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OMNTUMI3ALIA BIBYAJIbHUX EDEKTIB Y 3D IPI:
MATI4YHA CUCTEMA UNITY
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HaykoBumn KepiBHuK: HoBikoB lOpin Ceprinosuy®

1. 3006yBayY BULLOI OCBITU GaKyNbTETY KOMI ™ IOTEPHUX HayK
XapKIBCbKUV HALIIOHATbHUK Y HIBEPCUTET PanioeeKTooHiky, YKPAIHA

2. 3006yBay BMLLOT OCBITV paKyNbTeTy KOMM ™ IOTEPHMX HayK
XapKIBCbKUV HALIIOHATbHUI Y HIBEPCUTET Panioe1eKTooHiky, YKPAIHA

3. 3006yBay BMLLOT OCBITU PaKyNbTeTy KOMM ™ IOTEPHUX HayK
XapKIBCLKIVT HALIIOHATbHME Y HIBEPCUTET panioe/1eKTooHIku, Y KPAIHA

4. 3006yBay BMLLOT OCBITU dakynbTeTy KOMM ™ IOTEPHUX HayK
XapKIBCLKUVT HALIIOHATbHMK Y HIBEPCUTET panioe/1eKTooHIku, YKPAIHA

5. cTaplwimn BUKNagad Kadpeopm NporpamMHoi iHxXeHepii
XapKIBCbKUVT HALIIOHATbHUI Y HIBEPCUTET PanioeieKkTooHik, VKPAIHA

AHoTayia. Y [naHivi poboTi MpencraB/ieHo KOMIIIEKCHUY 1iaxiaq 40 OrnTuMi3alii cucremu
MariYHux Bi3yasibHUX epekTiB 4719 3D ripy Ha pyLuii Unity 3D. 3aripornoHOBaHO apXITeKTYPH/
3MIHU 3 BUKOPUCTAHHAM 6araroriotodyHocrti, GPU Instancing, O6'€KTHOro riysiiHry T1a
anganmmBHoi LOD cuctemu. EkcriepymMeHTasibHo 4OBEAEHO 3MEHLUEHHS HaBaHTaXKeHHS Ha
CPU Ha 67% Ta 36i/1b111eHHA FPS Ha 45% oy MACOBUX MAridHux epeKTax.

MocTaHOBKa Npo6nemu

CydacHa iHaycTpia 3D-irop BMCYyBa€E BUCOKI BUMOIM 0 Bi3yaslbHOI CKMa40BOI,
30KpeMa A0 OMHAMIYHMX CUCTEM MariyHmx edeKTiB. AKTYyanbHICTb OOCIOXKEeHHSA
3yMOBJleHa HeOobXiOgHICTIO 0HOYACHOrO BIATBOPEHHSA COTEHb i TUCAY YacToK 6e3
BTPATW 3arasibHOI MPOAYKTUBHOCTI cUCTeMU. TpaguLUinHi MeToan Po3pobKM YacTo
NMPU3BOAATb OO0 BUHUKHEHHS KPUTUYHUX TEexXHIYHUX Mpobnem: HagMipHOro
nepemManboByBaHHA (Overdraw) Ha rpadiyHOMY Mpouecopi, IHTEHCMBHOIO
HaKoMMYeHHsa «CMiTTa» y namM’aTi (GC Alloc) Ta yTBOpEHHS «By3bKUX Micub» (CPU
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bottleneck) yepes CUMHXPOHHY 06POOKY NMOriKM B OCHOBHOMY noToui. Lli dakTopun
CNpUYMHAaOTb dparMeHTauito nam'ati Ta HecTabinbHy 4YacToTy Kagpis, Lo
HeraTMBHO BMIMBaE Ha IirpoBmM gocBid. OTKe, pPo3pobka apPXITEKTYPHO
OMTUMI30BaAHOI CUCTEMMU, 30aTHOI MaclTabyBaTMCA Mig BMCOKI HaBaHTa)XEHHS, €
BaXXMBWM MPaKTUYHUM 3aBOaHHAM ONF PO3p0bHMKIB Ha pyLwii Unity 3D.

AHani3s pocnip)xeHb Ta ny6nikauin

MMTaHHA ONTMMI3aLIi IrPOBUX PYLWIiB Ta cucTeM Bi3yanisauii BUCBITNEHI Yy
HM3LI PyHOAMEHTaNbHUX Ta MPUKIAAHMX MNpaub. TEeOpeTUYHY 6a3y apxiTeKkTypu
Cy4YacCHMUX irpoBMX CUCTEM AeTaslbHO PO3rNaHyTO Yy poboTi k. peropi [3], ae
OMMCaHO MPUMHUMMAM B3aeMOii PI3HMX nNigcucTeM pyllia. TexXHONOoriYHMM
IHCTpYMeHTapi Anga po3B'a3aHHAa Npobnem NpoayKTUBHOCTI B cepenoBuLli Unity
HagaeTbca y odiuiMHIM gokyMeHTauii KoMnaHii Unity Technologies: 3okpema,
BUKOPUCTaHHA 6araTonoTo4YHOCTI Yepes Job System [1] Ta NiaBULLEHHS WBKMAKOLIi
Kooy 3a pgonomorot  Burst Compiler [2]. [Ona giarHoctTuky  npobnem
MNPOOYKTUBHOCTI Ta BUABNEHHA BUTOKIB MaM'aTi 6a30BUM € iHCTpyMeHTapin Profiler
[5]. MnTaHHAa By3bKocMeLianizoBaHOi oNTMMI3aLii B Mexkax »aHpy RPG, 3okpema
cucteM 36epexkeHHa paHuX, aHanilyBanuca y npaugax [O.P. KicnoBa Ta
FO.C. HoBikoBa [6]. 149 Bi3yanizauii Ta aHanizy oTpUMaHMX eKCrnepuMeHTanbHMX
OAaHWX TPaaULLIMHO 3aCTOCOBYHOTbCH IHCTPYMEHTU, aHanorivHi 6ibnioteui Matplotlib
[4].

Pa3oM 3 TUM, MONPU HAABHICTb IHCTPYMEHTApPIO, 3aNMLLAETLCA HEQOCTAaTHLO
BMCBITIEHMM TMUWTAHHA CTBOPEHHS KOMIMJIEKCHOI, IHTErpOBaHOI apXiTeKTypu
MariyHux edekTiB, 9ka 6 noegHyBana ob'ekTHWM nyniHr, GPU Instancing Ta
6araTonoToKoOBY OOPOOKY B MeXaX €OMHOI cucTteMu pOng  OJOCArHeHHd
eKcTpeManbHOi MaclTaboBaHOCTI.

MerTa cTaTTi

MeTolo [paHoi poboTM € nikBigauia «Binux nnamMm» Yy MPOEeKTyBaHHI
BMCOKOHABAHTA)EHWX Bi3yallbHUX CUCTEM LUMSXOM PO3POOKM Ta BMNPOBamKEHHA
KOMMIEKCHOI apXITEKTYpPU A9 BiATBOPEHHA MariyHMx edekTiB y Unity 3D. ABTopU
MponoHyloTh Niaxia, wo 6a3yeTbca Ha MnoeaHaHHi 6aratonotodHocTi, GPU
Instancing, o6’ekTHOro nyniHry Ta apgantmuBHoi LOD cucTtemMun. HaykoBa Ta
MPaKTUYHa UiHHICTb POBGOTM MONArae y CTBOPEHHI CuUCTeMU, 9Ka [O03BONAE
cTabinbHO BiATBOpPOBaTM noHag 1000 edekTiB ogHOYacHO Ha obnagHaHHI
cepenHboi MOTYXXHOCTI, MiaTPMMYytouM dacToTy 60 FPS Ta MiHIMI3youM npouecu
36upaHHa cMiTTa  (garbage collection). EkcnepuMeHTanbHa MepeBipKa
3anponoOHOBAHOro nigxod4y Mae NiATBEPAUTU ePEeKTUBHICTb apXiTEKTYPHUX 3MiH
yepes KiNbKIiCHI MOKa3HMKM 3HMXKeHHA HaBaHTaXkeHHa Ha CPU Ta npupocTy FPS.

AHani3s NoTo4YyHoOI apxiTeKTypm:

MNoTo4Ha cucTeMa 6a3yeTbCH HA HACTYMHMX KOMMOHEHTaxX:
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Ta6mmua 7
Onuc cTpyKTypu cuctemMm
KoMnoHeHT NMpu3Ha4vyeHHSN KpUTuU4HicTb
MagicWeapon.cs YnpaBniHHA KoMbGiHaLiaMu Bucoka
eneMeHTIB
Shape.cs BazoBum knac dopm KpuTnuHa
edeKTiB

LaserForm.cs JlazepHi edpekTn CepegHs
ProjectileForm.cs CHapsaam Bucoka
SphereForm.cs CohepunyHi epekTn Bucoka
SprayForm.cs KOHiYHi po3nuneHHs CepefHs

PoolManager.cs MyniHr o6'ekTiB KputuyHa

Mig 4ac [OeTanbHOroO aHafnily MoTOYHOI aPXITEKTYPU MariyHOi CcucTeMU
PO3POOHUKN BUABUMKU LMY HU3KY KPUTUYHUMX TEXHIYHUX HEeOOoNiKiB, AKi CyTTEBO
obMexkyBanu 3arasbHy NPoayKTUBHICTb rpy. OOHIED 3 HAMTONOBHILWKMX Npobnem
BMABMIOCA CUHXPOHHE CTBOPEHHS Ta 06pobKa irpoBmx 06'eKTiB 6e3nocepeHbo y
6a3oBin ¢yHKUii Update(), WO HeMuWHy4Yye MNPU3BOOAMMIO OO0 MNepeBaHTaXKeHHS
LLleHTpanbHOro npoLlecopa Ta BUHUKHEHHS Tak 3BaHoro CPU bottleneck, ocKinbku
IHTEHCMBHE BMKOHAHHSA NOMiKM MacoBMX ePekKTiB MOBHICTIO BTOKYBano OCHOBHMI
noTik. Lig cuTyauia 0ogaTkoBO YCKNaaHOBaacs NoBHOK BiACYTHICTIO ePeKTMBHOI
CUCTEMWM KellyBaHHA Ta HagMIipHWMM, 4acTO HEBUMNPaBOAHWMM BWKOPWCTAHHAM
KopyTuH (Coroutine) aong ynpaBAiHHA CKAAOHUM >XUTTEBUM LIMKIAOM  KOXXHOI
OKpeMOi MariyHoi YacTUHKM. KpiM Toro, koyxxHa cnpoba rpaBLa 3aCToCyBaTu HOBe
3aKNMHaHHAG abo  CTBOPUTKM  YHiKanbHY  KOMOiHALUilo  MariyHux  dopm
CyrnpoBOdyKyBanacsa 3Ha4YHMMKW BUTpaTaMM  onepaTtmBHOI namM'arti. [locTinHe
AVMHaMIYHe BUAINEHHS Ta 3HULLEHHSA pecypCiB CIPUYMHANO KOMOCANbHMM TUCK Ha
cuctemy 36mpaHHa cMiTTa (Garbage Collector), reHepytoun BenudesHunm obecar GC
Alloc, o, y cBoOl 4epry, NpmsBoamnno Ao dparMeHTauii mam'ari Ta BUKIMKANOo
MOMITHI MiKpo3aBmcaHHA (Ppi3n) Nig Yac aMHaMiyHoro remmnneto. OKPIiM XKOPCTKMX
MPOLECOPHUX OOMEKEHD, HAA3BMYAMHO CEPMO3HI MPOoBeMy BUHMKANM M Ha PiBHI
rpadivyHoro npouecopa (GPU). 3okpemMa, Npu WiNbHOMY Bi3ya/lbHOMY HakKMagaHHI
BEMUKOI KiNbKOCTI HAaMIBMPO30pUX TEKCTYP Ta edeKTiB OANH Ha OOAMH reHepyBaBcA
KPUTUYHMIA piBeHb 6GaraTopa3oBOro nepemManboBYBaHHA OOHMX i TUX CaMMX
nikceniB eKkpaHa, BigoMui ak Overdraw. Y CyKynHOCTI BCi Ui OeCTPYKTUBHI TEXHIYHI
daKkTopn — Big pparmMeHTaLii MaM'aTi Ta NOCTIMHUX 3aMBKMX aNoKaLiM 00 WOPCTKMX
rpadiyHMX | MPOLLECOPHMX BY3bKUX MiCLlb — POOUNK abCOMOTHO HEMOXIUBUM
nofanblle MaclwTabyBaHHS pyLlia ona cTabinbHOro ooHOYacHOro Bigob6paXeHHs
coTeHb edeKTiB, TUM CaMMM BMMarato4m HeramHoro Ta AOKOPIHHOro meperndany
BCi€i 6a30BOi MPOrpaMHOi apXiTeKTYPU MPOEKTY.
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Tabmysa 2
MpodinoBaHHA Ao onTuMi3auii
MeTpuka 3Ha4yeHHA LlinboBe 3HayYeHHSN
FPS (MacoBi edpeKTK) 28-35 60+
GC Alloc 3a kagp 2.5 MB <0.1 MB
CPU time (edpekTin) 18.5 ms <5ms
Draw Calls 450-600 <150
bBaTtumHr 35% > 85%

N9 HaoYHOI OeMOHCTpaLii pe3ynbTaTiB MU NPoBeNM 6eHUYMapK: peHaepuHr
500 mariyHnx chep Ha TectoBoMy cTeHai (Intel i7-12700K, RTX 3070). OTpuMaHi
MeTPUKKM ©Ge33amnepedyHo nNiaTBepOXKYOTb BUCOKY edeKTUMBHICTb Haloi HOBOI
apxiTtekTypu.Yac nobyoosu kagpy (Frame Time) ckopoTmBca Ha 60,5% — 3 42,5 0o
16,8 Mc, 3abe3medymBlUM 3HAYHO MAaBHIWMW remMmnnien. OuHaMidyHe BuOiNeHHSa
namM'aTi (GC Alloc) Bnano 3 8500 Kb 0o abcontoTHOro Hyn4q, WO MOBHICTIO YCYHYO
PU3MK MiKpo3aBMCcaHb Yepes poboTy Garbage Collector. 3aBaakm TexHonorii GPU
Instancing KiNbKiCTb  BUKAMKIB BigManboByBaHHA (Draw Calls Ta SetPass)
3MeHLWwmnacsa Ha 99,8% — 3 500 okpeMux 3anmTiB 40 BCboro 1. BogHo4ac 3aranbHa
reoMeTpuyHa CcKnagHicTb cueHm (256 000 BeplmH Ta 192 000 TPpUKYTHWKIB)
3anMwmnaca HesMiHHoto. Lle cBiguMTb Mpo Te, WO HaM Baanoca 36epertu
OpUriHanNbHY BUCOKY AKICTb Bi3yalbHUX edeKTiB, KapOAMHANbHO 3HU3UBLUM MpU
LLbOMY HaBaHTAXXEHHS Ha CUCTEMY.

MeToponoria onTuMisaduii:

Ona BupilleHHa BuWABNeHUX nNpobnemM O6yno 3acTOCOBAHO KOMIMIEKCHY
MeTogosorito Ha 6a3i npuHUKMny «Tpbox S» (Static, Shared, Streamed), gka noeagHye
YOTMPKM  K/IHOYOBI  HaMpaMKW. Hacamnepen  pPo3pobHMKKM  3anpoBagunu
6araTonoToYHIiCTb 3a pgonomorot Job System Ta Burst Compile, nepesiBLLn
obumMcneHHa Nnorikn Ta di3MKKM YaCTUHOK 3 FONIOBHOIO MOTOKY Ha MapanesbHi, Lo
CYTTEBO PO3BaHTaXXMno npouecop. dani 6yno cTBOPEHO ONTUMI30BAHWM My/iHI Ha
6a3i Native Containers, akmn 3aBOgKM NonepeaHboMy BUOINEHHIO HiKCOBAHOIMO
nyny O6'eKTIB 3aMiCTb iX MOCTIMHOIO CTBOPEHHS MOBHICTIO YCYHYB AMHaMidyHe
BmaineHHa nam'ati (O KB GC Alloc) Ta HaBaHTaxkeHHs Ha Garbage Collector. Onga
MPUCKOPEHHS rpadivyHOro KOHBEEPa iHTerpyBanm TexHonorito GPU Instancing, Wo
003BOMNMO peHOEePUTU TUCAYI OQHAKOBUX MariyHMX edeKTiB NmLle 3a O4MH BUKIMK
BioManboByBaHHA (Draw Call) 3aMicTb COTeHb OKpPeEMUX 3anuMTiB OO BigeoKapTu.
HaocTtaHok BrRpoBaaunnun agantmBHy LOD-cucteMy, g9Ka AWMHAMIYHO 3MEeHLUye
KIJTbKICTb aKTMBHMX YaCTUHOK Ta deTani3auito edekTiB Ha BenuKin BigcTaHi Bia
KamMepun. TakMM KOMMNEKCHMW Migxia KapAWHanbHO 3HU3MB HaBaHTaXXeHHA Ha
cUCTeMy, 0O03BOMMB 3a0LLaanTKM pecypcu 6e3 NoMITHOI BTpaTK Bi3yalibHOI 9KOCTI Ta
NiaroTyBaB apxiTeKTYpPY rpy 40 MaclUTabHMX CLEH.
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NOT B2

BBeaeHHs 6aratonoto4yHoi o6po6ku edekTiB:
Halwl onTuMi3oBaHMM Kofa, PO34ileHNIM Ha NOTOKM, AKi MpPaLooTb 3 PI3HUMU
npiopuTeTaMmM Ta BUKOHYIOTb Pi3Hi 3afadi, 9K onmcaHo B Tabnuui 3.

Tabmmya 3
PO3I10ﬂiJ1 HaBaHTa)XeHHSA Mo NOTOKaX

MoTik BignoeiganbHicTb MpiopurteT
Main Thread Rendering, Input Burcokunin
Worker Thread 1 Physics Calculations CepefgHin
Worker Thread 2 Particle Simulations CepefgHin
Worker Thread 3 Effect Logic HWn3bkmMm

Background Thread Asset Loading HanHM>KUmm

Ona ebekTMBHOI ONTUMI3aLLii 064YMCNeHb Halla KOMaHOa 3anpoBaania YiTKUM
PO3MOAiII HAaBAaHTAXXEHHA MK PI3HUMU MPOLLECOPHUMM MOTOKaMU. [ONOBHOMY
noToky (Main Thread), KM Ma€e HaMBULLMN NPIOPUTET, MU 3aNTULLININ BUKTOYHO
peHOepuHr Ta 06pobKy BBoay. PoboummM notokam (Worker Threads) i3 cepenHim
npiopuTeToM MU generyBann obuumcneHHa o¢ismkm (Physics Calculations) Ta
CMMyndauito YacTmHokK (Particle Simulations). Jlorika edekTiB (Effect Logic) Tenep
0bpobNAETECA OKPEMUM POBOUYMM MOTOKOM 3 HU3bKUM MpiopuTeETOM. KpiM TOro,
doHoBMM noTik (Background Thread) 3 HaMHWMXKXYUM MPIOPUTETOM MOBHICTIO
BigMoBiOa€ 3a 3aBaHTaXKeHHs aceTiB (Asset Loading). Take aeneryBaHHsA 3aBAaHb
napanenbHMM MNOTOKaAM KapAWHaNbHO MOKPALLMIO MPOAYKTUBHICTbL  HALUOIi
cucTeMu. 3a pe3yrbTaTaMM HaLWOoro TeCTyBaHHSA, CTapa CUHXPOHHa obpobka 100
MaridyHmx edekTiB 3aMMana 18,5 MinicekyHa. lNicna nepexony Ha apXxiTekTypy Job
System MK 3MOIIM CKOPOTUTU LLEM Yac Ha 61% — [o 7,2 MinicekyHA,. Hamkpalui >
pe3ynbTaTu Halla KoMaHda oTpuMana Big KoMOGIHOBaHOro 3acrtocyBaHHA Job
System pa3oM i3 TexHonorie Burst Compile: Le 0o3BONMAO HaM 3MEeHLLUTUM Yac
BMKOHaHHA 00 3,8 MinicekyH i 3abe3neynT Bparkatoue 3araibHe MpPUCKOpeHHSA
obuucneHb Ha 79%.

CucTteMma nyniHry o6’eKTiB:

Halla koMaHOa nopiBHAMa Tpu Migxoaw 00 NyniHry o6'eKTiB: CTaHOAPTHUMN
MeTon Unity, Custom Pool Ta Native Container. Pe3ynbTat 6ynu 3anucaHi oo
Tabnuui 4.

Tabauusa 4
MopiBHAHHSA NigXxoAiB A0 NyNiHry
MapameTp CTaHL”J‘:i't);HMM Custom Pool Native Container
Allocation 45 KB/o6'eKT 0 KB 0 KB
LecTpykTop Tak Hi Hi
GC Pressure Bucokunin CepefnHin HynboBuin
LUBnaoKicTb TX 3.5x 8.2x
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CtaHoapTHuM Meton Unity Buainas 45 KB namM'ati Ha KoeH 006'exT,
BMKOPUCTOBYBaB [LECTPYKTOPW, CTBOPIOBAaB BUCOKe HaBaHTa)keHHa Ha Garbage
Collector (GC) i 6yB B3aTUM 3a 6a30BYy MOKa3HWK WBKMAKOCTI (1X). BUKopucTaHHSA
Custom Pool po3Bonuno HaM 3MeHWUTM anokauii go O Kb, BigpMoBUTMCA Bifg
OEeCTPYKTOPIB, 3HU3UTU TUCK Ha GC 0 cepefHbOro PiBHA Ta MPULLBUALLNTM POOOTY
B 3,5 pa3a. Hamkpawmm piweHHaM cTaB nigxig 3 Native Container: BiH 36epir
HYTbOBI a/TOKaL,ii Ta BiACYTHICTb OECTPYKTOPIB, aflie MOBHICTIO YCYHYB HaBaHTa)XeHHS
Ha GC (HyNbOBMIM TUCK) i 3GiNbLUMB 3aranbHy LUBMAOKICTb poboTn y 8,2 pa3a.

GPU Instancing gna Macosux EdekTiB:

KoHuenuia Instancing nofsiarae B ToMy, WO 3aMicTb 1000 okpemmx Draw Calls
BUKIMKaeTbea nuwe 1 Draw Call 31000 iHcTaHcaMu.

Ona Toro, Wwo6 3HanTKU HamKpalwlmMn crnocid BigManboBYBaHHA MaCOBMX
MaridyHmx edeKTiB, Hallla KOMaHOa NpoBena AeTalibHe MNOPIBHAHHSA PI3HUX TEXHIK
peHOepuHry Ta cknana MaTtpuuto OnTuMmisauii PeHaepuHry (ame. Tabn. 5).

Tabmya 5
MaTtpuua onTuMisauii peHaepUuHry
TexHika Draw Calls BaTuuMHr FPS Impact
Standard 450-600 35% -25%
Static Batching 200-300 55% -12%
GPU Instancing 15-25 92% -3%
SRP Batcher + Instancing 8-12 97% -1%

LOD cucTtemMa ans YaCTUHOK:

[na onTmMi3aLii NpoayKTUBHOCTI MacoBMX ePeKTIB Ha PI3HUX BiACTaHAX Halla
KOMaHOa po3pobuna creuianbHy cucTeMy aganTuBHOiI AeTtanizauii (LOD) ang
MariyHMX YacTMHOK. CyTb Bi3yani3auii Li€i CUCTeMUM MoNarae B TOMy, WO KifbKICTb i
AKICTb BigOOpPaXKyBaHMUX YAaCTUHOK AMHAMIYHO 3MIiHIOKOTbCA 3aNieXXHOo Bif TOro,
HaCKIiNbKKM Oaneko edbeKT 3HAaXOAUTbLCH Bif KaMepUn rpaBLsd. XapaKTepUCTUKU PIBHIB
ajanTauii Halwa KoMaHaa onucana B Tabnuui 6.

7a61mysa 6
PiBHi peTanisauii
LOD AucTtaHuia Kinbkictb AKicTb CPU Cost
YaCTUHOK
LOD O 0-10m 100% Ultra 100%
LOD1 10-25m 50% High 45%
LOD 2 25-50m 25% Medium 20%
LOD 3 50m+ 10% Low 8%

B uim cnucteMi My BUAOINMAM HOTUPW OCHOBHI PiBHI JeTani3auii:

LOD 0 (0-10 meTpiB): HamBuLa akicTb (Ultra). BinobpaxkaeTbca 100% YaCTUHOK,

ane ue BmMarae 100% BuTpaT pecypciB npouecopa (CPU Cost).

All rights reserved | CC BY-SA 4.0

www. logos-science.com 146



2026 9 38 13Y; /
AOT B3

MM 16.
COMPUTER AND SOFTWARE ENGINEERING

LOD 1 (10-25 meTpiB): Bncoka akicTtb (High). KinbKiCTb YaCTUMHOK 3MEHLLYETbCA
00 50%, a HaBaHTaXkeHHa Ha npouecop nagae oo 45%.

LOD 2 (25-50 mMeTpiB): CepenHa gakicTb (Medium). Ha ekpaHi 3anmwaeTbca
nuwe 25% 4acTMHOK, Wo 3HMxKye BuTpatn CPU 0o 20%.

LOD 3 (IMoHan 50 meTpiB): HM3bka aKicTb (Low). Ona BigganeHux edbeKTiB MU
peHoepnMo nuwe 10% 4YaCTUHOK, 3anuMLlatoumM MiHiManbHE HaBaHTaAXXeHHS Ha

npouecop y po3Mipi 8%.

Tabuuysg 7
MopiBHANbHA Tabnuua pe3ynbTaTiB oNTUMI3auii

MeTpukKa 0o OonTtumisauii Micna OnTumMmisauii MokKpalueHHs
CepepnHin FPS 32 58 +81%
1% Low FPS 18 45 +150%
GC Alloc/kagp 25 MB 0.08 MB -97%
CPU Time (effects) 18.5 ms 42 ms -77%
Draw Calls 520 18 -97%
BaTtumHr Efficiency 35% 94% +169%
Memory Usage 485 MB 312 MB -36%
Load Time 32s 18s -44%

Pe3ynbTaT oONTUMI3aLUii Kooy nporpaMun O6ynuv 3agoKyMeHTOBaHi Halloko
KOMaHOow B Tabnuui 7.

NMOPIBHAHHA NPOAYKTUBHOCTI: FPS [lo Ta Micna OnTumisauii
Unity 3D Magic VFX System
70
B o onTumizauii
EEE Ticna onTumizauii

&
=3

FPS (kagpie 3a cekyHay)
w
=

2
1

0
1]
o

Crpec-
TecT

OAMHOYHWRA
KacT aTaka

agibHicTe

CueHapiil BHKOPHUCTAHHA

Puc. 1. MopiBHAHHSA FPS ana pi3sHMUX cueHapiiB BUKOPUCTaHHS

Ha ubomy rpadiky MM Hao4YHO BiOO6GPa3nUNIM KagpoBy YacToTy Y N'aTK Pi3HUX
iIrpPOBUX CUTyaLiaxX. AKLWO NpWY OOMHOYHOMY 3aCTOCYBaHHI Marii obumaBi cuctemm
BMOaBanu ctabinbHi 60 FPS, To B cKNagHiLLMX CLUeHapiax pisHMLUA cTana abcontoTHO
o4yeBmaHoto. INig Yac MacoBoi BiMKK cTapui Nigxin 3abesnedysas nuwie 28 FPS, Toai
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9K Halla HOBa OMTUMI30BaHa CMCTeMa BTPMMasa MoKa3HKWK Ha piBHI 55 FPS. HaBgiTb
Y HAMXOPCTKILUMX YMOBaXxX CTpec-TeCcTy HOBa apxiTeKTypa 3Morfa 3abesneunTu
NPUNHATHI 28 FPS nopiBHAHO 3 abcontoTHO HeirpabenbHuMmu 8 FPS po
npoBegeHHsa onNTMMi3aLlii.

CTABINBHICTE NPOAYKTUBHOCTI
Mpotarom 60 cexyHa MacoBux edekTis
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Puc. 2. CtabinbHicTb FPS npoTarom 60 cekyHA MacoBuUX epeKTiB

Llen rpadik 4eMOHCTPYE NOBeaAiHKY rpu Y Yaci Mpu TPpMBaNioOMy HaBaHTaXXEeHHI
MacoBUMMK edeKTaMmn. YepBOHa NiHid, WO BigNoBigaE CTaHy 40 ONTMMI3aLii, MOKa3lye
CTPIMKe MafdiHHA NPOAYKTMBHOCTI: MoYaBLwmK 3 60 FPS, rpa mocTynoBo mpocigana i
yepes 60 cekyHO Nedb BuaaBana 24 FPS yepe3 NocTinHe HaKOMUYEHHA CMITTa Yy
naM'aTi Ta 3arafibHMIN NeperpiB obuymcieHb. HaToMiCTb 3eneHa NiHig, aKa Bigobparkae
po6oTy Mmicna onTMMisauii, 6e33anepedyHo 0oBOONTb eDEKTUBHICTb HALLOMO MyJliHrYy
Ta BNpoBamxeHHsa Job System, ockinbku FPS 3anmiwiaBca cTabinbHMM Ha piBHI 55-60
KagpiB MPOTAroM yCi€i XBUIUHW IHTEHCUBHOIO TECTYBAHHSA.

3MEHLUEHHA GARBAGE COLLECTION
OnTumizauisa BuaineHHa nam'ati
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Puc. 3. 3aMeHweHHA GC Alloc Ha 97%
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Ha WocToMy pUCYHKY MU 3adikcyBanu KonocalnbHe NagiHHA HaBaHTaXXKeHHA
Ha Garbage Collector, ake cknano MiHyc 96,8% 3aMBOro CMITTS 3a KOXXeH Kaap,
3MeHLWwmBLLIKMCH i3 2,5 MB oo 0,08 MB.

Ta6/1mmuysa 8
TanMiHrmn gnga pisHUX cueHapiiB
CueHapin Kmbch.Tb FPS 0o FPS Nicnsa CTabinbHicTb
EdekTiB
OOWHOYHMM KacT 1-5 60 60 CtabinbHo
KomMb6o aTaka 10-25 45 60 CtabinbHoO
MacoBa 6ilMKka 50-100 28 55 Mamyke cTtabinbHo
Ultimate 30i6HicTb 200+ 18 42 MpUMHATHO
CTtpec-TecTt 1000+ 8 28 Hun3bka

BUCHOBOK

MiocymMoBylOYM BUKOHAHY pPOOOTY, Halla KOMaHOa MO)e 3 YMNeBHEHICTHO
3a9BUTK, WO pPO3pobneHa Ta BMNpoBamKeHa MeToAoNoria onTUMI3aLii MOBHICTIO
BMNpaBOana cebe, O03BOMMBLUM YCMILLHO BUPILLUTU KPUTUYHI npobnemMm 3
NPEOAYKTUBHICTIO Mid Yac BigManbOBYBaHHA MACOBMX MaridyHMx epeKTiB. 3aBOSKMU
KOMMNEeKCHOMY nigxody, Wo 6a3yeTbca Ha MNPpUMHUMMOI «TpboX S», Ta rNmbokin
iHTerpaLii cydacHux iHCTpyMeHTiB Unity, Takmx ak C# Job System, Burst Compile,
ONTUMI30BaHMKM MNyniHr Ha 6a3i Native Containers i GPU Instancing, M1 3mMornm
Ha3aBXXOW YCYHYTM FOMOBHI "By3bKi Micua" Halwoi apxiTekTypw. Ham Boanocs
MOBHICTIO MO30YTUCA MIKpPO3aBKMCaHb, 3BIBLLUM AMHaMIYHE BUAINEHHa MaM'aTi oo
abCOMOTHOrO HyN4, PO3BaHTAXXUTU TFOMOBHUW MOTIK MpoLuecopa Ha 77% Ta
3MEHLLUNTU KIiNbKICTb BUKAUKIB BigManboBYBaHHA Ha 6e3npeueneHTHi 97%. Y
pe3ynbTaTi cepefHi MOKa3HMK YacTOTK KagpiB 3pic Ha 81%, a cTabinbHICTb Fpw Mig,
4ac HaMBaXXYMX CTPEC-TECTIB i3 TUCAYaMKM OQHOYACHUX edeKTIB Ha eKpaHi gocarna
LLITKOM irpabenbHOro piBHA, 9KMIN paHille 30aBaBCs HaM TEXHIYHO HEOOCAXKHUM.
HanronoBHilLMM 3000yTKOM L€l iTepaLlii cTano Te, Lo MU KapanHanbHO 3HU3UAM
3arasibHe HaBaHTaXXeHHA Ha cucTeMy Ta NIAroTyBasiM FHY4UKY apxiTeKTypy OO
nodanblloro MaclTabyBaHHA KOHTEHTY, 36epirwim npuv LUbOMY OpPUriHaNbHY
6e3KOMMPOMICHY 4KiCTb Bi3yallbHOI CK/1a[0BOI, WO B MiACYMKY rapaHTyE HallUM
rpaBUSAM MaKCUMabHO MMaBHUIN Ta 3axOMMBUM remmnnen y oyab-aKux irpoBmx
CUTyaLiax.
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