHHI miariny «Gaussian blur»y npen-
CTaBJICHO Ha puc. 8.
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3500

3000

2500 /
Yac /
peHAepUHrY 2000 /
Bigeo
1500 —CPU
/ ——CUDA

1000 /

500

'__._._-—"" __-_________.
0 T T T 1
1280x720 1920x1080 2560x1440 3840x2160

PospginbHa 3gaTHicTb Bigeo

Puc. 8 — EpexTuBHICTS BUKOpHUCTAHHS TapaielbHux oounciens Ha GPU B mumarini
«Gaussian blur»

EdexTuBHICTh BUKOPUCTAHHA NapalieIbHUX 00uncieHs y miarini « Time slicer» 3anexxuthb
BiJI fioro HanamTyBaHb (puc. 9).

B 3anexHocTi Big HanawTyBaHb

T

KinbkicTb YacTuH: 3 KinbKicTb YacTuH: 9

Haxwun: 45° Haxwun: 45°

IHTepnonAuia: € IHTepnonsuin: €
2500 4000

3500 ~
2000 / /
/ 3000 /
Yac 1500 2500 /
penasphnry / 2000
sigeo / —CPU
1000
1500 / GPU
1000
500 — /
// 500 "_///

O T T T 1 O T T T 1
1280x720 1920x1080 2560x1440 3840x2160 1280x720 1920x1080 2560x1440 3840x2160

PosginbHa spgatHicTb Bigeo PozginbHa 3gatHicTb Bigeo

Puc. 9 — EdexTuBHICTh BUKOPUCTAHHS NMapajenbHux oduncienb Ha GPU B mnarini
«Time slicer»

VY3aranbHeH1 pe3ysbTaTi AOCHIKEeHb €()eKTUBHOCTI BUKOPUCTAHHS MapajiebHUX 00UKC-
JIeHb 3 BUKOPUCTAHHSIM MOXKJIMBOCTEH rpadiqHOro mporecopa A pi3HUX IUIariHiB HaBEJCHO B
Tadymi 2.
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Ta6muis 2. [TopiBHSAHHS e(DEKTUBHOCTI BUKOPUCTAHHS MapajienbHuX oouncienb Ha GPU
JUTSL PI3HUX TUIAT1HIB

Black and | YUV  con- | Gaussian blur Time slicer

white troller
KinbkicTs 5 ~25 =730 (=10+25)
apudpMeTHIHNX (AKIIO  BpPaxoBy- | (3aJIEKUTh Bi Ha-
omepanii 1Jas oa- BaTH TOPU30HTA- | JIAIITYBaHb  IUIa-
HOI'0 MmiKceJIs NBbHE 1 BEPTHKA- | ridy 1 po3raimy-

JbHE PO3MUBAHHA) | BaHHS IIKCENs)
KinpkicTe mikce- | Bei mikceni 3 | Beil mikceni 3 | Bei mikceni 3 moto- | Bel mikceni 3 mo-

JiB, A8 SIKMX He- | IOTOYHOTO | IIOTOYHOTO YHOTO Ka/Ipy TOYHOTO Ta CyCij-
00XiJTHO BMKOHATH | Kaapy KaJIpy HIX KaJpiB
napaJejbHi 00umc-

JICHHS

EdextuBnicts Bu- | Heedbextu- | Imomi  edex- | EdextuBHO EdextuBHO
KOPHUCTAHHS Mapa- | BHO TUBHO

JeJbHUX  004mc-

Jenb Ha GPU

InTepnperartis OTpUMaHUX PE3yJIbTATIB Ja€ 3MOTy BUAUIUTH JEKUJIbKa OCHOBHUX (DaKTO-
piB, sIKi BIUIMBAIOTh HAa €(EKTUBHICTh BUKOpHUCTaHHA napanenizmy GPU-o0unciens B muarinax
Adobe After Effects:

— Ilapanenizariisi 06UKCICHb: MOXKIIMBICT MapajiebHOTO BUKOHAHHS OCHOBHOI YaCTUHU 00-

YHCIICHB IS MIKCETiB 0e3 CHHXPOHI3allil € KIIF0YOBOIO. 3a TOTPEeOH CHHXPOHI3allii, KpUTH-

YHO BAYKJIMBOIO € 11 MiHiMi3allis.

— KinpkicTh mikcemniB: 4uM Oiblle MiKCeNiB (BKIIOYAOUM CYCITHI KaJpu) MOTpiOHO 0Opo-
outu, TM edexTuBHime Bukopuctanast GPGU.

— KiunpkicTs 004HCIIEHD HA OUH MIKCEIIh: BEINKA KUIBKICTE CKJIAHUX OOYHCIIEHD HA ITIKCEh
3HayHO ninBuulye edexkruBHicts GPU.

— Po3ginbHa 371aTHICTE BiJIe0: BUIIA PO3/UTbHA 3AaTHICTH 30UIBIINY€ KUTBKICTD MIKCENIB, 110
po6uts GPU edeKkTuBHIIINM.

—  Mopgens CPU ta GPU: pi3Hi MoJeli MatoTh pi3HY NPOJYKTUBHICTh, TOMY B IJIariHaX 4acTo
€ BuOip Bukopucranua GPU.

Crin TakoX BpaxoBYBaTH (GakTOPH, sIKi 3aJTUILMIKCS 11032 yBaroo A0CHIKEHHS, ane, 6e3-
CYMHIBHO MOXXYTh TaKOX BIUIMBATH HAa €(EKTUBHICTH: TEXHOJIOTIS MapajeIbHUX 0O0UNCIeHb Ha
GPU, Bepcis After Effects, HanamTyBaHHs mporpamu Ta nNpoekTy, oocsir RAM, ymoBHI nepexoau
Ta TUN oreparliil B koAl 00poOku mikcens, ontumizauisa anropurmy nig GPU, HanamtyBaHHs pe-
H/IEPHUHTY, TOIIO.

V. B CHOBKH

Hamaransns po3po6HuKiB crienianizoBanoro [13 3a 3aMoBUyBaHHSIM BUKOPUCTOBYBAaTH MO-
ximBocTi GPGU naneko He 3aBXIM MalOTh CEHC. SIKIIO HE BPaXOBYIOThCS apXiTEKTYpHI 0COOIH-
BOCTI TOOYT0BH TpadigHOTO MpoIiecopa Ta MoB’si3aHa 3 HUMH crienudika BUKOHAHHS 004K CIICHbD,
HaMaraHHs MiJBUIINTH €(PEeKTUBHICTh OOPOOKH TaHMX MOXKE MaTh 3BOPOTHiN edekT. 3o0kpema,
po3poOHukam maridiB st Adobe After Effects cmin 3BaxkaTu Ha Te, 1110 BAKOPUCTAHHS Tapajie-
apHUX obuuciieHs Ha GPU 1o3BoJisie 3MEHIIMTH Yac 0OpoOKH BiZ€O J1aIeKo HE Ha BCIX 3a/1a4ax.
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JlociKeHHs OBEIIHKK 00YHCITIOBAIBHOI CHCTEMH Ha peabHUX (HE CHHTETUYHHUX) TeC-
Tax J]a€ 3MOTY BUJAUIMTH BChOTO TPH T'OJIOBHUX KPUTEPis OLIHKH MOTEHUIaNbHOI e()eKTUBHOCTI
IpH po3po01i miaridis 3 Bukopuctanusm GPGU:

1) MO>KJIUBICTh BUKOHAHHS OCHOBHOI YaCTUHU OOYMCIICHB IS MIKCENIB MapajielibHO;

2) 3arajbHy KUJIBKICTh MKCETiB Kaapy (Ipymnu KaapiB), sSKi MOTPIOHO 0OpoOHTH ISt
3HAXOJKEHHS KIHI[EBOTO PE3yibTaTy;

3) KIIbKICTh HEOOX1THUX OOUYUCIICHD JJIS OJHOTO TKCEJIs.

TakuMm 9HOM, OTpUMAaHi Pe3yIbTaTH JO3BOJISIOTH CIPOOYBATH MEPETIISTHY TH TPAUIIIHHAN
miaxia 10 po3poOku cremianizoBanux miariniB Adobe After Effects, 1o 3a 3amoBuanHsIM Mae Ha
yBa3i BUKopuctanus trexuonorii GPGU 6e3 yBaru Ha TOUUIBHICTD YCKIIQIHEHHS KOTY.

V. [EPCIIEKTUBU ITOAAJIBIIMX JOCJIIJPKEHD

Bpaxosytouu Toit akt, mo Adobe After Effects miarpumye ne tineku CUDA, Ha sKiii B
cTaTTi (PaKTHUYHO ¥ OyJia 30cepePkeHa yBara, MOJKHA MPUITYCTHTH, 110 TIOIIOHI TOCIIHKCHHS 1H-
mmmx texHonorii Bukopuctanusi GPGPU — OpenCL, OpenGL Ta Metal Takox MOXYTb J1aTu J10-
CHTD I[IKaBi Pe3yJIbTATH.

Po6orta B 11bOMy HampsiMKy MO3K€ MOCTYIIOBO HIBEJIOBATH BIAHOIICHHS LIOJI0 «HEYHIBEp-
CaJIbHOCTI» rpaiYHUX MPOLECOPIB, 3 OTJISAY Ha iXHI apXiTEKTYpHI 0COOIMBOCTI, Ta chOpMyBaTH
OUIBII parlioOHaTBHUH MiJX1/]1 10 HAIMCAHHS KOy, IKHi1 OM BpaxoBYBaB IIPOTrPaMHO-anapaTHi 0co-
OMMBOCTI cHCTEMH Ta crienn(iKy anropuTMy 0OpOOKH IMiKCeTiB 300paKeHHsI B KOHKPETHHX 3a/1a-
qax.
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RESEARCH ON THE EFFICIENCY OF USING GPGU TECHNOLOGIES
IN CUSTOM ADOBE AFTER EFFECTS PLUG-INS
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Abstract. The paper examines the features of using parallel computing technologies based on the computer’s graphics
subsystem in Adobe After Effects plug-ins from third-party developers. The analysis showed that when creating plug-
ins for the Adobe After Effects environment, developers quite often complicate the code, trying to transfer parallel
computing from traditional means of the central processor to the functional blocks of the GPU, which at the present
stage is considered absolutely correct. However, upon detailed examination, it turns out that the efficiency that the
user receives from the operation of such plug-ins is by no means higher than the efficiency of plug-ins that have much
simpler code that traditionally runs on the CPU. This situation is due to the lack of analysis of the features of the
operation of parallel code in the graphics subsystem environment when processing various visual effects, and, as a
consequence, the lack of clear recommendations on the necessity or, conversely, the inexpediency of working with
the GPU hardware part in the code. This article presents a study of factors that affect the effectiveness of using parallel
computing on GPUs in Adobe After Effects plugins. Recommendations are given on the feasibility of using GPUs
depending on the specialization of the plugin related to the processing of a particular visual effect.
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