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PE®EPAT / ABSTRACT

[TosicHroBasibHA 3amucKa MicTUTh: 71 c., 21 puc., 3 Tabi., 26 Kepern.

OIITUMIBALLA, ITPOEKTYBAHHS, TECTYBAHHA, BURST, DOTS, ECS,
JOB SYSTEM, UNITY.,

OG6’eKTOM JOCIIJKEHHS € CKJIaJIHI IPOB1 MPOrpamMHl CUCTEMH, 1[0 BKJIIOYAIOTh B
ceOe BENMKY KUTbKICTh 00’ €KTIB Ta CKJIQAHUX (HI3MYHUX OOUUCIICHD

Metorw poOOTH € TPOBEICHHS IOCIIDKCHHS Ta aHalli3 METOJIB ONTHUMI3alii 1
MPOCKTYBAIBHUX  PIllIEHb, CHOPSIMOBaHI Ha IMIJBUIIEHHA MPOAYKTHUBHOCTI Ta
e()EKTHUBHOCTI CKJIaIHUX ITPOBUX MPOrPaMHUX cucTeM y cepenosuii Unity.

Meronamu po3poOKH Ta MPOEKTYBaHHS € aHAII3 ICHYIOUMX METOJIB ONTHUMI3aIi
Ta NPOEKTYBAJIbHUX MIAXOAIB B IrpOBId po3poOlll, €KCIIEPUMEHTaIbHE MOPIBHIHHS
€(EeKTUBHOCTI PpI3HUX MIAXOAIB HA OCHOBI BIANOBIJHUX KPUTEPIiB, TaKUX SK
MPOJYKTUBHICTh, IIBHAKOAIS Ta MacIITabOBaHICTh, po3poOKa IHHOBAIIMHMX METOIB
onTHUMi3alii Ta MPOCKTYyBaHHS, CIPSMOBAHUX HAa TOKPAIICHHS MPOAYKTUBHOCTI Ta
e¢(eKTUBHOCTI CKJIQJHMX ITPOBHX IMPOTPAMHUX CHCTEM, TECTYBaHHS pPO3pPOOJIECHUX
METO/I1B Ha MPAKTHI[l Ta aHAJI13 OTPUMAHUX PE3yJIbTATIB.

VY pesynbraTi KBamidikamiiiHoi poOOTH OyJI0 pO3pOOJICHO TECTOBY CIIEHY 3
BEJIUKOIO BEIUKY KIJIBKICTIO 00’€KTIB Ta OOYMCIICHHSIM iX pyXy B KOXXKHOMY Kajpi. 3a
nonomoroto ECS, Job System Ta BURST wmio cueny Oyno oONTHUMi30BaHO Jis
onnovyacHo 3HaxokeHHs 300 000 o6’exrtiB. [IpakThuHa mepeBipka po3poOIEHOTO
pimenHs Ha matdopmi Unity Ta omiHka e(QEKTUBHOCTI Ha PI3HMX YMOBax Ta
3aBJaHHSX. TecTyBaHHS MPOEKTa y JBYX peaiizalliii cepeoBuilla BUKOHaHHS (Scripting
Backend) nns po6otu 3 kogom MoBoto C#: Tpaguiiitna Mono Ta cydacHe pIillieHHS BiJ

Unity po3po6nukis — IL2CPP.

OPTIMIZATION, PROJECTING, TESTING, BURST, DOTS, ECS, JOB
SYSTEM, UNITY.
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The object of research is complex game software systems that include a large
number of objects and complex physical calculations

The purpose of the work is to conduct research and analysis of optimization
methods and design solutions aimed at increasing the productivity and efficiency of
complex game software systems in the Unity environment.

Development and design methods include the analysis of existing optimization
methods and design approaches in game development, experimental comparison of the
effectiveness of different approaches based on relevant criteria, such as performance,
speed and scalability, development of innovative optimization and design methods
aimed at improving the performance and efficiency of complex game software systems,
testing the developed methods in practice and analysis of the obtained results.

As a result of the qualification work, a test scene was developed with a large
number of objects and the calculation of their movement in each frame. Using ECS, Job
System, and BURST, this scene was optimized to find 300,000 objects simultaneously.
Practical verification of the developed solution on the Unity platform and evaluation of
its effectiveness under various conditions and tasks. Testing of the project in two
implementations of the execution environment (Scripting Backend) for working with

C# code: traditional Mono and a modern solution from Unity developers - IL2CPP.

S, Kocenko bopuc AunpapiiioBud, ctyaent(ka) rp. [[13m-22-4, 3mobyBau BuIoi
OCBITH Ha japyroMmy (Mmarictepcbkomy) piBHI Kadempu «IIporpamHa iHKeHEpis»,
3asBJISIIO: MOS KBasidikaliiitHna podora Ha TeMy «JlocTipKeHHsT METOIB ONTUMI3allli Ta
POEKTYBAIBHHUX PIIICHB JJIsl CTBOPEHHS CKJIAJHUX ITPOBHX MPOTPAMHHUX CHCTEM», IO
Oyzae mpenacTaBieHa B €K3aMEHALIMHY KOMICIIO JUIsl MyOJIYHOrO 3aXHCTy, BUKOHaHa
CaMOCTIITHO, B HIii HE MICTAThCA €JIEMEHTH IUIariaTy 1 BOHa MOXe OyTH OIy0JliKOBaHa B
enexktponHomy apxiBi Bigkputoro jgoctyny EIArKhNURE. Bcei 3ano3udenHs 3
JPYKOBAHUX Ta €JICKTPOHHUX JPKEPET MAtOTh BiJIMOBITHI TOCHIIAHHSI.

S o3naiiomnenuii(Ha) 3 AitouuM nojoxkeHHsM «IIpo mpoTumito akageMiyHOMY

riariary B XHYPEy, 3rigHo 3 ssikuM BUSIBIEHHS IJ1ariaty € MiJCTaBOO JJI BiJIMOBH B
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JTONYCKY KBamidikaiiiHoi poOOTH J0 3aXHMCTy Ta 3aCTOCYBaHHS JUCHMILTIHAPHUX

3aXO0/I1B.



SMICT

Beryn
1 AHai3 mpeaMeTHOT Talry3i Ta TOCTaHOBKA 3a1a4i
1.1 AHaui3 mpeaMeTHO1 ramy3i
1.2 3actocyBanns Unity muiatdhopmu
1.3 TIpoGnematuka po3podku y Unity cepenoBui
1.4 IloctanoBka 3amaui
2 AHami3 IHCTPYMEHTIB Y JOCIIIKEHH1
2.1 DOTS
2.2 Unity DOTS Technology Stack: KomnonenTu Ta MO>XXIJIUBOCTI
2.3 Profiler
3 Po3po6xka TexHiuHoro pimieHHs. TeopeTnune nogaHHs
3.1 MeToau onTuMizalii
3.2 Mogenb it TECTyBaHHSA
3 Po3po6xka TexHiuHoro pimeHHs. [I[porpaMmyBaHHs MOBEIIHKI
3.1 MonoBehaviour
3.2 CueHnapiii MeHeKEPa
3.3 KemryBanHs
3.4 GPU instancing
3.5 Jobs System
3.6 ECS
3.6.1 KoMmnoneHntu
3.6.2 Cucremu
3.6.3 Pengep
4 TectyBaHHs
4.1 BB BUOpaHUX ONTHUMI3aLIMHUX PIIIEHb HA IPOJIYKTUBHICTh
4.1.1 YMOBHU TeCTyBaHHS
4.1.2 IlpoBeieHHS TeCTyBaHHS
4.1.3 Pe3ynbTaTu TECTYBaHHS

4.2 3anexHicTh MPOTYKTUBHOCTI BiJI CEPEIOBHINA BUKOHAHHS

12
12
13
15
16
18
18
19
20
22
22
23
25
25
26
27
29
30
32
32
33
36
39
39
39
40
43
46



4.2.1 YM0BHU TeCTyBaHHS
4.2.2 TIpoBeiIcHHS TECTYBaHHS
4.2.3 Pe3ynbTaTH TECTYBAaHHS
BucHoBku
[Tepemik mxepen mocuiiaHHs
[Tepemik mxepen MoCUIaHHS 3a HAYKOBHMH HampsMaMH HaYKOBIIiB Kadeapu
MPOTPaMHOI 1HXXEHEPil
Jlonatok A
Homarok b
Homarox B
Honatok I'

Homarox /]

46
46
49
51
53

56
57
58
61
69
70



BCTYII

IrpoBa 1HOYCTpis, HUHIMIHIKA TiraHt i3 ob6oporoM y 200 MuIbSpaiB J0JapiB,
MOJKJIMBO, € CBOTOJHI OJHUM 13 HAWBaXJIMBIIIMX Ta I1HHOBAIIIMHUX CEKTOpPIB
TeXHONOTiil. MOro BaIMBICTH JUIS KyIbTYPH, COLIANBHHX MEpPEK Ta pO3Bar
HEMOKJIMBO HEJOOLIHUTU. TepMiH «IHAYCTpis po3Bar» OuIbIle HE BUKOPHUCTOBYETHCA
TIIBbKK Uit [onmiByay Ta KIHOIHAYCTpii, OCKUIBKH ITpU Temep HagaloTh OJHY 3
HaWOLIBII 3aXOIUTIOI0YUX (POpM po3Bar OLIBII HIXK TPHOM MUIbIPJaM JIFOJICH 10 BChOMY
ceiry. CydacHa irpoBa IHIYCTpis, CTBOPEHA IIOCTIHHO 3POCTAIOYMMH ITPOBUMH
KOMIIAHISIMU, PO3MIMPIOE MEXI TEXHOJIOTiHM, CTBOPIOIOYM MEPENOBl Ta 3aXOIUIIOI0UI
po3Baru [1].

31 301IBIIEHHSIM KIJIBKOCTI T'paBLIB 3pOCTA€ 1 KOHKYpEeHUIA y cdepi po3poOKu
1rop, 10 y CBOIO YEPTry CIIpUSE MOSBI HOBUX IrpOBUX IporpaM. B Hain yac nmpakTuyHO
BCl MOXJIMBI I'POB1 MEXaHIKM BXe OyJIM CTBOPEHI KUMOCH 1 peani3oBaHl B OJIHOMY 3
TUCSY MPOeKTiB. OHAK, MPOCTO HA/IATHU SAKICHY TPy BXKE HE TOCTATHHO JIJISl 3aBOIOBAHHS
KOPHUCTYBaJIbHUIIBKOI yBary.

CborosiHi rpaBliB HEOOXIAHO AMBYBATH, MPOMOHYIOYM iM INOCh YHIKAJIbHE Ta
3axorutotoue. Lle mpu3BoaUTh 10 TOTO, IO ITPU CTAIOTh BCE OLIBIN MacIITaOHUMH Ta
aMOITHUMHM Yy CBOiX 17edX Ta peanmizaiii. 30UIbIIYEThCA CKIAAHICTh SK TMPOIECY
pPO3pOOKH, a i OATBIIOL MIATPUMKH TAKUX TTaHTCHKUX ITPOBUX MPOEKTIB.

Po3pobka Ta minTpumka AA Ta AAA TNpPOEKTIB € BUKIUKOM JjIsi OaraThoX
PO3pOOHMKIB, OCOOJIMBO B YMOBaxX 3pOCTar040i KOHKYPEHIli Ta BUMOTJHBHUX CMaKiB
rpaBiiiB [2]. BiacyTHICTh SKiCHOT ONTUMI3AIlT MOXKE MPU3BECTH 10 HEBAAJIOTO BHITYCKY
I'pU Ha PUHOK.

3 PO3BUTKOM TEXHOJIOT1H arapaTHOro 3a0e3MeUeHHs NepCOHATbHUX KOMIT IOTEPIB
Ta MOOUTBHUX TPHUCTPOIB 30UIBIIYIOTHCS TOMUT HAa TPOrpaMHe 3a0e3nedeHHs, SKe
MOrJIO O €PEKTUBHO BUKOPUCTOBYBATH MOTYKHOCTI Cy4acHUX rpadivaux agantepis [3].

OTxe onTuMizalis MPOyKTUBHOCTI IFPOBOTO MPOEKTY — OJUH 13 BUPIIIATBHUX
dakTopiB uisi MacmTaOyBaHHSA, OCKUIBKH pI3HI TPHUCTPOI MAlOTh PI3HI amapaTtHi
MOXJIUBOCTI Ta oOOMexeHHs. I[IpoayKTHMBHICTH O3HA4a€, HACKUIbKM IIJJABHO Ta

edeKTHUBHO TIpaIfloe rpa, 0e3 3aTpuMOK, 300iB Ta po3psaku akymyistopa. [1[o6
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ONTUMI3yBaTH MPOAYKTHUBHICTh IPHU HEOOX1JHO BUKOPUCTOBYBATH Pi3HI METO/IU, TaK1 K
CKOPOYCHHS KIJIbKOCTI BUKJIMKIB MaJIFOBaHHS, ONTUMI3AIlIS pO3MIPY Ta SIKOCTI PecypciB,
BUKOPHUCTAaHHSA €(EKTHBHUX aJrOpUTMIB Ta CTPYKTYp JaHUX, a TaKOX peaiizalis
KelnryBaHHs Ta oO'eqHaHHs B nyiau [4]. Takox HE0OXiIHO BUKOPHUCTOBYBATH
THCTpyMEHTH TPOGITIOBaHHS AJIsi BUMIPIOBAHHS Ta aHali3y MPOAYKTUBHOCTI MPOEKTY
Ha PI3HMX IUTaT()opMax Ta BUSBJICHHS MOTCHLIMHUX BY3bKUX MICIIb Ta IPOOIIEM.

[linTpuMKa TakUX MPOEKTIB TAKOXK € 3HA4yl[uM acnektoM. [licims Bumycky
PO3pOOHUKH TTOBHMHHI HAJaBaTH TMOCTIHI OHOBJICHHSI, BUTIPABIISATH TIOMIJIKH Ta B3araji
yIIOCKOHAJIFOBATHU TPY, I00 yTPUMATH Ta 3aTy4aTH ayIuTopito [5].

[IBUAKICT, BNPOBA/HKCHHS HOBUX MEXAHIK Ta BUPINIEHHS HAABHUX MOMUIIOK
3QJICKUTH BIJT OOpPAaHOT0 KOMILIEKCY MPOEKTHUX pilieHb. [le oXorioe BCi 4acTUHU
IpOEKTa: CTBOPEHHS Ta HaJAUTyBaHHS ITPOBUX 00'€KTIB, iX  YIpaBIiHHS,
BIIPOBAKEHHSI 3aJIEKHOCTEN, MIIX1] A0 PO3MOAUTY O13HEC-TIOTIKH, YIIPABIIHHS IrPOBUM
LUKIOM Ta CTaHaMH, CKJIAJHICTh i€papXii KiaciB, aOCTpakiii IrpoBUX OO0'€KTIB,
OTpUMaHHS JOCTYyIy JO IHIIMX KOMIIOHEHTIB Yy OO0'€KTI 4YM CIIeHI, CKJIQJHICTh
KOMITOHEHTIB ITPOBUX 00'€KTIB, XapaKTEPUCTUKU OO'€KTIB y Ipi, MoaupiKkalii, 10CTyN
JI0 TUMYAcCOBUX Ta TOCTIMHHMX JaHUX, ceplaii3allis JaHuX Ta ix Oe3meka, mepemaya
JAHUX MK 00'€KTaMU y CIIEHI Ta MK CLIEHAMH, TIOKPUTTS TECTAMU Ta 1HIIIE.

[Ipu upomMy BUOIp OJTHUX PILIEHb MOXKE MEPEKPUBATH MOKIIMBICTh BUKOPUCTAHHS
iHmmx. Hampuknan, sikiio 6i3Hec-jorika 0yzie B irpOBUX KOMIIOHEHTAX, MPUKPITUICHUX
10 OO0'€KTIB Ha CIIEHI, TO 1€ BHUKIWYE TPYIHOUII JUIsi TOKPHUTTS TaKoOi JIOTIKH
ABTOMAaTUYHUMH TEKCTaMU. Y TaKOMY pasi JOBEACTHCS PO3ILITUTH JIOTIKY Ta BI3yalbHY
MOJIC/Ib, III0 Y CBOIO Uepry 30UIbIIMTH Yac, HEOOXITHWHM Ha BIPOBAKCHHS HOBUX
MEXaHiK, aji¢ 3MEHIINTh PU3UK BUHUKHEHHS TOMUIIOK.

Takox Tpu MPOEKTyBaHHI MOTPIOHO PO3pOOJSATH pIICHHS (TMpaBwIIa, MIIXOH,
raiijyiaitHu) He TIIBKY JJIS ITPOBOI JIOTIK1, ajie 1 JAJisl BChOTO, 3 YUM IPOEKT MOB'I3aHUM:
Ha3Ba (ailiiB 1 ManokK, CTPyKTypa 30epiraHHs acceTiB, CTPYKTypa 301pOK, YTHIIITU IS
pO3pOOKH, TECTyBaHHS, poOOTa 13 CHCTEMOIO KOHTPOJIIO Bepcii, O MPOEKTy Ta HOTO
Jerion, poboTa 31 CTOpaMH Ta BUJIMBKA XOT()IKCIB, MOHITOPUHT METPUK, TOMUJIOK Ta

pearyBaHHs Ha HuX [6].
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Po3poOka momaTkoBUX CEpBICIB Ta IapiB aOCTpakilii, KACTOMHUX YTHIIT JJis
penakTopa, MOKPUTTA TECTaMH MOKE 3alHATH 3HaYHUN yac pO3pOOKH Ta OKYIMUTH HOTO
JUIIE Yy JOBTOCTPOKOBIM TMepCreKTHBi. [HOAI M KOMaHIW PO3POOHUKIB 3aiiMaroCs
MPOEKTYBaHHAM 3apajiid MPOEKTYBAHHS TaM, JIe 1€ 30BCIM He MOTpiOHO 3a0yBarouu, 110
B TIEPIITY YePTy BOHU PO3pOOIISIIOTh Tpy. Came TOMy BaXKIMBO 3HAXOJIUTH OanaHC MiX
JTIACHO HEOOXITHMMH TMPOCKTHUMHU DIIICHHSIMHU Ta THMH, 10 HA JaHWA MOMEHT HE
HECYTh NPAKTUYHOI KOPHUCTI.

OTxe, TPaMOTHUH TIIX11 0 MPOSKTYBAHHS MPOAYKTY MOXKE CIPHUSATH IBUIKOMY
BIIPOBAPKCHHIO HOBUX MEXaHIK, yHUKHEHHIO OCHOBHOI MTPOOJIEMH IMIBUIKOI pO3POOKH -
MOSIBI BEJIMKOT KUIBKOCTI 6ariB. Y TakoMy BHUIAJKy PO3POOHUKH MAaTUMYTh MOXKIIUBICTh
BUTPATUTHU OlIbIIE Yacy HA BJOCKOHAJEHHS ITPOBHX MEXaHIK MpoekTy. OnTumizaiis
MPOYKTUBHOCTI Ma€ Oe3Mocepe/iHiil BIUIMB Ha (PIHAHCOBUHM YCITIIX MPOEKTY, OCKUIBKH
BOHA BU3HAYa€ KUIbKICTh IPUCTPOIB, HA SKUX I'Pa 3MOKE ONTHUMAIBHO (PYHKIIOHYBAaTH.
[Ipodaitmiar mpoekTy, Xo4a 1 € TPUBAJIUM 1 CKIAJHUM MPOLECOM, € HEOOXITHOIO
CKJIaJIOBOI0 PO3POOKH, SIKY HEOOXIJTHO BpaxOBYBaTH BIIPOJOBK BCHOT'O IPOEKTY, a HE
3QJIMIIIATH HA OCTAaHHIA MOMEHT.

SIkicHO po3poOJsieHU ONTUMI3AIIMHUNA TUTAaH 13 CHUCTEMAaTHUYHUM YCYHEHHSM
BY3bKHX MICIb Y IPOEKTI OyJie 3HaYHO €(PEKTUBHIIINM, HI)K XaOTU4HI BUIIpaBieHHs. Lle
CIPUSATUME BJIOCKOHAJICHHIO MPOJIYKTY Ta 3a0e3MeuuTh MOro CTablibHYy poOOTY, IO
BIJIIrpa€ KIIOUOBY pOJib y 3a0e3nmedeHH] 3aJ0BOJICHHSI KOPHCTYBaUiB Ta, B KIHIIEBOMY

paxyHKy, ()1HAHCOBOMY YCIIXY MPOEKTY.
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1 AHAJII3 IPEJMETHOI TAJTY31 TA IOCTAHOBKA 3ATAUI

1.1 Anani3z npeaMeTHOI raiysi

OOcsT CBITOBOTO PHHKY Bifieoirop omiHoBaBcs B 248,52 minbsapaa gonapis CIIA
B 2023 poui 1, 3a nporuozamu, gocarae 560,11 minbsipaa gonapis CIIHA no 2030 poky,
U LBOMY CepeHbOPIYHUI TemIl 3pocTanHs ctaHoBUTUME 12,81% 3 2022 mo 2030 pik.

OpnuM 13 HAWMOMYJSPHIMIUX BHUIB PO3Bar B JIAHUHM Yac € BIACOITPH, SKI JAIOTh
IPaBIsIM MOKJIMBICTh TMOPUHYTH B IMPOBHM Ipoliec. 3a OLIHKaMU YTPaBIiHHS
MixkHapoaHoi Toprieiai MinictepctBa Toprimi CIIIA, cBiToBHII pHHOK 3ac00iB MacoBOi
iH(dopmarrii Ta po3Bar pocsr 1,9 tpunsiiona monapiB y 2016 poiii, a HACTYIHOTO POKY
151 nudpa 30uIbImmIacs 10 2 TpWIbHOHIB aojapiB. [lops 13 po3mIMpeHHsIM CBITOBOTO
MeJlia- Ta pO3BaXKaJIbHOTO O13HECY OUIKY€EThCSI OUIKYBAaHE 3pOCTAaHHS CBITOBOI 1HIYCTPIi
Bijieoirop. OUIKYEThCSA, IO PO3BUTOK TEXHOJIOTIA Ta TOCTIHI 1HHOBAIlli SK B
anmapaTHoMy, TaK 1 B MporpaMHOMY 3a0€3ME€YeHH] MPOJOBKYBATUMYTh CIPUSTH
3pOCTaHHIO PUHKY MPOTATOM MPOrHO30BaHOTrO nepiony. Lli 1ocsrHeHHs cipsMOBaHI Ha
MOKpAIIeHHsT peHIepuHry rpadiku y peanbHoMmy dYaci [7]. OdikyeThCs, IO TaKi
(dakTopu SK NOBCIOJHA JOCTYIHICTb CMAapT(OHIB, 3POCTAHHS PIBHS MPOHUKHEHHS
[HTEepHeTYy Ta 3pydYHICTh 3aBaHTAXEHHs 1rop 3 IHTEpHETY CHPUATUMYTH PO3LIMPEHHIO
rajuysi.

MacoBi po3paxoBaHi Ha ©Oaratro KOpUCTyBauiB oHiaiH-irpy (MMO),
oe3komToBHi irpu (F2P) 1 po3paxoBani Ha 6arato KOpUCTYBadiB irpy CTAIOTh BCE OLIBII
MONYJISIPHUMU B pe3yJibTaTl 30UIbIICHHS YKCIia JII0JIeH, SIKi BOJIIFOTh TPAaTH B BIACOITpU
onsiaiiH. O4IKy€eThCsI, IO 1151 MOJENb 30€pEKETHCS MPOTATOM KUTBKOX HACTYITHUX POKIB
[8]. B pesynbTari TBOpI Bif€oirop MNPUAUIAIOTH Oijbilie yBark e()EKTUBHOCTI Ta
CyMiCHOCTI oOJlafiHaHHs. Y TOM ke yac 3MiHa CIOKMBUYMX IepeBar Ta 3pOCTAHHS PIBHS
JTUCKPEIIMHUX  JIOXOJIB Yy BCbOMY CBITI  CHPHUSIOTh  IIMPOKOMACIITAOHOMY
BIIPOBAPKCHHIO TIEPEIOBUX ITPOBUX KOHCOJEH, OCHAIIEHUX CKJIATHUMHU (YHKLISIMHU,
TAaKUMHU SK 3amuc Ta OOMiH, a TakoX KpocmiatrgopmoBuii irpouit mporec [9]. Lli
dbakTopu CHpUSIIOTH TONIMPEHHIO CY4YaCHUX ITPOBUX KOHCOJIEH, IO OCHAIIEHI

ckmagaumu ¢yskiisvu [10].
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IrpoBa 1HAYCTpisl NMPOJOBKYE AEMOHCTPYBAaTH Bpa)kalode 3pOCTAaHHS 3aBISKU
KUIBKOM  KJIIOYOBUM 4YMHHUKaM. OJIHMUM 13 TOJOBHUX CTUMYJIB € TIOCTIiiHE
BJIOCKOHAJICHHs Tpadiku, 3BYKOBHX €(EKTIB Ta amapaTHUX MOXKIUBOCTEH, OOILSIIOUU
IPaBISIM OUIBII pPEaTiCTUYHUNA Ta 3aXOIUTIOIYUN irpoBUi A0cBiA. EBotoris irpoBoi
MEXaHIKH, I0SiBa HOBHMX JKaHPIB Ta IHHOBAlllWHUX METOJIB OMNOBIAHHSA TaKOX
BIJIITPalOTh BAXKJIMBY pOJIb, 3aXOIUIIOIOYM Ta TPUMAIOYM YBary TpaBIliB MPOTATOM
0aratbOX roJauH.

He MoXHa HeETOOIIHIOBATH BIUIMB pO3PAXOBaHMX Ha 0araro KOPUCTYBayiB
PEXKUMIB 1 MO3UTUBHOTO JOCBiAY, SIKHI TpaBlil IUISATHCA 3 APY3IMH 1 cimM'eto. Binryku ta
pekomeHpauli sK OCOOMCTO, Tak 1 B OHJAHH-CHOUIBHOTaX CTalOTh IOTY>KHUM
IHCTPYMEHTOM 3aJy4yeHHs HOBUX ydacHMKIB [11]. Pa3oM 3 TuM, JOCTYINHICTH 1rop Ha
MOOLIBHUX NpHUCTPOsAX, KoHcomsax Ta [IK 3pobuna mpouec rpu 1mie 3pyduHILINM,
JIO3BOJISIIOYM TPaBLSAM HACOJIOKYBATHCS YIIOOJEHUMH IrpamMu y OyAb-sSKHil yac Ta B
OyIb-IKOMY MICLII.

Takox eBomOIis UPPOBOTO PO3MOBCIOHKEHHS Ta MOXKJIMBOCTI PO3PAXOBAHUX
Ha 0arato KOpUCTYBadiB MEpPEX CTBOPHWIIM IUTIJHUN IPYHT JJIi MIKHAPOJHHMX 3MaraHb
ta kiOepcnopty. IIpodeciiini miru, TypHIpU Ta I1HII MOJIi HE TUIBKKA BUSBISIIOTH
MalCTEpHICTh TpaBliB, aje W NpUBAOIIOIOTh BEJIWYE3HY KUIBKICTh TJISayiB,
3aXOIJICHUX JyXOM CYIEpPHHITBA Ta TMparHyTh IMOOAYUTH BH3HAYHI BUCTYIMH
BipTyasibHUX aTieTiB. KiGepcnopT, sikhii CTaB CBOEPIAHOIO AHAJIOTIEI0 TPATUIIHHOMY
CTHIOPTY, MPOJOBXKYE 3aBOHOBYBAaTH MOMYJISPHICTH 1 BU3HAHHS, CTBEPIKYIOUH CBOIO
POJIb y CydacHiil KyJabTypi po3Bar Ta 3Marass [12].

B uinomy, irpoBa iHIyCTpis Ha JaHWM MOMEHT 3QJIMIIAETHCS OJIHIEI0 3 HAWOUIBII

JMHAMIYHO PO3BUBAIOTHCA 1 BIUTMBOBUX raiy3ed y CBITI pO3Bar.
1.2 3actocyBanus Unity muiardhopmu

Po3kBir Unity mnpuHic ICTOTHI 3MiHM B IrpoBy 1HAycTpito. Crnodatky
OpIEHTOBAaHMM Ha 1HAI-PO3POOHMKIB, 1€ I1HTYITUBHO 3pO3YMUIMH JIBUTYH CTaB
KaTajgi3aTOpoOM BEJIMKOTO 3pOCTaHHs B ranysi. Moro goctymHuii poOouwmii mporec Ta

MOXJIMBICTh OararoriaTGopMHOI MyOJTiKallii, BapTICTh SKUX HAa ChOTOAHINIHIA J€Hb
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OIIIHIOETHCSL OLIBII HDK y 6 MUIBAPIIB J0JapiB, JIAUPYIOTh Y CEKTOpPI, 3aXOIUTIOI0YN
60% puHKY cepea po3pOOHHUKIB 1rop, SIKi MParHyTh BUKOPUCTATH MOrO PEBOIOIINHI
MO>KJIMBOCTI B peaTbHOMY Yaci IJis TpadiqHOTO PEHACPUHTY.

[Topanbuie posmmpenHs MoxuBocte Unity, mo 3a0e3nedye BHUCOKOSKICHY
Bi3yasi3allilo Ta TOKpaIleHy OINTUMI3allil0 NPOAYKTHUBHOCTI, MpPHUBEPHYyJIa YBary
BEJIMKUX CTYIIA po3poOku irop. BoHm, siki panimie DOTPUMYBAIHCS MPOIMpPIETaApHUX
neuryHiB abo Unreal Engine, Tenep akTUBHO BUKOPUCTOBYIOTh Unity, BU3HaOUU HOTO
mepeBard, Takl SK IIBUAKUN dYac iTepamii y BUPOOHMYMX IIUKJIAX, LIO JI03BOJISIE
32011 JUTH pecypcu i 101aTkoBo1 po3poOku [13]. [IpoekTu 3 BenUKUMH Or0KETaMU
ta aMmOiTHUMH Macmitabamu, Takl sk Electronic Arts, Microsoft Ta HaBiTh cTymii
Activision, BripoBakxytoTh Unity y CBOi IPOEKTH.

OueBuaHo, mo Unity ctae Bce OUIBIN yHIBEpCAIbHUM JIBUTYHOM JUISI PO3POOKHU
irop Ha IIK, xoHcomsix Ta mMoOubHUX mnpuctposax. [lomymspuicts Unity cepen iHml-
pPO3pOOHUKIB, sIKI HAOYBarOTh MOIYJSPHOCTI 3aBASIKA CBOIM IrpaM 1 KOHKYPYIOTh 13
BU3HAHUMHM TiraHTaMu I1HAYCTpii, MIATBEpIKYe ioro momiHyrody mosuiito [14]. ILle
BIJIKpUBA€E MEPCIEKTUBY, B SKiil OUIBIIICTH ITPOBOTO KOHTEHTY Oyje po3poOJeHOo 3
BukopuctanHaMm Unity anis nmpocyBaHHs 1HHOBaIlii. PyXx cTaB HACTUIBKU MPOCYHYTHUM,
110 BiH 34aTHUI MIATPUMYBATH SIK MPOPUBHI 1HAI-ITPU, TaK 1 BeIMKOMAcIITaOHI AAA-
MIPOEKTH, MPUBEPTAIOUHN yBary CTYA1i po3poOKH irop 10 MOro nmoTeHIiaty.

VYemix Unity y cdepi Bigeoirop mnpuBepTae yBary W IHIIMX Taly3ei, M0
npaiooTh 13 3D-TeXHONOTIAMH, TaKuX K KIHOIHIYCTpis, aBTOMOOUIRHUN AU3aiiH,
apxiTekrypa ta 0araro iHmux [15]. ¥V mux chepax 3D-iHctpymertu Unity B peaqbHOMY
Yaci BUSIBJISIFOTBCS J1y>K€ KOPUCHUMH TSI TOTIEPEAHBOIO MEPErsiy poOOTH.

Kinematorpadictu Bce wyacTiimie BUKOPUCTOBYIOTH Unity ajii KOMIOHYBaHHS
CIleH 13 Tu(POBUMHU TIEPCOHAXAMHU, MOETHYIOYM iX 13 peanbHUMH Kaapamu. Lle
JoTioMarae Bi3yalli3yBaTH CIIEHU Ta PO3pOOJIATH KaJapu Tepes 3HOMKOI0, a TaKOX
CTBOPIOBATH MPOTOTHUIH Bi3yaJbHUX €(EKTIB, 1110 MPUCKOPIOE MPOIIEC MPOCYBaHHS 1€,
HE BUMAararouu O4YiKyBaHHS pPe3yJIbTaTiB TECTOBOTO PEHAEPY.

Unity Tako cTaB HE3aMIHHUM 1HCTPYMEHTOM Y BUPOOHMIITBI BEIUKUX (PiIbMIB,

BKUIIOHar0Un  QuibMu 13 dpaHmm3u  «30psHI  BiifHU». bByno TakoX CTBOpPEHO
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KOPOTKOMETpaXkH1 (IJIbMU Ta €KCIIEPUMEHTAIbHI MPOEKTH, MPUCBIUYCHI PO3IIUPEHHIO
moxximBocted  Unity 'y  kiHOBUpOOHUIITBI. barato animatopiB Ta  CTyAil
BUKOPHCTOBYIOTh  IHCTPYMEHTH  irpoBoro  JnBmwkka Unity 11  CTBOpEHHS
KiHeMaTorpadidHux icTopiit uepe3 3D-aHiMallio 3 eJIeMEHTaMH IHTEPaKTUBHOCTI[ 16].

B oGnacti aBromMoOunbHOrO nu3aiiHy Unity BUKOPHUCTOBYETHCS JUIS IIBHAKOTO
TECTYBaHHS PI3HUX BapiaHTIB 30BHIIIHBOTO BUTISAY Ta MarepialiB, a apXiTeKTypHi
(bipMH BUKOPHUCTOBYIOTh MOTO ISl CTBOPEHHS TPUBUMIPHUX MOCIOHUKIB 3 OyAiBEIb IS
TypiB KJIi€HTIB. PO3pOOHUKH MPOAYKTIB TaKOXK TECTYIOTh CBOi MPOEKTH y JOMOBHEHIH
peaTbHOCTI 3a I0MIOMOT0I0 MOOUIBHUX Jo/aTKiB Unity.

Bix aBTOCanoHiB BIPTYyaJlbHOI pPEAJbHOCTI JO TECT-ApaiBiB BipTyaJbHOI
peaNbHOCTI Ta IHTEPAKTUBHUX €KpaHHUX BizyanizaropiB Unity ga€e MOXJIHMBICThH
MOKPAIIUTH SIKICTb OOCIYyrOBYBAaHHSI KJIIEHTIB Ta OINTHUMI3yBaTH BHYTPIIIHI poOOYl
nporecu B pizHUX Tanmy3sx [17]. 3D-aBmwkok y peaqbHOMY Yaci JOIoMarae MIBUAKO
PO3pOOIATH MPOTOTUIIM, TECTYBATH Pi3HI KOH(DIrypalii Ta NpeICTaBIATA PealiCTUYHI

nonepeiH1 300pakeHHsI, 10 3HAYHO 3a01Ia/KY€ Yac Ta PECypcCHu.
1.3 IIpob6iemaTtuka po3podku y Unity cepeqoBuiI

Benuka nepesara irpoBoi ctyaii Unity — mBuakicts. CtBopenns 3D-Bingeoirop 3
BEJIUKOIO KIJIBKICTIO Tpadiku, MEPCOHAXIB Ta AeTaed CKIagHo. Benukum cTymism
MOK€ 3HaZoOUTHCA OaraTo pokiB, 00 CTBOPUTH OJHY Tpy. Ane B nBWXKY Unity €
IHCTPYMEHTH, SIK1 TO3BOJISIOTH JU3aiiHepaM IIBUAKO TECTYyBAaTH 1/1€1 Ta BHOCUTH 3MiHHU.
3amiCTh TOro, 100 4YEeKaTH HOBUX 301pOK, pPO3POOHHUKH MOXKYTh OHOBUTHCS MPSIMO
BcepeauHi aBmxkka Unity, 100 moOayuTH, 1o mpaitoe Haiikpariie. L TBopua rHyuKicTh
IPUCKOPIOE CTBOPEHHSI BEIMKUX IMOp Ta HajJae€ po3poOHUKaM, redMm-au3aiiHepaM Ta
HE3JIEKHUM ITPOBUM CTY/IsIM IHCTPYMEHTH Ta (DYHKIII1, 0 JO3BOJSAIOTH iM BTUIUTH
CBOIO TBOpYY YsBY y peasibHicTh [18].

Ha xanb, sIK MOTY>XKHUW IHCTPYMEHT, BiH TakoX Mae cBoi mpooOiemu. Yacto
MOXHO 3ITKHYTHCS 3 PI3HUMHU HENmpUEMHOCTAMH: Bif 300iB Unity Ta BuUnpaBieHb

MTOMUJIOK JIO0 IIMPIIHX IIPoOJIeM Ipu po3pooiri irop.
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OnTumizauis npoekty Unity — 11e CKJIaHe 3aBAaHHsI, 1[0 BKIIOYAa€ BUKOPUCTAHHS
pecypciB, MNHUTaHHSA e€(QEKTHUBHOCTI CIICHApiiB Ta KOHTPOJL ITPOBUX PECYPCIB.
JlocaraeHHs nmpoaykTuBHOCTI rpu B Unity BUMarae moe€fHaHHs METO/IIB ONTUMI3allii Ta
neBHOi TakTuku. OCHOBHI 00JIacTi - 1€ ONTUMI3AIlisl JO3BOJIY PECYypcCiB Ta pO3MIpiB
¢aiiniB, CKOPOUEHHS KUTBKOCTI BUKJIMKIB MaJFOBaHHS 32 paXyHOK MaKeTHOI 0OpoOKHU Ta
BUKOpHCTaHHSA BOynoBaHux iHCTpymeHTiB Unity, Takux sik Profiler, mis BusiBineHHs
BY3bKHX MICIb Y IPOJTYKTHBHOCTI.

bibmioTexkn pecypciB 3 BEIHMKOIO KUTBKICTIO PECYPCIB € CEpHO3HOIO MPOOIEMOIO
npu po3poOIll irop, MOB'A3aHy 3 YacOM 3aBaHTAXEHHS Ta IHIIMMU TpodieMamu
OPOAYKTUBHOCTI. YTPaBIiHHA LUMHU pPECypcaMH Ma€ BHpIIIaJbHE 3HAYEHHS MJis
HiATPUMKH PiBHS MPOAYKTUBHOCTI Ta 3a0€3MEUCHHS MIBHIKUAX Ta TUIaBHUX irop [19].
Taki meTroau, SIK BUKOPHUCTAHHS IAKETIB PECYpCIB Ul 3aBaHTAKEHHS Ha BUMOTY,
BUKOPUCTAaHHS ONTHMI30BaHUX (opmaTiB (aiiaiB A TEKCTYyp 1 MOJAENEH, TOYHE
HaJallITyBaHHS MNapaMeTpiB IMIOPTY PECYPCIB 3HAYHO 3MEHIIYIOTh OOCAr mam'sTi 1
301IBIIYIOTh YaC 3aBAHTAXKCHHS.

Takox Tpeba 3BepHyTH yBaru Ha IIII, sikuil 1y’e aKkTUBHO BUKOPUCTOBYETHCS B
BeNUKHX TMpoekTax. OAHUM 3 HaifyacTiie BUKOPUCTOBYBaHUX anroputmiB st NPC e
nomyk nuisixy. [lomyk mmsixy a6o pathfinder — Bu3HadyeHHs Komm IOTEpOM
HAHONTUMAIBHIIIOTO MapIIPYTy MK JIBOMAa TOYKaMH. 3 HAM YacTO MOKHA 31TKHYTHCS
py pO3poOIIi 1rop, HAMPHUKIAM], SKII0O B HUX € BOPOTH, IO BUIBHO MEPECYyBaIOTHCS.
[ToTpiOHO HE MPOCTO MparHeMo 3HAWTH HAMKOPOTUIY BIJACTaHb, a TaKOX HEOOXITHO
BpPaxoBYyBaTH 1 TPUBAIICTh pyXy. s momryky mporo nuisixy Mo’kHa BUKOPUCTOBYBATH
QITOPUTM TIONIYKY 3a TpadoM, SIKHU 3aCTOCOBYETHCS, SIKIINO KapTa € rpadoM. A* gacto
BUKOPUCTOBYETBCS K alrOpuT™M Tomyky 3a rpadom [20]. JlaHuii ajroput™ JOCUTH
BUMOIJIMBUH JIO PpECypCiB MPUCTPOIO KOPUCTyBa4a Ta MOT0 ONTUMI3AIS €
MEPIIOPSTHIM 3aBIAHHIM Y OYIb-sIKOMY BEJTHKOMY TPOEKTI.

[Ile onna mpobnema — 1€ BUAUICHHS aM'aTi. be3 ynpaBiaiHHS nam'siTTIO MOXYTh
BUHUKHYTH MpoOjiemMaM 3 MPOJIYKTHBHICTIO Ta 3a0e3nedeHHio Oe3nepediitHoi pobdoTu
npoekTiB Unity Ha Oyab-sKid 1[U1bOBIM maTdopmi. st BupimeHHs 1i€i npoOiemMu

BUKOPHUCTOBYIOTh IYJIH SIKI O3BOJISITh YHUKHYTH HEMOTPIOHUX BUAUIEHb Y METO/IaX, 110
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4aCcTO BUKJIMKAIOTHCS, SIKI 3MEHIIYIOTh BIUIMB CKJIAJaHHS CMITTS, 00'€qHYy€ 00'€KTH B

yJd, 11100 MiHIMI3yBaTH HaKJIaJIHI BUTPATH Ha CTBOPEHHS 1 3HUIICHHS, a TAKOX KEpye
nepexo1aMy MK CIICHAMU JIJIsl BABAaHTAXXCHHS HEMi3HaHUX pecypcis[21].

Xoua mpunmunu Unity mpocTi Juisi PO3YMIHHS, AYXE€ JIETKO MPUITYCTUTHUCS

dbyHIaMeHTaIbHUX MOMIIIOK. Taki MOMUJIKM MOXYTh CIOBUIBHHTH THPOIEC PO3POOKH,

0COOJIMBO MPH MEPEXO/Ii BiJ €TaIy MO4aTKOBOrO MPOTOTUITY 110 (piHANIBHOT Bepcii.
1.4 IloctaHoBKa 3amayl

Hamoro 3amayero € NONIyK Ta aHali3 pIIIEHHSA, $KE€ JO03BOJIUTH 3PY4YHO
MacmtabyBati BeIMKUNA mpoekT Ha 1iatdopmi  Unity ©0e3 3Ha4yHOI BTpaTu
NPOAYyKTUBHOCTI. Lle pillleHHs] MOBUHHO BIAMOBIAATH BUMOTaM JO CKJIQJHUX ITPOBUX
POrpaMHUX CHUCTEM, a CAM€ BMITH OOpOOJIATH BEIUKY KUIBKICTh OJHOYACHUX O0'€KTIB
Ta CKIaJAHUX (Pi3uuHUX oOuncieHb. lle BaxiMBO, OCKIIBKA BUCOKA MPOAYKTHUBHICTD 1
e(EeKTUBHICTh CHUCTEMH Yy TIpolieci MaciiTadyBaHHSA 3a0e3Me4YuTh IUIABHY pOOOTY
BEJIMKOIO MTPOEKTY Ta 3a/I0BUILHEHHS MOTPEO KOPUCTYBAUIB.

Ham HeoOxiaHo 310patu Ta aHami3yBaTH JaHi M10JI0 PI3HUX MOKJIUBUX PIIlIEHb Ta
iX BIUIMBY Ha e(eKTUBHICTh NpoekTy. [IpoanamizyBaT 1i JaHi Ta MPOBECTH OLIHKY
e(eKTUBHOCTI, IMBUIAKOMII Ta MacIITA0OBAaHOCT! pIIMIEHHS 3a pI3HUX YMOB Ta
IHTEpIPETYBATH PE3YJIbTATH.

Ile nocmiKeHHs CHPSMOBAHO HAa  BUKOPUCTaHHS IHCTPYMEHTIB 3 BUCOKUM
PIBHEM KOHTPOJIO Ta JCTEPMIHIZMY 3 METOIO 3a0€3MEUCHHS MaKCUMAJIBHOI IIBUIKOIIT
Ta e(QEeKTHUBHOCTI MPOEKTy. BHKOpHCTaHHS TaKUX I1HCTPYMEHTIB JI03BOJUTh Ham
3a0e3neunT CTalblIbHy pOOOTY CHCTEMH HaBITh MPH BEIHMKIA KUIBKOCTI OJHOYACHUX
00YHCIICHB Ta 00'EKTIB.

Hamu OyayTh po3risiHyTI OCHOBHI «BY3bKi» MICII TPOEKTIB Ta CIOCOOM iX
BupimeHHsi. ®daxktopu, M0 BIUIMBAIOTh HA BIUIMBAIOTh HA TPOJAYKTHUBHICTh Ta
MacIITa0OBaHICTh CUCTEMHU, OyJyTh PETEIHLHO MPOAHAI30BaHI 3 METO 3HAXOMKCHHS
ONTUMAJBLHUX pIIICHb JUIsI TIOKpPAIlEHHS poOOTH CUCTEMHM Ta MiJABUIIEHHS 11

¢(hEeKTUBHOCTI.
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I'mubGokuit aHami3 IUX AacCMeKTIB CHOPUSIE CIPUSE PO3YMIHHIO TMOTEHIIIHHUX
npo0OJieM Ta BHU3HAYCHHIO HAWKpANIUMX NUIAXIB iX BHUPIMIEHHS, MO € KIIOYOBHM IS
YCHIITHOTO PO3pOOJICHHS Ta MacImITa0yBaHHS CKIAAHUX ITPOBUX MPOTPAMHHUX CHUCTEM

Ha tiatgopmi Unity.
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2 AHAJIT3 IHCTPYMEHTIB Y JOCJIKEHHI
2.1 DOTS

Unity DOTS (Data-Oriented Technology Stack) — me crek TexHOMOrIMH,
npeacrasiena Unity Technologies, sika nmokivkaHa 3MIHUTU CIIOCIO CTBOPEHHS 1rop Ta
IHIMX 1HTepakTHBHUX mporpam. DOTS mnpomonye HOBHH MiaXiA [0 pPO3pPOOKH,
3aCHOBaHUI Ha Oprasizallii JaHUX Ta MapajellbHOMY BHUKOHAHHI, 100 3a0e3nedynTu
BHCOKY MPOJIYKTUBHICTh Ta MacIITaOOBaHICTh.

[To cyti DOTS peanizye apxitexktypuuil madion Entity Component System
(ECS). Lle HoBa apXiTeKTypa, SKa BIJIPI3HAETHCS B KIACUYHOI 00'€KTHO-OPI€HTOBAHOI
mMozeni mnporpamyBanHs. ECS mojiinse nmaHi Ta JOTIKY, IIO CHPOIINy€e MapajieibHe
BUKOHAHHS Ta ONTHUMI3aIlil0 pOOOTH TOAATKIB.

O06'exTHO-0OpieHTOBaHe TporpamyBanHs (OOII) Hece y co01 3HAUHY CHAAIIUHY
TaKUX IIA0JIOHIB, K YCIAJKyBaHHS Ta 1HKAICYJISLIsA, 1 HABITh JOCBIAYEHI IPOrpamicTh
MOXXYTh POOUTH apXITEKTYpHI MOMWIKM Yy poO3Maid po3poOKH, MO0 MPU3BOAUTH [0
pedakToprHTYy a00 3aIuTyTaHOI JIOTIKH Y JOBIOCTPOKOBHX MpoeKTax [22].

Hagnaku, ECS 3abe3mneuye npocTy Ta IHTYiTMBHO 3pO3yMiTy apxiTekTypy. Bce
MPUPOTHUM YHHOM PO3MATAETHCS HA 130Jb0BAHI KOMIIOHEHTH Ta CUCTEMHU, 110 CIIPOIIYE
PO3YMIHHSI Ta PO3pOOKY 3 BHUKOPUCTAHHSIM TaKOTO MiAXOAY; HaBITh PO3POOHUKHU-
MMOYATKIBII IIBUAKO CXOIUTIOIOTH LIEW MIAX1JT 3 MIHIMAJIbHUMH MOMHUJIKAMH.

Y ECS 3aMicTh CKIAJHUX l€papxidi yCHaJKyBaHHS CTBOPIOIOTHCS 130JbOBaHI
KOMITOHEHTH Ta cucteMu ToBeAiHkd [23]. Ili KOMIOHEHTH Ta CHCTEMH MOXHa JIETKO
nonaBaT a00 BUJAISATH, IO JO3BOJIIE THYYKO 3MIHIOBATH XapaKTEPUCTUKH Ta
MOBEJAIHKY OO'€KTIB — TaKuW MiAXil 3HAYHO TMIJBUILYE MOMJIMBICTH MOBTOPHOTO
BUKOPHCTaHHS KO .

e onuiero kmovyoBoro nepearoto ECS € ontumizanis npoayktuBHocTi. ECS
JaHl 30epiraroTbcsi B maM'saTi Oe3nepepBHUM 1 ONTHUMI30BAHUM YHMHOM, MPU LBOMY
IICHTUYHI TUMM JaHUX PO3TAIIOBYHOThCA OJU3BKO OAWMH A0 onHoro. lle ontumizye
JOCTYIl JI0 JAHUX, 3MEHIIY€ MPOMaxu B KEIIl Ta TOKpaIlye MAal0JIOHU JOCTYIY 10

nam'siti. BUTbIl TOTO, CHUCTEMH, IO CKJIQIAIOThCS 3 OKPEMUX OJIOKIB JIaHUX, JIETIIe
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po3mnapaientoBaTd MDK pI3HUMHU TMpoOILlECaMH, IO MPU3BOJAUTH JIO BHUHSITKOBOI'O
301IbIIIEHHS IPOAYKTHBHOCTI OPIBHSAHO 3 TPAAUIIIHHUMH Mmigxonamu[24].

3acrocyBanna Unity DOTS n03BonuTh HaM CTBOPUTH BHCOKONPOIYKTUBHUHN
MIPOEKT, 3IaTHUI 0OPOOIISITH BEIUK] OOCATH JJAaHUX Ta B3A€EMOJIISTUA 3 HUMU B PeIbHOMY
yaci. BiH 0cO0MMBO KOPHCHHI /JIT CTBOPEHHS IrOp 3 BEJIMKOKO KUIBKICTIO 00'€KTIB Ha

eKpaHi a00 BUMOTJIMBUX JI0 MPOAYKTUBHOCTI MIPOTPaM.
2.2 Unity DOTS Technology Stack: KomnonenTu Ta MOXJIMBOCTI

Anpom DOTS € mnaker Entities, sfKkuil moserumye mnepexid BiJ 3BHYHUX
MonoBehaviours Ta GameObjects no miaxoay Entity Component System. Lleit maket
dbopmye ocHOBY po3poOku 3 ypaxyBanHsaMm DOTS.

[Taket Unity Physics npencrasisie HOBUM NiaxXia 10 poOOTH 3 (PI3UKOIO B Irpax,
3a0e3Mevyyroun HEMMOBIpHY IIBUKICTh 32 PAXYHOK pO3MapajesieHuX 0OUUCIICHb.

Kpim Toro, maker Havok Physics for Unity 3a0e3neuye iHTerpauito 13 Cy4acHUM
nsuryHom Havok Physics. Lleil neuryn 3a0e3nedye BHCOKONPOIYKTUBHE BHSIBICHHS
31ITKHEHB 1 (I3UYHY CUMYJIAIII0, 320€3MeUy0UYH MIATPUMKY TaKUX MOMYJISIPHUX 1FOp, K
The Legend of Zelda: Breath of the Wild, Doom Eternal, Death Stranding, Mortal
Kombat 11 ta iHmmx.

[Taker Entities Graphics opientoBanuii Ha penaepunr y DOTS. Bin 3a6e3neuye
eekTUBHUN 301p JaHUX PEHACPUHTY Ta OE3MEPEIIKOJAHO MpalIoe 3 ICHYHYUMU
KOHBEEpaMU PEHJIEPUHTY, TAKUMU SIK YHIBepcaiabHui kKoHBeep pennepunry (URP) abo
KOHBe€ep peHaepuHry Bucokoi uitkocti (HDRP) [25].

Hesiki TexHouorii, TicHo moB'szadi 3 DOTS, MOXyTh BHUKOPHUCTOBYBATHCS B
pamkax DOTS Ta 3a ii mexxamu. [laket Job System Hanae 3py4Huii crnoci®0 HamMCaHHS
KOJly 3 MapajielbHUMHU 004YucIeHHsIMU. BiH 3acHOBaHUI Ha MOJ1I1 pOOOTH HAa HEBEJIUKI
dbparmMeHTH, SKi Ha3WBAIOTh 3aBJAHHSMHU, SKI BHKOHYIOTH OOYHCIICHHS Ha BIIACHUX
nanux. CucrteMa 3aBllaHb PIBHOMIPDHO PO3MOAUISE 11 3aBJaHHS TOTOKAMH IS
eexkTuBHOrO BUKOHaHHA. [l 3a0e3neueHHs Oe3meku KOAY CHUCTeMa 3aBAaHb

niaTpuMye 00poOKy TUIIB gaHuX [26].
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[le ogauM BaxknuBuM nakeroM € Burst Compiler, sikuii MOKHa BUKOPUCTOBYBATH

13 CHCTEMOIO 3aBJaHb Ui TeHepallii BUCOKOONTUMI30BaHOTO KOIy. X04a KOMIIATOP
Burst Mmae neBHI 0OMeXeHHSI BUKOPHUCTAaHHS KOAY, BiH 3a0e3leuye 3HAYHUN MPUPICT

MIPOTYKTHUBHOCTI.
2.3 Profiler

Unity Profiler Hanae Ham MOTY>KHUH 1HCTPYMEHT 7Sl aHAI3Y MPOIYKTUBHOCTI Ta
MOHITOPUHTY KIIFOUOBUX AaCIEKTIB MPOEKTy. BiH BKiIOYae KiJibka BAXKIUMBUX IaHENEH,
takux sk CPU Usage, sika BigoOpakae BIJCOTKOBE BUKOPUCTAHHS Mpolecopa 3a
PI3HUMH KaTETOpisIMH, BKIJIIOUAIOUU PEHICPHHT, ClieHapii (CKpUITH), (I3UKY Ta 1HII
[27]. GPU Usage mn03BoJisle BiICTEKYBaTH 3aBaHTAXXCHHS TrpadiuHOro mporiecopa
(GPU), BKiIIOYarOYM 4ac peHAECpPUHTY, MPONYCKHY 3/IaTHICTb Ta BUKOPUCTAHHS PI3HUX

rpadiunux API (nuB. puc. 1).

Pucynox 1 — Bizyanpauii Burisan npodaitiepy (BUKOHAHO CAMOCTIIHO)
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Memory Allocation nipeacraBiisie iHGOpMaIlio PO BUIIJIEHY TaM'sITh, 4aCTOTY Ta
oOcar anokarnii B peaabHoMy 4aci. [Totim Rendering Statistics MOHITOPUTB KiJIBKICTb
TPUKYTHUKIB, BIIMaTbOBaHMX KaapoM, Ta IHII CTaTUCTUYHI JaHl TpPO MPOIieC
pennepunry. Kpim Toro, manens Audio nae iHQopmariito MNpo 3aBaHTAXEHHS
ayniocucteMu Unity, BKIIOYAaIOYM KUJIBKICTh ay/diOKaHaJiB Ta 4ac 0OpOOKH 3BYKOBHX
edpektiB [28]. Hapemti Profiler Markers mo3Bossie po3poOHuKaM [10JaBaTH BIACHI
MapKepu B KOJI Jig OUIBII JETaJbHOIO aHaji3y Ta BIACTEKEHHS IPOJTYKTUBHOCTI
KOHKPETHHX JUISHOK mporpamu. lle 1mo3Bomsie mepernsgaT XapakTepUCTUKU
MPOJYKTUBHOCTI, YHIKaJIbHI JJI BaIlIOl MPOrpaMH, B KOHTEKCTI 0e3MocepeIHbO Yy BIKHI
npoiIbHUKA.
Lleli KOMIUIEKCHUWA 1HCTPYMEHTapid JONOMOKE HAaM BHSIBISTH BY3bKI MICUS Y
MPOEKTY Ta OMNTUMI3YBaTH iX JJIA JOCATHEHHS Kpamioi MPOJyKTUBHOCTI Ta SIKOCTI

po0oTH.
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3 PO3POBKA TEXHIYHOTI'O PIINEHHSA. TEOPETUYHE IIOJJAHHSA

3.1 Meroau ontumisaiii

Y Hamomy JOCHIDKEHHI MM PO3TJISHEMO Ta TMOPIBHAEMO KiTbKa METOIIB
MIJBUIIEHHS MPOAYKTUBHOCTI: BHUKOPHCTAHHS 3arajlbHOTO MEHEIKepa YacCTHHOK,
kemryBaHHs, 6aratonorounicTs, GPU instancing Ta Entity Component System (ECS).
BaxnuBo, mo0 cUMyJISIisS BETUKOI KUTBKOCTI YaCTHHOK BHMKOHYBajacs IUIABHO Ta
e(EeKTUBHO, HE CTBOPIOIOYM HABAHTAKEHHS HA MPOIECOp Ta HE YMOBUILHIOIOYH POOOTY
OCHOBHOTI'O ITOTOKY.

Buxopucrtanss 3araJbHOr0 MEHEKEpa YacCTHMHOK JO03BOJUTH LEHTPaIi30BaHO
KEepyBaTH BCiMa YaCTUHKaMH, ONTUMI3yIOYU X OHOBJICHHS Ta PEHAECPHUHT, 1110 3HU3UTh
HaKJIaJHI BUTPATH Ta TOKpally€ KOHTPOJb 32 CTaHOM 4YacTUHOK. KenryBaHHs
3a0e3MeYnTh MBUIAKUN JOCTYI A0 JAHUX, L0 YaCTO BUKOPHUCTOBYIOTHCS, IO 3HAYHO
NPUCKOPUTh  BUKOHAHHS  Omepalid 1 ONTUMI3yE  BUKOPUCTAaHHSA  MaM'sITI.
baratonoTokoBiCTh PO3MOALIUTE OOUYHMCIEHHA MK JEKUIbKOMa NMOTOKaMH, €()eKTUBHO
BUKOPUCTOBYIOUM PECYPCH IpOLECOpa Ta 3HUKYHOUM HAaBaHTA)KEHHS HA OCHOBHUUI
MOTIK, 3BUILHSIOYM MOTO N1 BUKOHAHHS 1HIIWX BaXJIMBUX 3aBJIaHb, TAKUX SIK 0OpOOKa
BBEJICHHSI KOPUCTYBaya Ta PEHCPHHT.

3actocyBanHa GPU instancing m103BoMTh HaM €(GEKTUBHO MaJllOBaTH Oarato
00'€KTIB 33 OJJUH BUKJIMK, 3HIKYIOUM HAaBAaHTAXEHHS Ha MPOLIECOpP 1 IMHY MaM'aTi, 110
0COOJIMBO KOPUCHO TIpH pOOOTI 3 THUCAYaMU dYacTHMHOK. lle omnTumizye mporec
PEHJIEPUHTY Ta MIATPUMYE BUCOKY MPOAYKTUBHICTh. Bukopucranus ECS 3abe3neuntsb
BHUCOKY MAacIITabOBaHICTh, JO3BOJISIIOYM JIETKO KEpyBaTH Ta OHOBIIIOBATH BEJIUKY
KUIBKICTh 00'ekTiB. KomMnakTHe 30epiranHsi JaHUX Ta iX OpraHizailis Jyisi €e(peKTUBHOTO
JNOCTYNy 3HU3UTh HakjgamHi BuTpatu. I[Hrterpamis 13 Burst Compiler 103BoJauTH
reHepyBaTh BUCOKOC(MEKTUBHUN  MAIIMHHWA  KOJ, JIOCSATAl0YM  MaKCUMAaJbHOI
POYKTUBHOCTI.

Hame pocnipkeHHs COpsIMOBAHO Ha JEMOHCTpAIIO IMEpeBar KOXHOTO 3 ILHX

H1XO0/1B Ta OLIHKY IXHBOT'O BIUIMBY HA MPOIYKTUBHICTh CUMYJISLIT YaCTUHOK.
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3.2 Mogaenb AJisi TECTyBaHHS

JI1s HAaOYHOI AEMOHCTpAIlli IepeBar pi3HUX MiAXOIB O ONTHUMI3alllil MPOBEIEMO
CUMYJISIIIIO BEJIMKOI KUIBKOCTI YacTHHOK 31 CKJIATHUMH OOYHCICHHSMH PYXy Y
KOYKHOMY KaJIpi.

Peanizyemo edekT po3nbOTy YaCTMHOK MpH HAOMIKEHHI Kypcopy Ta ix
MOTAJILIIIOMY TIOBEPHEHHI y BUX1AHE TOJIOKEHHS. JIJIs1 OMHCY MOBEMIHKK YaCTUHOK HAM
JIOCTaTHHO BUJIUTUTH TPU MPHUHIUIIU: TMPATHEHHS CKOPOTHTH BIJICTaHb JIO MOYaTKOBOT
TOYKH, MParHeHHs BIJJIETITH BiJl Kypcopy MHIII Ta 3aracaHHs pyxy. Ham He motpibHi
TouH1 (p13U4HI B3aemojii Ta Gopmynu, MOTPiOHI JHIlE 3araibHi MPUHIUIH, 32 IKUMHU
YacTKa MOBOJUTHUMETHCS 3aJIaHUM YHMHOM. /{7151 cpoIieHHST MU HE BpaxOBYBaTHMEMO
Macy YacCTKH.

st Toro, mo0O YacTka MparHysia MOBEPHYTHCS Yy BHUXIJHE CTAHOBWILE, MU
MO>XKEMO BHKOPHCTOBYBAaTH 3akOoH ['yka: cuia, CIpsMOBaHa 0 IMOYATKOBOI IMO3MIII,
OyJze JiHIMHO TpomopliiiHa BiAcTaHl 10 Hei. Ko yacTka BijjlTae BABIYlI Jayi BIJ
MIOYaTKOBOI IMO3MITI1, CHJIa, IO MPUTATYE 11 Ha3ad, Oyje BABIUI CHIIBHIIIOK, BCE MPOCTO.

YacTUHKY MOBUHHI SKOCh B3aEMOISTU 3 KypCOPOM Ta JO3BOJISITH COO1 BIIXOIUTH
BiJl BUXIJIHOTO CTaHOBHINA. MM BUKOPHUCTOBYEMO T'paBITaIll0 31 3BOPOTHUM 3HAKOM:
YaCTUHKH BIJIITOBXYIOTHCA CHJIOI, OOEPHEHO MPOMOPLINHOI0 KBaJIpaTy BIACTaHI MIXK
MOJIOKEHHSIM KypCOpy MHUIIl Ta MOTOYHOIO TO3MIIEI0 YACTUHKH, CHPSIMOBAHOI BiJl
Kypcopy a0 dactku. @opmyna mae Burisa: F = -C/r*2, ne C - neska KOHCTaHTa, 10
PETYIIOE B3aEMO/IIIO.

ko Mu 0oOMEXKHMMOCS MMM JIBOMa (opMysiaMH, TO 4acTKa KOJUBATUMETHCS
HECKIHYEHHO ITiCJIsI BCTAHOBJICHHS ITOYATKOBOI aMIUTITYAHM, OCKIIBKHM B paMKax Ili€i
MOJIeJIl €HEeprisg He BTpadaeTbed. Jlid iMiTallii 3racaHHsi MU MOXKEMO 3aCTOCYBATH CHITY
B'SI3KOT0 OTOPY 3TiTHO 13 3akoHOM CTOKCa, sika Oyje JIHIHHO MPOMOpIliHHA MIBUIAKOCTI
PyXy YaCTHHKH Ta CIpsIMOBaHa y MPOTHIICKHOMY HANpsMKy. IIpu 1iboMy MH Bi3bMEMO
JI0 yBaru 0OMeKeHHsI, 1110 HaKJIaJAaloThCA Ha 3aCTOCYBAHHS I1€1 OPMYJIIH, OCKUIBKU HAC
I[IKaBHUTh JIMIIIC IPUHIIMIIOBA TTOBE/IIHKA, a HE a0COJIFOTHA TOYHICTH (DI3MUHOT B3a€MOIIi.

VY pe3yabTaTi MU OTPUMYEMO (OPMYITY CHUJIH, IO JI€ HA YaCTKy B JOBUIbHUI Yac

(popmymna 3.1):
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C, i—3,

- - * - - -
X = %117 {]X — X |l

Fs = Cq * (X = %o) —
(3.1)
1€ X, V — MOTOYHA MO3UIIis Ta MBUAKICTh YaCTKH,
Xo — MOYATKOBE MOJIO0KECHHS,
Xr — TIO3HUIIISL Kypcopy,

Ca, Ci, Cq — xoedirieHTH TSOKIHHS, BIAMITOBXYBAHHS Ta 3racaHHsI BIJIIOBIIHO.

Tenep TCOPCTUYHO OIIMCABIIN HOBGI[iHKy YaCTUHOK MH MOKEMO pPO3I0OYaTH

PaKTUYHY peani3aliio NpoeKTy.
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4 PO3POBKA TEXHIYHOTI'O PIINEHHSA. TIPOTPAMYBAHHSA IIOBEJIITHKHN

4.1 MonoBehaviour

PeanizyeMo CUMyJIAII0O YaCTUHOK 3 BHUKOPHCTAHHSIM JIMIE KOMITOHEHTIB
MonoBehaviour, 6e3 MeHeKEPIB Ta NapajieaIbHUX 00UHCIeHb. Y IbOMY IMIXO1 KOKHA
yacTka OyJie mpeAcTaBieHa OKpEMUM 00'eKTOM 13 BiacHUM ckpurnitom MonoBehaviour,
KU KepyBaTUME Ti MOBEIIHKOIO.

CrBopumo mipedad Isi YaCTUHKHU, IO CKIATAEThCS 3 00'€KTa 3 KOMIIOHEHTOM
SpriteRenderer mms Bizyamizamii. /lomaemo ckpunt ParticleBehavior no mpedaly
YacTKU. Y IIbOMY CKPHIITI peasli3yeMO BCIO JIOTIKYy MOBEIHKH YaCTUHOK (IUB. puc. 2):
MOBEPHEHHS 10 BUX1HOT MO3UIII1, BIIIITOBXYBAaHHS Bl Kypcopy Ta 3aracaHHs pyxy. Ha
CLIEHI CTBOPIOEMO 0e3iy eKk3eMIUsIpiB npedady 4YacTMHOK Ta PO3CTABISIEMO iX Y
BUIAKOBHX TMO3UINIAX (JIUB.pHC.2).

Vector3 mousePosition = mainCamera.Sq enToWorldPoint(Input.mousePosition);
mousePosition.z = 0;

Vector3 tolInitial = initialPosition - transform.position;
Vector3 force = tolnitial * returnForce;

Vector3d fromMouse = - mousePosition;
float distanceToMouse

if (distanceToMouse > B)

force += fromMouse.normalized * (repulsionForce / (distanceToMouse % distanceToMouse));

Time.deltaTime;
damping;

sition += velocity * Time.deltaTime;

Pucynok 2 — Jlorika noBelIHKM YaCTUHKHU (BUKOHAHO CAMOCTIWHO)

Ak pesynbTar, KokeH 00'ekt MonoBehaviour nomae HakiagHi BUTpaTH Ha
namM'aTh Ta MPOAYKTHBHICTh. [Ipu BenMKOl KIIBKICTI YACTHMHOK II€ TPHU3BOIAUTH [0
3HAYHOTO MaAiHHA NpoAyKTUBHOCTI. Bukiuk merony Update s koxHOro ot'exkra B
KOXXHOMY KaJipl € Hee(EeKTUBHUM, OCOOJMBO NpH POOOTI 3 COTHSAMU ab0 TUCSYAMU
YacTMHOK. Tak caMo B JJaHOMY BHIIQJKy JlaHI YaCTMHOK PO3MOJiIEeHI M0 0araThbox

00'eKTax, MO YCKJIAJAHIOE €pEKTUBHE BUKOPUCTAHHS KeLI-NIaM'ATi [poliecopa.
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be3z Bukopucranns Unity Jobs System a0o iHIIMX METOIIB MapajeabHOIO

BUKOHAHHS, BCi OOYHCIIEHHSI BUKOHYIOTHCS TIOCTiZOBHO Ha OCHOBHOMY TIOTOIIi, IIO
00MEXy€e MPOTYKTHBHICTb.

Bukopucranns tineku MonoBehaviour mis peamizamii cuMysisiii 4aCTUHOK €
Hee(eKTUBHUM MiXOJIOM JO 3aBAaHb, 10 MOTPEOYIOTh OOPOOKM BENIMKOI KiTBKOCTI
o0'extiB. lleit MeTon MPU3BOAWTH A0 3HAYHWUX HAKJIAJHUX BUTpPAT Ha YMPAaBIIHHS
00'ekTaMM Ta OOYUCIICHHS, 1110 3HIKYE 3arajbHy MPOJAYKTHUBHICTh Ta MacIITA0OBaHICTh
cucremMu. Bukopuctanus Ouibll cydacHUX MiaxoxiB, Takux sk ECS, Jobs System Ta
Burst Compiler, 103BOJIMTH 3HAYHO MOKPAIIUTH MPOAYKTHBHICTH Ta €(EKTUBHIIIE

BUKOPHUCTOBYBATHU PECYPCH.
4.2 CueHapiii MEHeKepa

BukopucranHs 3araibHOT0 MEHEHKepa YaCTUHOK Mae€ KiJibKa 3HaYHUX TepeBar,
O0COOJIMBO Y KOHTEKCTI CUMYJISILII BEJIMKOI KUIBKOCTI YaCTHUHOK 13 3arajibHOI0 JIOT1KOIO
noBeAiHku. Hacamnepen 1ie cnpomeHHs Joriki. 3aMicTh TOro, 00 KOXHa 4acTKa Maja
BJIACHI CKPHUIITH 3 OJIHAKOBOIO 200 CXOXOIO JIOT1KOIO, MU MA€EMO OJUH CKPUMT, KU
Kepye BciMa yacTUHKaMu. L{e nmosermrye ko 1 poOUTh MOT0 OLIbII 3pO3YMUIUM.

Tak camo Bce HalamTyBaHHS MMapaMeTpiB (HAMPUKIIAJ, CUJa TTOBEPHEHHS, CUJia
BI/IIITOBXYBaHHS Ta KOe(IIIEHT 3aracaHHs) 3HAXOAUTbCS B oaHOMY Micii. I[le
MOJIETIIIYE TECTyBaHHS Ta HaJAIITyBaHHsS MapaMeTpiB 0e€3 HEeOOX1AHOCTI 3MIHIOBATH
KOXKEH 00'€KT OKpeMo.

[Ilomo onTuMizalii 1€ 3HWKEHHS HABAaHTAXXEHHS HAa CUCTEMY Ta 3MEHIICHHS
BUTpaT nam'sati. KepyBaHHSI BEJIMKOIO KUIBKICTIO O0'€KTIB Yepe3 OJMH CKPUNT 3HIKYE
HABAHTAXKECHHS Ha MPOIIECOP, OCKUIBKU 3MEHIITY€E KUTbKICTh BUKINKIB MeToAiB Update()
Ta 1HIMMX GYHKIIH 0gHOYAaCHO. BUKOpUCTaHHS OHOTO MEHEIKepa T03BOJISIE YHUKHYTH
JyOJIFOBaHHS JaHUX Ta METOJIB, III0 3a0IIa/HKY€E mam'saTh [29].

JlaHuii TiOXia CHOpOIy€e HalaroKEHHsS Ta TECTyBaHHS, a TaKoX Ja€ HaM
THYYKICTh 1 MacmTaboBaHICTh. BcCl MOXJIMBI MOMIJIKKM Ta Oard KOHIIEHTPYIOTHCS B

OHOMY CI(pI/IHTi, o cCrpomye ix I[IOIIYK Ta BHMIIPABJIICHHA, a JO0JaBAHHSA HOBHX
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YaCTHHOK JO CHOCHHU CTAa€ IMPOCTUM, TOMY LIO l'IOTpi6HO JIMIIC CTBOPUTH HOBHH 00'€KT Ta

J0J1aT WOTO J0 CIUCKY YACTUHOK Yy MEHeIKepi (IUB. puc. 3).

Vector3 mousePosition = ScreenToWorldPoint (Input.mo nsition);
mousePosition.z = 0;

particle partic
Vector3 force = Vector3.ze

Vector3 tolInitial = particle.InitialPosition - particle.Object.
force += tolInitial % returnForce;

Vector3 fromMouse = ntl Objec ransform.position - mousePo:
distanceToMouse = fromMouse.magni
> 0)

force += fromMouse.normal  (repulsionForce / Mathf.Pow(

particle.V city force % Time.deltaTime;

particle city %= damping;

particle.Object.transform.position += particle.Velocity * Time.deltaTime;

Pucynox 3 — BuneceHHs JIOT1KM TTOBEAIHKYA YaCTKH 1] yIIPaBIIiHHS MEHEIKepa

(BUKOHAHO CaMOCTIIHO)

Takum YMHOM, BUKOPHCTAHHS CIIJILHOTO MEHeIKepa ajisg 4yacTuHOK B Unity
TI03BOJISIE CTBOPUTH €(DEKTUBHY CHCTEMY, IO JIETKO HAJIAIITOBYETHCS 1 PO3IIUPIOETHCS,

sKa CIPOIILY€ YIPABIIHHSI YaCTUHKAMU Ta 1X MOBEIIHKOIO.
4.3 KemryBanns

BukopucTanHs KeuryBaHHSI NPU BUPILIEHHI 3a/a4l CUMYJISIi yacTuHOK y Unity
HAJIa€ HaM IIe KUTbKa 3HAYHUX IepeBar.

[Ipu cumynsiuii yacTMHOK OaraTo OOYHMCIIEHb BHUKOHYIOTHCS 0OaraTtopas3oBo,
HaIPUKIIad, 0OYUCIEHHS CUJI, IO A1F0Th HA KOXKHY YAaCTUHKY, Ta OHOBJICHHS iX MO3UIIH.
KemnryBanHs mpomMiKHUX pe3yJbTaTiB a00 TaHUX, IO YaCTO BHKOPUCTOBYIOTHCS, MOXKE
ICTOTHO 3HM3UTH HABAHTAXEHHS Ha MIPOLIECOP.

HpI/IKJ'IaI[ KCIIOBaHUX JaHUX AJIA HaIllol CUCTEMM:
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public GameObject particlePrefab;

public int particleCount = 100;

public float returnForce = 0.1f;

public float repulsionForce = 100.0f;

public float damping = 0.98f;

private List<Particle> particles = new List<Particle>() ;

private Vector3 mousePosition;
private Vector3[] forces;

Takok MM MiHIMI3yeMO TIOBTOpHI oOuucieHHs. Hampukman, BiACTaHb MiX
YaCTKOI0 Ta KypCOPOM MO’KE€ KEIIyBaTUCS Ha KOXHOMY Kajpi, 1100 YHHUKHYTH
MOBTOPHUX OOYHMCIICHB, OCOOJIUBO SKIIO BOHA BUKOPUCTOBYETHCS B KITBKOX MICIISIX.

3 TOYkM 30py HaM'ATi MU 3HIDKYEMO aJIOKAIlI0 1 TOKpalryeMo e(heKTHUBHICTh
BUKOpPHUCTaHHA Kemll-mam'sti npouecopa. [locTiiiHe cTBOpeHHS Ta BUIAJIEHHS OO'€KTiB
(HampuKIIa, TUMYAacOBHX BEKTOpIB) MOXKE BHUKIMKATH (PparMeHTalilo mam'sTi Ta
YHOBUIBHUTH po00Ty mporpamu. KemryBanHsa 00'€KTiB, TaKUX SIK BEKTOpU a0O MACHBH,
JOTIOMara€e YHUKHYTH 3aliBUX ajlOKalliil Ta 3BUIbHEHb mam'saTi (auB. puc. 4). Jloctyn ao
JTAaHUX, K1 30epiratoThCs MOpyY y Mam'sTi (HalpuKIIa, y MacuBi), HIBUIIIE, HIK TOCTYII
JI0 pO3KUAaHUX JaHuX. KenryBanHs goromarae TpUMAaTH JaHi B IMaM'sITi Iporecopa, 1mo
MPUCKOPIOE IXHIO OOpOOKy. SIK pe3ynbTar MM OTPUMYEMO OLIbII CTAOUIbHY YacTOTY
KaJpiB 1 30iraeMo CTpUOKIB MPOAYKTHUBHOCTI, CKIICKYIOUM IMIKM HaBAaHTAXEHHS Ha
poIecop.

ew Vector3[partic
t 1 =08; i < parti ount; di++)
GameObject particleObj Instantiate(particlePrefab,
Random.insideUnitCircle = 5, Quaternion.identity);

particles.Add( Particle(particleObj, particleObj.transform.position));

Pucynok 4 — KenryBanHs 00’ €KTiB (BUKOHAHO CAMOCTIHHO)

KemryBanHss € BaXJIWBUM METOJOM OINTHUMI3aIlli 3aga4y, IO BUMAararoTh
IHTEHCUBHUX OOYHMCJICHb, TAKUX SK CUMYJIAIiS 4YacTMHOK. BoHO pomomarae 3HM3UTH

HABAHTAKEHHS Ha TMPOIECOp, IMOKPANTUTH BUKOPHCTAHHS TMaM'sTi Ta 3a0€3MEeUUTH
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CTaOlIbHY Ta TMepeadadyBaHy MPOAYKTUBHICTb, IO OCOOJMBO BaXKJIUBO JJISI MIATPUMKH

Brucokoro FPS Ta 3aranbHoi gK0CTi poOOTH IPOrpaMH.
4.4 GPU instancing

GPU instancing no3Bojisse MamoBaTH 0e37114 00'€KTIB 3 OJHAKOBHUM MIIIIOM 1
MaTtepiajioM B OJHOMY BUKIWKY 3MaJbOBYBAaHHS, IO 3HWXKY€E HaBaHTakeHHS Ha CPU 1
no3Bossie GPU O6inbmr edektuBHO 00poOisiTH rpadiky. Y KOHTEKCTI CHMYJISIIT
YaCTHHOK IIe¢ MOXKe OyTH 0coOJMBO KOpucHHMM. JlojamMo B Hain JaHl IOJs, SKi

BI/IMOBIAIOTH 32 Bi3yaJIbHUN BUTJISA] YACTUHOK:

private List<Particle> particles = new List<Particle>();
private Matrix4x4[] matrices;

private Vector4[] colors;

private MaterialPropertyBlock propertyBlock;

private Mesh particleMesh;

private Material particleMaterial;

private Vector3 mousePosition;

private Vector3[] forces;

B nepmry yepry mMu 3HM3MMO KUTbKICTh BUKJIMKIB ManmoBaHHsA. GPU instancing
JI03BOJIsIE MajTtoBaTH 0€3114 00'€KTIB B OJJHOMY BUKIIMKY, 110 3HIKYe overhead Ha CPU
Ta 3MeHye KubKicTh draw calls. GPU mosxe edektruBHO 00poOIsATH BENHUKY KUJIBKICTh
00'€KTIB MapajenbHO, 10 MpUcKoproe peHaepurr cienu. Takox CPU ne motpiOHO
BUKOHYBAaTH OOYMCIIEHHS TpaHchopmalii 1y KoKHOro o0'exkta okpemo. Lle mo3Bossie
3BUIBHUTH PECYPCH IHILINX OOYUCIIOBAJIbHUX 3aBaHb.

Buxopucranast GPU instancing 103BOJHTH JIETKO MacITabyBaTh KUIbKICTh
YACTUHOK, IO 1JI€AJIbHO MIAXOIUTh JJIsl CKIATHUX Bi3yallbHUX €(EKTIB Ta CUMYJISLIMN
(muB. puc. 5).

Buxopuctanus GPU instancing y Unity s cuMyJsinii 4aCTHHOK JTO3BOJISE
3HAYHO MiJABUIIUTU MPOIYKTUBHICTb, OCOOJMBO 1] Yac poOOTH 3 BEIUKOIO KiJIbKICTIO
oO'extiB. el migxin 3menmrye HaBaHTaxkeHHs Ha CPU, epexkTUBHO BUKOPHUCTOBYE
MosxsimBocTi GPU Ta 3a0e3neuye MacmTabOBaHICTh Ta CTAOUIBHICTh MPOSYKTUBHOCTI,
0 poOWTH HOTO 17eanbHUM ISl CTBOPEHHS CKIQJHUX Ta BI3yaIbHO HACHUYEHUX

edeKTiB.



( i = 08; i < particles.Count; i++)

Particle particle = part

force += tolInitial
Vector3 fromMouse n - mousePos
distanceTaol e = fromMouse.magnitude;

(distanceToMouse > B)

force += fromMouse.normal (re nFor / ow ( anceToMouse,

forces[i] = force;

0; i < particles.Count; i++)

« Time.deltaTime;

= particle. ycity = Time.deltaTime;

matrices[i] = particle.Object.transform.localToWorldMatrix;

Pucynok 5 — 3acTocyemMo MeTO1 ONTHMI3allii BUKJIMKIB MaTlOBaHHS (BUKOHAHO

CaMOCTIMHO)
4.5 Jobs System

Buxopucranns Unity Jobs System ta Burst Compiler pazom i3 GPU instancing
MOK€ 3HAYHO MIJBHUIIUTU MPOAYKTUBHICTh HAIIOI CUMYJSLii yacTUHOK. Unity Jobs
System m03BoJissl€E BUKOHYBaTH OOYHMCIIIOBAJIbHI 3aBIAaHHS MapayielbHO €(EeKTHUBHO
BUKOPUCTOBYIOUM OaratosiiepHi mnporecopu, a Burst Compiler 3abe3neuye BUCOKY
IPOAYKTHBHICTb, FEHEPYIOUH BUCOKOC(EKTUBHUN MAIIMHHUN KOJ.

OHOBIIGHHSI TO3ULINA, MIBUAKOCTEW Ta CHJ, IIO [IIOTh HAa YAaCTUHKHU Terep
BUKOHYETHCS TApaJICIbHO ISl KOYKHOI YaCcTKH, IO 3HAYHO MPUCKOPIOE I1i OOUHUCICHHS.
OcHoBHu# OTiK (main thread) 3BUTBHSAETHCS B/ IIUX BAXKKUX OOYMCIICHB, 1110 JO3BOJISIE
oMy mBuALIEe OOPOOJISATH 1HILI 3aBJIaHHSA, TaKl SIK BBEJEHHSI KOPUCTYBaya 1 PEHIECPUHT

(muB. puc. 6).



NativeArray<Vector3>(par

NativeArray<Vector3>(parti ount, Allocator.Persistent);
initial — NativeArray<Vector3>(partic ount, Allocator.Persistent);
matrices NativeArray<Matrix4x4>(particleCount, Allocator.Persistent);

propertyBlock = MaterialPropertyBlock();

Pucynok 6 — Bukopuctanns NativeArray 103BOJIUTh BUKOPUCTOBYBATH JIaHI y

0araTornoToKOBOMY KoJii (BUKOHAHO CaMOCTIIHO)

[TlinroroBka manux mna GPU instancing (maTpuilb TpaHcopMaliii) TakKox
BUKOHYE€TBHCS TMapayieNIbHO, 110 MPUCKOPIOE MPOLEC MIATOTOBKU Ta JO3BOJISIE IIBHIIIIE
nepenatu gani Ha GPU. 3a paxyHOK MPUCKOpPEHHsI 00YMCIIeHb Ta OUIbill €()eKTUBHOTO
BUKOPUCTAaHHSA PECYPCIB IMpollecopa 3arajibHUil 4ac KaJpy TEX CKOPOUYETHCS, IO

MPU3BOAUTH 10 301JIBIIIEHHS] YACTOTH KaJpiB (IUB. pucC. 7).

~eenToWorldPoint(In put.mous

initial

JobHandle handle = job.Schedule( particleCount,

handle.Complete();

Graphics.DrawMeshInstanced(particleMesh @, particle
matr A ), , propertyBlock);

Pucynok 7 — IlapanenbHe OHOBJIEHHS CTaHYy YaCTUHOK (BUKOHAHO CaMOCTIIHO)

Buxopucrannst 6aratonorounocti dyepe3 Unity Jobs System ta Burst Compiler
HaJla€ 3HA4YHI MepeBaru y MPOAYKTUBHOCTI, OCOOJIMBO IS 3aBlJaHb, IO MOTPEOYIOThH
IHTEHCUBHUX OOYHUCIIEHb Ta OOPOOKM BEIHMKOI KUIBKOCTI 00'€KTIB. Y HAIIOMy BUMAJKY

e 703BOJIsIE €(PEKTUBHO OHOBJIIOBATH MO3WIINI 1 MIBUAKOCTI YAaCTMHOK MapasieNbHO,
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MOKPAIIyIOUX 3araJIbHUN 4ac BUKOHAHHS 1 3a0€3Me4y04H TUIaBHUM 1 UyHHUM 1HTepderic

KOPHUCTYBaua.
4.6 ECS

Buxopucranns Entity Component System (ECS) y Unity nis BupilieHss 3aaadi
CUMYJIAIII YaCTHHOK MOXKE€ 3HAYHO TIABUIIUTH  MPOAYKTHBHICTH  3aBISKH
BHUCOKOE(EKTUBHOMY KEPYBAHHIO TaHUMU Ta MapaieTbHUM O0UHCICHHSIM.

ECS 30epirae naHi KOMIIOHEHT Y MacHUBOMNOJIOHUX CTPYKTypax, IO JI03BOJISIE
e(eKTHBHIIIE BHUKOPUCTOBYBaTM Keml mnpouecopa. Lli  maHi po3TamoByrOThCS
MOCJIIJIOBHO y Mam'siTi, 1[0 3MEHIIY€ KEHI-MPOMaxy Ta 30IbIIY€ MBUJKICTh JOCTYITY 10
HUX.

ECS nigTtpumye aBTOMaTtMyHe mapajielibHE BHUKOHAHHS CHUCTEM, L0 JI03BOJISIE
e(peKTUBHO BUKOPUCTOBYBATU OaraTOsEpHI NPOLECOPH Ta JIETKO IHTErpyeThes 3 Burst

Compiler, o 3a6e3nedye BUCOKY TPOYKTUBHICTb.
4.6.1 Komnonentu

BpaxoByroun, 1mo B HaIIii Mojeal YaCTUHKU HE3aJeKHI1 OJHa BiJl OHOI, a iXHs
MOBE/IHKA BU3HAYAETHCS JIMINE 1X XapaKTEPUCTHKAMU Ta 3arajlbHUMH KOHCTaHTAMH,
OOYMCIICHHS] OHOBJICHOTO CTaHy 1/I€aIbHO IMiIXOIUTh JUIsl Mapajeni3aliii.

CyTp HanucanHs mnporpamu B pamkax ECS mnonsrae B moaun Koay Ha
komrnoHeHTH (Components), siKi ONMUCYIOTh CTaH, cucTeMu (Systems), 10 OMUCYIOTh
MOBEIHKY Ta B3a€EMOJIiI0 KOMIIOHEHTIB, Ta cyTHOCTI (Entities) — 00'ekTH, 0 MICTSIThH
Ha0lp KOMIIOHEHTIB.

Ham OynyTh moTpiOHI HACTYIHI KOMIIOHEHTH: TOYATKOBE IMOJIOKEHHSI YaCTUHKU
(i1 aTpakTOp), MBUIKICTH YACTUHKH, PUCKOPEHHS YaCTKH, JaH1 IJIs1 PEHAEPY.

Komnonentu ECS MicTATh BUKIIFOUHO YHCTI JaHi 00'€KTiB, 0€3 JKOJIHOI Kparuii
noriku. HaBegemo 0a3oBuii 1m1abnoH, SKWWA 3arajoM BIIOWBA€E CyTh KOMIIOHCHTIB.
KoxeH Takuii KOMIOHEHT MICTUTh NPOCTI JaHl y BUIJIAAI BEKTOPIB, MaTpUllb YU

3puuaiiHuX uucel. [11a0ioH Ki1aca KOMIIOHEHTA:
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public struct Data : IComponentData

{
public DataType datal;
public DataType data2;
public DataType data3;

Tenep xonmm y HaAcC € CTPYKTYpH, IO 30epiraroThCs B coOI BCl MOKIIMBI JIaHi,

MOTPiOH1 JJIsI ITPOBOI JIOTIKH, MOYKHA TIEPEUTH 710 pO3POOKU CUCTEM.
4.6.2 Cucremu

CucreMy BHUKOHYIOTH JIMIII€ BHUKIIOYHO JIOTIKY 00poOku manux. Ham Oyne
noTpiOHA CHUCTEMA, sIKa OHOBJIIOE IIBUJKICTH O0'€KTIB Y TPl Ha OCHOBI iX MPUCKOPEHHS
Ta MUHYJOTO Yacy, BUKOPHUCTOBYIOUM TMapajieibHI OOUYMCICHHS [JIsi ONTUMI3alli
MPOTyKTUBHOCTI.

Jist nouatky Entities.ForEach() Meron BukoHye iTepaliito o BCiX CYTHOCTSX, SIKI
MICTATh NEBHI KOMIIOHEHTH (B JaHoMmy Bunaaky VelocityData ta AccelerationData) Ta
BUKOHY€ 3a3Hau€Hl omeparii JJsi KOXKHOi CyTHOCTI. TyT OHOBIIIOETHCS IIBHUJIKICTbH
KOXXHOI CYTHOCTI Ha OCHOBI IPUCKOPEHHS Ta 4acy, 1110 MUHYB.

[Totim ScheduleParallel() meTox 3amyckae BUKOHAHHSI OTiepaliiii mapajieabHO BCIM
cytHocTsiM. ECS moxyTh BUKOHYBaTHCsl O€3iiu omnepariii 0JJHOYaCHO, IIO0 IiJIBUIILYE

IPOJIYKTUBHICTH (IUB. pUC. §).

Pucynok 8 — CucteMa OHOBJICHHSI MIBUAKOCTI (BUKOHAHO CAMOCTIMHO)

[licnss OHOBJIEHHS MIBUIKOCTI O0'€KTIB MU MOKEMO OHOBHUTH iXHIO (DAKTUUHY

no3utito. [lpuHuun nomnsirae y ToMmy, 110 y KOKHOMY KaJipl OHOBJIIOE CTaHOBHIIIE BCIX
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o0'ekTiB, sKi MawTh KommnoHeHT 1mBuaKocTi (VelocityData). Jlns 1mworo
BUKOpUCTOBYEThC 1MKA Entities.ForEach, sxuii nepebupae koxkeH o00'ekT 13
koMrioHeHTOM Translation (ommcye mosokeHHsI 00'ekta y mpoctopi) Ta VelocityData
(omucye MBHUAKICTh 00'€KTA).

Ycepenuni mukiay BigOyBaeTbcs 3MiHA TOJOXKEHHS 00'€KTa Ha OCHOBI MOTO
MOTOYHOI MIBHIKOCTI 1 Yacy 3 MOMEpPeAHhOro Kaapy. JIJIsi 1bOro BUKOPHUCTOBYETHCS
dbopmyIia: HOBE CTAHOBHUIIIEC = CTape CTAaHOBHIIE + (Yac * MIBUAKICTB).

[Ticns oHOBICHHS BCiX 00'€KTIB, BUKOHAHHS JaHOI CHCTEMH TapajieIbHO
PO3IOIISAETHCS MO KUIBKOX TOTOKax 3a JormomMoror Meroay .ScheduleParallel(), mo
JTIO3BOJISIE  ONTUMI3YBATH MPOAYKTHBHICTH TiJ] 4ac POOOTH 3 BEJIHUKOI KIUIBKICTIO

00'ekTiB (UB. puc. 9).

Pucynoxk 9 — Cuctema 3Minu (pakTU9IHOT MO3UIIIT (BUKOHAHO CAMOCTIMHO)

HactynHoto po3poOuM cucTeMy OHOBJICHHSI TPUCKOPEHHS, 1110 J1€ BIAMOBIIHO 10
BUBeICHOI hopmynu (nuB. puc. 10).

[IpuHuun poOOTH CHUCTEMH MOJSATa€ y OOYMCIEHHI MPUCKOPEHHS ISl KOKHOTO
00'eKTa HAa OCHOBI HOTO TOJIOKEHHS, IIBUKOCTI Ta BIUTMBY 30BHIMIHIX (DaKTOPIB, TAKUX
K TsDKIHHA Ta BigmToBxyBaHHA. Kmac AccelerationSystem ycmaakoByeTbest Bif
SystemBase, 6a3oBoro kiacy s cuctem ECS B Unity.

B Update meromi BHUKIMKA€TbCS KOXKEH KaJp OHOBIICHHS CTaHy CHCTEMH.

VYcepeauni 11boro MeToy BiI0yBa€ThbCS pO3paxyHOK MPUCKOPEHHS 00'€KTIB.



36

float? FindNearestPointOnLine( float2 origin, float2 end, float2 point)

origin,

Pucynok 10 — Ilomryk HaifOAMK401 TOUKH HA TIPSIMiil (BUKOHAHO CaMOCTIIHO)

Jlaim BUKOHY€ETBCS 1Tepallisl MO BCIX CYTHOCTSIX, SIK1 MICTSITh IIEBHI KOMIIOHEHTH (B
nanomy Bunanky AccelerationData, AttractorPosData, Translation 1 VelocityData) Ta
BUKOHYETHCS 3a3HAYCH1 oreparii i1 KOxKHOi cyTHOCTI. TyT BiiOyBa€eThCs PO3paxyHOK
MPUCKOPEHHSI KOXKHOI CYTHOCTI Ha OCHOBI PI3HUX (DAKTOpIB, TaKUX SIK TSDHKIHHS,

BIJIIITOBXYBAHHS Ta 3racanHs (quB. puc. 11).

AccelerationData
AttractorPosData attractorPosition, i in VelocityData ve

(attracte e t.Value.xy) * attractionPow
osition = repulsionMode = Settings >1.RepulsionModes.Point
rPos

repulsorPos, repulsorPrevPos,

distSqr = math.clamp( math.distancesq( x repulso sition, t.value.xy)

s.MinRepulsion 1 .MaxValue);

r repulsior math.normalizesafe( repulsorPosition t.Value.xy) distSqr * repulsionPower;
le * dampingPower;

raction + repulsion + damping;

Pucynox 11 — O6uncneHHs: IpUCKOPEHHS (BUKOHAHO CAMOCTIMHO)
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Ileit meton ScheduleParallel 3amyckae BuKOHaHHS olepalliii mapaneiabHO BCIM

cytHoctedl. ECS MoXyTh BUKOHYBaTHCS O€3Ji4 omnepaiiid OJHOYACHO, IO IiJBUIILYE
NPOAYKTHBHICTb

Sk pe3ynbTar micis 00UYMCIICHHS BCIX BIUIMBIB IPUCKOPEHHS IM1JICYMOBYETHCS Ta

MIPUCBOIOETHCS 00'€KTy. BUKOHAHHS JaHOT CUCTEMH TaKOX MapajieIbHO PO3MOIUISIETHCS

Ha KUTBKOX TTOTOKAX JUIsl ONTUMI3aIlii PO IyKTUBHOCTI.
4.6.3 Pennep

Xoya noTpioHO BiI0OPA3UTH MOTEHIINHO BEJINYE3HY KUIbKICTh YaCTUHOK, MOYKHA
BUKOPUCTOBYBAaTH OJMH 1 TOW ke KBaJpaTHUN mesh 3 JBOX MOJITOHIB 1 TOW CaMHii
Matepian i Bcix yacTuHOK. lle mo3BouTh BiipeHAepUTH iX yci 3a onuH draw call.
Opnak € oaHa mpoOJieMa: y BCIX YAaCTUHOK 3a3BHYail pI3HI KOJBOpPH, 1 0€3 LbOro
KapTUHKa, 110 BUHIILIA, Oy HYIHOIO.

Cranpaptauii Unity-meitnep «Sprites/Defaulty miarpumye GPU Instancing ais
onTHUMi3alli peHaepy 00'€KTIB 3 PI3HUMHM ClpaiiTaMu Ta Kojibopamu. Bin 00'eanye iX B
onuH draw call, ane nns pboro MOTPiIOHO 3a/aBaTH MOCUJIAHHSA Ha TEKCTYPY Ta KOJIp
JUJIS1 KOYKHOTO 00'€KTa 31 CKpUMTY, 10 4Oro MU He MaeMo goctymy 3 ECS.

Ak albTEpHATHBA, MOXHAa BHUKOPHUCTOBYBATU METO/I Graphics.
DrawMeshInstanced, sikuii 703BOJIsI€ MatOBaTH OJMH mesh Kijibka pasiB 3a oguH draw
call 3 pi3HMMM mapaMeTpamMu Matepiainy, BukKopuctoByroun Toi ke GPU Instancing.

Po3pobumo cucteMy BiAMalbOBYBaHHsS —crpaiToBux yacTuHOK Unity 3
BUKOPUCTAHHSAM METOAY I1HCTAHCHUHTY TIiABHUINEHHS TPOAyKTUBHOCTI. CrovaTrky
CTBOpIOEThCS ek3eMIuisip MaterialPropertyBlock, sikuit mo3Bosisie mepenaBat KOJIbOpH
cupaitiB Ha menaep. [lotim BuTAryeTrhes mim kBaapara (quadMesh) Ta marepian
(material), 110 BUKOPUCTOBYETHCS AJI PEHACPUHTY CIIPANTIB.

Jlaini BUXoauTh ciucok entityQuery, 1mo Mictuth koMmroHeHTu ParticleData, micins
4oro BiOYBa€ThCA 1TEpallis 3a JaHUMU CIpalTIB y Ojokax (KOKEeH OJIOK po3MipoM
BatchCount). [ns koxkHoro OJOKy JaHUX (OPMYIOTbCS CIHCKM — MAaTpHIlh
TpaHchopmariii Ta KOJILOPIB, 1o MepeaaroThCs y byHKI1IFO

Graphics.DrawMeshInstanced. Jlns koxxHOro OJIOKY JaHUX BHUKIMKAETHCS METO]
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Graphics.DrawMeshInstanced, sixkuii 371iCHIOE pEHICPUHT €K3EMIUISPIB Millla KBaipaTa
(quadMesh) i3 3actocyBanHsaM Matepiany (material) Ta mepemanux koibopiB. lleit
METOJI PEHJEPUHTY JI03BOJISIE CYTTE€BO 3OUIBIIUTHA MPOAYKTHBHICTH 32 PAXyHOK
BUKOPHUCTAHHS 1HCTAHCUHTY, 1110 JI03BOJISIE PEHCPUTH O€3J11Y CIPalTIB 3a OJIUH MPOXIJ

(muB. puc. 12).

Particles
< animationData.length; mes

BatchCount, animationData.lLength

material,
_matrixL

in :::|:L1IEZIC'E' .Off ]

Pucynox 12 — BitoOpaxeHHs1 YaCTUHOK Ha eKpaHi (BUKOHAHO CaMOCTIIHO)

Jnis Toro, mo0 BUKOPHCTOBYBATH LEH METOA JIl PEHIAEPUHTY TPyNnu OO'€KTIB,
HEoOX1JHO 310paTM MacuB MaTpullb TpaHcopMmalli Ta mapameTpiB marepiany, SKi

Oynyth 3miHtoBaTucs. (CucreMa  peHAEpY BHUKOHYeTbes — micnsa  TrsMatrix
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CalculationSystem, sika po3paxoBye MaTpHII0 TpaHchopmMaIllli I KOKHOI 4acTKu (JUB.

puc. 13).

Pucynox 13 — Po3paxyHok Matpuils Tpancopmaiiii (BUKOHAHO CAMOCTIHHO)

3aKIHUMBIIIN p03p06Ky BCIX OCHOBHHX CUCTEM IMIPOCKTY, MU MOXCMO IIPUCTYIIUTHU

JI0 MOTO T€CTYBaHHS HA MIPOYKTUBHICTb.
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5 TECTYBAHHSA
5.1 BriuB BHOpaHuX ONTHUMI3aliMHUX PIlICHh HA TPOIYKTHUBHICTh

5.1.1 YMoBU TecTyBaHHs

B pamkax Hamoro IOCHiIKeHHS MU OyJeMO TECTyBaTH Ta MOPIBHIOBATU KiIbKa
ONTUMI3ALIIMHUX METOIB JJI1 CUMYJIALIL Ta BIATBOPEHHS BEITUKOI KIJIbKOCTI YACTUHOK Y
Unity. Ili meToaum BKIIOYAIOTH BUKOPUCTAHHS CIIJIBHOTO MEHEIXKEpa YaCTHUHOK,
KemryBaHHs, OararonotouHicth, GPU instancing, a takox Entity Component System
(ECS) 3 inTerpamiero Jobs ta Burst komministopa. Harmroro MeToro € BUSIBJICHHS TIepeBar
Ta HEAONIKIB KOXHOTO MIAXOAY B yMOBaX, HAOMMKEHHMX /[0 pEaJbHUX 3aBAaHb
PO3pPOOKHU.

JUist  00'€eKTMBHOTO Ta BCEOIYHOrO aHajizy NPOAYKTUBHOCTI, MH Oyaemo
TECTYBAaTHU KOXKEH METO/1 B O/IHAKOBUX YMOBAaX.

TectyBanns Oyne mpoBoautucs Ha IIK 13 cepenHiMu XapaKTEepUCTUKAMU, IO
BKJIIOYAIOTh MPOLIECOP 13 YOTHUpMa siApaMu, IHTEerpoBaHy rpadiuny kapty ta 8 I'b
ornepaTuBHOI nam'sti. Mu OyJnemMo TecTyBaTH KOKEH METOJl 3 PI3HUMHU oOcsramu
gactuaok: 10,000, 50,000 ta 100,000. Ile mo3BONMUTH OLIHUTH MacCIITaOOBaHICTH Ta
e()EeKTUBHICTb METO/IIB 31 301JIBIIICHHSAM CKJIQJIHOCTI CIICHHU.

JUist OLHKKM €(QEeKTUBHOCTI BUKOPUCTOBYBATUMEMO METPHUKHU MPOIYKTUBHOCTI.
OcHoBHUM mnokazHUK - 1€ FPS, 1m0 BUKOPUCTOBY€TbCA MJiA OIIHKA 3arajibHOi
MPOYKTUBHOCTI 1 TUIABHOCTI PoOOTH mporpamu. Takoxk vac Kajpy, 10 BUTPAYAETHCS
Ha 00pOOKY 1 pEHJEPUHT OJTHOTO KaJpY, III0 BUMIPIOETHCS B MUTICEKYH/IaX.

Bumiproemo o0csr mam'siTi , 110 BUKOPUCTOBYETHCS 3a PI3HUX METOIB, 1100

OIIIHUTH 1X e()EKTUBHICTH B YIIPaBJIiHHI pecypcamu (IuB. puc. 14).

Pucynox 14 — Monitop cratuctuili (BUKOHAHO CAMOCTIHHO)
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Crnernudikaliii TECTOBOTO MPUCTPOIO:
— Full HD (1920x1080);
— Intel® Pentium® Gold7505 2GHz;
— Intel® UHD Graphics;
— 8GB GDDR4 RAM.

5.1.2 IIpoBeaeHHS TECTyBaHHS

[IpoBenemo kinmpka cieHapiiB TecTyBaHHS. (CrovaTtky BHUMIPSIEMO CTaTHYHI
YaCTUHKH, Kl CHOKOIThCS, 1100 OLIHUTH 0a30B1 HAKJIAaJHI BUTPATH HA YOPABIIHHS
JaCTHHKaAaMU Ta iX BiAManboByBaHHsA. [loTiM AWHAMIYHI YacTUHKH, SKI OYyIyTh
M1JJITaBaTUCS] BIUIMBY PI13HUX CUJI (MIOBEPHEHHS JI0 BUXIJAHOI MO3MIII1, BIAIITOBXYBaHHS
B KypcOpy, 3racaHHs), 00 OIIIHUTH IPOJYKTHUBHICTh METOJIIB B JUHAMIYHOMY
CEpellOBUIIIl 1 pa3oM 3 HUMHU IHTEPAKTHBHI YaCTUHKU, AKI OyayTh pearyBaTh Ha
NEepPEMIIIEHHS] Kypcopy MHUIII, IMITYIOUM B3a€EMHE KOPHUCTYBAaHHS, 100 MEpPEBIPUTH
e(eKTUBHICTh METO/IIB 32 YMOB PEaIbHOT'O BUKOPUCTAHHSI.

[lepenbavaeThes, 1m0 BUKOpUcTaHHS OaratonmotouHocTi Ta GPU instancing
npu3Bene J0 3HAYHOTO TIOKPAIICHHS MPOJYKTUBHOCTI TOPIBHSHO 3 0a30BOIO
peamizaiiiero Ha ogHomy Tortoill. [Hterpamiss ECS 3 Jobs Tta Burst komminstopom mae
HaJaTH HaWKpalll pe3yJabTaTH 3aBIAJKH ONTHMI30BAHOMY VIPABIIHHIO JTaHUMH Ta
BHUCOKOIO CTymneHs mnapanenismy. OnHak, peajgbHa MPOIYKTHUBHICTH 3aJeKaTHME BiJ
Oaratbox (hakTOpiB, BKIIOYAIOYM cleuu]iKy amapaTtHoi miIarGopMu Ta CKIATHOCTI
CIICHH.

[lepexin  Big  iHguBigyanbHux  MonoBehaviour-ckpuntiB 10  OuibId
ONTHMIi30BaHUX METOJIB KEPYBaHHS YAaCTUHKAMH 3HAYHO IMOKpPAIIy€e MPOIYyKTUBHICTb.
BukopuctanHs ~ 3araJbHOrO  MEHEIKEpa  YacCTHHOK  3abe3medye  XOpoIlry
MacmTabOBaHICTh Ta CTAaOUIBHICTh. BUKOpUCTaHHS KEUTyBaHHS JO3BOJIAE JIOCATTH
HallKpalux pe3yJibTariB, 3a0e3neuytoun Bucokuit FPS HaBite mpu o6pobmi 100,000
yacTUHOK. Ham Bianocs miBUIIKUTH KUTBKICTB KanpiB 3 75 o 95 npu 20 000 o6'exrax. I

36 10 17 3a 100 000 06'exTiB. SIKIIIO MpU MOPIBHIHO HEBEJIMKINA KUIBKOCTI 00'€KTIB MU
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OTpUMAJIM TIOPIBHSHO HeBeNUKui mnpupict 'y 26%, 1o mpu 100 000 o6'exrax

CIIOCTEPITa€ThCS MPAKTUYHO TPUPAZOBUN IPUPICT MPOTYKTUBHOCTI (AUB. puc. 15).
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Pucynok 15 — TectyBaHHS IPOAYKTUBHOCTI, CLIEHAPIH 3 €IUHUM IIMKJIOM OHOBJICHHS Ta

kemryBaHHSIM JaHux 20000 00'ekTiB (BUKOHAHO CAMOCTIMHO)

[IpomoBXKyOUM  JTOCHIDKEHHS METOMIB  ONTUMI3alli, MH MPOTECTyBaJU
BukopuctanHg GPU instancing s cumymsmii yactuHOK. llelt Meton mo3Bolisie
MajoBaTH 0arato OJHOTHUITHUX O0'€KTIB 3 MiHIMAJbHUMH HaKJIaJHUMH BUTpAaTaMH Ha
Buksnku Bit CPU no GPU.

GPU instancing 103Bojsie MamoBaTH 0e3114 00'€KTIB B OJIHOMY BHUKIIHKY, IO
3amkye overhead na CPU Ta 3menmnye kutbkicth draw calls. GPU moxe edexTtuBHO
00p0oOJIATH BENMUKY KUIBKICTh 00'€KTIB TTapasieIbHO, 10 MPUCKOPIOE PEHACPUHT CIICHH.

TectyBaHHs TIpoBOAWIIOCS 3 TUMHU camMuMu Habopamu nanux: 20,000, 40,000 Ta
100,000 gactunok. GPU instancing moka3aB 3HaYHO Kpalll pe3yjbTaTH MOPIBHSIHO 3
nornepenHiMu  Metonamu. lLleit merom go3Bonisie  €EKTUBHO BUKOPUCTOBYBATH
MOTY>XKHOCTI  TpadiyHOTO TMpoIlecopa, 3HAYHO 3HWXKYIOUM HABAaHTAKECHHS  Ha
HEHTPAIBHUI MPOIIECOp, 10 301IBIIIIO YacTOTy KaapiB y 3 pasu mpu 20000 o6'extax

ta y 2 pasu npu 100000 o6'ekTax y MOpIBHSIHHI 3 MOIMEPEIHIMU METOAaMU (JIUB. PHUC.

16).



e e W 2 avg min max 5§52 fpS
Manage Cached GPU inst i | R i i 61 21ms

reserved
allocated
mono

Particles count
Screen: 1920x1080@120Hz
Window: 1920x990@120Hz[96,0dpi] *
Graphics API: Direct3D 11.0 [level 11.1]
GPU: Intel(R) UHD Graphics
VRAM: 3943MB. Max texture size: 16384
CPU: Intel(R) Pentium(R) Gold 7505 @ 2.0
RAM: 7886 MB
0S: Windows 10 (10.0.0) 64bit [Desktop]

Pucynok 16 — TectyBanHs npoaykTuBHOCTI, ciieHapiit 3 GPU instancing 40000

00'e€KTiB (BUKOHAHO CAMOCTIIHO)

OcranHii 1 HaWOLIBII  PO3BMHEHWUH  METOJ  ONTHMI3amii, SKUH MU
BUKOPHCTOBYBaJIM, BKIIOYae BuKopucTtaHHs Entity Component System (ECS) vy
noennanHi 3 Unity Job System Ta Burst xomminstopom. Ile# migxin mo3Bosie
MaKCUMaJbHO €(PEKTUBHO BUKOPHCTOBYBATH MOXKIMBOCTI MapajelibHUX OOYUCIICHb Ta
ONTHUMI3AII0 KOy Ha PiBHI MAIUMHHUX 1HCTpYKUINA. TecTyBaHHS MPOBOAMIOCS 3 TUMU
camumu Habopamu ganux: 20,000, 40,000 ta 100,000 yactunok. BnpoBamxkenuss ECS
pazom 3 Jobs Ta Burst kommiisTOpoM JO3BOJMJIO HaM JOCSAITH HaMBHILOT
IPOAYKTHUBHOCTI CEpe] YCIX MPOTECTOBAHUX METO/IIB.

Oco0MBO XO4YeTCsl 3BEPHYTH yBary Ha BHUCOKI MOKa3HUKU YaCTOTH KaApiB MPHU
100 000 o6'extax. 160 xaapiB B CEKyHIY - 1€ BpaXarouuil pe3ysbTarT, IKU Ha rOJIOBY
nepeBeplIye BCl MOMEpeIHl ClieHapii.

et migxig 3a0e3nmeyye MakKCUMajbHY TMapajenizamito Ta e(EeKTUBHICTh
YOpPaBIiHHSA MaM'ATTIO, LIO J03BOJSIE OOpOOJATH Ta MAalOBAaTH BEJIUKY KUIBKICTb

YACTUHOK 3 MIHIMaJbHUMH HAKJIQJHUMH BUTpaTaMu (uB. puc. 17).



¢ : avg min max 162 fps
Manage Cached GPU inst | i 28 _ 81ms

reserved
allocated
mono

. Particles count
Screen: 1920x1080@120Hz
Window: 1920x990@120Hz[96,0dpi]
Graphics API: Direct3D 11.0 [level 11.1]
GPU: Intel(R) UHD Graphics =
VRAM: 3943MB. Max texture size: 16384px: Shaderievelis0
CPU: Intel(R) Pentium(R) Gold 7505 @ 2.00GHz 4 cores] *
RAM: 7886 MB
0S: Windows 10 (10.0.0) 64bit [Desktop]

Pucynoxk 17 — TectyBanHs NpoAyKTUBHOCTI, ciieHapiii 3 ECS+ Jobs + Burst 100000

00'€KTiB (BUKOHAHO CAMOCTIIHO)

3aBeplIMBIIA €Talm MPOBEJACHHS TECTYBaHHS PIZHUX METOJIIB ONTUMI3aIlil
cumynsnii vactuHok Unity, MU OTpUManH YiTKE YABIEHHS PO Te€, K KOXKEH MiIXia
BIUIMBAE€ HA NPOJYKTUBHICTh. Hami ekcnepuMeHTH TMoKa3aau, 10 Mepexis Bij
1HauBITyanbHIX MonoBehaviour-ckpunTiB 0 BUKOPUCTAHHS CIIUTBHOTO MEHEXKepa Ta
kemryBaHHsi cyTtreBo mokpairye FPS. GPU instancing 3a0e3neuyuB 11e OUIBILY
MPOAYKTUBHICTh 3a PaxyHOK e(EeKTUBHOTO BHKOPUCTAHHS pPecypciB rpadidyHOro
npouecopa. HaiiBuii pesynbratu npogemonctpyBas meroa ECS y noeanansi 3 Jobs ta
Burst kommiuisiTopoM, 110 3a0€3M€YMB MaKCHUMallbHY Napalielizalilo Ta ONTUMIi3alllo,
0 JIO3BOJWJIO JIOCSATTH HaWkpammx mnoka3HukiB FPS Tta wmacmraboBaHOCTI.
3aBepIIUBIINA TECTYBaHHS, 3aHECEMO BCl JaHi B TAOJMIIO 1 MPUCTYIUMO JO0 aHaJI3y

pe3yIbTaTIB.
5.1.3 Pe3ynbratu TeCTyBaHHS

VY Hac Buiinuia Tabnuis, sika BKJIIOYA€ HACTYIHI CIeHapii TecTyBaHHs: Mono,
CHITPHUN MEHEKep YaCTHUHOK, KelryBaHHs, OararomotouHicth, GPU instancing, a
takox Entity Component System (ECS) 3 interpamieto Jobs ta Burst komminsitopa.

Jns OmiHKKM €(QEeKTUBHOCTI OOpaHUX ONTHUMI3allIMHUX MIAX0AiB Oyyno oOpaHO JBa
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OCHOBHUX KpHUTEpIisl: CEpedHsl 4YacTOTy KaJpiB, SKOI BHAJIOCS IOCSATTA TpPHU Pi3HIN
KUTBKOCTI OO0'€KTIB Ha CIIEHI Ta dYac, [0 BUTPAYAEThCS Ha OOpOOKY Ta pPEHACPHUHT

OJTHOTO KaJIpy, II0 BUMIPIOETHCS B MuTiceKyHaax (auB. Tabu. 5.1).

Tabmuus 5.1 — Pe3ymbraTé TecTyBaHHS 3a pI3HUX CIEHapiiB. MeTpuKoOio

NPOAYKTHUBHOCTI BUCTYIIA€ CEPEIHs YacTOTa KaapiB (TaONUIId BUKOHAHA CAMOCTIHHO)

Cuenapiit KinpkicTe KinpkicTe KinpkicTe
TECTYBaHHS gactuHoK - 20000 | wactunok - 40000 | wactunox - 100000
[HauBiTyanbH1
) 75 15 6

MonoBehaviours
CoutbHuMI

90 26 17
MEHEIKED
KemryBanus 95 30 20
GPU Instansing 300 55 37
GPU Instansing +

600 110 70
Jobs + Burst
ECS + Jobs + Burst 650 270 160

[nmuBigyansHi MonoBehaviours mokazanu HaliHUXK4Y1 pe3yJibTaTh, OCOOJIMBO 31
30UIbIICHHSAM KUIbKOCTI YacTuHOK. [Ipu 100,000 yactunok FPS BnaB n0 6, 1mo poOuTh
CUMYJIAIII0 TPaKTUYHO HerpaOHOi. BBeieHHS 3aranbHOrO MEHEIKepa YaCTHHOK
JTO3BOJIMJIO 3HAYHO TIOKPAIIUTUA TPOAYKTHUBHICTh. YCyBa€ 0araTo HaKJIaJHUX BHUTpAT,
MOB'SI3aHUX 3 KEPYBaHHSM BEJIUKOIO KUIBKICTIO 00'€KTIB, ajie BCE 1€ HE € ONTUMAIbHUM
JUIsT BeNMWKUX creH. KemryBaHHS [MaHUX YAaCTHMHOK JI0OJAa€ HEBEIWKHH MPUPICT
npoaykTuBHocTi. lle mosinmieHHsT OCOOJUBO MOMITHE 31 30UIBIICHHSIM KiJIBKOCTI
YaCTHHOK, OCKUIBKM 3MEHIIY€ HAKJIaJHI BUTPATH JOCTYyNy M0 JaHMX. 3aCTOCYBaHHS
GPU instancing nano 3HaYHWA MPUPICT MPOAYKTUBHOCTI. 32 PaXyHOK BUKOPHUCTAHHS
NOTY>HOCT1 Tpadiunoro npouecopa Baanocs gocsartu 300 FPS 3a 20,000 yacTtuHOK.
[Ipote, 31 301MBIIEHHSM KUTBKOCTI YaCTHMHOK, MPUPICT OyB HACTUIBKK 3HAYHUM, IO

BKa3y€ Ha HasIBHICTH BY3bKHUX MiCI_IB IIpy BHCOKHX HABAHTAXCHHIX. I[OI[aBaHHﬂ
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0araTornoTo4HoCTi Ta onTumiszaiii yepe3 Jobs Ta Burst komminsaTop 10 GPU instancing
noABoino edekruBHIicTh Yy 20,000 yacTkax Ta IMOMITHO MOKPAIIUIO PE3yJIbTaTH Y
BelUKUX oOcsrax manux. Lle migkpecnioe ehekTHBHICTh MapanenbHUX OOUYMCICHb Ta
ontumizauii Ha piBHI MamuHHOTO Koxay. ECS + Jobs + Burst mpoaemoHcTpyBaB
Halikpami pesyiabTaTé (auB. Ta6m. 5.2), mocsratoun 650 FPS mpu 20,000 wactkax i

30epirarouu BUCOKY MPOAYKTUBHICTH HaBiTh 3a 100,000 gyactunok (160 FPS).

Tabmuus 5.2 — PesynmbraTé TecTyBaHHS 3a pI3HUX CIEHapiiB. MeTpuKOio

MPOYKTUBHOCTI BUCTYIIAE YacC KaJIpy Y MUTICEKyHaX (TabJvilsi BAKOHAHA CAMOCTIIHO)

Cuenapiit KinpkicTh KinpkicThb KinpkicTh
TECTYBaHHS gactTuHOK - 20000 | uactunok - 40000 | wacturOK - 100000
[HauBiTyanbH1
. 14 76 120

MonoBehaviours
CroutpHuM

11 48 63
MEHEeKEp
KemryBanus 10 46 58
GPU Instansing 4.8 21 39
GPU Instansing +

2,3 6,9 15
Jobs + Burst
ECS + Jobs + Burst 2 4.4 8,1

Hame  TectyBaHHs  moKa3ajo, 10 JUIsl  JOCATHEHHS  MaKCHUMAaJbHOI
MPOYKTUBHOCTI Ta MAacIITabOBAHOCTI Y CUMYJISILIISIX 3 BEJIMKOIO KUTHKICTIO YACTHHOK Y
Unity, HaitOU1bil epekTuBHUM MeTonoM € BukopucTtanHs ECS y noegnanui 3 Jobs Ta
Burst komnutsitopoMm. Lleit miaxig 3abe3nedye BHCOKY NPOAYKTUBHICTh 32 PaxyHOK
onTuMalibHOro BHKopucTanHsa pecypciB sk CPU, tak 1 GPU 1 gemoHcTpy€e BiAMIHHY

MacIITa00BaHICTh HABITh MIPHU 30UIBIIEHH] KUTBKOCTI YacTuHOK 710 100,000.
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3acTocyBaHHA MeTOHIB omnTuMmizamii, Takux sk GPU instancing Ta
0araTonoTOYHICTh, TAaKOX 3HAYHO IOKpAIy€ IMPOJYKTUBHICTh, ajli¢ HE HACTIIBKHU, SK
ECS 3 Jobs 1 Burst. Inguigyansni MonoBehaviour-ckpuntu Ta 3araibHUN MEHEIKED
JaCTMHOK MOXYTh OYTH BUKOPHCTaHI JUIsi MCHII BUMOTJIHMBHX CIICH, ajlé BOHH HE

3a0e3MeuyroTh HEOOX1THOT TPOTyKTUBHOCTI JUTSI BEJIMKUX CUMYJISIIIN.

5.2 3anmexHiCTh MPOIYKTUBHOCTI BiJl CEPEIOBHINA BUKOHAHHS

5.2.1 YMOBH TecTyBaHHS

B nanwit yac y Unity 1ocTymnH1 iBa BapiaHTH pealii3allii cepeoBUIa BUKOHAHHS
(Scripting Backend) mist po6otu 3 kogom moBoro C#: Tpaauiiiiina Mono Ta cydacHe
pimenHst B Unity po3poOuukiB — IL2CPP. Mono BuxopucroBye JIT-komminstop, a
IL2CPP BuxopucroBye AOT-koMIiasTOp.

JIT-koMIiIATOpU HE KOMIUTIOIOTHCS i Yac CTBOpPEHHs mporpamu. Kommimsiis
BIIOYBA€ThCS TiJ 4Yac 3alyCcKy MpOrpaMyd Ha MPHUCTPOI LIIBOBOTO KOPUCTyBaya.
Windows miaTpumye KOMIUIATOP, ajl€ HE OCTaHHI MOO1JIbHI TenedOoHU.

Komminsaropu AOT kKoMIUTIOIOTBCSA MMij1 4yac 30MpaHHs 1, OT)Ke, MOBUIbHIIIE, HIXK
JIT-komnusaropu. [linTpumyerses sk Ha [1K, Tak 1 MOOLIBHUX MIaTGOpMax.

JlaBaiiTe TOpPIBHAEMO MPOAYKTUBHICTh CKIAQJaHHSA ISl ITUX JIBOX peajizalii
cepenoBuia BukoHanHs: Mono ta IL2CPP.

Crnernu@ikaiiii TECTOBOTO MPUCTPOIO:

— Full HD (1920x1080);

— AMD Ryzen 5 4600H;

— GTX1650 4GB;

— 16GB GDDR4 RAM 3200MHz.

5.2.2 IIpoBeieHHS TECTYBaHHS

[TepexonaiiMocsi, 1O BCi HEOOXiMHI KOMMOHEHTH Ta 3aynexHocti DOTS
BCTAHOBJIEH] Ta HAJIAILITOBAaHI KOPEKTHO.
3amycTUMO TECTYBaHHS MPOAYKTHUBHOCTI MPOTpaMyd Ha JBOX PI3HUX Scripting

Backend: Mono ta IL2CPP. JIns uporo cTBOpuMO CIieHapiid, B sskomy Oyjae Oarato
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YaCTUHOK, W0 peai3yloTh omnucaHuil edexT. 3amycTUMO [I0AaTOK 1 BUMIPSEMO
cepennit FPS (KUIbKICTh KapiB HA CEKYHIY) 3@ PI3HOI KUIBKOCTI YaCTUHOK JJisi 000X
BapianTiB Scripting Backend.

[TopiBasiemo cepenniit FPS g  kokHOT KUIBKOCTI YacTHHOK I 4ac
BukopuctanHas Mono Ta IL2CPP. 3BepHiMo yBary 3MiHy MpOIYKTHBHOCTI 31
30UTBIIIEHHSAM KiJTBKOCTI 4acTUHOK. [IpoanHaiizyemMo oTpuMaHi pe3yibTaTd Ta 3p0OUMO
BHUCHOBKH IIpO Te, sikuii BapiaHT Scripting Backend 3abe3neuye kpaiity mpoyKTUBHICTb
JUTSL IBOTO TIPOEKTY.

3aBaHTAXXUMO 300pakeHHs, 1m0 ckiaagaeThes 31 100 000 o6'exTiB y cObipky Mono.
[TigkmouuMo crieniagbHUi 1HCTPYMEHT JUIsi BUMIPIOBaHHS MPOIYKTUBHOCTI, 100 Yy
peanbHOMY 4aci BIJICTEXKYBaTH 4acTOTYy KaJpiB Ta CrokuBaHHA mam'sti. Ha MoniTOpi

MPOYKTUBHICTH 0aYUMO B CEPEIHBOMY 72 KaJpH Ha CEKYHIY (IUB. puc. 18).

avg min max 71 fps
2 40 76 141ms

reserved
allocated

Target framerate 120

Screen: 1920x1080@144Hz P . Particle type Quad
Window: 1920x1080@144Hz[96,0dpi] . 9 Particles count 101140
Graphics API: Direct3D 11.0 [level 11.1] '

GPU: NVIDIA GeForce GTX 1650 ¥ Select image

VRAM: 3935MB. Max texture size: 16384px. Shader level: 50

CPU: AMD Ryzen 5 4600H with Radeon Graphics [12 cores] EosdcHEtomIaage

RAM: 15741 MB : Reset settings
0S: Windows 10 (10.0.0) 64bit [Desktop]

Pucynok 18 — TectyBanHs npoayKTUBHOCTI, coipka Mono 100 000 00'ekTiB (BUKOHAHO

CaMOCTIITHO)

Mono JIT oOmexeHuilt y TOMy, SIKMUM aHadi3 Ta ONTHUMI3allll0 BIH MOXE

BUKOHYBaTH, OCKUIbKH BiH poOUTH 11€ "Ha 1b0TY". BiH TakoX 4acTo HE Ma€ «3arajbHoi
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KapTUHW» TOTO, IO BiAOYBA€ThCS Yy HaIIM Tmporpami, 1 TOMY 3a3BHYall MOXKe
BUKOHYBATH JIUIIE «JIOKAIbHY» ONTUMI3aLIIIO.

Cnpobyemo 36umbmuTu 300paxkenHs me Ha 100 000 o6'extiB y cOipkii Mono.
[TigkmouuMo crieliagbHUA 1HCTPYMEHT ISl BUMIPIOBaHHS MPOJYKTUBHOCTI, 100 Yy
peanbHOMY 4aci BIJCTEXKYBaTH 4acTOTYy KaJpiB Ta CrokuBaHHA mam'sti. Ha MoniTOpi

NPOAYKTHBHICTh 0aUMMO B cepeHbOMY 32 KaJpu Ha ceKyHAy (auB. puc. 19).

avg min max 34fp3
32 35 29,6ms

reserved MB
allocated 145,9 MB
MB

Target framerate 120

Screen: 1920x1080@144Hz ; Particle type Quad
Window: 1920x1080@144Hz[96,0dpi] . Particles count 200020
Graphics API: Direct3D 11.0 [level 11.1] .

GPU: NVIDIA GeForce GTX 1650 SHECETTEES
VRAM: 3935MB. Max texture size: 16384px. Shader level: 50 s —
CPU: AMD Ryzen 5 4600H with Radeon Graphics [12 cores] i
RAM: 15741 MB Reset settings
0S: Windows 10 (10.0.0) 64bit [Desktop]

Pucynok 19 — TectyBanHs npoaykTuBHOCTI, c6ipka Mono 200 000 00'exTiB (BUKOHAHO

CaMOCTIIHO)

3aBaHTaXUMO 300paxkeHHs, 1m0 ckiagaeThes 31 300 000 06'exTiB y cOipky Mono.
[ligkmounMo creniagsbHUd 1HCTPYMEHT AJIE BUMIPIOBAHHS MPOIYKTUBHOCTI, II00 Yy
peasbHOMY 4aci BIJICTEKYBaTH 4acTOTYy KaJpiB Ta CHOKMBaHHA mam'sti. Ha MoHiTOp1
MPOAYKTUBHICT, 0aunMMoO B cepeaHboMy 23 kaapu Ha cekyHay (auB. puc. 20).
Crnocrepiraerbcs 3HaYHE HABAaHTAXKEHHS Ha IEHTPAJbHUN MPOLECOp, IO CHPUYMHSIE
3HIDKEHHS 4acTOTH KaJipiB. CIOKMBaHHS ONEPaTUBHOI MaM'sITi TAKOXK JTOCITae€ BUCOKUX
3Ha4YeHb, 110 BKa3y€ Ha HEOOXIJHICTh ONTHUMI3aIlli CHUCTeMH [Jisi OOpOOKH Takoi

KIJIBKOCTI 00'€KTIB.
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avg min max 24 fpS
42,2ms

reserved
allocated
mono

Target framerate 120

Screen: 1920x1080@144Hz Particle type Quad
Window: 1920x1080@144Hz[96,0dpi] Particles count 288204
Graphics API: Direct3D 11.0 [level 11.1]

GPU: NVIDIA GeForce GTX 1650 . Saleetd

VRAM: 3935MB. Max texture size: 16384px. Shader level: 50 e

CPU: AMD Ryzen 5 4600H with Radeon Graphics [12 cores] :
RAM 15741 MB Reset SettIﬂgS
0S: Windows 10 (10.0.0) 64bit [Desktop]

Load custom Image

Pucynoxk 20 — TectyBanHs npoaykTuBHOCTI, cOipka Mono 300 000 00'ekTiB (BUKOHAHO

CaMOCTIITHO)

3aBaHTakuMoO 300pakeHHs, 1m0 ckiagaerbess 31 200 000 oO'ekTiB y cOipKy
IL2CPP. TIlepeBara IL2CPP momsirae y momepeaHiii KOMITUIAIII HAIIOro KOay 3a
JIOTIOMOT'OI0 OMTHMI3YI0UOTO, Cy4acHOTo Ta 3puioro kommiisitopa C++. Alie OCKUIBKU
IL2CPP nparsHe noBoIUTHCA TaK CaMo, sSIKOM MU BUKOHAJIM CBOIO ITpOorpamy B MOHO, BiH
MOJKE 3pEIlTO 3TeHEepyBaTh KOJA, SKUNW KOMIIUIATOPY HE OOOB'SI3KOBO JIETKO
ontumizyBatu. [ligkmounMo — coemiadbHUW — THCTPYMEHT  JUIsi  BUMIPIOBaHHS
MPOJYKTUBHOCTI, 11100 y peaJIbHOMY 4aci BIJICTEKYBAaTH YaCTOTY KaApiB Ta CIIOKUBAHHS
nam'sti. Ha MOHITOP1 pOoAyKTUBHICTH OauUMO B cepeIHbOMY 48 KaJlpiB Ha CEKYHIY

3aBepIIMBIIM TECTYBAaHHA, 3aHECEMO BCl JIaHl B TAOJIUIIO 1 IPUCTYIIHMO JIO

aHaji3y pe3yJbTaTiB.
5.2.3 Pe3ynbratu TECTyBaHHS

VY Hac Buiiiilia HeBeJIMKa TaOJuUIIs, sSIKa BKIIFOYAE JBA PI3HUX CIIeHApli TECTyBaHHS
1 CEepeHI0 YacTOTy KaJpiB, sIKOT BAAIOCA JOCSITTH MPHU Pi3HIA KUIBKOCTI O0'€KTIB Ha

cueHi (auB. Tabm. 5.3).
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Tabmums 5.3 — Pesynbratu TecTyBaHHs JBOX peanizaiii Mono ta IL2CPP

(Tabnuils BUKOHaAHA CAMOCTIMHO)

KinpkicTsb
. Cepenniit FPS, Mono Cepenniii FPS, IL2CPP
00'eKTIB
30000 115 115
60000 113 114
100 000 72 107
200 000 32 48
290 000 23 34

Ha migcraBi muMx JaHMX MOXHa 3pOOMTH BHCHOBOK WO, B paMKaxX LbOIO C
excriepumenty, IL2CPP Burpae y Mono npubauzto Ha 30%.

3rigHo 3 npodaiinepom, OYKBaJIbHO BECh Yac, 1110 BUTPAYAETHCSA HA KaJp, e Ha
CUCTEMY pEHJIEPY, PO3PAXyHKH IHIINX CUCTEM OOXOAATHCS MPAKTUYHO «OE3KOIITOBHOY

(zuB. puc. 21).

Pucynok 21 —3aranpHuii 9ac, sKuii 3HaI0OUBCS MPOEKTY AJIs BIATBOPEHHS 1 Kampy.

(BUKOHAHO CaMOCTIMHO)

ECS 3aramom 1 Unity DOTS 30kpema BiOMiHHI IHCTPYMEHTH Uil MEBHHUX
CleHapiiB Ta KJjaciB 3aBAaHb. CBOI0O posib epeKTUBHIA 00poOIl BEIMUE3HOI KUIBKOCTI
JAHUX BOHM BHUKOHYIOTH YYJOBO 1 JO3BOJISIIOTH CTBOPIOBATH CUMYJIALI, Ha AKI B iX

BIJICYTHICTb HIIUIO O 3HAYHO OIIbIIE 3YCUJIb.
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BUCHOBKHA

Y Xonai BUKOHaHHS poOOTH OYB MPOBEJACHUN aHaji3 METOJIB ONTHMI3aIlli,
COpAMOBaHI Ha MiJBUIICHHS TMPOIYKTUBHOCTI Ta €(PEKTUBHOCTI CKIAIHHX ITPOBHUX
MPOrpaMHUX CUCTEM, IO BKIIOYAIOTh B ce0€ BENUKY KUIBKICTh 00 €KTIB Ta CKJIAJIHUX
(b13MYHUX OOYUCIICHb.

Ha miacragi nporo anamizy 0yB oOpanmii ctek Texnonorii DOTS 1 po3pobienuit
MIPOEKT JIJIsl TPOBEJICHHS TECTYBaHHS Ta OIIHKU €(DEKTUBHOCTI OOPaHOTO PIIlICHHS.

Xoua Unity DOTS MOXJIMBO HE € yHIBEpCAJbHUM PIMICHHAM JJS KOXHOTO
MPOEKTY, BOHO Oe3MepeyHO Ma€ BEIMKUAWA MOTEHIaN JUIsl TUX, XTO 3alliKaBICHUN Yy
po3po0Ili, OpiEHTOBaHIM Ha MPOJAYKTUBHICTh Ta MaciTaboBaHicTh. S BBaxato, 1o Unity
DOTS 3acnyroBye Ha yBary, ockiibku ECS Moke 10BECTH CBOIO ILIIHHICTb y 0ararbox
ITPOBUX MPOEKTAX.

[Tnardpopma Unity DOTS, 3 ii hokycom Ha aaHi Ta 6araTOmOTOKOBUM II1JIX0JIOM,
MPOIIOHY€E BEIUMYE3HUI MOTEHIIIAN JJIs1 ONTUMI3AIlll MPOTYKTUBHOCTI Ir0Op Y CEpeaOBHILI
Unity. BuxopucroByroun apxitektypy Entity Component System Ta TeXHOJOrIi, Kl €
CKJIaJIOBOIO YaCTHHOIO, Taki Ak Job System Ta Burst Compiler, po3poOHUKH MOXYTb
JOCSITTA HOBUX PIBHIB MPOYKTUBHOCTI T4 MACIITaOOBAHOCTI.

Unity DOTS € notyxHoto miaaThopMoro, sika MOXK€ 3HAUYHO MOJIMIIUTH JOCBIJ
pO3po0OKH 1rop, 3a0€3MeUyoUn MiABUIIEHHS MPOAYKTUBHOCTI, MapayiesibHi O0YUCIECHHS
Ta TOTOBHICTh 10 MaiOyTHHOI OOpOOKM Ha OaratosaepHUX cUcTeMax. BUBUEeHHS Ta
po3rian  MoxkauBocTed BopoBamkeHHsa Unity DOTS  no3Bonaute po3poOHHKaM
MOBHICTIO BUKOPUCTOBYBATH CydacHE OOJIalHAHHS Ta ONTHUMI3yBaTH MPOTYKTHUBHICTh

irop y cepenosuiii Unity.
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