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This work is devoted to the research of available methods of rendering
optimization with the usage of game engines and libraries using JavaScript
programming language. The main goal is to provide a comprehensive analysis of
optimization methods for rendering, that are used in most popular video game
libraries, empirically measure their performance and compare them with each
other. As a result of the research, a separate library will be made, that combines
the most effective methods of optimization, and it’s performance would be
compared against existing data.

CporosiHi po3poOKa BIJICOITOP € OJHIEI0 3 HAWBAXIMBIIIMX 1HIYCTPIH
3 TOYKHM 30py pO3BUTKY TexHosorii. [lIBUAKMMHM TeMmaMu pO3BUBAETHCS
KOMIT I0TepHa Tpadika, 1110 B CBOIO YEPTy CIOHYKA€ PO3POOHUKIB IIYKATH HOBI
METO/AM ONTHUMI3allii mpolecy BinoOpaxkeHHs Tpadiku. MoBa mporpaMmyBaHHS
JavaScript e wnadinmonymspuimor y Web cepemoBuii, a TaKOX OJIHIEIO
3 HAMMOIMPEHIIKUX MOB B3arajil. Xo4a iCHYIOTb YCIIIIIHI IrPOB1 3aCTOCYHKH 1A
MOBIi, Hapa3i eKocHcTeMa JIaHOT MOBU MPOTPaMyBaHHs HE Ma€ TOTOBHUX PIllIEHb,
K1 MOTJIM O 33JOBUJIBHUTU NOTPEOU PO3POOHUKIB Ta HAAATH IM MOKIIMBOCTI JUIS
BIIOOp@KEHHA HAWCY4yacCHIIOlI Ta HaWHOBIOI Tpapiku 13 JOCTaTHBHOIO
mBuaKoAI€0. Came TOMy TeMa IbOTO JOCTIHKEHHS CTaE 0COOIMBO aKTyalIbHOIO,
CIUPAIOYKCh HAa aHAJII3 ICHYIOUMX METO/IB ONTUMI3allli pEHAEPUHTY B OOpaHOMY
CepelloBHUIL, MOro aHamizi, CUCTeMarTu3allli Ta CTBOPEHHI B pe3yJbTaTl
JOCITIJIKEHHS TIPOJIYKTY, SIKUW MOKE BUPIIIUTHA 00paHy mpooiieMy.

B sxocTi ocHOBHHMX Oynu 0OpaHi eMITIpUYHI METOAU MPOBEACHHS
nociikeHHs. lle MoXHa MOSCHUTH THUM, IO 3@ iX BUKOPUCTAHHSIM MOXHA
B pIBHUX YMOBax OI[IHUTH TMPaKTUYHY IIBUAKOMII0O Ta €()EKTUBHICTD
MPUCKOPEHHS Bl BUKOPHUCTAHHS PI3HUX METOAIB ONTHUMI3allii BiIOOpaKeHHS
BEIIUKOI KUIbKOCTI TpadiuHux 00’eKkTiB. B mporieci JOCHiKEHHS B PIBHUX
yMoBax OyJIO CTBOPEHO HEBEJIMKUN MPOTrpaMHUMN 3aCTOCYHOK, SIKUA JTUHAMIYHO
BUKOHY€E PEHJIEPUHI TEBHOI KUIBKOCTI JUHAMIYHUX aHIMOBAaHUX 300pa’keHb
y ctaHi pyxy. OCKiIbKH 3allyCK Ta PEHIICPUHT BUKOHYIOTHCSI B PIBHUX YMOBaX,
3aBJSIKM TAKOMY METOJY € MOKJIUBICTh OI[IHUTH, HACKUIBKU €(EeKTUBHI CIIOCOOU
MaJIOBAHHS BUKOPUCTOBYIOTh ICHYIOUYI MPOTPaMHI PIIIEHHS.
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JIJis BUKOHAHHS JOCHIKEHHS OyJI0 BUKOPUCTAHO TPU HANMOMyJSpHIII
0i0moTexkn Ha MOBI mporpaMmyBaHHs JavaScript 3a peidtuHromM Ha TIaTdopmi
GitHub, sixi migTpumyroTs MamoBaHHs ABOBUMIpHOI rpadiku: Phaser.js, Pixi.js
ta Excalibur.js. [Ins koxHOi 3 HEX OyJI0 BUMIPSIHO CEPEAHIO KiIBKICTh KaJpiB
Ha CEKyHIy IIiJI 4Yac PEHIEPUHTY Ha €KpaHi 3aJdaHoi KUIBKOCTI CIIPauTiB.
Pe3ynbTaT TpPOBEACHOTO JOCTIIKEHHA 13 TOPIBHAHHAM  IIBUAKONII TpuU
MaJItOBaHHI CIIPANTIB 3aHECEH1 10 TaomuiIl 1.

Taomung 1
Crpaiitr/bibmioTeka Phaser.js Pixi.js Excalibur.js
100 1020.69 3117.65 1370.85
500 1040.01 2599.27 57.43
1000 955.30 2051.55 13.54
5000 348.71 831.20 0.52
10000 139.26 481.70 0.37
50000 7.98 74.68 0.11
100000 2.00 54.26 0.01

Sk MokHa ToOaunMTH 3 TaOmuIl, PiXi.JS € HaWMIBUAIIOW 3 YCIX TPHOX
010mioTek, i omHOYacHO 3 1M EXxcalibur.js e naiinmoBimbHIMIOW0. L{e 3ymMoBIIeHO
taM, 110 PiXi.JS BHKOPHCTOBYE IEKiibKa PI3HUX METOZIB ONTHMI3allil, SKi
B CYKYITHOCTI JIal0Th 3HAYHUN MPUPICT 10 MBUAKOAII. ExcriepumenTaabHo Oyi10
BUsIBIICHO, 110 Bukopuctanus WebGPU Hagae OUIbIINI IPHUPICT 10 IIBHAKOIII.
OpHouacHo 13 MM J1aHa 010J110TeKa BUKOPUCTOBYE TaKl METOAM, SIK KEITyBaHHSI,
rpynyBaHHsI 00’€KTIB, BUKOPUCTAHHS aTJIiaciB TEKCTYp 1 TaK-3BaHUW OAaTUiHT.
VYci MeToau B CYKYITHOCTI HamlpaBjieHI Ha Te, 00 3MEHIIUTH HaBaHTaXKCHHS
Ha GPU Ta KiJIbKICTh HOTO BUKIIUKIB 3 MPOTPAMHOTO KOY.

Bapto 3asHaumtn, mo BukopuctamHs WebGPU B Pixijs e
eKCIiepuMeHTalbHUM. B cBoro uepry, Excalibur.,js, sk HaiinoBupHIIIA
3 TphOX 0i0ioTeK, Hapa3i BukopuctoBye WebGL — 1ie mMeHm ontumanbHO 3
Touku 30py mBuakonii. OkpiM mporo, Oatdinr B EXxcalibur takox mparoe
1HaKIlIe, BUKOPUCTOBYIOUM OUIbIIY KUIBKICTh HEBEJIHMKUX 332 OOCATOM BUKIIMKIB
JUTSL PEHJICPHUHTY, B TOH 4ac sk PiXi.JS HamaraeThcst sskomora OuIbIIe 3MEHIIUTH
iXHIO KIJTBKICTh. Tako 3a paxyHOK BHUIIOTO PiBHS aOCTPAKIlli 3 BUKOPUCTAHHAM
Entity-Component  System, Excalibur.js cTBoptoe BuIlle HaBaHTaKCHHS
Ha CPU, 1o 3arajgom 3HMKYE IIBUIKOIIFO 3aCTOCYHKY.

B pesynbrati qocnipKeHHs Micis TPOBEICHHS aHAI3y ICHYIOUUX PIIIeHb
Oys0 po3po0seHo BiacHy 010110TeKy, sika KOMOiIHye B 001 HaliKparili 3 HasBHUX
METO/IIB OMTHUMI3aIlii, sIKI €eKCIIEPUMEHTAIBHO JTaBAJIM HAMOUTBITUN TPUOYTOK 110
MIBUIKOAIT 10 PEHIEPUHTY 3-TIOMiXK mMpoaHami3oBaHux. CTBopeHa 010yi0TeKa
noHicTio miaTpumye WebGPU, epekTHBHO BHUKOPHUCTOBYE INEHACPH, aTiacu
TEKCTyp, OaTuinr, miarpumye WASM 1 Moxe mpaifoBaTd Ha HU3bKOMY PiBHI 3
rpadiuHUM MPOLECOPOM, MPU LILOMY HAIAI0UH 3pYUHUl A po3poOHukiB API.
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Byno mpoBeneHo aHanoriyHe JOCHIIKEHHS 3 BUMIPIOBAHHSAM IIBHIKO/III.

Pe3ynbraty mopiBHSIHHS MIBUAKOAIT MOKHA TOOAYUTH B TaOIHII 2.

Tabmuusa 2
Crpatitu/bibmioTeka Phaser.js Pixi.js Excalibur.js %?%E’I?gfgfaa
100 1020.69 3117.65 1370.85 2078.28
500 1040.01 2599.27 57.43 2201.99
1000 955.30 2051.55 13.54 2124.43
5000 348.71 831.20 0.52 1748.59
10000 139.26 481.70 0.37 1436.89
50000 7.98 74.68 0.11 589.54
100000 2.00 54.26 0.01 326.20

Po3pobiiena rpadivna 6i0mioTeka eeKTUBHO IHTETPYE Y COO1 METOAM JIJIst
onTUMI3alli 3 IHIIKUX 010T10TEK, Ta 3aBMISIKM 1X CYMIIIEHHIO Ta KOMOIHAIII1 B cO01
HalKpalmx 3 HasBHUX METOJIIB, JO3BOJISIE JOMOTTUCS OUIBIIOT IMIBUIKOIIT, HIXK
1HII, 3HAYHO MEPEBUILYIOYM MIBUAKOAII0 HaBITh SKIIO Ha €KpaHl
B1JI00pa’Ka€ThCS BEJIMKA KIJIbKICTh CIIPANTIB.

B pesynbraTi nochimpkeHHs Oyio JAETaJbHO MPOAHANII30BAaHO HAasIBHI
METOAM ONTHMIi3alli B ICHYIOUMX IrpoBUX 01010TE€Kax I MOBH
nporpaMmyBaHHs JavaScript, BusBiIcHO Hale(EKTHBHIII METOIU OITHMI3allil
B KOXKHIM 3 HUX, MPOBEJACHO MPAKTUYHY YaCTHUHY JOCTIHKEHHS 3 iX KoMO1HaIi1.
3aBASKM BHUKOPUCTAHHIO EMIIIPUYHUX METOJIB 3A1MCHEHO BHUMIPIOBAHHS
3pOCTaHHS MIBUAKOAII BiJl iX KOMOIHOBAaHOTO BHUKOPUCTaHHS B CTBOpEHIN
0i6mioTeri. 3’scoBaHo, 1O OOpaHi METOAM € JIWCHO e(EeKTUBHUMU
1 3a0€3MeuyoTh 3Ha4HE 3POCTAaHHS MIBUKO/IiT TPOrPaAMHUX 3aCTOCYHKIB.
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