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OO0'ekTOM JOCIIKEHHS € MPOLIEC PEHACPIHTY BEIUKOI KITbKOCTI 00'ekTiB B UNity
3 BukopuctanHaMm Universal Render Pipeline.

Mera po0GOTH: HOCHIIUTH METOAM ONTHUMI3alli PEHAEPIHTY BEJIMKOI KUIBKOCTI
00'exTiB B Unity. IIpoBecTu nmopiBHSIBHI 3aMIpU KIIFOUOBUX METPUK MPOTYKTUBHOCTI
JUTSL PI3HUX METOJ(IB ONTUMI3aIlii.

Meronuka AOCTIKEHHS: TEOPETUYHUHN aHai3 HAYKOBUX 1 JIITEPATypPHUX JIKEPET,
NPOBEJICHHS CEPii EKCIIEPUMEHTIB, 3aMip KIIOYOBUX METPHUK MPOAYKTHUBHOCTI, aHAJI3
OTPUMAHUX JIAHUX.

[epenik KIIOUOBUX CIIIB: ONTHMI3allisd PEHAEPIHTY, METOAU onTuMizaii, Unity,
Universal Render Pipeline (URP), GPU Instancing, Batching, Level of Detail (LOD),

Occlusion Culling, npoaykTuBHicTh, C#.
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BCTVII

CyuyacHi Biicoirpu JEMOHCTPYIOTH CTally TEHACHIIIO /10 3POCTAaHHS CKJIaIHOCTI
CLIEH, KUIBKOCTI 00’€KTIB 1 BUMOI' 0 AKOCTI rpadikud. B Takux ymoBax NUTaHHS
onTuMizaulii peHaepiHry HaOyBae o0cCOOJMBOi aKTyaJIbHOCTI, OCKUIbKH caMme
BIITBOPEHHS Tpa(iKu 4acTO € By3bKUM MICLEM MPOTYKTUBHOCTI.

OpHi€ro 3 HAUCKIIAHIIIUX CUTYALIH ISl py1is € BiqoOpa)XeHHs BEJIMKOI KIJIBKOCTI
OJTHOTUITHUX 00’ €KTiB, 110 OJJHOYACHO MPHUCYTHI B cIieHi. Lle cTBoproe HaBaHTa)KeHHS
SK Ha TIPOIECOp, SKUW BUTpavae 3HAYHI PECYpCH Ha MiATOTOBKY KOMaHJ PEHIEPIHTY,
Tak 1 Ha rpadiyHUNi IPoIecop, AKUH 3MYIICHUN 00pOOISATH BEIUKUN 00CST TeoMeTpil
Ta TMIKCEIB.

IrpoBuit pymiit Unity, a ocobmuBo ioro Universal Render Pipeline, namae
po3poOHMKaM IIMPOKHK HaOIp 3aco0iB i onrTumizanii peHaepinry. OnHak Ha
MPAKTHUI[l TOCTAE MUTAHHS HE JIMIIE B HASIBHOCTI LIUX IHCTPYMEHTIB, a i B PO3yMIHHI 1X
pEaNbHOTO BIUIUBY HA MPOJYKTUBHICTh B KOHKPETHUX YMOBaX.

Meroro 1i€i Marictepcbkoi poOOTH € eKCIIepUMEHTANIbHE OCHIIKEHHS Ta
MOPIBHSJIBHUM  aHaI3 METOAIB ONTUMI3allli PpPEeHIEpPIHry BEIUKOi KUIBKOCTI
oaHOTUIIHUX 00’ekTiB B pyrii Unity. B pamkax podoTu mepeadadaeTbCcsi MPOBECTH
Cepito eKCIEPUMEHTIB ISl PI3HUX METOAIB onTuMizaiii. O1iHOBaHHS ¢()EeKTUBHOCTI
METO/IB 3/IIMCHIOETHCS 3a JOTIOMOT'OI0 TaKMX MTOKAa3HHUKIB, SIK CEPEJTHS YacToTa KaJipiB,
cepeaHiil yac KaJpy Ha IEHTPAIIBHOMY Ta rpadidHOMY MpoIecopax, KUIbKICTh 0aT4iB
Ta KUTBKICTh TPUKYTHHKIB.

Otpumani pe3yiabTaTH MOXYTh OyTH BUKOPHUCTaHI PO3pOOHHMKAMU irop TMia 4ac
pPO3pOOKM Ta TMPOEKTYBaHHS TPH, IJIAHYBaHHS IUILOBUX IJIATHOPM Ta BUMOT [0

anapaTHOTro 3a0e3MeUeHHS.
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PO3/I1JT 1 OTJIAJ] TEXHOJIOT'TH PEHJIEPIHI'Y B ITPOBOMY PYIIIT UNITY

1.1 OcHOBHI NOHATTA Ta NPUHIMIHN PEHJEPIHTY B pealbHOMY Yaci

Pennepinr y peaapHOMy 4Haci — 1€ mpoiiec (popMyBaHHs 300paK€HHs CIICHU 3
TaKOIO IIBMJIKICTIO, sIKa 3a0e3neuye IHTepaKTUBHICTh Uil KopucTyBaya. Ha BigMminy
Bl 0h1alfHOBOTO PEHAEPIHTY, 1€ KaJp MOKE OOUMCIIIOBATUCS XBHJIMHHU a00 TOJANHH,
y pealbHOMY 4Yaci KOJKeH KaJip Mae 0yt c(hOpMOBaHUH 32 YACTKU CEKYHIU. THUITOBOIO
UTI0 € yacToTa 60 KaapiB Ha CEKYH/LY, 1110 BIIMOBIAa€ MpuOIu3Ho 16,7 MuTICeKYyHIH
Ha TIOBHUM IIMKJ OHOBJICHHS 1 BIATBOPEHHS Kaapy. Y 0aratbox MPOeKTax
JOMyCKatThes Takoxk 30 KaapiB HAa CEKyHAY, 110 Ja€ 0au3bKo 33,3 MiticekyHau. Yci
0oOYUCIeHHs JIOT1KY, (PI3UKH, aHIMaIliil Ta rpadikd MarOTh BMICTUTUCS B 1IeH YaCOBUI
POMDKOK, TOMY TUTAHHS PO3IO1Ty HaBaHTAXEHHS MK IIEHTPaJIbHUM Ta TpadiyHuM
IPOIIECOPAMH € KITFOYOBHM.

Tpanumiitno rpadiuHuil KOHBEEp PEHIEPIHTY MOIUIAIOTh Ha KUTbKa OCHOBHHX
etarniB. Ha cropori CPU BUKOHY€ThCS MIATOTOBKA CIIEHU: OHOBJIEHHS CTaHY 00’ €KTIB,
pPO3paxyHOK MaTpullb TEpPEeTBOPEHb, (OPMYBAHHS CIUCKY BHAMUMHX OO0 €KTIB,
HaJaIlTyBaHHSA MaTepialliB Ta BiampaBka koMann penaepinry Ha GPU. I'padiunnii
Ipolecop BIANOBiae 3a 00poOKYy reoMerpii, BUKOHAHHS MIEHEpiB, PO3pPaxyHOK
OCBITJIICHHS Ta (popMyBaHHS (piHATBLHOTO 300pakeHHS B Oydepi kaapy. s omiHku
poOOTH CHUCTEMH BUKOPUCTOBYIOTH MOHATTS dacy kaapy Ha CPU ta GPU. fkmo CPU
HE BCTHUTAE MIATOTYBATH JIaHi 3a MOTPIOHMI IHTEPBaJ, TO MPOAYKTHBHICTh BBAXKAETHCS
00MEXKEHOIO TIPOLIECOPOM, SKITO K 3aTpuMKH cTBOproe GPU, To Buxoauts, mo GPU
HE BCTUTA€E BUKOHATH MOTPIOHY POOOTY.

B pennmepinry B peanbHOMY 4aci TaKOXXK BaXKJIMBI CTPYKTYpPHI XapaKTEPUCTUKH
CIICHU: 3arajbHa KIJTbKICTh TPUKYTHHUKIB 1 BEpIIMH, a TAKOXK KUIbKICTh OaTdiB, SKi
BU3HAYAIOTh OpraHizamiitHi Butpati Ha ctopoHi CPU. Benuka KUTBKICTh OKpEMHUX
BUKJIMKIB MaJIFOBAaHHS MOE MPU3BECTH J0 3HAYHOI BTPATH MPOJYKTUBHOCTI, HABITH
SKIIO TEOMETPUYHA CKJIAIHICTh KOKHOTO 00’ €KTa HEBEIIHKA.

Jlns 3a0e3nedeHHs: cTabuIbHOI pOOOTH BUKOPHUCTOBYIOTH 1Ty TPYIY MPUHITUIIIB

onTuMi3ailii. 3MEHIIeHHsI KUIBKOCTI BHIMMHUX 00’ €KTIB 3a PaxXyHOK IMPOCTOPOBOTO
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Bincikanusa, Occlusion Culling ta pisaux ¢Gopm LOD no3Bosse CKOPOTHTH OOCST
po6otu Ha GPU. 3menmenns kunbkocTi Draw Call’iB gocsiraeThest 3a 10MOMOTORO
CTaTUYHOIO Ta JWHAMIYHOTO OaTYMHry, a Takok Instancing, komu OaraTo KoIii
OJIHOTO ¥ TOr0 C€aMOro MeIla PEeHACPATHCS OJHIEI0 KOoMaHaow. Ontumizaiis
MarepiajiiB 1 IMICHAEpiB CHOpsSMOBaHA HAa CKOPOYECHHS OOYHUCIIOBAIBHOI BapTOCTI
KOXHOTO MIKCENsI Ta KOXKHOI BEpIIMHHU. Y CYKYNHOCTI LI IPUHLMIHN JO3BOJSIOThH
OanancyBatu HaBaHTaxeHHs MK CPU 1 GPU Tta yTpumyBaTH 4yac Kaapy B Mexax,

HEOOX1THUX 1Sl KOM(GOPTHOT'O BUKOPUCTAHHS IHTEPAKTUBHOTO J10J1aTKA.
1.2 Orasp irposoro pymris Unity Ta ocoonuBocteir URP

Unity € oHUM 13 HAWMOIIMPEHIIIUX ITPOBUX PYIIIiB 3arajJbHOrO MPU3HAYCHHS,
SIKUH BUKOPUCTOBYETHCS SIK JUISI HEBEJIMKUX MPOCKTIB, TaK 1 JIJI1 KOMEPIIIHHUX irop Ha
pi3HUX TuIaTgopMax. Pymiiii BUKOPUCTOBY€E KOMIIOHEHTHO-OPIEHTOBAHY apXITEKTYpPY
Jie CIleHa CKJIQJa€eThcsl 3 iepapxii 00’€KTiB, KOKEH 00 €KT MOXKE€ MICTUTH HaOIp
KOMITOHEHTIB, 1110 BIJMIOBIIaI0Th 3a MOJIO’KEHHS Ha CIICH]1, BIITBOPEHHS MEIIIiB, KOJIi3ii,
aHiMaIrii Ta 3a HmUH QyHkiioHan. Jlorika rpu peanizyeThesl y BUTJIA1 CKPHUITIB Ha
C#, sxi B3aeMOnifOTh 3 00 ’€KTaMHU CIIEHU Yepe3 4iTKO Bu3HaueHwil API pymris.
BaxxnuBoro mepeBarow pyilis € KpocruiarGpopMeHIiCTh, TOOTO OJMH 1 TOW camuid
IIPOCKT MOXHA 30MpaTh JJIsl MEePCOHATBHUX KOMIT FOTEPIB, MOOLILHUX MPHUCTPOIB 1
ITpOBHX KOHCOJICH, aJanTylO4W HaJIAIITYBaHHS SIKOCTI Ta MPOJYKTHBHOCTI ITiJl
KOHKpETHY Tiatopmy.

IrpoBuii pymiii Unity migtpumye cucremy Scriptable Render Pipeline, ska
JI03BOJISIE  PO3POOHUKAM BUKOPUCTOBYBATH PIi3HI pEHIEp-TIANIIIAHU 3 PI3HUMH
MOXXIJIMBOCTSIMH Ta cTyneHeM KoHTpomto. Universal Render Pipeline (URP)
PO3pOOIICHO K YHIBEpCAIBbHE PIICHHS JIJIs1 IIUPOKOTO CIEKTPa MIaTdhOpM, 3 aKIIEHTOM
Ha TPOMYKTUBHICTH 1 MacmrTaboBanicth. URP Hamae Oinpmr mepemdadyBaHy Ta
ONTHUMI30BaHy CTPYKTYPY PEHIEPIHTY, IHTETpy€ CydYacHi MiIXOId 10 OOpoOKU
OCBITJIEHHS, TIHEW Ta MOCTOOPOOKH, a TAKOXK Ja€ MOKIIMBICTh PO3IIMPIOBATA 0a30BUM

MaiIiaiiH 3a JOMOMOT0I0 KOPUCTYBAIBKUX PILLICHb 1 IeiAepiB.
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Onniero 3 kmovyoBux ocobnuBocteit URP € Bukopuctannss SRP Batcher — 1ie
MEXaHi3M, KM CKOpOUy€e BUTPATHU Ha MIATOTOBKY PEHJIEPIHTY MaTepiaiiB 1 el 1epiB
Ha cTopoHi CPU. Y KOHTEKCTI CIIEH 3 BEJIMKOIO KUIBKICTIO OJTHOTUITHUX 00’ €KTIB 1eH
MEXaHI3M JI03BOJII€ 3HAYHO NOKpAIUTU eQeKTUBHICTH 00poOku OaruiB. URP
HiITPUMYE Pi3HI PSKUME PEHICPIHTY, BKJIFOUHO 3 KilachyHuM Forward i BapianTamu 3
PO3LIMPEHUMHU MOXJIUBOCTAMH (Hanpukiag, Forward+), mo pae 3Mory THYYKO
HAJAIITOBYBaTH OajaHC MK SKICTIO 1 MPOJYKTUBHICTIO. BaxkiuBUM € TakoxX TiCHE
MOETHAHHS PEHJEPIHTY Ta MOCTOOPOOKH: eheKTH 3riIaIKyBaHHs, KOPEKI[li KOJIbOPY,
PO3MUTTS, CBIYEHHS Ta 1HII IHTETPOBaH1 B €JMHUN KOHBEEP, 1110 CIPOIILYE KEpyBaHHS
HUMU.

B nopiBusHH1 3 BOynoBanuM penaepepom, URP kpaie npucrocoBanuit 10 podotu
3 BEJMKMMH CIIEHAMHU 32 PaxXyHOK CYYaCHOTO IiJAXOAy A0 OaT4uHTY, OUIBII
nepen0avyBaHOi CUCTEMHU HIEHAEPIB 1 YITKIIIE CTPYKTYPOBAHUX HAJAIITYBaHb SKOCTI.
Jl1s1 3a1a4, OB’ SI3aHUX 3 PEHJIEPIHTOM BEJIMKOT KIJTbKOCT1 OMHOTHUIHUX 00’ ekTiB, URP
HaJa€ PO3POOHUKY MHUPOKUA HAOIp IHCTPYMEHTIB — BiJ CTAHJAPTHUX 3aC001B, TAKUX
sk cratmunuii 6atumnar, LOD ta Occlusion Culling, mo Oiibin mpocyHYTHX TEXHIK
Instancing penaepinry. Lle poouts Universal Render Pipeline naiikpamum BuGopomM
JUIL  eKCIIEPUMEHTAJIbHOTO  JIOCHI/DKEHHS METOIB  ONTHMI3aIlii  peHIepiHTy,
CIIpPSMOBAaHMX Ha IIJBHUINCHHS 4YacTOTH KaJpiB TMpU 30epeKeHHI HOPMaIbHOT

BI3yaJIbHOT SIKOCTI.
1.3 OcHOBHI pUHIIUATIN TPAPIIHOTO KOHBEEPA

JIist po3yMiHHS METOJIB ONTHMI3aIll PEHACPIHTY BEIUKOI KILTBKOCTI O0'€KTIB
HEOOXITHO TMpoaHaIi3yBaTH OCHOBHI MPUHIUNUA POOOTH rpadiyHOTO KOHBEEpa HA
anmapatHomMy piBHi. [Ipoiiec mepeTBOpeHHS aOCTPaKTHUX MAaTEMAaTUYHHX JAHUX PO
TPUBUMIPHY CIIEHY Y JIBOBHMIPDHHI MAacHB IKCENIIB Ha €KpaHi IUTUTHCA Ha Oarato
cTamiii 1 6a3yeThcs Ha TICHIA B3aemofii MK meHTpanbHuM mporiecopom (CPU) Tta
rpadgiyauM nponecopom (GPU).

[Iponiec penaepinry mounHaeTbes Ha ctopoHi CPU, sxuii BiAmoBimae 3a JOTIKY

nporpaMu, OO4YMCIICHHS TpaHchopmalid o00'€eKTiB, BU3HAYECHHS BUJIUMOCTI Ta
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MIATOTOBKY JaHUX A rpagigyHoro yuma. KioyoBMM MOMEHTOM III€l B3a€MOJIL €
dopmysanns Draw Call.

Draw Call — ne xomanna, ssky CPU Haacunae rpadiunomy API (manpukia,
DirectX, Vulkan a6o OpenGL), m06 natu Bka3iBky GPU Binpenaeputu neBHuii Hadip
reoMeTpii 3 KOHKPETHUMHU HaJallTyBaHHAMU (IIeiaepaMu, TEKCTypaMu, Oydepamu).
OcHoBHa mpo0JieMa Tpu Bizyasizallii BETUKOT KUTbKOCTI 00'€KTIB MOJISITAE HE JIUIIIE Y
CKJIAJTHOCTI caMOi reoMeTpii, a i y HaKJIaJHUX BUTpATaxX Ha KOXKEH TaKUU BUKIIHK.
Koxen Draw Call Bumarae Bin CPU nepemukanss craHiB rpadiuyHOro KOHBEEpa, 110
CTBOPIOE 3HAUHE HaBAHTAXCHHS Ha MOTIK peHAepiHTy. Ko 00'ekTiB 3aHaaTO OaraTo,
CPU #ne Bcturae roryBatu komanau s GPU, mo nmpusBoauts 1o curyarii “CPU
bound”, koiu MOTYXHICTh BICOKAPTH MPOCTOIE YEPe3 OUIKYBaHHS KOMAH] Bij
nporecopa.

Ilepm vk GPU 3Moxe posmoyatd 0OpoOKy, HeoOxiaH1 gaHi (KOOpJauHATH
BEpPIIUH, 1HACKCH, TEKCTYpH, HOpMaJll) MalOTh OyTH TepeIaHi 3 olepaTUBHOI Mam'sTi
(RAM) y Bineonam'site (VRAM). Lla nepenaua 3aiiicHioeThes uepes muHy PCle.

OCKUTbKHM MPOMYCKHA 3AaTHICTh IIMHUA OOMEKEHa, TMOCTIHA Mepenada BEIHKUX
MAaCHBIB JIaHUX Y KO)KHOMY KaJIp1 € Hee(peKTUBHOI. TOMY B CydaCHUX ITPOBUX PYIIIIsX,
30kpeMa B Unity, BUKOPUCTOBYETHCS CTPATETIsI MONEPEIHBOTO 3aBAaHTAKCHHSI TAHUX Y
Oydepu Bimeonam’sTi:

- Vertex Buffer Object (VBO): 36epirae gani npo BEpIIUHU;

- Index Buffer Object (IBO): 30epirae mopsaok 3’€qHaHHS IUX BEPIIUH Y

TPUKYTHUKHU.

OnTumizamiss Ha 1OMY €Taml Mojsrae B MiHiMi3amii 3MiH y nux Oydepax Ta
BUKopucTaHHi TexHiKk iHctaHcuHTy (GPU Instancing), xonmu maHi mpo TeOMETpito
MepenarnThcsl OAWH pa3, a MOTiM 0araTopa3oBO BHUKOPUCTOBYIOTHCS IS

BiIMaTbOBYBAHHS KOITi 00’ €KTa 3 PI3HUMH IMapaMeTpamu Tpanchopmairii.
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[Ticnsa orpumanns komanau Draw Call, rpadiunuii mpoiiecop akTUBYE KOHBEED,

SIKUW CKJIAIA€THCS 3 MOCTIOBHUX CTa1d 0OPOOKHU:

1.

Bxinuuit acembnep (Input assembler): GPU 30upae cupi gani 3 OydepiB y
r€OMETPUYHI IPUMITUBH (TOUKH, JiHIi, TPUKYTHUKH);

Bepmmnunanii meiinep (Vertex shader): me mepmia mporpamoBaHa CTafis
KOHBeepa. BepmmHHui 1ieiiiep BUKOHYETHCS Il KOXKHOI BEPIIMHU B MOTOLIL.
Horo ronoBHa pons — TpaHcdopMallis KOOPAMHAT BEPIIMHH 3 JIOKATLHOTO
npocTopy 00’€KTa y CBITOBUM mpocTip, a moTiM y npoctip Bijacikanus (Clip
Space) 3a momomorow MaTpuile mpoekiii. Ha 1mif cramii Takok MOXYTh
00YHUCITIOBATUCA JIaH1 JJIsl OCBITJIEHHS Ha PiBHI BEPIIMH;
Tecemsuia/I'ecomerpuunuii meiaep (Tessellation/Geometry shader): crBoproe
HOBI BEpIIMHHU JIJIs JIeTajizaiii a0o Moiudikye reoMeTpito;

Pacrepusanis (Rasterization): mporiec nepeTBOPeHHsI BEKTOPHUX TPUKYTHHUKIB Y
HaOlp ¢parMeHTiB (MaiOyTHIX ITIKCENB), 110 BIATOBINAIOTH CITI eKkpaHa. Ha
IIbOMY €Talll CHCTeMa BHU3Hayae, Skl came TIKCcell MOKPUBAaE TeOMETpUYHa
birypa;

[Tikcenpuuit/pparmentauii  meiaep (Pixel/Fragment Shader): Haii0inbm
pecypcoMicTka ctamis. dparMeHTHUN MIeHIep BHKOHYETHCS 11 KOXKHOTO
NOTEHIIHHOTO Tmikcens Ha ekpaHi. Came TyT BinmOyBaroThes (GiHaIbHI
pPO3paxyHKd  KOJIbOPY, TEKCTYpyBaHHS, OOYMCIEHHS  TOIMIKCEIBbHOTO
OCBITJICHHS, HAKJIaJaHHS TIHEH Ta €()eKTIB MPO30POCTi;

Tectn Ta 3mimyBanHsa (Output Merging): ocTaHHIN eTam, Jie MepeBipAETHCA
rmbuna (Z-test), Tpadaper (Stencil test) Ta BimOyBaeTbcs 3MilTyBaHHS
kob0piB (Alpha blending). Skmio 06'ekT MpoXOAUTS i TeCTH, (iHATBHHUMN KOJIIp

3anucyetbest y Oydep kaapy (Frame Buffer).
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Pucynok 1.1 — cxema rpadigHoro koHBeepa
Takum unHOM, pO3yMiHHS POOOTH KOHBEEpPA HA PIBHI 3aj1i3a J03BOJISE BUZHAYUTH
BY3bKi MicIls. [Ipu poOoTi 3 BEMMKOIO KUTBKICTIO 00'€KTIB MU MaeMO crpaBy abo 3
MepeBaHTAXEHHSAM CTall BEPIIMHHOTO Ieiaepa, abo 3 HAJUIMIIKOM BUKINKIB Draw

Call, a00 3 BUCOKOIO CKJIQHICTIO MKCEIBHUX 00YHCIICHb.
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1.4 TlopiBusnbpHa xapakTepuctuka URP Ta HDRP

V¥ mexax pyuurist Unity cbOroJiHI CHIBICHYIOTh J€KUTbKa peHAep-NaimiaiHiB, cepes
axux Universal Render Pipeline (URP) Tta High Definition Render Pipeline (HDRP) e
ocHOBHUMHM st  HoBux npoekTiB. HDRP opientoBanuii Hacammepes Ha
BHUCOKOIPOJIYKTUBHI CUCTEMH 1 MPOEKTU 3 aKLEHTOM Ha (OTOpeanicTUYHy Irpadiky.
Bin mpomnoHye po3mIMpeHy MOJENb OCBITJICHHS, MIATPUMKY CKIaAHUX €(EKTIB
rJI00AJIBHOTO OCBITJIEHHS, O0’€MHHMX CBITJIOBHX €(QeKTiB, (I3MYHO KOPEKTHHUX
MaTepialliB 1 MHUPOKOro Habopy KiHeMarorpadiyHux MoxumBocted. L{iHa 3a ne —
Habarato BuIla 0a30Ba BapTICTh PEHIEPIHTY, CKIaAHIIIA KOHPIrypallis Ta 3aJIeKHICTh
BiJl MOTY>XHOro TpadiuHoro obnagHaHHSA. Y 3a7adax Je KPUTHYHOIO € CTaluIbHA
4acTOTa Ka/IpiB 3a HAIBHOCTI1 BEJIMKO1 KUTbKOCT1 00’ €kTiB, BuKOpucTanHs HDRP wacTo
NPHU3BOIMTH 0 IIBHIKOTO BUUEPIIAHHS PECypCiB IpadiqHOTO MpoIiecopa, HaBiTh MiCIs
3aCTOCYBAaHHS arpeCUBHUX METO/IIB ONTHUMI3aIlii.

Universal Render Pipeline, HaBmaku, po3poOjeHO SK OUIBII JIETKUH Ta
yHIBEpCaJIbHUM BapiaHT, 3IaTHHH MPAIFOBATH HA IIIMPOKOMY CIIEKTP1 IiIaThopM — Bif
MoOUTEHUX MpucTpoiB 10 [1K Ta irpoBux koHcomnei. URP BiAMOBISIETBCS Bil YaCTUHU
BXKHUX BI3yaJIbHHX €(PEeKTIB, HATOMICTh MPOIIOHYE OUIBII MPOCTY ¥ mepeadadyBaHy
CTPYKTYpPY PEHACPIHTY, ONTHUMI30BaHYy IJisi BHUCOKOI NMPOAYKTHBHOCTI. s 3amadgi
pernepiary 50 000 ogHakoBUX OO0’€KTIB 1€ Ma€ NPHUHIIMIIOBE 3HAYECHHS, 00
0OMEXEeHHS 3a pecypcaMi B MEPIy 4epry MOB’s3aH1 3 BEJIMKOIO KUTbKICTIO BUKJIUKIB
pEHACPIHTY Ta 00CATOM TeoMeTpii, a He 3 oTpeOo y doTopearmicTUUHUX edeKTax
BHCOKOTO PiBHS.

VY konrtekcTi ganoro pociimxeHHs BuOip URP sk ocHoBHOI minatdhopmu €
OOTpYHTOBaHMM 3 KUThbKOX TpuumH. [lo-mepie, BiH Kpale BiAMOBimae CIieHapiio B
SKOMY TOJIOBHOIO 33/7a4eto € 3a0e3nedYeHHs] CTabUIbHOT YacTOTH KaJpiB MPU BETUKIH
KiTbKocTi 00’ ekTiB Ha crieHi. [To-apyre, URP Hamae moBHmit HaOip 0a30BUX 3ac00iB
onrtuMizamii — crarnunui 6aTumnr, Instancing, LOD, Occlusion Culling, cnipomienss
MaTepiaiaiB 1 melaepiB — SKi JO3BOJAIOTH JOCIIIUTH BIUIUB KJIACHYHUX IPUHOMIB Ha

CPU ta GPU 06e3 101aTKOBUX YCKJIaJIHEHb, TOB’I3aHUX 3 OUIBII BaXKKOIO rpad)iuHOIO
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mozaemmto  HDRP. TIlo-tpete, pesynbratn otpumani B URP € Ouibw
penpe3eHTaTUBHUMH JUIsl IIMPOKOTO KJIacy MPOEKTIB, /1€ caMe MPOAYyKTUBHICTb, a HE
MaKCUMaJlbHa Bi3yaJlbHa SIKICTh, BUCTYIA€ TOJOBHUM OOMEXEHHSAM. TakuM 4HHOM,
HDRP posrisnaerscs paiuie sK ajbTEepPHATUBHUN BapiaHT sl OKPEMOIO Kiacy
3aCTOCYHKIB 3 (hoTopeanicTuuHoro rpadikoto, Toai sk URP kpaiie nigxoauTh B SKOCTI
cepelloBUlIIa ISl EKCHEPUMEHTAIBHOIO JOCHIIHKEHHS ONTUMI3allli pEeHIEPIHTY

BEJIUKOI KIJTLKOCT1 00’ €KTIB.
1.5TlonsTTs onTUMI3alliT B po3po0IIi irop

OnTumizaiiss B 3arajlbHOMY pO3YMIHHI TPaKTYEThCS SK MPOLEC MiABUIICHHS
e(eKTUBHOCTI TIEBHOTO 00’€KTa, CUCTEMH abO0 TMpolLecy 3 METOK OTPUMAHHS
HAWKpaIioro MOKJIMBOTO PE3yJIbTATy 32 HASIBHUX OOMEXEHb. Y TEXHIUHIN JITEpaTypi
ONTUMI3aIliF0 YaCTO BU3HAYAIOTH SIK OTPUMAaHHS HAWKPAIIOro pe3yabTaTy 3a 3aJlaHuX
yMOB a00 00OMEXeHb, TOOTO KOJIU OakaHU eEeKT TOCATAETHLCSA HE B3araji, a B MeXax
KOHKPETHUX PECYpCiB 1 MpaBmi (4Yac, mam’siTh, amapaTHi MOXJIHBOCTI, BUMOTH JI0
AKOCT1). Y TPUKIAAHOMY CEHC1 JUIsi MPOrpaMHUX CHCTEM 1€ O3HA4a€ MPUBEICHHS
mporpaMu JI0 TaKoro CTaHy, KOJW BOHA Tpalfoe cTabuipHIIe W edexkTuBHIIIE, HE
BTpavaroun HeoOXiaHO1 P YHKIIIOHAITBHOCTI.

VY cdepi mporpamHOro 3abe3neueHHs OMTHUMI3AIlS 3a3BHYAM PO3YMIETHCS SIK
MOKpAIEHHS MPOJTYKTUBHOCTI Ta €(DEKTUBHOCTI, TOOTO 3MEHIIICHHS Yacy BHKOHAHHS
oreparliii, 3HKESHHS CIIOKUBAHHS I1aM’ Ti, 3MeHIIIeHHs HaBaHTa)keHHs: Ha CPU/GPU,
ONTUMI3aIlis JOCTYITY JI0 JaHUX TOII0. BaXkinBo, 110 onTUMi3allisi He € pa30BOIO JIET0.
Ha npaxTuiii 1ie mocnijoBHUM NpOIEC B AIKOMY CIIOYATKy BU3HAYAETHCS BY3bKE MiCIIE,
JlaTi 3aCTOCOBYETHCS TIEBHUM MPUITOM ONTUMI3AIlii, @ TOTIM PE3yJbTaT MEePEBIPAETHCS
3a BHUMIPIOBAaHUMH METPHKaMH. TakWid TIiAXiJg BIAMOBiTae 3arajibHIA JIOTII
OMTUMI3aIlii sIK MONIYKY HAWKPAIIOTo PIlIEHHS cepe] JOMyCTUMUX BapiaHTIB, a HE K
CrpoOH IMOKPAIIUTH BCE OAPaA3y.

Xoya METOIW ONTHMI3alil € OTPUMAaHHS ONTUMAaJIbHOI CHCTEMH, aOCOIIOTHO
ONTUMAJIGHUNA BapiaHT y pealbHUX MPOTPAMHUX 3a7adax JOCATAETHCS JAIEKO HE

3aBxAu. [[puunHa nonsirae B TOMY, 110 OILIHKA Pe3yJIbTaTy 3aJ€kKUTh BiJ 0OpaHOro
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KpUTEPIIO, @ KpUTEP1i YACTO KOH(PIIKTYIOTh MK CO0010. Y MPaKTULl PO3POOKH CHCTEM
ONTHUMI30BaHa peanizalisd HEPIIKO € HaKpallow JHIIE /Il KOHKPETHOI 3aaadi abo
KJIaCy CIICHApiiB BUKOpHUCTaHH:. Hampukiiam, mprucKOpeHHsS poOOTH MOKE JOCITaTHCS
I[IHOIO OUIBIIOr0 CHOXXHBAaHHS TNaM’ATi, a B 3ajaydax, J€¢ KPUTHUYHOK € TaM’ fTh,
HABITAKH MOXYTh 3aCTOCOBYBATHCS MEHIII IIBUKI aJITOPUTMH 3 MEHIIIMMH ITOTpeOaMu
10 RAM.

[Toxi6Ha cuTyarlis XxapakTepHa 1 Jyisi 0araTboX CKJIaJHUX CUCTEM, JI€ JOBOJIUTHCS
ONTHUMI3yBaTH JEKUJIbKa apaMeTpiB OJJHOYACHO. SIKIIO HiIel KUTbKa, TO 3a3BUYail He
iCHye €IMHOTO pillIEeHHS, sSKe OyJae HalKpamuM 3a BCiMa TOKa3HMKaMH. Y TaKHX
BUIIAJIKAX 3aCTOCOBYETHCS 171€s1 KOMIIPOMICHOTO BHOOpPY 1 MOIIYKY PO3B’SI3KIB, fKi €
ONTHUMAJIbBHUMH B OajaHci, TOOTO TOJIMIIEHHS OJHOTO IIOKa3HWKAa HEMHUHYYE
noripirye iHmui. lle BignmoBigae 3aralbHUM NPUHIKNAM OaraTOKpUTEPiaTbHOT
onTUMI3aIlli, e PIICHHS YaCTO € KOMIIPOMICOM MK KOH(MIIKTHUMH IUISIMHU.

VY KOHTEKCTI KOMIT'IOTEpPHUX IrOp OINTHUMI3allisi Mae OCOOJIMBE 3HAUYCHHS dYepes
PEXHUM peasbHOTO Yacy, 00 Ipa MOBUHHA (JOPMYBATH KaJIpH 3 TOCTATHHOIO YaCTOTOIO
Ta 0€3 MOMITHUX 3aTpUMOK. ToMy Ha TpaKTHIIl ONTHMI3AIlisl IrPOBUX 3aCTOCYHKIB
HalyacTile 3BOAUTHCS 10 TOro, o0 BKJIACTHCS B OMOJDKET KaJpy Ha IUIHOBIN
wiardopmi. B Unity 11t nporo pekomeHgoBaHo aHajiizyBatu He yjuie FPS, a it gac
kanapy Ha CPU ta GPU, ockinbku came 11i 3Ha4€HHS TIOKa3yI0Th, /1€ BAHUKAE PeaslbHE
00ME)KeHHS MPOTYKTUBHOCTI.

OkpemMo clifi MIAKPECAUTH, IO B ONTUMI3AIi pPEHACPIHTY HE ICHYE
YHIBEpPCAIBHOTO METONTY, SIKUH OM aBTOMATUYHO ITiIBUIIYBaB MIPOYKTUBHICTh Y OyIb-
AKIA CIieHl ¥ 3a OyAb-sIKHX YMOB. BibIIICTh ONTHMMI3allid JalOTh MPUPICT JIHIIE B
KOHKPETHHUX CITAa0KUX MICIISIX, ajle BOJJHOYAC MOXKYTh HAaKJIa1laTh OOMEXEeHHS a00 MaTh
moOiyHi Hacmiaku. Hampukianm, 3MEHINEHHS CKIIQJIHOCTI MeIIliB/MaTepialliB MOXKe
3MEHIMUTH HaBaHTaXeHHs Ha GPU, ane BIUIMHYTH Ha Bi3yalbHY SIKICTh; arpeCHBHE
BiJIciKaHHs 200 CIPOIIEHHS MOKE BHUMAaraTH IHINOI OpraHi3aiii CIleHH; ONTHUMI3allis
draw calls 3menmye naknaani sutpaty CPU Ha nepegauy xomann no GPU, mpote
noTpeOye JOTPUMaHHS YMOB CYMICHOCTI MarepianiB/o0’ekTiB. Takum 4YuHOM,

ONTUMI3allll PEHJEPIHTY B Irpax 3a3BU4Yall € TMOIIYKOM KOMIPOMICY MIixX
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MPOAYKTUBHICTIO, SKICTIO 300pa)X€HHS Ta 3pYUYHICTIO/CKIAAHICTIO NOOYA0BU
KOHTEHTY.

KpiM TOro, mparHeHHs 10 1A€aJbHO ONTUMAJbHOI MPOrpamMu MaibKe 3aBXKIu
CTUKAETHCSA 3 MPAKTHUYHOIO MEXEI0, 00 MICHs MEBHOIO PIBHS MOKpAUIEHb KOXKHUN
HACTYMHHUM BIICOTOK BUTpaIly MOTpeOye 3HaYHO OUIBIIMX 3aTPaT Yyacy 1 yCKJIaJHEHHS
pIIIEHHS, TOJ1 K peajibHa KOPUCTh CTa€ He3HauHOI0. Yepes 1e mporec onTuMizarii
3a3BUYall 3aBEPIIYIOTH TO/1, KOJU JOCITAEThCS JJOCTaTHIN piBEHb MPOIYKTUBHOCTI AJIs1

ITOCTAaBJICHUX BUMOTI', 4 HC TOI[i, KOJIM CUCTCMY BIKC CTAa€ HCMOKIIUBO TTOJIIITIIIMTH.
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1.6 Ornag MeToaiB onTUMI3arl

Unity Mae mmpokuii CiCOK MOKIIMBHX METOJIB onTUMi3allii. ['0J10BHOIO METOI0
METO/I1B ONTUMI3aIlll € MOJEreHHs POOOTH ISl HEHTPAIBHOTO MpoLecopa TaK 1 AJis
rpad19YHOTO MPOIECOpa, 110 B CBOIO UYEPry 30UIBIIMTE YAaCTOTY KaJpiB 3aCTOCYHKY. B
MeKax JIOCTIKEHHS OYJIO pO3TIIsIHYTO HaO1p 3 6 METO/I1B ONTUMI3aIlii, SIK1 BILIUBAIOTh
Ha pI3Hi CKJ1a10B1 Ipouecy GopMyBaHHs Kajipy. Hikue mogaHo onuc KOKHOT0 METOY
Ta OYIKyBaHUU e(eKT Bl MOro 3aCTOCYBAHHS B YMOBAX CLIEHH 3 BEJIUKOIO KUIBKICTIO
OJJTHOTHIHUX 00’ €KTIB:

— crarnunuii Oatumur (Static Batching). Lleit metonx go3Bossse 00’€aHATH
HEPYXOM1 O00’€KTH JUIsi 3MEHIICHHS KUIBKOCTI BUKJIMKIB PEHJCPIHTY.
OO0’€eKTH BBaXKAIOTHCS HEPYXOMHUMH, KOJIM BOHU HE 3MIHIOIOTH TOJIOKCHHS,
oOepranHs Ta Macmtad min yac pobotu rpu. o6 3podutu 06’ ekTH
CTaTUYHUMHM BOHU HE TOBHMHHI CTBOPIOBAaTHCh JUHAMIYHO, TOOTO BOHHU
HOBHHHI OYTH pPO3MIIIEHHI PO3pOOHHMKOM Ha CIieHi 3a3maneriab. Unity
dbopmye crinbHi Oydepu BepInH Ta 1HASKCIB ISl TAKUX 00’ €KTIB 1 BUKOHYE
ix BimoOpaxeHHs Outbll epekTuBHO. OUIKyBaHUM PE3yIbTaTOM BiJl IILOTO
METOAY ONTHMI3aIlli € 3SMEHIIIEHHS KUTBKOCTI 0aT4iB 1 SIK HACTIIOK 3HIKCHHS
HaBaHTaxeHHs Ha CPU. BogHouac MeToa Moke 30UTbIITYBAaTH CIIOKMBAHHS
1aM’ Ti, OCKUTbKH 30€piraroTbes 00’ €HaHI TeOMETPUYHI JaHi;

— cnpomennit matepian (Light Material). Lle#t meTon onTumizalii BKiIro4ae B
ceOe BUKOPUCTaHHS MEHII CKJIAJIHOTO IIeWaepa s 3HWKEHHS BapTOCTI
00poOku KokHOTO Tikcens. [liq MeHII CKIaJHUM TIEHIepOM MaeThCsl Ha
yBa3i meiaep 6e3 CKIaaHuX 00YHMCICHb OCBITJIICHHS, TOJATKOBUX TEKCTYP,
JIETaII30BaHUX MAaCOK, CKJIQJIHUX Bapiaiii mpo3opocTi 1 T.1. Bukopucranus
CIPOILEHNX MaTrepiajiB BILUIMBAa€ Ha 3MEHILIEHHS 4acy kaapy Ha GPU,
OCKIUTBKHA CIPOIYEThCSI OOpOOKa TMIKCETMiB 1 3HMKYETHCS BapTICTh

BUKOHAHHS LIEUAEpa;
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— cnpomena moxenb (Light Mesh). Ileii meTon 3MeHIye T€OMETPUYHY
CKJIQHICTh 00’ €KTIB 32 paXyHOK MEHILO1 KIJIbKOCT1 TPUKYTHHUKIB Ta BEPILIHH,
Kl MOTpiIOHO 0OpoOasATM mix yac peHaepiHry. Llboro MoxHa noCATTH
BUKOPUCTOBYIOUM HM3BKOIOJITOHAIBHY Bepcilo Mojenl o0’exkrta abdo
onTuMizalii opuriHaiabHOI Mozeni 00’ekta. B pe3ynbraTi BUKOpPUCTaHHS
bOTO METOAY ONTHUMI3allli OUIKYEThCS 3HM)KEHHsI HaBaHTakeHHs Ha GPU
yepe3 MEHIy TreoMeTpito s oOpoOku. HalOuibin moMiTHMI pe3ynbTar
OYIKYEThCS Y BHUIIAJKaX, KOJIHU CIICHA MAa€ BHCOKY MOJITOHAIBHY CKIQJHICTh
1 GPU Butpauae 3HauHuii yac Ha 00pOoOKYy BepUINH/TPUKYTHHUKIB;

— piBHi nperanizamii (LOD). ['onoBHOWO 1A€€10 IHOTO METONY ONTHUMI3ALl €
BUKOPUCTAHHS PI3HMX BapiaHTIB MOJIEJ1 3aJIeKHO BiJl BIJICTaH1 10 KaMepH.
Jlist ogHOTO ¥ TOTO caMoro 00’€KTa TOTYIOThCS KiIbKa BaplaHTIB MOJEII 3
PI3HOIO TEOMETPUYHOIO CKIIQ/IHICTIO, @ PYIIiii aBBTOMAaTHYHO MEPEeMUKaE abo
HaBITh BUMHUKAE X 3aJI€XKHO BijI BificTaH1 10 Kamepu. OUikyBaHUN pe3yIbTaT
TaKWil cCaMU K 1 BiJl CIPOIIEHHS MOJeiel, a caMe 3MEHIIeHHS KUTbKOCTI
TPUKYTHUKIB 1 BEPIIMH y KaJpl 3a pPaxyHOK TOTO, IO Jajeki 00’ €KTH
BIJIOOPaKAOTHCS MPOCTIIO TeoMeTpiero. Lle 3MeHIye HaBaHTa)KEHHSI Ha
GPU Ta moxe minBumuta FPS y cuenax, ne 3HauyHy YacTUHY KaJpy
CKJIaJIatf0Th 00’ €KTH Ha CEPEAHIX/BETUKUX TUCTAHITIAX

— oxmo3siiine BiacikanHsa (Occlusion Culling). Ile#t metom onTumizarii
BKJIFOYae B ce0Oe BITKIIOYCHHS BiJ PEHACPIHTY OO0 €KTIB, IO MOBHICTIO
3aKpHTI IHIUMUA ab0 3HAXONATHCS IM03a MmosieM 30py. Ha BigmiHy Bix
CTaHJApTHOTO BIICIKAHHS 3a MEXaMH oSt 30py kamepH (frustum culling),
OKJIFO31iHE BiJICIKAHHS JOJIATKOBO BPAXOBYE MEPEKPUTTS 00’ €KTaMU OJUH
onHoro. OuikyBaHUM e(PEeKTOM € 3MEHIIIeHHS 3aiiBuX omneparliit sk Ha CPU,
tak 1 Ha GPU, ockinbku B peHAEpIHT HE MOTPAIUISIOTh 00’ €KTH, MO HE
BIUTMBAIOTHh Ha 300pakeHHs. Unity MigKpectoe, M0 METO/I 3MEHIIYE 3aiBi
OoOUHMCIIEHHSI, ajleé caM MeEXaHI3M TaKoXX Ma€ BapTICTh, 0O YacTHHA
po3paxyHkiB BUKOHYyeTbcsi Ha CPU 1 moTpiOHI gaHl 11 OKIIFO31i

30epiraroThCs B aM’ sTi;
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GPU Instancing Indirect. BukopucTaHHs IOTO METOAY ONTHUMI3allii
JT03BOJISIE PEHJIEPUTH BEIUKY KUTBKICTh KOMIN OJJHOTO MEIIa 3a JOTIOMOT0I0
HEBEJIMKOT KUTbKOCT1 BUKITUKIB peHaepinry. B Unity meii meton ontumizarii
peamizyeTbcsi 3a paxyHok Bukiauky DrawMeshinstancedindirect ne
3a/1al0ThCsl Melll, Matepiai, Mexi Ta Oydep aprymentiB Ha GPU. Leii Mmerox
ONTUMI3allli 103BOJISIE€ PI3KO CKOPOTUTHU KIIBKICTh OaTUiB 1 HABAHTAXKEHHSI Ha
CPU, ockinbKU CyTTEBA YaCTUHA PEHAEPIHTY OpraHizoByeThcs uepe3 GPU-
opieHTOBaHUM MexaHi3M. Lle ocoOmuMBO MOKa30BO JUIsl CUEH 3 JECATKAMHU
TUCSY OJHAKOBUX OO0 €KTiB, 00 TpaguIIAHUN MIAX1I PEHAEPIHTY LIBUIKO
BIIUPAETHCS B BEJIMKI BUTPATH MPOJYKTUBHOCTI Ha ICHTPATHHOMY
npoiiecopi. BogHouac meToa BUMarae TpaBUIIBHOI OpraHizamii JaHux i
3arajioM € OUIbII CKJIQJHUM Y peaizallii mopiBHSHO 3 0a30BUMHU 3aco0amMu

Unity.
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BucHoBku 1o po3auny 1

VY mepmiomy po3auii OyJa0 pPO3TIASHYTO TEOPilo, sIka CTOCYETHCS PEHJIEPIHTY B
peanbHOMY Yaci Ta 0COOJIMBOCTEH MOro 3aCTOCYBaHHSA B CyYaCHUX ITPOBUX PYLIISX.
Bu3HaueHO KJII0UOBI METPUKH €KCIIEPUMEHTY, TaKl SIK: 4acToTa KajapiB, yac KaJpy,
HABAaHTAXXEHHS Ha LIEHTpPaJbHUN Ta TpadiuHUid TPOLECOPH, KUIBKICTh OaTyiB,
KUIbKICTh TPUKYTHHKIB Ha clieHi. [loka3zaHo, 1110 AJ1s1 BEIUKOT KUTBKOCT1 OJTHOTUITHUX
00’€KTIB BUpIIIAJIbHE 3HAYECHHSI MAa€ HE JIMIIE 3arajbHa KUIbKICTh TPUKYTHHUKIB, a U
opraHizailis Tpolecy BIANPaBKW KOMaH]l PEHJEPIHTY, OCKUIbKM 3HA4YHI HaKJIaHI
Butpat Ha ctopoHi CPU MOXyTh CTaTh TOJIOBHOK TIPUYUHOI 3HMIKCHHS
IPOIYKTUBHOCTI J0JIaTKA.

[IpoanaizoBaHo apxiTekTypy mooyaoBu cienu B Unity ta ocodomusocti Universal
Render Pipeline sik cyuacHoro penjep-naiiaiHa OpieHTOBAaHOTO Ha IPOIYKTHBHICTh
1 KpocmiatgopMmeHicTh. Bin3HaueHO pojab KOMIOHEHTHOrO MiIXOAY, THYYKOCTI
HaJaIlTyBaHb SIKOCTI Ta HAsABHOCTI BOYJOBaHMX MEXaHI3MIB ONTHMI3allii, 30KpeMa
SRP Batcher, cratuunoro Oatumury, Instancing, miarpumkum LOD Ta Occlusion
Culling. TIlokazano, mo URP 3abe3neuye Oinbln mnepenbadyBaHy CTPYKTYpy
pPEHIEPIHTY Ta Kpallli MOXJIMBOCTI MacIITaOyBaHHsS CIEHH 3a pPaxyHOK MEHIIOi
BapTOCTI BI3yaJIbHUX €(EeKTiB.

[TpoBeneno nopipHsIbHUM aHami3 URP Ta HDRP B koHTeKCTI mocTaBieHoi 3a1adi.
3azHaueHo, 1mo HDRP jonimbHO  BHKOPHCTOBYBAaTH  JJIi  MPOEKTIB 13
doTopeanicTHuHOO Tpadikoro Ta CKIATHUMH ¢(hEKTaMU OCBITJICHHS, ajie Horo 6a3oBi
BUTpPATH POOJIATH LeW MaWIIaiiH MEHIN NPUIAATHUM JJis €KCIIEPUMEHTIB 13 JTyXke
BEJIMKOIO KUTBKICTIO ogHOTHIHUX 00’ ekTiB. HatomicTte URP, 3aBnsku opieHTariii Ha
MPOTYKTUBHICTH 1 MIATPUMKY HIUPOKOTO CHEKTpa MPHUCTPOiB, € OUIBIT BiAMOBITHUM
BUOOPOM JUIsl JOCTIPKEHHS METOJIIB ONTHUMI3aIlii PEHACPIHTY, METOI0 SKUX €
cTabutpHu BUCOKHT FPS.

By1no netanpHO OrIIHYTO BUKOPUCTAHI B JOCIIIKEH1 METOIM ONITUMI3AIIl1, K1 Jaji
BUKOPHUCTOBYIOTHCSI B €KCIIEpUMEHTaNbHIA 4YacTuHI. Byno BHU3HaueHO, AKUU came

e(eKT OUIKyEThCS BIJ KOKHOTO MAXOTY.
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PO3A1JI 2 BUMOI' 10 PO3POBKH

2.1 OcHOBHI (yHKII0HATbHI BUMOTH

Jlnst  3a0e3nedeHHs] KOPEKTHOTO TMPOBEAEHHS EKCIEPUMEHTIB 1HCTPYMEHT
JOCIII)KEHHs] TOBUHEH BUKOHYBAaTH HACTYMHI (PYHKI10HAIbHI BUMOTH:

— cucrema Mae 3abe3neuyBaTd (OpMyBaHHS TECTOBOI CIEHM 3 3aJaHOI0
KUIBKICTIO OJHOTHUITHUX 00’ €KTIB;

— IHCTPYMEHT TIOBMHEH HaJaBaTU MOXJIMBICTh AaKTHUBAIlli Ta JeaKTUBaIlil
OKpPEMHX METO/I1B ONTUMI3allli peHAEePIHTY;

— TIepEMUKAHHSA MDK METOJIaMH ONTUMI3allii Ma€ 3/IIHCHIOBATHCS Yepe3 OKpeMi
CLICHU 32 OTIOMOT 010 iHTep(deiicy KepyBaHHS;

— TporpaMa Mae peajizoByBaTH 30ip METpUK MPOAYKTHUBHOCTI. BoHa moBuHHa
3MIMCHIOBATH PO3IrpiB CIIEHM, a MOTIM (pikcalito MOKa3HUKIB YIPOJOBXK 3aJ1aHOTO
1HTEepBaJy 4acy;

— pe3ynbTaTH BUMIPIOBaHb MalOTh BimoOpaxkaTucs 6e3rnocepeinbo B iHTEpdeici
IPOTrPaMHU.

CykynmHIiCTp mHUX (YHKIIIOHAIPHUX BHMOT TapaHTye, 10 PO3POOJIEHUN
nporpaMHuii  3aci®d Oyjae NpUAATHUM JUIsl TPOBEACHHS cepii EeKCIepUMEHTIB
BIJIMTOBITHO JIO TIOCTABJICHOT 3a/1a4i JOCTIKEHHS Ta I03BOJUTHh OTPUMATH Y3TOJ[KEHI,

MOPiBHIOBaH1 MK COOO0I0 pe3yJIbTaTH.
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2.2 Bxinui nani

J1o BXITHUX TaHUX Yy MEXaX JaHOTO AOCII>)KEHHS BIIHOCATHCS
[TapameTpu cueHu:

— KUIbKicTh 00’ €kTiB: 50 000 omHOTUITHUX cdep;

— TPOCTOPOBE PO3MILIEHHS 00 €KTIB: CiTKa 3 (PIKCOBAHUM KPOKOM IO OCSX,
OJIHAKOBA CTPYKTYpa /ISl BCIX CIIEHApIiB;

— (hikcoBaHe MOJIOKEHHS Ta OplEHTALllsl KAMEPH /1 YaCc BUMIPIOBaHb.
Koupirypaiist penaepinry:

— irpoBwuii pymriit Unity (Bepcis 6.0.49f1);

— pennep-naitmaitn: URP;

— OJIHAaKOB1 HAJIAIITYBaHHS SKOCTI rpadiku, TiHEH, TOCTOOPOOKHU Ta PO3NUIBLHOT
3IaTHOCTI JIJIsl BC1X CLICHAPIiB.
Cuenapii onTumizartii:

— 0azoBwuii BapiaHT 0€3 CreliaJibHIUX ONTHUMI3aIlii;

— craruunwmii baTuunr (Static Batching);

— cnpomenuii marepian (Light Material);

— cnpomena mojaenb chepu (Light Mesh);

— piBHi getanizaiii (LOD);

— Occlusion Culling 3 4acTKOBOIO BUAMMICTIO CIICHHU;

— GPU Instancing Indirect.
AmnapaTHe CepeJOBHIIIE:

— uerrpanbHuii porecop: Intel(R) Core(TM) i7-14650HX;

— rpadiununii mpouecop: NVIDIA GeForce RTX 4060 Laptop GPU;

— omnepatuBHa mam’sATh: 32 I'b 5600 MT/c;

— omepaniiina cucrema: Windows 11;

— Bepcis rpadiunoro apaiieepa: NVIDIA 591.59.

Ili BximHI maHi 3a7ar0Thcs B HamamTyBaHHAX UNity mpoekry Ta B mapamerpax
IHCTPYMEHTY ¥ 3aJHIIAIOThCS CTAIMMH B MEXKaX EKCIEPUMEHTY JJII KOPEKTHOTO

MOPIBHSHHS PE3YJIbTATIB.
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2.3 Buxigai gagi
J1o BUXITHUX JTaHUX, SIK1 (POPMYIOTHCS B MPOLIEC] EKCIEPUMEHTIB, BIAHOCATHCS:
IToxa3zHuku:

— cepense 3HaueHHs FPS;

— cepenHii yac kaapy Ha CPU (CPU Frame Time);

— cepenniil yac kaapy Ha GPU (GPU Frame Time);

— KUIbKICTh OaTuiB penaepinry (Batch Count);

— KUIbKICTh TPUKYTHUKIB.

3a3HavyeHl  BUXIIHI  JaHl  (QIKCYIOTbCS  TECTOBUM  IHCTPYMEHTOM U
BUKOPUCTOBYIOTHCS JIJISI MOOYAOBH TaOJHIh, TpadikiB Ta MOPIBHSJIBHOTO aHaJi3y

€(hEeKTUBHOCTI OKPEMUX METOJIB ONTHUMI3alIii.
BucHoBku 10 po3ainy 2

Y npyromy posauri Oymu chopMoBaHi OCHOBHI (DYHKIIIOHAJIbHI BHMOTH 1O
nporpamu, a came aBromaruzoBane ¢popmyBaHHs ciieHu 3 50 000 cdep, MOKITUBICTH
NepeMUKaHHs OKpEMHX METOIB ONMTHUMI3allii, a TAKOXK peari3allisi CUCTeMH 300py Ta
BiIOOpaKeHHS 3a3HaueHMX MeTpuK. OkpeMo Oysi0 BU3HAYCHO CKJIaJ BXITHUX JaHUX
Ta BUXITHUX JaHUX, 10 3a0€3Meuye BiITBOPIOBAHICTh €KCIIEPUMEHTIB 1 KOPEKTHICTh
MOPIBHSHHS PI3HUX METOIIB ONTHMI3aIlii.

Takum ymHOM, y 1IIBOMY PO3ALTI Oys0 cHOPMOBAHO OCHOBY JJISl JTOCHIIKCHHS
BU3HAYECHO YMOBHM TPOBEJICHHS EKCIEPUMEHTIB, CTPYKTYPY BXIJHUX Ta BUXIJIHHUX

JaHUX, & TAKOX BUMOTH JI0 IPOTPAMHOTO IHCTPYMEHTH, SIKUH peaizye Il yMOBH.
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PO3A1JI 3 PO3POBKA IHCTPYMEHTAJIbHUX 3ACOBIB 1JIA
JOCJIJDKEHHA METOAIB OIITUMI3ALIL PEHAEPIHI'Y

[IpoBeneHHST  €KCIIEPUMEHTANIBHOTO  JOCHIIKEHHS  NOTpedye HE  JIMIle
TEOPETUYHOTO OOIPYHTYBaHHS OOpaHMX METOAIB ONTUMI3allli, a ¥ CTBOpPEHHS
CHENa130BaHOI0 IHCTPYMEHTY, IKU 3a0€3MeUnTh BIATBOPIOBaH1 YMOBHU BUMIPIOBaHb
1 KOHTpOJIb HaJ NapamMeTpaMu CLEHH. Y TONepeaHIX po3auiax OyJo BHU3HAYEHO
OCHOBHI METPUKH MPOJYKTHUBHOCTI, CIIEHapii ONMTHUMI3allii Ta BUMOTH J0 BXIIHHX 1
BUXITHUX JaHuX. HacTymHUM KpOKOM € peanizailisi MporpamMHOro iHCTPYMEHTY, IO
JI03BOJISIE HA MPAKTHUII1 3aCTOCYBATH 111 BUMOTH B cepenosuilil Unity Ta opraHizyBatu
CEpil0 EKCIIEPUMEHTIB.

VY upomMy po3auIl po3riisgaloThesl BUOIp MOBHU IMPOTpamMyBaHHS Ta CEpPEOBHINA
pO3pO0KH, 3arajibHa apXITEKTypa CTBOPEHOro I1HCTpyMeHTy. OrmnucaHi pillleHHs
CIIYT'YIOTh OCHOBOIO, Ha SIK1ii BUKOHYETHCSI €KCIIEPUMEHTAIbHUN aHall13 e(peKTUBHOCTI

METO/IB OITUMI3aIi.
3.1 MoBa nporpaMyBaHHs Ta CEPEIOBHUIIE PO3POOKH

VY Mexax naHoi poOOTH SIK cepeloBHUIIe po3poOKu Oyino 0OpaHO IrpOBUI PYIIii
Unity. Unity € kpocriaThOpMEeHHM pYIIEM IS PO3POOKH irop, MO0 IIHPOKO
BUKOPHUCTOBYETHCS JIJISI CTBOPEHHS JBOBUMIPHUX 1 TPUBUMIPHUX 1r0p, CUMYIISTOPIB Ta
iHTepakTUBHUX 3acTOCyHKIB st IIK, mMoOinpHMX mnpucTpoiB 1 KoHCoJeh. Bin
0a3yeTbcsi Ha KOMIIOHEHTHO-OPIEHTOBAaHIN apXiTEKTypi 1€ CIleHa CKIIAa€ThCs 3
iepapxii 00’€KTiB, MO SIKUX JOAAIOTHCS KOMIIOHEHTH JJIA BIATBOPEHHS T'€OMETPIi,
aHimarii, Gi3uKH Ta JIOTIKH, TOOTO CKpunTiB. Pyt Hamae BOymOBaHMIA peakToOp
CIIeH, 3aco0u JuIsi poOOTH 3 MaTepiajJaMu Ta IieiaepaMu, cucteMmy 300py mif pi3Hi
miaTopMu Ta MATPUMKY PI3HHX peHiep-maimmiaiHi, 30kpema Universal Render
Pipeline, 110 # BUKOPUCTOBY€ETHCS B TAHOMY JTOCITII>KEHHI.

OCHOBHOIO MOBOIO ITPOTrpaMyBaHHS JJisi CTBOPEHHsI irpoBoi Jioriku B Unity € C#.
Cxpuntu Ha C# KOMIUTIOIOTECSA Y KEPOBAHUH KOJI, IKUI BUKOHYETHCS Ha BIPTyaJIbHIN

MamuHi .NET/Mono, mo 3a0e3nedye TUNOOE3NMEYHICTh, aBTOMATUYHE KEPYBaHHS
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naMm’sITTI0O Ta PO3BUHEHY CTaHAapTHY Oi0mioteky. C# minrpumye 00’ €KTHO-
OpIEHTOBAHE NMpOrpaMyBaHHs, y3aranbHeHHs, LINQ Ta 1HII1 CyyacH1 MOKIIMBOCTI, 1110
pOOUTH 1}0 MOBY IPUJIATHOIO SIK J1JI1 BUCOKOPIBHEBOI JIOTIKH I'PH, TaK 1 JJ1s1 OOYI0BH
JOTIOMIXKHUX THCTPYMEHTIB, 30KpeMa CUCTEMH 300py Ta aHai3y METpHUK. Y paMKax
naHoi pobotu C# BHUKOPHUCTOBYETHCS JUIsl pealiizallii CKpUITIB, SIK1 BIIMOBIIAIOTH 32
reHepalilo CUEHU, TMEePEeMUKAHHS METOAIB ONTUMI3allli PEeHAEpPIHTY, KepyBaHHS
KaMeporo Ta aBToMaTu3oBaHuil 30ip nokazuukiB FPS, vacy kaapy na CPU 1 GPU ra
kimbkocTi OaruiB. [loennanns Unity sik cepenoBuiia po3poOku ta C# sk OCHOBHO1
MOBHM MpOrpaMyBaHHs 3a0e3nedye JOCTAaTHIO THYYKICTb 1 MPOAYKTHUBHICTb ISt

peanizanii IHCTpYMEHTY JUIsl JOCTIIKEHHS.
3.2 OcobnuBocTi MmoBu C# /i1 BUKOPUCTAHHS Yy po3po0iii

MoBa C# € OCHOBHOIO MOBOIO MporpamyBaHHs B cepegouili Unity 1 moeanye
BJIACTHBOCTI Cy4acHOT BUCOKOPIBHEBOI MOBH 3 MOKJIMBICTIO JOCTAaTHHO €(EKTHUBHOT
poboTu 3 pecypcamu. 3aBASKH CTATUYHIA THMI3aIlii, 00’ €KTHO-OpIEHTOBAHIA MOJIeNi
ta iHterpamii 3 miatgopmoro .NET C# 3abe3nedye 3pydHy MIATPUMKY BEIUKHX
IIPOEKTIB 1 IOCTYI O pO3BHMHEHOI 0i10i0Teku. Lle poOUTh MOBY NMPUIATHOKO SIK JIJIs
peaizailii iIrpoBoi JIOTiKH, TaK 1 JJI1 CTBOPEHHS JIOMTOMDKHUX 1HCTPYMEHTIB, 30KpeMa
3aco0iB 300py 1 aHaJI3y METPUK MTPOTYKTUBHOCTI.
["onoBauME ocobmuBocTAME MOBH C# €:
~ cTarhuyHa THUMi3amisi Ta 00 €KTHO-OpIEHTOBaHAa MOJEINb, IO JO03BOJISIOTH
BUSIBIIATH TOMWJIKM Ha €Tami KOMIIUTALII Ta OyayBaTH 3pO3yMilly i€papXiro
KJIaclB 1 KOMIIOHEHTIB,

~ TicHa iHTerpanisa 3 wiargopmoro .NET, sika Hamae mupokuii Habip KOJEKIIii,
3aco0iB poOoTH 3 (dalmaMu, MEpexero, MOTOKaMH Ta 1HITUMH CHCTEMHUMU
pecypcamu;

~  MIATPUMKA CydaCHUX MOBHUX KOHCTPYKIIiH, TAKUX SK y3arajlbHEHHS, JIEIeTaTH,

noAii, istmoaa-Bupasu ta LINQ, 1110 NOJeruyTs po3pooKy;
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~ MOXJIMBICTh  KOMOIHYBaTHM  BHUCOKMM  piBeHb  aOcTpakuii 3  OUIbII
HU3BKOPIBHEBUMH MEXaHI3MaMH, 30KpeMa dYepe3 BHUKOPHUCTAHHS CTPYKTYP
3HAYMMHUX THUIIB 1, 32 MOTPeOH, HEOE3MEUYHOro KOAY JUIs ONTUMI3ZALI] BaXKKUX
TUISTHOK KOZY;
~ HAasBHICTb 3aC001B JIJIs1 poOOTH 3 OAaraTONOTOKOBICTIO Ta ACUHXPOHHUM KOJOM,
110 J1a€ MOXJIMBICTb BAHOCUTH YaCTUHY OOUYHMCIIEHB 32 MEX1 OCHOBHOTO MTOTOKY
1 opra”izoByBaTH aCUHXPOHHI1 orepartii.
I'onoBHuMU niepeBaramu Mmou C# y KOHTEKCTi BUKopucTaHHs 3 Unity €:
~  CYMICHICTb 3 pymiieM: ckpunitd Ha C# BOYJOBYIOTBCS B KOMIIOHCHTHY MOJICITh
Unity, 1o crporrye po3poOKy irpoBUX CUCTEM Ta IHCTPYMEHTIB,
~  4YKTa0ENbHICTH 1 MIATPUMYBAHICTh KOJY;
~ IHCTPYMEHTH JUIsl HAJIArO/KCHHS Ta MPOQTIOBAHHS, K MOJETIIYIOTh MOITYK
MOMMJIOK 1 aHaJI13 MPOTYKTUBHOCTI;
~ IIHMPOKA CIUIBHOTA Ta BEJIMKA KUIbKICTh HABYAIBHUX MaTepiaiiB, IO MOJIETIIYE
PO3B’sI3aHHS TUIOBUX 3a/1a4.
VY cykymHOCTI 111 0COOIUBOCTI Ta nepeBaru poossaTb C# MOIITEHUM BHOOPOM ISt
peanizailii IHCTpYMEHTaIBHUX 3aCc001B TOCTIKEHHS B JaHiil poboTi. MoBa n03Bossie
OJIHOYACHO TIATPUMYBATH JOCTaTHIW pIBEHb NPOAYKTHBHOCTI W 30epiraTu

CTPYKTYPOBAHICTh Ta 3p03YMIIICTh IPOrPAMHOTO KOAY.
3.3 OcobmuBocTi pymrist Unity 17151 BAKOPUCTaHHS B PO3pOOITi

Unity - e kpocrutaropMeHHid irpoBUil pymIiii peansbHOTO Yacy, SKHHA IIHPOKO
BUKOPUCTOBYETHCS JUIsl PO3POOKHM JBO- Ta TPUBUMIPHUX IrOp, CHUMYIISITOPIB,
IHTepaKTHBHUX 3aCTOCYHKIB Ta Bizyasizalii. BiH Hajmae po3poOHUKY pelakTop CIIEH,
CUCTEMY IMIOPTY pecypciB, 3acobu 30ipku mim pi3HI miatGopmMu Ta 3pydHY
iHTeTpaltio 31 ckpuntamu Ha MoBi C#. Taka kombinaris poouts Unity 3pydHUM SIK JJISI
HEBEJIMKUX HAaBYAJBHUX 1 1HII-TIPOEKTIB, TaK 1 JUIT KOMEPIIHHUX TPOTYKTiB.

[ToyaTox pobotu 3 Unity, sik mpaBuiio, BinOyBaeTbest uepe3 ytuiity Unity Hub.
Cnouatky kopuctyBau BctaHOBII0€ Unity Hub, micis yoro yepe3 HbOro 3aBaHTaxye

notpiOHy Bepcito pymrig. Jani B Unity Hub cTBOproeThecst HOBUI IPOEKT 13 BUOOPOM
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ma6sony (3D URP, 2D, HDRP To1110), miciast 40ro BIAKPUBAETHCS CEPEIOBUILE PYILIs.
VY oMy cepeoBUIIi pO3pOOHUK MOKE A0JaBaTH 00’ €KTH Ha CIICHY, HaJalllTOBYBaTH
KaMepH, OCBITJIEHHS, MaTepiaiy, MiJKII0YaTH CKPUOTH Ta 30UpaTH 3aCTOCYHOK Mij
[IJIbOBI IIATHOPMH.

Apxitektypa Unity 6a3yeTbcsi HA KOMIIOHEHTHO-OpieHTOBaH1 Moaeni. OCHOBHI

€JIEMEHTH:

- crena (Scene) — oauHMUIE, IO MICTUTH HaOip 00’ekTiB. [IpoekT Moxe
CKJazaTHcs 3 OJiHI€l a0o OaraThOxX ClieH (MEHIO, pIBHI, TECTOBI CEpelOBUINA
TOIIO);

- o0’ekt crenu (GameObject) — 06a30BUN KOHTEWHEpP, 10 SKOTO JIOJAIOTHCS
koMmroHeHTH. Cam 1o co61 GameObject MiCTUTh muIle TpaHchOpMaIlio
(mo3wuiriro, odoepTaHHs, MaciTad), a Oyab-sKa KOPUCHA Ta YHIKaJIbHA MOBEIIHKA
pealtizyeThCs uepe3 KOMIIOHEHTH,

- koMmmoHeHntu (Components) — moayii pyHKIIOHAIBHOCTI. ICHYIOTh CTaHAapTHI
komrioneHTH (MeshRenderer, Camera, Light, Collider, Rigidbody), a Ttakox
KOpPHUCTYyBalbKi ckpunTi Ha C#, siki HacHiayoTh 0a3oBuit Tulm MonoBehaviour i
MIKITI0YAI0THCA SIK KOMIIOHEHT J10 00’ €kTa. BiiacHe KOMITOHEHTH peani3oByIOTh
BCIO KOPHCHY Ta YHIKaJbHY MTOBEIIHKY 00’ €KTIB;

- cucreMa pecypciB (Assets) — MPOEKT MICTHTh MaTepialid, MEIli, TEKCTYpPH,
meiaepu, npedadu, CleHH, CKPUIITH Ta IHIII PECYpCH, sIKi OpraHi30BaHO B
cTpykTypi nanok. Unity 3a0e3neuye iMIIOPT aKTUBIB 13 TOMYJISIpHUX (opmaTiB
(FBX, PNG To110) Ta iX mojaibliie BAKOPUCTAHHS B CIICHAX ;

- mnpedadu (Prefabs) — mabmonu 00’ €kTiB, SIKi JO3BOJISIOTH CTBOPIOBATH Oararo
Kot oxHiel koHpirypamii GameObject 3 ofHAKOBUM HAOOPOM KOMITOHCHTIB.
Ile cmpormrye MOBTOpHE BUKOPUCTAHHA 00’ €KTIB 1 IEHTPATi30BaHy 3MIHY iX
HaJIANITyBaHb.

BaxxnmBoI0 4aCTHHOIO apXiTEKTYpPH € JKUTTEBHHA IMHUKJI CKpHUMTIB 1 Kampy. Unity

BUKJMKae meBH1 metoau (Awake, Start, Update, FixedUpdate, OnDestroy Toro) B
YITKO BU3HAYEH1 MOMEHTH KaJpy, 10 JO3BOJISIE PO3POOHUKOBI OPraHi30BYBaTH JOTIKY

IpU, OHOBJICHHA CTaHIB, ()i3UYHI OOUHMCIICHHS Ta B3a€EMOJIII0 3 KOPUCTYBAUEM.
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I'padiunuii peHaepiHr TICHO IHTETPOBAHO 3 IIUM ITUKIJIOM: IICJSi OHOBJICHHS JIOT1KH
CIEHAa TOTYEThCS JI0 BIOOpaXKe€HHS, (POPMYIOTbCS BUKIUKU PEHAEPIHTY Ta
3IACHIOETHCS] BUBEJICHHSA KaIpy.

Pymriif Takox Mae po3BUHEHY CUCTEMY HAJIAIITYBaHb Mif pi3HI miatgopmu. Yepes
BikHO Build Settings Ta Project Settings po3poOHUK MoOke 0OHpaTH ILIHLOBI
mwiatgopmu (Windows, Android, 10S, KoHcoumi), mepeMuKaTH peHaep-NanIuiaiitHu
(Built-in, URP, HDRP), HanamrtoByBatH sikicTh rpadiku, po3AUIbHY 31aTHICTb Ta 1HIII
napaMmeTpu, L0 BIUIMBAIOTh HA MPOJYKTUBHICTH 1 Bi3yalbHY SIKICTh. Y KOHTEKCTI
JOCIIPKEHHSI METO/A1B ONTUMI3allli peHJEPIHTY i€ Ja€ MOXIIMUBICTh (PIKCYBaTH €IMHI
HAJNAIITYBaHHS JUIsl BCIX EKCIIEPUMEHTIB 1 3MIHIOBATH JIMIIE Ti1 NapameTpu, SKi
0e3mocepeTHbO CTOCYIOThCS OOpaHUX METO/IIB.

[TincymoBytoun, Unity € THy4KUM Ta MOTY>KHUM ITPOBUM PYILIEM, SIKMH MOETHYE
3pyYHUN Bi3yaJIbHUW PENaKTOp, KOMIIOHEHTHY apXITEKTypy, MIATPUMKY CyHaCHHUX
peHaep-naimiaiHiB Ta HarMcanHs Joriku Ha MoBi C#. 111 oco6immBOCTI poOIIATH HOTo
OpUJAaTHUM HE JIMILIE JJs CTBOPEHHS 1rop, a ¥ Juid nmoOylOoBH IHCTPYMEHTIB Jis

JIOCIIIKEHHS.
3.4 Peamnizanis npoekty B Unity

B mpoekTi peanizoBaHe TOJOBHE MEHIO, K€ HaJa€ KOPHUCTYBady MOKJIMBICTH
BUOMpaTH METOAW onTuMizamii depe3 rpadiunuii iHTepdeiic. Uepes inTepdeiic
KOpHCTyBaua MOXHa oOOpaTH TOTPIOHWN METOJA, MICIS YOTO 3aBaHTAXKYETHCS
BIJIMTOB1/THA CIIEHA 3 pealTizallielo 00paHOTro METOIY ONTHUMI3AIli.

JIJIst KO’KHOTO METONy OINTHUMI3allii CTBOPEHO OKpPEMY CIIEHY. 3arajioM MpPOEKT
MICTUTh BICIM CIIEH, a caMme TOJIOBHE MEHIO Ta IO CIeHI JJisi KOXKHOTO METOMY
onTHUMi3allii BKIIFOYHO 3 0a30BUM cIlicHapieM 0e3 meToniB ontumizarii. Ciena “Main
Menu” BUKOPHUCTOBYEThCS JIMINE JJIs HaBiramii i BHOOpPY CIIEHHM 3 BiAMOBITHUM
METOJIOM OMNTHUMI3aIlii, TOMi SIK pemTa CiM CIEeH MPU3HAYeHl JUIsl JEMOHCTpaIlii Ta
BUNPOOYBaHHS KOHKpETHUX MeTO1iB. CrieHa Basic siBisie co60to 6a30Buii BUMaaok 6e3

crenianbHux ontuMizamiii, Light Mesh BukopucroBye cnpoilneHy Mojaens cdepu,
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Light Material — ctiporiennii matepian i T.1. Takuii Mo Ha OKpeMi CIICHH 3a0e31euye
130/1bOBaHE TECTYBAHHS KO)KHOTO METOAY B OJJHAKOBHUX YMOBaX.

Koxna cuena aig recty merony ontumizaiii Mictuth 50 000 chepuunmnx 06’ €KTiB
a00 CTBOPIOE 1X JUHAMIUHO ITiJT Yac 3aMyCKy 3aJeXKHO BiJl METOAYy ONTUMI3allii. Y BCIX
CIICHaX BCTAHOBJICHO OJJHAKOBI HAJIAIITYBaHHS OCBITIICHHS Ta OJHAKOBE ITOJIOYKEHHS
kamepu. Lle 3po6iieHo 1151 Toro, 1100 pe3ybTaTh BUMIPIOBaHb POYKTUBHOCTI OYIJIH
KOPEKTHUMHU Ta TMOPIBHIOBAHUMHU MDK pI3HUMH METOJaMM omnTuMizauii. Bennka
KUIbKICTh OJTHOTUITHUX OO0’ €KTIB HABAHTAXy€ CUCTEMY PEHAEPIHTY, IO J03BOJISIE
OI[IHUTHU €(PEKTUBHICTh KOKHOTO MIX0Iy B YMOBaX OJIM3bKUX JI0 TPAHUYHUX.

Jlist 300py AaHUX MPOTYKTUBHOCTI B KOXKHY 3 TECTOBUX CIICH JIOAAHO CIEIiaTbHUH
npedad SceneTools, skl BiAMOBIZa€ 3a aBTOMATHYHHMK 301p 1 BimoOpakeHHs
KITIOYOBUX METpHUK. 30Kpema, (iKCyroThcsi mokazHuku FPS (KibkicTh KaapiB 3a
cekyHny), ydacy ¢opmyBanus kaapy Ha CPU ta GPU (CPU/GPU frame time),
KimbkocTl 6atuiB (Batch count) ta kinbkocTi TpukyTHHKIB (Tris count). 30upanHs nux
METPUK MOYMHAETHCSA 13 3aTPUMKOIO B 5 CEKyHJI MICIis 3amycKy clieHH Ta Tpuae 10
CeKyHJI, 1100 OTpUMAaTH YCEpeaHEH1 JaHl 3a Ied MPOMDKOK uacy. Taka 3aTpuMKa
3aMnpoBaPKeHa 3 METOI0 YHUKHEHHS BIUIMBY IOYAaTKOBOTO 3aBAaHTAXEHHS CIICHU Ha
pe3yiabTaTh BUMIPIOBaHb — TOOTO, 1100 Mepii, HecTaOlIbHI KaApHu HE BPaXOBYBaJIHCS
y CTaTUCTHIII.

[Ticns 3aBepiieHHs IEPETIISAY CLIICHH 3 IIEBHUM METOJIOM ONTHUMI3allii KOpUCTyBa4
Ma€ MOJKJIUBICTh IOBEPHYTHCS 10 T'OJIOBHOTO MEHIO JIJII BHOOPY I1HIIIOTO METOIY.
Hagiramis Hazang qo “Main Menu” peaiizoBaHa y KOXKHiM TecTOBi# crieHi. Takum
YIHOM, MOYKHA TTOCIIZIOBHO JTOCTIIKYBAaTH BC1 METOAM ONTHMI3allii, TEPEeMHUKAIOUNChH
MDK CIICHAMHU B MEXKaX OIHI€ET cecii poOOTH 3aCTOCYHKY.

CtpykTypa TpPOEKTy OpraHi3oBaHa 3a 3araJbHONPUHHATAMU TPHHIUIIAMHU
po3pobku B Unity. Y peno3uTopii CTBOPEHO OKpeMi MAMKH IS pi3HUX TUIIIB PECYPCIB:
Scenes, Scripts, Materials, Meshes, Prefabs Tomo. Takuii mogin cpoIiye marpumMKy
MPOEKTY Ta JONOMAara€ IMIBUAKO 3HAXOJIUTH MOTPIOHI KoMmrmoHeHTH. KoxkHa ciiena
MICTHUTD JIMIIIE HEOOX1IH1 1715 11 poOOTH 00’ €KTH Ta CKPHUIITH, IO MIABUIIYE SICHICTH 1

KEPOBAHICTh MPOEKTY 1]l YaC €KCIEPUMEHTAIIBHOTO JIOCTIIKEHHS.
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dopmanizyemo 3aiadi 10 10AATKy y BUIJISAL aiarpaM. st bOro BUKOPUCTAEMO

JiarpaMy NpeLeieHTiB Ha pUcyHKy 3.1 Ta miarpamy AisSIbHOCTI HA PUCYHKY 3.2

@,
/\

KopucTyead

Pucynok 3.1 — miarpama mpere/ieHTiB aHaji3y METO/iB ONTUMI3aIlii

|HCTpYMEHT AoCNiI#eHHA

Bubip meTomy

ONTAMI3ALLI

Janyck

eECMepUMENTY

epernAg MeTpu

NpoOyETHBHOCTI

lNoBEpHEHHA B

MMoBHE MeHHD)

Hiarpama BimoOpakae B3a€EMOJII0 KOPHCTyBaua 13 1HCTPYMEHTOM IS

TOCTI/DKEHHST Ta OMUCYe€ (DYHKI[IOHATIBHI MOKJIUBOCTI CHUCTEMH 3 TOYKH 30pY

KOpHCTyBada. B mMexxax iHCTpyMEeHTa I TOCHIKEHHS! BU3HAYEHO YOTHUPH OCHOBHI

BapiaHTH BHUKOPHWCTAHHS KOPUCTYyBAYEM:

BUOIp METONY ONTHUMI3AIlii,

3amycK

EKCIIEPUMEHTY, TEePETJIST METPUK MPOTYKTUBHOCTI Ta TIOBEPHEHHSI B TOJIOBHE MEHIO.
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BuGip metony
ONMTUMIZaLi

l

3AEaHTAXEHHA CLIEHM
MeToay

3aTpUMEa nepeg
EMMIDHIBaHHAM

A0ip paHMx

Tak
[MoEepHYTHCA B

TONOBHE MEHHD

Pucynok 3.2 — miarpama missIbHOCTI aHATI3y METO/IIB ONTUMI3AIlii
Po6ora moumHaeTscs 3 BuOOpy Meroay omtumizaitii. Jlami moumHaeThcs
3aBaHTaXKEHHsS clieHu. [licnms 3aBaHTaKEHHS CIEHW aBTOMAaTUYHO TIOYHWHAETHCS
excriepuMeHT. [Iporpama BUKOHYyE TIPOTPIB TPOTATOM S5 CEKYHH IIICIS YOTO
MOYMHAETHCA 301p manmx mpoTsroM 10 cexkyHa 1 MOTIM Ha €KpaHi 3’ SBIATHCA

pe3yAbTaTH EKCIIEPUMEHTY 3 BCIMAa METPUKAMH.
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3.6 IIpoekTyBanHs iHTEp(Deiicy KopucTyBaya

[IpoekTyBaHHs iHTepdelcy KOpPHCTyBadya € KPUTHYHO BAKIWBUM €TAriOM
PO3p0OKH OYNIb-IKOr0 MPOTPAMHOIr0 3a0€3MEUYEeHHs, OCKUILKU caMe BiH BUCTYIMA€E B
POJI1 CIIOJTYYHOTO JJAHKU MK () YHKI[IOHATbHUMH MOXKJIUBOCTSIMU CUCTEMU Ta KIHIIEBUM
KopucTyBaueM. EQekTuBHICTh iHTEep(elicy BUBHAYAETHCS HE JIMILE HOTr0 €CTETUYHUM
BUTJISIIOM, @ W THUM, HACKUIbKM IHTYiTHUBHO 3pO3yMUIOI0 € JIOTiKa B3a€MOJli, IO
0e3Imocepe/IHbO  BIUIMBAE HAa TNPOAYKTUBHICTH POOOTH Ta IIBHJAKICTH OCBOEHHS
IIPOTPaAMH.

VY cywyacHux nporpamax iHtepdeiic Mae BiJIIIOBIIaTH BUMOTaM €pPrOHOMIYHOCTI,
3a0e3mnedyBaTd MiHiMaJlbHE HaBaHTa)KCHHS HAa KOPHCTyBadya Ta HAJaBaTH IIBUIAKUN
JOCTYI 10 KJIIOYOBUX IHCTPYMEHTIB KepyBaHHs. BaxxinuBuM acniekTom € BUOip Moieni
Jiayiory, sKa BH3HA4Ya€ CTPYKTYpy OOMIiHY 1HQOpMaIi€l0 MK JIOAUHOK Ta
KOMII'FOTEPOM.

[Ipu po3poOii cucTeM BUIUIAIOTH KUIbKa OCHOBHMX MOJEJEeH B3aeMOii, 110
BHU3HAYAIOTh JIOTIKY MTOOYI0BH 1HTEpdENCY:

— MEHI0-OpI€HTOBaHMM niaysior. HaiOunpll mOMmMpeHW TUI, 1e KOPUCTyBa4
obwupae 1ii 13 3aMpONOHOBAHOTO CITHCKY;

— KOMaHIHHMM 1HTepdeiic. basyerbcs Ha TpsIMOMY BBEJICHHI TEKCTOBUX
iHcTpyKIik. Ile mpodeciiiHuit 1HCTPYMEHT, MmO 3a0e3nedye MaKCUMaJbHY
IIBUIKICTH POOOTH ISl TTIATOTOBIICHUX KOPHUCTYBAYiB,;

— Oe3nocepenne maHinymtoBauHs. [lependayae npsamy B3aemoiro 3 00'eKTaMu Ha
ekpaHi (meperaryBaHHs, 3MiHa po3Mmipy). Lle cTBOproe BimdyTTs (Pi3UYHOTO
KOHTPOJIIO Ta 3a0e3Meuye MUTTEBHUH Bi3yalbHUHN BIATYK;

— i"Tepdeiicn Ha ocHOBI dopMm. ONTHUMaNBHI AJIT BBEJACHHS BEIUKUX MAaCHUBIB
CTPYKTYpOBaHUX JaHUX. J[O3BOJISIOTH KOPUCTYBa4deBI BUILHO IMEPEMIIIATHCS
MDXK TMOJISIMU Ta KOpUTyBaTu iHdopmartito nepen ii ¢piHaaTbHOI 00poOKOI0.

JIns1 cydacHUX IrpoBUX pylriiB, 30kpema Unity, XapakTepHUM € BUKOPUCTAHHS
posBuHeHoro WIMP-intepdeiicy (Windows, Icons, Menus, Pointer) sxuii

ajganToBaHu mia crnenudiuyHi notpedu po3podku Ta Bizyamizaiii. Ockuibku Unity €
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0araroyHKI10HAIBHOIO IIATPOPMOIO, peanizaulis HTepQeicy B Hil BUXOAUTH 3a
MEXI1 MPOCTOr0 BIAOOPaKEHHSI KHOIOK 1 BKJIIOYA€ CKJIAAH1 CUCTEMH B3aemonii 3 3D-
CEepEeIOBHIIIEM.

OcHoBHuMU 1HCcTpyMeHTamu 111 cTBopeHHa Ul B Unity € aBa KiII0OYOBI
dpeiriMBOpKHU:

~ Unity Ul: cuctema, mo 6a3yerbcsa Ha irpoBux o0'ektax (GameObjects) Ta
kommoHeHTax Canvas. BoHa 103BOJIsI€ JIETKO CTBOPIOBATH iHTEpdeiicH, o
aIanTyloTbCsl MiJ  Ppi3HI  PO3AUIBHI  3JIaTHOCTI  €KpaHa, 1 IIUPOKO
BUKOPHUCTOBYETHCS JIJIsl CTBOpeHHs MeHio, HUD Ta 1iamoroBux BiKoH,

- UI Toolkit: HoBima cucrtema, 10 BUKOPUCTOBYE BeO-TexHOOTI (MOAI0HI 10
HTML Tta CSS). Bona opieHTOBaHa Ha MIABHUINCHHS MPOAYKTUBHOCTI Ta
Kpamyii moaul JIOT1KU 1 CTUITIO, IO € KPUTUYHUM ISl CKIaJHUX MPOodeciiftHnX
THCTPYMEHTIB.

Onniero 3 ronoBHuX nepeBar Unity € MOXIMBICTh BUKOPHUCTAHHS PI3HUX
pekuMiB Bizyanizaiii intepdeiicy (Render Mode):

— Screen Space - Overlay: Ul BimoOpaxaeTbcs OBEPX YChOTO BMICTY CIIEHH, 110
€ CTaHJIapTHUM JJI KIIACHYHUX MPOTpaM;

— Screen Space - Camera: inTepdelic IpuB'I3yEThCSA 10 KOHKPETHOT KaMepH, 110
J03BOJISIE€ TO1aBaTH e(DEKTH MEepCIeKTUBH a0 B3a€MO/IIT 3 MOCT-00POOKOIO;

— World Space: enementu iHTepdeiicy po3MillyroThcs Oe3mocepeaHbo B 3D-
npoctopi creHn K (izudHi 00'ekTh. Lle 103BOJISE CTBOPIOBATH 1HTYITHBHI
MaHe Il MOHITOPUHTY Ta JIarHOCTHUYHI IHCTPYMEHTH, PO3TAlllOBaHI MOpPYydY 13
00'eKTaM# JTOCIT1IKEHHS.

J71st po3pO0IIEHOTO THCTPYMEHTY JIJISl TOCHIKEHHS 0y710 00paHo CTPYKTYpy Ha
OCHOB1 MEHIO, KOJIM KOPUCTYBA4 B3aEMO/IIi C 3aCTOCYHKOM IUISIXOM BHOOPY OJHOTO 3
JOCTYITHUX TYHKTIB (KHOIOK), 0€3 HEOOXiTHOCTI BBEIEHHS MaHWX 3 KJaBlaTypH.
Takwmii miaxig rapHO MAXOAUTH 3a1a4i €KCIIEPUMEHTY, OCKUIBKH 3a0e31edye IBUIKAMI
BHOIp CIIEHH 3 BIAMOBIAHUM METOJOM ONTHUMI3aIlli Ta MIHIMI3Y€ KUIBKICTb 1A JJIS
MOYaTKy eKclepuMeHTy. TexHiuHa peanizallis uporo iHtepdeiicy Oyna BUKOHaHA 3a

nonomoroto cucteMu Unity Ul, sika 103BoJisiE CTBOPIOBATH THYYKI Ta IMPOJYKTHBHI
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rpadiuHi eneMeHTH KepyBaHHs. /[l Bidyamizamii Oysl0 BHUKOPUCTAaHO PEKUM
pennepinry Screen Space - Overlay, mo 3a0e3nedye BimoOpakeHHs maHenei
KepyBaHHs Ta IHPOpPMaLIMHUX BIKOH MOBEPX YChOTO BMICTY clieHH. Lle rapanrye, 1mo
iHTepdeiic 3aNMIIaeThCAd YITKUM Ta JOCTYNHHUM JUIsl KOPUCTyBaya HE3aJekKHO BiJl
HaJalllTyBaHb KaMepu 4YM CKJIAJHOCTI TE€OMETpli, IO BI3yali3yeTbCs B XOAl
JOCIIIHPKEHHS] METO/I1B ONTUMI3allli.

Maker inTepdelicy 101aTKy HaBeJeHO Ha pucyHkax 3.3. ta 3.4.

Static Occlussion GPU Instancing

Light Material Light Mesh

Pucynok 3.3 — inTepderic roJIOBHOTO MEHIO
['onoBHE MEHIO Ha PHCYHKY 3.3 peaji30BaHO y BHIVISAI MPOCTOrO €KpaHy 3
Ha0OpOM KHOIOK, KOXKHA 3 SKUX BIAMOBIIAa€ OKPEMOMY METOy onTuMizallii. MeHto
MICTHTH CiM KHOMOK: Basic, Static, Occlusion, GPU Instancing, LOD, Light Material,
Light Mesh. HatuckanHss Ha KHOIIKY iHIIIIOE TEepexiJ Ha CIIEHY 3 BIAMOBIIHUM

METOJIOM ONTHMI3allii Ta 3aITyCKOM €KCIIEPUMEHTY.



1 - Basic
Current FPS: 24 Back to Menu

Batch Count: 100013

Average FPS: 24,6

CPU Frame Time: 40,577 ms
GPU Frame Time: 25,452 ms
Tris Count: 76800167

Pucynok 3.4 — inTepdeiic ClieHH 3 eKCIIEPUMEHTOM

Expan excriepuMeHTy Ha PUCYHKY 3.4 MICTHTH JIBi KJIFOYOBI YaCTHHU, a came
obnacth 3 MacuBoM cdep Ta iHpopMaIlliiiHy TaHedb 3 pe3yJbTaTaMd BHMIPIOBAHb.
[lanenp BUBOOWTH TMOTOYHI Ta yCEPEAHECHI 3HAYEHHS OCHOBHHX METPHK
npoaykTuBHOCTI: motouHuit FPS, kinekicTe 6atuiB (Batch Count), cepenniii FPS
(Average FPS), gac kamgpy ma CPU ta GPU (CPU/GPU Frame Time), a Takox
KiIbKicTh TpuKyTHHUKIB (Tris Count). Oxpemo nependaueHo kuonky “Back to Menu”,
sgKa 3a0e3redye MOBEPHEHHS JO TOJIOBHOTO MEHIO JIsi BHOOpPY I1HIIIOTO METOAY Ta

MMOBTOPEHHSI €KCIIEPUMEHTY.
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BucHoBku 10 po3ainy 3

VY Tpethomy po3auri Oyjao oOrpyHTOBAaHO BUOIp TEXHOJIOTIN JJIsl JOCHIIKEHHS Ta
OMHCAaHO PO3POOKY IHCTPYMEHTY HJsi MPOBEJACHHS EKCIepuMeHTiB. OmucaHo, M0
noenHanHd pyuig Unity Ta MoBU niporpamyBaHHst C# 103BOJISIE CTBOPUTH IHCTPYMEHT
JUIsL OLIIHIOBAHHS METOIB onTuMizaimii penaepinry. Unity BHCTymae sK THYYKe
CepelIOBHINIE PEATBbHOTO0 Yacy 3 KOMIIOHEHTHO-OPI€EHTOBAHOIO apXiTEKTYpOIO,
Bi3yaJIbHUM PEIaKTOPOM CIICH i MIATPUMKOIO CydyaCHUX PEeHep-TalIaiiHiB. 3aBasku
[IbOMY CTaJl0 MOXJIMBHM IOOYAYBAaTH CIEHY 3 BEIHKOK KUTBKICTIO OJHOTHITHHX
00’ €KTIB, HAJIAIITYBATH Pi3HI ClieHapii onTUMi3alii Ta 3aikcyBaTH €IMHI YMOBU JJIsi
BCIX eKcrepuMeHTiB. MoBa mporpamyBanHs C# 3a0e3neunsia 3pydHy peasizallito
JIOTIKM JJIs TeHepallii CIleH Ta aBTOMaTH30BaHOTo 300py AaHUX, 30epiratoyu mpu
IbOMY YHUTa0ENBHICTh 1 CTPYKTypoBaHICTh koay. OOpanHuii pymiii Ta MoBa
poTrpaMyBaHHS € IPUIATHUMHE JIJIS peajizallii moCTaBJIeHUX 3aB/laHb, a pO3POOIICHUH
THCTpYMEHT 3a0e3rnedyye MOXKIIMBICTh KOPEKTHOTO Ta IOPIBHIOBAHOTO aHaTi3y
e(heKTUBHOCT1 METOIIB ONTUMI3AIlli pEHIEPIHTY.

JlomaTkoBO B Mexax po3aury Oylo CIpPOEKTOBAHO Ta pealli3oBaHO iHTepdeiic
KOpUCTyBaya, IO 0a3yeTbcsi Ha CTPYKTypi MeHro. Takumil Mmiaxia J03BOJIUB
MIHIMI3YBaTH KUTBKICTh JI KOpHCTyBava JyIsl MMOYaTKY CKCIIEPUMEHTY Ta 3a0e3IeunB
IIBUJKY HaBITAIlll0 MDK TECTOBHUMH ClieHaMHU. TexHiuHa peanizamis rpadidHOro
iHTepdeiicy Oyna BukoHaHa 3a nonomororo ¢ppeiimBopky Unity Ul (uGUI), sikuii Hanas
HEOOXIHI IHCTPYMEHTH ISl CTBOPCHHS aJanTHUBHUX EJIEMEHTIB KepyBaHHA. Jlis
3a0e3MnedeHHs TOCTINHOTI BUAMMOCTI JiarHOCTUYHOT 1H(OopMaIlii Ta nmaneiaei BUOOpy
METO/IiB OyJI0 BHKOPUCTAHO PEXHM Bi3yaiizaiii Screen Space - Overlay, mo no3soisie
BioOpakaT iHTEpQeiCc TOBEpX YyChOTO TPUBHUMIPHOTO KOHTEHTY CIIEHH Oe3
cnotBopeHsb. Lle 3a6e3meunsio 3pydHiCTh MOHITOPUHTY KITFOYOBHX MoKa3HUKIB (FPS,
gac kagpy Ha CPU/GPU, kinbkicTe 0aT4iB) O€3MOCEPENHBO IMiJl YaC BUKOHAHHS

PEHJIEPIHTY BEIUKOI KUJIBKOCT1 O0'€KTIB.
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PO3I1JI 4 AHAJII3 EOEKTUBHOCTI METO/IB OIITUMI3ALIII

Le#t po3ain NpUCBAYEHO aHANI3y €(PEeKTUBHOCTI METOAIB ONTUMI3ALT PEHAEPIHTY
CLEHU 3 BEJIMKOI KUIBKICTIO OJHOTHUIHHUX 00’€kTiB B cepemoBuili Unity. Ilicas
pO3pOOKKM TIPOEKTYy Ta TMIJATOTOBKM TECTOBHX CIEH OyJI0 BHUKOHAHO Cepiio
EKCIICPUMEHTIB, METOI SKHX € BH3HAYCHHS BIUIMBY KOXXHOTO METOAy Ha
npoaykTuBHiCTh. 11106 3a0e3neunT KOPEKTHICTh MOPIBHAHHS, BCl €KCIIEPUMEHTH
NPOBOAMINCS B OJHAKOBUX yMOBaX, a caMe 3 HE3MIHHUMH HaJIAIITyBaHHIMH KaMepHu
Ta OCBITJEHHS, CTAJOK CTPYKTYpOIO CIIEHM Ta €IUHUM TiAXO0AOM 10 300py
noka3HukiB. KokeH MeToJl peandi3oBaHO Ha OKpPEMIi CIIeHi, 1110 JO3BOJISIE€ 130JI0BATH
Horo BIUIMB 1 YHUKHYTH 3MIINIyBaHHS €(EKTIB pPI3HUX METOJIB ONTUMI3AIlli.
[TopiBHSIHHS BHKOHYETHCS BITHOCHO 0a30BOT0O CIIeHapito, KUK BimoOpaxkae craH
CleHU 0€3 3aCTOCYBaHHs CHEIlaIbHUX 3ac001B ONTHUMI3allii Ta BUKOPUCTOBYETHCS SIK
KOHTpOJIbHa KOH(iryparisa. [[as KOXKXHOro METOay OnTuMmisailli eKCIepUMEHT
BUKOHYETHCS 3 pa3u Ta OepeThCsl cepeIHE 3HAYEHHS BC1X METPUK.

B mexax mocmimpkeHHs aHaMI3yI0ThCS Takli METOAU ONTHUMI3AIlii:

— 0asoBuil cleHapiii — peHuaepiHr Oe3 cheriaJbHUX 3aco0iB  OMTHMI3AIlii,
BUKOPHUCTOBYETHCS SIK KOHTPOJIbHA KOHpIrypartis;

— cratnuHuii 6atuuHr (Static Batching) — 06’ enHaHHS HEPYXOMHX 00’ €KTIB IS
3MEHIIIEHHS KUTbKOCT1 BUKIIUKIB PEH/ICPIHTY;,

— cnpomienuit matepian (Light Material) — BUKOpUCTaHHS MEHII CKJIQJIHOTO
mieiepa Juisi 3HUKEHHS BApTOCTI 00pOOKH KOKHOTO TTIKCEeIs ;

— cnporieHa moaens Ky (Light Mesh) — 3MeHIIeHHs reOMeTpUYIHOT CKJIaTHOCTI
00’ €KTiB 32 paXyHOK MEHIIOI KITBKOCTI TPUKYTHHUKIB;

— pieHi getamizaiii (LOD) — BUKOpUCTaHHS Pi3HUX BapiaHTIB MOJENI 3aJEKHO
BiJI BiZICTaH1 O KAMEpH;

— oxmosiitae Biacikanas (Occlusion Culling) — BigkiIto4eHHS BiJ pEeHIEPIHTY

00’€KTIB, 110 TOBHICTIO 3aKPHUTI IHIMMMHU a00 3HAXOAATHCS 11032 MOJIEM 30DY;
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— GPU Instancing Indirect — BHKOpHCTaHHS HENPSIMOTO I1HCTAHCHUHTY JUISI
PEHIEPIHTY BEJIMKO1 KIUIBKOCTI KOMi OJIHOrO0 MeIia 3a JOTMOMOTOI0 HEBEJIUKOT
KUIBKOCT1 BUKJIUKIB PEHEPIHTY.

OuiHtoBaHHS €(heKTUBHOCTI METO/IIB 3A1MCHIOETHCA Ha OCHOBI KJIFOUOBUX METPUK,
AK1 BIIOOPaXKaroTh SIK 3arajbHy IJIaBHICTh POOOTH, TaK 1 pO3MO/1]I HABAHTAKEHHS MIXK
LHEHTPAJIbHUM Ta Ipa(iyHUM MPOIIECOPaAMHU:

— cepenns yactota kaapiB (FPS) — y3aranbHeHa XapaKTepHCTHKA IUIaBHOCTI
BiJIOOpaKEHHS CIICHH;

— cepenniit yac kaapy Ha CPU (CPU frame time) — BigoOpakae HaBaHTa)>XKCHHS
Ha IIEHTPAILHUH TPOIIECOP B MEKaX OAHOTO KaJpy;

— cepenHiit yac kanpy Ha GPU (GPU frame time) — xapaktepusye oocsr podotu
rpadidgHOro npoiecopa B Mexax OgHOTO KaJapy;

— kuiekicTh OatuiB (Batch Count) — moxasye, CKUIbBKM OKPEMHUX BUKIIMKIB
peHIepIHTy HeOOX1THO 1T GOpMYBaHHS Kaapy;

— KuIbKicTh TpukyTHHKIB (Tris Count) — mokasye MOJIrOHANbHY CKJIaJHICTDH
CIICHHU.

30ip AaHUX BUKOHYETHCS aBTOMATH30BAaHO B MEKax KOXKHOI TECTOBOi CIICHHU.
[Ticnsa 3amycky ciieHH mnependadyeHO KOPOTKWU 1HTEepBan crabimizallii, Imicis 4oro
O0OUYHCITIOIOTBCSI Cepe/lHI 3HAUeHHS METPUK 3a BH3HAUCHHMM TPOMIXKOK dacy. Jlims
3pYYHOCT1 1HTEpIpeTallii pe3yJbTaTH TOMAIThCS y BUTIJIAAI 3BEJICHOI TaOJUIll Ta
aiarpam, a TakoK pO3TJIsAAI0ThCA OKPEMO ISl KOYKHOTO CLIEHAPIIo.

Amnani3 pe3ynbTaTiB CIPSIMOBAHUI Ha BA3HAYEHHS TOTO, SIKI METOIN 3a0€3MeYyI0Th
HAWOUTBIINN TPUPICT YACTOTH KajapiB, 3MeHIyioTh 4yac kaapy Ha CPU ta GPU i
CKOPOYYIOTh KITBKICTh OaT4iB Ta TPUKYTHHKIB. Lle mae 3Mory He nuIne MmopiBHATH
e(hEeKTUBHICTH IMIXOAIB MiXK c000¥0, a i chopMyBaTH MPAKTHUIHI PEKOMEH IAIIIT 111010
iX 3acTOCyBaHHS B MPOEKTAX, Ji¢ MOTPIOHO BiAOOpaKaTH BENIMKY KiTbKICTh 00’ €KTIB Yy

CIICHI Ta MATPUMYBATH CTAOUIbHY TPOYKTUBHICTD.



4.1 AHani3 pe3yiabTaTiB AOCHIIKEHHS
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Ne | Meton Batch | Avg | Avg CPU Avg GPU Tris Count
ontumizamii | Count | FPS | Frame Time, | Frame Time,
MC MC
Basic 100 37,3 | 26,870 16,294 76.8M
011
Static 1259 |51,6 |19,414 16,500 76.8M
Batching
Occlusion 788 79,8 | 12,551 11,157 46M
Culling
GPU 15 151,4 | 6,609 6,587 467
Instancing
Indirect
LOD 1189 |53,3 |18,765 6,724 9.1M
Light 100 41,8 | 23,937 14,233 76.8M
Material 011
Light Mesh | 100 43,5 |22,989 10,054 8M
011

Tabmuis 4.1 — pe3ynbTaTH AOCIIKEHHS

bazoBuM BapianTOM 1151 TOPIBHSHHS € clieHapi Basic, sxuii BimoOpaxkae cTaH

crieHd 0e3 cremiaibHUX 3aco0iB onrumizalli. [HII ciieHapii 1eMOHCTPYIOTh BIUIMB
OKpPEMHUX METOJIB Ha OCHOBHI1 METPHUKH IMPOYKTUBHOCTI.

AHati3 BUKOHYETHCS B TOPSIKY 3pOCTAHHS CEPEIHBOT YaCTOTH KaJIpiB, BUXOISIUH 3
0a30BOT0 CIICHAPIIO SIK KOHTPOJIBHOT TOUKH.
4.1. bazoBwii criienapiii (Basic)

VY 6a3oBoMy BapiaHTi CIIOCTEPIra€ThCs MOPIBHSIHO HEBUCOKA MPOTYKTHUBHICTH

(Avg FPS = 37) 3a HasgBHOCTI mayxe BenuKoi KimbkocTi OatdiB (monax 100 000).
Cepenniit yac kaapy Ha CPU (= 26,8 mc) ictoTtHo mepeBuinye dac kaapy Ha GPU (=
16,2 mc), mo cBimuuTh npo gominyBaHHs CPU-ckiasoBoi Ta 3HaYHI BHTPATH Ha

MIATOTOBKY PEHACDY.
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1 - Basic
Back to Menu
Current FPS: 31

Batch Count: 100014
Average FPS: 38,0

CPU Frame Time: 26,383 ms
GPU Frame Time: 16,422 ms
Tris Count: 76800435

Pucynok 4.1 — excriepumeHT 6a30Bor0 ciieHapito Nel

1 - Basic
Back to Menu
Current FPS: 35

Batch Count: 100014
Average FPS: 37,0

CPU Frame Time: 27,049 ms
GPU Frame Time: 16,209 ms
Tris Count: 76800435

Pucynok 4.2 — excriepuMeHT 6a30B0T0 crieHapito No2
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1 - Basic
Back to Menu
Current FPS: 35

Batch Count: 100014

Average FPS: 36,9

CPU Frame Time: 27,178 ms
GPU Frame Time: 16,252 ms
Tris Count: 76800435

Pucynok 4.3 — ekcnepumeHT 0a3oBoro cueHapiro No3
4.2. Cnpomena moaens (Light Mesh)

CrpoiiieHHs reoMeTpii KyJii TO3UTUBHO BIUIMBA€E HA HABAHTAXEHHS IpadiuHOTO
nporecopa: cepenanii GPU-uac 3menmyetscss mpubausuo 3 16 mc mo 10 mc. Ile
o3Havae, mo obcsar podotn GPU ckopouyeThcsi OpIEHTOBHO Ha TPETHHY, IO €
XOPOIIUM PE3YNHTATOM 3 MOTJIATY T€OMETPUYHOT ONITUMI3allii.

Bonnouac FPS ta CPU-uac 3mintoroTbest He3HauHo (Avg FPS 3poctae 3 37,3 no
43,5; CPU-uac 3HmxkyeThes auie 10 =~ 23 mc). Lle moB’s3aH0 3 THM, 1110 CIIeHA i Haami
3anumaeThesi opieHToBaHO Ha CPU. OcHOBHUI Yac BUTpaydaeThCs HA OpraHi3alliio
PEHICPIHTY BEJIHMKOT KUTBKOCTI OKpeMHUX 00’ €KTIB, a HE Ha BJIacHe 0OpOOKY IMOJIIrOHIB

Ha GPU.

Merton Batch | Avg | Avg CPU Avg GPU Tris

ontumizamii | Count | FPS | Frame Time, mc | Frame Time, mc | Count

Basic 100 37,3 126,870 16,294 76.8M
011

Light Mesh | 100 43,5 | 22,989 10,054 8M
011

Ta6muist 4.2 — nopiBHsSHHS 6a30Boro Metoy 3 Light Mesh
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M Basic M Light Mesh

Pucynoxk 4.4 — niarpama nopisusiaas Basic Ta Light Mesh cuenapiis

12 - Light Mesh
Back to Menu
Current FPS: 41

Batch Count: 100014

Average FPS: 43,0

CPU Frame Time: 23,278 ms
GPU Frame Time: 10,042 ms
Tris Count: 8000445

PucyHnok 4.5 — eKCIepruMEHT CIIEHAPi0 3 CIPOIIEHO0 MoaeIuTio Nel



12 - Light Mesh

Current FPS: 42

Batch Count: 100014
Average FPS: 43,0

CPU Frame Time: 23,253 ms
GPU Frame Time: 10,008 ms
Tris Count: 8000445
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SEIEX

PucyHok 4.6 — eKCIIepuMEHT CIIEHapiI0 3 CIIPOIIECHO MOICIITI0 No2

12 - Light Mesh

Current FPS: 53

Batch Count: 100014
Average FPS: 44,6

CPU Frame Time: 22,437 ms
GPU Frame Time: 10,113 ms
Tris Count: 8000445

= ETR
Back to Menu

PucyHok 4.7 — eKCIEPUMEHT CIIEHAPII0 3 CITPOIIEHOI0 MO IeIUTIO Ne3
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4.3. Copoienunit matepian (Light Material)

[lepexin mo copomieHOTO IIeiaepa MaTepialy J1a€ HEBEJIUKE MOKpaIIleHHS SK
st GPU, tak i niss CPU. GPU-uac 3menmyeTses 3 = 16,3 mc g0 = 14,23 mc, a CPU-
yac 10 =~ 24 mc. Cepenniit FPS 3pocrtae no 41,8 kaap/c.

Xoua npupict FPS He € pagukanbHUM, CIOCTEPIraeThCsl 3arajibHE 3HUKCHHS
OOYHUCIIOBAIBHOT BapTOCTI KOXHOro Kajapy. CHopouieHHs Marepiany 3MEHIIye
KUIBKICTB orepaliiil y ¢pparMeHTHOMY IIeHIepl, a TAKOXK YaCTKOBO po3BaHTaxye CPU
3aBASIKA MEHII CKJIAJHIM MiAroTOBLI AaHMX JJIs peHaepiHry. IIpu mpboMy KUTBKICTb
0aTyiB 3aJIMIIAETHCS BUCOKOK, TOMY MOTEHI[ia]l MOKPAIIeHHS MNPOIYKTUBHOCTI 3a

paxyHOK IIbOTO MeTo1y oOMexyeTbest came CPU-By3bkuM Miciiem.

MeTon Batch | Avg | Avg CPU Avg GPU Tris

ontuMizamii | Count | FPS | Frame Time, mc | Frame Time, mc | Count

Basic 100 37,326,870 16,294 76.8M
011

Light 100 41,8 | 23,937 14,233 76.8M

Material 011

Tabauus 4.3 — nopiBHsHHS 0a30Boro metoay 3 Light Material
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Pucynoxk 4.8 — niarpama nopisusiHHs Basic Ta Light Material cuenapiis



11 - Light Material

Current FPS: 40

Batch Count: 100014
Average FPS: 41,8

CPU Frame Time: 23,932 ms
GPU Frame Time: 14,232 ms
Tris Count: 76800453
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=SER

Pucynok 4.9 — excriepuMeHT CIieHapito 3 CrpoiieHuM Matepiaaom Nel

11 - Light Material

Current FPS: 45

Batch Count: 100014
Average FPS: 41,7

CPU Frame Time: 23,999 ms
GPU Frame Time: 14,229 ms
Tris Count: 76800453

S
Back to Menu

Pucynok 4.10 — ekcriepuMeHT CIIeHapito 3 CIPOIICHUM MaTepiamom Ne2
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11 - Light Material
Back to Menu
Current FPS: 37

Batch Count: 100014

Average FPS: 41,9

CPU Frame Time: 23,880 ms
GPU Frame Time: 14,239 ms
Tris Count: 76800453

Pucynok 4.11 — ekcriepuMeHT cIieHapito 3 CIPOIIeHUM MaTepiaaom Ne3
4.4. Static Batching

3acTocyBaHHS CTATUYHOTO OATYUHTY JAEMOHCTPY€E 3HAYHO BIAUYTHIIINHI e(eKT.
Kinekicte 6aTuiB 3MeHmyeTbes 3 ~100 000 qo ~1 250, 1m0 pizko ckopouye KUIBKICTh
okpemux draw call’iB. Ile Oe3mocepennpo BimoOpaxkaeTrbcs Ha CPU-uaci, skwmii
3MeHIyeTbes 10 =~ 19,41 mc, a cepenniit FPS 3pocrae no 51,6 kaap/c.

GPU-yac y nmpomy crenapii gemio 36inbmryetses (1o = 16,5 mc). Lle moxHa
MOSICHUTH THM, 10 BEJIMK1 30aT4eH1 00’ €KTH PIIIE BIICIKAIOTHCS Ta 3aiiMalOTh OLTBIITY
IOy Kajapy, IO 30UIblllye peanbHuUi o0csar peHmaepinry. OIHaK 3arajibHHMA
PE3YNIbTAT € TO3UTUBHUM: 32 PAXyHOK iICTOTHOTO 3MEHIIICHHS KUJIBKOCTI 0aT4iB ClieHa
cTae TMoMiTHO edektuBHImO0 3 Touku 30py CPU, a mpupict FPS miaTBepmkye

JOIUTHHICTh BUKOPUCTAHHS CTATUYHOTO OATYMHTY JISl BEJIMKHUX MACHBIB CTAaTHUYHHUX

00’ €KTIB.
Merton Batch | Avg | Avg CPU Avg GPU Tris
ontumizamii | Count | FPS | Frame Time, mc | Frame Time, mc | Count
Basic 100 37,326,870 16,294 76.8M
011
Static 1259 |51,6|19,414 16,500 76.8M
Batching

Tabmums 4.4 — nopiBHsSHHS 0a30Boro MeToy 3 Static Batching
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M Basic Static Batching

Pucynoxk 4.12 — niarpama nmopiBasHHs Basic ta Static Batching cuenapiis

2 - Static
Back to Menu
Current FPS: 49

Batch Count: 1260

Average FPS: 50,5

CPU Frame Time: 19,803 ms
GPU Frame Time: 15,987 ms
Tris Count: 76800437

Pucynok 4.13 — ekcriepuMeHT CIIeHapito 3 cTaTuyHUM OaTanHrom Nel



2 - Static

Current FPS: 43

Batch Count: 1260

Average FPS: 50,7

CPU Frame Time: 19,764 ms
GPU Frame Time: 16,233 ms
Tris Count: 76800437
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- a x
Back to Menu

Pucynok 4.14 — ekcriepuMeHT ClIeHapito 3 CTaTUYHUM OaTdyuHTOM Ne2

2 - Static

Current FPS: 54

Batch Count: 1258

Average FPS: 53,6

CPU Frame Time: 18,675 ms
GPU Frame Time: 17,281 ms
Tris Count: 76800437

-~ o x
Back to Menu

Pucynok 4.15 — ekciepuMEeHT CIIEHapit0 3 CTATHYHUM OaTYHHTOM Ne2
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4.5. PiBH1 geranizanii (LOD)
3acrocyBanHa LOD  mpu3BoauTs A0  MOJANBIIOTO  MOKPAIIEHHS
npoayktuBHocTi. Cepenniit FPS 3poctae no 53,3 kaap/c, Batch Count 3HmxyeTbes 10
~1 200, a GPU-4ac ckopouyeThcs 10 = 6,724 Mc, TOOTO OUIBII HIXK yABI41 HOPIBHIAHO
3 0a30BHUM CILICHAPIEM.
3naune 3MeHeHHa GPU-yacy cBinuuTh npo te, mo MmexanizsMm LOD edekTuBHO
3MEHIIY€E KUIbKICTh MOJITOHIB, K1 ONpaiboBye rpadiunuii npouecop, CPU-uac Takox
nokpaiyeTscst (= 18,765 Mc), ane He HacTUIbKU cyTTeBO, sik GPU-uac, Tomy clieHa
3anumaetbest nepeBaxkHo CPU-bound. VYV mimomy LOD gemoHcTpye BHCOKY
e(EKTUBHICTh K METO] 3HW)KCHHS T€OMETPUYHOI CKIIQHOCTI CIICHU 3a 30epeKeHHs

MPUHUHATHOI Bi3yaJbHOI SKOCTI.

MeTton Batch | Avg | Avg CPU Avg GPU Tris

ontuMizamii | Count | FPS | Frame Time, mc | Frame Time, mc | Count

Basic 100 37,326,870 16,294 76.8M
011

LOD 1189 |53,3|18,765 6,724 9.1M

Tabmums 4.5 — nmopiBHsHHS 6a30Boro Metony 3 LOD
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Pucynoxk 4.16 — miarpama nopiBasiaas Basic ta LOD crenapiis



o1

7-L0OD
Back to Menu
Current FPS: 44

Batch Count: 1190

Average FPS: 53,7

CPU Frame Time: 18,618 ms
GPU Frame Time: 6,681 ms
Tris Count: 9067311

Pucynok 4.17 — ekcriepuMeHT clieHapito 3 piBHIMU jaetanizaiii Nel

7 -LOD
Back to Menu
Current FPS: 51

Batch Count: 1188

Average FPS: 53,5

CPU Frame Time: 18,703 ms
GPU Frame Time: 6,718 ms
Tris Count: 9067311

Pucynok 4.18 — ekcieprMeHT ClieHapito 3 piBHAMU AeTaizarii No2
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7 -LOD
Back to Menu
Current FPS: 52

Batch Count: 1188

Average FPS: 52,8

CPU Frame Time: 18,973 ms
GPU Frame Time: 6,774 ms
Tris Count: 9067311

Pucynok 4.19 — excriepuMeHT crieHapito 3 piBHAME AeTamizamii Ne3
4.6. Occlusion Culling

Cuenapiii 3 OKIIO31MHHM BIACIKaHHAM (KOJIM Kamepa OaduTh OPIEHTOBHO
MOJIOBUHY 00’€KTIB) 3a0e3neuye 3HaYHUN mpupict npoayktuBHocTi. Cepennii FPS
3poctae 10 79,8 kanp/c, a Batch Count 3menmyetsest 1o 788. CPU-yac ckopouyeThbest
1o =~ 12,551 mc, GPU-uac no ~ 11,157 mc.

Takuit pe3ynbTaT CBIIUWTH, IO OKJIIO3IHE BiFCIKAaHHA €(EKTHUBHO YCYBa€ 3
peHaep-naiiaiiHa 00’ €KTH, SK1 TMOBHICTIO 3aKPHUBAIOTHCS THITUMU a00 3HAXOASATHCS
1o3a BUIMMICTIO. BiAmoBiHO, MEHIIA KUIBKICTh OO’ €KTIB MOTpaIuvisie y Oardi, 10
3MeHIye HaBaHTaXeHHs sk Ha CPU (MeHIIe JIOTiKM MiATOTOBKHU PEHAEPY), TaK 1 Ha
GPU (men1ie nomiroHiB Ta mkcemiB A 00pookn). Lleit meton mokasye cede K oIuH

13 Halle(DEeKTUBHININX Yy pa3i, KOJIHM YaCTHHA CIIEHU HE TIOTPAIUISIE B TIOJIE 30py KaMepH.

Merton Batch | Avg | Avg CPU Avg GPU Tris

ontumizamii | Count | FPS | Frame Time, mc | Frame Time, mc | Count

Basic 100 37,326,870 16,294 76.8M
011

Occlusion 788 79,8 | 12,551 11,157 46M

Culling

Tabawis 4.6 — nopiBHsHHS 06a30Boro metoay 3 Occlusion Culling
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Pucynox 4.20 — miarpama nmopiBasaus Basic ta Occlusion Culling cuenapiis

4 - Occlusion
Back to Menu
Current FPS: 84

Batch Count: 788

Average FPS: 82,3

CPU Frame Time: 12,161 ms
GPU Frame Time: 11,230 ms
Tris Count: 46049747

PucyHok 4.21 — eKCiepuMEHT CIIeHapilo 3 OKIIO3iMHUM BifcikaHsIHM Nel



4 - Occlusion

Current FPS: 83

Batch Count: 788

Average FPS: 77,8

CPU Frame Time: 12,855 ms
GPU Frame Time: 11,117 ms
Tris Count: 46049747
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-~ & x
Back to Menu

PucyHok 4.22 — eKCriepuMEHT CIICHaPit0 3 OKJIIO31MHUM BifCiKaHIHM Ne2

4 - Occlusion

Current FPS: 71

Batch Count: 788

Average FPS: 79,2

CPU Frame Time: 12,638 ms
GPU Frame Time: 11,123 ms
Tris Count: 46049747

-~ o x
Back to Menu

PucyHok 4.23 — eKCIepuMEHT CIIeHapilo 3 OKITIO31HHNUM BifCIKaHIHM Ne3
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4.7. GPU Instancing Indirect
Halikpami MokasHUKH JOCSTalrThcsl MpU BUKOpUCTaHHI Henpsimoro GPU-
iHcTaHCUHTY. Y 1pomy cueHapii Batch Count 3menmyerbest 10 15, mo o3Hayae
MaKCUMaJlbHy KOHUEHTpAIlil0 pEeHAEpiHry B HeBenukiil kuibkocTi draw call’i.
Cepenniii FPS nocsrae 151,4 xaap/c, a CPU- ta GPU-uacu craroTh Maibxe
OJHAaKOBUMH (= 6,61 Mc Ta = 6,58 Mc BIAMOBIIHO).

Taka xoH(irypaiis AeMOHCTpY€e n00pe 30amaHCcOBaHU PO3IMOALT HABAHTAKEHHS
Mbk CPU Tta GPU. 3Hayna uyactuHa poOOTH 3 (OpPMYBaHHS CHHCKY I1HCTaHCIB
neperocutbesa 10 GPU-kepoBaHoro maifriaiiHy, o MiHIMI3y€ HaKJIaJHI BUTPATH Ha
CPU 1 BoaHouac no3Bojsie rpadiyHOMy mpolecopy €heKTUBHO OOpOOJIATH BEIUKY
KUIbKICTh OJHOTHIHUX OO0’€KTIB y paMKax He0ararbOX BHUKIHKIB PEHJIEPIHTY.
OTpuMaHuil pe3yabTaT MIATBEP/UKYE BUCOKY IOLUIBHICTH BHKOpHcTaHHs Indirect-

THCTAHCHHTY JUIS CIIEH 3 IY’Ke BEJIMKOI0 KUIBKICTIO OJTHAKOBHX MEIIIIB.

Meton Batch | Avg | Avg CPU Avg GPU Tris
ormruMizanii | Count | FPS | Frame Time, Frame Time, mc | Count
MC

Basic 100 37,3 |26,870 16,294 76.8M
011

GPU 15 151,4 | 6,609 6,587 467

Instancing

Indirect

Tabauus 4.7 — nopiBasHEsS 0a3oBoro meroay 3 GPU Instancing Indirect
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Pucynox 4.24 — niarpama nopiBasaus Basic Ta GPU Instancing Indirect criienapiis

@ Mot ERRC IS

6 - GPU Instancing Indirect
Current FPS: 154 Back to Menu

Batch Count: 15

Average FPS: 150,9

CPU Frame Time: 6,632 ms
GPU Frame Time: 6,609 ms
Tris Count: 467

Pucynoxk 4.25 — excniepument crierapito 3 GPU Instancing Indirect Nel



6 - GPU Instancing Indirect
Current FPS: 155

Batch Count: 15

Average FPS: 152,1

CPU Frame Time: 6,577 ms
GPU Frame Time: 6,555 ms
Tris Count: 467
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- a x
Back to Menu

Pucynoxk 4.26 — exciepument crieHapiro 3 GPU Instancing Indirect Ne2

6 - GPU Instancing Indirect
Current FPS: 157

Batch Count: 15

Average FPS: 151,1

CPU Frame Time: 6,619 ms
GPU Frame Time: 6,597 ms
Tris Count: 467

=5
Back to Menu

Pucynok 4.27 — excniepument crieHapiro 3 GPU Instancing Indirect Ne3
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Pucynok 4.28 — niarpama mopiBHSHHS BCIiX CIICHApiiB

Y migcymMKy TpoBeleHEe JOCHIDKEHHS T0oKa3ajlo, M0 Ha MPOJYKTUBHICTh
PEHIEPIHTY BEIMKO1 KUTBKOCT1 OTHOTUITHUX 00’ €KTiB y Unity KJIt0UOBHIA BIUTUB MAtOTh
METO/IM, $IKI 3MEHIIYIOTh KUIBKICTh BHKJIHMKIB PEHAEPIHTY Ta 00CST peanbHO
BifoOpaxyBanoi cuenu. Cratumunuii Oartumuar, LOD Tta  Occlusion Culling
MPOJIEMOHCTPYBAIIM CYTTEBE 3HMWKEHHS CEPEAHBOTO HaCy Kaapy Ha IEHTPATLHOMY
MPOIIeCcOopPi Ta MOMITHE 3pOCTaHHS YaCTOTH KaJIpiB, TOJI K HAMKPAIIOTO PE3yIbTaTy
BJIAJI0CS AOCATTH 3a paxyHOK Bukopuctanas GPU Instancing, 1110 mpakTH4HO 3piBHSIO
HaBaHTaxxeHHs Mibk CPU Ta GPU 1 3a6e3neumno HaiOinpmmii mpupict FPS. Ile
MIATBEPKYE TOIUTHHICTh MEPEHECEHHS YaCTHHU poOOTH 3 (opMyBaHHs OaTdiB Ha
GPU Ta akTHBHOTO BUKOPHUCTAHHS CYYaCHUX MOXJIMBOCTEN peHAep-NalIiaiiHa.

PazoMm 3 THM eKkcTIepUMEHTH 31 CTIPOIICHHSM T€OMETPIi Ta MaTepialliB MOKa3alIu, 110
HaBITh 3a BIAHOCHO HeBenuKiil 3MiHi1 FPS BOHM 1al0Th BaKIMBUI MO3UTUBHUHN e(eKT
y BHUIJISIA1 IOMITHOTO cKOpouyeHHs dacy kaapy Ha GPU. ¥V moegnanni 3 0aT4nHroM,

LOD Ta Occlusion Culling Taki MmeToau 103BOJISIIOTE OaTaHCyBaTH HABAHTAKEHHS MiXkK
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CPU Tta GPU, 30epiratoun NpuiiHATHY Bi3yallbHY SIKICTh CLIeHU. OTpUMaH1 pe3yiabTaTu
MOXXYTb OYTH BUKOPHUCTaHI SIK IPAKTUYH1 peKOMEHalli 111 BUOOpY Ta KOMOIHYBaHHS
METOMIB ONTUMI3alii Npu po3poOll NPOEKTIB, SAKI MICTATh BEJIUKY KUIbKICTb

OJIHOTUITHUX 00’ €KTIB 1 TOTPeOYIOTh CTAOUILHOT pOOOTH B PEXKUMI PEaIbHOIO Yacy.
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3AT AJIbHUM BUCHOBOK

Y mporeci BUKOHAaHHS MaricTepchbkoi poOOTH Oylio JOCHIIKEHO 3ajady
ONTHUMI3allli pEeHJIEPIHTY BEIUKOT KUIBKOCT1 OTHOTUITHUX 00’ €KTIB y cepeaonuiii Unity
3 BukopuctanHaM Universal Render Pipeline. AkTyanbHICTh TEMHU NOB’sI3aHA 3 TUM,
[0 Cy4YacHl ITPOB1 Ta IHTEPAKTHUBHI 3aCTOCYHKH YacTO MPAIlOIOTh 13 HACUYCHUMU
CIIEHaMH, JI€ OJHOYACHO BIJOOpa)KalOThCA JECATKU THUCSY OO0’ €KTIB, a BHUMOTH IO
CTaOLTBHOI YaCTOTH KaJpiB 3aJMIIAIOTHCS BUCOKUMHU. J[JIsl TaKMX CIIEHAPiiB BAXKIUBO
HEe JUIIe MPaBWJIBLHO HAJAIITYyBaTH PYIIid, a ¥ OOIpyHTOBAaHO BUOMpATH METOIH
onTUMizalii, MO AalTh BIMYYTHUH e(EeKT came B yMOBax BEJIMKOI KIIbKOCTI
MOBTOPIOBAHUX 00’ €KTIB.

VY po6oTi 6yJ10 OCTIIOBHO PO3B’I3aHO HU3KY 3aBJlaHb, a CaMe:.

e TMPOAHANII30BAHO TEOPETUYHI 3acajyl PEHAECPIHTY B peallbHOMY 4Yaci Ta OCHOBHI

nousaTTsa npoaykrusHocti (FPS, yac kanpy, batch count, tris count);

e PpO3TISHYTO apXiTeKTypy pyuiis Unity, oco6muBocti Universal Render Pipeline
ta opiBHIHO URP 13 HDRP y koHTeKCTI 3371241 peHAEpIHTY BEJIMKO1 KIIBKOCTI
OJIHOTHUITHHUX 00’ €KTIB;

e chopMyJIbOBAaHO METYy M IMOCTAHOBKY 3ajiadi JOCIIDKCHHS, BU3HAYEHO HAOIp
METPHK 1 €IMHY METOJUKY €KCIIEPUMEHTIB;

e PO3pOOJICHO CICIiaII30BaHUN 1HCTPYMEHT BUKOPHUCTOBYIOUM IMPOBHUH PpYIIIii
Unity ta C#, sxuii no3Boisie popmyBatu cueny 3 50 000 cdhep, nmepemMuxaTu
METOJIA ONTHUMI3aIlil Ta aBTOMAaTUYHO 30MPaTH MOKa3HUKU MPOTYKTUBHOCTI;

e TPOBEACHO CEPiI0 EKCIIEPUMEHTIB JUIsl PI3HUX METO/1B ONTUMI3aIlii Ta BUKOHAHO
MOPIBHSUTBHUM aHaJi3 OTPUMAaHUX PE3YIIbTATIB.

CtBopeHull mporpaMHUN I1HCTPYMEHT 3a0e3MedWB BIiITBOPIOBAHI YMOBH
JOCTI/DKCHHS: CIIeHAa TEHEpPYyeTbcs 3a (PIKCOBAHMM alTOPUTMOM, KUIBKICTh 1
po3TanryBaHHs 00’ €KTIB 3aJIMIIAIOTHCS HE3MIHHUMU JJIs BCIX CIIEHApIiB, a 30ip METPHUK
BUKOHY€ETBHCS 332 €MHOI0 CXEMOIO 3 PO3IrpiBOM CIICHHM Ta yCEPEIHEHHSM 3HAa4YeHb 3a
BU3HAYEHUM i1HTEepBan yacy. lle 103BOJMIIO TOYHO MOPIBHATH Pi3HI METOJIHU MIXK

cobor. Sk BXiIHI JaHl pO3TJsSAaIucs. MapaMmeTpu cieHu, koHdirypaiis URP,



61
BUOpaHUil METO/ ONTHMI3allli Ta arlapaTHE CEPEOBUILE; K BUXIIHI: CEpEAHs YacToTa
KajpiB, cepenniit uac kaapy Ha CPU 1 GPU Ta kinbKicTh 0aTyiB.

Maricrepcbka poboTa Jocsriia MOCTaBJICHOI METH, a came OyJlo po3poO0IeHO
IHCTPYMEHT, MPOBEACHO CEPII0 EKCIEPUMEHTIB 1 BHKOHAHO aHaii3 €(pEeKTUBHOCTI
HU3KU METOJIB onTuMizaiii penaepinry B Unity. OTpuMaHi BUCHOBKH MOXYTh OyTH
BUKOPHUCTaH1 PO3POOHUKAMHU JJI1 BUOOPY METOAIB ONTUMI3AIli B pealbHUX MPOEKTaX,
7€ HEOOXIHO TO€IHATH BUCOKY IIUIBHICTh OO’€KTIB Yy CIEHI 31 CTa0LIbHOIO

NPOJYKTUBHICTIO.



62
BIBJIIOT PAGIYHMIT CITUCOK

. Unity Technologies. Unity User Manual (Documentation) [EnexktponHuii
pecypc]. — Pexxum noctymy: https://docs.unity3d.com/;

. Captain GPU. OcHoBu nporpamyBanHs meiaepiB MoBoto GLSL [Enexkrponnuii
pecypc] // Medium. — Pexxum noctyny: https://captaingpu.medium.com/ocHOBH -
porpaMyBaHHs-1IeHIepiB-MoBOI0-glSI-532560e22cee;

. Unity Technologies. Optimizing draw calls [Enexkrponnmuii pecypc]. — Pexum
noctymy: https://docs.unity3d.com/6000.3/Documentation/Manual/optimizing-
draw-calls.html;

. Real-Time Rendering [Enexktponuuit pecypc]. — Pexum goctymy:
https://www.realtimerendering.com;

. Kanand003. Draw calls [Enexrtponnuii pecypc]. — Pexum gocrymy:
https://kanand003.github.io/Website/post/drawcalls/;

. RainyRizzle. Advanced manual: Reduce draw calls [EnexkTponnuii pecypc]. —
Pexum JIOCTYMY:
https://rainyrizzle.github.io/en/AdvancedManual/AD_ReduceDrawCalls.html;
. Unity Technologies. Universal Render Pipeline (URP) introduction
[EnexTpoHHUiA pecypc]. — Pexum JIOCTYNY:
https://docs.unity3d.com/Manual/urp/urp-introduction;

. Unity Technologies. High Definition Render Pipeline (HDRP) documentation
[EnexTpoHHUI pecypc]. — Pexum JOCTYyIY:
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-
definition@17.4/manual/index.html;

. Unity Technologies. Configure URP for better performance [Enekrponnmii
pecypc]. — Pexum pocryny: https://docs.unity.cn/Manual/urp/configure-for-

better-performance.html;

10.Unity Technologies. LOD Group [Enexkrponnuii pecypc]. — Pexum mocrymy:

https://docs.unity.cn/2023.2/Documentation/Manual/class-LODGroup.html,;

11.Unity Technologies. Occlusion culling [Enextponnuii pecypc]. — Pexum



63

JIOCTYITY:
https://docs.unity.cn/2019.1/Documentation/Manual/OcclusionCulling.html;

12.Unity Technologies. Frame timing manager [Enekrponnuii pecypc]. — Pexum
noctymy: https://docs.unity.cn/Manual/frame-timing-manager;

13.Unity Technologies. Optimizing Graphics in Unity [EnektponHuii pecypc]. —
Pexxum moctyny: https://learn.unity.com/tutorial/optimizing-graphics-in-unity;

14.NVIDIA. GPU Gems. Chapter 28. Graphics Pipeline Performance
[EnexTpoHHUI pecypc]. — Pexum JIOCTYILy:
https://developer.nvidia.com/gpugems/gpugems/part-v-performance-and-
practicalities/chapter-28-graphics-pipeline-performance;

15.Wloka, M. M. Optimizing the Graphics Pipeline (Eurographics 2004)
[EnexTpoHHUI pecypc]. — Pexum JIOCTYILy:
https://download.nvidia.com/developer/presentations/2004/Eurographics/EG_0
4 _OptimizingGPUPipeline.pdf;

16.Microsoft. Pipelines and Shaders with Direct3D 12 [Enexkrponnuii pecypc]. —
Pexum JOCTYIIY: https://learn.microsoft.com/en-

us/windows/win32/direct3d12/pipelines-and-shaders-with-directx-12.



JIOJATOK A

TexHluHe 3aBOaHHS

3ATBEPIXXVIO

IIpopexTop YKpaiHCBKOrO AepKaBHOTO
YHIBEPCUTETY HAYKH 1 TEXHOJIOT1i
Amnaromiit PAJIKEB1Y

«[TPOT'PAMA J1J151 JOCJIJI)KEHHSA METO/IIB OIITUMI3ZALIL PEHJIEPIHTY
BEJIMKOI KIJIBKOCTI OB'€EKTIB B UNITY »
Texuiune 3aBaaHHAg

44165850.1531-01-JI3

3aBimyBau kadeapu KIT

Bangum 'OPSAYKIH
KepiBHUK po3poOKH

Onekcannp IBAHOB
Buxkonasennb

Ozner CUIOPOB
HopmoxkonTposep

Ceitnana BOJIKOBA

2025



3ATBEP/I’KEHO
44165850.1531-01

«[TPOT'PAMA J1J151 JOCJIJI)KEHHSA METO/IIB OIITUMI3ALIL PEHJIEPIHTY
BEJIMKOI KIJIBKOCTI OB'€KTIB B UNITY »
Texuiune 3aBIaHHAg

44165850.1531-01
Jlucris 18

2025



44165850.1531-01-JI3

2
3MICT
BT YL 3
1 TTiICTABA JITIST POBPOOKH . ...uvvveerieeeeeessaaiittteeeeeeeaeeessaaasstbtsseeeeeeeeessaasnnbbsnereeeeaeeeeannnnnes 4
2 TIPUBHAYCHHS POBPOOKH «.eveeeirreeeesiinreeeeesanneeeeesasnneeeessannsneeeesannnneeessannneeeesannes 5
2.1 OyHKIIOHATBHE MPUZHAYEHHS PO3POOKH ..vvvierieriinreeeineeenieenieessnneesnnreenneeesnnee e 8
2.2 ExcrimyataiiitHe TpU3HAYCHHS POBPOOKH: . .eeeiurrrrreeiiiiirieeesainrieeeesssnsrneeeesnnnneeeens 7
3 BUMOTH JIO TIPOTPAME . .....eveieiaiiieesiteeeaiteeesaiteeesasteeeasbeeeasbseeabbe e e s asbe e e e asbeeesannneeeanees 9
3.1 Bumoru 10 GYHKUIOHATBHUX XAPAKTEPHUCTHE cevvrrereesnnrrrneessnnnreeeesannnneeeesans 9
RIVANS370900) % 80 (0305 F: D1 117 0= (01w & (PR 11
3.3 BUMOTH @KCTILYATAIIIT . .. vvvveetneteeeeesssiteeeeesasineeeesannneeeesssnnnn e e e e s snnnsneeeesnnnnneeeennes 11
3.4 BuMor# 10 CKIaay Ta NapaMeTPiB TEXHIUHUX 3ACO0IB ..ocovvvvrrreeriirrieeesainneneeanns 12
3.5 Bumoru 10 iHPOPMALIIIHOT Ta TPOTPAMHOT CYMICHOCTI «.vvvvveeesiiiieeeeessniineeeeenns 13
4 BUMOTH IO IPOTPAMHOT TOKYMEHTALIIT ... .vveeeeeeiitiiee e sttt e e e et ree e e s e e e 14
5 CTafil TA €TAITH POBPOOKH ....vvvvvvirerreeeeeessssiiitreseereeseeessssssbbssseeeeeeeesssssssssssneeeeesens 15
O B U0]0%: 01 (0) 101707056 4 i & S PP PPPPPPPPPPPN 16
7 TeXHIYHO-EKOHOMIUHI TTOKAZHUKH ....eeeiurvieiisteiessiteiessineeesssnnnesssnnnesssnnnesssnnnessnneeens 17

8 BIBJIIOT PAGTUHUI CITMCOK .......ooooviieeeicceeieeecee et 18



44165850.1531-01-JI3
3

BCTYII

CyuyacHi Biicoirpu JEMOHCTPYIOTH CTally TEHACHIIIIO 10 3pPOCTaHHS CKJIaIHOCTI
CLIEH, KUIBKOCTI 00’€KTIB 1 BUMOI' 0 AKOCTI rpadikud. B Takux ymoBax NUTaHHS
onTuMizalii peHaepiHry HaOyBae o0cCOOJMBOi aKTyaJIbHOCTI, OCKUIBKM came
BIATBOPEHHsI rpadikKi 4acTo € By3bKUM MICIEM MPOTYKTUBHOCTI.

OpHiero 3 HAUCKIIAHIIIUX CUTYALIH ISt py1iis € BiqoOpaXeHHs BEIMKOI KIJIBKOCTI
OJTHOTUITHUX 00’ €KTiB, 110 OJJHOYACHO MPHUCYTHI B CIieHi. Lle cTBoproe HaBaHTa)KeHHS
SK Ha TIPOIECOp, SKUW BUTpavae 3HAUHI PECYpCH Ha MiATOTOBKY KOMaH PEHIEPIHTY,
Tak 1 Ha rpadivyHUNA MPOIEeCcop, AKUN 3MYIICHUN 00pOOIATH BEIUKUN 00CSAT TeoMeTpil
Ta TMIKCEIB.

IrpoBuit pymiit Unity, a ocobmuBo ioro Universal Render Pipeline, nanae
po3poOHMKaM IHPOKHK HaOIp 3aco0iB i onTumizaiii peHaepinry. OnHak Ha
IPAKTHUIII TOCTA€ TUTAHHS HE JIUIIE B HASIBHOCTI IUX 1THCTPYMEHTIB, a i B pO3yMiHHI iX
pEaNbHOTO BIUIUBY HA MPOJYKTUBHICTh B KOHKPETHUX YMOBaX.

Meroro 1i€i Marictepcbkoi poOOTH € eKCIIepUMEHTANIbHE OCHIIKEHHS Ta
NOPIBHSAJIBHUM  aHaNMI3 METOIB ONTHUMI3allli PEHIEpPIHTY BEIUKOI KIUIbKOCTI
oaHOTUIIHUX 00’ekTiB B pyrii Unity. B pamkax podoTu mepeadadaeTsCsi MPOBECTH
Cepito eKCIEPUMEHTIB ISl Pi3HUX METOAIB onTumizaiii. O1iHoBaHHS €(heKTUBHOCTI
METO/IIB 3AIMCHIOETHCS 32 JOTIOMOT'OI0 TAKMX MOKA3HUKIB, SIK CEPETHS 9acTOTa KaApiB,
CEpellHIl Yac KaJpy Ha IEHTPaTbHOMY Ta IpaidyHOMY Mpoliecopax, KiIbKicTh 0aT4iB
Ta KUTBKICTh TPUKYTHHKIB.

Otpumani pe3yiabTaTH MOXYTh OyTH BUKOPHUCTaHI PO3POOHUKAMH Irop Iija 4ac
pPO3pOOKHM Ta TMPOCKTYBaHHS TPH, IJIAHYBaHHS IUILOBUX IJIATHOPM Ta BUMOT [0

anapaTHOTro 3a0e3MeUeHHs.
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1 IIJICTABA JIJ151 PO3POBKU

OcHOBOIWO I pO3pOOKM € Hakaz pekTopa YKPaiHCHKOTO JAEP:KaBHOTO
yHiBepcuTeTy Hayku 1 TexHojorii PankeBuu A.B. «IIpo 3aTBepmkeHHS TeM Ta
MpU3HAYEHHS KepIBHUKIB TUIIIOMHMX MpoekTiB» Neld01 cr Bin 02.10.2025 poky.

Tema mnpoekty: «JlocmikeHHsT METONIB ONTUMI3alli PEHIAEPIHTY BEJIUKOi
KUTbKOCTI 00'ekTiB B Unity».

KepiBuuk aumiomuoro npoekty: Isanos O. I1.
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2 NNPU3HAYEHHSA PO3POBKU

Metoro po3poOKH € CTBOPEHHS MPOrPaMHOTO IHCTPYMEHTY Ha 6a3i pymuris Unity
JUIsL aHali3y Ta MOPIBHAHHS METOJIB ONTHUMI3alli PEHJEPIHTYy CLIEHH 3 BEJIUKOIO
KUTBKICTIO 00’ €KTiB. Takuil IHCTpyMEHT JJa€ 3MOTY B €IMHUX yMOBaX BUMIPIOBATH Ta
NOpiBHIOBATH €(EKTUBHICTh PI3HUX METOJIB ONTHUMI3allli, a TaKOX OIIHIOBaTH iX
BIUIMB HA OCHOBHI IMMOKa3HUKH MPOTYKTHBHOCTI.

JlocTimKeHHsI CIIPSIMOBAHE Ha PO3B’sI3aHHS TAKMX OCHOBHHX 3aBJ/IaHb:

— OTPUMaHHSA BH3HAYCHHX METPUK TPOAYKTHBHOCTI BH3HAYCHUX METOJIB
OIITUMI3AI];

— aHaJi3 OTPUMAaHUX OTPUMAHUX METPHK IPOTYKTUBHOCTI;

— (dopMyBaHHS TPAKTUYHMX PEKOMEHAIAIIA IIOJ0 3aCTOCYBaHHS METOJIIB
ONTUMI3AIl] VIS CIEH 3 BEJIUKOIO KUIBKICTIO 00’ €KTIB.

Po3poOmtoBaHuii 1HCTPYMEHT MpU3HAYEHUW JUIsi BUKOPHUCTAHHS CTYJIEHTaMH,
JOCIITHUKAaMH Ta PO3POOHUKAMU, SIK1 MPaIioTh 13 pymrieM Unity Ta AOCTIKYIOTh
NUTaHHS NPOAYKTUBHOCTI peHIepiHry. BiH Moke ciayryBaTd SK HaBYaJbHUM
IPUKJIAOM JJIsl BUBUCHHS BIUIMBY PI3HMX METOMiB onTuMizalii Ha FPS, uac kaapy Ha
CPU Ta GPU, Ttak i 6a3or0 aii MoJaibIIMX €KCIepUMEHTIB y cdepl onTumizaii

rpadikm.
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2.1. ®yHKIIOHAJIbHE IPU3HAYEHHS PO3POOKH

OyHKI[IOHAJIbHE TPU3HAYEHHS PpO3pOOKH TOJIATa€ y HaJaHHI 3aco0iB IS
BUMIPIOBaHHSl Ta aHali3y HPOAYKTUBHOCTI cueHu B Unity 3 BEJIHUKOIO KUIBKICTIO
OJIHOTUIHUX OO ’€KTIB 3a PI3HUX BapiaHTIB HalalmTyBaHHS peHuepiHry. Cucrema
BUCTYIA€ SK MPOTPAMHUN IHCTPYMEHT B SKOMY MOJXKHa 3MIHIOBaTH METOJIU
ONTHUMI3allii Ta OI[IHIOBATH IXH1/ BIUIMB HA OCHOBHI METPUKHU.

J1o ocHOBHUX (DYHKIIIM pO3pOOKHM HaIEKaTh:

— (QopMyBaHHS TECTOBOi CIICHH. ABTOMaTH30BaHE CTBOPEHHS CIIEHHU 3 BEIUKOIO
KUTBKICTIO OJHOTUIHUX 00 ’€KTIB 3 (DIKCOBAaHMM pO3TAIlyBaHHAM Ta HE3MIHHUMU
napamMeTpaMu KaMepH W OCBITJICHHS JJI BCiX CIICHAP1iB TOCTIIKEHHS,

— KepyBaHHS MeTojaMu onTumizamii. IlepemMukanHs MK pI3HUMU BapiaHTaMu
pennepinry (6a30Buil crieHapid, CTAaTUIHUN OATYHHT, CIIPOIICHI MaTepiain Ta MOJENI,
LOD, oxmoziitHe Bincikanasa, GPU instancing Tomo) 6e3 3MiHM 3arajbHO1 CTPYKTYpH
CIICHH,

— 30ip 1 006poOka MeTpuK. BuMiproBaHHs cepeHbOT YaCTOTH KaJPiB, CEPEIHBOTO
gacy kagapy Ha CPU ta GPU, kinpkocTi 6aT4iB 1 TEOMETPUYHOT CKIIQTHOCTI CIICHH

— BimoOpaxkeHHs pe3yibTaTiB. BuBemeHHs 310paHUX METPUK Y 3PYUHIN s
aHamizy hopMmi 6e3mocepeIHbO ITiJT Yac eKCIIEPUMEHTIB;

Takum uymHOM, pPO3pOOJEHUM IHCTPYMEHT JAO03BOJSIE CHCTEMHO OIIHHUTH, SK
KOHKPETHI METOAM ONTHUMI3allil pPEHIEPIHTYy BIUIMBAIOTh HA PIi3HI TMOKa3HUKH

MPOJAYKTHUBHOCTI BKJIIOUHO 3 YaCOM Ha IICHTPAIBHOMY Ta rpadidHOMY IIpoIecopax.
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2.2 ExcrutyaTaniiHe Npu3HayYeHHs PO3POOKHU:

Po3poOnenuii mporpamMHUil 1HCTPYMEHT MpU3HAYEHUH I MPAKTUYHOTO

BUKOPHUCTAHHS M1 Yac JOCHIIKEHHS Ta ONTUMI3allli peHAEPIHTY CIIEH 3 BEIUKOI0

KUIbKICTIO 00’€kTiB B pymrii Unity. BiH Moe 3aCTOCOBYBAaTHCS K B HaBYAJIbHOMY

IPOIIEC], TaK 1 B AKOCTI MPUKIAAY JJII PEaTbHUX MPOEKTIB, /1€ BAXKINBO 3a0€3MEUUTH

CTaOUThHY MPOIYKTUBHICTH 32 YMOB BUCOKOT KIIBKOCTI 00’ €KTIB Ha CIIEHI.

OCHOBHI1 HaNPsIMU €KCIUTyaTaI[IiHOTO MPU3HAYEHHS PO3POOKU:

OIlIHKA METO/IIB onTUMi3arii pEH/IEpIHTY.
[HCTpYMEHT 103BOJIsIE HA TIPAKTHIll TOPIBHIOBATH Pi3HI METOJM ONTHUMI3aIlil B
€IMHUX YMOBaX, aHAJII3YyI0UH iX BIUIUB HA 4acTOTYy KajpiB, yac kaapy Ha CPU i
GPU, xinpkicTh 6aT4iB Ta TPUKYTHHKIB;

TUTAHYBaHHSI POYKTUBHOCTI IrpoBHUX CIICH.
Otpumani pe3ynbTaTH MOXYTh BHUKOPHUCTOBYBATHCS pPO3POOHUKAMU ISt
IUTAaHYBaHHS OOJKETY MPOJYKTHBHOCTI: BHU3HAYEHHS JOIYCTUMOI KITBKOCTI
00’€KTiB, CKJIAJIHOCTI MaTepialliB Ta PiBHS JeTaiizallli Moaenei A MUIbOBUX
mwiaThopm,

HaBYaJIbHI1 Ta JIEMOHCTpaIlilHI LUTI.
Cucrema MOKe 3aCTOCOBYBATHCS K HAOUYHUH MPUKJIA] B HABUAJIBHUX Kypcax 3
po3po0OKM irop Ta KOMITIOTepHOI Trpadiku, JAEMOHCTPYIOUM, SK 3MiHA
HAJAIITYBaHb PEHAEPIHTY W METOJIB ONTUMI3aIii BiAOOpakaeTbcs Ha
KITIOYOBUX METPUKAX MPOYKTUBHOCTI;

IPUHHATTS TEXHIYHUX pIIICHB.
[HCTpYMEHT Jae 3MOTy OOTpYHTOBAHO OOMpATH Ti YW IHIII 3aCO0M ONMTHMI3arlii
Ipu TPOEKTyBaHHI irop. Ha OCHOBI eKclepuMEHTaTbHUX JaHUX MOXKHA

dbopMyBaTH BHYTpIIIHI peKOMEH/IaIlii KOMaHIu PO3POOKH;
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- Oaza IS [OJAJIBIIUX JOCHIKEHb.
[HCTpYyMEHT MOXke OyTH pO3MIUPEHU HOBUMH METOJaMU ONTHUMI3allii, IHITUMU
TUNaMu 00’ €KTIB, NOAATKOBUMHU peHAep-NaiiaiHaMu abo miatdopmamu,
CIYT'YIOUM BIJNPABHOIO TOYKOI [UIsi HACTYNHHUX JOCIIKEHb Yy cdepi
onTUMI3allii peHAEPIHTY.

Excrnyaraiiiine mpu3HaueHHsT po3pOOKH MOJsrae B TOMY, 1100 3a0e3neduTu

NPAKTUYHE 3aCTOCYBAHHS PE3YNbTAaTIB AOCTIXKEHHS: B1Jl HABYaJbHOTO BUKOPUCTaHHS
Ta JEMOHCTpallll BIUIMBY METOJIB ONTHUMIi3alii Ha MPOJYKTUBHICTH N0 MIATPUMKHU

peanbHUX PIIeHb M1 Yac PO3pOoOKH i yIOCKOHATIEHHS IrpOBUX MpoekTiB Ha Unity.
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3 BUMOI'X 10 ITPOI'PAMMU
3.1BumMoru 10 GyHKLIIOHATBHUX XapaKTEPUCTUK

[Iporpamuwuii 3acid npusHaYeHUM 1151 TPOBEACHHS €KCIIEPUMEHTIB 3 ONTUMI3aIlii
PEHAEPIHTY CLEHH, 110 MICTUTh BEJIHMKY KUIBKICTh 00’€KTIB, y cepeaoBuili Unity 3
BukopuctanHsiM Universal Render Pipeline. OcHoBHe ¢yHKIIOHaIbHE 3aBAaHHS
HoJsirae B TOMy, 100 3a0e3neynT GOpMYBaHHS OJHAKOBUX YMOB TECTYBAaHHS IS
PI3HUX METO1B ONTUMI3allli Ta HAIaTH 3aCOOU JJI1 BUMIPIOBAHHS 1 MOPIBHSAHHA IXHBOT
€(hEeKTUBHOCTI.

Jlo ocHOBHUX (DYHKITIOHAIBHUX MOXJIMBOCTEH MPOTrPaMHOTO 3ac00y Hae)KATh:

— (dopMyBaHHS CIICHH. ABTOMaTH30BaHE CTBOPEHHS TECTOBOI CIICHH, 110 MICTHTb
50 000 ogHOTUITHUX Ccep, PO3TAIIOBAHUX 32 3aJaHUM AJITOPUTMOM Y BUTJISI CITKH

— (pikcamis mapamerpiB cepefoBumia. IlinTpuMka HE3MIHHMX THapaMmeTpiB
KaMepH, OCBITICHHS, peHjaep-maimuiaitna URP Ta HamamTyBaHb SIKOCTI ISl BCiX
CIIEHapIiB TOCIIIKEHHS,;

— KepyBaHHS MeToJaMHM onTuMizaiii. MOXIUBICTh IEpEeMHKAaHHS METO/IIB
ONTHUMI3aIlli peHePIHTY IIIIXOM BUOOPY BIAMOBITHOI CIICHH,

— 30ip MOKa3HUKIB MPOAYKTUBHOCTI. ABTOMATHU30BaHUW 30ip METPHUK IIICIs
KOPOTKOTO PO3IrpiBy CIIEHH 13 (piKcalli€lo 3HaA4YeHb 3a 3aJaHUN MPOMIKOK Yacy, II0
3abe3Ieuye OTpUMaHHS yCEPEeTHCHUX 1 BIITBOPIOBAHUX PE3YIIbTaTIB,;

— BigoOpaxxeHHsS pe3yNbTaTiB. BuBeqeHHs KIIFOUOBUX METPHUK O€3MOCepelHhO B
iHTepdeiici 3aCTOCYHKY JUIsl OTIEPAaTUBHOTO aHaJi3y Ta MOJAIBIIOTO IMEPEHECEHHS B

TaOIMIIl YM JTiarpaMH,
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Bxiaa1 nani
J1o BX1THUX TaHUX MPOTPAMHOTO IHCTPYMEHTY HaJIekKaTh:
[TapameTpu cuenu:
— KUIBKICTH 00’ €KTIB;
— CXema po3TairyBaHHsS 00’ €KTiB;
— TIOJIOXKEHHSI Ta OpIlEHTAIlls] KaMEpH;
— KOH(Irypaiiist OCBITJICHHS.
Koudirypaiiist penaepinry:
— Bepcis pymris Unity (Unity 6.0.49f1);
— BukopuctanHs Universal Render Pipeline sik ocHOBHOTO peHiep-niaiiuiaiina;
— HaJAIITyBaHHS AKOCTI, TIHEH, PO3ALUILHOT 3/JATHOCTI Ta MOCTOOPOOKH.
Cuenapiit onTumizartii:
— 00paHuit MeTO ONTUMI3AIlii;
— TmapamMmeTpu, crenudiuHi IS OKpeMuXx MeTojiB (moporosi Biactani LOD,
nanamryBanus Occlusion Culling Tomro).
ArmapaTHe cepeIoBUIIIE:
— XapaKTEePUCTHUKH IEHTPAIBLHOIO Ta rpadiyHOro MPOIECoPiB;
— 00csT omepaTUBHOI ITaM AT,
— BepcCis omepaliifHoi CHCTEMH Ta ApaiiBepiB rpadigHOTO ajanrtepa.
Buxigai mani
Jlo BuxigHuX nmaHuX, MmO (GOPMYIOTECA B pe3yiabTaTi poOOTH MPOTPAMHOIO
THCTPYMEHTY, BITHOCSTHCS:
— cepenHe 3HadeHHs yactotu kanapis (FPS);
— CcepenHiil yac Kaapy Ha neHTparbaoMy nporecopi (CPU frame time);
— cepenHiii yac kaapy Ha rpadianomy nporecopi (GPU frame time);
— KUIbKICTB 0aT4iB peHaepiHry 3a oauH kaap (Batch Count);

— KUIbKICTh TPUKYTHUKIB, 10 OEPYTh y4acCTh Yy PEHIEPIHTY.
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OTtpumani BUX1AHI JaH1 BAKOPUCTOBYIOTHCS JIsl TOOYA0BH MOPIBHSIIBHUX TaOIHIIb
1 rpadikiB, a TakoX s (OPMYBaHHS BHUCHOBKIB 100 €(PEKTUBHOCTI OKPEMHUX

METO/IIB ONTUMI3allil peH/IEPIHTY.
3.2 Bumoru 10 HaJliiHOCTI

[Iporpamuuii 3acid mae 3a0e3neuyBaTu CTaOUTbHY poOOTY M1 Yac BUKOHAHHS cepii
€KCIIEPUMEHTIB 1 KOPEKTHE 3aBEpPILIEHHS BUMIPIOBAHb HABITh 32 HASBHOCTI OKPEMHX
HECTaHJAAPTHUX CUTYaLIH.

J10 OCHOBHMX BUMOT /IO HAJ1HHOCT1 HaJlekKaTh:

— BIJCYTHICTh aBapiiHOTO 3aBepileHHs POoOOTH il Yac MOCIIJOBHOTO 3aITyCKY
PI3HUX CIIEHapiiB ONTUMI3allil Ta MOBTOPHUX BUMIPIOBAHb;

— 30epeXeHHs] HE3MIHHOCTI MapaMeTpiB CIIEHU Ta PEHIEPIHTY B MexXaxX OJIHi€l
cepii eKCIIepUMEHTIB, 00 YHUKHYTH CIIOTBOPEHHS Pe3yJIbTATIB;

— BHUKOPHUCTaHHsS PE3EpBHUX KON MPOEKTY JUIsl 3amoOiraHHs BTpaTi KOy Ta
HaJIallITYBaHb;

— oOMexeHHs HeOakaHuX N1 KOpHCTyBaya I1ij] 9ac BUMIPIOBaHb.
3.3 Bumoru ekcruyatartii

Excrutyartamiss mporpamHoro 3aco0y mepeabdadae poOOTy KOpHCTyBada, SKUN
3HaioMuii 3 ocHoBamu Unity Ta 0a30BHMU MPUHIUIIAMH PEHACPIHTY B pEaTbHOMY
gaci. [aTepdeiic 1 crienapiit BAKOPUCTaHHS MAtOTh OYTH JOCTAaTHHO MIPOCTUMH, 1100 HE
BiJIBOJIIKATH BiJl OCHOBHOI METH — IPOBE/ICHHS BUMIPIOBAaHb 1 aHAII3Y PE3Y/IbTaTIB.
OCHOBHI BUMOTH JI0 €KCILTyaTaIlii:

~ IlinroToBka kopuctyBaua. KoprucryBad moBuHeH MaTi 0a30Bi HABUYKU POOOTH

3 Unity-pemakTopom: BMITH BiIKPHBATH MPOEKT, 3aIyCKATH CIICHHU, 3MIHIOBATH
HaJalITyBaHHS SIKOCTI Ta 301pKH.
~ IIpoctora kepyBanus. IlepeMukaHHss MiX CIEHapisiMU Mae 31MCHIOBATHUCS

yepe3 CTaHJIapTHI 3aco0u, 6€3 HeOOX1THOCTI BHOCUTH 3MIHU JI0 KOAY.
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- MiHimManbHl J1OAATKOBI HanamITyBaHHA. JlJIs TpPOBENEHHS EKCIEPUMEHTIB
KOPUCTyBauy HE IMOBHMHHO OYTH TMOTPIOHO BHOCUTH CKJIaJHI 3MIHU B
koH(pirypamirto URP abo mpoekTHi HamamTyBaHHs. Bci KiIlo4oBi mapamerpu
MarTh 0yTH 3a(iKCOBaH1 32 3aMOBUYYBaHHSIM.

— 3posymMine BiioOpakeHHs pe3ynbTaTiB. [1i1 yac ekcnepuMeHTy IHCTPYMEHT Mae
BimoOpaxaTu moOTouHi 3HaueHHs FPS Ta craryc BuMIpioBaHb, a MicCIs

3aKIHYEHHS] — MIJCYMKOBI yCepeIHEH1 METPUKHU.
3.4 BumMoru 110 ckjagy Ta napaMmeTpiB TEXHIYHUX 3ac00iB

JIJIsi KOPEKTHOI pOOOTH TPOrPaMHOT0 3ac00y Ta OTPHMAaHHS PENPE3CHTaTHBHUX
pe3yNbTaTiB HEOOX1THO, 00 BiH 3aITyCKaBCs Ha MEPCOHAIBHOMY KOMIT IOTEPi, SIKUN
BIJINIOB1/Ia€ MIHIMAJIBLHUM TEXHIYHUM BUMOraM. lle 103BoJiss€ YHUKHYTH CHUTYaIlii,
KOJIM pe3yJIbTaTH €KCIIEPUMEHTIB BU3HAYAIOTHCS HE CTUIBKU OCOOJIMBOCTSIMU METO/IIB
OIITHMI3allli, CKUIBKH HaJTO CJIA0OKUM 00J1aJHAHHIM.

PexomeH10BaHO HACTYITHY KOH]ITypallito:

- onepariiina cuctema: Windows 10 abo HoBiIa Bepcis;

~ IEHTpaJbHUH Mpolecop: He MeHIe 4 (I3UYHUX sIAEp 13 TAKTOBOKO YACTOTOIO BiJY

3,0ITo;

- omeparuBHa mam’sATh: Big 16 I'b mist komdopTHOi poOOTH 3 TPOEKTOM, IO

MICTUTh BEJIMKY KUTBKICTh 00’ €KTIB;
- rpadiyHUll amanTtep: BileokapTa 3 MIATPUMKOIO0 cydacHuX rpadiunux API Ta
BJIACHOIO Bifeo maMm’atTio He MeHIe 4 I'b;

~  MOHITOP: po3aiIbHA 3AaTHICTh He HIbK4Ye 1920x1080 ams 3pyuHOro meperisay

iHTepdeiicy Unity Ta BikoH ipodiTFOBaHHS;

~ JIOCTaTHii 00CST BITLHOTO MICIIS HA TUCKY IS 30epiranHs mMpoeKTy, 0101i0TeKu

Unity ta TumuacoBux daitnis (ae merme 20-30 I'b).

3a HasIBHOCTI1 OUIBII MOTYHOTO OOJIaIHAHHS PE3YJIbTATH EKCIIEPUMEHTIB MOXKYTh

JeMOHCTpYBaTu BuIll 3HaueHHa FPS, omHak BIZHOCHI BIAMIHHOCTI MDK METOdaMHU

ONTHUMI3aIll] 3aIUIIATHCS TOKA30BUMH.
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3.5 BumMoru 1o iHpopMaiiitHOi Ta MporpaMHOi CyMICHOCTI
[IporpamMui TPOIYKTH PO3POOSIETBCSA ISl BCIX BHUJAIB ONEpaIiiHUX CHUCTEM

cimerictBa “Windows” mounHarouu Bija Bepcii 10 Ta HacTymHi Bepcii.
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4 BUMOI'H 1O TPOTPAMHOI IOKYMEHTAIIII
Jlo cknaay TOKyMEeHTaIlli MatoTh BXOJAUTH:

— TEXHIYHE 3aBIaHHS;
— TEKCT Iporpamus;
— TIOSICHIOBAJIbHA 3aITHCKa;

— KEpIBHMIITBO KOPUCTYyBaya.

Bces IIOKYMCHTaLIiH nporpaMHux I[OI[aTKiB IIOBMHHA 3aJ0BOJIBHATH BHUMOI'M OO

IPOrpPaMHOI JJOKyMEHTAIlli.
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5 CTAIII TA ETAIIA PO3POBKHA

Tabmuus 5.1 — Cranii Ta eTanu po3poOKu

Cragis 3mict CTpPOKM BUKOHAHHA
TexHiyHe MocTaHoBKa 3agadi, 36ip iHbopmalii, Bubip Ta 04.09.25 -15.09.25
3aBAaHHA 06rpyHTYBaHHA KPUTEPIIB PO3POOKM.

MonepeaHin BUGip meToAiB pilleHHA 3a4au4.
B13HaYeHHA BUMOT 40 TEXHIYHMX 3ac06iB.
Y3rogKeHHs i 3aTBepAKEeHHA TEXHIYHOrO 3aBAAHHA.

Pobouunii MporpamyBaHHA Ta BiANaro4KeHHA NpPorpamu. 18.09.25 — 22.09.25
NPOEeKT TecTyBaHHA Nnporpamm 25.09.25 - 27.09.25
Po3po6bkKa, y3rogKeHHs i 3aTBepAKeHHs NpPorpamHoi 28.09.25 —29.09.25

OOKYMeHTaL,i.
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6 IIOPSIJOK ITPUMHSATTS

KonTtponb 3a BUKOHAHHAM pOOOTH 3A1MCHIOE KEPIBHUK po3poOku noil. IBanos O.

I1. ITpuiioM 311MCHIOETHCS YIIOBHOBAKEHOIO KOMICIETO.
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7 TEXHIYHO-EKOHOMIYHI ITOKA3HUKN

[Toka3zHuku Ta iX po3paxyHOK He OyJlM OmHcaHl y JOKyMeHTax 00 po3polka

MIPOTPaMHOI0 MPOJAYKTY HEce B cO01 HABUAJILHUM XapaKTep, a HE KOMEPIIHHUIMA.
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1 TEKCT ITPOI'PAMHU

1.1 Tekcr daitmy Main

using UnityEngine;
using UnityEngine.SceneManagement;
using UnityEngine.Ul;

namespace Project.Scripts
{
/Il <summary>
/// ToOBHE MEHIO €KCIIEPUMEHTY.
/// Ha cueHi € MacuB KHOIOK, KOXXHA KHOIIKA BI/IIIOBiJa€ IIepexoay Ha CLEHY
/// 3 HeBHUM MeTOIOM onTUMI3awil (3a ingexcoM y Build Settings).
/Il </[summary>
public class MainMenu: MonoBehaviour
{
/l MacuB KHOMOK, sIKi HAJTANITOBAHI B IHCIIEKTOPI (HATPUKIIA] 7 KHOMOK JUIsl 7 €KCIIEPUMEHTIB).
[SerializeField] private Button[] _buttons;

private void Awake()
// TIpOXOAMMO 1O BCiX KHOMKAX Ta abo MiAMMCYeMO MO0 KKy, 800 BUIAIAEMO 3aiiBi.
for (var index = 0; index < _buttons.Length; index++)

{

var button = _buttons[index]; // TyT 36epiraemo mocuaaHHs, 11006 HEe 3BEPTATHCh |0 MACUBY KiJlbKa pa3iB

// THIeKC CLIeHU JUTsl 3aBaHTAXKCHHS.
// +1 Tomy mo crieHa 0 — e Main Menu.
var ind = index + 1;

// SIkmo kHONOK Oinbiue, Hix cieH y Build Settings, 3aiiBi KHONKM npudHUpaemMo.
if (index >= SceneManager.sceneCountInBuildSettings)

// Bunansemo 00’ €KT KHOIKH 3i CLI€HH, 11100 KOPHCTYBa4 HE MiI' HATUCHYTH IIOPOXHIO KHOIIKY.

Destroy(button.gameObject);
}

else

// TlinnucyemMo oOpOOHUK HATHCKAHHS.

// BUKOpHCTOBY€ETHCS JIOKaJIbHa 3MiHHA ind, 11100 KOXKHA KHOIKA 3aBaHTa)KyBaJia "CBOIO" CLIEHY.

button.onClick.AddListener(() => OnButtonClicked(ind));
}
}
}

private void OnDestroy()

{
// T1pu 3HUILEHH] 00’ €KTa BiMKMCYEMOCH BiJl YCIiX MOAIH,
// 06 yHuKaTH "BUCAYMX" JiCEHEPIB PH Nepe3aBaHTAXKECHHI CLieHH a00 BUXO/i 3 Hel.
foreach (var button in _buttons)

button.onClick.RemoveAllListeners();

}
}

/Il <summary>
//l OBpOOHMK KITiKYy MO KHOIIII.
//l 3aBaHTaxye cieHy 3a innexcoM y Build Settings.
/Il </[summary>
private void OnButtonClicked(int index)
{
SceneManager.LoadScene(index);
}
}
}
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1.2 Tekcr daitny Level7

using UnityEngine;
using UnityEngine.SceneManagement;

/Il <summary>

//l Cuena excriepumenty 3 GPU Instancing Indirect.

[l Cxpunr:

/Il 1) dopmye cTaTHuHy IpaTKy MO3MLiH 11 iHcTaHCiB (4epe3 SceneTools.LoopPositions);

/// 2) 3aBanTaxye nosuuii B ComputeBuffer(u), sixi unrae meiinep;

//1 3) rorye args-buffer ms Graphics.DrawMeshInstancedIndirect;

//l 4) Bukonye oauH Bukiuk DrawMeshInstancedIndirect mokaapy.

Il </[summary>

public class Level7 : MonoBehaviour

{
[Header("Instance data™)]
[SerializeField] private Mesh _instanceMesh; // Met, sikuit 6yze incrancuTuch (cdepa/kyo Toro)
[SerializeField] private Material _instanceMaterial; // Marepian 3 weiinepom, skuii untae position_buffer 1/2

[Header("Draw settings™)]

// Bounds Bu3Havae obnacts, y kit Unity BBaxkae, 110 3HAXOAATHCS IHCTAHCH.

// BuxkopucroByetbest anst CPU frustum culling ogHoro "nakery" iHCTaHCiB.

// SIkmo Bounds 3aHaTo Manuit — yacTHHA IHCTAHCIB MOXeE 3HUKATHU. SIKINO 3aHAATO BEIMKHIl — 3aiBi IPoXoau 6€3 KOPHCTi.
[SerializeField] private Vector3 _boundsCenter = new Vector3(49.5f, 17.5f, 49.5f);

[SerializeField] private Vector3 _boundsSize = new Vector3(110f, 50f, 110f);

// Tapstya KJaBilIa JUist IBUJIKOTO MEPe3aITyCKy MOTOYHOI CLIeHH
[SerializeField] private KeyCode _reloadKey = KeyCode.R;

// InenTudikaTopu BIACTUBOCTEN LIehaepa.

// e mBuawIe i HailHilIe, HiX TOCTIHO epeaBaTi psiIOK 3 HA3BOIO BJIACTHBOCTI.
private static readonly int PositionBufferlld = Shader.PropertyTolD("position_buffer_1");
private static readonly int PositionBuffer2ld = Shader.PropertyTolD("position_buffer_2");

/I Aprymentn mist DrawMeshlnstancedIndirect:

/1 [0] indexCountPerlInstance - kinbkicTs iHgekciB B submesh (Ckibku iH/IEKCIB MaIIOBaTH Ha iHCTAHC)
/I [1] instanceCount - KIJIBKiCTh iHCTaHCIB

/I'[2] startindexLocation - 3 sikoro iHJekca MOYMHATH B iHACKCHOMY Oydepi

/1 [3] baseVertexLocation - base vertex maist submesh

/I [4] startInstanceLocation - odcer incrancis (3a3Budaii 0)

private readonly uint[] _args={0,0,0,0,0};

// Ba Oydepu no3uuii (start/end) — mix TBiH mweiaep, SKMH IHTEPIIONIOE MO3ULLIT
private ComputeBuffer _positionBufferl;
private ComputeBuffer _positionBuffer2;

// Indirect args buffer, sxuit nepenaerbcs B DrawMeshlnstancedIndirect
private ComputeBuffer _argsBuffer;

private void OnEnable()

// SIK110 He BUCTABJICH] TIOCUJIAHHSA B IHCIIEKTOPI — HIiYOro He poOMMO
if (_instanceMesh == null || _instanceMaterial == null)
return;

// CtBoproemo argsBuffer (3 iHIexcaMu/KinbKiCTIO IHCTAHCIB)
AllocateBuffers();

// T'eHepyeMo TO3HILIT iHCTaHCIB Ta 3aBaHTaxyeMo ix y GPU Oydepu
BuildAndUploadPositions();

// 3anoBHI0eMoO argsBuffer Ha 0cHOBI MemIa Ta KibKOCTI MO3HUITIH
UpdateArgsBuffer();

// Tlignuc cuenn miisa Ul
if (SceneTools.Instance != null)
SceneTools.Instance.SetNameText("GPU Instancing Indirect (Static Grid)");

}

private void Update()

// SIkmo OyGepu He CTBOPEHI — HE HaMaraeMoch MaJlOBaTH
if (_argsBuffer == null || _instanceMesh == null || _instanceMaterial == null)



44165850.01531-01 12
5

return;

// OnuH BHKINK Malioe ofpasy Bei iHcraHcH (instanceCount 6epetses 3 argsBuffer)
Draw();

/! Hepesanycx CLECHU IJIS1 TOBTOPHOI'O TECTY
if (Input.GetKeyDown(_reloadKey))
ReloadScene();

}

private void OnDisable()

{
// O60B’s13k0BO 3BinbHAEMO ComputeBuffer-u,
// iHakiie Oy/e BUTIK IaM’Ti Ta/ab0 IMOMUJIKH [IPpU MOBTOPHOMY BX0/i B Play Mode
ReleaseBuffers();

private void AllocateBuffers()

// argsBuffer mictuTh ouH enement (Macus 3 5 uint), Tun IndirectArguments 0608’ si3koBwuii st indirect draw
_argsBuffer = new ComputeBuffer(1, _args.Length * sizeof(uint), ComputeBufferType.IndirectArguments);

}

private void BuildAndUploadPositions()

{
// KinbkicTs iHCTaHCIB Bu3HaueHa napamerpamu SceneTools (100 * 100 * 5)
int count = SceneTools.GetCount;
var positions = new Vector4[count];

/| ®opmyemo koopuHATH CiTKH. TyT p — KOOPAHHATH B JIOTIYHHX OJHHMIIAX CITKH.
/I'Y macmtabyetbest uepes DepthOffset, mo6 "mapu” mo BuCOTI Mann noTpiOHY BifCTaHb.
SceneTools.LoopPositions((i, p) =>

positions[i] = new Vector4(p.x, p.y * SceneTools.DepthOffset, p.z, 0f);
h

// Tlepecozaaemo no3utiiHi 6ydepu miJ TOYHY KiJbKiCTh IHCTaHCIB
_positionBuffer1?.Release();
_positionBuffer2?.Release();

// Vectord = 4 float = 16 Gait
_positionBufferl = new ComputeBuffer(positions.Length, sizeof(float) * 4);
_positionBuffer2 = new ComputeBuffer(positions.Length, sizeof(float) * 4);

// 3aBanTaxxyemo nani y GPU
_positionBufferl.SetData(positions);
_positionBuffer2.SetData(positions);

// Tlpu’s3yemo Oydepu 1o MaTepiany (1ueiaep uutae position_buffer 1/2)
_instanceMaterial.SetBuffer(PositionBufferlld, _positionBufferl);
_instanceMaterial.SetBuffer(PositionBuffer21d, _positionBuffer2);

// Tlapamerp instanceCount y args: CKiIbKH iHCTaHCIB MaJIIOBaTH
_args[1] = (uint)positions.Length;

private void UpdateArgsBuffer()

{
// Bepemo nmapametpu submesh 0.
// SIkmo kosuck Oyne iHmmi submesh, Tpeda 3aminuTH iHneKc 0 Ha TOTPiIOHMIA.
_args[0] = _instanceMesh.GetIndexCount(0); // indexCountPerInstance
_args[2] = _instanceMesh.GetIndexStart(0); // startindexLocation
_args[3] = _instanceMesh.GetBaseVertex(0); // baseVertexLocation
_args[4] =0; /] startInstanceLocation

// 3aBanTaxyemo args y GPU
_argsBuffer.SetData(_args);

}

private void Draw()

// Bounds 3amaetbes B world space.
// Unity BUKOPHCTOBYE HOT0 SIK €IMHY 00JIACTh JUISl KYJIBIHT'Y BCI€1 TPYITH iHCTAHCIB.
var bounds = new Bounds(_boundsCenter, _boundsSize);
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// Mano€eMo 1HCTaHCH 1HIUPEKTOM:

/I - kinbKicTh iHCTAHCIB Ta Mapamerpu submesh Gepyrses 3 argsBuffer,

/I - no3uii incraucis 6epyrses 3 ComputeBuffer-is, siki untae meigep.
Graphics.DrawMeshlnstancedindirect(_instanceMesh, 0, _instanceMaterial, bounds, _argsBuffer);

}

private static void ReloadScene()

{
var scene = SceneManager.GetActiveScene();
SceneManager.LoadScene(scene.buildIndex);

}

private void ReleaseBuffers()

{
// Release() 3BinbHsie pecype Ha GPU/B npaiisepi.
// BakJIMBO OOHYJIMTH MOCUJIaHHS, {00 YHUKHYTH MOBTOpHOTO Release().
_positionBuffer1?.Release(); _positionBufferl = null;
_positionBuffer2?.Release(); _positionBuffer2 = null;
_argsBuffer?.Release();  _argsBuffer = null;

}

}

1.3 Tekcr daitny SceneTools

using System;

using System.Collections;

using TMPro;

using Unity.Mathematics;

using Unity.Profiling;

using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul;

/Il <summary>

/// THCTPYMEHT JJ1s1 €KCTIEPUMEHTAJIbHUX CLIEH:

///'1) poOUTB NPOrpiB CLIEHHU;

//1 2) 3nimae Batch Count Ta Tris Count oxuH pa3s micis nporpisy;

/11 3) 36upae cepenni 3HauenHs FPS, CPU Frame Time, GPU Frame Time 3a inTepBau 3amipy;

//l 4) BinoOpaxae cratycu Ta Taiimepu B UL

Il </[summary>

public class SceneTools : MonoBehaviour

{
[Header(*UI™)]
[SerializeField] private TMP_Text _sceneNameText;
[SerializeField] private TMP_Text _batchCountText;
[SerializeField] private TMP_Text _trisCountText;
[SerializeField] private TMP_Text _realTimeFpsText;
[SerializeField] private TMP_Text _avgFpsText;
[SerializeField] private TMP_Text _cpuFrameTimeText;
[SerializeField] private TMP_Text _gpuFrameTimeText;
[SerializeField] private Button _menuButton;

[Header("Measurement™)]
[Tooltip("TpuBanicts mporpiBy nepen Oyab-sKuMu 3amipamu.")]
[SerializeField] private float _warmupSeconds = 5f;

[Tooltip("TpuBanicTs iHTEpBaIY, MPOTATOM sikoro 36uparotscs FPS/CPU/GPU.")]
[SerializeField] private float _sampleSeconds = 10f;

public const float DepthOffset = 7f;

public const float HeightScale = 2.5f;
public const float BurstHeightScale = 1.5f;
public const float NoiseScale = 0.2f;

// Ha3pu miunnbHuKiB y Rendering Profiler module.
private const string BatchesCounterName = "Batches Count";
private const string TrianglesCounterName = "Triangles Count";

// €1UHI CTPOKH CTaHIB, MI00 TEKCT BCIOAU OyB OJJHAKOBUM.
private const string StatusWarmup = "Warming up";
private const string StatusMeasuring = "Measuring";
private const string ValueNA = "N/A";
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// Tlapamerpu st renepanii 50 000 o6’exris (100 * 100 * 5).
private const int SideLength = 100;
private const int Depth = 5;

// T1y6mivHi noJst, sIKi BAKOPUCTOBYIOTBCS 11032 KIIACOM.

public static readonly quaternion RotGoal = quaternion.Euler(130, 50, 150);
public static Vector3 CubeScale { get; } = new(0.7f, 0.7f, 0.7f);

public static int GetCount => SideLength * SideLength * Depth;

public static SceneTools Instance;

// Pexopnepu mis 3untyBanHs Batch/Tris 3 mpodaiinepa.
private ProfilerRecorder _batchesRecorder;
private ProfilerRecorder _trisRecorder;

private void Awake()

{
// Tlpocruii singleton, o6 iHIIi KOMIIOHEHTH MOrJH 3BepTaTuch 10 SceneTools.Instance.
Instance = this;

// He ooMesxyemo FPS, 06 criena npaiioBaia y MakCHMaIbHOMY PEXHMI IIIaTHOPMH.
Application.targetFrameRate = -1;

// KHoIKa ITOBEpHEHHs y TOJI0BHE MeHIO (cieHa 0).
if (_menuButton != null)
_menuButton.onClick.AddListener(() => SceneManager.LoadScene(0));
}

private IEnumerator Start()

{
// Bamyckaemo pekopaepH Ut MiuniasHuKIB Rendering.
_batchesRecorder = ProfilerRecorder.StartNew(ProfilerCategory.Render, BatchesCounterName);
_trisRecorder = ProfilerRecorder.StartNew(ProfilerCategory.Render, TrianglesCounterName);

// Tloka3yeMo Ha3By aKTHBHOI CLICHH.
if (_sceneNameText != null)
_sceneNameText.text = SceneManager.GetActiveScene().name;

// Tay3a Ha 1 xanp, mo6 Ul Betur iHiuianizyBatics i He MUTaB.
yield return null;

// OnuH KOPYTHUH, KUK POOUTH BECh LIUKJI: IPOrPiB -> 3HIMOK OaTui/Tpuc -> 3amip FPS/CPU/GPU -> pesynbrar.
yield return RunMeasurement();

}

private void Update()

{
// Tlotounuii FPS (peanpHuii yac) — npocrto AJs iHAMKATOpa KOPUCTYBady.
if (_realTimeFpsText == null) return;

float dt = Time.deltaTime;
float fps = dt > Of ? 1f/ dt : Of;
_realTimeFpsText.text = $"Current FPS: {fps:FO}";

}
private void OnDestroy()
{
// Cknpnaemo singleton.
Instance = null;
// 3ynuHs€MO BCi KOPYTHHH (SKIIO CLIEHa 3MIHIOETHCS 800 00’ €KT 3HHUIIYETHCSA).
StopAllCoroutines();
// KOpeKTHO 3BITbHIEMO PECYpCH PEKOPAEPIB.
if (_batchesRecorder.Valid) _batchesRecorder.Dispose();
if (_trisRecorder.Valid) _trisRecorder.Dispose();
// TIpubupaemo JiceHepH.
if (_menuButton != null)
_menuButton.onClick.RemoveAllListeners();
}
public void SetNameText(string testName)
{

// BuBij HOMepa CIIeHH Ta Ha3BH TECTy (METOAY ONTHMI3allii).
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if (_sceneNameText == null) return;
_sceneNameText.text = $"{SceneManager.GetActiveScene().buildindex + 1} - {testName}";

}

/Il <summary>
/// TloBHU#t LMK 300py METPHK:
/Il - nporpis (taiimep y BCiX HOJISX),
Il - 3uimok Batch/Tris (oauH pas),
Il - 3amip FPS/CPU/GPU (raiimep TijbKH y BiAIIOBIAHKX MOJISX),
/Il - binanbHU BUBiA pe3ysibTaTiB.
/Il </[summary>
private IEnumerator RunMeasurement()
{
// 3aXHUCT BiJi HEKOPEKTHHX 3HAYEHD Y IHCIIEKTOPI.
if (_warmupSeconds < 0f) _warmupSeconds = 0f;
if (_sampleSeconds <= 0f) _sampleSeconds = 0.01f;

// Bydep nist GetLatestTimings (6epeMo 1o 0JJHOMY OCTAHHbOMY TalMIHT'Y).
var timingBuf = new FrameTiming[1];

// Ilixg yac mporpiBy MoKa3yeMo TaiiMep y BCiX IMOJIIX, BKIIOYHO 3 Batch/Tris.
float warmupLeft = _warmupSeconds;
while (warmupLeft > 0f)

SetWarmupStatus(warmupLeft);
yield return null;
warmupLeft -= Time.unscaledDeltaTime;

}
SetWarmupStatus(0f);

/I Jaemo 1mie oauH Kaap, mob pekopaepu TouHo Manu LastValue micist 3aBepiieHoro Kaapy penaepy.
yield return null;

// Batch/Tris 3HiMaeMO OJI1H pa3, 60 B TBOEMY CLI€HAPii BOHU CTAOUIbHI.
string batchesText = (_batchesRecorder.Valid) ? _batchesRecorder.LastValue. ToString() : ValueNA;
string trisText = (_trisRecorder.Valid) ? _trisRecorder.LastValue.ToString() : ValueNA;

if (_batchCountText != null) _batchCountText.text = $"Batch Count: {batchesText}";
if (_trisCountText != null) _trisCountText.text = $"Tris Count: {trisText}";

float elapsed = 0f;

// Qnst FPS nocraTHRO paxyBaTH KUIBKICTh KaJpiB 3a IHTEpBaJL.
int fpsFrames = 0;

// Dnst CPU/GPU nincymoByemo cpuFrameTime / gpuFrameTime i 1inumo Ha KiNbKICTh BaJliTHUX CEMILIIB.
double sumCpuMs = 0.0;

double sumGpuMs = 0.0;

int timingFrames = 0;

while (elapsed < _sampleSeconds)
yield return null;

float dt = Time.unscaledDeltaTime;
elapsed += dt;

// Taiimep 3amipy mokaszyemo Tinbku B noisix FPS/CPU/GPU.
float left = Mathf.Max(0f, _sampleSeconds - elapsed);
SetMeasuringStatus(left);

// FPS: onuH KaJap = OJ{H NPHUPICT JYHIbHUKA.
fpsFrames++;

// CPU/GPU: 3nimaemo FrameTiming.
FrameTimingManager.CaptureFrameTimings();

uint got = FrameTimingManager.GetLatestTimings(1, timingBuf);
if (got > 0)

var ft = timingBuf[0];
sumCpuMs += ft.cpuFrameTime;
sumGpuMs += ft.gpuFrameTime;
timingFrames++;
}
}
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/I Cepenniit FPS six frames / seconds.
float avgFps = fpsFrames / Mathf.Max(_sampleSeconds, 0.000001f);

// SIxmio Taiiminry He 3i0pamuck (0 cemmiB), mokaszyemo N/A.
string avgCpuText = ValueNA,;
string avgGpuText = ValueNA;

if (timingFrames > 0)

double avgCpu = sumCpuMs / timingFrames;
double avgGpu = sumGpuMs / timingFrames;
avgCpuText = $"{avgCpu:F3} ms";
avgGpuText = $"{avgGpu:F3} ms";

// ®iHanbHUN BUBI 3HAYEHD.

if (_avgFpsText != null) _avgFpsText.text = $"Average FPS: {avgFps:F1}";

if (_cpuFrameTimeText != null) _cpuFrameTimeText.text = $"CPU Frame Time: {avgCpuText}";
if (_gpuFrameTimeText != null) _gpuFrameTimeText.text = $"GPU Frame Time: {avgGpuText}";
// Batch/Tris ysxe BHCTaBIIeHi icist mporpiBy 1 Gijblre He 3MiHIOIOTHCSL.

}

/Il <summary>

/// dopmye cTaTyc MPOrpiBy Ta CTaBUTH HOTO B yCi OIS METPHK.
Il </summary>

private void SetWarmupStatus(float secondsL eft)

{
string status = $"{Statuswarmup}: {Mathf.Max(0f, secondsLeft):F1} s";

if (_avgFpsText != null) _avgFpsText.text = $"Average FPS: {status}";
if (_cpuFrameTimeText != null) _cpuFrameTimeText.text = $"CPU Frame Time: {status}";
if (_gpuFrameTimeText != null) _gpuFrameTimeText.text = $"GPU Frame Time: {status}";
if (_batchCountText != null) _batchCountText.text = $"Batch Count: {status}";
if (_trisCountText != null) _trisCountText.text = $"Tris Count: {status}";

}

/Il <summary>
//l ®opmye cTaTyc 3aMipy Ta cTaBUTb Horo Tisbku B nosst FPS/CPU/GPU.
/// Batch/Tris He uinaemo miz 4ac 3amipy.
Nl <Isummary>
private void SetMeasuringStatus(float secondsLeft)
{
string status = $"{StatusMeasuring}: {Mathf.Max(0f, secondsLeft):F1} s*;

if (_avgFpsText != null) _avgFpsText.text = $"Average FPS: {status}";

if (_cpuFrameTimeText != null) _cpuFrameTimeText.text = $"CPU Frame Time: {status}";

if (_gpuFrameTimeText != null) _gpuFrameTimeText.text = $"GPU Frame Time: {status}";
}

/Il <summary>
//l [JonmoMibXHHI METOA 111 00XO/y BCIiX MO3MLIH IPaTKu.
/// BUKOPUCTOBY€ETBCS TIPU PO3CTaHOBLI/TeHEpallil 00’ €KTIB y CLEHI.
Il </[summary>
public static void LoopPositions(Action<int, Vector3> action)
{

inti=0;

for (inty = 0; y < Depth; y++)

for (int x = 0; x < SideLength; x++)

for (int z = 0; z < SideLength; z++)

action(i++, new Vector3(x, vy, 2));

1.4 Texct daitry Cubelnstanced

Shader "Test/Cubelnstanced”

{

Properties

// Ba3oBuii KoJip iHCTAHCIB (TOMHOXXYETHCS HA OCBITJICHHS)
_FarColor ("Color", Color) = (.2, .2, .2, 1)
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// MacmTab reoMeTpii KOXKHOro iHCTaHCa.
// 3HaueHHs 3a 3aMoBUyBaHHM = 0.7
_InstanceScale (“Instance Scale", Range(0.1, 2.0)) = 0.7

}

SubShader

{
Tags

// Henpo3opuit pernnep y URP
"RenderType"="Opaque"
"RenderPipeline"="UniversalRenderPipeline"

}

Pass
{
HLSLPROGRAM
#pragma vertex vert
#pragma fragment frag
#pragma multi_compile_instancing

#include "Packages/com.unity.render-pipelines.universal/ShaderLibrary/Lighting.hlsl"

// BnactuBocti Matepiaiy (3 Properties)
float4 _FarColor;
float _InstanceScale;

// By®epu 3 MO3ULIIMH iHCTAHCIB.

/] start.xyz / end.xyz — cBiTOBi KOOpAMHATH iHCTaHCA

/1 start.w — 3cyB ¢a3u aist animMawii (BUKOPUCTOBYETHCS Y Sin)
StructuredBuffer<float4> position_buffer_1;
StructuredBuffer<float4> position_buffer_2;

// BXiJHi 1aHi BEPIIUHHU 3 Mella
struct Attributes

float3 normalOS : NORMAL,;
float4 positionOS : POSITION;
3

// MaHi, siKi nepenaemMo y ¢pparMeHTHUH 1wenaep
struct Varyings

float4 positionCS : SV_POSITION;
half3 normalWsS : TEXCOORDO;
3

Varyings vert(Attributes v, uint instance_id : SV_InstancelD)

// Bepemo no3uuii iHcTanca 3i StructuredBuffer
float4 start = position_buffer_1[instance_id];
float4 end = position_buffer_2[instance_id];

// TlnaBHa animanis Mix start Ta end y nianasosi [0..1]
float t = (sin(_Time.y + start.w) + 1.0) * 0.5;

// MacitabyeMo reoMeTpito iHcTaHca (JOKalbHi BEPIIMHU MEIIa).
// Lle 3MeHI1y€/301b11ye PO3Mip 00’ €KTa, HE 3MIHIOIOYH KOOPIMHATH CaMOI CITKH PO3CTaHOBKH.
float3 local = v.positionOS.xyz * _InstanceScale;

// T1o3umnis Bepimuau y world space (mo3umis iHCTaHca + JIOKaIbHA BEPIINHA)
float3 worldStart = start.xyz + local;

float3 worldEnd =end.xyz + local;

float3 posWS = lerp(worldStart, worldEnd, t);

Varyings o;
// TlepeBomumo world space y clip space
0.positionCS = TransformWorldToHClip(posWS);

// TlepeBomuMo HOpMaib y world space Ta Hopmai3zyeMo.
// 1le KimrouoBa YacTHHA, 00 OCBITIICHHS HE BUIJISIAI0 IK CAMOCBITIHHS.

o.normalWs = normalize(TransformObjectToWorldNormal(v.normalOS));

return o;
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half4 frag(Varyings i) : SV_Target
{

// Otpumyemo ronosre cBitio cuenu (Directional Light y URP)

Light light = GetMainL ight();

/I Nndy3ue ocsitiaeHHs 3a JlamGeprom (6e3 emicii)

half3 diffuse = LightingLambert(light.color, light.direction, i.normalWs);

// ®inanpHU Komip: 6a30BHi KOTIP * OCBITICHHS
half3 col = saturate(_FarColor.rgb * diffuse);
return half4(col, 1.0);

}
ENDHLSL
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1 BBEJJEHHA

[Iporpamumii 3aci6 «IHCTpyYMEHT HOCTIIKEHHS METOAIB ONTUMI3allil peHACPIHTY
BEIUKOI KUIbKOCTI 00’ekTiB y Unity» npu3HaueHU i1 €KCHEpPUMEHTAIbHOTO
BUBYEHHS Ta MOPIBHSAJIBHOIO aHali3y €(pEeKTHMBHOCTI METOAIB ONTUMI3Allli Mia 4Yac
B1JI00payK€HHS CLEHU 3 BEJIMKOIO KUIBKICTIO OTHOTUITHUX 00’ €KTiB. OCHOBHOIO METOIO
PO3pOOKH € CTBOPEHHSI IHCTPYMEHTapito, 10 JO3BOJSE B KOHTPOIHOBAHUX YMOBAX
3alyCKaTH €KCIIEPUMEHTH [UJIs PI3HUX MIAXOJIB ONTHUMIi3alii Ta OTPUMYBATH
BUMIPIOBaHI TIOKa3HUKHA MPOJIYKTHBHOCTI, SIKI XapaKTepU3yIOTh HAaBaHTAKEHHS Ha
npoiiecop 1 rpadiunnii npouecop (FPS, wac kanpy na CPU/GPU), a Takox mapameTpu
peHAepIHTY (KUIBKICTh 0aT4iB 1 KUTbKICTh TPUKYTHHUKIB).

[Iporpamuuii 3acid Opi€eHTOBaHWI Ha CTYAEHTIB, JOCIHIAHUKIB 1 pO3pOOHUKIB, SKi
BUKOHYIOTH aHami3 NpoAyKTUBHOCTI Unity-poekTiB 1 NOTPeOYIOTh HAOYHUX,
BIJITBOPIOBAHUX PE3YJIHTATIB JIJIS1 OI[IHKK BIUTMBY ONMTHUMI3AIll. Y MeXax JTOCTIKEHHS
nepeadayeHo BUIPOOYBAHHS THUIIOBUX METOJIB ONTHUMI3AIlli PEeHIEPIHTY, 30KpeMa
MiAXO/IB IO 3MEHIIIEHHS KUIBKOCTI omnepallid BiJpucoBKHU (OaTYMHT/IHCTAHIIIFOBAHHS )
Ta 3HWKCHHS 3aliBUX BUTpAT peHJEPIHTY (Hanmpukiazd, occlusion culling).

[aTepdetic mporpamMu peaizoBaHO y BUTJIAII MEHIO 3 KHOIIKAMH BHOOPY METOIY,
110 3abe31euye MBUIKUHN TIEpeXil 0 BIAMOBIAHOT CIICHH EKCIIEPUMEHTY 0€3 BBEICHHS
JI0JIATKOBUX TapaMeTpiB. Ha clieHi ekcriepruMeHTy BiToOpakaroThes 310paHi METPUKU
NPOAYKTUBHOCTI Ta Nepe0auyeHO KHOIMKY IMOBEPHEHHS [0 TOJIOBHOTO MEHIO MJis
MOBTOPHOTO 3alyCKy JOCHTiNy 3 IHIHUM MeToaoM. Taka opraHizaimiss B3aemojii €
MPOCTOI0 Y BUKOPHMCTAHHI, HE MOTpeOye CHeIliayibHOI MIATOTOBKMA KOPUCTyBaya Ta

3a0e3neduye 3pyyHe MOBTOPEHHS BUMIPIOBAHb Y MEXaX OJHOTO 3aITyCKy 3aCTOCYHKY.
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2 [IPUBHAYEHHA TA YMOBU 3ACTOCYBAHHA

OYHKI[IOHAIBHUM TPU3HAYEHHSIM MPOrpamMHOro 3aco0y € TpOBEIEHHS
€KCIIEPUMEHTAIBHOTO aHali3y €(peKTUBHOCTI METO(IB ONITUMI3AIlli PEHAEPIHTY CLIEHU
3 BEJIMKOIO KUIBKICTIO OJHOTHUNHHX 00’€kTiB B cepenoBuili Unity. Jlomatok
3abe3reuye BUOIp METOy ONTUMI3allil uepe3 ToJIOBHE MEHIO Ta 3aMMyCK BIATOBITHOTO
EKCIIEPUMEHTY Ha OKpEMil CIIeH1, MICIS YOro BUKOHYEThCS 30ip 1 BigoOpa)xxeHHS
METPUK NPOAYKTUBHOCTI. OTpuMMaHi 3HAUYE€HHA MOXYTb OYTH BUKOPUCTaH1 Jis
NOPIBHSIHHS BIUIUBY METOJly BITHOCHO 0a30BOro CIEHapil0 Ta MOJAIbIIOTO
¢dbopMyBaHHS BUCHOBKIB 100 JOIIILHOCTI 3aCTOCYBaHHS KOKHOTO MIAXOTY.

Excrutyaraitiiine npusHaueHHs JOJATKY TOJSATa€E Y HaJaHHI IHCTPYMEHTAPIiio
JUISL TIOBTOPIOBAHOTO TECTYBaHHS 1 MOPIBHSJIBHOT OI[IHKKM METOJIB OINTHUMI3allii B
OJIHAKOBUX yMOBax peHjaepinry. Lle mo3Bosisie oTpuMyBaTH BiITBOPIOBaHI PE3yIbTaTh
Ta IpUtMaTH OOTPYHTOBAHI PIIICHHS 111010 BUOOPY METO1B ONITUMI3allil 3aJI€KHO BiJT
XapakTepy 0OMeKEHHs MPOTyKTUBHOCTI.

st 3abe3nedeHHst CTanoro (YHKIIOHYBAaHHS MOPOrpaMH Ta KOPEKTHOCTI
NOPIBHSHHS PE3yJIbTAaTIB PEKOMEHIYETHCS JOTPUMYBATHUCS TAKUX YMOB:

~ BUKOPHUCTAHHS aKTyaJbHUX Ta OQIMIHHO MATPUMYBAHUX JIpaliBepiB
BiJICOKAPTH;

— (ikcarlisg 0JHAaKOBHX HaJaIITyBaHb SKOCT1 Ta PO3AUIHHOT 3aTHOCTI ITiJT Yac ycix
3aIyCKIB €KCIIEPUMEHTY;

—  MiHiMi3amis (GOHOBOT0 HAaBAaHTAXKCHHS CHUCTEMHU II1]] Yac BUMIPIOBAHb.

JlomaTok po3paxoBaHUil Ha BUKOPUCTAHHS Ha MPUCTPOSIX, IO BIAMOBIIAI0TH 6a30BUM
BUMOTaM J10 3aIycKy 3acTocyHkiB Unity Ha HACTUIbHUX TUTATGOpMAaXx:

- 64-6itHa OC Windows 10/11;

- BigeoamanTep 13 miarpuMmkoro rpadiuynoro API pisas DirectX 10/11/12 (abo
ekBiBasieHTHOTO 117151 BianoBigHO1 OC);

~ omepaTMBHa TaM’sATh: A cTabuibHOI  poboTm  cepeposuma  Unity
pekomeHnioBaHo He MeHIe 8 I'b.
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3 IIATIOTOBKA 10 POBOTHU

ITonrepenHs ycTaHOBKA!

— iHcTamAwis  cepenoBuiia po3poOku  Unity Hub Tta Unity Editor.
Jns pobotu 3 mpoekToM HeoOxigHOo BctaHoBuTH Unity Hub, sxuii
BUKOPUCTOBY€TbCA Il KepyBaHHs Bepcisimu Unity Editor ta npoexramu.
[Ipouenypa iHctanauii Unity Hub Bukonyetbes uepes odimiiHui 1HCTAIATOP
Unity;

— nani yepe3 Unity Hub neo6xigno BctanoButu Unity Editor moTpiOHoi Bepcii.

OTpuMaHHS NPOEKTY:

— KJIOHYBaHHSI PETO3UTOPIIO.
Buxinauii Ko7 IPOEKTy OTPUMYETHCS 3 PEMO3UTOPII0 Ta 3aBaHTAXYEThCS Ha
JIOKQJILHUM JUCK KOMAaHIOIO:

git clone https://github.com/OtjuQQ/MastersThesis

— J0J1aBaHHS IIPOCKTY B Unity Hub Ta BIIKPHUTTS.
Y Unity Hub mnpoekT nomaerbcs uepe3 (YHKINIO BiIIKPUTTS/I0JaBaHHS
ICHYIOUOTO TIPOEKTY, IICIsI YOTO BUKOHYETHCS HOTO 3amyCcK y BCTAHOBIICHIN
Bepcii Unity Editor.

3amyck npoekty B Unity Editor
—  TCHA BIIKPHUTTS MPOEKTY HEOOX1MHO BIAKPUTH clieHy Main Menu,

~ 3alyCK Yy PEXUMI TECTyBaHHS BHKOHYETHCS CTaHAAPTHOIO KHONKOIO Play B
Unity Editor;

~ Yy TOJIOBHOMY MEHIO KOPHUCTyBa4 OOMpa€e METOJ ONTHUMI3allii, MICIs YOro
3MIMACHIOETBCS  TIEpeXiJl Ha  BIANOBIIHY CIHEHY eKCIEPUMEHTY, Je
BiT0Opak)aroThCs METPUKH Ta JOCTYITHA KHOIKA TIOBEPHEHHS /IO MEHIO.

30ipka Ta 3ammycK BUKOHYBaHOTO (haiiny (3a motpedun)

~ ISl CTBOPEHHSI aBTOHOMHO1 301pKH 3aCTOCYHKY BUKOPUCTOBY€EThCS BikHO Build
Settings (File — Build Settings), ne oOupaeTbcsi MmiTbOBa TuIatdopma i
BukonyeThest Build a6o Build And Run.

~ micins 36ipku Unity hopmye BukonyBanwuii daiin (.exe);

~ 3alycK aBTOHOMHOI 301pKH 3 00paHOro KaTaJory.
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4 OITMC OIIEPALIINA

ITicng 3amycky nporpaMHoOro 3aco0y KOpUCcTyBad OTPUMYE JOCTYI J10
eJIeMEHTIB 1HTepdeiicy, HaBeneHux Ha puc. 1 Ta puc. 2.

VY roJ0BHOMY MEHIO peani3oBaHO MEHIO BUOOPY METOY ONTUMI3alii y
BUTJISIII ceMU KHOMOK. KojkHa KHOIKa BIJMOBIIA€ OKPEMOMY METOJly ONTUMI3AIlii Ta
BUKOHY€E NIEpEXi]] Ha BIATOBIAHY CLEHY €KCIIEPUMEHTY ITiCJIsl HATUCKaHHS.

Ha expani ekciepuMeHTY BiJoOpa)kaeThCsl TECTOBA ClIeHA Ta 1HGOpMaIliiiHa
naHesb 3 pe3yjibTaTaMyd BUMiptoBaHb. [laHenb MICTUTh TEKCTOBI MO, Y IKUX
Bi100pakaroThCs KIIIOUOB1 METPUKH MPOAYKTUBHOCTI Ta MapaMeTpH PEHIEPIHTY.
Pe3ynbTaTi BUBOASTHCSA HAa €KpaH y TEKCTOBOMY BUTJISIIL.

Jlns kepyBaHHsI HaBiraiiero nepegadoadeHo kHonky “Back to Menu”, sika
3a0e3neuye MOBEpPHEHHS KOPUCTYBaya /10 TOJIOBHOTO.

o

Light Material Light Mesh

Pucynok 1 — inTepdeiic roJoBHOTO MEHIO

1 - Basic
Current FPS: 24 Back to Menu

Batch Count: 100013
Average FPS: 24,6

CPU Frame Time: 40,577 ms
GPU Frame Time: 25,452 ms
Tris Count: 76800167

PucyHok 2 — iHTepdeiic eKCnepuMeHTy
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5 ABAPIMHI CUTY ALIIT

Sxuo mporpamHuii 3acid mig yac poOoTH Oyne MOBOAUTH HEKOPEKTHO YM 13

MOMMJIKOI0, HEOOX1THO NEPE3anyCTUTH T0AATOK JJIsl IPOJIOBKEHHS POOOTH.
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6 PEKOMEHJIALT 1110JI0 3ACTOCYBAHHS

[Ticas po3nmakyBaHHsS IPOrPaMHOrO 3aco0y Ha MPUCTPIA HEOOXITHO 3aIMyCTUTH
BUKOHYBaHUM (ailn .eXe, siKkuii 3HaXOJAUThCS B KaTajno31 30IpKH.

[Ticns 3anmycKy HOAAaTKy BIIKPUBAETHCS TOJIOBHUM €KpaH, SIKHI MICTUTh MEHIO 3 1
KHOIIKAMH i1 BUOOpy MetoAy onTumizaiii. HaThckaHHd Ha BIONOBIAHY KHOIKY
HIIII0€ 3aBAaHTAXKEHHSI CIIEHU 3 peatizallielo 00paHoOTo METOY .

[Ticns mepexony Ha CIEHY €KCIIEPUMEHTY B1IOOpakaeTbcs TECTOBa ClieHa 3
BEJIMKOIO KIIBKICTIO 00’ €KTIB Ta 1H(pOpMaIliiiHa MaHesb 3 METPUKAMH ITPOTyKTUBHOCTI.
Ha ciieni ekciepuMeHTy TaKOK MPUCYTHSI KHOTKA TTOBEPHEHHSI IO TOJIOBHOTO MEHIO,
110 JTO3BOJISIE TIOBTOPHO BUKOHATH €KCIIEPUMEHT JUIsl 1HIIIOTO METOy ONTUMI3aIlii 6e3
[epe3aIycKy 3aCTOCYHKY.

3aBepieHHs: poOOTH MPOrPaMHOT0 3aC00y BUKOHYEThCSI CTAHIapTHUMU 3ac00aMu

OIeparliifHoi CHCTEMH: 3aKPUTTSAM BiKHA 3aCTOCYHKY ab0 koMOiHarriero Alt + F4.
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ABSTRACTS
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YK 658.512.2:681.3.06

CyuacHi 1HGoOpMaLiiHI Ta KOMYHIKALIHHI TeXHONOIT Ha TPAHCIOPTI, B NPOMUCIOBOCT] 1 OCBITL:
Tean XIX MiknapoaHol Haykoso-nipakTHYHOl KoHdepenuii ([Quinpo, 18-19 rpyana 2025 p.). —
J.: YIVHT, 2025. - 172 c.

Y abipuuky npencrasined: tesn Jjonosylein XIX MukHaponHol HayKOBO-NIPakTHYHOT
koHpepenuli «Cyuacni iHdopMauiiini Ta KOMYHIKAULHHI TexHONOIN Ha TPAaHCIOPTL, B
[IPOMHCIOBOCTI 1 OCBITI®, Aka BLAOynaca 18-19 rpyaus 2025 poky B YrpalHcbKoMY JepakaBHOMY
YHIBEPCHTET] HAYKH Ta TeXHOo0r1i B onnaiin dopmar. Kondepenuio npuceadero nam’a11 Irops
HKYKOBHUIEBKOI'O, poxropa TexHI4HMX Hayk, nOpodecopa kKadelpH eleKTpOHHHX
obuucmosaneHux Mawny (YIYHT, s, [duinpo). Posrnssyro pesyibTaTH TEOPETHYHHX 1
EKCHePHMEHTAIILHHX  JIOCHLKeHb, a4 Takox [pobdlleMHl DHTAHHA (YVHKUIOHYBAHHA Ta
[ePCHEKTHBH PO3BHTKY 1HDOPMALIHHX TeXHOIOIH TPaHCNOPTY, HPOMMCIOBOCTI il OCBITH.

30IpHHK NpU3HAYeHHH U1 HAYKOBO-TEXHIYHUX [PAliBHHKIB 3a/13HHUL, NIANPHEMCTE
TPAHCIOPTY, BHKIAAa491B BHIIHX HaBYalbHHX 3aKIailB, JOKTOPAaHTIB, ACHIPaHTIB 1 CTYASHTIB.

PEJIAKIIIIHA KOJIETTS
J1.T.H., npodecop [lunkapenko B.L

K.T.H., gou. [Nopaukin B.M.
K.T.H., goil. [puineyxina T.C.

Ajpeca pelakiiiHOT Kollerti:
49010, m. quinpo, syn. Jlazapauna, 2, VIVHT

Tean nonoeijieil ApyKyOTECHE MOBOK OPHITHALY B peJaklii aBTopiB.
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Jocaijzkenna MmeToais onTumizauii penjgepinry Beankoi kiaskocri od'exrie B Unity

Cunopos O.B., Isanos O.I1., Yipaiucekuii fepkaBHHI YHIBEPCHTET HayKH 1 TeXHOJOII,
Vkpaina

CyyacHi BIISOINPH XapaKTepH3YIOTECH HASBHICTIO BEJIMKOL KUIBKOCT] 0JIHOTHITHHX 00’ €KTIB,
1O [IPU3BOMTE 10 3HAYHOI'O HABAHTAMEHHH HA alapaTHI pecypcH cUcTeMM. Y TakMX YMOBax
0CcODJIHBOT aKTYaIBHOCT] HabYBaKTh METO/H ONTHMI3ALIT PEHIEPIHIY, a/UKe BOHH JI03BOJHIOTE
IMEHIIHTH BHTPAaTH 004MCIIOBANBHHX Ppecypele Ta 3zabesneddTH edieKTHBHE BUKOPHCTAHHA
rpahiyHoro npouecopa. [onoBHo0 3a1a4ero onTHMIZaUll penjaepiury ¢ 3abesnedennd crablibHol
BUCOKOT 4ACTOTH KaJpiB Ta [UIaBHOT po0oTH 3acTOCYHKY HaBITh [IPH BelHKI KUkKocT] 00 ekTIB.
JlocnipkeHHs TpHCBAYeHe aHam3y eeKTHBHOCTI MEeTO/(IB ONTHMI3Allll PeHAEepIHTY BelIHKOl
kuibkoer: ob’ektie B Unmity. Mertow poborH € BH3HadeHHs HaiOUIbll MeBHX MIIXOMIB [Uid
ILIBUILIEHHA NPOAYKTHEHOCTI PEH/EPIHTY.

Hnsa pgocarHeHHs nocrapledol MeTH OyAH BHKOPHCTAHI HACTYIHI METOAM ONTHMI3aL:
Static Batching, LOD, cnpotnenss marepiams 1 mogeneil, Occlusion Culling, GPU Instancing.
Excrniepusment siadyeases B irposomy pynni Unity 3 sukopuctandsm moeu C#£. Jlng omHioBaHHs
eheKTHBHOCTI  KOMHOIO  METOAY  ONTHMIZAWl  BHMIPIOBAIHCA  KIIOYOBI  [OKa3HHKH
npojaykruBHocti: vacrora kaapie (FPS), wac dopmysanns kanpy Ha nenrpansHomy (CPU) Tta
rpaigHomy (GPU) npouecopax, kuiekicts Garuig (Batches) 1 kiibkicTes BioOpamyBaHHX
TpUKYTHUKIB (Tns). 301p 1 avams uux MeTpHK 3UiCHIOBAIMCH 33 JIONOMOIOK ClellaikHOro
IHCTPYMEHTY, po3pobiieHoro B paMkax poboTH.

OzHuM i3 gocnimxysanux Metomie 6ys Occlusion Culling. Horo cyTs nonsrae y inciensi
00 eKTIB, AK1 (PI3MMHO NPHCYTHI Y CLEHI, ale NOBHICTH 3aKpHTI IHIIMMM eleMeHTAMH Ta He
HOTPAILIAIOTE ¥ 110JIE 30pY KaMepd. 3apIsky LsoMy rpadidHuil npolecop He BUTpadac pecypcH
HA peHJIepHHI HEBHAMMHX 00 €KTIB, 0 CYTTEBO 3MEHIIYE KUILKICTh TPUKYTHHKIB /11 0bpobkH
Ta MABHILYE 3arajibHy HPOAYKTHBHICTE. Y NPakTHYHHX yMoBax sacTocysanHs Occlusion Culling
JI03BOMIAC JOCAITH noMitHoro npupocty FPS y cueHax 13 BelMKOW KUIBKICTIO cTaTHHHHX abo
CKIAHHX Mo/ielieil.

PeayneraTti ekcriepMMeHTIB N0Ka3allH, 10 BHKOPHCTAHHA BH3HAYEHHX METO/ILB olnTHMIzall
CYTTEBO [MIJBHINYE [POJAYKTHBHICTE PeHICPIHIY CLUEHH 3 BelHKOK KUIBKICTH 00 €KT1B.
Haitbinbmmii edext npogemoncrpypaio sukopucranns GPU Instancing. 1[I metoan go3soamiu
s30T FPS 1a smenwinTi yac dopmysanna kagpy #a CPU 1 GPU, a Takosk CKOpOTHTH
KUIBKICTh DaT41B 1 BHBEeHHN TPHKYTHUKIB. Takum 4HHOM, BIPOBA/IAKEHHS BIAIIOBIHHX METO/(1B
onTHMIZalll  gac  3Mory e(eKTHMBHO peHIepHTH BelMKl MacHBM o0’ekTiB 0e3 BTpatH
NpoAyKTHBHOCTL. OTpHMaHl pe3yibTaTH MalTh NPaKTHYHE 3HAYeHHA U8 po3poDHHKIB 1rop Ta
3D-poparkis Ha pywii Unity, ockUibkH JonoMaralotTs oOpaTH oNTHMAlbHI CTpateri U
sa0esnedeHHs BUHCOKOI NPOJAYKTHBHOCTL PEHAEPIHTY ¥ CKIA/JIHHX CLIEHaX.

BasnueuM BHcHOBKOM JocilpkeHHs € HeoOX1qHicTs DanaHcyBaHHS HAaBAHTIKEHHS MUK
CPU Ta GPU. P13l MeToau ontumizaiii BIUIMBAIOTE HAa PI3HI HacTUHU rpadidHOro KoHBeepa:
OJIHL 3HUAYIOTH HapaHTaxenHs Ha CPU ckopouyiouy KiIbKICTh BHKIMKIB PEHJISPIHIY, TOIL AK
HW MetoAH nonerwywts podory GPU, smenmyioum obear BijgoOpakenol reomerpii i
criafHicTh weiiaepis. Hailbinbimuii npupicT npoiyKTHBHOCT] JOCATACThCH ¥ BHOAIKY 0 IHAHHA
TAKUX MIIXOAIB, 10 J03BOJSe BHPIBHATH BHKopucTanus pecypcis CPU 1 GPU ta sanobirae
CHTYALT, KOIH OJIHH 3 HUX cTae BY3bkuM MicieMm. EdexTHBHICT: UBOI0 KOMILIEKCHOTO MIIXOLY
HATBEPUKEHD eKCIePHMEHTAILHO, 1O PoOHTE HOMO TOJIOBHHM UIH IIATPHMAHHA crablUILEHO
BHCOKOT 4acToT KajpiB ¥y ciieHax Unity 3 Be/lnKkoo KUIbKICTIO 00’ €KTIB.
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