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Kadeapy mpUKIaAHOI MATEMAaTUKH Ta 1HPOPMATUKHU
JKuromupcrkoro aep:kaBHOTO yHiBepcuTeTy iMeHi IBana @panka

ONITUMIBALIA 'PA®IKHU B UNITY 5.X

TpuBumipna komm’'toTepHa rpadika € OfHIE 13  HAWOUIBII
NEPCHEKTUBHUX 1HGOPMAIIMHUX TEXHOJOTIH, fKa PO3BUBAECTHCS HANWOUIBII
nuHaMmiyHo. Ile moB’si3aHO 13 BEIMKOI KUIBKICTIO HampsiMiB, JI€ SIKICHE
NPECTaBICHHA pealicTUYHOro 3D 300pa’keHHS € KPUTUYHO BaXKIMBHUM JUJIS
BupoOHunTBa. [l0o Takux cdep HEOOXiIHO BITHECTH HACTYIMHI HAMPAMHU:
CTBOPEHHs BI3yaJbHUX €(eKTIB y KiHemMarorpadii, po3poOka KOMII IOTEPHUX
irop, Bi3yaJsizailis HayKOBUX JTOCHIKeHb, poekTyBaHHs CATIIP Toio.

AHanizytoud NUTaHHS onTuMizamli rpadikd y HayKOBiM JiTeparypi
HEOOX1/IHO 3BEPHYTH yBary Ha Takux aBTopiB sik: Kuszesa I'. [4], Tuxomipos 1O.
[5], Xodbman Kpic [1], [lukin A., bopeckoB A. [6], lytc [Ix. [3] Ta inmi.

VY KOHTEKCTI NpOaHadi30BAHOI JIITEpaTypyd 3a3HAYMMO, [0 MUTaHHS

ONTHMI3aIlll HE € JOCTaTHHO PO3KPUTHM JUIsl CIIELialli30BaHUX ITPOBHUX PYIIIiB.
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TakuM 4YMHOM METOIO CTATTI € OINHUC MPOIECY ONTHUMI3alli MPOAYKTHBHOCTI
rpadiku st irpooro pymrist Unity 5.X.

I'padpiuna yacTMHa KOMIT'IOTEPHOI TpPU HABAHTAXKYE [BI CUCTEMHU
komn'torepa: GPU (rpadiunuii npouecop) 1 CPU (ueHTpanbHuil mporecop).
Crparerisa ontumizamii st GPU 1 CPU mae ictoTHi BigMiHHOCTI (1HOJII HABIThH
BUHHMKAE cUTYyallisi, koqu npu ontumizamii gt GPU Oinbiiie HaBaHTa)KEHHS
nsirae Ha CPU 1 HaBmakm).

3arasioM mporec Bizyanizaili OyJb-SKOTO TPUBHMIPHOTO 00'€KTa Ha
€KpaHl KOMII'IoTepa cKianaeTbes 13 JaBox eramiB. Ha mouatky CPU mae
3'sicyBaTH, K1 JDKEpesia CBITJa BIUIMBAIOTh HAa 00'€KT, HAJAIITYBAaTH IIeHaep i
Horo mapaMmeTpu, BIANPABUTH JaHl JJIs OMpalfoBaHHs rpadidHOMY ApaiiBepy,
SAKUM MIATOTYE 1X Y BUINISAAl CHELIANI30BAaHMX KOMaHJ Il BUKOHAaHHI Ha
BizeokapTi. Ilicmsa ¢opmyBaHHS BIJAMOBIIHOTO CIHUCKY BOHU OIPAallbOBYHOTHCS
yxe GPU.

Takum uymHOM Ui 3HWOKeHHS HaBaHTaxkeHHs Ha CPU B Unity 5.X,
HEOOX1THO: 3MEHIIUTH KUIbKICTh BUIUMHUX OO'€KTIB (HAmpHUKIang 00’ €IHATH
OJIM3bKO PO3TAIlOBaHI O0'€KTH), BUKOPUCTOBYBAaTM MEHUIE MaTepialis,
o0'eqHYBaTH TEKCTypH B BENHMKI TeKCTypHI ammacu. [lns onrumizanii
npoayktuBHocTi CPU moTpiOHO TakoX ClijJi BpaxoByBaTH, IO O0'€KTH, sKi
00’ € THYIOThCSI, MAIOTh BUKOPHUCTOBYBATH OJIHY TEKCTYPY.

OnTtumizaniss npoaykruBHocti 3D rpadiku s GPU nepenbauae:
3MEHIICHHS KIJbKOCTI TPUKYTHHX IpaHed y TPUBUMIPHIN MoJeni; MpaBUIIbHE
mojentoBaHHss UV-po3ropTok (3MEHIIUTH KUIBKICTh «IIBIB» Ta >KOPCTKUX
pebep); 3acTOCOBYBaTH JJIsl PO3PAaXyHKY OCBITJICHHS CIELiali30BaHl KapTH
(oCBITIIOBAIBHI KapTH), OCKUIBKH 1€ HE BUMAraTuMe 3HaYHUX 00YHCITIOBATHHUX
MOTYXKHOCTEH; YHHKAaTH CUTYyallld, KOJM KUIbKa JHKeped CBITIa OCBITIIOIOTH
OJIMH 00'€KT.

BaxnuBum etanmom onTumizaiii BioOpakeHHs TpadiuHUX OO0 €KTIB Y

Unity 5.X € BCTaHOBJICHHS TPIOPUTETHOCTI JKepen cBiTia. i1 KOXXKHOrO
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JoKEpesia CBITIIa HOro MpiOpUTET OOYUCITIOETHCS HA OCHOBI BIJICTaHI 1 ICKPaBOCTI1
TIEBHOTO JpKepena cBiTia. Moro MokHa 3MiHHTH 3a JOMOMOIOIO Iapamerpa
Render Mode, sxuii Moxe mnpuitmMatu jaBa 3HadyeHHs: Important a6o Not
Important. Tak mkepena cBiTia, no3HadeHi sk Not Important mMarTh OLIbII
HU3BKUW TIPIOPUTET YISl ONpAIfOBaHHS TpadiuHUM PYIIEM HIDXK IHII, y SIKUX
TaKi MMO3HAYKH BIJICYTHI.

Posrmstnemo mpukinan. Hexail po3poOisieThcsi KOMITIOTEpHA Tpa, Yy SAKii
IpaBellb KEPYE aBTOMOOLIEM, IO PYXAETHCS B TEMPSBI 13 YBIMKHYTHUMU (Dapamu.
OpnHo3HawHO, mepenHi Gapu OyayTh HAWOUIBIT BAXKIMBUM JKEPEIIOM CBITJIA B
rpi 1 mapameTp Render Mode Oynie BcTaHoBIIeHMI 1Jist HUX B 3Ha4deH1 Important.
3aani gixtapi Oy yTh MEHII BOXKJIUBI, HE HAJIAI0UM 3HAYHOTO BIUIMBY Ha KiHIEBE
300pakeHHs, Tak 1o a1 HuX Render Mode mokna BcranoButu B Not
Important 1 THM caMUM 3a201AJUTH anlapaTHi PECYPCH.

3aragom nmnpu onTuMmizamii OyJb-sKOi TpU, SKa CTBOPIOETHCS 3a
nornoMoror irposoro pymis Unity 5.X BapTo JOTPpUMYBATUCS HACTYITHUX
npaBul.

Buxkopucrosyiite Big 200 000 1o 3 000 000 BepuiMH B KOKHOMY KaJpi,
SKIIO IiTboBa miaTdopma PC.

Sk1110 3acTOCOBYIOTHCSI BOYZIOBaHI1 1Ieiiiepy, TO HEOOX1JHO MEPEBIPATH iX
kareropii Mobile 1 Unlit. Bonn 4ynoBo mnpauorTh 1 Ha HE MOOLIBHUX
maTdopMax, ajie € CIpoIIEHUMH BEPCISIMU CKIAIHIIINX IIeHIepiB.

KinpkicTh pi3HHMX MarepiayliB B CLeHI Mae OyTW MiHIMI30BaHO, a0o0 X
BUKOPUCTOBYHTE OJIMH MaTepiall JUIsl IEKUTHbKOX 00'€KTIB, SKIIO 11€ MOKIIKBO.

Kopucryiitecb BnactuBicTio Static a1 HEpyXOMHX O0'€KTiB, 1100
BUKOPHCTOBYBATH BHYTpIIIHI OITUMI3aIlio static batching.

He 3acTocoByiiTe mikcenapHI JKepesa CBITIA, K0 HEMa€e HeOOX1THOCTI.
Takox Hamaramtecst OCBITIIOBATH OOMH OO'€KT TUILKH OJHHUM MIKCEJIHLHUM

JKEPEJIOM CBITIIA.
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3acTOCOBYWTE apxiBallil0 TEKCTyp, KOJIU 1€ MOXJIUBO, a TaKOX
BiJlIaBaiiTe mepeBary 16-01ToBUM TeKcTypamu niepen 32-01THUMHU.

Hamaraiitecss MiHIMI3yBaTH BUKOPUCTaHHS CUCTEM JJIsi MOJEIIOBaHHS
aTMoc(hepHHX SIBHUII, IKIIO HEMae HEOOX1THOCTI B IIbOMY.

[TimBoasiuM MiICYMKH 3ayBa)KMMO, IO ONTHMI3AIls rpadiku € BaXKIMBUM
MPOLIECOM, WLIO JI03BOJISIE CHUCTEMaM palllOHaJIbHO BUKOPUCTOBYBATH HasiBHI
0o0UYHCITIOBAIbHI  PECypCH. 3ampolOHOBaHI TOpaad, IIOJA0  ITiABUIICHHS
e(hEeKTUBHOCTI BIIOOpPaXKEHHS TPUBUMIPHUX OO’ €KTIB I IrPOBOTO HOCIA
Unity 5.X TakoX MOJIMBO BHUKOPHUCTOBYBAaTH 1 IPU CTBOPEHHI Ta penaepi 3D
Mojenel y Takux cepenosuiax sik 3DS MAX, MODO, Maya, Blender Toro.
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