JIOJATOK A

['padiunnmii matepian kBanidikaiiiHoi poooTH
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XapKiBCbKUM HaLiOHaNbHUIM YHIBEPCUTET Paai0eNneKTPOoHIKK
Kageapa EOM

MOZEI, METOAM TA 3ACOBU ONTUMIZALLIT PECYPCIB B ITPOBUX
3ACTOCYHKAX

KeanidikalinHa poboTta
Bpyrui (Marictepcbki) piseHb

3p06yBau: KepiBHUK:
cT. rp. CMNm-23-3 npog. kKad. EOM
Ceprees [laHuno ®eceHko T.T.

Yomy onTumisauia pecypcis BaXknmea?

(0 ® Fah

ObmexeHi pecypcu ObmexeHuin yac MpoAyKTUBHICTD
ObmemeHicTs pecypcis HeedekTMBHI BUTPATH Hwzawkun FPS, BHachigok
BinbWwocTi npUcTpois Ta NACEHOrO Yacy 4Oro KOPWUCTYBaYi IrpoBKX
% HagmipHe BUKOPWCTaHHA HanocTikHy pospobry 33CTOCYHHKIB OTPUMYHOTE
CNPUYKMHAE IHUMEHHA T3 HANALITYBAHHA HeraTMeHMA goceig,.
NPOAYKTHBHOCTI. ob'enTiB irpoBoi cueHK.

Josrotpuaeana pospobua,
Lo NPU3BOAWTE 40
HeraTtuey 3 Boky rpasujs.



AHani3 craHy npobaem

CeiTnogi edpekTH

HeedekTuBHE BUKOPUWCTaHHA
ebygosaHmx meToais Ta
IHCTpymeHTIB reHepawii
CEITNOBMX edeKTis.

Mam'ate

HeedextveHa opranizayjin
CTRYHTYPW iHGopMmaLi bes
L0AATHOBKUX 3MIH.

MerTa Ta nocTtaBneHi 3apavi

MeTa — cTBOpeHHA mogenei, metogis Ta 3acobie gna
ONTUMI3aUii pi3HMX CKNAA0BUX IPOBKUX 3aCTOCYHKIB.

JocnifgeHHA IHCTPYMEHTIB reHepali OCBITNeHHA Ta

BNAWBY CTPYKTYPU iHbOpMaLii Ha 3aBaHTaMEHHA

nam’aTi.

Pospobka mogeni pnsa reHepadii ocBiTAeHHSR,
anropuTMy ONTUMI3aLii nam'aTi Ta iHTepdeitcis 4nA

NOKPaLLEHHA PO3POOKK rpu.

AHanis poboTi cucTem Ta NOPIBHAHHA pe3ynsTaTie.

ABTOMaTM3aLiA

HegocTtatHeo onTumizoBaHi
iHTEephencH KepyBaHHA Ta
HanawTyeaHHa ob'exTiB abo
CUCTEMW OAHOPIGHWX
ob'exkrTis.
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Mopenb napanenbHoi reHepauii OCBITAeHHA

BuKopwucTaHi TexHonorii

Job System — gnA weMakoi Ta

IDEFO-HOTauia mogeni

BesneyHoi napanenizauji 3aaau.

Burst Compiler = gna ontumizauii

BWXiAHOrO KoAy.

Compute Shader — ana

napanenisauii 3agavi Ha .

Shader Graph — gna cTBopeHHA

AONOMDKHMX WeWaepie.

B JkrSysars Cerprstase

s eokored Light
oo I

Enageriiingh

Mopaenb napanenbHoi reHepaLii OCBiTA€HHA

3anexHicTb 4yacy Big poamipy
Mmanu

3a rpadikom, MoXHa NobaquTK,
WO Npw 3BiNbLWEeHHI KinbKocTi

PAAOKIB TA CTOBNWIB MaTpMUj, Yac
30iNbIWYETHCA HE HRATO CHABHO.

CPU & GPU Time vs Size

E e o

3anexHicTe yacy sig po3mipy
Manu 1a peXumy Konbopy

3a rpadikom, MoxHa nobaqmTy,
WO PEMMM KOBOPY MaHME He
gnauveac. [poTe ocHoBY
HAaBAHTAMEHHA CHNAAAE Came
PO3MIP MaNKW OCBITAEHHA,

CPU & GFU Time vs Size and Color
Mode

3aneMHicTb Yacy Big KinbKocTi
Axepen csitna

3a rpadikom, MoXHa NobBaquuTy,
WO WBKAKICTE EQMHOMD
OHOBAEHHA MAMNK HE 3ANEMHTE
Bid KinbKOCTI AxMepen
OCBITNEHHA.

CPU & GPU Time wvs Number of light
SOurces

B o Torse o)
2 G Thre )

U
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Mopenb napanenbHoi reHepauii OCBITAeHHA

HoBW3Ha

ApanTosaHa oo CI'IELLHitliHM 2D cepenoBMLL i3 HOpIBHHﬂbHHI?‘I rpad)”_{ 3 U RP
NOCTIHHO 3MIHIOBAHWM KOHTEHTOM.

Light generation time
Mae BigKpUTY apxiTEKTYRY, WO CNpoLLye T
afanTaui nig noTpebu KOHKPETHOID NPOEKTY

JocArHeHHA BUCOKOI NPOAYKTMEBHOCTI 3aBaAKM 1 I I I I I |
napanentHii obpobui aaHmx. , AN __HN O i NN 0
Light saurce count

Mo¥AMBIcTb MacwTabyBaHHA KiNbKOCTI e e e
amepen ceitna bes icToTHOl BTpaTK
NPOAYKTMBHOCTI,

Mopaenb ontTumisauii nam’ari

BuKopwucTaHi TexHonorii Anroputm ontTUMmisauii nam’aTi

Struct Layout Attribute —go380ns€ KepyBaTty fj_w_t}
DO3MILLEHHAM NOJIB ¥ CTPYKTYDI B nam’aTi. 1

s 4
‘ Qptimize data ‘

e
Field Offset Attribute — 3anae acys nona e BairTax, Msk

ANA KOHTPONK PO3MILLEHHA AaHMX y Nam’ ATi. v
Use afinbutes to
ogance data

Object Pooling — TexHika nostopHoro l
BMKOPWUCTaHHA 06 EKTIB 3aMicTe CTBOPEHHA HOBMX. ‘ Create reusage

sysiem

Object Caching — sbepemeHHa vacTo ¥

i . b Dita comprassion
BMKOPUCTOBYBaHWX 06'eKTIB y nam’aTi, ana ‘ ) ‘
YHUKHEHHA NOBTOPHOMO 33BaHTAMEHHA.



Mopenb onTumisauii nam’ari

3aneMHicTb Big 40AaTHOBMX BUPIBHOBaHb 3anexHicTb Big TMNY gaHMX
3a pe3ynLTaTamMM TECTYBAHHA MOMHA NOBaYMTH, Wo 3a pe3ynkTaTamM TECTYBaHHA MOMHA HAOYHO
AHLLO BMKOPUCTOBYBATK aTpubyT Struct Layout i3 nobauuTi pizHKL ¥ BMBOPI Mix KNacamKn Ta
3aBTOMaTU4YHMM BMpiBHIOBaHHA (Pack = 4) KinkkicTe CTpYKTypamu. Came TOMY, AKLIO € BENMKMIA MacHB
BuraineHol nam'ATi Binbwi g 1.3 pazu Hix npwK [aHKWX, TO KpaLle BUKOPWCTOBRYBATH CTRYKTYPY. Hnacu
onTUMiZoBaHOMY pileHHi (Pack = 1). H KpaLLe NMWIKMTK Ha NoBeaiHky ob'exTiB.
Pack = 4 (Default) Class

Pack = 1 (Default) Struct

10

Mopaenb ontTumisauii nam’ari

HoBu3Ha
. . NopisHANbHWIA rpadik o Ta nicaa
HDMI’II‘I.EI{CIZ’_BCMC:I'EF:'\B'I.'L‘IBBLI,IH CYYaCHWX METOOIB 3acToCcyBaHHA Ul‘lTl-"lMi3aL|,i.|-
onTUMIZaUl Nam ATI B IFPOBKWX 3aCTOCYHKaX,

Unoptimized vs optimised structure

OBrpyHTYBaHHA AOLINBHOCTI BUKOPWCTaHHA
HU3bKOpieHeBWx 3acobis ynpaeniHHa nam’aATTo.

Permorny [ME}

AHANI3 eQPEKTMBHOCTI TEXHIK MOBTOPHOTO T ——
BMKOPMCTaHHA 06'exTiB. o
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ABTOMaTU3aLifA npoueciB po3pobku rpm

BukopwuctaHi TexHonorii Cuctema meHegKMeHTY
o06’ekTiB B Unity

Unity Editor class — 6azoBuif Knac
ANA PO3IWMPEHHA IHCNEeKTopa
KOMMNOHEHTIB Y peaakTopi Unity.
Unity Editor Window class —
[03BONAE CTBOPIOBATH BAACHI BiKHA
ANA IHCTRPYMEHTIB Ta aBToMaTH3aLlii.

Property Drawer — pegarysaHHA
sinoBpameHHA nonie y iHcnekTopi 3a
AONOMOroK aTpubyTis.

Attribute— miTKa, Wo gonae
meTaiHdopmalio go nona, meToay
abo knacy.

ABTOMAaTM3aLiA NpoueciB po3pobKu rpu

Cuctema HanawTyBaHHA Finite [JonaTtkoBi enemeHTH
State Machine gnha NPC Al KOpUCTYBaLUbKOro iHTepdency




13

AsTOMaTM3aLiA npouecis po3pobKu rpu

HoBW3Ha

1

Po3poBneHo KacTOMHY CUCTEMY MEHELKMEHTY

06'exTiB Yepes Editor Window.

PeanizoBaHo IHCTPYMEHT BidyanbHOro

HanawrTyeaHHA Finite State Machine gna NPC.

O6uaBa iHCTPYMEHTKW MOBHICTHO aganToBaHi
nig, Byab-AKWIA NPOEKT.

BucHoOBKMU

ObnacTb BUKOPUCTAHHA

1

Mogent reHepauii OCBITNEHHA = JOPEYHO
BMKOPWCTOBYBATH 404 2D irop 3 AMHaMiuHKMM
irpoeum ceitom. Hanpuknag «Sandbox».

Mogeni asToMaTH3aUii — € MOMAMBICTE
iHTerpauii 4o Byab-AKOro NPOEKTY Yepes
CBOK FHYYKICTD.

Mogens onTUMisauii nam’aTi — momHa
BMKOPWUCTOBYBATH B ByAb-AKOMY NPOEKTI.
MNiaxoauWTse AK 03HaROMANIOBANBHWIA MaTepian
Ana noyatkisuis y GameDev i He TinbKK.

MopiBHANLHWIA rpadik Yacy CTBOPEHHA Ta
HanawTysaHHa ob ekTiB

Creariian and Canfiguration Tims

MopieHANLHWEA rpadik Yacy BUKAMRY
TECTOBOIO METOLY

Fumetion Essostion Tine

14

LLlo MO>XHa NOKpaLWmUTH?

1

Mogene reHepadji 0CBITNEHHA — MOMAKEBE
BAOCKOHA/NEHHA CUCTEMM Yepes Nnepeornag
NOTOYHMX 3ATOPUTMIB reHepauii ceitna.

Mopaeni aBTomMaTH3auUil — po3rNAHYTH
MOMNMBICTE AOAABAHHA HOBOTO POAY BIKOH
Ta AONOMIMHKUX aTPHBYTIB.

Mogens onTumizauii Nam'aTi — poarnaHyTH
Binbw rnmMbwe MoMAMBOCTI irpOBKX pyLwiie Ta
ocobaveocTi 3bupada cmitTA.
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BUCHOBKM

3aranbHi BUICHOBKM

1 Yci pozpobneHi mogeni yoniwHo BNPOBagMeHi 40 irpoBoro
NPOEKTY T3 HEOAHOPA30B0 NPOTECTORAHI.

y. EdekTHBHICTE Mogeneid nigTeepMKeHa pe3ynsTaTamm
pi3HOro BUAY TECTYBaHb.

3 MNobygoBaHo BEKTOR HaNPAMKY ANA MaiByTHIX
po3poboK Ta BAOCKOHANEHb ICHYIOYMX.

Anpobauia oTpMMaHUxX pe3ynbraTis

Cratra y KypHani, matepiany AKOro BXoAATb A0 nepeniky paxosux BuaaHb YKpaiHv
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CTBOPEHHA MY3IWYHO-ITPOBWX NpoekTie: BGibniomeTpuuHMiA aHanis, 36ipHWMK HayKOBMX npaub. CUCTEMMH
ynpaeniHHA, Hasirauii Ta 3e'asky, 2025, Tom 2, No80.
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