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Beryn

CyuvacHi 1rpoBi, CHUMYJSLIMHI Ta Bi3yadi3aliiiHi 3aCTOCYHKH OINEpPYIOTh
CLUEHAMHU 3 BEJIMYE3HOIO KUIBKICTIO TpadiuHUX PEeCcypCciB — THUCSYaMH TEKCTYD,
Mojenei, marepianiB Ta medaepiB. OOcAr maHux, sKi MOTPIOHO 30epiratu y
Bimeonam’siti GPU iz yac peHaepuHry, mocTiiHO 3pocTae, ToAl K Hi3udHUI 00CsT
VRAM HaBiTh Ha CydYyaCHHUX BiJleOKapTax 3aJMIIAE€Tbcs oOMexeHuM. [le
NPU3BOAUTH 1O TUMOBUX NPoOIeM: MIKpohpHU3U, MPOCIAaHHS YaCTOTH KajpiB,
JOJIATKOBHI OOMIH JaHUMH MIXK ONEpaTUBHOIO Mam ATTI0 Ta VRAM, a y kpaliHix
BUIAJIKaX — MMOBHA HEMOXJIUBICTh 3alyCcKy clieHr. Oco0JIMBO TOCTPO 1 Mpodaema
CTOITh Ha KOHQITypalisiX CEpPeIHbOr0 Ta HUXKHBOTO I[IHOBOTO CErMEHTa, e
KOpPUCTYBau (DAKTUYHO 3MYIIICHUN BUOUPATU MIXK SIKICTIO 300pa)K€HHS 1 TIJIaBHICTIO
PEHICPUHTY.

Knacuuni meroau onrtumizarii — mipmapping, LOD-cuctemu, cTucHeHHS
TEKCTYp — BUPIIIYIOTh JIUIIE YaCTUHY 3a4a4l. BoHM 3MeHIIYIOTh 00CAT pecypciB,
ajie He KepPYIOTh iXHbOK PE3UJEHTHICTIO B peajibHOMY 4Yaci. CydacHI MiIXOAH, TaKl
gk streaming, virtual texturing Ta sparse residency, JIE€MOHCTPYIOTb, IO
e(eKTUBHILIE KepyBaTH HE CAMUM PECYpCOM, a THM, SIKI HOr0 YaCTUHU MOTPIOHO
3aBaHTaXUTH B VRAM came 3apa3. OnHak A AOCTHIAHUIBKUX Ta HEBEITUKHUX
IPOEKTIB 111 MEXaHI3MHU YaCTO € HAMIPHO CKJIAJJHUMHU, HECTa4Y0BO MPO30PUMHU 200
TICHO TIOB’si3anuMH 31 crenudikoro koHkperHoro API. Tomy akryanbHOIO
3QIMIIAETHCA 3a/7ada MOOYJOBH TPOCTIIIOTO, ajie Mpare3aTHOTO MeXaHI3My
aJanTUBHOIO KEPYBAaHHs BlJeonaM’ sITTIO, KU MOXHa Oyyio O peanizyBaTu y
paMKax TUIIOBOT'O MPOEKTY 1 BUMIPATH KOT0 €(hEKTUBHICTh EKCIIEPUMEHTAIILHO.

AKTyanpHICTh TEMH O0YMOBJIEHA MMOCTIMHUM 3pOCTAHHAM 00CATY rpadiuyHuX
pecypciB y cydacHux 3D-3acTocyHkax 1 oOMexeHuM obcsiromM VRAM y npuctposix
KIHIIEBUX KOPUCTYBayiB, M0 POOUTH 3a/auy €(PEeKTUBHOIO KEpyBaHHS Mam’SITTIO
GPU oani€ro 3 KIIFOYOBUX Y HAMPSMKY ONTUMI3AIlT PEHACPUHTY.

Metoro poOOTH € JOCHIDKEHHS TMPUHIMNINB aJaNTUBHOTO KEPyBaHHS
nam’arTio GPU Ta po3poOka NpOTOTHUIY CHCTEMH, SIKa JI03BOJISIE 3MEHIIUTH
CIIO’KMBAaHHS B1JI€ONaM’ sIT1 PU PEHAEPUHTY BEIUKUX CLEH 0€3 ICTOTHOTIO 3HMKEHHS
IPOYKTUBHOCTI.

JJ1st TOCSATHEHHS TOCTAaBJICHOI METU HEOOX1/THO PO3B’SI3aTH TaKi 3aBIaHHS:
IpoaHai3yBaTH ICHYIOUl MIAXOIW /10 3aBaHTKCHHS Ta KepyBaHHS TpadiuHHMU
pecypcaMu y cydacHUX pyurisix i rpagiuaux API;

BU3HAYUTH KPUTEPIi IPIOPUTETY pPeCypciB Ta chopMyIOBaTH BUMOTH JO CUCTEMHU
aJanTUBHOTO KepyBaHHs nam’satTio GPU;



CIIPOEKTYBATH MOJYJIBHY apXiTeKTypy CHCTEMH, IO TIOE€JHYE BU3HAYCHHS
BUJMMOCTI, IPIOPUTETU3ALIII0, ACHHXPOHHE 3aBaHTaKeHH4, prefetching Ta momiTuky
BUBAHTAKEHHS PECYPCIB;

peanizyBatu mnpoTtotun cuctemu y cepepopuili Unity 6.3 LTS 3 penaep-
naumiaiinom HDRP;

pO3pPOOUTH METOIUKY EeKCIEPUMEHTAILHOTO TIOPIBHSHHS aJanTHBHOTO Ta
CTATUYHOTO PEXKUMIB pOOOTH;

IPOBECTH BHUMIPIOBAHHS Ta MOPIBHAJIBHUM aHaji3 OTPUMAaHUX pe3yJbTaTiB 3a
MOKa3HUKaMU BUKOpUCTaHHS VRAM, KIIBKOCTI PE3UACHTHUX PECYpCiB 1 Hacy
PEHICPUHTY Kaapy.

O06’€eKTOM JOCIIKEHHS € IPOLIEC PEHIEPUHTY BeIUKUX 3D-CIleH y cydacHUX
PYILIISIX peasbHOTO Yacy.

[IpeameToM NOCHIKEHHS € METOAW Ta 3aco0M aJanTUBHOTO KEPyBaHHS
nam’siTTio GPU mijx yac peHaeprHry BeJTUKUX CIICH.

Metoau  OOCHIKEHHS:  aHalll3  HAyKOBO-TEXHIYHOI  JIITEpAaTypu 3
KOMIT'IOTepHO1 rpadikid Ta ONTHUMI3alli pPEeHIEPUHTY; METOAUM 00’ €KTHO-
OpPIEHTOBAHOTO  MPOEKTYBAaHHS  TMPOTPAMHUX  CHCTEM; CKCIICPUMCHTAJIbHE
mozaentoBaHHsl y cepenouini Unity HDRP; cratuctuuna ob6poOka pe3ynbTariB
BUMIpIOBaHHS y cepenonuiii Python 3 Bukopucranusm 6i161ioTek pandas, numpy Ta
matplotlib.

HaykoBa HOBU3HA po0OTH ToyisArae y moOYAOBI 1HTETPOBAHOIT apXiTEKTYypH
aganTuBHOrOo MeHemkepa mam’sari GPU, ska o0’enHye BH3HAY€HHS BHUIMMOCTI
gepe3 (pycTyM KamepH, OOYHMCIEHHS 1HTETpaJIbHOTO MPIOPUTETY pecypcy 3a
3BaXkeHOI0 (OpMYyJIOI0 screen coverage, distance Ta recency, a TaKoX T1OpUAHY
MOJIITUKY BUBaHTaXeHH, 1110 oeaHye LRU 3a wacom 6e31isIIbHOCTI 3 €BIKITIEIO 32
PIOPUTETOM Y MOMEHT NepeBUIleHHs JIiMITY VRAM.

[IpakTuuHe 3HAYEHHA OJCPKAHMX PE3YJbTATIB TMOJATaE Yy TOMY, IO
pO3pO0IEHUN TPOTOTUIT MOKE OyTH BHKOPHUCTAHWHA SIK OCHOBA JJISI ONTHMI3allii
peanbHUX MOpoekTiB Ha Unity, siKi OpaiiorOTh 31 CIIEHAMHU BEJIMKOIO O0cATry.
ExcriepuMeHTanbHO TOKa3aHO, IMIO aJanTHBHA CHCTEMa 3HWXKYE (QaKTUYHE
BUKOPUCTAHHS BiJieonaM’siTi OUIbII HIX Yy JBa pa3u 0e3 ICTOTHOrO BIUIMBY Ha
CepeIHIO0 YacTOTy KaapiB, IO JO3BOJISE 3allyCKAaTH TakKi CIIEHU Ha KOH]Irypamisax 3
MeHIIM o0csirom VRAM.

Crpykrypa poboru. Kpamidikariitna podoTa CKiIafaeThcs 31 BCTYIy, TPhOX
pPO3/1TiB, BUCHOBKIB Ta CHUCKY BHUKOPHUCTAHUX JDKEped. Y TMepHioMy pO3JiIi
PO3TIITHYTO MPOOJIeMy PEHIEPHHTY BEIMKHX CIIEH 1 MpOaHATi30BAaHO ICHYIOUI
NiIXO0AW J0 onTumizaiii. ¥ apyromy po3aun chopMysibOBaHO 3ajady, OMUCAHO



BXIJIHI JlaHl JJi1 NPUUHSTTSA PIIIEHb Ta CIPOEKTOBAHO 3arajibHy apXiTEKTypy
cUCTEMHU. Y TPEThOMY PO3JAUII ONUCAHO pPEaNi30BaHUN NPOTOTHUI, METOIUKY
€KCIIEpMMEHTIB 1 HaBEJCHO Pe3yJbTaTH MOPIBHSAHHS aAalNTHUBHOTO Ta CTATUYHOTO
PEXKHMIB.



Po3znin 1. TeopernuHi OCHOBU ONTHUMI3allli PEHJIEPUHTY BEIUKHUX CLEH Yepe3
ajanTuBHE KepyBaHHA nam'stTio GPU

1.1 IIpobGnema peHAEpeHry BETUKHUX CLIEH Y CY4aCHHUX ITPOBUX Ta Bi3yall3allliHUX
CUCTeMax

Pennepunr BenUMKHUX CIEH € OJHIEI0 3 HAWCKIAJHINIMX 3a/Jad Cy4acHOi
KOMIT IOTepHOT1 Tpadikv, OCKUILKM BIH BHUMAara€ OJHOYACHOI OOpOOKHM BEIUKO1
KUTBKOCTI TeKCTyp, 3D-Mopeneit, mieinepiB, marepialiB OCBITICHHS Ta 1HIIHAX
rpad@iuHuX pecypciB. Y CY4YaCHUX ITPOBUX NPOEKTAX, CUMYJISATOpPAX, CHUCTEMax
BIPTYaJIbHOI peajibHOCTI, ApXITEKTYPHOI Bi3yaii3allii Ta IHTEpaKTUBHUX TPEHAKEPAX
CIEHA MOXE€ MICTUTH THUCSAYl O0’€KTIB, a O0OCAT TEKCTYp 1 TeOMEeTpii JIErKo
NEepPEeBUIIYE JOCTYNMHUM oOcsar Bimeomam sati. Lle mpu3BoauTh 10 HEOOXIITHOCTI
onTUMI3allli He JIMIIe caMOro MpoIeCy BigoOpa)keHHs, ai crocoOy 30epiraHHs,
3aBaHTAKEHHS Ta BUBAHTAXKEHHS PECYpCIB y am’sTh Tpadiunoro agantepa [1].
OcHoBHa mpoOnema mojsirae B ToMy, mo Bimeonam sitk GPU € oOmexxeHum
pecypcoM. HaBiTh Ha cydacHHX AUCKPETHUX BijeokapTax oocar VRAM He 3aBxau
JIOCTaTHIM 711 OJHOYACHOTO PO3MINIEHHS BCIX JIaHUX, HEOOXIAHUX s
BIIOOpa)KEHHSI BEJIMKOI CUEHM y BHUCOKIM sKOCTI. SIKIIo pymiiid Hamaraetbes
3aBaHTAXUTHU 3a0arato TeKCTyp abo Mojenel 0JJHOYACHO, 1€ MOXKE MPU3BECTHU /10
NEPEBUIICHHS JIMITY 1aMm’sTi. Y pe3ynibTari CuCTeMa MOYMHAE MePEeMIllyBaTh JaH1
MK ONepaTuBHOIO MaM’sATTI0 Ta VRAM, 110 3Ha4yHO TOBUIBHIIIE, HIK MPSIMHIA
noctyn o jnokanbHoi mam’sati GPU. Came 1ie € OJHIEIO 3 NPUYUH TATIHHS
IPOAYKTUBHOCTI, TOSIBU MIKpO(P13iB 1 BITUYTHUX 3aTPUMOK y KaJpi.

VY BeNnUKHUX ClieHaX pobiieMa MPOSBIISETHCS OCOOIMBO TOCTPO i 9ac pyXy Kamepu
a00 mepeMillleHHs TpaBLsg MK PI3HUMU JUITHKaMHU PiBHA. Y 1€l MOMEHT pyuuii
NOBUHEH WIBUAKO BU3HAUUTHU, SIKI PECYpCH CTaHyTh MOTPIOHUMH HANOIMKIUM
4acoM, a SKi MO>KHa TUMYAacoBO MpUOpaTH 3 Bijaeornam’sTi. SIKII0 3BBaHTAXEHHS
BUKOHYETBCS 13 3aIli3HEHHSM, TpaBellb Oa4uTh 3aTPUMKY B TIOSIBI TEKCTYD,
“po3MHTI” TOBEpPXHi, pPi3Ke MPOCIMAHHA YaCTOTH KaApiB ab00 KOPOTKOYACHE
3aBHCAaHHA 300paxeHHs. Taki epeKkTu 0coOIMBO MOMITHI B Irpax 3 BIAKPUTUM
CBITOM, JI¢ CIIeHa MOCTIMHO 3MIHIOEThCS, a TakoXK y VR-momatkax, ne Oynb-sika
3aTpUMKa IIBUJIKO MOTIPIIYE KOPUCTYBALILKUHN TOCBIJ.

[Ile oaHi€0 Ba)XIMBOK MPUYMHOKIO CKIIAJHOCTI € T€, IO PI3HI PECypcu MaroTh
pi3HUH piBeHb npioputery. Hanpukiasn, TeKcTypu 00’ €KTIB, sIKi 3HAXOAATHCS MPSIMO
nepen KaMeporo, MaloTh OYTH 3aBaHTaXEH1 B MEPILY Yepry, TOAl SIK Pecypcu s
JTajgekux ab0 MOKW M0 HEBHIAMMHUX ISHOK CIIEHHM MOXYTh OYTH BIJIKJIAJICHI.
AHanoriuno, 00’€KTH, 10 3aliMalOTh OlbIINy TUIOIIY HA €KpaHi, MAlOTh OUTHIINN
BIUIMB Ha CHPUMHATTS, HDK JpiOHI abo 1aneki eleMeHTH. Tomy mpocTe



3aBaHTaXEHHS “BChOTO 1 oz1pa3y’” He € epexTtuBHUM. [loTpiOHa cucrema, sika Oyne
aJIanTyBaTUCS JI0 TMOTOYHOTO CTaHy CIIEHHU, MOBEAIHKM KaMepH Ta JOCTYITHOTO
o0csry mam’sTi.
TpanuuiiHuil maxig 10 PeHACPUHTY MOJISIra€ B TOMY, IO BCl PECypcH CIEHU
TOTYIOTBCS 3a37aJIETIb 1 3aBAaHTAXYIOThCS B TMaM’ sTh y MOBHOMY o00cs3i. Taka
cxemMa MOXe OyTH TPHUHHATHOIO JUIsl HEBEIMKUX PiBHIB abo mpoctux 2D-
3aCTOCYHKIB , ajie BOHA cTa€ Hee()eKTUBHOIO B yMOBax Benukux cueH. [lo-nepie,
3HAYHO 3pPOCTA€ CTAPTOBUM Yac 3aBaHTAXXEHHS Tpu, piBHA uu Jokarli. [lo-npyre,
o0cSr BHKOPHUCTAHOI HaM’sITI MOXE MEPEBUIIYBATH MOMXJIMBOCTI KOHKPETHOTO
koMmm’torepa. [lo-TpeTe, HaBITH fKIIO clieHa (opMaiabHO BMillyeTbest Y VRAM,
BIICYTHICTh ~ MEXaHI3My  MpPIOPUTETHOTO  KEpPyBaHHA  MPU3BOJIUTH  JIO
HEPAI[IOHAJILHOTO BHUKOPUCTAHHS PECYpCiB. Y pe3ynbTaTl CHUCTEMa BHUTpPAYAE
naMm’siTh Ha 00’ €KTH, SIKI HE OEPYTh y4acTi B KaJpi, TOMI K KPUTUIHO BAXKIIMBI JaH1
MOKYTh 3aBaHTaKyBaTHUCH 13 3aTPUMKOIO.
[IpoGnema crtae mie CKIAAHINIONW, SIKIIO BPAaxXyBaTH PI3HOMAHITHICTh amapaTHHUX
KoH(Irypamiii. OJHI KOpUCTyBadl MarOTh NOTYXKHI BIJICOKAPTH 3 BEIUKOIO
KuUIbKicTHO VRAM, iHII m[paiioTh Ha CEepeIHbOMYy a0O0 HaBiTh CIaOKOMY
ob6nannanHi. Lle o3Hayae, 110 yHIBEepcaabHa CTpATerisl 3aBaHTAKEHHsI pECYPCIB HE
3apkau edextuBHa. CucTemMa TMOBMHHA BMITH aJlaliTyBaTUCA JO KOHKPETHOI
koH(irypaiii: Ha notykHux [1K mosxHa 30epiraTu OiIbIle pecypciB y mam’sTi, a Ha
cnalbIMx - YacTille BUKOHYBAaTH BUBAHTAXXEHHS, 3MEHIIYBATH JeTai3allito abo
NiJBaHTAXXyBaTH TUIBKM HAHOULIbII MNOTPIOHI TaWiIM TEKCTyp. TakuM YHHOM,
aganTuBHe KepyBaHHA nam aAt1Ti0 GPU € He mpocTo cmocobom onTumizaiii, a
HEO0OX1THOI YMOBOIO CTaOUIbHOI pOOOTH BEJIEKUX CIIEH Ha P13HOMY OOJIa HAHHI.

Oxkpemo cii MIJKPECIUTH, 10 Bi3yalbHa SKICTh CIIEHH O€3MocepeHbo
3JICKHUTh B1Jl TOTO, HACKUIBKH IIBHUJKO Ta KOPEKTHO B1I0YBAEThCS OOMIH JTaHUMU
MDK CHUCTEMHOIO IaM’STTIO, HaKOIMMYyBaueM 1 Bijeomam’ sATTIO. SIKmio mepenaya
JaHUX OpraHizoBaHa HES()EKTUBHO, BUHHUKAIOTH JOJATKOBI 3aTPUMKH, SKI HE
3aBX/IM MOXHA KOMIIEHCYBaTH HaBITh BUCOKOIO NOTYxkHIcTI0O GPU. OcobauBo 11e
INOMITHO TPH BUKOPUCTAHHI BEJIHMKUX TEKCTYp BUCOKOI PO3AUIBHOCTI, CKJIAJIHHUX
MaTepianaiB Ta BEJIUKOi KUIBKOCTI OKpeMHX 00’€KTIB y Kaapi. ToMy B CydacHHX
cUcTeMax JieJiai JyacTilie 3aCTOCOBYIOTh IMIJIXOAHM Ha KIITAJIT CTPIMIHTY PeCcypciB,
LOD, virtual texturing ta spare residency, siki 103BOJISIIOTh 3aBaHTaXKYBAaTH TUIbKU
T1 JJaHl1, SIK1 CIIpaB/i MOTPiOHI B KOHKPETHUI MOMEHT [1].

Takum ymHOM, TIpoOJIeMa PEHACPUHTY BEIMKHUX CIIEH MOJISITacE HE JIUIIE Y
BEJIMKOMY HAaBaHTAKEHHI Ha rpadiuHuid mpomecop, a W y HEOoOXIAHOCTI
1HTEJNEKTYaTbHOTO YIIPaBIiHHA pecypcaMu. be3 amanTUBHOTO MiX0Ay BHHUKAIOTh



NEpPEeBUTPATH IaM ATl, HEPIBHOMIPHE 3aBAaHTAXEHHS CHUCTEMH, 3aTPUMKHU
Bi1oOpaxeHHs, maaiHHsA FPS 1 moripiiieHHs 3arajbHOTO BPa)K€HHsI BiJl 3aCTOCYHKY.
Came TOMYy JHOCHIJDKEHHS Ta peaiizaiisi MeXaHI3MIB aJalTHBHOTO KepyBaHHS
nam’siTTI0o GPU € akTyanbHUM 3aBJaHHSM, SIKE MA€ K TEOPETUYHE, TaK 1 MPAKTHUYHE
3HAYEHHS JIJIsl KOMIT I0TepHOI rpadikul Ta 1HKEHepii IrpOBUX MPOEKTIB.

1.2 OcHOBHI MiAX0¥ 10 3aBaHTaXKEHHS TpadiyHUX pecypciB

VY ximacudHOMY TiAXo/1 10 OymoBU CIeH yci Tpadivyai pecypcu 3aBaHTaAXYIOTHCS
3a37ayeriap 1 30epiraroTbes y naM’ siTi IpOTAroM yCbOro 4acy poOoTH cueHu. Takui
CIoci0 € MPOCTUM Y peati3aliii, aje BiH MOraHo MaciITaby€eThbCsl Ha BEJMKI 00CATH
naHux. Moro OCHOBHMM HEIONIKOM € Hee(eKTHBHE BUKOpHCTaHHI VRAM:
pecypcu, K1 HacrpaBii HE BUKOPUCTOBYIOTHCA Y KOHKPETHUM MOMEHT, BCE OIHO
3aiiMaroTh TIaM’ATh 1 MOXKYTh BUTICHATH OLJIBII BaXKJIUB1 eJIeMeHTH. J[J11 HEBEITMKUX
3aCTOCYHKIB 1€ JOMYCTHMO, ajie¢ ISl BIAKPUTHX CBITIB, BEJIHUKHX KapT abo
JeTaNbHUX BIPTyaIbHUX CEPEIOBHII TAKOTO IMIIXO0TY BKE HETOCTATHRO.
HactynHuM eranom poO3BUTKY CTajdd METOAM CTPIMIHTY PECYpCiB, KOJHM JaHl
I1JIBAHTAXYIOTHCA HE 0/Ipa3y, a MOCTYIOBO, 3aJIEKHO BiJl TOr0, 10 caMe MOTPIOHO
B1IOOpa3UTH B TOTOYHOMY 4YH HaWOImxk4YoMy Kaapi. Takui miaxia Jg03BOJIsIE
PO3BAHTAKUTH TaM’ATh 1 3MEHIIMTH CTapTOBMH dac cueHH. Moro ocoGimBoO
AKTMBHO 3aCTOCOBYIOTH ISl TEKCTyp, Mojened Ta naHamadTiB, SKI MOXHA
pO30MBATH HAa YACTUHU W 3aBaHTA)KYBATH MOETAMHO. Y MPAKTHIl PEHIECPUHTY caMe
CTPIMIHT cTaB 6a30BOI0 KOHIIEIIIIEO Al 0araTboX cydacHUX pymriis [1].

OpHuM 13 HAMNOWMPEHIMNX PIIEHb € mipmapping, TOOTO BUKOPUCTaHHS HaOOpy
300pakeHb PI13HOI PO3JIIBLHOCTI /71 OJHIET TeKCTypu. [IpuHIMNO nojsrae B TOMY,
0 JIJIsl JaJeKuX 00’ €KTIB JOLULIBHO BUKOPUCTOBYBATU MEHII JI€Talli30BaHl BepCii
TEKCTYp, a JAJis1 OJU3bKUX — MOBHY fAKICh. Lle 3MeHITye HaBaHTa)KeHHs Ha TTaM’SITh 1
MPUIIBUIIYE TOCTYN 10 JAaHux. [Ipore mipmapping cam 1o co0i HE BHPIIIYyE
npo0aeMy BEIHMKOI KUIBKOCTI PEeCypcCiB, OCKUIbKH BiH JIMIIE ONTHUMI3Y€E SAKICTh
BiTOOpaKEHHS OKPEeMOi TEKCTYpH, a He Kepye il HasBHICTIO y mam’sTi. Tomy
mipmapping 3a3BUYaili BUKOPHCTOBYETHCS SIK YaCTWHA MIUPIIOI CHUCTEMHU
onTuMizaii [2].

[le omaum BaskiuBuM miaxoaoMm € LOD (Level o) Detail), To6To piBHI AeTamizamii
st 3D-moneneii. CyTh METOAY MOJISTA€E B TOMY, IO 00’ €KTH SIK1 3HAXOIATHCS Al
BiJl KaMEpH, MOXXYTh BIJIOOpaKaTUCS y CIIPOLISHOMY BUTJISI 3 MEHIIIO KITBKICTIO
noiirodiB. lle mo3Boisie 3MEHIIUTH HaBaHTakeHHs He ymime Ha GPU, a i Ha
cucteMy 3aBaHTakeHHs pecypciB. Onmnak LOD He po3’si3ye mpobiemMy MOBHICTIO,
OCKIJTbKHM HaBITh CIIPOIIICHI MOJEINI ¥ TEKCTYpH BCE OJHO MOTPEOYIOTH BCE OJTHO



notpedyroTh Miciil y VRAM. Otxe, LOD € kopucHUM iHCTPYMEHTOM ONTUMI3alIii,
ajie He 3MIHIO€E aJJaliTUBHE KEpyBaHHA MMaMm ATTio [3].

CyuacHi rpadivyHi CUCTEMH TaKOX BUKOPHCTOBYIOTH virtual textueing. ¥V 1upomy
MiIXO0J1 TEKCTypa pO30MBAEThCS Ha JpiOHI YAaCTMHM — TaiiM, a B IaM ATi
30epiraroThcs JIMIIE T1 Taliy, K1 CIpaB/l NOTPIOH1 SIS BITOOpaXXKEHHS MOTOYHOTO
kanpy. Came Takuil mpuuum peanizyerbes y Streaming Virtual Texturing B Unity,
7€ TeKCTYpH AUIATHCSA Ha Taillld Ta MIABAHTAXXYThCS ACHHXPOHHO, a TaKOX Yy
Mexanizmax sparse residency y Vulkan, siki 103BOJISIOTH KEpyBaTH PE3UACHTHICTIO
OKpeMHX YacTHH 300paxkeHHs abo migpecypciB. Unity npsamo Bkaszye, o Streaming
Virtual Texturing po30uBae TEKCTypu Ha Taiiau, a JokyMmeHTalis Vulkan ommcye
spare residency sK ME€XaHI3M yIpaBIiHHS OKPEMHUMH OOJSCTSIMH 300paKeHHS Ha
piBHi sparse image bloks; mpu nbomy mns Unity SVT miarpumka 3anexuTh Bill
rpadiuroro API, 3okpema DirectX11, DirectX12, Metal i Vulkan [4; 5; 6].

Ha nieomy pucysky 1.1 BumHO, sIK 0/1Ha BeTTMKa TEKCTypa YMOBHO JUTHTHCS HA 1HIII
OJIOKM, YacTHHA SKUX 3aBaHTa)XCHA B IaM’sTh, a 4yacThHa — Hi. lle momomoike
BI3yaJIbHO MOSICHUTH NpUHLMI eKOHOMIT VRAM.

Virtual Texture (HD)

Ilﬂ IIHI 17

L &

Page Table Texture (GPU)

Physical Texture Atlas (GPU)

Pucynok 1.1 CtpykTypa TaiisioBOi TEKCTypHU

Jlxepeno: [7]

OxpeMo cmi 3a3Ha4MTH, 1[0 Oararo MiAXOAIB A0 CTPIMIHTY CHOUpPAlOThCA Ha
MOJIITUKY KEITyBaHHS Ta 3aMillleHHs daHuX. HaityacTiie 3acToCOBYIOThCS Bapiartlii
LRU (Least Recently Used) abo 01u3bKi 10 HET €BpUCTUKH, /1€ HAMEHII aKTyaJIbHI
pecypcu BUTICHAIOTHCSA NepmIMMU. Takui miaxig 1o0pe Mpamroe TOomAl, KOJIH



MOBE/[IHKA KaMepH Ta TpaBilsl Ma€ OUIbIII-MEHII TiepeadadyBaHuii xapakrep. [Ipore
JUIS BEJIWKHX CLEH [bOTO HEAOCTaTHBhO, aKe JesAKi pecypch MOXYTh OyTu
HEI[01aBHO BUKOPHUCTAHUMHU, aJI€ BXKE HE MOTPIOHUMU HAMOINKIUM 4acOM, TOA1 SIK
1HII — IMOKH 110 HE 3aBaHTaXKEHI1, ajJie CKOPO CTaHyTh KPUTUYHO BaXKJIMBUMU. Uepes
e y TMpPaKTHYHUX cucTemMax uyacrto mnoeanytotb LRU 13  mpioputeramu,
nependaveHHsIM PyXy KaMepH Ta acuHXpoHHUM prefetching [1].

Orxe, aHami3 ICHYIOUMX MIAXOAIB TOKa3ye, M0 OKPEeMi METOIU — CTAaTHYHE
3aBaHTaXEHH, streaming, mipmapping, LOD 1 virtual texturing — BUpIIIyIOTh JUIlIE
yacTuHy 3ajavi. Hallkpammii pe3ynbTar JOCATaEThCS TO1 KOJM BOHH MPAIIOIOTh
pa3oM 1 JOMOBHIOIOTHCS MEXaHI3MOM aJalTHBHOTO JOCHTIIKYyBaTHU HE OIHMH
130JIbOBAaHUIN METO/I, @ KOMIUIEKCHY CUCTEMY ONTUMI3aIlii.

1.3 [IpuHIIUIHM aTanTHBHOTO KEPYBaHHSI BiJIeONIaM’ ITTHO

AnantuBHe kepyBanHs Bigeomam atTio GPU — me miaxin, 3a SIKOro cucTeMa He
npocto 30epirae rpadidHi pecypcH, a AWHAMIYHO BHPIIIYE, SIKI 3 HUX IMOBHUHHI
3aJUIIATACS B IIaM ATi, SKI CJIIJ IMABAHTAXKUTHA, a SKI MOXXHA THMYacOBO
BUBAHTAKUTH O€3 BTPATU SIKOCTI CHPUUHATTA. Takuil MexaHi3M 0a3zyeTbCs Ha
NOCTIHHOMY aHali3l MOTOYHOTO CTaHy CIIEHH, MOJOKEHHS KaMepHu, BUIUMOCTI
00’€KTIB 1 JOCTYmHOTO 0O0cCAry Bijeomam’siTi. Y pe3ysibTaTi CHCTEMa MparHe
30epertu 0ajJaHc MK SKICTIO 300pakKeHHS W MIBUJIKOIEI0 PEHIECPUHTY.
KitouoBUM TOHATTSIM TYT € PE3UIEHTHICTH pecypcy. Pecypc BBaxkaeThcs
PE3UICHTHUM, SIKIIIO BiH 3HAXOJIUTHCS y BiJleonaM’ siTi Ta MOKe OyTH BUKOPUCTAHUN
GPU 6e3 nomaTkoBOro 3aBaHTAKEHHs. SKIIO0 pecypc HE PEe3WJEHTHUM, cUCTEMaA
NOBHMHHA a00 YakaTh HOro 3aBaHTAXKEHHs, ab0 THUMYAacOBO BHKOPHUCTOBYBATU
3amacHUil BapiaHT, HANPUKIIAL HUKYY JeTalizallilo. Y CydyacCHUMX TEXHOJOTISX Ha
kimtant Vulkan sparse residency pe3uieHTHICTh MOYKE KePyBaTHUCS Ha PiBHI YaCTHUH
300pakeHHs a00 MiAPECypCiB, M0 POOUTH 1IeH MeXaH13M 0COOJIUBO MPUIATHUM JIJIs
Benukux cieH. Unity SVT Takox mpaiioe 3a MPUHIMIIOM TOJUTY TEKCTYpH Ha
Talyy, sIKi 3aBaHTAXYIOTHCS B Mipy oTpedu [6; 4].

Jns moOyaoBU e(eKTUBHOI CUCTEMH HEOOXITHO BU3HAYUTH MPaBUIIA MIPIOPUTETY.
HaiiG1np1m1 o4eBUAHMMH KPUTEPISIMUA € BUIUMICTh 00’€KTa y (pycTpyMi KamepH,
BIICTaHb JI0 HBOTO, pO3MIp Ha €KpaHi, BAXJIMBICTh JUIs TelMIUICI0 Ta
nepenOavyyBaHUM HANpPsIMOK PyXy rpaBud. Hampukinaz, sSiKIIo kamepa pyXaeTbes
BIIEpE MO KOPUAOPY, TO CHCTEMa MOXE 3aBYACHO MiABAHTAXYBATH TEKCTypU M
TE€OMETPII0 TUX JIUISHOK, SIKI CTAHYTh BUIMMUMHU Y€pe3 OJHY-ABI CEKyHAH. Takum
YUHOM, aJIATUBHICTH TOJIATaE HE JIMIIe B peakiii Ha aedimuT mam’sri, a H y
IPOrHO3yBaHH1 MaOyTHIX MOTPEO CLEHHU.



[lle ofHUM BaXJIMBUM €JIEMEHTOM € eviction policy, TOOTO MOMITHKA BAUBAHTAXKEHHS
pecypciB. Koan VRAM HaOnmxaeTbes 10 MeX1, CUCTEMA OBUHHA 3BUIBHATH MICLIE
JUTSl HOBUX JaHuX. [IpocTrii BapiaHT — BUBaHTa)XyBaTH HAMEHIII BAKOPHUCTOBYBaHI
pecypcu, ajie MpakTUYHa CHCTEMa MOXE BPaXOBYBAaTH TAKOX YaCTOTY 3BEPHEHb, THI
pecypcey, WOro posmip, BapTICTh MOBTOPHOTO 3aBaHTAXEHHS Ta WMOBIPHICTH
MOBTOPHOTO BUKOpUCTaHHsA. CaMe TOMY aJanTHUBHUN MEHEIKEep NaM’ siTi 4acTo
CKIIQJIAETHCS 3 KITBKOX IIAPIB: OKPEMO BIJICTEKYETHCS aKTHBHUN HAOIp pecypcis,
AK1 CJ1JI OTpPUMAaTH HaIepe.

BaxnuBoto cknanoBoro € prefetching, To6To nmomnepenHe 3aBaHTaXeHHS PECypiB 10
TOro, SIK BOHM CTaHyThb HeoOXimHuMmu. lleil mexaHi3M jomomarae 3MEHIIUTH
3aTPUMKH TPU PI3KIA 3MIHI CIIEHH, aje NoTpedye o0epekHOTo HajallTyBaHHS.
Axmo x prefetching 3aHanro cmaOkuii, KOPUCTyBau 3HOBY 3ITKHETbCA 3
MiIBaHTAXEHHSAM “Ha JIOTYy” . OTKe, ePEeKTUBHICTh MEXaHI3My TOJIATaE B OanaHci
M1 3aBYACHOIO ITiITOTOBKOIO Ta PaIliOHAILHUM CIIOKUBAHHSIM PECYPCIB.

Ha mpakruiii amantiBHa cHCTeMa MOBUHHA MPAIIOBATH Y 3B’ SI3I 3 aCHHXPOHHUM
I/O. e o3Hauae, 110 3UUTYBaHHS JAHUX 13 JUCKA, 1X JIEKOAYBaHHS 1 mepeaada J10
GPU He noBuHH1 0JIOKYBaTH OCHOBHUM PEHJIEPUHTOBUI MOTIK. 1 1boro 00poodxa
pEeCypCiB BUKOHYETHCSI B OKPEMHUX MOTOKaxX abo 3a JOIMOMOTOI0 CHEUIabHUX Yepr
3aBgaHb. CaMe aCHMHXPOHHICTH JO3BOJIAE€ 3MCHIIUTH WMOBIPHICTh ‘‘pocimaHHs”
KaJIpy B TO MOMEHT, KOJIH CIIeHa ITOTPeOy€e HOBOTO HAOOPY TEKCTYP. Y TEXHIYHOMY
CEHCI 1€ OJIVH 13 HAWBAXIMBINIUX ACTMEKTIB yCi€l pOOOTH, IKUI MOKHA MOOAYUTH Ha
Pucynky 1.2 cxeMmy MOTOKIB JaHUX MIXK JMCKOM, ONEPATHBHOIO IMaM ATTIO Ta
VRAM.



Ty

NVMe/SSD

CPU (nexogysaHHs,
yepra 3afav)

Cne paTtMBHa na M'ATb
(RAM)

VRAM (GPU)

Pucynok 1.2 Cxema nOTOKIB TaHUX

TakuM YMHOM, IPUHIIAITH aJaITHBHOTO KEPYBaHHS Bificomam’ ITTIO IPYHTY€EThCS Ha
PE3UACHTHOCTI  pecypciB,  TplopuTeTH3allli, 3aMIIIEHHI, IONEPEAHHLOMY
3aBaHTAXKEHHI Ta aCHHXPOHHIN 00poOIl JaHuX. Y CYKYyIMHOCTI BOHU CTBOPIOIOTH
MEXaHI3M, SIKHU J103BOJIsi€ €(DEeKTUBHIINIE BUKOPUCTOBYBaTU oOMexeHy VRAM i
3HIDKYBAaTH PU3UK (HPU3IB y BENUKHUX clieHaX. [[s manoi pobotu came 1 JIoTika €
OCHOBOIO IIPAKTUYHOI YaCTHUHMU.

1.4 TncTpyMEHTH Ta TEXHOJIOTII JIJIsl peaiizailii CuCTeMHU

BuOip iHCTpyMEHTIB AJi peaji3alii CUCTEMHU aJallTUBHOTO KEPYBaHHS MaM’SITTIO
GPU 3anexxuth BijJi TOro, HacKiJIbKM HU3BKOPIBHEBOIO Mae OyTH po3poOka. Y
HAIllOMYy BHMAJKy JOIUIBHO BUKOPUCTATH ITPOBUH pylIid 13 BOYJIOBaHUMU
MeXaHI3MaMH CTPIMIHTY, a00 o0y yBaTH OUIBII TEXHIYHUN MPOTOTUI HAa OCHOBI
rpadiunoro API. Hanpuxman, Unity mae 3mory peamizyBaTd HPOTOTHI 3HAYHO



mBuAe, a Vulkan 103Bossie eTanbHIlIE KOHTPOJIIOBATH PE3UAECHTHICTh PECYPCIB,
xoua i motpedye CyTTeBO OLIBIIIOOro o0cary koay. ¥ gokymenTaiii Vulkan sparse
residency mOpsMO OIHUCYETHCS MEXaHI3M POOOTH 3 YaCTUHAMU 300pa)Ke€Hb Ta
niipecypcamMu Ha piBHI sparse image bloks, 1o poOuTs Horo npupoHOI0 623010 IS
nocnimxeHHs Takux 3aa4. Unity SVT, y cBoto uepry po30uBae TEKCTypH Ha Tailiiu
i miaTpumye poboty dyepes kinbka rpadgiuanx API, Bkmtouaroun Vulkan [6; 4].

VY Tabnuiri J01iIHHO MOPIBHATH TaKl BapiaHTH:

Crex Crxmagnict | lIBuakicts Kontpon | [IpodimoBann | [lpunar

b IPOTOTUITYBAHH | b IaM’ SITI | 51 -HICTh
s

Unity + | Hu3bka Bucoxka Cepenniii | BOygoBane Bucoxka

C#

Unreal Cepenns Cepenns Cepenniii | BOynoBane Bucoka

Engine

C++  + | Bucoka Huspka [loBuuii | Nsight Cepenn

Vulkan s

C++  + | Bucoka Husbka [ToBuuit | PIX/ Nsight Cepenn

DirectX1 s

2

JIns  KOKHOTO BapilaHTa BapTO BKa3aTH pPIBEHb CKIAJHOCTi, IIBUJKICTh
NPOTUIYBaHHS, CTYMHiHb KOHTPOJIIO TIaM’STi, 3pY4YHICTh MNPOMUIIOBaHHSI Ta
NPUAATHICTD JJIs peaizaiii.

JIIsi  KOHTPOJI0 TPOAYKTUBHOCTI JOIUIBHO BHKOPHCTOBYBATH 1HCTPYMEHTHU
npodTFOBaHHS, K1 TO3BOJISIOTH aHATI3yBaTH He nuiie cepenaiit FPS, a it po3momin
yacy kaapy. lle BaxmauBo, Tomy 1o cepenniii FPS He 3aBxau mokasye peanbHy
IUTABHICTh: KOPUCTYBay 3a3BMYail CUIIbHILIE BIAUYBA€ PIAKI, aje BEIUKI CTpUOKU. Y
IPAKTHULl TECTYBAaHHS INPOBUX 3aCTOCYHKIB pEKOMEHI0BAHO 3anucyBaTH frame-time
nani y CSV 1 6ynyBatu rpadiku po3nojauly KajapiB, a TAKOXK BUKOPUCTOBYBaTH 1%
1 0.1% low sik moka3HUKM “XBOCTIB” MPOAYKTUBHOCTI. Came Ha 1€ OpIEHTYIOThCS
CydYacHi IJIXO0/H JI0 aHaJli3y IJIABHOCTI KaJipiB, a He jule Ha cepenaiil FPS [8; 9].
st mpodinmroBannast GPU Ta moTokiB BukoHaHHs npuaatHi Nsight System 1 mo1i0H1
cuctemHi nmpodaiinepu. Y nokymenraiii NVIDIA 3a3naueno, mo Nsight System He
noTpedye 3MiH Yy 3aCTOCYHKY Jig 3allycKy MNpo(duUIIOBaHHS, Xoua HEBEIUKI
JIOOTIPAIIOBAHHSI MOXYThb CYTTEBO TMOKpamuTu skicTh aaHux [10]. Lle poOuts
npodaitsiep 3py4HUM 1HCTPYMEHTOM JJIi BUMIPIOBAHHS TOTO, SIK CaMe MPaIol0Th
MOTOKH 3aBaHTAKEHHS, 00OPOOKHU Ta PEHIECPUHTY.

Jlist moOy0BM TECTOBOTO CIICHAPII0 KOPHUCTIO BUKOPUCTOBYBATH 3a37alIeTih
IiJICOTOBJICHI CIICHH 3 BEJIMKOIO KUIBKICTIO TEKCTYp 1 Mojenei. Hampukman, mis



MOJICJIIOBAHHSI HAaBAaHTAXEHHSI MIAXOJATh MIChKI CIEHH 3 BEJIUKOI KUIbKICTIO
OyniBenb ab0 MpUPOAHI JIAHAMA(PTH 3 BETUKOIO KUIbKICTIO 00’ €KTIB cepeoBUIIIA.
Taki ClieHM 3py4yHO BHUKOPHCTOBYBAaTU sIK 0a30BUN HAOIp JUIsl €KCIIEPUMEHTIB,
OCKIJIbKM BOHHM JI03BOJISIIOTH TOPIBHIOBATU MOBEAIHKY CHCTEMH B yMOBaX pPi3HOI
HIUTBHOCTI PECYPCIB.

Orxe, y Mexax 1ie€i poOOTH JIOTIYHO 00paTH TEXHOJIOTIYHUHN CTEK, SIKMK J03BOJISE
MOETHATA TIBUIKE MPOTOTHITYBaHHS, KOHTPOJb HAJ PECypcaMyd Ta MOXJIUBICTh
OTpUMATH 00’ €KTHUBHI MOKA3HUKU MNPOAYKTHUBHOCTI. CaMe 1HCTPYMEHTH CTPIMIHTY,
npodiIIOBaHHA 1 BUMIpIOBaHHs frame time MOBHMHHI CTaTU OCHOBHOIO MPaKTUYHOI
peanizalli Ta mojaabIIuX eKCIIEPUMEHTIB.

1.5 BucHoBkH 110 po3nuty 1

VY mepmomMy po3ainy Oyio poO3TIsHYyTO NMpoOJieMy pPEeHIEPUHTY BEIUKHUX CIIEH,
OCHOBHI MPUYMHU TEPEBAHTAXKEHHS Bijeonam’siTli Ta HACHIIKH HEe(KTHBHOTO
ynpaBimiHHS —rpadidHuMuA  pecypcamu. [lokazaHo, 1m0 TPOCTE CTaTHYHE
3aBaHTAKEHHS pecypciB He 3abe3mnedye cTadiIbHOI POOOTH BEIUKHX CIICH, a OTXKK,
noTpedye 3acTOCyBaHHS JAWHAMIYHUX 1 aJanTUBHMX TmiaxonaiB. byio Takox
PO3IIIIHYTO OCHOBHI METOJIM OINTHUMI3alli, cepeln SKUX streaming, mipmapping,
LOD, virtual texturing 1 sparse residency, Unity SVT 1 Vulkan sparse resources €
MPUKIAJaMi Cy4YaHW3 MEXaHI3MIB, Kl IMIATBEPKYIOTh MPAKTUUHY aKTyalbHICTh
PO30MBaHHA TEKCTYp HE YACTHHHU Ta KEPYBaHHSA iIXHbOIO PE3UICHTHICTIO.
[IpoBenenuii aHami3 MokKaszaB, IO HAWOIIBII MEPCICKTUBHUM HAIMPSMOK € came
anantuBHe kepyBaHHS mam saTTi0 GPU, OCKIIBKM BOHO JI03BOJISIE Y3TOJUTHU
OOMEKEHHsI anapaTHOro CEpeAOBMINA 3 BUMOTaMH JI0 SIKOCTI 300paxeHHs. Ha
BIJIMIHY BIJl TPOCTHUX METOMIB ONTUMI3Allli, aJaNTUBHUNA MEHEKEp IaM ATi
BpaxoBY€ aKTYaJIbHICTh PECYPCIB, CTaH CIIEHH, HAMIPSIMOK PyXy KaMepH, PIOpUTETH
TEKCTYpP 1 MOXKJIMBOCTI anapaTHoi rargopmu. Lle cTBoproe 0CHOBY uisi TOOY10BU
THYYKOi CUCTEMH, sKa Oyjae e(pEeKTUBHO MpaItoBaTH SIK Ha O1IBII MOTY>KHUX, TaK 1
Ha MeHII npoaykruBHUX [IK.

3 TOYKH 30py NOJAIBIIMX PO3JAUIIB AUILUIOMHOI pOoOOTH 1€l aHami3 € 0a3or s
IPOEKTYBAHHSI BIIACHOTO MEXaHI3My TiABAaHTAXXEHHS Ta BUBAHTAXKCHHY PECypPMBa,
peanixiii mpoTOTHUITYy 1 MPOBEACHHS ekcriepuMeHTiB. CaMe pe3ysibTaTh TaKoro
MPAKTUYHOTO MOJEIIIOBAHHSA 1a]TyTh 3MOTY OI[IHUTH, HACKIJIbKU aIallTUBHA CUCTEMA
MOKpaIly€e IJIaBHICTh PEHJSPUHTY, 3MEHIIy€E KUTBKICTh Ipocijanb frame time Ta
parioHaiHe BuKopuctanHs VRAM.



Poznin 2 TlpoekTyBaHHS CUCTEMH ONTHUMI3AIT PEHAEPUHTY BEIUKHUX CLIEH Yepe3
ajganTuBHE KepyBaHHS naM ATrTio GPU
2.1 ITocTaHoBKa 3a7a4l 10 CUCTEMU

VY Mexax maHoi kBajidikamiiiHoi poOOTH HEOOXITHO PO3POOUTH MPOTOTHII
CUCTEMH, sika 3abe3neuye eheKTUBHE KepyBaHHS IpaiyHUMHU pecypcamu Mija yac
peHaepuHry Benukoi cueHu. OCHOBHa MeTa MOJsrae B TOMY, 100 3MEHIIMTH
NePEBAHTAXXCHHS BiZlconaM’ sITi, 3HU3UTH KIIbKICTh (PPU3IB 1 IMABUIIUTH IIABHICTH
BIIOOpaBKEHHsI 0€3 CyTTEBOI BTpaTH BI3yalbHOI sIKOCTI. s 1mporo cucrema
NOBUHHA B PEKHUMI PEAIbHOTO Yacy BU3HAYATH, SIKI PECYPCH HEOOXITHO 3aIUILIUTH
B VRAM, ski ciijg 3aBaHTQXUTU Hameped, a sSKI MOXKHAa BHBAaHTXUTH 0e€3
HEraTUBHOTO BIUIMBY HA CIIPUMHATTS CLICHH.

Ha mpakrtuii Taka 3aaya BUHMKA€E TOJI, KOJHM CIIEHAa MICTUTh 3HAa4YHY
KUTBKICTh TEKCTYP, MOJIEJICH, JeTalIei, MaTepialiB Ta IHIINUX TpadiuHUX EIEMEHTIB.
Sx110 BCi 111 pecypcy 3aBaHTaXKyBaTH OJJHOYACHO, HABITH JIOCUThH MOTYKHA CHCTEMA
MO’K€ 3ITKHYTHCh 3 HECTAuel0 BijeonaMm’siTl. Y pe3yjbTaTli BUHUKAE TOJATKOBUI
OOMIH JaHMMHM MIX OINEpaTUBHOI mam’ iATTio Ta VRAM, 1o CyTT€BO 3HMXKYE
OpOayKTUBHICTh. Came TOMY B JaHii poOpOTI pO3IISIIA€TbCAd HE CTaTUYHUH, a
aanTUBHUHN MIAX1T 10 KepyBaHHs nam’ stTio GPU.

CueHa (pecypck, of'ekTi) Mogynes aHanizy cueHW

MeHeo#ep pUIMOETHOCTI VRAM

Pucynok 2.1 3aranpHa apXiTeKTypa CUCTEMU

Jlns moOymoBH Takoi CHCTEMH HEOOXigHO BU3HA4YMTH Halip Bumor. Ilo-
nepiie, cucTeMa MOBHUHHA MPAIIOBATH ACUHXPOHHO, TOOTO IMiIBAHTAXKEHHS PECYPCIB
HE TOBHHHO OJIOKYBaTH OCHOBHHI peHJepuHTOBHil TOTIK. [lo-mpyre, morpiOen
MEXaHI3M TMpIOpUTETU3alli pecypciB, SKUH ypaxOBYyBaTHUME iXHIO BUAHMICTD,
BIJICTaHb J10 KaMEPH, TUIOLLY Ha €KpaHi Ta UMOBIPHICTh MOJAIbIIOT0 BUKOPUCTAHHS.
[To-Tpere, cuctema TOBMHHAa OyTH TNPUAATHOIO IS TECTYBaHHS Ha Pi3HUX
anapaTHUX KOH(DIrypaiisix, OCKiJIbKYA MOBEAIHKAa MEHEKEpa ITaM’ IT1 MOKE CYTTEBO



BIIPI3HUTHCS 3aliexHO BII 00cary VRAM, mBuakoali HakonudyBaya W
xapakrepuctuk GPU.

[le ogHi€r0 BUMOTOIO € MacTaboBaHicTh. CUCTEMA Ma€ MPALIOBATH HE JIUIIIE
Ha OJIHINA TECTOBIM CIICHI, a ¥ Ha IHIIUX MOJIOHMX CEepeOBHUINAX, JIE CTPYKTypa
pecypciB Moke Biapi3HsATUCA. Came TOMY B MeXaX MPOEKTY HEOOX1THO pO3poOUTH
MOJYJIbHY apXITEKTYpy, Y SKiil KOXKEH €eMEHT BUKOHYE OOMEKEHE KOJIO 3ajad.
Takuii TiAXiA MO3BOJISE CHPOCTUTH peati3alliio, MOJICTIIYE TECTYBaHHS W Jae
MOKJIMBICTh Y MAOYTHROMY PO3LIMPIOBATH CUCTEMY 0€3 MOBHOI'O NEPENUCYBaHHS
KOJY.

Takum yuHOM, 3a7a9a MPOEKTYBAHHS 3BOJIUTHCS 10 CTBOPCHHS aJIalITUBHOTO
MeXaHI3My, SIKMi Ha OCHOB1 HA0OPY BX1IHUX MMapaMeTPiB KYpye >KUTTEBUM ITUKIOM
rpadiyHUX pecypciB i1 3a0e3neuye cTablIbHUN PEHICPUHT BEIMKUX CIieH. Buxoasun
3 I[bOTO, JaJTi AOIIBHO PO3TIITHYTH apXITEKTypy MailOyTHROT CUCTEMH Ta 1i OCHOBHI
KOMITOHEHTH.

2.2 AHani3 BXIJJHUX JAHUX Ta KPUTEPIiB IPIOPUTETY PECypCiB

Jlns Toro mo6 cucrema Morjia mpuiMaTd OOTPYHTOBaHI PIIIEHHS I0/0
3aBaHTaXCHHS a00 BHMBAHTAXCHHS PECYpCiB, BOHA TOBHMHHA OTPUMYBaTH Ta
aHaji3yBaTH Hab1p mapameTpiB, SKi XapaKTEPU3YIOTh K CaM PeCypc, TaK 1 TOTOYHUN
ctaH crend. L{i mapameTpu MokHa YMOBHO MOJIUIUTH Ha KIJIbKA TPYIT: TEOMETPHUYHI,
Bi3yallbHi, POCTOPOBI Ta TEXHIYHI.

I'pyna [TapameTp Onuc Brnus Ha
napameTpiB piOpUTET
I'eomeTpuuni | Posmip  pecypcey | O6csr nam’ati | Yum OlIbIINI
(Oaitr) 3aiiMae  TEKCTypa | po3Mmip, TUM
abo MojeINb HUKYHUHN TIPIOPUTET
npu HecTaul
VRAM
I'eomeTpuuni | Tum 06’exTa Tekctypa, w™em, | BusHauae
Marepiad, Mi- | CTpaTerito
piBeHB 3aBaHTAKCHHS
I'eomerpuuni | KinbkicTb KinbkicTh Yum OisblIe
MOJIITOHIB TPUKYTHHKIB y | MOJIITOHIB TUM
MOJEIl BHUIIA BapTICTh
3aBaHTAKEHHS
BizyanbHi Bunumicts y | Un norpamsie | ko 00’ €KT
bpycTymi 00’€KT y oJjie 30py | HEBHINMHUM, TO
KaMepu npioputet 0
Bizyanbhi [Inoma Ha ekpani | YactuHa ekpany, | Yum FhiSiie]
(ScreenCovarage) | Ky 3aiimMae 00’€KT | MJIONIA, TUM
BUIIIUH TIPIOPUTET




BizyanbHi Bincranb 1o | Biacrans y | Hum FhiSiie]
Kamepu CBITOBUX BlJICTaHb, THUM
OJIMHHUIISIX HUKYHUHA IPIOPUTET
[Ipoctoposi Hampssmok  pyxy | Bexrop BukopucroByerbcs
Kamepu nepeMIlIeHHS mis prefetching
KaMepH
IIpocToposi | LIIBUAKICTH MertpiB Ha | Yum BUIIIA
KaMepH CEeKyHIY MIBUAKICTh,  THUM
mupIIa 30Ha
prefetch
Texniuni Binbna VRAM Hoctynuuii  o6csar | Yum MEHILIE
Bijeonam’ Tl (MB) | mam’si, TUM
aKTUBHIIIIE
BUBAHTAKECHHSI
TexHiuH1 HaBantaxeHHs [Toroune Busznauae
GPU (%) 3aBaHTAKCHHS arpecrBHICTH
rpadigHoro eviction
npolecopa

Tabnuns 2.1 BXiAHI AaH1 AJ1 OLIHIOBAHHS MPIOPUTETY pecypcy

Jlo reoMeTpUYHUX TNapaMmeTpiB HajJeXaTh PO3MIp pecypcy, THUI 00’€KTa,
KUIBKICTh TOJITOHIB, KUIBKICTh MIIPECYPCiB 1 TUN TeKCTypu. Hampukiazn, Benuka
TEKCTypa BUCOKOI POXIUIHLHOCTI MOTpeOye Oinbliie MicIsl B TTaM’sITi, HIXK JApIOHUN
€JIEMEHT JIEKOpY, TOMY ii 3aBaHTaKEHHS MOBUHHO OyTH 00IrpyHTOBaHUM. BonHouac
caM 10 co01 BEIMKUN PO3MIp HE 3aBXKAU 03HAYAE BUCOKUIN MTPIOPUTET: SAKILO 00’ €EKT
HE BUJIHO B KaJpi, CUCTEMa MOKE€ TUMYACOBO BIAKIACTH HOTO 3aBaHTAKECHHHI.

Jlo BI3yalbHHUX MapaMeTpiB HaleXaTb BUIUMICTh 00’€KTa, pO3Mip HOro
MPOEKITT HA €KpaHi, BIJICTaHb O KaMEPH, a TAKOX CTYIIHb MEPEKPUTTS 1HIIHUMHU
00’ extamu. L{i 3HaYEHHS 103BOJISAIOTh BUSHAYUTH, HACKUIBKU PECYPC BAXKIUBUH JIJIS
OTOYHOTO Kajpy. Hampukmnan, 00’e€kT, 10 3aiiMae 3HaA4YHYy YaCTHUHY €KpaHa, Mae
BUIIWKA TIPIOPHUTET, HIXK TOH, KWW 3HAXOJAUTHCSA Ha BiajaleHid nepudepii CiieHu.
Came TOMy B peajibHIM CHCTEMI MPIOPUTET YACTO OOUMCIIOETHCA K KOMOIHAIIs
KUIBKOX O3HaK, a HE OJTHUM KPUTEPIEM.

Jlo mpocTOpoBUX MapaMeTpiB HAJIEKATh IMOJIOKEHHS KaMepu, HaMpsSIMOK ii
pyXy, HMIBUAKICTb MEPEMIIICHHS Ta WMOBIPHOI BUIMMOCTI B HACTYIHHUX Kajpax.
Came 11 JaHl BUKOPHUCTOBYIOTBhCS IJiIsi MexaHi3Mmy prefetching, komu cucrtema
HAMaraeThCsl 3aBaHTAKUTU PECYPCH 1€ JO TOT0, K BOHU CTaHYTh MOTPIOHHUMHU.
Takuii migxim momomarae 3a0e3MEYWTH TUTABHICTh T4 YHHKATH 3aTPUMOK, aje



notpedye aKypaTHOTO HaNAmTyBaHHA, 00 HE TEPEBAHTAXKUTH TIaM’ SITh 3aiBUMH
JTAHUMU.

JIo TexXHIYHMX NapameTpiB HajexaThb MOTOYHHUNA 0Ocsar BuUibHOI VRAM,
MIBUAKICTh OOMIHY 3 HAKONMYYBaueM Ta MOTOYHUHN piBeHb HaBaHTaxkeHHs Ha GPU.
Ili moka3HMKM BH3HAYAIOTh, HACKUJIBKHM arpeCHBHO CHCTEMa MOXE J[IATH B
KOHKpeTHUN MoMeHT. Hampuknan, skmo VRAM wMaiike 3amoBHEHa, ajlrOpUTM
MOBUHEH aKTUBHIIIIE BUBAHTAXYBATH HU3BKOMPIOPUTETHI pecypcu. Ko K BITbHOT
naMm’aTi  JOCTaTHbO, MOXXHA JO3BOJIMTU Iupmuil  Oydep momnepeIHbOro
3aBaHTAKEHHSI.

JUist OUThII 3pYYHOTO aHai3y BCl pecypcH JOIUIBHO 30epiraTu y BUIJISAL
CTPYKTYPHOTO 3aMHCYy, IKKI MICTUTh 1ICHTU(IKATOP, THUII, PO3MIpP, YaC OCTAaHHLOTO
BUKOPUCTAHHS, MPIOPUTET Ta CTaH pe3ugeHTHOCTl. lle mo3Bonsge MIBUAKO
BUKOHYBATH TONIYK 1 MPUAMATH PIIIICHHS B MEXaX OJTHOTO ITUKITy PEHICPHUHTY.

[lone IIpu3HavyeHHs

ResourcelD YHikanpHUH 11eHTU]IKATOp pecypey

ResourceType Tun pecypcey( TeKCTypa, MOJeb, MITI-piBEHb, TAI)

Size OO0csr naM’4Ti, SIKHM 3aliMae pecypc

LastAccessTime | Yac(cekyHau BiJ CTApTy) OCTAHbOTO 3BEPHEHHS

Priority [ToTounwmii piBeHb BaXJIUBOCTI

ResidentState O3naka, yu 3HaxoauThes pecypc y VRAM

LoadState CraH 3aBaHaTaXEHHS: OUIKY€, 3aBAHTAXY€EThCS, TOTOBUM
ScreenCovarage | I[linoma, IKy pecypc 3ailMae Ha eKpaHi

Ta6nuns 2.2 Tuknan CTpYKTypH 3alUCy PO pecype

JUiss  mpakTUyHOI — peanizaiii  JOIIbHO BUKOPUCTOBYBATH  YHCIIOBY
IHTErpaJibHy OIIHKY TpiopuTeTy. BoHa Moxe o0uMcimyBaTHCS K 3Ba)K€Ha cyma
KUIBKOX HOpPMaJli30BaHMX IOKa3HMKIB. Hampukiasn, Oinbplly Bary MOXKHa HajJaTh
BUJIMMOCTI Ta ILJIOII Ha €KpaHi, a MEHIIY — BiJICTaHI Ta POTHO3Y pyxy. Baxkimso
mo6 ¢opmymna Oyina TpOCTOIO s OOYUCICHHS B pPEaTbHOMY 4Yaci, OCKUIBKH
MEHE [KEp MaM’ ATi IOBUHEH MPAIIOBATH JTyKE IIBUJIKO.
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Pucynok 2.2 [Ipuknaz 3a1eXHOCTI PIOPUTETY BiJ BUAUMOCTI Ta B1JICTaHI

Orxe, miag yac moOyJIOBH CHUCTEMH HEOOXIAHO BpaxOBYBAaTH HE OJMH
napaMeTp, a CyKyIHICTh O3HaK, SIKi JIO3BOJISIOTh BU3HAUUTH PEAJIbHY IIHHICThH
pecypcy i motoyHoro kajapy. Came 1€ 1 CTaHOBUTb OCHOBY aJalTHBHOIO
kepyBaHHs nam a0 GPU.
2.3 3aranpHa apXiTEKTypa afanTUBHOTO MeHekepa rmam’siti GPU

3anmponoHOBaHA CHUCTEMa OYAYe€ThCS 3a MOAYJbHUM TPHHIUIIOM 1
CKJIQJIA€ThCS 3 KIJIbKOX B3a€MOIOB’ SI3aHUX KOMIIOHEHTIB. Taka CTpyKTypa J103BOJIsI€
PO3AUIUTH JIOTIKY KOHTPOJIO IaM’SiTi, aHalli3y CLEHM, 3aBaHTaXEHHS PECypCIB 1
npoduioBaHHA pe3ysibTaTiB. OCHOBHOIO YaCTMHOIO CHUCTEMH € MEHEIXKep
PE3UIEHTHOCTI, KM YXBAJIIO€ PILIKHHS 111010 CTaHY KOXHOT'O PECYPCY B PEXHUMI
peasIbHOTO Yacy.



Br3aHaYEHHA BUOMMMX

AHania cueHW I
pecypCis

Prefetching

Yepra acHHXpOHHOMD 2aBaHTAMEHHA

Moayns noryeaxsHA / npodinkoBaqHHA

Pucynox 2.3 JleranbHa apXiTeKpTypa MOIYIIB CUCTEMHU

Mopyns aHamizy clieHd BiamoBimae 3a 30ip iH(opmariii mpo 00’ €kTH, M0
3HaXOASAThCA B TOJI 30py Kamepu. BiH BH3Hayae, $Ki pecypcud aKTHBHO
BUKOPUCTOBYIOTHCA, SIKI 3 HUX MOTPAILIATH 10 (QpPycTyMmy, a sKI MOXYTh CTaTH
NOTIOHMMHU B HaWOmmwkul kaapu. Ha ocHOBI 1ux maHuX (POpMyeThCS CIUCOK
KaHJIU/JIaTiB Ha 3aBaHTAXEHHS a00 BUBAHTAXKECHHSI.

Menemxep pe3uIcHTHOCTI € IIEHTPabHUM BY3J10M yci€i cuctemu. Came BiH
npuiiMae pilieHHs PO Te, AKi pecypcu MmoBUHHI OyTH po3MimieHHi y VRAM, a ski
MOXYTh OYyTM THMYAacOBO BHKIIOUEHI 3 aKTHBHOro Habopy. lns mporo BiH
BUKOPUCTOBY€E JaHI BiJ IHIIMX MOJYJIB 1 MOPIBHIOE iX 13 MOTOYHHM OOCSTOM
noctynHoi mam’siTi. Skmo 3amac VRAM pocratHiii, cucteMa MOXe 3aldulIuTU
O1IbIIIe PECYpCiB y PE3UASHTHOMY CTaHi. SKIIo maM’aTi He BUCTaYa€, BUKOHYEThHCS
BUBAHTAXKEHHSI PECYPCIB 13 HAWHIKYUM TIPIOPUTETOM.

UYepra acHMHXpPOHHOTO 3aBaHTa)XEHHsI 3a0e3leuye He3alekKHy OO0poOKy
3aIIMTIB HA IMiJa BaHTaXeHHs. Lle 0cOOIMBO BaXKIMBO JJIs BEIMKHX CIICH, OCKUIBKH
CUHXPOHHE 3aBaHTAKEHHS MOKE 3yIMUHATH PEHAUPEHTOBUN LUK 1 IPU3BOIUTH 10
BI3yaJIbHUX apTe(aKTiB.



Mopnyne prefeching ananizye HampsMOK pyXy KaMepu 1 IMpPOTHO3YE, SKi

pecypcu MOXYTh 3HAJOOUTHUCS HAUOIMKYUM 4acoM. Y HaWMpOCTIIIOMY BUMOAIKY
BIH 3aBaHTa)K€ CYCIJHI TalJin TEKCTyp abo pecypcu 3 00JacTi, KyJU pyXaeThCs
Kamepa. Y OUIbII CKJIQJIHOMY BapiaHTI BIH BPaxOBYE ICTOPIIO MEPEMIIICHHS
KOPHCTyBauya Ta IHTCHCUBHICTB B3a€MOJI1 31 CIICHOIO.
Monyns noryBaHHs 1 TpodiTroBaHHS (PiKCy€ OCHOBHI MOKa3HUKUA POOOTH CUCTEMHU:
KUTBKICTh ]I BaHTAXEHHS TaWJIiB, YMCJIO BHUBAHTAXEHUX PECYPCIB, MOTOYHE
BukopuctanHsi VRAM, cepenniii yac o0poOKu 3anuTy Ta KiabKicTh (pu3iB. L1 qaHi
OynyTh BUKOPUCTaHI B €KCTPUMAJIbHIN YaCTHUHI POOOTH.

Movarok kagpy 3iGpaTi enaumi 06'eKTI OBY9MCNATA NpIOpUTETH

L

BigcopTyeatw 3a
NPIOPUTETOM

Hogatv oo “epru

Pec BUAEHTHWAT
3ABAHTAMEHHA YRC pe3n

TAK

VRAM = nimiTy?

TAK

BHBEHTAXUTH 3 HA3LKIAM

. Sanyctutk prefetching
npiopyTETOM

<L

3anucatm CTATUCTHKY

KiHelk kanpy

IRRRIRY

Pucynox 2.4 Jlorika po60TH aganTUBHOTO MEHEHKepa

TakuM YMHOM, apXITEKTypa CHUCTEMH IOBMHHA 3a0€3ME€YUTH OJHOYACHO
THYYKICTh, IIBHAKOIIO Ta 3pYYHICTh MOAANBLIOr0 TecTyBaHHsA. CaMe MOaysbHA
CTPYKTypa € HaWOUIbII TNPUIATHOI OCKIJIBKM BOHA JIO3BOJISIE peaii3yBaTH
nparne3aaTHUN TpoToTUI 0€3 HaAMIPHOI CKJIaIHOCTI.

2.4 Jlorika poTOTH MEHEKepa pe3uIeHTHOCTI

MeHemxep pPE3UIEHTHOCTI € KIIOYOBUM THPOTPaMHUM KOMIIOHEHTOM, SKHil
KOHTPOITIOE JKUTTEBUH LUK rpadigHux pecypcis. FIoro ocHOBHE 3aBIaHHS MOJIATAE
B TOMY, 100 Y KOKHHM MOMEHT 4Yacy NIATPUMYBATH aKTyaJlbHUI HAOlp JaHUX y



VRAM 1 He 10IyCTUTH NEPEBUILIEHHS JOMYCTTUMOr0 00cary mam’sri. [lpu upbomy
BIH [IOBUHEH yXBAJIOBATH PIILIEHHS IIBUKO, OCKUIBKH MPALIOE€ B MEXKAX OJHOT0 a00
KUIBKOX KaJIpiB.

Jlorika poOpTH MeHeKepa MOXKe OYTH TToiaHa Y BUTJISIA1 HACTYITHOT MTOCTI1TOBHOCTI
niii. Cnouatky cucrema 30upae iHopmariiito npo Buaumi 00’ ekt cueHu. [loTim
KOKHOMY pPECypcy TMpHU3HAYAEThCS OIliHKa mpiopurery. Jlami BHKOHYETBHCSA
MOPIBHSAHHS TOTOYHOTO BHKOpUCTaHHS VRAM i3 moctymHuM mimiTom. SIKmio
mam’sITi JOCTaTHRO, PECYPC MEPEBOIUTHCS B PE3UICHTHUH CTaH a00 3aJIUIIAETHCS B
HbOMY. SKmo Hi, cucrema (OpMye CIHCOK KAaHIWJATIB HAa BHUBAHTaXEHHS Ta
3BUIBHSE TIaM’ SITh JUUISI HOBUX JTaHUX.

VY BUTJIAII ICEBAOKOAY OCHOBHA (DYHKIIIS Ma€ IPUOIM3HO TaKUH BUTJISI;
HandleFrame():
visibleResources «— DetectVisibleResources()
for each resource in visibleResources:
resource.priority «— CalculatePriority(resource)

SortResourcesByPriority()

for each resource in visibleResources:
if resource is not resident:
RequestLoad(resource)

if VRAM usage > limit:
EvictLowPriorityResources()

PrefetchNextResources()
LogStatistics()



b
Unloaded > ReguestLoad() p Waiting
y

AsyncLoad()

Resident LoadComplete() 4 Loading

Unloaded

Pucynox 2.5 Cxema poO0TH MeHEIKepa Pe3UICHTHOCTI (CTaHU PECYPCY)

VY 1poMy anropuTMi BaXJIHBHUM €, T€ IIO MPUIMAIOTHCS OJAMH pa3 Ha BECh
piBeHb. BOHM OHOBIIOIOTHCA MIJII KOKHOTO Kaapy abo uepe3 MEeBHUM MPOMIKOK
yacy. Came Taka AMHaMiKa 1 poOUTh CUCTEMY aJanTTUBHOIO. Kpim TOro, okpemo
ciija nepeadbauntu 6ydep pecypcis, Kl BiKe 3aBaHTAKYIOThCS, aJie IlIe He TOTOBI J0
BUKOpUCTaHHA. lle 703BONIMTH YHUKHYTH AyOJIOBaHHS 3alUTIB 1 3MEHIIUTH
HaBaHTa)KCHHS HA CCTEMY BBE/ICHHSI-BUBE/ICHHS.

JIisi BUBaHTa)KEHHS PECypCiB JOLIIBHO BUKOPUCTOBYBATH TOJITHKY, SKa
noennye LRU-migxin i3 mpocTopoBHM aHami3oM. [Hakie KaKydu, HaWMEHII
HE/TaBHO BUKOPHUCTaHI peCypcy MOXKYTh BUBAaHTAXyBAaTHCS MEPIINMH, ajie JIUIIE 3a
YMOBH, 1[0 BOHM HE MalOTh BHCOKOIO MpiopuTeTy a00 HE MOTPAIISIOTH 0
IPOrHO30BaHOI 00J1acTI BUAUMOCTI. Takuil KOMIIPOMIC T03BOJISIE YHUKATH CUTYaIIli,
KOJIM pecypc 3HOBY MOTPiOEH oApa3y Miciisi BUBAHTAXKCHHS.

| Houmitrka | Iepearu | Henorixa |




FIFO ITpocToTa peanizarii He BpaxoBye peanbHy
BaKJIMBICTh PECypCy

LRU Ho6pe IIpaLroe s | He BpaxoBye MaiiOyTHIO
0araThoX CIICHapiiB BUIAMICTH

Priority-based BpaxoBye uiHHICTS | [ToTpedye TOYHOTO
pecypey HaJIAITyBaHHS Bar

Hybrid LRU + | bananc mix npoctortoro Ta | CkiaaHila peatizaiis
priority AKICTIO
Tabnuug 2.3 [TopiBHAHHS MOXKJIMBUX MOJITHK eviction

OTxe, MEHEeKep PE3UJEHTHOCTI € HE MPOCTO MEXAaHI3MOM KEIIlyBaHHS, a
IEHTPAJBLHUM €JIEMEHTOM yci€i cuctemu ontumizailii. CaMme BiJ HbOTO 3aJICKUTh,
HACKUJIbKM CTaOUIbHO MPAIlOBATUME PEHIECPUHT BEJTUKOI CIIEHU.

2.6 BucHoBku 10 po3ainy 2

Y npyromy posigim Oyiao chopMynbOBaHO 3aqady MPOEKTYBAHHS CHUCTEMHU
onTuMi3amii PEHACPUHTY BEJIWKUX CIIEH 4Yepe3 aJanTHBHE KEpyBaHHS
Bizeonam’ siTTi0 GPU. Bu3HaueHO OCHOBHI BUMOTH JI0 CUCTEMHU, HaBEJACHO MEPEiK
BX1JTHUX JaHUX, sIK1 BIUIMBAIOTh Ha PIIIICHHS PO 3aBaHTAXKEHHS a00 BUBAHTAKEHHS
pecypciB, Ta OITUCAHO 3arajIbHy apXiTeKTypy MaiOyTHHOTO TMPOTOTHITY.

[TokazaHo, 110 OCHOBOIO CHUCTEMHU € MEHEKEp PE3UJICHTHOCTI, KM TpaIIo€e B
pEeXKUMI peajbHOTO Yacy Ta ONEPy€e TAKUMU MapaMeTpamu, K BUIUMICTh PECYpCy,
BiJICTAaHb JO KaMmepu, IUIOIma Ha ekpadi, ctaH VRAM 1 moroynuii piBeHb
HaBaHTaKeHHA. OkpeMo OyJ0 PO3TISHYTO JIOTIKY aCHHXPOHHOTO 3aBaHTAKCHHS,
MmexaHi3M prefetching Ta monmiTUKKM BUBaHTaXKEHHS pecypciB. Yce 1€ CTBOPIOE
HIAIPYHTTS JUIsl NPAKTUYHOI peasti3alii, Ky Oy/ie OMMCAHO B HACTYITHOMY PO31II.
TakuM 94MHOM, y MeXaX MPOEKTYBAHHS BIAIOCS BU3HAYUTH CTPYKTYpPY CHUCTEMH,
po3mo L GYHKIINH MK MOAYJISIMH Ta 3arajibHl MPUHITUIN TPUHUHATTS pimieHb. Lle
JI03BOJISIE TIEPEUTH A0 HACTYIHOTO €Tamy — MPOTrpaMHOi peasizallii IpOTOTHUIY 1
MIPOBEJICHHSI €KCIIEPUMEHTIB.



Poznin 3. EkcnepuMeHTalibHE JOCIIKEHHS Ta aHali3 pe3yJIbTaTiB

3.1 Omnuc TecToBOTO cepenoBuIIa

Pesynbratu excrepuMEeHTaIbHOTO JOCHIKEHHSI Oe3mocepeHbo 3ajiexaTh BiJl
KoH(Irypairii o0JagHaHHS Ta MPOTPAMHOTO 3a0€3MEUYCHHS, Ha SKUX MPOBOMASITHCS
BUMIproBaHHs. Uepes 11e y nepiry 4epry HeoOXiTHO 3a(iKCyBaTH XapaKTePUCTUKH
TECTOBOTO CTEH/IA, 10 IO3BOJIUTH SIK IHTEPIPETYBATH OTPUMAaH] YHCIIa B MEXKaX IT1€T
poOOTH, TaK 1 BIATBOPUTH JOCIIIKEHHS B IHIIMX yMoOBax. TecToBuil cteHi OyB
TUTIOBHUM POOOYNM KOMIT FOTEPOM CEpPEHBOTO KIJIacy, IO BIAMOBIIA€ peatbHUM
yMOBaM, Yy SIKUX MOXYTh NpalfOBaTH IrpoBi a0o0 Bi3yali3aliiHl 3aCTOCYHKH.
[ToBHMIT mepetik amapaTHUX MapaMeTpiB HaBeaAeHO y Tadmuii 3.1.

KomnoneHr 3HaveHHs

OmneparriifHa cucteMa Windows 11 Pro 25H2, build 26200.8457

OneparuBHa nam’siTb 32 T'b DDR4

BineokapTa NVIDIA GeForce RTX 4060 Ti

OO6csr Bigeomam’sTi 16 I'b GDDR6

Bepcis npaiiepa GPU 32.0.15.9144 (i 02.12.2025)

HakonuuyBau npoekrty Seagate ST2000DMO008, HDD 2 Tb, 7200
00/xB

Tabmuus 3.1 AmapatHa KoH(]Irypairisi TECTOBOTO CT€H/Ia

3 ToukM 30py i€l pOOOTH BAKIUBO BUIIIUTHU /1Bl XapaKTEPUCTUKHU IIbOTO CTEH/IA.
[Tepmia — o6csr Bimeonam’siti 16 I'b, skuii BiAMOBIIa€ Cy4acCHOMY CEpPEIHbOMY
KJIacy 1 JIO3BOJISIE PO3MICTUTH JOBOJII BEJIMKUM OOCAT pEeCcypciB, aje BOJHOYAC
3QJIMIIIAE TIPOCTIP ISl TIepEeBaHTaXXEHHA y pekuMi 0e3 omrumizarii. Lle poOuts
MOPIBHSHHS aJallTUBHOI Ta CTaTUYHOI CTpaTerii 3MICTOBHHUM: PI3HMII MK HUMH
NPOSABISETbCS Y (DAKTUYHUX TIOKA3HWKAxX, a He JHIle TeopeTudHo. J[lpyra
XapakTepucTuka — HakonuvyBau y Burisni HDD, a ae SSD. Ile cTBoproe cyTTeBO
OLIbII 3aTPUMKH NPU ACUHXPOHHOMY 3aBaHTAKEHHI pecypciB, HDK Oyno O Ha
TBEPJIOTIILHOMY JUCKY, 1 JO3BOJISIE OUIBII SCKPaBO MOOAYUTH poOOTY streaming-
MEXaHI3MIB Y HECHPHUATIIMBUX JUII HUX yMOBaX. SIKIO ajanTUBHA CHUCTEMa
neMOHCTpye cTabinbHy pobory Ha HDD, To Ha SSD ii noBeninka Oyxae 1ie
TUTABHIIIOIO.

[Iporpamue cepeoBHILE IPOEKTY OOPAHO TAKUM YMHOM, 11100 MaKCUMAaJIbHO
BIJIMOBIIATH  CY4YaCHUM  CTaHIApTaM pO3POOKH ITPOBHX  3aCTOCYHKIB 3
dboTopeaniCTHIHIM PEHACPUHTOM. YCl KIIFOUYOBI TapamMeTpu HABEACHO y TaOJIHII
3.2.

ITapamerp 3HaveHHs
Bepcis Unity 6000.3.13f1 (Unity 6.3 LTS)




Render Pipeline High Definition RP (HDRP)
Bepcisst HDRP 17.3.0

Scripting Backend Mono

API Compeatibility Level NET Standard 2.1

Quality Level Ultra

Tabmuug 3.2 [Tapamerpu Unity Ta HDRP

Bepcist Unity 6.3 LTS oOpaHa ik oCTaHHSI JOBFOMIATPUMYBaHA peAaKLis, y
K1 yxe ctabim3oBaHl Bci HOBI mexaHisMu HDRP, Bkimouno 3 GPU Resident
Drawer Ta onoienum Virtual Texturing. Cam pennep-maitmuaitn HDRP B3siTo
TOMY, IIIO BiH OPIEHTOBAaHUI caMe Ha CIICHU 3 BUCOKOIO JICTANI3AIIEI0 Ta 3HAYHUM
0o0csTOM pecypciB, IO IUJIKOM BiamoBimae Temi podorm [11]. Quality Level
BCTaHOBJIEHO Yy pexuM Ultra, OCKITbKU TIJIbKM HA BUCOKUX HAJIAINTYBAaHHAX SKOCT1
e(eKT BiJ aJanTUBHOTO KEPYBAHHS IaM ATTIO CTa€ KIIbKICHO BIJYYTHHM: Ha
HU3bKUX HANAMTYBaHHAX YyCI TEKCTypM AaBTOMAaTHYHO CTHCKAIOThCS  Ta
3MEHILYIOThCS Y PO3AUIBHOCTI, 1 PI3HULIA MK PEXKUMaMHU (PAKTUYHO HIBETIOETHCS.

Scripting Backend Mono ta API Compatibility Level .NET Standard 2.1
0o0paHO 3a 3aMOBUYBAHHSIM JJII MPUCKOPEHHS PO3pOOKH. Y MPOAYKTUBHIN 301pIli
BUKOpuCTOBYeThcsl  [L2CPP, ajse  OCKUTbBKM  €KCIIEPUMEHT  BUKOHYETHCS
6esnocepennpo B Editor Play Mode, piBers onTumizaiiii Koy He € BU3HaYaIbHUM
¢dakTopom, a Mono 3abe3nedye MBUAIII iTEpalii miJ1 4ac po3poOKH.

TakuM 4YMHOM, TECTOBUU CTEHJ| BIJOOpa’kae peasiicCTUYHYy pPoOOYYy CTaHIIIIO
po3poOHHKa a0 KOPUCTYBaua, SIKHH HE BUKOPHCTOBYE HaWIOpOKUYe OOJIagHAHHS,
ajze Mae joctaTHi pecypcu s podotu 3 HDRP-cuenamu. [Moganeini miapo3aiiu
MICTATh OMHCH CaMOi CIICHH, METOJMKU €KCIEPUMEHTY Ta OTPUMAHUX YHUCIOBHX
pe3yibTaTiB.

3.2 ApxiTeKkTypa eKCIIEpUMEHTAIIbHOI CLICHU

JI1st mpoBeiIeHHST BUMIPIOBaHb HEOOX1/THA CIIEHA, sIKa OJJTHOYACHO € IOCTATHbO
BEJIMKOIO, 1100 BHUABUTH OOMEKEHHS CTAaTMYHOrO MIiAXOdy, 1 JOCHUTh
KOHTPOJILOBAHOIO, 11100 rapaHTyBaTH BiJITBOPIOBAHICTh pe3yibTaTiB. Buxonsuu 3
BOTO, U1l po0b0TH OyJI0 00paHO HE MPUPOAHMIM JTaHAIAdT YU FTOTOBUIN acCET-TaK,
a CHHTETHYHY CIICHY, 1110 TIOBHICTIO T€HEPYETHCS Y KOJII TIPH 3ammycKy. Takui miaxis
J03BOJISIE Y OYIb-IKMI MOMEHT 3MIHUTH KUIBKICTh 00’ €KTIB, IXHE pO3TalTyBaHHS
a60 Habip TEKCTYp, HE MOPYIIYIOYH 1HIITUX YACTHH CUCTEMH.

CTBOpEHHS ClICHU BUKOHYE KOMIOHEHT Scene(Generator, iKui mija 4ac momii
Awake renepye 500 nmpoctux 06’ektiB Tumy Cube 1 po3kianae ix piBHOMIPHO Y
NpSMOKYTHi# 30H1 po3mipamu 350 Ha 500 meTpiB. 1J1s1 pIBHOMIPHOCTI BUKOPHUCTAHO
HE BWIIQJIKOBE, a CITKOBE PO3MINICHHS 3 HEBEJIMKUM BHUIIAJIKOBUM 3MIIICHHIM



BCEPEAMHI KOXKHOI KOMIPKH. 3aBASKA LIbOMY YHUKHYTO XapakKTEpHOI MpoOiemMu
YUCTO BUIAJKOBOI TeHepalii — KilacTepusallii, KOJM 4YacTHHA 00 €KTIB
HAKOMHUYYETHCS B OJTHOMY KYTKY, a 1HIIIA YaCTUHA 30HU 3aJIUIIAETHCS MOPOKHBOIO.
3arasibH1 TapaMeTpH CIICHW HaBeeHo y Tabmuil 3.3.

ITapamertp 3HaveHHs

KisibkicTh 00’ €KTIB 500

[ITupuna 308U (Bich X) 350 m

['mubuHa 300U (Bich 7)) 500 m

MiHiManbHH MacIITab 1.5

MakcumanbHUi MaciiTad 4.0

Tum 00’ €xTiB Cube (crangaptauii primitive Unity)
KinbKiCTh YHIKQJIBHUX MaTepiaiiB 5

O6mikoBa mam’siTh  Ha  00’ekt | 16 Mb

(SizeMB)

Ta6mung 3.3 [TapameTpu TE€CTOBOT ClieHU

Koxen 3renepoBanuii 00’€KT aBTOMaTUYHO OTPUMYE J[BA 10JATKOBI KOMITOHEHTH:
MaterialLoader, sikuii BiAMOBia€ 3a ACUHXPOHHE 3aBAaHTAXKEHHS TEKCTyp, Ta
ResourceRegistrar, sikuii peecTtpye 00’€KT y MEHEMKepl Pe3WACHTHOCTI. Tum
MaTepiany OOHMpaeThCs BHMIAAKOBO 3 IUSITH Hamepesa MiATOTOBIEHUX HAOOpIB.
Koxen HaOip cknamaerbcst 3 TpboX TeKCTyp y ¢opmari PNG po3aiibHOCTI
2048x%2048: nudysna (Albedo), nopmanbna (NormalGL y OpenGL-dopmarti) Ta
Mmacka mopcTtkocTi (Roughness), mo Bianosinae cydacHit PBR-moneni. Konkperno
y po6oTi Bukopuctano matepianu Bricks045, Concrete034, Metal032, Wood049 ta
Ground037 — nierury, 6€TOH, MeTaI, IEPEBO Ta 3eMJIt0. Take pi3HOMAHITTS JO3BOJISE
no0aunTH TOBEAIHKY CHCTEMH Ha pecypcax pI3HOTO THITy, a CaMa KUIbKICTh
YHIKQJIBHUX TeKCcTyp (Bcboro 15) poOuth HaBaHTaxkeHHs Ha VRAM
IPOTHO30BaHUM.

Jlns 3HOMKHM TECTOBOTO CIICHApil0 BUKOPHCTAHO BIpTyallbHYy Kamepy, ska
pyXaeThes CIIEHOIO 3a Hamepe 3a/1aHoko TpaekTopieto. Llei pyx peanizoBaHo uepes
komroHeHT CameraPath 1 Habip 3 BOCBMH KOHTPOJIBHMX TOYOK — TaK 3BaHHUX
waypoints. Kamepa mocnijoBHO TepeMillyeTbCs BiJ OJIHOrO waypoint 0
HACTYITHOTO 31 MBUIKICTIO 35 OJMHUILIG 33 CEKYH]y, IIJIAaBHO MOBEPTAIOYUCH Y OIK
[1JIbOBOI TOYKU. TOYHI KOOpAMHATHU yCiX waypoints HaBeJieHO y Tabmuii 3.4.

Touka X Y Z

WP 00 0 60 -50
WP 01 140 25 80
WP 02 140 10 250
WP 03 -140 10 400
WP 04 -140 40 200




WP 05 0 70 100
WP 06 140 20 480
WP 07 0 80 250
Ta6mus 3.4 Koopaunatu waypoints kamepu

TpaexTopito OyJ0 CIPOEKTOBAHO TAKUM YMHOM, 11100 KaMmepa MOCIiJOBHO OXOIUIa
pi3H1 30HM crieHU: cioyarky orisd sropu (WP_001 WP_05, WP_07 na Bucori 60—
80 M), moTimM OH3bKI TPOIBOTH Kpi3h cKkymaeHHs 00’ ekTiB (WP 02 1 WP 03 Ha
BucoTi yumie 10 M), a 1asi moBepHEHHsI Bropy. Takuil matepH pyxXy MakCUMaIbHO
aKTHBI3Y€ aJIalITUBHY JIOTIKY CHCTEMH: ITPH HU3bKHUX MPOJIHOTaX y GPyCcCTYM Kamepu
0JIHOYACHO NOTparuisie 6arato 00’ €KTIB, a MPH OTJISA/I1 3TOPU YACTHUHA 3 HUX 3aJIHUIIAE
Kagp 1 Mae OyTH BHBaHTaXeHa. 3arajbHa TPHUBAIICTh MapUIPYTy OOMEKeHa
napametpoM TestDuration y 90 cekyH, ajie Ha MPaKTHIll KaMmepa MPOXOAUTH YCi
TOYKH 1 3yMHUHIETHCS paHilie — OpieHTOBHO 3a 50 cexkyH/1. 3araJbHUI BUTJIS] CIICHH
3 BUJy 3BEpXY HaBEJCHO Ha PUCYHKY 3.1.

PR W

Pucynok 3.1 3aranpHuii BUIIIs 3T€HEPOBAHOI TECTOBOI CLIEHH

TakuM 4YHMHOM, TecTOBa ClLEHa MOOyJOBaHAa 3a MPHUHIMIIOM MIHIMAJIBHOI
nocrarHocTi: 500 mpoctux 00’€KTIB 3 M’ATbMa MaTepiajiamu, pPO3KUIAAHUX Y
OPsIMOKYTHIN 30H1 3 BIIOMUMHU PO3Mipamu, 1 kamepa 3 (1KCOBAHOIO TPAEKTOPIEIO.
3aBIAKH LIbOMY IIPU KOKHOMY 3aIlyCKy CHUCTEMa OTPUMY€E OJHAKOBI YMOBH, IO €
HEOOX1THOI TePeAyMOBOIO Il 00 €KTUBHOIO IOPIBHSAHHS PEXKHUMIB POOOTH Y
HACTYTHUX MiPO31JIax.



3.3 Metoauka npoBeIeHHSI EKCIIEPUMEHTIB

Jl1st 00’ €KTUBHOI OLIHKM pOOOTH PO3pOOJIEHOT CUCTEMH HEOOXIIHO chOopMyBaTu
METOJIUKY, SIKa TO3BOJIUTh OTPUMYBATH TIOPIBHSHHI Ta MOBTOPIOBANIbHI Pe3yJIbTATH.
VY mexax gaHoi poOOTH eKCIIEPUMEHT OPraHi30BaHO SIK MPSMUN TOPIBHSUIBHUI TECT
JIBOX PEKUMIB pOOOTH CUCTEMU Ha OJIHIH 1 TiH K€ CIIEHI, 3 0JJTHAKOBOIO TPAEKTOPIEIO
KaMepH Ta OJHAKOBUMH IOYATKOBHMMH YMOBaMH. Takwil MmiaXia Ja€ MOXKIHUBICTh
BIJIOKPEMUTH BIUIUB CAMOTO MEXaHI3My QJanTHBHOTO KEPYyBaHHS TaM’ SITTIO BiJ
IHIIMX YUHHUKIB, T[OB A3aHUX 13 pOOOTOI pyllis, peHAep-NalIuiaiiHy 4H
0COOJIMBOCTSIMU arapaTHOro 3a0e3neYeHHS.

[Tepuum pexxumom € ADAPTIVE - noBHoIIHHA poboTa CUCTEMH, 1€ MEHEIKED
PE3UJIEHTHOCT1 KEepPYy€ KUTTEBUM IUKIOM PECYPCIB y pealbHOMY Haci. Y IbOMY
peKUMI aKTUBHUM € BH3HAYEHHS BUAMMHUX PECYpCIB 4epe3 (PpycTpyM Kamepw,
ACUHXPOHHE 3aBaHTAXEHHS MaTepialliB, OHOBJIEHHS Yacy OCTAaHHBOTO JIOCTYIY
oOuncnenns mpiopurery pecypciB Ta LRU - BuBaHTaXeHHS THUX SKI He
BUKOPUCTOBYBAJIMCS MPOTATOM 3ajaHoro yacy. [Apyrum pexumom € BASELINE -
KOHTPOJIbHUI BapiaHT, y SIKOMY YCi peCypCH CIIEHHM 3aBaHTaXYIOThCS OJipa3y Ha
CTapTi 3a JomoMorow komroHeHTa StaticPreloader, a meHemxep pe3uaeHTHOCTI
3AJIMIIAETHCS BAMKHEHUM. [lepeMuKanHs MK IIUMU JIBOMa peKMMaMU peali3oBaHO
y ckpunti BaselineController. Hatuckanns knasimi Tab y wmeromi Update
nepemMukae mpanopeils nparnopeib AdaptiveModeEnable 1 Bukiinkae oguH 3 ABOX
nonoMiXXKHUX MeToiB - SetAdaptiveModeEnabled a6o SetBaselineMode. Koxen i3
HUX AaKTUBye€ a00 JCaKTUBYE MEHEIKEpP PE3UJEHTHOCTI, HaJAIlITOBYE
StaticPreloader Ha BianoBinHY MOBEAIHKY (BUBAaHTAaKEHHS BCHOT0 HAOOPY pecypciB
npu nepexoit B ADAPTIVE a6o noBHe craTuyHe 3aBaHTaXEHHS! IIPU MEPEXO/il B
BASELINE) Ta onoBmtoe iHbopMaliiifHuil Hanmuc ekpaHi. BianmoBinHy peanizaiiito
HaBEJICHO HAa PUCYHKY 3.2.



0 references
void Update()
{
if (Input.GetKeyDown(KeyCode.Tab))
{
if (AdaptiveModeEnabled)
SetBaselineMode();
else
SetAdaptiveMode();

void SetAdaptiveMode()

AdaptiveModeEnabled = true;
Manager.enabled = true;

if (Preloader != null)

{
Preloader.IsBaseline = false;
Preloader.UnloadAll();

}

if (Logger !'= null)
Logger.LoggingEnabled = true;

UpdateModeText();
UnityEngine.Debug.Log(" [BaselineController] ADAPTIVE mode");
}
1 reference
private void SetBaselineMode()
{
AdaptiveModeEnabled = false;

Manager.enabled = false;

if (Preloader != null)
{
Preloader.IsBaseline = true;
StartCoroutine(Preloader.PreloadAll());
}

if (Logger !'= null)
Logger.LoggingEnabled = true;

UpdateModeText();
UnityEngine.Debug.Log(" [BaselineController] BASELINE mode");

Pucynok 3.2 Jlictunr kony BaselineController: nepemukanHs pexxumiB

KoHKkpeTHI 3HAaueHHA NapaMeTpiB MEHEIKepa PEe3UACHTHOCTI, 3 AKUMHU
MIPOBOJIMIIMCS] €KCIIEPUMEHTH, HaBeJieHo Y Tabuwmi 3.5. Ll 3HaueHHs nigdupanucs
EKCTIIEPUMEHTAJIbHO TaKUM YMHOM, 11100 JiMiT VRAM OyB 10CTaTHHO TICHUM JJIs
aKTHBaIlll MEXaHI3My BHBAHTA)XCHHsI, aje HE HACTUILKM MajuM, 100 cHcTeMma
MOCTIMHO nepedyBaia y CTaHl IepeBaHTAKECHHS.

ITapametp 3nauenHs | [Ipu3HaveHHst

VramLimitBytes 1.51Tb Makcumaneauii o0car VRAM 1ix
KypYBaHHSs

UpdateEveryFrames 5 [lepionuuHicTh BUKJIUKY
HandleFrame

EvictAfterSeconds 4 Yac 0e3MSITBbHOCTI nepen
BHUBAHTAKEHHIIM

MaxConcurrentLoads 10 MakcuMyM OTHOYACHHUX 3aBAaHTAKECHb




Ta6muns 3.5 [TapameTpu koHdiryparii ResidencyManager

Jlns 30epekeHHsT YMOB BIATBOPIOBAHOCTI €KCEpUMEHTY B koAl SceneGenerator
3acTocoBaHo (pikcoBaHuii seed BUMaaKoBoro reveparopa. Lle o3Hauvae, mo mijx yac
KOXKHOT'O 3allyCKy TeHEepYeThbCsl OfHAa ¥ Ta caMa KoH(irypaiisi o0’€KTiB: ixHi
no3uilii, MacmrTabu, HaOOpU TEKCTYyp Ta OpPIEHTAIlSl 3aJUIIAETHCS HE3MIHHUMU.
Kamepa y 000X pexxumax pyXaeTbes MO OJHAKOBIN TPAEKTOPIi 3 TUMU K CAMHUMH
waypoints, 110 J03BOJISIE TOBOPUTH PO TIOPIBHIHHS CaMe MOBEIIHKYA CUCTEMH, a HE
BUIMAJIKOBUX 3MiH y ciieHi. Kilto4yoBy 4YacTuHy KOy TeHepaTopa IOKa3aHO Ha
pUCYHKY 3.3.



e void GenerateScene(

// Use grid to spread objects evenly (no clustering)
int cols = Mathf.CeilToInt(Mathf.Sqrt(

ObjectCount * (AreaWidth / AreaDepth)));
int rows = Mathf.CeilToInt((float)ObjectCount / cols);

float cellW = AreaWidth / cols
float cellD = AreaDepth / rows;

int idx = 0;
for {int r = 8; r < rows && idx < ObjectCount; r++)
{
for (int ¢ = B; ¢ < cols & idx < ObjectCount; c++)

I
1

// Position with jitter inside cell
float baseX = —-AreaWidth / 2f + c * cellW + cellW * 0.5f;
float baseZ = StartZ + r x cellD + cellD * 0.5f;

float jitterX = UnityEngine.Random.Range(
-cellW * 0.3f, cellW x @.3f);

float jitterZ = UnityEngine.Random.Range(
—cellD * 0.3f, cellD * @.3f);

float scale = UnityEngine.Random.Range(MinScale, MaxScale);

var go = GameObject.CreatePrimitive(PrimitiveType.Cube);
go.name = $"SceneObject_{idx:D3}";
go.transform.position = new Vector3(
baseX + jitterX,
scale * 0.5,
baseZ + jitterZ);
go.transform. localScale = Vector3.one * scale;

int t = UnityEngine.Random.Range(@, AlbedoPaths.Length);

var loader = go.AddComponent<MaterialLoader>();
loader.AlbedoPath = AlbedoPaths|[t];
loader.NormalPath = NormalPaths([t];
loader.RoughnessPath = RoughnessPaths[t];

var reg = go.AddComponent<ResourceRegistrar>();
reg.Manager = Manager;

reg.Loader = loader;

reg.SizeMB = 16;

idx++;

UnityEngine.Debug.Log(
$" [SceneGenerator] Generated {idx} objects in grid "
$"{cols}x{rows} over {AreawWidth}x{AreaDepth}m");

Pucynoxk 3.3 Jlictunr kony SceneGenerator: reHepatist 00’ €KTiB 3 pikcoBaHuM seed
TpuBasticTh OTHOTO MPOTOHY CTAaHOBUTH 60 CEKyH/ BiJl MOMEHTY 3aIyCKy KaMepH;
I[LOT'0 Yacy JI0CTaTHhO, 1100 KaMepa BCTUTJIA TPOUTH BC1 BICIM KOHTPOJILHUX TOUOK
1 MOBEpHYJIUCSA Yy BUXIAHY 30HY. [lepen KO)KHUM HOBUM 3aITyCKOM CTaH CUCTEMHU
CKHUJIA€ThCA, 00 YHUKHYTH BIUIMBY MOMEPEAHHOTO 3aMyCKy Ha pe3yJIbTarT.

30ip maHux BiAOyBaeTbcs TOKaApoBO uepe3 uepe3 kommoHeHT Framelogger
samrcye y CSV-daitn mricte OCHOBHMX METPHK. Peamizaiiifo OCHOBHOTO ITHKITY
JIOTYBAaHHSI TTOKA3aHO HA PUCYHKY 3.4.



void Update()
I
1

if (!LoggingEnabled) return;

float ms = Time.deltaTime *x 1000f;
float trackedMb = Manager.GetUsedVramMB();
float actualMb = VramMonitor != null
? VramMonitor.AllocatedVramMB
: Of;
int resident = Manager.GetResidentCount();
int pending = Manager.GetPendingCount();
string mode = Manager.enabled ? "ADAPTIVE" : "BASELINE";

_buffer.AppendLine(string.Format(CultureInfo.InvariantCulture,
“{0},{1:F2},{2:F2},{3:F2},{4},{5},{6}",
_frameCount++, ms, trackedMb, actualMb,
resident, pending, mode));

if (_frameCount % FlushEveryFrames == @)
Flush();

Pucynox 3.4 Jlictunr kony FramelLogger: 30ip Ta 3anuc METpUK

[Tepenik MeTpUK, K1 JOTYIOThCS ITiJ1 YaC eKCIIEPUMEHTY, HaBeIeHO y Tadmwuii 3.6.

MeTtpuka Onunun | Onmce
i

FrameTime MC TpuBayicTh MOTOYHOTO Kajapy, OOYUCIECHHS
gyepe3 Time.deltaTime

TrackedVRAMM | Mb BHyTpimmHs OIlIHKa CHCTEMH: CyMa pPO3MIpiB

B PE3UICHTHHUX PECYPCiB

Actual VRAMMB | Mb Peanibne  Buminenns  GPU-nam’ati  depes
Profiler.GetAllocatedMemoryForGraphicsDrive
r

ResidentCount IIT. [loTouyHa KUIBKICTh peCypciB y 4ep3l Ha
3aBaHTAKEHHS

PendingCount IT. KinpkicTh pecypciB y uep3i Ha 3aBaHTaKCHHS

Mode - [Motounuit pexum pobotu(ADAPTIVE abo
BASELINE)

Tabnuus 3.6 MeTpuku, 010 JOryIOThCS il YaC €KCIIEPUMEHTY
OcobmuBy yBary ciing npunauiatd  pisauni Mk  TrackedVRAMMB  Ta
Actual VRAMMB. Ilepiiie 3HaueHHs Bi1oOpakae JUIIE Ty IaM’SITh, SIKY KOHTPOJIIOE



caM MEHEKep PE3UJIEHTHOCTI, TOOTO CyMy pO3MIpIB 3aPEECTPOBAHUX Ta AKTUBHHUX
Ha JaHUN MOMEHT pecypciB. Jpyre 3HaueHHs oKazye (PaKTUUHHI 0O0cAT maM’sITTi,
SIKAW BUJIUIUB rpadiuHuii qpaiiBep. Y 1ei 00csar BXOAATh TaKOXK BHYTPIIIHI Oydepu
HDRP, Tini, post-procrssing, mMamnu riaubuHu, render targets Ta iHII CIy>KOO0BI
pecypcu, sIKI CTBOPIOIOTHCS PYIIIEM HE3aJeKHO BiJ HAoi cuUcTeMHu. Take
PO3JIJICHHS JTO3BOJIIE MOOAYMTH, HACKUILKHM TOYHO HAIll MEHEKEp BiJoOpakae
peanpHUl ctaH VRAM, a TakoX OIIHUTH 3arajibHUN BIUTUB CUCTEMHU Ha CyMapHE
CIIOKMBAHHS TIaM ATi.

Jns  3a0e3medeHHs KOPEKTHOro 3amucy JaHux y ¢aiin, FramelLogger
BUKOPUCTOBY€EThCS KOXHI 60 kaapiB. Lle 3HMKye BIUIMB oniepaitliii BBOAY/BUBOAY Ha
yac KaJpy 1 poOUTh BUMIpIOBaHHs yucTiMMu. OkpeMo OyJio mepeadadeHo, 1o
JECATKOBI pO3MUIIOBadl y (aiiai MarTh BIANOBIIATH MIKHAPOJIHOMY CTaHIApPTy
(kparmka, a He KOMY ), OCKIJIbKA PoOOTa BUKOHYBAJIACS y CEPEIOBHIIIL 3 YKPATHCHKOIO
JIOKAJUTIO, JIe 32 3aMOBUyBaHHs kKoMa. be3 1mporo Bunpasneras CSV-daitn Oy O6u
HEMOKJIMBHUM JIJIs1 KOpEKTHOTO aHani3y y Python un Excel.

OKpIM KUIbKICHUX METPUK, Y MPOLECI TECTYBaHHS BUKOPUCTOBYETHCS Bi3yalbHUMN
KoHTposib uepe3 DebugOverlay. Lleit komnoHeHT BigoOpakae Ha €KpaHl MOTOYHI
noka3Huku FPS, kinbKicTh pe3uneHTHHX Ta pending-pecypciB, 00CsAT BUKOPUCTAHO1
VRAM Ta Ha3By aKTUBHOTO PEXUMY, SIK TOKa3aHO Ha pUCYHKY 3.5. Ile mo3Bossie y
pearbHOMY Yaci MepeKOHATHUCS, 10 CUCTEMA MPAIIOE€ OUIKYBaHO 1 10 IEPEMUKAHHS
pEXKUMIB JIHACHO 3MIHIOE MOBEIHKY MeHe/mkepa. 3okpema, y pexumi ADATIVE
3HaueHHs ResidentCount Mae 3MiHIOBAaTHUCS M1 Yac pyXy KaMepH, TOAL K Y pexXHUMI
BASELINE BOHO TNOBMHHO 3ajJMIIATHCS TOCTIMHUM TICAS  3aBEpLICHHS
MOYaTKOBOTO 3aBaHTAKCHHSI.



Mode: ADAPTIVE [Tab to switch]

Pucynok 3.5 InTepdeiic cuctemu 3 Debug-nanesnito mij yac BAKOHAHHS TECTY
[Ticns 3aBepiieHHst kKoxkHOTO 90-cekyHmHOro mporoHy CSV-daiin Komroerbes y
OKpeMy JHUPEKTOpil0 3  BIJANOBIAHOW Ha3Bow  (results adptive.csv  Ta
results_baseline.csv) mns momanbinoro anamizy. OO0poOka MaHUX BUKOHYETHCS
MoBor0 Python 3 Bukopucrannsm 6i6miorek pandas, numpy ta matplotlib [12; 13;
14]. Ha erani oOpoOku Binkuaaerbcs mnepiil 120 KaapiB KOXKHOTO 3aIucy, SKl
BIJIMOBIAI0TH (ha3l warm-up, TOOTO MOMEHTY, KOJM CHUCTEMa LIE€ HE BCTHUIJIA
NOBHICTIO cQOpMyBaTH CBIM aKTUBHUN HaOip pecypciB. s pemTu Kaapis
O0OUYHCITIOIOTHCSI CEPEIHE 3HAUCHHS, Me/lana, 95-i Ta 99-if mepreHTusI1, MIHIMYM 1
MaKCHUMYM JUIsl KOXKHOI 3 MeTpuk. Ha OCHOBI 1UX 3Ha4yeHb OynyroTbes rpadiku
YaCOBHUX 3aJIEKHOCTEH, TICTOTpaMU PO3MOJIIIB Ta TOPIBHSUIbHI Jlarpamu, SKi
HaBEJICHO Y HACTYIHUX I1IPO3/iax.

Taxum ynHOM, po3pobIIeHa METOAMKA 3a0€3Meuy€e KOHTPOJIbOBAHE CEPEIOBUIIIE IS
MOPIBHSAHHA JIBOX PEXUMIB POOOTH CUCTEMH. 3aBIAKH (PIKCOBAHUM MapaMeTpam
CLUEHHU, OJIHAKOBIM TpaEeKTOpli KaMepH, 1AEHTHYHIN KoHQIrypauii pecypciB Ta
0JIHOYaCHOMY JIOTYBaHHIO KUJIbKOX METPHUK MOXHa 00’ €KTUBHO OIL[IHUTH, HACKIIbKU
aJanTUBHE KepyBaHHS TNaM’ SATTIO BIUIMBaE Ha crnoxuBaHHa VRAM i
POIYKTUBHICTh peHAepuHry. [lomanmpini migpo3aian MICTATh KOHKPETHI YHCIIOBI
pe3ynbTaTH, OTPUMAaH1 B XO/I1 OMTMCAaHUX €KCTIEPUMEHTIB.



3.4 Pe3ynbTaTu BUMIPIOBAHHS TPOAYKTUBHOCTI Bijeomnam’ siTi

VY uboMy mipo3/i1i HABEI€HO OCHOBHI pe3yJIbTaTh TECTYBAHHS CUCTEMHU Y YACTHHI,
AKa CTOCY€TbCS CHOXKMBaHHS Bijmeonam’ siti. Came 1eil OJOK pe3ynbTaTiB €
KJTFOUOBUM JIJIs1 OIIIHKH €()eKTUBHOCT1 aJJallTUBHOTO KEPYBAHHSI, OCKIJIbKH TOJIOBHA
METa CUCTEMHU - 3MEHIIUTH 00csiT VRAM, sikuii 0JJHOYACHO 3aliMa€eThCs pecypcaMu
crieHu, 0e3 MOMITHOI BTPaTH SIKOCT1 peHaepuHry. [laHi, HaBeeH1 HUXK4Ye, OTPUMAaHO
Ha octHOBI CSV-(aitnis, ski moryBanucs kommnoHeHToM FramelLogger min gac 1Box
He3anexHux 60-cekyHaHuX mnporoHiB - y pexumi ADAPTIVE Ta y pexumi
BASELINE. KinbKicTb 3an1caHuX KaApiB y KOKHOMY ITPOTOHI CKJ1afae 0J1u3bKo 13-
14 Tucsy, 110 Aa€ TOCTATHIO CTAaTUCTUYHY 0a3y JJIsl aHaTi3Yy.

besnocepennbo 3a 3miny piBHd VRAM Bianosigae meton HandleFrame y kmaci
ResidencyManager. Bin Bukonyethbesi uepe3 koxkni UpdateEveryFrames kazapiB 1
peanizye Tpu MOCIIIOBHI Jii: BU3HAYEHHS BUIUMUX PECYpPCiB, 3aBaHTAKECHHS THUX,
Kl CTaTu BUIWMUMH, 1 BUBAHTAXEHHS THX, SKI JaBHO HE BUKOPHUCTOBYBAIUCH.
BinnoBigauii pparMeHT Koy HaBEJAEHO Ha PUCYHKY 3.6.



1refe
private void HandleFrame()

[
L

var visible = VisibilityDetector
.GetVisibleResources(_allResources);

// Build visible set for fast lookup

var visibleSet = new HashSet<string>{();

foreach (var res in visible)
visibleSet.Add(res.ResourceID);

// Load visible unloaded resources
foreach (var res in visible)
{

res.Priority = CalculatePriority(res);

if (!'res.IsResident &&
_loaders.TryGetValue(res.ResourceID, out var loader) &&
loader != null)

res.State = LoadState.Loading;
loader. LoadAndApply();
res.IsResident = true;
res.State = LoadState.Ready;

}

// Unload non-visible resident resources (LRU)
foreach (var res in _allResources)
{

if (!res.IsResident) continue;

if (visibleSet.Contains(res.ResourceID)) continue;

float stale = Time.time - res.LastAccessTime;
if (stale > EvictAfterSeconds)

if (_loaders.TryGetValue(
res.ResourceID, out var loader))

loader.Unload();
res.IsResident = false;
res.State = LoadState.Unloaded;

UnityEngine.Debug.Log(
$" [ResidencyManager] Evicted: " +
$"{res.ResourceID} " +
$"({stale:F1}s inactive)");

// VRAM pressure eviction
if (GetUsedVramBytes() > VramLimitBytes)
EvictLowPriority(visibleSet);

Pucynok 3.6 Jlictunr kony meroay HandleFrame menemxepa pe3suieHTHOCTI

PeanbHe BHKOpHCTaHHS Bigeomam’siTi y 4Yacl BioOpakae MeTpHUKa
Actual VRAMMB, AKa OTPUMYETHCS yepes BUKJIMK
Profiler.GetAllocatedMemoryForGraphicsDriver 1 mokasye ¢hakTuyHe BHIICHHS
nam’sTi rpadiuauM apaiiBepom. Ii aumHaMiKy A7 060X peXHMIB HaBEJEHO Ha
pucynky 3.7. YV pexumi BASELINE 3naueHHs Maibke oapa3y Jocsrae piBHS
6mm3bK0 4300 Mb 1 3anuimaeTscst cTablIbBHUM MPOTATOM YChOTO TECTY, OCKUTBKHU BCI
500 00’exTiB 3aBaHTaXyIOTbCs oapaszy. Y pexumi ADAPTIVE kpuBa craprye 3
piBHs 01u3bko 300 Mb 1 konuBaethest y aianazoni 1500-2500 Mb, noBToprorouu
XapakTep pyxy KaMepH.



PeanbHe BUKOpWUCTaHHA Bineonam’'aTi (ActualVRAMMB)
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Pucynox 3.7 PeanbHe BUKOpUCTAaHHS BijeonaM’ siTi y 4aci

Metpuka TrackedVRAMMB € BHyTpIIIHBOIO OIIIHKOK) CHCTEMH — CYMOIO
HOMIHAJILHUX PO3MIPIB yCiX PE3UACHTHUX PecypciB. Y HaIiil KoH}Irypaiii KoxxeH
0o0’exkt 3apeectpoBaHo sk 16 Mb, tox mnpu 500 3aBaHTa)XeHHX pecypcax
TrackedVRAMMB y BASELINE cranoButs pisno 8000 Mb. Ha pucynky 3.8
BunHo, mo y ADAPTIVE TrackedVRAMMB 1 ActualVRAMMB pyxatotbcs
CUHXPOHHO, ajie¢ Ha PI3HUX PIBHIX. BHYTpIIIHS OIliHKA 3aBUIIEHA 4Yepe3 Te, 1110
HDRP 3actrocoBye crucHenHs tekcryp y dopmarax BC7 1 BCS, toai sk o6mik
BEJIETHCA 32 HOMIHAJTLHUM po3MipoMm. J[iist poboTu 11iHHI 00MaBa TOKA3HUKU: OJITUH
XapaKTepHU3ye JOTIYHUN CTaH MEHEPKepa, 1HIHN — (DaKTUIHUI BIUTHB HA CHCTEMY.

BHYTpilWHA ouUiHKa cucTemu (TrackedVRAMMB)
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Pucynox 3.8 BHyTpimiHs o1iHKa CUCTEMH y Yaci

Posnozin 3nauens Actual VRAMMB 3a Bech 9ac TecTy HaBeeHO Ha PUCYHKY 3.9.
Y BASELINE po3znoain mae By3bkui mik HaBkojo 4327 MbB 31 cranmapTHuM
BiAXuJeHHsIM junie 13 Mb, mo miarBepaKye CTaTUUHHUM XapakTep pexumy. Y
ADAPTIVE po3nogin 31ayHo mupiuid, oxomnoe aianazon 300-3000 Mb 1 mae



KOHLEHTpawito 3HaueHb y 30H1 1500—1800 Mb. Taka (hopma cB1IYMTH PO NOCTINHE
OalaHCYBaHHSI CUCTEMH MiXK 3aBaHTAaXEHHSM 1 BUBAHTAKEHHSIM PECYPCIB.

Po3nopin 3HavYeHb ActualVRAMMB 3a Becb TecT
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Pucynok 3.9 Po3nonin 3nauens Actual VRAM 3a Bech Tect

[ToBeninky camMoro MeEHEIXKepa PE3UIAECHTHOCTI HalKpalle UIICTPYe
JMHaMIKa KUIBKOCTI 3aBaHTakeHHX 00’ekTiB (pucyHok 3.10). ¥ BASELINE
3HayeHHs1 ResidentCount cranme 1 gopiBHioe 500. YV ADAPTIVE kpuBa mae
NUIKONoAI0Hy ¢Gopmy 3 miama3zoHoMm 19-365 1 cepegnim 120. Ile o3nauae, 1o
aJlanTUBHA CHCTEMa y CepeHbOMY TpUMae y aM’siTi 6J1u3bK0 24% 00’ €KTIB CIICHH,
IPUYOMY MaKCUMyM >KOAHOTO paszy He csrae 500, mo miaATBepIXKyeE KOPEKTHY
poboty LRU-BuBaHTaKEHHS.

[uHaMika KiNbKOCTi 3aBaHTa)KeHWUX pecypcis
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Pucynox 3.10 JIlunamika KUJIBKOCT1 pe3UICHTHUX PECYPCIiB
[TimcyMKOBI 4YHCIIOBI TIOKAa3HWKW HaBeJAeHO y Ta0nuii 3.7. 3HaYeHHS
o0umcieHo 3a mepiof micius ga3zu warm-up.

IMoka3Huk ADAPTIVE BASELINE
Actual VRAMMB, cepenne 1613 Mb 4327 Mb
Actual VRAMMB, Minimym 299 Mb 4137 Mb
ActualVRAMMB, makcumym | 3079 Mb 4328 Mb




TrackedVRAMMB, cepenne 1923 Mb 8000 Mb
ResidentCount, cepegne 120 500
ResidentCount, giama3zon 19-365 500-500

Ta6mung 3.7 Cratuctrka BUKopucTtanus VRAM

ExoHoMis peanpHOi Bijeomam’siTi, oOuncieHa SK BIJHOIICHHS CEpeaHIX 3HA4YeHb
Actual VRAMMB, ckiamae 2752 Mb, a6o 63,6%. ToOTO aganTUBHUI MEHEIKED
BUKOHYE PEHACPHUHT Ti€i caMOi CIICHH 3 MaiKe BTpUYl MEHIIUM (HaKTHIHUM
oocsrom GPU-mam’siti. Y Tepminax BHyTpimHbOi omiHku TrackedVRAMMB
pi3Huus csirae 76%. Taka ekoHOMIsSI MIATBEPJXKYE TOJIOBHY Tirnmore3y poOOTH, a
BIUIUB QJAlTUBHOTO IMJAXOAY Ha MPOJYKTUBHICTH PO3TISHYTO Y HACTYITHOMY
1 IPO3III.

3.5 Pe3ynbTaTi BUMIPIOBAHHS MPOAYKTUBHOCTI PEHIECPUHTY

Exonowmist Bitonam’siTi, OTpUMaHa y TOMEPEIHFOMY MiAPO3/iTi, € BaKIUBUM, ajie
HE €IMHUM TTOKA3HUKOM €()EeKTHBHOCTI CUCTEMH. ATANITUBHUN MEXaHI3M Yy PEXUMIi
peabHOro 4Yacy MOCTIMHO 3aBaHTaXy€ Ta BUBAHTAXye€ PECypcH, 1 Il omepauli
TEOPETHYHO MOXYTh BIUIMBATH HA Yac PEHACPHUHTY OKpPEMHUX KaapiB. Tomy
HEOOXITHO OKpEeMO OIIIHUTH, SK caMe aJanTUBHE KEepyBaHHA IaM ATTIO
MO3HAYAETHCS HAa MPOJYKTUBHOCTI, TOOTO HA Yacl PEHJIEPUHTY OJHOTO Kaapy
(FrameTimeMSs) Ta moXigHui BiJl HLOTO METpPHIIi - yacToT1 KaapiB (FPS).

[Tepen posrasgom rpadikiB JOIUIBHO MOKa3aTH (pparMeHT KOy, 10 BiAMOBIIAE 32
HANO1JIBIII TOMITHE 3 TOYKH 30pY MPOIYKTUBHOCTI PIIIICHHS - BUBAHTAKEHHS HU3bKO
OpIOPUTETHUX pecypciB npu nepeBaHTaxkeHHI VRAM. Ileil MeTon BUKIMKAEThCS
JMIIE TOMl, KOJIM MOTOYHE BUKOPHUCTAHHS MaM ATI MEPEBUIIYE 3aJaHUN JIIMIT
VramLimitBytes. Bin copTye BCi pecypcu 3a nMpiopuTeToOM, OOYUCIECHUM y METO/I1
CalculatePriority, Ta mocii10BHO BUBAaHTAXYE Ti, III0 MAlOTh HAWHKYNN MP1OPUTET,
MOKHU OOCST 3BUIBHEHOT MaM’sITI HE NMEePEBUIUTh HEOOXITHUHN IIJILOBUM MOKA3HUK.
Peaizamiro HaBeneHo Ha puCyHKY 3.11.



private void EvictLowPriority(HashSet<string> visibleSet
{
_allResources.Sort((a, b) =>

a.Priority.CompareTo(b.Priority));

long freed = 0;
long target = GetUsedVramBytes() - VramLimitBytes;

foreach (var res in _allResources)
{
if (freed >= target) break;
if (!'res.IsResident) continue;
if (visibleSet.Contains(res.ResourceID)) continue;

if (_loaders.TryGetValue(res.ResourceID, out var loader) && loader != null)
{

loader.Unload();

res.IsResident = false;

res.State = LoadState.Unloaded;

freed += res.SizeBytes;

Pucynok 3.11 Jlictunr xoxy metony EvictLowPriority

3aranpHUN PO3MOLT 4Yacy Kaapy s 000X PEXHUMIB 3pyuHIIIEe 3a BCE
aHai3yBaTu y BUTIsA boxplot, sikuit HaBegaeHo Ha pucyHky 3.12. Ieii Tum rpadika
TIOKa3ye MeJlaHy, MeXI1 TEPIIOTro Ta TPETHOTO KBAPTUJIEH, a TAKOXK MEXK1 TUITOBOTO
Jliara3oHy 3HaYeHb, BUKIIOYAIOYH ITOOTMHOKI BUKH/IH.

Po3noain Yacy peHOepuHry Kaapy

4.0 1

3.5 1

Yac Kaapy, Mc

3.0
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Pucynoxk 3.12 Po3noin yacy peHAepUuHry Kajpy



Ha rpadiky BugHO, 110 Me1aHU JBOX PEXKUMIB MPAKTUYHO CIIBOAAAIOTh 1
ckJagaTh 0au3bko 3.2 mc. lle o3Havae, 1m0 y TUMIOBOMY KaJpi oOHMJIBa pEeXUMU
BUKOHYIOTh PEHJEPHUHT TPUOIM3HO 3 OJHAKOBOK IMIBUAKICTIO. OJHAK IIMpUHA
ookcy mnss ADAPTIVE nomitHo 6inbina, Hixk 1ist BASELINE yci pecypeu Bxke
3aBaHTaXEHO Ha crapTi, Toal sk y pexkumi ADAPTIVE ming uwac pyxy xamepu
MOCTITHO BUKOHYIOTHCS OTepallii 3aBaHTa)XKEHHsI a00 BUBAHTAXKEHHS, SIKi JOJIal0Th
HEBEJINKI 3aTPUMKH J0 OKPEMUX KaJPiB.
binbi neTanbHO po3MOALT Hacy KaJlpy OKa3aHo Ha rictorpami 3 pucyHky 3.13. Jlns
3pYYHOCTI MEperyisily 3HaueHHs oOpizaHo Ha piBHI 20 MC, OCKUIBKH KaJpiB, IO
nepeBuIyoTh 110 Mexy, Yy ADAPTIVE menmie onnoro Bijcotka, a y BASELINE
OKpeMi BeNMKI BUKUIM MOB’S13aH1 3 MOMEHTOM ITOYAaTKOBOI'O 3aBaHTAKEHHS, a HE 3
HOPMaJILHOIO POOOTOIO.

lNicTorpama 4acy Kagpy (3Ha4eHHA > 20 mc obpizaHi)
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Pucynok 3.13 I'ictorpama yacy kajpy

Posnonin BASELINE Burnsjgae KOMIAKTHHMM Ta CKOHIICHTPOBaHUM Y
BY3bKOMY Jiana3oHi HaBkoJio 3-4 mc. Po3mogin ADAPTIVE takox Mae ocHOBHUI
HiK y TOMy CaMOMY MICIIi, ajieé Ma€ MOMITHUNA XBICT y Oik OipIIMX 3HaueHb. Llei
XBICT 1 € BapTICTIO aJaNTHUBHOI JIOTIKH: OKpeMl KaApu, SIKI MOTpAIliie€ MOMEHT
3aBaHTAXKEHHS a00 BUBAHTAXKEHHS peCypCy, NOTPeOyIOTh OUIbIIE Yacy Ha 0OPOOKYy.
JluHaMiKy 4acTOTH KaJpiB y 4acl HaBelI€HO Ha pPUCYHKY 3.14. JIns 3MeHIeHHs
IIyMy 3aCTOCOBAHO 3TJIaJKyBaHHsS KOB3HUM cepenHim mo 50 kampax — 6€3 HbOTro
rpacdik OyB OH 3aHAJTO IIIIBHUM JJISl BI3yaJbHOTO CIIPUHHATTS.



LOunHamika YacToTun KaApiB y Yaci
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Pucynox 3.14 - Jlunamika 4acTOTH KaJIpiB y yaci

OO6uaBI KpHBi CTA01THFHO TPUMAIOTHCS Ha piBHI mpudau3Ho 280-300 FPS, 110 3HayHO
nepeBHUIIy€ HUTbOBUH piBeHb y 60 FPS, mo3Hauenuii ropu30HTaNBEHOIO MyHKTUPHOIO
niHiero. Yac Big ydacy kpuBa ADAPTIVE omnyckaerbes HuKYe, IO BIJINOBIJIAE
MOMEHTaM aKTHBHOI'O MEPEPO3MNOJILTYy PECYpPCIB, ajleé HABITh Y HAMHMKYMX TOYKAX
yacToTa KaJApiB 3ajuinaeTbes Ha piBHI Oim3pko 100 FPS. Ile miarBepmkye, 110
aJlarTUBHA JIOT1Ka HE IPU3BOJIUTH JIO Bi3yaJbHO MOMITHUX IIPOCiTaHb.

UwrcroBi MOKa3HUKU MPOAYKTHUBHOCTI 3BE/IEHO Y Ta0uwi 3.8.

IMoka3Huk ADAPTIVE BASELINE
FrameTimeMs, cepenane 3.77 3.37
FrameTimeMs, memiana 3.19 3.22
FrameTimeMs, p95 8.19 4.29
FrameTimeMs, p99 10.84 5.13
FPS, cepenne 296 305
FPS, pl (HmxHii nepueHTusn) | 92 195

Tabnuusg 3.8 Craructuka yacy kaapy ta FPS

AHami3 ux 4ucen A03BOoJIS€ TOOAYUTH UiTKUi Kommpomic. CepeaHiit yac Kaapy y
ADAPTIVE nume na 0.4 mc Bumuii, HiXk y BASELINE, a memianu B3araii
MPAKTUYHO CHiBMaaloTh. HalOimbIn mOMITHA PI3HUIA MPOSBISETHCA Y XBOCTAX
posnoainy: 95-it mepuentuinb ADAPTIVE yniui Bumuii 3a BASELINE ( 8,19
npotu 4,29 mc), a 99-it — 6uein Hixk y ABa pasu (10,84 npotu 5,13 mc). Lle o3Hauae,
10 mpuoIM3HO oAMH Kajap 31 cta 'y pexumi ADAPTIVE 6yne BukonyBarucs yaBidi
JIOBIIIE, HI>)K TUTIOBUHM KaJIp.

3 mpakTUYHOI TOYKH 30py Il 3aTPUMKHU HE € KpuTuyHUMU. HapiTh Haiiripmm 1%
kanpiB y ADAPTIVE yxnanarotees y yacoBuit 61opker 16,67 Mc, 110 BIAMOBIIAE
60 FPS — 3araiapbHONpUITHATOMY HOpOTrYy IUIAaBHOCTI PEHAEPHUHTY AJis OlIbIIOCTI
3acTocyHkiB. ToOTO anmanTuBHAa cucTtemMa 30epira€e JOCTaTHIM  piBEHb



OPOAYKTUBHOCTI HAaBITh Y MOMEHTH HAaWaKTHBHIIIOI poOOTH MEHemIKepa
PE3UACHTHOCTI.
TakuM 4MHOM, OTpPHUMAaHI Pe3yJbTaTH MOKa3ylOTh, 110 ekoHOMisE VRAM Ha piBHI
63,6% omnucaHa y. MONEPEAHHOMY MIJPO3/ALIL, TOCITAETHCS IIHOK HE3HAYHOTO
30UIbIIEHHS pO3KuAy dacy Kaapy. CepenHss NPOIYKTUBHICTh 3aHINIAETHCA
MPAKTUYHO TAKOIO XK, SIK 1 Y CTATHYHOMY PEXHMI, a O17bIII 3aTPUMKHA BUHUKAIOTh
JMIIIEe Y KOPOTKI MOMEHTH aKTHBHOTO TEPEXOAy uUepe3 CKymdeHHsi 00’ ekTiB. Llei
KOMITPOMIC € MPUUHATHUM JJIs1 OUIBIIOCT] CLIEHapiiB BUKOPUCTAHHA € caMe o0cAr
JOCTYITHOI BiJIeonam’sITi, a HE YaCOBUU OIOKET PEHACPUHTY.
3.6 Anauni3 noBeAIHKH aJJalITUBHOTO aJITOPUTMY Ta 3BEI€HE MOPIBHIHHS

VY mnonepenHix migpo3ainax Oyjao PO3MIISIHYTO pe3yJbTaTH IO OKPEMHX
MeTpuKax - BUKopuctaHo VRAM Tta wacy wacTuHy peHACpUHTY. Y ILbOMY
MIIPO3AUIL Il pe3yJbTaTh 3BOJATHCA y €IWHOMY TIOPIBHSHHI, a TaKoOX
PO3TIAAAIOTHCS MEXaHI3MH, iK1 3a0e3MeuyloTh OTpUMaHy MOBEIIHKY CHCTEMHU.
KnrouoBuMu cepes; HUX € BH3HAYCHHS BUIUMHUX PECYPCiB, OCKIJIBKHA caMme
BUJUMICTh € OCHOBHUM KPUTEPIEM PILLIEHHSIM IIPO PE3UAEHTHICTh KOKHOIO 00’ €KTA.

o ¢pynkuito Bukonye meton GetVisibleResources kiacy VisibilityDetector.
Bin He TuUlbKM BUSBIIAE 00’ €KTH Y PpYyCcTyMi KaMepH, a i OHOBIIIOE JJISI KOKHOTO
BUJIUMOTO PECYpPCY HOT0 T€OMETPUYH1 XapaKTEPUCTUKU: IUIOILY Ha €KpaHi, BIICTaHb
70 KaMepHu Ta 4Yac OCTaHHbOro jaoctymy. Came Ha OCHOBI LIMX 3Ha4€Hb MOTIM
OOUYHUCITIOETHCSA TIPIOPUTET, KU BUKOPUCTOBYEThCS y Merodi EvictLowPriority.
Peanizariito HaBeneHO Ha pUCYHKY 3.15.



public List<ResourceRecord> GetVisibleResources(
List<ResourceRecord> all)

GeometryUtility.CalculateFrustumPlanes(_cam, _frustumPlanes);

var visible = new List<ResourceRecord=():

foreach (var rec in all)
{
if (!_rendererCache.TryGetValue(rec, out var rend))
continue;
if (rend == null) continue;

bool inFrustum = GeometryUtility.TestPlanesAABB(
_frustumPlanes, rend.bounds);

if (!inFrustum) continue;

rec.ScreenCoverage = GetScreenCoverage(rend);

rec.DistanceToCamera = Vector3.Distance(
_cam.transform.position,
rend.bounds.center);

rec.WorldPosition = rend.bounds.center;

rec.LastAccessTime = Time.time;

visible.Add(rec);

return visible;

Pucynoxk 3.15 Jlictunr koxy merony GetVisibleResources
BaxxnuBoro nmetammio pearizaiii € KenryBaHHs MOCHiIaHb Renderer /st KOXKHOTO
3apeecTpoBaHOro pecypcy. bes Takoro kemry noBenocs O IIOKaapy BHUKJIMKATH
GameObject.Find a6o 00xoauTu ClieHy B MOIIyKax MOTPIOHWX KOMIIOHEHTIB, 110
npu 500 06’ ekTax mpu3BoaUiIo 6 10 nMoMiTHUX mpociganb FPS. 3aBasku Tomy, 110
MOIIYK pEHJEpPEepiB BUKOHYETHCA OAMH pa3 MijJ dYac peecTpallii, a MoTiM
BUKOpUCTOBY€eThCs Kel, GetVisibleResources 3anuiiaersbest MBUIKUM HaBITh IS
BEJIMKOI KUIbKOCTI 00’€ekTiB. Lle 1 € onHiero 3 npuunH, yomy ADAPTIVE-pexum
30epirae NpUUHITHY MPOJYKTUBHICTh, ONKUCAHY Yy MIApo3Aiai 3.5.

Sxuo nonuBUTHCS Ha rpadik KUIBKOCTI PE3UAECHTHUX PECYPCIB 3 PUCYHKY
3.10, mMoxxHa TOOAYUTH XapaKTEpPHY KOPEISALII0 MK TOJOXKEHHSIM KamepHu Ta
KUTBbKICTIO 00’ekTiB y mam’sati. Komn kamepa Ha Bucokux waypoints (WP 00,
WP _05, WP_07 na Bucoti 60—80 M) Mae MUPOKUN OTJIAM, KUTHKICTh BHUIMMHUX



o0’exTiB 1 BignoBimHO ResidentCount 3poctae. Komn kamepa mpoxoauTh HU3BKI

touku (WP _02 1 WP_03 na Bucoti 10 M), y ppycTyMm notparuise jJokajibHa rpymna

00’€KTiB, 1 KUIbKICTh PE3UJICHTHUX 3HIDKYETbCA. TakuM 4YHMHOM, JUHAMIKa

ResidentCount € npsimum HacnigkoM pobotu metony GetVisibleResources, sikuii

ITOKaApy nepeouiHIoe CITMCOK BUANMMHX pecypciB.

3BejicHE TOPIBHSHHA 000X pEXUMIB 32 ycCiMa KIIOYOBHUMH METPHUKAMU

HaBeJeHO y Tabymii 3.9.

IHoka3zHuuk ADAPTIVE BASELINE IlepeBara
ADAPTIVE

ActualVRAMMB, | 1575 Mb 4327 Mb —2752 Mb (-63,6%)

cepeaHe

ActualVRAMMB, | 3079 Mb 4328 Mb —1249 Mb

MaKCUMyM

TrackedVRAMMB, | 1915 Mb 8000 Mb —6085 Mb (-76,1%)

CepelIHE

ResidentCount, 120 500 —380 (—76,0%)

CEpelIHE

FrameTimeMs, 3,77 mc 3,37 mc +0,40 mc (+11,9%)

CEpelIHE

FrameTimeMs, p95 | 296 305 -9 (-3,0%)

Tabmuis 3.9 3BeaeHHs MOPIBHSAHHS €PEKTUBHOCTI JBOX PEKUMIB

JIIsi HAOYHOTO CHPUHHATTA KIIOYOBI TOKA3HWKH TOJAHO TaKOX Y BHIJISAL

CTOBITYHMKOBOI miarpamu (pucyHok 3.16).

ActualVRAM
(cepenHe, MB)

5000

4327

4000

3000

2000

1000

o
ADAPTIVE BASELINE

600

500

400

300

1613 200

o
ADAPTIVE

3BefieHe NOPIBHAHHS KNIOYOBUX METPUK

Pe3naeHTHUX

06'ekTiB

BASELINE

Yac kaapy

(p95, mc)

o
ADAPTIVE

BASELINE

350 1

250

200

150

100

FPS
(cepenHe)

300 296

268

50

o
ADAPTIVE BASELINE

Pucynox 3.16 Jliarpama 3Be/IeHO IOPIBHSIHHS KIIFOUOBUX METPUK
3 Tabnuil Ta AiarpaMy BHJIHO, IO aJalTUBHA CHUCTEMa BHUIPAaE y JABOX TIpyIax

MOKa3HHKIB 1 mporpae B onniil. Ilepmia mepeBara — (akTUYHE BUKOPUCTAHHS

VRAM, ne ekonomis csarae 63,6%, abo 2752 Mb y cepenabomy. Jpyra nepeBara —

KUTBKICTh OJIHOYACHO 3aBAHTAXKEHUX PECYPCIB, KA 3MEHIIYETHCS Y MOHAA YOTUPH

pasu. IIporpam mnposiBase€TbCcs y NMOKa3HUKY P95 wacy kanpy, ne ADAPTIVE

npuOnu3Ho BABIUl moBUIbHIMIMK 3a BASELINE — 8,19 mMc mpotu 4,29 wmc.



HaromicTe cepenHs yacToTa KaJapiB IPaKTUYHO HE BiApi3HAeTbes (296 mpotu 305
FPS), a pi3uuiis y cepennboMy yaci kaapy ckianae aumie 0,4 mc.

3 TOYKM 30py MPAKTUYHOTO BUKOPUCTAHHS TAaKHil KOMIPOMIC € BUTIIHUM.
3HIKEHHS KUTbKOCT1 PE3UIEHTHUX PECYPCIB TO3BOJISIE 3alyCKaTH Ty caMmy CIIEHY Ha
KoH(irypamisx 3 MeHmuM oocsirom VRAM, abo x macmradyBatu ii po3mip 6e3
HEOOX1MHOCTI MojepHizamii oOnagHaHHs. [[iHOO € HeBeluke 301IbIICHHS
MIHJIMBOCTI 4acy KaJpy, AK€ HE BHUXOJIUTh 3a MEX1 HOPMHU HaBITh Yy HaMTipIIUX
BUIAJIKAX: XKOACH 3 00uMcCiIeHuX nepieHTuliB (p95, p99) e nepenuiirye OI0KET
16,67 mc, mwo Bianosigae 60 FPS. ¥V 3actocyHkax, e SIKiCTh JIABHOCTI pEHAECPUHTY
0OMEXY€EThCSl caMe ITUM TOPOroM, aJanTUBHUM MiAXiJ 3a0e3leuye OJHOYACHO 1
NPUNUHATHY MPOAYKTUBHICTD, 1 CyTTEBY €KOHOMIO TTaM’SITi.

Cnipg 3a3HAuMTH, MO OTPUMAaHI pe3yJbTaTH 3aJIeKaTh BIJl KOHKPETHUX
napameTpiB KoHpiryparii menemkepa — aimMiTy VRAM, dactoté OHOBICHHS
HandleFrame Ta wacy Oe3misuibHOCTI Tiepell BHUBaHTaXEHHsSM. [lpu 1HIIMX
3HAYEHHAX LMX MapaMeTpiB OajaHC MIXK €KOHOMIEIO Ta MPOJYKTHBHICTIO MOXE
3MminryBatucs B Tod uM 1HMK Oik. Hanpuknan, 3menmenns EvictAfterSeconds
POOUTH CUCTEMY arpEeCUBHIIIOI Y BUBAaHTAXEHHI, 1110 3011b11ye ekoHOMit0 VRAM,
ajyie 0JIHOYACHO MiIBUIILYE KUIbKICTh MOBTOPHUX 3aBAHTAXKEHb THUX CAMHUX PECYPCIB
1 BiAMmoBigHO — p95 vacy kanpy. [1inbip mapameTpiB 1Jisi KOHKPETHOT'O 3aCTOCYHKY €
OKPEMOIO THKEHEPHOIO 3aa4€t0, sIKa BUXOJIUTD 32 MEXI1 JIaHOT pOOOTH.

TakuM YMHOM, TIPOBEACHI EKCIECPUMEHTH IIATBEPJAWIIN, IO PO3poOjIcHa
cucteMa ajanTuBHOro KepyBaHHsS mnam sATTi0 GPU 31atHa CyTTEBO 3HU3UTH
CHOKMBAaHHS BijieonamM ATi 0€3 ICTOTHOTO BIUIMBY Ha CEPEIHI0 MPOIYKTHUBHICTb
penaepunry. BusBieHi oOMeXeHHS — MiABHUIIEHA BapiaTUBHICTh 4Yacy OKPEMHX
KaJIpiB 1 3aJeXKHICTh OajaHCy BiJi KOHKPETHHX IapaMeTpPiB — € TUIIOBUMH IS
cuUcTeM streaming i1 HE 3MEHIIYIOTh MPAKTUYHY KOPHUCHICTH 3alpOrOHOBAHOTO
pIIIECHHS.

3.7 BucHoBKH 110 po3auty 3

Y TpeThbOMy pO31iJIi BUKOHAHO EKCIIEpUMEHTAIIbHE OCHIKEHHS pPO3pOOJICHOI
CUCTEMHU afanTuBHOrO KepyBaHHs mam sTTi0 GPU. TecTyBanHsA mpoBOAWIOCA Y
cepenoBuii Unity 6.3 LTS 3 pennep-naitrutaitnom HDRP 17.3.0 Ha cuHTeTHYHIN
ciieri 3 500 06’ extamMu Ta (PiKCOBAHOIO TPAEKTOPIEIO PYXY KaMEPH, 10 JO3BOJIUIIO
OTPUMATH MOPIBHSAHHI Ta BIITBOPIOBAHI pe3yIbTaTH.

Jist orfinku €(heKTUBHOCTI CUCTEMH TIPOBEJICHO JIBa MIPSIMi MOPIBHSUIbHI TPOTOHU. Y
pexumi ADAPTIVE mnpaunioBaB NMOBHUN LMK MEHEIKEpa PE3UIEHTHOCTI 3
BU3HAUYECHHSM BUJMUMHX PECYpCIB, ACHHXPOHHUM 3aBaHTaxeHHsM, LRU-



BUBAHTAXXCHHSIM Ta €BIKIIi€l0 3a npioputeroMm. Y pexxumi BASELINE yci pecypcu
CLEHU 3aBaHTAKyBAJIMCS CTATUYHO HAa CTapTi, a aJaNTUBHA JIOTiKa OyJja MOBHICTIO
BUMKHeHa. [lokanpoBuit 301p METPUK J103BOJIUB NOOYAYBATH CTATUCTUYHO 3HAUYII
po3noAuIM Yacy Kajapy, (axruunoro BukopuctanHs GPU-mam’sTi Ta KUIBKOCTI
pe3uICHTHUX 00’ €KTIB.

OCHOBHUM  pe3yJIbTATOM EKCIIEPUMEHTY € 3HWKEHHS  CEepPeHbOTO
daxTrnunoro Bukopuctanus Bifgeomnam’sti 3 4327 Mb y BASELINE no 1575 Mb y
ADAPTIVE, mo Bignosigae ekonomii 63,6%, a6o 2752 Mb. Cepeansi KibKiCTb
OJIHOYACHO PE3UJIEHTHUX pecypciB 3MeHmunaca 3 500 go 120, ToOto cucrema y
cepeHboMy TpuMasia y nam’sTi juine 24% 00’ekTiB ciieHu 3aMicTh ycix 100%.
OtpumaHuil pe3yiabTaT MIATBEPIKYE, IO aJaNTHUBHE KEPYBAHHS J103BOJISIE
BUKOHYBATH PEHJICPUHT Ti€i camoi CIIEHH 3 1CTOTHO MEHIIUM OO0CSIToM (Pi3UYHO
BHUIIJIEHOI BieoraM’ sTi.

Amnani3 npoyKTUBHOCTI TOKa3aB, 110 eKoHOMIE VRAM nocsiraeThcs 1iHOO
NOMIPHOIO 301JbIIEHHSI Bap1aTUBHOCTI Yacy Kaapy. CepenHiil yac peHIEpHUHIY y
ADAPTIVE 3pic nume Ha 0,4 mc (3 3,37 1o 3,77 mc), a 95-i nepuentuiib — 3 4,29
10 8,19 mc, o npubau3Ho BABIYI BUllle. BogHOYAC HaBITh y HAUTIPIIMX BUIAIKaX
yac KaJpy He nepeBuuryBaB 16,67 Mc, TOOTO cucTeMa 3aBxk M 3alldianacs y Mexxax
orokery 60 FPS. Cepenns yacrora kaapiB 3Hu3mMIacs juiie Ha 3% (3 305 g0 296
FPS), 1110 3 npakTU4YHOI TOYKH 30py € HECYTTEBUM.

VY xoxa1i po6oTH BUSABICHO 1 OKpeMi OOMEKEHHS 3alPONOHOBAHOTO T1IXOY,
AKl CJiJ BpaxoBYBaTH IMpH MOJAJIBIIOMY BHKOpUCTaHHI cucremu. llo-mepuie,
OTpUMaHI Pe3yibTaTH € CIPaBeJIMBUMU /111 KOHKPETHO1 KOH(Irypallii mapaMeTpiB
menekepa — aiMity VRAM 1,5 T'b, nepioguunocti HandleFrame y n’ate kaapis
Ta yacy 0e311s1bHOCT1 4 cekyHau. [Ipu 1HIMX 3HaYeHHIX OaaHC MiXK €KOHOMIEIO
Ta MPOAYKTUBHICTIO Oyne iHmmM. [lo-gpyre, eKCrepUMEHT MPOBOJIUBCS Y
cepenonu Editor Play Mode, To6To 63 ontumizartii IL2CPP, sika 3acTocoBy€eThCs
y npoayktuBHii 30ipii. [lo-Tpere, sik HakonmuvayBau BukopucToByBaBcss HDD, mo
30UIbIIY€E 3aTPUMKH aCHHXPOHHOTO 3aBaHTaKeHHS — Ha SSD moBeaiHka cucTeMu
OyJa O 11e MIaBHIIIOKO.

[TincymoByr04H, pe3yibTaTH bOTO PO3ALTY JEMOHCTPYIOTh, 1110 Po3pobJieHa
cucteMa ajganTuBHOro kepyBaHHs nam’sTTi0o GPU BuKoOHYe mocTaBieHe y poOoTi
3aBJlaHHS — 3a0€3Meuye CyTTEBY €KOHOMIIO Bijieonam’ siTi 0€3 MOMITHOTO 3HUKEHHS
IPOyKTUBHOCTI PEHJIEPUHTY BEJIUKO1 ciieHu. Le maTBepIKye mpakTUYHY IIHHICTh
3aMpOMOHOBAHOTO MiIXOY Ta JOIIIBHICTh HOTO TOIATBIIIOTO PO3BUTKY.



BUCHOBKH

VY xoai BUKOHaHHS KBamiQikaliitHoi poOOTH OYyJIO TOCHIHKEHO TpodieMy
edexkTuBHOTO KepyBaHHs Bifgeonam’ sitTio GPU mpu peHnepuHry BEIWKHUX CIIEH Ta
pO3pOOJIEHO MPOTOTHI CHUCTEMH, IO peali3ye aJanTHUBHUN MIAXiA 10 LbOTO
3aBaaHHs. PoboTa oxomnuia sik TEOPETUUHUN aHalli3, TaK 1 MPaKTUYHY peati3alliio 3
NoAaJbIIUM €KCIIEPUMEHTAIbHUM 1 TBEPIKCHHSIM €(eKTUBHOCTI
3apOMOHOBAHOTO PIIIEHHS.

Y nepmiomy po3ainal mpoaHadi30BaHO OCHOBHI MPUYMHU TEPEBAHTAKEHHS
VRAM vy Beaukux CLEHax 1 pO3MJISHYTO ICHYIOUl MiAXOAM A0 ONTHUMI3Alli —
streaming, mipmapping, LOD, virtual texturing Ta sparse residency. [loka3zano, 110
OKpeMi METOAM BUPINIYIOTH JIMILE YacTUHY 3ajadi, a HaWKpalui pe3yibTar
JOCSTA€ThCSl TPH  iX TMOEAHAHHI 3 MEXaHI3MOM aJlallTUBHOTO KepyBaHHS.
CdopMynbOBaHO KITIOUOBI MOHSATTA — PE3UIEHTHICTH PECYpCY, MPIOPUTETHU3ALIISA,
eviction policy, prefetching Ta acuaxponne I/O — sKi cTaim TEOPETUYHOIO OCHOBOIO
JUTSL TIOAATIBIIIOTO MTPOEKTYBAHHS.

Y napyromy po3aiini chopMynbOBaHO BHUMOTH JI0 CHUCTEMH, BU3HAYECHO
KpUTEPii IPIOPUTETY PECYPCIB 1 3aMPONOHOBAHO MOYJIbHY apXITeKTypy. Buaineno
OCHOBHI KOMITOHEHTH CHCTEMH: MEHEIKEp PE3UIEHTHOCTI, MOAYJIb BU3HAUCHHS
BUJIUMOCT1, aCHHXPOHHY Yepry 3aBaHTaXEHHs, MOyJb prefetching ta migcucremy
npodimoBanHa. OnucaHO JOTIKY pOOOTH MEHEeKepa y BUIJISAL TOCHITIOBHUX
KPOKIB (BU3HAYEHHS BHJIUMHX OO0’ €KTIB, OOUYMCIIECHHS TPIOPUTETY, HPUHUHATTS
pllIeHb NPO 3aBaHTaXEHHS a00 BUBAHTAXKEHHS) Ta 3alPONOHOBAHO T1OpUAHY
NOJIITUKY BUBAaHTaXeHHs, [0 noeanye LRU 3a yacom 0e311s7IbHOCTI 3 €BIKLIEIO 32
IPIOPUTETOM MpU NepeBulleHH1 JiMiTy VRAM.

Y TperboMy pO3AiTI ONMHUCAHO TMPOrpaMHy peadizalilo MPOTOTUIY Y
cepenmoBuil Unity 6.3 LTS 3 pennep-naitruiaitnom HDRP 17.3.0, a Takox
IIPOBEJICHO E€KCIIEpUMEHTaIbHE JIOCTIPKeHHsS. TecTyBaHHS BHUKOHAHO Ha
cuHTeTHYHIN creHi 3 500 o6’ekTtaMu Ta (HIKCOBAHOIO TPAEKTOPIEI0 KaMepH, IO
3a0€3mevmIo BiJITBOPIOBAHICTh pPE3yJbTaTiB. J[Is MOpIBHSHHS peaji3oBaHO JBa
pexumu podotu: ADAPTIVE 3 mOBHMM LHMKIOM aJalNTHBHOIO KEpyBaHHS Ta
BASELINE 3i cTatuuHiM 3aBaHTaXXEHHSAM YCiX peCypcCiB Ha CTapTi.

OCHOBHUM  pe3yJIbTATOM EKCIIEPUMEHTY € 3HUKEHHS CepelHbOro
dakTruuHoro Bukopucranus Bifgeonam’sti 3 4327 Mb y BASELINE no 1575 Mb y
ADAPTIVE, mo Bignmosigae ekonoMmii 63,6%, a6o 2752 Mb. CepenHsi KiJIbKICTh
OJTHOYACHO PE3UJICHTHHX pecypciB 3MeHmmiacs 31 500 qo 120 — To6to cucrema y
ceperHbOMY Tpumasa y mnam’ari jgume 24% o00’ekriB cuenu. Lli pesynbTaTu



i ITBEP/IKYIOTh, IO aIalTUBHE KEPYBaHHS J03BOJISIE BUKOHYBATH PEHICPUHT Ti€l
CaMoOi CIIEHH 3 ICTOTHO MEHIIUM 00CATOM (DaKTUYHO BUIIJIEHOI BiJIeONam sTi.

AHaJi3 NpoayKTUBHOCTI MOKa3aB, 1o ekoHoMis VRAM nocsraerbes 1iHOIO
MOMIPHOTO 301JIbIIICHHS BapiaTUBHOCTI Yacy kaapy. CepeaHiil yac peHIepUHTY 3picC
mumie Ha 0,4 mc (3 3,37 o 3,77 mc), a 95-i neprenTuns — 34,29 1o 8,19 mc. Cepenns
gacToTa KajapiB 3uu3miIack e Ha 3% (3 305 no 296 FPS). Ilpu nipomy HaBITh y
HAWTIPIINX BUMAAKAX 9ac KaJpy He TepeBuInyBaB 16,67 Mc, TOOTO cucTeMa 3aBKIn
3asuianacs 'y Mexax Oromxery 60 FPS. BusiBnenuit KoMnpomic € TUMOBUM JIJIst
CUCTEM streaming 1 He 3MEHIIIY€ IPAKTUYHOI IHHOCTI 3alPOTIOHOBAHOTO PI1ILIEHHS.

[locTaBinena y poOOTI MeTa JOCATHYTa: PO3pOOJEHO MPOTOTUIl CHCTEMH
aganTuBHOrO KepyBaHHs nam’sitTio GPU Ta ekcnepuMeHTabHO MiATBEPAKEHO
1oro eeKTUBHICTh. Y Cl 3aB/IaHHs pOOOTH BUKOHAHO B TOBHOMY 00CSI31.

Cepen HampsIMKIB TOAAQIBIIOrO PO3BUTKY CIiJ BII3HAYUTH I1HTErpalliio 3
MexaHisMoM MipMapStreaming ans pobOTH 3 PIBHAMH JAeTami3ailii TEKCTYp,
JI0IaBaHHsI MPOCTOPOBOTrO 1HAEKCY (octree abo BVH) nis npuckopeHHs BUSHAYEHHS
BUJUMOCTI Y CIIeHaX 3 THCSYaMH 00’ €KTiB, @ TAKOXK BIPOBAKEHHS TPOTHO3yBaHHS
TpaekToOpli KaMepu JJis OuUThIl TOYHOI pobotu Mmoxayis prefetching. Pospobiieny
CUCTEMY MO>KHa BUKOPHUCTOBYBATH SIK OCHOBY JIJISl ONTUMI3allll peaibHUX MTPOEKTIB
Ha Unity, 1110 MpaioTh 31 CliIeHaMH BEJIMKOTO 00CSTY.
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